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BCTYII

AKTyaJIbHiCTh TeMHU AOCHiIKeHHsl. IrpoBa HIYCTpia — 1€ PUHOK, KU
PO3BUBAETHCS 3 KOKHUM POKOM B T€OMETpPUYHINA mporpecii. HailOupun ioro
rpaBul 3apo0JAI0Th MUIbSIpAU JojdapiB Ha pik. Lle rirantceki IT-kopnopanii, B
SAKUX THCSYl JIIOJIEW MPaLOTh 3 OKJKETaMH B COTHI MUIBHOHIB J10JIapiB Haj
CTBOpPEHHAM AAA-TIPOEKTIB, SKI MI3HIILIE TPUHECYTh KOMITIaHIi KpaTHUI NpHUOYTOK.
A0O0 KoMMaHii, OCHOBHA JISUVIBHICTh SKUX MOJIATAE y MIATPUMII A00Ope BiTOMUX
HIMPOKOMY 3arajly OHJIaiH-CEepBICIB, HAPUKJIaA, OaraTOKOpPUCTYyBallbKa POJIbOBa
rpa 3 BII3HABAaHUM OPEHIOM, UM OHJIAMH Mara3uH KOMIT FOTEPHUX IrOp 3 BEIUKOIO
0a3o10 kopucTyBauiB. He ocTaHHIO MO3uIi0 TyT 3aiiMae MOOUIbHUN TEUMIHT.
BpaxoByrouu BITHOCHO HU3bKY BapTICTh PO3POOKHU Ta MATPUMKUA MOOUIBHUX rop,
npuOYTOK 3 NOKa3B PEKIaMU Ta BUCOKY JIOSJIBHICTH IUIBOBO1 ayIMTOPI J0
KOPUCTYBaHHsS JIOHAaTHUMH OILIIMU, PO3pOOKa MOOUIBHUX IFOp CIPaBEIIMBO
BBAKAETHCS T'aly3310 B IMPOBIA HAYCTPIi 3 HAMBUILIO Map >KUHAJIBHICTIO. Takox
BApTO 3a3HAYUTH, II0 BITHOCHA MPOCTOTA PO3POOKH MOOUILHHUX ITOp JTO3BOJISIE,
NpU HassBHOCTI HABMYOK, 3aiMaTHCh IIUM HaBITh JIIOJMHI 0€3 KoMaHau. B Mepexi
MOJKHA 3HAaWTH MUTy IUICSAY IHII-pO3pOOHUKIB, SKI YCIIIIHO POOJATh ITpH
CaMOTYKKH.

IlpeameT AoC/iAKeHHS: TEXHOJIOTi, MPUHIMIM Ta €Talld PO3pPOOKHU
MOOUTbHUX I'POBUX J0ATKIB.

O0'eKT 10CaiTKEHHSA: CTBOPEHHS MOOUILHOTO IrPOBOTO JOAATKY .

Meta po6oTH: CTBOPEHHS I'POBOI0 MOOUIBHOTO AO0JATKy Ha 0a3l pyliisd
Unreal Engine 4.

BiamoBinHO 10 METH CTaBWINCH 3aBAAHHA.

MpOaHaJI3yBaTH CTaH Cy4acHOI IrpoBOi IHIYCTpii B CBITI Ta B YKpaiHi;

- PO3IJISIHYTH HOBITHI TEXHOJIOTH PO3POOKH IrPOBUX IMPOIAYKTIB;

- 03HaHOMHTHCS 3 CHCTEMOIO Bi3yaabHOro IporpamyBanss Blueprint;

- 3AICHUTH TPAKTHYHY peam3allilo MOOUIbHOTO IrpOBOTO J0JaTKa 3

BUKOPHUCTaHHAM MoxmBocTelt pymist Unreal Engine 4.
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Jnst mocsATHEHHS TOCTaBICHWX 3a1ad Oyiau BHUAUICHI OCHOBHI MeTOIH
JAOCJIIKeHHs, a caMe: — TEOPETUYHI Ta EMIIPUYHI (aHaJ3 Ta y3araJbHEHHs

JOCBIy BUKOPHMCTAHHA I'POBOI MEXaHIKM); — CHCTEMHO-(QYHKI[IOHATBHI Ta
MOJICTTIOBaHHS  (CTBOPEHHS CTPYKTYpHO-(MYHKIIIOHATLHOI MOJCNII TPOIEeCy
PO3pOOKH MOOUTLHOTO IrpOBOTO J0JATKY, CTBOPEHHS MOJEN IrPOBOTO JI0IATKY).

IIpakTyHe 3HAYEeHHsI: KPIM XOPOIIOTO CIIOCOOY BUTPATUTH Yac apKaaHl
IrpU NPENCTABIIIOTh COOOK0 HEMOTaHUM TpEHaXep peakuii Ta IpIOHOT MOTOPUKH
pyk. Jltoqu ski yac Big 4acy TIpalmTh B apKaaud MAarTh BUCOKUH pIBEHb
KOHLIEHTpalil yBaru. Takox pi3HOTO poay IrpOBi JOJATKU NOKPAILYIOTh JIOTTYHUI
Ta KPUTUIHUHA TUTT MUCJICHHS.

Anpo6auis pe3yabTaTiB. 3a TEMOIO MaricTepCchKOTO JTOCITIIKEHHS 101aHO
cTarTio «JlocnmKkeHHsT pPUHKY CydacHOi IrpoBoi 1HAYCTpii» 10 BicHuka
Kam'saenp-IloaimbChKOro HaIIOHATLHOTO yHIBepcHUTETy iMeHi IBana OrieHka.
®dBUKO- MaTeMaTHYHI HAyKH.

CrpykTrypa pobotn. JlumiomHa poOOTa CKIAJA€ThCA 3B BCTYIY, TPbOX

PO3/IUTIB, BUCHOBKIB Ta CITUCKY BUKOPHUCTAHUX JKEPEIL.
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BUCHOBKH

[Ticns aHanizy CBITOBOI IrPOBOT HAYCTPIi NPOBEAEHOI Mi Yac AUIIOMHOTO
TOCHIDKEHHS] MOXHAa 3pOOWTH BHUCHOBOK, IO BOHA Oyae NPOJOBKYBATH
O€3yNMMHHO PO3BUBATHUCH, SIK B SIKICHOMY TakK 1 KUIbKiICHOMY (popmari. PicT irpoBoi
ayauTOpii Mae HE3BOPOTHIA XapakTep, B CYCHUIbHIA AYMIN I'pHU 3aKPIMAIUCH K
HOBITHS (¢OopMa MHUCTEITBA, SKa BIIPBHIETHCS BT TPAAUIIAHUX TEUIA
HE3pIBHIHHUM PIBHEM IHTEPAKTHBHOCTI Ta IMEpCUBHOCTL. P0O3BHUTOK amaparHOTO
3a0e3MeveHHs 103BOJUTh Peali30BYBAaTH MPOEKTH, MPO SKI ITIe KUTbKA POKIB TOMY 1
roal Oyno nymath. A KO>XKHE HOBE NOKOJIHHS NMPOrpaMHUX 3aCTOCYHKIB Oyne
MOBHE MEPEIOBUX TEXHOJIOTIH, SKUMHU JI0 11bOTO Oyu lumen uu ray tracing.

[lin yac HamWcaHHS MaricTepchbkoi PoOOTH OYyJO0 AETATLHO AOCIIIKEHO
irpoBuid pymiii Unreal Engine 4. JlocnimkeHHsl moka3ano, 10 Ha CbOrOAHI — 1€
Hallkpanmii 3 yciX HasgBHMX, 3acid0 I pO3pOOKM Irop uepe3 Taki Horo
0COOJIMBOCTI:

— JOCTYMIHICTh, OCKUIBKH II¢ OC3KOINTOBHHM MPOTPAMHHMMA MPOIYKT, SKUAN
TaKUM 3QJTUIIAETHCS 10 THX IMip, TOKU T'pa, po3po0sieHa Ha HhOMY, HE TOYHE
OPUHOCUTHU NPHUOYTOK Yy COTHI TUCSY JI0JIapIB;

— JICTKICTh OCBOEHHS (HaBiTh SIKIIIO HE OpaTy JI0 yBaru BITHOCHY HPOCTOTY
caMoro pyiis, TO Ha mpocTtopax [iHTepHETY € JyXe BelUKa KUIbKICTh
HABYAJHLHOTO MaTepiany, siKa 3Ha4HO IMOJIETIIye OCBOEHHS;

— cepBic — Epic Games, koMmaHis sika po3poOusIa 1ei pylIiii CTBOpUia LTy
EKOCHUCTEMY JIJIsl pO3pOOHHUKIB irop Ta 3d-XyJq0KHUKIB, B SIKIH BOHU MOXKYThb
BUKJIQJIaTH CBOI pOOOTHM HA 3arajbHUl TOKa3, CIHUIKyBaTHCS Ta
OOMIHIOBATHCS TOCBIIOM;

— CYYacHICTb — II¢ pyIIi, skuid Bxke Oubie 20 pOKIB 3aIMIIAETHCS
aKTyaJbHUM 1 BiH OyJe TakuM ¥ Hajai, 4yepe3 MOCTIMHI OHOBJIEHHS Ta

BBCACHHA B KOPUCTYBAHHA HOBHX TEXHOJIOTIH.
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[Ipu BUKOHAHHI MPAKTHYHOT YaCTUHH JTUTUIOMHOI pOOOTH CTBOPEHO IrPOBHiA
JI0JIaTOK B JKaHPI1 apKaja, KUK TMOBHICTIO BIAMOBIIAE 3alylaHOBaHUM BHMoOTaMm. B
HbOMY pEali30BaHi BC1 MEXaHIKH, K1 HEOOXITH1 i1 TOBHOLIIHHOT TPH.

[Tix wac po3poOKu Tpu, MPAKTHYHO pealizoBaHo yci eranu podotu B Unreal
Engine: cTBOpeHHS MPOEKTy, po3po0Ka irpoBoi 00IaCTi, CTBOPEHHSI IIEPCOHAXKA Ta
YIIPaBJIiHAS HUM, HAJAIITyBaHHS CEHCOPHOTO YIPAaBIIHHS, CTBOPEHHS B3a€MOIIi
MDK 00'€eKTamu Ta iH.

Takox MOXHa 3pOOUTH BHUCHOBOK IMPO CYTTEBY POJb ITPOBOT MEXaHIKH,
OCKUIbKH I'pOBa MEXaHIKa BU3HAYa€ HACHYCHICTH I'POBOTO IMPOIIECY, MpaBua, 3a
AKUMU TpaeTrbcsi Bimeorpa. OCHOBOIO MEXaHIKM € IrpoBi 00'€KTH, Taki SK
NepCcoHaxi, 00'€KTH, 3 IKUMHU BOHH MOKYTh MaHIMYJIFOBaTH, JeKkopailii. YacTHHOIO
IrpOBOi MEXaHIKM € YNpaBJIiHHS, SKUM YHHOM TIpaBellb Kepye MEpCOHaXKEM Ta
irpoBuM cBiToM. Hampukian, sk 3ala€TbCsi HAMPSIM PyXy, SIK aKTUBBBYETHCS
B3A€EMOJIiS 3 BIpTyallbHUMHU IIpenaMeraMu. KpiM Toro Ha etari po3po0OKHU MEXaHIKU
CTBOPIOETHCSI KOPHUCTYBalLbKUIl HTEpdeiic, akuil HPopMye rpaBUsi 1 J103BOJSIE
B3aEMOJIISITH 31 CBITOM TPH.

Po3pobka rpu Oyna KOPUCHOO JJIsl TIOTJIMOJICHHS MPAKTUYHUX HAaBUYOK B
poboti 3 pymiem Unreal Engine 4, a Takoxx mis peanizarii eramiB po3poOKu
I'pOBHUX NPOTPaMHUX MPOAYKTIB. KOpHCHUM TakoX BHUSBHUBCS JIOCBiA poOOTH 3

CHUCTEMOIO BBBYaJIbHOTO MporpamyBanHs Blueprint.
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