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Abstract: This qualification work is dedicated to the design and development of a video
game prototype in the first-person shooter (FPS) genre with survival elements. The aim of
the work is to create a dynamic gaming product that combines complex combat mechanics,
an enemy wave system, and tactical interaction with the environment. In the course of the
execution, the choice of the Unreal Engine 5 game engine as the primary toolkit was
Jjustified, and a full development cycle was implemented: from creating a basic character
controller to the final audiovisual polishing. A game location was designed and detailed in
the style of an underground Sci-Fi complex, which includes a unique gameplay system for
generating dynamic barricades. The technical implementation of the logic was carried out
using Blueprints visual programming tools, applying the Enhanced Input subsystem,
spatial tracing methods (Line Trace) for weapon collision processing, and a navigation
mesh (NavMesh) for artificial intelligence. To create a cohesive game loop, enemy sensory
perception algorithms (Pawn Sensing) and a mathematical model of wave difficulty
escalation based on the Game Mode were integrated. The user interface and HUD were
implemented through the UMG system, while the immersiveness of the process was
enhanced by integrating visual effects (VFX) and spatial audio (Sound Attenuation). The
software product is a completed functional vertical slice of a video game, ready for further
scaling or use as a demonstration portfolio.
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BCTYII

AKTyajapHicTh TemHu. CydacHa 1rpoBa IHIYCTpisl NMEPEKUBAE CTPIMKUN PO3BUTOK
1H/I-CETMEHTY, J¢ HaBiTh HEBEIMKI KOMaHIM a00 COJO-PO3POOHUKH 37aTHI CTBOPIOBATH
BHUCOKOSIKICHI TpoekTH. JKaHp ImIyTepiB Bij Mepiioi 0coOu TPaJaMIliHHO 3aJUIIAETHCS
OJTHUM 13 HAMOMyJIApHIIIMX Ta HaiOaxkaHiuX cepex rpasuiB [13, c. 45]. 3om0Oi-myTepu,
30KpeMa, CTBOPIOIOTh YHIKaJIbHUN ITPOBUM JIOCBiJN: TMOCTIMHA 3arpo3a, BIAYYTTS
130JJbOBAHOCTI Ta HEOOXIJHICTh BHXKMBATH HA CaMOTI BUKJIMKAIOTh BHCOKY €MOIIIHY
HaIMpyry Ta CTUMYJIIOIOTh TPABIIS 10 AKTUBHUX TiH.

Po3poOka Takux irop ChbOTrO/HI CTajda 3HAYHO JIOCTYMHINIOW 3aBISKH MEPEIOBUM
IHCTpyMEHTaM, Hacamiepes irpoomy pymito Unreal Engine 5. Byayuum mnpoBigHuUM
IHIyCTpIalbHUM CTAHIAPTOM, BIH TMPOTOHYE TOTYKHUN (YHKI[IOHAI Ta CHCTEMY
Bi3yaJIbHOTo TporpamyBaHHs Blueprints, 110 CyTT€BO 3HMKY€E TOPIT BXOAY B PO3POOKY
CKJIaJIHOI 1rpoBoi Jioriku [17, c. 22]. HagBHICTb BENIMKOI KIJTLKOCTI HABUAJIbHUX MaTepialiB
poOUTh HABUYKY CTBOPEHHS Irop Ha I[bOMY pyIIii Haa3BUYailHO 3aTpeOyBaHOIO Ta
KOPHUCHOIO JUIS Cy4acHOTO PO3POOHUKA.

Merta i 3aagaui gocaigxenns. Metorw kBamidikariifHoi poOoTH € po3poOka Ta
IIPOCKTYBaHHS MPOTOTHUITY BIJIEOTPU B >KaHP1 IIyTepa Bij mepiioi ocodu (30MOi-1yTepa) 3
BUKOPHUCTAHHAM 1HCTpyMeHTapito pywis Unreal Engine 5 11 mpakTUYHOTO JOCIHIIKEHHS
Ta OTMIAHYBAHHS Cy4acCHUX IrPOBUX MEXaHIK.

JI71s1 HOCSATHEHHS MOCTaBICHOT MeTU Oyiio chpopMyJIbOBAHO TaKi 3aaa4i:

° [IpoananizyBatu ocoOnuBOCTI xaHpy FPS Ta KIt04OBI MOMKJIMBOCTI pyIis
Unreal Engine 5.

° CdopmyBaTh KOHIIETIT T'PU Ta OMUCATH OCHOBHUI IrpOBUIA LIUKJI.

° CrpoekTyBarTu Ta pealidyBaTd 0a30Bi ITpOBI MEXaHIKH 3a JIOMOMOTOIO

cucremu Blueprints: Joriky kepyBaHHS IEpCOHa)KeM, KOHTpoJep 30poi Ta cucremy
pereHepartii 3710poB's.

° Po3po0utu crucreMy MITYYHOrO 1HTEJIEKTY JJIsl BOPOTIB (30MO1), IO BKIFOYAE
anroput™Mu BusiBiIeHHS TpaBus (Pawn Sensing), nuHamiuHy 3MiHY MIBHAKOCTI pyXy Ta

CHUCTEMY PEaKIliii Ha MOITKOKEHHS.
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° PeanizyBatu irpoBuii pekuM 13 CUCTEMOIO TeHepallii (CIIaBHY) XBHJIb BOPOTIB.

° CTBOpUTH JU3aifH ITPOBOI JIOKAIlli 3 ypaxyBaHHSM TEUMIUICHHUX TMOTPEO
(HasIBHICTh YKPUTTIB Ta IPOCTOPY JJI1 MAHEBPYBaHHS).

° Po3pobutn xopuctyBaibkuii iHTepdeiic (Ul) Ta iHTerpyBaTu ayaioBizyajibHe
opopmienns (VFX edexTu BiyyaHb, 3ByKOBHI CyIIpOBi).

O0'exT AOCHITKEHHS - TPOIEC CTBOPEHHS Ta MPOCKTYBAaHHS BIICOTPH y KaHPI
IIyTepa Bij MepIioi 0coou.

IIpeamer pocaigaeHHsI - IrpOBI MEXaHIKH, apXITEKTYpHI PIIIEHHS, aJITOPUTMU
MITYYHOTO 1HTENEKTY Ta IHCTpyMeHTalbHI 3acobu pymriss Unreal Engine 5 (30kpema
cuctema Blueprints), 1m0 BUKOPUCTOBYIOTHCS HJii PO3POOKH JIOTIKM Ta Bi3yaJabHOT
CKJIQZI0BOI TPH.

IIpakTu4yHe 3HAYEHHS O/lePKAHUX pe3yabTaTiB. PoOoTa Mae sickpaBo BUpaKCHHI
JTOCTIJHUIIBKUNA Ta MNPUKIAJAHUN XapakTep. I pe3ysbTaTh  JO3BOJSIIOTH  TIIMOOKO
"3a3UpHYTH TiJ KamoT' pPO3pOoOKM IIyTepiB, JETalbHO po3i0parh JIOTIKY iX
dbyHKIIIOHYBaHHS Ta Ha mpakTuill nopiBHATH miaxoau Unreal Engine 3 iHIIUMM irpoBUMHU
pymissmu. CTBOpEHUU TPOEKT € PE3yabTaTOM YCIIIITHOTO OINAHyBaHHS HOBUX HaBHYOK
(pobota 3 Blueprints, LI, neen-guzaitnom, Ul) 1 Moxe ciayryBaTH MIITHOIO 0a3010 IS
MOJIAJILIIIOTO PO3LIMPEHHS a00 CTaTh MOBHOIIIHHOI YacTHUHOIO mpodeciitHoro noprdosio

PO3pOOHMKA.



PO3JILT 1. AHAJII3 IPEJMETHOI OBJIACTI TA TIPOEKTYBAHHA
KOHLEIITY I'PH

1.1. Orasaa xaupy myrepiB (FPS) Ta ananiz pywis Unreal Engine 5

[yrepu Bix nepmoi ocobu (First-Person Shooter, FPS) € ogauM 13 HalicTapimux Ta
HANMONYIIAPHININX JKAaHPIB y Bigeo irposiif immycrpii. Moro ocoGmusicTh monsrae y
MaKCHMaJIbHOMY 3aHYPEHHI rpaBlis, OCKUIbKHU OIS iIrPOBOTO CBITY Bi0yBaeThes "ounma"
roJOoBHOTO Tepos. lle BHUCyBae BUCOKI BUMOTH J0 TEXHIYHOTO BHKOHAHHS Ta Bi3yaJbHOT
ckJazioBoi rpu [14, c. 120].

[Tpu po3poOili JaHOTO MPOEKTY OCHOBHUMHM pedepeHcaMH BUCTYITHIIN TaKi €TaJoHH1
NOpPEICTaBHUKU MiPKAHPY «30MOI-11yTepiBy», K Left 4 Dead Ta pexxum Zombies y cepii
Call of Duty. Konneniiisi rpu 30cepe/pkeHa Ha AUHAMIYHOMY BW)KMBAHHI TIPOTH XBHJIb
BOPOTIB Y 3aKpUTOMY IIPOCTOpI, II0 CTBOPIOE aTrMocdepy MOCTiiiHOT Hampyru. AHai3
KaHPY J03BOJISIE€ BUAUIMTH KIIFOYOBI YMHHHMKM 3aJy4YEHHsS IpaBls, K1 OyJau MOKJIAJACHI B
OCHOBY PO3pOOKH:

l. «BiguyrTs 30poi» (Gunplay): iMnakT BiJl CTpUIbOHU, peasiCTUYHICTh Bijadi
Ta Bi3yaJlbHa PEAKI[isl BOPOTIB HA BIIyYaHHS.

2. JImnamika momid: MBUIKUN TEMI ITPOBOTO MPOIIECY Ta IOCTiiiHA 3MiHA
cuTyalli Ha o 00ro.

3. AnimManiiina ckjagoBa: BUCOKA JeTami3allid pyXiB IepcoHaxa Ta 30poi Bif
nepioi ocodu, Mo 6e3MmocepeIHbO BIUIMBAE HA CIPUMHATTS peaiCTUYHOCTI.

4. AynioBidyaqbHMil CympoBiA: 3ByK KpOKIB, CTpPUIbOM Ta OTOYEHHS, IO
JIOTIOBHIOE Bi3yaJbHY KapTUHY 1 CTBOPIOE HE0OX1aHy atMocdepy [10].

Bubip iHcTpymeHTapito Ay po3poOku npunas Ha pywiid Unreal Engine 5 (UES).
[TpoBoasun mMOpIBHSIIBHUN aHaNI3 13 pymieMm Unity, Ha sikoMy Oa3yBaBCs TMONEPEIHIN
JIOCBIJ] aBTOPA, MOYKHA BUJLIUTH KiJIbKa BaroMux npuuuH nepexoxay Ha UES ninst po3poOku
3D-myrepa:

° Cuenianizamisi: Unreal Engine iCTOpUYHO CTBOpPIOBaBCA ISl PO3POOKH
HIyTepiB, ToMy Horo apxitekrypa ta 6a3oBi kiacu (Character, Pawn, Controller) ineanpHo

ONTUMI30BaHI i1 1ieH >xkanp [1].
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° Bisyanbne nporpamyBanHsi Blueprints: na BinMiny Big moBu C# y Unity,
cuctema Blueprints y UES no3Bosnisie cTBOproBatd CKJIaJHY IrpoOBY JIOTIKY IMIBHJIIE Ta
IHTYiTHBHIIIE, 30epiraloyd NOpU I1bOMY BHCOKY MpOAYKTHUBHICTb. BoHa € MeHII
BUMOTJIMBOIO JI0 CHHTAKCHUCY, L0 J103BOJIA€ OUIbIIE (JOKYCYBATUCS Ha allrTOpUTMax, a HE Ha
HaInMcaHH1 Koy [5].

° InTerpoBanmii incrpymenrapiii: Unreal Engine Mae noryxHi BOyHqoOBaHi
3acobu s pobotu 3 aHiMaiisiMu (Animation Blueprints) Tta 3Bykom (MetaSounds), mio
MOKPHUBAIOTh OUIBIIICT, TMOTPed po3poOHMKA 0e3 HEOOXITHOCTI TMOIIYKYy CTOPOHHIX
TJIariHiB.

Oxkpemy yBary B po0OoTi mpuuiieHo HOBITHIM TexHomorisiMm UES, ski Oymo
BUKOPHUCTAHO JUIsI IOKPAIEHHS SKOCTI Ta TPOAYKTUBHOCTI TPH:

l. Lumen: cucrema 1mo0aibHOTO JWHAMIYHOIO OCBITIEHHS Ta B1JOOpakeHb,
sKa JTO3BOJIMJIA TOCATTH (POTOPEANiCTUYHOT KAPTUHKH B peaIbHOMY yaci 6e3 HeoOX1qJHOCTI
TPUBAJIOTO MPOIIECY «3aIllKaHHs CBITIA.

2. Nanite:  TexHonoOrigs  BIPTyali30BaHOI  IE€OMETpii, IO  JIO3BOJSE
BUKOPUCTOBYBATH BHCOKOMOJITOHAIBHI aceTn 0e3 3HAaYHWUX BTPAT MPOAYKTHBHOCTI, IO
3HAYHO PO3UIMPIOE MOXIIMBOCTI JieBeN-Au3ainy [15, c. 89].

3. Animation State Caching: BukopucTaHHS KEIIyBaHHS CTaHIB Ui OKPEMHUX
YaCTHH Tij1a IO3BOJIMJIO THYYKO TO€IHYBATH Pi3HI aHIMaIlli (Hanpukiazi, Oir Ta cTpiias0y),
a 1HTerpamis 3BYKOBUX TOBIJIOMJIEHb Oe3mocepeHh0 B aHIMAaliiHI MOCI1I0BHOCTI
3a0e3neunsia TOYHY CHHXPOHI3AIlI0 KPOKIB Ta Mepe3apsiiKu.

Otxe, Unreal Engine 5 Ha chorogHi € HaOUIbII MPOTPECUBHUM Ta JOCTYIHUM
pIIIEHHAM Ui 1HIi-pO3pOOHUKIB, MPOMOHYIOUM HE JIMIIE BUCOKY SKICTh Trpadiku, a i
THYYKHUW 1HCTpYMEHTapiid JUIsi CTBOPEHHsS CKJIQJHUX ITPOBHUX MEXaHIK Ta ONTHUMI3aIlii

TOTOBOTO MPOJYKTY.



1.2. Po3pooOka reiimausaiiH-10kymeHTy (GDD) Ta onuc irpoBoro nukiy

I'eitmaunzaiin-gokyMeHnT (GDD) € kit0o40oBUM €TarnoM MpoeKTyBaHHS BIACOTPH, KU
BU3HAYae ii mpaBuia, MEXaHIKW Ta 3arajbHe 6adeHHs. J[s qaHoro mpoToTumy po3pooiieHo
KOHIIENT (DOKyCOBAaHOTO 30MOi-IIyTepa, € TOJIOBHUM 3aBIaHHSIM I'PaBIsl € BUXKUBAHHS B
YMOBAaX 3aKPUTOI JOKaIlil Ta MOCTIIHOI 3arpO3H.

OcHoBHuii irpoBuii nmukga (Core Loop). IrpoBuii mpoiec mnoOymoBaHuil Ha
XBUJIBOBIM cHUCTEMI reHeparlii BOporiB. MakpoIuKi IpyU CKJIaIa€ThCs 3 TaKUX eramiB [18,
c. 210]:

1. AxTuBHA ¢a3a: [paBenp NPOTUCTOITH XBWJII BOPOTiB. 3 KOXXHUM HOBHUM
€TaroM KUIbKICTh 30MO1 Ta TUCK Ha TPaBIIsl 3pOCTAIOTh.

2. da3a nepenoyuHky: [licis 3HHUIIEHHS OCTAaHHBOTO BOPOTA y XBHWJII HACTA€E
KOpOTKa Tmay3a (nekuibka cekyHn). Llei dac paerbcs rpaBUEBI JUIsl TaKTUYHOTO
MepeMIILIeHHS, TONIYKY BUT1IHOI MO3UIIII JI7Ii 0OOPOHU Ta nepe3apsiKaHHs 30poi.

3. ConoBimennsi: Iloyarok HOBOi XBUJI  CYNPOBOKYETHCA TEKCTOBUM
NOBIJJOMJIEHHSIM Ha €KpaHi, 10 CUTHAJII3Yy€ MPO HOBY 3arpo3y Ta HE JIa€ IPaBIIO BTPATUTH
KOHIICHTPAIIIfO.

['moGanbHOIO METOI0 TPU € YCHIIIHE BHUXKWBAHHS MPOTATOM (PIKCOBAHOI KIJIBKOCTI
xBuJib (Bia 10 1o 15), miciist 4oro irpoBa cecist 3aBepIyeThCS MEPEMOTOIO.

BoiioBa cucrema Ta MeHeI:KMeHT pecypciB. OCHOBHUM 1 €IMHUM 1HCTPYMEHTOM
3aXMCTy TpaBlLs € IITypMOBA I'BUHTIBKA. 3a1s 3MillleHHS (OKYCY 3 MOILIYKY PecypciB Ha
IMHAMIKy OO0, 3arajibHUi Ooe€3amac 3po0JieHO HECKIHYEHHUM, MPOTE €MHICTh Mara3uHy
oOMexxeHa 30 Habosmu. KitrouoBuM eneMeHTOM OallaHCy € 4ac Ha nepesapsiKaHHs 30poi:
miJ 4ac Ii€i aHiMalii rpaBellb € HaWOuIbII BpasznuBuM. lle cTUMymOe TpaMOTHO
PO3MOPSIKATUCS HaOOSIMH B MarasuHi, KOHTPOJIIOBATH JIMCTAHINIO Ta BUKOPHUCTOBYBAaTH
TEOMETPIit0 PIBHS JJISI YKPUTTSL.

JlonaTkoBUM OOMEXKEHHSIM € HEMOXIJIMBICTh BEAEHHS BOTHIO Mij Yyac Oiry (COpUHTY).
Taka wmexaHika 3MyIlly€ TpaBls TOCTIMHO MaHEBpPYBaTH, pPO3PHUBATH JAHCTAHIIO 3
BOpOTramMH, 3yNUHATUCS JUIsl NPUIUIBHOI CTPUILOM 1 3HOBY 3MIHIOBATH MO3MILIO, IO

dbopMye KmacuaHMA TaKTHIHAN miaxifg «hit-and-runy (Boap ta 6ixu).
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Cucrema 310poB'st Ta BH:KMBAHHSA Y TIpi peasli3oBaHO CHUCTEMY aBTOMAaTHUYHOI
perenepaiii 3mopos's (HP), mo 103Bojiss€ BIAHOBIIOBATU CUJIM O€3 TOIIYKY alTE4yoK.
Jlorika cucTemMu TpaIfoe HACTYyITHUM YMHOM: SIKIIO PIBEHH 3M0pOB'S magae Hrokde 90%,
ICJIsl HEBEJIMKOI 3aTPUMKH MOYMHAETHCS TTOCTYIIOBE BITHOBJICHHS Kpokamu 1o 5%.

Jlnst iHpopMyBaHHS TpaBIld MPO KPUTUYHUN CTaH BUKOPHUCTOBYETHCS Bi3yaIbHHM
iaTepdeiic (Ul): npu 3amxenni HP no 50% 1 vuxue Ha ekpaHi 3'IBIS€TbCS CIeIladbHUN
KpuBaBHil oBepyiedd. lle cTBOpIOE TMCHXOJOTIYHUM THUCK 1 YITKO CHUTHAIIZY€E PO
HEOOXIAHICTh TEPMIHOBO 3HAWTH YKPUTTS Ta YHHUKATH KOHTAKTy 3 BOpOTamMHu JI0O
BIJTHOBJICHHSI TTOKA3HUKIB.

Bananc Tta nmoBeninka BoporiB. Boporu (3om0i) arakyrooTh TI'paBlisi BUKJIIOYHO B
ommxabOMY 0010. {51 30epekeHHs irpoBOro OanaHCy Ta HaJaHHS TPABIEBl IIAHCY Ha
BIDKMBAHHS Y BUIAJIKy OTOUYEHHS HAaTOBIIOM, IIBUKICTh IXHIX aTaKk HABMHUCHO 3aHMKEHA.

BaxnnBoro wmexaHikoro € JsokanbHa cuctemMa wmkoau (Locational Damage),
peanizoBaHa 3a jgonomororo ¢izmyHux wmarepianiB (Physical Materials) pymist Unreal
Engine 5. Pi3Hi yacTMHM Tija BOpora MaroTh BIAcHI (PI3UYHI Marepianu, 10 J03BOJISE
CHCTEMI pO3Mi3HaBaTH 30HY BIIy4YaHHS Ta 3aCTOCOBYBATH BiAMOB1IHI MHOXXHUKH IIKOJIH:

° Bayyanns B Tisio: norpedye OIM3bKO S MOCTPUTIB A 3SHUIIICHHS IILTI.

° Bayuanns B ronoBy (Headshot): 3aBgae xkpuTH4YHOI HIKOAM, BUMAararouu
Juiie 2 MoCTPUIN.

Takuil miaxig BUHArOpoaKye rpaBlUs 3a TOYHY CTPUIbOY Ta CTUMYJIIOE PO3BUBATH
HABUYKM HABEJCHHS Ha LUIb (aiming), MO € GyHIaMEHTAIBHOIO CKIIAJ0BOIO 3TyYCHHS Y

xanpi FPS [19, c. 150].

1.3. IlocranoBka 3aaa4i po3pooka

VY pamkax gaHoi kBamigikaiiiiHoi poOOTH HEOOX1THO PO3POOUTH Ta CIPOEKTYBAaTH
MOBHOIIIHHUYM 1rpoBUi mpoToTun nurytepa Bix mnepmoi ocodbu (FPS) 3 enementamu
BIDKMBAHHSA (30MOI-1ITyTED).

OcHoBHa MeTa po3pOOKH MOJISATa€ y CTBOPEHHI LUTICHOIO «BEPTUKAIBHOIO 3pi3y»
(Vertical Slice) rpu, skuii Ha TPAKTHUIl JEMOHCTPYE POOOTY KIFOYOBHX ITPOBUX MEXaHIK,

apXITEKTypy B3a€MOJI1i 00€KTIB Ta ayAioBizyajabHe ohopmiieHHs. BiamoBiHO A0 KOHIIEMIIIT
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rpu Ta TeUMIM3aiH-TOKYMEHTY, BU3HAYEHO TakKl TEXHIYHI Ta (QyHKIIOHAJIbHI BUMOTH 0
PO3pOOKHU:

1. Bumoru 10 miiargopmu Ta iHCTpyMeHTAapilo:

° CepenoBuine po3podxu: irposuii pymiii Unreal Engine 5.

° Meton mporpamMyBaHHsSI: peaii3allisi BCi€i IrpOBOi JIOTIKH 3a JOMOMOTOIO
CUCTEMHU Bi3yaJbHOTO nporpamyBaHHs Blueprints 6e3 npsimoro Bukopuctanus MoBu C++.

° HisboBa nuargopma: nepconanpHi komm'rotrepu (OC Windows).

° Cucrema ynpagsiainus: kiacuuda cxema s [1K (knaBiarypa Ta muima).

2. OyHKIiOHAJBbHI BUMOIH (irpoBi MexaHiku):

° KonTpoJiep rpaBusi: po3po0Oka cCTEMH NEpEeCyBaHHA Bij epUIOi 0COOH, 110
BKJIIOYA€ XONhOY, CHOpPUHT, CTPUOKM Ta mpuciganHsa. I[HTerpamis peakuii 30poi Ha
HaOJIMDKEHHS 10 Mepelko1 (aHiMarllis BiiBEACHHs 30poi 017151 CTIHM).

° BboiioBa cucrema: peanizauis MEXaHIKA CTPUIbOM 31 IITYpPMOBOI I'BUHTIBKH,
CUCTeMH Tiepe3aps/KaHHs, OOMEXEHHs BEIEHHS BOTHIO IiJ 4Yac Oiry Ta po3paxyHOK
nokansHOi mkoau (Physical Materials ajist Tis1a Ta rojioBH).

° IIryynnii inTenekt (Al): CTBOpeHHS JIOTIKM TIOBEIIHKM BOPOTIB 13
BUKOpHUCTaHHAM HaBiramiiHoi citku (NavMesh). IHrerpaiisi KOMIOHEHTa BUSBICHHS
(Pawn Sensing) nmst mepexomy BOPOTIB 31 CTaHy MOBUTLHOTO MaTPYIIOBAHHS 10 MIBHIKOTO
nepeciiayBaHHs rpasis [16, c. 305].

° IrpoBuii nmkia: po3poOka irpoBoro pexumy (Game Mode), 110 KOHTPOIIOE
CUCTEMY CIaBHY XBHJIb BOPOTiB, Ay3H Mi>K HUMH Ta YMOBH IIEPEMOTH/TIOPA3KH.

3. Bumoru 10 inTepdeiicy Ta aynioBi3yaJbHOI0 CynpoBOaY:

° KopucryBaubkuii intepgeiic (UI): cTBOpeHHS! TOJIOBHOTO MEHIO, IIPOBOTO
HUD (BimoOpakeHHsI cTaHy 3/J0pOB'ss Ta HAOOIB), €KpaHy CMEpPTI Ta CUCTEMH TEKCTOBUX
CITOBIIICHB PO ITOYATOK HOBOI XBHIII.

° Cucrema 3/10poB'si: HaNAMITyBaHHS JIOTIKM AaBTOMAaTH4YHOI pereHepaiii
3I0pOB'SL TMICIS OTPUMAaHHS IIKOIW 3 BUBEACHHSIM MOMEPEIKYBAIBHOTO OBEPICIO IMPHU
KpuTuyHoMy nokazHuky HP (<= 50%).

° Aynio ta VFX: iHTerpauis 3ByKiB KpOKIB, CTPUIbOM, Nepe3aps KaHHA, a

TaKOXK O3BydYeHHs Jid 30m0i. HamamryBanns BizyanmpHux edekriB (VFX) mis
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BiJIOOpaX€HHSI KpOB1 NpH BIIy4YaHHI y BOpora Ta e(ekTiB BiJICKOKY KYJb BiJ €JIEMEHTIB
OTOYCHHSI.

4. Bumoru 110 JieBeJI-IU3aliHy Ta ONTUMI3awii:

° CTBOpeHHs TIPOCTOpOi IrpOBOi JOKaIlii 3 MPOAYMAHOK TEOMETPI€I0 Ta
YKPUTTSIMHU, 1110 J03BOJISIIOTh IPABIEBl TAKTUYHO PO3PUBATH JUCTAHIIIIO 3 BOPOTAMH.

° Buxopucranuss cydacuux migcucreM pymng (Nanite s onTumizaiii
BHCOKOTIOJIITOHAJIbHUX Mojeneir Ta Lumen a1 m1o0adbHOTO OCBITICHHS) 3 METOIO
JIOCSITHEHHS ONTUMAJILHOTO OallaHCy M1XK SIKICTIO rpadiku Ta MPOTyKTUBHICTIO.

BukoHaHHS MOCTaBIEHMX 3a/a4 JIO3BOJUTh CTBOPUTH 3aBEPIICHUI ITPOBHIA
MPOAYKT, IO HAOYHO JEMOHCTpPYye Tipoiec po3podku 3D-mrytepiB Ta €(EeKTHBHICTH

BUKOpUCTaHHS iHCTpyMeHTapito Unreal Engine 5.
BucnoBok 10 po3uiny 1

VY nepuiomy po3auii Oys0 MPOBEAECHO KOMIUIEKCHHMM aHalli3 MPeaMETHOI o0iacTi,
chopMoBaHO KOHIIENTyajbHE OaueHHS MalOyTHHOI P Ta BHU3HAYCHO TEXHIYHI BUMOTH
JuIs 11 peanizaniii. Ha 0CHOB1 mpOBEIEHOTO JIOCIIIPKEHHS MOYKHA 3pOOUTH TaKli BUCHOBKH:

l. OorpynroBano BuOip incrpymenrapir: [IpoananizoBano cnenudiky »xaHpy
mrytepiB Bijg mnepinoi ocobu (FPS) Tta moBemeHo AOLUIBHICT BUKOPUCTAHHS ITPOBOTO
pyuis Unreal Engine 5 st po3poOku AaHOrO NpoTOTUIy. BeTaHOBIEHO, IO apXiTEKTypa
UES, cuctema BizyanpHOTO mporpamyBanHs Blueprints Ta BOymoBani Texnosorii (Lumen,
Nanite) 3a6e3meuyoTh ONTUMAIBHUN 0ajaHC MK BUCOKOIO SIKICTIO Bi3yaJIbHOI CKJIaI0BOi
Ta MIBUJKICTIO pO3POOKHM CKJIAJHUX IFPOBUX MEXAHIK MOPIBHAHO 3 IHILIMMH PIIIEHHSIMU Ha
PUHKY.

2. CdopmoBano koHuent Tta redmauzaiH-gokyMeHT (GDD): [eransHo
po3poliieHo TpaBmia Tpu Ta ocHoBHHE irpoBmii 1uka (Core Loop), mo Oa3zyeThcsi Ha
XBUJIBOBIM CHCTEMI BMKMBaHHA. BU3HAYEHO KIIOYOBI MEXaHIKH, SIKI CTUMYJIIOBATUMYTh
AKTUBHICTb T'PaBLsSl Ta CTBOPIOBATUMYTh HEOOX1JHY arMoc(epy: TAKTUYHUN MEHEIKMEHT
Ha0OiB, HEMOXJIMBICTb CTPUILOM TiJ yac Oiry, cucreMa aBTOMAaTHYHOI pereHepartii

3[I0pOB's Ta JIOKaJIbHA CUCTEMa IIKOIX (BULIUMH YPOH MPHU BIyYaHHI B TOJIOBY).
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3. Bu3znayeno texniyni Bumoru: C¢dopMOBaHO YITKY MOCTAaHOBKY 3a/adi
PO3pOOKH, siKa MOJIISIE BECh MPOIIEC HA JIOT1UHI €Talu: MPOEKTYBAaHHS KOHTpOJepa TpaBIid,
po3po0Ka IITYYHOTO IHTENEKTy BOpOTiB Ha 0a3l HaBITamiiHOi CITKH, TPOTpaMyBaHHS
IrPOBOTO PEKUMY, CTBOPEHHSI KOPUCTYBAILKOTO 1HTEp(eiicy Ta JieBe-au3aiiny.

TakuM 4MHOM, MEPIIMH PO3ALT MOBHICTIO (POPMY€E TEOPETUUHE, KOHLENTYaJIbHE Ta
TEeXHIYHE MIAIPYHTS, HEOOXigHE I TMepexoay A0 eramy Oe3mocepelHboi MPaKTUIHOL

peaitizaliii irpoBOro mpoTOTHUITY, 110 Oy/ie PO3ITISTHYTO B HACTYITHUX PO3JILJIax POOOTH.
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PO311JI 2. MTIPOEKTYBAHHA APXITEKTYPHU TA II'POBUX MEXAHIK

2.1. Po3po0Oka J0rikm mnepcoHa:ka Ta KOHTpoJepa 30poi (mepecyBaHHs,
a”HimMauii Bix CTIiH, pereHepaiist 310poB'si)

OcHOBOIO B3a€EMOJIiT TPaBIls 3 ITPOBUM CBIiTOM € Kjac mepconaxa (Character). Jlns
peaizaiiii ynpasiiHHsS Ta 00poOkH BBOAY Oyj10 BUKOPHUCTAHO cy4acHy mijgcucremy Unreal
Engine 5 - Enhanced Input System. Lleii migxiax A03BOJsiE THYYKO HAJAIITOBYBaTd il
(Input Actions) Ta mpuB'sizyBaTH ix 10 KoHTeKCcTiB (Mapping Contexts).

Jlorika mepecyBaHHsi 0a30BOo Oa3yeThcss Ha kommnoHeHTI Character Movement
Component (quB. puc. 2.1.). Cuctema miATPUMY€E TPU CTAaHU NEPEMILIECHHS: 3BUYAWHY
xonb0y (6azoBe 3HaueHHs Max Walk Speed), crpuHT (31 30UIBIIEHUM MOKa3HUKOM

IIBUJIKOCTI) Ta MPUCITAHHS.

Movement

Pucynoxk 2.1. Peanizaris 6a30Boro nepecyBaHHs nepcoHaxa 3a gornomororo Enhanced
Input
IDicepeno: Pospobnene asmopom

MexaHika NpUCiJaHHS Ma€ CKIAAHY JIOTIKY 00OpOOKH BBOMY: pO3pOOIEHO ajIrOpUTM,
kUil miarpumye sk yrpumanssa kinasimi (Hold), Tak 1 nepemMukanHs cTaHy OZHOPAa30BUM
naruckanusM (Toggle) (muB. puc. 2.2.). Ilig yac nepexoay B cran npuciganHs (Custom
Crouch) auHamiuHO 3MeHITy€eThCs BUcOTa Karcymu komisii (Capsule Half Height), o mae
3MOTYy TPAaBIO JOJATH TEPEIIKOAM Ta TPONi3aTh y BaKKOJOCTYIHI MicIsl PiBHS, MpH

bOMY HIBUJKICTh MIE€PECYBAHHS aBTOMATUYHO 3HUKYETHCS.



TECDON of the code wil ensure that both Toggle and Hold crouch work.

Pucynok 2.2. Anroputm o0poOku npucinannsa (Hold ta Toggle)
IDicepeno: Pospobaene asmopom

BaxxnuBoro aeramuiio iMOakTy Ta peajizMy IIyTepa Bia mepiioi ocoOu € peakxiiis
30poi Ha oroueHHA. OCKUIBKM Bi3yajbHa CKJIaJIoBa TpaBls MpPE/CTaBlieHA BUKIIOYHO
Mozaeiuto pyk (Arms Mesh), Oyino peanizoBaHO MexaHIKy TaKTUYHOTO OIyCKaHHS 30poi
py HAOIVIKEHH1 IO CTIH YW YKPUTTIB. J[7 BH3HAUCHHSI TEPEIMIKOJl BUKOPHUCTOBYETHCS
Meton TpacyBaHHs mnpomeHs - Line Trace By Channel (muB. puc. 2.3.). Ilpominb
BUNycKaeTbess 3 mo3uiii kamepu (Get World Location) y nampsimky i momsigy (Get
Forward Vector) Ha 3agaHy nucraHiiro. SIKimo mpoMiHb (iKCye 3ITKHEHHS 31 CTAaTUYHUM
00'extoM, OyneBa 3miHHa Close To Wall HabyBae 3Hauenns True.

i
Herg s where we trace tocheckifthera’s a wallin frontofthe characterand update the Glose o Wall valoe.

Running

& Enha

PucyHok 2.3. Bu3sHaueHHs NEPENIKOAN IIepe] TPABLEM METOIOM TPaCyBaHHs IIPOMEHS

Iicepeno: Pospobrene asmopom
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[Is 3miHHa Oe3mocepeHbO TEPENAEThCsl B aHIMalliiHe KpecieHHs (Animation
Blueprint). 3a nmonomoroto By3na Blend Poses by bool (auB. puc. 2.4.) cucrema miaBHO
nepemukae 6a3oBy kemoBany mo3y (Cached Pose) ma mosy 31 3ropHyTol0 30pO€ro
(CPose Lowered State), mo Bi3yasibHO 1HGOPMYE TpaBlsl PO HEMOXIIMBICTh BEICHHS

BOTHIO BIIPUTYJ J10 ITEPELIKOJIH.

This determimes whetherwelre applying the Lowered
(Close To_Wall) state;

Usze cached pose 'CPose_Lowered_State®

Blend Poses by bool
el
= T TruePose

T FalsePose
True Blend Time | 0,3
False Blend Time |0,3
ActiveValue

—

Close to Wall value

Pucynoxk 2.4. TlepemukanHs aHIMaliifHUX CTaHiB 30poi B Animation Blueprint
IDicepeno: Pospobnene asmopom

KonTpomnep 36poi Ta MexaHika cTpiibOu 1oOyI0BaHI Ha OCHOBI (D I3UYHUX CHAPSITIB
(Projectiles). Ilpu HaTHCKaHHI KHOMKM BOTHIO BifIOyBaeTbcsl reHeparis (Spawn) o0'exta
KyJli, SIKHA Ma€ BIACHI HaJIAITYBaHHS KOJi31li, pO3MIpy Ta BUKOPHUCTOBYE KOMIIOHEHT
Projectile Movement. Kynst netutrh 1o npsmiii TpaekTopii BiJ IEHTPY KamMepu IO IIil.
BigmoBa Bij ckiagHOi OalliCTUKM Ha KOPUCTHh MPAMOJIHIMHOI TpaeKTOpli 3yMOBIEHA
apKaJHOI0 Ta IMHAMIYHOIO MIPUPOAOI0 30MOI-IITyTepa.

[lepezapspxanHsa 30poi 1HIMIIOEThCS TpaBlieM Bpy4dHy. IIporiec cympoBOmKy€eThCs
BIJIMOBITHOIO aHIMAIl€El0 PyK Biag mepmoi ocodu Ta 3BykoBuMu edexramu (SFX).
OHoBJIeHHS JIYMIbHUKA HA00iB y jorimi Blueprints He € MUTTEBUM: BOHO BUKOHYETHCS

yepe3 By3oia 3arpuMku (Delay). Yac 3aTpuMku CKpynyJab0O3HO MIAITHAHUEN 17 TaWMIHTU
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aHiMallii TAaKUM YUHOM, 1100 JT0/IaBaHHS KyJb Y 3MiHHI BiJI0yBaJOCsl pIBHO B TOM MOMEHT,
KOJIU TIEPCOHAX BI3yaJIbHO BCTaBJsi€ HOBUM Mara3suH y TBHUHTIBKY. lle 3abesneuye
MaKCHUMaJIbHy CHHXPOH13a11110 JIOTIKH Ta Bi3yaly.

Cucrema 370poB'ss Ta loro pereHepailii iHKancyiboBaHa B Blueprint mepconaxa.
BigHoBieHHST OYOK 370pOB'Sl 1HILIIOETHCS aBTOMATUYHO MICJIsl OTPUMAHHSI IIKOAM, SKIIO
rpaBellb YHUKa€ HOBHX arak. Jlorika 1uKIly pereHepariii peaiizoBaHa 3a JOIMOMOTOI By3Jia
Set Timer by Event. Taiimep HajmamToBaHO Ha CHPAlbOBYBAHHS KOXHI 5 CEKyHI,
BiTHOBIIOIOYN 5% 310poB'st 3a itepamiro. [{ukn TpuBae mOTH, TOKM PIBEHB 370pPOB'S HE
JOCSITHE MAaKCUMAJIbHOT MTO3HAYKH, a00 JOKH rpaBellb He OTPUMAa€e HOBY HIKOAY (110 CKHIa€e

TaliMep pereHepartii).

2.2. IIpoekrtyBaHHsi ITYy4HOro iHnresektry (Pawn Sensing, 3miHa mBuAKOCTI
30M0i, peakuii Ha BIy4YaHHSH

[tyunnii intenexkt (LI) BoporiB y Tpi >xkaHpy 30MOI-IIyTep € KIIOYOBUM
eneMeHToM, 1o ¢GopMye TEMIl Ta CKIAIHICTh IrpoBoro mpouecy. s yHUKHEHHS
CUTYaIliid, KOJIU TPaBellb 3MYIICHUN BUTpAYaTH Yac Ha MOIIYK BOPOTIB, 10 3a0TyKaau Ha
Jokaitii, 6a30By HaBiraIiiiHy JIOT1Ky 30M01 Oys10 TOOy/I0BaHO Ha MOCTIMHHOMY BiJICTC)KCHHI
nal. 3a 3aMOBYYBAaHHSM BOPOTM 3aBXKIM 3HAIOTh NPHUOIM3HE PO3TAlIyBaHHS rpaBUs 1
MOBUTAHO PYyXalThCsl B MOro HAmMpsSMKy 3a JOMOMOTOK) CHCTEMH HaBITalliifHOi CITKA
(NavMesh).

OpHak fansi CTBOPEHHS BIAYYTTS panToBoi HeOe3meku Oyao IMIIEMEHTOBAaHO
JIBOCTYTIEHEBY CHUCTeMy arpecii Ha 6a31 komnoneHta Pawn Sensing (nuB. puc. 2.5.). Llei
KOMITIOHEHT J03BOJIIE BOPOry «OauWTW» Ta pearyBatd Ha O0'€KTH B IrpOBOMY CBITI.
HanamryBanHs ceHcopa Bu3HauaroTh nepudepiitamii 3ip 30M01 (Peripheral Vision Angle)

Ha piBHI 90 rpaxyciB Ta paaiyc 3opy (Sight Radius) na 1440 onunwuIls.
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Hearing Thres.. 1388,0
LOSHearing T... 2800,0
Sight Radius 1440,0

Sensing Interval

Hearing M

Enable Sensin...

Peripheral Visi... 90,0

Pucynok 2.5. HanamryBanust napameTpiB komroHeHta Pawn Sensing
IDicepeno: Pospobnene asmopom

Konmu mepconax rpaBust notparuisie 'y 30Hy aii Pawn Sensing, y Blueprint-kiaci
30M01 BUKIUKaeTbes monis On See Pawn (quB. puc. 2.6.). Bona inimitoe nepexia I y
CTaH aKTUBHOro mnepeciiayBaHHs: 3MmiHHa Max Walk Speed kommnonenta Character
Movement MUTTEBO 30inblIy€eThCS 10 3HaYeHHS 500, mepeMHuKarouu BOpOTa 3 MOBUIBHOL
XO/IbOM Ha IIBUJKUHA CHOPUHT. AHIMALIMHUNA KOHTPOJEp aBTOMATUYHO 3IVAJKY€E Mepexin

MDK IUMH CTAaHAMH PYyXY.

Run if player is near
> On See Pawn (PawnSensing)
»

Pawn

Character Movermnent

Pucynoxk 2.6. Jlorika akTuBanii ClpuHTY MIPU BUSBIEHHI I'PaBIIs
Iicepeno: Pospobrene asmopom

Jlorika 3aBIaHHs IIKOAM TPaBILI0 Oa3yeTbcsl HA MPOCTOPOBUX mepeBipkax. Komum

30M01 jgocsrae 1l (cmpanboBye Jorika Run to Player), iHimitoeTbcs KacTOMHA MOMis
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AttackPlayer (nuB. puc. 2.7.). Bona 3amyckae animaniitauii MoaTax ynapy (Play Montage)

y CyHpoBOJil BIAMOBIIHOTO 3BYKOBOro edekTy. [[ns TouHoi peecTpalii BIy4aHHS B MOMEHT
yaapy BHUKOPUCTOBYETbCSI By30d Sphere Overlap Actors, sikuil reHepye HeBUIUMY cdepy
paxiycom 80 omuHMIb mepen Moaeiuto 3om0O1. Akmio rpaeers (00'ekt kimacy Character)
3HAXOIUTHCSl BCEpeauHi 1€l chepu B MOMEHT TiepeBipku, By30d Apply Damage BigHiMae
20 omuHuIk 310poB's. [licns 3aBepiieHHs aTaku MEePEBIPSETHCA TUCTAHINIS: SIKIIO TPABEIh

B1101r, 30M0O1 3HOBY TIOBEPTAETHCS JI0 CTAHY NEPECiTyBaHHS.

Attack player logic

Pucynoxk 2.7. Peamnizariist cucreMu OIMXKHBOTO 0010 Yepe3 MpocTopoBe nepekpuTTs (Sphere

Overlap)
IDicepeno: Pospobnene asmopom

BaxmBoro cknagoBoro iMnakty € peakiis LI va orpumanns mkonu. Iler mporiec
MOJIIJIEHO HA JIBA €Tanu JJI1 ONTUMI3allll JIOrikd. BusHaueHHs 30HM BiydaHHs (y TOJIOBY YU
B TUIO) BiAOyBaeThcs BcepenuHi Blueprint-kimacy camoi Kyni Ha OCHOBI (DI3UYHHX
marepianiB (Physical Materials). Ilicns po3paxyHKy MHOXKHHMKA IIKOIU KyJsl THEpenae
M1JICYMKOBE 3HAYEHHS y KJac 30MOi.

OTpumaHHsl IIKOAM caMUM 30MO1 0OpoOIIsIEThCS Yepe3 yHiBepcalbHui By30a Event
AnyDamage (nuB. puc. 2.8.). CnouaTky cucTeMa MepeBipsie, 4u KUBHUM Bopor (Oyrnena
smigHa Is Dead?). Jlami 3Hadenns 3mopoB's (Health) 3menmnyerbcs Ha BenmUYUHY
OTPUMAHOI IIKOAW. SKIIO 3aJMIOK 370pPOB'Sl CTa€ MEHIIUM a0o0 JOPiBHIOE HYIIIO,
BHUKJIMKAETHCS Tofist cmepti (Death).

SIK110 3K BOPOT 3aJIMIAETHCS JKUBHUM, 3aITyCKAETHCS aHIMAIllsl peakilii Ha BIy4aHHS
(Zombie Reactic). BisyanbHuii 3BOPOTHHMI 3B'I30K TaKOX JIOMOBHIOETHCS T€HEPALIEI0

edexry kpoBi (VFX). 3aBmsxu cuctemi kemnryBanHs mo3 (Cached Poses) B Animation



20

Blueprint, BinTBOpeHHs aHiMaIlii BIAKKUIAHHS 3aCTOCOBYETHCS JIMIIE IO BEPXHBOI YACTUHU
Tina (uepe3 Layered blend per bone), 1o go3Bossie 30M01 TPOJOBKYBATH PyX HOTamu 0e3

3yNUHKY Y4 KOH(IIKTY aHIMaIii M yac OTPUMAaHHS [IKO/IH.

Apply damage to Zombie

=g |

Pucynok 2.8. O6pob6ka oTpuMaHO1 MIKOIU, IEPEBIPKA CTAaHY CMEPTI Ta BiITBOPCHHS
peaxirii 30M01
Iicepeno: Pospobnene asmopom

3aranioM, po3poOiieHa apXITEKTypa IITYYHOIO 1HTEJEKTy 3abe3rnedye cTabuibHy Ta
nependadyBaHy poOOTy BOPOTIB y MeXaX IrpoBOro piBHS. BHKOpUCTaHHS KOMIOHEHTA
IPOCTOPOBOIO BUSIBJICHHS Y MOEAHAHHI 3 HABITaLIHHOK CITKOK Ta MOJIYJIBHOK CUCTEMOIO
00OpOoOKM WIKOAM JO3BOJIUJIO CTBOPUTU JIMHAMIYHHUX CYHPOTHUBHHUKIB, SIKI aJ€KBaTHO
pearyloTh Ha Al TpaBi. 3anmponmoHOBaHWM mTiaxin no mnporpamyBaHHs LI depes
Blueprints € THy4YkMM 1 J03BOJISIE JIETKO MaclITaOyBaTH JIOTIKY B MaiOyTHbOMY,
HAmNpUKIaJ, [OJAI0Yd HOBI THUNHM arak a0o 3MIHIOIYM TapaMeTpu arpecii ams

OanaHCyBaHHS CKJIQJHOCTI TPH.

2.3. Peauizanis irpoBoro pe;xumMy Ta CHCTEMH CIIABHY XBWJIb BOPOTiB

KepyBanHs mio0anbHUM CTaHOM TI'pH, IIpaBujiaMu Ta irpoBuM 1ukiom (Core Loop)
3MIACHIOETHCS Yepe3 CrelianbHIi Ki1ac irpoBoro pexxumy - Game Mode. Y Mexax maHoro
IPOTOTUILY OCHOBHUM 3aBIAaHHSIM LbOTO KJIACy € KOHTPOJIb CHUCTEMHU IeHepallil (ClaBHY)
XBUJIb BOPOTIB, MIPaXyHOK BOUTUX CYIPOTUBHUKIB Ta MEPEBIPKA YMOB MEPEMOTH IPaBLs.

MaremaTiuHa Monedb CKJIQJHOCTI TIpu MOOyJAOBaHA Ha JIHIMHOMY 3pOCTaHHI
KUTBKOCTI BOPOTIB 13 KOXKHOIO HOBOIO XBUJIEIO. JJi pOo3paxyHKy 3arajibHOi KIJIBKOCTI 30MO1
Ha NOTOYHHUU payHJ BUKOPUCTOBYEThCA (hopmyna, ne HoMmep morouHoi xBum (Current

Wave) mMHOXUThCA Ha 0a3zoBuil koedilieHT (y JaHOMy BuManky - Ha 4). Orpumane
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3HAYEHHS 3amucyeThesi y 3MiHHI Zombie Total (3aranpHa KUIBKICTH Ui CHABHY) Ta
Zombies Left (J1iYnIbHUK )KUBUX BOPOTIB).

106 yHUKHYTH CKYITYEHHS BCiX BOPOTIB B OJIHIM TOWIIl, 3arajibHa KiIBKICTh 30MO1
JUTHCS Ha JIBa PiBHI MMOTOKU. [ eHepallis BOporiB peasizoBaHa 3a gonomororo nukiiB (For
Loop), sIK1 1HILIIOIOTh CTBOPEHHS 00'ekTiB uepe3 By3osn SpawnActor BP_Zombie. Koxen
IIUKJT TIPUB'SI3aHUA O OKPEMOi TOYKH CIaBHY Ha JIOKAIlll, KOOPIAMHATH SIKOi 3a37aeriib

30epexeHi y 3MiHHMX Ty Transform (Spawn Loc 1 Ta Spawn Loc 2) (nuB. puc. 2.9.).

Start Next Wave

Pucynok 2.9. Anroput™m po3paxyHKy KUIBKOCTI BOPOTiB Ta reHepaiii xBuib y Game Mode
Iicepeno: Pospobrene asmopom

BaxnuBuM TEXHIYHMM HIOAHCOM TIPU MAacOBOMY CIIaBHI 00'€KTIB B OAHIN TodIll €
3amo0iraHHsl KOJIi31AM, KOJM MOl BOPOTiB MOXYThb 3acCTpSAITH OAHa B oaHiN. Jls
BUpILIEHHS L€l mpoOiieMu y By3ial SpawnActor Oyno HaJIalITOBAaHO MapaMeTrp Spawn
Collision Handling Override. Anroputm pyIirisi aBTOMaTHYHO HAMArae€ThCs 3HAUTU BIJIbHE
MICII€ HABKOJIO 3a/IaHOi TOYKM craBHY. HaBiTh SIKIIO 17€aibHOI BUIHHOI MO3UIlI HEMaeE,
CHUCTEMA BCE OJIHO MPUMYCOBO CTBOPIOE BOPOTa, JTUHAMIYHO KOPHUTYIOYH HOTO KOOPIUHATH
JUIS YHUKHEHHSI KpUTHYHHUX HakjIageHb Giznunux karcyin (Capsule Components).

[Iporpecia irpoBoi cecii 3aJ€XHUTh BiJ YCHIIIHOCTI Al rpaBud. Ilpum koxHOMY
3HMINECHHI 30M01 BUKIMKAE€TbCS KacTtomMHa moxisi ZombiesKilled, sika 3meHnrye 3nadeHHs

mumnbHUKa Zombies Left na omunwmirto. Ilicns nporo cucrema mepesipsie, Ud JTOPIBHIOE
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3JIMIIOK HYJI0. SIKIIIO BC1 BOPOTH Y XBHJII 3HUIIEHI, HIIIIOETHCSA TIOJIisi OHOBJICHHST XBUJI
(Wave Increment).

ANTOpPUTM OHOBJICHHSI MICTHTHh MepeBipky ymoBu mepemoru (Win Condition).
Cucrema mnopiBHoe motouny xBwito (Current Wave) 3 MakcMMallbHO mependadyeHoro
KUTBKICTIO XBWIb Yy Tpi (Max Waves). SIkio rpaBeis yCHIITHO 3aBEPIIUB OCTAHHIO XBUIIIO,
BUKJIMKAEThCS Tofisl iepemoru rpasiis (Player Wins). ¥V mpoTunexxHoMy BUMaaKy HOMeEp
MOTOYHOI XBUJII 301IBIIYETHCS HA OJMHMITIO, 1 3alyCKAETHCS TOJIsI CTApTy HACTYITHOTO
paynny (Wave Start) (nus. puc. 2.10.).

ZombiesKilled

Update Wave

Pucynoxk 2.10. Jlorika migpaxyHKy BOUTUX BOPOTIB Ta MEPEXOAY O HACTYITHOI XBHIII
IDicepeno: Pospobnene asmopom

TakuM 4uHOM, PO3pOOJIEHA apXITEKTypa ITPOBOTO PEXHMY CTBOPIOE 3aMKHEHUH,
MUKJIIYHUE Ta MacimTaboBaHUi irpoBuil mnporec. BoHa mo3Bossie Jjierko OajlaHCyBaTh
CKJIQIHICTh TPH, 3MIHIOIOUM JIMIIE MaTeMaTWdHI KOCQIII€EHTH PO3PaxXyHKy KITBKOCTI
BOpOriB ab0 J0Jal0yd HOBI TOYKM TEHepallli CYNpOTUBHHKIB, 0O€3 HEOOXiTHOCTI

nepenucyBaTu 0a30By JOTIKY CUCTEMHU.
BucHoBOK 10 po3ainy 2

VY npyromy posaini Oyjg0 CIHpPOEKTOBAHO Ta peali3oBaHO 0a30By apXiTEKTypy

ITPOBOTO MPOEKTY, a TAKOX PO3POOJIEHO KIIIOYOBI IFPOBI MEXaHIKM 3 BUKOPUCTAHHIM
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CUCTEMU Bi3yallbHOTO TIporpamyBanHs Blueprints B irpoBomy pymrii Unreal Engine 5. Yci
IMIUIEMEHTOBaHI CUCTEMM YTBOPIOIOTh IUIICHUNA MpoOrpaMHUNl  (yHIAAMEHT s
JUHAMIYHOTO IITyTepa BiJl MEPIIOi 0COOH.

VY xoai pobGoTu Oyio po3poOJICHO JIOTIKY ITpOBOTO IMEpcoHaka Ha 0asi cydyacHOl
nigcuctemu Enhanced Input System, mo 3a0e3meumsio THyYKe KEepyBaHHS CTaHAMHU
nepemimieHHs (xoap0a, crpuHT, npucigands). CTBOPEHO KOMIUIEKCHUM KOHTpoJep 30poi,
o BUKOpUCTOBYe (izuuHi cHapsau (Projectiles) st BeneHHS BOTHIO, IMIUIEMEHTOBAHO
CUCTEMY PYYHOTO TMepe3aps/PKaHHA 3 TOYHOI CHHXPOHI3AII€l0 JIOTIKA Ta aHiMarlii.
OxkpeMy yBary HOpHUAUICHO IMIAKTy B3a€EMOJli 3 OTOYECHHSIM: PO3pOOJICHO MEXaHIKY
TAKTUYHOTO OIMYyCKaHHs 30poi mepes MeperkofgaMy 3a JOTOMOTOI0 METOAY TpacyBaHHS
npomeHiB (Line Trace) Ta cuctemMmy aBTOMaTHu4yHOI pereHepaiiii 310poB’sl.

Jliist 3a0e3nedeHHsl JUHAMIYHOTO IrpOBOr0O Mpolecy Oyia0 CIHPOEKTOBAHO IITYYHUMN
IHTENEKT CYNpOTUBHMKIB (30M01). Bukopucranns HasirauiiiHoi citku (NavMesh) ta
KoMrioHeHTa Pawn Sensing 103BOJIMIIO CTBOPUTH JBOPIBHEBY CHCTEMY arpecii 31 3MiHOIO
IMIBUAKOCTI pyXY NP BUSABIIECHHI IpaBIs. JIOTIKy 3aBAaHHS ILIKOIX I'PABIEBI MOOYIOBAHO Ha
OCHOBI mpocTopoBUx mepeBipok (Sphere Overlap), a cucrema OTprUMaHHS IIKOAN CaMUM
I miarpumye peecTpallito BIy4aHb y Pi3HI YACTHHU TUIAa 3 BIAMOBITHUMH Bi3yalbHUMHU
peakiisIMH Ta aHIMAI[IHHUM KEITyBaHHSM I103.

3 MeToro 00'eTHaHHS OKpEMHUX MEXaHIK y moBHOIIHHUY irposuil nuki (Core Loop)
OyJI0 HamamToBaHO Kiac irpoBoro pexumy (Game Mode). Po3poGieHo maremaruuny
MOJIeNIb MacIiTadyBaHHS CKJIAIHOCTI TPH uYepe3 TeHepalild XBUJb BoporiB. CTBOpEHO
HaJIHY CHCTEMYy CIIaBHY CYIPOTHBHHUKIB, SKa aBTOMATHMYHO 3aro0irae KoJi3idHUM
HAKJIAQJCHHSAM MOJIEJICH, a TaKOXK IMIUIEMEHTOBAHO QJITOPUTMHU MIiAPAXyHKY 3HHUIICHHX
IiJIeH Ta MepeBipKU YMOB TIEPEMOTH TPABIISL.

Takum ymHOM, pO3pOOJIEHA apXiTEKTypa € CTabUIbHOI, ONTHUMI30BaHOKO Ta JIETKO

MAacIITabOBAHOIO IS OJAJIBIIOTO PO3IIUPEHHS KOHTEHTY.



24

PO3JILJ 3. IU3AMH PIBHIB, IHTEP®ENC TA AYIIOBI3YAJILHE
OP®OPMJVIEHHSA

3.1. CrTBOpeHHs irpoBoi JoOKauii Ta JeBeJa-Iu3aiH (YKPUTTH, reoMeTpist)

JleBen-mu3aitH (MMPOEKTYBAHHS PIBHS) € KPUTHUYHO BAXKJIMBHUM €TAllOM PO3POOKH,
OCKUIBKM caMe TEeOMETpisl MPOCTOpPY AMKTY€E TPaBIIEBl MpaBUjia MOBEAIHKU Ta TAKTUKY
BeAeHHs Ooro. [Ing nmaHoro mportotunmy Oyno  oOpaHO  CETTHHI  MIiA3E€MHOI
HAyKOBO-JIOCIIIIHOI Jlabopatopii (abo mpomucioBoi ¢adbpuku) y ctwm Sci-Fi (nuB. puc.
3.1.). dns noOynoBH OTOYEHHSI BUKOPUCTOBYBABCS MOAYJIBbHHMM HaAOlp ONTHMI30BAaHUX
3D-moneneii (Static Meshes) 3 BimkpuToi 0i0mioTexku acetiB. Lle M03BOMMIO HATOBHUTH
pIBEHb JeTASIMU (SIIUKU, TPYOH, MaHeN1) 1 MO30yTHUCS BITIYTTS IIOPOKHBOTO MPOCTOPY»

(muB. puc. 3.2.).

Pucynoxk 3.1. 3aransHuil BUIIsA TOJIOBHOI 3a1M irpoBoi Jiokalli y Sci-Fi ceTTunry
IDicepeno: Pospobnene asmopom

ApxiTekTypa piBHs HE € JiHIIHOI0. BOoHA CKIIaaeThCs 3 BEMUKOI IIEHTPAIILHOT 3aJH,
sKa 3'€THAaHA MEPEXKEI BY)XUYUX KOPHUIOPIB Ta OKpeMUxX KiMHAT. [IpoekTyBaHHS jokariii
3MIIMCHIOBAJIOCS BPYUYHY 3 BUKOPUCTAHHSIM 1T€PATUBHOIO MIJXOMY: IMICJSI KOXKHOTO €Tary
PO3CTaHOBKH 00'€KTIB MpoBoauiocs ruieitectyBanHs (Playtest) mis nepeBipku AMHAMIKA

MEepPEMIILICHHS Ta KOHTPOJIIO TOUOK 1HTEPECY.
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Pucynok 3.2. CraproBa 30Ha IpaBlisl Ta Bi3yaJlbHE HallOBHEHHS KOPHUIOPIB

Iicepeno: Pospobnene asmopom

OcCKUIbKM 1TpOBUN LMK MOOYI0BaHUN Ha MOCTIMHOMY PYCl Ta YHUKHEHHI MIPSIMOTO
KOHTAKTy 3 HATOBIIOM BOPOTiB, T€OMETPIisl PIBHS MICTUTH CIEIialIbHI 30HU ISl TAKTUIHOTO
MaHeBpyBaHHs. [{ns pospuBy aucraniii 3 Il mepenbaueni By3bki Mpoxonau, depes siki
rpaBellb MOXKE MPOI3TH 3a JI0MOMOror mexaHiku npuciganus (Crouch), a Takox BIKHA,
yepe3 sIKi MOXKHa mepecTpuOHyTH. KpiM TOro, HasBHICTh BEIMKOi KUIBKOCTI CTIH Ta
YKPHUTTIB TICHO B33a€MOJIE 3 PO3POOJECHOIO paHIIIE MEXAHIKOI TAKTUYHOTO OIYyCKaHHS
30poi (Weapon Collision).

[Ilo6 po3mMpUTH TAKTUYHI MOXKJIHUBOCTI TpaBIl, JOKAIil0 OyJo JOTOBHEHO
IHTEPAKTUBHOIO CHCTEMOIO JuHaMIyHUX Oapukaa. Ha piBHI po3millleHO crerianbHi
Tpurep-30Hu  (Blueprint-cnaBHepu), sKi Bi3yalbHO TIO3HAU€HI CIPAUTOM Yy BUIIISIIIL
napkany. Lle curnanizye rpaBLeBi NMpO MOXIIHUBICTh CTBOPUTH TUMYACOBE YKPUTTA (IUB.

puc. 3.3.).
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Pucynok 3.3. KimHara aJ1s1 TAKTUYHOTO BIICTYITY 3 1HAMKATOPOM 30HHU MTOOYI0BU OapuKaau
IDicepeno: Pospobnene asmopom

[Tpouiec 3BeneHHs Gapukanu MOTpeOye yacy, MO J0Ja€ TPl eNEeMEHT PU3HKY (IMB.
puc. 3.4.). Komm rpaBenp BxomuTh y 30HY Komizii cmaBHepa (On Component Begin
Overlap), cucrema nepesipse ioro kimac (Cast to BP_Character). fAxmo inentudikaris
ycCIiinHa, 3amyckaerbest Taiimep (Set Timer by Event) na 3 cexynau. BaxxiinBoro yMoBoIo €
BIJICYTHICTh CTOPOHHIX O0O0'€KTiB (Hampukiaza, 30M0i) y 30HI 3a0yJOBH TiJ 4Yac BiJIKY.
[Tepen renepariiero 00'ekTa TakoXX BUKOHYEThCs mepeBipka Is Valid, sika Gnokye criaBH
HOBOI Oapukajay, SIKIIO MOMEpeAHss Ha IbOMY MICII IIe He 3pyHHOBaHa. YCHIIIHA

reHepallis CylpoBOKYETHCS BIATBOPEHHSAM BiATIOBITHOTO ITPOCTOPOBOTO 3BYKY (SFX).

Pucynoxk 3.4. IIporpamua norika nmepeBipku yMOB Ta reHepaiiii 0apukaau (Blueprint)

IDicepeno: Pospobnene asmopom
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30ynoBana Oapukana (QyHKIIOHYE SK (Pi3uyHA MEpemKoaa, mo OJI0Kye MPoXif s
BoporiB (HaBiramiiiHa citka NavMesh auHaMIYHO OHOBIIOETBCS a00 ITHOPYETHCS),
JI03BOJITFOUM TPABIIEBI TIEPEBECTH TOAMX Ta BITHOBUTH 370poB'sa. [Ipote Oapukama He €
O0e3cMepTHOW: BoHa Mae BiacHuM 3amac MinHocTi (Health). Otpumanns mxoau
o0poOnsieTbest yepe3 By3on Event AnyDamage (nuB. puc. 3.5.). 3pyiiHyBaTtu Oapukazmy
MOXYTh SIK 30MO1 M1 yac aTaku, TaK 1 caM I'paBellb 3a JIOMOMOTIOI0 BOTHEMAILHOT 30poi.
Ocranne pimenns (Friendly Fire mo 6apuxazi) € CBITOMUM KPOKOM T'eiMIu3aiiHy, sSIKUM
rapanrye, o TpaBelb He 3a0J0Kye cam ceOe B ITyXiid KiMHATi. 3HUIEHHS 00'€KTa TaKOXK

1HIIIII0€ 3BYKOBHH €()eKT pyHHYBaHHS Ta BUaaJse oro 3i cBity (Destroy Actor).

Pucynoxk 3.5. Jlorika oTpuMaHHs MIKOAM Ta 3HUIIEHHS 00'eKTa Oapukaau

Iicepeno: Pospobrene asmopom

[lincymoBytouM, poO3pOoOJEHUN [OMU3aiiH pIBHS HE JIMIIE BUKOHYE ECTETHYHY
dbyHKIit0, CTBOprOouM armocdepy HayKoBO-(DaHTACTUYHOTO KOMIUIGKCY, ajie ¢
Oe3nocepeHbO BIUTMBAE Ha reiimMiuieil. [Ipomymane po3TalryBaHHS yKPHTTIB, MPOCTOPI
3amu Ui MaHEBpPYBAaHHS Ta IHTErpaliss CHUCTEMH IWHAMIYHMX Oapukaa (HOpMyIOTh
MOOKUN TAKTUYHUM JTOCBIJ, CTUMYJIIOIOUM TpaBLs MOCTIMHO aHaji3yBaTh OTOYEHHS Ta

npuiiMaTyi WBUIKI PILIEHHS 1] Yac BiIOUTTS XBUJIb BOPOTIB.

3.2. Po3podka xkopucryBanbkoro inrepdeiicy (UI) (menro, HUD, oBepJieii HP,
eKpaH cMepTi

Kopuctypanwkuit inTepdeiic (User Interface) € OCHOBHUM 1HCTPYMEHTOM B3a€MOIT
MDK TpaBlieM Ta IrpOBOIO cHCTEMOI0. [[1s1 po3poOku iHTepdeiicy B Mexax MPOEKTY OyIo0

Bukopuctano iHcTpyMeHtapii Unreal Motion Graphics (UMG), skuii m03Bosie
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CTBOPIOBATH Bi3yaJIbHO MpUBaOMMBI Ta (yHKIioHanbHI Bimketn (Widgets) i3 BIacHOO
norikoro Ha Blueprints.

Po3poOka mouanacs 31 cTtBopeHHs IlomoBHOro MeHrio (nuB. puc. 3.6.). BoHo
pealizoBaHe SIK OKPEeMHUU pIBEHb 13 BIAaCHUM iHTepdecoM Ta MY3WYHUM CYIPOBOIOM.
MeHto MICTUTh (YHKIIOHATbHI KHOIKH JJI CTApTy I'pU (3aBaHTaXXEHHS OCHOBHOI KapTH)

Ta BUXONY 3 JIojaTka. J{u3aiiH MeHIO BUTPUMaHUN y 3arajibHii Sci-Fi cTHITCTHIN TPOEKTY.

)

Pucynox 3.6. Bizyansae odopmieHHs [ 010BHOTO MEHIO IpH
Licepeno: Pospobrene asmopom

[Tin ywac Ge3mocepenHbOrO IrpoBOro Mpollecy Ha ekpani BigoOpaxkaerbes HUD
(Heads-Up Display) (muB. puc. 3.7.). Bin MicTuTh yci HEOOXigHI TMapaMeTpu s
Opi€eHTAIlii TPABIIS:

° Inguxarop npuuiny (Crosshair): nuHamiuHMI €IEMEHT y LIEHTPI €KpaHa,
SAKUW aBTOMATHUYHO MPUXOBYETHCS MPU MEPEXOAl TpaBllsd y PEKUM MPHUIILITIOBAHHS 4Yepes
MyIIKy 30poi (ADS) nnst kpaujoro orsiay.

° IMapamerpu 310poB'si: rpadiuna mkana (Progress Bar), mo BimoOpaxae
ITOTOYHHM CTaH MEPCOHANKA.

° Inaukarop Goe3amacy: TEKCTOBI OJIOKH, IO MOKAa3yIOTh KUIbKICTh Ha0OIB y

MarasuHi Ta 3arajbHUM pe3eps.
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° Indopmanis npo xBuJi: AaHi MPO MOTOYHY XBUIIIO Ta 3arajibHy KiJTBKICTh
eramiB. [Ipu 3aBepiieHHI MOTOYHOT XBHJII Ha €KpaHi 3 SIBISIETHCS CIIY’KOOBE TEKCTOBE
TIOB1JOMJICHHS TIPO MTOYATOK HACTYITHOTO PayHIY.

Onomnennst Oumpmocti enemenTiB HUD peanizoBano depe3 wmexanism Bind
(InHaMIYHA MPUB'A3KA 10 3MIHHHX), IO 3a0€3Meuye aKTyaJIbHICTh JaHUX Y pPeaJbHOMY

qacl.

Wave 11
They Are Coming...

Pucynoxk 3.7. KommonenTu irposoro inrepdeiicy (HUD) mix uac irpoBoro nporecy
IDicepeno: Pospobnene asmopom

JUiss MOCWIJIEHHS BI3yaJIbHOTO BIATYKY Ha OTPHUMaHHS IWIKOAU Oya0 po3poOseHO
cucTeMy oBepJiesi mopaHeHb. Lle rpadiunuii enemMeHT (TEKCTypa KpOBI [0 Kpasix eKpaHa),
0 BXOAUTH JO CKJIaJy OCHOBHOTO Bipkera. lIporpamna morika yepe3 Animation
Blueprint Bimxera 3MiHIO€ mpo3opicTh (Opacity) 1i€i KapTUHKH, CTBOPIOIOYU €(EeKT
nynbcanii Ipu KPUTHUYHOMY pIiBHI 3[0pOB’S, L0 CIYTy€ 1HTYiTUBHUM CHUTHAJOM JUISI

IpaBIls PO HeOe3MmeKy (IuB. puc. 3.8.).
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¥ Stop Anmmation

D\.

Pucynoxk 3.8. Jlorika a"imanii mpo30pocTi OBepJIesi IOPaHEHHS
Iicepeno: Pospobrene asmopom

OcobnmBa yBara mpHAUICHA €KpaHaM 3aBEpPIICHHS IrpoBOi cecii - eKpaHaMm
Ilepemoru Ta CmepTi (nuB. puc. 3.9.). TexHiuHO BOHM peasli3oBaHl Yepe3 OfuH M1a0JI0H
BIJDKETa, J€ 3MIHIOETbCA JIMIIE TEKCTOBMM KOHTEHT 3alleXHO BiA pesyabrary. [lpu
aKTHBaIlli IUX EKpaHIB IrpoBa JIOTIKA BUKOHYE PSJI KPUTHYHHUX [IA: OJIOKyE pyx
nepcoHaxa, Bukiaukae By3on Set Input Mode Ul Only (nepemMukanHsi BBeIEHHSI BUKIIOUHO
Ha iHTepdetic) Ta inimitoe Show Mouse Cursor (quB. puc. 3.10.). Ile go3Bosse TpaBIEeBi
BUIBHO KOPHUCTYBAaTUCS KHOMKAMH JUIsl TIEPE3anyCKy piBHS, BUXOAY B rOJIOBHE MEHIO abo

IIOBHOT'O BUXONY 3 I'PH.

Pucynok 3.9. Intepdetic ekpana nepemoru (Win Screen)

IDicepeno: Pospobnene asmopom
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[Tepexin mMix craHamu rpu (Tpa-MeHIO-pecTapT) 3a0e3MeuyeThCsl Yepe3 B3aEMOJIII0

B1KeTIB 13 KitacoM Player Controller Ta dynkuisimu kepyBanss pisaamu (Open Level).

ShowWinUl

Pucynok 3.10. I[Iporpamua jiorika KepyBaHHsI CTAHAMU BBEICHHS Ta B110OpaKeHHS
Kypcopa
Iicepeno: Pospobrene asmopom
CrBOpeHa cucTemMa KOPUCTYBaIIbKOTO 1HTEpdeiicy 3abe3nedye MOBHIUI KOHTPOIb HAJ
IrPOBUM TIPOIIECOM Ta HaJa€ IpaBlLeBl HEOOXigHUN 00Ocsr 1HdopMmalii y 3pyuHii dhopmi.
Buxopucranus momiiHOrO MiAXOAYy Ta JUHAMIYHUX MPUB'SI30K JO3BOJWIO MIHIMI3yBaTH
HAaBAaHTAXXEHHS Ha CHUCTeMy, 30epiraroud NpU I[bOMY BHCOKY IIBUIKICTb BIATYKY

iHTEepQeicy Ha Iii KopucTyBada ado 3MiHY ITPOBHUX MapamMeTpiB.

3.3. Inrerpanis Bizyaabnux edekriB (VFX) Ta 3ByKoBOro cynpoBoay

AynioBi3yanibHe O(QOpPMIIEHHSI € HEBI'€MHOIO CKJIAJJOBOIO CYYaCHHUX BIJIEOIrOp, LIO
BIJITIOBIZIA€ 3a 3aHYPEHHS TpaBIlsl B arMocdepy Ta 3a0e3nedeHHs SKICHOTO 3BOPOTHOTO
3B's3ky (Game Feel). ¥ Mexax po3poOKH JaHOTO MNPOTOTHMIY OYyJIO IMIUIEMEHTOBAHO
KoMIuieKe BizyanbHux edekriB (VFX) Ta cucremy mpocTopoBOro 3BYKY.

BizyanpHi edextu posaiieHi Ha ABI Kareropii: 0oioBi Ta edextu otoueHHs. o
OOlOBUX HajeXaTb €(peKTH BOrHenmaiabHOi 30poi Ta peakiii Ha BiaydanHs. I[lig dac
MOCTPLIy 3 aBTOMara TeHepyeThes crayiax moiaym'ss Ta aum 13 ayna (Muzzle Flash) (aus.
puc. 3.11.). Ockinbku piBeHb BUKOHaHUW y Sci-Fi ctuiictuill 3 mepeBaror0 MeTajleBuX
MMOBEPXOHb, i Yac BIy4YaHHS Kyl y TEOMETpit0 piBHSA depe3 By3on Spawn Emitter at
Location BUKIMKA€EThCSA €PEKT PO3JIBOTY ICKOP. SIKINO *k KyJs BIydae y BOpora, CUCTeMa
reHepye eQpeKkT OpU30K KpOBi, IO CIYry€ IHTYiTUBHUM IMiJTBEPIXKEHHSIM YCHIITHOTO

ImoragaHHA.
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Pucynok 3.11. Jlorika renepariii Bi3yaabHUX €(PEKTIB MOCTPiIY Ta BIATBOPEHHS 3BYKY
30poi
Iicepeno: Pospobrene asmopom
JIniss moKBaBJIGHHS IrPOBOI JIOKAIii Ha KapTi Oylno Bpy4YHY pPO3CTaBICHO €(EeKTH
otoueHHs (nuB. puc. 3.12.). Jlo HUX HaNeXKaTh BUKUIIU MOTYM'sl 3 TIOIIKOPKEHUX Ta30BUX
TpyO, AMM 13 CHCTEM BEHTWIALII Ta ICKPH 3 HECIPABHUX €NEeKTpOHHUX aepeil. L1

€JIEMEHTH IMIAKPECITIOI0Th aTMochepy 3aKMHYTOI Ta 3pyHHOBAHOI IMi/13eMHO1 JJabopaTopii.
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Pucynok 3.12. BizyasibHi e(eKTr OTOUECHHSI Ha IrPOBIH JIOKallii

IDicepeno: Pospobrene asmopom
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3BYKOBUH CYTNPOBIJ TPOEKTY CKiIaaaeTbes 3 ¢GoHOBOI My3uku (Ambient), 3ByKiB
rpaBis Ta aymiocucremu L. Jlii camoro rpaBus, Taki SIK NOCTPUIMA Ta Mepe3apsKaHHs
30poi, peanizoBani dyepe3 By3oia Play Sound 2D. Ile pimeHHs 3yMOBI€HE THM, IO 3BYKH
BJacHOi 30poi He MOBWHHI MiJJABATUCS MPOCTOPOBOMY CIIOTBOPEHHIO 1 3aBXKIU MarOTh
3ByUYaTH YITKO. 3BYKHM KPOKIB CHHXPOHI30BaH1 3 aHIMAllisIMU MEPEMIIICHHS: IXHIA TeMIl

JTUHAMIYHO 3MIHIOETHCS 3aJIEKHO BiJl TOTO, YU TPaBEIlb 171e, Y1 BUKOPUCTOBYE CIIPUHT (IUB.

puc. 3.13.).

Variable

None

Default Value

B

Pucynok 3.13. CunxpoHnizaiiisi 3ByKiB KPOKIB 3 aHIMAIII€I0 pyXy TpaBIls
IDicepeno: Pospobnene asmopom
Oco0nuBy yBary MpUIIJIEHO 3BYKOBOMY JM3aiiHy BOpOriB. 30MO01 BHIAIOThH
XapaKTepHEe rapyaHHs IiJl Yyac NEPecilyBaHHs Ta aTakH, a TAKOXK creluudiuHl 3ByKH IpH
OTpMMaHHI TIKOAW Ta cMepTi. J[ns yHuKHEHHs e]eKkTy aymiaJibHOi BTOMH (KOJIA
Oararopa3oBe TIOBTOPEHHsS OJHOTO 3BYKY Jparye TpaBis), ayaiodailii BOPOTIB
opranizoBani y Sound Cues 13 BukopuctaHHsM By3na Random (muB. puc. 3.14.). ILleit
BY30J1 MPU KO)KHOMY BHUKIIMKY BHUIIQJIKOBUM YMHOM OOWPAE ONUH 13 KUIBKOX JOCTYIHHX

BapiaHTIB 3BYKY.
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" Wave Player : attack1l

GELGET
Output @
Output @

e ___
Wave Pl : attack2 i
ave Player : attac Add input @

Output @

Pucynok 3.14. HanamryBanHsi BUaJKoBOTO BIATBOpeHHs ayaiodaiini y Sound Cue
Iicepeno: Pospobrene asmopom
JIJIst TAKTUYHOTO OPIEHTYBAaHHS TPABIS 3BYKH BOPOTIB BiTBOPIOIOTHCS Yepe3 BY30I
Play Sound at Location. /lo koxkxHoro 3BykoBoro o0'ekta IIII 3acTocoBaHo HanamTyBaHHS
3racanHs 3ByKy (Sound Attenuation) (nuB. puc. 3.15.). Ile no3Bossie pyuIi0 AMHAMIYHO
pPO3paxoByBaTH T'YYHICTh Ta IMO3UIIIFOBAHHA 3BYKY B 3D-mpocTopi 3ajexHO BiJl BiJCTaHI
MDK TpaBLEM Ta JDKEpPEeIoM IIyMy. 3aBIsSKd IIbOMY T'paBellb MOXE Ha CIIyX BU3HAYaTH

HAOMMHKEeHHS HEOE3MeKH 3 TEMHUX KOPUAOPIB.

Pucynoxk 3.15. [Tapamerpu npoctopoBoro 3racanis 3ByKy (Sound Attenuation)

IDicepeno: Pospobrene asmopom

KommiekcHa B3aemMomis Bi3yaslbHHX €(EKTIB Ta 3BYKOBOTO CYNMPOBOMY KPUTUIHO
BaYKJIMBA Il peecTpallii irpoBux noaii. Hanpukmnan, momgis cMepti 30M01 (uB. puc. 3.16.)
OJTHOYACHO BUKJIWKAae 3ynmuHKYy Joriku I, BiATBOpeHHS 3BYKYy CMEpTI Ta TeHEepalliio

BiamoBiaHUX VFX, 1110 poOUTH CIIEHY HUIICHOIO Ta PEaiCTUYHOIO.
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Zombie Death logic

7 Siop Movemen! immediately

Pucynoxk 3.16. Kommuiekcaa 06po6ka mosii cMepTi 30M01 3 ayi0Bi3yalbHIUM CYITPOBOJIOM
Licepeno: Pospobrene asmopom
[aTerpoBana cucrtema aymioBi3yaslbHHX €(EKTIB YCIIIIHO BUKOHYE CBOI (DYHKIIIT:
BOHA HaJa€ TpaBlEBl HEOOXIAHWM 3BOPOTHUM 3B'SI30K MPO CTaH IrPOBOTO CBITY,
nigKpecitoe oopanuii Sci-Fi ceTTUHT Ta 3HAYHO MIABUIILYE 3arajJbHUN piBEeHb 3aHYPEHHS B
irpoBuii mpouiec. HamamtyBaHHs TpOCTOPOBOIO 3BYKY Ta BHUIAJKOBOI T'eHepallii CeMIUTIB

pOOIATH IrpOBUIA JOCBI OUIBILI TPUPOAHUM Ta KOM(MOPTHUM JIsl TPUBAJIUX ITPOBUX CECIH.

3.4. Omnmuc roroBOro NPOAYKTy Ta KEPiBHUITBO KOPUCTYBa4a

Pe3ynbraToM BUKOHAHHS MPAKTUYHOI YACTUHU KBadi(IKaliitHOI pOOOTH € MOBHICTIO
(GYHKITIOHATBHUIN MPOTOTUN (BEPTUKAIBLHUN 3pi13) BIIEOTPU B KaHPI IIyTepa BiJ MEPIIOl
ocodu (FPS) 13 enementamu BmxuaHHs (AuB. puc. 3.17.). Po3pobnenuit nporpamuuit
MpoAayKT 00'eqHye B cOOl BCI paHilie OMHCAHI CUCTEMHU: KOHTPOJIEP MEepPCOHaXa, JOTIKY
IITYYHOTO 1HTEJCKTY, apXiTEeKTypy XBWJIb BOpPOTIB, ayaioBi3yajbHEe O(GOPMIICHHS Ta
1HTEepQeic KopucTyBaya.

T'omoBHA MeTa TpH - BIOKUTH IIPOTITOM 33JIaHO1 KITBKOCTI XBUJIb, BIIOUBAIOYH aTaKu
30M01 y 3aKkpUTOMY MpocTOopi mia3zeMHoi Sci-Fi maboparopii. 3 KOXKHOIO HOBOIO XBHUJIEIO
KUIBKICTh CYNPOTHBHHUKIB 30UIBIIYETHCA, IO BUMAra€ BiJ TIpaBlsl MOCTIHHOIO pyxy,
BJIIYYHOTO BEJICHHSI BOTHIO Ta TAKTUYHOTO BUKOPUCTAHHS OTOYCHHSI.

IMouaToxk podoTu Ta inTep@eiic MeHro [Ipu 3anycky rpu KOpUCTyBad NOTpAIUIsiE€ HA
exkpan [00BHOTO MEHIO, JIe 3a JOMOMOTO MHII MOXKe OOpaTH MOYaTOK HOBOI irpOBOI
cecii abo Buxim 3 mnporpamu. I[licisi HaTUCKaHHS KHOMKHU CTapTy BiAOyBaeThCs

3aBaHTAXCHHsI IPOBOTO PIBHSL.
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KepiBuunrso kopucryBaua (KepyBanusi) KepyBanusi nepcoHa)em 3/11iCHIOETHCS
3a gomnomoroto cranaaptHoi juist [IK posknmanku knaBiatypu Ta MUl (3aBIsSKU

HajamToBaHii cucremi Enhanced Input):

° W, A, S, D - nepemilieHHs1 IEPCOHAXKA y MPOCTOPI.

° Pyx Mu1ero - orsij] Ta MpUIUTIOBaHHS.

° JliBa kHonka muii (LMB) - BeieHHS BOTHIO 31 30pOi.

° IIpaBa knonka mumi (RMB) - toune npumimoBanus (pexum ADS), sike

aBTOMATHYHO MPUX0oBYe ekpanHuil mpuilii (Crosshair).

° R - nepesapsipxanns 30poi.

° Shift (yrpumaHHs) - niepexis] y pexuM CIPUHTY JUJIS HIBUIKOTO YHUKHEHHS
BOPOT'B.

° Ctrl (abo BinmoBigHA KJaBilia) - MPUCITAHHS I MPOXOMKEHHS KPi3b BY3bKi
OTBOpH.

Pucynok 3.17. JleMoHcTpallisi irpOBOTO MPOIECY TOTOBOTO MPOTYKTY

IDicepeno: Pospobnene asmopom

IrpoBi MexaHiku Ta TakTHKa J[JIs1 yCOINTHOTO MPOXOHKEHHS IpaBIlIeBl HEOOX1THO
MOCTIAHO chiaKyBaTH 3a iHpopmariiero Ha HUD-ekpaHi: KOHTpOIIOBATH 3aJMIIOK HAOOIB y
MarasuHi Ta 3arajbHHUN pe3epB, a TAKOXK CIIIKYBATH 3a MIKAJIO 370POB's.

SIkuo rpaBelb OTPUMYE LIKOLY Bif 30MOI1, IO KpasiX €KpaHa 3'SBISETHCS YEPBOHUMN
BizyanbHul edexT (oBepieil kpoBi). OCKUIBKM B T'pi peani3oBaHa CUCTEMA aBTOMATUIHOL
pereHepaiiii, KOpHCTyBadeBl HEOOXITHO TAaKTUYHO BIJICTYNATH 1 YHHKATH OTPUMAaHHS

HOBHUX TOUIKO/PKEHb MPOTITOM KUIBKOX CEKYHJ, 100 3A0poB'S BiAHOBHIIOCA. BaxinBo
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BpaxoBYBaTW MeEXaHIKy KoOJi3ii 30poi: mpu HAOMMKEHHI BOPUTYI JO CTIH TEPCOHAXK
aBTOMAaTUYHO OITyCKae 30polo, 110 THMYACOBO YHEMOXKITUBITIOE BEJICHHS BOTHIO.

JIyist CTBOpEHHS O€3MEeYHUX 30H rpaBellb MOXKE BUKOPUCTOBYBATH CUCTEMY OapuKa.
3HaMIIOBIIY HA JIOKAIII1 30HY, IO3HAYEHY IOJI0TPamMor0 apkaHy, IpaBellb IOBUHEH 3alTH B
HEi Ta MPOTPUMATHUCS BCEPENIMHI 3 CEKyHIM (32 YMOBH BICYTHOCTI BOPOTiB y 30H1). [Ticis
IIOTO 3TCHEpyeThes (Bi3UYHA TEpeIIKoaa, sKa 3a0lIoKye NuUIsX 30MO01. [paBrieBi ciif
nam'statu, mo Oapukaxy MOXYTh 3pYMHYBaTH SIK BOPOTH, TaK 1 BIH caM 3a JOIOMOTOI0
BOTHEMAJIbHOI 30p0i, 10 T03BOJISIE 3BUTLHUTH TIPOX1a Y pa3i HE0OXiTHOCTI.

[Ticnst 3HUIIIEHHS BCIX BOPOTIB y MOTOYHIM XBUJIl HA €KpaH1 3'IBISIETHCS BiJMOBIIHE
TEKCTOBE CIOBIIICHHS, 1 JAEThCSI KOPOTKUN Yac Ha MIATOTOBKY J0 HACTYIHOTO payHIy. Y
pasi BTpaTH BCHOTO 370POB's ab0 YCHIITHOTO MPOXOKEHHS (DIHAIBHOI XBHIII, TPaBEIlh
NOTpaIuisie Ha eKpaH cMepTi abo MepeMory BIANOBIAHO, 1€ MOXKE MEPE3ayCTUTH PIBEHb
abo moBepHyTHCA A0 [010BHOTO MEHTO.

Po3poOnennii irpoBuil MPOAYKT Ma€ IHTYITUBHO 3pO3yMiJie KEepyBaHHS, IUIABHY
KpUBY HaBYaHHS Ta CTAOUIbHY TeXHIUHY 0a3y. [HTerpailis Bi3yajabHUX IMiIKa30K, 3ByKOBOTO
CYNpOBOYy Ta TAaKTHYHHUX MEXaHIK (HOpMye IUTICHUM 1 3aXOIIMBUNA KOPUCTYBAIBKUN

JOCBIJI, 1110 TIOBHICTIO BiJITOBI/Ia€ TIOCTABJICHUM 3aBJaHHSM JTUTIJIOMHOTO TIPOEKTY.
BucHoBok 10 po3aiay 3

VY tperbomy po3aiai Oyino BUKOHAHO KOMILJIEKC pOOIT 13 MPOCTOPOBOIO, Bi3yaJbHOTO
Ta 3ByKOBOTO O(OPMJICHHS ITPOBOTO MPOEKTY, & TAKOXK HAJAIITOBAHO CUCTEMY B3a€MOJII1
KOpPHUCTyBa4a 3 TPoIo.

Ha eram mneBen-gu3aiiHy Oy/O CIPOEKTOBAHO IrPOBY JIOKAII0O B CTHJIICTHII
MiJ36MHOTO ~ HAyKOBO-JOCHIAHOTO  KoMmIiuiekcy  (Sci-Fi). 3aBasku  BUKOpHUCTaHHIO
ONTHMI30BaHUX MOAYTbHUX 3D-Momeneil CTBOpEeHO apxXiTEeKTypy piBHS, SKa CTUMYIIOE
TpaBIsl 70 TOCTIMHOTO TMEPEMIIIEHHs Ta TaKTHYHOTO MAaHEBPYBaHHSA. BaxkiuBum
reiMIn3aiiHepChKUM PIIICHHSIM CTajia IMIJIEMEHTAIlIl CUCTEMHU JUHAMIYHUX OapuKaj, sKa
OpPraHIvyHO MOETHYE TEOMETPII0 MPOCTOPY 3 MPOrPAMHOIO JIOTIKOIO, T03BOJISIIOYM IPaBLIEBI

caMOCTIitHO ()OpMYBaTH TUMYACOBI YKPHUTTSI.
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Jlist 3a0e3neyeHHs €PEeKTUBHOI KOMYHIKaIlli M TpaBIEeM Ta IrPOBOI0 CHCTEMOIO
Oysl0  po3po0JICHO TOBHOIIHHMM  KOPUCTYBallbkuii  1HTepdeiic 3a  JOMOMOIOor
iHcTpymentapito Unreal Motion Graphics (UMG). CtBopeno iHTepakTtuBHE [00BHE
MEHIO, €KpaHU 3aBeplUIEHHs cecii (mepemMoru Ta cMepTi) 3 MPaBHIBHUM MEPEXOIICHHSIM
koHTpouto BBeaeHHs (Input Mode), a Takox 1HpopmaruHuii irpoBuit HUD. 3actocyBanHs
muHamMiyHuX TpuB's3ok  (Bind) 3a0esneunmsio  KopekTHE BiMOOpaxKeHHS KIIOYOBHUX
napameTpiB (310poB's, Oo€3amnac, IOTOYHA XBUIIS) Y peaIbHOMY 4aci.

3 METOI MOCWJICHHS IMEPCHUBHOCTI IrpPOBOTO TMPOILECY IHTErPOBAHO CUCTEMY
Bi3yanbHuX edextiB (VFX) ta mpocropoBoro 3Byky. HamamroBano 00#ioB1 Bi3yasbHi
edekT (crajmaxu MOCTPUTIB, ICKpH, OPU3KH KpoBi) Ta €(eKTH OTOYEHHs. Ayaiocucrema
IPOEKTY BHUKOPUCTOBYE TMapamMeTpu 3racaHHs 3ByKy (Sound Attenuation) st
MO3HUIIIIOBaHHS BOporiB y 3D-mpocTopi Ta By3iau panjaomizaiiii aymaiodaiinis (Sound Cues),
110 MIHIMI3Y€E ayAianbHy BTOMY I'PaBIIs 1 10AA€ Pl TAKTUYHOI [TTUOMHH.

VY pesynbrari 00'eqHaHHSA po3poliIeHuX 0a30BUX MexaHik (koHTpoiep, I, cuctema
XBWJIb) 13 CTBOPEHUM DpiBHEM, IHTepdeiicoM Ta ayaioBi3yaJbHUM CYNPOBOJAOM Oyi0
OTPUMAHO IUTICHUHN (DYyHKIIOHATBLHUN MPOTOTHI (BEPTUKAIBLHUMN 3pi3) Bijeorpu. [oToBuit
POTrPaMHMM MPOAYKT Ma€ CTaOUTbHHM ITPOBHM ITUKJI, IHTYITUBHO 3pO3yM1JIe KEpYBaHHS Ta
MOBHICTIO 3a/I0BOJIBHSIE BUMOTH, MOCTABJIEHI A0 MPaKTUYHOI YACTHMHM KBaJl(iKalliHOI

poboTH.
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BUCHOBOK

KsamidikamiitHy poOOTy HpHCBAYEHO aKTyaJlbHOMY 3aBJaHHIO CY4YacHOi 1HIyCTpii
IHTEPaKTUBHUX pPO3Bar - po3poOIll MOBHOLIHHOIO MPOTOTHUIY TPUBHUMIPHOI BIACOTPH B
*aHpi uryrepa Bin mepuioi ocodu (FPS) 3 enementamu BwxuBanus (Survival). ¥V xomi
BUKOHAHHS poOOTH OyJIO MPOMIEHO BCl KJIFOUOBI €Taly CTBOPEHHS IFPOBOTO MPOAYKTY: Bij
KOHIIENTYaJlIbHOTO MPOEKTYBaHHS Ta MOOYI0BM 0a30BOi MpOrpamMHOI apXIiTEKTypH 0
NU3aiiHy pIBHIB, HAJAIITYBAaHHS INTYYHOTO IHTEJEKTY Ta 1HTErpaiii aymaioBi3yallbHOTO
CynpoBoay. Ik OCHOBHMI 1THCTPYMEHT po3poOKHu Oyio 0OpaHO MepeoBUI IrPOBUM YLl
Unreal Engine 5, a moriky peaii3oBaHO 3a JOMOMOIOI0 CHCTEMH BI3yaJbHOTO
nporpamyBaHHs Blueprints, 1o 3a0e3neunsio BUCOKY IIBHIKICTB 1Tepalliii Ta THYYKICTb
apXITEKTYpPH.

[TimcymoBytOuM pe3ysbTaTH MPOBEACHOTO TOCITIKEHHS Ta MPAKTHYHOI PO3POOKH,
MOYKHa 3pOOUTH HACTYITHI BUCHOBKHU:

@OyHIaMEHTOM ITpOBOTO TMpOLIECy CTaja po3poOKa KOMILIEKCHOTO KOHTpOJepa
rpaBIlsg Ha 6a3i cydacHoi migcuctemu Enhanced Input System. Lle no3Bonmino peanizyBaru
THYYKy Ta MacliTabOBaHy CHUCTEMY KEPyBaHHS, IKa JIETKO aJanTy€eThCs M1 Pi3HI MPUCTPOI
BBEJICHHA. by/lO YCHINIHO IMIUIEMEHTOBAaHO MEXAaHIKM TEPEeMIIIeHHs (X0ap0a, CIPHUHT,
MPUCITIaHHS), K1 0€3M0CEePeIHhO BIUTMBAIOTH HA TAKTUYHI MOXJIMBOCTI TpaBlisl HA PIBHI.
Kpim 0a30Bux pyxiB, CIPOEKTOBAHO MPOCYHYTYy CHUCTEMY IIOBOUKEHHS 31 30pO€ro:
MEXaHIKy CTpuibOu Ha ocHOBI (i3uyHux cHapsaiB (Projectiles), 5oriky TodHOrO
npuiiioBadHsa (ADS), a Takoxk cucTeMy py4HOro Hepe3apsPKeHHs, CHHXPOHI30BaHY 3
aHIMaIlifHUMKA MOHTa)KaMU. [HHOBAIlIMHUM TEXHIYHUM pIMIEHHSM CTaja peaizallis
CHUCTEMH TaKTUYHOTO OIMyCKaHHS 30poi Mpu HAOIMKEHH1 J0 Mepeniko (Ha OCHOB1 METO/IIB
TpacyBaHHs npoMeHiB Line Trace), 1110 3HaUHO MIABUILMJIO Peani3M B3a€MO/Ii IEPCOHAKA
3 oroueHHsM. Jlms 3abe3nedeHHs OanaHCy BWKUBAaHHSA BIPOBAIKEHO MAaTEMaTUYHY
MOJIeJIb aBTOMaTUYHOT pereHepaliii 370poB’s MicJisi BUX0Ay 3 0010.

JInsi CTBOpEHHSI JMHAMIYHOTO Ta HemepeadadyyBaHOTO IrpOBOrO JOCBiay Oylio
PO3pOOJIEHO aNTOPUTMH TMOBEIIHKU MITYYHOTO 1HTEIEKTY BOpOriB (30M01). Bukopucranus

Hapiramiiinoi citku (NavMesh) ta cencopaux kommnoHeHTiB (Pawn Sensing) no3Bosnuio



40

HAJUIUTH CYNPOTUBHUKIB 3JATHICTIO CAMOCTIMHO BUSIBISITA TpaBlsl B MPOCTOpPI Ta
nepeciiayBaTi 0ro, OMHHAIOYH MEPEIIKoi. BIpoBaIkKeHO MOy abHY CHCTeMY 0OpOOKH
IIKOJIM, $IKa KOPEKTHO pearye Ha BIyYyaHHS Ta IHILIIOE BIANOBIAHI CTaHW (araka,
OTpPMMAaHHS TOILIKO/UKeHb, CMEpPTh). [IJ00anbHUII KOHTPOJIb HAJ ITPOBOIO CECIEIO
peanizoBaHO Yepe3 apxiTektypy kinacy Game Mode. V #oro mexax po3poOieHo
MaTeMaTUyHy MOJIeJIb €cKajallli CKIAJHOCTI - CHUCTeMy TeHepallli XBWJIb BOPOTIB.
CrBopeHa JOrika aBTOMAaTHYHO PO3PAXOBYE KUIBKICTh CYHPOTHUBHUKIB MJII KOXKHOTO
payHay, PO3MOAUIAE X MDK TOYKAMM TeHEpallii Ta ympaBiisi€e yMOBaMH IepeMord ado
nopasku. Bukopucranus mexanizmiB 00pooxu komiziit (Spawn Collision Handling) mix yac
MOSIBU BOPOTIB 3a0€3MeUnsIo0 TEXHIYHY CTa0lIbHICTh MacoBoro cnaBHy LI 6e3 kpuTuuHux
MOMMJIOK YH 3aCTPSTaHb MOJICIICH.

[IpakTryHa 3HAYYIIICTE POOOTH MIIKPITUIFOETHCS CTBOPEHHSAM YHIKAJIbHOI 1pOBOI
jgokamii y HaykoBo-(hanTactuuHOoMy  (Sci-Fi) certunry. 3aBAsSKM TpaMOTHOMY
BUKOPUCTAHHIO MOAYIbHUX 3D-aceTiB moOy1oBaHO HEMIHIWHUN PIBEHb 3 MPOCTOPUMU
3ajJaMu 71 MaHEBPYBaHHsS Ta BY3bKUMHU KOpUIOpaMU Ui BiAcTymy. [eomeTpist piBHS
TICHO IHTErpOBaHa 3 IrPOBUMH MEXaHiKaMu. BU3HAYHWM JOCSATHEHHSIM TeMAN3aiiHy B
MeXkax IMPOEKTY cTaja po3poOKa CUCTEMHU AMHAMIYHMX Oapukai. Lls mexanika qo03Boiise
IPaBIEBl B3AaEMOJIIATH 31 CHEUIATILHUMH TPUTEP-30HAMH JUJIi CTBOPEHHS THUMYACOBHMX
GI3MYHUX YKPUTTIB, K1 OJOKYIOTh NUIAX BoporaM. HasBHICTH y Oapukaa BIacHUX
napaMmeTpiB MIIHOCTI Ta MOXJIMBOCTI IX PyHHYBaHHS SIK TpaBlieM, TaK 1 BOpPOTaMH,
dopmye mMOOKHUH piBeHb TAKTUYHOTO TUTAHYBaHHS MiJ1 9ac 0010.

Jlns 3abe3nedeHHs KoM(POPTHOT KOMYHIKAIlli MK KOPUCTYBa4eM Ta IPOI0 CTBOPEHO
noBHoliHHUN 1HTepderic (Ul) 3a pomomororo iHcTpymeHTapiro UMG. PospobGieHo
OaraTopiBHEBY CTPYKTypy MeHi0: [onoBHe meHto, iHbopMaTuBHUi irpoBuii ekpan (HUD)
13 TMHaMI4HOIO MpuB's3Koro AaHux (Bind) mpo cran 310poB's, 6oe3arac Ta mporpec XBuib,
a TaKoXX €KpaHu 3aBeplleHHs cecii. J[Jig mocuiieHHs] IMEpCUBHOCTI BIPOBAJI)KEHO OBEpJiei
MOpaHEHb 13 JTUHAMIYHOIO 3MIHOIO Mpo30opocTi. AymioBizyanbHa ckianoBa (Game Feel)
Oylla CyTTEBO TMIOKpallleHa MUISXOM HaJallTyBaHHS Bi3yaJlbHUX e€(QeKTiB (crajaxu
MOCTPUTIB, ICKPU BiJ BIy4YaHb y MeTasl, €(PEeKTH KPOBi, HABKOJHUIITHE CEPEIOBUIIEC) Ta

uOoKoi poOOTH 31 3ByKOM. IMIZIEeMEHTOBaHO MPOCTOpPOBE 3racaHHs aymaio (Sound
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Attenuation) IS TOYHOTO TMO3MUIIIOBAHHS BOPOTIB Y TEMpPSABI Ta 3aCTOCOBAHO CHUCTEMY
pangoMizanii 3BykoBux cemmiiB (Random Sound Cues), mo MiHIMIZ3ye edekT
OJTHOMAHITHOCTI MPHU TPUBAIIH TPi.

IIpakTuyHe 3HAYeHHH OJ€PKAHMX Pe3yJbTATIB TOJAraE y TOMY, IO
PO3p00IEeHU TPOrpaMHUA MPOAYKT € MOBHICTIO (DYHKIIIOHAIBHUM BEPTUKAIBHUM 3P130M
(Vertical Slice) Bigeorpu. IIpoexT MoOXKe YCHIIIHO BUKOPUCTOBYBATHUCS SIK TOTOBE
noptoIio, Ke IEeMOHCTPY€E BUCOKUIN piBeHb BONOAIHHS 1HCTpyMeHTapieM Unreal Engine
5, po3yMiHHS PUHIUIIB 00'€KTHO-OPIEHTOBAHOTO Mixony B Blueprints, a Tako HaBHUKH
JeBeN-IM3aiiHy Ta MPOEKTYyBaHHs IrpoBuX cucteM. KpiMm TOro, crBopeHa rpa BHUCTYIa€
HAJIMHUM TEeXHIYHUM (YHIAMEHTOM JJis MOAAJBIIOI KOMEPUIHHOT PO3POOKHU, OCKIIBKH 1i
MOJIyJIbHAa apXITeKTypa J03BOJIsE Oe3 KPUTUUHUX 3MiH spa J0JaBaTh HOBI KJIacH 30poi,
po3IIMproBaTH O6ecTiapiii BOPOTiB Ta MaciiTadyBaTH irPOBUI CBIT.

IlepcnekTHBH MOJAJBLIIONO0 PO3BHUTKY. 3alpoloHOBaHA B JUIUIOMHIA poOOTI
apXiTeKTypa Ma€ 3HAYHUU MOTEHIIIal /Il MaciiTalyBaHHs. Y MailOyTHbOMY MPOEKT MOXKE
OyTH PO3IIMPEHUN LUISIXOM JI0/IaBaHHS CUCTEMHU EKOHOMIKM (OTpUMaHHS BaJIOTH 3a
BOMTHX BOPOTIB Ta KyMiBJIs 30p0i/IaTPOHIB MIX XBUJISIMH), BIIPOBAKECHHSI HOBUX THUIIIB
MTYYHOTO 1HTEJIEKTY (MiHI-00CH 3 YyHIKQJIBHUMHU IaTepHAMM aTakK, BOPOTH JaJbHBHOTO
0o10), peainizanii MexaHikd 30epexkeHHsl mporpecy (SaveGame), a TaKOX PO3pOOKH
po3paxoBaHOrO0 Ha 0araro KOpPUCTyBauiB KoomeparuBHoro pexumy (Multiplayer
Networking) s ciijIbHOTO IPOXOJKEHHS ITPOBUX PIBHIB.

VY pesynabrari BUKOHAHHS KBajdidikauiiHoi poOOTH BCl MOCTaBIEHI 3aBAaHHA OyiH
YCHIIITHO BUPIIICHI, & TOJIOBHY METY - CTBOPEHHS ()YHKIIIOHAJIHHOTO IMPOTOTHUITY T'PH B
xaHpi FPS-Survival 3a 1onoMororw cy4acHUX TEXHOJOTIA pPO3POOKH - TOBHICTIO

JOCSTHYTO.



42

CIIMCOK BUKOPUCTAHUX JIKEPEJI

. Unreal Engine 5.7 Documentation URL:
https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-7-do

cumentation (nara 3BepHenHs: 06.08.2025)

. Learn Blueprints in Unreal Engine 5 - Beginner Tutorial URL:
https://www.youtube.com/watch?v=opyV7rhKSFc (nara 3sepuenns: 25.08.2025)

. Unreal Engine Online Learning URL: https:/learn.unrealengine.com/ (mara
3BepHeHHs: 12.09.2025)
. How to Create a Simple FPS in Unreal Engine 5 URL:

https://www.kodeco.com/32435756-how-to-create-a-simple-fps-in-unreal-engine-5

(mara 3Bepuenss: 03.10.2025)
. Community Tutorial: Basics of Blueprints (UES) URL.:

https://dev.epicgames.com/community/learning/tutorials/EW 7d/unreal-engine-epic-

games-store-basics-of-blueprints-ue5?locale=pl-pl&locale=fr-fr&locale=en-us&loca

le=en-us (narta 3BepHenHs: 21.10.2025)
. Unreal  Engine Basics & Intro to  UES5  Blueprints  URL:
https://www.youtube.com/watch?v=ITCWa30LLNAQ (mara 3Bepuenns: 15.11.2025)

. Enhanced Input in Unreal Engine URL.:
https://dev.epicgames.com/documentation/en-us/unreal-engine/enhanced-input-in-u
nreal-engine (nara 3BepHeHHs: 05.12.2025)

. UMG Ul Designer for Unreal Engine URL.:

https://dev.epicgames.com/documentation/unreal-engine/umg-ui-designer-for-unreal

-engine?application_version=5.2 (nara 3BepHenHs: 20.12.2025)
. Navigation System and  NavMesh in  Unreal  Engine  URL:

https://dev.epicgames.com/documentation/en-us/unreal-engine/navigation-system-in

-unreal-engine (nara 3BepHeHHs: 14.01.2026)



https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-7-documentation
https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-7-documentation
https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-7-documentation
https://www.youtube.com/watch?v=opyV7rhKSFc
https://www.youtube.com/watch?v=opyV7rhKSFc
https://learn.unrealengine.com/
https://www.kodeco.com/32435756-how-to-create-a-simple-fps-in-unreal-engine-5
https://www.kodeco.com/32435756-how-to-create-a-simple-fps-in-unreal-engine-5
https://www.google.com/search?q=https://dev.epicgames.com/community/learning/tutorials/EW7d/unreal-engine-epic-games-store-basics-of-blueprints-ue5&authuser=2
https://dev.epicgames.com/community/learning/tutorials/EW7d/unreal-engine-epic-games-store-basics-of-blueprints-ue5?locale=pl-pl&locale=fr-fr&locale=en-us&locale=en-us
https://dev.epicgames.com/community/learning/tutorials/EW7d/unreal-engine-epic-games-store-basics-of-blueprints-ue5?locale=pl-pl&locale=fr-fr&locale=en-us&locale=en-us
https://dev.epicgames.com/community/learning/tutorials/EW7d/unreal-engine-epic-games-store-basics-of-blueprints-ue5?locale=pl-pl&locale=fr-fr&locale=en-us&locale=en-us
https://www.youtube.com/watch?v=ITCWa3oLNAQ
https://www.youtube.com/watch?v=ITCWa3oLNAQ
https://dev.epicgames.com/documentation/en-us/unreal-engine/enhanced-input-in-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/enhanced-input-in-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/enhanced-input-in-unreal-engine
https://www.google.com/search?q=https://dev.epicgames.com/documentation/en-us/unreal-engine/umg-ui-designer-for-unreal-engine&authuser=2
https://dev.epicgames.com/documentation/unreal-engine/umg-ui-designer-for-unreal-engine?application_version=5.2
https://dev.epicgames.com/documentation/unreal-engine/umg-ui-designer-for-unreal-engine?application_version=5.2
https://dev.epicgames.com/documentation/en-us/unreal-engine/navigation-system-in-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/navigation-system-in-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/navigation-system-in-unreal-engine

43
10.Audio System Overview in Unreal Engine URL:

https://dev.epicgames.com/documentation/unreal-engine/audio-system-overview?ap
plication_version=4.27 (nara 3BepaerHs: 02.02.2026)

11.Level Design Fundamentals in Unreal Engine URL:
https://dev.epicgames.com/community/learning/tutorials/3VKJ/unreal-engine-fortnit

e-level-design-fundamentals (nara 3Bepaenns: 18.02.2026)

12. Artificial Intelligence in Unreal Engine URL.:

https://dev.epicgames.com/documentation/unreal-engine/artificial-intelligence-in-un

real-engine (nmara 3BepHeHHs: 10.03.2026)

13.Schell J. The Art of Game Design: A Book of Lenses. (mara 3BepHEHHS:
18.03.2026)

14.Swink S. Game Feel: A Game Designer's Guide to Virtual Sensation. (marta
3BepHeHHs: 25.03.2026)

15. Totten C. W. An Architectural Approach to Level Design. (mara 3BepHEHHS:
02.04.2026)

16.Millington 1. Al for Games. (nata 3Bepuenns: 11.04.2026)

17.Romero M. Blueprints Visual Scripting for Unreal Engine 5. (nara 3BepHeHHS:
19.04.2026)

18.Sylvester T. Designing Games: A Guide to Engineering Experiences. (mara
3BepHeHHs: 26.04.2026)

19.Rogers S. Level Up! The Guide to Great Video Game Design. (nata 3BepHEHHS:
03.05.2026)

20.Nystrom R. Game Programming Patterns. (nara 3sepuenns: 10.05.2026)


https://www.google.com/search?q=https://dev.epicgames.com/documentation/en-us/unreal-engine/audio-system-overview-in-unreal-engine&authuser=2
https://dev.epicgames.com/documentation/unreal-engine/audio-system-overview?application_version=4.27
https://dev.epicgames.com/documentation/unreal-engine/audio-system-overview?application_version=4.27
https://www.google.com/search?q=https://dev.epicgames.com/community/learning/paths/level-design-and-environment-art&authuser=2
https://dev.epicgames.com/community/learning/tutorials/3VKJ/unreal-engine-fortnite-level-design-fundamentals
https://dev.epicgames.com/community/learning/tutorials/3VKJ/unreal-engine-fortnite-level-design-fundamentals
https://www.google.com/search?q=https://dev.epicgames.com/documentation/en-us/unreal-engine/setting-up-an-artificial-intelligence-pawn-in-unreal-engine&authuser=2
https://dev.epicgames.com/documentation/unreal-engine/artificial-intelligence-in-unreal-engine
https://dev.epicgames.com/documentation/unreal-engine/artificial-intelligence-in-unreal-engine

	ВСТУП 
	РОЗДІЛ 1. АНАЛІЗ ПРЕДМЕТНОЇ ОБЛАСТІ ТА ПРОЕКТУВАННЯ КОНЦЕПТУ ГРИ 
	1.1. ​Огляд жанру шутерів (FPS) та аналіз рушія Unreal Engine 5  
	1.2. ​Розробка геймдизайн-документу (GDD) та опис ігрового циклу 
	1.3. ​Постановка задачі розробка 
	Висновок до розділу 1 

	РОЗДІЛ 2. ПРОЕКТУВАННЯ АРХІТЕКТУРИ ТА ІГРОВИХ МЕХАНІК 
	2.1.​Розробка логіки персонажа та контролера зброї (пересування, анімації від стін, регенерація здоров'я) 
	2.2.​Проектування штучного інтелекту (Pawn Sensing, зміна швидкості зомбі, реакції на влучання 
	2.3.​Реалізація ігрового режиму та системи спавну хвиль ворогів 
	Висновок до розділу 2 

	РОЗДІЛ 3. ДИЗАЙН РІВНІВ, ІНТЕРФЕЙС ТА АУДІОВІЗУАЛЬНЕ ОФОРМЛЕННЯ 
	3.1.​Створення ігрової локації та левел-дизайн (укриття, геометрія) 
	3.2.​Розробка користувацького інтерфейсу (UI) (меню, HUD, оверлей HP, екран смерті 
	3.3.​Інтеграція візуальних ефектів (VFX) та звукового супроводу 
	3.4.​Опис готового продукту та керівництво користувача 
	Висновок до розділу 3 

	ВИСНОВОК 
	СПИСОК ВИКОРИСТАНИХ ДЖЕРЕЛ 

