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OO0’€eKT IOCHTIIKEHHS — MPOIEC MPOEKTYBAHHS Ta peaizallli TeMMILUIeHHOTOo
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ABSTRACT

Explanatory note to the master’s work: 117 pages, 55 figures, 11 tables, 20

sources.

ARTIFICIAL INTELLIGENCE; BEHAVIOR TREES; COMPUTER
GAME; ENVIRONMENT QUERY SYSTEM; FACTION INTERACTION;
NON-PLAYER CHARACTERS; SURVIVAL ESCAPE GENRE; UNREAL
ENGINE 5.

Purpose of the work — implementation and deployment of a computer game
on the Unreal Engine 5 platform using a team-based development approach.

Object of the research — the process of designing and implementing a
gameplay environment in the survival escape genre with a modular architecture of
game logic.

Subject of the research — methods, models and software tools for building
the architecture of game logic and adaptive behavior of intelligent agents (non-
player characters), as well as models of team development in the Unreal Engine 5
environment using a hybrid C++/Blueprint approach.

Research methods — theoretical analysis, object-oriented design, UML
modeling, application of finite state machines and behavior trees, visual scripting
in Blueprint, use of Agile/Scrum methodologies; technical tools — Unreal Engine 5
game engine, C++ programming language, Visual Studio integrated development
environment, Git version control system.

Results — key modules of the game “Escape” with a hybrid C++/Blueprint
architecture have been implemented, an artificial intelligence system based on
behavior trees and an environment query system has been introduced, and a faction
interaction system has been created; testing has been carried out, confirming the
effectiveness of applying Agile/Scrum methodologies in the development process.

Field of application — the computer game development industry, interactive

simulations, educational and research solutions using Unreal Engine 5.
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BCTYII

AKTyanpHICTh TEMH TOJISITA€ B 3pOCTaHHI CKIJIAJHOCTI Ta BUMOT JI0 Cy4YaCHHX
KOMIT FOTEpHUX 1TOp, 30KpeMa y >kaHpi survival escape, /ie o€ AHYIOThCS HEJIIHIMHHMA
reimIuiel, ppakmiitHa B3aeMois, agantuBHa moBeainka NPC Ta BHCOKI O4iKyBaHHS
II0JI0 SIKOCTI KOPHUCTYBAIIbKOTO JOCBiAy. B yMoBax po3BHUTKY irpoBOi 1HIyCTpii
0COOMMBOTO 3HAaueHHs HaOyBalOTh AapXITEKTYpHI MiIXOAU, M0 3a0e3MedyroTh
MOJAYJBHICTh, MAacIITa0OBaHICTh, TIOBTOPHE BUKOPUCTaHHS KOMIIOHEHTIB 1
MO>KJIMBICTh MOJANBIIOTO PO3IIMPEHHS ITPOBUX CHUCTEM, Y TOMY YHUCHI 32 PaxyHOK
DLC. lle ¢opmye mnorpeOy y CTBOPEHHI THYYKHX apXITEeKTYpHUX pIIICHb,
OpIEHTOBAHUX Ha IHTETpaIlil0 PI3HOPIAHUX MmijicucteM reimiuieto ta 1.

JlumioMHa poOoTa TPHUCBSIYCHA CTBOPEHHIO KOMIT'FOTEpHOI rpu «Breua» Ha
0a31 pymnst Unreal Engine 5 13 BUKOPUCTAHHSIM T1OpUIHOTO MIIXOAY JO peamizaiii
rpu, y Mexax sikoro Blueprint 3acTocoByeTbCs JUIsi IIBUJIKOTO MPOTOTUITYBAHHS Ta
BI3yaJibHOI JIorikM, a CH++ — nmnsg peamsanli NpOAYKTHMBHUX, MAcIITa0OBaHUX 1
THYYKHX TiacucTeM. MeToro poboTu € oOrpyHTYBaHHS apXITEKTYpPH 1rPOBOi JIOTIKH,
nooynoBu cucremMu ¢pakiiii ta noeminkoBux IIII-momyniB, peanizailli KIHOUYOBUX
reiMIJIeHHNX MeXaHlK Ta JeMoHcTpaiis MoxiuBocTed Unreal Engine 5 s
CTBOpPEHHsI cydacHHMX Survival escape-irop. Jljasi IOCSTHEHHsS IOCTABJICHOI METH
HeoOXIiTHO po3B’s3aTH TaKi OCHOBHI 3aBJaHHs: TpoaHali3yBaTH xaHp Survival escape
Ta Cy4acHl MiIXOIU A0 TMOOYIOBU ITPOBUX CHUCTEM; BU3HAUYUTU BUMOTHU JIO TPH
«Btewa» Ta chopmyBatu ii KOHIIEMIIiIO; PO3POOUTH apXITEKTYpHY MOJEIh TPU 3
BukopuctanusaM UML-giarpam; peanizyBaTd MNPOTOTUI TPU 3  KIOUOBUMH
nigcuctemamu Ha toiatgopmi Unreal Engine 5 13 3actocyBanusm Blueprint Ta C++;
MPOBECTH TECTYBaHHS POOOTHM OCHOBHUX TMIJCMCTEM 1 MpOaHaI3yBaTH OTPUMAaHI
pe3ynbTaTy.

CTpyKTypHO IDUIUIOMHAa po0OTa CKJIAA€THCSA 3 T'SITH OCHOBHHX PO3AUTIB. Y
MepIioMy po3JUTT BUKOHAHO aHaji3 jkaHpy survival escape, po3rjsiHyTO CydacHi

IHCTPYMEHTH PO3POOKH, MIIXOIU 10 MOOYJOBU apXiTEKTypH ITPOBUX CHUCTEM Ta
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MozentoBanHs noeaiHku NPC. YV npyromy po3aut chopMyibOBaHO BUMOTH JI0 TPH
«Bteya», omMcaHO MOCTAHOBKY 3ajlayi, KJIIOYOBI CIIeHapii B3aeMojil rpaBus 3
ITPOBUM CEpENOBUIIEM 1 KpUTEpli OLIHIOBAHHS SIKOCTI reimriuieio. TpeTiit po3ain
MIPUCBSIYEHO PO3PpOOIIl apXITEKTYpHOI Mojiell Tpu: onucano mMoayii Al, dpakimiitHol
CHCTEMH, KBECTIB, IHBEHTaps, TOPTiBIIi Ta iHTep(eicy KopuctyBaya, HaegeHo UML-
niarpamu, o (GopMaizyloTh CTPYKTYpy Ta B3a€EMOIIO IMIJICUCTEM. Y YETBEPTOMY
pO3IUTl PO3TIIIHYTO NpOorpamHy peanizamito rpu «Breua» na mmatdopmi Unreal
Engine 5 i3 BukopucranusMm Blueprint Ta C++, BKIFOYHO 3 OpraHi3aii€l0 irpoBHX
PIBHIB, IHTETpalli€l0 MIiJACUCTeM 1 3a0e3MeUYeHHSIM MOXKJIUBOCTI TOJAJIBIIOTO
posmmpeHHs. [D’atuil po3AuT MICTUTH ONUC METOJUKU TECTYBAHHSI, PE3yJIbTaTH
€KCIIEPUMEHTAJIbHUX JOCIIKEHb poboTn Al, QpakuiiiHoi B3aeMOll, redMIICHHUX
CIIEHapiiB Ta aHai3 MPOYKTUBHOCTI CUCTEMHU.

Pe3ynbrat, oTpuMaHi B paMKax JAMIUIOMHOI poOOTH, MOXYTh OyTH
BUKOPUCTaHI B KOMEPIIIHIA po3poOIl KOMIT IOTEPHHUX Irop, MiJ 4Yac CTBOPEHHS
HaBYAJIbHUX JEMOBEpCI JUis JAWCLUUIUIIH, MOB’A3aHMX 13 MNPOTrpaMyBaHHSM Ta
reiMan3aifHoM, a TakoX Sk 0azoBa ruiatdopma s MOJANBIINX JOCTIIKEeHb y Taly3i
MOBEAIHKOBOTO IITYYHOTO IHTENEKTY Ta apXiTeKTypu IrpoBux cuctem. Okpemi
NIIX0U U pIlIeHHs, pealli30oBaHl B IUILUIOMHINA poOOTI, Oyiu arpoOOBaHI B HAYKOBUX
nyOJiKalisx aBTopa, MPUCBIYEHUX KOMaHIHIN opraHizaiii po3po0KH KOMIT IOTEPHUX

irop Ta aHaji3y CydacHHX KiOep3arpo3 y mudpoBux cepemoBuimax [1].
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1 AHAJII3 ICHYIOUHUX PINIEHD I TEXHOJIOT'TA

1.1 XapakTepucTHKA KaHPY SUrvival escape Ta anaJji3 cygyacHHX irop

XKanp survival escape € migpkaHpoM irop BHXKHUBAHHSI, 11O 30CEPEKEHUI Ha
MOJI0JIaHHI OOMEKEHOT0 MPOCTOPY Ta YXWJICHHI B 3arpo3 3a YMOB MiHIMaJbHHUX
pecypciB. OCHOBHA MeTa rpaBIlsl MOJSTae y 3HAXOHKEHHI coco0y BTedl 31 CKIIaIHOT
CUTYyallli, BUKOPUCTOBYIOUM MEXaHIKM MPUXOBAHOCTI, JTOCIIHDKCHHS CepeJIOoBHUIIA,
CTpaTEriYHOr0 MHCJICHHS Ta B3a€EMOJIl 3 eJleMeHTaMH OTo4eHHsA. Ha BinmiHy BiA
BIIKPUTHX survival-irop, e NpiOPUTETOM € JOBrOTpUBaie iCHyBaHHs, Survival
escape poOuTh aKLEHT Ha IHTEHCHBHOCTI, HAaIpy3l Ta MPOTPECUBHOMY PO3KPHUTTI
nokarii [2]. Ha pucynky 1.1 cxemMaTW4HO MOJJaHO OCHOBHI O3HaKM jkaHpy Survival
escape, 3rpymnoBaHi 3a  MPOCTOPOBUMH, ITPOBUMH Ta  TOBEIIHKOBUMHU

XapaKTEPUCTUKAMMU.

Waup survival escape

MpocTip | cTpyKTYpa piBHA MexaHik BWAWBAHHA Ta BTEv MoeeniHka soporis (LLI) ATmocthepa Hanpyri

Pucynok 1.1 — Y3aranpHeHa cxeMa KJIFOUOBHX O3HAK jkaHpy survival escap

J10 KITIOUOBHX O3HAK KAHPY HAJIEKATh:

— OOMEXEHUI MpOCTIp, y SKOMY TIpaBelb IMOCTYNOBO BIJKPUBAE HOBI
JIISTHKY,

— 3HAYHUN aKIEHT Ha YHUKHEHHI MPSIMOTO KOHTAKTY 3 MPOTUBHUKAMU;

- JMHaMIYHa PeaKilisi BOPOTiB Ha IIyM, CJI1J1 Y1 BUJIUMICTb T'PaBIIs;

— MONIYK KJIIOYOBUX TMPEAMETIB, IHCTPYMEHTIB a00 MEXaHi3MiB s
BIIKPUTTS UISAXIB;

— CIOKETHI TPUTEPH, 1110 aKTUBYIOTHCS 3aJICKHO BiJ JI1 KOPUCTYBaya;

— MIIBUIEHUN PIBEHb TCUXOJOTIYHOI HAIMpPYTH, SKUA (HOPMY€E BITUYTTS
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nepecaiayBanns [3];

— HEJIHINHICTD IIPOXOJIKEHHS, 110 3abesrneuye MOKJIUBICTD
aJIbTEPHATUBHUX CIICHAPIiB.

AHali3 Cy4YacHHUX TIPEACTAaBHUKIB JKaHpy CBiquuTh, 10 Survival escape
3HaYHOIO MIPOI0 3aJeKUTh Bl TOBEIIHKOBUX MOJEJEH IITy4YHOTO IHTENEKTY Ta
iHTepakTUBHOCTI cepenoBuiia [4]. V rpi Outlast npoTUBHUKYM pearytoTh Ha Bi3yalbHi
Ta 3BYKOBI CUTHAJIM, MAaTPYJIOIOTh TEPUTOPIIO Ta 3AaTHI 3MIHIOBATH MapUIPyTH
3aJIeKHO Bix moBeninku rpasirt. ' pa Amnesia: The Dark Descent 3poOuB akIieHT Ha
MEXaHIIll MPUXOBAHOCTI, JI¢ OyIb-SKMM KOHTAaKT 13 BOPOTOM CTBOPIOE 3arpo3y
HeraitHoi mopasku, a I omixtoe piBeHs mymy Ta ocBiTiaeHHs. Y cepii The Escapists
KJIFOUOBOIO YAaCTHMHOIO I'POBOTO MPOLECY € MOIIYK IIIAXIB BT€Ul YEPE3 B3AEMOIIIO 3
NPC, 30ip pecypciB Ta JAOTPUMAHHA pPEXHUMY, IO YCKIAIHIOE BUSBICHHS
nopyuieHas. Irpu Alien: Isolation Ta Remothered nemonctpyrors cknagni III-
MOJIeJIl, Y KX MPOTUBHUKHA BUKOPUCTOBYIOTH aJalTHUBHI CTPATErli NEpeCiiiTyBaHHs
Ta HaBYaHHS Ha OCHOBI Al rpaBus. [Ipuknanu cydacHuUX Irop, IO HaJeXaTb 10
xaHpy survival escape, 3BeaeHi y Tadbmumi 1.1.

CyuacHi survival escape-irpp 30Ce€peKYyIOThCSI Ha BHCOKOMY PiBHI
Hernepen0ayyBaHOCTI  MOBEAIHKM BOPOTiB, 1[0 MIACWIIOE BIAYYTTS 3arposu.
3acTocyBaHHS CKJIaJHUX JIEPEB MOBEIIHKH, CUCTEM IMOUIYKY ILIJIEH Ta CEpeIOBULIIHUX
TPUTEPIB JO3BOJIIE CTBOPIOBATH CIIEHAPIi, B SKUX KOXHE PIIIEHHS KOpHUCTyBaya
BIUIMBAE Ha MOJAIBIIMN XiJI MOAiIN. ¥ Takux irpax rpaBellb MOCTIHHO TepeOyBae B
yMOBaX HEBM3HAYEHOCTI: MapuIpyT MaTPYJTIOBaHHS BOPOTIB, iXHS UYYTJIMBICTH [0
IIyMy, peakilisi Ha TMOIMepeaHi Aii KOpUCTyBaya Ta CTaH irpOBOTO CBITY (OPMYIOThH
yVHIKaJIbHI KOMOIHAIli CHUTyalli HaBiTh y Mexax ojaHoro piBHs. [lommpenHs
MpOLIeTypHOI TeHepalii, GpakimiiiHuX cucTteM 1 0araTopiBHEBUX MOJEICH 3arpo3u
JI0JTATKOBO TIOCUJTIOE BIUYTTS «OKHMBOTOY» CEPEAOBHINA, IO pearye Ha TpaBlis, a HE
IIPOCTO MPOTpac 3a37qalieriab 3anporpaMmoBaHi ckpunta. OKpeMoi yBaru 3aciyroBye
TEHJIEHIlI 10 ToemaHaHHs stealth-mexaHik, €JIeMEHTIB ICHUXOJIOTIYHOTO XOpopy W
PECYPCHOTO MEHEKMEHTY, KOJM BUOIp MIXK MPSAMOI0 KOH(PPOHTALIE€I0, BTEUCIO YU

TAMYAaCOBUM TI€PEXOBYBAHHSIM Ma€ JIOBFOCTPOKOBI HACHIAKA I CTpaTerii
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BIDKUBAHHS. 3aB/ISIKU [IbOMY JKaHp 30epirae akTyanabHICTh 1 aKTUBHO PO3BUBAETHCS Y
HaIMpsMKYy OUIBIIOI 1HTEPAKTHUBHOCTI, HEJIHIMHOCTI Ta TJHUOIIOrO 3aHypeHHS B

aTmocdepy rpu [5].

Tabmums 1.1 — I[puknagu irop xanpy survival escape

HasBa rpu ILnaTgopmu OcHOBHI MexaHiKH

Alien: Isolation = PC, Crec, mepexoByBaHHs, 0OMEKEHI PECypCH, JOCITIIKEHHS
PlayStation, 3aKPHUTOTO PiBHS
Xbox

Outlast PC, BuxuBanns 6e3 30poi, XOBaHKH B YKPUTTSIX, BTeUa BiJ
PlayStation, IepecITiIyBayiB, JiHIHHI KOPHIOPH
Xbox, Switch

Amnesia: The PC, xoucomi [IcuxonoriuHuii Xopop, 0OMeKeH1 pecypcH, CBITIO/TeMpsiBa

Dark Descent (Ti3Himi K FedMIUIEMHUN pecypc, YHUKAHHS IPSIMOIO KOHTAKTY
MIOPTH)

The Forest
Hello Neighbor

Escape the
Backrooms (a6o
AHAJIOT1YHI 1H/Ii-
irpu)

PC, PlayStation
PC, xoHcomi

PC

BwxuBaHHS y BIIKPUTOMY CBiTi, OyZiBHHILITBO YKPUTTIB,
KpadT, TOCIIHKEHHS, TPYITH BOPOTiB

Crenc, NpOHUKHEHHSI B OyIMHOK, [IUKJIIYHI CIPOOH
BTCY1/IPOHUKHEHHS, CKCIIEPUMEHTH 3 MapIIPyTOM
KooneparrBHe BH>KUBaHHS, TOCTIKCHHS JIAOIpUHTIB,
oOMeXeHa BHIMMICTh, BTEYA BiJ Pi3HUX THUIIIB 3arpo3

1.2 TloctaHoBKAa MPO0JIeMH Ta BU3HAYEHHS 3aBJaHb TUIIJIOMHOI po6oTH

Xanp survival escape nepenbavae TuHaAMIYHY B3a€MOJIIO TPABIs 3 BOPOTaMH,

CEpENIOBUIIEM Ta CIOKETHUMH TOJISIMH, IO BHUMAara€ CKJIagHOI, aJanTUBHOI Ta
ONTHUMI30BaHO1 apXITEKTypH IrpoBux cucreM. llompu 3HAYHY KUIBKICTh CY4acHHX
survival-irpu, OiIbIICTh 3 HUX XapaKTEPU3YIOThCS PAIOM OOMEKEHb, OB’ A3aHUX 13
nependoavyBaHicTio  moBeaiHku ~ NPC,  JmiHIHHOIO — CTPYKTYpOKO  CIIEHApIIo,
HEJIOCTATHBOIO B3a€EMOJIIEI0 3 (pakilisiMu ab0 CTAaTUYHOIO JIOTiKOIO Tporpecy. lle
3HIDKYE PIBEHb BapiaTMUBHOCTI Ta peirpaberbHOCTI, M0 € KIIOYOBUMH MOKA3HUKAMU

SKOCTI 1rOp IbOTO >KaHPY. Y3arajJbHEHHM aHajli3 IepeBar Ta HEJIOJIKIB OCHOBHUX



15
nigxoaiB ao peamizamii Il B Takux podortax HaBeneHo y tadmuiii 1.2. JlomatkoBo
CIiJ BIJ3HAYMTH, 10 O6arato iICHyIHOUHUX PIIIEHb 30CEPEKYIOThCS JIMIIIE Ha OKPEMHUX
acmekTax, irHopyroun numicHy inrterpamito I, napatuBy Ta QpakumiiiHUX MeXaHikK,

10 BIJIKPUBAE MPOCTIP JJISI HOJAIBIINX JTOCTIIKEHB 1 pO3pOOKH OUIBIII KOMITJIEKCHUX

MOJIEJIEA B3a€EMOIII.

Ta6muis 1.2 — [epeBaru ta Henomiku miaxois o LI

Iipxin IlepeBaru Henonikn
Behavior UYiTka iepapxiuHa CTPYKTypa Moske cTaBaTu CKJIAIHUM 1 3aILUTyTaHUM
Trees (BT) NPUKAHATTS pillleHb; 3py4YHa Bi3yajdbHa  NPH BEIHUKiN KUTBKOCTI BY3JIiB; BaXKIIHBO

Environment

MO/IEJIb; JIETKO PO3IIUPIOBATH T
MoaudikyBaTH; 100pe MOETHYETHCS 3
Blackboard Ta Al Perception 8 Unreal
Engine 5; miaTpuMy€eThes «3 KOPOOKI»
y UES

ABTOMAaTH30BaHUH TONIYK HAMKPAIIHX

NPaBUIIBHO MPOEKTYBATH TMPIOPUTETH i
YMOBH, 1HAKIIIE 3’ IBJISIETHCS HECTIHKA
TIOBE/IIHKA; BIJIHOCHO Ba)K4e€ ONMCYBATH
JOBTOTPUBAJIl CTaHH, HIXK Y ISIKUX
IHIIUX MOJEIAX

[ToTpeOye n0AaTKOBUX HAJIAIITYBAHb 1

Query System  mo3wuriit y mpocTopi; 3py4HHi Oruc npoiTIOBaHHs, 00 HE

(EQS) 3aIUTIB BUCOKOTO PiBHS; IHTErparis 3 MEPEeBAHTAXYBATH CUCTEMY; CKIIATHI
NavMesh; MOXITUBICTh BpaXOBYBaTH 3alUTU MOXKYTb OyTH
6arato (hakTopiB (BUAUMICTD, BIICTaHb, pecypcoMicTKuMu; jorika EQS morano
YKPHUTTS TOILIO); 10OpE MpaIffoe pa3oM 3 ~ YUTAEThCS 0€3 JOCBITY; BaXKKO
Behavior Trees HAJIaroJ[)KyBaTH «HA OKO»

Finite State [Ipocra i IHTYITUBHA MOJIEIIb; JIETKO [Torano macmrabyerbes mpu

Machines onucatu 6a3oBi cranu (idle, patrol, 301IBIIICHH] KIJTBKOCTI CTaHIB 1

(FSM) chase, attack); 3py4Ho 1/l HEBEIUKUX  MEPEXOJIiB; JiarpaMa IIBHIKO

a6o npoctux NPC; nobpe migxoauts
JUIS YITKO OOMEXKEHUX CILIeHapiiB

MIEPETBOPIOETHCS HA «CTIAreTi»; BaKKO
MMOBTOPHO BUKOPUCTOBYBATH Ta
posmupioBatu ckinaany FSM; morika
CTaHIB YaCTO >KOPCTKO 3aIIUTa B KO

OcHoBHa mpo0semMa, Ky MOKJIMKaHa BUPINIMTH JUATIOMHA po0OTa, MOJSITaE y
CTBOPEHHI IHTEPAKTHUBHOI survival escape-cHCTeMH 3 HEJIHIMHOI CTPYKTYpPOIO,
aJanTUBHUM IITYYHUM IHTEJIEKTOM 1 MEXaHI3MaMH, II0 pPearyloTh Ha PIIICHHS
rpaBisg. BuHukae HeoOximHiCTh y moOyaoBi MoxayJs mnoBeninku NPC, 3matHOro
OIIHIOBATH CTAaH CEPEIOBUINA, YXBAITIOBATH PIIICHHS 3a PI3HUX CIIEHAPHUX YMOB Ta
B3aEMOIATU 3 (pakIifHOW JIOTiKOW. JlogaTKOBOWO MpoOJIeMO € peamizailis
CUCTEMHU, 1110 3a0e3neuye BaplaTUBHICTh MPOXOKEHHS Yepe3 KBECTH, CIICHAPHI TLTKH
Ta TUHAMIYHI TIO/ii, K1 BIUIMBAIOTh Ha OAJIAHC CUJI y TPi; MOPIBHSIHHS 3aCTOCYBAaHHS

pi3aux migxois o I B cyuacHux irpax ta y rpi «Breuay 3BefeHo y tadbmuui 1.3.
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Ta6mug 1.3 — 3actocyBanus miaxoxdiB 1o 11 B irpax ta y rpi «Breuay

IMinxin

Behavior
Trees (BT)

Environment
Query System
(EQS)

Finite State
Machines
(FSM)

Tunosi cuenapii BUKOpUCTAHHS

[ToBeninka NPC-0xopoHIIiB,
MATPYTFOBAHHS, TIEPECITiTyBaHHS
TpaBIl; PeakKilisl Ha mIyM, 3ip,
TPUTEPH PIBHS; IEPEMHUKAHHS MIXK
peKUMaMU «CIOKiH / mijto3pa /
TPHUBOTA); KOOPAUHAIIIS TIPOCTHX
TPYIIOBUX Aii

Bubip TOYKH AJis OMITYKY TpaBIs
IICJIsl BTPATH KOHTAKTY; MOLIYK
YKPUTTIB; BUOIp MO3ULIH 1151
0JIOKYBaHHS MapIIPyTiB;
po3mimennss NPC y BUTimHUX
TaKTUYHUX MO3HUIIAX; OLIIHKA
HeOe3neKkn 30H

[Tpoctwmit I s qomoMi>kHUX
NPC; tpurepHi 00’€KTH 3 MaJIOKO
KIUIBKICTIO CTaHiB (YBIMKHEHO /
BHMKHEHO / 3J1aMaHo); 0a30Bi
BOPOTH 3 0OMEXKEHUM HAaOOpOM
Tiii; CKpUITTOBaH1 MO

Yomy mixxoauTh / He MiAXOAUTH JJIs TPH
«BTeua»

Hyxe nobpe miaxoauTh K OCHOBHHMA
iHcTpy™MeHT [yt Joriku NPC y «Breuiy,
J103BOJIsIE OyIyBaTH CKJIQ/IHY, ¢ KEPOBAaHY
MOBEIHKY JUIS PI3HUX THITIB IEPCOHAXKIB,
30epirarouy HAOYHICTh 1 MOYKJIMBICTD
mBUAKOI 3MiHU B Blueprint

IneansHo nonosHroe Behavior Trees sk
IHCTPYMEHT IPOCTOPOBOTO MPUHHATTS
pitnenb. [TigxoauTs 1S peaizallii IouIyKy,
3aCiJIOK, ONTUMAIBHUX MapIIPyTiB Ta 30H
naTpPyJIFOBaHHS, aJic BUMarae 0OMeKCHHS
YacTOTH 3aMUTIB 1 MpoAyMaHOi onTUMi3alii

Moske BUKOPUCTOBYBATHCS JIOKAIBHO ISt
okpemux migcuctem abo npoctux NPC, ane
sk ocHOBHU minxia qo LIy «Bteui» He
HiIXOIUTH Yepe3 clabKy MacTaboBaHICTh.
Jloriuno 3actocoByBaTi FSM nis mpoctux
CTaHIB KOMIIOHEHTIB, TO/II K 3arajbHa
noBeinka Oyayerscs Ha BT + EQS

3arajibHEHy CXe€MY ITOCTAHOBKH MPOOJEMU Ta OCHOBHHUX 3aBAaHb AUIJIOMHOI

po6oTH To/1aHo Ha pUCYHKY 1.2.

d NPC

s
s
s

MNepenfiayBana NOBeLHKa

/ = Nisira crpyxrypa cugnapio

i "

Mgabinesm Cy-acHmg survival
EECAPE-nop
B

\ IS
Y g

/
\ /A

',
Y \—b Hutdbka peifpatensHicTs

HeniifiHa cTpyRTypa Ta
fad BNETEOHETHEH] LUNAXA
/! NPONGIHEHEA

Cnafes B3aesaain 3 4
dppakuiamm

J L~ Ananthequi LWI (BT + EQS)

y ~—p  Cnctema dpenydnocT| NFC
/ /

s

J[lkamivg KBECTH Ta cuBkADHI
— e

\—P MaTa Sunnoass] poSoTd
N
\ .

\ T

MacurafosaHicTs (HoBl
pakyil, 3sanaues, DLC)

Minavwerss peirpatiens kocTi
-l

3
\
Cew

Pucynok 1.2 — Cxema noctaHOBKU IPpO0OJIEMH Ta 3aBJaHb TUIIIIOMHOI poOOTH
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VY Mexax TUIIoMHOI poOOTH BU3HAUYEHO TaKi 3aBJaHHS:

— no0y10Ba MOJIEIl TEMMIUICHHOT JIOTIKH, 10 3a0e3Mneuy€e HeIlHIHHICTh Ta
QTBTEPHATHBHI IIJISTXH MPOXOHKCHHS;

— peanizaliis apXiTeKTypH IITYYHOTO 1HTEJICKTY Ha OCHOBI ITOBEIIHKOBUX
JIEPEB 1 3aIUTIB CEPEIOBUIIA;

— CTBOpEHHsS CcHCTeMHU (pakimiiHocTi, e cTtaBieHHs NPC 3MiHIO€THCS
BIJIMOBITHO JI0 PillIeHb I'PaBIIs;

— BIIPOBA/DKEHHS MEXaHI3MIB  B3aEMOJii 3 MpeaMeTaMH, 30HaMU
CepellOBHUIIA Ta KBECTOBUMH TPUTEPAMH;

— 3a0€3MeUYeHHs] MOXJIMBOCTI MacluTaOyBaHHS uyepe3 J0JaBaHHS HOBHUX
(dpaxuiii, 3aBaaHb, clieHapHUX JiHii ado DLC;

— MJBUIIEHHST peirpabesbHOCTI Yepe3 aJalTUBHY PEakililo CUCTEMH Ha
CTWJIb TPH KOPHUCTYBayva.

TakuM 4YMHOM TIOCTaBlieHa NpoOiemMa BHU3HA4Yae NOTpedy Yy CTBOPEHHI
KOMILJIEKCHOI 1TPOBOi CUCTEMHU 3 MOJYJILHOIO apXiTEKTYpOlO, sIKa MOEJHYE MEXaHIKH
BTE€Ul, JOCJIIPKCHHS, MPUXOBAHOCTI Ta COIlalibHOI B3aeMoAll 3 AuHamiuHuM I Ta

PO3TaTy’KEHOI0 CIOYKETHOIO MOJICILTIO [6].

1.3 Anani3 migxoaiB a0 peasizamii ckiaaanoi HII-morikm B irpax

CucremMu MITYy4HOTO IHTENEKTY B CyYaCHHMX BiJI€OIrpax BiIIrparOTh KIFOUOBY
poib y ¢GopMyBaHHI IHTEPAKTUBHOTO CEPENIOBUINA, TMOBEIIHKHA IPOTUBHUKIB Ta
3arajibHO1 IuHaMiku reimiuiero. [ns xanpy survival escape, mo 0a3yerbcsi Ha
Hampy3i, HemepeadadyBaHOCTI Ta aJalTUBHIA peakiii BOpPOTiB Ha Jii TpaBIld,
0COOJIMBO BaKJIMBO 3aCTOCOBYBATU MOJIENI MPUUHSTTS PillieHb, 31aTHI MIATPUMYBATH
BaplaTUBHICTH CIICHAPIiB 1 BUCOKUH PIBEHBb PeirpadeabHOCTI.

Cepen naiinommpenimmx mnigxonis go nooymosu I y cyuacHiil irpoiii

1HIyCTpli BUOKpEMIIOIOTH TOoBeAiHKOBI jAepeBa (Behavior Trees, BT), cucremm
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3anuTiB 10 cepenonuia (Environment Query System, EQS) Ta aBToMaTu KiHIIEBUX
craniB (Finite State Machines, FSM). KoxeH 13 nmux migxo/iB 3ade3reuye BIaCHUM
MexaHi3M KoHTpodto yoriku NPC, mae crienmdivnai nepeBaru i oOMEXEHHsI Ta I0-
pi3HOMY BIUIMBa€ Ha apXiTEKTypy TpH, CKJIQJHICTh MATPUMKHA W TIOJATBIIOTO
MacIITa0yBaHHsS CHUCTEMHU. Y3arajdbHEHY CXEeMy B3a€MOJii OCHOBHHMX MIAXOIIB IO

peamizarii [LII-noriku B survival escape-irpax HaBeZiIeHO Ha PUCYHKY 1.3.

Moaii rpn / CTaH cepenoBuLLa

v

MoeepiHkoBi aepesa BT -
BWCOKE NPWUWHATTA pPilleHb

T~

Enviranment Query System Finite State Machines FSM -

EQS - npocTopoBuiA aHania nokaneHi ctann NPC

l

OBbpaHi No3uuil ykpuTTa

AKTUBHWIA cTadH NPC
MapLUPyTH

it NPC y rpi

Pucynok 1.3 — Y3araneHena cxema apxitekrypu LI survival escape-irpu i3

3actocyBanHsaM Behavior Trees, EQS ta FSM

[ToBeniHKOBI JiepeBa 3a0€3MEUyIOTh 1€EpAPXIuHy CTPYKTYPY NMPUHHATTS PIIlICHb,
y Mexax sikoi NPC mocninoBHO aHami3ye YMOBM Ta BUKOHY€E Jii 3aJ€KHO BiJ
KoHTeKCTy. CTpyKTypa JiepeBa CKJIAJa€eThCs 3 BY3JIIB MEPEBIPOK Ta BY3JIB JiH, 110
JIa€ 3MOTY THYYKO KOMOIHYBaTH MPOCTI MOBEIIHKOBI MAOJIOHU y CKIJIAJHI CIIEHapii.

3aBasku 1poMy BT akTMBHO BUKOPHUCTOBYIOTHCSI B CY4aCHMX KOMEPIINHHUX Irpax. Y
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Alien: Isolation IIII xenomorph amanTyeTbcs A0 MOBEAIHKH TpaBIlsd, aHATII3YIOUU
MapuipyTH i pearyiouu Ha 3miHy ymoB; y The Last of Us pekypcuBHI NOBEIIHKOBI
JiepeBa BU3HAYAIOTh PEakilii BOPOTiB HA 3BYK, YKPUTTS, BTPATy COIO3HUKIB 200 MOSBY
3arpo3; y Hitman momiOHI CTPYKTYpH KEpYIOTh JIOTIKOK BHSBICHHS II1J03p1I01
MOBEIHKH, TIONTYKY TPaBIls Ta MOBEPHEHHS A0 matpyiroBanHs. [Ipuknan dparmenTa

nepesa noBeaiHku Bopokoro NPC HaBeneHo Ha puCyHKY 1.4.

Bopor BauuTes rpasua?

Tak Hi

J v

CekseHcep nowyky |
CexkBeHcep nepecnigyBaHH:A P YKy

naTpyniosaHHs
MepesipuTk gucTaHUio Ta Pexaam TpUBOMK: pyx A0
NiHilo ornagy OCTaHHLOI NO3KMLIT rpaBLA
EQS: subip noauuii ans MepegipyTi Wwym / nigozapini
nepecnigysaHHa nogii

l '

MNoBepHyTWCA A0
naTpynBaHHA

Pyx no rpaeus i araka

Pucynox 1.4 — IIpuknan ¢pparmenta nepesa noseAinku Bopoxxkoro NPC y survival

escape-rpi

Cepen KIIOYOBHX TIEpeBar IMOBEAIHKOBUX JIEPEB BapTO BHIAUIUTUA YITKY

CTPYKTYpPOBAHICTh  JIOTIKM, MOMJIMBICTh  IOETAHOrO  MaclTaOyBaHHS  0e3
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panukanbHOI MepeOyaoBH, MIATPUMKY CKJIQJHMX PIIIEHb 3a paxyHOK KoMOiHaIi
CEJICKTOPIB 1 CEKBEHCEPIB, a TAaKOX TICHY IHTETpallit0 3 MOAYJIbHUMH CHUCTEMaMH
pyuriiB, 30kpema Unreal Engine 5. lle poOutes BT ognum i3 6a30BuUX 1HCTPYMEHTIB
s nmoOynoBu amantuBHoro III B survival escape-irpax, 1€ BOpOTH ITOBHHHI
pearyBaTH Ha Jii TpaBIlsi, 3MIHIOBaTH MapUIpyTH, CTBOPIOBATH CIieHapii HAmpyru Ta
YHHUKATH MOBTOPIOBAHMUX I1a0JIOHIB MOBEAIHKH.

Environment Query System (EQS) € creriajii3oBaHUM IHCTPYMEHTOM pYIIis
Unreal Engine, sikmii JTOMOBHIOE IMOBEIIHKOBI JepeBa MEXaHI3MOM IPOCTOPOBOTO
aHani3y cepenoBuiia. Ha BiiMiHy BiJl KJIaCHYHUX aJITOPUTMIB MOIIYKYy muisixy, EQS
dbyHkuionye sik cuctema 3anuTiB: NPC dbopmye MHOXMHY MOTEHIINWHUX MO3MUIIIHN,
OLIIHIOE 1X 3a 3aJaHUMHU KpUTEpisIMH Ta OOMpae OoNnTUMalbHy. THUIOBI cleHapii
3actocyBaHHid EQS 0XOIUToTh MONIYK YKPUTTIB TiJ 4ac 0010, BU3HAYCHHS
HalKpamoi TOYKM JJIs  TEepeciilyBaHHA TIpaBlsd, MOOYIOBY  MaplIpyTiB
MaTPYJIOBaHHS, a TAaKOXK BHSBJICHHS 30H, 3 skux LI Moke mepexomuTu rpasiisg abo
310paTu HeoOX1HY 1HPOpMAIIiio.

3a noromMororo reseparopis 1 GpiabTpiB EQS 1ae 3Mory BpaxoByBaTH BiJICTaHb
70 TpaBlls, HASBHICTH MpsiMOi ab0 HEmpsiMOi JIiHIT BHUIUMOCTI, PIBEHb 3arpo3H B
OKpeMHUX O00JacTsAX, a TaKOXX HEJOCTYNHI 4YMu HeOe3MeuHl IUISHKUA CIEeHH. Y
pesynbTaTi pimeHHss NPC craioTe OUTbll MNPUPOJHUMHU: NPOTUBHHUK Yy survival
escape-Tpi Moke CaMOCTIMHO OOMpaTH MO3MIIIT JJIA 3aCiAKU, OOX1AHI MapuIpyTu abo
TOUYKH BIACTYIy, aJlaNTyIOuNCh 10 CTHIIIO TPU KopucTyBada. Lle cyTTeBo miagBuIIyE
Hernepea0auyBaHICTh ITPOBUX CHUTYallll Ta MOCUIIOE BIMUYTTA Hampyru. [lpuknan
Bi3yaumzaiii pe3yibTatiB EQS-3anuTy ajis BUOOpPY ONTUMAIBHOTO YKPUTTS HaBEJEHO
Ha pucyHky 1.5. JlomaTkoBOo OTpHWMaHi JaHi MOXYTh BHKOPHCTOBYBATHUCS JUIS
Hajaro/pkeHHs Ta npodimoBands LI, mopiBHSHHS pi3HUX KOH]ITypaliii piBHIB i
JIeMOHCTpallii poOOTH CUCTEMH ITiJT Yac Mpe3eHTallli abo 3aXUCTy AUILUIOMHOI POOOTH

nepes eKCIePTHOK KOMICIEIO Ta MIUPIIO0 ayAUTOPIEIO.



21

OUiHKa MOXMWEMX YKPUTTIE

/ Yepurta 1—0,3
NPC —p  EQS-3anuT: 3HalTH yKpUTTA i‘

Yeputta 2 — 0,7

Npaeeus

YVipuTTa 3 — 0,9 =l OfpaHa onTUMANLHA NO3WLIA

Pucynok 1.5 — Bizyanizauis pesynbrariB EQS-3anuty ais BuOopy onTUMaIbHOTO

YKPHUTTSI BOPOTOM

ABtomatu kiHneBux crtaHiB (Finite State Machines, FSM) nanexarts a0
KJIACUYHUX 1 Hampoctimux 3aco6iB moOymoBu Ill-moriku. ¥ mexax FSM NPC
nepedyBae B OAHOMY 3 (DIKCOBAaHMX CTaHIB, TAKUX SK NaTPYJIIOBaHHS,
MepeciIilyBaHHs, TMOIIyK, BIICTYI, aTaka, a Mepexoau MiX HUMH BiJOYBarOThCS 3a
NoNnepeHb0 BU3HaUYeHUX yMOB. [lepeBaramu Takoro mixoay € MpocToTa peajizailii,
BHCOKa Mepen0avyyBaHICTh MOBEAIHKM Ta HEBEJIHUKI BUMOTH JI0 OOYMCIIOBAJIBHUX
pecypciB, mo poouth FSM nominsHuUMEU mis napyropsaaux NPC, ciyx060BHX
CKpUNTIB a00 JOMOMIXHUX TEXHIYHUX MeXaHiK. THIIOBY CTPYKTypy aBTOMAara

KIHIIEBHX CTaHiB s Bopokoro NPC HaBeneHo Ha pucyHKYy 1.6.
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Pucynox 1.6 — Ilpukiiag aBTromaTa KiHIIEBUX cTaHiB 1Jist Bopoxkoro NPC 3 6azoBumu

HOBG}IiHKOBI/IMI/I PCKUMaMH
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BonHouac y KOHTEKCTI CKJIQJHMX Irop 13 HEJIHIMHUM TeUMIUICEM aBTOMAaTH
KIHIIEBUX CTaHIB JEMOHCTPYIOTb HH3KY CYTTEBUX OOMEXKEHb. 31 3POCTaHHSM
KUTBKOCT1 CTaHIB PI3KO YCKIATHIOETHCS CTPYKTypa TEPEXOdiB, MOJEIbh IOTaHO
MacIITa0yeThCs, BAXKKO peanizyBaTH KOMOIHyBaHHS KiJIbKOX MOTHBAIlill OJTHOYACHO,
a moBeminka NPC wuacTto crae MOBTOPIOBaHOIO Ta MexaHiyHO. FSM morano
IPUCTOCOBAaHI JO OMNHUCYy OaratopiBHEBOi, KOHTEKCTHO 3aJ€KHOI JIOTIKH, SKa €
KPUTHYHO BaXKJIMBOIO I survival escape-irpu.

Takum unHOM, aHami3 miaxoaiB no peanizamii [I-moriku B survival escape-
Irpax mokasye, 10 HaOUIbIl e€()EKTUBHUMU € KOMOIHOBaHI apXiTeKTypH, y SKHUX
MOBE/IHKOBI JiepeBa 3aJal0Th BHUCOKOPIBHEBY CTPYKTYpY NPUUHATTS pimieHb, EQS
3abe3reuye MPOCTOPOBO OOIPYHTOBAaHWUW BUOIp M€l 1 MO3UILIM, a aBTOMaTH
KIHIIEBUX CTaH1B BUKOPUCTOBYIOTHCS JIJIsl IOKAJTLHUX CTaHIB a00 MPOCTUX IMiJICUCTEM.
[loegqHanHg UMX NIAXOMIB Ja€ 3MOTY JOCITTH OallaHCy MIXK MPOJYKTHUBHICTIO,
nepeadoavyBaHICTIO Ta aJalTUBHICTIO, 110 € HEOOXIJHUM [JIi CTBOPEHHS
HaIPY>KEHOTO, Bap1aTUBHOTO Ta peirpabenbHOTro redMILICI0 B Mekax sKaHpy survival

escape.

1.4 Anani3 irpoBux pyuiis

[rpoBuit pymiiii BU3HAYA€ apXITEKTypy, MPOJYKTUBHICTH Ta TEXHIYHI
MO>KJIMBOCTI MailOyTHBO1 rpu. Bulip pyiiis CyTT€BO BIUIMBAE Ha SIKICTh Tpadikw,
CKJIAJHICTh peaji3alii IITYyYHOrOo IHTENEKTY, IHTEPAKTUBHICTh CEpEJOBHUIIA Ta
MacmTaboBaHICTh cucTeMu. [[is rpu skaHpy survival escape 0COOIMBO BaXKTMBUMU €
nigrpuMka ckiaagaux III-moxeneit, rHydka cucTtema TMOJIid, HAsABHICTH 3ac00iB
npodiIOBaHHS TMPOAYKTUBHOCTI, BHUCOKHWM PIBEHb BiI3yalizallli Ta MOXJIUBICTb
IIBUIKOI PO3POOKH ITEPATUBHUX MPOTOTHIIB 13 MIHIMaJIbHUMHU BHUTpPAaTaMH dYacy.
Posrnssaemo Tpu nomyssipHi pyirii: Unity, Unreal Engine 5 ta Godot, mo akTuBHO

3aCTOCOBYIOTHCS y CydacHid 1HAyCTpii [7].
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[TopiBHSIHHA 3a3HAYeHUX PYIIiB JOIIBHO 3IMCHIOBATH 3a TaKUMHU
KpUTEpisIMU, K MiaATpuMKa 3D-rpadiku Ta CydyaCHHX PEHICPUHTOBHUX TEXHOJIOTIH,
iHcTpyMeHTH it moOynoBu [II-moBemiHKyM, HassBHICTH BOYJOBAaHUX CHUCTEM aHIMAaIlii
i po06oTH 3 (13UKOI0, 3pYUHICTh IHTETpallli 3 CHCTEMaMH KOHTPOJIIO BEPCii, a TaKOK
aKTUBHICTh CHUTBHOTH PO3POOHUKIB Ta JOCTYNHICTh HaBUajdbHUX Martepiams. Lle
J03BOJIsIE OOTPYHTOBAHO OOpaTH PYIIii, IO HaWKpaIle BiAMOBigae BUMoram survival
escape-irpu Ta 0OMeXeHHSIM KOMaHTHOT pO3pOOKH. Y3arajibHEeHe MOPIBHIHHS PYIIiiB
Unity, Unreal Engine 5 ta Godot 3a OCHOBHUMH XapaKTE€pHUCTUKaMH Ui survival
escape-irpu HaBeneHO Ha pHCYHKY 1.7. JlomaTKOBO BpaxoOBYEThCS JIileH3iMHA
MOJIeJIb, BUMOTH JI0 amapaTHUX PECYPCiB, MIATPUMKA MYJIbTUILIAT(HOPMEHHOCTI Ta
MOXJIMBICTh MOJAJBIIOT0 MacITa0yBaHHA TpHU, IO OCOOJIMBO BAXIUBO IS
JIOBrOTPUBAJIOL MIATPUMKH Ta PO3IIUPEHHS TPU B PI3HUX CIICHAPISIX BUKOPUCTAHHS Ta
HaBYAJIbHHUX KEHCax.
Unity
+ LWBWAKE NPOTOTHMNYBAHHA
+ cunbHui 2D [ moBain

— cnabwwin 3D Ta Wl «3
KOpPOBKM»

Unreal Engine 5
+ AAA-rpadika (Lumen, Nanite)
+ sbynoeaHi BT, EQS, Al Tools
— BMCOKI CUCTEMHI BUMOTW

Bumorwu survival escape-rpu:
cknagHwi WI, 3D-rpacpika, —p
NPOAYKTUBHICTL, HEMIHIRHICTL

Godot
+ Nerkuin, BiOKPUTHMA,
BesKowToBHMA
+ 3pYYHUA ANS IHAI T8 Hae4aHHA
— cnabwmit 3D Ta iHCTpYMEHTK
L

Pucynox 1.7 — IlopiBHssibHA cxema xapaktepuctuk pyiiiB Unity, Unreal Engine 5 Ta

Godot ans survival escape-irpu
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1.4.1 Unity

Unity € oAaHUM 13 HaAWNOIIMPEHIIIUX PYUIiB Yy po3poOlli irop pi3HOTO
macmTady. Moro oCHOBHUMHM CHIIBHAMH CTOPOHAMH € HEBHCOKi MOPOTOBi BUMOTH,
THYYKICTh Ta BeJIMKa eKocucteMa iHcTpyMeHTiB. Unity 3a0e3nedye MOKIMBICTD
ctBopenHs 2D i1 3D irop, miaTpumye KpocIriaT@OpMEHICTh 1 Ma€ HIMPOKUN HaOIp
IUTAriHiB, K1 CIIPOLIYIOTh BIPOBAIKEHHS HOBUX MEXaHIK.

OcnogHi niepeBaru Unity:

— 3pydHa iHTerparlis 31 CTOpoHHIMHU Oi6mioTekamu 3aBasiku C#;

— BeJIMKa KUIBKICTh IAOJOHIB Ta I1HCTPYMEHTIB [IJIi  IIBUIKOTO
IPOTOTUITYBaHHS;

— mMpokKa 0a3a HaBYAJIbHUX MaTepiaiiB Ta MATPUMKA CIIIBHOTH;

— e(EeKTHUBHICTD Y PO3p00Ill MOOUTBLHUX Ta HeBEIUKUX 3D-1rop.

Henonixu Unity y koHTekcTi SUrvival escape-rpa:

— oOMeKeHa MPOAYKTUBHICTh y ckiIagHux 3D-crieHax;

— rpadiyHi MOXKJIUBOCTI 0€3 JOJIaTKOBUX IIEHEPIB 3HAYHO MOCTYHAIOThCS
pYILIISIM BUCOKOTO KJIacys;

— cknagHime crBoptoBatu axanTtuBHl Il-cuctemu 6e3 cTOpOHHIX
1HCTPYMEHTIB;

— MeEHII iHTerpoBaHa pobora 3 Behavior Trees Ta EQS, siki moBoautbcs
peanizoByBaTH BPYyUHY.

Unity noOpe miaxoauTh AJid 1HAI Ta MOOLIBHUX IrOp, ajie MoTpedye 3HAUHMX
JOOTpAIfOBaHb TIPH CTBOPEHH1 1rop 13 BHcokoro mguHamikoro IIII, ckmagHOMO
rpadiko0 Ta HeMHIMHMMH cueHapismMu [8]. YV TtumoBomy pobGodomy mporeci
PO3pOOHUKY JTIOBOJAMTHCS JOJATKOBO IHTETPYBaTH CTOPOHHI (PEHMBOPKU IS
noBeninkn NPC, onTtumizyBaTH peHIEPUHT TMiA CKJIAAHI CLEHH Ta BpY4YHY
MNIATPUMYBATH KOHCUCTEHTHICTh JIOTIKM TUIOK crokeTy. Lle 30inbliye yac
HaJaIITyBaHHS, YCKIAHIOE MIATPUMKY TPU Ha Mi3HIX eranax 1 poouts Unity MeHII
npruBaOJIMBUM  BapiaHTOM JUId  BeIMKOMAacITaOHMX survival — escape-pimieHb
MOPIBHSHO 3 PYILIISIMH, A€ 3a3HAa4€Hl 1HCTPYMEHTH B)K€ YACTKOBO IHTErpOBaHI Ha

piBHI 0a30BOi apXITEKTYpPH.
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1.4.2 Unreal Engine 5

Unreal Engine 5 € olHUM 13 HAUMOTY>KHIMIUX PYILIiB JJI1 CTBOPEHHS Cy4acHUX
3D-irop, Bkmouaroun AAA-piBeHb. MOro CHIBHI CTOpPOHH 30CEpe/keHi Ha
rpadiyHUX TEXHOJIOT1SIX, BUCOKINA MPOJYKTUBHOCTI Ta IHTEIPOBAHUX 3ac00ax poOOTH
31 cxkinagaumu [I-cuctemamu. UES BukopuctoBye C++, a TakoX Mae BJIacHYy
CHUCTEMY Bi3yaJIbHOTO MporpamyBaHHs Blueprint, sika 703B0JIsIE BUAKO CTBOPIOBATH
IPOTOTHUITK Ta OyayBaTH irpoBy Jjoriky [9].

OcHoHi nrepeBaru Unreal Engine 5:

— Lumen 3a0e3neuye  peanlicTUYHE  TJIoOajdbHE  OCBITJIICHHS  Ta
B1IOOpakKeHHS;

— Nanite 103BoJIsIE MPALIOBATH 3 MOJEIISIMU BUCOKOI MOJIITOHAIBHOCTI 0€3
BTparu FPS;

— inTerposani incTpyMenTH 11II: Behavior Tree, Blackboard, EQS;

— miarpumka DataTables Tta Gameplay Tags s moOyaoBu cuctem
dpaxiiii Ta crieHapiiB;

— MILIHA apXITEKTypa JUIsl pO3TalyKeHO1 JIOT1KM Ta MacIITa0yBaHHS.

Jlns survival escape rpu UES € onTMaibHUM BapiaHTOM 3aBJISKH:

- 3IaTHOCTI CTBOPIOBaTH JWHAMIYHI I1HTEPAKTHBHI CIIEHU 3 BHCOKOIO
JIeTaITI3alll€lo;

— rOTOBIM CHCTEMi TMOBEIIHKOBUX JIEPEB Ta 3alUTIB cepeaoBUIa 0e3
CTOPOHHIX IJIariHIB;

— miaTpumil 3mimadoro migxonay (Blueprint + C++), mo 3meHmye 4dac
PO3pPOOKHU;

— MO>KJIMBOCTI peajizyBaTy HENIHINHY JIOTIKY, ¢pakiiii, KBECTU Ta CKIAIHI
CIleHapii.

Henoniku pymris:

— BHCOKI CHICTEMHI BUMOTH;

— KpyTa KpuBa HaBUaHHS ]ISl HOBAUKIB;

— BEJIMKI pO3MIpH 1rop 1 moTpeda B onTUMi3allii.

VY xontekcti murmimomHoi pobotu Unreal Engine 5 moBHICTIO BiAmoBinae
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BUMOTaM XaHpy survival escape Ta 3a0e3neuye HeoOX1THUI HaOlp IHCTPYMEHTIB ISl
peaiizalli CKJIagHOTO IITYYHOTO IHTEJICKTY W HEeNHIMHOI CTPYKTYpH IPOXOIHKCHHS.
Buxopucranns BoOynoBanux Al-monynis (3okpema Behavior Trees Ta EQS) pazom i3
MOXIUBICTIO KoMOiHYyBaTu C++ 1 Blueprint 103B0JIsi€ THYYKO HaJIaIITOBYBATH JIOTIKY
NPC, posmmproBatu ii mij BUMOru (hpakiiiHoi B3a€MO/Iii Ta MATPUMYBATH CIIEHAPHI
po3ranxykeHHs 0e3 KpUTUIHHX 0OMEXKEeHb 11010 MacITaOyBaHHS 1 MPOAYKTUBHOCTI.

1.4.3 Godot

Godot € BiIKpUTUM Ta JIETKUM DYIIi€M, OPIEHTOBAHUM TEPEBAXHO HA 1HIi-
po3poOky. Bin mae BinacHy moBy GDScript, mo naragye Python, i Hajgae BHCOKHIA
piBeHb JOCTymHOCTI aJisi movatkiBiiB. Godot miarpumye 2D 1 3D-irpu, oaHak #oro
MO>KJIMBOCTI y cdepl TpUuBUMIpHOI rpadiku Ta cknannux I 3HayHO mocTynarTbes
iHmmM pymrism [10].

IlepeBaru Godot:

— BIIKPUTUN BUX1THUI KOJ| Ta OE3KOIITOBHE BUKOPUCTAHHS;

— JIETKUH 1 IIBUAKUANA HABITh HA CIA0OKUX MPUCTPOSIX;

— 3pYYHICTh JJIs1 HEBEJMKHX 1MOp Ta HAaBYAJIbHUX L1JIEH;

— crpoleHui inTepdeic pernakropa.

Henoniku y koHTEeKCTI SUrvival escape:

— oOMekeHa MMPOAYKTUBHICTh Y BeUKux 3D-crieHax;

— HeocTaTHBO NoTykHa cucteMa 1111 mopisusino 3 UES;

— BiIcyTHICTh BOyaoBanux Behavior Trees Ta EQS, sxi norpidHo
peanizoByBaTH BPYUHY;

— HEJOCTAaTHA KITBKICTh PECypCiB, IHCTPYMEHTIB Ta MPUKIAIIB IS
ckiagHux AAA-irop.

Godot € 4yymoBMM pymIieM s MPOCTUX 1HMII-ITOp a00 HAaBYAIBHUX POOIT,
OCKUIbKM BIH 3a0e3rnedye JIerKUM Mopir BXOAY, 3pO3YyMUIMM poOounii mporec i
JoCcTaTHI HaOlp 0a30BUX I1HCTPYMEHTIB JUIsl IIBUAKOTO CTBOPEHHS MPOTOTHIIIB.
[TpoTe miist ctBOopeHHs MacintadbHoi survival escape-rpu 3 muHamiuaum 111, Bearkoro
KUTbKICTIO B3aemoairouux NPC 1 HeTiHIHHUM CIieHapieM HOTO MOMKIJIMBOCTEH 4acTo

BUABJIIETBCA HCAOCTATHBO: MOKYTh BHWHHKATHU 0OMEKEHHS moao T OTOBHX



27
IHCTpyMEHTIB g ckiagHoi Al-noriku, mnpodiaroBaHHS NPOAYKTUBHOCTI Ta
HiATPUMKHA BUCOKOPIBHEBHX CHCTEM Y BEIHMKHUX MPOEKTAX, IO YCKIATHIOE PO3POOKY

Ta Tojaible MacmradyBanus [11].

1.5 O0rpyHTYBaHHAl AKTYaAJIbHOCTI CTBOPEHHS IpH «Breyay

CyuacHa 1HAYCTpis BiJCOITOp JEMOHCTPYE CTIMKUH 1HTEpeC A0 1rop, IIo
NOEJHYIOTh €JIEMEHTH BW)KUBAHHS, HEJIHIMHOIO CIOXKETYy Ta IHTEIEKTYaJbHOI
MOBEAIHKHA NPOTUBHUKIB. BIIBIIICT ICHYIOUHX ITOP IILOTO TUITY 30CEPEIKEH] a00 Ha
XOpOp-KOMITIOHEHTI, a00 Ha BY3bKO CHPAMOBaHIN MeEXaHill BTEYi, M0 OOMEXye
ruouny B3aemonii 3 NPC, BaplaTUBHICTh CIIEHApiiB Ta MOXJIMBICTh aJalTHUBHOI
peaxuii cBITy Ha Aii rpaBis. Lle cTBoproe oOrpyHTOBaHy HIIy JIJIsl pO3POOKHU TpH, Yy
K1 Mo€aHAaHO (PpakIliiiHy cucTeMy, HENIHIMHUM crokeT, moBeAinkoBy III-monens
Ta MOXKJTUBICTH MOJATBIIOTO po3mupeHHs [12].

AKTyanbHICTb CTBOpeHHS rpu «BrTeda» 3yMoOBIeHa KUIBKOMa TIpylnaMu
YUHHUKIB: TEXHOJOTTYHUMH, METOAUYHUMH Ta 1HAYCTpiadbHUMHU. 3 TEXHOJIOTTYHOT
TOYKHU 30py, BUKopuctanHsi Unreal Engine 5 nae 3mory nocimianTy ¥ 3acTOCyBaTH
CydacHI MOXJHMBOCTI pyurisi, 30kpema Behavior Trees, EQS, DataTables, cucremy
TeriB Ta KOMOiHOBaHy Mozenb Blueprint + C++. V3araabHeH! XapaKTepUCTUKH
BIJIOMUX ITPOBUX PYIIiiB, cepen akux posrisnaerbest UES, naBeneno y tabnuii 1.4, a
MOPIBHSUTPHUM aHalli3 1MX PYIIiB 3a KIOUYOBUMH Tapamerpamu (miarpumka [II-
CUCTEM, IHCTPYMEHTH AJi1 poOOTH 3 AAaHUMH, MOKJIMBOCTI MacIITa0yBaHHS) MOAAHO
y tabmuui 1.5. Ile no3Bonse He nume oOrpyHTyBatu BuOip Unreal Engine 5 sk
0a30Boi IaTPOpMHU, a i TOKA3aTH HOTo NepeBaru y KOHTEKCTI MO0YI0BU MOYJIbHOI
apXITeKTypH, 110 MIATPUMYE PO3MIMPEHHS 4Yepe3 HOBI cueHapii, gpaxuii Ta DLC.
MeToauuHuii acekT OB’ A3aHUi 13 TUM, L0 JUIUIOMHA pOOOTa CIyrye MPUKIAIOM
KOMILJIEKCHOTO ~ 3aCTOCYyBaHHA 00 ’€KTHO-Opi€eHTOBaHoro  miaxoxy, UML-

mojemoBants [13], MpoeKkTyBaHHS IrpOBHX CHUCTEM Ta KOMAHIHOI PO3POOKH Y
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peaicTUYHOMY CIIeHapii, HaOIMKEHOMY JI0 YMOB KOMEPIIHHOTO reiiMaesy [14].

Tabmuis 1.4 — OCHOBHI XapaKTEpUCTHKHU BIJOMUX PYIIIiB

Pyuuiii CuJiibHi cTOpoHU Oo0mexeHHs

Menm peanictuyHa rpadika 3a
3aMOBYYBAaHHSM, IOTpeOye
JIOJJATKOBOTO JIOOTPAIFOBAHHS
meiiiepis s high-end survival

[TinTpumka 2D Ta 3D, 3py4ynuit ais
Unity MOOUIBHUX IrOp, BEJIHKA EKOCHCTEMA
IUIariHiB

BucokosikicHa rpadika (Lumen,

. Nanite), Behavior Trees, C++ Buii anapatHi BUMOTH,
Unreal Engine 5 . . . . L .
inTerpaiis, Blueprint, onTumizoBaHa | CKJIaaHININE TOPIT BXOLY
00po6Oka 1

OOMexeHa miaATpUMKa
cknagaux III-cuctem ta
BelMKoMacmTabHux 3D-irop

BinkpuTuii BUXiTHUN KO/, JICTKHIA,

Godot Engine . S
3py4YHUU JJIA 1HA1-1I0p

Baxkko xacToMi3yeTbcs, Mae
MEHIITy CIUTBHOTY Ta
CKJIQIHIIIWN [TalIIIaiiH
po3po0OKHu

Jyxe cubHa rpadivHa CKIIagoBa,
CryEngine peamictuuHa (izuka, OpieHTOBAaHUI
Ha IIyTepH

3 IHIYCTpIAJIbHOI TOYKHU 30pYy, MONUT Ha ITPHU 3 HENIHIAHUM MPOXOHKEHHSM,
BaplaTUBHUMH (iHAJaMU Ta aJaNTUBHUM IITYYHUM 1HTEJIEKTOM IPOJIOBXKYE
3pocTaTd. ['paBli OYIKYIOTH BIJ IrOp HE JMIIE BHCOKOI SKOCTI Tpadiku, a
OCMHUCJICHOI B3aeMoAli 31 CBITOM, A¢ Ali MaroTh Hachiaku, a noBeaiHka NPC He
3BOJIUTHCS JIO TPOCTUX CKpUNTIB. «BTeda» opieHTOBaHA Ha 3aJ0BOJICHHS IIHX
OUIKyBaHb 3a PaxyHOK (paki[iiHOI CHUCTEMH, pEermyTalliiHOi MOJeii, TOPriBii Ta
OararopiBaeBoi II-noriku. JlomatkoBo mociimkeHHs Ipu «BTedyay Mae HaBUallbHE
3HAUCHHA: 11 pe3yJabTaTH MOXYTh OYTH BHKOPHUCTaHI SIK OCHOBA IJIsi TOMAJBIINX
JOCIIIJIKEHb Y Tally3l 1HTEPAKTUBHUX CHUMYJISALINA, aJalTUBHUX CHUCTEM HPUUHATTS
pillieHb Ta MOOYIOBU IFPOBHX MPOTOTUINB y HABYAIBHOMY IPOIIECI, a TAKOXK JIs
pO3pOOKH MPAKTHUYHUX KEHCIB, WIO0 JEMOHCTPYIOTh 3aCTOCYBaHHS CYy4YaCHHUX
TeXHOJIOTiH refimaunzaiiny ta Il B ocBiTHROMY cepenoBuii [15].

Takum ynHOM, CTBOpEeHHS TpU «BTedyay € aKkTyalbHHUM SIK 3 MO3HIIT PO3BUTKY
reiMIeB-1HAYCTpli, TaK 1 3 TOYKHA 30py JOCIIKCHHS Cy4acHUX IIJIXOMIB J0
MPOEKTYBAHHS 1 peaizallli CKIaJHUX IHTEPAaKTUBHUX cUcTeM. JluruiomMHa poOoTa

MOEHYE HAYKOBO-TIPAKTUYHHUM 1HTEpPEC, MOXJIMBICTH ampoOalii aKTyadbHUX
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TEXHOJIOTIA Ta MEPCHEKTUBY IMOMAIBIIOTO PO3IIMPEHHS 1 BJOCKOHAJICHHS, a TaKOX
MOXKE CJIyryBaTH 0a3010 Il CTBOPCHHS HaBYAJIBHHMX MaTepialliB, J1abopaTOpHUX
pOOIT 1 IEMOHCTpAIIfHUX MPOTOTHUIIIB y Taly3l KOMIT IOTEPHUX HAayK Ta 1HXKEHepii
MPOTPaMHOr0 3a0€3MEUCHHs, 10 MIABUIIYE WOro IIIHHICTh JJI1 aKaJAeMIYHOl

CHUIBHOTH Ta MPAKTHYHOI MiITOTOBKU (DaxiBIIiB.

Ta6mui 1.5 — [opiBHIIBHUI aHAI3 3a KIIFOYOBUMU MTapaMeTpaMHu

KpuTepiii Unity Unreal Engine 5 Godot
I'padiuna neranizamis | Cepenns Bucoka (Lumen, Nanite) | Hu3bka / cepenus
. [TorpiOHa
Po6GoTa 3 11 FSM Behavior Trees + EQS o
KacTomi3zaitis
. . Visual Scriptin . :
3MmilaHa JIoTiKa . pting Blueprint + C++ GDScript
cna0muii
MacmtabHicTh rpu Cepenns Bucoxka Husbka
[TinTpumka [TinTpumyeThest uepes
¢paxuiitnoi noriku Ta | Peanizyerbes Bpyuny | Behavior Tree + OomexeHo
HEJIHIHHOTO CHOKETY DataTables
[TpunaTHiCTh st [ToTpeOye 3nauHOTO . .
. OnTuManbHUN BapiaHT Ob6mexeHo
survival escape JIONIPALIOBAHHS
CninsHoTa Ta pecypeu | Jlyxe Benuka Hyxe Benvka Cepenns

1.6 BUCHOBKHM 10 po3iiy

VY nanomy po3miii nmpoaHani30BaHO KaHp survival escape, 0COOJMBOCTI MOTO
reMMIUIEHOI MOJENi Ta BHMOTH JIO0 IITYYHOTO I1HTEJEKTY, HEOOXIIHOTO JJis
dhopMyBaHHS HAMPY>KEHOT'O W BapiaTUBHOTO 1TPOBOTO Mpoliecy. BU3HaueHo KII0uoBi
YUHHUKH PeirpadeabHOCTI: HENIHIMHICTh PO3BUTKY IO, aJalTHBHA IOBEIIHKA
NPC, iHTepaKTUBHICTh CEPEIOBHINA Ta 3aJICKHICTh CIICHAPHUX 3MIH Bij I rpaBIisl.

CdopmynboBaHo mpoOaeMy OOMEXKEHOCT! TPATULIMHUX MIIXO0JIB, IO YacTO
MPU3BOJATh JI0 TMepea0davyBaHOi MOBEIIHKN CYNPOTUBHUKIB, HAIMIPHOI JIIHIHHOCTI

MPOXO/UKEHHS Ta HEJAOCTaTHhOI 1HTErpamli COLiaJbHOI JUHAMIKM Yy BUIJISIL




30
bpakIiiHUX 1 pemyTaliiHuX MeXaHIK. Y IIbOMY KOHTEKCTI BHU3HAY€HO 3aBJaHHS
JTUIUJIOMHOI pOOOTH, CIPSMOBAaHI Ha CTBOPEHHS TPU 3 MOAYJIBHOIO apXiTEKTYpOIo,
po3BuHeHO0 LII-10r1K010 Ta HETIHINHOIO CTPYKTYPOIO MPOXOIKEHHS.

[IpoBeneHo aHami3 OCHOBHUX TEXHIYHMX MiaxojiB 0 moOymosu I B irpax:
KIHIICBUX aBTOMATIB, JIEPEB TMOBEIIHKA Ta CHUCTEM 3amuTiB a0 cepenosumia (EQS).
[Toxazano, mo Behavior Trees y moegnanni 3 EQS 3a0e3neuyioTh BUIIMI pIBEHb
aJanTHBHOCT] Ta KOHTEKCTHOI peakiiii MopiBHAHO 3 KiaacuuyHuMHU FSM, siki qo1iinbHO
3aCTOCOBYBATH MEPEBAXKHO IS IOKAJIBHUX, MPOCTIIINX CIEHAPIiB.

Jlo/1aTKOBO BUKOHAHO MOPIBHSUIBHUE aHami3 pyuriiB Unity, Unreal Engine 5 Ta
Godot. O6rpynroBano BuOip Unreal Engine 5 sik HaiOuibi npuaaTHOI 11aTdopMu
JUIsL peanizaiii survival escape-Tpu 3aBASKW NOTYXHUM TpadiuHUM MOMKIUBOCTSIM,
HasBHOCTI BOynoBaHuX 1HCTpyMmeHTiB LI, miarpumiil kKoMOIHOBAaHOTO MiAXOMY
Blueprint + C++ Ta po3BuHeH1N 1HPPACTPYyKTypi sl TOOYJOBU CKIIAITHUX ITPOBHX
CHCTEM.

OTpumani pe3yJabTaTH aHaNI3y MIATBEPIKYIOTh aKTyalbHICTh CTBOPEHHS TPU
«Bteway» sk mporpaMHOro 3aco0y, 10 BIANOBIAA€ CYYaCHUM TEHACHIIISIM THAYCTpIi Ta
JTa€ 3MOTY KOMIUIEKCHO JOCTIIUTH MIAXOAU 0 peaizailii HeJIiHIHHO1, (pakiiitHOo
opienToBaHoi, llII-Hacuuenoi irpooi cucremu. ChopMOBaHE TEOPETUYHE MIAIPYHTS
BUKOPUCTOBYETHCS Y HACTYIMHHX PO3AUIAX JJI TPOEKTYBAHHS apXiTEKTypH TpH,

BU3HAYCHHS 11 CTPYKTYPHUX KOMITOHEHTIB 1 MOAAIBIIOT POTPaMHOI peati3aliii.

2 TEXHOJIOFIT, 3ACOBU TA IHCTPYMEHTU PEAJIBAIIIi I'PAU
«BTEYA»

Peamizaniss rpu «Bteda» mnorpeldye 3acTOCyBaHHS TEXHOJIOTIHM, $K1 37aTHI
3a0€3MeYUTH OJHOYACHO BHUCOKY TMPOIYKTUBHICTh, THYYKICTh apXITEKTypU Ta
MO>KJIMBICTh HIBUAKOTO MPOTOTUITYBaHHS IrpoBUX MexaHik. OOpanuii pymiit Unreal

Engine 5 miaTpumye 3MimaHuid MAXIA A0 PO3POOKH, TOETHYIOYM KIACHYHE
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nporpamyBaHHsi MOBor0 C++ 13 Bi3yalibHOWO cuctemoro Blueprint. Takuii miaxin €
JTOIIIBHUM 1 survival escape-rpu, ae mnoeaHyroTbes ckiaaai  LI-cucremu,
dpaxiiifHa JIOTiKa, IHTEPaKTUBHE CEPEOBUINE Ta OAaraTOpiBHEBHI KOPHUCTYBAIlbKUN
iHTEepdeic. Y 1poMy po3iil po3IJIsIaloThCs OCHOBHI TEXHOJIOTIT Ta IHCTPYMEHTH,
0 BUKOPUCTOBYIOTHCS [UIsl peaii3aimii rpu, 3 akIeHTOM Ha BuOopi dopmaty
noOyIOBH JIOTIKM TPU Ta B3a€EMOJIi MK 1i MOMYJISIMHU, a TaKOX Ha OIIHIOBaHHI iX
MPUIATHOCTI JUISl JOBIOCTPOKOBOT'O CYNMPOBOJY, MacIITaOyBaHHS (PyHKIIIOHAIBHOCTI

Ta 1HTerpailii 3 IHCTpyMEHTaMH1 TECTYBaHHS 1 ONITUMI3aIlii MPOyKTUBHOCTI.

2.1 llopiBusinus Blueprint Ta C++

Unreal Engine 5 miaTpuMye 1Ba OCHOBHI MIAXOAW JI0 CTBOPEHHS IrPOBOi
JOTIKM: Bi3yallbHE @porpaMyBaHHs 3a Jomnomoroio Blueprint Ta TekcroBe
nporpamyBaHHs Ha C++. OOuABa IHCTPYMEHTH 1HTEIPOBaHI B €JUHE CEPEAOBHILE 1
MOXYTh BUKOPHCTOBYBATHCH MapaliebHO, 10 (GopMye TiOpUaHy apXiTekTypy. Bubip
MK Blueprint Ta C++ BIuiMBae Ha MIBHIKICTH PO3POOKH, MOMXJIMBOCTI ONTHUMI3ALIL],
THYYKICTh 3MIH Ta CKJIAHICTh MIATPUMKHN IPOrpaMHOi CUCTEMH.

Blueprint € Bi3yaapHOIO CKPHUIITOBOIO CHCTEMOIO, sSKa J03BOJIIE OyayBaTH
JIOTIKYy 4Yepe3 rpad By3miB. BoHa € 3pydHOI MJis: MIBHUAKOTO MPOTOTUITYBAHHS
MexaHik; ctBopeHHs1 Ul-eleMeHTIB Ta eKpaHHUX BIDKETIB; OpraHizaiii MpoCTUX
KBECTOBHX CIICHAPIiB 1 TPUTEPIB; OMHCY B3a€EMOJII1 3 OKPEMUMHU 00’ €KTaMH OTOYCHHSI.
[lepeBara Blueprint monsirac B TOMy, 110 3MIHM MOKHA BHOCHTH 0€3 IOBHOI
MEePEKOMIIIIAIIT BCi€l TpH, a pe3yabTaT oJpa3y mepeBipsaTa y pemaktopi. lle poOuts
CHUCTEMY 0COOJIMBO KOPUCHOIO JJIsI €TalliB aKTUBHUX €KCIIEPUMEHTIB 13 TeUMILICEM Ta
OaslaHcoM.

C++ y Unreal Engine BUKOPUCTOBYETHCS JIsi peaiizaiii HU3bKOPIBHEBOI Ta
PECypCOMICTKOI JIOTIKU. BiH € JOLIbHUM J1s1: TOOYIOBU siipa redMILIeto; peasizailii

cknagaux [I-anroputmiB 1 GpakmiiHUX CUCTEM; YIIPaBIiHHS JTaHUMH, KEITyBaHHS
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Ta ONTHUMI3allli; peaii3aiii HECTaHJAAPTHUX MEXaHIK, $KI BHUXOIATh 3a MEXI
MoxkimBocter Blueprint. Ha Bimminy Binm Blueprint, C++ 3a0e3nedye Bury
MPOTYKTUBHICTh, OUTBIIUN KOHTPOJb HAJ IaM ATTIO Ta MOJJIUBICTh CTBOPEHHS
BJIACHUX KOMIIOHEHTIB, $IKi 3TOJOM MOXYTb BUKOpUCTOBYBaTHcs y Blueprint sk
TOTOBI MOTY/JII.

HonatkoBo C++ € 3pydHIIINMM JAJIsl IHTETpallii 3 CHCTeMaMU KOHTPOJIIO BEPCiid,
HAIMCaHHA MOJAYJIbHUX TECTIB 1 MIATPUMKHU JOBTOTPUBAIIOTO KUTTEBOTO LUKy TPH.
Came Ha C++ IMOIIIBPHO peayri3oBYBaTH IMJICUCTEMH, IO 1HTEHCUBHO MPAIIOIOTH 13
pecypcamu: oOpoOKy Benukoi kiabkocTi NPC, cknagni 3amutu 10 GpakuiifHuX Ta
reMIUIeMHUX JJaHUX, KACTOMHI MEHEKEepH 30€pekeHb, CUCTEMHU MPOQUITIOBAHHS Ta
joryBaHHs. Takui miaXiJ JAa€ 3MOTY MOENHATH THYUYKICTh BI3yaJIbHOTO CIIEHAPHOTO
HajamTyBaHHs B Blueprint 13 HamiiHICTIO i MacIITaOOBAHICTIO «ABHYKKA» JIOTIKH Ha
C++.

[TopiBHIOIOYHM 111 TIAXOAU Y KOHTEKCTI rpu «BTeda», JOLIBHO BUIUTUTH iXHI
OCHOBHI XapaKTEPUCTUKM; y3arajbHEHE MOPIBHSHHS HaBeneHOo y Taonuimi 2.1 a
CXeMaTHYHUIA po3noaia 00oB’si3kiB MK Blueprint ta C++ y crpykTypi 1rpoBoi
JIOTIKM TIOKa3aHO Ha pUCYHKY 2.1:

— IIBUJKICT MPOTOTUIYBaHHS Ta 3MiHM Jioriku y Blueprint € 3HauHO
BUIIIO0, HIXK Yy CH++;

— IPOIYKTUBHICTh Ta MACIITa0OBaHICTh pilieHs Ha C++ BuIila, 0COOIUBO
notst L, dpakiiii Ta CKIIaIHUX CUCTEM;

— Blueprint kpamie miaXxoauTh s Bi3yaJdbHO OPIEHTOBAHUX 3aBIaHb 1
CIIEHApHO] JIOTIKH;

— C++ € ocHOBOw il MOOYJOBH KIOUYOBUX MOJIYJIIB 1 3a0e3neuye
y3TOJUKEHICTh apXITEKTYPH.

TakuMm yuMHOM, y HIUIIOMHINA poOOTI, IPHUCBAYEHINH po3podii rpu «Breuay,
OOrpyHTOBaHO 00paHo 3MimaHud miaxig. Blueprint BHKOpUCTOBYETHCS — JUJIS:
peamizaiiii Ul; moOyqoBH KBECTOBUX TiJIOK; TPUTEPIB B3aEMO/IIT; CIICHAPHUX TOIIH.
C++ 3acrocoByeThes ist: peanizaiii HI-cuctemu Ha ocHoB1 Behavior Trees Ta EQS;

dpakiiifHOi JIOTIKM Ta pemyTaili; ynpaBiuiHHA nanumu npenmerie, NPC Ta
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napaMeTpiB CBITY; ONTHMI3allli BUKOHAHHS PECYPCOMICTKHUX oOOYHcleHb. Takuit
PO3IOIL TO3BOJISE TIOETHATH TIepeBaru 000X 1IHCTPYMEHTIB, 30epiraroun 6agaHc Mix
THYYKICTIO PO3pOOKHM Ta MPOAYKTHBHICTIO CHUCTEMH, IO JOAATKOBO CIIPOIIY€E

MOJAJIBIINHN CYNPOBI KOy, MOJIETHIY€E 3ay4eHHS] HOBUX PO3POOHHUKIB 0 PO3POOKH

rpu Ta MacmTadyBaHHA (PyHKIIOHANIBHOCTI 0e€3 KapAuHAJIbHOI Tepedy0BH
apXITEKTypU CUCTEMH.
s Irpaea norka pm eBTe<as .
Blueprint G+
Biayans i cues i | . soeacpisngea ok

I HUD (MG

Kescrosi rinm
i TRRFERM e

Cugnapi noait
T LBk NpaekM Sanansy

Fapo redmnne
FOHTPONENH, WeHaLseps

PolGoTa 3 s num,
STEDEREHHA, ONTHMIZEWA

Wi-cepaicn,
Behavior Trees, EQS

Pucynox 2.1 — Po3noain BignoBigansHocTel Mixk Blueprint Ta C++ B irpoBiit jioriii

rpu «Bteuay B Unreal Engine 5

Tabmuusg 2.1 — IopiBasHus Blueprint ta C++ y rpi1 «Breua»

Kpurepiii
IBunkomis

['Hy4KicTh 3MIH TiJ
qac po3poOKu

3pydHICTh
B1JIJTarOKEHHS

[IpunatHicTh s
111

[IpunatHicTh s
Ul Ta revimMmieiiHuX
1BEHTIB

Posmosin poneit y
KOMaH 11

Blueprint

BukoHaHHS MOBLIBHIIIE, HIXK
HAaTHUBHUM KOJ; JOCTATHLO ISt
OLIBIIOCTI TEUMITTIEHHUX 3a7a4, aje
HeOaKaHO IS «BaXKKUX» OOUYHCIIEHD
4y MacoBoro I

Jyxe 3pydHO MIBUAKO 3MIHIOBATH
JIoTiKy 6e3 mepexkoMIusLii; 1oope
MIXOAUTH JUTSl IPOTOTHITYBAHHS Ta
JpiOHUX MPABOK

BizyanbHuii nebar, MOKIUBICTh
KPOKOBOTO BUKOHAHHS, HAOUHE
BIJICTE)KEHHS TaHNUX; ajie BEJIMKI
rpadu BaXKKO YUTATH

3py4HO OINKCYBaTH BUCOKOPIBHEBY
JIOTIKY MOBEJIIHKH, MPAIIOBATH 3
Behavior Trees, Blackboard, monmissmu
1 TpUrepamMu

Ineansro migxomuts it UMG,
a”iMaIliii, Tpurepis, peakiiiii Ha OIii;
JIETKO TIOB’sI3yBaTH JaHl 3 BI/DKETaMU

JoctymHuii 1151 Au3aiiHepiB, JIeBe-
JU3aiHEPiB Ta MEHII JOCBITYEHUX
MpOrpamicTiBi

C++

Bucoxka npogyKTUBHICTh, HATUBHUN
KOJI, ONITUMAJILHUH JIJTS
PECYpCOMICTKUX YaCTUH CUCTEMHU

Byab-sxi 3MiHM TOTPEOYIOTH
HEePEeKOMITUIALI; BHECEHHS ITPaBOK
MOBUILHIIIIE, OCOOIUBO IS
HETEXHIYHUX YYaCHHUKIB KOMaH/U
[ToTyxH1 3aco0u HaJIaro/PKEHHS Ha
piBHi koxy (breakpoint,
npodsIt0OBaHHS, JOTYBaHHS), aJie
BX1JTHUH TIOPIT BUIIUN
OnTuMmanbHO peani3oByBaTu 0a30Bi
cepgicu 111, kouTponepu, 00poOKy
JaHUX 1 CKJIa/IH1 aJTOPUTMHU

Jlorika maHuX 1 MOJEII MOXYTh
OyTH pearnizoBani B C++, ane
6e3nocepennubo Oyaysaru Ul Ha
C++ ckmajHile i MOBUIbHIIIE B
po3poOiri

OpieHTOoBaHUH HA TEXHIYHUX
PO3pOOHHKIB; BUMArae BIIEBHEHHX
3HaHb C++ Ta crpykrypu UES
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2.2 ApXiTeKTYpHIi migxoau 10 Mo0y10BH reiMILIeHHUX CHCTEM

[ToObynoBa reiMIUIETHUX CHCTEM Yy CY4YaCHHUX Irpax BHMarae apxiTeKTypHHX

3a0e3MeYyl0Th ~ MOJYJBHICTh,  PO3IIMPIOBAHICTh, TMOBTOpPHE

MAXOMIB,  SIKI

BUKOPHUCTAHHSA JIOTIKM Ta MOJIMBICTh HE3aJEKHOTO PO3BUTKY OKPEMHUX MI1JCHUCTEM.
Jliis xxanpy survival escape e oco0uBo BaxkiruBo, ockinbku 1111, kBecTOBI MexaHIKH,
¢pakiiiiHna B3aeMO/is, 1HBEHTap, TOPTiBJIA Ta CUCTEMA MPOrPecy MAroTh MPaIlOBATU
y3TOJDKEHO, aJie MPH IIbOMY 3aJIMINATUCS BiTHOCHO 130JIbOBAaHMMH OJIHA BiJl OJHOI 3

TOYKH 30py peam3amnii. CxemaTHyHe y3araJlbHEHHS OCHOBHHUX IIIJXOMIB JI0

oprasizaiii reiMIIeHHOT apXITEKTypH y Ipi «Breua» HaBeAeHO Ha PUCYHKY 2.2.

Mpaeeys
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—
-
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FeRnMnne AWl Wwap
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— / Y .
— \ -,
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LW Ta thpakuifta notika
R
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%ﬁ_ I'In:,ieanopie»-#aans
Moaseaa wena | Jeneramd
(event-driven ofmis)
N ¥ - \ r /’ w
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BECTOBA nucr_ema e T CucTema nparpacy
Ta ClEHaRI ] NEpRCOHENE
M
TE“\‘ ‘

DiataT:
koHdiryp

ables,
ALyl TEM

e

ShepeweHHA CTaHIS
Ta NAPAMETRIB CBITY

Pucynox 2.2 — Y3aranbHeHa apXiTeKTypa TeiMIUIeHHIX cucTteM rpu «Breuay 3

MOETHAHHSAM KOMITOHEHTHOT0, MO/I1I€BO-OPIEHTOBAHOIO Ta IIAPOBOTO IMiAXOI1B.
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Cepenl OCHOBHHUX apXiTEKTYpHUX MIAXOJIB, IO 3aCTOCOBYIOThCS IIiJI Yac
o0y T0BY TEUMITJICHHIX CUCTEM, MOYKHA BHUTIJTUTH:
— 00’ €KTHO-OPIEHTOBAHY MOJIENb 13 BUKOPUCTAHHSIM CIaIKyBaHHS;
— KOMITOHEHTHO-opieHToBanuit minxin (Component-Based Architecture);

— MOAeNb  CcyTHicTb—KoMroHeHT—cucTema  (Entity-Component-System,

— nojieBo-opienroBany apxirekrypy (Event-Driven);

— mapoBy (layered) opranizariito JOTiKH TPH.

OG’eKTHO-OpIEHTOBAHA MOJICNIb TPAAMIIHHO 3aCTOCOBYETHCA Yy OLIBIIOCTI
IFPOBUX PYIIIiB 1 epeadavae BUKOPUCTAHHS KJIACiB, CMIaJKyBaHHS Ta MOJIIMOP(I3MYy.
Bona € 3pyuHoro st onucy 0a30BUX ITPOBUX OO €KTIB (MEPCOHAXKIB, MPEIMETIB,
TPUTEPIB), OJHAK MPU HAJAMIPHO IIIMOOKIH 1€papxii MOKe MPU3BOJAUTH JI0 KOPCTKOTO
3B’SI3yBaHHA JIOTIKH, 10 YCKJIQJHIOE MOJAJIBIIMN PO3BUTOK IFPOBOi CUCTEMHU. Y
KOHTEKCT1 ckJagHux survival escape-cucrem, ne NPC, ¢pakuii Ta enemeHTH
OTOYEHHS MalOTh pI3HI HAOOpU MOBEAIHKOBUX XapaKTEPUCTHUK, JHILIE KIACUYHUN
OOII-niaxia € HeAOCTaTHBO THYYKHM.

KommoneHnTHO-OpieHTOBaHa apxiTeKTypa mependavae, MO0 IrPOBHM 00’ €KT
CKJIaIa€ThCS 3 HAOOPY He3alIeKHUX KOMIIOHEHTIB: PyX, 3/I0POB’sl, IHBEHTap, CEHCOPH,
OoiioBa sorika Tomo. Takuii MiaXiy akTHBHO BUKopucToByeThcst B Unreal Engine
yepe3 cuctemy Actor Ta ActorComponent. Bin mae 3mory: BUAUIITH
(YHKILIOHAJIBHICTh Y OKpPEMI MOJYJi; MOBTOPHO BHUKOPUCTOBYBAaTH KOMIIOHEHTH B
PI3HHX aKTOpax; 3aMiHIOBaTH ab0 PO3IIMPIOBATH MOBEMIHKY 0e3 3MiHM 0a30BOTrO
kiacy. Y rpi «Bteday 1ie 103Bossi€, Hanpukiiaz, OyayBatu pi3Hi Tunin NPC Ha oCHOBI
OJIHI€I CYTHOCTI, 3MIHIOIOYM JIMIIEe HaOlp KOMIIOHEHTIB ((¢pakuiifiHa NOBEAIHKA,
TOPrOBi MOXIJIMBOCTI, arpecuBHICTH) [16].

Mogens Entity-Component-System (ECS) opieHTOBaHa Ha pO3AiCHHS JaHUX
Ta Jorikd. CyTHOCTI BHUCTYHNarOTh KOHTEHHEpamMHu 1AEHTHU(IKATOPIB, KOMIOHEHTH
30epiratoTh JaHi, a cucteMu oOpoOsaoTh Tpynu KommoHeHTIB. ECS mobOpe
MacmTabyeTbcs Ta 3a0e3nevy€e BUCOKY MPOAYKTHUBHICTh, OJIHAK 1i MIOBHA IHTETpallis B

TOTOBUI pyIniii moTpedye MoaaTKoBOro mpoektyBaHHs. Y mexax Unreal Engine 5
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noBHoIiHHA ECS-monens moxke OyTH peani3oBaHa YacTKOBO, HAIPHUKIIAA uepes
DataTables, Gameplay Tags Ta okpemi cuctemu s o0pooku II-moBeainku yu
b pakiiitHOT TOTIKH.

[TonieBo-opieHTOBaHA apXiTEKTypa 0a3yeThes Ha i71ei 0OMIHY TTOBIIOMJICHHIMHU
MK migcucteMamu uepe3 moaii. lle m03Bosie 3MEHIIUTH 3B S3HICTH MOJYIIB:
CHCTeMa KBECTIB MOXKE pearyBaTH Ha MOAIl «TpaBellb MOMIYEHHUNH OXOPOHIEM» YU
«3MIHEHO pemyTaliio y (pakiiii», He Mar4u >KOPCTKOI 3aJIeKHOCTI B1J KOHKPETHOI
peamizamii IIII a6o Ul. ¥V Unreal Engine 5 Ttakuii migxim peanizyeTbcs depe3
neneratu, noaii B Blueprint Ta Broadcaster/Listener-natepHu.

[IlapoBa apXiTeKTypa BUKOPHCTOBYETHCS ISl JIOTIYHOTO PO3AUICHHS TpU Ha
piBHi: npe3enTtauiitnuit (UI, HUD); refimmieitnuii (MexaHiku, mpaBuja, CTaHHW); JlaHi
(HaymamTyBaHHs, TaOnuIl, pecypcu). Takuit minxig 3a0e3medye 4YITKI  MEXKI
BIIMOBIAAIBHOCTI MIX MIJCHCTEMaMHU Ta 3MEHIIY€E KUIbKICTh MPSIMUX 3aJIEKHOCTEH
MDXK 1HTep(deiicoM, IrpOBOIO JIOTIKOIO Ta CXOBUIIAMH JAaHUX. 3aBASIKU LIbOMY 3MIHU Y
npaBuiax Tpu abo lIl-morimi MoxyTh BuKOHYBaTHcs 0e3 mnepepoboku Ul, a
OHOBJIEHHA KOH(QIrypauiid 1 KOHTEHTY He MOTpeOye BTpYYaHHA y KOJ MeEXaHiK. Y
MIJICYMKY CTPYKTypa 130J10€ 3MiHY OI13HEC-JIOTIKM BiJ BI3yaJbHUX €JEMEHTIB 1
30epiraHHsl JlaHWX, IO [MIJBUILYE MIATPUMYBAHICTh, CIPOUIYE TECTYBaHHS Ta
MOJIETIIIY€ MacIITa0yBaHHS ITPOBOi CUCTEMU.

Y rpi «Breda» IOIIIBHO TMOETHATH KOMIIOHEHTHO-OPIEHTOBAHWUM IMIAXIJ,
MO/1€BO-OPIEHTOBaHY MOJENb Ta IIApOBY Opraxizailito. ba3oBi CyTHOCTi (TpaBellb,
NPC, 00’exkTr OTOYEHHS) peani3yloThCi SK aKTOPHU 3 HaOOpOM KOMITOHEHTIB, IO
BIJINOBIJIAIOTH 32 PyX, 370poB’s, I, dpakiiiiiny JOriKy, TOPTiBIIO Ta B3aEMO/IIIO.
B3aemonis mix cuctremamu (LI, kBectu, Ul, exkoHOMIKA) OpPraHi3oBYEThCS 4Yepe3
MoJii, MO 3MEHIIYE KUIbKICTh MPSIMHX 3aJeKHOCTeH MK MomyJsMmu. Jani mmpo
dpakmii, npeametu, napamerpu NPC Ta KBecTOBlI cTaHU 30epiraroThCs Y
ctpykrypoBaHoMmy Burisial (DataTables, xongirypaiiiitHi 00’€KTH), 110 CHpPOILY€E
MacmTaOyBaHHS Ta TOMAJNBIIE PO3MIMPEHHS TpH. Takuid KOMIUIGKCHUHM TIX1a
3a0e3nedye OallaHC MK THYYKICTIO, TPO30OPICTIO APXITEKTYpH Ta MPOAYKTHBHICTIO

TEUMILIEMHUX CUCTEM.
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2.3 Hiaxix no mogemoBanns LTy UES

MopemoBanHsi mtydyHoro iHtenekty B Unreal Engine 5 rpyHTyeThcsi Ha
NOE€THAHHI KUTbKOX BOynoBaHmx mijgcucreM: Behavior Tree, Blackboard, IIII
Perception, Navigation System ta Environment Query System (EQS). Taka
KOMOIHaIlig J1a€ 3MOTy CTBOPIOBAaTH aJalTHBHY, KOHTEKCTHO 3aJI€KHY IMOBEIIHKY
NPC, o € xpuTH4HO BaXXJIUBUM st SUrVival escape-rpu, e rpaBelb nepedyBae i
MOCTIHHUM THUCKOM 3 OOKY MPOTHBHUKIB.

VY rpi «Breua» ocnosoro 11l € Behavior Tree, sikuii BU3Hauae 3arajibHy JIOTIKY
npuitHaTT pimieHb NPC. KokeH NpOTHBHHMK ONHUCY€TbCA 4Yepe3 Hallp 3ajad:
NaTpyJIOBaHHS; TEpeciAyBaHHs TpaBls; TMOIIYK MICas BTpaTH Bi3yaJbHOIO
KOHTAKTY; TIOBEpHEHHS 70 0a30BOI TOYKH; B3aEMOJis 3 TpUrepamu piBHs. Behavior
Tree B3aeMogie 3 Blackboard, ne 306epiratoThcs 3MiHHI CTaHY: MTOTOYHA I[1J1b; OCTAHHS
BiJIOMa TO3UIlISl TpaBld;, pPIBEHb TPUBOTH; aKTHBHA (pakiiiiiHa HajdexHICTh. lLle
no3BoJisie NPC pearyBatu Ha 3MiHY YMOB 0€3 >KOPCTKOTO KOJyBaHHSI CI[€HapIiB.

Al Perception BUKOpPHCTOBYEThCS Ul MOJeNtOBaHHs opraHiB 4yTTiB NPC.
Kananu 30py Ta cinyXy Jal0Th MOMKIIMUBICTH peaiizyBaTu 0a30Bl CTaHU: MPOTHUBHUK
0aunTh TPABIM; NMPOTUBHHUK Yy€ IIyM; MPOTHBHUK BTPATUB TPABIS 3 TIONSA 30pYy.
Cucrema nagiraiii (NavMesh) 3a6e3meuye moOya0By MapiipyTiB y MeKax piBHs, 110
no3Bossie 11 ob6xomuT mepenoHn, BUKOPUCTOBYBATH KOPUIOPH, KIMHATH Ta 30HU
YKPUTTSL.

EQS 3acrocoByerbest st BuOopy mosuilivi, y skux NPC moBuHeH iATH.
Hanpukian, oxopoHenb MOXe: oOpaTH HaWKpally TOYKY JJIsl OTJISAY; HaOJIU3UTHCH
70 UMOBIPHOT TMO3HUIIIT TPABIl; 00paTH MAapIIPYT, 0 MAKCUMI3y€ 30HY KOHTPOJIIO;
3HAUTH YKpUTTA y pasi HeOesneku. 3apasku EQS pimenns NPC nHaOyBawoTh
MPOCTOPOBOTO0 KOHTEKCTY, IO POOUTH MOBEAIHKY MEHII IIA0JOHHOK Ta OUIBII
IPUPOJIHOIO.

VY rpi «Bteua» 3actocoByeThcsi TiOpumnuit minxia: Behavior Tree kepye

BHUCOKOPIBHEBUMHU PIIIEHHSAMH, a JIOKAJIbHI i peai3yrThcs dyepe3 HeBemmki FSM
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(cTanu aHiMallii, KOPOTKI peakilii Ha Mo/ii, JJOKaJabHI KBECTOBI ciieHapii). [TapameTpu
[T 36epiratothes y DataTables, mo mgae 3Mory 3MiHIOBAaTH arpeCHBHICTh, paiiyc
CHPUNHATTS, TUI MATPYITIOBAaHHS Ta (PpakiiifHy HajexHICTh 0e3 mMomaudikaiii Komy

[17]. [Tigxix 3abe3meuye THYUYKICTb 1 MacIITabOBaHICTh CUCTEMH.
2.4 Iiaxix 1o no0ya0BM cucTeMu (ppaKkuiiiHOCTI, TOPriBJIi Ta eKOHOMIKH

Cucrema @¢pakmiinocti y rpi «BrTedya» mOKIMKaHa CTBOPUTH JUHAMIYHI
comianpHl B3aemonii Mk rpaBiuemM Ta NPC. Koxna ¢pakiis mae BiacHi I,
CTaBJICHHS JI0 IHIIUX yTPYNOBaHb Ta cHelU(IYHy MOBEAIHKY CTOCOBHO TpaBil. Lle
n03BoJig€ (OopMyBaTh ajlbTEPHATUBHI CTUJII TPOXOKEHHS: CIIBOpals 3 OJHUMH
dbpakiisiMu; KOHQIIKT 3 THITUMUA;, HEUTPAIbHUN HUIAX 13 MIHIMAJIBHOIO B3a€MO/IIEIO.
VY3aranpHeHy cXeMy B3a€MO3B’SI3Ky (PakiliifHOCTI, TOPTiBJII Ta €KOHOMIKA B TIpi

«BTteuay HaBeneHO HA PUCYHKY 2.4.
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OpakiiitHa Mojenb 0a3yeThCs Ha TaKUX e€JIeMeHTaxX: Halip d¢pakmiit 13
0a3oBuMHM TIapaMmeTpamM (Ha3Ba, 17€0JOris, 30HAa KOHTPOJO, PIBEHb arpecii);
MaTpulls BITHOCUH (pakiiisgs—ppakxiiiss; permyTaliis rpaBiisd BCepeIrnHl KOXKHO1T (ppakKiiii;
nojii, MmO 3MiHIOIOTh pemnyTamito. Jlani 30epiratotbest y DataTables, a mus
BIJICTE)KEHHSI CTaHY BUKOPHUCTOBYIOTBCA CTPYKTypoBaHi 00’ekTu Ta Gameplay Tags.
[ToBeninka NPC (BopoXxicTh, TOTOBHICTb JI0 TOPTiBJIi, BUaya KBECTIB) 3aJICKUTh BiJl
penyTamiiHuX 3HA4YCHb.

CucrtemMa TOpriBii € Haa0ya0BOIO Haja dpakimiiiHicTio. KoxkeH Topropeips mae
HaOlp TOBapiB; IIHOBI MoAMGIKATOPH, MO 3aJeXarTh Bia (pakiii Ta pemyTaiii;
cnequ@iuyHl yMOBHM JOCTyMmy (HampuKiaa, OPOJaX PIAKICHUX MPEAMETIB JIHILIE
coro3HukaM). Jlorika Topriii peanmi3yerbcst y koMOiHaiii C++ (i po3paxyHKiB,
NnepeBIpKd 1HBEHTaps, Bamigamii yrox) ta Blueprint (mns moOyaoBu UI-BikoH,
BIJIOOpa)K€HHs TOBapiB, BHOOpPY oONIiM TIpaBieM). EKOHOMIKa € JIOKaJi30BaHOIO,
TOOTO HE MparHe 10 MOBHOI CUMYJISIIT PUHKY, aje GOopMy€e BITUYTTSI CUCTEMHOCTI Ta
HACJI1JIKOBOCTI /il TpaBIIsl.

Exonomiuyna Mojens BKJIIOYa€: BHYTPINIHIO BAaNIOTy; OapTepHi omeparii;
PIAKICHI pecypcy, NpHUB’s3aHl 10 KOHKPETHUX (Ppakuiid; BUTPATHI MPEAMETH, IIO
BIJIMBAIOTh Ha redMIuied (JIlKu, IHCTPYMEHTH JJIA 3JlaMy, K4l J0CTymy). Yci mi
CJIEMEHTH TOB’s3aHl 3 (PaKIiifHOIO JIOTIKOK: BHUKOHAHHS 3aBJaHb II1J[BUIIYE
penyTailiro; BHCOKAa pemyTallis 3MEHIIye LIHW; 3pada (pakmii moripurye yMOBHU
TOPTriBIIl 200 MOBHICTIO OJIOKYE TOCTYT JI0 TOPTOBIIIB.

Takum ynHOM, crucTeMa (DpakKIiitHOCTI, TOPTIBI Ta EKOHOMIKH THTETPYETHCS 3
I Ta xBeCTOBMMHU MeXaHIKaMH, (POPMYyHOUYM HENIHIMHUNA TPOCTIp pillleHb, J1e Aii
rpaBIls MAIOTh BIAUYTHI HACTIJKU SK HA PIBHI CIO)KETHOTO MPOTpecy, TakK 1 Ha PiBHI

JIOCTYITHUX PECYPCIB.
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2.5 Mogeai modoyaoBu cueHapiie ta kBectiB (linear, FSM, branching

narrative)

[ToOynoBa crieHapHOT CTPYKTYpPH Ta KBECTOBOI CUCTEMH € KIIFOUOBUM aCIeKTOM
survival escape-rpu, OCKUIBKHM camMe BijJ Oprasi3aimii 3aBJaHb 3aJCKHUTh BiIIyTTS
[ITICHOCTI, HAampyrd Ta BapiaTUBHOCTI MPOXO/KEHHA. Y NPaKTUIl Telmau3aiHy
3aCTOCOBYIOTHCS TpH 0a30Bi Mojeli MOOy0BU KBeCTiB: JdiHiMHA (linear); Moaens Ha
OCHOBI aBToMariB KiHleBux craHiB (FSM); posramyxena wmogens (branching
narrative). BuOip koHkpeTHOT Mozeli abo iXHhO1 KOMOIHAIT Oe3mocepeIHhO BIUIMBAE
Ha pIBE€Hb KOHTPOJIO HAJ CIOKETOM, CKJIAJHICTh peali3alli JOriKH Ta 00CAr 3yCHUllb,
HEOOXITHUX [T TecTyBaHHs [18]. Y3aranbHeHy cXeMy BUKOPUCTAHHS IIMX MOJEJICH

y rpi «BTeda) HaBesieHO HA PUCYHKY 2.5.
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Pucynok 2.4 — Cxema KOMOIHOBaHOTO BUKOPHUCTaHHS JiHiiHOT Moaeni, FSM Ta

branching narrative B kBecTOBI#i cuctemi rpu «BTeuay

JliniitHa Monenb mnependadyae (piKCOBaHY MOCIIIOBHICTh 3aBAaHb, A€ KOXKEH
eTan aKTUBYEThCS JIMIIE MICIs 3aBepIIEHHS nomnepeaHboro. BoHa € mpocroro s
peaizaliii, IETKO TECTY€ETbCA Ta rapaHTy€e€ KOHTPOJIbOBAaHUN TeMIil onoBigl. OgHaK y
KOHTEKCTI I'pu «BTewya» umMcTo JMHIMHMA miaxig oOMexkyBaB OM BapiaTHBHICTH Ta
MNOBTOPIOBAHICTh MPOXO/PKEHHS, 3MEHIIYIOYM MOTHBALI0 10 MOBTOPHOIO IpU Ta

€KCIIEPUMEHTIB 13 PI3HUMHU CTUJISIMU TTOBEIHKH.
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Mogens FSM 3acTocoByeThbCsl Ha PiBHI BHYTPINIHBOI JIOTIKM KBecTiB. KoxHe
3aBJIaHHS MAa€ CTaHWU: HEAKTUBHUMN; aKTUBHUN;, BUKOHAHUIN 4YaCTKOBO; 3aBEPIICHMIA;
npoBasieHui. [lepexoau M ITUMU CTaHaMU B1I0YBaIOTHCS 32 YMOBHUMH TPUTECPAMH:
rpaBellb YBIMIIOB Yy 30HY; I'paBellb MiAiOpaB KIOYOBHM MpeaMET; TpaBellb OYyB
MOMIYCHHI OXOPOHIIEM; 3MIHUIACh pemyTalis y (ppakiii. FSM € 3py4HOI0 17151 OTIUCY
JOKAJIbHUX CIIHApiiB, ajge He MIAXOIUTh SK €IuHa Tio0ajdbHa MOJENb CIOXKETY,
OCKIJIbKU MTOTAaHO MACIITa0y€eThCS JUIsl BEIMKOT KITBKOCTI B3a€EMOTIOB’ SI3aHUX T1JIOK.

Branching narrative 3a0e3nedye HasBHICTh KUIBKOX CLEHApHHUX TUIOK, IO
3aJIiekarh B Al rpaBud. Y rpi «Breday 1ed miaxin BUKOPUCTOBYETHCS IS
dbopMyBaHHS BaplaHTIB: BTeYa 3a JOMOMOTOI KOHKPETHOI (pakiiii; caMocTiiHa
BTeya 0€3 COIO3HMKIB; CIpoOa KOHTPOIIOBATH OajaHC MK KUIbKOMa (PpakuisiMu 3
pi3HUME Haciiakamu. KojkHe 3HauylIe pileHHs rpaBils (MATPpUMKA OJTHIET 31 CTOPIH,
BIJIMOBa BIJl KBECTy, arpeCMBHa MOBEAIHKA) 3MIHIOE JOCTYIHI HUISIXU Ta (iHamy,
dbopMyroun BIIUYTTSl MEPCOHATI30BAHOTO MPOXO/KEHHS Ta IMiJABUILYIOUH €MOIIHE
3aJTy4eHHS.

Ha mpaktumi y r1p1 «BTewa» BHKOPHCTOBYEThCS KOMOIHOBAaHAa CXeMa:
ro0abHU  CIO)KeT moOymoBaHmii sk branching narrative 13  KJIIOYOBUMH
po3rajly>KeHHsIMU Ta (piHAIaMHU; OKpEM1 KBECTH Ta iX BHYTPILIHI €Talu peani3yloThCs
yepe3 FSM; mniHiliHI (parMeHTH 3acTOCOBYIOTbCA JI KPUTHYHUX CLEH, [€
HEO0OX1THO 3a0e3rneunTH (HIKCOBAHUN PO3BUTOK MOIN (HAMpUKIIAd, BCTYIHA MICis,
nepiMi KOHTAaKT 3 OCHOBHOI (pakili€ro, HaBYaldbHl emizonu). Takuil miaxin
JT03BOJISIE TIOEHATH KOHTPOJb HAJ TEMIIOM OIOBiJlI 3 BaplaTUBHICTIO BHOOpPY Ta
MIJBUIIEHOI PEIrpaldebHICTIO, @ TaKOX CTBOPIOE MPO30pPY CTPYKTYPY KBECTIB,
3pY4YHY JIJIS TTOAQIBIIOTO PO3IIUPEHHS, HAATOKCHHS i KOMaHIHOI pOOOTH KiTBKOX
po3poOHUKIB oHOYAacHO. [omaTkoBo momiOHa opraHizailisi CIPOIINYE BiJACTEKCHHS
HACJIJKIB PIIIEHb TPaBIS: TIIKU CHOXKETy, cTaHu FSM Ta ckpunToBaHi JiHIMHI
€mi30M MOXYTh JIOTYBAaTHUCS, aHATI3yBaTUCSI Ta KOPHUTYBAaTHUCS OKPEMO, IO
noJieruye OalaHCyBaHHS CKJIAJHOCTI, BIPOBAKEHHS HOBUX TUIOK 1 IOCTYNOBE

HapOILyBaHHS KOHTEHTY 0€3 pyHHYBaHHS BXK€ ICHYIOUO1 CTPYKTYPH.
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2.6 O0rpyHTYBaHHSI BUOOPY TEXHOJIOTIYHOIO CTEKY

Texnonoriynuit crek rpu «Breda» popMyeThCcsi BUXOJAYU 3 BUMOT 0 KaHpY,
ckiaaagnocti Il Ta morpebu B MomymnbHIN apxiTekTypi. bazoBoro mmardopmoro
oopano Unreal Engine 5, sxuii 3a06e3nedye: BUCOKHI piBeHb IpadiuHOi meTanizalii;
BOy/j0BaHI 1HCTpyMeHTH s moOyaoBu Behavior Trees, Blackboard ta EQS;
OiATPUMKY 3MimmaHoro miaxoay Blueprint + C++; po3BuHeHy cuctemy poOoTH 3
nanumu (DataTables, Gameplay Tags).

MoBa C++ BUKOPUCTOBYEThCS JJi peanizaiii: sjapa reitmiuiero; LI-moriku;
(dpakuiifHOi CHCTEeMH; MEXaHI3MIB E€KOHOMIKHM; YIpPaBIiHHSA 30€peXKEHHSMU Ta
KoH(irypairiero. Blueprint 3actocoByeThes s moOyaoBu Ul ta HUD; peamnizamii
TPUTEPIB PIBHS; CKPUNTOBUX CLEH Ta KaT-CIIEH; MIBUAKOI ajanTaiiii redMIUIeHHIX
pilieHb 0e3 mepexkoMnuALii rpu. Takuil po3noaisl q03BoJisi€ 30epertu OanaHc Mix
MPOYKTUBHICTIO Ta THYYKICTIO.

Jist monenmoBaHHs AaHUX BUKOPUCTOBYIOThCS: cTpykTypu (USTRUCT) nmns
ommucy mapametpiB NPC, mnpeameri, ¢pakmiif; DataTables sk 1nentpamizoBane
cxoBullle KoHpirypamiii; Gameplay Tags misi MapKyBaHHS CTaHIB, THUIIB 00 €KTIB,
HaJIEXKHOCTI 10 (pakuiid 1 cueHapHux yMoB. Lle crpoiiye niaTpuMKy Ta po3IIHPEHHS
CUCTEMU: JoaaBaHHs HOBOI (pakiii abo tumry NPC 3BoauThCS 10 BHECEHHS 3MiH Y
Tabauil 6e3 Mmoaudikalii OCHOBHOI JIOTIKH.

HonatkoBo no creky Hanexkats: CYB (Git) mis BIACTEXXEHHsSI 3MIH KOy U
KOHTEHTY; IHTEerpoBaHe cepenoBuie po3pooku Visual Studio mns pobotu 3 C++;
penakrop Unreal Engine sik OCHOBHUI 1HCTpYMEHT 1OOY1I0BU piBHIB, TecTyBaHHs 11
Ta HaJaroJKeHHs reiimiuiero. J{ias JOKyMEHTyBaHHS Ta KOOpPIMHAIl KOMaHIHOI
poOOTH 3aCTOCOBYIOTHCA CUCTEMH BeACHHS 3a1ay 1 BHyTpimHI Wiki-cxoBuina; 301pka
MPOEKTY MOKe OyTH IHTErpoBaHa 3 IHCTpyMEHTaMu Oe3NepepBHOI 1HTErpaiii, sKi
aBTOMATH3YIOTh KOMIIUIAIIIO, 3aIlyCK TECTIB 1 0a30BHM aHali3 SIKOCTI KOAY Mepen
BKJIFOUEHHSIM 3MiH JI0 OCHOBHOI T'JIKK PETO3UTOPIIO.

VY3aranbHOI04M, OOpaHHMl TEXHOJOTIYHHUUA CTeK: 3a0e3ledye CYMICHICTh 13
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BUMOTaMHM >KaHpy survival escape; miarpumye ctBopeHHs ckiaaHoi IIII-noriku 6e3
CTOPOHHIX PpIllIeHb; CHpHUsie MOOYAOBI MOAYJBHOI apXiTEKTYpH; A€ MOKJIHMBICTb
MOJIaJIBIIOT0 MacTaOyBaHHS IPU Yepe3 JA0JaBaHHS HOBUX PIBHIB, (Ppakiiiii, KBECTIB
ta DLC 0e3 kapauHanpHOI mepelynoBu 0a30Bux cucteM. Takoxxk BiH 3a0e3mnedye
Y3TO/UKEHUNM LUK PO3POOKH: BiJ MPOEKTYBAHHA CTPYKTYp HaHUX 1 KOAY [0
Bi3yaJbHOI 30IpKM pIiBHIB, MPO(MUIIOBaAHHA NPOAYKTHBHOCTI ¥ aBTOMATH30BAHOTO
TECTYBaHHS KIIOUOBUX CIIeHapiiB. HasBHICTP €IWHOTO TEXHOJOTIYHOTO CTEKY
MOJIETIIIye KOMaHAHY poOOTY, crpollye OHOOPAMHT HOBUX YYacCHHUKIB 1 JI03BOJISIE
MIATPUMYBATH €UHI MIAXOAW 0 CTHIKO KOAY, OpraHizailli KOHTEHTY Ta BHITYCKY

OHOBJICHBb I'DH.

2.7 BUCHOBKH 10 Po3/i1y

VY upoMy po3aii OyJio pO3TJISHYTO OCHOBHI TE€XHOJIOTIi, 3aCO0M Ta MIAXOJH,
[0 BUKOPUCTOBYIOTHCS JIJII PO3POOKH KOMII toTepHOi rpu «Btewa» Ha mmatdopmi
Unreal Engine 5. IlopiBasinas Blueprint Ta C++ mokaszano I0UUIbHICTE 3aCTOCYBaHHS
3MIIIAHOTO MiAXOAY: BI3yaJbHE MpOrpamMyBaHHS JOLIJIBHO BUKOPUCTOBYBATH MJIs
IIBUJKOTO TMPOTOTUITYBaHHs, TOOYyAOBH 1HTEp(ENCciB, KBECTOBUX TpPHUIEpiB Ta
OKpEeMHX CIEHapHHX Mmofid, toml gk C++ oOpaHo s peanmizauli OpOIyKTUBHOIO
reiimruieitHoro sapa, ckiuaguoi III-moriku, ¢pakiiiHOl CUCTEMH, €KOHOMIYHUX
MEXaHI3MIB Ta poOOTH 3 JaHUMHU. Takuil po3mojiiyi 000B’SI3KIB MK 1HCTPYMEHTAMH
JIO3BOJIIE TIOE€JHATH THYYKICTh PO3POOKU 13 3a0€3MEeUYeHHSIM HEOOXITHOTO pPIBHS
ONTHUMI3allii.

Bynu mpoananizoBaHi apXITEKTypHI MIAXOAU 10 TMOOYAOBH TEUMIUICHHUX
CHUCTEM, 30KpeMa 00’ €KTHO-OpIEHTOBaHA MOJI€JIb, KOMIIOHEHTHO-OPI€HTOBAHUI
X1, MOIEBO-OpieHTOBaHa apxiTekTypa Ta dacTtkoBi einementd ECS. Ha ocHoBi
HOTO 3pO0JIEHO BUCHOBOK IPO JOLIbHICTH BUKOPUCTAHHS KOMOIHOBAHOI MOJEII, Y

K1 0a30Bl CYTHOCTI peaji3ylOThCSl SIK aKTOPH 3 KOMIIOHEHTaMH, B3a€EMOJIS MIXK
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MIJICUCTEMAaMU OPraHi30BYEThCS uUepe3 MOojll, a JaHi CTPYKTYpOBAaHO B OKPEMHUX
TabauIsax 1 KoHQiryparisx. Takuii miaxig 3ade3neuye MOAYJIbHICTh, 3MEHIIYE
3B’A3aHICTh MK MOJIYJIIMH Ta CHPOIIYE MOAAIBIIE MacIITaOyBaHHS TPH.

Posrmsanytuit miaxin no moxemoBanHsa LI B UES mokasza, mo moeaHaHHS
Behavior Trees, Blackboard, IIII Perception, NavMesh Tta EQS no3Boise
noOyayBaTH aJaNTUBHY CUCTEMY IOBEAIHKM NPOTHUBHUKIB, 3/1aTHY pearyBaTh Ha
KOHTEKCT Cepe/lOBUIla, Jii TpaBlisl Ta CIEHapHI YMOBH. JlogaTkoBE BUKOPUCTAHHSA
jokanbHuX FSM-cTpykTyp A BHYTpIIIHIX CTaHIB OKpEMHUX CIIeHapiiB 3abe3mneuye
HEOOX1IHY KEpOBAHICTh 1 MepeadadyBaHICTh Ha MIKPOPIBHI 0€3 BTpaTH THYYKOCTI Ha
3arajbHOMY PiBHI.

Bbyno obrpyHTOBaHO miAXiJ A0 MOOYJOBU CUCTEMHU (PPAKIIITHOCTI, TOPTIBII Ta
eKOHOMIKH, sika iHTerpyerbes 3 LI 1 kBecToBuMu mMexanikamu. OpaxiiiiiHa MOJIEINb,
3aCHOBAaHA Ha peryTalli Ta MAaTpULl BIIHOCMH MDXK YIPYIIOBaHHSMH, HA/Ia€ 3MOTY
BIUIMBATH Ha JOCTYI JO PECYpPCIB, 3aBAaHb 1 TOPTOBUX MOKIMBOCTEH, (GOpMYyIOUn
BapiaTMBHI CTWJl TPOXO/DKEHHS Ta pi3HI HACHIAKU IS TpaBid. ExoHOMIKa
pPO3TISAAETBCA K I1HCTPYMEHT WIATPUMKH TEHMIUICI0, a He SK CaMOJOCTAaTHS
CHMYJIALIIS, 110 BiJIMOBIIa€ )KaHPOBUM BUMOTaM Survival escape.

OxpeMy yBary npuaiIeHO MOJENSIM MOOYI0BU clieHapiiB 1 kBecTiB. IlokazaHo,
0 MO€JHAaHHA JNiHIMHUX (parmeHTiB, FSM 1 BHYTpIIIHBOI JIOTIKK 3aBJaHb Ta
posraimyxeHoi wMogeni (branching narrative) st 1100adbHOTO  CIOXKETY €
ONTUMAJIBHUM PIIIEHHSAM JI JOCSTHEHHsS OajaHCy MDK KEpPOBAHICTIO OMOBIAI Ta
BHUCOKOIO peirpabenpHicTIO. Taka KOMOIHOBaHa cXema JI03BOJIIE BpPaxOBYBATH
HACJIIKK PIIIeHb T'PaBIls, MIATPUMYBATU KUTbKa albTEPHATUBHUX MUISXIB BTEYl Ta
dbopmyBaTH pi3Hi QiHAIH.

VY3aranpHIOI04H, BUOIP TEXHOJIOTIYHOTO CTEKY, apXITeKTYpHUX TMIiAXOIIB Ta
mozaener I, @pakuiiinoi B3aemojli, €KOHOMIKM MW CLEHAapHOI CTPYKTYpH €
OOIpyHTOBAaHMM 1 B3aemonoB’a3aHuM. Obpana komOiHanisa 3aco6iB Unreal Engine 5,
C++, Blueprint, Behavior Trees, EQS, DataTables Ta Gameplay Tags 3a0e3mneuye
HEOOX1THUHN pIBEHb THYYKOCTI, MPOAYKTUBHOCTI Ta MacIITabOBaHOCTI JUIs peanizalii

rpu «Breua» sik koMIiekcHoOi survival escape-rpu 3 HeJiHIHHAM MPOXOKEHHSIM Ta
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afgantuBHOIO noBeAiHKOI0 NPC. OTpumaHi pe3ysbTaTi CTBOPIOIOTh METOIONOTTYHY U
TEXHOJIOTIYHY OCHOBY IS MOJAJBIIOTO MPOEKTYBAHHS Ta MPOTPaMHOI peaizalii

CHCTEM I'pU B HACTYITHUX PO3ALIaX.

3 MNPOEKTYBAHHA KOMIPIOTEPHOI I'PAU

3.1 Meta, 00’€KT, NpeaMeT i 3aBIaHHS

Mertoto AUMmIOMHOT pOoOOTH € MTPOEKTYBAHHS Ta peati3allis KOMIT IOTEpHO1 TpU
xaHpy survival escape «Breua» Ha 0a3i pymris Unreal Engine 5 3 BukopucTanHsIM
KOMaHJHOTO METOJy pO3pOOKH, IO TMependaydae po3MOILT poJie y KOoMaHii,
OpraHizallilo CHUIbHOI pOOOTH HaJ TpPOI0 Ta 3aCTOCYBaHHS CyYacHUX 3aco0iB
KOJICKTUBHOI PO3POOKH TpPOrpamMHOro 3abe3redueHHs. ['pa Mae mpoIeMOHCTPYBATH
MO>KJIUBICTh TOOYOBH KOMIUIEKCHOT TeMMIUICHHOI CUCTEMH 3 aJJallTUBHUM IITYYHUM
IHTENEKTOM, (PPaKUIMHOI MOAEIUII0 B3a€EMOJII Ta HENIHIHHOK CIEHAPHOIO
CTPYKTYpOIO, a TaKOX II0Ka3aTH €(GEeKTUBHICTh KOMAaHIHOTO IMAXOAY Mia dac
CTBOPEHHSI I'POBUX MPOAYKTIB.

OG’eKTOM JOCHIKEHHS € MPOLEeC MPOEKTYBaHHS, KOMaHJIHOI pO3pOOKHU Ta
TECTyBaHHS IHTEPAKTUBHOTO reMMILJIEHHOTO CepeioBHINA Y JKaHpi survival escape Ha
matgopmi Unreal Engine 5.

[IpeameToM mOCHIIKEHHST € METOAM, MOJIEJI Ta MporpamMHi 3aco0u MmoOy10BU
apXITeKTypH IrPOBOi JIOT1KM, AaJalTUBHOI TOBEMIHKM I1HTEICKTyaJIbHUX AareHTIB
(NPC), dpakuiitHux B3a€MoJIiii, CHCTEMHU TOPTiBJIl Ta KBECTOBUX CIIEHApPIiB, a TAKOX
oprasizaiisi KOMAaHJIHOTO TPOIECY pPO3POOKH, BKIIOYHO 3 PO3MOIIIOM POJEH,
BuKkopuctanHsaMm CYB Ta nnanyBaHHSIM 3a7ay.

JUist [OCATHEHHS TOCTaBJI€HOI METH Yy JUIUIOMHIM poOOoTi HEoO0XiJAHO
PO3B’SI3aTH TaKl 3aBJaHHS:

— npoaHai3yBaTH >xaHp Survival escape, cy4acHi miaxoau 10 MoOya0BU

I Ta irpoBUx cHUCTeM, a TaKOX OOIPYHTYBaTH aKTyaJbHICTh CTBOPEHHS TpH
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«Bteugay;

— o0patu Ta OOIPYHTYBATH TEXHOJOTTYHUHN CTEK, apXiTEKTYPHI MIIXOAN U
THCTpYMEHTH JUIs peanisalii reimiuieiinux cucteM Ha 0a3i Unreal Engine 5;

— PO3pPOOUTH CTPYKTYpPY I'PU, BUBHAUUTH OCHOBHI CYTHOCTI, 1X B3a€EMO/IIIO,
dpakxiiifHy MOIeIb, CIIEHAPHI TUTKH Ta CUCTEMY KBECTIB;

— PO3pPOOUTH apXITEKTYpy Ta peali3yBaTH CHUCTEMY IITYYHOTO IHTEIEKTY
Ha ocHOBI Behavior Trees, Blackboard, Al Perception ta EQS 3 ypaxyBaHHSIM BUMOT
xaHpy survival escape;

— PO3pPOOHUTH CTPYKTYpYTa pealizyBaTu CUCTEMY (hPaKIIHHOCTI, TOPTIBII i
EKOHOMIYHMX B3a€MO/Iii, iHTerpoBany 3 11 i kBecTOBOIO JIOTIKOIO;

— OpraHi3yBaTH MPOIEC KOMaHJHOI pO3pOOKU I'pH 13 BU3HAYEHHSM pOJIeH
(HampuKkiIan, TEXHIYHUM JIif, PO3POOHUK TeUMIIEHHOT JIOTIKH, PO3POOHUK
iHTepdeiicy, nu3aiiHnep piBHIB), pO3MOJLIOM 3a/1a4u Ta 3acTocyBaHHIM CVYB;

— omucatd 0OpaHi MiAXOAU A0 B3a€EMOJIi B KOMaHJi (IpaBUJia BHECEHHS
3MiH, Y3TO/IP)KEHHSI apXITEKTYPHHX PIIIeHb, IPOBEJACHHS PEB 0 KOAY Ta KOHTEHTY);

— CTBOPUTH IrpOBl piBHI, 1HTepdelc KOpHUCTyBaya Ta I1HTEPAKTUBHI
€JIEMEHTH CepeIOBUIIA, 10 MIATPUMYIOTh OOpaHy MOJIeb FeHMILIEIO;

— MIPOBECTH TECTYBAHHSI BCIX CHCTEM

3.2 Oprani3aiis koMaHIHOI po3podku rpu «Breuyay»

Peanizariis rpu «Breua» BUKOHY€EThCS IK KOMaHAHa poOOTa 13 3aCTOCYBaHHSIM
KOMaHJTHOTO METOJy OpraHizaiii mparfi, po3mo/ijioM poJei 1 BIAMOBIJAIBHOCTEH, a
TaKOXX CIIJBHUM IUUIAHYBAHHSIM 1 KOHTPOJIEM BUKOHAHHS 3aBlaHb. Takuil Miaxif
HAOMMKEHUN 70 MPAKTUKU KOMEPLIHHOT po3pOOKH irop 1 Aa€ 3MOry JOCIIIUTH HE
JIUIIIE TEXHIYHI aCleKTH CTBOPEHHS IrpPOBOi CHCTEMHU, a W KOMAHIHY B3a€EMOJIIIO; ii
CTPYKTYpYy NOJIaHO Ha PHUCYHKY 3.1, a OCHOBHI poji HaBeaeHo B Tabmuui 3.1. Y

MeXaxX po3pOOKH BUAUISIOTHCS TaKi OCHOBHI POJI:
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— TeXHIYHUM JIJI, BIANOBIMAJIBHUN 3a 3arajibHy apXiTeKTypy, BHOIp
TEXHOJIOTIH 1 KJIIOUOBHUX IMIJIXO/IB JI0 peatizallii, MATPUMKY IIJIICHOCTI KOJI0BOi 0a3w,
1HTErpaIlito MOIyJiB Ta y3rO/)KeHHS TEXHIYHUX PIIIEHb MK YYaCHUKAMHU KOMAaH/IH;
— PO3pPOOHUK TEHUMIUIEHMHOI JIOTIKH, IO 30CEPEKYEThCS Ha MEXaHIKax
B3a€MOJII TpaBlid 3 OTOYCHHSIM, KBecTaMu Ta 00’ektamu; po3poonuk LI, sxwmii
npaittoe Hag Behavior Trees, EQS, namamryBanuasm Al Perception Ta mapamerpamu
NPC;
— JU3aiiHep PiBHIB, BIAMOBIAATBHUN 32 CTPYKTYPY JIOKAIliil, TPUTE€PH, 30HU
PHUBHKY ¥ YKpUTTS; po3poOHUK iHTep(deiicy kopucTyBaya, Bianosigansuuii 32 HUD,

MEHIO, BIKHA 1HBEHTAps Ta TOPTIBIi. 3aJIEKHO BiJl pO3MIPY KOMaHIH Il POJIi MOXKYTh

MOEHYBATUCS OJIHIEI0 0CO00I0, TPOTE PO3MOI1JT 000B’ I3KIB 30€PIraeThCsl.

Tabnums 3.1 — Poni Ta BiAMOBiAANBbHICTh YYACHUKIB KOMAaHIU PO3POOKHU Tpu

«Bteuay

Poanb y Koporkuii onuc  OcHOBHi 000B’s13kH OcHoBHi cepu

KOMAaH/Ii poJii BilNoOBigaAbHOCTI
Po3po6HuK Biamnosinae 3a Peanizarnisa Mmexanik pyxy it Monyns LI kBecToBa
JIOTIKHU TPHU peaizariito B3a€EMO/Ii1 TpaBIIs; cucrteMa; (hpakifiiina MoJenb;
(reiimmeii / | redmmieiHOl HanamryBanss L1 (Behavior — inBeHTap; clcTeMu TpUrepiB

1111)

JIOTiKH, pOoOOTH
I ta inTerpartito
OCHOBHHX CHCTEM
rpu

Trees, EQS, Al Controller);
IMIUIEMEHTaIlisl KBECTOBOT
JIOTiKH, GPaKIIHHOI CHCTEMH,
IHBEHTaps1; IHTErpallisi CUCTEM
3 Ul

Ta ITPOBUX MOAIM

XynoxHuk /  Binnosinae 3a CrBOpeHHs Ta 3D-mozeni 00’ €KTiB 1
Ul- BI3yaJIbHY noonpauoBaHHs 3D-moneneir  mepcoHaxis; iHTEpderic
PO3pOOHUK / = CKJAJIOBY I'PH, 00’€KTIB 1 EPCOHAXKIB; kopuctyBaua (HUD,
3D-monenep  crBopenHs 3D- BIIPOBA/IPKEHHS MaKeTIB Ta 1HBEHTap, KBECTH, MEHIO);
MoJesel Ta peaiizallisi ekpaHy IHBEHTaps, Bi3yajbHa LITICHICTh CTUIIIO
iHTEpdeiicy HUD, nianoroBux BiKOH 1 rpH
KOpHCTyBa4a MEHIO; MiI01p CTUITICTUKH,
mpuTiB Ta IKOHOK
Jlesen- Binnosinae 3a [IpoexTyBanHs miaHy piBHiB; ~ CTpyKTypa piBHIB; iIrpOBi
nu3aitHep / noOyI0BYy KapT, nmoOyioBa oToueHHs (KiMHaTH, 30HU (HeOe3meuHi / 6e3nedHi /
3D-monenep  CTPYKTypy piBHIB = KOPUIOPH, 30HH OXOPOHH, ¢bpakiiifHi); MapHpyTH
OTOYEHHS Ta PO3MIILLIEHHS TOUKH OTJISIAY); PO3MIILIEHHSI  MAaTPYJIIOBaHHS;
IrpoBHX 30H MaTPYIIOBaHHSA, TOUOK pO3TalIyBaHHS MPEJIMETIB Ta
€JIEMEHTIB y cnaBHy NPC ta npenmeris; IHTEPaKTUBHUX 00’ €KTIB;
npocTopi HaJIAIITyBaHHA HaBIralifHOI  MiATPUMKA KOPEKTHOI poOoTH

citku (NavMesh) Ta Tpurepis

HII B oTouyeHHI
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Opranizariiss podotu Oyayerbcs Ha BukopuctanHi CYB Git Ta cHuIbHOTO
PETOo3UTOPIIo, Y SIKOMY 30epIraloThCsl BUX1IHI KOJM, HAJAIITyBaHHS T'PH Ta YacTHHA
KOHTEHTY. {7151 y3ro/pKeHHS 3MiH 3aCTOCOBYIOTHCS TLTKA PO3POOKH:

— OCHOBHA T1JIKa 3 CTa01ILHOIO BEPCIEIO;

— OKpeMI TUIKH JIJIs peani3alii HOBUX (yHKIIIH;

— TUTKY 1JI9 €KCTIEPUMEHTATBHHX PIIICHb.

[lepea 3mMUTTSAM 3MiH Yy OCHOBHY TUIKY BHKOHYIOTHCA IEpeBIpka Ta 0a3oBe
TECTYBAHHS, 10 3HWKY€E PU3UK MOSIBU KOH(PIIIKTIB 800 KPUTUYHUX TOMUJIIOK.

[InanyBaHHSI 3aBlaHb 3A1MCHIOETHCS y BUIJISAI pO3OMTTS pO3pOOKM TpU Ha
iTeparlii (COpUHTH), KOKHA 3 IKMX MAa€ KOHKPETHY I[1JIb:

— peanizaliisi MIHIMaJbHOTO TeUMILIEIO;

— inrerpais 1II; BmpoBamkenHs ppakiiitHoi cuctemu;

— JI0IaBaHHSI CUCTEMHU TOPTiBJI1 TOIIIO.

Koxne 3aBmaHHS OMHUCYETHCS 3 TOYKH 30py OUIKYBAaHOTO pe3yJbTaTy Ta
KpUTEPIiB TOTOBHOCTI. J[JIs1 KOMyHIKaIlil Ta y3TO/PKEHHS PillleHb BUKOPUCTOBYIOTHCS
KOPOTK1 3ycTpidi (a00 iXHI OHJAH-aHAJIOTH), Ha SIKMX OOTOBOPIOIOTHCS MOTOYHHUI

CTaH pO3pOOKU TPH, MPOOJIEMH Ta HACTYITHI KPOKHU.

Kepiguuwk / refimounsainep
NpOEXTY

I

Komarga pospobrn rpu
«Brevya»

— 1

T

PoapoGHuk norikK rpu
(refmnned / AT)

Xynownuk / UI-poapoBHuk /
3D-mopenep

Neegen-guzaiHep [ 30-
Moaenep oToYeHHA

!

l

l

Medmnnedna norika, Al
KBECTOBA CHCTeMa, dhpakwii,
iHBEHTap

BiayaneHui cTink, UT, HUD,
IHBEHTAp, Alanorosi BikHa,
MEHH

CTPYKTYpa piBHIB, OTOMEHHA,
J0HW NaTPYNIOBEHHA, TOYKK
cnaeHy NPC Tta npegmertia

Pucynok 3.1 — CxeMa KOMaHJIHO1 CTPYKTYPH pO3poOKH rpu «Breuay
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3.3 ®yHKIiOHAJILHI BUMOT'H 10 TPH

OyHKIIOHATBHI BUMOTH BU3HAYAIOTh, IKY caMe MOBEIIHKY Ma€ 3a0e3MeuyBaTi
CHCTEMa 3 TOYKHM 30py TPaBlls Ta BHYTPILUIHBOI JOTIKMA Tpu. J1Jii KOMIT IOTEpPHOI Ipu
«Bteua» ocHOBHI (yHKIIOHAJIbHI BUMOTH (OPMYIOTHCS HAaBKOJIO MEXaHIK
BIDKMBaHHS, BTedl, B3aemonii 3 NPC, dpakmisimMu, nmpeameTraMu Ta CepeoBUIIEM
[19].

J1o ki1r040BHX (DYHKIIIOHALHUX BUMOT HaJIeKaTh:

— MOJKJIMBICTh KEPYBaHHs IEPCOHAXKEM T'PaBIsl y PEKUMI PEAIbHOIO Yacy,
BKJIFOYHO 3 MEPEMILLEHHSAM, B3a€EMOIEIO 3 00’ €KTaMU, BUKOPUCTAHHSIM MPEAMETIB Ta
BUKOHAHHSM il IPUXOBAHOCTI;

— HAasBHICTh CUCTEMHU IITYYHOIO IHTENEKTY, siKa 3a0e3leuye IMOBEIIHKY
NPC 3 ypaxyBaHHSM 30py, CIyXy, MapuIpyTy HNaTpyJIOBaHHsS, NEpeciiTyBaHH,
MOIIYKY TPaBIIsl MIiCJs BTPATH KOHTAKTY Ta peaKilii Ha MoIii;

— MIATPUMKa PpakuiiHoi Mojeni, y Mexax skoi NPC HanexaTs 10 pi3HUX
yIpyIIOBaHb, a CTaBJCHHSA (pakiiii g0 TpaBId Ta OJHA JO OJIHOI 3aJCKUTh BIJ
BUMHKIB I'PaBIIs;

— peanizalis CHCTEMH KBECTIB Ta CLIEHAPHUX TMOJiH, 110 3aIyCKalOThCs Ha
OCHOBI Jiil TpaBIls, PiBHA permyTallli, mepedyBaHHs y MEBHUX 30HAX YU B3a€EMOJIi 3
KOHKpeTHUMH NPC;

— HAsSBHICTh 1HBEHTaps, SKWUW J03BoJiss€e 30epiraTH, BHUKOPHUCTOBYBATH,
KOMOIHYBaTH ¥ BiJJlaBaTH MPEAMETH, [0 BIUIUBAIOTHh HA MOXKJIMBICTh BTEYl, IOCTYII
JI0 30H, pIBEHb BU)KUBAHHS;

— BIPOBAKEHHS cucTemMu Toprim 3 NPC, ne 1iHu, 10CTynHICTh TOBapiB
Ta YMOBH YT0Jl 3aJIe’KaTh BiJl (PPAKIIIHOI HaJIeKHOCTI Ta penyTailii;

— peanizalliss KOpPUCTyBalbKoro iHTepdeiicy, 1o BigoOpakae cTaH
MEepPCOHaXKa, aKTWBHI I, KIFOUOBI TapaMmeTpu (3M0pOB’s, PECypcH, peryTaliio), a
TaKOX JIa€ 3MOTY 3pyYHO B3a€EMO/IISITH 3 IHBEHTAPEM 1 KBECTAMU;

— 3a0€3Me4YeHHs] MOJKJIMBOCTI JIOCATHEHHS KUIBKOX BapiaHTIB (diHATY
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3aJIEKHO BiJ1 0OpaHUX TpaBIleM cTpaTerii, (pakiiiHUX COI031B 1 BUKOHAHUX 3aBJlaHb.
OyHKIIIOHAIBHI BHMOTH BH3HAYalOTh OO0CAT peamizaiii, sSKUi Mae OyTH
TOCSTHYTUH y MeXaX JUIUIOMHOT POOOTH, 1 CIIYTYIOTh OCHOBOIO IS TIPOEKTYBAHHS

apXITEKTYpH Ta IEPEBIPKU KOPEKTHOCTI pOOOTH CUCTEMHU ITiJT YaC TECTYBaHHS.

3.4 HedyukuionaabHi BUMOrd  (MPOAYKTUBHICTb, ONTHMI3aWis,

MaCIITA00BaHICTD)

HedyHKIiioHaIbHI BUMOTH XapaKTEpU3YIOTh AKICTb POOOTH CHUCTEMH Ta il
3IaTHICTh CTAaOUIBbHO (YHKIIOHYBaTH B 3ajaHux ymoBax. s rpu «Brtewa» 1o
OCHOBHUX HE(YHKIIOHATHbHUX BHUMOT HaJlie)XaTh BUMOTH JO TPOTyKTUBHOCTI,
ONTHUMi3alii, MacIITaOOBaHOCTI, HAAIMHOCTI Ta 3pYYHOCTI BAKOPUCTAHHSI.

Bumoru 10 mpoyKTUBHOCTI BKJIFOUYAIOTh:

— CTaOUIBHUIM TIOKa3HMK YacTOTH KaJpiB Ha UUIbOBIA KOHPIrypaumii
00J1aJHaHHS;

— MPUIHATHUN Yac 3aBaHTAKEHHS P1BHIB;

— ONEpaTUBHY PEaklilo CUCTEMHU KepyBaHHS Ta iHTepdeiicy Ha il TpaBLisl.

Cucrema moBMHHA 3a0e3nedyyBath KopekTHy pooOoty LI, xBecTiB 1
¢dpakuiifHOi JOTiKM 0€3 3HAYHUX NPOCIIaHb MPOAYKTUBHOCTI HABITH y CKJIQJIHHMX
CLICHAX.

Bumoru 1o ontuMizartiii nependadaroTh:

— panioHaibHe BUKOPUCTAHHS peCypcCiB Mpoliecopa Ta rnam Arti;

— oOMexeHHsI KIIbKOCTI oHoYacHO akTuBHUX IIII-areHTiB; 3acTocyBaHHs
MexaHizMmiB LOD nys mozeneit Ta criporieHHss 00poOKH 00’€KTiB, 110 3HAXOIATHCS
1032 MOJIEM 30pY TpaBIs;

— onTuMizalio 3amutiB EQS Ta 9acToTH OHOBIICHHS TTOBEIIHKOBUX JICPECB.

VYci 00uncoBaNbHO CKIIAHI OMEpallii MatOTh BUKOHYBATHCh 3 ypaxyBaHHSIM

BIUIMBY Ha 3arajibHy MPOyKTUBHICTb.
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MaciiraboBaHIiCTh BUMArae, moo apXiTeKTypa I'py J03BOJIsJIA: J0JAaBaTU HOBI
dpaxuii; posmuproBati Habip NPC; BBOAMTH J0MAaTKOBI KBECTOBI JIHIT Ta PIBHI;
3MiHIOBaTH Oaylanc 0€3 KapIWHAIBHOI MepepoOKH ICHYIOUYMX MOAYJiB. J[is mporo
3aCTOCOBYIOTBbCS MOAYJBbHMM  Tiaxin, KoHdirypamis dyepe3 DataTables Ta
BUKOPHCTAHHS TET1B 1 MapameTpiB, a HE JKOPCTKO 3aKOI0BAHUX 3HAUCHb.

Jlo iHmmMX He(PYHKIIOHAIBHUX BHMOT HAJEXKaTh: HAMIMHICTH (BIACYTHICTH
KPUTHUYHUX TOMWJIOK, IO 3aBa)KalOTh IPOXO/KEHHIO); 3PYUHICTh iHTepdeicy
(inpopmatuBHicte HUD, moriyna cTpykTypa MEHIO, MpOCTOTa Hapiramii 1o
IHBEHTapI0O Ta KBECTax); CYNPOBOKYBAHICTh KOy (IOTPUMAaHHS CTPYKTYpOBaHOI
apXITEKTYPH, O Ha MOJTYJIl, €MUHUN CTUIIb OpopMIIeHHs). BUKOHAHHS ITUX BUMOT
3abe3reuye He Juine KoM(GOopT IpaBlisd, ajie 1 MOXKIMBICTh MOAANBIIOI PO3POOKH Ta

MITPUMKH ITPOBOT CUCTEMHU.

3.5 Onuc 06’exriB cucremu Ta UML-aiarpamu

Onuc 00’€KTIB CUCTEMH € OCHOBOIO TMOJAJIBIIOT0 MPOEKTYBAHHS apXITEKTYpPHU
I'pU, OCKIJIKM BIH BU3HAYa€ KIFOUOBI CYyTHOCTI, iXHI BJACTUBOCTI Ta B3a€EMO3B’ SI3KHU.
VY 1pi «Breway BHAUIAIOTHCS O0’€KTH, IO HAJEXKATh JO KUIBKOX TPYI: TpaBellb;
HeirpoBi nepcoHaxi (NPC); dpaxuii; npenmeTw; 30HU ¥ €JIeMEHTH OTOYCHHS;
KBECTOBI CYTHOCTI Ta Tpurepu. KokHa 3 IHUX TPyl Ma€ BIJIACHI TMapaMeTpH Ta
MOBEJIIHKY, aji¢ BC1 BOHU B3a€EMOJIIOTh y MEXaxX €IUHOT0 MedMIUICHHOTO MPOCTOopY,
dbopmytoun 1iTicHy Mojienb cBity. KopekTHe BuaUICHHS Ta (popmaiizallisi 00’ €KTiB
Ja€e 3MOry MmoOyayBaTH MOJYJIbHY apXiTeKTypy, HanamTyBatu poboty LI, cucremu
(bpakIifHOCTI Ta IHBEHTAPs, a TAKOXK 3a0€3MEUUTH Y3T0JKEHICTh MIXK JIOTIKOIO TPH,
0a3010 JaHUX MapaMeTPiB 1 BI3yalIbHUM MPEACTABICHHSIM.

['paBellb € LEHTPATBHOIO CYTHICTIO cUCTeMU. BiH Mae mapameTpu: mo3uuis y
CBITI; CTaH 3J0pOB’s; HaOIp XapaKTEPUCTUK, IO BIUIMBAIOTh Ha CIPUUHATTA Ta

B3a€EMOJIII0 (IIBUIKICTh, PIBEHb IIIyMYy, MOMITHICTh), IHBEHTAp 13 MpPEAMETaMH;
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MOTOYHHMM cTaTyc y ¢pakiisax (pemyrarlisi, COIO3HUK, BOpOr, HeuTpaibHuUit). Jlii
IpaBIls 3MIHIOIOTH CTaH CBiTY, BiiHOCHHH 3 NPC Ta 1ocTyIHI ClieHapHi T1IKH.

NPC npencraBieHi sk 1HTEJICKTYaldbHI areHTH, IO HAJEeKaTh JO KOHKPETHUX
dpakiiiii, MaroTh BJIACHI poji (OXOpOHEIb, TOPTOBellb, Jijaep ¢pakiiii, 3BUUaAHHIA
KUTENIb) Ta TMapaMeTpu TMOBEAIHKH: pPIBEHb arpecUBHOCTI; 30HY MAaTPYJIIOBAHHS;
paaiyc 30py Ta CIyXy; PEakilifo Ha peryTaIio rpaBild. BoHW B3aEMOTIIOTH MiX
co00¥0 Ta 3 TpaBIlleM Ha OCHOBI dpakiiitHoi soriku Ta [I1-Moneneii.

Opakriii € goriyauMu 00’ eqHanHsMu NPC 3 MeBHOO 17€0JIOTI€r0, MIIAMHA Ta
30HOI0 BIUIMBY. Jli1g KOkHOI (pakiiii 3agar0ThCs: CTaBJICHHS N0 1HIIUX (pakiiii;
0a30Be CTaBJICHHS JO TPaBIs; MEPENIK JOCTYIMHUX KBECTIB; OCOOJIUBI pecypcu Ta
toBapu. Cucrema (pakiiii BIUIMBAaE Ha CIEHApHUM MpOrpec 1 BaplaTUBHICTH
MPOXOJ/PKEHHS, BIJIKpUBalOYM a00 OOMEXYyHYHM TIEBHI NUIAXH BTEYl Ta BapiaHTU
B3a€MO/III.

[IpeameTn NOAIAIOTHCS HA: KOPHUCHI (JIIKH, PECYPCH, IHCTPYMEHTH); KIHOYOB1
(HeoOX1aH1 JUIg BIOKPUTTS 30H ab0 MpOTpecy 3a KBECTOM); TOProBi (00’€KTH, IIO
MaroTh HiHHICTH y TopriBm 3 NPC). KoxeHn npenMer mae Tur, BapTICTh, PIAKICTD,
MOXKJIMBI CHOCOOM BUKOpPUCTaHHS Ta oOmexeHHs. lle mo3Bonse QopmanizyBatu
IHBEHTAapHY CUCTEMY Ta IMOB’sI3aHl 3 HEIO IrPOBI MEXaHIKH.

30HU Ta €JIEeMEHTH OTOYEHHS BKJIOYAIOTH JIOKALll 3 PI3HUM PIBHEM PHU3HKY;
30HU BIUIMBY (PPAKIliii; MICIS TOSIBU MO Ta KBECTIB, TPUTEPH, IO 3aIyCKalOTh
3MIHHM CTaHy CBITy. BOHM BH3HA4arOTh MPOCTOPOBY CTPYKTYPY TPH, MAPUIPYTH PYXY
NPC Ta nuisxu BTedi TpaBIlsd, a TaKOXX BIUIMBAIOTh HA CKJIAHICTh MPOXOKECHHS U
JIOCTYITHICTD PECYPCIB.

dopmaitizoBaHUil OMUC 00’€KTIB CUCTEMH JOMOBHIOEThCS X UML-noganHsIM.
JIiis OnUCy CTaTHYHOI CTPYKTYPH BUKOPUCTOBYETHCS Kilac-miarpama (class diagram),
sKa BiJIoOpakae OCHOBHI Kjlacu Tpu: rpaseilb; 6azoBuii NPC; konkpetsi tunu NPC;
dpakiis; npeaMeT; KBECT; IHTepeHCHI KOMIIOHEHTH. Mik KiacamMu 3aJ1al0ThCs
BIIHOCUHU YCIAaJKyBaHHs, acoIliaiii, KOMIIO3WIlli Ta arperamii. Y3arajibHEHa
CTPYKTypa OCHOBHHMX CyTHOCTeH rpu «Bteda» 300pakeHa Ha pUCYHKY 3.2, IO

JI03BOJISIE HAOYHO TMOKa3aTH apXiTeKTypy Ta 3B’SI3KM MDK 00 €KTaMH, a TaKOX
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BUSIBUTH TOTEHIIIMHI MICISl PO3IIUPEHHS ¥ TOBTOPHOT'O BUKOPUCTAHHS KOMITOHEHTIB.

Jlns onucy AMHAMIYHOI MOBEIIHKH 3aCTOCOBYIOTHCS JllarpaMM MOCHIAOBHOCTI
(sequence diagrams), sKi BimoOpa)kaloThb CIleHapii B3aemomii MK 00’ €KTamu,
30kpemMa: BusBieHHs TpaBlsi NPC; peakiito (pakifii Ha 3MiHy pemyTarlii; mpoIriec
TOPriBJIi; BUKOHAHHS KBecTy. Taki miarpaMu JEMOHCTPYIOTH MOPSIOK BHUKIHKY
METO/IIB 1 0OMiH MOBIIOMJICHHSIMU Y 4aci, 0 € BaXJIMBUM JJISl aHAJ13y KOPEKTHOCTI
peaizarliii cluieHapiis.

ANTOPUTMIYHI aCMEKTH MOBEIIHKMA CUCTEMHU IMPEICTABISIOTHCS 32 JOMOMOTOI0
Jiarpam JIisIbHOCTI (activity diagrams), siki OUCYIOTh JIOTIKY MPUUHATTS pimeHs 1
Ha BHCOKOMY piBHi, CIleHapii BTeYl 3 MEBHOI 30HM Ta MOCIHIJOBHICTb Mii Mia 4Yac
BUKOHAHHS KBECTy. BOHUM [03BOJSIOTH (popMaii3yBaTH TUIKYBaHHS, IapaelibHi
MIPOIIECH Ta YMOBH IIEPEXO0/11B, @ TAKOXK BUSBUTH MOTEHIIINHI BY3bK1 MICIISI B JIOTIIII.

CraHOBI acTeKTH OKPEMUX CYTHOCTEH MOJEIIOIOTHCS JllarpaMaMu CTaHiB (state
machine diagrams). /s NPC Bu3HA4alOThCS CTaHW, IOB’s3aHI 3 IOBEAIHKOIO:
NaTpyJIIOBaHHS; M103pa; MEePeciIilyBaHHs;, MOIIYK; MOBEPHEHHS 10 MapupyTy. s
KBECTIB 3a/Ial0ThCSl CTAHU: HEAKTUBHUM, aKTUBHUM; BUKOHAHUW, MPOBAJICHUM.
BukopucrtanHs ngiarpam CTaHIB MOJETIIYE PO3POOKY W TECTyBaHHS TIOBEIIHKH
CUCTEMHU, MIJIBUILYE MPO30PICTh APXITEKTYpU Ta CIPOIILYE KOMaHAHY pPO3POOKY W

CYIIPOBi mporpamMHoro 3aco0y [20].

GuamMPe
s

WD st poeie 1as

sxtzin : Dzeaifien il
Uiczmponm i TraderiPL
e Inventuryl i olipamaE reTag B,

Diskageet)

Pucynox 3.2 — UML-niarpama ki1aciB OCHOBHUX CyTHOCTEH
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3.6 ApxiTekTypa irpoBoi cucreMmun

ApxiTekTypa rpu «Breday OyayeThcss Ha MOIYJIBHOMY MiAXOJ1 3 TMOALIOM Ha
nigcucremu: LI; ¢paxuii; kBecTu; TOpriBis; iHBEHTap; iHTEpdeiic; cucTemMa JTaHuX.
Koxxen mMomaynp BiAmoBizae 3a BIacHy 0OJacTh BiAMOBIMAIBHOCTI, 8 B3aEMOJIS MiX
HUMHU OpPTaHI30BY€ThCA Yepe3 YITKO BU3HAuUEHI iHTepdelicu Ta moaii. Y3arajibHeHa
CTpyKTypa (YHKIIIOHAJIbHUX MOJYJIIB CHCTEMH HaBeJCHa Ha PUCYHKY 3.3, SKAU
JIEMOHCTpPY€ B3a€MO3B’SI3KM MK OCHOBHHMH ITiJICHCTEMaMH Ta iX MICIle B 3araibHii

apXITEKTypi.

Ipaeeub

|

Felmnnelite agpo

— I T

Al-crctema IlHBEeHTap/ekoHoMika KeecTtu/croxeT
Behavior Trees Topriena/pecypcu

l

NPC

|

@pakuil

Pucynok 3.3 — ®yHKIIIOHAIbHI MOIYJIl CUCTEMH

bazoBuM enementom apxitektypu € aktopu Unreal Engine, no skux
MJKJII0YAI0ThCS. KOMIIOHEHTH, 10 peali3yloTh KOHKPETHY MHoBeAiHKy. Hampukian,

MEPCOHAXX TpaBlI Ma€ KOMIIOHEHTH pYyXy, 3/I0pOB’s, I1HBEHTaps, B3aeMOMdii 3
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00’ exktamu; NPC mictuth komnonentu I, ¢ppakuiitHoi HamexHOCTI, ceHcopiB. [laHi
po MapaMmeTpu 00’eKkTiB 30epiratorbesi y DataTables, a norika nNpuiHSATTS pillieHb
peainizyethcs yepe3 Behavior Trees Ta 1o1aTKOBI CTPYKTYpH, 110 3a0€3MeUy€ THYUKY
KOH(}ITypallito MoBeIIHKU 0e3 3MiHM 0a30BOT0 KOJY.

Ha roriyuHoMy piBHI apxXiTeKTypa TOIUISIETbCA HA TPU IIApHU: IIap
npencrasienns (Ul, HUD); refimmeitauii map (mexaniku, I, kBectn, ¢pakiiii,
TOPTIBJIA, IHBEHTApP); IMap JaHuX (Tabnuill, KoH}irypaii, 30epexeHHs ). B3aemomis
MIX IIapaMH BiIOYyBa€eThCs y HAMPSAMKY BiJl JaHUX J0 TEUMILICIO Ta B FeHMMILICIO 10
npejcTaBieHHs. Takuil TMIXiJa J03BOJIIE 3MIHIOBAaTH Crocid  BIIOOpakeHHS
iHopmarii O0e3 BTpyuyaHHs Yy OI3HEC-NIOTIKy, 3a0e3leuye YiTKe PO3ALICHHS
BIJIOBIJIAJIBHOCTEM MIK KOMIIOHEHTAaMU Ta CHPOLIY€E MOJAJIbIIy MIATPUMKY,
PO3IIMPEHHS ¥ TECTYBaHHSI OKPEMUX YACTUH CUCTEMH.

Monynes I Bignosimae 3a peanizauiro noBefinku NPC. Bin Bkitoudae
Behavior Trees, Blackboard 13 3minanmu crany, Al Perception st MoaentoBaHHS
yyTTiB, EQS M1 mpocTopoBux pimieHb 1 HaBiraiiiHy cucrtemy. Ha ocHOBI 1ux
koMrioHeHTiB  IlII-mpoTWBHUKKM  3maTHI  MATPYyJIOBAaTH, BUSABIATA  TPAaBIIA,
NepeciiilyBaTi MOro, 3A1MCHIOBATH TONIYK MICJS BTPAaTH KOHTAKTYy, pearyBaTH Ha
NoJii Ta 3MiHYy CTaHy CBITYy. Y3arajibHeHa cxeMa cTaHiB 1 nepexoaiB III-nmpoTuBHuKa

HaBeJIeHa Ha Jiarpami CTaHiB, 300pakeHiil Ha PUCYHKY 3.4.

)
cTapt I'\a/prﬂHJBa.HHﬂ MaTpyrBaHHs .
| rpaBeub Y pagiyci atakm
P

naTpy/ie 3aBEpWeHo " MNepecnigysaHHA

/(!/__f‘__f_._——rpasu,n awpaqeho——/ \

—> QuikyBaHHA . . 7]
V! nepiognyHa nepesipka FPABELD BUMIIOE 3 — ATaKka

‘& oTousHHA paaiyca, ane BHANMMIT

Linb BTpaYeHo

NOMITHB rpasus

Pucynok 3.4 — Jliarpama craniB LII-npoTtuBHMKa

Kondirypamis Il 3amaetbcst uepe3 mnapamerpu y DataTables: pamiycu

CIOPUUHSATTS; TUIMW peakiiil; creHapHi ocodnmBocTi okpemux NPC. Ile mae 3mory



56
CTBOPIOBATH Pi3HI NMpodisli MOBEAIHKU (arpeCUBHI OXOPOHIll, HEUTpaabHI TOPTOBII],
BOpOXXi maTpyni) ©Oe3 wmoxaudikaiii 0a30Boi apXITEKTypH, a TaKOX IIBHIKO
KOpUTyBaTH OalaHC CKJIaJHOCTI.

Monaynp ¢dpakiiii peamizye JIOTIKY BIJHOCHH MIX YIPYIOBaHHSMH Ta MK
dpakiisiMu 1 TpaBieM. Y HbOMY 30€piraloTbCsi CIIMCOK (hpaxiliid, MaTpuIlsd BiTHOCUH
dpakiis—@ppakiis, permyTaiiiHi MOKa3HUKH TPaBLs Ta MpaBHJa 3MIHM peIyTarlii.
Mopayne Buctymae mxepenoMm iHdopmamii gms I #  kBectoBoi cucremu,
BU3Hauatouu, 4 Oyne NPC arpecuBHUM, 4M BIIKPUETHCS JOCTYH JO TOPTIBII, SIKI
KBECTH CTaHyTh JOCTYIMHUMHU B MOTOYHOMY CTaHi rpu. Ycs ¢dpakiiitHa iHpopmalris
30epiraeTbCcsi y CTPYKTYpOBAaHOMY BUIJIAJI, IO JIO3BOJISIE JIETKO J0/aBaTH HOBI
¢dpakuii, 3MiHIOBaTH OalaHC B3a€EMUH 1 pO3LIMPIOBATH CLEHAapHI TUIKH 0e3
nepeOy10BH BCI€T CUCTEMU.

Mopynb KBECTIB BIJINOBIA€ 3a CTBOPEHHS, 30epiraHHs Ta oOpOOKYy 3aB/aHb.
KosxeHn kBecT Mae 1JIeHTH(IKATOp, OMKUC, MOTOYHUN CTaH, YMOBHU aKTHBallll, BUMOTH
70 BUKOHAHHS Ta Hachiaku. Monaynb pearye Ha MOll, IO HAAXOAATh 3 IHIIUX
MIJCUCTEM: [IIi IpaBLs, 3MiHY penmyTallii, JOCATHEHHS NMEBHUX 30H, B3aemoito 3 NPC.
BHyTpimHIi KUTTEBUI UK KBECTY peali3y€eThCs y BUIJISI KIHIIEBOTO aBTOMATa
(FSM), skuii BU3HA4Ya€e MEPEXOAU MIXK CTaHAMU «HEAKTUBHUI», «aKTUBHUNY,
«BUKOHAHUN», «IPOBAJICHUI». 30BHIIIHS JIOTiKa MOOYyJA0BaHa Ha MOJIEBIM Mojen,
o 3abe3nevyye THY4YKYy pPEakilif0 Ha 3MIiHM y CBITI TpH Ta J03BOJIIE KOMOIHYBaTH
KBECTOBI TUIKH 3 QpakUiiHUMHU i EKOHOMIYHUMH MEXaHIKaMHu.

Moayns TopriBii miaTpumye oOmiH mpeameramu Mik rpaBiem 1 NPC. Bin
BKJIIOYAE JIOTIKY (POpMyBaHHS CHHCKY TOBapiB, PO3pPaxXyHOK IIH 3 ypaxyBaHHSIM
(bpakuiifHOI HaJIEKHOCTI Ta pemyTalii, MepeBipKy HAasBHOCTI PECypCiB y rpaBli,
3aCTOCYBaHHS pe3yJbTaTiB yroau a0 iHBeHTaps. L[iHOBI mapameTpu Ta acCOPpTUMEHT
MOXYTh 3MIHIOBATHUCS 3aJI€KHO BiJl MMOTOYHOI'O CTaHY CBITY, BUKOHAHMX KBECTIB Ta
PIBHS 3aTaJIbHOT HEOE3MEKH, 0 MIJACUITIOE B3aEMO/IIF0 MK €KOHOMIYHOIO MOJICIUTIO 1
CIICHAPHOIO JIOTiKOI. MOIynbh TICHO IHTETPYEThCA 3 (PPAKIIHHOI CHCTEMOIO Ta
MOJyJIEM I1HBEHTaps: caM€ BiH BIAMOBIJa€ 3a KOPEKTHE OHOBJIEHHS JaHUX TIPO

pecypcH, 3MiHy JOCTYITHOCTI TOBApiB 1 (piKcalliro HACHIIKIB TPaH3aKIIIH.
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Toprosi omepariii 3A1HCHIOIOTBCS uepe3 1HTepdeiic KopucTtyBada, ajne BCi
pO3paxyHKH BHUKOHYIOTBCS Ha PIiBHI JIOTIKM MOJyds TopriBmi. Takuil miaxina
3a0e3neyye  y3rO/KEHICTh JAaHUX, MOXIIMBICTb  MOJAJBIIOTO  PO3IMIMPEHHS
€KOHOMIYHMX MEXaHIK (3HIKKH, YHIKQJIbHI MPOIO3MIIi, JUHAMIUHI 11HU) 1 CIIPOIIy€e
HAJIaro/KEHHs i TeCTyBaHHA MOoBeAIHKU TOproBux NPC y pi3HUX ITpOBUX CLIEHAPIsX.
Monyns Ul Biamosimae 3a BimoOpaskeHHs iHGOpMAIIii TpaBIl0 Ta OpraHi3aIiio
B3aeMoIii 3 cucrtemoro. Jlo Hporo Hamexats HUD, mMeHio may3u, BIKHO 1HBEHTaps,
BIKHO KBECTIB, TOProBi iHTep¢elicu, ianoroBi BikHA. Monaynb OTpUMye€ daHi 3
reiMITIEHHUX MIJCUCTEM 1 BijoOpaxkae iX y 3pyuHii dhopmi, 3a0e3nedyrodu rpaBleBl
JIOCTYII JIO CTaHy MEePCOHAXa, aKTUBHUX 3aBJIaHb, PECYPCIB 1 MOKIIUBUX JI1H.
BukopucToByeThCS MiAX1], 3a KOTO 1IHTEpPENC HE MICTUTD JIOTIKH TPUIUHATTS
pillieHb, a JMIIE pearye Ha 3MIHM CTaHy Ta Tepelae KOMaHAW TeUMILUICHHUM
cuctremam. lle cnopoirye miaTpuMky Ta Moaudikaiio iHTepdeiicy, mao3BosE
3MIHIOBAaTH Bi3yajbHe O(POPMIIEHHS M CTPYKTYpHY OpraHi3alilo eKpaHiB 0€3 pU3UKY
MOPYIIUTH poOOTY 0a30BUX MEXaHIK, a TaKOX IMOJIETIIY€E aalTalliio TPy 0 Pi3HUX

PO3AUTBHUX 3IaTHOCTEH 1 CIIEHAp1iB BUKOPUCTAHHS.

3.7 IlpoexkTyBaHHs 6a3u AaHUX 1Uis 30epiranus mapamerpiB (DataTables)

Jlist 36epiranHst KOHQIrypamiiHux gaHux y rpi «Breda» BUKOPUCTOBYIOTHCS
DataTables Unreal Engine. Bouu 103BOJISIFOTh ONMUCYBATH MapaMeTpu y TaOJHMUYHOMY
BUJISIAL, IO 3pY4YHO JUIsl peaaryBaHHa i MacimutaOyBaHHs. (OCHOBHI TaOJIMII
BKuIO4aroTh: onuc NPC; omumc mpenmertiB; ommc dpaxiiiif; KOHQITYypaIiio KBECTIB;
napametpu  l-moBeninku.  VY3araabHeHa  CTPYKTypa OCHOBHUX  TaOJHIIb
KOH(DIrypamiiiHux JaHuX HaBeJeHa Ha PUCYHKY 3.5.

VY tabmumi NPC 30epiratoThes: THN TiepcoHaXka; (pakifiiiHa HaJeKHICTh;
0a30B1 xapakTepuUCTUKH; nocuyianHd Ha npodins 1. Tabnuis npeaMeTiB MiCTHUTD:

1meHTr(IKaTOp; HA3BY; THUIL, PIIKICTh; BAPTICTh; €(EKT MPU BUKOPUCTAHHI. TaOmuils
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dpakiiiii BKIoUYae: Ha3By; OIUC; CTaBJIEHHS JI0 1HIIUX (pakiiiii; 6a30Be CTaBICHHS J0
rpaBisa. KBecToBa Ta0muis OMUCYe: YMOBHM aKTHBAIlii, BUMOTH 10 BHKOHAHHS;
HAropoju; 3MIHU peryTarlii.

3actocyBanHsa DataTables mo3Bossie po3aimuTu KOJ 1 JaHi: JOTiKa MOJYJIiB
mpaioe 3 aOCTPaKTHUMHU IMapaMeTpamMH, TOMiI SK KOHKPETHI 3HAYCHHS MOXKYTh
3MiHIOBaTHCS 0e3 mepekoMmismii rpu. Lle ocob6mmBo BakiaMBO Mmpu OalaHCyBaHHI

I'pH, T0JaBaHHI HOBOTO KOHTEHTY Ta aJlanTarlii CHCTeMH IIiJ] 1HIII ClieHapii.

ITEM
INT id
INVENTORY_SLOT
VARCHAR{B4) code
ITEM_TYPE INT id
VARCHAR{128) | name
INT id INT inventory_id
|- defines :ypeaf{)—{—: TEXT description -H——s.toredin.@_%
VARCHAR(32) | code INT item_id
INT item_type_id
VARCHAR{G4) name INT quantity
FLOAT weight
BOOLEAN is_equipped
INT max_stack
INT slot_index
BOOLEAN is_equippable
contains
INVENTORY
PLAYER INT id
INT id - has O] INT player_id SN
] —&|  Untitled-Entity
WARCHAR(E4) | nickname INT capacity_slots
FLOAT | max_weight

Pucynok 3.5 — [liarpama craniB LI-npoTuBHMKa

3.8 IIpoexkTyBaHHS MepekeBOl perutikanii

MepexxeBa peruikaiis y Tpi «BTeda» po3risgaeTbesi K TMEPCIEKTUBA
PO3IIMPEHHST TPpH 10 0araTOKOpPUCTyBallbKOro pexumy. Ha erami mpoekTyBaHHS

nepea0ayaeThCsl MOXKIMUBICTh PO3MNOALUTY YACTHHH JIOT1KUA MIXK CEPBEPOM 1 KIIIEHTAMM,
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a TaK0X BH3HAYalOThCA 00’ €KTH, Kl MOTEHIIIHHO MOTPeOyBaTUMYTh CHHXPOHI3aIlii.
Jlo Takux 00’€KTIB HaJIe)KaTh: IMO3MUINSA Ta CTaH I'paBlsd; KIOYOBI Ail (B3aemomis 3
npeaMeTaMu, akTuBallis TpurepiB); ctranm NPC; pe3ynbTaTé KBECTIB; 3MIHHA Y
dbpakiiiiHii cucreMi. ApXiTeKTypa Irpu Oyay€eTbCs 3 ypaxyBaHHSIM TOTO, III0 OCHOBHA
Jorika MOK€ BHKOHYBAaTHCS Ha CTOPOHI CepBepa, a KIIEHTH OTPUMYBAaTUMYTh
OHOBJICHI CTaHU uepe3 MexaHi3mu perutikanii Unreal Engine. HaBitsh sikiio y 6a3oBiit
Bepcii rpu «Brewyay 0araTOKOPUCTYBAIbKUM pEXUM HE peanizyeThCsi MOBHICTIO,
3aKJIaJICHHs IPUHIIMIIIB PEIUTIKOBAHOI apXITEKTYpH Ha €Tarll MPOEKTYBaHHS CIIPOIIY€E
MOJAJIBIITY €BOJIIOIII0 TPU Y HAMpPSMKY KOOINEPATUBHOIO YW 3MarajlbHOrO PEXUMY
0e3 paaukaibHOI nepepoOku koay. Lle nae 3Mory 3a3naneriip BUSHAYUTH KPUTUYHI
30HM HABAaHTAXEHHS, MPOJyMaTH MOJITUKY CHHXPOHI3alli JaHUX Ta MIHIMI3yBaTH

PHU3HUKH PO3CUHXPOHY ITPOBUX CECI y MEPEKEBOMY CEPEIOBUIII 3 3aTPUMKOIO.

3.9 BucHOBKM 10 po3aiay

VY upoMy po3auii Oysno BUKOHAHO MPOEKTYBAHHS KOMII I0TEpHOI rpu «BTreuay 3
ypaxyBaHHSIM SIK TEXHIYHUX, TaK 1 OpraHi3aiiiHUX acnekTiB. BuzHaueHo Mery,
00’€KT, IpeaAMET 1 3aBAaHHS JUIUIOMHOI POOOTH, a TaKOX CPOPMYJIbOBAHO MiaXid 10
opraHizaiii KOMaHAHOI PO3pOOKH 13 PO3MOAUIOM poJied, BukopuctanHsM CYB Ta
ITepaTUBHUM TIJIaHYBaHHSM POOIT.

CdopmoBano (dyHKIIOHATBHI Ta HEPYHKIIOHATBHI BUMOTH JI0 TPHU, IO
3a1al0Th paMKH JJIs1 peamizamii revmmuieiHux cuctem, LI, dpaxmiitnoi Momen,
eKOHOMIKH Ta iHTep(deiicy. Onmucano OCHOBHI 00’ €KTH CUCTEMH, BKIIIOYHO 3 TPABIIEM,
NPC, dpakiismMu, npeaMeTaMyd Ta 30HaAMH, a TaKOXK 3alPONOHOBAHO BUKOPHUCTAHHS
UML-naiarpam st opmaitizaniii CTpyKTypH Ta MOBEIIHKU CUCTEMHU.

3anponoHOBaHa apXiTEKTypa Tpu 0a3yeThCsl HA MOIYJHHOMY Ta IIAPOBOMY
MIIX0/JaX, IO JO03BOJIAE PO3AUIMTH BIAMNOBIAAIBHICTE Mk miacuctremamu 11,

¢pakiii, kBectiB, Toprieai Ta Ul IIpoextyBanns 0a3u manux Ha ocHoBi DataTables
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3a0e3nedye THydKe YIpaBIiHHS MapaMeTpamMu Ta CHPOUIY€E MOJalbIlIe PO3IIUPEHHS
KoHTeHTY. [lomepeHiil aHaIi3 MOKIIMBOCTEH MEpEKEBOI peIlIiKallii CTBOPIOE OCHOBY
JUTSI IOTEHIIIMHOTO TIePEX0Ty 10 6araTOKOPUCTYBAIBKOTO PEKUMY.

Takum yrHOM, po3a11 3 hopMye HTICHY MOJIeNIb MaHOyTHROT Tpu «BTeuay

4 PEAJIIBAIISA I'PU «<BTEYA»

Peanizanis kxomm’iorepHoi rIpu «BTeway IpyHTYeThCs Ha MONEPEAHBO
CIIPOEKTOBAHIM apXiTEKTypl Ta BKJIIOYA€ BIPOBAHKEHHS MOAYJIB IITYYHOTO
IHTEJNIEKTY, (pakiiifHOi CHCTEeMH, KBECTOBOi JIOTiIKH, 1HTepdelcy KOopHUCTyBaya,
1HBEHTaps, IHTEPAKTUBHOTO CEpeloBUILA Ta 3aco0iB onTuMizamii. Ha ganomy erari
TEOPETUYHI MOJIEJIl IEPETBOPIOIOTHCA Ha KOHKpeTH1 peanizauii B Unreal Engine 5 13
Bukopuctanusam C++ Ta Blueprint, mo m03BoJiS€ CTBOPUTH UUIICHUN I1TPOBUMA
IPOIYKT, TOTOBUM O TECTYBAaHHS Ta MOJAJIBIIOro JHociimkeHHd. OcoOnuBa yBara
MPUAUIAETBCS 1HTETpallii OKpEMUX MiJICUCTEM MIX CO0O0, HAJAIITYBaHHIO OOMIHY
JaHUMU W TOJIA, a TakoX 3a0€3MeYeHHI0 BIATBOPIOBAHOCTI pE3YyJIbTATIB
€KCIIEPUMEHTIB, 110 € HEOOX1THOK YMOBOIO JJIS MOJAIBIIOr0 aHami3y €(heKTUBHOCTI

3aMpPONOHOBAHUX TEXHIYHUX PIIICHb.

4.1 Ctpykrypa nporpamtaoro koay rpu B Unreal Engine 5

Crpykrypa nporpamHoro koay rpu «Breuya» B Unreal Engine 5 moOymoBana 3a
MOJYJIbHUM TMPUHIIMIIOM 13 YITKUM PO3MOAIJIOM BiAnoBiganbHOCTEH Mixk CH++
KJlacaMu, KOMIOHeHTamMu Ta Blueprint-pecypcamu. Sapo reimmuiero, cucTemMu
HITYYHOTO 1HTEIEKTY, (PpaKiiiiHi Ta KBECTOBI MiJICUCTEMH peai3oBaHo Ha piBHI C++,

TOJI sIK 1HTEepdelic KOpUCTyBada, 3HaYHA YaCTUHA TPUTEPIB PIBHS Ta OKpPEMi BapiaHTH
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noBeniiHkn NPC koHbirypyrotees y Burisiai Blueprint-ctpykryp. Takuit miaxif
MOEJIHYE MPOJAYKTUBHICTH HATUBHOTO KOJIy 3 THYUYKICTIO Bi3yaJIbHOTO HAJIAIITYBAHHS
1 CIIPOIIY€E MOAAIBIIE PO3MIUPEHHS TPU Ta KOMAHAHY POOOTY.

ba3y relimmelinux o00’e€kTiB cTaHOBUTH HaOIlp C++ KJaciB MEpCOHaXIB 1
koHTposiepiB. Kmac AEscapeCharacter BiamoBizae 3a KepyBaHHA TpaBIEM: PyX,
0o0poOKy BBOIYy, B3a€EMOII0 3 1HBEHTApEM, MEPEBIPKY MOXKIMBOCTI B3aEMOAIl 3
o0’ekTamMu cepenoBuia Ta peakiito Ha momii LI # kBectoBoi cucremu. Jljis
HEITPOBUX TEPCOHAXIB BHUKOPUCTOBYETHCS lepapxis kiaciB Ha ocHOBI ACharacter,
30kpema 0OazoBuii kinac ABaseNPCCharacter 1 cnemianizoBaHi MOXiJIHI, SKi
BIJIPI3HSIOTECA HAOOpPOM TMapameTpiB, aHIMaIlil Ta ¢pakiiiHoi HamexHocTi. Jlorika
npuitHaTTa pimieHb NPC 30cepemxena B konTpoaepax tuity AGuardAlController Ta
iHmmx kiacax, noxiguux Big AlController, mo inTerpyrotscs 3 Behavior Tree,
Blackboard Ta cucremoro cipuiHATTSL.

OYHKIIOHANBHICTh, CHUIbHA JJIS PI3HUX THIIB AaKTOpPIB, BHUHECEHA Y
komnoHeHTu. Komnonent UHealthComponent iHKamncyJsoe JOriKy O4YOK 30pOB’S,
oTpuMaHHd MmKoau Ta moxaiil cmepti; UlnventoryComponent BignoBigae 3a
30epiraHHs MpeAMETIB, MEPEBIPKY HAABHOCTI PECYpCiB Ta B3a€EMOJII0 3 CHCTEMOIO
toprieii; UlnteractionComponent peanizye MNepeBIpKYy JOCSHKHOCTI 00’ €KTIB,
(dbopMyBaHHS MiJIKa30K 1 BUKJIUK A1i B3aeMojii. 3a 00poOKy (hpakiiitHOi HaJIeKHOCTI
Ta pemyTallii MepcoHaXiB B/IMOBIIAI0Th CIEI1aIi30BaHl KOMIIOHEHTH, SIK1 30€piratoTh
iaeHTudikaTop (pakuii Ta KEUyOTh 3HAYEHHs pemyTalli s IIBUIKOIO JOCTYIY 3
6oky LI Ta KBECTOBHUX IiJICUCTEM.

Ha piBHI 3arasbHOi JIOTIKM TPU BHUKOPUCTOBYETHCS HAOIp KEPYOUMX KIIaciB
pyuns. Knac AEscapeGameModeBase iHimianizye OCHOBHI MIJCUCTEMH, BU3HAYAE
TUn KOHTposepa rpasig, HUD 1 6a30BuX KiaciB MEPCOHaXIB, a TaKOX Kepye
nepexogamu Mk piBHsamMu. Kiac AEscapePlayerController o00po6iisie  BBia
KOPHUCTYBaua, IEPEMUKAHHS PEKUMIB KEPYBaHHS Ta B3aeMOJiIo 3 iHTepdeiicom. Kiac
AEscapeHUD migkmrogae xmrouoBi enemeHtn Ul Ta 3miiicHIOE 3B’SI30K  MIXK
reMIUVIEMHUMHY TaHUMH 1 €KpaHHUMHU BiJIoOpaxeHHsMU. J[Jid Ty100abHUX CEPBICIB

3aCTOCOBYIOThCs  migcucteMu Ha  ocHOBI  UGamelnstanceSubsystem — Ta
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UWorldSubsystem, 3okpema UFactionManagerSubsystem s po6otu 3 ppaxitisimu,
UQuestManagerSubsystem s kepyBanHs kBectamu Ta USaveManagerSubsystem
TUTs 30€pEKEeHHS 1 BITHOBIICHHS CTaHy TPH.

3HayHa YacTUHA KOHQIrypaliHUX JaHUX OpraHi3oBaHa 3a MpuHIUIOM data-
driven miaxomy. [{ns onucy mpeamMeTiB BUKOPUCTOBYEThCs cTpykTypa FltemData, o
30epiraetecsi B DataTable ItemsTable; mns ¢pakmiit — ctpykrypa FFactionData B
tabuili FactionsTable; mis kBectiB — ctpyktypa FQuestData y BiamoBiiHii TaOauIl
3aBnaHb. C++ KJlacu Mpalo0Th 13 IUMH TaOIHIISIMUA Yepe3 yHI(piKoBaH1 iHTepdeiicH,
o 3abe3nedye BITOKPEMJICHHS JIOTIKM BiJi KOHTEHTY Ta Ja€ 3MOTy 3MIHIOBATH
Oananc, oncH ¥ mapamerpu 6e3 moaudikarii Koy.

Blueprint-pecypcu BUKOpUCTOBYIOThCS K HaaOymoBa Hax C++ kimacamu. J{ms
ocHOBHMX C++ akTOpiB CTBOPIOIOTHCS Blueprint-Hamanku, y KX HaJIAITOBYIOTHCS
BI3yaJIbHI KOMIIOHEHTH, aHiMalli, mapaMeTpu MaTepiamiB, 3BYKOBI €(EeKTH Ta
KOHKpEeTH1 3HaueHHs 3MiHHUX. Behavior Trees 1 EQS-3amutu 30epiratoThesi sK
okpeMi Blueprint-pecypcu, moB’si3ani 3 kouTposiepamu LI, Toxai sk Ul peanizyeTses
yepe3 Widget Blueprint-u, mo oTpumyroTh naHi Bija BiamoBimHux C++ mifgcucTteMm.
VY3aemonia Mk HaTUBHUM KojioM 1 Blueprint-norikoro 3aiiicHIOETBCA 4Yepe3 Moii,
JieNieTaTd Ta BUKIUKA (PYHKITIH, IO TO3BOJISIE THYYKO HAJAIITOBYBAaTH ClieHapii 6e3
MNOPYLIEHHS I[UTICHOCTI apXITEKTYPH.

VY3aranpHeHy CTPYKTYpPy OCHOBHHMX KJIaciB, KOMIIOHEHTIB 1 MIJCHUCTEM TpHU
«Btewa» B Unreal Engine 5 momano Ha pucysnky 4.1, e BiAOOpaXeHO KIIFOUOBI
3B’s13kM M1k TpaBiieM, NPC, menemkepamMu Qppakiiiii i KBeCTiB, CHCTEMOIO 1HBEHTaps,
iHTepdenicoM KopucTyBaya Ta ceppicamu 30epexeHHs. CxeMa IeMOHCTPYE PO3TO T
BIIMOBIJAIBHOCTEH MDK TIJICHCTEMaMU, OCHOBHI TOYKHM B3a€MOJIIi Ta HAMpPSIMKH
OoOMiHY JJaHUMH, 30KpeMa uepe3 MoIEBI MEXaH13MH 1 CIIbHI CTPYKTYpH cTaHy. Taka
opraHizailisi 3abes3neuye Y3roJKeHy poOOTYy BCiX KOMIIOHEHTIB y MEXKaX €JIUHOL
apxITeKTYypd Ta CIHpOIIYyE TMOAAJbIIE PO3MMUPEHHS (YHKIIOHAIBHOCTI 0e3

NopyIIeHHsT 6a30BO1 JIOTIKH TPH.
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Pucynok 4.1 — Y3aranbHeHa cTpyKTypa OCHOBHUX KiaciB rpu «Breua» B Unreal

Engine 5

4.2 Peanizanis IIII-cucremu Ha ocHoBi Behavior Trees Ta EQS

[I-cuctema y rpi «Breua» peamizoBana Ha 6a3i crangapTHuX 3aco0iB Unreal
Engine 5: Behavior Trees, Blackboard, AlController, Al Perception Ta Environment
Query System (EQS). [Jlns xoxHoro Tumy NPC cTBOpro€Thcsi OKpeMuil Kiac
KoHTpoJiepa, mnoxigauii Bim AlController, y sxomy 3amgaeTbcsi TpUB’sA3Ka [0
BianoBigHoro Behavior Tree, BigmoBimHoi Blackboard-cxemn Tta mnpodinro
cnpuiiHaTT. Ha erami iHimiamizamii KOHTpOJE€pa BHUKOHYETHCS HaJIAIUTyBaHHS
CEHCOPHO1 CUCTEMHU (31p, CIIyX, peaKiiisi Ha MOIITOBXU/YJapH ), BU3HAYAIOTHCS PajIlycu
BUSIBJICHHS, KYTH OTJISAY, 3aTPUMKH OHOBJICHHS CTaHy, @ TAaKOX KJIFOYOBI MapamMeTpH
arpecMBHOCTI W 00epeKXHOCTI, IO Mi3HIIIE BUKOPUCTOBYIOThCS B Behavior Tree mms
MPUIHSTTS PIlICHb.

Jlorika mMOBEIHKM OpraHi3oBaHa 3a 1€PAPXIYHUM MPUHIUIIOM: HA BEPXHHOMY
piBHiI Behavior Tree onucye ocnoBHi ctanu NPC (matpymtoBaHHs, mepeciiyBaHHs,
MONIYK TPaBIl, IMMOBEPHEHHS Ha MapIIpyT, TPHUBOTa), a Ha HIWKYUX PIBHAX —

KOHKPETHI TaKTU4H1 Jii (3MiHa MapmipyTy 00X0Jy, IepeBipKa JpKepesa mymy, BUOIp
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YKPUTTS, BUKIWUK MIAKPIIUICHHS ToIIo). llepemMukaHHs MK TiIKamMu JepeBa
3IIHCHIOETBCS Ha OCHOBI 3HaueHb KirouiB Blackboard (mampukiian, HasBHICTH 1111,
OCTaHHS B1JJOMa TO3HIIis TPABIs, PIBEHb 3arpO3H, CTaH TPUBOTHU), SIKI OHOBIIIOIOTHCS
3aBasaku momisiMm Al Perception Ta pesynbraram 3anutiB EQS. Takuii miaxin
3a0e3neyye KepoBaHy, ajie BOJHOYac THYYKy moBeaiHky NPC, no3Bosstoun
KoMOiHyBaTu cTtaHmapTtHi By3nu UES 13 xacToMHMMH 3ajadyamMy, HAIUCAaHHUMH Ha
C++. Cxema Behavior Tree nnst NPC-oxopoHIis HaBe/ieHa Ha pUCYHKY 4.1.
Environment Query System BHUKOPHUCTOBYETHCSA ISl MPOCTOPOBOTO aHANI3y
irpoBoro otoueHHs: 3a ponomoroto EQS NPC moxe aBTOMatuyHO miaOUpatu
ONTUMAJIbHI TOYKHU JIs MATPYJIOBAHHA, MEPEBIPKH MiJO3PUIMX 30H a00 TMOIIYKY
YKPUTTS, BpaXOBYIOUM BUAUMICTD, BIICTAHb 10 TPaBLIsl, HASIBHICTb MEPEUIKO Ta 1HIII
napameTpu. Y pe3yJsbTari MOBEIIHKA OXOPOHIIIB HE 00OMEXYETHCS AKOPCTKO 3aJaHUMHU
MapluipyTamu, a aJanTyeTbcsl JO TOTOYHOI CHUTyalli B TIpl, NIABUUIYIOYH
MPaBIONOAIOHICT, ITPOBUX ClieHapiiB. Taka CTpyKTypa CHOpOIIyE TMOBTOPHE
BUKOPUCTAHHS BY3JIB MOBEIIHKKM MDK PI3HUMH THUIIAMU MPOTHUBHUKIB, YHI(IKaIlIIO
1a0JIOHIB peakiliii Juis pi3HUX pojed (nmarpysibHUM, aib(a-oXOpOHEIb, CTOPOK
TOYKU 1HTEpPECY) Ta ILEHTPATi30BaHEe KEPyBaHHS TNapaMmMeTpaMH YyTJIMBOCTI W

arpecMBHOCTI Yepe3 KOHQIrypaliiiHi 1aHl, He 3MiHIOI0UM 0a30By apxiTekrypy LLI.

}

L]

o Selector

«=+ Move To

MoveTao: Paint

Pucynok 4.2 — Cxema Behavior Tree qyiss NPC-oxopoHigst



65

OCHOBHI eJIeMEeHTH peaizallii:

— ctBopeHHs: Behavior Tree mis natpymoBansaux NPC, NPC-oxopoHniis
Ta CHeliaIbHUX MEPCOHAXIB, SIKI pearyoTh Ha (ppakiiiiHi Moii;

— HajamTyBaHHs Blackboard 31 3MiHHUMH: TTOTOYHA I11JTb; OCTaHHS BigoMa
MO3MIiS TPaBL; PIBEHb TPUBOTH, aKTUBHHUI PEXUM MOBEIIHKU; CTaH (pakIiifiHUX
BIJTHOCHH;

— BIIPOBaKCHHs cepBiciB Behavior Tree, siki mepioAMYHO OHOBIIIOIOTH
iHpopMaIlil0 TPO TpaBLs, NEPEBIPAIOTh BUIUMICTh, HASBHICTh ILIYyMiB, 3MIHY 30H
PHU3BHKY;

- peanizaiiis 3aBaaHb (tasks), ski BiamoBimaroTh 3a KOHKpeTHI aii NPC:
pyX A0 LUIl; MOYATOK IMEpecaiAyBaHHs; MOLIYK I'paBlsd B 00JIACTI; MOBEPHEHHS 10
MapuIpyTy; B3a€MOJIisl 3 TPUT€paMu PiBHSI.

Al Perception BHUKOPUCTOBYETBCS JJIsi MOJICTIOBAHHA 30py Ta CIyXY,
dbopmyroun 6a3zoBuil MexaHizM orpumanHs NPC iHdopmanii npo nofii B irpoBomMy
cBiTi. M koxkHoro NPC HanamtoByeTbCs CEHCOp 30py 3 KyTOM OIUIATY,
MaKCHMaJbHOIO JAMCTAHIIIEI0 Ta MapaMeTpaMy BTPATH M, a TaKOXK KaHAI CIyXy 3
pajlycoM BUSIBJICHHS IIIyMYy 1 TIOpOTaMH YyTJIMBOCTI JUJISi PI3HUX THUMIB 3BYKiB. Lle
JI03BOJISIE PO3PI3HATH CHUTYaIlli, KOJM TpaBelb MOTPAIUIsS€e B MOJE 30py, KOJU HOTO
MPUCYTHICTb JIMIIE MI03PIOETHCS Yepe3 IyM, a00 KOJIM KOHTAKT BTPA4YA€ThCS.

[Toxii cipuitHATTS 1HTErpYIOTHCs 3 Behavior Tree uepe3 oHOBIIEHHS 3MIHHUX Y
Blackboard, mo 3abe3nedye peakTWBHY 3MiHY MOBEIIHKM 0€3 PYYHOI'O KEpYyBAaHHS
nepexogamMu. 30Kpema, oHoBIIeHHS KitouiB Blackboard (moswuinis mimi, ocTaHHIM
BIJIOMUI HaMpsSIMOK, piBeHb 3arpo3u) nae 3mory NPC cBoeuacHO mepeMuKaThCs Mix
CTaHaMHM TAaTPYJIOBAaHHS, MIiAO3pU Ta TEpEeCcIiAyBaHHsA, a TaKOX IHILIIOBATH
JIOIATKOB1 TIEPEBIPKK cepefoBHINa a00 BUKIUK MIAKPIIUICHHS 3aJie’KHO BIJ
KOHTEKCTY.

EQS 3acTocoByeThcsi M MPOCTOPOBUX pillieHb. CTBOPIOIOTHCS 3aMMTH, SKi
IeHEePYIOTh MHOXXHMHY MOTEHIINHUX MO3MIII: TOYKH JUIs TOIIYKY TIpaBLs Micls
BTpaTH KOHTAKTy; 30HH, 3 SKkuX NPC Moke mepeKkprBaTH OCHOBHI MapIIpyTH TPaBIIs;

MO3UIIT JJIST TAMYACOBUX YKPUTTIB. KOXKHIHM TOYII MPU3HAYAIOTHCS KPUTEPIT OIIHKH:
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BIICTAaHb JO OCTAHHBOI BIJIOMOI TO3MUIII TPaBI; HASBHICTH MNPSIMOI BUIUMOCTI,
pIBEHb BIIKPUTOCTI 30HHW; OJU3BKICTh N0 30H 1HTepecy. lloBemiHka cucremu
JI0JJaTKOBO HAJIAILITOBYETHCS Uepe3 BaroBl KOEPIIIEHTH KPHUTEPIiB, IO J1a€ 3MOTY
cTBOproBaTHU pi3Hi TakTH4HI npoduti NPC (arpecuBHuii, o6epexHuit, naTpyiabHUI) Ta
aJlanTyBaTH 1X 10 KOHKPETHUX clieHapiiB piBHs. Behavior Tree Buknukae EQS-3anur
y BIAMOBITHUX BYy3Jax, a oOpaHa mo3uilis 3amucyerbest B Blackboard sk minb s
NepeMillieHHs; MPUKIIaJ] MpocTopoBoro 3anmuty EQS 13 BigoOpakeHHSIM BHOpaHUX
TOYOK HaBEJIEHO Ha PHUCYHKY 4.2, 10 J1a€ 3MOTYy Bi3yalbHO IMpOaHaji3yBaTH SKICTb
BUOOpPY TMO3UIIM, BUABUTH NPOOJEMHI 30HHM PIBHS Ta CKOPUTYBATH MapaMeTpu
OI[IHIOBAHHS Yy MPOIIEC] HAJIArOJKEHHS i ONTUMI3allii redMILIEIO.

Yactuna IlI-noriku peamnizyerbest y C++ (AlController, 6a30Bi cepsicH,
ckJagH1 o0uuncieHHs), Toai sik Behavior Trees Ta okpemi 3aBlaHHS CTBOPIOIOTHCS B
Blueprint, mo crnpoiiye HanaroKeHHs Ta A€ 3MOTY IIIBHKO 3MiHIOBATH TOBEIIHKY
0e3 mepeKOMITITIAIIT BCi€l TpH, a TaKOXK 3a0e3Medye 3pydHy Bi3yalizalilo pillieHb IJis
aHaJli3y, KOMaHIHOi poOOTH Ta MOAAJBIIOrO JOOINpPAIIOBaHHS cCleHapliB. Taxuit
riOpuAHMIA TAXi TOEAHY€E BHCOKY MPOAYKTHBHICTH HATUBHOTO KOMYy 3 THYYKICTIO
BI3YaJIbHOTO CIICHAPHOTO MPOEKTYBaHHS, IO € OCOOJMBO Ba)JIMBUM AJisi survival

escape-irop, e HeoOXiTHO YacTO ITEpaTUBHO 3MiHIOBATH JIOTiKYy peakiii NPC Ha mii

rpaBIIs.

Pucynok 4.3 — Ilpuknaa 3anuty EQS 13 BigoOpa>keHHSM BUOPaHUX TOUOK
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4.3 Peanizamnisi cucremu ppakuiii Ta pemyramii

Cuctema ¢pakiiii peangizoBaHa SK OKpeMUH MOAYJb, IO MpaIoe 3i
CTPYKTYpPOBaHUMH JaHUMHU Ta Hamae iHTepdelicu i iHmmMX migcucreM. Ha piBHi
naHux BHUKopucToByeThcsi DataTable, y kit onucani ¢pakuii, ixHi 0a30Bi
XapaKTEepUCTUKU Ta MaTpHIsl BITHOCHH. [l KOXHOI (pakiii 3a7aroThes:
imenTudikaTop; Ha3Ba; KOPOTKHUM omuc; 0a30BE CTaBJICHHA A0 TpaBl; MapameTpu
arpeCUBHOCTI; KJIFOYOBI 30HMU BIUIMBY. ['padiune BigoOpakeHHsS MOTOYHOTO PiBHSA
penyTarlii TpaBiis y pi3HUX QPaKIisgx HABEJCHO HA PUCYHKY 4.3.

PenyTania rpaBus y KokHIM Ppakuii 30epiraeTbCs y cremialibHOMYy 00’ €KTI,
o acouiioBanuii 13 npoduieM rpasig. [lin yac BUKOHAHHS KBECTIB, B3a€MOJIi 3
NPC abo yvacti y KOHGIIKTax 3HAYEHHS pEIyTallii 3MIHIOIOTBCS 3a 3a37aIeTiah
BHU3HAUECHUMU MpaBuiamu. Hampukmian:

— BUKOHAHHS 3aBJIaHHSA JUIs PpaKilii 30UIbIITy€E permyTalliio B i Gppakiii;

— JomomMora Boporam (pakilii 3HUKY€E pernyTalilo;

— arpecuBHi aii nporu NPC mneBHOro yrpymnoBaHHS 3MEHIIYIOTb
penyTallito ax /10 CTaHy BIIKPUTOI BOPOKHEYI.

Just noctyny a0 ¢GpakuifHMX AaHUX CTBOPEHO UEHTPAJIbHHUI MEHEeIKep
dpaxuiii, peanizoBanuii y C++. BiH Hagae MeTOAM: OTPUMATH MOTOYHE CTABIICHHS
dpakiii 10 rpaBls;, 3MIHUTH pEMyTailito; OOUMUCIUTA HACHIAKUA TOMIl ISl KUTBKOX
dpaxuiit oqHOouacHo; HagatH iHpopMmaiiro s LI ta kBecToBoi cucremu. JomatkoBo
MEHEJ[KEP MIATPUMYE €AUHY TOUKY KOH(ITypallii moporoBux 3Ha4Y€Hb pemmyTallii, 1o
J03BOJISIE MIBUAKO 3MiHIOBaTH OaylaHc 0e3 mepenucyBaHHs ITPOBOI JIOTIKH, a TAaKOXK
30upae CTAaTUCTUKY B3a€MOJIN JUIsl MOAANBIIONO aHaMi3y Ta TOHKOTO HaJlalllTyBaHHS
CKJIATHOCTI.

NPC otpumyroTe iHpopMmalio n0po (pakiiro Ta penyTamio yepes
KOMITOHEHTH, TIPUB’s13aH1 10 nepcoHaxiB. [1ig gac yxBanenns pimensb Behavior Tree
3BEPTAETHCS 10 (PPaKIIHHOTO MOYJS: HAIPUKIA, BUPILIUTH, YA aTaKyBaTH TPaBLIs

oJlpa3y, TOIEPEAUTH, MPOITHOpPYBaTH abo0 3amporoHyBaTH B3aemojilo. KBecTtoBa
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CHCTeMa BUKOPHCTOBYE pemyTallito JUisi po30JOKyBaHHS a00 OJOKYBaHHS OKPEMHX
JiHIK 3aBAaHb. TakuM 4YWHOM, (pakiiiHa MOJACIbh Oe3MOoCepeHhO BIUIMBAE HAa
reimmiell Ta BapiaTUBHICTh NMPOXOKEHHS, POOJISYM peakilii CcBITY Ha Aii rpaBLs
OUTBIN TOCTIJOBHUMHM, TepeadauyBaHUMU 3 TOYKH 30PY BHYTPIIIHBOI JIOTIKH Ta

BOJHOYAaC MCHIII 1abJIOHHUMU AJIs1 KOpUCTyBayda.

Faction Reputation Debug

Player: TestCharacterQ1 Time: 0:42:13
®pakuyli Ta penyTauis Time
®dpakuis PenyTauis Staryc
OxopoHa KoMneKkcy -75 Bopor
V'asHi-opraHizatopu Col03HuMK
NewnTpanbHi TOprosui (0] Hentpan
YHOpHUY PUHOK +15 ObepexxHumn

Moporu cratycis:
Bopor: — penetycuis s 50 Nentpan: +11 go gonyma =30
Col03HuK: — penytuis =39

PyuHa 3miHa penyTauii (debug):

OxopoHa koMnnekcy v 3HaveHHa: -20

Apply Close

Pucynox 4.4 — Ilpuxan BioOpaykeHHs penyTailii rpaBis y Gpaxiiisx

4.4 PeaJizamisi cMCTeMH KBECTIB Ta CHIEHAPHUX NepPeXoaiB

Cucrema KBECTIB pealli3oBaHa SK MOIYJb, IO KEPYE >KUTTEBUM ITUKIOM
3aBJaHb, 30epirae ixHii cTaH Ta 3a0e3medye B3a€MOJIII0 3 IHIIUMH TiJCUCTEMaMHu.
KoxeH KBeCcT OmMHMCYyeThCS CTPYKTYPOIO JaHWX, y SKIA BKa3aHO: ileHTU(]IKATOD;

Ha3Ba; onuc; (Ppakiis, BiJ IMEHI sIKOi BUAETHCA 3aBJaHHS;, YMOBHU aKTUBAIIll; CIIMCOK
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IIJIeH; MOKJTMB1 HACHIIKK; 3MIHM peITyTallil; BIUIUB Ha CIOXKET.

Cranu KBeCTIB peali3oBaHl y BHIJISAA1 KIHIIEBUX aBTOMATIB: HEAKTHUBHHIA,
TOCTYITHUW;, AaKTUBHWM; BHKOHAHWH; mpoBajeHWil. I[lepexogm MK craHamu
HILIIOIOTHCA TOAISIMU: TpaBellb moroopuB 3 NPC; yBIHIIIOB /10 MEBHOI 30HU; 310paB
noTpiOHMI TpEeIMeT; NOCSATHYB NEBHOrO piBHA pemyTarii. s gocTaBku mMomin
BUKOPHCTOBYETHCS MOJIEBO-OPIEHTOBAHA MOJENb: MOIYJb KBECTIB MIAMHUCYETHCS HA
noxii Bix LI, ¢ppaxiiii, IHBEeHTaps Ta CUCTEMHU TPUTEPIB PIBHSL.

CueHapHi Hepexoau peai3yloThCs 4Yepe3 CHCTEMY TariB 1 MpamopiiB CTaHy
city. KimrouoBi moii (BUKOHAHHS TOJIOBHOTO KBECTY (hpakilii, 3paja yrpynoBaHHs,
yCHIITHA BT€Ya 3 MEBHOI 30HM) BCTAHOBIIIOIOTH CIIEHAPHI MPAIOPIli, SKI BILUIUBAIOTh
Ha JOCTYIHICTh NOJANBIINX KBECTIB 1 piHamB. Hanpuknan:

— BUKOHAHHSI cepii KBECTIB ISl OJHI€T PpakIlii Moxe 3a0JI0KyBaTU TOCTY
110 albTEPHATUBHOI T'JIKH;

— MPOBaJI KPUTHYHOTO 3aBJIAaHHs TEPEBOJUTH TPy Ha 1HIIHMKA CIEHAPHHMA
HUISIX;

— yCHIIIHA CHIBOpals 3 KUIbKOMa (pakUisiMU BiIKpHBAE JOJATKOBHIA
BapiaHT 3aBEPIICHHS.

KBecToBuii Mmoaynb iHTerpyethest 3 Ul: akTUBHI 3aBJIaHHS BIAOOPaKAOTHCS y
YKYpHaJ, 1Tl MO3HAYal0ThCS HA KapTi a00 y BUIJISA] MiAKA30K, a KIFOUOBI PIIICHHS

CYIPOBOJIKYIOTHCS J1aJJOTOBUMH BIKHAMH.

4.5 Peanizauia Ul

IaTepdeiic koprcTyBada peanizoBanuii 3a nomomoror cucremu UMG (Unreal
Motion Graphics). OcnoBHi enementu Ul: HUD; rojgoBHe MeHIO; MEHIO TIay3H; €KpaH
IHBEHTAps; €KpaH KBECTiB; iHTepdelic TOpriBii; mianoroBi BikHA. KoxkeH expad
CTBOpIO€EThCS K okpemuit Widget Blueprint, sikuii oTpumye naHi BiJl redMIICHHUX

[T1JICCTEM.
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HUD Bino6paxkae ocHOBHY iH(OpMaIlil0 PO CTaH TPaBI: PIBEHb 370pOB S,
HasBHICTh KJIFOYOBUX PECYPCIB; MOTOYHI I[1JI1; 1HIAUKATOPH BUSBJICHHS (HANPUKJIA],
piBeHb Mig03pu BOpOTiB). s IIbOTO BUKOPUCTOBYETHCS TMPUB’SI3KAa 3MIHHHUX 0
nporpec-0apiB, TekcToBUX MoiiB Ta miktorpam. OnHosienHs HUD BigOyBaerbes
4yepe3 Moii, o HaIXOIATh BiI KOMIIOHEHTA CTaHy TPaBIIsl.

Expan 1iHBeHTaps peamidye BiIOOpaKeHHs CHHCKY TMpEAMETIB, iX
XapaKTEepPUCTUK Ta MOXJIMBUX [1i (BUKOpPUCTATH; Nepenatd; BUKUHYTH). Jlorika
B3aeMOIIi 3 TpeaMeTamMu peaiizoBaHa y C++, Toml K BimoOpakeHHS W oOpoOka
KJIIKIB BUKOHYeThCA y Blueprint. [TogiOHuM ynHOM m0OY/I0BaHO €KpaH KBECTIB, €
B1JI0Opa)KaroThCsl AaKTUBHI Ta 3aBEPILICHI 3aBJaHHs, IXHII OMKC Ta CTaTyC.

[aTepdelic TOprieiai BKIIOYAE JBAa CIHMCKU: MPEAMETH TOPTOBI; MPEIMETH
rpasiis. [1ig yac Bubopy TOBapy BijIoOpa)karoThes 11iHA, GpaKiliifHi 3HUKKH Ta YMOBU
nokynok. [IpoBeneHHs onepanii BUKIIMKae QyHKIII MOAYJSl TOPTiBIl, KM OHOBIIIOE
1HBEHTAap 1 BaJIOTHI PECYPCH.

JlianoroBi BiIkHa BUKOPUCTOBYIOTHCS JJIs BITOOpaXKEHHS BAXKIMBUX CIOKETHUX
noAii, Bubopy peruiik y mianorax 3 NPC Ta miaTBepaKeHHS pillleHb, 1[0 BIUIUBAIOTh
Ha penyTamito Ta creHapil. Yci Ul-enemeHTH CTBOpeHI TakuM 4YMHOM, 100 HE
JTyOJIFOBaTH JIOTIKY, a JMIIE BioOpa)xaTh MOTOYHUN CTaH CHUCTEM 1 IMepenaBaTh

KOMaH/M 10 BIAMOBITHUX MOIYJIIB.

4.6 Peaizanisi iHBeHTaps, B3aeMOo/Iii 3 nmpeaMeTaMHu

Cucrema iHBEHTaps pealii3oBaHa sIK KOMIIOHEHT, IO MiAKITI0Ya€ThCs 10 TPaBIIs
Ta, 3a notpedu, 10 okpemMux NPC. YV KOMMNOHEHTI 1HBEHTapsi 30€pIra€TbCsi CIUCOK
CTPYKTYD, KOJKHA 3 SIKUX OMKCY€E MPEAMET: 1IeHTU(PIKATOP; KIJIbKICTh; THUI; J0AATKOBI
napameTtpu. Ommc npeametiB MicTUThest y DataTable, 3 sikoi mig yac 3aBaHTaKeHHS
MNIATATYIOTBCS. HA3BU, OIHKCH, 1KOHKH, 3HAYEHHS XapaKTEpUCTHUK Ta e(eKTIB;

iHTepdeiic pobOTH 3 1HBEHTApeM TpaBIlll HaBeACHWN Ha pHUCYHKY 4.4, a mpukian
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BiI0OpakeHHs OKpeMoro npeameta «BulOyxiBkay 300pakeHHil Ha PUCYHKY 4.5.

B3aemogis 3 mpeameraMu BiIOYBa€ThCA Y KUIbKA €TarliB:

— BU3HAYCHHS MOMJIMBOCTI B3aeMOfii 3 00’€KTOM Yy CBiTi (4Uepes
TpacyBaHHS ITpOMEHEM a00 30HYy B3aEMO/IIN);

— B1I0Opa)KEHHS MTiJIKa3KH MPO JTOCTYMHY Iit0;

— BUKOHAHHSA mii (MIIHATA TIPEAMET, BIYMHUTH JBEpl KIIOUEM;
aKTHUBYBaTH MEXaHI3M);

— OHOBJICHHSI IHBEHTAps Ta CTaHy CBITY BIJIOBIIHO 10 pe3yJIbTATIB.

YactHa TpenMETIB € KIIOYOBMMHU, TOOTO BIUIMBAIOTh HAa MOKJIUBICTD
MOJAJIBIIOTO TPOrpecy: KIIOYl BiJ JABEpEil; KapTKHU JNOCTYIMY; YHIKaJIbHI MpPEeIMETU
1151 KBeCTiB. J{ia Takux 00’€KTIB y KBECTOBIM CHUCTEMI 3aJal0ThCsl 3aJIE€AKHOCTI, 1110
BPaxOBYIOTh HAasBHICTb MpeaMeTa B IHBEHTapl Ta MOXYTh OJIOKyBaTu abo
PO30JIOKOBYBATH OKpEMi €Tamu 3aBAaHHS, aJbTEPHATHBHI NIISXH MPOXOKCHHS I
BapiaHTH (iHATY.

Cucrema 1HBEHTaps MIATPUMYE: CTEKOBaHI TIpPeIMETH; OOMEXKEHHS 3a
KUIBKICTIO; MEPEBIPKY TOCTYIHOCTI PeCypCy IMepes]] BUKOHAHHSAM [ii; IHTErpaliio 3
TOPriBIICIO (CIIUCAHHS Ta HAIXOJKEHHS MPEAMETIB, 00UMCIEHHS BAPTOCTI), a TAKOXK
3a0e3neuye y3roJKEHICTh CTaHy CBITY 3 JISIMU IPaBLs 32 PaXyHOK IIEHTPai30BaHOrO

30epiraHHs JaHUX MPO PECYPCH.

/I Banana x1

i
N

Pucynox 4.5 — Iarepderic iHBeHTaps rpaBIls
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Pucynok 4.6 — [Ipuknan npenmety «BuOyxiBkay

4.7 IloOynoBa piBHIB Ta iIHTEPAKTHBHOIO CepeI0BHIIA

PiBui y rpi «Brewa» cTBOpeH1 SK KOMOIHAIlil BHYTPIIIHIX NPUMIIIEHB,
KOPHUJIOPIB, 30H OXOPOHHM Ta BIIHOCHO O€3MeYHUX AUISHOK. J[JI1 KOXKHOTO pIBHS
BU3HAYAIOTHCSA: OCHOBHI MapUIpyTH TpaBils; 30HM mnarpyitoBanHs NPC; wmicus
MO>KJIMBHX 3aCiJIOK; JIOKaIlli 3 BHCOKOI KOHIICHTPAIUEI0 PECypCiB; 30HU BIUIMBY
dpakmiii. Y3aranpHeHa cXeMa TIPOCTOPOBOI CTPYKTYpH PIBHA Ta PO3MIIICHHS
KJTFOUOBUX 30H HaBeJICHA Ha €CK131 KapTH PiBHS, 300paKEHOMY Ha PUCYHKY 4.6.

[HTEpaKTUBHI €JIEMEHTH CEPEIOBHINA BKIIOYAIOTh: JIBEPl, IO BIIUUHSIOTHCS
KJIouaMu ab0 yepe3 MaHesl JIOCTYIy; KaMepu CIOCTEPEKEHHS, SIKI 30UIbIIYIOTh

piBEHb TPUBOTH; TEPMIHAIIH, III0 AKTUBYIOTH MO/IiT; MACTKU Ta Oapukaau. B3aemois 3
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HUMH peayi3oBaHa 4yepe3 KoMIOHeHTH Ta Blueprint-noriky, mos’s3any 3 KBecTamu,
dbpakuissmu Ta LI; npuknan BUTIsSAy OXOpOHHOI KaMepH, IO BIUIMBAE Ha PiBEHb
TpuBoru Ta nmoBeAinky NPC, HaBeneHo Ha pUCYHKY 4.7.

Ha piBHSX po3minryroTbest Hapiramiiiai citku (NavMesh), 1m0 103BONSIOTH
NPC mepecyBatucs 3 ypaxyBaHHSAM mepemkoi. JJis 30H MiABUINCHOTO PU3UKY Ta
KOHTPOJILHUX TOYOK CTBOPIOIOTHCS CHEIlialbHI MapKepH, SIKi BHKOPUCTOBYIOTHCS
Behavior Trees Ta EQS 111 mnoOynoBu MapuipyTiB 1 BHOOpPY MO3HUIIN
criocTepekeHHs. JloaTKOBO Taki MapKepH JTO3BOJISIOTH 3a7aBaTH MPIOPUTETHI 30HU
yepryBaHHs, MICIS JJIA 3aciiIoOK 1 TOYKHM regroup-noBeAiHku, konu NPC Btpagae
TPaBI 3 MOJISI 30pY, alie TPOJOBKYE HOTO MOIIYK.

Po3smimieHHst TpurepiB 3a0e3medye 3amyCcK KBECTOBUX MMOJIINA, 3MIHH
bpakIiiHUX CTaHIB, aKTUBAIlI0 KaT-CIIEH Ta 3MiHY CKJIAQJHOCTI (HAIpPHUKIIA,
NOCWICHHSI TATPyJB IMICJId MNpOBaly 3aBJaHHs). YacTWHa TpUrepiB Mpalioe y
(hOHOBOMY peXUMi, pearyoyud Ha MPUXOBaHI MapaMeTpu cecii (dac, IIyMm, PiBEHb
TPUBOTH), IO POOUTH PIBHI HE JIMIIE MPOCTOPOM JIJIsl TIEPEMIIICHHS, & i aKTUBHUM

€JIEMEHTOM JIOT1KH I'pH, TICHO OB’ si3aHuM 31 L1 Ta HapatuBoMm.

Pucynok 4.6 — Ecki3 kaptu piBHS Tpu «Bteuay
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Pucynok 4.7 — Burian 0oXopoHHOI Kamepu

4.8 OnTumizauisa rpu

Ontumizamiss 'y rpi «Brewa» crpsiMoBaHa Ha 3a0e3ledeHHs] CTaOUIbHOT
MPOyKTUBHOCTI 3a 30epexenHs ckiannoi joriku LI Ta Bucokoi meramizarii crieH.
JI71st 1pOro 3acTOCOBAHO HU3KY MIAXOAIB Ha PIBHI KOHTEHTY, KOJy Ta HaJallTyBaHb
pyIis.

Ha piHi Il BHKOpUCTaHO: 3HMKEHHS YAaCTOTH OHOBJIEHHSI TMOBEIIHKOBHX
nepeB ans NPC, 1o 3HaXxoAsThCs JAJEKO BiA TpaBLs; ACAKTHBAIIO YaCTUHU
CEHCOPIB Y HEaKTyaJbHUX 30HaX; OOMEXEHHS MaKCHUMAaJIbHOi KUIBKOCTI OJJHOYACHO
aKTUBHMX AareHTIB, sIKI BUKOHYIOTh ckiaaHi EQS-3anuTH; KeuryBaHHSA pe3yJbTaTiB
JESIKUX 00YHCIICHb.

Ha piBui rpadiku 3actocoBaHo: piBHi aetam3amii (LOD) s moxenei;
BIJICIKaHHS 00’ €KTIB 1o3a nojieM 30py (frustum culling); ciporiienHs MarepiaiiB Jjist
JIPYTOPSATHUX €JIEMEHTIB; ONTUMI3AIII0 OCBITICHHS Yepe3 BUKOPUCTAHHS MOETHAHHS
JUHAMIYHOTO Ta MOIMEPEAHBO PO3PAXOBAHOTO OCBITIEHHS TaM, /i€ 11€ MOXKJIUBO.

Ha piBHI maHuX Ta JIOTIKM CHUCTEM: MiHIMI3alii0 JyOJiOBaHHA 1H(pOpMAIi Yy

DataTables; BukoprcTanHsl MOCUJIaHb 3aMICTh KOIIIOBAHHS CTPYKTYP; MO BETUKUX
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CHUCTEM Ha IMJAMOJYJI, 10 aKTUBYIOThCS JIMIIE 3a MOTPeOU; mpodiTtoBaHHS BY3bKHX
MICIIb 3a J0onoMororo BOynoBaHux iHcTpymeHTIB Unreal Engine (Session Frontend,
npodaitiepn), MO Ja€ 3MOTY BHUSBIATH HEC(PEKTHUBHI 3allUTH, ONTHUMI3yBaTh
CTPYKTYpy 30epiraHHsi mapameTpiB 1 3MEHIIYBaTH KUIbKICTh 3aMBUX OOYHMCIICHB Mij
yac BUKOHAHHS TPH.

Pe3ynbraTom € 3MeHITIeHHS TIKOBUX HABAHTAKECHb HA MPOIIECOP Ta BiACOKapTY,
CKOPOYCHHS Yacy peakIlii CHCTeMH Ha il TrpaBId Ta 3a0e3leueHHs IJIaBHOTO
IrpOBOTO TIPOIIECY B MEKaX 3aJJaHUX arapaTHUX BUMOT, 110 OCOOJIMBO BaXKIIUBO JIJIS
CTab1IbHOT POOOTH ITPOBOT CUCTEMHU Ha KOHDITypaIlisax CepeHbOTO PIiBHS Ta ITiJ Yac

TPUBAJIMX ITPOBUX CECIH.

4.9 BuCHOBKH /10 po3aiiny

VY poznuii 4 Oyno poO3MNISIHYTO MPAKTUYHY peaizaililo OCHOBHUX IIJICUCTEM
rpu «Bteua» na mmargopmi Unreal Engine 5. PeanizoBano IlII-cucremy Ha OCHOBI
Behavior Trees, Blackboard, Al Perception ta EQS, mo 3a0e3nedye amanTuBHy
noBeAinky NPC, 3pmaTHicTh pearyBaT Ha /il TpaBlis, 3MIHM CEpeIOBUIIA Ta
dpakuiitHuii KoHTeKCT. BripoBamkeHo (pakiiitHy MoJienb Ta CUCTEMY pemyTallii, siKi
BIJIMBAIOTh HA IOCTYMHI KBECTH, TOPTIBIIIO Ta CLUEHAPHI TIKH.

Cucrema KBECTIB Ta CICHapHUX TEpexXoMdiB 3a0e3redyye MiATPUMKY
PO3Tally’>KEHOTO CIOKETY 13 3aJICKHICTIO NMUISIXY MPOXOJDKEHHS Bij pIillIeHb TPaBIIS.
PeanizoBano iHTepdeiic kopucTyBaua, IHBEHTAp, B3a€MO/iI0 3 TIpeAMETaMH, TOPTOB1
iHTepdeicu Ta M1ajJoroBl BiKHA, IO HAJAIOTh TPABIIO MOBHHUM JOCTYI IO MEXaHIK
rpu. IloOynoBaHO piBHI Ta IHTEPaKTUBHE CEPEOBUIIEC, Y SKOMY MOEIHYIOTHCS
MapiipyTi NPC, 300U pu3uKy, ppakiiiiHi TepuTopii Ta KBECTOBI TPUTEPH.

Oco0OmuBy yBary NpUIUIEHO ONTHUMI3allii, MO0 Ja€ 3MOTY MATPUMYBATH
CTaOlIbHY MPOAYKTHUBHICTh NpH HasiBHOCTI ckiaanux III- Ta cuenapHux cucrem.

PeanmizoBani pimeHHS MiATBEPDKYIOTh MPAKTUYHY 3MIHCHEHHICTh OOpaHUX
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apXITEeKTYpHUX TIIXOMIB Ta TEXHOJOTIM, CTBOPIOOYM 0azy i TMOJaJbIIOro
JTOCTIDKeHHsT poOOoTH cuctemu, aHamizy edextuBHocTi Il Ta OIIHKM BILIUBY
¢dpakiiitHoi Ta KBECTOBOI JIOTIKM Ha SKICTh T€HMIUIEHHOTO JOCBIAY B HACTYITHOMY

PO3ILIL.

) JOCJLKEHHA TA TECTYBAHHA CUCTEMHA

5.1 Meroanka TecTyBaHHs

HocnipkeHHs: Ta TecTyBaHHS TI'pu «Bteda» copsiMoBaHI Ha OLIHIOBaHHS
KOPEKTHOCT1 po0OTH TeumIuielHux miacucrteM, edektuBHocti LI, amekBatHOCTI
¢dpakuiifHoi B3aeMonli Ta CTAaOUIBHOCTI (DYHKIIIOHYBAaHHS CHCTEMH 3a PI3ZHHX
CLEHApiiB BHUKOPHUCTAHHsS. 3alpoOlOHOBaHA METOAMKA TECTYBaHHA MOEIHYE
dbyHKIIOHATIBbHE, CIICHApHE, HABAaHTAXXyBaJIbHE Ta €KCIEPUMEHTAJIbHE TECTYBaHHS 3
BUKOPUCTAaHHSAM KOHTPOJBHUX CLEHApiiB, MOBTOPIOBAHUX EKCIIEPUMEHTIB 1 (pikcarii
pe3ynbTaTiB y opMi JIOTIB Ta y3aralbHEHUX TaOIMYHUX JAHHX.

OCHOBHMMH €TamaMM METOJIWKHA €. BHU3HAUCHHS I[JIeW TEeCTyBaHHS s
KOKHOTO MOAYJIsi CUCTeMH; (opMmyBaHHA Habopy TectoBux cueHapiiB mis 111,
dpaxiiifHOi cucTeMHu, KBECTIB, IHBEHTaps Ta PiBHIB; IPOBEICHHS Cepii 3aIyCKiB I'PH 3
dikcamiero mapamerpiB (wac peakmii I, dacTka KOpEKTHUX peakiliii, 3MIHU
penyraiiii, crabuiebHicTh FPS); anamiz oTpuMaHux JaHuUX 1 TOPIBHSHHS iX 13
OUYIKYBaHUMU 3HAYCHHSIMHU.

Hnst tecryBanna LI Ta ¢pakuiiHUX MeXaHIK 3aCTOCOBYETHCS MIAX1J
KOHTPOJILOBAHUX CIICHApIiB, KOJM TpaBellb CBIJIOMO TOBTOPIOE OJHAKOBI Iii:
HaOmkeHHs 10 NPC 3 pi3HUX HanpsIMKIB 1 Ha Pi3HINA BIJCTaHi; CTBOPEHHS IIYMiB 3a
MEKaMH TOJIs 30pYy; BX1J Yy 30HHU MiABUIIEHOI OXOPOHH; MOCIiI0OBHE BUKOHAHHS a0o0
mpoBaJl KBECTIB TMeBHUX (pakiiii. lle mae 3mory OHIHUTH CTaOLIBHICTH 1
nependadyBaHICTh peakiii cuctemMu. HaBaHTaxyBalbHE TECTYBaHHSI MPOBOJMTHCS

yepe3 mTy4yHe 30UIbleHHs KiTbKocTi akTuBHUX NPC 1 mofiii, a TakoK BUMIPIOBaHHS
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MPOJAYKTUBHOCTI Ha 3aJ]JaHUX arapaTHUX KOHPIryparisx.

PesynpTat  nmociimkeHb (PIKCYIOTBCS Y BHUIVISAI TEKCTOBUX JIOTIB TpH,
BHyTpimHiX joriB LI-koHTposepiB, MOKa3HUKIB MPOJAYKTUBHOCTI 3 BUKOPUCTAHHSAM
npodaitnepa Unreal Engine Ta TabnuyHMX AaHUX I MOJANBIIOrO aHamidy. s
KOKHOTO HaOOpy CIeHapiiB BUKOHYETHCS Cepis MOBTOPIOBAHUX 3aIyCKiB, IO Ja€
3MOTY YyCEPEIHUTH pe3yJdbTaTH Ta 3MCHIIUTH BIUIMB BHUMAJAKOBUX KOJUBAaHb
MPOAYKTUBHOCTI. Takuil Mmiaxij D03BOJIsIE OOIPYHTOBAHO OINIHWUTU SKICTh peaiizarii
CUCTEMHM Ta BHUSBUTU TOTCHIIMHI BY3bKI MICIA, a TaKOX TMOPIBHATH pi3HI
KoH(pirypamii HanmamrtyBadb LI, mapamerpiB piBHS W ONTUMIZAIIMHUX PIIICHH HA

OCHOBI 00’ €KTUBHHMX KIJIbKICHUX MOKA3HUKIB.

5.2 TecToBe cepeoBHILE Ta aapaTHA KOHpirypauis

Peanizamiss ta TectryBaHHA rpu «BTeway 31HCHIOBANKCS Ha MEPCOHAIBHHUX
KOMIT t0Tepax, KOoHIrypallis sKux 3a0e3mnedye KopekTHy poboty pymiis Unreal
Engine 5 Ta ga€e 3Mory OUIHMTH MPOAYKTUBHICTh, CTAOUIBHICTD 1 BIATYK CUCTEMH 3a
YMOB, HAOJMKEHUX A0 THUIOBHX JUIsl CydacHUX Irop. ba3zoBum cepenoBuuiem
pO3pOOKM Ta TECTyBaHHS BHUCTymajia KoHQIirypaimis A, M0 XapaKTepU3yeTbCs
CydyaCHUM 0aratosiiepHUM TMPOLECOPOM, ITUCKPETHUM TpadiuHUM aganTepoM
CEepeIHBO-BUCOKOTO  KJIACy, JIOCTaTHIM O0OCSATOM OIEepaTUBHOI TaM’ATi Ta
BUCOKOIIBUAKICHUM ~ NVMe-nakonuuyBadem. J[0gaTKOBO  BHKOPHCTOBYBaiacs
KoH(irypaiis B, sxa 3a 00YMCIIIOBaJIbHUMHU MOKIIMBOCTSAMHU € JEHI0 CKPOMHIIIOK.
[le mamo 3mory mpoaHasi3yBaTH YyTJIUBICTh TPU JI0 3HIKCHHS PECYpCIB amapaTHOi
m1aTOpMHU Ta OLIIHUTH MIHIMAJIbHO KOMGOPTHI YMOBH AJI 3aITyCKY.

[IporpamHe TecTOBE CEpeAOBHINE BKIIOYAIO CydacHI Bepcii 64-po3psIHux
omnepatiiiaux cuctem cimeiictea Windows, pymiii Unreal Engine 5 rinku 5.4.x, a
TAKOXX IHCTPYMEHTH, HEOOXiAHI g po3poOKM ¥ aHamizy MpPOJYKTUBHOCTI:

IHTETPOBaHE CEPENIOBUIIE PO3POOKH it podoTn 3 C++-KOJ0M, CUCTEMY yIPABIIHHS
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Bepcisimu Git, yTwniTH MOHITOpUHTY HaBaHTakeHHs Ha CPU, GPU, onepatuBHy
nam’sTh Ta TiAcHcTeMy 30€piraHHS JaHWX. Y3arajlbHEHI XapaKTePUCTUKU
arapaTHOTO Ta MPOrPaMHOTO 3a0e3MeueHHs JUIsi OCHOBHHUX TECTOBHX KOH(]Iryparin

HaBeaeHO B Ta0auIl 5.2.

Tabmuis 5.2 — TectoBe cepenoBuile Ta anapatia KoHGIryparis

Koundirypanis CPU GPU RAM HakonuuyBau OC Bepcis
UE5
A (ocHOBHA) AMD Ryzen NVIDIA 32TBb SSDNVMel  Windows Unreal
55600X (6  GeForce DDR4- Tbh 11 Pro Engine
sanep, 12 RTX 4070 3200 23H2 64- 5.4.2
MIOTOKIB) 12Th bit
B (momatkoBa) AMD Ryzen NVIDIA 16 Tb SSD NVMe Windows Unreal
53600 (6 GeForce DDR4- 512Tb 10 Pro Engine
sanuep, 12 RTX 3060 3200 22H2 64- 5.4.2
MIOTOKIB) 12Th bit

5.3 OuinoBanns epextuBHocTi LI Ta ¢ppaxkuiiinoi B3aemonii

OuintoBanHs edextuBHocTi I Ta ¢pakmiiiHoi B3aemonii y rpi «Breuay
30CEPE/KYEThCS HAa TPbOX OCHOBHHX acCIMEKTax: KOPEKTHOCTI moBeAiHku NPC;
IIBUIKOCTI peakiii CUCTEMHM Ha MOJli; BIUIMBI pIIIEHb TPaBIsl Ha CTaH CBITY,
cTaBjeHHS ¢pakiiii Ta JOCTYHHICTh TEeUMIUIEHHOTO KOHTeHTy. Jlis 1pboro
bopMyIOThCSl TECTOBI CUTYaIlii, y sikux noseainka NPC 1 gpakiiiiinoi cucreMu Moxe
OyTH OJTHO3HAYHO OI[IHEHA SIK KOPEKTHA a00 HEKOPEKTHA.

Jist LT popmyroTbes ciieHapii, 0 OXOIUTIOI0Th TUIIOB1 CUTYAIlli: HAOIMKEHHS
rpaBis 70 NPC 3 pi3HMX HampsMKIB Ta Ha Pi3HIM BIJICTaHl; CTBOPEHHA IIyMy 3a
MeKaMH TI0JIsI 30py; TUMYacoBa BTpaTa IpaBls 3 MOJISI 30py Ta MOAAIBIIMNA MOIIYK;
nepeOyBaHHs TPaBL B 30HAX MIJABUIICHOI OXOPOHH; 3MiHA (PPAKIIAHOT HAJIEKHOCTI
rpaBis abo pemyTanii. J{ns koxxHOro cuenapito ¢ikcyerhesi, un BusiBuB NPC rpabii,
yepe3 KUl yac BiaOymacs peaxiis, ski Aii Oynu oOpaHi (mepeciiTyBaHHs, Miao3pa,

BUKJIMK TIAKPIIJIEHHs, irHOpYBaHHs). Ha OCHOBI 1IbOro aHami3yeTbesi CTaOlIbHICTD
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pob6otu Behavior Trees, HanamryBanb Al Perception Ta koudiryparii EQS.
EdextuBnicte Il xapakTepusyeThCsi MOKa3HUKAMHU: YacTKa KOPEKTHHUX
peaxiiiii 3a HU3KH TMOBTOPEHB; CEpeHINA Yac peakilii Ha MOJii0; MaKCUMAaIbHUN Jac
peaxilii; JacTorTa HEKOHCHUCTEHTHOI IMOBEIIHKM (IrHOPYBaHHS OYEBHIHOI 3arposw,
HAJTO pi3ka abo HeyoriyHa peakiis). [ aHami3y BIUIMBY HaBaHTAKECHHS Ha dYac
peakiii OyJi0 MPOBEACHO EKCIEPUMEHT, Y MeXaX SKOTO 3MIHIOBAJACsi KITBKICTh
omHouacHo akTuBHMX NPC Ha creHi, a yac peakiii BUMIpIOBaBcS 3a JICKiJIbKa
MIOBTOPEHB 1 ycepeaHioBaBcs. BuximHi mani 11t moOy0BH rpadika 3aIeKHOCTI 9acy

peaxkitii I Bix xibkocTi NPC HaBeneHo B Tabsmii 5.3.

Tabmuua 5.3 — Pesynpratu BuMiproBaHHs 4dacy peakmii I 3anexxHo Big

kiipkocTi NPC

Kiabkicts NPC Cepenniii yac peaxuii, ¢ MakcumaaibHMI Yac peakuii, ¢
10 0,22¢ 0,50
20 0,38 0,55
30 0,42 0,63
40 0,45 0,70

Ha ocnHoBi ganux Ttabmuii 5.3 moOymoBaHo rpadik Ha pucyHKy 5.1, ne
nokazaHo 3anexHicTe 4vacy peakuii LI Bim kinmbkocti NPC. 3i 30inbmieHHAM
KUTBKOCTI OJTHOYaCHO aKTUBHUX MPOTUBHUKIB CEPEAHIN yac peakiii 3pocTae moMipHO
(Bix 0,35 ¢ misa 10 NPC no 0,45 ¢ nns 40 NPC), Toai sk MaKCUMaJIbHUH Yac peakiii
3amumaeTbesl B AianazoHi go 0,70 c. YV Bcix mpotectoBaHuX KoHiryparisx I
30epirae yac peaxiii MeHIIe Hix 1 ¢, mo 3a0e3nevyye JOCTaTHbO MIBUJKE CIIPUMHSTTS
JIH TpaBIsl Ta MIATBEPKY€E CTAaOIBHICTh peai30BaHOl JOTIKH MOBEIIHKH HaBITH 3a
M1JIBUIIICHOTO HaBaHTaXKEHHS 300pa)KeHO Ha PUCYHKY 5.1.

TectyBanHs (pakiiitHOi B3aeMOJIl CHpsIMOBaHE Ha TEPEBIPKY KOPEKTHOCTI
pobotu cucteMu (ppakiiii 1 pemyTarii, a TAKOX Ha OI[IHKY TOT0, HACKUIBKH BITIYTHO
JUIsS. TpaBlsl BIUIMBAaIOTh Horo aii Ha ctaBiieHHs NPC 1 JOCTynmHICTh KBECTIB Ta
TopriBii. s mporo ¢hopMyrOThCs ClieHapli, Y SIKUX TpaBelb MOCTIIOBHO: BUKOHYE
KBECTH OJIHI€I (pakilii; MOpYIIye I1HTEPECH OKPEMHUX YIPYIMOBaHb; 3J1HCHIOE

arpecuBHi aii o0 NPC pi3HuX Qpakuiil; yHukae y4acTi y KOHQIIKTax. Y KOKHOMY
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CIieHapli BIJCTEKYIOThCS 3HAYEHHS peIyTallii, 3MIHH y JOCTYMHOCTI MJ1ajoTiB,
TOPTOBHX OIlepalliii 1 KBECTIB, a TaKOXX Te, YM BIAOYyBaeTbCs OUIKyBaHa 3MiHa
CTaBJICHHS (hpaKIiiii.

Oco06nuBy yBary MPUIIIEHO CHUMETPHUYHOCTI Ta Y3TOMKEHOCTI 3MIH (4d
aJIeKBaTHO pearyroTh BOpPOXKi (pakilii Ha MIATPUMKY IXHIX OMOHEHTIB); KOPEKTHOCTI
po0OTH TMOPOTOBHX 3HAUEHb pEMmyTallii, M0 PO3MEXKOBYIOTh CTaHH COIO3HHKA,
HEUTpPAJBLHOTO Ta BOPOTra; BIACYTHOCTI JIOTIYHHUX CYyHEpPEeYHOCTEH, KoM dpakiis
dbopMaIbHO BOpOXKa, alie MPOJOBXKYE BUAABATH KBECTH 200 TOPTyBaTH HA 3BUYAMHUX
yMOBaxX. 3a pe3yJbTaTaMH TECTIB KOPUTYIOTbCSI MATPHUI BITHOCHH (PpaKilisi—
dpaxiiis, BEIMYMHU 3MIHA pemyTallii 3a pi3Hi Jii Ta YMOBU BIIKPUTTS/OJOKYBaHHS
KOHTeHTy. lle 3a0e3mnedye nependadyBaHICTh IFPOBOI JIOTIKH, MHIABUUILYE TOBIPY
IpaBIsl /10 CHUCTEMH Ta 3MEHIIY€ PU3MK BUHUKHEHHS aHOMAaM MOBEIIHKH, IO
PYWHYIOTH IrpOBE 3aHYPEHHS.

OtpuMani pe3ynbTaTH TECTyBaHHS (pakiIiHOI B3a€EMOJII  JTO3BOJISIOTH
OILIIHUTH, HACKUIBKH (pakiiifHa CcUCTeMa BIUIMBAE Ha pPEIrpabeNbHICTh TPU: YU
3MIHIOIOTBCSl CLIEHApHI T'JIKU 3aJ€XKHO Bl BUOOPY IpaBI; UM BIAKPUBAKOTHCS HOBI
BaplaHTH BTEUl; YW BIIUYBAETHCS BArOMICTh MPUNUHATUX PIIICHHb IIOJO0 MiATPUMKH
a00 TIPOTHUCTOSHHS KOHKPETHUM yTPYHOBaHHSAM. Y BUMNAAKY BHUSBJICHHS CIIEHApIiB,
JIe peakKilisi CBITY € HEJIOCTaTHBbOIO ab0 CyNMepeuwMBOIO, BHOCATLCA 3MIHM JI0 TIPaBUII
Moaudikaiii pemyTailii, JIOTIKM KBECTIB 1 JIOCTYITHOCTI TOPTOBUX MPOMO3UIIH, IO
MOCUJIIOE pOJIb (DpakiifHOI MOJENI B 3aralibHIN CTPYKTypl reiimiuiero. JlogaTkoBo
aHAMI3yIOThCA KpailHI BUITAJIKM, KOJM TpaBellb HABMUCHO OOWpae paauKaIbHY
cTparerito (MOBHUM HEHTpamiTeT ab0 MaKCUMalIbHY BOPOXKICTh J0 BCIX yTPYNOBaHb):
1Ie J1a€ 3MOTy TEpPEeBIpUTH, YU 30€piraeTbcsi irpoBa MOTHBALIIS, YA HE BUHHKAIOTh
«MEpTB1 30HW» MPOTPECY Ta UM 3AIUIIAETHCSA JOCTYITHUM Xo4ya O OJMH OCMHUCICHUN

IUISX 3aBEPIICHHS IPU 3 YpaXyBaHHSIM MOMEPEIHIX PIlICHb.
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B Cepenniiiuac peaxmi
MakcumansHII yac
M

peaxiii

Yac peakuii MC

Kinekicts I

Pucynok 5.1 — I'padik 3anexnocti yacy peaxuii LI Bix kinbkocTi NPC

5.4 HaBanta:xxyBajibHe TectTyBaHHsi UES-cucremu

HaBaHTaxkxyBanbHE TECTyBaHHS Ma€ Ha METI BH3HAYUTH MEXl CTaOUIbHOI
pobotu rpu «BTreua» npu 301nbIICHINA KUTBKOCTI akTUBHUX 00’ €kTiB, NPC, momiii ta
B3a€MO/Ii, a TAKOXK OLIHUTH BIUIMB iHTeHCHUBHOT poboTu 111 Ta KBEeCTOBOI JIOTiKMA Ha
MPOIYKTUBHICTh CUCTEMH. [[JIs1 IIbOTO CTBOPIOIOTHCA TECTOBI KOH(DIryparlii piBHIB, y
AKUX: 30UTBIIYy€eThCS KIIbKICTh NPC, 3a1isiHUX y MaTpyJlOBaHHI Ta MEpeciiayBaHHI;
aKTUBYETHCA OJHOYACHO KUIbKAa KBECTIB 13 PI3HUMH CTaHaMHU; TEHEPYEThCS
MiJBUIIEHA KUIBKICTh TOJIM, TMOB’s3aHUX 13 (GpakmiiHUMU 3MIHAMH, TPUTEPAMHU
PI1BHSI, TOPTIBJICIO TA J[1aJIOTAMHU.

VY mpolieci HaBaHTaXKyBAJIbHUX TECTIB (DIKCYIOThCS: CEpeAHiN Ta MiHIMaIbHUN
FPS; gac Binryky inrepdeticy; 3arpumkn y peakmisx LI; mossa mikpodpusis ado

3HAYHUX MPOCIJIaHb MPOIYKTUBHOCTI. JIJIsi aHAII3y BUKOPUCTOBYIOThCS Mpodaiisiepu
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Unreal Engine, 1mo A03BOJISIIOTh BU3HAYUTH, SIKI IMiJICHCTEMH CTBOPIOIOTH OCHOBHE
HABAHTAXKEHHA: pEeHJEPUHT; ckpunToBa Jiorika; LII; di3uka; 3aBaHTa’keHHS pecypciB.
Ha ocHOBI oTpuMaHMX pe3yJbTaTiB POOJSATHCS BHUCHOBKH IIOJMO0 HEOOXITHOCTI
JIOIATKOBOi ~ ONTUMI3Allli: 3MEHIIEHHS YacTOTH OHOBJIEHHS OKPEMHX CHCTEM;
oOMexeHHs uncenbHocTi akTuBHUX NPC; mepernsaay piBHA aeTami3aliii KOHTEHTY a0
CIPOIIEHHS OKPEMUX MEXaHIK Y HalO1JIbIIT HABAHTA)KCHUX CIICHAX.
5.4.1 3anexnicte FPS Big kinbkocti NPC
Jlis  OIIHIOBaHHA BIUIMBY KUIBKOCTI oaHO4YacHO akTuBHUX NPC Ha
MPOIYKTUBHICTh CHUCTEMU OyJI0 TPOBEICHO OKpPEMYy Cepil0 HaBaHTa)KyBaJbHUX
TECTIB. Y paMKaxX eKCIIEpPUMEHTY pO3IJsJainucs Takli KoHpirypamii cCiIeHu 3a
KubKicTiO Bopoxkux NPC: 5, 15, 25, 35 ta 50 areHTiB, siKki 0JJHOYaCHO MaTPYIIOIOTh,
pearyioTh Ha rpaBlid Ta TeHepyroTh nojii. BumiproBaBcs cepenniii FPS 3a cepiro

MOBTOPIOBAHUX 3aITyCKIB. ¥Y3arajbHeH1 pe3ybTaTH HaBEJAEHO B Ta0Iul 5.4.

Tabmum 5.4 — 3anexHicts cepenuporo FPS Bim kimbkocti NPC mig dvac

HaBaHTAXXyBaJIbHOI'O TCCTYBaHH:A

Kinbkicts NPC Cepenniii FPS
5 130

15 110

25 80

35 55

50 42

Ha ocHoBi ganux Ttabnuii 5.4 moOynoBaHo Tpadik Ha pUCYHKY 5.2, ne
nokasaHo 3anexHicTh cepeaaboro FPS Big kinbkocTi NPC. 13 3pocTaHHsSIM KUTBKOCTI
onHovacHo aktTuBHUX NPC cepeaniii FPS nmocTynoBo 3MeHIIY€eThCS: BiJl MPUOJIU3HO
130 xanapiB 3a cexkynay misa 5 NPC no 6mussko 4045 xampiB 3a cexkyHmy st S50
NPC. Lle nemoHCTpy€e OYIKyBaHE MaJiHHA MPOAYKTUBHOCTI 32 PaxXyHOK 3pPOCTaHHS
OOYHMCITIOBAILHOTO HaBaHTakeHHs Ha migcuctemu I, ¢di3uku Ta pengepuHry.
Bongnouac HaBiTh 3a 35-50 NPC cucrema 30epirac NpuUHHSATHUN PIBEHb
NPOAYKTUBHOCTI Ui ULUIbOBOI IUIATQOPMHU, 11O CBIJYUTH TMPO JIOCTATHIO

e(peKTUBHICTh 3aCTOCOBAHUX ONTHUMI3alllil 300paXKeHO Ha PUCYHKY 5.2.
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+120

130
110
+100
80
+80
+60 55

42

+40

+20

+0
5 15 25 35 50

Kinekicte NPC

CepegHiii FPS

Pucynok 5.2 — I'padik 3anexxnocti cepennboro FPS Bin kinbkocti NPC mig uac

HaBaHTAXXYBaJIbHOT'O TCCTyBaHHA

5.4.2 3anexnicts FPS Bin Tunmy irpoBoi cuenu

Jl7is ipoBeIeHHSI HaBaHTAXKYyBAJIBHOTO TECTyBaHHS OyJIO PO3TISHYTO YOTHPHU
TUITOB1 1ITPOBI CLIEHH, IO BIAPI3HIIOTHCS PIBHEM CKJIQJIHOCTI Ta KITBKICTIO aKTUBHHUX
MIJCUCTEM PYLIis: CLUEHA 3 MIHIMAJIbHUM HaBaHTaXEHHSAM (TOJOBHE MEHIO); CLEHA 3
0a30BUM KOPUAOPOM 1 CTATUYHUMHU 00’ €KTamu; cueHa 3 akTuBHUMHU NPC, Tpurepamu
Ta KBECTOBOIO JIOTIKOIO; CIIEHa 3 MAaKCUMaJbHUM HaBAaHTa)KEHHSAM, /i€ OJHOYACHO
npaioiote NPC, edextu, enementu Ul Tta mapanensHi noaii. J[Jisi KOXHOI CIiEHU
BuMiproBaBcs cepenuiit FPS y ¢ikcoBaniii TouIli kamepu 3a 0JJHAKOBUX HaJaIlITyBaHb
rpadiky, Ha ONHIN amapaTHIA KOH]Iryparlii Ta HpPOTATOM OJHAKOBOTO MPOMIXKKY
qyacy, OI0 Ja€ 3MOTy KOPEKTHO TIOPIBHSATH BIUIMB YCKIAIHEHHsS CIEHH Ha
OPOAYKTHBHICTh cucTeMU. Pesynbratu HaBeiaeHo B Tabmuui 5.5. Ha ocHoOBiI mux
naHux noOyaoBaHo rpadik 3amexHocti FPS  Bim ckmagHocTi  cueHu, 110
BUKOPHUCTOBYETbCSI JUIsI aHali3y Ta OOIPYHTYBAaHHS apXITEKTYpPHUX pILICHb.
JHonatkoBo (ikcyBaBcsi po3kuj 3HaueHb FPS, 1mo 103Bonmo0 omiHUTH CTaOUIBHICTh

KaJIpiB 1 BUSIBUTH MOTEHIIIIHI By3bKi MICLS Y CTPYKTYP1 CIIEH Ta PECypCiB.
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Tabmuig 5.5 — 3anexHicts cepeauboro FPS Bix tTumy irpoBoi ciieHu

Cuena Omnuc Cepenniii
FPS

Cuena ['onoBHE MeHIO / MiHIMaTbHE HABAHTAXKEHHS 155

1

Cuena ba3oBwuii KOpUIOp 3 OCBITICHHIM Ta CTATHYHUMH 00’ €KTaMU 145

2

Cuena Irposa 3oHa 3 aktuBHUMH NPC, TpurepamMu ta KBECTOBOIO JIOT1KOIO 125

3

Cuena MakcumanbHe HaBaHTaXeHHs: Kitbka NPC, aktuBHi edektn, enementu Ul 110
4 Ta mapaienbHi moIii

Ha ocnoBi Tabnuii 5.5 noOyaoBaHo rpadik Ha pUCyHKY 5.3, mo BigoOpaxkae

3asiekHICTh cepenquboro FPS Binm Tumy cuenu. I3 yckimaJHEHHSIM CIIEHH Ta

30UIBIIEHHSAIM KIUTBKOCTI 00°ekTiB, akTuBHUX NPC, enemeHTiB iHTepdeiicy i

nojaieBux oOpoOHUKIB cepenHid FPS odikyBaHO 3HMXKYeTbes 3 mpubau3Ho 155 no

110 xaapiB 3a cekyHay. [Ipu 1boMy HaBiTh JJIsi HAMOUIbI HaBAaHTAXEHOI CLIEHU

IPOAYKTUBHICTh 3QJIMIIAETECA B MeXaX, KOMDOPTHUX g TeHUMIUIE0, MO0

MIATBEPKYE KOPEKTHICTh PO3MOJALTY HAaBAaHTAXEHHS MDK MIJCUCTEMaMU PYIis Ta

aJICKBaTHICTh MPUHHATHX PIIICHB II0JI0 ONTUMI3aIlli 300pa’keHO Ha PUCYHKY 5.3.

140

120

100

80

FPS

60

40

20

CueHa 1 CueHa 2 CueHa 3 CueHa 4

CueHa

Pucynok 5.3 — I'padik 3anexxnocti cepenaboro FPS Bif Tumy irpoBoi ciieHu
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5.5 AHaui3 pe3yJbTaTiB eKClIEPUMEHTIB

Ax moka3yroTh Tpadiku Ha pucyHkax 5.1-5.3, ski BigoOpaxarTh 3MIHY
OCHOBHUX IOKa3HMKIB y 3ayiekHOCTI Bia KinbkocTi NPC Ta ckimagHOCTI CiieHH, Ta
BINMOBIMHI iM Tabmuii 5.3—5.5, MO MICTATh JAeTadbHI YHCIOBI PE3yJNbTaTH IS
KOXHOT IIPOTECTOBaHO1 KOH(DIirypaiiii, mpu 30ibiieHH1 KibkocTi NPC 1 yckinaaHeHH1
CIIeH cucteMa 30epira€ MpPUHHSATHUI pIBEHb MPOAYKTHUBHOCTI, a 4ac peakmii LI
3QJIMIIAETHCS MEHIIMM 3a 1 ¢ y BCIX IpoTecToBaHUX KOoHiryparsx. Ile cBiauuth
po Te, M0 00paHi apXITEKTYpHI PIIIEHHS Ta MapaMeTpy HaJIAIITyBaHHS IMIJCUCTEM
T € nocTaTHRO €PEKTUBHUMU JJI LLJILOBUX CLIEHAPIiB BUKOPUCTAHHS.

Amnaniz pesynbpratTiB ouiHioBanHa Il mokasye, mo cucrema 3abe3mnedye
KOHTEKCTHO 3aiexHy mnoBeniHky NPC, pearyroum Ha fii rpaBus Ta 3MIHH
CepelOBHUIIA B MEKaxX MPUUHITHUX YAaCOBUX 3aTpUMOK. CTaOUIBHICTD Yacy peakuii 3a
3poctanHsi KimbkocTi NPC Bkasye Ha Te, mo peam3amis Behavior Trees, Al
Perception Ta EQS He CTBOpIOE KPUTHYHUX «BY3bKHX MICIb», a 3a(iKCOBaHI
BUIAJIKM HEKOHCHCTEHTHOI TOBEMIHKA MOXYTh OyTH JIOKaJIbHO BHUIIPABIIEHI udepes
KOPEKLI1I0 MOPOTOBUX 3HAYEHb 1 TapaMETPIB OHOBJICHHS 3aIUTIB.

Pesynbrat TectyBaHHS (pakUIiHOI B3a€MOJIl JEMOHCTPYIOTh, IO CUCTEMA
penyTairii Ta MaTpHIlsl BIAHOCUH MIXK (PaKIiIMA KOPEKTHO BiAOOpakaroTh HACIIIKH
JIM TpaBIIsl: 3MIHIOETHCS JOCTYITHICTh KBECTIB 1 TOPrOBUX OIEpalii, 3’ aBISIOThCSA a00
OJIOKYIOTBCSI aJIbTEPHATUBHI CIICHApHI TUIKKM Ta BapiaHTU BTedl. BusBieHi mig yac
TECTyBaHHS HEY3TO/KEHOCTl (HAmpHKiaa, 30€peKeHHS MOCTYIy JO KBECTIB MPHU
BOPOXKOMY cTaTyci (pakiii) MOXyTb OyTH YCYHYTI uepe3 YTOYHEHHS IOpPOriB
pemyTalii Ta yMOB BIIKPUTTSI KOHTEHTY, 110 MIJABUILY€E JOTIYHY LIICHICTH irPOBOTO
CBITY.

HaBanTaxyBanpHe TecTyBaHHS TOKa3ye, IO CHUCTEMa rOoTOBa J0 PoOOTH B
yMOBaxX MiJABUIICHOI CKJIAIHOCTI, 3 BEJIUKOK KIUMbKICTIO akTuBHUX NPC 1 momiid.
3umwxkenHs FPS 3a 3pocraHHa HaBaHTaXEHHS € OYIKYBaHUM 1 HE BUXOJIUTH 33 MEXKI

KOM(OPTHUX 3HAYECHB IS IUTLOBOT anapatHoi KoHpiryparii. [Ipu nbomy pesynbratu
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EKCTIIEPUMEHTIB CIIYTYIOTh OCHOBOIO JIJISI MOJAJIBIIOTO BAOCKOHAJIEHHS: 3a MOTpeOu
MOXHa J0JIaTKOBO OOMEXHUTH KIJIBKICTh OJHOYacHO akTUBHUX NPC, onrumizyBatu

CKJIaJIHI CIIeHU a00 BHECTU 3MiHM JI0 anroputMiB oHoBieHHs 111,

5.6 BucHoBKH 10 po3aity

Y po3aini 5 Oyno po3rasHYTO MiAXiA A0 JOCHIDKEHHS Ta TECTYBaHHS TI'pH
«BTteuay, cipsMoBaHUIl Ha KOMIUIEKCHY OLIIHKY KOPEKTHOCTI pOOOTH IeMMILIECHHIX
nigcucteM, edextuBHocti I, ¢ppakuiitHOi B3aeMOAli Ta TPOLYKTUBHOCTI CUCTEMH.
3anpomnoHoBaHa METOJIMKA TECTyBaHHS BKJIIOYa€ BUKOHAHHS KOHTPOJBOBAHMUX
CLIEHapiiB, MOBTOPIOBAHMX EKCIIEPUMEHTIB 1 HAaBaHTAXXyBAJIbHUX BUIPOOYBaHb 13
NOAAJBIINM aHAJII30M JIOTIB 1 TAaOJMYHUX JAaHUX, HAa OCHOBI SKUX MOOYJ0OBaHi
y3arajabHIOUl rpadiki.

OuinroBanHs epexkruBHocTi [T moka3zano, mo cucrema 31aTHa 3a0e31euyBaTH
KOHTEKCTHO 3ajie)kHy TmoBeninky NPC, pearyBatu Ha fii rpaBisi Ta 3MIHH
Cepe/IoBUIIA B MekaxX NMPUUHATHUX 4YacoBUX 3aTpuMoK. AHami3z peakuiiit NPC naB
3MOTY BHUSIBUTH ¥ CKOpPUTYBaTH TIOPOTOBI 3HAYEHHS OKPEMHX TIapaMeTpiB,
MIJBUIUBIIN CTA0IBHICTh 1 JIOTIYHICTh TOBEIIHKH 0€3 CYTTEBOTO IMOTIPIIECHHS
POYKTUBHOCTI.

TectyBanHus ¢pakimiitHoi B3aeMoAll MIATBEPAMIO, IO CHUCTEMa pemyTarii i
dbpakuiifHUX BIIHOCUH BIJIMBA€ HAa JOCTYIHICTh KBECTIB, TOPTiBIi Ta CIICHAPHUX
IUISAXIB, CTBOPIOIOYM aJbTEPHATUBHI BaplaHTU MPOXOJUKEHHS Ta pi3Hi (inamu. Lle
CBIUUTH MPO YCHIIIHY IHTErpamnito (pakiiifHOi JOTIKK B 3arajibHy TeUMIUICHHY
MOJIEJIb 1 MIJBUILY€E peirpadenbHICTh IPU.

HaBantaxxyBanbHe TECTyBaHHS Jaj0 3MOTY OLIHUTH MEX1 MPOAYKTHUBHOCTI
CUCTEMHU TIpH BeNuKid KiTbKOCTI akTuBHUX NPC 1 momiit. OTpumani pe3yiabTatu
MOKa3aJid, II0 3aBASKM 3aCTOCOBAHUM METOJaM OINTUMI3allii rpa MIATPUMYE

NPUIHATHUN PIBEHh NPOJYKTUBHOCTI HA IIIOBIM amapaTHi KoH]iryparii, a
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BUSIBJICHI IMOTEHIIHI «BY3bKI MICISD» MOXKYTh OyTH aIpeCHO ONTHUMI130BaHi.

3aranoM pe3yJbTaTU JOCHIIKEHHS MIATBEPIKYIOTh, 110 00paHi apXiTEeKTypHI
Ta TEXHOJIOTIYHI pIlICHHS € TPUIATHUMHU i CTBOpeHHs survival escape-rpu 3
agantuBHuM I, dpakimiiiHoro MomenIo Ta HeliHIMHUM creHapieMm. I[IpoBeneHi
EKCIIEPUMEHTH Ta TECTYBaHHS (DOPMYIOTh OCHOBY JJII BUCHOBKIB JUIIJIOMHOI pOoOOTH

Ta BU3HAYCHHSI HAMIPSIMIB MOIAJIBIIIOTO PO3BUTKY TPH.
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BUCHOBKH

Y  numioMHiM  poOOTI  3AIMCHEHO KOMIUJIEKCHE JOCIIKEHHS Mpolecy
POEKTYBaHHS, KOMaHIHOI pO3pOOKM Ta peaiizaiii Komm oTepHoi rpu «Bteuay y
xkaHpi survival escape Ha matdopmi Unreal Engine 5. Ha ocHOBI aHamizy cydacHuX
irop, IrpoOBHUX PYIIIiB Ta MiIXO0/IB J0 MOOYIOBH IITYYHOTO 1HTEIEKTY OOTPYHTOBAHO
BuOip pymrist Unreal Engine 5, ribpuanoro migxomy C++/Blueprint Ta mMomynsHOT
apXITEeKTypH TEUMIUICHHUX CHCTEM, OpIEHTOBAHOI Ha HEMHIMHUM TeUMIUICH,
dpaxiiiftHy B3aeMO/III0 Ta afanTuBHy noBeaiHKy NPC.

Y Xoal BHUKOHAaHHS poOOTH OTPHUMAaHO TakKli OCHOBHI  pe3yJbTaTH:
IIpOaHali30BaHo aHp survival escape, BUSBICHO WOT0O XapakTEpHI PUCH Ta BUMOTHU
no I, iHTEepakTUBHOCTI cepeAoBHINAa W peirpabenbHOCTl; OOIpyHTOBAaHO BHUOIp
Unreal Engine 5 nopiBHAHO 3 aIbT€pHATUBHUMHU PYIIISIMU Ta BU3HAYEHO JOLIBHICTD
BUKOPHCTaHHs 3Mimanoro mgxonay C-++/Blueprint ams moeaHaHHS MPOIyKTHBHOCTI
! THYYKOCTI; CIPOEKTOBAHO apXITeKTypy TIpu «Bteda» 3 BUAUIEHHSM MOAYJIB
MITYYHOTO 1HTENEKTY, (pakiiiiHoi cucTeMH, KBECTIB, I1HBEHTaps, TOPTIBII,
1HTEepQeiicy KOpUCTyBaya Ta MiJICKCTEMH POoOOTH 3 JaHMMHU Ha ocHOBI DataTables;
peamizoBano IIll-cuctemy Ha 6a3i Behavior Trees, Blackboard, Al Perception Ta
EQS, mo 3abe3meuye KOHTEKCTHO-3QJICKHY U amanTtuBHy TmoBeaiHKy NPC;
po3pobIieHO cucTemMy (GpakiiiHOT B3a€MOJIIi Ta pemyTarlii, sika 3MIHIOE JOCTYIHICTh
KBECTIB, TOPTIBEJIbHHUX 1 J1aJIOTOBUX CIICHAPIiB; peali30BaHO KBECTOBY IIiJICUCTEMY,
iuBeHtap, HUD, inTepdeiic xypHaily 3aBiaHb, TOPTrOBl Ta JI1aJIOTOBI BiKHA, a TAKOX
PIBHI 3 30HaMH MAaTPYJIOBaHHS, TpUrepaMu MOAIN Ta (PpaKIiiHUMU TEPUTOPISIMHU;
noOyJI0BaHO METOJWKY TECTyBaHHS TPH, MPOBeACHO (YHKIIOHATBHI, CIIEHApHI H
HABAHTAXXKYBaJbHI EKCIIEPUMEHTH, 3a pe3yJbTaTaMH SKHUX OLIIHEHO KOPEKTHICTb
pobotu reumieiiHux migcucteM, edextuBHicTh LI Ta Mexi crabuIbHOI
MPOYKTUBHOCTI 3a Pi3HUX KOH(DIryparliii HaBaHTaKEHHS.

OxkpeMo MIATBEPAKEHO €(PEKTUBHICTh KOMAHJHOTO METOJY PO3POOKH s

CTBOPEHHsI CKJAJHUX ITPOBUX CHCTeM. Y Tpolieci pobotu Ham rporo «Breday
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MPOJIEMOHCTPOBAHO MPAKTUYHE 3aCTOCYBaHHS PO3MOALTY POJI€il, CHCTEMH KepyBaHHS
Bepcissmu Git, ITEpaTUBHOTO TJIaHYBaHHS 3aBJlaHb Ta Y3TOJKEHHS 3MIH Yy €UHOMY
peno3uTopii, MO 3a0e3MeYmI0 KEpPOBAHICTh EBOJIIOII MPOTPaMHOTO 3aco0y,
MPO30PICTh 1cTOPiT MOAM(IKALIIKM 1 MOKIIUBICTh MacIITaOyBaHHS (DYHKI[IOHATY.

[IpakTuHe 3HAYeHHS OTPUMAHUX pE3YyJbTAaTIB TOJATAa€E Yy CTBOPEHHI
IPOrpaMHOTO 3aco0y, KU MOXKE CITyTyBaTH OCHOBOIO TS IOAAIBIIIOTO PO3BUTKY SIK
CaMOCTIMHOTO 1IrpOBOI0 MPOAYKTY >KaHpy survival escape, Tak 1 HaBYaJIbHOI
wiaTGopMu 711 BUBYCHHS apXiTEKTYpH ITPOBUX CHUCTEM, TOBEIIHKOBOTO IITYYHOTO
IHTEJIEKTY Ta KOMaHJIHUX Miaxo/iB 10 po3poOku B Unreal Engine 5. 3anponoHoBaHi
apXITEKTYpH1 PIIICHHS, MIIXOAU O OpTaHi3ailli rediMIIeHHUX MOJYiB, MOOYA0BH
[T na ocunoBi Behavior Trees Ta EQS, peanizamii dpakiiiinoi Joriku ta podoTH 3
nanumu yepe3 DataTables MoxxyTh OyTH MOBTOPHO BUKOPHCTAaHI Ta aJanTOBaHi y
KOMEpUINHUX 1 HaBYAIbHUX pPOOOTaxX, MOB’SA3aHUX 13 PO3POOKOI0 IHTEPAKTHBHUX
CUMYJIALIIH Ta 1rop.

[locraBneHa y JWMIUIOMHIA poOOTI MeTa JOCATHYTa: CIPOEKTOBAHO Ta
peanizoBaHO KOMII'IOTEpHY Tpy «Bteua» y xaupi survival escape Ha matdopmi
Unreal Engine 5 3 BukOpuCTaHHSIM KOMaHIHOTO METOMY PO3POOKH, MOIYJIBHOI
apxiTeKTypH, agantuBHoi III-cuctemu, pakiiitHoi Mojiesni, KBECTOBOI CTPYKTYpH Ta
IHTEPAKTUBHOIO CEPEIOBHUILA, a TAKOX IMPOBEACHO IOCHIKEHHS ¥ TeCcTyBaHHA 1l
ocHOBHMX TifcucteM. [loganpmmii po3BUTOK poOOTH MOXKe OyTH CIPSMOBAaHUN Ha
po3mupeHHs (pakiifHOi Ta E€KOHOMIYHOI MoOjejei, BIPOBAIKCHHS MEPEKEBUX
KOOTIEpAaTUBHUX pPEXUMIB, mnormbiaeHHss mnoBeaiHkn NPC 13 3actocyBaHHAM
JOJIATKOBUX aHAITUYHUX 200 MAIIMHHUX M1IX0/IIB, a TAKOXK HAa TIEPEHECEHHs TPU Ha
1HOI TiatopMu  Ta IHTErpalilo 3 PO3MIMPEHMMU IHCTPYMEHTaMHU aHATITHKU

IpaBeIbKUX CECIH.
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JTIOJATOK A

JIICTUHI'X ITPOI'PAMHA

Jlictuar A.1 — ®aiin EscapeCharacter.h
fpragma once
#include "CoreMinimal.h"
#include "GameFramework/Character.h"
#include "EscapeCharacter.generated.h"
UENUM (BlueprintType)
enum class EFactionRelation : uint8
{

Neutral,

Friendly,

Hostile
i

UCLASS ()
class ESCAPE API AEscapeCharacter : public ACharacter

{
GENERATED_ BODY ()

public:
AEscapeCharacter () ;
virtual void Tick(float DeltaTime) override;
UFUNCTION (BlueprintCallable)
void ApplyDamage (float Amount) ;
UFUNCTION (BlueprintCallable)
void AddStamina (float Amount) ;
UFUNCTION (BlueprintCallable)
void AddMoney (int32 Amount) ;
UFUNCTION (BlueprintCallable)
bool CanAfford(int32 Cost) const;
UFUNCTION (BlueprintCallable)
float GetHealthPercent () const;



UFUNCTION (BlueprintCallable)
EFactionRelation GetFactionRelation () const;
UFUNCTION (BlueprintCallable)

void ModifyFactionReputation (int32 Delta);

protected:

virtual void BeginPlay () override;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float MaxHealth;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
float CurrentHealth;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float MaxStamina;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
float CurrentStamina;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float StaminaRecoveryPerSecond;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
int32 Money;

UPROPERTY (EditAnywhere, BlueprintReadOnly)
int32 FactionReputation;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
EFactionRelation FactionRelation;

void UpdateStamina (float DeltaTime) ;

void UpdateFactionRelation();

Jlictunr A.2 — ®aitn EscapeCharacter.cpp

#include "EscapeCharacter.h"

#include "GameFramework/PlayerController.h"

AEscapeCharacter: :AEscapeCharacter ()

{

PrimaryActorTick.bCanEverTick = true;

MaxHealth = 100.f;
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CurrentHealth = MaxHealth;

MaxStamina = 100.f;
CurrentStamina = MaxStamina;

StaminaRecoveryPerSecond = 15.f;

Money = 0;

FactionReputation = 0;

FactionRelation = EFactionRelation: :Neutral;

void AEscapeCharacter::BeginPlay ()
{
Super: :BeginPlay () ;

UpdateFactionRelation () ;

void AEscapeCharacter::Tick(float DeltaTime)
{
Super::Tick (DeltaTime) ;

UpdateStamina (DeltaTime) ;

void AEscapeCharacter: :ApplyDamage (float Amount)
{
if (Amount <= 0.f || CurrentHealth <= 0.f)

return;

CurrentHealth = FMath::Clamp (CurrentHealth - Amount, 0.f,
MaxHealth) ;

if (CurrentHealth <= 0.f)

{
AController* Controller = GetController();
if (Controller)



DisableInput (Cast<APlayerController> (Controller));
}

void AEscapeCharacter::AddStamina (float Amount)

{
if (Amount <= 0.f)

return;
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CurrentStamina = FMath::Clamp (CurrentStamina + Amount,

MaxStamina) ;

}

void AEscapeCharacter::AddMoney (int32 Amount)
{

Money += Amount;

bool AEscapeCharacter::CanAfford(int32 Cost) const
{

return Money >= Cost;

float AEscapeCharacter::GetHealthPercent () const

{
if (MaxHealth <= 0.f)

return 0.f;

return CurrentHealth / MaxHealth;

EFactionRelation AEscapeCharacter::GetFactionRelation ()

{

const
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return FactionRelation;

void AEscapeCharacter::ModifyFactionReputation (int32 Delta)
{

FactionReputation = FMath::Clamp (FactionReputation +
Delta, -100, 100);

UpdateFactionRelation () ;

void AEscapeCharacter::UpdateStamina (float DeltaTime)
{
CurrentStamina = FMath::Clamp (CurrentStamina +

StaminaRecoveryPerSecond * DeltaTime, 0.f, MaxStamina);

}

void AEscapeCharacter: :UpdateFactionRelation ()
{
if (FactionReputation >= 40)
{
FactionRelation = EFactionRelation::Friendly;

}

else 1f (FactionReputation <= -40)
{

FactionRelation = EFactionRelation::Hostile;

else

FactionRelation EFactionRelation: :Neutral;

Jlictunr A.3 — ®aiin EnemyAlController.h
#fpragma once

#include "CoreMinimal.h"



#include "AIController.h"

#include "EnemyAIController.generated.h"

UENUM (BlueprintType)

enum class EAIState : uint8

{

}s

Idle,
Patrol,
Chase,
Attack,
Flee

UCLASS ()

class ESCAPE API AEnemyAIController

{

GENERATED BODY ()

public:

AEnemyAIController();

virtual void Tick(float DeltaTime) override;
UFUNCTION (BlueprintCallable)

void SetTargetActor (AActor* NewTarget) ;
UFUNCTION (BlueprintCallable)

EAIState GetState() const;

protected:

virtual void OnPossess (APawn* InPawn) override;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
EAIState State;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
AActor* TargetActor;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float SightRadius;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float AttackDistance;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly)
float FleeHealthThreshold;

void UpdateState();

void HandleMovement () ;

public AAIController

98



void HandleAttack() ;
b

Jlictunr A.4 — EnemyAlController.cpp
#include "EnemyAIController.h"
#include "GameFramework/Character.h"

#include "Kismet/GameplayStatics.h"
AEnemyAIController: :AEnemyAIController ()
{

PrimaryActorTick.bCanEverTick = true;

State = EAIState::Idle;

TargetActor = nullptr;

SightRadius = 2000.f;

AttackDistance = 200.f;

FleeHealthThreshold = 0.2f;

void AEnemyAIController::0nPossess (APawn* InPawn)

Super: :0OnPossess (InPawn) ;

void AEnemyAIController::Tick(float DeltaTime)

Super::Tick (DeltaTime) ;

UpdateState() ;

HandleMovement () ;

HandleAttack () ;

void AEnemyAIController::SetTargetActor (AActor* NewTarget)
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TargetActor = NewTarget;

EAIState AEnemyAlIController::GetState() const
{

return State;

void AEnemyAIController: :UpdateState()

APawn* ControlledPawn = GetPawn();
if (!ControlledPawn)

return;

float HealthRatio = 1.f;

if (HealthRatio <= FleeHealthThreshold)

{
State = EAIState::Flee;

return;

if (!TargetActor)
{
State = EAIState::Patrol;

return;

const float Distance = FVector::Dist (ControlledPawn-

>GetActorLocation (), TargetActor->GetActorLocation());

i1f (Distance <= AttackDistance)

{
State = EAIState::Attack;
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else 1f (Distance <= SightRadius)

{
State

EAIState: :Chase;

else

State

EAIState::Patrol;

void AEnemyAIController::HandleMovement ()

APawn* ControlledPawn = GetPawn () ;
if (!ControlledPawn)

return;

switch (State)

{

case EAIState::Patrol:
break;

case EAIState::Chase:
if (TargetActor)
{

MoveToActor (TargetActor) ;

}
break;

case EAIState::Flee:
if (TargetActor)
{

const FVector Direction = (ControlledPawn-
>GetActorLocation () - TargetActor-
>GetActorLocation()) .GetSafeNormal () ;

const FVector Destination = ControlledPawn-

>GetActorLocation () + Direction * 600.f;

MoveTolLocation (Destination) ;
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break;
default:

break;

void AEnemyAIController::HandleAttack()

{
if (State != EAIState::Attack || !'TargetActor)

return;

APawn* ControlledPawn = GetPawn();

if (!ControlledPawn)

return;
const float Distance = FVector::Dist (ControlledPawn-
>GetActorLocation (), TargetActor->GetActorLocation());

if (Distance > AttackDistance)

return;
const FRotator LookRotation = (TargetActor-
>GetActorLocation () - ControlledPawn-
>GetActorLocation () ) .Rotation () ;

ControlledPawn->SetActorRotation (LookRotation) ;

Jlictunr A.5 — EscapeGamelnstance.h

#fpragma once

#include "CoreMinimal.h"
#include "Engine/GameInstance.h"
#include "GameFramework/SaveGame.h"

finclude "EscapeGamelInstance.generated.h"

UCLASS ()



103
class ESCAPE API UPlayerSaveGame : public USaveGame

{
GENERATED BODY ()

public:
UPROPERTY (EditAnywhere, BlueprintReadWrite)

FVector PlayerLocation;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

FRotator PlayerRotation;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

int32 Money;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

FString CurrentlLevel;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
int32 Difficulty;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
TMap<FName, int32> StoryFlags;
s

UCLASS ()
class ESCAPE API UEscapeGamelInstance : public UGameInstance

{
GENERATED BODY ()

public:

UEscapeGameInstance() ;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
int32 DefaultDifficulty;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
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FString ActiveSaveSlot;

UFUNCTION (BlueprintCallable)

bool SaveCurrentState():;

UFUNCTION (BlueprintCallable)
bool LoadCurrentState();
i

Jlictunr A.6 — EscapeGamelnstance.cpp

#include "EscapeGamelInstance.h"
#include "Kismet/GameplayStatics.h"

#include "GameFramework/Character.h"

UEscapeGameInstance: :UEscapeGamelnstance ()

{
DefaultDifficulty = 1;
ActiveSaveSlot = TEXT ("MainSlot");

bool UEscapeGamelnstance::SaveCurrentState ()

{
APawn* Pawn = UGameplayStatics::GetPlayerPawn (this, 0);
if (!Pawn)

return false;

UPlayerSaveGame¥* SaveObject =

Cast<UPlayerSaveGame> (UGameplayStatics: :CreateSaveGameObject (UPlay

erSaveGame: :StaticClass ())) ;
if (!SaveObject)

return false;

SaveObject->PlayerLocation = Pawn->GetActorLocation();
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SaveObject->PlayerRotation = Pawn->GetActorRotation ()
SaveObject->CurrentLevel =
UGameplayStatics: :GetCurrentLevelName (this, true);
SaveObject->Difficulty = DefaultDifficulty;
SaveObject->Money = 0;

return UGameplayStatics: :SaveGameToSlot (SaveObject,

ActiveSaveSlot, 0);
}

bool UEscapeGamelInstance::LoadCurrentState ()
{

if (!UGameplayStatics::DoesSaveGameExist (ActiveSaveSlot,

return false;

UPlayerSaveGame¥* SaveObject =
Cast<UPlayerSaveGame> (UGameplayStatics: :LoadGameFromSlot (ActiveSav
eSlot, 0));

if (!SaveObject)

return false;
APawn* Pawn = UGameplayStatics::GetPlayerPawn (this, 0);
if (!Pawn)

return false;

Pawn->SetActorLocation (SaveObject->PlayerLocation) ;

Pawn->SetActorRotation (SaveObject->PlayerRotation) ;

DefaultDifficulty = SaveObject->Difficulty;

return true;



106
JTONATOK B
BJIONTPUHTHU

Check connect

Pucynok b.1 — BPAC_InteractGetComponent

BPM_ltaractableComponent

Pucynok b.3 — BPM_Item
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Comment)

Pucynok b.4 — BPM_Interactable

BPM_ItaractableComponent

n
> Event BP_Interact_Event ‘," 4> BPY Interact Event

vent BPI_Interact_Toggleley X € BP| Interact Toggle Key

o
& Event BP_Interact_ToggleWidget o

€ BP|Interact Toggle Widget

EPM Itaractable Co

Pucynok b.5 — BPM_NPC



Pucynok b.6 — BPAC_InventoryComponent

B Initialize Item Data Structure I Get Data Table Row DT_InventoryltemData
P ——

Data Table

Pucynox b.6 — Initialize Item Structure

e o e

b B
[

This node is disabled and will not be called. &
Drag off pins to build functionality.

. . . . o
This node is disabled and will not be called.
Drag off pins to build functionality.

Pucynox b.6 — BPAC_InventoryComponent
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TOJATOK B
IHTEP®ENCH

FUNCTIONS

F BPLInteract_ToggleWidget

F BPLInteract_ToggleKey

F BPI_Interact_Event

Pucynox B.1 — BPI_Interact

FUNCTIONS

¥ BPI_Interaction_Getinfo

F BPlInteraction_SetActive

Pucynoxk B.2 — BPI_Interaction



JTOJATOK I
CJAMJIU TPE3EHTALII

Komn'toTepHa rpa “Breua” Ha nnatdopmi

Unreal Engine 5 i3 BUKOPUCTAHHAM

KOMaHAHOro MeTo/ly po3pobKu

HauionanbHuii yHiBepcHTeT «3anopisbKka rnojiTexHikas

QakynLTET KOMI'IOTEPHHUX HAYK Ta TEXHOJOTIH,
Kadeapa koMn'wTepHUX CUHCTEM Ta MEPEK

ApTtop: HikiTuenko C. 0., I'pyna: KHT-514m

HaykoBHH KepiBHHK: KaH. TEXH. HAVK, Jo1eHT, Kupudek [ [,

Pix: 2025
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Pucynok I'.1 — Cnaiing nmpesenrartii 1

06’ekT, MpeameT Ta MeTa [loCnigKeHHA

06'exT

[Ipouec npoeKTyBaHHA Ta peasisaiii
redMIJIEMHOTO CEpElOBHIIA YV KaHpi
survival escape.

NpeameT

MeToau, mogeni Ta nporpamHi sacobu
noby/A0BH apXiTEKTYPH irpoBoi JIOTiKH
i aganTuBHoi noefinku NPC.

MeTa

CreopeHHs rpu «Breya» 3 Mo/iy/IbHOIO
apxiTekTypoio, pakuiiiHOWO CHCTEMOIO
Ta aganTuBHHM LI Ha UES.

Pucynox I'.2 — Cnaiin npe3enrartii 2
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3aBaaHHA unnomHol PoboTtun

JeTanbHUH NUIaH peaJsisallil IPoeEKTY

AHanis Bumorn
YKaupy, pymiiie Ta pedepenc-irop.

@opmyBaHHa GYHKIIOHANILHUX Ta HebYHKITIOHATLHHA

o 00—

Peanizauiq

ApxiTekTypa

Po3pob6ka Moy/ibHOI apXiTEKTYpPH I'pH. Kimowosux migcucrem (I, ppakiii, kBecTH, iHBeHTap

Y3aranbHeHHA
Pe3aynbTaTiB Ta BHCHOBKIB pOGOTH.

JocnimxkeHHs
[IpoaykTHBHOCTI Ta AKOCTi aganTuBHoro LI

Pucynok I'.3 — Cnaiing npesenrartii 3

AkTyanbHicTb Temu \

3pocTaHHa Bumor

Jo irop y manpi survival
escape Ta iMepcHBHOTO
redmILieso.

KomaHpgHa Pozpobka

!
@ "I

CknafHi Cuctemu
[lorpeba B HeniHiHHOMY
redMILIei,
ajlanTusiomy LI Ta
tpaxiiiiHii B3aemMoii,

bBpak KoMnieKcHHX pilneHb AaA peaaizauii cKaaiHHX P ya N
iIrpoBHMX MexaHik y KoMaH/Ii. / T »

Pucynox I'.4 — Cnaiin npesenraiii 4



XaHp Survival Escape Ta PetbepeHc-Irpu

KitoyoBi oco6aHBOCTI Ta HATXHEHHA

anp xapakTepH3ayeThca o6MeKeHHM TPOCTOPOM, AKIIEHTOM Ha BTedi Ta NpUX0BaHOCTI,
CTBOPIOIOYH BHCOKY Hanpyry. Ananis pedepenc-irop, Takux six Alien: Isolation (aganTusnuii 1),
Outlast (npuxoBaHicTe), Amnesia (ncuxosoriuHuii xax) Ta The Forest (BrkupanHd, kpadr),
[IO3ROJHE BHAIMTH BEAJIHRI acnekTH A5 pospooku LI ta reiimnaero. letani ananiay
npejcraejeHi y pobori.

Pucynox I'.5 — Cnaiin npesenrarii 5

AHani3 Irposux Pywiis: Yomy Unreal Engine 5?

Lumen & Nanite
PeanicTuuHa rpadika Ta onTHMizanis.

Behavior Tree & EQS
[lepenosi iHCcTpyMeHTH Ju1s apanTuBHoro 1L

Blueprint + C++
'Hyuka po3pobKxa JIOTiKH Ta NPoyKTHBHICTD.

MacwTraboBaHicTb
Bu6ip Pywis Jlinst MalGyTHLOrO POSBUTKY HPOEKTY.
[lopieHaHHA Uni{H, UES5, Godot za rpagikoro,
iHcTpymernTamu LI Ta macirrabosanictio. UES

BH3HAHO ONMTHMAABHHM 1A «BTeyi» 3aBIAKH
HOTO IepEJOBHM MOHUIHBOCTHM.

JeTansHHi aHani3 Ta NnopiBHAHHA pyIUiiB HaBeJleHO ¥ TeopeTHYHIH YacTHHI po6oTH.

Pucynox I'.6 — Cnaiin npe3enrarrii 6
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TexHonoriuHui Ctek Po3po6ku

[HCTPYMEHTH Ta TEXHOJIOTII, 1110 BAKOPHUCTOBYBAJIUCh AJIs1 CTBOPEHHS I'PH

Unreal Engine 5

OcHoBHa n1at$opma /ij1s1 po3poOKH.

Blueprint

BizyasibHe nporpamMmyBaHHS /151 IIBU/KO]
peasizalii pyHKIioHaTY.

Git
CucTeMa KOHTPOJIIO BepCii /1/1s1 KOMaH/IHOT
pO6OTH.

C++

Moga nporpamMyBaHHs /1/1s1 6a30BO1 JIOTiKH.

Visual Studio
[HTerpoBaHe cepe/J0BHUIIE PO3POOKH.

DataTables, Gameplay Tags, EQS, Behavior Tree
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JlogaTkoBi iHCTpyMeHTH A5 irpoBux cucteM Ta Il

Pucynok I'.7 — Cnaiig npesenTartii 7

KoHuenuia Npu «BTeua»

3aHypeHHd Y CBIT rpH Ta 1l MeXaHIKH

CeTTuHr
Bac signpaBmam Ao TiopbMK B3 npuYiHK

Ponb pasus

BHMcHBIIHH, 110 [IYKAE LLIAX 10 CBOOOH,
YHHKAK4YH1 HebOesleK Ta BOPOKHX Qppakiii.

Fremmnnen

ﬂGCﬂiﬂ}KEHHH,‘anKOHaHiCTh, B3aEMO/IiA 3
PC ta dpakuismMH, KBecTH, cTpaTeriuia
BTEYA.

HeniHinHicTb

Kinbka cuenapiis npoxo/JxeHHa Ta
pisHOMaHITHI ppaKnidHi Mojesi BIJHBAIOTE
Ha CHNHET.

Pucynox I'.8 — Cnaiin npe3enrairii 8
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@yHKLiOHaNbHi Bumoru go Mpu

[llo noBUHHA pO6GUTH rpa

ApantusHuiA LI KBecTtoBa Cuctema Toprisns Cucrtema
NPC 36epexeHb
Henininni Cucrema o6MiHy
JuHamivyHa 3aB/laHHA Ta Ta KyniBJi-
noBe/liHKa CIOXKEeTHI MIPOAAXKY
BOPOTiB Ta po3rajnyXeHHs. pecypcis.
COIO3HHUKIB.

Hapiiine
36epexeHHs

nporpecy
rpaBLsl.

®pakuinHa IHBeHTap Ta UI/HUD Kinbka
Cucrema B3aemogis gl iuamis CueHapiis Breui

B3aemoBigHOCHH YnpasisiHHA iHTepdeiic Pi3Hi muisaxu ta
u 3 NPC Ta ixnin npeMeTaMHy, KOpHUCTYyBaya Ta YMOBH /IS
BILJIMB Ha kpadT Ta ix indopmariitHi YCIIIIHOTO
reimIien. BUKOPHUCTAHHS. €JIEMEHTH. 3aBeplIeHHS
IpH.

Pucynox I'.9 — Cnaiin npe3enrairii 9

HedyHKLiOHanbHi Bumorn

Ak r'pa MOBHMHHA MIpafloBaTH

MpoAYKTUBHICTb AnapaTHi Bumoru MaclwTaboBaHicTb

[{isiboBuit FPS B ocHOBHUX OnTumMmizalisa nig TUNnoBi MO>KJIUBIiCTBb JIETKOTO
clleHax /iJis IIJIaBHOT O koHirypauii [1K. JIoZlaBaHHSI HOBOTO KOHTEHTY
reiMILIeso. (DLC, dppakuii)

CTtabinbHiCcTb Yac 3aBaHTaXXeHHA

MiniMasbHa KisbKicTh 360iB Ta TOMHUJIOK. [IIBu/1ke 3aBaHTa>KeHHS PiBHIB Ta 36epekeHb.

Pucynox I'.10 — Cnating npe3enTartii 10
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ApxiTekTypa Irposoi Cuctemu

Ll MpakuinHa Cuctema
KeecToBa Cuctema Topriens
IHBEHTAp UI/HUD

JeTansHa B3aeMoia Moaynie Ta ixui 3anextocTi Bigo6paxeni na UML-aiarpamax y TeopeTHuHiH 4acTHHI

Pucynok I'.11 — Cnaiin npesenTamii 11

UML-mopentoBaHHA

Jliarpamu Ta crieHapii po3po6ku

Jiarpama Knacis [Niarpamu NocnigoBHocTi
= ['paBenp, NPC, @pakuis » BusBJeHHd rpaBig

= [IpegmeT, KBecT » 3MiHa penyTarii

» [HTepdeiicHi eneMeHTH » Topriena

» BHKOHaHHSA KBECTY

[iarpamu disnbHocTI [iarpamu CTtaHiB
« Jlorika I « Ctanu NPC
» Jlorika kBecTiB » CTaHH KBecTiB

Pucynox I'.12 — Cnatig npe3enTartii 12
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Peanisauia WI Ha ocHosi Behavior Trees Ta EQS

Posmupeni MoxauBocTi mTydyHoro inteaexty s NPC

Behavior Tree ans NPC EQS (Environment Query System)

CTpykTypa JepeBa MOBe/[iHKH BU3HAYAE CTAHH CucTema 3anUTIB /IS OWYKY ONTHMATBEHHUX
ta nepexoau NPC: Criokiii — [laTpynoBanHs —  [103HILIH y cepe/lOBHILL, 10 BPaXOBYE:
Busasnennsa — llepecnigyBanusa — [lomyk —

[ToBepHeHHH. » YKpHUTTH

Blackboard 36epirae faHi npo cTaH, « Tlo3uuis rpaBus

CcOpUiHATTA Ta uini. Al Perception oTpumye

. . » BJyloKyBaHHSA MaplIpyTiB
ingopmMariito npo rpaBi Ta OTOUEHHS.

u A):[aHTHBHa TaKTHKa

Pucynox I'.13 — Cnatig npe3enTartii 13

Mobynoea PiBHiB Ta OnTuMi3auis

Jlu3aiiH cepeloBUIIA Ta ONITUMI3allisl MPOAYKTUBHOCTI

CTpykTypa PiBHiB onTumisauis
Kopupgopu (naBiraiisi, MpUXOBaHiCTh) CTpimiHT piBHIB (3aBaHTa)KeHHH 3a IOTPe6OIO)
3ouwu nomyky (g NPC) LOD (3meH1IeHHH AeTajiei Ha BijcTaHi)
BeaneyHi 30HU (YKpUTTS rpaBis) OnTumisanist Blueprints (edpekTrBHa Jsorika)
Touku KBecTiB (B3aemo/1is) O6MexeHHs yacToTd EQS-3anuTiB

OCBiT/IEHHS Ta 3BYK CTBOPIOIOTb aTMOChepy
HAMPYTH Ta CIIPSIMOBYIOTD TPaBIs
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TectoBe CepepoBulle Ta AnapaTtHa KoHdirypauis

Crnenudikalisi cucteMy po3po6KH Ta TeCTYBaHHS

CPU Intel Core i7-12700K

GPU NVIDIA GeForce RTX 3080
RAM 32GB DDR4
HakonuuyBau NVMe SSD (1TB)

ocC Windows 11 Pro

Unreal Engine 53

Po3pginibHa 34aTHICTH 2560x1440
HanamryBaHHs rpadiku High (Custom)

TecTyBaHHS MpOBOAUJIOCH TakoXK Ha KoHirypaii 3 GPU NVIDIA GeForce RTX 2060 aJis nepeBipku
CYMiCHOCTI Ta NPOAYKTHUBHOCTI Ha pi3HUX PiBHAX 06J1a/ilHAHHS.
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PesynbTtaTtn TecTyBaHHA

I'padiky Ta aHaII3 NPOAYKTHBHOCTI

: , W MakcuManbHUH Yac peakuil, ¢

I'padik sanexmHocTi T'padik 3anexHocTi yacy Peay/nbTaTH BUMipIOBaHHS
cepesrboro FPS Bijg THny peakuii I Bij kinbkocTi NPC yacy peakuii LI
irpoBoi clieHH
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BucHoBku Ta lNepcnektnsn PO3BUTKY

Y3araJibHeHHs1 pe3yJbTaTiB Ta MalOyTHI HaNpsAMU

PeanisoBaHo

MojysibHa apxiTeKkTypa

ApantusHuii I (Behavior Trees, EQS)

@pakuiiiHa cucreMa
KBecToBa cucrema

KommiekcHe TECTYBaHHA

MepcneKkTnem

Po3uupeHHs CloXKeTy
KoonepaTUBHUY peKUM
Hogi piBHi Ta DLC
OnTtumizania LI

MeperxeBi MOXJIMBOCTI

PesynbraTu: 45-95 FPS, 100-300ms peakiis

['padiuni nosinmenHs
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Ny6nikauis 1

Kupuuek [.I', HikiTyenko C.0., Tarysosa M.IO.
KoMmn'torepua rpa 3 BHKOPHMCTAaHHAM KOMaH/HOIO
MeToAy po3pobku. MixkHapojHa HayKOBO-IIpaKTH4YHA
kKoHepeHlias «CTpaTeriydi OpiEHTHPU PO3BUTKY
HayKH, OCBITH, TeXHOJIOriH Ta KJ4Y0oBUX cdep
CYCHUJIBHOTO JKHTTS». (Bocton, CIIA 10 saucr. 20 55
bocton, 2025. C.112-116

URL: https://www.economics.in.ua/2025/11/10.html

HikiTyuenko C. 0., Ckpyncbkui C. ). KibGepsarposu B
MeCceH/pKepax: aHasli3 Bpas3/iMBOCTEM Ta MeTOoAM iX
ekcriyatauii. TwxkaeHeHb Hayku—2025. @akysibreT
KOMIT'IOTEPHUX HAYK | TEeXHOJIOTiH: Te3W J[JOMNOoBijen
HayK.-npakT. KoH®. (3anopixoks, 14-18 ksit. 2025 p.).
3;}11())];{‘\‘»«‘;1: HY «3anopisbka nositexHika», 2025. C.
71-73.

URL: https://eir.zp.edu.ua/handle/123456789/23287
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