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AHANI3 CYYACHUX IFPOBUX PYLLIIB GAMEDEV

Kyrac OnekcaHap

CTYAEHT (hakynbTeTy Kibepbesnekn Ta iHpopmaLiiHNX TeXHOIOTIN
HauioHanbHoro yHiBepcutety «OgecbKa ropuanyHa akagemis »

YrpoooBX OCTaHHIX AecATUniTb cdepa po3pobkn Bigeoirop CTPiMKO
PO3BMBAETLCA | CTana OAHUM i3 HangMHaMIYHIWKX HanpAMiB iHGOpMaLUiHNX
TexHonorin. Baxxnmeoto cknagoBoto LbOro Npouecy € CTBOPeHHA abo pauioHasibHUA
BMGIp pywia, wo 3abe3neyye TexHi4HYy OCHOBY OnAa nobynoBu iHTEPaKTMBHOMO
irpoBoro npoctopy. Came Big, NOTY>XHOCTI, THY4YKOCTi Ta ONTUMI3aLii pyLliA 3HAYHOO
MipOKO 3aneXnTb AKICTb KiHLEBOro nNpoaykKTy, 3pyYHICTb PO3POOKU Ta MOXI/IUBICTb
MaclTabyBaHHA NPOEKTY.

PaHiwe 6inbwicTe KOMMNaHin, AKi npauioBany Hag BenNMKOBOKETHUMU
npoektammn (AAA-cermeHTOM), po3pobnAanu BRacHi pywii, aganTtoBaHi nig
cneundpiyHi noTpebu irop Ta BHYTPIWHI HCTPYMEHTU cTygin. Takum nigxig
3abesnedyBaB MOBHUM KOHTPOSIb Hapg TEXHIYHMMW acnekTamu, ane BuMmaras
3HaAYHMX pecypciB i Yacy. HaToMicTb cyyacHa TeHOEHUIA OEMOHCTPYE nepexin oo
BUKOPUCTaHHA BX€e HaABHUX YHiBepcasbHUX pyuiiB, AK-0T Unreal Engine, Unity un
Godot, AKi HapalTb rOTOBI IHCTPYMEHTU ANA rpadiku, QisnKK, WTYYHOrO IHTENEKTY
Ta MepexeBoi B3aemogii. Lle nossonAe po3pobHMKam 30cepeamTmnca Ha TBOpPYin
CKNafoBin irpoBOro npouecy i He BUTpavaTu pecypcu Ha CTBOPEHHA 6a30BOi
TEXHIYHOI iH(ppacTpyKTypW.

IrpoBuin pywin Unreal Engine mae yHikanbHi rpadidHi MOXIMBOCTI, AKi
3afaloTb TeHaeHuii ona sceiei ingycTpii GameDev. 3aBoAKN BUKOPUCTAHHIO HU3KU
IHHOBaUMHUX TEXHONOrIN peHOepuHry pywin 3abesanedye poTopeanicCTUYHy AKICTb
300paXkeHHA, AkKa paHiwe ©6yna [ocTynHa JNmwe Yy  BUCOKOBIHOOKETHUX
KiHemaTtorpadiyHmx cepegosuwax. Tak, TexHosoria Nanite Bignosigae 3a
BipTyanisoBaHy reoMeTpito, WO Hagae 3Mory npauioBaTv 3 MOAENAMU, AKi MICTATb
yucneHHi noniroHn, 6e3 BTpaTW nNpoaykKTUBHOCTI [2]. Lle BigkpuBae nepen
PO3PO6HMKAMU HOBi MOXJ/TMBOCTI Y CTBOPEHHI BMCOKOAETani3oBaHWX CBITiB, Oe
HaBiTb HANAPIOHILWI eneMeHTU 3anuwaroTbCA YiTKUMK Ta peanictuiHummn. Cuctema
Lumen peanizye B Unreal Engine 5 rnobanbHe oOCBiTNeHHA Ta BiobuUTTA B
peanbHoMy d4aci [1]. BoHa p[osBonAe peanidyBaTu MakKCUManbHO MNPUPOLHE
OCBITNIEHHA CuUeHM 06e3 noTpeb TpmBanoi nonepegHbLoro o06pobneHHA abo
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CKNaiHOro HanawTyBaHHA axkepen ceitna. Kpim rpadgivyHnx nepesar, pywin Unreal
Engine BWPI3HAETBCA pPO3BMHEHOK apXiTEKTYpPOK Ta LWWMPOKMM Habopom
IHCTPYMEHTIB, OPIEHTOBAHMX Ha 3PY4HICTb po3pobkn. Tak, cuctema Blueprints pae
3MOry CTBOpIOBaTW CKNaaHy irpoBy foriky 6€3 rMnmboKnx 3HaHb NporpamMmyBaHHA, WO
3HAYHO NMpUWBMALIYE NPOLEC NPOTOTUNYBaHHA Ta TecTyBaHHA igen [3]. BogHoyac
pywin nosHicTO nigTpumye moBy C++, Hapawum npodphecioHanam MOXIMBICTb
ONTUMI3yBaTW NPOAYKTUBHICTb i peani3oByBaTu YyHiKasbHi MexaHiku. [1ooaTkoso,
Unreal Engine mae iHTerpoBaHi 3acobu ana cumynauii pisnyHmnx npouecis, poboTH
3i 3ByKOM, aHimaujieto Ta KiHemaTtorpadgiyHMmm cueHamm, wo pobuTb NOro He NPOCTO
irpOBUM pyLiemM, a NOBHOUIHHMM cepenoBuleM OJ1A CTBOPEHHA iHTepaKTUBHOIO
KOHTEHTY 6yAb-AKOi CKNaaHOCTi. 3aBOAKM NOEAHAHHIO hoTOpeanicTUYHoI rpadiku,
NOTY>XXHUX TEXHIYHUX IHCTPYMEHTIB i BigkpuToi ekocuctemu, Unreal Engine
crnpaBenIBO BBAXXAETbCA HaMKpaLLUM cepen, CydacHUX pyLiiB anAa po3pobku irop.
[Monpu BCi TEXHONOriYHi OOCATHEHHA, TrOJSIOBHOK NPO6/EMOI0 3anWAETLCA
onTumi3auia. Pywin, opieHToBaHMU Hacamnepen Ha poTopeanicTuyHy rpadiky Ta
CKNnafHi Bi3yanbHi e(eKkTn, BMMarae 3Ha4yHUX anapaTtHux pecypciB Aanda
3abesnedyeHHA cTabinbHOI MPOAYKTUBHOCTI. HaBiTb 3 ypaxyBaHHAM MOCTINHUX
OHOBNEHb | cnpob po3pobHUKIB noniNWUTU edPeKTUBHICTb, OBinblWicTb irop,
CTBOPEHMX Ha LbOMY pYyLUii, 3anmwaloTbcA A0BONI BUbarnmemmm oo obnagHaHHA.
Lle oco6n1BO NOMITHO Yy BUNagkax BUKOPUCTAHHA HOBITHIX TEXHOJIONN OCBIT/IEHHA,
BinobpakeHHA Ta reomeTpii, AKi xo4 i 3abe3nedvyoTb 6e3npeueneHTHY AKICTb
Bidyanisauii, ane cyTTeBo 36inblWyOTb HaBAHTaAXXEHHA Ha cucTtemy. Y peaynbrarti
noctae pgunema MK [OCArHEHHAM MakKCUManbHOI AKOCTI 306paXkeHHA Ta
3ab6e3nevyeHHAM ONTUMasibHOI MPOAYKTUBHOCTI, WO 3aSMwWaeTbCcA OOHUM i3
FONOBHUX BUKNUKIB ONA po3pobHUKiB, AKi obupatoTb Unreal Engine Ak ocHOBY
CBOIO MPOEKTY.

Pywin Unity BUpi3HAETLCA LWMPOKOK €KOCUCTEMOID, NiATPUMKOK YNCNEHHUX
n1aTtgopM i THYYKNUM iHTEPdENCOM, AKNI O03BOMAE WBUOKO CTBOPIOBATU iTepadii
Ta TecTyBaTWu irpoBi MexaHiku. Unity BUPI3HAETLCA HU3bKMM MOPOroM BXOAY,
3PYYHUM iHTEepEeNCcCoM Ta LUMPOKOK AOKYMEHTALUIMHOK MigTPUMKOD, WO pobuTtb
noro npmeabnuemm OnA nodaTkisuiB. Pywin 3abesneyye KpocnnaTgOpPMEHHICTb,
nigTpumky 2D i 3D npoekTiB, rHy4YKy iHTerpauito 3i CTOPOHHIMU IHCTPYMEHTaMu
(3okpema Blender i Maya), a TakOX akTUBHY ChiJIbHOTY 3 pPO3BMHEHUM
mapkeTnnencom Asset Store. [MpocTtoTa iTepauin, MOXIMBICTb POILWNPEHHA
JoyHKLUiOHaNy Ta NOMipHi anapaTHi BUMOrv CripuArTb epeKTUBHIN po3pobui HaBiTb
3a obmexxeHux pecypcie. MoHeTuzauinHa Mmoaenb, NONpPU KPUTUKY, 3annUWaeTbCA
BUrigHOK ONA iHOi-KkoOMaHA4, a NOCTIMHUIM PO3BUTOK PYLUIA CBIgYNTb MPO OpiEHTaLi0
Ha noTpebu kopucTtysauis [4]. Moro odiLiHuii mapkeTnneic Asset Store 3Ha4HO
CKOpO4ye 4yac po3pobKu, OCKiNbKN A03BONAE BUKOPUCTOBYBATU BXE CTBOPEHi Ta
nepesipeHi pileHHA, a He ByaysaTn ix i3 HynA. Kpim TOro, BiH popMye akTUBHY
CNINbHOTY PO3POBHMKIB, AKI OOMIHIOKTLCA OOCBIAOM, OHOBIEHHAMW Ta BIACHUMU
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HanpautoBaHHAMN, WO CNPUAE MNOCTIMHOMY po3BUTKY ekocncTemmn Unity. OCHOBHOLO
Npob6nemol0 JaHoro pyuwia 3anuwaroTbCA UMOro HeOosliku B CUCTEMI OHOBJIEHb, a
TaKoXX 3HMXEHHA CTabiNbHOCTI Ta piBHA onTMMi3auii nig Yyac poboTn 3 BENUKNMU
NPOEKTaMN.

CunbHoo cTopoHoto pyuwia Godot € Moro BigKPUTICTb Ta He3aneXxHicTb. BiH
NOLMPIOETLCA 3 BiAKPUTUM BUXIOHUM KOAOM i He NOoTpebye NiLueH3inHNX nnaTexis,
WO pobuTb noro 6e3KoWTOBHMM OnAa 6yob-AKoro Twuny npoekTiB. Lle pae
po3pobHMKam noBHY cBobody Yy 3MiHI pywia nig BnacHi notpebun ta 3abesnevye
npo3opicTe y poboTi. BnacHa moBa cuenapiiB GDScript, nogibHa o Python,
OO03BONIAE LWBMOKO CTBOPKOBATU MNPOTOTUNKM HaBiTb no4vaTtkiBuAam [5]. 3aBoAaku
NEerkocTi, FHYYKOCTI Ta aKTUBHINW CMiNbHOTI, AKA MNOCTIMHO BOOCKOHANOE WOro
dyHkuUioHan, Godot cTaB nonynapH1UM BU6OPOM ANA iHAI-pPO3POOHUKIB | HABYaNbHUX
NpoeKkTiB. Y BMNAAKy 3 UMM pyWieM ronoBHOK nNpobnemoo € obmexxeHi 3D-
MOXMBOCTI. Tak, nopiBHAHO 3 Unity, Godot Hapasi nocTtynaeTbcA 3a piBHEM
PO3BUTKY TPUBUMIPHOI rpadpiku Ta qoisunku, Wo pobuTb NOro MeHLW npuaaTHUM OnA
CTBOPEHHA BUCOKOMPOoayKTMBHUX 3D-irop.

KoXXeH i3 po3rnAHYyTUX PYLWiiB Ma€e CBOI CUSIbHI CTOPOHM Ta HEOONIKW, AKi
BNAMBaOTb Ha BMOBIp iHCTPyMeHTy OnA po3pobkun. Unreal Engine 3abesneuyye
HaMBULLY AKICTb rpadikn Ta peaniCTUYHICTb, ane BogHo4ac noTpebye NOTY>KHOro
obnagHaHHA i cknagHu B onTumisadii. Unity BBaxxaeTbcA Bifibll YHIBEPCabHUM |
3pYYHUM Yy BUKOPUCTaHHI, NpoTe mae npobnemu 3i cTabinbHICTIO Ta CUCTEMO
OHOBJEHb, 0COGMMBO Yy BeNUKMX npoekTax. Godot, cBoe 4veprow, npmBabnoe
BiOKPUTUM KOOOM i MPOCTOTOK, ane mnocTynaeTbCA KOHKYpeHTaMm Yy cdepi
TPUBUMIPHOT rpadpiku Ta isnku. [nAa npoekTiB HeBenukoro macwtaby abo
OpPiEHTOBAHMX Ha NerkicTb, ONTUMI3aLito Ta WBNAKY PO3P0OKY OOUiTbHUM BUOOPOM
€ pywii Unity abo Godot. O6bugsa Ui cepenoBuLla BiAOMi CBOEKD €EKTUBHICTIO,
3PYYHICTIO Ta HU3bKUMW BUMOramm A0 CUCTEMHWUX pecypciB, WO pobuTb iX
ideanbHUMW A4 iHAI-NPOEKTIB, MOBINbHUX irop abo HaB4YanbHUX PO3POBOK.

Bubip KOHKpeTHOro pyuifa CyrnpoBOOXKYETbCA HU3KOK KOMMPOMICIB, agyxe
KOXHe nporpamMHe cepenoBuLle Mae BNnacHi nepesarn 1a obmexkeHHA. [JeAki pyLii
NoKasylTb Kpawly MNPOAYKTUBHICTb Yy MNPOEKTax i3 BUCOKUM piBHEM rpacdivHoi
netanisauii Ta cknagHoi Qi3nMKol, TOoAi AK iHWI BUPISHAKOTBCA MNPOCTOTOK
BUKOPUCTAaHHA, FHYYKICTIO abo KpocniaTPOopMHICTIO. TOBTO ePeKTUBHICTb pyLuiA
6e3nocepenHbO 3anexXnTb Big crneundikn nNpoekTy, Moro MacwTabdy, >XaHpoBUX
0COBNMBOCTEN | TEXHIYHUX BUMOI KOMaHAN PO3POOHUKIB.

OTXe, pO3BUTOK pyWiiB y renMaeBi pyxaeTbCA y HanpAmi nigBULLEHHA
e(PeKTUBHOCTI, 3pyYHOCTi Ta rHy4KOCTi. [TOpiBHANBHMIA aHani3 cy4YacHuX irpoBmX
pywiiB GameDev — Unreal Engine, Unity Ta Godot — QOeMOHCTpye iXHIO
andpepeHuiauito 3a TEXHIYHMMU MOXJIMBOCTAMWU, OOCTYMHICTIO Ta UiSIbOBUMMA
cermeHTamu. Unreal Engine oOpieHTOBaHMA Ha CTBOPEHHA BWCOKOPeanicTU4HUX
BidyanbHUX CEpenoBuLL i CKNagHUX MeXaHik, LWo pobuTb noro npugatHim ana AAA-
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NPOEKTIB, ane BoAHOYac BMMarae 3HavyHux pecypcis. Unity 3abesneyye rHyykicTb,
KpocniaTOPMHICTb i WBUOKE NPOTOTUNYBAHHA, LWO igeanbHO NigXoanuTb ONA iHAj-
po3pobkn Ta MOBiNbHUX irop. Godot BUPI3HAETLCA BIAKPUTMM KOLAOM, NPOCTOTOHO
Ta He3asnexHicTio, NpoTe Mae obmexxeHHA y 3D-rpadiui. Bubip pyLwia 3anexumTs Bif
6anaHcy Mi>K TeXHIYHOK CKNagHICTo, 6oaKeToM, maciTaboM NPOEKTY Ta pPiBHEM
NiAroToOBKYU KOMaHaMW.
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CYYACHI METOAU AHANI3Y OAAHUX ANA BUABJIEHHA
OE3IHOOPMALLI

F'ypa Bonognmup

AOLEHT Kagheapu iHbopMmaLlinHnX TeXHOJOriN HayioHanbHOro yHiBepcutety
«OpgecbKa ropuanydHa akagemis », KaHanAaT TEXHIYHUX HayK, AOLEHT

rangsiv lnna

CTYOEHT 2-T0 KypCy marictpatypu hakynbTeTy Kibepbesnekn Ta iHghopmauinHnx
TexHonorin HayioHanbHoro yHisepcutety «OpgecbKa ropuanyHa akagemis »

Y cy4dacHoMy cycninbCTBi 3acobu MacoBoOi iHdopmauii  BigirpatoTb
BU3Ha4YanbHy posb Yy (popMyBaHHi rpoMancbkoi AyMKU Ta couiafibHUX MNPOLECIB.
BnacHukun 6aratbox iHpopMauinHMX KaHanis, Kepytoumch iHTepecammn 6eHediliapis
i CNOHCOpPIB, 4acTO NOAAalTb HOBUHW Mif MEBHUM KYTOM, AKUA MOXE CYTTEBO
BiOpPi3HATUCA Big peanbHux nogin [1,3]. Taka npakTuka npu3BOoaUTb A0
CNOTBOPEHHA (hakTiB i NOWMpeHHA aesiHopmadii, Wo weuako HabyBae BipyCHOro
xapakTepy 3aBoAku umdposum nnatopmam [4]. Y cBiTi, Ae 4OCTyn 00 A0CTOBIPHOI
iH(bopMaLii cTae cTpaTeriYHMM Pecypcom, TOW, XTO KOHTPOSIOE ii NOTiK, 3aaTeH
BN/MBATU Ha PilLEHHA NoOen, NOMITUYHI NpouecKn Ta cycnifibHy cTabinbHIicTb [3, 5].
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