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AHoOTaNis. Memorw docniodcenns € CTBOPEHHS MPOEKTY Ha 6a3i irpoBoro
pymist Unreal Engine st BUKOpHCTaHHS B Kypci «Po3poOka KOMIT FOTEpHHX
irop» MpH MiArOTOBII iHXEHEPiB-IMPOrpaMicTiB Ta BUUTENIB iH(OpMaTUKH.
3adauamu Oocniddcenns € aHami3 MOXIHMBOCTEH irpoBoro pymris Unreal
Engine, BUBYEHHs irpoBHX MPOEKTIB Ha ioro 0a3i, po3pobka redMIuies Ta
KOHIIENIT-TUIaHy, TIPOEKTYBaHHS Ta MporpamMHa pealliamis irpoBOro MPOEKTY.
06’exmom 0Oocniddcenns € TIPOIleC HABUAHHS IH)KEHEPiB-TIPOTPaMiCTIiB Ta
BUYUTENIB IHPOPMATHKH. [Ipeomemom 00CiodiceH s € BAKOPUCTAHHS ITPOBOTO
pyurist Unreal Engine B kypci «Po3po0ka KoMII’ FOTEpHHX irop» MPH MiArOTOBLI
IHXKEHEpiB-NPOrpaMicTiB Ta BuuTeniB iHpopmaTtuku. B pobori mposeneHo
aHa;i3 MoximBocTeidl irpoBoro pymisi Unreal Engine, HaBemeno ommc
CTBOPEHOTO IrpOBOT0 MPOEKTY JUISi BUKOPHCTAHHA B SIKOCTI MPHKIaLy IIPH
HaBYaHHI PO3POOKH KOMIT'IOTEPHHUX irop. Pesyremamu 00CHioxHceHHA
IUTAaHYETHCS BHUKOPUCTOBYBaTH IIpH PO3poOIi HABYAIBHO-METOIUIHOTO
KOMIUIEKCY JAMCHUIUTIHA «Po3po0ka KOMIT'FOTEpHHX Irop» y paMKax
MiATOTOBKM OakanaBpiB Ta MmaricTpiB 3a crenianbHicTio 014 Cepenns ocita
(Inpopmatuka).

KarouoBi cioBa: cepenoBuiia po3poOKH KOMIT IOTEPHUX 1rop; irpoBi
py1uuii; HaBuaHHs (axiBuiB 3 iHpopmauiiHux TexHosorii; Unreal Engine.

O. I. Holub, N. V. Moiseienko®, A. V. Khominiatych. Unreal Engine
based projects in a course “Development of computer games”

Abstract. The aim of this study is the creating of Unreal Engine based
project for the use in a course “Development of computer games” at training of
engineers-programmers and teachers of informatics. Objectives of the study is
the analysis of possibilities of Unreal game engine, investigation game projects
based on it, development of gameplay and concept-plane, planning and
programmatic realization of computer game project. The object of research is
the process of training of engineers-programmers and teachers of informatics.
The subject of research there is the use of Unreal Engine tool in a course
“Development of computer games” at training of engineers-programmers and
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the teachers of informatics. In our work are conducted analysis possibilities of
Unreal game engine, described game project which created for the use for
example for studies of development of computer games. Results of the study is
planned to use for development of the educational-methodical complex of
course “Development of computer games” at training of bachelors and master’s
degrees after specialty 014 Secondary education (Informatics).

Keywords: programming environments for development of computer
games; game engines; studies of specialists on information technologies;
Unreal Engine.
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Komm’roTepHi irpy B Cy4acHOMY CBITI € He JIMIIE 3ac000M po3Bary, aje u
BEJIMKOIO YaCTUHOIO MacoBoi KynbTypu. Y 2011 pori Bizeoirpu 6ymu odiniiino
BH3HaHI BuJoM wmucTenTBa ypsgom CIIA Tta HamionanpHuM QoHIOM
mucrents CIHIA. My3seit cydacHOro MHUCTENTBa B HL}0-1710pKy mpUa0aB ISt
cBo€l kosekuii 14 KOMIT'IOTEpHUX irop, IO CTalu KIACHUKOI0, Cepell AKHX SIK
Spacewar (1962 poky), Ttak i Oimpm Bimomi The Sims Tta Portal [1].
Komm’totepHi irpu, momibHO A0 JiTepaTypH, Tearpy Ta KiHO, HEPEHOCATH
IpaBLiB B AJIbTEPHATUBHY PeallbHICTb, ajie 3 MOXKIIMBICTIO 3MiHIOBATH ii. Yum
pEANiCTUYHIIMMU CTAlOTh irpU, TUM OIIBIIOTO BOHU BHMArarTh BiJl
po3poOHUKa: Tpadika, CIOKET, eIEMEHTH ITYYHOTO 1HTEJICKTY B MOBEMIHII
MEPCOHAXKIB CTAIOTh BCE CKJIATHINIMMHU, TOMY OibIlla YacTHHA PO3POOHHKIB
BUKOPHUCTOBYE IrpOBi py1Iii, 06 MiABUIINTH €(heKTUBHICTH CBOET pOOOTH.

ITpu mobynoBi Kypcy «Po3poOka KOMI'IOTEpHHX irop» MU o0pamu 3a
OCHOBY JeKibka pymiiiB, 30kpema Unreal Engine. B mporeci mocmimkeHHs
MOXIIUBOCTEH I[OTO pylIist OyB po3pobienuii mpoekt «The lost humanityy,
SIKAH MOYe CIIYTYBaTH NPHUKJIAIOM IIPH pO3pOOIIi CTyICHTCHKUX MPOEKTiB. ['pa
«The lost humanity» HaeXUTh J0 KaHPY MIPUTOIH 3 BUIOM Bill TPETHOT 0COOH
(third-person adventure).

IrpoBwuii mpornec nomnsrae B AOCIIIKEHHI CBiTY TPaBLEM 3a JIOIIOMOTOIO
MepecyBaHHS [0 HAMpI3HOMAHITHINIMM JokamisM (puc. 1) 1 B3aemomii 3
iIrpoBUM OTOYeHHAM. Iliff yac MPOXOAXKEHHS TpaBelb 3yCTPIYaTUMEThCS 13
IPOCTUMH 3aBJAHHSAMH, TAKHUMU SIK: Ai3HATHCSA MpPaBWIbHY KOMOiHAIiIO 10
U(POBOTO 3aMKa, BIAIIYKAaTH PKEPENO >KUBJICHHS, OO YBIMKHYTH IIEBHI
MEXaHI3MH, 3HAHTH CIOCIO BIIKPUTH IIISIX HA HACTYNMHHH piBeHb. IrpoBuit
MPOCTip MOAIEHO HA YHIKaNbHI JIOKalii, KO>KHA 3 SIKUX Ma€ BJIACHY iCTOpiIo i
BiZlirpa€e BaXXJIMBY POJIb Y PO3YMiHHI 3araJibHOi KapTHHU irPOBOTO CBITY.
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0)
Puc. 1. Irposi nokarii

KirouoBi ocobmuBoOCTI TpH:

— IMHAMIiYHA CI0KETHA JIHis, 10 PO3KPUBAETHCS Y X0/ MPUTOJIH;

— ONOBiTaHHS Yepe3 OTOUEHHS (JOKAIlil HAlIOBHEHI ACTATISIMH, SIKI MOKYTh
PO3MOBICTH  ICTOPII0 JTAHOTO MICIl 1 JOHECTH JIO TPaBlsi CHOKETHY
iH(popMaLio);

— iHTepaKTUBHI eNeMEeHTH CBITy (AecaTku (aiaiB y KoMII'roTepax,
crioraji Jironed, 3amucku 1 ¢gororpadii JOCTYIHI A BUBYCHHS 1 OLIBII
TIIMOOKOT0 3aHYPEHHS B irpPOBHH CBIT);

— MopanbHui BUOip (3a mepediroM CroXKeTy IpaBIeBi HAICKUTh OOUPATH
OIIMH i3 JEKITBKOX BapiaHTIB PO3BUTKY IMOIiil, KOKEH 3 SIKMX MaTHME CBOI
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HACIIIKK TSI CBITY TPH);

—cyvacHa Trpadika (irpomii pymid Unreal Engine Hamae 0e3miu
IHCTPYMEHTIB AJ1s1 pOOOTH 3 Bi3yalbHOIO YACTHHOIO TPH).

Jns poborn Hanm rporo Oyio obpaHo irpoBuii pymii Unreal Engine 4
(UE4). UE4 — irpoBuii pyuriid, po3po0JIOBaHUH 1 TIATPUMYBaHUA KOMIIAHIEO
Epic Games. Hanncanuii MmoBoro C++, py1iiii 103B0JIsSI€ CTBOPIOBATH 1TpH TSt
6impIocTi onepaniitaux cucteM i miuardopm: Microsoft Windows, Mac OS,
Linux, xoncoueit PlayStation 3, PlayStation 4, Xbox, Xbox 360 [2].

Cuctema Visual Scripting Blueprints — nie ckpunroBa cucrema B UE4, sika
npezcTaBisie coboro BizyanbHuil iHTepdeic IS CTBOPEHHS CIEMEHTIB
redimmiest (puc. 2). Cucrema pgyke THyYKa Ta TIOTYKHA, 1 JIO3BOJISIE
Iu3aiiHepaM ~ BUKOPHUCTOBYBAaTH  KOHICHIIO 1 TOBHHHA  MOTEHIAN
nporpamyBaHHs. Blueprints BUKOPHCTOBYEThCS AJIi CTBOPEHHS MOBENIHKH 1
B3aeMomii 3 00’exkTamu, 3MiHH iHTEp(EHCiB KOPHCTyBada, HAJAIITyBaHHS
€IIEMCHTIB KEepyBaHHS BBEICHHSIM, TECTYBAaHHS 32 JOIIOMOTOI0 HOTYXHOTO
BOYJIOBaHOTO HaJaroJKyBaya.

Puc. 2. Penakrop Blueprints

Takox o ynkuionany UE4 BigHOCATBCS:

— ¢oTopeani3M y pealrbHOMY 4aci, 110 SBIsiE€ cO0010 (i3UYHMIA PEeHIEPIHT
Unreal Engine, sxuif 103BOJNSI€ 3aCTOCOBYBAaTH PO3IIMPEHI MapaMeTpu
IuHaMmivHOi TiHi. BimoOpakeHHs Ha eKkpaHax 1 KaHaJd OCBITJIICHHS
3a0€3MeuyI0Th THYUYKICTh 1 €()eKTUBHICTb JUIsl CTBOPEHHS Bi3yaJbHO TapHOTO
pe3yibTaTy;

— ¢iznuHo kopekTHi Marepianu (Physically Based Materials), no sikux, B
CBOIO 4epry, BimHOCATBHCs (i3uuHo kopekTHi 3ariHeHHs (Physically Based
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Shading), mo o3Ha4yae MOEIIOBAaHHS CBiTJIA, OLTBII Bi3yaIbHO HAOJMKEHOTO
JI0 BUIJIAZy B pEaIbHOMY CBITi, HA OCHOBI peaJbHHUX (hI3WYHHX TapaMeTpiB.
KinueBuM pe3ynpTaToM € OUIbLI TOYHMHA 1, SIK MpaBMIIO, OLbII NMPUPOIHUI
BHTJISAL.

®DIi3WYHO KOPEKTHI Marepiaii OJHAKOBO JOOpe MpamioTh B YCIiX
cepenoBulax ocBiTiIieHHS. KpiM Toro, 3HaueHHs MaTepiany MOXYyTb OyTH
MEHII CKJIAJHUMH 1 B3AEMO3AJICKHUMH, IO TMPU3IBOAUTH J0 OiIBII
iHTyiTHBHOTO  iHTepdeiicy. ILli mepeBarm 3acTOCOBHI  HaBiTH I
HedoTopeanicTi4HOl Bigyamizamii. 3 mux Ta iHmWMX npuuuH B UE4 Oy
NpUIHATHI HOBUI MiAXiA A0 MOJEIIOBAHHS MaTepianiB Ha OCHOBI (hi3UUHUX
napametpiB. Takox UE4 mae moHuid BuxigHuwii kox Ha C++, mo Hamae
MOJJIMBICTh BUBYATH, HAJIAIIITOBYBATH 1 HaJlarokyBatu Bech Unreal Engine
MiJ] CBOT IOTPeOH.

3aBasku TicHil cmiBnpani Epic (komnanis-po3pooruk Unreal Engine) 3i
CBITOBMMH JIiIepaMH B Tajly3i amapaTHOTO Ta MPOrpaMHOro 3abe3redeHHs,
Unreal Engine 3a0e3nedye BHUCOKY SIKICTh JUIS CTBOPCHHS BIipTyalbHOI 1
JIOTIOBHEHOT ~ PeaJibHOCTI. 3aBaaKu BOYI0BaHil iHTerpamii - A
HaUTOMyJAPHIMKX MaTGopM Taki (QyHKII, SK Bidyamsaimis B MPIMOMY
pEeXHMi, MyJIbTICEMIUTIOBaHHS 3raamxyBanHs (MSAA), BOynoBaHuii crepeo-
PEHAEPIHT 1 ONTHUMIi3allisd, MOHOCKOIIYHA Bizyalisalii AaabHboro noist, UE4
3a0e3Ievye BUCOKOSIKICHI pe3ysibTaTu 0e3 3HIKEHHS TPOYKTHBHOCTI.

Penaktop Unreal mae rimboky cymicHicte 3 Perforce (cuctema
YIOpaBIiHHA BEpCisiIMH), B PE3YJbTaTi 4Oro 0araTo KOMAaHJ YIpPAaBIiHHS
BepCisIMH 3HaXOAThcs Oe3nocepenHpo yeepeauni Content Browser.

VY mpoekt Unreal Engine MOXIUBO iHTErpyBaTH MPAKTUIHO OYIb-SIKY
TEXHOJIOT'110, BUKOPUCTOBYIOUH MOAYJIbHY CUCTEMY IUIariHiB. BinbHuil noctyn
JI0O BHXIJIHOTO KOJy HAJa€ MOXKIMUBOCTI JJIi CTBOPCHHS BIIACHUX MaKETIiB
MPOMIXKHOTO TIPOrPaMHOT0 3a0e3MedeHHs, a Takox Oe3niu incTpymenTtiB UE4
i iHTerpaumiéi ¢yHkKUid, BXe moctymHux uepe3 Marketplace (BeG-cepBic
TOTOBUX pillleHb s Oi3Hecy) 1 yepes crniBToBapucTBo 3 GitHub (Be6-cepic
JUTs XOCTHHTY IT-TIpoeKTIB 1 1X CHJIbHOT PO3POOKH).

Y npoueci ananizy Ta mopiBusaHsA Unreal Engine 3 iHImMu nporpaMHuEMA
3acobamu  OyJ0  BHUKOHAHO  KBajliikamiiHy  poOOTy  OCBITHBO-
KBaTi(hiKalidHOTO PIBHSA «0akalaBp» 3a HampsaMoM MmiarotoBku 6.040302
«Inpopmatuka». Pobora Opana ywacte y MiKHApOJHOMY 4YeMITiOHATI
KOMIT'IOTepHUX TaJIaHTiB «3010THit baiiTy, Oyia BUCOKO OIliHEeHa Ta mpoiinuia
JI0 perioHanbHOTro (iHamy. OTpuMaHi pe3yIbTaTh TAI0Th MOXKJIIMBICTD 3pOOUTH
BHCHOBOK, 10 Unreal Engine Mosxe OyTH BUOpaHHii 32 OCHOBY TIpH MO0y TOB1
Kypcy «Po3pobka KoMII'IoTepHUX irop». Po3poOneHuit HpoekT Moske
CIIYTYBaTH MPHUKJIAJIOM IIPH pO3pOOII HABYAIBLHUX TPOCKTIB.
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