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PE®EPAT

[TosicHIOBaJIbHA 3aITMCKa CKJIATAETHCS 3 7 PO3ILIIB:

— BCTYII — B JAHOMY PO3J1JI1 OMMMCYETHCS CYyTHICTh PO3POOKH, ii aKTyab-

HicTh. CKIIaJIa€ThCs 3 2 CTOPIHKY,

— aHaJIi3 MPEAMEHTOI 00J1acTi — Y IbOMY PO3/I1JI1 MU PO3TISAAEMO Ta aHATI-
3y€MO IrpOB1 ABUKKH, ICHYIOY1 )KaHPU 1rop, aTMOC(EpPy Ta IrpoBI MEXaHIKH B pi3-
HUX Irpax Ta CKJIaIaEMO MOCTAaHOBKY MoAalbIoi podotu. Cxiagaerbes 3 9 ctopi-

HOK;

— oprasizairisi KOMaHIM Ta CEPEAOBHINA — B IbOMY PO3iJIl PO3TIISIAFOTHCS
METO/IM OpTraHi3allii KOMaH1, CTBOPEHHS IOPOKHBOT KaPTH, BUJAH CUCTEM KOHT-
poutro Bepciii, a Takoxx Blueprints Ta Behavior Trees B Unreal Engine. Cxnagaetbest

3 10 cTopiHOK;

— po3poOKa IrpOBUX MEXaHIK Ta CUCTEM T'PH — y I[bOMY PO31I pO3pO0OIIs-

I0TbCsl 0a30B1 IrPOB1 MeXaHIkU Ta cucteMu rpu. Ckinanaerbes 3 24 CTOPIHOK;

— TECTYBaHHS 1rOp — Y IIbOMY PO3/ILJII PO3MISAAI0TECS 0a30B1 cTpaTerii Ta
0COOJIMBOCTI TECTYBaHHS 1rOpP, a TAKOXK MPUBOAATHCS TeCTOB1 Bunaaku. Ckiasa-

€THCA 3 5 CTOPIHOK.

— 3arajibHi BUCHOBKH — MIJICYMKH Bci€i poboTu. CkianaeTses 3 1 cTopi-

HKH;

— CIIMCOK BUKOPHUCTaHUX JIKEPEI — BKIIOYa€ B cebe 010iorpadiuauii cru-

COK BUKOpHUCTaHO1 JiTepatypu. Ckianaerbes 3 1 CTOPIHKY;

— I0JJaTKU — MICTUTh TEXHIYHE 3aBAaHHs Ta Ko pobodoro npoekty. Kiiab-

KicTh Ta0uIh: 3 mTyK. KUTbKICTh pUCYHKIB: 34 MITYKH.
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BCTYII

3a ocTaHi pOKH IrpoBa IHIYCTPis CTana OAHIEI0 3 MIBUAKO3POCTAIOUUX 1 HAM-
npUOYTKOBIIIKX Y CBITI po3Bar. CbOro/iHi Irpy JOCTYIIHI Ha 6aratboXx MmiaThopmax,
BKJTFOUYAIOYH TIEPCOHAIBHI KOMIT'FOTEPH, iTPOB1 KOHCOJI1 Ta MOO1IBHI pucTpoi. On-
HUM 3 TOJIOBHUX (PaKTOpIB YCIIXY y I1H cdepi € AKicTh rpu. ['apHa rpa Mae Matu

I[IKaBUM CIOKET, 3aXOIUTIOIOYHI CIOKET, KpacuBy rpadiky Ta 3BYKOBHM CYIIPOBIiJ.

Unreal Engine — 11e moTyXHUW 1TpOBUI Py, SKUH pPO3pOOJICHUI KOMIIa-
Hiero Epic Games. Bin mae mmpokuii pyHKIIOHAI, SIKHI1 BKIIOYae 10 ce0e MOXKIIN-
BOCTI mparil 3 3D-monensiMu, TeKCTypaMH, MaTepiajlaMH, OCBITJICHHSIM Ta Oarato
qoro iHmoro. Ha puHKYy KOPUCTY€ETHCS BEMKOIO TOMYJISIPHICTIO 332 PaXyHOK CBOET
THYYKOCTI Ta TIOTY»HOCTI, a TAKOX 3aBJISIKA TOMY, 110 BiH JOCTYIHUH /11 BUKOPHU-

CTaHHS K I HEBEJIHMKHUX 1HIN-KOMAH/, TaK 1 JJI BEJIUKNX KOMITaHIMH.

Lelt TMIUIOMHUN TPOEKT NPU3HAYEHUH JIJIsl IEMOHCTpaLii CTBOPEHHS sAipa
IrpoBoi Joruku B kKoMil totepHii rpi “Nuclear Frost” na pymii Unreal Engine, po3-
IJIsTHE KJTFOYOB1 KOHIIEMIIIT Ta oco0auBocTi npaiii 3 Unreal Engine 1 nmpogemMoHCcTpye
IPaKTUYHI PUKIIAIU TOrO, IK HOr0 MOKHA BUKOPUCTOBYBATH JIJIs1 CTBOPEHHS T'OJI0-

BHHUX CHUCTCM iI‘pOBO.l. JIOT'UKH.

Nuclear Frost — 11e npurogHuIbKUiA IIyTep BiJ MepIioi ocoou, Jie reporo J10-
BEJIETHCS 3ITKHYTHCS BiY-HA-BIY 13 OTPO3aMHU, SIK1 TOPOJUB HOBUH CBIT. bopiThes 3
MyTaHTaMH, 30epiraiiTe CBO€E TEIJI0, yHUKaNTe pasialiii Ta 00piThes 3 TpuOKoMm, 1100
ypATyBaTH cBiii 0y1MHOK. CBIT Ipu 1TaBHUM-/IaBHO OYB 3pyHHOBaHUH SAEPHOIO Biii-
HOTO, 1110 3HMINKJIA HACEJICHHS 3eMJIl 1 MepeTBOPHIIA ii MOBEPXHIO HA KPUKAHY ITyC-
TKy. JInIie >kMeHbKa THX, XTO BUYKUB, CXOBaJIacs B HaJpax OyHKepa, a JIt0JIChKa ITH-
BLJTI3allis BUSBHUIIACS HAa M1 BUMHpaHHS yepe3 rpuook Kpmkanoi Opycdaipu, 1mo

3'IBUBCS Ha CBIT.

["onoBHMIt repoit, 3a aKoro Oyje rpaTu rpaBelib, HE 3aCTaB caMoi BiifHU, BIH
HApOJMBCS BXXE B OyHKepi 1 Jiniiie 3 po3noBijei 3HaB skuii cBitT 0yB "/[0". Bech uac

H0ro sKUTIIO 3a3HaBajo crnanaxis eniaeMii JIboasHoi Opycdaipu, siki BaaBajgocs Jii-
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KBIyBaTH, ajie TIIbKK HE 3apa3. Curyallis 3arocTpuiacs HaCTUIbKH, 10 Maike Oi-
JBIIICTh HACEJEeHHs OyJia 3apa)keHa 1 repoi y Tomy uucii. HacraB MOMEHT pilryde
JUSATH, TOMY IIEpE] F€POEM MTOCTABJIEHE 3aB/IaHHS BPSTYBATH 3a Oy/b-sKY LIHY CBIA

PITHUIA J1IM, HaBITh SIKIIO 3a 11€ TOBEETHCS BIIJIATH CBOE KUTTS.

["onoBHa MeTa rpH MOJsATaE B TOMY, 00O 3aHYPUTH TPpaBls B aTMOchepy 3a-
MEpP3JIOro CBITY Ta OOpOTHOM JIFO/ICH 3a CBOE ICHYBaHHS, a TAKOXK MOKAa3aTH, HACKI-
JbKA MOXe OyTH HEOE3NeYHUM 3aCTOCYBaHHS SACPHOI 30poi Ta 3HeBara mpooJieM

KJIIMaTYy.

araJjiom Ieil TUIIJIOMHUI MPOEKT Iparue 3a0e3neunT BceOiuHe po3yMiHHS
3 6 0 y
CTBOPEHHS fAJipa IrpoBoi Joruku y po3podii rpu “Nuclear Frost” Ta npogeMoHcTpy-

Batu MoxJimBocTi Unreal Engine.



PO3/1J1 1. AHAJII3 IPEJMETHOI OBJIACTI

1.1. AHami3 iIrpoBUX JIBUTYHIB

CporojiHi Ha pUHKY iCHY€ 0€3J1i4 ITPOBUX PYIIIiB, IKi PO3POOHUKH ITOp MO-
KYTb BUKOPHCTOBYBATHSI JIsl CTBOPEHHS KOMII FOTEPHUX irop, aje JAesKi 3 HUX Haii-
NOMYJISIPHINII 1 IIMPOKO BUKOPHUCTOBYIOTHCS B 1HAYCTpil irop. Ilpukiagamu Takux

npoaykTiB € Unreal Engine, Unity 1 CryEngine.

Opnak Unreal Engine BUAISETHCS CBOEIO YYJIOBOIO I'padiKoro, CICTEMOIO
OCBITJICHHS Ta BOY/TOBAHUMH 1HCTPYMEHTAMHU, sIKi O0JIETUyIOTh MPOIeC pO3pOOKH Ta

JT03BOJIAIOTH PO3POOHMKAM CTBOPIOBATH ITPH MIBUIIIE Ja OLTBIN e€()EeKTUBHIIIIE.
1. Anani3z moxnuBocteid Unity

Unity — 11e momysipHU# iIrpOBU PYIIiA 13 3aKPUTHM 1CXOTHUM KOJIOM, SIKUH
BUKOPUCTOBYETHCS JJIi CTBOPEHHSI KOMIT IOTEPHUX IrOp Ha PI3HMX IIaTdopmax,
Biurouatoun PC, KoHCOJ1 Ta MOO1IBHI MPUCTPOT, BU3YAJIbHUIN BUTIISA 1HTEpdeicy
npeacTtaBiaeHanit Ha puc. 1.1. Oxgnak Unreal Engine mae BigKpuTHit 1CXOAHUN KO,
10 JT03BOJISIE IPU HEOOX1THOCTI MOA1(IKYBaTH ABUTYH, a TAKOXK y HOMY peajii3o-

BaHO OLIBII SIKICHA CHCTEMa OCBITJICHHS, 110 pOOUTH rpadiky Ipy NpUBaOIUBIIIE.

Puc. 1.1. Bizyanbnnii Buriasig Unity
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2. Ananiz moxiuBocteit CryEngine

CryEngine — 11ie mOoTyHUM IrpOBUM Py, IKMIi BUKOPUCTOBYETHCS IS
CTBOPEHHSI KOMIT IOTEPHUX IrOp Ha pi3HUX Iutargopmax, Bkioyaroun PC Ta KoH-
couti, Bi3yaJIbHUH BUTJISA] 1HTep(deiicy npencraBieHuid Ha puc. 1.2. BiH mae myxe
rapHy rpadiky 3aBJIIKd YbOMY ITPOEKTH HA HHOMY MalOTh BUCOKY CTYIIHb peaiizma,
a 3a JIONOMOT'00 CUCTEMH IJIarMHIB MOXKIIMBO PO3IIUPSITH ABUTYH, 1110 JO3BOJISIE PO-
3po0OHUKaM JoAaBaTh HOB1 (PYHKIIIT Ta MOXKIMBOCTI. OJIHAK, 11€ PIICHHS Ma€ JIEsKi
Heponiku. Hanpuknan, CryEngine qoctaTbHO CKIaAHUI Y BUKOPUCTAHHI JJIs [TOYa-
TKiBI[IB. KpiM 11b0T0, BiH HE TaK IIUPOKO BUKOPUCTOBYETHCS Y ITPOBIi 1HAYCTPIi, K
Unreal Engine un Unity, 11e MOe 03HayaTH, 110 MWOro €KOCHCTEMa Ta CHUIbHOTA

PO3pOOHUKIB MOTYTh OYTH HE TAKUMH PO3BUHYTHUMHU.

Puc. 1.2. Bizyansuuii Burisig CryEngine

1.2. AHani3 )aHpiB irop

JKanp Bijeorpu BUKOPUCTOBYETHCS JJIsI Kiacudikallii BiIeoirop BiAMOBITHO
JI0 IHTEPAaKTUBHUX ITPOBUX J1i rpaBus. JKaHp BII€OTpU HE 3aJI€KUTH BiJl CLEHAPIIO
a00 3MICTy YSBHOTO irpOBOTO CBITY, Ha BiJIMiHY BiJ TBOPIB JIITEpaTypu Y1 KIHOMH-
crenTBa. €AMHOI KiIacugikalii >kaHpiB BIICOITOp HE ICHY€, TOMY B PI3HUX JIKepenax
OJIHY ¥ Ty caMy BIJIEOTPY MOKYTb BIJIHOCUTH JI0 PI3HUX. TaKOX MOXIJIMBI 3MIIIaHHS

KaHPIB, KOJIH IPY HEMOKIIUBO BIIHECTU JIO OJTHOTO JKAHPY.
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B ocHOBI cy4acHUX pO3MOJLIIB BiZICOIrOp HA JKAHPH JICKHUTH B aKTUBHO-

CTl, SIKWW HalyacTille 3A1MCHIOE TpaBellb B irpax JaHoro xaHpy. Tak Bigeoirpu B
3araJlbHOMY MOXYTb MOAUIATUCS HA ITpU PYXY, IJIAaHYBaHHS 1 CIOKETy ab0 CIUIKY-
BaHHS, JIii Ta KOHTpoJto. B Garateox knacudikaiisix BUSHAUYCHHS >kKaHPY Bi10yBa-
€ThCA 3a KUIbKOMa BicsiMu. Hanpukian, 3a 1BOMa OCsIMU CHOKET — CBOOO1a i1, a00
TpbOoMa abcTpakiliss — cumyJisaiis — cBodoaa. [Ipore HaltyacTilie BUKOPUCTOBYBa-
HOIO KJIacu(iKalli€ro, X04 1 He MPUHUHATOI yciMa, KaHPH 3 SKOI 3yCTPIYaloThCs B
OLTBIIOCTI ICHYIOUMX, € HABEICHA HIDKYE, sIKa BUKIIIOYA€e 0ci a0o GaratopiBHEBI MO-

JIIH.

Exiien — B irpax Takoro »aHpy HEOOX1THO BUKOPHUCTOBYBAaTH pedieKCH Ta
IIBUJIKICT PEaKIIii JjIsl MOAO0JIaHHs IrpoBUX 00cTaBuH. e oauH 13 0a30BUX KaHPIB
1 BOJHOYAC HAUTOMMPEHIUH. SIK IpaBUI0 eKITH-ITPH TOB'A3aH1 13 arpecCHBHUMU
JiSIMA 1I0JI0 TPOTUBHHUKIB 1/a00 otodeHHs. IlepcoHax rpaBilsi MOBHUHEH OUTHCA,
CTPUIATH, TIEPECTIAYBATH IUTh YA CAMOMY YHUKATH TiepeciigyBaHHsA. CTOCOBHO
EKIIH-1TOp, JIe HAasBHI 3HAYH1 €JIEMEHTH MPUTOTHULIBKUX 1T0P, 3aCTOCOBYETHCS TEP-
MiH Action-adventure. 3-MOMIK HUX YaCTO BUILISETHCS HAMIPSAM apKaJHUX 1rop, ir-

pOBI/Iﬁ IMponecC AKUX BI/Ipi3HH€TBC5I IMpOCTOTOXO Ta JIETKICTIO OCBOEHHS.

Let xxaHp NOAUISIETHCS HA BEJIMKY KUIBKICTh MIJKAHPIB, CEPE] SIKUX OCHOB-

HHUMU €:

— MIyTEepU — BUMATaroTh BiJl TPaBIlsl OOPOTUCS 3 CYTIEPHUKOM HUISIXOM CTpi-
JISTHUHU. 3aJIKHO BiJl IEPCIIEKTUBU, MOAUISIIOTHCS] HA IITyTEPH BiJ MEPIIOT Yu Tpe-
ThO1 0COOU. ICHYIOTB PI3HOBH/IM SIK TAKTHYHI, B IKMX IrPOBUI IEPCOHAX JI1€ Y CKIIAI1
KOMaH/I¥, apKaJii, CTEJIC-E€KIIIH, METOIO SIKOTO € MPUXOBaH1 Mii /Il BAKOHAHHS 3a-
BJIaHb, 0€3 MPSIMOro 3HMILEHHS NPOTHUBHMKIB. 11010 irop, 1€ OCHOBOIO IrpPOBOTO
MPOILIECY € 3HUIIECHHS BETUKHUX KUTHBKOCTEH BOPOTIB, a cama CTPUISTHMHA B IIbOMY
NepeBaXka€ HaJl TAKTUKOIO 1 BIYYHICTIO, 3aCTOCOBYEThCSI TepMiH Shoot 'em up;

— (aliTUHTY — IMITYIOTb OJIMDKHIHM O1i, SIK TPaBUJIO OJIMH HA OJIUH, HA CIElli-

AJIbHUX apCHaXx;
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— beat 'em up — moaiOH1 Ha GalTHHTH, 3 TIEIO PI3HUIICIO, 1110 IEPCOHAXKI Bi-
JBHO TIEPEMINTYIOTHCS ITPOBHM CBITOM (@ HE CIHEIlaJbHOI apeHOl0) 1 OOPIOTHCA
IpOTU OaraTbox NPOTUBHUKIB OJIHOYACHO;
— 1atGopMepu — MEepPCOHaXk MYCUTh PyXaTUCs, CTpUOarouu 1o 1iatdop-
Max, Ta J0JIaTH NEPEIIKO/I;
— JabIpUHTU — MEPCOHAXK PYXAETHCS JTAOIPUHTOM 3 METOK 3HAWTH BUXII,
310paTu mpenMeTn 1/abo YHUKHYTH TTACTOK 1 HeOe3nek. YacTo B irpax 1i0ro KaHpy

€ 0OOMEXEHHS Ha 4ac.

Crparerist — CeHC CTpaTeriyHMX irop mojsrae B IUIaHyBaHHI Jiid Ta BUPOO-
JICHH1 TEeBHOI CTpaTerii AJis JOCATHEHHS SKOiCh KOHKPETHOT METH, HAIPUKIIaI, Te-
peMoru y BICbKOBIi onepariii. [ paBelb kepye He OJTHUM MEPCOHAXKEM, a IIITUM M-
pPO3/17I0M, MIJNPUEMCTBOM YU HABITH BCeCBITOM. BiamoBigHO 10 peanizaiii irpo-

BOT'O 4acy, CTpATEriyHl BiJIOIrpU MOAUISIOTHCS HA JBA OCHOBHHUX PI3HOBUIU:

— TOKPOKOBI CTpATEriuHi Irpyu — IpaBelb Ta HOro MPOTUBHUK 3/IIMCHIOIOTH
Jii OJTMH 32 OJHUM, IOKPOKOBO, MAatOUX 3MOT'Y 32 OJIMH IrPOBUH X1Jl BAKOHATH MEBHY
KUIBKICTh OTIepaIliii;

— CTpaTerivHi iIrpu B peajbHOMY 4aci — 1 IpaBellb 1 CYIIepHUK BUKOHYIOTh
CBOI JIii OJIHOYACHO, MTPOTE YaCTO MacIITad 4yacy BIApi3HAEThCA Bl peanbHoro. Ha-
NpUKJIaJl, OyiBHUIITBO TPUBAE KiIbKA CEKYH/I, a iIrpoBa I'OJIMHA CKJIaJIa€ KIJIbKa XBH-

JIMH pCaJIbHOTO 49acy.

[Tpuroau — B NpUroAHUIIBKUX BIJEOITPax rpaBellb KEPye IrPOBUM MEPCOHA-
KEM, SIKUH PyXaeThCs MO CIOKETY Ta BUKOHY€E 3yMOBJIEHI CLIEHapieM 3aBAaHHS, M0-
KJIQJal0YUCh HA CBOIO YBAXKHICTh Ta JIOTIKY, 3/IICHIOE MOLIYKHU MIJKAa30K 1 BUPIIIY€E
3aragku. BeepeauHi skaHpy BHAUIAIOTHCS OCHOBHI MIJKaHPH: IHTEPAKTUBHA JIITEpa-
Typa, IHTepakTUBHI (IILMH Ta Bi3yajabHI poMaHH. YacTo 3a aHAJIOTIEIO 10 MPUTO/-
HULBKUX (PUIbMIB IPUTOAHUIIBKUMH Ha3UBAIOTHCS T1 BIACOITPH, CFOKET AKUX JINHA-
MIYHO PO3TOPTAETHCS, HACUYCHUI SCKPABUMH TOJIISIMH, IIBUIKOIO 3MIHOIO 00CTa-

HOBKH, a IEPCOHAXI1 MPOSIBISIOTH KMITJIMBICTh Ta CMUIMBICTh, a4 HE TPYOY CHITY.
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CumMynsTop — B MIUPOKOMY PO3YMIHHI BCl ITPH € CUMYJISITOpaMU. Y BYX-

YOMY 3HAU€HHI 1€ BIJICOITPH, IPU3HAYCHI JJIsl CKJIaJaHHs YSIBJICHHS NPO MIMCHICTD
3a IOTIOMOTOIO BiIOOpa)XECHHS MEBHUX PEabHUX SBUII Ta BIACTHBOCTEH y BipTya-
JHLHOMY CepelOBHUINI. ICHYe unMano mipKaHpiB, K TeXHIYH1 (YIpaBIiHHS CKIIaj-
HUMU TEXHIYHUMU IPUCTPOSMH, aBiallIiHOIO TEXHIKOIO Ta 1HII1 apKaJiH1, CIOPTUBHI,

€KOHOMIYHI Ta 1HIIII.

1.3. Amnami3 atmocdepu Ta irpoBUX MEXaHIK B pi3HUX irpax
1. Cryostasis: Sleep of Reason

Cryostasis: Sleep of Reason — 11e koM’ roTepHa rpa y KaHpi jkaX BHKH-
BaHHS, BOHA PO3po0JIeHa YKpaiHChKOI0 KoMitaHiero Action Forms. CroxeT rpu po3-
MOBIJIa€ TIPO MOpsika Ha iM g Anekcauap HectepoB, sikuii ONUHSETHCS Ha 3aryoJie-
HI Ha TpoAy apkTuuHOi ctaHili "[lonspHuil", ne rpaBelb MOBUHEH BUXUBATH B

eKCTpEeMaJIbHIUX YMOBAX XOJIOAY Ta CHITOBUX Oyp.

["onoBHOI0O OCOOJIUBICTIO TPH € IrpoBa MexaHika xosoay. IIpoTsrom yciei
I'pH, TpaBellb MOBUHEH CITIIKYBATH 32 TEMIIEPATYPOIO CBOTO Teposi, MO0 YHUKHYTH
nepeoxoioKkeHHs . Koy nepcoHak 3HaX0IUThCA Y X0JI0THOMY MICIIi, TO HOTO Tep-
MOMETp IMOYHHAE OITYCKATUCh, & KOJIA BiH JOCTUTHE KPUTHYHOI BiIMITKH, TO TOJIOB-

HUH Tepoil MOYHE 3aMep3aTH Ta HOTO 3I0POB’ s Oy/1€ 3MEHBIITYBaTHUCh.

[I{o6 yHUKHYTH MEPEOX0JIOKEHHS, TPaBellb TOBUHEH 3HAXOIUTH JHKEpelia
Teria (IBUTYH, JIAMIIOUKa, 0araTTs Ta 1HIIIE) Ta TPITUCS OIS HUX, 100 HiATPUMY-
BaTH TEeMIIEpATypy TiIa HAa HeOoOXigHOMY piBHI. Ha puc. 1.3 300pakeHo sik BUTIIsIae

MexaHiKa XoJjioaa y rpi.

Hpyroro ocobnuBicTio Ipu € i atMocdepa. OTOUeHHST X0JI0ay OYyJIO dyKe
JIETAII30BaHO BIATBOPEHO PO3POOHUKAMH. ITpOBHI CBIT 3alOBHEHHI KydyTrypaMu
CHITY Ta KpUKAHUMU YTBOPEHHSIMHU, K1 MOXHA PO3IJIIHYTH HABITh Y HAWIP1OHIIMX
JeTasiX. Y rpl TaKoX MPUCYTHI MHUPOKI Ta MPOCTOPI MPUMILIEHHS Ha CTaHIIll, /1€

I'paBClb MOKC HACOJIOOUTUCA 9y JOBHUMH BUAAMHU J'II)OI[OBI/IKiB Ta CHITOBUX ITyCTOK.
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Kpim 115010, rpa BUKOPUCTOBYE €(PEKTH 3aMep3aHHs], III00 CTBOPUTU Bi-

YyTTS XOJIOAY Ta CAMOTHOCTI B iIrpoBOMY CBiTi. Hanpukiaz, kojiv nepcoHax 3Haxo-
JIUTHCSI B XOJIOJHOMY MIiCIIi, TpPaBellb MOKE MO0AUNTH, SIK MOT0 AUXaHHS YTBOPIOE
XMapH Mapu, a 3ByKH HABKOJIMIIIHBOTO CEPEOBUINA CTAIOTh MPUTITYIIECHUMHU Ta MO-

topomHuMH. Ha puc. 1.4 306pakena atmocdepa rpu Cryostasis: Sleep of Reason.
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Puc. 1.4. Atmocdepa y Cryostasis: Sleep of Reason

2. Pathologic 2

Pathologic 2 — 11e mpurogHuipKa rpa 3 e1eMEHTaMU BUKUBAHHS Ta POJIbO-
BUMH €JIEMEHTaMHU. Y 11{ rpi rpaBelb Oepe Ha ceOe poJib JiKaps, IKU Ma€ BUBUNUTHU
JUBHUH Ta HE3PO3YMUIMH crajiaXx 3aXBOPIOBAHHS y MICTI, JIe BC1 IepeOyBarOTh i1

3arpo3o0ro.

ATMocdepa uyMu € OJTHIM 3 TOJIOBHUX €JIEMEHTIB I'PH Ta CTBOPIOE BIAUYTTS
CTpaxy, TPUBOTHU Ta pO3Mady y rpaBisi. Y Tpl NPUCYTHS MOXMYypa 1 HAIpy>KeHa at-

Mocdepa, ska nepeaae rpaBIeBl MOYYTTS 3arpo3u, 0 HACYBAETHCS, 1 po3mnady.

HaBkonuiHii CBIT BAKOHAHUHN y TEMHHX Ta TOXMYPHUX TOHAX, IO MiIKpec-
JIFO€ HEB1IBOPOTHICTH JKxa. BoiHOYAC BiH € 4yZJOBUM TJIOM JIJIsl TPU Ta CTBOPIOE Y

I'paBL IIOYYTTA JKUBOI'O Ta 3dpaKCHOI'0 CCPCAOBHIIIA.

Buinomy, atmMocdepa uyMu CTBOPIOE ITMOOKE 1 HECAMOBE TOYYTTS, SIKE €

OJHHUM 3 I'OJJOBHHX CJICMCHTIB rpu.

Ha puc. 1.5 ta 1.6 300paxxena arMmoc¢epa 4yMu B Ipi.

Puc. 1.5. Atmocdepa uymu Ha Bynuisix Pathologic 2
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Puc. 1.6. Atmocdepa uymu y npumimenusx Pathologic 2

3. The Long Dark

The Long Dark — e nociniiHuiibKa rpa-CUMyJIATOp BHOKMBaHHS, Y AK1H Tpa-
BIIi-O/IMHAKY TIOBUHHI ITOA0ATH PO ceOe i Yac BUBUCHHS BEIIMKUX MOPO3HUX 0e3-
JIOJIHUX TEPUTOPIH, K1 MEepeKuIu reoMarHiTHy karactpody. TyT Hemae 30MOi,

JINIIE TIIBKH BH, X0J0/ 1 BC1 HEOE3IIEKH.

["'0710BHOIO OCOOJIMBICTIO TpHU € 1i BUCOKHI PIBEHb peajizMy Ta peaicTuy-
HICTh YMOB BMXUBaHHA. ['paBIeBl JOBOJIUTHCA CTEKUTHU 332 CBOIMM 3amacaMu ixl,
BOJM Ta TEIJIa, & TAKOXK BPAaXOBYBATH IOI'0JIHI YMOBHU Ta J00y. Y Ipl TAKOX € pi3HI
HeOe3MNeKH, Takl K XK1 TBAPUHU Ta HECIOJIBaH1 HEOE3MEeKH, K1 MOXYTh 3arpo-

JKYBATH JXUTTIO IICPCOHAXKA.

Buinomy, The Long Dark € yHikanbHOIO TPOIO, SIKa TOCTAaBJISE TPABITIO BU-
COKHMH pIBEHb peali3Ma X0JIoJla Ta CTBOPIOE peajibHE BIAUYTTS OOpPOTHOM 32 BHIKHU-

BaHH.

Ha puc. 1.7 306paxena armocepa The Long Dark.
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Puc. 1.7. Atmocdepa The Long Dark

1.4. TlocranoBka 3aaaui

Onuparouuck Ha aHalli3 CXOKUX B1JI€OIrOp, MOXKHA CKa3aTH, U0 JJis peai-
3arii 1ikaBoi Ta atMmocdepHoi komm torepHoi rpu “Nuclear Frost” y certunry sime-

PHOI 31MHU TTOTPIOHO PO3POOUTH HACTYITHI ITPOBI MEXAHHKU:

— Mexanika xonomuy.

Heo0xigHo po3pobuTu cuctemMy Xo0Ji0/1a, 3aBASKH SIKiil TPaBIl0 HEOOX1THO
OyZie B yMOBax CyBOPHUX MOPO3iB JIOTJISIATH 32 THM, 11100 HOTo repoit He 3amep3, a
JUTSI TTHOTO Tpeda TPITHCS y PI3HUX JDKEPEIT TEIUIa, siKi mepes] UM Tpeda po3mmato-
Batu. JlaHui MOKa3HUK TaKOK Ma€ BIUIMBATH Ha MIBUIKICTH MEPECyBaHHS, YUM CHU-
JBHIIIE 3aMep3 Tepoil, TUM MOBUIbHIIIE BIH pyXaeTbcs. TakoxX, MpU JOCATHEHHI
KPUTHYHOT MMO3HAYKN MOBUHHO 3MEHIITYBATHUCH 3/I0POB'S TPABLISL.

— Mexanika pajiaiii.

Takox TpebGa po3poOuTH JOTIKY pajiallii sika OyJe 3MEHbIIYBAaTH TPABIO
H0ro 3710pOB’€, YUM BHILE PIBEHB MMOKA3HUKA, TUM IIBUALIEC TOBUHHO 3MEHBIITYBa-
TUCh HOTO 3/I0pPOB’€ Ta TUM IIBUIIJIE BIH MOK€ MMOMEPTH, a JUIsl TOro 1100 1mo30aBu-
TUCh pajialii, rpaBellb NOBUHEH BUWTHU 13 3a0pyIHEHOI0 MICIIs, HICJIsl 4YOro BOHA
noyHe nponanaTu. Jljis cCnoBIlEHHs irpoKa 0 30HaX pajiailii Mae OyTH JIYHIbHUK

['eiirepa sikuii CBOIM MUIIAHHSIM OY/J1€ MOBIIOMIIATH O MPUCYTHOCTI pajiartii.
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— boiloBa MexaHika.

Heo06xigH0 po3pobutn y rpi 60i0BY CHCTEMY, sIKa JO3BOJUTH I'PABIfIO OpaTh
710 PYK 30010, CTPUIATH 3 HEl, BOMBATU MOHCTPIB Ta OTPUMYBATH YPOH BiJl BOPOTiB.

Takox moTpiOHO B3STH 710 yBaru, 1o Mae OyTH BiIMOBITHUN 3BYKOBUH CY-
npoBia Ta ePpdeKT, KoM KyJis BIIydae y SIKMICh MaTepiai (JIepeBo, CHIT, METal Ta
1HIII1).

— MomHncTpn.

Heo06xigH0 po3poOuTH AeKiJIbKa MOHCTPIB 31 IITYYHUM 1HTEJIEKTOM, SIKI I10-
BUHHI HalajaTH Ha Tepos, IyKaTH BOPOTa SKIO BTPATATh MOTO 3 TOJISI 30pY, BTi-
KaTU Ta JIIKyBaTUCh KOJH 1X PIBEHb 370POB’ sl Oy/ie 3aHATO HU3bKUI.

OKkpiM IrpOBUX MEXaHIK I11€ HEOOX1THO 3pOOUTH HACTYIHI MYHKTH:

— peanu3yBaTH CUCTEMY JIaJIOTiB, sika Oyje BiABOMIJATH 3a CHIJIKyBaHHS
IpaBIIs 3 PI3HUMH MTEPCOHAKAMU;

— CTBOPUTH IHTEPAKTUBHY CHUCTEMA, BOHA MA€ PEai30BYBaTH JIOTIKY B3ae-
MOJIi1 IrpOKa 3 PI3HUMH 00’ EKTaMU;

— peai3yBaTH CUCTeMa 30epeKeHHsI, sika OyJie BiAMOBIAATH 3a 30€pEKCHHS
Ta 3aBaHTAXKECHHS TPU;

— CTBOPHUTH CHCTEMY 3aBJlaHb, BOHA Ma€ peayli30ByBaTH T'OJOBHY JIOTIKY
mparli Micii Ha irpoBiii MarTi;

— peali3yBaTH CUCTEMY 3aBaHTaKyBaJbHOTO €KpaHy, fAKa OyJe 3amycKaTu

B1JICO I11]T YacC 3aBaHTAKEHHSI TPH.

BucnoBku 10 po3ainy:

[lin yac omucy pi3HMX irop Oyjo MpoaHai30BaHO iX aTMocdepy, Tei-
MIUICIHI MEXaHIKHU, PI3HOBHU/I )KaHPIB, Ta 3aBJISKU I[bOMY BHIUICHO CHJIbHI CTOPOHU

K1 HE0OX1JTHO peanizyBaTu y MPOEKTI.
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PO3LJ 2. OPTAHI3AIIA KOMAH/IU TA CEPEJIOBUIIIA
2.1. Opranizariiisi KOMaHIu

KepyBanHst po3po0OKo0 KOMITHOTEPHOI TPy Y Halll Yac BUMarae KOMaH]IHO1
mpaii, JUCIUIUTIHU, OPraHi30BaHOCTI Ta YITKOT'O PO3YMIHHS POJII KOXKHOTO yuac-

HHUKa KOMaH/IHU.

KoMany MokHa onucaTH K rpyiny, o 00'€THyEThCS Il BAKOHAHHS O/1-
HOTro a00 KUIBKOX 3aB/IaHb Ta JOCATHEHHs nependaueHux uiieil. [Ipakruka Ouibio-
CT1 PO3POOHHUKIB MIATBEPIXKYE, 0 KOMaHAHA poOOTa 3a3BUYall TPUHOCUTH Kpalili
pe3yJbTaTH, OCKIJILKM HABITh BUCOKOKBaTI(hIKOBAHHUM CIEIIAIICT CTA€ CUIIBHIIINM,

IIpamnror4u 3 THIITUMH JIFOABMU.

ynpaBJ'IiHHH KOMaHOI0I0 € OAHUM 3 HaWBaKJIMBIIIMX KOMIUIEKCHUX HAaBHU4YOK,

1 BKJIFOYA€E TaKl MPOLIECH:

— BCTAHOBJICHHS IIUJIeH 1 mepeaayda ix KoMaHl;
— MOTHBAI[IS Ta HAJUXaHHS;

— PETYJBIPHE CHiHKYBaHH}I 3 KOMAaHJ0I0 Ta HaJaHHA 3BOPOTHOT'O 3B,5I3Ky;

BUPILIEHHS! KOH(DJIIKTIB Ta CTBOPEHHS 310pOBOi aTMOc(hepu B KOJIEKTHUBI,
CIIPUSATIMBOI KOPIIOPATUBHIN KYJIbTYPI;

— PO3IIMPEHHS MOXJIMBOCTEH KOMaHu y IpodeciiiHoMy TIaHi.

EdekTrBHE KEPIBHULTBO KOMAH/IOK MPOEKTY CIPUAE PO3KPUTTIO MOTEHIII-

ay KOXHOI OKpEeMOi 0COOH 1 KOJIEKTUBY B LIIJIOMY.

JIst TOCSITHEHHS 3JIaroP)KEHOCTI B KOMaH 1 HEOOX1THO OOy ayBaTH i€pap-
X110, JIe KOKEH WICH PO3yMi€e CBOIO PoJib Ta Micile. KibKiCTh piBHIB B i€papxii 3a-

JeXaTHMe B1J CKIaJHOCTI MPOEKTY Ta po3Mipy KoMaHiu. KpiM TOro, BaxIJIMBO:

— chopmyIoBaTH CHUIBHY 3p03YMLITY METY MIPOEKTY;
— BCTAHOBUTHU 3QJIEKHOCTI MK TpyrHamu JIIOJEH, Kl COPUATUMYTh JTOCST-
HEHHIO IIIEH;;

— 3'scyBaTH, XTO BIAMOBIAAE 3a SIK1 ACTIEKTH MPOEKTY;;
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— 3a0e3ne4nTH, 1100 KOKEH YJIeH KOMaH/IH PO3yMIB O4iKyBaHHs, 1110 CTOCY-
IOThCS iIXHBOT POJIL.

HonatkoBo, misg epekTUBHOI opraHizaiii podoYoro mporecy peKOMeEeH-
Jy€ThCSI BAKOPUCTOBYBATH IHCTPYMEHT TaCK-TPEKepa.

Ha puc. 2.1 naBeneno npukiaj Bukopuctanns JIRA, BigoMoro iHCTpyMeHTy
JUTSI KEPYBaHHS 3aBIaHHSIMHU B KOMaH/I.

Tak, Ha IPUKJIAl JOAATKY MOYXHA IMO0AYUTH JOIIKY, Ha SKiH OpPraHi30BaHO
po0OTY 3 3aBIaHHIMU Ha Pi3HUX €Tarnax MPOeKTy. J[s1 KoKHOTo 3aBIaHHS BKa3aHO
BIJIMOBIIAIbHY 0CcO0Y, KOMaHy BUKOHABI[IB Ta KaTETOPIIO.

Hocxa HYD. 0

Q @@U & v Mera v Tun v ynrueosaTs: dmax v o Awanwrica

Puc. 2.1. Jomka Nuclear Frost B JIRA

JIRA Hajmae MOXIMBICTH B3a€EMOISITH 3 3aBJAHHSIMU 32 JIOMIOMOTOI0 TaKUX
byHKITIH:

— CTBOPEHHS YHIKaJbHHUX €TamiB poOOYOro mpolecy, Hanmpukial, "Buko-
Hatu", "B nporeci”, "Bukonano" Ta iH1mii;

— BCTAHOBJICHHS TEPMiHIB BUKOHAHHS JIJII KOXXHOTO OKPEMOTO 3aBJIaHHS
abo mporiecy;

— CTBOPEHHS OCHOBHHX Ta IPOMIKHUX 3aBJ/IaHb;

— JOPYUYCHHA 3aBJldHb KOHKPCTHUM YYAaCHUKAM KOMAH/H,

BU3HAYEHHSI TUIIIB MPOOJIEM;

— PO3MOJILI MPIOPUTETIB JJIsl 3aBJaHb Ta MPOOJIEM.
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2.2. JlopoxHs kapra

s po3novatky po3poOku Oyab-sikoro IT-npoaykTy abo 3amycky HOBOTO
IPOEKTY HEOOX1IHO CKJIACTH HOT0o TOPOKHIO KapTy. Le € nepinm Kpokom Ha IIbOMY
HUIAXY, 0€3 IKOro HEMOXJIMBO PO3MOYaTH PyX, OCKUIBKH HEBIIOMO, Ky/AH CaMe MO-

TPIOHO pyXaTHUCH.

HopoxHs kapra npoekty (Road Map) € mokyMeHTOM, SIKHil BKOPOTKY OTIH-
CYy€ CTpaTerito po3BUTKY MEBHOI 1HimiaTuBH. L{eil TOKyMeHT MOXe 3aCTOCOBYBATHUCH
y PI3HUX KOHTEKCTaX, TAKUX SIK pO3pOOKa MPOAYKTY, KOHKPETHUI MPOEKT ab0 cer-
MEHT PUHKY. ['0JIOBHa MeTa JOPOKHBOI KapTH - YITKO Bi3yalli3yBaTH Ti100anbHUN
maH a0o CTpaTeriio Po3BUTKY MPOEKTY HA MovaTkoBoMy ertami. Lle momomarae
CIpSIMYBaTH BC1 3yCHJUISI B TOTPIOHOMY HAIpPSMKY 1 MOKe OyTH KOPUCHUM HaBITh
JUISl ICHYIOUMX MIJNPUEMCTB, JI€ BUKOPUCTOBYETHCS JUIsl MepeAdaueHHs CTparTerii
BIIPOBAXKEHHSI 3M1H, TAKUX SIK BUIIYCK HOBOI'O MMPOAYKTY 200 MOJEpHI3aLis BUPOO-

HUIITBA.

Road map Bupiniye kijgbka 3aB/iaHb, 110 CIPUSAIOTh €(HEKTUBHIA poOOTI Op-

rafizainii a0o KOMaH¥ B HAIPSIMKY CH1JIbHOI METH:

— BHU3HAYCHHS MPIOPUTETIB: JOTIOMArae BU3HAYUTH HaWBaKIIMBIIII Ta MPi0-
PUTETHI 1T Ta 3aBIaHHS JJIs JOCSITHEHHS CIJIBHOI METH;

— TJIaHYBaHHS: JOMOMAarae po3poOuTH ACTAbHUMN TIJIaH Ml 3 ypaxyBaHHIM
oOMeXeHb Yacy, OKETY Ta IHIKUX (PaKTOpiB, HEOOXIAHUMN ISl JOCATHEHHS II1IeH
Ta 3aBJaHb;

— YHOpaBIIHHS pECypcaMu: J03BOJISIE €HEKTUBHO YIIPABIISATH PECypCaMH, Ta-
KHMHU SIK 49ac, OI0JKET Ta JIFOJACHKI PECypCH, IS ONTUMAILHOTO BUKOPHUCTAHHS ITi]T
yac BUKOHAHHS 3aBIaHb;

— KOMYHIKAI[iSl: IOPOXKHS KapTa € IHCTPYMEHTOM KOMYHIKaIlli, 1110 JJ03BOJISIE
nepeaaBaty iHGOPMAIliFo PO TJIaHU Ta 1Tl MIXK WICHAMH KOMaHIHu a00 3alliKaBiie-
HUMH CTOPOHAMU;

— BHUMIpPIOBAHHA MPOTPeCy: JI0NoMarae BIJICTEKYBaTH MPOrpec y JOCHT-

HEHHI IIiJIeH Ta 3aB/IaHb, @ TAKOXK BYACHO KOPUTYBATH IJIAHHU, SKIO0 HEOOXI1THO;
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— OIIIHKAa PU3HKIB: JOMOMAarae BU3HAYUTH MOXIIMBI PU3UKH Ta MpoOsIeMH,
Kl MOXYTh BUHUKHYTH TIiJl 4ac JTOCSTHEHHS IliJIel, Ta po3poOUTH cTpaTerii Ta

IUTAHM Q1 JUTS 1X 3HUOKEHHS 200 3aro0iranHs.

Jlist moOy10BU MPaBUIILHOT IOPOKHBOT KapTH HEOOX1THO BUKOHATH KJIbKa

KPOKIB:

— BH3HAYEHHS LLJIEH MPOEKTY: MOTPIOHO BU3HAYUTH, sIKI KOHKPETHI 1111 Ma€
JOCSITTH TIPOCKT 1 SIK BOHU CITIBBITHOCSTHCS 3 3aTaIbHUMHM IIUISIMA KOMaH/IH;

— BHU3HAYCHHS KJIFOYOBHX 3aBJlaHb: TOTPIOHO BUSHAYUTH OCHOBHI 3aB/IaHHS,
K1 MOTP1IOHO BUKOHATH JIsl JOCSTHEHHS 1iei. 111 3aBnanHs MOXyTh OyTH MOJIIIEH]
Ha OUTbII APiOHI MiJ3aBAAHHS.;

— OIliHKA Yacy Ta pPecypciB: MOTPIOHO OI[IHUTH, CKIIBKH Yacy Ta PecypciB
NOTPIOHO I BUKOHAHHS KOXKHOTrO 3aBlaHHs. lle momomoxke 3po3ymitH, K1 3a-
BJIAHHSI MOKYTh BUKOHYBATHCh NapaJIeJIbHO, a SIKI MalOTh OYTH BUKOHAHI MOCIA0-
BHO.;

— BU3HAYCHHS IPIOPUTETIB: HEOOX1THO BUSHAYMTH, SIK1 3aBJIaHHS € MP10PH-
TETHUMHU 1 MalOTh OyTH BUKOHAHI B riepury uepry. Lle nonomorke 3ad6e3ne4nT O11b1I
edeKTUBHE BUKOPUCTAHHS PECYPCIB Ta JOCSATHEHHS LIJIEH MPOEKTY BYACHO;

— BI3yaJizallis JOpOXKHbOI KapTH: TOPOXKHSI KapTa MOBUHHA OYTH Bi3yasi30-
BaHa y Burisi rpadika ['anta abo TumyacoBoi jdinii. [le ronomoxe kpaiie oprati-
3yBaTH 3aBJaHHS Ta MIOKA3aTH, SIK BOHU IMOB's13aH1 MK CO0010;

— peryJsipHe OHOBJICHHSI Ta KOPUTYBaHHS JOPOKHBOI KapTH: JOPOXKHIO Ka-
PTY CIiA peryasipHO OHOBIIIOBATH Ta KOPUTYBATH, 100 Bi0OpakaTu 3MiHU B YMO-

Bax MPOEKTY Ta 3a0€3MeUnTH JOCSITHEHHS 11JIel y BCTAHOBJICHUM TEPMIH..

Ha puc. 2.2 306paxkeno npukiiaa nodyaoaHoi road map.
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Puc. 2.2. Ilpukian 1opoXHBOI KapTh

2.3. Cucrema KepyBaHHS BepcClsiMU

Cucrema kepyBanHs Bepcisimu (Version Control System) - e mporpamMHuit
3aci0, MpU3HAYEeHHI U1 YIIPABIIHHS BEPCISIMU PI3HUX TUIIB 1H(OpMAaIlli, TAKOi K
BUXIJIHMM KOJI MPOTpaMu, CKPUNT, BeO-CTOpiHKA, BeO-caT Ta iHme. Llel iHCTpy-
MEHT JJ03BOJISIE OJTHOYACHO Ta 0€3 MEepPelKo]] BUKOHYBATH KOJIEKTUBHY POOOTY HaJl

TPYHOBUMU ITPOEKTAMH.

CucreMa KOHTPOJIIO BEpCiil 103BOJIsiE 30epiraTu nomnepeani Bepceii ¢paiis Ta
BUKOPHUCTOBYBATH iX Mpu HeoOXigHOCTi. BoHa 30epirae noBHy iHpopmaiiito mpo Ko-
KHY Bepcito (aiiiry, a TaKOX TOBHY CTPYKTYpPY MTPOSKTY Ha BCiX eTamax po3poOKH.
Micue 30epiranHs (aiijliB Ha3UBAETHCS PEMO3UTOPIEM. Y CEepeIHI PErO3UTOPII0
MOXXYTh OyTH CTBOpPEHI HapajiejbHl poOodYi TUIKH, IO TO3BOJSIOTh PO3POOHUKAM

HC3AJIC)KHO IIPAIOBATU Td CKCIICPUMCHTYBATHU 3 KOIOM.

BuxopucTtanHs cucTeMH KOHTPOJIIO BEpPCiid € 000B'SI3KOBUM IpH pOOOTI HaJ
BEITMKUMH TIPOEKTaMH, B SKHX O€pe ydacTh BeJIMKa KUIBKICTh po3poOHUKiB. Curc-

TE€MHU KOHTPOJIIO BEpCiii HaJlaloTh PsAJl A0JATKOBUX MOXKIIMBOCTEHN, 30KpeMa:

— MOXJIUBICTh CTBOPEHHS PI3HUX BApIaHTIB OJJHOTO JIOKYMEHTY;
— JIOKyMEHTYBaHHS BCIX 3MiH, BKJIIFOYat0YH 1HPOpPMALIIO [TPO aBTOPA, Yac Ta

3MIHEHI PSJIKY;
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— peamizanis QyHKIT KOHTPOJIIO TOCTYITy KOPUCTyBauiB A0 (hailiIiB, BKIIO-
YaI0UX MOKJIUBICTH OOMEXKEHHSI IOCTYIY;
— MOJJIMBICTh CTBOPEHHS JOKYMEHTALll MPOEKTY 3 MOETAlHUM OIMCOM
3MIH JJIs1 KOXKHOT Bepcii,

— MOXJIMBICTBh HaJlaHHS MOSICHEHD JI0 3MiH Ta iX JIOKYMECHTYBaHHS.

VY cydyacHOMYy CBITI 6araTo opraHizaifiii BOpOBaKYIOTh CUCTEMH KOHTPOJIIO
Bepciii B cBOi poOoui mporiecu. [IpakTHYHO KOKHA KOMMaHis, 1110 3aiMa€eThCsl PO3-
POOKOIO MPOTrPaMHOTro 3a0e3MeUeHHs], KOPUCTYETHCS UMH cucteMaMu. OHaK, OK-
piM KOMEpLIMHUX OpraHi3auiid, CACTEMH KOHTPOJIIO BEPCii IIUPOKO BUKOPUCTOBY-
IOTBCSI B YHIBEPCHUTETAX IO BChbOMY CBITy. Hampukiasn, BapTo BiA3HAYUTH pOOOTY
nBox npodecopiB 3 Toponto - ['peropi B. Bincona ta Kapen Peiin. ¥V cBoemy Ho-
BOMY IIPOEKTI BOHH MPAarHyTh CTBOPUTH HABYAIBHE CEPEIOBHUIIE JIJISI CTYJEHTIB, B
SKOMY IJIAHYETHCSI BUKOPUCTAHHS CHCTEM KOHTPOJIIO BEPCii, CUCTEM BiJICTEKEHHS

3a/1ay Ta BeO->KypHaiB.

YHiBepcuTeTH neaani OiIbline 3aikaBieHl Yy CTBOPEHHI Ta BAKOPHUCTaHHI ce-
PEIOBHUIIL, JIe BC1 CTYJEHTH TEXHIYHUX CTEIlaIbHOCTEeH MAaTUMYTh JIOCTYII IO CUCTEM
KOHTPOJIIO0 BepcCiii, BeO-)KypHaIiB Ta 1HUX 1HCTpyMeHTiB. HaBite y CIIIA MiHic-
TEPCTBO OCBITH 3aiMA€THCS UM MUTAHHSM, CIIPUSIOUN BIPOBAKEHHIO TOTI0HUX

CHCTEM Ha PiBHI Jep>KaBHU.

Ha cboronHimH1N J€Hb ICHY€ JBa MOMYJIAPHI IHCTPYMEHTH KEpyBaHHS BEp-
CisIMH, SIK1 IIMPOKO BUKOPUCTOBYIOTHCS B Taly3l pO3pOOKH KOMIT'IOTEPHUX 1rop:

Subversion (SVN) 1 Perforce (P4).

Subversion (SVN) € neHTpa1i30BaHOI0 CUCTEMOIO KEPYBaHHS BEPCISIMH, e
JlaH1 30epiraroThCsl B OJJHOMY IIEHTpaIbHOMY CXOBHII. [Ipu 306epekeHH1 HOBUX Be-
pCiii BUKOPUCTOBYETHCS JI€NbTa-KOMIIPECIS, III0 03HAYAE, 1110 CUCTEMA BUSIBIISIE BJ-
MIHHOCT1 M)XK HOBOIO Ta IIOIIEPEIHBOIO BEPCIsIMHU 1 30epirae Jiuiie i BiAMIHHOCTI,
YHUKHYBIIW 3aliBOTO MyOJtoBaHHS daHuX. CXOBUIINE MOXE 3HAXOIUTHUCS Ha JIOKa-

JLHOMY JIHCKY abo Ha mepexeBoMy cepBepl. KiieHt Subversion Ge3nocepenHbo
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3BEPTAETHCS JI0 JOKAIBHOTO cxOBUIa. /st mOoCTyIy 10 BiJIalieHOTO cepBepa Mo-
KYTh BUKOPHCTOBYBATHCS BIACHHN MEPEKEBHUI MPOTOKOJ a00 CTaHAAPTHHHA MPO-
Tokon WebDAV, mo miarpumMyeThes 3a AOMOMOTOI0 CHEIIadbHOTO MOJYJS JJIs

BeOcepBepa Apache.

KiieHTH CTBOPIOIOTH JIOKaJIbHI poOoUl Komii (aililiB 3 cXOBHUIIA, a NOTIM
BHOCSITh 3MIHH JIO IIUX KOMIiH 1 30epiratoTh iX 3HOBY y cXoBHIle. baraTto Kii€HTIB
MOKYTbh OJIHOYACHO 3BEPTATHCS 10 CXOBUINA. SIKIIO0 BUKOPUCTOBYETHCS TOCTYI Ue-
pe3 WebDAYV, cuctema Takox MATpUMYE po30pe KepyBaHHs Bepcismu. Lle o3Ha-
qae, mo SKo Oyab-skuid kiieHT WebDAYV BingkpuBae ¢haiin ans pegaryBaHHs Ta
30epirae oro Ha MEpPEKEBOMY PECypci, aBTOMAaTUYHO CTBOPIOETHCS HOBA BepCis

uboro Qaimy.

Subversion 3amiauB CVS 1 MOCTYyIOBO cTaB HAaHOIIBII MOITUPEHUM 1HCTPY-
MEHTOM JIJIsl KepyBaHHS BEpCISIMH, BUTICHSIOUM CBOTO MONEpeIHNuKa. baraTto criib-
HOT PO3pPOOHUKIB BIIKPUTOTO MPOTPAMHOTO 3a0€3MeUeHHs MEePEHIIIA Ha BUKOPH-
ctanHs Subversion. Cepea HUX BapTO BII3HAYUTH TaKl BiJOMI ITPOEKTH, sIK Apache
Software Foundation, KDE, GNOME, GCC, MediaWiki, Python, Samba, Mono Ta

0araro 1HIINUX.

[Tonpu nomupeHHs ASHEHTPaTi30BaHUX CUCTEM, Subversion 3aJUIIAETHCS
Ty’Ke TIOMYJISIPHUM Cepe]l KOMEPIIIMHIUX KOMITaHii 1 TPOEKTIB, sIKi BUKOPUCTOBYIOTh
IEHTpaTi30BaHUM MiAX11 10 KEPyBaHHs BEPCIsIMU 1 KOH(ITYpaIi€r0 MPOrpaMHUX CH-

CTECM.

Ha puc. 2.3 300paxeno npukiiag SVN penosurtopito Nuclear Frost.

2" E\hydrogen - Log Messages - TortoiseSVN - o

X

- URL: ([ svnir/192,168.0.101/hydregen P Fom: [ 1172022 @~ | T 326203 @~

v T svns//192.166.0.101/| | File Revision  Actions Author Date Message
BatchFiles 388 @14 dmitriy.chemnen... Sunday, March 26, 2023 9:33:37 PM NF Town feat
387 @40 Friday, March 17, 2023 6:22:01 PM [HYD-151] A

7, 2023 11:30:00 PM
2023 4:43:58 PM

ry 25, 203 330:21 AM
a 2 vy 25, 2003 317:54 AM
2 Friday, February 24, 2023 8:45:33 AM Mepesen Nu
0 @ itriy.chemnenko  Thursday, February 23, 2023 4:25:51 PM NF unblock
379 @ ilya.tyagnyryadno  Sunday, February 19, 2023 &18:01 PM BICHONMN (KLU *33MOPO2KI UTPOKa" W EHEADIT €€ 8 Havane clier! & Sheter map (BP)

Puc. 2.3. SVN penositopiii Nuclear Frost

EaHIE Ha yDOK, COOBILIEHHE O BPATE CORISHUKEM, 3 TaK X NIpW HUSKON 340DO8LE OHN yGeraroT
ry 28, 2023 10:56:18 AM Unreal Engine 3 t /browse/HYD-147 B BuildWin64.bat seikioun ne
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Perforce — 11e mnaTHa cucteMa KepyBaHHS BEPCISIMU, KA 3HAXOUTH IIUPOKE
3aCTOCYBaHHS y pO3p0OIli MPOrpaMHOTro 3a0€3MEeUEHHsI Ta 1HIIUX MPOEKTaX 3 BEJIU-
KUM 00csiroM koay. Bona Oyiia ctBopena y 1995 poui 1 oTpuMana nomyJisipHICTb
cepell BeIMKUX KoMmnaHii, Takux sik Google, Electronic Arts, NVIDIA, Salesforce,

Cisco Ta IHIIUX.

Perforce mae uncnenHi nmepeBaru, Taki K BUCOKA IMBUAKICTh T4 MacIITa00-
BaHICTh, 3JIaTHICTh MPAIOBATU 3 PI3HUMH TUIIaMH (aijiB (TEeKCTOBI, O1HApHI, 30-
OpaxxeHHs 1 T.1.), NIATPUMKA I'JIOK Ta 3JIUTTS, @ TAKOK OaraTuil Hab1lp IHCTPYMEHTIB

1 MOKITMBOCTEH JJIS HAJIAIITYBaHHS CUCTEMHU i MOTpeOH po3pOOHUKIB.

Kpim toro, Perforce Bipi3HsS€TbCSI BUCOKUM PIBHEM O€3MEKH, IO BKIIOYAE
MeXaHI13MH ayTeHTU(IKAaI[ll Ta aBTOPU3allli KOPUCTYBaUiB, 3aXUCT B1Jl HECAHKI[IOHO-
BAHOTO JIOCTYIly Ta BTPATH JaHUX. TaKOXk CUCTEMa HAJIa€ MOKIIUBICTh PE3EPBHOIO
KOIIFOBaHHS Ta BITHOBJICHHs 1H(OpMaIlii, 10 T03BOJISIE 3a0€3MEYUTH HATIHHICTh Ta

LUTICHICTD TaHUX.

Ha puc. 2.4 306paxeno npukiaj Perforce pemnosuropito.

r 5
{© SampleGame, localhost:1666, thefoofighter - Perforce PAV E__ B} ol
Fle Edit Search View Actions Connecton Tools Window Help
Refresh
c:\_projects\SampleGame, A I'
PE Depot Workspace i L 4 By Fies A pPendng @ B workspaces i3
50 sampleGame T | B Fiters User s “thefoofighter” and orkspace s ‘SampleGame” 2matches ¥ Y, o
¥ o\ projects\SampleGame
- S Change - |User Description
- i A default  thefoofighter <enter description here»
il 5 v A3 thefoofighter Initial Commit of my Sample Game
Y playerpsd <text> *[ Jjdepot/changelog. bt <texts
v M modes *B fjdepot/jsourcefassetsfart/playerpsd <text>
[  playerblend <text> B [fdepot/sourcefassets/models/player.blend <text>
- B wde *B /depotjsourcefcode/game code <text>
*[  game.code <text> *E //depot/target/game.exe <texts
i3 testunwantedFile <nonex ] [ldepot/target/bin/main.dll <text>
v B target "Bl jdepot/target/binjmodel_loaderdl <text>
- 7 bin *B fjdepot/targetfbinfsound.dl <text>
B maindl <text *B  Jjdepot/target/models/playermdl <text>
B model_loaderdl <texts *Bl /jdepot/targetimodels/neapon.mdl <text>
*E  sound.dl <text> ‘B [/depot/target/textures/player.png <binary >
- models tD [/depot/target/textures/weapon.png <binary>
*E  playermd <text> [5] Shelved Files (0)
*E  weapon.mdl <text>
b textures
*B playerpng <binary>
*E weapon.png <binary>
*E game.exe <text>
M unwantedFolder
[ leg_1
[ log_2
[ log_3
*(  Changelog.txt <text>
E g @
= 13 files opened for add
3 wamings reported
4 i\ projects\SampleGame\unwantedFolder\og_1 - file(s) not in dient view.
¢ c\_projects\SampleGame'\unwantedFolderYog_2 - file(s) not in client view.
¢ ¢\ _projects\SampleGame\unwantedFolderYog_3 - file(s) not in dlient view.
c:\_projects\sampleGame \source \code \test.unwantedFile
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Puc. 2.4. Perforce penositopiit

2.4. Blueprints B Unreal Engine

Blueprints € xommonentom B Unreal Engine, mo Hagae MOXJIHBICTbH
BI3yaJIbHOT'O MpOrpamMyBaHHs. 3a Oro 10OMOT0K0 PO3POOHUKHU, TU3AMHEPHU Ta XY-
JOKHUKA MOXYTh CTBOPIOBATH PI3HOMAHITHI IrPOBI MOii, JIOTIKY Ta HaBITh Ma-

Tepianu 6e3 HeOOX1JHOCTI MUCATH KO/I.

VY nopiBHSAHHI 3 MporpamicTaMu, AU3ailHEepU 3a3BUYail HE BOJIOAIIOTH MPO-
rpaMyBaJIbHUMH MOBaMH HACTIIBKH J0Ope, 1100 BHOCUTH 3MiHH B Kol Tomy mis
HUX BUKOPHUCTAHHS OJYNPUHTIB CTa€ KOPUCHUM pIlICHHSIM. biynpuHTH HamaroTh
MO>KJIMBICTh JW3aifHEpaM CTBOPIOBATH (DYHKIIOHAJIBHICTH 0€3 moTpedu B mporpa-
MyBaHHI. BOHM MarOTh CBOi 0OMEKEHHS, ajieé MOKYTh OYyTH PO3LIUPEH] 32 IOTIOMO-

TO10 KOJIy JJISI IOJaTKOBO1 THYYKOCTI.

Xoua TEOPETHYHO MOXHA CTBOPUTH TPy BUKIIOYHO 3a OTOMOTOIO OIry-
IPUHTIB, TAKUH MM1JIX1]] HE € ONTUMAIBHUM, OCKIJIBKH 11€ MOKE MPU3BECTH JI0 BTPATU
ontumizauii Ta rHy4ykocTi. Kopucrytouuce OnynpuHTaMHu, MU MOXKEMO HACOJIOJI-
KyBaTUCSI KOM(DOPTOM 1 MPOCTOTOIO PO3POOKH, aje e MOXKE BILTUHYTH HA MPOTYK-

TUBHICTh Ta MOXJIMBICTh BHOCUTH TJIMOOK] 3MIHH B TPY.

Ha puc. 2.5 300paxeno npukian Blueprints.

Puc. 2.5. Tlpuknazg Blueprints B Unreal Engine
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Blueprints BukopucToBy€e 1oii, 1110 BU3HAYAIOTh TOYaTOK KOHKPETHOT MOC-
JIAOBHOCTI [ 1 CHIPAl[bOBYIOTH M1J] YaC BUKJIUKY 3 KOy TpH, 1100 aKTUBYBAaTH Me-
pexy rpadis nmoxiit (Event Graph). Bonn go3sossitotrs Blueprint BukonyBaTH pizHo-
MaHITHI J1i1 y BIJIMOB1Ib HA P13HI MO/Ii1, TaKi K MOYaTOK I'PU, CKUIAHHS P1BHS, OTPH-
MaHHs 30UTKIB 1 Tak naii. B oqnomy Event Graph MoxHa BUKOpUCTOBYBATH Oy 1b-
Ky KITBKICTh TIOJIIH, MPOTE MOXHA BUKOPUCTOBYBATH JIUIIIE OJIHY MO0 KOKHOTO

THUITY.

VY penakrtopi Blueprints Bxe noctynHo 0arato By3iiB At OOpOOKH PI3HHUX
MOJTiH, POTE € MOMKJIMBICTh CTBOPUTHU BIIACHI BY3JIU JIJIsi 0OPOOKHM TOJiM, HAMPHU-
KJ1aJ], HATUCKAHHS MEeBHOI KiaBimi. /It 1boro Bam noTpiOHO HaMATyBaTH HOBUM
BX1JTHUM Bich (Input AXiS) y HalamITyBaHHSAX BAIIOrO MPOEKTY 1 MPU3HAYUTH HOMY
KJIaBIIy Ha KjaBiaTypi, Mut abo koHTpoJsepi. [licias mporo BU MOKeTe CTBOPUTH
BiAMOBIAHUHN By301 B peaakTtopi Event Graph. Bu moxere nobymyBatu j0riKy 00-
poOKwu i€l moii, 1 KoM 3a/1aHa KiaBima Oyie HaTUCHYTa, OyIyTh BUKOHYBATHUCS

onucasi aii.

2.5. Behavior Trees B Unreal Engine

Behavior Trees y Unreal Engine MoxyTb OyTH BUKOPHUCTaHI JJIsi CTBOPEHHS
HITYYHOT'O 1HTEJIEKTY JUIsl HEIrPOBUX MEPCOHaXIB. Y MOpiBHsAHHI 3 Behavior Tree,
KWW BU3HAYAE TIOCIIIOBHICTh PO3TaIy>KEHb 1 JIOTIKY BUKOHaHHS, JlepeBo moBei-
HKHM BUKOPHUCTOBYE 1HIIMIA KOMIIOHEHT, Bigomuil sk Blackboard, sikuii Buctynae B
poii "Mo3ky" nepeBa nmoseninku. Ha puc. 2.6 306paxeno npukian Behavior Tree y

Nuclear Frost.

Puc. 2.6. Behavior Tree nns monctpa y Nuclear Frost
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Blackboard Bmintye HU3KY KOPUCTYBAIIbKUX KIIFOUIB, SIKI MICTATh iHPOpMAa-

1it0, BUKopuctoByBany Behavior Tree miis npuitHaTts pimens. Hanpukmnan, moxe
OyTH KITI0Y 3 JIOTTYHUM 3HA4eHHAM i Ha3Boto "IsLightOn", na sxuit Behavior Tree
HOCUJIAE€ThCA, 100 NMEPEBIPUTH, YU 3MIHUIIOCH 3HAUEHHS. SIKII0 3HAUYEHHS € 1CTHH-
HUM, JIEPEBO MOBEAIHKM MOXE BUKOHATU PO3TANY>KEHHS, 1[0 3MyCUTh MEPCOHANka
BTEKTH. SIKIII0 3HAYEHHS € XMOHUM, BOHO MO>KE€ TIEPEHTH JI0 1HIIIOT T'JIKH, JIe IEPCO-
HaXX, MOXKJIUBO, OyJie pyXaTUCh BUIIAJKOBUM YMHOM IO OTOUYHOUOMY CEpPEAOBUIIY.
Behavior Trees MoyTh OyTH HACTUTBKH MPOCTUMH, K y MPUKIIAIL 3 IEPCOHAKEM,
a00 HACTUIbKYU CKJIQJIHUMH, SIK CUMYJISIIIISl TIOBEIIHKY 1HIIIOTO TPaBlsd y 0araTokopu-
CTYBAaIbKIii I'pl, 16 BOHU LIYKaIOTh NPUXOBKY, BIJIKPUBAIOTh BOIOHb 110 1HIIUM I'pa-
BLIAM 1 IIyKaroTh npeameTtu. Ha puc. 2.7 300paxeno npuknan Blackboard nmst MmoH-

ctpa y Nuclear Frost.

Puc. 2.7. Blackboard nnst monctpa y Nuclear Frost

BucHoBku 10 po3ainy

ITi gac onMcy MeTOAIB opraHizallii KoMaH 11 OyJ10 3’ ICOBaHO SIK IPAIIOBATH
y KOMaH/Ii Ta KOHTPOJIFOBATH 3aBJIaHHs. TaKoX IIPH OMKCI CHCTEM KOHTPOJITIO BEPCiid
3’sICOBAHO, 1110 MPU PO3poOIIi MPOEKTY HEOOX1THO BUKOPUCTOBYBATH uu Subversion,
uyn Perforce, a Takoxx npoananizoBano 1o take Blueprints Ta Behavior Trees B Un-

real Engine.
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PO31J 3. PO3POBKA ITTPOBUX MEXAHIK TA CUCTEM I'PH

3.1. Ilnarin 3aBaHTa)XyBaJIbHOT'O €KPAHY

[Inarin 3aBaHTa)XyBaJIbHOT'O €KpaHy — II€ IUIariH, KU 3a0e3nedye Bijgoopa-
YKEHHSI IKOTOCh 300pakKeHHS YU Bi€o Mij yac 3aBaHTaxeHHs rpu. Ha puc. 3.1 300-

pakeHo MpUKJIIaJ] Takoro ekpany y Nuclear Frost.

Ak pisTMMe Ied IUIariH: BeCchb Yac TpU BIH OyJe cliyxaTu MOi0, sKa
BIJINIOB1A€ 32 3aBAaHTAXKEHHSI HOBOI KapTH 1 KOJIU CIIpallbOBYBaTUME, TO L[ IJIariH

3aIyCTUTh IIPOTPaBaHHS Bijieo a00 300pakKeHHS.

Puc. 3.1. Ilpuknazg 3aBaHTax)yBaJbHOI'O EKpaHy

Jlst Toro 1100 11 3po0UTH HEOOX1JHO BUKOHATH HACTYIHI KPOKH:

1. Biakputu npoekt rpu y Unreal Engine Ta y BikHI CTBOPEHHSI HOBOTO I1J1a-

riny ooparu Blank i1 3amoBauTH BIAMOBIAHI OIS,

2. CtBoputu kiacc FloadingScreenModule ne Oyjae 3HaxoAUTUCh OCHOBHA
JIoTiKa 3aBaHTaXyBaJIbHOTO eKpaHy. [Ipukias peanizamii 11boro Kjiacy:

// ILoadingScreenModule.h
// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.
#tpragma once
#include <Core/Public/Modules/ModuleManager.h>
class ILoadingScreenModule : public IModuleInterface
{
public:
virtual void SetLoadingScreen( FName InScreenName ) = ©;
virtual void ResetLoadingScreen() = 0;
static inline ILoadingScreenModule& Get() { return FModuleManager::LoadModuleChecked< ILoading-
ScreenModule >("LoadingScreen"); }
static inline bool IsAvailable() { return FModuleManager::Get().IsModulelLoaded( "LoadingScreen" );
}
s
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// LoadingScreenModule.cpp
// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.
#include "ILoadingScreenModule.h"
#include "LoadingScreenSettings.h"
#include "SSimplelLoadingScreen.h"
#include "Framework/Application/SlateApplication.h”
#define LOCTEXT_NAMESPACE "LoadingScreen"
class FLoadingScreenModule : public ILoadingScreenModule
{
public:
FLoadingScreenModule();
virtual void StartupModule() override;
virtual void ShutdownModule() override;
virtual bool IsGameModule() const override

{
}

virtual void SetLoadingScreen( FName InScreenName ) override;
virtual void ResetlLoadingScreen() override;
private:
void HandlePreparelLoadingScreen();
void BeginLoadingScreen(const FLoadingScreenDescription& ScreenDescription);
FName LoadingScreenName;

return true;

¥
IMPLEMENT_MODULE (FLoadingScreenModule, LoadingScreen)
FLoadingScreenModule: :FLoadingScreenModule(){}
void FLoadingScreenModule: :StartupModule()
{
if ( !IsRunningDedicatedServer() && FSlateApplication::IsInitialized() )
{
// Load for cooker reference
const ULoadingScreenSettings* Settings = GetDefault<ULoadingScreenSettings>();
for ( const FStringAssetReference& Ref : Settings->StartupScreen.Images ) { Ref.TryLoad(); }
for ( const FStringAssetReference& Ref : Settings->DefaultScreen.Images ) { Ref.TryLoad(); }
if ( IsMoviePlayerEnabled() )
{
GetMoviePlayer()->OnPrepareLoadingScreen().AddRaw(this, &FLoadingScreenMod-
ule: :HandlePrepareLoadingScreen);
}

BeginLoadingScreen(Settings->StartupScreen);

}

¥

void FLoadingScreenModule::HandlePrepareLoadingScreen()

{
const ULoadingScreenSettings* Settings = GetDefault<ULoadingScreenSettings>();
const FLoadingScreenDescription* LoadingScreenDescription = Settings->LoadingScreens.Find(

LoadingScreenName );
if ( !LoadingScreenDescription ) { BeginLoadingScreen( Settings->DefaultScreen ); }
else { BeginLoadingScreen( *LoadingScreenDescription ); }
¥
void FLoadingScreenModule::BeginLoadingScreen(const FLoadingScreenDescription& ScreenDescription)
{
FLoadingScreenAttributes LoadingScreen;
LoadingScreen.MinimumLoadingScreenDisplayTime = ScreenDescription.MinimumLoadingScreenDisplayTime;
LoadingScreen.bAutoCompleteWhenLoadingCompletes = ScreenDescription.bAutoCompleteWhenLoadingCom-
pletes;
LoadingScreen.bMoviesAreSkippable = ScreenDescription.bMoviesAreSkippable;
LoadingScreen.bWaitForManualStop = ScreenDescription.bWaitForManualStop;
LoadingScreen.MoviePaths = ScreenDescription.MoviePaths;
LoadingScreen.PlaybackType = ScreenDescription.PlaybackType;
LoadingScreen.bAllowEngineTick = ScreenDescription.bAllowEngineTick;
if ( ScreenDescription.bShowUIOverlay ) { LoadingScreen.WidgetLoadingScreen = SNew(SSimplelLoading-
Screen, ScreenDescription); }
GetMoviePlayer()->SetupLoadingScreen(LoadingScreen);

#undef LOCTEXT_NAMESPACE
3. CrBoputu knac SsimpleLoadingScreen sikuit Oyae onmcyBatu Bimket Ul

yepe3 KUl 0yJ1e MaJIFOBaTHCh BiJieo 4 300pakeHHs. Ko 11boro kiacy:

// SSimpleLoadingScreen.h
// Copyright 1998-2017 Epic Games, Inc. All Rights Reserved.
#pragma once
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#include <SlateCore/Public/Widgets/SCompoundWidget.h>
#include "LoadingScreenSettings.h"
class FDeferredCleanupSlateBrush;

class SSimplelLoadingScreen : public SCompoundWidget

{
public:
SLATE_BEGIN_ARGS(SSimpleLoadingScreen) {}
SLATE_END_ARGS()
void Construct(const FArguments& InArgs, const FLoadingScreenDescription& ScreenDescription);
private:
float GetDPIScale() const;
private:
TSharedPtr<FDeferredCleanupSlateBrush> LoadingScreenBrush;
TSharedPtr<FDeferredCleanupSlateBrush> PieceImageBrush;
s

// SSimplelLoadingScreen.cpp

// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.
#include "SSimplelLoadingScreen.h"

#include "Widgets/SOverlay.h"

#include "Widgets/Images/SThrobber.h"

#include "Engine/Texture2D.h"

#define LOCTEXT_NAMESPACE "LoadingScreen"

static float PointSizeToSlateUnits(float PointSize)

{
//FreeTypeConstants: :HorizontalDPI = 96;
const float SlateFreeTypeHorizontalResolutionDPI = 96.0f;
const float FreeTypeNativeDPI = 72.0f;
const float PixelSize = PointSize * (SlateFreeTypeHorizontalResolutionDPI / FreeTypeNativeDPI);
return PixelSize;
}
void SSimpleLoadingScreen::Construct(const FArguments& InArgs, const FLoadingScreenDescription& InScreenDe-
scription)
{

const ULoadingScreenSettings* Settings = GetDefault<ULoadingScreenSettings>();
const FSlateFontInfo& TipFont = Settings->TipFont;

const FSlateFontInfo& LoadingFont = Settings->LoadingFont;
TSharedRef<SOverlay> Root = SNew(SOverlay);

if ( InScreenDescription.Images.Num() > @ )

{
const int32 ImageIndex = FMath::RandRange(®, InScreenDescription.Images.Num() - 1);
const FStringAssetReference& ImageAsset = InScreenDescription.Images[ImageIndex];
UObject* ImageObject = ImageAsset.TryLoad();
if ( UTexture2D* LoadingImage = Cast<UTexture2D>(ImageObject) )
{
LoadingScreenBrush = FDeferredCleanupSlateBrush::CreateBrush(LoadingImage);
}

TSharedRef<SWidget> TipWidget = SNullWidget::NullWidget;
if ( Settings->Tips.Num() > 0 )

{
const int32 TipIndex = FMath::RandRange(©, Settings->Tips.Num() - 1);
TipWidget = SNew(STextBlock)
WrapTextAt(Settings->TipWrapAt)
.Font(TipFont)
.Text(Settings->Tips[TipIndex]);
¥
else

{ Tipwidget = SNew(SSpacer); }
TSharedRef<SWidget> ThrobberWidget = SNullWidget::NullWidget;

{
{
UObject* ImageObject = InScreenDescription.PiecelImage.TryLoad();
if ( UTexture2D* PieceImage = Cast<UTexture2D>( ImageObject ) )
{
float Size = PointSizeToSlateUnits( LoadingFont.Size ) * 1.5f;

PieceImageBrush = FDeferredCleanupSlateBrush::CreateBrush( PieceImage, FVector2D(

Size, Size ) );

switch ( InScreenDescription.ThrobberType )
case EThrobberType::TT_Circular:

TSharedRef<SCircularThrobber> CircularThrobberWidget = SNew( SCircularThrobber )
.Radius( PointSizeToSlateUnits( LoadingFont.Size ) / 2.0f )



.NumPieces( InScreenDescription.NumPieces )

.PieceImage( PieceImageBrush.IsValid() ? PieceImageBrush->GetSlateBrush()

nullptr );
ThrobberWidget = CircularThrobberWidget;
break;
}
ThrobberWidget = OrdinaryThrobberWidget;
break;
}
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4. Creoputu kimac ULoadingScreenSettings 3a 10MTOMOTOIO SIKOTO 3MOXKEMO

y IBUTYHI peiaryBaTH €KpaH 3aBaHTaxkeHHs. [Ipukian iporo Kiacy:

// LoadingScreenSettings.h
// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.

#pragma once
#include "CoreMinimal.h"
#include "Engine/DeveloperSettings.h"

#include "LoadingScreenSettings.generated.h"

UENUM( BlueprintType )
enum class EThrobberType : uint8

TT_Ordinary UMETA( DisplayName = "Throbber" ),
TT_Circular UMETA( DisplayName = "Circular Throbber" ),

3

USTRUCT (BlueprintType)
struct LOADINGSCREEN_API FLoadingScreenDescription

{
GENERATED_USTRUCT_BODY ()
FLoadingScreenDescription();
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Loading)
float MinimumLoadingScreenDisplayTime = -1;
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Loading)
bool bAutoCompleteWhenLoadingCompletes = true;
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Images)
TEnumAsByte<EStretch: :Type> ImageStretch = EStretch::ScaleToFit;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Images)
FLinearColor BackgroundColor = FLinearColor::Black;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Images)
FLinearColor TipBackgroundColor = FLinearColor(e, 0, 0, 0.75f);
s

UCLASS(config=Game, defaultconfig, meta=(DisplayName="Loading Screen"))
class LOADINGSCREEN_API ULoadingScreenSettings : public UDeveloperSettings

GENERATED_UCLASS_BODY ()

public:
UPROPERTY(config, EditAnywhere, Category=Screens)
FLoadingScreenDescription StartupScreen;
UPROPERTY(config, EditAnywhere, Category=Screens)
FLoadingScreenDescription DefaultScreen;
UPROPERTY( config, EditAnywhere, Category=Screens )
TMap< FName, FLoadingScreenDescription > LoadingScreens;
UPROPERTY(config, EditAnywhere, BlueprintReadWrite, Category=Advice)
FSlateFontInfo TipFont;
UPROPERTY(config, EditAnywhere, BlueprintReadWrite, Category = Display)
FSlateFontInfo LoadingFont;
UPROPERTY(config, EditAnywhere, BlueprintReadWrite, Category=Advice)
float TipWrapAt;

UPROPERTY(config, EditAnywhere, BlueprintReadWrite, Category=Advice, meta

TArray<FText> Tips;
¥

(MultiLine = "true"))

5. CxommimitoBatu nipoekT y Visual Studio Ta 3amyctutu Unreal Engine.
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6. Y aBuryHi BiakpuTH Project Settings Ta 3HaiiTH HanamITyBaHHS HOBOTO
miariny. Ha puc. 3.2 300pa)keHo HaJlaluTyBaHHS HOBOT'O MOJIYJIS, /1€ MOKJIMBO 00-

paTu AJi AKOi ManH 1o OyJe BigoOpaxaTUCh.

Game - Loading Screen

& T ni, which is currently NOT checked out.

Puc. 3.2. HanamryBanHs HOBOrO MOIYJIs

3.2. IHTepakTUBHA CUCTEMA

[HTepakTHBHA cucTeMa — 1€ MporpamMHa CUCTeMa, sika 3a0e3leuye B3aeMo-
JI0 MIK TpaBLEM Ta IFPOBUM CEpPEJOBUIIEM. |[HTEpaKkTHUBHA CHUCTEMA Ja€ MOXKIH-
BICTh IPaBIIEBI B3a€MOJIIATH 3 I'POBUM CBITOM IILIIXOM BBOJly KOMaH, J11 Ta pyXiB

3a JOIIOMOI'OI0O KOHTPOJICpa a0o IHIIOTO IMPUCTPOIO BBCACHHA.

[HTEepaKTUBHI CUCTEMU AO3BOJISIIOTH TPABLIEB] BITUYTH c€0€ YaCTUHOIO 1rpo-
BOTO CBITY Ta BIUIMHYTHU Ha MOJii, 1110 BiAOYyBatOThCS B rpi. BoHU € BaXIMBUM elie-

MEHTOM OyIb-5IKOi TPU Ta JO3BOJISIOTH PO3IIUPUTH MOKIMBOCTI T'PaBIIIB.

Sk Oyne aiaTy 1 cucTeMa: BoHa 0yJle BUKOPUCTOBYBATUCH JIUIIIE JJISl B3a€-
MOJIIi 3 IpUAMETaMU Ta MEPCOHAXKAMHU, a JJIs TOro 11100 II3HATUCh MPO T€, L0 Ipa-

BEllb HaBIB KypcOp Ha TAKOT0 aKkTopa, 0yJ1IeMO MyCKaTH NPOMITh 3aBASKHA IKOMY MU
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JII3HAEMOCH TIPO 11e. Y BUMAJIKY SKIIO MPOMIHB 31TKHYBCS 3 00’ €KTOM, 3 SIKUM T'epoi

MOK€e B31€EMOISATH, TO HA €PKaHi 3’ IBUTHCS BIAMOBIHE MTOBIIOMJICHHS.

Ha puc. 3.3 300paxeHo sk 1 cuctema npairoe y Nuclear Frost.

Talk with Bartender

Puc. 3.3. IntepaktuBHa cuctema y Nuclear Frost

Jns Toro o0 e peanizyBaTu HEOOX1AHO BUKOHATH HACTYMHI KPOKH:

1. st moyaTky HEOX1THO CTBOPUTH 1HTEp(EiC IHTEPaKTUBHOTO 00’ EKTY Ue-

pe3 skuii Oyze BiI0OyBaTUCh Bi3eMOlsl KopucTyBayva. [Ipukian koay Takoro iHTep-
beiicy:

// InteractiveObjectInterface.h
// Copyright Broken Singularity, All Rights Reserved.
// Authors: Yehor Pohuliaka (zombiHello)

#pragma once

#include "CoreMinimal.h"

#include "UObject/ObjectMacros.h"

#include "UObject/Interface.h”

#include "../../NuclearFrost.h"

#include "InteractiveObjectInterface.generated.h”

UINTERFACE ()
class NUCLEARFROST_API UInteractiveObjectInterface : public UInterface
{
GENERATED_UINTERFACE_BODY()
s
class NUCLEARFROST_API IInteractiveObjectInterface
{
public:
GENERATED_IINTERFACE_BODY()
virtual void Use( class ANFPlayerController* InPlayerController ) = ©;
virtual void HoverStart() = 0;
virtual void HoverEnd() = 0;
virtual class UNFInteractiveObjectComponent* GetInteractiveObjectComponent() const = 0;
s

bool IsInteractiveObject( class AActor* InActor );
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// InteractiveObjectInterface.cpp
// Copyright Broken Singularity, All Rights Reserved.
// Authors: Yehor Pohuliaka (zombiHello)

#include "InteractiveObjectInterface.h”
#include "BaseInteractiveActor.h"
#include "BaseInteractiveCharacter.h"

UInteractiveObjectInterface::UInteractiveObjectInterface(const FObjectInitializer& InObjectInitializer)
Super( InObjectInitializer ) {}

bool IsInteractiveObject( class AActor* InActor )
{
NF_CHECK_RETURN( InActor, false );
return InActor->IsA< ABaseInteractiveActor >() || InActor->IsA< ABaselInteractiveCharacter >();

2. Konmu Mu maemo iHTepdeiic 1HTEpaKTUBHOTO 00’€KTY MH MOXKEMO Y
ANFPlayerController ctBoputn mMetop sikuii Oyzae CaiKyBaTH 3a HaBEAECHHS Kyp-
copa Ha Takui 00’ €KT, BUKJIMKATUCh OyJ1e KOKHHH TiK (pperiMy irpoBoi joriku. Ko
JUTS IOTO KPOKY:

// NFPlayerController.cpp

void ANFPlayerController::UpdateUsableActor()

{
// Ray tracing to find the actor to interact with. if successful, we remember he for use
UWorld* uworld = GetWorld();
NF_CHECK( uworld );

FHitResult hitResult;

FCollisionQueryParams collisionParams;

FVector start = PlayerCameraManager->GetCameralLocation();

FVector end = start + PlayerCameraManager->GetCameraRotation().Vector() * maxDistanceUsingActor;

collisionParams.AddIgnoredActor( nfCharacter );

bool successful = uworld->LineTraceSingleByChannel( hitResult, start, end,
ECC_Camera, collisionParams );

AActor* actor = hitResult.GetActor();

// If we view interactive actor and widget UseActor not showed - show this widget on viewport
if ( successful && actor && IsInteractiveObject( actor ) )

// If this is the same actor, then we ignore him
if ( usableObejctInview != actor )

IInteractiveObjectInterface* oldInteractiveObject = Cast< IInteractiveObjectInter-
face >( usableObejctInView );

IInteractiveObjectInterface* newInteractiveObject = Cast< IInteractiveObjectInter-
face >( actor );

if ( oldInteractiveObject )

oldInteractiveObject->HoverEnd();
}

usableObejctInView = actor;
newInteractiveObject->HoverStart();

}

// Else we not view interactive actor and in this case, if widget UseActor showing - hide this widget
from viewport
else if ( usableObejctInView )
{
Cast< IInteractiveObjectInterface >( usableObejctInView )->HoverEnd();
usableObejctInView = nullptr;
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3. Temep HEOOXiIHO Ha KHONKY B3aEMOMAIl  BUKIMKATH  METOJ

linteractiveObjectInterface::Use, ms nboro y ANFPlayerController Tpe6a mianuca-

TUCh Ha BiANMOBiAHY mofito Ta peamizyBatu metog ANFPlayerController::Use. Kon
IILOTO KPOKY:

// NFPlayerController.cpp

void ANFPlayerController::SetupInputComponent()

{
// Binding use events
InputComponent->BindAction( "Use", IE_Pressed, this, &ANFPlayerController::Use );
InputComponent->BindAction( "ItemInspection", IE_Pressed, this, &ANFPlayerController::ItemInspection
)5
}
void ANFPlayerController::Use()
{
if ( lusableObejctInView || isFreeze ) { return; }
Cast<IInteractiveObjectInterface>( usableObejctInView )->Use( this );
}

4. Jlns Toro mo0 moBiTOMIICHHS 3’ IBJISTIOCh HA €KpaHi HEOOX1THO Y BIJIKETI
HUD (xopucrtyBaupbkuii intepdeiic) nomaru neil Haanuc ta y Blueprint Game-
HUD BP BuknukaTu nokas uporo enemenTa. Ha puc. 3.4 300pakeH BIIKET HAMKUCY

y HUD, a Ha puc. 3.5 BUKIIUK ITOKa3a OO €JIEMEHTA.

Puc. 3.4. Bimxer 3 sagmcom B HUD



38

Puc. 3.5. Ilonis mokaza vaanucy y HUD

3.3. Cucrema 30epexeHHs Irpu

Cucrema 30epexeHHs rpu (Save system) B irpax — Iie MEXaHi3M, SKUH J10-
3BOJISIE€ TPABIIM 30€epiraTy Mporpec y rpl Ta NOTIM BIJHOBIIOBATH MOTO 3 TOTO K

caMoro MiCIISI TICIIsS IICPC3aBaAHTAKCHHA I'PU abo BHUXOAOY 3 Hel.

Ile BaxxuBa GyHKIIISA, OCKUTBKHA 0arato cy4yacHHUX irop MarOTh CKJIaJIHI CIO-
KETH Ta TeUMILICH, IKi MOXYTh 3aiiMaTH TOJUHH, HaBITh JHI, 100 iX mpoiTH. bes
MO>KJIMBOCTI 30€pEKEHHS IPOTPeCy rpaBili MOTJIM O Ty’Ke IMIBUAKO BTPATUTH 1HTE-
pec 10 Tpu, SIKIIO iM MOTPIOHO OyJi0 6 MOYMHATH BCE 3 MOYATKY KOXKHOTO pa3y, KOJIH

BOHHU XOYYTb IIPOJOBKUTHU I'PATH.

Cucrema 30epeXeHHs TpU MOXKeE MPaIIOBaTH MO-PI3HOMY B PI3HUX Irpax, aje
3a3BUYail TPaBIli MalOTh MOXKJIUBICTh 30€perTy Ipy B NEBHUX TOYKAaX a00 B Oy/b-
SIKUW MOMEHT, KOJIM BOHH XO4YTh 3yMUHUTHCS. J[esKl irpy MOKYTh HaBITh aBTOMa-
TUYHO 30epiratu rpy Micis BaXXJIMBUX MO a00 JOCITHEHb, 1100 IpaBIll HE 3a0y-

BJIX TIPO IIE.

Jlng Toro mo6O CTBOPUTU TaKy CHUCTEMY HEOOXIJTHO BHKOHATH HACTYIIHI

KPOKHU:
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1. na mouarky HeoOximHo crBoputu kiac UNFSaveGame 3a qomomororo
SAKOT0 OyIyTh 30epiratucs HeoOXiH1 JaHl. Koa mboro Kpoky:

// NFSaveGame.h
// Copyright Broken Singularity, All Rights Reserved.
// Authors: Yehor Pohuliaka (zombiHello)

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/SaveGame.h"

#include "UObject/ObjectMacros.h"

#include "NFPlayerController.h"

#include "Misc/DateTime.h"

#include "NFSaveGame.generated.h"

#define ACTOR_TAG_SAVEGAME FName( TEXT( "SaveGame" ) )

USTRUCT()
struct FActorSaveData
{
GENERATED_BODY ()
UPROPERTY ()
FName ActorName;
UPROPERTY ()
FTransform Transform;
UPROPERTY ()
TArray<uint8> ByteData;

s

USTRUCT( BlueprintType )
struct FSaveGameInfo
{
GENERATED_BODY ()
FSaveGameInfo();
UPROPERTY( BlueprintReadOnly )
bool bTransitSave;
UPROPERTY( BlueprintReadOnly )
FDateTime DateSave;
UPROPERTY( BlueprintReadOnly )
FText Title;
UPROPERTY( BlueprintReadOnly )
FText Description;

s

USTRUCT( BlueprintType )
struct FLevelSaveData

{
GENERATED_BODY ()
UPROPERTY( BlueprintReadOnly )
FString LevelName;
UPROPERTY( BlueprintReadOnly )
TArray<FString> LevelsLoaded;
UPROPERTY( BlueprintReadOnly )
TArray<FString> LevelsLoadedNotVisible;
UPROPERTY()
TArray<uint8> ByteData;

s

UCLASS()

class NUCLEARFROST_API UNFSaveGame : public USaveGame

{
GENERATED_BODY ()

public:
UNFSaveGame();
UPROPERTY( BlueprintReadOnly, Category = "UI" )
FSaveGameInfo Info;
UPROPERTY()
TArray<FActorSaveData> SavedActors;
UPROPERTY( BlueprintReadOnly, Category = "Player" )
FNFPlayerState PlayerState;
UPROPERTY( BlueprintReadOnly, Category = "Player" )
FName CurrentMissionName;

UPROPERTY( BlueprintReadOnly, Category = "Player" )
int32 CurrentPhaseMission;
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UPROPERTY( BlueprintReadOnly, Category = "Level" )
FLevelSaveData LevelData;

I

2. Jlnsa toro mo6 npairoBaio 30epexxenns HeooxigHo y UNFGamelnstance
peanizyBatu metoa SaveGameToMemory ta SaveGameToSlot, a Takoxx meTon
LoadGameFromSlot mmns 3aBanTaxkerss. Kox mboro Kpoky:

// NFGameInstance.cpp

void UNFGameInstance::SaveGameToMemory( bool bTransitSave /* = false */ )

{

UWorld* World = GetWorld();

NF_CHECK( World );

ANFPlayerController* PC = Cast<ANFPlayerController>( UGameplayStatics::GetPlayerController( World, ©
) )s

UNFMissionManager* MissionManager = nullptr;
if ( PC ) { MissionManager = PC->GetMissionManager(); }
ANuclearFrostHUD* NFHUD = PC ? PC->GetNFHUD() : nullptr;
if ( NFHUD ) { ->OnShowSaveIcon( true ); }
CachedSavedGame= NewObject<UNFSaveGame>( this, TEXT( "NFSaveGame" ) );
CachedSavedGame->Info.DateSave = FDateTime::UtcNow();
CachedSavedGame->Info.bTransitSave = bTransitSave;
CachedSavedGame->LevelData.LevelName = !bTransitSave ? UGameplayStatics::GetCurrentLevelName( World
) @ TEXT( "" );
const TArray<ULevelStreaming*>& StreaminglLevels = World->GetStreaminglLevels();
for ( uint32 Index = ©, NumStreaminglLevels = StreamingLevels.Num(); Index < NumStreamingLevels;
++Index )
{
ULevelStreaming* LevelStreaming = StreaminglLevels[Index];
if ( LevelStreaming->IsLevelloaded() )
{
FString PackageName;
if ( GIskditor ) { PackageName = LevelStreaming->PackageNameToLoad.ToString(); }
else { PackageName = LevelStreaming->GetWorldAssetPackageName(); }
if ( LevelStreaming->IsLevelVisible() ) { CachedSavedGame->LevelData.LevelsLoaded.Add(
PackageName ); }
Else { CachedSavedGame->LevelData.LevelsLoadedNotVisible.Add( PackageName ); }
}

}
if ( PC )
{
CachedSavedGame->PlayerState PC->GetPlayerState();
{
UNFMission* CurrentMission = MissionManager->GetCurrentMission();
if ( !bTransitSave && CurrentMission )
{
const FNFMissionInfo& MissionInfo = CurrentMission->GetInfo();
CachedSavedGame->CurrentMissionName = MissionInfo.name;
CachedSavedGame->CurrentPhaseMission = CurrentMission->GetPhase();
CachedSavedGame->Info.Title = MissionInfo.nameUI;
CachedSavedGame->Info.Description = MissionInfo.descriptionsUI[ CachedSavedGame-
>CurrentPhaseMission ];
}
}
}
Else { CachedSavedGame->PlayerState = ANFPlayerController: :GetDefaultPlay-
erState(); }
CachedSavedGame->PlayerState.bIgnoreTransform= bTransitSave;
CachedSavedGame->SavedActors.Empty();
if ( !bTransitSave )

{
for ( FActorIterator It( World ); It; ++It )
{
AActor* Actor = *It;
if ( Actor->IsPendingKillPending() || !Actor->ActorHasTag( ACTOR_TAG_SAVEGAME ) ) { con-
tinue; }

FActorSaveData ActorData;

ActorData.ActorName = Actor->GetFName();
ActorData.Transform = Actor->GetActorTransform();
FMemoryWriter MemWriter( ActorData.ByteData );
FObjectAndNameAsStringProxyArchive Ar( MemWriter, true );
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Ar.ArIsSaveGame = true;
Actor->Serialize( Ar );
CachedSavedGame->SavedActors.Add( ActorData );

}
{
FMemoryWriter MemWriter( CachedSavedGame->LevelData.ByteData );
FObjectAndNameAsStringProxyArchive Ar( MemWriter, true );
Ar.ArIsSaveGame = true;
World->GetLevelScriptActor()->Serialize( Ar );
}
if ( NFHUD ) { NFHUD->OnShowSaveIcon( false, 3.f ); }
}
void UNFGameInstance::SaveGameToSlot( int32 InSlot )
{

FString SaveFileName = UNuclearFrostUtils::FormatSaveGameSlot( InSlot );
NF_CHECK( InSlot >= @ );
SaveGameToMemory();
UGameplayStatics: :SaveGameToSlot( CachedSavedGame, SaveFileName, © );
#if !'UE_BUILD_SHIPPING
if ( CVarEnableMakeDebugSaves->GetBool() ) { UGameplayStatics::SaveGameToSlot( CachedSavedGame, UNu-
clearFrostUtils: :FormatDebugSaveGameSlot( CachedSavedGame->CurrentMissionName.ToString() ), © ); }
#endif // IUE_BUILD_SHIPPING
¥
bool UNFGameInstance::LoadGameFromSlot( const FString& InSaveFileName, bool InLoadLevel /*= false*/ )
{
CachedSavedGame = Cast<UNFSaveGame>( UGameplayStatics::LoadGameFromSlot( InSaveFileName, @ ) );
if ( !CachedSavedGame ) { return false; }
if ( InLoadLevel )
{
FName LevelName = FName( CachedSavedGame->LevelData.LevelName );
UNuclearFrostUtils: :OpenLevelWithCustomLodingScreen( GetWorld(), LevelName, LevelName );

}

return true;

3. JInst Toro 1mo6 KOPEKTHO 3aBaHTAKYBAJIUCh 30€PEKEHHI TaHHI HEOOX1IKO
y kimaci  ANuclearFrostGameMode peanizyBatu wmeton  InitGame Ta
HandleStartingNewPlayer Implementation, 1ie 3a0e3ne4nTh BiHOBIEHHS CTaHIB
aKTOPiB Ha MOMEHT 30epexeHHs rpu. Ko 11boro Kpoky:

// NuclearFrostGameMode. cpp

void ANuclearFrostGameMode::InitGame( const FString& InMapName, const FString& InOptions, FString& InEr-
rorMessage )

{
Super::InitGame( InMapName, InOptions, InErrorMessage );
UNFSaveGame* SaveGame = nullptr;
UNFGameInstance* GameInstance = Cast<UNFGameInstance>( GetGameInstance() );
if ( GamelInstance ) { SaveGame = GameInstance->GetCachedSavedGame(); }
if ( SaveGame && !SaveGame->Info.bTransitSave )
{
for ( uint32 Index = @, NumLoadedLevels = SaveGame->LevelData.LevelslLoaded.Num(); Index <
NumLoadedLevels; ++Index )
{

FLatentActionInfo LatentActionInfo;
LatentActionInfo.UUID = Index;
UGameplayStatics::LoadStreamLevel( GetWorld(), FName ( SaveGame->LevelData.Lev-
elsLoaded[Index] ), true, true, LatentActionInfo );
}
for ( uint32 Index = ©, NumLevelsLoadedNotVisible = SaveGame->LevelData.LevelsLoadedNotVisi-
ble.Num(); Index < NumLevelsLoadedNotVisible; ++Index )

FLatentActionInfo LatentActionInfo;
LatentActionInfo.UUID = Index;
UGameplayStatics::LoadStreamLevel( GetWorld(), FName( SaveGame->LevelData.LevelslLoaded-
NotVisible[Index] ), false, true, LatentActionInfo );
}
GetWorld()->FlushLevelStreaming();
for ( uint32 Index = @, Count = SaveGame->SavedActors.Num(); Index < Count; ++Index )
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const FActorSaveData& ActorData = SaveGame->SavedActors[ Index ];
AActor* Actor = nullptr;
for ( FActorIterator It( GetWorld() ); It; ++It )
{
AActor* TempActor = *It;
if ( !TempActor->ActorHasTag( ACTOR_TAG_SAVEGAME ) || TempActor->GetFName() !=
ActorData.ActorName ) { continue; }

Actor = TempActor;
break;

if ( !'Actor ) { continue; }

Actor->SetActorTransform( ActorData.Transform );
FMemoryReader MemReader( ActorData.ByteData );
FObjectAndNameAsStringProxyArchive Ar( MemReader, true );
Ar.ArIsSaveGame = true;

Actor->Serialize( Ar );

}

if ( SaveGame->LevelData.ByteData.Num() > @ )

{
FMemoryReader MemReader( SaveGame->LevelData.ByteData );
FObjectAndNameAsStringProxyArchive Ar( MemReader, true );
Ar.ArIsSaveGame = true;
GetWorld()->GetLevelScriptActor()->Serialize( Ar );

¥

if ( SaveGame->SavedActors.Num() > @ )

{

for ( FActorIterator It( GetWorld() ); It; ++It )
{
AActor* Actor = *It;
Bool bFinded = false;
if ( !Actor->ActorHasTag( ACTOR_TAG_SAVEGAME ) ) { continue; }
for ( uint32 Index = @, Count = SaveGame->SavedActors.Num(); Index < Count; ++Index
) {
if ( Actor->GetFName() == SaveGame->SavedActors[ Index ].ActorName )

{
bFinded = true;
break;

}

if ( !bFinded ) { Actor->Destroy(); }

¥
}
void ANuclearFrostGameMode: :HandleStartingNewPlayer_Implementation( APlayerController* InNewPlayer )
{

Super::HandleStartingNewPlayer_Implementation( InNewPlayer );

UNFSaveGame* SaveGame = nullptr;

{
UNFGameInstance* GameInstance = Cast<UNFGameInstance>( GetGameInstance() );
if ( GameInstance ) { SaveGame = GameInstance->GetCachedSavedGame(); }
}
if ( SaveGame )
{
ANFPlayerController* PC = Cast<ANFPlayerController>( InNewPlayer );
if ( PC ) { PC->RestoreFromPlayerState( SaveGame->PlayerState ); }
}

3.4. Cucrema 3aB1aHb

CucremMa 3aBaHb — LI€ CUCTEMA, 110 JIONIOMAarae rpaBlIeBl KEPyBaTH Ta BU-
KOHYBaTH PI3HOMAaHITHI 3aBJaHHS B T'pi. 3a3BHUYall 11e BKJIIOUYA€E B ceO¢ CTBOPEHHS
CIIMCKY 3aBJaHb a00 MICiH, 5Kl I'paBellb TOBUHEH BUKOHATH JJI MPOJAOBKEHHS I'PU

ab0 OTpUMaHHS TOAATKOBUX OOHYCIB.
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Cucrema 3aBJaHb MOXE MICTUTH 1H(GOpPMAIIiO MPO Il 3aBAaHb, IX CTaH,
TEpMIHU BUKOHAaHHS, Haropoau Ta OOHYCH 3a BUKOHaHHS. ['paBenb Moxe BiAcTe-
’KyBaTH MPOTPeCc BUKOHAHHS 3aBJaHb T4 OTPUMYBATH CIOBIIICHHS MPO HAWOLIBII

Ba)KJIMB1 Ta BUKJIMKAOYl 3aBIaHHA.

Cucrtema 3aB1aHb y I'pi JoroMarae rpaBleBi KEpyBaTH CBOIM 4aCOM Ta 30Ce-

peIKYyBaTH CBOI 3yCUJUISI HA IOCSTHEHH1 METH TPH.

Ak cucrema Mae mnpamoBatu: O0yne nsa kimacu UNFMissions (kiac 3a-
BraanHs) Ta k1ac UNFMissionManager (kiac sikiid BiATIOBia€ 3a MPOTPEC Ta OHOB-
JICHHS 3aBJIaHb). Y Ci 3aBJaHHS y MEHEKepl OyayTh 30epiraTuCh SK JIHIMHUN CTIH-

COK, Ha puc. 3.6 300pa’keHO CXeMAaTUYHUN MTPUKJIIAJ TAKOTO 30epiraHHs.

. MNorosopnti 3
ronogHum ByHkepa

Morosoputi 3
BapemeHom

A 4

B3atn poTo

Puc. 3.6. IIpuknan cinigyBaHHS 3aBJaHb

Jist Toro mo0 11e peanizyBaTH HEOOX1JHO BUKOHATH HACTYITHI KPOKH:

1. ng nouatrky HeoOx1HO cTBOpUTH cTpYKTYpy FNFMissionInfo, sixa Oyzae
30epiratv Ha3By Ta onuc Micii, Ta ki1ac UNFMission. Kog 115010 Kpoky:

// Copyright Broken Singularity, All Rights Reserved.
// Authors: Yehor Pohuliaka (zombiHello)
#pragma once
#include "CoreMinimal.h"
#include "UObject/NoExportTypes.h"
#include "Engine/DataTable.h"
#include "NFMission.generated.h"
USTRUCT( BlueprintType )
struct NUCLEARFROST_API FNFMissionInfo : public FTableRowBase
{
GENERATED_USTRUCT_BODY ()
FName name;
int32 numPhases;
FText nameUI;
TArray< FText > descriptionsUI;
TArray< bool > FlagsNeedSaveGame;
TArray<FName> NotepadContentNames;
1
UCLASS( BlueprintType )
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class NUCLEARFROST_API UNFMission : public UObject

{
GENERATED_BODY ()

public:
UNFMission( const FObjectInitializer& InObjectInitializer = FObjectInitializer::Get() );
virtual ~UNFMission();

void Initialize( const FNFMissionInfo& InMissionInfo, TArray< class AMissionWaypointActor* >
InWaypointActors, class ANFPlayerController* InOwnerPlayerController );

void UpdateState( ENFMissionState InState );

void UpdatePhase( int32 InNewPhase );

FORCEINLINE const FNFMissionInfo& GetInfo() const {return info;}
FORCEINLINE ENFMissionState GetState() const{return state;}
FORCEINLINE uint32 GetPhase() const{return phase;}

FORCEINLINE TArray< class AMissionWaypointActor* > GetWaypointActors() const{return waypoin-
tActors;}

FORCEINLINE class ANFPlayerController* GetOwnerPlayerController() const{return ownerPlayerCon-
troller;}

FORCEINLINE void SetNextMission( UNFMission* InNextMission ){nextMission = InNextMission;}

FORCEINLINE UNFMission* GetNextMission() const{return nextMission;}

FNFChangedStateMissionDelegate onChangedStateMissionDelegate;
FNFChangedPhaseMissionDelegate onChangedPhaseMissionDelegate;

private:

void UpdateCompassMarker();

ENFMissionState state;

FNFMissionInfo info;

int32 phase;

TArray< class AMissionWaypointActor* > waypointActors;

class ANFPlayerController* ownerPlayerController;

class UUserWidget* compassMarkerWidget;

class AMissionWaypointActor* currentWaypointActors;

UNFMission* nextMission;

}s
2. Hami neobximno crBoputd UNFMissionManager sikuii Oyne kepyBatu

BciMa mpoiiecaMu (OHOBJICHHS CTaHIB, BUKJIUK MOJ1H Ta iHIIe). Koa nporo kpoky:

// Copyright Broken Singularity, All Rights Reserved.
// Authors: Yehor Pohuliaka (zombiHello)
#pragma once
#include "CoreMinimal.h"
#include "UObject/NoExportTypes.h"
#include "NFMission.h"
#include "NFMissionManager.generated.h"
UCLASS()
class NUCLEARFROST_API UNFMissionManager : public UObject
{
GENERATED_BODY()
public:

/** Constructor */
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UNFMissionManager( const FObjectInitializer& InObjectInitializer = FObjectInitializer::Get()

)s
virtual ~UNFMissionManager();
void AddNextMission( UNFMission* InMission );
void RemoveAllMission();
UNFMission* FindMission( const FName& InName ) const;
void SetCurrentMission( UNFMission* InMission );
void Init();
FORCEINLINE UNFMission* GetCurrentMission() const{return currentMission;}
FORCEINLINE bool IsInit() const{return bInit;}
FNFChangedCurrentMissionDelegate onChangedCurrentMissionDelegate;
private:
void RemoveMissionByPointer( UNFMission* InMission );
void OnChangedStateMission( UNFMission* InMission, ENFMissionState InState );
void OnChangedPhaseMission( UNFMission* InMission, int32 InPhase );
UNFMission* currentMission;
TArray< UNFMission* > missions;
Bool bInit;
};

3. Tenep mu moxxemo Ha Blurprint ctBopuTH 3aBnanHs, Ha puc. 3.7 300pa-

JKCHO IIPUKJIIAZA TAKOT'O CKPHIITA.

(Mission 1: Talk with Bartender)

Puc. 3.7. Ilpuknan ckpunriB 3aBaHb 11 Jokawii Shelter

3.5. Cucrema aiajoris

Cucrema 1ajoriB — 11e MEeXaHi3M, IO JI03BOJISIE€ TPABIIEBI B3aEMOIISITH 3 1H-

IIMMH NIEPCOHAKaMU I'PU Yepe3 TEKCTOB1 a0 royiocoBi aiajoru. Cucrema Aianoris
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MOKke OyTu BOyJi0BaHa B Ipy, 00 JOMOMOTTH IpaBIIeBl OTPUMATH OLIBII TIHOOKE

PO3YMIHHS CIOKETY I'pH Ta MOTHBAIII1 IEPCOHAXIB.

3a3zBUuail cucTeMa J1ajioriB y Ipl J03BOJISE IPaBLEBl BUOMpPATH pi3HI Bapia-
HTH BIJITIOB1/I1 HA 3aIIUTAHHS UM J111 IepCOHAX1B I'pu. BiamoBigHo 10 BUOOPY IpaBIis,
Jajor MOXKE PyXaTUCs B Pi3HI HAIPSIMKHU, BIUIMBAIOYH Ha MOJANbIINNA PO3BUTOK CIO-

KETY.

Cucrema ianoriB MOXe TaK0>K BUKOPUCTOBYBATHUCS IS HABUAHHS TPaBII,
30KpeMa, JJIsT HaBUYaHHS TPaBIls PI3HUX HABUUYOK a00 iH(OOpMYyBaHHS MpPO MpaBHIIia
rpu. B niyiomy, cucrema AianoriB € BaXJIMBOIO CKIIAJIOBOIO T'PH, 1110 JOTIOMArae 3a-

0e3neYnTH rITMONHY Ta B3aEMO/III0 IPaBLs 3 TPOIO Ta ii MepCcoHaKaMu.

SIk cuctema Mae TpalloBaTH: TEKCT JianoriB Oyzae 30epiratuchk y TabIuLsXx,
caM miajmor Oyje mparroBaTu 3a gonomorow Behavior Tree ta mae 6ytu UDia-

logSystemComponent, sikuii 3a0€3M€4UTh MPAIIO LI€T CUCTEMH.
Jist Toro o0 11e peanizyBaTH HEOOX1JHO BUKOHATH HACTYITHI KPOKH:

1. CtBoproemo kommoHeHT UDialogSystemComponent, sikuii 3a6e31me4nTh

poboty mianoriB Ta Oyne 3anyckatu Behavior Tree.

2. CTBOpUTH BIIKET JUIS BIJJOOpa)KCHHS J1ajoTiB Ta BapiaHTIB BiANOBIAEH

Ha ekpaHi. Ha puc. 3.8 300paskeH0 CTBOPEHHMI BIKET VTSI IIOTO KPOKY.

Puc. 3.8. CTBOpeHHUI BIJKET AJIsI 11aJIOT1B
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3. Jlnsa Toro mo6 y Behavior Tree moxinuBo Oysio cTBOpIOBAaTH JIOTIKY ia-

JIOT1B, MOTPIOHO CTBOPUTH JieKUIbKa KiacciB yernaakoBanux Bit UBTTaskNode. ki

kiacu HeoOximHo crBOopuTH: UDialogSayBTTaskNode (po3smouatu mianor),

UDialogStopBTTaskNode (3ynunutu gianor), UDialogSayBTTaskNode (cka3atu

dpazy ta yekaru Bianosial Big rpasus) Ta UUpdateMissionStateBT TaskNode (oHo-

BUTHU CTaH OTOYHOTO 3aBaaHHs). Ha puc. 3.9 300paxkeHO CTBOpEHHI HOJIU SIKI MO-
KJIUBO BUKOpHCTOBYBatH y Behavior Tree.

&0

Dialog start
ialo r lode

=« Dialog say
Dialo /BT TaskNode

=« Dialog stop
pBTTaskMNode

=¢ Update mission
StateBTTa

Puc. 3.9. CtBopenni 3aBnannas Behavior Tree s po6otu miayioris

4. CtBoputHu TabauIkO Jie Oyae 30epiratuck ¢pasza Ta BapiaHTH BiJMOBEACH.

Ha puc. 3.10 300paxkeH0 CTBOpEeHY TaOIUIIIO.

("I'm lig
frol ("How do |

Row Editor

Puc. 3.10. CtBopeHa Tabnuils 3 ¢ppazamMu Ta BIIMOBIISIMU
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5. CtBOpUTH JIepEeBO Jiajory 3 BUKOPUCTAHHSM HOJIIB, SIKI OYJIM CTBOpPEHHI
Ha nonepeHix kpokax. Ha puc. 3.11 300paskeHo npukiag CTBOPEHHOTO JiepeBa Ji-

ajory.

Puc. 3.11. CTBOpEeHO epeBo iaiory

6. CTBOpUTH NEPCOHaXKa, 3 AKUM TpaBellb MAa€ CHUIKYBaTUCh, AOJATH O
Hroro kommoHeHT UDialogSystemComponent Ta Bka3aTH HEOOXYIHY TaOJHITIO
¢dpa3 Ta nepeBo gianory. Ha puc. 3.12 300pakeHO CTBOPEHHOTO MEPCOHANKA 3 SIKIUM

I'paBClb MOKC CHiJ'IKYBaTI/ICI).

Puc. 3.12. CTBOpeHM1 IEPCOHAXK 3 IKUM MOKJIUBO TOBOPUTH

7. Po3mictutu nepconaxka Ha mari. Ha puc. 3.13 300paxkeHo Te, sik cucrema

J1aJIOT1B MPAIIOE Y TPi.
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PraPOR

Well, good hunting, Artem

- Thank you, be
»

- Bye

Puc. 3.13. CtBopenHi nianoru y Nuclear Frost

3.6. MexaHika X0JIOy Ta pajiamii

IrpoBa MexaHika X001y Ta pajialii — e eIEMEHTH TeUMILICI0 B KOMIT'HOTe-
pPHUX irpax, Kl COPOLIEHO MOJAEIIOITh BIUIMB HU3bKUX TEMIIEpATyp 1 BUCOKOI pa-

Jianii Ha rpaBis a0 Horo nepcoHaxa.

Mexanika X007y BIATBOPIOE BIUIMB HU3bKUX TEMIEpaTyp Ha MEepCcOoHaXa
rpaBis. 3a3Bu4ail 11e 03Havae, 110 rpaBellb MOBUHEH 30UpaTH pi3HiI pecypcu, o0
YHUKHYTH 3aMep3aHHs a00 OTpUMaHHS MOIIKO/HKEHB BiJ X0oay. ['paBili MOXYTh
BUKOPHUCTOBYBATH P13HOMaHITHI 3aCO0U, TaKi sIK TETUIOB1 OJAT, OaratonpeaMeTHi Ke-

POCHHOBI MAJILHUKH, 11100 3aJTUIIATUCS B TEIUTI.

Mexanika pafiarii BioOpakae BIUTUB BUCOKOI pajiallii Ha mepcoHaxa rpa-
BlIg. B koMn'toTepHUX irpax 1ie Moke BKJIII0YaTu B cebe BTpaTy 3/I0pOB'sd, pak, abo
1HII1 HACJIJIKK B JOBrOTPUBAJIOr0 BIUIMBY pajiamii. ['paBiii MOXyTh BUKOPUCTO-
BYBAaTH 3aXMCHI MpemapaTy, Taki K MPOTUPATIAIiiHI JTIKH, 11I00 3am00IrTH BILTUBY

pajiaiiii Ha CBOTO MEepCOHaXa.

OOwuBa 111 €JIEeMEHTH JOAAI0Th IMMOUHY 0 TeUMIUICIO0 Ta MOXKYTh OyTH J0-

JaH1 10 p13HUX KaHPIB, BiI BIIKPUTOTO CBITY 0 HAYKOBO-(paHTACTUYHUX 1TOP.
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Sx ne Oyzae mpairoBaTu: BECh 4ac TpaBellb HA BYJUIl Oyjae 3amep3atd Ta
00 MOTpiTHCS HEOOXITHO 3HAUTH Ta PO3MAIUTU Oararts, a paigiaiis Oyae 3Haxo-

JTUTHUCH B TIEBHUX MICIIAX, Ta SIKIIO TYAH 3aUTH TO Oy/Ie 3apaKeHHS.
Jlnst Toro mo0 11e peaizyBaTH HEOOX1JHO BUKOHATH HACTYMHI KPOKH:

1. CrBoputu xomnonent UNFHeatSourceComponent sikuii Oyae BiAmnosi-

JIaTH Ha TETUIOBY 30HY Ha MaIi.
2. Hammcatu noruky pamiaii Ta xonoay B ANFPlayerController.

3. CrBoputu y Unreal Engine akTopa, sikuii 0yie BAKOHYBATH POJIb JKEPEIIa

terna. Ha puc. 3.14 300paxeHo npukiag CTBOPEHHOTO aKTopa.

VARIABLES

Components
Fire Barell
Timers

Puc. 3.14. CtBOpeHe mxepeno remnna

4. Y aktopa HeoOximHO Ha Blueprint HanMcaTu TOTUKY BUKOPUCTAHHS TIpe-

aMety rpaBiieM. Ha puc. 3.15 300paxeno peanizoBanuii ckpunt Ha Blueprint
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Puc. 3.15. PeanizoBanuii ckpunt Ha Blueprint

5. HeoOximHo pa3MictuTu aktopa Ha Mari. Ha puc. 3.16 300paxeHo akropa

KUK OyB pO3MILLIEHUN HA Marl.

Puc. 3.16. Po3mimenuit akrop Ha mami Forest

6. HeoOximHo cTBOpUTH MaTepiaa MOCTIpOlleCcy SKUM Oyle BiAMOBigaTH

edexty paniamii. Ha puc. 3.17 300pakeH Takuii maTepia.
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Puc. 3.17. Marepiain noctiporiecy pajiamii

3.7. MoHcTpu

MoHcTpu — 1€ TepcoHaxi B KOMI'IOTEPHUX 1rpax, K1 IpU3HAYeH] JJ1si ONTBU
3 rpaBUEM a0o Moro nepcoHaxem. BoHr MOXXyTh MaTH pi3Hi popMu, pO3MipH, Blia-
CTHUBOCTI Ta MOXXYTh TIOXOJIUTH 3 PI3HUX CBITIB Ta KyJbTyp. ¥ 0ararbox irpax MOH-
CTPH € KJIIFOUOBUMHM redMILIEHHUMHU €JIEMEHTaMHU, SIK1 TpaBLeBl NOTPIOHO MOJ0JIATH

JJIA AOCATHCHHA MCTH.

MoHcTpu MOXYTh OyTH CTBOPEHI 3 PI3HUX MaTepialliB, TAKUX SIK METaJ, Ka-
MiHb, M'CO 200 HaBITh 3 MariYHUX €JIEMEHTIB, TAKUX SIK eTep abo MaHa. Bonu mo-
KYyTh MAaTH CBOi YHIKaJIbHI BIACTHUBOCTI, TaKl SIK CYNEPUIBUJKICTb, BOTHEHHI KYJIi
a0o0 1H111 HEOe3IMeuH1 aTaku, 0 POOJIATh O1i 3 HUMH OUIBII CKJIAJIHUM 1 3aXOIUTIO-

IO4YHUM.

VY pesikux irpax rpaBlil MOXYTb TaKOX B3a€MOJIATU 3 MOHCTPAMHU, BUKOHY-
BaTH 3aBJIaHHs a00 HABITh IPUPYYATH iX, II00 OTPUMATH KOPUCTH Yy Tpl. Y Oararbox
Irpax MOHCTPU MOXYTh OyTH TOKa3aHi SK 4acTHHA OUIBINOI icTopii abo (anTasii,

JIOTIOBHIOIOYH CBIT Ta JI0JIal04H TJIMOUHY J0 FedMILICHO.

Sk e Oye mpaloBaTh: CTBOPUMO KJIac MEepCoHaka, KOHTpoJepa Ta 3a JI0-

nomoroto Behavior Tree 3amporpamyemo moBeiiHKy BOopora.

Jst Toro o0 1e peanizyBaTH HEOOX1AHO BUKOHATH HACTYITHI KPOKHU:
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1. CrBoputu kinac AMonsterCharacter sikuii OyJie OmMCyBaTH MOHCTpA SIK

TIepcoHaxa.

2. CtBoputu knac  AMonsterAlController sxkmit Oyme  kepyBatu

AMonsterCharacter Ta pearyBaTu Ha pi3Hi MOJii Y CBITI TpH.

3. CrBoputu y Unreal Engine nepeBo noseninku Behavior Tree, sike Oyne
OIMHCYBATH T€, IK MOHCTp OyJie ceOe MOBOAUTH MPHU PIZBHOMAHITHUX MOJISIX (aTakKy-

BaTH, JIIKyBaTUCH Ta iHIe). Ha puc. 3.18 300pakeHo cTBOpeHHE AepeBO MOBEAIHKU.

Frdsheler

Puc. 3.18. JlepeBo moBeAiHKKA MOHCTpa

4. CtBoputu Blueprint akropa Ta po3ramryBatu Ha Mmari. Ha puc. 3.19 30-

Opak€eHO MOHCTpA PO3TAIIOBAHOTO HA Marll.

Puc. 3.19. Mouctp Ha mami Forest
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BucnHoBku 10 po3ainy

[1ix yac peasnizalii TOJOBHUX MaxaHIK Ta CUCTEM I'pd OyJIO pO3IJISHYTO Ta
CTBOPEHHO HACTYIIHI €JIEMEHTH: 3aBaHTAXYIOUNH €KpaH, CUCTEMA 3aB/IaHb, CUCTEMA

J1aJI0T1B, MOHCTPH, IHTEpaKTHBHA CUCTEMa Ta MEXaHIKH XOJIOAY 1 pajiailii.
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PO31J1 4. TECTYBAHHSA IT'OP

4.1. BazoBi cTpaterii TeCTyBaHHs irop

TecTyBaHHS rpH - 1€ 3aXOIUTIOI0YMI eTall mpolecy po3pooku Bigeoirop. He-
3Ba)Kal04YM Ha 0ararcTBO AMBOBM)XHHUX IrOp Ha PUHKY, BC1 BOHU MIPOXOASTH CyBOpE
TECTyBaHHS NIEpel BUITYCKOM. Y IIbOMY IPOIIECi TECTEPH IrOp CTaparoThCsl BUSBUTH
NOMWIKH 1 0aru, Takl K HEBUJIMMI CTiHH, 1€(POpPMOBaHI MEPCOHAXI, NPOOIEeMH 3
KOJIOM MEpPEeXi, BIICYTHICTh TEKCTYp, He30amaHcoBaHa 30posi, Iipu Ha KapTi, JOBTUN
yac 3aBaHTa)XCHHs Ta HECTaOUTbHI €JIeMEHTH KepyBaHHs. ['apaHTis sSIKOCT1 € Ha/A3BU-
YallHO BaXXJIMBOIO YaCTHUHOIO TMPOIIECY PO3pOOKHU T'pH, OCKUIBLKH BOHA 3a0e3rneuye
0e3710raHHuM, 3aXOTUTIOI0YNH 1 TPUEMHUH ITPOBUI TOCBI JIs TPABIliB, O€3 HETPH-

€MHUX TEPEPB.

JUIst yCHIIIHOTO BUSIBIEHHS! IOMWIOK Y I'pl, TECTEPU BUKOHYIOTH KIJIbKA OC-

HOBHUX KPOKIB:

— IUIaHYBaHHS Ta MPOEKTyBaHHs TecTy. Llel nepuunii Kpok BKIOYaE B cede
3aJlaHHS 3allUTaHb, TAKUX SIK: sIKI 3MiHU OyJIM BHECEHI B JIM3aiH Bil OCTAaHHBOI 30i-
pKH, K1 HOBI KOH(Irypailii miaTpuMye rpa, siki JOJaTKOBI TECTOBI ciieHapii Oyiu
J0J1aH1, iK1 QyHKUIT OyJIi BUITy4Y€Hi,

— MIArOTOBKA /10 TecTyBaHHsS. BiacHuku rpu abo BUAaBLl TOTYIOTh JOKY-
MEHTH Ta TECTOBI CepeIOBUIIA, HEOOX1IHI JIJIsl POBE/ICHHS TeCTyBaHHS I'PH;

— BHUKOHaHHS TecTiB. Habopu TecTiB 3alyCKarOThCS 3 HOBOIO 301PKOO T'PH.
SKI1110 BUSIBJISIETHCSI TOMUJIKA, BOHA TIEPEBIPSIETHCS IETAIBHO, 11100 OTpUMATH BC1 He-
00X1J1H1 JieTalti, Kl OyyTh BKJIIOUCHI JI0 3BITY;

— TOBITOMJICHHS TIPO pe3yibTaTu. Ha iboMy eTari cKagaeThbes 3BIT 3 yciMa
BUSBJIICHUMH IOMUJIKAMH Ta 1HPOPMALIIEIO PO HUX;

— BHWIPABIICHHS MMOMUJIOK. BHUSIBICHI TOMIIIKM OOTOBOPIOIOTHCS KOMAH]IOIO
TECTYBaJIbHUKIB Pa3oM 3 PO3POOHUKAMH TPHU, 1 BCTAHOBIIOETHCSA MPABHIBHE Pi-

ICHHA JJIS1 BUIIPABJICHHA HpO6HCMI/I.
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TectyBaHHs TpH, 5K 1 OyIb-SKHI 1HIINN €Tar y Tpotiect ii po3poOku, BUMa-

ra€ TUTaHyBaHHS [UJIsl JOCATHEHHS HaWKpalux pesyibrariB. CTpareridyde Iuia-
HYBaHHS BiJIITPa€ BaXKJIUBY POJIb Y BUSBJICHHI MOXKJIUBUX POOIIEM, 110 MOKYTh BH-
HUKHYTH T1J] 4ac TECTyBaHHS T'pHU, Ta BHU3HAYECHHI €(QEKTUBHHUX CILEHapiiB iXx
BUpiuieHHs. Lle cnpusie nmonermenHo OTpUMaHHs MO3UTUBHUX pe3ynbTariB. Kpim
TOTO, Ha €TaIll TUIaHyBaHHS CTPATETii TECTyBaHHS I'PU BU3HAYAIOTHCS POJIi KOMAaH]IH,

IHCTPYMEHTH Ta IOKYMEHTAaIlis, Kl Oy 1yTb BUKOPUCTOBYBATHCS.

[Iponec TectyBaHHSI Tpu MOXKE OYyTH peali30BaHUI 3a IOMOMOIOI0 PI3HUX
CTpAaTerii, sIKi BAKOPUCTOBYIOTHCS TECTYBAJIbHUKAMU irop. Jlo HalmomymsipHIimmx

CTpaTeriii HajeXaTh:

— creuianbHe TectyBaHHs: Llg cTpareris nepenOayae BUKOHAHHS TECTY-
BaHHS BUTbHOIO ()OPMOIO, 7€ TECTyBaJIBHUK ITOp Ma€e OyTHU PO3CIa0ICHUM, aje 30-
CepePKEHUM Ha NolryKy noMuiiok. CrieniajibHe TECTYBaHHS A03BOJISE€ BUSBUTH M10-
MUJIKH, SIK1 1HaKIe Oysa0 O CKiIaaHIle BUSBUTH.

— TecTyBaHHA (QYHKIIOHAIBHOCTI: L5 cTpareris cipsMoBaHa Ha TIEPEBIPKY
TOTO, YH MpPAaIlO€ OCTATOYHA I'pa BIJAMOBIAHO /10 MOYaTKOBUX crerudikailiil. 3a3Bu-
yail epeBIpAIOTHCS 3arajibHI Ipo0IeMH, OB'13aHi 3 rpadikoro, iHTepdeiicom Kopu-
CTyBaua, 3ByKOM a00 MexaHikoio rpu. Ha nipomy erari He OI[IHIOETbCS pO3BaXKallb-
HUW aCIMeKT I'pH, ajie aKIIEHT POOUTHCS HA OCHOBHUX €JIEMEHTax, ikl MaloTh OyTU

dbynkuionansHUMU. Ha puc. 4.1 300paskeH0 pHKIaa MOMUJIKA y TPi.

Puc. 4.1. Tlpuxnag nomunku y The Witcher 3: Wild Hunt
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— TEeCTyBaHHS Ha cyMicHICTh: L{g cTpaTeris TeCTyBaHHS I'pY BU3HAYAE, YU €
I'pa ONTUMI30BaHOIO JIJIsl PI3HUX PO3MIPIB €KpaHIB Ta Y BIJIMOBIIa€ BOHA OCHOBHUM
BHMOI'aM IPOrPaMHOro 3a0e3MeUYeHHs, anapaTHOro 3a0e3Me4eHHs Ta rpadiku;

— TectyBaHHs nporpecy: Lleit meToa cnpsiMoBaHUi Ha Te, OO MPOTECTY-
BaTH, Y4 MOKHA MIPOUTHU TPy MOBHICTIO 0€3 *OJHUX mepepB uu 300iB. TecTyBasb-
HUKH 1TOp IIYKaIOTh MPOOJIEMHU Ta 3aTPUMKH I11]1 4aC IPOrPECYBAHHS Y JIHIAHIN TpI.
binbiricTs 3ynIMHOK y MpOrpeci 3a3BUYail MoB'sa3aHi 3 mpobdieMaMu B CIICHapisiX TPH,
aJie 1HO/Il MOXKYTbh OyTH BUKJIMKaH1 Herepea0auyBaHUMK CUTYaIlisSIMH;

— perpeciiine TectyBaHHs: [icas BunpaBieHHs! HOMUIKH pO3pOOHUKAMU, 11
BB)KAIOTh BUIIPABJICHOIO HA3aBXk/IHU, aje ICHY€ PU3UK TOTO, 10 BOHA MOKE BUKJIH-
KaTH HOB1 MOMMJIKH. {7151 BUpIIIEHHS 1i€1 MpoOJIeMU BUKOPHUCTOBYETHCS perpeciiiie
TectyBaHHs. Llell MeToa M03BoJIsI€ TECTyBabHUKAM 1MOp 3HAWTHU CTapi MOMUIIKH Y
NOTOYHOMY KOJi1. X04a perpeciiiie TeCTyBaHHs MOKE 3/1aTUCS HE TAKUM Ba)KJIUBUM,

BOHO JI0TIOMAara€ BUSIBUTH HEMPUEMHI MTPOOJIEMH.

4.2. Oco0IMBOCTI TECTYBaHHS 1FOP

HesBaxkarouu Ha Te, 1110 TECTYBaHHS 1rop 1 TECTYBaHHS IPOTPAMHOTO 3a0e3-
MEYCHHS MOXYTh MaTH CXO0K1 MIPUHITUITN, OCKIJTLKH 00MIBa BUMAararoTh NEPEeBIpKU
KOJTy JiIsl 3a0€3MEeUeHHS BUCOKOT SIKOCT1 pOO0YOro MpOorpaMHOro 3a0e3meueHHs, MK

HUMU ICHYIOTh 3Ha4H1 BIAMIHHOCTI.

VY BiMiHY BiJl TECTYBaHHS Irop, TECTYBaHHs MPOTPaAMHOTO 3a0€3MeUCHHS
BKJIFOUA€ B ce0€ BUKOPUCTAHHS aBTOMATH30BAaHUX CIICHAPIiB, SIKi PO3POOISIOTHCS
JI0 1 MICIIE CTBOPEHHSI TECTiB. J{Is1 HamamTyBaHHS TAKUX aBTOMATU30BaHHUX CIICHA-
piiB, TECTYBaIbHUKN KOPUCTYIOTHCS PI3HOMAHITHUMU 1HCTPYMEHTaMHU Ta PperMBO-

PKaMH IiJ1 Yac NpoLecy TECTYBAHHS MPOrPaMHOI0 3a0€3MeUEeHHS.

VY BiAMIHY BIJl TECTYBaHHSI IIPOTrpamMHOro 3a0e3Ne4YeHHs, TECTyBaHHS 1rop
BKJTFOUYA€ BEJIMKY KIJIBKICTh aCHEKTiB, 0COOJMBO B pa3i MOOUIBLHUX 1MOp, SIK1 TTOTpe-

Oyr0Th 0c00MMBOI yBaru. J[esKi 3 WX acmeKTiB BKIIOYAIOTh:
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— rpadika € KIOUYOBUM (PaKTOPOM y IpHUBEpPTAaHHI KOPUCTYBAYiB 0 TPH.
['eitmepaM yacto momo0aeThcs peamicTuyHa Tpadika, sKa MIATPUMYETHCS MPHU-
CTPOEM 1 Mpalioe Ha IrpoBoMy ABUTYHI. DAKTUYHO, YCIIX I'PU HA PUHKY CbOT'OJIHI
HEMOXKJIMBHM 0e3 Bpaxkarouoi rpadiku. Y 1[bOMY BUMAAKY MPOJAYKTUBHICTh TPH - 11€
HE OKpEMHH MmapaMeTp, a CyKyIHICTh 0araThoX (hakTOpiB, sIK1 KOKEH TpaBellb Oepe
1o yBaru. Hanpuknan, cioxxuBaHHs 3apsy OaTapei - IKIo MOOUIbHA I'pa CIIOKUBAE
HaJMIpHO Oarato eHeprii, rpaBIli MOKYTh BIJIMOBUTHUCS BiJI HE.
— KpiM TOro, TeCTepH irop MOBUHHI 3alyCKaTH TPy HA PI3HUX MPUCTPOSX 1
BUMIPIOBATH Ba)KJIMBI MapaMeTPH MPUCTPOIO, TaKi IK BUKOPUCTAHHS MPOIIECOpa, Te-
MIepaTypa NpUCTPOI0, BUKOPUCTAHHS rpapiqHOro mpouecopa, BAKOPUCTAHHS Ja-

HUX Ta 0araro I1HIIOro.

s GyHKIIOHATFHOTO TECTYBAHHS IrOp 4YacTO MOTPIOHI creriani3oBaHi
bperiMBOpKH. JlesKi eJIeMEeHTH FedMILICIO Ta MOBEAIHKA HE MOXKYTh OyTH TTOBHICTIO
aBTOMAaTU30BaHI 1 BUMAraroTh py4Hoi nepesipku. HaBiTh y BUnaakax, KoJv aBToMa-
THU3allisg 3aCTOCOBY€ETHCS, BOHA BUMAara€e 3Ha4YHUX 3yCUJIb Ta BUKOPUCTAHHS 1HCTPY-
MEHTIB aBTOMATHU3allil JIJI1 CTBOPEHHS TECTOBUX CLEHAPIiB, OCKUIbKM BUIAJKHU BU-
KOPHUCTaHHS B Irpax 3a3BUYail BUXOJATh 32 MEXI1 POCTOTO MOIIYKY CTATUYHHX €JIe-

MEHTIB Ha €KpaHi.

TecTyBaHHS MPOTPaMHOTO 3a0€3eUEHHS TIEPEBAKHO (POKYCYETHCS Ha Iepe-
BipIll iHTEep(eiicy kopucTyBaya, GyHKIIOHATBLHOCTI, O€3MeIll Ta CHCTEMHUX acTeK-
Tax, TOJ1 K TECTYBaHHsI irOp aKIEHTYEThCA Ha JOCITHEHHI peaaiCTUYHOCTI, MTYy4-

HOTO 1HTEJIEKTY Ta 0araTOKOPUCTYBAI[bKOMY TeHMILIE].
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Tabmuusa 4.1 — TecToBl BUIagKU

Omnuc [IpenymoBa Kpoku OuikyBaHuUl pe-
3yJbTaT
ITepeBipka Hewmae 1. CtBOpUTH HOBHUII 00'€KT Honanus micii
JOJIaBaHHS UNFMissionManager. JI0 CIIMCKY MIC1i
Micii 2. CtBOpUTH 00'€KT MiCli 3 HE- |y
0OX1JTHUMU TTapaMETPaAMHU. UNFMissionMa
3. Buknukatu meton AddMis- | nager.
sion() Ha 00'ekTi
UNFMissionManager, nepeaa-
BIIIK 00'€KT MICii SIK apTyMEHT.
IlepeBipka | Micii go- 1. CrBopuTH HOBUI 00'€KT BunanenHi yci
BHUIAJICHHS JTaHU JI0 UNFMissionManager. MICIi 31 CIUCKY Y
MICIH UNFMission | 2. CrBoputu 18a o0'exta micii | UNFMissionMa
Manager 3 HEOOXITHUMHM MapamMeTpaMu. | nager.
3. Bukimkatu meton AddMis-
sion() Ha 00'eKTi
UNFMissionManager, nepena-
BIIIK 00'€KTH MICii K apry-
MEHT.
4. Buxknukatu metoq Re-
moveAllMission() Ha 00'exTi
UNFMissionManager.
IlepeBipka | Hemae 1. CtBopuTH HOBUI 00'€KT 30epekeHHs Irpu
30epeKCHHS UNFSaveGame. 3 BCTAHOBJIE-
rpu 2. BcTaHOBUTH 3HAYEHHS pi- HUMHU I1apaMeT-
BH#, KUJIBKOCTI JKATTIB Ta IHIII | paMHu.
napamMeTpu IpH.
3. BUKJIMKATH METO.
SaveGameToSlot () Ha 00'exTI
UNFGamelnstance.
ITepeBipka I'pa Gyna 1. CTBOpUTH HOBHI 00'€KT 3aBaHTaKCHHS
3aBaHTaxeH |30epexxena | UNFSaveGame. I'pH 3 paHiIe
HA TpU paHire 2. BukiMkatu MeTojl 30epeKCHUMHU
LoadGameFromSlot () Ha 00'e- | napameTrpamu.
k11 UNFGamelnstance.
[lepeBipka | [IBepi B mo- | 1. CTBOpuTH HOBUI 00'€KT JIBepi nepexo-
BiIKpUBaHHs | yaTkoBoMy | ADoorActor. JATh Y 3aKPUTHMI
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3. BuOip BapiaHTy BiANOBIA1
rpaBLEM

nBepi 3akputoMy | 2. Buknukaru meton Use() Ha | cTaH.
CTaHl1 00'exti ADoorActor.
IlepeBipka | JIBepi B mo- | 1. CTBopuTH HOBUI 00'€KT JIBepi nepexo-
3aKkpuBaHHA | yatkoBoMy | ADoorActor. JATh Y 3aKPUTUN
aBepi BiiKputoMy | 2. Buknukaru merog Use() Ha | cTaH.
cTaHi 00'ekti ADoorActor.
ITepeBipka | JIBepi B mo- | 1. CTBOpUTH HOBHI 00'€KT HBepi 6110Ky-
OyiokyBaHHs | yaTkoBoMy | ADoorActor. IOTHCSI 1 IEPEX0-
nBepl BiikpuTOMYy | 2. BUKJIMKaTH METO JATh y CTaH "3a-
abo 3akpu- | UpdateState() 3 mapamerpom 0JI0KOBaHO".
tomy crani | DS Locked Ha o0'ekri
ADoorActor.
IlepeBipka | JIBepi B mo- | 1. CTBopuTH HOBHUI 00'€KT JIBepi po36moKo-
po30siokyBa | yarkoBomy | ADoorActor. BYIOTbCS 1 Ilepe-
HHS JBEpl 3a0nokoBa- | 2. Buknukatu meron XOJISITh Y CTaH
Homy ctanl | UpdateState() 3 mapamerpom "p030610KOBaHO".
DS Closed Ha 00'exTi
ADoorActor.
ITepeBipka Hewmae aktu- | 1. CTBOpUTH HOBHI 00'€KT [TouaTox mia-
MOYaTKy Jia- | BHOTO Jia- UNFDialogSystemComponent. | 0Ty 3 BKa3a-
JoTy JoTy 2. BukiMkatu MeTojl HOT'O [M0YaTKO-
DialogStart() Ha 06'exTi BOT'O By3Ja.
UNFDialogSystemComponent.
Bubip Bapia- | HasBHICTB 1. CtBOpEeHHA OOpaHnHs BiANO-
HTY B Jia- nianory 3 Ba- | UNFDialogSystemComponen | BiiHOT0 Bapia-
7031 pianTamu Bi- | 2. CTBOpEHHs A1aJioTy 3 Bapia- | HTY Ta NpOJOB-
NIOB1AEH HTaMH BIAMOBIAEH YKEHHSI 11aJIoTy

BIJIIIOBIIHO 10
BHOpaHOTO Bapi-
aHTy

BucnoBku a0 po3aiunty

OCKUIBKM MOMYJISIPHICTh ITOP MPOJOBKYE 3pOCTaTH, yBara 10 TECTyBaHHS

TaKoX 3pocratuMe. ToMy KOKeH IrpoBuil Oi3HEC CHOTOJIHI 30CEPEIKYETHCS Ha

BIIPOBAXKEHHI €(DEKTUBHUX METO/IIB 1 CTpaTeriil TeCTyBaHHs, 100 3a0€3MeYnTH Ha-

JICKHUN 1TPOBUM JOCBIJ IJI CBOiX KIi€HTIB. Ha mouatky HEOOXIJTHO YBa)KHO CTe-

KUTH 32 KUTTEBUM IIUKIIOM PO3pOOKHU I'pU Ta BPaXOBYBATH P13HI TUIIH TECTYBaHHS,

11100 CTBOPUTH TPy caMe TaK, IK XOTuIH O Baii kiaieHTu. Kpim Toro, TectyBaHHs Ipu

— 1€ TIOBTOPIOBAHUM MPOIIEC, IKU HEOOX1THO BUKOHYBATH JJIS BUSBIICHHS Ta YCY-

HEHHSI HOBUX JI€(EKTIB 1 MOMUJIOK 3 KOXKHUM HOBUM BHUITYCKOM TPH.
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3arajbHi BUCHOBKH

PesynbraTom pobotu € Bineorpa Nuclear Frost po3podiemua na moBi C++ 3
Bukopuctanusam pymrist Unreal Engine 5 mns mnatdopmu Windows, sika 3aHyproe
IpaBls B XOJIOJHHI CBIT MOCTANOKATINTUYHOTO CBITY, Jie Tepoii Mae OOpOTHUCS 3a

BWOKMBAaHHA.

Ha 0ocoBHOBI pO3TIIIHYTHX Ta OMMCAHUX AHAJIOTIB, 3 OLIHKOIO iX ILIIOCIB Ta

MIHYCiB, OyJIM IOCTABJICHI 3aJa4l MPOEKTYBAaHHSA Ta PO3POOKU MTPOEKTY.

Ha erarmi opranizamii KOMaHIM Ta cepeoBHUIA OYJIO PO3TISHYTO, IO I €
BOKJIMBUMU acCIleKTaMU y CTBOpeHHI irop. Komanaa po3poOHHKIB Mae OyTH OpraHi-
30BaHa Ta KOOPJAWHOBaHA I e(heKTUBHOI poOOTH HaJ MPoeKTOM. JIOpOKHS KapTa
BH3HAYAE TUIAH PO3POOKHU TPH Ta JTOTIOMArae KOHTPOIIOBATH XiJl pobotu. Cucrtemu
KOHTpOJTIO Bepciid, Taki sk SVN Ta Perforce, 3a6e3neuyroTh BiICTE)XXEHHS 3MiH Ta
CHuIbHy poOOTy HaJx KoAoM Ta pecypcamu rpu. Blueprints Ta Behavior Trees y
Unreal Engine HafatoTh IHCTPYMEHTH JIJIsi CTBOPEHHS ITPOBUX MEXaHIK Ta MOBEi-

HKH 00'€KTIB y TPi.

Ha etani po3po6ku Oys10 po3rissHyTO pi3HI acTeKTH CTBOpeHHs rpu. [Inarin
3aBaHTAXXYBAJIBHOTO €KpaHy JOToMara€ CTBOPUTH NMPHUBAOIMBUMA Ta 1HGOPMATHB-
HUH TOYATOK TpHU. [HTEpaKTHBHA CHCTEMa HaJla€ MOXJIMBICTh B3a€EMOJIIT TpaBIs 3
IrpoBUM CBITOM Ta 00'ekTamu. CrucreMa 30epexeHHs TPy J03BOJIsA€ 30epiraTu mpo-
rpec rpaBlis Ta BiIHOBIIIOBATH TPy 31 30epexeHoi Touku. CucrteMa Miciil IponoHye
T'PABITIO IIUJTI Ta 3aBJaHHS JUII BUKOHAHHS y rpi. CHcTeMa J11ajioriB CTBOPIOE MOKITH-
BicTh KoMyHiKailii 3 NPC Ta po3BUTKY croxkeTy rpu. MexaHika Xono1y Ta pamiarii
BHOCHUTH €JIEMEHTH BM)KMBAHHS Ta CTPATETii B irpoBuil mporec. MOHCTPU CTBOPIO-

I0Th 3arpo3y Ta BUKJIUKAIOTH HATIPYTY, J0/IaI0UN JUHAMIKY JI0 iIrPOBOTO CBITY.

Ha erami TectyBanHs OyJI0 pO3IIIIHYTO, IO TECTYBaHHS BiJI€0Irop Mae CBOi
0co0IMBOCTI Ta cTparerii. ba3zoBi cTpaTerii TeCTyBaHHs 1rop BKIIOYAIOTh (DYHKIIIO-

HaJIbHE TECTYBAHHS Ta TECTYBAaHHS MPOJAYKTUBHOCTI.
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1 BBEJAEHHA

Binmeorpa “Nuclear Frost” — 11¢ mpurogHHUIBKHUI IIyTep Bif MEPIIOi 0coOH, Je re-
POIO JIOBEJEThCS 3ITKHYTUCS BiY-HA-BIY 13 MOTPO3aMH, SIKi MOPOJMB HOBHIA CBIT. bo-
pIThCSI 3 MyTaHTaMu, 30epiraiiTe CBO€ TEIUI0, YHUKAUTE paialiii Ta 00piThCs 3 TPUOKOM,
o0 ypATyBatu cBii OyauHOK. CBIT rpu JaBHUM-JIaBHO OyB 3pyWHOBAHUM SIAEPHOIO
BIMHOIO, 1110 3HUIINUJIA HACETICHHS 3eMJIi 1 IepeTBOpUIIA 1 MOBEPXHIO HA KPHXKaHY ITyC-
TKy. Jluie )kMeHbKa THX, XTO BIDKUB, CXOBaJlacs B Haj[pax OyHKepa, a JIF0JIChKa ITUBI-
JIi3alisl BUSBIJIACS Ha MEX1 BUMUPaHHS uyepe3 rpuook Kpmwkanoi Opycdaipu, 1o 3's1Bu-

BCS HA CBIT.

["omoBHMIA TepoOH, 3a sikoro Oy1e rpaTH TpaBellb, HE 3aCTaB CaMO1 BIiHU, BIH HApO-
JTUBCSI BKe B OyHKepi 1 JIMIIE 3 pO3IOBiAeH 3HaB sikuid cBIiT OyB "J[0". Bech wac #ioro
YKUTIIO 3a3HABAJIO criasiaxiB emiaemii JIbosHoi Opycdaipu, K1 BIaBajiocs JIIKBIyBaTH,
aJle TUTbKU He 3apa3. CuTyallisl 3arocTpuiacs HaCTUIbKH, 10 MaiXe OUTBIIICTh Hace-
JIeHHs1 OyJia 3apakeHa 1 repoid y ToMy uuciii. HactaB MOMEHT pitiryye J1isiTH, TOMY Tiepe
repo€EM TIOCTABJICHE 3aBJIaHHs BPATYBATH 3a OyAb-sKy IIIHY CBIM PiAHUUN 1iM, HaBIiTh

SIKIIIO 34 II€ JOBEIETHCS BIIATH CBOE YKUTTSL.

["ooBHa MeTa rpu MoJIsTae B TOMY, 00 3aHYpUTH T'PaBIis B aTMOChEpy 3amep3-
JIOTO CBITY Ta 0OpOTHOM JIFOJICH 3a CBOE ICHYBaHHSI, a TAKOK ITOKA3aTH, HACKIIIBKH MOXKE

OyTH HeOe3MeYHUM 3aCTOCYBaHHSI SJIepHOI 30poi Ta 3HeBara nmpoodJeM Kiimary.
[Iporpamuauii IpoAyKT Ma€e HACTYIHI KJIIFOYOB1 OCOOJIMBOCTI IPH:

— Nuclear Frost — e 3axommorounii 1yx atMoc(epHuii uryTep BiJl meprioi
ocobu. Biquylite cebe B MEPTBOMY 3aMepP3JIOMY CBITI;

— CTaHbTE CBIJIKOM JKaxy, KU mopojpkye rpudok Kpmkana Opycdaipa i
OOpITHCS 3 HAM;

— JIOCHIDKYHMTE CBIT CITYCTOIICHUHN JTHOJA0M Ta PaJIiaIli€ro;

— 0opiThecs 3a CBOE TEILIO;

— JIOMIOMOXITh T€POEB] BPATYBATH CBI Oy/IMHOK BiJl BAMUPAHHS.



2 THACTABU AJIA PO3POBKUA

[TincraBoro mist po3poOkm € Haka3z Big 07.12.22 Nel1209c¢t pexropa YKpaiHCh-
KOT'O JIEPKABHOT'O YHIBEPCUTETY HAayKH 1 TexHousorii “IIpo nmpu3HaueHHs KepiBHU-
KIB Ta 3aTBEP/UKEHHS TeM OakajaaBpChKHUX poOIT” 3a crienianbHIcTiO 121 “IHxkenepis
nporpamMHoro 3abe3nedeHds» daxkynprery “Komm roTepHux TexHOMOTrIH 1 cucteM”

no kadenpi “Komn’rorepHi iHpopmarliiiHi TEXHOIOT1i .

Tema numnomuoi podotu - “PO3POBKA SJIPA KOMIT’IOTEPHOI T'PU
KAHPY ITPUT'O] HA UNREAL ENGINE”. KepiBuauk - mouent Ianos O. I1.



3 [NPU3HAYEHHA PO3POBKHU

@OyHKITIOHAJIbHE TPU3HAYEHHS TOJISITA€ Y KEPyBaHHI TOJJOBHUM T€POEM, JTOCITi-
JDKEHHS CBITY, B3a€EMOJIIEI0 3 TIPEIMETaMH, JliaJloraMH 3 MePCOHaKaM¥, BUKOHAHHS

3aBJaHb, 00MOBY CUCTEMY, apT-IU3aiiH Ta aTMochepy.

Excrnyarariiitne mpu3Ha4YeHHs MOJISTAE y 3aHYPEHHI B 3aXOTUTIOIOYUH ITpOBUIA

CBIT Ta pO3Ba)kaHH1 I'PaBIIsl.



4 BUMOI' 1O ITPOI'PAMHOI'O TTPOAYKTY
4.1 Bumoru 10 QyHKIIIOHATBHUX XapaKTePUCTUK

[IporpamHuii TpoayKT Ma€e BKJIKOYATH HACTYIIHI MYHKTH JJI1 KEPYBAHHS TOJI0-

BHHM I'CpOEM:

— IUIaBHE Ta YyHHE KEPYBaHHS NEPCOHAXKEM;
— MOXJIUBICTh NEPEMIILEHHS B PI3HUX HANPsIMKaXx, OIry, CTpUOKIB Ta IHIIUX
T,
J1o mociiIKEHHs IrPOBOI0 CBITY Ma€ BKJIFOYATH HACTYIHI MyHKTH:

— BEJIMKHI Ta pI3HOMaHITHUM BIpTyaldbHUU CBIT AJIS JOCIIJKEHHS;
— pealiCTHYHI Ta JI€TaJi30BaHl JIOKALli 3 PI3HUMH 1HTEPAKTUBHUMHU €JIeMe-

HTaMU;
Jlo B3aemoii 3 mpeagMeTaMy Ma€ BKIIFOYaTH HACTYITHI MyHKTH:

— MOXJIMBICTh B3a€MO/IIi 3 pI3HUMU IIPEIMETAMU B IrPOBOMY CBITI, TAKUMH
SK JABEp1, BayKeJll, BAMUKAYl Ta 1HIIII;
— MOJJIMBICTbh 30HMpaTH NPEeIMETH Ta BUKOPUCTOBYBATH iX Ul BUPIILICHHS

TOJIOBOJIOMOK Ta BUKOHAHHS 3aBJaHb.
Jlo mianoriB 3 mepcoHa)kaMu Ma€ BKIFOYATH HACTYTMHI MYHKTH:

— CHCTEeMa JI1aJIOT1B, 110 J03BOJISIE€ IPaBILIEB] B3aEMOIISATH 3 1HIITUMU MEPCO-
HaXKaMu TpU;
— pi3HI BapiaHTH BIIIOBIJICH Ta J1aJIOTiB;

— TEKCTOBI JIIaJIOTH 3 MOXKJIUBICTIO BUOOPY BIIITOBIICH.
Jlo BUKOHaHHS 3aB/IaHbh MA€ BKJIFOYATH HACTYITHI TyHKTH:

— PI3HOMAaHITHI 3aBJIaHHSI Ta KBECTH, K1 TpaBellb MOKE€ BUKOHYBATH IT1]1 4ac
rpH;
— YITKI 1171 T IHCTPYKIIi1 JJIsl BAKOHAHHS 3aBJIaHb;

- BiI[CTC}KeHHH IMpOrpeCy BUKOHAHHA 3aBAdHb.

J1o 60i10BOi cHCTEMH Ma€ BKJIFOYATH HACTYIIHI MyHKTH:
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— cucreMa 0010, IO J03BOJISE TPABIEBI OOPOTHCS 3 BOPOTaMy YU MOHCT-

pamMu y Tpi.

4.2

BuMmoru 1o HagiiHOCT1

Bumoru 10 HaaiiHOCTI HACTYIIHI:

— Tpa moBUMHHA OyTH CTaOLIBHOIO Ta HAAIMHOIO, HE BUKIMKAIOUM CUCTEMHI

3001 Y1 BUJIBOTH;

— TIpa OBHUHHA 3a0e31evyBaTH HaJlliiHe 30€pexeHHs TPOrpecy IpaBIis;

— TI'pa MOBUHHA OyTH ONTHUMI30BaHa ISl TOCATHEHHS BUCOKOI MPOJYKTHUB-

HOCTI.

4.3

Bumoru excrimyarartii

[Iporpamuuii NMpoOAYKT MOBHMHEH BUKOPUCTOBYBATHCH Y TPUMIIIEHHAX SIKI

BIJINOBIIal0Th YMOBaM poootu EOM, a came MaroTh Taki KJIIMaTU4H1, CAaHITapHI Ta

ririeHigyHi ymoBH, ski BianoBigaots JJHAOII 0.00-1.13-99 (nauB. Tadm. 1).

Ta6mumg 1. KnimatuaHi yMoBH

. . Temmepatypa Bizmocua pomoricTts| IIBHIOKICTE pyXY
Kalterop 11 pobIT noeitps, rpax.C OBITpA, %o HOBITpPA, M/C
ITopa poky srinHO 3 TOCT
12.01-005-88 OnTiMannHa OnTiMaInHa OnTiMannHa
XonoaHa nerka-1-a 22-24 40-60 0,1
aerka-1-o 21-23 40-60 0.1
Temna nerka-l1-a 2325 40-60 0,1
aerka-1-o 22-24 40-60 0.2

[IparroBatu 3 mporpamMor0 MoKe JOJIMHA, 10 Mae 0a30Bi

KOMIT FOTEPOM.

HaBUYKH poOOTH



4.4 Bumoru n0 ckiagy Ta napameTpiB TEXHIYHHX 3aC001B
[TpoaykT, 1m0 po3poOIISEThCS Ma€ HACTYITHI MiHIMaIbHI TEXHIYHI BUMOTH JIO

XapaKTEPUCTUK KOMIT I0Tepa:

— 64-po3psiaHi MIPOIIECOPH Ta OlepalliiiHa CUCTEeMa,

— omneparuBHa nam At — 4 I'b;

— Bigeokapta — NVIDIA GTX 1650 a6o Buie;

— omnepaiiiina cuctema — Windows 10 abo Buire;

— DirectX — Bepcis 12;

— npouecop — Intel Core 13 abo Buie.
4.5 Bumoru 10 1HpopMmaniiiHoi Ta IpOrpaMHOi CyMICHOCTI

Bineorpa po3poOnsieTbCsi Uil BCIX BUIIB ONEpALIfHUX CHCTEM CIMEHCTBa

“Windows” mounHarouu Big Bepcii 10 Ta HacTymH1 Bepcii.

4.6 Bumoru 10 MapKyBaHHS 1 yIaKOBKH

Bineorpa mponaBatuMeThcsi Ha MailaHuyMKax TU(POBOI TUCTPUOYLIi, TOMY
yIakoBKa He MOTpiOHa.

3aMicTh YIIAKOBKH Mae€ 6YTI/I JINIIC 306pa)KCHHSI 3 JIOTOTHUIIOM I'pH, AKa BUKO-

HYyBaTUME MapKETUHIOBY POJIb JUISl 3TyYEHHS OKYIILIB.

JCLEARFROST

4.7 Bumoru 10 TpancnopTyBaHHS Ta 30epiranHs

TpancnoptyBaHHs MOBHHHE 3a0e3medyBaTH 30€peKeHHSI MPOrpPaMHOIO MPO-
JYKTY HOTO LUIICHICTD 1 3a1100IraHHsl HECAHKIIIOHOBAHOTO JOCTYITY 0 HhOTO. [Ipo-
TpaMHHI BUPIO MICTUTHCA Ha cepBepax HUQPPOBOI TUCTPUOYII Ta TepenaBaTh-

MeThes 1o Ethernet.



5 BUMOTI'U JJO ITIPOITPAMHOI IOKYMEHTAIIIT

Jlo cxiamy mOKyMeHTallii MatoTh BXOJIUTH:
— cnenudikaris;
— TEKCT MPOTrpaMu;
— OIKC TIPOTPaMu;
— KEPIBHUIITBO KOPHUCTYyBaua.

Bcest nokyMeHTallisi mporpaMHOTo JOAAaTKy MOBUHHA 33J0BOJBHSATH BUMOTH JI0

IPOrpaMHOi TOKyMEHTAIlli.



6 CTAIIl TA ETAIIM PO3POBKU

Ta6mumi 1. — Craaii Ta eTanu po3pooKu

Cranis

3MicT

CTpOKI/I BUKOHAaHHA

TexHiune 3a-

[TocTanoBka 3amaui, 30ip iH(DOpMAaIIii,

07.12.22 -26.12.22

BJIaHHS BUpPIO Ta OOIPYHTYBaHHS KPUTEPIiB po-

3pO0KH.

[TonepenHiii BUOIp METOAIB PIILICHHS

3a]1ay.

BusHaueHHs BUMOT 10 TEXHIYHHUX 3aCO-

0iB.

VY3romxeHHst 1 3aTBEPIXKCHHSI TEXHIY-

HOT'O 3aBJIaHHS.
PoGouwnit [IporpamyBanHss Ta Bijmarojxenus | 27.12.22-27.04.23
IPOEKT IPOrpPaMH.

TectyBaHHs porpamu

28.04.23 - 05.05.23

Po3pobxka, y3romkeHHs 1 3aTBep-
JOKEHHS IPOrpaMHOT JOKYMEHTAIII1.

06.05.23 - 19.06.23
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7 TOPSIJOK I KOHTPOJIb ITIPUMIMAHHS

KoHTposb 3a BUKOHAHHSIM POOOTH 3/IIHCHIOE KEPIBHUK PO3pOOKH 11011, [BaHOB

O.IL
[Ipuitom 311CHIOETHCA KOMICIEIO Y CKITAII:

— T'opsiukin B. M. (kepiBHUK TiApO3ALTY);

— IBanoB O. II. (kepiBHHK pO3pOOKH).
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