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PE®EPAT

[losicHioBanbHa  3ammMcka 10  KBamigikamiifHoi  pobotu  «MeToauka
BIOCKOHAJICHHI apXiTeKTypH irpoBoro 3acrocyHky Ha pyuii Unreal Engine 5»: 67
CTOPIHOK, 4 pucyHka, 1 Tabnuiisi, 35 BUKOpUCTAHUX JKepell, | J01aToK.

O0’eKT JO0CTiIKEHHSI — TIPOLIECH TPOEKTYBAHHS apXITEKTypu ITPOBUX
3aCTOCYHKIB Y CEpPEIOBHII PO3POOKH 0ararToKOpUCTYBAIIbKUX TPUBUMIPHUX 1TOP.

Mera kBaJgigikaniiiHoi po0oTH — pO3pOOJIEHHS METOAUKHU BIOCKOHAJIEHHS
apxiTeKTypH IirpoBoro 3actocyHky Ha pymii Unreal Engine 5, ska 3abe3mneuye
MacIiTaboBaHICTh, MOIYJBHICTh, CTIHKICTh JO 3MIH Ta MOXIIHBICTh €(PEKTHUBHOTO
PO3ILIMPEHHS ITPOBUX MeXaHiK 0e3 Monudikailii sigpa CUCTEMH.

Metonu fgocCHilzKeHHA — aHali3 1 CHHTE3 apXITEKTyp MPOTrpPaMHOIO
3a0€3I1eYEeHHS, MOJICTIOBAaHHS CTPYKTYPH ITPOBUX MIACUCTEM, 34CTOCYBAaHHS IPUHIIUIIIB
ixenepii I13, excnepumenTtanbHe TectyBaHHsA y cepenoBuili Unreal Engine 5,
NOPIBHSUIBHUIM ~ aHAI3 apXiTEeKTYpHUX pIlIEHb, MPOTOTUIYBAaHHS 1 PO3poOKa
MPOTPAMHOTO 3a0€3MECUCHHS.

Pe3ysabTaTn podoTu MOXyTh OyTH BUKOPUCTaHI MPU MPOEKTYBAHHI Ta pO3po01i
0araToKOpHCTyBallbKUX 1MOp, 30KpeMa 3MarajbHUX 3aCTOCYHKIB, JI€ KPUTHYHO
BOXKJIMBUMHU € MAacHITa0OBaHICTh, PO3IIMPIOBAHICTh 1 CTaOLIBHICTh apPXITEKTYpPH.
3anponoHOBaHa METOAMKA MOXKE 3aCTOCOBYBATHCS y KOMEPIIMHUX Ta 1HAI-TPOEKTAX,
o0 CTBOPIOIOThCS Ha pymrii Unreal Engine 5, a Takok y HaBYaIbHUX AUCHUILUIIHAX 3
IPOrpaMHOI 1HKEHEPIi Ta pO3pOOKH 1rop.

Po3pobka Ta gocaimxenns npooawiucs mig ynpasiainaiM OC Windows 11.
CrtBOpeHHs 1 peaizallis MPOrpaMHOro 3a0€3MEUEHHs] BUKOHYBAJIUCS y CEPEIOBHUIII
Unreal Engine 5, i3 BuxopuctanHsM MoOBU TporpamyBanHs C++ Ta cucremu

Gameplay Ability System nis peanizaiiii MOTYJIbHOI ITPOBOI JIOTIKH.

UNREAL ENGINE 5, GAMEPLAY ABILITY SYSTEM, APXITEKTYPA
ITPOBOTI'O 3ACTOCYHKY, MACHITABOBAHICTD, IMOAIEBA MOJIEJIb,
DATA-DRIVEN JIN3AWH, BATATOKOPUCTYBAIIBKI ITPH



ABSTRACT

Explanatory note to the qualification work '""Methodology for Improving the
Architecture of a Game Application on the Unreal Engine 5 Framework'': 67 pages,
4 figures, 1 table, 35 references, 1 appendices.

Object of research — the processes of designing the architecture of game
applications in the context of developing multiplayer three-dimensional games.

Purpose of the qualification work — to develop a methodology for improving
the architecture of a game application built on the Unreal Engine 5 framework, ensuring
scalability, modularity, stability, and the ability to extend gameplay mechanics without
modifying the core system.

Research methods include analysis and synthesis of software architectures,
modeling of game subsystems, application of software engineering principles,
experimental testing within Unreal Engine 5, comparative analysis of architectural
solutions, prototyping, and software development.

The results of the work can be applied to the design and development of
multiplayer and competitive game applications where architectural scalability,
extendability, and stability are critical. The proposed methodology can be used in
commercial and indie projects developed with Unreal Engine 5, as well as in educational
courses related to software engineering and game development.

Development and experimentation were carried out under the Windows 11
operating system. The implementation of the project was performed in Unreal Engine
5, using the C++ programming language and the Gameplay Ability System to create

a modular and extensible gameplay logic architecture.

UNREAL ENGINE 5, GAMEPLAY ABILITY SYSTEM, GAME APPLICATION
ARCHITECTURE, SCALABILITY, EVENT-DRIVEN MODEL, DATA-DRIVEN
DESIGN, MULTIPLAYER GAMES
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BCTYII

AkTyajbHicTh TeMu. CydacHa 1HIYCTpiS pO3pPOOKH irop XapaKTEepH3YEThCS BHUCOKOIO
IMHAMIKOIO PO3BUTKY Ta 3pOCTAaHHSAM BHUMOT [0 SIKOCTI, NPOAYKTUBHOCTI M
MacITabOBaHOCTI ITPOBUX 3aCTOCYHKIB. I3 mepexomoM 1HAYCTpii J0 CKJIATHUX
TPUBUMIPHHUX 0araTOKOPUCTYBAIIbKUX CHCTEM 3HAYHOTO 3HAYEHHS HaOyBalOTh apXiTEKTypHI
T IXO/TA, 1110 3a0€3MeUyI0Th 3AaTHICTh 3aCTOCYHKY JI0 TIOAQIBIIIOTO PO3IMIUPEHHS, aanTartii
Ta MATPUMKHU. TpaauiiiiiHi MOHOIITHI 200 c1a00 CTPYKTYpOBaHi PillieHHS HE BIJIMOBIIAIOTh
CY4aCHHM BHMOTaM, OCKUIbKH YCKJIQJHIOIOTh PO3BUTOK MPOAYKTY Ta CIPUUHHSIOTH

3pOCTaHHS TEXHIYHOTO OOpTY.

VY 1ux yMoBax akTyallbHICTh TEMH JOCIHIHKCHHS BU3HAYAETHCS MOTPEOOI0 y CTBOPEHHI
METOAMKU TMOOYIOBH MAcIITaOOBaHOI apXITEKTYpU ITPOBOTO 3aCTOCYHKY, sIKa JO3BOJISE
e(eKTUBHO KepyBaTH CKIIQJHICTIO TMPOEKTY Ta 3a0e3MedyBaTd MOMJIHUBICTH IIBHIKOTO
J0JJaBaHHSI HOBUX MeEXaHiK. ¥ po0oTi ocobnuBy yBary npuauieHo pymrito Unreal Engine 5,
[0 € OAHUM 13 HAUMOTYXKHIIIUX 1IHCTPYMEHTIB Cy4acHOTO IrpoOynyBaHHS. AKTYyaJIbHICTb
TEMH 3yMOBJIEHA THUM, II[0, TOMpPH IHMpoke BuKopucTaHHs Unreal Engine, muranHs
METOAMYHOTO  TIAXOAY JIO TMPOEKTYBaHHS  MacIITabOBaHOT  apXITEKTypu IS
0araToKOpHUCTYBalIbKUX 1TOP JIOCI 3aJMIIAIOTHCA HEAOCTATHBO OINPAaIbOBAHUMH, OCOOJIUBO

B aKaJIEMHUYHOMY CEPEIOBHILII.
MerTa i 3aB1aHHSI BAUKOHAHHSA KBaJi(ikaniiiHoi podoTn.

Merta xBamiikaniiiHoi poOOTH MOJSATaE B PO3POOJIEHHI Ta OOIPYHTYBaHHI METOAMKHU
BJIOCKOHAJIEHHS apXITEKTypH IrpoBoro 3actocynky Ha pymi Unreal Engine 5, mro

3a0e3neuye Moro rHy4kicTh, MACIITA0OBAHICTh Ta CTIMKICTh /10 MOAANBIIOIO PO3BUTKY.
J{nst qOoCSATHEHHS MOCTaBIEHOT METU HEOOX1THO BUPIIIUTH TaKi 3aBIaHHS:

JTOCITIIUTA TEOPETUYHI 3aCaJM apXiTEKTYpH MPOTpaMHOTO 3a0e3MeueHHs Ta 0COOIUBOCTI

apXITEKTypH ITPOBUX PYIIIiB;

npoaHanizyBatu apxitektypy Unreal Engine 5 1 BUBHauuTH MOXKIIMBOCTI ii BIOCKOHAJICHHS

B KOHTEKCTI I'POBUX 3aCTOCYHKIB;



chOpMYITIOBATH METOIWKY TMOOYIOBM MaciTaboBaHOT Ta MOMYJABHOI apXiTEKTypu 3

BukopuctanHsM Gameplay Ability System;

pO3pOOMTH  ITPOBHM  3aCTOCYHOK SK  JCMOHCTPALIMHWM  TPHUKIAA  peaizarii

BaHpOHOHOBaHOT MCTOIUKH,

MIPOBECTU €KCIIEPUMEHTANIbHE OCIIKEHHS MacIITAO0OBaHOCTI Ta CTIHKOCTI apXITEKTypH

I1J1 9ac J0JJaBaHHS HOBUX IIPOBUX MEXaHIK;
OLIIHUTHU €(EKTUBHICTh 3aMIPOIIOHOBAHOT METOIMKH Ta BUSHAYUTH ii OOMEKESHHS.

O0’exTOM J0CJTIIZKEHHS € TIPOLIEC MPOEKTYBAHHS apXITEKTYPH ITPOBUX 3aCTOCYHKIB JJIs

0araToKOpHCTyBalbKUX TPUBUMIPHHX 1TOP.

IIpeameTom A0cCTiIKeHHA € METOIMKA BIIOCKOHAJICHHS apXITEKTYPH IrPOBOTO 3aCTOCYHKY
Ha pymii Unreal Engine 5, moOynoBaHa Ha NMPUHUMIIAX MOIYJIBHOCTI, MOJIE€BOI MOAEINI

B3aeMo/Iii Ta Bukopuctands Gameplay Ability System.

Metoau pgociaiIiKeHHs BKIIOYAIOTh aHaI3 1 CHHTE3 apXiTEeKTYpHUX IiJIXOJIB,
MOJIEJIFOBAHHS CTPYKTYpPH 3aCTOCYHKY, 3aCTOCYBAaHHS MPHUHIIMUIIB 1HKEHEP1l TPOrpaMHOTrO
3a0e3MeueHHs, eKCIIEpUMEHTaIbHE TECTyBaHHS MexaHik y cepenoBuii Unreal Engine 5, a

TaKOXX MOPIBHSJIBHUN aHaJ3 OTPUMAHUX PE3YJbTATIB 13 BIIOMUMU M1IXO/IaMHU.

HaykoBa HOBM3HA OTpUMaHHX PE3yJIbTATIB MOJIATAE B YAOCKOHAJICHHI apXiTEKTYpPHOTO
M1IX0AY 10 MOOYI0BH MacIITaOOBaHUX IIPOBUX 3aCTOCYHKIB HUISIXOM iHTerpaiii Gameplay
Ability System sk 0a30BOro MexaHi3My MOJICIOBAHHS TIOBEIIHKH, a TaKOX Y
dbopMylItOBaHHI METOAMKM TPOEKTYBAaHHS PO3LIMPIOBAHUX MEXaHIK, sKka 3a0e3nedye
BIJIKPUTICTh apXITEKTYpH J10 €BOJtoLii 0e3 3MiHHM ii sapa. Ha BiaAMIHY Bia TpaauLiiHUX
IT1IXO1B, 3aIIPOIIOHOBaHAa METO/IMKA BUKOPHCTOBYE TOIIEBY MojeNb Ta data-driven nu3aiix
JUIT  3MCHIIEHHS  3B’SI3aHOCTI  KOMIIOHEHTIB Ta  MIJBHMINCHHS  JOBrOTPUBAJIOl

MIATPUMYBAHOCT1 CUCTEMH.

[IpakTuyHe 3HAYEHHs1 POOOTH TIOJISATa€ B MOMKJIMBOCTI 3aCTOCYBaHHS PO3pOOIEHOI
METOAMKH I11JT YaC CTBOPEHHS KOMEPLIMHUX ab0 1H/1-1rop, 10 NOoTpeOyITh JUHAMIYHOTO
PO3IIMPEHHS IrpOBUX MexaHiK. OTprUMaHi pe3yJbTaTi MOXKYyTh OyTH BUKOPUCTaHI1 SIK OCHOBA

Uisl MOOYJIOBM  apXITEKTypu 0araTOKOPUCTYBallbKMX 3MarajlbHUX 3aCTOCYHKIB, IO



peanizyroteesa Ha Unreal Engine 5, a Takoxx 111 HaBYaJbHUX KYypCIB 13 pO3pOOKHU 1rop Ta

1H)KeHepli MporpaMHOro 3a0e3NeueHHS.

Oco0ucTuii BHeCOK 3100yBava BUILOI OCBITH 1oArae y po3po0iii apXiTeKTypH irpOBOTO
3aCTOCYHKY, pealizallii JeMOHCTpaIiifHOro NpoekTy 3 BukopuctanHaMm Gameplay Ability
System, mMpoBeACHHI EKCINEPUMEHTAIBHOTO  JTOCTI/DKEHHS  MacImTabOBaHOCTI  Ta

(dbopMyIItOBaHHI METOJMKH BJIOCKOHAJICHHS apXITEKTYPHU.

Anpofauis oTpUMAaHUX Ppe3yJbTaTiB JOCTIKEHHSA MOXKe OyTH 3[iMiCHEeHa IIiJl 4ac

3aXHMCTy KBaji(ikaiiiHoi po6oTH



PO3JILI 1

TEOPETHYHI TA APXITEKTYPHI OCHOBU APXITEKTYPH ITPOBUX
3ACTOCYHKIB

1.1 Teopern4Hi 0CHOBH aApXiTEKTYPH IrPOBHUX 3aCTOCYHKIB

ApXiTeKTypa MpOrpaMHOTO 3a0€3MEUeHHs BIAITpae KIIOYOBY pOJb Yy MPOIEC]
PO3pOOKH OYJIb-SIKUX CKJIAQTHUX CHUCTEM, 1 0COOJIMBO — ITPOBHUX 3aCTOCYHKIB. Ha BinmMiHy
BiJl TPaIUIIAHUX MPOTPaAMHUX MPOJIYKTiB, IFPOBI CUCTEMH MOETHYIOTh y CO01 Bi3yasbHi,
IHTEpPaKTUBHI, (P13HUYHI Ta MEPEIKEB] EJIEMEHTH, 110 POOUTH IXHIO APXITEKTYPY 3HAUHO OUIBIII
BHUMOTJIMBOIO JIO MMPOJYKTUBHOCTI, THYYKOCTI Ta MaciITaboBaHOCTI. IrpoBHil 3aCTOCYHOK €
MPUKIIAI0OM KOMIUIEKCHOI CUCTEMHU PEabHOTO Yacy, A€ 3aTPUMKH, HEY3TOJDKEHICTh JaHUX
a00 HaJIMIpHA 3B’ 3aHICTh MOIYJIIB 0€3M0CepEIHRO BILUTMBAIOTH HA SIKICTh KOPUCTYBAI[LKOTO
JIOCBITY.

ApXITEKTypa IrpOBOrO 3aCTOCYHKY

3 o3Il mporpaMHOro 3a0e3MneYeHHs apXITEKTypa irpoOBOro 3aCTOCYHKY BU3HAYAE:

CTPYKTYPY CUCTEMHU Ta B3aEMOJIIO il KOMIIOHEHTIB,;

o TPUHUHUIN OOPOOKH IrPOBOI JIOTIKH;

e OpTraHi3aIliio JaHUX, PeCypciB 1 MOTOKIB YIPABIIHHS;

e MEXaHI3MH ONTHMI3AIlIT;

o OOMEXEHHS Ta MPaBWJIA, 3T1HO 3 IKUMHU PO3BUBAETHCS MPOEKT.

ApXITEKTypa 3aJa€ «KapKac» IrpH, KUl MOBUHEH 3aJMIIATUCS CTAOUIBHUM HE3aJIEKHO
BiJl TOTO, SIK aKTUBHO €BOJIIOLIIOHY€E BHYTpIlIHIN rerimiuieil. Lle no3Bomsie TpuBanuii yac
MiATPUMYBaTH TIPOEKT, JOAABaTH KOHTEHT, ONTHUMI3yBaTH CHCTEMH, HE MOPYIIYIOUYH

3arajJbHOI CTPYKTYpH.
@OyHKI10HATbHI BUMOTH JI0 apXITEKTYPH IrPOBOTO 3aCTOCYHKY
OCHOBHI BUMOTH, 1110 BU3HAYAIOTh SKICTh apXITEKTYpH ITPOBOT CUCTEMH:

1. MoynbHICTh

10



[Tonin 3acTOCYHKY Ha OKpeMi He3aJIeKH1 KOMIIOHEHTH J103BOJISIE:
e 130JIIOBATH 3MIHH,
o CIIPOCTUTH TE€CTyBaHHS,
o 3a0e3MeYuTH NOBTOPHE BUKOPUCTAHHS (DYHKIIOHAITY.
2. MacitaboBaHICTh
ApXITEKTypa MOBUHHA JI03BOJISITH:
o JI0JIaBaHHS HOBUX MEXaHIK,
o 301IbILICHHS KIJIBKOCTI TPaBIIiB,
o PO3IIMPEHHS KOHTEHTY 0€3 NepenpoeKTyBaHHS Apa.
3. IIponyKTUBHICTb Ta €PEKTUBHICTh
IrpoBi cucteMu NpaLoTh Y peaJbHOMY Yaci, TOMY apXiTEKTypa Mae:
o 3a0e3rneuyBaTH OOPOOKY JIOTIKH Ta PEHACPUHT Y (PIKCOBAaHOMY YaCOBOMY LIMKIII,
e MIHIMI3YBaTH 3aTPUMKH,
e ONTUMI3YBATH JOCTYM JI0 aM’ Tl il pecypciB.
4. I'Hy4KICTh
CrpyKTypa rpu Mae JIETKO aJanTyBaTucs 10 3MiH y reimiuiei. Hanpuxman:
e JIOJaBaHHSA 3110HOCTEH,
e HOBI THITH 00’ €KTIB,
o HOBI IPaBUJIA B3AEMO/III.
5. IliaTpumMyBaHICTh

3/1aTHICTh PO3POOHHUKIB PO3YMITH, PO3LIMPIOBATA Ta MOAU(PIKYBATU CUCTEMY O€3 PU3UKY

BUHUKHEHHSI KPUTUYHUX TOMUIIOK.

6. MepexeBa y3roJkKeHICTh

VY GaraToKOpHCTYBalbKUX MPOEKTAX apXITEKTypa MOBUHHA FrapaHTyBaTH:
e CHUHXPOHHICTh CTaHIB,
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e KOPEKTHICTh peruTiKarii,
e CIPaBEIJIUBICTH IIPOBUX MPOIIECIB.

ba3oBi cTpyKTypHI piBHI IFPOBUX 3aCTOCYHKIB

TunoBuii iIrpoBHii 3aCTOCYHOK CKIIAJIAETHCS 3 KUIBKOX PIBHIB, KOKEH 3 IKUX MA€ CBOIO POJIb:

PiBenb BBOY

O06pobOka kepyBaHHA (KJ1aBiaTypa, MHIIIa, KOHTPOJIEPH, MOO1IBHI CEHCOPH).
JloriuHuii piBeHb

Mictuth npaBuia rpu, MiXko0’ €KTHY B3aeMOJit0, moBeAiHKy NPC.

PiBens ¢i3uku

Cumynsuisg pyxy, 31TKHEHb, CHJI, TPaBITalIli.

PenniepuHroBHii piBeHb

®opMyBaHHA rpapigyHOro Kaapy, podoTa 3 TEKCTypaMu, T€OMETPIEL0, CBITIOM.

PiBeHs maHuX 1 pecypciB
3aBaHTaXXEHHS MOJIeJIel, aHIMalllid, MaTepiaiiB, ay/110, KEITyBaHHS peCypCiB.
MepexeBuil piBEHb

[lepenada craHiB MixK KJIIIEHTOM 1 CEPBEPOM, aBTOPUTETHICTH, PEIUTIKAIis.

L1 piBH1 (DyHKIIIOHYIOTH Y paMKax €IMHOTO irpoBoro mukiy (Game Loop), sikuii 3abe3neuye

MTOCJIIIOBHICTh BUKOHAHHS BCIX €TaITiB Ta CTaJIICTh YaCTOTH KaJIpiB.
ApPXITEKTYpHI MATEPHU B IFPOBUX 3aCTOCYHKAX

VY po3po0ii irop MUPOKO 3aCTOCOBYIOTHCS TATEPHHU:

— Game Loop

OcHoBHUH 1TUKII 0OPOOKHU CTaHIB.

— Entity-Component-System (ECS)

bazoBa mapanurma ajis CTBOPEHHS THYYKHUX ITPOBUX CTPYKTYD.

— Observer / Event Bus
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3abe3neuye 0OMiH MOAISIMHA MI>K CUCTEMaMHU.

— State Pattern

Peanizaris ctaniB 00’ €KTIB (HAIPUKIaA, «OTTYIICHUI, KIIPUCKOPEHUI).

— Data-driven Architecture

Jlorika 3a/1a€Tbcs JAaHUMHU, @ HE KOJOM — KPUTHYHO BAXJIUBO IS BEJIMKHUX irop.

3acTocyBaHHS TaKUX MATEPHIB 3a0e31euy€e BUCOKY aIallTUBHICTh, IOBTOPHE BUKOPUCTAHHS

KOMITOHEHTIB Ta MacIITadOBaHICTh.
ApXITEKTypa IrPOBUX 3aCTOCYHKIB SIK CHCTEMA PEATBHOTO Yacy

IrpoBi cucTemu MmparoTh 3a JKOPCTKUMU YacoBUMU oOMexxkeHHs MU (16—33 Mc Ha kanp),

TOMY apXITEKTypa MOBUHHA:

M1HIMI3yBaTH KUIbKICTh OJIOKYIOUUX OIepalii;

MIATPUMYBATH 0araToMOTOYHICTD;

ontumizyBatu Bukopuctanus CPU/GPU;

130JII0BaTH BaXKKl 0OYMCIIEHHS Yy (POHOBI 3a/1aul.
CTpyKTYypHO 1I€ peaii3yeTbcs Yepes:

« task-graph,

« pipeline-cucremu,

¢ ACHHXPOHHE 3aBaHTAXEHHS PECYPCIB,

o KEILIyBaHHS.

TeopeTnyHi OCHOBM apXITEKTypH IIPOBHUX 3aCTOCYHKIB (QopMyloTh 0a3y s
MIPOEKTYBAHHS, aHaJl3y Ta MOJAJBIIOTO BIOCKOHAJIEHHS ITPOBUX CHUCTEM. ApXITEKTypa
BHU3HAYA€ MPOTYKTUBHICTh, MACIITA0OBAHICTh TA MIATPUMYBAHICTh TP, a TAKOX PIBEHb ii
aJIalTUBHOCTI 710 3MiH rerMiuieto. Came TOMy BOHA € KIFOYOBHM aCIEKTOM MPOrPaMHOTO

3a0e3ne4eHHs] B KOHTEKCTI PO3POOKH Cy4acCHUX IHTEPAKTUBHUX 3aCTOCYHKIB.
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1.2 OcobauBocTi apXiTeKTypH irpoBHUX pyuiiB

IrpoBi pymnii BHUCTYMAalOTh ICHTPATBHUM €IEMEHTOM TIPOIECY PO3POOKH
IHTEPaKTUBHHX 3aCTOCYHKIB, 3a0€3MeUy0UH PO3POOHUKIB TOTOBOIO 1H(OPACTPYKTYPOIO JIJIst
noOy/I0BU CKJIaJHUX CHCTEM y pealibHOMY 4aci. Ha BiiMiHY BiJ TpagullifHUX MPOrpaMHUX
maTdopM, IrpoBi pyIIii MOBUHHI OJHOYACHO 3a0€3MedyBaTH MPOyKTUBHICTh, THYYKICTh,
PO3IIMPIOBAHICTh 1 KPOCIIAT(POPMEHICTh, 10 MNPEa SBIsS€ OCOONMBI BUMOTH 10 iXHBOI

apXITEKTYpH.

Oco0MMBOCTI apXITEKTypu ITPOBUX PYIIiiB (HOPMYIOTbCA Ha MEPETUHI KITBKOX
rajyseil: kKomm’iorepHoi rpadiku, imkeHepii [I3, cucremMHOro mnporpaMmyBaHHS,
napajeiabHUX OOYHMCICHh Ta PO3POOKH 1rpoBoi Jioriku. Hukye HaBeJEeHO OCHOBHI

CTPYKTYpHI Ta QYHKI[IOHAIbHI XapaKTePUCTUKH, 1110 BUSHAYAIOTh Cy4acH1 pyIIii.
bararopiBHeBa CTpyKTypa Ta po3MOALIT BIANOBIIAIbHOCTEN

CyvacHuil irpoBuil pyIriii mMae OaraTOpPIBHEBY apXiTEKTypy, Yy SKiM KOXKEH Iiap
BUKOHY€ OKpeMi (PYHKIIi Ta B3aeMOJi€ 3 1HIIMMHU 4yepe3 cranigaptu3oBaHi API. Tumosa

CTPYKTypa BKIIIOYAE:
1. HuspkopiBHEBHI CHCTEMHUI piBEHb
MicTuTh MOAYJIL JIJIS:

o yIpaBJIiHHSA NaM’ SATTIO,

e PpOOOTH 3 MOTOKAMH,

o (aiioBOi cUCTEMH,

e MEPEKEBUX COKETIB,

o aOcTpakiii amapaTHOTo 3a0e3MeUYeHHS.

Ile#t piBeHb 3abe3nedye cTabUIBHY POOOTY PYIIis HA PI3HUX OMEpAIIHHUX CHUCTEMax 1

MPUCTPOSX, YHUKAIOUH 3aJI€KHOCTI Bij minaTdopmocnenndiuanx APIL.
2. I[lincucremu cepeHBOTO PiBHS
PeanizytoTh OCHOBHI MOJIUBOCTI PYIIIS:

e peHAepUHT 1 TpadiuHMil TalTIIaliH,
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o (iI3UUHUHN Py,

e aHIMAaIlliiHI CUCTEMH,
e AyJIOMPOIIECIHT,

o Al-dpeitmBopku,

e HaBITaIliHI CUCTEMHU,
e MEHEIKEPH PEeCypcCiB.

Koxxna mizcucrema po3po0iseThes 1307b0BAHO Ta MAa€ BJIACHI CTPYKTYpH JaHUX 1

Me€XaHI13MH onTUMI3ali.
3. BucokopiBHeBuU# IrpOBUii PIBEHb
3abe3neuye:

cucteMy KomrnoHeHtiB abo ECS,

00’ €KTHO-OPIEHTOBAHY MOJIEJb ITPOBOI JIOTIKH,

scripting-cuctemu (Blueprint, Lua, C#, Python),

JIOT1KY TIOBEJIIHKU TIEPCOHAXIB.

Lle#t map B3aeMoji€ 3 TU3aHEPCHKUMHU IHCTPYMEHTAMHU Ta O€3MOCEPEHBO MIATPUMYE

PO3pOOKY TeUMILIEIO.
4. PiBeHb IHCTPYMEHTIB Ta PEJAKTOPIB
Bxuirouae:

pEeaKTop PiBHIB,

aHIMalliHI peJaKkTopH,

peIaKkTop MaTepialiB,

npoddaiinepu TpPOyKTUBHOCTI,

peaakTopu noBeaiHKY (Hanpukiaa, Behavior Trees).

Bin € yacTmHOI0O apXiTEeKTypu pyIlis, OCKIIbKM BHKOpUCTOBYE Ti cami API Ta

MIJICUCTEMHU, 1110 U runtime-cepeoBUIIIE.
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Moy nbHICTb Ta MJIAriHHA apXITEKTypa

OpHi€l0 3 OCHOBHUX BHMOTI JIO CYYaCHOIO pYIIis € MOJIMBICTh PO3IMIMPEHHS HOTO

¢byHKIioHaTREHOCTI 0€3 3MiHu sjpa. Lle mocsraeThes 3a paxyHOK:
e  MOJYJBHOI CTPYKTYPH,
e MOXKJIMBOCTI ITIIKIIOYCHHS IUIAriHIB,
e UITKUX KOHTPAKTIB MK MiJICHCTEMaMH,
« crabinpHuX iHTEpdeiiciB APL.
IInarigHa cucremMa J103BOJISE:
e 1HTErpyBaTH HOBI CUCTEMH PEHACPHUHTY,
e JI0AaBaTH cnenu(IyHl IHCTPYMEHTH,
e 3aMiHIOBATH a00 MEPEeBU3HAYATH MOBEIIHKY 0a30BHUX MOJYJIIB.

VY pyuni Unreal Engine, Hanpuknan, Oynb-sika MmijicicTeMa Moke OyTH BUHECEHA B

OKpEMHU MOJyJIb, 110 A€ 3MOTY a/IallTyBaTH PYILiN MiJ KOHKPETHUHN HPOEKT.
KommnonentHa ta ECS-Mozens no0y10BU IrpoBUX 00’ €KTIB
CyuacHi py1Iii IpaKTUYHO MTOBCIOIHO 3aCTOCOBYIOTh:
¢ KOMIIOHEHTHO-OpieHTOBaHy apxiTekrypy (Component-Based Architecture)
« a60 Entity-Component-System (ECS).
L1 miaxoaum 7O3BOISIOTE:

YHUKATH CKJIQJIHUX 1€papXiil yCcraaKyBaHHS,

o KOMOIHYBaTH MOBEJIIHKY 32 paXyHOK KOMIO3HIIi,
e TMIJBUIIYBATH MOBTOPHE BUKOPUCTAHHS JIOTIKH,

e 3MEHILYBAaTH PiBEHb 3B A3aHOCTI,

e IIJICHIFOBATU MACIITA00BAHICTb.

ECS-Monens Mae 0co0IMBO BUCOKY MPOAYKTUBHICTD 3aB/SKHA ONTUMI30BaHii poOOTI 3
mam’sITTIO Ta MiATPUMII MACUBHOI Mapasenizallii — 110 aKTyaJIbHO JIJIsi CUMYJISLIIT BETUKOT

KUJIBKOCTI 00’ €KTIB.
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[TapanenbHiCTh, ACHHXPOHHICTD 1 ONTHUMI3aIlis
IrpoBi pyii € cucreMamMu peajabHOTO Yacy, TOMY iX apXiTeKTypa akKTUBHO BUKOPHUCTOBYE:
o 0araToOIOTOYHICTD,
« task-graph moxemi,
o SIMD-omnepariii,
o GPU-napanemnizaitiro,
e ACHMHXPOHHE 3aBaHTAXCHHS PECYPCiB,
e CTPIMIHT JaHUX.
[TapanenprHa 00poOKa BUKOPHUCTOBYETHCS JIJIS:
o (13MYHUX PO3pPaXyHKIB,
e CHCTEM YaCTHUHOK,
e HaBITaAIIMHUX OOYHCIICHD,
o aHIMamiitHuX rpadis,
e TMIATOTOBKHU PEHICP-TIAKETIB.

ApXITeKTypa pylilisi HOBUHHA FapaHTYBATH, L0 BCI 11 MPOLECH MPALIOIOTh MOCIII0BHO

Ta CHHXPOHI30BaHO B paMKaX €MHOTO IrPOBOTO IHKITY.
['padiunmii maiinnaitn Ta paHTaiM-Bi3yasi3aris
I'padiyna migcucTeMa € OHI€I0 3 HANCKIAAHININX YaCTHH pyIis. i apXiTekTypa BKIIOUaE:
¢ CHCTEMY Marepiaiis,
e IICUIACPHUU MANTLIANH,
o ympaBiiHH#A piBHsAMHU AeTtanizauii (LOD),
e JMHAMIYHE OCBITJIEHHS,
« rio0OansHe ocBiTieHHs (GI),
e CHCTEMHU TIHEH,

e TOCTOOPOOKY,
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po6oty 3 GPU Ta API (DirectX, Vulkan, Metal).

Cyuachi pyurii, Taki sk UES, BOpoBaKyrOTh 1HHOBALIHI apXITEKTypHI pIlICHHS:

Nanite, Lumen, Virtual Shadow Maps, 1110 3MiHIOIOTh TPaaUIliAHI TIAXOAN 10 30epiraHHs

reoMeTpii Ta OCBITJICHHS.

[Tincucrema pecypciB (Asset Management)

Pymiii nmpariroroTh 3 BEJIMKOIO KUTBKICTIO PECYPCiB:

MoJieni,
aHIMalii,
TEKCTYPH,
3BYKH,
CKPHIITH,

PIBHI.

ApXiTeKTypa MMOBUHHA 3a0€31eUyBaTH:

[le 0co0aMBO BaXIJIUBO y BIJKPUTUX CBITaX 1 BUCOKOIIOJIITOHAIBLHUX CIICHAX.

e()eKTUBHE KEIIyBaHHS,

CTPIMIHTOBE 3aBaHTaKCHHSI,

B1JCTEKCHHS 3aJIC)KHOCTEH,

aBTOMaTH4HE BUBUIbHEHHS mam’ Tl (GC),

KOMMUIAIIIO IIEeAepiB 1 MaTepialiiB Y (POHOBOMY pExKUMI.

MepexeBi MOKJIMBOCTI Ta MYJIbTUILIICED

MepexeBa apXiTeKTypa pyllisi HOBUHHA NIATPUMYBATH:

KIIIEHT—CEPBEPHY MOJICTIb,
CHHXPOHI3aIIII0 CTaHIB Yepe3 pPeIuIiKailito,
KOMIIPECIIO ITaKeTIB,

KOMITeHcalio 3aTpuMok (lag compensation),

18



« TPOTrHO3yBaHHA KiieHTa (client prediction),
e ABTOPHUTETHICTH cepBepa (server authority).

Ile ckimagHa YacTWHA apXITEKTYpH, sIKA BU3HAYA€ MOXKIJIUBICTH BHUKOPUCTAHHS PYIIiS y

0araTOKOpUCTYBAI[bKUX Irpax.
Scripting Ta Bi3yajabHI CUCTEMU
CyuacHi py1ii BKIIOYaKTh scripting-miaTdhopMu:
o Blueprint (Unreal Engine),
o Lua (CryEngine),
o C# (Unity),
o Python API.

CkpunT# 103BOJISIIOTH 3MIHIOBAaTH MOBEMIHKY Tpu 0€3 MEepeKOMITUISIII Ta HaJlaloTh
PO3pOOHMKAM MOXKJIMBICTh HIBUAKOTO MPOTOTUITYBAaHHA. ApXITEKTypa pylIisl MOBHHHA

3a0e3nedyBaT KOMyHiKalito Mixk C++ g1pom Ta scripting-1apom.

Oco06MBOCTI apXITEKTypH ITPOBUX PYIIiB BUZHAYAIOTH iXHIO 3AaTHICTh MIATPUMYBATH
CKJIQJ[H1 IHTEPAKTUBHI CUCTEMU, 3a0€3MeUyBaTh BUCOKY MPOTYKTUBHICTh Ta aanTyBaTUCS
no motped mpoekty. bararopiBHeBa CTpyKTypa, MOJIYJIBbHICTb, KOMIOHEHTHHM MiIX1],
MOTY>KHI TpadiyHl Ta MEpPEXKeBl MiACUCTEMH (POPMYIOTh OCHOBY JJISI CTBOPEHHS Cy4acCHHUX
ITpOBUX 3aCTOCYHKIB. E(heKTHBHE BUKOPUCTAHHS ITUX MOXKJIMBOCTEH HANpSAMY BIUIMBA€E Ha

AKICTh KIHIIEBOTO MPOAYKTY 1 BU3HAYAE apXITEKTYPHY IHYUYKICTh Ta MACIITA0OBAHICTh TPU.

1.3  Amnauni3 apxitekrypu pyuisi Unreal Engine S

Unreal Engine 5 (UE5) € ogauM i3 Haiicy4acHIIIMX ITpOBUX PYIIIiB, apXiTEKTypa
AKOTO TO€AHYE€ BHUCOKMM pIBEHb MPOAYKTUBHOCTI, MOJYJIBHICTh, THYUYKICTh 1
PO3IIMPIOBaHICTh. Pytiit po3poOnenuii kommaniero Epic Games Ta MO3UIIOHYEThCS SIK
yHIBepcasbHa miatdopma Jjisi CTBOPEHHSI MPOEKTIB PI3HOT CKIATHOCTI: Bl MOOUIBHUX 1TOP
00 BHCOKOOWKeTHUX AAA-tuTyniB, VR-cucrem, cuMynsSTOpiB Ta HaBYaJIbHUX

3aCTOCYHKIB.
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VY upomy miapo3aini 3aiicHIOEThCs aHani3 apxitektypu UES sik npukinaay cy4acHOTo
IrPOBOrO PpYIIis, IO BIJAMOBIIA€E BUMOTaM I1HXKEHEpii MpOrpaMHOro 3a0e3MEeUeHHS Ta

703BOJISIE €PEKTUBHO pPeali30BYBaTH MacIITa00BaHI iIrPOB1 CHCTEMH.
ApxitextypHa dinocodist Unreal Engine 5

UES po3po0bmsieThest Ha OCHOBI KITBKOX KIFOYOBUX MPUHITUIIIB:

00’ €KTHO-OpPIEHTOBAaHA apXITEKTypa 3 MIATPUMKOI KOMIIOHEHTHOI MOJIEIIL,
MOJIYJIbHICTb 1 TUTATiHHICTh YCIX MiJICUCTEM PYIIis,

PO3LIMPIOBAHICTh HA BCIX PIBHAX (BIJ siApa J0 pEAaKTOpa),

data-driven miaxiz 0 KepyBaHHS MOBEAIHKOIO 00’ €KTIB,

BHCOKa MPOAyKTUBHICTH 3aBaAsku HOBUM GPU Ta CPU TexHoorisamMm,
KpOCIUIaTQOPMEHICTD JUIs IIUPOKOTO CIEKTPY MPUCTPOIB,

IHTErpallisi IHCTPYMEHTIB CTBOPEHHSI KOHTEHTY B apXITEKTYpY pPYILis.

i npunnunu GopMyr0Th OCHOBY JIJISl TOOY/TIOBU CKJIAJIHUX ITPOBHUX 3aCTOCYHKIB, 3IaTHUX

110 TPUBAJIOTO PO3BUTKY.

MonynbHa Ta miariHHa CTpyKTypa

UES peanizoBaHo sik HaOIp MOJyJIiB, KOKEH 3 SIKUX BIAMOBIJIAE 32 OKPEMY ITIJICUCTEMY:
PEHIEPHHT,

bi3uka,

3BYK,

aHiMaIlis,

Mepexa,

Al
PEMAKTOPCHKI IHCTPYMEHTH,
YIpPAaBIIHHS pecypcamu,

irpoBuii (hperiMBOPK.
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Koxen moayss npeacraBienuit okpeMoro 360ipkoro (C++ module), o 1o3Bosnse:
BIJIKJTIOYATH HEMOTPIOHI MACUCTEMU,

CTBOPIOBATH KaCTOMHI MOy,

PO3IIMPIOBATH PENAKTOD,

IHTEeTrpyBaTH 30BHIIIHI IJIAr1HU.

Apxitexktypuuii miaxig UES no3Bosise po3noaiisaTa GyHKI[IOHATbHI OJIOKH MK KOMaHIaMHU

PO3pOOHUKIB 1 3a0€3Meuye YITKUNA PO3IOIiT BIIIOBIIAIbBHOCTEH.
O0’€eKTHO-OpIEHTOBAHA MOJIENb 1 CHCTEMA AKTOPIB

OcHoBHO1O ouHuUIEt0 irpoBoi Jioriku B UES € Actor — 00’€KT, 1110 iCHY€ B iIrpOBOMY CBITI.

Horo dyHKIiOHATBHICTE GOPMYETHCS 33 JOOMOTOIO:

komnoHeHTiB (Scene Components, Collision Components, Movement Components),
Blueprints (Bi3yanbHa jorika),

C++ knaciB.

UES BukopuctoBye riopuany cucremy OCM + KOMIIOHEHTHY MOJEIIb, Y SIKIM:

caMm Actor € KOHTEHHEPOM,

KOMITOHEHTH OMUCYIOTh (PYHKI[IOHAJIbHI ACTIEKTH,

JIoTiKa MOXKe OyTH pO3Mo/ilyieHa MK HUMHU 200 BUHECEHA Y CUCTEMHI MOIYJII.

Le 3a0e3nedye NOBHY FHYUYKICTh IPU CTBOPEHH1 00’ €KTHO1 CTPYKTYPH T'PH.
Gameplay Framework — apxiTexTypHuii piBeHb JJIs1 IpOBOT JIOT1KH

UES MicTuth po3BUHEHUH IrpoBUil (PpelMBOpPK, SIKMIl BU3HAYA€ apXITEKTYpy MOBEAIHKU

ITPOBUX CUCTEM:

GameMode — mpaBuia rpu,

GameState — 3aransHMi cTaH cecii,
PlayerController — norika BBoAy/KepyBaHHs,

PlayerState — ctan rpabii,
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Pawn/Character — 00’exTu KepyBaHHS,
HUD/UI cuctemu — BioOpakeHHs CTaHy.

Takuii hpeiiMBOpK 3a0e3euy€e CTPYKTYPOBAHICTD 1 Mepe0adyBaHIiCTh TOBEAIHKH iTPOBO1

JIOT1KH, III0 KPUTHUYHO JIJII MacIITaOOBaHOCTI.
Pengepunr i rpadiunuii namnnainx

Onniero 3 kmouoBux ocobnupocteit UES e BmpoBamxkenHs Nanite Ta Lumen — HOBUX

CUCTEM PCHJICPUHTY:
Nanite

BIpTyaJli30BaHa reoMeTpis,

aBTOMAaTH4YHA ONTHUMI3arlis piBHIB Aetanizarii (LOD),

MO>KJIMBICTh BUKOPUCTAHHS M1JIbHOHIB MOJIITOHIB Y pealbHOMY Yaci,
onTuMi3oBaHui noctyn Ao mam’sati Ta GPU.

Lumen

JWHAMIYHE TII00aIbHE OCBITIICHHS,

peanicTU4HI BiIOOpaKeHHS,

MO>KJIMBICTh 3MIHIOBATH T€OMETPIIO CLIEHH I1J] Yac IpH,

3HIDKCHHS TOTpeOu y cTaTuaHux lightmap.

{1 TeXHOJOTIi BIUIMBAIOTh HA apXITEKTYpY IIPOBUX 3aCTOCYHKIB — 30KpEMa, CHpPOIIYIOTh
nmauriaaiH 1 JO03BOJISIIOTH CTBOPIOBATH JIMHAMIYHUNA KOHTEHT 0€3 3HA4YyHOI pPYy4HOI

ONTUMI3AIII].
[Tincucrema dizuku: Chaos Physics

Chaos — ue wHartuBHumid (izuynuit  pyund  UES, wmo 3aminuB  PhysX.

ApXITEeKTypHI 0COOIUBOCTI:
MOJyJIbHA CTPYKTYpa,
HiATPUMKA JECTPYKIIii, TKAHWUH, PIJIUH,

napaJjCjibHEC BUKOHAHHS O6‘II/ICJ'ICHB,
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MIATPUMKA CKIIATHUX CUMYJISIIIN TSI BEJIMKUX CIICH.

Chaos iHTerpyerthcs 3 gameplay-framework 1 koMroHeHTamMu pyXxy, 1110 103BOJIsIE Oy AyBaTH

pealliCTUYHI CUCTEMHU B3a€MOJII B T'pi.
Amnimartiitna cuctema ta Control Rig

UES nanae 3acobu nporieypHoi aHiMaItii:
Control Rig,

Full Body IK,

Motion Warping,

aHiMalliiiHi rpadu.

ApXITeKTypa aHIMallli MOBHICTIO MOJYJIbHA Ta JI03BOJIIE€ MOEJHYBAaTH KIIOYOBI KaApH,

¢b13uKy Ta nponeaypHi 0OUUCICHHS.

Al Subsystem

[ tyunwnii inTenekT y UES peanizoBaHo yepes KiIbKa IMiJICUCTEM:

Behavior Trees,

Environment Query System (EQS),

NavMesh 1 NavigationSystem,

AlController.

Ile mo3Boisie cTBoproBatH ckiaaaHy noeAiHnky NPC 0e3 nyOsroBaHHS JIOT1KHU.
MepexeBa apxiTeKTypa Ta peruIiKaris

UES BUKOPHUCTOBYE KIIIEHT—CEPBEPHY aPXITEKTYPY 3 YITKUM MPIOPUTETOM aBTOPUTETHOCTI
cepsepa.

OCHOBHI MEXaHI3MU:

peIUTiKaIlis BIaCTHBOCTEH,

RPC-Bukiuku,

MepexeBl onTuMi3atiii (cepiamisaiis, delta-komrpecis),

KOPEKILisl MPOTHO3YBAHHS KJIIEHTA.
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ApxiTekTypa moOynoBaHa Tak, 110 Oyabp-sfiKka irpoBa MexaHika MO)Xe OyTH CTBOpEHa 3

ypaxyBaHHSM MYJbTHUILIEEPA 3 MIHIMAIIbBHUMH JIOAATKOBUMU 3MiHAMHU.

Scripting Ta BizyanbHa jorika (Blueprints)

Blueprint — 11e moBHOIIIHHA scripting-ruiargopma, iIHTErpOBaHa Y apXiTeKTYpy PYIIis.
Oco0nuBocTi:

peaizalis Joriku 6e3 kommnuaii C++ koxuy,

[I011€Ba MOJEIIb,

1HKAICYJIA11 MOBEAIHKY Y By31ax,

MO>KJIMBICTh CTBOPIOBATH BiacH1 (GyHKIIIT Ta KOMIIOHEHTH,

MiTPUMKa HATUBHOI iHTEerparii 3 C++.

Oco6muBicth UES — mnporpamyBanHs Ha Blueprint € 4acTuHOIO apXiTeKTypu, a HeE

HaJ10y10BOIO.

Gameplay Ability System sik okpema apXiTeKTypHa IiJIcucTeMa
Oco061BO BaXXIIMBOIO U1 MaricTepchkoi poootu € GAS, sika:
1HKAICYJIIO€ JIOTIKY 3/110HOCTEH,

peanizye data-driven miaxin,

3abe3mnedye MacimTabyBaHHs MEXaHIK,

niarpumye multiplayer 1 pemikarito,

JT03BOJISIE BIOKPEMUTH JIOTIKY BiJ 00’ €KTIB.

GAS noBHicTIO 1HTETpY€eThea B apxitekTypy UES Ta BUCTymae npukiazoM MOAYIbHOL Ta

PO3LIMPIOBAHOT apXITEKTYPHOI CUCTEMH.

Amnani3 apxitektypu Unreal Engine 5 1eMOHCTpye, 1110 11€ OJIMH 13 HAHPO3BUHEHIIINX
PYILIIiB Cy4acHOCTI, SIKMI MO€AHY€E MOAYJIbHY Oy/l0BY, KOMIOHEHTHH miaxia, data-driven
apXITeKTypy Ta iHHOBaUIWHI rpadiuni i ¢izuyHi Texnonorii. UES 3a0e3neuye BUCOKUU
pPIBEHb THYYKOCTI Ta MAacIITab0OBAaHOCTI, IO J03BOJsiE €()EKTUBHO PO3POOISTH 1rpOBi

3aCTOCYHKHM PI3HOTO piBHA cKkiagHocTl. CTpyKTypa pyunis, HOro MOAYJBHICTh Ta
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IHCTPYMEHTH CTBOPIOIOTH CHPHUSTIMBE CEPENOBUILE IS peai3allii 3ampornoHOBAHOI Y

JaHii poOOTI METOIMKHY BJIOCKOHAJICHHS apXITEKTYPH ITPOBUX CHCTEM.

BucHoBok

Y mepmomMy po3auii Oyi0 MpOBEACHO KOMIUIEKCHHMI aHali3 TEOPETUYHHX 3acaj
noOy/IOBU apXITEKTypu ITPOBHUX 3aCTOCYHKIB, OCOOJMBOCTEH apXiTEKTypH Cy4acHHUX
ITpOBUX PYIIIiB Ta CTPYKTYpHUX NPUHLMIIB, 3akiageHux B ocHoBy Unreal Engine 5.
31ilicHEHe OCIIHKEHHS J03BOJMWIO CHOPMYBATH CUCTEMHE YSIBJIEHHS PO apXITEKTypy
1Irop SIK raly3b 1IHXEHEp1i IPOrpaMHOro 3a0e3MeUeHHs Ta BUBHAYNUTHU KIIFOYOB1 BUMOTH, K1
MTOBMHHI BUKOHYBATHUCS JIJIs1 CTBOPEHHS MaCIITA0OBAHMX, THYUKHX 1 IPOYKTUBHUX ITPOBHUX

CHUCTCM.

VY migpozaini 1.1 po3risiHyTo (yHIAaMEHTAIbHI NPUHUMUIIM apXITEKTYpH ITPOBUX
3aCTOCYHKIB, Takl $IK MOJYJBHICTh, MacIITa0OBaHICTb, THYYKICTb, MPOJIYKTHUBHICTD,
MIATPUMYBAHICTh T4 MEPEXKEBA Y3TrOKEHICTh. byJo mpoaHami30BaHO THUIOBI CTPYKTYpPHI
piBHI IpOBOi CHUCTEMH — BiJ BBOJY KOpPHUCTyBada Ta JIOTIKM B3aeMOil 110 (i3ukw,
PEHICPUHTY Ta MEPEKEBUX MEXaH13MiB. Takok OMHCaHO KITIOYOBI apXiTEKTYypHI MAaTEPHH,
110 3aCTOCOBYIOTHCA Y p0o3po0iil irop, BkirouHo 3 Game Loop, ECS, Observer Ta data-driven
miaxoaoM. 1le 103BonI0 BUBHAYUTH 3arajibHl 3aKOHOMIPHOCTI Ta 1HXKEHEPH1 MiAX0IU 10

MoOYyJOBU apXITEKTYPH ITPOBUX MPOEKTIB.

VY miapo3ain 1.2 6yno JOCHiIKEHO OCOOIMBOCTI apXITEKTypH ITPOBHX PYUIIiB SIK
yHiBepcaibHUX MiIargopm po3pobku. OcobiuBy yBary NpuUIUIEHO OaraTopiBHEBIN
CTPYKTYpl pyIIisi, MOJIYJbHOCTI, KOMIOHEHTHOMY TMIJXOAY, CHCTEMaM YyIIpaBJIiHHS
pecypcaMu, ATPUMIII apaielbHUX 009nCcIeHb, TpadiuHoMy Ta (i3UIHOMY TalTUIaiHAM,
MEpEeKEBUM MOXIJIMBOCTSM 1 scripting-cepeoBuiaM. AHali3 MoOKa3aB, 0 apXiTEKTypa
pyuriss Mae 3a0e3neyyBaTH BHCOKY INPOJYKTHUBHICTH Ta PO3LIMPIOBAHICTh, OAHOYACHO
3aJUIIAI0YNCh Y3TOKEHOIO 3 JHU3alHEPChKUMU 1HCTPYMEHTAMHM, SIKI T€XK € YaCTUHOIO

3arajbHOI apXITEKTYpPH.

VY migposaini 1.3 mpoBeneno netanbHui aHani3 apxitekrypu Unreal Engine 5 sx

OJIHOTO 3 HalCyyacHIIMX 1 HAMUMOTYXHIMMX pyuiB. Po3risHyTo HOro MoaylibHY
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CTPYKTYpPY, KOMIIOHEHTHO-Opi€HTOBaHy Mojenb, Gameplay Framework, iHHOBaIliiiHi
rpadiuni TexHosorii Nanite 1 Lumen, ¢izuuny cucremy Chaos, 3acobu cTBOpeHHS aHIMallii,
MiCUCTEMU IITYYHOTO 1HTENEKTY Ta MEpekeBl MexaHi3MH periikamii. Okpemo
nigkpecieHo 3HadeHHs Gameplay Ability System sk apXiTeKTypHOro siipa ajisi mo0y10BU
MacmTaboBaHux irpoBux mexanik. Ananiz UES mokasas, mo mei pymiii 3a0e3nedye Bci

HEoOX1/IHI TeXHIUHI IEPeIyMOBH I peatizallii 3aCTOCYHKIB BUCOKOTO PiBHS CKIIQIHOCTI.

[TizcymoByr04M, mepmuii po3aur chopMyBaB TEOPETUUYHUM 1 METOIOJIOTTYHUIN
byHAaAMEHT IS MOJAIBIIOTO JAOCTiKeHHs. Ha #loro oCHOBI y HAaCTYIMHUX po3fiiax Oyme
pO3pO0JIeHO Ta OOIPYHTOBAHO METOJIUKY BJIOCKOHAJEHHS apXITEKTYypHU IrPOBOIO
3aCTOCYHKY, OpI€HTOBaHy Ha MIJBUILECHHS MOAYJBHOCTI, MAacIITa0OBAaHOCTI Ta
MIATPUMYBAHOCTI 32 JOMOMOTOI0 apxiTeKTypHuX MoxiuBoctet Unreal Engine 5 Ta

Gameplay Ability System.
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PO3/ILI 2

METOIHUKA BJOCKOHAJIEHHA APXITEKTYPH IT'POBOI'O
3ACTOCYHKY HA PYIII UNREAL ENGINE 5

2.1 Bumoru 10 MacmiTaGoBaHOI apXiTEKTYPH irPOBOr0 3aCTOCYHKY

Po3poOka cydacHMX ITpOBUX 3aCTOCYHKIB XapaKTepU3YEThCS BHCOKHM pPIBHEM
CKJIQJTHOCT1, IIO0 3YMOBJIEHO 3pPOCTAIOYMMH BUMOTAaMH 10 (PYHKLIOHAIBHOCTI, Ipadiku,
IHTEPaKTUBHOCTI Ta MIATPUMKH OaraTOKOPHUCTYBAaLIbKUX pEXUMIB. Y TaKUX YMOBAax
KJIFOYOBOI'O 3HaUEHHS HaOyBae MacIITaOOBAHICTh apXITEKTYPH ITPOBOTO 3aCTOCYHKY, sIKa
BHU3HAYAE 3JaTHICTh CUCTEMH JI0 PO3LIUPEHHSI, aIaNTalll] Ta JOBFOCTPOKOBOI MIATPUMKH 0€3

CYTTEBOI0 YCKJIQHEHHS CTPYKTYPH YU MOTIPUIEHHS CTa0LIBHOCTI.

[Tix MacmTaboOBaHICTIO ApXITEKTYPH ITPOBOT0 3aCTOCYHKY PO3YMIETHCS MOXKIIUBICTh
30UIBIIIEHHS KIJTBKOCTI ITPOBUX MEXaHIK, KOHTEHTY Ta CUCTEM B3aeMO/I1i 0€3 HeOOX1JHOCTI
MOBHOTO TMEPENPOEKTYBAHHS BXKE peaji3oBaHUX IMijicucTeM. MaciitaboBaHa apXiTeKTypa
MMOBWHHA 320€3MeYyBaTH THYYKE T0aBaHHs HOBIX MOYJTMBOCTEH, 3MEHIITYBaTH BILTHAB 3MiH

Ha ICHYIOYHUH KOJ Ta MiITPUMYBATH IUTICHICTh ITPOBOT JIOTIKH.
IToka3zHuku MacmITaboBaHOCTI

OmHUM 13 KITFOUYOBUX TTOKA3HHUKIB MaCIITA00OBAHOCTI € apXiTEeKTypHA THYUYKICTh, TOOTO
3MaTHICTb CHCTEMM pearyBaTM Ha 3MIHy BUMOT 13 MIHIMaJbHUMU CTPYKTYpPHUMHU
MoaudikamisiMU. Y KOHTEKCTI I'POBUX MPOEKTIB 11€ MPOSIBISIETHCS Y MOXKIIMBOCTI J0/IaBaTU
HOBI THIH MEPCOHAXKIB, 3/110HOCTEH, MpeAMETIB a00 30H B3aeMoii 0e3 TyOIFOBaHHS KOy

a00 MKOPCTKOI MPUB’A3KU JO KOHKPETHHUX peasti3alliil.

BaxnuBUM IMOKa3HMKOM TaKOX € CTIMKICTh JO 3pPOCTaHHS CKJIAIHOCTI, KOJH
30UIBIIICHHS KIJTBKOCTI IrPOBUX MEXaHIK HE MPU3BOIUTH JO0 EKCIIOHEHIIIMHOTO YCKIIaIHCHHS
noriku.  JIocsSTHEHHS ILOTO  MOXJMBE 32 YMOBH MPAaBWIBHOTO  PO3MOJLITY
BIJIMOBIIATLHOCTEN MIXK MIJCUCTEMaMH Ta YITKOTO JOTPUMAHHS apXITEKTYPHUX
MPUHITUIIIB.
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OxpeMo cCiii BUIUTUTH MacITabOBaHICTh KOMAHAM PO3POOKH, ke apXiTEeKTypa
MOBHUHHA OyTH 3p03yMIJIOI0 HE JIUIIIE 11 OTHOTO PO3POOHNUKA, a i AJIsl KOJIEKTUBHOI pOOOTH.
Yitka CTpyKTypa MiJCUCTEM, CTaHAApPTU30BaH1 iHTepdelcu Ta mependadyBaHl TOUKU

PO3LIUPEHHS 3HAYHO 3MEHIIYIOTh PU3HK MOMMJIOK MU MapajenbHiil po3poOri.
PosmmproBaHicTh Ta TiATPUMYBAHICTh

Po3mmproBaHicTh TICHO MMOB’sI3aHa 3 MIATPUMYBAHICTIO apXiTEKTYPHU, OCKUIIbKU OYIb-
SIK€ MacITabyBaHHS MPU3BOAUTH A0 HEOOX1THOCTI CyIPOBOHKCHHS BXKE ICHYIOUOTO KOTY.
ApXITeKTypa IrpoBOro 3aCTOCYHKY MOBHHHa 3a0e3MeuyBaTh MOMJIUBICTh PO3IIMPEHHS
¢dbyHKIiOHaTy 0€3 BHECEHHS 3MIH y BXe CTallIbHI yacTuHU cuctemu. lle ocobimBo
BAKJIMBO JJIA ITPOBUX MPOEKTIB, SKI PO3BUBAIOTHCA MPOTITOM TPHUBAJIOr0 4acy ado

nepea0avyaroTh MiCISPENi3Hy MATPUMKY.

[linTpUMyBaHICTh apXITEKTypH BU3HAYAETHCA YWUTAOENBHICTIO KOIYy, JOTIYHOIO
CTPYKTYPOBAHICTIO MIJICHCTEM Ta HASBHICTIO YITKUX MEX BIAMOBIAAIBHOCTI. BicyTHICTH
TaKOi CTPYKTYPH MPU3BOAUTH JI0 MOSIBU TAaK 3BAHOTO CHAreTi-KOAY, 10 YHEMOXIIUBIIIOE

e(eKTUBHE MaclITa0yBaHHS Ta 3HAYHO YCKJIAHIOE BHECEHHSI 3MiH.

Jliist 3a6e3nedeHHsT BUCOKOT MIATPUMYBAHOCTI HEOOXIHO BITOKPEMIIIOBATU ITPOBY
JOTIKY BiA 3aco0iB 11 peamizaifii, MIHIMI3yIOUM MOpSAMI 3aJ€KHOCTI MK OKPEMUMHU
MoxyisiMu. Takuil miAXia [dae 3MOTY 3MIHIOBaTH a00 JOOMpalbOBYBaTH OKpeMi

KOMITOHEHTH 0€3 MOpYyIIeHHS] pOOOTH BCI€l CUCTEMH.
MiHiMmi3alisi Mi>KMOTYJIBHUX 3aJIEXKHOCTEH

OpHi€10 3 OCHOBHUX BUMOT JI0 MacIITa0OBaHOT apXITEKTYPH € 3MEHIIEHHS JKOPCTKUX
MDKMOAYJIBHUX 3QJIEKHOCTEH. Y BUIAJIKY, KOJIU MMiJICHCTEMH TICHO TOB’si3aH1 Mk c00010,
Oy/Ib-siKa 3MiHa B OJTHOMY MOJIyJIl MO>KE€ BUMAraTy KOPEKIIii B 1HIIHNX, 110 ICTOTHO M1ABHUIILY€E

PU3HUK TOMUJIOK 1 YCKIIQAHIOE PO3BUTOK 3aCTOCYHKY.

JIist irpoBUX 3aCTOCYHKIB II€ OCOOJMBO KPUTHUYHO, OCKUIBKM MEXaHIKA YacTo
B32€EMO/IIIOTh MK CO00I0: TIEPCOHAX] OTPUMYIOTh €(DEKTH, 3MIHIOIOTHCSI XapaKTEPUCTUKH,
aKTUBYIOThCS 3/10HOCTI Ta BiIOyBaeTbCcsd peaklis Ha TMOAIl B IrPOBOMY  CBITI.

MacmraboBaHa apxiTeKkTypa IMOBHHHA IependayaTd ciiadKe 3B’SI3yBaHHSA MiX TaKUMU
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MeXaHIKaMU, BUKOPHUCTOBYIOUH aOCTpaKTHI iHTepdeicH, Moa1€BI MEXaHI3MH Ta y3arajbHEHI

CTPYKTYPH JaHHX.

MiniMmizaliist 3aJIeKHOCTEH TaKOXK CHPHUsi€ TOBTOPHOMY BUKOPUCTAHHIO KOMIIOHEHTIB
IrPOBOi JIOTIKH, IIIO JIO3BOJISIE CTBOPIOBATH YHIBEpCAIbHI PIIICHHS JJI1 PI3HUX CIICHApIiB

irpoBOi B3aeMo/Iii 6e3 qyOmroBaHHS peatizallii.

VY nipo3aiii BU3BHaYE€HO OCHOBHI BUMOTH JI0 MaclITabOBAaHOI apXiTEKTypH irpOBOTO
3aCTOCYHKY, CepeJl SIKUX KIIOYOBUMH € THYUKICTh, PO3IIMPIOBAHICTh, MIATPUMYBAHICTh Ta
MIHIMI3aIlisl MDKMOJYJIBHUX 3ajeKHOCTEH. JIOTpUMaHHS IIMX BUMOT J03BOJISIE CTBOPUTH
apxiTeKTypy, 3/4aTHy €(QEeKTHBHO aJanTyBaTUCS JO 3pPOCTaHHS CKJIAJHOCTI I1rpPOBOTO
MPOEKTY Ta CHPOIIYE MOJATBIINN PO3BUTOK 1 CynpoBig cucteMu. OTpUMaHi MOJOKEHHS
CIIYTYIOTh TE€OPETHYHOIO OCHOBOIO JJii ()OpMYBAaHHS MOAYJBHOI apXiTEKTypu Ta BUOOPY

IHCTPYMEHTIB 11 peaiizailii, 1o Oye po3riasHyTO B HACTYITHUX MIAPO3/I1IaX.

2.2 IIpuHnunu noOy10BM MOAYJIbHOI APXITEKTYpH

MonynbHa apxiTeKTypa — 1€ MIAXig A0 MOOYyJIOBHM CHUCTEMHM, 3a SKOro ii
(YHKIIOHATBHICTh PO30MBAETHCS HA AaBTOHOMHI (200 ciabo3anexHl) MOAYNl 3 YITKO
BU3HAUECHUMH 1HTEepdericaMu. B KOHTEKCTI IrpOBHX 3aCTOCYHKIB, 1 0COOJIMBO MpU poOOTI Ha
pyuiii Unreal Engine 5, MOIybHICTB TO3BOJISIE PO3MOAUIATA POOOTY MiXK CIEI1ali30BaHUMHU
KOMaHJIaMH, CIIPOITY€E TECTYBaHHS, MPUIIBUIIIYE POMTUPEHHS MPOEKTY 1 3HUKYE PUSUKU
perpeciii mpyu MojepHizalii cucteM. Hrkdue HaBeeHI KIIFOUOBI MPUHITUIIN Ta MPAKTHKU

MoOy/I0BU MOYJILHOT apXiTEKTypH, aJIallTOBaHI MiJ 0COOIUBOCTI iIrpOBOT PO3POOKH.
2.2.1. Po3moais BiAnoBiaaJdbHOCTEN MIK MiICHCTEMaM#

Cytb nmpunuumny. Koxen Monynas abo mificucTeMa MOBHHHI MaTH YiTKO BU3HAUEHY
cdepy BIANOBIIATBHOCTI — HaOIp (YHKIH, sIKI BIH BUKOHYE, 1 0OMEXKEHHS 1110/10 TOTO0, 110
HE HAJCXKHUTh J0 Horo komrereHiii. [le m03Bossie 3MEHIUTH TIEpPEXpecHi 3aJIeKHOCTI 1

MOJIETIIY€E MATPUMKY.

[IpakTuuna peamizarris:
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o Busnauntn HaOlp OocHOBHUX mijacucTeM (Hampukian: Input, Movement, Abilities,

Eftects, Inventory, UI, Networking, Persistence).

o Jlna koHOI migCcUCTEMH COPMYIIOBATH KOHTPAKT: SIKI MOl BOHA MpHIIMae, SKi

1oJ1ii BOHAa €MIHTYE, SIK1 JIaH1 30epirae.

o 3abesneuntn "yucti" Touku Bxoay — (pacamum abo API, uepe3 sAki iHII MOy

B3aEMOJIIIOTH 13 MIJICUCTEMOI0, 6€3 JOCTYMY /10 BHYTPIITHBOTO CTaHY.

o BcranoBuTH Mex1 aBTOPUTETHOCTI B MYJIBTUILICEPI: SIK1 TigcucTeMu (200 iX METOIH)

«BUKOHYIOTHCS» JIUIIIE HA CEPBEPI, a sIKI MOXKYTh OyTH JIOKAJIbHO TIPETMKTOBAHI.

[Ipuknan: Ilincucrema Abilities Kepye TUIBKM JAEKJIapali€ld 1 aKTHBALIED
3M10HOCTEH, ajie HE BIAMOBINA€E 3a Bi3yasbHI €()eKTH — OCTaHHI JIOTIYHO JEJIEeTYIOThCS

cuctemi VFX uepes noxito abo iHTepdeiic.
2.2.2. Inkancyasigist irpoBoi JIOTiKH

CyTtb mpunIuny. Jlorika moBuHHa OyTH MpUXOBaHa 3a aOCTPaKIIISIMU; 1HII MOIYII

MPAIIOIOTh 13 KOHTPAKTaMHU, a HE 3 BHYTPIIIHIMU JETaISIMU peani3allli.
[TpakTryHi TiIXOMN:

o BuxkopucroByBatu komnonentu (Component pattern) Juisi 1HKancymsiii MOBEAIHKH:

AbilityComponent, InventoryComponent, HealthComponent.

o MinimizyBaTu nmyOniuHI MOJs; BUKOPUCTOBYBATH T'€TTEpH/CETTEPU ad0 METOIHU, L0

BUKOHYIOTh TIEPEBIPKU 1HBAPIAHTIB.
o Bnpoamxysaru crpori API nis B3aemomii Mk Mmoxayisimu (dacaau, iHTepdeiicn).
o PozninsTu cTan (naHi) 1 moBemiHKY (JIOTIKY), e 11e Mae ceHc (data-driven).

[Tpuxnan: Komnonent 3mn0poB's (HealthComponent) namae metonu ApplyDamage,
ApplyHeal, GetCurrentHealth; i1Hm Momyni BHKIMKAaOTh JHIIE Il METOAU, 1 HE

YUTAIOTH/3MIHIOIOTH BHYTPIIIHI MOJIS HAMIPSIMY.
2.2.3. IlogieBa moaeanb B3aemonii (Event-driven architecture)

CyTp mnpuHUMIy. 3aMiCThb NPSMUX BHUKJIHMKIB MIDK MOAYISIMH CHUCTEMa Oyaye
KOMYHIKaI[I0 Yepe3 Mojiii — MOyl eMIHTYIOTh MO/I1, IHII MOAYJ MiAMUCYIOTHCS Ha HUX.
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IlepeBaru:
o 3HWXKEHHS 3B’A3aHOCTI: EMIHTEp HE 3HAa€ MPO CIyXadiB.
o Jlerkictb po3MMpeHHs: HOBUM (DYHKITIOHAJ MiMUCY€ETHCS HA ICHYIOY MOIi.
« Kpama MaciraboBaHiCTh 1 MOXKJIMBICTD JIOTYBaHHS/MOHITOPUHTY MOIH.
Peamizamis B UES:
« BuxopucrosyBatu Event Dispatchers/Delegates y Blueprints Ta C++.

o Bmposamkysatu nentpaiizoBany EventBus/MessageBroker st Kpoc-MoayJIbHUX

MOB1/IOMJIEHb.
o Jlns Mepexi — BU3HAYMTH, K1 TIOJIT CI1/] peTlTiKaTH/CUHXPOHI3yBaTH.

[Tpuknan: Ilomiss OnAbilityActivated(AbilityID, Caster, Target) emiHTyeThCA

AbilityComponent; Ul, VFX ta craructuka rpu mianucyoThes 1 pearyroTh BIAMIOBIIHO.

VYBara: HaJMIpHE BUKOPUCTAHHS IIO0ATBHUX MO MOXKE TPU3BECTHU JI0 CKIAJAHOCTI
B BIJICTEKYBAaHHI MMOTOKY BUKOHAHHS; PEKOMEH]IOBAHO JOKYMEHTYBaTH KOXKHY MO0 1 Ti

KOHTPAKT.
2.2.4. Data-driven miaxina

CyTtb npunnumy. Kondiryparriiini gani (mapamerpu 3110HOCTEH, HaIAITyBaHHS 30H,
BJIACTUBOCTI MIPEAMETIB TOI0) 30epiratoThCsl y 30BHIMIHIX pecypcax (Data Assets, JSON,
CSV), a xox uurtae ¥ iHTEeprperye I nani. Jlorika moBuHHa OyTH MaKCHUMAaJIbHO

YHIBEpPCAJILHOIO 1 KEPYBATUCH TAHUMHU.
IIepeBaru:
o 3MeHIIEHHs HeOOX1AHOCTI 3MiH y KOJI1 IIpU OaJlaHCyBaHH1/10/IaBaHH1 KOHTEHTY.
o  MoOXIUBICTh MAKITIOUEHHS TU3AMHEPIB/TECTYBAIBHHUKIB 0€3 MPOTpaMyBaHHS.
o IlonermenHs ekcriepuMeHTyBaHHs Ta A/B TecTiB.
Peanizaris:
« BuxopucroByBaru UES Data Assets / Data Tables nyst 306epirannst koH}irypariiid.
o BusnaunTu cxemu Bamigarii JaHuX.

31



o IlinTpumyBaTH penakTOpchbKi IHCTPYMEHTH AJISl 3pYYHOTO peJaryBaHHs X JaHHX.

[Tpuknan: 3amMicTh XapJKOAMHTY 3HAa4eHb JAlbHOCTI Jebad-30HU, BKazaTH ixX y

ZoneConfig Data Asset.
2.2.5. Intepdeiicu, konTpakTH i dependency inversion

Cytb npunnuny. [aTepdericn — GpopmanbHi KOHTPAKTH, IO OMUCYIOTh HA0IP METO/IB
s B3aemonii. Dependency inversion (iHBepcCis 3aJIeKHOCTEH) O3Ha4ae, IO MOJYJII

3BEpPTAIOTHCS 10 abCTpakKilii, a He 0 KOHKPETHUX peai3aliiil.
Pexomenmami:
« CrBoproBaru iHTep(deiicu Ha piBHI rpu: [AbilityUser, [EffectTarget, [Zone.

o BukopucroByBatu (¢dalOpuku/cepBicH JiIi CTBOPEHHsSI O00’€KTIB  (3aJ€kKHOCTI

THXKEKTATHCA YEpe3 KOHCTPYKTOP/1HII1aTi3a1lio0).

« [Ilpu moxxuBoCTI 3acTocoByBaru Service Locator abo rpocti DI-MexaHi3mMu Ha piBHI
rpu  (UES ©e wMae mnoBHomiHHOro DI-KoHTeiHEpa, ane marepHu MOXKHA

IMILJIEMEHTYBAaTH BPYYHY).

Ilpuknan: AbilityManager orpumye mnocunanns Ha [EffectApplier, a He Ha

koHKpeTHU kiac EffectApplier Simple.
2.2.6. Bepcudikamisi 1aHuX i CyMicHiCTB

CyTb npuniumy. [Ipu eBosroiii rpu ¢popmaTu JaHux (savegames, data assets) MOXKyTh

3MIHIOBATUCS; apXITEKTypa NOBUHHA NIepedadyaT MeXaH13M 00OpOOKH CTapuX BEPCiil.
[IpakTukn:
o ®opwmarysaru data assets 3 BepcisiMU Ta MEXaHI3MaMH Mirpaiiii.
o [IIucaru backward compatibility handlers mns savegames.

o BnpoBamxyBatn ¢QyHkuii  Qiu-duari, moO HOBI MOXIMBOCTI MOXHa OyJO

BMUKATH/BUMHUKATH 0€3 IETUIO0 KOTY.

[Mpuknan: ZoneConfig Mae nosie Version; Mpu 3aBaHTaXEHH1 BUKOHYETHCSI MiTrparis

KOH(ITYypaIii 10 OCTaHHBOTO (HOpMATYy.

2.2.7. IlnarinHa apxiTeKTypa Ta po3IIHPHBAHICTH
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CyTtb npunnuiy. Po3po6mistu cuctemy Tak, 00 HOBI MOAYIII MOTIIH T IKITFOYATHCS

K TIIariHd — 0e3 3MiHM spa.

[IpakTukn:

o BukopucrosyBatu mexanizm 1iariniB UE (Plugins) st yrpuMaHHsS OKpeMOTo
byHKITIOHATY.

o Bwusnauaru yitki entry points (API) nms marinis.

o JloxymentyBaru lifecycle mmariny (initialize, tick, shutdown).
[IepeBaru:

o Po3poOka HOBUX MEXaHIK K OKPEMHX MOIYJIIB.

o MoxuBICTh TECTYBATH IUIATIHUA CAMOCTIHHO.
2.2.8. TecTyBaHHSI Ta aBTOMAaTH3allisl

CyTtp npuHuumy. MonyiapHa apxITEKTypa IOBHUHHA OyTH JIETKO TECTOBAHOIO.

TecTyBaHHS — KJIIOUOBUM €JIEMEHT MiATPUMYBaHOCTI.
Pexomennartii:
o Po3pobnsiTu roHiT-TecTH Ui O13Hec-noriku (Hanpukian, as Ability/Effect cucrem).
o [Ilucaru iHTErpalliifHi TECTU JJIs B3aEMOII1 MOYJIIB (Y€pe3 CUMYJISLIIO MO/ ).
o AsromarmsyBatu CI/CD, 1106 KokeH KOMIT BUKOHYBaB 0a30By OaTapero TeCTiB.

o BukopucroByBaTu 1HCTpYMEHTH ISl NPO(QUIOBAaHHS Ta PErpeciiHOTO TECTYBAHHS

POAYKTHUBHOCTI.

IIpuknan: Tect na 3actocyBanHs effect: crBoputm mock actor, 3acrocyBaru

Gameplay Effect Ta mepeBipuTu 3Minu aTpulyTiB.
2.2.9. MOHITOPHHT, JIOTYBAHHSA TA IHCTPYMEHTH HAJIATOAKCHHS

CyTtb npunIiumy. [Ipu 3poctanHi po3mipy CUCTEMH BaXJIMBO MATH 1HCTPYMEHTH JJIsI

CIIOCTEPEKEHHS 3a 11 CTAHOM.
[IpakTukn:

o BnpoBanutu nenTpanizoBaHe JoryBaHHs nogii (3 pisHsamu: Info/Warning/Error).
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o JlomaBatm TememeTpiro M KIIOYOBUX MMOMIM (aKTHWBAIlis 3M10HOCTI, HAKJIAJICHHS

e(dexTy, MOMUIIKH PeTuTIKallii).

« BuxopucroBysaru in-editor debugging utilities (visualizers asns 30H, mepEmIsL CTEKY

e(dexTiB).

[lepeBaru: llIBuamie 3HaxXOmKEHHS MPOOJIEM y TPOAAKIIH-CIEHAPISIX, MOJETIIECHHS

OanaHCyBaHHS.
2.2.10. IIpoayKTHBHICTH Ta ONTUMI3allil HA APXITEKTYPHOMY PiBHI

CyTb npuHIUIY. ApXITEKTypHI pIIICHHS TOBUHHI BpaXOBYBaTH BapTiCTh BUKOHAHHS:
CPU, nam’s1Th, Mepexa. MoaynbHa apXITEKTypa HE TOBUHHA MPU3BOJUTH 0 3aiBUX BUTPAT

(HampuKIa, HAAMIPHUX KPOC-MOIYJIBHUX BUKIIUKIB).
Pexomenmami:
o MinimizyBaru anokaii y kputuuaux nuisixax (Tick, Physics callbacks).

o BukopucroByBaTH MyINiHI AJI 4acTO CTBOPIOBaHMX 00’€KTIB (projectiles, temporary

effects).

e 3actocoByBatM OaTuMHI TOJIA, KOJW MOMXJIMUBO, JJISI 3MEHIIEHHS KIUIBKOCTI

PETUTIKOBAHKX TTOB1JIOMJICHb.

o BcranormoBarn QOS-TOMITHKK JJIT MEPEKEBUX ITOBIIOMJICHB: Ba)KIUBI MOMIT —

reliable, npyropsimai — unreliable.

[Mpuknazn: Jyis 30H, 110 TUKAIOTh KOXKEH KaJp, BUKOPUCTOBYBATH IICHTPAJII30BAHMIMA

tick manager 3 rpymyBaHHsIM OHOBJICHb 3aMICTh 1HIUBIAyaibHOTO Tick B KOXH1M 30Hi.
2.2.11. /KurTeBuil MUK 00’€KTIB i yNpaBJIiHHA CTAHAMH

Cyts npunuumy. KepyBaHHS  CTBOpPEHHSIM, IHILIAQMI3AI[€l0, AKTUBALIIEIO,

JICAKTUBAIIIEI0 Ta 3HUIIECHHSAM 00’ €KTIB TOBUHHO OyTH CTaHJIapTHU30BaHE.
[IpakTuku:
« Bwusnauntn mangarui Mmetonu: Initialize, Activate, Deactivate, Shutdown.

o Jns mepexi: po3ainutu NoHATTS Spawn (cTBOpeHHs) 1 Possess (HagaHHs! KOHTPOJIIO).
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3abe3neunTy KOHTPOJIbh HaJ cTaHaMu (state machines) myist 00’€KTIB 31 CKIIaTHUMU

lifecycle (nanpukmnan, charged abilities, cooldowns).
2.2.12. lokyMeHTALli Ta CTAHAAPT KOAY

Cytpe mnpuHnuny. Jlobpe CTpyKTypoBaHHN TIPOEKT TOTpeOye cTaHAapTiB 1

JTOKyMEHTAITI1.

[IpakTuku:
Bnposanutu coding style guide Ta architectural guidelines.
HoxymentyBatu APl niis migcucrem.

[linTpuMyBaTH NPUKIIAIA BUKOPUCTAHHS (Snippets) Ta mabJoHU AJ1 TUIIOBHUX 3a/1a4

(ctBOopeHHs HOBOT Ability, peanizalist HOBoi Zone).

VY niapo3aiii BUCBITIIEHO KITOYOB1 MPUHIUITK TOOYI0BH MOIYJIbHOI apXITEKTYpH, SIKI

3a0€3MeuyoTh  MaclITa0OBaHICTh, PO3IIUPIOBAHICT 1 MIATPUMYBAHICTH ITPOBOIO

3aCTOCYHKY. OCHOBHI T€3HU:

YiTkuil po3Moail BIAMOBIIAIBHOCTEH 3MEHIIYE 3B’S3aHICTh 1 CHPOIIYE PO3BUTOK

CHUCTCMMU.

[HKancymsIis Ta BUKOPUCTAaHHA 1HTEpdENCciB poOIsSTh KOMIOHEHTH 3aMIHHUMHU 1

TCCTOBAHHUMMU.

[TomieBa apxitektypa Ta data-driven miaxiJl 3HaYHO MOJIETIIYIOTH PO3IIMPEHHS Ta

OanaHCyBaHHS MEXaHIK.

Bepcudikamisa, miariHHa apxiTeKTypa, TECTyBaHHS Ta JOKYMEHTYBaHHS —

HEB1J’€MHI €JIEMEHTH KUTTE3AATHOI apXiTEKTYpH.

ApXITEKTYpHI pIIIEHHS TOBHHHI BpaxOBYBaTU MPOAYKTUBHICTH 1 MEpEkKeBl

0COOIMBOCTI (0COOIMBO Yy MYJIBTUILICEP]).
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2.3 InTerpauiss Gameplay Ability System y cTpyKTypy 3aCTOCYHKY

Gameplay Ability System (GAS) € oanieto 3 kimouoBux mniacuctem Unreal Engine 5,
dka 3a0e3mnedye MOAylbHY, MaciTaboBaHy Ta data-driven apXiTekTypy [UIs peamizarii
CKJIaJIHMX MEXaHIK B3a€MO/Ii1, 3110HOCTEH, e(DEeKTIB Ta CTaHIB IrpOBUX 00’ €KTIB. Y KOHTEKCTI
PO3pOOKH ITPOBUX 3aCTOCYHKIB BHCOKOi CkiagHOCTI GAS Biairpae poib apXiTEKTYpHOTO
spa, 10 J03BOJSE BIJOKPEMHUTH JIOTIKY ITPOBUX MeEXaHIK BiJi KOHKPETHHX OO0’ €KTIB 1

peaizyBarH iX K He3anaekH1 QyHKIIIOHATBHI MOIYIIL.

Apxitektypuuit miaxig GAS IpyHTYeTbCS Ha YITKOMY PO3IMOILUT JaHUX, JIOTIKH Ta
MexaHi3MiB B3aemojii. Cuctema BiJIOKpEMIIIOE BU3HAYCHHS 3[10HOCTEH 1 e(eKTiB Bijl

iXHBOT'O 3aCTOCYBaHHS, 3a0€3M€4y0YN THYYKICTh 1 MOKJIUBICTh TOBTOPHOTO BUKOPHUCTAHHS.
ApxiTekTypHi KoMIoHEeHTH GAS
OcHoBHuMU eneMeHTamMu GAS, siki 6epyTh ydacTh y MoOy/I0B1 irpOBOi JIOTIKH, €:
1. AbilitySystemComponent (ASC)

KomnoneHT, mo gomaetbest 10 OyAb-sSKOTO IrPOBOTO akTopa, SKUHW MOXKE BOJIOHITH
3110HOCTSIMH.

ASC Bianoijae 3a:
e aKTHUBAIIO 3I10HOCTEM,
o KepyBaHH: eexTamu,
o 00pobOky Gameplay Tags,
¢ pEeIUTIKaliIo CTaHIB y 0araTOKOpUCTYBAllbKOMY CEPEIOBHILI.
2. Gameplay Ability

OxpeMuii Monaylb TOBEAIHKM, IO ONHUCYE OAHY KOHKPETHY 3I10HICTb.

3110HICTb:
e BH3HAYa€ YMOBH aKTHBAIlii,
e OIKCYE MOCTIJOBHICTH i,
¢ 3aJa€ B3a€MOJIIIO 3 IHIIMMU cucTeMaMu (pyX, (i3uKa, MOIIKOIKEHHS),

 TIOBHICTIO BIJJOKPEMJICHA BiJI aKTOpA.
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3. Gameplay Effect
CrpykTypa 1aHHX, SiKa 3a/1a€ TapaMeTpH BIUIUBY:
o Oadwu ta nebadm,
o Monudikarilito mapameTpis,
o TpHBall e(peKTH,
e MWTTEBI 3MIHU CTaHY.
VY peamnizanii rpu GameplayEffect BukopucToByeThbesi, HapUKIAL, s
e CIOBLIBLHEHHS TPaBIId,
e TIEPEMIHHU IMBHJKOCTI,
e THMYACOBHUX TEPEIIKO/I,
o 1mTpadiB 3a BXiJ y IEBHI 00J1aCTI KapTH.
4. Gameplay Tags
Cucrema TeriB, sika TO3BOJISIE:
o (¢opmyBaTu KaTeropii 3110HOCTEH,
e BH3HA4YaTH OOME)KCHHS HA aKTHUBAIIIIO,
e BIOPSIKOBYBaTH €(EKTH,
¢ KOHTPOJIIOBATH B3aEMOII0 MOMYJIIB.

Ile xpuTHuHO JUIsI MAcITAOOBAHOCTI Ta YHHKHEHHS >KOPCTKOI 3B’SI3aHOCTI MIXK

311I0HOCTSIMU.
GAS 5K apXITEKTypHE SIIPO MPOEKTY

T'onoBHOMO mpuunHOIO iHTErparii GAS y naHuii irpoBuii 3aCTOCYHOK € i1 37JaTHICTb

3a0€3MeUnTH:
BigokpemiieHHs irpoBOi JIOTIKH Bij peasi3arii

Y wMomeni GAS KOHKpeTHHMI akTOp He 30epirae Joriky 3110HOCTI.
Bin  gumme  “3amyckae”  Momynab  3mi0HOcTi  yepe3  AbilitySystemComponent.

Lle no3Bonuio:
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e peai3yBaTH CUCTEMY BUIAJKOBUX 3M10HOCTEH, 10 TEHEPYIOTHCS MiJ Yac 30MpaHHs
00’ €KTIB;

e YHUKHYTHU XyOJIOBAHHS JIOTIKH MK TPaBIISIMH;

« casily plug-and-play — nomaBanHs HOBOT 37110HOCTI 0€3 3MIHM KOAY MEpCOHaXa.
[ToBHY TiATPUMKY MYJIBTHILICEPA
Ocki1bKM 3MaranHs — I1e OararokopucTyBailbka cuctema, GAS Hajgae:

e ABTOPUTETHICTH CEPBEPA,

e PpEIUIIKAIIIO CTaHIB,

e KOPEKTHY CHHXPOHI3AIlII0 €()EeKTIB MK KII€EHTAMH,

o RPC-mexaHi13mu, sIK1 TapaHTYIOTh CIIPaBEAJIMBICTh IPH.
Data-driven qu3saiin

Y GAS yce onucyethes y Buniisii ganux (DataAssets, GameplayEffect, AbilityTags),

110 TO3BOJISIE:
¢ 3MIHIOBATH JIOTIKY I'pU 0€3 MEePEKOMITIIALIII KOAY,
¢ JIETKO HAJIAIITOBYBATU MapaMeTpH OalaHCy,
¢ IIBUKO JI0IaBaTH HOBUW KOHTEHT.
IaTerparis GAS y ctpykTypy rpu
1. 3a16HO0CTI OepyThes 13 310paHUX 00’ €KTIB, @ HE HAJIEXKATh MEPCOHAXKY 3a37aJeT1Ib

IrpoBuit  cBiT  micTuTh  cnemianbHi  mpenmetn  (Ability  Pickups).

Komnu rpaBerns BXOAUTh y TpUrep 00’ €KTa:
1. 3amyckaeThCs JIOTIKA B3a€EMOT;
2. BUIMAJAKOBO BUOMPAETHCS 3[10HICTH 13 IOCTYITHOTO MYy,
3. uepes AbilitySystemComponent 1151 3110HICTh JOJAETHCA Y “CIOT” TPABIIS.
Take npo€exTHE PillICHHS:

« MiHIMI3ye 3B’ a3aHicTh MK Pickup 1 Ability,
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e JI03BOJISE JIETKO JOJABAaTH HOBI 3/110HOCTI,
o He moTpelye 3MiH y JIOTIII MepCOoOHaXka.
2. KoxxHa 311i0HICTh aOCOIFOTHO CaMOCTiiiHA

Ability — MIOBHICTIO 130J1bOBaHUM MOJYJIb.

BoHa He 3a5exuTh:
¢ BIJ KOHKPETHOT KHOIIKH,
« Bixg Pickup,
¢ Bl KOHKPETHOTO MEPCOHaXa,
¢ BIJ TUITY PiBHS.
Le yynoBuii npukiag MOAYIbHOI ApXITEKTYpU y T€HM/IEBI.
3. Bukopucranus GameplayEffects qis BrumiBis
o Oadis,
o Jnebadis,
o MoaudiKkaiii IBUIKOCTI,
e HaKJIaJaHHSI CTaHIB.
Hanpuknaz, 30Ha Ha KapTi, 1110 3MEHIIY€E BUJIKICTh, — II€:
« 0asoBwuii k1ac “AreaVolume”,
« skuii ipu Bxomi aktuBye GameplayEffect na rpasis.

Lle noxkazye, ax GAS n03Boiisle peani3oByBaTh apXITEKTYpPHO YUCTI MEXaHIKM 0e3

TyOFOBAaHHS KOIY.
4. OOMe)xeHHS Ha IB1 aKTUBHI 3410HOCT1

3aBmsxu AbilitySystemComponent Oyiio Jerko peanizyBaTd OOMEXEHHS KIJTbKOCTI
AKTUBHUX 3110HOCTEN.

Apxitektypa GAS no3Bosise€:
e JI0JaBaTH 310HOCTI y CJOTH,

e BIJCJIIKOBYBATH 1X aKTUBAIIIIO,
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o OYUIIIATHU MACUBHI €PEKTH.

Lle pimieHHs MOBHICTIO BIJINOBiJIa€ MpUHIUIAM iHxeHepli [13 — 4YiTkuil KOHTpakT

MIDK CHCTEMOIO 1 JJaHUMU.
[lepeBaru GAS y KOHTEKCTI 3alpONIOHOBAHOT METOJIUKH

Y MarictepchKiii poO0Ti KITFOYOBOIO TEMOIO € METOAMKA BIOCKOHAJICHHS apXITEKTyPH.

GAS no3Bossie peaizyBaTu Taki BAOCKOHAICHHS:
e MiHIMaJbHA 3B’ A3aHICTH MOIYJIIB,
e MOXJIMBICTH JIOJaBaHHS HOBOTO (pyHKIIIOHATY 0€3 peakTOpUHTY,
¢ YHIBEpCAJIbHI apXITEKTYPHI KOMIIOHEHTH,
e IICHTpaJII30BaHUI KOHTPOJIb CTaHIB,
e 3PYUYHICTh TECTyBaHHS,
e QJANTHUBHICTH 0 PI3HUX TUIIB ITOP.

[arerpamis Gameplay Ability System y cTpyKTypy irpoBOro 3aCTOCyHKY 3abe3mneuye
MOTYXHUI PyHIaMEHT JIJ1s1 NOOY10BU THYYKO1, MOJYJABHOI Ta MACIITAOOBAHOI apXITEKTYPH.
GAS NoBHICTIO BIJNIOBI A€ TPUHITUIIAM 1HXKEHEP1l MPOrpaMHOTO 3a0e3MeUeHHs Ta J03BOJIsE
BIJIOKPEMHUTHU JIOTIKY 3/110HOCTEH BiJi KOHKPETHUX peasizalliii, mo poOuTh ii KIFOUOBUM

€JIEMEHTOM METOJUKH BJIOCKOHAJIEHHS apXITEKTYpH, 3alIPOINIOHOBAHOI Y JaHii poOoTI.

2.4 Meroauka NPpOEKTYBAHHA PO3LIMPIOBAHMX irPOBHX MEXaHIK

[IpoekTyBaHHS apXITEKTYpH ITPOBUX MEXaHIK € KIIOYOBHM €JIEMEHTOM y CTBOPEHHI
Cy4YaCHHUX IHTEPaKTUBHMX 3aCTOCYHKIB. Ha BiZMiHY BiJl CTATUYHUX CUCTEM, IFPOB1 MEXAHIKU
MOCTIAHO 3MIHIOIOTHCS Ta JIOMIOBHIOIOTHCS B TIporieci po3pooku. Tomy MeTonuka moOynoBu
TaKMX MEXaHIK MOBHHHA 3a0e3MeuyBaTH BHUCOKY THYYKICTb, MOXKJIMBICTH IMOJAJBIIOTO
PO3LIMPEHHS Ta MIHIMAJIbHY 3aJI€KHICTh MK apXITEKTYPHUMHU KOMIIOHEHTaMH. Y KOHTEKCTI
Unreal Engine 5 Ta Gameplay Ability System (GAS) oco0ia1BO BaIJIMBOIO CTA€ 3MAaTHICTh
MEXaHIK €BOJIIOIIIOHYBaTH 0Oe3 3MiHM 0a30BMX KJaciB, IO BIAMOBIIAE MPUHIIUIIAM

MOZYJBHOCTI Ta BifkputocTi/3akputocti (OCP).
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APpXITEKTYpHI MIPUHILIUIK TPOEKTYBAHHS PO3IIMPIOBAHUX MEXaHIK

MCTOI[I/IKa Hepezx6aqa€ BHUKOPUCTAHHS HHU3KHU HpI/IHHI/IHiB, oo  AO03BOJIAIOTB

noOynyBaTh 3py4yHy, THYYKYy Ta MacIiTabDOBaHy apXiTeKTypy:
1. AGcTpakiiisi 6a30BHX €JIEMEHTIB IFPOBUX MEXaHIK

Bynb-sika MexaHika irpoBOi CHCTEMHU TMOBHHHa Martu 0a3oBy aOCTpakiiiio — Kiac,
iHTepdeiic abo KOMIIOHEHT, SIKUM BU3HAYAE 11 3arajabHy CTPYKTYpY Ta MOjielb B3aeMoii. Lle

J03BOJISIE:
e YHHUKATHU AYyOJIIOBaHHS KOIY,
e CTBOPIOBATU HOB1 MEXaHIKU IIJISIXOM HACIITyBaHHs a00 KOMITO3HIII1,
o 3a0e3MevyBaTu €IMHUN KOHTPAKT M1k PI3HUMHU YaCTUHAMU CUCTEMHU.
VY konTekcTi GAS Taka abCTpakilisi IPUPOIHO peaTi3yeThCs YEPE3:
« Gameplay Ability sik 6a30BUif MOIYJIb TOBEAIHKH,
« Gameplay Effect six yHiBepcanbHuii crocid BIUIUBY,
« Gameplay Tags six 3aci0 BU3HAUCHHS KaTeropii Ta yMOB.
2. Bukopucranns data-driven miaxomy

VY cyuacHiil 1HxeHepii 113 MexaHiku MOBUHHI KOH(ITYpyBaTHCs HE KOJOM, a JAHUMH.

Lle no3Bonsie:

¢ 3MIHIOBAaTU MOBEAIHKY 0€3 NepEeKOMMIUIALIT CUCTEMH,

¢ HaJAILTOBYBAaTH OaJlaHC TPH,

e BIJOKPEMJIFOBATH JIOTIKY BiJ MPEICTABICHHS.
Unreal Engine Hanae nms 11p0ro:

« DataAsset-u 3110H0CTEH,

« crpyktypu GameplayEffect,

o Ta0NMIl mapaMeTpiB.,

e TETH SIK YHIBEpCaJbHI MapKEPH CTAHIB.
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Data-driven miaxizg 3a0e3nedye MOKIUBICTh IIBUKOTO MacIITabyBaHHS MPOEKTY 03 3MiHU

apXITEKTypH.
[IpoekTyBaHHS pO3MIMPIOBAHOI CUCTEMU 00JaCTEl BIUIUBY

OaHUM 13 TUTIOBUX €JIEMEHTIB ITPOBO1 JIOTIKH € «00JIaCT1 BILUTUBY» — CETMEHTH ITPOBOTO
pOCTOpY, 0 MOAUDIKYIOTh CTaH MEPCOHaXKa i Yac BXOAy, mepeOyBaHHA a00 BUXOIY 3
HUX.

Meronuka nependayae CTBOPEHHS:
« 0a30BoOro KJ1acy o06jacTi,
o SIKMI MICTUTH €1UHI TOUKU Bxony: OnEnter, OnStay, OnEXxit,

e A KOHKPETHI 00JIacTi BUBHAYAIOTH JiuIle AaHl — sikuii came GameplayEffect morpiOno

3aCTOCYBaTH.
Taxuit miaxia J03BOJIAE:
e JIETKO JIOJAaBaTH HOBI 00JIACTI,
« 3MiHIOBaTH ixHIO Jit0 yepe3 GameplayEffect,
e YHHUKATH AyOJIFOBaHHS JIOTIKH,
¢ TIOBHICTIO BIJOKPEMHUTH peai3allito Biji MOBEAIHKOBUX JaHUX.

Ie MOBHICTIO BIJIMTOBIJIAE MIPUHLIAITY BIJIKPUTOCTI/3aKPUTOCTI:

HOBI 00JIacT1 J0AAI0ThCS O€3 3MIHU KOIOBOI 0a3u MOTIEPEIHIX.
PozmuproBanicts 3110H0CcTel yepe3 GAS
Meronuka CTBOPEHHS 3/1I0HOCTEH 6a3yeThCsl HA IPUHIIUITAX

o 130JIALIi JIOTIKK BecepennHi Ability-knacis,

« KkoH(irypaiii mapametpiB uepe3 GameplayEffect,

e KOHTPOJILOBaHOI B3aeMoii uepe3 Gameplay Tags.
[TepeBaru Takoro miaxomy:

o JI0JIaBaHHs HOBOI 3/110HOCTI HE 3MIHIOE MMOBEAIHKY 1HIIIHX,

e apPXITEKTYypa HE MOTPeOye IEHTPAI30BaHOTO KEPYBaHHS 3/110HOCTSIMH,
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« AbilitySystemComponent aBromatnuHo 00poOisie craH, cooldown, akTHBaliiO Ta

peruiKariio.
VY npoekTi Oyze 3aCTOCOBAHO MiAXiI, KOJH:
e TpaBeIlb MOXKE MaTH OOMEXEHY KUIBbKICTh 3110HOCTEH,
¢ 3I10HOCTI MIAOUPAIOTHCS AUHAMIYHO,
o+ ixHiil edexT Bu3HaUaeThes HezanexxkuuM GameplayEffect abo nabopom edekris.

Ile meMOHCTpye BHCOKY MAaCIITa0OBaHICTh CHCTEMH IPU MIHIMaJbHUX BHMOTaX 0

pedakTopuHry.

IlomieBa Monmenb B3aeMomIli

VY po3muproBaHuX MeXaHiKax BayKJIMBO, I00:
e MOJIYJIl B3a€EMOJISIIN Yepe3 MOoii,
e a HE NPsAMI BUKIUKH METOIIB.

GAS wdactkoBo 3abe3meuye 1e uepe3 Gameplay Tags Ta Event Dispatchers.

[ToxieBa Momens 1O3BOIIAE:

o OymyBaTH CKJIaJHI CUCTEeMH 0€3 IUKIIYHUX 3aJIeKHOCTEH,

e JIMHAMIYHO MiJKJIFOYaTH HOBI MOIYI,

e aJIanTyBaTH MOBEAIHKY JI0 PI3HUX CIICHAPIiB (HAMPUKIIA]I, MYIBTUILICED).
VYHUKHEHHS! MIKMOJYIbHUX 3aJ1€KHOCTEN

OpHa 3 KITIO4OBHUX 1/1eH METOIUKH — MIHIMaJIbHUN MPSIMUIA 3B’ I30K MI>K KOMITOHEHTaMHU.

3aMiICTh TOTO I00:

« 3mi0HicTh 3HaMa npo Pickup,

o 200 00sacTh 3HaJIA PO KOHKPETHUH KJIaC MEPCOHAXKA,
BUKOPHUCTOBYIOTHCS a0CTPaKTHI KOHTPAKTH:

« AbilitySystemComponent,

« GameplayEffect,

e TO1i BXOy/BUXOlYy 3 TPUTEDY,
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o Gameplay Tags.

[le mo3BoNii€ PO3IIMUPIOBATH CUCTEMY Y OyIb-IKOMY HampsiMKy Oe3 MOopyIlIeHHs

apXITEKTYypH.

MeTtoauka npoeKTyBaHHS pO3LIMPIOBAHUX ITPOBUX MexaHik Ha ocHOBI Unreal Engine
5 ta Gameplay Ability System 3a0e3neuye THy4Ky Ta CTIMKYy 0 3MiH apXiTEKTypy,

OpIEHTOBaHY Ha JOBIOTPUBAIUNA PO3BUTOK MTPOEKTY.

Buxopucranus aOctpakmiif, data-driven migxomy, CHCTEMH TeriB, 0a30BUX
KOMIIOHEHTIB 1 MOJI€BOI MOJE1 B3a€EMOJIi J03BOJISIE CTBOPIOBATH ITPOBI MEXaHIKH, SKi

MOKHA PO3MIMPIOBATH 0e3 Moaudikalii siapa CUCTEMHU.

3anpornoHOBaHa METO/IMKA € YHIBEPCATBHOIO Ta JIETKO a/IANTY€EThCS 0 PI3HUX TUITIB

irop, 3a0e3neuyrour eekTuBHE MaciiTadyBaHHs 0€3 3pOCTaHHs TEXHIYHOTO OOprYy.

BucHoBok

VY npyromy po3aini Oyino po3po0sieHO Ta OOIPYHTOBAHO METOIUKY BIOCKOHAJICHHS
apXITEKTypH IrpOBOT0 3acTOCyHKY Ha pyuiii Unreal Engine 5. IIpoBenenuii anani3 103BOJIMB
BU3HAUMTHU KIIFOYOBI BUMOTHY 0 MaclITaOOBAaHOI apXITEKTYPH, CEpe AKUX — MOAYJIbHICTb,
PO3IIMPIOBAHICTh, HU3bKa 3B’S3aHICTh KOMIIOHEHTIB Ta MIATPUMYBAHICTh Yy KOHTEKCTI

JUHAMIYHOTO PO3BUTKY IFPOBOT0O 3aCTOCYHKY.

byno BcraHoBneHo, 1m0 MOOYIOBa apXITEKTypd Ha OCHOBI YITKOTO PO3MOLITY
BIJIMOBIJIAJILHOCTEN MIXK MIJCUCTEMaMHU, 1HKAMCYJIALII JOTIKM Ta BUKOPUCTAHHS MOJ1€BO1
MOZIeNll  B3aEMOJii 3a0e3rneuye CTBOPEHHS THYYKOTO MPOTPaMHOTO  CEepeOBHIIIA.
3acrocyBanHsi Gameplay Ability System sk sigpa oOpoOKku irpoBOi JOTiKM U e(]eKTiB
JIO3BOJIUJIO CTaHJIAPTU3yBAaTU MEXaHI3MHU B3a€MOjii, MIABUINUTA DPIBEHb aOCTpakilii Ta

320€3IeYnTH BIIOKPEMIICHHS JaHUX BiJl BAKOHAHHS ITOBE/IIHKH.

OxpeMy yBary NOpHIUIEHO METOAMII TNPOEKTYBAaHHS PO3IIMPIOBAHUX ITPOBUX
MEXaHiK, ska Tmependadyae BUKOpHUCTAaHHS 0a30BHX aOcTpakiiii, data-driven migxony,
CUCTEMHM TETiB Ta MOIYJIbHOI OpraHi3aiii KOMIOHEHTIB. 3aBASKH I[bOMY CTa€ MOXJIMBUM
J0JlaBaHHs HOBMX 3710HOCTEH, 30H BIUIMBY Ta IOBEIIHKOBUX MEXaHI3MIB 0€3 3MIH Yy
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CTPYKTYPpI si/ipa, 1110 BIJMOBIIa€ IPUHIIUIIAM BIIKPUTOCTI IO PO3IIUPEHHS Ta 3aKPUTOCTI 710

MoaudiKaIiu.

VY3aranpHIOIOUM, po3All 2 copMyBaB TEOPETHUHY Ta METOAMYHY OCHOBY, SKa
3abe31euye 1mooy/10By MacITaboBaHO1 Ta CTIMKOI 710 3MiH apXiTekTypu. L{sg MeToauka crana
byHIaMEHTOM [IJIs peajizamii irpoBOro 3aCTOCYHKY Ta IMOAABIIOI €KCIIEPUMEHTAITBHOT

NePEBIPKH, MOJAHOT Y TPETHOMY PO3ILII.
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PO3/ILI 3

PEAJIIBAIIISI TA EKCIEPUMEHTAJIBHE JOCJIIKEHHS
3AITPOITIOHOBAHOI METOJIUKH

3.1 Omnmuc apxiTeKTypH irpoBOro 3aCTOCYHKY

ApxiTekTypa po3po0IeHOr0 IrpOBOT0 3aCTOCYHKY ITOOy0BaHa 3 ypaxyBaHHIM BUMOT
710 MacmTaboBaHOCTI, MOAYJIBHOCTI Ta MOXKJIMBOCTI TIOJAIBIIIOTO PO3BUTKY, BUBHAYCHHUX Y
nonepenHix pozauviax. CTpykrypa rpu copMOBaHa Ha OCHOBI KJIIEHT—CEPBEPHOI MOENI
Unreal Engine 5 ta BukopuctoBye Gameplay Ability System sik ocHOBY miis peamnizaiiii

THYYKHX MEXaHIK B3a€EMOJI1i, 3/1I0HOCTEH Ta eEeKTIB.

3aCTOCYHOK € 0araToKOpHCTYBalbKOIO TPOIO JKAHPY «IIEPETOHM 3 MEPELIKOAAMMIY, Y
K1 OCHOBHA M€Ta I'PaBIlsl — JIOCATTH (iHIITy a00 HaOpaTy HAOUIbITY KIJIBKICTh OaliB Ha
OCHOBI IPOXOJIPKEHHS YEKITOTHTIB Ta BUKOPUCTaHHS 310HOCTel. Peanizalisg irpoBoi JOT1KK
CIIUPAETHCS HAa CTPYKTYPOBaHY apXiTEKTYpY, 1110 PO3AUISIE IFPOBI MIACUCTEMHU MK COOO0IO Ta

MIHIMI3Y€ 3B’SI3aHICTh KOMITIOHEHTIB.
Ckraj irpoBHX MiJICUCTEM

ApXITEKTypa 3aCTOCYHKY CKJIAJIa€ThCA 3 TAKUX OCHOBHHX I1JICUCTEM:
1. ITincucrema irposoro cBity (World Subsystem)

BiamoBimae 3a cTBOpeHHS 1 KEpyBaHHA pPIBHEM, pPO3TAIlyBaHHSIM IIEPEIIKO/I,
YEKIMOIHTIB Ta obnacrei BILIUBY.
CrpykTypa piBHS MOOyIOBaHA TaKMM YHHOM, 100 €JIEMEHTH IrpOBOTO CBITY Oynu

130JIbOBAHUMHU OJIMH B1Jl OJTHOTO 1 MOTJIM PO3IIHUPIOBATUCS HE3AIEKHO.
2. Ilincucrema nepconaxa (Character Subsystem)
MICTHUTB:

« axtop rpasug (Character),
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¢ KOMIIOHEHT PYXY,
« AbilitySystemComponent,
« Ha0Olp KOMIIOHEHTIB KOJI31il Ta Bi3yai3allii.

I'paBens B3aemojie 3 cepenoBuinemM, Pickup-o0’exktamMu Ta 30HaMM BIUIMBY 4epe3

YiTKO BU3HAUCHI TpUTepH Ta iHTepdeiicu.
3. [lincucrema 3a16H0CTEH (Ability Subsystem)
[To6ynoBana na Gameplay Ability System 1 BignoBinae 3a:
e OTpUMAaHHS 3/11I0HOCTEH Uepe3 creliaibHl 00’ €KTH Ha Marli,
e BHKOHAHHS 3410HOCTEH,
e 3aCTOCYBaHHs €(EKTIB,
e HakiaaaHHs cTaHiB (0adu, nedadn),
e CHHXPOHI3aIIIO0 3/[I0HOCTEH Y MEPEIKEBOMY CEPEIOBUIIII.

g miacucTema € KIIUOBUM MPUKIAIOM MOJTYIBHOCTI, OCKUIBKH 3A10HOCTI ICHYIOTh

HEe3aJIeXKHO B iepcoHaxa uu Pickup-00’exTiB.
4. Ilincucrema 360py mpenmetiB (Pickup Subsystem)

CreunianbHi 00’ €KTH Ha KapTi JO3BOJISIOTH TPABLIEBlI OTPUMATH BUIIAJKOBY 310HICTb.

ApxitekTypa noOynoBaHa Tak, I1o:

o Pickup He 3Ha€ po KOHKPETH1 3/110HOCTI,

 BIH JMIIe TeHepye noairo “GiveAbility”,

« AbilitySystemComponent BuOupae 3410HICTb 13 ITyTy JTaHUX.
Take pilIeHHS MIHIMI3Y€ 3aJI€KHOCTI MIXK CUCTEMaMH.
5. [Tliacucrema 30H BruinBy (Area Effect Subsystem)
BuxopuctoBye 6a3oBuii kinac «AreaVolumey 1 peanizye:

o edeKTu Ha BXO/l B 00J1aCTh,

o edexTu mig yac nepedyBaHHA B Hiil,
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e CKacyBaHHs €(EKTIB MICJIsI BUXOY.

Jlorika BrumBYy peanizoBaHa uepe3 GameplayEffect, mo 3abe3neuye mnoBHY

Y3TOKEHICTH 3 MIICUCTEMOIO 3110HOCTEH.
6. [lincucrema 3maranasHOTO irpoBoro mpoiecy (Race Logic Subsystem)
Bxurouae:
e CHCTEMY YEKIIOIHTIB,
e peecTparliio mporpecy rpa,ii,
¢ MIJpaxyHOK OaJiB,
e JIOTIKY BU3HAUEHHS IEPEMOXKIIS.

Ils migcucremMa 130/150BaHa Bl 3M10HOCTEH 1 HE 3aJIC)KHUTh Bij MiJCHCTEMHU BILIMBIB,

10 POOUTH ii THYUYKOIO Ta PO3IIMPIOBAHOO.
Kiient—cepBepHa Mmojenb
ApXiTeKTypa I'pyd BUKOPUCTOBYE cTaHIapTHY Monenb Unreal Engine:
Cepsep:
o 30epirae aBTOPUTETHHI CTaH T'PH,
o 00poOIIsL€ mepecyBaHHs TPaBIIiB,
e KOHTPOJIIO€ aKTUBAIIIIO 37[I0HOCTEM,
e TIEPEBIpPsI€ YMOBU JOCATHEHHS YEKITOIHTIB,
e BHUKOHYE JIOTIKY 3MarajibHOTrO Ipoliecy.
Cepgep 3amnobirae maxpaicTBy Ta 3a0e31edye y3roPKeHICTh MK yciMa KIIIEHTaMHU.
Kiientu:
e BIAMPABIAIOTH 1HGOPMAITIIO PO BBIJI TPABIIA,
o BHUKOHYIOTH JIOKaJbHI nependaueHHs pyxy (client-side prediction),

e OTPUMYIOTh OHOBJICHHS CTaHy BiJ cepBepa.
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KrienTn He mpuiiMaroTh KPUTUYHHUX PIIICHb MO0 I'POBOI JIOTIKH, IO BIAOBiIA€E

NPUHIUIIAM O0€3MEeYHOTO MYJIBTHILICEPA.
Poi cepBepa 1 kimieHTiB y kKoHTekcTi Gameplay Ability System
GAS mae BracHy MepeXEBY MOJEb:
o CepBep KOHTPOJIOE aKTUBAIIIIO 3I0HOCTEH Ta 3aCTOCYBaHHS €(EKTIB.
« Kiient BiamoBigae 3a Bizyaiizailito Ta MornepeaHto o0poOKy BBOY.
o Pemmikamis GameplayEffect, AbilityTags Ta cTaniB BigOyBaeTbCsi aBTOMaTUYHO.
VY IpoeKTi LIe JO3BOJIUIIO:
e CHHXPOHI3YBaTu €(PEKTH YIOBUILHEHHS, IPUCKOPEHHS Ta MEPEIIKOI;
o 3a0e3Ne4nTH KOPEKTHY poOOTYy 310HOCTEMH, 110 BIUIMBAIOThH HA 1HIIIUX T'PABIIiB;
e TapaHTyBaTH CIPABEAJIUBICTH 3MarajibHOTO MPOLIECY.

ApXITEKTypa 1rpOBOT0O 3aCTOCYHKY MOOyJOBaHAa HAa OCHOBI YITKO CTPYKTYpPOBaHUX
MIJCUCTEM Ta BIANOBIAE TPHUHIIMIIAM, OMHCAHUM Y Jpyromy posnauii. Bukopucranus
MOJZIYJIbHO1 CTPYKTYpPH, KIleHT—cepBepHOi Mojeni Ta Gameplay Ability System 3abe3neuye
MacITabOBaHICTh, THYYKICTh 1 PO3IIUPIOBAHICTD IpH.
3anpornoHOBaHe AapXITEKTypHE PIMIEHHS CTBOPIOE HAAIMHY OCHOBY MJisi TOAAJIBIIOTO
BIOCKOHAQJICHHS  MEXaHiK, JOJaBaHHSI  HOBHX MOXIUBOCTEH 1  MPOBEICHHS

EKCIIEPUMEHTATILHUX TOCTKeHb, OMTMCAHUX Y HACTYIHHX M1IPO3/I1IaX.

3.2 Peaunizanisi irpoBUX MeXaHiK

PeanizoBani irpoBi MEXaHIKH y MPOEKTI IPYHTYIOThCS Ha MPUHILIMIIAX MOIYJIBHOCTI,
MMOBTOPHOTO BUKOPHCTAHHS KOMITIOHEHTIB Ta MiHIMAJIBHOI 3B’ s13aHOCTI miacuctem. KoxkHa 3
MEXaHIK — CHCTeMa IEepPEroHiB, CHUCTeMa MiApaxyHKy OajiB, cucTeMa 3a10HOCTel Ta
30upaHHsl 00’€KTiB — MOOy/I0BaHA TaKMM YHMHOM, HI00 ii MOXHa OyJ0 He3aJekHO
pO3IIMpIOBaTH, MOIM(DIKyBaTH Ta IHTETPYBATH 3 THIIMMH €JIEMEHTaMU TpU. ApPXITEKTypHA
OCHOBA, 3aKJjajieHa y MOIMEpPeIHIX Po3aiiax, 3a0e3neuye y3roJKeHiCTb pOOOTH CUCTEM Ha

cepBepi ¥ KITEHTI, a TAKOXK MIATPUMKY MacCIITa0OBaHOCTI.
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Peanizaliisi cuctemMu neperoHiB 1 UEKMOIHTIB

Cucrema TmeEperoHiB € OCHOBOIO TreiMIuieto. IrpoBHil piBeHb CKIIAa€Thbead 3

MOCJTITOBHOCTI YEKMOIHTIB, PO3MIIICHUX y MPOCTOPI TAKUM YUHOM, III0O BHU3HAYATH IILJISX

1o (inimry. ['paBenib MOBUHEH MPOUTH BC1 YEKIOTHTH Y MIPABUIIBHOMY TOPSIIKY; BIAXMICHHS

a00 TIPOITYCK MPOTIOPITIAHO BIIMBAE HA PE3YJIBTAT.

ApXITEeKTypH1 0COOJMBOCTI peaizarii:

1.

YekmoinT SIK HEe3aJIeKHUN aKkTop
KoyeH 4eKNOIHT peasi30BaHO K aBTOHOMHHUM aKTOp, 10 MICTUTh TPUTEPHY 30HY,
00poOHHK 11 (01015 BXOZY Ta 1HJEKC MOPSIAKY.

YeKIo1HT HE MICTUTB JIOT1KU MIIAPaxXyHKy O4OK — JIMIIE TeHEPYE MOIO.

CepBepHa 00poOKa mporpecy
[lepeBipka MpaBUIIBHOCTI MPOXO/KEHHS BUKOHYETHCS BUKIIOYHO Ha CepBepl, LIO

YHEMOXKJIUBIIIOE MaHIMJIAIIT Ta 3a0e31euye CrpaBe/JINBICTb.

306epiranHs nporpecy B PlayerState

Kosken rpaBsenis mae BrnacHuii 00’ ekt PlayerState, y sikomy 30epiraerbcs:
o HOMEpP OCTaHHBOTO MPOUECHOTO YEKITOIHTA,
o KUIbKICTb OTPUMaHMX OaJiB,
o 3aralibHUW MPOrpec.

[TomieBa MOJIEJIb
UYeknoiHT Haacwiae curHan — GameMode oOpobmnsie — PlayerState oHoBIIOETHCS

— HUD Bino6paxae.

Lle no3Bose:

JIETKO J07[aBaTH HOB1 TUIIHA YEKITOIHTIB (YCKIIAAHEH1, TAltMEpHi, KOMaH/IH1 ),
3MIHIOBATH JIOTIKY 0aiiB 0€3 3MIHU apXITEKTypH PIBHS,

CTaHJapTU3YBaTH MEXaHIKy y paMKax 3MarajibHOi CUCTEMH.

Peanizariis cucteMu nmigpaxyHky OaiiB
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Cucrema HapaxyBaHHs OB € KIIFOYOBOIO JUIsl BUSHAYEHHS MEPEMOXKIIS, OCKITBKH

nepeMora MOKJIMBa HE JIMIIIE 3a JOTIOMOTO0 (DiHINTY, a i 3a paXyHOK KiTBKOCTI OTPHUMaHUX

O4YOK.

[Tigxia qo peanizartii:

1.

2.

Kosken gekmnoinT mae ¢ikcoBany ab0o KOH(IrypoBaHy KUTBKICTh OaTiB.

[lepmmii rpaBeib, SIKMM MPOXOIUTH YEKIOIHT, OTPUMYE OOHYC, IO peali3y€eThCs

yepe3 mexani3M “First Arriver Marking” Ha cepBepi.

Vs norika nmiapaxyHKy OajiB MOBHICTIO 130Jdp0BaHa B GameMode 1 PlayerState, 1o

T03BOJISIE:
o JIETKO 3MIHIOBAaTH aJITOPUTM HapaxyBaHHS,
o Jl0ofaBaTH HOBI THUIIM OYOK (3a 4ac, 3a B3a€MOJIIO 31 3/[I0HOCTAMM),
o HE MOPYIIYBaTH 1HIII MEXaHIKH.

banancyBanus peanizoBaHo uyepe3 data-driven miaxin — 3HaueHHsS OaliB

30epiraerbes B CTpykTypax ganux (DataAssets abo Tabmuill mapameTpiB).

Peanizarist cuctemMu 300py Ta BUKOPUCTAHHS 3010HOCTEH

[Is cucremMa € KIIOUOBOIO 3 TOYKM 30py AapXITEKTypHOTO BIOCKOHAJICHHS.

Bona nemonctpye, sik Gameplay Ability System no3Bosse:

M1HIMI3yBaTH 3B’ I3aHICTh,
CTaHJapTU3yBaTH IrPOBY JIOTIKY,
CTBOPIOBATH MOAYJIbHUI IrpOBUH (DyHKITIOHAI.

CucreMa CKJIaIa€ThCs 3 TPhOX HE3AJIC)KHUX KOMITOHEHTIB:

1. Pickup-06’exTu (36ip mpenMeTin)

Pickup peamnizoBaHoO Ik IpOCTUI TpHUTED:
BiH BUSIBJISIE TIOTPAIUISTHHS TPABIISA B 00JIACTh,
reHepye moito “3amut 3110H0CTI”,

cam HE 3Hae, siky 3110HICTB Oyzie OTpUMAaHO.
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[e BaxsiMBa apXiTEKTypHA OCOOIMBICTh — MPEAMET HE MICTHTD JIOT1KU 310HOCTEH.
Pickup:

e MOXe OyTH JIETKO CKOITIHOBaHUH,

e MOJKE MaTH CBill BJaCHUM yac BIAHOBJICHHS (respawn),

e TIPAITIO€ BUKJIIOYHO HA PiBHI MOIIN.

2. BunagkoBe HamaHHS 3M10HOCTEH

VY rpi 3aCTOCOBAHO MEXaHI3M BUIAIKOBOIO BUOOPY 3A10HOCTI 3 MyITy.
[1yn 36epiraerbes y BUITISAL

o TaOJWIll JaHHX,

« abo macuBy GameplayAbility kmacis.
Lle no3Bosie:

e JI07aBaTH HOBI 3110HOCTI 6€3 3minu joriku Pickup,

o KOH(IrypyBaTH pi3Hi piBHI CKJIATHOCTI,

e KOHTPOJIOBATH PIJKICTh 311I0HOCTEN Y MaillOyTHHOMY.

3. Bukopucraunns 3a10H0cTel yepe3 Gameplay Ability System

KosxHa 3110HICTS:

e € HE3aJCKHUM MOIYJIEM,

« axTtuByeTbes uepes AbilitySystemComponent,

o MicTUTh BacHuM HaOip GameplayEffects,

« Mae Gameplay Tags 17151 KOHTPOJIIO CTaHIB,

e MOJKE B3a€EMOJISITH 3 IHITUMU TPABLISMHU.
VY rpi 3110HOCTI MOXKYTb:

e YCKIIQTHIOBATH PYX CYIIEpHHUKA

o TIOKpAIyBaTH XapaKTEPUCTUKH TPABIIS,

e CTBOPIOBATU TUMYACOBI MIEPEIIIKO/IH.
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Taxox peanizoBaHe oOMeXEeHHs J0 BOX 3A10HOCTeM, sike miaTpumyeThes: ASC 1 He

noTpedye CKIaTHOTO KOIY.
CuHXpOHI3aIlisg 3110HOCTEH Y MEPEKEBOMY CEPEIOBHIIII
OckiJIbKH Tpa € 6araTOKOPUCTYBAIbKOIO, BAXIIMBY POJIb BIIITPAE:
o perutikaiis eexTis,
e CHHXPOHI3allisl 3MIH CTaHYy,
¢ KOpEKTHa 00pOoOKa B3a€MOJIIN MiXkK KITIEHTOM 1 CEPBEPOM.
GAS Hanae:
« aBromaruuny perutikaimito GameplayEffects,
o TIOBHY CEPBEPHY aBTOPUTETHICTb,
o KOPEKTHE OHOBJICHHS CTaHIB IMEPCOHAXKa HA KJIIEHTAX.

Ile MO3BONIMIIO YHUKHYTH PO3CHMHXPOHI3allli HaBITh y BHUIAJIKaxX IIBUIKOI 3MIHU

e(EeKTIB UM OJHOYACHOTO 3aCTOCYBAHHS KIIBKOX 3710HOCTEH.

Peasnizariisi irpoBUX MEXaHIK y MPOEKTI 3aCHOBAHA HAa MOJIYJbHIM apXiTEKTypi, 110
Oyna BU3HaueHa y JApyromy po3auii. CUCTEMH TIEPETOHIB, MiAPaxyHKy OaiiB Ta 3M10HOCTEH
JEMOHCTPYIOTh 3aCTOCYBAHHS MPUHUUIIIB PO3IIMPIOBAHOCTI Ta 1HBEPCIi 3aJ€KHOCTEM.
B3aemozis Mixk mijicucTeMaMu opraHi3oBaHa 3a JOTOMOTO0 MojieBoi Mojeni Ta Gameplay
Ability System, 1o 3a6e3mnedye rHy4KiCTh, MacIITA0OBaHICTh Ta JIETKICTh Y MOAAIBIIOMY

PO3BUTKY IIPOEKTY.

3.3 Peanizauis macmiTadlyBaHHSl HA MPHUKJIAAAX

OnHi€er0 3 KIIOYOBUX IIJICH pO3pOOJICHOI METOMUKH € 3a0€3MEeUSHHS MOMKIHMBOCTI
MaciTabyBaHHS apXITEKTypH IFPOBOT0 3aCTOCYHKY 06€3 HeoO0X1THOCTI Moaudikallli 6a30BUx
KOMIIOHEHTIB cucteMu. JIis TmepeBipkd e(QEeKTUBHOCTI MmAXoay OyJno MPOBEIACHO
EKCIIEPUMEHTAIbHE PO3IIMPEHHS (DYHKIIIOHAILHOCTI TPHU NUISIXOM JIOJIaBaHHS HOBHX

310HOCTEHN, HOBUX 00JIacTel BIUIMBY T4 HOBUX MEXaHIK B3a€MOIii, IPUUOMY AJIPO CUCTEMU
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3aJIMIIaJI0CsA HE3MIHHHUM.

VY oMy miapo3aiii HaBeJAeHO pe3yIbTaTH TaKol €KCIIEPUMEHTAIbHOT IEPEBIPKH.
JlomaBaHHS HOBHX 310HOCTEH

Buxopucrtanus Gameplay Ability System qo3Bonmiio peanizyBaTu MEXaHiKy, y SKid
KOXKHa 3M10HICTh ICHY€ SK OKpEMHUI MOMAYJb, IO HE 3aJEeKUTh Bif pemrtu cucremu. Lle
O3HaJae, 110 HOBI 3M1I0HOCTI MOXYTh OyTH JoaaHi Oe3 3MiH y Kiacax rpasis, Pickup-

00’exTiB ab0 icHyrounx Ability-kiacis.
[Tpuknan macmrabyBaHHS: J0JJaBaHHS HOBO1 3/110HOCTI

VY paMkax ekcrepuMeHTy OyJI0 T0JaHO KiJIbKa Pi3HUX 3a MPUHIIUIIOM JIii 3410HOCTEH,

30KpeMa:
e 310HICTb, 110 YIOBUIHHIOE 1HIIIOTO IPaBIIs;
o 3110HICTb, IO CTBOPIOE TUMYACOBY MEPEIIKOTY Ha PIBHI;
¢ 3110HICTb, IO JIA€ TPABLIEB] KOPOTKOYACHE MPUCKOPEHHH.
[Ipotiec nomaBaHHs HOBOT 3110HOCTI CKJIAJABCS JIUIIE 3 TAKUX KPOKIB:
1. CrBopennst HoBoro kiacy Ability (HacaigyBanHus Bij 6a3oBoro GameplayAbility).
2. HanamryBanns BignoBigHoro GameplayEffect.
3. Buecenns uporo Ability y myn noctynnux 3ni0Hocteit Pickup-o6’ekra.
KomHux 3miH y:
e KJIACI MEpPCOHAXKA,
« AbilitySystemComponent,
« JIorimi B3aemonii 3 Pickup,
e CHCTEMI MiIPaXyHKYy OYOK,
e MEPEXKEBIN CTPYKTYpi rpu
He OTP10HO OYyJI0 BHOCHUTH.
TakuMm grHOM, cucTeMa 310HOCTEH MATBEpUIa CBOXO MOAYJIBHICTh 1 THYYKICTb.

JlonaBaHHsl HOBUX 00JIaCTel BILUIMBY
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JlpyruM mpUKIagoM MaciiTaOyBaHHS CTaJO CTBOPEHHS HOBUX THUIIIB 30H BIUIHUBY.

OckiJibKH y Tpi pealizoBaHo 06a30Bull kiac «AreaVolumey, sikuil BU3HAYaE:
o TIOMIT BXOLY,
o mofii mepeOyBaHHS,
e TIOAIT BUXOMY,

a TaKoXX HajJae YyHiBepcalbHM 1HTep(deiic s 3acrocyBaHHs GameplayEffect,

J0AaBaHHS HOBOI 30HHU BIUIMBY CTAJIO 3aBAAHHSM, 0 HE MOTpeOye 3MiH Y KOJOBI 0a3i.
[Tpuknan macmraOyBaHHs: HOBa 30HA 3 MEPIOANYHUM Jebadom
Byno ctBopeHo obinacts, sKa:
e KOXHI KIJIbKa CEKYH/] HaKJIajana Ha rpaBis gedad,
¢ 3MECHIIIYBaJia MIBUIKICTD,
« 1 Moma koH(pirypysarucs yepe3 GameplayEffect.
Jlyist peanizaiiii IbOro MexaHi3My MOTPIOHO BUKOHATH JIMIIIE:
1. CrBoputu HOoBuii Blueprint abo C++ kiac, mo Hacninye AreaVolume.
2. Tlpuznauntu GameplayEffect, sskuii Mae 3acTOCOBYBATHUCH.
3. HanamryBaru iHTepBan €deKTy y BIACTUBOCTSIX 00’ €KTA.
Baxnuso, 110:
 JIOTIKa BXOMY/BUXOMY BXKE € Y 0a30BOMY KJIaci;
o ASC camocrTiitHO 00p00JIsie 3aCTOCYBaHHS Ta 3HATTS €(DEKTiB;
o 1HIII MEXaHIKHU IPU HE 3a3HAIIN KOJAHHUX 3MiH.

Takum yuHOM, cucTeMa 00JIacTel MiITBEpAnIa CBOIO 3AaTHICTh JI0 MacIITaOyBaHHS

0e3 pedaKkTOpUHTYy.
MacmrabyBanus 6e3 Moaudikariii sjpa CUCTEMU
ExcniepriMeHT mokasas, 1110 3aBIsSKH MTPaBUIILHO OOpaHiil apXiTEKTypi:

o sapo rpu (Character, GameMode, ASC) He notpeOye 3MiH,
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e IMMJCUCTEMH PO3IIUPIOIOTHCS HE3ATIEHKHO,
e YCi1 HOBI MEXaHIKH IHTEIPYIOTHCS Yepe3 YITKI KOHTPAKTH.
Lle cTano MOXIUBUM 3aBISKH:
e PO3IUICHHIO BIAMOBIAAIBHOCTI MIXK ITiICUCTEMaMH,
« data-driven migxony (yci HajmamTyBaHHS — Y JaHUX, HE Y KOJ1),
« Buxopucranuio Gameplay Tags a1 BUSHaYEHHS MMOBEIIHKH,
e MIHIMI3aIl MDKMOIYIBHUX 3aJICKHOCTEH,
e TIOJI€BIM MOJIETT B3a€MOII.
[TinTBepmxenns npuniuiy “Open-Closed”
Yci HaBeieH1 pO3IIMPEHHS] BUKOHAHO 32 MPUHITUTIOM:
CUCTEMA BIJKpHUTA IS PO3IIUPEHHS, alie 3aKpUTa JIJIsi MoaudiKaIlii.

XKonen 0azoBuil KJ1ac HE OyB nepenucaHui.
Konna ICHyIOUa MeXaHiKa HE Oyna MOpPYyLIEHA.

Ve norika iHTerpyBaiacs 4epe3 iICHyr4u1 TOYKA PO3LIUPEHHS.

[IpoBeneHi eKCHEPUMEHTAIbHI PO3MIUPEHHS TPOAEMOHCTPYBAIM €(PEKTUBHICTh
3alpONIOHOBAHOI METOIMKHU MPOEKTYBAaHHS. 3aBIAKU BHKOpUcCTaHHIO Gameplay Ability
System, aOcTpakiiii sl 30H BIUIMBY Ta MOJAYJIBHOI CTPYKTYpPH I'pU CTAJIO MOXKIMBUM
J0JJaBaTH HOBI €JIEMEHTU TredMIUIel0 0e3 HEOOXIAHOCTI pelaryBaTd sIAPO 3aCTOCYHKY.
Lle miaTBEepaMiIO sIK MaciITabOBaHICTh apXITEKTypH, TaK 1 il TOTOBHICTh O MOJAIBIIOIO

PO3BUTKY y MalOyTHIX MPOEKTAX.

3.4 AmHani3 pe3yJbTaTiB eKCIIEPUMEHTY

ExcniepuimenTanbHe JOCHIKEHHS, TPOBEACHE B paMKax peajizaili 1rpoBOro
3aCTOCYHKY, JO3BOJIMJIO OIIHUTH €()EKTUBHICTD 3aITPOIIOHOBAHOT METOIUKH BJOCKOHAJICHHS
apxitektypu Ha pymrii Unreal Engine 5. Po3mupensst GyHKIIIOHaIBHOCTI, 10aBaHHSI HOBUX

3M10HOCTEH, 30H BIUIMBY Ta 3MarajbHUX MEXaHIK MOKa3ajo, 10 apXiTeKTypa, moOynoBaHa
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Ha MPUHIMIAX MOAYJIBHOCTI, MoaieBid Mmoaeni Ta Gameplay Ability System, € criiikoro 10

3MIH Ta TOTOBOIO J0 MaCHITa6YBaHHSI.

Y 1mpoMy MiIpO3Aiial HaBEAEHO IMiJCYMKOBY OLIHKY CKJIaJHOCTI PO3LIMPEHHS,
MOPIBHSHHA 3 TPAAUIIMHUMHU MIIX0AaMU Ta BHU3HAYEHO KJIIOYOBI OOMEKEHHS, sIKi OyJ10

BUSIBJICHO TI1]] 9aC €KCIICPUMEHTY.
O1iHKa CKJIAIHOCT1 PO3IIMPEHHS CUCTEMH

Pesynpratm mokazanmm, IO 3alpolOHOBAaHA apXiTEKTypa 3a0e3ledye 3HAuYHE
3HMKCHHSI CKJIQJIHOCTI PO3IIMPEHHS Yy TIOPIBHSHHI 3 MOHOJITHOIO a0o c¢iabo

CTPYKTYPOBAHOIO apXiTEKTYpPOIO.
BaxxnuBi XapakTEepUCTHKH, TIATBEPKEH] €KCIEPUMEHTATBHO:

1. He3zanexHicTh MOJTYJIIB
Hogi 3110HOCTI, 30HM BIUIMBY Ta MpaBuiia MiJpaxyHKy OalliB MOXKHA J0JaBaTH 0e3

3MIHM ICHYIOUMX KJIaCiB MEPCOHAXKA, JIOTIKHU PYXY UM CEPBEPHOTO KOHTPOIIIO.

2. 3MEHUIEHHSA o0cary KOZLy pu PO3LIMPEHHI

V OUIBIIOCTI BUITQJKIB JOJAAaBaHH HOBUX MEXaHIK BUMAarajo:
o CTBOpEHHS HOBOTO Ability-kiacy,
o crBopeHHs GameplayEffect,
o HanamryBaHHs DataAsset.
Ile 3Ha4HO cripoIye MacmTabyBaHHS Ta CKOPOUYE Yac PO3POOKH.

3. TligBumeHa CTaOUIBHICTH CHUCTEMHU
OCKUIBKM pO 3aCTOCYHKY HE MOAM(IKYETHCS, PU3UK BUHUKHEHHS MOMUIIOK,

OB’ SI3aHUX 3 PErPECI€l0, 3HAYHO 3MEHITY€ETHCS.

4. Bucoka a/Iali TUBHICTh y MYJBTUILIEEP]
GAS 3abe3rneuye KOPEKTHY peruiikailito e(eKTiB Ta CTaHiB 0€3 PyYHOTO JIOMHMCYBaHHS

JIOTIKH, 3MEHIITYIOYH KUTHKICTh TOMUJIOK TIPHM B3a€MOIIT 3 KIJTbKOMA KJTIEHTAMH.

[TopiBHAIBHUIN aHAI3 ApXITEKTYPHUX PIIIEHB
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[TopiBHSIHHS 3alIPOIIOHOBAHOT APXITEKTYPH 3 TPATULIHHUMH MIIX0JaMHU Yy pO3poOIi

1rop BUSIBUJIO HU3KY Tepear (tadm. 1.1).

Taommus 1.1

[TopiBHSIHHS apXiTEKTyp

Kpurepiit MoHoJtiTHa apXITeKTypa||3arpornoHoBaHa apXIiTeKTypa
3aje’kHICTh MK KOMIIOHEHTaMH || Brcoka MiHiMapHa
BapricTps po3mmpeHHs 3pocrae ekcrioHeHmiiHO | JIiHiiHa
CTIHKICTB 10 3MIH Hwuseka Bucoka
MacmraboBaHICTh OOwmexena Bucoka

VY MOHONIITHHUX cucTeMax MoJu(ikalis MEXaHIK 4acTO BHUMAarae IMepenucyBaHHS

MOB’SI3aHUX KOMIIOHEHTIB. Y 3alpONOHOBaHIM apxiTekTypi 3aBiasku GAS Ta moieBii

MOJ€JIl TAKOTrO HE BUHUKAE.

2. IlopiBHAHHS 3 KJIACHYHUM KOMIIOHEHTHUM T17x010M 6e3 GAS

be3 Bukopucranns Gameplay Ability System MexaHiku 3a3BHuail peanizyroThCs

qepes:

e PpYYHI 3MIHU CTaHiB,

e TMpPsIMi BUKJIUKHA METOJIIB MIEPCOHAXKA,

e JIOTIKY, PO3MOJIJIEHY MK KUIbKOMA KJlaCcaMu,

o JyOJFOBaHHS KOTY.

Le ycknaaHioe TIATPUMKY 1 MacIITa0yBaHHS.

VY apxitekrypi:

« cTaH 30epiraeThcs HeHTpanizoBaHo B ASC,

o edekrtu yHI(DIKOBaHI 4yepe3

GameplayEffect,

« 3110HOCTI 130Jb0BaHI # JIETKO PO3LIUPIOIOTHCA,

e BCs JIOTIKA IHTErpallii CTaH1apTU30BaHA.

Taxum unnoM, GAS 3a6e3meuye 3HaYHO OUIBIITY CTPYKTYPOBAHICTh Ta THYUYKICTb.

OOMexeHHsI 3aITPOTIOHOBAHOT METOIUKHU
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[Tonpu uKclieHHI mepeBary, JOCTiKEHHS BUSBIIIO HU3KY OOMEXEHB Ta MOTEHITIHHAX

CKJIQJHOIIIIB, XapaKTEPHUX JJI apXiTEeKTypH, MoOynoBaHoi Ha GAS Ta MomieBUX MOJAEISX.
1. CxiagHICTh MOYAaTKOBOTO BIPOBAIKEHHS
bazoBe HanmamryBanHss GAS BuMarae:
e CTBOPEHHS KOMITOHEHTIB,
e CHCTEMHM aTpUOYTIB,
e CTPYKTYpH €(EeKTiB,
¢ BIAMNOBIAHOI 1€papXIii KJIACiB.
Jj1 HeAOCBITYEHUX PO3POOHUKIB 11€ MOKE OyTH CKIIQAHUM ITOPOTOM BXOZY.
2. 3aneXHICTh BiJ KOPEKTHOI poOOTH TET1B

Gameplay Tags BHUCTYTIAIOTh KPUTHYHUM €JIEMEHTOM CUCTEMH.

HeBipHO HanamroBaHuM TEr MOXe:
o OnoKyBaTH 3110HICTD,
e BHMKJIMKATU KOH(QIIKT €(EKTIB,
e CIPUYMHUTH HETMepen0auyBaHy MOBEIIHKY.
Ile BUMarae 4iTKOi cTaHJApPTHU3ALli TEr1B y KOMaHAHUX MTPOEKTAX.
3. [loTenmiiinuii picT CKJIAHOCTI NP BEIHMKINA KUIBKOCTI 3/110HOCTEHN
Xoya cuctema JI03BOJIsI€ MacIITabyBaHHsI, MPU JIECATKAX a00 COTHSX 3/110HOCTEI:
e BHUHHKae morpebda y kiacudikartii,
o TpYyIlyBaHHI €(EKTiB,
e aBTOMAaTH3aIlli OasaHcy.
Ile He € HEMOMIKOM apXITEKTypH, ajie TOTPeOye TOMATKOBUX IHCTPYMEHTIB.
4. IIpolyKTUBHICTh Y CKJIQJTHUX MEPEKEBUX CLICHAPISIX

GAS € edexTruBHO0, ajie il IHNTeHCUBHE BUKOPUCTAHHS Y MIBUAKUAX 3MarajlbHUX 1rpax
MOXKE€ CTBOPIOBaTM HaBaHTaXXEHHs Ha perunkaiito. lle morpeldye onTumizamii npu

301JIBIIIEHH] KIJIBKOCTI TPaBIIiB.
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AHani3  pe3ynaprariB  eKCHEPUMEHTAIbHOTO  PO3MIMPEHHS  JOBOAMTH, IO
3aIPONIOHOBAaHA METOIUKA BIOCKOHAJICHHS apXiTEKTYpH irpPOBOTO 3aCTOCYHKY 3a0e3reuye
BHCOKY MacIITa0OBaHICTh, CTIMKICTh 10 3MIH Ta THYYKICTh y pO3pOOIll HOBUX MEXaHIK.
3aBnsku BuKopuctaHHio Gameplay Ability System, mnonmieBoi Mogem Ta  YiTKOi
CTPYKTypH3allii MiJCUCTEM CTaJl0 MOXJIMBHM JI0/IaBaTH HOBY (YHKIIOHAJIBHICTH 0€3

CYTTEBUX 3MiH y KO/IOBI/ Oa3i.

[Toripp meBHI OOMEXEHHs, 3arajbHa €(EKTUBHICTh TMIAXOAY IIATBEpPKEHA
MPAKTUYHUMU PE3yabTaTaMH, IO J03BOJISIE PEKOMEHIYBATH 3allPOTIOHOBAHY apXITEKTYpPy
JUISL 3aCTOCYBaHHSI y OaraTOKOpHUCTYBAallbKMX Irpax, OpPIEHTOBAaHWX Ha JUHAMIYHI Ta

PO3IIMPIOBaHI MEXaHIKH.

BucHoBOK

Y TperboMy po3aial Oylio TPOBEACHO MPaKTUYHY peajizallilo 3arpornoHOBaHOT
METOJIMKH BIOCKOHAJIEHHS apXITEKTYpH IrPOBOro 3acTOCyHKy Ha pymi Unreal Engine 5, a
TaKoXK 3/1MCHEHO EeKCIepUMEHTAIbHY TMepeBipKy ii edextuBHOCTI. PeamizoBana rpa
BUCTYIIWJIA JIEMOHCTPAIlIMHUM TPUKIAJAOM 3aCTOCYBaHHS MPHUHIUIIB MOMYJIBHOCTI,

PO3IIMPIOBAHOCTI Ta 1HBEPCIi 3a7I€KHOCTEN, BUKIAACHUX Y TCOPETUUHINA YACTHHI.

VY mianyuskTi 3.1 6yno copmMoBaHO apXiTEKTypHY MOJEIb ITPOBOTO 3aCTOCYHKY, 1110
BKJIIOYAE CTPYKTYPY HIJICHUCTEM, KIIEHT—CEPBEPHY OpraHizailito, po3MOAlT pojed MiIkK
cepBepoM 1 KI€HTaMu, a TakoX iHTerpamiro Gameplay Ability System y 3aranapHy
apxiTekTypy rpu. byino mokazaHo, 110 Taka CTPyKTypa 3a0e3rneuye YiTKe pOo3MeKyBaHHS
00OB’SI3KIB, Y3TO[JKEHICTh MEXaHIK Y MEPEKEBOMY CEpPEAOBHILI Ta MOXJIHUBICTh

130JTbOBAHOTO PO3BUTKY OKPEMHUX ITiJICHCTEM.

Y mianyskti 3.2 HaBe[AEHO peasizallil0 OCHOBHHMX IIpOBHX MEXaHIK: CHCTEMH
MEPETOHIB 1 YEKMOIHTIB, MEXaHI3My MipaxyHKy OalliB, CUCTEMH 3I10HOCTEH, a TaKOXK
MexaHizMy 30opy Pickup-o6’exTiB. 3actocoBaHi pimeHHs miaTBepawin, mo Gameplay
Ability System Ta nonieBa Mozienb B3a€EMOI1i O3BOJISIFOTH CTBOPUTH THYUKI i YHIBEpCalbHI

MEXaHIKH, SK1 JIETKO aJanTyIOThCS M1 HOBI BAMOTH, HE TIOPYIIYIOYH 1CHYIOYO1 CTPYKTYPH.
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VY mianyskri 3.3 Oyno 3aificHeHO MaciuTaOyBaHHsS MPOEKTY MUISIXOM JOAaBaHHS
HOBHX 3mi0HOCTEW 1 oOmacTeél BIUIMBY. EKCIiepuMEHT IMOKa3aB, IO 3alpOIIOHOBAaHA
apXiTEeKTypa Ja€ 3MOTy PO3IMIMPIOBATH (PYHKITIOHAIBHICTh CUCTEMHU 0€3 BHECEHHS 3MiH Y 1l
snpo. HoBi 3410HOCTI, 30HU BIUIMBY Ta IMOBEIIHKOBI MEXaHI3MH 1HTETPYBAIUCS BUKIIOYHO
gepe3 ©Oa3oBi aoOctpakiii, GameplayEffect Ta GameplayTags, 1o miaTBepmkye
BIJIMOBIAHICTh APXITEKTYpH MPUHIUIY BIAKPUTOCTI JO PO3LIMPEHHS Ta 3aKPUTOCTI 10

Moaudikarii.

VY mignyskTi 3.4 3m1iCHEHO aHANITUYHY OIIIHKY pe3y/bTaTiB eKcIepuMeHTy. byio
BHU3HAYEHO, IO 3alpONOHOBAaHAa METOIMKA JO3BOJSE 3HAYHO 3MEHIUUTH CKIAIHICTh
PO3UIMPEHHS, MIJBUIIUTU CTAOUIBHICTh 3aCTOCYHKY Ta 3a0€3ME€UMTH Kpalle KepyBaHHS
3aJIeKHOCTAMU MK KOMIIOHEHTaMH. OIHOYACHO BUSBIIEHO HU3KY OOMEXEHb, OB’ I3aHUX
13 MOYAaTKOBOIO CKJIaMHICTIO HamamTyBaHHS GAS, morpeboro craHjgapTuzailii TeriB Ta

HEOOXI1/THICTIO ONTHUMI3allil IPU BEIUKIN KIJTLKOCTI TpaBIiiiB a00 3A10HOCTEH.

VY CyKyIHOCTI pe3yJIbTaTu TPEThOTO PO3ALTY MOKAa3yI0Th, IO PO3pOOIeHAa METOANKA
HE JIMIIE € TCOPETUYHO OOTPYHTOBAHOIO, ajie¢ W JEMOHCTPYE BHUCOKY €(PEKTHBHICTh Ha
npaktulll. PeanizoBanmii irpoBuii 3actocynok Ha Unreal Engine 5 miaTBepauB 34aTHICTD
apXiTEeKTypH J10 MacmTaOyBaHHS, CTIMKICTh JIO0 €BOJIOLII Ta BIAMOBIAHICTE BHMOTaM

CY4YacHOI 1HKEeHepil MporpaMHOro 3a0e3MmeyeHHs.
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BUCHOBKHA

Y wmaricrepchkiii  kBamidikariiiHiii po6oti Oyia0o po3podbieHo Ta OOIPYHTOBAHO
METOJIUKY BIOCKOHAJIEHHSI apXITEKTypu 1rpoBoro 3actocyHky Ha pymii Unreal Engine 5,
Opi€EHTOBaHY Ha 3a0e3IMedYeHHs MacIITa0OBaHOCTI, MOJYJIBHOCTI Ta CTIMKOCTI [0
nojanbioro po3BuTKy. [locTaBieHa mera Oyla MOBHICTIO JOCATHYTa 3a pPaxyHOK
KOMILJIEKCHOTO JTOCHI/PKEHHSI TEOPETUYHUX, METOJUYHMX Ta TMPAKTUYHUX aCIEKTiB
noOyJOBH IFPOBOI aApXITEKTYypH, a TaKOX peali3alii MNporpaMHOr0 MPOTOTHILY, IO

MIATBEPAUB €()EKTUBHICTh 3alIPONOHOBAHUX PILIEHb.

Y nepmioMy po3nuti  Oylo  JOCHIKEHO TEOPETUYHI OCHOBH — apXITEKTYypH
MporpaMHoOro 3a0e3neyeHHs Ta OCOOJMBOCTI MOOYIOBHM IrpoBHUX pyuniB. BuzHaueHo
KJIFOYOB1 TIPHUHIIMIM, K1 BIUIMBAIOTh HA SKICTh apXITEKTYpH: MOIYJIbHICTh, THYUKICTb,
MaclITa0OBAHICTh, IHKAIICYJISLIS Ta HU3bKA 3B’ 3aHICTh KOMIIOHEHTIB. [IpoBenenuii anami3
Cy4yacHUX ITpOBHX PYIIIiB Ta, 30kpeMa, apxitektypu Unreal Engine 5 mokazas, mo UES
CTBOPIOE TOTYXKHI MOMJIUBOCTI JJi TMOOYJOBH KOMIUIEKCHUX ITPOBUX CHUCTEM, IPOTE

BHMarae 3acTOCyBaHHSI CUCTEMHOTO IIJIXO/Y JI0 OpraHi3allii irpoBOi JIOTIKH.

VY npyromy posaiiai chopMOBaHO METOAMKY BJIOCKOHAJICHHS apXiTEKTYpH IrpPOBOTO
3aCTOCYHKY IUISXOM BIIPOBADKCHHSI MPUHIUIIIB MOMYJIBHOTO TMPOEKTYBAHHS, ITOMI€BOI
Mozeni B3aemomii Ta BukopuctanHs Gameplay Ability System sk apXiTEeKTypHOTO siapa.
byno BH3Hau€HO BHUMOTIM J0 MacIITa0OBaHOI apXITEKTYpH, PO3POOJIEHO MIAXiA A0
PO3MOJILTY BIJIMOBIAIBHOCTEN MIXK MIJCUCTEMAMU, ONKMcaHo 1HTerpauito GAS y cTpykTypy
3aCTOCYHKY Ta c(pOpMOBAHO MpaBuiia MOOYIOBU PO3MIMPIOBAHUX ITPOBUX MEXaHIK HAa OCHOBI
aoctpakuiii, GameplayEffect Ta GameplayTags. 3anponoHoBana MeTo/Iuka Opi€HTOBaHA Ha
BIJIKPUTICTh apXITEKTYPH J0 PO3MIUPEHHS 1 11 3aKpUTICTH A0 MoAudIKaIliii, 10 BiAMOBIIa€e

Cy4acHHM BUMoOram iHxkeHepii [13.

VY TperboMy pO3Miai MPOBEASCHO peasizalilo apXiTeKTypH IrpOBOrO 3aCTOCYHKY-
MPOTOTUITY Ta 3MINCHEHO EKCIEPUMEHTAIBHE JOCHIKEHHS €(EeKTUBHOCTI PO3pOOJICHOT

METOIMKH. PeanizoBaHO CUCTEMY NEPETrOHIB, CUCTEMY YEKIIOIHTIB, MEXaHI3M MiAPaxXyHKY
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0a1iB, KOMIOHEHTH 300py 3M10HOCTEH 1 MOYJIBHY CUCTEMY IrpOBHUX yMiHb Ha 0a3i GAS.
JlocTipkeHHs oKa3alo, M0 T0aBaHHs HOBUX 3[10HOCTEH, 30H BIUIMBY Ta IOBEIIHKOBUX
MexaHIK He MoTpeOye 3MiHU 0a30BUX KJIACIB, a 3[IHCHIOETHCS 32 PaXyHOK CTBOPEHHS HOBUX
a0cTpakiiit 1 KoHpirypariifaux 00’ ekTiB. Lle miaTBepAMIO HU3bKY 3B’ SI3aHICTh KOMIIOHEHTIB

Ta BUCOKY THYYKICTb apXITEKTypH.

AHaJi3 pe3yabTariB IpoJEeMOHCTPYBaB, 1110 Bukopuctanus Gameplay Ability System,
nomieBoi momeni Ta data-driven migxomiB 3a0e3rnedye 1CTOTHE 3HUKEHHS CKJIaJHOCTI
MacImTaOyBaHHS, CHPOIIY€ MATPUMKY KOAY Ta 3MEHIIYE PU3UKHU TOSBU TIOMUJIOK MPHU
po3mpeHHi (QYHKIIOHAIBHOCTI. Pa3om 13 TumM Oyiio BH3HAYE€HO HU3KY OOMEKCHD,
MOB’A3aHUX 3 T[OYAaTKOBOK  CKJIQAHICTIO HajamTyBaHHA GAS, HeoOXiJHICTIO
crannaptuzaiii Gameplay Tags Ta MOXJIUBUMH HaBaHTAKCHHSAMH Y CKIATHUX MEPEKEBUX

CIIEHaPIsX.

VY3aranpHIOIOUM OTPUMaHI Pe3yabTaTH, MOKHA CTBEP/KYBaTH, IO 3alpOIlOHOBaHA
METOJIMKA BJJOCKOHAJICHHS apXITEKTYPH IrPOBOTO 3aCTOCYHKY € €()EKTUBHOIO Ta IPAKTUIHO
MPUIATHOIO JI1 PO3POOKHM OaraToKOpuCTyBalbkux irpoBux cuctem Ha Unreal Engine 5.
Bona 3a0e3neuye MOXKIIUBICTD IIBUAKOT IHTErpallii HOBUX MEXaHIK, MOKPAIIye KEPOBAHICTh
MIPOEKTOM, MIJIBUIINYE SKICTh apXITEKTYPHUX PIIMICHb Ta CIPHUSE 3HUKCHHIO TEXHIYHOTO

Oopry B IIpoI1I€Cl PO3BUTKY 3aCTOCYHKY.

OtpumaHi pe3yapTaTd MOXYTh OyTH BHUKOPHUCTaHI y TMOMATBIIMX JOCIIHKEHHSIX
apXITEKTYpH ITPOBUX CHUCTEM, Y MPOEKTYBAHHI KOMEPLINHUX Ta HABYAJIBHUX 1TOP, a TAKOK
y PpO3pOOJICHHI METOIWYHUX MaTepialiB Il HaBYAJIbHUX JUCIUIUIIH 3 MPOTrpamMHOL

1HXEHepii Ta po3poOKH MPOTPAMHUX CUCTEM.
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Puc.3. Bumisag oxHiel 13 3a10HOCTEH

Puc.4. Burmsg kinacy irpoBoro nepcoHaxy
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