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AHOTAILUS

Po3pobka komm’rorepHoi rpu Ha irpoBomy pymii Unreal Engine 5.
Ksamidikarmiitna pobGota ocBiTHROro crTynens «bakamaBpy Bamosuit Baaum
AnnpiiioBud TepHONIJILCHKUNA HaIIOHAIIBHUN TEXHIYHHHN YHIBEpCcUTET IMEH1 IBaHa
[Tymrost, hakyJbTeT KOMIT FOTEpHO-1HGOPMAIIIMHUX CUCTEM 1 IPOrpaMHOI 1HXEHEPi,
kadeapa koM torepHuX Hayk, rpyna CHc-41 Tepromine, 2026 O6csr podotu — [71]
cTop. , [35] puc., [15] Tabmn., [2] nomatku, [42] mxepenn.

Knrouoei cnosa: Uureal Engine 5, Survival, mry4ynnii iHTeIeKT, OJIONPIHTH,

ckinuenuit apromar (FSM),retim nuzaiin, mogens MDA, kpadt, onTumizartis.

Po6oty npucssiueno po3poOiii TpuBuMipHoi Survival-rpu «Feral Island» na 6a3i
Unreal Engine 5. IIpoBeneno anami3 punkoBux ananoriB (The Forest, Ark: Survival
Evolved), BusiBieHo iXHi T€XHIUHI HEIOJIIKU B ONITUMI3aIlli, cCucTeMax Oy/iBHUIITBA Ta
MOBE/IIHII IITYYHOTO 1HTCJICKTY.

CdopMynbOBaHO BUMOTH /0 MPOEKTY Ta oOrpyHTOBaHO BUOip pymuis UES 3
texHosorisiMu Nanite i1 Lumen. Jloriky rpu peasiizoBaHO 3a JOINOMOTOI0 CHCTEMH
BI3yaJIbHOTO CKpUNTUHTY Blueprints, a mpoekTyBaHHS TeWMIUICI0 BHKOHAHO 32
METOA0JI0TIYHOI0 Mojeio MDA.

CHpoekTOBaHO apXITEKTypy IrpOBUX CHCTEM Ta 1HTepdelc KopucTyBada
(HUD). PeanizoBano MOyt ®KUTTEAISIIBHOCTI IEpcOHaXka (310pOB's, TOJ0, cIpara,
BUTPUBAIIICTh), CHCTEMY 1HBEHTApPIO i KpaTy, a TAKOXK IUITYYHUU 1HTEIEKT BOPOTIB HA
0a3i ckinuenHux aBromartiB (FSM) it matpynroBaHHS Ta aTakw.

[IpoBeneHo TecTyBaHHS MEXaHIK, OIiHEHO cTaOuUIbHICT, FPS Ta croxuBanHs
CUCTEMHUX pecypciB. OTpuMaHo mpare3natiuii npototun 3D-rpu, mpuaaTHuil AJis

MOJAJIBIIIOTO MAacIITa0yBaHHS /IO TIOBHOIIIHHOTO KOMEPITIHHOTO MTPOEKTY.


http://tstu.edu.ua/?l=uk&p=structure/faculties/fis

ANNOTATION

Development of a computer game on the Unreal Engine 5 game engine. —
Bachelor's Qualification Thesis. Valovyi Vadym Andriiovych. Ternopil Ivan Puluj
National Technical University, Faculty of Computer and Information Systems and
Software Engineering, Department of Computer Science, Group SNs-41. Ternopil,

2026. Thesis volume: [71] pages, [35] figures, [15] tables, [2] appendices, [42] sources.

Keywords: Unreal Engine 5, Survival, artificial intelligence, blueprints, Finite

State Machine (FSM), game design, MDA framework, crafting, optimization..

The thesis is devoted to the development of a 3D survival game "Feral Island"
based on Unreal Engine 5. A technical analysis of market analogs (The Forest, Ark:
Survival Evolved) was conducted, identifying issues in performance, construction, and
Al behavior.

Project requirements were formulated, justifying the choice of UE5 with Nanite
and Lumen technologies. Game logic was implemented via the Blueprints visual
scripting system, and gameplay was designed using the MDA framework.

The system architecture and user interface (HUD) were developed. Core
modules include character survival metrics (health, hunger, thirst, stamina), an
inventory and crafting system, and enemy Al based on Finite State Machines (FSM)
for patrolling and attacking.

Functional testing was performed, evaluating FPS stability and hardware
resource consumption. A working 3D game prototype was delivered, suitable for

further scaling into a commercial project.



IHEPEJIIK CKOPOYEHDb

Al (aur. Artificial Intelligence) — mtyunuii iHTEIIEKT.

BP (aurn. Blueprint) — cucreMa Bi3yajbHOIO CKPUITHHTY (IIpOrpaMyBaHHS) B
irpoBomy pymrii Unreal Engine.

CPU (anra. Central Processing Unit) — nenrpansuuii mponecop (LIIT).

HUD (amrn. Heads-Up Display) — wgactmra rpadiunoro inTepdeiicy
KOpHCTYyBaya, 0 BifoOpakae MOTOYHI MOKA3HUKH TPABIIS MiJl Yac reiMILIEIO.

Ul (aura. User Interface) — intepdetic kopuctyBaua (rpadiuna 00010HKa TPH).

UES (anrn. Unreal Engine 5) — GararorardopMHuii irpoBUil pymiii m'saToro
HIOKOJTIHHS po3po0Ku kommaHii Epic Games.

O3I1 (amrn. Random Access Memory) — omnepaTHBHHIA 3araM’sITOBYBaIbHUI
NPUCTPIA, TPU3HAYEHUH JIJI1 THMYACOBOIO 30€piraHHs JaHUX 1 KOMaH[l, HEOOX1THUX

MPOLIECOPY JUTsl BAKOHAHHS OTepalliil y TOTOYHUIT MOMEHT 4acy.
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BCTYII

AxtyanpHicTh TeMu. CyyacHa I1HIYCTpis KOMM'IOTEPHUX IrOp € OJHUM 13
HaWOUIBII TUHAMIYHUX CEKTOPIB IU(POBOI €KOHOMIKH Ta KOMITIOTEPHUX HAYK, IO
CTHUMYJIIOE PO3BUTOK TEXHOJIOT1H TPUBUMIPHOTO MOJICIIOBAHHS, IITY4YHOTO 1HTEJIEKTY
Ta ontuMizamii oouncienn[12]. Cepen pi3HOMAHITTS KaHPIB OCOOIUBY MMOMYJISAPHICTD
yTPUMYIOTh ITpU B CTWII BIKHMBaHHA (Survival), siki BUMararmoTh BiJ pO3pOOHHKIB
CTBOPEHHS CKJIAJHUX, B3a€MOMNOB'SI3aHUX CHUCTEM: JMHAMIYHOI 3MIHU CTaHy
MEePCOHAXKa, MEHEHKMEHTY pecypciB, MpOLEAypHOi TeHepamii abo aerasizaiii
OTOYEHHS, @ TAKOK aJalITUBHOI IOBE/IIHKU BOPOTIB.

Buxin irposoro pymrist Unreal Engine 5 (UES) 3niiicHUB TeXHOJIOTTYHUI TPOPUB
3aBJSKMA 1HTErpaunii CUCTEM BIPTyalli30BaHOi reoMerpii Nanite Ta JMHAMIYHOIO
riodampHOro  ocBiTieHHs Lumen[21]. Ile 103BOMMIO  CTBOpPIOBAaTH  irpH
KiHeMaTorpadiyHOi SKOCTI HaBITh HEBEJIWKHMM KOMaHJaM 4Yd 1HAWBIIYyaJbHUM
po3pooHukam. [Ipore, peamizaiiss KOMIUIEKCHUX TIeWMIUIEMHUX MEXaHIK Ta
3a0e3MedeHHs] BUCOKOI TmpoayktuBHocTi Ha ©6a3i UES motpebye uyiTkoro
apXITEKTYpHOTO  TPOEKTYBaHHS, e€()EKTUBHOTO BUKOPUCTAHHS 1HCTPYMEHTIB
BI3yaJIbHOTO CKpunTUHry Blueprints Ta MaTeMaTHYHOrO MOJETIOBaHHS CUCTEM
MTY4YHOTO 1HTEeNeKTy. HeoOXiIHICTh po3B'si3aHHs 1HXKEHEPHUX 3aJ]lay ONTHUMI3allii Ta
noOyZJOBU THYYKOI JIOTIKHM ITPOBHX CUCTEM Y KaHpl Survival BU3Haya€e aKTyaJbHICTb
TeMHU KBaniQikaiitHoi podoTu

Merta pob6otu — po3poOka TPUBUMIPHOT KOMIT IOTEPHOI I'PH Y KaHP1 BI>KUBAHHS
nig pobouoro Hazpow «Feral Island» nHa 6a3i irpoBoro pymrisi Unreal Engine 5 13
peaizalli€lo MexaHiK KUTTEAISUTBHOCTI TIEPCOHAXKA, 1HBEHTapIo, KpadTy pecypciB Ta
HITYYHOTO 1HTEJNEKTY CYNPOTUBHUKIB.

JI71s1 AOCSITHEHHS! TTOCTaBJICHOI METH HEOOX1/THO BUPIIIUTH TaKl 3aBIaHHS:

— IlpoananizyBaTu cTaH 1HIYCTpii BIJEOIrOp y 3aJaHOMY >KaHpPl Ta TEXHIUHI
0COOJIMBOCTI 1IrOp-aHaJIOT1B.

— OOrpyHTyBatT BHUOIp I1HCTPYMEHTapit0 pO3pOoOKHM Ta TMpoaHaTi3yBaTH

nepesaru apxitekrypu Unreal Engine 5.
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— CHpoeKTyBaTH KOHIICTIIIIO TPOEKTY Ta B3a€EMOII0 ITPOBUX CHUCTEM 3a
JOTIOMOTOI0  TeMam3aitHepcbkoi  momeni MDA (Mechanics, Dynamics,
Aesthetics)[14].

— Po3pobutu apxiTekTypy NpOrpaMHHMX MOJYJIB TPU Ta CIPOEKTYBATH
rpadiunuii inTepdeiic kopuctysaua (HUD).

— PeanizyBaTu anropuTMH MOBEIIHKH IITYy4yHOTo iHTeNekTy (Al) BOpoxux
TIEPCOHAXKIB HA OCHOBI CKiHUeHHHNX aBTOMaTiB (FSM).

— IlpoBectn (QyHKIIOHATbHE TECTYBaHHS MPOTOTHIY TPH Ta OLIHUTU
cTabUIbHICTh MOKa3HUKIB TporyKTuBHOCTI (FPS, Bukopuctanns O3I1 1 LIIT).

OO0’€eKT DOCIIKEHHS — MPOLEC PO3POOKH TPUBUMIPHUX KOMIT IOTEPHUX 1TOp Y
*aHpi Survival,

[IpeameT qoCHIKEHHS! — TEXHOJIOT1], IHCTPYMEHTH Ta METOAM ITPOBOIO PYIIis
Unreal Engine 5 mis MonenroBaHHS TEUMIUIGWHUX MEXaHIK, CHCTEM INTYYHOTO
IHTEJIEKTY Ta ONTUMI3aIlii rpadiku.

Metoau nociimkeHHs. Y poO0Ti BUKOPUCTAHO METOJI CUCTEMHOI'O aHaMI3y IS
JOCIIIJIKEHHSI ICHYIOUMX aHaJIOTiB; Teimauzaiinepcbke MozemtoBanHs (MDA) s
dbopMyBaHHS ITPOBOTO JOCBITY; 00'€KTHO-OPIEHTOBAHE NMPOEKTYBAHHS Ta Bi3yallbHE
nporpamyBanHs (Blueprints) mis peamizarii mporpaMHO1 JOTIKH; TEOPIF0 CKIHUCHHUX
aBromatiB (FSM) nns po3po6ku IIII; emmipuuni MeTonu TECTyBaHHS IJisi aHAJI3y
POYKTUBHOCTI.

[IpakTuHe 3HAYeHHA OTPUMaHMX pe3ynbTariB. [lojsirae y CTBOpeHHI
npare3aTHOT0, ONTUMI30BAaHOIO MPOTOTUIY TpuBMMIpHOI Tpu «Feral Islandy 3
IHTErpOBaHUMHU 0a30BUMH CHCTEMAMM >KUTTENISIBLHOCTI, iHBeHTapto Ta Al. Otpumani
MporpaMHi Ta apXITEKTYpHI PIIIEHHS MOXYTh CIYTYBaTH OCHOBOIO JUISI PO3POOKHU
MOBHOIIHHUX KOMEPIIIHHUX 1H/I1-MPOEKTIB 200 K TEXHOJIOT1YHA 0a3a JJIsl MOJaIbIINX

JTOCIIKEeHB y cdepi reiiMeBy.
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PO3JILI 1. AHAJII3 TPEJMETHOI OBJIACTI TA TEUMJIU3AHUHY

1.1 Amnamiz cy4yacHOro PHMHKY irop 'y G:KaHpi BWKHBaHHS.

CydacHUi PUHOK TPUBHMIPHUX I1HTEPAaKTUBHHUX 3aCTOCYHKIB JE€MOHCTPYE
CTIMKY TCHJCHIIIO O TOIMyJspH3alii irop y skaHpi BwkuBaHHA[9] . 3 iHKeHepHOI
TOYKH 30PYy apXiTeKTypa MPOrpaMHOro 3a0e3MedYeHHs MPOEKTIB ITHOTO JKAHPY €
CKJIaIHOI0 6araTopiBHEBOIO CUCTEMOIO, SIKa (DYHKIIIOHY€E B PEKUMI PEATbHOTO Yacy.

KitouoBot0 0COONMBICTIO TakKUX CHCTEM € HEOOXIIHICTh Oe3nepepBHOTO
MOJICTIIOBaHHSI B3a€MOJIi TpaBIsl 3 JIWHAMIYHUM arpeCUBHUM CEPEIOBHUINEM 32
JIOTIOMOTOI0 B3a€MOIIOB'SI3aHUX MIJACUCTEM: KIHIIEBUX aBTOMATIB CTaHy IE€PCOHAaXka,
PEJSILIHUX CTPYKTYp [JAaHHUX IHBEHTAapo, aJIFOPUTMIB IPOCTOPOBOIO PO3PAXYHKY
KOJI131# 11 yac OyAIBHULITBA Ta CUCTEM MPUIHATTSA pimieHb Al.

OcHoBy irpoBoro mpoiecy y xaHpi Survival Mo)kHa omucaTH y BHIJISAIL
3aMKHEHOTO LUKITY: «301p 0a30BHX PECypCiB ,MOHITOPHUHT Ta MIATPUMAHHS BITaIbHUX
NOKAa3HUKIB, MPOTHIS 3arpo3aM CepeloBUINA, KpadT CIOPSIKEHHS Ta 3BEACHHSA
dbopTudikaii, OTpUMaHHS JOCTYITY A0 CKIQIHIIITNUX TEXHOJOT1H.

Jlis  TpoeKTyBaHHS ONTHUMAJIBHOI apXITEKTypd BIACHOTO MPOTPAMHOTO
MPOIYKTY — TPUBUMIPHOT BIJICOTPU TIPO BMXKUBAHHS HA OCTPOBI — HEOOX1THO MTPOBECTH
CUCTEMHHI aHaJi3 HAasBHUX KOMepuiiHuX aHajoriB[1l]. Ormsag 103BONHMTH BHUSBHTH
iXHI apxXITEeKTypHI IepeBaru, MporpamMHi OOMexeHHs Ta chOpMyBaTH TNEpeliK
GyHKIIOHATEHUX BUMOT JI0 PO3POOIIOBAHOI CHCTEMHU.

32 OCHOBHUMU TEXHIYHUMH Ta FreUMILIEHHUMHU KpUTEPisIMU OyII0 Bi1IOpaHO TpH

HaKOLIBII peieBaHTHI KoMepiiiiHi mpoekTr: The Forest ta Ark: Survival Evolved .
1.1.1 Anadi3 Bizeorpu The Forest.
[TpoexT The Forest € ki1acuuruM nipecTaBHUKOM *x)aHpy survival-horror, ne mis

PO3TOPTAETHCS Y BIAKPUTOMY 130JIbOBAHOMY cepenoBuIl . ['pa peanizoBana Ha 0asi

irpoBoro pymis Unity[34].



11

— Cuctema xuTTENISUIBHOCTI: [IporpamMHuii MOAYJb BIJICTEXKYE JEKiIbKa
KJIIOYOBHX MapaMeTpiB MEPCOHA)ka: 3/0pOB'A, €HEPrilo , PiBEHb I'OJOIY Ta CIpPary.
Po3paxyHOK MOKa3HUKIB BUKOHYETHCS IEKPEMEHTHUMHU aJITOPUTMAMHU, IO 3aJ1€XKATh
B1JI1 IrpOBOTO Yacy Ta (13uIHOT aKTUBHOCTI .

— Mexanika OyxaiBHuITBa: PeanizoBaHO HamiBaBTOMAaTUYHY CHCTEMY
PO3MIILIEHH MOJYJIbHUX 00'eKTiB. [IporpamMa BHKOPHCTOBYE Tak 3BaHl «IIPUMApPU»
(blueprints 00'eKTiB 13 HaAMIBIPO30pPUMH MaTepialaMH), SKi TPaBeIb PO3MIIIYE Y
npoctopi. Ilicas ¢ikcarii mo3uiii CTBOPIOEThCS MycTa CYTHICTh-KOHTEWHEp, SKa
noTpedye 3amoBHEHHS HEOOXITHUMHU pecypcaMu 3 IHBEHTapr0 KOpHCTyBaua IS
(1HanpHOT 1HILIAJ13a1l1i TPUBUMIPHOI CITKH.

— Mopnens Al: Al BoporiB noOyaoBaHM Ha CKIAIHUX AepeBaxX MOBEAIHKHY 3
eJeMEeHTaMH HeviTKoi JIoTiku. Bopoxxi NPC 3aaTH1 OI[iHIOBaTH YMCENBHICTh IPABIIB,
PIBEHb CBOE€I 3arpo3u, BUSBISITU CTpaxX, BIACTYNAaTH a00 BUKIIMKATH MiAKPIIUICHHS.

— ApxitexktypHi  Hemodiku:  [IpoekT  cTpaxknmae Big  0OMEXEHb
OJTHOTIOTOKOBOI 00poOKHM ¢izuku pymrist Unity paHHIX Bepciid, M0 HMPU3BOAMUTH 0
MaJIHHS YacTOTH KaJipiB3a HAsSBHOCTI BEIMKOI KUIBKOCTI 3BEJACHUX OyI1BEIbHUX
00'€KTIB Y 30HI BUJUMOCTI Yepe3 CKIIAJHUN MPOpPaxyHOK OOUYMCIICHHS NMHAMIYHHX

KOJTI31H.

1.1.2 Ananxi3 Bizeorpu Ark: Survival Evolved.

[Tpoext Ark: Survival Evolved e wmacmTabHOIO 0araTOKOpHUCTYBAIbKOIO
survival-cucremoro, po3pobiieHor0 Ha MoaudikoBaHiii Bepcii pymris Unreal Engine 4..

— CucreMa >KUTTEAISUTBHOCTI: MICTUTh pO3MIMpEeHUA Habip MmapaMeTpis,
BKJIIOUAIOYN TEeMIIepaTypy Tijia, OTNIyIIEHHS, Bary iHBEHTapl0 Ta MIKpPOHYTPHECHTH.
[lepeBaHTa)keHHsI 1HBEHTApIO0 O€3MOCEPEIHBO BIUIMBAE HA IIBUAKICTH MEPEMIIICHHS
NepCOoHaXka Yepe3 JiHiMHI MareMaThuHi Koedimientu[35] peHaepHHry CKIaJIHUX
TPUBUMIPHUX CLIEH BUKOPUCTOBYIOTHCS 0a30B1 aIrOPUTMH KOMI'TOTEPHOI rpadiki.

— Mexanika OyIIBHHIITBA: 3aCTOCOBAHO CHUCTEMY KOPCTKOi TMPHUB'SI3KH 10

IPOCTOPOBOI CITKM 3a JOMOMOIOI0 COKETiB. byiBenbHI eneMeHTH ((pyHIaMeHTH,
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CTIHM, J1aXxy) MICTATh CHEIllajdbHI KOOPJWHATHI TOYKM KoOi3id. [lpm HaOmmkeHHi
HOBOTO €JIEMEHTa aJITOPUTM aBTOMATHYHO MPUTATYE HOTO 10 HAWOIMKIOTO BIILHOTO
COKEeTa ICHYIY01 KOHCTPYKIIIi.

— Mopgens Al Al paynu (muHO3aBpiB) BUKOPHUCTOBYE KIHIIEBI aBTOMAaTH Ta
MIPOCTIITY JIOTIKY arpecii, mpuB's3aHy 0 pajiyca BUSBICHHs 00'ekTa. Bopoxi cyTHOCTI
JIATHCS Ha KJIACH: TPaBOiAHI (BTIKAIOTh MPH IOIIKOHKEHHI) Ta XHWXKaKU (aTaKylOTh
IpU BXOJKEHHI IpaBls B 30HY BuaumocTti). Ilicms cmepti Al-cyTHOCTi i 00'ekT
JECTPYKTYPHU3YETHCS, @ Ha IOT0 MICIIi TeHEPYETHCSI KOHTEHHED 13 pecypcaMu TaKuX K
HIKipa, M'sico.

— ApxiTexktypHi Henomiku: Hu3bkuil piBeHb oONTUMIZAlli KOAY, 3HAYHI
BUTpPATH ONEPATHUBHOI TMaM'aTi Ha 30€peKeHHs CTaHIB CBITY, TpPUBAJIUNA Yac

3aBaHTAXCHHS Yepe3 HEONTUMAalbHY CTPYKTYpy IIaKyBaHHS IrpOBUX apXiBIB.

1.2 MopiBHANBLHUI aHAJI3 irpoBUX pywIiiB Ajis po3podku 3D-irop

[IpoexkTyBaHHs Ta mporpaMHa peaiizalis Cy4yaCHOro TPUBHMIPHOTO IrPOBOIO
3aCTOCYHKY y KaHpi BHKUBAaHHS BUCYBa€ KPUTHYHI BHUMOTH JO0 BHOOpPY 0a30BOro
IPOrpaMHOro Kapkaca — IrpoBoro pyurisi. ITpoekT Takoro Tumy XapakTepu3yeTbes
BHUCOKOIO IIIJTBHICTIO OOYMCITIOBAIIBHUX OTEpallii, ki BUKOHYIOTHCS MMapajeibHO B
peaJbHOMY 4Yaci: po3paxyHOK JAMHAMIYHHUX KOJI31H MPU MOAYJbHOMY OYIBHHUIITBI,
oOpoOKa CTaHIB KIHIIEBOTO aBTOMaTa IepCOHaXa, TpPacyBaHHS MPOMEHIB MJis
HiCUCTEMU IITYYHOTO I1HTEJIEKTY BOPOXKHUX CYTHOCTEH , a TakKoX IOTOKOBE
3aBaHTaXEHHS T€OMETPIi Ta TEKCTYP BIIKPUTOTO TPUBUMIPHOTO MPOCTOPY.

VY Mexax IoCHiKeHHs OyJ0 pO3TJISHYTO TPU MOTEHIIIHI 1HCTPyMEHTAJbHI
wiatdopmu: Godot Engine, Unity Ta Unreal Engine 5 (UE5).

— Godot Engine € merkoBaruM pilieHHSIM 13 BIAKPUTUM CHPIICBHUM KOJIOM,
npotre Horo rpadiuyHUN KOHBEEp Ta TMiAcMcTeMa OOpPOOKH BEIMKUX BIAKPUTHX
MPOCTOPIB HE BOJIOAIIOTH JOCTATHIM PIBHEM OMNTHMI3allii IS BUCOKOHABAHTAXKEHUX

3D-npoekTiB 13 GOTOpEATICTUIHOIO TPAdiIKOI0.
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— Unity npomnoHye THY4YKy KOMIIOHEHTHY apXITEKTypy, aje peaji3alis
ckiaaaHuxX TpadpiyHux edekTiB Ta 0o0poOKka MAaCHBHHUX TPUBHMIPHUX CIIEH BHUMAarae
rIMOO0KOI PyYHOI ONTUMI3AIlIT Yepe3 HallMCaHHI KOPUCTYBAIIbKMX MEHEKEPIB IaM’sTi
Ta HaJIAlITyBaHHS KOHBEEPIB PEHACPUHTY , 1110 3HAYHO 301JIBIITY€E TEPMIHU PO3POOKH.
Ha ocHOBI KpuTepiiB apXiTeKTypHOI 3pLIOCTi, HATUBHOCTI 1HCTPYMEHTIB
OINTHMI3aIlii Ta TEXHOJIOTTYHOTO CTeKa JIJIs pO3pOOKHU mpoToTHIry Oyio oopano Unreal
Engine 5. Hmxde HaBeJeHO PO3TOPHYTE iHKEHEPHO-TEXHIYHE OOTPYHTYBAHHS IIHOTO

BUOOPY Yepe3 aHalli3 KIOYOBUX IMICUCTEM PYIIIisl.

1.2.1 TexHoJioris BipTyaJjizoBanoi reometpii Nanite

OnHuM 13 TOJOBHUX apXITEKTYPHHUX BUKIIMKIB MiJ 4ac PO3POOKU TPUBUMIPHOL
TpM TpO BIKMBAaHHA HAa OCTPOBI € ONTUMI3alld BIOOOpaKeHHS O00'€KTIB
HABKOJIMITHBOTO CEPEJOBHUINA TaKOro SK TycTa pPOCIUHHICTh, JIepeBa, CKeli,
BHCOKOJIeTai30BaHa Mojeiab Turpa[20]. YV TpagumiiiHux pymisx uis  IOro
BUKOPHCTOBYETHCSI pydHe a00 HamiBaBTOMaTHYHE CTBOPEHHS PIiBHIB JieTati3allii, 1o
MPU3BOJUTH JI0 BUTPAT YaCy Ta Pi3KUX Bi3yaJbHUX MEPECKOKIB MPU 3MiHI AUCTAHIIIT
xkamepu[20].

BrpoBamkena B UES mimcucrema Nanite kapamHalbHO 3MIHIOE KOHBEEP
00poOKU reoMeTpii:

— Kunacrepuzaniss TpukyTtHHKiB: Ha erami iMOOpPTY TPUBHUMIpPHI CITKH
aHAJTI3yIOThCS Ta PO30MBAIOTHCA Ha i€papXiyuHi KiacTepu TpUKyTHUKIB[20].

— Jlunamiunuii Bubip neramizaii: Ilix yac penaepunry GPU 3a nmomnomororo
OOYHMCITIOBANILHUX IICHIEPIB OIIHIOE PO3MIpP KJIacTepa Ha €KpaHi i y peaqbHOMY 4aci
CTPIMUTH JIUIIE TOW PIBEHb JeTalizallli, sSKud BiAMOBiAae po3Mipy mikcens. Lle
MIHIMI3Y€ KIJTbKICTh HAAJTUIIKOBUX TMOJITOHIB .

— IIporpamua pacrepu3arrisi:Ha mikpopiBHi Nanite BAKOPHCTOBY€E HAIIITBUIKY
IporpaMHy pacTepu3allito, sSKa Mpalloe B pa3y MIBUAIIC 32 CTAHJAPTHUN armapaTHUHA
koHBeep ¢ikcoBanux PpyHkiit GPU, moBHICTIO HIBETIOIOUN 0OMEKEHHS 32 KUTBKICTIO

HOJIITOHIB y CLIEHI.
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Ile mo3BoJIsSIE IHTETPYBATH BUCOKOIIOIITOHANIBHI aceTu 0e3 pu3uky najinas FPS

Ta 6e3 HeoOXiTHOCTI py4HOi onTuMizamii LOD-iB.

1.2.2 IlincucteMa aUMHAMIYHOIO TIJ00AJLHOr0 ocBiTiieHHs Lumen

Jliis peanizaliii HOBHOIIIHHOTO 3aHYpEHHs y SUrvival-irpax KpuTHYHO BasKJIMBOIO
€ JWHaMIYyHa 3MiHa dYacy J00u. Y pyUIisX MOnepeaHix MOKOJIIHb pPeaTiCTHYHE
OCBITJICHHS  JOCSTAJOCS IIUIIXOM 3aliKaHHS CTaTHYHMX KapT CBITIa IO
YHEMOKJIMBIIIOBAJIO iX 3MIHY B PeaJIbHOMY 4Yaci Ta BUMAarajo TiraHTChKUX OOCATIB B
VRAM.

Texnomnorig Lumen B UES € moBHICTIO AMHAMIYHUM PIIIEHHSM JJI PO3PaXyHKY
r7100aTBbHOTO OCBITIICHHS Ta J3epKajIbHUX BimoOpakeHb[21] :

— T'i6punHe TpacyBaHHS TpoMEHiB: LUmen koMOiHye mporpaMHe TpacyBaHHS
MPOMEHIB MO MOJSAX MIAMMCAHUX BIJICTAHEW 13 amapaTHUM TPACYBAHHIM TaKUM SIK
Hardware Ray Tracing, sikio #oro miaTpuMye BigeoKapTa.

— Boxcemnizamis cuenu: Pymniii aBToMaTUYHO T€HEpYye CIPOIEHE BOKCEIbHE
MIPE/ICTABIICHHS] HABKOJIMIIIHBOTO CEPEJOBUINA B Pa/ilyCl HABKOJIO KaMepH rpaslid, 3a
paxyHOK 4Oro OOYHMCIIEHHS BTOPUHHOIO BiAOWUTTA CBITJIA ,HANpPUKIAJ], BIJOUTTA
COHSIYHOTO CBITJIa BiJ MICKy Ha CTIHM 30yJ0BaHOrO TpaBlEM JEpPEB'SHOTO
OyJIMHKY,BII0YBA€THCSI 3 MIHIMAJbHUM HABaHTAXEHHSM Ha OOUYHMCIIOBAJIbHI OJIOKH
GPU.

Ile mo3BoJisie po3poOUTH peaTiCTUYHY CUCTEMY OCBITJIICHHS OCTPOBA 3 MOBHOIO
MIITPUMKOIO JIMHAMIYHUX JDKEpENl CBITIA COHIE, Micsllb, ¢akenu, Oararts 0e3

HaAKJIQJJHUX BUTPAT HA TIepeaUacHi 0OUUCICHHS.

1.2.3 Cucrema Bizyaansnoro nporpamysannsi Blueprints Visual Scripting

Apxitektypa Unreal Engine 5 6a3yeTbcst Ha 00'€KTHO-OPIEHTOBAHOMY iAXOII 3

BUKOpHUCTaHHAM MOBU C++ Ta cuctemu BizyanbHoro ckpuntunry BP. Cucrema BP y
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UES He € npocToro Haa0ya0BOIO, a 1HTErpOBaHA Y BHYTPIIIHIO cUCTeMy pediekcii
pymrisi[23].

— OO0'exTHa MoJeb Ta criaikyBaHHS: KojkeH irpoBuii 00'€KT € TOX1THUM Bij
6azoBoro kiacy AActor. Ha ocHOBI akTOpIB CTBOPIOIOTHCS CIIEIliali30BaHl CyTHOCTI,
taki sk ACharacter ra AGameModeBase[32] . Ciiankysanns B BP 103Bos1s1€ cTBOpUTH
0a3oBuii ki1ac pecypcy BP_BaseResource, Bif sikoro ycnaakoByroThes kiacu BP_Tree
g BP_Rock, nepeBrn3nauarouu Jmiine MacuB TreHEPOBAHOTO JYTY.

— IIpoayKTUBHICTH BIpTyanbHOI MAIIMHU: BIIONPUHTH KOMIIUTIOIOTHCS Y
0alT-KOJI, SIKUW BUKOHYETHCS CHEI1aII30BaHOI0 BIPTYaJbHOIO MAIIMHOK pymis. J{is
BHCOKOHABAHTAXKEHOI MAaTEMaTUKU ,HANPUKIIAJ, LUUKIIB MEPEBIPKA THCSIY OO'€KTIB,
Kpanie BUKOpucToByBaTH C++, MpoTe JUisi BUCOKOPIBHEBOI IrPOBOI JIOTIKK HAIIOTO
NpOoEKTy ,3MiHa Toka3sHukiB HUD, MeHemxkMeHT i1HBeHTapio 3a moxaismMu Event,
TpacyBaHHS JJis1 OyJIBHHUIITBA, MPOJAYKTUBHOCTI cucteM BP € OublI HIX TOCTaTHBO.
[le 3a0e3nedye BHUCOKY MIBUAKICTb PO3POOKH Ta THYUYKICTh HAJAro/KCHHs uepes
Bi3yaJbHE BIJICTE)KCHHSI TOTOKY BHUKOHAaHHS JaHUX. MiHIMI3allisl BUKOPUCTAHHS
IIOKaJPOBUX OOYMCIIEHh Ha KOPHUCTH IOJ1€BO-OPIEHTOBAHUX (YHKIIN 03BOJISE
MOBHICTIO JIIKBIAYBAaTH HAKJIaJIHI BUTPATH HA IHTEPIPETAIil0 OAlT-KOIy Ta 30€perTu
BHUCOKY YaCTOTY KaJIpiB.

Orxe, irpoBuii pymiit UES Bomozie HaiO1IbIn 30a1aHCOBAHUM, TEXHOJIOTTIHO
BUMEPEKAIOYUM Ta apXITEKTypHO IIJIICHUM I1HCTPYMEHTApieEM JiS PO3POOKH
TPUBHMIPHOI BIiZICOTpU y >kKaHpi BrkuBaHHsi. Bukopucranas Nanite, Lumen ta
cucremu Blueprints mo3Bosise HiBearOBaTH OLIBIIICTh APXITEKTYPHUX TMOMHIIOK Ta
ONTHUMI3alIMHUX OOMEKEHb, BHSBJICHUX I/l Yac aHali3y PUHKOBUX AHAJIOTIB Y

I IPO3ILII.

1.3 KonuenrtyajbHe NPOEKTYBAHHSI Ta PO3po0Ka reimMau3aiiH-10KyMeHTa

irpoBoi cucremu

VY mporpamHiii 1H)XEHEpii 1HTEPAKTUBHUX JOJNATKIB TeWMIU3aiH-TOKYMEHT

BUKOHYE€ POJIb PO3IMIUPEHOT0 TEXHIYHOTO 3aBaHHs Ta crienudikaiii GyHKITIOHATBHUX
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BUMOT JI0 MPOrpamMHOTO KoMIuUiekcy. BiH (ikcye apXiTeKTypHI pamMKu, IpaBuiia
(GYHKIIIOHYBaHHSI ITPOBOi JIOTIKH, CTPYKTYpH MJaHUX Ta QJITOPUTMH B3aEMOJIl
KOpHCTyBaua 3 BIpTyaJdbHUM cepenoBuiieM. Po3poOka xkonnernmii ta ['JIJ] €
00OOB'SI3KOBUM €TaIloM MEpeaIHKEHEPHOTO aHali3y, 0 J03BOJsI€ (opMali3yBaTH
BUMOTH JI0 MalOYTHIX KJaciB, 00'exTiB Ta migcucteM pymris UES.

VY Mexax 1pOro MPOEKTY pO3poOJIsiE€ThCS TPUBUMIpPHA Bifeorpa 3 podo4oro
Ha3zBoto «Feral Island». KonuenrtyanbHe mNpoekTyBaHHS CHCTEMH Oa3yeTbCs Ha
meTojosioriuHiit Mmogemi MDA, Mechanics, Dynamics, Aesthetics[14] — mexaHikw,
JTUHAMIKa, €CTeTHKa, IO JO03BOJISE YITKO PO3IUIUTH IPOTPAMHI aJITOPUTMHU Bij

€MOIIMHOTO I0CBIAY KOPUCTYyBaya.

1.3.1 BucokopiBHeBa KOHLIENLisl MPOEKTY

— XXanp: TpuBuMIpHMI CHUMYJISATOpP BW)XMBAHHS BiJ THepuIoi ocodu 3
eJieMeHTaMH OyA1BHULITBA Ta PO3TATY>KEHUM IITYYHUM 1HTEJIEKTOM €KOCHCTEMH.

— Ilnardopma: ITK mig kepyBanasm OC Windows.

— IlinboBa aBnutopis: KopuctyBaui, skl BiJJIalOTh TEpeBary CKIAIHUM
TEXHIYHUM MEXaHIKaM MEHEIXKMEHTY pPecypciB Ta JUHAMIYHOMY MPOTHUCTOSHHIO 3
arpecuBHUM Al.

— CeruHr: [30b0BaHUN TPOIMIYHUNA OCTPIB 13 BUPAKEHOIO BEPTUKAIBHICTIO
JaHAmadTy, AMHAMIYHOIO 3MIHOKO IOTOJHMX YMOB Ta 4Yacy J00M, 3aceleHHi

BOPOXKUMU (DayHICTUIHUMU CYTHOCTSAMH.

1.3.2 ®dopmadizanisi 6a30Boro irpoBoro HUKJIy

MareMaTnyHO Ta JOrIYHO (DYHKIIIOHYBAaHHS PO3POOIIOBAHOIO MPOTrPaMHOIro
3a0€3MeUYeHHs] OMUCYEThCS 3aMKHEHUM OpIEHTOBAHWUM TpadoM CTaHIB KOPUCTyBaya,
AKul popMye 0a3oBHil iIrpoBHil LukiI. Monaenb 6a30BOro MMUKIY CUCTEMHU MOJAHO HA
pucynky 1.1. HaBenena cxema aetaiidye LHMKIIUHY MOCIIIOBHICTh AiM IpaBLs, IO

0a3yeThCst Ha MOCTIHHOMY 300pi pecypciB, CTBOPEHHI 3ac001B BUKMUBAHHS Ta TIPOTUIIT
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3arpo3am 30BHIIIHBOTO cepeoBuia. Omuc MUX NEePEXo/IiB y BUTJIAI OPIEHTOBAHOTO

rpada 103BoJIsiE€ THYYKO MacIITadyBaTH irPOBY JIOTIKY MU J0JaBaHHI HOBUX MEXaHIK

a00 yCKJIaJIHCHH1 TTOBEIIHKHU IITYYHOTO 1HTECJICKTY.

1. AOCNPKEHHA
MNPOCTORY (Exploration)
= MNepemiwes+A no Maviesh-
ot
= CrpimiHr kosipox World
Partition
= Pexnepaur reomeTpii Manite

BHREREHHA pECYPCIE

2. 3BIP PECYPCIB (Extraction)
= Tpacyeak=A npomese (Line
Trace)
= DecToywuiA CTaTHUHIL MELLEE
mwepen
- OHOSMEHHA MBCUEY CTRYETYD

FliemData

| s OHOBNEHHA MUTTEBOMO
HakonuuerHa matepianis
LMKAY FpW

|

2. KPAST TA BE¥YTIBHWLTEO
{Modification)
- Baninayis peysnTie y
Flayersiate
= PospaxyHoK Hopransi
{LineTraceForObjects)
= CnaeH axTopie Mogynie
ROHCTEYHLM

AKTHEALIR 3arposH /[
Arpecia LI

N\

4. MPOTHOIA 3ATPO3AM
{Combat / Al}
= DNUTYESHHA CEHCORIE
AlPerception TMrpa
» MEepemMHEaHHA CTaHIE
Behavior Tree LU
= OEspemeHT BiTams-us
noksakwkie FEM rpaeus

Pucynok 1.1 — Moaenb 6a30BOT0 UKITY CUCTEMU

bazoBwuii ITUKII CKIIaa€ThCs 3 YOTUPHOX MOCTITOBHUX (Da3 00pOOKH JTaHHX:

JlocniKeHHsI Ta CKaHyBaHHS MPOCTOPY: AKTOpP IpaBIsl MEPEMILITYETHCS O

NavMesh-citiii octpoBa, IHIIIIOIOYM PEeHACPUHT TeoMmeTpii Nanite Ta 3YHUTYIOUH

KOOPJIMHATH TOYOK CIIaBHY PECYPCIB.
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— Excrpakmis ganux : Bzaemonis 3 o0'ekramu kiaciB BP BaseResource
(mepeBa, KamiHHS), PYWHYBaHHS I1XHBOI Te€OMETpii Ta IHKPEMEHTHE JO0JaBaHHS
171eHTH(PIKaTOPIB MPEIMETIB IO TMHAMIYHOTO MacCHBY 1HBEHTapIO.

— Mogudikamis craniB: OOpoOka peuentiB kKpadTy uepe3 MNOPIBHIHHS
MacuBiB JaHUX. BUkiuk (yHKIIA MPOCTOPOBOTO TpacyBaHHA AJisi T€HEpallii HOBHX
CTaTUYHHUX 00'€KTIB .

— Ilpotuais 3arpo3am: OOpoOka mMmoaii KOMi3id MK akTOPOM TpaBLs Ta
aKTopoM BoOpokoro Al Turpa, po3paxyHOK JEKpEMEHTY 3/J0pOB'S MEpCOHaXKa Ta

aKTI/IBaI_[iSI KiHI_IeBOFO ABTOMATYy 3aXHCTY.

1.3.3 Cnenudikauisi pyHKIioHAJBLHUX HigCHUCTEM

3riIH0 3 KOHIIENTYyaJbHUM TPOEKTYBAaHHSAM, TPOTPAMHHMA  KOMILIEKC
MOJUIAETHCS HA YOTHPU aBTOHOMHI, ajie B3a€MOTIOB'SI3aHI MIJCUCTEMHU, JIOTIKA SIKUX
JnetanbHO onucyetbes B I'/1/].

[TimcucreMa MOHITOPUHTY BITAIBHUX MTOKAa3HUKIB!

KepyBaHHs cTaHOM TepcOHaXka peali3yeTbcsl Yepe3 KiHIEBUM aBTOMAT, KU
oIepye YOTUPhOMA HEMEPEPBHUMU YUCIOBUMH 3MiHHUMU TUly Float y aianazoni [0.0;
100.0]:

— Health — 6a3oBuii mapametp *xutTe3natHocti 00'ekra. [Ipu Health <= 0.0
BukuKaeTbcss mofis Event Death, mo 6nokye BBenmenns 3 PlayerController Ta
3aImyCKa€e eKpaH rnepe3aBaHTaKEHHS.

— Stamina — aunamiuanii pecype. Komm mpanopens ISSprinting mopisaroe
True, 3amycKaeThCs MOKAAPOBH AeKkpeMeHT ctaminu. [Ipu Stamina <= 0.0 mBuaKICTH
NepeMIIIeHHS ITYYHO 0OMEXYEThCS 10 0a30BOi.

— Hunger Ta Thirst — mapamerpu, 110 3MCHINYIOTHCS JIHIHHO 3 YacoM 3a
JIOTIOMOT'O0 TaliMEpiB.

Jloriynuii B3a€MO3B'A30K MapaMeTPiB BU3HAYAETHCS YMOBOIO: k1o Hunger ==
0.0 a6o Thirst == 0.0, cucrema iHiritoe uKIIYHUN BUKIHK GyHKIT ApplyDamage,

3MeHIyoun nokaznuk Health va 5.0 onunune 3a iHTepBan yacy t = 2.0cek.
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[TincucremMa MEHEKMEHTY 1HBEHTApIO Ta Kpadry:

B ocHOBI miacucteMu JE€KUTH 00'€KTHO-OPIEHTOBAaHA CTPYKTypa JaHUX
FltemData, sxa mictute Taki nosisi: ItemID (Integer), ItemName (Text), Itemlcon
(Texture2D), CurrentStack (Integer), MaxStack (Integer), ItemType (Enum).

— Jlorika monmaBanHs: I[lpu B3aemofii 3 JIpONOM BUKIMKAETHCA (DYyHKIIISA
AddItemTolnventory. ANroputM BUKOHYE€ ITepalliiHui mepedip MacHBY CTPYKTYP
1HBEHTap1o, rykatoun 30ir 3a [temID. fxmo 301r 3naiiaeno 1 CurrentStack< MaxStack,
BUKOHY€ETHCA MaTeMaTUYHE JI0JIaBaHHA. SIKIIO KOMIPKU 3aiHSTi, CTBOPIOETHCS HOBUM
€JIEMEHT MacHBY.

— Jlorika kpadrty: CTBOpPIOETHCS ABOBUMIPDHUN MAaCUB CTPYKTYpP-pELEITIB.
[Ipu Bukimuky komanau Craftltem migcucrema nepesipsie, 4u € cymMapHa KUIbKICTb
HasBHUX [temID y macuBi 1HBeHTapro OUIBIIOI a00 PIBHOKO BUMOraM pelenra. 3a
YMOBHU BaJIiIHOCTI, 1HIIIIIOETHCSL BIIHIMAHHS PECYPCIB Ta JOJaBaHHS PE3yJIbTYHOUOro
aKTopa.

[Tincucrema MOyJIBHOTO OY/IIBHUIITBA!

Mexanika 0a3yeTbCcs Ha JUHAMIYHOMY MPOCTOPOBOMY MOJICIIOBaHHI 3a
JIOTIOMOTOI0 MAaTEeMaTMYHOTO METOAY TpacyBaHHS IPOMEHIB Y TPUBUMIPHOMY
IpocTopi. 3a HATHCKAHHSM KJaBllIl BHUKJIHMKY OYJIBEJIbHOIO MEHIO I1HILIIOETHCS
TaiiMep, 1110 TPAIIOE 3 YACTOTOIO KaipiB Ta Bukimkae Gpynkiito LineTraceForObjects.

— Bxiani ganHi TpacyBanns: [loyaTkoBa TOUka — KOOpJUHATH KaMepH rpaBls
GetPlayerCameralocation, KiHIleBa TOYKa — BEKTOp HANPSAMKY MOIJISAY KaMepH,
MOMHO>KEHUI Ha cKaJsp BifcTani OyniBHUITBA 400 OUHUIIG.

— OO0pobxka 3itkHeHHs: [Ipu moBepHenHi ctTpykTypu HitResult amropurm
3YNUTY€ BEKTOpP HOpMaJi MOBEPXHI 3ITKHEHHS Ta MPOCTOPOBI koopauHatu. Ha ocHOBI
IIUX JTaHUX PO3PaXOBYETHCS MPOCTOPOBA MATPHII TpaHchopmallii I TAMYACOBOTO
HaIIBIPO30POro aKTOPa-MPEB'IO.

— Bamigaris ta cnaBH: Anroput™ nepeipsie koaiziro Capsule Overlap. ko
npeB't0-00'eKT He TnepeTuHae 3a0opoHeHi 30HM uu  Al-cyTHocTi, Marepian

3a0apBIIOETECA B 3eleHuid koumizep. [lpu HaTHCKaHHI JIIBOI KHONKHA MHIIMI
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BUKIHKaeThCs Homa SpawnActorOfClass, sika 3aminrye mpeB'to MOCTIHHUM CTaTUYHUM
00'exToM OyiBii i3 (hizuaHOIO Komiziero Triry BlockAll.

Po3pobienuii refiMau3aiH-TOKYMEHT Ta KOHIENTYyallbHI CXEMH B3aeMOJIl
M1JICUCTEM J03BOJISIIOTH EPEUTH BiJ] aOCTPAKTHOTO OMHUCY TPU A0 O€3MocepeHbOro
IH)KEHEPHOTO ~ MPOEKTYBAHHA  apXITEKTypu KIaciB, O0O0'€KTHHX 3B'SI3KIB  Ta
MaTeMaTUYHUX MoJeNied, W0 CKJIaJaTUMYyTh OCHOBY HACTYIHOI'O  PO3JLITY

kBasTi(pikariitHoi poOoTH.

1.4 BucHoBkM 10 po3aiay 1

[TpoBeneHO MOPIBHSUIBHUEM aHaJi3 cy4yacHuX irpoBux pymiiB (Godot, Unity,
Unreal Engine 5). O0rpyHTOBaHO iHXEHEPHY HIONUIBHICTH BuOOpy pymis Unreal
Engine 5 3aBnsxkm HatmBHOCTI TexHousorid Nanite (BipTyasiizoBaHa reomerpis) Ta
Lumen (rmoGanbHe OCBITJIEHHS), $KI JO3BOJISIOTH HIBEIIOBATH  MPOOJIEMH
IPOYKTUBHOCTI, BUSIBJIEH] B aHAJIOTaX, a TAKOK BUKOPUCTAHHIO CHCTEMHU Bi13yaJIbHOT'O

ckpuntuHry Blueprints mjist mBUAKOTO IPOTOTHITYBAHHS JIOTIKH.
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PO3171 2. TIPOEKTHA YACTHHA

2.1 ApxiTekTypHa MoJeJb Ta KapkKac irpoBOro 3acTOCYHKY

[IpoekT TpUBHUMIPHOT 1HTEPAKTHUBHOI CHUCTEMU CHUMYJATOpPA BIKUBAHHS
Oynyetbest Ha 0a3i cucteMHoro kapkaca Unreal Gameplay Framework, 1o Bxoauts 10
ckaany pyurist UES. Bubip nanoro kapkaca 3yMOBJIEHH HOTO BUCOKOIO MOIYJIBHICTIO,
HATHUBHOIO ONTHUMI3alli€l0 0OUHCITIOBAIbHUX MOTOKIB Ta HAsIBHICTIO TOTOBUX 0a30BUX
KJIaciB, SIKI peanizyloTh (hyHIaMEHTaJbHY JIOTIKY KJIIEHT-CEpBEPHOI a00 JIOKaIbHOT
B32€MO/IIi 00’ €KTIB y TPUBUMIPHOMY MPOCTOPI.

ApxiTekTypa po3pOo0IOBAaHOTO TMPOTPAMHOTO KOMIUIEKCY Oa3yeTbcs Ha
JIEKOMITO3UIIII KEePYIYMX Ta BUKOHABYMX CYTHOCTeH. Ha BiiMiHY BiJT MOHOJITHUX
apXxITEKTYp, /i€ JIOTiKa CTaHy Tpu Ta 00poOKa BBEeICHHs 00’ €/IHaHI, Y JaAHOMY MPOEKTI
peaizoBaHO PO3MOJILI 3a 3acalaMy 1HBepcli kepyBaHHA. OCHOBHUMH apXiTEKTYpPHUMH
KOMITOHCHTaMH Kapkaca cucTeMu €[6]:

— ASurvivalGameMode, mnoximamii Bim AGameModeBase — Bu3Hauae
npaBWiia T'pH, 1HIIIATIZYE KJIacu JJisl CHaBHY, KEpye€ TOUYKAMU CTApTy aKTOPIB Ta
CTaHaMH JKUTTEBOTO UKy cecii[32].

— ASurvivalGameState, moxiguuii Big AGameStateBase — Biamosizae 3a
30epeKeHHs] CTaHy MOTOYHOI IrpoBoi cecli. Hampukiaa, moTouHuit yac go0u, cTaH
TIOTO/TH Ha OCTPOBI, KUTbKICTh aKTUBHUX Bopoxkux Al-arentis[32].

— ASurvivalPlayerController, mnoxigamii  Bim APlayerController — €
iHTepdericom MK (I3MYHUM TPUCTPOEM BBEJICHHS KiaBiaTypa, MUIIIA Ta JIOTTYHUM
aKTOpOM IrpoBOro cBiTy. BiH 00p00iie HU3bKOPIBHEB] MEPEPUBAHHA Ta TPAHCIIIOE 1X
y BHCOKOPIBHEBI KOMaHI1 KepyBaHHs[32].

— ABP_SurvivalCharacter, noximuuit Bim ACharacter — 0e3mocepenHiii
G13UYHMI Ta JIOTIYHUM MPOSIB TPaBLsl y MPOCTOPi, SKUIM IHKAICYJIOE€ KOMI31MHY
KarcyJ1y, TPUBUMIPHUI MeIll KaMepH Ta MOAYJIbHI KOMIOHEHTH Tiacuctem[32].

Cxema B3aemoii kommoneHTiB Gameplay Framework Ta moTokiB kepyBaHHS B

Mexax 0a30BOro JKUTTEBOTO IIUKITY CUCTEMH HaBeZeHa Ha pUCYyHKY 2.1.
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Pucynok 2.1 — Cxema B3aemoii komnonentie Gameplay Framework

AHaJi3 TOpeACTaBICHOT apXITeKTypu (muB. puc. 2.1) mokasye, 10 aKTop
NEepCOHaXa He Kepye Oe3M0CepeIHbO CTAHOM T'PH, a JIUIIIE TPAHCIIOE CBOI MPOCTOPOBI
KOOpJAMHATU Ta 3alUTH Ha 3MiHYy JaHux. l[lonin Ha 130JIbOBaHI KOMIIOHEHTH
UlnventoryComponent ta UVitalStatsComponent no3BoJisie peanizyBaTh HaTTEPH
«Kommo3uttis 3amMiCTh yCHaJKyBaHHS», 110 CYTTEBO 3HWKYE KOTHITUBHY CKJIAHICTh
KOJy Ta ONTHUMI3Y€ IIOKAIPOBHUI MepepaxyHOK CTaHIB 3a JOMOMOIOI BHYTPIIIHIX

TaliMepiB pyIiis, 3MEHITyIoun HaBaHTaxkeHHsa Ha CPU.

2.2 ApxiTeKTypHa MoJejJb Ta KapkKac irpoBoro 3acTOCYHKY

JI1st po3poOKH CKIJIAIHOTO MPOTPAMHOTO KOMILJIEKCY CHUMYJISITOpAa BY)KMBAHHS

KPUTUYHO BaXKJIMBO MOOYyBaTH MaciiTaboBaHy iepapxito 00’ ekTiB. B ocHOBI i€papxii
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JISKUTh BUKOPUCTAHHS a0CTPaKTHUX 0a30BUX KJIAaciB Tak 3BaHUX «Matictep-Blueprint-
KJIaCiB», SIK1 MICTSITh CIUIbHI 3MiHHI, TApaMeTpH KOJi31i Ta inTepdeiicHi GyHKIT, To1
SAK KOHKPETHI 00’€KTH HaIpUKIaJ, JAEPeBO NEBHOro BUAY ab0 cTiHa OyAiBil €
nouipHimMu kiacamu Child Blueprints, mo ycnaakoByOTh Ta NepeBU3HAYAIOTH JIUIIIE
CTaTU4HI TapaMeTPH Ta Bi3yasbHi Metri[6].

Takwuit miaxig MOBHICTIO 3a710BOJIbHAE MpuHIMnaM SOLID, 30kpeMa npuHIUITY
BIJIKPUTOCTI/3aKPUTOCTI: 0a30BHI KJIac 3aKpUTHHA il Momudikailii #oro sijpa, aie
BIIKPUTH JIJIs1 pO3MIMPEHHS Yepe3 CTBOPEHHS HOBUX JIOUIPHIX CyTHOCTE.

VY 1mpo€eKTi BUALIEHO TpU OCHOBHI TUIKH 1€papXii KJIaciB.:

— BP_MasterInteractable — 6a3zoBuii ki1ac I BCiX 1HTEpAKTUBHHUX 00’ €KTIB

OCTpOBa .
— BP_MasterStructure — 06a3oBuii Kjmac IS €IEMEHTIB  MOIYJIBHOTO
OyIIBHUIITBA.
— BP_NPC_Base — 6a3oBuii kmac 1y MiJCHCTEMH INTYYHOTO 1HTEICKTY
bayHu.

['padpiune mpencraBieHHs CTaTUYHOI i€papxli ycmaJKyBaHHA Ta KOMIIO3UINi

KJIAC1B MPOTPAMHOTO KOMITJIEKCY HaBEJICHO HAa PUCYHKY 2.2.

=Engine Class-
Abctor

+FTransform ActorTransform

7| +Destroy() s

Yc naqr{osys. .cha,qxosye
[ ) |
BP_Masterinteractable BP_MasterStructure

+FName ltemID +EStructureType StructureType
+int32 ResourceHealth +FVector GridSnapOffset

+Interact() : void +ValidatePlacement() : bool
7 T 7 L

- \
MonirmopdHe poswHpeHHa Monimopde poswHpeHHsa HacnigysaHHa napameTpis HacnigysanHa napameTpis
5 4 ; \

BP_Resource_Tree BP_Resource_Rock BP_Structure_Foundation EP_Structure Wall

+BoxCollision SnappingZone

]

. [ oo |
+5taticMesh WoodMesh +5taticMesh StoneMesh |
| +0nPlacementCheck()

+Interact() : override +Interact() : override

Pucynox 2.2 — IlpencraBnenHs cTaTUYHOI i€papXii yCrajKyBaHHS Ta

KOMITO3HIIII KJ1aciB
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[TepeBara po3po0seHoi CTpYyKTypH (AuB. puc. 2.2) moJjArae y BUKOPHUCTaHHI
nommMopdizmy. Komm migcucremMa TpacyBaHHS TIPOMEHIB IEPCOHAXXKA PEECTPYE
3ITKHEHHS 3 00'€éKTOM, BOHa BUKOHY€E MNpuBeleHHs TuliB Cast HE O KOHKPETHOIO
JiepeBa UM KaMeHs, a J1o abctpakTHoro kiacy BP_MasterInteractable. Buxnuk dhyHkiii
Interact() aBToMaTUYHO 3aITyCcKae yHIKaIbHUI nepeBuszHadennit Overridden anroputm
JOUYIpHBOTO Kiacy. Lle MiHIMI3y€e KUIBKICTb JIOTIYHUX po3ranykeHb Switch/Branch B

OCHOBHOMY TIOTOIII BAKOHAHHSA Ta 3aMo0irae mosiBi apXiTeKTypHOT MOMUJIKU

2.3 Cneuudikaunisi CTPYKTYp JaHMX Ta MiJcHCTeMH cepiaJji3auii irpoBoro

nporpecy

Jlns  peamizamiii  JAaTa-OpIEHTOBAHOTO MIJXOAY BJACTUBOCTI MPEIMETIB
1HBEHTapI0O BHHECEHI y CTPYKTYpOBaHI THIIM JAHUX, 130JIbOBaHI BiJ Oe3rocepenHix
nmpocTopoBux akTopiB. Lle mo3Bossie onepyBatu iHMOPMAITIEIO PO TUCSIYl 00'EKTIB Y
BUTJISAJII JIETKOBAroBHX 3amuciB mam'sTi[13].

[leHTpabHOIO CTPYKTYPOIO TAaHUX MPOEKTY € cTpykTypa FltemData, mporpamua

peanizaiis sikoi B cepenoBuiiii UE 5 npeacrasnena Ha pucysky 2.3.

Pucynok 2.3 — crpykrypa nanux FltemData
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Ha ocHOBi po3po0ieHOT CTPYKTYpH 3reHEpOBAHO CTATUYHY TAOJUIIO JaHUX
UDataTable, sika BUKOHY€ poJIb JTOKAIBHOI PEIIAIIHHOT 0a3u JaHUX irpOBHUX 00'EKTIB.
JloriuHa cxema 34UTYyBaHHS, OOPOOKH Ta JOBTOTPUBAIOrO 30CPEIKCHHS JTAHUX

HaBEJICHA HA PUCYHKY 2.4.

JumryEasKa napameTpie 2 Konivogarsia mack =
DataTable: Baza npeameric  — —=  UlnventoryComponent  ——
ItemiD crpyRTyp

UVitalStatsComponent  ———3uuTyeanss nokazvmeis—»  USurvivalSaveGame Object  —UGameplayStatics::SaveGameToSlot—»

Pucynok 2.4 — cratuuna tabnuio qanux UDataTable

Sk noka3aHo Ha cxemi (AuB. puc. 2.4), mjacucrema 30epeKeHHS Palloe Yepes
npoMikHUNA 00'ekT cepiamizamii  USurvivalSaveGame. Ilpum iHimiamzamii momii
30epexxeHHs, AuHaMmiuHi  macuBu — Tuny  TArray<FltemData>,  Bekropu
KUTTEASUTBHOCTI Ta mpocTopoBl Mmatpuii FTransform 30ynoBanux o00'exTiB
MapIIaii3yrThCsl Y 0aWTOBUN MOTIK 1 3alMCYIOThCS HA JIMCK y JABIMKOBHI (paii .sav.
Ile rapanTye MIBUIKE BiTHOBJIICHHS CTaHY CHCTEMH IIPH MOBTOPHOMY 3aBaHTa)KCHHI

IrpOBOi cecli 3 MiIHIMATbHUMU HaKJIQJHUMU BUTpaTaMu Ha TIAPCHHT.

2.4 TIpoextyBanHs1 iHTep(eiiciB B3aemoaii Ta miacucreMu acCHHXPOHHOL

KOMYHIKauii MOayJ1iB

Opniero 3 TONOBHHX MpoOieM Tmpu po3podii cuctem Ha 6a3i UES €
BUHUKHEHHSI <OKOPCTKUX TMOCHJIaHby. SKIIO OAMH Kjac Oe3MOoCcepelHbO BHUKIIUKAE
GyHKINT 1HIIOTO Kiacy yepes npuBeaeHHs TumiB Cast TO, pymriii mpu 3aBaHTaXEHHI
nepioro o0'eKTa B OMEPAaTUBHY NaM'ATh 3MYIIEHUN PEKYPCHBHO 3aBaHTAXKyBaTH BCI
noB'si3aHl 3 HUM aceTu. Lle mpu3BOIUTH 0 BUTOKIB MaM'sITI Ta KPUTUYHOTO TAJIIHHS
MPOyKTUBHOCTI CHCTEMHU.

Jyist BupinieHHs i€l mpobsiemMu Ta 3a06e3neYeHHs TPUHIIUITY CI1a0KO01 3B'sI3HOCTI
MOJIYJIIB, Y TIPOEKTI 3aIIPOEKTOBAHO MiJICUCTEMY aCHHXPOHHOT KOMYHIKallli Ha OCHOBI

JIBOX TATTEPHIB:
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— Blueprint Interface: peanizytors marreps Ilonimopduuii intepdeiic. Knacu
B3a€MOJIIIOTH Yepe3 Ha/ICUJIaHHs MTOB1IOMIICHb 0€3 3HAHHSA PO BHYTPILIHIO CTPYKTYPY
OJIUH OJTHOTO.

— Event Dispatchers: peamizytors marrepn  Observer-Criocrepirau.
BukopucToByIOThCS M5 IepeAayl JaHuX BiJl JIOTIYHUX KOMIIOHEHTIB JI0 TpadiyHOrO
iHTEepdeiicy.

3aBasKM BUKOpHCTaHHIO jenerariB, kommnoneHT UVitalStatsComponent npu
3MiHI TapaMeTpa rojioly He 3BepTaeThes 10 mporpec-6apy Bimkera Ul nanpsimy. Bin
Bukirkae noziro OnHungerChanged.Broadcast. I'padiunuii BimpkeT inTepdeicy, skuii
HiANMUCAaHUN Ha LIed JeneraT Mpyu CBOEMY CTBOPEHHI, aCHHXPOHHO BIIOBIIIOE MOII0 Ta
OHOBIIOE Tpadiky. [le MOBHICTIO BUKIIIOUYA€ BUKOPUCTAHHSA PECYpPCOMICTKOI (PYHKITIT
Tick y mapi inTepdeiicy.

Cneuudikamis iHTEpPEHCciB B3aeMOAIl Ta ONHUC IXHIX KIIOYOBHX (DYHKIIIH

HaBeneHl B Ta0aui 2.2.

Tabmuusa 2.1 — Crneuudikaris iHTepdeiiciB B3aemMo/Iii

Ha3zsa DyHKIIA Bxinni napamerpu Jlorika
inTepgeiicy inTepgeiicy 00po0Ku
BUKJIUKAHUM

00'eKTOM

BPI_Interaction Onlnteract AActor,Interactor O0'exT, 110
peanizye
1HTEpdeiic,
3amycKae CBii
BHYTPIIIHINA
CKpHIIT 300py

pecypcy
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[Iponorxenus Tabdmui 2.1

BPI_Damageable | ApplyCoreDamage float Damage, Buknukaetbes
AActor,DamageCauser | miacucTeMoro
araku 1.
3MeHIye
ITIOKAa3HUK
310pPOB'A

00'exTa-1iial.

BP1_StructureSnap | GetSnapTransform | EStructureType Type IToBeprae
MacCuB
MaTpHUIb

TpaHchopmarii

JJIs1 TOYHOTI'O
MAarHiTHOTO
3YCIIJICHHA

OyiBEJIbHUX
OJIOKIB.

HaBenena apxiTekTypa aCHHXPOHHHUX 3B'sI3KiB 3a0e3medye aBTOHOMHICTH
(GYHKIIIOHYBaHHSI KOXKHOTO OKPEMOTO MOJIYJ TPH Ta CIPOIILY€E MPOIEC IXHBOTO
MOJAJIBLIOrO PO3MIMPEHHS. 3apONOHOBaH1 1HTep(eCcHI PillIeHHs Ta JOoTiKa MO/1€BOI
KOMYHIKaIlii MOIYJIB CIyryloTh (QYHIaMEHTAIbHOIO 0a3010 IS MPaKTHYHOI

peasnizanii Ta Bepu@ikaiii IrpOBUX CUCTEM y TPETbOMY PO3JILII.

2.5 MonenwBaHHsI BapiaHTiB BUKOPUCTAHHSA CHCTEMH

st hopmanmizaiiii BUMOT KOPUCTyBadya Ta BU3HAYEHHS apXITEKTYPHUX MEX
MIJCUCTEM  ITPOBOTO  KOMIUIeKCy  po3pobneHo  UML-giarpamy  BapiaHTiB
BUKOPHUCTAaHHA. MOIeIb OMUCY€E MOBEAIHKY CUCTEMH 3 TOUKH 30y 30BHIIIHIX aKTOPIB.
B mexax mpoexTy BuU3HAUe€HO JBa akTopu: ['paBers (OCHOBHHUH iHIIIATOp Aiil) Ta

Cucrema MTYYHOTO 1HTEIEKTY (ABTOHOMHUI areHT €KOCUCTEMH OCTPOBA).



I'otoBa  miarpama

Ha PUCYHKY 2.5.

BapiaHTIB
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BHKOPHUCTAHHA CUCTEMHU npeacTraBjICHA

& Axrop: Bopose LW (Tierp)

ATAKBATA MPABLRA

NP BARBNEHHT 30p0M

extend / Moawdirauin
Health

SEOYHEATHA NEPEMILLEHHREM

TA CTAMIHOKN

Man PYIHEATA TEDATOMK

.__\I

4 Axvop Mpaseue
no ciryi Maviesh

SeperTw lanaHTARATH

nporpes ced

Basemnninma 3 of'ccramu

[ 36ip pecypois|

include

CrpachTana npenser

32 pEUBENTOM

Pucynox 2.5 — Jliarpama BapiaHTiB BUKOPUCTAHHS CUCTEMHU

JleTalbHUN TEKCTOBHUM

aHaji3 Ta CIEHapii BUKOHAHHS JJIi KPUTHYHO

BOKJIMBOTO TpereaeHTy «MojynpHe OymiBHULTBO Ha JIaHamadTi» (auB. puc. 2.5)

HaBCIACHO HUKYC:

1. ['osioBHui aktop: ['paBers.

2. [TepenymoBu: KOMIOHEHT 1HBEHTapr0 MICTUTh JOCTaTHIO KIUIBbKICTh

obuncmoBanux ctpykryp FltemData 3 tunmom ItemID = "Wood", mo Binmosigae

BUMOTaM perenra tadaumi gannx[33].
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3. OcHOBHMUII ClIeHapIN:

— I'paBenp akTHBYe KpyroBe MEHIO OYIIBHHIITBA Ta OOUpaE EIEMEHT
«DyHIAMEHTY.

— Ilincucrema OyiBHMIITBA IHIIIIOE IIOKAJPOBE IPOCTOPOBE TpaCyBaHHS
IIPOMEHIB BiJl KAMEPH I'PaBIIsl.

— CucreMa reHepye HamiBpo3opuii aktop-tipeB’to BP PreviewStructure y
TOMYIIl IEPETUHY MPOMEHS 3 JIAHIITa(TOM.

— AJaroput™ mnepeBipsi€ BIACYTHICTh KOMI31HHUX nepeTuHiB 3 Al-arentamu ta
IHITUMU pecypcaMu. Matepiall npeB'to 3a0apBIIOETHCA B 3€JICHUM KO IIPH yCHIIIHIMI
BaJIiJ1allii B YEPBOHUM MIPU HEBIAJINA Batiallii.

4. [TocT-ymoBH: 3 KOMIIOHEHTA 1HBEHTAPIO BUPAXOBYETHCSI HEOOX1/THA KITBKICTh
peCypciB, aKTOP-TPEB’ 10 3HUILYETHCS, a HA OTO MICIIl CIIAaBHUTHCS MOCTIMHUMN 00'€KT

oyniii BP_Structure Foundation 3 yBIMKHEHO!O (pi3UYHOIO KOJI3IETO.

2.6 MogeaoBaHHs IMHAMIKH CHCTeMHM 3a [0NOMOIOI0 Jiarpam

MOCJIITOBHOCTI

Jist  peramizanii 4yacoBOi TMOCHIAOBHOCTI BHUKOHAHHS —oOmepamii, oOMIiHy
MOBIJJOMJICHHSIMH Ta BUKJIIMKIB (DYHKII# Mk 00'ekTamu B aci po3podieno i UML-

JiarpaMu MOCiJOBHOCTI, SIK1 MOJICJIIOIOTh OCHOBH1 JUHAMIUHI MPOILIECH CUCTEMHU.

2.6.1 lunamika npouecy nepeBipku penenrta ta kpaTy npeaMera

Ile#i creHapiii omucye B3a€MOJII0 KOpUCTyBaua 3 rpadiyHuM iHTEphencoMm,
KOMIIOHEHTOM 1HBEHTapi0 Ta CTATUYHOIO TAaOIMIIEI0 JAHMX NpHU CIpoOl CTBOPUTHU
IrpOBUI IHCTPYMEHT HANPUKIaA, KaM siHy COKUpy. JliarpaMa mociiIoBHOCTI MPOLIECy

KpadTy HaBeJeHA HA PUCYHKY 2.6.
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Irpoemi CaiT (UES)

Irpoemi CEIT (UES)

Pucynok 2.6 — /lunamika mporiecy nepeBipku perenta ta kpadTy mpenMera

TakuMm 4yuHOM, HaBeJ€HA JUHAMIYHA MOJENbL B3aeMOJll 00'eKTIB 3abe3reuye

CYBOpY MOCIIJIOBHICTh Badijalii CTaHIB mepen Oe3mocepeqHbOor0 MOIAU(IKAIIED

KOHTeHHepiB naHuX. Lle 103Bosie TapaHTyBaTH TpaH3aKIIMHY HUTICHICTD IMiICHCTEMU

1HBEHTapsl Ta YHEMOXKJIMBIIIOE BTpaTy ab0 NyOJIOBaHHSA pECypciB MijJ 4ac IXHBOIO

CIIMCaHHA.

2.6.2 lunamika GoiioBoro nukiay: Peecrpauisi araku Al ta moaudikauis

CTaHy rpaBUs

Ileit cuenapiii MoJieNt0€ aCHHXPOHHY B3a€MOJIIF0 aBTOHOMHOTO Al-areHta Ta

IepCOHAaXKa TpaBI B MOMEHT JOCATHCHHS KPUTHYHOI JaucTaHIi araku. Jliarpama

MOCIJOBHOCTI O0OMOBOTO ITUKITY HAaBeIeHa Ha PUCYHKY 2.7.
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Behavior Tres (LWI) ATigerCharacter (AsTop) Crhepa Honizil (SphersTrace) 48R _SurvivalCharacter UVitalStatsComponent WEP_HUDView (UI)
Inika cTaHy Blackboard Ha "Attacking
JayCK MOHTAHY %ﬁami TaHH NaNCK
~
o
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ﬂ Bk iy SphereTracesingleForobjects()
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BHRAME BENEFaTy NoafT: OnHealthChangad NewHzalth)
OHOEREHHA PrOGREss 3ar 300p08'% 13 HUD expani
Behavior Tres (LWI) ATigerCharacter (AsTop) Crhepa Honizil (SphersTrace) 48R _SurvivalCharacter UVitalStatsComponent WEP_HUDView (UI)

Pucynok 2.7 — JInunamika 60HOBOTO IUKITY

AHaJ3 po3poOJICHMX YacoBUX Mojeied (muB. puc. 2.6, 2.7) MiATBEPIKYE
130J1b0BaHICTh 00UKCITIOBAIBHKUX OJ10KIB. KOJIeH 3 00'€KTIB HE OJIOKY€E OCHOBHHI OTIK
BUKOHAHHS PYIIis, OCKUIBKH TEPEBIPKU Ta TpacyBaHHS IPOMEHIB BUKOHYIOTHCS
ACMHXPOHHO, a OHOBJIeHHA Tpadiunoi migcuctemu Ul BiIOyBa€eThCs BUKIIOYHO 32

MOAISIMU, 1110 MIHIMI3Y€ 3aTPUMKH .

2.7 IIpoexkTyBanHsi rpagiunoro intepdeiicy kopucryBaua

I'padiunmii 1HTEpdEiic KOpUCTyBaYa TPUBUMIPHOTO CUMYJISTOpPA BHKUBAHHS
BUKOHY€E poJib 1H(OPMAIIITHOTO Ta Kepyrouoro npouapky cuctemu. [IpoekryBanus Ul
peaitizoBaHo 3a jonomMoror BOymoBaHoro moayiast UMG (Unreal Motion Graphics),
AKUN BUKOPUCTOBY€E BEKTOPHUN KOHBEEP PEHICPHUHTY.

IIpu po3pobui irpoBoro HUD Tta BikOH MeHIO OyJi0 BHUpILIEHO ABI OCHOBHI
IHKEHEepHI 3aa4i:

— JlunamiyHe  MaciiTaOyBaHHS: Hns 3a0e3nedeHHsT  KOPEKTHOTO
BiIoOpakeHHs 1HTEep(deiicy Ha MOHITOpax 3 PI3HUMHU CHiBBIIHOIICHHSIMU CTOPIH,

kiacuyHi 16:9, ynprpammpoki 21:9 ab6o 4K manen, Bci enemeHTH iHTEpdEiicy
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MPUB'sI3aH1 JI0 JIOTTYHUX KOOpAUHATOPIB — AKkopiB. CxemaTuyHe pO3OUTTS €KpaHa Ta
IpUB'sI3Ka AKOPiB IrpadiyHUX BIKETIB MPEACTABICHI HA PUCYHKY 2.8.

— Onrtumizaliisi peHIepUHTY BIIKETIB 1HBEHTaplo: BikHO iHBeHTapro omnepye
JTUHAMIYHOIO MATPUIICI0 KOMIPOK. 3aMICTh CTATUYHOI'O CTBOPEHHSI COTEHb BIKETIB,
10 mpu3Beno O A0 MaAiHHA MPOIYKTHUBHOCTI, Y MPOEKTI peai3oBaHO JWHAMIYHHIMA
reHepaTop BipkeTiB. [Ipu BIAKPUTTI MEHIO 1HBEHTApPIO, CKPUIT 3YUTYE JOBXKHHY
macuBy TArray<FItemData> 3 koMIIOHEHTa IHBEHTApIO, BUKJINKAE KOHCTPYKTOP
Bimxkera WBP_InventorySlot nuie 115 3anoBHeHHX a00 TOCTYITHUX CIIOTIB, Ta JA0AA€

ix y konreitHep tuny Grid Panel.

B Library
fnone © 1@ @R EB4n sc e v FillScreen v

INVENTORY CRAFTING RECIPE

OPTIMIZATION
PANEL

Pucynok 2.8 — IlpoextyBanHs rpadiyHoro iHTepdeiicy

Po3pobnena mpoektHa nokymentauisa, UML-Mozaeni ctpykTypu Ta iuHamiku
MPOLIECIB, a TAKOXK creludikallis JaHUX CTBOPIOIOTh BUUEPIHUMN 1HXKEHEpHUM 0azuc
JUTSL TIEPEXOAY JI0 HACTYIHOTO eTamy — Oe3MOCEepe/IHbOi MporpamMHOi peasizarlii Ta

TECTyBaHHS MIJICUCTEM, 1110 AETAIBHO OMKCAHO Yy TPETHOMY PO3/1ii poOOTH.
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2.8 IlpoekTyBaHHSI MiICHCTEMH IITYYHOI 0 iIHTEJIEKTY BOPOKMX aKTOPiB

[Ipu nOpoexkTyBaHHI IITYYHOTO I1HTEIEKTY IJsi CYNPOTHUBHUKIB y MEXKax
po3pobitoBaHoi SUrvival-rpu 0ys10 IpuHHATO PillIeHHs BIAMOBHUTHCS BiJl CTAHIAPTHUX
BakkoBaroBux cucreM UES, takmx sk Behavior Trees (mepeBa moBemiHKH) Ta
migcucrema Al Perception. [lane pimieHHs 3yMOBIEHE IMOTPeOOI0 B ONTHMI3aLii
BUKOPHUCTAHHS PECYPCIB LIEHTPAIBLHOTO MPOoIlecopa Ta ONEPaTUBHOT MaM'sITi B yMOBax
BIJIKPUTOTO ITPOBOTO CBITY 3 BETUKOIO KIJIbKICTIO OJTHOYACHO CUMYJIbOBAHUX 00'€KTIB.

3aMicTh 1BOTO OYJI0O CHPOEKTOBAHO Ta PEaJ30BaHO JETEPMIHOBAHUMN
CKIHUCHHUN aBTOMAT Oe3nocepeqHbO Ha piBHI rpadiky monii baronpuHT-akTopa
BP_EnemyTiger. Jlorika ¢pyHKI[IOHyBaHHS 0a3yeThCsl HA BUKOPUCTAHHI AaCHHXPOHHOT
HatuBHOI pyHK1ii Al Move To, BOymoBaHMX KOMITOHEHTIB Qikcarlii komi3ii Trigger
Volumes ta mojieBo-opieHTOBaHOr0 Miaxomy. Lle 3a0e3medye JiHIHE BUKOHAHHS
KOJTy, CIIPOIIY€E BIIJIAarO/KEHHSI CUCTEMH Ta TapaHTye MiHIManbHUI yac Biaryky LI
Ha Ji1i rpaBlsl.

VYcs norika Al po3noaisieHa MiXK TPhOMa B3a€MOTIOB'I3aHUMH PIBHSIMU:

—  PiBeHb cpuiHATTS: peanizoBaHuil 4yepe3 cHepuIHUl KOMIIOHEHT KOJi3ii
USphereComponent, sikuii BUCTyna€e B PoOJil JaTyUMKa MPUCYTHOCTI rpaBUs y 30HI
BUIMMOCTI;

—  PiBeHb IpUITHATTA pillIEHb: peali30BaHUI yepe3 nepeaidyyBaHuil TUIT JaHUX
EAIState, mo Bu3HaYa€e MOTOYHY MOJIEINb ITOBEIIHKH aKTOPA;

— PiBenb BUKOHaHHS: 0a3yeThbcs Ha HaBiramidHid cucremi Navigation Mesh
Ta CIeliani30BaHuX (QYHKIISIX TMEPEeMIIICHHS ¥ akTuBaIlli aHIMaIllliHUX MOHTaXIB
aTax.

Taka  TpupiBHEBa  JIEKOMIIO3MIISl  JIO3BOJIsiE  3a0€3MEUUTH  CTPOTry
JETEPMIHOBAHICTh 1 BUCOKY MIBUAKICTH MEPEKIIOUYEHHS CTaHIB CKIHYEHHOTO aBTOMATa

6e3mocepeTHb0 B MOMEHT (hiKcarlii IpOCTOPOBUX 3MiH Ha ITPOBI CIICHI.
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2.8.1 Cneundikanis AJITOPUTMY NaTpyJI0BAHHS TepUTOpii

Jlorika NUKIIYHOTO TIEPEMIIICHHS BOPOXKOIO0 aKTOpa B CTaHI CIIOKOKO

nmoOy/loBaHa Ha OCHOBI KOHIIEMIli BEWMOIHTIBL. [ mbOro B Kjacl HEIrpOBOTO

nepcoHaka CTBOpeHo nuHaMiyHui MmacuB PatrolPoints Tumy TArray<AActor>.

BianosinHo no 6a3zoBux cranaaptiB apxitektypu mam'sti UES, poGota 3

KOHTEIHepaMu JaHUX MIAMOPSAKOBaHA MpaBUIIy HYJIbOBOI iHAekcamii. O0Xia TOUOK

NaTpyJIIOBaHHSI BUKOHYETHCS CTPOro moumHaioud 3 iHAekcy 0. CTpykTypa JaHuX Ta

MeXaH13M iTepallii onucaHi B Ta0iuili 2.2

Taomung 2.2

natpyntoBaHHs Al

AnropuTMiyHa  crneuu@ikaiis — mapameTpiB  IHUKITY

Ha3sBa kpoky

aJIropuTMy

Omnepanau Ta 3MiHHI

Omnuc gorivHoi onmepaii

[Himiamizanis iHIeKCy

CurrentPointindex = 0

BcranoBnenus
MOYaTKOBOTO ITOKAKYHNKA
Ha MEpIIN eJIEMEHT

MacHBY.

Baninaiiist macuBy

PatrolPoints.Num() > 0

[lepeBipka, Uun MacuB He €
TTOPOXKHIM, JUIS
3aro0iraHHs MOMUWJIKAM

3BEPHEHHS JI0 ITaM'sITi.

34nTyBaHHS LTI

PatrolPoints[CurrentPointIndex]

Butsar koopaunat
IITOBOTO aKTOpa 3a

MOTOYHUM 1HIEKCOM.

Bukiuk nasirarii

Al Move To

Ilepenaya xoopauHar y
HaBIramiiHy cucTemy s
noOy/1I0BU NUIAXY 110

NavMesh.
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[Tponosxenns Tadmui 2.2

[HKpeMeHT mokakunKa CurrentPointindex + 1 ITepexia 10 HACTYITHOTO
€JIEMEHTa MacUBY MiCIIs
JOCATHEHHS TOTOYHOT

TOYKH.

CKHIaHHS [UKITY CurrentPointIndex = 0 SIK110 HOBUH 1HIEKC

JIOPIBHIOE 3aTaJIbHIM

KIJIBKOCTI1 €JICMECHTIB
MacuBy N, iHIEKC

ckumaeTbes Ha 0.

Po3paxyHok mepexoay MiX TOYKaMU MaTpPyJIOBaHHS CYIpPOBOIKYETHCA
JoTiuHO0 3aTpuMKor0 GyHKIii Delay, mo cumyiroe moBeniHKy OrIsIaHHs TEPUTOPIi

BOPOI'OM IIE€pE]I MOYATKOM HACTYITHOTO PYXY.

2.8.2 Moae/il0OBaHHSI CEHCOPHOI CHCTEMHU Ta TPUTepPiB BUSIBJIEHHS Lii

Jlis mepeBefieHHs] IUITYYHOI'O IHTEJNEKTY 31 CTaHy HaTpyJIIOBaHHS Yy CTaH
nepecaiyBaHHs Ta aTakd BHUKOpHCTOBYeThes kommoneHT Sphere Collision,
IHTETPOBAHUI y Karcyjdy BOpOXKoro aktopa. Pamiyc cdepu BuzHauae 30HYy arpecii
NEPCOHAXKA.

dikcarris rpaBIs 0azyeTbes Ha  0o0poOii CUCTeMHOI  moAil
OnComponentBeginOverlap. Matematnyauii ajaropuT™ MepeBipku Ta Bepubikarii
00'eKkTa KOJI1311 BUIJISIIa€ HACTYITHUM YHHOM:

1. ITpu nepeTuni Mexi chepu Oyb-TKHUM PYXOMHUM aKTOPOM T€HEPYETHCS TTOis,
ska nepenae nocusanug Ha Other Actor.

2. BukoHy€eThCs onepallisi JMHaAMIYHOTO PUBEICHHSI TUIIIB JI0 KJIACy TOJIOBHOTO
reposi: Cast To BP_PlayerCharacter.

3. SIKu1o npuBEIEHHS TUIIIB YCIIIIIIHE, TO BUKOHYIOTHCS TakKl Jii:

— IlpunuHA€THCA NOTOYHUM PYX MATPYJIFOBAHHS;

— 3wminna crany EAIState 3mintoe 3nauenns 3 Patrol ma Chase;
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— IlocunanHsi Ha TpaBIls 3aMUCYETHhCS B JOKalbHY 3MiHHY TargetActor s
MOCTIMHOTO BIACTS)KEHHSI KOOPAMHAT.

3BopoTHMII IIpoliec peaizoBano yepe3 noAito OnComponentEndOverlap. Axio
rpaBellb PO3pPUBAE JUCTAHINIO 1 BUXOJWTH 3a MEXI pajiyca cdepu, MOCHIaHHS
TargetActor ouniyerses, a Al moBepTaeThCst 10 BUKOHAHHS KPOKIB MATPYTIOBAHHS 3

IIOTOYHOI'O iHIleKcy MacCHUBY.

2.8.3 MareMaTH4YHUI ONKMC NPOCTOPOBOI oOpieHTAWii Ta PoO3pPaxyHKy
AACTAHLII

Jlnst 3a0e3neyeHHsT KOpeKTHOi moBeAiHku Al mig yac mepeciigyBaHHS Ta
HAHECEHHsI IUKOAM, CHUCTeMa IIOBMHHA IoKaapoBo uepe3 mnoxito Event Tick
OOYMCIIOBATH BIJICTaHb JI0 IPaBLs Ta KOPUTYBATH BEKTOP MTOBOPOTY BOPOTra.

Oo6uncnennsa Biactani Mix BoporoMm (E) Ta rpasuem (P) y TpuBuMipHOMY

IPOCTOPI 3IHCHIOETHCS 3a KITACHYHOIO (hOPMYJIO0 €BKJIII0BOT BijcTani[12].

D(E,P) =vV(Xp — Xp)? + (Yp — Yp)? + (Zp — Zg)?

He(Xg, Yg, Z5)- moTOYHI CBITOBI KOOPAUHATH BOPOKOTO akTopa, a(Xp, Yp, Zp)-
KOOPJAWHATH IILJI.

Ha ocHoBi po3paxoBanoro 3HaueHHs Biactani D(E, P)npuiimaerbcst piieHHs
PO aKTHUBAIlII0 OOWOBOTO PEKUMY:

He Dyttqck — KOHCTAaHTHE 3HAYEHHS JUCTaHLII aTaky KIrTsSMu/3ydamu, 1o
CTaHOBUTH 150cMm.

Jlnia 3amo0iraHHs MUTTEBOMY PO3BOPOTY BOpOra, IO BUTJISAAE€ HEMPUPOIHO,
OOYHMCIIEHHsI KyTa MOBOPOTY IO Il peasli30oBaHO 3a JOMOMOTror (PYHKIN J1HIHHOT

iHTepnossii poratopis Rlnterp To:

Reyttent = RInterpTo(Reyrrent, Rigrget, At, Srot)
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He Riarget — ULIBOBUI POTATOP, OTPMMAHMIA 3a JOMOMOIOK MaTeMaTUYHOI

¢yukmii Find Look At Rotation Bing Touku E 1o Touku P; At-npomixok wacy Delta
Time;S,.,-IBHIKICTH IOBOPOTY.

BrpoBamkeHHS ONUCAHOTO TMOAI€EBO-OPIEHTOBAHOTO TMIAXOAY  JIO3BOJIHIIO

BUKITFOUYUTH HEOOX1THICTh Y HMKITYHHUX JEPEBaX MOBEAIHKH, 320€3MEUNBIIN CTA0TIbHY

4acTOTY KaJpiB Ha PIBHI L[IbOBUX 3HAUYEHb 3@ PaXyHOK 3HM)KEHHS HAaBaHTA)XKCHHS Ha

JIOT1YHUIA MOTIK I'POBOTO PYLIis.

2.9 BUCHOBKM po31iiy 2

VY npyromy po3aim kBamidikamiitHoi po6oTu 0yJ10 311iiCHEHO MOBHUN KOMILJIEKC
TEOPETHUYHOTO MPOEKTYBAHHS ApXITEKTYPH Ta IHPOPMALIHHOTO 3a0€311€YEHHS IPOBUX
cucteM. Ha ocHOBI cucTeMHOro aHaiizy OyJio po3poOJIeHO ONTHUMI30BaHI CTPYKTYpHU
JMAHUX JJIs TIJCUCTEMHU 1HBEHTaps, MPEIMETIB Ta pelenTiB KpadTy, a Takox
dbopmaizoBaHo 0a30BUM IFPOBUM ITUKII.

3aBAsSKA BIPOBAKEHHIO TOJ1€BO-OPIEHTOBAHOTO MIJIXOAY CIPOEKTOBAHO
MIJICUCTEMY aCHHXPOHHOT KOMYHIKaIlli MOJIYJIiB Ta KOPUCTYBALIbKOTO iHTep(deiicy, 110
JO3BOJIMJIO MIHIMI3yBaTH PIBEHb 3B'A3HOCTI MK KOMIOHeHTamu. KpiMm Toro,
PO3pO0ICHO apXITEKTY Py IITYYHOTO 1HTEJIEKTY BOPOKUX aKTOPIB HA 0a31 CKIHUEHHOTO
aBTOMAaTa, 110 3a0e3Mevy€e BUCOKY IIBUIKOIIIO Ta 3HIKY€E HaBAaHTAKEHHS Ha JIOTTYHAN
MOTIK pymIia. Yc¢i CTBOpPEHI apXITeKTYpHI pIIICHHS, 4YacoBi JlarpamMu JIUHAMIKA
MPOILIECIB Ta aJTOPUTMH MEPEBIPKU YMOB CTAHOBJIATH HAMIMHY 0a3y ISl MPaKTUYHOI

POrpaMHoOi peanizalii MPOEKTY B HACTYITHOMY PO3/iiil poOOTH.
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PO31J1 3. PEAJIIBAIIA TA TECTYBAHHA I'POBUX CUCTEM

Y TpeThOMy pO3AUTI ONUCAHO NPAKTUYHY peanizaliio KIOYOBUX ITPOBUX
MEXaHIK MPOEKTY: CUCTEM BHIIOOYTKY pPECypCiB, HA3€MHOI'O JYTy, MEXaHIKH CHY,
KpadTy Ta MITy4YHOTO 1HTENEKTY BOporiB. HaBeaeHO omucH apXiTEeKTypHUX PILICHb,
B3a€MO/III0 KOMIIOHEHTIB Yepe3 CTPYKTYpHU JaHMX, a TAKOXK PE3yJIbTaTU TECTYBAaHHS

Mpare3aTHOCTI IrPOBUX CUCTEM.

3.1 Peanizanis cucteMun BUAOOYTKY pecypciB Ta nmigdopy Ha3eMHOI0 JYyTy

MexaHika B3a€eMO/I11 3 HABKOJIMILHIM CEPEAOBUILEM pealli30BaHa 3a JOIOMOT 010
KOMITOHEHTHO-Opi€HTOBaHOTO Tiaxomy. Jlimst onmTumizamii B3aeMoil MepcoHaka 3
o0'ekTamMu  BUJOOYTKY BHUKOPHUCTOBYEThCS (DYHKIISI TpacyBaHHS IPOMEHIB
LineTraceByChannel, sika BuUKIuKaeTbCS 3 KamMepu TIpaBlsd IpUd HATUCKAHHI
KJ1asim fil.

ko TpacyBaHHS (PiKCye KOJI31I0 3 aKTOPOM pecypcy, iHTepdeiic B3aemoii
[Interactable mepemae 3amuT 10 KOMIIOHEHTa 1HBeHTapsa. IIporec BHIOOYTKY
CYTIPOBOKYETHCS 3MEHIIICHHSIM MIITHOCTI 00'€KTa Ta TEHEpaIli€lo MPEAMETIB.

JIyist Ha3eMHOTO 30MpaHHS TPEAMETIB, IO JekaTh Ha 3emu (nuB. puc. 3.1)

peanizoBaHo 6a3oBuit kiac ABaseLootActor.

Pucynox 3.1 - HazemHe 30upaHHS peaMETIB
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KoxeHn Takuii akTop Mae KOMIIOHEHT cTaTudHOi ciTku StaticMeshComponent

st Bizyamizamii Ta cdepy komizii SphereComponent 1y BHU3HAYCHHS 30HH
JTOCTYmHOCTI mijgbopy. JlaHi mpo mpeaMeT 30epiraroThCs y BHUIIISAL CTPYKTYpPH

FltemData (aus. puc. 3.2).

Pucynox 3.2-IIpoextyBanns rpadiunoro intepdeicy

[Tpu minbopi pecypciB(auB. puc. 3.1) abo BUIOOYTKY pecypCcy BUKIHUKAETHCS
GyHKIIA O0JaBaHHS MpeaMeTa J0 MacuBy I1HBEeHTaps. BiamoBigHo 10 0a30BUX
NPUHIMIIB IPOrpaMyBaHHs Ta apXITEKTypHW MAacHUBIB, 1HJEKcCAIlisl CJIOTIB 1HBEHTAps
cTporo moyuHaeThes 3 0, mo 3abe3neuye MpAMHUA JAOCTYH JO €JIEMEHTIB 3a iXHIM
1HAEKCOM Ta MIHIMI3Y€ 3aTPUMKH Npu oHOBJIeHH] UI-BiIKeTiB.

3BeeHy iH(GOpPMAIIiIO MPO TUITU PECYPCIB Ta METOAM iX OTPUMAHHS HaBEJCHO B

tabmui 3.1.
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Ta6mug 3.1 — Knacudikariis pecypciB Ta METOIU iX OTpUMaHHS

Tun pecypcey ba3oBuit kiac IncTpymenT mist Pe3yabTart
00'exTa BHAOOYTKY BUA00YTKY (ID)
JlepeBrHa AHarvestableTree | Cokupa- Pyunwmii wood_log
niaoip
Kaminp AHarvestableRock | Kaitno- Pyunwmii stone_chunk
niaoip
banaun ABaselLootActor Pyunuii miaoip banana_foot
M’sico ABaselLootActor Pydnuii miaOip Meat_foot

3.2 Peajiizanisi MexaHiKy CHY Ta TMHAMIYHOTO BiTHOBJIEHHSI MOKA3HUKIB

MexaHika cHy € 0a30BUM €JIEMEHTOM CHUCTEMH BHYKMBaHHS 1 O€3M0CepeaHbO
IHTErpoBaHa 3 CUCTEMOIO 3MIHM 4Yacy J00M Ta KOMIIOHEHTOM >KUTTEBUX IMOKA3HUKIB
nepcoHaxka. Ilpu B3aemopii 3 akTopoM Jikka(nuB. puc. 3.3) €KpaH TEMHIE Ta
NEPEMOTYETHCS Yac.

Jlorika cHy peajizoBaHa uepe3 MOCJIiI0BHE BUKOHAHHS TaKUX KPOKIB:

— broxkyBaHHs BBEJCHHS KOpHUCTyBaua Ta aKTHBAIlisd BiIKETa 3aTEMHEHHS
eKpaHa .

— IlpuckopeHHsl irpoBOro yacy 3a JOMOMOrOI0 3MIHHM IIBUAKOCTI TaiMepa
cuctemu TimeOfDay.

— Po3paxyHOK BiZHOBIECHHS TIOKa3HUKIB: 32 KOXHY TOJUHY CHY TEPCOHAX
BIJIHOBIIIO€ (DIKCOBAHY KIJIBKICTh 370POB'S.

— Po3paxyHOK BWUTparT €Heprii: mapageIbHO MPHUCKOPIOETHCS JIHIWHE

3MEHIIIEHHS MMOKA3HUKIB CUTOCTI Ta CIpart.



Pucynox 3.3- B3aemo/iis 3 akTOpOM JIi>KKa

3aneXHICTh TUHAMIKHA MOKA3HUKIB 1] YaC CHY HaBeJICHO B TabmuI 3.2.

Tabmuis 3.2 — JIuHaMika MOKAa3HUKIB MEPCOHAXKa i1 4ac CHY

Iloka3Huk cTany

3mina 3a 1 irpoBy roamny

BruiuB Ha nmepcoHaxa

CHY
310poB's +20 oauHHUIb BigHoBnenns micis
TOpaHEHb
CHTICTH -10 onuHUIE Pu3uk ronoayBanHs npu
TpPUBAJIOMY CHI
Cnpara -20 onuHUIE Pu3uk 3HEBOJIHEHHS MpH

TpPUBAJIOMY CHI

k1o mij yac CHy OJIMH 13 TTOKa3HUKIB, CUTICTh UM cripara jaocsrae 0, rmporec

CHY MNpPHUMYCOBO IEPEPUBAETHCS, €KPaH IMOBEPTAETHCS JI0 MOYATKOBOIO CTaHy, a

MEPCOHAXK MOYMHAE OTPUMYBATH MEPIOJAUYHY IIKOJY.
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3.3 [IpoexkTyBaHHs Ta po3podKka cucrteMu KpadTy npeaMeTiB

CucreMa CTBOpPEHHsI IPEAMETIB MOOYJ0BaHA HA OCHOBI TaOJUIIb TAHUX
UDataTable. CnpoexroBano ctpykrypy FCraftingRecipe, sika MicTUTB
11eHTU(IKATOP Pe3yIABI0YOro MpeIMeTa, yac KpagTy Ta MaCHB HEOOX1THIX
IHTPEIIEHTIB.

ANTOpUTM POOOTH CHCTEMH KpadTy MPAITIOE 32 TAKUM TIPHHITUTIOM:

1. I'paBerns ooupae perent y MeHio Ul(nus. puc. 3.4).

2. Cucrema iHimitoe nepeBipky inBeHTaps. L{ukn For Each mepedupae macus
1HBEHTaps, MOYMHAIOUM 3 1HAeKcy (0, Ta MiIpaxoBy€ 3arajibHy KUIbKICTh HasBHHX
MPEAMETIB JJIs1 KOKHOTO HEOOX1THOTO 1HTpEIIEHTA.

3. SIK110 KiJIBKICTh PECYPCIB € TOCTATHBOIO, AKTUBYETHLCS TakMep KpadTy.

4. Ilicnga 3aBeplIeHHsS TaiiMepa 3 IHBEHTaps BHUAAISAIOTHCS I1HIPEIIEHTH
(Bi1OyBa€ThCSI OHOBIICHHS CJIOTIB MAaCHBY), a JI0 TIEPIIOTO BUIHLHOTO CJIOTY J0JA€THCS

CTBOPEHUU MTPEAMET.

—

-—
Wood: 20

Pucynox 3.4-Burnsig inBeHTapro Ta MeHIO Kpadty

JloriyHy cxeMmy TMepeBIpKM YMOB /I YCIIIIHOTO KpadTy HaBeAeHO

Ha PUCYHKY 3.5.
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Pucynok 3.5-IIpoektyBanns rpadiuHoro intepdeicy

[IpencraBnenuit  maker rTpadiuyHoro iHTepdelicy 3a0e3nedye Hao4YHE
BIJIOOpaKEHHS JIOCTYNHHUX pELENTIB, HEOOXIAHUX I1HTPEHIEHTIB Ta MOTOYHOIO
MpOrpecy CTBOPEHHS pedeil. YCi IHTEpaKTHUBHI €JIEMEHTH BIJKETa TMOB'sI3aHl 3
JIOTIYHUM KOMIIOHEHTOM 1HBEHTAps 3a JOTIOMOT00 AMHAMIYHUX MOJIIH, 110 J03BOJISE

MUTTEBO 3aIyCKaTH aITOPUTM BaJifallii peCypciB Ipy HATUCKAHHI KHOITKH CTBOPEHHSI.
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3.4 Peanizanisi cucTeMHu IITYYHOI0 iHTEJEKTY BOPOKMX AKTOPIiB HA OCHOBI

CKiHYEeHHOI0 aBTOMAaTa

Jl1is1 3a0e3medeHHst BUCOKOT MPOTyKTUBHOCTI TPY B YMOBaX BiJIKPUTOTO CBITY Ta
BEJIMKOI KIUIBKOCTI OJHOYACHO CHMYJIbOBAHMX CYNPOTHUBHUKIB, OYJO BIJKUHYTO
CTaHJAPTHI IHCTpyMeHTH MTy4dHoro intenekry UES, taki sk Behavior Tree Tta
xommoneHT Al Perception. 3amicTs mporo mijgcuctemy Al peanizoBaHo 3a JJOIIOMOTOO
JIETepMIHOBAHOTO CKIHYEHHOTO aBTOMaTa Oe3locepeHhO Ha PIBHI IFPOBOI JOTIKU
akTopa Bopora BP_EnemyTiger.

Takuit miaXing AO3BOJAMB YHUKHYTH JOJATKOBUX HAKIATHUX BHUTpAT
LEHTPaJIbHOrO MpOLEecopa Ha IHTEPIIPETAllil0 JIepeBa CTaHIB Ta 3a0e3MeuuB IpsIMeE,

MIO/11€BO-OPIEHTOBAHE KEPYBAHHS AKTOPOM.

3.4.1 ApxiTekTypHa CTPYKTYpa Ta iHiniajizanis craniB

B ocnoBi peanizariii FSM noknaaeHo nepenivyBanuii Tun ganux EAlIState, axuit
BU3HA4Yae TpU 0a30Bi Mojen mnoBemiHku cynpoTtuBHuka: Patrol (ITarpymroBanHs
tepuropii), Chase (IlepecmimyBanns BusBieHoro rpasist) Ta Attack (Hanecenns
IIKOJIM y OJIMYKHBOMY 0010).

JIisi kKepyBaHHSI TIPOCTOPOBHUM TIEPEMIINIEHHSIM BHKOPHUCTOBYETHCS HATHBHUI
xomnoneHtT AAlController, sikuit B3aeMoie 3 MpopaxoBaHOI HABITALIMHOIO CITKOO.
VY nmictuary 3.1 HaBeleHO MPOTPaMHY CTPYKTYPY OTOJIONICHHS KOMIIOHEHTIB Ta

3MiHHUX cTany Al.

Jlictunr 3.1 — OrosomieHHs CTPYKTYpU CKIHYEHHOTO aBTOMAaTa BOpora

UENUM (BlueprintType)
enum class EAIState : uint8 {

Patrol UMETA (DisplayName = "Patrol"),
Chase UMETA (DisplayName = "Chase"),
Attack UMETA (DisplayName = "Attack") };

UCLASS ()
class SURVIVALGAME API ABaseEnemyCharacter : public ACharacter
{
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GENERATED BODY ()
public:
ABaseEnemyCharacter () ;
protected:
virtual decl void BeginPlay () override;
virtual decl void Tick(float DeltaTime) override;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category =
"AT |Components")
class USphereComponent* PerceptionSphere;

UPROPERTY (BlueprintReadWrite, Category = "AI|Logic")
EAIState CurrentAlIState;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category =
"AT |Navigation")
TArray<AActor*> PatrolPoints;

int32 CurrentPointIndex;

UPROPERTY (BlueprintReadOnly, Category = "AI|Logic")
AActor* TargetActor;
i

ITin wac aktmBamii akropa, momissi BeginPlay 3minna CurrentPointindex
iHimiamizyerbes 3HadeHHsM 0. BimmoBigHO 70 BUMOT HYJIBOBOI iHACKCAIlli MacHBIB,
00X11 TOYOK MAaTPYIFOBAaHHS 3aBXKIHU MOYMHAETHCS CTPOTO 3 IIEPIIOro ejaeMeHTa ,index

= 0, mo 3anobirae BUX0OIy 32 MEXI1 IaM 'sTi.

3.4.2 Peasnizanist JIOriky HUKJIIYHOT0 MATPYJIIOBAHHA

Pexxum Patrol akTuByeThcsi 3a 3amMoBuyBaHHsM. Jlorika pyxy mnoOymoBaHa Ha
0a31 acuaxponHoi Qynkiii AI Move To. Ilporpama 3untye xKoopauHaTH 00'€kTa 3
macuBy PatrolPoints 3a mnotounum inaekcom CurrentPointlndex, micis d4oro
BIJIIIPABIISE 3alUT y HaBITallliiHy CHCTEMY, MPAIIO€e 1€ 3aI0NIOMOT0I0 MMPOMEHIB SIK1
naroTh Al 3ip (muB. puc. 3.6).

Anroput™M 00poOKM pe3ysbTaTy pyxy IHpaloe 3a HACTYMHUM MOJIIEBUM
OPUHLIAIIOM:

— Ilpu ycnimHOMy TOCATHEHH1 TOUKH 3aIlyCKa€eThCs TaiiMep 3aTpUMKH Ha 2—4

CEeKYHIW ISl CUMYJISIIl orjsimy Teputopii. Ilicist 1bOoro BUKOHYETHCS 1THKPEMEHT
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CurrentPointIndex++. Skuo innmekc nocsirae 3HadeHHst PatrolPoints.Num(), BiH
ckngaeThes Ha 0, 3aMUKAOUM IIHKII.

— Ilpu HemoxJMBOCTI TOOYyAyBaTH MapHIpyT CHUCTEMa aABTOMATUYHO

IHKpPEMEHTY€E 1HAEKC UIsl Iepexo1y A0 HACTYIHOI TOYKH, MIHIMI3YIOUM 3aCTpSATaHHS

Al B reomeTpii piBHS.

Pucynox 3.6-IIpomeni as HaBiraiii

[TapameTpu JIOTTYHOTO LIMKITY MATPYJIIOBAHHS HAaBEJEHO B Tabmui 3.3.
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Ta6muig 3.3 — KoHdirypariitHi napaMeTpy UKy MaTpyIrOBaHHS

IHapameTtp Tun panux 3HayeHHA DyHKIiOHAIbHE
baronpunTa NPU3HAYCHHS
PatrolPoints TArray<AActor> JluHaMidHUT CIUcoK CBITOBUX

KOOpAWHAT JIA

obxomy

CurrentPointIndex int32 Crpipr 30 [Tokax4duk Ha
MMOTOYHU

CICMCHT MAaCUBY

AcceptanceRadius float Jlorryck TOXuOKH
npy HAOJIMKEHH1

J0 TOYKH

bStopOnOverlap bool true 3ynunka Al mpu
MepeTHHI pajiyca

KOI311

3.4.3 PeaJiizailist 10TiKH NMKJIIYHOT0 MATPYJIIOBAHHS

ITepexin aBTOomarta 31 crtany Patrol go cramy Chase peanizoBaHo 0e3
BUKOPUCTAHHS CHUCTEM CIPUNHATTS, BUKJIIOYHO Yepe3 aCMHXPOHHY OOpOOKYy MOJin
KoMIioHeHTa koJi3ii PerceptionSphere. Paniyc chepu nanamroBano Ha 3Hauenns 1000
OJIMHUIIb.

[Tpu BXOJIPKEHHI1 rpaBUs y TpUrep TE€HEPYETHCS o 1St
OnComponentBeginOverlap. Cxema o00poOku 111€i mozii baronpuHT-By31amMu
BUTJISIIAE€ HACTYITHUM YHMHOM:

— Orpumanns nocuianHs Ha 00'ekt Other Actor.

— Buknuk  By3nma  auHamiyHoro — mnpuBeneHHs — tumie Cast  To
BP_PlayerCharacter.

— YV pas3i yCHINIHOTO TIPUBEICHHS, BUKOHYETHCS MHUTTEBE IPHUMYCOBE

MIEPEPUBAHHS TOTOYHOIO PyXY MaTPyJIFOBAHHS.
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— IlocunanHs Ha rpaBlis 3aNIUCYETHCS B JIOKAJIbHY 3MiHHY TargetActor.

— 3mMinHa crany nepemukaethes: CurrentAlState = EAlState::Chase.

3BopoTHUI mepexin BigOyBaeThcs depe3 momiro OnComponentEndOverlap.
Skimo rpaBens po3puBaE AMCTAHINIO 1 3aiuinae Mexi chepu, 3MiHHa TargetActor
OYMIIY€ThCS, CTaH 3MIHIOEThcS Ha Patrol, i Bopor BigZHOBIIOE PyX A0 TOYKH

naTpyJIFOBaHHA, [0 30epiraeThes mmija moTouHuM 3HaueHHSM CurrentPointindex.

3.5 TectyBanHs Ta Bepudikauis irpoBux cucrem

[licns 3aBeplieHHS MPOTpaMHOI  peantizaiii IrPOBUX KOMIIOHEHTIB OyJio
IPOBEICHO KOMIUIEKCHE (YHKIIOHAJIbHE TeCcTyBaHHA. JlJI1 TEepeBIpKU JIOTIKU
BUKOPHCTOBYBAJINCS METOAM PYYHOTO TECTYBAHHS ITPOBHUX CLIEHApIiB Ta JIOIYBaHHs
ctaniB uepe3 UE LOG Ta BimkeTn Hanaromxenus Print String.

Pe3ynbraTty npoBeAeHUX TECT-KANCIB JJIsl IEPEBIPKH ITPOBUX MEXaHIK 3BEJICHO

y Tabmuito 3.4.

Tabmuus 3.4 — TecT-kelicu IepeBIpKU Mpare3JaTHOCTI IrPOBUX MEXaHIK

Koxa recty Kpoku QuikyBaHuii PesyabTar
TeCTYBaHHS pe3yJbTaT (Pass/Fail)
TC-3.1 Bzaemonis 3 3MeHIIEHHS Pass

AKTOPOM KaMEHIO | MIIHOCTI KaMEHIO,

3a HasIBHOCTI JIOJaBaHHSA
Kaiina stone chunk 1o
1HBEHTaps
TC-3.2 [1in0ip HazeMHOrO | AKTOp HE 3HUKAE, Pass
JyTy TIPU TIOBHOMY Ha eKpaHi
1HBEHTap1 3'sBisgerbes Ul-

MTOB1JIOMJICHHS ITPO

Opak MicIs
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[Iponosxenus Tadmuii 3.4

TC-3.3 3amyck kpadTy Knomka xpadty Pass
npeamera 0e3 3a0JI0KOBaHa,
HasIBHOCTI oreparlisi He
IHTPETIEHTIB IMOYNHAECTHLCS
TC-34 BxomkenHs rpaBiist B Al pununsie Pass
30HY BUAUMOCTI [aTPyIOBaHHS,
BOpora 3MIHIOE MBUIKICTh Ta
MOYMHAE PYX 110
rpaBLst

[lin yac TecTyBaHHS CHCTEMH IHBEHTaps OYJIO BUSIBJICHO KPUTHUYHHM NedeKT
3MIIIEHHS 1HACKCIB (Tak 3BaHa mommiika "Ha ogunmio", Off-by-one error), yepes sky
npu KpadTi IHrpeaieHTH nepeBipsuiucs 3 1Haekcy 1 3amicTs 0, o0 MPU3BOIUIO 10
ITHOpYBaHHS TepIroro cioty inBeHTaps[31]. Jledhekr Oyio yCHiliHO yCYHYTO HUISIXOM
npHUBeIeHHs BeixX iteparopiB Blueprint-sysnis For Each Loop mo cyBoporo crapty 3

1H1ekcy 0.

3.6 BucHoBKkH 10 po3aiay 3

VY TperboMy po3aiai Oysio MOBHICTIO ONKMCAHO NPAKTUUHY peaizaifiio Ta
apXITEKTYpHY CTPYKTYpY KIIFOUOBHX MEXaHIK cypBaiBai-rpu Ha 6a3i Unreal Engine 5.
CnpoekTOoBaHO Ta peaji30BaHO B3aEMOIII0 MDK KOMIIOHEHTaMH BH)KHBAHHS,
1HBEHTaps, KpadTy Ta IITYYHOIO IHTEJIEKTY BOPOTIB.

3aBAsSKA BUKOPUCTAHHIO ONTUMI30BAaHUX CTPYKTYp AaHux FltemData, Tabmauis
DataTable Ta wuitkiii moOymoBi iHaekcarii macuBiB i3 0, JOCATHYTO BHCOKOI
cTabUIbHOCTI poOOTH 1HTEpPeiicy Ta irpoBoi Joriku. [IpoBenene rectyBanHs 21 Kpoky
Bepudikaiii B MeXax IrpoBUX Ce€Cii, MIATBEPAWIO TIOBHY BIAMOBIIHICTh

PO3p00JIEHOTO MPOTOTHUITY CHOPMYITHLOBAHUM (PYyHKIIIOHAIILHUM BUMOTAM.
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PO3/171 4. BE3IIEKA ) KUTTEAIAJIBHOCTI, OCHOBHU OXOPOHMU ITPAIII

4.1 AKTyajIbHiCTh 0€3MeKH KUTTEAISVIBHOCTI Ta aHAJII3 CHCTEMH «JIIOAHHA

— KOMII'IOTEP — cepeloBHUIle ICHYBAHHSD)

VY cywyacHuX yMoOBax PO3BUTKY IHAYCTpii MPOTPaMHOTO 3a0e3MeyeHHs Ta
IHTEepaKTUBHUX 3aCTOCYHKIB OCOONMBOI aKTyalbHOCTI HaOyBarOTh MUTaHHS
30epeKeHHST  37I0pPOB’sl, BHCOKOI TMpaIe3TaTHOCTI Ta 3a0e3leueHHs Oe3neKu
KUTTEASUTBHOCTI (PaxiBIiB y ramy3l iH(opmamiiHux TexHosorid. KommiekcHuit
aHai3 KUTTEMISTIBHOCTI pO3pOOHMKA TporpaMHOro 3abe3rneyeHHs (30Kpema,
1HXKeHepa-TporpamicTa Ta reiimansaiiHepa miJ yac poOOTH 3 BUCOKOHABaHTa)KECHUMU
cuctemamu Ha kmranT Unreal Engine 5) no3Bonsie po3risigaTd Moro TpyaoBY
JUSTBHICTD Y MEKaX TPUKOMIIOHEHTHOI CUCTEMU «JIHOMHA — MallMHa (KOMIT I0Tep) —
cepenoBuiiie icHyBaHH:[36]».

OCHOBHUM €JIEMEHTOM IIi€]l CUCTEMH € JIOAUHA-ONEpPaTop, 4Yus AISIBHICTH
XapaKTepU3y€eThCsl  MEPEpoOKOI0  3HAYHMX  OOcCATiB  iHoOpMAIlii, BHUCOKOIO
KOHIIEHTPALIEI0 yBaru, TPUBAJIOK CTATUYHOIO I1030I0 Ta BHUPAXKEHOIO HEPBOBO-
eMOI1HO HanpykeHicTio. [{enTpanbua HepBoBa cuctema (ILIHC) Bimirpae nmpoBigHy
posib y 3a0e3leyeHHl KOOpJWHAIlll PyXiB, CHPUHHATTI Bi3yalibHOI 1H(MOpMaIi 3
MOHITOpa Ta YTPUMaHHI BUCOKOT'O PIBHSI KOTHITUBHUX (pyHKIi#. Ilix yac TpuBanoro
MPOEKTYBaHHS Ta KOAYBaHHS ITPOBUX MEXaHIK, aJlTOPUTMIB IITYYHOI'O 1HTEJIEKTY 200
cucteM auHaMiuyHOrO ocBiTineHHs Ha [[HC omeparopa mie crabiibHe
ncuxodi310710T1YHE HABAaHTAXKEHHSI, 0 TPU3BOIUTH 10 PO3BUTKY BTOMH Ta 3HUKEHHS
3arajbHOI Mpare3aaTHOCTI.

[Ipane3gaTHICTh JIFOAUHU-0NIEpATOPA IPOTATOM POOOUOT 3MIHU Ma€ TUHAMIYHUI
XapakTep 1 CKIAIAETHCA 3 TPhOX OCHOBHUX MEPIOAIB:

— Ilepioa cnpamtoBaHHsl (BXOJKEHHS B pOOOUYMIT PUTM): XapaKTEPHU3IYEThCS
MOCTYIIOBUM MIBUIIIEHHSM €()eKTUBHOCTI IIparll Ta TPUBAE BiJl KITbKOX XBUJIMH JI0 TIiB

TOJUHH.
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— Ilepiog cTiiikoi BUCOKOI Mpare3gaTHOCTI: TPUBAE MPOTATOM 2—3 TOJUH, Mij
4ac KO0 BiJ3HAYAI0ThCSl MAaKCUMaJIbHA TOYHICTh BUKOHAHHS OMEepalliii Ta MiHIMaJIbHa
KUTBKICTh MMOMIJIOK y IPOTPAMHOMY KOJIi.

— Ilepioa 3HMKeHHS Mpane3gaTHOCTI (PO3BUTOK YyTOMH): BUHUKA€E BHACIIIOK
TPUBAJIOTO TAJIbMYBAaHHS B KOP1 TOJIOBHOTO MO3KY, CYIPOBOKY€ETHCS MOCIA0JICHHIM
yBaru, ymoBUIbHEHHSIM peakilii Ta 301IbIIEHHSIM KIJIbKOCTI ITOMUJIOK.

[Iponec amanTarii omeparopa 10 crnenudiYHUX YMOB IIpalll € Ba)KJIUBHUM
YUHHUKOM MIJTPUMKH TOMEOCTa3y OpraHisMy Ta onTumizamii mpodeciitHoi
JisIbHOCTI. D1310J0TrYHUN BIUIMB (DAKTOPIB ICHYBaHHS (TaKUX SIK CKJaj] MHOBITPS,
napamMeTpu MIKpOKJIiMary, piBeHb IIymMy BiJl cucteMm oxonokeHHs [IK Ta skicTh
OCBITJIEHHs) O€3MocepeHbO BU3HAYAE MIBUAKICTb HACTaHHS BTOMH. EproHomiuni
npobiemMu Oe3MeKu KUTTEASUIBHOCTI B KOMITIOTEPHHX CHCTEMax IOB'sI3aHl 3
HEOOXIIHICTIO ~ MIHIMI3allli HEraTUBHMX HACHIJIKIB TPUBAJIOi  TINOJUHAMII,

MOHOTOHHOCTI Ipalli Ta MepeHanpy>KeHHs 30poBOro aHaiizaropal36].

4.2 Ananiz yMoB npani po3po0HuKa irpoBUX 3aCTOCYHKIB 32 MOKA3HUKAMU

IIKIJJIMBOCTI Ta He0e3MeYHOCTI YUHHHUKIB BUPOOHHUYOI0 cepeloBUILA

JUist AeTanbHOI OLIHKK YMOB Mpalll Ha poO04YOMYy MicCIli PO3pOOHUKA ITPOBUX
CHUCTEM HEOOXI1THO MPOBECTH 1MeHTHU(]IKAIII0 Ta aHATI3 MOTEHIINHUX IIKIJJIUBHUX 1
HeOe3NneYHUX BUPOOHUUNX YMHHUKIB. BiAMOBIIHO 10 TirieH14HO1 Ki1acudikaiiii mparii,
pobota omneparopa IIK 3a OiablIICTIO TOKA3HUKIB HAJIEXKHUTH A0 JOMyCTUMOIro abo
HAIPY>KEHOTO KJacy (3aJIeKHO BIJ TPUBAJIOCTI Ta TCUXOEMOIIHOI CTPYKTypHU
3aBnanb)[37].

OCHOBHUMH MIKIJTIMBUMH (HI3UYHUMH YHHHUKAMU BUPOOHUYOTO CepeIOBHUIIA
Ha poOOYOMY MICIII €:

— EnextpomarHiTHi 1oJist Ta BUTIPOMIHIOBAHHS: JDKEPEIAMH € CUCTEMH1 OJIOKH
BHUCOKOI TTOTY>KHOCTI, OJIOKHM >KMBIJICHHS, MOHITOPH Ta iHIII TiepudepiitHi mpuctpoi.
Haii6inbury HeOe3neKy CTaHOBUTh CTATMYHUM €JIEKTPUYHUM MOTEHIla)l Ha eKpaHi Ta

KOpIyci 00J1aIHaHHS.
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— HexkopekTHi mapamMeTpu MIKpPOKIJIIMAaTy: MiJBUIICHA TeMIIepaTypa MOBITPS
yepe3 1HTEHCUBHE TETUIOBHAUICHHS BiJ MOTYXHUX rpadiuHUX CTaHIINA (TIpoliecopi
15/17/19 Ta cyuyacHMX BiJ€OKapT MiJ 4Yac PEHIAEPUHTY rpadiku), a TaKoXX 3HIKEHa
BIJTHOCHA BOJIOTICTb.

— He3anoBuibHUI piBeHb a00 SKICTh OCBITJCHHS: HEJAOCTATHS OCBITJICHICTH
po00oU0i 30HU, HASIBHICTH MPSAMUX Y BIIOUTHX OJIMCKIB HAa €KpaHi MOHITOpPA, BUCOKHIA
Koe(illieHT myJbcallli ITYYHOT'O CBITJIA, IO CHPUYHMHSE IIBUAKY 30POBY BTOMY
(acTeHoOMiI0).

— AKYCTUYHUH TIyM: CTBOPIOETHCSI BEHTHJISITOPAMH CHUCTEM OXOJIOJKEHHS
KOMIT'FOTEPiB (0COOJIMBO MPHU TPUBAIIOMY HaBaHTaXXKEHHI MPOIlecopa Ta BiIEOKAPTH Mij
yac KOMIUIALIT KOy Y IPOPaxyHKy CBIT/Ia), a TAKOK CUCTEMaMU KOHIUIIOHYBaHHS
HOBITPSL.

Cepen ncnxodi3i0J0TYHUX YUHHUKIB BUIUISIOTh:

— HEpBOBO-TICUXIYHE (€MOIIHE) NepeHanpyKEeHHsS: BHUKIMKAHE BHCOKOIO
BIJIOBIJIAJIBHICTIO 3@ SIKICThb MPOrPAMHOIO MPOAYKTY, CTHUCIUMHU TE€pPMIHAMHU
BUKOHAHHS 3aBJIaHb (Ae/y1aiiHaMu) Ta AePilUTOM Yacy.

— PosymoBe nepenanpykeHHs: TpuBajia aHANITUYHA JISTIBHICTh, HAMMCAHHS
Ta HAJIATO/HKEHHS CKIIQIHUX aITOPUTMIYHUX CTPYKTYP.

— Ilepenamnpy>keHHs 30pOBOr0O aHaji3aTopa: TpuBaje (POKyCyBaHHS MOTJISILY
Ha €KpaHi MOHITOPA, 4acTe 3YUTYBaHHS TEKCTOBOI Ta rpadiuHoi iHhopMaIlii 3 BUCOKOIO
[IJIBHICTIO €JIEMEHTIB.

— T'inommHamis Ta cTaTMYHa HaMpyra: TPUBaje YTPUMaHHS BHMYIIECHOI
po0O0Y0i 03U B MOJIOKEHHI CUASYH, 1[0 TPU3BOIUTH JI0 3aCTIHHUX SBUII Y CYJIMHAX
HIDKHIX KIHIIIBOK Ta OpraHiB MaJIOTo Ta3a, a TAKOX JI0 PO3BUTKY 3aXBOPIOBAHb OTIOPHO-
PYXOBOTO amapary (0CTeOXOHIPO3, PAAUKYIIIT).

OmuiHka TpaBMOHEOE3MEKH BUPOOHUYOTO MPOLECY MPOrpamicTa MoKa3ye HU3bKY
HMOBIPHICTh MEXAHIYHOTO TPaBMYBaHHS, MPOTE 30epiraeTbcs HeOe3neKa ypakeHHs
CJIEKTPUYHUM CTPYMOM Yy pa3i TMOIIKO/KEHHS 13071111 KUBUIBHUX KabemiB abo
kopnyciB IIK, a TakoX pHU3MK TpaBMyBaHHS uepe3 NaJiHHS Ha CIHU3BKIM abo

3axapalnieHii miamo3i MPUMIIIECHHS.
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4.3 CanitapHo-riricHiyni BUMOTH 10 BHPOOHHUYHUX TNPHUMIlllEHb Ta

oprasi3auii po6o4ux Micub 3 Bineogucmuieiinumn tepminanamu (B/IT)

BupoOHuui mpuMillieHHs, J1e po3TallioBaHl po0oyl MICIls 3 BiJICOTUCITIEHHUMHI
TepMiHAJaMU Ta EJIEKTPOHHO-OOYMCITIOBAIBHIMHM MAIlIMHAMH, TOBHWHHI TOBHICTIO
BI/IMOBIIaTH BMMOTaM YMHHOTO 3aKOHOJaBCTBa Ykpainu, 3okpema HITAOII 0.00-
7.15-18 «Bumoru oo 6€3MmeKu Ta 3aXUCTy 370pOB’ s MPAIliBHUKIB ITiJT 9ac POOOTH 3
expanHuMu nipuctposimm» Ta JCanllin 3.3.2.007-98.

[lnoma, BumiieHa s ogHoro poboyoro wmicus 3 BAT s mopocioro
KOpHCTYBaua, IOBUHHA CTAHOBUTH He MeHIe 6,0M2, a 06'eM NPUMIILEHHS — HE MEHIIIE
20m?. ITpuMillieHHs TOBMHHI MATU IPUPO/IHE Ta MITYYHE OCBITICHHA. BikoHHI Ipopisu
HEOOX1IHO O00JaJHYBaTH PEryJbOBAHUMHU Kadto3l a00 MIUIbBHUMHU IITOPAMH IS
3arno0iraHHsl BUHUKHEHHIO OJINCKIB HA €KpaHax BiJ] MPSIMOrO COHSYHOTO CBITJIA.

Jiist 3a0e3neueHHs HOPMAaTUBHOIO CKJIaly MOBITPS MPUMILIEHHS TOBUHHI OyTH
oOJnajiHaH1 3arajlbHOOOMIHHOIO MPUILUIMBHO-BUTSKHOIO BEHTIIIAIIIEI0 a00 CUCTEMaMHU
KOHJUIIIOHYBaHHS. Po3paxyHKoBa KUIBKICTh CBIKOIO TMOBITPS, IO IOJAETHCS B
npHUMIIeHHs, Mae ctaHoBUTH He MeHie $30 \text{ m}"3/\text{roa}$ Ha ogHy 0Cc0O0Yy.

[IpupoaHe OCBITIICHHS MTOBMHHO 3/1MCHIOBATHCS Yepe3 OiuH1 BIKOHHI MPOPI3H;
koedimient nmpupoanoi ocBitieHocTi (KIIO) mae 6ytu He Hwxkue 1,2—1,5. Hltyune
OCBITJICHHS B MPUMIIIEHHSAX 3 KOMIT'IOTEpaMU BUKOHYETHCS Y BUTJISIII KOMOIHOBAHO1
ab0 3arajdbHOi CHUCTEMM PIBHOMIPHOTO OCBITJIEHHS. 3arajibHE OCBITJICHHSA
MPOEKTYETHCS 3a JOMOMOTOIO JIFOMIHECIIEHTHUX a00 CBITJIOAIOAHUX CBITHJIBHUKIB 13
po3citoBayamu. PiBeHb OCBITIIEHOCTI Ha TOBEPXHI POOOYOTO CTOIY B 30H1 PO3MIIIICHHS
TOKyMeHTiB moBuHeH ctaHoButH 300 - 500 nx BianosigHo ao JABH B.2.5-28:2018.
OOMexxeHHsT OJUCKYYOCTI AOCATAETHCA MPABMWIBHUM BHOOPOM CBITHJIBHHUKIB Ta iX
pO3TallyBaHHIM MapajebHO JiHil 30py onepaTopa. PiBeHb TyMy Ha poOOUYUX MICIISIX

oneparopiB 1K He noBunen nepesuntysatu 50 n1bA 3rigno 3 JICH 3.3.6.037-99.
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4.4 EpronomiuyHi BUMOTH 10 opraHizamuii pooodoro micusi oneparopa IIK ta

ecTeTH4YHe 0(pOpMJIEHHSI IHTep'epy

Epronomiuna opranizaiiss po0o4oro Micisl mporpamicra Ta TeimausaiiHepa
0e3mocepeIHbO BIIMBAE HA 3HIDKCHHS CTAaTUYHOTO HABAHTAXEHHS Ta II1IBUIICHHS
npoaykruBHocTi mpaini[37]. KommonyBanHs poOO4YOro Micis Mae BiAmoOBigaTH
Bumoram JICTY 7299:2013 ta ICTY ISO 9241-5:2004.

OCHOBHI €JIeMEHTH pOOOYOTO MICIIS OTIepaTopa:

— Po6ouuii ctin: Bucota po0040i NOBEpXH1 CTOTY HOBUHHA BCTAHOBIIOBATHUCS
B Mexax 725 * 25mm IloBepxHsl cTONy MOBHMHHA MaTh MaToBe a00 HaliBMAaTOBE
noKpuTT 3 Koedimieatom Bigoutts 0,3-0,5 1mus BUKITIOYEHHS M3EpKATbHUX
BioOpaxkeHb. Illupuna cromy moBuHHa Oytu He meHmie 1200 MM, a rimuOuHa — HE
MeHme 800 MM 1711 MOXJIMBOCTI BIJIBHOTO PO3MILIEHHSI MOHITOPA, KJIaBlaTypH, MUILI
Ta JTJOKYMCHTIB.

— PoGounii crinenps (kpicio): I[loBuHHO OYyTH TIAHOMHO-IIOBOPOTHUM,
PETYILOBAHUM 32 BUCOTOIO Ta KYTOM HAXWJIy CUAIHHS 1 CITUHKY. PerymoBaHHS BUCOTH
cuAiHHS Mae 3a0e3nedyBatucs B Mexkax 400 - 550mM. [loBepxHs CuAIHHS MMOBUHHA
OyTH HamiBM'SIKOIO, 3 HEKOB3HUM MTOKPHUTTSIM, IIIO JIETKO OUYHIIYETHCS BiJ 3a0pyIHCHD.
CnuHka Kpicila MOBUHHA MAaTH aHATOMIYHY (OpMy ISl MIATPUMKHU IMONEPEKOBOTO
BTy xpebTa. OOO0B’sI3K0Ba HASIBHICTh PETYJIbOBAHMX MiJJIOKITHUKIB IS 3HSTTS
HaBaHTAXXEHHS 3 TJICYOBOT0 MOSCY Mij] 4ac poOOTH 3 KJIaBlaTyporO Ta MUILIECHO.

— Posmimenns BimeomoniTopa: ExkpaH MOHITOpa MOBHHEH 3HAXOAUTHUCS Ha
Bizictani 600 — 700 mm Big oueit kopuctyBaua (ane He Ommxde 500 mm). Hampsimoxk
MOTJISy TIOBHMHEH OyTH TEPICHIUKYJSIPHUM JIO IIEHTPY €KpaHa, a KyT 30py BiJI
TOPU30OHTAJII A0 LIEHTPY eKpaHa mae ctaHoBUTU 15 — 20 rpanmycwmis. Lle 3a0e3neuye
MiHIMaJbHY HampyTy M's31B IIUI.

Brumie konb0py Ha MOKpaIeHHsT YMOB Tpalli Ta ITiIBUIICHHS ITPOJYKTUBHOCTI €
HAyKOBO JIOBeJeHUM (akToM. PekomeHpaiii moao ecTeTHYHOro OQOpMIICHHS
1HTEep’€py BUPOOHUYOTO NPHUMIIMICHHS 0a3ylOThCsi HAa BHUKOPUCTAHHI CIOKIHHOT,

MaJIOHACHUYEHO1 KOJhOopoBOi ramu. s gapOyBaHHS CTIH Ta CTeNll KOMI FOTEPHHUX
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3aJ1iB JIOI1JIbHO BUKOPUCTOBYBATH CBITJI1 BIATIHKU KOBTOT0, 3€JIEHOT0, O€KEBOT0 a0
OJTAKUTHOTO KOJIOPIB.

CBIT0-3€7IeHUN KOJIIP CTIiH 3HM)KYE BHYTPINIHBOOYHHUN THCK, 3aCIOKOIOE
HEPBOBY CHCTEMY Ta TOKpAIyE€ 30pOBE CIPHUUHSITTS MpOrpamMHOro TekcTy. Crens
bapOyeTbcss B OUmMNA KOJIp 3 BHUCOKUM KoedimientoMm Bigoutts (>0,7) mis
3a0e3MeUeHHs PIBHOMIPHOTO PO3CISIHOTO CBITJIA B MpuMillieHH1. O3eJIeHeHHs 1HTep'epy
3a TOTIOMOT0I0 KIMHATHUX POCIIHH CIIPHSIE MCUX0(]i310JI0TIYHOMY PO3BAaHTAKEHHIO Ta
MOKPAIIEHHIO MIKPOKJIIMATY 3aB/SKU 30araueHHIO MOBITPS KMCHEM Ta PEryJsiii oro

BOJIOT'OCTI.

45 Opradizanis pexumiB mnpami, BiIIOYMHKY Ta NPOBeIeHHS

IHCTPYKTa:KiB 3 0XOPOHU Mpaui

Bucoka Hanpy KeHICTb Tpalli MporpaMicTiB, 3yMOBJIEHA TPUBAJIOI0 POOOTOIO 3a
MOHITOPOM, BHMAara€ BIPOBA/KEHHS PalllOHAJIBHOTO PEXKUMY Mpalll Ta BIATOYUHKY
JUI 3amoOiraHHsl IMepeBTOMi, 30€peKEHHS 3J0pOB'S Ta BHCOKOI Ipale3gaTHOCTI
npariBaukiB. Bignosigno o HITAOIT 0.00-7.15-18, 3aranpHuii yac Ge3nepepBHOT
poOOTH 3 EKpaHHUMH TPHUCTPOSIMH TIPOTATOM POOOYOTrO JHS HE TOBHHCH
NepPEeBUIIYBaTH 4 TOJIMH 32 YMOBU OpraHi3ailii periaMeHTOBaHHX MEPEPB.

PernamenToBaHi mnepepBU i BIANOYMHKY BCTAHOBIIOIOTHCS 3aJI€KHO BIJ
TPUBAJIOCTI poOoUOi 3MiHM Ta Xapakrepy mnpari[37]:

— Ilpm 8-roguuHiA poOouiid 3MiHI mepepBu TpuBaidictio 10-15 xBuIMH
OpraHi3yloTh 4epe3 KOXHI ABI roauHu poodortu. [lin yac mepepB mpaniBHUKaM
PEKOMEHYEThCSl 3aIUIIaTH poOoUe Miclle, BUKOHYBAaTH KOMIUIEKCH T1IMHACTHUYHUX
BIIPaB JIsl OYEH Ta OMOPHO-PYXOBOTO amapary.

— Ilcuxodizionoriune  po3BaHTAKEHHS I TMPAIIBHUKIB  BKJIOYAE
BIIBITyBaHHS CHEIliadbHO OOJaJHAHUX KIMHAT BIAMOYMHKY, € TPaHCIIOEThCS
3aCTOKIIMBA MYy3HMKa, BCTAHOBJICHO €PrOHOMIYHI M'SKI Kpicia Ta MiATPUMYETHCS
ontuMalibHe (itoopraHiuyHe cepenoBuile. Lle A03BoJisie MIBUAKO 3HATH HEPBOBY

HaIpyTy Ta BIIHOBUTH MpPAIE3/1aTHICTh KOPU TOJIOBHOTO MO3KY.
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[IpaniBHUKM KOMI'FOTEPHOI chepu MiIATar0Th 000B'I3KOBUM PO ITaKTHIHUM
MEAMYHUM OTJIsiiaM (TIONEepeIHIM Tij] Yac MPUUHATTSA Ha poOOTy Ta MEpIOAUYHUM —
OIMH pa3 Ha JiIBa POKHU) 3 OOOB'S3KOBUM 3allydeHHSIM JIKapiB: odTalbMOJIOTa,
HEBPOIIATOJIOTa Ta TepareBTa I PAHHBOTO BHUSBIICHHS MPO(eciiHUX 3aXBOPIOBAHb

(KOpOTKO30pPiCTh, CHHIPOM 3aIl'ICTHOTO KaHAIy).

4.6 BucHoBau 1o posainy 4

VY dyerBepTOoMy po3iai KBami(ikamiifHOI poOOTH MPOBENECHO KOMIUJIEKCHUN
aHai3 0€3MeKH KUTTEAISUIBHOCTI pO3POOHHKA ITPOBUX 3aCTOCYHKIB Y MEXaX CUCTEMU
«JII0JJUHa — KOMII'IOTEp — cepepoBulle icHyBaHHsA». Ilin dac gociimkeHHs Oyno
11€HTU(IKOBAHO KJIIOYOBI MIKIJIMB1 BUPOOHWYI YHHHHUKU: (P13U4YHI (€JIEKTPOMarHiTHI
10JIsI, aKYCTUYHUHM IIYM Ta HAJUIMILIKOBE TEIUIOBUIUIEHHS BIJ MOTYXHUX IpapiuyHUX
CTaHIlii) Ta mcuxo@dizionoriydi (po3ymMoBe W 30pOBE MEpEHANPYKEHHS, TpUBaJa
CTaTWYHA 11034 Ta IO IMHaAMIs).

3 MeTor MiHIMI3allli HETaTUBHOTO BIUIMBY LUX (PaKkTOpiB Ta 3amoOiraHHs
npodeciiiHuM 3aXBOPIOBAaHHSIM OOIPYHTOBAHO KOMILUIEKC HOPMATHBHHX 3aXOJliB
BIIMOBIHO /10 YMHHOTO 3akoHOoAaBcTBa Ykpainu (HITAOII 0.00-7.15-18 ta JICanllin
3.3.2.007-98). CucreMaTnM30BaHO CaHITAPHO-TITIEHIYHI BUMOTU JO0 poOOY0i 30HU
(mmoma > 6M2, piBeHs myMy 10 S0aBA, ocsitnenicts ctomy 300-5001K, BU3HAYEHO
EeproHOMIYHI  MapaMeTpu MeOJIB 1 3ampoNOHOBAaHO PEKOMEHJAIlli 100
3aCMOKIMIMBOrO  KoJiipHoro  odopmiieHHs  iHTep'epy. Takox  chopmoBaHO
pallioHAJIbHUM pEeXUM mpaill ¥ BIANOYMHKY, 10 mnependadae BBeAeHHs 10-15
XBUJIMHHUX TIEPEPB KOXKH1 /Bl TOJUHU, T PETIAMEHTOBAHO CTPYKTYPY 1HCTPYKTaXKIB
3 OXOPOHH TIpalii.

Peanizariss 3ampomoHOBaHUX pillieHs 3a0e3leuye CTBOPEHHS Oe3MedHHuX 1
KOM(OPTHUX YMOB TIpaili, MIHIMI3yE PU3UKA BUPOOHUYOTO TpaBMaTU3MYy Ta
e(eKTUBHO MIATPUMY€E BUCOKY Mpate3aaTHicTs [ T-paxiBusg npoTsaroM ycboro nporecy

IMPOCKTYBAHHA.
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BUCHOBKH

VY mnponeci BUKOHaHHS KBali(ikaliifHOi poOOTH PpO3pOOJIEHO TPUBUMIPHY
KOMII'IOTEPHY I'py y »kaupi BrkuBauHs «Feral Island» nHa 6asi cyuacHoro irpoBoro
pymist Unreal Engine 5. IligBememo miACyMKM BUKOHAHHS TOCTaBJICHUX 3aj/ad
BIJIMOBITHO /10 CTPYKTYPH JTOCTIKEHHS.

B nepmomy po3nini kBamigikaiiifHoi poOOTH OCBITHBOTO piBHS «bakanaBpy:

— TMpOoaHaNI30BAaHO CTaH CyYacHOI IHIYCTpii Bigeoirop y skaHpi Survival Ta
netanbHO nociikeHo punkoBi aHanoru (The Forest, Ark: Survival Evolved), mo
JO3BOJIJIO BUSIBUTH iXHI KPUTUYHI TEXHIYHI HEAOJIKM B aClEKTaX PEHAECPUHTY
reoMeTpii, JMHAMIYHOT'O OCBITJICHHS Ta 0OMEKEHOCTI JIOTIKH IITYYHOTO 1HTEJICKTY.

— Po3rmsiHyTO apXITEKTYypHI OCOOJMBOCTI Ta I1HCTPYMEHTapiidl CydacHUX
irpoBux pymiiB Godot, Unity Ta Unreal Engine 5.

— OOIpyHTOBAaHO 1HXXEHEPHY JNOIUIBHICTH BuOOpy pymrist Unreal Engine 5 3a
paxyHOK HATUBHOCTI CHCTEM BIpTyasi3oBaHOi reoMerpii Nanite Ta ri1oOanbHOro
JTUHAMIYHOTO OCBiTJIEHHS Lumen, siki BUPIIIYIOTh BUSBJICHI B aHAJIOTax MpooOJieMHu 3
MPOTyKTUBHICTIO.

— CdopmoBaHO KOHIENTyalbHUNA 0a3uC Ta JIU3AMH-TIOKYMEHT BIJIACHOTO
MPOEKTY 3a MeTojaojoriuno moaemmo MDA (Mechanics, Dynamics, Aesthetics),
BU3HAUYMBIIIH MEXI1 iIrPOBOTO MPOLIECY Ta €CTETUYHY aTMocdepy.

B npyromy po3zaini kBamidikaniiHoi poOoTH:

— JlocnikeHo MOAYJBbHY apXITeKTypy MNOOYIOBH ITPOBUX CHUCTEM Ta
MPUHIIUIHN 00'€KTHO-OPIEHTOBAHOTO MPOEKTYBaHHS B cepenoBuili UES.

— OOrpyHTOBaHO BUKOPHUCTAHHS CHCTEMH BI3yaJIbHOTO CKPUIITHUHTY
Blueprints sik OCHOBHOTO IHCTPYMEHTY peajii3allii irpoBoi JIOTIKH, 110 3abe3nevye
BHUCOKY IIBUKICTb MPOTOTUITYBAHHA Ta THYUYKICTh MOJU(DIKaIlli KOMIIOHEHTIB.

— ChopmoBaHo  apxiTeKTypy B3aeMmojii 0a30BUX  MIJICHCTEM  Ta
CIPOEKTOBAHO €proHoMiuHUi Tpadiunuil i1HTEepdeiic kopuctyBaya (HUD) nns

MOHITOPUHTY KUTTEISUTHHOCTI IEPCOHAXKA B pEaTbHOMY Yaci.
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B tperbomy po3zaini kBamidikaiiitHoi poOoTH:

— Po3po06rieHo Ta mporpamMHO peai3oBaHO CHCTEMY BIIKMBAHHSA MEPCOHAXKA,
10 BKJIIOYAE TUHAMIYHHUM MPOPAXyHOK B3a€EMOIIOB'SI3aHUX METPUK: 3/I0POB'sl, TOJIOMY,
CIparv Ta BUTPUBAJIOCTI.

— 3anpomoHOBAaHO Ta BOPOBAHKEHO apXITEKTypHE PIMICHHS Ui CHCTEMHU
1HBEHTapIO Ta KpadTy, sike 6a3yeThCsa Ha KOMITIOHEHTHOMY ITiIXO/I1 Ta JI03BOJISIE THYYKO
OTlepYBAaTH TUIIAMH PECYPCIB 1 CTBOPIOBATH HOBI MPEIMETH.

— CHpoeKkTOBaHO Ta peani30BaHO MITyYHUN IHTEIEKT BOPOKUX MEPCOHAXKIB HA
OCHOBI ckiHYeHHUX aBToMaTiB (FSM)

— IIporecToBaHO CTBOpEHMI MPOTOTUN TPU 32 JIONMOMOIOK PYYHOTO
(GYHKIIOHATBFHOTO  TECTYBaHHS  TEeUMIUIEMHUX  MEXaHIK Ta  IHCTPYMEHTIB
npodimoBanaa UES. V pe3ynbTaTi HanaroJK€HHS BUSIBJIEHO Ta YCYHYTO J€(DEKTIB
JIOTIKM B3aeMOJil 1HTep(deicy, a 3amipy NPOAYKTHBHOCTI MIATBEPAWIH CTA0UIbHY
4acTOTY KaJpiB IMpH onTuMizoBaHOMY HaBaHTakeHH1 Ha CPU Tta O3II.

[lepcrieKTHBY MOAABIIOTO PO3BUTKY IrPOBOTO MPOEKTY:

— IHTerpamiss KoOmepaTUBHOIO MYJIBTUIUIEEPY 3a JOINOMOIOI0 MEPEXKEBOI
perutikanii pymist (UES Network Replication).

— Peaunizaniga aqropuT™MiB IpOLEAYPHOI reHepalii JaHAmadTy, poCIMHHOCTI
Ta TOYOK CIIaBHY PECYPCIB JJIs MIABUIIICHHS perpabenbHOCTI.

— CTBOpeHHS KOMIUIEKCHOI CHCTEMH 30€pEKEeHHS Ta 3aBaHTAXCHHSI iIrPOBOTO
nporpecy (SaveGame System).

— JlomaBaHHST MeXaHIKM TOBHOI[IHHOTO OYIBHHUIITBA 3aXHCHHX CIOPYI 13
MO/yJIbHOO TIpUB's3kor0 00'ekTiB (Building System).

— Posmmpenns Il cynmporuBHUKIB Yepe3 MoAaBaHHS T'PYIMOBOI MOBEHIHKH,
CHCTEM MOIIYKY YKPUTTIB Ta TAKTUYHOTO BiJICTYIIY.

— Ontumizamis rpa@iuHux nOpoduUliB Ta MIATOTOBKA (iHAMBHUX 301pOK
(Packaging) mig KoHCOJIBHI TIAT(HOPMHU TOTOYHOTO MTOKOJIIHHS.

VY poznini «be3neka KUTTEAISIBHOCTI, OCHOBU OXOPOHHM TMpall» MPOBEIECHO

KOMITJIEKCHHM aHaJli3 yMOB pOOOTH 1HXKEHepa-Tporpamicta Ta 11eHTHU(IKOBAHO
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MOTEHIIMHI IIKIJJIUBI U HeOe3MeuHl YUHHUKKA BUPOOHUYOTO CEpEeOBHINA, 30KpeMa
30pOBY HAIPYyTy Ta CTATUYHE HABAHTAKCHHSI.

BucsiTiieHoO HOpMaTHBHI BHUMOTH JO OpraHizaiii Ta €proHoMiku poO0oYoro
MICLIS, TMapaMeTpiB MIKpokJIiMary mnpuminieHHs 3 EOM; BHKOHaHO NpaKTUYHUN
IHKEHEPHUN  PO3paXyHOK ONTHUMAJIBHOTO INTYYHOTO  OCBITJICHHS  METOIOM
Koe(dillieHTa BUKOPHUCTAHHS CBITJIOBOIO TMOTOKY, a TaKOX OOIPYHTOBAHO 3aXOH 13
3a0€3MeYeHHsI €NIEKTPO- Ta MOXKEKHOT Oe3MeKH.

Takum uymHOM, yci TOCTaBieHI 3ana4yi BHUKOHAaHO. Po3poOneHuii mpoToTHI
koMmIt'toTepHoi rpu «Feral Island» € pyHkIioHaTPHIM, ONTUMI30BaHUM Ta TOTOBUM JI0

MOAAJBIIIOr0 MacIITa0yBaHHS /10 PIBHSI MOBHOI[IHHOTO KOMEPIIIHHOTO 1H/11-TIPOEKTY.
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HomaTtoxk A
JOIAATOK A - 3aroioBkoBuii Gaiijl KOMIIOHEHTA XapaKTePUCTHK

Jictunr A.1 - SurvivalAttributeComponent.h

#pragma once

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

#include "SurvivalAttributeComponent.generated.h"

// CrpykTypa mJjsg eJIieMeHTa 1HBeHTapio (lHIekcalisg MacuBy
nouyHaeTrsca 3 0)

USTRUCT (BlueprintType)

struct FInventoryltem

{
GENERATED_ BODY ()

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category
"Inventory")

FName ItemID;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category =
"Inventory")

int32 Quantity;

FInventoryItem() : ItemID(NAME None), Quantity(0) ({}
b

UCLASS (ClassGroup= (Custom),
meta= (BlueprintSpawnableComponent) )

class SURVIVALGAME API USurvivalAttributeComponent : public
UActorComponent

{
GENERATED_ BODY ()

public:



USurvivalAttributeComponent () ;

protected:
virtual void BeginPlay ()

public:

virtual wvoid TickComponent (float DeltaTime,

TickType, FActorComponentTickFunction* ThisTickFunction)

UPROPERTY (EditAnywhere,
"Attributes|Health")
float CurrentHealth;

UPROPERTY (EditAnywhere,
"Attributes|Hunger")

float CurrentHunger;

UPROPERTY (EditAnywhere,
"Attributes|Thirst")

float CurrentThirst;

UPROPERTY (EditAnywhere,
"Attributes|Staminam)

float CurrentStamina;

UPROPERTY (EditAnywhere,
"Attributes|Config")

float MaxAttributeValue;

UPROPERTY (EditAnywhere,
"Attributes|Config")

float HungerDecayRate;

UPROPERTY (EditAnywhere,
"Attributes|Config")

override;

BlueprintReadWrite,

BlueprintReadWrite,

BlueprintReadWrite,

BlueprintReadWrite,

BlueprintReadOnly,

BlueprintReadOnly,

BlueprintReadOnly,

ELevelTick

override;

Category

Category

Category

Category

Category

Category

Category



float ThirstDecayRate;

UFUNCTION (BlueprintCallable, Category
"Attributes|Actions")

void ConsumeFood (float Amount) ;

UFUNCTION (BlueprintCallable, Category
"Attributes|Actions")

void ConsumeWater (float Amount) ;

UPROPERTY (BlueprintReadOnly, Category = "Inventory")

TArray<FInventoryltem> PlayerInventory;

UFUNCTION (BlueprintCallable, Category = "Inventory")

void UseltemFromInventory (int32 ItemIndex);

private:
void HandleAttributeDecay (float DeltaTime) ;

void ApplyStarvationDamage (float DeltaTime) ;



Honaroxk b
JOJATOK b - ®aiia peaJsizamnii JJOriku KOMIIOHEHTA

Jictunr B.1 - Survival AttributeComponent.cpp

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

#include "Kismet/KismetMathLibrary.h"

USurvivalAttributeComponent: :USurvivalAttributeComponent ()

{
PrimaryComponentTick.bCanEverTick = true;
MaxAttributeValue 100.0£;
.05f;
.08f;

O

HungerDecayRate =

O

ThirstDecayRate =

CurrentHealth MaxAttributeValue;

CurrentHunger MaxAttributeValue;

CurrentThirst MaxAttributeValue;

CurrentStamina = MaxAttributeValue;

void USurvivalAttributeComponent: :BeginPlay ()

{
Super: :BeginPlay () ;

Void USurvivalAttributeComponent: :TickComponent (float
DeltaTime, ElLevelTick TickType, FActorComponentTickFunction*
ThisTickFunction)

{
Super: :TickComponent (DeltaTime, TickType,

ThisTickFunction) ;

HandleAttributeDecay (DeltaTime) ;



if (CurrentHunger <= 0.0f || CurrentThirst <= 0.0f)
{
ApplyStarvationDamage (DeltaTime) ;

void USurvivalAttributeComponent::HandleAttributeDecay (float
DeltaTime)
{
CurrentHunger = FMath::Clamp (CurrentHunger -
(HungerDecayRate * DeltaTime), 0.0f, MaxAttributeValue);
CurrentThirst = FMath::Clamp (CurrentThirst -
(ThirstDecayRate * DeltaTime), 0.0f, MaxAttributeValue);
}

void USurvivalAttributeComponent: :ApplyStarvationDamage (float
DeltaTime)
{
float DamageAmount = 1.0f * DeltaTime; // 1 oIOMHMUIA WKOIU
Ha CEeKyHOy
CurrentHealth = FMath::Clamp (CurrentHealth - DamageAmount,
0.0f, MaxAttributeValue);
}

void USurvivalAttributeComponent: :ConsumeFood (float Amount)
{
CurrentHunger = FMath::Clamp (CurrentHunger + Amount, 0.0f,
MaxAttributeValue) ;

}

void USurvivalAttributeComponent::ConsumeWater (float Amount)
{
CurrentThirst = FMath::Clamp (CurrentThirst + Amount, 0.0f,
MaxAttributeValue) ;



void USurvivalAttributeComponent::UseltemFromInventory (int32
ItemIndex)
{
if (PlayerInventory.IsValidIndex (ItemIndex))
{
FInventorylItemé& TargetItem =

PlayerInventory[ItemIndex];

if (TargetItem.Quantity > 0)
{
if (TargetItem.ItemID.IsEqual (FName ("Apple")))
{
ConsumeFood (15.0f) ;
TargetItem.Quantity--;
}
Else if
(TargetItem.ItemID.IsEqual (FName ("WaterBottle")))

{
ConsumeWater (25.0f) ;

TargetItem.Quantity--;

if (TargetItem.Quantity <= 0)
{

PlayerInventory.RemoveAt (ItemIndex) ;



