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CxopouenHs
FPS (Big amrn. frames per second) — KinbKicTh KaapiB B CeKyHIy Ha eKpaHi
MOHITOpA.
Penpepinr (Bin anni. rendering) — npouec oTpumManHs 306paKeHHS 32 MOIEILTIO 3
JOTIOMOI'OX0 KOMII FOTEPHOI MPOrPaMH.
AnTHagiacinr (Bix anmrn. anti-aliasing) — TexHonoOris, MO BUKOPHUCTOBYETHCS B
00pobui 300paXkeHh 3 METOK 3pOOMTH MeXi KPUBHX JiHIM GLIBIN IMIamKEMH
npubuparo4m 3y61li, IO BHHUKAOTH Ha KpasX 06’ eKTiB.

InTepnonsinis — Maremaruyna QyHKLis, sKa JOMOMArae 3HaHTH IPOMDKHI 3HAYEHHS

MIJX TOYKAMH.
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Beryn

IrpoBa iHOyCTpis y IBHAKOMY TeMIIi pO3BHBAETHCS OCTAHHI JecATh POKiB. Bike
NPUOTH3HO YOTHPH MiNbAP/M MOMell rpatoTh Y PI3HOMAHITHI irpH MO BChOMY CBIiTY Ha
pisHux mpucTposx. ToMy 1 ramyss npuBabmoe Bce Ginbiue Ta Ginblie iHBECTHILH i
6araro npauisaukis IT cdepu XouyTs npairosaTy y ramysi po3poOku irop.

Hapisni 3 kinemarorpagom, irpu marots Gararo Buzis. Hampukiaz, mryTepw,
NPUTOJHKMIBKI IrPH, CTpaTerii, CHMyIATOPH, €KIUH irpH, PONBOBi irpu Ta irpu-
TOJIOBOJIOMKH.

Y 3B’413Ky 3 UM OyII0 IPHAHATO PilleHHs CTBOPHUTHU IPHIOIHULEKY IPY B KaHPi
Qenresi Ha mmardopmi Unreal Engine mns mepcomambHuX koMmm’iotepis. JlBuUryH
Unreal Engine 6ymo o6paHo ToMy, 110 Y HBOMY € IePeIOBi TEXHOMOTIT CTBOPEHHS irop,

BIH IIOCTIfHO OHOBJIIOETHCS Ta HUM 3PYYHO KOPUCTYBATHCS.



Poznin 1. Ananis icayrodoi indopmanii woxo Temu aunomuoi po6orn

1.1. lHopiBusiabHuH anaxi3 icHyro4oi indopmanii Ta pimens
Byno nposenieHo nouryk Bxe iCHyIOYMX NPUTOAHUIBKHX ir0p y skaHpi GeHTesi 3

BHJIOM BiJ{ IepIioi Ta TpeThoi ocobn. Haitbmkaum ananorom Moxsa Hassatu rpy The

Elder Scrolls V: Skyrim.

Hepma Bepcis The Elder Scrolls V: Skyrim 6yma Bumymena B 2011 poui
xomnaniero Bethesda Game Studios. I'pa Gyina crBopena Ha BracHOMy pyIii KoMIaHii

Creation Engine.
Ocnoeuumu nepearamu The Elder Scrolls V: Skyrim 6ymu:

1. Binkpuruii cBiT 3 6ararbMa JIOKaLiiMA TAKUMH SIK MiCTa, Tledepy, GamTw,
BEJIMKI TOPY Ta 1HIII 3araJkoBi MicLs.

Benuka KinpKicTh 3aBIaHb, IEPCOHAXKIB Ta IPEIMETIB.

Cucrema po3BUTKY CBOTO [IEPCOHAXKA.

CBobona BubOpy 3aBIaHb.

S S

I'apna cuctema GUTB 3 BUKOPHUCTAHHAM Pi3HOT 36poi Ta Marii.

Y nporeci HanKMcaHHs JUILIOMHOT po6oTH GyiI0 MIPUHHATO pillleHHs epeifHITH

SIK MOYKHa O1yIblIe repeBar Ta Opi€HTYBATHCS Ha NepeBipeHy JacoM SKyrim.
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Takox Oyno mnpoBeneHo TOmIYK Ta aHali3 IHIIMX irpOBMX pyIiiB.
Haitnomynsiprimmm koskypentom pywist Unreal Engine e pyrmiit Unity. ITepia Bepcis

Unity Gyna ctBopena B 2005 poui komnaniero Unity Technologies.
OcHogHi nepesaru Unity:

1. KpocmnarhopmenicTs.
[linTpuMKa Ta CribHOTA PO3POGHUKIB.
Po3mmpeHHs Ta MarasuH akTUBIB.

upoxkuit GpyHKIiOHAL.

S

[IIBuAKICTE PO3POOKH.
OcnoBHi Hemomiku Unity:

1. Bemukuii poamip daiinis.
3anexHicts Bix Unity.
IIIBuAKICTS BUKOHAHHS.

Bucoxka BapTicTs.

LI

O6meskeHa rpadivna sSKicTs.
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Host nopisasans pymiis Unreal Engine ta Unity tpe6a ommcaru mepeparu Ta
nenoniku Unreal Engine[2]. TTepima Bepcist Unreal Engine 6yna ctopena B 1998 poui

xommasiero Epic Games[1].
OcnosHi nepesaru Unreal Engine:

1. KpocmnardopmeHicTs.
[linTprMKa Ta CHiIbHOTA PO3POOHHKIB.
PosmmpenHs Ta Mara3uH akTUBIB.

[HTYiTUBHUI penakTop.

S

Bucoxka sxicts rpadikm.
OcnosHi Henomiku Unreal Engine:

1. Benmkwuii po3mip aiinis.
3anexxHicts Bix Epic Games.
Ob6mexeHa Ge3KOIITOBHICTE.

BaxkicTh BUBYEHHS IS HOBAUKiB.

A B N

Bucoki Bumoru 10 pecypcis komm'rorepa.

IIpu mopiBHAHHI IUX JBOX PYITiiB MOXHa 3pOOUTH BUCHOBOK, o Unreal Engine
Mag€ BHLIY SKICTh rpadiky Ta o6MexeHy 6e3KOIITOBHICTE PO3POOKH, ale Ma€e BHCOKI
BHMOT'H JIO PECYPCIB KOMII FOTepa Ta MoTpebye Giblie 3ycuIb Ta 4acy IS BUBYEHHS

BCHOTO (YHKIIIOHAIY.



1.2. IlocTaHOBKA 3aBXaHHS HA NPOEKTYBAHHS

IlocTanoBKa 3aBIaHHSA

Has3zga npoexry: Po3po6ka rpu Ha miardopmi Unreal Engine.
Mera npoekry: Po3poburu rpy Ha mnarpopmi Unreal Engine.
Onuc npoekry:

« [Ilpuroguuipka rpa B jxaHpi (eHTesi 3 BUAOM Bifl MEPIIOTo Ta TPETHOTO JIHIL,

sika po3pobneHa Ha irpoBomy pyurii Unreal Engine 4.
OcHoBHi pyHKIiOHATBLHI BHMOIH:
1. Cucremu 310pOB’S Ta MOLIKOKEHHS B TOJIOBHOTO Tepos Ta BOPOTIB.
2. T'onoBHE MEHIO TPH.
3. Benukuii piBeHb 3 pi3HEMM BOPOIaMH Ta JOKAIisIMH.
4. CroxeT 3 3aBJaHHIMM Ta OiaJOTH.
Texniuni BUMOrH:
1. CrabinpHa poboTa rpu 6e3 MOMUIIOK Ta HECTIOAIBAHOTO 3aKPHUTTS IPH.
2. 3py4He KepyBaHHS IOJOBHHM IePOEM 3a IOIIOMOTOI0 KIIaBiaTypH Ta MHUII.

Ouixysanmii pesyasrar: CrBopenns rpu na Unreal Engine, sxa Gyne Bimmosizaru

yciM BUMOTIaM.



Poznin 2. IIpoexTni i TexHiYHi piienus. Buau 3a6e3neuenns

2.1. Indpopmaniiine 3abe3neveHHs

ITix gac po3pobku rpu Ha Unreal Engine 3nauny pons y mpolieci HaBYaHHS Ta
OTpUMaHHS HeOOXiTHUX HABUYOK Biirpaliu pisHoMaHiTHI TyTopianu Ha YouTube. et
Bi[EOXOCTUHI TPOTIOHY€E BEeNMYE3HY KiIBKICTh HaBYalbHHX MaTepialiB, SKi CTanu
HE3aMIHHMM PECypcoM MJisd BHUBYEHHS SK OCHOBHHX, TaK i IMPOCYHYTHX AacCIIeKTiB

pob6otu 3 Unreal Engine.

Ilepw 3a Bce, cnin 3a3HaunTH, o YouTube-kaHanu, npucBsYeHi po3pobwi irop
Ha Unreal Engine, OXOIUTIOIOTP HIMPOKHIM CIIEKTP TEM, MOYMHAIOYM BiJl OCHOB
HaJallTyBaHHs CepeloBHINA 1 3aKiHYyIOUH CKIQJHUMH TEXHIKAMH CTBOPEHHS
aHIMali#l Ta MporpaMyBaHHs redMIeiiHnx enementis. Cepen Hai6GiIbII KOPHCHAX
KaHAJIiB BApTO BUIIMHTH odiuiitauii kanan Unreal Engine, ne npeacrasneno aucnensi
BiZIeOypokHu Ta BebGiHapu Bin pospobuukis Epic Games. 1li MaTepiaay OXOIUTIOIOTH
KIFO4OBI acmekTd pobOTH 3 pyiunieM Ta HangaroTh ogiliifHi pexoMeHmarii, sxi
JOTIOMOTVIM Y PO3yMiHHI 6a30BHX KOHLENMi# Ta mepemosux MoxiuBocredl Unreal

Engine.

Takox Benvke 3HaYeHHS MalM TYTOpIiaiM BiJ He3aleXHHUX PO3POOHUKIB Ta
eHTysiactiB. Cepel] HUX MOXXHA BUALIATH TaKi NOMYJIApHi Kanay, Sk "Virtus Learning
Hub", "Ryan Laley", "Unreal Engine Learning", "Matthew Wadstein" Ta immi.
Bineoypoku Ha nux KaHajaxX Bil[3HAYAIOTHCS CBOEKO TPAKTMYHOIO CIPSMOBAHICTIO Ta
AOCTYIHICTIO UL PO3YMiHHS. 3aBISKY AETATbHIM TOKPOKOBMM iHCTPYKIIISM, BAANOCS
OTIaHyBATH TEXHIKM CTBOPEHHS CKJIAHHX Bi3yalbHUX e()eKTiB, HANAIUTYBaHHS (i3UKHU

00'exTiB, iHTErpalii aHimMalii Ta po3pOOKH IITYYHOTO IHTENEKTY s IEPCOHAXKIB.
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Oxpemo cnij 3a3HAaYUTH BAXKIUBICTH TYTOpialiB, fKi 30CEPeKYIOThCS Ha
By3bKOCIELlani30BaHuX TeMax. Hanpuknan, TyTopianu 3 ontuMizalii poXyKTHBHOCTI
IPU JO3BOJNMJIA 3HAYHO MIJBHIIUTH €(EeKTHBHICTE POOOTH NPOEKTY, 3MEHIUMBILH
HaBaHTA)XEHHs Ha amaparHe 3a0e3nedeHHs 6e3 BTpaTH sAKOCTi Biyanizamii. TyTopiamm
3 BUKOpucTanHs Blueprint-cucremu namu MOKIMBICTE po3poONATH CKIaAHI JTOTidHi
cxemu 0Oe3 HeoOXiTHOCTI HaIMCAaHHS KOy, IO TPHCKOPUIO MpOIEC PO3POOKH Ta

AO3BOJIMJIO 30CEPEAUTHUCA HA TBOPYHX aCINEKTax I'PH.

Kpim Toro, tyropianu Ha YouTube cranu miardopmoro ajis o3HallOMIeHHS 3
HalKpalliMK TpaKTHKaMM Ta IHHOBAIIWHUMH IiAXOHaMH Yy po3polui irop.
Bineoypoku YacTo BKIIOYANH TNPUKIAAN pEaIbHHUX MPOEKTIB, IO JO3BOJIHIO
IeperHATH NOCBi] IpodecionaniB iHAYCTpIl Ta 3acTOCYBaTH HOro y BiacHiii po6oTi.
3aBISIKM aKTHMBHUM KOMEHTapsM IIiJ Bifeo, 3'SBISIACS MOMIIUBICTH CIIIKYBaHHS 3
aBTOpaMU TyTOpialiB Ta iHIIMMHU IIAfa4aMy, OTPHMAaHHsS NONATKOBUX IOpaz Ta

po3B'A3aHHA NpobIIeM, 0 BUHUKAJIHM MiJ 4ac poOOTH.
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2.2. MaremaruuHe 3a0e3nedeHHs

Maremaruyni Mozieni y po3po6ui rpu Ha Unreal Engine BikopucToByroThCs Ipu

CTBOpeHHI (i3uKM TIpH, aHiMauifi Ta KiHeTWkH, 0Opobui rpadiku, reHepamii Ta

onTHMi3alii Many, po3podlli MTYYHOTO IHTENIEKTY.

Hampuknan, maremarinysa Mogeb 06po6Ku rpadiki CKIagaeThes 3;

NS L kLW =

TpuBHMIpHOT KOOPAUHATHOI CHCTEMH.
Mopeneii 06’ €kTiB.

Tpancdopmariii 06’ €exTiB.
Penpnepinry.

OcaiTiIeHHS.

Tineli Ta edexris.

3raKyBaHHS KpaiB Ta aHTHAJIACIHTY.

Maremarudna Mozens aHiMallii epCcoHaxa CKIaJaeThes 3:

@ g W b

ITonoxxenns nepconaxa.
ObepranHs nepcoHaxa.
MacmrabyBaHHs nepcoHaxa.
AHIMaUI#HUX KaapiB.
[HTepnosmii Kaapis.

DizuyHUX 0OMEKEHD.
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2.3. Ilporpamue 3a6e3neyenHst

Y mporecci po3pobku rpu mporpamyBaHHs BinOysanocs y cuctemi Blueprint.

Bona nae mmpoxuil GyHKIioHan st 3pydHOoro nporpamysasnss B Unreal Engine.

IlepeBaru nporpaMyBaHHsI 3a JOIIOMOTOKO cuctemu Blueprint:

1.

N v A L

BizyansHe nporpamyBaHHs.

HIBHAKICTH MPOTOTHITY BAHHS.

Hwuzpkuii mopir Bxoxy.

Binnanka B peansHOMy Yaci.

MoxxnuBicTh koMOiHYBaHHS 3 kogoM Ha C++.

I'mydKicTh Ha MOXKJIIMBOCTI PO3IIMPEHHS.

Buxopucranusa cuctemu Blueprint Moke 3HaYHO MONETUIATH PO3POOKY Ta

3po6uTH 1 MOCTYIHINIO s IIMPOKOTO KON PO3pOOHUKIB, HE3ANEKHO Bil IX piBHS

JIOCBiY B MpOrpaMyBaHHi.
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Posznin 3. Peanizanisi rpm na Unreal Engine

Pospo6xa rpu na Unreal Engine € ckiagsuM i 3aX0IUIFOXOYUM TIPOLIECOM, SKHii
BHMarae peTelbHOro IIaHyBaHHs, TEXHIYHUX 3HaHb Ta kpeatuBHocTi. Unreal Engine
— L€ NOTY)XHHWW pyWIH, sKui Hajgae po3poOHMKaM iHCTPYMEHTH IJis CTBOPEHHS
BHUCOKOSIKICHHX irOp 3 IPHIONOMIILIABOIO IpadiKoio Ta CKIAAHOO JIOTIKO0. Y oMY
TEKCTI MH JIETaTbHO PO3IVIAHEMO eTany peanizauii rpu Ha Unreal Engine, mounnaroun

BiJl KOHLIENITyaTi3alii Ta Au3aiiHy, IO IPOrPaMyBaHHs, TECTyBaHHS Ta BHITYCKY I'DH.
Konuenryanizauis ta nu3aix

Inest rpu

Pospobka rpu nounHaetscs 3 igei. Lle mMoxe Oyt opuriHanbHa KOHLEIIs,
HaTXHEHHA IHIIMMHE irpamMu, abo HOBHIA Iiaxin 1o icHyrouoro xanpy. Ha ripomy erari
Ba)KITMBO YITKO BU3HAYMTH OCHOBHI MEXaHiK¥ I'DH, CEOKETHY JIHIIO, CTUIICTHKY Ta
UinboBy  aymuropifo.  KoHuenryamisamis — Takok ~— BKIIOYAa€  CTBOPEHHS
reiMausaiinepcekoro noxymenta (GDD), sikuit omucye Bei acrneKkTy rpu: Bif irpoBoi

MEXaHIKH 10 Bi3yaJbHUX €JIEMEHTIB Ta ay/io.
ITpoToTunyBanus

ITiciist TOro IK OCHOBHA izlesi Ta KOHILELIisi IPU BU3HAYEH], HACTYITHUM KPOKOM €
IPOTOTHITYBaHHS. [ IpOTOTHIN 03BONAIOTE NEPEBIPUTH OCHOBHI MEXaHIKH Ta irpoBuii
npolec Ha paHHbOMY eTari. Lle MoxyTs OyTH mpocTi Mozieni 3 MiHIMaJIbHOIO KiTbKICTIO
JeTalel, SKi JaroTh YSBIEHHS TIPO Te, K rpa Oyle BAIIAAATH Ta mpaijoBati. Unreal
Engine Hanae iHCTpyMeHTH sl IIBMIAKONO CTBOPEHHS MPOTOTHINB, IO JO3BOJSE

PO3pOOHKKAaM eKCIEPUMEHTYBATH 3 Pi3HUMH iiessMU Ta BUOHpATH HaiKpalli 3 HUX.



14

Po3pobxka irposoro ausaitny

IrpoBuil [M3aliH BKIIFOYA€ CTBOPEHHS JETalbHUX IUIaHIB PiBHIB, MEPCOHAXKIB,
o0'exTiB Ta iHmMX eneMeHTiB rpu. Ha mpomy erami ausaiiHepy NpalloIOTh Han
CTBOpPEHHAM rpadigHux KoHuenTis, 3D Moxernei, animaniii ta Tekctyp. Unreal Engine
miarpuMye pisHi popmat 3D Moneneit Ta TEKCTYP, IO JO3BOJIAE IHTErPYBATH PECypCH

3 IHIIMX IporpaM, Takux sk Blender a6o Maya.
CTBOpeHHs cepeioBHINA Ta PiBHIB
IInanyBaHHs piBHIB

[InanyBanHs piBHIB — Ile BaXXIUBUIL eTarl, IKUil BKITIOYa€ BU3HAYEHHS CTPYKTYPH
Ta JIOTIKH KOXHOro piBHs. Lle BKItOUae posMilieHHs 06'€KTiB, BU3HAYEHHS IUISIXIB
NePCOHAXIB Ta CTBOPEHHS irpoBUX cuTyauiil. Ha 1poMy erami BaIHMBO BpaXOByBaTH
SIK Bi3yallbHi, TaK i refiMIUIeliHi acreKTH, o6 3a6e3MeYnTH ITiKaByii Ta 36aTancoBaHMi

IrpOBUIA TIPOIIEC.
CrBopenns nanmmadry

Unreal Engine Hamae moTyHi iHCTpYyMEeHTH Ml CTBOpeHHs JaHmmadry, sKi
J03BOJISIOTH PO3POOHMKAM CTBOPIOBATH BEJIMKI Ta AeTalbHi irposi cBiTH. [HCTpymMeHTH
A1 poOOTH 3 TaHAIAaGTOM BKITIOYAIOTh MOXKIIUBOCTI [UIsl CTBOPEHHS Iip, JOIMH, PiYOK
Ta iHIIMX MpUpONHHX eneMeHTiB. Kpim toro, Unreal Engine minrpumye pisHi Metonu

TeKCTypyBaHHs, 110 JO3BOJISIE CTBOPIOBATH PEATICTUYHI TOBEPXHI.
Po3mitenss 06'ekTiB Ta OCBITIEHHS

PosmimeHHs 00'€KTiB Ha PiBHI € KPUTHYHMUM €TaIloM, KM BU3HAYaE, K rpaBLi
OymyTe B3aemoniaTu 3 cepenosumem. Unreal Engine Hanae pisHi iHCTpyMeHTH s
po3MileHHs 00'€KTiB Ta HaNaIUTyBaHHs X BracTuBocTed. OCBITIEHHS € Ie OJHUM
Ba)KJTUBUM aCIeKTOM, AKHH BIUIMBAE HAa aTMOc(epy I'pH Ta ii BidyalbHe CIIPHAHSTTSL.
Unreal Engine niaTpumye siK quHaMivHe, Tak i CTaTWYHe OCBITIEHHS, IO JO3BOJSIE

JOCSTTHU Pi3HUX e(eKTiB.
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IIporpamyBaHHS Ta JIOTiKa rpu
Buxopucranus Blueprint

Blueprint — e Bizyansna ckpunrosa cucrema B Unreal Engine, sika n03Bossie
CTBOPIOBaTH IrpoBy JIOTiKy 0e3 HamucaHHs Komy. 3a gomomororo Blueprint moxxHa
CTBOPIOBATHU CKJIAZIH1 JIOT14Hi CXEMH, 5IKi BU3HAYaIOTh [TOBEIIHKY 00'€KTiB, IEPCOHAXKIB
Ta IHIIKX eneMeHTiB rpy. Ile 3Ha9HO crpolye mporec po3poOKH, 0COONHBO I THX,

XTO He Ma€ JIOCBIy NpOrpaMyBaHHs.
IIporpamysanus va C++

Xo4a Blueprint € moTyxHHM iHCTpyMeHTOM, iHOAI BHHHMKae mnorpeba B
HaIVCaHH1 KoMy 1y1s peaizarii 6inbm cxiaauux abo ontumizosanux ¢yskuiit. Unreal
Engine nmiarpumye nporpamysanus Ha C++, o 103B0MIg€ po3poOHIKaM MaTH TIOBHMIA
KOHTPOJb HaJl iIrPOBHM MpOIEcOM Ta pecypcamu. Bukopucranus CH++ moxe 6yTH
0COOIMBO KOPHCHUM ISl CTBOPEHHS CKJIAIHUX CHCTEM, TaKUX SK LITYYHHH iHTENeKT,

dizuka Ta MepexeBi GyHKIII.
InTerpanis CHCTEMH LITYYHOTO IHTEIEKTY

Ityyau# inrenext (L) Bigirpae BakIuBy poib Y CTBOPEHHI 3aXOILTIOIOYOTO
irpoBoro poceimy. Unreal Engine Hamae pisui iHcTpymenTtn nis creopenns 1111,
BKIIo4arodu Behavior Trees, ski 03BOMSIOTE MOZEMIOBATH CKIAAHY ITOBEAIHKY
IepCOHaXiB. 3a JOMOMOrOI0 IHX IHCTPYMEHTIB MOXHA CTBODEOBATH BOPOTIB,
coro3nukis Ta iHmux NPC, sixi OyayTs B3aeMomisTH 3 rpaBlieM BifNOBIIHO 10 3a1aHIX

IpaBUIL



16

Animalis Ta ¢izuka
Amnimallis nepcoHaxiB

AHiMallis € BaXIHMBHM AacleKTOM, SKHH BIIMBAE Ha pealiCTUYHICTH Ta
3axoruBicTh rpu. Unreal Engine minTpumye pisHi MeTOOM aHiMallii, BKIIIOYAKOYN
CKeJIeTHyY aHIMalilo, aHIMalilo pyxy Ta Mopdinr. BuxopucTanHa cuCTEMH
aHIMaIiiHUX TpadiB JO3BOJNSE CTBOPIOBATH IUIABHI NEPEXOAM MK PI3HUMHU

aHIMaligMy, 3a0e3Medyroyn pealiCTUIHy MOBEIiHKY TePCOHAXKIB.
dizuka Ta B3aeMOJis 00'€KTiB

Unreal Engine mae BOymoBaHy (i3W4YHY CHCTEMY, SIKa JO3BOJISIE peasi3yBaTH
peanicTHYHy B3aeMOit0 00'ekTiB y rpi. Lle BKIIIo9ae CUMYIISIIiFO 3iTKHEHbD, IPaBiTallil,
cuil Ta 1HmMX ¢izuyHux sgBuil. HanamryBaHHs (i3HYHMX BIaCTHMBOCTEH 00'€KTiB
IO3BOJI€ CTBOPIOBATU PI3HOMAaHITHI €()eKTH, B IPOCTHUX 3ITKHEHb IO CKIATHUX

CHMYJIALIM, TaKUX SK pyHHYyBaHHS OyniBens ab0 MoBeIiHKa PiavH.
3BYK Ta My3HUKa
IaTerparis 3BykoBuX e()eKTiB

3BYKOBI e(eKTH IparoTh KIOYOBY POJIb y CTBOpEeHHI arMmocdepu Irpu Ta
IoKpalieHH1 irpoBoro aoceimy. Unreal Engine minTpumye iHTerpaimiio 3BYKOBHUX
(paiiniB pizHUX (GOpPMATIB Ta HaA€ IHCTPYMEHTH AJIS iX BiATBOpEHHs Ta 00pobku. Lle
BKJIIOYA€ MOKIIMBOCTI U1 HAJAIITyBaHHs I'YIHOCTI, TaHOpaMyBaHHs, peBepoOepallii Ta

1HIIKX 3ByKOBUX IapaMeTpiB.
My3u4Buii CynpoBia

My3u4Hu# CynpoBiJ € BaXIIMBOIO YACTHHOKO IrPOBOI0 JOCBIAY, SKa ITiJCHIIOE
eMOLIMHKHA BIUNIUB TpU. PO3pOOHMKM MOXYTh IiHTerpyBaTH My3W4HI TpeKH, SKi
BIJIIIOBINAIOTE Pi3HUM cleHaM Ta nofisM y rpi. Unreal Engine no3Bosnsie cTBOproBaTU
JUHAMIYHUH MY3UYHUA CYIPOBIM, SIKUM 3MIHIOETHCS B 3aJIS)KHOCTI Bif| Hill rpaBId Ta

CUTYyali#l y Ipi.
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Iarepoeiic kopuctyBaya
CrBopennss HUD

InTepdeiic xopuctyBada (HUD) Hamae rpaBusm HeoOXinHy iHpopMaliro i1 9ac
IpH, TaKy sK 370pOB's NepcoHaXKa, KUIbKicTh Ooenmpumacis, kapra ta inme. Unreal
Engine mMae BOymoBaHi IHCTpyMEHTH AJis CTBOpeHHs Ta HajamrtyBanHs HUD, sxi

IO3BOJIAKOTH PO3POOHKKAM CTBOPIOBATH iHTEPAKTHBHI Ta iHTYITHBHI iHTepdeicH.
MeH10 Ta HanamTyBaHHS

MeHro Ta HanamTYBaHHS € BAKIUBHMH €IeMEHTaMH, SKi JO3BOJISIOTH IPABLSIM
B3AEMOJIIATH 3 IPOIO, 3MIHIOBAaTH IapaMeTpu Ta BHOWparu pisHi pexumu. Unreal
Engine Hazjae MOMUIHBOCTI 1l CTBOPEHHS Pi3HOMAHITHUX MEHIO, BKIIOYAIOYH TOJIOBHE

MEHIO, MEHIO HallalllITyBaHb, MEHIO TIay3H Ta iHIII.
TecTyBaHHS Ta ONITUMI3aIlis
OyHKIIOHATBHE TECTYBaHH

DyHKLIOHaNBEHE TECTyBaHHS 3a0e3nedye MepeBipKy TOro, 4u BiIoBiJae rpa
CBOIM TEXHIYHMM BHMOTaM 1 UM INPAIOIOTH yCi il elleMeHTH Hane:XHuM guHoMm. Lle
BKJI}OYA€ IEPEBIPKY MEXaHIKU I'pH, NOBEIIHKH MEPCOHaXiB, B3ae€MOJii 00'€KTiB Ta

IPaBHJIBHOCTI BUKOHAHHS BCIX 3alUIAHOBAHUX CIIEHAPIIB.
TectyBaHHS NPOXYKTUBHOCTI

TectyBanHs npOXyKTMBHOCTI BHM3HA4a€e, HACKiIbKM e(EKTHBHO TIpa
BHKOPHCTOBY€ amnaparHi pecypcu. Lle Bkmodae ominky gacroru kamapis (FPS), gacis
3aBaHTA)XEHHs, BAKOPUCTAHHS MaM'AT] Ta 3arajbHoi cTabLIEHOCTI IPH IMiJ Yac Pi3HUX
cuenapiis. Unreal Engine Haiae iHCTpyMeHTH U1 MOHITOPHHTY IPOIXYKTHBHOCTI, TaKi

ax npogaiinep (Profiler).
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Onrumizanis

OnTumizanis rpy € BaXKITMBHM €TaIioM, sKuii 3a6esneuye ii miaBHy poboTy Ha
pisamx mrardopmax Ta KoHOirypauisx. Lle BKIIOYa€e 3MeHIIEHHS BHKOPHCTAHHS
pecypciB, ONTHMI3allilo0 KOy Ta HaJlaIITyBaHH rpadiunux napamerpis. Unreal Engine
HaJa€e pi3Hi IHCTpyMEHTH Mis onTuMizauii, Bkmodaroun LOD-cucremu (Level of
Detail), sixi 103BOJISIOTE 3MEHILYBATH JeTali3allilo 06'€KTiB Ha BEMKHUX BiICTaHsX, Ta

IHCTPYMEHTH IJIsl SMEHIIIEHHsI BAKOPUCTAHHS NaM'sTi.
Peni3 Ta miarpuMka
ITinroroBka no pemizy

[lizroroBka 1o penisy BKIIOYAE 3aBEPIIEHHS BCIX €TaliB po3poOKH, TeCTyBaHHS
Ta onTuMizauii rpy. Le Takoxk BKIIIOYa€E CTBOPEHHS MAPKETUHIOBIX MaTepiaiB, TAKHX
K TPEWsIepH, CKPIHIIOTH Ta ONMKC I'PH. Bayk/IMBO TaKoX MiArOTYBaTH HOKYMEHTAIIIO

Ta IHCTPYKUII AJIs rpaBIiB.
Bumnyck rpu

Buryck rpu Moxe 31ilicHIOBaTHCS Yepe3 piHi miardopmu, Taki sk Steam, Epic
Games Store, PlayStation, Xbox Ta inui. Unreal Engine migrpumMye ekcropT nmpoekTis
AN pisHEX IIaT(OpM, IO MO3BONSE PO3POGHUKAM MOCATTH IIUPINOT AyJUTOPIi.
BaxnuBo Takox 3a0e3IeYUTH HaleXKHy MATPUMKY TPU MiCIs peisy, BKIFOYaIOYH

BUITYCK OHOBJIEHb Ta BUIIPABICHHS IIOMUJIOK.
[linTpuMKa CHiIBHOTH

IlinTp¥MKa CHiTBHOTH TPaBL{iB € BXKIMBMM acIEKTOM IIicis penizy rpu. Lle
BKJIFOYA€ B3a€EMOJIIO 3 IPaBIsIMU Yepe3 (OpyMH, COLIANbHI Mepexi Ta IHII KaHaIM
3B'I3Ky. BaxkiuBo BpaxoByBaTH 3BOPOTHHI 3B'S30K BiJl IpaBIiB Ta ONEpPATUBHO

pearyBaTH Ha iXHI 3allUTH Ta IpoOIeMH.
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Pospin 4. CreBopenHst irpoBux piBHiB

CTBOpeHHs irpoBUX DiBHIB € OJHi€I0 3 HAWBAXKIHUBIMIMX CKIAJOBHX IpPOIECY
po3po0Kkw irop. SkicHo po3pobneHi piBHiI 3a6e3neuyroTh 3aX0MIMBYI irpoBuii mporec,
CHOPUSIOTh 3aHYPEHHIO B IFPOBMH CBIT Ta HA/JAIOTh I'PaBLIM 3aJ0BOJTEHHS BiI I'DH.
Ilpouec cTBOpeHHA IrpoBHX PpIBHIB BKJIIOYa€ KiNbKa €TamiB, TaKUX 5K
KOHIIENTyali3alis, IIaHyBaHHs], pPO3MIlIeHHsI 00'€KTiB, HAAIITYBaHHS OCBITICHHS Ta
onTHMizamis. Y IbOMY TEKCTi MH JETATBHO PO3MITHEMO KOXKEH 3 I[UX eTAlliB, a TAKOXK

BUKoprcTanHs incTpymeHTiB Unreal Engine mis peanizauii irpoBux piBHiB.
KonnenTtyanizauis irpoBux piBHIiB
Ines Ta xoHLENIiA

[Tepumii eTan CTBOpeHHS IrpOBHX PiBHIB BKIIOYAE pO3poOKy ifei Ta KoHIemnmil
piBHs. Lle BKTI0Ya€e BU3HAYCHHS 3arallbHOl TEMATHKH, CTHJIIO, aTMOC(EPH Ta FOIOBHIX
uine# pisusa. Ha mpoMy eTami BaXKIIHBO BpaxOBYBaTH 3araiibHy KOHIEMIiIO TpH, ii

CIOXKETHY JIIHIIO Ta MEXaHiKH, 100 piBeHb OPraHivyHO BIIMCYBABCs B irpOBHIA CBIT.
CrBOpeHHs reliMIn3aitHepPCHKOTO JOKyMEHTa

Iefimnusaiinepcekuii mokymeHt (GDD) € BakIMBAM iHCTPYMEHTOM, SKHii
OIMCYE BCI aCTeKTH irpoBoro piBHs. BiH BKIIFOYA€E OMKC ClEHAPII0, MeXaHiK, 06'€KTiB,
[EPCOHaXIB, BOPOTiB Ta IHmMX eneMeHTiB piBHA. GDD pomomarae KoMmawmi
PO3pOOHMKIB MaTH €JUHE ySBIEHHS [TPO PiBEHb Ta KOOPAMHYBATH CBOT il ITij yac #oro

CTBOpPEHHS.
IIpororunyBanus piBHs

IIpoToTHIlyBaHHS € BasKIMBUM €TaIlOM, KW J03BOJISE TIEPEBIPUTH OCHOBHI i1l
Ta MEXaHiKM PiBHA Ha paHHBOMY eTarli. [IpoToTunu MoxyTh 6y TH IPOCTUMHI MOJEIISIME
Oe3 meTanizanii, Ki JalOTh ySABIEHHS PO CTPYKTYPY PiBHs Ta HOro OCHOBHI EJIEMEHTH.
Unreal Engine Hajmae iHCTpYyMEHTH &l WIBMIKOTO CTBOPEHHS NPOTOTHIIIB, IO

J03BOJISIE€ €KCIIEPUMEHTYBATH 3 PI3HUMM iiesiMU Ta BUOMpPATH HalKpallli 3 HUX.
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IInanyBaHHS irpOBHX PiBHIB

Crpyktypa piBHS

IInanyBaHHs CTPYKTYypU piBHS BKJIIOYA€ BH3HAYEHHS HOTO OCHOBHHUX YaCTHH,
TaKMX sIK CTapTOBA TOUYKA, KIFOYOBI MICLiS, TOUYKH IHTEpECY, IILIIX IPpaBld Ta KiHIEBA
Touka. BaximBo 3abesnednTH JOTiYHY Ta ILiKaBy NOCIHIIOBHICTH TOMiH, sika Oyae

I ITPUMYBAaTH iHTEPEC rPaBIs IPOTATOM BChOTO PiBHSL.
bananc Ta ckinanHicTh

bananc Ta ckmagHICTh piBHA € KPUTHYHHMH acIeKTaMH, sKi BIUIMBAIOTH HA
irpoBui JOCBi. BaxnuBo cTBOPUTH piBeHb, KWl Gye BUKIMKATH y IPaBIIs BiI4yTTs
BUKJIMKY, ajle Ip¥ LIbOMYy He Oyne HanTo CKiIagHuM abo Hanato Jerkum. Lle Brmodae
PO3MIIIEHHs BOPOTiB, ITACTOK, FOJOBOJIOMOK Ta IHIIHMX MEPEINKO, a TAKOK HaJaHHs

rpaBLEBI peCcypciB Ta IHCTPYMEHTIB IS IX TIO0IaHHS.
Cuenapii Ta momii

Cuenapii Ta moxil JogarOTh JUHAMIKK Ta HiKaBOCTI piBHIO. Lle MOXyTh GyTH
CIOJKETHI TIO1, KaTCLIEH!, CKPUIITOBaHi ClIeHH a00 BUITaIKOBI TIO/IT, sIKi Bi0YBarOThCS
mig 4ac rpd. BaximBo iHTerpyBaTd Iii €leMEHTH Tak¥M YHHOM, 106 BOHHM He

NOPYIIyBaJIH irpOBUH NPOLIEC Ta OPTraHiYHO BIKMCYBAIKCA B PiBEHb.
CTBOpeHHS cepeloBHIIA PiBHS
JlanamadT Ta reometpis

Jlanpmadt Ta reoMerpis piBHS BH3HAYAIOTH MOTO 3araibHy CTPYKTYpY Ta
dopmy. Unreal Engine Hagae moTyxHi iHCTpyMEHTH ISl CTBOPEHHS JaHmmadry, sKi
J03BOJISIOTE PO3POOHHMKAM CTBOPIOBATH BEJIMKI Ta AeTalbHi irpoBi cBiTH. Lle BKiouae
IHCTPYMEHTH I MOJETIOBAHHS pebedy, PO3MIIIEHHS Tip, JONKH, PiY0K Ta IHIIAX

IIpHUPOOHHUX eJIEMEeHTIB.
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Posmirtienss 00'ekTiB

PosmimenHs 06'eKTiB Ha piBHI € BaKJIMBHM €TaroM, SKHH BU3HAYae, K rpabli
Oyayts B3aemoniaTu 3 cepenosumeM. Lle Bkirouae posmiuieHHs Gymisens, Hepes,
CKeJlb, MeOIIiB Ta IHIIMX 00'€KTIB, SIKi CTBOPIOIOTH PEATICTHYHE Ta IiKaBe CEPENOBHIIIE.
BaxnuBo 3a6e31e4UTH JIOTiuHe Ta eCTETHYHO MPUBAOIMBE PO3MILIEHHS 06'€KTIB, SKe

Oylie CIIPUSATH 3aHYPEHHIO IPaBI Y CBIiT I'PH.
TexcTypu Ta Marepianu

TexcTypu Ta MaTepiany BH3HAYalOTh 30BHIIIHIA BHIVISI 00'€KTIB Ha PpiBHI.
Unreal Engine minTpumye pisHi ¢popmaré TEKCTYp Ta HAJA€ IHCTPYMEHTH IS iX
HajamTyBaHHs. Lle BKIIOUae HalamITyBaHHS KOJBOPIB, BiZONHCKIB, IPO30pPOCTi Ta
IHIIMX BIACTHBOCTeH MarepianiB. BUKOpHCTaHHs SKICHHX TEKCTYp Ta MaTepiaiis

3HAYHO MOKpALLy€e Bi3yalbHe CIPUHHATTS PIBHS.
Ocsitnenns ta edexTu
HanamryBaHHS OCBITIEHHS

OcBiTieHHS € Ba)KIUBUM aCIIeKTOM, SIKHAH BILUIMBAa€e Ha aTMocdepy Ta BiyajbHe
cnpuiiHaTTs piBHA. Unreal Engine miaTpumye sk IouHamivHe, Tak 1 cTaruyHe
OCBITNIEHHs, IO JO3BOJNSAE MJOCATTH pisHUX eQekTiB. BaxiuBo HalamTyBaTu
OCBITIIEHHS TaKMM YHHOM, 100 BOHO IIiJKPECIOBAIO KJIIOYOBi €J€eMEHTH piBHS Ta

CTBOPIOBaJIO OakaHy aTMocdepy.
EdexTn yacTuHOK

EdexTn yacTMHOK NONAOTH JMHAMIKK Ta peanismy pisuio. Lle MoxyTs 6yTH
ebexTu nUMy, BOTHIO, BOIH, IHITY, BUOyxiB Ta immmx sunl. Unreal Engine manae
1HCTPYMEHTH Il CTBOPEHHS Ta HaJallTyBaHHS €(eKTiB YaCTHHOK, SKi JO3BOJSIOTH

PO3pOOHKKaM JI0fiaBaTH BpaXkKarodi Bi3yaabHi e()eKTH 10 CBOIX PiBHIB.
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[Ticnsobpobka

[Ticnis06pobka BKIFOYae 3acTOCyBaHHS pi3HHX OILTBTPiB Ta edekTiB 10
¢inansHOrO 300pakeHHs piBHA. Lle BKIIOUae HanalITyBaHHS KOHTPACTY, SICKPABOCTI,
HACHYEHOCTI, IMUOMHM pi3kocTi, eQeKTiB BIOONMMCKy Ta IHIOMX NapameTpis.
BuxopucranHa miciaso0poOKu 103BOMNSE 3HAYHO MOKPAIIUTH Bi3yalbHE CIIPUHHSTTS

PIBHS Ta CTBOPHUTH OaxkaHy arMocdepy.
IrpoBa norika Ta iHTEpaKTUBHICTH
Buxopucranus Blueprint

Blueprint — ne BizyansHa ckpuntoBa cucrtema B Unreal Engine, sika mo3sonse
CTBOPIOBAaTH IrpoBy JIOTiKy Oe3 HamucaHHs Koay. 3a momomororo Blueprint moskHa
CTBOPIOBAaTH CKJIAJHI JIOTIYHI CXEMH, SKi BU3HAYAIOTh TIOBENIHKY 00'€KTIiB, IEPCOHAXKIB
Ta 1HIIMX eJeMeHTiB piBHA. Lle 3HayHO cripolye mporec po3podku, 0COOIMBO ISl THX,

XTO HE Ma€ JOCBIy IpOorpaMyBaHHS.
ITporpamysanus Ha C++

Xoua Blueprint € notyxHUM IHCTpYMEHTOM, IHOJI BHUHHKAae moOTpeba B
HalWCaHH1 KOy s peastizanii OiabIi cKIaaHux abo onTuMizoBanux ¢yukuii. Unreal
Engine miarpuMye nporpamyanis Ha C++, 10 J03BOJISIE pO3POOHKMKAM MATH HOBHUIMA
KOHTPOJIb HaJ IrpOBMM IpoOIEecoM Ta pecypcamu. Bukxopucranus C++ moxe OyTH
0COOIIMBO KOPUCHHUM ISl CTBOPEHHS CKJIAIHUX CHCTEM, TAKHX SK IITYYHHH iHTEIEKT,

¢bizuka Ta MepeXxeBi QyHKIIII.
Tpurepu Ta momii

Tpurepu Ta mozii NOHAXOTH IHTEPAaKTHBHOCTI 10 piBHA. Lle MOXyTh OyTH
TPUTEPH, K1 aKTUBYIOTh IIE€BHI MOJ11, KOJM IPaBels MPOXOIUTh Yepe3 NIEBHY 30HY, a00
B3aeMOJii 3 00'ekTamu, SKi 3aITyCKalOTh MEBHI Hii. BUKOpHUCTaHHS TPUrepiB Ta MOMil

JI03BOJIsi€ CTBOPIOBATH AMHAMIYHI Ta I[iKaBi piBHI, SKi pearyroTs Ha Jil rpaBLs.
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Animaris ta ¢izuka
AHimartis 00'exTiB

AHiMalis 06'eKTiB nozae pyxXy Ta AUHAMIKH 10 piBHS. Lle MoXyTh OyTn animarii
IBepei, AK1 BIIKPUBAIOTHCS, MEXaHi3MiB, SKi pyxaloThcs, ab0 IHIIHX 00'€KTiB, sKi
3MIHIOIOTh CBO€ ToONOXKeHHs 4u craH. Unreal Engine Hamae iHCTpymMeHTH s
CTBOPEHHS Ta HaJIalTyBaHHs aHIMALlii 00'€KTIB, 110 103BOJISE PO3POOHUKAM NOIaBaTH

peaiCTUYHI pyX¥ IO CBOIX PiBHIB.
dizuka Ta B3aemMopisa 00'ekTiB

Unreal Engine mae BOynoBany ¢i3udHy CHCTEMY, sIKa JO3BOIISIE peallizyBaTH
peaicTH4Hy B3a€EMOiI0 00'ekTiB y rpi. Ile BKIIFO9a€e CUMYIISLIIO 3iTKHEHb, TPaBiTallil,
CHUI Ta iHIUX (i3uuHuX sgBunl. HamamrysauHs (i3MYHHX BIACTUBOCTEH 06'€KTIB
JI03BOJISIE CTBOPIOBAaTH PI3HOMAHITHI €(eKTH, Bifl MPOCTUX 3iTKHEHBL N0 CKIJIAIHUX

CHMYIIALIHN, TAaKUX K pyHHYBaHHs OyaiBess a00 IMOBeIiHKa PiIuH.
TectyBaHHs Ta onTUMIi3alis piBHIB
TectyBaHHS redMILIEIO

TecTyBaHHA rediMIIIer0 BKIIIOYAE TIEPEBIPKY BCIX MEXaHIK Ta eJIEMEeHTIB PiBHS Ha
IpeaMeT IXHbOI KOpeKTHOI poboru. Lle BKIOYae nepeBipKy MOBEIiHKH MEPCOHAXIB,
B3aeMoZii 00'ekTiB, TpurepiB Ta mogiit. BaxkiuBo mepexoHaTHcs, IO BCi €JIEMEHTH
PiBHS IIPAlfOIOTh HAJEeKHUM YHHOM Ta BiJIOBINAIOTH 3alUIaHOBAHOMY irpOBOMY

IIpoIIeCy.
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OnTumizanis NpoayKTHBHOCTI

Ontumizanis MpoXyKTHBHOCTI PiBHS € BaKIMBHM €TalioM, SIKHH 3a0e3nedye
Horo mnaBHy poOoTy Ha pi3HHX IIargopMax Ta KoHGirypamisx. Lle Bxmodae
3MEHILIEHHS BUKOPUCTaHHS PeCypcCiB, ONTUMI3aLI0 KOy Ta HATAITyBaHHs rpadiyHux
napamerpiB. Unreal Engine Hanae pi3Hi iHCTpyMEHTH Ul ONTHMI3allil, BKIIOYAKOUH
LOD-cucremu (Level of Detail), siki 103BOJSIIOTh 3MEHIIYBaTH AETATI3allii0 00'€KTIiB

Ha BEJIMKMX BIZICTAHAX, Ta IHCTPYMEHTH IS 3MEHIIIEHHS] BUKOPUCTAHHS ITaM'sTi.
TectyBanns Ha pi3HUX mIardopmax

BaxnuBo TecTyBaTH piBHI Ha Pi3HHX IUIaTGOpMax, Ha SKHUX [UIAHYETHCS BHUITYCK
rpu. lle BKIrOYae mnepeBipKy CYMICHOCTI 3 PI3HMMH OIEpAIlifHUMH CHCTEMaMH,
KOHCOJIAMH Ta MoO1nbHUMHE npucTposiMu. Unreal Engine miaTpumye ekcropt mpoexTiB

JI7Is Pi3HUX MIaThOpM, IO A03BOJIAE PO3POOHHUKAM JOCSITH LIMPIIO] ayAUTOPII.
ITinroroBka 1o penisy Ta miaTpUMKa
3aBepILEeHHS Ta TOJipyBaHHs PiBHIB

3aBepIlleHHs Ta MOJIPYBaHHS pPIBHIB BKITIOYA€ BHECEHHS OCTAHHIX IIPaBOK,
BUIIPABIIEHHs [IOMUJIOK Ta MOKPALIEHHs SKOCTI piBHIB. BaXXMBO mepexoHaTHcs, M0
BCl €JIEMEHTH DPiBHS BilITOBiJAIOTH BHCOKHM CTaHIApTaM SIKOCTI Ta 3a0e3IeuyroTh

HaWKpalui irpoByi JOCBII.
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Po3nin S. Po3pobka nepconaxiB Ta 00’ €xTiB

Po3pobka nepcoHaiB Ta 00'€KTiB € KIIIOYOBUM €TaINlOM Yy CTBOPEHHI I'pH, KW
BU3HAYa€ He JIMIIE Bi3yalbHy NPUBAOIUBICTD, aje i QYHKIIOHAIBHICTD T4 B3AEMOIII0
YCBOI'O IrpoBOrO CBITy. V IIiif YaCTHHI JUIIOMHOI poOOTH MM PO3IVISHEMO IIPOIIEC
CTBOpEHHA nepcoHaxiB Ta 00'exTiB y Unreal Engine, mounHaroun Bix KOHIENTyami3arii
1 0 OCTaTOYHOIO BIIPOBADKEHHS y Ipy. Mu OXomuMo BCi eTamu, BKIoyarouu 3D-
MOZEIIOBAaHHA, TEKCTypyBaHHs, aHiMamio, iHrerpamiro B Unreal Engine,

HaJIAIITyBaHHS IrPOBOI JIOTiKM Ta TECTYBaHHS.
Konuenryamnizauis nepcoHaxiB Ta 00'ekTiB
Ines Ta xoHLEIIisA

KoHnnenTyanizanis € nepmum i, MO>XJIUBO, HaHBKITUBIIIIKAM €TAIOM y CTBOPEHHI
nepcoHaxiB Ta 00'exriB. Ha 1iboMy eTarni BU3HAYAIOTHCS 3arajlbHUi CTHIIb, TEMATHKa
Ta (QYHKIIOHAIBHICTE. Po3po0ka mOUYMHAETHCS 3 imei, sKa MOTIM BTLIIOETHCH Y
KOHIIENTyalbHi MaOHKU. L{i MamroHKH BimoOpakaroTh 30BHIIIHIM BHIILI, AeTali Ta

IponopLil MaOyTHIX MIEPCOHAXKIB Ta 00'EKTIB.
CTBOpEeHHS KOHIENT-apTy

KonuenT-apr € Bi3yaJbHMM YyocoOjeHHsM iaei mepcoHaxka 4yu 00'exra. Ile
MOXYTb OyTH SIK IIPOCTI €CKi3H, TaK i AeTajJbHi MATIOHKH 3 pi3HHUX pakypcis. Konmenrt-
apT Joromarae ycifi KOMaHIi PO3pOOHHKIB MaTé €IWHE YSBJIEHHs NP0 30BHIINHIM
BUINIAJ Ta CTHIb e€JeMeHTiB Ipu. Ha OCHOBI KOHIENT-apTy XyHOXKHHKH Ta

MOZEIIOBAIBHUKY CTBOPIOIOTH 3D-Moei.
OmnpairoBaHss geraiei

Jleranizanis nmepcoHakiB Ta 00'€KTiB BKIFOYAE PO3POOKY BCIX aCMeKTiB ix
30BHIIIHBOIO BUINIAAY Ta QYHKIIOHATBHOCTI. Lle MOXyTh OyTH e1eMeHTH 0Ty, 30poi,
iHTep'epy abo akcecyapu, SKi IiOKPECIOIOTH IHIUBIAYAIbHICTh IEepCOHAXIB abo
peanizm 00'extiB. Ha oMy eTarni BayKIMBO BpaxOBYBaTH 3arajibHy €CTETHKY I'DH Ta il

CTHUIIb.
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3D-monentoBaHHS
CrBopenHs 6a30B0i Mozeni

3D-MoznentoBaHHS MOYUHAETHCA 31 CTBOpEHHS 6a30BOI MOENI mepcoHaxa abo
ob6'exra. JIg 1bOrO0 BUKOPHCTOBYIOTHCS Iporpamu, Taki sk Blender, Maya a6o 3ds
Max. basosa Moziens MiCTUTE OCHOBHI ()OpMH Ta Iporopuii 6e3 neranizamii. Llei eran
€ BaXXIMBHMM, OCKIJIBKH IpPaBUIbHI NPOIMOPIi 3a0e3medyroTh peayiCTHYHICTh Ta

IPUPOIHICTE MalOyTHBOT MOJIEII.
JleTamizaiis Moneni

[Ticna cTBOpeHHs 0a30BOI MoOmesi NONAIOTHCSA MOeTajl, fAKi HaNarTh MOAENl
3aBEPIIEHOr0 BUIIALY. Lle MOXKyTh OyTH TeKCTYpH, CKJIaOKH OATY, SMOPIIKH Ha LIKIpI,
IIBM HA TKaHWHI Ta iHIIi apiOHi netani. [ nomgaBaHHs HeTalell BUKOPHCTOBYIOThCS
Taki 1HCTpyMeHTH, sk ZBrush, siki [103BOJSIIOTH CTBOPIOBATH BHCOKOIOJiTOHAIBHI

MOJIEN] 3 BEJIUKOKO KiIBKICTIO AeTale.
Toronoria Ta onTUMizaLis

OnTuMizamis Moneni € BaKJIMBHM €TarioM, sKui 3abesrneuye ii edexTHBHE
BUKOpPHCTaHHsA y rpi. lle BKIIOYae CTBOpeHHS NPaBWIBHOI TOIOJOIIl MO,
3MEHIIeHHs KINbKOCTI monmiroHiB Ta HamamtyBanHs LOD (Level of Detail).
OnTuMizoBaHi Mozerni 3a0e3redyioTh Kpanly NPOAYKTHBHICTE DU Ta 3MEHINYIOThH

HaBaHTa)XeHH Ha arapaTtHe 3a0e31eYeHHs.
TexcTypyBaHHs Ta Marepiaiu
CTBOpEHHSI TEKCTYp

TexcTypyBanns € mporecom HaHeCeHHs 300pakeHb Ha MoBepxHio 3D-moxerni,
o6 HanaTy i# Konbopy Ta meramizauii. [l CTBOPEHHS TEKCTYP BUKOPHCTOBYIOTHCS
nporpamu, Taki sk Substance Painter abo Photoshop. TexcTypu MOXyTh BKIIIOYATH
KOJIBOPOBI MallM, Mal¥ HOopMajed, Mamd BimOmuckiB Ta iHmi. Baxkimmeo cTBopHTH

AKICHI TEKCTYpH, sIKi OyIyTh BiAIOBIAaTH 3arajlbHOMY CTHIIIO TDH.
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HanamrtyBaHHs MarepianiB

Marepianu BU3Ha4arOTh, SIK TEKCTYpH OyIyTh B3a€MOIIATH 3i CBITIOM y Tpi.
Unreal Engine Hanae noTyXHHH peakTop MaTepialiB, AKKi 103BOILE HANAITOBYBATH
BIACTUBOCTI MarepialiB, Taki K BiJOJHCKH, MPO30PICTh, METANEBICTH Ta iHMII.
BukopucTaHHs NpaBUIBPHO HAaNAIITOBAHUX MaTepianiB 3abesredye peaniCTHYHMMA

BUIJISZ] MOJIEJIEH y Tpi.
UV-po3sroprka

UV-posroprka € mnpouecom mpoekmii 3D-momeni Ha 2D-miomuny mis
CTBOpPEHHs TeKCTyp. Lle n03BONIA€ PO3MICTUTH TEKCTypH Ha NOBEpXHI Momeni Oe3
cnioTBopeHb. IIpasunsna UV-posroprka € BaXXIMBUM €TAIOM, KUl 3a0e3neuye sKicHe

TEKCTypYBaHHs Ta BIICYTHICTh apTe()akTiB Ha MOJIEII.
AHiMarlis nepcoHaxiB
CrBOpeHHs pury

PuryBanHs € npouecom cTBopeHHs ckenery i 3D-moneni, skuii 103Bonse i
animyBatd. CKeleT CKIaaeThbes 3 KICTOK Ta CyIIo0iB, sIKi BiNIIOBINAIOTH 3a PyXH
nepcoHaxa. /[ CTBOpeHHs pHI'y BUKOPUCTOBYIOTBCS Taki mporpamu, sk Maya a6o

Blender. IIpaBunsauii pur 3a6e3nedye peanicCTUYHI Ta IPUPOIHI PYyXH ITEPCOHANKA.
Animariist pyxis

ITicns cTBOpPEHHS pUTY OIAIOThCS aHiMAIlil, IKi BU3HAYAIOTH PYXH IIEPCOHAXKA.
Ile moxyTe Oytm aHimauii xons0m, Oiry, cTpHOKiB, arak Ta iHIWX Iii. AHiManii
MOXKYTB CTBOPIOBaTHCA BPy4YHY 200 3a JOIIOMOTIO0 3aXOIUIeHHS pyxy (motion capture).
Unreal Engine miaTpumye 061a18a METOAH, [0 103BOJISIE CTBOPIOBATH PEANiCTHYHI Ta

IWHAaMIYHI aHIMaIli].
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Amnimauiiini rpadu

AnimMalifiHl rpady BHU3HAYAIOTh JIOTIKY INEpexomiB MiK aHiMamismu. Lle
N03BOJIsI€ 3a0€3MeYnTH IIJIaBHI MePEXOAM MK PI3HHMHU CTaHAMH MEPCOHAKA, TAKMMH
SIK TIepexiz Bif 6iry no ctpubka abo Bij araxu mo 3axucty. Unreal Engine Mae motysxey
cHCTeMy aHIMaLidHUX TpadiB, fKa NO3BOJSE HANAMITOBYBATU CKJIAIHI aHIMaliiHi

HepexoaH.
Inrerpamnis B Unreal Engine
Imnopt Mopene#t Ta TeKCTYp

Imnopr Mmozene#t ta Texctyp y Unreal Engine € BaXIuBHM eTanoMm, sKuii
3abesnedye ix Bukopuctanus y rpi. Unreal Engine nigrpumye pissi hopmatu daiinis,
taki ax FBX, OBJ, PNG Ta ixmi. [Ticng iMmopty Mozeri Ta TEKCTYpH MOXKYTEH OyTH

HaJallTOBaHl Ta BUKOPUCTAaHI y MPOEKTI.
HanamryBaHHS CKelleTiB Ta aHIMAIliH

ITicns iMmopry Mozeneidl HeoOXiOHO HalalTyBaTH CKeleTH Ta aHiMauii. Lle
BKJIIOYA€ MpPHB'SA3KY aHIMaLild OO CKeJeTy, HaJAIITyBaHHS aHiMaliiHuUX rpadie Ta
CTBOPEHHA aHIMallMHUX OmymnpiHTiB (animation blueprints). Lle mo3Bossie 3a0e3neunTu

KOpPEKTHY po0OoTy aHiMalliil y rpi.
HanamrtyBaHHS IOBEIIHKU Ta JIOT1KA

HanamryBaHHs IOBEJIHKM Ta JIOTIKM TEPCOHAaXIB Ta O0O0'€KTIB BKIIOYA€e
BukopuctanHs Blueprint abo C++ mns crBopenHs irpoBoi joriku. Lle MoxyTs OyTH
CKPMIITH, sKI BH3HAYalOTh IOBEIIHKY BOPOTiB, iHTelekTyanbHy moBemninky NPC,
B3aeMofit0 00'ekTiB Ta iHmI eneMeHTH reiimiuiero. Unreal Engine Hamae moTyxwi

IHCTPYMEHTH JJIsl CTBOPEHHS CKJIaJIHOI irpoBOi JIOTiKK 0e3 HeoOXiTHOCTI IIUCATH KO,
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Po3zain 6. TectryBanHs Ta BUNIPABJIEHHS IOMHUJIOK

ITpouec po3pobku rpu Ha Unreal Engine Bkitogae B cebe Ge3nid eTaniB, OQHUM
3 HallBa)KJIMBIIIMX CepeJl SIKHUX € TeCTyBaHHS Ta BUIPABIEHHs MOMUIOK. TecTyBaHHS
I'PH — 1€ KPUTUYHO BaXKIIUBHUH aCIeKT, 110 3a0e3neqye ii cTablIbHICTh, MPOAYKTUBHICTh
Ta BIANOBIOHICTE 3agyMy pO3pOOHMKIB. BHUIpaBleHHs NOMHIOK, Y CBOK dYepry,
rapaHTy€e BHCOKY SIKICTh KIHIIEBOTO IIPOIYKTY Ta 3aJOBOJICHHS KOPUCTYBa4iB. Y HbOMY
TEKCTl JeTalbHO pPO3IISTHEMO OCHOBHI METOAM TECTyBaHHS, IHCTPYMEHTH, SKi
BUKOPUCTOBYIOThCS Ui boro B Unreal Engine, a Takox migxoau OO BHUSBIEHHS Ta

BUIIPABJIEHHS TTOMIJIOK.
OcCHOBH TeCTyBaHHS I'pU

TecryBanHs rpyu MoXKHA NOAUIUTH HA KiJIbKa OCHOBHUX THIIIB: (DYHKI[IOHATBHE
TECTyBaHHs, TECTYBaHHs MPOAYKTUBHOCTI, TECTYBaHHs 3pPyYHOCTI BUKOPHCTaHHS Ta

TeCTyBaHHA Ha CyMiCHICTh. KoKeH 3 I[iX THITIB Ma€ CBOT Il Ta METO/IH.
QOyHKIIIOHATBHE TECTYBAHHS

DyHKI110HATBHE TECTYBaHHS CIIPSIMOBaHe Ha IEpeBIPKY TOr0, YH BiANIOBIAA€ rpa
CBOIM TEXHIYHMM BHMMOTAaM 1 Y¥ MPAIOIOTH yci ii eeMeHTH Hajxe)xHuM duHOM. Lle
BKJIIOYA€ MEpeBIpKYy MeXaHiKU I'pH, MOBEINiHKM MEepPCOHaXIB, B3aeMomii 00'exTiB Ta

IIPaBUIBHOCTI BUKOHAHHS BCiX 3aIUTAHOBAHUX CIIEHAPIiB.

B Unreal Engine ¢yHnkumioHanpHe TEeCTYBaHHSA MOXeE 3MIIACHIOBaTHCS 3a
JOIIOMOTOX0 CHCTEMH aBTOMAaTHU30BaHUX TECTIB, 10 miATpuMmye margopma. Lli Tectu
JIO3BOJISIOTH MEPEBIPSITH Pi3HI ACIIEKTH IPH HA KOXKHOMY €TaIli po3po0KH, MiHIMI3YIOYH

PU3UK BUHUKHEHHS TIOMMJIOK Ha ITi3HIX CTamisix.
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TecTyBaHHS MPOXYKTUBHOCTI

TecryBaHHA TOPONYKTHBHOCTI  BH3HA4Ya€, HACKiIbKH e(EeKTHBHO Ipa
BUKOPUCTOBYE amaparHi pecypcu. Lle Bkmrodae oninky yactotu kanpis (FPS), ugacis
3aBaHTa)XE€HHsI, BAKOPUCTAHHS MaM'sTi Ta 3arajbHoi CTaO1IBHOCTI TPH I Yac pi3HUX

CLIEHapIiB.

Unreal Engine Hagae moTyxHi IHCTPYMEHTH JJI MOHITOPHUHTY IIPOIYKTHBHOCTI,
Taki sk mnpodaiinep (Profiler), sxuit m03BONsSE BIACTIAKOBYBATH BUKOPHUCTAHHS

pecypciB y peanbHOMY 4Yaci Ta ifeHTH(]iKyBaTH By3bKi MiCIis B IPOILYKTUBHOCTI.
TectyBaHHA 3pyYHOCTI BUKOPHCTaHHS

TecryBanns 3pydHocTi BukopucTaHHs (usability testing) dokycyerscs Ha
B3a€EMOJIl KopucTyBada 3 rporo. Lle BIroYae mepeBipKy iHTYITHBHOCTI iHTepdeiicy,

3pY4HOCTI KepyBaHHS Ta 3arajbHOl MPUBAOIMBOCTI IPH IS ILIBOBOI ayIUTOPIi.

ITpoBefeHHs LBOTO THUITy TECTYBaHHSA YacTO BHMAra€ 3alydeHHs peallbHHX
I'PaBIB, SKI MOXYTh HaJaTH 3BOPOTHHI 3B'I30K IIONO CBOro HOCBixy. Takuil mimxin
J03BOJIsSIE PO3POOHIKAM BHOCUTH HEOOXIMHI KOPEKTUBH ISl ITOMIMIIEHHS 3araJbHOro

KOPUCTYBAILKOTO TOCBIIY.
TectyBaHHS Ha CyMICHICTD

TecTyBaHHS Ha CYMICHICTH I'apaHTy€, L0 I'pa KOPEKTHO IpalfO€ Ha Pi3HUX
nardopMmax 1 KoHGIrypaisx arnaparsHoro 3adesnedeHss. Lle 0coOmuBo BaXIHBO s
OararornaTrGOpMHUX irop, e pi3Hi CHCTEMH MOXYTh MaTH Pi3Hi XapaKTEPHUCTUKU Ta

OOMEeXeHHsI.

Unreal Engine no3Bonsie TecTyBaTH Ipy Ha pPi3HUX IUIaThopMax, TaKMX sK
Windows, macOS, xoHconi Ta MOOiLIBHI TIpUCTPOI, 10 3abe3mneuye ii CTaOiIBHICTS 1

SAKICTh Ha KOXHIM 3 HUX.
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InctpymenTn ans tectyBanHs B Unreal Engine

Unreal Engine npononye 6e31i4 iIHCTPYMEHTIB Ta GMYHKLIA M1 e(eKTHBHOIO
TeCTyBaHHA TIpH. JledKi 3 HHX 3acIyroByIOTh OCOOIHMBOI yBarm 4Yepe3 IiXHIO

(DYHKLIIOHANBHICTh Ta 3Py4YHICTh BUKOPUCTAHHS.
Automation Framework

Automation Framework — 1e moTy»KHUH IHCTPYMEHT Ui aBTOMaTH30BaHOIO
TECTYyBaHHs, 110 03BOJIS€ CTBOPIOBATH Ta BUKOHYBATH TECTH [UIA PI3HUX aCIIEKTIB I'PH.
Bin miaTpumye QyHKIIOHANBHI, perpeciiiHi Ta CTpPecOoBI TeCTH, 3abe3neyyrodu

BCceOIYHY MepeBipKy MPOEKTY.

3a pomomoror Automation Framework wMoxxHa cTBOprOBaTH CcleHapii
TECTyBaHHs, SKi OyqyTh BUKOHYBATUCS aBTOMATUYHO, 1[0 3HAYHO MPHUCKOPIOE MPOLIeC

BUSIBIIEHHS IIOMUJIOK Ta MiABHIIYE e(EeKTUBHICTh TECTyBaHHS.
Profiler

Profiler — 11e iHCTpYMEHT 17151 MOHITOPHHIY IPOXYKTUBHOCTI I'PU B PeabHOMY
yacl. Bin Hamae neransHy iHGopmMmaniro npo BukopucranHis CPU, GPU, nam'sti ta
IHIIUX pecypciB, MO3BOJAIOYM PO3POOHHKAM iIeHTH(IKYBaTH Ta BHPILIyBaTH

npobiieMu 3 IPOAYKTUBHICTIO.
Debugger

Debugger B Unreal Engine n1o3Bossie po3poOHHUKaM BiICTiAKOBYBAaTH BUKOHAHHS
KOJly B peajbHOMY 4acl, 3HaXOOUTH Ta BUIIPABISATH NOMMHIKU. BiH miaTpumye pizHi
TUIIU TOYOK 3ynuHKH (breakpoints), criocTepexeHHs 3a 3HA9YeHHAMHU 3MIHHUX Ta 1HIII

KOPMCHI QYHKIIIT st [IarHOCTUKH PoOIeM.
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Visual Logger

Visual Logger — e iIHCTpyMeHT, 110 JOoIOMarae Bizyasi3yBaTH MOAIl Ta Aii, sKi
BiZIOYBarOThCSI IMiJ Yac BHKOHAHHSA I'pH. BiH 103BONsSE pO3pOOHHMKAM Oa4MTH, K
3MIHIOIOTBCS CTaHH OO'€KTIB Ta MapamMeTpH I'pPH B peaJbHOMY 4Yaci, IO ITOJIErIIye

BUSBJICHHS JIOTTYHHUX ITOMHJIOK.
BusaBnenns ta BUIIPABJIICHHA ITOMHJIOK

BunpasneHHs MOMUJIOK € Ba)JIMBOIO YaCTHHOIO Mpolecy po3podku rpu. Llei
eTamn BKIIOYae B cebe NeKinbKa KIHYOBUX KPOKIB: BUSIBICHHS TMOMWIIOK, iX aHai3,

BUIIPaBI€HHA Ta NIOBTOPHE TECTYBAaHHA.
BusBneHHs: moMUIOK

BusBlIeHHS TIOMUIIOK MOXe 3[1HCHIOBATUCS PI3HUMH CIOCO0aMH, BKIIOYAIOYH
aBTOMaTHU30BaHI TECTH, MaHyaJlbHE TECTyBaHHs Ta OTPUMAaHHS 3BOPOTHOIO 3B'A3KY BiJ
KOpUCTyBauiB. BaknmuBo MaTu noOpe OpraHi3oBaHy CHCTEMY IS BiJC]iJKOBYBaHHSI

3HaWIeHUX OMMJIOK, TaKy SIK cucTeMa BijmcrexxenHs Oaris (bug tracking system).
Amnani3 noMuIoK

Amnani3 MOMUJIOK BKJIIOYA€ PO3YMiHHSA NPUYHMH iX BUHUKHEHHS Ta BU3HAYEHHS
HalOiNbIl e(eKTUBHUX CIOCOOIB iX BHIIpaBlIeHHS. BUKOpUCTaHHS 1HCTPYMEHTIB,

taxux sk Debugger Ta Visual Logger, Moxe 3Ha4HO CIIPOCTUTH LieH IpoLec.
BunpapieHHs TOMUIOK

BunpasnenHs noMunok nepenbadae BHECEHHS 3MiH y KO, HaJAIITYBaHHS I'PU
abo ii pecypciB. BaxJIMBO BIEBHUTHUCS, 0 BUIMIPABIEHHS HE MPHU3BEAYTh A0 IMOSBU

HOBHUX Npo6iemM abo KOH(IIKTIB.
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[ToBTOpHE TECcTyBaHHA

I[licnsa BUNpaBIeHHS MOMUIKY HEOOXiIHO MPOBECTU OBTOPHE TECTYBaHH, 100
NepeKoHaTucs, 1Mo npobieMa AifiCHO BUpillleHa Ta He BIUIMHYJIA HEraTHBHO HA iHIMI
acriektd rpu. Llel mpoluec Moke BKJIFOYATH BHKOHAHHS aBTOMATH30BAHUX TECTIB,

MaHyaJlbHe TeCTyBaHHs a00 BUKOPUCTaHHSA MPodaiiiepiB s OLIHKHA MPOLYKTHBHOCTI.
CucreMu BiACTEXeHHs 0ariB

Bukopucranss cucteM BiacTesxeHHs Oaris, Takux sk JIRA, Trello abo Bugzilla,
II03BOJISIE OPTaHi30BaHo 30epiraTy iHGopMallito Mpo ITOMUIKH, 1X IPIOPUTETH, CTaTyCH
Ta BIAMOBITANbHUX 3a iX BuUnpasieHHs. Lle 3a0e3neuye eheKTUBHUI MEHEIKMEHT

IIpoLECyY TECTYBAHHA Ta BUIIPABIICHHS IIOMHJIIOK.
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Po3nin 7. Ilocibuuk ajst rpaBus

Jns 3anmycKy rpu HeoOxiHO 3pOOMTH NOABIMHMUE KIIIK Ha BUKOHABYMM (aiin,

mo Mae im’s «Diplom.uproject» (puc. 1).

Ocb Tak BUITIAIa€ KOPEHEBUH KaTaJoT 3 BUKOHABYUM (Daiiiom:

s Aara nzmeHenua Tun

B suild .05.2024 17:53 Manka c pannamu
B Config

l Content

. DerivedDataCache
. Intermediate 5.05.2 237 Manka ¢ daiinamu
B saved 1 Manka c darinamm
l Script .05.202 j Manka ¢ daitnamu

Ln
o |

lNanka c daitnamun

Manka ¢ dainamu

wn Ln

Manka ¢ painamu

'f}' Diplom.uproject Unreal Engine Proj...

B SylizedProvencal.png @aitn "PNG"

Pucynox 1. Kopeneeuii kamanoz
I'pa po3pobinsinacs Ta TeCTyBaiacs Ha KOMIT I0Tepi 3 TAKUMHU XapaKTepUCTUKAMHU:

° Omnepanitina cuctema Windows 10;

B Bineoxapra GeForce GTX 2060 12 gb;
. IIpouecop AMD Ryzen 5 3600;

o 16 gb oneparuBHOI nam’sT1;

o Huck SSD Apacer AS340 480GB;

s Bbnok xxusnenns Chieftec 650W;

Takox Ha koMIT'10TEpi OyJI0 BCTAHOBJIEHO TaKe MpOorpaMHe 3a0e3nedeHHs A

poboTu cygacHuX irop:

® DirectX;
B Microsoft net;

° Microsoft Visual C++;



Knonku xepyBaHHA y rpi:

W — Bnepen;

A — BIiBO;

D — Brpago;

S — Hazax;

Space — ctpubary;

V — 3miHUTH Kamepy;

E — B3aemomiary;

F — minibparu;

P — ronoBHe MeHIO;

LShift — 6iraru;

Ctrl — cictm;

F11 — noBuuii expan;

F9 — 36eperty;

F12 — 3arpy3ury;

Tab — npuiinuTHCS;

CKM - arakyBaTu Mari€ro;
JIKM — arakyBaTH Me4eM;
IIKM — GrokyBarty;

G — BIOIUITOBXHYTH;

Q — nmicraru 36poro;
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BucaoBok

ITix yac HanwcaHHS AUIUIOMHOI poOOTH OynI0 MOKpalleHO NpaKTHIHI HaBHYKH
po6otu B Unreal Engine, mporpamysanus B Blueprint, cTBopeHHs Ta HanamTyBaHHA
IrpOBUX JIOKAIliii, TECTYBaHHS irop, BUSBICHHS PI3HUX IIOMUJIOK Ta IX BUNPABIEHH.

Takox Oynu pO3BHHYTI HABHYKM IIOLIYKY pilIE€HHS IpoOneM y MpoLeci
PO3po0KH irop 3a JOMOMOTO0 Mepexi IHTepHeT Ta HaBUYKH PO3IOALTY po60odoro Jacy,
IUTaHYBaHHSA pOOOTH 1 JOBENEHHS NPOEKTIB A0 KIHI.

JurioMHa poboTa cTaHe OCHOBOKO LIIHHOTO JOCBI XY, KUl Oy/e MONMOBHIOBATUCS

MaiiOyTHIMH TIpOeKTaMu Ta Oyae JoroMarard y pooti B it mpodecii.
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Pucynox 2. Cmapmosa nokayis
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