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BcTyn

AKTyanbHicTb: puHoK irop, Unreal Engine.

MeTa: gocniaxeHHs npouecy po3pobku rpu Ha Unreal Engine
5 3 BUKOPUCTAHHAM Bi3ya/ibHOI MOBM NPOrpamyBaHHA

Blueprint.

MocTaHOBKa 3aaadyi: po3pobka rpm “Mopcbkuin 6in” Ha unreal engine 5.

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

Global Player Forecast
2020-2025

$225.7Bn

2022 PC Players
1,045M $192.7Bn $196.8Bn
$179.1Bn

2022 Mobile Players

2,675M

2022 Console Players

603M




File Edit  Asset  View Debug Window

(AL

BP_GameState X

= [ /3] =d Compile - O- Diff v @ Find *
[ components X = Viewport
| |
+add  Q N

1 BP_GamesState (Self)

At DefaultSceneRoot

My Blueprint x
+add  Q e
GRAPHS @

23 EventGraph
FUNCTIONS ®

=
Constru

tionScript
JF uUpdate Ships

F Update Turn to Shot

MACROS @
VARIABLES ®
Components

gameState EGame Sta
TurnToShot ETurnto Sk »
BP_MainField BP Main Fie
BP_EnemyField BP Enemy F >
Difficulty E Difficulty »~
DevMode Boolean et

B compiler Results
EVENT DISPATCHERS ®

WG Content Drawer H Output Log cmd v

Ornap Knacis

BP_ GameState

Tools Help

 Hide Unrelated i {0 Class Settings ¢ Class Defaults b Simulation » : No debug object selected v
F Construction Ser F Update Ships T Update Turn To. T3 EventGraph X

BP_Game

nt Graph

x  Q Find Results

& Details

P2 all saved

x

e State Base

@ source Control



Ornap Knacis

BP_MainCharacter



Currers Pkl -
Crreet Pem &
e
Qurrert Drecton ©
Mousne rgus Erablesd
s S0
LT [ — _ x r— A— & 5 >
P — T B — » - ——— i RS
Onta Sncore (> e Faie > rlat] | e 0 et Pkl G et Gl o e P PR
WVector 30 — - T

Ornap Knacis

AC _Fieldlnteraction

»




Ornap Knacis
BP_ ParentField

File Edit Asset  View Debug  Window Tools Help _ X
BP_ParentField x Actor
| (o] =d Compile '0' Diff v @ Find 'G; Hide Unrelated {:} Class Settings ,/ Class Defaults P Simulation } No debug object selected v
[# components X =2 Viewport X . Details x
-+ Add Q =  Perspective  Lit Kb 2 m % B0 L100 (2025 [H4
© BP_ParentField (Self)
A+, DefaultSceneRoot
M My Blueprint x
+ad Q &
GRAPHS ®
2 EventGraph
FUNCTIONS ®
4 ConstructionScript
 FieldSetCurrentPos
I FieldAction
f Possible To Place On Field
F ClearField
F ImportShipKit
F Pop Next Ship To Add
f setCurrentShip
f Generate Random
f PlaceShip
F Get Location from Field
F Get Ship Location from Field
J Shot B compiler Results x Q Find Results
F GetNeighbours
F Update Ships
F Spawn Effects
MACROS ®
VARIABLES ®
Components
5 Content Drawer B output Log Cmd v =k 1Unsaved (@ Source Control




Ornap Knacis
BP_ MainField

File Edit Asset View Debug  Window  Tools Help _ %

BP Parent Field Q&

BP_MainField X

- ) @ Compile : fOFind  *g HideUnrelated i G} Class Settings & Class Defaults B Simulation = No debug object selected v
[# components X Viewport X F Construction Scr %3 Event Graph . Details X
-+ Add Q = Perspective  Lit K2 m & @0 KL (2025 [h4 Q B
© BP_MainField (Self) w Default
A+, DefaultSceneRoot  Edit in Blueprint » Ghost Pos ) 00
Ghost Rotate None v
Filled Cells 0 Array eleme @ T
. DTS v
Data Ship Kit II er
Ship Kit 0Amayeleme B T
Current Ship None v
& My Blueprint L On Al Ships PI. 0
+ad Q e Ships 0Amray eleme @ T
GRAPHS ® On All Ships D. 0
« EventGraph Checked Cells O Amayeleme B I
FUNCTIONS ERF @ On Shot 0
Y ConstructionScript palis il
~f FieldSetCurrentPos AU
F FieldAction Tick Interval ( 00
ClearField Allow Tick Bef
7 SetCurrentShip p Advanced
7 Placeship w Replication
% Update Ships Only Relevant
7’f Spawn Effects Aways Reluaat
MAACHDS ® Replicate Mov.
VARIABLES ® Net Load on Cli.
GhostShip @ BP ParentS » \ ’ Net Use Owner
St Yo B compiler Results x  Q Find Results Rapleates
GhostRotate E Rotate ot Net Dormancy Awake v
SpawnedShips 552 BP ParentS »< Net Cul Distan 2250000000
EVENT DISPATCHERS ® Net Update Fre 1000
Min Net Updat 20
Net Priority 10
p Advanced

W5 Content Drawer H Output Log

& 1Unsaved (@ Source Control



Tools

X

Help

¥ EventGraph

/2 2\ File Edit  Asset View Debug  Window
)
- BP_EnemyField x
= :Oj Compile % '0. Diff v fOFind  *g Hide Unrelated
[# components X = Viewport
-+ Add (e} =  Perspective

© BP_EnemyField (Self)

At, DefaultSceneRoot  Edit in Blueprint

M \y Blueprint x
+add Q *
GRAPHS ®

*: EventGraph

FUNCTIONS ®
4 ConstructionScript

~’f FieldSetCurrentPos

7f FieldAction

*f Spawn Effects

MACROS ®
VARIABLES [©)
BP_Target = BP Target >
TargetPos Vector 2D >~
EVENT DISPATCHERS ®

B compiler Results

B0 Content Drawer M output Log cmd v

Lit

X

Q Find Results

Ornap Knacis

BP_ EnemyField

{} Class Settings ‘/ Class Defaults b Simulation

F Construction Scr

J Spawn Effects

>

I Field Action

No debug object selected v

f Field Set Current

N &

. Details

= X
BP Parent Field Q&

&k 1Unsaved (@ Source Control



( “ '/) File Edit  Asset

BP_Clipboard
= | 0] :.OE Compile :

[# components x
+Add Q

© BP_Clipboard (Self)
At, Scene
A, Widget
Ay, SceneToField
s BP_EnemyField
#1 BP_OceanWater

M My Blueprint x
+ad Q
GRAPHS

%3 EventGraph
FUNCTIONS F
*f ConstructionScr ipt
F UpdateShipsCounter
J Update Turn To Shot
MACROS
VARIABLES
Components

EVENT DISPATCHERS

ContentDrawer [ Output Log

Ornap Knacis
BP Clipboard

View Debug Window Tools Help

Class Defaults  B;, Simulation

> :

F Update Turnto S.

=g Diff v fOFind  *g Hide Unrelated i {0} Class Settings No debug object selected v

Viewport X f Construction Scr ent Graph J Update Ships Co

= Perspective  Lit K+ S

B compiler Results % Q Find Results

# Details x

Q

v Replication
Only Relevant
Always Relevant
Replicate Mov.
Net Load on Cli
Net Use Owner
Replicates
Net Dormancy Awake
Net Cull Distan.. 2250000000
Net Update Fre.. | 1000
Min Net Updat. 20
Net Priority 10

Advanced

v

4

Actor Tick

Start with Tick

Tick Interval ( 00

Allow Tick Bef.

Advanced

4

Rendering
Actor Hidden |

Editor Billboar 10
v Actor

Can be Damaged

Initial Life Span 00

Spawin Collisio. Always Spawn, Ig v

Advanced

Collision

4

Generate Overl

Update Overla

Default Update.

v

Advanced

ig Defau v

X

Actor

B &

& 1Unsaved @ Source Control



File Edit  Asset

View Debug  Window Tools Help

WBP_Clipboard x
= | ) =d Compile = 0- Diff v » :
& Palette X i Library
Q
AUDIO
COMMON
I Border
5 Button
i Check Box
[&]image
[%] Named Slot
EDProgress Bar
+ Radial Slider
ich Text Block
1= Slider
Text
EDITOR
INPUT
LISTS
MisC
OPTIMIZATION
PANEL
= Hierarchy X I= Bind Widgets
Q
[wBP_Clipboard]
M [Overlay]
[®]image_259
M [Overlay]
[ [Vertical Box]
Cli [Size Box]

T WidgetSwitcher_64
Text] "Ready to fire"

+-+ [Spacer]
M, [Overlay]

W5 Content Drawer - Animations

Text] "Not ready to ."

LLELLLLLLLE
RN CRCRCRCRCRCRCNC

B output Log cmd v

Ornaa Kna

No debug object selected v

WBP_Clipboard

= Widget Reflector

150

Screen Size v

Custom v Width

1410

Height 1800

= X
User Widget
T{x Designer %2 Graph
# Details x

= 1Unsaved @ Source Control



(’1;, ) File  Edit Asset View Debug Window Tools
N WBP_ShipCounter x
= [ s} =_Qf Compile 'o'D\ffv [ 3
&8 Palette % i Library Sl & i
Q
AUDIO
COMMON
O Border
&8 Bution 2
/| Check Box 0
[&]image
[*] Named Slot
EDProgress Bar
+ Radial Slider 1
[ Rich Text Block
1= Slider
1
[T Text
EDITOR
INPUT
LISTS
MISC
OPTIMIZATION
PANEL .
= Hierarchy x = Bind Widgets
1
Q 0
[wBP_shipCounter]
" [Scale Box] L@ !
&= [Horizontal Box] f®
[Amount TextBox] "0" ol @
Texi] "X" o @

T WidgetSwitcher @
[a]image_3 o @
[]image_77 ol @
[w]image L@
[]image_1 L@
[]image_2 o @

4
1
5 Content Drawer i Animations B output Log Cmd v

Help

Ornap Knacis
WBP_ShipCounter

No debug object selected v

25 200 15

™ Widget Reflector

50 0 50 1

) None

‘a @R EaN

Screen Size v

Desired v

. Details

=% 1 Unsaved

= X
User Widget

%2 Graph

& Source Control



Ornap Knacis
AC_ShotAl

= X
AC_shotAl x

(1'j } File  Edit Asset View Debug Window Tools Help

Actor Component

E | &) =gf Compile : -5 Diff Q Find *i3 Hide Unrelated * {:} Class Settings _/ Class Defaults ?,) Simulation | 2 No debug object selected v
My Blueprint X %2 Event Graph X o %
+add Q T My = > Ev
GRAPHS ®
¥ EventGraph
FUNCTIONS [©]
F GetNextCellToFire
F A_Fire
MACROS (C]
VARIABLES [©]
NextCellPos Vector 2D ;
HittedShip BP Parent! »
HittedPos Vector 2D > — = = - =
DirectionToFire ERotate - : — T
TempPos Vector 2D t il S == : [
EVENT DISPATCHERS ® E . 3

B compiler Results  x

WS Content Drawer ﬂ Output Log Cmd ¥

® 1Unsaved (@ Source Control



Ornapg piBHIB
L Menu

@ File  Edit Window Tools Build Select Actor Help Battleship = X
A L_Menu
B & Selection Mode v Gy v mv | 1 2 Platforms v L} settings v

C@ @ . = outliner x

=7 @ v kol
® Item Label Type
w A, L_Menu (Editor) World
w & Lighting Folder
#, DirectionalLight DirectionalLight
=& ExponentialHeightFog ExponentialHeightF
= SkyAtmosphere SkyAtmosphere
A skyLight SkyLight
$% SM_SkySphere StaticMeshActor
A VolumetricCloud VolumetricCloud
© BP_MainField Edit BP_MainField
© BP_OceanWater Edit BP_OceanWat
+ T&« CameraRig_Crane0 CameraRig_Crane
=« CineCameraActor1 CineCameraActor
5 L_MenuSequence LevelSequenceAct
¥ PostProcessVolume PostProcessVolurr
$2 TrackingSphere StaticMeshActor
13 actors
“ 3 # Details x @ World Settings

Select an object to view details

W5 ContentDrawer [ Outputlog B Cmd v £ Derived Data i & 1Unsaved (@ Source Control ,



Ornapg piBHIB
L_MainMap

@ File Edit Window Tools Build  Select  Actor Help Battleship _ X
A L_MainMap*
B & Selection Mode v =3V | 1 223 Platforms v L} settings v

QEED 0 © @D G GID C © [l
Tv Q v B
® Item Label & Type
w A, L_MainMap (Editor) World
v & Lighting Folder
34, DirectionalLight Direc

=& ExponentialHeightFog Exponer
= SkyAtmosphere
@ skyLight

$% SM_SkySphere St t
A VolumetricCloud VolumetricCloud

©, BP_OceanWater Edit BP_OceanWat
$% Cube

< EnemyFieldSpawnTarget
v <+ MainFieldSpawnTarget

Tar t
© BP_MainField Edit BP_MainField

P PlayerStart PlayerStart
& PostProcessVolume PostProcessVolurr

13 actors

- Details x @ World Settings

5 Content Drawer Output Log Cmd v 25 Derived Data = 2Unsaved (@ Source Control |



Peani3auia rpu “Mopcbkumn 6in”

READY TO FIRE

Your ships Enemy ships

1Al 1

2
3 il

3. butBa



BUCHOBOK

Pe3ynbTaTtom KypcoBoi poboTu cTtana rpa “Mopcbkuii 6in”,
HaBeaeHo aeTanbHUM ONUC BCiX KNacCiB Ta METOAiB, AKi byin
BMKOPUCTAHI NPpu po3pobLi rpn, a TaKoX ONMCaHO NIOTiKY rpu Ta

reimnaeit. [pa NOBHICTIO rOTOBA i MOXKe BYTK BUKOPUCTaHa AK

roTOBUMN NPOAYKT.



[1AKYIO 3a yBary
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