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BCTYII

IrpoBa iHIYCTpist y Cy4aCHOMY CBITI € OJJHIEIO 3 HAMOUTBII MIBUIKO3POCTAIOYNX
Ta BIUIMBOBUX cdep po3Bar. 3 pokaMu BOHA HE JIMIIIE MIPOJOBXKYE 30UIbIIYBAaTH CBIM
oOcsr, aje i crae Bce OUIBII PI3HOMAHITHOIO Ta JOCTYITHOIO JUIsl ITMPOKOI ayAUTOPIi.
Po3BUTOK HOBHMX TEXHOJIOTIH, 3pOCTAaHHS MOMYISPHOCTI OHJIAWH-ITOP Ta MOIINMPEHHS
MOOUIBHUX TE€HMIHIOBHX IUIAT(GOPM € JHile ASSIKUMH 3 (PaKTopiB, M0 BU3HAYAIOTh

cyuyacHu# nanamadT irpoBoi IHIYCTPii.

Unreal Engine 5 BIig3HAYa€eThCs TEXHOJNOTIIMA Ta 1HCTPYMEHTAMHM, SIKI
MJBUITYIOTh SIKICTh TEMMIUICIO Ta Bi3yajbHI MOXKIMBOCTI. 30KpeMa, BIPOBAKEHHS
Lumen Global Illumination ta Nanite Geometry n103Bossie po3poOHHUKaM CTBOPIOBATH
JMBOBIDKHO PEAJICTUYHI Ta JIeTajIi30BaHi IrpoBi CBITH 0€3 3HAYHUX OOMEKEHB 1010
ontumizaiii. Ili Texnonorii poonsars Unreal Engine 5 moTyXHUM 1HCTPYMEHTOM IS
po3poOKK irop MalOyTHBOTrO, SKI HAJAUXAlOTh TPaBIIB CBOED Kpacow Ta

IMMEPCHUBHICTIO.

CTBOpEHHS BIPTyaJIbHOTO CepefoBuIIa cTaporo kopiycy OcTpo3bkoi Akaaemii
Ta TPWIETIOl J0 HHOTO YacTHMHHM Tapky B irpoBoMy pymiii Unreal Engine 5 - me
3aXOIUTIOIOUMN Ta BOJHOYAC BIJAMOBIJAIBHHUI MpoIec, CIPSIMOBAHUN Ha Te, 1100
nepenatu B mudpoBomy Qopmari BCO Kpacy Ta armochepy 1poro micrsg. Mwu
BUKOPUCTOBYBAJIM TOYHI Marepianu Ta Qororpadii /s BIATBOPEHHS KOXKHOI JieTai
KOPITYCy Ta MapKy 3 HaWBHUIIOK TOYHICTIO. JlomaBaHHS 3ByKOBUX €(EKTIB, TAKUX 5K
MIeTIT BITPY YW CIIB MTaxiB, a TaKOX MOXIUBICTh (I3UYHO B3aEMOMISITH 3
OTOYCHHSIM, HAMPUKIAJA, CUAITH Ha JIaBKax a00 BIIKPUBATH JIBEP1, J0JACTh peaizMy
Ta IMMEPCHBHOCTI JI0 BipTyajpHOTO 10CBiqy. Bukopucrtanus mexanik Unreal Engine
5 JT03BOJHUTH CTBOPUTH HAJ3BUYANHO pEaNICTUYHE BIPTyaJbHE CEpPEIOBHINE, SKE

MOBHICTIO MTEPEacTh €CTETUKY Ta apXITEKTypHY BEJIHY.

Merta kBanidikamiiHoi pod0TH — 11e CTBOPEHHS 1HTEPAKTUBHOTO BIPTYaJIbHOIO
cepenoBwHIa craporo kopmycy HarionansHoro yHiBepcuteTy «OCTpo3bKa akaaeMish»
(excTep'ep cTaporo KOpmycy Ta mapKoBOi 30HH) Ta OCHOBHI 3aBIaHHS Ha MPAKTHKY:

1. Hiune ocBITIICHHS;



2. 3ByKH;
3. 3miHa JHS 1 HOYI,
4. Animariii B3aeMoZii 3 TpeIMEeTaMH.
5. Craryi

O0’eKTOM  JTOCHIDKEHHA € pO3poOKa IHTEPAKTUBHOTO  BIPTYaJbHOTO
cepenoBuia craporo kopiycy HarionaasHoro yHiBepcuteTy «OCTpo3bKa aKkaaeMis
(excTep'ep cTaporo KOpIycy Ta rnmapkoBoi 30HH) B cepenoBuiii Unreal Engine 5.

[IpenmMeToM JOCHIIKEHHST € CTBOPEHHS BHUCOKOSKICHOI Ta I1HTEPAaKTHBHOI
BIPTYaJbHOT MOJEII €KCTep'epy CTaporo KOopmycy Ta mnapkoBoi 30HM HarioHanbHOTO
yHiBepcuTeTy OCTpo3bka akajemis, ska Oylae BUKOPHUCTOBYBATHUCS JJIsi HABYAIBHUX,
MPE3eHTAIlIMHIX Ta TYPUCTUIHUX IIIJIEH.

Meta g0CIiKEHHS:

AHani3z Ta po3poOKa TEXHIYHUX 1 JU3alHEPCHKUX PIIMIEHb ISl CTBOPEHHS
BIPTYaJbHOT MOJIEII €KCTep'epy CTaporo KOpmycy Ta mapkoBoi 30HM HarioHanbHOTO

yHiBepcuTeTy OCTpo3bKa aKajaemisl.
OCHOBHI 3aBIaHHS:
TexHIYH1 aCIIEKTH:

e Bu3HaueHHs BUMOT J0 IPOTrPaMHOro Ta arnaparHoro 3a0e3neyeHHs s
CTBOPEHHSI BIPTyaJIbHOTO €KCTEP'EPY.

e Bulip nporpaMHHUX IHCTPYMEHTIB AJis1 3D-Moen0BaHHA Ta Bizyai3allii
(manpuknan, Autodesk 3ds Max, Blender, Unity, Unreal Engine).

® AmnaJi3z MeToliB 300py Ta 00pOOKH JaHUX JUIsl CTBOPEHHS TOYHOT
3D-moneni (JrazepHe ckaHyBaHHs, (poTOrpaMMeTpisi, IPOH-3HOMKA).

e Po3poOka anropuTMiB AJIsl ONTUMI3AIT MOJIEII 3 METOI0 3a0€3MeUeHHS
pPEaNTICTUYHOCTI Ta BUCOKOT POAYKTUBHOCTI.

e [HTerpalisi MoOzesi B IHTEPaAKTUBHE CEPEOBUIIE



PO3ALJI 1.
Teopernuna yactuHa CTBOpeHHs  BipryaabHOro cepegopuma Hay
OA(excTep’ep CTaporo KoOpmycy Ta NAapKOBOI 30HH) Ta NPOrPAMHOI0

3a0e3neueHHns Blender Ta irpoBoro pymisi Unreal Engine 5

1.1. IlocraHoBka mnpo0jeMH CTBOPEHHSI EKCTEpP’€Py CTAPOro KOPIYyCy Ta

MapKOBOI 30HH, ONKUC 0a30BUX NOHATH Npo Blender

Y mporeci CTBOpPEHHSI BIPTyaJIbHOTO cepefoBuina s HaiioHanbHOTO
yHiBepcuteTy "Octpospka akaaemis" (HaV OA), BuHHKae psi 3HAUYIIHUX MPOOIeM,
MOB'SI3aHUX 3 BIPTyali3ali€lo eKCTep'epy CTApOro KOPIycy Ta nmapkoBoi 30HU. OHIEIO
3 TOJOBHUX MpOOJEM € BIATBOPEHHS AapXITEKTypHUX JeTajeil Ta YHIKAJIbHOI

arMocdepH IUX JOoKaIliii B IHTEPaKTUBHOMY BIpTyaJIbHOMY (hopMarTi.

Crapuii xopnyc Ta napkosa 30Ha HaV OA BoJIOIIOTH BJIACHOIO ICTOPIEIO Ta
apXITEKTypHOIO crenudikor, Mo poOUTh iX OCOOIMBOIO CKIAJOBOIO KYJIBTYPHOI
cnaamuHu yHiBepcuTeTy. CTBOPEHHSI BIPTYaJIbHOTO €KCTEP'€py Ma€e Ha METi HE JIHIIE
TOYHE BIATBOPEHHS 30BHINTHBOTO BHUIIIAMY, ajle 1 30epeKeHHs AyXy ICTOpIi WX MICITh

JUISL THTerpallli B OCBITHIM Mpoliec Ta KyJbTypHE CITIBTOBAPUCTBO.

Jst BUPITIICHHS BHUIII€3a3HAYCHUX npobiem BUKOPUCTOBY€ETHCSA
IHCTpyMeHTapiid, 30kpema mnporpama Blender. Blender € Binkputum Ta
OE3KOIITOBHUM MpOorpaMHHUM 3a0e3neueHHsM g 3D-mozjentoBaHHs, aHIMaIli,
PEHICPUHTY, KOMIIO3UTHHTY, peAaryBaHHs BiJIeO Ta IHIIUX O00JacTel KOMITIOTEPHOT

rpadiku.

OcHoBHi nonsaTTs Blender, ski BHUKOPHCTOBYIOTBCS y TPOIECI CTBOPEHHS

BIPTYyaJIbHOTO €KCTEP'€PY, BKIIOUAIOTH:

e Mem (Mesh): OcHoBHa cTpykTypHa oguHHIl 3D-Momeni, sika CKIaaaeTbes 3

BEpIIMH, pedep Ta rpaHen.
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Texctypu ta Marepianu (Textures and Materials): BukopuctoByroThCS 17151
HaZaHHS O0'€KTaM pEaTiCTUYHOTO BUIVISIAY Ta BIATBOPEHHS IMOBEPXHEBUX

BJIACTUBOCTEM.

Kamepa ta CeitunpHuku (Camera and Lights): Baxnui nnsi ctBopeHHs
MPaBIOMNOAI0HOT OCBITIICHOCTI Ta BIATBOPEHHS TNEPCIEKTUBU BIPTyaIbHOTO

CEpEeIOBHIIIA.

Amnimarris (Animation): [lo3Bosisie HamgaBaTu KUTTS 00'€KTaM Ta CTBOPIOBATHU

PYX BIPTYaJbHOTO OTOYCHHSI.

Pennepunr (Rendering): Ilpouiec cTtBOpeHHS 300paxkeHHs abo aHIMarii 3

3D-cuenu, 1o 103BOJISIE OTPUMYBATH Bi3yaJbHO BPaKaroul pe3ysIbTaTy.

P OSYMiHHSI 1005D.€ 0a30BUX ITOHATH € BaXKJIIMBUM JJIA YCHiHIHOI‘O MOJCJIKOBAaHHA Ta

BipTyamizaiii crtaporo kopmycy Ta mapkoBoi 3oHu HaV OA y Blender.[18] Takuii

OiX11 J03BOJNIUTH €(EKTUBHO BUPIIIYBAaTH 3aBAAHHS 3 BIATBOPEHHS Ta IHTErparii

BIPTyaJIbHUX O0'€KTIB Y HaBUYAJbHUH Ta KyJbTYPHHI KOHTEKCT YHIBEPCUTETY

Blender mae Oarato 0a30BHX acHeKTIB, SIKI CTAHOBJISTH OCHOBY I HOTrO

BUKOPHUCTAHHS B PI3HUX 00JacTsaX KoMIl'totepHoi rpadiku[18]. aBaiite po3risHeMo

NEeAKl 3 HalBaKJIMBIIINX acnekTiB Blender:

[aTepdeiic kopucTyBaua:

3D Bua: MoxnuBiCTh NeperisgaTy Ta pelaryBaTd CLEHY Y TPUBHMIPHOMY

IPOCTOPI.

[Tanen ta Bikna: Pi3ni maneni ajist penaryBaHHs 00'€KTiB, TEKCTYp, MaTepiallis,

TOLLO.
3D-MoaenroBaHHA:

Memi ta [HcTpymMentn MoaentoBanHs: BUkoprcTaHHS MEUIB ISl CTBOPEHHS

00'e€KTIB Ta IHCTPYMEHTIB ISl 1X pearyBaHHS.
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TexctypyBanus Ta Marepianu:
PosropuyTicth TekcTyp: HaneceHHs TEeKCTyp Ha TOBEPXH1 MEIIIIB.

HanamryBanns MarepianiB: Bu3HaueHHS BIacTUBOCTEH MaTepiaiiB s

PEaiCTUYHOTO BIITBOPEHHS TOBEPXHI.
AHIMaIris:

Kirouosi kaapu (Keyframes): BcTaHoBIEeHHsI KIIOYOBUX KaJpiB AJis aHIMaIlii

00'eKTIB Ta Kamep.
I'pad pyxy: BimoOpaxeHHs Ta pearyBaHHs KpUBUX aHiMaIlii.
PennepuHr:

Cycle ta Eevee: JIBa pi3HUX peHIEP-IBWKKH JIJIi CTBOPEHHS 300pa’ke€Hb Ta

aHIMaIlH.

HanamryBanns Pengepunry: BusHaueHHs mapaMmeTpiB BHCOKOSKICHOTO

BIJITBOPECHHSI CIICHH.
CkynpnTyBaHHS:

MonentoBaHHS B PEXUMI CKYJIBITYBaHHS: BUKOpuCTaHHS 1THCTPYMEHTIB IS

CTBOPEHHS CKJIaTHUX (HOPM.
BineopenaryBanus Ta Kommno3utusr:

BineopenaryBanunsi: OOpoOka Bijie0 Ta ayai0, BCTAHOBJIEHHS MEPEXOMAIB Ta

eekTiB.

Komno3zutunr: OO0'enHaHHA pI3HUX €JIEMEHTIB Ta €(EKTIB s CTBOPEHHS

KOMIUIEKCHUX 300pakKeHb.
Cumynsis:

Cumynsuiss pioguHH, AUMY, Ta 1HIIHX e(ekTiB: BukopucrtanHs BOymOBaHHX

IHCTPYMEHTIB JIJIsl CTBOPEHHSI PEaliCTUIHUX CUMYJIIAIIIN.
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Ili 6a3oBi acmektu Blender m03BONSIOTE KOpPUCTYBayaM CTBOPIOBATH

PI3HOMAHITHI MPOEKTH, TMOYMHAIOYM BiJ] MOJETIOBAHHS O0O0'€KTIB /0 CTBOPEHHS

aHiMamii Ta ckimagHux creH[18]. IligTpumka BenwKoi CHITFHOTH Ta TOCTIHHI

OHOBJICHHSI poOJsATh Blender moTy»xHUM Ta JIOCTYITHUM 1HCTPYMEHTOM JIJIsi 6ararbox
TBOPYUX 3aBaHb.

Blender Bupi3HS€ThCS IEKIIbKOMa BaXXIMBUMHU II€peBaraMyd TOPIBHSIHO 3

1HIMMEU porpamamu st 3D-mozaentoBanHs. OCh AesiKi 3 OCHOBHMX E€peBar:

e beskomroBHicTh Ta Binkputuii Kox: Blender € moBHICTIO O€3KOIITOBHUM Ta
BIIKpUTUM JIsl KOpUCTyBadiB. Lle poOuTh HOro MOCTYmHUM ISl HIMPOKOTO
KOJIa KOPUCTYBau1B, HE3aJIEKHO B1Jl IXHBOTO OFOJIKETY.

e AxrtuBHa ChupHoTa: Blender kopHuCTyeTbCS BETMKOIO Ta AKTUBHOIO
CHUTPHOTOIO KopucTyBadiB. lle cmpuse oOMiHYy 3HAaHHSIMH, PO3POOII
JIOJJATKOBUX 3aC0O01B Ta BUPIIICHHIO MPOOJIEM IIJISTXOM B3a€EMOIONIOMOTH.

e bararodyHkuioHansHicTh: Blender Bkitouae B cebe HE TUIBKH 1HCTPYMEHTHU
st 3D-monentoBaHHs, aje W Juisl aHiMmallli, pPEeHIEPUHTY, KOMIIO3UTHHIY,
BiJIeOpearyBaHHs, CHUMYJISII, Ta I1HmuUX ooOmacreir. Ile pobuth #oro
BCEOIYHUM 1HCTPYMEHTOM JIJIsl TBOPUYMX 3aB/AAHb.

e MoxumBocti mas [Iporpamysanns: Blender mae Python API, mo go3Bosse
KOPUCTyBauaM CTBOPIOBaTH BJACHI CKPUIITH MJs aBTOMAaTH3allii 3aBIaHb Ta
po3rpeHHs GyHKIIIOHAITY.

o Ilintpumka Benukoi Kimbkocti ®opmarie: Blender miaTpumye mmpokuit
cnektp GopmariB (ailsliB uIsl IMIIOPTY Ta €KCHOPTY, IO CHPOUIye OOMIH
JAHUMHU 3 IHIIUMU TIPOTrpamMamMu.

e bararorardopmennicTs: Blender mpairioe Ha pi3HUX omMepaliifHUX CUCTeMaXx,
takux sk Windows, macOS Ta Linux, mo Hajaae OUIbIIY THYYKICTh
KOPHUCTyBauaMm.

o Jloryxnicte Ta IIpogykruBnicth: HesBaxkaioun Ha Te, mo Blender €
O€3KOIITOBHUM, BIH Ma€ Bpaxarounii HaOlp (YHKIIA Ta MOXKIUBOCTEH, SIKi

3a0€e3M1euy0Th BUCOKY IPOAYKTHUBHICTh Y TBOPUOMY IMPOILIECI.
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AxtuBHuit Po3Butox Ta OHoBinenHsa: Blender moctiitHO po3BuUBaeThCs, 3
HOBUMHU BEpCISIMH, OHOBJICHHSMH Ta HOBOBBEJEHHSMH, IO JI0/IaI0Th HOBI

(GyHKIIT Ta TOKPAIlyl0Th KOPUCTYBalbKUI TOCBI.

Ili mepeBaru poOGisaTh Blender KOHKypeHTOCITPOMOXXHUM 1HCTPYMEHTOM JUIS

0araThbOX TBOPYMX 3aBJIaHb Ta MPUBEPTAIOTH KOPUCTYBAUIB PI3HOTO PIBHS JOCBITY.

VY cBiti irpoBoi 1HAYCTPII 1 Bi3yadbHUX €()EKTIB HEBMIUHHO 3pOCTAIOTh BUMOTH

70 peanizmy Ta Bpaxarodoi rpadiku. OmHaK ICHYI0Y1 PIIISHHS 9acTO 31IITOBXYIOThCS

13 BUKJIMKaMH{, MOB'S3aHUMHU 3 OOMEKEHHSAMH PECYpCiB, IIBUAKICTIO PO3POOKH Ta

3IATHICTIO JIO CTBOPEHHS Bpakarouux Bi3yalbHuX eQekTiB. [loTpiOHO 3HaiiTh

30amaHCOBaHE PIIICHHS, SIKE BPAaXOBYE€ BHUCOKY SIKICTh Trpadikd Ta ONTHUMI3alllo

POAYKTHBHOCTI.

Unreal Engine 5 - 11e¢ BUCOKONIPOJYKTUBHUN ABUKOK JIJIsi CTBOPEHHS 1TOp Ta

BI3yaJbHUX €(eKTiB, po3pobneHuii komnaniero Epic Games. oro ocCHOBHI acnekTu

BKJIIOYAKOTh:

Nanite Virtualized Geometry: Cucrema, sika 103BOJsi€E POOUTH Bpaxkarodi
rpadivyHi 300pa’keHHs 3a PaxyHOK O€3IIOBHOI pOOOTH 3 BEIHMKOI KUIBKICTIO

BUCOKOPO3TOPHYTHUX JI€TaJIEH.

Lumen Global Illumination: Texnomnoris mn100ajgbHOI OCBITIICHOCTI, sKa
ABTOMAaTUYHO BHM3HAYa€ Ta PO3MOAUISIE CBITJIO, CTBOPIOIOUM pPeaniCTHUYHI

BIJIOUTTS Ta TiHI B peaIbHOMY Yaci.

MetaHuman Creator: [HCTpyMEHT aJisi CTBOpPEHHSI pEaNiCTUUHUX IUGPOBUX

J07IeH 3 Bpa)Karouolo SIKICTIO JIeTajel Ta aHIMaIll€lo.

World Partition: MexanizM, skuii 103BoJsi€e  €(DEKTHBHO KEpyBaTH Ta
ONTUMI3YBaTH BEJIWKI CBITM TpH, 3aBaHTAXYIOUM JHIIE TiI 00JacTi, SKi

3HAXOJATHCA B MOJI 30py rpaBL.

Unreal Insights: IHcTpymeHT juisi aHamizy NPOAYKTUBHOCTI Ta BU3HAYCHHS
¢dakTopiB, MO BIUIMBAIOTh HAa pOOOTY TpH, IO I03BOJISIE ONTUMI3YyBaTH

PO3poOKy Ta BUKOPUCTAHHS PECYPCIB.
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1.2 AHaJii3 aHAJIOTiYHHUX PO3POOOK

VY KOHTEKCTI BUCOKOTEXHOJIOTIYHOTO 1HAYCTPIaJbHOTO CEIMEHTY Ta PO3POOOK,
CHOpsIMOBaHUX Ha BUKOpHCTaHHs irpoBoro pymns Unreal Engine 5 ans cTBopeHHs
BpaKalounX Bi3yalbHUX €(EKTiB, BAXJIMBO MPOBECTH aHATI3 MOMIOHUX MPOEKTIB Ta
TEXHOJOTIYHUX pilieHb. lle 103BONHUTH BUSBUTH YCHINIHI NPAKTUKUA, BU3HAYUTH
MO’KJIMBI OOMEKEHHS Ta 3100yTH BaXXJIMB1 YPOKH JJI1 ONTUMI3AIIll BIaCHOI pO3POOKH.

[TonrykaBmmm B pi3HHUX JKEpesax 1HTEPHETY, MM HE 3MOIVIM 3HAWTH MOMIOHUX
IPOEKTIB y MEKaX CTYICHTCHKUX POOIT.

Moxy me BiaMmituTH po3poOky kommanii Skeiron (Pumc.1), sxki
IPOAEMOHCTPYBAIM MOjieNb cTaporo koprycy OA, aje BiH ax HiSIK HE € aHAJIOrOM
Haioi poOoTH , Tak sk 1e He 3D Mozelnb , @ BChOTo JIUII KOIisl 30BHIITHBLOTO BUY 3

IIOraHUM TEKCTYPYBaHHSIM.

Puc 1. Burmsig cepenosuiia Hay OA, po3po6iieHoro kommnasniero Skeiron

IDicepeno: www.oa.edu.ua

1.3. IHTepakTHBHA YACTHHA PO3POOKU JJIS B3a€MOJII 3 pi3HUMHU 00’ €KTaMu

3aranpHa iH(opMallis Ta BUkopuctanus Blueprints.
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Blueprints - me BizyanbHa cuctema mnporpamyBanHs B Unreal Engine, sika
J03BOJISIE  PO3pPOOHHMKAM CTBOPIOBATH JIOTIKY TpPH Ta B3aeEMOIi0 00'€KTiB 0e3
HamMCaHHSA Koay. 3a nomomMoroio Blueprints po3poOHWKHM MOXYTh CTBOPIOBATH
ckyamHi cucreMu Al, ympaBiiHHS TepCOHA)XEM, 1HTEPAKTHUBHI 00'€éKTH, €(hEeKTH Ta
0arato 1HIIOrO, MPOCTO TMEPETATYIOUM Ta 3'€AHYIOYM Pi3HI OJIOKH JIOTIKH Y
Bi3yaJpHOMY 1HTEpderici[27].

Buxopucranus Blueprints B Unreal Engine 5 po3Bossie po3poOHUKam
30CepenuTUCs Ha MIBUAKIN iTepalii Ta MPOTOTHIYBaHHI CBOIX A€W, IO JT03BOJISE
IIBUJIIIIE CTBOPIOBATH MPOTOTUIU Ta BUIIPOOOBYBATH HOBI MexaHiku Tpu[27].0Okpim
Toro, Blueprints Takox € NOTY>KHUM 1HCTPYMEHTOM JUIsl HABYaHHS HOBAYKIB y Tary3i
PO3pOOKH Irop, OCKUIBKK BOHH JO3BOJISIOTH PO3IIISIIATH Ta PElaryBaTH JIOTIKY TPH Y
Bi3yaJlbHOMY (opmari, 1[I0 TOJErIuye po3yMiHHA Ta BHBUCHHS IIPOIECY
IpOrpaMyBaHHSI B IrPOBOMY CEPETOBHIIIL.

BaxmuBo BimzHaumth, 1o Blueprints B Unreal Engine 5 HanmamoTh
pPO3pPOOHUKAM BEJNMKUN CTYMiHb THYYKOCTI Ta MOXJIMBOCTI CTBOPIOBATU CKJIaJHI
cuctemMu 0e3 HEOOXiMHOCTI B TMporpaMmyBaHHI Ha MOBiI koay[27]. 3aBmsku
Bi3yaJIbHOMY 1HTepdeicy, po3pOoOHHKH MOXKYTh IIBUJKO BH3HA4YaTH JIOTIKY TpH,
BCTAHOBJIIOBAaTH YMOBHM Ta Jii 00'€KTIB, CTBOPIOBATH aHIMallli Ta B3a€MOJIIOBATH 3
PI3HUMU €JIEMEHTaMU TPH, 10 TO03BOJISIE€ 3HAUHO MPUCKOPUTH MPOLIEC PO3POOKH.

Opniero 3 KIIOYOBUX NepeBar BUKopucTaHHs Blueprints € ixHs iHTerparis 3
inmmmu aciektamu Unreal Engine, Takumu sik peHaepuHr, ¢i3uka, 3ByK, MEpPEKEBUN
reiimruieit Ta iHmi. Ile mae MOXIUBICTH PO3POOHMKAM CTBOPIOBATH TOBHICTIO
(yHKIIOHANIbHI Ta IMMEpPCUBHI ITPH, JOJABaTH HOBI €JIE€MEHTU Ta BAOCKOHAJIIOBATU
rpy 4epe3 pi3HOMaHITHI OJIOKH JIOTIKH.

Kpim Toro, Unreal Engine 5 mnpomoBxkye po3BHBaThM Ta MOKpallyBaTu
Blueprints, nqogatoun HOB1 (YHKIIi Ta MOXIJIMBOCTI Uil po3poOHUKIB. Lle BKitoyae B
cebe mokpamieHy miaTpuMKky i VR Ta AR, po3mmpeHi MOXIUBOCTI poOOTH 3
aHIMalisIMM Ta (I3UKOI0, a TAKOX 1HII 1HCTPYMEHTH AJi TOJIETHIEHHS TpOLecy
PO3pOOKH Ta MiJBULICHHS SIKOCTI TOTOBOTO MPOAYKTY[27].

Level Blueprints npotu Blueprint Classes
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Level Blueprints 1 Blueprint Classes - 1me aBa pi3HUX MIIXOOU 10
nporpamyBaHHs Joriku rpu B Unreal Engine, koxkeH 3 SKMX Mae CBOi BjacHi
nepeBaru Ta BAKOPUCTAHHS.

1. Level Blueprints: Level Blueprints - 1ie criemiansauii Tun Blueprints, sikuii
NPUKPIIUIIOEThCA 10 KoHkpeTHoro piBHS (level) y Bamomy mpoekti. BoHu
JI03BOJIAIOTh BaM BH3HA4YaTH JIOTIKYy Ta B3a€EMOJII0 O0'€KTIB came Ha PiBHI IBOTO
KOHKpeTHOro Jokarii[4]. Level Blueprints 3py4HO BUKOPHCTOBYBAaTH JIJIsi CTBOPEHHS
JIOTIKY, sIKa BIIHOCHUTHCS JIMINIE 1O TIEBHOTO PiBHS, TaKOi SK aKTHBAIS IO,
B3aeMojisl 3 o0'ekTamu Ta iHIIEe. BOHM JIeTKO AOCTYIHI Ta PeNaryroThCs MPSMO B
pEeAaKTOp1 PiBHIB.

2. Blueprint Classes: Blueprint Classes - e ma6imonu ado KJ1acH, o0 MiCTITh
JIOTIKY Ta BJIACTMBOCTI 00'€KTIB y Bamiiid rpi. BoHn MOXyTh OyTH BUKOPHCTaHI ISt
CTBOPEHHSI HOBHX THUIIIB 00'€KTIB (TaKHUX SIK EPCOHAXI1, PEAMETH, BOPOTU TOILO), K1
MOTIM MOXYTh OyTH po3MmileHi Ha Oyab-sikoMy piBHI. Blueprint Classes m103BOMSIIOTH
CTBOPIOBATH IMOBTOPHO BHUKOPHUCTOBYBaHI KOMIIOHCHTH TPU Ta JIOTIKY, IO J03BOJISE
IIBUJIIIIE CTBOPIOBATH ITPHU Ta MIATPUMYBATH iX Y MalOyTHEOMY[6].

Orxe, xoua Level Blueprints 1 Blueprint Classes o6ugBa BUKOPUCTOBYIOThCS
JuIsl mporpamyBaHHs joriku rpu B Unreal Engine, BoHM ciyaTh PI3HUM LUISIM 1
MOXKYTh BUKOPUCTOBYBATHCS PA30M JIJIsi CTBOPEHHSI ITOBHOIIIHHOTO 1TPOBOTO JI0CBI Y.

Functions - Macros.

OyHKIIIT Ta MAKPOCH - 1€ JIBa PI3HUX MIJIXOAM J0 OpraHi3ailii Ta BAUKOPUCTAHHS
JIOTIKM B TMporpaMyBaHHI, BKIIOYAIO4M IrpOBYy po3poOKy B cepemoBuili Unreal
Engine. KoxkeH 3 HUX Mae CBO1 BJIACHI epeBaru Ta BUKOPUCTAHHS.

1. ®ynxkmii (Functions):

- OyHKIIT - 11e OJI0KK KOJY, SIK1 MpU3HAYeH1 /11 BUKOHAHHS TIEBHUX 3aBaHb
a00 oOuucneHb. BoHu MOXyTh puiiMaTu BXiJH1 JaH1 (mapaMeTpu), oOpoOsATH iX Ta
MOBEPTATH PE3YIIbTAT.

- ®yukuii B Unreal Engine moxyTh OyTu cTBOpeHi sik yactuHa Blueprint (y

Bi3yaslbHOMY 1HTEp(eiici) a6o B koAl (y MOBax MporpaMmyBaHHs, TakuXx sk C++).
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- BukopucranHs QyHKIII 103BOJISIE CTPYKTYpyBaTH KO, pOOISYM HOTO
OUIBII 3pO3yMUIMM Ta JIETKUM y PO3MIMPEHHI Ta miaATpuMLi[4]. BoHH TakoX MOXYTh
OyTH BHUKOPDHCTAaHI MJii YHUKHEHHs JOyONIOBaHHS KOAy Ta CHPUSIIOTH OLIBII
e(eKTHBHOMY yIIPaBJIiHHIO JIOT1KOIO MTPOTPAMH.
2. Makpocu (Macros):

- Makpocu - 11e pparMeHTH KOy, IKi BUKOPUCTOBYIOTHCS JIJIS 3aMIHU TIEBHUX
mabiaoHiB a00 MiJCTAHOBOK y BUXIAHOMY Kojl. BOHHM BHUKOPHCTOBYIOTHCS IS
CTBOPEHHS KOPOTIIUX ab0 OLIbII 3pO3yMITIMX BUPA3iB, IKI MOXKYTh OyTH BUKOPUCTAaH1
B PI3HUX YaCTHHAX MPOTpamH.

- ¥V Unreal Engine makpocu MOXyTb OyTH CTBOPEHI 3a gornomoroto Blueprint
(8 Blueprint Editor) abo y koxi (y C++).

- Makpocu KOpHCHI U1 BUBHAYE€HHS MEBHUX I1A0JIOHIB 200 TIOBTOPIOBAHUX
IiH, K MOXYTbh OyTH BUKOpUCTaH1 Oaratopa3oBo[4]. BoHn MOXyTh CIpollyBaTH Ta
MPUCKOPIOBATH PO3POOKY, a Takok 3abe3rmedyBaTd OUIbII YITKYy Ta KOHKPETHY
CEMaHTHUKY y BUX1THOMY KOJII.

OTtxe, oOuBa MAXOAW MAlOTh CBOI BJIACHI CIIeHAPil BUKOPUCTAHHS, 1 iX BHOIp

3aJIC)KHUTD BiI[ KOHKPCTHHUX BUMOI' Ta 3aBAAHb IIPOCKTY.

1.4 BukopucTaHHs CMCTeMH ynpasJiHHa npoekramu Atlassian JIRA

Atlassian JIRA - ne oauH 3 HAWMNOMYJSPHIIMX IHCTPYMEHTIB YHNpPaBIIHHA
MPOEKTaMU, IKUH BUKOPUCTOBYETHCS KOMIIAHISIMH IO BCHOMY CBITY JJIS IJIAHYBaHHS,
BIJICTEKEHHSI 1 YNpaBIiHHSA PI3HOMaHITHUMU BuaaMmu mpoekTiB[10]. Bin mo3Bomsie
KOMaHJIaM €(EeKTUBHO CIIBIPAIIOBATH, BHUKOPUCTOBYIOUM PI3HI METOHOJIOTI]
PO3pOOKHU MpOTrpaMHOro 3abe3neueHHs, Taki sk Scrum, Kanban ta iammi.

OcHoBH1 MoxxnuBocTI JIRA BKItOUaroTh B cede:

1. CtBOpeHHs 3aBhaHb 1 3a1a4: KopucTyBadli MOXKYTh CTBOPIOBATH Pi3HI BUIU
3aBJaHb 1 3a/a4, MPU3HAUaTH X YJaCHHKaM KOMaHAM Ta BCTAHOBIIOBATH TEPMiHH

BUKOHAaHHAI.
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2. IlnanyBanus Ta npuoputuzamis: JIRA Hagae MOXIMBOCTI JUIsl CTBOPEHHS
crpuHTiB (B Scrum) abo gokiagHoro muianyBaHHs poOiT (B Kanban), ne MoxHa
BCTAHOBJIIOBATH MPIOPUTETH Ta PO3MOAUIATH 3aBJaHHS MK yYaCHUKaMU KOMaH/IH.

3. Biacrexenns mnporpecy: KopucrtyBaui MOXYTh BIICTEKYBaTH CTaTycC
3aB/laHb, OHOBJIIOBATH iX MPOrPEC 1 BHOCUTH 3MIHH B PO3KJIaJ I B PEaIbHOMY Yaci.

4. 3BiTHicTh 1 aHamiTuka: JIRA Hamae pi3HOMaHITHI 3aco0M I aHAJI3y
pOrpecy MpOEKTIB, BKJIIOYAIOUM TIpadikv CHPUHTIB, 3BITH MPO MNPOAYKTUBHICTH
KOMaH]IM Ta 1HIII 3BIiTH.

5. Inrerparis 3 iHmMMu iHCTpyMeHTamu: JIRA moxe iHTerpyBatucs 3 iHIIUMHU
IHCTpYMEHTaMH po3poOKM MporpaMHoro 3abe3mneueHHs, Takumu sk Bitbucket,
GitHub, Confluence Tta iHmm, ams aBromaru3arlii IpoIleciB po3poOKH Ta OOMiHY
1H(popMali€r0 MK PI3HUMU CUCTEMaMHU.

6. [linTpuMKa pi3HUX METOAOJOr po3poOku: Bu moxere HanamryBatu JIRA
Uist poOOTH 3 PI3SHUMHU METOAOJOTIAMH PO3POOKH MPOrPaMHOTO 3a0e3MeueHHs,
TakuMu gk Scrum, Kanban, a0o BUKOpUCTOBYBaTH HOTo AJisl yIPABIIHHS OyAb-SIKUMU
TUTIAMU TTPOCKTIB.

3aranom, JIRA € nOTyXHUM IHCTPYMEHTOM I YIIPaBIIHHSA IPOEKTaMU, KU
J03BOJIIE KOMaHJaM €(QEeKTHUBHO OpraHi30ByBaTH CBOIO pOOOTY, BIJICTEXKYBaTH
nporpec 1 gocarat cBoix e[ 10].

1.5 Bukopuctanss Jira 1ist ynpapiiiHHS Ta IUIAHYBAHHSIM IIPOEKTAMU

[Ipu mouarky po6otu B Jira Software mMu posmominuau 0OOB'SI3KH, HAIAIOUH
KO)KHOMY YYaCHUKY KOMaHAM CIPUHTH 3 BIAMOBIAHUMM 3aBJAaHHSIMU U BUKOHAHHS.
KoxeH cnpuHT Mae BM3HAYeHHWU 4ac JJII BUKOHAHHS 1 BCTAHOBJIIGHUH CTaTycC, IIO

BioOpaxae ¢azy po3poOKH KOKHOTO 3aBIaHHS.

v CemeHiok(ekcTep'ep, Napk.3oHa) 14 mas— 10 asr. (3agauw: 2 0 @ 3aeepwmTh cnpuuT e

Excrep’ep cTaporo kopnycy MNapkosa so

VENUOA-45 CTBOpPWTY EKCTEp'Ep CTApOro Ko.. B PABOTE v - 8

VENUOA-46 [loaaeaHHA NapkoBol 30HM K BbIMOMHEH... - e

Puc 1.1. Iloka3 HasiBHUX cnipuHTIB y BKiaaul «Backlogy»

Ircepeno: cmeoperno asmopom


https://docs.google.com/document/d/1SVd2iMyHZgS_tRmbXhIDBax5SWZkjoKp/edit#heading=h.2s8eyo1
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Jlam My MOkeMO 0a4yuTH yMOBY KOHKPETHOTO 3aBJIaHHS ITICJISl HATUCKAHHS Ha
HBOTO.
CTBOPUTH eKcTep'ep cTaporo

Kopnycy
¢ & & R

Onucauue

PeAsKTUPORATE CNIKCaHWE

3aKpenneHHele NoaA x

HaxmuTe zHauok 5 pRAOM C METKOA Nong, uToBel

23KPENUTE ero

CeeaeHUA ~

Wcnommmrens o Maxon

MeTkm Het
Sprint CeMeHIOK(SKCTEP ED, N3PK.20HE)

Story point estimate Her

Puc. 1.2. KoHkpeTHe 3aBaaHHs

Lrcepeno: cmeoperno asmopom

Po6ounii mpomec Jira — 1€ MOCHIOBHICT i KOMaHAM 3 BEICHHS 3aBIaHHS
gepe3 yci eTamnu, BiJ CTBOPEHHs 10 3aBeplieHHs. Ha HacTyImTHOMY MaJtOHKY MTOKa3aHO

npuKiIaa pododoro npouecy.

Create

TO DO IN PROGRESS TESTING DONE
Success testing Task is done

HOBOW CTATY( H0EOW CTATY( HOBOW CTATY(

CHECKING

Puc. 1.3. HanamrroBanuit po6ouuit mporiec i Hamll moTpeou

Lrcepeno: cmeoperno asmopom

Ha 1mpomMy CKpIHIIOTI MOXHA YITKO MOOAYUTH, Yepe3 SKi eTanmu MPOXOAUThH
KOHKpETHE 3aBmaHHs, o0 orpumatu craryc «DONEy». Hampukman, 3aBmaHHS He

Moxke Oesnocepennbo mnepeitu 31 crarycy «TESTING» nmo crarycy «DONEy,
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OCKUIBKHM CIIOYaTKy BOHO MOBMHHO TporTu yepe3 eran «CHECKINGy, a noTim Bxke

nepeitu B craryc «DONEY.
Takox A1 KOXKHOTO pesizy ICHYIOTh CBOi THUIIH:

- Emiuni (Epic) - BOHU BIACTEXKYIOTh KOJEKII1 MOB’A3aHUX MTOMUJIOK, 1CTOPIH 1

3aBJIaHb.
- [Tomunku (Bug) - BoHUM ¢ikcytoTh Tpo0iieMu a00 MOMUJIKH.

- Ictopii (Story) - BOHM BIACTEXYIOTh (YHKLIOHAJIBHICTh a00 (yHKIII, SIKI

BHUPaXEH] 5K 11l KOpUCTyBava.
- 3aBnanus (Task) - BOHU BIICTEKYIOTh HEBEJIMKI OKPEM1 YACTHHH POOOTH.

- IlinzaBnanus (Subtask) - BoHU BiCTEXKYIOTh ApiOHI PparMeHTH poOOTH, SIKi €

YaCTUHOIO OLIBIIIOTO 3aBIaHHS.
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PO3/1JI 2.
Ilpukiaagna po3podka eKcTep’epy CTAaporo KOpmycy Ta MNApKOBOI 30HU B

nporpamMmHomy 3abe3nedenHi Blender

2.1. Onuc TeXHOJIOTIYHOI0 CTEKY

Mmuoro Oyno BukopuctaHo nporpamu Blender, Unreal Engine 5, Adobe

Photoshop.

Blender - me mnoTyxHuil O€3KOIITOBHUN MporpaMHUN mpoaykT st 3D
MOJICJIFOBAaHHSI, aHIMaIlli Ta CTBOPEHHS Bi3yalbHUX €(eKTiB. BiH BUKOPHCTOBYETHCS
st ctBopeHHst 3D mopeneil 00'eKTiB, MEPCOHAXKIB, aHIMAallli, TEKCTYp, BI3yalbHUX

edexriB Ta 6araro ixmoro[1].

B naHiii mporpami TakoK BUKOPUCTOBYBAJIM aJIJIOHH, & CaMe:
Bool Tool- Hagae MOXIHBICTH 3py4HO Ta OUCTPO BUPI3aTU OTBOPH B 00’ €KTAX;
BlenderKit- Hagae MOXIHMBICTH KOPUCTYBAaTHUCh O€3KOIITOBHUMHU Ta IIATHUMU

MaTepiajlaMy Ta MOJICTISIMU.

Unreal Engine 5 - me oauH 3 HaWNONYJISPHIMIMX Ta MOTYXHUX ITPOBHUX
JBWXKKIB, cTBOpeHui kommanieto Epic Games. 1leil 1BMKOK BHKOPUCTOBYETHCS IS
CTBOPEHHS BHCOKOSIKICHMX 1rop Ta iHTepakTuBHHMX noaarkiB. Unreal Engine 5 Hamae
IHCTPYMEHTU 1751 pO3pOOKH, PEHIEPUHTY, aHIMallli Ta CTBOPEHHS Bpa)XarouHmx

rpadiyHuX e(eKTiB.

Adobe Photoshop - 11e mporpamue 3a0e3nedeHHs sl peAaryBaHHs Ta 00poOKu
rpadiku. Lle Bimomuii rpadgiuyHuil penakTop, SAKUH BUKOPUCTOBYETHCS JJiI OOPOOKH
¢dotorpadiii, cTBOpeHHsI PI3HOMAHITHUX TpadiuHUX AHU3aNHIB, MaJIIOBAaHHS, PETYIIIL,

CTBOpPEHHsI €(eKTIB Ta 0ararbOX 1HIIKX 3aBJaHb, TIOB'I3aHUX 3 0OPOOKOI0 300paKEeHb.
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VYci 1l mporpaMu € MOTY>KHUMH 1HCTPYMEHTaMU JiJisi CTBOPEHHS BI3yaJIbHHX
KOHTEHTIB y PI3HUX raily3sx: Biji cTBopeHHs 3D mojenedt 1 aHimallli 10 peaaryBaHHs

¢doTtorpadiit Ta CTBOPEHHS ITOP YU IHTEPAKTUBHUX JTOJIATKIB.

2.2. 30ip ocHoBHOI iHGopMAaNii 1J BUKOHAHHS 3aBIAHHS

Merta poboTH: MOLIYK JETATBHUX CXEM CTapOro KOPIYCY
Xinx pobotu:
1. Pyunwuii po3nuc MicLIeBOCTI; CKJIaIaHHs TUIaHY.

2. JletanbHe ¢oTorpadyBaHHsS TEPUTOPIi CTAPOTO KOPMYCY, MAPKOBOI 30HU IS

MOJICJTIOBaHHS YCIX €JIEMEHTIB Ta pO3pOOKHM MarepiaiB.

JIJisi BUKOHAHHS YCIIIIHOTO MPOEKTY, MEH1 NOTPIOHO OYIIO 3 MOYaTKy BIIHANUTH
IUTAaHU CTaporo KOPIyCy, a TakoX JJisi TOro, abu BHUKOHYBaTH pOOOTY B MOBHOMY
00cs31 Ta 31 BciMa 00’€KTaMM JIEKOPY, S MaB PO3YMITH IOBHY KapTHHY 31 BCiMa
Kosbopamu. Tomy, MHOIO Oyio BimdoTtorpadoBaHo Bech (pacam cTaporo Koprycy Ta
apKoOBY 30HY, aje, Tak fK IUIaH MapKy s HiJie HEe 3MII 3HAWTH, MEH1 JOBEJIOCh

BiJ100pasutu ioro Bpyuny(Puc 1.1), a came MapkepoM Ha JIMCTKY.

Puc 1.4. ITnan mapky

IDicepeno. Po3pooka asmopa
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MHoto 6ym0 3pobieHo dotorpadii dacany:

Puc 1.5. 3oBHimHI#i BumIsIA hacamxy ocHoBHOTO KOpiycy HaV OA

IDicepeno: Pospobka asmopa

2.3. CrBopenns 3/1 moneJeii B Blender

Merta po0OoTH: 3a 1OIOMOTOIO IIJIaHy CTBOPUTH KOHTYPH Mapky B 3 /1
Xin pobotu:

1. CrBOpeHHs MakeTy Mapkys;

2. JlonaBanHs (acamy akaaemii

3a IONMOMOTOI0 PY4YHOi poOOTH, TOOTO CTBOPEHOTO MHOIO Ha JIMCTKY Oymaru

MAaKeTy, 5 3a/1aB HEOOX1THI PO3MIpH Ta MPUOTUZHUM BUIJISI MAPKOBOI 30HU 3BEPXY.



Puc 2.1. ®oro makety napky

IDicepeno: Pospobka asmopa

Taxox 3aBasku 1aHaM Ta GoTo, Oyno 3podaeHo moyarkoBy 3D-Monensb

dacany 3a po3MipaMu Ta pO3CTaBICHUMU BUPI3aMH IT1]1 BIKHA Ta JABEPI.

Puc 2.2. KoncrpykryBanus ¢acamy akagemii

IDicepeno: Pospobka asmopa

23
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2.3.2 [leraaizauis ekcrep’epy

Merta poboTH: MOJICTIOBaHHS €JIEMEHTIB
Xinx pobotu:

l. CTBOpeHHsI €JIeMEHTIB MapKy: nmepeOpuKu , OpyKiBKa , CIieHa , OKpeMi

3eMeJIbHI IIJITHKH , OKPY>KHI KITyMOH , TITHOMH , JTIXTapi , JABKH , IEPEBa.

2. CtBopeHHs1 eneMeHTIB ¢acaay: BiKHA , ABEPl , KPHUILU , TPOEKTYyBaHHS

CTIH , TapKaHY , TUTMTKH , HAJIIMUCIB , ICKOPAaIIii.

Jliis movatky Oys0 CTBOPEHO KyO, 3a JOIOMOTOIO SIKOTO J1ajii BUTSATYBAJINUCh Ta
pO3pOOIATIUCE OKpeMi eleMeHTH mapky Ta dacany. [lig dyac po3poOKH KOKHOTO
eleMeHTy Oyino BHKOpUCTAaHO Oe3liy Crmoco0iB OCATHEHHS KIHIIEBOTO pE3yJbTary,

TOOTO 32 JOTIOMOTOI0 BUKOPUCTAHHS Oarathox Moaudikarii[1].

1—i|“!|”'|* [

I

U

Puc 2.3. Enementu dacany

IDicepeno: Pospobka aemopa
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2.3.3 deraaizauisa 00’€KTiB Ta meiaepis
Merta pobotu: neTamizallis ycix eIeMeHTIB.
X111 poboTH:

1. CrBOpeHHS Ta MiAHAJAINTYBaHHS KOJIBOPY 1 Marepiaixy s TEKCTyp Ta

€JICMCHTIB;
Pesynprar:

3a pomomorow ytwiaitu “Blender Kit” Oyno BUKOpHUCTAHO NIEKiIbKa TOTOBUX
BaXXKHUX MaTepialiiB, AKi 3p0OUTH CaMOCTIMHO HIIK HE BUHIILIO O, yepe3 Maiuil 10CBij
KOPUCTYBaHHS ~ OleHaepy, mpoTe, OUIbII MpoCTimi  marepiaid s poOuB

BpyuHy(Puc2.4), ¢boTo npukpinuB HUKYE IS O3HAHOMIICHHS 13 HOJIOBOIO CHCTEMOIO.

. I

Puc 2.4. EnemenTu aexopy 3 MarepiajlaMH Ta TEKCTypaMH(-+HOJIH )

IDicepeno. Pospobka asmopa
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2.3.4 IMnopTyBaHHA eJIEMEHTIB Ta IX PO3CTAHOBKA BiANOBIIHO MJIAHY

Merta poOoTu: IMIOPTYBaTH yCl €JIEMEHTH Ta MaTrepiaju 10 OCHOBHOTO acany,

PO3CTaHOBKA JEKOPAIliid 10 MPUIIETIIii TePUTOPIi.

Xig pobotu:

1. IMnopryBatu yci e1eMeHTH Ta MaTrepiaiu JO OCHOBHOIO ¢acay.
2. Po3cTanoBKka fnexopailiii mo npuserniii TepUuTopii.

Pesynbrar:

JIyist movyarky s MiAroTyBaB yce HEOOX1JHE Ta CTBOPHUB 1 MiJIITHAB Pi3HI APiOHI
JeTall Taki SK, BIKHA, JBEpl, €JIEMEHTH JeKkopailiii, gaxy. Jlami npucTtynuB 0
HaJaHHS TPaBWIbHUX (OpPM 1 BHUCTYIMIB Ha CTIHAX KOPIYCy Il HAWOUIbII
peanictuunoro Bursa[l]. Ilicns toro sx HamaB moTpiOHI GOpMH, MOYAB POOUTH
BUpI3W MiJl BiKHA Ta JBEpi 3a Jomomororo Meroma Booltool, poscrapmstu ix mo

IEPUMETDY.

HALIOHA S M S HIBerC el
OCTPOILKA AKAJIEMIN

3 == = b=

i GG A e 00 g gy
LR 111 ’

Puc 2.5. Bun dacany 3 po3cTaBieHUMH eleMEHTaMU

IDicepeno: Pospobka aemopa
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[Ipu pobGoti 3 wmarepiasom (Pacamy, MHOIO OyJ0 BHUKOPHUCTAHO OAHY 3
BOyZIOBaHUX IIYMOBUX TEKCTYp, a came: Musgrave Texture. Bona € noctynHoro s
CTBOPCHHSI CKJIaqHUX MatepiamiB y By3m Shader Editor. Ls TekcTypa orpuMana cBOrO
Ha3By Ha 4eCTh aBTOpa iHCTpyMeHTa Ileprmina Musgrave, sikuii po3poOuB el METO.

re’eparii mymy.
OcHOBHI napameTpu TEKCTYpu Musgrave BKIHOYaOTh:

e Posmipu (Dimensions): Busnauators Macmra® mymy. Yum Bullle 3HAUYEHHS,
THAM OLJIbIIIA JIeTalli3aIlisl TeKCTYPH.

e Jlakynapuicte (Lacunarity): Ileii mapameTp KOHTpoJtO€ "HEpPIBHOMIPHICTH'
TekcTypu. Moro 3MmiHa BIUIMBaE Ha CTYNiHb piBHOMIipHOCTI  a6o
HEPIBHOMIPHOCTI IIIyMY B TEKCTYPI.

e OkraBu (Octaves): KibKiCTh OKTaB mIymy, 1o 00'€ THYIOTHCS JJISI CTBOPEHHS
TEeKCTypH. bijbllla KUIBKICTh OKTaB MOXKE MPU3BECTH JO OUIBINOI JeTai3arii
TEKCTYPH.

e (Cuna (Strength): KoHTposito€ IHTEHCHBHICTh IIYMy Ta MOro BIUIMB Ha

MaTepiall.

Tekctypy Musgrave 4acTo BUKOPUCTOBYIOTH JJII CTBOPEHHSI PI3HUX €(EKTIB y
TEKCTypax Ta Marepiasax. BoHa Moke OyTu 3MillaHa 3 IHIIUMH TEKCTypamH Ta
HAJIAIITOBYBATUCh 3aJICKHO BiJ MOTPeO KOpPUCTyBaua JIsi JOCATHEHHS OakaHOTO

BI3yaJIbHOTO €(EKTY.

Takoxk MHOI0O OylO BHMKOPUCTAHO JBa MOAUQIKATOpU ISl  PO3POOKH

€KOHOMIYHOTO BXOJY:

Solidify Ta Bevel - e aBa pi3HHX 1HCTPYMEHTH, Kl 4aCTO BUKOPUCTOBYIOThHCS

B rpadpiuHMX mporpamax Juist MozentoBanHsa 3D 00'ekTiB.
Solidify (3mintHeHHS):

Solidify BukopuctoByeThCs Uisi CTBOpeHHs ToBIIMHU y 3D wmomeni. Bin

"3MiIHIOE" TTOBEPXHIO, JOJAI0UH J0 Hel TOBIIUHY iHIoro o0'ekty. Hampukian, skio
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y Bac € 1iocka noBepxHd, Solidify moxe 3MinHuTH T, pobiisiuu ii Tpupa3zoBor abo
Oy/Ib-SIKOIO 1HIIIOK TOBIIMHOIO. L]e KOpUCHO 711 CTBOPEHHS TOBCTOCTI B 00'€KTaX, sIKi
MOXyTh OyTH JpyKyBani Ha 3D mnpunTepi abo a7 MOAETIOBaHHS OO'€KTIB 3

pEaNbHOIO TOBIIUHOIO.
Bevel (®acka):

Bevel BukopucTOBY€ThCS A1 OKpYTIIEHHS rpaHei abo kyTiB o0'ekra[l]. Bin
nonae ¢acky, 0 3MEHIIYE Pi3Ki KyTH Ha MOJENI, 3aMIHIOIOYH 1X OLIBII OKPYTIIUMU
KpoMKamMu a0o rpaHsMu. lle nmae o0'ekty OUIBIN peaniCTUUHHN BUIVISAI 1 JT03BOJISE

CBITIIy Kpallle BiJoOpakaTHCh Ha HOTO MOBEPXHI.

O6unBa 111 1HCTPYMEHTH € KOPUCHMMH Ipu MojaentoBaHHl 3D 00'ekTis,
OCKIJIbKA BOHHM JO3BOJISIIOTH CTBOPIOBATHM OUIBLI CKJIAJHI, pealiCTU4YHI Ta

JeTaii30BaHl MOIEI.

AHarnoriyHa curyarlis i3 MapKOBOIO 30HO0, MIAITHABIIM JI0 MPABHIBHUX
PO3MIpIB IUIONTLY CaMOTo TMapKy, HaJlaB TEKCTYPY TPABH Ta 3BEPXY CTEXKKHU 13 33 IaHUM
paHiie Ha HUX MatepiasoMm OpykiBku. [licis woro, Oymo po3cTaBieHo ApiOHI AeTami,

TaKi sIK JJaBKH, JIIXTapl, CMITHUKH Ta JIepEBa.

Puc 2.6. Bun napky

IDicepeno: Pospobka asmopa
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®DiHaJbHI pe3yJbTaTH TA PeHEePH

Puc 2.7. ®inanbHi pe3ynbsTaTi peHaepy

IDicepeno.: Po3pobra asmopa

2.4. Interpauis 3/] mogeseit B Unreal Engine

[aTerpamniss 3D monenei 3 Blender B Unreal Engine € BaxMBOI0O 4aCTUHOIO
po3poOKH BidyanbHUX edeKkTiB Ta irop. Hmwkdye HaBeAeHO NesKki 0COOIMBOCTI I[HOTO

nporuecy:
1. ®opmatu daiinis:

e  Blender: Ilig wac ekciopty 3D mozeni 3 Blender, 3a3Buuaii BUKOPUCTOBYIOTh
dopmaru ¢aiinis, sxi miarpumyrotses Unreal Engine, nanmpuxmnan, FBX.

e Unreal Engine: Unreal Engine miarpumye imnopt pizaux ¢opmaris, age FBX
- 1€ OJMH 3 HAMOUIbII MOIMUPEHUX 1 MIATPUMYBAaHUX (HOPMATIB IJIS IMIIOPTY

3D 00'exTiB.
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2. Marepiaiu Ta TEKCTYpH:

Blender: Ilpu ctBopenni marepianiB y Blender, cnig nam'statu, mo Unreal
Engine Moke BUKOPUCTOBYBATH 30BHIIIHI TEKCTYpH Ta MaTepiaiy.
Unreal Engine: Ilim vac iMmopTy BaXJIMBO HaJaIITyBaTH TEKCTypH Ta

marepianu B Unreal Engine, 106 BoHU BiJ100pakaiucsi IpaBUIIbHO.
3. Ckener Ta agiMari:

Blender:flkmo Bu mpairoere 3 aHIMOBAaHMMH MOJCIISIMH a00 CKEJIECTHUMHU
aHIMAaIlisIMH, IEPEKOHANTECs, 1110 BOHU HaJaIlITOBaHi1 mpaBuiibHO B Blender.

Unreal Engine: Unreal Engine nmiaTpumye iMIoOpT aHiMaliid Ta CKEIETHHX
ctpykryp. Ilig yac iMmopTy CliJl YBa)KHO HaJAIITOBYBaTH MapaMeTpH IMIIOPTY

aHIMaIn.
4. Omrrumizaris:

Blender: Ilepen ekcmopToM Ba)KJIMBO ONTHMIi3yBaTH MOACII JJIST 3MCHIIECHHS
o0csary ¢airy Ta monermieHss 3aBantaxxeHHs B Unreal Engine.

Unreal Engine: Unreal Engine Mae pi3Hi iHCTpyMEHTH JJIs1 ONTHMI3allii, TaKi
sk Level of Detail (LOD) nnst Mmonenei, siki MOXKYTh 3MEHILIUTH HAaBaHTAXKEHHS

Ha CUCTEMY.
5. Macmrab Ta oAMHUI BUMIPIOBAHHS:

Blender: BaxxnmuBo moTpuMyBaTHCS OMHAKOBUX OJWHHIIF BUMIPIOBAaHHS Ta
macmtaby B Blender min yac ctBopeHHs Mozeri.
Unreal Engine: Unreal Engine Mmoke Mae cBOi OAMHUII BUMIPIOBAHHS, TOMY

BaXJIMBO MPABUIILHO HAJIAIITYBATH MacIITad Mij yac iMIIOpTYy.
6. YrpaBiiHHS CBITJIOM Ta MarepiajaMu:

Blender: YpaxoByiiTe B3aeMOJi0 CBITJIa Ta MarepiaiiB IiJ Yac CTBOPEHHS

3D moxmeni B Blender.
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° Unreal Engine: Unreal Engine Mmae BmacHy cucTteMy OCBITIIEHHS Ta
MaTepialiiB, TOMy €Kl apaMeTpu MOXYTh MOTPeOyBaTH HAIAIITYyBaHHS I

4ac IMITOPTY.

Xody 3a3HAYUTH , MO0 MHOK OyJIO0 MPUHHATO PIIIEHHS PO3POOUTH MPOEKT B

UES noBHICTIO 3 HYJA Ta B3SBIIM 13 OJICEHIEpa JIMIIE OKPEeMi €JIEMEHTH ACKOpYy Ta

dacany[6].

2.4.2. BuBeneHHsl yCiX KOHCTPYKTHUBHEX ejieMeHTiB B Unreal Engine 5

Merta poboTu: 32 JOMOMOTOK0 TUIAHIB pOOMMO BHBIJ KOHCTPYKTUBHHUX €JIEMEHTIB B

Unreal Engine5

X111 poboTH:

1. JlonaBaHHS IJ1aHy Ha poOOUYy MOBEPXHIO,
2. CrBopenHns ctiH(dacany) akagemii ,

3. Pozropranns nanamadTy napky.
Pesyuprar:

Jlns modatky MHOIO Oyiio j1o0aBieHo ¢gororpadiro MmiaHy cTaporo KOpIrycy, 1o

AKIA s TOYaB 3BOAUTH CTIHM Ta I1HIII KOHCTPYKTHUBHI €JIEMEHTH 3a PO3Mipamu

400x400.

CriHu 3MeHInyBaB Ta 30UIbLIYBaJIM 3a JOMOMOTO0 napamerpiB “Scale” mo Bici

XY, Z

[Ilo6 Bce 4YITKO CHO3ULIOHYBAaTH , PO3MIILYBaB yCl O00’€KTH 3a JIOMOMOIOIO

napameTtpy “Location” no Bici X,Y,Z, Ta 3a71aBaB TOYHY BUCOTY Ta IIUPHUHY CTIH.

Marepianu 6paB 3 mnardpopmu Quixel Bridge, gani HaHOoCcHB iX Ha 00’€KT, Ta 3a
nornomoroto iHcTpymeHTa “UV Project” BUpIBHIOBaB Ta PO3TATYBaB JI0 MOTPIOHHMX

MacIIradiB.
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Quixel Bridge - me mporpama, ska 3a0e3rneuye KOPHCTYBa4iB JOCTYIIOM JIO
010J110TEKM CKaHOBaHUX MarepiaiiB, TEKCTyp, 3D-Monenel Ta IHIIUX PECYpPCIB s
BUKopucTaHHs y npoektax CG (koMm'torepHa rpadika) Ta Bizyamizanii. Lle moryxuuii
IHCTPYMEHT, po3poOieHuii koMmmaniero Quixel, SKuM T03BOJSE MIBUAKO 3HAXOIUTH,
nepersiaaTi Ta IMIOPTYBAaTH PealiCTUYHI pecypcu 0e3mocepeiHbo y MPOorpaMu JIjist

ctBopeHHs 3D-rpadiku, Taki sk Blender, Unreal Engine, Unity Ta iHmi.

Puc 3.1. BuBenenns ¢gacany

Iocepeno.: Pospobxka asmopa

Jami 3a gomomororo metoxy “Landscape” Oyio po3pobieHo mpruOIn3Hy IOy

MAapPKOBOi 30HU, 3 ypaxyBaHHSIM PO3MIPHOI CITKH 10 sIKiif 1 poOuB B OieHaEpI.

Puc 3.2. HanamryBanus nanamadty napky

IDicepeno.: Po3pobra asmopa



33
2.4.3. Jleramizanisi ekcTep’€py CTAaporo KOpIyCy Ta MapKOBOI 30HU B

Unreal Engine 5

Merta poboTu: neramizaliis yciX eJIeMEeHTIB eKCTep €py 1Mo paHiiie 310paHux ¢oro.

Xin pobotu:

1. IMnopTyBaHHs ycixX aexopaliii(BikHa, ABEPI, JIXTapi, JABKU,0KPEMi €JIEMEHTHU
dacany) 3 Blender;

2. Bubip xonbopy cTiH, TaHamadTy, 1Bepeil, BIKOH, HalAIITyBaHHs IEKOPY;

3. Po3ctanoBKa yCix €J1€MEHTIB akaJIeMil;

4. Po3cTraHoBKa eneMeHTIB Ta HaJlAIITYBaHHSI TAPKOBOI 30HH.

PesynbraTi poboTu:

Ilepen BHecennsm 3D-moneni no Unreal Engine, Mu peTelbHO BUBYMIIM Ta
PO3MOITIMIIN €JIEMEHTH, K MOKHA OyJI0 0OpOOUTH B MEXKaX CaMOro irpoBOTO PyIIIis
Ta Ti, Kl Oyno nouiibHImEe ompanboByBaTh y Blender. Lleit minxig He mpocto
3a0e3MeuyrB HaJEKHY IHTErpaliio, aje i 3amo0ir HaJAMIpHUM TpyJHOLIAM TMif 4Yac

po3poOKu|[25]

[arerpamis 3D-moneneit y dpeiimBopk Unreal Engine Oyma BaxJIHMBOIO
YaCTHHOIO CTBOPEHHS irop abo BIPTyaJIbHOI peaibHOCTI. J[Jig yCHimHoi iHTerparii Mu
peTenbHO obupanu miarpumyBanuil ¢opmar, Takuil sk FBX un OBJ, 1 BpaxoByBanu

HOTr0o 0COOJIMBOCTI M1 YaC MOJIETFOBAHHS.

[lepen iMmopToM MOJENl MU MEPEKOHAIMCS, IO BCl TEKCTypH Ta MaTepiajiv
HaJIAITOBaH1 HAJEKHUM YHUHOM, OCKUIBKH Tij yac po3poOku 3D-moxmeni B Blender
Ba)XJIMBO CTBOPIOBATH TEKCTYPH, SIKi HAJIGKHUM YMHOM CITIBIIPAIIOIOTH 3 TPOTPaMoIo.

Ie BaxxnuBo, ockinbku Unreal Engine 5 moxe He maTpuMyBaTH OKpeMi MaTepiaim.

Mu TakoX yBa)KHO roTyBajJHcs 10 iHTerpauii, oouparouu ¢popmar FBX, mo6

YHUKHYTH HECYMICHOCTEW Ta 3a0e3MeunTy TUIaBHY Bi3yasibHY iHTerpaiiro 3D-momeni



34
y Unreal Engine. OnHak mij 4Yac 3aBepuIabHOTO pPE3yiIbTary JAesiki 00'€KTH He

MEPEHECINCh HAJICKHUM YHHOM Yepe3 BTpaTy CBoro marepiaiy[25].

Ha panomy erami, a came B €HXHHI TakoK Oylno HallBaXuuM MigiOpaTu
MpaBWIbHI PO3MIPU TMiJ BIKHA Ta BUCOTY OYIIBII, a/pKE SIKIIO JI€Ch IIOCh HE

CHIBIAJA€ K B peajlbHOMY XXHUTTi, TO MOTPIOHO mepepolmoBaTu, Tak AK podoTa

MOBHUHHA OyTH CUMYJIATOPOM TOTO, IO € HACTIPAB/IL.

Puc 3.3. ®acax akanemii

IDicepeno: Pospobka asmopa

Marepianu Ha KOXEH 3 OKpeMHX OO €KTIB HAaHOCWJIHMCH OKPEMO Ta

3MiHIOBaJMCh 3a jgomomoroto ¢yskuii UV Editor, koTpa € iHCTpyMEHTOM IS
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penaryBanus UV-koopauHat Tekctyp st mozeneit. UV-koopauHatu - 1€ crmocid
BiJI0OpaxkeHHs! TeKCcTyp Ha noBepxHi 3D-moznem. UV Editor no3Bosisie kopuctyBayam
BI3yaJIbHO penaryBaTd Ta MaHIMYIIOBaTH IIMMH KOOpPAMHATAMHU JJIsl KpPaloro

B1JI0OpakeHHS TEKCTYp Ha 00'€KTax.
OcnoHi ¢ynkmii UV Editor 8 UES BkmouaroTh:

e PenaryBanns UV: KopuctyBaui MOXyTh NEpeMillyBaTd, MacIITaOyBaTH,
obepratn Ta TpanchopmyBatn UV-KOOpIHWHATH TEKCTYp MJIg KOXHOTO
BEpIIMHM, TpaHi a00 00'ekTa.

e Vnpasminas Tekctypamu: UV Editor no3Bossie 3aBaHTaKyBaTH Ta BigoOpakaru
TEKCTYypU O€3MOCEPEeIHhO B PEIAKTOpl, IO JOTOMarae Bizyali3yBaTH, SK
TEKCTYpH OyIyTh BUINIIAATH HA MO I yac peaaryBants UV-koopauHar.

® VY3arajgbHEHI IHCTPYMEHTH penaryBaHHS: BKIIOYarOTh 1HCTPYMEHTH, Takl SIK
py4YHE penaryBaHHsS, BHPIBHIOBAHHS, 3IVIQ/DKYBaHHS T'paHe Ta 1HII (QYHKITIT
JUI TOYHOTO HaymamTyBaHHs UV-koopauHar.

e BigoOpaxenns 3MiH: 3MmiHM, BHeceHl 10 UV-xoopauHar, BigoOpa)karoThCs
oe3nocepenubo Ha 3D-Mozeni B peaqbHOMY dYaci, JIONMOMAararodu Bi3yajbHO

OLIIHUTH PEe3yJIbTAaTH peIaryBaHHs.

UV Editor B8 UE5 € BaJIUBUM 1HCTPYMEHTOM JUIsl TBOPIIB KOHTEHTY, KU
JI03BOJISIE CTBOPIOBATH Ta HAJAIITOBYBAaTH TEKCTypH A 3D-00'ekTiB, m100 AOCITTH

KpaIoro Bi3yaJbHOTO €(eKTy i 4ac po3pOOKHU Irop 4d Bi3yalbHUX TIPOCKTIB.
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Puc 3.4. ITapkoBa 30Ha

IDicepeno: Pospobka aemopa

VY poboTi 3 MapKoOBOK YAaCTUHOI OUIbII 3aTpaTHUM IO Yacy OyJao 3poOUTH

MpaBUJIBHI PO3MIpH JaHAIMIA(TY Ta i JHATAMITYBATH ITiT HBOTO YCi 00’ €KTH.

2.5. InrepakTnBHa 4actuHa cTrBopeHHsi Hay QA (ekcrep’ep craporo

KOPIIyCY Ta NAPKOBOI 30HN)

V¥ Unreal Engine 5 3Byku x01p01 Ha pi3HUX MOBEPXHAX MOXKYTh OyTH CTBOPEHI 3a
JIOTIOMOTOI0 CHCTEMHU 3BYKOBHX €(DEeKTIB Ta HajamTyBaHb (izuku. s modarky
peamizaiii, Ha TMPOCTOpax IHTEpHETYy Oya0 3HAWJEHO [EKUIbKa 3BYKIB:

(TpaBa,0pyKiBKa) SIKi B IOJANBIIIOMY OYyJIM iMIIOPTOBAHI y HaIll MPOEKT[25].
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Puc 3.5. 3Byku ta HanamryBanas Sound Cue

IDicepeno. Pospobka asmopa

Sound Cue B Unreal Engine - 11e By3/0Ba cuctema, sika J03BOJIsi€E CTBOPIOBATH
CKJIaJIH1 3BYKOB1 e(deKkTu Ta oOpoOisiTH 3BYKOB1 (paiiim B peanbHOMy uaci[6]. Bona
Ha/Ja€ IMIMPOKI MOXKIMBOCTI JJIi CTBOPEHHS PI3HUX €(EKTIB 3BYKY, TaKHX fK €XO,

3aTpuMKa, (iIeTpalis Ta 6arato iHIMX[25].
Ocs kinbka kpokiB st ctBopeHHst Sound Cue B Unreal Engine:

e Creopennss HoBoro Sound Cue: B Unreal Engine nepeiliTe a0 BKIaIKU
Content Browser Ta HaTHCHITh IPABOIO KHOMKOIO MuIli, o0epiTh "Sounds", a
notiM "Sound Cue" st ctBoperHst HoBoro Sound Cue.

e JlonaBaHHS 3BYKOBUX eneMeHTIB: [lepersrHiTe aymio (aiinu, sKi BU XOouyeTe
BUKOpHCTOBYBaTH, y Sound Cue.

e [lobGynoBa rpada 3Byky: Bimkpuiite Sound Cue ta mounith moOymoBy rpada
3ByKy, JOAABIIM BY3JIM Ta 3'€IHYIOUM iX MDK coOoro. By3nmu MoxyTh
NPEJICTABIATA PI3HI €eKTH, TakKl K T'y4HICTb, TAHOPAMYBAHHS, (PUIBTpAIlitO
TOLLLO.

e HanamryBanHs mapameTpiB 3ByKy: Hamamtyiite mapameTpu KOXKHOTO By3Jia
JUIsL JTOCATHEHHs OaxaHoro 3BykoBoro edexrty. Hampukman, Bu Moxere

HaJlamTyBaTnu Fy‘IHiCTB, JaCTOTH, IOBKUHY 3aTPUMKHU TOLIO.

Sound Cue 103BoJIsiE CTBOPIOBATH CKJIAJHI Ta pEajiCTUYHI 3BYKOBI €(DEKTH Y

Bamomy npoekTi B Unreal Engine, 1 Mmoxke OyTH Iyke MOTYKHUM 1HCTPYMEHTOM IS
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MIJBHUINECHHS IMMEPCHUBHOCTI Balloi rpu abo JomaBaHHsA aTrMoc(epw 10 Balioro
JIOCB1/1y KOPHCTyBaya.
[puxnan nanamryBanus Sound Cue.
TyT MH MOXXeMO 0auuTH, IO 2 3BYKH, KOXKEH 3 SKUX BUKOPHUCTOBYETHCS IIi]T JIIBY Ta

IpaBy HOTY BIJIMOBIJHO, BIATBOPIOETHCS Y BUIAKOBIM MOCIIIOBHOCTI.

" Dutput

["Wave Flayer : SoundStep3 TRandom

Cutput @ ——————— Qutput @0 ——— @
Add input (£

MWave PFlayer : SoundStep4

Ourtpast i

Puc 3.6. HanamryBanus Sound Cue

IDicepeno: Pospobka aemopa

Hactynmaum kpokom moTpiOHO cTBOpUTH (i3WuHI MaTepianu(TpaBa, OpyKiBKa) i

nonaru ix B Physical Surfaces.

Physical Surface

ceT ype_ Diaf
ceTypel

ceType2

:ETFFDE

Puc 3.7. logaBanus ¢i3. marepiaiiB

IDicepeno: Pospobka aemopa

Jani gogaeMo 10 Hamoro (hi3MIHOTO MaTepiay caMmy BIACTUBICTh
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&, Asphalt

Puc 3.8. Jlonaemo BnacTuBicTh 10 (i3z.Marepiany

IDicepeno: Pospobka aemopa

JlomaemMo 10 HAIIOro OCHOBHOI'O MaTepially SIKMil 3HAaXOAMTHCS Ha MOBEPXHI(B

JaHOMY BHMAJKY 1€ acansr) Ham (isudHuil marepian “Asphalt”
General

Phys Material

Parent

Lightma

Material Property Overrides

A o mre sl
Advancea

Puc 3.9. Jlogaemo ¢i3. marepia Ha OCHOBHUH

IDicepeno. Pospobka asmopa
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[Ticns goro, mepexonumo J0 aHiMallii Oiry HaIIoOro IMEePCOHAaXy, CTBOPIOEMO
Notify, Ta gogaemMo KiidbKa Mojiid, TOOTO HAIIKX 3BYKIB SIKI IOEJHYIOTHCS 3 KPOKaMU

KO>XHOT HOTH.

Motifies

cury - Cury
Additive Layer Tr
Attributes

pelvis

Puc 4.0. CtBoproemo Notify Ta mpucBoroemMo oMy 3ByK

IDicepeno: Pospobka aemopa

Ham ctBOoproemo ¢yHkiito Footstep B skili poOumo 3B’A3Ky HOMIB Ta

IMPHUCBOOEMO 3BYKH.

Puc 4.1. ®ynkuis FootStep

Iicepeno. Pospobxa asmopa

[ Takoxx, B OJIONPHUHTI OCHOBHOTO IMepcoHaxy, a came B EventGraph

CTBOPIOEMO TO/II0HY CUCTEMY HOJIB.
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Puc 4.2. O6’eqnanHs HOAIB 7151 HAIIUX 3BYKIB

Iicepeno: Pospobka aemopa

Jonasanns HDR kapru:

e 3apanTaxxyeMo abo crBoproemo HDR kapry, sika HaiiOinbim nonodaersesi. HDR
KapTHUHHU YaCTO BUKOPUCTOBYIOTHCS JJISI CTBOPEHHSI PEATICTUYHOIO OCBITJICHHS
Ta armocdepu|[ 14].

e B Unreal Engine nepexonumo no Bkianku Content Browser ta obupaemo

"Import" Ta Bubepaemo namnry HDR kapty mist immopry.

resendal_park
sunzet_dk

Puc 4.3. JonaBanns HDR kaptu

Icepeno: llpocmopu inmepnemy

BigkpuBaemo Blueprint Open level Ta mepexomumo A0 HOIOBOI CHUCTEMHU B

Event Graph.
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=5 Mew Empty Blueprint Class...
7+ Convert Selection to Blueprint Class ...

= Open Blueprint Class...

i- Open Level Blueprint

GameMode: Edit BP_ThirdPersonGameMode

® GameMode: Edit GM_ImmersiveGameMode

Puc 4.4. Open Level Blueprint

IDicepeno: Pospobka aemopa

Tyt y Brnaami Variables ctBoproemo HOBY 3MiHHY 3 TumioM Float Ta HazuBaemo
ii speed(BoHa BIJMOBiAaTUME 3a IMIBUAKICTh 3MIHU JIHSI/HOYI, TOOTO TMEpPEMIIICHHS

COHIIS IT0 H0T0 0OCl).

VARIABLES

Puc 4.5. 3minna speed

IDicepeno: Pospobka asmopa
Jlami cTBOprOEMO HOJIOBY CHUCTEMY 3a goromororo DirectionalLight.

Directional Light - nie criemiansHuii TUI CBITIIA, SKUN IMITY€ OCBITJICHHS BiJl JaJIEKOTO
JDKepesa, Takoro SK coHme. lle BUKOPHCTOBYETHCS JJII MOJCITIOBAHHS OCHOBHOTO
JDKEpella CBITJIa B CIIEHI, sIke MpoekTye TiHlI Ha o0'ektu[14]. Ta 3a mgomomMororo
xomanau Add Actor Local Rotation, sika  BUKOPUCTOBYEThCS MJiA JOJABaHHS
JIOKaJIbHOTO O0epTaHHs A0 akTopa, 6aummo, 1o Hama 3MiHHa Speed mia’e€aHaHa 70
dbynkuii Make Rotator, a came oci “Y”, 3a 10mOMOroro sIKOi COHIIE 1 00epTaAEThCA

HaBKOJIO HEl, BIAMOBITHO 3MIHIOIOUM TTOPY J00U 3 AHS Ha HIY.
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& Event Tick

“‘\\ v = Make Rotator
\\Ad"_j pin @ ¥ (Roll) [0.0 Return Value @

Z (vaw) [0,0]

| F Add Actor Local Rotation

DirectionalLight
Target
™ @ Delta Rotaticn

W

Puc 4.3 ®parMeHT HO/IB SIKUM BUKOPUCTOBYETHCS

IDicepeno: Pospobka aemopa

Jns crBopenns animanii cuminasgs B Unreal Engine 5 Ham 3HamoOUThCs
BUKOHATH K1JIbKa KPOKIB.

e CrBopeHHs aHiMaii cumiHHSA: CTBOPIOEMO camMopyd ab0 3aBaHTAXKYEMO BIKE
TOTOBY aHIMAIIIO0 CHIIHHS 3 IHTEPHETY JJIS HaIoro nepcoHaxy. Lle moxe OyTu
aHIMaIlisi, sSika BIATBOPIOETHCS, KOJIM MEPCOHAX cigae abo BCTa€ 31 CHUJIHHS, a
TaKOXX aHIMAIIis, STKa BIITBOPIOETHCS i 4aC CaMOTO CHIIHHS.

e JlomaBaHHs aHIMaIliil y KOHTposiep aHimarlii: [ligkmrodaemMo aHiMariito CHaiHHS
JI0 KOHTpoJiepa aHiMaIii. ¥ 1bOMy KOHTPOJEPI MU MOKEMO BU3HAYaTH, KOJIH
B1ITBOPIOBATUMETHCS aHIMAIIisl CUIHHSL.

e VmopaBimiHHS aHiMmalisiMu uepe3 Blueprints: CtBoproemo a0 BIJIKpHUBAEMO
Blueprint namoro mnepconaxy. B Blueprint Mu MoxemoO HalamToByBaTH
YMOBH, NPU SKUX MEPCOHAXK MOYHE 200 3aKIHUYUTh CUIITH.

[IparroBaty 11¢ IOBUHHO HACTYITHUM 00pa3oM: KOJW MEPCOHAXK IMIXOAUTH 0
JaBKH, a00 O0’€KTy Ha MKMW XO4e CICTU, Ha €KpaHi 3 SBISIETbCS MiAKa3Ka, AKY
KJIaBIIly MOTPIOHO HAaTUCHYTH JIJISl B3a€EMO/I1, B HAIIOMy BUIAAKY 1€ OykBa E.

Jlnst mowarky ctBopuMo blueprint class 3 Ha3zBoro BP_Chair me Oyne namma

MOBEPXHS, HA IKY MU OyJIeMO CiaTH.



44

FUNCTIONS

Puc 4.4. BP_Chair

IDicepeno. Pospobka asmopa

CrBoproemo 3 3minHI 3 Turiom Anim Montage:

-KOJIU TIEPCOHAXK Cijae
-KOJIM TTIEPCOHaXK BCTAE
-KOJIM TIEPCOHAX CUIUTH

AHiMamiitHuii MoHTaX (Animation Montage) - 11e OJJMH 3 OCHOBHUX IHCTPYMEHTIB Y
Unreal Engine st ympaBiiHHS aHIMAaIli€l0 TepcoHaXka. BiH 703BOJIsI€E CTBOPIOBATH

KOMIIO3HIII1 3 PI3HUX aHIMAIlIMHUX KIIIMIB Ta KepyBaTH iX BIATBOPEHHSIM 3 TOYHICTIO

710 Kazipy.

M 1y Blueprint
+ Add Q. Anim montag

Object Types

pd/inim Montagl

FUMCTIONS

J Move & Rotate Actc

Puc 4.5. CtBopeHHS 3MiHHHAX

Iicepeno: Pospobka asmopa
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Ham y BikHi Details B mapamerpi Default mpucBoroemo panime Hamu
3aroTOBJIEH] aHIMaIlli.

ing_In_Chair

Sitting Down Animation

Sitting_In_Chair_Reverse v

Standing Up Animation

Sitting Animation

Puc 4.6. IIpucBoeHHs camMux aHIMaIlii

IDicepeno: Pospobka asmopa

Jlani po3risHEMO TOKPOKOBI MakpoOCH, il SIKUX MOTPIOHO MpOBeCTH aldu BcCe

MIPAIOBAJIO KOPEKTHO.
Makpoc Prepare Sitting:

Konu Ham nepcoHax migxoauTh 10 00’€KTY, HaJl HUM BUKJIMKAETHCS MIJKa3Ka, SKY

KJIaBiIlly MOTPIOHO HATUCHYTH a0W MTPOBECTH JIIfO.

S ' E" TO INTERA

Puc 4.7. llpuknazg miaka3ku 1715 B3aEMOJI1
IDicepeno: Pospobka asmopa

JlaJii po3mIssHEMO J1€TalbHO HOJOBY CHUCTEMY.

Checks if character is playing animation. If is, will wait until it finishes - ne#
BY30J1 NIEPEBIPSIE, YU B JAHUH MOMEHT MEPCOHAX BIITBOPIOE MEBHY aHIMaLi0. K110
aHIMaIlis BIATBOPIOETHCS, YMOBAa BBAXKAEThCS BUKOHAHOIO, 1 BM MOXKETE BHKOHATH

IEBH1 A11 BIAMOBIIHO O IIHOTO.
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Remove '"Interact" Text - Mu 3BepTaEMOCH JO TEKCTOBOTO EJIEMEHTY 1
BUKJIMKAEMO METOJT 200 Ait0, sika BUAAJISE 1IeH €JEeMEHT 31 CIIEHH a00 MPUXOBA€E HOTO
BiJl KOPUCTyBa4da, TOOTO KOJHM MEPCOHAX BXKE CiB Ha JIABKY, TEKCT Oyae mpuoOpaHo 3

TOJISL 30DY.

Stop player movement input (camera will still work) - e nis, sixka npuszynuHse
00poOKy BBEICHHS, IO KOHTPOJIIOE pyX TpaBisd y rpi. Llg i npusynusse
NEPEeMIIICHHs] TpaBIlsd, aje He BIUIMBA€ Ha pPyX KaMepu, TOOTO Kamepa MOXKe
MIPOJOBXKYBATH MPAIIOBATH HE3AJIEKHO BiJ] 3YyIMUHKHU PYXY TPaBlis, TOOTO MU MOXKEMO

BUIBHO OIVISIZIATH MICLIEBICTh KOJIM MEPCOHAXK CUIUTD.

Checks if character is playing ( - :
animation. [is, willwait until i finishes Stop player movement input (camera will

Stop player movement input (camera
Remove "Interact” Text will still work)

Remove “Interact” Text

Puc 4.8. Honosa cuctema Prepare Sitting
Iicepeno. Pospobxa asmopa
Jami posrssaemo HopoBy cucteMy Character will play sit down animation and

move out of chair(koin nmepcoHax cijiae Ta BCTAE).
OCHOBHUMH HOJAMU €:

Sit Down Timeline - me TaimiaifH, SKAW CTBOPEHUM JJIs aHIMAIIl MpOLECy
CUAIHHSA nepcoHaxa. Bin Mictuth kio4yoBi Touku (keyframes), siki BU3HAUYAIOTh pyXU
Ta 3MIHM TIapaMeTpiB, HEOOX1THI TSl TOTO, MO0 MepcoHax ciB. Hampuknan, e Moxe
BKJIFOYATH 3MiHY TIOJIO)KEHHS 1 0OepTaHHs IMEepCOHa)ka, 3MiHY IOJOXKEHHS PYK 1 HIT
TOIIO, BCE 11€ 3MIHIOETHCS MOCTYMOBO 3 YacOM, 100 CTBOPUTH Bi3yaJbHO 3py4HY Ta

pealicCTHYHY aHIMAaIlil0 CUIIHHS.

Server is sitting - MoBa ifie PO cepBep Ta CUIIHHS MEPCOHAXKA, L€ MOXKE
O3HAuaTH, W0 TpaBellb, KUK B3a€EMOIE 3 TPOI0 YEPe3 MEPEXKY, 3IIACHIOE IO

cudiHHS Ha cepBepl. ToOTO, rpaBelb BiANpaBIse MOBIIOMIIEHHS CEpBEpPY MPO CBOIO
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110, a cepBep 00poOIIsIE 1€ MOBIJOMIICHHS Ta BIATBOPIOE aHIMAIIIIO CHJIIHHS Ha BCiX

KJIIEHTCHKUX MPUCTPOSX JJIs 3a0€3ME€UEeHHS] CHHXPOHI3allli TPH.

Bci iHmN HomM, SKi BUKOPHUCTOBYIOTHCS B JIaHI CXeMi € J0/IaTKOBUMH
3’€IHyBaYaMu JJi1 KOpEeKTHOi poOoTu naHoi aHiMmaiii, Tooto (Get, Set, Get Actor

Location, Player Reference, Get World Location, Set Actor Location ta iH.)

Puc 4.9. Honosa cucrema sit down/move out

IDicepeno. Pospobka asmopa
Hacrynna 1 ocranns ¢yskiis Character is sitting(kojiv mepcoHaXK CUIUTH ).
Po3rsiHeMo neTanbHO AaHy HOZIOBY CHCTEMY.

Is character sitting? - y Hac € 3minHa ctany "Is Sitting", Tomy Mu niepeBipsieMo
ii 3HadeHHs 3a gomomoroto Bysna "Branch" a6o y Blueprint. fAxmo 3HaueHHs
"[sSitting" ngopiBHIOE true, TO MEPCOHAXK CUIAUTH, 1 MM MOKEMO BHUKOHATH BIAMOBIIHI
mii.

Has animation played? - BukopucTOBY€ThCA [UJIsl IEPEBIPKU TOTO, YK aHIMAIs
BKE BIJITBOPHIIACS, BaM 3HAJ00UTHCS BCTAHOBUTHU 3MIHHY, sIKa BKa3yBaTUMe Ha T€, YU

aHiMarlisl Bke BiaATBOproBajacs. Ilicis BiATBOpEeHHs aHIMaIlli BU MOXKET€ BCTAaHOBUTHU

II0 3MIHHY, II00 O3HAYUTH, 110 aHIMallis Oyia BiATBOPEHA.

Is interact button pressed? - mepeBipsie cTaH BBEICHHS KHOIKH B3a€MOJIIi 3a

nonomororo Blueprint.
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Is character falling? - ¢ynkuist "Is Falling" BukopucToBy€eThCS 17151 IEpEBIPKH,
YU TEPCOHAXK HE KOHTAKTY€E 3 MOBEPXHEH. SKmo 1 (yHKIIiS MOBEepTaE 3HAYCHHS
true, 1e 03Havae, M0 MEPCOHAXK MepedyBae y CTaHi MajiHHA, B HAIIIOMY BUIIAJKY Ciaae

Ha JIaBKY.

Is chair interactable? - BukopucToByeMo (PyHKIIIIO, IEPEBIPSIEMO ii 3HAUECHHS 32
JI0TIOMOT 010 By3Jia Branch, mo o3Hauae, 4 Kpiclio € iHTEpaKTUBHUM 00'€KTOM, Ta YU

M1IXOAUTH BOHO JJI TOrO a0U NMEPCOHAX KOHTAKTyBaB.

Uncrouches your character if they're crouching - Mu BUKOPUCTOBYEMO cUCTEMY

nepconaxa Character.
Peanizyemo miaxina 1o 1i€i GyHKIIIOHATBHOCTI HACTYITHUM YHHOM:

1. OTpuMyemMO TOCTYM JI0 YIPABIIHHS PYyXOM IEPCOHANKA.

2. llepeBipsiemo, uu mepcoHaxX TmepeldyBae y cTaHl cuaiHHS (crouching),
NEPEeBIPUBIIY BIANOBIAHY 3MiHHY (Hampukiam, "[sCrouching").

3. Sxmo mnepcoHaxk CUAUThH, Oyle BHUKIMKaHA (yHKIIS, 00 3MIHUTH CTaH
cuainag Ha "false" ab6o Buxmmuemo ¢yukmito "UnCrouch" ans toro abu
NEPCOHAXX BCTaB, B HAIIOMY BHIIAJIKy BHUKOPUCTOBYEThCS came (YHKIIIA
UnCrouch, sika nmepenae mapameTp Ha HacTynHuiM Hoa Outputs, IKUM B CBOIO
yepry 3’emHyeTbes came depe3 Sit Down Ta mepenmae nmam iHdopmalio 4u

Moke nepcoHax Bctaru - Can Stand Up?

= eharsmser saling?

Puc 4.10. Honosa cucrema Character is sitting

IDicepeno. Pospobka asmopa
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BUCHOBKHN

[IpoTsirom mepiogy MOAETIOBAHHS 51 MOYaB 31 CTBOPEHHS KOPITyCY Ta MapKOBOi
3ouu HamionansHoro yniBepcutery "OcTpo3bka akanemiss" Biapasy B UES. Ilig gac
poOOTH HAJl MPOEKTOM s YCHIIIHO OCBOIB POOOTY 3 1HTEepEelcoM Ta MEXaHIKaMHu B
Unreal Engine 5. Ileit 1ocBig 103BOJIMB MEHI BUBYUTH MOTYXKHI MOMJIMBOCTI TJAHOTO
IHCTPYMEHTY Ta BUKOPHCTOBYBATH HOTO JIJIsi CTBOPEHHS BpaXkarouoi Bizyasizailii. 3a
yac po3poOKH BUHUKIM YHUCICHHI TPYAHOILI, OCOOJMBO MOB'A3aHI 3 MOJCIIOBAHHIM
¢biryp Ta BU3HAYCHHSIM MPABHJIBHUX PO3MipiB. BupimeHHns mux npobiemM BUMarajio
BiJI MEHE HE JIMIIIE TEXHIYHOI eKCIepTU3M, aje ¥ TBopuoro miaxoxy. S 3mareH Oys
€(eKTUBHO 3HAXOMUTH BHUXOAM 3 CKJIAIHHX CUTyallld Ta aJanTyBaTHCS 10 3MiH Y
nporeci poOoTu. 3aBasku poOOTI 3 TeHMJEB PYIIiEM, S OTPUMAaB MOXJIHMBICTD
BUIBHOTO MEPEMIIIEHHS MEPCOHAXKA Ta OMISIAY BCIX eJieMeHTIB. [le cTBOpMIIO OCHOBY
JUTSI TIOJIAJIBIIIOTO PO3BUTKY MPOEKTY Ta JIETKOI IMIUIEMEHTAIII] HOBUX MEXaHIK (PI3UKH.
Mos 31aTHICTh PO3IIMPIOBATH MPOEKT Y PIZHUX HANpAMKaX HaJa€e HOMY MOTEHIlial
JUTs TIomanbioi iHHOBamii. Po6oTa Haag UM MPOEKTOM Jajia MEHI IMIHHUN JTOCBi Y
Bi3yastizallii mpocTopiB. BUKIMKY, 1110 BUHUKATIU MMPU MOJICIIOBAHHI, MOKPAIIWIA MOi
HAaBUYKH Ta BYWIM €(PEKTUBHO BUpPILNIYBaTU MpOOJIEMH, IMOB'SI3aHI 3 JAU3AWHOM Ta
nponopiismu. [Ipoiiec nepepoOku MPOEKTy 3 Hyls KidbKa pa3iB CBITYUTH PO MOIO
BIJIJAHICTh SIKOCTI Ta CHCTEMAaTUYHOMY BIOCKOHalleHHI0. HaBiTh y Bumaakax
HEYCHiXy sl 3HaXOJMB IIHHI BUBYECHHS, 10 JONMOMAararOTh MEHI YHUKATHU MOAI0HUX
npoliieM y MailOyTHbOMY. 3arajiom, 1€l IPOEKT HE JIUIIE CTAaB BAXJIMBUM €TAIOM Y
MoeMy TpodeCiiHOMY PO3BHUTKY, a W TMIJKPECIUB MO 3JaTHICTh €()EKTUBHO
MPAIfOBaTH 3 BEJIMKUMH Ta CKIATHUMHU MPOEKTaMH, 3a0€3MeUyoun iXHIO YCHINIHY
peamizaiito. Iliq yac mpoxomKeHHS MPaKTUKWA, MHOK OyJa0 YCHIIIHO JOJIaHO TPH

CKJIJIOB1 Y IIPOEKT, a CaMe:

1. 3aranpHi aHiMaIlii Ta aHiMaIlli CHAIHHS TIEPCOHAXY: Y MPOEKTI YCIIIIHO A0JaH1
Ta pealli3oBaHl aHIMallii, 10 JI03BOJISIOTH MEPCOHAXKY B3aEMOJISTH 3 JIABKOIO.
Ile nomae peadiCTUYHOCTI Ta IMMEPCUBHOCTI B TPy, CTBOPIOIOYM MOXKIIMBICTh

JUIS TPaBLIB BIAYYTH OUTbII ITHOOKY B3a€EMO/IIO 3 OTOUYIOUUM CEPEIOBULIEM.
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2. 3miHa UKy JOHS 1 Hodi: BmpoBamkeHa 3MiHA OCBITIIEHHS Ta arMocdepu

BIJIMOBIAHO /O Yacy J00M HaJa€e IMITOBAHOMY CBITOBI pEaliCTUYHOCTI Ta

nuHaMI9HOCTI. L[ (QyHKITIOHAIBHICTH CTBOPIOE YHIKaIbHY aTtMocdepy B Tpi,
10 3MIHIOETHCS Pa30M 13 YaCOM.

3. JonaHi 3ByKM XOJbOM MO PI3HUM IMOBEPXHSIM: Y MPOEKTI BAAJIO BIPOBATKEHO

3BYKOBI €(eKTH, $Ki pearyioTh Ha Xoab0y MepcoHaka MO pI3HUX THITAX

IMOBCPXOHB.
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JOIATKH

TEXHIYHE 3ABJIAHHA

MPOEKTY

CrtBopenHs BipTyaiabHoro cepenopuina Hay “Ocrtpo3bka akagemis”

MeTroro 1BOro MPOEKTYy € CTBOPEHHS JAETali30BaHOi 1 JIOCTaTHHO TOYHOL
BipTyanbHOI Komii TepuTopii kopryciB HamionamsHoro yHiBepcutery “OcTpo3bka
akajemis”’, sKa MO)ke OyTH BUKOPHCTaHa B pO3pOOIIl irp, BIPTyalibHIN pealbHOCTI Ta
WEB-inTepdeiicax. ®diHanbHa MOJeIb NOBUHHA B1I0Opa)kKaTH pEaJbHUI BUIVISAA

TEPUTOPIi, BKIIOYAIOUH BC1 Oy/IiBII, CIIOPYIH, BIAKPUTI TPOCTOPH Ta Tonorpadiro.

BukoHaHHS IBOTO TPOEKTY BKIIFOUAE HACTYITHI 3aBIAHHS:

e 30ip 1aHUX:

3i0paru BCIO HeOOXinHy iHGOpMaIl0 Ta JdaHl, HEOOXIJHI IS TIPOIECY
3D-monemoBanHs. lle MOXyTh OyTHM KpEeC/EHHS, IUIaHW MOBEPXIB, IUIAHU
BHUCOT, ¢ororpadii, Bileo Ta iHII BIAMOBIAHI JOKYMEeHTH. BakiauBo 3i0patu
sskoMora OubIie 1HGopmariii, oo 3a06e3neun T TOUHICTh KiHIeBOi 3D-Momeri.
e [Iporpamue 3a6e3ne4eHHs:

BubepiTe BiANOBIAHE IporpamHe 3ade3nedeHHs g 3D-MoJentoBaHHS, sKE
MOJKE TIPAIfIOBATH 3 APXITEKTYpPHUMH MOJEISIMHU 1 Mae HeoOX1aH1 (YHKIT JIs
CTBOPCHHSI TOYHOTO TIPEJCTABICHHS TEPUTOpIi yHIBEpCUTETY. BOHO TOBHUHHO
JIO3BOJIATH CTBOPIOBAaTH BHCOKOSIKICHI TEKCTypH, MaTepialidi Ta CBITJIOBI
edexTu.

e MonemntoBaHHs Oy/IiBeNb:

3MmozentoiiTe Bcl OyaiBiIl Ha TEPUTOPI KaMIyCy, BUKOPHUCTOBYIOUM TOYHI
po3MipH, Marepianu Ta TeKCTypu. byniBii moBuHHI OyTH 3MOJIETTLOBaHI TAKUM
YUHOM, 1100 BiJIOOpa)kaTw iXHIM peasbHUi BUIVISIA, BKJIIOYAIOUM apXITEKTYpHI
JeTani, Taki sK BikHA, MBepi Ta maxu. 3D-monens MOBMHHA TAKOXK BKIIFOUATH

BHYTpIIIHI TPUMIIICHHS, TakKl SK KiIacw, jadoparopii Ta iHmm. BHyTpimHi
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IPUMIIICHHS TOBHHHI OyTH 3MOJEIhOBaHI 3 BIAMOBITHUMH MEOISIMH Ta
oOJIaTHAHHAM.
o Jlanmmadrt 1 penbed:
3MofenoiTe BCl BIAKPHUTI TPOCTOPH, JaHAmadTH 1 perabed B MEKax KamIrycy,
o0 BigoOpazuTu Tonorpadito micueBocTi. Lle BkiItouae B cebe MOIeIIFOBaHHS
POCIIMHHOCTI, TaKOl SIK JI€peBa, KyIlll Ta KBITH, a TAKOX TBEPAOTO MOKPHUTT,
TaKOTO SIK JOP1’KKH, TPOTyapH Ta JOPOTH.
e (OcBiTJIEHHS:
Honaiite ocBiTieHHs 10 3D-Moxeni, o0 iMITyBaTh YMOBHU OCBITJICHHS B Pi3HI
nopu nHsA. lle BKIIFOUa€e MOJENMIOBAaHHS MPUPOAHOTO OCBITICHHS, TaKOTO SIK
COHSTYHE CBITJIO 1 TIHI, a TAKOX INTYYHOTO OCBITJICHHS, TAKOTO SIK BYJIWYHI
JixTapi, OCBITJIEHHS Oy/AiBeNb 1 BHYTpPIIIHE OCBITIEHHSA. OCBITIEHHS MOBUHHO
OyTH HaJamToOBaHE TakK, MO0 CTBOPUTH PEATICTHYHY 1 Bi3yallbHO MPUBAOIIUBY
3D-Monens.
e TekcTypu Ta MaTepiaiu:
BuxopucTtoByiiTe BIAIOBIAHI TEKCTYPH 1 Marepliaiu AJi TOYHOTO BiAOOpaKeHHsI
noBepxoHb OymiBenb 1 nanamadriB. Ile Bkiarowae B cebe MoaeatOBaHHS
MatepiaigiB, TaKuX SIK Ieriia, OETOH, CKJIO 1 MeTall, a TaKoX 3aCTOCYyBaHHS
BIJIMIOBITHUX TEKCTYp, Takux Ak (papba, mrykarypka i miamora. TexcTypu Ta
MaTepiajau MOBHUHHI OyTH miaiOpaHi TaKUM YMHOM, 11100 BiI0OpaXkaTh peaibHUN
BUIJISJT YHIBEPCUTETY.
o OyHKIIIOHAIBHICTD
[Ipopobnena Bamu poOoTa moBuHHAa OyTH pearnizoBaHa B Unreal Engine 3
METOI0 ITOJIAJIBIIIOT0 BUKOPHUCTAHHS 3 METOI CTBOPEHHS I1HTEPAKTHUBHOTO
cepenoBumia. Ha moroyHomy erari moTpiOHO peasi3yBaTH MEPEMILIEHHS I10
CTBOPEHOMY CEpEOBHIIIL.
e Pesynbraru:
Hanaiite ¢dinanbHmii mpoekT B ¢popmMarti ueproject, pa3oM 3 yciMa MOB'I3aHUMHU
daiinamu Ta TEKCTypamu.

e 3a0e3reueHHs IKOCTI:
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[TepeBipTe cTBOpEHE CepelOBHINE HA TOYHICTH 1 3pYYHICTh BUKOPHUCTAHHS, a
TaKoXX BHECITh Oyib-siKki HEOOX1AHI 3MiHM a00 KopekTuBU. Croau BXOAHUTH
MepeBipka HAa HASBHICTh TOMHIJIOK MOJCIIOBAHHS, TAaKUX SIK TEPEKPUTTS
MOJIITOHIB, 1HBEPTOBAHI HOpPMaJli Ta BIJICYTHI TEKCTypU. Takok Ba)JIMBO
NPOTECTyBaTH CEPEAOBUINE HAa 3PYYHICTh BUKOPHCTAHHS, HAMPUKIIA,
HaBIraIil0 MO MOJEeNl B peaJbHOMY 4Yaci Ta PEHACPUHT BUCOKOSKICHUX

300pakeHb 1 aHiMaIli.

Tepmiau peamizarii 1IbOro MPOEKTy OOMEXKEHI TEPMIHOM 3/1a4i KypCOBOi

pob6oTH, ToMy ckiaaaroTh 10 4 rpyans 2023 poky.

Po6GoTy Haj mpoeKToM MOKHA PO3OUTH HAa HACTYTHI €Taru:

e Eram 300py naHux:

Ha upomy erani koMaHja 30upae BCl HEOOX1AHI AaHl, HEOOX1/IHI AJIA IPOLECY
3D-monemoBanHs. Lle MoxyTh OyTH KpecieHHs, IUIaHM IOBEpXIB, IIAHU
BUCOT, (poTorpadii, Bieo Ta 1HLI BIANOBIAHI AJOKyMeHTH. Komanna moBuHHA
Oyne BHOPSAIKYBaTH J1aHI Ta 3a0€3MEYUTH 1X TOYHICTH 1 aKTyalbHICTh. Takox
MOXKE€ 3HAJ0O0UTHUCS BHI3 Ha 00'eKT /Il 300py ao1aTkoBoi iH(opmarii Ta
¢$0TO- 1 BiICO3HOMKH KaMITyCYy.

e FErtan BubOpy nporpamHoro 3adesnedeHss aias 3D-MoaenoBaHHs:

Ha mpomy erami komanma oOuwpae BiAMOBIIHE IporpaMHe 3a0e3MeueHHs s
3D-MonentoBaHHs, SIKE MOXKE MPAIlOBaTH 31 CKIAAHUMHU apXITEKTypHUMH
MOJZIETISIMU 1 Ma€e HEOOX1AH1 (PYHKIi JJIi CTBOPEHHSI TOYHOI'O IPEACTABICHHS
yHiBepcuTeTy. Komanga nmoBuHHa Oy/ie OLIHHUTH Pi3HI BapiaHTH MPOrPaMHOTO
3a0e3neueHHs 1 BUOpaTH TOM, IKMI HalKpallle BiANOB1Ia€ BUMOTraM MPOEKTYy Ta
OTOIKETY.

e Eram MozxemroBaHHS OY/IiBIII:

Ha mpomMy erami koMaHJa TOYMHAE MOJENIOBATH Bcl Oy/iBIl Ha TEepUTOPIT
kammycy. Komanna moBuHHa Oyae 3MoaentoBaTH OyiBill, BUKOPHUCTOBYIOUHU

TOYHI PO3MIpH, Marepiaau Ta TeKCTypu. byniBii moBuHHI OyTH 3MOJIEIHOBaHI
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TaKUM 4YWHOM, 1100 BigoOpakaTh IXHINH peaNbHUN BHUIVIAI, BKIOYAIOYH
apXITEKTypHI JIeTalll, Taki sK BiKHA, IBepi Ta Aaxu. 3D Mojesb TakoK MOBUHHA
BKJIFOUATH BHYTPIIIHI TPUMIMIEHHS, Takl SK Kiacu, jaboparopii ta odicw.
BuayTpimHi npumiinieHHs TOBUHHI OyTH 3MOJIeNIbOBaHI 3  BIJIMOBIIHUMH
MeOIsIMHU, 00JTaHAHHSIM.
e Eramn manamadTHOro Au3aifHy Ta MOAETIOBAHHS MICIEBOCTI:
Ha mpomy erami komaHaa MOJEIIOE€ BCl BIIKPHUTI MPOCTOpH, JaHAmadTH i
penbedd B MeXax YHIBEPCUTETY, MO0 TOYHO BigoOpa3uTu Tomnorpadiro
MicieBocTi. Cromu BXOAUTHh MOJCITIOBAaHHS POCIMHHOCTI, TAKO1 SIK AepeBa, KyIIli
Ta KBITH, a TAKOXK OJ1ar0yCTPOI0, HAPHUKJIA, TOPIKOK, TPOTyapiB Ta JOPIT.
e Eram oCBITJICHHS:
Ha npomy erami komanaa gojae ocBimieHHs a0 3D-mopeni, mo0 iMiTyBaTu
YMOBH OCBITJICHHS B Pi3HI mOpu JHS 1 poky. Cromu BXOJUTH MOJCITIOBAHHS
IPUPOIHOTO OCBITJICHHS, TAKOTO SIK COHS'YHE CBITJIO 1 TiHI, @ TAKOX IITYYHOTO
OCBITJICHHS, TAKOTO SIK BYJWYHI JIXTapl, OCBITJIEHHA OyiBeJib 1 BHYTpIIIHE
ocBiTeHHs. OCBITJEHHS TOBMHHO OyTH HaJallITOBaHE TakK, 100 CTBOPHUTH
peaicTUUHY 1 Bi3yaibHO npuBabiuBy 3D mMoens.
e ETtan po00TH 3 TEKCTypaMH Ta MaTepiaaamu:
Ha upomy erami koMaHJa BUKOPHUCTOBYE BIAMOBIAHI TEKCTYpPH Ta Marepiaiu
JUIS. TOYHOTO BIATBOPEHHS IMOBEpPXOHb OymiBenb 1 jmanmmadtiB. Lle Bkirouae
MOJICJIIOBAHHSI MarepiajiB, TaKuX SIK Iera, O€TOH, CKJIO Ta METaj, a TaKOXK
3aCTOCYBaHHS BIJMOBIIHUX TEKCTYpP, TaKuX sK (hapOa, MTyKaTypKa Ta MiJjiora.
Texctypu 1 Marepiaiu MOBUMHHI OyTH miiOpaHi Tak, 00 TOYHO BiJIOOpa)kaTH
peaTbHUMN BUTTIS KaMITyCY.

Etan nepenecenns moneni B Unreal Engine:

Ha upomy erami komanma immoptye ctBopeni mozeni B Unreal Engine, 3a
norpeba mnepepoOisie NPoOOJEMHI MOZENIl BUKOPUCTOBYIOUM  (DYyHKIIOHAT
monentoBanHs UE, HamamrtoBye marepiaiu, OCBITJICHHS, HAJAIITOBY€E KOJI3ii,
JI0J1a€ TIEpCOHaXKa.

e Eram 3a0e3reueHHs IKOCTI:
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Ha mpomy ertami KoMaHJa TECTy€ CEpENOBHUINE HA TOYHICTh 1 3PYyYHICTH
BUKOPHUCTAHHS, @ TaKOX BHOCHUTH Oyllb-sK1 HEOOX1AHI 3MiHM 200 KOPEKTHUBHU.
Cromu BXOIWTH TEpEBipKa HAa HASBHICTh MOMIJIOK MOJCIIOBAHHS, TaKUX SK
MEePEKPUTTS TIONITOHIB, 1HBEPTOBaHI HOpMaJlli Ta BIJACYTHI TEKCTypH. Takoxk
BOXXJIMBO MPOTECTYBATH MOJENIb Ha 3pPYYHICTh BUKOPUCTAHHS, HAMPHUKIAL,
HaBIraIil0 MO MOJEeNl B peaJbHOMY 4Yaci Ta PEHACPUHT BUCOKOSKICHUX

300pakeHb 1 aHiMaIli.

Kosken BUKOHaBEIb MPOEKTY MA€ CBOIO 30HY BIAMOBIIATBHOCTI:

Hogwuit xopmyc

1. Komry6inchkuii [1aBno: iHTEp’€p mEpILIOro Ta APYroro noBepxy;

2. Cunung JIMUTpO: 1HTEp €p TPETHOTO Ta YETBEPTOTO MOBEPXY;

3. JlanteB borman: dacan anaMiHOYIIBIII, YaCTUHA MPOINIl TEpes] KOPITyCcoM,
TEPUTOPIS 32 KOPITYCOM;

4. benincekuii Onekcanp: daca KOpIycy, Y4aCTUHA MPOIIIL Tepe KOPITYyCOM.;
5. Mociituyk Bacuins: acajg akageMiqHOTo IOMY Ta BUSHAUCHHUX OyaiBesb O11s
HOBOTO KOPITYCY.

OcHOBHMII KOpITYyC

6. Haniens /lemuyk: dacax 6i0mioTexy, 610110TeUHUH TIAPK;

7. Inna I'ynantok: iHTEp’ €p MEPIIOTO MOBEPXY;

8. Makcum CemeHIok: dacaj Kopmycy, IapkoBa 30Ha Tepe]] KOPITyCOM;

9. [Tyuko OnexkcaHp: CTaJli0H, TEHICHI KOPTH, (hacaja rocrnoiapCbkoi YaCTUHH;

10. Yepesko Bikropis: inTep’ep akaneMidyHOi 6107T10TEKH.

Y TouHEHHs 1010 MEBHUX 0COOIMBOCTEN BUKOHAHHS MTPOEKTY:

B HOBOMY KOPITYyCl HE MpaIoeTe 3 peiabedoM O11s1 aiMIHICTPAaTUBHOT YaCTUHU;
B IApPKOBHUX 30HAX Ta IHTEp €pax CTaryi HE pOOUTE, MOXHA 3POOUTH JIMILE
IPOCTI BI3yaJIbHO CXOXi;

B 010J110Te1Il HE BIATBOPIOETE KUBOMHUC KYyTIOJIa 3CEPEANHH;
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® [IpU HEMOXJIMBOCTI BIIATBOPEHHS JaHAMA(PTHUX €JIEMEHTIB B MapKOBUX 30HAX
MO>KHA iX TPOIMYCTHUTH, ajie BCe 1HIIe Mae OyTH 3po0IieHe;

® Oy/Ib-sSKi €JIECMEHTH sIKi He MOXKHA 3apa3 3poOUTH B TOYHOCTI SIKUMU BOHU € HE

pobute abo 3aMiHs€TE TPOCTUMH AHAJIOTAMH.

HaBeneni BuIie yTOYHEHHSI TIOB’SI3aHI 3 BEJIIMKUM OOCATOM TakWx poOIT abo

HEJI0OCTAaTHLOI0 HasBHOIO 1H(opMaIlieto s il BukoHaHHs. [IeBHI poOOTH BUMararoTh

($13MYHOI MPUCYTHOCTI Ha 00’€KTI MOJAENIOBAaHHS Ta 3HATTA JOJATKOBUX 3amipiB.

Tomy BoHU OyyTh BUKOHYBAaTHUCh HACTYITHUM €TAIoOM.



