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Y kBamdikauidHii poOOTI po3poOsIeHO ITPOBUIM 3aCTOCYHOK Yy JKaHpi
rojioBoJioMku Ha ocHOBI pymiisg Unreal Engine 5. I[IpoekT peasnizoBaHO MOBHICTIO 32
J0TIOMOrol0  TexHosorii  Blueprints, 1m0 103BOJIWIO YHUKHYTH TpPaJULIHHOTO
[porpamMmyBaHHs 1 3a0€3N€UYUTH THYYKY Ta IIBHJIKY TOOY10BY JIOTiKH rpu. CTBOpEHHIA
ITpOBUI pIBEHBb BKJIIOYAE CUCTEMY TeJIENOpTallli, TMHAMIYHE OCBITJICHHS, €JIEMEHTU
iHTepdeiicy kopuctyBaya (Ul) Ta JIOri4HI TpUTEPH.

['pa peanizoBaHa y BUIJIAAI OJHOIO PIBHSA 3 BHJIOM BIJ Mepuioi ocoOu, Ae
rpaBelb JOCIIKY€E MYCTEIbHY JIOKAI[lI0 3 apXITeKTYpHUMHU O00'€KTaMH, BUPIIIYE
JIOT14HI 3a7a4l Ta akTuBy€e noAii. OcoOauBY yBary npuauieHO AU3aiiHy cepeoBUIIA,
UX-enemeHnTaM Ta B3a€MO/IIi 3 00’ €KTaMHu.

TecTtyBaHHsST  TIpu  OXOIUTIOBAJIO  TEPEBIPKY  Mpare3gaTHOCTI  BCIX
(yHKILIOHATBHUX €JIEMEHTIB, 3pYYHOCT! YIpPaBIiHHS, YUTA0EIBbHOCTI 1HTEep(ency Ta
3arajJbHOTO  KOPHUCTYBalbkoro  mocBigy. [IpoBemenuit  aHami3  miATBEpIUB
CTaOUIbHICT POOOTH TpU Ta il NOTEHLIa] s MNOJAJBUIOT0 PO3IIUPEHHS —
PO3pOOKH HOBHX PIBHIB, CIOJKETHOT JIIHIT Ta TEHMITJISHHUX MEXaHIK.

Karwuosi caosa: Unreal Engine 5, Blueprints, irpoBuii 3actocyHok, 3D-rpa,

roJIoBoJIoMKa, reiman3aiia, UX, TecTyBaHHs, TeJENOopTallis, IHTepaKTHBHA CIIEHA.



ABSTRACT

Thesis Topic: Development of a Game Application Based on the Unreal
Engine
Author: Vladyslav Ihorovych Zhulym, 4th-year student, group KN1-B21, specialty
122 Computer Science

Scientific Supervisor: R.V. Motsyk, PhD in Pedagogical Sciences, Associate
Professor of the Department of Computer Science

This qualification thesis presents the development of a puzzle-genre game
application using Unreal Engine 5. The project was implemented entirely through the
Blueprint visual scripting system, allowing the game logic to be built without
traditional programming, thereby accelerating prototyping and debugging. The
developed level features teleportation mechanics, dynamic lighting, user interface
(UI) elements, and interactive trigger zones.

The game is implemented as a single playable level in first-person mode. The
player explores a desert-themed environment with architectural structures, solves
logical tasks, and activates in-game events. Special attention was paid to the level
design, user experience (UX), and object interaction.

Functionality testing included verification of core mechanics, ease of control,
interface readability, and overall user experience. The conducted analysis confirmed
the game’s stability and demonstrated its potential for future expansion — including
the addition of new levels, narrative structure, and extended gameplay mechanics.

Keywords: Unreal Engine 5, Blueprints, game application, 3D game, puzzle,

game design, UX, testing, teleportation, interactive environment.
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BCTYII

Y cydacHomMy 1udpoBOMY MPOCTOpl IrpoBa IHAYCTpiS — 1€ OAWH 3
HaWaKTUBHINIE PO3BUBAIOYUX CETMEHTIB iH(popMaliiHuX TexHonori. Komm'torepHi
ITPY CHOTOJHI CTaJU HE TUIBKH CIIOCOOOM pO3Bard, aje M MOTYKHUM 1IHCTPYMEHTOM
JUIA HaBYaHHS, TPEHYBaHb Ta MOIIMPEHHS KyNIbTYpHHX Haa0aHb. OKpeMo BapTo
BI/I3BHAYUTH ITPU-TOJOBOJIOMKH, IO TOEIHYIOTH Bi3yaldbHy NpHUBAOIUBICTH 3
JIOTTYHUM MUCJIEHHSIM, SIK1 3aBOIOBAJIM BEJIMKY MOMYJISPHICTb.

Cepen 6e3miul iIHCTpyMEHTIB 17151 cTBOpeHHs irop, Unreal Engine BuainseTscs
Ta 3aiiMae JIIUPYIOYl MO3UINT 3aBASKA CBOIM IpaiuyHUM MOKIMBOCTSM, MIATPUMIIL
poOoTH Ha pi3HUX IUIAaTGopMax, Bi3yallbHOMY CKpPUNTHHTY dYepe3 Blueprints Ta
BEJIMYE3HOMY CITIBTOBAPHCTBY PO3POOHUKIB.

AKTYyaJbHiCTb TEMHU [IOJIATA€E B IMOCTIHOMY 3pOCTAaHHIO MONUTY HAa
IHTEpaKTUBHMM  LHU(PPOBUIA  KOHTEHT, pO3pOOKa IrpOBOrO0  3aCTOCYHKY 3
BukopuctanHaMm Unreal Engine € Haa3BuyailHO akTyanbHOw. lle go3Bossie
CTYJACHTaM OTPUMATH NPAKTHUYHI HABUYKU POOOTH 3 CYyYaCHUMH TEXHOJIOTISIMHU,
MIJBUILUTH PIBEHb KOMIT IOTEPHOI Ipadiku, MporpaMmyBaHHsA Ta AW3alHYy ITPOBOIO
nporuecy. Kpim Toro, TeMa Mo€i JUTIIIOMHOT poOOTH BIATMIOBIAE CYYaCHUM MOTpedaM
PUHKY TIpaili, /i€ BHUCOKOKBaTi(hiKOBaHI PO3POOHHKH 1rop € 3aTpeOyBaHUMH
crenlagicTaMu B yCbOMY CBITI.

O06’ekTOM J0CITIIKEHHSI € TPOIEC PO3POOKHU ITPOBOTO 3aCTOCYHKY, 30KpemMa
METO/M, THCTPYMEHTH Ta TEXHOJIOT1i, 1110 BAKOPUCTOBYIOThCS B Mexkax pyurisg Unreal
Engine, a Takox KIHIIEBUI ITPOBUM MPOAYKT SIK PE3YJIbTAT I[HOTO MPOIIECY.

I[Ipeamerom JocC/iIsKeHHsI € METOAM Ta OCOOJMBOCTI 3aCTOCYBaHHS
iHcTpyMenTiB Unreal Engine juist peanizaiiii irpoBuX MeXaHik.

Meta po3poOuTti Ta peanizyBaTd (PYHKIIIOHAJbHHUI 1rpOBUI 3aCTOCYHOK Ha
ocHoBi pymrisi Unreal Engine, 7eMOHCTpYIOYM NpPaKTUYHE 3aCTOCYBaHHS CY4aCHHX
IHCTPYMEHTIB Ta TEXHOJIOTIH 1rpoBOi pOo3pOOKH, PO3POOUTH apXITEKTYpy IFPOBOIO
3aCTOCYHKY, IO 3a0e3nedye HOoro MacimraboBaHICTh, €(EKTHBHICTh Ta 3PY4YHICTh
noaanbuIoi MoauQIKalli a TAKoXK peayli3yBaTH KOMIUIEKC I'POBUX MEXaHIK (cucrtema

KepyBaHHS MEPCOHAXKEeM) 3 BUKOpucTaHHsAM Blueprints.



J171s1 HOCSATHEHHS TOCTABJIEHOI METH HEOOX1/THO PO3B’A3aTH TaKi 3aBJIAHHSL:

1. TlpoaHanizyBaTd Cy4yaCHHMH CTaH Ta TEHJICHIII PO3BUTKY ITPOBUX PYIIIiB,
30kpeMa MOXJMBOCTI Ta mepeBarn Unreal Engine 5 (abo akTyanmbHOi Bepcii) mis
PO3pPOOKH IrPOBUX 3aCTOCYHKIB.

2. Po3poONTH KOHLEMII0 Ta AW3aiiH MalOyTHHOTO ITPOBOTO 3aCTOCYHKY,
BKJIFOYAIOYM BU3HAYEHHS OCHOBHUX ITPOBUX MEXAHIK, BI3yaJbHOTO CTHIIIO, ILIHOBOI
ayJIUTOPIi Ta CIOXKETY.

3. [IpoBecTu TecTyBaHHS PO3POOJICHOTO IrPOBOTO 3aCTOCYHKY JUIsl BUSBIICHHS
Ta BUIIPABJICHHS TOMUJIOK.

4. CdopmynoBaTH BUCHOBKHM IIOJAO0 €(QEKTUBHOCTI BHKOPHUCTAHHS PYIIis
Unreal Engine nns po3poOKM IrpOBHX 3aCTOCYHKIB Ta NEPCIEKTUB MOJAIBIIOrO
PO3BUTKY MPOEKTY.

VY mpoiieci BUKOHAHHS JIUIUIOMHOI POOOTH 3aCTOCOBYBAJIMCh TaKi MeTOIM
AOCTIAKECHHS:

1. AHamiTHYHUN METOJ, TOOTO BHMBYEHHS IIpOBOi 1HAYCTPii, MOXKJIMBOCTEH
Unreal Engine Ta BUMOT A0 Ipu [Uisl OOIPYHTYBaHHS PIlIEHb.

2. CucreMHMi TiAXiJl, TPOEKTYBaHHS TPU SK IUIICHOI CHCTEMH 3
B3a€MOIIOB'SI3aHUX KOMIIOHEHTIB JJIs 3J1aro/IK€H01 pOOOTH.

3. Merox MopemroBaHHS, cTBOpeHHS 3D-Mojeneit 00'ekTiB, MEPCOHAXKIB Ta
IrPOBOTO CBITY.

4. Meroa NpOEKTYBaHHs, po3poOKa KOHUENIi I'pH, AU3aiiH, PIBHIB Ta JIOTIKU
MEXaHiK.

5. MeTon mpoTOTUIYBaHHS, IUBHJIKA peanii3alis Ta TECTyBaHHSA KIFOUOBUX
171ell Ta MeXaHIK Ha paHHIX eTanax.

6. Meroxa TectyBaHHs, nepeBipka (yHKIIOHATHLHOCTI, BUSBICHHS MMOMUJIOK Ta
OLlIHKa MPOIYKTUBHOCTI TOTOBOI TPH.

7. MeTon MOpIBHSAJIBLHOTO aHami3y, OIliHKA €(EeKTHBHOCTI OOpaHUX PIIICHb
Blueprints Ta mopiBHSIHHS 3 aHAJIOTAMHU.

IIpakTuyHe 3HAYEHHS O/IeP:KAHUX Pe3yJbTATIiB TMOJSITae y CTBOPEHHI

MOBHOLIIHHOTO 1IPOBOr0 3aCTOCYHKY, SIKUM MO)X€ OyTH BUKOPHUCTaHMH SIK TOTOBHM
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npoAyKT abo sSK OCHOBa Ma€ MOTEHIAN JJIS TMOJABIIOr0 OOIpPAIFOBAaHHS Ta
BUITYCKY SIK KOMEPIIIHHOTO MPOAYKTY Ha BIAMOBIAHUX IUIaTdopmax.

JlumiomMHa po0oTa CKJIAJA€TbCA 31 BCTYMY, TPbOX pPO3ALUIIB, BHCHOBKIB,
CIUCKY BUKOPHCTaHHUX JDKEpen 1 JoNaTKiB. Y TMEpIIOMY pO3Iil pPO3TIISTHYTO
HOpMaTUBHY 0a3y, MoAiOHI CUCTEeMH Ta 3arajibHi MiAXOAMU 0 aBTOMaTHU3allii BUOOPY
TUCIHILTIH. Y JPYroMy poO3JiJi AETaTbHO OMUCAHO PO3POOJICHUI 3aCTOCYHOK, HOTO
iHTepdeic 1 (QyHKIIIOHATBHICTh 31 CTOPOHM CTyACHTA. TpeTi po3ia MPUCBIYCHO
IHCTpYMEHTaM 0OpOOKHM Ta aHaIi3y BHOOpPY AMCIMILTIH 3a monomoror Google Apps

Script y xomii TaGIuIIl.
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BUCHOBKH

VY3aranpHI0I04M, PO3pOOJICHUIM ITPOBHM 3aCTOCYHOK JEMOHCTpPY€E €(hEeKTHUBHE
BUKOPHUCTaHHA cydacHuX TexHosoriii Unreal Engine 5 mus peamizamii irop y »aHpi
roJIoBoJIOMKH. [Ipo€ekT Moske OyTH BUKOPUCTAHUMN sIK 0a30BUI HaBYAIBHUMN MPUKIIA],
MPOTOTHII JIJIsI cCTapTay abo cTapToBa TOYKA JUIs TIOBHOIIHHOT I'PU, OPI€EHTOBAHOI HA
1H/TI-CETMEHT.

3riIHO 3aBAaHb TUIUIOMHOI poOOTH OyJ0 po3po0JIEHO ITPOBHM 3aCTOCYHOK y
*aHpi rosoBojoMku Ha iargopmi Unreal Engine 5 13 BUKOpUCTaHHIM TEXHOJIOTI]
Blueprints. PeanizoBanuii piBeHb MICTUTH 1HTEp(]Eiic KOpUCTYBaya, JIOT14YHI TPUTEPH,
CHUCTEMY TeJIeTIopTallii MK JIOKamissMHU, €(QeKTH JUHAMIYHOTO OCBITJEHHS Ta
B3a€MOIII0 3 00’ekTamMu. CTBOpPEHE CEPEAOBHILE BPAaXOBYE NMPUHLUIN TeMAN3aiHYy,
UX-nu3aitny Ta atMmochepHoro oopMIICHHS CIICHH.

VY TeopeTHuHI YacTHHI MpPOAHANI30BaHO MPEAMETHY OOJacTh PO3POOKHU
KOMIT FOT€PHUX 1Top, PO3MISIHYTO KiIacu(iKalliio KaHpPiB, KJIIOYOBI €Tali CTBOPECHHS
irop, OCOOJMBOCTI BUKOPUCTaHHS IrpoBHX pymiiiB. OOIPyHTOBAHO MOIIIBHICT
Bubopy Unreal Engine 5 sik muiargopmu 17151 peanizalli NpO€eKTY, @ TAKOXK BU3HAYEHO
KITFOUOBI TEXHIYHI MIEpeBaru pyIiis JJIsi CTBOPEHHS IHTEPAKTUBHOTO KOHTECHTY.

Takox Oyn0 mpoBeneHO TeCTyBaHHS (YHKIIOHATY pO3pOOJIEHOTO PIBHS,
30KpeMa MepeBipKy IrpoBOi JIOTIKH, MOJ1H, IHTEpPENCy Ta KOPUCTYBALLKOTO IOCBIJTY.
Bussneni nomuniku Oynu BumpasieHi, a UX-aHani3 3aCBITYUB 3pYUYHICTh, BI3yaJbHY
3pO3YMUTICTh 1 CTAOUIBHICTh reiMIuieto. OTpuMaHi pe3yJbTaTh JAEMOHCTPYIOTh, IO
PO3p00JIEHUI 3aCTOCYHOK MOKE€ CIY>KUTH MPOTOTHIIOM JJIsi MOJAJIBLIOTO PO3BUTKY

IpU Ta Ma€ MOTEHINAI JUIsl pO3MIUPEHHS (YHKIIOHATBHOCTI, CIO’KETHOI JIiHIT 1 piBHIB.
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