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wymepa ua pywii Unreal Engine 5.4. V npoyeci peanizayii 8uUKopucmosy8anucs cyuacHi
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Harawmogarno LOD-npoghini, euxopucmano mexnixu instancing. Ilposedenuti awnaniz ma
pe3ynibmamu pospooKu demMoHcmpyloms npakmuune 3acmocysanns mexuonoziu Unreal Engine, a
makodic 8i00Opadicaromev KoOMHemeHmHOCmI aemopa y cgepi po3spobKu MoOiIbHUX i2op ma
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In this qualification work, a mobile game in the runner genre with shooter elements was developed
using the Unreal Engine 5.4 framework. The implementation involved modern gamedev and project
management tools, including Unreal Engine, Blueprints, and Git. The main objective of the work
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obtained results can be used for further development, scaling, or adaptation of the game for other

platforms.
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BCTYII

Coporozni irpoBa IHAYCTpIsS € OAHIEID 3 HAWUMOTYXHIMMX ramy3ed nudpooi
€KOHOMIKH, sika 00’ €IHy€ PO3POOHUKIB, JU3alHEPIB, aHATITHUKIB, TECTYBaJbHUKIB Ta
MEHE/KEPIB MPOEKTIB y BChOMY CBIiTi. Irpu Oinblie HE CHPUHMAIOTHCS JIUIIE SK
po3Bara - BOHM CTaJId TTOBHOIIIHHUM O13HECOM, SIKMK (hOpMy€ MUTbSIP/IHI MPUOYTKHU Ta
CTBOPIOE THUCSYl POOOYMX MICHb. 3aBASKM LIBUJKOMY PO3BUTKY MOOUIBHHUX
TEXHOJIOT1H 1 MiJBUILEHHIO MPOAYKTUBHOCTI CMapT(HOHIB, yce OLIBIIOL MOMysPHOCTI
HaOyBalOTh MOOLIBHI ITPH, 110 3a0€3MeYyI0Th MUTTEBUNA JOCTYI JI0 IHTEPAKTUBHOTO
KOHTEHTY Ta 3aTy4aloTh MUIBHOHU KOPUCTYBAUiB MO THS.

Po3poOka HaBiTh IPOCTOI TP € CKIAJAHUM MPOLIECOM, SIKUW MOTpedye HE JInIle
TEXHIYHUX 3HAaHb, a U €()EKTUBHOIO YIPABIIHHSA MPOEKTOM. Y CYyYaCHHX yMOBax
yCHiIIHA peai3allis IrpoBOr0 MPOAYKTY HEMOXIMBAa 03 IUIaHyBaHHS eTaIiB
PO3pOOKH, YIPaBIIHHS PU3UKAMHU, KOHTPOJIIO SIKOCTI Ta OpraHizallii poOoTH KOMaH/IH.
VYipaBniHHS MPOEKTOM CTBOPEHHS T'pH Mepeadadae KoopArHAIlilo 6ararbox acIeKTiB -
BiJI IIJITOTOBKYU KOHIIETIIIIT 10 TECTYBaHHS Ta BUITYCKY MPOAYKTY.

VY mexax naHoi kBaniikamidHOi poOOTH CTBOPEHO MOOUIbHY I'py B XaHpi
paHHepa 3 eleMeHTaMu mryTepa, po3pobieny Ha pymrii Unreal Engine 5.4. V mporeci
PO3pOOKH peati3oBaHO pyX NEpcoHaka, OOMOBY CHCTEMY 31 CTPUIbOOIO0, MEXaHIKY
300py OOHYCIB, cucTeMy 30€peKeHHs MPOrpecy, a TAKOXK 1HTepdeiic KopucTyBaya 3
MEHIO IMay3H Ta BIIOOpaKCHHAM O4OK. J[JI MiABHUINCHHS TMHAMIYHOCTI BUKOPUCTAHO
Bi3yaJibHI €(EeKTH, a JJIs MOKpAUIEHHS MPOIYKTUBHOCTI - ONTHUMI3AlI0 PECYPCIB 1
PiBHIB.

JIJist TOCATHEHHS TOCTaBIEHOT METH HEOOX1THO BUKOHATH TaKi 3aBJaHHS:
- Jocniautu 0coOIUBOCTI yNPaBIIIHHA MPOEKTAMU y cepi reiMIEBY;
- IlpoanamizyBatu cy4acHi pyiii At CTBOPEHHS Irop Ta OOTpyHTyBaTu BUOIp

Unreal Engine 5.4;

- Omisig HasiBHUX aHAJIOTIB
- ITlocranoBka 3amxaui

- Po3poOutu KOHIIEIIIIO0 IPH, BU3HAYUTHU OCHOBHI MEXaHIKM Ta €Tau peasizaliii;



- Amnani3 npeaMeTHoi o6acTi

- Po3poOutu inTepdelic kopuctyBaya, CACTEMY MEHIO;

- 3acobu po3pobku

- Bumoru 10 TeXHIYHOTO Ta MPOTrPaMHOTO 3a0€e3MeUEeHHS

- Omnuc mporpaMHoi peanizarii

- HanamryBaru ontumizaliiro IpoAyKTUBHOCTI 711 MOOUTBHOI T1aTGopMu;

- Po3poOutu kaneHgapHUil MiIaH 1 CTPYKTYPY YHPABIIHHS MPOEKTOM;

- IlpoBectn TecTyBaHHS TpH Ta OIIHUTH €(EKTUBHICTb pPEai30BaHOTO
yHIPaBIiHHS POEKTOM.

- IlyGnikawis rpu B Mara3uHi irop

OG0’ exTOM JOCIIIKEHHS € MPOIEC YIPABIIHHSI IPOEKTOM CTBOPEHHSI MOOUIBHOI TpH 3
BUKOopHcTaHHsAM pyuuis Unreal Engine, a Takoxk 3aCTOCYBaHHS Cy4acCHUX IIJIXO/IB J10
oprasizaiiii KoMaHaHOi poOoTH y cepi po3poOKku irop.

[Tpenmerom nocnipkeHHs € po3poOka MOOUIBHOI IpH B JkaHpl runner-shooter Ha

pyurii Unreal Engine a5 MOOITbHUX MPUCTPOIB.



PO3/ILI 1
AHAJII3 OCOBJIMBOCTEM YIIPABJIIHHSI IPOEKTAMHU Y COEPI
TEVMJIEBY

TA OIUISAJI CYYACHUX TEXHOJIOT'TH JJISI PO3POBKHU MOBLJIbHUX
Irop

1.1. Oco0uBoOCTI yIpaB/aiHHA NPoeKTamu y cdepi reiimaeBy

Chepa po3pobku irop (reiMaeB) € OAHIED 3 HAWUCKIAMHIMUX 1
HalAMHaAMIYHIIIMX rany3ei [T-1naycTpli, y sKiid MO€IHYIOThCSI TBOPUYICTb, IPOrpaMHa
1HXKEHepis, NW3ailH, MapKeTUHI Ta YNpaBliHHA KoMmaHaamu. Ha BiamiHy Bifg
TpamuiiiHuX [T-TpOo€eKTIB, TeUMAEB-IIPOEKTH MalOTh IIJBUINCHY HEBHU3HAUCHICTD,
BUCOKY 3aJIe)KHICTh BiJl KOPUCTYBAIIbKOTO JOCBiLYy 1 MOTPeOyIOTh €(EeKTUBHOI
KOOpAWHAII MK pI3HUMH  (axiBIIMH - PO3POOHUKAMH, XYJIOKHUKAMH,
CLIEHAPUCTAMU, TEUMAN3aMHEPAMU Ta TECTYBAJIbHUKAMH.

OcoOnuBICTIO yMpaBIiHHA MPOEKTAMH y TEHMJEBI € T€, MO YCIiX MPOAYKTY
BU3HAYAETHCSA HE JIMIIC TEXHIYHOK SKICTIO, a ¥ eMOIIWHUM CHPUHHATTIM
xopuctyBaya. lle o3Havae, M0 MJIaHYyBaHHS, KOHTPOJIb 1 pealizaiis 3a7ad MOBUHHI
BpPaxoOBYBaTH HE TUIbBKM CTPOKU M OIOMKET, a W PIBEHb 3allydeHHs I'paBIlsi, OajaHC

CKJIQJHOCTI, Bi3yaJIbHY MPUBAOIUBICTD 1 LIIICHICTh I'POBOTO MPOLIECY.
VYipaBiiHHS TeHMIEB-MIPOEKTOM OXOILTIOE TaKi KITFOUOBI HAIIPSIMU:

- KepyBaHHSs :KUTTEBHM IUKJIOM I'PH - BiJ i71e1, MPOTOTUITY i MIPETPOIAKIIICHY
JI0 pemizy Ta MOCTPEIi3HOT MIATPUMKH.

- IlnanyBaHHS KOHTEHTY - BHU3HAu€HHsA maciiTtaly Tpu, PiBHIB, NEPCOHAXKIB,
MeXaHIK, CUCTEM JOCSATHEHb 1 OasiaHcy.

- Koopaunamiss MDKIMCUMIUTIHADHMX KOMaHA - po0oTa MpOrpamicTiB,
XyJIO)KHUKIB, crieHapucTiB 1 QA-daxiBiiB Mae OyTH CKOOpPJAMHOBaHA dYepe3

CUCTEMY YIIpaBJIiHHS 3aBJIaHHIMU.
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YupapiiHHsl pU3MKAMHM - 3aTPUMKUA 3 BUPOOHUIITBOM KOHTEHTY, TEXHIYHA
HECTaOIbHICTh, HHM3bKAa ONTHUMI3allsl a00 HEBIANOBIAHICT OYIKyBaHHAM
TPaBIIiB.

Kontpoanr skocti (QA) - OararocTylieHeBE TECTyBaHHS, 30Kpema
¢yHKUl0OHANBHE, rpadiuHe, OanaHcHe Ta UX-TecTyBaHHS.

MapkeTHHIoBa CKJIaJ0Ba - TJIAaHYBaHHS MPOMOIIHOI KaMMaHii, CTBOPEHHS

CTOPIHOK y Mara3suHax, 3BOPOTHHI 3B 530K 13 TPaBIISIMU.

3anexxHo BiAg MacmTtaly MPOEKTY, V TEeWMIEBI BUKOPHUCTOBYIOTHCS PI3HI MOJENi

YIPABIIIHHS:

Waterfall (kackaaHna mojeJib) - XapakTepHa JJis HEBEITUKUX a00 OTHOOCIOHUX
MIPOEKTIB, KOJIU MOCIIJJOBHO BUKOHYIOTHCSI BCl €Tallv: IJIaHyBaHHS, PO3po0OKa,
TECTyBaHHS, Peli3.

Agile/Scrum - HaWMOMMPEHIMNUNA TIAXIA y CYy4acHUX ITPOBUX CTYIISAX, SKHUM
nependayae THYUYKICTh, ITEpaTHUBHY pO3pOOKYy W peryasipHi JeMOHCTpauii
pe3yabTariB (CIIPUHTH).

Kanban - BukopucToBYy€ThCS Il KOHTPOJIIO TIOTOKY 3aBJaHb 1 MplopUTH3AIli

poOIT M1 Yac aKTUBHOT (ha3u po3pOOKH.

Cucrema ynpapiiHHA y TeMM/IEB1 YaCTO peati3yeThbCs uepes Takl IHCTPYMEHTH,

gk Jira, Trello, Asana a6o Notion, fKi J03BOJAIOTh BECTH OCEKJIOr 3aBIaHb,

CTBOPIOBATH CIPUHTH, KOHTPOJIOBATU JEAJIAHU Ta BIJCTEXKYBaTH CTaTyC PO3POOKH

[4]. dns cninbHOT poOOTH 3 KOAOM 1 KOHTEHTOM 3aCTOCOBYIOTHCS CUCTEMHU KOHTPOIIIO

Bepciit  (GitHub, Perforce), mio 3a0e3neuyioTh 30epexeHHS 3MIH 1 KOMaHIHY

CITIBITPAITIO.

KintouoBy ponb y redMIeB-npoekTi Bifirpae MeHemkep mpoekty (Project

Manager), gkuii KOOpJWHYE BCl TPOIECH: BiJi TOCTAHOBKU 3aBAaHb 1 KOHTPOJIO

CTPOKIB JO KOMYHIKAIlli 3 KOMaHJIOI0 Ta CTeHKXoaepaMu. MeHepkep BIJINMOBIIAE HE
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JMIIE 3a OpraHizaiiio poOoTH, a ¥ 3a OaJlaHC MK TBOPYICTIO 1 AUCIMILIIHOIO, IO
0COOJIMBO BAXKJIMBO B KPEATUBHOMY CEPEAOBUII PO3POOHUKIB 1rop.

TakuM 4yuHOM, YIIpaBIIHHS MPOEKTAMH y cepi TeUMIEBY MOEAHYE MPUHITAITH
KJIACHYHOTO MPOEKTHOTO MEHEKMEHTY 3 METOJIaMU THYUYKO1 po3pOOKH, OPIEHTOBAHOT
Ha rpaBisg. OCHOBHUM KPHUTEPIEM YCHiXy BHUCTYMNA€E HE JIMIIEC BUKOHAHHS TEXHIYHUX
BHUMOT, a i IOCATHEHHSI BUCOKOTO PIBHS SKOCTI irpOBOTO JOCBiY, IO 3a0€3MeUy€EThCS
e¢(DeKTUBHOIO KOMAaHIHOIO B3a€EMOII€I0, QJANTHBHUM IUIAaHYBAaHHSAM Ta IMOCTIHHAM

YAOCKOHAJIEHHAM IPOAYKTY.

1.2.AHani3 cy4yacHUX pyWiiB [Js CTBOPEHHSl irop Ta OOIPYHTYBaHHS

BuOopy Unreal Engine

ITin wac BuOOpy pyuIis A7 CTBOPEHHS IpU TUIly runner-shooter kiatouoBUMU
KpuTepisiMu ctanu npoayKTuBHICTE Ha Android/iOS 1 IIK (Windows), craOuibHi
50-60 FPS, miarpumka Vulkan/Metal/DX12, aganTuBHa pO3AUIBHICTH 1 TIPECETH
sakocTi (Scalability). BaximuBumu Oynu 3aco0M  IMIBUAKOTO MPOTOTUITYBaHHS
(BidyampHe  cKpunTyBaHHs, mmabnonu, Starter Content), MOAYJIBHICTH 1
MmacmtaboBaHicTh  (po3MmexxyBanHs Joriku, UI, edextiB), 3pina exocucrema
IUIariHiB/JOKYMEHTAllll, 1HCTPYMEHTH MOOUIBbHOI onTuMizauii (MOOUIbHI MaTepiaiu,
KOHTpOJb draw calls) 1 mpo3opi ymoBH myOumikamii y cTopax. 3 onIsIy Ha LI BUMOTH
nopiBHioBanucsa Unity, Unreal Engine Ta Godot (mogarkoBo BpaxoBano CryEngine i
GameMaker Studio sk HieB1 BapiaHTH).

Unity BUPI3HSAETHCS 3pYUHICTIO BXOJIYy Ta BEJIMKOIO 010110TEKOI0 acceTiB, OJHAK
st top-tier 3D wacto morpeOye Ouiblie pyyHOi poOOTH 31 IeiaepamMu Ta
peTenpHImoi onTuMizaiii ckinagHux cueH. Godot mpuBabIOe BIAKPUTHUM KOAOM 1
JIETKICTIO, TIpoTe Horo cTek 3D 1 MOoOiIpHA ONTUMI3AIis 1Ie 03pPIBalOTh, TOMY JJIS
iHTeHCMBHUX 3D-ekIieHiB nocrynaeTbcsi koHKypeHtaM. CryEngine nae npemiaibHy
rpadiky, ajge Mae BUII BHUMOTH Ta CKIagHimmil mnaimnaiH; GameMaker Studio

gynoBuit i 2D. CykynHo 1ie poouts Unreal Engine HaiGinbpin 30amaHCOBaHUM
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BuOOpom miia kpocmiardopmuoi 3D-rpu (mobaiin + 1K) 3 HacuueHnM remruieeM i
BUMOTaMH JI0 KiHeMaTorpadiqHoCTi.

VY Unreal Engine 5.4 BupimaJbHUM CTaJIO IIBUIKE CKIAJaHHS JIOTIKA Yepes
Blueprints 13 MOXJIHMBICTIO peali30BYBaTH MPOIYKTUBHO KPUTHUYHI eleMeHTH Ha C++
[1]. Ile mae 3Mory omepaTUBHO pealidyBaTu siApO paHHepa (aBrooOir, lane-switch,
cTpuOOK/Claiil) 1 HIyTepHI MexaHiku (CMaBH TMEPEeIIKoJ, KOJi3ii, mocTpuim) 6e3
HaaMmipHoro koay. Apxitektypa GameMode—Pawn—PlayerController-HUD 3anae
YITKUH Kapkac KepyBaHHS Ta CTaHIB TpU: Y TPOEKTI 1€ BTUIGHO Yy
BP_ RunnerGameMode, monymsix HUD Ta Inputs. Oxpemo BaxkiauBo, mo UE
3abe3reuye €IMHy KOJIOBY ©0a3zy s MoOumbHux 1 IIK-30ipok: y mpoekri
BUKOPUCTOBYIOTHCSA abcTpakirii BBEICHHS (TOopkaHHs/cBaIH —
KJIaBlaTypa/MHIIIa/TeMMIaz), MPeceTH SIKOCTI IJisg clabKux/cepenHix MOOUIbHUX 1
notyxuux I1K, a Takox pi3Hi Tapretu penaepepa (Vulkan/Metal/DX12).

3pini iHCTpyMeHTH npodiatoBanHs Ta Mobile/Standalone Preview no3Bossitorh
BuMiptoBatu frame time, HaBaHTaxeHHs Game/Draw/RHI # nam’sate npsmo B
pemakTopi sk st MoOUThHOI, Tak 1 s [1IK-30ipku. Ile xputudHo 1 paHHepa, ae
Oe3repepBHHI MOTIK 00’€KTIB Moke 30unbmryBatu draw calls 1 Tuck Ha mam’siTh. Y
MeXax IPOEKTY 3aCTOCOBAHO CTpIMIHT Tpeky uepe3 BP Floor, npuGupanus
BimmparnboBanux  00’ektiB  BP ObstacleDestroyer, kemryBanHs Ta  MyJiHT
MOBTOPIOBAHUX €JIEMEHTIB, KEpyBaHHS MaTepialbHUMHU THCTPYKIIISIMU.
Runner SaveGame 3a6esneuye 36epexxenns pexopaiB, a UMG/HUD - inTepdeiic
O4YoK, may3u 1 ekpanu BubOopy mnepconaxka (CS Map, BP_CS Characters) i3
OJTHAKOBOIO JIOT1KOO Jy1st MoOainy Ta I[TK (pi3HUTHCS JuIle METO/T BBEACHHS).

3 mo3wutiii kepoBaHocTi npoektoM Unreal Engine MiHIMi3y€e KOHTEKCT-CBITUMHT
gorika, VFX, Ul Ta mnpodigtoBaHHSA BUKOHYIOTHCA B €JIMHIM E€KOCHUCTEMI, IO
NOJIETIIy€e KaJeHAApHUW IJIaH (COPUHTU MiJ OpoToTuiyBaHHsA Blueprints, oxpemi
iTeparii ontumizaiii, QA # Oinan Android + Windows). ['ooBHI pu3uku - po3Mip
OlIy Ta KpyTilla HaBYajlbHA KpHUBA - HIBEIIOIOTHCA KOMIIPECIEIO PECYpCiB, instanced
meshes, BUMKHEHHSIM 3aiiBUX MOCTIpOIeCiB, pereabHuM LOD-MmenemxmenToM. Y

nigcyMky Unreal Engine 5.4 3a6e3nedye 6aianc MK BUCOKOIO Bi3yaJIbHOIO AKICTIO,
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IBUAKUM IPOTOTHITYBAaHHSM, KOHTPOJIbOBAHOIO OINTHUMI3ALIIEI0 Ta
KpocriargopmeHoo maTpuMkoro (MoOutbHI npuctpoi ta [1K), mo pobuts ioro

OOIrpyHTOBaHUM BHOOPOM Jisi PO3POOKH TaHOT IPH.

1.3. Oringg HAIBHUX aAHAJIOTIB

Ormis HAsBHUX aHAJIOTIB JOLIIBHO OylyBaTH HABKOJO JBOX TPYM: KJIACHYHI
MOOUTBHI paHHEpW Ta TiOpuau paHHepa 3 OoioBuMu enemeHTamu. Kiacuuni
npencraBaukd - Temple Run 2 ta Subway Surfers - 3amaroTh KaHOH KaHpY:
HECKIHUEHHA Tpaca, KOpPOTKi cecii Ha 1-3 XBUIMHU, IPOIIEAYPHE CKIaJaHHs “CEeKIlii”
JOpOTH, KEepyBaHHS JKecTaMH (CBallm yropy - CTpHUOOK, yHHM3 - KOB3aHHS,
JTIBOPYY/IpaBOPyY - 3MiHA CMYTH), TIPOCTI W 3p03ymisi OycTepH (MarHiT, MHOXHHUK
04oK, mMT) [7]. BoHM moOKa3yroTh, IO yTPUMaHHS KOpUCTyBaua 3a0e3MeuyroTh
nependadyBaHa “‘OCHOBa” TEUMILICIO Ta MOCTIMHI MIKPOIILI - MIOIEHH] Micii, Ce30HHI

o111, KOJEKIIii mpeaMeTiB [8].

Puc. 1.1.Kapra Ta refimmneit Temple Run
Jlxepeno: https://surl.lu/jqchrf


https://surl.lu/jqchrf
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[TomiOHMK miaxix 0 TMOOYIOBH IrPOBOTO TMPOIECY JIEMOHCTPYE CBOIO
€()EeKTUBHICTh MPOTATOM 0AraThOX POKIB: IPABEIb OTPUMYE 3PO3YMLITY METY, KOPOTKI
Ta JUHAMIYHI cecii, a TaKoX MOCTIMHUU TPOTPec 3a PaxXyHOK 30HMpaHHS OUYOK Ta
OonyciB. Taka cTpyKTypa poOUTh I'py JOCTYIIHOIO JJIsi LIMPOKOI ayIuTOpii - SIK 1JIs
KOPUCTYBAauIB, SIKI TPAlOTh KiJIbKa XBWJIMH y TPAHCHOPTI, TaK 1 JJI1 THX, XTO TOTOBHA
IPOBOIUTH OLIbIIIE Yacy, BAKOHYIOUH 3aBIAHHS Ta MOJIMIIYIOUH PE3yIbTaTH.

VYenix Temple Run Ta momiOHMX TPOEKTIB BU3HAYMB KJIFOYOBI BUMOTH J10
CydyaCHHWX paHHEpIB: BHUCOKA IIBUAKICTh pEakIlii, IJaBHA aHIMaIlis, Bi3yaJbHa
npuBalJIMBICTh Ta IHTYiTHBHE KepyBaHHs. Came 1i eIEMEHTH CTaloThb OCHOBOIO IpHU
CTBOPEHHI MOOUIBHUX 1rOp LBOTO aHPYy Ta HANpsMy BIUIMBAIOTh HA MOAAJIBIINN

JIM3aiiH, TEXHIYHI PIIIICHHS Ta MEXaHIKH, pealli30BaHi y BIaCHOMY MPOEKTI [7].

Puc. 1.2. Tlokas reimiutest Subway Surfers

Jxepeno: https://minireview.i0/runner/subway-surfers

Minion Rush po3BuBae 6a30By meTi0 3aBAsIKU MIKPOPIBHSIM 13 BapiaTUBHUMU
ymoBaMu (mpob6irtu N metpiB, 3i0patu X MOHET, YHUKHYTH Y TEPELIKOAd) 1
BUPaXEHIN MeTa-Ipl: MpOrpec rnepcoHaxa, KOCMETHKa, TUMYacoBi mofii. Lle Baxxiauso

JUISL IPOEKTYBAHHSI MPOrpecii: MPOCTHI paHHep 0e3 MeTa-LuIed BUIKO “BUTOpae”,


https://minireview.io/runner/subway-surfers
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HATOMICTh CHCTE€Ma 3aBJaHb 1 KOJEKIIM MPOAOBKYE >KUTTEBUM LUKI. JlJig HaIoro
MPOEKTY 1€ O3Hauae NoTpeOy B 0a3oBiil TaOMUIll 3aBAaHBL/JOCATHEHb 1 €KpaHax

BificTexeHHs nporpecy B HUD.

el |

Puc. 1.3. TIloka3 reimruiest rpu Minion Rush
Jlxxepeno: https://surli.cc/drdgfm

['Opuan panHepa 31 CTPUISHHSIM JIEMOHCTPYIOTH Pi3HI CIOCOOM I1HTerparii
6oro. Into the Dead moennye Oe3nepepBHUiA OIr Bija mepiroi ocobu 3 aediluToM
0oe€3amacy Ta HaNpyrolw YyXWICHHS/TIOCTPUTY; TYT CTpLIb0a - PIAKICHUM, I[IHHUN
pecype, a Tpaca miKuIa€ MOMEHTH BUOOpY (0OIWTH UM BUTPATUTH NATPOHH). Zombie
Highway pobuth akiieHT Ha NPUIIJILHOMY 3HHILNEHHI 3arpo3 y pycl Ta EKOHOMHOMY
UX: MIHIMyM KHOIOK, MAKCUMYM aBTOMaTu3allii (aBToOIr + KOHTEKCTHI 1ii). Jetpack
Joyride, mompu caiii-CKpoJsl, TOKa3zye, SK TEPETBOPUTH CTPpUILOy Ha (HOHOBY
“MOCTIMHO aKTHUBHY 10 3 KOPOTKHUMU IMKaMU CHJIHM (TPAHCHOPT, IIUTH), IO T00pe
MacIITabyeThCs i1 MOOAM.

Oxkpemoi yBaru 3aciyroBytoTh Blades of Brim 1 Lara Croft: Relic Run -
npukiaau, e OoioBa ckiagoBa (OMMKHIN Oiif/cTpian0a) moenHaHa 3 KIACUYHUM
lane-based pyxom. ¥V Hux ymap/mocTpin 3a3Buuail MpHB’si3aHUN 10 cMyru abo a0

BEJIMKOTO XHUTOOKCA BOpoOra, abu He NNEPEBAHTAXKYBATH MOTOPHKOIO. BucHoBOK JIIsL


https://surli.cc/drdqfm
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HAIIOro AW3aiiHy: Ha MOOUIBHMX Kpallle BUKOPUCTOBYBATH aBTO MPUIILIIOBaHHS ab0

XITOOKCH.

\’A‘I
LS BLADES <
=T '_'.":"‘@.‘ s

£ Download on the
[ App Store
Puc. 1.4. 3aransue ¢oto rpu Blade’s of Brim
Jlxepeno: https://surl.li/erqqah

3 mommamy UX y OUIBIIOCTI YCHIIIHMX aHAJIOTIB ik Hebarato ¥ BOHU
B3a€EMOBUKIIIOYHI: CBaMMU KEPYIOTh PYXOM, Tam - CTpianOoro/B3aemomiero. Ha TIK
npupogaumu € WASD/cTpinku uist pyxy Ta KIK/TpoOin Juist cTpiisou/ctpudka. Le
MIATBEP/UKYE TOIIIBHICTh €MHOTO Iapy aOCTpakilii BBOAY: OJHA M Ta cama IrpoBa
MOJIisl MAIIUTHCSI HAa PI3HI MPUCTPOI KepyBaHHS. Y HAIIOMY IPOEKTI 1Ie peasizyeTbes
yepe3 moaymi Inputs 1 HUD, mo cnopomrye kpocruargopMmeHicTs (Mobain +
Windows).

TexHONOriuHO aHaJoru MaiXe 3aBKIU BHUKOPHUCTOBYIOTH MPOLEAYPHY 301pKY
Tpacu 3 MOBTOPHO BUKOPHUCTOBYBaHUX “‘CeKIliii”, object pooling (nmepemikoau, BOpor,
cHapsam), piBHi geramizaiii (LOD) Ta incrancunr mns 3meHmeHHs draw calls. Ile
KpUTHYHO JJisi ctabuibHoro FPS Ha MOOUIBHMX 1 HampsMy NMEPeHOCUTHCA y Hally
peamizaiilo:  HeCKiHYeHHa  Jopixkka 30upaetrbcss BP Floor, npubupanns
BianpanboBaHux o00’ekTiB  BHKOHYe BP_ ObstacleDestroyer, Oyct ‘“‘marHiT”

peamnizoBano sk BP PowerUp Magnet, cTpinib0a - uepe3 BP Projectile. 36epexenns


https://surl.li/erqqah
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peKOpAiB 1 mporpecy miaTpuMyeThes TokanbHo (Runner SaveGame), mo BiamoBinae
npakTuli lightweight-npoekriB 6€3 30BHILIHIX CEPBICIB HA CTAPTI.

bananc ckmamHOCTI B aHanorax 3a3BUYail HENIHIMHWN: MIBUAKICTH MOCTYIOBO
3pocTae, TyCTHHA TIEPElIKoNl 3O0UIBIIYEThCS, a TeHeparop CeKIIH MiaMIIye
PU3HMKOBaHIIIl MarepHU. Y OOMOBHX paHHEpax JOAATKOBO HAJAIUITOBYIOTh YacTOTY
TIOSIBU IIIJICH/TIATPOHIB 1 “BikHA™ Oe3IeKH.

Moneni MoHeTH3allii B TONOBUX paHHepax TumoBi: IAP Ha OycTepu/KocMeTHKy,
rewarded video 3a moBTop/60HYC, oIl i ce30HU. HaBiTh SKIIO MPOEKT HABYATHHUM,
Taki MEXaHIKH 3aJal0Th CTPYKTypy CKOHOMIKM: BajltoTa (MOHETH), CHHKH
(momimieHHsl, CKiHW), JIMITU ceciid (eHepris a0o yckinaaHeHHs). lle BrimBae Ha
nu3aiiH iHTepdelicy (eKpaH pe3ysbTaTiB, J1iaepoopan, iIKOHKH TpodeiB/paHriB.

[TincymoByroum, aHali3 aHajJoOriB MijKa3ye Halip TMepeBIpeHUX pIlIeHb IS
Hamioro runner-shooter: sapo 3 lane-based pyxom 1 JaKkOHIYHHUM YIpaBIIHHSM,
npocra, ane, 6a30Bi MiACUICHHS (MarHiT, IHUT, MHOXKHUK), TPOIeAypHa 30ipKa Tpacu
3 malJIOHIB, KEPOBAaHWI pICT CKJIAJHOCTI. BcCl 111 BUCHOBKM Be€ B1JOOpa)keHi B
CTPYKTYypl TpoekTy: MomyiabHi Blueprints y mammi Runner/Blueprints, xaptu
MainMenu/CS Map/Runner Map/Loading  ais  MNOBHOTO  IIMKIY, pPeCypcH
Meshes/Textures s €KOHOMHOIO  pEHAEPUHTY Ta CHCTeMa 30€pe’KeHb
Runner SaveGame. Lle 3a0e3neuye BiAMOBIAHICTh OYIKyBaHHSM KOPUCTYBAUiB KaHPY

! TOTOBHICTh MacIITa0yBaTy MPOAYKT Mia MOOUIbHI mpuctpoi Ta [1K.

1.4. IlocTanoBka 3axaui

3amiaHoBaHO CTBOPUTH KpociuiarGopMmHy rpy xkaHpy runner-shooter Ha Unreal
Engine 5.4 (moBuictio Blueprints) mist Mmo6inbaux mipuctpoiB (Android/iOS) ta T1K
(Windows) 3 KOpPOTKMMHU JIMHAMIYHUMH CECISIMH, CTaOUIbHOIO MPOAYKTHBHICTIO Ta
pizHuMU TpodiaiMu  BBOAy (KecTH Ha MoOUIbHHX, WASD/muma na IIK);
nepeadaveHo: KOHIENT 1 JU3aiiH PI1BHS 3 HECKIHYCHHOIO TPACOIO 3 MOJYJIBHUX CEKIIIH

ta HaOip kaptr MainMenu/CS Map/Runner Map/Loading; cuctemy kepyBaHHs



14
nepcoHaxkeM (aBToOir, 3MiHa CMyT, cTpuOOk/kKoB3aHHsa dYepe3 Enhanced Input);
MEXaHIKy CTpUIbOM 31 CTBOpPEHHSM  cHapsiga y Bumisal kaur BP_Projectile;
NEPeIIKOMd 31 CIaBHOM 1 TMapamMeTpamMu CKIATHOCTI; TMiJACUJICHHS (MOHETH,
BP PowerUp Magnet) 3 HamamryBanasaM 1ii ¥ TpuBanocti; iHTepdeiic UMG/HUD
(O4KM, MEHIO Tay3W/pe3yibraTiB, BUOIp NEpCcOHa)ka/HaJalITyBaHHA); Mporpec 1
30epexkenHs); aynio Ta VFX (3Byku moctpiuty/miadopy/ypakeHHs ); ONTUMI3alliio s
Mobile/PC; ymnpaBiiHHS NPOEKTOM (KaJICHIAPHUM TIJIaH, PU3UKU, OCKJIOT/CIPUHTH,
pemizni O6utau Android + Windows) Ta miCyMKOBY MOKyMEHTAIlil0 (apXiTeKTypa
Blueprint-moayniB, HanamtyBaHHs 301poK, IHCTPYKIIi 3amycky). LlinpoBa ayauTtopis:
casual-rpaBui  cMapT(doHIB, TMOLIHOBYBa4Yl pAaHHEpPIB 1 JErKUX MIyTepiB,
CTYICHTHU/IIKOJISP1 Ta [MK-kopucTtyBaui, SIKAX MOTHUBYIOTh
PEKOPIU/NOCITHEHHS/TIIEpOOp/Id, a TaKOXK ayduTopis, IO TMO3UTHUBHO CIpUAMae

TCMAaTUIHY CTI/IJIiCTI/IKy.

1.5. SWOT - anaJis

SWOT - anaJi3

CuibHi CTOPOHHU Caadki croponn

- Buxopucranus cydyacHoro - OOMexeH1 pecypcu Ta
pyuiis Unreal Engine 5.4 JONCHKUHM TTOTEHITI A

- Kpocmnardopmua nmigrpumka - BiacyrtHicTh koMaHH
(Android 1 Windows) (pobora

1HMBITyaJIbHO)

- BizyanbHe nporpaMmyBaHHs
yepes Blueprints — miBuke - MinimanbHUl irpoBUit
IPOTOTUITYBaHHS KOHTEHT Ha CTapTi

- Onrtumizauig yepes rendering, - Biacyrnictb
LOD, instancing Ta [MOBHOIIHHOT
3MEHIIeHHs Mojieneit y Mesh MapKETUHTOBO1
editor cTparerii

- Ilpocre i1 iHTYiTHBHE - OOMexeHul yac Ha

KEepyBaHHS MEPCOHAKEM TEeCTYBaHHS 1
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JIOOTIPAIIOBAHHS
Mok1uBoCTI 3arpo3u
- IlyGnikarist B pi3HUX - Bucoka xoHkypeHi1is
Mara3uHax Cepell runner-irop
- PosmupenHst KOHTEHTY (HOBI - TexHuiuHi 0OMeKEeHHS
KapTH, IEPCOHAXKI1, PEKUMU) MOOUTBHUX TIPUCTPOIB
-  @opMyBaHHS aKTUBHOI - MoxnuBi 3MiHU
CIUJILHOTH T'PABIIIB MOJIITUK
myOsiKaIiiHuX
- Buxopucranus rpu sk miaropm
HaBYaJILHOTO a00
nopT(hOoI0-TIPOEKTY - Koportkuii )xutreBuii
UK JKaHPY
-  MoxHBICTh KOMEpITiami3alii
yepes pekiiaMmy abo BHYTPIIIHI - Pu3uK 3HUXKEHHS
MOKYTIKU iHTEepecy
KOpPHUCTYBauiB 0e3
OHOBJICHb

SWOT-anani3 npoekTy J03BOJIUB KOMILJIEKCHO OLIIHUTH MOTrO MOTOYHUM CTaH,
BU3HAYUTH BHYTPILIHI CHJIbHI Ta CJIa0Ki CTOPOHH, a TaKOXK 30BHIIIHI MOXKIIUBOCTI Ta
3arpo3H, K1 BIUIMBAIOTh HA YCITIX PO3POOKHU.

J1o cuIbHUX CTOPIH HAJIEKUTh BUKOPUCTAHHS cydacHoro pyurist Unreal Engine
5.4, axuii 3a0e3nedye BUCOKY rpadiyHy SKICTh, PEATICTHYHE OCBITIEHHS Ta THYYKI
IHCTpYyMEHTH po3poOku. 3aBasku cucTemi Blueprints peanizoBaHO IIBUJIKE
OPOTOTUITYBaHHA 1 CHPOUIEHE BHECEHHs 3MIH 0€3 mporpamyBaHHA MoOBO CH++.
Takoxx mepeBaroro € kpocmiaargopmuictb (Android 1 Windows), edextuBHa
ontumizauis yepe3 rendering, LOD, instancing Ta 3MeHmeHHs Moxened y Mesh
editor , a TakoX IHTYITUBHE KEpyBaHHS MEPCOHAXKEM, IO POOUTH TPy AOCTYITHOIO

IIUPOKIN ayTuTOpii.
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Cepen cnabKux CTOPIH BUIIEHO 0OMEKEHICTh PECYPCIB - MPOEKT pO3pOOIIBCS
IHIUBITyaJIbHO 0€3 MOBHOI KOMAaHIH, 110 OOMEXHIO OO0CST KOHTEHTY, XYIOXKHIX
MaTepialiB 1 TeCcTyBaHHS. BiJCyTHICTh MapKETHHTOBOI CTpaTerii Ta MpOCyBaHHS
TaKOXX YCKJIAJHIOE TIO3UI[IOHYBAHHS TPU HA PUHKY.

MOXIMBOCTI PO3BUTKY BKJIIOYAIOTH PO3IIMPEHHS TPH 3a PaXyHOK HOBUX
piBHIB, TIEPCOHAXIB 1 MexaHik, myOmikaiito Ha Tuiargopmax Google Play, Amazon
Store Ta Steam, a TakoXk CTBOPEHHS aKTUBHOI CIIUILHOTH KOPUCTYBaviB. [IpoekT Moke
OyTH TIpelncTaBlICHMM K JEMOHCTpaliiHUN HaBYaJdbHUI Keilc abo dYacTuHa
noptdoiio po3podbHuka. Hagani MoxnmmBa peanizalliss CHCTEMH MOHETH3allli uepes
BHYTPIILIHI MOKYIIKH a00 peKiiamy.

Jlo 3arpo3 HamexaThb BHUCOKa KOHKYPEHIISI Cepel MOOUIbHHX runner-irop,
TEXHIYHI 0OMEXEHHS MOOUIBHUX MPUCTPOIB, a TAKOK PU3UKH, OB’ s3aH1 31 3MIHAMHU
NOJITUK MyOiKaliiiHuX ceppiciB. KpiM TOro, »aHp paHHEpPIB Ma€ BIJIHOCHO
KOPOTKUH JKUTTEBUM IUKI, M0 MOTPeOye MEepiOAMYHUX OHOBJIEHH 1 PO3IMIUPEHHS
KOHTEHTY JIJIsI yTPUMAaHHSI TPaBIIiB.

VY minomy SWOT-anani3 nokasye, mo rpa Runner-Shooter mae 4iTko BU3Ha4eHI
nepeBaru ¥ MmepcrneKkTuBH po3BUTKY. CHIIbHI CTOPOHHM Ta MOXKJIMBOCTI MEpPEBakKarOTh
ICHYIOYl pU3UKH, a MPOJyMaHa CTPATeris MOCTYMOBOIO BIOCKOHAJIEHHS, TEXHIYHUX
OHOBJICHB 1 PO3UIUPEHHS AyTUTOPIi TO3BOIHUTH 3a0€3MEUUTH 1i MOAAIbIIE 3POCTaHHS

Ta cTabUIbHE (PYHKIIOHYBAHHS MICHS PEiy.
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BucHoBku 10 po3aiay 1

Y mepmomy po3aim Oyao TPOBEICHO TEOPETUYHWUN aHalli3 yMpaBIiHHS
poeKTaMu y cpepi po3poOKH irop, JOCTIHKEHO celudiKy TeMMIeByY K 0COOIUBOTO
Hanpsimy [T-iHaycTpii, BU3HAY€HO OCHOBHI MIAXOAW 1O IUIAHYBaHHS, OpraHizaiii Ta
KOHTPOJIIO BUKOHAHHS MPOEKTIB, a TaKOK oOrpyHTOBaHO BuOIip pymis Unreal Engine
5 sK TEXHOJOriuHoi Oa3u s peanizaiii oOpanoi Temu. Ha OCHOBI BUBYECHHS
JTITEpATypHUX JDKEpen, CcTaHaapTiB 1 meroponorid ympaiiHHa (PMBOK, Agile,
Scrum, Kanban) BcTaHOBI€HO, MO0 po3poOKa IrPOBUX MPOAYKTIB TOTpedye
MOETHAHHA KJACUYHUX TPUHIMITIB TMPOCKTHOTO MEHEIKMEHTY 3 THYYKUMHU
MiIX0AaMH, OPI€EHTOBAaHMMH Ha ITEpalliiHICTh, IIBHJIKUNA 3BOPOTHHH 3B’S30K 1
IPOTOTUITYBaHHA. {7151 iIrpOBUX CTY/IN KIIOYOBUMH € IIBUJKICTh MPUNUHATTS PillICHb,
KPEaTUBHICTb KOMaHAM, CUCTEMHE TECTYBaHHS W ajanrtamis [0 3MiH, TOMY
3actocyBaHHsI Agile-pakTUK € HaWOLIbII €(PEKTUBHUM Y TOPIBHSHHI 3 KaCKaIHOIO
MOJIEILITIO.

BuszHaueHo, 1m0 JKUTTEBUH LHUKI IrPOBOTO MPOEKTY BIAPI3HAETHCS Bif
TpamuiiiauX IT-npoekTiB yepe3 OUIBITY YacTKy TBOPYHUX 1 JOCIITHUIILKUX 3aBIaHb,
BHUCOKY 4YacTOTy 3MIH y TMpoIleci po3poOKH Ta HEOOXIAHICTH OalaHCYyBaHHS Mixk
TEXHIYHUMH, XyJOKHIMHU Ta Oi3HEC-acrieKTaMu. TUoBUMU (ha3aMu TeUMIEB-TIPOEKTY
€: xoHmenisa (idea stage), mepeANpoOAaKIIH, MPOJAAKIIH, albda/0eTa-TeCTyBaHHS Ta
pem3. Ha KoXKHOMY 3 LMX €TamiB Ba)JIMBO MMIATPUMYBaTH KOMYHIKAI[I0O MIXK
BIJUTUIAMHU U3aiiHy, mporpamyBaHHs, 3D-MojentoBaHHs, 3BYKy ¥ TECTyBaHHS, IO
notpedye edeKTUBHOIO YIPaBIiHHS KOMAaH/IOK Ta YITKOTO IJIaHY BUKOHAHHS POOIT.
JIJ1st HeBENMMKHX 1HAI-TIPOEKTIB, MOAIOHUX IO CTBOPIOBAHOI I'pH kKaHPy runner-shooter,
HaWOIBII AOLUIPHUM € KOMOIHOBaHHWHM MiJXiJ - THYYKE IJIAaHYBaHHS 13 KOPOTKUMH
CHPHUHTAMH, PETYIIPHUMHU NEPEBIPKAMHU PE3YJbTATIB 1 MOCTIMHOK IHTErPALIIE0 3MIH
y (iHATBLHUN TPOAYKT.

[IpoBeneno aHami3 cy4yacHuUX pyuiiB st po3podku irop - Unity, Unreal
Engine, Godot, CryEngine - i3 mOpiBHAHHAM iXHIX (yHKIIOHAJIbHUX MOXKJIUBOCTEMH,
CHUCTEM BI3yaJbHOTO MPOrPAMYBaHHs, ONTHUMI3allii, PEHAECPUHTY Ta MIATPUMKHU

MOOUTbHUX TIaT@opM. Busnaueno, mo Unreal Engine 5.4 € ontumanbHUM BUOOPOM
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Jutst cTBOpeHHsT Kpocruiargopmuoi 3D-rpu tumy runner-shooter 3aBAsKu MIATPUMIIL
pyuuia Blueprints, BUcokiil skocTi rpadiku, cuctemam BizyanbHuX edekTiB (Niagara),
rHydykuM i1HCTpyMeHTam pobotu 3 Ul (UMG), a Takox IHTErpoBaHHM 3aco0am
npodiroBaHHS W onTuMizamii. BaxiauBow mepeBaror0 pyirisi € HasBHICTb
IHCTPYMEHTIB ISl CTBOPEHHsI MOOUIbHUX 30ipok mia Android 1 Windows 3 eauHo1
KOZ0BOT 0a3H, 10 3HAYHO CKOPOUY€E BUTPATH Yacy Ha po3pOOKYy Ta TECTYBAaHHS.

VY pesynbTaTi aHai3y pUHKY IrpOBUX MPOAYKTIB 1 kaHpoBux aHanoris (Temple
Run 2, Subway Surfers, Minion Rush, Into the Dead) Bu3HaueHo, 1Mo OCHOBHUMH
dakropamMu ycmiXy Irop THUIy runner € IpocToTa KepyBaHHS, BUCOKA JAMHAMIKa,
KOpPOTKI 1rpoBI cecii, Bi3yajibHa MPUBAOJIMUBICTh 1 CUCTEMA MOCTYNOBOIO MPOTPeECy 3
OOHycaMH, JOCATHEHHSAMH Ta BHYTpPIIIHKOI eKkoHOoMikow. Ile mamo 3mory
c(hopMyBaTH KOHIIEMI[II0 MaOyTHHOTO MPOEKTY SIK MOETHAHHS KIIACUYHOT'O paHHEpa 3
0a30BUMH €JeMEHTaMU WIyTepa, J€ TpaBellb MOXKE HE JHIIe YXWUISTHUCS BiJ
MEPeIKo/, ajie W araKkyBaTh BOPOTiB ab0 pyHHyBaTH O00’€KTH, IO IIiJBUIILYE
JMHAMIKY TeMMILICIO Ta YTPUMY€E yBary KOpHUCTyBava.

OxkpiM TOTO, y PO3AUTI MPOAHATI30BAHO TEXHIYHI BUMOTH JI0 MailOyTHHOTO
MPOIYKTY: MPOIEAYpHA TeHepallisi Tpach, CUCTEMa KOJI31d, MeXaHi3M IiJICWICHb 1
300py MOHET, aJalTUBHHUM 1HTEp(EehC Ta MiATPUMKA CEHCOPHOIO 1 KJaBlaTypHOIO
KepyBaHHs. BCTaHOBIIEHO OCHOBHI KpUTEpIi YCIIXy MPOEKTY - CTAOUIBHICTH pOOOTH
Ha MOOLIBHUX TMPUCTPOAX CEPEHbOTrO PIBHS, 3PYUYHICTh YHPaBIIHHS, IIBUJKHUI Yac
3aBaHTAXXCHHs, IHTETpOBaHAa CHCTEMa TNpOrpecy W MOXKIUBICTH MOJANBIIOTO
PO3IIMPEHHS] KOHTEHTY.

TakuM 4UHOM, y pe3yabTari JOCHIIKEHHs OyJ0 BU3HAYEHO TEOPETUYHI 3acaiu
YIPAaBIIiHHS MPOEKTaMU y cdepl po3podku irop, o0rpyHToBano BuOip pymris Unreal
Engine 5 sk 0a30BOi TexHOJOrIi, CPOPMOBAHO KOHLENTYaJIbHY MOJENb TIPHU Ta
BU3HAUYCHO KIIFOUOB1 3aBAaHHA Ui 1i peanizallii: po3poOKy CHUCTEMH MEPCOHaXa,

re’epailii mpocTopy, 60MOBOI MEXaHIKH, IHTEPPENCY Ta cucTeMu 30epeKeHb.
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PO3IILI 2

THO®OPMAIIMHE TA MATEMATHYHE 3ABE3NIEYEHHSA

2.1. AnaJni3 npeameTtHoi odsaacri

Cydvacuuii puHok MoOuTbHHX 1 [IK-irop HacuuyeHu#d MWBUIKUMH apKajgamu 3
KOPOTKMMU CECIIMHM, € LIHYIOThCA IPOCTE KEPYBAaHHs, BUpa3HUil (i10eK 1 MocTiiHa
MOTHBAIiSl 70 «Iie ofHiei crnpoOm». Kimacuunuii runner mae 3po3yMiuTy OCHOBY
(lane-based pyx, HapocTaHHS IIBHUIKOCTI, MIKPOIIUT), a J0JaBaHHS “KUJAaHHS
MIJICUIIIOE  €MOIIAHICTh, aJleé BHUMAara€e MpPOAYMaHOro OajaHCy KepyBaHHsS: Ha
MOOUTBHHUX - MIHIMYM JKeCTIB 1 meApi XiTookcu. Jlyis BMi3HABAHOCTI ¥ yTpUMaHHS
NOTpIOHI: BapiaTUBHICTL Tpacu (MPOLEIYypHI CEKIii), KOHTPOJIb CKJIAaJHOCTI,
MiJCWICHHS 3 BIAYYTHUM BIUIMBOM, JieTKa MeTa-Tpa (peKopau, HOCSITHEHHS),
crabinpHuit FPS 1 mBuakuii moBTop. 3BiJICKH BUILIMBAIOTH BUMOTH JI0 TP Ta BICI, K1
B HACTYMHOMY po3auIl OyAdyTh JAETAJbHO PO3KPUTI SIK OCHOBHI MEXaHIKM Ta

0COOJIMBOCTI TEUMILIEIO:

1. Pyx i kepyBanusi: lane-based aBToOIr; cTpuOOK/KOB3aHHS; Mpo(diIi BBOIY
(>xkectu Ha MOO1ITEHUX; WASD/cTpinku/mpo6in/kiik Ha [1K).

2. IlpocTip i renepaunisi Tpacu: MOIYJIbHI CEKIIii, AOJIOHU TIEPEITKOI, PaBUIa

CTUKYBaHHS; MIapaMeTPH JTOBXKUHU/YaCTOTH AJI1 BAPIaTUBHOCTI.

Ilepemkoau: kinacu 3arpo3 (CTaTuyHi), HaTEPHU MOSIBU.

Crpinb0a: Tun cHapsiy, Bi3yaabHUN/3BYKOBUH (in0ex.

Higcuaenns (power-ups): MarHiT.

o 1ok~ W

IIporpec i ekoHoMika cecii: O4YKHM, JUCTAHIlIS, MOHETH/BAJIOTA, JOCATHEHHS;

(dopMynu NiAPAXyHKY Ta aHTUBUTOPAHHS.

7. lMHAMiKa CKJIQIHOCTI: IIUTHHICTh TEPEIIKO, YacToTa OyCTepiB; aaamTariis
1]] HABUYKHU TPABIIS.

8. UI/UX: HUD (oukwm), migka3kd, MEHIO TMay3d, €KpaHW BHOOPY MEpPCOHAXKA;

TIPUHIIUTI «OJTHA JIisl - OJIMH JKECT/KIIaBIIIa).
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9. Aymio ta VFX: curnanu moxmiéi (BiaydaHHs, miabip), MaTepiajabHl aHiMarlii 3
OOMEXKEHHIMU 11 MOO1JIbHUX.
10. Texwuiuni 3acaau npoaykTuBHocTi: rendering, LOD, instancing Ta

3MeHIIeHHs Mozeneit y Mesh editor, kontpons draw calls 1 mam’sTi.

2.1.1. BusHaueHHA OCHOBHHX MEXAHIK Ta 0CO0JIMBOCTEH reiMILICIO.

Ietimmiedi - 1ie kpocrargopmHuii runner-shooter 3 KOPOTKUMU AUHAMIYHUMHU

cecisimu. ['paBenb ODKUTBH ynepen Mo Tpaci 3 TpbOMa CMyramMH, YHUKA€ NEPEIIKO.
CTpuOKOM ab0 KOB3aHHSM, 3a MOTPEOM MEPEeMHKAE CMYTy Ta KHAA€E MO IJISX.
OcHoBHa memId NpocTa: pyX, MOABa 3arpo3M, peakuis (MaHeBp abo0 KHIOK),
BUHAropoJia y BUDISIII OYOK 1 MOHET, 3pOCTaHHsS TEMITy Ta HOBa Crmpobda moOuTH
peKop.
Tpaca 30upaeThcsi 3 3a37ajeriib MiATOTOBICHUX CEKIIIM, 100 KOXKHE MPOXOJKEHHS
Biflpi3HsIoca. Ha 1uisiXy TparmisioTbes CTaTU4HI TEPENIKOAM, SKUX MOXKHA
3HUITYBaTH KujakaMu. CTpiap0a Ha MOOUTBHUX 3IIMCHIOETHCS MPOCTUM TalloM, Ha
K. Jlns miarpuMKu TeMIy BUKOPHCTOBYIOTBCS IMIJICWJIEHHS: MarHiT s
ABTOMAaTUYHOrO 30upaHHS MOHET. BOHM 3’SBISIOTBCA TNEPIOAMYHO Ta JalOTh
KOpPOTKOYaCHY TIepeBary.

Oukyr HaApaxoOBYIOThCA 3a 3i0paHi Oanu; TICHS 3aBEpIICHHS CHpPoOU
MOKA3y€EThCS PE3YIbTAT 1 PEKOP/, SIKU 30epiraeThes JIokalbHO. CKIaJAHICTh 3pOCTae
NOCTYIOBO: OIr CTae MBUJIUIMM, MEPElIKOJ 1 BOPOriB Ha Tpaci Oulblue, aie
TPaIUIIIOThCSl «BIKHA Oe€3leKkw», MO00 He MepeBaHTaXyBaTH TpaBIill. [HTepdetic
MIHIMQJIbHUN: MiJ Yac TPU BUJHO OUYKH, JNUCTAHIIIO, MOHETH Ta aKTHUBHI e(eKkTu; €
MEHIO Tay3d, €KpaH pe3yabprariB 1 BHOIp HepcoHa)ka. 3BYKOBI €(peKTH W Jerki
Bi3yaJIbHI €(PEeKTH MIIKPECIIOI0Th CTPUOKHU, TOCTPLIH, MaA0Ip MOHET Ta aKTUBAIIIIO

OycTepiB, HE HABAHTAXKYIOUH MPUCTPIH.
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[IpoexT mpairoe Ha MOOLTEHUX TIPUCTPOsX 1 HA [TK 3 equHUM irpoBUM SIAPOM.
Pi3Huis numie y cnocobax KepyBaHHSI Ta MpeceTax sSIKOCTI: Ha TeyedoHax - KECTH 1
cupomieHi edekru, Ha [IK - kmaBiarypa/mumia ta Buma jaetamizaiis. Takuii Habip
MEXaHIK Ja€ 3pO3yMITWM, MIBUAKUM 1 TMOBTOPIOBAHUN TeUMIUICH, SKUH JIETKO

MacmTaObyBaTH HOBUMH CEKLISIMH TPACH, BUJAMU NEPILIKOJ 1 MJCUICHHIMHU.

2.2. ApxiTeKkTypa rpu

Jlnst moOymoBu apxiTekTypu Oyino cOopMOBaHO ITpoOBYy giarpamy MOIYJIB 13
PO3MEKYBaHHSIM  BIAMOBIIAJIBHOCTEH Ta  3alIEKHOCTEM MDK  IJCHCTEMaMH.
ApxitekTypa BimoOpaxae Joriky runner-shooter i cnupaeTrsest Ha TumnoBi poii Unreal
Engine: GameMode, Pawn/Character, PlayerController, HUD/UMG, Actor
Components. KoxHuii MOmy/ib BUKOHYE YITKO OKpECJEHY (PYHKIIIIO Ta B3a€EMOJIIE 3
IHIMMU  Yepe3 myOmiuHi moxii/intepdeiicn Blueprint. VY3araneHeHy CTpYKTypy

noKaszaHo Ha jaiarpami (puc. 2.1) CTBOpEHO aBTOPOM.

OcHOBHI MOaYJIi apXIiTEeKTypH:

Control - xepyBaHHS ceci€l0 TpH: cTapT/may3a/pectapT, HiApaxyHOK OYOK,
npaBuia mnporpecii. Peamizamisi: BP_RunnerGameMode + PlayerController
(oOpoOka KomMaH).

- Movement - pyx nmepcoHaxa: aBToOir, MepeMUKaHHs CMYT, CTPUOOK, KOB3aHHS;
konmzii 3 mepemkogamu. Peamizamist:  CharacterBPs  (Blueprints) 3
KOMITOHEHTaMHU PYXY.

- Combat - OolioBa Jorika: KUAKHA, YpaX€HHsS Iiied, (inOek Momaaanb.
Peanizamis: BP_Projectile, xiTOokcH mepemniko.

- Scene Management - noOynoBa Ta NpUOUPAHHS TPACH, KEPyBaHHS PIBHAMH.
Peanizaris: BP_Floor (cekmuii), BP_ObstacleDestroyer, KapTu
MainMenu/CS_Map/Runner Map/Loading.

- Resources - miacwieHHs Ta KonekuiiHi o0’extu. Peamizamis: BP_ Coin,

BP PowerUp Magnet, napameTpu 11i/TpuBagocCTi.
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- Stats - ouku, axkTUBHI edexTu 3 Talimepamu. Peamizamis: 3MiHHI
GameMode/Character + onosnenns HUD.

- Core - critbHI cepBicH: TaiiMepu, KoHITyparttii nmpecetiB sikocti (Mobile/PC).

- Ul (HUD/UMG) - ekpaHH1 €JE€MEHTH: OYKH/MOHETH, 1HJMKATOpU €(EKTIB,
MEHIO May3u/pe3yabTariB, BUOip nepconaxa. Peanizaiis: Bimxetn UMG, manka
HUD.

- Saving - 30epexxeHHs  Tporpecy W HalamTyBaHb.  Peamizaris:
Runner SaveGame.

- Inputs - aGcTpakiis BBoay. Peanizarisa: Enhanced Input y mammi Inputs (xectu

111 MoOUTbHUX; WASD/Mumma s 11K).

[ GameMode ]

Player
[ Pawn ] [ Controller ] [ Bk

—( Movement | —( Control ] Resource
—r Combat ~ —r Inputs ]

—r Stats —rScene Management}

—r Core | = Resources]

Puc. 2.1. Jliarpama apxiTeKTypu rpu

Jlxepeno: [CTBOPEHO aBTOPOM|

Jlns mpaBUIBHOT OpraHizailii MpoeKTy CTBOpeHO nanku Blueprints 13 JoriyHuM
rpynyBaHHsaM ckpunTib/kiaciB: CharacterBPs (sorika pyxy # craniB reposi), HUD
(irTepdeiic 1 BimkeTn), Inputs (kaptu aiit 1 koHTEKCTIB), Obstacles (mepemkoan Ta ix
natepHu), a Takoxk okpemi Blueprint-kimacu  BP_Floor, BP_ Projectile,

BP PowerUp Magnet, BP_ObstacleDestroyer, BP_ RunnerGameMode,
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Runner SaveGame. Taka cTpyKkTypa CIpOIy€ HaBIraiir, TECTYBaHHS Ta MOBTOPHE
BUKOPHUCTaHHS KOMIOHEHTIB. [Ipuknan opranizaiii moka3aHo Ha puc. 2.2 CTBOPEHO

asropoM y UE [12].

e Runner
I Animat

Puc. 2.2. Tlpuknasn opranizariii marmoxk.
Jlxepeno: [CTBOPEHO aBTOPOM|
OkpemMo BIOPSAKOBAHO IrpOBI aKTHMBH: Tamka Runner MICTHTH IMijaKaTanaord
Animations, Characters (Kevin, YBot), Buildings, Meshes, Textures (y T.u.
Icon Rank, Icon Trophy mms HUD), Maps (MainMenu, CS Map, Runner Map,
Loading ). Po3ginenHss pecypciB 3a MNpuU3HAYCHHSM Ja€ 3MOTY IMATPUMYBATH
NOPSIZIOK 1 BUKOHYBaTH TapreroBany ontumizaiito (LOD, iHCTaHCHHI, MOOUIBHI

Mmartepianu). [Ipukmnan CTpyKTypH akTUBIB HABEICHO Ha puC. 2.3 CTBOPEHO aBTOPOM.

w [ Blueprints
il CharacterBPs

Puc. 2.3. Oprani3aris mianamnok

Jlxepeno: [CTBOPEHO aBTOPOM|
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TakuM  uyWHOM,  apXiTeKTypa TpH  TMOEAHYE  YITKYy  MOMAYJIBHICTb
(Control/Movement/Combat/Resources/Stats/Core/Ul/Saving/Inputs/Scene

Management) 13 mnpaktukamu UE-mpoextyBanns (GameMode, Character,

HUD/UMG, okpemi Blueprint-kimacu s kirodoBux o00°ektiB). Lle 3abesmneuye

IpO30py B3AEMOJII0 MIJCUCTEM, CIpOIly€e MpOoQUIIOBAaHHS MNPOAYKTUBHOCTI Ha

mo6imbHUX 1 TIK Ta cTBOpro€ OCHOBY JIsi MacmiTaOyBaHHS KOHTEHTY (HOB1 CEKIIil

TpacH, BOPOTry, MiJCUIIeHHs ) 0e3 3MiHu sapa [12].

2.3. Po3po0Oka inTepdeiicy KopucTyBa4ya Ta CHUCTEMHU MEHIO

VY Mexax MpOEeKTy s peajidyBaB MOBHUU IHTEpQeEiic KopUcTyBaya Ta CUCTEMY
meHto Ha ocHoBi UMG 1 Blueprint. CtBopeno expanu MainMenu, Character
Selection (CS Map), Settings, Pause, Results 1 HUD pgns irpoBoi ciieHu
Runner Map. I'onoBre meHto 3abe3neuye mBuakuii ctapt (Play), mepexin 1o Bubopy
nepconaxa (Character), nanamryBanb (Settings) Ta Buxin (Ha I1K). Ha CS Map
peanizoBano mnpeB’to i BuOIp repos (Kevin / YBot) 3 mepenaBanHsiM BUOOpY B
irpoBuii piBeHb Ta 30epexkeHHsM y Runner SaveGame. VY Settings nomano
perymoBanHs TyyHocTi (Master/SFX/Music), uytnuBocti BBeaeHHs (Touch/Mouse),
nepeMuKaHHsa mpeceTiB skocti ais Mobile/PC Ta 6a30Bi mapameTpu JOCTYITHOCTI;
3MIHM 3aCTOCOBYIOThCA 0€3 mepe3amycky piBHS. Pause 3ynuHsie Tpy, NPONOHYE
Resume/Settings/Restart/Main Menu. Results noka3ye notouynuii pe3yabTar, MOHETH,
KUIBKICTh ~ YpaXEHHUX IIiJIed, a TaKoX BiJ3HAYa€ JIOCATHCHHS 1KOHKaMU
Icon Trophy/Icon Rank; mepenbaueni kHomku Restart i Main Menu. Ilig yac rpu
HUD BinoOpaskae 0ouku, MOHETH Ta IHIWKATOPYW AKTUBHUX TMIiJACHJICHb (MardiT) i3
TaliMepamMu BIJJTIKY.

Hagiramito Mi>xk ekpaHamu s opraHizyBaB uepe3 okpemi Widget Blueprint Ta
menemkep Ul (Blueprint), mo kepye moka3om/mpuxoBYBaHHSM BIKETIB 1 CTaHAMH.
Hani HUD onosmrorotecs momisimu 3 BP RunnerGameMode Ta nepconaxka. Ha

MOOUTBHHUX pEaji30BaHO BENUKI 30HU TOopkaHHS (=48 px), DPI-macimrtabyBaHHs Ta



25

Safe Zone; na [1K monano rapsiai knasimi. Bein ynigikoBano yepe3 Enhanced Input:
*KecTu (cBaiimu/Tan) aBTOMAaTMYHO MamuiaThes Ha 1ii, a Ha IIK BukopucToByeThCs
WASD/crpinku/Space/Mouse; Esc/Back BinkpuBae mnay3y. Jlns npoayKTHBHOCTI
CTaTH4YHI €JIEMEHTH KEUIYIOThCS, aHIMallli KOPOTKi, MOCTIPOLIEC Y MEHIO BUMKHEHO
Ha MoOUTbHHX. Y Runner SaveGame 30epiratioTbCsi pekopi, cyma MOHET, BUOpaHU
NEPCOHAX 1 HaAJAINITYyBaHHA KOPUCTYyBaua, SKi KOPEKTHO BIHOBIIOIOTHCS IMICIs
nepe3anycky sk Ha Android, tak 1 y Windows-30ipui. CTpykTypa pecypciB
BIIOPSIIKOBAaHA: Runner/Blueprints/HUD, Runner/Blueprints/Inputs,
Runner/Textures/Ul  (3okpema Icon Rank, Icon Trophy) ta Runner/Maps
(MainMenu, CS_Map, Loading, Runner Map). [IpoBeneHi nepeBipku MiATBEPINIIH:
macmtabyBanHss HUD kopekTHe Ha pi3HUX PO3AUIBHOCTAX, MEPEXOIU MK eKpaHaMU
BimOyBatoThest <0,5 ¢, a cuenapii Play — Pause/Settings — Resume/Restart —

Results — Main Menu npaiforoTs cTaduibHo Ha MOOLTRHUX 1 [TK.
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BucHoBku 10 po3aiay 2

VY npyromy poszauii Oyno po3poOsieHO i chopMOBAHO MOBHY TEXHIYHY OCHOBY
MailOyTHBOT I'pH, 110 BU3HAYAE 11 apXITEKTYpY, CTPYKTYpy KOHTEHTY Ta B3a€EMO3B’SI3KU
MDK KJIIOYOBUMH KOMIOHeHTaMH. Ha OCHOBI aHai3y mpeaMeTHOi 00JiacTi kKaHpy
runner-shooter cpopMynbOBaHO BHUMOTM JO MEXaHIKH pyXy, OOHOBOI CHCTEMH,
CKJIQHOCT1  PIBHIB, KpOCIUIaT(OPMHOCTI, ONTHUMI3aIlll MPOMYKTUBHOCTI  Ta
kopuctyBairpkoro nocBigy (UX). BpaxoBano oco0GiauBocTi 000X 1miatdopm -
MOOLTBHUX TPHUCTPOIB 1 MEPCOHATBHUX KOMII IOTEPIB, L0 JTO3BOJIMJIO 3a0€3MEUnTH
THYYKICTh CUCTEMHU KepyBaHHs, ajanTalliio iHTepdeircy A0 pi3HUX PO3ALIBHOCTEH 1
OaJlaHC HABAaHTAKEHHS MK I'pa(1YHUMHU Ta JIOTTYHUMH MPOLIECAMHU.

VY Mexax po3aily CIpOEKTOBAHO MOAYJIBbHY apxitekTypy rpu B Unreal Engine
5.4, mo Bxmouae migcucremu Control, Movement, Combat, Scene Management,
Resources, Stats, Core, Ul, Saving Ta Inputs. Koxna 3 HHX peanizoBaHa 3a
JOTIOMOTOI0  KOHKpeTHuX Blueprint-knaci, siki 3abe3nedyioTh (YHKIIOHATBHY
130JI11F0 ¥ THy4Yke po3lupeHHs Mpoekty. 3okpema, BP RunnerGameMode
BimmoBigae 3a ocHoBHI cramm rpu  (Ready, Playing, Paused, GameOver),
CharacterBPs  peanizyrorb pyx 1 mnoBedinky mnepcoHaxiB, BP Floor Ta
BP ObstacleDestroyer gpopMyrotsh 6e3nepepBHy renepaiito tpacu, a BP_Projectile 1
BP PowerUp Magnet 3a6e3neuyroTh JIOTIKY aTak 1 O0HYCiB. 30€pexeHHs MPOorpecy
peanizoBaHo uepe3 Runner SaveGame, a iHTepdeiic KOpUCTyBada - y CHUCTEMI
HUD/UMG i3 minrpumkoro nofiit yepe3 Event Dispatchers.

CrpykTypa KOHTEHTY TPU BIOPAJIKOBaHA 32 MIPUHITUIIOM YITKOTO PO3ILUICHHS 32
tunamu pecypciB. OcHoBHI qupekTopii (Runner/Animations, Blueprints, Characters,
Maps, Meshes, Textures) moOymoBaHi TakKMM YHWHOM, MO0 3a0€3MEUYUTH IIBUIKY
HaBIralil0, MOXJIMBICTH IOBTOPHOTO BUKOPUCTAHHS €JIEMEHTIB 1 CIPOIIEHHS
KOMaHJIHOT poOOTH. Y pO3/LIi TaKOXK JE€TAIBHO OMUCAHO MPOLEC CTBOPEHHS IOBHOIO
KOpHUCTyBaIpkoro inrepdericy ta MeHw: MainMenu, CS Map, Settings, Pause,
Results 1 HUD. Lli enemMeHTH MOBHICTIO IHTErPOBaHI B IrpPOBUN IMKJI 1 MAaroTh
aJanTHBHY HABIraIliro, ONTHMI30BaHy JUIsl MOOLTTLHOTO KepyBaHHS (4epe3 TOPKaHH:) 1

[TK-xoHTpOIB (Uepe3 Ki1aBiarypy ado MUIIY).
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BaxxnuBoro cki1aioBOI0 € cucTeMa KepyBaHHs, CTBOpeHa Ha 0a3i Enhanced
Input, sixa 00’e€IHy€e pi3HI CXEMU YNPaBIIHHS B €1MHY KOoH(QIrypauito. Lle go3Bosie
TPaBIsIM KOM(OPTHO B3aEMOJISITH 3 TPOIO HA OYIb-SKOMY MIPUCTPOi O€3 HeOOX1THOCTI
nyOmroBaTH JIOTIKYy BBOAY. Kpim Toro, BU3HAUu€HO ¥ peaizoBaHO IMpaBWiia TeHeparlii
Tpacu, pO3MIIIEHHA TEPENIKoJ 1 MiJICWJICHb, 10 CTBOPIOE JUHAMIYHUN 1
MOBTOPIOBAHUIA, aJie¢ HE MOHOTOHHUM ITPOBHM JTIOCBI/I.

Takok y Mexax apxITeKTypu IMepeadadeHO MeEXaHI3MU  OINTUMI3allil
IPOAYKTHBHOCTI - BHUKOpUCTaHHS object pooling, piBHIB meramizamii (LOD),
instancing 71 TIOBTOPIOBaHMX OO0 €KTIB, a TakoXk KOHTpoib draw calls 1 DPI scaling
UIst  cTabuibHOI poOOTH 1HTEep(eiicy Ha pI3HUX €KpaHax. 3aBAsSKU LbOMY Ipa
JEMOHCTpPY€E CTaOUIbHY YacTOTy KaJApiB 1 e(hEeKTUBHE BUKOPUCTAHHS PECYPCIB HABITh
Ha IPUCTPOSIX CEPEAHBOTO PIBHS.

Po3pobiiena cTpykrypa € MacimTaboBaHOIO, JIOTIYHO BIOPSIKOBAHOIO Ta JIETKO
MATPUMYBAHOIO, IO CHPOIIYE JI0IaBaHHS HOBOTO KOHTEHTY, PO3IIMPEHHS TeHMILICIO
1 MalOyTHIO 1HTErpallito JOJaTKOBUX CHUCTEM - TaKMX SK JIOKami3ailisi, JOCATHEHHS
abo OaraTtokopucTyBanbkuii pexxuMm. OTpuMaHi pe3ynbTaTd MiATBEPIKYIOTh, IO
apxXiTeKTypHa MOJielib, IMO0Oy/I0OBaHa BHUKIIOYHO Ha Blueprint-koMmnonentax 6e3
3anydyeHHss  komy ~ CH++, €  TMOBHICTIO  NOPHUJATHOK  JUII  CTBOPEHHS
MOBHO(YHKITIOHAIBHOTO 1TPOBOTO TPOAYKTY.

[TimcyMOBYOUH, MOYKHA 3a3HAYUTH, IO APYTHUH PO3JILJTI CTaB KIIFOYOBUM €TArlOM
(dopMyBaHHS TEXHIYHOTO PyHIAMEHTY NPOEKTY. Bin 3a06e3neunB mpakTuuny 0azy s
MOJIAJILIIIOTO TECTYyBaHHS, ONTUMI3allli, OaaHCyBaHHS 1 MIATOTOBKU J0 peJi3y I'PH HA
margpopmax Android Tta Windows. Po3pobnena cuctema noBena e(pEKTHUBHICTH
Bi3yaJbHOTO MiAXoAy 70 nporpamyBanHs B Unreal Engine i miarBepaKye AOMITBHICTD

BUKOPUCTAHHS MOJIYJIBHOT apXITEKTYpH ISl 1HI1-IIPOEKTIB )KaHpy runner-shooter.
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PO3/ILI 3

INPOT'PAMHE TA TEXHIYHE 3ABE3IIEYEHHS

3.1. 3aco0u po3podKku

VY Npo€eKTi BUKOPUCTAHO HAOIp IHCTPYMEHTIB, OPIEHTOBAHMM Ha MIBUAKY 301pKY
reiimiuiero ta kpocruiargopmui 30ipku Android + Windows 6e3 3acTocyBaHHS
C++-xony. bazoBum cepepoBumiem € Unreal Engine 5.4 3 Bi3dyanbHuUM
nporpamyBaHHsM Blueprints anst Bciei irpoBoi Joriku (pyX, KUAKIB, MiJACHICHHS,
CIIaBH MEPENIKo, miapaxyHok ouok), UMG nmis kopuctyBaiskoro intepdeiicy (HUD,
meHto), Material Editor nms nerkmx BisyanbHux edekTiB 1 MmatepianiB, Enhanced
Input ansa yuidikamii BBegeHHs (3kecTH Ha MOOLTBRHUX Ta KiaBiarypa/muiia Ha [1K).
Jlns moOynoBU PiBHIB 1 KepyBaHHS CIIEHOIO 3aCTOCOBAHO CTaHJAPTHI 1HCTPYMEHTH
UE (Level/World Partition 3a motpe6u, Sequencer/CineCamera jyist IepexoiB).

I'padiuni Ta aymiopecypcu MiATOTOBICHO 3 BUKOpPUCTaHHsIM 0i0miotexk Fab
(Unreal Marketplace) 1 Starter Content 3 momanbio0 MOOUTBHOIO ONTHUMI3ZAIIEIO
(LOD, cmpomieni marepianu, KOMIIpECis TEKCTyp); BiIacH1 ikoHkH ¥ ernemeHTH Ul
(3okpema Icon Rank, Icon_ Trophy) ompamnpsoBano y rpadiunux penakropax. s
ckiananHs MoOumpHUX OunaiB 3actocoBaHo Android SDK/NDK Tta BOymoBani
inctpymentu  ymakoBku UE, gms  [IK-Bepcii - crampapramii  Windows
(Shipping/Development) build. KonTponps Bepciii 1 pe3epByBaHHS BUKOHYBAJIUCS B
Git (JiokanmpHUN PEMO3UTOPIN/XMapHU XOCTUHT), a IJIAaHYyBaHHS POOIT - y JIETKOMY
tack-Tpekepi  (Trello/Jira/Notion) 3 BimoOpakeHHSIM O€KJIOTYy, CHOPHUHTIB 1
KOHTPOJIBHMX  TOYOK. Taka 3B’si3ka IHCTPYMEHTIB  3a0e3neumiia  [IBHJIKE
npoTtoTuryBanHsa Ha Blueprints, 3pyuny po6oty 3 iHTepdericom 1 edekramu, mpo3ope

npoduItoBaHHS Ta CTaOUIbHI KpoCcIuIaThOpMHI 301pKH.

3.2. Bumoru 10 TeXHi4YHOro Ta MPOrpaMHoOro 3ade3ne4eHHs
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[Iporpamue 3a6e3neueHns (17151 pO3pOOKH)

1. Unreal Engine 5.4 (Blueprints, UMG, Enhanced Input).

2. Windows 10/11 64-bit (cepenoBuiie po3poOHUKA).

3. Android SDK/NDK + ADB (3 Android Studio) - ans ckinagaHHs Ta
JEeIUIOMMEeHTy MOOLIBHOT Bepcii; apaiiepu USB.

4. Git (JlokaTbHO/XMapHO) - KOHTPOJIb BEPCiH 1 pe3epByBaHHH.

5. T'padiunuii/aymiopenakrop 3a BHOOPOM.

6. Hoctym no Fab (Unreal Marketplace) / Starter Content miist acceTiB.

AmnapatHi BUMoru (po6o4a cranuis po3poOHuKa)
MiHimMambHi:

- IlIpouecop: 4-anepuuii x86_64 (Intel Core 15 / AMD Ryzen 3).

- OmneparuBHa nam’ste: 16 T'b.

- Bigeokapra: NVIDIA GTX 1060 / GTX 1650 a6o ananor 34 I'b VRAM,
migrpumka DX12/Vulkan.

- Hakonmuyau: SSD 256 I'b+ (pekomennoBano NVMe).

- OC: Windows 10/11 64-bit.

PexomenaoBaui:

- Tlpouecop: Intel Core 15-11400H / 15-12400F a6o Ryzen 5 5600(X) 1 Bume (6+
szep).

- Omneparusna nam’s1th: 32 I'b (kompopTHa pobota 3 UE Editor 1 30ipkamm).

- Bigeokapra: NVIDIA RTX 2060 / 3050 a6o umie 3 6—8 'b VRAM.

- Haxommuysaa: NVMe SSD 512 I'b+ (mpoekt + kemr/DerivedDataCache).

- Jucmueit: FullHD/1440p, 6axxano 120 'y qiist recty gpeitmpenTy.

Bumoru 10 uiiboBux miar@opm (1J1s1 3anycKy rpm)
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Android (minimym): Android 8.0+, 3 I'b RAM, GPU 3 Vulkan 1.1 (piBer» Adreno
618/Mali-G52), BinsHo 300-500 MB.
Android (pekomennoBano): Android 11+, 4—-6 I'b RAM, Adreno 640/660 aGo anaor.

Windows (minimym): Windows 10/11 64-bit, CPU 3 4 notokamu, 8 I'b RAM, GPU 3
DX12,2-4T'b VRAM, 500 Mb BinbHOTO MicIIsl.

Windows (pexkomenaoBano): 6-saepuuii CPU, 16 I'b RAM, GTX 1660/RTX 2060
a6o Buie 3 6 I'b VRAM.

Taki BuMoOrm rapantyioTh crabuibHy pobory UE 5.4 mim uac po3pobku Ta

xoMmdoptauit FPS nis penizaux 36ipok rpu Ha Android 1 Windows [19].

3.3. Onuc mporpamMHoi peaJtizamii

3.3.1. CTpykTypa NpPOEKTY Ta OPraHizauis KOHTEHTY

VYBech iIrpoBUil KOHTEHT s BIIOPSJIKYBaB y KOpeHeBid mariii Runner, mo namo
YITKY BIJIMOBIIHICTh M1k JIOTTYHUMHU MOIYJIAMH U (HailJIOBOIO CTPYKTYpPOIO. Y Mexax
Runner/Blueprints 3ocepemkeno irpoBy oriky: CharacterBPs nis kepyBaHHS
repoem, HUD nns Bcix UMG-BimxkertiB, Inputs mins Enhanced Input, Obstacles s
NEePEILKO/I 1 BOPOTriB, a TakoX okpemi kiacu siapa - BP_ RunnerGameMode, BP_Floor,
BP_ Projectile, BP_PowerUp Magnet, BP ObstacleDestroyer, Runner SaveGame.
[Tannka Maps mictute MainMenu, CS Map, nBa piBHi 3aBaHTaxkeHHs Loading Ta
ocHOBHY KapTy Runner Map. BizyanbHi pecypcu posknazneni no Meshes ta Textures
(y T.u. Icon Rank, Icon Trophy mms HUD), momeni mepconaxiB - y Characters/
Kevin, YBot, nexop Oekrpaynay - y Buildings. Taka opranizamis crnpocTuia
HaBIraiilo, TMpUCKOpWIa MNpoQUIFOBaHHA Ta  130J0Baja  KpocriarGpopMHi

HaJIallTYBaHHA.



Start

Options

Credits

Exit

Puc. 3.1. IIpuknazn roroBHOr0 MEHIO

JIxepeno: [CTBOPEHO aBTOPOM|

IrpoBuil uka noOyoBaHUM K nMocaigoBHICTh «MainMenu — CS_Map (Bubip
reposi) — Loading — Runner Map (rpa) — Results — MainMenu/Restart». PiBHi
3aBAaHTAKCHHS MPUXOBYIOThH 1HIIIATI3AIlII0 MYJiB 00’ €KTIB, CKUJAAHHS CTaTUCTUKH Ta
nigroroBky HUD. BuGip nepconaxka na CS Map s 36epiraB y Runner SaveGame 1
nyomoBaB 'y Gamelnstance, mo0 yHuUKaTu 3aiiBoro uurtaHHs ¢aiay i 4ac
nepexoaiB. Ha crapti Runner Map aBromarnuno ctBoproetbess HUD, miararyrotecs

HaJAIITyBaHHS SKOCTI ¥ 3BYKY, 1 pO3MIOUYNHAETHCS CECisl.



Puc. 3.2. Ilpuknajg ekpaHa 3aBaHTaXXKCHHS

JIxepeno: [CTBOPEHO aBTOPOM |

3.3.3. IrpoBuii pe:kuM Ta CJay:K00Bi KJIACH.

Y BP RunnerGameMode 3i6pani cranu «Ready/Playing/Paused/GameOvery,
NiJPaxXyHOK OYOK, 3allyCK TaillMepiB MIJCUJIEHb, @ TaKOX KpPHUBI CKJIAJHOCTI, IO
KePYIOTh 3POCTAaHHSM IIBHAKOCTI Ta HIIIbHOCTI 3arpo3. PlayerController oGpo0isie
r1o0anpH1 KOMaHIu (Tay3a, nepexia Mk ekpanamu), a Gamelnstance Tpumae criyibHi
napameTpu - 0OpaHOro Teposi, MOBY Ta Mpodiib SKOCTi. B3aemomiss Mixk pexkuMoM i
HUD no6GynoBana na Event Dispatchers, Tomy iHTepdeiic MUTTEBO pearye Ha 3MiHY

CTaHIB I'PH.



i
esume Game ranch J Remove idgets
BEr G: Branch F R AllWidg ==

Condition

»= Make Vector

Current Lane Index @ Return Value @ =

Puc. 3.3. Ilouatok QyHKIIIT TPOAOBKEHHS TpU

JIxepeno: [CTBOPEHO aBTOPOM|

Ha pucynky 3.4 crBOproeThcsi HaOip TOYOK TMOsiBU OOHYCiB. Croyarky
MPOXOASATh MAaCUB ICHYIOUUX MO3HUIIIM, MICJS YOro B UKL T€HEPYIOTHCS JI0aTKOBI
TOYKH JIJIST KOXKHOT 3 HHX. [J[7151 KookHOT Touku cTBOproeThes Arrow Component, sikuid
CIIyrye MapKepoM y pefaktopi. oMy 3amaeTbcs KOJNIp Ta mapamMeTpy MO3HIIii depes
Make Vector i Make Transform.

OTpumaHi KOOpJAWHATH JOJAIOTHCS B OKpeMud MacuB Spawn Points, sikwmii
HaJajdl BUKOPUCTOBYETHCS JJIsI TIOSIBU OOHYCIB Mij yac rpu. Taka Jiorika J03BOJISE
MIBUJIKO Ta aBTOMAaTUYHO (OPMYyBaTH MOTPIOHY KUIBKICTh SPAaWn-TOYOK O€3 pyIHOro

PO3MIIIICHHS.

1" Add Amow Companent ¥ Set Amow Color (Linear Color)

1B Powes Ups Spawn Points (A7

(F Get ot Traneform

Taget
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Puc. 3.4. ®yHk1is nosiBu OOHYCIB

JIxepeno: [CTBOPEHO aBTOPOM|

3.3.4. Buxopucranus Blueprints

Buxopucrtanns Blueprint y Unreal Engine € BaXIuBUM €1€MEHTOM Cy4acHOTO
IpoIeCcy PO3pOOKH 3aBISKH iXHIH HAOYHOCTI, 3PYYHOCTI Ta BHCOKIM IIBHIKOCTI
pobotu. BisyanbHa cucTemMa CKPUITIB JI03BOJISIE PO3POOHMKAM CTBOPIOBATH JIOTIKY
0e3 HEOOXITHOCTI MHCAaTh KOA, WIO0 3HAYHO MPUCKOPIOE MPOTOTUIYBaHHS Ta
TECTyBaHHS ITPOBUX MeXaHikK. lle 0coOIMBO KOPHMCHO Ha paHHIX eTanax MPOEKTY,
KOJIM MOTPIOHO MIBUAKO BHOCHTH 3MiHHU, €KCIIEPUMEHTYBATH 3 MOBEAIHKOIO 00’ €KTIB
abo0 mepeBipATH Pi3HI MIX0AU A0 peanizauii pyHKIIoOHAITY.

Kpim Toro, Blueprint 3a0e3mneuyroTh MNPOCTy I1HTErpamilo 3 MellaMu,
MarepiajlaMy, aHIMalisIMM Ta I1HIIMMH KOMIIOHEHTaMHU pyIlid, [0 poOUTh iX
yHIBEpPCAJIBbHUM IHCTPYMEHTOM SIK JIJISl POTPAMICTIB, TaK 1 JJIsl TU3aitHEepiB. 3aBIsIKA
BI3yaJIbHI TIPUPOJlI CHUCTEMHU JICTIIC aHalI3yBaTH CTPYKTYpy JIOTiKH, IIyKaTH
NOMMJIKM Ta MIATPUMYBATH MPOEKT Y JOBIOCTPOKOBIM MEPCIEKTUBI. Y MOEIHAHHI 3
MOKJIMBICTIO ONTHUMI3AIIl KpUTHYHUX dYacTuH uepe3 C++, Blueprints cTBOproroTh
THYYKHM 1 e(heKTUBHUN poOOYMii TTpoliec, IO JA03BOJISE MBUJIKO OTPUMYBATH poOOUi
pe3yabTaTH Ta aanTyBaTy TPy MijJ MOTPEOU MPOEKTY.

Hanuii Blueprint BP. RunnerCharacter — mozis “Change Lanes™ BiamoBinae 3a
3MIHY CMYTH pyXy HepcoHaxa miJ yac rpu. Koiau rpaBenb HaTHCKae KJaBilly BIIIBO
abo BMpaBO, CUCTEMa BHU3HAua€ MOTOYHY MO3MII0 MEPCOHAXKA, PO3PAXOBYE HOBY
KOOPIMHATY CMYTU Ta IUIABHO Mepemillye Horo 3a aomnomoror By3miB Lerp 1 Set
Actor Location. JlomatkoBo mepeBipsieTbesi cTaH 3MiHHOI Is Switching Lanes, mo6

YHUKHYTH TTIOBTOPHOTO MEPEMUKAHHS M1 Yac PyXy.



Change Lanes

Puc. 3.5. Blueprint noxii “Change Lanes”
Jlxepeno: [CTBOPEHO aBTOPOM|

Hanuit Blueprint BP. RunnerCharacter — ¢pynxiis “Add Infinite Run” peanizye
OesnepepBHUll pyx nepcoHaxa Breped. [loais Event Tick BUKIMKaeThCS KOXKEH Kajp,
OTpUMYy€ TIOTOYHUU KyT MOBOPOTy 3a gomomororo Bysna Get Control Rotation,
dbopmye Hanpsimok pyxy (Get Forward Vector) 1 nomae moctiiiHe NPUCKOPEHHS
Briepen depe3 By3oa Add Movement Input. Ile 3abe3nedye HeckiHUeHHHI Oir
nepcoHaxka 6e3 HeoOX1THOCTI TOJIATKOBOTO KePYBaHHS 3 OOKY I'paBIIs.

Addinfinite’Run

£> Event Tick

f Add Movement Input

F Get Control Rotation

Returr

Return Value @  ——
Z(Yaw)

Puc. 3.6. Blueprint ¢pynkuii “Add Infinite Run”
Jlxepeo: [CTBOPEHO aBTOPOM |
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He#r Blueprint BP_RunnerCharacter — mnogisi “Basic Projectile Spawn”
BIJITIOBIZIa€ 3a CTBOPEHHSI CHapsi/ia MpW HaTUCKaHHI kKHOmMKHW ataku. [lomiss Enhanced
InputAction IA Fire akTuByeThCs, KOJIM TpaBelb 3IIMCHIOE [i0 TOCTpLIY. 3a
nomomororo By3ma Get World Transform Bu3Ha4aeThCsl MOTOYHE IMONTOKECHHS TOUKU
cnaBHy (Projectile Spawn Location), micias 4oro BUKIMKA€TbCS By305 SpawnActor
BP Projectile, sikuii cTBOproe cHaps y 3ajlaHiil mosuilii 3 mapameTpoM «Always
Spawn, Ignore Collisions». Ile 3abe3nedye TouHe Ta Oe3nepediiiHE CTBOPEHHS
nocTpiiiB mig yac rpu [16].

BABTCIRIOIECTIIENSPAWN

> EnhancedinputAction |A_Fire __'+ SpawnActor BP Projectile

TR / » D
Started B Class Return Value

BP Project
Action Value

o Spawn Transform

sion Handling Override
F Get World Transform [T

Projectile Spawn Location

Target Return Value Instigator

Puc. 3.7. Blueprint nonii “Basic Projectile Spawn”
Jlxepeno: [CTBOPEHO aBTOPOM|

e Blueprint BP_RunnerCharacter — ¢ynkuis “Update Coins” peainizye
cucteMy 30epeXEeHHs Ta OHOBJEHHS KIJIBKOCTI MOHET, 310paHux rpaBuem. Ilicis
Bukiinky ¢yHkiiii Update Coins BiiOyBa€eThCsl 3BE€pHEHHS 10 TIOTOYHOTO PEKUMY TpU
yepes Get Game Mode 1 nepeBipka, 4u icHye 30epexeHHs 3a qonomororo Does Save
Game Exist. SIkmo 30epexeHHsT 3HAWACHO, NTaHI 3aBaHTAXYIOThCA 3 (pailiry yepe3
Load Game from Slot i OHOBIIOIOTBCS NMOTOYHHUM 3HAYEHHSM MOHET. Y BHUIAIKY
BIJICYTHOCTI 30€peKeHHsI CTBOPIOEThCA HOBUM 00’ekT uepe3 Create Save Game
Object, micims Yoro KiIbKICTh MOHET 3amucyerbcs y 3MmiHHy CoinValue Tta

30epiraeTbest KoMaH 00 Save Game to Slot.
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TakuM urHOM 3a0e3neuyeTbesi CTal0lIbHE 30€peKEHHsT MPOrPeCy TPaBIls M1k
CeaHCaMU TPH, 10 € BAKJIMBOIO YaCTHHOIO IrPOBOTO MPOIIECY Ta CUCTEMHU MPOTPECY

[28].

Puc. 3.8. Blueprint ¢pynxuii “Update Coins”

Jlxepeno: [CTBOPEHO aBTOPOM|

[eit Blueprint BP. RunnerCharacter — nogis “Add Input Mapping” inimiamnizye
cucteMy oOpoOku BBeneHHs Ha movarky rpu. [logis Event BeginPlay BukonyeThcs
MiJ] 4Yac 3amycKy piBHS, BCTAHOBJIOIOYM IOYaTKoOB1 3HaueHHs 3MiHHUX (Is Dead,
Montage Index) Ta ctBoptoe ronoBuuii inTepdeiic rpu (Create Gameplay Ul Widget),
SIKAW JTOTA€ThCS Ha eKpaH uepe3 By30d Add to Viewport.

JHani orpumyetbest kouTposiep rpasist (Get Controller), sikuii mepeTBOPIOETHCS
Ha tun Player Controller i mepeBipsieTbcsi Ha BadiAHICTH. SIKIO BCE BUKOHAHO
ycmimHo, 3a gonomororo Enhanced Input Local Player Subsystem pomaetscs
koHTEeKCT KepyBaHHs (Add Mapping Context), sikuil Bu3Ha4yae Jii rpaBUs - pyX,
cTpuOOK, CTPLIKOY TOMIO.

e Blueprint BiamoBizae 3a MOYaTKOBE HAaJAIITyBaHHS YIpPaBIiHHS Ta

BioOpaskeHHs 1HTepdenCy Mics 3amyCcKy TPH.



Add Input Mapping

Add Input Mapping

¥ KddWappng Context

Enhanced
Input Local
Player
Subsystem

Puc. 3.9. Blueprint nonaii “Add Input Mapping”
JIxepeno: [CTBOPEHO aBTOPOM|

et Blueprint BP Floor - ¢ynkmis “Spawn Obstacles” BiamoBimae 3a
BUIIaJIKOBE CTBOPEHHS NEPEIKO/ Ha 1rpoBiid Jopixkul. [licns BUknuky QyHkii Spawn
Obstacles cucrema BuOHpae omHy 3 JOCTYIHHUX TOYOK craBHY (Spawn Points) 3a
JOTIOMOT010 TeHepatii BunajgkoBoro yucia (Random Integer in Range). [loTim mukn
For Loop mpoxomauth yci Toukw, 1 depe3 By3od Switch on Int Bu3HauaeThcs THI
nepemkonu, o Oyae crBopeHo - criHa (BP Obstacles Wall) a6o 6moxep (BP
Obstacles Blocker).

By3zon Add Child Actor Component nomae BuUOpaHUW THI TEPEIIKOIU O
norouHoro o0’exra mignoru (BP_Floor), BukopuctoByroun TpanchopMmaliio no3uiii
yepe3 Make Relative Transform. 3aBnsku npomMy MexaHi3My KO)KHa CEKI[iSl Tpacu
OTPUMYE YHIKaJIbHUN Hallp TeEpemKkoid, IO IMiIBUINYE BapiaTUBHICTH IrPOBOTO

TPOIIECY.

Jf Random Integer in Range

7 Add Chid Actor Component

_—— s
[ Spavin Obstacles £ Switch on Int
» —-»
Rar

clor Component

Defaut [
f Random Integer in Range
7 i Addpin @

|

Max [T] —_— f Make Relative Transform

Puc. 3.10. Blueprint ¢pynxmii “Spawn Obstacles”
JIxepeno: [CTBOPEHO aBTOPOM |
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Hanuit Blueprint BP_Floor - ¢yunkuis “Setup Spawn Points”cTtBopioe Ta
HaJaIITOBYE TOYKM CHABHY JJs MaiOyTHbOrO pPO3MIIIEHHS OO €KTIB, TAKUX SK
nepemkonu um Oonycu. Ilim wac BuxoHanHs ¢yHKIii Setup Spawn Points
B110YBAETHCSA MPOXOKEHHs 10 Beix mo3uiiisax cmyr (Lane Positions) 3a qomoMororo
mukiiB For Each Loop Ta For Loop. Jlns koXKHOT cMyTd OOYHCITIOETCSI KOOPAMHATA
3a Biccto X 13 3amaHuM KpokoMm (1200 oguHUIG), MICIs YOTO CTBOPIOETHCS BEKTOP
nosuiii (Make Vector) 1 Tpancdopmartis (Make Transform).

Hami no 06’exra nomaerbest crpinka (Add Arrow Component) 1y1st ToO3HAYCHHS
TOYKM CIIAaBHY Ha PiBHI, a 11 KoopauHatu oTpuMytoTbes yepe3 Get World Transform i
3anucyroThes B MacuB Spawn Points 3a monmomororo Bysna Add. Ile 3abe3neuye
aBTOMAaTUYHE CTBOPEHHS HAOOPY TOYOK, Y SKUX Haaalli BiOyBaTUMEThCS TeHEpallis

IrPOBUX €JIeMEHTIB.[ 1]

Puc. 3.11. Blueprint ¢pynkmii “Setup Spawn Points”

JIxepeno: [CTBOPEHO aBTOPOM|

Ieti Blueprint BP_Floor — ¢ynkmis “Power Ups Spawn Points” cTBOproe
TOYKH CIaBHY i1 OOHyciB (IiJICWJIEHb) Ha irpoBidi Tpaci. [ligx yac BUKOHAHHS
¢ynkuii Power Ups Spawn Points Bukonyetbcs 1mukin For Each Loop, sxuit
npoxoauTh yci goctymHi mosunii cmyr (Lane Positions). [ kokHOI mo3wminii
BU3HAYAIOTHCSI KOOpAWHATH 3 KpokoMm 1200 omuuuib, ¢opmyerbes BekTop (Make

Vector) 1 Tpanchopmarris (Make Transform) ams po3ranryBanas 00’ €kTa.
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Hami 3a qonmomoroto By3na Add Arrow Component CTBOPIOEThCS CTpIJIKa, SIKa
MO3Ha4Yae MicIe NmosiBu OOHYCY, a i1 komip 3MiHI0eThCs yepe3 Set Arrow Color - cuHiit
KOJIip BKa3ye, IO I TOYKA MpHW3HAUYeHa came Nyl 6oHycHuX 00’ekTiB. OTprMaHa
no3uilisi 30epiraeTbcss B MacuBl Spawn Points 1j1s MogayibIioro BUKOPUCTAHHS TPH

reHeparii macuiieHb i 4ac rpH.

7 Get Word Transtorm

Taget

Puc. 3.12. Blueprint ¢pynkiuii “Power Ups Spawn Points”

Jlxepeno: [CTBOPEHO aBTOPOM|

3.3.4. llepcona:x i kepyBanns (Enhanced Input)

I'epost peanizoBano sk Character Blueprint 13 lane-based norikoro: Tpu cmyru
PYXy, KOpOTKa IHTEpPIOJIliS MDK cMyramm uepe3 Timeline, cTpuOOK 1 KOB3aHHSI.
€nuni aii BBomy (MoveLeft/Right, Jump, Slide, Fire, Pause) s 3po6uB y naBa
KOHTEKCTU: Ha MOOLIBHUX - kecTH (cBaiinu/Tan), Ha [1K - knaBiatypa/muma. e gano
onuy Jsoriky Blueprints ans o6ox mnardopm 1 cradimpuuit UX. Komisii Ta ypakeHHs
o0poOmstoThesa noaisimu OnComponentHit/BeginOverlap 3 ypaxyBaHHSIM aKTUBHOTO

MIKTa, [0 TapaHTye nependadyBaHy MOBEIIHKY B Oynb-skux FPS.
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Puc. 3.13. 3aBepuieHHs QpyHKIII cllaiily mepcoHaxa

JIxepeno: [CTBOPEHO aBTOPOM|

3.3.5. lIpocrip i renepauis Tpacu.

Heckinuennuii tpek 3i0panuii 13 monyniB BP Floor, koxen mae mapkepu
Entry/Exit qis 6e31moBHOrO cTuKyBaHHs. [lonepeny 3aBxau MATPUMYETHCS dyepra 3
KUIBKOX  CEeKI[id, a T1o3axy  BiAmparpoBaHI  MOMYJl  MOTPAIUIIIOTH Y
BP_ObstacleDestroyer i moBepTaroThcsi B IyJ - 3aBISKH I[bOMY IIiJl Yac cecii HemMae
noporux Spawn/Destroy. BapiatuBHicTh 3a0e3neuye Habip «HaTepHIB» CEKIIIH
(Oe3meuHi, «HEPeUIKOAHI», «BOPOXI», 3MIIIaHI Ta PHU3MKOBI), 110 KOMOIHYIOTHCS

3aJIKHO BiJ] KPUBOI CKJIQJHOCTI.
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Puc. 3.14. ITouaTkoBuil BUIIISIA Tpacu

Jlxepeno: (CTBOPEHO aBTOPOM)

3.3.6. Ilepemikoau Ta cucTeMa KUAAHHA

VY rpi peamizoBaHO ONMH THUN TMEPEIIKOJ - CTaTUYHI Oap’€pu 3 MPOCTUMHU
XITOOKCaMHM, SIKI PO3MINIYIOTBCS Ha JIOPO31 Ta BHMAararoTh BiJl TPaBI IIBUIKOT

peakiii 1jsl yXUJIeHHs.

Puc. 3.15. Bummsig ofHi€l 13 IEPEIIKO

Jlxepeno: [CTBOPEHO aBTOPOM|

OcHOBHa B3aeMOJIisl 3 MEPEIIKOAAMHU BIIOYBAETHCS YEPE3 CUCTEMY KOMi31M, 1110
BU3HAUYa€ 3ITKHECHHS MmepcoHaxa 3 00’ exktamu. [locTpin peanizoBanuii y BP_Projectile
Ta Mpairoe y (HiKCOBAaHOMY HANpAMKY pyXy MepcoHaxa, 0e3 HaBeJACHHS UM KOPEKIIii
TpaekTopli. [lapameTpu MIBUAKOCTI CHapsAa, yacy WOro KUTTA Ta KyJJayHy miaiopaHi
TaKUM YHHOM, II00 MIATPUMYBaTH JWHAMIYHMA TeMN Tpu U 30epiraTu OanaHc
cknagHocTi. [lonist 3iTkHeHHs BUKIMKae curHan y GameMode a1 HapaxyBaHHS 040K

Ta Bi3yaJbHOTO (PimOeKy mia yac mpoxomkenHs [17].
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 Death
Target is f Delay e T Set Game Paused

¢ Event ActorBeginOverlap ¥ Cast To BP_RunnerCharacter

[ P — ) P — b Completed b

Object Cast Failed [ Target Duration | 1,0 ‘ Paused Return Value

As BP Runner Character

Puc. 3. 16. pyHKI1isI 3ITKHEHHS TIEPCOHAXkA 3 TIEPEIIKOI0I0

JIxepeno: [CTBOPEHO aBTOPOM|

3.3.7. llincuynenns, KoJeKIiiiHi 00’€KTH Ta mporpec.

Monetu (BP Coin) maroTh JieTKy aHiMallii0 oOepTaHHS ¥ Jal0Th MUTTEBUUN
binoex 'y HUD. Ilincunenns sxmowaroTh BP PowerUp Magnet i3 paaiycom
nputsryBanHs MoHeT. Y Runner SaveGame s 30epirato pexopi, CyMapHi MOHETH,
BUOPAHOrO MEPCOHAXKa, T'YYHOCTI, YYyTIUBICTh 1 NpO(UIb SKOCTI - yce 1€ OJHAKOBO

npamroe Ha Android 1 Windows.

Puc. 3. 17. Intepdeiic mporpecy B rpi

JIxepeno: [CTBOPEHO aBTOPOM|
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3.3.8. InTepeiic i HaBiranis (UMG).

InTepdeiic ctBopero sik okpemi Widget Blueprints: W _MainMenu, W_CS,
W_Settings, W_Pause, W_Results i W_HUD. Menemkep Ul y PlayerController
IOKa3y€e/X0Ba€e €KpaHH, 3a0e3neuye IJIaBHI MEepeXoqu W 3aCTOCOBY€E HaJlalITyBaHHS
6e3 mnepezanycky. HUD mokasye ouku, AMCTaHIIO, MOHETH, CTaTyC AaKTUBHUX
e(eKTIiB 1 KOPOTKI KOHTEKCTHI MiJKa3KH Uil mepimux irop. S BukopuctaB anchors,
DPI Curve Ta Safe Zone, Tox Ul omHakoBo uuMTaOeqbHUN Ha PI3HUX EKpPaHHUX
IIUIBHOCTSIX; Ha MOOUTbHUX 30inbmieHi 30HM TopkanHa, Ha [IK akTtuBHI rapsui

KJIABIIIII.

WARNING!

Puc. 3. 18. InTepdeiic monepeKeHHs PO MPOIOBKEHHS IPH

Jlxepeno: [CTBOPEHO aBTOPOM |

Ha pucynky 3.11 peanizoBana Jyorika kHomok «Resume» Ta «Main Menuy y
MeHI0 may3u. Ilicis CTBOpEHHS BIJKETy BCTAHOBIIOETHCS (DOKYC 1 BMHKAETHCA
Kypcop Muii, 1mo0 rpaselb MIr B3aemofiatu 3 iHTepdeiicom. Knomka Resume
nepesipsie, uu rpa nepeOyBae B mays3i. SKIo Tak, nay3a BUMHUKAETHCS, PEXXUM BBOIY
noseptaeTrbest y Game Only, Kypcop MPHUXOBY€ETbCS, @ MEHIO BUJASIETHCA 3 €KpaHY.

Knonka Main Menu Takoxx mpuOupae BIIKET 1 BAKOHYE Tepexij] 10 TOJTOBHOTO MEHIO
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yepe3 Open Level. Takum yrHOM, 1151 JI0oT1Ka 3a0€3M€4y€ KOPEKTHE MPOJOBKEHHS IPH

a00 BUXiJ Y TOJJOBHE MEHIO I1i]1 Yac TMay3Hu.

F GetPlayer Controlier

F Remove from Parent

o 13 Game Paused

fieturn Valie

F Remove from Parent -t __
& On Clicked (MainMenu_Btn) F Open Level [by Object Reference)
» >

Puc. 3. 19. dyHKIIis IPOIOBKEHHS I'PH B MEHIO TIay3HU

Jlxepeno: [CTBOPEHO aBTOPOM|

3.3.9. MoaenoBaHHs cepeloBUIA, KOJI3ii Ta Qizuka

[nctpyment Landscape/Terrain si BUKOpUCTaB [Isl CTBOPEHHSI MPOCTOTO (POHY
HABKOJIO TpacH, o6 HajaTu MMOUHY 300pakKeHHIO 0€3 CKIaHUX MOjeNiel. 3aBIIKu
cucreMi LOD nanamadTt He BIUIMBaE Ha MPOAYKTUBHICTH TpU. 3a JONOMOIOKO
BOynoBanux Modeling Tools s mBuAKO CTBOpIOBaB MpOCTI (POpMHU TMepemkos 1
HaJAIITOBYBaB KOMNI3li A1 pyXy HepcoHaxka mo cmyrax. Lle mo3Bonmio MmBUIKO

NepeBIpATH 3MIHUA 0€3 BUKOPUCTAHHSI CTOPOHHIX Mporpam g MojaentoBanHs [10].
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Nl

L TR ¢

Puc. 3. 20. [Ipuknan 6a30Boi kapTu

Jlxepeno: [CTBOPEHO aBTOPOM|

51 cTBOpUB OKpeMi KaHajaW B3a€EMOZAIl JUIsl MEPCOHAXa, MEPEUIKOA, CHapSIIB 1
MOHET, 100 KOKeH 00’€KT pearyBaB TUIbKH Ha moTpiOHI moxii. Hanmpuknaa, Mmonetn
He OJOKYIOTh PYyX, a MPOCTO aKTUBYIOThH MO0 MiAOopy. Di3uuHy CUMYISAIIIO S HE
BUKOPUCTOBYBAB, 100 Tpa MpalfoBajia IIBUIIIEC. YCi 3ITKHEHHS MOOy/IOBaHI Ha
OPOCTUX TpUrepax 1 TOUYHUX XITOOKCax, 10 AOOpE MIAXOAUTH ISl JTUHAMIYHOTO

FeMMILICIO PaHHCpaA.

3.3.10. OnTumizauis Ta mesh instancing.

JJ1st MOBTOPIOBAHMX HEBEJIMKUX 00’ €KTIB 1 JEKOPY g BUKOpUCTOBYBaB Instanced
Static Mesh (HISM) - mie mgo3Bomnsie BigoOpakatu Oararo Komidi OIHOTO 00’€KTa 3
MIHIMAJIbHUM HABaHTAKCHHSIM Ha CHUCTEMY. 3aBISKH IIbOMY KUIBKICTh BHUKJIHKIB
penaepy (draw calls) 3HauHO 3MEHITHITACS.

Takox s 3acrocyBaB LOD-mpodini s OyaiBenb, CTHCHEHHS TEKCTYpP

(ASTC/ETC2 nns Android 1 BC g Windows) Ta 0OMEXHB KUTBKICTh YHIKQJIBHUX
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martepiaiiB. Lle monoMorso miaTpuMyBaTu cTabuUTbHY YacToTy KajpiB - S0—60 FPS nHa
MoOUTbHUX TipucTposix 1 60 FPS na I1K.

Jlnst mommyky mpoOrieM 13 MPOAYKTHUBHICTIO s KOPUCTYBABCs mpodaiiepamu
Stat Unit, GPU Visualizer. Ilicns anamizy s crpolryBaB Marepiajd, 3MEHIITYBaB
KUIBKICTh €(eKTIB 1 3aMIHIOBaB 4YacTl CTBOPEHHsS OO ’€KTIB Ha MYyNiHI, mo0 Trpa

mpaifroBaJa TUIaBHiIIe.

Compression

Default
Default

latform Tiling Set... FromTex

Extremes Whe...

Puc. 3. 21. [Ipukiaa ontumizaiii TEKCTYp

Jlxepeno: [CTBOPEHO aBTOPOM|

Ha pucynky 3.14 HaBeneHO JiarHOCTUYHMM oBepiied nmpoaykTtuBHOCTI Unreal
Engine 5, skuii BigoOpaxae peanbHl MMOKa3HUKKM podotu rpu. Ilepmr 3a Bce
3a3Hava€ThCA KUIbKICTh KaapiB 3a cexkyHay (FPS). Ilapamerpu Frame Time, Game,
Draw ta RHIT noka3ytoTs yac, HeOOX1JHUHM JIJ1s1 0OpOOKU OJHOTO Kajpy, JOTIKH T'PH,
IITOTOBKM pEHJIiepa Ta BUKOHAHHSA T'padiyHUX KOMAaH] BIATOBITHO - IIiABHINCHI
3HAYEHHS IUX TMapaMeTpiB O3HaualTh nepeBaHTaxkeHHs cucteMd. GPU Time
JEMOHCTPYE HaBaHTAXCHHS Ha BIJICOKApTy, a TMOKa3HHUKM Mem Ta vMem
BiJI0OpaaroTh CIOKUBAHHS OIMeparuBHOI Ta Bimeomam’siti. Kpim Toro, mapamerpu

Draws Tta Prims mnoka3yioTh KUIBKICTh BHUKJIMKIB pEHJIEpa Ta TMOJITOHIB, IO
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BIINIMBAKOTh Ha HpO)_IYKTI/IBHiCTB. I[aHl MCTPHUKHU JOIIOMAIr'alOTh 3pO3YMiTI/I, 1o camMe

BapToO ONTHUMI3yBaTH JIs mokpaiieHus FPS.

Buflds++UEE+Rele

FEETTTES

Puc. 3. 22. [Ipuknan xapakTepUCTHKHU I'PU

JIxepeno: [CTBOPEHO aBTOPOM|

3.3.11. Loading/Sequencer i 30ipka.

KopoTki expaHu 3aBaHTaXEHHS TOKAa3yHOThCS MiJ Yac MIATOTOBKH PIiBHS
Runner Map, konu rpa 3aBaHTaxye MOTPIOHI pecypcu Ta OHOBIIOE 00 €KTH B
nam’siTi. J{7s BCTymHUX 1 ¢iHaTBHUX CIICH s BUKOPUCTAB MPOCTI Kaapu Sequencer 6e3
CKJIQJHUX €(EeKTIB, 1100 HE 3HIKYBATH MPOAYKTUBHICTb.

I'pa 30upaeTbest 3BuUaitHuM crnocobom: st Android - y dopmari arm64 3
Vulkan 1 ctuckanusm tekctyp ASTC/ETC2, a mns Windows - y x64 3 DXI12.
OOpanuii mpodinb SKOCTI (BUCOKUM, cepelHii ad0 HHU3bKHUI) 3a4a€TbCsi B MEHIO

Settings, 30epiraeThcs B Runner SaveGame 1 aBTOMaTHYHO 3aCTOCOBYETHCS Tij 9ac

3aMycKy I'pu.



49
3.3.12. Bubip nepconaxka

Cucrema  BuOOpy  mepcoHaxka  peamidoBaHa y  Blueprint-kiaci
BP CS Characters, sxuii BiamoBizae 3a 30€pekeHHS BHUOPAHOTO TEpOs Ta HOTO
nepenady y roJioBHHM piBeHb rpu. Ilicias BuOopy mepcoHaxka yepe3 roJOBHE MEHIO
rpaBelb akTuBye (QyHkmito Save Character, mo mnepeBipse HasBHICTb (ailily
30epexkenns (Does Save Game Exist) y cnori PlayerCharacter. Skmo ¢aiin yxe
ICHy€, JaHl 3aBaHTaXyIOTbcs 3a gomomororo By3na Load Game from Slot i
OHOBJIIOIOTHCSI HOBUM 3HAYE€HHSAM BHOPAHOTO MEPCOHA)Xa; SKIIO Hi - CTBOPIOETHCSA
HOBHUI 00’ ekT 30epexenHs (Create Save Game Object).

Otpumanuii 00’ekt 30epiraeTbcs uepe3 Save Game to Slot, micig yoro rpa
aBTOMAaTUYHO BIJKpUBae piBeHb Runner Map, yxe 3 oOpanum mnepcoHaxem. s
nporo y kiaci Runner SaveGame mnepenbauena 3minHa PlayerCharacter, ska

3YUTYETHCS M1J] Yac 3aMyCKy KapTH, 1100 BUBHAYUTH, SIKUU repoil Oyae BUKOPUCTAHUN

y rpi [15].

[ Tk
=== T - ——-p

Retum Value Condition ~ False B 3 Object C e Return Value
a3l

F Open Level (by Object Re

Puc. 3. 23. @ynkiiis 30epexeHHs MepCcoHaxa

JIxepeno: [CTBOPEHO aBTOPOM|

Takum ynHOM, BUOIp TIEpCOHAXKa 30epiratoThest JOKATBHO Yy daini SaveGame,

mo 3abe3nedye 30epekeHHs BUOOpy MK ceaHcamu Tpu. CucrtemMa € IpocTolo,
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HaﬂiﬁHOIO Ta JICTKO PO3HIMPIOBAHOIO! HIO6 A0JaTh HOBOI'O repos, 10CTaTHbO BHECTHU

1oro y criicok BHOOpY MEHIO Ta mepeaary Horo iMm’st 1o 3minHoi PlayerCharacter.

Puc. 3. 24. Mexanika BUOOpy nmepcoHaxa

Jlxepeno: [CTBOPEHO aBTOPOM |
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BucHoBku 10 po3ainay 3

VY TperboMy po3aii Oylo AETadbHO PO3MISHYTO TEXHIYHY CKIJIAJIOBY IMPOEKTY,
0 OXOIUTIOE 3aco0M pO3pOOKH, BHMOTH JO TMPOTPAMHOTO Ta amapaTrHoro
3a0€3IeUeHHs, a TaKOXX OCOOJIMBOCTI IMPOTrpaMHOI peai3ailii OCHOBHUX €JIEMEHTIB
rpu. Y Mexax JOoCHiKeHHs oOrpyHtoBaHo BuOip pywis Unreal Engine 5.4 sk
ONTHMAJBHOIO CEPEJOBMILIA Ui CTBOPEHHS KpOCIJIaTGOPMHOI TpU  KaHPY
runner-shooter, 1110 103BoJIsI€ peai30ByBaTH NOBHUH IIUKI PO3POOKH - BIJ MPOTOTUITY
no 30ipku - 0Oe3 3aldydeHHS CTOPOHHIX I1HCTPYMEHTIB 1 MOB MpOrpaMyBaHHS.
Buxopucrtanus cucrem Blueprints, UMG, Enhanced Input 3a6e3meunsio mBuike
CTBOPEHHsI 1pOBOI JIOTIKH, 1HTEep(eiicy, edeKTiB 1 cTabinbHy podoTy rpu gk Ha I1K,
TaK 1 Ha MOOUTHHUX MPUCTPOSIX.

BusnaueHo TexHI4HI Ta MPOrpaMHi BUMOTH JI0 CUCTEMHU PO3POOKH U IIITLOBUX
miargpopm. CdopMynboBaHi MiHIMAAbHI Ta PEKOMEHJOBaHI XapaKTEPUCTUKHU
oOnasiHaHHS TapaHTYIOTh CTa0LIBHY pPOOOTY pylnis W TOTOBOI TP Ha PI3HHUX
npuctposix. OcobnuBy yBary mnpuauvieHo miarpumii Android-minargopm i3
Vulkan-pengepom 1 cywacanx Windows-koHdirypamii i3 DX12. Ile ctBOproe
nepeyMoBH Il MaciiTaOyBaHHS MPOEKTY Ta MalOyTHHOIO PO3MIMPEHHS HOTO
(YHKI1OHAJIBHOCTI.

HaiiGinpmmii 06csir poOoTH MpUIiaB Ha OMUC MPOTPAMHOI peaizalli. Y Mexax
[IbOTO TMiJIPO3JITYy CTBOPEHO BIIOPAIKOBAHY CTPYKTYpy KOHTEHTY B JHPEKTOpIi
Runner, mo 3a0e3mneuye JOTIYHUI MOAUT MK KOMIIOHGHTAMH TPH: TIEPCOHAKEM,
Tpacoro, MepemkoaamMu, 0oHycamu, iHTepdericoM 1 cucTeMoo 30epexkeHb. JleTanbHo
peaizoBaHO IrpOBUM IMKJ, AKUH OXOIUIIOE OCHOBHI KapTu - MainMenu, CS_Map,
Loading ta Runner Map, - mo (opMyrTh MOBHUN KOPUCTYBAIbKUN TOTIK Bij
BUOOPY MEepCcoHa)Xa JI0 pe3yibTariB cecii.

OnucaHo apXITEKTypy KepyBaHHsS craHamu rpu yepe3 BP RunnerGameMode,
mo koopaunye pexxumu Ready, Playing, Paused 1 GameOver, a Takox moB’s3aHy 3
HuM Joriky y PlayerController Ta HUD. V miacucremi kepyBaHHS INEpCOHAXEM
peanizoBaHO pPyX MK CMyramu, CTpHOKH, KOB3aHHS Ta CTPUIBOY 4epe3 CHUCTEMY

Enhanced Input, mo yHidikye kepyBaHHs 11 MoOUTbHUX TpucTpoiB 1 [1K. I'eneparris
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HECKIHYEHHOI Tpacu moOyloBaHAa Ha MOAYJIbHOMY TMPHUHIUII 3 BUKOPUCTaAHHSIM
BP Floor 1 BP ObstacleDestroyer, mo 3abe3neuye Oe3MepepBHICTh ITPOBOTO
nporiecy 6e3 mepeBaHTAKCHHS TTaM’ SITi.

Y wMexax rpadiuHOi YAaCTHUHHM peari3oBaHO 0a30By ciieHorpadito dYepes
Landscape 1 Modeling Tools, cTtBopeHo mnpoctuii (oH 1 OTO4YEHHS O€3 BTpaTu
npoayktuBHOCTI. KomiziiiHa cuctema moOyqoBaHa Ha OKPEMUX KaHallaxX B3aeMOIIi
JUISL TIEPCOHAXkA, TIEPEIIKO]] 1 KOJIEKI[IHHUX 00’ €KTIB, 110 TapaHTy€ KOPEKTHY POOOTY
3ITKHEHb 1 TOAiN. 3amis MiABUIIEHHS €(PEKTUBHOCTI PEHIAEPUHTY BIPOBAKEHO
Instanced Static Mesh (HISM), Bukopucrano piBHi getanizamii (LOD) 1 kommpecito
TEKCTYp AJIA PI3HHUX IUIaT(GopM, 10 T03BONMIO AociarTh ctabuibHux 50—60 FPS Ha
Mo6iTbHUX TipuCcTposix 1 60 FPS na I1K.

Takox y Tpi peanaizoBaHO cUCTeMY 300py MOHET 1 30€peKeHHsI IPOrpecy uepe3
Runner SaveGame, a intepdeiic modynmoBano Ha 6azi UMG, i3 aganTaniero 10
PO3AUIBHOCTEH 1 CEHCOpHOTO KepyBaHHsS. OKpemMo PO3pOOJEHO MPOCTY CHUCTEMY
BubOopy mnepconaxa (BP_CS Characters), sxa 30epirac oOpaHOTO Teposi Mix
ceancamu Tpu. /{75 eramiB 3aBaHTaXEHHS 3aCTOCOBAHO JIETKI CIIEHHU 3 Sequencer, 110
MPUXOBYIOTh 1HIMIAMI3AII0 PECYpPCIB Ta CTBOPIOIOTH IJIABHUH KOPUCTYBAIIBKUIMA
JOCBI/I.

Pesynbratn  po3poOKM  3acBIMUWIM, IO 3ampONOHOBaHA apXITEKTypa €
CTallIBbHOI0, JIOTIYHO OpraHi3oBaHOK I MacmTaboBaHOO. BoHa 103BosiE€ JIETKO
J0JIaBaTH HOB1 €JIEMEHTH TeUMILICIO, ONMTUMI3YBaTH MPOAYKTHUBHICTh 1 TOTYBaTH TPy
0 TIONAJIBIIMX eTamB - JIoKamizallii, (iHaapHOiI omTuMizalii Ta myOmkamii y
nuppoBux MarazuHax. [IpoBeseHa peanizanis NiATBEpAUIIA IPAKTUYHY €(DEKTUBHICTD
oOpaHuX TEXHIYHUX pIMIEHb 1 TPOJAEMOHCTpyBaja MOXIJIHMBICTh CTBOPEHHS
MOBHOIIIHHOTO 1TPOBOTO TPOAYKTY Ha OCHOBI BI3yaJlbHOTO IIpOorpaMyBaHHS 0e3

3anydeHHs kogy C++.



53
PO3ILT 4

HIATOTOBKA I'PA 10 PEJII3Y

4.1 Peni3 Ha pizHux miaargopmax

[lyOnikamist MoOuIbHOI Bepcii rpu B Amazon Appstore nependadaTume
MIPOBEJICHHS OKPEMOTO ITUKITY IMiITOTOBKU, ONTUMI3allii Ta TECTYBaHHS BIAMOBIIHO J0
BuMor 1iargopmu Amazon. Ha nmouarkoBomy erami B Unreal Engine y po3auti
Project Settings — Platforms — Android Oyne HamamToBaHO mapaMmeTpu 301pKu
BiAmoBiAHO 10 Bepcii Android API, a Ttakox Oyne akTMBOBAaHO IMIATPUMKY
apxiTeKTypu arm64. Sk OCHOBHHUI peHAepep IUIaHyeThCs BUKOpUCTOBYyBaTH Vulkan
TUTst 3a0e3MeueHHs CTa0UIbHOI TPOAYKTUBHOCTI Ha OUIBIIOCTI MPUCTPOIB, TOCTYITHUX
y Mara3uHi Amazon.

[Ticns 3aBepiieHHsS TEXHIYHOI MIATOTOBKU TMPOEKT Oyne 3i0panuii y Qopmar
.apk abo .aab, a mianUCaHHs 3aCTOCYHKY BUKOHYBAaTUMEThHCS 32 JIOTTIOMOTOIO BIIACHOTO
keystore, cymicHoro 3 Android Studio. Ilomepeane TecTyBaHHA TIpH
3MIACHIOBATUMETHCSI HAa PEATbHUX TMPUCTPOSX JUIS TEPEBIPKH  CTAOUIBHOCTI
KepyBaHHS, KOPEKTHOCTI  iHTepdeicy, 4YacToTH KaJpiB Ta  3arajbHOTO
KOPUCTYBAILKOTO JOCBITY.

3aBaHTaXeHHs MPOEKTY BigOyBarumeThcs yepe3 Amazon Developer Console,
ne Oyne copMoBaHa CTOpiHKa 3acTOCYHKY. Jlo Hei yBIWIyTh OCHOBHI Marepialiu:
Ha3Ba, OIMC, KaTeropiss, IKOHKAa, CKPIHIIOTH, Tpeiuep, BIKOBI OOMEXEHHS Ta
iHopMaris 1moa0 KOH(IAEHIIIMHOCTI Ta 300py JaHuX. Takok Oyae HamalToBaHa
CYMICHICTh 13 Mmozensamu npuctpoiB Fire ta iHmmmu Android-npuctposimu, sKi
niaTpumye Amazon Appstore.

[Ticnst moganHs rpu A0 myOmikaiii Amazon 37iHCHIOBaTUME aBTOMAaTUYHY TEXHIYHY
NEPEBIPKY, 110 BKJIIOYATUME KOHTPOJIb MPABWJIBHOCTI MIAMUCY, aHajl3 HAasBHOCTI
KPUTHYHUX TIOMHJIOK Ta OIlIHKY BIJAMOBIZIHOCTI 3aCTOCYHKY PEKOMEHJAIIsM
wiargopmu. Y pasi yCHOiIHOrO NPOXOJKEHHS MEpeBIpoK rpa Oyne mnepenaHa Ha

MOJIepaIlifo, SKa MOYKE TPUBATH BiJ KIJTLKOX TOJUH JO KIJTBKOX JTHIB.
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[Ticnst cxBajieHHs MojiepaTopaMu T'pa CTaHE JOCTYITHOKO JISl 3aBaHTAKCHHS B
Amazon Appstore, a poO3pOOHUK OTPUMYBAaTHME MOXKJIUBICTh BIJICTEXKYBAaTH
CTaTUCTUKY BCTAHOBJICHb, OI[IHKM KOPUCTYBaYiB, TEXHIYHI 3BITH Ta 1HII JIaHi 4epes

Amazon Developer Console.

4.2 TectyBaHHS Ta HAJIATO/IKEHH S

VY Mexax mporo mporecy mepeBipsiach KOPEKTHICTh pOOOTH OCHOBHUX CHCTEM
- pyXy IIepcoHa)xa, JIOTIKM MepemKoa 1 OOHYCIB, CUCTEMU PaxyHKY, 30epe:KeHHsI
nporpecy Ta iHTepdericy. TectyBanus npoBoawiocs sik Ha [TK, Tak 1 Ha MOOUTbHHX
IPUCTPOSIX, 1100 BUSBUTH BIAMIHHOCTI y ToBemiHii exemeHTiB Ta FPS. [Ins anamizy
MPOYKTUBHOCTI BHKOPHUCTOBYBAJIMUCH BOynoBaHi mpodaiiiaepu Unreal Engine - Stat
Unit, Stat GPU. 3a pe3ynbraramu nepeBipok BUKOHYBAJIOCS CIPOILIECHHS MaTepialliB,

3MEHIIIEHHS KUTBKOCT1 aKTUBHUX €(EeKTIB 1 YCyHEHHS APIOHUX JIOTTYHUX TTOMUJIIOK.

4.3 bajancyBaHHA reiMIuiero Ta ontumisanis inrepgeiicy (UX/UI)

3a momomoror kpuBux ckiamaHocti (Curve Float) y GameMode moctymnoBo
30UIBbIIIyBaJIach IBHJAKICTh OIr'y TIEpCOHa)ka Ta YacToTa TIOSBH TMEPEIIKO/.
TectyBanHa OanaHCy NTPOBOJUIOCH KUIbKOMA KOPUCTyBauamu, 00 BU3HAYUTHU
ONTUMAJIbHY TPUBAJIICTh CECli, CEPEIHIO TUCTAHIIII0 Ta KoMpopTHUiA Temn rpu. [Ticms
JNEKUIBKOX 1Teparliii 0yi0 JOCATHYTO CTA0LILHOIO PiBHS CKJIAIHOCTI, SIKUM MiIXOUTh
SIK JIJI1 HOBAUKIB, TaK 1 JUIs IOCBITYEHUX TPaBIIiB.

Mento rpu, HUD Oynu agantoBaHi mif pi3HI PO3ILIBHOCTI €KpaHIB - BiJl
MoOubHUX HD-aucrnieiB no mmumpoxopopmaraux MoniTopiB IIK. Byno mpoeaeHo

yHI(IKaIlio KOJIbOPOBOi MATITPH, 301JIbIIIEHO KOHTPACTHICTh TEKCTIB.
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4.4 MapkeTHHIOBA MiJITOTOBKA

byne crBOopeHo Hallp BI3yaJlbHMX MarepiaiiB Uil CTOPIHOK Yy Amazon
AppStore: 0oroTut, iKOHKY, CKpiHIIOTH 1 Oanepu. J{is myOmikaiii Oyzie miaroToBIeHO
TEKCTH OMUCIB - KOpoTkui (10 80 cumBomiB) 1 moBHuM (10 4000 cuMBOIIB), sKi
OMHCYIOTh ITPOBUI TIPOLIEC, KaHP Ta KIHOUOBI 0coOMMBOCTI. Takoxk po3poOieHo
MOJIITUKY KOH(1EHIIMHOCTI, sSiIKa BiMOBIIae BuUMoram Amazon AppStore.

EdextuBHa cTpaTerisi IpOCyBaHHS € BaXJIMBOIO CKJIAJIOBOIO KHUTTEBOTO IUKITY
IrPOBOTO TPOEKTY, OCKIIBKK caMe BOHA 3a0e3mnedye 3aydeHHs ayauTopii, hopmye
BIII3HABAHICTh OpeHly Ta MIABUIILY€E KOMEPUIMHUNA MOTeHIad TpH. s 1HA1-POEKTIB,
Takux sk Runner-Shooter, MapkeTHHTOBa KammaHis Ma€ OyTH THYYKOIO, Bi3yaJbHO
NpUBAaOIMBOI0 W MaKCHUMaJbHO OpPIEHTOBAHOIO Ha COIiajbHI IIATHOPMH, e
CKOHIICHTPOBaHa [IJIbOBA ayAUTOPIst MOOUTbHHUX T'PABIIIB.

OCHOBHMMH KaHaJaMH TIPOCYBaHHA TpH BU3HAYEHO COIiaJIbHI MEpexKi
(Instagram, TikTok, Facebook), mmardopmu nmns iumi-po3poOHukiB (itch.io, Game
Jolt), a Takox 1rpoBI CEpBICH 3 BEJIMKOK KOPHCTYBAlLbKOIO 0a3010, Takl K Amazon
AppStore. ¥ Mexax 1i€i cTparerii mpocyBaHHS MepeadadeHo KuTbKa KIHOYOBHUX

eTaris.

Eran 1. Tuzep-kamnanist

[Tepmmii eram mpocyBaHHS - CTBOPEHHS KOPOTKOTO TH3EpY, SKUH TOKa3ye
TOJIOBHY 1/1€t0 TpHu 0e3 pO3KpHUTTS BCix aeTaned. Tuzep tpuBamicTio 15-20 cekyHn
Mae TepelaBaTi JUHAMIKy TeMMIUICI0, CTHJIb Bi3yasi3allli Ta TOJIOBHY OCOOJIMBICTH
TpU - TIOEAHAHHS C€JIEMEHTIB paHHEpa W mIyTepa. Moro moxHa MOIIIUPIOBATH Yepe3
TikTok, Instagram Reels, YouTube Shorts, mo 103BOJUTH IIBUJIKO OXOIMHUTH
MOOUIBbHY ayauTopito. Ha nbomy k erarii CTBOPIOE€ThCsl 0a30BUiA ciioraH (HampHKiai,

“Run. Aim. Survive.”), SKuii CTaHe YaCTHHOIO MailOyTHHOTO OPEHTY TPH.
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Eran 2. JlemoBepcist
Hactynaum kpokom € myOmikamis gemo-Bepcii Ha miuatdopmax itch.io abo
Steam Next Fest. Ile qo3Bosisie oTpuMary mepiivii 3BOPOTHUN 3B’SI30K Bij] TPABIIIB,
MPOTECTYBaTH CTaOLIBHICT 1 BHUSBUTH TEXHIUHI Hemomiku. JlemoBepcis Mae
BKJIIOYaTH OJHY KapTy, 0a30BMil HaOip mnepemko] 1 OOHYCIB, a TaKOX CHUCTEMY
MiJpaxyHKy O4oK. 3i0paHi BIATYKH MOXXHA BUKOPHCTATH JIJISl TIOKPAIICHHS OallaHCy,

Ul ta xepyBaHHS.

Eran 3. Tpeiinep

Ha ocHOBI OHOBIIEHOI Bepcii I'pd CTBOPIOETHCS OMILINHUN Tpeisep, SKul
JIEMOHCTPYE OCHOBHI MEXaHIKH, TIEPCOHAXIB, MiACWICHHS Ta edexTu. OnTuManbHa
TpUBATICTh - 45—60 cekyna. Tpeiep cynpoBOIKY€EThCA €HEPTIAHUM CAyHITPEKOM 1
NOKa3y€ HalJMHAMIYHIIII MOMEHTHU reiimiuieto. BiH myOiiKyeTbcs Ha CTOpIHKAX I'pu
B Steam, Google Play 1 comianbHUX Mepeax, a TaKOX BHUKOPUCTOBYETHCS SIK

pEeKJIaMHUNA MaTepial MiJl yac MoAaHHs Ha peCTUBAII 1HI-1TOP.

Eran 4. Cropinka B Amazon AppStore
Jlist myOnikauii rpy CTBOPIOETHCA CTOPIHKA NPoayKTy B Amazon AppStore, sika
MICTUTh Ha3By Ipu, KopoTkuit omuc (mo 80 cumBoimiB), moBHuit omuc (mo 4000
CUMBOJIIB), CKPIHIIOTH, TPEWUep, KaTeropito, peUTUHT 1 HOJITUKY KOH(IIEHIIHHOCTI.
Oco0nuBy yBary mpuaiiecHo BHOOpPY 1KOHKH, fIka Ma€ OyTH UiTKOIO, KOHTPACTHOIO
acoIlifoBaTUCs 3 JWHaAMIKOK Tpu. Takok roryerbcst 3actaBka (feature graphic) y
dopmari 1024x500 mikceniB, ika BAKOPUCTOBYETHCS SIK OaHEP HA CTOPIHIII TPH.
dopmyBaHHs OpeHay rpu
JUist  CTBOpEHHsI BIII3HABAHOTO 00pa3y TIpu PO3pOOJECHO €JIeMEHTH Bi3yasbHOL
aliICHTUKHU:
- JloroTHnm - MiHIMAJICTUYHHUI TEKCTOBUM 3HAK 13 JUHAMIYHUMH JIHIIMH, SKUH
nepenae pyx i MBHUIKICTb.
- IxoHKa - 300pa’keHHS TOJIOBHOTO NIEPCOHaKka a00 MOMEHTY CTpHOKa, BUKOHAHE

Y ACKpaBHUX KOHTPACTHHUX KOJILOPAX.
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- IMocrep - koMmo3uuis, 10 NOEJHYE IEPCOHa)a, TpAacy Ta CJIOTaH, MOXKE
BUKOPHCTOBYBAaTUCh Y  COLIAJIBHMX  Mepexkax abo  SK  TOJIOBHE

TPOMO-300paKeHHS.

Jlnis 30epeskeHHs] €IMHOTO CTUJII0 BUKOPUCTOBYETHCS Y3TOMKEHA KOJIHOPOBA MajiTpa
(cuHBO-TIOMapaHyeBa ramMa) Ta MpPUPT 13 YITKUMH T€OMETPUYHUMH (HOpPMaAMH, IO
M1JIKPECIIOE KaHP TPHU.

IIpukJajg 3acTocyBaHHSI MAPKETHHIOBOI cTpaTerii

1. Ilepeapeniz (Pre-launch): myGmikaiis TH3epy, CTBOPEHHS CTOPIHKU T'PU B
itch.io0 1 kopoTkux ponukiB y TikTok.

2. Peni3: myGmikaris rpu B Amazon AppStore, 3amyck Tpeiinepa, 301p BIITYKiB,
nepie OHOBJICHHS [27].

3. Ilicia Peniz (Post-launch): perymsipHi n0OCTH, OHOBIEHHS KOHTEHTY,
nyomikariss cratuctukd  (“gocsrayto 10 000 rpaBIiB”), 1HTEpaKTUBHI
OTIMTYBaHHS, TOJJABaHHS PEUTUHTOBHUX TaOIHIIb.

Po3pobnena mapkeTrHroBa cTparerisi nependadae MmocaiJOBHUN PO3BUTOK I'PH
BiJI TU3EPY JO AKTUBHOTIO KOM’FOHITI IMICJIsI penidy. BukopuctanHs OE3KOIITOBHUX 1
JOCTYIHHUX KaHaIiB MPOCYBAHHA J103BOJIsIE€ €()EKTUBHO OXOMHUTH LIBOBY ayIUTOPIIO
0e3 BenuKHX (PpIHAHCOBUX BUTpaAT. Y MaillOyTHHOMY peaiizallisi I[bOro IJIaHy JacTh
3MOTYy He JiMie 30UIbIIMTH BMi3HaBaHICTh rpu Runner-Shooter, ane i 3akpinutu ii
MO3UIIIT cepel IHI-TIPOEKTIB y CBOEMY >KaHPI.

®diHaTbHUM KPOKOM CTaHe MiAroToBKa 30ipok s myoOmikari. s Android
Oyle CTBOPEHO MIJNUCAaHUM .aab-MakeT 13 BUKOPUCTAaHHAM BiacHoro .keystore, akuit
Oyne TpoTecToBaHO Iepel BUITycKoM Yy mnpogakmH. Jlins Windows-Bepceii Oyme
BUKOHAHO 30ipKy y ¢opmati Shipping 1 MiATOTOBICHO 1HCTAJSALUIMHUNA TMaKeT AJis
nyOmikartii. [Ticist mepeBipku 060X 30ipok Oyzme chopmMoBaHO pei3Hi BepcCii 3 €TUHOI0
0a3010 KOHTEHTY Ta KOH(]IrypamisMu, 1o 3a0e3redyroTh CTablIbHy poOOTYy I'pHU Ha

PI3HHUX MIPUCTPOSIX.
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BucHoBKkH 10 po3ainy 4

Y Mexax MiAroTOBKH TPHU JI0 penizy Oyjao MpOBEACHO KOMIUIEKCHY pOOOTY,
CIpsIMOBaHY Ha IiJIBHIIEHHS SKOCTI ITPOBOTO MPOIECY, CTAOUTIHHOCTI Ta 3py4HOCTI
KOpUCTYBaHHS. Y XO/A1 TECTyBaHHS MEPEBIPEHO KOPEKTHICTH POOOTH OCHOBHHX
CUCTEM: pyXy IEpCOHa)ka, KOIi3iid, 300py OOHYCIB, 1HTEp]EiiCy, a TaKoX JIOTIKU
MiJPaxXyHKy OYOK 1 TMepexoay MK CTaHaMH Tpu. AHai3 MPOBOAUBCA SIK Y
CepeoBUIIl peaKTopa, TaK 1 Ha TOTOBUX 301pKax Jjisi MOOUIbHUX MpucTpoiB Ta [1K.
3a momomororo iHcTpyMeHTiB Stat Unit, Stat GPU Oysno BUsABIEHO KiTbKa TEXHIYHUX
MOMEHTIB, IO BIUIMBAJIN Ha CTaOUIbHICTH FPS, micisa 4oro BUKOHaHO HU3KY JAPIOHUX
ONTHUMI3alllii — CIPOIIEHHS MarepiajiB, KOPEKII0 KOMi31d 1 MOKpaIleHHs JOTIKH
00pOOKHM MOAIH.

[Tix yac GanmaHcyBaHHS FeHMILICIO BIAJIOCS JOCSATTH CTaOLIbHOI TUHAMIKH, SKa
BIJMIOBIJAE JKaHpPy runner-shooter: MOCTYNmOBE 3pOCTAaHHS IIBUIAKOCTI PYXy
NEepPCOHaXKa, 30LIBIICHHS KUIBKOCTI TMEPEeNIKoJ] 1 IMOCTYNMOBE YCKIAIHEHHS Tpacu
CTBOPIOIOTH BITUYTTS MPOTPECY W BUKIUKY. 3aCTOCYBaHHS KpHBUX cKiagHocTi (Curve
Float) mo3Bonmino 3poOutu 1iel mporec IIaBHUM 1 THYYKHM, a MPOBEACHI iTepartii
TECTIB JOTIOMOTJIA 3HAUTH KOMGOPTHE CIIBBITHOIICHHS MK IIBUAKICTIO, CKJIATHICTIO
Ta TPUBAIICTIO CECIi.

Oxkpema yBara mpuaUBUIacs KOPUCTYBaIlbKOMY 1HTepdeiicy - OHOBIEHI
enemenTd HUD, MeHo Ta mnaHeni ynpaBiaiHHSA CTajdd OUIbII aJalNTUBHUMH W
3pyunnmu. KombopoBa rama Oyma yHi(iKOBaHa, a KHOMKKA W TEKCTH 3pOOJIeHI
KOHTPACTHIIIUMHU JJIsl TIOKPAIIEHHS] YUTA0ENbHOCTI, 10 OCOOJMBO BAXKIMBO IS
MOOUIBHUX MPUCTPOIB. YIOCKOHAJEHHS CTPYKTYpH 1HTepdeiicy n03BONIMIO 3p00OUTH
B3a€EMOJIII0 3 TPOIO IHTYITUBHOIO, a Bi3yaslbHI €()eKTH MPU HATUCKAHHI ¥ Tepexomax
JOJIA0Th JMHAMIYHOCTI Ta MPUEMHUX BITUYTTIB 111 Yac TPH.

Bonnouac uactuHa poOit, 30KkpeMa (iHambHA ONTUMI3ALS, JOKaTi3allis
iHTepdeicy Ta MIArOTOBKA pemi3HUX 30IpoK I myOuikarlii, 3alulaHOBaHa Ha
nojanbiii erand. BoHu mnependavaroTh BIPOBAIKEHHS CUCTEMU OaraTOMOBHOCTI,
OCTaTOYHE HAAIITYBaHHS MPOTYKTUBHOCTI JJIsi MOOUTHRHUX TPHUCTPOIB, CTUCKAHHS

KOHTEHTY Ta (hOpMYyBaHHS PENII3HUX MaKeTiB JJIs myOmikaiii B Amazon AppStore. Lle
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JO3BOJIUTH 3POOUTH MPOAYKT MOCTYMHUM JJisi HIUPIIOI ayIuTopii, 3a0e3MeduTH
KpocIaTOopMHy CTaOIBHICTh 1 BIIMOBIIHICTh TEXHIYHUM BUMOTaM MapKETIUICHCIB.
3aramom BHWKOHaHa po0OOTa Ha eTam TMATOTOBKH JO PpeJi3y 03BOJIHIIA
MIJBUIIUTH SIKICTh TEUMILICIO, 30a7aHCyBaTH CKIIAJIHICTh 1 3a0€31MeunT KOM(POpTHY
B3a€EMOJII0 KopUCcTyBada 3 iHTepdeiicom. [lomanpimi Kpoku OyayTh CHIpSMOBaHI Ha
BIOCKOHAJICHHSI TEXHIYHOI YaCTUHU, WIJABUIIECHHS NPOAYKTUBHOCTI Ta odiriitHe
PO3MOBCIOMKEHHST Tpu  4Yepe3 1udpoBl miarGopmMu, M0 CTaHE JIOTIYHUM
3aBEPIICHHSM >KUTTEBOTO IHKIY MPOEKTY Ta TMEpeBeAe HOro B €Tam MOCTPEeNi3HOi

1ITPUMKH.
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BUCHOBKMH

[lin yac BukoHaHHS KBamidikaliiiHoi poOoTH, mepu 3a Bce Oyl0 BHUKOHAHO
KOMILJIEKCHE JTOCIIIPKEHHS, TIPUCBSIYCHE YIPABIIHHIO MTPOEKTOM PO3POOKH MOOUIBHOT
rpu skaHpy runner-shooter ma pymii Unreal Engine 5.4. VYV Xomi mociipKeHHS
chopMOBaHO TEOPETHYHI, OpraHizamiiiHi Ta MNPaKTUYHI 3acad CTBOPEHHS
IHTEPAKTUBHOTO ITPOBOTO TPOAYKTY, MI0 TOEIHYE OCOOTUBOCTI MOOUIBHHX 1
KOMIT't0TepHUX MiatpopM. OTpuUMaHi pe3yabTaTd MiATBEPIAKYIOTh JOULIBHICT
NOEHAHHS CYYaCHHUX METOMAOJIOTIM MPOEKTHOTO MEHEIKMEHTY 3 IHCTpyMEHTaMu
reiMan3aiiny, Bi3yajabHOTO IIPOrpaMyBaHHS Ta TEXHIYHOI ONTHMI3aIli.

VY mepumiomy po3aunl po3MISHYTO TEOPETHYHI OCHOBHM YMPABIIHHSA ITPOBUMU
npoektamu. JloBemeHO, IO pPO3poOKa irop mOTpedye TMOETHAHHS KIACUYHHUX
OPUHIMIIB TMPOEKTHOTO MEHEIKMEHTY (MJIaHyBaHHSA, YIPaBIIHHS pecypcami,
KOHTPOJIO SIKOCTi1) 3 THyukuMmH migxogamu Agile, Scrum ta Kanban, sxki
nependadaroTh KOPOTKI iTepallii, MOCTIMHHN 3BOPOTHHUM 3B’SI30K 1 MOMKJIMBICTH
IIBUAKOTO BJIOCKOHaNEHHS MpoAykTy. [IpoBeneno anamiz cyuyacHux pyuwiiB (Unity,
Unreal Engine, Godot, CryEngine), y pe3ynsrari sikoro oorpyaroBano Bubip Unreal
Engine 5.4 sgx onTuManbHOI TEXHOJOTIYHOI IIaTGOpPMHU  JJIi  CTBOPEHHS
kpocrargopmuoi 3D-rpu. Pymiiii 3a0esneuye BHUCOKOSKICHY rpadiky, CHCTEMY
Bi3yaJpHOTO TmporpamyBaHHsi Blueprints, edektuBHi iHcTpymeHTH pobotu 3 Ul
(UMG), ocBitienns (Lumen) Ta ontumizanii OpogyKTHUBHOCTI. Takox Oyio
nociipKeHo puHOK irop-ananoriB (Temple Run 2, Subway Surfers, Minion Rush,
Into the Dead), 110 103BOJIMIIO BU3HAYUTH KJIOYOBI PUCH YCIIIIHUX TUNNET-MPOEKTIB
- MIPOCTE KEPYBaHHs, BUCOKY JAMHAMIKY, KOPOTKI IrpOBI CECli Ta CUCTEMY JOCSATHEHb.
e manmo mimctaBu chOpMyBaTH KOHIIEMIIO BIIACHOTO MPOAYKTY SIK TOETHAHHS
KJIACUYHOTO paHHepa 3 OOHOBUMHU eJeMEHTaMu, OOHycaMH Ta THOCTYIOBUM
YCKJIATHEHHSM T'e€NMILIEIO.

Hpyruii po3ain Oyno NpUCBSIYEHO MPOEKTYBAHHIO apXITEKTYpH Ta BU3HAUYECHHIO
TEXHIYHOI OCHOBHM TpU. Y pe3yabTarTi NPOBEIEHO aHalli3 MpeaMeTHOI olnacTi Ta
po3pobieHo monynbHy apxitektypy Unreal Engine 5.4, sxa BkIIO4ae migCUCTEMH

Control, Movement, Combat, Scene Management, Resources, Stats, Core, Ul, Saving
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ta Inputs. [lns kokHOi 3 HHUX CTBOpeHO okpemi  Blueprint-knacu:
BP_RunnerGameMode (norika craniB rpu), CharacterBPs (moBeainka nepcoHaxis),
BP Floor (remepamisi cermentiB Tpacu), BP_ObstacleDestroyer (BumaneHHs
3actapinux o00’ektiB), BP Projectile (mexanika kumanusi), BP PowerUp Magnet
(cucrema miacuiens), Runner SaveGame (30epexeHHs nporpecy) Towo. Bci
eJIeMEHTH 00’ €JJHAaHO y BIOPSAKOBAaHY CTPYKTYpy KOHTEHTY (Animations, Blueprints,
Characters, Maps, Meshes, Textures), 1o crpoirye maciTaOyBaHHS Ta KOMaHIHY
poborTy.

CTBOpEeHO TMOBHMM KOPHUCTYBallbKUW 1HTEp(dENC - TOJOBHE MEHIO, KapTy
BUOOpY MepcoHa)xa, HaJIAIUTyBaHHS, €KpaH nay3u, pesynbratu rpu Ta HUD.
Hagiramis aganToana mig mo6inbHI npuctpoi Ta I1K, a cucrema BBogy Enhanced
Input yHidikye pi3Hi TUIU KepyBaHHsS. PeanizoBaHO reHepariiro TpacH, MEPEIIKo/,
OOHyCIB 1 TIJACWJIEHb 13 BHUKOPUCTaHHSIM object pooling, 1m0 MiABUILYE
NPOAYKTUBHICTE. [[s1 30epeskeHHs] mpOAyKTUBHOCTI 3acTocoBaHo LOD 1 KOHTpoJb
draw calls. OTpuMaHa apXiTeKTypa € THY4YKOI0, MaclTabOBaHOIO Ta MPUIATHOIO J10
pPO3MIMPEHHS - 30KpeMa, IS JOJaBaHHS HOBHX THIIIB PIiBHIB, NEPCOHAXIB abo0
BOPOTiB Y MallOyTHEOMY.

Y TperhoMy poO3IUII OMUCAHO 3aco0u PO3pOOKH, TEXHIYHI BHUMOTH Ta
nporpaMHy peanizaiito Tpu. Jas CTBOpEHHS BHKOPUCTOBYBAJIHMCS CTaHAApPTHI
iHctpymentu Unreal Engine 5.4 - Blueprints, UMG, Modeling Tools, Landscape, a
TAaKOX peAakTop MatepianiB. I'pa mporectoBana s podotu Ha Android (arm64,
Vulkan, ASTC/ETC2) 1 Windows (x64, DX12). IlpoBeaeHo aHami3 HEOOX1THHX
TEXHIYHUX pecypciB 1 3abe3nedeHo CcTabiIbHy poO0OTY Ha MOOUIBHHMX MPUCTPOSX
cepenHporo kiacy. PeanizoBaHo OCHOBHI TeHMIUICITHI MEXaHIKH: PyX MEPCOHAKA MIXK
TphOMa CMyTaMH, CTPUOKHU, YXUJICHHs, 301p OOHYCIB 1 B3a€EMOJIIO 3 IMEPEIIKOIAMHU.
Iarepdeiic nodynoBano Ha UMG 13 NIATPUMKOIO Pi3HUX PO3JILIBHOCTEN 1 PEXKUMIB
kepyBaHHs. [IpoBeneno 6a30By onrTumizariio 3a qormoMororw mpodaitiepip Stat Unit,
GPU Visualizer.

[lim yac MiATOTOBKU TPH IO PeJi3y BHKOHAHO TECTyBaHHS (YHKI[IOHATHHUX

cucteMm, OalaHCyBaHHS CKJIAQTHOCTI, mojipyBaHHsa iHTepdeiicy Ta UX. BusznaueHo
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€Tany MoAAbIIOT poOOTH - JTIOKasi3ailis, piHaIbHa ONTUMI3allis, CTBOPEHHS CTOPIHOK
y Amazon AppStore Ta Itch.io, a Takox miaroroBka 30ipok s myoOmikamii. Lle
JI03BOJINTH 3aBEPIIUTH TOBHUA IUKJ YIPABIIHHS MPOEKTOM — BiJ I1HIMmIAMmii 10
BUITYCKY TPOAYKTY.

VY  pesynbTari BHUKOHaHHS poOOOTH C(POPMOBAHO TMOBHOLIHHY CHCTEMY
YIOPAaBIiHHS PO3POOKOI0 ITPOBOTO TMPOEKTY, pEai30BaHO BCl KIIIOYOBI TEXHIYHI
KOMIIOHEHTH, pO3pO0JIEHO CTPYKTYpPOBAHHMM IrPOBUIl MPOTOTUI, TOTOBUH /IO
TECTYBaHHA, MOJAJBIIOl ONTHMI3alii Ta pemizy. IIpakTuyHa yacTUHA TiATBEpAMIIA
eexTuBHICT, BHUKOpUCTaHHS Blueprints Sk OCHOBHOTO 1HCTPYMEHTY Bi3yaJlbHOTO
porpaMyBaHHs, 110 J03BOJISIE PEasli30BYBATH CKJIAAHY JIOTIKY Oe3 3alydeHHs KOy
C++. CrBopeHa apXxiTeKTypa JOBelIa CBOIO CTAaOUIBHICTh, MacIITabOBaHICThL 1
MO>KJIUBICTb KPOCILIAT(OPMHOTO pO3TOPTAHHS.

[lincymoByrouM, MOXKHA 3a3HAUMTH, 10 IOCTaBIEHI B pOOOTI 3aBAAHHS
BUKOHAHO TMIOBHICTIO. Po3po0ieHa rpa JAEMOHCTPYE€ MPAKTHYHY peai3alliio
TEOPETUYHUX TPUHLMUIIB YIOPABIIHHA MPOEKTaMH B TeMAEBl, MIATBEPIKYE
JOUITBHICTh 3aCTOCYBaHHS cydacHuX 1HcTpymeHTiB Unreal Engine Ta moxasye, sk
3aBASKU CTPYKTYpPOBAaHOMY MIAXOAY 1O IUIAHYBaHHS, apXITEKTypH Ta TECTyBaHHS
MOYKHa CTBOPUTHU KOHKYPEHTOCTIPOMOXKHUH 1rpoBui MpoaykT. [IpoBenena pobora mae
NPUKJIaJHE 3HAYEHHS [UJIs CTYHAEHTIB, 1HAI-po3poOHUKIB 1 axiBiiB y cdepi
yopasiiHHs [T-mpoextamu, amxe JEMOHCTPYE B3a€EMO3B’SI30K MIDK TEOPIEIO
POEKTHOTO MEHEHKMEHTY M MPAKTUYHOIO pealli3alli€ro reiMaeB-MpoeKTy Bij 1€l 10

TOTOBOTO MPOIYKTY.
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