MinicTepcTBO OCBiTH | HAyKH YKpaiHu

Binoxpemiiennii crpykrypHuii nigposain «TepHonisibcbkuii paxoBuii KoJIeIK

TepHONmiIbChKOro HAIOHAJBLHOI0 TeXHIYHOI0 YHiBepcuTeTy iMeHi IBana Ilyiios»
(HOBHC HaﬁMeHyBaHHﬂ BHIIIOI'O0 HABYAJIBHOT' O 3a1<J1aL(y)

Binninenns rejexkoMyHikalii Ta eJIEKTPOHHUX CHCTEM
(Ha3Ba BiIiIeHH)

[ukiaoBa KoMicisi KOMII’IOTePHOI iHKeHepil
(moBHA Ha3Ba LUKIIOBOI KOMiciT)

IMNOACHIOBAJIBHA 3AIIUCKA
10 KBadiikaiiiHoi podoTu

OakanaBpa

(ocBiTHIl cTymiHb)

Ha TeMy: Po3podka koM’ roreproi rpu «Impartial Automaton» 3
BukopucTanHsam pyiais Unreal Engine ta mosu C++

Bukonas: cryaeHT VI xypcy, rpymu KI6-602

Cnemianpaocti 123 Komm’rotrepHa iHKeHepis
(mudp i Ha3Ba, creLiaabHOCTI)

Pycaan [1IOITIOBNY

(im’s1 Ta mpi3BHIIE)

KepiBHuk Irop KAITAIIIJTA

(iM’s1 Ta mpi3BHIIE)

Penensenr

(iM’s1 Ta mpi3BHIIE)

Tepuoniap — 2025



BIIOKPEMJIEHUI CTPYKTYPHHUH HIAPO3L1
«TEPHOIIJIbCHbKHUHN ®AXOBHUM KOJIEIXK
TEPHOIIJIbCBKOI'O HAIIIOHAJTbHOI'O TEXHIYHOI'O YHIBEPCUTETY
imeni IBAHA ITYJIIOS»

BignineHHsa TeIeKOMVHIKAIUNA Ta EIEKTPOHHUX CUCTEM
[ukimoBa KOMICIS KOMIT FOTCPHOI 1HXKEHEpIi

OcBiTHIi cTyniHb OakagaBp

OcsitHbO-TIpO(eciiina nporpama: KoM 1oTepHa iHKeHepis
CrnemianbHicTh: 123 KoM roTepHa iHX)eHepis

lNanmy3s 3nanb: 12 [HdopmaliiiiHi TeXHOJIOT 1]

3ATBEP//KYIO
["onoBa MKI0BOT KOMICIT
KOMIT FOT€PHOT 1HXKEeHepii
Annpiit FO3bKIB
“08” tpaBus 2025 poky

3ABJIAHHH
HA KBAJII<I>IKAHIP1HY POBOTY CTYJIEHTY

I[Tomosuuy Pycnany OpiiioBuuy

(npizBuie, iM’s1, 10 6aTHKOBI)

1. Tema xBamidikariiinoi pobotn Po3poOka komm'roTepHoi rpu "Impartial Automaton" 3
BukopuctanusaM pymiig Unreal Engine Ta moBu C++

kepiBHUK poootn Kamarrina Irop bornanosuu

( mpi3BuILE, iM’ 51, 10 6ATHKOBI)

3aTBEep/KEH1 HaKa30M BigoKpeMIIeHOTO CTPYKTYPHOTO MiApo3ainy «TepHOMTbChKU
daxoBuii koJiepk TepHOMUTBLCHKOTO HAIlIOHATHHOTO TEXHIYHOTO YHIBEPCUTETYT iMeHi [Bana
[Tynros» Bim 07.05.2025 p Ne4/9-224.

2. Ctpok mogaHHs cTyaeHToM pobotu: 21 uepBus 2025 poky.

3. Buxinni mani 1o pob6oTtu: MoBa mporpamyBaHHs C++, TexHiYHe 3aBJaHHSA Ha PO3POOKY
KoMI1 1otepHoi rpu, crapgaptu IEEE 29148-2018, IEEE 29119

4. 3MiCT po3paxyHKOBO-TIOSCHIOBAJILHOT 3aMTUCKH (TIEPETTiK MUTaHb, SIKi TOTPIOHO PO3POOUTH):
3aranpauii po3aui. Po3poOka TexHiyHoro ta pobdouoro mopoekty. CremiaapHUW PO3JILIL.
Exonomiuanii po3aui. besneka sKUTTeMisapHOCT], OCHOBH OXOPOHHU IpaIlll.




5. Ilepenik rpadiyHOro MaTepiany (3 TOYHUM 3a3HAYCHHSAM 000B’SI3KOBUX KPECJICHb)

- IiarpaMa BUKOPHUCTAHHS MPOTPaMHU;
- llarpaMa KJ1aciB mporpamus;

- Jllarpama MociaiJOBHOCTI Jii;

- TEKCT METONY;

- OJIOK cXeMa aJropuTMy METOAY;

- cXeMa CTPYKTYpHa.

6. KoncynbTantu po3autiB podotu

Im’s1, ipi3BHIIIE Ta MTOCaIa ITignuc, narta
Pozmin KOHCYJIbTaHTa 3aBJIaHHS 3aBJIaHHS
BUJIaB MIPUHSAB
Okcana PEJIbBKBA
Exonomiunmii po3ain 3acT. nupekropa 3 HBP
Oxopona mnpaiii, Bonoaumup IITOKAJIO
TEeXHiKa 0e3IeKH Ta BHUKJIa1a4
€KOJIOTTYH1 BUMOTH
KAJJEHIAPHUM IIIAH

No Hazga eramiB kBamigikaiiiiiHoi po6oTu CTpoK BUKOHAHHS [MprmiTka
3/m eTamniB poOOTH

1 | OrpumanHs 1 aHaJI3 TEXHIYHOTO 3aBAaHHS 08.05

2 | 36ip 1 y3arasbHeHHs 1HGOpMAaIIii 20.05

3 | HanmucanHs nepmioro po3ainy 24.05

4 | Po3poOka TeXHIYHOTO Ta pOOOYOTO MIPOCKTY 28.05

5 | HanmcaHnHs crieniajgbHOTO PO3JIUTY 3.06

6 | Po3paxyHOK €KOHOMIYHOI YaCTUHU 5.06

7/ | HarmmcanHs po3aity 0XOpOHU Tparli 7.06

8 | Bukonanus rpadiunoi yacTuHH 10.06

9 | OdopmieHHS TPOCKTY 14.06

10 | [ToromxeHHs] HOPMOKOHTPOJTIO 17.06

11 | [lomepenHiii 3aXuUCT poOOTH 21.06

12 | 3axuct kBaniikamiitHoi poOoTH

7. Jara Bumaui 3apmannsg: 08 tpaBusg 2025 poky
CryneHt Pycnan [TOTTOBUY
(minmic ) (iMs T2 npissue)
KepiBauk poboTtu Irop KAITAIIIIA

( mipmuc )

(iM’st Ta mpi3BHIIE)




AHOTALIS

[TonoBuu P. HO. Po3pobOka xomm'rorepHoi rpu "Impartial Automaton" 3
BukopuctanusaM pymriss Unreal Engine ta moBu C++: kBamidikaiiiina poOoTta Ha
3100yTTS OCBITHBOI'O CTyIEeHA OakanaBp, 3a creuiaibpHicTIO 123 Komm’rorepHa
ixenepist. Teprnoninb: BCII «TOK THTY», 2025. 121c.

JocnimkeHHs IIPUCBSYECHE po3pob1I KOMII FOTEPHOT rpu
«Impartial Automaton» 3 Bukopuctanusm pymis Unreal Engine Tta MoBHM
nporpamyBanHsg C++. OO0’€KTOM JOCHIKEHHA € Tpolecd, WI0 TMOB’s3aHl 13
OpraHi3alli€cl0 Ta CTBOPEHHSM IrpOBOTO 3acTOCYHKY. Ilpeamerom — 3acTocyBaHHS
moxsmmBocTelt Unreal Engine 1 C++ nns peamizaifii apxiTeKTypu, TeMMIUICIO Ta
KOPHUCTYBAIIbKOTO 1HTepdency. Y pe3ynbTari Orjisaay 1 aHallizy CydacHUX IrpOBHX
pyIIiiB MOKa3aHO, IO OJHUM 13 HaledEeKTUBHIMX TMIAXO0MIB € Ppo3polka
KOMIT 10TepHOI rpu 3 BukopucTaHHsaM Unreal Engine Ta moBu mporpamyBanHs C++.
Po3spo6neno cuctemu rtpu «Impartial Automaton» nHa 6a3i Unreal Engine, 1o
nepeadavae iHTETpalio Joriku, rpadiku Ta iHTEephercy KOpUcTyBada 3 MOXKIUBICTIO
MOJAJIBIIIOTO PO3IIUpPEeHHs. Po3pobiieHO B3aemomito MDK KoMmroHeHTamu C++ i
Blueprint nnms cTBopeHHS THYYKOi iepapxii KiaciB 1 00’€KTiB, IO JO3BOJISE
MIAKITI0YAaTH 1 3MIHIOBATH MOAYJl 0e3 MOopymieHHS MuUTICHOCTI cuctemMu. OmucaHo
AITOPUTMHU POOOTH KIHOUOBHX KOMITOHEHTIB I'PH Ta HAIMCAHO BiJMOBIIHE MPOrpaMHe
3a0e3neuenHss Ha wmoBax C++taBlueprint. IlpoBeneno peanizaiito iHTepdeincy
kopucrtyBada (UI), oOpoOKy mofiii Ta mepemaady AaHUX MiK KOMIIOHCHTaAMH CHCTEMH.
[IpoBeneHo TecTyBaHHsS peai30BaHMX MEXaHIK, MEPEeBIPEHO iX MPOMYKTUBHICTH Ta
CTabUTbHICTh POOOTH.

KmouoBi cnmoBa: komm totepra rpa, Unreal Engine, C++, Blueprint,

MOIyJbHA apXITEeKTypa, iIHTepdeiic KOPUCTyBava, TECTYBAHHS, TPAQIIHUNA PYIITii.



ANNOTATION

Ruslan POPOVYCH. Graduation Thesis on Topic Development of the computer
game "“Impartial Automaton" using the Unreal Engine and the C++ language:
qualification work for obtaining a Bachelor's degree in Computer Engineering.
Ternopil: SSS «TPC TNTU», 2025. 121 p.

The study is dedicated to the development of the computer game "Impartial
Automaton” using the Unreal Engine and the C++ programming language. The object
of qualification work is the processes associated with the organization and creation of
a game application. The subject is the use of the capabilities of Unreal Engine and C++
to implement architecture, gameplay, and user interface. As a result of the review and
analysis of modern game engines, it is shown that one of the most effective approaches
is the development of a computer game using Unreal Engine and the C++
programming language. The systems of the game “Impartial Automaton” were
developed using Unreal Engine, integrating game logic, graphics, and user interface in
a modular architecture that supports future expansion. The interaction between C++
and Blueprint components has been designed to create a flexible hierarchy of classes
and objects, allowing modules to be connected and modified without breaking the
integrity of the system. The algorithms for the operation of key components of the
game are described and the corresponding software is written in C++ and Blueprint.
The user interface (Ul), event processing, and data transfer between system
components were implemented. The implemented mechanics were tested, their
performance and stability were verified.

Keywords: computer game, UnrealEngine, C++, Blueprint, modular

architecture, user interface, testing, graphics engine.
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BCTYII

Cdepa posBar mpoinuia BETUKHM NUIAX, MY3HKa, KiHO (TeaTp) Ta irpu
CYIIPOBOKYBaJIH JIOACTBO Ha KOXKHOMY €Tarl Moro 0e3ymuHHOTO PO3BUTKY Y Tiif
yyd 1HIA QopMi. 3 TIJIMHOM 4Yacy 3MIHIOBIMCS METOAM Ta 3aco0u, Kl
BUKOPHUCTOBYBAJINCA JUIsl IXHBOI'O CTBOPEHHS YU B3a€MOJIi, B JEAKUX BHIIAJKaX
3MiHIOBaiaca i cama ¢opMma, SIK OT Ha MpHUAady JO TeaTpadbHOI CLIEHW MPUMIIOB
kinemarorpad. [Ipote, cyTh 3anuIaiack OJIHIEXO — AaTH JIFOAWHI 1IKAaBUM TOCBiJ.

3aBIsSKHA KOMIT I0TE€pPHU3aLliil MPOIECH B HAILIOMY KUTTI CTAJIM IPOCTIIIUMHU, B
TOY YMCIII ¥ T1, IO TIOB’sI3aH1 3 KIHO, MY3UKOIO i camo co00I0 IrpaMH, SIKi OTpUMAaJIA
HOBY (pOpMy y BUIJISJII KOMII FOTEpHUX 1rop. BoHU K y cBOIO yepry novaiu craBatu
O1UJIBILI THYYKUMU Ta TEXHOJIOTIYHUMHU 1 B PE3YJIbTaTl BAXKIMBAOK YACTUHHOIO HKUTTS
0araThOX JIOJIEH.

VY Hami yac KOMIT'FOTEpHI irpyU BUKOPUCTOBYIOTHCSL HE TUIBKU JJISL pOBar, ajie
U s TpeHyBaHHs, cumyssniii Tomo. Hanpuknax, minotn @opmynu-1
BUKOPHCTOBYIOTh aBTOMOOUIbHI CUMYJSTOPU AJIi TPEHYBaHHS IEpe] 3ai3liaMu,
aJke B HUX MOKHA HAJIAIITOBYBATH P13H1 MOTOJHI YMOBH, IOPH POKY, KOH(DIrypaiii
aBTOMIOLIIB TOLIO.

Mertoto kBamidikaitHOT poOOTH € MPOEKTYBaHHA Ta PO3POOKa KOMIT IOTEPHOI
rpu Ha pyurii Unreal Engine 5, sika Oyze moenHioBaTH y CO01 CTHITICTHKY irop )aHpy

«Souls» Ta MexaHiKu MNIMOOKOT0 HAJAIITYBaHHS TIEPCOHAXKA.

ApK.
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1 3ATAJIBHAM PO3LI

1.1 AHaJiTMYHUI OIJISAJ ICHYIOUYHX PilleHb

B HenoBriii, aje HacuyeHid, 1CTOpli PO3BUTKY Bijeoirop OylIo YUMo
XOpOIIHNX Ta MOTAHKWX MPEACTABHUKIB: JEAKl 3 HUX 3100YJIM CBITOBE BU3HAHHS, Y
TOM Yac sIK 1HII 3aJIMITAINCS HE3aMIYeHUMHU ¥ 3a0yTUMH. JI€KOIHM CTUIIICTUKY TPU
BUHOCATh B OKpPEMHUH >KaHp, II€ MOKHAa Ha3BaTH HAMBUIIUM CTYNEHEM YCIIXY,
OCKUIBKH TPAIUIAEThCS 1€ PIAKO 1 Taki MPEUEHACHTH MOXKHA IepepaxyBaTh Ha
nanblsx ABOX pyK. OMHUM 3 HUX € xKaHp «Souls-like.

Cruitictuka xanpy «Souls-like» nmomnsrae y ckimagHoCTi cuTyariii Ta 4eCHOCTI
CTOCOBHO 0 TpaBiii. ['0BOpsSYM TIPO CKIAIHICTh, MA€ThCA Ha yBasi, IO TPABIO
MOCTIIHO MOTPiOHO OYTH YBa)KHUM, M1JJIAIITOBYBATUCS 11l BOPOTiB, IIYKATH iXH1
Bpa3JIMBOCTI Ta MOMEHTH JUJIsl BIAMOBIAI Ha iXHI Ail, @ HE MPOCTO 30UIbLIYBAaTH
KUIBKICT 37I0POB’Sl Ta IIKOJM HENPYTIB, SIK 1€ POOJSATH OUIBIIICTH PO3POOHUKIB.
Takuii miaxig J03BOJSE TPaBUIO OTPUMYBATH BIAYYTTS TEPEMOTH  HaJ
BUNPOOYBAHHSIM, AK€ BIH MPOMIIOB JIMCHO CBOIMM cujiaMu. BapTo 3a3HaunTy, 1110 B
Irpax 1OTO KaHPY, SIK MPaBUJI0, HEMAa€ BUOOPY CKIIAHOCTI.

[Ilogo dyecHOCTi, TO TYT BapTO BIJ3HAYMUTH, IO TMOMNPU CBOKO BHUCOKY
CKJIQJHICTh, BOHU HE € HECTPABEIJIMBUMHU. Y C1 BOPOTH JIIFOTh 32 MPOTHO30BAHUMH
mabioHaMu: 3armam’sITOBYIOUM iXHIO TOBEMIHKY Ta MaTTepHU OOCIB, MOXKHA iX
nepeMortTd. MexaHiku Ta TpaBuWiia 3a3BHYail MakCHMAaJIbHO MPO30pi, 1 HEe OyBae
Takoro, 1o Tpa cama ix nopymrye. Hampukinaa, rpaBenb 4iTKO poO3yMie€, SK
MPALIOIOTh YXWISIHHS, 0JI0K, aTaka Tomo. KopucTtyBay, HanamroByo4n NepcoHaxa,
cam miioupae, KUl CTHJIb T'pyU MOMy OLbIIe 0 BIIOAOOH, 1 Tpa HE OOMEXY€e Horo
OJTHUM-€JIMHUM CIIOCOOOM MPOXOIKEHHSI.

MosxHa cka3at, 1o «Souls-like» Oinpmie HaBiTh cxoke Ha ¢igocodiro
CTBOPEHHSI TPH, HIXK MTPOCTO Ha >KaHP.

[Ilomo 10 camux irop, TO MOXHA BiI3HAYUTH TaKl iICHYIOU1 PIILICHHS:
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Ha pucynky 1.1 306paxkeno ooxmaguaky rpu Dark Souls I11.

Pucynok 1.1 — O6knanunka rpu Dark Souls 111

[MepmonpoxoansMu y poMy xkaHpi € irpu cepii Demon’s ta Dark Souls.
Po3pobieni smoHchkoi0 KommaHiero FromSoftware 3a kepiBHuiTBoM XimeTaku
Misiizaki, sSIkOMy 1 HaJICKUTh 171€s1 CTBOPEHHS kaHpy. Ha pucynky 1.2 300pakeHo

dboto Xineraku Miszaxi.

Pucynox 1.2 — Xineraka Misia3aki

ApK.

2025.KP5.123.602.25.00.00 /73

10

3wmH. | Apk. Ne dokym. Midnuc |\dama




Dark Souls 111 — tpers i dinanbha yacTuna Tpusorii Dark Souls. Pozpoonena
cryniero FromSoftware. Bunymena 12 kBitHs 2016 poky Ha PlayStation 4, Xbox

One ta Microsoft Windows. Ha pucynky 1.3 306paxeno ckpinmrot 3 Dark Souls 11l.

Pucynok 1.3 - Cxpinmror 3 Dark Souls 111

IIepeBaru rpu:

— XOPOIIHI CayHJIPEK;

- IiIKaB1 BOPOTH Ta OOCH;

= KpacuBi Ta pI3HOMaHITHI JIOKaIIii;

— IIIMOOKUM JIOp Ta CIOXKET;

— MPOIKCAHI HEIrPOB1 EPCOHAKI;

— PI3HOMaHITHI IrPOB1 CUTYallli;

- KOOTIEpaTHB;

— BEJIMKHI apceHan 30poi Ta 00Ja yHKIB;

— THYYKe HaJlalITYBaHHS MEPCOHAXKa;

— neperpaBaHiCTh.

Dark Souls Il MoxxHa Ha3BaTH iKOHOK JXKaHpy, Ta BapTO OpaTH 10 yBaru
pIILlIEHHsI, PUUHATI T Yac i po3poOKH, 1 B CBOiX irpax. bepyum e 1o yBaru,

JIOCUTH CKJIaJIHO HA3BaTH HEJOIIKH, OCKIJILKA BOHA JJOBEIHA MPAKTHYHO JI0 17eay.
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Lies of P —rpa po3pobiena crymiero Round8 Studio Ta Bumnymena 18 BepecHs
2023 poky Ha PlayStation 4 ta 5, Xbox Series X/S, Xbox One, Microsoft Windows
ta Mac OS. Ha pucynky 1.4 300paxxeHo oOkiaauaky rpu Lies of P.

Pucynok 1.4 - O6kinanunka rpu Lies of P

['pa Gepe mepcoHaxiB 3 Ka3ku iTajifickkoro nuchMeHHuka Kapio Kommomi
«IIpuronu I1iHOKK10» Ta TapMOHIMHO iX BIOUCY€E Yy 30BCIM HOBHUM CBIT, 3MIHIOIOYH
iXHI XapakTepH Ta MOTUBHU Ha OubII topocii. Ha pucynky 1.5 300paxeHo CKpIHIIIOT

3pu Lies of P.

Pucynok 1.5 - Cxpinmor 3 rpu Lies of P
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IlepeBaru rpu:

— CIOXKET;

— CayHJITPEK;

— MPOIKCaH] HeIrpoBi MEPCOHAXKI;

— MexaHika 301pKu 30poi — rpa J03BOJIsiE€ 3MIHIOBATH KIMHOK Ta PYKIB’s
30poi, IO € JOCUTh YHIKATBHHM.

Henomniku:

— OUTBLIICTH OOCIB Ta BOPOTIB — MPUCYTHI MOMEHTH, KOJIU BOHH € IOCUTh
HECIpaBeUIMBUMHU JI0 TPaBIIsl, X04a 1 HE HEMIEPEMOKHI;

— MpPOKAYyBaHHS HABUYOK IMEpPCOHAXa — HE 3pO3YMIJI0O YoMy, alie
MOCTIMHI MpeAMETH JUIsl BIIHOBJICHHS 3J0POB’Sl MEPCOHAXKA, SKI B IHIIUX 1rpax
MOKPAIYIOThCS CIIELIaJTbHUMH TPEAMETaMHU, MOMICTHIM JUIS TMpOKadyBaHHS Y
JI€pEeB1 HABUYKIB, SIK 1 HOPMAJIbHE YXHUJISHHS.

HesBaxaroun Ha yci Hemouiku, Lies of P Bce 1ie 3anuimaeTbess XOpoIoro
Ipol0, SKa MPUHOCHTH 3a/J0BOJIEHHS CBOIMHM MEPCOHAKAMHM, ICTOPIEIO Ta
MEXaHIKaMH.

[Ticns aHAMITUYHOrO OTJIAAY ICHYIOUMX HAa PHUHKY aHajoriB, MOHA
NPUCTYNATA JI0 PO3POOKM TEXHIYHOTO 3aBJaHHs, sike OyAe BpaxoBYBaTH YCI
HEJIOJIKM Ta CHJIbHI CTOPOHU TMPOaHaII30BaHUX BapiaHTIB. TexHIUHE 3aBIaHHS
MOBUHHO BU3HAYUTH HACTYITHI aCTIEKTH:

- HallMEHYBaHHsI IPOEKTY;

- 00J1aCTh 3aCTOCYBaHHS;

— MPU3HAYEHHS PO3POOKH;

— GyHKITIOHATBHI Ta HEPYHKI[IOHAIBHI BUMOTH MTPOTPAMHOTO MPOAYKTY;

- BUMOTH JI0 JOKYMEHTAIIIT;

— cTajii po3poOKH MPOTPaMHOT0 3a0e3MEUCHHS;

- TEXHIKO-CKOHOMIYHI TOKA3HUKHU;

— IIpaBuJjia TCCTYBAHHS ITPOCKTY.
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1.2 TexuiuHe 3aBIaHHA

1.2.1 HaiiMeHyBaHHSI Ta 00J1aCTh 3aCTOCYBaHHSA

Lleit TeXHIYHUN HTOKYMEHT CTOCYETHCS PO3POOKH KOMIT'IOTEPHOI T'pH IIiJ
Ha3Boro «Impartial Automatony, peanizoBaHoi MOBOIO mporpamyBaHHsi C++.
Chepa BuKOpUCTaHHS: 3arajibHe 3acTOCYBaHHS Ha TEPCOHAIBHUX

KOMIIT I0TEpax.

1.2.2 Tlpu3HadyeHHS PO3POOKH

MeToro po3poOKH € CTBOPEHHSI TEXHO-IEMOHCTpPALIITHOTO BapiaHTy IpU y
xaHpi «Souls-like». Tlpu3HayeHU IS 3arajbHOTO 3aCTOCYBaHHS ab0 y SKOCTI
MOCHJIaHHS B 1HIIUX poOOTax 3 BiIMOBIIHAM 3a3HAYCHHSM IEPIIODKEpEa.

3acobu peaizarlii:

— pemakTop it ctBoperns 3D moneneii — Blender;

— irpouii pymini — Unreal Engine 5.5;

— IDE nns HanmmcaHHS KOy 3 BCTAHOBJICHMMH TaKeTaMH IS PO3POOKHU

na C++ ta Unreal Engine — Visual Studio.

1.2.3 Bumoru /10 nporpamMHoro 3aée3neyeHHs

KinmneBuii pe3ynbrar KOMITIOTEPHOI TPU Ma€ 3aJO0BUIBHATH HACTYIIHI
BUMOTH(HA3BH KJIaBIIll, KHOTIOK TOIIIO 3TaJlaHl aHTJIIHChKOIO MOBOIO):
1. T'onoBHE MEHIO:
1.1 T'oloBHE MEHIO Ma€ MICTUTU HACTYITHI KHOTIKHU JJIsI TepexodiB: «Start»,
«About», «EXit».
1.2 Jlns B3aeMopii 3 TOJOBHUM MEHIO TIOBHHHA BHUKOPHUCTOBYBATHUCS

KOMIT FOTEpHA MUIIIA.
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1.3 JInst miaTBepKEHHS Ma€ 3aCTOCOBYBATHCS JTiBa KHOMKUA KOMIT FOT€PHOT
MHIIII.

1.4 Tlpu B3aemoii 3 KHOMKOW «EXIit» — rpa mOBHHHA MPUIIUHATH CBOIO
JUSTTEHICTD Ta 3aKPUBATHCH.

1.5 IIpu BuOOpi kHOmKKM «AbOUt» — HMOBHMHHO BIAKPHBATHCS BIKHO, 1€
OIKCaHO XTO Ta JJIsA Yoro po3podus 1o rpy. Tekcr onucy: «Made for qualification
work by Ruslan Popovych».

1.6 ITig yac HaTUCKAHHS KHOIKH «Start» — rpa Mae 3aBaHTa)KyBaTH iIrpOBUI
PIBEHB 3 EPCOHAXKEM, BOPOTAMH Ta IHIIUMHU 00’ €KTaMH B3a€MOJII.

1.7 Y BepxH1ii YaCTHHI FOJIOBHOTO MEHIO Ma€ PO3MIIIyBaTUCI CKOpOYEHA
Ha3Ba rpu — «l. A».

1.8 Knapima MaroTh MaTu HAaCTYMHHUUN CTHJIb: OLTI HAIMUCH Ta YEPBOHUHN
3aHi# HoH, kouip 3aaHboro hony kHorok — 760000FF (Hex Linear).

1.9 JIuzaiin TOJOBHOTO MEHIO HE TIOBHHEH BHUKJIUKATH IOTaHOTO
CaMOIIOYyTTsI KOPUCTYyBaya.

2. IrpoBuii mportiec:

2.1 I'pa TOBMHHAa MICTUTH OJWH pIBEHb, Ha SKOMY TpaBellb MOXeE
B3aemoisaTu 3 NPC Ta iHIIMMH IHTEPaKTUBHUMH 00’ EKTaMH.

2.2 Tlix gac irpoBoro mpoiiecy iHTep(deiic KOpucTyBaua Ma€ CKIIaIaTUCS
JIVIIIE 3 OJTHIEI0 CTPIUKH 310POB’SI.

2.3 Ctpiuka 370pOB’S Ma€ MaTH KOJIp, KU OyJe acollifoBaTUCS 3
310POB’SIM.

2.4 Ctpiuka 370pOB’S Ma€ PO3MINIYBATHCS Y JIBOMY BEPXHBOMY KyTa
eKpaHy Ta He Ma€ MillIaTy iIrpOBOMY MPOIIECY.

2.5 I'paBenib Mae MaTv KJaBilll IS B3a€EMOJIi 3 TOJIOBHUM ITPOBUM
MIEPCOHAXKEM Ta CBITOM.

2.6 Ilns  mepeMilieHHsT TOJIOBHOTO  ITPOBOTO  TEPCOHA)XKa  MAaroTh
BUKOpUCTOBYBaTHUCS KiaBimni: «\W» 17151 mepeMilieHHs Baepen, «A» — BIIBO, «S» —

Hazaj, «D» — Brnpaso.
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2.7 Tlix gac BITLHOTO TIEPEMIIIICHHS TOJIOBHUH ITPOBUIA IEPCOHAXK 3aBIKIU
Ma€ TMBUTHUCS B CTOPOHY, B SIKY BiH MEPEMIIIYETHCS.

2.8 I'paBelib Ma€ MaTH MOXJIMBICTD 3ALIMKIUTH KaMepy Ha BOPOTY.

2.9 Jlns 3anukieHHs TOBHMHHa BuKopucTtoByBatucs «Middle Mouse
Button».

2.10 Jnst 3HATTA 3alMKICHHS TakoXX Ma€ BHUKOPUCTOBYBATHUCS
«Middle Mouse Button».

2.11 [1ix yac 3aIUKIICHHS, KaMepa Mae 00epTaTUCS HABKOJO BOpora
Ta NEPEMIITYBATHUCS 3 TOJOBHUM ITPOBUM MEPCOHAKEM.

2.12 [lin yac 3aUMKIIEHHS TOJOBHHMM IrpOBUN NEPCOHAXK IMOBHUHEH
NepeMILyBaTHCs BIIHOCHO BOPOIa Ta MOCTIMHO JUBUTHUCS B 1OI0 CTOPOHY.

2.13 [lix yac 3aUMKIEHHS MalOTh BUKOPHCTOBYBATHCS 1HIII aHIMaIli
MIepeMIICHHS, K1 IPU3HAYCHH] JIS [IbOTO.

2.14 Skmo rpaBenps BijbOirae Ha TEBHY BIJICTaHb BIT 00 €KTY
3alMKJICHHS — 3al[MKJICHHS CHAJa€ 1 BiH OBEPTAETHCA O BUIBHOIO MEPEMILIEHHS.

2.15 ['paBenib Mae MaTH 3MOTY YXWUJISITUCA BIJI aTakK, HaXaTTIM
kiasimm «L Shift».

2.16 [lin yac yXuJsiHHS, TOJIOBHHMM ITpOBUN IMEpPCOHAX Mae OyTu
HEBPA3JIMBUM JI0 BX1JTHOI LIIKO/IH.

2.17 [lix yac yxuistHHS, TOJOBHHUI IrpOBUI MEPCOHAXK HE MA€ MaTu
3MOT'HM aTaKyBaTH.

2.18 [lix yac yxuistHHS, TOJOBHHMI ITpOBUI MEPCOHAXK HE MA€ MaTu
3MOTH MTOBTOPUTH YXUJISTHHS, SIKIIIO BiH BXKE OTO BUKOHYE.

2.19 VYXWIsHHS TOBHHHI BUKOHYBATHUCA Y TOMY HANpsSMKYy, SIKAN
3a]]a€ KOPUCTYBaY.

2.20 ['paBenb Mae MaTH 3MOTY HAHOCUTH IIIKOJAY BOporam, 3a
nomomororo «Left Mouse Button».

2.21 ITlinx uyac wuaruckauHs «Left Mouse Button», mnoBuHHA
MIpOrpaBaTUCS aHIMAIlis aTaKu, sIKa 3aJIeKUTh BiJ] KIMIPOBaHOI 30p01 Ha TOJIOBHOMY

IrpOBOMY MEPCOHAXI.
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2.22 [lin wac araku, MalOTh MpOTpaBaTHCA yCl aHIMAIii, SKi € s
MOTOYHO1 30p01, 3 MOXKIIMBICTIO 001pBaTH MPOTPaBaHHs MIXK MIEPEX0JaMH BiJI OJIHIET
aHIMaIlii 0 HaCTYMHOI.

2.23 ['paBenib Mae MaTH JOCTYN 110 IHBEHTApO, 3a JOMOMOTOIO
KJaBim «I».

2.24 [aBeHTap Mae po3MilyBaTUCS y TIpaBiil YaCTUHI EKpaHy.

2.25 [HBeHTap Mae MICTUTH yCi MPEAMETH, SIKI JTOCTYIHI Ha JaHHA
MOMEHT TPaBIIIo.

2.26 [Ipu B3aemopii, mnpeamer, sKIO Le 30posi, MOBUHEH
EKIIMPYyBaTUCA HA TOJIOBHOI'O IrPOBOT'0 MEPCOHAXKA.

2.27 ['paBentb Mae Matu 3MOTy 3MIHIOBAaTH 30pOI0, SKy TOJIOBHUMN
IrpOBUIA IEPCOHAK MAE y PYKaXx.

2.28 ['paBenb Ma€ MaTu 3MOTY 3MIHIOBATH €JIEMEHTH TiJIa TOJIOBHOTO
IrPOBOTO MEPCOHAXKA.

2.29 [1ix yac 3miHu 30p0i, MalOTh MIHSITUCS aHIMAIlli aTaKy.

2.30 [Ipu BiAKpUTOMY 1HBEHTapI, Y J1B1i HUKHIN YaCTHUHI EKpaHy Ma€e
3HAXOJAWTHCS KHOTIKA /TSl BUXOY 3 TPH.

2.31 [Ipu moBTOpHOMY HATHUCKAaHHI KiaBilm «I», mpu BIAKpUTOMY
1HBEHTap1, IHBEHTAp Ma€ 3aKPUBATUCS.

2.32 B3aemonis 3 iHBeHTapeM Mae€ BiAOyBaTHUCA 3a JOIOMOTOIO
Kypcopa MUIIi.

2.33 ['paBentr Mae MaTu 3MOTY JUIsl TIEPEMHUKATHCA MK YKe
€KIMMPOBaHO1 30POEi.

2.34 Jlns  mepemukanHs — 30poi  Ha  mpaBii  pymi  Mae
BUKOPUCTOBYBATHUCS KiaBimma «Q» ta «Ly s miBoi.

2.35 [lin yac mepeMuKaHHS aKTHBHOI 30pOi, HEAaKTUBHA 30pOs Mae
nepeMilryBatucs Ha cBii «Resort» cior.

2.36 Slkmo araku TpaBls MOMNAgae Mo BOPOTY, 30POB’S BOpoOra
MOBUHHO OITyCKAaTHCS Ta Ma€ MPOrpaBaTHCS BIJAMOBIJHA aHIMAIlS peakiii Ha

monajgaHHs.
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2.37 SIKI10 TOJNIOBHUH ITPOBUN MEPCOHAXK OTPUMYE HIKOAY, 310POB’S
Ma€ 3MEHIIIYBATHUCS Ta 1I€ Ma€ Bi1oOpaxaTucs Ha CTPIYIll 340POB s

2.38 Ha piBHi1 MaroTh OyTH pO3TaIIOBaH1 «KOHTPOJbHI TOUKH.

2.39 [Tpu B3aemoii 3 KOHTPOIHLHUMH TOUKAMH, 3/I0POB’ S TPABIIS Ma€
BIJIHOBJIIOBATHCS Ta Ma€ 3MIHIOBATUCSA TMO3MINS BIAPOKEHHS TpaBlsl Ha
KOOPJIMHATH KOHTPOJIBHOT TOUKH.

2.40 Komu 3710poB’s rpaBus magae 10 HyJAS — TOJIOBHHUN ITPOBHMA
MEePCOHAX TMPOrpa€ BIAMOBIAHY aHIMAIl0 Ta TMEPEMINIYEThCS JO OCTaHHBOI
KOHTPOJIHOT TOYKH, 5IK1 BIH B1/IB1/1aB.

2.41 B kiHmi animanii peakiii Ha TajiHHS 370pOB’S O HYyJsS, Ha
CKpaHi rpaBlisg Mae mosBjiaTucs Haamuc «Fail» ta He 3HUKATH 0 BIAPOKCHHS HA
KOHTPOJIBHINA TOYIII.

2.42 [1ix yac BUTLHOTO MEPEMIIIIEHHS, TPAaBEllb MOXKE BUTLHO KPYTUTHU
KaMepolo, MU 3alMKIICHHI BiH I[bOTO HE Ma€ MaTH 3MOTY POOUTH.

3. TyuHuii iHTENEKT HEITPOBUX MEPCOHAXKIB!

3.1 Inst po3poOKH JIOTIKM MOBEIIHKK HEIrPOBUX IMEPCOHAXKIB HEOOX1THO
Bukopucraru «Behavior Tree».

3.2 HeirpoBi nepcoHaxi, sIKI0 HE MatOTh TOJIOBHOTO IrPOBOTO MIEPCOHAXKA
B POJIi 30pY, MalOTh MATPYJIIOBATH O CBOIX 3a/IaHUX Ha PiBHI MO3HUIIISIX.

3.3 Ilix wac marpymtoBaHHS IIBHIKICTh TMEpPEMIlIEHH Mae OyTH
3MacHIIIeHa Ta Ma€ MPOTrpaBaTUCS aHIMaIlisl XOIbO0H.

3.4 Tlpu pocarHeHHI MO3WUIlii, HEITPOBUI MEPCOHAX Ma€ 3YNMUHUTUCH Ta
3a4eKaTH JIeIKUH Yac, MICIs YOro novyaTy MepeMillieHHs 10 HACTYITHOT MO3UIIIi.

3.5 [loTouHa mo3uIlis 10 SKOT MPSAMY€E TTEPCOHAK BUOUPAETH BUITAJIKOBO 3
3aJJaHUX UOMY.

3.6 SIKmo HEIrpoBHWA TEPCOHAX MAE y CBOEMO IO 30py TOJOBHOTO
ITPBOTO TIEPCOHAXKA, BIH TIEPECTAE MATPYJIIOBATH Ta IOYNHAE TIEPECITITyBATH TPABIIS.

3.7 Konu HeirpoBuii MepCcoHaK HAXOAUTHCS y MEKaxX aTaku JI0 Tpalls — BiH

aTakye Moro.
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3.8 Ilicns mpoBeAeHHA aTaku y HEIrPOBOTO MEPCOHAXKA IMOYMHAETHCS
HEJIOBTa 3aTPUMKa TIEpe]T HACTYITHOK aTaKoIo.

3.9 fkmo rpaBenp BiIOIT Ha JOCTATHIO BIJICTaHb BiJl BOpOra, OCTaHHIN
BTpayvae iHTEPEC Ta TIOBEPTAETHCSA JI0 MATPYIIOBAHHS.

3.10 Skimo 310poB’S HEIrpoBOTO TEpCOHAka Magae a0 HYJIS —
MPOTPAEThCS  BIAMOBIAHA aHIMaIlis, BUMHMKAIOTBCS HOTO Kojaiaepu Ta BIiH
3aJIMIIAETHCS Y BIMOBIAHIN MO31.

4. TIpoyKTUBHICTB:

4.1 HeoOximHO 3a0€3MeYUTH MaKCUMAJIbHY ONTUMI3allll0 Tpa, s
CTaOUIBHOTO 3allyCKy Ta poOOTM Ha I[UPOKOMY CHEKTpPl PI3HOMAaHITHUX
KOMIUICKTYIOUHX.

4.2 HeoOx1aHO 3a0€3MeYNTH MIBUAKHHA BIAKINK MK Ha)KaTOIO KJIABIIIEIO
Ta pe3yJbTaTOM Ha €KpaHi.

4.3 3abe3neyuTy 100 rpa BUKOPUCTOBYBAJIA SIKOMOTAa MEHIIE pPecypiB
KOMIT F0T€pa, 3MECHIIINTHA HABAHTAKCHHS Ha CHCTEMY.

4.4 YHUKATH HEBUIIPABAAHO CKJIAIHUX JIOTIYHUX OJIOKIB, SKI MOXYTh
CTBOPHUTH MOTEHIIIMHI TPOOJIEMH MMij1 4ac poOOTU MPOTrpaMH.

5. besneka:

5.1 Po3mnoBcromKeHHS K 1THCTAIATOP.

5.2 3a0e3neynTH 3aXUCT BiJ 3JIOBMUCHOTO 3apaKeHHsI (aiiiiB.
6. CyMiCHICTB:

6.1 3abe3neunTH CyMICHICTB 3 onepariiHoro cuctemoro — Windows 10.

6.2 IliaxTpuka BBOAY 3 KJIaBiaTypy Ta KOMITFOTEPHOI MHIII.

6.3 MiHiMaJIbHI CHCTEMHI BUMOTH:

— CPU: Intel Core i3 — 4160;

— RAM: 500 MB;

— GPU: GeForce GTX 1050Ti;

— HDD/SSD: 2GB.
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1.2.4 Bumorwu 10 nporpamMHoi J0KyMeHTAaIii

JlokymeHTallisi MOBUHHA MICTUTH CYMNYTHI JOKYMEHTHU JI0 HPOTrpamMHOro
3a0€3MCUCHHS, 10 OXOIUIIOIOTh OCHOBHI AaCIEKTH, HEOOXIJHI i1 HaJIC)KHOI
HIJTOTOBKM JI0 MOro BUKOpHCTaHHS. BoOHa TOBMHHA ONMCYBaTH: TPABUIIbHE
3aCTOCYBaHHS MTPOTrPaMHOTr0 3a0€3MeUEHHS Ta KIIF0UOBI ACTIEKTH.

JIoKyMeHTaIlisl CKJIaIa€ThCS 3:

- MOSICHIOBAJIbHOI 3aITMCKH;

- TEXHIYHOTO 3aBJaHHS,

= OTHCY MPOTpamHu, 10 MICTUTH 1H(HOPMAIIIIO TTPO JIOTIYHY CTPYKTYpPY Ta
(YHKL1OHYBaHHS [TPOEKTY;

- KOJIIB [IPOrpamu;

- cnenu@ikamli, sfKa BKIIOYAaE TMEpEeNiK Ta MpU3HAYeHHs (ailiiB
Iporpamu;

— Iporpam Ta METOAMK BUIIPOOYBaHb.

Jlo moxymeHTaIlli BUCYBAaIOThCSl HACTYITHI BUMOTH:

— BianoBigHIicTh JJCTY;

= YITKICTh Ta 3pO3YMIIIICTh;

- BIJICYTHICTh HEOJTHO3HAYHOCTEH.

1.2.5 TexHiIK0-eKOHOMIYHI MOKAZHUKH

st pobotn obpano HacTymHi 3aco0Ou: pemaktop st 3D monemoBaHHS
Blender, pemaktop s HanucanHs komy Microsoft Visual Studio 2022 3
BIIIOBITHMMH BCTaHOBJICHMMHM IMakeTamu 1jas podoru 3 C++ ta Unrel Engine Ta
irpouii pymiii Unreal Engine 5.5. Jlns iXHbOi KOpPEKTHOI poOOTH 0OpaHO
MIEPCOHAILHUN KOMIT FOTEp 3 HACTYITHUMHU XapaKTEPUCTHKAMMU:

— OS: Windows 10;

— CPU: AMD Ryzen 7 3700X 3.60 GHz;
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— 500 roguH MalIMHHOTO Yacy.

— RAM: 64 GB;
— GPU: NVIDIA GeForce RTX 4060.

Yacosi pecypcH BUAIECHI Ha poOOTY: TPYAOBI — 2 MIOJUHO-MICSALIl, MAIIMHHI

Tun taTepdeiicy [13: rpadiunamii;

Moga iHnTepdeiicy: aHTTHChEKHUH.

[aTepdeiic nporpaMu MyCUTh MICTUTH TOJIOBHE MEHIO, B IKOMY 00OB’SI3KOBO

MaroTh OyTH HACTYIHI MyHKTH: «Start», «About», «EXit».

1.2.6 Cragii Ta eTanu po3pooxu

Po3poOka Bkitouae B cebe HACTYIIHI €TaIH:;

1. AHamTUYHUH OIJIS HASIBHUX HA PUHKY MOAI0HUX PIllIEHb.

o oA w N

cTaliax.

dopMyBaHHS Ta aHJII3 BUMOT J0 KOMIT IOTEPHOI I'PpH.
Po3po0Oka Ta aHai3 TEXHIYHOTO 3aB/IaHHS.
MopentoBaHHs KOHIIEMIIIT TPH, 11 0COOIUBOCTEH.

Jlnzaiin Ta aHai3 IrPOBUX MEXaHiK.

7. Jlu3aifH MepCOHAXIB Ta JIOKAITIH.

8. CrBopenns 3D moneneit Ta animMariii 11 HUX.

9. IMmopT Mojenelt Ta aHiMaIlii B ITPOBUIA PYIIIiii.

10. HamwmcanHs KOy IPOTPaMH.

11. CtBopenHs iHTepdeiicy KopucTyBaya.

12. HanucaHHs TecTiB, TECTYBaHHS Ta YCYHEHHsI BUSIBJICHUX MPOOIIEM.

13. 36ipka rpmu.

14. BuroToBJICHHS IHCTAIATOPA.

15. Po3po6ka cymyTHOi JOKyMEHTallii.

16. BBeaeHHs B €KCILTyaTallilo.

Bubip iHCTpyMEHTIB peaizailii 3riJHO TPUUHATHX PIILIEHb HA MUHYJIUX

3MmH.
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1.2.7 TlopsiA0K KOHTPOJIIO Ta NPUHOMY

TecTyBaHHS KOMIT'IOTEPHOI IpH BigOyBa€eThes 3a gornomoror Unit-tectiB Ta
METOJ «4OPHOT CKPUHBKH» JJIsl TIEBHUX €JIEMEHTIB. [loeTHaHHS TaHWX METOIIB J1a€
3MOTy OTpUMAaTH MaKCUMAaJIbHUN PE3YNIbTaT.

Unit-tect  103BOJISIIOTH  MEPEBIPUTH  BHYTPIIIHIO JIOTIKY IMpOTpaMH,
KOMITOHEHTIB TOIIIO Ha MPEIMET MPUCYTHOCTI MOMIJIOK Ta JKOPCTKUX 3aJICKHOCTEH.
[ToBTOpHE BUKOPUCTAHHS OJHOTO M TOTO K TECTY 3a0e3Meuye, 0 YCe BUKOHYETHCS
Ipyu THX X YMOBax, IO 1 MHHYJIE€ TECTyBaHHS. [aKoX BOHU JO3BOJISIOTH
CTBOPIOBATHU IMEBHI YMOBH, SIKl OyJ0 O CKJIAQJHO BIATBOPHUTH NPH 1HIIMX METOJAX
TECTyBaHHS.

MeTon «90pHOT CKPUHBKIY JIO3BOJISE IMIBHUIKO TIEPEBIPUTH MIEBHI €IEMEHTH,
HaIMCaHHS TECTIB JI0 SKUX Oyno O HE 30BCIM JIOLUIBHO — HANPHUKIIAJ, IMEepeBipKa
nepeBipka poOOTH OHOBJIEHHS CTPIYKHU 3/I0POB’S TPABIIS.

[Ticns mpoBeneHHS TECTyBaHHS BHSIBJICHHI TTOMHJIKH BHIIPABISIOTBCS Ta
MOBTOPHO TECTYIOThCA. JIuie micias yCHIIIHOTO MPOXOJHKEHHS TECTyBaHHS, TPy
MOXHa BB@XaTH TOTOBOIO, 1 TUIBKA B IIbOMY BHITAJIKY MOXHa PO3MOYMHATH

CTBOPEHHSI IHCTAJIATOP Ta 0(OPMIICHHS MPOTPAMHOT JJOKYMEHTAIIIIO.
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2 PO3POBKA TEXHIYHOI'O TA POBOYOI'O MIPOEKTY

2.1 Po3poOka 3arajbHOI CTPYKTYPM i BapiaHTiB BHMKOPHCTAHHS

NporpamMu

CtpykTypa mporpamu — 1€ Te€, SK MPOTpaMHUN MPOAYKT (PYHKIIOHYE TIif
KaroToM, SIKM MOJAYJl BHUKOPUCTOBYIOTHCS, K OOMIHIOEThCS 1H(OpMALS MIX
HUMH, onpanboByeThes oo [2]. B Unreal Engine nmpoekT ckiiagaeTbes 3 OKPEMHUX
MOJYJIIB, SIKI KOPUCTYBad MOXe caMm Jo0aBistd uyu 3abupatu. [lo cBoiil cyTi,
CTpYKTypa ayxe Haraaye apxitektypuuii madiaon MVC (Model-View-Controller),
aJie 3 IEBHUMHU OCOOJIMBOCTSIMH.

Ha pucynky 2.1 300paxeno BigHomenHs enementiB MVC mix coboro Ta

KOPUCTYBAUEM.

e

UPDATES MANIPULATES
VIEW CONTROLLER
\
S c-.-/
Rt &
3
N\ /
USER

Pucynok 2.1 - Bignomenns enementiB MVC Mixk cob0ro Ta KOpUCTyBadeMm

MVC (Model-View-Controller) — apxiTekTypHuii ma0aoH, KWl BU3HAYAE
MOJIIT CHCTEMHU Ha TpH KoMmmoHeHTH: moaenb manux (Model), Bursan (View) Ta

kepyBanus (Controller) [2].
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Monens (Model) BimmoBigae 3a kepyBaHHs Oi3HEC JIOTIKOIO, 0OPOOKOIO Ta
30epiranHaM nanux. [Ipuiimae indopmarriro Bix Controller ra nepenae nani Ha View
[2].

KepyBauust (Controller) BigmoBimae 3a 3HATTA JaHWX 3 BBOAY Ta
NICPETBOPCHHS iX Ha KOMAHIH JUIS BUTIIAAY YU Mojeni [2].

Burmsn (View) 1ie neBHe mpeactaBicHHs iHdopMalii, OTpuMaHe BiJ MO
YU KOHTpoJiepa. Takok MoKe TepemaaBaTH AaHl Ha KOHTPOJEP MPU B3aEMOJII 3
iHTepdeiicom KopucTyBaya.

PosriisitHeMo 1eii apxiTekTypHui 1m1adsioH B konTekcti Unreal Engine.

ACharacter abo xiac rpaBIsl — e Bi3yajabHe BiJOOpa)KEHHS TPaBIls B CBITI,
TOMY BiH BUCTyHae ik VIeW, oJJHaK BiH TaKOX MOXKE MICTUTH €JIEMEHTH 00pOOKH
iH(OopMallii, TOMy Tak0oX MOXKHA cKa3aTH, 1o BiH € i Model. B neskux Bunaakax BiH
moke Buctymatu sk View, Model ta Controller, ame Take HarpomamKeHHs
BIJIMOBIJIAJIbHOCTEN MOKE CIPUUMHUATH MPOOJIEMH Y MOJAIBIIIIN PO3pOOIIl, TOMY TaK
kpame He pooutm. Takox sk View Bucrymaroth UserWidget, sxwmii
BUKOPHCTOBYETHCS Il CTBOpEHHs iHTep(dericy Ta Animinstance, sikuii BianoBigae
3a MPOrpaBaHHs aHIMaIlil.

KoMrioneHnTu — 11e okpemi Kiiacu, skl BIATIOBIIAIOTh 3a MEeBHUM (yHKIIIOHAT,
Hanpukiaan MovementComponent, skuit € BOymoanuii B Unreal Engine uwu
KaCTOMHI KOMIIOHEHTH CTBOPEHI KopucTyBadeM. Bonu Buctymnaroth sik Model.

Controller — iamoBigae 3a 3HATTS BBOAY BiJi KOPHUCTyBaya 1 IOJAJIBIION
00poOKku. Sk 3po3ymisio 3 Ha3Bu BiH BUcTynae sk Controller 3 MVC. € nBa Bunu
koHTposepiB Controller Ta AlController. Tlepmmii npu3HaueHwWid i TpaBId,
Apyruii aas HeirpoBux mnepcoHaxkiB. Takox sk Controller moxxe Buctymae
GameMode, sikuii kepye yciero Tporo B LIJIOMY Ta BU3HAUaE ii mpaBuJia.

Sk MOXHA 3aMITHTH, II€ HE € )KOPCTKUM CIIiyBaHHSM MPaBUJI, a CKOPIIIEIIO
nesika Bapiariisi Ha temy peamizaiii MVC. He Bapto Takox 3a0yBaTu, 1o 6arato
4Ooro 3ajJeKUTh 1 Bij camoro po3pooOnmka: Unreal Engine — me Bchoro i

IHCTPYMEHT, SIKU HE CTaBUTh IPOrPaMicTa B 5KOPCTKI PAMKH.
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Sx Bxe Oyno ckazano ACharacter Buctymae sk View, ogHak OKpiM HbOTO €
e JeKiTbKa KIaciB JJisg HaCHiIyBaHHS, SIKI MOXXHAa BHUKOPHUCTATH JJIs
NPEJICTABICHHS HEITPOBUX TEPCOHAXKIB UM TIEPCOHAXKIB TpaBIliB. PosrisHEMO
JETAIBHIIIE:

— Actor — 6a30Buii KJac A ycix 00’€KTIB, sIKI PO3MIIIYIOTHCS Y CBITI.
Moske matu TpadidHe MpenCcTaBICHHs, KOi3ii, 3ByKH TOINO, aje HE MOXE MaTh
JIOTIKY TIEPEMIILIEHHS Y1 KOHTPOJIIO 32 IOTIOMOT0I0 KOHTPOJIEPIB.

- Pawn — mnacmigyerbcs Big ACIOr, Mae yci MOMIIMBICTI CBOTO
0aThKIBCHKOTO KJIacy, ajie Terep Horo BxkKe MOKHA MEPEMIIyBaTH 3a JOTIOMOTOIO
KOHTPOJIEPIB.

- Character — wnacmigyerbecs Big Pawn ta Mae 3a 3aMOBYYBaHHSM
JI0JIaTKOBI KOMIIOHEHTH: CapsuleComponent, MovementComponent,
SkeletalMeshComponent.

VY Tabnuui 2.1 HaBeIeHO MOPIBHIHHS MK KJacaMu.

Tabmuusg 2.1 mopiBHAHHS MiX KJIaCaMH

Kiac Hacninye | KepyBanus | Pyx/dizuka JlonaTtkoBsi
yepes MOYJIMBOCTI
Controller
Actor - Hi Oo6mMmexennit/Bpyuny | Pennep,
KOJI31i,
JIoTiKa
Pawn Actor Tak Yepes Movement Pyx, 3B’s130k
3
KOHTPOJICPOM
Character | Pawn Tax Posmmpenuii Capsule,
Movement,
Skeletal
Mesh
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User Widget — xiac ans HaciityBaHHS IPU CTBOPEHI €JIEMEHTIB iHTepdericy.
Penizaniss BinOyBaeTchs y CHEIIaIbHOMY BIKHI Y SKOMY MO>XHa BHCTaBIISITH
3aroTOBJICHI €JIEMEHTH YHM CTBOpPEeHi po3poOHukoM. Ha pucynky 2.2 300paxeHo

BIKHO pelakTopy s ctBopeHHs Ul.

Pucynox 2.2 — Bik"o penakrtopy st ctBopenss Ul

Taxkox y Bkiaii «Graph» MojxHa HaJIAIITOBYBATH JIOTIKY, JJIs OTIPAI[FOBAHHSI
HATUCKAHHS Ha KHOIKY HAaNpUKJIIad, 3a JornoMororo Blueprint cuctemu. Ha pucynky

2.3 300pakeHo pemaktop «Graph».

Pucynok 2.3 — Penakrop «Graph»
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KoMmoHeHTH € BaXKITMBOIO 4acTUHOI po3poOku rpu Ha Unreal Engine, Bonu
JI03BOJIIIOTh HAMUCATH CUCTEMY OJMH pa3 1 Jalll NEpEeBHUKOPUCTOBYBATH Jie
HeoOXx1Ho. J[JI1 CTBOpEHHS KaCTOMHOTO KOMIIOHEHTa, HEOOX1JHO MPH CTBOPEHHI
kiacy BuOpatu Actor Component ans machigyBanns. Ha pucynky 2.4 300paxeHo

KJ1aC IJida HaCJ'IiILYBaHHH IIpu CTBOpeHi KaCTOMHOI'O KOMIIOHCHTA.

ent is a reusable component that can be added to any actor.

Pucynok 2.4 - Knac 115 HaciiyBaHHs IPYU CTBOPEHI KACTOMHOTO

KOMIIOHCHTA

KoHTponepn — e crnemiagbHl KJIacH, $KI BIINOBIIAIOTH 32 KOHTPOJIb
nepconaxin: Controller mys rpasus ta AlController — st HeirpoBUX MEepPCoOHaXIB.
JInst cTBOpEHHS BJIACHOTO KOHTpoOJiepa HEOOX1IHO BHOpaTH SK Kiac s
HACJIIIyBaHHS BIJIMOBIIHUN Kiac. Y HbOMY MOHA OMHCYBATH JOJATKOBY JIOTIKY
JUISL KEpYBaHHs IEBHUM aKTOpOM. Pa3oM 3 KOHTposiepoM rpaBiisl, BUKOPUCTOBY€ETHCS
cucrema «Enhanced Input» — e muariH, sIKUi MOCTaBISETBCA Pa3oM 3 PYIIIEM.
Jlanuii marid 103BOJIS€ IEHTPaATi3yBaTH CUCTEMa KEpYBaHHS 3a 1ormomMororo Input
Mapping Context ta Input Action.

Input Action — 1e meBHa TomiA: PyX, CTPUOOK, aTaka TONIO. IX MOXKHA
JI0JIATKOBO HAJIAIITOBYBATH 3a JIOIIOMOTOIO TPIirepiB Ta MOAM(pIKATOPIB, IKI MOXKYTh
MIHSTH BX10HI CUTHAIH.

Input Mapping Context — e meBuuit Ha6ip Input Action, skuii Bu3Hauae
3arajbHe KepyBaHHA. TyT TakoX MOKHa J100aBISATH Pi3HI MojudikaTopu Ta
TpPUTepH, 00 HE POOUTH IIHOTO HA CAaMUX JiSX, IO JO3BOJIOE KOHTPOIIOBATH yCE 3
oJTHOTO MicIs. TyT BCTAaHOBIIOIOTHCS KJIABIIII, SIKI BIJMOBIAAIOTH 32 TOW M 1HIITHI

Input Action.
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Ha pucynky 2.5 300paxeno Input Mapping Context.

Bech K0/ KOMIOHEHTIB, KOHTPOJIEPIB TOIIO — MOYKHA 3HAUTH y NOJATKY A.

SRREEE B

o v =

(C]

[Clv)
@y
[Clv)
® 0
® 0
[Clv)
@y
® 4

T

Pucynok 2.5 - Input Mapping Context

Bapiantu BUKOpHCTaHHS POTPAMHU:

— 3aIlyCTUTH IIPOrpamy;

— BIJIKPUTH CTOPIiHKY «About»;

— BUMTH 3 IPOTPaMU;

- pO3MoYaT Ipy;

— MepeMIllyBaTH NePCOHANKA;

— YXUIIATHCH,

— B3aEMO/IISITH 3 HEITPOBUMH MEPCOHAKAMU;

— 3aITUKITFOBATHCS HA BOPO3i;

— B1JIPOJIPKYBATHUCHL.

['padiune mpencTaBieHHs] BapiaHTIB BUKOPUCTAHHS MPOTPaMH HABEACHO Yy

nonatky «BaplaHTu BUKOPUCTaHHS MTPOTrpamMmmy.

3MmH.
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2.2 Po3poOka cucremu KjiaciB

J1J1s1 3py9HOCTI CUCTEMY KJIAaciB TIOJIIJICHO HA TPYIH: IEPCOHAXK1, KOMIIOHEHTH,
peIMEeTH, 3arajbHi.

Ilepconaki.

OCHOBHHUM KJIacOM JIJIsl YCiX HACTyNmHUX nepcoHaxis € «MyBaseCharacter»,
KA HACIIMyeThCs Bil craHmapTHOoro kiacy «Character». TyT BH3HA4YaroThCS
OCHOBHI IOJIsI Ta METOJIM, SIK1 OYTyTh HEOOX1H1 JIJI1 HACTYMHUX KjaciB. OTxke, TyT
e MeTou i podotu 3 Teramu: GrantTag, CheckTag, RemoveTag — nani Mmeroau
HAJIal0Th TET, MEPEBIPSAIOTh YU € TEeT Ta BUAAISIIOTH TET 3 MEPCOHaXKa BIJMOBIIHO,
npuiimaioth pedepenc FGameplayTag, CheckTag moBeprae OyieBe 3HauCHHS.
HasiBHI Meromm 1isi OTpuMaHHS OCHOBHHX KommoHeHTiB: GetStatComponent,
GetCombatComponent — ski 1OBepTalOTh BKa3iBHUKA Ha KOMIIOHCHTH
[IStatComponent Ta IICombatComponent BimmoBigHo. Metoau s poOOTH
oIparfroBaHHs momikopkeHux Boporis: AddDamagedActors — npuiiMae BKa3iBHHK
AActor, HasDamagedActor — mpuiimae BkasiBuuk AACtOr ta moBepTae OyJcBe
3HaueHHs, ResetDamagedActor. Metoau i1 BU3HAYCHHS TOYKH BiJIPOJIKCHHS Ta
camoro BizpopkeHns: SetActorSpawnlLocation — npuiiMae KOHCTaHTHHI pedepeHc
FVector, GetActorSpawnLocation — moBeprae koHctanTuii pedepenc FVector,
Respawn. OmnpamroBanHs momnaganHs mo nepcoHaxkosi: OnCapsuleOverlap —
npuiimae OverlappedComp Tumy BkasiBauk UPrimitiveComponent, OtherActor
tuny BkaziBauk AActor, OtherComp tuny BkaziBauk UPrimitiveComponent,
OtherBodylIndex tumy int32, bFromSweep - OyneBe 3HadyeHHs, SweepResult —
koHcTanTHuii pedepenc FHitResult, HandleHit — mnpuiiMmae BKka3ziBHUK
AMyBaseCharacter. [Tos: m_StatComponent THUITY BKa31BHUK
UMyStatComponent, m_MontagesMap tumry TMap<FName, UAnimMontage*>,
m_DeathMontage tumy BkasiBauk UAnimMontage, m_CharacterTags tumy
FGameplayTagContainer — xonrelinep ans 30epiranns teris, m_DamagedActors

tuy  TSet<AActor*>, m_blsDead, m_blsinvincible — OyneBi 3HaueHHs,
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m_CombatComponent tumy BkasiBaumk UCombatComponent, m_SpawnLocation
tuny FVector, m_GM - BkaziBank AMyGameModeBase.

«MyPlayerCharacter» — ocHOBHHMI Kjiac IS IIEPCOHAXXY TIpaBIld,
Hacmayerbess Bim  «MyBaseCharacter». Mictuth MeTOaM Ui poOOTH 3
SkeletalMesh: InitializeModularMesh — npitumae FName, ChangeSkeletalMesh ta
GetSKMeshPtr — mpuiimae koHcTanTHU# pedepernc FName, moBeprae BKa3iBHHUK Ha
Bka3iBHuk USkeletalMeshComponent. Metoau miis poOOTH 3 Kojaiaepamu
SkeletalMesh: SetActiveCollider — mpuiimae konctanTHHii pedepernc FName,
GetActiveCollider — moeprae koncrantauit pepeperc FName, GetCollidersMap —
noeeprae TMap<FName, UCapsuleComponent*>, UpdateActiveColliderPosition,
EnableCollider, DisableCollider. Meroau mms ekimipyBanus: Changeltem,

SetSkeletalltem. Takox MiCTUTH I1HIN METOAM JUIS B3aEMOJII 3 aHIMATOPOM,

KOMITOHEHTaMH TOILLIO. ITons: m_CameraBoom TUITY BKa31BHUK
USpringArmComponent, m_Camera - BkaziBauk UCameraComponent,
m_LockOnComponent — BKa31BHUK ULockOnComponent,

m_ModularSKMeshMap — tuny TMap<FName, USkeletalMeshComponent*>,
m_Animinstance tuny BkasiBauk UPlayerAniminstance, m_ActiveCollider —
Fname, m_Inventory — Bka3ziBauk UlnventoryComponent.

«Enemy» — OCHOBHHMIA KJac JJisi BOPOXKUX HEITPOBUX TIEPCOHAXKIB,
Hacmigyerbes Bim «MyBaseCharacter». Mictuth MeTomu aisi TaTpyJIrOBaHHS,
nepecmigyBanns: OnSeePawn — mpuiimae BkasiBuuk Tumy APawn, StopChasing,
ChoosePatrolTarget — moBeprae BkasiBauk AActor*, Attack, StopAttack,
RotateToPlayer. Metonu s mpunuHEHHsS poOOTH Ta BimpopkeHHs: TurnOffAl,
Respawn.

Kommnonenrn.

«lCombatComponent» — intepdetic ams «CombatComponent». Mae meToau
JUTI eKimipyBaHHS Ta MaHInmyJsiii 3i 30poero: EquipWeapon, ReattachFromTo,
SwapWeapon, HasWeaponlIn. [Tns po6oTu 3 MorTaxamu 30poi: GetActiveMontage,

GetMontage, GetLRMontage, ChangeMontage.
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«CombatComponent» — KOMIOHEHT, SKHWil Haciixye Bim iHTepdeicy
«lCombatComponenty. IlepeBu3navyae meToau 3 iHTepdeiicy. Ta Mae MeToan A
pobotn 3 Kkomdaimepamu 30poi: EnableHitbox, DeactivateHitbox. Ta s
BCTaHOBJICHHs 30poi it 3aminu: SetWeaponClass.

«lLockOnComponent» — inTepdeiic a1 KOMIIOHEHTa 3allMKICHHS Ha
HEirpoBoMy TmepcoHaxi. Mae wnactynui meromm: StartLockOn, EndLockOn,
ToggleLockOn, GetTarget. StartLockOn — mpwuiimae 3HaYeHHS 3 IUIABAIOYOIO
KpanKko JJIsi padlycy B SKOMY IOTpPIOHO 3HAWTH IIb IS 3allUKJICHHS.
ToggleLockOn Takox mpuiimMae 3HaYEHHS 3 IJIABAFOUOI0 KPAINKOK ISl Paaiycy i
nepeMHuKae CTaHU MDK 3aluKiIeHuM Ta He3anukiaeHuMm. GetTarget moseptae
BKa3iBHUK TUITy AACtOr.

«LockOnComponent» — wmHacmigyetsess Big  «lLockOnComponent».
IIepeBrU3Haua€e MOro METOIMU.

«IStatComponent» — intepdeiic a1 KOMIOHEHTA, SKUW BIANOBIIAE 3a
nmapaMeTpu TEpCOHaXKa: 3J0pOB’s, BHTpHBamicTh Tomo. AddStat — meron mus
J0JlaBaHHs ImapameTpy, mpuiitmae FName& ta Tpu 3HaueHHS 3 TUIaBaI0UO0I0 KPAITKOIO
JUIS  TIOYaTKOBOTO 3HAYCHHS, MIHIMAJILHOTO Ta MAaKCHMAaJlbHOTO 3HAYCHb.
SetStatValue — npuitmae FName& s HasBu mapamerpy Ta float mis 3HaueHHs,
BCTAHOBJIIOE TIOTOYHE 3HaUYEHHs nmapameTpa. SetStatMinValue, SetStatMaxValue —
METOJI! JUIS BCTAHOBJICHHS MiHIMAJILHOTO Ta MKCHMAJIbHOTO 3HAYCHb, PUHMAIOTh
FName& nns masBu mapamerpy ta float mms 3mauenns. GetStatMaxValue,
GetStatValue — meToau as OTpUMaHHS MaKCHMaJbHOTO Ta MOTOYHOTO 3HAUYCHB,
npuiiMaroTe FName& niist HazBu mapamerpy.

«MyStatComponent» — nacmiaye Bin «lStatComponent», nepeBusznauae ioro
Metonu. Mae nonmatkoBuit Meton GetPercentage, sxuii mpuiimae FName& mns
Ha3BU napaMeTpy Ta nmoeprae float smauenns Biacotka i ReduceHealth, sikuit minse
3HAUYEHHS CTPIYKHU 3/I0POB 4.

«InventoryComponents» — KOMIOHEHT uisi 30epiraHHs mpeaMmeTiB. Mae
metoas GetAllltems, skuit moBeptae pedepenc Ha macuB (TArray) CTpyKTypH

FFltemData. Mae atpubyt TArray<kFltemData>, sikuii 30epirae yci npegmeTu.
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Ipeamern.

«FltemData» — cTpykTypa, sika MmictuTh FName nis Ha3Bu mpeamMera,
Utexture2D* s 300pakenns mpeamera ta T SubclassOf<AMyBaseWeapon> —
BKa31BHHK Ha Jr00ni Kinac noxigamii Bim AMyBaseWeapon.

«MyBaseWeapon» — ocHoBHuii kiac s 30poi. GetAttachToSocketName —
noBeprac  FName cokera 30poi, 10 AKOro mMOTPIOHO MPHUKPINIUTH Ti.
GetWeaponAttackMontage — moseprae UAnimMontage* na animariro. GetTags —
noBeprae FGameplayTagContainer& — konteitnep teris. SetAttachTo — mpuiimae
FName&, 3aMIHIOE  TI0JIe m_AttachTo. Takox  MICTHTh  IIOJSA
m_WeaponAttackMontage* — animarmis araku 30poi Ta m_WeaponTags — teru
30poi.

«MyWeapon» — nacmigyerses Big «MyBaseWeapon». GetResortSocket() —
noBeprae FName Ha Ha3By cokeTa, Ha SKUWA 30posi TMEepeMilllaeThcsi B
HeekimipoBaHoMy crani.  ActivateHitbox — aktuBoBye kosaiigep 30poi.
DeactivateHitbox — Bumukae komaiiaep 30poi. ResetDamagedActors — ounriae
CIIMCOK aKTOPIB, SKMM HaHeceHo mkoay. [Toms: m_WeaponMesh* — Bka3iBHUK Ha
crarnunuii memr, M_Collider — Bka3iBHuK Ha Konaiaep, M _ResortSocket — nHa3sa
COKeTy «BiamounHky», M_DamagedActors — macuB akTOpiB, SIKHM HaHECEHO
IIKOJTY.

«MySkeletalModule» - wmacmigyetscss  Bim  «MyBaseWeapon».
GetSkeletalMesh — moseprae BkaziBauk Ha USkeletalMesh. GetBeginSocket —
noBeprae FName& nasBa cokera movatky kosaiinepa. GetEndSocket — moBeprae
FName& Ha3By coketa ki konaraepa. [Toms: m_SkeletalMesh, m_StartSocket,
m_EndSocket.

3aragabHi.

«MyGameModeBase» — «pexum» rpu. Metoau: AddRnrmyToArray —
no0aBJisie Ha MOYATKy TPU yCiX BOPOTIB HAa PIBHI B MAacUB, NMPHUIIMAaE BKa31BHUK
AMyBaseCharacter, RespawnAllEnemies —  BigpomKye BCiX  BOpOTIB,
AddPlayerToArray — mo0aBjsie BCiX IpaBIliB Ha IMOYAaTKy T'PH B MacuB, NpUHMAE

Bka3iBHuk AMyBaseCharacter, RespawnAllPlayers — Binpoxye Bcix rpasiiiB. Mae
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nosisi: M_EnemiesArray tuny TArray<AMyBaseCharacter*> ta m_PlayersArray
tuny TArray<AMyBaseCharacter*>.

«MyBaseAniminstnace» — kacToMHHII 0a30BHMil Kjiac s poOOTH 3
aHIMAaIlsIMA MIEPCOHAXKIB. Meroau: NativelnitializeAnimation Ta
NativeUpdateAnimation, sikuit npuiimae float 3nagenns. IToms: m_CurrentPawn —
BKka3iBHHK APawn Ha mortouHoro BiacHuka, M_CharacterVelocity — Fvector
30epimae MBHAKICTH mepconaxka, M_CharacterDirection — float, manpsmox
MepcoHaxa, m_PlayerMovementComponent — BKa31BHUK
UCharacterMovementComponent, Ha KOMIOHEHT MEPEMIlIICHHS IEPCOHAXKA.

«PlayerAniminstance» — macmigyerscst Bim «MyBaseAnimlnstance»,
npu3HavYeHud A pobotu 3 aHiMaiisMu rpaBusg. Meromu: PlayDodge, skwmii
npuiimae const float kyra, SetSkeletalUpDown — npuiimae 1Ba OyneBi 3HaYCHHS IS
TOTO YM TpaBa 4M JIiBa YaCTHUHA Ta 4YM MiaHATa uu omyineHa, HandleUpdatetarget —
npuiimMae Bka3iBHuK AACIOr Ha 3aiukieHoro Bopora, SetlsDead — npuiimae OyneBa
snaueHHs. [Tomss: m_Player — BkasiBauk AMyPlayerCharacter na xirac BiracHuka
rpasis, m_ForwardDodge, m_BackwardsDodge, m_LeftDodge, m_RightDodge —
Bka3iBHuk UAnimMontage st BIAMOBITHUX aHIMAlild yXWISHHS B IICBHOMY
Hanpsmky, m_blsLockOn, m_blsDead, m_blsSkeletalLUp, m_blsSkeletalRUp —
bool 3HaveHHs 1JIs1 KOHTPOJTIO aHIMAIIii.

«MyPlayerController» — xacToMHHMI KOHTpoJiep s TpaBls. MeToau:
ResetDodging, SetlsDodging — iiMaroTh mapaMeTpiB, MpU3HAYCHHI 1711 poOOTH 3
nosem M_IsDodging, SetlsAttacking — npuiimae bool 3mauenns, Move, LOoK,
PlayRAttack, PlayLAttack, SwitchRWeapon, SwitchLWeapon, LockOn, Dodge —
npuiimaiots FInputActionValue&, PlayAttack — mnpwuiimae OyneBe 3HaueHHS,
SwitchWeapon — npuiimae nBa pedepenca FName, skazisaunk UAnimMontage Ta
OyneBe  3HaueHHs.  [loms: m_PlayerinputContext  tumy  BKa3iBHHK
UlnputMappingContext, m_MoveAction, m_CameraAction, m_WeaponRAttack,
m_WeaponLAttack, m_WeaponRSwitch, m_WeaponLSwitch, m_LockOnAction,
m_DodgeAction, m_Togglelnventory — tuny BkasiBuuk UlnputAction,

m_VectorDirection tuny FVector2D, m_blsDodging, m_blsAttacking — Oynesi
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snaueHHs, Mm_ControlledPlayer — Tumy BkaziBauk AMyPlayerCharacter,
m_CurrentAnimlnstance — tuny Bkazisauk UAniminstance.

«Checkpoint» — wmictute Meromu: GetLocation — moseprae FVector,
OnOverlapBegin — npuitmMae OverlappedComp THUITY BKa31BHUK
UPrimitiveComponent, OtherActor tuny BkaziBauk AActor, OtherComp tumy
BkaziBuuk UPrimitiveComponent, OtherBodylndex tumy int32, bFromSweep -
OyneBe 3HaueHHs, SweepResult — koncrantHmit pedepenc FHitResult. TToss:
m_CheckpointLocation  —  Fvector, m_SphereCollider -  BkasiBHHK
USphereComponent, m_Mesh — Bkazisuuk UStaticMeshComponent.

['padiune mpeacrtaBieHHs KiaciB 300paxeHo y aonarky «UML-miarpama

KJIACIBY.

2.3 Po3podka meToiB

VY ngaHomy po3Iull HaBEACHO PO3pOOKY Ta peatizaililo METOJIB KJaciB:
MyBaseCharacter, MyPlayerCharacter. Onucano pi3HHUIIO MK MOJIMOPGHUMH
METO/IaMH.

MyPlayerCharacter.

Ha pucynky 2.6 300paxeHo peami3aiil0 KOHCTPYKTOpa  KJacy

MyBaseCharacter.

AMyBaseCharacter: : AMyBaseCharacter()
{

PrimaryActorTick.bCanEverTick = true;
m_StatComponent = CreateDefaultSubobject<UMyStatComponent>("Stat Component");

GetCapsuleComponent()—>0nComponentBeginOverlap.AddDynamic(this,
&AMyBaseCharacter: :OnCapsuleOverlap) ;

GetCapsuleComponent()->SetCollisionResponseToChannel(ECollisionChannel: :ECC_Camera,
ECollisionResponse: :ECR_Ignore);

m_bIsDead = false;

Pucynok 2.6 — Peanizaris konctpykropa kiacy MyBaseCharacter
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PrimaryActortick.bCanEverTick — Bu3Hayae um Oyne KOXXHOTO Kaaporo
BUKIMKaTHCS MeTo] TICK. Lle KOpucHO SKIO MOTPiOHO MOCTIHHO 0OPOOIISATH MEeBHI
JlaHl1, HaMpUKIaJ MO3UIIII0 aKTopa.

m_StatComponent = CreateDeafaultSubobject<UMyStatComponent>(“Stat
Component”) — croproe komnornenT UMyStatComponent yepes maG10HHUN METO/T
Ta HasuBae ioro Stat Component. Ile 6yne Bimoopaxkatucst 8 Outliner ta blueprint’i
aKkTopa, sKmo 3abe3neuntd neBHy Buammicth. CreateDeafaultSubobject<>()
MOBEpTa€ BKa3iBHUK Ha CTBOpeHHI 00’ekT. M_StatComponent — 1ie BKa3iBHUK Ha
kiac UMyStatComponent, sik Bxke Oyio onmrcaHo B MUHYJIOMY po3fiii. Ha pucynky

2.7 300paxkeHO CTBOpeHHit 00 €KT Ta fioro Ha3sa B blueprint’i rpaBs.

[# M stat Component (Stat Component)

Pucynok 2.7 — CtBopeHuii 00’ et Ta iioro Ha3Ba B blueprint’i rpasiis

M Stat Component — na3Ba aTpubyTty B Kiaci, Stat Component — Ha3Ba
Bkaszana B CreateDeafaultSubobject<>().

GetCapsuleComponent()->OnComponentBeginOverlap.AddDynamic(this,
&AMyBaseCharacter::OnCapsuleOverlap) — oTpuMye BKa3iBHHK Ha KoJaWaep 3
OatpkiBcbkoro kimacy ACharacter Tta miamucyeTbcs Ha MO0, KOMHA IIOCH
NCPEKPUBAECTHCS 3 KOMIIOHCHTOM. Hepe;[ae KJ1aC B IKOMY € MCTOA JIsI BUKIIUKY IIPpH
MoJii Ta apecy caMmoro MeToxy.

GetCapsuleComponent() -> SetCollisionResponseToChannel (
ECollisionChannel::ECC_Camera, ECollisionResponse::ECR_Ignore ) — Bu3nauae
PEKIIiI0 Ha MEPEKPUBAaHHSA 3 MEBHUMH KaHanamu. B JTAaHOMY BUITIQJKY peakiiis Ha
NEPEKPUTTS 3 KAHAJIOM KaMepu OyJie iIrHOpyBaTHCS.

m_blsDead = false — ssBHO BcTaHOBIIOEMO TTOUaTKOBE 3HaYeHHs Ha false, ms
TOTO 100 OyTH BIEBHEHUMH Y MPABUIBLHOCTI MMOYATKOBUX 3HAYEHB MPU CTBOPEHHI

00 €KTY.
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Ockinbku B KOHCTpYKTOPIi 3ramyerbes meroa OnCapsuleOverlap, momineao
HACTYITHUM PO3MIIIHYTH Horo. Ha pucynky 2.8 300paxxeHO peaizalfito METOIy
OnCapsuleOverlap x1acy MyBaseCharacter.

OnCapsuleOverlap{UPrimitiveC
X 1 bFro T Fl

ComponentHasTag(FName( "WeaponCo
er* Damager;

AActor* Attacker = OtherComp->

if (!IsValid(Damager = Cas ter>(Attacker)))
T

Attacker = Attacker->GetOwner();
Damager = Cast=<AM) >(Attacker);
if (!Damager || Damager == this) return;
omponent* AttackerStat = Cast<l ‘tComponent>(Damager—>GetStatComponent());
ttackerStat && m_StatComponent)
if (Damager->HasDamagedActor(this)) return;
leat DamageAmount = AttackerStat->GetStatValue("Damage");
m_StatComponent—>AddStatCurrentValue("Health", DamageAmount);
(this->m_StatComponent—>GetStatValue("Health") <= @.f)

m_bIsDead = true;

HandleHit(Damager);

Pucynok 2.8 - Peanizarito meromxy OnCapsuleOverlap knacy
MyBaseCharacter

UPrimitiveComponent*  OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool bFromSweep,
const FHitResult& SweepResult — yci mapameTpu OTpUMYIOTh CBOT 3HaYCHHSI Bij
OnComponentBeginOverlap. OverlappedComponent — 1ie KOMIIOHEHT Ha aKTOpi, 3
skuM BiOynock nepekpurts, OtherActor — iHmmit akrop, skuit mae OtherComp 3
SKUM BiJIOYJIOCh TIEPEKPUTTSI.

[lepriodueproBo MepeBipsAeEMO UM MOTOYHHUIN AKTOP € <«CKMBHMY» Ta YU BIH €
Bpas3JIMBUM.

Hactynmaum niepesipsiemo un OtherActor ue e nullptr, OtherActor we e coboe

x ta un OtherComp ne e nullptr. HactymHa nepeBipka Ha MPHUCYTHICTh Y 1HIIOTO
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xomrnonenra Ttery «WeaponCollider», mo mo3Bosise BW3HAYATH YW MOTPIOHO
OTPUMATH TITKOY.

Jaii ctBoproemo nocuinands Ha AMyBaseCharacter ta Attacker, 3 ocrannim
mpoOyeEMO OTpUMATH BJIACHHWKA IHIIOTO KOMIIOHEHTa. llepeBipsemMo 4u MOKeMO
ckactyBatu 10 AMyBaseCharacter, sikio He MOKeMO TO IPOOYEMO B3STH ¢ pa3
BlacHUKa. Lle poObuThCcs miig TOro, mo0 SKIIO MEPEKPUTTS BIAOYJIOCS 3 1HIIUM
aKTOPOM, SIKH IPUB’3aHUI 10 IEPCOHAXKA, TO MK OTPUMAEMO CaM€ NEPCOHAXKa Ha
SIKOMY PO3MIIICHU KOMIIOHEHT 3 IapamMeTpaMHu.

3H0By mepeBipsemo He Nullptr, Tomy 1m0 3 BKa3iBHUKaMU Tak IMOTPIOHO
NpaIloBaTH, B TIpIIOMYy BHUMAIKy Tpu crpodi aepedepency nullptr mporpama
KpaurHUThCsA. OTpUMYy€EMO BKa31BHUK HA KOMIIOHEHT 3 TapaMeTpPaMHU.

[Ticns HACTYNMHHUX MEPEBIPOK HAABHOCTI 00'€KTIB, MEPEBIPSIEMO UM IIJI Yac
MOTOYHOI aTaku Bxke OyJI0 HAHECEHO KOy JaHOMY akTopy. SKIIo 1mkoaa He 0yIo
HAaHECEHA BUTATYEMO BIANOBIAHUI TMapaMeTp 3 KOMIIOHEHTY Ta J0JIa€EMO HOTO
3HAYCHs, SIKE € BII'€eMHHUM, 10 MOTOYHOro 370poB's. IlepeBipsieMo 4u BOHO HE
JIOPIBHIOE HYJISI Ta BUKJIMKAEMO METOJI I 0OpOOKHU TMOMaaHHs, SKui B 6a30BOMY
KJIACl € IyCTHUM.

[Ticyis BUKITUKK KOHCTPYTKOpa — BUKIUKAeThes MeTo BeginPlay(). B Hpomy
JOIITLHO BUKOHYBATH JIOTIKY, I SKO1 BXK€ HEOOX1JHO MaTH CTBOPEHHI I1HIII
0o0’ektn. Ha pucynky 2.9 300paxkeHo peanmizamito meronay BeginPlay kmacy

AMyBaseCharacter.

id AMyBaseCharacter::BeginPlay()

Super: :BeginPlay();

m_SpawnLocation = this->GetActorLocation();

m_GM = GetWorld()->GetAuthGameMode<AMyGameModeBase>():

Pucynok 2.9 — Peanizanis merony BeginPlay kimacy AMyBaseCharacter
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Came B BeginPlay() 3nmiMaemMo mo4aTKkOBE 3HA4YCHHS IIOSBH aKTOpa Ta
nocwianHs Ha GameMode, 60 MoxeMo OyTH BIIEBHEHHI, 1[0 HA ITbOMY MOMEHTI BKe
ICHY€E CBIT, KOHTPOJIEPH TOIIIO.

Ha pucynky 2.10 300pakeHo peamizamito meTtofa Respawn kiacy

MyBaseCharacter.

0id AMyBaseCharacter: :Respawn()
m_bIsDead = false;

m_StatComponent->AddStatCurrentValue("Health",
m_StatComponent->GetStatMaxValue("Health"));

SetActorLocation(m_SpawnLocation);

Pucynok 2.10 — Peamizanis metona Respawn kimacy MyBaseCharacter

JlaHuii MeToJ BHKJIMKAETHCA IICIS «CMEPTD» MEPCOHaXa 1 BCTAHOBIIOE
3HauenHs crany m_blsDead wna false, BimHoBmIOE 3m0pOB’s, Ocpyum IHOro
MaKCUMaJlbHEe 3HAYCHHS 3 KOMITOHEHTA IMapaMeTpiB Ta MEPMIIIye aKTopa Ha Horo
TTO3HIIISI TIOSIBH.

MyPlayerCharacter.

Ha pucynky 2.11 300paxeno peanizamito Mmertoxy BeginPlay xnacy
MyPlayerCharacter.

void AMyPlayerCharacter: :BeginPlay()
I
L

Super: :BeginPlay();

UPlayerAnimInstance* AnimInstance =

Cast<UPlayerAnimInstance>(this—>GetMesh()->GetAnimInstance());
AnimInstance->SetIsDead(false);

m_GM->AddPlayersToArray(this);

Pucynok 2.11 — Peanizarito metony BeginPlay kimacy MyPlayerCharacter
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Ockinbku  BeginPlay — BipryanpHHMiA MeETON, CIOYaTKy BHUKJIHKAEMO
OaTpKiBCbKHIA MeTox uepe3 Super::. Orpumyemo uisi BkaziBHuKa Animlnstance
TIOCHJIAaHHS Ha aHiMaTop Ta BcraHoBitoeMo ctaH ISDead Ha false.

Ockinbku Mu oTpuMaiu nocwianas Ha GameMode B 6aThKiBCBKOMY KIIaci,
TO TYT BUKJIMKA€MO HA HbOMY METOJ IS I0AaBaHHS IIOTOYHOT'O IPABLS A0 CIIUCKY.
[Ticnst TOrO SIK 37M0pOB’s TpaBls AocsrHe Hyns — GameMode Bukiude Ha HBOMY
metoa Respawn. Ha pucynky 2.12 300paxeHo pearizariito Mmeroga Respawn kiacy

MyPlayerCharacter.

id AMyPlayerCharacter: :Respawn()
Super: :Respawn() ;
m_StatComponent->ReduceHealth();

m_bWasHit = false:

GetCurrentAnimInstance()->SetIsDead(false):
GetPlayerControlelr()->SetIsAttacking(false);
GetPlayerControlelr()->ResetIsDodging();

Pucynok 2.12 — Peanizaris metona Respawn kiacy MyPlayerCharacter

Respawn B MyBaseCharacter € BipTyaabHHM, TOMY CIOYaTKy BUKIUKAETHCS
OaTbKIBCBKUNM ~ METOJ, TIOTIM  peali3yeThCsl  JIOTIKa TOTOYHOTO  KIacy.
m_StatComponent->ReduceHealth() Bignosigae 3a 38’5130k 3 Ul Ta, He 3Baxkarouu
Ha Ha3BY, OHOBJIIOE CTPiuKy 310poB’s. M_bWasHit BcTaHOBIIOETHCS 3HAYCHHS
false, mo0 3a0e3nmeunTH MOXKIUBICTH TmepemimeHHsA. Jlami BCTaHOBIIOETHCS
3HaueHHs IsDead amimaropa [UIs KOPEKTHOTO ONpAIIOBaHHS aHIMAIli Ta
ckuaatoThes atpuoytu IsAttacking, 1sDodging, 3 Tiero sk meToro 110 i m_bWasHit.

Ha pucynky 2.13 300paxkeHo peam3aiito meromy HandleHit xmacy
MyPlayerCharacter.
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AMyPlayerCharacter: :HandleHit(AMyBaseCharacter* Attacker

if(m_StatComponent)

m_StatComponent->ReduceHealth();

if (m_bIsDead)

I
L

}

m_blWasHit =

GetCurrentAnimInstance()->SetIsDead( );
GetCurrentAnimInstance()->0OnMontageBlendingOut .AddDynamic(
&AMyPlayerCharacter: :OnDeathMontageBlendOut);

GetCurrentAnimInstance()->Montage_Play(m_DeathMontage);

return;

if(m_HitMontage)

—>GetMesh()—>GetAnimInstance()—->Montage_Play(m_HitMontage);

if (GetPlayerControlelr())
I

L

Pucynok 2.13 — Peamizanis metoxy HandleHit kimacy MyPlayerCharacter

AMyPlayerController* ThisController = GetPlayerControlelr();
ThisController->ResetIsDodging();
ThisController—>SetIsAttacking( );

Jlanuif MeToJ BIMOBIJIa€ 3a OMpAIfOBaHHS MOMaJaHHS MO MEPCOHaXy. Sk

3aBXIM, MPH PoOOTI 3 BKasiBHUKamu, nepesipsemo He nullptr. dami uepes

m_StatComponent oHOBIIIOEMO CTpPiUKy 3710poB’s. IlepeBipsiemMmo 4yu mepcoHax

«MEPTBUI» — BCTAHOBJIIOEMO JJIsl aHIMaTopa BiMOBIAHE 3HaYeHHs. [lianmucyemo Ha

«3aTyXaHHS» MOHTaXy MeToA s pobotu 3 Ul Ta nmporpaemo animairiro. Skimo x

ePCOHaX <OKWUBUI» BCTaHOBIIIOEMO 3HaveHHs M_bWasHit wa true, mporpaemo

aHIMAIIII0 Ta CKUJAEMO 1HII 3HAYCHHS TTOB’sI3aHHI 3 KOHTPOJIEM IIEPCOHAXKA.

MEHIO Ta IFPOBUH TIPOIIEC.

2.4 TlpoextyBaHH1 i onuc iHTepdeiicy KopucTyBaya

['no6ansHO 1HTEpPEiic KOpUCTyBada MOXKHA PO3AIUTH HAa KaTETropii: TOJOBHE

3MmH.
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TI'os10BHE MeHIO.

Ha pucynky 2.14 300pa>keHO TOJI0BHE MEHIO TPH.

PucyHok 2.14 — rosioBHe MEHIO Ipu

3rigHo MantoHKa 2.14, roJoBHE MEHIO CKIAJA€THCA 3 TPhOX KHOMOK Ta OJTHOTO
Haamucy. Po3risiHeMo iX JieTalbHilIe.

Knonka «EXit» — Bigmosigae 3a Buxin 3 rpu. Ha moaii OnClicked xHomkw,
NpYB’s3aHO JIOTIKK BUXOIM 3 TpH 3a gornomororo blueprint cucremu. Ha pucynky

2.15 300pakeHO JIOTiIKY BUXOJY 3 IpH KHOMKHU «EXit», peanizoBanoi Ha blueprint.

& On Clicked (BTN_Exit) J Quit Game
» »
@ Specific Player

Quit Preference

Quit

W‘Q Ignore Platform Restrictions
et Owning Player

Target is Widget

Target | self Return Value @

Pucynok 2.15 - Jlorika Buxojy 3 rpu KHOku «EXit», peamizoBanoi Ha

blueprint
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Jlana norika Bukiamkae QuitGame — BOymoBaHuWil B pymiidi MeTon — Ha
MOTOYHOMY MEPCOHAXKI, 10 1 MPU3BOAUTH A0 BUXOIY 3 IPH.
Knonka «About» Binmosimae 3a mepexin Ha ctopinky «IIpo aBTopa». Ha

pucyHKy 2.16 300paxeno ctopinky «IIpo aBropa».

Made for qualification work by
Ruslan Popovych

Pucynok 2.16 — Cropinka «IIpo aBropa»

Ha pucynky 2.17 300paskeHo JIOTiKy KHOITKH «About».

—
[ Create WBP About Widget = i)

——— i) F Addto Viewport =
—_— g 1 4 | Target is User Widg
£ On Clicked (BTN_About) / I ‘ \ N

» » Class Return Value @ »
» e WEP About v
® Target

» Owning Player o

©F Get Owning Player
Tal

| Return Value

Pucynok 2.17 — Jlorika kHonku «About»

Remove All Widgets — ouniiae ekpas BiJl yCiX iHIIMX €JIEMEHTIB.

Create WBP About Widget — ctBoproe HoBwii eiemenT Ul, B JaHOMY BUTIaIKY
cropinky «IIpo aBTOpay.

Add to Viewport — BuBoauTh Ha ekpan einemeHT Ul.

Taka x sorika 1 y kHonku «Back» na cropinmi «IIpo aBTopay, ajie boro pasy

y Create Widget subupaetncst «Main Menu».,
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Knonka «Start» Bianosiznae 3a mepexia 1o irpoBoro mpoiecy. Ha pucynky

2.18 300paxxeHo JOTIKY KHOTKH «Start».

> On Clicked (BTN_Start) F Remove All Widgets L I Execute Console Command

Command

Specific Player

f J Get Owning Player

Return Value

Pucynok 2.18 — Jloirka kaHonku «Start»

KHonka 3HOBY X Taku O4YMILA€ BCl BIIDKETH Ta 3allyCKae KOMaHJy Ha
BIJIKPUTTS 33/1aHOTO PIBHSL.
IrpoBuii npouec.

Ha pucynky 2.19 300pakeH0 CTpiuKy 310pOB’sl TPABIISL.

Pucynox 2.19 — Ctpiuka 310poB’st rpaBiis
JlaHa cTpiuka OHOBJIOETHCS 3a Jomomoror wmeroay ReduceHealth B
StatComponent Ta 3a gomomoror JOTIKM Ha camii crpiuti. Ha pucynky 2.20

300paeHo JIOT1KY OHOBJICHHSI CTPIUKH.

SetHealth

3 F Set Percent

New Percentag @

b
» Target
@ In Percent

Healthbar

Pucynox 2.20 — Jlorika OHOBJICHHS CTPIUKH
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Ha pucynky 2.21 300pakeno noriky metoay ReduceHealth.

UMyStatComponent: : ReduceHealth()

OnHealthUpdateDelegate.Broadcast(GetPercentage("Health"));

Pucynok 2.21 — Jlorika metoxy ReduceHealth

Jlorika moJjisirae B TOMy, 110 METO]I MOBIAOMIISIE Yepe3 JeeraT mpo Te, 1o
METOJ] BUKJIMKAHHM 1 Mepeiae HOBUM BIJCOTOK BiJ 3arajbHOro 370poB’s. B Event
graph camoro mepcoHa)ka Ha Ii¢d IBEHT MPUKPAILIIOETHCS BUKJIMK Ta Iepeaaya

MeToay ctpiuku. Ha pcuynky 2.22 300pakeHo JIOTIKY 1BEHTa OHOBJICHHS CTPIYKH.

- < Set Health
€ On Health Update Delegate (m_StatComponent) arget is BP Piay

Percentage @ Target

@ New Percentag

—

Widget

Pucynox 2.22 — Jlorika iBeHTy OHOBJICHHS CTPIUKHU

[HBeHTap CKIAga€eThcsi 3 JEKIIBKOX EJIEMEHTIB: CaMOro BiIOOpaKeHHs
IHBEHTApPIO Ta KHOIKH MPEIMETY.

[HBeHTap sBisie co0OK KOPOOKY 3 3aaHIM (OHOM, SIKMH Ma€ JIOTIKY
JUHAMIYHOTO 3alIOBHEHHS ce0€ KOHTEHTOM — KHOIKaMH TIPEIMETIB.

KHonku mpeameTiB — KHOIKa 3 HA3BOKO IMpajgMeTa Ta 1KOHKA, 3 JIOTIKOIO
OTPUMAaHHS JJAaHUX 1 OMPAI[IOBAHHSIM HATHUCKAHHS.

Ha pucynky 2.23 300pakeHO I1HBEHTap 3 KHOIMKAMH MPEAMETIB TiJ dYac

IrpOBOTO MPOIIECY.
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/ /

Right Arm Blade Left Arm Blade

'\

Arm Dagger Right Arm Standart Left Arm Standart

Pucynok 2.23 — [HBeHTap 3 KHOIKaMU MPEIMETIB 11 Yac IrpoOBOT0 MPOIECY

Ha pucysky 2.24 300pa>keHo JIOTIKy OTPUMaHHS Ha3BU KHOIIKH MPEIMETY.

B GetText I B Return Node
b »

@ Return Value

= Break Fitem Data
Fitem Data Item Name @
Item Image \‘ ™F To Text (Name) .

Item Ptr @ In Name Return Value @

Pucynok 2.24 — Jlorika oTpuMaHHs Ha3BU KHOIIKU MPEAMETY

Ha pucyHky 2.25 300pak€HO JIOITKY OTPUMAaHHS 1KOHKU IIPEIMETY.

"B GetBrush | "B Return Node
» »

Return Value

(7 Make Brush from Texture

Texture Return Value
Item

= Break Fltem Data

Fitem Data Item Name O
Item Image

[tem Ptr

Pucynox 2.25 — Jlorika oTpuMaHHs 1KOHKH IPEIMETY
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Ha pucynky 2.26 300pak€HO JIOTIKy 3allOBHEHHSI 1HBEHTApIO KHOMKAMHU

IpPEIMETIB.

& Buildinventory ! SET

[ 3 Inventory
Inventory
Cowore LS
F Set Inner Slot Padding
» [ S
Target
T ——
‘Wrap Box 36

Gl

—_————— — -
or Each Loop - f JF Add Child
= [ Create WEP Slot Button Widget =3 Target is Panel Widget
Loop Body B F = | .
» » D

Array Arra

Class Return Value Target Retumn Value
WBP Slot Butto v
Content
Owning Player

Item

Pucynox 2.26 — Jlorika 3armoBHEHHS IHBEHTapIO KHOITKAMHU MPEIMETIB

CrnoyaTky mepeJaeTbCsi I1HBEHTAp MNPEIMETIB, Jall BCTaHOBIIOIOTHCA
BIICTYIIM MI)K HUMH Ta TPOXOJATHCS IO KOXKHOMY IIPEAMETY 1 CTBOPIOETHCS
BIJIMOBIAHHUH BIJDKET 3 3aJJaHHSIM HA3BH Ta 1KOHKHU, B KIHI[I KHOIIKA BCTAHOBJIIOETHCS

K «JIATHHA» J10 1HBEHTAPIO.

2.5 Onuc ¢aiia0Boi CTPYKTYpPH Nporpamu

[Ticnst 301pKM NOBHOLIIHHOI 301pKH, (halijI TPU MalOTh HACTYIIHY CTPYKYTYpY':
1. Engine — 30epirae pecypcu pymrisi, mMictuTh komrmoHeHtu Unreal
Engine, sKi € KIIFOYOBUMH 17151 pOOOTH.
1.1 Engine/Plugins — MiCTUTh OMNIIOHATBHI TUIATIHU Ta MOIYJI, SIKi €
BUKOPHCTOBYIOTHCS Y TIPOEKTI.
1.2 Engine/Binaries — wmictutp dll-6i0mioTeku, siki BUKOPUCTOBYIOTH Y
MPOEKTI.
1.3 Engine/Config — koHdirypartiiini ¢aiau pyiris, AKi BH3HAYAIOTh

MOBEJIIHKY TIPOCKTY.
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1.4 Engine/Content — MicTuTh (haiiiam MOB’sA3aHi 3 PEHACPOM MPOCKTY Ta
rpadiunoro iHTEpdEicCy.
1.5 Engine/Extras — MiCTUTb JOJATKOBI YTHUIITH Ta IHCTPYMCHTH.
2. GameName — nmamka 3 pecypcamu MpOeKTy.
2.1 GameName/Binaries — MiCTUTh OCHOBHHUI BUKOHYBaHHUH 3aCTOCYHOK Ta
dll 6i6miorexn.
2.2 GameName/Content — micTuTh yBech KOHTEHT: 3D Momerni, aHimarrii
TOIIIO.
Ha pucynky 2.27 300paxkeHo (aillioBy CTPYKTypy T'pH Miciisi HOBHOLIIHHOI

301pKH MPOEKTY.

Mame

. Engine
. .Ii'!llll:l rl-:

l Manifest_MonlUF5Files_Wingd
. Manifest_UFSFiles_Wingd
|lz[| Work

Pucynok 2.27 — ®aiinoBa CTpyKTypa CpH MicJisd MOBHOLIHHOT 301pKU

MPOEKTY

Ha pucynky 2.28 300paxeHo BmicT manku Engine.

l Binaries
. Config

. Content
. Extras
. Plugins

Pucynok 2.28 — Bmicrt nanku Engine

Ha pucynky 2.29 300paxkeno Bmict manku \WWork/Binaries/Win64.

ApK.
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B oz012

B o

a boost_atormic-mt-x64.

n boost_chrono-mt-x6d.dll

E boost_filesystermn-mt-x64.dl|

n boost_iostrearns-mt-x64.dll

n boost_program_options-mt-x6d.dll
a boost_python311-mt-x6d.dll

E boost_regex-mt-x64.dll

a boost_thread-mt-x64.dll

B tbb.di
B tbbmalloc.dll
(1) Work-Win64-Shipping

Pucynok 2.29 — Bmict nanku Work/Binaries/Win64.

['padiune npencraBieHHs KiaciB 300paxeHo y 1ojatky «/liarpama daiinoBoi

CTPYKTYPH».

2.6 TectyBaHHS Nporpamu i pe3yjbTaTu ii BAKOHAHHS

Jl71st TecTyBaHHSI BUKOPUCTOBYIOTHCSI HACTYITHI METOTH:

— unit-rectyBanHs 3a gomomororo Iuiarina Unreal Engine — Test
Automation;

— TECTYBaHHS «YOPHOIO0 CKPUHBKOIOY VISl €JICMEHTIB, SIKi MPEACTABISAIOThH
JIUIIIE BI3YJIbHY PENPE3EHTAIlII0 TIEBHUX MOJIIH.

Unit-tectyBaHHsi.

TectyBaHHs BiIOYBa€ThCS B HACTYITHI €TAIH:

1. [TigkrounTH TIIariH B peIaKkTopi.

2. [TigkmounT Moy Unreal Ed, AutomationController B
Name.Build.cs

3. CtBopuTH HOBHI .CPP (aiii 1j1s TECTIB, HAIPUKIIAJL SKIIO TECTYEThCS
byHKITIOHAT 0a30BOr0 NEPCOHAKY, TO JTOILIJIBHO Ha3BaTU HOro

MyBaseCharacterTests.cpp.
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4, [TinxmounTr HeoOXiaHI 3arojoBouHi daimu: Misc/AutomationTest.h,
Tests/AutomationEditorCommon.h — BignoBifaroTh 3a caMi TECTH Ta IIIKIIOUNTH
3aroJjIoBOYHI1 (hailyid KJ1aciB, sSIKi TECTYIOThCS.

S. Hanucaru Tectu.

Ha pucynky 2.30 HaBeJIeHO TECT IS TIEPEBIPKU HAaHECEHHS TKOIU 0a30BOTO

kinacy MyBaseCharacter.

.OverlapDamage”,

Uorld+ World = FA
TestNotNulL(TEX

>(Attacker->GetStatComponent(]);

, Attacker->GetStatComponent()->GetStatValue("
Target->GetStatComponent()->AddStat("Health", 188, 8,6 186);

TestTrue(TEXT("No health stat"), Target->GetStatComponent()->GetStatValue("Health") == 188);

Target->SetIsInvincible( );
Target—>SetIsDead( );

* DummyComp = NewObjec on Attacker);
TestNotNulL{TEXT ("DummyComp
DummyComp—=ComponentTags . Ai
DummyComp—>RegisterComponantithWor
Attacker-=AddInstanceComponent (DummyComp
DummyComp—>AttachToCompenent (Attacker->GetRootComponent(), FAttachmentTransformRules::HeepWorldTransform);
TestTrue("Owner is ker”, DummyComp—=GetOwner() = Attacker) ;
Target—->0OnCapsulelverlap( , Attacker, DummyComp,6 8,

H = Target-=GetStatComponemt()->GetStatValue("Health");

TestTruea(T! "Health reduced after . H = Target—=GetStatComponent()—=GetStatMaxValue("Heal

return

Pucynoxk 2.30 — Tect a1 nepeBipky HAHECEHHSI IIKOIA 0a30BOTO KJ1acy

MyBaseCharacter

IMPLEMENT _SIMPLE_AUTOMATION_TEST — MaKpOoC TSt
OT'OJIOILIEHHS] CTBOPEHHS TECTY.

AMyBaseCharacter_OverlapDamageTest — na3Ba Tecry.

MyGame.Unit.MyBaseCharacter.OverlapDamage — sixk Oye BioOpakaTucs,

B SIKMX KaTajorax Ta IijKarajaorax, TeCT y pyIii.

ApK.
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EAutomationTestFlags::EditorContext|EAutomationTestFlags::ProductFilter
— BKa3yIOTb, 1110 TECT 3aIyCKA€ThCS Y PEIaKTOPi Ta BKIIOUEHHUH B MOIIYK.

bool AMyBaseCharacter OverlapDamageTest::RunTest(const FString&
Parameters) — orosomieHHsT METOAY 3amycKy TecTy, RunTest — romoBHa QyHKIis
3aITyCKY.

UWorld* World = FAutomationEditorCommonuUltils::CreateNewMap() —
CTBOPEHHS TECTOBOTO CBITY, OCKUIBKH JIeSIKI MEXaHIKU MOTPEOYIOTH HOTO.

TestNotNull(TEXT(*"World created"), World) — mepeBipka uu CBIT aificHO
CTBOPUBCS, SIKIIIOHE CTBOPUBCS — (PEHIINTH TECT.

AMyBaseCharacter* Target = World->SpawnActor<AMyBaseCharacter>()
— CTBOPIOETHCS TECTOBUI TepcoHax Ta neperipsersces Ha Null sk i cBiT.

UMyStatComponent* AttStat = Cast<UMyStatComponent>(Attacker-
>GetStatComponent()) — CTBOPIOETHCSI KOMITOHEHT 3 TTapaMEeTPaMH.

AttStat->AddStat("Damage”, -25, -100, 0) — 3agar0TChst 3HAYCHHS.

TestTrue(TEXT("No damage stat"), Attacker->GetStatComponent()-
>GetStatValue('Damage™) == -25) — nepeBipka Ha HasABHICTh 3HAYCHHS IIKOIM,
AKIO0 HEMAE — (PEUITUTh TECT.

Jlam cTBOPIOETHCA KOJaWaep, PEECTPYEThCS B CBITI, MPUKPIILTIOETHCS 10
aKTopa Ta BUKJIHKaeThcst MeTo OnCapsuleOverlap — sikuii i € CyTTIO JaHOTO TECTY.
B KiH1II epeBipsSeEMO UM 3MEHILIUIIOCS 30POB’Sl B aKTOpAa.

Jly1st mepeBipKU pe3yabTaTy TeCTY BUKOHYIOThCSI HACTYIIHI i

1. B pymrii BinkpuBaetbcs Tools -> Test Automation.

2. VY BiAKpUTOMY BIKHI 3HAXOAMMO CBOi CTBOPEHI TECTH 3a JIONOMOTOIO
KoJieca MPOKPYTKH a00 MOMIYKY.

3. BubupaeMo pe3yabTaTu SIKMX TECTH XOYEMO MEPEBIPUTH.

4.  Haruckaemo xHonky Start/Stop Tests.

5. Uekaemo pe3yJibTary.

Ha pucynky 2.31 300pakeno Bikao Test Automation.

ApK.
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his Application

DESKTOP-U7UIB0O-13156 Editor AL DESKTOP-UTUIBOO

Pucynok 2.31 — Bikao Test Automation
[Ticyis BMKOHAHHS TECTy OTPUMYEMO BIKHO 3 pe3yJbTaTaMh TECTYBaHHS

300pakeHe Ha pUCYHKY 2.32. ¥V HpoMy OyJe MOBIAOMIICHE UM TECTH IPOMIILIN

YCHIIIHO YH Hi, TAKOXK AKUH caMe «IATECT» MPOBAIUBCS.

ﬂ Message Log

Automation Testing Log (2)

Pucynok 2.32 - BikHo 3 pe3ynbTaTramMu TECTYBaHHS

Takok MaeMO KOJIBOPOBE IPEACTABJIEHHS IMPOWUJICHUX Ta HE NPOUIAEHUX

TECTIB SIK 300paK€HO Ha PUCYHKY 2.33.

Pucynok 2.33 - KonbopoBe npeicTaBiIeHHS MPOMAECHUX Ta HE TPOUICHUX

TECTIB

ApK.
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Jlanum TecTyBaHHSM OyJIO MEPEBIPEHO:
— BCTaHOBJICHHS I'PaBLIO MMO3ULIIT BIIPOKEHHS;
— KOPEKTHICTh BCTAHOBJICHHS «MEPTBOT'0» CTaHY MEPCOHAKAM;
— KOPEKTHICTh BIAPOIKEHHS MIEPCOHAXKIB;
— HAHECEHHS IIKOJU MEPCOHAKY;
— po0oTy 3 TeraMu NEPCOHAXIB, TapyBaHHs, IIEPEBIPKA, BUITYUECHHS;
— J10J1aBaHHs Ta 3a0MpaHHs MOUIKOKEHUX MEPCOHAXKIB B MacHB;
— 3MiHa MOAYJIbHHUX YaCTHUH TPaBLIS;
— KOPEKTHICTh pOOOTH KOJIAEPiB HA MOTYJIbHUX YACTUHAX TPaBLs;
— 1HILiaTi3a1is CKeJIETHUX MEIIIB TPaBIIsl.

Ha pucyHnky 2.34 300paxeHO pe3yJbTaT BUKOHAHHS TECTIB.

37 Seconds (Total) /

Pucynok 2.34 — Pe3ynbTaT BUKOHAHHS TECTIB

TecTyBaHHSI «<4OPHOI0 CKPHMHBKOIO».

TecTyBaHHS «HOPHOIO CKPUHBKOIO)» 3aCTOCOBYIOTHCS JIJIs1 HIBUAKOI IIEPEBIPKU
€JIEMEHTIB, SIKI HE MOTPeOyIOTh CKIIAJIHOIO TECTYyBaHHsS, HANpHUKJIaJd MepBipKa
peaxiii KHONOK Ha HaTUCK Ta YW KOPEKTHO BOHM MEPECUIIAlOTh KOPUCTYBaya.

Jlanum TecTyBaHHSM OyJIO MEPEBIPEHO:

— poOOTY BUXOAY 3 I'PH 3 TOJIOBHOT'O MEHIO;

— nepexig Ha cTopiHKy «IIpo aBTOpa» 3 TOJOBHOIO MEHIO;

— mnepexif 31 cropiHku «IIpo aBTOpa» 10 TOJIOBHOTO MEHIO;

— 3aIlyCK I'pU KHOMKOIO «Start»;

— BigmoOpaxenHs Ul rpaBis;

— BigOOpakeHHS IHBEHTaps TPaBIIs;

— 3MiHa MOAYJIbHHUX YaCTHH TapBLs 3a JOTIOMOTOI0 1HBEHTapIO;

— po0OoTa aHIMaIliii TepCcoHaXIB.

ApK.
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[Ticnst 3aBepieHHS BCIX MPOBEACHUX TECTIB MOXKHA 3pOOMTH BHCHOBOK, IO
BCl CUCTEMH TPALIOIOTH CTAOUIBHO, JEMOHCTPYIOUH OYiKyBaHY (YHKI[IOHAJTBHICTh
Ta e(DEKTUBHICTD, 1 HE MPU3BOJIATH /10 3001B 200 MOMITHUX HECIIPAaBHOCTEH y poOOTI
rpu. Y TakoMy BHIIQJKy MOKHa MPUCTYNMaTd 10 (hiHAJBHOTO €Tamy CTBOPEHHS

IHCTAJISITOpA Ta IHCTPYKIIIM 3 BUKOPUCTAHHS TPOTrPAMHOTO KOMILIEKCY.

ApK.
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3 CHELIAJBHUI PO3ALI

3.1 IncTpykuis 3 iHcTanswii nporpaMHoro 3ade3nev4eHHst

[Iporpama poO3MOBCIOKYETHCSI Yy BUTJISAAI BHUKOHABUOTO 3aCTOCYHKY —

iHcTansaTopa. Js ii 3armycky HeoO0X1HO:

1.
2
3
4.
5

3.2

3aBaHTAXUTH 1HCTAIATOP.

3amycTUTH HOT0 Ta BUKOHATH Jii, SIK1 BIH BUMarae.
HaTucHyTu KHONKY Jj1s1 BCTAHOBJICHHS.
JlodekaTucst 3aBEpIICHHS 1HCTAJIALII.

3anmyCcTUTH Tpy.

IHcTpyKUis 3 BUKOPHCTAHHSA TECTOBUX HA0OpiB

Jiis TecTyBaHHS 3a goroMororo Unit-recris:

1.

2
3
4.
3)

BcranoButu pyrmiii.

BceranoButu miarin Test Automation.
CKOMMUIIOBATH MPOEKT.

Bubpatu tectu y BikHi Test Automation.

JlouekaTucs pe3ynbrary.

15t TeCTyBaHHS «4OPHOKO CKPHUHBKOO:

N o g kD Ee

Bcranosutu rpy.

3aiiTu B rpy.

[TepeBipuTu KHOTIKY «AbOUL».

[MepeBiputu kHOMKY «Back» Ha cropinti «IIpo aBTopay.
HatucHyTtu xHonky «Start».

ITepeBipuTHu nepemiiieHHs nepcoHaxa knasimamu: W, A, S ta D.

[TepeBipuTu poOOTY IHBEHTAPIO KJIABIMICHO «I».

2025.KP5.123.602.25.00.00 /73
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8.

HATUCHYBIIN HAa KHOMKY MPEIMETY B iHBEHTapI.

9.

1
1

3aKpUTH IHBEHTApP MOBTOPHO HATUCHYBIIM KiaBiiry «I»

0. [IlepeBipuTH 4m MpaIOOTh YXWISTHHS Ki1aBimero «L Shifty.

[lepeBipuT YK 3MIHIOIOTHCS MOMAYJIbHI YAaCTMHH Ha MEPCOHAXI

1. [IlepeBiputu 3anuKIcHHS Ha mepcoHaxi kiasimero «Middle Mouse

Button».

1
1

IIKOJIM B1Jl BOPOTIB Ta MO HUM.

1

2.  IlepeBipuTH UM MPAIIOIOTH HAMTPSIMKOBI YXUJISTHHS T 4acC 3aI[MKICHHS .

3. IlepeBipuTH HaHECEHHS, JTiBa Ta MpaBa KJaBillll MUKW, Ta OTPUMaHHS

4. IlepeBipuTH 4M MpaLIOE€ CUCTEMA BIIPOIKEHHS OMYCTHBIIM 340POB’ S

JIO HYJISL.

1

3

5. TlepeBiputu knaBinry «EXit» B iHBeHTapi.

3 IHcTpykuis 3 ekcniryaTauii IpOrpaMHOro KOMILIEKCY

Jns  KOpekTHOi poOOTH TpH HEOOXigHO 100 CcHCTeMa 3aJI0BUIbHSIA

MiIHIMaJIbHI TAPAMETPU:
—  CPU: Intel Core i3 —4160;
— RAM: 500 MB;
—  GPU: GeForce GTX 1050Ti.

— HDD/SSD: 2GB.

Takox, MatoTh OyTH BCTAHOBJIEHH1 HACTYMHI KOMIIOHEHTH:

—  DirectX 11;

—  Microsoft Visual C++ 2015-2022 Redistributable.

3MmH.
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4 EKOHOMIYHHMUA PO3JILI

MeTtoro eKOHOMIYHOi dYacTHHU KBamidikaiiiHoi poOoTu OakamaBpa €

31ACHEHHS] EKOHOMIYHHUX PO3PAXYyHKIB, CIIPIMOBAHUX HA BUZHAYEHHS €KOHOMIYHOT

edekTuBHOCTI MpoekTy «Po3pobka xomm'rorepHoi rpu "Impartial Automaton" 3

BukopucrtanuaMm pyiiist Unreal Engine ta moBu C++».

TpuBagocTi nposeaenus H/IP

4.1 Bu3Ha4yeHHs1 CTaAlii TEXHOJIOTIYHOI0 TMpoIeCcy Ta 3arajbHol

Jyist BU3Ha4eHHs 3araibHOi TpuBasiocTi poeaeHHs H/IP 3Beneno Tabnuiito

4.1, B AKy 3aHECEHO JlaHl BUTPAT 4acy MO OKPEMHUX OIepalisix TEXHOJIOTIYHOTO

POIIECy.

TEXHOJIOTIYHOTO MPOIECY

Tabmuns 4.1 - Cepeaniii yac BUKOHAHHS

HAP Tta cranii (omepairii)

3MmH.

Ne . . Cepenniii yac BUKOHaHHS
Ha3ssa omnepartii (cTamii) BukoHnasenp .

/o omneparii, To/I.

1 2 3 4

1 dopmyIOBaHHS 3a1aul KEpPIBHUK 24

2 | Amnami3 Ta MIpOeKTyBaHHS KEpIBHUK 48

Po3pobka ocHOBHUX _
3 _ porpamict 36
MEXaHiK
I'padiunmii
Po3po6ka 3D moneneii ta
4 nu3aitHep, 120
aHiMariu
aHiMaTop
Cuenapucr,
5 Po3poOka KOHTEHTY 72
reimMan3aHep
6 Peanizaiiisi KOHTEHTY pOrpamicT 120
ApK.
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[Tponosxxenns Tabnwii 4.1

1 2 3 4

7 TectyBanHs TecTyBabHUK 72

8 Peni3 KepiBauk 8
Pazom 500

4.2 BuzHa4yeHHs1 BUTPAT HA OIUIATY Npali Ta BipaxyBaHb HA COMiAJbHI
3aX0Au

Omata mpaii - TPOIIOBUM BHpa3 BapTOCTI 1 IIHU POOOYOT CHIIM, SIKUN
BUCTYMAE y popmi Oyb-IKOTO 3apO0ITKY, BUILJIAYEHOTO KEPIBHUKOM IMiAMPUEMCTBA
HallMaHOMY NpAILIBHUKOBI 32 BHUKOHaHy po0OOTy. 3apoOiTHa Imara MpaliBHHUKA
3aJIeKUTh BiJI KIHIEBUX PE3YJIbTATIB HOTO POOOTH, PEryJO€ThCS MOJATKaMH 1
MaKCUMaJIbHUMH PO3MipaMH HE OOMEXYETHCS.

OcHoBHa 3apo0iTHa IU1aTa po3paxoByeThes 3a popmynoro 4.1:

30c1—1 = Tc * K: (41)
ne, Tc — Tapudna cTaBka, rpH.;

K — KUJIbKICTh BiMIPaIbOBAaHUX TOAMH.

PexomenmoBani TapudHi CTaBKU: KEpiBHUK Mpoekty — 150 rpH./rox.,
nporpamict — 250 rTpH./ron., rpadiuHuil ausaitHep/animatop — 150 rpH./ro.,
cieHapuct — 150 rpu./rox., reiimauzaitiep — 150 rpH./roxa., TectyBambHUK — 130
I'PH./TO/I.

OcHoBHa 3ap00iTHA TJIaTa CTAHOBUTD:

- KepiBauka: 3oc: = 150 * 80 =12 000 rpH.;

- [Iporpamicra: 3oz =250 * 156 =39 000 rpH.;

- I'padiunoro nuzaitnep/aniMaTop: 3ocq3 = 150 * 120 = 18 000 rpH.;

— CueHapucT Ta reimansantep: 3oema = (150 * 72)*2 =21 600 rpH.;

- TectyBanbHUK: 30045 = 130 * 72 = 9 360 rpH.

CyMapHa 0CHOBHa 3ap00iTHa TJIaTa CTAHOBUT:

30, =12 000 + 39 000 + 18 000 +21 600 + 9360 =99 960 rpH.

ApK.
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HonatkoBa 3apobitHa muiata crtaHoBuTh 10-15 % Big cymum OCHOBHOI

3apo0ITHOI MIaTH Ta 00YMCOI0ETHCA 3a (hopmyioro 4.2:

3;[0;[ = 30CH * Kz[orm y (42)

ne, Konr — KoedilieHT qoaaTKOBUX BUILIAT npariBaukam 0,1-0,15.

OTtxe, mogaTkoBa 3apo0iTHA MJIaTa CTAHOBUTH:
1. KepiBauka: 30,1 =12 000 * 0,1 =1 200 rpH.;
[Tporpamicra: 30,2 =39 000 * 0,1 =3 900 rpH.;

2
3. I'padigroro muzaitHep/aniMaTop: 3023 =18 000 * 0,1 =1 800 rpH.;
4

Cuenapucrt Ta reiimauzaisep: 3xoq¢4 = (10 800 * 0,1) * 2 = 2160 rpH.

KOXXCH;

5. TectyBabHUK: 34055 = 9 360 * 0,1 =936 rpH.

CyMapHa nojaTkoBa 3apo0iTHa IJ1aTa CTAaHOBUTH:

3n0n = 1200+ 3900 + 1800 + 2160 + 936 =9 996 rpH.

3BiJICH 3arajibHi BUTPATH HA OIUIATY Ipalll BUBHAYAIOTHCS 3a (hopmyrioro 4.3:

Bon = 3ocu + 3;[0;[ (43)

Bon. =99 960 +9 996 = 109 956 rpH.

Heo0xi1HO BU3HAUUTH BiIpaxyBaHHS Ha COLIAJIbHI 3aX0U:

— ¢doHI cTpaxyBaHHS Ha BUTIAAOK 0e3po0iTTs — 1,6 %;

- dbona o TMMYacoBil BTpari nparesaataocti — 1,4 %;

— neHcianii poum — 33,2 %;

- BHECKM Ha CTpaxyBaHHsS BiJl HEIIACHOTO BHMAJKy Ha BUPOOHHUIITBI Ta

npodeciitHoro 3axBoproBanHs - 1,4%.

3aranbHa cCyMa 3a3HA4YC€HUX BlApaxyBaHb CTAHOBUTH 37,6 %.

Otmxe, cyMa HapaxyBaHb Ha 3apo0iTHY IUIaTy Oyae CTAHOBHUTH 3T1IHO

dbopmynu 4.4:

Bc.3. = QOIT* 0,376, (44)

3MmH.
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He ®OII — ponxg onmatu mpatii, TpH.
B, =109 956 * 0,376 = 41 343,46 rp=.

[IpoBeneHi po3paxyHKH BUTpAT Ha OIUIATY Ipalll 3Be/IeHO y Tabmui 4.2.

Tabnuusg 4.2 — 3BeieH] po3paxyHKH BUTPAT HA OIUIATY Mpalli

OcHoBHa 3apo0iTHA IJ1aTa,
JlonaTk
TPH Bceworo
0OBa Hapax
Ne _ daktny ' BUTPATH
Kareropis Tapu | K-cTb 3apo0it | yB. Ha
n/ _ HO Ha OIlJIaTy
IpariBHUKA ¢Ha | Biamparn Ha DO, _
i Hapax. mpaiti,
CTaBK | bOB. miara, | TpH.
3/11., IpH.
a,TpH. | TO.I. TpH.
TpH.
1 KepiBuuk 150 80 12000 | 1200 - -
2 [Iporpamict 250 156 39000 | 3900 - -
['padiunnii
3 | muzaiinep/anim | 150 120 18 000 | 1800 - -
aTop
Cuenapuct Ta
4 130 72 21600 | 2160 - -
reiMaun3anHep
5 | TecryBampuuk | 130 72 9 360 936 - -
41 151 263,
Pa3zom 99960 | 9960
343,46 46

3aranpH1 BUTpATH Ha OIJIATy Mpani cTaHoBiIATh 151 263, 46 rpH.

4.3 Po3paxyHoK MaTepiaJIbHUX BUTPAT

MarepiajibHi BUTpAaTH BU3HAYAOTHCS 3a HACTYIHOIO Gopmyrioro (4.5):

M:i = qi * p;,

(4.5)

3MmH.
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e, (i — KUTbKICTh BUTPAUY€HOTO MaTepiaiy 1-To BUAY;

Pi — IiHa MaTepiany 1 — TO BHIY.

3BijICH, 3aralibHI MaTepiajbHl BUTPATH MOKHA BU3HAYUTH 32 (hopmyJioro 4.6:

3ms. = 2 MB.i.; (46)
[IpoBeneHi po3paxyHKu 3aHeceMo y Ta0muio 4.3.
Tabmuusg 4.3 — 3BeieH1 po3paxyHKH MaTeplaJbHUX BUTPAT
3araibHa
DaxT.
No HarimenyBanns On. Iina 1- cymMa
_ . . BUTPAYCHO _
I/T1 | MaTepiaJIbHUX PECypCiB | BUMIPY o 11, TPH. BUTpAT,
MaTepiaiiB
TpH
1 2 3 4 5 6
ITporteccop Ryzen 7
1 P PRy IIT. 1 4 500 4 500
3700X
Bineokapra
2 IIT. 1 12 000 12 000
GeForceRTX 4060
OnepatvuBHa NIaM ’ATh
3 IIT. 4 2038 8 152
16 GB
MareprHcbKa 1iaTa
4 _ IIT. 1 2867 2 867
Gigabyte B450M
BX GIGABYTE GP-
5 IIT. 1 3 360 3 360
P850GM 850W
6 Binuectep 500 GB IIT. 1 650 950
7 | SSD 240 GB SATA Il | . 1 994 994
8 SSD M.2 512 GB IIT. 1 2 200 2 200
9 Kopnyc IIT. 1 3500 3500
10 Momnitop 23.8" IIT. 1 6 500 6 500

3MmH.
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[Tponos:xenns Tadbmaui 4.3.

1 2 3 4 5 6
11 Momnitop 21.5" IIT. 1 3000 3000
12 Knasiatypa IIT. 1 2 500 2 500
13 Komm’rorepHa Muiia IIT. 1 1 500 1500
14 ['padiynuii naaxmeT IIT. 1 1 500 1500
15 | T'padiunmii penaktop | KOII. 1 1420 1420
16 [rpoBuii pymriit KOIL. 1 - -

Pazom 54 613

3aranbHa cyma MaTepiajibHUX BUTPAT CTAaHOBUTH 54 613 rpH.

4.4 Po3paxyHOK BUTPATH HA eJIeKTPOCHEPrilo

Butpatu Ha enekTpoeHeprito 1-1i o6naiHaHHS BU3HAYAETHCS 32 (POPMYIIOLO:
3. =W*T*S, (4.7)
ne, W — HeoOXigHa TIOTYXKHICTh, KBT;
T — KUTbKICTh TOAWH pOOOTH 00JIaTHAHHS;
S — BapTICTh KIJIOBAT-TOJAMHU €ICKTPOCHEPT 1.
UYac po6otu IIK Han ganum npoektoMm ctaHoBUTh 500 TOIWH, CIOKHUBaHA
notyxHicTtb 0,7 kB1.rox., Bapricts 1 kBT enextpoeneprii — 7 rpH.

3.=0,5* 500 * 7= 1750 rpu.

4.5 Bu3sHayeHHsI TPDAHCIIOPTHHUX 3aTPaT

TpancnopTHi BUTpaTH Ciia NMPOrHO3yBatH y po3Mmipi 8-10 % Big 3aranbHOL

CyMH MaTepiajibHUX 3aTpaT. TpaHCIOPTHI BUTPATH PO3PAXOBYIOTHCS 3a (POPMYIIOH0

4.8.

T, = 3,, *0,08..0,1, (4.8)
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OTxe, TpaHCIIOPTHI1 BUTPATU OYIyTh CTAHOBUTH:

T, =54 613 * 0,09 = 4 915,17 rph.

4.6 Po3paxyHoOK cCymMH aMOPTH3AWiHHMX BiApaxyBaHb

Komm’torepu Ta oOprrexsika HajlexaTb 10 YEeTBEPTOi IPyIH OCHOBHHUX
¢doniB. MiHIMaJIbHO JOMYCTUMI CTPOKHU X BUKOPHUCTAHHS 2 poKu. J1Jig BUBHaUYCHHS

aMOPTH3AIINHUX BiApaxyBaHb 3aCTOCOBYEMO hopmyiy 4.9:

Bbg* Hy
150%

A = * TA! (49)

ne, A — aMopTU3alliiiHl BlIpaXyBaHHs 32 3BITHIN NEPiOJ, I'PH;
b, — 6aiancoBa BapTiCTh TPYNU OCHOBHUX (POH/IIB HA TTOYATOK 3BITHOTO
nepioay, IpH.;
H, — HopMma amopTu3arii, 0,04%.
JIisi HamucaHHS TporpamMu Ta ii TecTyBaHHsS BukopuctoByBaBcs [IK Ta

OpITexHiKa i3 CyMapHOIO BapTicTio 54 613, Tomy:

54 613 %0,04

A= % 500 = 7282 rpu

4.7 O0uKc/IeHHS HAKJIAJHUX BUTPAT

Hakmanni BuTpatm - 1€ BHUTpPaTd, HE TMOB'S3aHI 0OE3MOCEPEeHbO 3
TEXHOJIOTTYHUM IIPOLECOM BUTOTOBJICHHSI MPOAYKIIii, @ yTBOPIOIOTHCS M1] BIULTUBOM
MEeBHUX YMOB POOOTHM MO OpraHizaiii, yOpaBIiHHIO Ta 0OCIYrOBYBaHHIO
BUpOOHMIITBA. B 3ayexHOCTI Bia opraHizamiitHO-MpaBoBOi (GOpMU MisUTBHOCTI
rOCIIOAAPIOI0YOro Cy0’ €KTa, HAKIIaHI BUTPATH MOXKYTh cTaHOBUTH 20 — 60 % Bix
CYMH OCHOBHOI Ta JI0JaTKOBO1 3apoOITHOI IJIaTH MPalliBHUKIB, OOUHCIIIOIOTHCS 3a

dbopmyroro 4.10, ne HB — HaknmagHi BUTpaTH.

HB = Bo_ﬂ_ *0,2...0,6, (410)
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H; =109 956 * 0,4 =43 982,4 rp=.

4.8 CkiagaHHs KOIITOPUCY BUTPAT Ta BU3HA4YeHHs codiBaprocti HIAP

Komropuc BuTpat sBiisge co00I0 3BeICHUI TIJIaH YCIX BUTPAT MIANPUEMCTBA

Ha MailOyTHIM nepio1 BUpOOHUYO-(hIHAHCOBOT AiSILHOCTI.

Pe3ynbTar mpoBeneHUX BUIIE pO3paxXyHKIB 3BeICHO Y TaOIuIlio 4.4.

Tabmuusg 4.4 — Komrropuc Butpar va H/IP

3MICT BUTpaT Cyma, rpa B % no 3aransHOI Cymu
Butparu Ha omaty npaiii 109 956 41,67%
BinpaxyBaHHs Ha coIliajibHi
41 343,46 15,67%
3aX0aH
MarepianbHi BUTpaTH 54 613 20,7%
Butpatu Ha enekTpoeHeprio 1750 0,66%
TpancmopTHiI BUTpaTu 4 915,17 1,86 %
AMopTH3alliiiHi BiapaxyBaHHs 1282 2,76 %
Haknanni Butpatu 43 9824 16,67%
Co0biBapTicTh 263 842,03 100%
CooiBapticts (C,) H/P po3paxyemo 3a dpopmysioro 4.11:
CB = BO.JI. + Bc.3. + 3M.B. + 3e + TB +A+ HB (411)
OTtxe, cobiBapTicTh cTaHOBUTH Cy = 263 842,03 rpH.
4.9 Pozpaxynok uinu H/IP
Hiny H/IP mosxHa Bu3HauuTH 3a popmyoro 4.12:
L= Cy*(1+Pye)*(1+I1B), (4.12)
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He: Cy — cobiBapricTs BukoHaHHs HJIP;
Ppen. — PIBEHb PEHTA0EIBHOCTI;
IT1/IB — craBka momaTtky Ha 10JiaHy BapTicTh, 20%.

I1=263 842,03 * (1 +0,3) * (1 +0,2) =411 593,57 rpH.

4.10 BusHayeHHSI €KOHOMIYHOI e(PEeKTHUBHOCTI i TepMiHy OKYNHOCTI
KAamiTAJILHUX BKJIAJEHL

EdexTuBHiCT BUPOOHUIITBA — 1€ y3arajibHEHE 1 MOBHE Big0OpakKeHHs
KIHIIEBUX PE3YJIbTaTiB BUKOPUCTAHHS poO0UO0T CHIIH, 3ac001B Ta MPEeIMETIB Mpalll Ha
MIPUEMCTBI 32 TIEBHUM MPOMIKOK Yacy.

[TpubyTok po3paxoByeThes 3a hopmyoro 4.13:
[I=1-C,, (4.13)

IT=411 593,57 - 263 842,03 = 147 751,54 rpH.
Exonomiuna edektuBHicTh (E;) mnossrae y BIJHOLIEHHI pe3yibTaTy
BUPOOHUIITBA J0 3aTpauyeHUX PECypciB 1 po3paxoByeThes 3a hopmynoro 4.11, ne I1

— pulyToK; C; — cOOIBAPTICTH.
By = 2, (4.14)

E, =147 751,54 / 263 842,03 = 0,56.
[Topsim 13 €KOHOMIYHOIO C(EKTUBHICTIO pO3paxoByOTh (popmyna 4.15)

TEPMiH OKYITHOCTI KalliTaJbHUX BKJIAJACHb 1!
T, = 1/Ep (4.15)

JlomycTUMUM BBaXKa€ThCsI TEPMIH OKYITHOCTI 710 5 poKiB. B manomy BuUmanky:

T,=1/0,56 = 1,8

ApK.

2025.KP5.123.602.25.00.00 /73

3wmH. | Apk. Ne dokym. Midnuc |\dama




Bci nani BHECeMO B 3BefieHy TaOJIHUIIO 4.5 TEXHIKO-€KOHOMIYHUX MTOKAa3HUKIB.

Taomung 4.5 - TeXHIKO-eKOHOMIYHI ITOKa3HUKHU

No OnuHung

o [Toka3nuk — 3HaueHHs
1 2 3 4
1 Co0biBapTiCTh, TPH. TpH. 246 688,89
2 [1nmanoBuit mpuOyTOK, TPH. IpH. 147 751,54
3 [ina, rpH. TpH. 411 593,57
4 ExonomiuHa e(eKTUBHICTh - 0,56
5 TepMiH OKYIHOCTI, PiK pIK 1,8

3araibHa BapTICTh po3poOKu Komm 'torepHoi rpu «Impartial Automaton»
cranoButh 411 593,57.
3Bakar04uM Ha BUCOKI MOKAa3HUKH €KOHOMIYHOI €(heKTUBHOCTI - 0,56, KOIITH,

BKJIAJICHI B MPOBEAECHHS MPOEKTHUX POOIT OKYIUIATHCS 3a 1,8 poKy.
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5 BE3IEKA KUTTEAIAJIBHOCTI, OCHOBHU OXOPOHH ITPALI

5.1 Po3paxyHOK cucTeMH IITYYHOIO OCBIiTJIEHHS Il IPUMillleHHS, /e

3AICHIOETBCA PO3podKa Komm'loTepHoi rpu «Impartial Automaton»

[Tpu po3poodii koMt roTepHoi rpu «Impartial Automaton» gocuTh BaKIUBUM
€ BUMOTH J0 OCBITJICHHS TPUMIIICHD,0CKUIBKH BIJOMO, IO TpHBajia poOoTa 3a
KOMIT'IOTEpOM Ta 3 JIOKYMEHTaMH IPH HEJOCTATHHOMY PIBHI OCBITIECHOCTI MOXKE
NPU3BECTH [0 3HAYHOIO IepeHanpykeHHd 3o0py. HeoOxigHO aoTpumyBaTuCA
HCTYITHUX BUMOT:

- MPUPOJHE OCBITIEHHS Mae 3abe3nedyBaTH KOe(ILIEHT MPUPOIHOL
ocBiTiieHocTl (KIIO) ne Hmwxue Hix 1,5%. Jlig peryiatoBaHHS piBHS OCBITJICHHS
MPUPOJIHUM CBITIIOM 0aaHO 3aCTOCOBYBATH >KaJt031;

— poboue Miciie, oonaanane 11K moBuHHO OyTH po3TalioBaHe Tak, 100
YHUKHYTH TIOTIa/IaHHS B 041 IPSIMOTO COHSIYHOTO CBITJIA,;

- MITYYHE OCBITJICHHS NPHUMIIICHHS Mae OyTH O0JaJIHaHE CHCTEMOIO
3arajbHOTO PIBHOMIPHOTO OCBITJICHHS;

- 3aCTOCYBaHHS CBITHWJIBHUKIB 0€3 PO3CIIOBAauiB Ta €KPAHYIOUYMX CITOK
3a00pOHSETHCH,

- pIBEHb OCBITJIEGHOCTI Ha poOOYOMYy CTOJl B 30HI pO3TallyBaHHS
JOKyMEHTIB Mae OyTu B Mexkax 300-500 nx[2].

[Ipu3HaueHe NpUMILLIEHHS AJI1 pO3pOOKU KOMIT FOTEPHOI TP Ma€e pO3MIpH:
4x4 metpu Ta BUCOTy 3,5 MeTpu. HeoOXimHO po3paxyBaTH CHCTEMY IITYYHOTO
CBITJICHHS.

Buxigni naui:

—~ mwioma S =4 * 4 =16 m?;

- Bucora creai H = 3,5 m;

— Hopma ocsitiieHocTi E = 400 5k (cepeane 3Ha4YCHHS ),

- Tun cBiTribHUKIB — LED-mmanem, ceitinosuii motik = 4000 nm.
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5.1.

JI71st po3paxyHKy 3arajJbHOTO CBITJIOBOTO MOTOKY CKOPHUCTAEMOCS (HOPMYITIOTO

® = E * S * koed. BUCOTH, (5.1)
ne: @ — cBITIOBHI MOTIK;
E — ocBitnennicts (E = 400 1x);
S — noma npuminieHHs (S = 16 M?);
koed.Bucotu (ipu 3,5 m = 2)[3].
® =400 * 16* 2 =12 800 1M

JI1s1 0OpaxyHKy KUJIBKOCTI CBITHJIBHUKIB BUKOPUCTOBYEMO hopmyity 5.2.

ExSxK;*z
@y pu*n

N = , (5.2)

ne: E — ocsitnennicts (E =400 nx);
S — nomta npuminieHns (S = 16 m?);
K, — 3amac ocsitienocri (K, = 1,5);
@D — CBITIIOUBH MOTIK OAHOTO CBITHIIBHUKA (D = 4000 11M);

N — KoedillieHT BUKOPUCTAHHS CBITJIOBOTO TIOTOKY (N = 0,6).
400« 16« 1,5 1,1
= = 4,4
4000 * 0,6

OT1xe, Iy1s1 eKOHOMIYHOTO BapiaHTy, MOKHAa BUKOPHUCTATH 5 CBITHJIbHHKIB,

KOXEH 3 AKkux Oyne 3abe3neuyBaTtu no 4000 M.

Po3minnyBatu CBITHIILHUKY HEOOX1HO HACTYITHUM YHHOM:
- BIJICTaHb MK CBITHJIbHUKAMU 1 M;
- B1JICTaHb CBITHJILHHKIB B1J CTiH 1 M;

— BIKHO, pO3TaIllOBaHE MPABOPYY BiJl EPCOHATBLHOIO KOMIT'IOTEPa, Oyae

3a0e3MnevyBaTh JOJAATKOBE OCBITJICHHSI.

Ha pucynky 5.1 300pakeHO 11aH po3MIILEHHS CBITUIBHUKIB Y MPUMIIIICHHS

PO3pPOOKH KOMIT'TOTEPHOT TPH.
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] [

Pucynok 5.1 - Ilnan po3MilleHHsI CBITWJIBHUKIB Y MPUMIILIEHHS PO3POOKH

KOMIT'IOT€pHO1 I'pH

5.2 He0e3neuni i mKigauBi BUpoOHnYi gakTopu, AKepesioM AKHX €

KOMIT'10Tep. 3ac00M 3aXHUCTy

[Tpu po6OTI 3 KOMIT'IOTEPOM MOKHA BUAUIATH HACTYIHI TPYIH HEOE3MEUHUX
Ta WKIJIUBUX (aKkToOpiB: (PI3UYHI, EpPrOHOMIYHI Ta TICUEMOLIIITHI.

®DiznuHi pakropu.

— Enextpomarnithe  BumpomiHioBanHs ~ (EMII).  IlepconanbHuit
KOMIT' F0Tep (0COOIMBO MOHITOP) € JHKEPEJIOM €JIEKTPOCTATUYHOTrO MOJIsl, HU3bKO-,
HaJHU3bKO- Ta BUcokoyacToTHOTO EMII (2 I'i—400 I'11), a Takox ontuyHoro (YD,
[Y, BumuMoro) i HaBiTh PEHTI€HIBCHKOTO BUTIPOMiHIOBaHHS. [lorTMHAHHS IUX OB

1 BunpomMiHioBanb BUKJIUKae Hanpyry LIHC: ronoBHi 0oumi, aempecito, 0€3COHHS,
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ctpec. Huzpkouactotne EMII Moke cipusiTé HIKIpHUM 3aXBOPIOBAHHIM, XBOpOOam
cepust Ta opraHiB TpaBieHHsAKpiM Toro, Oi4HI Ta 3aaHI CTIHKH MOHITOpa 1
CHUCTEMHOTr0 OJIOKY € JpKepenaMu Takoi pajialii, 1o ocoOJMBO HeOe3NeYHO MpHU
TpuBamiii poboti [4]. Jns 3axucTy BUKOPHUCTOBYIOTh €KpaHH-(DIIBTPU: BOHH
3MEHIIYIOTh CTaTH4HI 0JIsl Ta Y O/peHTreH-CcKIa10B1, 3HUKYIOUM HAaBAaHTAKEHHS Ha
oprasizm [5].

- [Iym 1 BiOparii. PoOoTa BEeHTUIATOPIB OXOJOMKCHHS, IPUHTEPIB Ta
1HIIOT OQICHOI TEXHIKM CTBOpIOE€ piBHI Imymy. Xoda 3BuyaiiHuii mym [IK
HEBHUCOKHM, TOCTiiiHE (H)OHOBE TYJIHHS MOXKE BHUKIUKATH BTOMJICHICTD,
IiIBUAIITYBATH HEPBOBY HAMPYTY Ta 3HMWKYBATH KOHIIEHTPAIIIO, & TIPU TPHUBATIOMY
BILIMB1 — PU3UK MOPYIIEHB CIYXY.

— Henanexwne OCBITJICHHS. Henocratus K HaJMipHA
(BUCOKOKOHTpPACTHA) OCBITJIEHICTh, 4 TAKOX BIAOJUCKU Ha €KpaHl MPU3BOIATH J10
nepeHanpyXeHHsi 30py, CIb030Tedi, ToJ0BHOro Oomro. Binbnucku € opHiero 3
HAWIMOIIMPEHIIINX PUYHH CTOMIIFOBAHOCTI ouek [6].

— TemmneparypHo-BosioricHi  yMoBH. CucTeMHHII OJIOK 1 MOHITOP
BUJIUISIOTH TEILIO0. SKIIO mpuMIiIieHHs reperpite abo XomoaHe (1mo3a ONTUMaTbHUM
nianazoHoM 18-24 °C), 1e 3HIKYy€e Mpare31aTHICTh, BUKINKAE 3arajibHy BTOMY Ta
TUCKOM(MOPT (TaKOK BUCOKA BOJIOTICTH MOXKE CTHUMYJIOBaTH pICT OakTepidl y
3anmuiieHoMy cepenoBuili). Tpeba nmoTpuMyBaTvcs HOPM MIKPOKIIMATy Ta
3a0e3MeuyBaTh BEHTUJISALIIIO.

— [Tun Ta ctaTuyHa enekTpuka. MOHITOp HAKOMUYYE MIJT Yepe3 CTaTUYH1
nosig. [lunoBi dactuHku 1 OakTepii B MOBITPI MOXKYTh CHPUYUHSITH ajeprii,
MOJIPA3HCHHS CIIM30BHX, 3arOoCTPEHHS acTMH YW JepMmaTuT. lle miaTBepmkeHo
CIIOCTEPEXKEHHSIMHU, 110 3anmuieHicTh JoBkoida EOM wyacTo BHKIMKae MIKIpHI i
pecmipaTopHi  peakiii. AHTHUCTaTUYHI TOKPUTTA €KpaHy 1 PperyJsipHe
MPOBITPIOBAHHA JOMOMAaraloTh 3HU3UTH MUJIOB1 KOHIEHTpALII1.

— Enexrpobe3neka. HectabinbHe >KMBJIEHHS 4YM HECIpPaBHA MPOBOJKA

MOXYTh CTAaHOBUTH PHU3HK YPKEHHS EIEKTPUYHUM CTPYMOM 1 3aMHKaHb.
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[lepeBuiienHss Hanpyru abo rpyOi MOIIKOKEHHS KaOeliB MOXYTb CHPHUUYUHUTH
nepe6oi B poOOTI 06J1aJHAHHS 1 HABITH MOXKEXKY.

Epronomiuni Ta ncuxoemouiiini paxropu.

- 3opoBe HaBaHTaxeHHs. TpuBana QoOKyCyBaHHs Ha IUCILICT BUKIHKAE
CyXICTh, PO3JIBOEHHS, «3aTyMaHCHHS» 30py 1 Outh B ouax. 40-70% mocTiitHIX
KOPUCTYBadiB KOMIT'IOT€pPIB MalOTh CHUMIOTOMHM TaK 3BaHOTO KOMII FOTEPHOTO
30poBOTr0 CHHApPOMY (00JIi, MeUiHHSA, BIAIYTTS MCKY B ouax). [locriitHa poGoTa Ha
ONMU3bKIl BiICTaHI 1 BUCOKA SICKPABICTh €KpaHa MOCUIIIOIOTH Il €(PeKTH. 3PEIITO0
1€ MOXE CIIPUATH 3HUKEHHIO TOCTPOTH 30pY a00 MOTTIMOJIEHHIO HAassBHUX aHOMAJIIH
(miomii Tomro) [7].

- Cratuuni no3u, ManopyxoMictb. Oneparop [IK goBro cuants y ogHiin
1031, 3aJ10I0YN OJHI ¥ TI K M’s3W IMi, Tieded Ta cruau. Lle mpu3BoauTh 10
M’SI30BOTO HANPY>KEHHS, CMa3MiB 1 MOPYIICHHS TOCTaBU. Y pe3yibTaTi 4acTo
pO3BHUBaIOTBbCS OO0l B IIWi, TMOMEpPEKy, HIMHHOMY BN XpeOTa; MOKIIUBI
CKOJIIOTHYHI 3MIHM W OCTEOXOHAPO3. J[0BEJEHO, 1110 TpUBAJE CUIIHHS COPUYUHSE
3aCTiil KpOB1 B MaJIOMy Ta3l, PAJAMKYJIIT 1 MOKE 3MEHIIIYBATH KPOBOOOIT Y KiHI[IBKax
[8].

- MOHOTOHHICTB Ta IICKUXOJIOTIYHE HaBaHTaxeHHs. OTHOMaHITHA poOoTa
nepes; MOHITOpOM 0e3 3MiH AISTILHOCTI BeJle 10 eMOLIIHOTO BUTOpsiHHA. DIKCOBaHE
30pOBE Ta IHTEJIEKTyallbHE HAaBaHTAXKEHHsS 0€3 3MIH CTHMYJIIOE€ CTpPEC, BTOMY Ta
anatito. Hanmpukiazn, BIACYTHICTh PYXJIMBOCTI Ta COLIAJIBHHUX BIJIBOJIKAHb YacCTO
CIPHUYMHSAE JPaTIBIUBICTb, BTPATy MOTHBAILli Ta CHUHAPOM XPOHIYHOI BTOMH.
CucreMaTuuHuN CTpEC MOKE BUKJIUKATH TOPYIICHHS CHY, 3HUKEHHS IMYHITETY Ta
MICUXOEMOIIIMHI PO3JIaJIN.

3aco0u 3axucry.

— Texniuni 3acobu: BukopuctaHHs 3aXWCHHUX eKpaHiB-(QIIBTPIB Ha
MoHiTopax (ocobmuBo EIIT) 3amxkye BmumB XY Ta cratuyHUX MOJIB.
AHTHOIIKOBI TOKPUTTSI MOHITOpA Ta MEOJIIB 3a1100Irat0Th BAHUKHEHHIO BiJIOHMCKIB.
3abe3neuytoTh PIBHOMIpPHE W JOCTATHE OCBITJICHHS POOOUYOTO Micls (3a3BUYait

KOMOIHOBaHe: MpUpOJIHE + MITYy4YHEe 0€3 MEPEXTiHHs) Ta KOHAMUIIIOBaAaHHS MOBITPS
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JUISL ONTUMAJIbHOT TeMIIepaTypH/BoJIOrocTi. BeHTUISATOPH i TyMO3axUCHI €KpaHu
MO>KYTb 3MEHIITUTH IITYMOBH BILTUB. EproHomivHi Kpicia i CTOJH 3 peryIIOBaHHSIM
BHUCOTHU JIO3BOJISIIOTH MIITPUMYBATH MPaBUIbHY MO3Y, & PEryjJbOBaHI IMiJICTABKU —
BCTAHOBUTH MOHITOP ITiJl ONITUMAaJILHUM KYTOM 1 Ha BificTani mpudiau3Ho 50 cM.

- Opranizauiiini 3axoau: J1oTpuMaHHsS pexXuMy poOOTH i BiAMOYHUHKY.
OnTtumanbsHa TpuBalicTh Oe3nepepBHOi pobotu 3a 1K He mepeBuiye 3045 xB;
micist boro 000B’s13k0Ba nepepsa Ha S—10 XB u1st (133apsiIKK Ta BIAMOYNHKY OUECH.
PekoMeHIyIOTh MIHSITH BHUAM JISTIBHOCTI (4Yac BIJ Yacy BIJBONIKATUCS Ha
HETEXHIYHY poOOTy 4YM 3arajJilbHOPO3BMBAIOYl BIPABH), IUJIAHYBAaTH pETyJspHI
NepepBd Ha TMPOTYJISHKY YU PO3MHHKY. Taki 3aXxOQu 3HIKYIOTh CTaTHYHE
HaBaHTAXXEHHS 1 ICUXOEMOIIIHUN cTpec.

- [nauBigyansHi 3acobu: HociHHS OKyJISIpiB 32 peKOMEH IAII€I0 OKYJICTa
(30KpemMa 3 aHTUOMIKOBUM a00 CHUHBO-OJIOKYBAaJbHUM MOKPHUTTAM) HIATPUMYE
30poBHUil KOM(OPT Tpu TpuBaiiii podboTi. BUKOHAHHS TIMHACTUYHUX BIIPaB IS
ouelt (HarpuKIaj, nepioauuHuil Gokyc Ha 00’ €KTax Ha Pi3HIM BIICTaHI YU 3aKPUTTS
oueil Ha JIeKIJTbKa XBUJIMH) JOMIOMAarae 3HITH Hanpyry. PerynspHi BopaBu J1s mui,
IJiedei, pyK 1 CIMHU y TepepBax CIPHUSIOTh 3HMIKEHHIO CTATUYHUX M’ SI30BHUX
HaBaHTaxeHb. J[0 1HAMBIAyallbHUX 3ac0o0IB TaKOX HajeXaThb MEPIOUYHI

MEJIOTJISIIN, HACTAHOBH 3 TIT1€HU TPAIll Ta 3pYYHHI OJIAT, 110 HE 0OMEXKYE PYXiB.
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BUCHOBKU

ITinx yac BuKOHaHHS KBaji(iKaiiitHOT poOOTH PO3pOOIICHO KOMIT IOTEPHY TPy
«Impartial Automaton» 3 Bukopucrtannsm irpsoro pymrist Unreal Engine ta moBu
nporpamyBaHHs C++.

VY nepiomy po3auii IPOBEIEHO AHATITUYHUN OIS ICHYIOYMX PIIICHb Ha
PHUHKY, BUSABIICHO X CJIa0Ki Ta CHJIbHI CTOPOHH, CTBOPEHO TEXHIYHE 3aB/IaHHS.

VY npyromy poszniii po3poOJeHO 3arajibHy CTPYKTYpY T'pH Ta BapiHTH ii
BUKOPHUCTAHHS, PO3POOJICHO CHUCTEMY KJIACIB 3 MOJIIMU Ta METOJaMH, PO3pPOOIICHO
METOJIM, CIIPOCKTOBAHO Ta OMMAaHO iHTepdelc KopucTyBada, OMUCAHO (DailioBy
CUCTEMY KOMII IOTEPHOI I'pH, ONKCAHO Ta MPOBEAECHO TECTYBAaHHA, B1IOOpaXKeHO
pe3ynbTaTH TeCTyBaHHS.

3a pesyinbTaTaMd BHUKOHaHHS Jpyroro posaury pospobneno UML —
JiarpaMmy BapiaHTiB BUKOpUCTaHHs nporpamu, UML — niarpamy mociaigoBHOCTI i,
UML — marpamy kmaciB nporpamu, UML — nmiarpamy ¢aitioBoi cTpykTypH
nporpami. | mpecTaBieHo Ha OKpEMHUX TUIakaTax rpadpiqyHoi YaCTUHU AUTLIOMHOTO
MIPOEKTY.

Y TpeThoMy pO37iTl HAJAAHO IHCTPYKIIIIO 3 KOMIT FOTEPHOI T'PH, MOPSIOK
TECTYBAaHHS Ta €KCIUTyaTallll IpOrpaMHOr0 KOMIUIEKCY.

VY exoHOMIYHIM YacTHHI MOSCHIOBAJILHOI 3alUMCKY AMIUIOMHOTO MPOEKTY
pPO3paxoBaHO COOIBAPTICTH PO3POOKU MPOTPAMHOTO TPOIYKTY.

OcTaHHI{ pO3/17 ONUCY€E MUTaHHS OXOPOHM Ta TEXHIKH Oe3MeKH, sike O0yio
OTPUMAHO BiJl KOHCYJIBTaHTa — BHKJIaJla4a 3 OXOPOHH TIpaIli.

JIumIOMHMI  TIPOEKT MICTUTh yBeCh 00csar iHdopmallii Ta JOKyMEHTaIlli,
HEOOXITHMIA JIUIsl TIPOCKTYBAHHS Ta BIPOBAKCHHS KoMIT roTepHoi rpu «Impartial

Automaton».
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JOJATKH

Homatok A. Tekct mporpamu

Buxignuii kox ¢aiinie MyBaseCharacter.h ta MyBaseCharacter.cpp.

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Character.h"

#include "NativeGameplayTags.h"

#include "ICombatComponent.h”

#include "MyBaseCharacter.generated.h"

class I1StatComponent;

UCLASS()
class WORK_API AMyBaseCharacter : public ACharacter

{

GENERATED_BODY()

public:

AMyBaseCharacter();

virtual void GrantTag(FGameplayTag& TagToGrant);

virtual bool CheckTag(const FGameplayTag& TagToCheck);
virtual void RemoveTag(FGameplayTag& TagToRemove);
virtual I1StatComponent* GetStatComponent() const;

virtual void AddDamagedActors(AActor* Actor);

virtual bool HasDamagedActor(AActor* Actor) const;
virtual void ResetDamagedActors();
UFUNCTION(BlueprintCallable)

virtual void SwitchCollider(FName Socket, bool Enable = true);
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[ICombatComponent* GetCombatComponent();

UFUNCTION()
virtual void OnCapsuleOverlap(UPrimitiveComponent*
OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32
OtherBodyIndex,
bool bFromSweep, const FHitResult& SweepResult);
virtual void SetlsDead(bool IsDead);
UFUNCTION(BlueprintCallable)
virtual bool GetlsDead();
UFUNCTION(BlueprintCallable)
virtual void SetActorSpawnLocation(const FVector& Location);
UFUNCTION(BIlueprintCallable)
virtual const FVector& GetActorSpawnLocation() const;
UFUNCTION(BIlueprintCallable)
virtual void Respawn();
virtual void SetlsInvincible(bool IsInvincible = true);
UFUNCTION(BIlueprintCallable)
virtual void SetDamage(float Damage);
protected:
virtual void BeginPlay() override;
virtual void HandleHit(AMyBaseCharacter* Attacker);
public:
virtual void Tick(float DeltaTime) override;
virtual void SetupPlayerinputComponent(class
UlnputComponent* PlayerinputComponent) override;
protected:
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

ApK.

2025.KP5.123.602.25.00.00 /73

3wmH. | Apk. Ne dokym. Midnuc |\dama 76




class UMyStatComponent* m_StatComponent;

UPROPERTY (EditAnywhere, Category = "Animation |
Combat")

TMap<FName, UAnimMontage*> m_MontagesMap;

UPROPERTY (EditAnywhere, Category = "Animation | Death™)

UAnimMontage* m_DeathMontage;

UPROPERTY (VisibleAnywhere, BlueprintReadWrite,
Category = "Tags")

FGameplayTagContainer m_CharacterTags;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

TSet<AActor*> m_DamagedActors;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

bool m_blsDead = false;

UPROPERTY (BlueprintReadWrite, meta =
(AllowPrivateAccess = true))

bool m_blslInvincible = false;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

class UCombatComponent* m_CombatComponent;

UPROPERTY/()

FVector m_SpawnLocation;

UPROPERTY (VisibleAnywhere)

class AMyGameModeBase* m_GM,;

#include "MyBaseCharacter.h"

#include "MyStatComponent.h"

#include "Kismet/KismetMathLibrary.h"
#include "CombatComponent.h™

#include "Components/CapsuleComponent.h™
#include "MyGameModeBase.h"
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AMyBaseCharacter:: AMyBaseCharacter()
{
PrimaryActorTick.bCanEverTick = true;
m_StatComponent =
CreateDefaultSubobject<UMyStatComponent>("Stat Component™);
GetCapsuleComponent()-
>0nComponentBeginOverlap.AddDynamic(this,
&AMyBaseCharacter::OnCapsuleOverlap);
GetCapsuleComponent()-
>SetCollisionResponseToChannel(ECollisionChannel::ECC_Camera,
ECollisionResponse::ECR _Ignore);

m_blsDead = false;

¥
void AMyBaseCharacter::GrantTag(FGameplayTag& TagToGrant)
{
m_CharacterTags.AddTag(TagToGrant);
}
bool AMyBaseCharacter::CheckTag(const FGameplayTag&
TagToCheck)
{
return m_CharacterTags.HasTag(TagToCheck);
}
void AMyBaseCharacter::RemoveTag(FGameplayTag&
TagToRemove)
{
m_CharacterTags.RemoveTag(TagToRemove);
¥
I1StatComponent* AMyBaseCharacter::GetStatComponent() const
{
return m_StatComponent;
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void AMyBaseCharacter::AddDamagedActors(AActor* Actor)

{
m_DamagedActors.Add(Actor);

}
bool AMyBaseCharacter::HasDamagedActor(AActor* Actor) const

{

return m_DamagedActors.Contains(Actor);

}
void AMyBaseCharacter::ResetDamagedActors()
{
m_DamagedActors.Empty();
¥
void AMyBaseCharacter::HandleHit(AMyBaseCharacter*
Attacker){}
void AMyBaseCharacter::SetlsDead(bool IsDead)
{
m_blsDead = IsDead;
}
bool AMyBaseCharacter::GetlsDead()
{
return m_blsDead,;
¥
void AMyBaseCharacter::SetActorSpawnLocation(const FVector&
Location)
{
m_SpawnLocation = Location;
¥
const FVector& AMyBaseCharacter::GetActorSpawnLocation() const
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return m_SpawnLocation;}

void AMyBaseCharacter::Respawn()

{
m_blsDead = false;
m_StatComponent->AddStatCurrentValue("Health",
m_StatComponent->GetStatMaxValue(""Health™));
SetActorLocation(m_SpawnLocation);
¥

void AMyBaseCharacter::SetlsInvincible(bool Isinvincible)

{

m_DblslInvincible = IsInvincible;

}
void AMyBaseCharacter::SetDamage(float Damage)
{
}

void AMyBaseCharacter::OnCapsuleOverlap(UPrimitiveComponent*
OverlappedComponent, AActor* OtherActor, UPrimitiveComponent*
OtherComp,
int32 OtherBodylIndex, bool bFromSweep, const FHitResult&
SweepResult)

{
iIf (m_blsDead || m_blslInvincible) return;
If (OtherActor && OtherActor != this && OtherComp)
{
if (OtherComp-
>ComponentHasTag(FName(*WeaponCollider™)))
{
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AMyBaseCharacter* Damager;

AActor* Attacker = OtherComp->GetOwner();

if (MsValid(Damager =
Cast<AMyBaseCharacter>(Attacker)))
{
Attacker = Attacker->GetOwner();
Damager =
Cast<AMyBaseCharacter>(Attacker);

}

if ('Damager || Damager == this) return;

UMyStatComponent* AttackerStat =
Cast<UMyStatComponent>(Damager->GetStatComponent());

if (AttackerStat && m_StatComponent)
{
if (Damager->HasDamagedActor(this))
return;
float DamageAmount = AttackerStat-
>GetStatValue("Damage™);
m_StatComponent-
>AddStatCurrentValue(""Health", DamageAmount);

¥
if (this->m_StatComponent-
>GetStatValue("Health™) <= 0.f)
{
m_blsDead = true;
¥
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HandleHit(Damager);

i3,
void AMyBaseCharacter::BeginPlay()

{
Super::BeginPlay();
m_SpawnLocation = this->GetActorLocation();
m_GM = GetWorld()-
>GetAuthGameMode<AMyGameModeBase>();

}
void AMyBaseCharacter:: Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

¥

void
AMyBaseCharacter::SetupPlayerInputComponent(UInputComponent™
PlayerInputComponent)

{
Super::SetupPlayerinputComponent(PlayerInputComponent);
¥
void AMyBaseCharacter::SwitchCollider(FName Socket, bool Enable)
{

(Enable) ? m_CombatComponent->EnableHitbox(Socket)

m_CombatComponent->DeactivateHitbox(Socket);

¥
IICombatComponent* AMyBaseCharacter::GetCombatComponent()

{

return m_CombatComponent;}
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Buxignni

MyBaseCharacter.cpp.

KOJI daiiais

#pragma once

MyBaseCharacter.h

#include "CoreMinimal.h"

#include "GameFramework/Character.h"

#include "NativeGameplayTags.h"

#include "1CombatComponent.h"

#include "MyBaseCharacter.generated.h™

class I1StatComponent;

UCLASS()
class WORK_API AMyBaseCharacter : public ACharacter

{

GENERATED_BODY()

public:
AMyBaseCharacter();

virtual void GrantTag(FGameplayTag& TagToGrant);

virtual bool CheckTag(const FGameplayTag& TagToCheck);

virtual void RemoveTag(FGameplayTag& TagToRemove);

virtual 11StatComponent* GetStatComponent() const;
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virtual void AddDamagedActors(AActor* Actor);

virtual bool HasDamagedActor(AActor* Actor) const;

virtual void ResetDamagedActors();

UFUNCTION(BlueprintCallable)

virtual void SwitchCollider(FName Socket, bool Enable = true);

[ICombatComponent* GetCombatComponent();

UFUNCTION()

virtual void OnCapsuleOverlap(UPrimitiveComponent*

OverlappedComponent, AActor* OtherActor,

UPrimitiveComponent* OtherComp, int32

OtherBodyIndex,

bool bFromSweep, const FHitResult& SweepResult);

virtual void SetlsDead(bool IsDead);

UFUNCTION(BlueprintCallable)
virtual bool GetlsDead();

UFUNCTION(BlueprintCallable)

virtual void SetActorSpawnLocation(const FVVector& Location);

UFUNCTION(BlueprintCallable)

virtual const FVector& GetActorSpawnLocation() const;

UFUNCTION(BlueprintCallable)
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virtual void Respawn();

virtual void SetlsInvincible(bool IsInvincible = true);

UFUNCTION(BlueprintCallable)

virtual void SetDamage(float Damage);

protected:

virtual void BeginPlay() override;

virtual void HandleHit(AMyBaseCharacter* Attacker);

public:

virtual void Tick(float DeltaTime) override;

virtual void SetupPlayerinputComponent(class

UlnputComponent* PlayerinputComponent) override;

protected:
UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
class UMyStatComponent* m_StatComponent;

UPROPERTY (EditAnywhere, Category = "Animation |
Combat")
TMap<FName, UAnimMontage*> m_MontagesMap;

UPROPERTY (EditAnywhere, Category = "Animation | Death")
UAnimMontage* m_DeathMontage;
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UPROPERTY (VisibleAnywhere,

Category = "Tags")

}

FGameplayTagContainer m_CharacterTags;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
TSet<AActor*> m_DamagedActors;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

bool m_blsDead = false;

UPROPERTY (BlueprintReadWrite, meta

(AllowPrivateAccess = true))

bool m_blslInvincible = false;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)

class UCombatComponent* m_CombatComponent;

UPROPERTY()

FVector m_SpawnLocation;

UPROPERTY (VisibleAnywhere)
class AMyGameModeBase* m_GM,;

#include "MyBaseCharacter.h™

#include "MyStatComponent.h"
#include "Kismet/KismetMathLibrary.h"
#include "CombatComponent.h"

#include "Components/CapsuleComponent.h"
#include "MyGameModeBase.h"

BlueprintReadWrite,
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AMyBaseCharacter:: AMyBaseCharacter()
{
PrimaryActorTick.bCanEverTick = true;
m_StatComponent =
CreateDefaultSubobject<UMyStatComponent>(""Stat Component™);
GetCapsuleComponent()-
>0nComponentBeginOverlap.AddDynamic(this,
&AMyBaseCharacter::OnCapsuleOverlap);
GetCapsuleComponent()-
>SetCollisionResponseToChannel(ECollisionChannel::ECC_Camera,
ECollisionResponse::ECR _Ignore);

m_blsDead = false;

¥
void AMyBaseCharacter::GrantTag(FGameplayTag& TagToGrant)
{
m_CharacterTags.AddTag(TagToGrant);
}
bool AMyBaseCharacter::CheckTag(const FGameplayTag&
TagToCheck)
{
return m_CharacterTags.HasTag(TagToCheck);
}
void AMyBaseCharacter::RemoveTag(FGameplayTag&
TagToRemove)
{
m_CharacterTags.RemoveTag(TagToRemove);
¥
I1StatComponent* AMyBaseCharacter::GetStatComponent() const
{
return m_StatComponent;
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}
void AMyBaseCharacter::AddDamagedActors(AActor* Actor)

{
m_DamagedActors.Add(Actor);
¥
bool AMyBaseCharacter::HasDamagedActor(AActor* Actor) const
{
return m_DamagedActors.Contains(Actor);
}
void AMyBaseCharacter::ResetDamagedActors()
{
m_DamagedActors.Empty();
¥
void AMyBaseCharacter::HandleHit(AMyBaseCharacter*
Attacken){}

void AMyBaseCharacter::SetlsDead(bool IsDead)

{
m_blsDead = IsDead;

bool AMyBaseCharacter::GetlsDead()
{

return m_blsDead,;

void AMyBaseCharacter::SetActorSpawnLocation(const FVector&

Location)
{
m_SpawnLocation = Location;
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const FVector& AMyBaseCharacter::GetActorSpawnLocation() const
{

return m_SpawnLocation;

¥

void AMyBaseCharacter::Respawn()

{
m_blsDead = false;
m_StatComponent->AddStatCurrentValue("Health",

m_StatComponent->GetStatMaxValue(""Health™));

SetActorLocation(m_SpawnLocation);

¥

void AMyBaseCharacter::SetlsInvincible(bool Isinvincible)

{

m_DblslInvincible = IsInvincible;

}
void AMyBaseCharacter::SetDamage(float Damage){}

void AMyBaseCharacter::OnCapsuleOverlap(UPrimitiveComponent*
OverlappedComponent, AActor* OtherActor, UPrimitiveComponent*
OtherComp,
int32 OtherBodylIndex, bool bFromSweep, const FHitResult&
SweepResult)
{
If (m_blsDead || m_blslInvincible) return;
if (OtherActor && OtherActor != this && OtherComp)

{
if (OtherComp-
>ComponentHasTag(FName(*"WeaponCollider")))
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AMyBaseCharacter* Damager;
AActor* Attacker = OtherComp->GetOwner();

if (MsValid(Damager
Cast<AMyBaseCharacter>(Attacker)))
{
Attacker = Attacker->GetOwner();
Damager
Cast<AMyBaseCharacter>(Attacker);
¥
if ('Damager || Damager == this) return;
UMyStatComponent™ AttackerStat

Cast<UMyStatComponent>(Damager->GetStatComponent());
if (AttackerStat && m_StatComponent)

{

if (Damager->HasDamagedActor(this))

return;

float DamageAmount = AttackerStat-

>GetStatValue("Damage");

m_StatComponent-
>AddStatCurrentValue(*"Health", DamageAmount);

¥
if (this->m_StatComponent-
>GetStatValue("Health™) <= 0.f)
{
m_blsDead = true;
¥

HandleHit(Damager);}}}
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void AMyBaseCharacter::BeginPlay()

{
Super::BeginPlay();
m_SpawnLocation = this->GetActorLocation();
m_GM = GetWorld()-
>GetAuthGameMode<AMyGameModeBase>();
}
void AMyBaseCharacter:: Tick(float DeltaTime)
{
Super::Tick(DeltaTime);
¥
void

AMyBaseCharacter::SetupPlayerInputComponent(UInputComponent™
PlayerInputComponent)

{
Super::SetupPlayerinputComponent(PlayerinputComponent);
}
void AMyBaseCharacter::SwitchCollider(FName Socket, bool Enable)
{

(Enable) ? m_CombatComponent->EnableHitbox(Socket)

m_CombatComponent->DeactivateHitbox(Socket);

}
I ICombatComponent* AMyBaseCharacter::GetCombatComponent()

{

return m_CombatComponent;}

Buxignuii kox gaiinie Enemy.h Ta Enemy.cpp.

#pragma once

#include "CoreMinimal.h"
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#include "MyBaseCharacter.h"

#include "GameFramework/CharacterMovementComponent.h"

#include "Enemy.generated.h"

UCLASS()

class WORK_API AEnemy : public AMyBaseCharacter

{

GENERATED_BODY/()

public:

AEnemy();

virtual void Tick(float DeltaTime) override;

UFUNCTION(BIlueprintCallable)
void RotateToPlayer();

virtual void Respawn() override;

protected:

virtual void BeginPlay() override;

UFUNCTION()
void OnSeePawn(APawn* Pawn);

UFUNCTION(BlueprintCallable)
void StopChasing();
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UFUNCTION(BlueprintCallable)

APawn* GetTargetPawn() const;

float GetDistance();

UFUNCTION(BlueprintCallable)
AActor* ChoosePatrolTarget();

UFUNCTION(BIlueprintCallable)
void Attack();

UFUNCTION(BlueprintCallable)
void StopAttack();

virtual void HandleHit(AMyBaseCharacter* Attacker) override;

UFUNCTION(BlueprintCallable)

const FName& GetRandomMontageSection() const;

UFUNCTION(BlueprintCallable)
void PlayMontage(UAnimMontage* Montage, const FName&

Section);
UFUNCTION(BlueprintCallable)
UAnimMontage* GetMontage() const;
void TurnOffAl();
UFUNCTION(BlueprintCallable)
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UBlackboardComponent™* GetBlackBoard();

protected:

UPROPERTY()

class AAlController* m_Controller;

UPROPERTY (VisibleAnywhere,

meta=(AllowPrivateAccess = true))

class APawn* m_TargetActor;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess

BlueprintReadWrite,

true))
class UPawnSensingComponent* m_Senses;
UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))
class UBehaviorTree* m_Tree;
UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))
TArray<AActor*> m_PatrolPoints;
UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))
AActor* m_ActivePatrolTarget;
UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))
UAnimMontage* m_HitMontage;
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UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess

true))

UAnimMontage* m_AttackMontage;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))

TArray<FName> m_MontageSections;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))

FName m_DefaultMontageSectionName;

UPROPERTY (EditAnywhere, meta=(AllowPrivateAccess =
true))

float m_ChaseableDistance;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))

float m_AttackDistance;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))

class UBlackboardComponent* m_Blackboard;

UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =
true))

float m_RotationSpeed;
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UPROPERTY (EditAnywhere, meta = (AllowPrivateAccess =

true))
TSubclassOf<AMyWeapon> m_Weapon;

Y
#include "Enemy.h"
#include "BehaviorTree/BehaviorTree.h"
#include "BehaviorTree/BlackboardComponent.h"
#include "Perception/PawnSensingComponent.h™
#include "CombatComponent.h"
#include "Kismet/KismetMathLibrary.h"
#include "Components/CapsuleComponent.h™
#include "MyGameModeBase.h"
#include "AlController.h"

AEnemy::AEnemy()

{
PrimaryActorTick.bCanEverTick = true;
GetMesh()-
>SetCollisionObjectType(ECollisionChannel::ECC_WorldDynamic);
GetMesh()-

>SetCollisionResponseToChannel(ECollisionChannel::ECC_Visibility,
ECollisionResponse::ECR_Block);

GetMesh()-
>SetCollisionResponseToChannel(ECollisionChannel::ECC_Camera,
ECollisionResponse::ECR_Ignore);

GetMesh()->SetGenerateOverlapEvents(true);

m_Senses
CreateDefaultSubobject<UPawnSensingComponent>(TEXT(""Pawn
Sensing"));
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m_Senses->SetPeripheralVVisionAngle(70.f);
m_Senses->SightRadius = 500.;
m_Senses->Sensinginterval = 0.5f;

m_CombatComponent

CreateDefaultSubobject<UCombatComponent>("Combat™);

¥

void AEnemy::Tick(float DeltaTime)

{

Super::Tick(DeltaTime);
if (m_blsDead) return;
iIf (m_TargetActor && GetDistance() > m_ChaseableDistance)

{
StopChasing();

¥
iIf (m_TargetActor && GetDistance() <= m_AttackDistance)

{

Attack();
}
else
{
StopAttack();
}

void AEnemy::RotateToPlayer()

{

iIf (!m_TargetActor) return;
FVector TargetLoc = m_TargetActor->GetActorLocation();
FRotator CurrentRotation = GetActorRotation();
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FRotator TargetRotation
UKismetMathL.ibrary::FindLookAtRotation(GetActorLocation(),
TargetLoc);

FRotator NewRotation = FMath::RInterpTo(CurrentRotation,

TargetRotation, GetWorld()->GetDeltaSeconds(), m_RotationSpeed);
SetActorRotation(NewRotation);

void AEnemy::Respawn()

{
Super::Respawn();
GetCapsuleComponent()-

>SetCollisionEnabled(ECollisionEnabled::QueryAndPhysics);

m_Blackboard->SetValueAsBool(TEXT("IsDead"), false);
m_Controller->BrainComponent->StartLogic();
auto MoveComp = GetCharacterMovement();
MoveComp->Activate();
MoveComp->SetMovementMode(MOVE_Walking);

void AEnemy::BeginPlay()
{
Super::BeginPlay();
m_GM->AddEnemyToArray(this);
m_Controller = Cast<AAlController>(GetController());
m_Controller->RunBehaviorTree(m_Tree);
if (m_Senses)
{
m_Senses->0nSeePawn.AddDynamic(this,
&AEnemy::0OnSeePawn);
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by
m_Blackboard = m_Controller->GetBlackboardComponent();
m_ActivePatrolTarget = ChoosePatrolTarget();
iIf(m_CombatComponent)
m_CombatComponent->EquipWeapon();
else
UE_LOG(LogTemp, Warning, TEXT("None Combat"));
if (m_blsDead)
TurnOffAl();

void AEnemy::OnSeePawn(APawn* Pawn)
{
if (Pawn)
{
m_TargetActor = Pawn;
m_Controller->GetBlackboardComponent()-
>SetValueAsBool("HasSeenActor"”, true);
this->GetCharacterMovement()->MaxWalkSpeed =
400.f;

void AEnemy::StopChasing()

{
if (AAIController* AlController =
Cast<AAlController>(GetController()))
{
AlController->StopMovement();
¥
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this->GetCharacterMovement()->MaxWalkSpeed = 200.f;
m_Blackboard->SetValueAsBool("HasSeenActor", false);

m_TargetActor = nullptr;

UFUNCTION(BlueprintCallable)
APawn* AEnemy::GetTargetPawn() const

{

return m_TargetActor;

float AEnemy::GetDistance()

{
return FVector::Dist(this->GetActorLocation(), m_TargetActor-
>GetActorLocation());
¥

AActor* AEnemy::ChoosePatrolTarget()

{
TArray<AActor*> ValidTargets;

for (AActor* Target : m_PatrolPoints)

{
if (Target '= m_ActivePatrolTarget)
{
ValidTargets.AddUnique(Target);
¥
by

const int32 NumPatrolTargets = ValidTargets.Num();
If (NumPatrolTargets > 0)
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const int32 TargetSelection = FMath::RandRange(0
NumPatrolTargets - 1);
m_ActivePatrolTarget = ValidTargets[ TargetSelection];

return m_ActivePatrolTarget;

}

return nullptr;

void AEnemy::Attack()

{
m_Blackboard->SetValueAsBool("CanAttack", true);

void AEnemy::StopAttack()

{
m_Blackboard->SetValueAsBool("CanAttack", false);

void AEnemy::HandleHit(AMyBaseCharacter* Attacker)
{
if (m_blsDead)
{
this->GetMesh()->GetAniminstance()-
>Montage_Play(m_DeathMontage);
TurnOffAI();

return;
by
if ('m_TargetActor)
{

H
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m_TargetActor = Attacker;
m_Blackboard->SetValueAsBool(""HasSeenActor", true);
¥
m_Blackboard->SetValueAsBool("WasHit", true);
this->GetMesh()->GetAniminstance()-
>Montage_Play(m_HitMontage);

¥

const FName& AEnemy::GetRandomMontageSection() const

{
iIf (m_AttackMontage && m_MontageSections.Num() = 0)

{
const int32 SectionSelection = FMath::RandRange(0,
m_MontageSections.Num() - 1);
return m_MontageSections[SectionSelection];

}

return m_DefaultMontageSectionName;
}
void AEnemy::PlayMontage(UAnimMontage* Montage, const
FName& Section)
{
this->GetMesh()->GetAnimInstance()-
>Montage Play(Montage);
this->GetMesh()->GetAniminstance()-

>Montage_JumpToSection(Section);

}
UAnimMontage* AEnemy::GetMontage() const
{
return m_AttackMontage;
}
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void AEnemy::TurnOffAl()

{
GetCapsuleComponent()-

>SetCollisionEnabled(ECollisionEnabled::NoCollision);

m_Blackboard->SetValueAsBool(TEXT("IsDead"), true);
m_Controller->BrainComponent->StopLogic(TEXT("Dead"));
m_Controller->StopMovement();
auto MoveComp = GetCharacterMovement();
MoveComp->DisableMovement();
MoveComp->StopMovementimmediately();

}
UBlackboardComponent* AEnemy::GetBlackBoard()

{

return m_Blackboard;

Buxinanii kox ¢aiiaiB Checkpoint.h Ta Checkpoint.cpp.
#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Actor.h"

#include "Checkpoint.generated.h"

UCLASS()
class WORK_API ACheckpoint : public AActor

{
GENERATED_BODY/()

public:
ACheckpoint();
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virtual const FVector GetLocation() const;
protected:

virtual void BeginPlay() override;

UFUNCTION()
void OnOverlapBegin(UPrimitiveComponent*

OverlappedComp,
AActor* OtherActor,
UPrimitiveComponent* OtherComp,
int32 OtherBodyIndex,
bool bFromSweep,
const FHitResult& SweepResult);

public:
virtual void Tick(float DeltaTime) override;

protected:

UPROPERTY (BlueprintReadWrite, VisibleAnywhere)

FVector m_CheckpointLocation;

UPROPERTY (VisibleAnywhere)

class USphereComponent* m_SphereCollider;

UPROPERTY (EditAnywhere)

class UStaticMeshComponent* m_Mesh;
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#include "Checkpoint.h"

#include "Components/SphereComponent.h*"
#include "MyPlayerCharacter.h™

#include "Components/StaticMeshComponent.h"

#include "IStatComponent.h™

ACheckpoint::ACheckpoint()
{
PrimaryActorTick.bCanEverTick = true;
m_SphereCollider
CreateDefaultSubobject<USphereComponent>(*"Collider™);
m_SphereCollider->InitSphereRadius(200.1);
m_SphereCollider-
>SetCollisionProfileName(TEXT("Trigger™));
RootComponent = m_SphereCollider;
m_SphereCollider-
>0OnComponentBeginOverlap.AddDynamic(this,
&ACheckpoint::OnOverlapBegin);
m_Mesh
CreateDefaultSubobject<UStaticMeshComponent>("Mesh");
m_Mesh->SetupAttachment(GetRootComponent());

}
void ACheckpoint::BeginPlay()
{
Super::BeginPlay();
m_CheckpointLocation = this->GetActorLocation();
¥
void ACheckpoint::OnOverlapBegin(UPrimitiveComponent*
OverlappedComp, AActor* OtherActor,
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UPrimitiveComponent* OtherComp, int32 OtherBodylndex,
bool bFromSweep,
const FHitResult& SweepResult)

{
if ('OtherActor) return;
if (AMyPlayerCharacter* Player =
Cast<AMyPlayerCharacter>(OtherActor))
{
Player-

>SetActorSpawnLocation(m_CheckpointLocation);
Player->GetStatComponent()-
>AddStatCurrentValue(*"Health",
Player->GetStatComponent()-
>GetStatMaxValue("Health"));}}

const FVector ACheckpoint::GetLocation() const
{return m_CheckpointLocation;}

void ACheckpoint::Tick(float DeltaTime)
{Super::Tick(DeltaTime);}

Buxignuii ko gaiais CombatComponent.h ta CombatComponent.cpp.

#pragma once

#include "CoreMinimal.h"

#include "Components/ActorComponent.h*
#include "ICombatComponent.h"

#include "CombatComponent.generated.h™

ApK.
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UCLASS( ClassGroup=(Custom),
meta=(BlueprintSpawnableComponent) )
class WORK_API UCombatComponent : public UActorComponent,
public IICombatComponent
{
GENERATED_BODY/()
public:
UCombatComponent();
void EquipWeapon() override;
UAnimMontage* GetActiveMontage() const override;
UAnimMontage* GetMontage(const FName& MontageName)
const override;
UAnimMontage* GetLRMontage(bool Right = true) const
override;
bool HasWeaponln(const FName& SocketName) override;
void ReattachFromTo(const FName& SocketName, const
FName& TargetSocket) override;
void ChangeMontage(UAnimMontage* ChangeTo, bool Right =
true) override;
void SwapWeapon(const FName& SocketName, const FName&
TargetSocket, UAnimMontage* ChangeTo) override;
void EnableHitbox(const FName& Socket = "Hand _R_Socket™);
void DeactivateHitbox(const FName& Socket =
"Hand _R_Socket");
UFUNCTION(BlueprintCallable)
void SetWeaponClass(TSubclassOf<AMyBaseWeapon>
WeaponClass);
protected:
virtual void BeginPlay() override;
public:
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virtual void TickComponent(float DeltaTime, ELevelTick

TickType, FActorComponentTickFunction* ThisTickFunction) override;
protected:

UPROPERTY (VisibleAnywhere)

class AMyBaseCharacter* m_ComponentOwner;

UPROPERTY (EditAnywhere,  Category =  "Combat",
meta=(AllowPrivateAccess = true))

TSubclassOf<class AMyWeapon> m_WeaponClass;

UPROPERTY (EditAnywhere, Category = "Combat", meta =
(AllowPrivateAccess = true))

TMap<FName, AMyWeapon*> m_SocketsMap;

UPROPERTY (VisibleAnywhere)

UAnimMontage* m_EquipedRWeaponMontage;

UPROPERTY (VisibleAnywhere)

UAnimMontage* m_EquipedLWeaponMontage;};

#include "CombatComponent.h"
#include "MyWeapon.h"
#include "MyPlayerCharacter.h™

#include "GameFramework/Character.h"

UCombatComponent::UCombatComponent()
{

PrimaryComponentTick.oCanEverTick = false;

void UCombatComponent::EquipWeapon()
{

If (!"m_WeaponClass) return;
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iIf (!m_ComponentOwner) return;

FName TargetSocket = m_WeaponClass-

>GetDefaultObject<AMyWeapon>()->GetAttachToSocketName();

If (m_SocketsMap.Contains(TargetSocket)) return;

AMyWeapon™* TargetWeapon
m_SocketsMap.Find(TargetSocket);

if (TargetWeapon && *TargetWeapon)

{
(*TargetWeapon)->Destroy();

*TargetWeapon = nullptr;

FActorSpawnParameters SpawnParams;

SpawnParams.Owner = m_ComponentOwner;

SpawnParams. Instigator = m_ComponentOwner-

>Getlnstigator();

*TargetWeapon = GetWorld()-

>SpawnActor<AMyWeapon>(m_WeaponClass, SpawnParams);

if (Target\Weapon)

{
USkeletalMeshComponent* Mesh

m_ComponentOwner->GetMesh();

FGameplayTag Tag = Tag_Part_SkeletalRUp;
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FName ToSocket;

iIf ('m_ComponentOwner->CheckTag(Tag))

{
ToSocket = (*TargetWeapon)-

>GetAttachToSocketName();

iIf (UAnimMontage* Montage = (*TargetWeapon)-
>GetWeaponAttackMontage())
m_EquipedRWeaponMontage = Montage;

¥
else
{
ToSocket = (*TargetWeapon)->GetResortSocket();
}
(*TargetWeapon)->AttachToComponent(

Mesh,

FAttachmentTransformRules::SnapToTargetIncludingScale,
ToSocket

}
for (auto tag : (*(TargetWeapon))->GetTags())

{

m_ComponentOwner->GrantTag(tag);

¥
TargetWeapon = nullptr;

¥
UAnimMontage* UCombatComponent::GetActiveMontage() const

ApK.

2025.KP5.123.602.25.00.00 /73

110

3wmH. | Apk. Ne dokym. Midnuc |\dama




return m_EquipedRWeaponMontage;

}
UAnimMontage* UCombatComponent::GetMontage(const FName&

MontageName) const

{
AMyWeapon* const* FoundWeapon =

m_SocketsMap.Find(MontageName);

if (FoundWeapon && *FoundWeapon)

{
return (*FoundWeapon)->GetWeaponAttackMontage();
¥
return nullptr;
}
UAnimMontage* UCombatComponent::GetLRMontage(bool Right)
const
{

return (Right) ? m_EquipedRWeaponMontage
m_EquipedLWeaponMontage;

¥
bool UCombatComponent::HasWeaponIn(const FName&
SocketName)
{
iIf (m_SocketsMap.Contains(SocketName))
{
return ((*(m_SocketsMap.Find(SocketName)))) ? true :
false;
¥

return false;

ApK.

2025.KP5.123.602.25.00.00 /73

3wmH. | Apk. Ne dokym. Midnuc |\dama

111




¥

void UCombatComponent::ReattachFromTo(const FName&
SocketName, const FName& TargetSocket)
{
AMyWeapon** TargetWeapon =
m_SocketsMap.Find(SocketName);
if ('(TargetWeapon && *Target\Weapon)) return;

USkeletalMeshComponent* Mesh = m_ComponentOwner-
>GetMesh();
(*TargetWeapon)->AttachToComponent(
Mesh,
FAttachmentTransformRules::SnapToTargetIncludingScale,
TargetSocket
)i
}
void UCombatComponent::ChangeMontage(UAnimMontage*
ChangeTo, bool Right)
{

(Right) ? m_EquipedRWeaponMontage = ChangeTo
m_EquipedLWeaponMontage = ChangeTo;
}
void UCombatComponent::SwapWeapon(const FName&

SocketName, const FName& TargetSocket, UAnimMontage* ChangeTo)

{
ReattachFromTo(SocketName, TargetSocket);
ChangeMontage(ChangeTo);
by
void UCombatComponent::EnableHitbox(const FName& Socket)
{
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(*(m_SocketsMap.Find(Socket)))->ActivateHitbox();
}

void UCombatComponent::DeactivateHitbox(const FName& Socket)

{
(*(m_SocketsMap.Find(Socket)))->DeactivateHitbox();

¥

void
UCombatComponent::SetWeaponClass(TSubclassOf<AMyBaseWeapon>
WeaponClass)

{
m_WeaponClass = WeaponClass;
EquipWeapon();
¥
void UCombatComponent::BeginPlay()
{

Super::BeginPlay();
m_ComponentOwner =
Cast<AMyBaseCharacter>(GetOwner());
¥
void UCombatComponent::TickComponent(float DeltaTime,
ELevelTick TickType, FActorComponentTickFunction* ThisTickFunction)
{Super::TickComponent(DeltaTime, TickType, ThisTickFunction);}

Buxignuii xoa gaiinie LockOnComponent.h ta LockOnComponent.cpp.
/I Fill out your copyright notice in the Description page of Project
Settings.

#pragma once

#include "CoreMinimal.h"
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#include "Components/ActorComponent.h"
#include "ILockOnComponent.h"

#include "LockOnComponent.generated.h™

UDELEGATE(BlueprintCallable)
DECLARE_DYNAMIC_MULTICAST_SPARSE_DELEGATE_One

Param(
FOnUpdateTargetSignature,
ULockOnComponent, OnUpdateTargetDelegate,
AActor*, TargetActorRef
);
UCLASS( ClassGroup=(Custom),

meta=(BlueprintSpawnableComponent) )
class WORK_API ULockOnComponent : public UActorComponent,
public IlLockOnComponent
{
GENERATED_BODY/()

public:
ULockOnComponent();

void StartLockOn(float Radius) override;

void EndLockOn() override;

void ToggleLockOn(float Radius) override;

AActor* GetTarget() override;
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protected:

virtual void BeginPlay() override;

public:

virtual void TickComponent(float DeltaTime, ELevelTick

TickType, FActorComponentTickFunction* ThisTickFunction) override;

public:
UPROPERTY (VisibleAnywhere)
AActor* m_CurrentTargetActor;

UPROPERTY (BlueprintAssignable, Category = "LockOn")
FOnUpdateTargetSignature OnUpdateTargetDelegate;

protected:
UPROPERTY (VisibleAnywhere)

ACharacter* m_ComponentOwner;

UPROPERTY (VisibleAnywhere)

APlayerController* m_PlayerController;

UPROPERTY (VisibleAnywhere)

class UCharacterMovementComponent*

m_MovementComponent;

UPROPERTY (VisibleAnywhere)
class USpringArmComponent* m_SpringArm;

UPROPERTY (EditAnywhere)
double m_BreakLockOnDistance = 1000.0;
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#include "LockOnComponent.h"

#include "GameFramework/Character.h"

#include "GameFramework/CharacterMovementComponent.h"
#include "Kismet/KismetMathLibrary.h"

#include "MyBaseCharacter.h"

#include "GameFramework/SpringArmComponent.h”

ULockOnComponent::ULockOnComponent()
{

PrimaryComponentTick.bCanEverTick = true;

void ULockOnComponent::BeginPlay()

{
Super::BeginPlay();

m_ComponentOwner = GetOwner<ACharacter>();
m_PlayerController = m_ComponentOwner-
>GetController<APlayerController>();

m_MovementComponent m_ComponentOwner-

>GetCharacterMovement();

m_SpringArm = m_ComponentOwner-
>FindComponentByClass<USpringArmComponent>();
¥

void ULockOnComponent::StartLockOn(float Radius)

{
TArray<FHitResult> OutResults;
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FVector CurrentLocation = m_ComponentOwner-

>GetActorLocation();

FCollisionShape Sphere =

FCollisionShape::MakeSphere(Radius);

FCollisionQueryParams  IgnoreParams(FName(TEXT("Ignore

Objects")), false, m_ComponentOwner);

bool bHasFoundTargets = GetWorld()->SweepMultiByChannel(
OutResults,
CurrentLocation,
CurrentLocation,
FQuat::Identity,
ECollisionChannel::ECC_GameTraceChannell,
Sphere,

IgnoreParams

if ("bHasFoundTargets) return;

AMyBaseCharacter* ClosestEnemy = nullptr;
float MinDistance = FLT _MAX;

for (const FHitResult& Hit : OutResults)

{
AActor* HitActor = Hit.GetActor();

if ('HitActor) continue;

AMyBaseCharacter* Enemy =

Cast<AMyBaseCharacter>(HitActor);

if ("Enemy) continue;
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iIf (Enemy->GetlsDead()) continue;

float Distance = FVector::Dist(CurrentLocation, Enemy-
>GetActorLocation());
If (Distance < MinDistance)
{
MinDistance = Distance;

ClosestEnemy = Enemy;

If (!ClosestEnemy) return;

m_CurrentTargetActor = ClosestEnemy;
m_PlayerController->SetlgnoreLooklInput(true);

m_MovementComponent->bOrientRotationToMovement

false;
m_MovementComponent->bUseControllerDesiredRotation =
true;
m_SpringArm->TargetOffset = FVVector(0.0f, 0.0f, 100.0f);
OnUpdateTargetDelegate.Broadcast(m_CurrentTargetActor);
}

void ULockOnComponent::EndLockOn()
{

m_CurrentTargetActor = nullptr;

m_MovementComponent->bOrientRotationToMovement

true;
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m_MovementComponent->bUseControllerDesiredRotation =

false;

m_SpringArm->TargetOffset = FVVector::ZeroVector;

m_PlayerController->ResetlgnoreLookInput();

OnUpdateTargetDelegate.Broadcast(m_CurrentTargetActor);

void ULockOnComponent::ToggleLockOn(float Radius)

{
if (m_CurrentTargetActor)

{
EndLockOn();
}
else
{
StartLockOn(Radius);
}

AActor* ULockOnComponent::GetTarget()
{

return m_CurrentTargetActor;

void ULockOnComponent:: TickComponent(float DeltaTime,

ELevelTick TickType, FActorComponentTickFunction* ThisTickFunction)
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Super::TickComponent(DeltaTime, TickType,
ThisTickFunction);

If (!m_CurrentTargetActor) return;

if (Cast<AMyBaseCharacter>(m_CurrentTargetActor)-
>GetlsDead())
{
EndLockOn();
return;
¥
FVector CurrentLocation = m_ComponentOwner-
>GetActorLocation();
FVector TargetLocation = m_CurrentTargetActor-

>GetActorLocation();

double DistanceToTarget = FVector::Distance(CurrentLocation,

TargetLocation);

if (DistanceToTarget >= m_BreakLockOnDistance)

{
EndLockOn();

return;

TargetLocation.Z -= 125;
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75);

FRotator
UKismetMathLibrary::FindLookAtRotation(

NewRotation

CurrentLocation, TargetLocation

NewRotation.Pitch = FMath::Clamp(NewRotation.Pitch, -30,

m_PlayerController->SetControlRotation(NewRotation);
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