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PO3POBKA ITPOBOI'O JTOJATKY HIJI ONEPAIIIMHY CUCTEMY ANDROID

AHoTanig. MeTor TOCTiHKEHHS € CTBOPEHHS irpOBOr0 JOAATKy Mija omepariiiny cuctemy Android.
[onoBHa MeTa — OTpUMaTH HaBUYKU poOoTH 3 irpoBuM pyuriem Unreal Engine 4, po3BuHyTH (aHTasio Ta
OTpUMATH TIOYATKOBE VSBICHHA NIPO CTBOPEHHS MOOUTBHHMX IrpoBHUX monaTkiB. s mociimkeHHS
BUKOPHCTaHI MporpamMHi 3aco0u po3poOKku Kojy, iHTepdelcy, TBOBHUMIpHUX MOAeNed Ta cieHapiro. B
pe3ynbTaTi JOCHIKEHHs OyJI0 OTPUMAaHO MPOTPaMHUN MPOAYKT IHTEPAKTUBHOTO YMPaBIiHHS CICHAPIEM Ta
BHYTPIIIHIM CEPEIOBHUILEM.

Kurouosi cioBa: mogarok, Unreal Engine, BuBueHHs, rpa, irpoBwuii pymriii, Blueprint.

Beryn. B TenepimrHboMy CBiTI 1HAYCTPIs BiI€OIrop 3 KOXKHUM JTHEM CTa€ BCE MOMYIISPHILIOLO.
CriouaTKy 3’SBUJIMCh KOMII IOTEpHI irpu. BoHM oTpumany BenuKy NOnyssipHICTb 3aBASKH TOMY, 1110
BOHH € JIOCTYITHUMU KOkHOMY. Llle € OinbIn BayKIHMBIMIU IS CYCITIJIBCTBA ACIEKT BiI€OIrop: BOHU
JAI0Th MOJKJIMBICTb OpraHi3yBaTH IpOLIEC HaBYaHHSA 3a IiX JONOMOrO, 110, B CBOKIO Yepry,
MOKpAIlye 3aCBOEHHS MPOHACHOTO MaTepiamy. JloCmiKeHHS MiATBEPKYIOTh, IO BUBYEHHS
MaTepiaiy B irpoBoMy (opmMarti MiJBUIILYE PIBEHb PO3YMIHHS TEMHU.

BaxmBUM € acmekT KOPHCTI BiJIOIirop Ui PO3BUTKY I1aM’sITi, MOXKJIMUBOCTI BHPIIIyBaTH
CKJI/JIHI Ta HECTaHJapTHI cuTyallii, OyayBaTH ajlroputMu nid. BoHM nomomararoTh MOMIMIIATH
BMIiHHSI KOHIIEHTPYBATH YBary i, B IJIOMYy, PO3BHBAIOTh KOTHITUBHI BMiHHS MO3Ky. be33anepedno
BiJICOIrPH TapHO PO3BUBAIOTH (haHTA31I0 JIFOJUHH, ii CBITOIIIS, IO MOXKE JY>Ke TOMOMOITH JIFOINHI
B KUTTI. TOX, BII€OITpH € 1 KOPUCHUMH, BCE 3aJI€KUTh BiJl ClIOCOOY BUKOPUCTAHHS.

3 KOXXHHMM JTHEM IMOMYJSPHICTh IrPOBUX JOJATKIB 3pocTae. Bee Oinblue monel 1iKaBUTh HE
TUTBKH TIPOIEC TPH, a i mpotiec ii ctBopeHHsa. Tomy Oylio BUPIIIEHO pO3pOOUTH ITPOBHUH JTOJATOK
nin onepaiiiny cucremy Android.

IMocranoBka 3amaui. HeoOXigHO CcTBOpUTH irpoBWil momatok mif rtuiaropmy Android.
Otpumaru HaBu4KH poboTH 3 irpoBum pymriem Unreal Engine.

Meta po6oTu. Meroro poOTH € po3poOka irpoBoro goaatky Ha miatdopmy Android 3a
nomnomoroto irposoro pymris Unreal Engine 4.

OcHoBHa yacTtuHna. [1ix yac BUBUeHHS poO0OYOi YACTHHU CTAJTIO 3PO3YMLIIO, 1110 IIOCh CKJIAIHE
1 Take, 110 3aI[iIKaBUTh BEIHKY ayAUTOPIiI0, 3pOOUTH HAM HE MiJl CHIIy uepe3 HeIOCTaTHIN MOCBiA i
HEBUCOKY TOTYXHICTh CBOTO poO0YOro ob0jagHaHHS, TOXX OyJl0 BHUPILIEHO pOOUTH TPy B KaHP1
«atdopmep» 3 HEBEITUKUM (PYHKIIIOHATIOM.

B sixocTi irpoBoro pymrisi oopanuit Unreal Engine 4, Tomy 1110 BiH Mae psiJ epesar, B TOMY
YHCIIi, BUCOKY TPOJYKTUBHICTH Ta JOCHTH LIIKaBy TEXHOJIOTIIO BizyajbHOTo ckpuntuHry Blueprint.
B sikocTi MOBHM mporpamyBaHHs Oyjio BHpilIeHO oOpatu BidyanbHHi ckpunTuHr Blueprint, 3a
HEOOX1THOCTI MoxnBe BUkopuctanHa C++. ['padiunuM pemakropom oOpaHO penakTop, KOTpUi
BOynoBano B Unreal Engine 4. Jlns moxeneii enementiB rpadignoro inrepedeticy (MeHto, ¢GoH,
NEePCOHAX, MPOTUBHUKY, JTAHAMA(THI eJIeMEeHTH) OyJI0 BUPIIIEHO BUKOPUCTOBYBATH aceTH, KOTp1 €
B BUIBHOMY JIOCTYTI1, OCKIJIBKH 11€ JTO3BOJISIE€ 3MEHIITUTH BUTPATH PECYPCIB Ta Yacy.

B intepdeiici Ta QyHKIiOHAT] OyAyThb KHOMKAa «CTapT» UIsl MOYATKy TIpU, MOXKIMBICTH
BUMKHYTH/BBIMKHYTH 3BYK Ta TeKCT 3 pekopaoM. CyTb IrpoBoro mpouecy CcKiajaTume



NPOXO/DKEHHS TEpeIIkoa 3 IMUUII0 310paTh MaKCHMalbHY KiJIBKICTh MOHETOK. MOXIHBO, B
MaiOyTHHOMY OyJie J10/1aHa MOYKJIMBICTh 3MIHIOBaTH CKIHH.

[Tix wac mocmimxeHHs OyJI0 MPOBENEHO aHaji3 iCHyrouMx aHanoris. Ilicis o3HaliomIeHHS Ta
aHaJi3y IHIIUX ITPOBUX JOJATKIB OYyJI0 MPUUHATO PIIICHHS PO3MOYaTH PO3POOKY JBOBHMIPHOTO
HECKJIQJIHOTO IIaTGopMepy 3 METOI MOTIHOJICHHS B CBIT PO3pOOKH irop, BUBYCHHS METOIUK Ta
3aco0iB CTBOpeHHS Biaeoirop. IIpuimyckaeTbcsi MOAAIBIINKA PO3BUTOK IMPOEKTY B IIOCH OUIBII
MacIuTadHe.

BucHoBoK. B niepiny dyepry nanuii 101aTok Oyne po3po0ieHO He B KOMEPIIHHHX MULIAX, a SK
MO>KJTBICTB 3PO3YMITH YacTKOBO, [0 O3HAYa€ reiMieB. B CBiTi BelMKa KUIBKICTh JFOJEH, KOTPUM
[[IKaBO pOOUTH IrpH, aje BOHM CTHKAIOThCA 3 O€3/Miu4io0 MpoOsiieM Ha KIITaAT HE3HAHHS MOB
IporpaMyBaHHs, CKJIAIHICTh OOpaHHS IrpOBOrO pyuIis, mpobiemu 3 imesmu i T.1. CropiBaemocs
Hall JOCBiJ CTaHE KOPUCHUM [UISl THUX, XTO Ma€ I mpoOiemu 1 Oyae BUKOPHUCTOBYBATH HAIly
PO3pOOKY.
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