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Beryn

AKTYyaJIbHICTh TEMH

Tema Bukopuctanus I B irpax Ha 3apa3 € gyke akTyaiabHO0. SIKicH1
[T garoTh MOXKIIMBICTH TPABLSAM TJIHOIIE 3aHYPUTHUCH, OLTBIIE TTOBIPUTH Y CBIT
rpu. Came 1iKaBi MOJie1 MOBEAIHKH IOHITIB CTBOPIOIOTH IMEPCUBHICTb, 1AI0Th
MO>KJIMBICTh 3HAYHO MOKPAIIUTH JIOCBIJI TPABIIIB, @ TAKOXK 3a0€3MEYNTH
IIMOOKY 1HTEPAKTUBHICTD, PEATICTUYHICTD, TA KUHYTH NIEBHUN BUKJIMK
rpaBusM. Okpim 1poro, LI — oa1H 3 OCHOBHUX JIKEpesl HAaBaHTAKEHb Ha
IPOLECOP B CIHIIIICEPHUX irpaX. ToMy, pO3BUTOK B IbOMY HaIpsIMKY, a came,
NoKpaieHHs(yCKIaJHEHHS ) TOBEIIHKU Ta ONTUMI3aIlisi(3MEHIIIEHHS
HAaBaHTA)KEHHS HAa 00YMCITIOBAJIbHI KOMIIOHEHTH ) € TEPCIIEKTUBHUM
HaATPSMKOM.

Mera pobotu

MeTor0 aHoi JUIIOMHOT poOoTH € po3poOka rpu B cepeaoruini Unreal
Engine 3 BUKOpHCTAHHSM IITYYHOTO 1HTEIEKTY, a TAKOXK aHAJII3 allTOPUTMIB IS
npoLeaypHOi reHepatii JanamadTy. B sKoCTi IITyYHOTo 1HTENEKTY Oyie
BUKopucToByBaTHCh ipoctuii 1111 Hanucanuit Ha blueprint, Bix BukopucTanHs



MAaIIMHHOTO HaBYaHHS JOBEJIOCHh BIZIMOBUTHUCH B TPOIIECi pO3pOOKH, uepe3
HECTauy apryMEHTIB Ha KOPUCTh TAKUX MoJieTieil B mOpiBHAHHI 3 mpocTumu 1111
B Tomy uwmci, uepe3 CKIaIHICTh pearizallii Moaenei MamuHHOro HaBuaHHs. Ha
MOIO TyMKY, B MEXaX IbOTO KOHKPETHOTO MPOCKTY HEMA€ 3MICTy B
3aCTOCYBaHHI MallIMHHOTO HaBYaHHs — peanizyBatu LI 3a romomororo
TpaAUIIHHUX METO/IIB 3HaYHO IpocTile, a pi3HuLg Mix npoctum I Ta 1imoro
MOJICIIITIO CKOpIIIe 3a Bce HEe Oy/ie BiTIyTHA.

KonkpeTHo, 3a MeTy OyJ10 B35 TO CTBOPEHHS TPU B CTHJII CYpBalBII TPH.
Kapra O6yne reHepyBaruch npormeaypHo — 3a gonoMororo mrymis [lepaina, a 111
OyJie peai3oBaHUM ISl BOPOTIB 3 SKUMHM IpaBellb 0yJie OUTHCH.

3aBiaHHs poOOTH

1. Ormsn niteparypu mwoAo po3podku irop B cepenosuii Unreal Engine Ta
BUKOPHUCTAHHS MITYYHOI'O 1HTEJIEKTY B IrPOBOMY CEpPEAOBHUILI.

2. Amaini3 BUMOT JI0 TP Ta BU3HAUEHHS OCHOBHUX (PyHKIIIN Ta ¢id, SKi
NOTPI1OHO peasizyBaTu.

Po3poOka apXiTeKTypH Ipu Ta CUCTEMH IITYYHOTO IHTEIICKTY.
Po3po0bka cucteMu npoueaypHoi resepartiii JanamadTry

Peanizaris rpadiunoi ckinagoBoi rpu B cepenonuii Unreal Engine.

o o bk~ W

Peanizarrist moBeAiHKK BOPOTiB 3 BUKOPUCTAHHSM IITYYHOTO 1HTEJIEKTY.

OO0’eKT Ta npeaMeT JOCIIIKEHHS

O06'exToM mociimkeHHs € po3podka rpu B cepenosuiii Unreal Engine 3
BUKOPHCTAHHSM IITYYHOTO IHTEJIEKTY. BKIIFOUArOTHCS TaKi acleKTH, SIK
IpolielypHa TeHepallis CBITY, peajJiCTUYHA IMOBE/IIHKA IOHITIB Ta
IHTEPaKTUBHICTh T'eUMILIEIO.

[IpenmeTom HOCHIIKEHHS € BUKOPUCTAHHS IITYYHOTO 1HTENIEKTY JIJIsi
CTBOPEHHSI IHTEJIEKTYaJIbHUX areHTiB y rpi B cepenonuii Unreal Engine.
JLOCTIIKYIOTBCS QITOPUTMH Ta METOJIH, 10 TO3BOJIAIOTh MOJAEIIOBATH
peaicTUYHy TOBEIHKY TBAPUH Ta 3a0€3IeuyBaTH B3aEMO/IIIO 3 TPABLIEM.



TeopeTnuHi 0CHOBU pO3pOOKHU

Orusig iIrpoBUX pyIIIiB

IrpoBi py1Iii € BaXKJIMBOIO CKJIAJ0BOIO IFPOBOT 1HAYCTPIi, 110 JO3BOJISIOThH
PO3pOOHUKAM CTBOPIOBATH irpHu, 0€3 HE0OX1THOCTI pO3pOOKH BIACHOTO
nporpamMHoro 3abe3neueHHs 3 HyJis. [cCHye 6araro irpoBuX pyIIiiB, MpoTe MU
PO3TIISTHEMO HAHOIBII MOMYJIAPHI Ta aKTyalbHI Ha CHOTO/IHIIIHIN JIE€Hb.

1.

Unity: Le# pyiriii BiIoMu# CBOEIO THYUYKICTIO Ta IIUPOKUMU
MokauBocTAMH. Unity miaTpumye psia miaatdopm, sriarovaroun PC,
KoHcou11, MOOUTBHI pucTpoi Ta VR/AR. Unity BUKOpUCTOBY€E MOBY
nporpamyBaHHsl C# 1J11 CTBOPEHHS CKPUIITIB 1 MAa€ BEJIUKY KUIbKICTh
pecypciB JIIsl HABYAHHS.

Unreal Engine: Po3po6nenunii komnanieto Epic Games, Unreal Engine €
OJIHUM 3 HAUMOTYXHIMINX ITPOBUX PYIIIiB HA pUHKY. BiH mpomnonye
BHUCOKOSIKICHY rpadiKy, peaiicTUYHE OCBITJIICHHS Ta IHTETPOBaHY
cucTeMy Ty4Horo intenekry. Unreal Engine BuUKopucToBy€e MOBY
nporpamyBaHHs C++ 1 Ma€ Bi3yallbHy CUCTEMY CKPHIITIB, 110
HazuBaeThes Blueprints. J{anuii pyunii € 1o6pum BUOOPOM st
po3po0OKu rpu B xaHpi survival 3 Bukopuctanusam 1.

Godot Engine: 1le BiTbHUI Ta BIAKPUTUN PYILIIN 3 JIETKOIO Ta THYYKOIO
apxitektyporo. Godot mae BiacHy MoBy nporpamyBanns GDScript, ane
takox miaTpumye C# 1 C++. Godot mpornonHye 1HTYyiTUBHUHN 1HTEpdeic Ta
LIMPOKI MOKIIMBOCTI 17151 po3pooku 2D ta 3D irop.

CryEngine: Po3po6aenuit komnaniero Crytek, CryEngine Biapi3HsA€ThCS
BIIMIHHOIO rpagiKoro Ta peasiCTUYHUMU (Q13UMIHUMH Moaensimu. Llei
Py MiIXOIUTh JUIsl pO3poOKH BUC OKIB rpadiku Ta Pi3uku irop, mpote
MOY€ MaTH OUIbIII BUCOKI CUCTEMH1 BUMOTH JIJIsl PO3POOKH Ta 3aIlyCKy
irop. CryEngine BukopuctoBye MOBy nporpamyBanus C++ ta Lua mns
peanizalii redMIICIO 1 CKPHUIITIB.

Lumberyard: Po3po6nenuit komnaniero Amazon, Lumberyard 6a3zyeTbcs
Ha CryEngine, ane Mae 104aTKOBI 1IHTErpallii 3 XMapHUMHU CEPBICAMHU
Amazon Ta iHmMMEU TexHojorissMu. Lumberyard npornonye BizyaiibHMiA
penaKTop Ta mATPUMKY MOB mporpamyBanns C++ ta Lua. Ileit nBmkok
TaKOX HaJa€e MOXJIMBICTh BUKopucTtoByBaTu Twitch API nnst po3poOku
irop, 110 CHIBIPAIIOIOTH 31 CTPIMIHTOBUMU TUTAT(POPMAMHU.



6. GameMaker Studio: Lle#t pymriii cierianizyerbcsi Ha cTBopeHHi 2D irop
Ta Ma€ MpOCTUi BizyanbHU iHTepderic. GameMaker Studio
BUKOPHCTOBYE BIIACHY MOBY nporpamyBanHs GML, sika mpocta asis
PO3yMIiHHS Ta HaBUaHHA. Llelt pymii miaxoauTh IS 1H1-pO3POOHUKIB,
AK1 XO4yTh IIBUJKO CTBOPUTH MPOTOTHUIH irop ab0 po3po0IsITH HEBETUKI
IPOEKTH.

KoxeHn 3 mepepaxoBaHHX IrpOBUX PYIUIIIB Ma€ CBOi MepeBaru Ta
HeomKu. Bubip 3a1exuTh Bi moTped po3poOHUKa, KaHPY T'PH,
mw1aTGopmu, Ha SKil TUTAHYETHCSI PO3TOPTAHHSA, Ta HAIBHOCTI PECYpPCIB IS
HaBuyaHHA. B naniii qumiioMHii po6oTti 6yio Bukopuctano Unreal Engine.

3arajibHi BiTOMOCTI Ipo po3poOky irop Ha Unreal Engine

Unreal Engine € ogauM 3 HaRTIOMYIAPHILIIMX ITPOBUX PYIIIiB HA
CHOTOJHINIHIN JI€Hb, 110 I03BOJISIE pO3POOHUKAM CTBOPIOBATH Bpa)karoul irpH 3
BHCOKOIO SIKICTIO Tpaiku Ta €()eKTUBHOIO pOOOTOIO Ha PI3HUX IIaTPopMax.
CrBopenuit kommnanieto Epic Games, Unreal Engine nmovas cBiii nuisax y 1998
pOIIi 3 BUXOJIOM MEPIOi Bepcii, sika BUKOpUcToByBanack y rpi Unreal. 3 Tux mip
Py NPOMILIOB KiJIbKA 1TEPALliil Ta CYyTTEBUX MOJINIIEHB, a BXKE YETBEPTA
Bepcis (Unreal Engine 4) crana ofHi€r0 3 HalOUIbII BITOMUX Ta
BUKOPHUCTOBYBAHHUX Y CBIT1 IrPOBUX PYIIIiB.

Onnum 3 kimovoBux nepear Unreal Engine € #ioro Bi3yalibHa SKICTb.
Py1iii Bosioie MOTY>KHUMU 3aco0aMu JiJist peHAEPIHTY rpadiku, 110 T03BOJISE
CTBOPIOBATH Bpa)aroyl Bi3yalibHi €(PEKTH Ta peasiCTUUHI CIICHHU. 3aBIIIKU
BUKOPUCTAHHIO MEPEJOBUX TEXHOJIOT1H, TAKMX K (P13MYHO-KOPEKTHE
ocsitienns, PBR (Physically-Based Rendering), Ta miarpumka pizaux API s
penpaepinry, Unreal Engine npomnoHye po3poOHUKaM MOXIJIHBICTh CTBOPIOBATH
AKICHI Ta BI3yaJIbHO IPUBAOJIMBI IrpH.

e omaum BaxkyuBuM actiektoM Unreal Engine € #ioro rHy4KicTh Ta
MacmTaboBaHICTh. [[BUKOK MPOMOHY€E PO3LMIUPEHHI HAOIp THCTPYMEHTIB JJIs1
PO3pOOKH Irop, K1 MOKYTh 33JJOBOJIbHUTH MOTPEOU K MOYATKIBIIIB, TaK 1
JOCBIAYEHHUX PO3POOHUKIB. 30KpeMa, BiH MICTUTh BI3yalIbHUN CLIEHApiii MOBY
nporpamyBaHHs Blueprint, sika 103BoJIsi€ pO3pOOIISTH JIOTIKY TPU
0e3rmocepeIHbO B peakTopi Ta 6€3 HeoOX1JHOCTI HanmucaHHs Koay Ha C++.
Boanouac, npodecionanaM HaJa€ThCS MOXKIIMBICTh MPOTPaMyBaTH Ha MOBI
C++, 110 gae OLIBIIIe KOHTPOJIIO Ta ONTUMI3AIlIT HaJl pI3HUMHU aClIeKTaMH TPH.



Unreal Engine Mae mmupoky miaTpUMKY MaTGOPM, J03BOJISIOUH
PO3pOOHUKAM JIETKO TIOPTYBATH CBOI IrpH Ha Pi3HI OMEpaIliifHi CHCTEMH Ta
npuctpoi. [le Bkirroyae B cebe HACTUIbHI KOMIT'FOTEPH, KOHCOJI1, MOOLIIbHI
IOPUCTPOI Ta HaBiTh mpucTpoi BipTyaiabHoi (VR), 3mimanoi (MR) peanbHOCTI.

Kpim toro, Unreal Engine Mmae BOynoBaHy miATpUMKY (Pi3UKH, 110
JI03BOJIsIE PO3POOHUKAM JIETKO 1HTETPYBATH PEATICTHUHY (PI3UKY B CBOI
npoeKTu. Pymiiit MiCTUTH cucTeMu (13MYHUX MaTepialliB, KOMi31i Ta po3MNOILT
CHJI, 1110 JJa€ MOXKJIMBICTb CTBOPIOBATH ITPH 3 pealliCTUUHUMH PyXaMU 00'€KTIB
Ta B3a€EMO/II€I0 3 HABKOJIUIITHIM CEPEIOBHUIIIEM.

Unreal Engine Tako)x Ma€ BeJIMKY CHUIBHOTY PO3POOHUKIB, sIKa MOCTIHHO
PO3BUBAETHCS Ta PO3MUPIOETHCS. e 03Hadae, 110 B MOXKETE 3HANTH
BEJIMYE3HY KIJIBKICTh PECYpCiB, TAKUX SIK JOKYMEHTAIlisl, BIICOYPOKH, PopyMHu
Ta CTaTTI, IO JIOMTOMOXKYTh BaM BUBYHTH JIBI)KOK Ta PO3BUBATUCS SIK
po3poOHUK. Takoxk, CIIIBHOTA CTBOPIOE YHCIICHHI IUIATTHU, PO3LIMPEHHS Ta
rOTOBI aKTHBH, SIKI MOXYTh OyTH BUKOPUCTaH1 B BallIOMY MPOEKTI, 3HAYHO
MIPUCKOPIOIOYH MPOIIEC PO3POOKH.

3aranom, Unreal Engine € moTy>KHUM Ta THYYKHM ITPOBUM PYIIIEM, KU
HaJa€e po3poOHUKAM BEIUYE3H1 MOKIUBOCTI JIsl CTBOPEHHS BPaXKarouux
IrpOBUX MPOEKTIB. Bif Bi3yalbHO1 SKOCTI Ipadiku O MHUPOKOI MATPUMKH
maTdopM, pyiiid 3ade3nedye Bce HeoOX1He ISl YCHIITHOT peati3aliii irpoBUx
i7meit. He Mae 3HaueHHS, CTBOPIOETE BH 1HII-IIPOEKT a00 MpaIftoeTe HaJl BEJIMKOIO
KoMepItiiiHoto rpoto, Unreal Engine npomnonye Habip 1HCTPYMEHTIB Ta pecypciB,
SIK1 TOMOMOXKYTh BaM JIOCSITTH BalllUX II1JIEH.

OnHuM 3 OCHOBHMX KOMIIOHEHTIB YCIIXY I'pH € ii reiimiuieit, a Unreal
Engine npomnonye psig IHCTpyMEHTIB JJis1 HOoro peanizariii. 3o0kpema, cuctema Al
Ta HaBIraili, sika BKJII0Ya€e B cebe pi3H1 AITOPUTMHU Ta TEXHIKHU ISl CTBOPEHHS
IHTEJIEKTyaJIbHOI MOBEIHKH MEPCOHAXIB, pOOOTH 3 MATPYJIIOBAHHSIM,
TepeciiilyBaHHAM Ta Oarato 1HIIoro.

Cucrema animariii B Unreal Engine Takox € ay»e NOTYKHOIO, HaAat0un
PO3pOOHUKAM MOKJIMBICTH CTBOPIOBATH PYXHU MEPCOHAXKIB Ta 00'EKTIB 3
BHCOKOIO TOYHICTIO. BUKOpUCTOBYIOUM CUCTEMY aHIMallii, MO’KHA CTBOPIOBATU
CKJIQJ[H1 TTOCIIJOBHOCTI pyXiB, KOMOIHYBaTH aHiMaIlli Ta HaBITh CTBOPIOBATU
MpOIIeTypHI aHiMaIlii Ha ocHOBI (izuku abo Al.

Kpim ocHoBHUX 1HCTpyMeHTIB po3poOku, Unreal Engine Takoxx nmpomnonye
PSI TOTIOMIKHUX CEepBIciB Ta pecypciB. Hanpukian, punok aktusiB Unreal
Engine (Unreal Marketplace) npononye tucsiui roroBux 3D-moeneit, TeKCTyp,
aHIMaIlii, 3ByKiB Ta HILIUX PECYPCIB, KI MOXKYTh OyTH BUKOPUCTaHI B BalIOMy



npoekTi. L{e 103BosIsi€ 3HAUHO EKOHOMUTH Yac Ta PeCypcH, 0COOIMBO ISt
HEBEJIMKUX KOMaH] Ta 1H/i-pO3POOHUKIB.

Bucnosok: Unreal Engine € moTy>kHUM IrpOBUM pYIIIi€M, IKUI HaIa€e
IIUPOKUH CHIEKTP MOKIMBOCTEH I PO3POOKH irop pi3HUX >KaHPIB Ta PIBHIB
CKJIaJIHOCTI. 3 MO0 JOMOMOI0I0 PO3POOHUKH MOXKYTh CTBOPIOBATH BpaXkaroul
Bi3yalibHI €(peKTH, peaniCTUYHI aHIMallii, IHTeJIeKTyaJbHy MOBEAIHKY
nepcoHaxiB Ta 6araro iHmoro. JlocTynHiCTh pecypciB, TOKyMeHTalii Ta
aKTUBHOI CHUIBHOTH PO3POOHUKIB pOOUTH MPOLIEC HABYAHHS Ta PO3BUTKY Ha
Unreal Engine 3py4HuM Ta e(peKTUBHUM /ISl PI3HUX KaTeropiit po3pOoOHUKIB.

OxkpiM cTaHJAPTHHUX IHCTPYMEHTIB po3pooOku, Unreal Engine mae
BIIKPUTY apXITEKTYpy, IO JTO3BOJISIE€ IHTErPyBAaTU CTOPOHH1 0107110TEKH Ta
posuupenHs. Lle o3Hauae, 1110 po3pOOHUKN MOXKYTb JIETKO aAaNnTyBaTH JIBUKOK
17 cBO1 crenu(ivH1 OTPeOr Ta BUMOTH.

3aBAsKU CBOiM THYYKOCTI Ta MacitaboBanocti, Unreal Engine
BUKOPUCTOBYETHCS HE TUIBKHU AJI1 CTBOPEHHS 1T0p, ajie 1 U1 pI3HOMAaHITHUX
3aCTOCYHKIB, TAKUX SIK BIpTyaJlbHa PEabHICTh, 3MillIaHa PEATbHICTD,
apXITeKTypHa Bi3yaslizallisi, CAMYJIAIlii, pekjiaMa, HaBYaJbH1 IPOEKTH Ta HABITh
JUTSI CTBOPEHHS CLIEH B (plJIbMaX.

VY Mipy TOro, SIK IrpoBa 1HAYCTPis IPOJOBXKYE PO3BUBATHUCS, PO3POOHUKH
MPOJIOBXKYIOTh MOIIYK HOBUX TEXHIK Ta METO/IB JIJIsl CTBOPEHHS 1€ O1MIbIII
3aXOIUTIOIOYUX ITPOBUX JTOCBIIB. BUKOpHUCTaHHS MepeIoOBUX TEXHOJIOT1H, TaKUX
AK IITYYHUH 1HTEJIEKT, MPOIeAypHa Ir'eHepalisi KOHTEHTY, pealicTu4Ha (i3uka
Ta 1HIII1, JI03BOJISIE CTBOPIOBATH ITPHU, 5K TIEPETBOPIOIOTH Tally3b Ta
3a0€e3MeuyoTh He3a0yTHI BpaKCHHS JJ1sl TpaBIliB. ¥Y 11boMy KoHTeKcTi Unreal
Engine npoaoBxye OyTH OAHUM 3 HAHOUIbII BILTMBOBUX Ta BaXJIMBUX
THCTPYMEHTIB JJIs1 PO3POOKHU Irop Ta 1HIITUX IHTEPAKTUBHUX MPOEKTIB.

MaiibytHe Unreal Engine Takox BUTIsAa€ MIIIHUM Ta IHHOBAIITHUM.
Epic Games HEYXUIIBbHO MPAIlIOE€ HAJl TIOJIMIIIEHHSM Ta BIPOBAKEHHSIM HOBUX
TexHoJoriit. OctanHiM riio0anpHUM penizoM ctas Unreal Engine 5 ge 6yno
BBEJICHO 0€3J114 HOBUX TEXHOJOT1H, YMMAaJIO 3pYUHUX I PO3POOHUKIB (id a
TaKOX B10YJIOCH SIBHE TIOKpaIeHHs rpadidyHoi cKiIaa0Boi (xo4 1 rpadika
Unreal Engine 4 mie HegaBHO OyJia €TaJIOHOM Ta paxyBajach OJHIEO 3
HaWOIBIIT IEPEOBHX).

Opnum 3 kmouoBux HoBoBBeZeHb Unreal Engine 5 € cucrema Nanite
Virtualized Geometry, sika 703BOJISIE CTBOPIOBATH JI€TaIi30BaHi CIICHH 3
M1JIbHOHaMU TIOJIITOHIB 0€3 3HaYHOTO BIUIMBY Ha MPOAYKTUBHICTH. L]e
BiJIKpUBA€E HOB1 TOPU3OHTH ISl PO3POOKH 1rop, /1€ PO3POOHUKH MOXKYTh



IPAaLIOBaTH 3 BUCOKOAETANI30BaHUMU 00'€KTaMU Ta CLieHaMH 0€3 cTpaxy
BTPaTH MPOTyKTUBHOCTI.

[Ie omHI€O BaXKTMBOKO iHHOBAIII€IO € cucTeMa Lumen, sika IPOIOHYE
TUHAMIYHE TJI00aTbHE OCBITIACHHS, III0 POOUTH TIPOIIEC HAJIAIITYBaHHS
OCBITJICHHSI CIICH 3HAYHO MPOCTIIITUM Ta OLIBII pealiCTHYHUM. 3aBsku Lumen,
PO3POOHHMKHN MOXYTh CTBOPIOBATH OCBITJICHHS B peaJibHOMY Yaci 0e3
HEOOX1THOCTI MepePaxyHKy Ta 3HUKEHHS TPOTyKTUBHOCTI.

3 ypaxyBaHHSIM HOBUX MOXKJIMBOCTEH, siki nmpononye Unreal Engine 5, ta
akTuBHOI poOoTH Epic Games Haj MOKpAIIEHHAM ICHYIOUOIO ABM)XKKA, MOXKHA 3
YIEBHEHICTIO CTBEpAKYBaTH, 110 Unreal Engine 3anuimaTiMeTbes KIIFOUOBUM
IHCTPYMEHTOM ISl pO3POOKH 1rop Ta IHTEPAKTUBHUX MTPOEKTIB y MallOyTHbOMY.
3aBAsKU CBOIN MOTYXKHOCTI, THY4KOCT1 Ta JocTynHocTi, Unreal Engine
MIPOJIOBXKY€E MPUBAOIIOBATH PO3POOHUKIB IO BCbOMY CBITY 1 CTUMYJIIOE iX 70
CTBOPEHHS HE3a0yTHIX ITPOBHX Ta IHTEPAKTUBHUX BPaKEHb JJIs IPABIIIB Ta
KOPHUCTYBayiB.

VYpaxoByrouu 3pocTaHHs BIpTyasibHO1 peasibHOCTI (VR), nomoBHeHOT
peanbHOCTI (AR) Ta 3mimanoi peansHocti (MR) y pi3Hux cdepax possar,
OCBITH, MEIMIIMHU Ta 1HIIUX Tany3sax, Unreal Engine Tako» akTUBHO PO3BUBAE
Ta BIPOBAKYE THCTPYMEHTHU Ta MIATPUMKY IIMX TeXHOJOT1H. [e 3a0e3neuye
PO3pOOHUKAM MOKJIMBICTh CTBOPIOBATH 3aXOIUTIOIOUI TPOCKTH 3
BUKOPUCTAHHSM IMEPEIOBUX TEXHOJIOT1H, PO3IIMPIOIOYN 001aCTh IrPOBOTO
JIOCBIY 32 MEXI1 3BUYAHUX CKPaHiB.

[aTerparis 3 XMapHUMU TEXHOJIOTISIMU, JOTIOMI>)KHUMHU CEPBICAMHU Ta
maThopMaMu, TAKUMU SIK OHJIaH-Mara3suHu, colialibHI MEepexX1 Ta irpoBi
CEPBICH, TAKOXK € BAXJIMBOIO YacTUHOI poOoTu Haj Unreal Engine. Lle
JI03BOJIsIE€ PO3POOHUKAM JIETKO pO3rOpTaTH, IPOCYBaTH Ta MOHETU3YBAaTH CBOI
I'pU Ta MPOEKTH, 3a0€3MeUy0UH 3pYYHUIN AOCTYN JJI KIHIEBUX KOPUCTYBAUIB.

VY mincymky, Unreal Engine € moTy>KHUM, THyYKHM Ta JTIOCTYITHUM
ITPOBUM PYIILIEM, SIKHI BIAKPUBAE PO3POOHMKAM HEUMOBIPHI MOMIJIMBOCTI JIJIs
CTBOPCHHSI BPKAIYHX ITOP Ta IHTEPAKTUBHUX MPOEKTIB. 31 CBOEIO aKTUBHOIO
CHUJIBHOTOIO, PECYPCAaMHU Ta MOCTITHUM PO3BUTKOM, PYLIiH MIPOJOBKYE
3a/1aBaTH CTaHJIAPTH SIKOCTI Ta IHHOBAIIHM y raixy3i po3poOku irop. I xoua
MaiOyTHE irpoBoi iHIYCTpil HenependoauyBane, Unreal Engine 3a6e3neuye
COJIIIHY OCHOBY JIJIsl pO3pOOHUKIB, 1100 MPOJOBKYBAaTH CTBOPIOBATU
3aXOIUTIOIOY1 ITPOBI JIOCBIU Ta BIUTMBATH HA HAMPSIMOK PO3BHUTKY rajy3i.



[Topieusuusa Unreal Engine 3 HaiOmm XYMy KOHKYpEHTaMU

Ha nanwmii moment Unreal Engine — ouu 3 IpoBIigHUX PYIIIiB B iHAYCTPIi.
binpma gyactuaa AAA nipoekTiB Ha [1K puHKY po3po0IIsieThCs 3a TOITOMOTOIO
came 1bOTo pyIIis. 3a3BUuail 10ro MOpPiBHIOIOTH 3 HAMOIMKUYUM KOHKYPEHTOM —
Unity. [xmm pymrii He ayske MiAXOAATh ISl OO IHOPIBHAHHS: a00
BUKOPHCTOBYIOTHCS B KOHKPETHUX KOMITaHISIX Ta HE AyKe MOMYJISIpHIi 32 iX
MeKaMH, a00 SKICTh Ta MAacIITaOHICTh PO3POOJIEHUX HA HUX IIPOCKTIB HE MOXKE
HaBiTh OM3bKO 3Maratuck 3 Unreal. 3BuuaiiHo, BUOIp pymIis 3aJI€)KHUTh Bi
3anad4, ane came Ha Unity Ta Unreal Engine moxxna cTBOproBaTH Oy/1b-5IKi
MPOEKTHU. SIKIIO 11l PyIIii HE TaI0Th JOCTATHIO KIJIBKICTh IHCTPYMEHTIB IS
PO3pOOKH I'pH, 1HILI TOYHO HE 3MOKYTh 3aI0BOJIBHUTH 1[0 TOTPEOYy.

3 mmrociB Unreal Engine BapTo 3a3Ha4uTH:

[IBuaka peanizaiiis HoBux Texnosorid. Unreal Engine 5 na 3apas €
MalyTh HAMOUTBII TEXHONOTTYHUM pyuriemM. CTyii MacoBO
BiJIMOBIISIIOTBCS BiJI BITacHUX pyIiiB Ha kopucth Unreal Engine 5. Taki
pedi sk 1I100aJIbHE TMHAMIYHE OCBITJICHHS (3 BUKOPUCTAHHSIM
RT),natuBHE CIPUIHATTS Ta KOHBEpPTAIlisl MOENEH 3 pisHUX (hopMmaTiB (B
TOMY YHUCJI1 CKAHOBAHUX 00’ €KTIB 3 peajJIbHOTO CBITY), aJTOPUTMH JIJIs
3MEHIIEHHS KIJIBKOCTI MOJIITOHIB HATUBHO MIITPUMYIOTHCS PYIIIEM.
IBuakwii Ta HagiitHMid Giznaauid pymriid. izuanunii pymrii Unity
IpaIlfo€e TOPIBHIHO MOBUIBHO, 3 HUM BUHHUKAIOTh MPOOJIEMHU y BETHUKUX
MPOEKTax.

[Tepenosi rpadiuHi MOXKIUBOCTI. Uepes 11e Ma€ MO3UTHUBHY PEMYTaIlii0
cepen rpabiliB. Skio rpa po3pobisiena Ha UES — BBaxaeThes, 1110 TaM Mae
OyTHu qy’ke Kpacua Ta nepeaoa rpadika (00 pyriil e 103BOJISE).

3BICHO, € 1 MIHYCH, a CaMe:

[TpobGnemu 3 qokymeHTarieto. Yepes mBUIKUIA BB HOBUX (id Ta
TEXHOJIOT1M IOKYMEHTAIlis Ta raif/ijlallHi He BCTUTAIOTh OHOBJIFOBATHC.
Tomy Hepiako OyBae Take, 0 JOKyMEHTAIII1 /11 HOBUX KOMIIOHEHTIB HE
Mae€ 1 JOBOAUTKCA po30upaTruch camomy. OcoOJMBO CUIIBHO 11€ TIOMITHO B
koHTpacTi 3 Unity, ie ayke po3BHHEHA CHCTEMa HaBYaHHS, KyTia
GopymiB, TOKIaIHA JOKYMEHTAIIS Ta HABITh OHJIAH KypPCH.
Bukopucranss c++ sk OCHOBHOI MOBU B MeXax py1is. Sk BigoMo c++ -
MOBa HU3bKOTO/CEpeIHhOTO piBHSA. Tak, 3BICHO, BOHA IIBUAKA 1 IIIJIKOM
MOKe OyTH BUKOPHCTaHa B JAHOMY KOHTEKCTI, aje 11€ CIIOBUIbHIOE Ta



YCKJIaJTHIOE pO3pOOKY. 3 1HIIIOTO OOKY, C++ J1a€ MOXKJIUBICTh IIPSIMOTO
BTpY4YaHHs B poOOTy py1Iis, xoua ¢ida q1yxe crnerudivxa.

- Mynperumnardopmennicts. Unreal Engine migrpumye I1K ta HOBI
KOHCOJIi, B TO# yac sik Unity okpim korcouneit ta [TK miarpumye Takox
MOOLUTBHI IPUCTPOI.

Unreal Engine € moTy>kHUM 1HCTPYMEHTOM sl pO3pPOOKH BiF€0Irop,
KU HaJa€ IMUPOKI MOKIMBOCTI JIJIsl CTBOPEHHSI IrOp Pi3HOTO XKaHPY Ta
cknagHocti. Bukopucranns Unreal Engine 103BoJisie po3poOHuKaM

e(eKTHUBHO BTLTIOBATH CBOI 1711 Ta CTBOPIOBATH 3aXOILTIO0Y1 ITPOBI JOCBIIH

JUISl TPaBITiB.

Kanp Survival i #ioro oco6i1uBoCTI

XKanp Survival (BUKMBaHHA) € OJHUM 3 I1JKAHPIB E€KILIH-1TOp, € rpaBelb

OMMHIETHCS B CKIIATHUX YMOBAX Ta IOBUHEH BUKOPHUCTOBYBATH JOCTYITHI
pecypcu Ta yMiHHS AJia BrbkuBaHHS. OCOOIUBICTIO IILOTO JKAHPY € T, 1110
TPaBIli 3a3BUYAl CTHKAIOTHCS 3 PI3HUMHU BUKJIMKAMH Ta 3arpo3aMu, TAKUMH K
XapuyBaHHs, cIIpara, moroja, XBopoou, 11ka Ipupo/ia, a TAKOXK 1HIII rpaBIil
a00 KOMIT'IOTEpHI MEPCOHAXI.

OCHOBHI XapaKTEepUCTUKH 1TOp y kaHpi Survival:

- 30i1p pecypciB: ['paBiii MatoTh 30UpaTH peCypcH 3 HABKOJUIITHBOTO

CepeoBHINa, TaKi K JepeBO, KaMiHb, i’ka Ta BOJIa, IS TIATPUMKH CBOET

KUTTEIISIIBHOCTI Ta CTBOPEHHS 3aC0O01B 3aXHUCTY.

- Kpadtunr: I'paBiii MatoTh BUKOPUCTOBYBATH 310paHi pecypcu JUis
CTBOPEHHSI IHCTPYMEHTIB, 30p0i, OJATY Ta IHIIMX MPEAMETIB, SKi
JIOIIOMOXKYTb IM BHYKUTH.

- ByniBaunTBo Ta ykpimiaeHHs: ['paBiii MoxyTh Oy lyBaTH TUMYacOBi a00
MOCTIHI criopyau, 00 3aXUCTUTHCS BiJT HEOE3IEK, BIMOYNUTH Ta
30epiratu 310paHi pecypcH.

- Bbopotr6a 3 Boporamu: ['paBiii 3MyIiIeH1 3aXUIATUCS BiJl arPECUBHUX
KOMIT'FOTEPHUX NIEPCOHAXKIB a00 1HIIMX I'PaBIIiB.



EnemenTn BunagkoBOCTi Ta tuHaMidHi moAii: Irpu B sxaHpi Survival
9acTO BUKOPHUCTOBYIOTh BHITAIKOBY T€HEPAIIif0 KapT ab0 MOIiH, 110
3a0€3MeuyI0Th YHIKQIBHHUI TOCBIJT TSI KOKHOTO TPABIIS.

[Tporpecis nepconaxa: ['paBiii MOKyTh pO3BHBATH CBOIX IMEPCOHAXKIB,
BJIOCKOHAJTIOIOYH 1XHI 3410HOCTI 1 HABUYKH, IIIO JOIIOMAraroTh IM BHKUTH
y CKJIATHUX YMOBaX.

Cucrema 370poB's Ta cTaMiHu: ['paBIli MOBUHHI CTEXXHUTHU 332 CBOIM
3I0POB'SIM Ta CTaMIHOIO, OCKUTBKH BOHU BIUITMBAIOTh HA MOXJIMBOCTI
NepPCOHaXKa Ta HOro 34aTHICTh BUKUTH.

Mynbrumieep: barato irop y skanpi Survival mpornoHyoTs MyJIbTHILIEED,
110 JO3BOJISIE TPABISIM CIIBIPALIOBATH a00 3MaraTucs OJUH 3 OJTHUM.



AJITOPUTMH 1 METOJIM IITYYHOTO IHTEJIEKTY B I'pi
OCHOBHM IITYYHOI'O 1HTEIEKTY

[ tyurawii inTenekT (L) € ramy33ro KOMI'IOTEpHUX HAYK, SKa
3aliMa€eThCSl CTBOPEHHSIM CUCTEM, 3JaTHUX BUKOHYBATH 3aBJaHHs, K1 3a3BUYAM
BHUMAararoTh JIIOJICBKOTO po3yMy. ¥ koHTekcTi rpu Ha Unreal Engine, LT moxe
BKJTFOYATH Pi3HI aCIIEKTH, TaKi SIK MMOBEIIHKA ITEPCOHAXKIB, PYyX, MPUHUHATTS
pIIICHB Ta IHTEPAKITiS 3 HABKOJMIITHIM cepefoBHIeM. B manoMy po3minai mu
PO3TISAAEMO OCHOBHI OHATTS IITYYHOTO 1HTENIEKTY Ta JOCHiKyeMoO, sk LT
MO>KHa peanizyBartu B rpi Ha Unreal Engine 3a nonomororo Blueprint ta C++.

I Ty4yHuii iHTENEKT MOKe OYTHU PO3AUICHHUI Ha JIB1 OCHOBHI KaTeropii:
cumBosiuaui 11 Ta miaxix Ha ocHoB1 Helipomepek. CumBoiunuid 1111
0a3yeTbcsl Ha BUKOPUCTAHHI TPaBUJI Ta EKCIIEPTHUX CUCTEM JUIS peatizalii
1HTEJIEKTYaJIbHOTO TIOBEIHKH, TOJII SIK HEeHpOMepexKi - I1e MaTeMaTH4IH1 MOJICII,
AK1 HaMararoTbCs IMITYBaTH poOOTY MO3KY. Y HAIIOMY MPOEKTI MU
3ocepenumocs Ha cumBoaiyHomy 1 Ta peanizaiii #ioro Ha Blueprint Ta C++.

Blueprint - e Bi3yanbHa cructeMa mporpaMyBaHHs, SIKa JT03BOJISE
po3poOHuKam Jierko ctBoproBatu 11, moBeniHKy nmepcoHaxiB Ta IHTEPAKTUBHI
enemeHTH 6e3nocepenubo B Unreal Engine. 3aBasiku Blueprint, po3poOHuku
MOYTh CTBOPIOBATH CKPHINTH 1151 pi3HUX acnekTiB LI, Takux sk pyx,
NPUNHATTS PillIeHb, KOMYHIKAI[IS MK TIEPCOHAYKaMU Ta aIanTarlis 10 3MiH Y
HaBKOJUIITHBOMY CEPEJIOBUIII.

Marematuuni npuniunu poootu [lywmis Ilepnina

[ym Ilepinina € ppakTanabHUM HIyMOM, IO CTBOPIOE HENEPEPBHI,
opraHiyHi TeKCTypu Ta nepexoau. Bin 6yB po3pobaenuit Kenowm Ilepninom y
1983 pori. Ile oauu 3 HalO1IBIT BXKUBAHUX 1IYMIB Ha chorojiHi. [IIupoko
3aCTOCOBYETHCS ISl IPOLIEYPHOT TeHepallii. 3a3BU4aii, 1J1s mo4aTKy
TeHEPYETHCS KapTa BUCOT, a MOTIM Il KapTa 3aCTOCOBYETHCS HA MOTPIOHY
MICIIEBICTE.

[IIymu HE 000B’I3KOBO BUKOPUCTOBYIOTHCS TOOAUHIT. Hepiako Kiabka
ITyMiB HAaKJIaJal0ThCs OJMH Ha OJTHOTO CTBOPIOIOYM OLIBII CKJIaIHI 1
cnernudiuni mapamadru. Le mo3Bos€ 3p0OUTH TEHEPAITiO MIKABIMIO Ta
OLIbII YHIKAJIBHOIO.



OcHoBHu ipuHIUI IyMy [lepina nmossirae B reHeparii
TICEBIOBUITAIKOBUX TPAIEHTIB B 33IaHUX TOYKAX, & TIOTIM 1HTEPITOJIAIIT
3HaY€Hb MK IUMH TOUYKaMu. [{e gocaraeTscs NUISIXOM BUKOPUCTAHHSA JIHIAHOT
THTEPIOAIIT MK CYCITHIMU 3HAYCHHSIMH TPAJIIEHTIB, @ TAKOXK BUKOPUCTAHHS
31 KYI04901 QYHKIN 71 YCYHEHHS PI3KUX IMEPEX0/IiB MK 3HAUCHHSIMHU.

3aranom 3riamKyrda QyHKITS MOKe OyTH OyIb-SKOI0 (PYHKITIETO.
[Ipore, € meBH1 BUMOTH 0 1i€l GyHKIIT. [ 3raamKyBaHHs MU OepeMo TiTbKU
JacTHUHY (DYHKIIIi, a OCHOBHOIO BUMOTI'OIO € HYJIbOBA MOX1JIHA B MiHIMAJIBHUX Ta
MaKCUMaJbHUX 3HAYEHHSIX (PyHKIIII.

JIJist OTpMaHHs 3Ha4Y€Hb IIyMY B MPOMIKHUX TOYKAX 3aCTOCOBYETHCS
IHTEpHOJIALIA MK BEKTOPaMHU IPa/II€EHTY. 3a3BUYail BAKOPUCTOBYIOTHCS
KyOluHa a00 KOCMHYCHA iHTeprosiis. Lle 103Bosie TIaBHO MEePEX0IUTH Bl
OJIHOTO BEKTOpa J0 IHILIOTO 1 3a0e3Meuye MIaBHICTh IIyMYy.

Jlist ctBopenHs mymy Ilepiina My MOXEMO BUKOPUCTOBYBATH HACTYITHY
Gopmyy:

P(x) = Lerp(G(a) * (x - a), G(b) * (b - x), Smooth((x - a) / (b - a)))

Ie:

P(X) - 3HaueHHs mymy [lepiina B TouIi X;
Lerp(A, B, t) - miniliHa iHTEpIOJIALIS MIXK 3HAaYCHHIMH A Ta B 3 mapamerpoM t;
G(a) ta G(b) - 3HaUeHHS TPA/IIEHTIB B TOYKAX a Ta b BIJMOBIIHO;

Smooth(t) - srmamkyroda QyHKIis a7 mapaMerpa t, 3a3Budaii
BUKOPUCTOBYETHCS (DYHKIIIS, IO BPaXOBY€E KPUBI3HY NEPEXOAY, TaKa K S-
KpuBa a00 KOCHHYCOiaJbHa 1HTEPIOIALIS.

Matematuuni metoau podotu Diamond Square

Anroputm Diamond-Square — 1ie MeTo1 reHepariii BUTIaJJKOBOTO
nanamadTy. BiH BUKOPUCTOBY€E KOHUEMIIIO PEKYPCUBHOIO MOALTY JJIst
CTBOPEHHSI BUTIAJKOBOTO ()paKTaIbLHOTO JIaHadTy.

ANTOPUTM NOJIISAETHCSA HA HACTYIHI €TalH:



1. Imimianizamis: Crioyatky MU CTBOPIOEMO JIBOBUMIpHUN MacuB. YoTtupu
KYTOBI TOYKH MacCHBY 3aJal0ThCSI BUTIQJIKOBUMHU 3HAYCHHSIMHU BUCOTH.

2. Eran "Diamond": bepemo kBajipat, BU3HauY€HU YOTHPMa KYTOBUMHU
TOYKAMH, 1 00YMCIIIOEMO CEPEHE 3HAYEHHS [IMX YOTUPHOX TOUOK, TTIOC
JI0JIaBaHHs BUTIAJKOBOTO 1IyMy. Lle mae HaM HOBY TOUKy mocepeauHi
KBaJpara, CTBOPIOIOYM "amma3s".

dopMmyna sl IbOTO eTamy:
M=(TL+ TR +BL +BR)/4 + Random(-R, R)
ae:
o M — cepenns Touka (BucOTa) KBajpara.

« TL, TR, BL, BR — BepxHiii niBuii, BepxHii IpaBuil, HIKHIHI
JIIBUH Ta HUKHINA NMpaBUil KyTOBI TOYKU KBaJipaTa BIIMOBIIHO.

« Random(-R, R) — BumaakoBe uncio B giana3osi [-R, R].

3. Etan "Square": I koxHOTO "anmMazy" 3 monepeIHsoro KpokKy,
O6epeMo KyTOB1 TOUKH ajiMasy 1 CEpEAHIO TOUKY, 00UMCIIEHY Ha
HOTEpPEIHbOMY €Talli, 1100 CTBOPUTH YOTHPHU HOBUX KBajpata. Jlis
KOXKHOTO KBaJIpaTa OOUMCITIOEMO CEPETHIO TOUKY TOYHO TaK CaMo, K MU
1e 3poOunu Ha etami "anmasz".

dopmyia 115 UbOTO ETaIy:
M=(T+L+B+R+C)/5+Random(-R, R)
ne:
o« M — cepenns Touka (BUCOTa) HOBOTO KBajpara.
« T,L, B, R— BepxHs, niBa, HUKHS, ITpaBa TOYKH BiAIOBIIHO.

o C — nenrpanbHa TouKa, 10 OyJa 0OUKCIIeHa Ha IOTIEPEAHbOMY
eTari.

« Random(-R, R) — Bumaakose uncio B giana3osi [-R, R].

L1 eTanu MOBTOPIOIOTHCS PEKYPCUBHO, IOKU BCl TOUKHU MacUBY He OYIyThb
obuuceni. [Tapamerp R (1rym) 3a3Budail 3MEHITY€THCS 3 KOYKHIM HOBUM
KPOKOM peKypcii, o 3a0e3neuye riakuii nepexia BUCOT.



[Topiusaas Diamond Square Ta mrymy Ilepaina

[ym Iepnina 1 Diamond-Square € qBoOMa NOMyISPHUMHU METOJIaMU
reHeparlii IpoIeaypHOro KOHTEHTY, OCOOIMBO I CUHTE3Y JaHAmadTy B
KoMI'toTepHUX Tpax. OHAaK BOHU NPEICTABISIOTH 1B PI3HUX ITiIXOIH JI0
BUPIIICHHS III€T 3a1aui.

Ilym IlepJina:

1. Henepepsnicmo: lllym Ilepaina cTBOproe HEMEPEPBHI, TIAJIKI IITyMOBI
HaTepHHU, 0 POOUTH MOTO 1/IeaTbHUM JJII CUHTE3Y HATypaJIbHUX
TEKCTYp, TAKUX SIK XMapH, BOTOHb, a00 JTaHa@T.

2. Dpaxmanvricms: Hlywm Tleprina Moxe BUKOPUCTOBYBATHUCS JIJIS
CTBOPEHHS (PPAKTATBHOTO IIyMY, IIIXOM IIapyBaHHS IIyMy Ha Pi3HUX
Mmacirabax. [le 703BoJsie cTBOprOBATH O1IBII CKJIAIHI Ta JeTalli30BaH1
TEeKCTYpPH.

3. Bucoxa obuucnosanvha cknadnicms: I'enepariis mymy [lepiina moxe
OyTH 1OCUTHh BUMOTJIUBOIO JIO PECYPCIB, OCOOIMBO J1JI BETUKUX
MacIITa01B Ta BUCOKOI AeTari3ari.

Diamond-Square:

1. Ilpocmoma i wseuokicms: Diamond-Square - 1e BiJIHOCHO POCTHI
AITOPUTM, KWW MOKE IIBUIKO TeHEPYBaTH IIIyM Ha BeNuKiil oonacti. Lle
POOUTH HOTO 1/1eaTbHUM JIJISI CUTYAIIiH, KOJIH IIBUIKICTh BXKJIMBIIIA 32
JETabHICTh.

2. Teomempuunuii wiym: Diamond-Square cTBOpIo€ 1mrym, 1o 0a3yeTbes Ha
reOMETpIi, [0 MOXKE MPU3BECTHU A0 3p0O3YMLIOI FT€OMETPIYHOI CTPYKTYPH
B pe3yibTyrouoMy daHamadTy. Lle Moke OyTH KOPUCHO Il CTBOPEHHS
MeBHUX TUMIB JaHAadTY, aje TaKOXK MOXKE BUTJISATH HEPEaTiCTUUHO
JUTS 1HIINX CLIEH.

3. Apmeghaxmu: Anroputm Diamond-Square Moxe MpU3BECTH J10
aptedakTiB, TAKMX K BUIUMI KBaJApaT a0 poMOU, 0COOIMBO MpHU
BUKOPUCTAaHHI HU3bKUX 3HAYEHb MTAPAMETPIB.

1. Ckaaanicth renepauii mymy Ilepaina:



[Iym IlepsiHa CTBOPIOETHCS MIJISIXOM THTEPIIOAIT OaraTourCeTbHUX
IIYMOBUX (DYHKIIIi, 110 BUBHAYAIOTHCS TPaJl€HTaMU Ha PEryJIsipHIN CITI B n-
BUMIpPHOMY NMPOCTOpi. BUKOpHUCTOBYIOUM N-BUMIPHUM MPOCTIP, KOXKHA OTepaltis
oOuucnenns mymy Ilepnina mae cknagaicts O(n), A€ n - KITBKICTh BUMIPIB.
OpHak B KOHTEKCTI reHepallii JanamadTy, sika 3a3BU4ail BUKOPHUCTOBYE
JTBOBUMIpHUI a00 TpuBuMIipHUM 1ryM [lepiina, cKiIaaHICTh MOXKHA BBAXKaTH
koHcTanTHOIO (O(1)) s KoKHOT omepartii reHeparii nymy.

2. Ckaannictps aaropurmy Diamond-Square:

Diamond-Square € peKypCUBHHM aJIrOPUTMOM, SIKHI 00po0JIsie Bce OIbIIE 1
O1JIbIlIE TOYOK 3 KOKHUM KPOKOM pekypcii. [Ipumyctumo, 1o Hama moyaTkoBa
CITKA € KBaIpaToOM 31 CTOPOHOIO0 2”*n + 1. 3a KOKHUI KPOK PEKYPCii aJITOPUTM
00po0IIsIE KIJTbKA TOYOK, MPOMOPIIIHHUX KITBKOCTI KBaJpaTiB B CITII, IO €
nponopuiHoro 4°(n-1). Tomy, ckiannicTe anroputmy Diamond-Square
ctaHoBuTh O(4"'n) A1 KBaJPATHOTO MOJISI po3MipoM 27n + 1.

[IpoTe BapToO 3ayBakuTH, 110 anroput™ Diamond-Square € cToxacTUUHUM,
TOMY MOTO TOYHA CKJIAJIHICTh MOKE BapitOBATUCS B 3aJI€KHOCTI BiJl BUITAIKOBUX
3HAY€Hb, K1 TEHEPYIOTHCS I11]1 YaC BUKOHAHHS.

OTke, BUXOYH 3 IUX JaHUX, cKiagHicTe Diamond-Square € Buiioo
HiX ckiaaHicTh mymy [lepmina. OnHak, Tak ssk Diamond-Square e
CTOXaCTUYHUM, IPUMMATH PILIEHHS HA OCHOBI TUIBKH IUX JAHUX JIOCUTh
6e3rimy3no. Takoxx BapTo po3yMiTH, IO B TOH Yac sk 1ryM [lepina 3aBxau
TeHepye HenepepBHy (GyHKIIi0, B BUnaaky 3 Diamond-Square mosxHa
PEryJIoBaTH PIBEHb JI€Tai3allii, 0 JI03BOJISIE€ TPUCKOPUTHU aJITOPUTM.

3acTOCyBaHHS aITOPUTMIB y Tpi

VY Hamriii rpi npo NnoyrOBaHHSA, MU BUKOPUCTOBYeMO ymHu [leprina Ta
Diamond-Square ans peasnizaiii reHeparopa JaHamadgTy.

[Ipoctumu croBamu, mrymu Ilepnina e n1BoBuMipHa PyHKIIis, sSKa
TeHepye TICEB0 paHAOMHI 3HaYeHHs. B irpoBiii iHxycTpii mrymu [lepiina
BUKOPHCTOBYIOTHCS Maiike I BChOTO 110 TEHEPYETHCS MPOIIEAYPHO:
naHAmadT, XMapu, POCIMHHICTS. .. BOHU J03BOJISIFOTH CTBOPIOBATH O1JIBIII
MIPUPOIHI Ta OpTraHiuHi PopMU, HIK TPATUITINHI TEHEPATOPH JTaHIIITA(TIB.

Jyist mepeTBOpeHHS IIIyMy B JIaHAMA(T MU POOUMO THTEPITOJIAIIIIO
3Ha4eHb (11100 He 0YyJI0 PI3KUX MEepenajiB BUCOT) Ta MiJACTABISEMO OTPUMaHE
3HAYEHHS B KOOPAMHATHY BiCh, B IKOCTI KoOpAuHaTH Z. TakuM Y4MHOM MU
OTPUMY€EMO TJIaBHUH, YHIKAJTbHUHN JTaHAmAQT.



Takoxk, HepiIKO BUKOPUCTOBYETHCS KiJIbKa IITyMiB, IPHYOMY BOHH
HaKJIaJAl0ThCs OJIMH Ha oJinH. PaKTUYHO, KOYKEH HACTYIHHH IIIyM TIPOCTO
3MIITy€e KOOpJAMHATY Z B MeBHUM Oik. Tak MOXHa JOCATHYTH OUIBIIOT
neraiizaliii, abo oTpuMaTH OUIbII crienuIyHuN JaHamadT, HanpuKiIaa, Topu
abo Kparepu.

Diamond-Square — 6inbIn ck1aHUH 711 pO3YMIHHS QJITOPUTM. 3aMiCTh
(GyHKIIIT Bce MOYMHAETHCS 3 4 BepIIMH-KYTiB kBajapaTa. [1oTimM, 00UncIIoeThCS
Cepe/IHe 3HAUYEHHS IIUX BEPIIMH 3 JI01aBaHHSAM BHUIIaJKOBOTO IIyMY, Il BUCOTa
TOYKH 10 CEpEAMHI.

Jlami Bce MOBTOPIOETHCS JIJIs1 KOKHOTO OTPUMAHOTO KBapaTy, CTUIBKU
pa3 CKUIbKM 1€ TOTPIOHO.



Po3poOka moesni moBeaiHKu BOPOTiB 3a jjornomororo I
Apxitektypa cuctemu LI

B xon1 ananizy 3agadi 0yio npuitHsaTe pimenHs HamucanHs LI 3
BUKOpUCTaHHAM Blueprints, a Takox MOBH MporpaMyBaHHs C++ SIK IHCTPYMEHT
mutst po3poOkw I111.

Unreal Engine manae incTpymeHT i Ha3Boro Blueprint, 1o mo3Boiisie
PO3pOOHUKAM CTBOPIOBATH JIOTIKY TpH 0€3 HE0OX1JHOCTI MUCATH KOJT HA MOBI
nporpaMmyBaHHs. Blueprint BukopucToBye rpadiaauil maxia 10
porpaMyBaHHs, JIe PO3POOHUKH MOKYTh CTBOPIOBATH JIOT14H1 OJIOKHU (HOAM) Ta
3'€IHYBATHU X M1 COOOIO JIJI1 BU3HAYEHHS TOBEAIHKU 00'€KTIB y Tpi.

Y KOHTEKCTI Halllo1 TpH, MU MOKeMO BUKopucTaTu Blueprint s
peasnizalii MpocToi JIOTIKY MOBEIIHKU TBAPUH, SIKI OIraloTh MO KapTi.
Hanpuknazn, moxHna ctBoputu Blueprint a1t TBapuHU, SIKHI1 MICTUTB JIOTIKY
BUOOpY 1111 (rpaBilt a00 1HIIKUX 00'€KTIB), PyXy IO KapTi Ta pearyBaHHs Ha
30BHIIIIHI MOi1. BukoprcToBytoun BOY/10BaHI HOAM Ta (PYHKI[IOHAIBHICTH
Blueprint, Mu MOXkeMO NporpaMyBaTH MOBEAIHKY TBAPUHOK 0€3 HEOOX1THOCTI
BIaBaTHUCh JI0 CKJIAJTHOTO KOJY.

Taxox, B Unreal Engine axropurmu nHa Blueprint HarusHO
KOHBEPTYIOThCS B Ko C++ 1110 J03BOJISIE CTBOPUTH MPUOIM3HY peati3aliio
noriku Ha Blueprint, a motim, Tam e moTpiOHO, KOpEryBaTH JIOTIKY BKE Ha
C++. Came Takuii MeTOJ po3p0oOKH 1 OYB BUKOPUCTAHHIA.

Ornurc noBeAIHKOBUX MOJIENIEN BOPOTiB

biynpiaT 30M01 BUTTISiIa€ HACTYTTHUM YUHOM:

3arajioM, BOPOTH Y€KalOTh IIOKU HE 1T00avaTh IpaBIll, TOYHMHAIOTH
MIepECITiIyBaHHs, IPU HAOJIMKEHH1 HAHOCATh KOy TpaBito. Komm rpasers
aTakye BOpOra B HbOT'O 3MEHIITY€EThCSI KiJIbKICTh 3JJ0POB’ S, KOJIA 3I0POB’ S



nob6irae 0 Bi1OyBa€eThCs aHIMAIlis CMEPT1, MOJICTb 3HUIIYEThCS, a Ha MICIII
CMEPTI 3’ SIBIISIETHCS alTeuKa.



Po3po6Oka rpu Ha Unreal Engine
Peanizalia meToAiB reHepaLii naHaWwWapTy

B nepmiomy Meroai renepaitii Basic Generation BUKOPHUCTOBY€ETHCS
omonpuat BP_BasicProceduralGeneration i meton GenerateLandscape i3
HBOTO.

B GenerateLandscape renepyrotscs BepTekcu merogoM Generating
Vertex, B IKUI TIEPEIAETHCS MTApAMETPH KITBKOCTI BEPTUKCIB 1 MAKCUMAIIbHOT
BUCOTH JUISI HUX.

B npyromy metoni renepariii Simple Perlin sik 1 B Mmetoai Complex Perlin
BUKOpUCTOBY€EThCA MeToll GenerateLand, sikuit mpuitmae napamerp
useSimpleAlgo, BiJ 3HaUEHHS SIKOTO 3aJIEKUTH Ky peani3allio yma nepiiHa
irpa OyJie BUKOPUCTOBYBATH, IPOCTY UM OUIBII CKIIAHIIITY.

CnoyaTKy O4MIIalOThCA 3 MacuBa - BEPTEKCIB, TPUKYTHHUKIB, SKi
dbopmyroThCsi Ha OCHOBI BepTekciB 1 UV manu A Haki1alaHHg TEKCTYpHU Ha
3reHepoBany 3D mopens.

BukopucroByetbes meton CreateVertices, B SKOMy BUKOPUCTOBY€EThCS
MeTtoA renepaiii nuryma [lepiina 3anexHo B BHOpaHOI CKIaJHOCTI alropuTMa
PerlinNoise2D, a6o TwoD Perlin_Noise, reHepy€eTbCs MaCHUB BEPTEKCIB 1
MacuB UV 11 HaknagaHHS TEKCTYPH.

[Ticns renepairii mryma Iepiina BUKOPUCTOBYETHCS METO/
CreateTriangles, sikuii Oy1y€e TPUKYTHUKH Ha OCHOBI CTBOPEHHX BEPTEKCIB.



Po3poOka rpadiunoro intepdeiicy
["oToBHMIT iHTEpEiiC rpU BUTIISIIa€ HACTYITHUM YHHOM:

Generate landscape — srenepysartu sanamadT. KoxkeH sreHepoBaHuit
JaHamadT Oy/e YHIKAIBHUM, TaK K BUKOPUCTOBYETHCS BUITAIKOBE 3MIIIICHHS.

Generate Vegetation — 3reHepyBaTH POCIUHHICTb.

Spawn Al & Start Game — kHoIKa /I M0YaTKy TpH.

Ha kapTi 1u1st TecTyBaHHs reHepanii Janamadry peaai3oBaHuil

HACTyIHUH 1HTEpPeiic:

256
Vertex Number 32 256

UV Scale 16 Z Multiplier 1420
Lanscape Height 72 Scale 32

Noise Scale 100

256 Polygon Size 600
256 Vertex Number 64
Z Multiplier 5 UV Scale 500
Scale 32 Lanscape Height 24000
Noise Scale 100

KosxHa kHOMKa BIJIMOBIIa€ 3a TEHEPAIiI0 CBOIM METOA0M. A 3HaUYCHHS
napameTpiB BIANOBIJAIOTh 3HAYEHHSIM BIJIOBIIHUX MapaMeTpiB FreHEPATOPIB.

Cepen HUX:

- XSize, YSize, Polygon Size — BiamoBiiaroTh 3a po3Mipu JaHamadTy.
- Z Multipliter, Landscape Height — 3a Bucoty nmanamadty

- Noise scale — po3mip mymy

- Scale, UV scale — po3mip citku

- Vertex Number — KiJbKiCTh BEPILHUH.



CTBOpEHHS MOJIeJIel, TEKCTYp Ta aHIMallii

Sk Bxxe Oyno onucano, Unreal Engine mae BiiacHuit Mara3us aceTiB zie
MOHa KYITUTH TEKCTYPH, MOJIEJIl, MaTepiayiu iT/. B¢l aceTn BUKOpUCTaH1 B I
po6oTi s1 OpaB came TaMm.

Peanizaitisi rediMILICIO Ta JIOTIKU TPU

Bech reimruieii peanizoBanuii B crieni « NewWorld». I'paBens renepye
KapTy 3a JOITOMOTOI0 CIIeliajbHOI KHOIKH, 3aITyCKa€ TPy Ta i1e OUTUCH 3
30M0i. B rpaBIis € HacTyIHI MapaMeTpH: TOJIO0/, ClIpara, BUTPUBAIICTh Ta
310poB’s. Bix yaapiB BOporiB 310pOB’ sl 3SMEHITY€EThCSI.

€ maHc BUMAJIHHA 3 BOPOTIB allTeUKH MPHU MiIOUPaHHI SIKOT 3/I0pOB’ s
B1IHOBITIOE€THCS.

AHaJli3 OTpUMaHUX PE3yJIbTaTIB

Jlns renepartii tanamadgTy 0ysio BUKopuctaHo 4 Mmetoau. B npbomy
po3auti Oyje po3risiHyTa criendika Ta pe3yJbTaTh BUKOHAHHS IIMX METO/IB.

3pa3y BapTO 3a3HAYUTH 110 3pOOUTH BUOIP HA KOPUCTh IKOTOCH OJTHOTO
MeToay OyJie CKJIaHO: OUTBIIICTh METO/IIB F'eHepallli MatoTh CBif CIIEKTP
3aCTOCYBaHHS, BJIACHI MEPEBAr Ta HEJOMIKH.

B xoxi BukonanHus po0oTH OyIio peasizoBaHo 4 criocoOu renepartii
nanamadry:

1. Basic procedural generation — mpoctwuii panaoM. By peainizoBaHwuii 1ist
HaIJISIIHOT JEMOHCTpALlli YOMY MU BUKOPUCTOBYEMO CIIEL1aJIbHI METOIU
3aMICTh TOTO 100 MOKJIACTY BUIAIKOBI BEJIMUUHU HA CITKY.

31 CKpIHIIOTY BUAHO, IO PE3YJIhTAT BUKOHAHHS aJITOPHUTMY
He3anoBUTbHUN. Ha manmmadr e ax HisK HE CXO0Ke, TIepenaan TyKe
PI3K1, @ KyTH T'OCTPI.

2. Simpe Perlin procedural generation — peaisartis mymy Ilepina



JlannmadT muaBHUM, Bi3yallbHO TIOBTOPIB MatepHy Hemae. [1pu 3mini
napaMmeTpiB, MOXKHA OTPUMATH OUIBIIOTO Mepenaay BUCOT:

AJte HepIBHOCTI Bce 1ie Oy IyTh ay’ke m1aBHUMU. OJTHUM 3 CEpHO3HUX
MIHYCIB allTOPUTMY Oy T€ [0 OO0 CKJIATHO ONTUMI3yBaTH. B Oy/ib-
AKOMY BHUMAJIKy, TP BUKOpPUCTaHHI 1ryMy llepiina Mmu 6ynemo
OTPUMYBATU HEMEPEPBHY ILJIOMIKUHY, PU 1IbOMY BUKOPUCTOBYBATH
TIJIbKA YACTUHY TOYOK JJIs TeHepairii nanamadty. He 3anexxHo Bij piBHS
JeTajizallli HaBaHTaXeHHs OyJe Te came.

Complex Perlin procedural generation — toii camuii 1rym Ilepitina, TiabKu
MIJIX17 0 00YMCIIEHb 3HAUYCHb 1HIUN: B I1H peanizaiii
BUKOPUCTOBYIOTHCSI BEKTOPHI IPAJIEHTH K1 OOUUCITIOIOTHCS HA OCHOBI
BUIIAJIKOBHX KYTIB, & HE JOTUYHUX T'PAIIEHTIB SIK B IMEPIIIOMY BUIIAJIKY.



Ha Buxopai Ol mikasi popMu HIxK B ripoctoMy Ilepiini. Takox 11e
MOMITHO TIPH HIDKYKX 3Ha4eHHsx Zz-multiplier.

Minycu Ti cami — BIICYTHICTh ONITUMI3AIIii.
4. Diamond-Square procedural generation — anroputm Diamond Square



Pesynbrar poOOTH TOCUTH BITI3HABAHUMN: TOCTP1 BEPIIIMHU Ta HAsIBHICTD
rocTpux KyTiB. OTpUMAaTH IIOCH CXOXKE 3a JOMOMOTO0 OJHOTO JIUIIIE
mymy Ilepnina He Buiiae yepes3 iHTepnoJsLiio. Bel roctpl BepumHu
3rnaJKyroThes. e onHuM mrocoM anroputmy OyJie MOKIMBICTb
ontumizatii. Tak sk aITOPUTM € PEKYPCUBHUM, 3MEHIIUBIIN KUTbKICTh
iTeparliii MM OTPUMYEMO MEHIITY IIBUJIKICTh BUKOHAHHS.



BucHoBKM
1. V xoni miei po6oTu OyJI0 TPOBEACHO JACTAIBHUIN aHaJI3 Ta TOCTIHKEHHS
BUKOPHUCTAHHSA MaTEMaTHKH B Tally31 KOMI'IOTEpHUX irop. B Tomy unci
uryMm Ilepiina ta aaropurm Diamond-Square.

2. Po3pobiieHo cuctemy nporeaypHoi reHepariii JanamadTy B CEpeIOBHUIIT
Unreal Engine, sika BUKOPUCTOBY€E PI3HOMAHITHI QJITOPUTMHU JIJIs
CTBOPCHHSI PEATICTUYHUX 1 JUHAMIYHUX JIAHIITA(TIB.

3. Byno npoaeMoHCTpOBaHO, 110 MPOIEAypHA I'eHepallisi MOXKe 301IbIITUTH
PI3HOMAaHITHICTb 1 MOBTOPIOBAHICTh ITPOBOTO JTOCBIAY, 3HUKYIOUHU MPU
IIbOMY 00CST py4HOi poOOTH JIJIsl reiMIu3aliHEepIB.

4. Takox, Oyno Bu3HaueHo, mo Unreal Engine, monpu cBOXO CKJIaJIHICTh Ta
MICIISIMU HE IHTYITHBHICTB 1I00PE MiAXOIUTh JJIs MTOMIOHUX IIPOCKTIB

I{st poboTa miATBEPKYE, IO NpOLIeypHA TeHEPAITis € TOTYKHUM
IHCTPYMEHTOM B Tajty31 po3po0KH irop, SKui Moke OyTH BUKOPUCTAHUM JIJIs
CTBOPEHHSI OUTbII PI3HOMAHITHUX 1 TUHAMIYHUX ITPOBUX CEPEOBUIII.
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OumAPdszT172uhZTFuP

https://www.youtube.com/watch?v=H5K8QcOvTYo
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https://www.engati.com/blog/ai-in-gaming
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JlogaTku

Buxigauit koa po3po0seHoi rpu
dainum npoeKrty: https://github.com/opadfnezig/grad_project



