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AHoOTALAA
B naniit kypcoBiii po60Ti 0yyi0 MPOBEIECHO AOCIIKEHHS MPOoLiecy po3poOKH I'pU HA
Unreal Engine 5 3 BHKOpUCTaHHSM Bi3yallbHOi MOBHM TporpamyBaHHs Blueprint.
OCHOBHMM 3aBJaHHSIM poOOTH Oyno po3pobseHHs rpu "Mopcbkuit 61" B 3D, 1m0
JI03BOJIMJIO TMPOJIEMOHCTPYBATH MOKIIMBOCTI TOTY>KHOTO 1HCTPYMEHTY IS PO3POOKH
irop. B mpomeci pobotu Oynu IOCHiKEHI Ta BHUKOPUCTaHI pi3HI (yHKUii Ta

THCTPYMEHTH, SIK1 HaJja€ pyIIii.

['paBerp MOXke BHOpaTH CKJIAIHICTh, PO3TAIIYBAaTH CBOi KOpabii Ha IrpOBOMY IO,
abo 3reHepyBaTH BUIAJKOBE po3TairyBaHHs. Llinb rpu — 3HUIIUTH yBech (GIoOT
BOpOra J0 TOTO, SIK BOPOr 3HUIIUTH (JOT rpaBis. Ha moserieHiil ckiaaHoCTi
CYNPOTUBHUK OyJie CTPLISTH HAaBMaHHS, HAa CTAaHJAPTHIN Oyje rpaTH 3a CTPATETIElO,

TOMY I'pa CTaHE CIIPABKHIM BUIPOOYBaHHAM ISl TPaBLL.



Beryn
[[IBUAKICT, PO3BUTKY TEXHOJOTIM y CBITI Ha CHOTOJHINIHIN JIEHh € HaJ3BUYANHO
BUCOKOI0. KOXKHOTO pOKY 3’SIBISIOTHCS HOBI PIIICHHS, SIKI BHOCSThH 3HA4YHI 3MiHU B
MOBCSIKJICHHE )KUTTS. 3a OCTaHHI POKHU IIBUIKICTh PO3BUTKY TEXHOJIOTIH B CBITI 3pociia
€KCIIOHEHIIIMHO, 1110 3yMOBWJIO MOSIBY HOBHX MOKJIMBOCTEH Ta BUKJIMKIB Y 0aratbox
ramy3sx. OpHi€el0 3 TakMx Taimy3ed € irpoBa IHIYCTpis, sfKa cTaja OJHIEI 3
HANMOMyJIAPHIIINX Ta HAWIPUOYTKOBIIMIKX raixy3ei B cBiTi. 3a manumu 3BiTy Global
Games Market Report 2022, o6csr puHKy Bifeoirop ckiangae Oubine 190 MinbspaiB
noiapiB CIIA, a KITbKICTh IpaBLIB BXKe MNEPEBUILNIO 3.2 MuIbspau [1].
Po3poOka rpu — 11e 3aBxIM CKJIaJHa 3a/1a4ya, 10 MOTpedye BEIMKOI KITbKOCTI BMIHb
Ta 3HaHb. [l AOCATHEHHS METH 3a3BUYail MOTPiOHA IIIa KOMaHIa PO3POOHUKIB,
BKJIFOYAIOYM TPOTrPaMiCTiB, TpadiuHuX AW3alHEPIB, TECTyBaJbHUKIB, MEHEIKEPIB,
reiiman3aiiHepiB Ta iHMKX crenianicTiB. Koxen 3 1iux ¢axiBiiiB BUKOHYE CBOIO BJIACHY
3aJady Ta BHOCHTH CBiil BKkiaa. Hampukian, mporpaMmicTé CTBOPIOIOTH KOJA Ta
QITOPUTMH, SIKI BH3HAYaIOTh JIOTIKY Ta MOBEAIHKY NPOAYKTY, TedMIu3aiiHepu
OPUAYMYIOTh TEUMIUIeH, MEXaHIKM Ta 3arajbHy KOHIICMII0 TpH, a TpadiuHi
JM3aiiHepU CTBOPIOIOTH MOJIEN MEPCOHAXKIB, 00'€KTIB Ta jokalid. Came uepe3 Takuit
oOcAr pi3HOMaHITHOI POOOTH, OAHUM 3 KJIIOYOBUX (DAKTOPIB YCHIXy y CTBOPEHHI
SKICHUX ITOp € BUKOPUCTAHHS MOTY>KHUX THCTPYMEHTIB IS iX PO3POOKHU.
Unreal Engine 5 € onHUM 3 HaWMOMYJISIPHIIIMX Ta HAWMOTYKHIIIKX ITPOBUX PYUIIiB
KWW BOJIOIIE€ OaraTuM (DYHKITIOHAJIOM Ta 3a0e3nedye 3pydHy poOoTy Haj MPOEKTaMHU.
Bin Hagae MOTy»HI IHCTPYMEHTH JJIsl CTBOpPEHHs (13UKH, aHiMallll, rpadikyd TOLIO.
Kpim Toro, Unreal Engine 5 mae psif yHIKaJIbHUX TEXHOJIOTIH, Takux sK Nanite, 110
JI03BOJISIE BIAOOpaKaTu MUTBHOHU TEOMETPUYHHX OO'€KTIB B peaJlbHOMYy daci 0e3
3HAYHOTO BIUIMBY Ha MPOAYKTHUBHICTH, Ta Lumen, mo 3abe3neuye peanicTUUHE
OCBITJIEHHS B IrPOBOMY CBITI.
barato Bimomux irop 0yJsio ctBopeno Ha 0a3i Unreal Engine, Takux sk Ark II, Hogwarts
Legacy, Life is Strange, S.T.A.L.K.E.R. 2 Ta 1H1111, 1110 € 4y10BUMH TIPUKJIaJIaMH HOTO

e(EeKTUBHOCTI Ta MOXJIMBOCTEH [2].



1. 3araabHa inpopmanis npo Unreal Engine 5

1.1 Icropist Unreal Engine 5

[Tepma Bepcis Unreal Engine Oyna Bumymena y 1998 poui kommnaniero Epic
Games. [lepmioro rporo Ha pymrii Oyna rpa “Unreal”, sika 3’sBHiacs TOTO X POKY.
Po3poOHMKN 3HAYHO YJOCKOHAJIMJIM CHCTEMY BHUSBIICHHS 3ITKHEHb, IITYyYHUN
1HTEJIEKT, BUIUMICTh 00’ €KTIB Ta KepyBaHHs (aliIOBOIO CUCTEMOIO 1 00’ €THAIH B O/THE
nporpamHe 3abesneueHHs. Lls Bepcis pymiis mana BEIMKH BIUTUB Ha 1HIYCTPIIO
B1JICOIrOp 1 BCTAaHOBWJIA HOBHM CTaHIAPT SKOCTI Ta MOXJIMBOCTEH JJIs1 PO3POOHHUKIB
rpu. [linTpumyBanucs 0arato mnatdopm, Takux sk PC, PlayStation 2, Xbox Ta 1Hmi.

3roaomM, y 2002 pori Buiiios Unreal Engine 2. Pymniit OyB 3Ha4HO TOKpaIeHHA
Ta OTPUMAaB HOB1 MOXKJIMBOCTI, Takl SIK MIATPUMKa OUIBIIOI KUIBKOCTI TUIaTGopM Ta
MOKpAIICHUI IHCTpyMEHTap1il A1 pO3POOKH.

B 2005 pomi BuitimoB Unreal Engine 3, sikuii mie Ouibliie mokpanms rpadiky,
(b13UKy Ta 1HII MOXJIMBOCTI PYIIIisl.

19 6epesns 2014 poky Epic Games npe3eHTyBana 4 Bepcito HalKMcaHy Ha MOBI
C++. CnouaTky pyIiii po3MOBCIOIKYBaBCs 3a 19 momapiB Ha MicsIlb, aje Bxke B 2015
poOIIi cTaB OE3KOIITOBHUM JIJIsl BCIX KOPUCTYBaul, 32 yMOBH ciuiatu 5% Bija I0XO0dy 3a
MPOYKTH, siKi mpuHocsATh nmoHaa 3000 nonapis Ha kBapTai. [{e 3pobuno Unreal qyxe
NpUBAOJIMBUM [JIsl HEBEJIMKUX MPOEKTIB. UeTBepTa Bepcis pylIis MIATPUMYE BCl
cydacHi miaThopMu sl pO3POOKH.

Y TpaBui 2020 Oymo anoHcoBano Unreal Engine 5. OnmHa 3 TroJOBHUX
iHHOBaIlil — 11e Nanite, HOBa TEXHOJIOTIs, sika CIIPOMOKHA PEHJICPUTH HAA3BUYAITHO
JeTani30BaHl 00'€KTH B pealbHOMY Yacl, a TaKOX JI03BOJISIE€ JIOJaBaTH Ha CIEHY
M1IbHOHU 00’ €KTIB, HE BIUIMBAIOYM HA MPOIYKTUBHICTH. J[pyra iHHOBaIlisI — 1€ HOBA
cuctemMa ocBiTIeHHs Lumen, sika J03BoJissl€ BUPaXOBYBATHU OCBITJICHHS HA CIIEHI B
peanbHOMY daci. TakoX mojanu OaraTo HOBUX TEXHOJIOTiHM, Hampukiaan, World
Partition — HoBa cucTemMa po3Mo/IiIy CBITY Ha CerMEHTH, Ta Niagara — HOBa CUCTEMa

YaCTUHOK. [3]



1.2  OcHoBHi ¢pyHkuii Ta moxkauBocTi Unreal Engine 5.

Unreal Engine 5 — e aysxe mOTy»XHHI IHCTPYMEHT, CTBOPEHHI JIJIs1 pO3POOKH
irop, CUMYJISILIiH, BIpTyalbHOI peaibHOCTI Ta IHIINX IpOTrpam, 0 BUMAararoTh BUCOKOT
piBHs rpadikd Ta I1HTEPAKTUBHOCTI. BIiJAKpUTHUH MOYAaTKOBUH KOJA J03BOJISIE
nepenucaT pyuIii mij 0y1b siKki BAMOTH. A Bi3yajbHa MOBa IporpaMmyBanHs Blueprint
MOJIETTIIY€ PO3POOKY MEXaHIK, aHIMallli, IITYYHOTO 1HTEJIIEKTY TOIIO.

OcHoBHI cdepu B sikux BukopuctoByerhes: Unreal Engine:

1. Irpu. Pymriit ctBopeHumii A po3poOKH irop, OT>Ke Mae 6e31i4 IHCTPYMEHTIB
st iboro. Unreal Engine 3py4nuii 11 po60TH Ha/l MPOEKTOM OYJ1b-5IKOTO
MacmTady Ta 3 OyIb-IKOI KIJIBKICTIO Jrofed B kKomanmi. I[liaTrpumka
PEHJIEpPUHTY 3 TpaCyBaHHSIM IPOMEHIB, JIWHAMIYHMX TIHEHW, HASABHICTb
YHIBEpCAIbHUX 1HCTPYMEHTIB OCBITJIIEHHS Ta THYYKOTO PEIaKTOpy
MaTepianiB Ja€ MOMKIHUBICTD JIETKOI PO3POOKH SKICHOTO KOHTEHTY.

2. ApxitekTtypa. 3aBIsSKd TIATPUMII (POTOPEATICTUUHUX MOJIEIICH Ta TEKCTYP
KOPUCTYBadl MOXYTh BTUIMTH Oyab-siKi CBOi 11ei. Pyt mo3Bossie
BI3yalli3yBaTH Pi3HOMaHITHI Oy 1B, MpUMilIeHHs Ta 00'eKTH. Takox pyiii
MIATPUMYE IHTETPAIIIO 3 JOJIaTKaMH BIPTyaIbHOI PEAIbHOCTI, 10 JIA€ 3MOTY
CTBOPIOBATH BIPTyasIbHI TYPH Ta AOCIIIKEHHS 00'€KTIB.

3. Kinoingycrpisi. Bisyamizamiss B peaqbHOMYy 4Yaci Jomomarae CTyIisM
3MEHIIUTH yac Ta BUTpatu. 3a gonomororo Unreal Engine MoxHa cTBOpUTH
dboTopeaicTU4H1 Bi3yami3aiii ajg KiHO. Pymnii Hagae MOXIIMBICTb
CTBOPIOBATH CIICHU 31 CKJIQJHUMH e(]eKTaMu, TakuMU SK BHOYXH,
pyitnyBanHs Tomio. Unreal Engine 6yB BUKOpHCTaHHI TTPH 3HIOMKaX cepiary
“Manpganopens”’, e BiH JOMOMIT CTBOPUTH Bi3yalibHI e(peKkTH Ta mei3axi, a
B ¢dinmbmi “Dopa mporu Deppapi” BiH T03BOJIWUB CTBOPUTH Bizyasizailii
TOHOYHHUX Tpac Ta aBTOMOO1IIB 3 BUCOKOIO JIeTali3alli€cro. [4]

4. Tpancasauii Ta npsami erepu. Unreal Engine no3Bosisie cTBOproBaTH
peaslicTU4yHy rpadiky y peaJbHOMY 4aci, 110 B MOEIHAHHI 3 JOMOBHEHOIO
PEaTBHICTIO A€ MOXJIMBICTh CTBOPIOBATH BpaXkaroyi crielliayibHi eeKTu B

npsmomy etepi. Lle i1eanbHo MiaX0auTh AJs PI3HUX M0y a00 CIIOPTUBHUX
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MOJiH, aJ’Ke BiH JO3BOJIIE CTBOPIOBATH BIPTyaslbHI aHIMOBaH1 CTYIIi, 110
3aIikaBisaTh riasgayda. Came 3a qonomororo Unreal Engine, Ha moxii “Super
Bowl” 6yno ctBopeno rpadiky, 3D-rpaBiiiB, TpeHepiB Ta ciiBauky Pianny.
[5]
Amnimauisi. Unreal Engine mMae Bci He0OX1HI IHCTPYMEHTH JIJIsl CTBOPEHHS
a”iMarliil. 3aBAsgKd TPOCYHYTIH ¢i3ulli 1 IHCTPYMEHTaM i CTBOPEHHS
pealiCTUYHOI MOBEAIHKH BOJIOCCS, XyTpa, a TaKOoX Bizyasizalii o0audus
PO3pPOOHUKH MOXXYTh CTBOPIOBATH SIKICHI aHIMarlii IJii BUKOPUCTaHHS B
Irpax, MyJbT(1JIbMax Ta 1HIIMX MTPOEKTAX.
ABTOMOOLITI. 3aBasKu BOY/I0BaHUM IHCTpYMEHTaM, Py
BUKOPUCTOBYETHCS Y BIPTyalbHUX IIOYpyMax BiJIOMHUX aBTOMOOLIBHUX
KoMmmaHii, Takux sk “Audi”, “Chevrolet”, “Volkswagen”, “Porsche” Toro.
A TakoX JIJIsl TECTYBaHHS aBTOHOMHUX TPAHCIIOPTHUX 3aC001B O€3MEYHO IS
moaei. Unreal Engine BUKOpUCTOBYBaBCA JJISI PEHACPUHTY B PEATbHOMY
yaci pexsiamu B “Dopmyna-17.[6]
Cumyasimii. 3aBasku Unreal Engine cumymsinii ctanu peamicTUYHUMU 1
TOYHMMH. Py fa€ MOXIUBICTh 3aHYPUTHUCS Y BIPTYalIbHY PEAbHICTD 1
JIOCKOHAJI0 BHWBYHMTH Tajy3b. Hampukman, Xipyprd MOXYTh HaBUHUTHCS
orepyBaTH, a MEXaHIKU PEMOHTYBATH JIITaKU. A 3a IOMMOMOTOO MIATPUMKHU

VR-TexHo0TiH, 3aHypEeHHS CTa€ 11e TIUOImmM. [7]
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1.3 3aco0u po3podoku B Unreal Engine 5: Blueprint ta C++.
B Unreal Engine € nBa ocHoBHUX 3aco0u po3po0Oku: Blueprint Ta C++. Blueprint
- [Ie CHCTeMa Bi3yaJbHOIrO mporpamyBaHHs. Y Blueprint BUKOPUCTOBYIOTbCS “HOMU™
(By3J7I1) 3aMiCTh HaNMCaHHSA KOJY TOCTAaTHbO PO3MICTHTH iX, 3aJaTH BJIACTHUBOCTI 1

3’eHaTU MiX co0o0t0. Ha pucynky 1.1 HaBeneHuit mpuKkiiaj aJroputMy, HaMCaHU 3a

nomnomMororo Blueprints.

Pucynox 1.1 —Blueprints.

Po3poOka 3a 10mMOMOTOI0 HOJIB JOCUTh OOMEXeHa, MmopiBHsIHO 3 CH++, mpote
3HAYHO TIOJIETIIY€E YUTAOENbHICTh aJITOPUTMY 1 Tipoiiec po3poOku. Blueprint moxe
OyTH BUKOPHCTAHMI AJi1 CTBOPEHHS CKJIAIHUX ITPOBUX JOTIK, aHIMAlid, ITYYHOTO
IHTEJIEKTy, B3aeMOAIl 3 TpaBiueMm Ta Oararo iHmoro. Bukopuctanus C++ nae
porpamictaM MOBHHM KOHTPOJIb HaJ MPOIECOM PO3POOKU, a TaKOX Ja€ OUIbITY
e(eKTUBHICTh. 3a JOMOMOT0I0 000X METO/IB MOYKHA CTBOPIOBATH MPOEKTU OyAb-AKOI
CKJIAQIHOCTI, BIJ TMPOCTUX IrOp [0 CKIAJHUX BEJIUKOOIKETHUX TMPOEKTIB,
BIPTyaJIbHUX PEAIbHOCTEH Ta AOJATKIB JUIs pi3HUX miatdopm. Bubip mix 3acobamu
3QJIEKUTh BiJ] BallMX MOTpeO Ta piBHA 3HAHL MporpamyBaHHs. Hampukman, s
PO3pOOKH MPOCTHX 1TOP AOCTaTHHO BUKOPUCTOBYBATH Blueprint, a a1 ckiraguux irop
a0 creniagi3oBaHUX IHCTPYMEHTIB MOX€E OYTH KOPUCHIIIUM BUKOPUCTOBYBaTH C++.
Yacto MeToau BUKOPUCTOBYIOTBCS Pa3oM, HalpUKIIa, koyu B Blueprint HetocTaTHbO
GbyHKILIOHATY JIJIs BUPILIEHHS MEBHOI 3a/1a4l, MOKHAa BUKOPUCTOBYBATH KOA. Takox
MO>KHa CTBOPIOBATH BJIACHI HOJM, SIKI BUKOHYIOTh (GyHKUIi, Hamucani Ha C++. Le
JI03BOJISIE CIPOCTUTH TPOLIEC PO3POOKHU 1 3a0€3MEeYUTH MOBHY THYYKICTH Y BHOOpI

PIBHSI MpOTrpaMyBaHHs JUIsl pO3B'si3aHHA MEBHUX 33]1a4. B naHiii kypcosiit po6oTi 0yiio
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JTOCITIPKEHO CTBOPEHHSI I'pU 3a JoroMoror Blueprint, amke po3mip MNpOEKTy He
noTpedyBaB BUKOPHUCTaHHS KOy, a CKJIQJHICTh pO3pOOKH HE BUMAarajia Takoro pPiBHS
nporpamyBaHHs. OmHaK, Uil OUTBII CKIIATHUX Mporpam abo crenudivyaux noTpeo,
BUKopucTanHsa C++ mosxe 0yTu HeoOXiAHUM. B Oynb-sikoMy BUMAIKy, BaXKJIMBO 3HATH
oOuBa 3acobm po3poOKH, OO MATH MOKIIUBICTh BUOPATH OMTHMAIBHUN METOJ JIJIs

BUPIIICHHS KOHKPETHHUX 3a7ad.

1.4 Bararonnardgopmua mizrpumka Unreal Engine 5

Unreal Engine 5 miaTpumye Bci cyyacHi miaT¢opMu Ta orepariiiiHi CUCTeMH,
taki sk Windows, macOS, Linux, i10S, Android, PlayStation, Xbox Ta inmi. To6To
PO3pPOOHUKH MOXYTh PO3MOBCIOJKYBATH CBIM MPOAYKT Ha PI3HUX Iutatdopmax,
BUKOPHUCTOBYIOUYM OJ1MH 1 TOM camuii ko. Unreal Engine 5 Takox nigrpumye pizHi API,
taki sk DirectX, OpenGL, Metal ta Vulkan, mo m03BoJii€ BUKOPHUCTOBYBATH iX
3aJIeKHO B Tiat@opMu, Uil siIkoi BOHU po3poOistorbes. Unreal Engine 5 moxe
excrioptyBat npoekt B popmari HTMLS, mo no3Bosise 3amyckartu rpy B Opaysepi
0e3 HeoOXIAHOCTI BCTAHOBIIOBATH OyAb-sIKUM JOJATKOBHM cO(T Ha KOMII'IOTEpI
KopucTyBaua. Takoxk pymni Mae creriaibHi 1HCTPYMEHTH [Jii pO3pOOKH irop 3
MIJTPUMKOIO BIPTyaJIbHOI 200 JOMOBHEHOI peasibHOCTI. [liATpuMyt0ThCs BC1 CydacHi

VR mpuctpoi.

1.5 Pecypcu past BuBueHnsi Unreal Engine 5

Jlns BuBuennst Unreal Engine € myxe oOmupHa odimiiiHa gokymenraiis [8]. Bona
MICTUTh JIOKJIQJ{H1 TOSICHEHHS Ta MPUKJIaAN JJIsl pI3HUX aCleKTiB po3poOku. Kpim Toro,
B JIOKYMEHTAIlli MO’KHA 3HaWTH BIAMOBIAI HAa 0araTo MUTaHb, IKI MOXKYTh BUHUKHYTH
i 9ac poOOTH 3 PYIIIEM.

CniunbHoTta Unreal-po3poOHUKIB 1OCUTH BEIUKA, TOMY icHYe Oarato (opyMiB, 4aTiB,
KypCiB Ta HaBYAJIBHHX BifleOMaTepiajiB, SKI MOXYTh JOTIOMOTTH BHUBUYWUTH PYIIIii.
Hanpuknazn, na ¢popymi Unreal Engine [9] a6o B BimnmoBigHii Temi Ha Reddit [10]
MOXHa 3HaUTH BIAMOBII HA PI3HOMaHITHI 3alIMTaHHS, @ TAKOK MTOOAYUTH MPOEKTH, K1
po3po0stoTh iHII KopucTtyBaui. Kpim mporo, Unreal Engine mae cBiif BiacHwmiA

HaBuasibHUM pecypc Unreal Online Learning [11], saxuii Hajlae 6€3KOITOBHUM JOCTYII



12
10 0araTh0X KypciB, pi3HOTO PiBHS ckiaaHoCTi. KpiMm Toro, € 6arato oHJIaiH-KypCiB,

K1 MOYKHA 3HAWUTH Ha IHIIUX IIaTGopMax.
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2. JlocaigieHHs1 aKTYaJbLHOCTI TeMu

2.1 Amnani3 puHKYy irop

3riHo 3 3BITY mpo cBiToBUi puHOK irop “The Global Games Market 2022 Bia
Newzoo, irpoBa iHIYCTpis qy’Ke BEJIMKaA 1 MBUAKO po3BUBAETHCS. Tinbku B 2022 porri
3.2 MUIbsSIpJIM TpaBLIiB BUTPATUIN Maitke 200 MUTbApAIB 101apiB, 110 Ha 2% Olibliie 3a
2021. Jo 2025 poky, 3a mpOrHO30M, KUIBKICTH T'paBILiB 3pocTe A0 3,5 MiJbspra
(pucyHok 2.1), ki 3reHepy0Th 225 MimbsapaiB goiapiB (Pucyrok 2.2),. lle Bpakaroun
nudpH, MO CBIIYUTH PO MOMYJIAPHICTh chepH, OTKE po3poOKa Irop € BaXKIMBOIO 1

MIEPCIIEKTUBHOIO TaTy3310, SIKa MPUBEPTAE yBary iHBecTopiB. [1]

Global Player Forecast
2020-2025

3,534M

3,198M
3,057M 2022 PC Players

2,879M 1,045M
2022 Mobile Players
2,675M
2022 Console Players
603M
g .
2020 2021 2022 2023 2024 2025

Pucynox 2.1 — Ilpoenos kinekocmi epasyie 6io Global Games Market Report 2022 [1].

Global Game Revenue Forecast
2020, 2021, 2022, and 2025

$225.7Bn

$196.8Bn

$192.7Bn
$179.1Bn

2020 2021 2022 2023 2024 2025

Pucynox 2.2 — Ilpoenos npubymxis 6io icop 6io Global Games Market Report 2022 [1].
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2.2 A”aJi3 icHy4ux irop, pospoosenux Ha Unreal Engine.

Ha Unreal Engine 5 po3po0JisitoThCsi COTHI 1FOp KOXEH piK. PylilieM KOpUCTYIOThCS SIK
BENUKI CTYAll, sl po3poOku AAA-NPOEKTIB, TaK 1 PO3POOHUKU-TIOUATKIBII, IS
CTBOPEHHSI HEBEIMKUX CUMYIATOPIB. 2022 pik BBAXKAETHCA OJHUM 13 YCIHIIIHUX JIs
po3poOHukiB Unreal y BcboMy CBITi. 3a 1eil pik BUHILIO 0araTo JOBrOOYIKYBaHUX
irop, cepes SIKUX MPUTOAHMIIbKI OOWOBUKH, (haWTHUHTH, POJBOBI irpH, irpy VR Ta

Oararo iHmIoro. [12]

Irpu, po3po6aeni na Unreal Engine npogatotbes 3a Buniumu 1iHamu, 1o Unreal €
KpaluM pyIIieM JJisg MacIITaOHUX MpoeKTiB. 25% irop Ha Unreal cTapTytoTh 3a 1IHOIO
$29,99+, mopiBasHO 3 Jmmre 6% irop Ha Unity. IliHoBy mno3Hauky $49.99+
HaMaraloTbCs JOCATTH Maibke BUKIIOYHO irpu, po3pooOsieni Ha Unreal abo Ha
KacTOMHHX pyIrisx. Tum yacom, 85% Bcix 1HIIKX pyIIiiB BUTYCKAIOTHCS 32 MIHOKO JI0
$19.99. (Pucynok 2.3). Irpu Ha Unreal 3aiimatots 15.34% Bix Beix irop Ha 2021 pik y

Steam, 3a Bepciero Game Developer [13] (Pucynok 2.4).

Launch Prices by Engine

100% $4.99-$9.98
. - e

. 261 @ 59.99-514.98

90% 13
23 16 @ 51499-$19.98
_ 5 $19.99-§29.98
80% &
© $29.99-$39.98
, 973
70% 70 @ 539.99-%49.98
719 9.99+
60% @
50% 538 337
40%

188
30%
20%
10%

0% 57 122 65 63 1045 979 185 61
Adobe_AIR  GameMaker Ren'Py RPGMaker Unity Unknown Unreal XNA

Engines with 100+ games with 50+ ratings, released 2016 or later, priced at $4.99+

Pucynox 2.3 Iinu na iepu nio uac sunycxy [13]
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FNA 0.00% =T
Adobe AIR c/ \

RPGMaker 2.68%

Unknown 19.39% >

Pucynox 2.4 Biocomok suxopucmanus pywiis y Steam cmanom na 2021 pix [13]

2.2 TlopiBusanus Unreal Engine 5 3 rosioBHumM KoHKypeHTOM, Unity.

Unity — e rosmoBamii koHkypeHT Unreal Engine Ha choromni. O6uaBa pyimii
MarTh CBOI IepeBaru Ta HeaoJiku. Unity BUKOPUCTOBYE MOBY mporpamyBaHHsi C#,
sKa BBAXKAE€TbCA JIETKOIO, MA€ JyK€ IHTYITUBHO 3pO3yMUIMH 1HTepdeiic Ta mpocTy
apXITEKTYpY, IO JT03BOJISIE PO3POOHUKAM CTBOPIOBATH IrPU IIBHUJKO Ta €()EKTHUBHO.
Takox Unity Hag3BUYaiiHO 3pydHHid U1l po3poOku 2D Ta MoOuIbHHX irop. Bin

BIJIOMUH 3py4YHUM 1HTEp(DEcoM, OTKE MITXOIUTh ISl TOYATKIBIIIB.

VY Totii xe yac, Unreal 6inbiire miaXoauTh 711 MAaCIITAOHUX MPOEKTIB 3 AKICHOTO,
a 1i”Homi (oropeamicTuuHor rpadikoro. Unreal BBaxkaeTbcs pyIlIiieM s
BenuKOOOKeTHUX AAA-irop. A cuctema Blueprint 103Bossie CTBOPIOBATH CKIIaJIHI
ITOPUTMH, HE 3HAFOUX MOBH ITPOTPaMyBaHHS, III0 pOOUTH HOTO OLIBIIT TOCTYITHAM JIJIS

aHIMaTOpPIB, XyJA0XKHUKIB Ta IHIIHUX Tpodeciil.
BizyanbHi egpexTn

O6uaBa pymiii CTBOPIOIOTH Bi3yadbHI €(PEKTH dyX,e BHCOKOI SKOCTI, aje

Bi3yallbHI €(peKTH, 5IKi CTBOPIOThCs B Unreal BBaxkaroTbest kpamumu, Hix B Unity.
Penaepunr

Unreal nigTpumye mBuAmumi pesaepunr, Hixxk Unity
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AHiManisa

B Unreal iHcTpyMeHTH aHIMaIii CKIaAHimI, 60 po3paxoBaHi Ha MpodeciiHuX

PO3POOHUKIB 1TOpP.
Moga nnporpaMmyBaHHs
Unreal Engine BukopuctoBye C++, Toni sik Unity — C#.
IncrpymenTu

BinpiricTs 1HCTPYMEHTIB B 000X pyIIIfAX CXOXi 3a (DYHKIIOHAJIBHICTIO, aJie €
Taki, siki Tpebda 3ragatu okpemo. Hanpukian, mryunuii intenext. Cuctema Behavior

Tree 103BOJIsIE 3 JIETKICTIO CTBOPIOBATH CKJIAJIHI ClIEHAP1i TOBEAIHKHU.

~J Has Line of Sight?
orts both

! Chase Playe
Sequence

2 Patrol
Sequence
] 2
=« Rotate to face BB entry
Rat; oFaceBBEntry. EnemyActor Movi e
®

=¢ BTT_FindRandomPatrol g —
BTT FindRandomPatrol. .2 Wait
»= Move To Wait. 4.0+-1.0

MoveTo: PatrolLocation

Pucynox 2.5 Behavior Tree [14]

MacmTad npoexTy

Unity gy»xe momyJisipHuii cepen iHai-po3pooHukiB. A Unreal — cepen Benukux
cryniid, Ha Unreal Marketplace 6araro qoaTkoBUX IUIariHiB, a TAaKOX PECypCiB, SIK1

MOXHa BHUKOPUCTOBYBATU IJIsI CTBOPCHHSA HpOTOTI/IHiB. Komm CIIpaBa AOXOOUTb OO0
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BEJIMKUX TpoekTiB, Unreal miaxoauTs Habarato Oubllle, OCKIIBKM BEJIMKI CBITU €

cnabkum micteMm st Unity.

[le oxHi€0 TPUYUHOIO, YOMY BeJIMKI po3poOHUKH obupatoTh Unreal, € Te, 110
BiH Ma€ BIJIKpUTHNA BUXITHHA KojA. Bu MokeTe mepenmucaTd pyIniid MOBHICTIO I
BUMOTH Balioro npoekty. Tak poOnsaTs O6arato cTyail, sik, Hanpukiaa, Epic Games

st Tpu “Fortnite”.[15]
KoayBanns

O6wuaBa pyuiii MaroTh MOAIOHMM Bi3yasibHUN penakTop kony (Blueprint B Unreal
Engine 4 ta Prefab B Unity). Onnak BoHu Biapi3HsawoThcs: Blueprint B Unreal - 11e
dbparMeHT Koy, CKOMITUIbOBAaHMM KOJIOBUM TeHeparopoM Unreal st oTpumaHHs
nificioro kiacy C++. Unity's Prefab — 1ie mpocto iHCTpyMeHT iHTEpdeicy
KOpPHUCTYyBaua, KM Jomomarae BaM 3B'si3aTu pi3HI ckpuntu pazom. B Unreal Bu
MOJKETE CTBOPIOBATH TPy, BUKOpUCTOBYyIouW juine Blueprint, ToMy mo BOHH €
TIOBHOIIHHIMH YaCTHHAMH Kojy. HMoro nmepesara y mpoJyKTHBHOCTI CTa€ 0UEBHIHOIO

31 301JIBIIIEHHSIM CKJIATHOCTI ITPOBUX CIIEH.
IIpogyKkTHBHICTH

I3 poctom irpoBoro cBiTy, Unity 3011bliIye 4ac BUKOHaHHS, Toai sk Unreal

Engine 1iporo He poOUTH.

Bubip mix Unity Ta Unreal Engine 3anexuTs BiJ noTped po3poOHUKa Ta BUMOT
KOHKPETHOTO TPOEKTY. SKIO MPOEKT BUMAarae OuUIbIIOi rpadiyHOi CKIATHOCTI Ta
dotopeanictuunoi rpadiku, To Unreal Engine moxe Oytu kpamum BuOopom. Arie
SKIIO METOI0 € CTBOPEHHS MEHINO1 TpH, 30kpemMa MoOUTbHOI un 2D-irpu, To Unity

MO>Ke OyTH OUTBII BAATHM BUOOpPOM. [16]
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3.  Peanizauis rpu na Unreal Engine 5

3.1

Onmuc rpu

OcHoBHE 3aBJlaHHsI — CTBOpUTHU Ipy “Mopcbkuit 01i” Ha Ha Unreal Engine 5,

BUKOPHUCTOBYIOUH cUCTeMY HOiB Blueprint.

['pa ymoOBHO noAiisieThes Ha 3 eTanu:

Memn1o. Mento — 11e niepiiie, 1mo 6aunTh KopucTyBau. Ha expani 3’ siBisieTbest
181 KHOTIKK: “ITouamu 2py” 1 “Buxio”. Ilicns HaTUCKaHHS Ha MEPIIy, MEHIO
3alponoHye o00patu CKIamHICTh: “Cnpowena” 1 “3euuatina”. llicns
HATUCKaHHS Ha IPYTY, Tpa 3aKPUBAETHCS.

Po3mimennsi kopaoJis. Ilicis BuOOpy CKIaTHOCTI, KOpUCTyBady Tpeda
po3MicTUTH CBOi KopaOii Ha irpoBomy mnoni 10*10. 3a momomororo
nepecyBaHHS MUILI MOKHA 00paTH po3TallyBaHHs KopabJs. 3a 10IOMOI 00
KHOIIKM “R” MoxkHa o6epratu kopadens (Ha 90 rpaayciB 3a 1 kiik). SAkiio
oOpaHe po3TallyBaHHsS KOpalOyii HEMOXIJIHMBE, KOpaleiab MiACBIYY€EThCS
YEpBOHUM, B MPOTHJICKHOMY BHITAJIKy — 3€JICHUM. 3a JOMOMOTOI0 JIiBOI
KJIABiIlll MHUIIII MOKHA TOCTABUTH KOpabenb, SKIIO 1€ MOMJIUBO. Takox,
JocTyIHa (YHKIIIS BUMAJAKOBOTO PO3TalllyBaHHS Bipa3y BChOTo (JIOTy Ha
kiasimy “G”.

butsa. Ilicns po3ramryBaHHa KopaOiiiB MOYMHAETHCS “BUTBA” 3 IITYYHUM
IHTEJIEKTOM. 3’ ABJISIETHCS TIYCTE MOJIE BOPOTra, MO SKOMY MOXHA “CTpUISITH
3a gomomororo mwutm. IIITydHwii iHTENEeKT MOXKe MpamroBaTH 3a JIBOMA
CIIEHapISIMH: Ha CIPOIICHIN CKJIaIHOCTI KOXKHA KJIITUHKA JIJIS TTOCTP1LTy Oyie
BUOMpATHUCS BUIAJKOBO, Ha 3BUYANHIA — BUOIp KIITUHKU OyJie 3anexaTh
BiJl MUHYJIUX Bily4aHb. Ha 3BHMuaiiHiii CKJIaQJHOCTI MOBEAIHKA IITYYHOTO
IHTEJIEKTy MOAIOHAa J0 JIIOACHKOI. [HTENeKT cTpinsie HaBMaHHS, TOKUA HE
BIy4UTh, Ticis BiaydaHHs LI HamaraeTscst 3p0o3ymiTH MO3UILIIO KOPaOis 1
Oyne Hamaratucs Horo 3HUIUTH. [1icis mepemMoru un nopasku, KOpUCTyBad
MOBEPTAEThCSI HA eTanm MeHIo. BiH mMoke abo mouaTu 1ie ofHy rpy, ado

3aKPUTH JOJATOK.
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3.2 Peauaizanis. Oraag kiaacis.

ITouneMo 3 OCHOBHHX KJIaciB

BP_MainCharacter. Kiac mnepconaxy. JlodipHiii kiac BOyIOBaHOTO Kjacy
“Character”. Mictuth cranmaptauii kiac-kamepy i kiac BP_Clipboard () 3 momem
Bopora (Pucynox 3.1.1). Takoxx Kiac MICTHTh JIOTIKY 3 I€peCyBaHHs

BP_Clipboard (Pucynok 3.1.2).

Pucynox 3.1.1 BP MainCharacter

Pucynok 3.1.1 Jlozika knacy BP_MainCharacter
BP_MainPlayerController. Knac kontposepa. JlodipHiii kKi1ac BOyJJ0BaHOTO Kjlacy

“PlayerController”. Mictuts B co6i komnonent “AC_FieldInteraction(3).

Transform Component (TransformComponent0)

AC_ShipPlacementComponent

Pucynox 3.2.1 BP_MainPlayerController.
AC_FieldInteraction. [ouipniii kiac BOymoBaHoro kiacy ‘““ActorComponent”.
MictuTh HalamTyBaHHSI KepyBaHHs. ‘“Uutae” HeoOXiJHI HaTUCKaHHS KJIABIII Ta

MOBITOMJISIE BC1 HEOOX1aHI Kiacu mpo 3Minu (Pucynok 3.3.1). Kosken Tik OHOBITIOE
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no3uilito mutii 3a gonomororo ¢yHkii “UpdateMousePosition” (Pucynok 3.3.3),
BUPAXOBYE KOOPJWHATY KJIITUHHM Ha TOJ1 1 MoBigomiise mpo 1e mnoje (PucyHok
3.3.2). dynkmii “UpdateMousePosition” Hajacuiae mpomiHb Big kKamepu y ii
HaNpSMKY 1 4yeKae Ha TepeTUH 3 moJyieM i rpu. [licas 1mporo mo KoopAanHATaM
MoJIsl 1 KOOpAWHATAM TIEPETHHY MPOMIHHS 3HAXOJUTh KOOPIAWHATY KIIITHHKH.

OyHKIIis TOBEPTA€E 3HANUICHE MOJIE 1 KOOPAMHATH KIITHHKH.

Pucynox 3.3.1 Jlocixa knacy AC Fieldlnteraction.

Pucynox 3.3.2 Jlozika knacy AC Fieldlnteraction.

Pucynox 3.3.2 @ynxyin UpdateMousePosition.
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4. BP_FunctionLibrary. Biomoreka ¢ynkiii. JlouipHiii kiac BOYJOBaHOIO Kjacy
“BlueprintFunctionLibrary”. MicTuTh OCHOBHI yHIBEpCcaIbHI (QYyHKII, SKI
BUKOPHUCTOBYIOTHCS y PI3HUX Kiacax npoekTy (Pucynok 3.4.1).
Oyuxyis “PossibleToPlace” mnepeBipsie, 4yd MOKHa BCTAaHOBHTH KOpaOEIb.
(Pucynok 3.4.2).
@ynxyis “PoslsValid” mepeBipsie 4n Hanexarh KOOPAWHATH irpOBOMY ITOIIO
(Pucynok 3.4.3).
Dynryis “GetAllCordinatesFromFirst ” i3 oxgHiel KoopauHATH, TUITY KOpaOms i
HaIpsMY 3HAXOJUTh yCl1 KoopAauHaTH Kopadis (PucyHnok 3.4.4).

FUNCTIONS

T GetRatio

T Get Main Player C

I Get Main Pla

T GetallCordinatesFromFirst

Pucynox 3.4.1 @ynkyii kracy “BlueprintFunctionLibrary .

Pucynox 3.4.2 @yukyis “PossibleToPlace .

[ Pos Is Valid [ Return Node
-]

Pos Return Value

Pucynox 3.4.3 @ynxyin “PoslsValid .



22

Pucynox 3.4.4 @yuxyis “GetAllCordinatesFromFirst .

5. BP_GameState. Jlouipniit kiiac BOyaoBaHoro kiacy “GameStateBase”. Came 1eit
KJIac BIJMOBIJIA€ 3a MOCHIAOBHICTh Ipu. Kilac Ha movaTKy BCTaHOBIIIOE 3HAYCHHS
3MmiHHOI “GameState” Ha “Arranges”, e eran po3TainryBaHHs kopaOumiB. Ilicis
BOTO CTBOPIOETHCS 00°ekT kiacy “BP_MainField” (Pucynok 3.5.1). Ilicns
YCHIIIHOTO po3TamyBaHHs (iorta, cropamroe generat “ShipsPlaced”. Tenep
CTBOPIOETHCS TIOJIy CYyNpOTHUBHUKA, a “GameState” BcTanoBmoeTbest Ha “Fight”
(Pucynoxk 3.5.2-3.5.3).

[Ticnsa BukinKy nenerara “OnShot” odupaerbes uust uepra rpatu (Pucynok 3.5.4).
SAxio yepra mMTYYHOTO 1HTENEKTY, TO BUKIUKaeTbes GyHkuis “Al Fire” y kmaci
“AC_ShotAI” (Pucynok 3.5.5). Ilicna Bukmuky nenerara “ AllShipsDestroyed”
“GameState” BcTraHoBmOEThCA Ha “GameOver”, Ha €KpaHI CTBOIOETHCS BIJKET

“WBP_GameOverMenu” (Pucynok 3.5.6).



LENGTH =

ET

Pucynox 3.5.1 Jozixa knacy “BP_GameState .

Pucynox 3.5.2 Jozixa knacy “BP_GameState .

Pucynox 3.5.3 Jlozixa knacy “BP_GameState .

Pucynox 3.5.4 Jlozixa knacy “BP_GameState ”.

23
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© NextMove

Pucynox 3.5.5 Jlocixa xnacy “BP_GameState .

Pucynox 3.5.6 Jlozixa knacy “BP_GameState .

gameState E Game State
TurnToShot E Turn to Shot
BP_MainField BPF Main Field
BF_EnemyField BF Enemy Field

Difficulty E Difficulty

Pucynox 3.5.7 3minni knacy “BP_GameState”.

6. BP_ParentField. BbarpkiBchkuii kiac irpoBoro moisa. Y ConstructionScript
3amaerbes citka moist (Pucynok 3.6.1). Ha moyarky BUKOHaHHS KJ1ac 3a JIOTIOMOT OO
byukmii “ImportShipKit” (Pucynku 3.6.2-3.6.3) iMmopTye criucok KopaOJiB s
rpu 13 Tabmuui “DT_ShipKit” (Pucynok 3.6.4).

B xnaci BP ParentField Oararo ¢ynkmiii, siki OyIyTb BUKOPHUCTOBYBAaTHCS B

JOUIPHIX KJacax.

OyHKIIIi:

o “FieldSetCurrentPos” BUKIMKAETHCS MPH HABEACHI Kypcopa Ha KIIITUHKY ITOJISL.
B nouipnix kiacax nepenucyerbes (Pucynok 3.6.5).

e “Field Action” BUKIMKAETbCS MPH HATUCKAHI Ha KITHHKY TOJs. B godipHix

KJ1acax nepenucyerbes (Pucynok 3.6.6).



25
“Get Neighbours” 3HaX0OUTH YC1 KIITHHKH “‘cycian’ 3 naHoro (Pucynoxk 3.6.7).
“Possible To Place On Field” niepeBipsic un HeMa KIITHUHOK JAHOTO KOpaOis
cepell 3aloBHEHUX, TOOTO TeEpeBipsie, UM MOXJIHMBO TIOCTABUTH Kopabemnnb
(PucyHnok 3.6.8).
“Clear Field” Ouuiye mone Bif KOpaOmiB. 3aHOBO IMIIOPTY€ CIHCOK HE
po3ctaBieHux kopabiiB (Pucynok 3.6.9).
“Pop Next Ship to Add” Bunyuae 1 noBepTae OJuH KOpaOeib 13 CIUCKY He
po3craBieHux kopadmiB (PucyHnok 3.6.10).
“SetCurrentShip” BCTaHOBIIOE 3MIHHY MOTOYHOIO KOpaOJsi Ta BUKIUKAE
nenerat “OnAllShipsPlaced”, skmo norounoro kopabns Hemae (Pucynok
3.6.11).
“Generate Random” 3HaxoIuTh BUNAJAKOBY pPO3CTaHOBKY ¢uoty (PucyHox
3.6.12-3.6.13).
“Place Ship” Jlonae KIITUHKH, 5IK1 3aliMa€ OCTAJIEHUN KOpabellb J0 MacHUBY,
7o/1a€ AaH1 KopadJst A0 BiAMOBIIHOTO MacuBy (PucyHok 3.6.14).
“Get Location From Field” KoHBepTye TO3HWIIII0O Ha TMOJI B JIOKaJIbHI
koopauHatu (Pucynok 3.6.15).
“Get Ship Location From Field” koHBepTye MO3UIII0 KOpaOysi Ha MOl B
nokanbHi KoopauHatu (PucyHok 3.6.16).
“Shot” poOuTh “mocTpiI’”: MEPEBIpsiE KOOPUHATH, CTBOPIOE BIJIMOBITHY MITKY
B 3aJIEKHOCTI BiJl BIy4aHHs, CTBOPIOE e(PeKTH, BUKIUKAE nernerar “OnShot”,
MOBEPTAE YCHIIIHICTh MOCTPUTY, YA € BIyYaHHS, YW € 3HUIIEHHA KOpaos
(Pucynox 3.6.17-3.6.19).
“Update Ships” Bigmidae Bci CyCiJiHI KJIIITUHKYU 3HUIIEHOTO Kopabis (Pucynox
3.6.20-3.6.21).
“Spawn Effects” CtBoproe edekTn Ha KoopAuHaTax. B mouipHix Kimacax

nepenucyerbes (Pucynok 3.6.22).
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3wminHi (PucyHok 3.6.23):

Field 36epirae cTBopeHi cTiHKH MO,

FilledCells 36epirae xniTuHKH, Ha SIKHX € KOPAOJIi.
DataShipKit micTuTh TabyHIIO0 KOPaOIIiB.

Ship Kit 30epirae He po3cTaBiieHi KOpaoi.
CurrentShip 36epirae Bubpanuii kopadeJb.

Ships 306epirae qani cTBOpEeHUX KOpaOIIiB.
CheckedCells 36epirae nmepeBipeHi KIITUHKA TOJIS.

Hits 30epirae cTBOpeHi MITKH BITy4YaHHSI.

Jucnatuepu (neneratu):

OnAllIShipsPlaced BukiMKaeThCsl, KOMM KOPHCTYBad pO3TallyBaB BCi
KopaoJ.
OnAllShipsDestroyed BUKIIMKa€ETHCS, KOJU BC1 KOpabJil OJiHI€T 3 KoMaH 1 OyB

3HHUIIEHI.

OnShot BUKJIMKA€ETHCS, KOJIU OJIUH 3 TPABIIB “CTPLISE”.

Pucynox 3.6.1 Jlozixa knacy “BP_ParentField ”.



F Tmport Ship Kt

&> Event BeginPlay [E Sequence

»y —---

¥ Fop Next Ship to Add

Pucynox 3.6.2 Jlozixa kracy “BP_ParentField .

Ship Kit

Data Ship Kit

I import Ship Kit 7 Get Data Table Row Names (EForE=ch Toop 7 et Data Table Row
g 4 » P Exec
Tabe O y e = aTa

[ Return Node
»
_ Ship Kit
Ship Kit

Pucynox 3.6.3 Jlocixa knacy “BP_ParentField .
DEICREDS

f Name

4-deck

1-deck

Pucynox 3.6.4 Tabnuys “DT_ShipKit”.
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[ Field Set Current Pos

» Key [Mone |

Development Only

~

Pucynox 3.6.5 @ynxyia “Field Set Current Pos” knacy “ BP _ParentField”.

[ Field Action
| o ———— i ]
Position

Direction
Print to Screen

Print to Log
Text Color

Duration |

Development Only
~

Pucynok 3.6.6 @ynxyin “Field Action” kracy “ BP_ParentField”.

Addpin ©

- [
ADDUNIQUI

N

\ et
»

Pucynok 3.6.7 @ynxyin “Get Neighbours” kracy “ BP _ParentField”.
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Filed Cells

G ForEach Loop T Branch . I Return Node
e —_— L »

7 GetNeighbours

 Place On Field

Conditon  Faise [ Retun Value

CONTAIN

[ Return Node
»

Retum Value

Pucynox 3.6.8 @ynukyis “Possible To Place On Field” knacy “BP_ParentField”.

¥ import Ship Kit 7 Pop Next Ship to Add ¥ SetCurrent Ship
[ Clear Field a . - o
» = | taag | B » e i e ) »
CLEAR

Torger [3elf | ShieK Ship Target [salf | MextS

Pucynox 3.6.9 @yuxyia “Clear Field” knacy “BP_ParentField”.

Pucynok 3.6.10 @ynxyin “Pop Next Ship to Add” kracy “BP_ParentField”.

I Set Current Ship = . T Branch B Retum Node
» 2 S ———_ P ——

Conditin  ralse Output Get

& Place! Retum Node
Placed Sl Retum Nod

Pucynok 3.6.11 @ynxyin “SetCurrentShip” kracy “BP_ParentField”.
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Pucynox 3.6.12 Oynukyis “Generate Random” knacy “BP_ParentField”.

Pucynox 3.6.13 @ynukyia “Generate Random” xnacy “BP_ParentField”.

Filled Cells
NN m
[ Place Ship -|: Branch

P — P True [

Ship Data Condition *a Ise

_ >
Ghost? |\PPE "“'

= Break F_ShipData

F Ship Data Ship Type

Coordinates

Pucynox 3.6.14 @ynuxyis “Place Ship” knacy “BP_ParentField”.
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Pucynok 3.6.15 @ynxyin “Get Location From Field” knacy “BP_ParentField”.

Pucynok 3.6.16 @ynxyia “Get Ship Location From Field” knacy “BP_ParentField”.

Pucynox 3.6.17 @ynxyin “Shot” kracy “BP_ParentField”.



32

Pucynox 3.6.18 @yuxyia “Shot” knacy “BP_ParentField”.

Pucynox 3.6.19 @ynukyia “Shot” knacy “BP_ParentField”.

Pucynox 3.6.20 @yuxyia “Update Ships” knacy “BP_ParentField”.



CFor EachLoop
| == Loap sady B

" Rtach Actor To Actor

ast P

ot ship
F: Select

= Break F_ShipData

o= Ship Location from Field.
. Tramsform

Pucynox 3.6.21 @ynxyia “Update Ships” knacy “BP_ParentField”.

Destroy Actor

[ETForEschToos & VAT T

» o b e evaid B » ROl = = = e e e e i Y [

Ay mputcsEst  abiot vaid [) condmion  Fase [ Target

CONTAINS

[ P e

» »
/ g [ |
o

e

IS EMPTY

Pucynox 3.6.22 @yuxyia “Update Ships” knacy “BP_ParentField”.

...
B spawn Effects F Print String

» »

Hit? In String
[ Error: Function not implemented |

Ship Destroyed

Location O» Print to Screen

Print to Log
Text Color
Duration | 10,0

O Key | None

Development Only
el
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Pucynox 3.6.22 @yuxyia “Spawn Effects” knacy “BP_ParentField”.

Field

FilledCells

CurrentShip

CheckedCells

Hits BP Parent Hit

Pucynox 3.6.23 3minni knacy “BP_ParentField”.

EVEMT DISPATCHERS

Pucynok 3.6.24 Hucnamuepu knacy “BP_ParentField”.

7. BP_MainField. Knac macnimyerbcs Big kiacy “BP_ParentField”.

Dynkyii:

o “FieldSetCurrentPos” IlepeBusHauae ¢hyHKII10 0aTbKIBCHro Kitacy. Po3mirrye
“mpo3opwuii” kopabdis Ha ot (PucyHok 3.7.1).

o “FieldAction” llepeBu3zHauae (QyHKIIIO OaTbKIBChIo Kkjacy. Po3minrye
Kopabeinb Ha noi (Pucynok 3.7.2).

o “ClearField” TllepeBu3nauae (QyHKIit0 OaThKIBCBIO Kiacy. Bukinukae
¢byHKIIII0 6aTHKIBCHKOTO KJIaCy, BUAAJIsi€ CTBOpEHi kopadii (Pucynok 3.7.3).

o “SetCurrentShip” llepeBuzHauae (yHKIIIO OaThKIBChro Kiacy. Bukinkae
byHKIII}0 0aTEKIBCHKOTO KJIaCy, OHOBJIIOE PO3TAIlyBaHHS ITPO30pOro Kopaodis
(Pucynok 3.7.4).

o “PlaceShip” IlepeBu3Hauae GpyHKIII0 OaTBKIBCHIO Kiacy. Bukivkae QpyHKIIi0
0aTBKIBCHKOTO KJIacy, CTBOpIOE Kopabdenb (PucyHnok 3.7.5).

o “Spawn Effects” llepeBusnavae ¢QyHkiito OarbKiBchro kiacy. CTBOproe

edextu (Pucynok 3.7.6).
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Pucynox 3.7.1 @ynxyisn “Field Set Current Pos” kaacy “BP_MainField”.

Pucynok 3.7.2 @ynxyin “Field Action” kzacy “BP_MainField”.

f Destroy Actor

[ Clear Field € Parent: Clear Field G For Each Loop
[ —— Y P—_— e P >}

arget

Pucynox 3.7.3 @ynukyia “Clear Field” kracy “BP_MainField”.

Pucynox 3.7.4 @ynxyin “SetCurrentShip” kzacy “BP_MainField”.
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Pucynox 3.7.5 @ynxyisn “PlaceShip” kracy “BP_MainField ”.

Pucynok 3.7.6 Dynxyin “ Spawn Effects” kracy “BP_MainField”.

8. BP_EnemyField. Kiac nacmigyerscst Bim kimacy “BP ParentField”. Ha crapri

BUKOHAHHS 3aIycKae (QyHKII0 0aThbKiBChKOTO Kiaca (Pucynok 3.8.1).

OyHKII:

*  “FieldSetCurrentPos” IlepeBusHauae ¢hyHKII10 0aTbKIBCHIO Kitacy. Po3mirrye
npunii Ha o (Pucynok 3.8.2-3.8.3).

»  “FieldAction” IlepeBu3Hauae GyHKIIIIO OATHKIBCHIO KJIACy. 3/M1MCHIOE TOCTPLIT
(Pucynok 3.8.4).

“Spawn Effects” IlepeBuzHauae (QyHKIIIO OaTbKiBChro kiacy. CTBOpro€

edextu (Pucynok 3.8.5).



- " &> Generate Random
> Event BeginPlay §> Parent: BeginPlay e

P — P P>

Target [self |

Pucynox 3.8.1 “BP_EnemyField”.

[ Field Set Current Pos £’ Switch on E_GameState

— L1 7 Destroy Actor
s GET !
» — None [ £ Switch on E_TumToshot

» Te B ——9 Is Valid = » »

Position Selection ) » None D / Condition  False D> Is Not Valid b~ Target

Direction Fignt B / Selection Player B —/ BP Target \-o—o
Game Over [ i

AD
Target Pos [09]
F Gel Game State

As BP Game Stat
e Taget  Game State

Target  Tumto Shot

Pucynok 3.8.2 @ynxyin “FieldSetCurrentPos” kracy “BP_EnemyField”.

Checued ke

CONTAIN:

At 8P Target

7 Rtach Aetor To Actor

¥ GetLocaton fomFieid

Pucynox 3.8.3

@ynxyia “FieldSetCurrentPos” knacy “BP _EnemyField”.

[ Field Action

GET
» None D £ Switch on E_TumToshot

» [ — 15 Vabd P
Pasition _— None [ / P e s Successful Is Not Vabd =
Direction Selection Player B

Pos Hit? BP Target

—— ¥ ‘Shot
£' Switch on E_GameState Targ.

D SEE Ship Destroyed
J GetGame State

s BP Game State
Torget  Game State

Terget  TumtoShet

Pucynox 3.8.4 @yuxyis “FieldAction” kracy “BP_EnemyField”.
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Spawn Effects

& Parent: Spawn Effects

if Spawn Sound 2D

Hit? Hit?

Sound Return Value
Ship Destroyed Ship Destroyed 2

Location @ @ Location

_—

3+ Select

False Pop v Return Value
_—_—

3+ Select

True
False Return Value

Iz Index

True

Index

Pucynox 3.8.5 @ynxyin “Spawn Effects ” kracy “BP_EnemyField”.

9.

AC_ShotAl. JTormomi>kHHIT KOMIOHEHT B SKOMY TPOIKCaHa JOTiKa IITYYHOTO IHTEIEKTY:
QyHKIII:

GetNextCellToFire. ®ynkiiisi BUOMpae HACTYIHY KIITHHKY.

Al Fire. ®yHnkuis nepeBipsic BUOpaHy KIITHHKH 1 31HCHIOE TOCTPIJL.

F Random Integer i Range

Woetton CeloFre T3 Cast o8P BatieGametione

W RetumNode
» » »

B Retum Node
»

Pucynok 3.9.1

@ynuxyia “GetNextCellToFire” knacy “AC ShotAl”.



39

Pucynok 3.9.1 @yuxyia “Al Fire” knacy “AC _ShotAl”.

10. BP_Clipboard. Knac “mmanmera” (Pucynok 3.10.1). Kiac mictuts Bimker “WBP_Clipboard”,

noJie CynpoTUBHUKA 1 PoH 3 TekcTyporo Boau [17]. Mae 2 ¢yHKIIii, sIKi OHOBIIIOIOTH KUIBKICTb

KOpaOJIiB /IJ1s B1I0OpaKEHHS 1 TOTOBHICTH BOTHIO.

Pucynox 3.10.1 Knac “BP_Clipboard .

11. WBP_Clipboard. Kinac Bimxkety. [Tokasye kiibKicTh KOpaOJIiB 1 TOTOBHICTb BOTHIO
(Pucynoxk 3.11.1).

OyHKI:
UpdateShips. OnoBioe KigbKiCTh KOpaOJiB Ta CTBOPIOE O00’€KTH Kiacy
“WBP_ShipCounter” (Pucynoxk 3.11.2).

“Update Turn To Shot” onoBiro€e roToBHICTH BOTHIO (Pucynok 3.11.3).
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Pucynox 3.11.1

Knac “WBP_Clipboard”.

Pucynox 3.11.2

R S
Widget Switcher 64
B Update Tumto Shot

Turn to Shot

(3> select
None [1] Return Value

Player [0]

Moy

Index

@ynxyia “Update Ships” knacy “WBP_Clipboard”.

F Set Active Widget Index

»
Target

@ Index
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Pucynox 3.11.3 @yuxyia “ Update Turn to Shot” knacy “WBP_Clipboard”.

12. WBP_ShipCounter. Knac mist ogHoro psaka Kigpkocti kopabmie B “WBP_Clipboard”. B
3QJIKHOCTI BiJl TTapaMeTpiB, sIKI HAAIOTHCS MPH CTBOPEHI 00’€KTY, MOKa3ye THUIT KOpaous i

KijbKicTh (Pucynok 3.12.1-3.12.2).

Pucynox 3.12.1 Knac “WBP_ShipCounter ”.

Amount Text Box

—
Widget Switcher

HO

_L_ L 1| _ I Set Active Widge;lndex F SetText (Text)
& Event Construct = Target is Widget Sy arget is Te

J
> — » —
SE——— .
& Event Pre Construct = Target Target
» . @ Index @ In Text

Is Design Time

f T To Text (Integer)
s < @ Value Return Value @
Ship Type
w

Amount @

Pucynox 3.12.2 Knac “WBP_ShipCounter ”.

13. WBP_MainMenu. Kiiac romoBaoro mento. Mae niBa piBHi (Pucynok 3.13.11 3.13.2) na nepiromy
BUOIp MIXK MOYAaTKOM T'pU 1 BUXOJIOM, Ha Jpyromy — BHOIp ckiaaHocti. [lpu HaTHckaHHI Ha
KHOMKY “Start game” MeHI0 MepexoauTh Ha Jpyruil piBeHb. [Ipu Hatuckanui Ha “Exit” rpa
3akpuBaeThes. [Ipy HaTHCKAaHHI Ha KHONIKU CKJIAJIHOCTI B1IKPUBA€ETHCS HOBHI piBEHb, 1€ 1 Oye

OCHOBHHH Teimruiei piBHi (Pucynok 3.13.3).



Pucynox 3.13.1

Pucynox 3.13.2

Knac “WBP_MainMenu .

Normal

Knac “WBP_MainMenu”.
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J Ot Game

Widgqet Switcher

JF Set Active Widget Index

> On Clicked (EasyButton) I Open Level (by Hame)

&> On Clicked (NormalButton) _Dpen Level (by Name})

Pucynox 3.13.3 Knac “WBP_MainMenu .

B rpi icaye aBa pisHi: “L_Menu” (Pucynok 3.14.1) i “L_MainMap” (Pucynok

3.14.3). Ilepuuii BiAMOBIIA€ 3a OJIOBHE MEHIO, IPYTHl — 3a OCHOBHHUI MeHMILICH.

Ha piBHi “L_Menu” 3Haxoautbea 1HCTpyMeHT “‘Kpan” 3 kamepor. Bin
MOBIJILHO KPYTHUTHCSI HABKOJIO CBOET OC1, pOOJISIYM MEHIO TMHAMIYHUM. TaKOX € TMoJe
“BP_MainField” i Boga [17]. Tlicis BigKpUTTS piBHS HA MOJII TCHEPYIOTHCS KOPAOTi i
BCTaHOBIIOEThCA pexuM kepyBanHs st Ul (Pucynok 3.14.2). Takoxk CTBOPIOETHCS

JIBa TamMepa.
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Pucynox 3.14.1 Pigens “L_Menu .

Pucynox 3.14.2 Pigenv “ L _Menu .

Pucynox 3.14.3 Pigenv “ L _MainMap ™.

3.3  Peadnizauis. Orasa rpu.
[Ticns 3amycKy Tpu, KOPUCTYBay 0a4uTh MEHIO 3 TuHAMIYHUM (poHOM (PucyHok

3.15.1). Ilicna HaTHCcKaHHS Ha KHOMKY “Start Game” BIIKPHUBAETHCSI MEHIO BHOOPY
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ckiagnocti (Pucynok 3.15.2). Ilicas Bubopy ckiagHOCTI KOPUCTYBa4 Ma€ MOXKJIMBICTh
po3cTaBUTH Bl Kopabiii Ha ciTii. Kopabenb nmoka3yeTbes 3e1eHUM, K0 HOro MOKHA
po3MicTuT Ha BuOpaHii moswumii (Pucynok 3.15.3), aKkmo HEe MOXHA — YEPBOHUM
(Pucynok 3.15.4). Konmu kopucTyBau BHUOpaB poO3TalllyBaHHs JUIsl BCiX KOpPaOJiB,
MOYMHAETHCS HACTynHUM etan OutBu (Pucynok 3.15.5). B nupoMy erami kopucTyBady 1
I mo dvep3i HaMmararOThCSA BIYYUTH Yy KOpalii cympoTHBHHKA. BiydeHi rpasiem
KOpaOlJIi MO3HAYaI0ThCs XPECTUKAMHU Ha I10JI1 BOPOTa, MPOMax MO3HAYAETHCS TOUKOIO.
[Ticnst 3HMIIEHHS TpaBUEeM KopalOiisi, BiH 3aMIHIOETHCS MOENIBKOIO 3HUIIEHOTO
kopaOist. [Ipu BiydeHi B kopaOelnb IpaBLs, KIITHHKA MMO3HAYAE€THCS XPECTHUKOM Ta
ebektom BuOyxy 1 BorHo [18]. Ilpomax — Toukoro. (Pucynox 3.15.6).
[Ticst BTpaTH OAHOIO 3 CTOPIH BCIX KOPAOJiB, Ipa 3aKIHIYETHCS: 3HUKAE MEHIO 000 Ta

BiI[KpI/IBaETI)Cﬂ MCHIO, SKC IIPOIIOHYE IIOYaTH HOBY TIpPY, abo 3dKpHUTHU OO0AATOK

(Pucynok 3.15.7).

--———-
L e—

= StartGame

Pucynox 3.15.1 Memnto 3 ounamiunum gpornom
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Pucynox 3.15.2 Menio 3 ounamivHum gpornom

Pucynox 3.15.3 Kopabenv moscna posmicmumu



Pucynok 3.15.4 Kopabenv ne mosicna pozmicmumu

Pucynox 3.15.5 Eman oumsu.
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Pucynox 3.15.6 Eman 6umeu.

Play again

Exit

Pucynox 3.15.7 Kineyw epu.
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BucHoBok
B wiif po6oTi Oyso po3risinyTo 3aransHy iHQopMarito npo Unreal Engine 5:
1CTOPIIO, JIeSIKI IHCTPYMEHTH 1 MOKJIMBOCT. HaBeaeHno GaraTo mpukiaaiB rajaysei, e
Unreal BukopucToByeThes. Takok PO3TISIHYTI JAOCTYIHI TUIATPOPMHE 1 pEeCypCH st

BUBUYCHHSI pyl1is. byno npoBeieHo NOpiBHSIHHS 3 KOHKYPEHTaMU PUHKY .

AHaJl3 pUHKY I0Ka3aB, IO irpoBa IHAYCTPIA AYy)Ke MOMyJIsIpHA, a po3podka
irop qy’Ke nepcreKThBa raixy3b. [lopiBHSAHHS 3 IHITUMHE pyTITissMuU okasaino. mo Unreal
Engine 5 mae omnHi 3 HaliKpamx IHCTPYMEHTIB cepell KOHKYpeHTiB. barato sk
BEJIMKUX, TaK 1 MaJEHbKUX ITOp CTBOPIOIOTHCS Ha HBOMY KOXHOro JHs. byno

PO3TATHYTO MPUKJIIA] peatizallii Tpy 3a J0IMOMOroro cuctemMu HoaiB “Blueprint”.

PesynbpTaToM KypcoBoi pobotu ctana rpa “Mopcbkuii 01if”. HaBemeHo
JETaTbHUI OMKUC BCIX KJIACIB Ta METOJIB, sIK1 OyJIM BUKOPUCTAHI MPU po3poOIll rpH, a
TaKOX OIMCAaHO JIOTIKY TI'pu Ta reMmiuied. ['pa MOBHICTIO TOoTOBa 1 MOXe OyTH
BUKOpPUCTaHa SK TOTOBHWA MNpPOAYKT. Po3poOka rpu [ana MOXIMBICTH NOTJIUOUTH
3HaHHS Yy Trajiay3l po3poOKH Irop, O3HAMOMHUTHUCH 3 PI3HUMH I1HCTPYMEHTaMH Ta

moxxsmBocTsaMu Unreal Engine 5 Ta BiguyTu mpoiiec po3poOKH Bij MOYATKy 10 KIHIIS.



10.

11.

12.

50
Cnucoxk BUKOPHUCTAHOI JIiTepaTypu

[Enextponnuii pecypc] Newzoo Global Games Market Report 2022 | Free

Version https://newzoo.com/resources/trend-reports/newzoo-global-games-

market-report-2022-free-version

[Enexrponnuii pecypc] Awesome Unreal Engine-powered games of 2022

https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-

games-o0f-2022

[Enextponnuii pecypc] History of the Unreal Engine
https://www.ign.com/articles/2010/02/23/history-of-the-unreal-engine

[Enextponnuii pecypce] Film & Television | Unreal Engine

https://www.unrealengine.com/en-US/solutions/film-television

[Enextponnmii pecypc] Produce Broadcast & Live Events Mixed Reality

Experiences - Unreal Engine https://www.unrealengine.com/en-

US/solutions/broadcast-live-events

[Enextponnnii pecypc] Advanced Automotive and Car Design Software and

Visualization - Unreal Engine https://www.unrealengine.com/en-

US/solutions/automotive-transportation

[Enextponnnii pecypc] Cutting Edge Training & Simulation Software Platform -

Unreal Engine https://www.unrealengine.com/en-US/solutions/simulation

[Enextponnuii pecypc| Unreal Engine 5.1 Documentation

https://docs.unrealengine.com/

[Enextponnmii pecypc] Unreal Engine Forum https://forums.unrealengine.com/
[Enextponnnii pecypc] Reddit Unreal Engine

https://www.reddit.com/r/unrealengine/

[Enextponnnii pecypc] UE Online Learning

https://www.unrealengine.com/marketplace/en-US/content-

cat/assets/onlinelearning

[Enextponnuii pecypc] Awesome Unreal Engine-powered games of 2022

https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-

games-o0f-2022



https://newzoo.com/resources/trend-reports/newzoo-global-games-market-report-2022-free-version
https://newzoo.com/resources/trend-reports/newzoo-global-games-market-report-2022-free-version
https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-games-of-2022
https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-games-of-2022
https://www.ign.com/articles/2010/02/23/history-of-the-unreal-engine
https://www.unrealengine.com/en-US/solutions/film-television
https://www.unrealengine.com/en-US/solutions/broadcast-live-events
https://www.unrealengine.com/en-US/solutions/broadcast-live-events
https://www.unrealengine.com/en-US/solutions/automotive-transportation
https://www.unrealengine.com/en-US/solutions/automotive-transportation
https://www.unrealengine.com/en-US/solutions/simulation
https://docs.unrealengine.com/
https://forums.unrealengine.com/
https://www.reddit.com/r/unrealengine/
https://www.unrealengine.com/marketplace/en-US/content-cat/assets/onlinelearning
https://www.unrealengine.com/marketplace/en-US/content-cat/assets/onlinelearning
https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-games-of-2022
https://www.unrealengine.com/en-US/blog/awesome-unreal-engine-powered-games-of-2022

13.

14.

15.

16.

17.

18.

51
[Enextponnuii pecypc] Game engines on Steam: The definitive breakdown

https://www.gamedeveloper.com/business/game-engines-on-steam-the-definitive-

breakdown

[Enextponnmuii pecype] Behavior Tree https://docs.unrealengine.com/4.26/en-

US/InteractiveExperiences/ArtificialIntelligence/BehaviorTrees/BehaviorTreesO

verview/
[Enextponnuii pecypc] Unreal Editor for Fortnite

https://www.unrealengine.com/en-US/blog/unreal-editor-for-fortnite-is-now-

available-in-beta

[Enextponnuii pecypc] Unity vs Unreal, What Kind of Game Dev Are You?
https://www.incredibuild.com/blog/unity-vs-unreal-what-kind-of-game-dev-are-

you
[Enextponnwmii pecypc] Water Planes

https://www.unrealengine.com/marketplace/en-US/product/water-planes

[Enextponnmii pecypc] Realistic Starter VFX Pack Vol 2

https://www.unrealengine.com/marketplace/en-US/product/realistic-starter-vfx-

pack-vol



https://www.gamedeveloper.com/business/game-engines-on-steam-the-definitive-breakdown
https://www.gamedeveloper.com/business/game-engines-on-steam-the-definitive-breakdown
https://docs.unrealengine.com/4.26/en-US/InteractiveExperiences/ArtificialIntelligence/BehaviorTrees/BehaviorTreesOverview/
https://docs.unrealengine.com/4.26/en-US/InteractiveExperiences/ArtificialIntelligence/BehaviorTrees/BehaviorTreesOverview/
https://docs.unrealengine.com/4.26/en-US/InteractiveExperiences/ArtificialIntelligence/BehaviorTrees/BehaviorTreesOverview/
https://www.unrealengine.com/en-US/blog/unreal-editor-for-fortnite-is-now-available-in-beta
https://www.unrealengine.com/en-US/blog/unreal-editor-for-fortnite-is-now-available-in-beta
https://www.incredibuild.com/blog/unity-vs-unreal-what-kind-of-game-dev-are-you
https://www.incredibuild.com/blog/unity-vs-unreal-what-kind-of-game-dev-are-you
https://www.unrealengine.com/marketplace/en-US/product/water-planes
https://www.unrealengine.com/marketplace/en-US/product/realistic-starter-vfx-pack-vol
https://www.unrealengine.com/marketplace/en-US/product/realistic-starter-vfx-pack-vol

