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AHOTAILIA

[Tetpeaxko B.O. Po3pobka 1irpoBoro jgojatky B kKaHpl  CHMYISITOD
Janexo6ititauka Ha ocHOBI pymmisg Unreal Engine.

Kpamdikamiina podora nHa 3100yTTS OCBITHLOIO CTyHeHs OakajlaBp 3a
criermanbHIcTIO 121 «ImkeHepis mporpaMHOTo 3a0e3edeHH» . — Y HIBEPCHTET MUTHOT
cipasu Ta dinancis, Juimnpo, 2025.

O0’eKTOM [JOCTIIKECHHS € IIpoIleC PO3poOKH  ITPOBOTO  IIPOTPaMHOTO
3a0e31cUeHHS.

[TpemMeT AOCTiTKEHHS — CTBOPEHHS ITPOBOTO JIOJMATKY B KaHPl CHMYISITOP
JanekoOlifnuKa 13 BUkopuctanusam pyrisa Unreal Engine.

Meta xBamidikaiiiiHoi poOOTH ToNsSTae B MOJIeMoBaHHI  IpodeciHHOT
JISLILHOCTI JalleKoO1HHUKA NBIXOM PO3POOKH IMPOBOIO CUMY JIMIITHHOTO IIPOIPAMHOTO
3a0€3MCUCHIS IO 1IOCAHYE 1HHOBAINAHI IHAXOAH A0 (DI3HIHOLO MOJCIIIOBAHIS,
redMIDIeHOI ToT1K| Ta 3D-Bizyaizarii Ha OCHOBR1 cy4acHOTO irpoBoro pymms Unreal
Engine.

Y poboTi TIpoBReIeHO aHalll3 CYHYacHHX ITPOBHX PYIMIiB Ta 0OIPyHTORaHO BHOIP
Unreal Engine gx 1wiardopMu M pealizalii cumy/siTopa. Po3rIsiHyTO OCHOBHI
HPUHIMIIA  CTBOPEHHS 3D-1rpoBOIO  CBITY, PO3POOKH MEXaHIKH KepyBaHHs
TPAHCIIOPTOM, B3aeMO/IIT 3 HABKOJIHMIITHIM CEpPE/IOBUITIEM Ta BIPOBAKCHHS CIICHAPIIB
reitminiero. Oco0MUBY yRary HPHIINIEHO CTBOPEHHIO KOPHUCTYBAILKOTO 1HTEpQEHcTy,
OIITUMI3AINI HPOJAYKTUBHOCTI T4 BHKOPUCTAHHIO BI3YAILHOI CHUCTEMH CKPHIITIB
Blueprints a1 peamizarii irpoBoi JOTIKH Ta iHTEpaKTHUBHUX €JIEMEHTIB.

[IpakTiHa ITIHHICTH JHIUIOMHOI POOOTH TOIMITae y CTBOpPeHHl 0a3oBOTO
ITPOBOTO JOJATKY, MO MOKE CIYTYBATH OCHOBOIO ISl TIOJATBITIOTO PO3TTHPEHHS
¢dbyHKII0HATY 00 BUKOPUCTaHHA K HABYAILHOTO IIPUKIAAY B Ially3l FeHMICBY .

Kmouosi cioBa: Unreal Engine, cuMystop, irpoBUi J101aTOK, po3poOKa irop,

3D-MoemoBaHHs, TeUMILIEH, ToTicTHKa, Blueprints.



ABSTRACT

Petrenko V.O. Development of a Truck Driving Simulator Game Application
Based on the Unreal Engine.

Diploma thesis (project) for obtaining the degree of Bachelor in in speciality 121
«Software Engineering» — University of Customs and Finance, Dnipro, 2025.

The object of the study is the process of developing game software.

The subject of the study is the creation of a truck driving simulator game
application using the Unreal Engine.

The aim of the qualification project is to simulate the professional activity of a
truck driver by developing a game-based simulation software that integrates innovative
approaches to physical modeling, gameplay logic, and 3D visualization using the
modern game engine Unreal Engine.

The thesis includes an analysis of modern game engines and substantiates the
choice of Unreal Engine as the development platform for the simulator. It explores the
main principles of creating a 31D game world, developing vehicle control mechanics,
interactions with the environment, and implementing gameplay scenarios. Special
attention is paid to the creation of the user interface, performance optimization, and the
use of Unreal Engine’s Blueprint visual scripting system for implementing game logic
and interactions.

The practical value of this work lies in the development of a basic game
application that can serve as a foundation for further feature expansion or as an
educational example 1n the field of game development.

Keywords: Unreal Engine, simulator, game application, game development, 3D

modeling, gameplay, logistics, Blueprints.
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BCT¥YI1

Cy4acHa 1Hy CTpis BI€OITOP € OJHICIO 3 HaWTHHAMITHIIIHX Taly3el Mg popoi
CKOHOMIKH, IO AaKTUBHO PO3BHUBAcTbCI 3aBASKU IOCTIMHOMY BIOCKOHAJICHHIO
TEXHOIOTIHM, 3pOocTalodoMy MOIMMUATY cepeji KOPUCTYBadiB Ta pPO3MHpEHHIO cdep
3aCTOCYBAHHS 1OP — B PoO3Bar [0 HaBYaHHA Ta MOJE/HOoBaHHd Hpodeciinoi
aistibHOCTL. Y 2024 pomni 3aralbHAR J0X1J ramy3i carayB $177,9 Minbapaa, a jgo 2027
POKY TIPOTHORYETHCS HOTO 3pocTaHHs 1o ToHad $213 MimsapaiB. O HIEO 3 KTIOYOBHX
TEHJIEHITIH € PO3BUTOK KaHPY CUMYIBITOPIB — ITOP, IO JO3BOSIIOTH MOJIEMIOBATH
pealbH1 MPoIecH Y BIPTYaTbHOMY CEPeOBHIIIL.

Cumyisiropu pgaieko0ifinuka, taki sk Euro Truck Simulator 2 um Truck &
Logistics Simulator, crabiabHO YTPHUMYIOTH BHCOKI TO3HUINI B pedTHHTaX IPOJaskKiB
3aBIMKHA IIO€JHAHHIO 1IPOBOI CKIAJOBOI 3 €ICMEHTAMH JIOTICTHKH, PEaliCTHIHOIO
KepyBaHHS TPAaHCTIOPTOM Ta B3aeMOJIIi 3 HABKOIHUITHIM cepeoBumieM. [Ipore Garato
CYHaCHUX CHUMYJISTOPIB MalOTh oOMekeHul ¢y Hkionain ado 3acrapiiy rpadiky, mo
3HIKYE 3aTalbHUl PIBEHb 3aHYPEHHSL.

VY 3B’43KY 3 MM, CTROPEHHSI HOBOTO iTPOBOTO MPOAYKTY B JKaHPI CUMYIIATOPY
JanekoOlifHAKa 3 BUKOPUCTaHHIM CydacHHX MokimuBocTelt pymmis Unreal Engine 5,
takux gk Nanite, Lumen, Chaos Vehicle ta Blueprint-BizyanbHe nporpaMyBaHHS, €
aKTyaJdbHUM 1 TlepcrieKTMBRHUM HampsiMoM. Unreal Engine go3Bonsie cTBOpIOBaTH
Bi3yallbHO HACHUEHE CEPeJIOBUINE, JeTalbHy (PI3UKY PYyXy Ta PO3MUPIOBaHy JOTIKY,
o poOUTL HOTo 1j[eallbHUM 1HCTPYMEHTOM I Peai3alii 1rop Iboro THILY.

Meta xBamidikaiiiiHoi poOoTH ToNsATae B MOJIeMoBaHHI ITpodeciiHOT
JISUILHOCTI alle KOOI HHMKA NBIXOM PO3POOKH INPOBOTO CUMY JIMIIHHOTO IPOIPaMHOTO
3a0e3neueH s MO TOeAHYE 1HHOBAIUHHI MAXOMH M0 (PI3HUHOTO MOJETIOBaHHS,
redMInIeHnol JJoriku ta 3D-Bizyanizamii Ha OCHOBI cydacHoro irposoro pyims Unreal
Engine.

Metod  AOCIJKeHHS: OIS 1 IMOPIBHSUILHUE aHaii3 1rpoBUX PYIIIiB
(aHaMTUIHUN MeTo[), MojaemoBaHH 3D-00'ekTiB y Blender (mmpakTwaHuii MeTON),

CTBOPEHHS TeKCTYp Y Substance 3D Painter, BizyasibHe IIpOrpaMyBaHHS 38 AOTIOMOTOO
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Blueprints, TecTyBaHHS IIPOJAY KTUBHOCTI Ta B3acMOJI1l C€JICMEHTIB I'PU B CEPeIOBHIIL
Unreal Engine.

Y BIAIOBIAHOCTI A0 IOCTaBICHOI MeTH, B KBamdikamiiniii podori Oyiu
BU3HAYCHI HACTYIIHI 3aBJIAHHA:

1) Ilpoanam3yBaTd >KaHpoBI OCOOIMBOCTI Ta ICHYIOWI pillIeHHI Yy cdepl
CUMYJSITOPIB BAaHTAKHOTO TPAHCTIOPTY.

2) O0rpyHTYBaTH BUOIP PYIIIA Ta IHCTPYMEHTIB PO3pOOKH.

3) Peam3yBatu Ga30BY ITPOBY CIIEHY 3 BIIKPHUTHUM CBITOM Ta TpadikoM.

4) CtRopuTH (P13UTHO KOPEKTHY MOJIENH TPAHCIIOPTHOTO 3aco0y.

5) Peamzyraru iHTepdeiic, meHro, HUD Ta cucTeMy MiIKa3oK.

6) [IpoBecTr TeCTYBaHHS TIPOYKTHRHOCTI Ta SKOCTI CAMY JISITTIL.

OO0'ekTOM  JIOCIJDKCHHS € Ipolec Ppo3poOKH  irpOBOIO  IPOIPAMHOIO
3a0e3TeueHHSI.

lIpeameToM JOCIIKEHHS € CTBOPEHHS 1ITPOBOIO JOJaTKY B )KaHP1 CUMYJIATOPA
JanekoOiitHuKa 3 BUKopHcTaHHIM py1misa Unreal Engine.

Kpamdikamiiina poora cKIagacTbed 31 BCTYILY, TPbOX PO3JILIB, BUCHOBKIB,
CITMCKY BUKOPHUCTAHUX kepel 3 16 HaliMeHyBaHb. 3aralbHUM oOCIr poboTH — 63
CTOPIHOK, MICTUTL 30 PUCYHKIB 1 3 TabuIuIi.

IlpakTiune 3Ha4deHHS pPe3yJbTariB HoMrac y CTBopeHHi 06a3oBoi Bepcii

CHMYJIITOPA, SKa MOXKe OyTH PO3IIUPEHA A0 ITOBHOIIHHOTO KOMEPIIIHHOTO IPOIYKTY.



PO 1. JOCJIJKEHILA ITPEJMETHOI OBJIACTI

1.1 AKTyaJbHICTh TEMHU

IrpoBa 1HyCTpi aKTHBHO PO3BUBACTLCS 1 ¢TaOUILHO JIEMOHCTPYE CTPIMKS
3pocTaHHS. Bieoirpu cTalu HeBl éMHOIO TaCTHHOIO KyILTYPH Ta IHCTPYMEHTOM HE
JUIE UL po3Bar, aje R Ui HAaBYaHHS, TPCHYBAHHS HABUYOK, ICUXOJIOTTYHOIO
po3BaHTaxkeHHs TOIO. OcoOIUBY HIMTY HA PUHKY 3aHMAalOTh CUMY JEITOPH — sKaHp, 110
JIO3BOISE MOJISTIOBATH pealbHl mpollecH abo mpodecii y BIpTyaIbHOMY CepPeTOBHITIL.
OJHNUM 3 TONYIBSIPHUX MKaHPIB CUMY IIITOPIB € 1TPH, IO IMITYIOTH TIPOgheciio BO1S
BaHTa)KHOTO TPAHCIIOPTY — TaK 3BaHI CUMYJBSITOPH JalleKoOIHMKA.

AKTYaILHICTL PO3POOKH BIACHOIO CUMYJIITOpa Jallekodiiinuka Ha 0a3l pyImis
Unreal Engine 3ymMoOBIeHa:

¢ BHCOKHM 1HTEpPeCOM KOPHUCTYBAUIR JIO PEalCTHIHUX CHMYJISTOPIR,
e T0TpeboI0 Y CTBOPEHHI BITUM3HIHOTO MPOJYKTY, 3JaTHOTO 3aJ0BOILHUTH

CydacHl BUMOTH IPaBIB;

e posmHpeHHMMH MOXIIMBOCTAMU pyuns Unreal Engine st crBopenus 3D-
cepeIoRUI, (PI3UIHUX MOJeNel Ta 1IHTEpaKTHRHOI JIOTIKH,
® HABYAJIBHOIO Ta JOCIHAHUIILKOK IMHHICTIO IIPOEKTY V MekKax IIIIOTOBKH

Oakanappa 3a criermianbHICTIO 121 «IHm&keHepis IporpaMHOTO 3a0e3eIeHHSD .

['mobansHa 1rpora 1HAYCTpIS ¥y 2025 poInl 3adHINaeThes OJHIEIO 3 HaWOLIbII
JUHAMIYHO 3pocTarouux chep mudpoBux TexHodorid. Hespakaroum Ha He3HauHe
SHIDKeHHS JOXOMIB ¥ 2024 pori, 3araabHUE oOcar pUHKY Bijfieoirop ctaHoBuB $177.9
MuIbsipaa. IIporHosyerwes, mo g0 2027 poky el mokasHuk 3pocte go $213.3
MI1TBSIP/Ia, a KITBKICTh aKTHRHUX TPaBINIB cATHe 3,8 MUThIpaa ocid [1].

OaHuM 3 IOMYJSPHUX HALPIMIB Y CydacHOMY TIedMJICBlI € irpd B KaHpl
CHMYJISITOPIB, 30KpeMa CHMYJBITOpH TipodecitiHoi mistmbHoCTI. BoHU 3a0e3neuyioTh
IpaBIsM ePeKT IPUCYTHOCTL, BUCOKHUH PIBSHD 3aHy PSHHS Ta MOKIIHBICTD B3acMOIISITH
3 BIPTYQILHHUM CBITOM Y HaOIWKCHHUX [0 pealbHOCTI yMoBax. CHMYISMTOPU

nanexoOiiiHmka, Taki gk Euro Truck Simulator 2 Tta American Truck Simulator,
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KOPHUCTYIOTBCH HE3MIHHOIO IOITY JSIPHICTIO IIPOTATOM OaraThOX POKIB, JEMOHCTPYIOUH
BHCOKI TTIOKa3HUKH IIPOTaKiB Ta aKTUBHOL ay IUTOPII.

Y cBoo uepry, pymuit Unreal Engine s3anmmacTbes OJHICIO 3 IIPOBIAHUX
mwmatdopM sl po3podkH 3D-1rop 3aBAIKHA CBOIH TPOJYKTHBHOCTI, BUCOKIH SKOCTI
Bizyajizalii, IMUPOKOMY IHCTPYMEHTApIIO0 Ta aKTUBHIA INATPUMIN CHUILHOTH. 3a
JaHuMH 3BITY Video Game Insights, y 2024 poru ioHa  28% HoBHX 1rop y Steam Oy10
CTBOPEHO 3 BUKopucTanHaM Unreal Engine, 1o ¢BLIMUTE PO BUCOKHHN TIOIAT HA JaHY
TEeXHOJIOTIIO cepell POo3pOoOHUKIB [2].

Otxe, po3podka 1ITPOBOTO 3aCTOCYHKY B KaHpl CHMYJISITOp AalekoOifHMKa 3
BUKOpHCcTaHHIM py1isa Unreal Engine € akTyaTbHOIO, OCKUTHKH TOETHYE B cOOI:

e CraluibHe 3pocTaHus 1MoO0aAILHOTIO IFPOBOTO PHUHKY,
e [lomyNsApHICT, JKaHPY CHUMYISTOPIB SK 3aco0y MOJIEMIOBAHHS pPeaThHOTO

JOCBIIY ;

e Texnonoriuny nepepary Unreal Engine y cTBOpeHHl CKIaJIHUX 1HTCPAKTUBHUIX

3D-cucreM.

1.2 Anais )KaHpoOBHUX XapaKTePUCTUK CUMYJISITOPIB

CUMYTIATOPH K >KaHp KOMITIOTEPHHUX ITOp BYIITPalOTh BaKIMBY PONb Y
cydacHii reiiM-1HAycTpii. BoHH MOAemoIOTh peanbHI ado YMOBHI TPOIECH, JarOTH
3MOIY KOpUCTYBadaM IMITYBaTH Ipodeciiny ado JKUTTEBY AISUILHICTD, MO pOOHTDL
JaHUK JKaHp He IHIle pPo3BaKalbHUM, ajle ¥ OCBITHIM Ta TpeHyBalbHUM
1THCTPYMEHTOM.

Kanp cuMyITOpPIB TOAUBIETHCS Ha JeKUTbKa KaTeropid: TpaHCIIOPTHI
CUMYJISITOPH  (BOJIHHA, aBlalliepeIboTH), CKOHOMIYHI CHMYIISTOPH, CHMYIITOPHU
BIJKHBaHHSI, Oy JIBHUAITRA, TT0OYTY Toro. HalO1mbImy HIlTy Ha pHHKY TTOCIIAIOTh caMe
TPAHCIOPTHI CUMYJISITOPH, Cepell SKHX 0COOIMBO BHALBICTLCH H1HKAHP CUMYJISTOPIB
BAHTAKHUX [IEPEeBe3eHb (aNeKOOI MHHKIR). [X Oy ISpHICTE 3yMOBIIEHA THM, ITI0 BOHK
HOEHYIOTh KCPYBAHHY CKJIQJHOK TEXHIKOK, JOTPUMAHHS JOPOXKHIX IIPaBHIL,

JOTICTHKY Ta IUIaHyBaHHS MapripyTiB. Tak1 irpu, sk Euro Truck Simulator 2 Ta Truck
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& Logistics Simulator, IIpoAoBKYIOTH 3aiMaTH BUCOKI HIO3UINI B pSHTHHIAX IIPOJAKIB
1 MafOTh aKTHRHY TeliMepCchKy CHITBHOTY [3].

[HTEpec 1o AaHOero KaHpy 0OYMOBIICHUH TaKOK COLIAILHUMU Ta KY IbTYPHUMH
YHMHHHAKaMH: TPARIIB IIPHUBalIIOE MOKIMBICTE CIpoOyRaTH cede B HOBR1M npodecii, He
BUXOAIYH 3 JoMY. KpiM TOro, CUMYIJISITOPH CHPUSIOTH PO3BUTKY YBard, [IPOCTOPOBOTO
MHUCIIEHHS, TUIaHYBaHHS Ta MOTOPUKH,

Boanouac, He3BaKaOYM HA JOCTATHIO KUILKICTh ICHYIOUHX HIPOEKTIB, OaraTto 3
HHX MaroTh 3acTapiiny rpadiky, ooMexeHnH QyHKITIOHAT a0 cI1aldky (i3UTHY MOIETb.
CydacHi TeHAEHIN BHMararoTh peaTIiCTHIHOI Bizyamizallli, TOCTOBIpHOI (i3UKH
KepyBaHHS TPAHCIIOPTOM, IHTEPAKTUBHOTO CepeJIOBHINA Ta BiAKpuTOoro crity. Ile
CTBOPIOE TIEPEYMOBH JIISI PO3POOKH HOBOTO ITPOBOTO  TPOAYKTY, 37aTHOTO
3JIOBOJILHUTH 111 1HHOTPEOH.

TexuiaH1 MOKIHBOCTI pyTist Unreal Engine HagaroTh MIAPOKI IEPCIEKTHURH IS
peamizamii noa10Hore GYHKIMOHATY. 3aBIdKH IATPUMIN (I3HUHOIO MO IS IIOBAHHS,
CHCTEM OCBITIIEHHS Ta PO3MIUPEHOTO KePyBaHHS, BIH € JOIIIHHOIO MIaT(OPMOIO IS
CTBOPECHHS CUMYJIIITOPIB HOBOT'O IOKOJIHHA.

IIporiec po3poOKM ITPOBOTO 3aCTOCYHKY B JKaHPl CHMYIATOPIB Mae psij
crieU(pIIHAX BUMOT, IO BIAPI3HSIOTH HOTro B IHINKMX KaHPIB, TAKUX SK Iy Tepu ado
waTdopMepu. OcHoBHI PYHKIIOHAILHI OCOOIMBOCTI HOJSIAIOTh Y HACTY IIHOMY :

1. Peamicruuna ¢izuka — KOOYOBHH KOMIIOHEHT kaHpy. HeoOxijHo
MOJICIIFOBATH Bary TPAHCIIOPTHOTO 3aco0y, CHILYy TePTS, TalbMIBHUHN IULLX, BIAYYTTI
KepMa TOTTIO.

2. IrpoBl MEHIO — HASBHICTH T'OJIOBHOIO MCHIO, MCHIO HAJIAINTYBAHb, MCHIO
May3u 3 MOKIHBICTIO 30epekeHHs TPH, BUXOJY Ta Tepe3alycky, 1Mo 3adesnedye
3PYUHICTh B3a€MO/[li KOPUCTYBAYA 3 IFPOBUM 3aCTOCY HKOM.

3. IliaTpuMEKa BIAKPUTOTO CBITY — O€3MEPEepBHICTh pyXy Oe3 3aBaHTaKEHHSI
MUK JIOKAITSIME € BaK/IUBOIO CKIIAJI0BOIO JOCBILY IPaBIIL.

Y Mexax kBamidikamiHoi poOOTH CTaBUTHCS 3aBJaHHS CTBOPHUTH I1TPOBHH
JOMATOK V “KaHpl CHMYJISATOPY AaldeKoOIMHWKa 3 BHKOpHUcTaHHSM pyims Unreal

Engine. OcuoBHI ¢y HKIIOHAILHI KOMIIOHCHTH, SK1 MAIOTh Oy TH peaIi3oBaHi:
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e {azoBRy PI3MUHY MOJIeNTh PYXY BAaHTaKHOTO TPAHCTIOPTY,

¢ IHTEepaKTHBHE KepYBaHHI,

¢ TOJIOBHE MEHIO Ta MEHIO Tay3H;

® HaSJBHICTE JOPOKHLOTO Tpadhiky (NPC, okpiM KopHCTyBRada),

® KOPUCTYBAaLbKUH 1HTEpPEHC,

® BIJKPUTHHA CBIT 3 PI3HOMaHITHUMHU JIOKAILIISIMHU.

Peamnizains 3a3HaueHHNX (PYHKITIH JacTh 3MOTY CTBOPHUTH SKICHUM CHMYISITOD,
IO BIJMOBITATHEME CYYacHMM BHMOTaM 1 MaTHMe TOTEHITIAT ISl TIOAATLITOTO

PO3BUTKY.

1.3 AHam3 ICHYIOUHMX aHAJIOTIB YV JKaHpl CHMYJITOPIB

Ha cyuacnoMy pHHKY BIICOITOP ICHYE YCINIIHUX 1MPOBUX 3aCTOCYHKIB Y 3KaHpl
CHUMYJIITOPIB  JTATeKOOIMHUKIB. AHam3 iXHIX (YHKIIOHATEHHX MOKIMBOCTEH
JO3BOJISIE BUSBUTH CHWILHI M ciadKl CTOPOHM ICHYIOUMX IHPOJAYKTIB, a TaKOK
chopMyBaTH OpIEHTHPH UL pO3pOOKH BIACHOTO 3aCTOCY HKY .

Euro Truck Simulator 2 (puc. 1.1) — HalBIIOMIIIMHA CHUMYJBITOD
nanexoOiiHNKa, IKUH 3aHYPIOE TPABI Y CRIT MIKHAPOIHUX BaHTAKHHUX TepEBE3eHb.
Y Tp1 peamzoBaHO pPeaTicTHUHY (DI3MKY KepyBaHHS BaHTaKIBKaMH, aBRTEHTHYHI
1HTep €pH KadiH, TMHAMITHY 3MI1HY TIOTOH Ta A00H, a TaKOK JeTalTbHO 3MOIETHOBaHI
eBpoIeHCchKl jJopord H Micta. ['paBenb Moxke OpaTH 3aMOBICHHS Ha IICPEBE3CHHS
PI3HOMAaHITHUX BaHTaX1B, OOHparOud ONTUMAIBHI MapIIpyTH, BPaxOBYIOUH BHTpaTH
Ha TIAJINBO, Yac JIOCTAaBKW Ta CTaH TPaHCIOPTHOTO 3acoly. Y Tpi pealizoBaHO 3MIHY
JIOOH, TIPOCTY TOTOMHY CHCTEMY, PO3BHHYTY €KOHOMIKY Ta CHCTEMY MO TA(IKaIIiA.
[Tompu 3Ha4YH1 TepeBary, Takl SK JeTali3oBaHa JAOPOKHS 1H(PpacTpPyKTypa, peatisMm
(hI3MKKM Ta aKTUBHA CILILHOTA, HPOEKT Mac 1 HEAOMKH. 30KpeMa, Pyl Py BKe €
3acTapiiuM 1 oOMexye Tpadiual MOKIHBOCTI, a 1HTEPaKTUBHICTH 3 HABKOJIHIITHIM
CBITOM € oOMexeHOK. Takok BLIUyBacThes HecTada CIEHAPHOTO 1Iporpecy, Ino

3HUKY € MOTHBALIIIO I'PABLY Ha TPUBAIUEA TepMiH [4].
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Pucynox 1.1 — Irposuii nportec rpu Euro Truck Simulator 2

Truck & Logistics Simulator (puc. 1.2) pobuth akileHT Ha [TOBHOMY
JMOTICTHYHOMY TIPOIIECl — BlJ ITOYaTKOBOTO 3aBaHTAXKEHHd TOBapIB MO iXHBOI
JOCTaBKM 3@ BKA3aHOK afpecoro. | 'papellh Oepe ydacTb y BCIX eTanax poboTH:
CAMOCTIHHO Kepye HaBaHTaxyBaueM abo aBTOHABAHTAMNYBAUEM JITI 3aBAHTAKEHHI
rajeT, IICId YOro TePeBO3UTh BAaHTAK HA BAHTAXKIBI(, MIKPOABTOOYCl UM I1HIIOMY
BIATIOBIAHOMY TPaHCIIOPTI. ¥ IIPOIeci Ipd HOTPIOHO BPaxOBYBATH THUII BAHTAXKY,
crrocobH HOTO 3aKplIUIeHHd, Bary, OalaHCyBaHHI Ta MapIIpyT, M0 POOHUTDL ITPOBMH
IIPOIIeC MaKCHMaIbHO HaONFEeHHM IO pealbHOI JOTICTHYHOI OIUIBHOCTL Cepen
riepepar MOKHA BIA3HATHTH PO3MAiTTA TEXHIKH, A TAI13aIlio JIOrICTHYHMX IPOIIECIB 1
MeXaHIKH 3aBaHTakeHHd. BogHowac rpadika MocTyaeThCd KOHKY peHTaM, BIAKPHTHE
CBIT OOMeKeHMit, a (i3HKa PyXy TpaHCIIOpTy — HecTaOuTbHa. ['pa Takox Mae
rpobiieMu 3 onTUMIzai€o, ocobmiso Ha I[IK-mmmardgopmi. Bapro Takox 3asHaumATH,
MO PO3POOHUKHN PEryJIMPHO BUITYCKAIOTh OHOBIEHHY, IK1 YCYBalOTh TTOMIUIKH Ta
IOMal0Th HOBY TexHIKYy. OfHak, He3BaKaloUh Ha OHOBJIEHHI, NpobIeMu 3
OTITUMIZAITICIO 3aTUMIAI0THCA aKTyalbHUMU. Uepes I1e HaBITh Ha TOTYKHUX CHCTeMax

MOKYTh CIIOCTEpITaTHCA PPU3N Ta TaMIHHI 9acTOTH Kampis. [5].
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[Te omiH HiKaBul npencrasHuk xaupy — On The Road: Truck Simulator (puc.
1.3), pozpobnenuii Kommaniero Toxtronyx Interactive Ta sunymenuni y 2021 poui. I'pa
BHKOpHcTOoBYe pymii Unreal Engine 4 1 opi€eHTOBaHa Ha pealicTHYHE MOAEIIOBAHHY
BaHTaXKOTIEpeBe3eHb TepuTopiclo Himeuunmnu. Unreal Engine 3albesmeduye gKicHe
Bl3yallbHEe O(pOPMIICHH S, IMHAMIYHI ITOTOIHI YMOBH Ta PealcTHYHY Teorpadiro. Pazom
3 THM, TPOEKT CTpakIac Ha HecTadyy KOHTEHTY, Mac 4YacTi TeXHIYHI 3001 Ta
HeIOTPallbOBaHy TeIMILIEHHY JOTIKY. BimuyBaeThesa Opak clieHapHOI MOTHBAIIT, IO

00MeXKye TPHBATICTh 3aTyUeHHS TPaBIs [6].

Pucynoxk 1.3 — Irpopuii ipouec rpu On The Road
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Y rtabmum 1.1 HWKYE HABEJACHO KOPOTKE IIOPIBHYHHH TPLOX IOIYJISPHUX
cimyssiropiB — Euro Truck Simulator 2, Truck & Logistics Simulator Ta On The Road.
IlopiBHIOBaIMChL Taki MmapaMeTpH, sk rpadika, (i3zuka, HAABHICTL BIAKPUTOIO CBITY,

EKOHOMIUHI €JIEMEHTH Ta OCHOBHI T'eHMIDIEIHI MOKITUBOCTI.

Tabmurs 1.1

[TopiBrsuIbHa XapaKTepUCTHKA 1ICHYIOUMX 1ITPOBUX CUMYJIATOPIB

Hazsea » . . Biakpuraii . TetiMmutetini
Pymmii I'papika | Dizuka ; ExoHoMika ;
rpu CBIT MeXaHIKH
) ) Ilepepenenns
ETS2 Prism3D | Cepennsd | PeamcTruna | Tak Tak P ;
BAaHTAXKIB
Truck & ) ) 3aBaHTAKEHHS/ TOCT
L Unity Cepenns | Bapitoetbea | Hactkopo | Tak
Logistics apKa
On The | Unreal Ilepepenemn,
) Bucoka | llocepenust | Tak YacTkoBO P
Road Engine 4 Iloroma

1.4 BusnadeHs: BUMOL IO 1TPOBOLO 3aCTOCYHKY

i aHaI13y )KaHPOBUX XapaKTEPHUCTUK CUMYJISITOPIB 1 BUBUCHHS aKTyaJIbHUX
MIPUKIA B 1Top v i cdept Oymm chopMy TboBaHI BUMOTH IO CTBOPIOBAHOTO 1TPOBOTO
3aCTOCYHKY. [l BUMOIH OXOILTIOIOTH He JIMINEe (PYHKIIOHATBLHI MOMKIHBOCTL
MauOyTHROTO TIPOTPAMHOTO TIPOAYKTY, a U TeXHIUHI OCOOIHMBOCTI, 3aralbHY
apXIiTeKTYpy CHCTEMH, a TaKOX BpPaxXoBYIOTH OWIKYBaHHS 3 OOKY KIHIIEGBOTO
KOpHUCTYBaua. Y Impoleci po3poOku OyJIo B3STO JIO yBard HEOOX1IHICTL CTBOPCHHS
30a1aHCOBAHOTO, TIPO/TY KTURHOTO i PO3MHUPIOBAHOTO ITPOBOTO CepeTOBHUIIA, 3/TATHOTO
3abe3reunr  DNIMOOKE  3aHypeHHS  KOpHCTyBada Yy CHMYJDIiO — 1podecii
TamekoO1MHAKA.

[{UIBOBUM IPU3HAYCHHIM IIPOEKTY € CTBOPCHHS IHTEPaKTUBHOTO BIPTY &JIbHOTO
CEPEIOBHINA, B SKOMY KOPHUCTYBad BHKOHYE POIb BOJIS BaHTAKHOTO TPAHCIIOPTY.
[IpoexT MOJeIIOE KIOUOB1 aCCKTH 111 IIpodecii: IIaHy BaHHS MapIIpyTy, AOCTABKY
BaHTa’KiB, KOHTPOJb 3a BUTPATaMHU MMAaTLHOTO, TOTPUMAHHS IPaBUI JOPOKHBOTO PYXY

Ta B3aEMOJIIIO 3 TUHAMITHUM TpadhikoM. ['paBerlb MOBHHEH aJaliTyBaTHCS 10 3MIH Y
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JOPOAKHIN CUTYallll, BAKOHYBATH JIOITCTHYHI 3aB/IaHHs Ta JOCIATaTH IEBHUX IUICH, 1o
3abe3medye He JIUIIe po3BakalbHy CKIAJIOBY, a i HARUaTLHUH €(eKT.

[rpoBHii 3aCTOCYHOK OPIEHTOBAHHUH [EPEBaKHO HA PO3BaKalbHUNA CErMEHT
CIIO’KMBAYIB, OJTHAK BIH TaKOK Moske OyTH BUKOPUCTAHUH Y HaRUAILHOMY TIpoIieci —
HallpUKiIaj, Yy paMkax Opodecifinoi MArOTOBKH BOMAIB  BEIMKOBAHTAKHOIO
TpaHcTIopTy ado K 1HCTPYMEHT MOIyIsdpu3aIii JToricTHaHux Ipodectid. I{iapoRo0
ay UTOPICIO MPOEKTY € KOPHUCTYBadl BIKOM B 16 POKIB, SKI MalOTh IEPCOHAILII
KOMIT'IOTEPH 3 aKTYalbHUMH TEXHIUHUMH XapaKTepUCTUKAMK, HeOOX1THUMH IS
3aIlyCKY PECYPCOMICTKHX 1T0OP 3 BUCOKUM PIBHEM JeTai3artii.

CTpyKTYpPHO ITPOBHUM 3aCTOCYHOK peami3yeThess Y BUTISAAL KIEHTCHKOTO
JIOMATKY, IO BKIIOYae B coO1 Takl ocHOBHI mcucTtemu: pyrmi Unreal Engine 5, Ha
SKOMY peansyeThes Ipadika, Jorika ta Gi3uka rpy; MOAY/IbL YIIPaBIIHHS BaHTaKHAM
TPAHCTIOPTOM 3 TIATPUMKOIO TapaMeTpiB KepyBaHHS, TalbMyBaHHS Ta Bard
HABaHTAKCHHS, CHCTEMa MOJICIIOBaHHA JOPOKHBLOIO Tpadiky, ska 3adesneuye
1HTEPaKTHBHY B3a€MOJIIIO 3 1HIITAMH TPaHCIIOPTHUMH 3ac00aMH; a TakoK 1HTepdeiic
KOPHUCTYBAua, IKU LIOCIHYE ay [10-Bi3yallbHl edekTh 3 (yHKIIOHATILHUMH HaHEISIMU
KepyBaHHSL.

OcHOBHMH  (DYHKITIOHAT BK/IOYAE MOJYJIL PCATICTHYHOIO KEepYBaHHS
BaHTAXKIBKOIO, IO IMITYE IIOBSIIHKY TPAHCIOPTHOrO 3aco0y 3  ypaxyBaHHIM
MBUKOCTL, BATH BAHTAXKY, BUTPATH IAJILHOIO, CTaHy A0POTH ToIo. KopueTyBanbKui
iHTepdelic OXOIUIIOE TOJOBHE MEHIO, MeHIO Iay3u Ta eneMenrn HUD, saxi
Bio0OpakaioTh akTyaldbHy 1rpoBY 1H(opMariio. JlogaTkoBo IependaveHa cHUcTeMa
IIAKA30K, SKa JoloMarac IpaBIfio opieHTyBaTHes B iHTepdeiicl Ta pearyBaTy Ha o1
mja yac cecili. Pyx 1HIMAX TpaHCHIOPTHHX 3aco0IB peali3zoBaHHUM Uepe3 CHCTEMY
Tpadiky, ska OazyeTbcd Ha Halepe) 3aJalHuxX MaplIpyTax Ta CUSHapIsSX HOBEIIHKU
NPC.

Jo HedyHKIIOHAILHUX BHUMOI BIAHOCHTBLCH —3alesledeHis cTadlIbLHOT
MPOIYKTURHOCTI Ha KOMII IOTEpaxX CEPETHbOTO PIBHS, ONTHMIZAITS ITPOBOTO MPOTIECY
JUIsT To1aBHOL poOOTH HaBITH MPH BUCOKIN JeTamizarii rpadikm, a TakoK IIITPUMKa

pOBH_II/IpIOBaHOCTi. b4 MafI6YTHbOMy 3daCTOCYHOK Mac TO3BOJLATH AOJdaBaHII HOBOIO
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KOHTCHTY — KapT, TpaHcHopTHUX 3acoliB, MexaHik, cleHapiiB. Iurepdetic
KOPUCTYBaua TIOBWHEH 3aUMIaTHCS I1HTYITMBHO 3PO3YMUTHM Ta 3pPYUHHM IS
KOPHUCTYBaua He3a/ICKHO BlJ JOCBIIY B IOAI0HUX 1rpax.

Bumoru Jio TexHIYHOTO 3a0e31eueHHS:

— Orepaniitna cucrema: Windows 10 abo Hosima

— IIIT: Intel Core 15-10400F / AMD Ryzen 5 3600

— O3IIL: Big 8 1I'b (pexoMenaoBano 16 I'b)

— Bigeokapta: NVIDIA GTX 1660 / AMD RX 580 aGo HOBIII
— Micre Ha aucky: MiHIMYyM 20 ['b

ApxiTekTypa mporpaMHoro 3ade3nedeHHs 0a3yeThes Ha KITEHTChKIN Moem. B
SKOCT1 PYIIS BHKOPUCTORYeTHCA Unreal Engine 5, gkuit 3alesrneuye MATPUMKY
rpaplaHUX TEXHOJIOIH HOBOT'O IIOKOIIHIS, CUCTeMU (h13udHoro Moaemopainnd Chaos,
OCBITJIEHHS [.umen Ta 1HIN MOXKIHBOCTI. JIOTiKa TpH peam3yeThesl TepeRakHO
3acobamu Blueprints, ojiHax vy CKJIaIHUX BUIIQIKaX AOIYCKAaeThed BUKOpUCTaHHL C++.
Jlms 3alesneveHHsI CyMICHOCTI BHKOPHCTORYIOTRCS DirectX 12, Windows SDK, a
takok HaGlp odimiinux 1wiarinis UES, saxi BianoBigarorh 3a ¢i3uky, Al Ul-
KOMITOHEHTH TOTIIO.

Kopucrypanpkuii inrepdeiic BKmoyac cramjapTHy 1IpOBY HaBIramiio —
TOJIOBHE MECHIO, MEHIO 11ay3H, HAJIAIITY BAHHS 1IapaMeTpiB rpadiky, 3BYKY, KepyBaHHS,
a Takox 1ndopmaniiny nanear HUD. OxpeMy poinb Bigirpae cucTeMa CIIOBIIICHD Ta
KOHTCKCTHUX I1JIKA30K, K1 OHOBJIIOIOTHCS B PealIbHOMY Hacl 3aJIe:KHO B J1H IpaBII.
Best cuctema molyjioRaHa 3 ypaxXyBaHHSIM HoTped MalOyTHROTO PO3NMAPEHHS 1
3a0esredeHus  ¢TablibHol  poOOTH  HesadekHo Bl KoHdIrypamii araparHoro
3a0e31eTeHHS.

3acTOCYBaHHS TAKOIO MUIXOAY 0 CTPYKTYPYBaHHS BHMOL, MOJIYILHOCTI Ta
apXITEKTYPH TPH JO3BOISIE JIOCSITTH TITICHOCTI MPOTPAMHOTO TIPOJIYKTY, CIIPOITYE
IMJATPUMKY Ta MaiOyTHIO MOJCPHIZAINIO CHUCTeMH, a TakoxX QopMye HaliiHe

MATPYHTS JUIS YCIMITHOT peanizaimi KBamidikaIiiHoi atecTariiifaoi poOoTH.
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1.5 BUCHOBOK JI0 LIEpIIOro po3 LTy

VY pesyibrari JOCHLDKCHHS IIPeAMETHOI 0OJIacTl BCTAHOBICHO aKTyalIbHICTD
TeMH pO3pOOKH CHMYJSITopa JAaltekoOiifHuka Ha Oa3l pymms Unreal Engine. bymo
3’4COBAHO, MO KaHP CHMYJIMTOPIB, 30KpeMa TPAHCIIOPTHUX, 3aiiMae BArOME MICIIC B
ITPOBIIT 1HAYCTPIl, JEMOHCTPYIOUH CTIMKHM TONHAT cepejl KOPHCTYBadlB. AHaII3
CYHaCHUX 1IIPOBUX 3aCTOCY HKIB Y IIH HIIM JO3BOJIMB BU3HAYUTH KIIOYOBI [IEPEBary Ta
HEJIONMIKN ICHYIOUMX PIllIeHb, IO Y CBOIO YepTy Jalo 3MOTY OKPECIUTH OCHOBHI
HaTIPSIMH BJIOCKOHATIEHHSI.

byno mpoBesieHO MOPIBHSUIBHHUM aHali3 ICHYIOUHX aHaJoTIB, TakuxX sk Euro
Truck Simulator 2, Truck & Logistics Simulator, On The Road: Truck Simulator. I1e
JO3BOJIMIIO BUOKPEMMTH HaHKpany IPakTHKW peaii3alli MeXaHIK KepyBaHHS,
o0y IOBH ITPOBOTO CRITY, CHCTEMH TpadiKy, 1HTepdeicy, a TaKoK BUSIBUTH HEJIOMIKH,
K1 BAPTO BpaxyBaTH Il Hac po3poOKU BIACHOIO IpockTy. OcodiuBy yBary OVIIo
MPHIIEHO (PYHKITIOHATHHAM MOKITHBOCTSIM TaKAX MIPOAYKTIB 1 IX BIUIMBY Ha JOCBI]
KOPHUCTYBaya.

OcoOnmmBy yBary NpuuIeHo TEXHIYHIM BUMOTaM 10 MaHOy THHOTO 3aCTOCYHKY,
TakKuM SK pealizalisd pealcTHdHoi (i3uuHoi MOJSHl PyxXy, IHTEPAKTUBHOIO
KCpYyBaHHd, CHCTeMH 1rpoBuUX MeHo, NPC-gopoxnboro Tpadiky, IATPUMKU
BLIKPHUTOI'O CBITY Ta BHCOKOsKIcHOI rpadiku. Amnamz pymns Unreal Engine
IMATBEPAUB HOTo AOHUIBHICTD MK TEXHOJOITYHOI Oa3u Ul CTBOPCHHS CUMYIBITOPa
HOBROTO TIOKOJIHHS, IO BIATIOBIIa€ Cy9acHAM CTaHapTaM Bizyaiizalii Ta TeiMIUIero.

TaxuM qUHOM, Vv MeKax po3jaury OyIlio chopMyIIbOBAHO KOHIICITYaIbHI 3acalu
PO3pOOKH ITPOBOTO 3aCTOCY HKY, BH3HAUYEHO (PYHKITIOHATIBHI Ta TEXHIUYHI BAMOTH JO

HBOI'O, 4 TAKCK OKPCCIICHO 3aBAAHIT 1101aJILITIOTO ,I[OCJIiI[}I{GHHE[ ] IIPOCKTYBAHH.
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PO3JILJ 2. AHAJII3 TA BUBIP METOMIB PEAJIIBAIII I'PU

2.1 Bubip iHCTpYMEHTIB pO3pOoOKH Ta IIPOrpaMHoro cepeloBUINa

Po3polka cydacHOro 1rpoBoro 3acTOCYHKY HOTpeOye BUKOPUCTAHHS ITLIOTO
KOMIITIEKCY 1HCTPYMEHTIB, O OXOIUTIOIOTH CTRBOPEHHS B13yalbHOTO KOHTEHTY,
HPOIpaMHy peasizalliio JOIKH, YIIPaBIIHHS pecypcaMu Ta HIATPUMKY KUTTEBOLO
IUKITY IIPOEKTY. ¥ MeKax IbOro MPoekTy Oy o chopMoBaHo Had1p MPOTrpaMHIX
3aco01B, T 3a0e31euyIoTh ePeKTUBHY, THYUKY Ta MacImTaboBaHy po3poOKy

CHMYJISITOpa JanekoO1itHUKa.

2.1.1 lopiBHSIHIS 1IIPOBUX PYLIIB A1 PO3POOKH CUMY JIITOPIB

OJHUM 13 HARBaYK/IUBIIIKMX PIIICHL [IPH CTBOPECHHI 1IPOBOIO LIPOAYKTY ¢ BUOIP
PYIIiSI, HA OCHOBI SIKOTO peati3oBYBaTUMEThCs MPOeKT. [rpoRmit pymiit Bu3Hauae He
JIMITEe TEXHIYHI MOMKIMBOCTI MaHOyTHLOI I'py, a H piBeHb rpadiky, pealicTHUHICTD
(b13UKH, MBUAKICTH PO3POOKH, MATPUMKY MacITaOyBaHHS, 1HTETpaIlio 1HTepeiciB,
a TAKOXK THYYKICTD 1 cTabUIbHICTL B MaitOyTHboMY . OcOOIMBO akTyalbLHUM 1Ie € JUIs
1rop  JKaHpY  CHUMYJIATOP, JI€  BaXIMBO  3a0C3lICUUTH  BHUCOKHHA  CTYIIHB
HPaBAOIIOAI0HOCT] Y B3aeMoaii 00 eKkTIB, TouHe (Pi3UuHe MOJISIIOBAHHS, ILIaBHICTDL
PYXIB, pealicTHYHE OCBITJICHHA Ta BSJIUKY BIAKPUTY 1IPOBY Kapry.

Unreal FEngine 5, pospoOnenuit kommaHiero FEpic Games, mATpUMYe€
HalcyvacHilm TeXHOJIOI rpadiku Ta cumyBiiii. O Hico 3 HOoro OCHOBHUX lIepeBar €
Nanite — cucTemMa BIPTyali3oBaHOI TeoMeTpli, SKa Jae 3MOTY BUKOPHUCTORYBATH
CKJIQJIHI Mojiell 6e3 HOMITHOIO HaBaHTaKEHHS Ha cucteMy. KpiM 1boro, cucrema
Lumen 3abe3reuye rnodaibHe OCBITISHHS Ta B1oOpakeHHS B pealbHOMY Hacl, IO
CYTTEBO HOKpaIlye BizyalibHe clpuinsTTs rpu. BOygoBana ¢izuka Chaos jgo3Boisie
peamcTHIHO MOJEMIOBAaTH  TIOBENIHKY TPAaHCIOPTHHX 3aco0iB, B3aeEMOJIO 3
cepeloRHINEM, aedopmaliii Ta 31TKHeHHS. Takok pyIii Mae CHCTEMY BI3yalbHOTO

HporpaMmyBanis Blueprints, 1mo j03B0Jse CTBOPIOBATH 1MPOBY JIOTIKY O3 HAIIMCAHIS
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KOJy, IO 3HAYHO IIOJIeriye nponec po3podku. Unreal Engine 1miarpumye Bel cydacHi
miatdopmMu, v ToMy umca Windows, Android, 108, VR/AR Ta 1rpoBl KOHCOII.
Bukopuctanus pyiis € 0e3KOIITOBHUM 0 gocsarHeHHs $1 MiH goxony [7].

Unity — OaraTtonnatdopMOBHH PYIIH, IO IMIHPOKO BUKOPHCTOBRYETHCH IS
po3podku MoOuUIbHUX, 2D- Ta 3D-irop. Bin Mae npoctuil inrepdeifc, MHPOKY
JIOKYMEHTAaIT0, akTHRHY CIIIIFHOTY Ta OaraTui MarazmH pecypeiB Unity Asset Store.
OJHax 1P CTBOPCHHI CHMYJ/ISTOPIB 3 BEIMKHMH BLIKPUTUMM CBITAMH pyIIii
JEMOHCTPYE TIPITY ONTHMI3AINO Ta Tpadiky v nmopiBEstHHL 3 UES. PeamcTuuny G13uky
MOKIHBO peaTizyBaTH, aje BOHa BHMarae I1HTerpaiii cTopoHHIX O10m1i0Tek abo
JeTanbHOTO HajamrTyBaHHS. Unity He Mae BOyJ0BaHOi CHCTEMH Bi3yalbHOTO
CKPHUIITHHTY (TUIBKH Yepe3 CTOPOHHI IUIariHM), TOMY OCHOBHA JIOTIKA Peali3yeThes
yepes CH. Xowa pymnit go0pe mAXOAUTh JUIS 1H-IPOCKTIB 1 MOOUIBHMX JIOJATKIB,
JUTST CKJIaTHOTO CHMYJISITOpa BIH MEHIT 3Py UHHI [8].

Godot € BIAKPUTUM PYLIEM 13 BIAKPUTHM KOAOM 1 IOBHOIO BIJICYTHICTIO
TIeH31itHnX oOMekeHb. BiH Mae BaacHy MoBy GDScript, marpumye 2D- 1 3D-
rpadiky, MBUIKO 3aBAHTAKYETLCS Ta 3PYUHHUR Ul HEBEIUKUX irop. JsI mpoekTin
THITYy CUMYJISITOpa BaHTa’KHOTO TPAHCIIOPTY BIH IMOKU HE € ONTHUMAaIhHUM BHOOPOM,
OCKUILKH He 3a0e31edye J0CTaTHLOT SKOCT1 I'padiku, po3mupenoi (pi3uku ado ruydkoi
POOOTH 3 BEJIUKUMH cleHaMu. Takox BIACYTHICTL PO3BHHEHOT 1HMPACTPYKTYPU IS
PEATICTUIHOI'O OCBITICHHS, TPAHCIIOPTHUX CUCTEM 1 CKIa ol nopeainku Al oOMmexye
HOro BUKOpUCTAHHS Y O10HMX 3aj1a4ax [9].

CryEngine — pymmi 13 BHCOKOIO SKICTIO BI3yamizallli, SKHil paHie
BUKOPHCTOBYBABCS YV BEIMKHX HpockTax, Takux sk Crysis. lliprpumye PBR-rpadiky,
Toro/iH1 epekTH, Bi3yaabHO HacHUeHl TaH ImadTH, oJHaK Mae BUCOKHH MOPIT BXOJTY,
CIJIQJIHY  CTPYKTYpPY 1 ciaalKy IHTErpalilo 3 IHCTPYMEHTAMH  BI3YaJILHOIO
nporpamyBaHHs.  UYepe3s 1e BiH PiANIe BUKOPUCTOBYETHCS — He3aleKHUMH
pozpoduukamu. Xoua CryEngine TeopeTUHIHO MAXOAWUTL JUIS CUMYJISITOPIB, HOIO
BHUKOPHUCTaHHS TTOTpelye 3HAUHUX PECcypCiB Ta Jacy Ha aJanTaliiio, 1o He BiIIORIIaE

TUISIM TaHoi qurioMHoT poSoTta| 10].
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Ilonpu Te, MO KOKEH 13 PO3LEMHYTHX PYINiB Mac ¢BOI CHIbHI Ta ciadKi
CTOpPOHH, BHOIp KOHKpeTHOI IaTdopMH 3alekuTh Bl 3aBjJaHb IPOEKTY, PIBHS
OUIKYBaHOI pealliCTUYHOCTI, HAasBHUX PECYpCiB 1 JOCBLLY pospoduuka. st irop y
"KaHP1 CEMY JSITOPIB BaKIIMBOIO € He JHIE SKICTh TpadiKi, a i MOKIHBICTE 0OpOOKH
BEJIMKOI KUILKOCTI O0'€KTIB, ACTaIbLHOT (DI3HKU TPAHCIOPTY, IATPHUMKH IIOIOJIHUX
VMOB, BIJIKPATOTO CBITY Ta ONTHMI3aITii.

Y rabmum 2.1 Hwkde BiAoOpa)KeHo KIHOYOB1 XapaKTCPUCTHKU PYLIIB, IO
BPaxXOBYIOTECS IIPH BHOOPI TEXHONOTITHOI OCHOBH VIS CUMY JBITOPIB: SIKICTH Tpadiki,
(h13MKa, ONTHUMIZAINS BEIMKHX CITEH, MPOCTOTa Po3poOKH, MIATPHUMEKA BI3yalbHOTO

CKPUIITUHTY, TOKYMEHTAITISI Ta YMORH JTTTEH3YBaHHSI.

Tadmumrg 2.1

[TopiBHSTLHA XapaKTepHUCTHUKA PYTITIIR JIISI CTBOPEHHS CUMYJBSITOPIB

ITapameTp Unreal Unity Godot CryEngine
Engine 5

I'padika Jlyxe Bucoka | CepeHs Hwuspka Bucoka

di3uka Peamicrruna | OOMexeHa bazopa Peamcruuna

Ta ¢crablIbHa

IIpocrora Cxmanna g | 3pyuHa st | [Ipocra CxrajsHa
OCBOCHHSA HOBaUKIB MOYATKIBITIB
Jlinensypanns | beskomroBno | beskomrrosuo | [loBricTio YMOBHO

10 $1M / Pro Oe3KOIITOBHUI | OE3KOIITOBHUM
ITiprprMka Tax Hi Hi Hi
Blueprints
OnormMmizams | Bucoka 3a1oBLIHHA Husbka Bucoka
BEITHKHUX CIleH
[liarpumka 1loBua 1loBHua YacTkoba IIoBHua
VR/AR

[Ipoanamizorani pymmi AeMOHCTPYIOTH, Mo Unreal Engine 5 3afoBONBHSE
BUMOIH JI0 PO3POOKH CHUMYJBITOpa AAICKOOIHHHMKA 3 BHCOKMM pIBHEM Ipadiki,
PCAICTHYHOK (PI3UKOIO, BIIKPUTAM CBITOM Ta MATPUMKOK MacirradyBaHHA. Tomy

Oymo obpano Unreal Engine sik 6a30By TEXHOIOTIUHY IIaTPOPMY.
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2.1.2 [HcTpyMEHTH U MOJCIHOBAHHS Ta JIU3aiiHy KOHTCHTY

BisyambHa ckiaajoBa BLIIIPac KIIOUOBY POIIb Y CUPHHAHATTI CHUMYIISTOpA
KOpHUCTYBaueM. JIJ1s1 CTROPEHHS peaTicTUIHOTO cepe/TOBHINa, 00'€KTIB, TPAHCIIOPTY Ta
IHTepPehCcIiB BUKOPUCTOBYIOTHCH CICIIANIZ0BAH] 1HCTPYMEHTH, SKI J03BOJIOTDH
PO3pOOHUKY THYUYKO MOJIEIIOBATH, TEKCTypyRaTH H odopmmoratH 3D- Ta 2D-
CJICMCHTH IpU. Y LboMy Hpoekri Oyl odpaHl TpU ocHOBHI iHcTpymenTu: Blender,
Adobe Photoshop ta Substance 3D Painter, sxi JOIIOBHIOIOTH OIHH OJHOTO Ha PI3HUAX
eTarax BUpOOHHUIITRA KOHTEHTY.

Blender € moTy >kHAM O€3KOIIITOBHAM IPOTPaMHUAM 3a0e3MeUe HHSIM 3 B1TKPUATHM
KOJIOM, sIke 3a0e3neuye TOBHWH IMKI cTBopeHHs 3DD-Mojeneit — Bij Oa3oBoro
HOJITOHAIBHOIO MOJEIIOBAHHS A0 CKYJIbUTHHIY, UV-po3roprku, aHiMaii Ta
peHepunry. Bin marpuMmye excrnopT v dopmata FBX, OBJ, GLTF, sax1 nerko
irerpyorhed B Unreal Engine. Blender Mae 3pyuni 1HCTPYMEHTH IS CTBOPSHHS MK
cTaTUIHUX OO'€KTIR (BaHTaXIBKH, OYIIBIL, JOPOKHI 1HPpacTpyKTypa), Tak 1
aHIMOBAHUX (HapUKIa], 00 €KTIB, IO pyXaloThed B Tpadiky). 3aBsdKy IUIariHaM Ta
ckpunitaM Ha Python, Blender Mmoke OyTH KacToMI30BaHHH JUISI KOHKPETHHX MOTPEO
1rpoBOi po3polOKH, & TaKOK IHTETPOBAHMI 13 IHIIIUMH [IaKeTaMU, 30KpeMa Substance Ta
Photoshop [11].

Adobe Photoshop BUKOPUCTOBY€TLCH Ha €Talll CTBOPEHHS TeKCTYp, inTepdeiicin
Ta IMJACOTOBKH JOIOMDKHMX MarTeplaliB. 3a JOHOMOIOI ILOIO  pejakropa
PO3pOOIIIOTHCS TaKi eJIeMeHTH, K KHoTKH, 1koHKH, HUD (Head-Up Display), expanu
MEHIO, & TAKOK PYYHA KOpeKIins TekeTyp. Photoshop mo3Bomsie nipaifoBaTi 3 mapamu,
Mackamu, aibda-KaHaJlaMHd Ta HOPMATSIMU, 1O OCOONMMBO KOPUCHO TPHU CTBOPEHHI
marepiams g UES. KpiM Toro, MOaIMBICTD IpaMoro excropry B TGA, PNG abo
PSD dopmar cropomye mepenauy rpadiku jgo pymmsa. Photoshop Takox dacto
BUKOPHUCTOBYETBLCS JUISL CTBOPEHHS KOHICIT-apTy, PO3MITKHA 00'€KTIB Ta IATOTOBKH
KapT OCBITIIEHHS UM mpo3opocTi [12].

Substance 3D Painter (po3pobka Adobe) € ramyzeBuMm cTaHmapToMm y cdepi

HPOLCAYPHOIO TeKeTypyBaHmst 3D-00"ckTiB. BiH J03BOISC HAHOCHUTH pPeaicTHYHI
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Martepiaiy, MIKpoeTai, Opy I, HOTEPTOCTI, METAICBICTD, HOAPIIIMHHA Ta 101 ¢PeKTH
Ha Mojieni, iMropToBaHni 3 Blender. Substance marpumye PBR-marepianu (Physically
Based Rendering), mo 1oBHICTIO BIAIIOBLIAIOTHL cucTeMl penjepunry Unreal Engine.
Kpim 1iboro, Painter 103B0IsI€ CTBOPIOBATH TEKCTYPHI KOMITIEKTH 3 KapTaMU KOIOPY,
HopMaje, IMOPCTKOCTI, MeTajleBocTl, emicli TOmoE, HKI  CKCIOPTYIOTLCH
Oe3nocepeTHLO ¥ (hopMaTax, TOTOBUX JIO BUKOPUCTAHHS B pyIii. [{e 1ae 3MoTy 3HATHO
CKOPOTHTH Hac MK CTBOPESHHIM MOJIE/I1 Ta i IHTeIrpalicio y rpy, 3ades3leuyiouu 1pu
IIBOMY BHCOKHH piBeHB (hoTopeaTicTHIHOCTI [13].

3aranmoM, xomOiHamiss Blender ama 3D-mopemoBannsa, Photoshop mia
1HTepdeiiciB, 1 Substance Painter A OpomeAypHOro TEKCTYPYBaHHS TO3BOISIE
CTBOPIOBATH BI3yallbHO HACHUSHHH, JAeTall30BaHWI 1TPOBHM CBIT, SKHM TOBHICTIO
BLALIOBLIAC BUMOTaM KaHPy CUMYJISTOPIB. KoXkKeH 13 TUX 1THCTPYMEHTIB BUKOHYE CBOIO
VHIKabHY (YHKIIO B IaiIviaiiHi po3poOKH KOHTEHTY, a iX B3aeMHa 1HTErpariist

3abe31euye e(PeKTUBHICTD 1 THYUKICTD Y poOOTI HaJl IMPOBUMH aKTUBAMHU.

2.2 MeToau peatizamii KIIFOYOBHUX KOMIIOHSHTIB I'PU

Y mpomeci pealizamii  I'poBOro  3acTOCYHKY Oyiau  crBopeHi  0a3oBi
dyHKIoHaAbLHT KOMIOHCHTH, HEOOXIIHI JUIM 3a0e3lCHCHHs IMPOBOIO  IIPOIECY
cumyJjsitopa. Peanizanis BuUxkoHyBalach v o cepeaoBuni  Unreal Engine 5 i3
BUKOPHUCTAHHIM Bi3yaIbHOTO HporpamyBanns Blueprints. Po3pobka oxorumoBaia Tpu
KITFOYOR1 HATIPSMKH: KePYBaHHS BaHTaKIBKOIO, MOJIETIOBAHHS TOPOKHBOTO Tpadiky Ta

CTBOPCHHS €JIEMEHTAPHOI'O KOPUCTYBAIIbKOIO 1HTepdeiicy.

2.2.1 CucremMa KepyBaHHs BaHTAKIBKOIO

Jo peamzami Gi3uKA TPAHCIIOPTHOIO 3aco0y BHKOPHUCTOBYETBLCS CHCTEMa
Chaos Vehicle — Moxyas pymmist Unreal Engine, sixuit Hagae HaO1ip 1HCTPYMEHTIB /IS
CTBOPEHHSI TPAHCIIOPTHHUX 3aco0iB 3 pealcTHIHOIO ToBemiHKo. Chaos Vehicle

marpuMye OaratoxoyicHi kondiryparii, oOIiK Macd, iHepuii, rajabMIBHOT CHIIH,



22

KPYTHOI'O MOMEHTY, 3YCILICHIS 3 JOPOrod Ta JuHaMIKU miiBickyd. Ha BiaMiHy Bij
3BuuaitHoi  iepapxii oO'extiB, Chaos Vehicle BHKOPHCTOBYE  KOMIIOHEHT
ChaosWheeledVehicleMovement, 1mo jgo3Bojsic KepyBaTH HapaMeTpaMH KOMKHOIO
KoJseca okpemo.[14]

KepyBanud TpaHCIIOPTOM PpeEalli30BYETbCS HEpe3 CHCTEMY IOl  BBOJY.
KoManin, moR’s13aH1 3 akceneparii€o, ralbMyBaHHIM, TTIOBOPOTAMH, MEePEMHUKAHHIM
repegady ado BMUKAHISM peBepey, 0opobisiuorhes Blueprint-norikoro. Y Blueprint-
peaakTOPl CTBOPIOIOTHCS 3MIHHI JJISI HAIIPSIMKY PYXY, TallbMa, KepMa, SIKi uepe3 By3Id
(nodes) miepefaroThesl 0 KOMIIOHEHTIR TpaHCHOPTHOTO 3acoly. J[ms BizyaiabHOTO
CITPUMHSATTSI 3aCTOCOBYIOTHCSI OKPEM1 KaMepH 3 MOXKIHMBICTIO TIEpEeMUKaHHS MiXK
BUjlaMHu. Takok JoJaeThesl JOTIKa Uil BMHKAHHS CRITJIOBUX CHTHATIB, 3BYKOBOTO

CUTHAJIY Ta IHIHUX ePeKTiB.

2.2.2 CucreMa JOpOKHLOIo Tpadiky

Cucrema Tpadiky peamszoBana 13 3acrocyBanmsM  Al-xonrponepis (Al
Controllers) — cnemanrsaux Ki1aciB y Unreal Engine, k1 BIIIOBITAalOTH 3a aBTOHOMHY
IOBE/IHKY HEIPOBUX IIepCOHAXKIB. Al-KOHTpoJep 3B S3YeTbCS 3 TPAHCIIOPTHHUM
3acO00M 1 BUKOHYE JIOIKY HOIro IepeMIileHHs. Y JaHoMy BHIIAJAKY Al-KoHTpoliep
kepye pyxoM NPC-aBroMoOLIiB B3IOBXK 3aJaHoi TpacKTopii, ska 1oOyjoBaHa 3a
JonoMororo Spline-minii.[14]

Peamnizainst tpadixy nependadae ctropeHHs Blueprint-kinacy aBToMoO1msa NPC,
JO SKOTO IPUKPIIUIOETLCH CIUIAaRH-KOMIIOHEHT. Y Mexkax Blueprint npomnmcyerbes
IUKIT pyXy aBTOMOOLIS 110 CIDIAaMHY 3 MIeBHOIO MBHIKICTIO. 3a JOTOMOTOK TaliMepIiR
a00 MO MOKHA Peali3yBaTh 3MIHY HAIIPIMKY, 3y IIMHKY ad0 peakIiio Ha ISPEIIKO U
(depe3 BUSABJICHHS 00 €KTIB 3a JOMOMOTOK TiHIN TpacyBaHHS — Line Trace). J{is
olrruMizamii cucreMu Iepeadadeno, mo NPC-aBroMoOLIl aKTHBYIOTLCS JIHINES
moOaM3y 10 Tparld (3a jonoMoror TpurepiB adbo LOD). Takwmit maxii 1o3BOISIE
MOJIEIOBATH YMOBHO SKHUBE CEPETOBHINE 3 MOKINBICTIO TIOJATBITIONO YCKIaTHEHHS

JIOT1KH Tpadiky.
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2.2.3 Kopucrysanpkuit intepdeiic

I'papiunmit inrepdeiic kopucrysBaya B Unreal Engine peansyernes 3a
qoromororo UMG (Unreal Motion Graphics) — BOyaoraHOro (ppedMBOpPKY TS
crBopeHHs Ul-enementiB v pepaktopl. UMG Hajae 1HCTPYMEHTH IS CTBOPCHHS
KHOIIOK, TeKCTOBHMIX IIOJTIB, claijiepiB, 1KOHOK, MHaHeleH, a TakoX JOTIKA IXHBOT
B3aEMOJII 3 TPaBIICM.

Jnsa peamzamii iHTepdeiicy cTBoproloThes Widget Blueprints, v akux
poamimmytoThesa rpadiuni exemeHTH (Ul xommoHeHTH) Ha crieHi. KokeH BITKET Mae
BIIACHY JIOTIKY, IO TOR’SIBYETHCSA 3 ITPOBUMH HOJIisIMU. Hanpukiana, y TOIOBHOMY
MEHIO peam3yioThesd KHomku "llowatm rpy", "lIpogomxurn", "Bmxig", ki
BUKJIUKAIOTH BLIOBLJIHL O 111 B Blueprint: 3aBaHTAKE HIIL PiBHS,
30epeKeHHs/B1THOBIEHHS TPH ab0 3aKPUTTS 3aCTOCY HKY. MeHIO Tay3u IPUB I3y € THCST
JO HATUCKAHHS KIaBim Esc, micisl 4oro akTHBY €ThCs BIAIIOBLIHUN BIJIKET.

Irpora manens (HUD) peam3oBYyeThCS SIK  OKpeMHIT  BIKeT, SKWH
HPUKPIIUIOEThCS 10 I'paBld ado kamepu. BoHa MicTUTh NONS Ui BHUBEICHHS
MMBUKOCTI, CTaHY MaJIbHOTO, TTIOBIIOMIIEHD, KOHTEKCTHHX IT1/IKa30K TOIMe. Bel 3MiHHI
OHOBJIIOIOTHCA JIHHAMIYHO B IIpolieci Ipu depe3 Blueprint-38°s43ku 3 reiMIuietHAMEA
noaisiMu. 1lepeabadena MoKIUMBICTL MacITadyBaHms inTepdeicy i pi3Hi expanu
3aBgKH BukopucTaHHio Canvas Panel Ta BiiacTHBocTedl aBTOMaTH4YHOI ajanrtarlii

(SizeBox, Scale Box).[14]

2.3 BUCHOBOK JIO APYTOIO PO3ALLY

Y apyromy pozaun Oylo posrMHyTO Ta OOIPpYyHTOBAHO BHOIP IIPOrPaMHMX
3aco01B, TEXHOJIOTII 1 MAXO/IIB, IO JISITTHA B OCHOBY pealni3ariii iIrpOBOro CHMYJISITopa
BaHTQ)KHOIO TpaHcuoptry. [lpoBejeHO NOPIBHAJIBHUI aHal3 CYYaCHHX I1IPOBHX
pymmniB, y pesyarsrati skoro oOpaHo Unreal Engine 5 gk maTdopMy, 1Mo Halkparre
BI/IIIOBITae BUMOTaM 10 Tpadiky, (P13UTHOTO MOJETIOBAHHI Ta THYUKOCTI PO3POOKH.

Horo inetpymenry, Taki gk Chaos Vehicle, Blueprints, Nanite 1 Lumen, 3a0e311¢4y10Th
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IMUPOKI MOMKIMBOCTI JUIL CTBOPCHHS IIPOBHX CEPCAOBHIN 13 BHUCOKHM CTYIICHEM
peamcTHIHOCTI Ta IHTePaKTUBHOCTI.

Oxpemy yBary HpuALISHO IA00PY 1HCTPYMEHTIB JUISL CTBOPCHHS BI3yaILHOIO
koHTeHTY. lIporpamue 3abesmevenHs Blender, Adobe Photoshop 1 Substance 3D
Painter Jo3BOJIMITIO peali3yBaTH HOBHUA ITUKI 31D-MOJCIIOBAHHS, TEKCTYPYBaHHS Ta
odopMITeHHS rpadiki 3 MOJATBITIOI 1HTETPAITIEIO B ITPOBHI PYTITIH.

Kpim Toro, B Mekax [bOIo po3 ALY MpoaHaIi30BaHO KIHOYOB1 METOIU peaizalii
0a30BUX CHCTEM TPH, 30KpeMa CHCTEMH KepyBaHHA BaHTaXKIBKOIO, JOPOKHBLOTO
Tpadiky Ta 1HTepdeiicy kopucTyBada. Bi3HaueHO apXITeKTYPHI IIIXOAH, OIHUCAHO
npuHIAHA  BUKopHucTaHHd Chaos Vehicle i MojemoBaHHS TpaHcnoptry, Al-
KOHTPOIIEpIB Ta cIutaiiHiB J1s1 cTRopeHHsT NPC-Tpadiky, a Takox 3acobu UMG ams
1100y 1oBH 1rpoBoro Memro Ta HUD.

VY pesynnTaTl MPOBEASHOTO aHalzy OyIo chOpMOBAHO TEXHITHO OOIPYy HTOBAHY
OCHOBY JIJIS T101aJIbIIOT peali3alii irpoBoro hyHKIIIOHAILY BIAIIOBLIHO IO IIOCTaBICHOT
MeTH Kpamidikarmitaoi poGotn. OOpaHl MeToaH, 3aco0H Ta PIMTIEHHS JO3BOJSIOTH
3a0e31eUUTH ¢cTadlILHY, THYUKY Ta BI3yaILHO HPUBAOJIMBY pealli3aliiio CUMY JILTopa Y

cepenorun Unreal Engine 5.
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PO3JILI 3. PO3POBKA II'POBOI'O 3ACTOCYHKY V 3KAHPI CUMYJIITOPA
JTAJIEKOBIMHHK A

Y mpoMy PO3IUN  PO3TBIHYTO €eTald MPakTHIHOI peamizaiii 1rpoBOTo
3aCTOCYHKY Y JKaHpl CHMYJIMTOpa JallekoOifinuka 3 BUKopucTanusaMm pyims Unreal
Engine 5. Peamizalrist OXOIUTIOE CTROPEHHS ITPOBOI CIIEHH, HAATIITYBaHHS KEPOBAHOTO
TpaHchoprHoro 3acoly, 1odyluoBy cucTeMu Tpadiky, po3poOky iurepdeiicy
KOPHUCTYBaua, BIPOBaIKEHHS 0a30BOi NOTIKA MOCTaBKH BaHTa)XIB Ta ONTHMI3AIiIO

TIPOEKTY .

3.1 CtBopennst 3D-Mojienelt A1l 1rPOBOTO CepeIOBHINA

OJHIEIO 3 KTIOYOBUX CKIAJIOBUX PO3POOKH ITPOBOTO 3aCTOCYHKY € CTBOPEHHS
gaxicHux 3D-007ckriB, mo GOpMYIOThL BI3yallbHE HAIOBHEHIS cleHd. Bij ixmboi
SKOCT1, OTNTHMI3AINi Ta BIJMOBITHOCTI CTHIKO TPH 3aleKUTH CIPHUHATTS BCHOTO
BIpTYaJIbHOro ¢BITY. Mojen MaioTh OYTH HE JIUIIEC BI3yalIbHO HIPUBAOIUBHUMU, a H
epEKTURHUMH 3 TEXHIYHOTO TIOTJIY — 3 ONTHMAIbHOK KUIHKICTIO IIOJITOHIB,
IIPaBHILHOIO TOIOIOTIEIO Ta aallTOBAHUMHE TEKCTYPAMHU JIJISL PEAIbHOTO Hacy.

OcHOBHa 4YacTHHA MOJCIIOBAHHS BHUKOHYBajach y cepegoBumni Blender, sxe
JO3BOJISIE CTBOPIOBATH IIOBHUN HUKI 00’ckra — BiJ Oa3zoBoi reoMerpii go UV-
posroprku. llojanema o0pobka, 30KpeMa TEKCTYpPYBaHHS, 3jlHCHIOBaliach v
Substance 3D Painter, sx1ii 7ae 3MOTY HaHOCHTH (pOTOpEaTICTHIHI MaTeplany, epekTH
HOTEPTOCTL, OPYAY, METAJICBUX IIOBEPXOHb Tolle. Ile J03BoIsie cyTTEBO IIBUIITUTH
PIBEHB JleTanizaiii HaBITh A1 MOJelel 3 HEeRBETHKOIO KITBKICTIO MOMITOHIB.

IIponec cTBOpEHIsT MOJACICH TOALBIETLCS Ha KUILKA HOCIAOBHUX eTalnB. [1o-
Trepine, BiAOyBaeThes MoOyIoBa TreoMeTpli — CTBOpeHHS OCHOBHOI (hopMH 00 €KTa
MUBIXOM [OJITOHAIBLHOTO MoJAeroBanHs. Ha 1ibomy erarn BU3HAYaOTLCS IPOIOPIN,
rabGaputh, popma ¥ piBeHB JeTamizarii o0’ ekTa BIIIOBITHO 0 HOTO pH3HAYEHHSI.
[Ticas 1POro BHKOHYETHCS TOTIONOTIUHA ONTHUMIZAIlisl: YCYBAIOThHCS 3alB1 BepITHHH,

00'€JIHYIOThCS  CHIBIAJAION] TOUYKH, HOPMANI3YIOTLCH HOPMAaJl IIOBEPXOHb, IO
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3abe3reuye cTabUIbHICTL 1IPM OCBITJICHHI Ta mekaunry. HacrylmmmM Kpokom ¢
cTBopeHHsT UV-po3ropTkH, fKa J0O3BOISIE TPaBUILHO HaHecTH TekeTypu. Ile
BaXK/IMBHH €Tall, IO BINIMBAC Ha SKICThH B1IOOpaKeHHs MaTepiamB v pyri. Posroptka
BHUKOHY€ThCS BPpYUHY 3 YpaxyBaHHSIM JIOTIKH IIBIR, MacmTaly Ta yHi(piKaIlii OCTPORIB.
Ham mozensb excopryerhes y dopmari FBX, gaxuii € cranaaproM IS 110 A 1bIIOro
BUKOPUCTAHHS B 1HIIHNX cepeloBUmax, 3okpeMa B Unreal Engine. BetaHOBMIOIOTHCS
HapaMeTpH eKCIopTy : 30epeskeH s HopMaiel, UV-koopauHar, TpanchopMariiif ToImo.
[licas 1poro BiAOYBaeTheA e€Tall TEKCTYpyBaHHS Yy Substance 3D  Painter.
BukopucToByIoThesa TekeTypHI KapTh: Base Color, Roughness, Normal Map, Metallic,
Ambient Occlusion. IIpr HeOOX1THOCTI TaKOXk 3aCTOCOBYETHCS 3alliKaHHS JeTaneH 3
high-poly Mojeneit, mo A03BOIsIE TepeHecTH Mikpojerani Ha low-poly o0 ekT.
3aK/novYHUM KpOoKoM ¢ iMIopT o pyis Unreal Engine, jae Mojgelb oTpuMye (pinajibHe
odopMITeHHS: 3acTOCYBaHHS MaTeplaliB, HalallTyBaHHS Kom3ii, ctBopeHHs [LOD,
1HTerpamd y cueny. JleraapHiime e erall olmMcano B HACTYIHOMY IHAPO3 L.

Ili; "ac cTRopeHHsS Mojeneit OylIo BpaxoBaHO TPHHITAIMN ONTHMI3AINi:
HOJIITOHANILHE HABAHTAMKEHHS KOKHOIO 00’ ¢KTa 3BeJIeHO 10 MIHIMAJILHO HEOOX1THOIO
pieHs. Ile 3abesrmeunno crabUuIbHY TPOAYKTHBHICTH TPH HaBITh Y BHIIAIKax

PO3MIIICHHS BSJIMKOT KUILKOCT1 00 €KTIB OJHOYACHO B CLICHI.

3.1.1 Moaemopannsa o0'ckra «J{opoxnil konycy y Blender

Jlms meMoHCTpalli mpoIecy CTROPEHHS 1TpoBoi Mojiem OyIo o0paHo IMPOCTHH
00'cKT — JIOPOKHIA KOHYC, SKHH HacTo 3ycTpldacTbes B 1rpax, IIOB S3aHuX 3
Tpa"cTiopToM. OO0’ €KT Mae WTKY (hOpMY, HEBEIHUKY KINIBKICTH TOIITOHIB 1 BOJHOYAC
JO3BOJISIE BLILPAIIOBATH 0a30B1 TeXHIKH 31D-MO IS IIOBAHTEL.

[Tportec po3nOUMHAETHCS 31 CTROPEHHS HOBOI cileHu B Blender. J{1g cTRopeHHS
OCHOBH JIOPOKHBOTO KOHYCca BUKOpHUCTaHO IpuMiTHB Cone (Biiajka Add — Mesh —
Cone). Y BIKHI HapamMeTpiB (HIKHIN TiBHH KyT) Oy 10 BCTAHOBIEHO TaKl 3HAUSHHS:

e Vertices (KUILKICTb CEIMEHTIB OCHOBH): 24

e Radiusl (paiiyc ocuosn): 0.3 M
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¢ Radius2: 0 m (BepxiBKa)
e Depth (Bucora): 0.6 M
Jam 6viao moaaHo munmuHapuaHy OocHOBY (Add — Mesh — Cylinder), sixa
BHUKOHY € (DYHKITIIO M ACTaBKH. BoHa Mae palyc Aemmo G1IbIOHH, HIXK Y OCHOBH KOHYCa,
Ta HC3HAYHY BHCOTY — npuOim3HO 0.05 M. O6naBa 00 ekTH 00'€IHYIOTBCS B OJHH
(Ctrl + J), micna woro mepexogsats y pemaryBadasa (Edit Mode) ana moganermoi

06podku (puc. 3.1).

Pucynok 3.1 — bazosa ¢gopma 10p0oKHBOTO KOHYCA

JI1s mOCSATHEHHSA NPAaBWIBHOTO BIIOOPaKeHHA CBITIA 1 3IVIAKCHUX KpaiB
3acTocoByeThes Moaudikarop Bevel (Bknaaka Modifiers — Add Modifier — Bevel).
VY wmanamTyBaHHSIX BCTAaHOBMOETHCA HeBemuke 3HadcHHA Width (0.01-0.015 M), a
TAKOK 2—3 CCrMCHTH 3TJIaKyBaHHA. Lle NO3BOMSIE VHUKHYTH PI3KHX MHECPEXOXIB Y
BI3yajIi3alli py OCBITJICHHI, 10 0COOIWBO MOMITHO B ITPOBOMY PYIIIi.

Jlam BUKOHY€THCA NEPEBIPKA Ta OYUIICHHS FEOMETPII:

1) Merge by Distance (M — Merge by Distance) — 06 eaHanHsa OIM3BKUX

BCPIIHH, 1100 npuOpaTy 1y OMIKaTH.
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2) Shade Smooth — srnamxenns mosepxHi (mpaguii KK Mo 00’ ekTy — Shade
Smooth).

3) Normal Orientation — yBIMKHeHHsI BinoOpakeHHs Hopmaned (Overlay —
Face Orientation), 1110 103B0JIsIE EPEKOHATHUCS Y MPABHJILHOCTI HATIPSIMKY TIOBEPXOHb.

Y pasi BUSBJIEHHS TIPOOIEM 13 HOPMAaIAMH (HAPHKJIA, YaCTHHA MOJITOHIB Ma€E
3BOPOTHE HaIpaBJjIeHHsl), 3acTOCOBYeThCs pyHkiist Recalculate Normals (B Edit Mode:

Ctrl + N) (puc. 3.2).

Pucynok 3.2 — Moaudikoanuii 06’ ekt 13 3actocoBanuM Bevel ta nepeBipeHuMHI

HOPMAIISIMH

Ilicns ouwieHHs TeoMeTpli BHKOHYEThCS 00 €IHAHHA BCIX TpaHcoOpMartiii
(Ctrl + A — Apply All Transforms), o6 nepexonarucs, mo MacmTad 1 TOJI0KEHHS
00’exkTa KOPEKTHO 30epelkeHl mepen eKCropToM. Takox NPOBOAHTHCH (D1HATBHA
MepeBipKa Ha HASBHICTH BHYTPIIIHIX TIOJITOHIB, 3aMBUX TpaHed 1 HEY3romKeHOi

TOTOJOTII.
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O6’ext 36epiracThes B okpeMomy .blend-daiim ans noxaneimoi UV-posropTku

Ta TEKCTYPyBaHHA (puc. 3.3).

User Perspective
{0) Circle.001

Objects 141
Vertices 1/416
Edges 0/ 840
Faces 0/ 424
Triangles 832

Pucyrok 3.3 — ['oTtoBa reometpis konyca nepea UV-posroptioro

3.1.2 CrBopenns high-poly moxem a1 3amkanss HopManeu

JIast mocarHeHHST O1TBINOT PeaniCTUYHOCTI TOBEPXHI Ta rIUOWHU JCTalncH Ha
low-poly Mozeni v mogampmioMy erami TeKCTYPYBaHHS, 9aCTO CTBOPIOETHCI OKpPeMa
BucokomnomiroHaneHa (high-poly) Bepcis o0’ekta. BoHa HE BHKOPHUCTOBYETBCS
Ge3mocepeAHBO B TPL, ajde CIAYKUTh OCHOBOIO AJI 3aIIIKAHHA KapT HOpManeH, BUCOTH
Ta aMOIEHT-OKITFOKCHY, IO JO3BOJISE IMEpeaaTd APIOHI ACTaml Ha ONTHMI3OBaHIM
MoeTl O¢3 301TTBITICHHS TCOMETIL.

Creopennst hi-poly momeni mounHaeTscst 3 AyOMOBaHHSI OCHOBHOI TeoMeETpii
(Shift + D — Enter), mcag 90ro HOBa KOS PO3MIMIYETHCI HA HOBOMY Imapi ado
30epiraeTecs K OKpeMuH 00 ekT. [ YHHKHCHHS NOJANBIONHX IUTYTaHHH Oa’kaHo

TicpeHMEHYBaTH Koo, Hanpukiad, Ha "Cone High" (puc. 3.4).
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J10 BUCOKOTIONIITOHAJILHOT MOJIEJI 3aCTOCOBYIOTHCS MOAU(IKATOPU:

1) Bevel — s 3raamkeHHs ycix kpaiioBux pedep. 3naueHHd Width 1 KiIbKICTh
CErMEHTIB 30LJIbIIYIOTHCS ISl BI3yaJIbHOI ieTai3allii;

2) Subdivision Surface — noaae 104aTKOBI PiBHI MAPO3AIACHHS reomeTpii. Jlis

MOJICIIEH, 1110 3amiKaTUMyThCs, pekoMeHayeTbes 2—3 piBHi (Levels Viewport: 2-3).

Simple

2

Hoecd pro 0 & star  Display

Pucynok 3.4 — Mopensb 3 aktuBoBaHuMU Moaudikaropamu Bevel ta Subdivision

Surface

JIns CTBOpPEHHSI MPUPOAHOTO BUIJISAY MOBEPXHI, HAa BUCOKOMOJITOHAIBHIN
MOJIEJIl MOKHA BPYYHY J10AaTH AP1OH1 HEPIBHOCTI, CKOJIA, BM’ ITUHU, TOAPANUHU TOLIO
3a JI0NMOMOTOK0 1IHCTpYMEHTIB Sculpt Mode:

e Draw — nj1s noaaBaHHs (popM MOBEPX peibedy;

e (Crease — Jis MIJACUJIEHHS! KOHTYPIB,

o Smooth — nj1s1 moM’ IKIIEHHS TIEPEX OB,

e Blob/ Clay Strips — s ¢opMyBaHHS HEPIBHOCTEH.

Taki neram He n0Aar0Th MOJITOHIB 10 (iHAiIbHOI low-poly Mopeni, ane B
nojaanbiioMy OyayTh MEPEHECEHI YEpE3 KapTy HopMalel, 3anedyeHy B Substance 3D

Painter (puc. 3.5).
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Pucynox 3.5 — High-poly Bepcist 3 1o jaHMH €J1€MEHTAMH CKY JIBIITHHTY

B pesynbraTi 11p0TO €TAMy OTPEMYEMO ABI Bepcii oaHIel MO AeTI;
e Low-poly — onTuMmizoBaHa MOIETE AJII BUKOPUCTAHHS B Py LI,
e High-poly — neransra Mozens i reHepanli kapT HOpMaJIeH,
Obuagl Bepeil 30epiraloTbes B OkpeMux (pailmax ais moJanplioro IMIOpPTY A0

Substance 3D Painter ta zamkasHs.

3.1.3 UV-posroprka Ta mIroToBKa MOJCITL 0 EKCTIOPTY

[Ticoa 3aBepmieHHs etamB cTBOpeHHA low-poly Ta high-poly Bepciit 06 exTa
HACTYIHHM KpokoMm € ¢opmyBanas UV-posroptku. Lle mporec gae 3Mory
«PO3TOPHYTH» TPHBHUMIPHY TC€OMETPIIO MOJIETl ¥ IBOBHMIPHOMY IIPOCTOpPI, MO0 ¥
MOJATBIIOMY HA HEl MOKHA OYJIO KOPEKTHO HAKIACTH TEKCTYPH. BiJ mpaBHIBHOCTI
PO3TOPTKH 3aJICIKHATH SIKICTh B13yaTbHOTO B1A0OOPaKCHHAS MaTCPIaIB, 4 TAKOK TOUHICTE

3amiKkaHHS HOPMAeH, aMOlEHT-OKTIOKEeHY Ta 1HIUX Man y Substance 3D Painter,
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Ha movatky po®oTH MOA€Tb OUUIIY€THCS B1J aBTOMATUYHO 3reHEpOBaHUX a0
3actapuiux UV-manux. Y pexumi penaryBanHs (Edit Mode) Buainsetscsi Bes
reoMeTpist 00’ €KTa, TCHIs 40T0 BUKOHYEThCs komanaa Clear Seam, 1110 ckuaae paHiiie
BCTaHOBJICHI 1IBH. Jlaii BpyuHY BCTaHOBJIIOIOTHCS HOBI IIBHU (S€ams), SKi BU3HAYAIOTh
MEX1 po3ropTku. BoHM 3amaroTh, ne came Oyjae po3pi3aHO MOBEPXHIO MOAE AJIs
MIEPEHECEHHS ii Y TBOBUMIPHY TUIOLIMHY .

Y BUMaaKy AOPOXHHOTO KOHyCa IIBKM OyJM PO3MIIMICHI Y TaKUX JIOTIYHO
OOrPYHTOBAHMX MICIISIX: B3JIOBK BEPTUKAJILHOT MOBEPXHI KOHYCA, 00 «PO3rOPHYTH»
OCHOBHY YaCTHMHY, MO Kparo KPYIJIOi OCHOBH, a TaKOX MO TMEPUMETPY HHUKHBOI
IWTIHAPAYHOI MifcTaBky. Taka cxema Jae 3MOTry OTPUMATH YHCTY Ta HEMPEKPHUBAHY
UV-ciTKy, siKa JIETKO MaCIITa0y€eThCS 1 J]a€ XOPOUIUi pe3yabTaT NpU TEKCTYPYyBaHH1
(puc. 3.6).

[Ticns po3miTku TBIB BUKOHYETHCS Komanna UV Unwrap, 1mo CTBOPIOE camy
posroptky. Jlami B UV Editor BinOyBaeThcs omTuMmizaiiss — MaciTaOyBaHHS,
BUPIBHIOBAHHS Ta PO3MIIIECHHS €JIEMEHTIB y MEXax KOOPAUHATHOTO npoctopy 0—1.
BaxxnuBo 3a0e3neunty piBHOMIpHE wIUIbHE makyBaHHS UV-0CTpoBIB ISt
e(PEeKTUBHOTO BUKOPUCTAHHS TEKCTYPHOro npoctopy.. OcobirBa yBara npuaiiseTbCs

TOMY, 1100 YHUKHYTH MEPEKPUTTIB 1 HAAMIPHOI AePopmariii.

Pucynok 3.6 — Bcranosnenns msiB (Seams) s UV-po3ropTku
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ITicns BU3HAYCHHA LIBIB O0'€KT MOBHICTH) BHAUAETHCA (KIaBima A B pe:kumi
peaaryBaHHA), MCAA 40r0 BHKOHYETHCA koMmaHaa Unwrap uepes menwo UV (U —
Unwrap). ¥V Bikuli UV Editor aBToMaTHIHO CTBOPHOETHCA ciTka UV-oCcTpoBiB —
YACTHH IIOBEPXHI MOJICII, PO3KIAACHHUX V ABOBHMIPHOMY IPOCTOpl. PO3ropTky MoikHa
BIAPEJArYBATH BPYYHY. 3MIHUTH TIIOJOKCHHA OCTPOBIB, BiAMAacmTadyBaTH ado
OOCPHYTH U1 AOCATHEHHS ONTHMAJIBHOIO 3ANOBHEHHA TEKCTYPHOIO MPOCTOPY (PHC.
3.7).

VY mpoueci nepeBIpKy BAKIMBO NEPEKOHATUCS Y BIACY THOCTI MEpekpuTTiB U'V-
OCTPOBIB, PIBHOMIPHOCTI MACIITA0IB CICMCHTIB Ta AOCTATHIH IUIOIII A1 BAKIHBHX
30H (HAMPHKIAA, AULAHOK 13 JOTOTHHAMH a00 CKIAZHOK JAcTtamizamicro). Jma
BI3yaJbHOIO KOHTPOIO MO3ke OyTH 3acTocoBaHa TecToBa ciTKa (Checker Texture) ado
koManga Pack Islands, sixka aBTOMAaTHYHO ONMTHMI3Y€ PO3MIIUEHHSA OCTPOBIB B MEKaX

TEKCTYPHOTO MPOCTOPY.

Pucynok 3.7 — 'otoBa UV-po3roprka 00’ exra

[Ticsa 3aBepmCHHA PO3TOPTKH MOACIb CKCIOPTYEThCA ¥ (popmat FBX, saxwii €

HAHO1IbII CYMICHHMM 4K 13 TEKCTYPHHMH PEAAKTOPAMH, TAK 1 3 IrPOBHMH PyLIisAMH. Y
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BIKH1 EKCIOpTY OOHpaloTLed JHIie akTuBHI o0 ckTd (ommisg Seclected Objects),
akTUBYeThcd TIapameTp Apply Transform, mo 30epirac macmiral, MO3MINIO Ta
oOepTanHg 00 €KTa, a TAKOK BCTAHOBIIOCTLCH THII 3T KyBanisd Smoothing: Face.
OO0OBSI3KOBO TIEPEKOHY €MOCSL, IO eKeHopT BKIouae UV-koop/IMHATH Ta HOpMAJIL.

VY pesynprari popMyeThesd JABa OKpemi (aiid: MOJACTL 13 HH3BKOIO KUILKICTIO
HOJIITOHIB 30epiraeThes 1111 Hazrowo TraffConl P.fbx, a getanizorana high-poly Bepeis
— gk TraftfConHP.ibx (puc. 3.8). O0uaB1 MoJeIi TOTOB1 10 IMIIOPTY B Substance 3D
Painter, ne 6y e BUKOHaHe 3allikaHHsI HOpMalel 1 CTBOPEHHS (pIHATBHUX TEKCTYP Ha

OCHOBI1 BUCOKOJICTAII30BaHOT €O METPIi.

D:\1 BLENDER\1Projects\streetStyle\traffic con) p o) E=l = B

¥  Date Modified
27 Apr 2025 12:54
18 Dec 2023 17:48
D) TraffConLP.fbx 21 Dec 2023 21:28 Batch Mode  Off v t?

Operator Presets

Path Mode  Auto

» Include
Limit to & Selected Objects
Visible Objects
Active Collection
Object Types | Empty
Camera
Lamp
Armature
Mesh
Other

Custom Properties
~ Transform
1.00
All Local
-Z Forward
Y Up

» Apply Unit

TraffConLP.fbx t Export FBX Cancel

Pucynoxk 3.8 — IlapameTrpu excriopty low-poly Momeni v popmati FBX

3.1.4 Immopt Mogem a0 Substance 3D Painter Ta CTBOPEHIS TEKCTYP

[Ticag 3aBepIIeHHS IIPOIECIB MOACTIOBAHHSI Ta CTBOpeHHS UV-PO3ropTKH
HACTYITHUM €TAIlOM CTaJI0 IIepeHECeHHsT MOl JI0 CePeIOBUINA TEKCTYPyBaHHS —
Substance 3D Painter. Came B I[bOMY CEPEJOBMIIN 3JIHCHIOETHCS  3alllKaHHS
BUCOKOIIOTITOHATHLHUX JAeTalcit Ha low-poly Mojenb, a TakoXK CTBOPCHHS

doTopeamicTHYHUX TeKeTyp 3a TexHolorierd PBR (Physically Based Rendering).
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Ha nepmomy etami podoTu B Substance Painter CTBOprOETHCS HOBHH IPOEKT
(File — New) (puc. 3.9). V miasoroBoMy BiKkHI oOHpaeThes madiaon PBR — Metallic
Roughness — 11¢ HaHOGLILIN VHIBEpCATLHUHN MAXIT IS CYUACHHX ITPOBHX PYIIITB,
3okpema Unreal Engine 5. Jlani BkasyeTbed msx 10 low-poly moaem y ¢popmati FBX
(v namomy Bunagky Cone Low.tbx). OcoOmuBy yBary cliji TpHAUIHTH
HajamTyBaHHO HOopMalleh v nojii Normal Map Format. Heobxino BuOpaTu Bapiant
DirectX, ockinbku Unreal Engine iHTepripeTye HOpMaJii caMe Y boMy opmarti. Y pasi
Bubopy OpenGL TeKCTypH MOXYTh BI3VaJbHO BIIOOpaykaTHCA HEKOPESKTHO IIICIS
IMIIOPTY B PYIIIH.

[Ticns 1MOOPTY BHKOHYETHCSI aBTOMATHUHE posmizHaBaHHA UV-0CTpoBIB,
[IEPEBIPAETHCS iX AKICTh Ta 3alI0BHEHHS npoctopy. Akmo UV-ciTka Mac NepeKkpuTTs
ab0 HEKOPESKTHO MAacITabOBaHI SICMEHTH, 1[¢ MOXKE HETATHRHO BILTMHYTH HAa SIKICTh
zanikaHHd. ToMy mepes nepexonoM 40 HaCTYITHOTO €Tany OaykaHo epEeKOHATUHCS, 1110
yCl YaCTHHH 00'€KTa BII0OpakaloThes pIBHOMIPHO, 4 TEKCTYPHHH IIPOCTIip 3alI0BHEHO

e(pEeKTUBHO.

B New project ? X

Template  PBR - Metallic Roughness Alpha-blend (st
File D:/1 BLENDER/1Praj
Project Settings
Document Resolution 2048
DirectX
er Fragment
UV Tile Settings (UDIMs) - C

Use UV Tile w

ture Sefs (legacy)

Import Settings

! ;_Z Import Cameras

Auto-unwrap Options

> Import Baked Maps
> Physical Size

> Color Management

PucyHok 3.9 — Immopt low-poly moseni B Substance 3D Painter
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Jlia nepeHeceHHs ApIOHMX reomMeTpuuHux JAetaneil 3 high-poly momem
(Cone High.tbx) na low-poly BukonyeThest porieaypa 3amikanas kapT (Baking Mesh
Maps). lleli npolec A03BOJNSE TE€HEPYBATH KapTH HOPMAalei, HABKOMMIIHHOIO
3atiHeHHs (AQ), Bucotu, kpuBu3HU (Curvature), ID Ta 1HIIHAX aTpHOyTIB, SIKI NOTIM
BUKOPHCTOBYIOTHCS TIPU CTBOPEHH1 TEKCTYP.

3anikaHHs BUKOHY€ThCs uepes MeHro Texture Set Settings — Bake Mesh Maps.
VY mapamerpax Bkasyerbes X Ao high-poly mMoaeni, a Tako)k BU3HAYAETHCSA THIM
BUKOPUCTOBYBaHUX KapT (puc. 3.10). 3-momMixk HAaHO1IbIIT KPUTUIHUX

e Normal Map — s 30epekeHHs penbedy MOBEPXHI;

e Ambient Occlusion — mst cuMy i TTMOMHA Ta 3aTIHCHHS,

e Curvature — JuIsl NiACUJIEHHS KpPaiB 1 CTHUKIB,

e Position / Thickness — mis mogatkoBux eekTiB B MaTepiaiax.

Baxxnuro nmpaBWIILHO HaNamTyBaTH BijicTaHb ckaHyBaHHsS (Max Frontal / Rear
Distance) amst kopektHOTo nepekpurts low- ta high-poly mosepxons. [licns 3amycky
mporecy (kHomka Bake Selected Textures) BHKOHYeThCA OOUMCIICHHS, TICIS YOTO
3aleueHl KapTH 30epiraroTbCcsd  BCEPEAMHI  MPOEKTY Ta BHKOPUCTOBYIOTHCS

ABTOMATHYHO.

TOXTURLSLTLIST & X MESH MAP SCTTINGS

© @ con
v U
1

MESH MAP BAKERS & X

A
Bake selected t

PucyHnok 3.10 — HamanityBaHHs napaMeTpiB 3amiKaHHs Ta miakiodeHHs high-poly

Momel
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[Ticnst 3aBepineHHsI 3amMiKaHHsS MEPEXOAATh Oe3MOCepeHbO 10 CTBOPEHHS
maTepiany. Y BUNAAKY JOPOKHBOTO KOHYCA, TEKCTYPYBaHHS 3/I1HCHIOBAJIOCS IIJISTXOM
3actocyBaHHss Smart Materials, o IMITYIOTE THIOBI MaTeplajyd — IUIACTHK, T'yMa,
¢apba Ttomo. Jlns ocHoBHOI uacTMHHM O00'€kTa OYB BHUKOPHCTAHHH YEePBOHO-
NOMapaH4YeBHH MJIACTUKOBUH MaTepial 13 CepeIHIM PIBHEM TUISHLIO, HA SIKUM BPYYHY
AOJAaHO MAacKy 3 MHOTepTocTsAMH. Lle no3Bosisge mOCATTH eeKTy CTapiHHS, SKHMA
BULIISIAAE PEAJIICTUYHO Y MOETHAHH] 3 KAPTOK HOpPMaJieH.

OxkpeMuM IapoOM CTBOPEHO Oy CMYTY, sSIka HAHOCHTBCS 3a AOTIOMOTO0 Paint
Layer Ta anpda-macku. st TyMOBOI OCHOBH 3aCTOCOBAHO TEMHHH MaTOBHM MaTeplal
13 JIeTKHM e()eKTOM 3amujIeHOCT]. TakoXk J0JaHO grunge-TeKCTypH 3 kaptu Curvature,
10 MACHIIOIOTE KPaHOBI 30HH.

Y macyMKy CTBOPEHO TIOBHOIIHHHM MaTeplals, SIKHH BHIJISAAE PEaNlCTHUHO,
Mae TITUOMHY Ta YITKO BHpaxkeH1 Mikpoxetam (puc. 3.11). 3aBasku BUKOPHUCTAHHIO
PBR-migxony, 1 BIacTHBOCTI OYAyTh OJHAKOBO KOPEKTHO BIMOOpasKaTHCS B OYIb-

SIKOMY Py, SKUE mATpUMye (B13UIHO KOPEKTHE OCBITJICHHS.

Pucynok 3.11 — IIpuknan HaHeceHHsT MaTepiaiiB 1 TekcTyp y Substance Painter
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[Tici 3aBepiieHs TeKCTY pyBaHHs oOupacThes 1y HKT File — Export Textures,
Je HajzamToByeThesl ¢dopMmar excropry. Jlmas Unreal Engine 5 JominbHO
BukopucroBysaru lpecer Unreal Engine 4 Packed, sxuii Bximodac Bl HeoOX1aH1
kapTi: Base Color, Normal, OcclusionRoughnessMetallic (B ogaomy daiim), Height
TOITIO.

TekcTypu ekcriopTyioThes v popMmarti PNG abo . TGA 3 po3ITbHOIO 3/JaTHICTIO

2K. Ilicis ekcriopTy BoHH Oy Iy Th TOTOBI IS ILIK/IIOUSHHS JIO MaTepiaily y pyii.

3.1.5 ¥YzaraasHeHHS IIpoliecy cTRopeHHs 3D-Moeneit aig irop

Ommcananii Tporiec MOJIETIOBaHHS 00’ €KTa Ha MPUKIAAl TOPOKHROTO KOHYycCa
BijjoOpaxae TUIIOBUM poOOUMHA IAXIA, YKHH 3aCTOCOBYETLCS IPU CTBOpeHHI 3D-
pecypciB y cydacHiIH 1rporiil iHaycTpii. BiH OXOIUIIOE MOBHHM IUKI INJITOTOBKH
IrpoBUX MoJelneit — By dopmyBaHHd 0a30BOI IeoMeIpil 0 EKCHOPTY TOTOBHUX
TEeKCTYP JUIS IHTEeTpaIfi y pyTmii.

OcHoBHa MeTa IHOBIrac B TOMY, MO0 HOCAHATH PCAICTHYHUNA 30BHINIHIN
BUTILIT 00'€KTa 3 ONTUMI30BAHOIO TEOMETPIEIO, MO HE MepPeRaHTakye ITPOBY CIEHY.
JUnst poro  BUKOPHUCTOBYETBLCH KoMOIHaI low-poly Mojell, dKa 3acTOCOBYETLCS
Gesriocepe Lo y pi, Ta high-poly Bepeii, 3 K01 3allKalOTLCS AeTail oBepxHi. Takuit
MIAX1J  JO3BOJSIC 3HAYHO IIOKPAIIMTH Bi3yallbHe CHPHHHATTS ©O€3 INKOAU I
HPOJIY KTUBHOCTI.

PoGora 3 UV-posropTkoro Ta 3aIlkaHHIM KapT y Substance 3D Pamter e
CTAHJAPTHOIO MPAKTUKOIO B HpodeciinoMy BUPOOHHIITBI 1rop. ABTOMATH30BaHI
1IHCTpYMEHTH, Takl gk Smart Materials 1 Grunge-TekcTypH, TO3BOISIIOTH IIMBHIKO
JOJlaBaTH CIIAM 3HOIISHHS, Opyay, MOTEPTOCTEH, 1o podurh o0'ckTH OUIbII
MPUPOTHAMH I MpaBAoHOMOHAMH. Y CYKYITHOCTI 1€ 3a0e3Nedye BHCOKHIT plBEHB
SIKOCT1 HABITh JUIS JOHOMIKHUX €JIEMEHTIB ClIEHH.

3aBIKU MOJTYJTHLHOCTI TIIXOY OIMHMCAHUM METOT MOXKE 3aCTOCOBYBATUCH TS
CTBOPEHHS IITAPOKOTO CIIEKTPAa ITPORUX aKTHUBIR: B IPIOHUX 00 €KTIB THITY JOPOKHIX

3HAKIB [0 CKJIaHUX TPAHCIIOPTHUX 3ac001B 14U Oy A1BCIIb.
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3.2 CTBOpEHHS HIPOCKTY Ta MOACIIOBAHHS CBITY I'PH

[Ticis 3aBepmeHys ArOTOBKHA 3D-akTHBIB Y 30BHIIIHIX HPOIPAMHHX 3acodax
HaCTYIIHAM €TalloM € CTBOPEHHS IIPOEKTY B irpoBoMy pymmi Unreal Engine 5 ta
1IOYaTOK MMOOYIOBH IIOBHOLIHHOIO 1MPOBOTO CEPEOBHINA, V AKOMY OV JIe peali3oBaHo
OCHOBHY JIOTIKY cHMYyIsTopa. Ilel eTan oxXommoe 1HIIaI3alIiio CTPYKTYPH TIPOEKTY,
IMIIOPT paHillle CTBOPSHUX MOJICIICH, OpraHizaiiio piBHs Ta CTBOPESHIS 1IPpOBOi CLICHU
3 JoporaMu, 1HPPacTPYKTYPOIO 1 TOIOMIKHUMH 00’ €KTaMHU.

Ilportec moumMHaeThed 3 1HIIMAM3aIii HoBoro Ipoekty B UES, miciag doro
B1IOYBa€eThCs IMIIOPT MIATOTORICHUX MOJeNel, TaKuX SK JAOPOKHIN KOHYC, JOPOKHL
3Haky, Oap'epH Ta 1HIT JeKopaTHBRHI a00 (PYHKIIOHAIBHI €TeMEHTH. 3aBepIiiaTbHIM
eraloM Lo OJIoky € ooy qoBa 0a30Boi KapTh: hopMyBaHHs pelbedy, PO3MIIICHHS

00'€KTIB, BCTAHOBJIEHHS OCBITIIEHHS Ta B13yalbHUX €(EKTIB.

3.2.1 CtBopenns HoBoro MpoekTy B Unreal Engine 5

Pozpolbka moumHaeThes 3 1HIIMam3aIi HoBoro mpoekty B Unreal Engine. ITicms
3aIlyCKy Pyl B TOJIOBHOMY MeHIO oOupacThbes madnon Games — Blank, mo
JO3BOJISIE CTBOPHUTH HIPOCKT 3 HYJISI, Oe3 HOICPeIHLO BU3HAYCHUX MeXaHiK (puc. 3.12).

VY napamerpax IpoeKTy BCTAHOBIIOIOTHCS TaKl OIIIi:

¢ Blueprint sk ocHOBHa MOBa IIPOTPaMyBaHHS,

e Starter Content: Yes — i 6az0BUX MaTepialiB, TCKCTYP 1 MOJCICH;
e Ray Tracing: Disabled — mo0 yHMKHYTH HaBaHTaKCHHS HA CUCTEMY ;
e Target Platform: Desktop/Console;

e Graphics: Scalable

IIpoexT 30epiracThesd A BIANORITHOKO Hazpoko TruckSimulator. Ilicms
CTBOPCHHS IPOEKTY aBTOMATHUIHO BLIKpHUBaeThes HodarkoBa ciieHa (Level), v gxiit

MOKHA TIPAITOBATH HaJl TI00YTOBOIO CBITY.



40

Unreal Project Browser

A clean empty project with no code.

Project Defaults

BLUEPRINT

Starter Content

Raytracing

Project Name  TruckSimulator

Create Cancel

Pucyhox 3.12 — BiknHo crBopenns HoBoro npoekTy B Unreal Engine 5

Jlani cepemoBHINE HATAMMTOBYETHCS T pOOOTY: OUHIMYIOTHCS 3aiiBl 00° €KTH 3
madnoHy, nomaetbea Player Start, kamepa, OCBITA€HHS Ta TFOTYETHCS MPOCTIP IS

PO3MINIEHHS ITPOBUX 00 €KTIB.

3.2.2 TMmopT Ta HANAIITYBAHHA MOJAEIACH V MPOEKTI

Ilicns creopenns nmpoekty B Unreal Engine 5 mHacTynmHuMm eTtamom € iMoopTt
30BHIIIHIX MOIeIeH, cTBopernx v Blender i TekcTypoBanux v Substance 3D Painter.
Ha mpoMy eTami BaKJTHBO HE JHINE MPABHIBHO AoAaTH (daimd y pymid, ame H
BUKOHAaTH HEOOX1AH1 HalAIUTyBaHHA — 3acTOCYBATH MaTepiaid, 3aJaTd KoJi3ii,
cTpykTypy piBHIB Aetam3anii (LOD) Ta inTerpysaTu 00’ €KTH B poOOUHil mporLec.
Jis aemoHCTpamii mporo eramy Oyio 00paHO MOAETb JOPOKHBOTO KOHyCa 13
MHHYJIOTO TAPO3LTY.

ImmopT BiAOYBaeThcs yepes cranmapTHe BikHO: File — Import Into Level. ¥V
akocTi ¢opmary BukopucrtoByerbca .FBX, mo OyB miaroroBreHuii Ha eTami

MOJEIFOBAHHS Ta TEKCTYPYBAHHS.
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i1 gac IMIIOPTY BCTAHOBIIOIOTLCA TaKl KIIIOYOBI IApAMETPU:
e Import Mesh — yBIMKHEHO (IMIIOPT CITKH);
e [mport Normals and Tangents — yBIMKHEHO,
e Normal Import Method — DirectX (BiaoBigac kapram 13 Substance Painter);
e [mport Textures / Materials — 3a 11oTpedu, SKIIO TCKCTYPHU BiKE 3allaKOBAHI;
e Combine Meshes — BUMKHEHO (IITO0 KOKEH 00’ €KT 3aIUIIABCH OKPEMUM ),
e Transform / Scale — 1.0 (macmTad 00’ekTa Mae OyTH BIIIORITHAM /IO TPH).

ITicma iMmopty v Content Browser cTBoproeThcsl HOBHIT Material, 1o sKoro
nomatoThesl kapTH: Base Color, Normal Map, Roughness, Metallic, AO (sgxImo
BuKkopucroByeThed Packed). Bonu maxmoyaroThes [0 BLAIOBIAHMX BY3JIB Y
MaTepianbHOoMy Tpadi. Ilicasg 30epekeHHS Marepial MpH3HAYAETHCS IMIIOPTOBaHIN
CITIN.

Jist B3aemouii o6’ ekTa 3 QI3UUHUM CEPSAOBUIIECM HEOOXIIHO CTBOPUTH abo
npuzHaunTu Collision. Y pegaxropt Static Mesh (Asset Editor) BiakpHBaeThCs
Briajgka Collision — Add Box Simplified Collision abo Add Convex Collision. VY
BUMA/IKY 3 JOPOKHIM KOHYCOM 3aCTOCOBYETRCSI CIIPOITIeHa KamcyldbHa aGo
LI HAPHUYHA KOJI131s, 0 3a0e311e4y € TOUHICTD 1 BOJHOYAC CKOHOMUTL PECYPCH.

[MTo0 moKkpaIuTi IpOoYKTHBHICTh V BeIUKUX CIleHaxX, KOXKHA MOJIeNb IIOBUHHA
maTi pieH1 jfetamzaii (Level of Detail). ¥ pemakropi Static Mesh y Bxknmaam LOD
Settings oOmpaeThes Auto Generate 1.LODs, e pymmit aBToOMaTHIHO CTBOpIOe 2—3
BapianTH ©o0’cKTa 3 MEHINOK KUIBKICTIO HOMIroHiB. lle jo3Boisic 3MeHITYBaTH
HaBaHTa)XEHHSI IIPH BlaeHHl 00 €KTa B1J] KaMEPH.

[Ticos Beix HajamTyBaHb MOJAESIb TOTOBA JIO PO3MIIIEHH Ha 1rpoBiH clieHi (puc.
3.13). ¥V BikH1 Viewport o0 ekt mniepeTsiaryeThesa 3 Content Browser, MO3HITIOHYETHCS
BITHOCHO penbedy, aomaeThes Ao konekiii (Folder) BifmoriiHO 0 TIpHU3HAUEHHS
(AexkopaTUBHUH, Texmunui, Onokyrouuit o0'ekr Tome). OO €KT aBTOMaTHIHO
yCHaJKOBY€ BIACTHBOCTI OCBITIIEHHS, TIHEH, B3aeMoJii 3 IpaBlleM Ta Moxke OyTH
BUKOPHUCTAHUI YV IOJAILIIHX MEXaHiKax I'pH (HAIPUKIA, IepeBipKa 31TKHECHb,

B3acMOJI151 31 CBITIIOM TOLIO).
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Pucynok 3.13 — IlosricTio HanamrroBanuii 00'exT B Unreal Engine 5

3.2.3 IloOynoBa 1rpoBOi CLIEHM TA HANAIITYBaHHS OCBITJIEHHS

ITicns HanmamTyBaHHS MOJeENel y MPOEKTI HACTYNHHUM KPOKOM € molynoBa
IrPOBOI CIIEHW — TMPOCTOPOBOTO CEPEAOBUINA, B SKOMY BIIOYBAETHCSI B3aEMOIIS
rpaBist 3 irpoBuM cBiTOM. CTBOpeHHsI KapTu nepeadayae KOMIIOHYBaHHS penbedy,
po3MillieHHs OO0 €KTIB, HANAIITyBaHHS OCBITJIeHHs, TiHeH Ta atMmocdepu. Bin
NpPaBUJIBHOCTI peajiizailii bOro eTamy 3aJIesKUTh He JIMILE Bl3yalibHa CKJIafioBa IpH, a
i il TeXHIYHA ONTHMI3aLis.

Jnst popmyBanns ocHOBH irpoBoro ceity B Unreal Engine 5 BUKOPHCTOBY€ThCsI
iHcTpyMeHT Landscape, 1110 103BoIIsIE CTBOPHUTH J1€Ta130BaHy MOBEPXHIO — PIBHUHH,
naropbu, cxunu. Y BikHI Modes oOupaerbest Bkimaaka Landscape, micnst 9oro
33Ma0ThCst PO3MIpH CITKH Ta pe3ostoris. CTBOpeHHs! 3M1HCHIOETHCS HATHCKAHHIM
kHomnku Create.

ITicns reneparini nanamadTy Ha HBOTO HAKIIANAETHCS OAraToOIIAPOBUH MaTeplal,
IO MOENHYE TEKCTYpPH TPaBW, IPyHTY, acdanbTy Tomo. Po3wilieHHs ImapiB

3AIHCHIOETHCS BPYUYHY 3a IOMOMOTOI0 MEH3MIB y peskumi Sculpt ta Paint.
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ImmoproBani Mmoaeni (HarmpuKIIaza, JOPOXKHI KOHYCH, 0ap’€pH, 3HaKku) (puc. 3.14)
nepersaryrotbess 3 Content Browser Oesmocepennbo y BikHO Viewport. OO0 ekt
rpynyiotecs y BiamosimHi manku (Folders) B Outliner, 3amexHo Bim IXHBOTO
npu3HaueHHs. Jlisi macmTaOHOCTI CIEHH 00’ €KTH KOMIIOIOTHCSA, O00EpPTarOThCA,
MacImTadyIOThCA Ta aANTYIOThCA 10 pelibedy BpyuHy ado 13 3actocyBaHHsAM Align to

Landscape.

Scalability: Medium

Pucynoxk 3.14 — I[Ipouec ctBopenns cepenosuina B Unreal Engine 5

OcoOnuBa yBara NPUAIISAETHCS MPABUIBHOMY PO3MIMICHHIO ACKOpallii, sKi
BIUTMBAIOTh HA TEUMIUIEH — TIEPEIIKO/I, OPIEHTUPIB, 1THPPACTPYKTYPHUX CIEMEHTIB.
Bouu Ttakox MoxyTte OyTm iHTEerpoBaHi y Blueprint Actors, skmo motpelyroTh
IHTEPAKTUBHOI TIOBEIIHKH.

Jlna 3abe3nedeHHa BI3yallbHOI MPUBAOIMBOCTI Ta PEATICTUYHOCTI B CIEHY
JOJIAIOTHCA 0a30B1 €IEMEHTH OCBITICHHS:

1) Directional Light — ocHOBHE mKkepeno cBITIA, IO IMITY€E COHIIE,

2) Sky Atmosphere — cumymoe atmocdepy Ta KoIb0pOB1 3M1HK He0A,

3) Exponential Height Fog — crBoproe edekt rmubunn Ta TymaHy Ha BiJJaICHUX
00’€eKTax;

4) Sky Light — 3a6e3meuye M’ sAKke PO3CisAHE OCBITICHHS,

5) Post Process Volume — koHTpostt0o€ €(heKTH OCBITJIEHHS Ta 1HIIIL.
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[Ticys BUKOHAHHS BCIX HEOOXITHUX €TariB — CTBOPEHHS pelbedy, IMITOPTY Ta
HAJAlITyBaHHS MOJENCH, PpO3MIIIEHHS 00 €KTIB, JO0JaBaHHS OCBITJICHHS Ta
atMmocdepu — 0ysio chopMoBaHo 0a30By IrpoBy cieHy (puc. 3.15), o BigoOpaxkae
XapaKTEPHI PUCH CEPEAOBHIINA I CUMYJIATOpa Aaneko0iianKa. CTBOPEHUM TTPOCTIP
BKJIIOYAE JOPOXKHIO 1HPPACTPYKTYPY, TEXHIUHI 30HU Ta JEKOpallli, sK1 3a0€3MeUyI0Th
SK BI3yaJbHY MOBHOTY, TaK 1 ()YHKI[IOHAJIbHY OCHOBY JJISl MOJAJBIIOIO PO3BUTKY

ITPOBOTO TIPOLIECY .

Pucynok 3.15 —I'oToBa cuieHa 3 penbedom, OCBITIACHHIM Ta PO3MILLIEHUMHU

MOJICIIMU

3.3 Peanizaiiisi KEpOBAHOTO TPAHCIIOPTHOTO 3aCO0Y

OpHuM 13 KITIOYOBHMX E€JIEMEHTIB CHUMYJISITOpa NajekoOliHMKa € peani3aiiis
MOBHOIIHHOI KEpPOBaHOi BaHTaXiBKW. Ha mpomy erami BinOyBaeTbest immopt 3D-
MOJIC]TI BAHTKHOTO AaBTOMOOIIS Ta WOro KOMITOHEHTIB, CTBOPEHHS 0a30BOT0
0aThbKIBCHKOTO KJIaCy TPaHCIOPTHOTO 3aco0y, HaJALITyBaHHS MIIKIIOUEHHS KOJIC,
aHlMallli, a TaKOX CTBOPEHHS MOBHOLIIHHOTO Blueprint-akTopa, 3 SKUM B3a€MOIISITUME

rpaBelib.
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3.3.1 IMmmopT BaHTaXIBKH T4 KOMITOHEHTIB

Mosienb BaHTQXKHOTO aBTOMOOLIIS IMIIOPTY€TheA y TPO€eKT y popmari .FBX. [Tpu
IBOMY Iacl (OCHOBA Ky30Ba) Ta KoJieca IMHOPTYIOTbCA OKpeMUMH 00'ekTamu. Takuii
X1 J03BOJIIE THYYKO KEpyBaTH TpaHC(hOpMaIisiMU, MIABICKOIO Ta aHIMAIIIEo
o0epTaHHs KOJIC Yy Tporeci rpu. Takoxx MpU IMIOPTI BAXKJIUBO NEPEKOHATHUCH, IO
HEHTP KOOpAWHAT Mojeneil (pivot point) po3TamoBaHUil KOPEKTHO — JUIA IIACl 1€
3a3BUYAl HUKHIN IIEHTP, ISl KOJIIC — T€OMETPUYHHI IIEHTP 00epTaHHS.

Moaeni micist IMOOPTY KOHBEPTYIOThCS Y Static Mesh (koseca) Ta Skeletal Mesh

(puc. 3.16) 1 30epiratorbes B okpemiit mamii /Vehicles/Truck/.

Pucynok 3.16 — Skeletal Mesh BanTaxiBku

3.3.2 CtBOpeHHs 06a30BOTO KJIaCy TPAHCIOPTHOTO 3aCO0Y

Jlng  3a0e3neyeHHs] MOXJIMBOCTI  TOBTOPHOTO  BUKOPUCTAHHS  JIOTIKH
TPAHCIIOPTHUX 3aco0iB OyJi0o cTBOpeHo OarbkiBchkuii kiac Blueprint 3 Ha3Boio
BP_VehicleMaster (puc. 3.17). Lleit knac 3acHoBanuii Ha ChaosWheeledVehicle mo

JI03BOJISI€ peali3yBaTH pealiCTUYHY MOBEAIHKY TPAHCIIOPTY.
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Y BP_VehicleMaster Ha1aIToBY FOTBCA:
e 0a30BI 3MIHHI (MaKC. IBHAKICTb, CHJIA FaJIbMyBaHHS, Maca);
e cTpykTypa koMnoHeHTiB (Mesh, SpringArms, Camera, Audio, Input Mapping);
e 3araiabHI (JYHKII KCpyBaHHA (PYX, MOBOPOT, TAIbMO, 3aTHIH X11);
® MOAli CTAPTY, 3YNMHUHKH, OHOBJICHHS IIBHIKOCTI TOLIQ.
Lleit k1aC HE MICTHTh KOHKPETHOI reoMeTpli UM MOJEICH, a JHILES JIOTIKY 1

0a30By CTPYKTYPY, KA HACIIAY €TbCS BCIMAa TPAHCTIOPTHUMH 3aC00aMHU ¥ TPi.

& Interps to Original Rotation

in Damping

Pucynok 3.17 — Yactuna HanamtyBaHHbs B BP_VehicleMaster

3.3.3 CTBOpEHHA OMIIONPIHTA BAHTAKIBKH

Ha ocnosi BP_VehicleMaster CTBOPIO€ETECI KOHKPETHHH OMIONPIHT BAHTAXKIBKH
BP Truck (puc. 3.18). Y HBOT0 A0MA€THCA MOACIHL Ky30Ba, SKA MPUKPIILTIOETHC 10
roaoBHOro Mesh-koMmoHeHTa. OKpeMO HANAIITOBYKOTHCSA YOTHPH KOJIeca, A
KOKHOTO 3 SIKHUX BH3HAYAETHCS CBOE MOJIOMKEHHS, (DYHKLIA MOBOPOTY (A4 NEPE/IHIX)
ado mpuBlg (A4 334HIX). Y BIACTHBOCTAX KOXKHOTO KOJIECA 3aJAKOTHCH Pajlyc,
YKOPCTKICTh MIABICKH, CHJIA 3UCTIJICHHS, KyT MOBOPOTY Ta iHII (PI3HYHI MAPAMCTPH,

KoxxHe Komeco miAKMOYaeThCd OKpeMO 3 BKasaHHAM Tumy (FrontLeft,

FrontRight, RearLeft, RearRight Tomo) Ta BiamoBiZHHM po3TamIyBaHHAM HA OCI.
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HamamroByroThcs Takl TapaMeTpHu:
1) Wheel Radius, Suspension Max Raise/Drop, Friction, Steering Angle;
2) Use Auto Width — BUMKHEHO 11 TOUHOTO KOHTPOJTIO;

3) Handbrake Axis — mist 3aHIX KOJIIC.

€EkB O X

€b O X

o
©
©
o
©
©
o
o

Pucynoxk 3.18 — Hapamrysanns komic B BP_Truck

3.3.4 Animariisa oGepTaHHs KOJIIC

[Ilo6 3abe3meunTH Bi3yajdbHY AOCTOBIPHICTH PYXy TPAHCHOPTHOI'O 3acoly,
HEOOX1JHO HAJIaIITyBaTH CHUCTEMY aHIMarii oOepranHsa kouic. Ile peamizyerbcs 3a
gonomoror Animation Blueprint (puc. 3.19), npus’szanoro go Skeletal Mesh moneni
BAHTAXIBKA. Y HbOMY KOHQITypyeThest aHiMmariiamii tpad (AnimGraph), saxwuit
BH3HAYAE, SIK cCaMe MAlOTh 00epTaTHCA Kojieca y BIAMOBIIb HA (PI3UUHY CUMYJISINIO B
Tpi.

VY saxocTi 6a30B0i M03a-MO/1eil BUKOPHUCTOBYEThCs By30s1 Mesh Space Ref Pose,
AKuil mojae omopHy mo3y ckenera. Jlam gomaetscs By3onm Wheel Controller, mo
BIJIMOBIAA€ 3a Tiepeaady oOepTaHHs Ta KyTa IIOBOPOTY Ha KoJieca Ha OCHOBI JaHUX BiJT

komnoHeHTa ChaosWheeledVehicleMovementComponent.
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[[lo0 maHi KOPSKTHO MCPETBOPIOBATHCH V JIOKATbHI KOOPAMHATH MOJCII, MICTIA
Wheel Controller BuxopuctoByetbes Byszon Component To Local, a pesynsrar
nepeaaeTed 10 BuxiaHoro Bysna Output Pose, skuil BUBOAUTH (DIHATBEHY TTO3Y IS
PCHACPHHTY.

Lle# maHrOT Hae 3MOTy KOJICHHUM 00'€éKTaM aBTOMATHYHO aHIMYBATHCH ITiJ 4ac
PYXY TPAHCIIOPTHOTO 3aco0y, 00ePTaTHCh MPH MPUCKOPEHHI, CIMOBLIBHIOBATUCH TIPH

raabMyBAaHHI, a TAKOXK 3MIHIOBATH Ky T IPH MOBOPOTL.

Pucynok 3.19 — Hamamrrysanns aHimaniiaoro rpada ams obepranss komaic y Anim

Blueprint

3.3.5 [Ipu3HauyeHHA TpaBLA Ta BCTAHOBICHHA ITPOBOTO PEKUMY

[Ticmst 3aBEpIICHHA €Tamy CTBOPCHHA TPAHCIIOPTHOTO 3aco0y, IMiAKITFOYCHHSI
(b13UKH, KOJIC Ta aHIMaAUIHHOI JOTIKH HCOOXIOHO 3poOHTH Tak, moO rpaseup 3a
3aMOBUYYBAHHAM KCPYBAaB CaM¢c Peani3oBAHOK BAHTAXKIBKOK. 7S IBOTO CTBOPIOETHCA
irpoBuii pexkuMm (Game Mode), B AKOMY BH3HA4YaeThCS CTAHJAPTHHUH KiIac TpaBlld,
T00TO Aedonrauin Pawn (puc. 3.20).

Y man npoexty /Blueprints/GameModes/ cToproeTses HoBHil Blueprint kmac,
mo Haciaye Bix GameModeBase. Homy 3amaerscs im’s TruckSimulatorGame. TTicys
cTBopeHHd, y mapamerpax GameMode scranoBaroerses knac rpasus (Default Pawn
Class) — BP_Truck, To6To Ta cama BaHTaxiBKa, sika Oy;1a CTBOPCHA PAHILIC V AKOCTI

KEPOBAHOTO TPAHCIIOPTHOTO 3ac00y.
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A1) File Edit Asset View Debug Window Tools Help

TruckSimulatorGame X

= | /o] :S'_'ij Compile : = 0. Diff v

NOTE: This is a data only blueprint, so only the default values are shown. It does not have any script or variables. If you want]
Open Full Blueprint Editor

Q

Actor Tick

e X xS

Game Mode

Pucynox 3.20 — Beranosnenna BP Truck sax aedoarroro Pawn y Blueprint

TruckSimulatorGame

HacTynHEM KpOKOM € aKkTHBALiS LBOTO PCKUMY TPH A MOTOYHOI CLUCHH. Y
Biaam  World  Settings v mom  GameMode Override Bubupaerbes
TruckSimulatorGame (puc. 3.21). 3aBasxku 1poMy, IpU 3amycKy I'pd Ha OV Ib-sKIH
Mari, e aktuHAH nicH Game Mode, rpagers oapasy Oyae CTIaBHHTHCS Y BaHTAXKIBII

Ta MAaTUME 3MOTY MIOYATH KEPYBaHHS 0¢3 MOTPCOU BPYUHY BUCTABISITH 00 €KT Y CLICHY .

Game Mode
TruckSimulatorGan @ .j

Selected GameMode

\.—.'

Default Pawn ( S BP_Truck

»

HUD Class Nonhe
Controller S VehiclePlayerContri

Game

\.-.'

Play

G
€
G
G
G
G

‘u—. "-—.l

Pucynox 3.21 — [pusnauenns irposoro pexnmy TruckSimulatorGame
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Ile#t KpoK JMO3BOJSIC IOBHICTIO 3B s3aTH  1rpoBy  JIoriky, Blueprint
TPaHCTIOPTHOTO 3acoly Ta cTieHy. TakuM YHHOM, B3a€MOJIIS 3 TPaRIeM TTOUHHAETHCS
ojlpasy IMicis 3alycKy I'pd, a peamzoBanuit dyuxmionan BP Truck crae ocHOBOWO

IICJAIIBINIOTC PO3SBHTKY TeUMILIERO.

3.4 CTpykTypa Ta IpHU3HAYEHHS MEHIO B ITPOBOMY 3aCTOCY HKY

MeHIO € BaKIHMBOIO YaCTUHOIO B3a€MOJIT KOPUCTYBada 3 Oy Ib-SIKMM 1TPOBUM
3acTOCYHKOM. BoHO BHKOHYy€ (DYHKINIO 3B 3yBaIBHOIO 1HTepdelicy MiK IrpaBleM Ta
ITPOBMMU MeXaHIKaMH, Ha/Tal0Ul MOKITUBICTh KepyBaHHS 3aITy CKOM, HaJlalllTy BaHHSIM,
30epekeHHSIM, BHXOJOM Ta IHIIMMH aclekTamMd Tpu. OKpiM  (PYHKITIOHATHHOTO
HIPU3HAYCHHS, MCHIO POPMYE IIepIiie BPasKeHHS B[ IPOEKTY Ta 3a/1a€ 3arallbHUH CTHIIb
1HTEepdeiicy.

B irpax saHpy CHUMYJIMTOPIB, JI¢ BaXJIUBEC 3aHYPCHHS y IIPOIEC Ta 3PYUHICTD
KepyBaHHS, SKICHO TOOY/JOBaHe MEHIO € KPUTHUYHO BaKIHUBMM. UYepe3 HBOTO
KOPHUCTYBA4 OTPUMY€ JIOCTYII IO [OYAaTKY [P, KOHPITYpaii napaMeTpiB (HAIPUKIIAI,
TYUHICTB, YIIPaBMHHS, Tpadika), TORIIKH, KPeJAUTIR Ta MOKIMBOCTI 3aBEPIITUTH CEaHC.
Koxne 3 MeHio peamsyernes 3a jgonomororo iHerpymenrie UMG (Unreal Motion
Graphics), 0 J03BOJHMIOTH CTBOPIOBATH aJallTUBHI Ta iHTepakTUBHI iHTepdeiicu Oe3
HAIIUCAHHS KOJY, BAKOPUCTOBYIOUH BI3yaJIbHUI peJlakTop.

Oxnum 13 0a30BUX CICMEHTIB B3acMO/I1i KOPUCTYBa4a 3 IPOIO € TOJOBHE MEHIO,
gKe BiioOpakaeThesd MPH 3allyCcKy 3acTOCYHKY. BOHO BHKOHye (DYHKITII HaBirarfi,
HaJJallTyBaHHs [apaMeTpiB I'py, Heperysiay indopMalii Ipo aBTopiB Ta BUXOLY 3 I'PH.
["'onoBHE MeHIO pealmizoraHo 3a JonoMorow cucteMu UMG (Unreal Motion Graphics)
— BOYIOBaHOIO 1HCTPYMEHTY JId cTBOpeHs inrepdeticiB B Unreal Engine 5.

IIporiec po3podkM MeHIO PO3NOUMHAETH 31 cTBopeHHsT Widget Blueprint 3
Hazporo WBP MainMenu. B Horo crpykrypi BHKOpUCTOBYeTbes Oaszopuil Canvas
Panel ams pikcoBaHoTro po3MiIMeHHS elleMeHTIR 1HTepdeticy. Ha maHes Hak1a aeThest
dhoH — 300pakeHHs], IKe CTBOPIOE aTMocdepy TPH, a TaKoK JOaHO JIOTOTHII 1 Ha3Ra

— "VP Truck Simulator".
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JIng posMIIIEHHST KHOTIOK HaBirari cTBOpeHO okpeMui Vertical Box, y sikomy
KOMTOHYOThCs wotupu KHomku: Play, Settings, Credits ta Quit. Koxna 3 Hux
pcami3oBaHa SIK OKPEMHH €JISMCHT Twiry Button, 13 BKIaQACHAM TCKCTOBHM
KOMITOHEHTOM. {1 BI3yaapHOTO O(OPMIICHHS BHKOPHCTAHO CTHII30BAHY PAMKY
Border, a Takoxx (QonoBY maHens 3 komsopoBuM KoHTypoMm (Border Colour Ta
Box_Outline).

Y nopanemomy, AN KOKHOI KHOITKHM TIPU3HAYAKOTHCS BIAMOBIAHI (DYHKINI ¥
Blueprint-morim:

e Play — 3aBantaxenHs irposoro piaa (Hanpukiag, Open Level (MainMap)),
e Settings — BITKPUTTS BLIDKETY 3 apaMeTpaMH (TVIHICTE, rpadika),

o Credits — BUKIMK cKpaHy 3 1HPOPMAIIIEIO TIPO PO3POOHHKIB,

o Quit —3aseprueHnst rpu (Quit Game).

Takox y Graph Blueprint Oyno peantizoBaHo IOTIKY IPUB’ I3KHU TOJIOBHOTO MCHIO
J0 rpaBisl. [T 1BOTO V NPOEKTI CTBOPIOBABCS OKPEMHH PIBEHb, SIKUH CIYIVE
cTapToBHUM MEHIO IpH. Y #ioro Level Blueprint Hamammrosano Bukmk komManau Create
Widget (WBP MainMenu) ta Add to Viewport, o 703B0JI€ aBTOMATHIHO A0JaBaTH
MCHIO 10 CKpaHy mpu 3anycky (puc. 3.22). JlomatkoBo aktuByeThes Sct Show Mouse
Cursor, mo Jae 3MOry KCpyBaTH IHTCPQCHCOM MHIICKD, Ta OJIOKYETBCSA BBLI 3

KIaBlaTypu A0 MOMEHTY IIEPEX0aY 10 FeHMIUICHHOTO PIBHSL

Pucynok 3.22 — [HTEpeiic TONIOBHOTO MEHIO IPH
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OYHKIIOHAIBHICTh KHOIIOK peali30BaHO y IpadiuHoMy peaakTopl Blueprints.
Jlna koxkHoi kHOonKH nepeadadeHo noAiro On Button Clicked, ska 1HiIito€e BiATOBIIHY
joriky. Hampuknan, mpu HatrckanHl kHOnKU Play (puc. 3.23) cTBOPIOETHCA BIIKET
3apaHTaxyBabHOro ekpaHa (Create LOADING SCREEN Widget), axuii 1ogaeThes
10 B ronopty. [licng kopotkoi 3arpumkn (Delay), BukoHyeThcs koManaa Open Level,
110 TIEPEHOCUTH TPABILI 10 0OpaHoro pisHs . [[apanenbHO BUKOHY€E€THCS HATAIMITy BAHHSA
pexxumy BBOAY (Set Input Mode Game Only) Ta mpruXx0oBYy €ThCs KypCOp MUIIII, 1110 FTOTY€
1HTEp(EelC 10 MOBHOIIHHOTO TeUMILICIO.

Kuonka Credits cmouyarky mpubupae moTodyHe MeHio 3 ekpaHa (Remove from
Parent), micis 4oro cTBOPIOE Ta BUBOJWMTh HOBUM BIJKET 3 IHPOPMALII€O PO aBTOpa
rpu (Create CREDITS Widget). Ananoriunuii mjaxiJ peami3oBaHO JJsi KHOIKH
Settings, sika BiIKpHBa€e OKpeMHii iHTepQeiC HanamTyBaHb IPH, CTBOPIOKOYNA HOBUH
BianoBiaHuk BimkeT (SETTINGS Widget) 1 nomaroun Horo Ha expaH. Hapermnri,
kHomka Quit Oe3nocepeHbO BHKIMKAe (QyHKI Quit Game, fgka 3aBepllye
BUKOHaHHS Tporpamu. JIId bOTO BHKOPHUCTOBYETHhCS BOyaoBaHWM By3o0s Unreal
Engine, mo 3a0e3nedye KOPEKTHE 3aBEPUICHHA POOOTH 3aCTOCYHKY HE3aEKHO Bl

IaT(HOPMH.

€ On Button Clicked (Button_Play)

» f Delay

]
| F Add to Viewport

Return Value

»
Durati
— @
[ Create LOADING SCREEN Widget

» »
F Get Player Controller

Player Index \Tj‘ Return Value

Pucynok 3.23 — Peanizaius kaonku Play

3a aHAJIOTTYHMUM MPUHIUIIOM OyJI0 peai30BaHO M 1HIN €1eMEHTH 1HTepdeicy
— MEHIO HaNallTyBaHb, €KPaH KPEAWTIB Ta BiKHA mMoBiAoMIeHb. KokHe 3 HHX
CTBOPrOBajiocs ik okpemuii Widget Blueprint 13 BIAMOBIHOKO CTPYKTYPOIO Ta JIOTIKOIO

B3A€EMO/IIT, II0 BUKJIUKAIOTHCH 3 TOJOBHOIO a00 May3HOr0 MEHIO. Y Cl BI/DKETH MAIOTh
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yHIQIKOBaHUNH CTHIb OQOPMICHHS, IO BIALIOBLAAC 3al'aJIbHIA Bi3yalbHIA TeMaTHII
rpu. JIII mokpaImeHHsT KOPUCTYBAIFKOTo JOCBITY OyIIo peaTizoBaHO aHIMAIlli TOSBH
Ta 3HUKHEHHS ejleMenTiB. Bes Jtorika poGoru inrepdeiicy 1molyaoBana Ha II011€BO-
OPIEHTORBAHOMY IMAXO/1, Mo 3ade3levuye THYUKICTh 1 MacIITabOBaHICTh. 3aB/IsSIKH
IbOMY B IIOJQILIIOMY JIETKO J0JaBaTH HOBI €JIeMeHTH ado 3MIHIOBAaTH HasdBHI Oe3

HeoOX1IHOCT1 TTOBHOI Tiepedy JOBH CHCTEMH.

3.5 Peamizamns Tpadiky Ta CHCTEMH MapIIpyTy

OJHAM 13 KITIOUOBHX KOMIIOHEHTIB CHMYISITOPA € IMITaIlls JOPOKHBOTO PYXY, a
TaKoK BU3HAUEHHSI CTapTOBOI Ta KiHIEBOI TOUOK MapIIpyTy rpaBIil. Taka cuctema
JO3BOJISIE CTBOPUTH 1TPOBHUH IIPOIIEC 13 YITKOK JIOTIKOK: CTapT, PyX IO MapuIpyTy,
(1HITT Ta 3aBepIIeHHs ITPOROI cecii. Peamzalfisl IHOro (PyHKITIOHATY BKIIOYAE
JCKLIbKaA CKIIAJIOBHUX; CTBOPSHI aBTOHOMHUX aBToMoOLIB (Al), HallamTy BaHHs iXHIX
MapIIpyTIB, PO3MIMEHHS TOYKH TOoSBH TpaBig (Player Start) Ta 1HTepakTHBHOI
(bIHIITHOT 30HU, IO 3aBEPIIYE IPY.

Bukopucranns crotaitais st pyxy NPC qo3Bonsie TOYHO KOHTPOIIOBATH
TpacKTOpli aBTOMOOLIIB, CTBOPIOIOUM PeaicTUYIHY iMiTaliio Tpadiky Oe3 cKialHoi
Hapiramii. Posmimenns rpasig 3a AonoMoror xomionenra Player Start 3abesneuye

HPaBWILHY 1HIIIAII3AIIIO TPAHCIOPTHOIO 3200y MICHS 3allyCKY [PH.

3.5.1 CtBopenns Tpadiky Ta MapIIpyTy pyxy

JIms cuMy il JOPOKHBOTO PYXY V IPOEKTI OYIO pealizoBaHO CHCTEMY
ABTOHOMHUX TpaHCIOpTHUX 3acoliB (NPC), a TakoX 1rpoBH MapHipyT, SIKUM Mae
CIiTyBaTH Tparellb. OOmABa Il eleMeHTH Oa3ylOThCs Ha BHKOpPHCTaHHI Spline-
KOMIIOHCHTIB, IO 3a0e3leuyIOTh THYYKe, KOHTPOIbOBaHE Ta IepegdadyBaHe
TepeMITieHHsT OO0 €KTIR y MekaxX 3ajaHol TpaekTopii. 3aBASKU IHOMY BIA€ThCS
CTBOPHUTH pealcTHIHHI ePekT JOPOKHROTO Tpadiky, IKUAM He TepeBaHTakye py i

Ta 3abe31euye IIaBHICTL PYXY.
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[epmm kpoxoM Ovio ctBopeHHs okpemoro Blueprint-kiacy TpaHCIOPTHOTO
3aco0y NPC 3 nHazBoro Al CAR (puc. 3.24). Lei xnac nobGymosaHuii Ha 0a3si
ChaosWheeledVehicle, mo Hagae MOXIHBICTE MOACTIOBATH CKIAZHY (DIZHKY
aBTOMOOLIA — 3 VpaxVBaHHAM Baru, raJibMIBHOTO HUIAXY, 34CIUICHHA 3 JOPOTOIO,
KPYTHOTO MOMCHTY Ta IHINMX mapaMeTpiB. JImg KepyBaHHA PyXOM aBTOMOOIIM
BukopuctoByeThesl cricmiamsHuid Al Controller, sxuit BIAMOBIZAa€ 32 aBTOHOMHY
MOBCAIHKY, BKTIOUYAIOYH TPHUWHATTS PIMCHb, BUKOHAHHS MAHCBPIB 1 B3aEMOIIKO 3
OTOUYCHHSIM.

Knac Al CAR mictute Spline-koOMIIOHEHT, AKHi BU3HA4Yae MapmpyT pvxy NPC.
VY Graph Blueprint peamzoBaHo anropHuT™, 3a AKUM TPAHCTIOPT aBTOMATHIHO CIITYE

CIUTaMHOM 13 3aJaHO0 MBHIKICTIO, IMITYIOUH TpadIk.

} Set 'I;hroitle Input
& Event BeginPlay Targetis Chaos Vehicle M
| =
Target

Throttle ‘El

P
Vehicle Movement Component

'f Sets ringi‘\pui

»
Target

| | @ Steering
F GetPath
Target R

& Event Tick / » »
[ ] Target | self ‘ Return Value @

Delta Seconds

Pucynok 3.24 — Yactuna noriku Al CAR

Ho crpykrypu Al CAR nomaerscs komnoneHT Spline (puc. 3.25), sxuii 3axae
MapmpyT pyxy aBtomoOima. Y Graph Blueprint peamizoBano mukm, 3a axkuM NPC-
aBTOMOOITh TOCTIIOBHO TICPCMITIYETHCA B3MOBK KOOPAMHAT CITIANHY 13 3aaHOIO
mBUAKICTIO. 11 OUTRINOI peamcTUIHOCTI TaKOXK MOXKYTh JOJABATHCS YMOBH IS
3YMUHOK, 3MIHM HanpsAMKy ab0 KOPWUT'YBAHHS IOBHAKOCTI 3aJC)KHO BIA OOCTaBHUH

(HampUKIaa, CUTYALIH Ha IEPEXPECTIX).
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Pucyrok 3.25 — AT CAR 3 norikoro pyxy o cruaiiny

3.5.2 [logaTkoBa Ta KIHIIEBA TOUKH MapITIPY Ty

g peamizaifii IIUTICHOTO ITPOBOTO TIPOIIECY B CHMYIIATOPl BaHTAKHMX
TiepeBe3eHh HeOOX THO BUSHAYUTH HITKIH MapiipyT TPaBlld — IIOYaTOK, X PyXy
Ta TOUKY 3apeplIeHHd. [le mosponge chopMyBaTH IOTIUHY CTPYKTYPY C€Cli TPH: BlA
MOMEHTY TIOSBY T'PaBIld Ha Marll 40 (PIHATBHOTO eKpaHy 3 Pe3yIbTaToM.

[TogBa rpapilg y CBITI BIAOYBAETHCA 3a JOMTOMOTOI0 CTAHAAPTHOTO KOMITOHEHTa
Player Start, gxuii posmimyeThbcd Ha TOYATKy MapmpyTy. Came B I TOUIN 1
BIMOYBacThCd CHABH TpaBIld npH 3amycky rpu. ¥ GameMode 3 wazpoo
TruckSimulatorGame 3asHadgeHO, 1O 38 3aMOBUYBAHHIM BUKOPUCTOBYETHCS KIAC
BP Truck, 1o apToMaTHTHO 3B'43y€ TOUKY CTAPTy 3 TPAHCIIOPTHUM 3aC000M T'DaBIId.
3aBIOgKU IThOMY, ITPH 3aIlyCKy I'PH TpaBellh ofpasy IOoTparide y KablHy BaHTaKIBKH Ha

[IOYATKy MapIIpyTy, 0e3 MoTpedn pyHHOro po3MIMeHHT 00’ ekTa (puc. 3.26).
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Pucynok 3.26 — ITouaTkoBa Touka rpaBug (Player Start)

Kinmiera Touka MapIpyTy PO3TAIIOBYETHCS ¥ BUZHAUEHOMY MICIl CIIEHH, IO
CHUMBOJII3Y€ 3aBEPIICHHS IICPEBE3CHH. Y 111H 30H1 BeTaHOBIIOEThes Trigger Box, sxuii
pearye Ha BX1JI TpaHCIIOPTHOro 3aco0y rpaBig. 1lpu akTupaliii Tpurepa crpanboBye
Blueprint-norika, mo Bukiankae okpemui Widget Blueprint — WBP FinishScreen
(puc. 3.27). Ha mmpoMy 1HTepdeiicli BUBOIUTHCS TIORIIOMIEHHS 3 IOISIKOIO 3a yUacTh Y

I'p1, a TAaKOK MPOTOHY€eThesd BUOIp: pectapT rpH (Open Level) abo ruxix (Quit Game).

Thank you for playing

Thanks for Playing the Beta! You've reached the end... for now.

Your feedback helps shape the future of the game — we're just getting started.
Stay tuned for updates, new features, and the full experience coming soon.
You can restart and continue exploring the map, orquit to the main menu or desktop.

Restart
Quit

Pucynok 3.27 — Inrepderic WBP_FinishScreen
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3.6 da3u Ta 1Tepaliii )KUTTEBOIO IUKIY IIPOrPaMHOro 3a0e311eYCHHS

IIpoekTyBanmst 1 po3poOKa HpOrpaMHOIrO 3abe3leueHs, OCOOIUBO TAKOI'O
CKIIaTHOTO TIPOAYKTY SIK CHUMYISTOD, Hepeadavuae MPOXOKEHHSI TITKO BU3HAUSHUX
eramiB. Y Mekax JaHOoro IIPOEKTY BHUKOPHCTAHO 1HKPEMEHTHO-1TEpAIliHy MOEIb
KUTTEBOTO ITUKITY, STKa TIOETHY € TIOCT1IOBHICTE (pa3 KITacHIHIX MojleNiel 3 lepeRaraMu
[NUKIIYHOTO BJOCKOHAICHHS, BIACTHBOIO MIIXO0AaM FHYUKOi po3poOKH.

[Teprmmoro hazoro po3poOKHU cTaB aHa I3 BUMOT. Ha 1iboMy erarm Oyio 310paHo Ta
CHCTeMaTH30BaHo 1HQopMariiio mpo chelmdiky KaHpy CHMYJISTOPIB, THIIOBI
OTIKYBaHHS TPaBINB, TPHUKIATH YCINIIHHUX aHaJIOTIB. Y pe3ylIbTaTl cPpopMOBaHO
TeXHITHE 3aBJIaHHM, IO BKIIOUAIo (hYHKIIOHAIBHI, He(yHKITIOHAIBHI, allapaTHl Ta
ApXITEKTYPHI BUMOIH JIO CHUCTEMU.

Peamnizaiiist irpoBoTo 3acTOCYHKY 3/TIMCHIOBaNacs IOETAalTHO — Yepe3 Ceplro
1Tepalii, KoKHa 3 SKHUX 3aBepllyBajiach GOPMYBAaHHAM IPANE3JaTHOIO 1HKPEMEHTY.
Y meprmii 1Tepari peamizopaHo OazoBe KepyBaHHS BaHTaKIBKOKO Ta HalalllTyBaHHS
bI3UKH pyxy. Y HACTYIIHUX 1TEpalisx IOCTYIIOBO JOJABAIMCL €IeMCHTH HaBirarii,
KapTa, TopoxkHii Tpadik, ronmorHe MeHIO Ta HUD. OcoOmamBy yBary OyI0 IpHUIIIIEHO
peaimzanii crieHapiiB JOCTaABKH BAHTAXKY — BLI OTPUMAHHS 3aMOBJICHHS IO OTPUMAaHH
BUHATOPOIH.

Koxen iHKpeMeHT HUIAraB TeCTYBAHHIO Ha HPeIMET IIpanes31aTHOCT] Py KA,
B3acMOJIi MDK MOJYIBIMH Ta KOPEKTHOI'O BlLIoOpakeHHs 1rpoBoi i1HdopMarii.
BuspneH TOMUITKY BUTPABISLIACH JI0 IEPEXo Ty JI0 HACTYITHOI iTepartii, Mo J03BOJISLIIO
MIATPUMYBATH ¢TaOUILHICTD HPOCKTY Ha BC1X eTallax.

Ha zaBepmanhHOMY €Tari BUKOHAHO ONTHMI3AINIO MPOAYKTHBHOCTI, 30KpeMa
BIpOBapKeHo MexanisMu LOD  (3meHimneHHd jgeramsaiii BigadeHux o0'¢KTiB),
OIITUMI30BaHO BHKOPHCTAHHS PECYPCIB 1 3MEHITIEHO po3Mip irpororo Ounay. byio
TAKOXK HIATOTOBICHO 1IHCTAIMIIANNN MakeT Ul AeMOHCTpalli.

3aranbHa CTPYKTYpa JKUTTEBOTO IMKIY, pealizoRaHa B TPOEKTI, TO/aHa Y
tabmumi 3.1 Y HIit 3a3HaueHO OCHOBHI (ha3w, iXHIM 3MICT Ta pe3yIbTaTH, SKHX

O‘{iKYBaHOCH HOCAITH Ha KOXKHOMY eTarl.
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Tadmumr 3.1
JKurteBuit MUK po3poOKH IPOEKTY
Ne (ana / ITeparist 3MicT pobiT OugikyBaHHH pe3yIbTAT
1 AHaJiz BUMOT BuznaueHHA IILTHOBOL ChopMyaropaHe TeXHITHES
ayauTopii, GYHKITIOHAITY, 3aBIAHHA 1 CTPYKTYpa
00MeKeHb, CHCTEMHHX BUMOT | MIPOEKTY
2 [IpoekTyBanus [loGymoBa apXiTeKTVPH, CxeMa CHCTEMH, CIIeHAPIT
MOJICTIOBAHHS JOT1KH BUKOPHCTAHHSA, CTPYKTYPH
(IDEF0, UML), KJIaciB
npoekTypanHg Ul
3 Iteparis 1: Bazopni Peamzarist pizuku [IpoToTHT KeporaHOTO
reiMImiei KepyBaHHsI BAHTAXKIBKOIO, TPAHCTIOPTY
Gazoporo ynpapniHHA
KaMeporo
4 Itepatist 2: Hapiramis i Jlo/1apaHHs KapTH, PoGoua cucrema opieHTaii
MapuIpyTH HABITAIIHHUX TOUOK, TPABINI Y CBITI
0OMEIKSHE PYXY
5 Iteparis 3: Tpadik i Peamizarist 1opoKHBOTO CHMY IS JKHBOTO
NPC TpadiKy Ta B3aeMOIii 3 cepenopuma 3 NPC
THIITHMH aBTO
6 Itepamis 4: Iatepdeiic Ta | ['omosHe MeHt0, MeHIO TIay3H, | I[losmominuuit Ul 3
MEHF HUD, mijkaskw, MNITPHUMKORO B3a€MO/Ti1
MOBTOMJICHHS
7 TecTypanus [leperipka B3acMO/IIT MK CraluibHa Bepcis 3
KOMIIOHEHTAMH, YCYHEHHS MIHIMAJIBHOIO KIJTBKICTIO
HOMHUJIOK, F03a0LITI-TeCT IMOMHJIOK
8 Onrumizams LOD, cTpiMiHT piBHIB, Ilpumenns FPS,
3MEHINCHHS PO3MIPY crabinpHa pobota Ha [TK
IPOCKTY, IpodiTtoBans CepeHLOTO PiBHA
9 3aBepIICHHS 1 CYIIPOBIT [ligroTorka mo meMoHcTpalii, | OiHANRHEHA OLTT 1
JOKYMEHTAITi5, OHOBJICHHH, MOTEHIIAT JIJIS TOIATBIIOTO
MOJKJITHBE MacIITabyBaHHA PO3BHTKY

3.7 BucHoBOK 10 po3jiity 3

Y 1mpoMy po3aim OyJIo JAeTambHO PO3MIBIHYTO MPOIec peamsalfli KIIOTOBHX
KOMIIOHCHTIB 1I'POBOIO 3aCTOCYHKY B JKaHpl CHMYJIMTOP JalleKOOIMHMKA Ha OCHOBI
pynig Unreal Engine 5. Iocmiaono Oyiiu olrcani BCl €Tallyd CTBOPSHHS IIPOCKTY : Bl
MOJICIIFOBAHHS Ta TEKCTYpYBaHHA OO'€KTIB y CTOPOHHIX pejakropax Jio
OeznocepeIHLOI 1HTErpaIi Mojenei v pynmit Ta Moy 0BH MOBHOIIHHOTO 1TPOBOTO

CBITY.
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PospoliteHo 1rpoBY CIIGHY 3 OCHOBHHMM CEPEIOBHINEM, IIJTOTOBJICHO
BaHTa)KIBKY SIK TOJOBHMM TpaHCIIOPTHHM 3acid TpapIld, pealizoBaHO CHCTEMY
kepyBamms 3 BukopuctanisiM Chaos Vehicle, a takox crBopeno amiMaiiiinuii rpad
JUIsT oOepTaHHs koic. bylo HamarmroBaHo 0a30Bi 1HTep(ecH B3aeMoOli: TOIOBHE
MCHIO, MEHIO llay3W Ta (iHaJIbHUE expal, IO 3a0e3ledyIoTh JIONKY 3allycKy Ta
3apepiieHHs Tpu. OkpeMy yBary NOPWIIIEHO peamizariii eleMeHTIR JOPOKHBOTO
Tpadiky — crBopeno NPC-aBromMoOUIl 3 aBTOHOMHOIO HOBEIIHKOIO, HAIAIITOBAHO
MapITIpyTH PYXy Ta CUCTEMY CIIaBHY.

3aBIIKU BHKOpHUCTaHHIO 1HCTpyMeHTIB Unreal Engine Ta 30BHINTHIX
MpOoTpaMHUX 3acoOIB BAlocsd JOCIITH (PYHKITIOHATBHOL IIicHocTI Tpu. KoskeH
KOMITOHEHT — B13yaJIbHHI, ITPORUH UM TeXHITHUH — OyB 1HTETPOBaHMI Y 3aralbHy
CTPYKTYPY IPOEKTY 3 JOTPUMAHHSM IPUHIMINB [HYYKOCTI, HOBTOPHOIO
BUKOPUCTAHHS 1 onTuMizarii. OTpuMaHi pe3ylbTaTH € OCHOBOIO IS TIOJANbITIOTO
PO3BUTKY I'PU: JIOJaBAHHS HOBHUX MICIH, PO3IIUPEHHS KAPTH, YCKIQIHCHHS JIOTTKHA Al,

CHUCTEMH 30epeKeHHs TIPOTpecy TOIIO.
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BHUCHOBOK

Kpamdikamiina podora Oylia IpucBsueHa po3podIi 3D-1rpoBoro 3acTocy HKY
B JKaHpl CHMYISTOP AalekoOlfHWKa, IO € aKTyaJlbHUM HaIlpsIMOM y KOHTEKCT1
PO3BUTKY CYHacHOI IrpoBoi 1aycTpii. MeToro podoru Oyiio cTBopeHis 0a30Bo1 Bepcii
CUMYISITOpa 3 PeamicTUIHOI (PI3UKOI0 KepPyBaHHS TPaHCIIOPTOM, 1HTEPaKTHRHUM
CCPEAOBUIIECM Ta Bi3yallbHO AKICHUM irpOBHM CBITOM. Takui mjaxij| clpaMoBaHuil Ha
MIOKpAITIeHHsT  KOPUCTYBAITBKOTO  JIOCBIAY Ta  JEMOHCTpAIlil0  MOKIMBOCTEH
BuKkopHcTanHs pymist Unreal Engine 5 y cTBOpeHHI CUMY IMIIHHOTO KOHTEHTY .

VY mporieci podotr OyJIo OpoBeASHO OIS IpeaMeTHOI 00IacTl, Mo BKIIOYAR
aHall3 CyJacHHUX IIIXOIB 1O Po3po0KH CHMYJBSITOPIR, BH3HAUEHHS OCOOMMBOCTEH
KAHPY, HOPIBHIHIS iMPOBUX PYIIIB Ta IHCTPYMEHTIB MoAeimoBans. OcolimBy yBary
MPUIVIEHO XapaKTepUCTHKaM TakuxX pymmi, sk Unity, Unreal Engine, Godot Ta
CryEngine, B pesyibrari goro Oyio obrpyuroBano Bubip Unreal Engine 5 sax
onTUMankHO! TaTgopMu I peatizamii TPOEKTY 3aBJSKA HOTO PO3MHPEHOMY
dbyHKIionaay, peaicTUIHIA GI3UIN Ta IATPUMII BI3yaIbHOIO [POrpaMyBaHHs dyepes
Blueprints.

VY xo1 peaiizamii MPOCKTY BUKOPUCTAHO CYUYaCHI 3aCO0H CTBOPCHHS 1IPOBOIO
KoHteHty, cepejl saxux Blender st 3D-mozaemoBanmsi, Substance 3D Painter st
TekcrypyBaums ta Adobe Photoshop it marotoBku inrephedcHux 1 JOIOMIKHAX
eremeHTIB. [loOyjoBaHO 1rpoBe cepejIOBUINE, CTBOPEHO KCPOBAHWA TPaHCIIOPTHUHA
3acit0 Ha ocHOBl Chaos Vehicle, po3pobmeHo Joriky oOepTaHHS KOIIiC,
IMILIEMEHTOBAHO 1HTEp(helic KopUCeTyBaya, 10 BKIIOYAE MOJIOBHE MEHIO, MCHIO [1ay3H
Ta eKpaH 3aBepllleHHs] TpH. Takok peanizopaHo cHcTeMy Tpadiky Ha ocHoB1 Al-
KOHTPOJIEPIB Ta MapIIPYT IPAaBI 3 IHTEPAKTUBHOIO CTAPTOBOIO 1 KIHIEBOK TOUKAMH.

Baxnueum acniekToM poOOTH cTalla 1HTETrpallis BCIX KOMIIOHEHTIB Y €JTHHY
IrPOBY CLCHY 3 JOTPHMAHINM IIPUHIIUAINB MOAY/ILHOCTI, THYYKOCTI Ta OITHMI3ALII.
byno peanizoBaHo crieHapii TpH, SKUH BKIIOUAE 3aMyCcK, HABITAITIIO TIO 1TPORIE KapTi,
B3aeMOJIIIO 3 Tpah1KOM Ta 3aRepIlieHHsI MapmpyTy. CucteMa 1HTEpdeHcIB po3podieHa

3 ypaxyBaHIsIM cydacHux UX-11axo1B, o 3a0e311euye 3py HHICTD I IPaBIs.



61

PesyipbraTd TecTyBaHHs [POTOTHUILY 1IOKa3ajad, IO BCl OCHOBHI (DyHKINI
MpaIoloTh cTalblMbHO, 1HTepdelic KOpeKTHO pearye Ha i KOpHCTyBada, a (pi3mka
KCPYBAHI BaHTAXKIBKOIO CTBOPIOE PEAIICTHYHE BIAYYTTS CUMYIAIIL. TakuM 4UHOM,
IocTapiIeHi B poOoTl 3apjaHHs OyJIH JTOCATHYTI B MOBHOMY 00cCs31, a po3poOneHmi
HPOCKT ACMOHCTPYE €(EKTUBHICTL 3acTOCYBAHH CydacHHUX 1HCTPYMEHTIB 1
TEeXHOIOTIH JI7IST CTBOPEHHS SIKICHOTO 1TPOBOTO MPOTYKTY.

OrpuMaHl pe3yJIbTaTd MOKYTh OyTH BUKOPUCTAH] I TOJAIBIIOIO PO3BUTKY
TpU: AOJaBaHHSI BIIKPHUTOTO CBITY, CHUCTEMH MICIH, MYIBTHIUIEEpa, ITOTICTUUHNX
3apaHb abo NoTTHONeHHS CHMYIAIMHOL ckiIagoBoi. KpiM Toro, mpoekT Moxke OyTH
KOPUCHUM SIK TIPHUKIA] ¥ HABYAIBHOMY HpoTieci abo SK OCHOBA IS KOMEPITIHHOTO
3aCTOCYHKY Y cdepl IrpoRoi po3podKH.

Takok BaKIMBOK YaCTHHOIO CTAJO OIPAIFOBAHHA JIOIIKH 3aBCPIICHHS [PH.
3aB/SIKM BUKOPHUCTAHHIO CIUIaMHIB, TPHTEPIB 1 eKpaHy 3 MOJIKOI0 OYJIO peanizoBaHo
GazoBUil crieHapii IpoxoLKeHns MapimpyTy. Lle najgae rpi 3aBepIIeHOCTI Ta JIOTTUHOT
CTPYKTYPH, IO 0cOOINBO BAKITHURO ST KOPUCTYBATIHKOTO JIOCBITY .

[IpoexT Mae HOTEHINAN A0 PO3IMMPEHHS: MOXHA JOJAaTH MEXaHIKY BHUTpat
MaTLHOTO, CHUCTEMY 3aMOBIEHB, €KOHOMIKY, TOTOJHI YMOBH, IHKJI JTHS 1 HOWI,
GararoKOpUCTYBalLKUH pexum  ado Hapiramio 3 kapramu. Peamizamid  Takux
KOMIIOHCHTIB IIEPETBOPUTL Ipy 3 0a30BOi CHMYISINI V IOBHOIIHHHHA IIPOIYKT,
3JIaTHUI KOHKYPYBATH HA CYYACHOMY PUHKY.

TaxuMm quHoM, BUKoHaHa KBajlidikamiiina podoTa He JIUIIe B1AIOBIIAE BUMOTaM
Jlo OakalaBpCHKOTO PIBHS MIJTOTOBKH, alleé M JEeMOHCTPYE IIPaKTHIHY peanizariiio
HPUHIMIIB pO3pOoOKH 1rop Y cydacHOMY cepeloBuinl. BoHa InarBepiKye 3JaTHICTD
aBTOpPa 3acTOCOBYBATH HaOyTI 3HAHHS B 0ONAcTi NporpaMyBaHHs, 3D-MoemoRaHHSI,
Jusaitny inrepdeiiciB 1 poOOTH 3 ITPOBHUMH PYIIAMH JUIS CTBOPSHHS PEaIbHOIO

TIPUKIATHOTO TIPOTPAMHOTO TIPOTYKTY.
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