MIHICTEPCTBO OCBITU I HAYKU YKPATHU
JAEPKABHUU YHIBEPCUTET EKOHOMIKHU I TEXHOJIOT'TU

HHI/akynsTer IHdopmaIiiHUX TEXHOJIOT1H
Kadenpa IHdopMaTHKH 1 MPUKIAJTHOTO MPOTPAMHOTO 3a0€3MeUCHHS
CrenianbHICTh [mxenepist mporpaMHOro 3a0e3neyeHHs
dopMa HaBUaHHS JlenHa
KBAJII®IKAIIIMHA
BAKAJIABPCBKA POBOTA

KanycrsiHcbkoro Makcuma Iroposrnua
(npizeuwye, im’sa, no bamvkosi 3000y6aua)

Ha TeMY «Po3po0Ka rpu skaHpy cTpaTeris Ha MoBi C++y
(nosna nazea memiu)

opanb IPOBIIHUX coerdaiaicTiB 3 po3poboku [13 Tta
npoekTyBaHHsa b/1

3a MaTepiaiaMu

(nosna Hazea 6asu 00CAiONCeHHs)

HAayKOBHH KEPiBHUK K.T.H. Mensenes JI.I'.
(Hayk. cmynius, guene (nionuc) (npizeuwye, iniyiaiu)
36aHHS1)

PoGora nonymena go 3axucry B EK

[TpoTokon 3aciganus kadeapu
Bix 11.06.2025 p. Ne 12
3aBigyBau kadenpu

(Tiamumc)

I.T.H., ipodecop 3enencrekuii O.C.

Hayxk. cmynens, euene 36anms Iniyianu, npizeuwe

Kpuswuii Pir — 2025



MIHICTEPCTBO OCBITU I HAYKU YKPATHU
JAEPKABHUU YHIBEPCUTET EKOHOMIKHU I TEXHOJIOT'TU

HHI/pakynbreT [HdopmaIiiiHUX TEXHOJIOT1H
Kadenpa [HbOpPMATHKH 1 MPUKIAJTHOTO MPOTPAMHOTO 3a0€3MeUCHHS
CrenianbHICTh [mxeHepist mporpaMHOro 3a0e3neyeHHs
dopma HaBUaAHHSA Jenna
«3ATBEPJIKYIO»
3aBimyBau kadeapu 3enencekuit O.C.
(migmuc) (ITpizBuiue, iHimianm)

«11 » yepBHs 2025 poky

3ABJIAHHA
HA KBAJI®IKAIIMHY BAKAJIABPCHKY POBOTY

1. Tema pobotu__ «Po3poOka rpu skaHpy crpaTeris Ha MoBi C++»

KepiBauk po6otu_ k.T.H. MeaBenes JI.I'.
3aTBEP/KEH1 HAKa30M 3aKJiay BUINOI OCBITH BiJl «04» Oepesnst 2025 p. Ne 222-ct

2. Ctpok nogaHHs 3100yBaueM po0oTH 10 «09» uepBHs 2025 p.

3. 3MmicT kBanidikalliinoi poooTH, 00’ €KT, MPEeIMET Ta METa JOCIIIPKCHHS:

Po3aia 1. IlocTanoBka 3aaaui

Po3nin 2. Po3po0ka aaropurMmy po3s’si3aHHsA 3a1a4i

Po3nin 3. Opranizanisi indpopmaniiiHoro 3ade3ne4eHHs

Po3aia 4. Po3po0ka nporpaMHoro 3aée3ne4eHHs

006’ ’exkm 00CNI0AHCEHHS. 2pa HCAHPY Cmpamezis

IIpeomem docniodcenns. iHghopmayitina niOmpuMKa 2pu Hcampy cmpamezis

Mema xsanigixayiiinoi pobomu: po3pobKa epu iHcampy cmpamezis

5. lata Bugaui 3aBnanus  «04» Oepesns 2025 p.




KAJIEHJAPHUU ITJIAH

BinMiTka kepiBHHKA

Ne Ha3pa eranis M/IP CTpOK.BHKOHaHHH PO BUKOHAHHS €TalliB
3/l eTariB poooTH .
(mara, miamnuc)
1 | IligroToBka po3miny 1 04.04.2025-13.04.2025
2 | ITigroTroBka po3niny 2 14.04.2025-26.04.2025
3 | [linroroBka po3ainy 3 27.04.2025-15.05.2025
4 | [TlinroroBka po3airy 4 16.05.2025-08.06.2025
Peectparist 3aBepieHoi Peectpamiiinnit No
> KBaTidiKaIiinHoi podoTH 09.06.2025 «09»uepBHs 2025 p.
6 OtpumanHs BIITYKY BiJl 10.06.2025
HAYKOBOT'O KePIBHHKA
7 ITomauus KBaJIl(i)‘lKaIIII/IHOI pobotu 11.06.2025
Ha Mepenis]l 3aBiyBady Kapenpu
8 | OrpumaHHS 30BHIIIHBOT pereH3ii 12.06.2025
[omepenniit 3axuct
9 | xBamidikariitHoi po6OTH Ha 13.06.2025
kadenpi
10 | IlixgroroBka mo 3axucry B EK 16.06.2025-21.06.2025

3aBiaHHs MiArOTYBaB HAYKOBUH KEPIBHUK

3aBI[aHH$I OICPIKaAB

(migmc)

(mmigmic)

Mensenes JI.I.

(mpi3BumIe Ta iHimiamm)

Kanveraucbkuii M.1L

(mpi3BuIIE Ta iHimiam)




3I'OJIA 3100yBaya BUIIIOL OCBITH
JlepaBHOTO YHIBEPCUTETY €KOHOMIKH 1 TEXHOJIOT1H PO MEPEeBIpKY
kBasTi(hikaIfiitHoi poOOTH Ha MPOSIBU aKaJAEMIUYHOTO IIariaty
Ta po3MilieHHs B Peno3utapii YHiBepcurery

A, KanycTsaacbknui Makcum IropoBuu
(ITIID),

MIATPUMYIO TIOMITUKY Jlep’KaBHOTO YHIBEPCHUTETY EKOHOMIKM 1 TEXHOJIOTIH 3
aKaJeMIgHO1 TOOPOUECHOCTI 1 BIIKPUTOTO JIOCTYIIY.

3acBiquyto, o kBamidikaiiiHa 6akagaBpcbka podoTa

«Po3pobka rpu skaHpy cTpaTeris Ha MoBi C#»
BUKOHAHA CaMOCTIHHO Ta HE MICTUTh aKaJeMIYHOro IulariaTy. Sl He HajaBaB 1 HE
OJIEP>)KYBAaB HEJ03BOJICHY JIOMOMOTY MijJ 4Yac MIATOTOBKU Ii€i podotu. Pobota
MICTUTh pE€3yJbTaTH BIACHUX JOCIIIKEHb. BUKOpUCTaHHS 1€, pe3yJbTaTiB 1
TEKCTIB 1HIINX aBTOPIB MAIOTh MOCUJIAHHS HA BIAMOBIIHE JIKEPEIIO.

I3 yunHuM [lonoxkeHHsM Mpo 3amo0iraHHd Ta BHSBJICHHS aKaJeMIYHOTO
miariaty B poOoTax 3100yBadiB BHUIOi OCBiTH [[epkKaBHOTO YHIBEPCHTETY
CKOHOMIKM 1 TEXHOJOTIH O3HaoMJeHUH. YiTKO YCBIIOMITIOIO, IO B pasi
BUSBJIICHHS y KBamdikamiiiHid poOOTI TMOpPYIIEHHS HOPM  aKaJeMidHOl
n00poyecHOCTI poOOTa HE JOMYCKAEThCS J0 3aXUCTy ab0  OI[IHIOEThCS
HE3aJI0BUTBHO.

Takoxx s nDoiHdbopMoOBaHMMA, IO BiAMoOBiAHO 10 «llomokeHHS TMpo
Penosurapiii Jlep>kaBHOTO YHIBEPCUTETY €KOHOMIKM 1 TEXHOJIOTIN» 3a3HaueHa
pobGota Oyzae po3MimieHa B ElekTpoHHOMY apXiBi YHIBEPCHUTETY. 3 yMOBaMU
TaKOTO PO3MIIICHHS 03HAMOMJICHUI(HA).

Jlata MINUC 1HII[1aJIM, TIP13BUILIEC
(B1acHOpyY)



AHOTANIA
Ha KBaJdidikauniiny 0akajJaBpcbKy po0oTy
«Po3pobka rpu :xaHpy crpareris Ha MoBi C++»

Kanycrsaacskoro Makcuma Iroposuua

KBamiikamiiina  OakamaBpchbka poboTa Ha  3A00yTTS  OCBITHBO-
kBamidikamiitHoro piBHA OakamaBpa 31 cmoemianbHocTi 121 «lHkeHepis
IpOrpaMHOro 3abe3neyeHHs» — JlepkaBHUM yHIBEpPCUTET EKOHOMIKH 1 TEXHOJIOT1H
— Kpuswuii Pir, 2025.

VY OGakanaBpChKiil AUIUIOMHIM pOOOTI MPEJACTABICHO JNOKJIAIHUN alrOpUTM
PO3pOOKH MPOrpaMHOro 3a0e3MeUeHHs BIACOIr0p y KaHpl CTpaTeris.

[IpoBenenuit 30ip maTepialy JUisi CTBOpEHHsI 0OaraToyHKIIOHAIBHOTO
IPOTPAMHOTO 3a0€3MEeUYCHHS BiJIEOTPH 3a JIOTMIOMOror irpoBoro neuryny Unreal
Engine 4.

Unreal Engine 4 - ne HaOip iHCTpYMEHTIB s PO3pOOKH irop, IO Mae
IIMPOKI MOXKJIMBOCTI: BIJI CTBOPEHHS ABOMIPHHMX I1rop Ha MoOUIbHI A0 AAA-
MIPOEKTIB ISl KOHCOJIEH.

Ha ocHOBI mpoBeaeHOro aHali3dy ICHYIOUMM METO[IB Ta TEXHOJIOTi OyB
oOpaHuil Hallp METOAIB MJisi CTBOPEHHS BIJEOTPU Y >KaHpl CTpaTerisi, a TaKOX
BapilaHTIB JIJIsl TIOJIIIIIEHHS PO3POOKHU MOAATBIINX MPOEKTIB Y IOMY YKaHPI.

Po3pobsieHnii alropuT™ J103BOJISI€ OLIHUTH SIKICHY JIEMOHCTPALIII0 CyYacHUX
QITOPUTMIB PO3POOKM BiIEOITOp, a TaKOX MOXKIUBOCTI toolkit misi cTBOpeHHS
IHITUX MPOEKTIB JAHOTO HATIPSIMKY.

[Tix yac po3poOKuM ciij yAUIUTH yBary: MexaHili, eproHomini. Buxonsuu 3
BHUIIIECKa3aHOTO Oyna chopMynbOBaHa MeTa I1i€l poOOTH, a aKTyaJIbHICTD L1€1 TEMH

HE MIJJIArae CyMHIBY.

Kimouosi cmoBa: Unreal Engine, mporpamue 3abe3nedeHHs], TEXHOJOTIS,

po3po6ka, RTS, Blueprint.
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BCTVII

IrpoBa 1HAYCTpisl y CydyacHOMY CBITI 3aiiMa€ OJIHE 3 IEPEIOBUX MICIb SK
BIIHOCHO CIOKMBa4da, TaK BITHOCHO ¥ J0 pO3pOOHUKIB Ta BHUPOOHUKIB
pI3HOMaHITHOI TTpoayKIlli. KoMm'toTepH1 irpy OTpUMYIOTh pealdicTUuHy rpadiky, a
JUTSL 1X pOOOTH PUHOK 30arauyeThbesi BCe ORI Ta OUTBIN MOTYKHUMH Ta JTOPOTUMHU
KOMITOHEHTaMHU.

CrpareriuHa rpa — 1e rpa (Hampukiaja, Bifco- ab0 HacTUIbHA I'pa), B AKIH
HEBHU3HAYEHICTh 1 YaCTO ABTOHOMHI HAaBUYKH MPUUHATTSA TI'PaBILiB MalOTh BHCOKE
3HAUCHHS MPHU BU3HAYEHH1 pe3yibTaTy. Mailie BCl CTpaTeriuHi irpd BHUMararoTh
BHYTPIIIHBOIO MHCIIEHHS B CTWIl pIlIEHb 1, SIK MPaBUIO, YK€ BHUCOKOI
CUTYaTUBHOI 0013HAHOCTI.

Crpareriuna Bijieorpa — 1€ *aHp BIIEOIrop, KUl (HOKyCyeThCsl Ha BMUIOMY
MUCJIEHH] Ta IUJIaHYBaHHI JOCATHEHHS mHepeMord. BiH miaKpecitoe cTpaTeriyxi,
TaKTH4YHI, a 1HOAI W MaTepiaibHO-TEeXHIUHI NpoOsemu. baraTto irop Takox
INPOMOHYIOTh €KOHOMIYHI BHUKIMKM Ta pO3BLAKY. BoHM, 4Kk mpaBumio,
KJIaCU(IKYIOTbCSI Ha YOTHPU TIJITUIIM, 3aJIEKHO BIiJl TOTO, I'pa MOKPOKOBA YW B
peanbHOMY 4Yaci, Ta 4 rpa GOKYCY€e€TbCS Ha CTpATErii Ui TaKTHIII.

Crpareriuni BIJEOITpM — L€ JKaHP BIJEOIrOp, SKUM MIJKPECTIOE BMiIeE
MUCJICHHSI Ta IUIAHYBaHHS JIOCSATHEHHS IMEPEMOTH. 30KpeMa, TpaBellb MOBUHEH
CIUTAHYBaTH Psifl 1 IPOTH OJHOTO a00 NEKIIBKOX CYMPOTHBHUKIB, & CKOPOUCHHS
CHJI IPOTUBHMKA 3a3BUYall € niuto. [lepeMora mocsraeTscsi 3a paxyHOK BHILIOTO
IUIaHYBaHHS, a €JEMEHT BHIIQJKOBOCTI 3aliMa€ MEHIIY poJib. Y OUIBIIOCTI
CTpaTeriyHuX B1JICOIrOP TPaBIEBl HAMAEThCS OOTOMOMIOHUM TIOTJISIT HA ITPOBHIA
CBIT 1 OMOCEPEIKOBAHO KOHTPOJIOE ITPOBI OJWHUIN TiJ iX KOMaHaor. Takum
YUHOM, OUTBIIICTh CTPATETIYHUX 1TOP B TIA YM 1HIIN MIpPl BKJIIOYAIOTh €JIEMEHTH
BEJICHHS BIWHU 1 MICTSATh TOEJHAHHS TAKTUYHUX Ta CTpaTEriYHUX MIPKYBaHb.
OxpiM OOpOoTHOM, Il ITPM YaCTO CTaBIATH Il CYMHIB 3JaTHICTh TpaBIA

JOCTIKYBaTH €KOHOMIKY UM KepyBaTH HEIO.
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Hespakatoun Ha Te, 1m0 icHye OaraTo IrpoBHX [ii, sIKI THepeadayaroTh
CTpaTeriuyHe MUCIICHHS, X p1IKO1 KJIacu(IKYIOTh SIK cTpareriuni irpu. CtpaTeriuyia
rpa, SK TPaBWIO, Ma€ OUIBIIUKA 00CAT, 1 X OCHOBHHMH akKIICHT POOUTHCS Ha
3IaTHOCTI TpaBLIs MMEepeBakaTu cBOro onoHeHTa. CTpaTeriuHi irpu piaKo MoB's3aHi
3 (QI3UYHUM 3aBIaHHSAM 1, SK TPABWIO, APATYIOTh CTPATEriuHO HaJAIITOBAHUX
rpaBiiB. [lopiBHSHO 3 1HITUMU KaHPAMH, TAKUMHU SK €KITH a00 MPUTOTHHIIBKI
irpH, 7€ OJIMH TpaBellb MEPEXOIUTIE 0araTb0X BOPOTiB, CTPATETiuHI IrPH 3a3BUYal
nependayaloTh MEBHUM pIBEHb CUMETpii Mik cropoHamMu. KokHa cTopoHa, sk
MPaBUJIO, MAa€ JOCTYN JO MOJIOHUX pecypciB Ta Jii, IPUUOMY CUJIbHI Ta CJIaOK1
CTOPOHH KOKHOI CTOPOHU B IIIJIOMY € 30aJITaHCOBAHUMH.

Xouya CTpareriyHi irpu nepeadayaroTh CTPATEriyHl, TAaKTU4HI, a 1HOMI ¢
JIOTICTUYH1 3aBJIaHHS, BOHU BIIPI3HSIOTHCS BIJ TOJ0BOJIOMKU. CTpareriyHa rpa
BUMArae IJIaHyBaTH HABKOJIO KOHQIKTY MK TpaBISIMU, TOJIl SIK TOJIOBOJIOMKOBI
I'py BUMararoTh IUIAHYBaHHS 130J1b0BaHO. CTpaTeriuHi Irpu TaKOXk B1API3HSIIOTHCA
BiJl MOOY/TIOBU Ta YIPaBIIHHS IMITAII€IO, SIK1 BKJIFOYAIOTh €EKOHOMIYHI BUKJIUKU 0€3
Oyap-skux 00iB. Y IUX Irpax MOXK€ BUHUKHYTHU TMEBHA KUIBKICTb KOH(IIKTIB, ajie
BOHU BIJPI3HAIOTHCS Bl CTPATEriuHUX IrOp, OCKIJIBKM BOHU HE MIJKPECIIOITh
HEOOX1THOCTI MPSIMOTO JIii Ha ONTOHEHTA.

Xoya cTpaTeriuHi irpd CXO0Xl1 Ha pOJIbOBI BIJI€OITPH, OCKIJIBKUA TpaBellb
MOBUHEH KEPyBaTH MIAPO3JAUIaMHA 3 PI3HOMAHITHUMH YHCJIOBUMH aTpHOyTamw,
RPG MaroTh TEHACHIIIO A0 MEHINOI KIJIBKOCTI YHIKAJIBHHUX CHUMBOJIB, TOJl SIK
CTpaTteriyHi irpu (POKyCyrOThCA Ha OUIBIIIN KIJTBKOCTI JOCUTh CXOKHX OJUHHUIIb.

Crpareriuni irpu AarOTh TPaBISIM HENPSMUN KOHTPOJb HaJ OaraTtbMa
nigpo3aiaaMu Ha 1moji 0oro. bararo irop, Hanpukiaa Globulation 2, BkiIto4arOTh
1HIII 3aBJaHHS, TaKl K OYIIBHUIITBO OyiBEIb.

I'paBentb KOMaHAy€e CBOIMH CHJIaMU, BHOUpAIOUM OJWHHMINO, SK TMPABHIIO,
KJIallal0uu MUIIKOI0 Ta BUJAIOUM Haka3 3 MeHto. KomOiHalii kiaBim HaOyBarOTh
BOKJIMBOTO 3HAYEHHS JJIS MPOCYHYTHUX TPABIlIB, OCKUIbKH MIBHUIKICTh YacTO €
BOXIMBUAM (akTOpoM. 3a3BUYAM MIIPO3AUTM MOXKYTh PYyXaTHCS, aTaKyBaTH,

3YNUHATUCH, YTPUMYBAaTH TMO3MUIII0, XOYa I1HIII CTPATETIYHl ITPU MNPONOHYIOThH
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Ounpln ckiazHi 3amoBieHHS. [ligpo3mainu MOXyTh HaBITH MAaTH CIeliaii3oBaHi
3M10HOCTI, Takl SK 3HATHICTb CTaTH HEBHAMMHUMHU i IHIIAX OJUHUILL, SIK
MPaBUJIO, BPIBHOBAKEHUX 3A1I0HOCTSAMHU, SIKI BUSBISIOTH 1HAKIIE HEBUAUMI peul.
Jlesiki cTpaTeriyi irpd HaBiTh IMPOMOHYIOTH CHEIlalbHI MiAPO3AUTH Jiiepa, sKi
HaJalTh OOHYC 1HIIMM Tigpo3aiaaM. Iligpo3niid MOXYyTh TaKOX MaTu
MOKJIMBICTh TIJIaBaTH YW JIITATH HAJ I1HAKIIE HEMPOXITHOI MICIEBICTIO abo
3a0e3reuyBaT TPAHCIOPT U IHIIMX MiApo3autiB. He GoitoBi 3a10HOCTI YacTo
BKJIIOYAIOTh MOMJIMBICTH PEMOHTY a00 CHOPYKEHHS IHIIMX IMiIPO3/iIiB abo
Oy/liBEb.

HaBith y ysBHUX uYM (aHTACTUUHUX KOH(IIKTaX CTpaTeriyHi Irpu
HaMararoTbCs BIITBOPUTH BaXKJIMBI TaKTU4YHI CHUTyalli HpoTarom icropii. Taki
npuilomMu, sK (pIaHryBaHHS, IPOBEIEHHSA JUBEPCIA YW PO3pi3aHHA JIHIA Mojayi
MOXXYTh CTaTH HEBI’€MHUMU YaCTHHAMH YHOpaBIiHHSA 0oeM. MicleBicTh cTae
BAXKJIMBOK) YACTHUHOIO CTpATErii, OCKUIbKA OJMHHUIIl MOXYTh OTpUMAaTh ado
BTPAaTUTH TepeBaru Ha OCHOBI JaHamadTy. [leski cTpareriydi irpu, Taki sK
Civilization III Ta Medieval 2: Total War, nepen6adaroTs iHiii GopMu KOHGITIKTY,
Takl K JUIJIOMAaTisA Ta mMUryHcTBo. OfHaK BiiHA € HAUMOIMMPEHIIow (HOpMOIo
KOH(JIIIKTY, OCKUIBKU AW3aliHepaM irop OyJio CKIaAHO 3pOOUTH HEHACHIBHUIIBKI
bopmu KOHPIIKTY SIK TPUBAOIIHBI.

CrpaTeriuni irpu 4acTo MOB'S3aHl 3 1HIIUMU €KOHOMIYHUMH MPOOJIEMaMH.
Cronu MOXHa BiJIHECTH OYIIBHUIITBO OyIMHKIB, OOCTyrOByBaHHS HACEJIEHHS Ta
yOpaBIIHHA pecypcamu. Irpum cTparerii 4acTo BUKOPUCTOBYIOTh BIKOHHHUA
iHTepdeic 1 ynpaBIiHHS IUMU CKIATHUMU TIpo0ieMamu.

BinburicTe cTpateriyHux irop JA03BOJISIOTH TPABISIM HAKOIMUYYBATH PECYPCH,
Kl MOXHa TIEPETBOPUTH HA OAMHUII a00 MEpEeTBOPUTU HA OYJIMHKH, TaKl SIK
babpuku, 1O BUPOOISIOTH Oimbile OAWHMIB. KiTBKICTh Ta BHUIU PECYpCIB
3MIHIOIOTBCSl BIJI TpH 110 TpuU. Y JesAKUX irpax OyJie HaroJIomeHo Ha mpuadaHH1
pecypcCiB, PO3KUIAIOYN BEJIMKY KIJTBKICTh MO BCiM KapTi, B TOM 4ac K IHIII iTpU

HAJaayTh OLIbIlIe yBaru TOMY, SIK KEpyBaTH pecypcaMu Ta 3acTOCOBYBAaTH iX,
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0anmaHCylOUM JOCTYIHICTh PECypciB MDK TpaBUSIMH. Y MEHIIINA Mipl JesKi
CTpaTerivHi irpu JarTh TPABISIM (1KCOBAHY KUIbKICTh OJJMHUIIL HA TIOYATKY T'PH.

Crpareriudi irpu 49acTo JIO3BOJISIIOTH TpaBIIEBI BHUTpadyaTH pPeCcypcd Ha
OHOBJICHHS a00 jgocmikeHHs. Jleski 3 IUX OHOBJIECHb IMOKPAIlYIOTh BCIO
C€KOHOMIKY TpaBIls. [HIII OHOBIIEHHS 3aCTOCOBYIOTHCS JI0 IMIAPO3JLTY a00 Kiacy
MiIPO3AUTIB 1 po30JIOKYIOTh ab0 TMOCHIIIOIOTH TIEBHI O0HOBI 3mi0HOCTI. [HOMI
BJIOCKOHAJICHHSI BMUKAIOTHCSA 32 PAaXyHOK MOOYJOBU CTPYKTYpH, sika 3a0e3mnedye
O1TBII JOCKOHAI CTPYKTYpH. ITpH 3 BEIMKOIO KUIBKICTIO OHOBJICHB YaCTO MICTSTh
TEXHOJIOT1YHE JIEPEBO , SIKE € PAIOM JAOCATHEHbD, K1 I'PaBLIl MOXYTbh JTOCHIIKYBaTH,
o0 po30JOKyBaTH HOBI MIAPO3IIIM, OYJIBII Ta I1HINI MOXJIUBOCTI. [lepeBa
TEXHOJIOT1M TOCUTh BEJIMKI B JAESKHX 1rpax, a 4X cTpareriyi irpu BiAoMi TUM, L0
MaroTh HaO1JIbIIIE.

[Topsimok moOyaoBH — 1€ JiHIAHA CTPYKTypa YIPaBIiHHS BUPOOHUIITBOM,
JOCTI/DKEHHSIMA Ta pecypcamu, CIpsSMOBaHAa Ha JOCATHEHHS KOHKpPETHOI Ta
CreIiaigi3oBaHoi MeTH. BOHU aHaJOTiyHI MIaXOBUM OTBOPaM, OCKUIBKH TpaBellb
MaTMM€ Ha YyBa3l NEBHUW MOPSJAOK TPHU, OJHAK CyMa MOPSIAKY CKIIaJaHHS,
CTpaTeris, HaBKOJIO K01 OyIyeThCsl MOPSAIOK 30upaHHs a00 HABITh KU MOPSIIOK
noOyZI0OBU TOTIM BHUKOPHUCTOBYETHCS, 3QJIKUTH B1J] MaliCTEPHOCTI, 310HOCTI Ta
1HII1 (aKTOPH, TaKl SIK arpeCUBHUN a00 0OOPOHHMI KOKEH IPABELlb.

3a3BUYail 3aCTOCOBYETHCS JIMINE JO TEBHUX Irop 3 KOMII'FOTEPHOIO
cTparerieto, crparerisi peainbHoro yacy (RTS) Bkasye Ha Te, mo Aii B Tpi €
Oe3MepepBHUMU, 1 TPABISAM JTOBEAETHCS MPUUMATH CBOI PIlIEHHS Ta il Ha TJi
MOCTIHHO MIHJIMBOTO ITPOBOTO CTaHy Ta KOMII IOTE€pa CTpaTEris TPy B PEaIbHOMY
4yacl XapaKTepU3yeThCsl OTPUMAHHIM PECypcCiB, CTBOPEHHSIM 0a3, JOCIIIKEHHIM
TEXHOJIOTIM Ta BUPOOHULTBOM Miapo3aAunB. [ly)ke Mano irop, 10 HE €
KOMITFOTEPHUMH CTPATETISIMU, B PEXKUMI PEaTbHOTO 4acy; OJIMH 13 MPUKIAJIB —
Icehouse.

Jlesiki TpaBIli 3amepedyroTh BaXJIMBICTh CTpaTerii B CTpaTeTiuyHUX Irpax y
PEeXHMI peajbHOro 4acy, OCKUIbKM MailCTepHICTh Ta CIPHUTHICTh BPYYHY YacTo

PO3MIISIIAIOTECS SIK BUPIIAIbHUM (DaKTOp y LIbOMY >KaHpi Tpu. 3a ciioBamMH Tpoi
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JlanuiBeit, "I'paBenib KOHTPOJIOE COTHI OAWHUIIL, JECSITKHA Oy/iBeNb Ta Oe3mid
pI3HUX TIOAIH, K1 BIOYBAIOTHCS OJHOYACHO. € JIMIlIe OJMH TpaBellb, 1 BIH MOXE
3BepTaTH yBary JIMILE HAa OJHE, 32 OJuH pa3. ExkcrnepTHi rpaBiii MOXYTh IIBUAKO
MIEPEBEPHYTU MK OaraThbMma pI3HUMH 3aBIaHHSIMU, Y BUIIAJKOBUX TeHMEpIB 3 IIUM
Oinbie npoodsem. "EpHect Afamc ijie Tak JaJieKo, IO J03BOJISE€ IPUITYCTUTH, 1110
reiimmiell B peaqpHOMY 4daci 3aBaxae crparterii. "CTpaTeriuHe MHCIEHHS,
MpUHAWMHI Ha apeHl IrpoBOT0 MPOIIECY, HE MIIMAETHCS MM B PEKUMI PEaTbHOIO
gacy".

bararo rpaBmiB crpaterii cTBepKYyIOTh, 0 Oarato irop RTS nilicHo
MOBUHHI OyTHM TO3HAYeHi SIK irpu B pexkumi peanbHoro yacy taktuudi (RTT),
OCKUIbKH T'pa rpa€ MOBHICTIO HABKOJIO TAaKTHUKU, MAJI0 CTpaTeriii abo HaBITh HISKOT
cTparterii. 3okpeMa, y OaraTokopucTyBalbkux oniaiH-irpax (MMOG uu MMO)
CKJIagHO OyJI0 BIPOBA/PKYBATH CTPATErilo, OCKUIBKM CTpaTterisa mnepeadoaydae
neBHUM Mexadi3Mm "mepemoru". Irpy MMO, 3a cBO€I0 TPUPOOIO, SIK MPABUIO,
po3po0ieHi Tak, o0 He 3akiHdyBaTHCs. TUM He MEHII, JEsKi Irpd HaMararoThCs
"3mamatu koA, Tak OM MOBUTH, CripaBxkHBKO1 cTpaTerii MMOG B peanbHOMY 4aci.
OpmuH 13 METOMIB, SIKUM BOHHU IIe POOJSTh, — 1€ 3pOOUTH 3aXUCT CUJIBHIIIUM 3a
30por0, TUM CaMUM 3HAYHO YHOBUIBHUBIIM OOpOTHOY 1 Jar04M MOMIIUBICTh
IpaBUsAM OUIBII PETEIBbHO PO3TJSHYTH CBOI [ii i Yac MPOTUCTOSHHS.
HactporoBanHi ofuHUIlI — 1€ 1€ OJUH CHoci0 JI0AaBaHHS CTpPATErTYHHUX
CJIEMEHTIB, SKIIO TpaBIll CHOpaBAl 37aTHI BIUIMBATH HA MOXKIMBOCTI CBOIX
niapo3a1iB. ['amy3b nparte npeacTaBUTU HOBUX KaHAWAATIB, TJHUX TOTO, 100 iX
3HaNM "MyMKOIO cTpaterii”, a He "'cTpaTeriero CHpuTHOCTI".

Y Ton yac sk ['epuor LlBel BBa)kaeTbCs NEPLIOO CIPABXKHBOK I'POIO HA
RTS, BuznauasibHUM Ha3Boro mJis kaHpy ctaB Jlrona II Westwood Studios, 3a
sakoro cmigyBanm ixHi mepBicHl irpy Command & Conquer. Cepis «3araiabHe
saumieHHs» (1997), cepis «Blizzard's Warcrafty (1994), cepis «StarCraft» (1998)
ta «AncamoOm Crynii» «Emoxa immepiit» (1997) - ogni 3 HaWMONYISPHIIINX 1rOp

RTS. ockinbku NukeZone MoxkHa BBa)KaTH TaKOK HAJIEKHUM JI0 IIBOTO KaHPY.
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Unreal Engine 4 — ne naiinoBima itepamiss Unreal Engine, ctBopena Epic
Games. Bin npononye iHTtepdeiic pemakTopa aisi moOyAOBH ITPOBUX CBITIB Ta
PO3MIIIICHHSI aKTOPiB, Opay3epy BMICTY JJIsl OpraHizailii Ta iIMIOpPTY aKTHBIB Ta
CHUCTEMY Bi3yaJIbHOTO cIieHapito mia Ha3Bow "Kpecmenusa". Bin goctymuuii sik
MOBHA MporpaMa 1 SIK HeKOMIIJIbOBAaHUM BUXITHUN KO ISl JIerkoi Moaudikarmii
OCHOBHHX (DYHKIIIH, a TAKOXK J0JJaBaHHS KOPHUCTYBAIILKOTO MPOrpaMyBaHHSI.

[TinTpumyBaHi maThopMu:

1. TIK 3 Windows.
Mak.
I0S (iPhone / iPad).
Android.

Xbox One (13 BIACHOIO JIIIIEH31MHOIO YTO1010).

S e

PlayStation 4 (i3 B1acHOIO JIIIIEH31HHOIO YTO010).
7. Nintendo Switch.

Koxen acnekr Habopy iHcTpymenTiB Unreal Engine po3pobienuit 3
JIETKICTIO CTBOPEHHS BMICTY Ha YyBa3i, HaJar04M MOXJIMBICTh XYJOKHHUKAM Ta
nu3aiiHepaM OynyBaTu Bce, Bil POTOpEaiCTUYHUX CLIEH 10 BUCOKO CTUIII30BaHOTO
KOHTEHTY, BCE y BI3yaJIbHOMY CEpEIOBHIII, HAAAI0YH MporpamMicTaM HaJa3BUYANHO
MOJIyJIbHY, MacIITabOBaHy Ta PO3MIMPIOBAHY PaMKY, sSKa BKIIOYAE TIOBHHUMA TOCTYI
no BuximHoro koxy. Unreal Engine Bkimouae B cebe Bennuesnmii HaOip API Ta
IHCTPYMEHTIB, PO3pOOJEHUX Il TOTO, 00 JOMOMOTTH BaM BUKOPHUCTOBYBATH
¢13uky, mo mnpauoe Ha ©0a3t NVIDIA PhysX, a Takox BOynoBaHy
0araToKOpHUCTYBAIIbKy MEpEeXY, IITYYHHIH 1HTENIEKT, IHCTPYMEHTH IJIsi aHiMaIlli,
penakTop kKiHemaTtorpadiB Sequencer, CUCTEMY BIJITBOPEHHS, Bi3yasibHI €(eKTH,
BIJICOKOJICKH, PEIAKTOpPU JIMCTS Ta MICIIEBOCTI, ayJl0J0MOMOra, TMOTYXHUN
CIIEHapiH, CIIMCOK MPOJIOBKYETHCS Ta MPOJAOBKYETHCSI.

O006’exT podoTH — rpa )KaHPy CTpaTeris.

IIpeamer po6oTu — iHGOpMAaIIiitHA MIATPUMKA TPH KAHPY CTPATETIA.
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Buxoasum i3 mporo, Mera AUIJIOMHOI po0OTH — pO3pOOHUTH TMpOTpamMHE
3a0€3IeUeHHs BIICOTPH Y KaHP1 CTpaTeris I OCBOEHHS HABUYOK HEOOXITHUX
JUISL TIOAQJTBIIIOTO TpalieBIaITyBaHHs Y 00paHiit cdepi.

BI/IXOIIH‘II/I 3 METH, 3aBAaHHAMMU pOﬁOTI/I CTAaHYTh.

1. OxapakTepu3yBaTH BXiIHY 1H(OpMAILiIO.

2 OxapakTepu3yBaTy BUXIIHY 1H(OpMALIIIO.

3. Po3po0uTu anroput™ po3B’si3aHHS 3a71ad.;

4 OxapakTepu3yBaTH METOH, 10 BUKOPUCTOBYIOTHCS AJIS PO3B’SI3aHHS
3ajaql.

5. OxapakTepu3yBaTu  CTBOPEHHS  IPOTrPaMHO-AEMOHCTPALIHHOTO

KOMILJIEKCY Ha MoOBI mnporpamyBaHHa C++ y cepenoBuiil po3podku Unreal

Engine 4.
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PO3/I1I 1
[TOCTAHOBKA 3AJIAUI

1.1. XapakTepucTuka 3aaadi

Jist Ttoro, mo0 mpaBUIBLHO CHOPMYIIIOBATH XapaKTEPUCTUKY 3ajadi,
HE0OX1T1HO 310paTu Marepial 3 IMpeAMETHOI 00JacTi, 1 Ha HOro OCHOBI OyayBaTH
nporpaMHe 3a0e3meueHHs, sfKe O BIANOBILAANO METI JUIUIOMHOI pPOOOTH.
XapaKTepucTrKa 3aj/layl MoJsirae y OMMcaHH1 NpU3HAYCHHS 3a/1a4l, MiACTaB JJIs iX
pillleHHs, TpeaAMeTy 3ajJavi, a TaKoXX BH3HAYECHHA TMEpIINX BHUMOT JO
PO3pO0IIOBaHOI MPOTpaMu, IO CTOCYIOThCS 1i iHTepdeicy, BXiJIHOI Ta BUX1AHOI
1H(dopMaIrii, 3BITyBaHHS TOIIO.

[TocTanoBKa 3a7a4i — 1€ OJUH 3 HAHOUIbII BaXJIMBUX €TaIlB IPU CTBOPEHHI
IPOrpaMHOro 3a0e3MEeUEHHs, a/UKEe BiJ TOrO, HACKUJIBKA IOBHO, TOYHO 1 SCHO
BU3HAYEHI BHMOTH JO0 PO3POOJIIOBAIBLHOIO MPOTrPaMHOTO 3abe3nedyeHHs, HOro
(GyHKIIIH Ta MOXKIMBOCTEN, OaraTo B 4OMY 3QJICKUTH SIKICTh PO3POOKHU.

B naniit nquniomHiil poOOTI po3poOISTUMETHCS NPOrpaMHe 3a0e3MeUeHHS
JUTsl pO3pOOKH I'PH Y XKaHP1 CTpaTerisl.

JIns BU3HAuUEHHS HaWKpamoro Metrony cTBopeHHda I[I3 3  ommcaHum
GbyHKIIIOHATIOM, TMOTPIOHO YBa)XHO BUBUUTU CYTHICTH MPEAMETY BHUITYCKHOI
po0OTH, a came CTPaTErivyHOl IPH.

[Ipu cTBOpEHHI MAaHOTO MPOTPAMHOTO 3a0e3MedeHHs OyJI0 IMOCTaBICHO
OCHOBHY 3a/lauy — CHPOEKTyBaTH MpOTrpamMHe 3a0e3MeyYeHHs A pO3POOKH TpU Y
YaHp1 cTpaTeris.

[TinkpecammMo OCHOBHI 3aBIAaHHS:

1. Po3po0Oka 3arajibHOi TporpamMHoi 1IHPPACTPYKTYPH.

2. [IpopaxyHOK irpoBoi MEXaHIKH.

3. [IpoexTyBaHHs Ta po3poOKa rpadiuHoro iHTepdency.

IrpoBuii pO3BUTOK — 1€ MHCTELTBO CTBOPEHHS IrOp Ta OMHUCYE JU3aiiH,

po3poOKy Ta Bumyck Tpu. lle Moxe BKIIOYATH TEHepallito, MPOEKTyBaHHS,
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noOy10By, TECTYBaHHs Ta BUIycK KoHmemnuii. [1in yac cTBOpeHHS Tpu Ba)XJIMBO
MOJyMaTH PO MEXaHIKy I'pU, HATOPOJIU, 3aJTyYeHHsI TPaBIIIB Ta TU3AMH PIBHS.

Po3po6HuKoM irop Moke OyTH MporpamicT, 3ByKOBHH AU3atHEDP, XYI0KHHUK,
Iu3aifHep a0o0 0arato IHIMUX POJICH, MOCTYITHUX Y I Tamy3i.

Po3po6koro irop Moske 3aiimMaTHcs BellMKa CTYAis pO3BUTKY irop abo okpema
ocoba. Bim mMoxke OyTH TakuM MaJICHBKUM a00 BEITUKHM, SIK BaM IOJ00AETHCS.
[Toku BiH J03BOJISIE TPABIEBI B3a€EMOJISITH 3 BMICTOM 1 BMIi€ MaHIMyJIOBaTH
eJIeMEeHTaMH TPy, BU MOKeTe Ha3BaTu 1ie "rporo". 106 momyuuTtucs no mporecy
pO3poOKHU irop, HEe MOTPIOHO mUcaTh KojA. XYI0XKHUKHM MOXKYTh CTBOPIOBAaTH Ta
CTBOPIOBATU 00’€KTHU, TOJI1 K PO3POOHUK MOXKE 30CEPEIUTUCh HA MIPOrpaMyBaHH1
naHen 370poB’a. TecTtep MoOXe JOTYyYUTHCS IO TOTO, IO T'pa MPAIIOE Tak, SIK
OUIKYBaJIOCH.

OcHOBHE TIpaBUJIO ISl PO3BUTKY 1MOp — UMM MEHIIIa KOMaH/aa, TUM OLIbIna
pOJIb.

VY He3aNeXHUX CTYAIsIX IJisi PO3pOOHUKIB € MOXJIMBICTH B3ATH Ha cebe
BIJIMOBIABHICTD 3a 3BYK, 3aCO0OM CUMBOJIIB Ta JU3aiH PIBHS.

VY neskux BUMAAKax poJib AW3aiiHEpa Ta po3poOHMKa OyAe 3MIITyBaTHUCA.
Mo>XyTh BUTPATUTH Yac HA MO3KOBHUI IITYPM Ta PO3POOKY JAM3aNHYy MEPCOHAXKIB, a
NOTIM NPUMHITH OCTATOYHI KOHIIEMIII1 Ta BTUIMTH iX y KUTTS B Ipi.

Po3pobnuKky irop maroTh mepeBary nepeia Au3aiHepamMu irop 3 TOYKH 30Dy
nporno3uiiii. CTy/ii 4acTo IIyKalTh BEJIUKHUI TajdaHT mporpamyBaHHs. «Jledinnut
XOpOIIMX MPOrpamicTiB pPOOUTH IX HE3aMIHHUMH JUIsl CTYAlH, SIKI MparHyTh
PO3BUTKY.

KoHIenT-xymo)kHUK — IS JIIOJUHA CTBOPIOE BCi MAaJIFOHKH Ta €CKI3H
HEOOX1THUM U MPOEKTY, HANpPUKIad, CUMBOJIH, 30pOsi, TPAHCIIOPTHI 3aco0U Ta
MakKeTH KapT BKIIOYEHO KUIbKa (parMeHTiB 4YOoro MOXKHA  BBa)KaTH
KOHIICTITYQJIbHUM ~ MHUCTEITBOM. [IpUpomHO, XYHOKHUKAM-KOHIIEIIIISIM — IIe
NOTPIOHO BUSIBIATH BHUHSITKOBY MAaMCTEpHICTh y CTBOpeHHI 2D mucTteurBo Ha

OCHOBI 1/1€¥l Ta OIUCIB.
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JluzaiiHep piBHIB — 4JjieH KOMaHAM TOBMHEH MAaTU PETENbHUN XapakTep
3nanHs UnrealEd, a Takox Te, 1110 MOKHa 1 HEMOKJIMBO 3pOOUTH B IrPOBIN KapTi.
PiBenp nuzaiiHepaM MOTPIOHO MaTH XOPOIIMM, PO3YMIHHS ITPOBOrO JHM3alHY,
HANPUKIIA] SKUH BUTIIS TOMYJISIPHUN B CHOTOHINIHIX Irpax 1 1o Oyae Halkpaiie
BUTJISIIATH Y Ballid KOHKpeTHIM 11ei. BoHM Takoxk mOTpeOYIOTh TapHOIO
€CTEeTUYHOTO TIOYYTTA JW3alH 1HTep'epy [UIsl PO3MIIIEHHS OCBITICHHS,
JEKOPYBaHHS PIBHIB 1 NEPEKOHAHHS, MO 3arajlbHUi BUTJISAJ KOXKHOI KapTu
BIJIMOBIIA€ MPOTATOM BCI€T TpU

Mogenep — ujaeH KOMaHAW NEpPeTBOProe 2D TBOPHU Xy/I0OKHUKA-KOHIICTIT B
3D-06’€exTH K1 MOKHA IMIIOPTYBATH Yy Tpy. 3a3BUYail poO0Ta MoiesiepiB MOBUHHA
OyTH BIJHOCHO HU3BKOIO B KIJIBKOCTI TOJIITOHIB, 3aJIEKHO BiJ KUIBKICTh (DI3UYHUX
neraned  mpoekty. Mojenepy NOBMHHI  OyTH  3HalloM1  1HCTPYMEHTH
MOJIITOHAJIBHOTO MOJIENIIOBaHHsl Yy BUOpaHnomy 3D-makeri 1 10 1boro ciuijg OyTu
TOTOBUM TICHO CHIBIPALbOBYBAaTH 3 XyI0KHHUKaMHU-KOHIICTITyallaMu Ta OyTu
BIICBHCHHUMH, 1110 iX poOOTa BIANOBIA€ OPUTIHATBLHUM KOHCTPYKIAM. Monenepu
MOBUHHI TaKOX 3aJIUIIATUCS B TICHOMY KOHTAKTI 3 IM3aiiHEpamMu piBHIB, 11100 BOHU
MOJIETIOBAJIM BC1 HEOOX1IHI CTATUYHI CITKH JIsI KOKHOT KapTH.

XyHOKHUK TEKCTYp — TAKTUJIBHUW BUIJISJ €JIEMEHTIB TPU 3aJIUIIAIOTHCS
XYJIOXKHUKY TEKCTyp, XTO BIJANOBIAA€ 3a KOMaHIy, LIO 34al0ThCsl OO0'€KTaMu
MPOEKTy OyTHM BUTOTOBJICHMMHU 3 TPABWIBHUX MaTepialliB 1 MaTH BIiJMOBIIHI
KOJBOpU Ta 3aTiHEHHS. XYIOKHUKK TOBHHHI MaTH IIMPOKI 3HaHHS mpo 2D-
nporpamMu Jjisi KOMI'IOTEPHOro MHUCTelTBa, Taki ik Photoshop, 1 3HaTu, ne itoro
3HAWTH JKepesia TEKCTYP peaibHOro CBITY.

TexHik 13 HajalITyBaHHS CTBOPIHb — BIJANOBIJA€ 32 CTBOPEHHS CHCTEM
YIOPABIIHHS, SIKI IEPETBOPIOIOTH MEPCOHAXKA 3 MOAEN Y HU(PPOBY OJUHUIIIO, SKY
MOTIM aHIMATOP MOKE BCTAHOBUTH JIJIsI IEPEMITIICHHS.

TexHikM MOBUHHI MaTH IHMOOKE PO3yMIHHS CUMBOJIB Ta mpuilomiB y 3D-
NakeTi SKui OyB BUPIIIEHUH BUKOPUCTOBYBATHCS JJIs MPOCKTY, Hanpukiang Maya
a6o 3ds max. Yacrto, 0cOOIMBO y MEHIIMX KOMAH/AX, IIs JIFOJMHA TAaKOXK BUKOHYE

poJIb aHIMaTOpa.
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AHIMaTOp HE TUIBKU PO3YMi€ METOAM aHIMaIlii y BUOpaHOMY MPOTPAMHOMY
3abe3rneuenHi 3D-aHiMariii, ajie 1 Ma€ IpyHTOBHI 3HaHHS PO CIOCIO MepeMiIeHHs
00'eKkTiB, 0COOJMBO 1X TepMiHM. TeXHIK 13 HaJAIITyBaHHS ICTOT Ta aHIMATOP TICHO
CHIBIPALIIOIOTH 11100 HE OYJI0 CyMepewINBHUX YSBIECHb PO TE, SIK CJI1JT MTPOEKTYBATH
CUCTEMHU YTIPABIIIHHS.

[Iporpamict / kozep — 4jieH KOMaHIU sIKUH 3Hae, Ak npairoe UnrealScript i
SK HUM KOPHCTYBAaTHCS, IHTETpyBaTH HEOOXIIHY (PYHKIIOHAIBHICTh y TPy YU
MpOeKT. Y OIBIIOCTI BUMAJAKIB TMPOrpaMICTH TaKOX PO3YMIilOTh Oarato
(byHIaMeHTaIbHUX KOHLEILIN, K1 kepytoTh Unreal Engine,. Xopour nporpamicTtu
TaKOX IMOBHUHHI 3pO3yMITH MOXJHUBOCTI MoBH UnrealScript, mo6 BoHU Moriu
CYJIUTH MPO TPYIHOII a00 HaBITh MOKJIUBICTb IHTETPaLlll HOBOI 1/1€1 B CUCTEMY.

KepiBHUK mnpoekTy — I JOAUMHA 3a3BUYail HE CTBOPIOE >KOJHOTO 3
CJIEMEHTIB T'pH, aje BCE X BIJIIPa€ >KUTTEBO BAXKIUBY pPOJb, TAPAHTYIOUH, IO
KOXXHAa 4YacTMHA MNpOEeKTy Oynae 3aBeplieHa BYaCHO Ta OyAb-sIKI BHYTPIIIHI
poOIeMU BUPIIIYIOTHCS.

Jlist BupimeHHsT TpoOJieM 13 ITPOBUMHU paMKamMu OyJid PO3pOOJIeHI Taki
1HCcTpyMeHTH, 5K libGDX Ta OpenGL. Bonn nonomornu po3poOutu irpu Habarato
IIBUJIIIE 1 MPOCTIIIe, HAIar0uu O0e37114 3a3a1eriab 3p00JIeHUX (PYHKIHN 1 QYHKITIH.
Opnak yBIMTM B IHOYCTPIIO YW 3pO3YMITH paMKH s KOToch 13
HEIMPOrpamMiCTCHKOT0 MOXO/KEHHS OyJIO TOCUTh BAXKKO - 3BHYAWHUN BUMAIOK Ha
CIICH1 PO3BUTKY 1rOp.

Came Ttomi Oynu po3poOsieHi irpoBi ABUTyHH, Taki sik Construct, Game
Maker, Unity Ta Unreal. fIx npaBuiio, y 1BUTyHa € Bce, 1110 OyJI0 B pamMKax, aje 3
OMBII ~ MPUBITHUM  MIJXOJOM, BHKOPUCTOBYIOUM TpadiuHuil  1HTEepdeiic
kopuctyBauda (GUI) Ta nonomararouu B rpagiyHOMY PO3BUTKY TPH.

V neskux Bumankax, takux sk Game Maker Ta Construct, KiJbKIiCTb
nonepeHb,0 BUTOTOBICHUX (YHKIIINH HACTUIBKU BEJIMKA, IO JIFOJH, SIKI HE MalOTh
HABUYOK TMpOTpaMyBaHHS, MOTJIM OyayBaTh Tpy 3 HYyJS, MO-CHPABKHBOMY

PO3IIMPIOIOYH CIIEHY Ta POOJISTYH PO3POOKY I'pH TOCTYITHOIO MaKe ISl KOSKHOTO.
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barato po3poOHMKIB BUPIMIWIM PO3POOUTH TPy 3a JOMOMOTO JBUTYHA
PO3BUTKY 1r0p.

[rpoBi ABUTYHU MOXYTh 3HaYHO CIIPOCTUTH MPOIIEC CTBOPEHHS T'PU Ta J1aTh
MO>KJIMBICTh PO3POOHHKAM MOBTOPHO BHUKOPHUCTOBYBATH Oarato (pyHKIIIOHATbHHUX
MoxIMBOcTed. Bin Takox Oepe ywacTh y Bizyamizamii s 2D ta 3D rpadiku,
(b13UKH Ta BUABIICHHS 31TKHEHb, 3BYKY, CIIEHapiiB Ta 6araTo 1HIIOTO.

Jlesiki irpoBi JIBUTYHM MalOTh JYXE€ KPYTy KPUBY HaBUaHHSI, HAIPUKIA],
CryEngine a6o Unreal Engine. Tum He MeHII, 1HIII IHCTPYMEHTH JIy>K€ JIOCTYIIHI
JUIS. TIOYATKIBI(IB, a JEsAKl HaBiTh HE MOTPeOyIOTh Bac, MO0 MaTH MOKIIUBICTH
IUCaTH KOJ 11l CTBOPEHHS CBOE€I Ipu, Hanpukiaa. [loOyaysatu 2.

Unity Game Engine po3MillyeTbcsi JeChb NOCEPEIWHI, Xo4ya BIH € Ui
MOYATKIBLIB JIPY’KHIM, J€AKl TOMyJspHI Ta KOMEpLIHI Irpd CTBOPEHI 3a
nonomororo Unity (manpuxian, Overcooked, Superhot).

IrpoBuii nBmwxok BuildBox B OCHOBHOMY Mpu3HAUYE€HUU ISl PO3BHUTKY
rinepkasyajibHHUX 1rop.

Tunosi irpoBi JABUTYHHU:

1. CryEngine.
2. Unreal Engine.
3. Unity Game Engine.

4. Game Maker.

5. Twine.
6. Source.
7. Frostbite.

8. Buildbox.
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1.2. Ornsin icCHYIOYMX MIPOTrPaMHUX KOMITOHEHTIB

[{s OakaynaBpchbka AUIIOMHA poOOTa, B OCHOBHOMY, aKIIEHTOBaHa Ha TEOpil
Ta MPAKTUIl PO3POOKHU TpH kKaHpy cTpareris Ha C++ 3 BUKOPHCTAHHSM JIBHXKKY
Unreal Engine 4 y peaibHHX MporpaMHUX MpoekTaxX. Tak cydacHi irpoBi IBHTYHH
MOXXYTh 3a0€3MEeUnTH MPUTOJOMIUIMBY Tpadiky Ta TOMOMOITH MOJETTIUTH
BUPOOHUIITRBO.

Jlns OUIbIIOCTI 1rop IrPOBI JBUTYHHM MOXYTh HaJaTH apXIiTEKTypy 3
3arajibHOJIOCTYITHUMU MOKJIMBOCTSIMU Bi3yauli3alilii Ta JOCTYIHICTIO HIBHJKOTO
rpadiunoro API, 3aBasku 4OMy MOXIJIMBO 3a0€3MEYUTH HANWOUIBILY Bi3yallbHY
BIPHICTb CBOIX 1rop.

[rpoBuif ABUXKOK — 1€ OCHOBa JJisI PO3POOKH 1rop, fKa MIATPUMYE Ta
o0'efHy€e AeKiibka OCHOBHUX cdep. MOXKIMBICTh IMIIOPTYBATH MHUCTELTBO Ta
aktuBH, 2D Ta 3D, 3 iHIIOro nmporpaMHOro 3a0e3lneyueHHs, Halpukiag, Maya abo
3s Max a6o Photoshop; 30uparu 11i akKTMBM Ha CIICHH Ta OTOYCHHS; JIOJaBaTH
OCBITJICHHSI, ay/io, crienieexty, (Gi3uKy Ta aHIMaIlllo, IHTEPAKTUBHICTh Ta JIOTIKY
I'pY; 1 pearyBaTy, HaJIaroJ)KyBaTH Ta ONTUMI3YBATH BMICT JUIsl BallMX LI1JIbOBUX
m1aThopM.

BuildBox

JXanpoBa cnipsimoBaHiCTh: 2D-irpu Oyb-sSKOT0 )KaHPY 1 TUITY;

ITnardpopma: Windows 7/8, OS X 10.8+, 10S, Android, OUYA;

Jliniensisi: Oe3KOIITOBHA, pro Bepcis komrye 2,675 §;

Moga inTepdeiicy: aHrIiichKa;

Mogu nporpamyBaHHs: 0e3 mporpamyBaHHs, Drag & Drop;

Pospo6uuku: Secret Headquarters, Trey Smith, Nik Rudenko.

BuildBox — me mnpoctuii KOHCTPYKTOp Irop HE BHMAara€ 3HAHHS MOB
nporpamyBaHHs. PO3poOHUKN KOHCTPYKTOpa CTBEPAKYIOTh 1110 B BuildBox mokHa
CTBOPUTH TMOBHOIIHHY 2D rpy aOcomoTrHo ©0e€3 3HaHb OyAb-IKUX MOB
nporpamyBaHHs. Buildbox € kpocmnardopmeHHUX KOHCTPYKTOPOM Ir0p, HA HBOMY

MoOxHa cTBoproBatu irpu aisa Windows, MacOS, 10S, Android, OUYA, Amazon 3
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MOKJIMBICTIO MoOHeTu3amii. ¥ koHcTpykTopi BuildBox BOymoBanuii ¢izuunmii
JBIKOK, IO J03BOJIsiE poOuTH Tpu 3 ¢izukorw. Ha odimifiHoMmy caifTi € Bigeo-
YPOKH 110 pOOOTI 3 KOHCTPYKTOPOM.

3 #oro momoMoror abCoMOTHO Oyab-sAKkui Oakarouwid, SKUH HE Mae
CEepHO3HUX TEXHIYHUX HABUYOK, IIMCHO MOXXE POOUTH IMBOBWIKHI Irpu 0e3
nporpaMyBaHHS 1 BUAaBaTH iX Ha BUOpaHi miaatdopmu: Mac, Windows, iPhone,
iPad, Android, Amazon Fire Phone, Amazon TV, OUYA 1 T.n. Po3po6ka irop B
Buildbox xi6a mio mopiBHsSIHHa 31 CTBOpEHHSM mpe3eHTaiiii B PowerPoint. ¥V
porpamMu BIIMIHHHUM iHTepdeiic, IKUil IHTYiTUBHO 3pO3YMUIMH 1 BIANOBIAA€E 32 BCl
byHKUIi Tpu, HE BUMArae 3aiITH CKPUNTHUHT 1 1HOI CKJIAAHI HABUYKH, IO
BUMArarTh JIOBFOTO BUBUEHHS

Buildbox BOynoBanuii irpoBuil nBukok Infinity Engine, sikuii no3Bosisie
pobutu rpu B kaHpi mIatGopmep 3a JiUeHi XBUIMHU, a00 Irpu Oyab-sSKUX 1HIIUX
*aHpiB. Bu MoXkeTe MiIKIIOYaTH 0 BAIIOl Il pi3HI €(EKTH, CIIAU, OCBITIEHHS 1
Oararo 1HIMMX Bu MokeTe HalalmTOBYBaTH METa NMEPEMOTH: BIXKUTU, IPOUTH BiJ
TOYKHU JI0 TOYKH, BOUTH BCIX, 310paTu BCl MOHETH 1 6araro iHmUX Y Bac MijJ pyKoro
IHTErPOBAaHUN pEaKTOp PIBHIB, CUCTEMa MEHIO, pelakTop MmpUPTIB, HACTpOUKa
napamMeTpiB 1 i1H. B pe3ynbpTaTi BM MOXKET€ MOHETH3yBaTH CBOI1 JIOJAaTKH,
1 IKITFOYMBIINA CUCTEMY OTOJIOIIEHB, BUHOPABIIH 3 9 BEIMKUX TPaBIiB PUHKY, THITY
Chartboost.

[Ipu cTapTi KOHCTPYKTOPA BKIFOYAETHCS MOKPOKOBA CUCTEMA HABYAHHS, KA
JOTIOMOXkE 3pOOUTH Mepuli KPOKM HA LUISAXY 0 peali3allii Bamloi BJIACHOI TpH.
CTBOpeHHSI TPU CTa€ JIETKUM IPOIIECOM, CXOKHM 3 JOJaBaHHSAM KapTHHOK B
dotoansbom. 1JoO6 momaTu HOBOro mnepcoHaxa, Bopora, 00'eKT, miIaThopmy,
nekop, edext abo GoH B Balry rpy, BU NPOCTO 3aKUJAETE 1€ B PEIAKTOP PIBHIB.
Jami Bu mnepemimaere 00'ekT, ayOmt0€Te, PO3CTABIsSE€TE 1 HAIAMITOBYETE
BJIACTUBOCTI.

Ha nnboMy KOHCTPYKTOp1, HAIPHUKJIIAI, 32 2 THXKHI OyJia CTBOpEHA Taka rpa siK
«Phases» Ha 108, sxka 3aitnsna 28-e micie B TOIi cepBicy AppStore, oTpuMaBIu

ot 1.4 MiJIBHOHIB 3aBAHTAXKEHD.
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Frostbite

JKanpoBa cripsIMOBaHICTh: iTpH Oyb-IKOTO XKaHPY 1 TUITY;

[Tnatdopma: Microsoft Windows, PlayStation 3, PlayStation 4, Xbox 360,
Xbox One;

JliteHsis: mpormpieTapHa,

Moga iHTepdeiicy: aHTNHChKa;

Mogu nporpamyBanHns: C++, C#;

Po3po6uuku: DICE.

Digital Illusions Creative Entertaiment — crtynmis 3acHoBaHa 4YOTHPMA
mBegamu B 1992 pori. HaiiBigomimia po3poOka cTymii - irpoBuii ABuxkok Frostbite
Engine. JIBM>KOK Tmpamoe Ha BCIX OCHOBHHMX KOHcoysiXx, PC 1 MOOUIBHHX
matdopmax. Ilicas ycmimuoro 3amycky B 2002 poui cepii Battlefield 1 Tichoi
cuirpari 3 Electronic Arts, moctymoBo mepeinuia mijg ii kpuio. DICE
3acTocoByloTh Frostbite Engine sik y BiacHUX po3poOKax, Tak 1 MPOEKTaxX I1HIIHUX
¢imiii Electronic Arts.

[lepmoro rporo, CTBOPEHOi 3 BHUKOPUCTAHHSM LBOTO JIBUXKKAa CTaja
Battlefield: Bad Company 2008 poky. [IBmxok OyB po3poOieHui s 3aMiHU
TeXHIYHO 3actapinoi TexHosorii Refractor Engine, sika BukopucTtoByBajacsi B
MOMEPEeIHIX 1Irpax CTyIli.

Ha nanuii MmomeHT icHye m'ath Bepcidt nBmwxkka - 1.0, 1.5, 2, 3, a Takox
CIeIiaTbHUI BapiaHT ABMKKA /11 MOOLIBHMX cucTeM - Frostbite GO.

Sk yxe 3ragyBanocs pasiue, Bepcid juisi nepuoi momudikaiii Frostbite
Engine icaye nBi - 1.0 i 1.5. Ha Bepcii 1.0 Buiinuia BCbOro ojHa rpa 1 BOHA
niaTpuMyBaiia TibKH KoHcodl xBox 360 1 Playstation 3. Illo roiinaerscsa API To
nepiua oro Bepcis niarpumysana DirectX 9.c 1 DirectX 10/ 10.1.

Tenep mpo HalIIKaBillle - OCHOBHOIO OCOOJIMBICTIO JIBMXKKa Oysia oOpoOka
pazpymaeMocTti JaHamadTy 1 OTOUeHHs: OyliBesb, IepeB, aBToMoOuTIB. Jlo cioBa
npo Oyniemi - B Battlefield: Bad Company OyziBii pyiiHyBanucs B MOBHOMY
o0csi31, a JaManucsl TUIBKM HWOTO CTiHM TOOTO (yHIaMeHT OyniBii (PaKTHUHO

3QJIAIIABCS HA MICIII.
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OpHi€ro 13 3asBI€HUX 0COOTUBOCTEN IBIKKA Oysa OmTHUMI3AIlis 111 poOOTH
Ha OararosiiepHux Tporecopax. IliaTpumyBanocss JauHaMiYHE OCBITJICHHS 1
3ariHeHHs 3 pyHkuiero HBAO, nponeaypHuil meiauur, pi3Hi NocT-ePeKTy Taki siK
HDR 1 depth of field. MakcumansHuil po3mip JOKaIlii CTAaHOBUTH OOMEXEHHS B 32
X 32 KIIOMETpH BII0OpaXkaeThcs mionil 1 4 X 4 KUIOMETpPU IrPOBOTO MPOCTOPY.
KpiMm 1mporo, crBepmKyeTbcs TMpo Te, IO MaKCUMajbHa  JUCTAHINS
IPOMAaJIbOBYBaHHS J103BOJISIE MOOAYUTH PIBEHB aXK 10 TOPU3OHTY.

VY nBuxok OyB BOyaoBaHU BiaacHUM 3BykoBuid ABMKOK HDR Audio, mo He
BUMAarae BHKOPHUCTAHHS CHELialdi30BaHUX 3aco0iB, mofaioHux EAX. 3BykoBuit
JBIKOK BU3HAYa€ KUK 3 3BYKiB, OyJb TO MOCTPLI a00 KPOKH, TOBUHEH 3BY4YaTH
TOJIOCHIIIE 1 B IKOMY HANPSAMKY, 110 BaXXJIUBO ISl IIYTEPIB.

VY oepe3ni 2013 poky xomnanigs DICE mpeacraBuna rpy Battlefield 4,
3asIBUBIIIM TIPO T€, III0 BOHA BHIfJIe HAa HOBIN Bepcii ABMkKa Frostbite - 3, a B TpaBHI1
2014 poxy DICE, Visceral Games i EA anoncyBanu 1ie onny rpy Ha Frostbite 3 —
Battlefield: Hardline. DICE He 3ynmuHsIOYHCH Ha JOCATHYTOMY MPOJIOBXKYIOThH
po3BuBatu Frostbite Engine, poOnsium Horo Bce OUIbII pEATICTUYHUM Yy BCIX
acmeKkTax: KapTUHKa, (pi3uka, 3ByK.

Frostbite 3 Moxe cumystoBaTH BEJIMYE3HI 1 Iy’Ke JeTaai30BaHi MoJsi OUTB 3
(yHKL10HATBHUMU PYHHYBAaHHSIMH, SIK1 B1IOYBaIOTHCS SIK CaMl, TakK 1 3 BOJII TPABLIS.
be3moBHi Jokarlii 1 JUHAMIYHE OTOYEHHS, 30yJ0BaHA 3a HOBHM IPUHIIUIIOM.
Panimie cTBOproBaBCs BUIJISAJ HAaBKOJMIIHBOTO CBITY, TaK, HAMPHUKIAA, JEPEBO
posroiiayerbest Ha BiTpl. Y pasi Frostbite 3, po3poOHUKY HAZa€eTbCsi IHCTPYMEHT
JUIS CTBOPEHHS JiepeBa, a (I3MUHUMA JBIKOK BXKE CaM BH3HAYAE SIK OTOUYEHHS
BILTMBAE HA 1€ came JePeBo.

V¥ BcecBiTi Frostbite Bce B3aemo/iie 01MH 3 OAHUM - BITEP, XBUJII 1 XMapu BCe
PYXa€THCS Y BIAMOBIHOCTI 3 CUJIaMu TIpupoau. Hampukiaza, miaipBaBIiy MaIiiHy,
BU 3MOXKETE MOOAUNTH SIK IOXUTHYTHCS CTOSITh OPYY JepeBa. BennuesHi nokariii,
B TOEIHAHHI 3 OS3IIIYYIO JIFOACH, 10 OIraroTh 1 B3a€EMOJIIIOYUX 3 BAMH, CTBOPIOIOTH
BITUYTTS IUTICHOT PEAIbHOCTI.

Pyiinanis 3aBxau Oyina OCHOBHOIO 0COOIMBICTIO TexHouOr11 Frostbite, ne Bce
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COPSAMOBAaHO Ha NPSAMUN BIUIMB ITPOBOTO MPOLIECY HA OTOUYEHHS — TYT Bam 1

MaJIeHbKI 1CKpH 3’SBISIOTBCS TMPH 3ITKHEHHI, 1 BEJIWYE3H1 YJIaMKH,

10
PO30UBAIOTHCS TIPHU MAIHHI 3 BUCOTH.

VY Frostbite 3 6e37114 0cOOMMBOCTEN CIPSIMOBAHUX HA 3aHYPEHHS B CIOXKET 1
irpoBuii mporiec. OaHa 3 HaWBAXIIMBIIIUX pPedeil — 11 JUIbOBAa aHIMAIls 1 TO, K
BUTJIAIAIOTH 04l MepcoHaxiB. 300pakeHHs nepconaxis B Battlefield mie nikonu He
BUTJISIAANIO TaK PEANiCTHYHO. 3aCTOCYBaHHS MIJMOBEPXHEBOIO PO3CIIOBAHHS, CYTh
SKOTO TOJISITa€ B OIMHKCI MEXaHI3My TMOUIMPEHHS CBITJIA, NpPHU SKOMY CBITJIO,
IPOHUKAIOYM BCEpPEIMHY HAMIBIIPO30pOro Tida 4Yepe3 MOoro MOBEpPXHIO,
PO3CIIOETBCST BCEPEAMHI caMOro Tija, 0araTo pasiB BiIOMBA€THCS BiJ YaCTHUHOK
TIJa y BUMNAJAKOBOMY HANpsAMKY 1 Ha HeperyisapHi KyTth. [{ns 300pakeHHs
paiy>kHoi OOOJIOHKHM OKa BUKOPUCTOBYeThcsl Paralax animaris, mo poOuUTh odi
CXO0XXUMU Ha CIIPaBXKHI.

Frostbite 3 € HaWMOTYXXHIIIUM I1HCTPYMEHTOM B pyKax pO3poOHUKa, a
MYJIBTUILIAT(OPMEHICTh ABUKKA BKIIOYAE B ceOe MATPUMKY Bchoro - Bij iPhone
70 KOHCOJIE HOBOTO MOKOJIIHHA. JIBM)KOK HaJa€e po3pOOHUKY BCE HEOOXITHE st
CTBOPEHHSI 1rOp, MO3BOJSIOYM MPUAUIATHA OUIbIIE yBard TBOPYIA CTOPOHI, IS
OUIBIIIOTO OTPUMAHHS 33/I0BOJICHHS BiJl IrpoBOro mpoiiecy (Tabi. 1.1).

Ta6mums 1.1

Cucremni sumoru it FROSTBITE ENGINE 3

HasBa Minimansbhni cucremui | Edexrusni cucremni | OnrumanbHi cHCTeMHI
KOMIIOHEHTY BHMOI'H BHMOTH BHMOTH
[Mpouecop AMD Athlon AMD FX 6300 AMD FX 8350 nnu Core
X4 umu Core 2 Quad Core i 52500 i7 2600
OneparrBHa
4096 M6 RAM 6128 M6 RAM 8192 M6 RAM
nam'sThb
Bineo 1536 M6 2048 M6 3076 M6
Radeon HD
' Radeon HD 6970 unu Radeon HD 7990 unu
Bineokapra 7970 nmm GeForce GTX )
GeForce GTX 580 GeForce GTX 780 Ti
680
Onepartiiini ) ) ) ) ) )
Windows Vista/7/8 Windows Vista/7/8 Windows Vista/7/8
CHUCTEMU
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JIBmxok CryEngine OyB po3poOnenuii HiMmenpkoro cryaieio Crytek mms
mryrepa Far Cry, sikuit BuiioB B 2004 poiii 1 MaB BEJIMYE3HUHN BILUTMB Ha PO3BUTOK
irop 3 BIAKPUTUM CBITOM. IIpOEKT J03BOJISIB IMEpeMillaTUCS 110 BeJIUYe3HIN
TepUTOpii O3 Mi3aBaHTaXKEHb, 320X0UyBaB BUIBHHIM MIX1]1 1O BUKOHAHHS MICIH, a
TaKOX JEMOHCTPYBaB MPUTOJOMIITUBY rpadiky.

Heza6apowm micns Buxoay Far Cry Bci mpaBa Ha CryEngine Oynu BUKyTUIEH]
kommnaniero Ubisoft, sika BUKOpHUCTOBYBaJIa JABMXKOK JJIS JIEKIIBKOX aJJIOHIB JI0
mytepa. Takok BIH JIr B OCHOBY JBWKKa Dunia Engine, Ha sikomy Oyau
po3po0eHi Bci HacTymHI yacTuHu cepii Far Cry, 1 OyB JIEH30BaHUI KOMIIaHIEO
NCSoft nns MMORPG Aion: The Tower of Eternity.

Crytek Tum yacom 3aifHsutacst cTBOpeHHsIM JaBWkKa CryEngine 2, Ha iKoMy 1
O0yB po3po0biaenuii 3HameHuTuit Crysis (a takox aamonu Crysis Warhead 1 Crysis
Wars). Iloganeimi itepanii - CryEngine 3 (3apa3 Hanexxuth Amazon), CryEngine
(4), CryEngine V — e 3akonomipauM po3sutkoM CryEngine 2. Btim, mounHaroun 3
2013 poky, MpUBIACHEHHS BEPCISIMU JBUXKKA TOPSIKOBUX HOMEPIB BBAXKAETHCS
yMOBHOI0, Tak sik cama Crytek BBaxkae 3a kpamie HazuBaTtu Horo CryEngine, 6e3
Oyab-skux uudp.

Irpu nHa nBwxkky CryEngine po3poOisitoTbesi HE TUIBKHA CTYAIERO, IO
cTBopuiia ioro. CroyaTky MHOro MOIJIM JIUEH3YBaTH CTOPOHHI KOMIIaHii 3a
dikcoBaHy TIaTy, a OCBITHI YCTAaHOBM MOTJIM BHUKOPHUCTOBYBAaTH HOTO
O€3KOIITOBHO, ajle Ha HEKOMEPIIIHIM OCHOBI - TUIbKW JJI HABYaHHS CTYACHTIB.
Ane mouuHarouun 3 2016 poxky aBwxkok 1 SDK (HaOip 3aco0iB po3poOKu)
MOIIUPIOIOTHCS O€3KOIITOBHO JIJIsl BCIX Oa)karoumx, aje 3 ymoBoro Buruiatu Crytek
5% nipuOyTKy nipu Aoxoxaax, nepesuirye 5000 qoyapis / €Bpo (MMOYMHAKOYH 3 BepCil
5.5, Ha OLIBII paHHIX BEPCISAX POSIITI HE BUILIAUYETHCS ).

JIBUKOK ~ BIZPI3HAETHCS TMPOCYHYTUMH MOXKJIMBOCTAMH IO  pO3poOiri
B1JICOIrOp 1 MIATPUMKOIO CaMHX IMEPEOBUX TEXHOJOTH, BKItouarouyn DirectX 12,
Vulkan API, VR, nanucanus ckpuntiB Ha C #, TOMIKCeNTbHE OCBITJIICHHS B
peanbHOMY Yaci, KapTH Bi3epKalieHb, JeTali30BaHl TEKCTYPH, TYMaH, TOBEPXHI 3

BIJIOJIMCKAaMU, PealiCTUYHY (P13UKY, IPOCYHYTY aHIMAIIilo 1 6arato 1HIIoro.
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CryEngine nmo03BOJsie CTBOpIOBaTM Tpu 3 Maixke (HOTOPeaTiCTHUHOO
rpadikoro. [Ipy Hale)XHOMY YMIHHI MPOEKTH, PO3pOO0JIEHI 3a HOro JOMOMOIOIO,
MePEeBEPIIYIOTH 32 SIKICTIO KapTUHKHM Oyb-saki irpu Ha Unreal Engine 4 a6o Unity.
Jlo Toro x, NBMXKOK MICTUThH (YHKIIOHANBHUHN realtime renderer, mo 103BOJISIE
IIBUJIKO BUIIPOOYBaTH IIOMHO CTBOpPEHUW piBeHb abo creHy. Haperri,
00oB's13k0BO BapTo 3ragath GameSDK - iHCTpyMeHT, Ha OCHOBI SKOTO MO>KHA
IIBUJKO CTBOPIOBATH BJIACHI ITPH, BUKOPUCTOBYIOUM B TOMY uYHuCIl AcceT 3
odimiiinoro caity Crytek.

€ y aBuwxka 1 Henoniku. Tak, 6arato po3pOOHHMKHM BIJ3HAYAIOTH TPYIHOILI
pu poOOTI 3 HUM, 110 BUHUKAIOTh 13-32 CKJIAHOCTI 301pKHu OMIIIa, HasIBHOCTI OariB
B PEIAKTOPi, CKPOMHOTO BUOOPY AcceT, OOMEXKEHb JJIsl pO3POOKU MEpEKEBOI IPH,
a TakoX BIJACYTHOCTI XOpOIIOK TEXHIATPUMKMA 1 AKTHBHOIO KOM'IOHITI, B
pe3yibTaTi 4Oro 4acTo JIOBOJAMTHCS BHUPINIYBATH MPOOJIEMU METOAOM Mpod 1
MTOMHJIOK, HE MAaIOUH MOYKJIMBOCTI TIOPAJUTHCS 3 JTOCBITYEHUMHU KOJIETaMH.

[Tpu Bciii cBoiif moTyxkHocTi, CryEngine A0CUTh CKJIaJIHUN B OCBO€HHI, TaK
mo HeoOXigHo go0pe 3HaTH o6jacti po3poOKH, MO0 CTBOPIOBATH 3 HOTO
JIOTIOMOTOFO TPH.

3BHUYANHO X, TOJOBHOIO 1 HaMKparoro rporo Ha nBmwkKy CryEngine e Crysis
- mryrep, akui B 2007 poli nmokaszaB reiMepaM, HaCKIJIbKA TAPHUMHU MOXKYTh OyTH
BipTyasibHi cBiTH. [IpaBma, nns MakCUMallbHMX HalamTyBaHb Tpadiku Oymau
noTpiOH1 TonoBi koHpiryparii 1K, ane pesynbrar Toro Baptuit. Cuksenu Crysis
OPIEHTYBAJIKCS BXKE HA KOHCOJI1, TOMY OYyJIM HACTIJILKM T€XHOJIOTIYHUMH, ajie, TUM
HE MEHII, JAEMOHCTPYBaJIM I[IJIKOM MPUCTOMHY KapTHHKY, MO YaCTHUHI SKOT
BIIEBHEHO OOXOJIMJIM CBOiX CY4YaCHUKIB.

[IponoBxkye cnucok irop mie oauH npoekT Bix Crytek, BukoHanuii B xaHpi
pO3paxoBaHOTO Ha 0araro KOPUCTYBadiB XOppop-IIyTepa 3 eJIeMEHTaMu
«KopomniBcbkoi 6uTBU». TyT ABMXKOK J03BOJIMB aBTOpaM peaii3yBaTH Bpakaroye
KpacuBi Ooyota 1 jicu Jlyizianm, Mo SKUX OpOMATH >KaXJMBI UyJAOBHCHKA 1
HaWMaHII1, 0 IMOJIIO0Th Ha HUX 3apad [IHHUX TPOQEiB.

Hacrynnow rporo cranma action RPG Big uecbkoi cryaii Warhorse, sika
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NEPEHOCUTh T'eiiMepiB B cepeaHbOBIUHY boremito, 1eMOHCTpPYIOUM 3aMajbOBKH 3
KUTTA cycnuibeTBa X1V cromtrs. ['pa MOXke MOXBaTUTUCS BIIMIHHUM CHOKETOM,
HETUIIOBOIO OOMOBOIO CHUCTEMOIO 1 JKMBUM CBITOM, ajieé TAKOX 37aTHA HEMPUEMHO
3IMBYBAaTH CIA0KOIO ONTUMI3alli€l0 1 baramu.

[IyTep, 1m0 BIIHOCUTHCS 10 BMHPAKYOr0 HAMPSIMKY immersive sim, sKui
MIPOTIOHYE TPABIIM JOCIIKYBaTH OpOITAIbHY CTAHIIII0, aTaKyBajlu 1HOIUIAHETHOT
dbopmoro xkutTTa. Prey mapye moBHy cBoOOAy y BHOOpPI BapiaHTIB MPOXO/KCHHS,
MalCTEepHO PO3IOBIJIA€ ICTOPIIO Yepe3 OTOUECHHS, @ TAKOXK BpaXkae 3aXOILTIOI0YHMHU
KOCMIYHUMU TMEH3aKaMHU.

Unreal Engine 4 Ta Unity3D

Unity — me MibKmuraropMeHHHH IrpOBUH JBWKOK, po3podsenuii Unity
Technologies, Bmepiie orosomenuii Ta BumylieHu y depBHi 2005 poky Ha
BcecsiTHiit koHpepentiii po3poouukiB Apple Inc. sik irposuit npuryn Mac OS X.
CranoMm Ha 2018 pik, OBUryH OyB pO3MIMPEHHA I MIATPUMKU MOHAT 25
mwiatgopM. JIBUTYH MoOke OyTH BHUKOPUCTAHUU JJiI CTBOPEHHS TPUBHUMIPHHX,
JIBOBUMIPHUX, BIPTyaJbHOI PEAJbHOCTI Ta 1rop 3 JOMOBHEHOIO PEAbHICTIO, a
TaKOX JIJI1 MOJICTIOBAHHS Ta 1HIIOTO AOCBiAY. /[BUTYH OyB MPUHHATHN y TalTy3sX,
10 HE BXOJAThH JO BIJCOIr0p, TAKMX K KiHO, aBTOMOO11€0yAyBaHHs, apXiTEKTypa,
1HXXeHepist Ta OyA1BHULTBO.

Unreal Engine — 1ie irpoBuii ABMKOK, po3podiieHuii kommaniero Epic Games,
BIIEpIIIC MPpoJieMOHCTpoBaHui y 1998 pori mytep Bix nepiioi ocoou Unreal. Xoua
CIIOYaTKy pO3poOJIeHU MJig MIyTepiB BIiJ TMepuoi ocoOu, BIH 3 YCHIXOM
3aCTOCOBYETHCS B 0araThOX IHIIWX KaHPaX, BKIIOYAIOYH TUIaTGopMu, O0MOBI irpH,
MMORPG Ta iami RPG. 3aBasku cBoemy kojny, Hanucanomy Ha C ++, Unreal
Engine mMae BHCOKY CTYIIHb MOPTATUBHOCTI 1 € THCTPYMEHTOM, SIKHHA ChOTOJHI
3aCTOCOBYIOTh 0arato po3poOHUKIB 1rop, 1 BIH JOCTYHHA JJisi JpKepena.
Haiinosima Bepcis - Unreal Engine 4, sxa Buiinuia y 2014 poti.

Unity IrpoBa norika OmMuCyeThCSi 3 BHKOPUCTaHHSIM cepenoBuina Mono.
IrpoBi ckpunTi MaHimyMIOOTH irpoBuMu 00'ektamu [GameObject]. IrpoBi 00'exTH

MOKYTh MaTH KUJIbKa IFPOBUX CKPUITIB a00 B3araii >KOJAHOTO.
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Unreal Engine 4 Irpoa norika onucyeThbcsi 3 BUkopuctanasm C ++ 1/ abo
penakropa kpeciienb [Blueprint Editor]. Kmacu C ++ 1 kpecieHHS KepyroTh
akropamu [Actors] crenu. Kpecnenns cxoxi Ha mnpedald [Prefabs] Unity.
Kpecnenns € GaTbkiBChbKui Kiac, iHTepdelcu 1 Oynb-sKi KOMIIOHEHTH, SIKI BU
JOJTa€Te dYepe3 PEAaKTOp KpEeCiIeHb, a TaK caMO €IWHY JIOTIKY TOBEIIHKA
KpecieHHs. 3a3BUYail TPy MPEICTaBIAIOTh HAOOPOM (PYHKI[IOHATHHUX CHCTEM

Hanrcanux Ha C++. HaBenemo ocHoBHI Tunu manux Unity3D ta Unreal Engined y
Tabn. 1.2.

Tabmmg 1.2
OCHOBHI THUITA JaHUX
Unity3D Unreal Engine4
int int32, int24, int8
string FString
Transform FTransform
Quaternion FQuat
Rotation FRotator
Gameobject Actor
Array TArray

1.3. BxigHa ta BuxijHa iHdopmariis

Jlo BxigHOi 1H(MOpMAIIl BIIHOCATH JdaHi, IO HEOOXIAHI ISl pO3B’sI3aHHS
aHAJTITUYHUX 3a7a4. BximHa iHdopmallis € HaWOUIbII IeTaJbHOI 1 CTAaHOBHUTH
OCHOBY JJI1 HAaCTYIHOI JIOT14HOI Ta apudmeTnyHoi oOpoOku manux. Jlo BX1AHOI
1H(DopMaIii Moke HaJIe)KaTH HE JIWIIE 3MIHHA, @ i YMOBHO-TIOCTIHA Ta MOCTiHHA
1H(popMaIlis 32 0COOTUBO BEIUKOT POl YMOBHO-TIOCTIIHOI.

Bxignoro iHpopMmariieto 115 1i€i po3poOKH €:

1. TlonoxeHHst kamepu 3a KOOpAUHATAMU

2. Biaryk Ha HaTMCKaHHS KHOTOK MUIIIKH

3. Biaryk Ha HaTHCKaHHS KHOIOK KJIaBiaTypu

4

[TonoxeHHs akTOPY Ta IOHITIB 32 KOOPIUHATAMH
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[Tpuknanu BXiaHOT iHpOpMaIi npeacTaBieHH! y Tabnuui 1.3

Taomug 1.3
Onuc ckiagoBux eneMeHTiB 00’ ekTa «RtsCameray»
Im'st IToJie Tun ganux moJjs JloB:xxuHa B
oaMTax

HIBuakicTh KamMepu MoveSpeed Float 4
HIBuIKiCTH TOBOPOTY RotateSpeed Float 4
[TonoxeHHs Kypcopy CustoY Float 4
[MpubnuxeHHs CameraZoom Float 4
[TonoxxeHHs Kypcopy CustoX Float 4
Koopaunara kpato ekpana | ScreenHit Float 4
MOXITHBICTh IIOBOPOTY ShifRotate Boolean 1
[lepeBipka HATUCKAHHS Touch Boolean 1
I[Tepesipka MHOXHHOro | Multip Boolean 1
BUOODY

JlofaBaHHs 10 BiIiTY AddSquad Boolean 1
Micue OymiBHUIITBA Placebuild Boolean 1
Hemnigxonsme micre BadTerrain Boolean 1

ATpubyTt «MoveSpeedy» MicTUTh y cO01 TaHHI PO MIBUIKICTH KAMEPH.
ATpubyt «RotateSpeed» MiTuTh y co0i iH(pOpMaIlito PO IMIBHIKICTH TOBOPTY
KaMepH.

ATpubytr «CustoY» MicTuth y co0i AaHi MPO KOOPAWHATY ITOJOKCHHS
KypCOpY MHIIIH BIITHOCHO BIKHA MPOTPAMHU.

ATtpubytr «CameraZoomy» MICTUTh y €001 KOOpJAWHATH KaMepu 3MIHYIOUH
KOTOPY MOKHO IPUOTU3UTH a00 BIAAIUT KAPTUHKY.

ATtpulyt «CustoX» mictuth y €001 JaHi IPO KOOPAMHATY MOJOKEHHS
KypCOpY MHILIH BIIHOCHO BIKHA MPOTPaMHU.

ATpubyt «ScreenHit» mictuth y €001 KOOpAMHATH BiKHA MPOTpPaMU IPU
HaBeJICHH1 Ha KOTp1 OyJie 3MIHIOBATHUCS TTOJIOKEHHS KaMEpH.

Atpubyt «ShifRotate» wmictuth y co0i gaHi MPO MOXKIMBICTH MOBOPOTY
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NEPCIIEKTUBH KaMepy BITHOCHO IrOPOBIO BIKHA.
ATpuOyT «Touch» micTuth y co06i 1aHi Ipo HATHCKAHHS Ha irPOBOTO aKTOPY.
ATtpubyt «Multip» MicTuTh y c001 JaHi PO MHOYKHHHHI BiOip aKTOPIB.
ATpubyt «AddSquady» mictuts y co6i JaHi Ipo A0JaBaHHS OOpAaHUX AKTOPIB
10 BIIAUIICHHS.
ATpubyt «Placebuild» mictuth y co0i maHi mpo MOXIHBICTH MOOYIYyBUTH
OyJIBJIIO HA JAHHIA MICIIEBOCTI.
Atpubyt «BadTerrain» MictuTh y co01 JaHi PO HEMOKJIMBICTH OOYIyBUTH
OyJIBJIIO HA JAHHIM MICIIEBOCTI.
ATpubyt «CanSelly micTuTh y co0i AaHi PO MOXKIUBICTH MIPOIAKY.
ATpubyTt «Selecteactor» micTuth y co0i 1aHi mpo 0OpaHHOTO aKTOPY.
ATpubyT «SelectsActors» micTuTh y co0i 1aHi PO MacHB OOpaHUX aKTOPIB.
ATpubyT «Squadl» MicTuTh y co0i iHpOpMAaIIiFO PO MEPIIe BiATIICHHS.
BuxiznHoro iH(popMalli€ro € pe3yibTaT BUKOHAHHS CTBOPEHUX aJTOPUTMIB Ta
Bi3yasrizallis ix Ha MOHITOPI, a caMe:
1. 3renepoBaHa KapTa.
2. CtBopennii Hud 3a m0moMoror0 KOTOPOTO BHKOHYEThCS OinbIa
gacTuHa (QyHKIIOHATY MTPOTrpamu.

3. CrBopennnii Widjet y SKOCTI TOJIOBHOTO MEHIO TIPOTPAMH.

BucuoBku 10 po3ainy 1

OTxe mij Yac HaMMCaHHS TMEPIIOTo PO3JAUTY OakamaBpChbKOl JUMIIOMHOT
pobotu O6y0 cHopMyITHLOBAHO XapaKTEPUCTUKY 3aJ1aul, METY 11 BUPIIIIEHHS Ta 111,
K1 BOHO mepeciiaye. byna BU3HaueHa CTpyKTypa Ta 3MICT BXIJIHOI Ta BHUXIJHOT
iH(popmarrii, OCHOBHI BHMOTH JO iX O(OpPMIICHHS, JKepelna, siki 3a0e3medyroTh
3a/Jlady BXIJIHOKWO 1H(opmMmaili€ero, Ta 0co0u, sKI MarTh OTPUMATH BUXIJIHY

1H(DOopMmarrito.
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PO3JILI 2
PO3POBKA AJITOPUTMY PO3B’SI3AHHI 3AJAUI

KoxxeH 3 Hac moOCTIHHO 3ycTpidyaeThcs 3 O€3/IY4i0 3aBlaHb BiJl
HAWTIPOCTIMNX 1 T0Ope BIIOMUX 70 myXe cKiIagHuX. J[ms 6araThox 3amad iCHYIOTh
neBHI mpaBwia (IHCTPYKI, pO3MOPSAHKEHHS), IO MOSCHIOIOTh BHUKOHABINIO, SIK
BUpIIIYBAaTH JlaHy 3anadvy. Lli mpaBuia jaroquHa MOKe BUBUMTU 3a3fayierip abo
chopMyIIOBaTH caM y TIPOIleCi BUKOHAHHS 3aBlaHHSA. Taki mpaBuia MPUHHSATO
Ha3MBaTH aJIrOpuTMamu. [1]

HamucanHio mnporpamMu 3aBXKIu Tepelye po3poOka JAESIKOTO IUIaHy
po3B's3aHHs 3a/1a4i. [[IOHATTS anropuTMy — OJIHE 3 OCHOBHHX y MPOTpaMyBaHHI Ta
iHpopMaTHKU. AJTOPUTM — 1€ TI€BHA TOCIIAOBHICTH i, HamucaHa Ha
3pO3yM1Ili BUKOHABIIIO aIrOPUTMIYHIN MOBI 1 BU3HAUaK04a MpoLEC Mepexoay Bij
BUXI1JIHUX JJAHUX JIO PE3YyJIbTaTy.

[Ipu cTBOpEHHI aNTOPUTMY MU OyI€MO JOTPUMYBATUCH TAKHX OCOOIMBOCTEH:

QITOPUTM 3aBEPIIMTHCS MICHSI BUKOHAHHS CKIHYEHHOI KUIBKOCTI
KPOKIB;

— TpOLEC, M0 BHU3HAYAETHCS aAJITOPUTMOM, PO3JIUIMMO Ha OKpemi
CIIEMCHTApHI  €Tamd, KOXEH 3 SKUX Ha3WBAEThCS  KPOKOM
QITOPUTMIYHOTO TIPOLIECY;

— KOXEH KPOK alropuTMy Oyne TouHO Bu3HaueHuil. [Iii, siki He0OX1IHO
3MIMCHUTH, OyAyTh YITKO Ta HEABO3HAYHO BHU3HAYCHI I KOXKHOTO
MO>KJIMBOTO BUMAJIKY;

— QITOPUTM Ma€ JeIKy KUIbKICTh BXIJIHMX JaHUX, TOOTO, BEJIWYHH,
3aJlaHuX JI0 TOYaTKy Horo poOOTH ab0 3HAYCHHS SKUX BU3HAYAIOTH
i 4ac poOOTH aJITOPUTMY;

VY 1poMy BU3HAUEHHI BXKE 3a3HA4€HI OCHOBHI BJIACTUBOCTI airoputmy. Ilo-
nepie, arOpUTM CKIIAJAETHCS 3 KIHIIEBOrO HAOOPYy 1HCTPYKIlA abo KpOKiB, MO-
JIpyre, KOKEH KPOK TPAKTYEThCS BUKOHABIIEM €IWHUM YHHOM, IO JO3BOJIIE

rapaHTOBAaHO OTPUMATHU PIMIECHHS JJIS ACSKOrOo Ha0Opy BXITHUX JAHHX, MO-TPETE,
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aJITOPUTM 3aBXKIU 3BOJUTHCS OO JESKOrO IEpPeTBOPEHHS BUXIAHUX HaHUX Y
pe3yabTar 4M pe3yiabTath. JlJIsS MalluHHM, 3pO03yMUJIO, IMOTpiOHA OUIBII diTKa
dbopmaizarlis 3aBIaHHs, HIXK JJIS JIIOJIMHK, PO3YMITH IIPUPOJIHY MOBY KOMITHOTEPH
MOKM HE3JaTHi, 3BIACH HEOOXITHICTh BpaxyBaHHsS MPU CKIAJaHHI aJTOPUTMY
oOMexkeHoro Habopy iHcTpyKuii EOM.

[lepen TuM, sk TOYaTH CTBOPIOBATH MPOrpaMy, HEOOXIAHO TOYHO BU3HAYUTH
MeTy i1 HanucaHHs. Tak, KoJM MeTa TOYHO BH3HAYEHA, CI1J PO3TJISHYTH OLIBII
JIOKJIaJIHO METOJU JOCSTHEHHs MOCTaBJICHOI Nepes MpOorpaMoi0 METH, 1i METOJU
JOCSITHEHHSI OyBalOTh MPEICTaBIICHI B HAOOP1 NEBHUX Alil, NPU LBOMY KOXHA Ais
3aIlyCKAETHCS 10 Yep3i, TOOTO y BU3HAUEHOMY 3a34aJIerilb 3a1aHOMY HOPSIKY.

brnokx cxemm d¢yHkioHamy mpezacraBieHi Ha puc. 2.1, puc. 2.2, puc. 2.3,

puc. 2.4.

( ITouaTok )

bShowMouseCursor
getPlayerCon

ttroler

lJ

Self Create HudCommander

y

SetCommanderHud

+_I

AddToVewPort

!
o)

Puc. 2.1. biok-cxema ctBopenns Hud




32

Omnwuc 6:10k-cxemu ctBopernst Hud.

1. «IToyaTox».

2. «bShowMouseCurso». BcTaHoBI0€ 4YM TOBHHEH BIJIOOpaKaTHCS
KypCOp MHIIII.

3. «getPlayerConttroler». IloBeprae koHTposiep TpaBls 3a BKa3aHUM
1HIIEKCOM TPaBII.

4, «CreateHudCommander». CtBoproe HUD rpasisi. HUD € 6azoBum
00'€eKTOM JIJIs1 B1IOOpa)KEHHS €JIEMEHTIB, HAaKJIaJCHUX Ha eKpaH. Y KOXXHOTO
rpaBlis, KEpOBAHOrO JIIOJUWHOIO B TIpl, € CBId exzeMiuisip kiaacy AHUD, sikuit
3BEPTAETHCS [0 CBOTO 1HAMBIIYATBHOTO OTJISIY. Y BUIAJIKY 3 MYJIbTUILICCPHUMHU
iIrpaMu Ha 0araTOIUIAaHOBUX €KpaHax AEKIIbKa Viewports MaloTh OJHMH 1 TOW e
ekpan, ane kosxkeH HUD Bce 11e 3BepTaetbest 10 BiacHoro Viewport. Tum abo kiac
HUD 151 BUKOpUCTaHHSI BU3HAYAETHCS TUIIOM, SIKM BUKOPUCTOBYETHCSI.

5. «SetCommanderHudy. 3amucye HUD, sikmii 3apa3 BUKOPUCTOBYETHCS
IIUM KOHTPOJIEPOM T'paBIIs

6. «AddToVewPort». [logae 10 BikHa Teperyisiay IPU Ta 3alIOBHIOE BECh
eKpaH, SIKIIO TiTbKK He Oyae Bukimkano SetDesiredSizelnViewport, mo6 sBHO
BCTAaHOBHUTH PO3MIP.

1. «Kinenp»

Omnuc 6J10K-CXEeMU CTBOPEHHSI KYJI.

1. «ITouatok».

2. «GetWorldLocationy. [loBepHEHHS MicLs pO3TallyBaHHS
KOMITOHEHTA y CBITOBOMY IIPOCTOPI.

3. «RifleBarrel». OtpumanHs ckeneTHOi CiTKH. CKeJNeTHI CITKM 4acTo
BUKopucToBYtOThCA B Unreal Engine 4 ayig npeacraBieHHsT CUMBOJIIB 200 1HIIKUX
aHiManiiHux 00'exTiB. 3D-momeni, Takemax Ta aHiMallis CTBOPIOIOTHCS ¥y
30BHIITHBOMY J0JIATKY JJIs MoJiesitoBaHHs Ta aHiMarlii (3DSMax, Maya, Softimage
ToIO0), a moTiM iMnopTytoThes B Unreal Engine 4 Ta 30epiraioTbcs B MakeTH 3a

nomnomMororo Opaysepa Bmicty Unreal Editor.
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4. «Make Transform». IleperBopeHHsT BiI MICIS pO3TallyBaHHS,
oOepTaHHs Ta MacITaoy.

S. «GetActorRotation». IloBeprae o00OepTaHHS KOMIIOHEHTa KOpPEHs
I[BOTO aKTOpA.

6. «SpawnActor Bullet Firevy». CTBOpIO€ThCSI aKOTOP KYJIi.

7. «FireWeapony». IBeHT mpu BHKOHHI KOTPOTO 3IHCHIOETHCS CHTHAN
1010 TIOCTP1ITY.

8. «Kineupy»

&

GetWorldLocation RifleBarrel

—

GetActorRotation Make Transform

FireWeapon SpawnActor Bullet Firev

C Kinenp )

Puc. 2.2. brok-cxema CTBOpEHHS Kyl
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C ITouaTox )

v BuildamountUnit0
buttonNumber

- Set BuildamountUnitO
AnotherUnit

Delay
SpawnActor Mixamo SWAT
P
|
!
C Kireup )
Puc. 2.3. bnok-cxema CTBOPEHHS IOHITY

Omnuc 6J10K-CXEeMU CTBOPEHHS IOHITY.

1. «IToyaTok». [ToyaTok po3paxyHKy hopmyu.

2. «buttonNumber». OTpumaHHS 3MIHHOI sIKa 3 SBJISIETBCSA TiJ Yac
BUKJIMKY 1BEHTY HaTUCKaHHS KHOIIKY OY1BHUIITBA.

3. «Switch on Int». 3a oTpuMaHOI0 3MIHHOI BHUPIIIYETHCS KOTPUUN
akTop Oyze 30yJOBaHHUU.

4. «AnotherUnit». [Tpoliec cTBOpEHHS 1HIINX FOHITIB.

5. «BuildamountUnit0».  OTtpumanHHa  JaHHUX 9 O4Yepedy
Oy/IBHUIITBA.

6. «Set BuildamountUnitO». JlogaBanHs Ta 30€peXHHS aKTOpIB [0
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ouepemy OyIBHHUIITBA.

7. «Delayy». BukoHanHs nii 13 3ami3HEHHSM (BKa3aHO B CEKyHJaX).
Bukiuk 1ie pa3 mij gac BiJJIiKy Oy/i€ MpOIrHOPOBaHO.

8. «SpawnActor Mixamo SWAT». IIpouec CcTBOpeHHS HOBOTO
eK3eMIUIsipa  AKTOpa BIJOMHI SK spawn. SpawnakTopiB BUKOHYEThCS 3a
nonomororo ¢yakmii UWorld :: SpawnActor (). Lls QyHKIisS cTBOpIOe HOBUMA
eK3eMILTSp BKAa3aHOTO KJIacy Ta MOBEPTa€ BKa3iBHUK Ha MIOHHO CTBOPEHH AKTOP.
UWorld :: SpawnActor () MoXe BHKOPHCTOBYBAaTHUCS JIUIIE€ JJIsi CTBOPEHHS

NPUMIPHUKIB KJaciB, sIK1 YCIAJKOBYIOTh Kilac Actor y CBOiil i€papxii.

9. «Kinenpy.
Health C )
ITouaTox
v
Damage
Healt-Damage
y
SetHealth
Enemy Dead

For Each
Loopon Int

A

C Kinens )

Puc. 2.4. biok-cxema po3paxyHKy CMEPTI aKTOpy
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Omnwuc 6710K-CXeMH pO3paxyHKy CMEPTI aKTopy.

1. «IToyaTox».
2. «Damage». OTpuMaHHs 3MIHHOI KUJIBKOCT1 YPOHY IO aKTOpYy.
3. «Healthy. OtpumanHs 3MIHHOI 370pOB’S aKTOPy 1O KOTPOMY

MPOXOJIUTH YPOH.

4. «Healt-Damage». Po3paxyHOoK 3aJHIIIKIB 370POB’ S aKTOPY.
S. «SetHealthy. 3anuc 3MiHHOT 340pOB’sl aKTOPY.
6. «For Eachy. Iluki mpu KOTpOMY SIKIIO 30pPOB’S aKTOPY IOPIBHIOE

HYJIIO TO BIH 3aKIHYY€ETHCS.
7. «Enemy Deady. [BeHT nipu 3711iCHEHHI KOTPOTO aKTOP MOMHUPAE.

8. «Kinenpy.

BucuoBku 10 po3ainy 2

OTxe mi yac HaMMCaHHS JPYroro po3aury KBamidikamiitHoi poOOTH 3TiIHO
3 HEepUIMM PO3JALIOM Oyso cGOopMyIbOBaHO AJITOPUTMH BUPIMIEHHS MOCTaBICHUX

3a/1a4 Ta Mo0y10BaHO OJIOK-CXEMH.



PO3JILIT 3
OPTAHI3AIISA IHOPOPMALIIMHOTO 3ABE3NEYEHHS
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Omnwuc ckIagoBUX eleMeHTiB 00’ ekty «Charecter_master» npencraBajicHuii B

tabmui 3.1.
Tabmums 3.1
Omnuc 06'ekty Character master
Im'sa IToJse Tun nanux nouast | Jlos:xxkuHa B 6aiiTax
bazosa mBuakicts | BaseTurnRate Float 4
MOCTPLITIB
310poB’st Health Float 4
3MiHHa mwBuakocri | firerate Float 4
MOCTPLITIB
[TepeBipka mocTpinis attacking Boolean 1
ITepesipka B 6oro roHiT | ISFight Boolean 1
abo Hi
[Tepesipka uu obpanwuii | Is selected Boolean 1
IOHIT
I[Tepesipka Ha HasBHIicTH | Enemylnsigh Boolean 1
IOHITY Y pajiyci
Bun noctpiny FireType int 4
AXTOp 1UIS TIOCTPiTY EnemyTofight actor -
Crrcok BOporiB EnemyL.ist array -

ATtpubyt «BaseTurnRate» mictuth y co0i 3Ha4€HHS 32 3aMOBYYBAHHSM 1110710

IIBUJIKOCTI TTOCTPLITIB.

ATpubyt «Healthy mitute y co0i iHbopMaIlifo MPo 3aTUIIOK 0YOK 3I0POB’s

o0paHoro akropy abo OyJIUHKY.

ATpubyt «firerate» mictuTh y co0i JaHi PO MIBUAKICTH MOCTPLTIB aKTOPIB

3aJIe)KHO BiJ] TUITY aKTOPY

ATpubyT «attacking» mictuTh y co0i JaHi PO T€ 3HAXOAUTHCS aKTOP Y MOJIiT

NOCTPUTY Y HOTO CTOPOHY.
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ATpubyT «IsFight» micTuth y co6i maHi mpo ydactb 0OpaHOTO aKTOPY IpaBIIs
Ta MPOTUBHHUKA Y OOMOBUX JIISIX.

ATpu0yT «ls selected» micTuTh y co01 1aHi Te U 0OpaHHil JaHUH aKTOp.

ATpubyt «Enemylnsigh» mictuts y co0i gaHi PO MOJIOKEHHS aKTOPIiB Ta 4H
3HAXOJATHCS BOHU Y PaJilyci MOCTPLITY.

ATpubyt «FireType» micTuTh y co0l JaHl MPO THUM MOCTPLIY 3aJIe)KHO Bil
0OpaHOTO THITY aKTOpY.

ATtpubyt «EnemyTofight» micTuTh y co0i 1aHi Ipo akTopa A0 SKOro MOBUHHI
ImoyaTucs Ali aTaku.

ATpubyt «EnemyList» micTuTh y c0o0i JaHi PO MEPesiK yCix BOPOKUX IiIeH
JUTSL aTaKH.

Omnwuc cKIanoBuX eneMeHTiB 00’ exta «Hud» npencrasinennii Ha Tabwi 3.2.

Tabmuus 3.2
Onuc o6'ekty Hud
Im'sa IToJse Tun nanux noas | Jlo:xuna B 6aiirax
Knonka  OyamiBamursa | Button_122 Button -
NEepILIOro THITY IOHITY
Knomnka OyamiBHuITBa | Button_215 Button -
JIPYroro TUIY IOHITY
Knonka  Oynmiuuirrea | Button 318 Button -
TPETHOTO THUITY IOHITY
Knomka  OyamiBamuTBa | Button_456 Button -
YETBEPTOTO THUILY IOHITY
BynuHok 3a | defalt Button -
3aMOBYYBaHHSIM
Buximk Bkiazaku | Infantry Button -
HEXOTH
ByniBHUIITBO PowerBuildButton Button -
ByniBHUIITBO ResBuildButton Button -
[Mpomax selling Button -
Bukiuk Bxiangku | Vehiclebtn Button -
TEXHIKH
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ATpubyt «Button_122)» mictuth y cob6i iHpopmalliro mpo CTBOPEHHSI IOHITY
TIEPIIIOTO THUITY.

Atpubyt «Button_215» mictuth y co61 iHGOpMaIliIO PO CTBOPEHHS FOHITY
JPYroro THUIY.

Atpubyt «Button_318y» mictuth y co61 iHGOpMaIliI0 PO CTBOPEHHS FOHITY
TPETHOTO THITY.

ATtpubyt «Button_456» mictuth y co61 iHGOpMaIliI0 PO CTBOPEHHS FOHITY
4EeTBEPTOTO THUITY.

ATpubyt «defalty mictuts y cob6i nani npo OyaiBirO Ui OyAyBaHHS FOHUTIB
3a 3aMOBYYBAHHSIM.

ATpubyT «Infantry» mictuTh y co0i JaHi po MmepesiK ycixX FOHITIB MXOTHOTO
THUITY.

Atpubyr «PowerBuildButton» wMictute y cobi gaHi mpo OyIiBHHIITBO
OyIUHKY.

ATpubyt «ResBuildButtony mictuth y co0i gaHi Ipo Oy IiBHUIITBO OYIUHKY.

ATpubyT «selling» mictuth y o061 maHi npo npoaax OyaIuHKY ab0 aKTopy.

ATpubyt «Vehiclebtn» mictute y co0i gaHi Mpo MepertiK YCiX aKTOpPiB TUITY
TEXHIKH.

Onuc ckmagoBux eneMmeHtiB 00’ekty «RtsCamera» mpexacraBieHi vy

Tabymm 3.3.
Tabmuns 3.3
Omnuc 06’exty RtsCamera
Im'st IToJse Tun gaHux moJis JloB:xuHA B
O0aMTax
[IBuKiCTh KaMEpU MoveSpeed Float 4
HIBuIKiCTH TOBOPOTY RotateSpeed Float 4
[MonoxxeHHs Kypcopy CustoY Float 4
[MpubamKeHHs CameraZoom Float 4
[Tono>xeHHs Kypcopy CustoX Float 4
Koopaunata kparo ekpana | ScreenHit Float 4
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[Iponossxenns Tabmui 3.3

MOXITUBICTh IIOBOPOTY ShifRotate Boolean 1
[lepeBipka HATUCKAHHS Touch Boolean 1
[Tepesipka MHOxuHHOTO | Multip Boolean 1
BUOODPY

JlonaBaHHS 10 BiAIiTy AddSquad Boolean 1
Micue OymiBHHIITBA Placebuild Boolean 1
Henigxonsme micue BadTerrain Boolean 1
[Tpomax CanSell Boolean 1
OOpanwii epcoHaX Selecteactor Actor -
MacuB nepcoHaxis SelectsActors Array -
Macus niepmioro Biaainenns | Squadl Array -

ATpubyt «MoveSpeed» MicTUTh y 001 JaHHI PO IIBUIKICTH KAMEPH.

Atpubyr «RotateSpeed» wmitute y co0i iHpopMaIlif0o TPO MIBUAKICTH
MOBOPOTY KaMEPH.

ATtpubyr «CustoY» wmictuth y coOi AaHi MpPO KOOPJIHUHATY TMOJIOKEHHS
KypCOpY MHILKHU BITHOCHO BIKHA IPOTPAMH.

ATtpubytr «CameraZoom» MicTuTh y co01 KOOpJWHATH KaMepu, 3MIHIOIOYH
Ky MOXHa HAOJIM3UTH a00 BIIAIUTHA 300pasKEeHHS .

ATtpubyt «CustoX» mictuth y €001 AaHi TPO KOOPAWHATY TMOJOKCHHS
KypCOpY MHIIIKH BITHOCHO BIKHA TIPOTPAMH.

ATpubyt «ScreenHit» micTuth y co0l KOOpIWHATH BiKHA MPOTPaMU IPH
HaBEJICHHI Ha KOTp1 Oyie 3MIHIOBATHUCS TTOJIOKEHHS KaMEpH.

ATpubyt «ShifRotate» wmictute y co0i JdaHi PO MOXKJIHBICTH MOBOPOTY
NEPCHEKTUBH KaMepH BiJHOCHO IFPOBOIO BiKHA.

ATpubyT «Touchy» MicTuTh y c001 JaHi PO HATUCKAHHS Ha IPOBOTO aKTOPY.

ATpubyt «Multip» MicTuTh y c0o0i AaHi PO MHOKUHHUI BHOIp aKTOPIB.

ATpubyt «AddSquady» micTuTh y co0i JaHi PO JA0AaBaHHS OOpaHUX aKTOPIB
10 BIUIIIIEHHS.

Atpubyt «Placebuild» mictute y cobi gaHi Ipo MOMXIHMBICTH MOOYAyBaTH
Oy/iBITIO Ha JaH1i MICIIEBOCTI.

ATpudyt «BadTerrain» mictuth y co0i JaHi MPO HEMOMXJIUBICTh OOYIyBaTH
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Oy/iBITIO Ha JaH1i MICIIEBOCTI.
Atpuoyt «CanSell» mictuth y co0i JaHi Ipo MOXKIIUBICTH MPOJAXKY.
ATpuOyT «Selecteactor» micTuTh y co0i JaHi IIpo 0OpPaHOI0 aKTopYy.
ATpubyT «SelectsActors» mictuTh y co0i 1aHi Mpo MachB OOpaHHUX aKTOPIB.
ATtpuOyT «Squadl» mMicTuTh y c00i iH(pOpPMAIIiIO ITPO HEPIIC BIAIIICHHS.

Ommc ckimanoBux enemeHtiB 00’ekty «HudCommnader» mpencraBneHwii y

tabmui 3.4.
Taomui 3.4
Omnuc 06'ekty HudCommnader
Im'st IToae Tun nanux mouas JloB:xuHaA B
oailiTax
I'paBenb Commander actor -
Touka CTBOpEHHS SetSpawn Boolean 1
Uu 0OpaHuii OyIHHOK Buildselected Boolean 1
OO0panuii OyAMHOK selectedactorbuild actor -
bapak 3a Defaltinfantry actor -
3aMOBYYBAHHSIM
3aBox 3a DefaltVichele actor -
3aMOBYYBAHHSIM
BynuHok 3a DefaltBuilder string -
3aMOBYYBaHHSIM
3MiHHA KHOIIKH IS buttonnumber int 4
CTBOPEHHS IOHITIB
[TepeBipka un BarackAvailbele Boolean 1
BUKOPHUCTOBYETHCS
OymiBis
[MepeBipka uu FactoryAvailable Boolean 1
BUKOPHUCTOBYETHCS
OyiBIIS
[pomax isSeling Boolean 1
Texct mepmoi moswmmii | B_text 0 string -
OyIIBHUIITBA IOHITIB
Texct napyroi mosmmii | B_text 1 string -
OyIIBHUIITBA IOHITIB
Tekct Tperpoi mo3mmii | B_text_2 string -
OyIIBHUIITBA IOHITIB
Tekcr gyerBepToi | B_text 3 string -
MO3UIl1 OyIIBHHIITBA
IOHITIB
Kinekicte pecypciB y | Resorse string -
TEKCTOBOMY BapiaHTi
Kinepkicts pecypciB y | Resorselnt int 4
YHCIOBOMY BapiaHTi
Micrie Touku ctBopenns | SetDefaultSpawnPoint | string -
3a 3aMOBYYBAaHHSIM
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ATpubyt «Commander» mMicTuTh y co0i JaHi Mpo TpaBIis.

AT1pulyT «SetSpawny MiTuTh y cobi iHdopMalliro PO TOUKY B KOTpid OyayTh
CTBOPEHHI FOHITH.

ATpubyt «Buildselected» micTuth y co6i 1aHi mpo oOpaHy OymiBIIIO.

ATtpubyt «selectedactorbuild» mictute y €001 maHi Ipo akTopa KOTPOTO
oOpaHo 1151 Oy yBaHHSI.

Atpubyt «Defaltinfantry» mictuth y co0i gaHi mpo OymiBIIO Y KOTPii OyayTh
CTBOPIOBATHUCS IOHITH MIXOTHOTO THUITY.

ATpubyt «DefaltVichele» mictuth y cob6i naHi mpo OyaiBIIIO y KOTpii OyayTh
CTBOPIOBATHUCS IOHITH THUITY TEXHIKH.

Atpubyr «DefaltBuilder» wmictuth y co0i pgani mnpo OymiBmo 3a
3aMOBYYBaHHSIM.

ATpubyt «buttonnumber» wmicTtuth y co0i JaHi Tpo FOHIT, SKHH Oymae
noOy0BaHO y oOpaHiil Oy/I1BIIL.

ATpubyt «BarackAvailbele» mictuth y co0i naHi mpo Te 4M € y JaHHHMA
MOMEHT OY/IiBJISl 3aHSITa CTBOPEHHSIM IOHITA.

ATpubyt «FactoryAvailable» mictuth y cobi maHi mpo Te 4M € y TaHHHA
MOMEHT OY/IiBJIsl 3aHSITa CTBOPEHHSM IOHITY.

ATpubyT «B_text_0» micTuTh y co0i 1aHi PO HA3BY Ta THIT IOHITY.

AT1pubyt «B_text_1» mictuth y cobi 1aHi Mpo Ha3BY Ta THI IOHITY.

ATpubyT «B_text_2» micTtuTh y co0i 1aHi PO HA3BY Ta TUII IOHITY.

ATpu0yT «B_text_3» micTuTh y co0i 1aHi PO HAa3BY Ta THII IOHITY.

ATtpubyt «Resorse» wmictuth y co6i iHGoOpMaIlliio Tmpo KUIBKICTh PECcypciB
TpaBIIs.

ATtpubyt «Resorselnty mictuth y co01 iHpOopMali0 MPO KUIBKICTh PECYPCIB
IpaBIIs.

ATpubyt «SetDefaultSpawnPoint» Mictute y co0i iHpopMaIlit0 PO TOYKY
CTBOPEHHS IOHITIB 32 3aMOBYYBAHHSIM.

Omnuc ckiIagoBUX eleMeHTiB o00’ekta «Barrack» mpencraBnenuit y

tabmui 3.5.
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Taomung 3.5

Onuc o6'exty Barrack

Im'sa IToJse Tun nanux noas | Jlop:kuHa B 6aiTax

3MminHa kHomku s | ButtonNumber int 4

CTBOpEHHS IOHITIB

KinbkicTs roniTiB B uep3i | BuildamountUnitO int 4

Pecypcu NeVMoney int 4

Atpubyt «ButtonNumber» wmictuth y co0i gaHi mpo FOHIT, SKUH Oyxe
noOy/10BaHO y 0OpaHiil Oy/iBIi.

Atpubyt «BuildamountUnitO» wmitute y co0i iHpoOpMalio Hpo MOPSI0K
CTBOPEHHS FOHITIB.

Atpubyt «NeVMoney» mictuth y co61 iHpopMallito Mpo KUIbKICTh PECYpCiB

rpaBIlsd sKi OyAyTh BUTPAYCHH] HA CTBOPEHHS IOHITIB.
BucHoBku 710 po3ainy 3
OTxe miJg yac HaAMMCaHHA TPEThOrO PO3ALTY AUIUIOMHOI POOOTH 3riAHO

MOCTABJICHUX IJIell Oynu poO3poOJICHHI HEOOXiIHI 3MIHHI Ta CTPYKTYpH

1H(pOopMaIITHUX MaCHBIB.
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PO3/1LT 4
PO3POBKA [TPOIPAMHOTO 3ABE3IIEUEHHS 3AJIAUI

4.1. IIpoekTyBaHHs pO3pOOKH MPOTPAMHOTO 3a0€3MEYEHHS

[Iporpamue 3abe3nedyeHHs, IO SBISETHCA JAEMOHCTPALIMHUM KOMIUIEKCOM
JUIS CTYJEHTIB CHELIaJIbHOCTI <«IH)KEHEpis MporpamMHOro 3a0e3leyeHHs», Ta
MpeJCTaBIIsIe COOOK0 JIEMOHCTPAIII0 Pe3yJIbTaTiB PO3pOOKH TPHU KaHPY CTpaTeris
Ha C++ 3 BukopucTanssM aswkky Unreal Engine 4.

Jlane mporpamMHe 3a0e3neyeHHs] BUKOHAHO 3a JIOMIOMOI'OK0 OCTaHHIX BEpCiid
Unreal Engine 4 ta TexHOJOTIsAMU sIKi OYJ10 J0JaHO 32 OCTaHHI OHOBJICHHS. 3T1IHO
IbOTO, PO3po0Ka Ta BUKOPUCTAHHS CaMoOi PO3pPOOKU SIK TpH, MOTpedye HOCUTH
BEJIMKHX NOTYyXHOcTeH Bia TexHiku. A came Windows 7 64-bit abo Mac OS X
10.9.2 a6o crapmie, Yoruprox-saepuuit nporecop Intel abo AMD, 2.5 GHz a6o
kpamie, NVIDIA GeForce 470 GTX a6o AMD Radeon 6870 HD a6o kpame, 8 I'0
O3IL.

JUist BUpieHHs 1€l npobseMu Oyi0 NPUUHSATE PIIEHHS CTBOPUTH HOBHIA
IIPOEKT, Ha TIaTPOpMI MEPCOHANTBHOTO KOMIT toTepa. [Ipu nomansuomMy 0CBOEHHIO
JAHOTO 1HCTPYMEHTapil0 Ta TOJIMIICHHS HAaBUYOK ONTHUMI3aIlii MOXIIHUBO
CTBOPIOBATH MPOEKTH i Ha IHIIKX MIaThopmax a came:

1. TIK.
2. Xbox One.
3. PlayStation 4.
4. PlayStation Portable.
5. PlayStation Vita.
6. 10S.
7. Android.
8. Nintendo Switch.
Cnin 3ayBaxwutu, mo Unreal Engine4 He cTBOpeHuil a1 po3poOOK

BiJleoirop y kaHpi crpateria. ToMy sl CTBOpPEHHS LIOIO MPOEKTY OyIio
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NEPEOCMUCIICHUH MeBHUI (YHKI[IOHAT 0OpaHOTO IMPOBOTO PYUIIO M aganToBaHUi
MiJl TIOCTaBJEHHI 3aBAaHHA. TakoXX MiaiOpaHi PO3IMMPEHHS I TOJIMIICHHS

PO3pOOKH Ta YHUKHEHHS TPYAHOIIIB HE MOB’SI3aHUX 3 MPOTPaMyBaHHSM.

4.2. Po3poOka nporpaMHOTo 3a0e3neueHHs Ha MOBI niporpamyBaHHs C++ 3

BUKOpHCcTaHHAM IBMKKY Unreal Engine 4

[Iporpamuuit npoaykT Oyzae po3po0IeHO 32 JOMOMOIOI0 1HCTPYMEHTAIbHUX
3ac00iB MoBH IporpamyBanHs C++ Ta cepemoBuiina po3pooku Unreal Engine.

C++ — yHiBepcalibHa MOBa MPOrpaMyBaHHS BUCOKOTO PiBHA 3 MIATPUMKOIO
JNEKUIbKOX TMapajurM MporpamMyBaHHS. 30KpeMa: 00’ €KTHO-OpPIEHTOBAHOI Ta
nporneaypHoi. Po3pobnena b’sippom Ctpayctpynom (anria. Bjarne Stroustrup) B
AT&T Bell Laboratories (Mroppeit-Ximi, Hero-JIxxepci) y 1979 pori ta HazBaHa
«C 3 kmacammy». Ctpayctpyn nepeiimenyBaB MoBy y C++ y 1983 p. basyerbcsa Ha
moBi Ci. Busznauena crangaprom [SO/IEC 14882:2003.

VY 1990-x pokax C++ crana oAHi€r0 3 Haly>KMBaHIIIUX MOB MPOTPaMyBaHHS
3araJibHOTO TPU3HAYCHHSI.

[Tpu crBopenni C++ nparnynu 30epertu cymicHicTh 3 MOBOrO C. BiiburicTs
nporpam Ha C chpaBHO NOpamOBaTUMYTh 1 3 Komnuisitopom C++. C++ Mmae
CUHTAaKCHUC, 3aCHOBaHMM Ha cuHTakcuci C.

HoBoaenennsmu C++ mopiBasHO 3 C €:

1. miaTpumka 00'€KTHO-OPIEHTOBAHOIO MPOrpaMyBaHHs Yepe3 KilacH;
MiATPUMKA y3araJIbHEHOTO MPorpaMyBaHHs depe3 M1a0I0HH;
JIOTIOBHEHHSI 10 CTaHIapTHO1 O10JT10TEKH;

JIOJTATKOB1 THITH JAaHUX;
00poOKa BUHSATKIB;
IPOCTOPHU IMEH,;
BOy/10BaH1 (PYHKIIIT;

MePEBAHTAXKEHHS OTIEPATOPIB;

© ©o N o g B~ w N

nepeBaHTaXKeHHs IMeH (YHKIIIH;


http://www.znannya.org/?view=concept:212
http://www.znannya.org/?view=concept:212
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10.mocwtanHs 1 onepaTopy yNPaBIiHHS BUTBHO PO3MOILICHOIO TTaM'ATTIO.

Jlist po3poOku rpu Oynu 3afisHi yci octanHl Texuiorii Unreal Engine 4, a

came Pemakrop Kpecnenp Blueprints (puc. 4.1).

MOV NPOEKTHI

-
! - E2

i

XPAHUMNLLE

Action APO

20 Oravoyard Pack Handoaalt
1 > L5 15N
' e (oo v 1

18

Puc. 4.1. Epic Games Launcher
st mouatky po6otu 3 Unreal Engine 4 tpebGa BctanoButu Epic Games
Launcher. Iliciig BcTaHOBJIEHHS Ta 3allyCKy NPOrpaMyi MU MOTPAILISIEMO 10 BIKHA B
KOTpOMY MM MoOxkeMo oOpatu siky Bepcito Unreal Engine BcTaHOBUTH, mepenik
MIPOCKTIB K1 OyJIM 3aBaHTa)k€HI a00 CTBOPEHI, a TaKOXK JO CXOBHIIA JIOJAATKIB Y

KOTPOMY 3HAaXOJASThCS MpHUI0aH1 MOAMPIKaLll CTBOPEHI KOpUCTYBauamH (puc. 4.2).
u
Select or Create New Project

Recent Projects

O 3 0 yRIEDIplor
] ﬁ
ATsiiplom MyProject?

New Project Categornies

Games

Architecture, Engineering, and Construction

Opern Project

Puc. 4.2. I'onosue BikHo Unreal Engine
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[Ticast BIIKPUTTS MPOEKTY MU MOTPAIUIIEMO JI0 TOJIOBHOTO BIKHA Y KOTPOMY

MU MOKE€MO BIIKPUTH ICHYIOY1 TPOCKTH a00 CTBOPUTH HOBUH (puc. 4.3).

U

Select Template

.

-_—

Cancel

Puc. 4.3. CTBOpEHHSI HOBOTO IIPOEKTY
[ToyaBmM CTBOPIOBATH HOBUM MPOEKTH MU IMOTPAIUIIEMO 0 TEMIUICUTIB.
Tyr Mu MOXEMO 3a JOMOMOTOI0 IIAa0JIOHIB CTBOPUTH MPOEKT 3 MIAOJIOHHUM

byHKII1I0HATIOM HEOOX1THUM 7151 0OpaHoi 1t (puc. 4.4).
U
Project Settings

Select a location for your project to be stored

D s Engre

Folde: Nume

Create Project

Puc. 4.4. HanamryBaHHsI IPOEKTY
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[Ticns oObupaHHs MIA0JIOHM MH TOTPAIUIIEMO 10 HAJAIITYBAaHHA Y KOTPHUX
MOXJIMBO OOpaTH THI MPOEKTY Te JAesKi rpadiyHl HalalITyBaHHS Ta 0a30BUM
KOHTEHT.

Target Hardware: mpu BuGopi Mobile / Tablet OymyTs BimkimrodeHi aeski
eekTd TOCTOOpOoOKH. Takok MokHa OyJe BHUKOPUCTOBYBAaTH MHUIIY IS
CEHCOPHOTO BBEJICHHSI.

Graphical Target: npu Bu6opi Scalable 3D or 2D OynyTh BIAKIIOUYEH] AEsIKI
e(heKTH TOCTOOPOOKH.

Starter Content: MoO)XKHa BKJIIOYHATH IO OIIIIIO, 00 godaTH Oa3oBHi
koHTeHT (Starter Content). [licis cTBOpeHHS NPOEKTY MH TMOTPOILIIEMO JI0

3r€HEepPOBAHOrO BiKHA. Jle MM MaEMHO MEBHI IHCTPYMEHTH Hasirauii (puc. 4.5).

Puc. 4.5. BikHO CTBOPEHOTO MTPOEKTY

Content Browser: B wiif maneni BigoOpaskaroThcs Bei (aitmm mpoekty. [i
MO’KHa BHKOPHUCTOBYBATH JJII CTBOPEHHS MAaINoOK Ta opraHizoByBatu ¢aiiau. Tyr
TaK0X MO’KHAa BUKOHYBATH TMONIYK MO (haiiyax 3a JOMOMOTO0 MOIIYKOBOTO PsIKa
abo (UIBTPIB.

World Outliner: BimoOpakae Bci 00'€eKTH Ha MOTOYHOMY piBHI. Bu Moxere
BIIOPSAKYBAaTH CIHUCOK, PO3MOJIIMBINY TOB's3aHI O0'€KTH MO TaIKax, a TaKoX
HIykatu 1 GuIbTpyBaTH iX 3a TUIAMH.

Details: TyT BimoOpakaroThCsi BCl BJIACTUBOCTI BUOpaHoro oO0'ekty. Llg

NaHeJdb BUKOPUCTOBYEThCA JUIsl 3MIHM TapameTpiB o00'ekta. BHeceHi 3MiHHU
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BIUTUHYTH TUTHKU Ha 00paHuil ek3eMIunsip 00'ekta. Hampukiaz, sSKIo B CIIeHi € /B

cdhepu, TO IpH 3MiHI pO3MIPY OJIHIET 3MIHM TOPKHYTHCS TIILKH HEl (puc. 4.6).

v- > .9
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Puc. 4.6. 'onoBHE BIKHO IIPOEKTY
Tak Burisgae TOJOBHE BIKHO mnpoekTy. Ha aucnmei Mm  6adnmo
3reHepoBanuil JanamadT ta aexoparii. Koxen 3 nux o0’€kTiB Mae KOJi3ii Ta HE

no3BoJIsie OyayBatu nopsi 3 Humu (puc. 4.7).

Puc. 4.7. 'onoBHE MEHIO TpU

[Ticns moyatky rpu 3’SBIASETHCS JaHHE MEHIO. Y KOTPOMY MH MOMXHUMO

oOpaTu mo4yaTok Tpu abo BuiiTH 3 Hel (puc. 4.8).



Puc. 4.8. Blueprint rojoBHOTO BikHA
VY nanH1i cxemi npeAcTaBiIeHU GyHKIIOHAT TOJIOBHOTO MEHIO a caMe BUXI1J

Ta mepexiJ A0 piBHA noyarky (puc. 4.9).

10 191 13 [ [ = (0 0

et
o P
b~y

B co
BAGSNE = Limpon i Save Al € & Content » MixamoAmmPack »

g - OL

Flme e o}

==

"

Puc. 4.9. Burnsa expany 600
Aktop a0o OHIT Mae MNeBHY NoBeAiHKy. Hampukmani, nux akTopiB sKi
BOPOXKI J0 yCiX, MICS TOYATKy TPU 3TITHO JIOTIKK PO3MOYHYTH O1ff Mik COOO0IO0

(puc. 4.10).



Puc. 4.10. Blueprint noriku akTopis
Tak sixk TexHonoris Behavior tree € TOCUTh Ba)XKOI0 JUisl pOo3yMiHHS, Oyna
CTBOpPEHA aHAJIOrOBa CUCTEMa 3 TPbOX MO3UIINA: ATaku, 3HAXO/)KEHHS BOpora Ta

npuBopoTy (puc. 4.11).

MyDiplumRTSDerme Garme Preview Standalone (64-tit/PCO3D_SI5)

500,000

Puc. 4.11. CtBopenHs OyaiBi

JUist cTBOpeHHs IOHITIB Tpeba cmouyatky mnoOyayBatu Oynismto. Ilicns
HATUCKAHHS KHOMKW Oapak MOXKHa PO3MICTUTH OYIIBIIO aje JUIle Ha BUIbHIN

ninsHul (puc. 4.12).
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Puc. 4.12. Blueprint ctBopeHHs OyaiBeb
VY naHHI cxemi MpeJCTaBiICHUI BapiaHT BUKOHAHHS OYJIIBHUIITBA, IEpEBipKa

MO>KJIMBOCTI OyJTyBaHHs, & TAKO 3HEIIKOKEHHS akTopy Oyaisil (puc. 4.13).

MyDiplomRTSDeme Game Preview Standalone (64-bit/PCD3D_SM5,

498,600

Puc. 4.13. CTBOpEHHS IOHITIB

[Ticns moGynyBaHHS 6apak MU OTPHUMAEMO MOKJIUBICTH CTBOPEHHS FOHITIB.
Ha BuOip € 4 Tumnu 1OHITIB 3 PI3HUMHU MOKAa3HUKAMHU 3JI0POB’S, I[IHU, IIBUIKOCTI

cTpinbou (puc. 4.14).




Puc. 4.14. Blueprint cTBOpeHs IOHITIB
Tak BUIIsAaX CTBOPEHHS IOHITIB 3a gomomoror Blueprint. Bix BuGopy
IOHITY Ta MO0 TEKCTypH A0 MOKAa3HUKIB 310poB’a Ta Tag HOMepy ISl CHCTEMH

CBil-uyxuii (puc. 4.15).

496,000

SIE o 1 5[ o e |

-
2
-
3

Puc. 4.15. Burisin expany 6010

[Ticns BUKOHAHHS YCiX HEOOXITHUX JaeTaned, MoOyayBaBIIM IOHITIB MH

BIJIIIPABISIEMO 1X y Oiif. Y KOTpOMY 32 BUKOHAHHSM JIOTIKH BOHHU OyIyTh poOUTH 3
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Iii: aTaKyBaTH MPOTHMBHUKA, HAMAraTucs MOro modavuTu Ta CrpoOyBaTu 3poOUTH

YXWJIMTHUCS BiJ MOCTPLIIIB.

BucHoBku 10 po3ainy 4

VY naHomy po3fiiai HaBOAUTHCS PO3POOKa MPOTrPaMHOTO 3a0e3MEUeHHs I'pu
’KaHpy ctpareris Ha MmoBi C++. BukopucroByroun pymi Unreal Engine 4,
PO3pO0IIeHI CKPUNTH JJIsl BJIACHOT CTpATETii, K1 MPAIIOI0Th MPH MEBHUX YMOBAaX Ta

pearyroTh Ha MOAii.
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BMCHOBKHA

VY nauiii OakalaBpChbKiil TUIIOMHIN poOOTI OyB po3po0JieHO MporpamMHuit
KOMIUTEKC Tt JeMoHcTpanii MoxknuBocterd Unreal Engine 4 Ta mporiiec 0CBOEHHS
JTAHHOI TEXHOJIOT1I.

[lin yac HamucaHHS OakanxaBPCHKOI JUIUIOMHOI poOoTH Oynu chopmoBaHi
11 Ta MeTa 3T1IHO 3 00paHoi Temu. 30y/I0BaHI XapaKTEepUCTUKHU 3ajlayl Ta Oyina
BU3HAUEHA CTPYKTypa Ta 3MICT BXiAHOI ¥ BUXigHOI iH(popMaIlii, OCHOBHI BUMOTH
n0 ix BILOOOpakeHHS B 3pyYyHOMY JUIsl KOpUCTyBaya BUIJIAL, HPOBEIECHI
JOCIIJIKEHHS 11010 JIAHOI TEeMH Y MEpEXi 1HTEpHET, OyJiu PeTeIbHO MEPEerIsHyTI
MaTepiaid Ta MPOrpaMHI 3acO0M 10 BUKOPUCTOBYBAIMCS MiJ 4ac poOoTH. bynu
OTpUMaHI1 KOHCYJbTAIll 31 MPOBLAHUMH CHEIlaTiCTaMU JaHUX TEXHOJOTIi Ta OyiIu
mpoBeneHi Oecimu 3 wieHaMd (IipM  KOTpl CHEIIaNI3yIOTbCs Ha JaHOMY
MpOrpaMHOMY 3a0€3MEUCHHI.

Jlna peanmizamii 3amgaui OyB Bukopucranuii Unreal Engine 4 Ta MoBa
nporpamyBaHHs C++, a Takok cucTeMa BidyaiabHOro ckpuntunra Blueprint. Bona
€ IIBUJIKMM CIOCOOOM CTBOPEHHS MPOTOTHMIB 1rop. 3aMiCTh MOPSAKOBOTO
HaIMCaHHsS KOJy BCE MOXXHa poOUTH BizyalibHO: mepersaryBatu Homu (By3mnm),
3aJlaBaTH iX BJACTUBOCTI B IHTEP(ENCI 1 3'€JHYBATH 1X «ITPOBOINY.

Po3pobnena mporpama BUKOHYe yci HeoOXxiaHi (yHKII KOTpi MOBHHHA
BUKOHYBATH I'pa y KaHpi CTpaTeEris, a came:

1. 3pyuHe kepyBaHHS Ta MIMPOKI MOXKIUBOCTI KAMEPH.
ByniBauTBO Oy 1iBE.
CTBOpEHHS IOHITIB.
[Ipairorounii ITyYHUN IHTETIEKT.

MOo>IHMBICTh ONEpyBaTH IOHITAMHU.

o oA W

Bukopucranss 1oHITIB 115 0010.
Ha ocHoBi mpoBeneHoi poOOTH, MOXXKHAa 3 YCHIXOM pO3BUBAaTH Ta
BJIOCKOHATIOBATH PO3POOJICHHI MPOTPaMHO-AEMOHCTPAIIAHAN KOMIUIEKC, Ta

J07aBaThd A0 HBOTO HOBUM (DYHKIIOHAT Ta pealizaiilo HOBUX aJITOPUTMIB
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MITYYHOTO  IHTEJEKTY, MYJbTUIUICEP, OUIbIIY KIIBKICTh  IOHITIB. A0O

BUKOPUCTOBYBATH SIK TYJIKIT JJII HOBUX MPOEKTIB.
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Homatok A

®daiin Game Mode.h

#pragma once

#include "GameFramework/GameMode.h"
#include "RTSGameMode.generated.h"

/**

*

*/

UCLASS()

class RTS_API ARTSGameMode : public AGameMode

{
GENERATED_BODY()

ARTSGameMode();

®aitn Game Mode.cpp

#include "RTS.h"

#include "RTSGameMode.h"

#include "RTSPlayer/RTSPlayerController.h"
#include "RTSPlayer/RTSPlayerCameraSpectatorPawn.h"

ARTSGameMode::ARTSGameMode()
{

/I C++ classes
PlayerControllerClass = ARTSPlayerController::StaticClass();
DefaultPawnClass = ARTSPlayerCameraSpectatorPawn::StaticClass();



62

[IponoB:xenHsa nogatky A
®aiin RTSPlayerController .h

#pragma once

#include "GameFramework/PlayerController.h"
#include "RTSPlayerController.generated.h”

/**

*

*/

UCLASS()

class RTS_API ARTSPlayerController : public APlayerController

{
GENERATED_BODY()

ARTSPIlayerController();

daiin RTSPlayerController .cpp

#include "RTS.h"
#include "RTSPlayerController.h"

ARTSPlayerController:: ARTSPlayerController()
{
bShowMouseCursor = true;
bEnableClickEvents = true;
bEnableTouchEvents = true;
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Jonatok b
daiin RTSPlayerCameraSpectatorPawn .h
#pragma once
#include "GameFramework/SpectatorPawn.h"
#include "RTSPlayerCameraSpectatorPawn.generated.h”
/**
* this is the default RTS camera handling movememnt, rotation, and zoom
*/
UCLASS()
class RTS_API ARTSPlayerCameraSpectatorPawn : public ASpectatorPawn
{

GENERATED_BODY()

public:

/** Constructor */

ARTSPlayerCameraSpectatorPawn(const FObjectInitializer& ObjectlInitializer);

[** Camera Component */
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera)

class UCameraComponent* CameraComponent;

[[** Camera XY limit */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraXY Limit;



/[** Camera height over terrain */
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UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeight;

/[** Camera min height over terrain */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeightMin;

/[** Camera max height over terrain */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeightMax;

/** Camera Rotation around Axis Z */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraZAnlge;

[** Camera Height Angle */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeightAngle;

[** Camera Pitch Angle Max */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeightAngleMax;

[** Camera Pitch Angle Min */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraHeightAngleMin;

/** Camera Radius (Distance) From Pawn Position */

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraRadius;

/** Camera Radius Max */
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UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraRadiusMax;

/** Camera Radius Min */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraRadiusMin;

[** Camera Zoom Speed */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraZoomSpeed:;

[** Camera Rotation Speed */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraRotationSpeed,

[** Camera Movement Speed */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)
float CameraMovementSpeed;

[** Camera Scroll Boundary */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

float CameraScrollBoundary;

/** Should the camera move? */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Camera)

bool bCanMoveCamera;

private:

[** Sets up player inputs

*  @param InputComponent - Input Component


https://forums.unrealengine.com/member.php?u=209895
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*/
void SetupPlayerInputComponent(class UlnputComponent* PlayerinputComponent);

public:

/** Zooms In The Camera */
void ZoomInByWheel();

/** Zooms Out The Camera */

void ZoomOutByWheel();

[** Rotate The Camera Left */
void RotateLeftByWheel();

[** Rotate The Camera Right */
void RotateRightByWheel();

[** Rotate The Camera Up */
void RotateUpByWheel();

[** Rotate The Camera Down */
void RotateDownByWheel();

/-

/** Calculates the new Location and Rotation of The Camera */

void RepositionCamera();

private:
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/I set them to +/-1 to get player input from keyboard
float FastMoveValue; /Il movement speed multiplier : 1 if
shift unpressed, 2 is pressed

float RotateValue; /] turn instead of move camera

float MoveForwardValue;
float MoveRightValue;
float MoveUpValue;

float ZoomInValue;

-

public:

[** Left or Right Shift is pressed

* @param direcation - (1.0 for Right, -1.0 for Left)
*/

void FastMovelnput(float Direction);

[** Left or Right Ctrl is pressed

* @param direcation - (1.0 for Right, -1.0 for Left)
*/

void Rotatelnput(float Direction);

/** Input recieved to move the camera forward
* @param direcation - (1.0 for forward, -1.0 for backward)
*/

void MoveCameraForwardInput(float Direction);

/** Input recieved to move the camera right
* @param direcation - (1.0 for right, -1.0 for left)
*/

void MoveCameraRightInput(float Direction);


https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
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/** Input recieved to move the camera right
* @param direcation - (1.0 for right, -1.0 for left)
*/

void MoveCameraUpInput(float Direction);

/** Input recieved to move the camera right
* @param direcation - (1.0 for right, -1.0 for left)
*/

void ZoomCameralninput(float Direction);

-

private:

/** Moves the camera forward

* @param direcation - (+ forward, - backward)
*/

FVector MoveCameraForward(float Direction);

/** Moves the camera right

* @param direcation - (+ right, - left)

*/

FVector MoveCameraRight(float Direction);

[** Gets the roatation of the camera with only the yaw value
* @return - returns a rotator that is (0, yaw, 0) of the Camera
*/

FRotator GetlsolatedCameraYaw();

-~

/** Moves the camera up/down

* @param direcation - (+ up, - down)


https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=82295
https://forums.unrealengine.com/member.php?u=209895
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*/
float MoveCameraUp(float Direction);

/-

[** Zooms the camera in/out
* @param direcation - (+ in, - out)
*/

void ZoomCameraln(float Direction);

[** Turns the camera up/down

* @param direcation - (+ up, - down)
*/

void TurnCameraUp(float Direction);

[** Turns the camera right/left
* @param direcation - (+ right, - left)
*/

void TurnCameraRight(float Direction);

public:

/** Tick Function, handles keyboard inputs */

virtual void Tick(float DeltaSeconds) override;

/I detect landscape and terrain static-mesh

/I usage: RTS Obstacle and RTS Building placement onto landscape, terrain static-
mesh

float GetLandTerrainSurfaceAtCoord(float XCoord, float YCoord) const;


https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
https://forums.unrealengine.com/member.php?u=209895
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@aitn RTSPlayerCameraSpectatorPawn .cpp

#include "RTS.h"
#include "RTSPlayerCameraSpectatorPawn.h™

HHHHHTTTTT T T nn§ T

ARTSPlayerCameraSpectatorPawn:: ARTSPlayerCameraSpectatorPawn(const
FODbjectinitializer& Objectlnitializer)
{
// enable Tick function

PrimaryActorTick.bCanEverTick = true;

/[ disable standard WASD movement
bAddDefaultMovementBindings = false;

/I not needed Pitch Yaw Roll
bUseControllerRotationPitch = false;
bUseControllerRotationYaw = false;

bUseControllerRotationRoll = false;

// collision

GetCollisionComponent()->bGenerateOverlapEvents = false;
GetCollisionComponent()->SetCollisionEnabled(ECollisionEnabled::NoCollision);
GetCollisionComponent()->SetCollisionProfileName(TEXT("NoCollision™));
GetCollisionComponent()->SetSimulatePhysics(false);

// set defaults

CameraXY Limit = 25000.f;
CameraHeight = 1000.f;
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CameraHeightMin = 300.f; // 100 for debugging
CameraHeightMax = 5000.f;

CameraRadius = 2000.f;
CameraRadiusMin = 1000.f; // 100 for debugging
CameraRadiusMax = 8000.f;

CameraZAnige = 0.f; Il yaw
CameraHeightAngle = 30.f; /[ pitch

CameraHeightAngleMin = 15.f;
CameraHeightAngleMax = 60.f;

CameraZoomSpeed = 200.f; I/l wheel
CameraRotationSpeed = 10.f; I/ wheel + ctrl
CameraMovementSpeed = 3000.f; // in all directions
CameraScrollBoundary = 25.1; /I screen edge width

bCanMoveCamera = true;

/I intialize the camera

CameraComponent =
Obijectlinitializer.CreateDefaultSubobject<UCameraComponent>(this, TEXT("RTS Camera"));

CameraComponent->AttachToComponent(RootComponent,
FAttachmentTransformRules::KeepRelativeTransform);

CameraComponent->bUsePawnControlRotation = false;

RepositionCamera();

T T
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void ARTSPlayerCameraSpectatorPawn::SetupPlayerInputComponent(class
UlnputComponent* PlayerinputComponent)

{

if ("PlayerInputComponent) return;

Super::SetupPlayerInputComponent(PlayerInputComponent);

/[ action mappings

// mouse zoom

PlayerInputComponent->BindAction("ZoomOutByWheel", IE_Pressed, this,
&ARTSPlayerCameraSpectatorPawn::ZoomOutByWheel);

PlayerInputComponent->BindAction("ZoomInByWheel", IE_Pressed, this,
&ARTSPlayerCameraSpectatorPawn::ZoomInByWheel);

/I mouse rotate (+Ctrl or +Alt)

I/ unnecessary...

/[PlayerInputComponent->BindAction("RotateLeftByWheel", IE_Pressed, this,
&ARTSPlayerCameraSpectatorPawn::RotateLeftByWheel);

/[PlayerInputComponent->BindAction("RotateRightByWheel",  IE_Pressed, this,
&ARTSPlayerCameraSpectatorPawn::RotateRightByWheel);

I/ needed...

PlayerInputComponent->BindAction("RotateUpByWheel", IE_Pressed, this,

&ARTSPlayerCameraSpectatorPawn::RotateUpByWheel);
PlayerInputComponent->BindAction("RotateDownByWheel", IE_Pressed, this,
&ARTSPlayerCameraSpectatorPawn::RotateDownByWheel);

/[ axis mappings

Il keyboard move (WASD, Home/End)

PlayerInputComponent->BindAxis("MoveForward", this,

&ARTSPlayerCameraSpectatorPawn::MoveCameraForwardInput);
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PlayerInputComponent->BindAxis("MoveRight",
&ARTSPlayerCameraSpectatorPawn::MoveCameraRightinput);

PlayerInputComponent->BindAxis("MoveUp",
&ARTSPlayerCameraSpectatorPawn::MoveCameraUplnput);

PlayerinputComponent->BindAxis("ZoomIn",
&ARTSPlayerCameraSpectatorPawn::ZoomCameralninput);

// double speed (WASD +Shift)

PlayerInputComponent->BindAxis("FastMove",
&ARTSPlayerCameraSpectatorPawn::FastMovelnput);

Il yaw and pitch (WASD +Ctrl)

PlayerInputComponent->BindAxis("Rotate",
&ARTSPlayerCameraSpectatorPawn::Rotatelnput);

ky

T T T nn§n

void ARTSPlayerCameraSpectatorPawn::ZoomInByWheel()
{

if ("bCanMoveCamera) return;

CameraRadius -= CameraZoomSpeed * FastMoveValue;
CameraRadius = FMath::Clamp(CameraRadius,

CameraRadiusMax);

/IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn::ZoomOutByWheel()
{

if ('"bCanMoveCamera) return;

this,

this,

this,

this,

this,

CameraRadiusMin,
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CameraRadius += CameraZoomSpeed * FastMoveValue;
CameraRadius = FMath::Clamp(CameraRadius, CameraRadiusMin,

CameraRadiusMax);

//RepositionCameral();

void ARTSPlayerCameraSpectatorPawn::RotateLeftByWheel()
{
if ("bCanMoveCamera) return;

CameraZAnlge -= CameraRotationSpeed * FastMoveValue;

//IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn::RotateRightByWheel()
{
if ("bCanMoveCamera) return;

CameraZAnlge += CameraRotationSpeed * FastMoveValue;

//IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn::RotateUpByWheel()
{

if ("bCanMoveCamera) return;

CameraHeightAngle += CameraRotationSpeed * FastMoveValue;
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CameraHeightAngle = FMath::Clamp(CameraHeightAngle, CameraHeightAngleMin,
CameraHeightAngleMax);

//IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn::RotateDownByWheel()
{

if ("bCanMoveCamera) return;

CameraHeightAngle -= CameraRotationSpeed * FastMoveValue;
CameraHeightAngle = FMath::Clamp(CameraHeightAngle, CameraHeightAngleMin,
CameraHeightAngleMax);

//IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn::RepositionCamera()
{

FVector NewLocation(0.f, 0.f, 0.f);

FRotator NewRotation(0.f, 0.f, 0.f);

float sinCameraZAngle = FMath::Sin(FMath::DegreesToRadians(CameraZAnlge));
float cosCameraZAngle = FMath::Cos(FMath::DegreesToRadians(CameraZAnige));

float sinCameraHeightAngle =
FMath::Sin(FMath::DegreesToRadians(CameraHeightAngle));
float cosCameraHeightAngle =

FMath::Cos(FMath::DegreesToRadians(CameraHeightAngle));



76

IIponoBxkeHus nogatky b

NewLocation.X = cosCameraZAngle * cosCameraHeightAngle * CameraRadius;
NewLocation.Y = sinCameraZAngle * cosCameraHeightAngle * CameraRadius;

NewLocation.Z = sinCameraHeightAngle * CameraRadius;

// do not allow camera component to go under ground - not enough alone, actor also
needed to be limited
float TerrainSurfaceZ = GetLandTerrainSurfaceAtCoord(GetActorLocation().X +
NewLocation.X, GetActorLocation().Y + NewLocation.Y);
if (GetActorLocation().Z + NewLocation.Z < TerrainSurfaceZ + CameraHeight)
{
/[FVVector NewLocation = CameraComponent->GetComponentLocation();

NewLocation.Z = TerrainSurfaceZ - GetActorLocation().Z + CameraHeight;

/l new camera location

CameraComponent->SetRelativeLocation(NewLocation);

/I new camera rotation
NewRotation = (FVector(0.0f, 0.0f, 0.0f) - NewLocation).Rotation();

CameraComponent->SetRelativeRotation(NewRotation);

T nn§ T

void ARTSPlayerCameraSpectatorPawn::FastMovelnput(float Direction)

{

if ('"bCanMoveCamera) return;

/I left or right does not matter, to set double speed in any direction
FastMoveValue = FMath::Abs(Direction) * 2.0f;
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/I used as multiplier so must be 1 if not pressed
if (FastMoveValue == 0.0f)

{
FastMoveValue = 1.0f;

void ARTSPlayerCameraSpectatorPawn::Rotatelnput(float Direction)
{

if ("bCanMoveCamera) return;

/I left or right does not matter
RotateValue = FMath::Abs(Direction);

void ARTSPlayerCameraSpectatorPawn::MoveCameraForwardInput(float Direction)

{

if ("bCanMoveCamera) return;

MoveForwardValue = Direction;

void ARTSPIlayerCameraSpectatorPawn::MoveCameraRightInput(float Direction)
{

if ('"bCanMoveCamera) return;

MoveRightValue = Direction;
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void ARTSPlayerCameraSpectatorPawn::MoveCameraUpInput(float Direction)

{

if ("bCanMoveCamera) return;

MoveUpValue = Direction;

void ARTSPIlayerCameraSpectatorPawn::ZoomCameralninput(float Direction)

{

if ("bCanMoveCamera) return;

ZoomInValue = Direction;

FVector ARTSPlayerCameraSpectatorPawn::MoveCameraForward(float Direction)
{
float MovementValue = Direction * CameraMovementSpeed;
FVector DeltaMovement = MovementValue * GetlsolatedCameraYaw().Vector();
/[FVector NewLocation = GetActorLocation() + DeltaMovement;
//SetActorLocation(NewLocation);

return DeltaMovement;

FVector ARTSPlayerCameraSpectatorPawn::MoveCameraRight(float Direction)
{

float MovementValue = Direction * CameraMovementSpeed;
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FVector DeltaMovement = MovementValue * (FRotator(0.0f, 90.0f, 0.0f) +
GetlsolatedCameraYaw()).Vector();

/IFVector NewLocation = GetActorLocation() + DeltaMovement;

//SetActorLocation(NewLocation);

return DeltaMovement;

FRotator ARTSPlayerCameraSpectatorPawn::GetlsolatedCameraYaw()
{
/l FRotator containing Yaw only

return FRotator(0.0f, CameraComponent->ComponentToWorld.Rotator().Yaw, 0.0f);

float ARTSPlayerCameraSpectatorPawn::MoveCameraUp(float Direction)
{
float MovementValue = Direction * CameraMovementSpeed;
/[FVector DeltaMovement = FVector(0.0f, 0.0f, MovementValue);
/IFVector NewLocation = GetActorLocation() + DeltaMovement;
//NewLocation.Z = FMath::Clamp(NewLocation.Z, CameraRadiusMin,
CameraRadiusMax);
//SetActorLocation(NewLocation);

return MovementValue;

void ARTSPlayerCameraSpectatorPawn::ZoomCameraln(float Direction)

{

float MovementValue = Direction * CameraMovementSpeed;

CameraRadius += MovementValue;
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CameraRadius FMath::Clamp(CameraRadius, CameraRadiusMin,

CameraRadiusMax);

//IRepositionCamera();

void ARTSPlayerCameraSpectatorPawn:: TurnCameraUp(float Direction)

{
CameraHeightAngle -= Direction * CameraRotationSpeed * 10.0f;

CameraHeightAngle = FMath::Clamp(CameraHeightAngle, CameraHeightAngleMin,
CameraHeightAngleMax);

//RepositionCamera();

void ARTSPlayerCameraSpectatorPawn:: TurnCameraRight(float Direction)
{

CameraZAnlge += Direction * CameraRotationSpeed * 10.0f;

//RepositionCamera();

T T T nn§nn

void ARTSPlayerCameraSpectatorPawn::Tick(float DeltaSeconds)

{
Super::Tick(DeltaSeconds);

/I mouse position and screen size
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FVector2D MousePosition;
FVector2D ViewportSize;

UGameViewportClient* GameViewport = GEngine->GameViewport;
/I it is always nullptr on dedicated server
if (\GameViewport) return;
GameViewport->GetViewportSize(ViewportSize);
/I if viewport is focused, contains the mouse, and camera movement is allowed
if (GameViewport->IsFocused(GameViewport->Viewport)
&& GameViewport->GetMousePosition(MousePosition) && bCanMoveCamera)

/I movement direction by mouse at screen edge

if (MousePosition.X < CameraScrollBoundary)

{
MoveRightValue = -1.0f;
}
else if (ViewportSize.X - MousePosition.X < CameraScrollBoundary)
{
MoveRightValue = 1.0f;
}

if (MousePosition.Y < CameraScrollBoundary)

{
MoveForwardValue = 1.0f;
}
else if (ViewportSize.Y - MousePosition.Y < CameraScrollBoundary)
{

MoveForwardValue = -1.0f;



82

IIponoBxkeHus nogatky b

Il tweak camera actor position

FVector ActualLocation = GetActorLocation();

FVector ActualMovement = FVector::ZeroVector;

// horizontal movement
if (RotateVValue == 0.f)
{
ActualMovement += MoveCameraForward(MoveForwardValue *
FastMoveValue * DeltaSeconds);
ActualMovement += MoveCameraRight(MoveRightValue * FastMoveValue *
DeltaSeconds);

ky

ActualLocation += ActualMovement;

/I vertical movement
CameraHeight +=  MoveCameraUp(MoveUpValue * FastMoveValue *
DeltaSeconds);

CameraHeight = FMath::Clamp(CameraHeight, CameraHeightMin,
CameraHeightMax);

/I adjust actor height to surface
float TerrainSurfaceZ =  GetLandTerrainSurfaceAtCoord(ActualLocation.X,
ActualLocation.Y);

ActualLocation.Z = TerrainSurfaceZ + CameraHeight;

/! limit movement area

ActualLocation. X
CameraXY Limit);

FMath::Clamp(ActualLocation.X, -CameraXYLimit,

ActualLocation.Y
CameraXYLimit);

FMath::Clamp(ActualLocation.Y, -CameraXYLimit,
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/I move actor

SetActorLocation(ActualLocation);

Il tweak camera component relative transform

// set rotation parameters

if (RotateValue != 0.1)

{
TurnCameraUp(MoveForwardValue * FastMoveValue * DeltaSeconds);
TurnCameraRight(MoveRightValue * FastMoveValue * DeltaSeconds);

/I set zoom distance

ZoomCameraln(ZoomInValue * FastMoveValue * DeltaSeconds);

/I adjust camera component relative location and rotation

RepositionCamera();

[[-mmmmmmmmmm e

// debug

/[DrawDebugSphere(

1 GetWorld(),

I GetCollisionComponent()->GetComponentLocation(),
I GetCollisionComponent()->GetScaledSphereRadius(),
1 8,

1 FColor::White,

I false,

1 -1.f

I );
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U T nn

float ARTSPlayerCameraSpectatorPawn::GetLandTerrainSurfaceAtCoord(float
XCoord, float YCoord) const
{

FCollisionQueryParams TraceParams(FName(TEXT("LandTerrain")), false, this);
Il TraceTag (info for debugging), bTraceComplex, AddlgnoredActor

TraceParams.bFindInitialOverlaps = false; I/ needed

FHitResult Hit;

FVector Start = FVector(XCoord, YCoord, GetActorLocation().Z + CameraRadius);
FVector End = FVector(XCoord, YCoord, -500.f);

/[l ECC_ channels should be set properly !!
bool bHit = GetWorld()->LineTraceSingleByChannel(Hit,  Start,  End,
ECollisionChannel::ECC_WorldStatic, TraceParams);

if (bHit)
{
return Hit.ImpactPoint.Z; // for shape trace it differs from Location
}
return 0.f; I/ water level

T T T T



