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AHOTAIIA

Kypuyk P. O. BbaratoxopuctyBanpHUIIbKa OHJIaWH-Tpa B >kaHpi «third person
shooter». — KpamidikarniitHa pobora O6akanaBpa 3a cremianpHicTio 122 “Komm’roTepHi
HayKu”’, OCBITHBOIO IIporpamoro “Komm’torepHi HayKu”.

Kgamidikariitna po6oTta BukiazeHa Ha 76 CTOpiHKaX OCHOBHOTO TEKCTy Ta 83
CTOpPIHKAX 3arajibHOTO TEKCTY, MICTUTb 3 po3/iiu, 54 pucyHku, 11 Tabnuimb, 2 101aTKH,
11 BUKOpUCTAHUX JKEPE.

Mertoro poboTu € po3poOka 0araTOKOPUCTYBAIBHUIIBKOTO HIyTepa BiJ TPETHOI
0CO0M 3 MOKJIMBICTIO IPOBEJICHHS INPOBOT CECli HUISXOM MIIKIIOUYEHHS Yepe3 JIOKAIbHY
Mepexy 3acobamu irposoro pyurist Unreal Engine Bepcii 5.3.

O0’eKTOM JOCHTIIKEHHS € 0araTOKOPUCTYBAIBHHUIIBKI ITPH.

[IpenmMet gociikeHHST — 3aCO0M PO3POOKH MPOEKTY OAraTOKOPUCTYBATBHUIILKOT
rpu 3acobamu pymris Unreal Engine.

VY kBamidikamiitHii poOOTI PO3pOOJICHO MPOEKT OAraTOKOPHUCTYBAIbLHUIIBKOTO
nryTepa Big TpeThoi 0coOM 3 0a30BUM JyIsl KaHPY (YHKIIOHAJIOM, MOKIIHBICTIO
CTBOPEHHS ITPOBHMX CECil, MIIKIIOYEHHS N0 BXXE HasBHUX 1 BHOOpYy THIy cecli Ta
peXUMY TpHU; AOCIHKEHO crneuudiky po3poOKH 0araToKOPUCTYBAJIbHUIIBKUX 1rOp
NUIIXOM BUKOPUCTaHHS Pi3HUX 3ac001B po3poOku pymris Unreal Engine.

Knrouoei crnosa: pymiiid, rpa, nepcoHax, kiac, Metoj1, GyHkis, Blueprint.



ANNOTATION

Kurchuk R. O. Multiplayer online game in the genre of "third person shooter".

The qualification work is laid out on 76 pages of the main text and 83 pages of
the general text, contains 3 chapters, 54 pictures, 11 tables, 2 appendixes, 11 used
sources.

The goal of the work is the development of a third-person multiplayer shooter
with the possibility of holding a game session by connecting through a local network
using the Unreal Engine version 5.3 game engine.

The object of the study is the multiplayer games.

The subject of research is the means of developing a multiplayer game project
using the Unreal Engine.

In the qualifying work, a third-person multiplayer shooter project was developed
with basic functionality for the genre, the ability to create game sessions, connect to
already existing ones, and select the type of session and game mode; the specifics of
developing multiplayer games by using various Unreal Engine development tools have
been studied.

Keywords: engine, game, character, class, method, function, Blueprint.
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BCTYII

3 KOXHUM JHEM IHIYCTpisl PO3POOKHU I1rOop PO3BHBAETHCS, 3 SIBISIOTHCS HOBI
IHCTPYMEHTH, SIKI JO3BOJSIIOTh MAaKCHMaJlbHO HAOMW3UTH ITPOBHM TPOEKT [0
peanbHOCTI. [lokpamntyerbes Tpadika, BizyanbHi edekTH, (Pi3UKy MNpeaMeTiB Ta Tid,
MIMIKy TepcoHaxiB ToIo. Po3poOka irop — CKJIaJHHI, ajie 3aXOIUTIOIYUN Tpoliec,
SKUN JI03BOJISIE PO3POOHMKAM PO3KPUTH CBOK TBOPYICTH Ta MOTPEeOyE BHUCOKHUX
TEXHIYHUX HABUYOK, & TAKOK BMIHHA €(DEKTUBHO MPAIFOBATA B KOMAH/II.

Kpamiikamiiina pobora OakanaBpa NpPUCBAYEHA PO3POOII MYJIBTUILICEPHOTO
ITPOBOTO MPOEKTY B JKaHP1 “UIyTep BijJ TPETHOI 0cOOn”.

06 ’exm 0ocniodicenHs — 0araTOKOPUCTYBaJIbHULBKI ITPH.

Ilpeomem  OocniddicenHss ~ —  3aco0M  PO3pOOKH  TPOEKTYy  Oararo-
KOPUCTYBaJILHUITLKOT rpu 3aco0amu pytris Unreal Engine.

Memoto pobomu € po3poOka 0AaraTOKOPUCTYBAIBHUIIBKOTO IIyTEepa BiJl TPETHOI
0CO0M 3 MOKITUBICTIO TIPOBEJICHHSI ITPOBOT CECli MUISTXOM MiAKIIOYCHHS Yepe3 JIOKAIbHY
Mepexy 3acobamu irpoBoro pyurist Unreal Engine Bepcii 5.3.

BianoBigHo A0 METH 3aBAAHHSIMU JIUTLIOMHOI POOOTH €:

1. peanizaiiis OCHOBHUX (PYHKIIIM, TPUTAMaHHUX KaHPY IIyTepa: pyX, CTpuIbOa,
NPUILUTIOBAHHS, MOXJIMBICTh BOUBATU CYIEPHUKIB;

2. peamizamisa GyHKIIOHATY, HEOOXITHOTO JUISl MIATPUMKUA MYJIbTUILICEPHOTO
peXKUMY T'pH;

3. CTBOpPEHHS 3pO3yMLIOr0 Ta JIPYKHBOTO JIJIsl KOPUCTYBaUiB IHTEPPEHCy;

4. CTBOpEeHHS JM3aiiHy MEPCOHAXIB Ta ITPOBUX PIBHIB (HANPHUKIIAJ, MOJEII Ta
CKIHM MEPCOHAXKIB);

5. cTBOpeHHs 0a30BOro MITYYHOIO IHTEJEKTY U1 KEpYBaHHs O0TaMu;

6. peamizailisi MOXJIMBOCTI HaJIAIITyBaHHS TpadiyHUX HANTAIITYBaHb TPH.

Memoouka oOocniddcennss — aHaNITUYHA 3 BUKOPUCTaHHSIM KOMIT IOTEPHUX
TEXHOJIOT1H.

llpakmuuna 3nauywicme pe3yibmamis 00CHiONCeHHs: CTBOPEHHS MIATPYHTS TS

peaiizaiii mOBHOIIHHOI I'pu B >kaHpi “third person shooter”.



1 AHAJIT3 BUMOT 10 ITPOBOTI'O ITPOEKTY

1.1 Cneundika po3podKH NPOEKTY

[lin yac anamily BHUMOT JO TMPOEKTY OIMUCYETHCA TOBEIIHKA PO3POOIIOBAHOI
cucremu. Crenudikallis BUMOT TPOEKTY MICTUTh OCHOBHI CKJIQJIOBI PO3POOJIHOBAHOIO
NPOEKTY, ACTAIbHHA OMUC BUMOT 10 (YHKI[IOHATy MEBHUX YAaCTHH Ta MPOEKTY B
IJIOMY, a TaKOX 0(OPMIICHHS SIKICHOTO JU3aliHy TIPOEKTY.

Po3pobka MyJBTUIICEPHOTO LIyTEpa € CKJIAJHUM IMPOIECOM, SKHUU MOETHYE
JIEKUIbKA €TarlB:

— relMau3aiiH: HA JAHOMY eTarli HeOoOXIJIHO BU3HAUYUTH T'eUMIUICHHI MEXaHIKU
MIPOEKTOBAHOI IpH (HAMIPUKIIAJ, PyX Ta CTPUIbOA), MPOAyMATH OAIaHC MiXK MIPEAMETaMH,
30po€to TOIIO [Tt 3a0e3MeueHHs YeCHOT I'PH Ta 3MPOEKTYBATH irPOBI PiBHI;

— mporpamyBaHHs (peani3aifisi): peaji30BYIOTbCS BH3HAUYEHI MEXaHIKH,
pO3pOOISETHCS CEepBEpHA YACTHHA JJIs MIATPUMKU MYJIBTUIUICEPHOTO PEXKHUMY,
CTBOPIOETHCS IITYYHUNA 1HTEIEKT TOIIIO;

— BI3yaJIbHMI eTanm (JIu3ailH): po3poOJIAIOTBCS Ta PEA30BYIOTBCS MOJEINI
MEepPCOHAXIB, NPEAMETIB, JaHamadT, apxXiTeKTypa KapT, aHIMaIlii MEepPCOHaXIB Ta
OTOYEHHS, BI3yalibHI €(DEeKTH;

— 3BYKOBHUH €Tal: CTBOPIOETHCA 3BYKOBAa YacTWHA TpHU: 3BYKH OTOYCHHS,

03BYYKa IIEPCOHAXKIB, CAYHATPEK.

1.2 AHaJti3 HassBHUX NPOrPaAMHHMX aHAJIOTIB

[yTepu Bim TpeTbOi 0COOM € MEHII MOMYJSIPHUMHU, HDK HIYTEPU Bij MEPIIOi
oco0Ou, BIATOBITHO KOHKYPEHIISE B JJaHOMY >KaHpl TakoX € MeHIow. B Oiunbmocti
HIyTEPiB BiJ TPETHOI 0COOM € CBOI yHIKaIbHI OCOOIMBOCTI, SIKI BUILISAIOTH iX Ha (oHi
KOHKYpeHTiB. TOX s BU3HAYEHHS KOHKYPEHTOCIPOMOXHOCTI Ta JIOLIIBHOCTI
CTBOPCHHSI MPOEKTY MOTPIOHO MOPIBHATH MOTO 3 HASIBHUMHU MPHUKJIaaMH, BU3HAYUBIITH
nepeBarv Ta HEJOJIKU B MTOPIBHSAHHI 3 KOHKypeHTaMHu. J[Ji1 1IbOro HE0OX1IHO MPOBECTH

SWOT-anani3 npo€eKTiB-KOHKYPEHTIB.
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CTBOpIOBaHMI TPOEKT TMOPIBHIOBATUMETHCS 3 YOTHPMA HAWUIMOMYJISPHIITUMU

npelcTaBHUKAaMU IIyTepiB Bi TpeTboi ocodu: Fortnite, Gears 5, Mass Effect 3,

PlayerUnknown’s Battlegrounds (PUBG) ta Tom Clancy’s The Division 2.

Tabnuysa 1.1 — SWOT-ananiz epu Fortnite

CuiibHi cTopoHH Caaoki MoxuBoCTi Pusukn
CTOPOHH
[TommynsipHicTh: gaHa rpa | MOHOTOHHICTE: | Po3mnpeHHst KOM IOHITI: KonkypeHnuis: iHmIi irpu

€ OJTHIEIO 3
HAWMOMYJISIPHININX B
CBITI

redMIIIeH He
3MIHIOETHCS Ta
HE
PO3IIUPIOETHCS

MOJAJIBIINN PO3BUTOK Ta
peryJspHa pekiiama
cnpusie 301TbIICHHIO
KUIBKOCTI TPaBIIiB

KAHPY MOXKYTh 3MEHITUTH
nomyJsipHicTh Fortnite

be3komToBHUI AOCTYIIL:
Ipa NOLIUPIOETHCS
0E3KOIITOBHO

3 BUXOIOM
OHOBJIEHD, IIIO
4acTo
MPU3BOJIUTH A0
BTpaTH
IKaBOCTI
TpaBIliB

KpocmnatdopmeHHICTS:
rpa (yHKIIOHY€ Ha
6araTboX MOIMYJIIPHUX
iatpopmax (Windows,
Xbox, Playstation,
Android Ta iHmi)

CTBOpEHHS HOBUX
PEXKHMMIB I'PH: BBEACHHS B
TPy HOBHUX PEXHMIiB
crpusie 3017bIICHHIO
3aIliKaBJICHOCTI IPaBIIiB Ta
3MEHILEHHIO
MOHOTOHHOCTI TeHMILIICIO

bananc rpu:
HEeMpaBWJIbHUN OaaHc
BMiHb YU TIPEMETIB MOXKE
MIPU3BECTH JI0 OPYIIECHHS
Oayancy rpu

PerynsipHi OHOBIICHHS: B
TPy TOCTIHHO JOJTAETHCS
HOBUI KOHTEHT (BMiHHS
NIEPCOHAXIB, CKIHH TOIIO)

Komnabopariii: komadopaiis
3 IHITUMU TOITYJIIPHUMHI
irpaMu 49 XyJI0KHIMH
TBOPAMH CITPHSIE
3aITy4eHHIO 3alliKaBICHUX
I'PaBIliB

KOpunnuni npobaemu:
Mpo06JIeMH 3 aBTOPCHKUMU
npaBaMH Ha TaHI YU
BMiHHSI MOXXYTh IPUBECTH
710 IPOOJIEM Ta 3HUKEHHS
TIOIYJIIPHOCTI

TexHniuHi mpobiemMu:
Oaru, riaiTdi Ta Qpizu
MO’KYTb HETaTUBHO
BIUIMHYTH Ha TeUMILICH

Tabnuya 1.2 — SWOT-ananiz epu Gears 5

CuiibHI CTOPOHHU

Caabki cTopoHH

MoxauBocti Puszukn

I'padika Ta atmocdepa:
rpa Ma€ Bpakarouy

Hes0anancoBaHicTh KapT:
IesKi KapTu IOTaHo

Konkypenist: inmi
MoAi0H1 irpy MOXKYTh

[TopryBanHns:
MOPTYBaHHS HA 1HIII

rpadiky Ta BiiCHKOBY MpUAATHI JAJI IEBHUX m1aTGopMu 30UTEIIUTH | 3MEHIITHTH
atMochepy PEXKUMIB KUTBKICTh I'PABIlIB TTONYJIIPHICTh TPH
baratoBumipHuit YacTkoBa Pexnamui kammanii Ta | bamanc rpu:
reiiMIuieii: rpa Mae KpocmiaT(hOpMEHHICTh: MoJii: perymispHa HEMPaBUIBHO
Oarato pi3HHX rpa JIOCTYIHA JINIIE Ha pexiiaMa Ta BBEJICHHA | 30aaHCOBaHi

PEXKUMIB, K
OJUHOYHHX, TaK 1
MYJIbTUILIEEPHUX, A
TaKOK KOOIIEpaTHBHI

KpocmnarhopmeHHicTs:
rpa QpyHKIIIOHY€E Ha
wiatdpopmax Windows
Ta Xbox

JIBOX IIatdopmax, ToMy
HEJOCTYITHA TSI
KOPHCTYBaYiB TaKHX
mwiardopwm, sk Playstation
ta Nintendo Switch

0COOIMBUX MTOIIN
30UIBIINATE
MOMYJIIPHICTh TPH

€JIEMEHTU TPU
MOXYTb BIUIMHYTH
Ha COPUUHATTA 11
IPABISIMH

Texuiuni npobaemu:
Oaru, TniTdi Ta Qpizu
MOXKYTh HETaTUBHO
BIUIMHYTHU Ha
TeUMILIEH:

OHOBJICHHS:
CTBOPEHHS HOBHX KapT
YU PEKUMIB IPU MOXKE
CIIPUATH 301TBIIICHHIO
KIUJIBKOCTI TpaBlIiB




Tabnuya 1.3 — SWOT-ananiz epu Mass Effect 3

CuiibHi CTOPOHHU

Cuaabki cTopoHHu

MozxauBocTti

Pusukn

Haparus Ta croxer: rpa
Mae ITMOOKUI HapaTuB
Ta 3aXOIUTFOIOYHN

CripHicTs QiHay:
KiHEIlb TPH CTaB JyXKe
CyILIEpEWINBHM, 110

Bunyck KoHTEHTY:
OHOBJICHHS TPU MOXE
IIPUBEPHYTH yBary

Konkypenist: irpu
Mo1iI0HOTO KaHPY Ta 3
NOJIIOHUM CETUHIOM

CIOKET CTaJIO IPEMETOM HOBHX I'DaBIIiB MOXYTh KOHKYPYBAaTH 32
00TOBOPEHB Ta KPUTHKH yBary rpaBliB
IHHOBAIIHICTE Brmums DLC: 6araro Po3Burok cninbHOTH: | Hemomniku rpu: criipHUit
TeUMILICIO: Tpa KJIFOUOBHX aCIEKTIB MIATPUMKA Ta dbinan, npobiemu 3i
BiJ[3HAUMIIACh CIOKeTy OyI0 PO3BHUTOK CIIJIBHOTH | CTaOUIBHICTIO Ta
BBEJIEHHSAM BEJIHNKOI peaizoBaHo y BUAL TPaBIliB MOXKE HEOOX1IHICTh
KIJIBKOCTIHOBUX miataux DLC, 1o 30impIIUTH B3aeMoito | mpuadanus DLC mis

MeXaHIK (HalpuKIas,
00MOBI TiAPO3ALIN).

MIPU3BOJIUTH JI0
HCIIOBHOTHU CIO)KeTy JJIA
IPaBIIiB, sKi HE
IpHUI0aTH JOTTOBHEHHS

TPaBIIiB 3
PO3pOOHHUKAMU Ta
MIPUBEPHYTH YBary 0
JIAHO1 TpHU

MMOBHOTO PO3YMIHHS
ICTOPIl MOXYTh
BIUTMHYTH Ha PIIICHHS
TPaBIlIB MO0 ITI€T TpH

CBobopa Bubopy: rpa
Mae 6araTo BapiaHTIiB
PO3BHTKY CIOKETY B
3aJIEXKHOCTI BIJT
00paHuX TpaBIEeM
BapiaHTIB J1iaJIoTiB

CTaOUIBHICTD: IEsAK1
Bepcii rpu MaroTh
BEJIMKY KUTBKICTH OariB

3MiHA TEHIEHIIIT:
naJiiHHS TOMYJISIPHOCTI
Irop B KOCMIYHOMY
CETHHTY MOXe€ BIUTUHYTH
Ha TIPOJIaXxi Ta
HOMYJISIPHICTh TPH

IrpoBuii cBiT: rpa Mae
MaciTabHuil irpoBuit
CBIT, HAITOBHEHMI
PI3HUMH aKTUBHOCTSIMHU

Tabnuys 1.4 — SWOT-ananiz epu PUBG

CunibHi cTopoHn Caalki ctoponn MoxauBocTi 3arposu
[TonynspHicTh: Tpa € Onrumizalis: Ha Ki6epcmopt: PUBG mae | KomniroBaHHS:
OJHOIO 3 JesIKUX TuiaTopMmax | BCl IAHCH PO3BUTUCH 10 | KOHKYPEHTH MOXKYTh
HaWUTIOMyJIAPHIMNX OOEBUX | 4acTO MPHUCYTHI JTUCITUTITIHA crpoOyBaTH

irop B CBITI

npoOIeMH, Taki IK
Oaru uu ¢pizu

kibepcnopTy, 1m0
rapaHTye HOBI
CTIIOHCOPCHKI MPOIO3UIIi1

CKOIIIIOBATH OCHOBY
PUBG, mo npussene
710 PO3TIOILTY
ayurTopii

I'eiimmnent: rpa mae

JWHAMIYHUH reiMIuiei, a

pexxum “KoposiBebka

OouTBa”’ 1a€ MOXKJIUBICTD
IpaBIsIM MPOSIBUTH ceOe B

cTpaTerii 1 TaKTHUIIl

Mouneru3aris:
BEJIMKA YacTKa
KOM TOHITI1
HEe3a0BOJIEHA
MOCILITIO
MOHETH3AII] TpH

Po3mmpenHs ay tuTopii:
PO3MIUPIOIOYN
JOCTYIIHICTD I'PH Ta
CTBOPIOIOYH HOBHUH
KOHTEHT MOXKJIUBO
3UTYyYUTH OUTBITY
KUIBKICTh I'PABIIiB

3MiHHM B Taly3i: 3MiHa
TEXHOJIOT1H Ta CMaKiB
IpaBILiB MOXe
BIUIMHYTH Ha
MOMYJISIPHICTB TPH

MynbTumiat@opMeHHICTh:

rpa JIOCTyIHA Ha BCiX

NOMYJISIPHUX MIaThopMax
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Tabnuya 1.5 — SWOT-ananiz epu Tom Clancy’s The Division 2

CuiibHi CTOPOHHU Caa0ki ctopoHu Mo:kauBoCTI 3arpo3u
Micii Ta po3BHTOK MOHOTOHHICTB: JesKi Posmmpenns cBity: KonkypeHris:
MEepCOHaXKa: rpa MICTUTh | MicCii MOXKYTh 3JaTHCS | PO3POOHHUKH MOXYTh | MiJABUIICHHS
0araTo pi3HOMaHITHUX TPaBIsiIM MOHOTOHHUMH | PO3IIUPUTH IrPOBUHM | TIOIMYJISIPHOCTI 1HIITHX
Miciii Ta 3aBHaHb, MICIS | Yepe3 MOBTOPEHHS CBIT, 3pOOHBIIIH irOp MOXe€ BIUIUHYTH
MIPOXOJKECHHS AKUX JOKaIii Ta i reumIuien Ha MOMYJISIPHICTh TPU
MOKPAIYIOThCS NUHAMIYHIIUM

eKiImipyBaHHs Ta
HaBHYKH [IEPCOHAXKA

[eiimmneii: rpa mae Bbpax po3Butky ictopii: | [lixrpumka bananc: BBeeHHS B

JUHAMIYHUNA Ta X04Ya I'pa Ma€ IiKaBUil | COUIBHOTHU: 3aJIy4€HHS | TPy He30aJaHCOBaaHUX

3aXOIUTIOIOYUN CBIT Ta aTMOC(depy, B TPaBIIiB JI0 MPOLIECY MpeIMETIB Y1 HABUUOK

relMIUIei, a TaKoX JeSIKUX MOMEHTax PO3pOOKHU MOXKeE MepCOHaXKa MOKe

PO3BHHYTHIA KOOIIEPATUB | MPUCYTHIN Opak icTOpii | TOMOMOITH B BIJIMHYTHU Ha IrpOBUI
T'PH Ta NIEPCOHAXKIB MIITPUMII TPH poIiecC

3MICTOBHI OHOBJICHHS:
PO3POOHUKH PETyIISIPHO
BUITyCKalOTh HOBI
JIOMIOBHEHHS Ta
OHOBJICHHS

I'padika: rpa Mae rapny
Ta peayicCTUYHY Ipadiky

Bci po3riisiHyTi KOHKYpEHTH MaloTh CBOI CUJIbHI Ta CJIa0K1 CTOPOHH, B TOMY YHCII
no110H1. BUI1JIMMO OCHOBHI IUTFOCH Ta MIHYCH BC1X KOHKYPEHTIB:

— Fortnite moctynHuii 6€3KOMTOBHO 1 € JUHAMIYHUM ITyTEPOM, ajie Ma€ JTI0BOJI
MOHOTOHHUH ITPOBUH MPOIIEC;

— Gears 5 € ayxe aTMOC(PEpPHHM IIYTEPOM 3 BEIMKOK KUIBKICTIO PI3HUX
pexuMiB TpH, aie goctynuui nuiie Ha Windows ta Xbox 1 mae npobiemu 3 6amancoM
JESKUX KapT y MEBHUX PEXKUMAX;

— Mass Effect 3 Buainserbcss rMOOKMM 1 PO3BUHYTUM CHOKETOM Ta OyB
IHOBAIlIMHUM 11T Yac BHUXOMy, ajié B MYJbTHIUICEPHOMY PEXKHMI Ma€ JIUIIE
KOOIEPAaTUBHUN PEXKHMM, a TaKOX JesKl IMpoOjeMu 31 CTaOUIBHICTIO MEBHUX BEPCIH;
PUBG B jaHuii MOMEHT ayXe MONYJISIPHUA 1 Ma€ 3aXOIUTIOIYMA Ta JUHAMIYHUN
reiimiuieit B pexumi “KopomiBcbka 6uTBa”, ane, BOAHOYAC, HE MA€ THIINX PEKUMIB TpU
1 3 INIMHOM Yacy 301blye (POKyc Ha MIKPOTPaH3aKLISIX Ta IHIIUX BHYTPILIHBOITPOBUX

MOKYIIKax;
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— Tom Clancy’s The Division 2 € TiIHUM TPOJOBKEHHSIM IEPIIOT YACTUHU, 3
peanicTUUHO TpadiKow, ITUHAMIYHUM TEHUMILJICEM Ta PI3HOMAHITHICTIO MICIH, aie
JesiKl Micli MOXKYTh OYTH MOHOTOHHUMHM Ta HEMTOBHUMH B ILJIaH1 1ICTOPI].

AHani3 HasgBHUX KOHKYPEHTIB [I03BOJIMB JINTH BHUCHOBKY, IO CTBOPEHHS
MYJIbTUIUICEPHOTO IIyTepa BiJI TPEThOi OCOOM € BelIbMHU akTyaibHUM. [IpoTe st
3a0e3MeYeHHs] HOTO KOHKYPEHTOCTIPOMOXKHOCTI i yac po3poOku Tpeba 3a0e3neunTu:

— PI3HOMaHITHICTh F€MMIUICIO: I'pa HE Mae OyTH MOHOTOHHOIO Ta 3ajieXaTH Bij
TeHJICHIIIN irpoBoro puHKy. lLle 3a0e3medyeTbcsi BBEICHHSIM HOBUX PI3HOMAHITHUX
pPEXHUMIB, IEPCOHAXKIB, 30pO1 TOLIO;

— JIMHAMIYHICTh ITPOBOTO MPOIECYy: 3a0€3MEUCHHSI MIBUIKHUX, 3aXOILUTIOIOYUX
OUTB rapaHTy€e MPUBEPHEHHS yBarv rpaBliB J10 IPOIYKTY;

— CTBOPEHHS Ta PO3BUTOK CIUIBHOTH TPABIliB: MOCTIHHA B3aEMO/IiSl 3 KOM FOHITI
TpU Ta 3aJIy4YCHHSA TPaBIIB 10 MPOILECIB PO3POOKM Ta MIATPUMKH TpH 3a0€3MEeUUTh
MO3UTUBHUM BIATYK T€MMEPIB Ta MPUBEPHEHHS yBaru O1IbIIOT KUJIBKOCTI TPABIIiB;

— KpocmiatOpMHICTh: CHIIbHOTA Tpu Oyjae Habarato OUIBIIONW, SKIIO
KIHLIEBUIA MPOIYKT Oy/1e JOCTYMHHA HA OUTBIIOCTI MOMYJISIPHUX MIATHOPM;

— BpaxyBaHHS HeAONIKIB KOHKypeHTiB: SWOT-aHami3 KOHKYpPEHTIB MOXe
JIOTIOMOTTH 3MOJIETIIOBATH TPy, AKa BPaxOBYBaTHME CHIJIbHI CTOPOHU Ta YHUKAaTUME

c1a0KuX, B pe3ysibTaTl 4Oro MaTUME BC1 IIAHCH CTAaTH MOIMYJISPHILIOK.

1.3 Po3poOka pyHKIIOHAJIBLHUX BUMOT MPOEKTY

Jlns yeminmHOT peanizalii Ta moaaablIoi MITPUMKH HEOOXITHO BU3HAYMTH TOUHI
BUMOTU J10 (QYHKIIOHATY Ta O(GOPMIICHHS TMPOEKTY, IO JO03BOJUTh YHUKHYTH
MOXJIMBUX TMpoOieMm mifg yac peanizamii. B Tabn. 1.6 Bu3HAaueHO BHUMOTH [0
(GyHKIIIOHATY MTPOEKTY.

B ta6s. 1.7 BU3HaU€HO BUMOTH JI0 AU3aHY MPOEKTY.
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Tabnuys 1.6 — Onuc yuxyionany npoekmy

DyHKILis ‘ Omnuc
IlepenirpoBa B3aeMois
Bu6ip npodiss Fp?BeHB Mae MO)KJ'II/IBiCTI)VCTBopIOBaTI/I npodini 3 yHIKAIbHUMH IMEHAMH Ta
3MIHIOBATH 1X B OYy/Ib-SIKUH MOMEHT Tepe]l TPOI0
CtBOpeHHS KoxeH rpaBers MOke CTBOPUTH ITPOBY CeCito (OAMHOYHY JIJIsi CAMOCTIHHOT rpu 200
cecii MYJIBTHIUICEPHY JUISI TP 3 iHIIMMH TPABLISIMU T10 JIOKAJIbHIN UM II100aIbHIN Mepexi)
[Ipuennanns | ['paBers Mae MOKITMBICTh 3HAWTH B)KE CTBOPEHI CECii Ta MPHUETHATUCH 10 OyIb-SIKOi
1o cecii 3 HUX (B TOMY YMCJI i1 4ac TPH)
Hanamrysanns 3anymeHy IPY MOJKHA HalIAIITYBATH, BCTAHOBUBIIH MOTPiOHMI PIBEHB SIKOCTI
rpu rpa(plqﬂnx TOKA3HHKIB (AKICTD TiHEM, CBITJIA TOILO), PO3MIUPEHHS Ta PEKUM
B1JI0Opa)KEHHS BiKHA I'PH
Hanamrrysasss I'paBens Mae MO)KJ'II/IBiCT‘I) HaJIANITyBaATH Oyab-sKy CTBOpPEHY HUM CECil0, 00paBIIN
ceii Marmy JUIsi TpU, PEKUM, KUTBKICTh TPaBIliB (KOMaH/), 4ac TPUBAHHSA payHIY,

3aTPUMKY pecliaBHA, KIJIbKICTh OYOK, HEOOXITHUX Il IEPEMOTH TOIIIO0

CrinkyBaHHS 3

['paBui MarOTh MOKITUBICTH CIUIKYBAaTUCh MIX CO0OOI0 B yaTi J1001

THIITAMHA
rpaBIsIMU
Kacromizamiss | ['paBenr Mae MOXKIMBICTE 00paTH MOZEIb TIEPCOHAXKA, 3MIHUBILHN HOTO
IepCOHaXa | XapaKTEPUCTUKHU, a TAKOK 3MIHUTH HOT0 30BHIIIHIN BUIJIS 33 JOIOMOTOIO CKiHIB
IrpoBa B3aemosis
[Tepemimenns | I'paBers MOXke mepeMillyBaTH MEPCOHAXKA IrPOBUM CBITOM, BUKOPUCTOBYIOUH
MEPCOHAXKA | MPUCTPiN BBEICHHS
Crpins6a OcHoBHU MeTozI 00poTHOU 3 CYNPOTUBHUKAMU 3 BUKOPUCTAHHSIM BOTHETIATBHOT
30poi, AKHUi 31HCHIOETHCS IUIIXOM BUKOPUCTAHHS IPUCTPOIO BBEICHHS
T'panaty JlonoMi>kHHI MeTO] G0POTHOM 3 CYNIPOTUBHUKAMHU 3 BUKOPUCTAHHIM METATBHUX

CHapsIiB

Bimoxkniit Oiit

JonatkoBuilt MeToq 0OpoTHOU 3 CYyMPOTUBHUKAMU 3 BUKOPUCTAHHSAM PYKOIAIIHO1
aTaKH, sIKa 31ICHIOETHCS IUIIXOM BUKOPUCTAHHS MPUCTPOIO BBEICHHS

I'paBens Moske Tij 9ac TPH 3MIHIOBATH 30pOI0 MUIIXOM BUKOPUCTAHHS Ha3HAYEHOI

Bubip 30poi KJaBinn abo Koseca 30poi
[TixGip I'paBens Mosxe minOMpaTH JesiKi MPEAMETH, PO3TAIIOBaHI B IrPOBOMY CBiTi Ta BHKO-
IpeIMETIB PHCTOBYBATH HOTO B irpOBOMY MPOIIECi JUIsi HONOBHEHHS iHBEHTAPsI, 37I0POB’ S TOIIO
Tabauys 1.7 — Onuc sumoz 00 OU3atiHy NPOEKmMy
Bumora Omnuc
Ju3zaiin HeoOxigHO CTBOPUTH SCKpaBUil MU3ailH TOJOBHOI'O MEHIO, MEHIO HAJIAIITyBaHb Ta

MCHIO

MEHIO MYJIbTUILICEPA: (OHOBE 300pakKeHHS, IM3aiiH KHOIIOK Ta CIaiAepiB TOIIO

Ju3aita 1061

Jlo61 Mae mMaTu IiKaBUil Ta 3p03yMUTHNA JU3aiiH, MICTUTH JOCTYT JI0 BCiX HaJallITyBaHb
ITpOBOI cecii, eeMEHT 3 BiOOpaXEHHSM NPHEIHAHUX TPABIIB (HAMPUKIAJ, PAMKY 3
iMeHamMu ab0 MoJeni TpaBIiB B camMoMy JI00i); TakoX B JIOO1I mMae OyTH dYar Jyis
CIIJIKYBaHHs, PO3TAIllOBaHWN Tak, MO0 HE TEPEKpPUBATH IHIII EJIEMEHTH Ta HeE
3aBaXkKaTu JOCTYIY J0 HUX

Jnzaitn man

KoxnHa Mama TOBMHHAa MaTH YHIKaJIbHUWA Ta TNPOINpaIlbOBAaHUW NWU3alH, SKUI
BiJIMIOBiIa€ BUY Ta OIMHUCY

Juzaitn [TepcoHaxi MOBMHHI MaTH W3aiiH, SKUA BIAPI3HATUMETHCS B 3aJICKHOCTI B MOJEi
NEPCOHAXIB | UM CKiHA Ta MOBUHEH Bi/MOBIIATH ONKCY Ta/YM XapaKTEPUCTHIIL

Ju3aiin mpeaMeTiB MOBUHEH OYyTH JIOTIYHUM Ta BiAMOBIAATH MPU3HAUEHHIO MpeaIMeTa

Ju3zaiin (HampuKJIaA: MPeAMETH JJis BITHOBJICHHS 3/10pOB’Sl MOKYTh MAaTH BUIJIS]L ceplis, 30pos

mpeIMeTiB | Ma€e OyTH CTHIII30BaHa MOAIOHO peallbHUM MPOTOTHUNAM (32 JESIKUMHU BUKITIOUEHHSIMH),

JM3aifH OoenpunaciB Mae BiAMOBiAaTH 30poi, 0 sIKOi BOHM i AXOJISITh)
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1.4 Bu6ip 3aco0iB po3podku

JJist CTBOPEHHS ITPOBUX MPOEKTIB BUKOPUCTOBYIOTHCS ITPOBI PYILIi — HEHTpaJIbHA
gacThHa Oy/Ib-sIKOT BiACOTPH, sIKa BIANOBIA€ 32 BCIO TEXHIUHY YAaCTHHY; BiH JO3BOJISIE
HOJIETTLUTH PO3pOOKY IPH LIUISIXOM CHCTEMaTU3allli BHYTPIIIHBOI CTPYKTYpH [1].

3arasioM € JBa NUISXU JJIs1 peajiizallii CBOro irpoBOro MpoeKTY:

— CTBOPEHHS BIIACHOTO IrPOBOTO pyIIis, SKHH BUKOPHUCTOBYBATUMETHCS IS
peasizaiii BIIaCHUX TPOEKTIB;

— BHUKOPHUCTAaHHsS HAsBHOTO IrPOBOTO pyulis (MOXINUBO, 3 BIPOBAHKEHHSIM
MoaudiKaIii mia BIacHi moTpeon).

JIJisi CTBOPIOBAHOTO IrPOBOTO TMPOEKTY JOIUIBHIIIE BUKOPUCTOBYBATH HASBHHMA
IrpoBUM  pylIii, OCKUIBKA 1€ 3a0e3neuuTh Oulbllly CTaOUIBHICTh —peasizailii,
3a0€3MeYNTh BEIMKOI KUTHKICTIO JTOMOMDKHUX MaTepialiiB Ta Mo30aBUTH PO3POOHMKA
B1J1 MPOOJIEM CTBOPEHHS HOBOT'O PYIITisl.

€ 0araTo pi3HUX ITPOBUX PYUIIiB SIK CHEIiaNi30BaHUX ISl KOHKPETHUX MPOEKTIB,
TaK 1 JJI LIUPOKOrO BUKOPUCTAHHS. {711 CTBOPEHHS MYJIbTHIUICEEPHOIO ILIyTepa BiJ
TPEThOi 0COOM AOLUIbHO BuOpaTu oauH 3 Tphox pyuriiB: Unreal Engine, Unity Ta
CryEngine. 1106 BuOpatu HaitOinblI BAaduil BapiaHT Tpeba MPOBECTH aHali3 CUIBHUX
Ta CIa0KUX CTOPIH KOXKHOTO 3 HUX.

Unreal Engine (https://www.unrealengine.com/) — pymiiii, CTBOpeHUH Ta
niaTpuMmyBaHuii komnaniero Epic Games. BiH BUKOpUCTOBYe MOBY IporpamyBaHHS

C++ Ta miarpumye OUIBIIICTh HasIBHUX IIaTdopM [2].

Tabnuys 1.8 — Ilepesacu ma nedonixu pywia Unreal Engine

IlepeBaru Henmoutikn

[TotyxHicTb: Ha nanuit MomeHT Unreal € HaltO1b1I OTY>XHUM | Bricoka pecypco3aTpaTHiCTb:
Ta PO3BUHYTHM IFPOBUM PYLIIEM, SIKHI BUIUISETHCS BACOKUM | CTBOPEHHSI rpadivyHO CKIIAHHUX irop

piBHEM peaiCTHYHOCTI BHUMAarae 3HaYHUX PECypCiB
baraTto(yHKIIOHANBHICTB: PyIIiil Ma€ MUPOKHA QYHKIIIOHA, B | KOMII I0T€Pa, TOMY MOKJIHBI

TOMY 4HCIIi BOYIOBaH1 IHCTPYMEHTH AJI PO3POOKH irop, po06JIeMH MTPU BUKOPUCTAHHI MEHII
Bi3yaurizaii, aHiMallii, o IiJIKOM JI03BOJISIE CTBOPIOBATH MOTYXHHUX CUCTEM

BJIACHI MMPOEKTH 0€3 BUKOPUCTAHHS CTOPOHHIX IHCTPYMEHTIB
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3akinuenna maon. 1.1

ITepeBaru

Henouaiku

CripbHOTA Ta MATPUMKA: PYIIiKd Ma€ BEIUKE KOM FOHITI, SIKE
MOCTIHHO MATPUMYETHCS BETUKOK KIJTBKICTIO PO3POOHUKIB

CkJaIHICTh BUBUEHHSI: TIOPIBHSHO 3
iHmMMu pymisimu, Unreal mae

Hoxymenrartisi: Unreal Engine mae mmpoky, aetanpHy Ta
3pO3YMUTY TIOKYMEHTAIIiI0, BEJTUKY KUIBKICTh KYPCiB Ta TaiIiB

BUIIMKA TIOPIT BCTYITY 1 MOXe OyTH
CKJIaTHUM JUIl OCBOEHHS HOBAYKaMHU

Blueprint: pymriii MiCTUTh CHCTEMY Bi3yaJIbHOTO OJIOKOBOTO
nporpamyBaHHs Blueprint, o 703BOJUTE 3HU3UTH CKIIAIHICTh

Ta IPUCKOPHUTU CTBOPEHHS 1rop

Unity (https://unity.com/) — HalimonmyJISIpHIIUKMNA PyUIid A1 CTBOPEHHI 1rop, SIKUM

BUKOpHCTOBYE C# Ta miaATpuUMYye 6araTo pi3HUX MIaTPopM.

Tabnuysa 1.9 — Ilepesacu ma nedonixu pywis Unity

IlepeBaru

Henogiku

Jlerkicth BuBueHHs: Unity BBaXKaeThCs
O1IBIII JIETKUM Ta AOCTYIHHUM [l BUBYECHHS
B nopiBHsiHHI 3 Unreal Ta CryEngine

OOMeXeHICTh: pyIIiii MOXe TapaHTyBaTH XOPOILY
rpadiky TimbKu Ipu JopoOlli, aje Bce OJTHO HE 3aTHUI
KoHKypyBatH 3 Unreal

AxTtuBHa cniibHOTa: Unity Mae BelIuKy
CHIUIBHOTY KOPHCTYBaUiB, sIKi 320€31e4yI0Th
pYIIii BETUKOIO 023010 MIATPUMKH

OOMexeHicTh 0€3KOIITOBHOI Bepcii: 6araTo GpyHKLiN
HEJIOCTYTHI B OE3KOITOBHIN BepCii, [0 3HAYHO 3HIKYE
MO>KJIMBOCTI JUIsl PO3POOHHKIB 3 00MEKEHUM
OrOIKETOM

Pecypcu: qig Unity cTtBopeHo 6araTto
pi3HUX KypCiB, TOKyMEHTAIII] Ta MaTepiais,
SIKI BUKOPUCTOBYIOTBCS JUIsl CTBOPEHHS
BJIACHUX IIPOAYKTIB

3po3yMuTICTh MaTepiaiiB: OUIBIIICTE MaTEPIAIB TS
BUBYCHHS PYIIis HEIOCTaTHRO JETANbHI Ta JOCTYIIHI,
II0 MOYKE CTBOPHUTH MPOOIEMH JUTS HETOCBITUCHUX
pO3pOOHHUKIB

Texuiuni npodaemu: Unity mae 6araro npobiiem ta
0ariB, sIKi MOXYTh 3HAYHO BIUIMHYTH Ha TIPOIIEC
PO3po0OKH Ta AKICTh KiHLIEBOTO MPOAYKTY

CyMiCHITB BepCiii: TPOEKTH, CTBOPEH] HA OJIHIN Bepcii
py1Iisi, B OUIBIIOCT] BUMAAKIB HECYMICHI 3 IHIIMMU
BEPCISIMH, III0 MOYKE BINTHHYTH HA MPOIEC PO3POOKHU

CryEngine

(https://www.cryengine.com/) —

ITpoBUiA  pyIIidd, CTBOPEHUU

komrmaniero Crytek, sikuit BukopuctoBye sik C++, tak 1 C# nist po3poOKu.

Tabauysa 1.10 — Ilepesacu ma neooniku CryEngine

IlepeBaru

Henoaikn

['padiuna motyxuicTh: CryEngine Takox €
HOTY>KHUM Ta TpadiuHO PO3BUHYTUM
pyIIrem

Cxknannicts Bukopuctanus: sk 1 Unreal, CryEngine
MoyKe OyTH CKJIaJJHUM y BUKOPHUCTaHHI Ta JUIsl BUBYCHHI
HEJIOCBITYCHUMHU PO3POOHUKAMH

PiBens peanizmy: pyiid BizoMuii
3JIaTHICTIO 10 CTBOPEHHS PealiCTUYHOTO
cepefioBuINa Ta e(heKTiB

Obmexena miarpumMka: B nopiBHsHHI 3 Unreal Ta Unity,
pYIIiil Ma€ MEHIITY CIIJIBHOTY Ta OOMEKEHy 0a3y
HiATPUMKH Ta MaTepiajiB
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CryEngine € xpocmiargopMHUM, XOd4a CIHCOK MIATPUMYBAHUX IUIATGOPM
3Ha4YHO MeHIe, Hixk B Unity Ta Unreal.

AHani3 pe3ynbTaTiB NOPIBHSHHS IMPOBUX PYUIliB JO3BOJIMB BU3HAUWUTUCA 3
KpallldM BaplaHTOM JJisg peanizaiii mocramieHoi 3amadi. Ile pymriit Unreal Engine,
103asK BIH € HAWMOTYKHIIIKM 1 TEXHIYHO HAUPO3BUHYTIIINUM, 1110 TO3BOJIUTH CTBOPUTH
TPy 3 XOpONIOK peamicTuuHol Tpadikoro. Takoxk mel pymid Mae po3MMpPEeHUn
GbyHKIIOHAT, TOMY HOTO MOKJIMBO BUKOPUCTOBYBATH O€3 JOMOBHEHb Ta I1HIIOTO
J0JJaTKOBOTO KOHTEHTY.

Unreal Engine Hamae nBa OCHOBHUX IHCTPYMEHTH JUIsi CTBOPEHHSI ITPOBUX
npoekTiB — C++ Klach, CTBOPEHI KOPHCTyBadeM 3a JIOTIOMOTOI0 KOAY, Ta CHUCTeMa
OomokoBoro mporpamyBaHHs Blueprint, sika no3Bosisie OynyBaTu (yHKIIOHaN 0e3
HAMMCaHHA KOJy. B KOXHOTro 3 IIMX 1HCTPYMEHTIB € CBO1 MEpeBaru Ta HEJO0JIKH, TOMY
HaWKpalmM METOJIOM peatizallii MPOEKTY JOIILHO BBAXAaTH KOMOIHYBaHHS €JIEMEHTIB

C++ Ta Blueprint.

1.5 MapkeTHHIOBi iIHCTPYMEHTH CTBOPEHHS Ta NPOCYBAHHS

CTBOpEHHsI MApKETUHIOBOI CTpaTerii JJis MPOCYBaHHS Ta peami3auli NpoAyKTY
BapTO MOYATH 31 CTBOPEHHS KapTHu KiieHTa. Kapra kiieHTa MiCTUTh Taky 1H(OpMaIiio:
1) nemorpadiuna iHdopmaris:
a) BiK: 15-35 pokiB;
b) cTaTh: Oy/b-sIKa;
c) reorpadigyHe po3TallyBaHHS: BeCh CBIT 3 (OKyCOM Ha KpaiHU 3
BenukuM puHkoM reitmepis (CILLA, Kutait Tomno);
2) MOBEAIHKOBI IIA0JIOHU:
a) reiiMepHu, K1 HIHYIOTh COIliaJIbHY B3a€EMOJIIO Ta 3MaraHHs,
b) reiiMepu, 3aIlikaBjieHi B HOBUX BPOKCHHSX;
C) reiimepu, [Ki BIIJAIOTh [I€peBary MyJbTUIUIEEPHUM IFPaM;
d) reiiMepu, SKUM Ba)KJIMBa BUCOKOSAKICHA Tpadika;
3) iHTepecu Ta MOTpeou:

a) Oa)kaHHs BUIIPOOYBATH HOBI1 PI1BHI 3 PI3HOMAHITHUM CEPEIOBUILEM;
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b) notpeda B PeryJsIpHUX OHOBJICHHSX Ta BBEJIEHHI HOBOTO KOHTEHTY;
C) norpeda B Pi3HUX PEKUMAX T'PH.

[Tin yac anamizy puHKy OyJ0 BCTAaHOBJIEHO, IO OCTAHHIM YacOM 30UIbIIYETHCS
MONUT Ha ITPH B TPEThOi 0coOH, oco0auBo mytepu. Taki irpu, sk Fortnite Ta PUBG
3apa3 Ha MIKy MOMYJISIPHOCTi, aje oOWJIBI TpWU JOBOJII MOHOTOHHI, TOMY TIpaBlii
noTpeOyIOTh HOBHX ITOp 3 HOBUMHU TE€MUIUICHHUMH PIIICHHSAMU. [rpH, K1 BUILISIOTHCS
SAKICHOIO TpadiKor0, MatOTh TeMMILICHHI 0COOIUBOCTI Ta 3a0€3MEUyIOTh B3aEMO/III0 MIXK
TpaBIsIMU, € 3aTpeOyBaHUMH Ta IIHYIOTHCSI HA IrPOBOMY PUHKY.

Crparerii momrykoBoi omTHMi3aiii Ta MPOCYBaHHS TMPOEKTY B COIIAIBHHUX
Mepexax MICTATh TaKi aCTeKTHU:

1) SEO:

a) BUKOPUCTaHHS KJIIOYOBHUX CJIIB, MTOB’SI3aHUX 3 JKAHPOM IPOEKTY, HA CaMTi
Ta IrPOBOMY KOHTEHTI;

b) onTuMmizailis 3arojioBKIiB Ta OMKCIB JUIsl MPUBEPTAHHS YBaru reimepis, sKi
IIYKalOTh HOBI ITPH.

2) SMM:

a) IPUCYTHICTb Ta AaKTUBHUH PO3BUTOK comianbHuXx Mepex (Facebook,
YouTube, TikTok To1o);

b) po3millieHHsT ITPOBOTO KOHTEHTY Ta OHOBJICHb Ha BJIACHOMY CaidTi,
CTBOPEHHSI PEKJIAMHHUX POJIMKIB, MPOBECHHS TPAHCIISILIN redMILIeto;

C) aKTUBHA B3a€MOJIs 31 CHUJIBHOTOIO, PEryJIsipHE MPOBEIEHHS CIELIATBHUX

TOIH JJIsI MATPUMAaHHS 3aI[IKaBJICHOCTI T'PaBIIIB.

1.6 BucHoBkH 10 po3ainy 1

B umpomy pozmini Oymo mpoBeneHO aHami3 SK  (QYHKI[IOHATbHUX, TaK 1
IU3aiHEPCHKUX BUMOT JI0 IIPOEKTY.

[Ipu posrasal cneuudikd po3poOKH IrpOBOr0 MPOEKTY BCTAHOBJIEHO OCHOBHI
eTany pPO3pOoOKM  0araTOKOPUCTYBAIBHHUIIBKOTO IIyTEpa BiJl TPEThOi  0OCOOH:

reiMIn3aiiy, peaisalis, 1M3aiH 1 CayHITpeEK.
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[IpoBeneno SWOT-anani3z 1 po3risHYTO TMepeBard Ta HEAOTIKH MOMYJISPHUX
npencTaBHUKIB oOpaHoro skaHpy: Fortnite, Gears 5, Mass Effect 3, PUBG ta Tom
Clancy’s The Division 2. Amnami3 HasgBHUX aHAJIOTIB JO3BOJMB BCTAaHOBHUTH, IO
CTBOPEHHSI MYJIbTUILJICEPHOTO ITPOBOTO MPOEKTY B KaHPI IIyTEpa Bij TPEThOi 0COOU €
JOLIIBHUM Ta 3aTpeOyBaHUM.

BusnaueHo Ta po3poOiieHO Taki (YHKIIOHAIbHI BUMOTH JIO0 IPOEKTY:
nepeirpoBa B3aeMo/liss — BUOIp Mpodisis, CTBOPEHHS CeCiii Ta NMpUEAHAHHS O BXKE
CTBOPEHMX, HAJAIITyBaHHSA TIpPU Ta CECl, CIUIKYBaHHS 3 IHIIMMU TIpPaBLSIMU Ta
KacToMi3allisi TEPCOHaXka; IrpoBa B3aEMOJIS — TEPEMINICHHS TEepCcoHa)Xa, araka
(cTpinbba, rpaHaTH Ta ONMOKHIN O1if), miA01p MpeAMETIB, 3MiHA 30pOi.

[1ig yac BuOGOpy 3ac001B pO3pOOKH MPOAHATIZ0BAHO TPH HAUMOMIUPEHIIINUX PYIIIis
JUIsL peanizallii mogiOHOTO MPOEKTY, PO3TIIIHYTO Ta MOPIBHSHO MEPEBard Ta HEIOIIKH
pyuiiB, oo6pano Unreal Engine sik OCHOBHHII IHCTPYMEHT JJIs peaii3allii MpoeKTY.

CTBOpPEHO MAapKETUHIOBY CTpPAaTEeril0 PO3BUTKY Ta IOMIMPEHHS NPOEKTY, SKa
CKJIaJIa€ThCS 3. KApTH KIIEHTA, PE3yJIbTAaTiB aHaji3y PHUHKY, CTpaTerii omTumizailii

NOLIYKY Ta MOIUMPEHHS B COLIIAJIBHUX MepexKax.



18
2 MTIPOEKTYBAHHA ITPOT'PAMHOI'O TIPOAYKTY

2.1 ApxiTeKTypa NpOEKTY

B tabi. 2.1 BU3HaU€HO OCHOBHI CKJIaJ0B1 IFPOBOTO IIPOEKTY.

Tabnuys 2.1. OcHoBHI cK1a008i po3pood.lo8aH020 NPOEKMY

Tepmin Omnuc
T oloBie CueHa, $iKa CTBOPIOETHCS TepIIoto - oapasy MiCsT  3amycKy MPOEKTY;  MEHIO
MeHIO BUKOPHCTOBYEThCA JUISl HABIrallii Ta BHKOPHCTAHHS JIESKHX GYHKIIH TIPOEKTY:
HAJTAIITYBaHHs TPH, 3aIyCK cecii abo BUXiJ 3 TpU
Metito Cuena, JOCTyI 0 SIKOi 3[IACHIOETHCS 3 TOJOBHOTO MEHIO abo0 mij 4yac rpu uepes
HATAIITYBaHb MEHIO May3H; MEHIO BHKOPHCTOBYETHCA JUIi BCTAHOBJICHHS HANALITYBAHb IPU:
SKICTh Tpadiku, TIHEH, pIBEHB 3BYKY, PO3IIMPEHHS CKPaHy TOIIO
Metito Cuena, noctyn 10 H'KUO'I' 3MIIACHIOETHCS 3 TOJIOBHOTO MEHIO; MEHIO BUKOPUCTOBYETHCS
MyIbTHIICEDa JUIA CTBOPEHHS CeCiii Ta MPUETHAHHS TO BXKE CTBOPEHHX, a TAKOK BHOOpY THITY
I IKJIFOYCHHS (JIOKaJbHA M ri100aJbHa MEepexKa)
TTo6i Cuena, sxka cnizxye 33 MEHIO i BUKOPHCTOBYETBCS LISl HaJ'IaHITYB.?HHH cecii,
MIpHUEIHAHHS TPABIliB, CIUIKYBaHHS MIXK TPaBIIMU B YaTi Ta 3aMyCKy cecii
Expan JlomoMi>kHa CIIeHa, KA 3’ BISAE€ThCS MK OCHOBHUMH Ha 4ac 3aBaHTKCHHS PIBHS
3aBaHTAKEHHS
IrpoBuii Cuena, Ha sKiii BiIOyBa€ThCs OCHOBHUM ITPOBHH MPOIIEC; KOKEH ITPOBUI PIBEHBb
piBEHb Ma€ MaTH YHIKQJIbHUHN TnW3aiiH
Tepconas IrpoBa monenb, sika KepyeThest 6e3nocepegHLo TPaBLEM 3 [ECBHAMH 0COOJIMBOCTSIMU
Ta XapaKTePUCTHKAMH, K1 BIUIMBAIOTh HA ITPOBUH TPOIIEC
Bor IrpoBa MOJIENb 3 TIEBHIMH 0COOJIMBOCTSIMHU Ta XapaKTepUCTUKAMH, AKa KepyeThes
IITYYHAM IHTEJICKTOM. BOTH BUKOPHUCTOBYIOThCSI HAWYACTIIIE B IKOCTI IPOTHBHHUKIB
36pos OcHoBHUiIA iHCprMeHT TPOTHCTOSHHS BOPOTaM; KOKEH MEPCOHAK Mae nedonTHy
30poro Ta MOKe IiAOKMpaTH HOBY MiJ Yac Ipu

['onoBHE MEHIO MICTUTh TaKi €JIE€MEHTH: KHOMKA JJisl MOYaTKy OJMHOYHOI cecii,
KHOIIKA JUIS TEpEeXOoAy B MEHI0O MYJbTUIUIEEPA, KHOIKAa IEPEXONy [0 MEHIO
HaJIAlITYBaHb 'PU, KHONKA BUXOMY 3 I'PH, a TAKOXK MEHIO BHOOpPY npoduis (ycTajueHo
IPUXOBaHE) 1 KHOMKY i1 Horo BigoOpakeHHS. MeHIO HajamTyBaHb MICTUTh BiCiM
claiepiB JUisi BCTAHOBIIGHHS HEOOXIHOTO PIBHS SIKOCTI TpadivyHUX MOKA3HUKIB TPH,
OJIMH BUMAJAI0YHMI CHHUCOK JJi1 BUOOPY 3HAUYEHHS PO3LIMPEHHS €KpaHy, TPU KHOIKHU
JUIsl BUOOpY pEeXHUMY BIIOOpaKeHHS I'pH (BIKOHHUM, MOBHOEKPAHHUW BIKOHHUW YU
IOBHOEKPAHHUI) 1 KHONIKY JJIsl TIOBEPHEHHS B I'OJIOBHE MEHIO. MEHI0 MyJIbTUILIEEpa

MICTUTh KHOIIKM JUIsl CTBOPEHHS Ta MOIIYKY CECii, CIIUCOK 3HAlIEHHUX ceciil (yCTaleHO

MPUXOBAHE; BiJIOOPAXKAETHCS MICISI HATUCKAHHS KHOMKU TONIYKY), KHOIKY ISl 3MIHU
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THUITY TIKIIOYCHHS (JIOKAJIbHHI/TI00abHUI), a TAKOXK KHOIKY TTOBEPHEHHS B TOJIOBHE
MEHIO.

IrpoBe 1001 MICTUTh TaKl €IEMEHTH:

— KHOIKY JUIsl Iepexo/y B MEHIO KacToMi3allii mepcoHaxa, sike, B CBOIO uepry,
MICTUTh KHOTIKM BUOOPY ISl BCIX YOTUPHOX MEPCOHAXKIB Ta CKIHIB IS HUX, PAMKY 3
BiTOOpaKeHHSIM XapaKTEPUCTHUK MEPCOHAXKA, KHOTIKY I TIOBEPHEHHS B J100i;

— paMKy 3 KHOIIKaMH BHOOpY irpoOBOT0O PiBHS Ta IHTPO Mary;

— KHOIIKHU CTapTy TP Ta IOBEPHEHHS B MEHIO;

—  KHOIIKH JJIs1 BUOOPY PEXUMY T'pH;

— KHOTKa Ui MepexoAy J0 MEHIO HalallTyBaHb PEXHMY, SKE, B CBOIO Uepry,
MICTUTh 4-5 BUIAJIHI CIIUCKH (3AJIEKHO BiJl PEKUMY TpU) JJISI OCHOBHUX HAJIAIITyBaHb
pEeXKUMY Ta KHOIIKY IMOBEPHEHHS B J1001;

— u4ek-O0kc (mpamopeilb) JJisi BCTAHOBJICHHS BHKOPHUCTaHHS O€3IIOBHOIO
nepexony;

— pamKka 3 BiJOOpaXKeHHSIM CTaTUCTUKHU TPABIIS;

—  yar;

— pamMKa 3 IMEHaMU IIPUETHAHUX T'PaBIIIB.

2.2 MoaenoBaHHs NPOrPaMHOI CHCTEMH

VY po6oTi 3MO/IeTbOBAHO BapiaHTH B3a€MO/III CKIIAOBUX MPOEKTY MK cO0O00, a
TAaKOX MK MPOEKTOM Ta rpaBueM. Ha puc. 2.1 HaBegeHo aiarpaMmy HOpeLieHICHTIB, sKa
OMHCY€ MOBHUH 3aIJIaHOBAHUN (DYHKITIOHAJ, TOCTYTHUHN TPABIISIM.

Ha puc. 2.2 momaHo iepapxii0 CKJIQJOBUX YaCTUH IPOEKTY, sIKa BiToOpakae
3B’SI3KM MK HUMH, TOOTO TOKa3ye, 3 SKOi YaCTHHH IMPOEKTY B SKY TPaBelb MOXKE
MOTPAIUTH.

['onoBHE MEHIO € TEepIIOI0 CIEHOI0, JOCTYITHOIO TpaBIeBi. 3 TOJOBHOTO MEHIO
rpaBelb MOXE MEPEUTH B 71001 OAMHOYHOI Cecii JJisi MOYaTKy OJAMHOYHOI TPU, MEHIO
MYJIBTUILICEPA JUISl TIOYATKy MYJIbTHIUIEEPHOI cecii abo MpUEAHAHHS 10 HEl Ta MEHIO

HaJIallTyYBaHb I'pH.
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Pucynox 2.1 — Hiaepama eapianmie eukopucmanus yHKYioHany epu

No6i oanHOYHOT cecii€ FonosHe MeHo 4

MeHo MynbTunneepa
€HIO HanawTyBaHb
N

J106i MynbTUNNEEpHOI cecil

IrpoBuUn piBeHb PMeHo naysu

Pucynok 2.2 — Iepapxis cknaoosux npoekmy

3 MEHIO MyJbTHIUIEEpA TpPaBellb MOXKE IMOBEPHYTHUCh B TOJIOBHE MEHIO a0o0
nepeiTu B 1001 cecii. 3 71001 OJMHOYHOI Ta MYJBTUILUICEPHOI CECii IpaBellb MOXKE
MOBEPHYTHUCHh B TOJOBHE MEHIO Ta MEHIO MYJbTUILICEPA BIAMOBIAHO, ab0 pO3MOYaTH

Ipy, MEpPEHIIOBIIM Ha ITPOBUM PiBEHb. 3 ITPOBOTO PIBHS IpaBellb MOKE MOTPANUTU B
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MEHIO Tay3H, 3 SIKOr0, B CBOIO YEepry, MOXKe MOTPANUTH B MEHIO HAJIAITYBaHb TPU ab0
TOJIOBHE MEHIO.

Ha puc. 2.3 300paxkeHo giarpaMy akTUBHOCTEH ISl TIPOIIECY MOCTPLTY.

®
!

[HGTMCKQ.HHﬂ KHOnKﬂ

J ]

OB0oMa He NOPOXHSA ,
Hi ] HaTuCKaHHA KHOMKK nepesapﬂm«aﬂnfj
Tak ~
€ NATPOHYM B IHBEHTAapI Tax
S I'Iepeaapﬂp,»(aﬁnﬂj
[3anycx TpacyBaH Hﬂ]
Hi

BnyyeHHs
n Hi

Tax

Xueuin Hi
00'exT

Tak J/
[Haﬂecem-m wKoau ’ : Kiveus Tpacyaannfj

Pucynox 2.3 — liaepama akmusrnocmetl 0151 npoyecy nocmpiny

[Ipomec mounHA€ETHCS 3 HATUCKAHHS KHOIIKHM TPABIIEM, TTICJISI YOTO TIEPEBIPSIETHCS,
9M € MaTpoHH B 000WMi 30poi. SKIo maTpoHiB HEMa, TpaBellb MOBUHEH HATHUCHYTH
KHOIIKY Tepe3apsiKaHHs, MICAs 4oro 30posi mepe3apsKaeTbCsi 1 HEOOX1HO 3HOBY
HATUCHYTH KHOTIKY CTpLIhOM (y pa3si BiJICyTHOCTI MATPOHIB B IHBEHTApP1 IPaBIls MPOIEC
3aKiHUYETHCS, TaK SK TpaBellb HE 3MOXe CTpuraTh). SKmo oOoiima HE MOPOXKHS,

3aMyCKa€ThCSl TPAaCyBaHHS — BIJICIIAKOBYBAHHSA MapLIPYyTy MOJBOTY CHapsmy. SIKIo
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CHaps/Jl BIIy4a€ B )KUBUN 00’ €KT, HOMY HaHOCHUTbHCS ILIKOJa Ta 3aKIHUY€ETbCSA TPACyBaHHS
(B 1HIIMX BUIAJIKAaX BiIpa3y 3aKiHUY€TbCS TPACyBaHH).

Ha puc. 2.4 300paxkeHo aiarpaMmy akTHBHOCTEH (yHKI[IOHYBaHHS OOTIB.

Pyx go rpasus

[JocardyTo

avncTaHull

ANSA aTaku
Ataka

|
1
| Mpasus
( BBUTO

o ]

Pucynox 2.4 — Activity diacpama ynxyionysanms 6oma

[Tporec moynmHaEeThCS 3 TEPEBIPKU CTAaTycy 00Ta Ta HasIBHOCTI I'paBliB Ha PiBHI.
Sxmo 60T 3arnHyB a00 Ha PIBHI HE 3aJUIIIOCH TPABIB — MPOIEC 3aKiHIyeThCA. B
IHIIIOMY BUIIAQJIKy TOYMHAETHCA TMONIYK I, B SKOi HE JOCATHYTO JIMITY aTaKylHOUHuX
00TiB. SIKIIO 11T 3HAWHJEHO — OOT PYyXa€ThCsA 0 HEI, JOKHM HE JIOCATHE HEOOXI1THOI
JUCTAHIIT JIJIs TPOBEICHHS aTaku. boT arakyBaTUMe TpaBIls, TOKW BiH HE 3arWHE, MiCIs
4YOro OMMCAHWM LMK MOYHETHCS 3aHOBO. L[MKI momryky Hijii mpoAoBKYBaTHUMETHCS

NoKH OOT KUBUI a00 Ha PIBHI € IrpaBlii.
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2.3 BUCHOBKH 10 po3aiiay 2

B nanomy posauni OyJi0 CHPOEKTOBAHO MPOTpPaMHUNA 3aCTOCYHOK. BuszHaueHo
apXITEKTypy MPOEKTY, sIKa CKIAJAETHCS 3 TAKUX €JIEMEHTIB:

— TOJIOBHE MEHIO;

— MEHIO HAJIAINTYBaHb TPU;

— MEHIO MYJIbTHUILICEPA;

— 11001 (K 711 OAMHOYHOT, TaK 1 JJ1s1 MyJIbTUIUICEPHOI cecii);

— €KpaH 3aBaHTaXEHHS — B1100paKaeThCs MK J1001 Ta IrPOBUM PIBHEM;

— IrpoBHil piBEHb.

Jlesiki eleMeHTH apXITeKTypu MarTh JIOJATKOBI €JIeMEHTH I peai3alii
nonaTkoBuX (pyHKIIiH a0 3a0e3medeH s 3pYYHOCTI TOCTYIY O OCHOBHUX.

3MO/Ie/IbOBAHO MPOTPAMHY CHUCTEMY TMPOEKTY: PO3MVISIHYTO OCHOBHHM Ta
JOJAATKOBUM  (PYHKIIIOHAJI, JOCTYMHUN TPaBIsIM, CKJIQJCHO 1€papXilo CKJIaJ0BHUX
MPOEKTY Ta METOAM JIOCTYIy IpaBLs J0 HUX. PO3MISIHYTO MOBEIHKY JEIKUX OCHOBHHUX

(GYHKITIH TPOEKTY.
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3 PEAJIIBALIA TPOEKTY

3.1 Peanizauist 0a30B0ro (pyHKIioHaIy

Jlna movatky peanizanii mpoekTy Oyio cTBopeHo mabioH mpoekTy Blank tumy
Blueprint. Ilicmss CcTBOpeHHST TPOEKTY CTBOPEHO CTApTOBY Mamy, Ha SKIH
B1JI0yBaTUMETHCS Ipa.

B cTBOproBaHiii rpi BAKOPUCTOBYBANUCS JesiK1 pecypcH 3 Tpu Lira — craproBa rpa
Unreal Engine 5, sixa noctynna 6e3komtoBHO 3 Epic Games Launcher.

[Ticns mirpanii HeoOX1IHUX pecypciB 0yiio AogaHo Bxoau (Inputs) mist Toro, mo6
py HATHCKaHHI MeBHOI KiaBimi BimOyBamach meBHa fisi (Project Settings — Input).
Honano taki Axis Mappings: Move Forward (pyx Bnepen — Hazaj, kiuasimii W ta S),
Move Right (pyx BmpaBo — BiiBo, knagimii A ta D), Turn (moBopoT BpaBo — BIiBO 3a
nornoMoro pyxy wmuii) ta LookUp (moBopoT BBEpX — BHHU3 3a JOMOMOIOIO PyXY
MHUIII1).

st cTBopeHHsT mepcoHaka Oyno ctBopeHo 00’ekT kiacy Character. Janwmii
00’exT ckiagaeTbcss 3 Takux KommoHeHTiB: Capsule Component (kancyiabHUN
KOMIIOHEHT KoJizii), Arrow Component (CcTpiika, sika BKa3ye HAIMpPSIMOK IOBOPOTY
00’exta) Ta Mesh (mem 06’ekta). CrioyaTKy 10Ja€ThCA MeIll, HATUCHYBIK Ha Mesh Ta
oOpaBIIM TOTPIOHUNH HAM KOMIIOHEHT B HAJIAIITYBaHHSAX O00’€KTa, MICIS YOro
PO3BEPTAETHCSI B HANMPSAMKY CTPUIKM Ta OIMYCKAEThCS B Karcyiy. Takoxk B MpaBOMY
BEPXHHOMY KYTI NEpEeHa3HaYeHO OaThbKIBCHKHUM KJjac Ha CTBOPEHHM BJIACHOPYYHO KJac
C++ (nicTuHr nogaHo B A0JaTKy b).

B rpadi momiit 6yno ctBopeHo rpadu momid mns pyxy ta obepranHs. ['padwu
CKJIQJaloThCcs 3 BY3JiB, SKI MawTh NeBHMM (QyHKUIioHan. J[lomaBaHHS By3IiB
BiIOYBAETHCS 3a JOMOMOTOIO0 KIIIKY MPaBOI0 KHOIKOK MHII B cepeioBwHi rpady Ta
obupaHHs OTpiOHOTO By3na. Tox:

— nna noaid Move Forward Ta Move Right nogano Byzon Add Movement Input
(omae BBeIECHHS PyXy B3J0BXK 33J]aHOTO BEKTOpa y CBITOBOMY MPOCTOpi), y BXix Scale
Value sikoro mnepenaerbcs 3HaueHHs Axis Value mnomii. s HampaBieHHS pyxy

notpiOHO mepeaaru Bektop — miua noali Move Forward mepenaetbcsi BekTOp 3a
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nomomororo By3na Get Actor Forward Vector (moBepTae BeKTOp akTopa, HampaBleHUN
npsiMo), a st Move Right — 3a gonmomororo Get Actor Right Vector (moBeprae BekTop
aKTOpa, HallpaBJIECHUH BIIPaBO);

— s moxait Turn ta LookUp min’eqnyrotees By3nu Add Controller Yaw Input
ta Add Controller Pitch Input BignmoBinHo, y BXia Val By3miB mepeaaroThCsi 3HAYSHHS
Axis Value BiImoBiTHAX TOTIH.

CtBopeHi rpadu nepeMiiieHHs moaaHo Ha puc. 3.1.

Movement.

Pucynox 3.1 — Ilepemiwennsn nepconasxca

Jlns mepcoHaka HE0OX1THO JIOJaTH KaMepy IS BiJCTIAKOBYBAHHS MEPEMIIIEHHS
Ta 1HIUX NoAid. I poro Oyno 104aHO KOMIIOHEHT SpringArm, MiCis 40To J0AaHO
came Kamepy.

[Ticns Ga3oBoro HajamTyBaHHA OyJIO CTBOpPEHO aHiMalio pyxy. s 1mworo
CTBOPEHO IMpocTip s poOoTu 3 animarisMu (Animation — Blend Space). Cer
aHIMalllii CTBOPIOETHCS TNUIIXOM KOMOIHYBaHHsS PI3HUX aHIMAaIliil 3 pI3HUMHU

mBUAKOCTsIMU TiporpaBanHs. CtBopenuit Blend Space nogano na puc. 3.2.
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Pucynoxk 3.2 — Blend Space animayii pyxy

Jlnsg mporpaBaHHs aHIMaIiid Mg 4yac rpu HeoOXigHO cTBOopuTH Blueprint mis
aniMarii (Animation — Animation Blueprint). B cepenoBuie mnepersryerbcs 3
Opay3epa koHTeHTY cTBopeHuii Blend Space. Bin mae nBa Bxonu — Direction (Hampsim)
Ta Speed (IIBUIKICTD), SIKI MEPETBOPIOIOTHCS HA 3MiHHI. B rpadi moxiit nogaHo momito
Blueprint BeginPlay (akTuByeTbcs, KoM MO4YMHae mpaioBatu ganuii Blueprint). Bin
By3na Try Get Pawn Owner B3sTo kacT [3] Ha Blueprint mepconaxa Ta momimieHo Horo
Buxii As BP Manny B 3minny Character. Jlns monii Blueprint Update Animation
(OHOBJIEHHSI aHIMallil) CTBOPEHO TaKy JIOTIKy: 3a jgomomoror By3na Is Valid
nepeBipseThes, un JgocTynHa 3miHHa Character, SIKIO Tak — BCTAaHOBIIOIOTHCS HOBI
3HadyeHHs 3MmiHHUX Speed (31 3minHOi Character mpoBeneno By3nu Get Velocity —
Vector Length 1 mpucBoeno pesynprar) Ta Direction (3a gomomoroto Bysna Get Base
Aim Rotation oTpumano 6a30Buii MOBOPOT TMEepcoHaxka, mepenano ioro B Calculate

Direction 1 npucBoeHo pe3yibTar). CTBopeHuii rpad nomano Ha puc. 3.3.
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Pucynox 3.3 — I'pagh nooiui animayii pyxy

[ToBepuyBmmch 1o Blueprint mepconaka, B HalamTyBaHHAX MeIIa OOMPAETHCS
kiac aHiMmarlii (ommiss Anim Class), skui moiHO cTBopwin. Ile HeoOXimHO aJis
HiAKTIOYEHHS CTBOPEHUX aHIMAIlii 10 TepCoHaXka.

Jlis cnaBHa TepcoHaka Ta ToyaTtky rpu Tpeba crBoputd GameMode —
KOMITOHEHT, SKUW MICTUTh OCHOBHI TIpaBWia irpoBoro mpomecy [4]. B iioro
HaJAIITYyBaHHAX MOKHA Ha3HAYUTH KJIACH ITpoBUX 00’ €kTiB ycraneHo. B Default Pawn
Class Ha3HaueHO CTBOpPEHOro mepcoHaxa, Takox ouunieH Default HUD, natucHyBim
kHonky Clear. [lami B HanamTyBaHHSIX MNPOEKTY — MeHI0O Maps&Mods — ommis
Default GameMode o6epemo MyGameMode. Temep mpu 3amycky Trpud Ha CIEHI
3’ SIBISITUMETHCS TIEPCOHAXK, IKMM MM MOYKEMO KepyBaTH.

Hami Oyno ctBopeHO MexaHiky mpuiimoBaHHs. B Project Settings — Input,
CTBOpeHO HOBHUHM Action Mapping Ta Ha3Haye€HO Ha HBOTO MpPaBy KHOIKY Muiii. B
Blueprint nepconaxa ctBopeno HoBy 3MiHHY ISADS tumy Boolean — BukopuctoByoun
i1 BIZICJIITKOBYBaTUMETHCS, UM MPUIILTIOETHCS TPaBEIlb.

B Blueprint animanii ctBopeHo Taky * 3MiHHY. B rpadi moaiii B3ATO 3MIiHHY
IsADS 3 Character ta mepenano B Set ISADS. B rpadi animartiii Big’eTHaHO CTBOPEHY
animartito Big Output Pose Ta 30epekeHO y BUIIISAI HOBOI MO3HM 3a JOMOMOIorw New
Save cached pose. Jlo rpady nomano cer aHimaliil OPUIUTIOBaHHS 3 TICTOJETA,

3HadyeHHs Pitch 3ammcaHo B 3MiHHY Ta J0JaHO 0a30BY I0O3y. 3a JOMOMOTOIO BYy3ia
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Layered blend per bone cTBOpeHO 3MilTyBaHHS JaHOI aHIMAIli 3 aHIMAIUEID PyXy
(orpumano 3a nonomoror Use cached pose “Locomotion”). [ani 3a nonomororo Blend
Poses by bool Bu3Hawaerhcs, un moTpiOHO 3MmimryBatm aHimarii. B Active Value
(kpuTepiii BU3HaUYeHHs) Ha3HaueHo 3MiHHY [SADS, True Pose — 3minryBanHs aHiMailii,
False Pose — 3Buuaitna animartist pyxy. Jlana norika npueanana g0 Output Pose. [lani B
HaJalmTyBaHHAX 3MimyBaHHa B Layer Setup — Index — Branch Filters nomano tpu
KOMIIOHEHTa — KICTKHM CKeJieTa, B SKHUX OyAyTh 3MillyBaTuch aHiMaii. HeoOxigHO
BKa3aTH Ha3BU KICTOK Ta rnOuny 3MinryBaHHs: spine_01 —4, thigh 1—-1 ta thigh r—-1.
HeoOxinmHo akTUBYyBaTH pEIUIIKAINIO JUIsl MEepeaBaHHS 3MIH OJHOTO TpaBls B
KJI€eHT 1HMX. [ uporo B rpadi noaiit Blueprint nepconaxa B HaJlalITyBaHHSAX By3Jia
Set IsADS 3wmineno 3nauenns omii Replication na Replicated. Tenep 3MiHu KIi€HTIB
nepenaBaTUMYThCS cepBepy. AJie 3MiHM Ha cepBepi HE TMepenaroThes B KiieHT. [[ms
uporo Oyno noxano Switch Has Authority nepen Set 3minHoi. JlaHuil By3071 nepeBipsie,
yu € JaHui TpaBenb cepBepoM. Skmio Tak (Authority), 3miHoerbes ISADS. Jlns
KJIIEHTIB CTBOPEHO KACTOMHY MOJ1t0, sika 3MiHIoe ISADS Ha cepBepi. Bcranoieno
3HadeHHs Replicated ra Run On Server (3amyck Ha cepBepi). 3MiHeHH rpad MogaHo Ha

puc. 3.4.

& Set Spring Arm Length
M Switch Has Authority /_

» »P — D Authority [ === ETSEVer ISADS
© InputAction ADS /

Target | self Remote [P
Pressed [ \
»

Is ADS
Released [P

Target | self
Key

& Set Spring Arm Length Is ADS

—
M Switch Has Authority

» » — B Authority [

Target | self Remote [P

Is ADS 2) Server Is ADS

Target | self

Is ADS

Pucynox 3.4 — Pennixayia npuyinto8auHs
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Hami 6yno peanizoBaHo 30por0, MeIIi s K01 TakoXk B34TO 3 Lira. [lyis modatky
B35ITO MICTOJIET, TBUHTIBKY Ta APOOOBUK.

B Blueprint mepconaxa 10 HasSBHOTO MeIla AOJAHO HOBHM Mem — 30pos.
HanamroBano memn mictosiera — B MeHI0 Sockets — Parent Socket o6pano weapon r —
HICTOJIET MPUKPITUIIOETHCS 10 MpaBoi pyKW nepcoHaxa. Jlami mogaHo HoBuiM Action
Mapping Ta Ha3HauYEHO Ha JIIBY KHONIKY MuIi. JlaHa Mo/Iis BUKIUKAEThCS B Tpadi moii
nepcoHaxa Ta i’ eJHy€eThCs 10 By3ia Spawn Emitter Attached, sikuit cTBoproe 00’ €T
CUCTEMH YAaCTMHOK y BKa3aHOMY CEIMEHTI Memia mij yac noctpiny. Hactynuuii By3ou —

Play 2D Sound, sikuii mporpae 3ByK Imija gac nmoctpinay (puc. 3.5).

Pucynok 3.5 — [locmpin 3 nicmonema

Jamni 6yno ctBopeHo Gamelnstance — MeHe Kep BUCOKOTO PIBHS JIJIsl €K3EMILISIpa
3amynieHo1 Ipy, SIKUi MU BUKOPUCTAEMO TS 30epiraHHs JaHUX TpaBIs [5].

Jlnis moyaTky pealizaiii ToJoBHOTO MeHi0 cTBopeHo GameModeBase aiist MeHro,
a takox Character ta Controller. B crBopenomy GameMode iHmii cTBOpeHi Kiacu
HA3HAYEHO KJlacaMU yCTaJIeHO. TakoX CTBOPEHO JBa HOBUX PIBHS: IOPOXKHIN JJIST MEHIO
ta Basic mnsa n061, ana o6ox B World Settings — GameMode Ha3HaueHO CTBOpEHUIA

kiac. Jlam HeoOXiaHO CTBOPUTH BIIKET MEHIO — Horo cTtBopeHo B User Widget (puc.

3.6).
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Pucynok 3.6 — Cmeopenutl 6ioscem meHo

B Gamelnstance ctBOopeHo HoBy ¢yHkuito Ul ShowMainMenu ans
BiJIoOpakeHHsT MeHI0. 3a gomoMororo [s Valid mepeBipsieTbesi, uu ICHY€E BIDKET MEHIO.
SKI1110 Tak — BiH JJOAAETHCS HA €KpaH, SKIIO Hi — CTBOPIOETHCS, 3aIIUCYETHCSA B 3MIHHY Ta
nonaetbest Ha expad. Jami BcranoBmroeTsest Set Input Ul Only ana doxycyBanns Ha
iHTepdeiici Ta BiIOOpaKaETHCA KYpCOP MHUIIII.

B Blueprint piBHS MeHIO CTBOpeHO KacT Ha crtBopeHuid Gamelnstance Ta
BUKJIMKAETHCS IMOMHO CTBOpeHa (GyHKIS BigoOpaxeHHs MeHio. JlaHy Joriky
npueaHano g0 BeginPlay. Mento 3’sBIs€ThCsl HA €KpaHi.

B Gamelnstance ctBopeHo HOBY kacToMHy mofito Start SingleGame Ta HOBY
3minnHy IsSingle Tumy Boolean. Iloais BctanoBUTH 3MiHHINM 3Ha4eHHS True Ta BiIKpue
piBerb Map 1.

B rpadi mogiit Bimkera menro Bukiukaotbes moaii OnClicked xnomok Single
Player ta Quit. Cnouatky Ha Event Construct Oeperbcsi kact Ha Gamelnstance Ta
3aMUCY€ThCA B 3MIHHY, MICJS YOTO HAa HaTHUCKaHHA KHONKH Single Player BukinkaeTscs
¢bynkuis Start Single Game 3 Gamelnstance. Ha wnatuckanns xHomku Quit
BUKJIMKAEThCs By30s Quit Game, sikuii 3aBepuiye rpy. [lepeiimobmu Ha Map 1 ta B
World Settings nazmaueno MyGameMode sk GameMode ycraneno. Jlam Oyno

CTBOPEHO HOBUM KOHTpOJIEp rpaBlis Ta migkitoueHo 10 GameMode.
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VY cTBOpEHOMY KOHTpPOJIEP] MpH 3aIyCKy MEPEBIPSIETHCS, UM € AAHUN KOHTPOJEP
JOKaNhbHUM. SIKIIO TakK, BCTAHOBIIOETHCS PEKHM BBEICHHS TUIBKA JJIsI TPU Ta
MPUXOBYETHCS KypCOp MUIIII.

Jlns peanizariii Joriky 30epiraHHs JaHUX rpaBliisi 0yJI0 CTBOPEHO HOBY CTPYKTYPY
3 Ha3Bow PlayerInfo. B ctpykrypi nogano HoBy 3MinHy PlayerName tuny Text, micins
yoro cTtBOpeHo 00’ekT SaveGame 3 Ha3Bow SG_PlayerInfo. B Hpomy cTBOpeHO HOBY
3MIHHY 3 IMEHEM Ta THUIIOM CTBOPEHOI CTPYKTYPH.

30epiranns rpu BigOyBaeThcsi B Gamelnstance. B HbOoMy cTBOpeHO (yHKIIiO
Checked for Saved Info, sixa cmoyaTKy 3aBaHTa)xye JaHi 31 CIOTY 3a JOIMIOMOTO0 By3Jia
Load Game from Slot, Bxix Slot Game sikoro nomiieHo B 3MiHHY PlayerSlot. CtBopeHo
HoBY ¢yHkiito LoadPlayerInfo, sika 3aBanTaxkye mani 31 cioTa Ta 3a TOIOMOTOIO KacTa
Ha SaveGame otpumye PlayerInfo Ta 3anucye ii B 3MiHHY.

byno crtBopeno mie onny ¢Qyskumiro — Save Info, sika 30epirae pgaHi B

SG_PlayerInfo, sikuit motiM 3amucye B ciot 36epiranus (puc. 3.7).

o —— — ———
SG Player Info All Player Profiles

B Y . E——— Player Info — —
| | 2 Is Valid f Save Game to Slot f Set Array Elem

SET

P - P Exec 1s Valid [ _<._. p—_—p » —

Input Object Is Not Valid |p > Player Info Save Game Object Return Value Target Array

/ Target Slot Name @ Index
—_—

SG Player Info

f Create Save Game Object

SET
< » > —>»

Save Game Class Return Value SG Player Info

Item
Size to Fit
Player Slot
Active Profile Index @

Player Info

Pucynok 3.7 — @yuxyisa Save Info

VY ¢ynukumii Checked for Saved Info 3a momomoroto Branch mepeBipsieThes, un
3aBaHTAKWINCH JaHl 31 ciory. Skmo Tak, BUKIWKaeTbess PyHkiis Load Player Info,

skmio Hi — Save Info (puc. 3.8).



Pucynox 3.8 — @ynkyia Checked for Saved Info

Jlami y BipKeT MeHIo OyJio 1ofaHo psiaok BBeAeHHs imeH1 rpaBus (Editable Text).
B Gamelnstance ctBopenoo xkactomuy noaito Change Player Name, sika oHOBIIOE 1M1
rpaBIlsi, sike OyJe BBEICHO B PAIOK B MeHI0. TakoXX 3MiHEHO (YHKIIIIO
Ul ShowMainMenu nuisixoMm J107aBaHHs B1I0OpaXeHHs IOTOYHOTO 1IMEHI MEPCOHAXKA.

VY rpadi noniii Bukimkaetbesi mogis On Text Commited cTBopeHOTO pska

BBeJICHHS, sika BUKInKae mojiro Change Player Name 3 Gamelnstance.

3.2 CTBOpeHHS MEHI0 HAJIAIITYBAHb I'PH

JIyisi movaTKy CTBOpPEHHS MEHIO HaJallTyBaHb OyJo CTBOpeHo BimxkeT Option,
SIKUH BUKOPHUCTOBYETBCS JIJII CTBOPEHHS HAJAINTyBaHb. BiKET CKIIamaeThCs 3 TEKCTY
Ta claijepa, po3TallOBaHUX B TOPU30HTAIbHIN KOPOOII.

VY rpadi noaiit Ha Event Construct 3MIHIOETbCSI TEKCT TEKCTOBOTO TOJIs, B HHOT'O
nepeaaeThes Hoa 3MiHHa Option Name. Jlani cTBOpeHO AucneTyep moAii 3 Ha3Bow On
Value Changed. /lucnieruepu moziit m103BosAr0Th Blueprint-kiiacy moBiioMisiTH piBEeHb
npo cBi craH [6]. Bukinukaerbcs momis cnaiinepa On Value Changed, sxa
3alyCKa€eThCs, KOJM 3MIHIOETbCS 3HAYEHHS craiizepa. 3a JOMOMOror Sequence

po3raiaykeHo rpad: mepiie po3ralyKeHHsI — 3HAUCHHS, SIKE Mepeiae MmoIisl, 3aIucaHo B
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3MIHHY; JIpyTe pO3Tady>KEHHs — MEePEBIPAETHCA, YU JOPIBHIOE CTape 3HAYEHHS HOBOMY.
SKI1110 HI — BUKJIMKAETHCS AUCTIETYEP MO1M.

Takox ctBopeHo BimkeT Optionl, sKuii 3aMicTh cilaiiiepa MICTUTh BUIAAI0UNN
crucok. CTBOpeHU BIPKET BUKOPUCTOBYETHCS JJI BUOOpY PO3IIMPEHHS eKpaHy. B
rpadi 3amictb On Value Changed Bukiukaetscsi On Selection Changed cnucky, sxa
BHUKJIMKA€E OJJHOMMCHHHUIN AUCTIETYEP MOJIIH, SKUM TaK0X TpeOa CTBOPUTH.

Bimker Settings — OCHOBHMH BiDKET MEHIO HalamTyBaHb. BiH CKiamaeTbes 3
BoCchbMH BiKeTiB Option Ta Bimkera Optionl, siki BiANOBIAAIOTH €B’IThOM OCHOBHHM
HaJAIITYyBaHHAM Trpadiku: TiHi, BIIOWUTTSA, OCBITJICHHS, Bi3yalibHI €(EKTH, TEKCTYypH,
3aTiHEHHS, JIUCTS, 3TJIa/DKYBaHHS Ta PO3IIMPEHHS €KpaHy, a TAKOXK TPhOX KHOMOK JIJIs
BCTAHOBJICHHS PEXHMY €KpaHy, KHONKH TPUHAHATTS Ta TMOBEPHEHHS YCTAICHHUX
3HauYeHb. TaKOX B BEPXHHOMY JIBOMY KYT1 3HAXOJUTHCS KHOIKA TOBEPHEHHS B MEHIO.

B rpadi noaiii 1is nokasy NOTOYHMX HaJAITYBaHb CTBOPEHO KACTOMHY MO0
Show Current Settings, sixka Bukiukaetbcss Ha Event Construct. Bona 6epe morouni
HaJAIITyBaHHS Ta 3a JOIMOMOIOI0 Sequence CTBOPIOE PO3Taly’>KEHHS MapaelbHUX

noiit (puc. 3.9).

€ Show Current Settings
JF Get Game User Settings £- Sequence

»P —— H Then 0 |p

Return Value Then 1 |

Then 2 P

Add pin ®

l[;] € Show Current Settings

<> Event Construct
D e D

Target | self |

Pucynok 3.9 — Ilooisa Show Current Settings

Bceboro nofiist MiCTUTB TP MapaienbHi pO3ranyKeHHS:
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— Teplle — BUBEIEHHS MOTOYHHX HalamTyBaHb rpadiku. 3a qomomororo Load
Settings 3aBaHTaXyIOThCSl HAJANITYBaHHS, Jali 3a JOMIOMOIOI0 TETEpiB 3HAYEHHS

MIPUCBOIOIOTHCS Claiiiepam BiAMOBIAHUX o (puc. 3.10);

J Load Settings J SetValue

[ 4 | 4
Target Target :

Force Reload In Value

hanmast Mz

Shadows Target Slider 55 -
F SetValue

F Get Shadow Quality

—— 4 »
_ ) .
Target Return Value @ Target

-

Reflection Target Slider 55

F Get Reflection Quality /

J Set Value

/

| g 7
o — o —
; . Tar
Illumination Target Slider 55 arget

In Value

" Get Global lllumination Quality /

Target Return Value @ N f Set Value

i D

Visual Effects Target Slider 55

In Value

Target Return Value @

Target
JF Get Visual Effect Quality

In Value

~

Pucynox 3.10 — Ilomouni narawmyseanus epagixu (yvacmuna epaghy)

— npyre — notounuii pexxuMm ekpany. Get Fullscreen Mode oTpumye motoumii
peXUM eKpaHy, Jani 3a gonomorotro Switch on ta ctBopenoi gynkiii Enable Buttons
KHOITKHM CTAalOTh HEAKTMBHUMHU, 3aJIC)KHO BiJ MOTOYHOTO pexkumy ekpany (puc. 3.11 Ta
puc. 3.12);

— TpeTe — 3alOBHEHHS BHIAJAaI04YOro CIHUCKY MOXJIMBUMHU 3HAYEHHSAMHU
PO3IIMPEHHS] Ta TOTOYHE po3mmpeHHs ekpany. Clear Options oOYHIIA€ CHHCOK BiJ
3HAY€Hb, NIl OTPUMYIOTHCS BCl MOXKJIMBI 3HAYEHHS PO3IIMPEHHS €KpaHy Ta JOJaI0ThCS
1o ciucky 3a gonomororo For Each Loop. Ilicns 3anoBuenHst 3nauennsimu 3 Game User
Settings OepeThCsi TOTOYHE PO3IIUPEHHS, KOHBEPTYETHCS B PSAJOK Ta BHBOJUTHCS B

CIIMCOK sIK 0OpaHa omilis (puc. 3.13).



© Enable Buttons

£* Switch on EWindowMode

Target

Full Button

J Setls Enabled
[ Enable Buttons

Full Target
Full Windowed

InIs Enabled

Windowed

Fullscreen [P

Return Value

FWButton

f Set Is Enabled

P - >
Target

InIs Enabled

Target | self

Full

Full Win

Wi

& Enable Buttons

Target | self

Full

Full Win

Wind

€ Enable Buttons

Target | self
Full
Full Wind

Wi

s e ——
Windowed Button

f Set Is Enabled
D Return Node
g »P— P

Target

In Is Enabled

Pucynox 3.12 — @yuxyia Enable Buttons

i0NS

Pucynok 3.13 — [lomoune po3uwiupents expamy

35



36

BceraHoBiieHHS HanamTyBaHb peaji30BaHO B TaKHU crnocio:

— BCTAHOBJICHHS PO3IIMPEHHS €KPaHY: BUKIUKAETHCS TOJIisl CIUCKY PO3IIUPCHb
On Selection Changed Ta BcTaHOBIIOETHCA 00paHa OMINiO K TOTOYHE PO3IIUPEHHS;

— BCTAHOBJICHHA pexuMy ekpany: BukiukaroThcs moaii On Clicked tprox
KHOIIOK JIJIsi 3MiHU pexxumy, 3a gomnomoroto Set Fullscreen Mode 3MiHIOETBCS peKuM
eKpaHy, 1HII1 KHOIIKU CTalOTh HEAKTUBHUMU;

— BCTAHOBJICHHA HaJamTyBaHb Tpadiku: BuUKIMKaOThCs momii On Value
Changed ny1st Bcix omifiii Ta BCTAHOBJIIOETHCS OOpaHe 3HAYEHHS B SIKOCT1 MOTOYHOTO 32
nomomororo cerepiB. Takoxkx Ha mnomiro On Clicked 3acTocoByroThecsi 00paHi
HaJallTyBaHHS;

— TMOBEpPHEHHA yCTaJleHUX HajamTyBaHb: Ha mojiro On Clicked knonku Default

OTPUMYIOTHCS IOTOYHI HAJIAIUTYBAHHS, IOBEPTAOTHCS yCTAJICHI 3HAYECHHS.

3.3 PeaJizanisi MyJbTHIJIEEPHOT YACTUHHU

B npomy miapo3aii OMUCAHO peaizallilo MYJbTUIUICEPHOI JIOTIKH IPOEKTY.
CriouaTky O0yJI0 CTBOPEHO MEHIO MYJIBTUILIEEPA, SIKE BUKOPUCTOBYETHCS JJIsi CTBOPEHHS
Ta MOUIYKY Cecidf, HUIIXOM JyOJlOBaHHS TOJIOBHOIO MEHIO. B TOJOBHOMY MEHIO
BunaneHo kHonky Host Game, a knonky Search Game nepeiimenoBano B Multiplayer.
Takox ayOnikaT mepeTBOPEHO B MOBHOIIHHE MEHIO MYJbTHUILICEPA — JOJAHO KHOIIKHU
JUIsl CTBOPEHHS Ta MPUETHAHHS JO CECli, a TAKOK KHOMKHU 3MIHU TUIy NPUETHAHHS Ta
IIOBEPHEHHS B MEHIO.

B Gamelnstance ctBopeno HoBy ¢yHkmito Change Connection Type, ska
BU3HAYa€, Yd € TpUEIHAHHS JoKanpHUM Ta 3MiHHY ISLAN Tumy Boolean, B sky
3aMUCy€eThCA pe3yabTaT. B MeHio MynbTHILIEEpa cTBOpeHO (yHkiito Set Connection
Type Text ns 3MiHU TEKCTY, SIKWHA BUBOAUTH TUN 3’ €HAHHA. DYHKIIS BUKIUKAETHCA 3
Event Construct.

Jani Oyno pealli3oBaHO CTBOPEHHS CecCii Ta TpUEAHAHHA J0 HuX. B
Gamelnstance ctBopeHo kactomHy mnofito CreateMPSession ajisi CTBOpEHHS BJIACHOI

cecii. Cnouatky 3wmiHHIH IsSingle mnpucBoroerbcs 3HaueHHs False (tak sk 11
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0araToKOpHUCTYBAIBHUIIbKA CECis), MOTIM BIJIACHE CTBOPIOETHCS CECisl, I €THABIIN
KoHTpoJep Ta 3MiHHY ISLAN 1711 BU3HaUeHHs TUIY 3’€IHaHHA. SIKILO Cecil0 CTBOPEHO,
BIIKPUBAETHCS PiBEHb JI0O1 (peamizallis SKOTO OMHUCaHa Jaii; B OMI[SX HEOOXiTHO
BKkazatu “listen” 1y TOro, mo0 IHINI TPaBIi 3MOTJW MPUETHATHUCH), SKIIO HI —
BUBOJIUTHCS MTOBITOMJICHHS TIPO HEBATY.

Takox cTBOpeHO KacToMHY noaito JoinMPSession aiis nmpueaHaHHs 10 cecii, sKa
mae Bxia SessionResult tumy Blueprint Session Result ans oTpumaHHsS pe3yibraty
npuegHaHHSI. AHAIOTIYHO CTBOPEHHIO Cecii, BCTAHOBIIOEThCS 3HaueHHsS False 3minHOI
IsSingle, moTiB rpaBis NpUETHYE OO cecii, BKa3aBIIM KOHTPOJIEP Ta TMepeaaBIIn
pe3ynbTaT cecii, a TAKOK BUBOJUTHCS MOBIIOMIICHHS Y pa3l HEBIAJIOr0 NPU€ETHAHHS.

B MeHw MynpTHIUICEpa UISL  CTBOPEHHS C€Cii  BHKJIMKAETHCA  TOJIS
CreateMPSession va On Clicked kHonku Host Game. JI1st nprieiHaHHS 710 cecii B MEHIO
MynbTHILUIeEpa Oyno gomaHo ScrollBox — me cmmcok goctynmHux cepBepiB. [ami
cTBOpeHO HOBHUH BimKeT Serverlnfo — BiH Mae BUIJISI KHOIKH Ta MICTHUTh B1JIOMOCTI
npo cepBep (Ha3By, KUIbKICTh TIpaBliB Ta TiHr). B rpadi moxaiii gaHOro BiJKeTa
cTBOpeHO Bl 3MiHHI — Session Result Tumy Blueprint Session Result Ta Multiplayer
Menu oxnoitmenHoro tumy. [ani ctBopeno kactomHy mnoaito Update Server Info mns

OTpUMaHHS JJaHUX PO cepBep 3 Session Result (puc. 3.14).

—_—

Server Name

© Update Server Info f SetText (Text)

SET

Session Result Session Result Target
@ InText
f Get Server Name

Result Return Value f To Text (String)

fSplit— In String Return Value @
Source String LeftS f Get Current Players
Instr Right S Result Return Value @

- Return Value
Search Case

f Get Max Players

Result Return Value @
Search Dir

F
f Get Ping in Ms

Result Return Value @

Players

F SetText (Text)

Target

® InText

- Format Text

Format | {a} / {b}

®a
®b

[ Format Text
Format | {a} ms

®a

Ping
F SetText (Text)

Target

® InText

Result @

Result @

Pucynox 3.14 — Ompumanus oanux npo cepsep
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Takox Ha nmoxiro On Clicked kHOTIKM cepBepa TpaBellb MPUETHAETHCS O HHOTO, a
TaKOX Ha Yac 3aBaHTAKEHHS CTAIOTh HEAKTUBHUMH KHOTIKH MEHIO.

B mento mynpTumieepa crsopeno rpad moaii On Clicked knonku Search Game.
CrouaTKy CHHCOK CEpBEpiB cTa€ BUAUMHM (yCTaJ€HO BIH MPHUXOBAHUM), MICIS YOTO
ScrollBox Ta MacuB cepBepiB OUMIINYIOThCS, KHONMKH MEHIO CTalOTh HEAKTUBHUMH Ta
MOYUHAETHCS TOMIYK Ceciil. SIKI0 BUHUKHE TOMIJIKA — BUBOJIUTHCS TTOBIJJOMIICHHS TIPO
HEBJlayy, KHOIKHM MEHIO CTal0Th AKTUBHUMHU. SIKIIO MOIIYK MPOMIIOB YCHIIIHO —
NEPEBIPSAETbCSA, UM € IMOPOXKHIM MAaCHB pe3yJbTaTiB. SKIIO Tak — aHAJIOTI4YHO
BUHUKHECHHIO ITOMMJIKH, SKIIO Hi — 3a gomomoroio For Each Loop cTBoproerbes mis
KOXXHOT'O 3HaWJIEHOT0 CepBepa BIIKET 3 IHPOPMALIIEIO Ta JOIAETHCA B CIIMCOK.

Takoxx B Event Construct momano ouummiensas ScrollBox Tta macuBy cepsepis,
BCTAHOBJICHHS MPAaBUIIBHOTO TeKCTY KHOMKU Search Game, akTuBailisi KHOMOK MEHIO Ta
IPUXOBYBaHHS CITHUCKY CEPBEPIB.

CtBOpeHO MeHI0 JI001, NUIIXOM JTyOtOBaHHS TOJIOBHOTO MEHIO, 3 SIKOro OyJio
BUJIAJICHO BCE, 3aJMIIMBINM JIBI KHOMKH /I CTapTy TPU Ta BUXOAY B MEHIO, TAKOXK
JIOJIaHO T0JIE 3 YOTUPMA PSIKAMH, SIKI MICTUTUMYTh IMEHA IPUEIHAHUX rpaBUiB. [lami B
KOHTpoJiepi MeHI0 cTBOpeHo kacTomMHy mojiro End Client Session, sika 3aBepiiyBaTuMe
CECiIo Ta MepeHanpaBiIsITUME TPABILT B TOJIOBHE MEHIO.

B koHTposiepi MeHIO 0JaHO HOBY 3MIHHY, SIKA MICTUTUTh MAacHUB KOHTPOJIEPIB
MEHIO BCIX MpHEIHAHUX TpaBliB. B rpadi moniii MeH 1001 BHKIMYEMO IOIiI0
HaTUCKaHHS KHONKM Main Menu. Crioyatky nepeBIpsiETbCS, YU € PIBEHb, Ha SKOMY
3apa3 3HAaXOJWUTHCS TpaBellb, cepBepoM. SIKIIO HI — piBEeHb 3HUIIYETHCS Ta
BIJIKPUBAETHCSI TOJOBHE MeEHIO. Skmio Tak — Oeperbcst kact Ha GameModeMenu, 3
HBOTO OepeThCs MacuB KOHTPOJEPIB rpaBiliB Ta 3a momomoroio For Each Loop cecis
3aBEPIIYETHCS sl KOXKHOTO rpaBiis (puc. 3.15).

Jns ctBopenHs rpady mouatky rpu B Gamelnstance cTBOpeHO KacTOMHY MO0
JUIsl TIEpexXoay Ha oOpaHuii piBeHb. B MeHto 1001 ctBopeHo rpad mosli HaTHUCKaHHS
kHonku Start Game, ska, B3gBiu kacT Ha Gamelnstance Ta GameModeMenu, BUkinkae

nozito Travel to Map i3 nepenanoro 3 GameMode KifIbKICTIO TPHETHAHUX TPaBIIiB.



Pucynox 3.15 — Ilepexio 3 100i 6 mento

Taxox B Event Construct cTBOPIOIOTHCSI MACHBH yCiX IMEH IpaBIliB Ta PaMOK, SIKi
iX MICTATB, a TAKOXK 3MIHIOETHCS TEKCT Ta CTA€ HEAKTUBHOIO KHOMKa Start Game, SKIIO
KJIIEHT TPABILISI HE € CEPBEPOM.

B xonTpOsepi MeHI0 cTBOpEHO (YHKIIIIO /TS BiTOOpaXeHHSI MEHIO J1001, MO10HY
GbyHKIT BiIOOpaKE€HHS TOJIOBHOTO MEHIO, SKa BHUKJIMKAETHCS B KACTOMHINA TMOii
CreateLobbyMenu 3 rpady noaiit koutponepa. Takox Ha BeginPlay mepesipserscs, uu
€ KOHTPOJIEp TPABIl JOKATHHUM. SIKIIIO Tak — BCTAHOBIIOEThCA (POKyc Ha iHTEepdeiici. B
GameModeMenu Buknukaetses noaist Handle Starting New Player, sika npaitoe, konu
JI0 TPH MPUETHYETHCS HOBUI T'paBellb. BoHa 1071a€ HOBOTO T'PaBIls 10 MAaCHBY TPaBIIiB
Ta CTBOPIOE MEHIO JI001, SKIIO BiH 3HAXOAUTHCS HA PiBHI J001.

Jam Oyno peami3oBaHO 3aBaHTAXKCHHSI Ta BUBEJCHHS B CIHCOK iMEH TpaBIliB. B
KOHTpoJiepi MeHio cTBopeHo ¢yHkuiro Load Saved Profile, sika 3aBantaxkye npodiianb
rpaBis ad0 CTBOPIOE WMOro, AKIIO BiH HeAOCTynHUM. J[aHa (yHKIIS BUKIMKAETHCS B
KaCTOMHIH 1Moii KOHTpOJIepi.

B menro 1001 ctBopeno nBi gynkiii — Update Player Names OHOBIIIOE CITUCOK
rpasiiB (puc. 3.16), a Clear Player Names ouutiae criucok (puc. 3.17).

B xoHTposiepl CTBOPEHO KACTOMHY TOJIIIO /IJIi OHOBJICHHSI CIIMCKY 1MEH TPAaBIIiB,
nicias yoro B GameModeMenu cTBOpeHO KacTOMHY MOZII0, sIka OHOBIIOE JI0O1 (pucC.

3.18).



[ B8 Update Player Names =, Break Playerinfo

Player Info ayer X ¥ Get Owning Player

- =
laver Profiles Vertical Box Player Names
Player Profiles All Player Name WB

arg alu =
Q Clear Player Names f Add Child

<y

&) For Each Loop Cres ayer Name f Set Array Elem

< » [ = Is Empty Row

Pucynox 3.16 — Update Player Names

P
Vertical Box Player Names
—

- All Player Name WB
JF Clear Children

B Clear Player Names

Vi

v ® CLEAR °

Target

Pucynok 3.17 — Clear Player Names

Pucynok 3.18 — Update Lobby

B xoHTpoJiepi MEHIO CTBOPEHO KaCTOMHY CEpPBEpPHY MOJII0 Il OHOBJIECHHS J1001,
ska BUKJIMKaeThes micis Load Saved Profile.

Jlami Oyrno peanizoBaHO IJIaBHUHM mepexia MDK J1001 Ta irpoBuM piBHeM. Jliis
noyaTky B MeHIO J00i Oynmo nomano HoBuii kommoHeHT — CheckBox ms

aKkTHBalii/aeakTuBanii 1IaBHoro mepexoay. Jami Ha momito 3MiEM  CheckBox
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BCTAHOBJIIOETHCS 3HAUYCHHS BOYymoBaHO1 3MiHHOI Use Seamless Travel B 3aexHOCTI Bij
aktuBHOCTI CheckBox.

s Bukopuctanus Seamless Travel meoOximHo ctBoputm Travel Map. Ilicns
ctBopeHHs B Project Settings — Maps&Mods cTBopeHy Mamy BCTaHOBJICHO B OIIIIi
Transition Map. Takox a0 rpada BeginPlay B konTposnepi rpaus nogano Remove All
Widgets, Tak sk micis mepexoay MeHro Jo0i 3aiuiraeTbest Ha ekpani. Jlami Oyio
CTBOPEHO BIJIKET 3aBAHTAXKECHHSI.

B xontponepi mento 6yno mpoay6mpoBano ¢ynkuiro Ul Show LobbyMenu Ta
3amiHeHO pedepeHcH MeHIo 71001 Ha pedepeHcH eKpaHa 3aBaHTaXEHHS — I (PYHKITis
B1JI0Opaka€ €KpaH 3aBaHTAXEHHS Ta BUKIMKAETHCS B rpadi 3 KaCTOMHOI noAii. B MeHto
71001 3mineHo rpad mouatky rpu. [licns kactyBanus Ha GameModeMenu mogaHo UK,
SKUN CTBOPIOE €KPaH 3aBaHTaXXEHHS JUIsl BCIX MpUeaHAHUX TpaBiliB. [licisg 3aBepiiueHHs
LUKy B1I0YBa€ThCS MEepeXij] Ha PiBEHb.

Jami Oyno 10/1aHO MOKJIUBICTh BHOHMpaTy Mary miis rpu. CrodaTky CTBOPEHO
ctpyktypy LevelsInfo, sika mictuth nani npo Bci irpoBi piBHI. CTpyKTypa MICTUTh TPH
3MiHHI: Ha3By Malld, pAIOK MepemimenHs Ta npes’to. Jami Oyno ctBopeno Data Table,
sIKa MICTUTh JIaHy CTPYKTYPY — BOHA MICTUTh YOTHUPH 3aAIUCH.

B MeHro 1061 101aHO HOBUM KOMIIOHEHT — MEHIO BUOOPY MaIu (SIK€ CKIIATa€ThCs
3 Ha3BU MalM, MPEB’I0 Ta CHHUCKY BHOOPY Mall), a TaKOXX CTBOPEHO HOBHMM BIJIKET
LevelName — psjok 3 Ha3Boro Manu. B rpadi mofgiii cTBOPEHOro BIHKETY JIOJAHO TPH
3MiHHI — Ha3Ba Manu (tun Text), Ha3Ba psaka Manu B Data Table (Tun Name) ta MeHto
1061 (tun Lobby Manu Object Reference). B Mento 1061 cTBOpeHO JB1 HOBI 3MiHHI —
oOpanuil psaok piBHA (Tun String) Ta macuB Bcix piBHIB (Tun LevelName Object
Reference, Array). [Ipogosxxeno noxaito BeginPlay: nomano oumineHHs MacuBy pAJIKIB
Ta BUIIQJIAF0YOTO CIUCKY PIBHIB, OTPUMAHHS JIaHMX 3 TAOJHIl, CTBOPEHHS PSAKIB 3
OTPMMaHHMMHM JIAaHUMH Ta J0JIaBaHHS 1X /IO CIIHCKY PiBHIB.

B koHTposiepi MEHIO CTBOPEHO KACTOMHY IOil0, SIKa BHUKJIMKA€ OHOBJICHHS
obpanoro Bapianty, micisa yoro B GameModeMenu Ta BUKJIMKATUMEMO JaHY IOJIIO

npu HeOOX1THOCTI Micis OHOBJIEeHHs iMeH rpasiiB 3 moaii Update Lobby. B mento 1061
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CTBOPEHO KaCTOMHY ITOJil0, SIKa OHOBJIFOE€ OOpaHMii piBeHb Ha cepBepl (pucyHOK 3.19).

CtBOpeHa no/iisi BUKJIMKAETHCSI HA HATUCKaHHS KHOMKY piBHS Yy BikeTi LevelName.

< Update Lobby
»# Cast To GameModeMenu =
SET
» -» = »
CastFailed > @ Selected Level Name Target
Level Row Name @

As Game Mode Menu Target Player Names

F Get Game Mode

Return Value

Pucynox 3.19 — Server Select Level

Ha Bci irpoBi piBHi gomaHo mo 4dotupu Player Start (Tak sk MakcuMaiabHa
KUIBKICTh I'paBIiB — 4) Ta KoxkHOMY BKazaHo Ter Biag 0 no 3. B GameMode cTBOpeHo
rpad noxaii Handle Starting New Player, sixa no1a€e KOHTposiep MPUETHAHOTO IPABIS B
MacHUB BCIX KOHTPOJEPIB, ajii Oepe KIIbKICTh NpueaHaHuX rpasiiB 3 Gamelnstance Ta
nepeBipsie, UM € CeCisi OJMHOYHOI0. SIKIO TaK — BCTAHOBIIOETHCS KIJIbKICTh rpaBiiB (1),
ICJIST YOTO T'paBellb CIIaBHUTHCSA Ha HyJIboBHM Player Start. SIkmo Hi — mepeBipseThes,
YW piBHA KIIBKICTh MPUETHAHUX TPABIIIB PO3MIPY MACHBY NMPUETHAHUX KOHTPOJIEPIB.
Skmo Tak — 3aMyCcKaeTbCd ILUKI Mmichs 3aTpuMKA B 0.5 CeKyHIH, KMl pecraBHUTH
rpaBuiB Ha BinnoBiAHi Player Start.

Jlani cTBopeHo BIKET, sikuid BUKOpUcTOBYeThCS B sikocTi HUD (heads-up display
— 4YacTWHa 1HTEpQEhCy KOpHCTyBada, sKa BiTOOpaX)aeThCs Ha MEPEAHHOMY IUIAHI
IrpoBOrO MpOoCcTOopy). B rpadi cTBOpeHO KaCTOMHY MOJIIO, SIKA BECTHUME MOCEKYHIHUIN
BIJUTIK JI0 MOYATKy payHAy Ta NpuOHpaTuMe HOro 4epe3 TpU CEKyHIU.

B xontponepi ctBopeHo QyHKmito s cTtBopeHHsa irpoBoro HUD, sxa
aHajoriyHa (yHKIIi CTBOPEHHsI TOJOBHOro MeHIo. 3MiHeHo rpad mnoaii BeginPlay:
BUJIAJICHHS BIDKETIB PO3TAIIOBAHO TICIS TMEPEBIPKM KOHTPOJEpa, MICIAS YOro
ctBoproeThest irpoBuit HUD. B Blueprint rpaBiiss CTBOpEHO KacTOMHY TMOJIIO0, SKa

BIJIKJTIOUYA€E KePYBaHHS — BOHA BUKJIMKAEThCS B 1Mo/1i Possessed.
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B koHTposnepi cTBOpeHO JBI KacCTOMHI MOl s MIAKIIOYEHHS KEpyBaHHS Ta
BEJIEHHS BJIIKY 110 oyaTky rpu. B GameMode cTBOpeHO KaCTOMHY MOJIIO JJIsl CTapTy
piBHS, fIKa BUBOAMTH AJSl BCIX NMPUEAHAHUX TPABLIB BIUIIK Ta MOBEPTAE KEpyBaHHS
micis Moro 3akiHueHHs. BUKIWKaeTbcs daHa MOJIS 3 TMOAIl CHaBHA TPABIIB IICIS
3aKIHYCHHS MUKITY (1151 6araToOKOpUCTYBaIBHUIIBKOT CeCli) Ta MicJisi ClaBHa rpaBIls (AJis
OJIMHOYHOI cecii).

Jlani OyJio CTBOPEHO BIIDKET MEHIO Tay3H, NUISIXOM AYOJIOBaHHS TOJIOBHOTO
MeHIo. 3 1y0iikaTta BUAAJICHO PSAJOK BBEIEHHS IMEHI IPaBIlsl Ta 3MiHEHO KHOMKHU Single
Player ta Multiplayer na Resume Game Ta Back to Main Menu BianoBigHo. Takox
nogaHo Widget Switcher Ta BimkeT HamamTyBaHb JIsI TEPEXOIYy 1O MEHIO
HanamrtyBaHb. B Gamelnstance cTBopeHO HOBY (PYHKITifO /TSI CTBOPEHHSI MEHIO TIay3H,
aQHAJIOTIYHY 1HIIUM (YHKIISM CTBOPEHHS MEHIO. B KOHTposepi CTBOPEHO KaCTOMHY
oAl JJis mokasy irpoBoro iHtepdeiicy. B Gamelnstance ctBopeHO HOBY (yHKIIiIO
Toggle Pause Game, sika BUBOJUTh MEHIO May3H, a TAKOXK aKTUBYE Tay3y B OJMHOYHIN

rpi (puc. 3.20).

ause ue
T Branch = / s
» True B ===P > Show Mouse Cursor

Condition False B ) MP Is Pause Menu Visible Tagget

MP s Pause MenuTSibl
s Pause MenuiSible & Un Hide in Game

Nag

MP s Pause Menu Visible LClsGame Pause

| LClsGamePause

Pucynox 3.20 — Toggle Pause Menu

[Ticns cTBOpeHHs (yHKIIN Ha3HaueHO mMay3y Ha Kkiainry Escape B Action

Mappings (Project Settings). Ilotim B Blueprint mepconaxka Ha momiro BeginPlay
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orpumyeThesi irpoBuit HUD 3 konTponepa Ta 3amucyeTbcsi B 3MiHHY. [lam Oyio
CTBOpPEHO Irpad mofii s HatuckanHs Escape.

B MeH1o may3u CTBOPEHO JIOTIKY JiJisi KHOTIOK TIOBEPHEHHSI B MEHIO Ta BUXOMIY 3
I'PH, AaHAJIOTTYHO BIJIMOBIIHUM KHOMKaM B MEHIO 1001 Ta TOJIOBHOMY MEHIO (JJIsI IIbOTO B
KoHTposiepi ctBopeno moxaito End Client Session, momiOHy ojHONMEHHIN MmOl
KOHTpPOJIEpa MEHIO, a TAKOXX KAaCTyBaHHS Ha KOHTPOJEP MEHIO 3MIHEHO Ha KacTyBaHHS
Ha 3BUYAHHUM KOHTPOJIEP, 1HAKIIIE JIOT1KA MpaIfoBaTH HE Oy/ie).

Ham Oyno crtBopeno Player State. Jlanuit 00’€KT CTBOPIOETHCS JIsi KOXKHOTO
TpaBIlsl Ha cepBepi Ta MICTUTh 1HGOPMAIIO TMPO TPaBIH, KA € BAKIUBOIO s
MYJIBTHUILIEEPA: 1M 5, PaXyHOK 1 ToMy Toi0He [7]. B HhOMYy CTBOpEHO HOBY 3MiHHY, sSIKa
MICTUTh CTPYKTYpY 3 JaHUMHU IpaBlis, a Takox noairo Copy Properties, sika 3amnucye
naHi cTpyktypu B HoBuil Player State. B GameModeMenu pomoBHeHo Tpad momii
Update Lobby mist Toro, mo6 onoBmtoBaTu Player State micis mepexoay Ha IHIIHM
piBeHb. TakM YMHOM, JaH1 rpaBlsd He Oy/ie BTpayeHO.

VY BijKeTI IrpoBOTo iHTEpdEHCy B JIBUM HIKHIN KYT J10JJaHO YOTUPH TEKCTOBHUX
oyt Ui BimoOpakeHHst iMeH TpaBmiB. CrtBopeHo rpad mms moxii Construct:
CTBOPIOETHCSI MAacUB IMEH TpPaBIliB, 32 JOMOMOIOI0 LMKIY BHIAJSIOTHCS HEMOTPIOHI
(K10 MPHUEAHAIOCS MEHIIE YOTHPbOX TpaBLIB), MICIS BUAAIECHHS 3a JOMOMOIOIO

THIIIOTO IIUKJTY BUBOJATHCS IMEHA TIPUETHAHUX TPABIIIB.

3.4 BuOip 30poi Ta irpoBuii intepdeiic

Byno peanizoBaHO MOXJIMBICTH I'paBIlsl 3MiHIOBaTH 30poro. s mouarky Oyio
CTBOPEHO MOHTax1 aHiMailiii BuOopy 30poi, B HuUX 3MmiHeHo cioT Ha Upper Body, a
TaKOX CTBOPEHO CTPYKTYPY, sIKa MICTUTh JlaHi npo 30poro. [ani ctBopeno Data Table, B
SKY 3aIIMCaHO BCl JaH1 CTPYKTYPH JUIsl BCIX BUIIB 30poi.

B Animation Blueprint cTBopeHO 3MiHHI, K1 MICTATh aHiMalii cTpipou Ta Blend
Space nnsa Hux, a takox noroyHui Blend Space (BS). BueceHo 3MiHuM B OHOBJICHHS
aHIMaIlli — mepe 3aImyCcKOM MOHTaKy 00epTaHHS BCTAHOBIIOEThCs moTouHuil BS (ADS,
SKIIO0 TIEPCOHAX Beje NMPHUILIbHUKM BoroHk; Hipfire, sikmo ctpinse Bix 6enpa). Takox

BHECEHO BIJIOBIJHI 3MiHH B rpad) aHIMaILliii.
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B Blueprint nepconaxka go1ano B iHBepTap 30por0: CoYaTKy 10AaMo JBl 3MiHHI
(MacuB iMeH 30poi B 1HBEpTapi Ta 1HJAEKC aKTHUBHOI 30poi) Ta CTBOpPEHO (YHKIIIIO, sIKa
noja€ 30poro 3 BKa3aHOIO HA3BOIO Ta CIOTOM B iHBepTap. Llg (yHKIlIS BUKIMKAETHCS B
BeginPlay Tpu4i (17151 101aBaHHS TPhOX BUIIB 30p0Oi B TPH CJIIOTH IHBEPTapS).

CrtBopeHo (DyHKIIIIO A perulikailii 3MiHHUX, SIKI BIAMOBIAIOTh 3a AU3aitH 30poi
(mem, 3Byk, aHiMmamii 1 T1.m.). CTBOopeHO moxii ansi BuOOpy 30poi (cepBepHy Ta
Multicast), cepBepHa moiist BUKJIMKaeTbest Ha BeginPlay.

B Project Settings nHaznaueno BuOip 30poi Ha knaBimry Q. CTBopeHO Tomii JyIst
nepeMuKkanHs 30poi, sKiI 3alyCKalTh aHIMAIl OOMpaHHS BIAMOBIIHOT 30poi
(puc. 3.21). Jlna nepeMuKkaHHs 30poi BUKIMKAEThCA MO HATUCKaHHS KiaBimi Q

(puc. 3.22).

Pucynok 3.21 — Ilooii Switch Weapons

Is Switching Weapot

>

= Active Weapon Index
Is Switching Weapons

- ~ - !} Addpin @

Weapon Invertory Names i B
Add pin ®

Pucynox 3.22 — Ilepemukarnns 30poi
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JlompaiibOBaHO peIUTiKAIilo CTPUIbOM, TaKk SK Ha KIIEHTI HE YYTHO 3BYKY
cTpuibOu 1 He BugHO edekriB. CTtBopeHO ABI HOBI 3MiHHI TuUny Boolean s
BIJICJIIIKOBYBaHHS CTPUILOM Ta HATUCKAHHS KHOMKH CTPpiiapOu. lani cTBOpeHo (QyHKIIi0
U1 CTpUIbOM (TojaHo B aojaTky A, puc. 1-3) ta mopii st peanizaili cTpiianOu, Je

BUKOPHUCTOBYETHCSI CTBOpeHa PyHKIis (puc. 3.23).

B ——
€ InputAction Shoot -C Branch (} Server Fire Weapon

» True D

IsFiring Condition False | s P

& Stop Fire Weapon

& Stop Fire Weapon

Is Fire Button Pressed

& Server Fire Weapon
& Server Bullet Trace

SET
»

IsFiring Is Fire Button Pressed

Pucynox 3.23 — 3minena noois cmpinsbu

Tako)X CTBOpPEHO MOJIIO JJIs 3aIlyCKy 1HIUX MOAIN CTpuIbOU (eeKTH Ta 3BYK),
sika BUKJIMKaEeThes 3 nojii Server Fire Weapon.

PeanizoBano ctBopeHHs1 irpoBoro iHTepdeiicy. B HasBHMII BipkeT iHTepdeiicy
JOJIAaHO TIPHILI Ta paMKy 3 Ha3BOK 30poi 1 KUIBKICTIO maTtpoHiB. B rpadi cTtBopeHo
(GyHKIIT 17151 OHOBIIEHHSI HAa3BU 30p0i Ta KIJIBKOCTI MaTpoHiB B iHTepdeiici. B Blueprint
MEPCOHa)Ka CTBOPEHO YOTHPHU 3MIHHI-MACHBa, SKI MICTATh MAaKCUMAaJbHy Ta MOTOYHY
KUIBKICTh TATPOHIB B 000KMI 1 MakCHUMaJlbHy Ta MOTOYHY KUIBKICTh NHATPOHIB B
iHBepTapl. BHeceHo 3miHM B (QyHKIIO g0maBaHHS 30poi B 1HBEpTap, MUIIXOM
JIOJIaBaHHsI 3alIMCYBaHHS KIJBKOCTI MAaTPOHIB B IHBepTapi Ta oOOWMI y BIJIMOBIJIHI

MacuBH (MaKCHUMaJIbHOI Ta MOTOYHOI KibkocTi) 3 Data Table. Takox BHecCeHO 3MiHU B



47

dbynkuiro Set Weapon Cosmetics, B siKiii BUKITUKAIOThCS (QyHKIIIT OHOBJICHHSI, CTBOPEHI1
panime B HUD, micis nepeBipky Ha JIOKAJIbHICTh KOHTPOJIIO.

PeanizoBaHo 3MiHy KUIBKOCTI MaTpoHIB B 000iMi 30poi Ta iHBEHTapi rpasIlsl.
CTBOpEHO KacCTOMHY MO/III0 JJisi OHOBJICHHSI KIJIBKOCTI MAaTPOHIB B 000¥MI, MIiCJII YOTO
CTBOPEHO (YHKUIIO JUIsi BUTpaTU marpoHa mnpu crpuibdi (puc. 3.24). s dynkuis

BUKJIMKAEThCs B Server Fire Weapon nepen TpacyBaHHSIM.

© Update Ammo Clip
»

In Game HUD

— L%
Ammo Clip
_— f Set Array Elem ii Branch Clip
SET -
»P— » True B
Local New Clip Count i » \

> ® 20 = Local New Clip Count

& Client Update HUD Clip

Target [Self | Return Value \
»

® Ammo Clip

1] Add pin ®

Pucynox 3.24 — Server Take Bullet from Clip

Jlani ctBopeHO (YHKINIO, sKa MEpPeBips€e KIUIbKICTh MAaTPOHIB Ta BU3HAYAE, YU
MOJKE TpaBeIlb CTPUIATH Ta Tepe3apsmpkaTuch (puc. 3.25). Bona BUKIHMKA€EThCS B MOAIT

Server Fire Weapon Ha 1mo4aTky Ta miciis MOCTpiy.

SET

»
L Branch L Branch
Local Can Reload
»P=» True / » True B

.c‘ s g v Condition False B > SET

Local Can Fire Local Can Reload

Local Can Fire
Ammo Stock i
3 Local Can Reload

GET

Is Reloading

~ - Ammo Clip i
Is Dashing AND

Add pin ®

GET
Switching Weapons

Is Switching Weapons

Ammo Clip Max £

GET

Is Throwing Grenade

Pucynox 3.25 — Check Ammo
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CTBOpEHO NO/1110 OHOBJIEHHS MAaTPOHIB B IHBEPTapl, aHAJIOTIYHY 10111 OHOBJIEHHS
KUTBKOCTI MATPOHIB B 00OMI, MICIS YOTO CTBOPEHO (YHKIIIO 7S Tepe3apsIKaHHS

(momaHo B nogaTky A, puc. 4-5) Ta 3MiHEHO MO0 Tiepe3apspkaHHs (puc. 3.26).

Pucynox 3.26 — Ilepezapsoocanns

Hami B xonTponepi HazHaueno HUD Ha moaito On Posses, a TakoX BUIIAJICHO

BianoBigHui yHkiionan 3 BeginPlay B Blueprint mepconaxa.

3.5 Bubip nepconaxa

Axmio B rpi BCl mepcoHaxi OyIyTh OJMHAKOBUMH, Ba)KU€ OPIEHTYBATHCh Ta
BU3HAyaTu, XTO mepen Tobow. Tomy Oyno peanizoBaHO BHOIp MEpCOHAXKa MEpen
MOYaTKOM TPH.

CtBopeHo HOBUH 00’ekT Actor — mepcoHax 00il. B HboMy nomaHo mer
NepCcoHaXka Ta TEKCT, AKUM po3MimyeThest mepen HUM (iM’st rpaBist). CTBOpeHO
GbyHKIIIIO 115 BCTAHOBJICHHS IMEH1 I'paBIls, MOTIM B rpadi cTBopeHo kacToMH1 Multicast
noAil ans BuOOpy Meia, iMeHi Ta a”iMaiii. [{ani ctBopeHo mie oauH 00’ €eKT Actor —
TOYKa CHaBHA TpaBms B J100i, B sakui Oyno momano Billboard (mo6 Oauntn
Miclie3Haxo/pkeHHs1 00’ekTa) Ta OysneBy 3MiHHY Is Spot Used mns BiaciiikoByBaHHS
BUKOPUCTAaHHS TOYKHU. ByJi0 pO3MIIIEHO YOTHUPU TOUKH NIEPE]l KaMEPOIO Ha piBHI J10Oi. B
KOHTPOJIEP1 MEHIO CTBOPEHO JIB1 3MiHHI, SIKI MICTATh MEPCOHAXKa JIOO1 Ta WOTO TOYKY
CIaBHa.

B GameModeMenu Baeceno 3minn B Update Lobby muisxom BumaneHHs
nepeBipkd Ha movaTky Ta 3aminu B 1ukii Add ma Set Array Element. CTBOopeHo

(GyHKLIIO 171 BU3HAYEHHS] BUKOPUCTaHHS TOYOK criaBHa (puc. 3.27).
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f Get All Actors Of Class . {
» » >
Actor Class All Lobby Player Spots
[ Get Lobby Player Spot -{: Branch
» — » True

Condition False [

! — ——
) For Each Loop with Break L Branch
xec oop Body » True D

Condition False
All Lobby Player Spots ch

— Target Is Spot Used

All Lobby Player Spots Completed [ \

B Return Node
»

Available Player Spot

Pucynoxk 3.27 — Get Lobby Player Spot

CTBOpEHO MOIII0 AJI1 OHOBJIEHHSI 00paHOro MEePCOHaXa, sIKka CTBOPIOE MEPCOHAKA
B HOBIM TOYIII (SKIIO HOTO0 HEMa) Ta OHOBJIIOE JIaH1 MEepCOHa)Ka (MOKHU IO TIABKH 1M ).

st momist BuKiMKaeTbes B moxAii Update Lobby (puc. 3.28).

Pucynox 3.28 — Update Selected Character

Bbyno ctBopeno nyOmikaTu Melna Ta BCiX MOTPIOHUX MaTepialiB pi3HUX KOJIbOPIB
(cuHIM Ta YepBOHUHN € yCTaJleHO, CTBOPEHO XOBTUH Ta 4opHUil). CTBOPEHO YOTHUPHU
JOYipHIX 00’€KTa sl MepcoHaxa — 1e OyIyThb YOTHPH MEPCOHAX1 Pi3HUX KOJIbOPIB.

CTBOpEHO CTPYKTYpY, SKa MICTUTh JaHI NEepcOoHaka (MeIml Ta aHiMallii Jio0i) i
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TaOJIMINIO, KA MICTUTh CTPYKTYpU 3 JaHUMH BCIX MEPCOHaXIB. Takoxk J0JaHO /0
CTPYKTYpH Ta TabJIvLIl 3 JaHUMU I'paBIlsd HA3BY Ta Kiac nepcoHaxa. B GameModeMenu
JIOTIOBHEHO TIOJIIF0 OHOBJICHHS MEpPCOHAXa NMUISIXOM JOJaBaHHS TOJMi BCTAHOBJIICHHS
Mela Ta aHiMarlii.

Jlisi moyaTKy CTBOPEHHSI MEHIO BHOOpY MepcoHaxa Oyslo peanizoBaHO 3MiHY
paKkypcy Kamepu TpH Mepexojii B MeHI0 BUOOpy. J[ns mporo cTBOpeHO HOBUI 00’ €KT
Actor, SIKMi1 MICTUTB CTPUIKY. B KOHTpoOJiepi MEHIO CTBOPEHO TOJIiI0 JUIsl BCTAHOBJICHHS
o Kamepu J1I0061 Ha cepBepl Ta 3MIHEHO (YHKIIIO BIZOOpa)KEHHS JI0O1 HUIIXOM
J0JIaBaHHS aHajoriyHOro (yHKIIOHATy HJisi cepBepa Ta KiieHTa. [IpomyOiboBaHO
dbyHKIIiI0 BijoOpakeHHs JI001 Ta 3MiHEHO pedepeHcH MeHIo J1001 Ha pedepeHCcH MEHIO
BUOOpY, TakuM 4YUHOM OyJ0 CTBOpPEHO (GYHKIIIO BiJOOpa)KEHHS MEHIO BHOOpY
nepcoHa)xa. AHAJIOTIYHUM CIIOCOOOM CTBOPEHO CEPBEPHY IOJIF0 BCTAHOBJIEHHS LI
KamMepHu B MEHIO BUOODY.

CTBOpEHO BIPKET MEHIO BUOOPY MEPCOHAXKA, SIKUA MICTUTh YOTHPU KHOIIKH IS
3MIHU MEPCOHaXKAa Ta KHOIKY MoBepHEHHs 110 j1001. B moxii Construct kHONIKHU BHOOPY
NepcoHaxa J0JAalThCsl B 3MIHHY TNy Map [8], CTBOPIOEThCA Ta BCTAHOBIIIOETHCA
CTWJIb KHOIIKM OOpaHOro NMepCOHaXka, sika CTa€ HeaKTUBHO. TakoX CTBOPEHO (DYHKIIIIO
JUISL 3MIHM CTHJIIO KHOMOK OOpaHOro Ta HeoOpaHUX MEPCOHAXIB 1 MOJII0 OHOBJIEHHS
nepcoHaxka Juisi KoHTposiepa. CTBopeHa (PyHKI[iS BUKIMKAETHCS HA MO0 HATUCKAHHS
KOJKHOI 3 KHOITOK IepCOHa)ka, BKAa3aBIIIK BIAMOBIIHI BX1JIHI JIaHI.

OOpanoro mepcoHaxka HeoOXimHO 30epertu B SaveGame. J[[ns mporo B
KOHTPOJIEP1 CTBOPEHO CEPBEPHY MO0 JIJII OHOBJICHHS 1H(OpMAIIil PO TpaBIs, B SIKIH
Bukiukaerhes nofis Update Character Controller Ta dyHKkiis, sika OHOBIIIOE Ta 30epirae
naHi. B MeHro 1001 J01aHO KHOIKY MEePexXoay B MEHIO BUOOPY MEpPCOHa)k,a Ta CTBOPEHO
BianmoBigHui rpad noaii On Clicked.

B xouTposiepi rpu oTpumyroThesi 30epexeHi aHi rpais 3 SaveGame B mojii
BeginPlay. byno ctBopeno rpad ¢yskiii SpawnDefaultPawnFor, sxy moxkna 3HaiiTH B

mento Override (puc. 3.29).
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Pucynox 3.29 — SpawnDefaultPawnFor

B cTpykTypy Ta Tabmuiro JaHUX MEPCOHaXa OJAHO TPU 3MIHHUX, SKI MICTATH
XapaKTEPUCTUKU TIEpPCOHa)Xa (370pOB’Sl, BUTPUBAIICTh Ta CUIY). Y BIDKETI MEHIO
BUOOpY MepcoHaxa JOJIaHO PaMKy 3 XapaKTepUCTUKAMM, SIKI B1IOOPaKaIOThCS Y
BUDJISIAL CTpiuku mporpecy. CTBOpeHO (YHKIIIO 171 OHOBJICHHS XapaKTEPHUCTHK
NEPCOHAXKA, sIKa BUKIIMKAEThCS Mpu cTBOopeHH1 MeHIo (Construct) Ta HATUCKaHHI KHOIIOK
BuOOpy nepconaxa (¢pynkuis Character Button Pressed).

i xapakTepUCTUKN MPUCBOIOIOTHCS BIIACHE MEPCOHAXKY (B OATHKIBCHKHM 00’ €KT).
Cnouatky CTBOPEHO 3MIHHI XapaKTEpUCTHK, micyis yoro B Construction Script B HUX
3anucytoTecsi oTpumani 3 Data Table xapaxtepuctuku. B Construction Script ycix
JOYipHiIX 00’€KTIB BCTAHOBJICHO BIJIMOBIAHI Ha3BU PAJIKIB TaOJUIN TEepe] BUKOHAHHSAM
0aTbKIBCHKOT'O CKPUIITA.

Hami Oyno 101aH0 MOXIIMBICTH 0OMpaTH CTaTh MEPCOHAXKA Ta 3MIHIOBATH KOJIp
Tina. CtBopeHo ny6isikatu mema Quinn Ta MartepiaiiB pi3HUX KoJbopiB. CroyaTky
OyJl0 CTBOPEHO CTPYKTYpPY, SKa MICTUTh BIIOMOCTI TPO BHUKOPUCTAHHS CIIOTIB
Marepianly (B KOXHOTO TEpPCOHa)Xka JBa CJIIOTH MaTepialdy) Ta TOMINIEHAa B 1HIINY
CTPYKTYpY, IJis SIKOi, B CBOIO uepry, ctBopeHo Data Table. B tabnuito 3anucano Bci

MeIIl Ta MaTepiaiy, Ki BOHU BUKOPHUCTOBYIOTh. B MeHI0 BHOOpPY IepcoHaxa CTBOPEHO
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MeHI0 KacTomi3zaiii 3a gomomororo Widget Switcher msixom myOntoBaHHS Ta 3MIHU
MEHIO BHOOpY. TakoX CTBOPEHO OKpPEeMHUN BIIKET — KHOMKY KacTomizallli, sika
BUKOPHUCTOBYETHCS Ui BUOOPY CTaTl Ta CKiHa nepcoHaxka. B Construct BU3HaYaeThCs
TEKCT KHOMNKU (Ha3By MOJIENI, SIKIIO 1€ KHOIKA 3MIHM CTaTi; Ha3BYy CKiHA, SKIIO II€
KHOIIKa 3MIHM CKiHA) Ta OHOBIIIOETBCS CTPYyKTypa Ta 00’ekT SaveGame, B $Kl
JI0JTal0THCSl HA3BH CKiHA Ta MOJIEJI TIEPCOHAXKA.

B MeHro kacTomizarlii ¢cTBOpeHO (GyHKIIIT U1 BIAKPUTTS Ta 3aKPUTTS MEHIO, SIKi
BUKJIMKAIOTHCSI HA HATUCKAHHS BIANOBIAHMX KHONOK. DyHKIIS BIIPUTTS MEHIO BUTSTYE
HEoOX1H1 JaHi, 3aMMCyI0YH 1X B 3MIHHI (MacUB CTBOPEHUX KHOIOK, Mama Mojelel Ta
CKIHIB, MACHBH KJIFOYiB MOJIeJIel Ta CKIHIB) Ta CTBOPIOE BIJIMOBIAHI KHOMKU 3MiHU CTaTi
Ta cKiHa. DYHKIIIS 3aKPUTTS MEHIO BUAAJISIE BC1 CTBOPEHI KHOIKHU Ta OYHUINAE MAacCUBU
JAHUX, CTBOpPEH1 (YHKIE BIIAKPUTTA. B KOHTponepi MEHIO CTBOPEHO (QyHKIIT
30epiraHHs oOpaHMX MOJENI Ta CKiHa HuIsixoMm ayOmtoBaHHs (yHkuii Save Selected
Character. B menro BuGopy nepconaxxa CTBOpEHO (DYHKIIIO, SiKa 3MiHIOBaTUME CKiH 200

MOJIeNIb TIPY HATUCKAHHI Ha BiAMOBIHY KHOMKY (puc. 3.30).

Pucynox 3.30 — Customise Button Pressed

B GameModeMenu 3mineno noaito Update Selected Character, B siky nomaHo

3MiHY CKiHa (11 IbOTO TaKoK cTBOpeHo Multicast moiro A1 3MiHU CKiHa B TIEPCOHAXKI
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71061). Jlns toro, mo0® oOpaHuii CKiH 3’SBISBCS MiJ 4Yac Tph, B 0a30BOMYy OO0’ €KTI
NepcoHaxka CTBOPEHO 3MiHHI, SIKI MICTUTSITh Ha3BU MOJIEIl Ta CKiHA, Ta (QYHKIIIO IJIs
3mian mozeni Ta ckia (puc. 3.31). g QyHKuis BUKIMKAETHCS HA TMOYATKY MOAIT
BeginPlay. B GameMode 3mineno ¢ynkuito Spawn Default Pawn For, B siky nmomano

3MiHY CKiHa Ta MOJIEJII.

Pucynok 3.31 — Set Model and Skin

JIJist pi3HOMaHITHOCTI TeUMIUICI0 B Tpy OyJo J0ojaHO piBHI (paHTu rpaBlis), IS
MIJBHUIICHHS SKUX TOTPIOHO OTPUMYBATH JOCB1]I (BOMBAIOUU 1HIIKMX I'PaBIIIB YK OOTIB).

CTBOpEHO CTPYKTYPY, SIKa MICTUTh MAaCHUBHU KIJIbKOCTI JOCBIAY, HEOOX1THOTO AJIs
OTpMMaHHSI paHTy, Ta TEKCTyp paHriB. KokeH MacuB CKJIalaeTbCad 3 OAUHAAISATH
enemeHTiB (10 panriB + BiJICYyTHICTh paHry). Takox B CTPYKTypy 3 AAHUMH TPaBIIs
J0JJaHO JB1 3MIHHI — KUIBKICTh JOCBiMy Ta paHr rpasus. Y Bimkeri HUD nomano pasr,
Horo 1HTpPO Ta KUIBKICTh JaocBimy. CTBopeHO nB1 (PyHKIIII JyIsi OHOBJIEHHS KUIBKOCTI
JOCBIZy Ta paHra rpaBus, sKi OepyThb 3HAY€HHSA 31 CTPYKTYpU AaHUX TpaBUs Ta
BUBOJISATh iX Ha ekpaH. Jlam Oyno ctBopeHo 00’ekt kiacy Blueprint Interface — me
iHTepdeiic goceiny. B Hhomy cTtBopeHo dyHkiiro Add XP. Jlanwuii inTepdeiic qomaHo
1o 6azoBoro nepcoraxa (omis Implemented Interfaces).

Ham O6yno crBopeHo 00’ekT kimacy Actor Component, SKuii BUKOPUCTOBYETHCS

JUISL peantizallli MeBHUX redMIUIEHHUX (YHKUIN, OB’ A3aHUX 3 nepcoHaxkeM. CTBOPEHO
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byHKIIIIO, SKa 3aMucye B 3MIHHY JaHl MpO pIBEHb Ta JOCBiA TpaBlis, OTpUMaHl 3
BIJIMOBIAHOT CTpYKTypu. [Jami Oyno cTBOpeHO (yHKIIIO, SIKa BU3HAYa€, YU MOXKE
rpaBellb OTPUMATH HACTYITHUH PaHT Ta MiABUIIYE HOTO, SIKIITO MOXKE.

CrtBOpeHO (yHKIIIIO, SIKa OHOBIIIOE JOCBIJ Ta PAHT B KOHTPOJEPi, a TAKOX B
KOHTpPOJIEP1 CTBOPEHO KACTOMHY MOJII0 JUIsl OHOBJIEHHS AaHUX rpaBis B SaveGame. B
Actor Component cTBOpEHO KaCTOMHY TOJIit0 JJIs 1HIIai3a1ii 00’ €kTa, sKa 3amucye B
3MIHHI JIOCBIiJl Ta PiBEHb I'paBlis, OTPUMaHI 3 KOHTpOJIEpa Ta OHOBJIIOE iX B KOHTPOJIEPI
py HEOOXI1THOCTI, @ TAKOX TMOII0 JJIsl TOJAaBaHHS JIOCBITy Ta ITiIBUINCHHS PiBHS (pHC.
3.32). CrBopeHmii 00’€KT a0JaHO 10 ©0a30BOro INEpPCOHAXKa, MOJMIK0 I1HIIAi3aIi

BUKJIMKaHO B BeginPlay.

Pucynok 3.32 — Add XP

B Game Instance cTBOpeHO MOAIN0 i CKHUJIAHHS JOCBIY TpaBIlsl IIJISXOM
nyOmoBaHHS Ta 3MiHM TOMIi 3MIHM iMEHI (3 JaHUX TPaBI MEPEHAAECTHCS JUIIEC 1M s),
MICJIS YOTO B TOJIOBHOMY MEHIO OYJIO TOJIAaHO KHOTKY CKUJIAHHS OCBITY Ta BUKIUKAHO
CTBOPEHY MOJI1I0 Ha MO0 HATUCKAHHS KHOTIKH.

Hani Oyno CTBOPEHO HOBUH BIIKET, SIKHH MICTUTH 1H(OpPMALII0 PO PAHTH.
CtBopeHO (QYHKIIIIO Il BUBEJICHHS Ha €KpaH PaHry Ta KUIBKOCTI JOCBiAY AJisg HOTO
OTpUMaHHA, ska BUKIUKaeThcsa B Construct. CTBOpeHUN BIIKET 0JaHO B TOJIOBHE
MEHIO Ta MEHIO JI001.

Jlani Oynio peanizoBaHO BIJKPUTTS 3MIHU CTaTi, MEPCOHAXKIB Ta CKIHIB MICIA
3100yTTs meBHOTO paHry. CmouaTky OyJio J0/aHO B CTPYKTYpH KacTtomizarii Ta

MOJICJIell HOB1 3MiHHI: B MEPIIy — pPaHr JJis po30JIOKyBaHHS MEPCOHAXA; B JPYTry —
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paHru s po30JIOKYBaHHS MOJZIENl Ta CKIHIB, MICIAS 4YOro B TaONUIl CTPYKTYp
NEepPCOHAX1B BKa3aHO HEOOX1/IH1 IaHi.

VY BiKETI MEHIO CTBOPEHO PaMKy 3 HAITMCOM TPO 3a0JIOKOBaHUI CTaH MPEAMETa,
MICIIsE 4YOro CTBOPEHO (PYHKINIIO, sIKa MOKa3ye ab0 MPHUXOBYE paMKy B 3aJIEKHOCTI Bij
crany npeamera. 3miHeHo ¢yHkIi0 Character Button Pressed muisixom mgomaBaHHS
NEePEeBIPKA Ha JOCTYIHICTh BHOOPY NTaHOTO MEpPCOHa)Ka. TakoX CTBOPEHO JIAHITFOKOK
HEOOXTHUX TMOii, SIKI BUKIMKAIOThCSA OJHA B OAHIA Ta B ¢yHKisx (puc. 3.33 Ta
puc.3.34) 1 komii moxii 3MiHM Mella, aHiMalii Ta MaTepiaiiB, SKI PEIUIIKOBAHO st

KJIIEHTIB B MEPCOHAXI JIOO1.

FIND

Pucynok 3.33 — 3minena ¢ynxyis Character Button Pressed (vacmuna 1)

Pucynok 3.34 — 3minena ¢ynxyis Character Button Pressed (vacmuna 2)

Amnanoriuno ¢yskmii Character Button Pressed 3mineno ¢ynkuiro Customise

Button Pressed juist BU3HaueHHS JOCTYITHOCTI CKIHIB Ta MOJIEICH.
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3.6 llITyunwmii inTeaexT 0OTIB

Jlist 3a0e3nedeHHs 1[IKaBoro Ta JUHAMIYHOTO I'eiMIUIeI0 B OJIMHOYHIN Ipi Oyi0
peaii3oBaHo OOTIB — MEPCOHAXIB, KA KEPYIOThCS Komil torepoM. s iX CTBOpEHHS
BUKOpUCTaHO Oe3komrToBHUN maker Paragon Minions 3 Epic Games Store. [Ins
obpanoro memra Oyno crBopeno Blend Space, micis woro 6ysio ctBopeHO Animation
Blueprint. [lami Oyno ctBopeHo nBa 00’e¢ktu — Al koHTponep (00’€KT, SIKUN
BUKOPHUCTOBYETHCS JUIsl HA3HAUCHHS YIIPaBIiHH epcoHaxamu, kepoanumu LI [9]) Ta
Character (6a3oBuii mepconaxk mist 0oTiB). B rpadi crBopeHO HOBY GYHKIIO IS

BU3HAYCHHS I, SIKY aTakyBaTuMe 00T (puc. 3.35).

Pucynox 3.35 — Find Enemy

Jlani OyJio CTBOPEHO JIBI KaCTOMHI MO/I1i: Tepiia nepemiirye 6oTa A0 rpaBis 3a
nornomororo Al Move To, sikmo OOT >XuBHi, a Apyra 3HaXOJAUTh IUIb Ta TMEpEeMillae
6ota 10 Hel, ko 00T 3’ aBUThCs Ha Marli. [1[06 60Tu MorIHM TIepeMilyBaTUCh MO Malili,
HEOOX1THO ToJaTH HaBiramiHy citky [10].

Jlami Oyno peairi3oBaHO HAHECEHHS IrpaBIeM IIKOAW OoTam. [[1s mbOoro croyatrky
OyJi0 CTBOpEHO HOBUM KaHan TpacyBaHHs B Project Settings — Collision — Trace
Channels. B Presets BcTaHoBI€HO irHOpyBaHHS KaHamy 00’ ektamu Pawn Ta G10KyBaHHS
00’exramu Character Mesh. B 0a3oBoMy mnepcoHa)ki CTBOPEHUM KaHall TpacyBaHHS

HA3HAYCHO B MOTPIOHMX By3nax (YyHKIIT TpacyBaHHS.
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CtBopeHo iHTepdeic, SKUil BUKOPUCTOBYETHCS ISl HAHECEHHS IKOIU OOTYy.
®yHkuis iHTEpdelicy Mae Ba BXOAM Ta TPU BUXOJMU: BX1JHI JaH1 — aTaKylOUUi IpaBellb
Ta KUIBKICTh HAHECEHOI HHUM IIKOAW, BHXIJHI — BHU3HAUEHHS CTaHy OoTa
(CKMBUW/MEPTBUI), KUIBKICTh JOCBITY, SKHH OTpUMaEe TpaBellb Ta BU3HAYCHHS
MO>KJIMBOCTI HAHECEHHS IITKOTH.

B BP 6ota cTBOpeHO KacTOMHY MO0 JIJIsi CMEPTI, sIKa 3HUIIYBaTUME 00Ta, SKIIO
HasBHUU aTakyro4ui rpaBerb. Jlami Oyno crBopeHo rpad ¢yHKii iHTEpdelcy, ska
BU3HAYa€ CTaH OOTa 1 MOKJIMBICT HAHECEHHS IMKOAW Ta BiJHIMAE BiJ KUTBKOCTI
3I0pOB’ S KUTBKICTh HAHECEHOT IIKOJIH.

B BP nepconaxa crBopeHo HOBY QyHkuit0 Server Process Hit, sika Bukiukatume
(GYHKIII0O HaHECEHHS HIKOAM, AKIIO TpacyBaHHs 3a010koBaHO OoToM. Bukimkaerbcs
dbyukiisa B iHmN ¢ynkmii — Server Bullet Trace. lam Oyno crBopeHo Enumeration,
SIKUIA MICTUTB BC1 MOYJIMBI HAMIPSIMKUA HAHECEHHS IIKOJIU.

HompankoBano ¢yHkiiro inTepdeiicy B BP 60ta nuisixom q0/1aBaHHs BUSHAYCHHS
HaIpsSIMKy HAHECEHHs IIKOJAM, KWW TepeaeThCs B MOJI0 cMmepTi 6orta. Jlam Oyio
CTBOPEHO MOHTAaX1 aHIMaIliii cMepTi 60Ta (Bchoro ix 5), micis yoro B BP 6ota ctBopeHo
HOBY (YHKIIIO i1 BCTAaHOBJIEHHS MOHTaXY aHIMaIlli cMepTi B 3ajieHOCTI BiJ
HanpsIMKy HaHeceHHs wwKkoau. CtBopeHo kactoMHy Multicast mogiro, sika BIATBOPIOE
oOpaHuil 3a JOMOMOTrOK CTBOPEHOI (DYHKIIIT MOHTa)X; BOHA BUKIMKAETHCS B MOAIT

cMepTi 6oTa. Takox cTBopeHo noito i aktuBallii Ragdoll ¢izuku (puc. 3.36).

Pucynox 3.36 — Start Ragdoll (6omu)
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B AI xoutponepi momano HoBuii 00’exkt — Al Perception Ta HamamToBaHO
NOTpIOHMM  YMHOM  (BCTAHOBJICHO  TIPECEeT, poO3Mi3HaBaHHA 00’ekTiB). BiH
BUKOPHCTOBYETbCA I BCTAHOBJICHHS CHPUUHATTA OOTOM irpoBoro cBity. [lami B

nupektopii rpu y daitni DefaultGame.ini B manii Config BiricaHo Taki psaKH:

[/Script/AIModule.AISense Sight]
bAutoRegisterAllPawnsAsSources=false

[Ticns mepesamycky TpOekTy B 0a30BOMYy TNepcoHaxi momaHo o00’exkt Al
Perception Stimuli Source, 10 sikoro BctaHoBIeHO TpeceT, aHaioriuno Al Perception
KOHTpOJIepa.

CtBopeHo HOBY (YHKIIIIO, sIka BCTAHOBIIIOE IIJIb 00Ta B JaHOMY OO’€KTI Ta B

KoHTpouepi (puc. 3.37). Buknukaersesa B moaii On Spawned.

i Target Player
Set Target Player ?"1s Valid o Y

g W SET
P P Exec Is Valid [ > » — » ++ » — »

Target Player Input Object

Is Not Valid [ - Target Player Target Player

Target
- — T — Num Of Al Attackers @
Target Player Target Num Of Al Attackers @ -
As BP AlController Base

Pucynok 3.37— Set Target Player

B Al xontponepi ctBopeno rpad moxii On Target Perception Updated mms
OHOBIICHHSA 1U1i 00Ta. Jlami Oyno peanizoBaHo OJMKHIO aTaky 00TiB. CTBOPEHO TOUKY
craBHa 6ota (00’ekT Actor), micis yoro B o0’ekti 60ota momaHo Box Collision Ta
po3ramoBaHo mepes; Oorom. CTBOpPEHO TOAII0 Ha BHIAJCHHS TpUTrepa, sKa
BUKJIMKAETHCS B MOJIi craBHa Ta cMmepti. Jlami Oyno CTBOpPEHO JeKijabKa MO s
3aIyCKy Ta 3yNMUHKH MPOTrpaBaHHsS MOHTAXY aTakH, SKi BUKIMKAIOTHCS MPHU MMOYATKy Ta
kil neperuny Box Collision 3 rpaBiem. Takox cTBopeHo (YHKIIIIO TpacyBaHHS IS
B1JICJIIIKOBYBaHHSI YJIapiB.

CrtBopeHo HOBHI iHTepdeic, sKuil AomaHo A0 0a30BOro MEpcoHa)xa — BiH
BUKOPHUCTOBYETBCS JUIsi HaHECEHHS INKoau OoToM rpaBmioo. DyHKIisS iHTepdelicy
BUKJIMKAETHCS B (PyHKIII TpacyBaHHsa 0oTa. B irpoBomy iHTepdeiici 10JaHO PSAIOK 3

KUTBKICTIO 3I0POB’sI, MiCIIsl YOTO CTBOPEHO (QYHKIIIIO JIJIsi HOTO OHOBJICHHS.
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B irpoBwmii iHTepdelic momaHo HakIamaHHA €QEeKTy OTpPUMaHHS IIKOAU —
croyaTky OyJjo J0AaHO MaJlOHOK B caM iHTepdeiic, Jaial CTBOPEHO aHIMAIlil0 HOro

IMOsIBU Ta 3HUKHCHHA 1IpU HOpaHeHHi.

3.7 HanamTyBaHHS NapaMeTPiB NMePePOIKEHHS MEePCOHAKA

B nanomy migpo3aini omucaHO peaiizaililo CMEpTI Ta pecliaBHa IMEePCOHAXIB.
3MmiHeHO (YHKIIO 1HTEpQElCcy NUITXOM J0JaBaHHS TMEpeBipku Ha HasBHICTH HP B
IpaBIsl Ta CTBOPEHO (PYHKIIIO JJisi MPOTpaBaHHS MOHTaXy cMepTi. Tako CTBOpEHO
nonito anst 3amycky Ragdoll-¢isukm 3 BukopucranHsaMm kactoMHOi C++ QyHKII].
Peanizartito Bcix dyHkiiit 3 Bukopuctanusm C++ mojgaHo B 10AaTky b.

CTBOpEHO HOBUH BIDKET — MEHIO Il pEClIaBHA Ta BUXOJIY IMICIS CMEPTI, SIKUU
CKJIIa€ThCSl 3 KHOIOK pEClaBHa, CIOCTEPIraHHA Ta BUXOMy B MeHo. llpu Buxomi B
MEHIO 3’SBJISIETbCSI MEHIO MIATBEPDKEHHS Yy BUMNAJAKY, SIKIIO T'paBellb € CEPBEPOM, 3
SIKOTO MOYXHA BUUITH 3 TPU YU MOBEPHYTHUCH 10 HEi. B KoHTpoJiepl CTBOPEHO (DYHKIIIIO
Uit BimoOpakeHHs MeHIo pecraBHa. Jlani B GameMode Oyno cTBOpeHO (PYHKITIIO st
pecrnaBHa, noaiOHy ¢GyukIii Spawn Default Pawn For, Ta nmoxito Respawn After Dying
JUI BUJAJICHHS TOMEPJIOTO Ta CTBOPEHHS HOBOTrO mepcoHaxka B Tpi. CTBopeHa momis
BUKJIMKAETHCSI B HOBIW CcepBEpHIN Mojii KOHTposiepa. B MeHIO pecriaBHa BUKIIUKAETHCS
Respawn After Dying Ha KJIiKk KHOIIKM peclaBHa.

st peanizaiiii peKuMy CIIOCTEpEeXEeHHsST OyJio T0JaHO 0 0a30BOro MepcoHa)ka
HOBUM KOMIIOHEHT Spring Arm, JI0 SIKOTO, B CBOIO YEPry, A0JaMO JOYIpHINA KOMIIOHEHT.
CTBOpEeHUI KOMIIOHEHT PO3MIIIEHO B MICLI PO3TalllyBaHHs KaMmepu. B MeHro cMmepTi
JI0JIaHO PAMKY 3 KHOIIKAMU KOHTPOJIIO CIIOCTEPEKECHHS (TIEpEMUKAHHS MIXK TPaBISIMU Ta
pecniaBH). CTtBOopeHO ABI (PYHKIIi 1Ji1 OHOBJEHHS IMEHI I'paBls, 3a SKUM BeIEThCS
CHOCTEPEKEHHS Ta MOKa3y/IPUXOBYBAaHHS YaCTUH MEHIO.

B koHTpoOepi cTBOpeHO HOBI (PYHKIIIT /11 OHOBJICHHS 1IUJII CIIOCTEPEKEHHS (pHC.
3.38) Ta mouyatky crnocTepexxeHHs 3a Hero. Jlami Oyno cTtBopeHo rpadu momaid s
HaTUCKaHHs KiaBim Q (monepenHiit rpasens), E (HacTynmHuii rpaBens) Ta R (pecnasn) 1

JIQHITIOXKOK TIOAIH JJIsI CIOCTEPEIKEHHS 3a TPaBIIEM.



Pucynox 3.38 — Update Spectate Target

3.8 Peanizanisi peskxuMiB rpu Ta 10JATKOBUX (PYHKIIH

byno peanizoBaHO HECKIHUCHHHMI XBWJIbOBHH crmaBH 00TiB. Crodatky OyIo
JOJIaHO Ha Mamy JeKiIbKa TOYOK CIaBHA Ta JOJaHO JO HUX Ter, MICIs 4Y0oro B
GameMode cTBOpeHO MO0 JJI TMOYATKY XBHWII, SIKA BUKIMKAETHCSA B MOJIi 3aIlyCKy
pIBHS 1 sIKa, B CBOIO 4epry, BUKJIMKAE MBI MOJIi — CaBH XBWJI (IMOJIaHO B JOJATKYy A,
puc. 6-7) Ta O4iKyBaHHS HACTYIHOI XBWJIl MICJISl 3aKIHYEHHSI MOTOYHOI, a TaKOX JIB1
JOTIOM1XH1 (PYHKIIIT JIJI1 BU3HAYCHHS KiJIbKOCT1 OOTIB y XBHJII Ta KUIBKOCTI 1X 3/I0POB’S.
Takox B BP 60ta nonano BujpaneHHs o0‘ekra miciig cMepTi B nojli 3anmycky Ragdoll-
¢i3uxu. Takum gyrHOM OYI0 peanizoBaHo nepimii peskuM rpu — Endless Wave.

CrBopeHo o0’exkt Enumeration, sikuii MICTUTh Ha3BU BCIX pEXUMIB TIpu. B
GameMode ctBOpeHO (YHKIIIIO JjIsi BCTAHOBJIEHHSI HalallTyBaHb T'pu (BUOpaHUii
pexuM, OECIIOBHUN Tepexia ToIlo), sika BuUkIukaerbess B Begin Play. B HUD 6yno
BIJIKJTIOUEHO peclaBH rpasiis npu rpi B pexxumi Endless Wave.

CTBOpEHO MEHIO 3aKiHUYCHHS TPH, B SKOMY CTBOPEHO (DYHKIIIIO IS BUBCICHHS
KUIBKOCTI MEPEKUTUX XBWIb. B KOHTposiepi 3MiHEHO (YHKI[IFO BUBEICHHS MEHIO CMEPTI
HUIAXOM JIOJIaBaHHS TEPEeBIPKA KUIBKOCTI MOMEPJIMX TIpaBUiB (MEHIO CMEpTI
BUJIAJISIETHCS, SKIIO BCI TPaBIll TOMEPIIM) Ta CTBOPEHO TOJI0 JJII BUBEICHHS E€KpaHy
3aBepiieHHs Tpu. B GameMode crTBOpeHO momit0 s BigoOpa)k€HHs eKpaHy
3aBEPIICHHS TPU Ta MEPEMIIICHHS TPaBIs B 1001 a00 MEHIO (SKIIO 11e OAMHOYHA CECisl),

a TakoX (PyHKIIIIO, SIKa BUKIIMKAE JJaHY MO0, SKIIO BCI TPABIll 3arUHYJIN.
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PeanizoBaHo MOXIMBICTH MiI0OpPY TrpaBiieM 30poi, sSika 3HAXOAUTHCS HA MAITi.
CtBOpeHo HOBUH 1HTepdelc 3 HoTUpMa PYHKIISIMHA — B3a€EMOJIS 3 aKTOPOM, BUBEACHHS
Ha3BU 30p0i, BCTAHOBJIEHHS BHAMMOCTI TEKCTy Ta aBTO mialip. Takox momaHo HOBHIA
Input Ta 06’ €KT KO1311 (a TAKOXK MPECET AJISI HHOTO) B HAJAIITYBAHHSIX MMPOEKTY.

B 6a3zoBomMy nepconaxi nogano 06’ekt Sphere Collision fjist BUSIBIGHHS pedeid,
K1 MOkHA miioparu. [lam Oyio cTBOpeHO Mojii MovaTrKy Ta KiHIs Koui3ii ais chepu
Ta Mellla MepcoHa)ka Ta moaito B3aeMo/ii 3 akropom. B HUD nonano pamky 3 Ha3Boro
npeaMeTa Ta CTBOPEHO (YHKIIIIO A7 BiOOpaKeHHsSI paMKH Ta BCTAHOBJICHHS TEKCTa;
TaKOX B KOHTPOJIEP1 CTBOPEHO MO/II0 JIJIsi BUKJIUKY JaHOT QyHKIIIT.

Hami Oyjno CTBOPEHO CTPYKTYpY, SKa MICTUTH 1H(OpMalil0 Npo NpeIMeTH, 3
SKUMHU TpaBellb B3aeMoji€ i Tabmuito ayis Hei. TakoX CTBOPEHO MPOCTUH BIDKET 3
OJIHUM TEKCTOBHMM I10JieM (Ha3Ba NpeaMera) Ta 0a30BUN 00‘€KT IS MPEIMETIB, SIKUM
MICTUTh CTaTUYHHUI Ta CKEJIETHUW Melll, a Takox Tpurep y Burisal Sphere Collision 1
cTBOpeHHi BipKeT. JJo 00’ ekTa Oyio mogano noTpiOoHmii iHTepdeiic Ta cTBOpeHo rpadu

dbyukii iHTepdeiicy Ta rpad Begin Play (puc. 3.39).

Pucynoxk 3.39 — Begin Play (BP_Pickup Base)

Byno cTBopeHo nouipHii 00’ €KT Bijg 0a30BOTO — 1€ 00’ €KT JJIs MiA0UpaHHs 30poi.

B nHpomy ctBOpeHo rpad ¢yHkuii iHTepdency s B3a€MOJIl 3 aKTOPOM, SIKHMl Jo/1ae
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nigiopany 30poi0 B OCTaHHIN CIIOT iHBEHTapro, oOupae oro B rpi Ta BUAAIIE 00’ EKT
JUISL 00Dy .

B nmepconaxi ctBopeHo (hyHKIIIO ISl BA3HAYEHHS MOXKIIMBOCTI 3MiHH 30poi. [ami
B TaOJIUIIO MpeaMeTiB Oyso J0/1aHO HOBHUHM 3amuc — OOenpuriacu sl TBUHTIBKU. B
0a30BOMY MEpPCOHAX1 CTBOPEHO (PYHKIIIIO, SIKa MEPEBIPSI€ IHBEHTAP IpaBLs Ta BU3HAYAE,
YU MOJKE TpaBelb MigiopaTu 30poro. B 00’ekTi 30poi cTBOpeHO MacmTaOHy (DYHKIIIO
Pick Up, saxa mepeBipsie mpeameT, sikuii Oyjo migiOpaHo, Ta OHOBJIOE MOTPIOHI JaHi
TpaBIls, MICISA YOro 3MiHEHO Tpad B3aeMojii MUISIXOM HOTo 3aMiHM Ha BUKIHK JTaHOI
byHKITI.

PeanizoBano 30epiranHsi npoduaro 3 BUKOpUCTaHHAM cioTiB. CrnovaTtky Oysio
3MIHEHO 3aBaHTAKEHHS Ta 30epiraHHs mpoduio B yCix 00’€KTax, BUKOPHUCTOBYIOUH
3MiHHY 1151 Ha3BH ciiota. CTBOpeHO HOBUM 00’ekT Save Game, KWW MICTHTH ITpOBi
HaJalITyBaHHS, Ta CTBOPEHO 3MIHHY, SIKA MICTUTh aKTUBHUH cioT npodumo. B Game
Instance cTBOpeHO MacuBH 3 yciMa ciloTamMu 30epiraHHsS Ta CTPYKTypaMu JTaHUX
npodiIr0, a TaKoX (YHKIIIO JIJIs 3aBAaHTAXKCHHS HaJIAIITyBaHb 31 CTBOPEHOr0 00’ €KTA.
Hamni 6yno BaeceHo HeoOxiani 3minu B Pynkuiro Checked for Saved Info Ta crBopeno
GyHKIIIO IS 3aBaHTaKEHHSI BC1X MpoduTiB 1 GyHKIIIO I 3MiHU PO, sIKa 3MIHIOE
BCl 3MiHHI, MOB’s3aHl 3 NpoduieM rpaBus, 3aMUCYIOYM B HUX 3HAYCHHS Npodiias 3
oOpannM 1HIeKcoM. DYHKINSA 3aBaHTAXKCHHS HaJIAIITyBaHbh BUKJIMKAETHCSA B mojii Init,
TaKoX OyJI0O CTBOPEHO KACTOMHY IMOAII0 Il CTBOPEHHS HOBOro mpo(diiito — BOHA
BUKIIUKAETHCS B BIIDKETI IPH CTBOPEHHI HOBOTO MPO]1IIIO.

CtBOpeHo BikeT BHOOPY mpodins. BiH Mae BUTIIAN KHOMKH, KA MICTHTh 1M’
rpaBlsl, HOTO JOCBIM, PIBEHb Ta paHr. B rojoBHOMY MEHIO 10JaHO HOBE MEHIO BUOODY
Ta CTBOpPEHHS MpoduTto (YCTaJeHO BOHO CXOBAaHE Ta BIAKPUBAETHCS MPHU HATUCKAHHI Ha
KHOTIKY). Jlanmi cTBopeHo (DYHKIIIIO JJIsi OHOBJICHHS JaHUX BCIX MPOoQ1IiB, BIAMOBITHUM
(GyHKIIOHAT KHOMOK Ta IOJIsl BBEICHHS 1IMEHI, a TAaKOX (DYHKIIII0 HaTUCKaHHS KHOIIKHU
(BimkeTa) mpodisro.

Jlani ©6yno peai3oBaHO CTaTyc TOTOBHOCTI rpaBis B j100i. B Game Mode mento
J0JJaHO MacuB OyJeBUX 3HAYCHb, SKI MICTATH BIJOMOCTI NMPO TOTOBHICTH TI'PABIIB

pO3IOYaTH TPy, a TAKOK KAaCTOMHY IOJII0 JJIsI OHOBJICHHS 3HA4YCHb B MAcCHUBI1 IIPH 3MiH1
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cTaTycy. B KOHTpoiepi MEHIO CTBOPEHO MOJii, sIKi OHOBIIOIOTH CTaTyC TpaBIliB Ha
cepBepi Ta B KIIIE€HTaX.

VY MeHo 71001 T0AaHO TEKCT, KWW MO3HA4Ya€e TOTOBHICTH TPaBIls, PO3MICTUBIIH
YOTUPU EK3EMIUIIPU HANPOTH IMEH TIpaBLiB. 3MIHEHO MO0 HATUCKaHHS KHOIIKH
CTapTy: SIKUIO il HATUCHE IrpaBelb-CEPBEP — MPOJOBXKYEMO HASBHY JIOTIKY, SKIIO KIIEHT
— BHUKJIMKaTuMeTbes HoBa (yHkiis Ready Button Pressed. Takoxx cTBOpeHo (yHKIIit0
Update Players Ready, sika BUKIMKAaTUMEThCS B IOJ1i OHOBJIEHHS CTaTycy IpaBlisd B

KIII€EHTaX 3 KOHTpoJepa MeHro (puc. 3.40).

All Player Name WB
Local Player Ready Count @ —~ —
GET
© Update Is Player Ready
Local Player Count All Is Players Ready Array A on al o — True [

Falses® B

All Player Name WB

GET

a © Update Is Player Ready
Local Player Count @

Start Button
Num Of Teams @
f Setls Enabled

- Add pin ®
Max Team Size @

Local Player Ready Count @~

Local Player Count

Pucynok 3.40 — Update Players Ready

[lepen mouatkom peanizailii BUOOPY pekuMy rpu OyJ0o J0JIaHO TMEPEBIPKY Ha
JOCTYIHICTh BBEJEHOIO TpaBLiEM IMEHI B MEHIO CTBOpEHHS mnpoduio. B meHro
CTBOPEHO HOBY (DYHKIIIIO, SIKa TEpeBips€ BBEJACHE iM’S HAa HASBHICTh HEJOIMYCTUMHX
CHUMBOJIIB (HAIIPUKJIAJ, 3HAKY OKJIUKY). BOHa BUKIIUKAETHCS B TIO11 3MIHU TEKCTY B MOJI
BBEJICHHS IMEHI.

Hami Oyno peanizoBaHo BuOip pexxumy rpu. B 10061 101aHO paMKy 3 Ha3BOIO
peXKUMY Ta KHOIKaMH ISl HOro BHOOpPY (KHOMKHM aKTUBHI JIMILE ISl CepBepa, Tak sK
TIJIBKH BiH MOJKE 3MIHIOBATH PEXuM Tpr). B MeHr0 11001 cTBOpeHO QYHKITIIO 711 BHOOPY

peXUMY, KA 3MIHIOE PEXKHUM SIK y BiJKeTI, Tak 1 B Game Instance (e HEoOXiIHO IS
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GyHKIIOHYBaHHS TpPH), BUKOPHUCTOBYIOYM CTBOpEHY mpocTy mofiro 3 Game Mode
MEHIO, a TakoX (YHKLIIO /i OHOBJICHHS Ha3BU pEeXUMY B JI001 — 1 (yHKIISA
BUKJIMKAEThCS 3 PEIUIIKOBAHOI MOJIi B KOHTPOJEpPl MEHIO, 5Ka, B CBOIO 4YEpry,
BukiMkaeTbcsi B moAii Update Lobby. Jlam Oyno cTBopeHO Mmojii HaTUCKaHHS KHOIIOK
3MIHM PEXUMY, SIKI 3MIHIOIOTh OOpaHUM pEXHUM Ha MONEPEeIHIM Ta HaCTyIHUH,
3MEHIIYIOUN YH 30UTBIIYIOUN 1HJEKC PEKUMY BiATOBIIHO.

Jami Oyno ctBopeHo ctad rpu (Game State). CTaH Tpu BUKOPUCTOBYETHCS IS
3aMuCcy Ta BIJICIIIKOBYBAHHSI MOJ1M, SIK1 OB’ sI3aH1 3 MEBHUMHU MPaBWIAMU (HApUKIa,
TpUBATICTh payHy) [4]. CTBopeHO 00’ ekT Kiacy Game State Ta ycTajaeHO BCTAaHOBJICHO
cTaHOM rpH B 000X 00’ektax Game Mode.

3miHeHo MeHIo 51001 st omuHOYHOI Tpu. Cmouatky B Game Instance Oyio
CTBOPEHO KAaCTOMHY TMOJIII0 ISl BIAKPUTTS MEHIO JI001. Y BiIKETI MEHIO JI001 3MIHEHO
NoJ1ii HATUCKAHHS KHOMKHU cTapTy Ta Construct NUIIXOM J10JaBaHHS NEPEBIPKU 3MIHHOI
Is Single (oquHOYHA Tpa YK MYJBTUILIIEEP) — IPU HATUCKAHHI KHOMKU B OJIMHOYHIN Tpi
BUKJIMKAETHCSI CTBOPEHA paHille Mois (SKa TaK0X BUKIHUKAETHCS B TOJIOBHOMY MEHIO
NPy HATUCKAHHI KHOIKH CTapTy OIWHOYHOI Tpu), a B Construct BHIANSIOTHCS
HETMOTPIOH1 YaCTUHU MEHIO (TaKl K IMEHa 1HIIUX TPABIIIB).

B irpoBomy iHTepderici ctBopeno ¢yskuiro Update Player Names s
OHOBJICHHA 1MeH rpaBiliB. B Game State cTBOpeHO MacuB iMEH TPaBIliB Ta BCTAHOBJICHO
Bapiant RepNotify B ommii Replication. Ile morpibHo mis TOro, moO CTBOPUTH
(yHKLIO, SIKa BUKIMKAaTUMEThCS SIK HA CEpBEpl, TaK 1 B KIIEHTAX LI0pPa3y, KOJIHU 3MIHHA
oHoBmoeThest [11]. Jlana ¢yHkiis BUKIMKae (DYHKI[IIO OHOBJIEHHS IMEH TpPAaBIB 3
irpoBoro iHTepdeicy uepe3 KoHTpoJiep. Takoxk CTBOpeHO (YHKIIIIO JIJIi OHOBJICHHS
IMEH B CaMOMy KOHTPOJIEpI, Ka BUKJIIMKAETHCS TPU 3aITyCKy PIBHS Ta BUXOJY T'PABIIS 3
cecli.

B menio 1m006i gomaHO HOBUK KOMIIOHEHT — YaT, B SKOMY TpaBIli MOXYTh
CHUJIKYBaTUCh, 3HAXOASYHCH B J1001. CTBOpEeHO (PYHKIIIIO, SIKA CTBOPIOE MOBIIOMIICHHS,
JI0J1a€ WOTO JI0 YaTy Ta MPOJIUCTYE YaT TOHU3Y (SKIIO MOBIJOMIICHHS] BUXOJUTD 32 MEXKI1
eKpaHy). B KOHTposiepi MEHI0O CTBOPEHO MOJII0 ISl OHOBJIEHHS 4aTy, Takoxk B (Game

Mode MeHro CTBOpeHO (YHKIIO JJIS BIAMPABKH TOBIJOMIICHHS, SKa BUKOPHUCTOBYE
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JaHy MOJit0; (PYHKITIS BUKJIMKAaTUMEThCS B CEPBEPHII MOIIT 3 KOHTposepa MeHio. B 1001
BUKIMKaeThest moAiss On Text Commited TEKCTOBOTO MOJs 4YaTy, sKa HAJCUIATUME

noBigomiieHHs (puc. 3.41).

‘extCommitted (Editable Text) (EditableText_Chat)

»
> F Get Game Mode
Text @

Editable Text Chat

$ Send Chat Message ¥ SetText (Editable Text)
Commit Method

eMenu
n ETextCommit [ o —— (< T — D=0
Default B & B Tue = P True B / D Target
4 Condition  False D Condition  False B AsGam = o inText[ ]
V% Cast To MenuController (W Format Text

» Format [{A} _(B}]

e Lite ox Object A
F Make Literal Text e Player Name ® ® A

Value Return Value @ = As Menu Controller ®s

W)
F Get Owning Player . & Server Send Chat Message

Target [self Return Value

Editable Text Chat

Pucynoxk 3.41 — Haocunamnns nogioomnents 6 uam

[lepuuit PvP pexum, sikuit Oyno peanizoBano — Free for All (Bci mpoTu Beix).
Jlanuii pexxuM O3Hauyae BIACYTHICTb KOMaH]l — KOKEH TpaBellb I'pa€ OJUH MPOTH BCIX
IHIIIKX TPABIiB.

Ha3By uporo pexxumy Oyno gonaHo B Enumerator, Takox CTBOPEHO CTPYKTYpY,
sIKa MICTUTh TPU MacHBa (TPUBAIICTb PAYH/Y, JIMIT OYOK Ta Yac O4IKyBaHHS pecliaBHA)
1 TabnuIro 3 JaHUMU 000X pexuMiB. B MeHI0 71001 J0/1aHO KHOMKY MEPEXOy B MEHIO
HaJAIITyBaHb PEXUMY T'pU Ta camMe MeHIO (yCTalleHO BOHO NpPHXOBaHe), SIKl OyIyTh
JOCTYNHI Juiie cepBepy. B MeHO 11001 CTBOpeHO (YHKIIIO IS OHOBJIECHHS
BCTAHOBJICHUX HAJIAIITYBaHb, sIKa BUKIMKAETHCA B PYHKI(T BHOOPY peXuMy rpu. Takox
OyJ0 CTBOpEHO rpad HATHUCKAaHHA KHONKH NPUUHATTS HanamTyBaHb (puc. 3.42). B
Game Mode 3mineno ¢ynkiito Set Game Options IIISXOM J0/IaBaHHS HOBOTO PEKUMY
TpU Ta 3aMKCY HAJAIITYyBaHb PEKUMY B HOBI 3MiHHI.

B irpoBomy iHTepdeiicl oAaHO TailMep s BIACHIJIKOBYBaHHS TPHUBAJIOCTI
payany. CTBOpeHO (YHKIIIIO JUIsi OHOBJICHHSI TakMepy, sSKa po30WBae 4yac 10 KiHIIA
payHJy Ha XBWIMHHU Ta CEeKyHIHU. Jlanmi B KOHTpoJiepi Oyjo CTBOPEHO JBI PEIUIIKOBaHI

NOJii IS 3aIyCKy T'pY Ta OHOBJIEHHS TaliMepa.



Pucynok 3.42 — Bcmanosnenns Hanawmy8ans pexcumy epu

B Game Mode cTBOpeHO MOAII0 sl MOYATKy I'pH, MOAIOHY 10 MOAIl NOYaTKY IpH
B pexxumi Endless Wave, sika Buxnmkaerscs B Handle Starting New Player, sikmio
obOpano pexxum Free for All. B Game State cTBopeHO 3MiHHY, SIKa MICTUThH 4ac, SIKUN
3aNUIIMBCS 10 3aKiHUEHHS payHAy; peruikamiro BctaHoBieHo RepNotify. B ynkmii
OHOBJICHHSI 3MIHHO1 BUKJIMKA€TbCS (PYHKIIISI OHOBJICHHsSI 3 irpoBoro iHrtepdeiicy. B
Game Mode cTBOpeHO MO0 JjIsi 3BOPOTHHOTO BIJUTIKY, sIKa BUKJIMKAETHCS B MOIIi
CTapTy PiBHSL.

Takox OyJyio peanizoBaHO CIlaBH (pecnaBH) rpasiiiB Ha mari B pexxumi FreeForAll
Ta HAHECEHHs IIKOAM 1o TpaBusaM. Crmodatrky Oysio J0OAaHO Ha Mamy YOTUPH HOBUX
TOYKM CIIaBHA IpaBLiB. B Term TOYOK cnaBHa J0AAHO HA3BY PEXHUMY, PO3AUIMBIIU
HasBHI TOYKM chaBHa mno pexumy rpu. B Game Mode ctBopeHo QyHKIIO, sKa
BU3HA4a€, SKI TOYKM CHAaBHA MOXXHA BHUKOPHCTOBYBAaTH B 3aJIeXKHOCTI BiJ 0OpaHOTO
pexumy rpu. TakoK CTBOPEHO MOJII0 JIJIS 3aTPUMKHU TOYKHM PECIiaBHA, Micis 4oro rpad
noaii Respawn After Dying Oyno neperBopeHo B ()yHKIIIO, TaKOX JIOAABIIM B HEl
NePEeBIPKY MOKIMBOCTI BUKOPUCTAHHS TOYKH pecriaBHa. B ¢ynkiii Server Process Hit
JIOJIAaHO TIEPEBIPKY Ha HAasSBHICTh 1HTEpdelcy TpaBisl Ta BHUKIMKAHO (YHKIIIIO
oTpuMaHHs mwKoau B PvP pexxuMi mpu oro HasiBHOCTI.

Takox Oyyio BIIKIIOUEHO pexuM croctepiranus maius pexumy FreeForAll. Jlns
ObOTO B KOHTpPOJEpl 3MIHEHO TOAII0, sIKa BHU3HAYa€ JOCTYIHICTh PEXKUMY
cocrepiranusa. CtTBopeHO Bl OylieBl 3MiHHI [JJs TO3HAYEHHS JOCTYITHOCTI
CIIOCTEpITaHHS Ta BU3HAYEHHS PEXUMY (MYJIbTUIUICEPHUN YU Hi), SKUM BCTaHOBJIEHO

BIJIMTOBI/THI 3HAYCHHS B 3AJICKHOCTI BiJl 00OpPAHOTO PEKUMY TPH.
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B mpoekTt Oyno momano TalOiuIlto JiepiB 3 iHGOpMAIIE0 MPO KUIbKICTh BOMBCTB
Ta cmepreid rpasuiB. Cnouatky B Player State B BeginPlay 3aBantaxkyerscsi npoduib
TpaBIls, 3 KOHTpoJiepa OepeThecsi CTPYKTypa 3 iH(pOpMaIli€ro TPaBIls Ta 3aMHUCYEThCS B
3MIHHY, ITCJISI YOTO 31 CTPYKTYypH O€peThCs 1M’s TpaBIlf, SIKE TAaKOXK 3alHUCY€ETHhCS B
3MiHHY (0OuaBi 3MiHHI permtikoBaHi). B Game Mode ctBopeHo ¢yHKIit0, sika npu
BOMBCTBI TpaBIls 30UIBIITY€E KITbKICTH BOMBCTB B KOHTposiepi Ta Player State nnst BOuBII
Ta aHAJIOTIYHO 30UIBIIY€E KIUIBKICTh CMEpPTEH HJii BOUTOTO, a TaKOX (YHKIIIO IS
oHoBieHHs iHopmarii B Game State. B 6azoBomy mnepconaxi Bech rpad momii
OTpUMaHHS MIKOAM Oylio meperBopeHo B ¢yHKIi0. CTBOPEHO (PYHKIIIIO OTPUMAHHS
mkoau B PvP-pexumi nuisixom nyOitoBaHHS Ta 3MiHM (YHKLII OTpUMaHHA IIKoaU. B
noJIii OTPUMAHHS IIKOIW TEPEBIPAETHCI, B SKOMY PEXKHMI 3HAXOIUTHCS TPaBelb Ta
BUKJIMKAETHCS MTOTPIOHA (DYHKITIS.

CTBOpPEHO HOBI BIJIXKETHU:

— pAnoOK TaOJuIll JIiAEpIB MICTUTH 1IM’Sl TpaBls, KUIBKICTh HOro cMmepreil Ta
BOMBCTB;

— Tabnuis JiIepiB MICTUTh Ha3BY PEKUMY T'PH, TaUMEp payHAIy, JIMIT 040K Ta
Ta0IUIII0, SIKA 3aIIOBHIOBATUMETHCS BIIDKETaMU PSJIKA.

CrtBopeHo (yHKIIIIO 1Ji1 OHOBJIEHHS Tabiuill Ta noaito Construct, sika 3aroBHIOE
BCl HEOOXIJHI MOJs BIAMOBIIHUMH 3HadeHHsAMH. Jlani B KOHTposepi OyJio CTBOPEHO
GyHKIII0 JJI1 BUBCICHHS/TIPUXOBYBAaHHS TaONMIII Ta HOBHMM Input it BUBEACHHS
TaOJIUIl HATUCKAaHHAM KJiasiim Tab.

B 06a3zoBoMy mnepcoHaxl MO0, fKa BIANOBIJAE 3a CMEPTh MEpPCOHa)Xa Ta
BUBEJICHHSI MEHIO CMepTi, 0yJIO PO3AUICHO Ha JIBi: TIEpIia BIATBOPIOE MOHTAX CMEPTI , a
Jpyra BUBOJAWTb MEHIO CMEPTI Micis 3aTpUMKHU. BUKIMK HOBOI mojii Oyjo J0JaHO B
00uB1 QYHKIII OTPUMAHHS IIIKOIH.

CTBOpEHO €KpaH 3aBepIleHHsS TpU MpHU JOCITHEHHI OYIb-IKUM TpaBlEM
HEOOX1THOT KUJIBKOCTI OUOK. Y BIXKET1 3aKiHUEHHS rpu cTBOpeHo noaito Construct, sika
BUBOJIUTH BIJIMOBIIHUNA TEKCT B 3aJI€KHOCTI B/l pe3yibTaTy rpH (IEpeMIr 4 MpoTpas,
JOCSITHYTO JIIMIT OYOK YM 3aKiHYMBCS 4ac payHAy). B KoHTposepi cTBOpEHO JeKijabKa

HOBUX MOMIN: JUIsl BIAKJIIOYEHHS KEpyBaHHSA Ta JUIsi BUBEACHHs TaOiuul Jiaepis. B
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Game Mode ctBOopeHO momir0 IS 3aBepuieHHS Tpu B PvP-pexumi, momioHy a0
BianoBigHo1 moAii st Endless Wave. Takox cTBOpeHO (YHKIIIIO JJIsI 3HAXOKEHHS
NEPEMOXKIIS IUIIXOM MOIITYKY MaKCHMaJbHOI KUTBKOCTI BOMBCTB B MacHBl KOHTPOJIEPIB
rpaBiiB. Bukimkaerbes paHa (yHKINS B mojii Taiimepa micias HWOro 3aKkiHYCHHS Ta
OUMILEHHS, a TAKOX B (PYHKII1i 0OUHUCIEHHS KUIBKOCTI cMepTel Ta BOUBCTB.

Hactynuuii peanizoBaHuil peXuM — KOMaHAHHN cMepTenbHHUM 01 (a0o Team
Deathmatch). CyTts pexxumy mnosisirae B po30WTTI T'paBIliB HA KOMaHIH, B SKUX € OJHA
[[1JIb — 3HUILIUTH BCIX TPABIIB KOMaHIU-CYIIEPHUKA.

B mnamamtyBanHs pexumy Tpu (B MEHIO Ji001) J0JaHO HOBY OIIII0 —
MaKCUMaJIbHUI po3mip koManau. Jlam Oyno cTtBopeHo (yHKIIIIO, fKa nepeaae oOpaHi
HanamrtyBaHHS B Game Instance Ta BUKIMKAETHCS TIPU HATUCKAHHI KHOTIKA TIPHHHSITTS
HaJamTyBaHb. TakoX CTBOPEHO (YHKIIIIO ISl OHOBJICHHS KIJIBKOCTI TPaBIlB, sKa
MHOXHTb KUIBKICTb KOMAaHJ Ha KUIBKICTh T'PaBILiB B KOMaHJaX, BUPAXOBYIOUH TaKUM
YUHOM 3arajibHy KiUIbKICTh TpaBIliB; AaHa (yHKIIISI BUKIUKAETHCS 3 KOHTPOJIEpAa MEHIO B
10/11i OHOBJICHHS PEKUMY TPHU.

CTBOpEHO HOBHUH BIDKET — pAJOK 3 IMEHEM TIpaBlisl, KM MICTUTh came 1M s
IpaBIsl Ta MOBIJIOMJIEHHSI MPO TOTOBHICTh. B HbOMY CTBOpPEHO MOJIIO IS OHOBJICHHS
NOBIJJOMJIEHHSI TTPO TOTOBHICTh TpaBlsl. Jlam Oyjo 3aMiHEHO paMKy 3 iMEHa rpaBLiB Ha
HOBY, TaK SIK TeMep JJig BUBEJCHHS IMEH I'PaBI[iB BUKOPHCTOBYETHCS HOBUU BIJKET,
TaKO0X 3MIHEHO (DYHKIIIFO OHOBJICHHS 1IMEH.

VY BimxeT Oyno A0JaHO HOBI €IEMEHTH — OMIliI0 BHOOPY KUTBKOCTI KOMaHH Ta
KHOIIKY JIJIS1 3MiHM KOMaHJu. 3MIHEHO JIesKl Mofii Ta GpyHKIIii, JOJaBIIH MepeaaBaHHs
HaJAIITyBaHb JJII HOBOTO peXuMy. B QyHKIFO HATUCKAaHHS KHOIKH TOTOBHOCTI
JOJJAaHO AaKTHUBAI[IIO/CAKTUBAIII0 KHOMOK BHOOPY KOMaHAM B 3aJ€KHOCTI BiJ
rotoBHocTi rpaBus. [anai Oyino cTBopeHO (YHKINIO, SKa BU3HAYAE BUIUMICTH KHOIOK
3MIHM KOMAaHJId B 3aJIEKHOCTI BiJ] OOpPaHOTO PEKUMY I'PH; BUKIMKAETHCA AaHa (QYHKIIISA
B (yHKIIIi OHOBJIGHHS KUIBKOCTI TpaBIliB. TakoK CTBOPEHO (DYHKIIIIO JJIsi CTBOPECHHS Ta
3alOBHEHHSI CIUCKIB KOMAaHJ, sIKa BUKJIMKAETHCA B (DYHKIi OHOBJICHHS KIJIBKOCTI
rpaBuiB, 1 pynkuiro onosienna ID komana. B Game Mode menro cTBopeHO (PyHKIIiIO

JUIS BHU3HAYEHHS MOXKIIMBOCTI TpPHEAHAHHA N0 OOpaHOI KOMaHIW Ta MO0 IS
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BcraHoBieHHs1 [ID o6panoi xomanmm (puc. 3.43). B koHTponepi MEHIO CTBOPEHO

CepBEPHY MOAII0 A1 OHOBJIEHHS ID KoMaHs, sika BUKIIMKATUME CTBOPEHY MOIII0.

Setiieamib)

All Team IDs - &

" & Update Lobby
E Branch 7 Set Array Elem

Condition False

All Connected Players

FIND

Pucynoxk 3.43 — Set Player Team ID

B GM wmeHI0 MOBHICTIO 3MIHEHO MO0 BHOOPY pEXUMY T'pH, CTBOPHUBIIH IS
1100 (PYHKIIIFO, SIKa JI0/IJaBaTUMeE TPABIIIB B KOMAH/IH, SIKIIO 11€ MOYKJIHBO.

Jlani Oyno ctBopeHO GyHKIIOHAN 1Jis1 (opMyBaHHS KOMaHJ 3 BBIMKEHUM
aBromibopom. Crovyatky Oysio CTBOpEeHO (YHKIO Ansi (GOpMyBaHHS KOMaHJ, MIiCIs
4Yoro 3MIHEHO TIOJII0 CTapTy MaTdy (HaTUCKAaHHS KHOMKU CTapTy), JAO0JaBLIU
dbopMyBaHHS KOMaH]| Ta BUBEJCHHS B 4YaT 3BOPOTHHOTO BIUTIKY JO MOYATKy Tpu. B
KOHTpOJIEp1 MeHI0 Oyino mpoayOjgbOBaHO Ta 3MIHEHO OAHY 3 (YHKIIH 30epeKeHHs,
CTBOPMBIIIM TaKUM YMHOM (GyHKIIII0 30epexeHHs ID xomaHu; TakoK CTBOPEHO MO0,
sAKa BUKIUKa€e NaHy (PyHKIIIO 1 fiKa, B CBOIO Yepry, BUKIMKAETHCA B HOBIM (yHKIIT
30epexenHst ID xkomang B Game Mode mento. HoBa ¢yHKIIISI BUKITUKAETHCS B MO
MOYaTKy TPH.

B Game Mode ctBOopeHo (yHKIIiIO ISl ClIaBHA MEPCOHAXIB B pexkumi Team
Deathmatch, sixa mo4yeproBo CiaBHUTh IpaBIliB KOMaHJ y BIJMOBIAHUX TOYKAaX CIIaBHA.
Takoxx 3MiHEHO (YHKIIIO pecraBHa MICiAs CMEPTi, JOJABIIM BUOIp TOYOK CIaBHA B
3a5IeKHOCTI Big oOpanoi komanmu (mius pexxumy Team Deathmatch). B 6asoBomy
NEPCOHAX1 CTBOPEHO HOBI 3MiHHI B Begin Play — OyneBy 3minny pexumy TDM ta ID
KOMaH/IM TpaBLs, Micas 4oro Oymno 3MineHo QyHkii Server Process Hit Ta HaneceHHs
mkoau B PvP pexxumi, nogasuiu nepeBipky ID koMaHIu — TaKUM YMHOM HEIOCTYITHUM

BOITOHb MO CBOiM. B KkoHTpojiepi 3MiHEHO (YHKIIIO OHOBJCHHS IIJIEH s
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crioctepiranus, noaasmu nepeBipky ID xomanam mist pexxumy TDM — Takum yuHOM
rpaBellb MOXKE CIIOCTEPIraTh 3a TPaBLSIMU JIUIIIE CBOET KOMaH/IH.

VY BIIKETI 3aKiHYEHHs rpd 3MiHEHO mnojio Construct, J0JABIIM pO3raigyKEeHHS
JUIS. BUBEJICHHS MOTPIOHOTO TEKCTy B 3aJIEKHOCTI Bifg pexumy rpu. B Game Mode
3MIHEHO (YHKIIIO TMOIIYKY MNEepPeMOXKIA (IOJABIIA PO3TATYKEHHS Ta MOBEPHEHHS
rpasis (FFA) a6o xomanau (TDM) mepemoskiisi), a TaKoX TOJii BUBEICHHS €KpaHy
3aKiH4YeHHS TpW Ta (QyHKIII0O BOuUBCTBa rpaBus B PvP pexwumi. Takox momaHo
HapaxyBaHHs JOCBily 3a BOMBCTBO rpaBuiB B PvP pexumax B ¢yHkuii BOMBCTBa
TpaBIIs.

JHami 0yno gogaHo ABI HOBUX il — cTpUOOK Ta npucia. st ctpuOka B 6a3oBOMy
NIEPCOHAX1 MPU HATUCKAHHI KJIABIIII BUKIMKAETHCS Mol Jump ta moxist Stop Jumping
Ipu BiAMycKaHHI KiaBimi (oOuaBi monii € BOymoBaHuMmu). Takoxk 3miHeHo ABP,
JOJIaBIIM MPOTpaBaHHs MOTPIOHMX aHIMalii. s mpucigy B 06a30BOMYy NEpCOHaXKI
CTBOPEHO TOJIi JIJIsi TOYaTKy Ta 3aKiHUYCHHS MPHUCITY, SAKI BCTAHOBIIOIOTH IBUJIKICTh
pyXy IepcoHa)ka Ta BIJTBOPIOIOTH MOTPIOHI MOHTaXI B 3aJ€KHOCTI BiJI ITOTOYHOTO
crany. Jlam Oyno ctBopeHo Blend Space ckenera mepcoHaxa sl MPUCITY, TICIST YOTO
B ABP nopano 3minryBaHHs mo3 JiJIsl MEPEMIIICHHS MEPCOHaXa, a TaKOXK MEepPEeBIpKY Ha
OpUCIA s MpOorpaBaHHS MOTPIOHMX MOHTaXIB B (PYHKIIIO MPOrPaBaHHS MOHTAaXY
OBOPOTY.

Jani Oyno peamizoBaHo OmwbkHIN O1i1. [{omaBiim HOBY 110 B HaJalITyBaHHSIX
IPOEKTY, OyJI0 3MIHEHO CTPYKTYpY 3 JaHUMHU 30poi Ta BIAMOBIAHY TaOIMIIO, TOAaBLIN
MOHTaXX OJMKHBOT aTak. B 6a30BOMy mepcoHaki J0JaHO TO/ii TPOBEICHHS OJIMKHBOT
aTaky Ta MPOrpaBaHHI MOHTAXY.

TakoX B MPOEKTI peani3oBaHO JONOMDKHE 030pO€HHsS — rpaHatd. JloJaBumm Ait0
METaHHs IpaHaTH B HAJAIITYBaHHSX MPOEKTY, Oyyio cTBopeHo HoBuit BP kimacy Actor, B
SKOMY JI0JJaHO TPY KOMIIOHEHTA: CTATHYHUHN MeI, KalCyJlbHY KOMi3il0 Ta pyX cHapsa.
B ctBOpeHomy 00’ €KTi 1071aHO TaKi MO/IIi:

— TIOJ1isI BIIYYEHHS KOJi311, siKa 3yMHUHSIE pyX TPaHaTH Ta MPUITUCYE TPAHATI IIKOILY

B JICIKOMY PaJilycCl;
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— OISl 3yNMUHKH PYXY, sIKa BIATBOPIOE €(EKTH Ta 3BYK, MICIA YOTO BHIAJSE
00’ EKT.

Jns mo3HaueHHS Miclg KHJKa TpaHaTh BHUKOPUCTOBYEThCS edekT 3
6e3komToBHOro nakery acetiB Infinity Blade Effects, noctynnaoro nsns 3aBaHTa)XeHHS B
Epic Games Store. Byyio cTBopeHO Ta HajamToBaHO IJsi poOOTH 31 CIUIalH-MeneM
maTepiaji, SKAW BHKOPUCTOBYETHCS Ui TO3HA4YCHHS MicHsd Kujaka. B 06a3oBomy
MEPCOHAX1 JTI0JaHO HOBUM KOMIOHEHT Scene Root — mapkep kunganHs rpanat. B rpadi
CTBOPEHO TPH HOBI MOJII: A7l IOYATKY, 3aKIHYCHHS Ta OHOBIICHHS TPACyBaHHS KUIAHHS
rpaHaTH, a TaKOX Bl MOAIl (CEpBEpHY Ta PEIUTIKOBaHY) JUIsl MPOTPABAHHSI MOHTAXY
KuJaHHg rpaHatd. [lami Oyjo cTBOpeHO MOJli KUAAHHS TpaHaTH, SIKI CTBOPIOIOTh
rpaHaTy Ta MPOBOJAATH TPAaCyBaHHS 1i KUK, AJS SKUX CTBOpeHO 3MiHHY ID xomanau B
BP rpanatu (nns BHU3HAUEHHS COIO3HMKIB), TaK0XX CTBOPEHO MO0 HaHECEHHS
paaianbHOL IIKOM, sIKa BUKJIMKAE (YHKLIIO OTPUMaHHA WKOAU B PvP pexumi.

B BP 6ota cTtBopeno mozito Radial Damage, sika HaHOCHTB KOy OOTY Ta Jofa€e
I'PaBII0 JIOCBiJ 3a BOMBCTBO 0oTa. Takox B 6a30BOMYy NEpPCOHaX! JOJAHO TMEPEBIPKY
JNEKUIbKOX YMOB B MOJIi KWJAHHS rpaHaTH (A TOro, moO rpaBelb HE MIT KHMHYTH
rpaHary mij] yac nepe3apsipkaHHs, 3MiHA 30poi Ta pUBKa).

Hamni B irposuii inTepdeiic (I) 6ynmo gomano KiapKicTh rpanat. B rpadi ctBopeHO
(GYHKIIIO /U1 OHOBIIEHHS TEKCTY 3 KUIBKICTIO rpaHat. B 6a30BoMy mepcoHaxi CTBOPEHO
noAiro it oHoBJIeHHs 1, a Takok (yHKINI10, sTka BU3HAYAE MOXKIIMBICTh KWK TPAHATH,
3MEHILYE KIJIbKICTh IpaHaT Ta OHOBIIOE I (SKILIO MOKIIUBO).

B crpykTypy HanmamrtyBaHb peXuMy Tpu Oyio qonaHo aBi OyneBi 3MiHHI IS
BU3HAYEHHS TUNY cecii (OAMHOYHA YU MYJTHUIUICEP) Ta OHOBJICHO TAOJMIIO 3 JAHUMU
pexxuMiB Tpu. B MeHto 1001 cTBOpeHO HOBY (DyHKLIIO A PLIBTPYBAHHS PEKUMIB TPH,
ska BUKIUKaeTbes B Construct (TakuM YMHOM B TPi, B 3aJEXKHOCTI BiJI THUIYy Cecii,
OyayTh 1OCTYNHI 00paHi pexxuMu). [ToniOHUM YMHOM 3MIHEHO CTPYKTYpY Ta TaOJUIO 3
JAHUMH Mall, BKa3aBIIA PEKUMHU TPH, AJIS IKUX BOHU JOCTYTIHI.

Jlani Oyno nomaHo HOBHUM piBeHb 1abnony Open World, sikuii Oyae moctymnHuMit
Juiie JJjisi HOBOTO pexuMy Tpu. Jlani mpo Hei 10JaHO B TaOJUIIO, TaKOX JOJAaHO B

Enumerator HOBHi1 pexkum Tpu — Survival (BrkuBaHHS). 3MiHEHO Bci (DpeHMBOpPKH,
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NePerJsHyBIIN HasBHI (QYHKIIT, TOB’s3aH1 3 BHOOPOM pEXUMY TPH, Ta JOJABIIU IO HUX
HOBHM PEKUM.

byno takox peamizoBaHO MOXIHMBICTH BigHoBmoBatu HP mepconaxa. lle
BIJIOYBA€ETHCS 3a IONOMOTOI0 OOHYCIB, sSIKI MiAOUparoThes Ha piBHI. CTBOPEHO AOUIpHIN
Kj1ac 0a3oBoro kjacy o0’ekra ajis miadopy, 10 HbOTO JOAAHO CHUCTEMY YacTHMHOK. B
rpadi BUKIUKaeTbes (yHKIIS iHTepdeicy myis B3aemonii 00’€KTa 3 TpaBIeM, sSKa
30UIBIIIY€E 3IOPOB’Sl TPaBI Ha 3aJaHy IPH PO3TAlllyBaHHI Ha Marli 00’€KTa KUIbKICTh
(SIKI10 310pOB’s rpaBLs HE TOBHE; pUC. 3.44).

- -

~

7 & Ciient Update Health & Ciient HUD Show Player Hint

4 Branch

© Event Interact With Actor

»-» True | S

Playes

Target
Target  Health .

Target Health Max
> F Clamp (Float)
Target Health

- -

Health Amount Add pin ®

Value
Min

Max

pe
Health Amount

Pucynox 3.44 — Jlixysanus epasys

bonycn MOXyTbh JIIKyBaTH TpaBIlsl Ha pi3HY KyubkicTb HP, Tox ans xpaioro
PO3yMiHHS TMPUOJU3HOI KUIBKOCTI BijHOBIOBaHoro HP OGonycu watoTe piszHe

MacmTabyBaHHS B 3aJI€)KHOCTI BT KUTHKOCTI BiHOBIIOBaHOTO HP.

3.9 BucHoBKH 10 po3aiay 3

B nanomy posminmi Oyno pearnmizoBaHO BCi (QYHKIIOHAIBHI Ta AW3alHEPCHKI
BUMOTH TIPOEKTY.

Bbyno peanizoBano 6a3zoBuil (yHKIIOHAT IIyTepa BiJg TPeThOi O0COOH, a came:
MepeMIlieHHsT  MepCcoHaxa,  CTpuTh0a,  TMPUITUTIOBAHHS,  HAHECEHHS  IIKOIU
cynpotuBHUKaM. CTBOPEHO (PYHKIIIOHYIOYE MEHIO HAJAIITyBaHb, 32 JOIIOMOTOIO SIKOTO

MO>KHA HaJlalITyBaTH rpadiyHi HaIaIITyBaHHS TPH.
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PeanizoBaHo MyIbTUILICEPHY YACTHHY, sIKa CKIAJAETHCS 3: CTBOPEHHS BJIACHUX
IrpOBUX CeCli (SIK OJJUHOYHHMX, TaK 1 MYJbTUIUICEPHUX ), TPUETHAHHS 0 BXKE ICHYIOUUX
CeCli, CTBOPEHHUX IHIIMMH TpaBLSMH, HAJAIITyBaHHS BJIACHOPYY CTBOPEHHUX CecCiil
(BuOIp pexxuMy I'pH, iIrpOBOi Mamu, TPUBAJIOCTI MaT4y, 3aTPUMKH pecriaBHA TOIIIO).

CtBOpeHO 3po3yminuii iHTepdeiic KopucTyBaya, SIKUH MICTUTh €JIEMEHTU IS
BiJIOOpaXK€HHs BCIX HEOOXIIHHX JUIS iTPOBOTO Mporiecy QYyHKIIN (KUIbKICTh MaTPOHIB,
310pOB’s1, HasiBHA 30pos 1 T.11.). PeanizoBano Bubip 30poi Ta nmepcoHa)xa, a TakoX HOro
KacToMi3arlis.

PeanizoBano 0a30Buil IrpoBHI ITYYHUH IHTENEKT OOTIB i 3a0e3MEeUeHHS
0a30BOro (PyHKIIOHAY — MepeMilleHHs 00Ta Mo IrpoBii mari, MONUIYK Il JJIsl aTaKu,
aTaka IpaBIls, a TAKOXK CMEPTh BiJ PYK TpaBilsi. Takoxk peanaizoBaHO CMEPTh MEpPCOHaKa
(sx Bi7 pyK OOTa, Tak 1 BiJ] PyK 1HIIMX I'PaBIIB-CYIPOTHUBHUKIB) Ta HOTO MEepepOHKEHHS
B CIIELIAJIbHUX TOYKAX Ha MaIlll, SIKE 3aJIeKUTh B1Jl 0OPaHOT0 PEXKUMY T'PH.

B mpoekTi Oynio peanizoBaHO JEKIIbKa PEKUMIB IPH, K KOMaHAHHUX (team death
match Ta endless wave), Tak 1 oquHouHHX (free for all Ta survival), a Takox 107aTKOBI
¢byHKIi1, npuTaMaHHI 00paHOMY >KaHpY (Takxli sK JIIKyBaHHA IepcoHaxa, miadip 30poi ta

Ha0O1B Ha IrPOBOMY PiBHI).
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BUCHOBKH

VY kBamigikamiiiHii poOoTi OakanaBpa po3poOJIEHO MPOEKT KOMII IOTEPHOL
0araTOKOpPHUCTYBaJbHUIIBKOI Tpu B >kaHpi “third person shooter” 3 BukopucTaHHAM
irposoro pyuiis Unreal Engine.

[Ipu posrasai cneuudikd po3poOKH IrpOBOr0 MPOEKTY BCTAHOBJIEHO OCHOBHI
eTan po3poOKu 6AraTOKOPHUCTYBAILHUILIBKOTO IIIyTepa Bif TpeThoi ocodu. [IpoBeneHo
SWOT-ananiz 1 po3riasiHyTO TMepeBard Ta HEIOJIKH TMOMYJSIPHUX MPE/ICTABHUKIB
BUOpaHOTO >KaHpPy. AHali3 HAasBHUX aHAJIOTIB JI03BOJWB BCTAHOBHUTH, IO CTBOPCHHS
MYJIBTUILICEPHOTO ITPOBOTO MPOEKTY B KaHPI LITyTepa BiJl TPETHOI 0COOU € JOIITBHUM.

BusznaueHo Ta po3po0ieHo (pyHKUIOHATBHI BUMOTHU 10 npoekTy. i yac Bubopy
3ac001B PO3pPOOKH MpPOAHANI30BAHO TPHU HAWMOUIMPEHIIIUX pPYyLIis Ui peajizaril
MOAIOHOTO MPOEKTY, PO3TJISHYTO Ta MOPIBHSAHO MEpPEeBark Ta HEJOJIIKH PYIiiB, BUOPAHO
Unreal Engine sk OCHOBHMI 1HCTpYMEHT Juisi peani3amnii npoekTy. CTBOpPEHO
MapKETUHTOBY CTPATET1I0 PO3BUTKY Ta MOUTUPEHHS MPOEKTY.

Byno cpoekToBaHO MporpaMHUid 3aCTOCYHOK. BU3Hau€HO apXiTEeKTypy MPOEKTY,
AKa CKJIAJA€ThCAd TOJOBHOTO MEHIO, MEHIO HAaJaIlTyBaHb T'PH, MEHIO MYJIbTHILICEPA,
iIrpoBoro 1001, €KpaHy 3aBaHTaXEHHS Ta IrPOBOrO pIBHSA, a TaKOX JIOJATKOBHX
eJIEMEHTIB. 3MOJEIbOBAHO MPOTPAMHY CHCTEMY MPOEKTY: PO3TISHYTO OCHOBHUH Ta
J0JIATKOBHUH (PYHKITIOHAI, CKIJIAJICHO 1€papXil0 CKJIAJIOBUX MPOEKTY Ta METOAM JTOCTYITY
rpaBiis 10 HUX. PO3riasiHyTO MOBEAIHKY JESKUX OCHOBHUX (DYHKIIIN TIPOEKTY.

[Ipoext cTBOpeHo 3acobamu MOBH mporpamyBanHs C++ Ta cydacHuUX
IHCTPYMEHTIB CTBOPEHHS B1JI€OITOp, SIKI HAJA€ BUCOKOTEXHOJOTIYHUHN ITPOBUHN pyIIIiil
Unreal Engine 5. byno peanizoBano 6a3oBuii (pyHKIIIOHAN HIyTepa BiJl TPEThOi 0COOU.
CTBOpeHO (YHKIIIOHYyIOYE MEHIO HajallTyBaHb, 3a JONOMOIOI0 SKOTO MOXKHA
HaJamTyBaTy rpadiyHi HaJAITyBaHHS TPU.

PeanizoBaHo MyJbTUIUICEpHY YacTUHY, sIKa BIJNOBiAae 3a 3a0e3MeUYeHHS
CTaOUIBHOTO IrPOBOTO MpPOIECY 3 MATPUMKOI 10 20 rpaBiiB (B 3aJIKHOCTI BiJ

peXUMY T'PH) B paMKax OJHOI cecii.
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CtBOpeHo 3po3yMminuil iHTepdeiic KopucTyBaya, sIKUii MICTUTh BC1 €IEMEHTH IS
BIJI0OpaXkeHHs1 HEOOX1THUX JUIsl IrpoBOTO mpolecy QyHkuiid. PeanizoBano Bubip 30poi
Ta MEPCOHANkA, a TAKOK MOr0 KaCTOMI3allisl.

PeanizoBano 6a30Buif ITPOBUN IITYYHWUU I1HTEIEKT OOTIB g 3a0e3medyeHHs
6a3oBoro ¢yHkiioHany. Takox peajli3oBaHO CMEPTh NIepcoHaxka (K BiJ pyk 00Ta, Tak 1
BiJl PYK IHIIIUX T'PABIIB-CYyIPOTUBHUKIB) Ta HOT0 EPEPOIKEHHSI B CIICIIAIBHIX TOYKAX
Ha Marli.

PeanizoBaHo qekipKa pexXuMiB IpH, sk KomaHaHuX (team death match ta endless
wave), Tak 1 omuHouyHux (free for all Ta survival), a Takox mgomaTtkoBi (QYHKIIIT,
pUTaMaHH1 0OpaHOMY >KaHDY.

Po3po0nenuid MpOEKT TpU NPaBUIBHOMY Ta MAaclITa0HOMY IOOMpallfOBaHHI

CKJIaac KOHKypeHHiIO BiI[OMI/IM Ta MOIIYJIIPHUM IPCACTABHHUKAM OAHOTO JKAHPY.
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JTONATKH

Honarok A. Ilpuxkiaaau Blueprint-gyHKuiin npoekTy

Pucynok A.1 — @yuxyis Server Bullet Trace (vacmuna 1)

Pucynox A.2 — @ynxyia Server Bullet Trace (vacmuna 2)
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Pucynok A.4 — @yuxyis Server Reload Ammo (wacmuna 2)




Pucynox A.5 — Iloodis Wave Spawning (vacmuna 1)

Pucynok A.6 — I[looia Wave Spawning (vacmuna 2)
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Jonatok b. JIicTHHT IpOrpamMHoOro Koay BUXiTHOro ¢aiiy ta ¢gaiay 3aroJioBKy

kiaacy Character

®daiin .h:

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Character.h"
#include "CharacterBase.generated.h"

UCLASS ()
class DIPLOMA SHOOTER API ACharacterBase : public ACharacter

{
GENERATED_ BODY ()

public:
// Sets default values for this character's properties
ACharacterBase () ;

protected:
// Called when the game starts or when spawned
virtual void BeginPlay () override;

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

// Called to bind functionality to input
virtual void SetupPlayerInputComponent (class UInputComponent™
PlayerInputComponent) override;

UFUNCTION (BlueprintCallable)
void AddDashImpulse (FName Moving) ;

UFUNCTION (BlueprintCallable)
void StartRagdoll () ;

UFUNCTION (BlueprintCallable)
float GetNewHealth (float Health, float Damage);

UFUNCTION (BlueprintCallable)
float GetDamageYaw (FVector Attacker);

UFUNCTION (BlueprintCallable)
FName GetDirection (float DamageYaw) ;

UFUNCTION (BlueprintCallable)
FVector GetStartLineTrace (FVector Vectorl, FVector Vector?2,
FRotator Rotator);



UFUNCTION (BlueprintCallable)
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FVector GetEndLineTrace (FVector Vectorl, FVector Vector?2,

FRotator Rotator, bool First);

UFUNCTION (BlueprintCallable)

FVector GetEndTraceBox (USkeletalMeshComponent* meshchar,

UCameraComponent* camerachar);

UFUNCTION (BlueprintCallable)
FVector GetGrenadeVelocity (UCameraComponent* cam,
VelocityFW, int VelocityUW) ;

}s

@aidi .cpp:

#include "CharacterBase.h"

#¥include "GameFramework/CharacterMovementComponent.h"
#include "Engine/World.h"

#include "Components/CapsuleComponent.h"

#¥include "Kismet/KismetMathLibrary.h"

#include "Math/UnrealMath.h"

¥include "Components/SceneComponent.h”

#include "Camera/CameraComponent.h"

// Sets default values
ACharacterBase: :ACharacterBase ()

{

// Set this character to call Tick() every frame.

this off to improve performance if you don't need it.
PrimaryActorTick.bCanEverTick = true;

}

// Called when the game starts or when spawned
void ACharacterBase::BeginPlay ()

{
Super: :BeginPlay () ;

}

// Called every frame
volid ACharacterBase::Tick(float DeltaTime)

{
Super::Tick (DeltaTime) ;

}

// Called to bind functionality to input

int

You can turn



void ACharacterBase: :SetupPlayerInputComponent (UInputComponent™*
PlayerInputComponent)

{
Super: :SetupPlayerInputComponent (PlayerInputComponent) ;

}

void ACharacterBase: :AddDashImpulse (FName Moving)
{
if (Moving == "None" || Moving == "Forward") {this-
>GetCharacterMovement () -
>AddImpulse ( (GetActorForwardvVector () *1000)+(0,0,250)) 1}

else if (Moving == "Backward") { this->GetCharacterMovement () -
>AddImpulse ( (GetActorForwardvVector () * (-1000))+(0,0,250)); 1}

else 1if (Moving == "Left") { this->GetCharacterMovement ()-
>AddImpulse ( (GetActorRightVector () * (-1000)) + (0, 0, 250));}

else 1if (Moving == "Right") { this->GetCharacterMovement () -
>AddImpulse ( (GetActorRightVector () * 1000) + (0, 0, 250)); }

}

void ACharacterBase::StartRagdoll ()

{
this->GetCapsuleComponent () -

>SetCollisionEnabled (ECollisionEnabled: :NoCollision);
this->GetMesh () ->SetCollisionProfileName ("Ragdoll", true);
this->GetMesh () ->SetAllBodiesSimulatePhysics (true);
this->GetMesh () ->AddImpulse (this->GetCharacterMovement () -

>GetLastUpdateVelocity () + (this->GetCharacterMovement () -

>GetLastUpdateVelocity () * (150, 150, 150)));

}

float ACharacterBase: :GetNewHealth (float Health, float Damage)

{
float Result = Health - Damage;
return FMath::Clamp (Result, 0.0f, 1000.0f);

float ACharacterBase: :GetDamageYaw (FVector Attacker)

{
float AttackerYaw =
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UKismetMathLibrary: :MakeRotFromZ (UKismetMathLibrary: :GetDirectionUni

tVector (Attacker, this->GetActorLocation())).Yaw;
float Yaw = this->GetActorRotation().Yaw - 90;
return UKismetMathLibrary::NormalizeAxis (AttackerYaw - Yaw);

}

FName ACharacterBase::GetDirection (float DamageYaw)

{
if (DamageYaw < 0)

{

if (DamageYaw >= -135 && DamageYaw < -45) { return "Left";

else



83

if (DamageYaw >= -45) { return "Front"; }
else { return "Back"; 1}

else
if (DamageYaw > 45 && DamageYaw <= 135) { return "Right";

else

4
if (DamageYaw <= 45) { return "Front"; }
else { return "Back"; }

FVector ACharacterBase::GetStartLineTrace (FVector Vectorl, FVector
Vector2, FRotator Rotator)
{
return Vector2 +
(UKismetMathLibrary: :GetForwardVector (Rotator) *Vectorl) ;

}

FVector ACharacterBase: :GetEndLineTrace (FVector Vectorl, FVector
Vector2, FRotator Rotator, bool First)
{

if (First == true) { return Vectorl +
(UKismetMathLibrary::GetForwardVector (Rotator) * 100000); }

else { return Vectorl +
(UKismetMathLibrary: :RandomUnitVectorInConeInDegrees (UKismetMathLibr
ary::GetDirectionUnitVector (Vectorl, Vector2), 3.0f)*100000); }
}

FVector ACharacterBase: :GetEndTraceBox (USkeletalMeshComponent*
meshchar, UCameraComponent* camerachar)
{

return meshchar->GetSocketLocation ("upperarm r") + (camerachar-
>GetForwardvVector () *100) ;
}

FVector ACharacterBase: :GetGrenadeVelocity (UCameraComponent* cam,
int VelocityFW, int VelocityUW)
{

return (cam->GetForwardVector () * VelocityFW) + (cam-
>GetUpVector () *VelocityUW) ;

}
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