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CyvacHa 1HJIyCTpisl BiICOIrOp CTPIMKO PO3BHUBAETHCS, MPOTIOHYIOUU TPABIISIM BCE
OUTbII IMEPCHBHI Ta TEXHOJOTIYHO ckianHi cBith. Kanp adventure 3amuimaerbcs
MOMYJIIPHUM  3aBISKH MOXIIMBOCTAM TJIMOOKOTO CIOKETY, IOCIHIJKEHHS CBITIB Ta
E€MOIIMHOTO 3aHYPEHHS, 110 POOUTH MOTO 1I€THHUM TOJIEM JJIs eKcriepuMeHTiB. OHaK
0arato ICHYHOYHMX IPOEKTIB BHUKOPHCTOBYIOTH 3acTapil pyulii, OOMEXYIOUH CBIi
BI3yaJIbHUM 1 (DYHKIIIOHAJIbHUNA TMOTEHIIaN, a JOCTYIHICTh CYYaCHUX IHCTPYMEHTIB,
takux sk Unreal Engine 5 , 11 HaBUaabHUX Ta HEKOMEPIIIMHUX LLJIEH 3a OCTAaHHI POKH
MOYMHAE HAOUPATH MOIMYJISIPHICTD.

Po3poOka irop 3anuiiaeTbes IyKe CKJIAHUM IIPOIIECOM, SKUW BUMArae He JIUIIe
porpamMyBaHHs, a ¥ pO3yMIHHA JHU3aiiHy, MICUXOJOTIi rpaBUsi Ta Cy4YaCHUX TPEHIIB, a
TaKOX PO3YyMIHHS METH Ta mocTtaBiieHoi MeTH. OcBiTa B Tally3i MPOTPaMHO1 1HXKEHEePil
HAroJIONIy€ Ha BaXJIMBOCTI MPAKTHYHOTO MAOCBiTYy, aJKe caMme JOCBiZ  J03BOJISE
TpaHc(hOPMYBaTH TEOPETHYUHI 3HAHHS y peajbHl HABUYKH.

O6pana tema KBP — cTBOpeHHsI NECKTOM-3aCTOCYHKY B jkaHpi adventure Ha
ocHoBi pyurig UES — BijioOpaxae cydacH1 TeHJIEHLII SIK y TeiMJEBI, Tak 1 B OCBITi. BoHa
JIEMOHCTPYE 3[aTHICTh CTYJICHTA MPAIIOBATH 3 IHCTPYMEHTAMU BUCOKOTO PiBHS, a TAKOX
NIJKPECTIOE BAXIIMBICTh TBOPYOTO MIAXONY, ajuKe kaHp adventure BUMarae He JMIIE
TEXHIYHOI JOCKOHAJIOCTI, a ¥ XyAOKHbOro OaueHHs. BiH moeaHye B coOl TEXHIUYHY
CKJIaJIHICTh, a TaKOXX TBOpYMH moTeHIial. Ile imeanbHa Tema I €KCIEPUMEHTIB, e
MOXHa BIITOYMTH Ta TNPOJESMOHCTPYBAaTH HABHYKH aHAJI3y MpoOJIeM, TPHAHATTSI
JU3aH-PIIIIEHb Ta TECTYBAaHHS TIMOTES.

BaxnuBum acrektoMm € U Te, mo po3podka irop Ha UES axkTuBHO

BUKOPUCTOBYETHCS HE JMIIE B IrpoBik 1HaycTpii. Llelt pymriii 3acTOCOBY€ThCS B



apXiTeKTypi, y 0OaraTb0X MOXJIUBUX CHUMYJSILISIX (MEIUIIMHA,APOHU), OCBITHIX
mporpamMax — I1¢ 0O3HaJae, 0 HaBUYKH, OTPUMaHI i 9ac MPAKTUKHA, MAIOTh ITUPOKUI
CTIEKTp 3aCTOCYBAaHHS.

006’extToM KBaiikaliifHOI poOOTH € ITPOBI MEXAHIKM Ta JU3aiiH TpU y KaHPI
adventure.

IIpeameTom kBasidikaiiitHoi poOOTH € ITHCTPYMEHTH PO3pPOOKHU JACCKTOI-TPH Ha
ocHoBi pytist Unreal Engine 5.

Metorw kBamidikaliitHoi po6oTH € po3poOka IrpoBOro 3aCTOCYHKY Ha OCHOBI
pyuuist Unreal Engine 5 nyst momynsipu3atii irop y skanpi adventure. Lle 103B0auTh:

— OLIIHUTH B3a€MO3B’SI30K MDK TEOPETHUYHHMMHU KOHIICHISIMU Ta  iX
MPaKTUYHOIO peali3alli€lo;

- PO3BHHYTH HaBUYKH POOOTH 3 MPOPECITHUMU IHCTPYMEHTAMH PO3POOKH;

— chopMyBaTH CHUCTEMHE MUCJEHHS IIOJI0 OpraHizaili >XUTTEBOTO IUKITY
MIPOTPAMHOTO MPOAYKTY.

Y po6oTi 3acTOCOBAaHO TeOPEeTHMYHi MeTOAM JOCHIKCHHS, 30KpeMa aHaji3
NpEeAMETHOI  00JIacTi, TOPIBHAHHS  ICHYIOYMX  ITPOBUX  pIllIEHb, BUBYCHHS
¢ynkuioHaneHux MoxiuBoctel Unreal Engine 5 Ta MeTomiB NpOEKTYBaHHSA
IHTepakTUBHUX cHucTeM. [IpakTU4YHi MeTOoaM BKIIOYAIA TMPOEKTYBAHHS ITPOBOTO
CepelOBHINA, peajizalmilo MpPOorpaMHOi JIOTIKKM 3a gomomororw Blueprints 1 C++,
CTBOPEHHSI T'OJIOBOJIOMOK, CHCTEMH B3a€MO/I11, €JIEMEHTIB IITYYHOT'O 1HTEJIEKTY, & TAKOXK
TECTYBaHHS 1 ONTUMI3alli0 3aCTOCYHKY.

Y nepmomy po3mijii  JOCHIDKEHO MpEeAMETHY 00J1acTh, MpoaHaIi30BaHO
oco0mMBoOCTI XKaHpy adventure, cydacH1 TEHJEHIII B po3po0Ill irop Ta BUKOHAHO OTJIS]T
aHaJIOT'1B.

Y apyromy po3aiii mpoBeIeHO aHali3 1HCTPYMEHTapito, METOIIB Ta BUMOT.
CdopmoBaHO BUMOTH 10 IrPOBOT0 3aCTOCYHKY.

Y TpeTboMy po3iii HaBEICHO MPOIIEC MOICTIOBAHHS IPOTPAMHOTO MPOIYKTY Ha
6a31 Unreal Engine 5, onucaHo CTpyKTypy MHpPOEKTY, peani3allilo CUCTEMH KepyBaHHS

IepCOHaKEM, B3aeMoli 3 00’€KTaMH, TOJIOBOJIOMOK, JWHAMIYHOIO CEPEIOBMIIA
2



ayioBi3yalIbHUX €(PEKTIB 1 TOBEIHKH IFPOBUX CYTHOCTEH.

VY 4deTBepTOMY PO3aiji MOJAHO PE3yIbTaTH TECTYBAHHS, OIIHKY MPare31aTHOCTI
Ta TPOMYKTUBHOCTI 3aCTOCYHKY, a TaKOX BHU3HAYCHO HaIMPSMU IOJAIBIIOTO
BJIOCKOHAJICHHSI pO3PO0JIEHOTO MPOTPAMHOTO TIPOAYKTY.

OCHOBHMM Pe3yJabTATOM POOOTH € CTBOPEHHUIN MPOTOTHIT MPUTOTHUIIBKOI TpH
JUTST TIEPCOHAIBHOTO KOMIT FOTepa, KU peaidye NOCHTIIKCHHs JTabipuHTY, CHCTEMY
TOJIOBOJIOMOK,  CIOKETHO-HapaTWBHI  €JIEMEHTH, aTMochepHe  ayJioBi3yalbHE
opopMieHHST Ta CKpUNTOBI irpoBi momii. Po3poOieHuit 3acTOCYHOK MOXe OyTH
BUKOPHUCTAHUHN SIK OCHOBA JIJIsI TI0JIAJIHIIIOTO PO3BUTKY OBHOI[IHHOTO irPOBOTO MPOAYKTY,
a TaKOX SIK TMPUKIA] MPAKTHYHOTO 3aCTOCYBAHHS CYYaCHHX TEXHOJIOTIH pPO3pPOOKH
IHTEPAKTUBHOTO MTPOTPAMHOTO 3a0e3MeUeHHS

KBP mictuth BeTym, ABa po3Aiid, BACHOBKH, MEPENIK JKEpeE nocuiaanus. Beryn
3a3Haya€ aKTYalbHICTh, METYy, 00’€KT Ta mpeameT poOoTu. Ilepmmii po3nun omucye
peIMETHY 00JIaCTh Ta aHAJIOTH 3aCTOCYHKY.

Kmouosi cnosa: adventure, Al, ananiz, 3acmocynok, inoekcayis, ocobausocmi,

npomomun, po3pooka, pyuiiu, mecmyegannsi, C++, UES.



ABSTRACT
of the Bachelor’s Thesis
“A desktop adventure gaming application based on Unreal Engine 5”
Applicant of 408th group: Dmytro Mutidze
Supervisor: PhD, Associate Professor (w/o a.d.) Kateryna Antipova

The modern video game industry is developing rapidly, offering players more and
more immersive and technologically complex worlds. The adventure genre remains
popular due to the possibilities of deep storytelling, world exploration, and emotional
immersion, making it an ideal field for experimentation. However, many existing projects
use outdated engines, limiting their visual and functional potential, and the availability of
modern tools such as Unreal Engine 5 for educational and non-commercial purposes has
been gaining popularity in recent years

Game development remains a very complex process that requires not only
programming, but also an understanding of design, player psychology and current trends,
as well as an understanding of the goal and objective. Education in software engineering
emphasizes the importance of practical experience, because it is experience that allows
you to transform theoretical knowledge into real skills. The qualifying bachelor's thesis
teaches you to plan projects, work with limited resources, adapt to changes, and, most
importantly, see the product holistically - from idea to implementation.

The chosen topic of the internship - creating a desktop adventure application based
on the UES engine - reflects current trends in both game development and education. It
demonstrates the student's ability to work with high-level tools and emphasizes the
importance of creativity, as the adventure genre requires not only technical excellence but
also artistic vision.

Another important aspect is that UE5 game development is actively used not only
in the gaming industry. This engine is used in architecture, in many possible simulations
(medicine, drones), and educational programs, which means that the skills acquired
during the internship have a wide range of applications.

The object of this thesis is game mechanics and game design in the adventure

genre.



The subject of this thesis is the tools used to develop a desktop game based on the
Unreal Engine 5.

The purpose of this thesis is to develop a game application based on the Unreal
Engine 5 to promote games in the adventure genre. This will allow:

— to assess the relationship between theoretical concepts and their practical
implementation;

- to develop skills in working with professional development tools;

- to develop systematic thinking regarding the organization of a software
product’s lifecycle.

The work employed theoretical research methods, including domain analysis,
comparison of existing game solutions, and examination of the functional capabilities of
Unreal Engine 5 and methods for designing interactive systems. Practical methods
included designing the game environment, implementing program logic using Blueprints
and C++, creating puzzles, interaction systems, and artificial intelligence elements, as
well as testing and optimizing the application.

The first chapter explores the subject area, analyzes the characteristics of the
adventure genre and current trends in game development, and provides an overview of
similar titles.

The second chapter an analysis of the tools, methods, and requirements was
conducted. Requirements for the game application were defined.

The third chapter details the process of implementing the software product using
Unreal Engine 5, describes the project structure, the implementation of the character
control system, interactions with objects, puzzles, the dynamic environment, audiovisual
effects, and the behavior of game entities.

The fourth chapter presents the test results, an assessment of the application’s
performance and efficiency, and identifies areas for further improvement of the developed
software product.

The main result of this work is a prototype adventure game for a personal

computer that implements maze exploration, a puzzle system, story-driven narrative



elements, atmospheric audiovisual design, and scripted game events. The developed
application can be used as a basis for the further development of a full-fledged game
product, as well as an example of the practical application of modern interactive software
development technologies

The qualifying bachelor's thesis internship includes an introduction, two chapters,
conclusions, and a list of references. The introduction outlines the relevance, purpose,
object, and subject of the work. The first chapter describes the subject area and similar
applications. The second chapter presents the software requirements specification and
describes the functionality. The conclusions summarize the stages of the application’s
development.

Keywords: adventure, Al, analysis, application, C++, development, engine,

features, indexing, prototype, testing, UES.
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IHEPEJIIK CKOPOYEHD
Al — Avrtificial Intelligence
CPU — Central Processing Unit
FPS — Frame Per Second
GPU — Graphics Processing Unit
NPC — Non Player Character
PC — Personal Computer
PCG — Procedural Content Generation
RPG — Role-Playing Game
UES — Unreal Engine 5
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BCTYII

Cair 3apa3 y enoxy iH(popMalLiifHUX TEXHOJOTIH MOCTIHHO 3MiHIOEThCA. OHIEO 3
KJIFOUOBUX CKJIAQJOBHUX MIJTOTOBKH € MPAKTHUYHE 3aCTOCYBaHHSA TEOPETHUYHUX 3HAHb Y
peaNbHUX MPOEKTAX, 1€ JO3BOJIAE HE JIMIIEC 3aKPIMUTH HaBUYKH, ajie ¥ chopMmyBaru
THYYKICTh Ta KPEaTHBHICTh. AKTyalbHICTh OOyMOBJIEHa MOTPeOOI0 y MOriIHOJIeHHI
KOMIIETEHIIIM, TMOB’S3aHUX 13 CY4YaCHUMHU I1HCTPYMEHTaMH PO3POOKHU MPOrpaMHOro
3a0e3MeueHHs], 30KpeMa B irpoBiil iHaycTpii. Takuii xkaHp sk adventure, 3 akIIEeHTOM Ha
CIOKET1 Ta B3a€MOJIIi T'paBIg 31 CBITOM, 3aJIMIIAETHCS BAXIMBUM JIJIs1 JAECMOHCTpaIi
MOKJIMBOCTEH CYYaCHUX TEXHOJIOT1H. BUKOpUCTAaHHS MOTYXKHUX IHCTPYMEHTIB, SIK
Unreal Engine 5, BikpuBae BeIMKI MOKJIUBOCTI JJIsl €KCIIEPUMEHTIB 3 1HHOBALIHHUMU
MIJIX0/IaMH JI0 CTBOPEHHS IMEPCHUBHHUX JIOCBIJIIB, IO BIJIMOBiJa€ CBITOBUM TPEHAAM Y
reiiMJieBl a00 HaBMAKH, 3a]1aTH TPEHI.

OTxe xxanp adventure, sikuii oOpaHUil 1JIs POEKTY, HE BUMAIKOBHH, BIH TOETHYE
B c001 TeXHIUHY CKJIAIHICTh, a TAaKOX TBOPYMU IMOTEHIIaN, 00 IIe iJeaibHa Tema s
EKCIIEPUMEHTIB, JI¢ MOKHA BIATOUUTH Ta MPOJIEMOHCTPYBATH HABUYKHU aHAJI13y ITPoOJieM,
OPUIHATTS TU3alH-pIlIeHb Ta TeCTyBaHHS Tinore3. ChOroJiHI, KOPUCTYIOUUCh TAKUMU
NOTY>KHUMU 1HCTpyMeHTaMu, ik Unreal Engine 5, po3poOHUK Mae JOCTYI 1O TEXHOJOTIH,
AK1 padilie OyJd JOCTYIHI JIMIIE BEIUKUM CTyaisiM. lle BiakpuBae MOMXKIMBOCTI JJist
0aratb0X pO3pOOHMKIB. 32 JOIMIOMOTOIO I[LOTO PYIIs , HABITH HEBEJIMKA KOMaH/Ia MOXKE
pO3pOOUTH TPy , KA Oyje MOMyJIsipHA Y BCbOMY CBITI.

HacrtynHe , 116 BaXXJIMBICTh MPAKTUKHU, BOHA TOJISITA€ TAKOX Y TOMY, IO BOHA
dbopmye cuctemHe O6aueHHS 00 po3poOka — 1€ HE TUIBKM MPO HAMMCAHHA KOAY: IIE
YOPABIIHHS pecypcaMu, KOMyHIKaIisl 3 NOTEHUIMHUMHU KOPUCTyBayaMH, YCBIOMIICHHS
eTUYHHX acrekTiB. Pobora 3 cyyacHumu pymrismu, TakuM sk UES, HaByae BunTHCS B
YMOBaX IIBUJIKOI €BOJIOIIT TEXHOJIOTIN — aJ[»Ke THCTPYMEHTH OHOBIIIOIOTHCS IO KIJTbKa
MICSIIIB, 1 BMIHHSI IIIBUKO OCBOIOBATH HOBE CTA€ KPUTHIHHUM.

TakoX HE MEHII BAXIWBOM AacCHEKTOM I[i€l TEeMH TMPAKTHUKA € PO3BUTOK
KpEaTUBHOIO MUCJIEHHS, KOMEPIIIITHI 3aCTOCYHKH € KOHKPETHHMH 1 HE MAa€ TBOPYOIO

KpeaTuBy, CBOOOIH, TTPOIIEC CTBOPEHHS TPH BUMAarae XyA0KHbOTO MX0/y: CTBOPEHHS
2026 p. Myringze Imurpo
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aTMocepH, MpoJyMyBaHHs IEPCOHAXKIB, OalaHCy MIXK CKJIaIHICTIO Ta JocTynHIcTIO. e
BUKJIMK, SIKHH 3MYIIy€ €KCIIEPUMEHTYBaTUTA MPUIYMYBaTH CBOE, 110 € OCHOBOIO JIS
1H)KEHEPHOI MalCTEPHOCTI.

O0’exkToM KkBami(ikaiiitHOi poOOTH € IrpOBI MEXaHIKM Ta AW3alH T'PU Yy KaHP1
adventure.

IIpenmerom kBamidikaiitHoi poOOTH € IHCTPYMEHTH PO3POOKU JAECKTOI-TPU Ha
ocHoBi pytist Unreal Engine 5.

MeTtoro kBamidikaiiifHoi poOOTH € po3poOKa IrPOBOr0 3aCTOCYHKY Ha OCHOBI
pyurist Unreal Engine 5 myist monmynisipusarntii irop y skanpi adventure. Lle 103BoaHTb:

— OI[IHUTA B3a€EMO3B’A30K MIK TEOPETUUYHUMHU KOHIIEHIISIMU Ta iX
MPaKTUYHOIO peali3alli€ro;

- PO3BUHYTH HaBUYKHU POOOTH 3 TPOPeCciitHUMU IHCTPYMEHTaMH PO3POOKH;

— chopMyBaTH CHUCTEMHE MUCJEHHS IIOJI0 OpraHizaili >XUTTEBOTO IUKITY
IPOTrPaMHOTO MPOAYKTY.

BiamoBigHO 0 METH BU3HAYEHO TaKl 3aBIaHHS:

- aHaJi3 BUMOT JI0 cydacHuX adventure-irop Ta MOXJIMBOCTEH X peanizarii;

— OBOJIOJIIHHS  iHCTpyMmeHTapieM Unreal Engine 5 ans  cTBOpeHHs
IHTEpaKTUBHHX CIICHAPIiB;

— MOJICJIFOBAHHSI CUCTEMU MTPOEKTY;

— po3poOKa  apXiTeKTypd  MPOEKTY 3  ypaxyBaHHAM  MNPHUHIUIIB
MacIITa00OBaHOCTI Ta ONITHUMI3AI]]

— BIIPOBAKCHHS MEXaHIK, CIPSIMOBAHHUX HA 3aJTyUEHHS TPaBIsd Yepe3 CIOKET
Ta Bi3yaJibHY CKJIaJIOBY;

— TECTYBAaHHA I'OTOBOI'O IIPOEKTY.

2026 p. MyrTinze Jmurpo
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1 AHAJII3 CYYACHOI'O CTAHY ITPOBOI IHAYCTPII

1.1 Onuc npeamMeTHoI 00J1aCTI

VY cyuacHOMy CBITI po3poOka Bifeoirop € 6aratorpanHoro ceporo. Bona Moxe
MOETHYBATH K TEXHIYHI HABUYKUA TaK 1 TBOPUYE MHCICHHS Ta PO3YMIHHSA TOTO , IO
noTpedye aymutopis. XKanp adventure, mae moBry ictopito. [lounHaroun 3 TEKCTOBUX
KBECTIB 0arato pokiB TOMY 1 JI0 Cy4YaCHMX HappaTUBHUX BEIMKHUX IPOEKTIB HA KIITAJIT
"The Legend of Zelda", "Uncharted" a6o "Red Dead Redemption 2" iioro romoBHa
OCOOJIMBICTh — aKIIEHT Ha CIOXKETI, JOCIIKEHHI CBITY Ta €MOIIMHOMY 3aHypEHHI
rpasis. llyrepu uu RPG BukopuctoByroTh 00HOBI MexXaHiKu a00 MPOKayKy rpaBisd. A
irpu >xkaHpy adventure gacto (oOKyCyIOThCS Ha PO3TaayBaHHI TAaEMHMIIb, Jiajiorax i
MPUIHATTI MOPAJIBLHUX PILIEHB.

OTxe Ha ChOrOAHI €W KaHp € NOMYyJSIPHUM 3aBISKH TEXHOJOTISM, sKi
JTIO3BOJISIIOTH CTBOPIOBATH JI€TajlbHI CBITM 3 BHCOKHM piBHEM IHTepakTuBy. OmHax
PO3pOOHUKAM JTOBOJAMTHCS 3HAXOIUTH OajaHC MK XYJOXKHIM 33 yMOM 1 TE€XHIYHUMU
oOMexxeHHsiMU. Hampukiiaza, CTBOPEHHSI BEIMKHX JIOKAIIN 7€ € MOMJIMBICTh BLIBHO
JIOCIIITATH CBIT BUMarae ontumizaiii pecypciB. Unreal Engine 5 cyuachuii pymriit, skuit
HaJa€e po3poOHUKAaM 1HCTPYMEHTHU AJig TOTO 1100 MOITH peasli3yBaTH Taki iaei. Ale He
JUBJISTYUCh HA BEJIMKY KIIBKICTh JIOCTYHMX IHCTPYMEHTIB, PO3POOHHKH MOXKYTh
pO3pOOUTH CBOI IUIATIHKM YM IHCTPYMEHTH HJisi OUIbIIOT 3pydHOCTI abo peamizarii
3aBJIaHHS.

UES ctaB npoprBOM B iHAYCTpii 3aBASKH TaKUM iHCTpyMeHTaM, sik Nanite [5,6] ta
Lumen[7]. Nanite g03BoJsie iIMIOPTYBAaTH BUCOKOMOJIroHANBHI 3D-Monmemni 6e3 BTpaTu
MPOIYKTUBHOCTI, IO KPUTUYHO BaXIJIMBO JJIs1 adventure-irop, e KOXXeH 00’ €KT MOXKe
MaTH HappaTHUBHE 3HaYeHHSI, ajie moku Nanite[5,6] e He moctatHbO qOpOoOIeHuit. ToOTO
Ha Oyp-sikui mesh oro He BapTO HaKJIAaTH, TaK K JIJIS ISIKUX KaTeropii Nanite Moxke
OCOOJIMBO HIYOTO HE 3MIHUTH, a00 HaBMAKH TPOXHM TOTIPIIUTH, TOMY TYT Tpebda
mi0upaTH pillieHHs jae i A7 4oro BukopuctoByBatu Nanite[5,6]. Lumen[7] 3a0e3neuye

JMHAMIYHE TrJ00ajJbHE OCBITJICHHS, CTBOPIOIOYM PEATICTUYHI TiHI Ta BIJOJMUCKH, SKI

2026 p. MyrTinze Jmurpo
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H1AKPECIoTh aTMochepy Jokatliil. Lle ayxe KpyTuil IHCTpYMEHT , /1K€ CBITIIO BiAIrpae
OJIHMH 3 HAMTOJIOBHIIIMX KOMIIOHEHTIB JIJIs JIOKAIIi1, 32 TOTIOMOI'OI0 TaKOTO OCTBITICHHS
JIECh MOXHA MOKePTBYBATH SIKICTIO 1HIIIMIA JeTallell Ha JIOKaIlii, aJ)Ke MPHU MPaBUILHOMY
CBITJII TpaBelb HE BiUye HisKol pi3HMII. Takox 3aBasku TexHousorii Lumen[7] cramo
MPOCTIIIE HATAIITOBYBATH OCTBITJIICHHS , TaK SIK HAJAIITYBATH ii BIZIHOCHO JIETKO.

Takox OKpIM TEXHIYHHMX acCIeKTiB, kaHp adventure BUMarae yBaru J10 JeTajei y
CIOJKETI1 Ta epCcoHaXkax. I paBels Mae BiuyBaTH, 1110 HOTO /i1 BIUTMBAIOTh Ha CBIT, HABITh
SKIIO0 3MIHM HeodeBUIHI. Hampukiaa, MOXIMBICTh BHOOPY Yy Aiano31 MOXKE 3MIHHTH
craBienHss NPC 1o rpaBis abo BiAKpUTH albTepHATHBHY KiHIIBKY. Peamizaliis Takux
MEXaHIK BUMAarae peTejabHOro IiaHyBaHHs CIIEHapito, a0u 1€ BCe B1IUyBaIOCs KUBUM Ta
MaJio JIOTIKY.

Irpu croronenns BukopuctoBytoTh TexHonorii Al, mo6 oxuButu NPC. UES
npornonye cucremy Behavior Trees, sika 103BOJIsie HAIAIUTYBYBaTH JIOTIKY MOBEIIHKU
NPC. Hanpuknana, sk BOHU OyJlyTh pearyloTh Ha TpaBIils, MEPECyBaTUCS JIOKAIIEIO YU
B3a€EMOJIIATH 3 00’ ekTamu. | came 1€ n0/1a€ TIMOUHU ITPOBOMY CBITY, poOJissun HOTO
OB "KUBUM".

UES Mae cBOi BUKJIMKH, Ha BUTJIS MOXKE 3/1aBaTUCh LIO 1€ JJOBOJII MPOCTUH PYILIN,
IHTYITUBHUN. AJie Mae CBOi mpoOieMu, 1 00 MOBHICTIO PO3YMITHCH Tpeba MpOYUTaTH
JIOCUTh BEJIMKY TOKYMEHTAI110, "HAOUTH" pyKH, Ta OCTIIHO CIIAKYBaTH 32 OHOBJICHHS ,
00 HiYoro He ynmyctutu. | Bucoka getamizaiiis rpadiku MOXKe MPU3BECTH 0 MaJAIHHS
FPS na cnabkux I1K. OTxe BUXOISIYHM 3 IIOr0, ONTHUMI3AIISA CTa€ KIIOYOBHM €TArioM
po3poOku. Pyt Hajmae IHCTPYMEHTH JJIsl aHANI3y MPOJYKTHUBHOCTI, Taki sk Profiler,
AKUM 1mokasye, siki mpouecu "HaBaHTaXyOTh" CPU uyn GPU. Takox BaxJIMBO IPABUIHHO
BUKOpucTOBYBaTH Virtual Texturing — TEXHOJOr110, 10 3MEHIIY€E 00CAT aM’sITl, AKUI
BUKOPHCTOBYIOTH TEKCTYPH.

st Oyap-sKUX 1rOp BaXXJIMBUM €TalioM € TecTyBaHHA. | HaBiTh HaWkpaiie
NpOJyMaHUM CIOKET MOke '"3nmamarucs" uepe3 TeXHIuH1 Oaru , MPUKIAJ IbOMY 3

octanHix irop Ha UE5 e Stalker 2, me mocuth BelMKa KIUIBKICTH TPaBIliB HE MOrJja

2026 p. MyrTinze Jmurpo
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MIPOCYHYTHCH TIO CIOXKETY uepe3 Taki Oarn. HeoOximHO mepeBipsATH BC1 MEXaHIKH, Y yCi

BOHHM KOPEKTHO IPAIOIOTh.
1.2 IcHyr04i aHAIOTiYHI 32CTOCYHKH

Punox adventure-irop po3po6nenux va UES mocuts Benukwuii. lyxe 6araro irop
pO3po0JIeHNX Ha IOMY PYIIii OTPUMAaJM BCECBITHHS BU3HAHHS Ta MOIYJAPHICTH. Y
POMY MIAPO3JLTIL S XO4uy THPOJAEMOHCTPYBAaTH Pi3HI MIAXOAM O BUKOPHUCTAHHSA

TexHoJorii skt Hajae UES Ta BIAMOBIHO IpOaHaIi3yBaTH irpHu.

Hellblade II: Senua’s Saga (puc 1.1, Tabm. 1.1) — mO€AHYE €IECMEHTH
MICUXOJIOTIYHOTO XOPOpY Ta MPUTOAHUIILKOTO KaHpy. ['pa posnosigae ictopito Ceney,
BOHa OOpeThCs 31 CBOIMH JIEMOHaMH B CKaHIUBCHKIM Midororii. Pymnit Oyino
BUKOPHUCTAHO JJIsl CTBOPEHHSI KiHeMarorpadiuHoi rpadiku, 1eMOHCTPYBaHHS 4yJAOBHX
aHIMalllil y TOMYy 4YHCIl OOJM4YYs Ta AyXe aTMOCPEepHHUX JIOKAIlM 3 JUHAMIYHUM

OCTBITJICHHSIM.

Tabmuug 1.1 — Xapaxrepuctuku Hellblade II: Senua’s Saga

Hasga Hellblade II: Senua’s Saga

Crymis Ninja Theory

Pik Bumycky 2024

KitouoBi Texnomorii UES Nanite, Lumen, MetaHuman,
MetaSounds

Oco06aMBOCTI HAPPATUBY Kinemarorpadiuni kaTClieHH, 11aJI0TH

Pymmiii Unreal Engine 5.2

2026 p. MyrTinze Jmurpo
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Pucynox 1.1 — Bukopucrtanus texnosnorii UE5S y Hellblade II: Senua’s Saga

Layers of Fear (puc 1.2, Tabn 1.2) — cepis xopop-nipuro Bix Bloober Team, e

rpaBellb JOCHIJKYE TICUXOJOTIYHO HAIPYKEHI MPOCTOPH, PO3KPUBAIOYM TAEMHHII

roJioBHOTO repost. CTyiist BUKOpUCTOBY0UM MOkJMBocTI UES cTBOpUi 1OCUTH 1IKaBUA

CIOKET Ta JIOKalli, Kl MOIJM INEpEeTBOPIOBATUCh AOCHTHh MBUAKO. Ll komaHga

BukopucroByBajna World Partition nsist yripaBiiHHs JIoKailisiMu Ta cuctemoro Niagara Jiist

BI3yaJIbHUX €()EKTIB , a TAKOK OCBITJIEHHS Lumen.

Tabmuusa 1.2 — Xapaxrepuctuku Layers of Fear

Ha3Ba

Layers of Fear

Crynis

Bloober Team

Pik Bumycky

2023

Knrouosi texuosorii UES

Niagara, Lumen, World Partition

Oco0nuBOCTI HAppPaTUBY

[lcuxomoriuni 110311, TEPETBOPECHHS
JIOKaIin

Pymmiit

Unreal Engine 5.1

2026 p.

Myringze Imurpo
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Pucynok 1.2 — Bukopuctanus texunosiorii UES y Layers of Fear

The Talos Principle 2 (puc 1.3, tabn. 1.3) — adventure rpa Bimx Croteam,
dimocodebka rpa, e rpaBellb Ma€ BUPINTYBATH T'OJIOBOJIOMKH B aHTHUYTOIIYHOMY CBITI.
Cepenosutie po3pooku Unreal Engine 5 O0yi10 BUKOpUCTaHO 3a )11 CTBOPCHHS BETHUKUX
JIOKAIlii 3 AeTaNbHUM cepenoBuilieM. CTy/lis BUKOPUCTOBYBaIa TEXHOJIOT1I0 Nanite asis
peHJIepy CTaTyi Ta Pi3HUX apXITEKTYp , 100 BOHH OyJiM y HAaWBUIIIN SAKOCTI. Takox AJis

NPC Buxopucrano Behavior Trees , siki cioctepiraiu 3a rpaBUeM Ta KOMEHTYBaJIH KOO

mi.
Tabmuis 1.3 — Xapakrepuctuku The Talos Principle 2
Ha3ssa The Talos Principle 2
Crynis Croteam
Pik Bumnycky 2023
Kirouosi TexHozorii UES Nanite, Lumen, Behavior Trees
Oco6MMBOCTI HAPPATUBY Hianoru 3 hi10cODCHKUMH MUTAHHSIMH
Pymriit Unreal Engine 5.0

2026 p. Myringze Imurpo
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Pucynok 1.3 — Bukopucranus rexuosnorii UES y The Talos Principle 2

Taxki irpu Jar0Th PO3YMIHHS y SIKOMY HaIlpsIMKY TpeOa IMpalfoBaTh CTBOPIOIOYU
BJIACHUHN 3aCTOCYHOK. A TaKOX , SK 1 JIe¢ BUKOPUCTOBYBATH TEXHOJIOTII ISl KPAIIoro

B1JI0Opa)KEeHHS 1]1€i.
1.3 OcobsmBoOCTI 00°€KTa pOdOTH

3actocyHku y okaHpi adventure momynspHi depe3 CrOKeETy, aTMmocdepy,
EMOIIIIHICTS , 1110 Y CBOIO YEPry HaKJIaJla€ TIEBHI 3a/1a4l ISl PO3pOOHUKA HA KOXKEH eTal
i 9ac CTBOpeHHS Ipr. OTKE CIOKET € OCHOBOIO 3B'sI3KY JI0 JIFOAMHHM SIKa TPa€ 3a rpaBlis,
[0 O3Haya€e, KOKEH Jlajor, KOKeH mpeamMeTr ado Jiokailisi MaroTh OyTH MOB’si3aHi Tak,
o0 3aJOBUIBHATU 3arajbHy iAet0. BaxkiauBy poib y cTBOpeHHI atMmocdepu Ta
IMEpPCHBHOCTI BIAIrparoTh ayaio Ta Bi3yalbHI KOMIOHEHTH. My3uKa, 3ByKOBi e(eKTH,
OCBITJICHHSI — BC€ 11€ Ma€ OyTH OpTraHiuHUM , IMEPCHBHHM, 11100 rpaBellb BiuyBaB cee
YaCTUHOIO IrPOBOTO CBITY.

Opnak 1HTerpaiis IuX eJeMEHTIB — 1€ He JIuIIe KpeaTuB abo MHUCTEITBO, a i
TeXHIYHA 3ajada. HempaBUiIbHO HAJIAIITOBAHWM 3BYK MOXKE IEPEBAHTAXKUTHU CIICHY
3BYKOM, @ HaJITO SICKpaBE€ OCBITJICHHS] — MOYKE€ 3MEHIITUTH HAMpPYTy BijJ CUTYyaIli.

Cyuachi texnozorii, ik Unreal Engine 5, MOXyTb CIpOCTUTH MIPOLIEC CTBOPEHHS,

aJie B TOM 4acC CTaBJIATH HOBI BUKJIUKU. T€XHOJOrI — 1€ JHUIIE CIIOCIIO 1100 BTUINTH

2026 p. Myringze Imurpo
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imero. HaBumtucs oOmexyBatu ceOe, HaBiTh MaloO4yd JOCTYN JIO HECKIHUCHHUX
MOXJIMBOCTE — 1€ OAMH 13 THUX AacCMeKTIB POOOTH 1€ THU MPOSBISIENl CBOIO
poeciiHICTb.

He MeHm BaxiamBoiO € poOoTa 3 TpaBmeMm. Hampukmanm, gomaBaHHS CUCTEMHU
HEeMpsAMUX T1Ka30K.HEOOXITHICTh ajanTallii mija pi3Hi miardopmu. Hanpuknan, rpa,
ctBopena s 1K, Moke BUMaraTu JOMpaIfoBaHb Uil KOHCOJICH: 3MIHM B yNpaBJIiHHI,
onTUMI3aIlsg iHTepdecy i reMMmnaay, nepepipka MpoIyKTUBHOCTI Ha PI3HOMY 3ali3l.
He mosxna 3a0yBatu 1 po TectyBaHHs. HaBiTh CHIIBHO NIPOJyMaHU CIOKET HE 3MOXKE
BUBE3TH SKIIO OyAyTh TEXHIYHI Oaru.

Po3pobka adventure-rpu — 11e HE JHIIE TEXHIYHUN MpoOIEC, a i 0COOMCTUCHUI
nocBig. KoxkeH po3poOHHMK XOue BKIAJICTU Y TPy YaCTHUHKY ceOe: CBOI CTpaxu, Hajli,
pO31yMH, CEHCH, HATsKHU. | caMe 1151 CKI1a[0Ba sika € 0COOJIMBOIO POOUTH ITPH I[LOTO KAHPY
TaKUMH OCOOJMBUMHU. BOHU MOXKYTh OyTH SIK pPO3BOKAIBHUMHM TaK 1 3MYIIyBaTu
3aJTyMaTHCs, CIIBIIEPS)KUBATH, TUBYBATHUCS. TaK0oX Ty>Ke BAKIIMBUM y TAKOMY JKaHpI € i
TE, 10 ayJAUTOPIS TAKUX ITOP 3AJUIIAETHCS BIPHOIO IIbOMY JKaHPY MPOTATOM OaraThoxX
POKIB 1 UEKaIOTh Ha HOBI ITPU Y TaKOMY *aHpi. ['paBlii, SK1 rpajid y IrpH 3 LUM KaHPOM
KOJIUCh y AUTHHCTBI, AOCI IIYKAIOTh CXOXKI ITPH, aJie BXKE Y Cy4yacCHOMY BUKOHaHHI. [Ipu
I[bOMY TIOKOJIIHHSI SIK€ POCTE 3apa3, MOXKe OyTH BTOMJICHMM BiJl MAO0JIOHHUX HIYTEPIB,
TaKOXK MOXXE€ BIAKPUTH AJis cebe el xanp. Ha Moo qymKy ayxe BETUKHUN yCIiX MaB
"Disco Elysium" 1 BiamoBigHO MPOAEMOHCTPYBaB, IO I'pa J€ MOTPIOHO B OLIBIIOCTI
YUTATH TEKCT 1 00OMpaTH pIIICHHS, TeX Moxke cTtaTh XitoM.He moTpioHO 3a0yBaTH 1 Ipo
Te, IO IrPH Y IbOMY >KaHPi CTAJN MOJIEM JIJIsl €KCTICPUMEHTIB 3 HOBUMH MOKITUBOCTSIMHU
, MexaHlkamu. BipTyanbHa peayibHICTh, IHTEPAKTUBHI (IIbMHU, ITPH 3 €JIIEMEHTAMH
JIOKYMEHTaTICTUKH — BC€ II€ BIEpIIE 3’ ABISETHCS caMe B IbOMY kaHpi. Jlo mpukmnany,
"The Walking Dead: Saints & Sinners" y VR mpoaeMoHCTpYBaB, sIK MOKHA BiIPOAMTH
KJIACUYH1 MEXaHIKU JOCIIKEHHS Ta J1aJIOT1B.

Po3po0Oka irpoBoro 3acTocyHKy B xkaHpi adventure 3a nmornomororo pyuris Unreal
Engine 5 mae 6arato yHikaJbHUX OCOOJIMBOCTEH, sIKI 3yMOBJICHI SIK BUOOPOM PYIIisi, TaK

1 >kanpoM rpu. Hacamnepen, UES Hagae mocTyn 10 4yJ0BUX 1HCTPYMEHTIB BUCOKOTO

2026 p. MyrTinze Jmurpo
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piBHs, Takux sk Nanite, Lumen, Niagara Ta MetaSounds, 1o 103B0JIsI€ CTBOPIOBATH
BEJIMKI TIPOEKTH, HABITh MAJICHBKUM CTYJIAM a00 B3arajl AEKUIbKOM JrofsaM . OmHak
po0oTa 3 HIUMHU TEXHOJIOTISIMA Ma€ OyTH 3 PO3yMIHHSIM IMX TEXHOJOTiH. Po3yMiHHA X
MO>KJIMBOCTEH Ta 0OMekeHb. OCcOOIMBO KON MOKE OYTH OOMEKEHHS Y pecypcax.
[Mepre e BuKopucTanus Nanite s BUCOKOeTami30BaHUX 00’ €KTIB, HAPUKIIA],
JUIS CTBOpPEHHI JIokarii 3 mananomM (puc 1.4) immoproBano 3D-Mojeni 3 MinbiioHAMU
MOJIITOHIB Ha CIeHy, JoKalito. 3aBasku Nanite pymni Moxe cam aBTOMATHYHO
ONTHUMI3YBATHU X JUIsl PEHACPUHTY, a II€ B CBOIO YEPTY JI03BOJIsIE 30€perTH JIeTasi3alio

Ta nokpammtu FPS.

Pucynoxk 1.4 — [pukian BukoprctanHs TexHouorii Nanite

JHpyroro ocoOnuBICTIO € TUHaMIYHE ocBITIIeHHS Lumen. Y Tpi € ciieHu, fie rpaBelb
MEPEXOIUTh 3 SICKPaBO OCBITJICHHMX 30H y TeMHIimIi abo TeMpsBy, 1 Lumen 3abe3neuye
TJIaBHI IEPEXO0/IM CBITIIA, HAIIPUKJIIA, Y CIICHI € reuepa 3 oTBopoM (puc 1.5) , yepes oTBip
CBITJIO TIPOXOJUTH AYXKE PEATICTUYHO Ta 3a0e3Meuyr0 IbOMY MICII0 atMochepHo, a
TaKOX CBITJIO pediekTye 3 iHmMMu 00'ekTamu B rieuepi. Lle morpedye onrumizaiiii, oo

CUCTCMA CUJIBHO HC HABAHTAKYBAJIACh.
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Pucynox 1.5 — Ilpukian BukopuctanHs TexHoJorii Lumen

OT:xe onTuMi3anist IpOAYKTUBHOCTI OyJle OKpeMHM eTanoM poooTtu. [{o npukiany,
micasl oJaBaHHS TuHaMidyHUX edexTiB momry udepe3 Niagara, FPS moxe mpocinaTtu.
Buxoauth 1106 BUPIIIKATH 1F0 TTPoOIEeMy, TOBEACTHCS 3MEHIITUTH KUIBKICTh YACTHHOK 1
MOJIMBO akTuByBatu Virtual Texturing s Tekctyp. Takok MOXKHa BUKOPUCTOBYBATU
Takuil iIHCTpyMeHT , sik Profiler UES, 100 BUSABUTH MicCIIs e BUKOPUCTOBYETHCS 3aHAITO
oarato pecypciB CPU/GPU. Virtual Texturing TexHoOJOris i1 ONTUMI3AIi
BUKOPUCTAHHHS TEKCTYP.

Tenep mpoaHamizylo KOXXHY TEXHOJIOTIIO JeTanbHime. Nanite , BiH J03BOJISE
iMnoptyBatu 3D-mozeni 3 MisIbiiOHAMU MTOJTITOHIB 0€3 py4YHO1 ONTUMI3aIlli, HAPUKJIAl B
UE4 pexomenmoBaHa KUIbKICTh moJiroHiB Oyma g0 150 tucsd. 3 11i€i TEXHOJIOTIEO
BIJIMOBITHO PO3IMIUPUIINCH MOMJIMBOCTI JJIsi ORI  PEaNiCTUYHOI , 1IMEPCUBHOI,
netanizoBanoi rpadiku. Kepyrouncs cratuctukoro Big Epic Games 1 TexHOJoris
smeHInye Bukopuctanis VRAM Ha sk mene 30%, SKI10 MOpiBHIOBATH 3 JIOJAMHU.
€1UHUM 0OMEXKEHHSIM JIJIS 11€1 TEXHOJIOT11 MATPUMKA TUIBKA CTATUYHUX 00’ €KTIB.

JlunamiuHe ocBiTIeHHs Lumen 3abesnedye riobajibHe OCTBITICHHS 3 OaraTbma
JDKepelnaMu CBITJIa y peaidbHOMy yaci. s Takoro *k e(eKkTy y MHUHYJI Bepcii pyuris

noTpiOHO OyJ0 BUKOPHUCTOBYBATH OEHKIHT , IIO0 MOIJIO 3aiiMaTH Oarato 4acy. SIKIio
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TOBOPUTH TIPO MPOTYKTHBHICTE , TO 3a nanumu Digital Foundry , Lumen BukopucToBye
15-20% mnotyxuocti GPU Ha RTX 3070 y 4K. Hapasi Bce Ounbllie KOMMaHii siKi

IPaLiioTh HA BOMY PIIliIO , BCE O1IbIIIE BUKOPUCTOBYIOTH 110 TEXHOJIOTIIO.
BucHoBku 10 po3ainy 1

VY nepmioMy po3ain 0yJio mpoaHalli30oBaHO OCOOIMBOCTI PO3POOKH 3aCHOCYHKY Y
xaHpi adventure Ha ocHoBi pymsi Unreal Engine 5 Ta mpoanamizyBaHO KIIIOUOBI
MOMEHTH, SIK1 POOJISATh el KaHp aKTyaJbHUM 1 EPCIEKTUBHUMY MailoyTHhOMY. [lepi
3a Bce, irpH y skaHpi adventure 3ajMInaroThCs YHIKAJIbHUMU Y CBITI BIICOIrOp 3aB/ISKH
iXHbOMY (POKYCY Ha CIOXKET, aTMOCc(epy Ta eMOLIMHHI 3B 30K .

AHaJ3 npeaMeTHOI 00J1acTl MPOAEMOHCTPYBAB, 110 TEXHOJIOT1i CbOTOJICHHS, TaKl
sk UES Ta Hioro iHCTpyMEHTH, BIIKPUBAIOTh HOBI MOKJIMBOCTI JJIsl peati3allii TBOPUUX
ineit. byno mocmmkenno anamoru (Hellblade 11, Layers of Fear, The Talos Principle 2
TOIIO) W0 TNpojeMoHCTpyBainu, 1o UES akTUBHO BHUKOPHUCTOBYETHCS BEIUKUMU
KOMITaHISIMU 1 HEBEJTMKMUMH KOMaHAaMU, KOKEH 3 IUX IPOEKTIB TPOJEMOHCTPYBAB Pi3HI
MIAX0AM: Bia KiHemaTorpadiuHoi rpadiku A0 TCHUXOJOTIYHMX 1Tr031H. OCcoOIMBOCTI
00’ekTa poboTU po3poOku rpu y kaHpi adventure Ha UES BUSIBUIM HU3KY BUKIIMKIB.
BaxxnmuBuMm etamoM cTajla ONTHUMI3allisd: HaBITh 3 TaKMMH TEXHOJIOTISIMH, K Virtual
Texturing, Profiler. Takox Ba)xIMBMM BHCHOBKOM cTayio Te, 110 Texuoiorii UES, xou i
CIIPOIIYIOTh OaraTo MpoleciB, He BUPIMIYIOThH ycix mpobsieM. OKpeMo BiJ 1HIIIOTO BapTO
BIJI3HAYUTH POJIb TeCTyBaHHS. [Ipoiiec BUsIBY Ta BUIIPABJICHHS TOMIJIOK CTaHE BYKITMBUM
etanioM. Bin Bumarae yBarm no neranedt . BiamoBigHo TpeGa OyTH yBa)XHUM JI0
KOPEKTHOCTI J1aJIOT1B Ta (P13MKHK B3a€EMO/I1i 00’ €KTIB.

[TizcymMoBytOYH, aHalli3 MPEAMETHOI 00JacTi MOBIB, 110 irpu y »kaHpi adventure

3aJIMIIAIOTHCS AKTYaJIbHUMHM Y€pe3 CBOI 171€1 Ta peasizarlii.
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2 POPMYJIIOBAHHA BUMOTI" 10 ITPOBOI'O 3ACTOCYHKY

2.1 AnaJji3 iHCTpyMeHTapil, MoJeJieil Ta MeTOAIB

3aBxau y Po3poOIll Bijeoirop pyirii 3aiiManu KIIOYOBY pPOJIb SIK OCHOBHHM
iHCTpyMeHT. Tomy mis 1soro 3aBmaHHs OyB oOpammit UES. V migposnim Oyxae
MPOBEICHO aHajli3 1HCTPYMEHTIB, MOJENIEH 1 METOMIB, IO JO3BOJISIIOTh BHUKOHATH
[IOCTAaBJIEH] 3a1a4i.

[Tepmie 1e IucTpymenrtapiii po3pobnmka. OcHOBHMMH TexHosorisimu Unreal
Engine 5 o OyayTh 3aCTOCOBYBATHCH IIPH PO3POOIII €:

- Nanite — TexHOoJIOoris sKa J03BOJISE JIeTali3yBaTH 00'€KTH 0e3 0coOIUBOI
BTpPATH MPOIYKTHUBHOCTI;[5,6]

- Lumen — cucrema rio0anbHOrO OCBITIEHHS y pEaIbHOMY Haci, fKa
HOKpAIIlye IMEPCUBHICTH;[ 7]

- Blueprints — Bi3yanbHa MOBa MporpaMyBaHHs, IO JO3BOJISIE CTBOPIOBATH
JIOT1KYy 0€3 HalucaHHs KONy;

- Unreal Motion Graphics — iHCTpyMEHT i1 CTBOPEHHS iHTEpdeicy.;

- MetaHuman — iHCTpyMeHT AJid reHepariii peanicCTUYHUX ePCOHAXIB;

- Behavior Trees — mabmonu moBeAiHKH 1151 CTBOpEHHS Al

JIOTIOMI>KHI IHCTPYMEHTH:

— Quixel Bridge — mist immopty 3D-00’€KTiB;

- Visual Studio — ocnoBne IDE miis po6oTH 3 K0o10M.

CyuacHi METOIM MOJIEIIFOBAHHSI ITPOBOTO MPOIeCy Nepeadavae 3acTOCyBaHHS:

- UML-miarpam ayis MOJIetOBaHHS JIOTIKM CHCTEM, KJaciB, B3a€MOIII Mixk
00'eKTaMH IpH,

— apXITEKTYPHUX IIA0JIOHIB NIl CTPYKTYPYBaHHS ITPOBUX CUCTEM;

— noBeinkoBi mozeni st NPC;

- MeTtoaosorii Agile/Scrum st opraHizairii mporecy po3pooKwu.

Metoau ctBopeHHs adventure-irop 3a3Buuail (OKyCyIOThCS Ha:

- JIOCJTII>KEHH] OTOYEHHS;
2026 p. Myringze Imurpo
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- B3a€MO/IIT 3 00'€KTaMU Ta MEPCOHAKAMU;

- PO3B's13aHHI TOJIOBOJIOMOK Ta MPOXOKEHHI CIO)KETHUX MICIH.

Mertou, ikl BAKOPUCTOBYIOTHCS JIJIs peajizaliii boro GyHKIIIOHATY:

— Event-driven programming — 3amyck JOTIKA Yy BIANOBiAb Ha il
KOpHCTYBaya;

— Use-case analysis — i moOy1oBH ClieHapiiB B3a€MO/Ii1 TpaBIIs 3 TPOIo;

— Narrative Desigh — moOyoBa mianoriB, HETIHIHHUX CIOXKETIB, PO3BUTOK
MIEPCOHAXIB.

JIns aHami3y CydacHOro CTaHy IHAYCTpili OyJio OnpanbOBaHO HHU3KY HAyKOBHX

nyOmikariii. AKTyaJibH1 TEHJICHIIIN:

- 3actocyBanHs UES a1 po3poOku irop 3 BIAKPUTUM CBITOM;

- PO3BHUTOK iHCTpYMeHTIB Jij1s procedural content generation;

- iHTerpauis UES 3 cucreMaMu IITY4YHOTO 1HTEIEKTY;

- YIPOBAIKEHHS METO/IIB TPACyBaHHS IPOMEHIB y pEaIbHOMY Yaci.

Posrnsimarounn mojeni, sKi BUKOPUCTOBYIOThCS [UJIsl peanizaiii redMIuielHol
JIOTIKM, TOTPIOHO 3ayBaKUTH NPO BAXKIUBICTh BHYTPIIIHBOITPOBUX CLEHApIiB, SKI
BU3HAYAIOThH MOCIIJIOBHICTh MOJIM, peakilito Tpu Ha BUOIp TpaBIs Ta HACHIAKU nii. B
Irpax 1bOTo kKaHPY BaXKJIMBO 3a0€3MEUUTH BIAUYTTS [IUTICHOTO CIOKETHOT'O ITPOCTOPY, e
pIIIIEHHS TPABIlS MAIOTh peabHUI BITMB. CaMe TOMY PYIIIii HOBOTO TTOKOJIIHHS, MAlOTh
IHCTpYMEHTH JUIsl CIIEHapHOTO MOJICIIOBAHHSA, SKI MOXHA aJanTyBaTH 10 PI3HUX
CIO)KETHUX CTPYKTYp JIHIMHHUX, po3raimyXeHux a0o uukiaigyHux. Kpim Toro, akTtuBHa
pobota cnumeHOTH Unreal cripusie MOCTIHHOMY OHOBJIEHHIO METOJIHUK PO3POOKH, TMOSIBI
HOBUX I1a0JIOHIB, TOTOBUX MEXaHIK Ta CUCTEM IHTErpallii 31 CTOPOHHIMU CEPBICAMH.

Po3po0Oka 1ecKTOMHOIro 3aCTOCYHKY B kaHpi adventure 3 BUKOPUCTAHHSAM PYILIis
Unreal Engine 5 mnepeabadae BUKOPUCTAHHSA TMOTY>KHOTO Ta PI3HOMaHITHOTO
IHCTpYMEHTapito, 10 3abe3reuye SK Bi3yallbHY, TaK 1 TEXHIYHY CKJIQJIOBY MPOIYKTY.
Bubip Unreal Engine 5 3ymoBiieHMII HOTO MIMPOKUMH MOXKJIMBOCTSMH y CTBOPEHHI
iHTepakTUBHUX 3D-cepenoBui, MIATPUMKOIO CcydacHOi Tpadikd, a TaKoX aKTHBHOIO

CIJILHOTOIO PO3POOHUKIB 1 TOCTIHHOIO €BOJIIOIIEI0 (DYHKITIOHAITY.

2026 p. MyrTinze Jmurpo
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UES noennye B co61 HOBITHI TEXHOJIOTII 1151 CTBOPEHHSI peaTiCTUYHUX, TTIMOOKHUX
Ta MPOAYKTUBHUX IrpoBUX NMPOoeKTiB. OJIHIEIO 3 OCHOBHMX iHHOBAIIK pymris € Nanite[5,6]
TEXHOJIOT1sI BIpTyaTi30BaHOT T€OMETPIi, SIKa JO3BOJISIE IMITOPTYBATH BHCOKOIIOIITOHATBHI
3D-Moneni 6e3 HEOOXITHOCTI CTBOPEHHs J0/IB. Lle 3HauHO 3MEHIye Yac MmiArOTOBKH
MOJIesIeH Ta MiBUIIYE AeTali3alliio 00'eKTIB 0€3 BTpaTH MPOyKTUBHOCTI.

[lle omHI€I0 TEXHOJIOTiEI0, BAXIMBOIO JJIsi CTBOpeHHsI atMochepu € Lumen|[7]
crcTeMa TJI00aJIbHOTO OCBITJICHHS Y peasibHOMY 4aci. Lumen[7] mo3Boiise cumyroBaTu
CKJIaJIHI CBITJIOBI B3aeMoiii 0€3 MOIMepeHbOr0 3aIliKaHHS OCBITJICHHS, IO Ja€ 3MOTY
THYYKO 3MIHIOBaTH CEPEIOBHILE Ta aJaNTyBaTH OCBITICHHS A0 TUHAMIYHHUX MOJINA TPH.
[{e 0co0IMBO KOPUCHO B CIOKETHHUX CIIeHaX a00 Mpu 3MiH1 Yacy J00u.

Jlnst ctBopeHHst Joriku irpoBoro mpouecy y UES5S BUKOPUCTOBY€TbCA cUCTEMA
Blueprints Bi3dyaneHe nporpamyBanHA. Lle 3HayHO copourye po3poOKy Ta J103BOJISIE
TECTyBaTH IrPOBI ClieHapii B peasibHOMY 4aci. Blueprints 3acTocoByIOThCS 1)1 KEpyBaHHS
MOJI1sIMU, CTBOPEHHSI CUCTEM KBECTIB, IHTEPAKIIli 3 00’ €KTaMU Ta KOHTPOJIIO IEPCOHAXKIB.

BaxnuBum enemMeHTOM Oyab-KOrO IrpoOBOrO 3aCTOCYHKY € iHTepdelic
kopuctyBauda. ¥ UES misg uporo nependauenuit moaynb Unreal Motion Graphics . UMG
JI0O3BOJIUTH CTBOpIOBAaTU KacTomizoBaHi Ul-enemMeHTH, BKIIOYAIOUM 1HBEHTAp, A1aJIOTH,
MEHIO TOLIIO.

TpeHIoM y CTBOPEHHI NEPCOHaXIB , fAKI OyAyTh BUIJISIIATH PEATbHUMH €
BukopuctanHa MetaHuman Creator 1o 103BoJisie TeHEpYyBaTH TaKUX MEPCOHaXIB. Tak
sk metaHuman iaTerpoBanuit y UES 1me BiAMOBIAHO 103BOJISIE IIBHUJKO CTBOPIOBATH
nporotunu Al.

s ctBopenns noseninku NPC 3actocoByBatumyThest Behavior Trees cuctema
sKa BIJIMOBIIA€ 3a 1MIA0JOHU MOBEAIHKM, BOHA JIO3BOJIAE 3a/laBaTH Pi3HI CLEHapii Mii.
Takuit miaxig 3ade3nede rHy4KICTh Y KepyBaHHI IITYYHUM 1HTEJIEKTOM.

JlonaTkoBUMU 1HCTpYMEHTaMH JJi1 poboTu 3 KoHTeHTOM € Quixel Bridge, sxuii
nae 1octyn a0 616morexku Megascans . [{e 3HauHO NPUIIBUAIIATH TPOIIEC HATIOBHEHHS

CBITY .
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Jlns wanucanas koxy Ha C++ BukopuctoByeThest Visual Studio cepemoBuiie
po3po0ku, sike moBHIcTIO 1HTerpyeThesi 3 UES. Uepes Visual Studio peanizyroTses
CKJIQJHI CHCTEMH TPH, 30KpeMa TeWMIUICHHI KOMIIOHEHTH, CUCTEMHU 30epekeHHs, Al-
MOJTyJIi, JIOT1Ka O0iB TOIIO.

OxkpiM Oe3nocepeHiX THCTPYMEHTIB pYIIIisi, BaXKJIMBE MICIIE B apXiTEKTypi IpH
3aliMa€e MOJICTIOBAHHSA JIOTIKH Ta CTPYKTypH rpu. [ 11poro BUKOpUCTOBYIOTHCS UML-
JilarpaMyd  KjaciB, O0O0'€KTIB, TOCIIAOBHOCTEH, 1110 JIO3BOJISIIOTH  Bi3yasi3yBaTH
B3a€EMO3B’SI3KM MIXK eJleMeHTaMH cuctemu. lle mae 3mory onTuMmi3yBaTH B3a€MOJII0
00’ €KTIB TpH.

ApxitektypHi madmonn Model-View-Controller, Game Loop, Component-Based
Design BUKOPUCTOBYIOThCA JUIsl CTPYKTypH3alli koay rpu. Lle mo3Bosisie cTBOproBaTH
MacTaboBaHy, JIETKO MIATPUMYBaHY Ta TECTOBAaHY apXITEKTypy. Y skaHpi adventure
BOXJIMBO JOTPUMYBATUCh TPHUHIIMIY PO3JAUICHHS JOTIKM CIOKETy, Bi3yamizamii Ta
B3a€MO/Iii 3 TPaBIIEM.

[ToBeninkoBi Mozaeni NPC Bk/IOYaOTh MaTepHU 3 BUKOpUCTAHHSIM finite state
machines, ruraHyBaJbHUKIB i, a TAKOXK YMOBHHX OJIOKIB JIOTiKH, IO KEPYIOTHCS Ha
OCHOBI JaHUX TpaBIlst 200 MO1M rpu. Y KOMIUIEKCI 111 MiAX01 JO3BOJSIOTH CTBOPIOBATH
0araToBUMIpHUX TEPCOHAXIB, SKI pearyloTh Ha TMOAll, 3AIMCHIOIOTh BHOIp Ta
JEMOHCTPYIOTh PEaTiCTUUHY OBEAIHKY.

Narrative design BianoBigae 3a moOya0BY CIOKeETY. J{J1s IIbOTO BUKOPUCTOBYIOTHCS
JI1aJIOTOB1 CUCTEMHM, HEIHINHI CIOKETHI JepeBa, BapiaTHMBHI KIHIIBKH Ta 30epeKeHHS
BHOOpPIB TpaBms. Lle M03BOJIsIE 3aHYPUTH TPABIA y CBIT TPpU Ta JaTH HOMY BITUIyTTS
KOHTPOJTIO HaJ[ 1ICTOPIEIO.

Takox 3actocoByeThesi Data-Driven Design miaxij, 3a sSIKOro aaHi Ipo 00'eKTH,
Micii, JiaJiord, 1HBEHTap 30epiraroThCsl y 30BHIMIHIX (ailiax, Mo J03BOJISIE MIBUIKO
3MIHIOBaTH KOHTEHT 0€3 pearyBaHHs KOy .

TecTyBaHHST NPOAYKTUBHOCTI MPOEKTY MOTPIOHO Oyne  3[1MCHIOBATH 3a
nonomororo Unreal Insights. Skuii Oyne 30upatu neranbHy iH(popMmaiiro npo FPS,

BUKOPUCTAHHA TNaM'ATi Ta 3aTpPUMKy OOpoOKM mojiid. | Takok HE MEHII BaKJIMBO
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BukopuctoByBati Stat Commands . fkuii moTpiOeH [jis1 MOHITOPUHTY CHCTEMHHUX

napaMeTpiB y peajbHOMY 4Yaci, 10 J03BOJISIE MIBUAKO BUSBUTH MPOOIeMHI MicIis. JIjis

a”anizy rpadiuHoi mpoaykTuBHOCTI 3acTtocoByeTbes GPU Visualizer, BiH momomarae

ONTUMI3YBaTH TIHBOBI KapTH, MOCTOOPOOKY Ta peHjaepuHr.Takox s peanizaiii

ckiIaaHo1 (izuku BukopructoByeThess Chaos Physics Engine. Bin niarpumye pyitHyBaHHS

00’€KTIB, CHMYJISIIIIO TKAHUHU, 3ITKHEHHS Ta 1HII (i3UYHI SBUIIA.

2026 p.

2.1 Cnenudikanisa BUMOT 10 NPOrPaMHOr0 3a0e31neYeHHs

1) IIpusHayeHHS Ta MEXI1 MPOEKTY

1.1 )[IpuzHaueHust cucreMu: Po3poOka IHTEPaKTUBHOTO MPUTOIHUIILKOTO
IFPOBOTO JIECKTOM-3aCTOCYHKY Yy  kaHpi adventure, OpIEHTOBAaHOTO Ha
JOCJIIIKEHHST IFPOBOTO CBITY, B3a€MOJII0 3 MpeAMETaMH, BUKOHAHHS 3aBJaHb Ta
PO3KPHUTTS CIOXKETHOT JIIHI1.

1.2 )IloromkeHHs, IO yXBajJe€HI B MPOrpaMHii JOKYMEHTaIlii: irpoBuit
3aCTOCYHOK moBuHEH OyTu cymicHuil 13 Windows 10/11. OcHOBHHMM pylIieM €
Unreal Engine 5. I'padika moBuHHa OyTH MakcuMmayibHO sk no3Bojisie TTK. Bci
CKPUIITH Ta JIOT1Ka MalOTh OyTH OpraHi30BaHi 3T1IHO 3 apXITEKTYPOIO, TPUHHATOIO
B UES (Blueprint/C++).

1.3) Mexi mpoexty: I'pa ©Oyae nmocrynHa Jmme Ha 11K
baratokopucTyBalbKU PEXUM HE MIATPUMY€EThCs. Po3poOka MoOibHOT 200 VR-
Bepcii He mependayeHa B paMKax I[bOTO MPOEKTY.

2) 3arajabHHiA OMMUC

2.1) Cdepa 3actocyBaHHs: JIeCKTON-3aCTOCYHOK TpPU3HAYCHUU IS
reiimepiB BikoM BiJ 12 pokiB, aJisi reiiMepiB K1 MOMIOOJISIOTH TPUTOAHUIIBKI 1TpU
3 CIOXKETHOIO JIIHI€I0. ['pa TakoK Moxe OyTH BHUKOpPUCTaHA ISl JE€MOHCTpAIlii
HaBU4YOK po3poOku B Unreal Engine 5.

2.2 )XapaKkTepuCTHKH KOpUCTyBadiB: ['paBili MOBUHHI MaTH 0a30Bi HABUYKHU

kopuctyBaHHsi IIK Tta 3HailomcTBO 3 irpamu »xaHpy adventure. MiHiManbHUN
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piBeHb 3HAaHb 3 TOTO , SIK BCTAHOBHTH TPy, HajamryBatu Tpadiky Ta
BUKOPUCTOBYBATH KJIaBIaTypy/MHUIIIKY.
2.3) 3arajgpHa CTPYKTYpa i CKJIaJ CHCTEMHU:
— [ 'omoBHE MeEHIO;
— IrpoBwuii piBens (micnieBicth, NPC, 3aBnanus);
- [Timcucrema iHBEHTApH;
- [Tigcucrema mianoris;
- [Tincucrema 36epexeHHS Iporpecy;
- [limcucremMa My3UKH Ta 3BYKOBUX €()EKTIB;
- CucreMa BUKOHAHHS KBECTIB,
- Kapra cBiry;
- B3aemonis 3 00’ exkTaMu, K1 HE MAJIATAIOTh 300py B IHBEHTAp.
2.4) 3aranpHi OOMEKCHHS:
- Minimanenai Bumoru: Windows 10, CPU 15, RAM 8GB, GPU GTX
1050Tt;
- I'pa ne noBunHa nepepunryBatu 80 GB Ha qucky.
3) ®yHKIIIT cucTeMu
3.1) Cucrema 3amycky rpu:
3.1.1) Omnuc: I'paBenb MOXe 3amyCTUTH TPy OE3MOCEPEIHBO YEepe3
BUKOHYBaHHI (aii.
3.1.2) Bxigna indopwmarris: Kiik mumikoto, BUOip uepe3 MEHIO.
3.1.3) Buxigna indopmariiisi: 3amyck CIIeHU TOJIOBHOTO MEHIO.
3.1.4) O@yskumionanbHi BuMoru: IliaTpuMka  3aBaHTaKEHHS
HEOOXITHUX PEeCypciB MpH CTAPTI.
3.2) Cuctema 30epeKeHHs Iporpecy:
3.2.1) Omnuc: I'paBentb Moke 30epertu CBiil mporpec Bpy4dHY ado
aBTOMATHUYHO.

3.2.2) Bxigna indopmaris: Komanga 30epexeHHs.
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3.2.3) Buxigna indopmamis: Paitn 30epexeHHs y Qopmarti
JSON/UES SaveGame.

3.2.4) OyskuioHaTBbHI BUMOTH: MOXIHMBICT 3YMTYBaTH Ta
nepe3anyucyBaTy CTaH IPU.
3.3) Bzaemogis 3 NPC

3.3.1) Omwuc: TI'paBenlb MOXe€ PO3MOBISITH 3  HEITPOBUMH
MEePCOHAKAMHU.

3.3.2) Bxigna: [ligxig no NPC, HaTucKaHHS KJIaBilli.

3.3.3) Buxinna: BigkpuTTs 11aJ0roBOT0O BiKHA.

3.3.4) OyukiioHanbH1 BUMOTH: Peanizaliis nepes aiaiory.
3.4) IlepeMiliieHHs IO JIOKAITii:

3.4.1) Onuc: ['paBerib MOKe BUIBHO PYXaTHUCS CBITOM TPH.

3.4.2) Bxigna: Knasimt WASD, murika.

3.4.3) Buxigna: AHimarlis pyxy nepcoHaxa.

3.4.4) dyHkIiioHaapHI BUMOTH: Peaizaliis KoHTpoJiepa pyxy.
3.5) CucremMa 1HBEHTapIO:

3.5.1) Omnuc: TI'paBeup Moxe 30upaTH, MOeperyisAaTH Ta
BUKOPHCTOBYBATH MIPEIMETH.

3.5.2) Bxigna: Bzaemonmis 3 mnpeaMeTaMmH, BIIKPUTTS MEHIO
1HBEHTapHI.

3.5.3) Buxinna: BinoGpakeHHs mpeIMeTiB, iX OIHC.

3.5.4) ®OyHKIIOHAIbHI BUMOTH: 30€piraHHs Ta peJaryBaHHs MAaCHBY
MIPEIMETIB.
3.6) CucTeMa BUKOHAHHSI KBECTIB:

3.6.1) Omuc: ['paBenib OTpUMy€ Ta BUKOHYE CIOKETHI a00 MOOIYHI
3aBJIaHHS.

3.6.2) Bxigna: AKTuBIi3allis KBECTY Uepe3 aianor abo 00'eKT.

3.6.3) Buxigna: Ilporpec BHKOHAHHS, BHHAropojaa, OHOBJICHHS

CTaTyCy KBECTY.
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3.6.4) ®OyukuionansHi BuMoru: CTpykTypa [uisl 30epiraHHsl CTaHy
KBECTIB, MOXKJIUBICTb B1JICJIIJIKOBYBAaTH BUKOHAHHS.
3.7) Kapra cBity

3.7.1) Onuc: I'paBenb MOXe MEpErasAaTi KapTy MOTOYHOI JOKAIii
a00 BCHOTO CBITY.

3.7.2) Bxinna: HatuckaHHs KiaBilii, BITKPUTTSI MEHIO KapTH.

3.7.3) Buxingna: BimoOpakeHHs KapTH 3 MO3HAYKAMHU.

3.7.4) ®yskuioHanbHi BuMmord: IligTpumka MacmiTaOyBaHHS,
JTUHAMIYHE OHOBJIEHHS 1H(OopMaIlii Ha Marri.
3.8) B3aeMogis 3 00'ekTamMu, K1 HE MOXHA TT1110paTH:

3.8.1) Omuc: I'paBenp MOXXE aKTHUBYBAaTH MEXaHI3MHU, YUTATH
3aMMCKHU, BIIKPUBATH JIBEPI TOIIIO.

3.8.2) Bxigna: Iligxig 1o 00'ekTa, HATUCKAHHS KJIABIII B3a€MOJIII.

3.8.3) Buxinna: 3miHa ctany o0'ekTa (aHIMOBaHE BIIKPHUTTS, MOKa3
TEKCTY).

3.8.4) ®ynkuioHanpHl BuMOru: Peamizaiiss cucteMu TpUTEpIB,
1HTEPAKTUBHI KOMIIOHEHTH 00'€KTIB.

4) Bumoru 110 iHopMaIiiitHoro 3a0e3rneycHHs:
4.1) JTxepena i 3micT BXigHOI iH(popMarii: JlaHi BBOASITECS KOPUCTYBAYEM
a00 HaJXOATh 3 IFPOBOTO PyIIis (ClieHapii, JaH1 30epeKeHHsI, KOH(ITypaIlii).

4.2) HopMaTuBHO-10B11KOBa 1H(OpMAITis:

4.2.1)Crangaptu UES.

4.2.2) Kmacudikamis npeameriB, TtumiB NPC, oxkamiii 3rigHo
BHYTPIIIHIX JOBIHHUKIB MPOEKTY.
4.3) Bumoru 110 crmoco0iB oprauisaiiii, 30epexeHHsI Ta BeJCHHs iHpopMalrii:

4.3.1) VYci 30epexeHHs] MalOTh CTBOPIOBATHCS y BKa3aHi CUCTEMHIN
JTUPEKTOPIii KOpUCTyBaya.

4.3.2)Bukopuctanusi crpykrypoBanux (opmatie tumy JSON abo

proprietary SaveGame UES.
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5) BuMoru 710 TeXHIYHOTO 3a0€3TeUeHHS:

5.1) Kowmmn'torep kopucTyBaya TIOBMHEH BIJAIMOBIIATH MIHIMAJIbHUM
CUCTEMHUM BUMOTaM TPH.

5.2)Mae OyTu HasBHE MiAKIIOYEHHS N0 IHTEPHETY ISl 3aBaHTA)KEHHS
OHOBJICHb.
6) BuMoru 710 IporpaMHOTo 3a0e31eUCHHS

6.1) ApxiTekTypa mporpaMmHoi cucTemu: Po3momiicHa Ha MOIYJI: SIIPO,
iHTepdeiic, orika, 30epexxenss, Ul, 3Byk.

6.2) CuctemHue nporpamue 3ade3nedenns: Windows 10/11 x64.

6.3) Mepexne mnporpamHe 3abesmnedeHHs: He BukopucToByeThCs (Tpa
odaiin).

6.4) IIporpamue 3a0e3nedyeHHs BeaeHHs iH(opMaIlliiiHoi 0a3u: BHyTpimiHe
cxosuie UES.

6.5) Moga i TexHoJoris po3pooku I13: C++, Blueprint, Unreal Engine 5.
7) BuMoru 70 30BHIIIHIX iIHTEp(EHCIB:

7.1) Iarepdetic kopuctyBaua: Mento rpu, HUD, inBeHTap, Hiaioru, KapTH.

7.2) Anaparuuii inTepdeiic: Knasiatypa, MuIika.

7.3) Ilporpamuwmii intepderic: Bzaemomis mix Mmomymsmu UES uepes
Blueprint abo C++ API.

7.4) KomyHnikamiiuuii nporokoi: BuyrtpimHi Bukiauku ¢yskmin UES,
MDKMOYJIbHA B3a€EMO/T1A.
8) BiaacTuBOCTI IPOrpaMHOTro 3a0€3eUCHHS:

8.1) loCTymnHICTh:

JocTymnHa Jyis 3aBaHTaXKEHHS Ha oilliifHOMY cailTi po3poOHHKa abo uepes
JayHuep.

8.2) Kpochopmienicts: IIpoekT Moxe OyTH MOPTOBAaHWMH Ha iHII
miatgopmu 3 niarpuMkoro UES y maitOyTHROMY.

8.3) IpoaykrusHicth: I'pa mae 3amyckatucs 3 FPS ne menme 30 Ha

MIHIMQJIbHUX HaJallITyBaHHSX.
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8.4) Hagpiitricte: CucreMa He TMOBHMHHA aBapidHO 3aBEpIIyBaTHCh MpPHU
CTaHJIAPTHUX CIICHAPIsX TPH.
8.5) besneka: 3axuCT TaHUX KOPUCTYBada
9) I BUMOTH:
9.1) [liaTprMKa yKpaiHCHKOI Ta aHTJIIHCHKOI MOB.

9.2) AnanTauis iHTepdeicy mif pi3Hi pO3AUTEHOCTI EKpaHy.
BucHoBkM 10 po3aiiay 2

Y npyromy po3aun OyJio JeTalbHO PO3TIASHYTO 1HCTPYMEHTAapid, MoJeml Ta
METOJ1, HEOOX1JIH1 JIJIs CTBOPEHHS CYyYaCHOI'O MPUTOHUIIBKOTO IrPOBOr0 3aCTOCYHKY 3a
nonomoroto pymiis Unreal Engine 5. BuGip came UES 3ymoBiieHuii #oro noTyKHICTIO,
YHIBEPCAIBHICTIO. Y C1 IHCTPYMEHTH JIs1 pO3POOKH Ta MIAXOAU CIIPSMOBaHI Ha CTBOPEHHS
SAKICHOTO TPOAYKTY IO BIJMOBIJIa€ TOCTABICHOMY 3aBlaHHIO. BpaxyBaHHS CydacHHX
TEHJEHIIA, TaKuX SK MpoleaypHa TeHepauis Ta Al, 3a0esneuye 3aBaaHHIO OyTH
NOTPIOHKUM MPOAYKTOM 3apa3. TakuM YMHOM, MOJENIOBAHHSA 00’€KTYy Ta MPEAMETY y
paMKax JaHOTO 3aBJIaHHs BIJIMOBIJIA€ Cy4aCHUM CTaHJapTaM I1HIYCTpIii BiJ€OIrop 1

JT03BOJISIE CTBOPUTH MacCIITAOHMM, TEXHOJIOTTYHO TPOCYHYTHI 3aCTOCYHOK.
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3 MOAEJIIOBAHHS ITPOBOI'O 3ACTOCYHKY

3.1 ApxiTeKkTypa NporpaMHoro 3ade3ne4yeHHst

25

ApxiTekTypa g TpOrpaMHOro 3a0e3ledyeHHs BHKOHaHAa 3a MOAYJIbHUM

npuHIunoMm. Lle miaxia , Koim 3amicTh 30MpaHHs YChOTO B OJHY KYITY, PO3MOIUISIIOTh Ha

OKpeMi He3aJIe)KH1 YaCTHHH - MOTyJIi. BimoBiAHO 111 YacTUHU MOXHA Oyze B Oy Ib-sSKHii

MOMEHT BiJpeaaryBatH , 3aMIHUTH, KOMOiHyBaTH. [Ipu TakoMy miaxo/i e BCe MOXKHA

pPOOUTH HE 3MIHIOIOUHN yCIO 200 OUIBIITY YaCTHHY CTPYKTYpPU Ta MOKHA HE TIEPEKUBATH ,

1o 494€pe3 1o 3M1Hy 3JIaMacThCi MIOCH BAXKIIMBC.

3.1.1 CTpykTypa NporpaMHoOro 3acCTOCyHKY

Po3zninenns Ha pi3Hi MOAYJIl TO3BOJISIE ONTUMI3YBATH IMPOLEC PO3POOKHU, Ta CIIPOCTUTH

MOKpaIieHHs: ab0 BUIIPABIEHHS M1J] 4ac pO3pOOKH Ta B MallOyTHHOMY.

Hwuxue nipeacTaBiieHi OCHOBHI MOIYIL.

Ta6muis 3.1 — OcHOBHI MOy

Monpyab

IIpusHayeHHst

PCG Maze Generator

["enepaiiist TaOIpUHTY

Puzzle Jlorika roJIoBOJIOMOK
Interaction Cucrema B3aemMoii

Notes System CucreMa 3anucok

Al Event CucreMa noBeiHku MiHoTaBpa
Save 30epekeHHs CTaHy TpU

Ul Menro, HUD, mama

Progression System

Cucrema 111 KOHTPOJIIO MPOXOHKCHHS
1a0ipuHTY

2026 p.
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3auis reHepanii 1abipuHTy BuKopuctoByeThesi PCG. Moayns Puzzle Binmoimae
3a TOJIOBOJIMKH 31 CBITJIOM 4H 00’eKkTamMH. TakoX NPHUCYTHIH MOJIyldb B3aeEMOJIT 3
00’€KTaMH , TaKUMHU SIK 3alUCKH ab0 00’€KTH y TrojoBoioMkax. CuUcTema 3ammcok
peani3oBaHa JUIsl TMOJadi HapaTHBY, MOBeAHKAa MiHoTaBpa MOTpiOHA A peaizaiii
MOTOHI 3a rpaBieM. PeanizoBaHo 30epexeHHs , KOHTPOJIbOBaHa Iporpecis Ta iHTepdeiic
KOpHCTYyBaya.

3.1.2 UML-giarpama kaaciB

[I{o6 BimoOpa3uTH CTPyKTYpy IporpaMmHoro 3adesnedeHds: creopeno UML-
JiarpaMa KiaciB, Ha sIKId MTPOJIEMOHCTPOBAHO OCHOBHI 3B’SI3KH Ta CUCTEMH I'pH. Yce e

peanaizoBaHO Ha B3a€EMOJIT OKPEMHUX MOAYJIIB.

Pucynok 3.1 - UML-niarpama kiacis

Maze BianoBizae 3a mpoIeypHY TeHEpaIlito Ja0ipuHTY Ta CTBOPEHHSIM MapUIPyTy
JUISl KBECTIB 1 BIAMOBIIHO TOJOBHOTO MapuipyTy. KOMIOHEHTOM SIKWl € OCHOBHUM TYT
oyne kimac Maze.

Player no3Bojsie kepyBaTh MEPCOHAXEM Ta B3SEMOJIATH 3 IHTEPAKTUBHUMU
o60’ektamu. Kimac Player BiamoBimae 3a OCHOBHI MapaMeTpH TIpaBls, a Kiac
InteractionSystem mo3BoJsie 3p03yMiTH SIKi peAMETH a00 00’ €KTH € iIHTePaKTHBHUMHU.

Puzzle System BiamoBigae 3a JIOTKy T'OJOBOJOMOK Ta BIAMOBITHO 3a THM II00
YMOBH JIJIs1 TPOXOJIPKEHHS TOJIOBOJIOMOK OyJIM BUKOHAH1. BUKOPUCTOBYIOTHCS Pi3HI TUTTH

rOJIOBOJIOMOK , SIK OT CBITJIOBI UM 1HTEPAKTHBHI.
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Al System pearnizye Ta kopurye noseAiHky Minortaspa. Lle BingOyBaeThcs mifg yac
PI3HHX 3aCKPUNTOBAHUX TOi 3311 CTBOPEHHs aTMoc(epu Ta Halpyrd Ha TPaBIIS.
Minotaur e kiac sSIKuii Ma€ JeKiJibKa CTaHIB K. CTaH CIIOKOI0, TIEPeCiTiyBaHHS, aTaKa.

Ul BiamoBigae 3a BimoOpaskeHHs1 iHTepdeicy ansa rpaBus. ['paBenp OaunTnme
HUD, kBectu , BuTpuBajiicTb Ta MeHi0 rpu. Takox Ul Oyae BiamoBizatd 3a
Bi10Opa)keHHS 3aMKCOK MICJHS TOTO , SIK TPaBellb 3 HUMHU [TOYaB B3a€EMOJIISTH.

UML-niarpama 1eMOHCTpY€E ONMMCaHy BUIIE MOAYJIBHY CTPYKTYPY MPOTPaMHOTO
3aCTOCYHKY Ta BijoOpakae B3a€MOJII0 PI3HUX MOIYJiB. Lle 103BosiE CIIPOCTUTH Ta
3po0OuTH OUTBIIT KOM(POPTHUM PO3POOKY.

3.1.3 liarpama po3ropraHHs

Po3pobnena UML-miarpama po3ropTaHHs 3amiisi  BiJOpaXeHHS CTPYKTypH
MPOTPAMHOT0 3aCTOCYHKY. Llg giarpama eMOHCTpye B3SI€EMOJII€ TPOTPAMHUX MOJIYJIIB
I1]T 9ac TPH.

ApXIiTeKTypa NIpOrpaMHOIO 3acCTOCYHKy Oyja peanmizoBaHa sk Singleplayer

3aCTOCYHOK. 3aCTOCYHOK SIKU BUKOHYEThCS Ha PC Ta cTaH rpu 30epira€Thes JOKaIBHO.

UML fliarpama Posropranna — Maze / Horror Game
Player Device
(PC/ Laptop)

Game Client Maze Horror Game.exe

Game Engine Runtime
(Unity/.Unreal / Custom Engine)
¥ 1 3 < «+ e

Al Module Puzzie Module Narrative Module Ul Module Core Engine load resources save/load progress

Local Storage
- b |
¥ < X
Rendering System Physics System Game Assets Save Files
(models, textures, audio) (save_data.json)

Pucynox 3.2 - UML-naiarpama po3roprants

BukoHaHHsS mporpaMHOroO 3acTOCyHKY 3abe3neuye Game Engine Runtime, mms
poboTu (izuku , peHaepeHry ta joriku rpu. Ha PC rpaBiis € 3aCTOCYHOK TpU Y SIKOMY
MICTATBCS MOTPIOHI MOJYJI1 JJ1sl KOPEKTHOI poOOTH Irpu. 30€pexKeHHs IPOrpecy IpaBls y
rpi BIZOYBAETHCS 3a JOTIOMOT OO JIOKAJIbHUX 30€pEekKEeHb, /e BIAMOBITHO 30€piraTUMyThCS

CTaH CBITY , BAKOHaH1 KBeCTH a00 He BUKOHAHI, JaHl rpaBlis, Ta IPOrpec Mo Ipi.
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3.1.4 PCG renepauis J1adipuHTy

['onoBHa ckjajoBa MPOTPAMHOTO 3aCTOCYHKY € TEeHEpallisi JOCUTh BEITUKOIO
nabipunty 3a gormomororo PCG. [pomenypHa renepaitis 103B0JIsI€ CTBOPIOBATH JIA0IPUHT
Oynp-sikoro po3mipy. Cama reHepailisi BiIOyBa€ThCA MUIIXOM KOMOIHYBaHHSM BKE
crBopenux Level Instances.

Takox ayXe BaXKIMBUM € T¢ M0 y crBopeHmx Level Instances o0’ekT skwid
BUKHUPHUCTOBYETHCS IS MOOYJOBU CTiH MYCHUTh MaTéh PIVOl y HIDKHBOMY KyTi LBOTO
00’exty. be3 nporo rerepaiiis Oye He Baaao ToMy , o Level Instances ne 3M0XyTh
IIPABHJILHO 3ICTHKYBATHCh OJTHAM 3 OJTHAM , TOMY OyJie 6araro ImycTux JUITHOK Ta Level
Instances OyayTh reHepyBaTHUCh OJAMH Ha OJHOMY , TAKOX IUIAXW BUXOJIB HE OYIyTh
MIPaBUJIHHO MPUETHYBATHCH.

Bce 1ie BinoOyBaethest 3a qornomororo PCG Graph , y HpboMy Mu 3a3Hadaemy yce
noTpiOHe s TeHepallii, 110 32 YUM Mae OyTH, aHATI3yeEMO TOYKU reHepariii, GopmMmyeMo
OCHOBHUI MapmpyT , GopMyBaHHs MpaBuiIbHOTO NpueaHanHs Level Instances oaun no
OJIHOTO , Ta CTBOPEHHSI OCHOBHOTO IIJISXY 3a/JIs1 TPOXO/KEHHS rpH. Takox uepes Te 1110
MU BUKOPUCTOBYKMO Bxke ToToBi Level Instances , BoHn MaroTh pi3HY KUTBbKICTh BUXO/IB,
yepe3 1€ M0 BCIX Kpasx JaOIpuHTY € BUXOAW. 3aJJjisi BUPIIMICHHS II€i MpoOsieMu
MIPOAHAJI30BaHO TOYKH SIK1 MOTPIOHO 3aKPUTH , TA HA ITUX TOUYKAX CIABHUTH 00’ €KT CTIHU
, TAKUWA caMUil SIK 1 IO BChOMY JIAOIpUHTY Ta 3a1aTH MPaBUIBLHO (GopMYy.

Yci Level Instances Bke MoO)KHAa cKa3aTH IIOBHICTIO JOpPOOJCHI YaCTUHKH
nabipunty. ToOTO Tam po3cTaBlieHa POCIMHICTH Ta 00’€kTH. TakoX BIAMOBIAHO N0
TECTyBaHHS MPOBOJIUIIACH ONTUMI3aLlisl.

B pesynbpTaTi BUXOAUTH TOTOBAa CHCTEMa reHepallii JabipuHTy, 3 ypaxOBaHHSIM
yCiXX TOHKOCTeH Ta mpooiieM. ['eHepyeThes 1adipunT 3 pisHux Level Instances siki maroTh
o 2, 3, 4 Buxoau. [ eHepyeThCS TOJOBHUM NIISAX JIJIS IPOXOKEHHS JIA0IPUHTY 3 OJTHOTO
Level Instance sikuii Mmae 4 BUXOIH Ta HE BUKOPHUCTOBYBABCS MPH T'eHEpallii OCHOBHOTO
MacuBy J1abipuHTY. [[Ba OKpeMi HUISXU TE€HEPYIOThCS Ha OCHOBI TOTO SK MPOXOIUTH
TOJIOBHUYM MapIIpyT, TOOTO BiJl TOJIOBHOTO MAPIIPYTH € 2 MUISIXU Y Pi3HI CTOPOHU, TAKOK

yCl HENOTP1OH1 BUXO/IU 3aKPUBAIOTHCS.
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Cam PCG Graph moxHa po3IiiuTi Ha 3 YaCTHUHHU:

Generate Grid Points

Define Grid Size
Apply Random Rotation

Main Path

Create PCG lteration

Spawn Level Instances

Pucynok 3.3— Cxema resepatii CTpyKTypH Ja0IpUHTY

29

[Tepmie mo BinOyBaethess y PCG graph - me cama renepariis j1abipuHTy 3a

nomomororo Level Instances, 6e3 0CHOBHOTO IIJISIXY Ta 3 KYIOK BHXO/IIB.

Get Maze Points.

Meshes

Get Wall Parametr

Adjust Wall Size
Spawn Blocking Meshes

Pucynok 3.4 — Cxema crniaBHy OJOKYHOYMX CTIH

Hpyre - cmaBH 60kyrounx cTiH. e moTpiOHO /1t TOTo adM MpUOpaTH BCi 3aiiBi

BUXO/H.
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Get Trigger Box Data

Find Valid Path

Apply Random Rotation

Create PCG Iteration

Spawn Path Segments

Pucynox 3.5 — Cxema renepaiiii OCHOBHOTO HIJISIXY
Tpete - e reHepariis ocHOBHOro nuisixy. Lle BinOyBaeThcs KoM BKe JTAOIpUHT
3r€HEpPOBaHUM, 1 AHATI3YIOYH TOYKH Ta PO3MIp SIKUM MOTPIOEH, HA FOJOBHOMY HUIAXY
ciaBHAThCs Level Instances siki 1ie He BAKOPUCTOBYBAUCH 1 MOTPIOHI TUTBKH JIJIS ITOTO.
Taka (QyHKUIOHANBHICTH JO3BOJSE CHPOCTHUTH NIAPUMKY YU PO3MIMPEHHA Y
MOJAJIBIIOMY IILOTO 3aCTOCYHKY. 3alpONOHOBAaHA peali3allisl IMiJIBUIIYE BapiaHTUBHICTh

SK CaMoro JIaO1pUHTY TaK i IrpOBOTO MPOIIECY 3arajioM.
3.2 CucreMa KepyBaHHS MIEPCOHAXKEM Ta B3a€EMOIL

PeanizoBaHo cucteMy KepyBaHHs MepcoHakeM . bynie onmucano siki cTaHM MaTUMe
rpaBellb, AKI OTPUMAE MOXJIMBOCTI. TakoX OMUCAHO 3 YUM 1 SIK NIEpcoHax Oynae
B3aEMOJIISTH.

3.2.1 KepyBaHHs mepcoHa! eM

KepyBanusi mepcoHakeM peanizoBaHo yepe3 BukopuctanHs Enchanced Input
Unreal Engine 5, 1o 00po0Jisie BBEIEHHS KOPHCYBava Ta B3aEMOJIIIO 31 CBITOM.

ITepconax Mak 0a30Bi MOXKJIMBOCTI . X0ab0a, OIr, OIS KaMepH, B3aEMOJIS 3
00’eKkTamu , JIxTap.

Tabmuns 3.2 - OcHoBHI A1l IepcoHaxa
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Jii Kaapimi Ta Mmuma
Pyx WASD

Ornsp Mouse

Bzaemomis E

bir Left Shift

Jlixtap F

Kapra M

[MTay3a ESC

BP_PlayerCharacter

Flayer Input

( Enchanced Input System )

Pucynox 3.6 - Anroputm 06poOKY BBEICHHSI KOPUCTyBaya

31

y 4Ky peali30BaHO BCIO JIOTIKY KEepyBaHHS

nepconaxkeM.I1i gac Oynb-gKoi 3 M1 onrcaHuX y Tabnuili 3.2 BUKOPUCTOBYIOThCs Input

Actions ta Input Mapping Context, came 11e 103BOJIsIE KEPYBATH CHCTEMOIO BBEACHHS JIJIst

TIepCoHaKa.
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Konu mepconax oTpuMye KOMaHIy BiJl KOpUCTyBada 3pOOUTH BIAMOBIIHY 1O

CHCTEMa 3a I1e BIAMOIOBIAA€E 1 3MIHIOE a00 CTaH I'PABIIA .

3.2.2 IrpoBi MexaHikH nmepcoHaka Ta iHTepakUisi 3 00’€KTaMu
B3aemomis BimOyBaeTbcs 3a JOMOMOTOIO OKpeMoOi cucTeMu iHTepakiii. Lle
JI03BOJISIE TIPALIOBATH 3 3alHMCKaMH , SKI € OJWH 3 HAWTOJOBHIIIUX IS HapaTUBY.

[IpoBoauTH 1HTEpaAKIli 3 TOJIOBOJOMKAMH Ta PI3HUMU 00 ’€KTaMHu Il BHKOHAHHSI

' Player Input

( Line Trace )
Detect Interactable Object

I'OJIOBOJIOMOK.

Execute Interaction Event

Pucynok 3.7 - Anroput™m B3aemMo/iii 3 00’ ekTaMu
Lle#i anmroput™m BiIOYBA€ThCS MiJ YaC HATHCKAHHS KJIABINIl JJIS B3a€EMOJIT 3
00’exktoMm. Iliciis HaTHCKaHHS KIJIABIIIi Mepel KaMepye MepCoHa)ka BUKOHYeThcst Line
Trace nmms mepeBIpKM YW JINCHO TYT € IHTEPAKTUBHUM 00’ €KT. SIKIIO I1e yCHINIHO
BUKOHAETHCSI BIJMOBITHUM CKPHIIT.
Takuii anropuT MI03BOJUTH OYIyBaTH B3aEMOAI0 3 OYAbSIKUMU THUIAMU

IHTEPaKTUBHHUX 00’ €KTIB, 10 3HAYHO CIPOIILYE MPOIIEC PO3POOKH Ta peati3alliio.
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Cucrema BUTPUBAJIOCTI rpaBuUs

MexaHnika sika He J03BOJISIE TPABLIIO BECh Yac IMIBUIKO IEPECYBATUCH 110 JIAOIPUHTY.
Peanizariiss BUTpUBAJIOCTI € KPUTUYHOIO i aTMocepu mpoxomkenHs. [lin wac 6iry
3arac MUTPUBAJIOCTI BIAMOBIIHO 3MEHIIYETHCS , 1 KOJM TpaBelb MEPEXOIUTh Ha X060y
- BUTPHUBAJICTH BIIHOBIIOETHCS aBTOMATUYHO.

Buxopuctanus BUTPUBAJIOCTI JIO3BOJISIE TpaIl0 IMIBUAIIE TEPECYBATHUCH
Ja01pUHTOM, ajie I1e OJHIE0 (QYHKINEIO € TE , M0 1€ JO3BOJUTH TIKaTH Bl MiHOTaBpa.
SAxuii Oyne 3MyIIeHUN MTepeCIIilyBaTh IPaBIIs ASSIKAN Yac Micis CKPUITOBAHOTO 1BEHTY,
110 HA/IaCTh TPaABLIO HAMIPYKEHHS MiJ Yac MPOXOKEHHS TPH.

JlixTap Ta npuxoBaHi migKa3kn

MexaHika JIIXHATps BUKOPUCTOBYETHCS JIsl OCBTUIEHHS CO01 IUIAXY Ta 3arajioM
CBITY, 00 HE YC1/If0 B JTJA01pUHTI MOTPAILIsie CBITIIO. Takok BUKOPUCTOBYETHCS SIK €IIEMEHT
JUISL 3HAXOJIKEHHS MiIKa30K IUISXOM HaBEACHHS Ha HUX JIIXTapeM.

Came mixTap [03BOJISi€E BIJIHAWTH MiJKa3Kku ab0 CUMBOJM sIKI OyiM paHilie
npuxoBaHi. Takl mMiAKa3KM Ta CHUMBOJIA PO3TAIlIOBaHI Ha TMOBEPXHSX IrPOBOTO
CepeIOBHIIIA.

OCHOBOIO TakOi MEXaHIKM € MPOMEHI CBITJIa Ta MaTepiaiu 3 LIelaepamMu Kl iX
IpHUXOBYIOTh, TOOTO EmMmIissive Materials. Ilei#t meTon s HaWOLIBII MIXOJAIIMM Ta
ONTUMI30BaHUM.

Jlorika cucremu Taka :

- YBIMKHEHHS JIIXTapsi, aKTUBYETHCS CBITJIO;

— [lepeBipka moBepxHi, ISl MOUIYKY Martepiaiay, KOJIM TpaBellb 3aXOJUTh y
30HY TOJIOBOJIOMOK 3 JIiXTaps myckaroThest Line Trace mns momryky mMartepiaiy;,

- [TosiBa cxOBaHOrO MaTepialy, SIKIIO T'paBellb TPUMAaB JIXTap HAa TaKOMY
MaTepiai, BiH MOYWHAE TIOCTYIIOBO MPOSBISTUCH, 1 HOTO Oy/ie BUIHO TETIEep 3aBXK/IH.

B3siemonis 3 3anuckamMu

HapatuB y rpi peanizoBanuil TIJIbKA Y€pe3 3aMHUCKH , SIKI e TOTPIOHO BAINIYKATH

Ta MO0 OTPUMATH MPOUTH TOJOBOJIOMKH. Y HHX MICTIThCS (parMeHTH icTopii
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MIEPCOHAXKA, caMe Yepe3 1110 BiH 1 MOTpanuB y el 1a0ipuHT. Lleit HapaTuB € OCHOBOTO ISt
BUOOPY y (iHAMI TpH.

[Tpomec iHTEpaKIIii BiIOyBAETHCS 3 TOTO MO TPaBellb 0AYNTH 3aMUCKY, MiIXOIUTh
Ta HATHUCKae KHOMKYy B3aemonii. [licms mporo BimOyBaeThcsi B3aemomis 3 Ul ska
B1JI0Opakae 3alucKy Ta ii BMICT. Y JESKUX BUIAJKaxX Tpaito Tpeda Oyje nepeBepraru
3anuckd. lle moTpiGHO [yisi BUpINIEHHS TOJOBOJOMKH, OTPHUMABIIHU 3allMCKy TIpaBelb
no0a4YnTh IMyCTHH JIMCT, TICPEBEPHYBIIN OTPUMAE MiJIKA3Ky IO POOWTH Ta TOJIE IJIS
BBOJy CUMBOJIIB , II0O aKTHBYBATU CKPUNT VISl IIPOSIBU TEKCTY 3 1HIIIOI CTOPOHH.

[TimcymMOByrOYM MOKHA CKa3aTH IO CHCTEMH KEpyBaHHS Ta B3aeMOJIIl 10 Oyiw
peanizoBaHi 3a0e3MeuyoTh JJIsl TPaBls MOBHY (PYHKIIOHAIBHICTH JUIS TPOXOJKEHHS
Ja0IpUHTY Ta KBECTIB. BUKOpPHUCTaHHA TaKOTO MIAXOIY JO3BOJWIO 00’€aHATH AesKi

MEXaHIKU B €TUHY CUCTEMY.
3.3 IrpoBi MexaHIKH Ta r0JI0BOJIOMKH

JUIs 1IKaBOrO NPOXOJDKEHHST Tpu Oylo peali30BaHO HHU3KY MEXaHIK Ta
roJIOBOJIOMKH. BOHU jomoMararoTh IikaBilie MpOBOAUTH Yac Opoasuu JabipuHTOM, Ta
NpPOCYBaIOTh Jlaji 3riAHO HapatuBy. [IpuCyTHI $K B3aeMoOAiss 3 HaBKOJUIIHIM
cepenoBHILEM Tak 1 Scripted events mis skux moTpiOHO BUKOHATH MEBHI YMOBH.

Cucrema roJjioBoJ10MoOK

Cucrema TOJOBOJOMOK € OAHIEI 3 HAaWBAXKIUBIIIMX y LOMY HPOrPAMHOMY
3acTOCyHKY. BoHM HEOOXIXKHI JJii CBOPEHHsSI IHTEPAKTHMBHUX 3aBJaHb , 100 OyIo
IIKaBIIIE TPOXOIUTH Ja0IpuHT. € AEKITbKAa TUINIB TOJOBOJOMOK SIKi peaji3oBaHi y
3aCTOCYHKY , 30Kpe€Ma roJIOBOJIOMKA 31 CBUIOM Ta 3 TIOCJI1IOBHICTIO JTIi.

Sxmo ronoBosioMka Oyjia aKTHBOBaHA MEPEBIPSIOTHCS YMOBHU JJIs YCHIIIHOTO

npoxojpkeHHs. [Ticis yoro rpaisg yekae BiMOBIIHUNPE3yIbTAaT.
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Player Interacts With Puzzle

Initialize Puzzle

Receive Player Input

Correct Sequence?

Reset Puzzle
Unlock Area

Pucynok 3.9 - Puzzle Activity Diagram

SIK TUIBKM TOJOBOJIOMKA MpOMJie MNEepeBipKy Ha YCHIMIHICTh AKTUBYETHCS
BIJINIOBIJIHA J1is1 y pa3i ycHixXy. SKIIO K TOJOBJIOMKA He IpoieHa ado Oyiia HenmpaBuibHa
HOCIIZOBHICTb Jii , TOJIOBOJIOMKA CKHIA€ThCS J10 IOYATKOBOI'O CTaHY.

Cucrema nporpecii

3aist KoM(OPTHOTO MPOXOJKEHHSI TPU , peai3oBaHa cucTeMa mporpecii. Ska
BIJINIOBIIA€ 3a 3aKPUTTS JIOKAIIN 3 TrOJIOBOJOMKAaMH , 1100 MPOWIIOBIIN TPaBelb BXKE
YITKO PO3YMiB 1110 BiH TyT OyB. Takoxk npu MpoxXoaKeH1 r0JIOBOJIOMKH HA/IA€ThCS KapTa,
3 YaCTHHOIO 30HH I'OJIOBOJIOMKH, 1 KOJIM I'paBellb BUIIE IO MaITi Ha TOJIOBHUH IIUISX , IIEH
pOXiJ] 3aKpueThes . He3Baxkarouu Ha Te 110 Oy1€ 3aKpUT TOJOBHUM MPOXiJI, TYU MOXKHA
NOTPAINUTHU LIE YEpe3 IHIII , 1€ BAKE MOTPIOHO JOCIIKYBATH XOAH JTAOIPUHTY.

Take Oyzne BimOyBaTuCs 2 pas3u, BIDKIOBIJHO Taka KITbKICTh 3alMCOK Ta
roJI0BOJIOMOK. Tak 3aKpUBILH 111 2 30HU Ta MAlOYM MaIly LUX ABOX 30H, IPaBellb MOXKHE

PUOJIM3HO OL[IHUTH SIK HOMY MPOUTH 10 BUXO.Y.
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( Complete Puzzle / Event )

Check Progress Condition

\4

Condition Completed?

G(D
Keep Area UnLocked

Lock some area

Update Game State

@

Pucynoxk 3.10 - Activity diagram cuctemu nporpecii

JluBstauck Ha activity diagram MoskHa oOa4MTH IO CUCTEMa IIPOTrpeci MepeBipsie
YMOBH, SKIIIO BOHM HE BUKOHAHI BCE 3aJIUIIAETHCS K Oyio. AJe Ko BUKOHAHI, OT fIK,
HaMpHUKJIal roJ0BOJIMKA 3aBepIlicHa i BiOyBcs Scripted event Hajgae kapTy rpaBIio i€l
30HU. [licas BUXOly Ha rOJOBHUM IIISAX 3aKpUBAE MPOXOAM J0 I1i€ 30HU, ajie He Bci. Le
3p00JICHO JIJIs1 TOTO 1100 IpaBelb BCE TAKU MIT 3a0IyKaTH, ajie 1 IpH IbOMY MaB MIJIKa3Ky
JUBJISTYMCH HA MaITy 110 BiH TYT BKe OyB UM MPUOJIM3HO 3pO3yMITH KyJIU UTH, 100 BUNTH
yepe3 (iHaTbHUN TPOXI.

Scripted events

Scripted events moTpiOHI 3am/s peaizamii IeIKHX MEXaHiK. A came 3BYKOBOI'O

CYIIPOBOJY, ClIaBHY MIHOTaBpy, a00 JIJIs IHTepaKLii 3 00EKTaMHU.
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(Player Reaches Trigger Area)

Check Event Condition

v

Event Activated?

GD
Keep Area UnLocked

pawn Al / Play Audio

Update Game State

®
Pucynoxk 3.11 - Activity diagram s scripted events

Taki scripted events B oCHOBHOMY pealli3oBaHi /sl criaBHy MiHOTaBpa Ta
3ByKOBHX e(ekTiB. CaMe MiCIIs TOro sSIK TpaBellb MPOYUTAE 3aMMCKU Taki Scripted events
3aIlyCKaloTh MOTOHIO MIHOTaBpa Ta 3ByKOBY HampyTy.

Ane 1€ Taki TpUrepud po3poOsieHl sl JeAKUX OO0 €KTIB AK OT IMiJ Yac
rOJI0OBOJIOMOK. AGO JJIsi CUCTEMH MPOTpecii Jie MePeKPUBAOTHCS HUIAXHU JUIsl TpaBLsd, Ta
OTPUMYBAHHS Mallu JJIsl IEPCOHAXA.

Peagizanisi pinasibHOr0 BUOOPY

diHasibHa YaCTUHA I'PU € OJHUM 3 TOJOBHUX eraniB. Dopmye 3aBeplLIeHHS Ipu
IUIIXOM BH3HAYEHHS KIHI[IBKM TpaBleM. ['paBenp Mae oOpaTtu HajxaHi BUOOpH, HOTro
piteHHs Mae 0azyBaTtucs Ha iHQOpMaIlii sIKiif OTpUMAB ITiT Yac MPOXOHKEHHS JabipUHTY .
Bech HapaTuB moaeThCs yepes 3aMucKy K1 IpaBellb Ma€ 3HAUTH Ta MPOYUTATH. 3 1HILOT
CTOPOHM , TPABELb HE MOKE MPUITH 3 HECTauero 1H(opMallii Tak , Ik 0€3 MPOYUTYBAHHS

000X 3aIMCOK TPaBellb MPOCTO HE 3MOXKE BUNWTHU 3 JTAOIPUHTY.
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[Hdopmariito sKy TpaBenb 3HalIE y 3aMHUCKaxX, BiAoOpa)kae MepcoHaXa , SKHM
MOTPANMUB JI0 I[LOTO JA0IpUHTY Yepe3 Te , 10 OyB MoKapaHuii 0oramu. AJjie 1bOTro BiH HE
3HaTUMe 00 MOBHICTIO BpaTUB MaM’sTh. B 3amuckax rpaBellb A13HaBaTUMETHCS Uepes3 110
MepPCOHaKa Mokapaiau. B pe3ynbTari Ha OCHOBI TAKOTO HAPATUBY , TPABITIO MOTPIOHO Oy/Ie
BUPIMINATH (hiHAJT TIEpCOHAXKA.

['paBiito OyayTh MPOMOHYBATHCS TPU BapiaHTH BUOOPY, KOKEH BapiaHT MA€ BIACHY
OKpeMy KIHITBKY. Llel miaxin peamizye eleMeHT HeJliHIMHOro HapaTuBy. Ta MiJBHIINY€E

IIKaBICTh Y JIOCIKEH1 JTa0IpHHTY.

( Reach Final Area )
(Display Final Narrative Choioej

( Player Selects Answer j
Choice 1 ll \/ Choice 3

Selected Choice

Trigger Death Ending l
(Trigger Real World Ending)
© I Choice 2 \L

[Trigger Endless Labyrninth Ending j

@

Pucynok 3.12 - Activity diagram s ¢inaisHOTO BUOOPY
Cucrema BUOOPY BUKOPHCTOBYE HapaTHB SKHU rpaBellb Ma€ JTi3HABATUCH 10 XOIY
MPOXO/KEHHS Ta JOCHIKeHHs 1a0ipuHTy. Ha OCHOBI 3ammcOK pPO3KpHUBATHMETHCS

CIOKETHA JIiHis , iIH(OopMallisi HA OCHOBI SIKOi IPAaBEIb IPUIUMATHUME PILLICHS.

2026 p. MyrTinze Jmurpo



Kadenpa imkeHepil mporpaMHOro 3abe3rneyeHHs 39
IrpoBwuii meckromn-3acTOCyHOK B yaHpi adventure Ha ocHoBy pymrist Unreal Engine 5

[lepuiunii BapiaHT NpU3BOIUTH A0 ruoOemi rpaBus. [Apyruii BapianT NpU3BOAUTH JI0
HECKIiHYEHOTO MPOXO/KEHHS 1bOro JalipuHTy. TpeTe moBepTae rpaBis y HOro cCBiT,

peanbHUI CBIT.
3.4 Peanizanisi ITY4YHOT0 iHTEJIEKTY

3ansi CTBOPEHHSI 1HKOJIM TUMYAacoOBOi HANpyrd Ha Tpaslisg, OyJio peasizoBaHO
IITy4HUiT iHTeNeKT y BUrIsi MinoTaspy. Foro 3a1adero € CTBOPEHHS BidyTTs y rpaBIIs
HeOe3nekr 0OOMEKEHHS 4acTy Ha 00 yMyBaHHsI ii.

MiHoTaBp Mae€ JACKUIbKa CTaHIB, MDK SKHMMM INTYYHUH 1HTEJIEKCT caM

NEPEMUKAETHCS BIAMOBIIHO O CUTYyalli 800 aKTUBOBAHUX TpUTEpP OOKCIB.

Spawn Minotaur

Search For Player

Player Detected?

Start Chase l Patrol Area l
Close to Player Far to Player

Still Chase for 10sec

Return To Search

Pucynok 3.13 — Jliarpama IisiiIbHOCTI JJI IITYYHOTO 1HTEJIEKTY
3anns MEXaHIKM BIIUYTTS HEOE3MEKH y T'pl , peaji3oBaHO CUCTEMY MITYYHOTO

iHTenekty MinotaBpa. OCHOBHOI0O 3aiader0 MiHOTaBpa € CTBOPEHHS MOCTIMHOTO
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BITUYyTTS 3arpo3y. lle mpusBene [0 TMCHUXOJOTIYHOIO THCKY Ha TpaBLs i dYac
JOCITIKCHHS Ja01puUHTY Y caMHil HECITOAIBAaHUM MOMEHT JIJIsl TPaBIIs.

Cam MiHOTaBp € AMHAMIYHUM €JIEMEHTOM IJsl TeUMILICIO, 10 POOUTH HOro
I[IKaBHM B IJIaHi rpu. BiH pearye Ha rpaBiisl Ta 3MiHIOE CBOT CTaHU 3aJI€KHO BiJ CUTYyaIlii
MIOTOYHOT'O CTaHy rpy abo Bij Jiil TpaBIls.

[ToBeninka craniB Al Mae 4iTko Bu3HaueHuidd HaOip. LTy4Huil iHTENEKT cam
BUPIIIIYE 3aJIe)KHO BiJl CUTYaIlli y irpOBOMY CBITI1 , SKUM CTaH MOTPIOHO 0OpaTH Ha JaHUMN
MoMeHT. Lle#t miaxia cTBOpIOE€ KOHTPOJIbOBAHE HANPYKEHHS Ta HAJA€ PO3YMIHHS , IO
HernepadavyBaHOCTI a00 MPOITICHHS 3aBIaHHS HEMA€E BiIOyTHCS.

CnaBH camoro 3Bipa BifOyBa€eThCs TIJIBKH 1 TUIbKK uepe3 Scripted events, na
noyatKy rpu MiHOTaBpa 1€ He ICHy€ y IbOMY JeBell rpu. Lle pilieHHs € KOpEeKTHUM 3
TOYKH 30py JAM3aliHy caMoOi TpU Ta € CBiIOMUM pimieHHsM. Crodatky rpaBelb
aJanTy€eThCs IO TOCHIKEHHS Ja0IpUHTY, T€ 110 BCE CIIOKIAHO , HIYOTO HE BiJIOYBA€THCS
OKpIM IOITYKY BUXOIy Ta BUKOHAHHS KBECTIB. [1ic/Isl TOTO SIK TpaBellb MPOYUTAE 3AMTUCKY
BiI0yBa€eThCs BiAmoBiguuii Scripted events mo cnaBHUTH mopsia MiHOTaBpa y 3aBY4acHO
BHU3HAUYCHIN Toulll JIabipuHTy. Miciie oOpaHo 0e3mocepaAHbO Tak 100 11e He OyJI0 MPSIMO
HABIIPOTH rpaild, 11e 0 Jy’Ke NOPyIIMBaIO IMEPCUBHICTD.

Sk TimpKM 3Bip 3’ABUBCA y JIAOIPUHTI Ma€ 3aCTOCYBaTHUCh CTaH MaTPYIIOBAHHS
33Tl TONIYKY TpaBlif. Y IIbOMY CTaHI BUKOPHCTOBYEThCS cucTema Hapiramii Unreal
Engine 5 . [lixg yac marpy/roBaHHs , IIBHIKICTh 3Bipa € HE BEIIMKOIO, BiJI0YBa€ThCS
IMITallisl TOMIPHOTO TATPYJIIOBAHHS Ta MOUTYKY ITLII.

Konu rpaBus BusiBieno Al mae mepeMukatuch y CTaH NEpeciilyBaHHA. 3 UM
nomomarae AlController , skuit Mmae mepeaBaTH Jie 3HaXOAUTHCS IPABEIb T OHOBIIIOBATH
naHl uut. byaye onTuManbHUNA MaplipyT 3 ypaxyBaHHSIM reoMeTpii piBHS JaOIpUHTY.
TakoXx TOJOBHUM € T€ , IO MBHJIKICTH TiJ] 4ac MEePecilyBaHHS MOMITHO 30UTBITYEThCS 1
KOJIM TpaBelp Lie 0aunTUMe, BiIUuyaBTHME HeOe3MeKy Ta HampyTy IijJ 4ac BTedi, ajie Ha
MOBOPOTaX MIBUAKICTH 3Bipa 3MEHILIYETHCS, TOMY IPalll0 peaibHO BTEKTY BiJ MiHOTaBpa.

BaxxnuBuM € 1ie i Te , o y rpaiisg HeMae Hiskoi 30poi uu MexaHiK OKpiM OiTy JJis

cynpotuBy MiHoTaBpy. lle Oyjo CHpOEKTOBAaHO HABMHUCHO JJii YCYHEHHS 3arpo3u
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MiHoTaBpy Bij rpaBis, ajke B NaGipuHTi BiH Mae OyTH HemepeMoxHmii. Moro He
MO>KJIMBO 3HUILIUTHU YU 3a0JIOKYBATH , MOXKIIMBO TUIBKM BTEKTH Ta CHOJIBATUCH IO BiH
outemre He mepeciigye. CaM rpaBelb Ma€e YCBIIOMITIOBATH IO BiH HE Oe3CMEpTHHH 1
MO’K€ TIOBEPTH B JIabipuTi Ta MOTPiOHO Oyae MPOXOIUTH 3 OCTHAHBOTO 30epekenHs. Lo
BIJIMOBITHO 3MYIIIY€ JISTH IpaBlisi 00EPEKHO HA MEBHUM MOMEHT I'pH, HaBITh SIKIIO 3Bipa
HEMa€ MOKH B J1abipuHTi. ToMy micis SKUXOCh CKPINTIB TpaBellb MOXKE BXKe OUIKYBaTH 3i
cTpaxoM Ha MiHoTaBpa , a iioro 1 He OyJie.

Takok BaXJIMBUM € ayJio CKJIaJoBa , TaK K BiJ I[bOTO 1 3aJIEKUTh YyCsi
iMepcuBHICTh 1€l MexaHiku. Kpoku , puk Ta rypkit MiHotaBpa , yce ue Qopmye
BpaXEHHsSI Tpailsi 1 Mae OyTH BHKOHAHO Yy HaiBuIIiK ¢opmi. Takox aymio nuzaitH
JIO3BOJISIE TPABII0 PO3YMITH HACKIIBKHM BIH BIJIIPBAaBCA MiJ 4ac BTedl a00 HACKIUJIbKU
OJIM3BKO IO MEepCOHaXKa 3Bip. BiAMOBIAHO TYYHICTH ayAHO AU3aNHHY PETYIIOETHCS Yepes
MetaSounds 3 mpocTopoBuM 3BykoM. Takosk Mpu aKTUBAILIT CTaHy MEPeCIiyBaHHs 3Bipa
3aCTOCOBYETHCS JITKHI Bi3yallbHUH €BEKT Ha KaMepi rpaBis yepe3 PostProcessVolume,
10 TEX M€ MiJICKIIOBATH IMEPCUBHICTD , HEOE3IEKY Ta HAMPYTYy.

3 TEeXHIYHOi CTOPOHU , JIOriKa TOBEAIHKM MiHOTaBpa I1HKalCyJbOBaHa B
okpemomomy kiaci BP_Minotaur_AlController, 1me BiamoBimae Be OMHCAHOMY
MOAYJLHOMY MPUHIIUMY apXITEKTypH MPOEKTU paHimie. BiAmoBimHO Takuil MPUHIIMIM
J03BOJISIE 3MIHIOBATU Oyib-SK1 MapaMeTpH , TaKl K IMIBUJKICTh, paJilyC YM peaKilis Ha
rpaBis 6e€3 HEOOXIAHOCTI 3MIHIOBAaTH JIOTIKY Yy IHIIMX cHcTeMax. Bce 1e crmporye
3arajoM sk 1 OanmaHCyBaHHsI cTaHiB MiHOTaBpa , CKJIAQJHOCTI OCKIJIBKH BCE 116 MOXHA

JIETKO CKOPUTYBATH.
3.5 BuOip TexHoJI0riii Ta KOMIIOHEHTIB

Y npomy mipo3auti Oyae oOrpyHTOBaHO BiOIp TEXHOJIOTIYHOTO CTEKY IS
PO3pOOKH IrpOBOTO JIECKTOM-3aCTOCYHKY B kaHpi adventure Ha ocHoBi pymrist Unreal
Engine 5. Bci pimenHs npuiiManucs 3 ypaxyBaHHSAM pPI3HUX BHMOT SIK OT JIO

NEPCOHAILHUX MOXKJIMBOCTEW TaK 1 O MPOAYKTUBHOCTI 4YM Bi3yaJbHOI sikocTi. OOpaHi
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THCTPYMEHTH JO3BOJISAITh 3a0€3MEUYUTH YyAOBI TEXHIUYHI MOXJIHMBOCTI Ta €()EKTHUBHHIA
MPOoILIEC CaMOoi PO3POOKH.

Unreal Engne 5

OOpanuii sk OCHOBHUH pyIIIii iJ1s1 po3poOKu 3acTocyHKy - Unreal Engine 5. fxmo
IOPIBHIOBATH 3 KOHKYpeHTaM TakuM sk Unity, UES mae Benuki nepeBaru y rpadiri ta
JeIKUM TexXHosorisM Takumu sk Nanite ta Lumen, ski He mpucytHi y Unity 06e3
BUKOPUCTAHHS CTOPOHIX HAJIAIITYBaHb.

Takoxx T0JIOBHMM (HaKTOpOM € Te , IO PyIIii € Oe3KOTOBHUM, SIK 1 ycl
1HCTpyMeHTy y pyiii. Ta 1 3apa3 € HamonyIsApHIMKM Yy 1HAYCTpii po3poOili CyyacHUX
1rop K BeNMKHX Tak ¥ 1H11. e mie i 103Bosisie HaObyTH HABUUYOK SIKI MOXKYTh 3HaIOOUTHCS
y MalOyTHII poQeciiiHIi AISIbHOCTI.

Blueprints Ta C++

IrpoBa sorika peanizoBaHa B OCHOBHOMY depe3 Blueprints , Tak sk mst cucrema
BilyalbHOTO TpPOTpaMyBaHHS € JIOCUTh NPOCTOI0 y KOPHUCTyBaHHI. Ane H
3acTOCOBYBajMCs 3HaHHS y C++ Tak , ik OyJI0 BUPIIIEHO HAIPUCATH JIEIKl MOAYJIl came
MOBOIO TIPOTpaMyBaHHsI, 33/J1s1 3pYYHOCTI KepyBaHHS Ta onTuMizaiii mporecy. Blueprint
B OCHOBHOMY BHKOPHCTOBYETHCS JIJIsl TeHEpallii caMoro Ja0ipuHTy, ASIKUX TeHIIeHHUX
JIOTIK Ta TPUTEPIB 1 TOJOBOJIOMOK. C++ 5k€ BUKOPUCTOBYETHCS JJIs pealib3allii MepcoHaxa
, 30epeKeHb, IITYYHOIO IHTENEKTY , TOMY IO TYT Ba)XJIMBUM YITKUA MOTPOJIb Ha
nam’aTTio. A 3aHaaTo OaraTo blueprints Moky HaBaHTa)KyBaTH irpoBHit mporiec. Takuit
X1/ € 9yJI0B 1] Yac po3poOKH MOIIOHUX MPOEKTIB TaK SK MOEIHYE B COO1 MBUIIKICTh
3 TEXHIYHICTIO.

Nanite

Texnonoris Nanite - BipryasizoBaHa reoMeTpisi, T03BOJIIE MAaTH HA CIEHAX 3]
Mojei 3 O6ararbma MOJIIrOHAMH . 3BICHO MIJIBHOH IMOJITOHIB HA 1 JEpeBO 1€ CHIIBHO
CWJIBHO 0ararto, ajie¢ MOXHa CTBOPUTHU Hampukiaaa me 3 10K MOJITOHIB , SKUH € TOCUTh
JIeTalbHUM, 1 JI1 Hboro MokHa He pooutn LOD , tak sk Nanite cam kopurye

BiJIOOpaKEHHS 00’ €KTY.
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Lumen

Cuctema rinobasibHOTO OCBITJIEHHS LUMENn naee nuHAMIiYHUN pO3paxyHOK
HEMPSIMOTO CBITJIA Yy peabHO 4aci 0e3 3amikaHHs cBiTaa. i rpu 3 JabipuHTOM S
BBaXKAIO 1I€ € BAXKJIMBOIO TEXHOJIOTIEIO 3311 CTBOPEHHS IMEPCUBHOCTI Ta PEaiCTUYHOTO
B1I0OOpakKEHHS B3a€MO/IIIO CBITTJIS 31 CBITOM Tpalis.

Unreal Motion Graphics

BukopucroByetbest 111 po3pobku iHTepdeiicy kopucyBada. UMG € yactuHOMO
BOynoBaHux 1HCTpyMeHTiB UES. UMG wnamae pemaktop mmst ctBopenus Ul | 3
aHIMaIlisIMU Ta aJaNTUBHICTIO MiJ Pi3HY PO3AUIbHY 3AaTHICTh €KpaHy. Y 3aCTOCYHKY
peanizoBaHo roioHe MeHto, HUD, BiioOpakeHHs 3amiCcoK.

3.6 Onuc inTepdeiicis

[aTepdeiic € oqHUM 3 BAKITMBUX KOMIIOHEHTIB JIJIs1 IEPIIIOT0 BPAKEHHS P 3aX0/I1
y rpy. Takox 3a0e3nedye po3yMiHHS MK TpaBIeM Ta TPOK 3 IMEPCHBHICTIO. Y
MPOTPaMHOMY 3aCTOCYHKY cIpoekToBaHO MiHiMamictTuuyHuii HUD. binsma uactuna
iH(dopmarlli mojgaeThcs Yepe3 1HII KOMIIOHEHTH CBITY. YBech Ul peamizoBanuii 3a
noromororo Unreal Motion Graphics ta anantoBano mif pi3Hy pO3IiIbHICTE CKpaHy.

I'osioBHE MeHIO

['onoBHE MeHIO 11€ TmepIie BpaKeHHs TPaBlLg , 1 BOHO Ma€ HaJaTH Iie OiIbIry
3aIliKaBJIEHICTh TPaBIf0. PeanizoBaHo sIK OKpema ClieHa 3 TUHAMIYHUM MOKa30M yChOTO
7abIpUHTY 3 TOpamMu Ta JepeBaMu. MeHI0 MICTUTh YOTHPU OCHOBHI KHOTKY . HoBa rpa
JUISL TIOYATKy TPOXO/KEHHSI TpU, 3aBAHTAXKMTH 3a/J11 3aBaHTAXCHHS 30epeKeHHS
npouecy, HanamryBanHs 111 3MMiH rpadiky Ta ayaio 1 TaKOXK pO3JUTBHOCTI €KpaHy,
Buxia BiAmIoBIIHO 103BOJISIE BUNTH Ta IMOBHICTIO 3aKpUTH Tpy. BizyanbHo 116 0popMIIeHO
3arajoM y TeMHUX TOHai 3ajjs arMmocdepu , mod chopMyBaTH NEBHUM €MOIIHHUN

HACTPIi.
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HUD

IrpoBuit HUD € gyske mpoctuii , SIKIIO YBIMKHEHO TO IO IIEHTPY 3aBXIU € Oisia
Kparnka, K110 BUMKHEHO, TO Mpu OIry 3 SBISETHCS M0JI0CA BUTPUBAIIOCTI JIJISl CIIPUHTY.
Takox € migKaska 3 IKOHKOI y BUTIIAAI OykBu E , Tam mpucyTHIM KOPOTKHUIl OmmuUC Ta
3’ABJIIETHCS BIANOBIHO JIMIIE KOJIM TPaBellb JOCTaTHHO ONM3bKO po3TamoBaHuil. Llei
MiAXI 11€aTbHO MIAXOANUTD , SIKIIO XO0YeThCS YHUKHYTH Bi3yaldbHOTO MEpeBaHTAKEHHS

Ha eKpaHi Ta 30epirti aTMocdepy iIMEpPCUBHOCTI MiJ Yac TyJISHHS B JTaOipHHTI.

Pucynox 3.15 - HUD nporpamHoro 3acTocyHky
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InTepdeiic 3anucox

Komu rpaBenps B3aemojie ar migidMae 3amucKy IS YUTaHHS Ha KapTi
BimoOpaxkaeThcss Ul 3ammcka mocepeauHi ekpaHy 1 33aay 3aTeMHEHH (oH. 3ammcka
IMITy€ BUTJISA ’KOBTOT'O apKyIIy IMarepy 3 TEKCTOM. [ paBenh MoXKe epriisaaTH 3amyCcKy
Ta 1HKOJIM 3a OTpeOu MepeBepTaTH Ha 1HIIO cTopoHy.Ili yac yuTaHHs IrpOBHi TIpolieC

HE 3YNUHSAETHCA.
Bucnoku 10 posainy 3

VY TpeTboMy pO3/1Jii BAKOHAHO MOBHHM 00CAT pOOIT 3 apXITEKTypH MPOEKTYBAHHS
IPOrpaMHOTO 3a0€3MeUeHHs, MOJIEIIOBAHHA a TaK0X KOHCTPYIOBaHHS MPOTPaAMHOTO
3a0e3MeUeHHsl BIAMOBIAHO 0 BUMOT C(OOPMOBAHUX y IPYTOMY PO3JILII.

VY migpo3aini 3.1 po3poOiaeHO MOAYJIbHY apXyTEKTYpy 3aCTOCYHKY Ha OCHOBI
npuniumy Component-Based Design. OcHoBHi Mojmysi onucaHi Ta BusHaudeHi. PCG
BIJITIOBIIa€ 3a TeHepalliro JadipuHTy, Puzzle System peainisye JIOTiKy s TOJIOBOJIOMOK.
Takox € nmoBegiHka MiHOTaBpa 3a JOMOMOTOIO IITYYHOTO 1HTEIEKTY, Ta 30€peKeHHS 3
iHTEepdercom.

VY migpozninax 3.2 Ta 3.3 geTanbHO OMMCAHO BXKE peali3oBaHi irpoBlI MEXaHIKU :
KEpyBaHHA MEPCOHAXKEM 3 B3AEMOJIISIMU, JTIXTAP , BATPUBAIICTh, CUCTEMY T'OJIOBOJIOMOK
3 MEPEeBIPKOI0 YMOB MPOXOJKeHHs, SCripted events, mexanika (iHaJILHOIO BHOOPO 3
TpbOMa BapiaHTamu KiHIiBKH. [lo koxkHOT HaBeneno UML activity diagram ta neranpHe
MOSICHEHHSI POOOTH 3 MPU3HAYCHSIM.

Y migposmimi 3.5 oOrpyHTOBaHO BHOIp YCHOTO TEXHOJIOTIYHOTO CTEKY.
OorrpynToBano Bukopuctanus UES sk pymniii Ta Bu3HaueHHo 3acTocyBanHs Blueprints
ta C++ . ByJio onrcaHo poJib KOXKHOT TEXHOJIOTIT y TIpo€eKTi, sik oT Nanite mis 00’ekTiB
gy Lumen jj1st Kpaioro OCBITJICHHS.

VY migpo3aini 3.6 omucaHo Ta OOTpyHTOBaHO 1HTepdelc 3acTOCyHKY. ['0yioBHE
meHto, HUD, BinoOpakenHs 3anucok. BimoopaskeHo 1o inTepdeic CipoeKTOBAHMM JJIs

MIHIMAJIBHOT'O BTPYUYaHHsI Y MPOIIEC TPH .
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4 TECTYBAHHA TA KEPBIHULITBO KOPUCTYBAYA

4.1 KoayBaHHs Ta TeCTYBaHHS IPOrPaMHOI0 3a0e3neYeHHs

Y 1mpoMy MiAPO3ILII OMNUCAHO OCHOBHI NPOrpaMHi KJIacH 3aCTOCYHKY, iX
CTPYKTYpy, 3MIHHI Ta KIIO4OBI MeTonu. Peamizamisi 3acTOCYHKY BHKOHaHa 3
BUKOPHUCTaHHAM TiOpuaHoro migxoxy: Blueprint Visual Scripting anst reimrieitHOq
jgorikn ta C++ it 0a30BMX KOMIIOHEHTIB 1 CHCTEM IO BHUMAraroTh II1BHILEHOI
NpOAYKTHBHOCTI. Bech mporpaMHuil KOJi OpraHi3oBaHHUM BIATOBITHO 10 MOIYJBHOI

apXITEKTYpH OIMHMCAHO1 y po3ii 3.
Peasibizanisa MexaHik rpaBus
Jlicruur xoxy LabyrintosCharacter.h:

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Camera"”) class

UCameraComponent* FirstPersonCamera;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Flashlight") class
USpotLightComponent* Flashlight;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Movement™) float
WalkSpeed = 300.f; UPROPERTY(EditAnywhere, BlueprintReadWrite, Category =
"Movement") float RunSpeed = 600.f;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Stamina™) float
MaxStamina = 100.f;

UPROPERTY (BlueprintReadOnly, Category = "Stamina™) float Stamina

Makpocu Ttaki , sk UPROPERTY Busznawae sik pymniii B3aemoii 31 3MiHHUMU.
EditAnywhere wHanae 3miHiByaTH 3HAYeHHsS B penakropi 0e3 HEOOXiJHOCTI
nepexommiaiii. BlueprintReadWrite no3Bossie 6auntu 3minny y Blueprint-rpadi,
Hanpukian , Ul-mkana BUTpUBAJIOCTI MOXKE YUTATH 3HaueHHs Stamina i BigoOpakuTe
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0e3 HeoOXimMHOCTI sSKOroch momatkoBoro koxay. VisibleAnywhere nospomsie GauuTu

3MiHHI y TIaHeJIl JeTajaei B peaaKkTopi.

[ToBHa peamizariist MmicTuThes y ¢aitm LabirinthosCharacter.cpp , ne npucyTHi
yci METO/IM Kiacy nepcoHaxka. KoxkeH MeTol Mae BUKOHYBATH JIHIIE OJHY 3aady, Ie

OyJ10 3p00JICHO JIsl CIIPOIIEHHS MOAANBIIOI MoIU(iKaIlil KOTy.

KoHCTpykTOp KJIacy BHUKOHYETBhCS JIMIIIE OAWMHOTO pa3y. KoMroHeHT
UcameraComponent npukpirisieTbcsi A0 TOJOBH CKEJIETHOTO MEIly IepcoHaxa.
Komnonent USpotLightComponent npukpiriseTscss came 10 KaMepH , depes3 Iie BiH
3aB)K/IM HAITPABJICHHI TyI1, KyH TUBUTUMEThCS IpaBells. [lapamerp Setlntensity 3anae
BIJITIOBITHO SICKPABICTh BDXKITOBIAHO J10 ocBiTiIeHHS Lumen. Meton BeginPlay takox
BUKJIMKAETHCS JIUIIE HA TIOYATKY I'PH , KOJIA BXKE YC1 aKTOPHU Y CBIT1 OyJIM 3aCliaBHEHI Ta

1HII1a1130BaHI.

[louaTkoBy  MIBUAKICTb Ui [E€PCOHA)ka  BCTAHOBIIOETHCS  Yepe3
GetCharacterMovement() -> MaxWalkSpeed. Metox TiCK BUKIMKAEThCS pPyIIieM
BIJITIOBITHO KOXKCH Kajap i BiH orpumye mapametp DeltaTime. Came Tak peanizoBaHa
JIOTIKa BUTPUBAJIOCTI. TOOTO BUTPUBAIICTh Y HAC OHOBIIOETHCA KOXEH TiK, TaKOXK
npucyTHs mepeBipka Stamina < 5.f y StartRun ans 3amoGiraHHsS MUTTEBOTO
aKTUBYBaHHS OITy MICJS TOTO SK BUTPUBATICTh OyJia BUueprnaHa. MeTou BUTPUBAIOCTI
taki gk DrainStamina Ta RegenerateStamina BHKOPUCTOBYIOTH  (DYHKIIiIO
Fmath::Clamp , BoHa rapaHTye 1110 Jiana3oH B JaHOMY BHUIAIKy 3aBxau Oyae Big 0 10
MakcuManibHOro 3HadeHHss MaxStamina. bes Clamp 3 BurpuBamicth Moria 0 He
NpPaBUJIBHO MPOPAXOBYBATUCh, TOOTO BUTPUBAJICTh Morja HaOyBaTH Bl €MHOTO
3HaueHHs a0o mnepeBuulyBatu gomyctume. LIBUAKICTH BUTpaTH MICHS TECTyBaHHS
BcTaHOBJICHHS 5K 15.f Ha cekynay , a BimHoBIIeHHS Bke 8f Ha cexyHny. Lle nae omiHky ,
[0 BUKOPUCTOBYBATH Oe3MepepBHO OIir MOXKHA MPUOIM3HO 8 CEKYHI, B TOM 4Yac K Ha

BIJIHOBJICHHS TTOTPiOHO MpUOIN3HO 12 cexyH .
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Interact ue wmerox , sKuM peanidye came BHSBICHHA OO €KTIB, SKI €
IHTepaKTUBHUMHU IS rpaBLs qepes JiHITHEHE TpacyBaHHS
LineTraceSingleByChannel. ITpucythiii napamerp ECC_Visibility , sxwuii B3aemonie
TIIBKY 3 00’ €KTaMH SIKI BUAMMI JIJIs1 KaMepH, 1€ 3armo0irae B3aeMoii 3 00’ €KTaMu Kpi3b
CTIHU 9u 1HII 00’ €KTH. [TepeBipka qyepes
Implements<ULabyrinthosinteractinterface>() Ta Buxmuk EXxecute Onlnteract e
peamizamiero  “Interface” — TOOTO mEepecoHak € TMOBHICTIO BIJOKPEMJICHUM Bij

KOHKPETHHUX 00'€KTIB 3 IKUMHU B3a€EMOJIIE.

ToggleFlashlight — me meron, skuit Bignosinae 3a gixrap. bFlashlightOn — ne
OyneBa 3minHa, !'bFlashlightOn imBeprye motounuii craH mixtaps, 3a IOTIOMOTOO

SetVisibility(bFlashlightOn) cBitio BMukaeTbcst a00 BUMHKAETHCS.
Jlicruur xony Labyrinthosinteractinterface.h:
UINTERFACE(MinimalAPI, Blueprintable)

class ULabyrinthosInteractinterface : public Ulnterface

GENERATED_BODY()

1

class LABYRINTHOS_API ILabyrinthosInteractinterface

GENERATED_IINTERFACE_BODY()

public:
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UFUNCTION(BlueprintNativeEvent, BlueprintCallable, Category

"Interaction”)

void Onlnteract(ACharacter* Interactor);

}

Ileit ¢aitn orosomrye iHTepdeiic B3aemomii , SKUH peani3yloTh yci
iHTepaKTHBHI 00’ €KTH y IporparpaMaomy 3actocyHky. BlueprintNativeEvent na
meroai Onlnteract xaxe mpo Te , IO MOBEAIHKY MOKHA TEPEBU3HAYUTH U y
Blueprint-rpadi koHKpeTHOro 00’ekTy. 3aBOSKH IIBOMY peayi30BaHU pi3Hi
Blueprint y sixuii BukopuctoByethest Oninteract , ajge koxeH pearye Ha B3aEMOJII€

O-pPI3HOMY.

[Mepmmim 3 takux Blueprint € BP_Note. Ile rpad mis BigoOpaxeHHs
3aMHCOK, SKI 3HAXOJUTHUME TPpaBelb MPOTATOM rpu. st 11boro OyB HAIMCAHHMA

xenep ¢aiin , e Oynu onucadi MOTPiOH1 3MiHHI. A OCHOBOIO € KOPOTKUN CPP:

AlabyrinthosNote: :AlabyrinthosNote()

PrimatyActirTick.oCanEverTick = false;

void AlabyrinthosNote::Onlinteract_Implementation(Acharacter* Interactor)

{}

Metox Onlinteract_Implementation € mopoxsHiM , Tak SK cama JIOTiKa

peamizyethbes uepes blueprint-rpad.
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Kaac BP_PuzzleBase

BP_PuzzleBase € 6a30BuM KJ1acoM 1 BCIX TOJIOBOJIOMOK I'PH Ta MICTUTh CHUIBHY
JIOTIKy IepeBipkHu yMoB 3aBepiieHns. Kimouosa 3minna blsSolved tunmy Boolean 36epirae
CTaH rOJIOBOJIOMKH, BUKOPUCTOBYETHCS SIK KOHCTaHTA , MOYKE 3MIHUTHUCS JIUIIA OJUH pa3
, SKpa3 IpH YCHIIIHyoMy BupimieHHi romoBojgoMmku. ®Pyskiis CheckSolution
BUKIIMKAETHCS TCIsI KOXKHOI JMii TpaBIsl Ta TEpeBipsie MOTOYHHWMA CTaH EJIEMEHTIB
TOJIOBOJIOMKH BITHOCHO MPAaBWJIBHOI BIAMOBIIl. BUKOPUCTOBYETHCS ISl TOJOBOJIOMKH 3
IETJIMHAMH, BUKIMKAETHCSA TICIA KOKHOTO HATHCKAHHA IETJIUHU 1 TIepeBipse Ha
MPaBHIBHICTh, TOOTO UM Y MPABIIIBHOMY MOPAAKY Oyia HaTHCHyTa IETiIHHA. SIKIIO X
rpaBellb HATUCHE HEMPABUIbHY , BIAMOBIIHO HAy4YH HE 3a MPABHJIBHUM MOPSIAKOM — YCi
HErIMHU sIK1 OyJIM HATUCHYTI MOBEPTAIOTHCS Y CBOIO MOYATKOBY IMO3HMIIIIO, BiJIMOBITHO
YBECHh TMPOTPEC TOJOBOJIOMKHM CKUIAETHCSA. AJie SKIO TOPSI0K NPAaBUIbHUM,

BukJmkaetbcss OnPuzzleSolved.

Bigmosigao OnPuzzleSolved aktusye scripted event sikuii Mmae BigOyTHCS IiCIIs
YCIIIIIHOTO BUKOHAHHS I[1€1 TOJIOBOJIOMKHM Ta BIIOYAEThCS 30€pPEKEHHsSI TpU Yepes

BP_SaveGame.
Kanac BP_SaveGame

BP_SaveGame — e xac , skuii ycmaakoBy€eThes Bix 6a3oBoro kimacy USaveGame

pYyIIIis Ta MICTUTD BC1 JIaH1 HEOOX1IHI JJIs1 30€pEKEeHHS Ta BIIHOBJIEHHS CTaHy TPH.

Tabmug 4.1 — 3miHHI KI1acy

3MiHHA Tun IIpusHaveHHs
PlayerLocation FVector [To3wuitist rpaBIis y CBITI
. [HeKcH mepeKpUTUX
BlockedPassages Tarray<int32> JICKCH TICPEXP .
MPOXO/IiB Y Ja0IpUHTI
KinbkicTh BUPIIIEHUX
SolvedPuzzlesCount Int32 P
TOJIOBOJIOMOK
KinpkicTh MpOYUTAHUX
ReadNotesCount Int32 P
3aITMCOK

2026 p. MyrTinze Jmurpo



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst 51
IrpoBwuii meckromn-3acTOCyHOK B yaHpi adventure Ha ocHoBy pymrist Unreal Engine 5

Came 30epexeHHsI 3aBKIU B110YBA€ThCS aBTOMAaTUYHO IMICISI KOXKHOTO BaXKJIMBOTO
MOMEHTY. 30epeCeHHS BUKOHY€EThCS uepe3 BUKIMK QyHKiii SaveGameToSlot 3 imeHem
CIIOTY Ta 1HAEKCOM T'paBIisl, TOOTO rpaBellb HeMae KOHTPOIIIO HaJl MOMEHTOM 30epeKeHHs

IPOTPaMHOTO 3aCTOCYHKY.

BlockedPassages 1ie macuB IiiMX dY#cel , J€ KOXKHE YHCIO € BiJMOBIIHUM
1HICKCOM TIEPEKPUTOr0 MPoXoAy y JadipuHTi. [Ipy 3aBaHTaKCHHS TpaBLd y TPy yepes
LoadGameFromSlot cucrema mae mpoiTHCS 1O IbOMY MACHBY 1 IEPEKPUTH BiAIOBIIHI

MPOXOJIU y JIAOIpUHTI.

[Tpu 3aBaHTaxeHHI rpaBus y jgadipuat PlayerLocation mepenaerbes Hampsmy y
SetActorLocation aktopa. A SolvedPuzzlesCount Ta ReadNotesCount BigHOBITIOIOTHCS

BIJIIIOBIJIHI CTaHH.
4.2 TecTtyBaHHSI MIPOrPAMHOI0 3aCTOCYHKY

TecTyBaHHS pO3pOOJICHOTO MPOTrPaMHOI0 3aCTOCYHKY MPOBOJUIOCH BIJIMOBIAHO
JI0 METH TEeCTYBaHHS, a caMe MEePEBIPKH KOPEKTHOCTI peajtizailii BCiX IrPOBUX MEXaHIK
Ta BIJIMOBIAHOCTI (PYHKIIOHAJILHUM BHUMOIraM BHU3HAQYEHUM Y JAPYroMy pPO3AiIi.
BukopuctoByBanuchk 1Ba METOAM TECTyBaHHs: BepHUdIKallis A MEPEeBIPKU TEXHIUYHOT
KOPEKTHOCTI peaizaliii KoxHO1 PyHKIIII Ta Baigaiis JJ1sl MiATBEPIKEHHS B1IOBITHOCTI

3aCTOCYHKY BUMOTaM crienudikartii.

[lepmie — 1e Bepudikailisi, sika MPOBOAWIACH HA PIBHI OKPEMUX METOIIB abo
KoMIioHeHTIB. [lig dYac TecTyBaHHA TEpPEBIPsUIOCS KOPEKTHICTH POOOTH CHUCTEMU
BUTPUBAJIOCTI, B OCHOBHOMY Il€ OyJIM MOMEHTH KOJIU BHUTPUBAJIICTH IOBHICTIO
BUYEPIYBANAJICA Ta MUTTEBOTO Oiry 0e3 BUTpUBAIOCTI. Takok TecTyBajgach CHUCTEMaA
JIHIAHOTO TpacyBaHHs Jsi MeTody Interact, mepeBipsuioch caMe KOPEKTHICTh 00’ €KTIB ,
TaK0X HEMOXJIUBICTh B3I€MOIISITH 3 HUMH KPi3b CTIHHU, a TAKOXK 4YMd OAQYUTh CUCTEMA IIi

00’exTH abu nepeaaTH 1o 1HGOPMAITITO IHITUM CKpUITaM. 30€pEeKCHHS Ta 3aBaHTAKCHHS
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NEPEBIPSIUCS LUTSIXOM IEPe3anycKy IpOrpaMHOro 3aCTOCYHKY MICliS pi3HUX MOMEHTIB

aBTOMATUYHOIO 30€pepeKHHS TPH.

BignoBimHo apyre — 1e Bamigaris , SKa ITPOBOAWIACH IUISIXOM ITOBHOT'O
MIPOXO/KEHHS 3aCTOCYHKY S5 pasiB, JUIs TEPEeBIPKA HA BIAMOBITHICTH SK MPABUIBHOT
MOBEJIIHKY PI3HUX MEXaHIK Ta Ha OvikaBaHi pe3ynbTaTd. s mpaBUIIbHOI Bajifarrli,
TECTYBAaHHS MPOBOAWIOCH HE SIK 3BHUYAiHE MPOXOJKEHHS, OKPIM TaKOro IUTaHy, iHIII
OynM HampaBlIeHHI Ha HECTAaHAAPTHI BapiaHTU MPOXO/KEHHS AJsl BUSBICHHS OariB y

po0OOTI MPOrPaMHOTO 3aCTOCYHKY.

TectyBaHHS NPOAYKTUBHOCTI 3aCTOCYHKY HPOBOJMUJIOCH 3 BUKOPHCTAHHSAM
BiZMoBiqHUX BOynoBaHuX iHCTpyMeHTiB Unreal Engine 5: Taki komanau sik — Stat fps ta
stat unit gy oTpuMaHHS TaHUX y pealbHOMY 4Yaci, a Takox iHcTpymeHnty GPU Profiler
JUIS aHaAJI13y HaBaHTAXEHHsI Ha BiJleoKapTy. TecTyBaHHsS BUKOHYBAJIOCh Ha 00JIaJJHaHHI 3
nporecopom AMD Ryzen 2700x, Bigeokaptoro NVIDIA GeForce RTX 2070 ta 32 I'b

OTIepaTUBHOI MaM'aTi pu po3autbHOCTI 1920%1080.

Tabnuus 4.2 — Pe3ynbTaTél BUMIpIOBaHb MPOJIYKTUBHOCTI MPU PI3HUX HAIAITYBAHHSIX

SIKOCTI
HanamryBanus FPS cepenniii FPS minimanbauii | [lam'sats (MB)
Low 120+ 95 2100
Medium 87 68 2985
High 58 44 3900
Epic 38 29 5100

AHani3 pe3yabpTaTiB MMOKa3ye 1o ocHOBHUM bottleneck 3actocynky € GPU, a He

CPU, Ha chOrojiHI 11€ € THUMOBOIO CHUTYaIll€l0 IJisi TpadiuHO HACHYCHHUX MPOTPAMHUX
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3aCTOCYHKIB 3 YBIMKHEHUMH TexHojorismu Lumen ta Nanite. Ha nanamryBanus Low
3aCTOCYHOK Mae cepenniit FPS skuit mepesumrye 120, 3 minimymom y 95 FPS, me
BIZIMOBITHO 3a0e30edye OLIbIl HIK KOMGOPTHY pOOOTY 3aCTOCYHKY Ha ClIa0IiomMy
oOmagnanHi. HanamryBanus Taki , sk Medium ta High Bke cyTTeBO Biipi3HSAIOTHCS, ae
3aCTOCYHOK BCE JK JIEMOHCTpYyE KOMGOPTHI /s TPOXOPKCHHS TPU  IMOKA3HHUKH
POJYKTUBHOCTI, MaeMo Ha Medium HanmamtyBaHHSX cepenHii mokasHuk y 87 FPS Tta
MiHIMaasHUM y 58 FPS |10 Bke BiAMoBigae cTaHIAPTy Ta € NPUUHITHUM, TAKOXK MOXKY
HAroJIOCOTH 110 Ha HajamTyBaHHAX High mix yac mpoxomKkeHHs OUIBINOI YaCTHHU TPH
npucyTHiil crabinbHi 60 FPS, ane 3BicHO B neskuit MoMeHTax € npocanku y 44 FPS | axi

I'paBCLb HABPAIAYH Bim{ye I'[i,[[ dac IIPOXOHIKCHHA.

Ha mMakcManpHHX HanamrtyBaHHsX, Epic, HaBanTaxxeHHs Ha GPU 3pocTae cyTTeBO
Ha 00JIaJIHAHHI K€ BUKOPUCTOBYBAJIOCH JJIs1 TECTYBaHHS, 116 BAHUKA€E B OLIBIIOCTI Yepe3
TEXHOJIOT1I0 LUMEN — 1MoBHE TpacyBaHHS MPOMEHIB 3 BEIMKOIO KUIBKICTIO 00’ €KTIB SIK
POCIIMHOCTI TakK 1 3arajoM B JaOipuHTI cuibHO HaBaHTaxye GPU nis oOpaxyBaHHs Ta
MaJIOBAHHS YCIX TOHKOCTEH SIKI POIMOHYE 151 TeXHOoJOoris. Uepes3 mo MaeMo 3HUKEHHS
cepenHboro noxkasHuka A0 38 FPS 1mo € mpuilHATHUM IJi1 TaKUX HaJIAITyBaHHS, HA

TakoMy oOJlaHaHHI.

CTOCOBHO ONIEPTUBHOI ITaM ’AAT1 , B 3AJIEKHOCTI BiJl HAJAIITYBaHHS, aJI€ 3pOCTAE BiJl
2100 wmerabaiitr ma Low mo 5100 wmerabaiit Ha EpIC, mo mig MakCHMalbHUX
HaJIAIITYBaHHS € 1€ IyKe ONTUMI30BaHO. 3arajoM Takuii 006’ €M MOB’sI3aHUM 3 PO3MIPOM
TEKCTYp SKI 3aBaHTAXYIOThCA Yy BIiomamM’aTh BIAMOBIIHO JO PIBHSA JAeTaii3alii

3d3HAYCHOI'0 Y HAaJIAINTYBAHHAX.

OTumizallis — BaXXJIMBUNA KPOK, JJISl IbOTO OyJIO 3aCTOCOBAHO HACTYIHI PIIICHHS:
oOMeXEeHHs BiJICTaHHI BimoOpaxokeHHs 00’ekTiB 3a gomomoror CullDistance , e
JTIO3BOJISIE HE PEHJICPUTH T'Pi 00’ €KTH K 3aHAJTO JAICKO. Take pileHHs € 000B’I3KOBHM

KOPOKOM B oONTHUMI3alii. 3MEHIICHHS KITbKOCTI IWHAMIYHOTO CBITJIa Ha pIBHI Ta
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Bukopuctanas Virtual Shadow Maps 3amicth 3BU4YaliHWN TiHEH, 3a0e3redye OUTbII

Kpalry SKIiCTh TP BKe BIJHOCHO MEHIIIOMY HABAHTAKEHHI.
4.3 KepiBHHUITBO KOPUCTYyBaya

Y 1upoMy po3Aisli ONMHUCAHO KEPIBHUITBO KOpPUCTyBada. To0TO OyAyThb OIHMCaHI

KPOKH IJIs1 ITIOBHOT'O IIPOXOPKCHHA I'PU.

['paBenib mouMHAaEe 3 3aBaHTAXEHHS TPU Ta MOTPAIUIIHHS Yy TOJIOBHE MEHIO
MpOrpaMHOro 3acTOCyHKy. Ha moyaTkoBOMy €KkpaHi TpaBellb MOXe 3alTh B
HaJaIITyBaHHS Ta 00patu MOTpOHI mapamerpu. st modatky Trpu Tpebda HATUCHYTH

KHOTIKY Start , micyis gyoro rpaBenb Oy/ie BAHTQXXUTHCh HA OCHOBHY Mamy, JIaGipuHT.

{ 5 - 5
Pucynok 4.2 — [loyaTtkoBa 1mo3utlisi rpaBLs
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['paBentb 3 SBASETHCS HA TMOYATKY JIAOIPUHTY , 3BIJAKM TOYMHAETHCS IIJISX
IPOXO/DKEHHS TpU. Y Neplll XBWIMHU T'PaBEllb Uy€ ToJIOC , AKUI Ka)Xe 1110 TPaBLO

noTpiOHO 3pOoOUTH abu 3BiJICH BUOpATHUCS.

X

Pucynox 4.3 — Ilepia rojgoBojioMka

bnykatoun n1abipuHTOM , IpaBellb 000B’A3KOBO 3HANIE OJIHY 3 IBOX I'OJIOBOJIOMOK
AKi TOTPIOHO TPOWTH ANl TPOXOHKEHHS TpH, Ha PHUCYHKY 4.3 moka3aHa mepiia
TOJIOBOJIOMKA, a caMe CBITJIO, MOTPIOHO BUKOPUCTOBYIOUM JIXTap 3HAMTH yci MOTPiOHI
OYKBH , BOHH IIPOSIBJIIIOTHCS TUIBKY IMICIIS TOTO SIK HA HUX MOMaze CBITio 3 jixTaps. Komu
ycCi cuMBOIIM Oy TyTh 3HANICHI , 3aCTTABHUTHCS 3aIHCKa 3 ICTOPI€I0 , 3 IKOO TPaBIIIO Tpeba

O3HAWMOMUTUCH.

-t

Pucynok 4

RGN o P~ e

4 — TlosiBa 3ammucku
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3anmcka 3’SBISE€THCS Ha JIEPEBi, TPAaBElb MAa€ MPOYUTATH i1 JIsI O3HAWMOMIICHHS 3

icTopiero nepconaska. [licis yoro Ha rpaBiis yekae Scripted event.

Pucynox 4.5 — Ilosisa MinoTtaBpa

[Mepmmii scripted event , nmosBa MiHOTaBpa, NMPOYUTABIIM 3aIKMCKy TPaBEllb
J3HA€EThCS 1HQOpMaLio, o0 YCKIaIHUTA Ta 3pOOUTH redMIuied y JaOlpuHTI OUTbII
HANpyKEHUM , MICIS KOXHOI MPOYUTAHOI 3alMCKU TOPYY 3 rpaBLeM Oyze 3’ sSBISTUCS
MiHoTaBp, KM HIyKaTUME TIpaBll Ta MepeciigyBaTUME HOro JESIKUd 4ac MOKU He

BTPATUTH 3 TIOJIS 30PY.

Pucynox 4.6 — JIpyra rojgoBosiomka
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bnykatoun nabipuHTOM , TpaBelb MICIS MEPIIOi T'OJOBOJIOMKH OOOB’SI3KOBO
HaTparuTh Ha APYTY 1 BIAMOBIIHO OCTaHHIO T'OJIOBOJIOMKY. ['paBiito moTpiOHO Oyje y
MPAaBUJILHOMY TOPSAIKY HATUCHYTH Ha LETTU A MPOXOIKEHHS TOJOBOJOMKH, alKe
MOKY BiH TyT , yCi IIJISXH BUXOY 3a0JIOKOBaHI, cCaMe€ TOMY T'PaBIff0 Tpeda MPONTH ITF0
TOJIOBOJIOMKY , @ TaKOX 3aJyIsl OTPUMAaHHS OCTaHHBOI 3amucku. [licis 4oro rpaBemb
MaTHUME 3MOTY BUWTH 3 JIaOIpUHTY. AJie 3BICHO MICI]IA BUPIIICHHS €] TOJIOBOJIOMKH ,

3’aBUThCSE MiHOTaBp , KU1 B 11eil pa3 Oyje oBIIE epeciiilyBaTH TpaBIisl.

Pucynok 4.7 — Buxina 3 n1aGipuHTy

Ha Buxonai 3 mabipuHTy TpaBIisl YEKAarOTh BUCOKI CXOJH, MITHSBIIUCH HAa TOPY
rpaBellb BTPATUTh CBIJOMICTb. 3BIICH MOYMHAETHCS (1HATBLHUN BUOIp TpaBLs , SIKUI

BUPIIINATH JIOJTIO MIEPCOHAKY.

What did you understand while wandering through the labyrinth?

1. 1 already know the way home.

2. | don’t need to look for answers anymore.

3. 1 still don’t understand everything.

Pucynok 4.8 — @inanbauii BUOIp
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®inan rpu 3poOneHui Tak, MO y TpaBmsd € 3 BapianTu BuOOpy. OTpumyroun

HapaTuB 3 3alIMCOK I'paBCLb Ma€ 3pOBYMiTPI JOMY Ta 4CpPC3 IO IMOKapaJik IICPpCoOHa)XKa.

[Tepmmii BUOIip — 11€ MOKa3yBaTUME , 1110 TpaBellb HE 10 KIHIIS 3pO3YMiB IMOKapaHHS

MIEPCOHaXKa Ta HOTo iCTOPit0, Yepe3 10 EPCOHaXK Oyie OrykaTtu JabipUHTOM BIYHO.

Jpyruii Bubip — mepcoHaxx nmomMupae micis OnxykaHHs jalOipuHToM. ['paBenp He
3p03yMiB MOpaJli OCTOpii Uepes , 10 BTpayae mepcoHaxa. Takok MOKIIMBO , IO TPaBellb
03HAMOMMBIIIUCH 3 ICTOPI€I0 TIEPCOHAXKA BUPIIIUB, 110 TOW POOMB yce MPAaBUIILHO 1 HE

3aCIyTOBY€ NIOKapaHHS.

Tpertiii BUOIp — EpCOHAXK MOBEPTAETHCS Y CBIT A€ HapoauBcs. [ paBelb NpaBUIbHO
3p03yMiB MoOpajib ICTOpii, O3HAMOMMBCS Ta 3pO3yMIB ICTOpli MepcoHa)xka Ta HOro
nokapanHs. [IpoimoBniyn 1abipuHT NEPCOHAXK YCBIAOMHUB CBOi MIOMUJIKH MHUHYJIOTO Ta

3aMUCITIOETHCS TIPO MAlOYyTHE.
BucnoBkm 10 4 po3ainy

B xoxi TecTyBaHHS TPOrpamMHOrO0 3aCTOCYHKY yci Oarm abo HEeBiJIMOBIiIHI
OUIKYBaHHSIM pe3yJIbTaTu OyJin BUIpasiieHl. [IpoyKTUBHICTh MPOTPAMHOT0 3aCTOCYHKY
Oyno oIiHEeHO fAK 3aAo0BUIbHO. KopucTyBaua uekae KOMGOPTHHI TredMIUIe 3
Harpy>keHHAM. Takox Oyio po3poOjieHO KePIBHUIITBO KOPHUCTYyBaya , Ji¢ MOKa3aHO Ta
OMHMCAHO KOKPETHI KJIIOYOBI MOMIi , fKI HOTPIOHI AJIA MPOXOHKEHS MNPOrpPaMHOrO

3aCTOCYHKY.
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BucHoBKH

[Tin wac BuKOHAHHS KBamidikamiiHoi 0akamaBpCchkoi podOTH OyJsI0 po3poOIeHO
IrpOBHI1 IECKTOM-3aCTOCYHOK B »kaHpi adventure na ocuosi pytis Unreal Engine 5 skuii
mae Ha3By Labyrinthos.

VY nmepriomy po3iii Oyyio mpoBeAEHO aHali3 CydyacHOTO CTaHy irpoBoOi 1HIAYCTPI,
TaKOX JOCIIHKEHO 0COOIMBOCTI XKaHPY MPOTrPaMHOr0 3aCTOCYHKY Ta MPOBEJICHO aHai3
icCHy1ounX aHajioriB. OCHOBY TeMMILICI0O BU3HAYEHO 3a KIIOYOBUMHU XapaKTEPUCTUKAMU
KaHPY MPOTPAMHOI0 3aCTOCYHKY, a came : JOCIHIJDKEHHS JaOIpUHTY, HapaTUB yepe3
3aIlMCKU Ta TOJIOBOJIOMKH, JOAATKOBE HAINIPYKEHHS Yepe3 B3a€MO/I110 3 MIHOTaBpOM.

VY npyromy po3aui cpopmodani (pyHKIIOHATBHI Ta He(YHKIIOHAIBHI BAMOTHY JJIs1
3aCTOCYHKY , TaK0X OyJIo OOrpyHTOBaHO BHOIp iHCTpyMeHTapito i po3pooku. Unreal
Engine 5 3 takumu TexHosorisMu sk Lumen ta Nanite € Halikpamum BHOOpOM JIIst
peaizaliii MporpaMHOro 3aCTOCYHKY, BIJIMOBITHO CTBOPEHO aTMOC(EpHE CeperOBHIIE
Ja0IpUHTY 3 TUHAMIYHUM OCBITJICHHSIM.

Y TpeThoMy pO3/iNi OMHCAHO BUKOHAHHS MOJEIIOBAHHA Ta caMy peaii3allito
3acTOCYHKY. CIIpOEKTOBAHO apXiTEKTYpY 3aCTOCYHKY. PeanizoBaHO cucTeMy KepyBaHHS
MIEPCOHAXKEM , 1110 BKIIFOUA€E MEXIHKH X0J1b01, OIr Ta BUTpUBANICTh. PeanizoBaHo cucreMy
B3acMoil 3 00’€KTaMHd Ta TOJOBOJOMKH [BOX THNIB — CBITJIOBa Ta IociigoBHa. Al
peanizoBanuii yepe3 Behaviot Tree , Takox mpucyTHe ayaio GOpMIICHHS TeHMILICIO Ta
BUKOHAHO CHUCTEMY 30€peKeHHs MPOrpecy.

VY derBepTOMYy PO3IAUII OMHCAHO peajizallil0 KIYOBUX KJIACiB MPOrPAMHOIO
3aCTOCYHKY 3 BUKopucTaHHsM sik C++ tak 1 Blueprint-rpagis. Bukonano tectyBanHs 3
Bepu(ikaliero Ta Badijaimietro. Pe3ynbrat TecTyBaHHA € KOPOPTUMHU , IO O3HAYAE
OIIHKY , SIK 33JIOBLJIBHO.

B nigcymKy , pe3ysibTaToM poOUTH € peaiai3oBaHuid IPOrpPaAMHHI 3aCTOCYHOK SIKU
€ (YHKIIOHAJIBHUM JUI peaji3allii reMIuiel0. 3aCTOCYHOK MOy OyTH BHUKOpPHUCTAll SK
OCHOBY JJIsl peani3zalii 01b1oro Macmrady y mailOytabomMy. Ilporpamuuii 3acTocyHoK

JIEMOHCTPY€E HABUUKH 3 3aCTOCYBAHHS CY4aCHUX TEXHOJIOT1H 115t po3poOku Ha 6a3za UES.
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NTOJATKH
LabirinthosCharacter.cpp
#include "LabyrinthosCharacter.h"
#include "Camera/CameraComponent.h™
#include "Components/SpotLightComponent.h"
#include "GameFramework/CharacterMovementComponent.h™
#include "Engine/World.h"
#include "LabyrinthosinteractInterface.h™
ALabyrinthosCharacter::ALabyrinthosCharacter()
{
PrimaryActorTick.oCanEverTick = true;
FirstPersonCamera = CreateDefaultSubobject<UCameraComponent>(
TEXT("FirstPersonCamera™));
FirstPersonCamera->SetupAttachment(GetMesh(), FName("head™));
FirstPersonCamera->bUsePawnControlRotation = true;
Flashlight = CreateDefaultSubobject<USpotLightComponent>(
TEXT("Flashlight™));
Flashlight->SetupAttachment(FirstPersonCamera);
Flashlight->SetIntensity(5000.f);

Flashlight->SetOuterConeAngle(35.f);



Stamina = MaxStamina;

}

void ALabyrinthosCharacter::BeginPlay()

{
Super::BeginPlay();
GetCharacterMovement()->MaxWalkSpeed = WalkSpeed;

}

void ALabyrinthosCharacter::Tick(float DeltaTime)
{
Super::Tick(DeltaTime);
if (bIsRunning)
DrainStamina(DeltaTime);
else
RegenerateStamina(DeltaTime);
}
void ALabyrinthosCharacter::SetupPlayerInputComponent(

UlnputComponent* PlayerInputComponent)

Super::SetupPlayerInputComponent(PlayerinputComponent);

PlayerInputComponent->BindAxis(*MoveForward", this,
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&ALabyrinthosCharacter::MoveForward);
PlayerInputComponent->BindAxis(""MoveRight", this,
&ALabyrinthosCharacter::MoveRight);
PlayerInputComponent->BindAxis(""LookUp", this,
&ALabyrinthosCharacter::LookUp);
PlayerInputComponent->BindAxis(""LookRight", this,
&ALabyrinthosCharacter::LookRight);
PlayerInputComponent->BindAction("Run", IE_Pressed, this,
&ALabyrinthosCharacter::StartRun);
PlayerInputComponent->BindAction("Run", IE_Released, this,
&ALabyrinthosCharacter::StopRun);
PlayerInputComponent->BindAction("Interact"”, IE_Pressed, this,
&ALabyrinthosCharacter::Interact);
PlayerInputComponent->BindAction("Flashlight”, IE_Pressed, this,
&ALabyrinthosCharacter::ToggleFlashlight);

}

void ALabyrinthosCharacter::MoveForward(float Value)
{
if (Value 1= 0.1)

AddMovementinput(GetActorForwardVector(), Value);



}

void ALabyrinthosCharacter::MoveRight(float Value)
{
if (Value '=0.1)
AddMovementinput(GetActorRightVector(), Value);

}

void ALabyrinthosCharacter::LookUp(float Value)

{

AddControllerPitchinput(Value);

}

void ALabyrinthosCharacter::LookRight(float Value)

{

AddControllerYawlnput(Value);

}

void ALabyrinthosCharacter::StartRun()
{

if (Stamina < 5.1) return;

bIsRunning = true;

GetCharacterMovement()->MaxWalkSpeed = RunSpeed;
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void ALabyrinthosCharacter::StopRun()

{
blsRunning = false;
GetCharacterMovement()->MaxWalkSpeed = WalkSpeed;

}

void ALabyrinthosCharacter::DrainStamina(float DeltaTime)
{
Stamina = FMath::Clamp(Stamina - 15.f * DeltaTime, 0.f, MaxStamina);
if (Stamina <= 0.f)
StopRun();

}

void ALabyrinthosCharacter::RegenerateStamina(float DeltaTime)

{

Stamina = FMath::Clamp(Stamina + 8.f * DeltaTime, 0.f, MaxStamina);

}

void ALabyrinthosCharacter::Interact()

{

FVector Start = FirstPersonCamera->GetComponentLocation();
FVector End = Start +

FirstPersonCamera->GetForwardVector() * InteractRange;



FHitResult HitResult;
FCollisionQueryParams Params;
Params.AddlgnoredActor(this);
bool bHit = GetWorld()->LineTraceSingleByChannel(
HitResult, Start, End, ECC_Visibility, Params);
if (bHit && HitResult.GetActor())
{
AActor* HitActor = HitResult.GetActor();
if (HitActor->Implements<ULabyrinthosInteractinterface>())
{
ILabyrinthosInteractinterface::Execute_Oninteract(

HitActor, this);

}

void ALabyrinthosCharacter::ToggleFlashlight()
{
bFlashlightOn = !bFlashlightOn;

Flashlight->SetVisibility(bFlashlightOn);
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