

















BCTYII

VY cydacHOMy CBITI IrpoBa IHAYCTPIS € OJIHIEIO 3 HAWOLIBII JUHAMIYHUX Ta
npuOYyTKOBUX raiy3el, 0 CTPIMKO PO3BUBAETHCS. Irpu CTaM Ba)KIMBOIO YaCTUHOIO
KyJIbTYpHU Ta JO3BUUIA MUIBHOHIB JIIOJIEH MO BCHOMY CBITY, 3HAUYHO BIUTMBAIOYM Ha
coIllajibHI, C€KOHOMIYHI Ta TEXHOJOTIYHI acleKTh cycrniabcTBa. OcoOnHMBO
MOMYJIIPHUMHU € 0araTOKOPUCTYBAIbKI ITPOBI 3aCTOCYHKH, SKi JTO3BOJISIOTH TPABIISM
B3a€EMOJISITH OJUH 3 OJHUM Y BIpTyaJIbHOMY INPOCTOPi, CTBOPIOIOYHM YHIKAJNbHI Ta
3axOIUTIOI0YI irpoBi cBiTH. XKaup mryrepiB Bix nepmioi ocoou (First-Person Shooter,
FPS) 3aiimae ocoOnuBe Miclie cepell TakuxX 1rop, 3aBASKH CBOiMl JUHAMIYHOCTI,
peanicCTU4HIM rpadilli Ta BUCOKOMY PIBHIO 3a]Ty4€HOCTI T'PaBIIiB.

HoBu3zHa paHoi poO0oTH moJisirae y po3po0iii 0araToKOpucTyBalbKOIro irpoBOro
3aCTOCYHKY, III0 TIOEJHYE B COO1 Cy4acH1 TEXHOJIOTIYHI JIOCATHEHHS Ta 1HHOBAIlMHI
niaxonu a0 redmauzaiiny. IlpakThuHa 3Ha4yIHIiCTh POOOTH MOJSATa€e y CTBOPEHHI
m1aTpopMH, sika MOKe OyTH MOTEUIMHO BUKOPHUCTAaHA IS MOAANbIIOrO PO3BUTKY Ta
KoMepITianizailii, a TAKOX y 37100yTTI HABUYOK Ta 3HAHb, 1110 MOKYTh OYTH 3aCTOCOBaHI
B IHIITUX MPOEKTAX IrPOBOI 1HAYCTPII.

OcHOBHa MeTa CTBOPEHHS IIpOBHUX 3aCTOCYHKIB TIOJSiTA€ B HAJaHHI
KOPUCTYBauyaM YHIKaJIBHOTO 1 3aXOIUTIOIOYOTO IrPOBOTO JOCBiAY, IO TMOETHYE
PO3BaXKaJbH1, OCBITHI Ta COLIANIbHI ACMIEKTH. IrpOB1 3aCTOCYHKH J103BOJISIOTh:

Po3Bara: 3a0e3neunTy BUCOKUI PIBEHb PO3BAXKATBHOTO KOHTEHTY, 1110 JO3BOJISIE
TPaBIIM BiJIMOYMBATH Ta HACOJIOKYBATHUCS BIPTYaJIbHUMH IPUTOJIAMHU.

CouianpHa B3aeMoais: CTBOpUTH TIATPOPMHU JJI CHUIKYBAaHHS Ta CIIBIpALll
MIX TPaBISIMU 3 PI3HUX KYTOUKIB CBITY.

PosButok HaBu4ok: CHOpustd pPO3BUTKY KOTHITUBHUX, MOTOPHHUX Ta
CTpaTeriYHuX HAaBUYOK.

Ocgita: BukopucToByBaTH IrpoBi MEXaHIKU JIsl HABYaHHS Ta TPEHYBAaHHS B

PI3HHX Taly3sIX 3HaHb.
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MeTorw nmaHoi AUIIOMHOI poOOTH € POo3poOJeHHS 0araTOKOPUCTYBAIbKOTO
IrpOBOT0 3aCTOCYHKY Yy KaHp1 LIyTep BiJ NepiIoi ocoowu, 1m0 3a0e3neyuTh JTuHAMIYHAN
dbyHKITIOHAN, Y IKOMY Tlepe10aueHo MiAKIIOUYCHHS TPaBIliB, TUHAMIYHY CUCTEMY PYXY
Ta 3po3yminnii iHTepdeiic. Jnsa mocsarHeHHs 1€l METH HEOOXiTHO BHUPIIIUTH HU3ZKY
HAyKOBO-TIPAKTUYHUX 3aBJaHb:

— MPOBECTU aHaJi3 ICHyIOuUuX pilieHb y xaHpi FPS ta BusBuTH nepeBaru i
HEJOJIKU TaKUX 3aCTOCYHKIB.

— 3M1MCHUTH MOCTAHOBKY 3a/1a4i Ta OOTPYHTYBATH NEPETIiK 3a4a4 I peaizarii
3aCTOCYHKY;

— pO3pOOUTH KOHLETIIIIO I'PH, BKIIOUYAIOUM TeHMIUICHHI MeXaHiku, iHTepdeiic
KOpHUCTYyBaya Ta 30poro.

— c(hopmyBaTu BUMOTH 0 3aCTOCYHKY;

— BUOpATH BIJINOBIJIHI IHCTPYMEHTH Ta TEXHOJIOTI IJIsl peati3allii MpoeKTY.

— BUOpaTu 3aco0u M1abJ0HH apXITEKTYPH Ta OKPECIUTH HAMKpAIUii BapiaHT;

OITMCATH 3aJICKHOCTI;

OKPECIUTHU CTPYKTYPY 1 PyHKIIOHAIbHE MPU3HAYEHHS MOJYJIIB CUCTEMH, iX
TICHHX B3a€MO3B’SI30K;

— 3IIUCHUTH JICKOMIIO3UIIIO PI3HUX PIBHIB,

— BUKOHATH MPOTPaMHy peaiizallilo Ta MPOBECTU TECTYBaHHS ISl OIIHKH il
SIKOCT1 Ta CTa01JILHOCTI.

— ONTHMI3YBaTH MEPEKEBY CKJIAIOBY TpH JUIA 3a0e3nedeHHs CTabuIbHOI
poOOTH MpU BEJIUKIN KUTBKOCTI OJHOYACHUX TPaBIIiB.

Indopmariitna 6a3za pocaimxkeHHs. [HpopmaliiiHOI 0a3010 MOCHIIKEHHS €

HAyKOBI Mparli BITYU3HIHUX Ta 3apyOKHUX BUYCHUX, AaBTOPCHKUI MaTepial.
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1 JOCJAI)KEHHA MPEIMETHOI OBJIACTI TA IOCTAHOBKA
3AJAYI
1.1 3wmicToBHUN aHami3 NOpeaMeTHoi o0nacTi, il CTPYKTypHHX Ta

(YHKITIOHaJTBHUX OCOOJIMBOCTEM

[IpenmeTna oOnacTh 0araTOKOPHUCTYBAI[bKUX ITPOBUX 3aCTOCYHKIB Yy >KaHp1
urytep Big nepmoi ocoou (First-Person Shooter, FPS) [1,2] Mae ¢Boi 0co0auBOCTI Ta
BUMOTH. PO3yMiHHS ITX aCIEKTIB € BAXKJIMBHUM JIJIs1 YCITIIITHOT pO3POOKH POTPAMHOTO
3a0€3MEeUCHHs, SKE BIJMOBIIATUME CYYaCHHM CTaHAapTaM 1 IMOTpedam TpaBIIiB.
BuByenHss mnpenMeTHoi 00JacTi MPOBOAUTHCA [IJIi BU3HAUEHHS MpoOJieM Ta
HEBHPILIEHUX MUTaHb 3 TOYKU 30py BIPOBAIKEHHSA 1HPOPMALIMHMX TEXHOJIOTIMH,
aBTOMAaTH3allli IpolieciB 00poOKH Ta nepenadi iHdopmarllii ToIro.

Kanp FPS € ogaum 3 HallO11p11 NOMYJISIPHUX 1 PO3BUHYTHX Yy Cy4YacHIH 1rpoBiid
iHaycTpli. bararokopucTtyBallbki IIyTepH BiJl MEPIIOi 0COOU BIIPI3HIIOTHCS BUCOKUM
pPIBHEM 1HTEPAKTUBHOCTI, JUHAMIYHUM TEHMIUICEM Ta PEANTICTHYHOIO TpadiKoro.
OCHOBHI €JIEMEHTH Ta MPOILECH B 1[Il IPEIMETHII 001aCTi BKIIOYAIOTh:

IrpoBuii kiienT: Bianosigae 3a BimoOpaxkeHHs rpadiku, 00poOKy BBEICHHS B
KOPHCTYyBaya Ta B3aEMOIIIO 3 CEPBEPOM.

IrpoBuii cepBep: Bukonye 00poOKy 3amuTiB BijJ KII€HTIB, KOOPAMHYE [ii
IpaBIliB Ta 3a0e3Meuye CHHXPOHI3aIlII0 IaHUX Y pPealbHOMY Yaci.

MepexeBi IPOTOKOIM: BUKOPUCTOBYIOTHCS JJIsI Iepeiadl JTaHUX MK KJIIEHTaMU
Ta CEpBEPOM, 3a0€3MEeUyI0YN HU3bKY 3aTPUMKY Ta BUCOKY HAJIIMHICTH 3'€IHAHHS B TPi.

baza panux: 30epirae iH@opMalil0 TPO TPaBIIB, iXHI JIOCATHEHHS,
HaJAITyBaHHS Ta 1HII BaXKJIUBI JIaHi.

Opnnieto 3 ronoBuux puc FPS € mepcnexktrBa Bif nepioi ocoou, KoK TpaBellb
0a4yuTh CBIT OYMMA CBOTO TepcoHaxa. Lle mijcuiitoe 3aHypeHHs B IrpOBH MpoIIeC 1
JI03BOJISIE BITUYTH cebe Oe3mocepeIHIiM YHaCHUKOM TTO/TiH.

[yTepwu Big mepioi 0coOu BiJOMI CBOIM MIBUAKKM 1 HANIPY>KEHUM T€UMILICEM.

I'paBenib MOBMHEH IIBUJKO pearyBaTH Ha BOPOTIB, TOYHO CTPUIATA Ta €(PEKTUBHO
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BUKOPHUCTOBYBATH JOCTYIHI pecypcu. Lle BuMarae xopomux pediiekcip i KoopauHalii
PYXiB IpaBL.

FPS npononytoThk rpaBiisiM UpoKuii apceHan 30poi, BiJl MICTOJETIB 1 aBTOMATIB
710 TpaHaT 1 CHalNepChbKUX IBUHTIBOK. KpiM TOrO, rpaBIli MOXKYTh BUKOPHUCTOBYBATH
pi3HOMaHITHE CIOPSHKEHHS, TaKe SIK OpOHs, METWYHI HAOOPH Ta CIieliadbHI raKeTH.

Cyuacni FPS 4dacto nmpononyoTh IIMPOKHI BUOIp HaJIAIITyBaHb MEPCOHAXKIB,
IO JO3BOJISiE TPaBISIM 1HAMBIIyali3yBaTh CBIM 3OBHIIIHIA BUTIAL, 30por0 Ta
cnopsijkeHHs. Lle gonae rmuOuHU TeMILICI0 Ta JT03BOJISIE€ TPABIISIM BUPA3UTH CBOIO
YHIKQJIBHICTD Cepe/l IHIINX.

Opniero 3 ronoBHux npodseM FPS e 3a0e3nedenHs OanaHCy MK PI3HUMH
KJlacaMH MEepPCOHaXiB Ta BuAamu 30poi. Lle BakiauBoO [UIsl MiATPUMAHHS YE€CHOCTI Ta
3a/10BOJICHHS TPaBIIiB.

3 pos3ButkoM TexHojorid rpadika B FPS crae Bce Ouibll peanicTUYHOIO.
Buxopucrtanus cydacHux rpadiuHUX pyLIiB JO3BOJIIE CTBOPIOBATU JETaJbHO
MpOopOoOJIEHI OTOYEHHS, PeaIICTUYHI €(DEKTH OCBITIICHHS Ta TEKCTYPH BUCOKOI SKOCTI.

BbopoTr0a 3 maxpaiicTBOM € I1Ie OJHIEI0 CepHO3HOI0 MPoOaeMor0. Po3poOHrKN
MOCTIHHO  BJOCKOHANIOIOTH  AHTUYUT-CHUCTEMH, W00 3aXUCTUTH TPy BiA
HEJI0OPOCOBICHUX TPaBIIIB.

3abe3nedyeHHs: cTabiIbHOI POOOTH TpU HA PI3HUX IIAThopMax 1 MPHUCTPOSX
BUMAara€e BEIMKHX 3YyCUJb. PO3pOOHMKM MarOTh ONTUMI3YBaTH rpadiky Ta 1HIII
pecypcu, o0 3a0e3MeunTy TIaBHUHN ITPOBUIA MPOIIEC.

He3Baxkatouu Ha 3Ha4HI JOCSATHEHHS Y po3pooOili OaratokopucrtyBaibkux FPS,
ICHy€ HHU3Ka Mpo0JieM Ta BUKIIMKIB, SIKI MOTPEOYIOTh BUPIILICHHS:

OnTuMizariist poAyKTUBHOCTI: 3abe3nedeHHs cTabiIbHOI pOOOTH I'pU Ha PI3HUX
maTgopMax Ta IPUCTPOSX € BAKIUBUM 3aBIaHHSIM. Bucoki Bumoru g0 rpadiku ta
¢b13uKK BUMararoTh €epEKTUBHOTO BUKOPUCTAHHS PECYPCIB CUCTEMHU.

3abe3neueHHs MepeKeBOi cTablIbHOCTI: Bennka KibKiCTh OJTHOYaCHUX I'PaBIIiB
notpedye HaJliHOT MepexeBoi 1H(pacTpykTypu. Bucoka 3aTpumka abo BTpatu

MaKeTIB MOXKYTh HETaTUBHO BIUIMHYTH Ha IrPOBUI TOCBI.
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bananc reiimmero: IligTpumMka piBHOBaru MK pi3HUMHU KjlacaMU MEPCOHAXIB
Ta BUAaMH 30poi € KpUTUYHOTO JIJIs1 3a0e3medeHHs uecHoi rpu. [{e Bumarae moctiiftHOTO
MOHITOPUHTY Ta HaJallITyBaHHS.

be3neka Ta aHTHYUT-CUCTEMH: 3aXHCT BiJl MIaXpaicTBa Ta HECAHKI[IOHOBAHOTO
JOCTYILY € BaKJIMBUM acCIeKTOM, 110 3a0e3Meuye YeCHICTh Ta 3aXUCT JaHUX TPABIIIB.

Ha ocHoBi anami3y mpeameTHOi 00JlacTi BU3HAUYEHO OCHOBHY IIpoOjieMy, sika
Oyae BupilieHa 3a JOMOMOTOI0 MaWOYTHBROTO MPOTPaMHOrO 3a0e3MeUeHHS:
ONTUMI3AIlls 0araTOKOPUCTYBAIIbKOI B3a€MOJIii Ta 3a0e3meueHHs CTallIbHOI poOOTH
IrPOBOTO 3aCTOCYHKY.

3MICTOBHUH aHal3 MNpeAMETHOI 00JacTi 0araTOKOPUCTYBAUbKUX ITPOBUX
3aCTOCYHKIB Yy JKaHp1 IIyTep BiJ MepIioi ocoOu 03BOJIMB BU3HAYUTH OCHOBHI
CTPYKTYpHI Ta (PYHKI[IOHAJIbHI OCOOJIMBOCTI, a TAaKOX MpPOOJIEMH, sIKI HEOOX1IHO
BUPIIIUTH. BUKOpUCTaHHS MOJENBHUX MpeacTaBieHb, Takux sk IDEF0, nomomoriio
Bi3yalli3yBaTH OCHOBHI MPOIECH Ta BU3HAYMTH KJIIOYOBI ACMEKTH JJISl MOJAJIBIION
pPO3pOOKH MPOrpaMHOro 3ade3nedeHHs. Pe3yiabTaTH UBOTO aHami3y CIyryBaTUMYTh
OCHOBOIO JUIsl CTBOPEHHSI €(EKTHBHOIO Ta CTa0IJILHOTO IrPOBOrO 3aCTOCYHKY, IO

3a/10BOJIBHUTH OTPEOM CyYaCHUX IPaBLIB.

1.2 Amnani3 HasBHOrO MPOTPAMHO-TEXHIYHOIO 3a0€3MeYeHHS MNPEeIMETHOI

o0JtacTi

st eheKTUBHOTO PO3pOOJICHHS 0araTOKOPUCTYBAIIbKUX IITYTEPIB Bl MEPIIOi
0co0M HEOOXITHO PETENbHO TMpOAaHANI3yBaTH HAasBHE MPOrPAMHO-TEXHIYHE
3a0e3ne4eHHsl, IKE€ BUKOPUCTOBYEThCS Y 1M MpeaMeTHIN obsacTi. OTHUM 13 SCKpaBUX
npukiaanie € Team Fortress 2 [3-5] (TF2) — momynspHuii 6araToOKOPUCTYBAIbKHUit
nryTep, po3podieHuii kommnaniero Valve [6]. YV mpomy po3aiai po3rissHEMO OCHOBHI
aCIIeKTH IporpaMHoO-TexHIuyHOTO 3abe3neueHns TF2 (pucynok 1.1), Bkirouarodu ioro
apXiTeKTypy, ITPOBHM pyIIiid, MepeXeBy IHPPACTPYKTypy Ta IHIII KIFOUYOBI

KOMITIOHCHTH I'DH.
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Grab the Intelligence Briefcase from
the enemy basement. Return to your
basement to win!
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Pucynox 1.1 — Team Fortress 2

Apxitektypa Team Fortress 2 ckianaerbes 3 KITbKOX OCHOBHUX KOMITOHEHTIB.
IrpoBwmii KITi€HT BiANOBiAA€ 3a BimoOpakeHHs Tpadiku Ta 3ByKY, 00pOOIisi€ BBEACHHS
B1JI KOPHCTYBaua 3a JIOMOMOTOI0 KJIaBlaTypy Ta MUIII, a TAKOX BIAMPaBIIsie KOMAHIH
Ha cepBep Ta OTPUMYE BIiJ] HbOI'O OHOBJIEHHS IrpoBOro craHy. IrpoBuii cepsep
00po0JIsie 3annUTH BiJl KJIIE€HTIB, KOOPJIAUHYE J1i TpaBIliB, 0OPOOJISAI0OYM IXHI KOMaH/IX Ta
MIATPUMYIOUYHM CHHXPOHI3AIIII0 IrPOBOTO MPOIECY, a TAKOXK 30epirae qaHi mpo irpoBHid
CTaH, BKJIIOYAIOYH MO3UIIIT TPaBIIiB, iXHE 37I0POB'si, BAKOPUCTAHHS 3001 TOIIIO.

Mepesxeni mpotokoin y Team Fortress 2 BukopuctoBytors UDP npotokosn st
IIBUJKOI Tepeadl JaHuX MDK KJIIEHTOM 1 cepBepoM. BrpoBajpkeHHS anropuTMiB
KOMIICHCAIlll 3aTpUMKH 3a0e3leuye MJIaBHUM IrpOBUI MPOLIEC HABITH IMPH BUCOKIM
3aTPUMII MEpEKi.

Team Fortress 2, sk 1 1HII 0araTOKOpUCTYBAIlbKi IIyTE€pPH, CTUKAEThCSA 3
KUIbKOMa TEXHIYHUMH BUKIUKaMH. OOHUM 13 OCHOBHHMX BHUKJIHMKIB € OITHMI3aIlls
NPOAYKTUBHOCTI. PO3pOOHMKM MOCTIMHO MpAaIiol0Th HaJ ONTHUMIZAIE€0 TpHU I
pI3HUX amapaTHUX KOHQIrypailiii, BUKOPHUCTOBYIOUM OHOBJICHHS 1 maT4l s

MOKpAIEHHS MPOAYKTUBHOCTI Ta CTAOUTBHOCTI IPH.
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banancyBaHHS reMILIEIO TAKOXK € BAXKJIMBUM aCTIEKTOM. PerynsipHe oHOBIEHHS
IrpOBOrO0 KOHTEHTY JOIlOMarae MiATpUMyBaTH OallaHC MDK pPI3HMMH KilacaMu Ta
BU1aMH 30poi. [Ij1s1 IbOTo TPOBOISTHCS ITPOB1 TECTH 1 aHATI3YETHCS 3BOPOTHUM 3B'I30K
BiJl CITITHHOTH TPABIIIB, IO JTI03BOJISIE MIBUIKO pearyBaTH Ha Oyab-sIKi qu30aJaHCH.

3a0e3neueHHs] MEPEKeBOi CTaOLIBHOCTI € 1Ie OJHUM KPUTUYHUM 3aBJIaHHSIM.
Buxopuctanss nepegoBuX alroOpUTMIB J0OMOMAara€ 3MEHIIUTH 3aTPUMKY Ta BTpaTH
MaKeTiB, 110 3abe3mneuye miIaBHU irpoBuii npouec. [locTiitHMIT MOHITOPUHT cepBePiB
1 MepexeBoi 1HOPACTPYKTYPH JI03BOJISIE BHUSBIATH Ta BUPINIYBATH MPOOJEMH, IO
BUHHUKAIOTh, MIJITPUMYIOUH CTaOUIBHY POOOTY TPH.

AHani3 nporpaMHoO-TeXHIYHOro 3a0e3neueHns Team Fortress 2 neMoHCTpye, 1110
ycmix 0araTOKOpUCTYBAllbKUX IIYTEPIB BiJl MEPIIOi 0COOM 3aEKUTh Bl O6aratbox
(akToOpiB, BKJIIOYAIOYM TMOTYKHUM ITpOBUU  pymlIid, €(QEKTHUBHY MEpPEKEBY
1H(DpacTpyKTypy Ta n00pe mpoaymani irpoBi mexaHiku. JlocBinm po3poOHukiB TF2
Moke OyTH KOPUCHUM JIJIsl CTBOPEHHS HOBHX 1MOp Y LIbOMY aHpi, BPaXOBYIOUH 1XH1
pIIEHHS [IOJ0 ONTHMI3alli NPOAYKTUBHOCTI, OaJlaHCyBaHHsS TE€UMILICIO Ta
3a0€3IMeUeHHS MEPEKEBOI CTaOLTBHOCTI.

Overwatch [7-9], po3poGnenuit kommnanieto Blizzard Entertainment [10],
BUKOPHUCTOBY€E BJIACHUM ITPOBUM pyILIM, 10 3a0e3Meuye BUCOKY SKICTh Tpadiku Ta
edeKkTuBHICTh poOoTu. Pymriii miaTpumye cydacHi rpadiyHi TEXHOJOTIl, Takl sK
JUHAMIYHI TiHI, MICWJIEpU Ta BUCOKOSIKICHI TEKCTYpHU, IO J03BOJISIE CTBOPIOBATU
JIeTaNi30BaHl IrpoBi CBITH. BiH TakoX IHTETrpye mepeaoBi (i3U4HI MOJIemi, SKi
3a0€3Meuy0Th pealiCTUUYHY B3a€EMO/I10 00'€KTIB Y TP1, 1 PO3BUHEHY CHCTEMY aHIMaIlii,
110 JT03BOJISIE CTBOPIOBATH TUIABHI Ta MPUPOJIHI PYyXHU MEPCOHAKIB.

Apxitektypa Overwatch BkiIro4ae Jqekijibka KIFOYOBUX KOMIIOHEHTIB. IrpoBuit
KJIIEHT BIJIMOBIJAE 3a BiAOOpakeHHS Tpadikud Ta 3BYKY, 0OpoOJisie BBEIEHHS Bij
KOpHCTYyBaya 3a JOMOMOIOI0 KJIaBlaTypu Ta MUIII, a TaKOX HaJCHJIa€ KOMaHIU Ha
CepBeEp 1 OTPUMYE OHOBJIEHHS ITPOBOTO cTaHy. IrpoBuii cepBep 0OpoOIsie 3amUTH Bij

KJIIEHTIB, KOOPJAMHYE [li TpaBIiB, OOPOOJISAIOYM IXHI KOMAaHAH, MIATPUMYIOUH
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CHHXPOHI3aIII0 IrpOBOT0 Mpoliecy Ta 30epirae JaHi Mpo ITPOBUM CTaH, BKIIOYAKOYH
MO3UIIT TPaBIiB, IXHE 3I0POB'S, BAKOPUCTAHHS 30p0i Ta 3110HOCTEH.

Overwatch (pucyHok 1.2) BUKOPHCTOBYE MEPEKEBI MPOTOKOJIH, 110 0a3yIOThCs
Ha UDP, nns mBuakoi nepegadi 1aHuX MIX KIIEHTOM 1 cepBepoM. BrpoBamkeHHs
aJITOPUTMIB KOMIIEHCAIIIT 3aTPUMKH 3a0e3Meuye MIaBHUN ITPOBUI MPOIIEC HABITh pU
BHUCOKIH 3aTpumIll Mepexi. Lle 103Bosisge MiHIMI3yBaTH HETaTUBHUHN BIUIUB 3aTPUMOK 1

320€3MeYUTH CTAOLJIbHUNA TEUMILIEH.

Pucynoxk 1.2 - Overwatch

OgHuM 13 OCHOBHMX TEXHIYHMX BHKIMKIB g Overwatch e omrumizaris
MpOIyKTUBHOCTI. Po3poOHuKH Blizzard nocTiiiHO npamoTh Hal TOKPAILIEHHSIM I'pU
JUISL PI3HUX amapaTHUX KOHQIrypalii, BUKOPUCTOBYIOUM OHOBJIEHHA 1 HaT4l AJis
3a0€3Me4YeHHs] BUCOKOI MPOAYKTHUBHOCTI Ta CTaOuIpbHOCTI Trpu. bamancyBaHHs
TeVMILICIO € 1€ OJHUM BAKJIMBUM aCIEKTOM, SIKAH BKIIOYAE PETYNSAPHE OHOBJICHHS
ITPOBOTO KOHTEHTY JUIsl MATPUMKH OanaHCy MK PI3HUMHU MEPCOHAKaMH Ta iXHIMHU
3ni0HoCcTsIMU. KomMaHaa po3poOHUKIB TIPOBOAUTE IrPOBI TECTH 1 aHAJI3y€ 3BOPOTHUN

3B'SI30K BiJl CIIUJIBHOTH TPaBIIiB, IO J03BOJISIE MIBUIKO pearyBaTy Ha JucOaIaHCH.

ApK.

KBPI[13.200242.01.01.713

3wmH.| Apk. Ne dokym. Mionuc |dama

12




3a0e3neueHHs] MEPEKEeBO1 CTAOUIBHOCTI € I11€ OAHUM KPUTUYHUM 3aBJaHHSM.
Buxopucranss nepenoBuxX aJropuTMIB IS 3MEHIIICHHS 3aTPUMKH Ta BTPAT MMAKETIB
noromarae 3a0e3neyuTy IIaBHUH irpoBuit nporec. [TocTiiHNN MOHITOPUHT cepBEPIB
1 MepeXeBoi 1HPPACTPYKTYPH J03BOJISE BUSABISATH Ta BHUPILNIYBATH MPOOJIEMH, IO
BUHHKAIOTh, MIITPUMYIOUH CTa0lILHY pOOOTY TpH.

AHani3 mporpaMHO-TeXHIUYHOTO 3a0e3neueHHs Overwatch neMOHCTpye, IO
ycmix 6araToOKOPUCTYBALbKUX HIYTEPIB B MEPIIOi 0COOU 3aJ€KUTh BiJ] MOTY>KHOTO
IrpoBOro pylIis, ePeKTUBHOI MepekeBoi 1HGPACTPYKTYpH Ta Jo0pe MpOoayMaHHUX
irpoBux MexaHik. JlocBig po3poOHukiB Overwatch moxe OyTH KOPUCHUM s
CTBOPEHHSI HOBHUX IFOp y I[bOMY KaHp1, BpaXOBYIOUH iXH1 PIIICHHS MO0 ONTUMI3ALi
OPOAYKTUBHOCTI, OajmaHCyBaHHsA TelimIuiero Ta  3a0e3nedyeHHs  Mepe’KeBOi

CTaOLIBHOCTI.

1.3 BwusHaueHHS (QYHKIIOHAIBHUX Ta HEPYHKIIOHAIBHUX BHUMOI [0

MPOTPAMHOTO 3a0e3MeYEHHS

Bu3HaueHHsT BUMOT 7O NPOTpamMHOro 3a0€3MEUEHHs € KIYOBUM €TaroM Yy
mpoieci po3poOku Oynb-skoi cucteMu. [[ns 0ararokOpUCTyBalbKOIO 1rpOBOrO
3aCTOCYHKY Y >KaHpi HIyTep BiJ MepIioi 0ocoOu 111 BUMOTH JI0TIOMararoTh chopMyBaTu
YiTKE YSABJICHHS MPO T€, IKUM Ma€ OyTH KIHIIEBUHM MPOYKT, 5Kl (YHKIII BIH TOBUHEH
BUKOHYBAaTH 1 SIKI XapakKTepUCTUKH BIiH Mae MaTu. Bumorm 10 mnporpamHOro
3a0e3nedYeHHs MOIISIOThCS Ha (PYHKITIOHAIbHI Ta HEPYHKITIOHAIBHI.

@OyHKIIOHAJIBHI BUMOTH BHM3HA4yalOTh, 110 CHCTEMa IIOBHHHA POOUTH, SKI
dbyHKIII1 Ta 3aBJjaHHS BOHA Ma€ BUKOHYBaTH. /{7151 6araTokoprcTyBaibKoro mrytepa Bij
MepIIoi 0coOr OCHOBHI (DyHKITIOHATBHI BUMOTH BKJIIOYAIOTh:

— rpaBll NOBMHHI MaTU MOKJIMBICTh MPUEAHYBATHUCS JI0 ICHYIOUMX 1rop abo

CTBOPIOBATU HOBI;
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— TMOBHMHHA OyTH peaji3oBaHa CHUCTEMa YMIpPaBJIiHHS MEPCOHAXXEM BiJ MEPIIoi
0CO0H 3 MOXKIIUBICTIO CTPLIHOU, TIEPECYBAHHS, B3AEMO/IiT 3 00'€KTaMU TOIIIO;

— CHUCTeMa IIOBMHHA OOpoOsATH Ta 30epiraTd JdaHl MpPO ITPOBUH CTaH Yy
peatbHOMY Yaci, BKJIIOYAIOUW MO3UIIlT IPaBIIiB, IXHE 310POB's,, BAKOPUCTAHHS 30p0Oi Ta
THTIT TIOTA.

HedyHkiionanbHi BUMOTHM BHU3HAYAIOTh XapaKTEPUCTHUKUA CHCTEMH, SIKI
CTOCYIOTBHCSI il SIKOCTI, POYKTHUBHOCTI, HaTIHHOCTI TOILIO. s
0araToKOpHUCTYBAIbKOTO IIIyTepa BiJ mepmoi 0codn OCHOBHI He(YHKIIOHATBHI
BUMOTH BKJIIOYAIOTh:

— cucTeMa MOBUHHA 3a0e3nedyBaTi CTabUIbHY 4acTOTy KajapiB HE MeHie 60
FPS Ha pekoMeH10BaHHUX anapaTHUX KOH(DIrypamisx;

— CepBepHa YacTHWHA MOBUHHA OOPOOJISITH 3aITUTH B1Jl TPaBLIIB y peaibHOMY Yaci
3 MiHIMaJIbHOIO 3aTPUMKOIO;

— cucTeMa MOBHHHA OyTH CTIiKOIO A0 300iB 1 3a0e3nedyBatu Oe3nepediiiHy
poooTYy;

— iHTepdeiic kopucTyBaya MOBUHEH OYTH IHTYITUBHO 3pO3yMUIHM 1 IPOCTUM Y
BUKOPHCTAHHI.

BusHaueHHss ~ QyHKUIOHAJIBbHUX Ta  HE(DYHKIIOHAJBHUX  BUMOT [0
0araToKOpPUCTYBAIILKOTO ITPOBOTO 3aCTOCYHKY Yy KaHp1 IIyTep Bia Mepioi ocodu €
KPUTUYHO BaXXJIMBUM €TaloOM Yy Mpouect Moro po3poOku. DyHKIIOHAIbHI BUMOTHU
3a0€e3MeuyoTh pO3yMIHHS TOTO, Kl caMe 3aBAaHHs 1 (yHKIIT NOBMHHA BUKOHYBATU
cucTeMa, ToJll K HedyHKIIOHAJIbHI BUMOTH BH3HAYAIOTh SIKICHI XapaKTEPUCTUKH
MPOTPAMHOTO 3a0e3MNedyeHHs, Takl SK MNPOAYKTHUBHICTb, HAJIWHICTh, Oe€3leka Ta
3pYYHICTh BUKOPUCTaHHS. BpaxyBaHHS 1IUX BUMOT JI0O3BOJIIE CTBOPUTH CTaOUIBHHM,
Oe3rneyHuil Ta NpuBaOIUBUIA JJIs1 KOPUCTYBAU1B MPOAYKT.

Use Case. [liarpama (pucyHok 1.3) gomomarae onucaru, sik CUICTEMa B3a€EMO/II€
3 PI3HUMH aKTOpaMH (KOPUCTyBadaMu a00 THITMMH CUCTEMaMH ) Ta K1 PyHKITIOHAIbHI

MOKJIMBOCTI CUCTEMH JIOCTYIIHI [IUM aKTOPaM.
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Shooting

<EBKIDUUTE >

Play P Fight With Weapon

< CBKADUMTE >, <<BKOUUTE >

Interact

<<BRADNUTE <CBRADUNTE

Player With Supplements

Moving
Change Settings

Pucynok 1.3 — Jliarpama BapiaHTiB BUKOPUCTAHHS

Y OGararokopuctyBalbKid Tpi kaupy FPS e nume oaun kopuctyBad, sSKuid
BUKOHY€E pOJIi, MpejacTaBicHl Ha miarpami. Lled kopucTyBad (akTop) Ha giarpami
no3HaueHuit sik «Player». Jliarpama BapiaHTiB BUKOpHUCTaHHS (use case diagram)
B1J100pakae OCHOBHI [I1i, IKI MOK€ BUKOHYBAaTH rpaBelb y Ipi.

['paBenib € 1EHTpaIbHOIO (PIrYypor0 Ha JiarpaMi 1 BUKOHYE OCHOBHI [ii B Tpi.
[Tep 3a Bce, rpaBellb MOXKE MOYaTH TPy, 110 € OCHOBHUM BapiaHTOM BUKOPUCTAHHS,
no3HaueHuM sk «Play». Ile oxormuttoe Bci aii, MOB's13aH1 3 y4acTIO B IrpPOBOMY ITPOIIECI.
OxkpiM 1IbOTO, IPaBEIb MAa€ MOKIIUBICTh 3MIHIOBAaTH HAJAIITYBAHHS TPH, HAIIPUKJIIA],
rpadiuHi mapaMeTpu, 3BYK Ta YIpaBJiHHS, IO HpenacTaBiieHo BapiaHToMm «Change
Settingsy.

Konu rpaBeunn Oepe ydactb y rpl, BIH MOXE€ BHKOHYBaTH OOHOBI ii, IO
BiloOpaxkeHo BapiaHTOM «Fight». llelt BapiaHT BKJIIOYa€E B3a€EMOJII0 3 PI3HUMHU
o0'ekTaMu y Tpi, CTpiNBOy Ta mepecyBaHHs. B3aemomis 3 00'ekTamMu JeTajizoBaHa y
BapiaHTI «Interact», sKUi BKIIFOYA€E B3a€MO/III0 3 30pPO€I0 Ta IHILIMMU IpeaMeTamu. Jlii
31 30poero cnernudikoBadi BapianToM «With Weapony, 110 0XOIUTIOE€ MTiAOUpaHHS,
BUKOPHUCTAHHS Ta Tiepe3apsaKy 30poi. Bzaemonist 3 iHIIMME TTpeAMEeTaMu, TAKUMHU SIK
anTeuyku Ta Ooenpunacu, BigoOpaxeHa y Bapianti « With Supplementsy.

Crpinpba € BaKJIMBOIO CKJIAJO0BOIO OOMOBUX i 1 MpeicTaBieHa BapiaHTOM
«Shootingy, skuil AeTanizye mpoiec cTpuibou mo Boporax ado mutsax. IlepecyBanus
IpaBId y Ipi, IO BKIIOYAE OIr, CTPUOKU Ta XOBAHHA 32 YKPUTTAMH, BIAOOPAKEHO Y
BapianTi «Movingy. L1 1ii € HEBiI'€eMHOIO YaCTUHOIO OOHOBOTO MPOTIECY 1 JJO3BOISIIOTH

rpaBleBl €(EKTUBHO BUKOHYBATH 3aBAAHHS Y TPi.
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Takum yMHOM, fiarpama BapiaHTIB BUKOPUCTaHHA HAOYHO JEMOHCTPYE, SIK
rpaBellb B3a€EMOJIIE€ 3 PI3HUMH acleKTaMH TpH, 1 K Pi3HI Jii MOB'I3aHI MK COOOI0,

3a0e3neuyrour KOMIUIEKCHUH 1 3aXOIUTIOIYHI IrpoBUH MpoOIeC.

1.4 Bucuosku. IloctanoBka 3agaui

Y mporieci po3poOkn 6araTOKOPHUCTYBAIBKOTO ITPOBOTO 3aCTOCYHKY B JKaHPI
IIyTep BiJl MEPIIoi 0COOM BaXIIMBO MPULIATA OCOOJMBY yBary BCEOIYHOMY aHaJi3y
MIPEAMETHOI 00JIACTI Ta YITKOMY BU3HAYEHHIO (PYHKI1OHAIBHUX 1 HEPYHKIIOHATBHUX
BUMOT JI0 IIporpaMHoro 3abesneueHHs. [linroroBka 10 po3poOKH TaKOro CKJIaJHOIO
IPOrpaMHOro NPOAYKTY Iependadae peTebHe BUBYEHHS ICHYIOUHX PILIEHb HA PUHKY,
iXHIX CHJIBHMX 1 CJIa0KMX CTOPIH, @ TaKOXK TEXHOJIOTiH, 110 3a0e3Meuyi0Th BUCOKY
AKICTh T€HMIUIEIO Ta KOPUCTYBALbKOTO TOCBIY.

Ha npuknani BigoMux O0araTOKOpPUCTYBallbKUX MIyTEpIB, Takux sK Team
Fortress 2 1 Overwatch, Oyio aeTtaqbHO NpPOaHaTI30BAHO MNPOrPAMHO-TEXHIYHE
3a0e3neyeHHs], sIKe BUKOPUCTOBYEThCS B LMX irpax. lle Bkoyano orjisja irpoBHX
pyLIiB, sKI 3a0e3Me4yloTh BHUCOKOSIKICHY Tpadiky Ta (QI3UKy, apXITEeKTypHI
OCOOJIMBOCTI CHUCTEM, K1 KOOPAMHYIOTH B3a€MOJIII0 MK KIIEHTAaMHU 1 cepBepamu, a
TAKOX MEPEKEBUX MPOTOKOJIB, MO0 TAPAHTYIOTh CTAaOUIbHY Ta MIBUIKY Mepenady
TaHHX.

BusnaueHHst GyHKITIOHATBHUX BUMOT J103BOJIsi€ CHOPMYITFOBATH YiTKI 3aBAaHHS
JUISL  pO3pOOHMKIB, SIKI BKJIIOYAIOTh MIJKJIIOYEHHS KOPHUCTYBAuiB, YIPaBIIHHSA
MEPCOHAKaMH Ta 1HBEHTapeM, a TAaKOX peaji3allilo pexxumy irposoro mpouecy. Li
BUMOTY BU3HA4yalOTh, L0 CaMe€ MOBUHHO POOUTH TMporpamHe 3a0e3NeyeHHs, 1100
3a0€3MeUnTH 1IKaBUH 1rpOBUI JOCBII.

HedyHkiioHanbHl BUMOTH CTOCYIOTBHCSI SIKOCTI MPOTPAMHOTO 3a0e3MeUEHHS.
Bonu BKIIOYaIOTH MPOAYKTUBHICTH, MAcCIITaO0OBAaHICTh, HAIMHICTh, O€3MeKy,

3pYy4YHICTh BUKOPUCTAHHS Ta CYMICHICTb. 3a0€3MeueHHs BIAMOBIAHOCTI IIMM BUMOTaM
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rapaHTye, 10 Ipa OyJe npairBaTi cTablIbHO Ta €()eKTUBHO HA PI3HUX MPUCTPOSX, &
KOPHCTYBadl OTPUMAIOTh 3a/I0BOJICHHS BiJl 11 BUKOPUCTAHHSI.

Jiarpama BapiaHTIB BHKOPUCTAHHS, po3po0jieHa g 0araTOKOPHUCTYBAIlbKOT
rpu xkaHpy FPS, mokasana, sk KopucTyBad B3a€MOJII€ 3 PI3HUMH acleKTaMH TPH.
['paBelib BUKOHYE OCHOBHI [Iii, Taki SIK y4acTh y T'pi, 3MiHY HaJallITyBaHb, 00HOBI ii,
B3aEMOJI0 3 00'ekTaMM, CTpUILOy Ta mepecyBaHHsA. llg miarpama mgomomarae
PO3pOOHMKAM 3pO3YMITH KIIIOUOBI CIieHapii BUKOPHUCTAHHS 1 CTBOPUTU IHTYITHBHO
3pO3yMUTHH 1 TpUBaOIMBUM 1HTEpdEelic KopUcTyBaya.

[lincymoByrouM TpOBENCHUM aHali3 Ta BU3HAYEHHS BHUMOI, MOXXHA
CTBEPJIKYyBaTU, IO PO3pOOJICHHS] 0araTOKOPUCTYBAIILKOTO ITPOBOTO 3aCTOCYHKY Yy
KaHpl ILIyTep BiJ MepuIoi ocoOM € CKJIaJHUM, aje 3aXOIUIIOIOYHUM 3aBIaHHSIM.
BpaxyBanHsi ¢yHKIiOHATBHUX 1 HE(YHKI[IOHATBHUX BHUMOL, a TaKOX PETEIbHUI
aHaI13 ICHYIOUHX PIIIEHb 1 TEXHOJIOT1H, JO3BOJISIIOTH CTBOPUTH SAKICHUN MPOAYKT, SIKAN
OyJe BIMOBIIATH OYIKYBaHHSIM KOPUCTYBaUiB 1 3a0€31euyBaTh CTAOUIbHUM 1 IIIKaBH
1rpOBUI TOCBII.

TakuM 4MHOM, ycmiX y po3poOii 06araTOKOPUCTYBAlbKOIO LIyTEpa 3HAYHOIO
MIPOIO 3aJICKUTh Bl I'PYHTOBHOI MIATOTOBKM Ta BUBYEHHS MPEAMETHOI 001acTi,
YITKOr0 BU3HAYEHHS! BUMOT JI0 POrPaMHOro 3a0e3neyeHHs Ta e(peKTUBHOT peaizarlii
BCIX KJIFOYOBHMX acmnekTiB rpu. L{e 3a06e3meunTs KOHKYPEHTOCITPOMOXHICTh MPOAYKTY

Ha PUHKY Ta 33/10BOJICHHS I'PaBIIiB BiJl BUKOPUCTAaHHS HOBOT 3aXOILTIOIOYOI TPH.

ApK.

KBPI[13.200242.01.01.713

3wmH.| Apk. Ne dokym. Mionuc |dama 17




2 NPOEKTYBAHHA ITPOI'PAMHOI'O 3ABE3IIEYEHHS

2.1 IlpoexTyBaHHS apXiTEKTYpH MIPOTPAMHOTO 3a0€3MEYCHHS

Y upoMy MOiApO3IUTT PO3TIANAETHCS 3arajbHa apXiTeKTypa MpPOTrpaMHOTO
3a0e3nedeHHs] OaraToKOpucTyBambKkoi rpu xanpy FPS. OcHoBHa MeTa — BU3HAYUTH
KJIFOUOBI KOMITOHEHTH Ta MIJICUCTEMH, K1 CKIJIAJJal0Th MPOTrpaMy, a TaKOX OMUCATH 1X
B3a€EMOJIII0 Ta POJb Yy 3arajbHId CTPYKTYpl NPOEKTY. ApXITEKTypa IOBUHHA
3a0e3neuyBatu  €QEeKTUBHY poOOTy MporpaMH, BHCOKY  HIPOAYKTHBHICTD,
MacIITaboOBaHICTh Ta 3PYYHICTD Il KOPUCTYBAYiB.

Jnst po3poOku GaraTokopucTyBalbkoi Tpu xaHpy FPS Oyno oOpano kiieHT-
CEpBEPHY apXITEKTYypy (pUCYHOK 2.1) e oMH 3 rpaBLiB BUCTYIAE SIK XOCT (cepBep), a
1HIII TPABIll MiAKIIOYAIOTHCS 10 HOTO K KineHTH. Lle# miaxia 703BoJIs€ pO3NOAUIUTH
00YHMCITIOBAJIbHE HABAHTAXKEHHSI MIXK T'PaBIsIMU Ta 3a0€3MEYUTH THYYKICTh Y BUOOPI

XO0CTY, IO MOKC 3MCHIIIUTH 3aTPHUMKHU Ta TTOJIIIIINTH SKICTh 3'€,Z[HaHHH.

XocT

Kiient Kitient Kitient

Pucynoxk 2.1 — CepBepHa apxiTekTypa

XoCT - 1Ue OJMH 3 TpaBUiB, KU BHUCTyINae sk cepBep. BiH BiamoBigae 3a

KOOPJIMHALIIIO I yCiX TpaBIliB, 0OpPOOKY IrpoBOi JIOTIKH, CHHXPOHI3AIlII0 ITPOBOTO

ApK.

KBPI[13.200242.01.01.713

3wmH.| Apk. Ne dokym. Mionuc |dama 18




CTaHy, a TAKOX 3a KOMYHIKAIil0 3 IHITUMHU KJIleHTaMu. XOCT 30epirae aHi mpo Mo3uIlii
IpaBliB, iXHE 310pOB's, CTaH 30poi Ta 1HIII BaXKJIMBI MapaMEeTpPH.

KiieHTH - 11€ 1HII11 TpaBIIl, K1 TiAKII0YAI0ThCS 10 XocTa. KimieHTH BiAnpaBiIstoTh
naHi mpo mii rpaBIs (pyX, CTpUIb0a, B3a€MOIS 3 00'€KTaMU) Ha XOCT Ta OTPUMYIOTh
OHOBJICHHS ITPOBOTO CTaHy Bia Xxocta. Kili€eHTH BiAMOBIMAIOTH 3a BiMOOpa)KEHHS
rpacdiku, oOpoOKy BBEJEHHs BiJI KOpHCTyBada (KjaBiaTypa, MHIIa, TelmIian), Ta
peatizalliro JIOKaabHOI (Hi3UKH.

MepexeBuii iHTepdeiic: 3a0e3neuye KOMYHIKAIII0 MK XOCTOM 1 KJII€EHTaMH.
BukopucroByetscs npotokon UDP s mBuakoi mepegadi JaHUX 3 MIHIMAJIbHOKO
3aTpuMKoro. [[ns 3a0e3neyeHHsT HaAIHOCTI 1FPOBOrO MPOLIECY BIPOBAKYIOTHCA
AITOPUTMH KOMIICHCAIlT 3aTPUMOK Ta 0OpOOKH BTpAUuCHUX MAKETIB.

VY 1l apXITeKTypl IrPOBUI XOCT OTPUMYE JaHi PO Ali BiJl KOXKHOTO KJIEHTA,
00po0Isi€ 111 /111, OHOBIIIOE 3araJbHUM IFPOBUH CTaH 1 IIepeae OHOBJICHI JIaH1 Ha3aJl J0
BCix Kii€eHTIB. lle mo3Boisie BCIM ydacHMKaM OayUTH CHHXPOHI30BaHY KapTUHY
IrPOBOTO CBITY.

Kmient: Bianpasnse nHa xoct iH(opmarito mnpo aii rpaBusg (pyx, CTpuib0a,
B3aeMO/IIA 3 00'eKTamMM) yepe3 MepexeBuil iHTepderic. OTpuMye BijJl XOCTa OHOBJIEHI
JIaH1 PO IrPOBHI CTaH.

Xoct: O6po6iisie 3amUTH BiJl KIIE€HTIB, BUKOHYE OOUYMCIIEHHS, IO CTOCYIOTHCS
IrpOBOI JIOT1KM (HApHKIa/, 3ITKHEHHS, (131Ka), 1 MATPUMY€E CHHXPOHI3all1t0 IFPOBOTO
CTaHy MIX yciMa KiieHTamu. BiampaBiisie OHOBJIEHHS ITPOBOTO CTaHy Hazaa Jo
KJTIEHTIB.

[lenTpanizoBanuii KoHTposib: CepBep KOHTPOJIIOE BCl AacHeKTH TIpH,
3a0e3neuyrour IIEHTPai30BaHE YMPaBIiHHS ITPOBUM TIPOIIECOM, JaHUMHU Ta
B3a€EMO/II€I0 MK TpaBIsMU. Lle 103BOJIsIE JIETKO BIPOBAKYBATH OHOBJICHHS, TIaTYi Ta
HOBHM KOHTEHT, OCKIJIBKH BC1 3MIHU MO>XHA BHECTH Ha CepBepi.

besneka: OckinbKU cepBep € €IMHOIO TOYKOIO, SIKa MAa€ TTOBHUI KOHTPOJIb HaJ

rpolo, 1€ J03BOJSIE 3MEHIIUMTU PHU3MK MIaxpaiictBa Ta 370MiB. CepBep MoOxe
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NepeBIpSITH BCl i1 KIIEHTIB HAa BIAMOBIAHICTH MpaBWJIaM I'pu Ta BiA(LIBTpOBYBaTH
HEKOPEKTHI 3aIUTH.

Cunxponizanis irpoBoro crany: CepBep MIATPUMY€E CHHXPOHI3aIiI0 1rPOBOTO
CTaHy MIXK BCiMa KJIIEHTaMH, 3a0€3MeUyI0UH Y3ro/KEHICTh IrPOBOTO MPOIIECY IS BCIX
rpaBIliB. Lle m103BoIsI€ YHUKHYTH MPoOIeM 3 pO301KHICTIO ITPOBUX JaHUX MK PI3HUMH
KJII€EHTaMHU.

CropormieHa apXiTeKTypa KIi€HTa: Tpa MOKe OyTH OUIBII JIETKOIO 1 MEHII
BHUMOTJIUBOIO JI0 PECYPCIB.

3asiexkHICTh Bij cepBepa: SIKIio cepBep BUXOAUTH 3 Ipu a00 Mae MpoOsieMH 3
MPOAYKTUBHICTIO, 11€ BIUIMBA€ Ha BCiX KIi€HTIB. CepBep CTa€ KPUTUYHOIO TOYKOIO
BIJIMOBH, 1 Oy/Ib-sIKa IOTO HECIPABHICTh MOKE IIPU3BECTH JI0 HETPaIe3qaTHOCTI BCiel
CUCTEMH.

3atpumMku (1ateHiis): BinganeHicTh KIIIEHTIB Bijl CEpBEpa MOXKE CIIPUUHHAITH
3aTPUMKHU B OOMiHI JJaHUMH, IO HETATUBHO BIUIMBAE HA ITPOBUH Tpoliec, 0COOIUBO B
peanicTuuHuX irpax kanpy FPS, ne koxHa MuTiceKyHa Ma€ 3HAUCHHS.

OOmexxeHHs Ha MacITabyBaHHS: X04a KIIE€HT-CEpPBEPHA apXITEKTypa JT03BOJISE
MaclTadyBaHHs, BOHO Ma€ CBOi MeXi. [CHYIOTh (p13MUHI Ta TEXHIYHI OOMEXKEHHS Ha
KUTBKICTh OJTHOYACHUX MIJIKJIFOYEHb, K1 MOXKE 0OpOOJISITH OJIUH CEPBED.

CrJaHICTh  MEPEKEeBOT0 MpOorpamMyBaHHS: pO3pOOJEeHHS HaAIMHOrO 1
e()eKTUBHOTO MEPEKEBOTO KOy € CKJIQJHHMM 3aBIaHHSIM, SKE IMOTpeOye BHUCOKOI
kBaumiQikailii. BpaxyBaHHs 3aTpUMOK, BTpAT MaKeTiB, CAHXPOH13allii irpOBOTO CTaHy Ta
THIITMX MEPEXKEBUX MPOoOsIeM MOTpeOye 3HAYHUX 3yCUITb 1 3HAHD.

Po3po0OiieHHsT 0araroKopucTyBalbkoro myrtepy Big mepmroi ocodu (FPS)
BUMarae 0OpaHHs apXITeKTYpHUX MATEPHIB, K1 3a0e3nedyaTsh e(heKTUBHICTh, THYYKICTh
Ta MacIITabDOBaHICTh CUCTEMH. Y CydacHid 1HAYCTpil IrpoBOi po3poOKHU iCHYe Oe3miy
MIIXO/IB 10 TOOYOBU apXiTEKTYPH, KOKEH 3 SIKHMX Ma€ CBOI MepeBaru Ta HEJOJIKH.
[Mpote, nns FPS rpu HaiiOinbin mominbHUM € BukopuctanHs Component-Based
Architecture (CBA) ta Entity-Component-System (ECS). Po3risinemo, yomy came 11

MaTepHU € HAUKpaIM BUOOPOM.
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[TepemyciM, BapTO PO3TISHYTH cHelM(idHI BUMOTH 0araTOKOPHUCTYBAI[bKOTO
urytepy. Taki irpu MaroTh OyTH THUHAMIYHUMH 1 CKJIQIHUMU, OCKUIBKH 1rpOB1 00'€KTH
MaloTh 0araTo XapakTepUCTUK 1 MOBEAIHKOBUX ACIEKTIB, IO MOCTIMHO 3MIHIOIOTHCS.
Bonu Takox maroTh OyTH MacmTabOBaHUMH, 100 MiITPUMYBAaTH BEIUKY KUTBKICTb
rpaBuiB 1 0O0'€KTiB OAHOYACHO Oe3 BTpaTH MPOAYKTHUBHOCTI. ['HYUYKIiCTh 1
PO3LIMPIOBAHICTD € KIIOYOBUMH, OCKIJIbKU I'pa TOBUHHA JTO3BOJISITH JIETKE J0JaBaHHS
HOBUX (YHKIIN 1 3MiH HasBHUX O0€3 HEOOXIAHOCTI CYTTEBHX 3MiH Yy 0a30Bii
apxiTekTypi. Bucoka MpOAyKTHUBHICTb € KPUTHUYHO BaXKIUBOIO ISl 3a0€3MEUEHHS
IUTABHOTO 1IrPOBOTO TPOIIECY.

[laTepH mocepenHMka — 1€ MIA0JOH NOBEAIHKH, SIKHM CIpHUSE CIa0KOMy
3B’SI3Ky MK 00’ €KTaMH IIJISIXOM 1HKAICYJIALIT X B3aeMo/ii B 00’ ekT-nocepeaHuk. [1o
CyTi, BiIH BHU3HA4Ya€e 00’ €KT (MOCEPEIHMK), SIKUN LEHTpai3y€e 3B SI30K MK 1HIIUMHU
00’exTamMu (KOJIEraMH ), TAKUM YMHOM 3MEHIIYIOUH TIPSIMY 3aJI€KHICTh MIXK HUMH.

Hampukiaz, konu kiibka 00’€KTIB MOBUHHI CIUIKYBaTUCS OJIMH 3 OJHUM. be3
MOCepe/IHUKa KOXKEH 00 €KT MaB OM 3HATH MPO BCl 1HII OO’€KTH, 3 SKUMH HOMY
NOTPIOHO B3aEMOJIIATH, 1110 MPHU3BENO O 10 CKIIATHOT Mepexi 3ayexkHocTel. L TicHo
MOB’si3aHa KOHCTPYKIIiSl CTa€ BaXKO MiATPUMYBATH Ta PO3IIHPIOBATH.

3aBASKM BBEIEHHIO TOCEpEIHUKA OO0’€KTH OuIbllle HE CIHUIKYIOThCS
0e31ocepeIHbO OJIMH 3 OJHUM. 3aMICTh IIbOTO0 BOHU CITUIKYIOTHCS Yepe3 MOCEPeIHUKA,
AKUM 1€ K UeHTpanbHUi 1eHTp. Lle 3abe3nedye kpaury 1HKANCyJSIi0, OCKUIBKH
KOXEH O0’€KT MOBUHEH 3HATH JIMIIIE MPO MOCEpeIHUKa, a He Mpo 1HII 00 €KTH, 3
SKUMU BiH B32€MO/IIE.

[laTepH mocepenHHMKa CIPUSE€ THYYKOCTI Ta PO3LIMPIOBAHOCTI MPOTPAMHUX
cucteM. Lle mo3Boisge Jerme momaBath a00 BUIAIATH KOMIIOHEHTH, OCKUIBKH 3MIHU
NOTPIOHO BHOCUTH JIMIIIE B MOCEPE/IHUK, a HE MOIIMPIOBATH IO BCiid cuctemi. Kpim
TOr0, 1€ CHpHUsie 0araTopa3oBOMy BHUKOPHUCTAHHIO, OCKIJIbKU IMOCEPEIHUK MOKHA
MOBTOPHO BUKOPUCTOBYBATH B PI3HUX KOHTEKCTAaX.

[[Ta6soH iHTEpIpeTaTOpa — 1€ MOBEAIHKOBHUM I1IA0JI0H MPOEKTYBAHHS, SKHUI

BUKOPUCTOBYETHCS JJIsI BU3HAYCHHS TPAMAaTUKH JUIsl IHTEpIpeTallii BUpa3iB y MOBI Ta
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3abe3rneuye cnocio omiHKM MX BHpasiB. Lle ocobnmBO KOpuCHO mia yac podboTH 3
peIMETHO-CIeIiaIbHUMA MOBaMH a00 KOJIM BUpa3u MOTPIOHO MpoaHali3yBaTH Ta
BUKOHATH.

VY maboHi iHTepIpeTaTopa 3a3Buy4ail € Habip KJacis, M0 MPEACTABIAIOTH Pi3HI
€JIEMEHTHU TPaMaTUKH, TaKi K HETEpPMIHAJBHI Ta TepMiHaNbHI Bupa3u. KoxeH 13 mux
KJIaciB peaiizye METOJl «IHTepIpeTallii», SKuii 004ucIoe abo BUKOHYE BUpa3, SKUH
BiH MIPE/ICTaBIISIE.

Hampukinaza, po3riisHeMo MpocTuil oouuciaoBad apudMeTuyHOro Bupaszy. Bu
MOXXET€ MAaTHU KJacH, IO MPEACTABISIIOTh PI3HI €JIEMEHTH, HaNpUKiIaa 4YHUCIa,
orneparopu Ta Bupaszu. OTpuMaBlv apu(pMETUYHUN BUPA3, IHTEPIPETATOP AHAIIIZYE
HOoro B CHHTaKCUYHE JIEPEBO, a MOTIM OOUUCIIIOE, PEKYPCUBHO IHTEPIIPETYIOUN KOXKEH
BY30J1 JiepeBa.

[TaTTepH iHTEpHIpeTaTOpa A€ 3MOTY BIJOKPEMUTHU MIPOOIEMU MIXK TPaMaTHKOIO
Ta 11 iHTepnperaiieto. [{e 703BosIsle BU3HAYATH CKIIA/IHI TPaMaTUYHI ITpaBuja Ta JETrKo
po31MproBaTi ad0 3MIHIOBATU JIOTIKY 1HTeprperalii 0e3 3MIHM caMOl I'paMaTHKH.
Kpim Toro, me mojermiye peani3alil0o HOBUX BHUpa3iB ad0 MOB, HAJAIOUd YITKY
CTPYKTYPY JUIsl aHAITI3y Ta OL[IHKH.

Component-Based Architecture m03BosisiE CTBOpPIOBAaTH CKJIagHI 00'€KTH
IUISIXOM KOMOIHYBaHHSI IPOCTHX, HE3AIC)KHUX KOMIIOHEHTIB. Y IIbOMY ITIJAXOMd1
00'€EKTH TPU CKJIAJAIOThCA 3 HAOOPY KOMITOHEHTIB, KOXKEH 3 SKHUX J0Ja€ IMEBHY
¢yukiionanpHicTh. IlepeBarm CBA monsiraioTh y MOAYJIBHOCTI, apKEe KOMXKEH
KOMITOHEHT BUKOHY€E OKpeMy (DYHKIIIIO 1 MOXKe OyTH 3MIHEHHM HE3aJIeKHO BiJl IHITUX.
Ie Takox cripusiec TOBTOPHOMY BUKOPHCTAHHIO KOy, OCKUTEKH KOMITOHEHTH MOXYTb
BUKOPUCTOBYBATHUCSI TIOBTOPHO B PI3HUX 00'€KTaxX, IO 3HIKYE YIUTIKAIUIO KOIY.
JIerkicTh pO3MIUPEHHSI AOCATAETHCA Yepe3 MOXIMBICTh JAOJABAHHS HOBUX (YHKIIIN
IIUISIXOM JI0JIaBaHHS HOBUX KOMIIOHEHTIB 0€3 HEOOXiTHOCTI 3MIH y BXKE ICHYIOUUX
o0'exTax.

Entity-Component-System (ECS) e eBotoIieto KOMIIOHEHTHOTO TiAX0y, SKa

pO3UIsIE JaHi Ta JOTIKY Ha Tpu okpemi yactuHu: Entities, Components, Systems. ECS
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Mae€ MepeBard y MpoayKTUBHOCT, OCKIJIBKH YITKE PO31JICHHS TaHUX 1 JIOT1KH JI03BOJISIE
edekTuBHIIIE 00pOOIATH BEIUKI HAOOPH JaHUX, ONITUMI3YIOUM BUKOPUCTAHHS Kelly 1
O6araronotoyHocTi. ['HYy4YKiCTh 3a0e3MeuyeThCsl JETKICTIO J10JaBaHHS HOBUX THIIIB
MOBEIHKA Yepe3 CTBOPEHHS HOBUX CHCTEM. MacmTaboBaHICTh JOCITAETHCS
e(EeKTUBHUM YIIPABIiHHAM BEIUKOI0 KUIBKICTIO OO0'€KTIB 3aBIOsSKH CHCTEMaM, SKi
00pOOJISIOTH JINIIIE PEJICBAHTHI KOMIIOHCHTH.

OO0uaBa miAXOAWM MarOTh CBOi IEpeBard 1 HEAOJIKH, MPOTE€ BOHU 1/1€aJTHLHO
TONOBHIOIOTH 0auH o7H0T0. KoMOiHatiss CBA 1 ECS no3Bojisie CTBOpIOBaTH THYUKY,
MOJYJIbHY 1 MPOAYKTHBHY apXITEKTypy i 0araTOKOPHUCTYBALIbKOTO IWIyTEPY Bij
nepuoi ocodu. MoAynpHICTh Ta MOBTOPHE BUKOPHCTaHHS KOMHOHEHTIB 3 CBA
3a0e3meuyoTh MIBUAKY PO3pOOKY 1 TecTyBaHHS HOBUX (GyHKIIM, Tomi sk ECS
3a0e3reuye BHCOKY TMPOAYKTHUBHICTh 3aBISKHA PO3JAUICHHIO JaHMX 1 JIOTIKH,
JO3BOJIAIOYM €()EKTUBHO OOpOOIATH BEJIMKE YHCIO 00'€KTIB Ta B3aemoji. OOuaBi
apXITEKTYPHU J03BOJISIIOTH JIETKO J0JaBaTh HOB1 (YHKIIT Ta 3MIHIOBATH ICHYIOUl, HE
MOPYIIYIOUH 3arajibHOT CTPYKTYPH KOJY.

Bubip apXiTeKTypHHUX MaTepHIB HJisi 0araTOKOPHUCTYBAIIbKOTO WIyTEpPy BIJT
nepmoi ocoOM € KPUTHYHO BaXKIIMBHM JUIs ycmixy mpoekty. Component-Based
Architecture Ta Entity-Component-System 3a0e3meuyioTh Halkpanry KOMOIHAIlIo
THYYKOCTI, TMPOAYKTUBHOCTI Ta MAacIITa0OBAaHOCTI, HEOOXITHUX IS CTBOPEHHS
CKJIQJHUX ITPOBHUX CHCTEM. BHKOPHUCTOBYIOUM I MAaT€pHU, PO3POOHUKH MOXKYTh
CTBOpIOBATH €(DEKTUBHI, JIETKO MIATPUMYBaHI Ta pO3IIUPIOBAHI irpH, K1 3a0e3neuarh

3aXOILTIOIOYNN JTOCBIJT JIJISl TPABITIB.

2.2 ITpo€eKkTyBaHHS MOJTYyJIIB

Po3pobnenHs 0araToKOpHUCTYBallbKOTO IITyTepa BiJl MEpIIoi 0COOM BHUMAarae
n00pe CTPYKTYpPOBAHOI apXiTEKTYpH, sSKa BKJIIOYA€E KJIACH TPaBIlIB, 30p0i, CUCTEMY
pyXy, aHiMmarlliii, MepexeBUl IUIariH Ta KOpHUCTyBalbkui 1HTepdeiic. [am Oyxe

PO3TJISIHYTO, SIK MOYKHA OPTaHi3yBaTH 110 apXITEKTYypYy.
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OCHOBHI KOMITOHEHTH apXITEKTYpU:

— KJIac TpaBlis;

— KJ1acu 30poi;

— cucTtema pyxy,;

— cHcTeMa aHIMaIliii;

— MEpEeKEBHH ILJIaTiH,

— KOPHUCTYBalLbKH 1HTEpEiic.

Knac rpaBus BiAnoBigae 3a ympaBiiHHS CTAHOM TpaBIlsd, HOTO B3aEMOJIIO 3
OTOUYCHHSM, PyX, IHBEHTap Ta CTpUIb0y. ba3oBuii kjac rpaBIls, SIKMM MICTUTh JIOTIKY
JUTsl IIPABIIIHHS PYXOM, 3[I0POB'SIM, B3aEMO/II€I0 3 OTOYECHHSIM Ta iHBeHTapeM. [ paBelb
Ma€ MacuB 30poi, Ky rpaBellb MOKe HOCUTH.

Kmacu 30poi BiAMOBIZAIOTH 3a peaiizaililo pi3HUX THUIB 30poi Ta iX
(YHKI10HATBHICTB.

Cucrema pyxy B ctuiii Quake moBHUHHA MIATPUMYBATU IIBHUJIKE TIEPECYBAHHS,
CTpUOKHU, CKOJIB31HHS Ta 1HII MEXaHIKHU.

Cuctema aHiMaIlidi BIANOBIZA€ 3a BIATBOPEHHs aHIMAIll TpaBIl Ta HOTO
B3a€MO/III0 3 OTOUEHHSIM.

MepexeBuil miariH 3a0e3reuye CHUHXPOHI3AIII0 CTaHIB MDK KIIEHTaMHU Ta
CEpPBEPOM, a TAKOK 00POOKY MEPEKEBUX MOIM TAKUX SK: ITIKIIOUCHHS, 3HAXOIKESHHS
IrpoBOi cecli.

Kopucrysanpkuii iaTepdeiic (Ul) 3abe3neuye BinoOpaxkeHHA iHdopmalii
TPAaBITIO Ta B3aEMOJIIIO 3 TPOIO BIIPOJIOBXK BCIX CTaii.

Hiarpama (pucyHOK 2.2) UIIOCTpY€ TPOIEC B3a€EMO/IIi T'PaBIsd 3 CEPBEPOM Y
0araTokopuCTyBallbKOMY NIyTepi Bix mepinoi ocoou. Ha Hii moka3aHo, sk pi3Hi i
rpaBIs 0OpOOJISIOTHCS JIOKAJIBHO 1 HAa cepBepl AJid 3a0e3neYeHHs] CUHXPOHI3allli rpu

M1 BCIMA YYaCHUKAMHU.
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send Confirm EEED

A
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{IL
~

Request fire on server

Request move on server

Pucynok 2.2 — DFD-niarpama

[Iporiec MmoYMHAETHCS 3 TOrO, IO TPaBEIlb HAMATA€ThCS MIAKIIOUUTHUCS O
cepBepa. s mboro BiH HaJCWIIA€ 3allUT, SIKUM cepBep oOpoOisie Ta MiATBEPIKYE
3'enHanHd. [liciis yCHIIIHOTO MiJIKIIOYEHHS TPaBEellb 3aBAHTAXKYE PIBEHb I'PH, PO L0
CepBEp TaKOXK OTpUMYE MmiaATBepKeHHs. Ha ibomMy eTarni rpaBeilb TOTOBUM /10 IPOBUX
.

Komu rpaBerib BBOOUTH KOMaHIU IS pyXy MEPCOHAXa, JTOKATLHUN TIEPCOHAK
00po0IIsiEe 11 KOMaHAM 1 3MIHIOE CBOIO TO3UIII0. OQHOYACHO 3alUT Ha 3MIHY TO3HUIIIT
HAJICUJIAE€ThCSI Ha CEpBEp, KU TakoXK oOpoOJisie med 3amuT 1 3MIHIOE TO3UILII0
IepCcoHaXka Ha cepBepi, 3a0e3Meuyrour CHHXPOHI3ali 3 1HIUMHU KiieHTamu. Llei
MIPOIIEC TapaHTYE, IO BC1 IpaBlii 0ayaTh akTyaJbHE MICIIE3HAXOKEHHSI IEPCOHAXKIB Y
rpi.

Komu rpaBens HaTHCKa€e KHOMKY CTPUIHOU, IOKAbHUN TIEPCOHAXK 00po0IIsEe 1iei
3amuT 1 BUKOHYE CTPLILOY. 3auT Ha CTPUILOY TaKOXK HAJICUIIAETHCS Ha CEPBEP, /1€ BIH
00po0JIseTHCS 3 ypaxyBaHHIM MpaBuil rpu. CepBep, B CBOIO YEPry, TTOBIOMIISE THIITMX
KJIIEHTIB MIPO PE3yJIbTaTU CTPLILOU, 10 BKITFOYAE B ceOe TaKi Jii, TK HAaHeCEHHS KON
IHIIMM TIEpCOHAXKaM Ta BJOOpaKeHHS Bi3yalbHUX €(EKTIB.

Takum dYMHOM, B3a€MOJIS TPABII 3 CEPBEPOM BKIIOYAE KUIbKA €TaIliB:

MIIKJIIOUYEHHS 10 CepBepa, 3aBaHTAKEHHS PiBHS, 00poOKa KOMaH Ha PyX 1 CTPUILOY.
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VYei i aii mpoXoasTh SK JIOKJIbHO, TaK 1 Ha cepBepl, 10 3a0e3reuye KOPEKTHY
CHUHXPOHI3AII0 CTaHIB I'PU MK yciMa ydacHukamu. Lls miarpama Ta omuc mporecisB
JEMOHCTPYIOTh, SIK TpaBIli B3a€MOJIIIOTh 3 CEPBEPOM y 0OaraToKOpHCTyBAIIBKOMY
HryTepi, 3a0e3Mneuyroun CHHXPOHI3aIlIo A1 MIXK yciMa y4aCHUKaMH TPH.

[{s miarpama (pucyHok 2.3) 300pakye TpoIec TEPEeMIleHHS B irpoOBOMY
KOHTEKCT1, JEMOHCTPYIOUM B3a€EMOJIII0 PI3HUX KOMIIOHEHTIB. Y WEHTpl Jlarpamu

3HaxoauThes nporec «Ilepemimenns» (Moving), mo3HaueHwmii sik By301 AQ.

Rules of the physical engine

A J

Moving .
Input: g New Location: >

AD

Engine

Y3E: A0 [3ATO/IOBOK: Mepemiuetin [HOMEP: 1

Pucynok 2.3 — Jliarpama nanux pyxy

[Iporec nepemilieHHs OTPUMYE AaHl1 3 YOTUPHOX HAIPSAMKIB. 3J1iBa HAAXOIATh
naHi BBeaeHHs (Input), sKi NOpencTaBiIsAIOTH KOMaHIUM KOPHUCTyBauda, Taki SK
HATHCKaHHS KJIABIII JUIS PyXy IMepcoHaxka. LI komMaHau € BXiTHUMH JaHUMH IS
npolLecy NepeMillleHHs], HILII0IYN caM MPOIIeC.

3Bepxy npuxoaath npasuia dizuanoro asuryna (Rules of the physical engine),
SK1 BU3HAYAOTh (Di3WYHI 3aKOHHU, IO BIUIMBAIOTH HA PyXx mnepcoHaxa. LI mpasuia
3a0€3MeuyIoTh peali3M y pyci, BpaXxOBYIOUM Taki (pakTopH, K CUia TSKIHHSI, TEPTS 1

B3a€EMOJIIS 3 00'€KTaMu y Tpi.
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3Hu3y Hangxonuth NBUTYH (Engine), skuil mpencraBise pyuiiidHy cuily, IO

BIJINTOBI/Ia€ 32 BUKOHAHHS KOMaH]T KOPUCTYBayva BIAMOBIAHO 70 (izmuHux npaswt. Le

MO)Ke OyTH TpPOrpamMHUIl KOMIIOHEHT, SIKMii OOYHMCIIIOE HOBI IMO3HMIIIT MEpCOHaXka Ha

OCHOBI BBEJICHUX KOMaH] 1 MpaBuJI (Pi3UKH.

CrnpaBa BUX0IuTh HOBE Miciie3HaxomkeHHs (New Location), sike € pe3yiapTaToM

npoiiecy nepemiiieHHs. 1{e HoBa mo3uIlis mepcoHaXka y mpocTopi IpH Miciiss 00poOKu

BBEJICHUX JaHWX, (I3MYHUX MPABIII Ta O0OUHMCIICHb ABUTYHA. HOBE MicIie3HaX0KeHHS

HaJICUJIA€THCA HA3ad y I'py IJIsI OHOBJICHHSA HO3HHiT IICPCOHAYXa Ha eraHi.

TakuM yMHOM, JllarpaMa IEMOHCTPYE, K BX1JIHI KOMaH/1 KOpUCTyBaya, (pi3uyHi

MpaBuja 1 JABUTYH B3a€EMOJIIIOTh Yy MpPOLEC] MEPEeMIllIeHHs, 00 BU3HAYUTH HOBY

MO3UIIII0 TIepcoHaxka y rpi. KoxeH KOMIIOHEHT BiAIrpae KIFOYOBY POJIb Y 3a0€3MEeUeHH1

KOPEKTHOT'O 1 PEaJIiICTUYHOTO NIEPEMIIICHHS IEPCOHAXA Y BIPTyaIbHOMY CEPEIOBUIIII.

Hiarpama (pucyHok 2.4)

0araToKOpHUCTYBAIIbKIN IPi.

Engine logic

f?hysicaleng:nh

F——Input—m

Input processing
and delegation to

the controller
Al

F 9

Engine

Call the move logic Replication logic
| locally
A2
‘ r
Call the move logic Call the logic of
on server *  movementin
other players
A2 A4
h
Player Server Replication System

Controll
er

Y3EM:

AD 3ATONOBOK:

Moving HOMEP:

Pucynok 2.4 — Jliarpama ctaHiB

UTIOCTpY€E TpoIleC TEpPEeMIIIeHHS TpaBlsl B
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JleMoHCTpYE, ik 00pOOIsSETHCS BBEIEHHS KOPUCTYBaya Ta CAHXPOHIZYETHCS PyX
MK KJieHTamH 1 cepBepoM. [Ipoliec mounHaeThCs 3 TOro, M0 KOPUCTYBad BBOAUTH
KOMaHJy, HalpuKJaj, HAaTUCKaHHS KJaBilll g pyxy nepcoHaxka. Lls xomanma
HAAXOJUTh y 0ok «OOpoOKa BBEJACHHS Ta JejeryBaHHs KoHTpoiepy» (Input
processing and delegation to the controller), mo3nauenuii sk Al.

Jamni yorika IBUTYHaA Tiepenae oOpoOJieHy KOMaHAy y OJ0K «BUKIUK JIOTIKU
nepemimieHHst gokanpHo» (Call the move logic locally), mo3naduenwmii sik A2. Tyt
OOUHCIIOETBCA PyX TNEpPCOHaXa BIAMOBIAHO J0 (PI3MYHMX MpaBUI ABUTYHA, IO
JI03BOJISIE JIOKAJTbHOMY KIIIEHTY IIBUAKO BIAOOPAa3UTH Pe3yJibTat Jii IpaBIis.

[TapanenbHO 3 TOKaJIbHOIO 00pOOKOI0, KOMaH/1a MEePEIa€ThCs Ha cepBep y 010K
«Bukinuk noriku nepemimieHHst Ha cepBepi» (Call the move logic on server), Takox
no3HaueHuit ax A2. CepBep 00po0Jsie 10 KOMaHIy AJisl 3a0€3MeUeHHs] KOPEKTHOCTI 1
BIIMOBIAHOCTI TpaBui Tpu. Lle Bkimowae BpaxyBaHHS (I3UYHMX TPaBUI 1
3a0e3Mne4YeHHs TOro, 110 BC1 JIii BIAMOBIIaI0Th BCTAHOBJICHUM MEXaM T'pH.

Pesynbratn 0OpoOKM Ha cepBepl mepenarThess B 010K «BUKIMK JIOTIKH
nepemimenns iHmmx rpasmiB» (Call the logic of movement in other players),
no3HaueHui sk A4. Lle no3Bosisie cepBepy CHUHXPOHI3ZYBATH CTaH TPU MIK yciMa
KJIIEHTaMH, Tepefaroyu 1HQopMalllo Opo pyX MNepcoHaxa iHIMM rpasisaM. e
npoiiec 3a0e3neuyeThCcsl CUCTEMOIO perutikaiiii cepBepa (Server Replication System),
sKa BIATOBIAA€ 32 MOLIMPEHHS 3MIH Y CTaH1 IPU MI>K BCIMA 1 KIIOYEHUMHU KIIIEHTaMU.

Takum yuHOM, JiarpaMa JEMOHCTPYE, SIK BBEACHHS KOPUCTYyBaya 00pOOISIETHCS
JIOKAJIBHO JJISl IIBHJKOTO BIIOOpaKeHHs, a TaKOX Ha cepBepl s 3a0e3MeUeHHS
KOPEKTHOCTI T'pH 1 CHHXpOHi3auli Mk rpaBisMu. [Iporiec nmepemilieHHsl BKIHOYAE
KUIbKa eTamB OOpOOKM BBEJCHHS, JIOKaJbHOI 1 CEepBEpHOI OOpOOKH, a TaKOX
perutikanii 3MiH, 11100 BC1 IpaBili 0ayuiIM aKTyalbHUN CTaH TPU.

[TincymoByrOUH, BUBEAEMO JllarpaMy KJIACiB MPOEKTY(PUCYHOK 2.5).

Ha giarpami npencraBieHO JeTaTbHHUMN OIS 3aJIEKHOCTEH KIIaciB 1 B3aEMO/III B
OaraTokopucTyBalbkiii rpi mytep Bin mnepiioi ocoobu (FPS), crBopeniit Ha Unreal

Engine. IlenTpanbaum y il apxitekTypi € kinac «llepcoHaxy, sSKui MpeacTaBisie
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TOJIOBHY CYTHICTh, SIKOIO Kepye rpaBelb. Llelt kiac oxormioe pi3Hi aTrpuOyTu Ta
METOAM, KPUTHYHI JJis IrpoOBOrO Tpoliecy, sSK-oT Habip 30poi (Weapons|]
CharacterWeapons) 1 @yHkuii st o6pobku ctpiasbu 31 30poi (Fire()), a Takox
nepemukanas Mix 30poeto (NextWeapon() 1 PrevWeapon() ).

Knac «llepconax» iHTETpyeTbcsl 3 KUTbKOMa KIIOYOBUMH KOMITOHEHTaMH,
KOXEH 3 SIKUX KePY€E PI3HUMHU aclieKTaMu (PYHKI[IOHAIBHOCTI epcoHaxa. « KommoneHnt
3JI0pPOB’sD» € KIIFOUOBHUM JJIs1 KEPYBAHHS 3/I0POB’SIM IIEPCOHAXKA 3 TAKUMU aTpUOyTaMH,
sk float MaxHealth 1 float CurrentHealth, a Takox MeTomamMu 1j19 BCTaHOBJICHHS Ta
oTpuMaHHs 3Ha4YeHb 370poB’s (SetHealth() 1 GetHealth()). Lleit koMmmoHeHT rapaHTye,
[0 CTaH 3JJ0pOB’Sl IEPCOHAKA TOYHO BIJCTEKYETHCS Ta OHOBIIIOETHCS y BIJAMOBIIb HA

Mo/Iii B rpi.

Character Controller
Character
Move()
Weapons[] Character\Weapons Jump()
PushWidget()
Fire()
NextWeapon() T
Prev\Weapon()
| } t ] Ul layout
Movement Component Health Component Weapon GameStack
GameMenuStack
. Modal Stack
CaIcVe_Ioc:lty()_ float MaxHealth int AmmoPerClip
ApplyVelocityBraking() float CurrentHealth int MaxAmmo
DoJump() Meshi1p T
ShouldCatchAir() Mesh3p
SetHealth() Multiplayer Plugin
GetHealth() OnEquip()
OnUnEquip()
OnEnterinventory() CreateSession()
OnLeavelnventory() . .
Fire() .]_0|nSess_|on()
FindSessions()

Pucynox 2.5 — [liarpama kmnaciB

«KoMmoHEHT pyXy» Kepye MeEXaHiKow pyxy mnepcoHaxka. lle Bkimouae

oOuucnennss mBuakocti (CalcVelocity()), 3acTocyBaHHsI rajibMyBaHHSI IIBHUIKOCTI
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(ApplyVelocityBraking()), BukonanHsi ctpuOkiB (DoJump()) 1 BHU3HAYEHHS, YH
3aCTOCOBYBATH CHITY TepTs Kosi iepcoHax y moBitpi (ShouldCatchAir()). 11 dynakmii
CHUTIBHO KEPYIOTh THM, SIK TEPCOHAX MEPEMIIIYEThCS B ITPOBOMY CEPEAOBHIIIL,
3a0e3Mevyyrour 4y TJINBI Ta JUHAMIUHI PYXH.

KepyBanns 30po€ro oOpoOISI€ThCS KOMIIOHEHTOM «30posi», SKHH JeTaabHO
omnucye Taki BiacTuBocTi, ik int AmmoPerClip, int MaxAmmo Ta atpuOyTu CiTKU
(Meshlp nns mepeniektus Bif nepiioi ocoou ta Mesh3p A nepcrekTiB BiJl TPEThOI
ocodu). Kommonent wmicturh wmetoau crnopsupkeHHs  (OnEquip()), 3HATTA
cnopskenHss (OnUnEquip()), Bxony B iHBeHTap (OnEnterInventory()), Buxony 3
iuBeHTapto (OnLeavelnventory()) 1 ctpinsbu 31 30poi (Fire()). Take komIiuiekcHe
KEpPYBaHHs aTpuOyTaMH Ta MOBEJIHKOI 30p0i Mae BakJIMBE 3HaU€HHS Ui 00HOBOI
MEXaHIKH IPH.

Knac «KonTposep rpasis» KOHTPOJOE€ 00pOOKY BBIIHUX JaHUX 1 KEPYBAHHS
MEPCOHAXKEM 3a JOMOMOTOI0 MeTOIIB 1iyis TiepemitieHHst (Move()), ctpuokiB (Jump())
1 KepyBaHHs B3aemoJiiero iHTepdeiicy kopuctyBaua (PushWidget()). Lleii konTpoep
IEPETBOPIOE J1aH1 IPABLIS B i1 IEPCOHAXA, FAPAHTYIOUH, 110 IPaBelb MOKe €(hEKTUBHO
KOHTPOJIIOBATH MEPCOHAXka B IrPOBOMY CBITI.

Komnonent «UI Layout» BianoBigae 3a kepyBaHHs iHTepdeiicom KopucTyBaua,
BKirovaroun creku rpu (GameStack), crexku menro (GameMenuStack) 1 monmanbH1
creku (Modal Stack). Ile rapantye, mo enemeHtu iHTepdeiicy KopucTyBaua
BiJI0OpakaroTh MOTOYHHM CTaH TpH, 3a0e3Meuyrour HEOOX1IHI BIATYKH Ta TapaMeTpu
JUTst TpaBilsl. Maket iHTepdeiicy KopucTyBada B3a€MOJIIE 3 KOHTPOJIEPOM MEePCOHAXKaA,
100 oHoBoBat HUD Ta iHIII eleMeHTH 1HTepdeiicy B pexXrMi peasbHOro 4acy Ha
OCHOBI J1iii TPABIIS Ta ITPOBUX MOJIiH.

Jlnst pobotu 3 OaratbMa rpaBlsiMU «MepexeBuil IJIariH» Kepye MepekKeBUM
IrpoBUM TIporiecoM, 00pobIsiroun cTBopeHHs ceancy (CreateSession()), mpueIHaHHS
1o ceanciB (JoinSession()) 1 momryk ceanciB (FindSession()). Lle# mnarin rapaarye, mo
rpa MOXKe MIATPUMYBATH KUIbKa TPaBLiB, CHHXPOHI3YIOUH Jii Ta CTaHU TPU B PI3HUX

eK3eMIUIsIpax KiieHTa. Bin B3aeMoie sik 3 KOHTPOJIEPOM MEPCOHAXKIB, TaK 1 3 MAKETOM
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iHTepdeiicy kopucTyBaua, oo MmATPUMYBaTH IIUTICHY 0araTOKOpHUCTYBaIlbKy poOOTY,
rapaHTyIOuH, 110 BC1 rpaBIil 0a4aTh y3roKeH1 CTaHU TPU Ta MOKYTh 0€3MePEIIKOTHO
B3a€EMOJIIATU OJMH 3 OJTHUM.

[TincymoByroum, 11 JiarpamMa JIEeMOHCTPYE I0Ope OpraHi3oBaHy MOIYJIbHY
CTPYKTYpy Mg 6aratokopuctyBanbkoi rpu FPS na Unreal Engine. Kiac nepconaxa
CIIy’KUTh OCHOBHOIO CYTHICTIO, IHTEPYIOUHUCH 13 TAKUMU KOMITIOHEHTaMHU, SIK 3JI0POB’s,
pyX 1 30posi, o0 BU3HAYUTH MOXJIMBOCTI MepcoHaxa. KOHTposep CUMBOIB Kepye
BBEJICHHSM 1 ITOBEIIHKOIO, B3a€EMO/IIFOYM 3 MaKeTOM 1HTep(eicy KopucTyBaya, 100
3a0€3MeUnTH 3BOPOTHIN 3B’SI30K y peajlbHOMY Yaci, 1 IJIariHoM IS KUTbKOX T'PaBIIiB,
o0 3a0e3MeYuTH MEPEXKEBY CHUHXpOHi3allito. KoXeH KOMIIOHEHT Mae OKpemi
000B’SI3KHM Ta B3a€MOJIIE€ YEPE3 UITKO BU3HAUCHI IHTEpPEICH, 1IT0 MOJIETIIYE PO3POOKY,
00CIIyroByBaHHsI Ta po3MIMUpeHHs QYyHKIINA rpu. L[ KOHCTpyKIlig 3a0e3neuye HalliHy
Ta MaclTaboBaHy apXiTEKTYypy, 3laTHY MIATPUMYBATH CKJIQJIHY I'POBY MEXaHIKYy Ta

GyHKIIT 7151 KUTBKOX TPaBIIIB.

2.3 [IpoexTyBaHHs 1HTEpPECy KOpUcTyBaya

[IpoexktyBanHs iHTepdeiicy kopuctyBada (Ul) B 0OararokopucTyBalbKOMY
mIyTepl Bl MEpHIoi O0COOM € BaXKJIMBOKO CKJIAJOBOKO 3arajlbHOr0 JHU3ailHy TpH.
30Kkpema, roJIoBHE MEHIO, SIKE J03BOJISIE TPABISIM CTBOPIOBATH CECii, IPUEIHYBATUCS
710 ICHYIOUHX CEClii, HaJallTOBYBATHU Ipy a00 BUXOAMUTH, MOBUHHO OYyTH 1HTYiTUBHO
3pO3yMIJIUM Ta 3pYYHHM y BUKOPHCTaHHI. Po3MillleHHS MEHIO JIBOpYY Ha €KpaHi, 3
BiIOOpaXEHHSM ITPOBOTO PIBHSA Ha 3aJHHOMY IUIAHI, MOXE 3HAYHO TOKPAIIUTH
Bpa)KCHHSI KOPUCTYBAUIB.

Kuomnka «Host» - cTBopuTH cecito (pUCYyHOK 2.6): T03BOJISE IPABII0 CTBOPUTH
HOBY 0araToKOpuCTyBallbKy cecito. HaTuckaHHs 11i€i KHOMKUA BiJAKPUBAE JTOJATKOBI

napameTpu JUisl HaJTalTyBaHHs cecli (BUOIp KapTH, KUIbKICTh I'PABI[iB TOILIO).
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MACHINE
BLASTER

HOST

JOIN

SETTINGS

EXIT

Pucynok 2.6 — MeHro rpu

Knomka «Join» (ITigkmrounTuch A0 ICHYROYOi cecii): Jga€ MOMXIJIHMBICTH
MIIKIIIOUUATHCA J0 BXKeE 1CHYI0u0i cecii. [1ics HaTuCKaHHS KHOTIKU 3'SIBIISIETHCS CITUCOK
JTOCTYITHUX CECiH, 10 IKMX MOKHA MPUETHATHCS.

Knonka «Settings» (HanamtyBaHHs): BIZKpUBa€ MEHIO HalalUTyBaHb, JI€
KOPUCTYBa4 MO>K€ 3MIHUTHU PI3HI MapaMeTpu T'pH, Taki sK rpadiyHi HaJIalITyBaHHS,
ayJio, ypaBJliHHA Ta 1HLIE.

Knonka «Exity (Buxim 3 Tpum): 3akpuBae rpy 1 MoOBepTaE KOPHUCTyBaya Ha
po0ouwmii cTiT 200 B TOJIOBHE MEHIO TUTAT(OpPMHU.

MeHr0 po3TarioBaHe JiBOPYY Ha €KpaHi, 00 3a0e3MeUnTH JICTKUA JOCTYI JI0
BCIX KHOTIOK. 3aJH1# IJIaH JEMOHCTPYE PiBEHb I'PU, CTBOPIOIOYH BITUYTTS 3aHYPECHHS
1Ie JI0 MOYaTKy TPH.

Bepxus manens (pucyHok 2.7) 3 Tpboma posainamu: ynpasiiaas (Controls),
Bijjeo (Video) ta aymio (Audio). ¥V Brmaami «Controlsy € HamamrTyBaHHS s

1HBEPTYBaHHS BEPTUKAJILHOI Ta TOPU3OHTAIBHOT OC1, @ TAKOXK YYTIMBOCTI MUIIII.
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Controls Video Audio

Invert Vertival Axis
Invert Horizontal Axis

Mouse Sensivity

Pucynox 2.7 — InTepdeiic HanamryBaHb

Ha Bepxniii manem iHTepdelicy posramoBaHi Tpu BkIaaku: «Controlsy,
«Video» Ta «Audio». Ile mo3Boyisie KOpHCTyBadyaM IIBUAKO TEPEMHUKATHCS MiXK
pPI3HMMM po3aiIamMu HanamtyBaHb. [licms HaTtuckanHs Ha BkIaaky «Controlsy
BIJIKpUBAIOTHCS BIITIOB1/IHI HAJAIITYBAHHS JIJIs1 yIIPABIIIHHS.

BepxHs naHenb Mae OyTH YITKO BUAUMOIO 1 pO3TAIIOBAHOK TOPU30HTAIBHO Y
BEpXHiil yacThHi ekpany. KoxHa Bkiajgka ohopmIieHa y BUTIISAII KHOTIKH, SIKa 3MIHIOE
KOJIip a00 MiICBIYY€ETHCA MPU HABEJECHHI Kypcopa.

VY Bknaaui «Controls» kopucTyBad 0auuTh KijibKa HanamtyBanb. [lepmmm e
nepemMuKad il iHBepTyBaHHs BepTukanbHOi oci (Invert Vertical Axis). Llei
nepeMHKay JO3BOJISIE TPABISIM 3MIHUTH HAPSIMOK BEPTHKAIBHOTO pyXy Muti. [Topsin
3 HAM 3HAaXOJMUTHCSI aHAJIOTIYHUHN TIEpeMHKaY JJIsl IHBEPTYBaHHS TOPU30HTAIBHOI OCi
(Invert Horizontal Axis), 110 3MiHIOE HAaNpPSIMOK TOPU3OHTAILHOTO pyxy Mmutii. [1ix
[IUMU TIepeMUKadYaMH PO3TAIIOBAHUI MMOB3YHOK JIJIsl HAJIAIITYBAHHS Yy TJIMBOCTI MUIII
(Mouse Sensitivity), skuii 103BOJI€ TPaBLUSIM TOYHO HANAIITYBATH MIBUAKICTH PYXY
Kypcopy BIANOBIAHO IO CBOiX ynoJ00aHb.

Ha naneni «Audio» MokHa 3MIHUTH TYYHICTb 3BYKIB I'PH.
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Ha nmaneni «Video» € MOXITUBICTh KOpEryBaTH HaJallTyBaHHS rpadiky Taki sK:
JaJIbHICTh PEHJIEPY, BIACOTOK OOPOOKH CLIEHHU, SKICTh TIHEH. SKICTh TEKCTYP.

Ha 300paxenHi (pucyHok 2.8) mokaszano inTepdeiic kopuctyBada (UI)
BiJICOTPH, WMOBIPHO LIyTepa BiJ Mepioi ocoOu. Y IEHTpl eKpaHa pO3TallOBAHUN
MaJIeHbKUI YepPBOHUI XPECTHK, SIKHIA CITY>KUTb MPUIIIOM I CTpiiabou. BHU3y expana
3HAaXOJUThCS TOPU3OHTaJbHA CMyra, LIO BiloOpa)xkae piBEHb 3JI0pOB'S TIpaBlid,
3armoBHEHa (10JIETOBUM KOJHOpPOM, 3 HamucoM «100», 1o Bka3ye Ha MOBHUN PiBEHb

3710pOB'sl.

Pucynok 2.8 — InTepdeiic HanmamTyBaHHb

Y nmnpaBoMy HWXKHBOMY KyTli €KpaHa BigoOpaxkaeThcsi iH(opmMalis mpo
Ooenpunacu: BeTUKUM HIPUGTOM BKazaHO ynuciio «30» 11 TOTOYHOI0 Mara3uHy 30poi
1 «90» s 3arajibHOI KIIBKOCTI maTpoHiB. [lopyd 3 nuMU yuciaMu MOKa3aHoO 1KOHKY
micToJieTa, 10 BKa3zye Ha THUM 30poi, IKy BUKOPHCTOBYE rpaBellb. [lanens npaBopyu

3HU3Y TAKOX JIEMOHCTPY€E 30pOI0 B IHBEHTAp1 I'PaBLIS.
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2.4 Anani3 TeXHOJOTiH 1 MeToAiB peai3artii [13

Po3pobieHHss OaratokopHcTyBaIlbKOTro ImyTepy Biag mepmioi ocoou (FPS)
BUMarae iHTerpaii KiJIbKOX Ba)XJIMBUX TEXHOJOTiM 1 MetojiB. Ilporec BKItOUae
IIPOEKTYBAHHS ITPOBUX MEXaHIK, peayli3alil0 MEpPEKeBOI apXiTEeKTypH, CTBOPEHHS
BHUCOKOSIKICHOT Tpadiku Ta 3BYKOBOTO CYNPOBOAY, a TaKOX TECTyBaHHS W
ontuMizaiiro. KokeH 3 muX acmekTiB mnoTrpedye peTeNbHOTO IMAXOAY A
3a0e3neyeHHs CTabIbHOI Ta 3aXOIUTIOI0YO01 TPH.

ITepatuBHa MeTomosoris (pucyHOK 2.9), TaKoX BigoMa SK ITepaiiiHe
PpOo3p0o0IIeHHS a00 MOCTYIOBE PO3POOICHHS, — II€ MIJAX1/ 10 PO3POOKH MPOTrPaMHOIO
3a0e3ne4eHHs], KOJIU MPOEKT pO30MBAETHCS HA MEHIII KEPOBaH1 CErMEHTH a0o iTeparii.
Koxkna itepariisa nependavae miiaHyBaHHs, MPOEKTYBAaHHS, peaji3alliio Ta TECTYBaHHS
MIIMHOXUHY (QYHKIIH a00 ¢yHKIiH. [Tepallii TOBTOPIOIOTHCS 10 3aBEPIIECHHS BCHOTO

MIPOEKTY.

REQUIREMENTS ANALYSIS & DESIGN

PLANNING % IMPLEMENTATION

' Iterative &

INITIAL Incremental

PLANNING
DEPLOYMENT

EVALUATION TESTING

Pucynok 2.9 — Cxema iTepaTuBHO1 pOo3pOOKHU

['HyuKkicTh: OJIHIEIO 3 KIIOYOBHMX IepeBar ITepamiiHoi MeToaojorii € ii

THYYKICTh. OCKUIBKH MPOEKT PO3POOIISIETHCS HEBEIMKUMHU KpPOKaMH, BiH JO3BOJISIE
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BHOCUTH 3MIHM Ha KOXHIM ITepalii Ha OCHOBI BIATYKIB 3alliKaBJICHUX CTOPIiH,
PUHKOBHX yMOB a00 HOBUX BUMOT. lls amanTuBHICTH pomomarae e(eKTHBHO
3aJI0BOJIbHSITH HOBI OTPEOH.

Panne wHamaHHS MIHHOCTI: HAJAlOYd poOOYl MPUPOCTH MPOTPAMHOTO
3a0e3neyeHHs] HAMpHKIHII KOXKHOI iTeparii, iTepaiiiiHa MeToAoJoris 3abe3meuye
paHHE HaJlaHHS LIHHOCTI 3allikaBJIeHUM cTtopoHam. lle o3Hayae, 1m0 KOpUCTyBaui
MOXKYTb ITOYaTH OTPUMYBATH MEPEBArU BiJl MPOTPAMHOTO 3a0€3MEUCHHS paHille, a He
YeKaTu, IOKU BECh MPOEKT OyJe 3aBepieHo. Lle Takox 103BOJIsIE paHHIO TEPEBIPKY
IPUMYIIEHb 1 BUMOT.

YropaBiiHHS pu3WKaMHu. [TepaTuBHE pO3pOOJICHHS JOMOMara€ 3MEHITUTH
PUBHKHU TPOEKTY, PO30OMBAIOYU MPOIIEC PO3POOKM HA MEHII, KEPOBaHI YACTHUHHU.
Pusuku BH3HA4alOThCA Ta PO3IIIAJAIOTBCS HA PaHHIX CTAIIAX LUKIY pPO3pOOKH,
3MEHITYIOYH HMOBIPHICTh CEpHO3HUX HeBIaY mi3Hime. Kpim Toro, iTepariiiHui miIxiz
JI03BOJISIE BUSIBJISITH Ta BUIIPABIATH Je(PEKTH Ha paHHIN cTajii, MIHIMI3yIOUU IXHIH
BIUTMB Ha 3arajbHUAN TTPOEKT.

[Tokpamena cmiBopans: ITepaTuBHa METOAOJOTIA CHpUsIE CHIBIpaIl Ta
KOMYHIKaIll1l MK Y4JIeHaMH KOMaH/IH Ta 3allikaBJICHUMU CTOpoHaMH. OCKUIBKU KOKHA
iTepallisi nependavyae TICHY B3a€EMOJII0 MIXK PO3POOHUMKAMH, TECTyBaJbHUKAMH Ta
IHITUMU 3all1KaBJICHUMHU CTOPOHAMH TMPOEKTY, BOHA CHPHSE CIUIIBHOMY PO3YMIHHIO
L1JIEH MPOEKTY, BUMOT 1 Iiporpecy. Lle cepenoBuie a1 criBOpali Cpusie MBUALIOMY
NPUUHATTIO PIIIEHH 1 BUPIIICHHIO TPOOJIEM.

[{ukyn 3BOpOTHOTO 3B’SI3KY: ITEPAaTUBHHM MiAX1J 3a0X0Yy€ TMOCTIHHHIMA
3BOPOTHHUH 3B’SI30K BIJ 3al[IKaBICHUX CTOPIH MPOTATOM yChOr'O MPOLECY PO3POOKH.
3BOpOTHIH 3B’5130K, OTPUMAHU HAMPUKIHIN KOXKHOI 1Tepallii, JormomMarae nepeBiputu
OPUMYLIEHHS, YTOYHUTA BUMOTH Ta BHU3HAYUTH NPIOPUTETHICTh (YHKLIN AJis
HacTynmHUX itepamiid. Lleli mMKI 3BOPOTHOTO 3B’SI3Ky TrapaHTye, IO MPOTPaAMHE
3a0e3MedeHHs, 0 PO3POOSIEThCSI, TICHO BIAMOBiIAaE TOTpebaM 1 OYIKyBaHHSIM

KOPHUCTYBayiB.
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Jlerma apmanrariis 70 3MIH: Y Cy4YacHOMY JWHaMIYHOMY Oi3HEC-CepeoBHII
BUMOTH Ta TIPIOPUTETH YACTO 3MIHIOIOTHCS IIBHUAKO. I[TepaTMBHA METOIOJIOTIS
JI03BOJIsIE KOMAHJ1aM MTPOrpamMHOro 3abe3neyeHHs eheKTUBHIIIE aJaliTyBaTUCA A0 IIUX
3MiH, BKJIIOYAIOYM X y HAacTymHi iteparii. Taka THyYKICTh J03BOJISIE OpraHi3allisiM
3aUIIATACSA YYTIUBUMHU JO PUHKOBUX TEHJEHIIN 1 MOTpe® KIIIE€HTIB, OTPUMYIOUH
TaKUM YHHOM KOHKYPEHTHY IepeBary.

BukopucToByroun  iTepaiiifHy = METOAOJIOTII0  PO3POOKH  MPOTPamMHOTO
3a0€3MeUYeHHs], MPOEKTH MOXYTh BUKOHYBATHUCS OUIbII THYYKHM, AJaNTUBHUM 1
CIUJIBHUM CIIOCOOOM, IO TPHU3BOAMTH 10 OLIBII SKICHUX PE3yabTaTiB 1 OUIBIIOrO
3aJI0BOJICHHS 3aIliKaBJIEHUX CTOPIH.

CryEngine [11, 12], Bimomuii cBOiMH TpadiYHUMH MOXKIHUBOCTSAMH, YacTO
PO3IIIAIA€ThCA K OJIUH 13 MOTEHIIMHUX PYIIIiB AJI1 po3poOKH Takux irop. IIpore npu
JIETATbHOMY aHalli3l MO’XKHA BUSBUTH JEKUIbKa MPUYMH, YOMYy BIH MOXE HE OyTH
HaWKpanuM BUOOpoM i OaraTokopuctyBaibkoro FPS.

Iepmr 3a Bce, CryEngine npononye BupaTtHy rpadiky. Foro penmepunrosa
CUCTEMA JI03BOJISIE CTBOPIOBATH PEANICTUYHI Bi3yalibHI €(eKTH, BUCOKOIETATI30BaH1
MOJiell Ta CKiIaaHe OcBiTiIeHHs. [le poOuTh Horo ifeadbHUM JJiE CTBOPEHHS
Bpakarounx JaHAmadTIiB 1 peamicTUYHuX cepenoBuil. OpHak, rpadiyHa mepeBara
CryEngine Mo’ke cTaTd OJHOYACHO 1 MOro HemoJikoM. BHCOki CHCTEMHI BHUMOTH
MOXYTh OOMEKUTH KOJO TPaBIIB, SIKI 3MOXKYTh HACOJIO)KYBATHCS TPOI0 HAa MOBHY
MOTYXHICTh, @ TAKOXK IM1JIBUIIYIOTh BUTPATH HA PO3POOKY 1 TECTYBaHHS.

MepexxeBa  apxiTekTypa € e  OJHMM  KIIOYOBUM  acIEKTOM.
BararokopuctyBainpki FPS nmotpeOyroTh Ha1iHOI Ta MaclITaOOBaHOI CUCTEMH, SKa
3a0e3ne4nTh CTa0LTFHUMN 3B'SI30K MK TPABISIMU 1 CEPBEPOM, MiHIMAIbHI 3aTPUMKH Ta
3axuct BiA maxpaiictBa. CryEngine BkItouae miATpUMKY MepexeBUX (DYHKIIIH, ane
BOHA HE € TAKOIO THYYKOIO 1 PO3BUHEHOI0, SIK Y JICSIKUX 1HIINX PYIIiiB, Takux sik Unreal
Engine a6o Unity. [le Moxe yckagauTH mporiec peasizailii HaaiiHOTO MyJIbTUIIIeEPa

1 IMPU3BECTHU 10 JOAATKOBHUX BUTPAT HA HAJIAIIITYBAaHHS Ta Hi)ITpI/IMKy.
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[[lomo 1HCTpYMEHTIB Uisi PO3poOKM Ta MATPUMKU crniuibHOTH, CryEngine
MOCTYNAEThCSI CBOIM KOHKypeHTaM. [HTepdeiic po3poOku, xoua W MOTYXKHHUM, Mae
BUIIYy KPUBY HABYaHHS, 10 MOXKE YMOBUIBHUTH KOMAaHJy PO3POOHUKIB, OCOOJMBO
SKIIIO BOHM HE MalOTh MOMEPEAHBOTO JOCBIYy poOOTH 3 1uM pymrieM. [lonaTkoso,
cniibHOTa po3pobHuKiB CryEngine He Taka BenuKa 1 akTUBHA, AK y Bunaaky 3 Unreal
Engine a6o Unity, o ycKJIaAaHIOE JOCTYN IO HABYAJBHUX MaTepialliB 1 TEXHIYHOI
H1ATPUMKH.

Ontumizaiiss MPOAYKTUBHOCTI € KPUTUYHO BaXKJIMBOKO Il Oyab-sikoro FPS,
ocobnmBo OaratokopuctyBanpkoro. CryEngine, 3 ioro ckiagHoio rpadidHoro
CHUCTEMOIO, MOXK€ CTBOPUTH MPOOJEMH 3 TPOAYKTHBHICTIO Ha MEHII MOTYXHHX
cuctemax. lle Bumarae 101aTKOBUX 3yCHJIb JIJIs OTITUMI3allii, 1110 MOKE 301IBIIUTH Yac
1 BapTICTh PO3POOKH.

OTxe, He3BaXalouu Ha BUAATHI rpadiudi MoxiauBocTi, CryEngine mae kinbka
BXJIMBUX OOMEXKEHB, SIKI MOXYTh YCKJIQJHUTU PO3POOKY 0araTroKOpHCTyBaIlbKOTO
mytepy Biag mepmoi ocobu. IIpobGnemu 3 mepexero, BUCOKI CHUCTEMHI BHUMOTH,
CKJIQJHICTh 1HTEpPEicy po3poOKu Ta 0OMEKeHa MIATPUMKA CIUIBHOTH POOJIATh Leh
pyuiid MeHI NpuBabIMBUM BHOOPOM Yy TMOPIBHAHHI 3 IHIIUMH JOCTYIHUMU
BapianTamu, Takumu sik Unreal Engine [13, 14].

Unity ciay>KuThb ITpOBUM pyIIIi€EM, 3a0€3MeUyr0dd MEXaHI3M Bi3yasizalii Jjis
CTBOPEHHSI peanlicTUYHOI rpadiku, (pI3UUHUN pyIid A iMiTalii (i3UKd peasbHOro
CBITY Ta CEpEIOBHUIIIE CIICHAPIiB /IJIsl MPOTrpaMyBaHHs JIOTIKH IPH 32 JOTIOMOTOI0 TaKHX
MOB, sk C#.

Unity Mae BeIMKUI Mara3suH akKTUBIB, 1€ PO3POOHUKHA MOKYTh 3HAUTH IIUPOKUI
CIIEKTP TOTOBHX PECYpCIB, BKJIIOYAIOYM MOJIEJi, TEKCTYpPH, aHIMallilo, cieHapli Ta
rutarinu. Lle mo3Bostsie po3poOHUKaM MPUCKOPHUTH PO3POOKY, BUKOPUCTOBYIOUYH TOTOBI
pecypcu Ta IHCTPYMEHTH.

Unity no3Bosisie po3poOHHUKaM CTBOPIOBATU ITPU JJIsl KUIBKOX TaThopMm 3

onHOrO MpoekTy. Lle o3Hayae, MO po3pOOHUKU MOXKYTh CTBOPUTHU TPy OJMH pa3 1
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PO3rOpHYTH ii Ha pi3HUX MIaTGopmax 3 MIHIMAIBHUMH JTOJAATKOBUMHU 3YCUIUISIMH,
TaKUM YHHOM OXOILTIOIOUH HIMPIILY ayTUTOPIIO.

Unity Hajmae iHCTpyMeHTH Ta GYHKUIT sl ONTUMI3aLlli MPOJIYKTUBHOCTI TPH,
BKJIIOUaI0uu BOY/ZOBaHI IHCTPYMEHTH NPOQIIIOBaHHS, aHATITUKY MPOJYKTHBHOCTI Ta
ONTUMI3AIIIIO JJI1 KOHKpeTHOI mnaTdopmu. Lle no3Bosie po3poOHUKaM CTBOPIOBATH
BUCOKOMPOJAYKTUBHI 1rpu, sKi Oe3mepeOiiHO MpaliolTh Ha Pi3HOMaHITHUX
MPUCTPOSIX.

He3Baxkatoun Ha 3pyuyHuil BizyanbHHH pemakTop, Unity Mae KpyTui mepiof
HaBYaHHsS, 0COOMMBO JUIsi HOBaukiB. OCBOEHHS clieHapHOTO cepeposuina Unity Ta
PO3yMIHHSI MOTO PI3HOMAHITHUX (PYHKIINA 1 poOOYMX MPOLIECIB MOXKE 3alHATH 4ac 1
3YCHILIA.

He3axatoun Ha Te, mo Unity mNOponoHye I1HCTPYMEHTH ONTHMI3aLii
IIPOJYKTUBHOCTI, TIOCSTHEHHS ONTUMAIbHOI MPOIYKTUBHOCTI MOXKE OYyTH CKIIaHUM
3aBAaHHSAM, 0COOJMBO JIJISl CKJIaJHUX a00 pecypcoMicTkux irop. Po3pobHukam mosxe
3HaAOOUTHUCS JTOJATKOBUM Yac 1 3yCWUIS Il HaJallITyBaHHS Ta ONTUMI3ALil
OPOAYKTUBHOCTI.

KitouoBi eranu ctBopeHHsi Takoro I3 BK/IIOYArOTh MPOEKTYBaHHS ITPOBHX
MEXaHIK, pO3pOoOKy MEpPEKEBOi apXITEKTypH, CTBOPEHHsS TIpadiku Ta 3BYKOBOIO
CyIpoOBOJIy, a TaKOX TECTyBaHHA Ta onTuMizamiro. Jis mporo Oarato CTymii
BUOMPAIOTh CydacHi irposi pyuiii, Taki sk Unreal Engine 5.

[IpoexTyBanHsi irpoBux MexaHik. lle mouaTkoBuii etam, SKUN BKIIOYAE
pPO3pOOKY KOHIIEMIIi TpH, AW3aliHy pPiBHIB, CUCTEMHU 30pOi, MOBEIIHKH BOPOTIB 1
B3a€MOJIIi TpaBIiB. BaxxiauBo 3a0e3neunTd OajnaHC 1rpOBOTO MpOLECy Ta IIKaBUN
TEUMILIEH.

MepexeBa apxiTektypa. BaxxiauBo 3a0e3neduTd CTaOUIBHUN Ta HaIIMHUI
mynbTHmieep. lle Bkiowae po3poOKy KIIIEHT-CEPBEPHOI MOJENi, CHHXPOHI3AIlI0
ITpOBUX TMOAiN, 00pOOKYy 3aTpuMOK (JIariB) 1 3aXWCT Bia uurtepcTBa. [ 1mporo
BUKOPHUCTOBYIOThCS pi3HI poTokonu nepeaadi ganux (TCP/UDP) 1 TexHomorii, Taxi

SK peruTikaliis 00’ €KTiB 1 mepe0aueHHs pyXy.
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['padika. BucokosikicHa rpadika € 0JHUM 3 TOJOBHHUX acleKkTiB cydacHux FPS.
Le Brirouae moaentoBanHs 3D-00’€KTiB, TEKCTypyBaHHS, OCBITJICHHS, €EKTH YaCTOK
1 animari. Bukopucranas ¢izuuno kopektHoro penaepunry (PBR) momomarae
JOCATTH peaTiCTUYHUX Bi3yaJbHUX €(EKTiB.

3BYKOBHI CypoBiJl. PeanmicTiuunuii 3ByK MiABUIILYE 3aHYPEHHS TpaBLis B Ipy. Lle
BKJIIOYA€ CTBOPEHHS 3BYKOBHMX €(EKTiB, MY3MYHOIO CYIPOBOJY Ta MPOCTOPOBOIO
3BYKY, IO J03BOJISIE TPABLSIM OPIEHTYBATHUCS Y BIPTyaJbHOMY CBITI 3a JIOIIOMOTOIO
CIIyXY.

TectyBaHHs Ta onTuMi3allisi. PerenbHe TecTyBaHHS J103BOJISiE BUABUTH Oard i
npo0JieMH 3 MPOAYKTUBHICTIO. OnTUMI3aIlisd BKIIOYAE 3HIKCHHS HABAaHTAXKCHHS Ha
porLecop i rpadiuHuii mporecop, yIpaBaiHHs IaM ITTIO Ta ONITUMI3allil0 MEPEKEBUX
3aIuUTIB.

[TepeBaru Unreal Engine 5:

— peanictuuHa rpadika (3aBasku Lumen 1 Nanite, UES no3Bossie cTBOproBatu
HaJ3BUYANHO PEAICTUYHI Ta JAETAJIbHI Bi3yallbH1 €(PEKTH);

— MOTY>XH1 THCTPYMEHTHU pO3pOOKHU. [HTYITUBHMII pelakTop 1 MIMPOKUN HaOIp
1HCTPYMEHTIB MOJIETTIIYIOTh MPOIIEC PO3POOKH 1 CKOPOUYIOTh YaCc Ha CTBOPEHHS TPU;

— BEJIMKA CHUIBHOTA 1 MIATPUMKA. 3aBISKH BEJMKIA CHIIBHOTI PO3POOHUKIB,
JOCTYITHOCTI BEIMKOT KIJIBKOCTI HABYAJIBbHUX MAaTepIalliB 1 aKTUBHIN MIATPUMII 3 OOKY
Epic Games, po3poOHUKH MOXKYTh IIBUIKO 3HAXOJIUTH PIIICHHS IJIsi CBOIX MPOOIIEeM;

— kpocmiatdopmuicte. UES miaTpumye po3poOKy s pi3HUX IUIatdopwm,
BKuTroyaroun [1K, koHCoJ1 1 MOO1IBEHI IPUCTPOI.

Henoniku Unreal Engine 5:

— st podotr 3 UES moTpiOHI MOTYXHI amapaTHi pecypcH, 10 MOXe OyTu
poOJIEMOIO I MaJIUX CTYIH;

— HE3BaXKaIOUu Ha 1HTYITUBHUH iHTEep(elic, ocBoeHHS BCix MoxiauBocTeit UES
MOJKe 3alfHSITH 3HAYHHUH yac, 0COOJIMBO JIJIT HOBAYKIB;

— xoua UES O6e3komroBHuil mis po3pooku, Epic Games Oepe posuiti 3a

BUKOPHUCTAHHS PYILiA MICIs JOCSITHEHHS IEBHOTO PIBHS JI0XOY.
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Irpu Ha Unreal Engine po3po0isitoTbes 3a AOMOMOTOI0 MOBH IIPOrPaMyBaHHS
C++ [15, 16]. Lle 3abe3meuye BUCOKY HPOAYKTHBHICTh Ta THYYKICTh y CTBOPEHHI
CKJIQJIHUX ITPOBUX MEXAHIK Ta CUCTEM.

C++ € MOBOIO HU3BKOT'O PiBHS, IO I03BOJISIE ONTUMI3YBaTH KO AJIS1 TOCSATHEHHS
MaKCUMaIbHOI TPOAYKTHUBHOCTI. [le 0coOMMBO BaKIMBO I irop, SIKIi BUMAararoTh
IIBUJIKOT OOPOOKH JaHUX Ta PeaiCTUIHOI rpadiku.

Po3po6HIKN MOXYTh Oe3MmocepeHhO KepyBaTH arapaTHUMHU PECypcaMmi, IO
JI03BOJISIE TOCSITATH BUCOKOI IIBUJIKOCTI BUKOHAHHS IIPOTPaM.

C++ Hazmae po3poOHMKAM MMOBHHUM KOHTPOJb HaJl MaM'sITTIO, IO JO3BOJISIE
e(hEeKTUBHO KEpPYBaTH PECypcamMu Ta ONTUMI3yBaTH BUKOPUCTAHHS MaM'sTI.

MoBa [03BOJIS€ BUKOPHCTOBYBaTH pI3HI MapajurMyd HIporpaMyBaHHs,
BKJIIOYAIOYM O0'€KTHO-OPIEHTOBAHE MPOTpaMyBaHHA, IO CHpPUSE OPraHi30BaHIM
CTPYKTYp1 KOY.

3aBasku MiATpUMIN Oaratbox Oi0miorek 1 QpeiimBopkiB, C++ 3abesneuye
IIMPOKHI CHEKTP IHCTPYMEHTIB JJIsl peaii3alii pi3HOMaHITHUX ITPOBUX (PYHKI[IH, Bij
¢b13uKHM Ta aHIMAITIi 0 MEPEKEBUX MOXKIIMBOCTEH Ta IITYYHOTO 1HTEJICKTY.

Unreal Engine BukopuctoBye C++ st peanizaiili OCHOBHUX CUCTEM IrPOBOTO
pyllis, L0 A03BOJII€E PO3pOOHHMKAM CTBOPIOBATH CKJIAJHI IrPOBI MEXaHIKM Ta
IHTErpyBaTy HOBI (DYHKITIOHAIbHI MOXJIMBOCTI.

C++ € xpocmiaThOpMHOIO MOBOIO, IO JI03BOJISIE PO3POOJISITH ITPU AJIsSI PI3HUX
miatdopmM, Takux sk Windows, macOS, Linux, koHcoai Ta MoOuIbpHI mpuctpoi. Lle
3HAYHO PO3IIMPIOE Ay TUTOPIIO Ta PUHOK JIJIST pO3POOJICHUX 1TOP.

Takum yunom, Unreal Engine 5 € moTy>KHUM 1 yHIBEpCAJIbHUM IHCTPYMEHTOM
JUI CTBOPEHHSI 0araTOKOpUCTYBAI[bKOTO LIyTEpY BiA MEpIIoi 0coOu, L0 MPONOHYE
3HAYHI TepeBaru, ajieé TaKoXX Mae€ JesiKi OOMEeXEeHHs, AKlI BapTO BpPaxOBYBATH MIpPH

BUOOPI pyIIIis.

ApK.

KBPI[13.200242.01.01.713

3wmH.| Apk. Ne dokym. Mionuc |dama 41




3 IPOTPAMHA PEAJIIBALISA TA TECTYBAHHSA TIPOI'PAMHOI'O
3ABE3INEUEHHSA
3.1 [Iporpamua peaizaiiisi MOTyIiB

3.1.1 Po3pobiieHHsI MEPEKEBOTO TIATIHY

[OnlineSubsystem B Unreal Engine 5 € yniBepcanbHuUM 1HTEepdencoM s
1HTerparlii oHyaifH-cepBiciB y Bail irpu. Bid 3a0e3nedye miATpUMKY pi3HUX MIIaTHOpM
Ta J03BOJISIE peali3yBaTh OaraTOKOpPUCTYBallbKl (YHKIlI, Taki SK CTBOpPEHHS,
yIOpaBJIiHHS Ta 3'€JHAHHS ITPOBUX ceciii, 00poOKa NOCITHEHb, J1epOOp/IIB Ta THIINX
MEPEKEBUX MOKIIMBOCTEM.

3aBasku [OnlineSubsystem po3poOHMKH MOXKYTh CTBOPIOBaTH cecii, SKi
J03BOJISIFOTH TPABISIM B3a€EMOJISITH HE3AJIEKHO BiJ TOTO, Y1 BUKOPHUCTOBYIOTH BOHU
Epic Games Store [17, 18] a6o Steam [19]. Lle o3nauae, 1110 rpasiii, sKi IPUAOAIN TPY
Ha pI3HHUX MIaTGopmax, MOXKYTh IpaTH pa3oM, 3a0e3Meuyrour MiKILUIaTQOpPMEHHUN
MynbTUIUIEEp. Taka IHTerpais 3Ha4YHO PO3IIMPIOE AyAUTOPII0 TPH Ta TMOKpAIILye
KOPHUCTYBAIIbKUI TOCBII.

Iarepderic 10nlineSubsystem [20, 21] wagae mocTym 10 Pi3HUX MOJIYJIIB,
cnenupIuHuX I KOXKHOT TuiatgopMmu, Takux ik FOnlineSubsystemSteam st Steam
1 FOnlineSubsystemEpic nns Epic Games Store. lle mo3Boiisie HanamroByBaTh
napamMeTpu Cecid, CHHXpPOHI3YBAaTH JaHl TpaBliB Ta 3a0e3nmedyBaTu CTaOlIbHE
3'€THaHHSA MK KOPUCTYBa4aMH Ha PI3HUX MIaTdhopmax.

Po3poOHMKN MOXKYTh BUKOPUCTOBYBATH IIe¥ 1HTepdenc aisi CTBOPEHHS JI00i,
YVIOPABIIHHS 3aMpOIIEHHSIMHU B TPy Ta 0OpOOKH BCIX ACHEKTIB MEPEKEBOI B3a€EMOJII.
IaTerpamiss 3 IOnlineSubsystem  3Ha4YHO  copolrye  Iporec  Po3poOKHu
0araToKOpHUCTYBAaIlbKUX 1rOp, 3a0e3neuytoun HeOO0X1IH1 THCTPYMEHTH ISl MIATPUMKHU
CKJIQJTHOT MEPEKEBOI apXITEKTYPH.

Kmac UMultiplayerSessionsSubsystem € MmiACHCTEMOI0, M0 PO3IIUPIOE
(GYHKIIOHATBHICTD UGamelnstanceSubsystem TUISt yIpaBJIiHHS

OaratokopucTyBallbKUMHU cecisiMu y Tpi. Lleit kiac BU3Ha4ae psijy METOIB 1 J€JIeraTiB
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JUISI CTBOPEHHS, MONIYKY, IPUEIHAHHS, 3HUIICHHS Ta 3alyCKy cecli, 3a0e3neuyroun
3pyuHuil iHTepderic A podOTH 3 OHJIAHH-CECISIMHU.

Koncrpykrop xinacy UMultiplayerSessionsSubsystem iHimianizye migcucreMy
Ta HaJATOBYE OCHOBHI mapameTpu. OCHOBHI MyOJiYHI METOAM BKJIIOYAIOThH
CreateSession, FindSessions, JoinSession, DestroySession Ta StartSession. [{i meTonu
3a0€31euy0Th OCHOBHI 111, HEOOX1IH1 JJIsl YIPaBIIHHS CECISIMH, TaKl K CTBOPEHHS
HOBO{ cecii 3 337JaHO0 KUTBKICTIO MIAKIIOYEHb Ta TUIIOM MaTdy, MOIIYK JTOCTYITHUX
Cecii, MpUETHAHHS 10 3HAUJICHUX CECli, 3HUIIICHHS 1CHYIOUHMX CECli Ta iX 3aITycCK.

Knac Takoxx BHU3Hauae JeKUIbKa JENeraTiB, sIKI BUKOPUCTOBYIOTHCS IS
MOBIJJOMJICHHSI 1THIIMX YaCTUH KOJAY MPO 3aBEPILIEHHS PI3HUX olepauii 3 cecisimu. o
HUX BIJTHOCSTHCA JI€JIEraTH JJig TOBIAOMIJICHHS MPO 3aBEPIICHHS CTBOPEHHS Cecli,
MOIIYKY CECiii, MpU€EHAHHS JI0 Cecli, 3HUILEHHS cecli Ta 3amycky cecii. [{1 generaru
JTO3BOJISAIOTH 1HIIUM KJlacaM ITiAMKCYBATUCS Ha Il TOJIii Ta BUKOHYBATH BIAMOBIAHI Aii
IIpY 3aBEPIICHHI BIJMOBIIHUX OMEpalii.

3axuileHl METOAM BKJIKYAlOTh BHYTPIIIHI 3BOPOTHI BUKIMKHU JJii 00pOOKH
MOJT1M, SIK1 10JAI0ThCA JIO CIIUCKY JieerariB inTepdeiicy cecii. L{i MeToau BKIIOYAIOTh
OnCreateSessionComplete,  OnFindSessionComplete,  OnJoinSessionComplete,
OnDestroySessionComplete ta OnStartSessionComplete. BoHr BHKOPHCTOBYIOTHCS
JU1s1 OOpOOKH 3aBEPIIICHHS BIJMOBIIHUX OTepalliii Ta BUKJIMKY BiJIOBIIHUX JCJIETaTIB.

[IpuBaTHI 3MIHHI KJacy BKJIOYalOTh BKa3IBHUKA Ha 1HTepdeic cecii
(SessionInterface), ocranni HanamryBanHs cecii (LastSessionSettings) Ta octanHiit
nomyk ceciii (LastSessionSearch). Takox BW3HaueHi jaeleraTtd JJjis JOJaBaHHS 0
CIIUCKY JeneratiB iHTepdelcy cecii Ta ix 00poOku. [[o HUX BiTHOCATHCS
CreateSessionCompleteDelegate, FindSessionsCompleteDelegate,
JoinSessionCompleteDelegate, DestroySessionCompleteDelegate Ta
StartSessionCompleteDelegate, a Takox Bianosiaai 06poouukn (DelegateHandle).

HonaTtkoBo, kinac mae mpamnopenb bCreateSessionOnDestroy, sikuii Bka3ye Ha
HEOOX1THICTh CTBOPEHHSI HOBOI Ce€Cii MICJIsl 3HUIIEHHS ICHYIOUOi, Ta 3MIHHI IS

30epeKCHHS iHpopMmarii po OCTaHHIO KUTBKICTh M1 IKJTFOYCHB
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(LastNumPublicConnections) Ta Tun matuy (LastMatchType), 1110 BUKOPUCTOBYIOTHCS
JUTSI CTBOPEHHS CeCii MiCIIst 3HUIICHHS.

[le#i kmac 3a0e3meuyye KOMILICKCHE YIPaBIiHHSA 0araTroKOpUCTyBAaIlbKUMHU
CecisiMU, HaJal0Yd BCl HEOOXITHI 1HCTPYMEHTH Uisi poOOTH 3 OHJIAMH-CECIIMU B
paMKax TpH.

Posrnsaemo neranpHO yHKIii CreateSession Ta FindSession, siki BiirparTh
KIIFOYOBY POJIb.

[lepeBipka BanigHocTi Sessionlnterface:

if (!SessionInterface.IsValid()) { return; }

Ha nouatky metony mepeBipsieTbesi, un € iHTepderic cecii (Sessionlnterface)

BAJIIIHUM. SIKIIO BiH HE BaJIIIHUI, METO/1 3aBEPIIIyE BUKOHAHHS:

auto ExistingSession = SessionInterface->GetNamedSession(SessionName);

if (ExistingSession != nullptr)

{
bCreateSessionOnDestroy = true;
LastNumPublicConnections = NumPublicConnections;
LastMatchType = MatchType;
SessionInterface->DestroySession(SessionName);

}

[TepeBipsieTbesa, un icHYe cecis 3 3amaHuM iM'ssM (SessionName). Akmo Taka
cecisi BXKE 1CHY€, BCTAHOBIIOIOTHCS TPAmopill JJisi CTBOPEHHsS HOBOi Cecii micis
3HUIIEHHS 1CHYIOUO1, a TaKOX 30epiraloThcs mapamerpu HoBoi cecii. [ToTiMm icHyro4a
CeClsl 3HUIIYETHCS.

HonaBanHs aenerara Jjisi 0OpoOKH 3aBEPILICHHS] CTBOPEHHS Cecii:

CreateSessionCompleteDelegateHandle=SessionInterface-

>AddOnCreateSessionCompleteDelegate Handle(CreateSessionCompleteDelegate);
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(CreateSessionCompleteDelegate) nonaetsest no inTepdeiicy cecii. Le
JI03BOJIsi€ BUKIIMKATH BIAMOBIIHY (DYHKIIII0, KOJM CTBOPEHHS CECli 3aBEpPIIUTHCS.

HanamtyBaHHs cecii:

LastSessionSettings = MakeShareable(new FOnlineSessionSettings());
LastSessionSettings->bIsLANMatch = IOnlineSubsystem::Get()->GetSubsystemName() == "NULL" ? true :
false;

LastSessionSettings->NumPublicConnections = NumPublicConnections;
LastSessionSettings->bAllowJoinInProgress = true;

LastSessionSettings->bAllowJoinViaPresence = true;

LastSessionSettings->bShouldAdvertise = true;

LastSessionSettings->bUsesPresence = true;

LastSessionSettings->bUselLobbiesIfAvailable = true;

LastSessionSettings->Set(FName("MatchType"), MatchType,
EOnlineDataAdvertisementType::ViaOnlineServiceAndPing);
LastSessionSettings->Set(FName("SESSION_NAME"), SessionName.ToString(),
EOnlineDataAdvertisementType::ViaOnlineServiceAndPing);

LastSessionSettings->BuildUniqueld = 1;

CrBoprotoTecsi  HOBI  HamamTyBaHHs  cecii  (LastSessionSettings) 1
BCTAHOBIIIOIOTBCSL PI3HI MapaMeTpu, TaKl SIK KUIbKICTh MIJKIIOYE€Hb, MOXIIMBICTb
NpUEIHAHHA 1] Yac TPU, pekiama cecii, BUKOpUcTaHHs 001 Ta iHmi. [lapameTpu
MatchType 1 SessionName Tako» BCTaHOBIIOIOTHCS 3a JOTIOMOTOI0 METOY Set.

CtBOpeHHS cecli:

const ULocalPlayer* LocalPlayer = GetWorld()->GetFirstLocalPlayerFromController();
if (!SessionInterface->CreateSession(*LocalPlayer->GetPreferredUniqueNetId(), SessionName,

*LastSessionSettings))

{

SessionInterface-

>ClearOnCreateSessionCompleteDelegate_Handle(CreateSessionCompleteDelegateHandle);

//Broadcast failed

MultiplayerOnCreateSessionComplete.Broadcast(false);

Otpumyetbes nokanbHuii rpaBerb (LocalPlayer) 1 BUKOpUCTOBYeTbCsS #OTO

VHIKQJIbHUN 1IeHTU(IKATOP JJIT CTBOPEHHS cecii. SKIo cTBOpeHHs cecli He BAAEThCH,
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JejeraT OYMINAETHhCS, 1 BHUKIMKAETHCS IMMpokoMoBHUM curHan (Broadcast) 3
napameTpoM false, 1110 BKkazye Ha HEBa4y CTBOPEHHS Cecii.

[leit meTon 3abe3nedye CTBOPEHHsS HOBOI OaraToKopuUCTyBallbKoi cecii 3
BKa3aHWMH IMapaMeTpaMy Ta TapaHTye, MO ICHy4Ya cecis Oyje 3HUINEHA Mepe
CTBOPCHHSIM HOBOI, SIKIIO II¢ HeoOxigHo. Takok BiH HANAIMITOBYE BCl HEOOXIIHI
napaMeTpu cecii Ta 00po0OJIse BUTIAKK HEBadl IIPU CTBOPEHHI cecii.

Meton UMultiplayerSessionsSubsystem::FindSessions mnpu3HadueHmid  1ist
MOIIYKY TOCTYIMHHUX 0araTOKOPUCTYBAIbKUX ceciil y rpi. [laBaiite po3ristHeMo poOoTy
I[OTO METO1y TTIOKPOKOBO.

Cnouatky nepeBipseTbesi, un € iHTepdeiic cecii (Sessionlnterface) BamigHuM.
Sxmo iHTepdeiic He BaniHUN, METOJl 3aBEpIIye CBOE BUKOHAHHS, OCKUIbKH 0€3
BaJIIIHOTO 1HTEpGElCy HEMOKIIMBO BUKOHATH MOJIAJIbIII ii.

[Tepesipka BanigHOCTI SessionInterface:

if (!SessionInterface.IsValid()) { return; }

Jlaii, cTBOprO€ThCA JeneraT s oOpoOKHU 3aBeplleHHs NOWYyKy cecii. Jlenmerar
JOJIa€ThCAd A0 CHOUCKY JenerariB iHTepdeiicy cecii 1 30epiraetbCsi y 3MIHHY
FindSessionsCompleteDelegateHandle, 11100 #ioro MokHa OyJji0 BUJAJIUTH 31 CIIUCKY
Mi3HILIE.

3HAXOMKEHHS CECII;

FindSessionsCompleteDelegateHandle = SessionInterface->AddOnFindSessionsComplete

Delegate_Handle(FindSessionsCompleteDelegate);

[Ticms  mporo  crBoproeThess  o0'ekt  FOnlineSessionSearch, — skwuit
BUKOPUCTOBYETbCSI Il 30€piraHHs MmapaMeTpiB TMONIYKYy ceciid. MakcumalibHa
KUIBKICTh pe3yJbTaTiB MOIIYKY BCTaHOBIOEThCS B MaxSearchResults, nepenanmii sik
napameTrp 110 meroay. llepeBipsieThcsi, UM BUKOPHUCTOBYETHCS JIOKajJbHA MeEpexa

(LAN), nuissxom MopiBHSIHHS Ha3BH MijicucTeMu. ko mijgcuctema mae iM'st «KNULLy,
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3HAYUTh, BUKOPUCTOBYETHCS LAN, 1 BIINOBIAHUIN Npanopelb BCTAHOBIIOETHCA B true.
Honaerscsa HanamryBaHHs nomyky (SEARCH PRESENCE), sike Bka3ye Ha Te, 110
NOTPIOHO IIYKAaTH Cecii, 110 BUKOPUCTOBYIOTh MPUCYTHICTDH (MOILIYK CECii B perioHi
rpaBls).

HanamryBaHHs ceciii siki B MOIITYKY:

LastSessionSearch = MakeShareable(new FOnlineSessionSearch());
LastSessionSearch->MaxSearchResults = MaxSearchResults;

LastSessionSearch->bIsLanQuery = IOnlineSubsystem::Get()->GetSubsystemName() == "NULL" ? true
false;

LastSessionSearch->QuerySettings.Set(SEARCH_PRESENCE, true, EOnlineComparisonOp::Equals);

[ToTim oTpumyeThes JokanbHuid rpaBeub (LocalPlayer) 13 morouHoro cairy.
BukopHCTOBYEThCS YHIKAIBHUN 1I€HTU(]IKATOP LBOTO IpaBUs IS 3aIyCKY MOIIYKY
cecii, Bukiukatoun metoJ] FindSessions inTepdeiicy cecii 3 mapameTpamu JOKaIbHOTO
rpaBI 1 HATAIITYBAHHSIMH TOIIYKY.

Sxmo wmerox FindSessions He BIaeTbCcs 3allyCTUTH NOLIYK, JeJerar
FindSessionsCompleteDelegateHandle Bupanserbcst 31 cnucky aeneratiB. [lotim
BUKIMKaeThCsl neneratr MultiplayerOnFindSessionsComplete, sikuii crioBimae mpo
3aBEPILICHHS MONIYKY CECiH 13 TOPOKHIM MacHBOM pe3yJIbTaTiB 1 mparnopiiem false, 1o
BKa3ye Ha HEB/AUYy.

OTprMaHHSI MaCUBY CECIH:

const ULocalPlayer* LocalPlayer = GetWorld()->GetFirstLocalPlayerFromController();

if (!SessionInterface->FindSessions(*LocalPlayer->GetPreferreduniqueNetId(),
LastSessionSearch.ToSharedRef()))
{

SessionInterface->ClearOnFindSessionsCompleteDelegate_Handle(FindSessionsCompleteDelegateHandle);

MultiplayerOnFindSessionsComplete.Broadcast(TArray<FOnlineSessionSearchResult>(), false);

}

Takum uuHoM, wmetoa FindSessions BUKOHYE MOCHIIOBHICT i ISt
HaJIAIITYBaHHS NapaMeTpiB MOIIYKY Cecid, 3alycKae Mpolec MOUIyKy i oOpoliise

BUIAJIKW HEBJ/a4i, CIIOBIIIAIOYH 1HIIN YaCTUHU KO MPO PE3yibTaT.
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3.1.2 Po3po0iieHHS! CUCTEMH PYXY

Cucrema pyxy B IrpOBUX IIPOEKTAX, po3pobieHux Ha rmiatdopmi Unreal Engine,
BiJIITpa€ KIIOYOBY POJIb Y CTBOPEHHI PEATICTUYHOTO Ta 3aXOIUIIOI0YOr0 TeiMILIEIO.
Bumoru 110 1i€i cucteMu MOXKYTh 3MIHIOBATHCS B 3aJIEKHOCTI BiJl TUITY TPH, i1 )KaHPY
Ta KOHIIEMIi, ajie JEsIKI 3arajibHi aCleKTH MO>KHA BUOKPEMUTH JIJIsi BU3HAUEHHS ii
OCHOBHHX BHMOT.

[To-nepie, cucremMa pyxy NOBHHHA OyTH pEATICTUYHOIO Ta MPUPOJHBOIO Y
BUKOpHUCTaHHI. [ paBellb TOBMHEH MaTH BIIYYTTS KOHTPOJIIO Ta TOYHOCTI Y KEpyBaHH1
NepCoHaXeM, 100 JIETKO Ta €EKTUBHO B3a€EMOJISTH 3 irpoBUM cepenoBuieM. Lle
03HAYae, 0 PyX MepcoHa)xka MOBUHEH OyTH IJIABHUM, 3 BIJIMOBITHUMHU aHIMAIIIsIMU Ta
pearyBaHHSIM Ha KOMaHIHU TPaBIs 0€3 3aTPUMOK YH HEOUiKyBAHUX MEPEITKOI.

Bunny hopping, sik TexHIYHUN TEpMiH, BITHOCUTBCS 10 METONY, SKUU YacTO
3aCTOCOBYEThCS Y Bijeoirpax, oco0iuBo y mryrepax Bin mnepmioi ocodou (FPS). La
TEXHIKa MOJISArae y IBUJIKOMY CTpUOaHH1 a00 MMiICKaKyBaHHI, 10 POOUTH MEPCOHAKA
Ba)KYe BPA3JIMBUM 1 3MEHIIIYE OTpUMaHi MOIIKO/JKEeHHA. BoHa Moke 3abe3neuntu
3Ha4YHy TIepeBary B IrPOBUX CHUTYyaIlisiXx, OCOOJMBO B KOHKYPEHTHUX OHJIAMH-
MYJIBTHIUICEPHUX CIICHAPISX.

Bunny hopping 30iibl1ye MBUAKICTH 1 IMIYJIBC TpaBlisd, MIHIMI3YIOUH HOTO
BPa3JIMBICTh TIEpel BOTHEM TpoTMBHUKA [22-24]. HenepenbauyBaHi pyxu
YCKJIQJHIOIOTh 3aBIaHHS CYNPOTHUBHUKAM TMPHUIIIJIUTUCS 1 Bpa3uTH TEPCOHAXKA.
OcuHoBHa meTa bunny hopping — mokparieHHs: MAHEBPEHOCTI Ta )KUBYYOCT1 TPABIIS i
yac IrpoBUX OUTB Ta CYTHYOK.

OBOJIOZIBIIM I11€}0 TEXHIKOIO, TPaBIl MOXYTh €(PEKTHBHIIIE MEPEMIIIaTUCS
BIpTyaJIbHUMH CEPEIOBUIIAMH, YXWISIOYUCH BiJl CHapsIiB 1 JOJAOUYU MEPEIIKOIH.
Bunny hopping oco0auBo KOprCHUI TIpH 3aXOIUIEHHI 00'€KTIB, YXHWIISHHI BiJ] BOPOTiB
Y By3bKHX MPOCTOPaX Ta BUXO/I 31 CKJIATHUX CUTYAITIH.

Haiinepmmii 1 HaligockoHamimuii Metos bunny hopping, mo BUKOPHUCTOBYE

NOBITpsiHE KepyBaHHs, 3'sBuBcs y Quake [25, 26], momi Quake 111 Arena Challenge

ApK.

KBPI[13.200242.01.01.713

3wmH.| Apk. Ne dokym. Mionuc |dama 48




ProMode Arena [27] Ta ix moxigHux, Takux sk Warsow i Xonotic. Y Half-Life [28-30]
(Bepcis 1.1.0.8, Bunymena y 2001 poriri) Oysio BBeeHO OOMEXEHHS IIBUIKOCTI, SKE
obmexye edekTUBHICTH, bunny hop, aje 11 TeXHiKa Bce I MOMyJsipHa B 0araThbox
Moaudikarmisx Ta irpax Bim Valve. Monmens cuCTeMH pyxy 3a SKOK OOYHUCITIOETHCS

BEKTOp MIBUIKOCTI IEPCOHAXKA MOYKHA IMOOAYUTH HA PUCYHKY 3.1.

Pucynok 3.1 — Mogens pyxy

baxkanuii HanmpsIMOK BHUKOPHCTOBYETHCS, 11100 OHOBJIIOBATH HANPSMOK
IIBUJKOCTI MO TOPU30HTAJNI, BEPTUKAIBHUI HANPSIMOK IIBUAKOCTI OOYUCITIOETHCS 3a
IPOCTOIO TPABITAIITHOIO MOJIEIUTIO.

Konu mepcoHax 3HaXoAMTbCS Ha 3eMJi — cuja TEpTs BIUIMBAE Ha Ioro
mBUKICTh. [loTOYHA MIBUAKICTh — II€ MPOEKI[iS BEKTOPY IIBUIKOCTI Ha OaKaHM
HarnpsMoK. JlogaTkoBa MBUAKICTH TOPIBHIOE PI3HUII MK MAaKCUMAJIBHOIO TIIBUIKICTIO
Ta TOTOYHOIO IMBHUJIKICTIO 0OMEKeHa MaKCUMATBbHUM MTPUCKOPEHHSIM.

Jpyruii actiekT — 11e onTUMi3alisi Ta MpoayKTUBHICTh. CucTeMa pyXy MOBHHHA

OyTH ONTUMI30BaHOI Jii pPoOOTH Ha PI3HUX TNPUCTPOSIX Ta IUIaThopmax,
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3a0e3reuyoun CTablIbHUM KaApOBUI PO3MOJILUT Ta HU3bKUN PIBEHb 3aTPUMOK HaBITh Y
BUMOITIUBUX ITpOBUX cleHax. lle BaxmuBo [y 3a0e3meueHHs KOMQpOPTHOTO
reiMIUICIO Ta YHUKHEHHS BIIUYTTS «3aBUCAHHS» TPU 1] 4aC aKTUBHOTO PYXY.

BpaxoByroun 111 aciekTH, BUMOTH 10 cucteMu pyxy Ha Unreal Engine moxxHa
BU3HAUUTH SIK JUHAMIYHICTh, PI3HOMAHITHICTb Ta THYYKICTb, ONTHUMI3allis Ta
NPOJYKTUBHICTh. BoHa Mae 3a0e3neuyBaTu IpaBisiM e(DEKTUBHUN Ta 3aXOIUTIOIOUUN
irpoBHil 1OCBiA y OyAb-IKUX YMOBaxX Ta 0OCTaBHHAX.

Jlorika pyxy omnucana B kiaci UMBCharacterMovementComponent,
IPOAHATI3ZYEMO METO/ IKHI O0YHCITIOE BUKICTD.

Meton CalcVelocity B kmact UMBCharacterMovementComponent Bu3Hauae,
SK 3MIHIOETHCS IMIBUKICTh MepcoHaxka npoTsaroM vacy (DeltaTime), BpaxoByroun Taki
dakTopu, sik Tepts (Friction), mpuCKOpeHHs, 1 CTaH NepcoHa)xa (Ha 3emiIi, B MOBITPI,
Ha CXO0JIax TOIIO).

Ha noyatky MeTonly nepeBipsieTbCsl, UM € JaHl AJi1 00YMCIIEHb BaliIHUMH, YU
BUKOPUCTOBYETHCS r00t motion, YU MEPCOHAXK € JOKAIbHO KEPOBAHUM, 1 Y MHHYJIO
JOCTaTHBRO 4Yacy 3 OCTaHHbOIO OHOBJIEHHA. SIKmo Oyab-fka 3 IIMX yMOB HE
BUKOHYETBCS, METOJI 3aBEPIIUTHCS 0€3 3MIH JIO IBUJIKOCTI.

OpukmiitHa cwia (Friction) BCTaHOBIIOETHCS HA MAaKCUMaJIbHE 3HAYEHHS MIXK
nepeJaHuM 3HAueHHSM Ta HyJeM, 00 YHUKHYTH HEraTUBHUX 3HadeHb. Jlami
BU3HAYAIOTHCA MakcuMalibHe npuckopeHHs (MaxAccel) 1 MmakcuManbHa MIBUAKICT
(MaxSpeed).

Axo npanopens bForceMaxAccel BcTaHOBIEHHH, MPUCKOPEHHS 33/1a€THCS Ha
MaKcuMaibHe 3HaueHHs. Lle poOuThCs HUIIXOM HOpMai3alli BEKTOpa IPUCKOPEHHS
a00 BHUKOpPHUCTaHHS HANpsSMKY IIBHJIKOCTI YU BEKTOpa BIEpe]l KOMIIOHEHTA, SIKIIO
IIBUJIKICTh Jy’K€ Maja.

3anexHo BiJl YMOB (HANpUKJIIaA, YU MEPCOHAX Ha 3eMJII Ta UM Yac raJlbMyBaHHs
MUHYB), 3aCTOCOBYETHCSI pI3HE TEPTs Ta rajbMyBaHHA. SIKIIO MEPCOHAXX Ha 3€MII,
3aCTOCOBYETHCS TaIbMYBaHHS 3 BUKOPUCTAHHSAM TEPTS Ta KOEQILi€HTA TalbMyBaHHS

(BrakingFriction). SIkio miBUAKICTh MEpCOHAXKA MEPEBUIILYE MAKCUMAIILHY, aJI€ MICIIs
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raJIbMyBaHHS BOHA CTa€ MEHIIOIO 32 MaKCUMaJIbHY, IIBUAKICTh KOPUTYETHCA, 11100 HE
MEPEBUIIYBAaTH MAaKCUMYM.

Skio mepcoHax y piMHI, 0 IIBHUIKOCTI 3aCTOCOBYETHCS TEPTSA PIAUHHU.
3HayeHHS IIBUIKOCTI OOMEXYIOThCS 3a ocsiMu X 1 Y, 00 YHUKHYTH HAIMIPHOTO
MIPUCKOPECHHS.

[Ipu pexumi «no clip» (KoM TMEpCOHAX MOXKE BIIBHO MPOXOJUTH uepes
00'€KTH), IIBUAKICTH OOMEXYETbCSA 3a JIOMOMOIOI0 BEKTOPIB HAIpsIMKYy Ta
IPUCKOPEHHSI, BPaXOBYIOUH CTaH OIry MepcoHaxka. SIKIO MepCOHaXX Ha CXOJax, pyX
HE 3MIHIOEThCS (11 MicIle 1T MalOYTHBOT JIOTIKH pyXy IO CX0/aX).

Jlis  XxompOu  3aCTOCOBYETHCSI MPHUCKOPEHHS, OOMEXEHe MaKCHMaIbHOIO
MIBUKICTIO. SIKIIO TPUCKOPEHHS JI0JA€ IIBUJIKICTh, MIBUAKICTH OHOBIIOETHCS 3
BpaxyBaHHSIM TEPTsI IOBEPXHI Ta MHOYKHUKA MPUCKOPEHHS.

Jlami mBUAKICTh 3HOBY 00MEyeThCs 3a ocsiMu X 1 Y. IIIBUAKICTD OLIHIOETHCS
JUTSI MOKJIMBUX 3MIH BHUCOTU KPOKY NEPCOHa)Ka: AKIIO MEPCOHAX MOBUILHUN a00 Ha
CX0J1aX, BUKOPHUCTOBYETHCS CTaHJAApTHA BHUCOTA KPOKY, B 1HIIOMY BHITaJIKy BHCOTa
KPOKY 3MEHIIYEThCS 13 301IBIICHHSM MIBUAKOCTI, 100 YHUKHYTH NEPECYBaHHS IO
KPYTHX CXHUJax.

Bech wmeil mpouec 3abe3nedye peamicTUYHY 1 KEpOBaHY 3MIHY IIBHAKOCTI
NEPCOHaXKa B 3aJICKHOCTI BiJl MOTO CTaHy 1 B3a€MOJIi 3 OTOYEHHSM, JI03BOJISIOUN

aJanTyBaTH pyX Uil pI3HUX CUTYaIlil B IpI.

3.1.3 Po3pobenns 30poi

OcHoBHI (yHKIIT cTpinbOu 11 30poi, Takl SK KEpyBaHHS Ooempunacamu,
nepe3apsiHKeHHS Ta peruikaiisi, peaitizoBano B kiaci AShooterWeapon.

30post MepexoIuTh y CTaH CTPUILOM Ha JIOKAJIBHOMY KIIIEHTI Ta cepBepi (uepes
Bukiukn RPC). DetermineWeaponState() Buxkiukaetscsi B StartFire() / StopFire(),
KU BUKOHYE MIEBHY JIOTIKY, II00 BU3HAYHUTH, Y IKOMY CTaHi Mae OyTH 30pos, a MOTIM

Bukiukae SetWeaponState(), mo6 nepeBectr 30por0 y BIAMOBIAHMMI CTaH. Y CTaHi
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CTP1ILOM JTOKAJIbHUK KIIIEHT Oyne HeogHopa3oBo Bukiaukatu HandleFiring(), sikuid, y
cBoro uepry, Bukinkae FireWeapon(). [1otim BiH OHOBIIIOE OO€MpPUTIACH T4 BUKIUKAE
ServerHandleFiring(), mo6 3podutu Te came Ha cepBepi. CepBepHa Bepcisi TaKOXK
BIJITTOBI/Ia€ 3a CIOBIMICHHS BIJTAJICHUX KIII€HTIB MPO KOKEH 3aITyIICHUH payH Yepes
3miHHy BurstCounter.

Jii, sKi BUKOHYIOTHCS Ha BIJJAJICHUX KIIE€HTaX, € YHUCTO KOCMETHYHHMHU.
Borounb 31 30poi BIATBOpIOETHCS 3a momomororo BiactuBocTi BurstCounter, mo6
BIJIJIaJieH] KJIIEHTH MOIJIM BIJTBOPIOBATH aHIMAllll0 Ta CTBOPIOBATU €QeKTH —
BUKOHYBATH BC1 Bi3yaJIbH1 aCIIEKTH CTPLILOM 31 30pOi.

MuTTeBE BUSBICHHS BIIYYCHb BUKOPHCTOBYETHCS ISl MIBHAKOCTPIILHOT 30p0i

(pucyHoOK 3.2), HanpuKJIaJ TBUHTIBOK a00 JIa3€PHUX IMiCTOJICTIB.

Pucynox 3.2 — ABTomaTtudna 30posi

OcHOBHA KOHIEMIliA TOJISITa€ B TOMY, IO KOJW TpaBelb CTpiisie 31 30poi,
nepeBIpKa JIiHII BUKOHYETHCSI B HANPSIMKY, KyJIu 30posi CipsiMOBaHa B 1I€il MOMEHT,
o0 1mo6ayuTH, uu Oyje IMOCh BIYUYECHO.

[e#t MmeTox 3a0e3reuye BUCOKY TOYHICTh 1 IPAITIOE 3 aKTOPaMHU, SIKi HE ICHYIOTh
Ha CTOpPOHI cepBepa (HampukiIaa, KOCMETH4YHI a0bo BimipBaHi). JIOKadbHUM KITIEHT
BUKOHY€ 00UMCIIeHHS Ta iHhOPMYe cepBep Ipo Te, 1m0 0yso BpaxeHo. [loTim cepsep

nepeBipsie 301r 1, K10 He0OX1HO, TOBTOPIOE HOTO.
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VY FireWeapon() nokanbHUN KIIEHT BHKOHYE BIJICTEKEHHS PO3TalllyBaHHS
KaMmepH, 1mo0 3HAWTH Tepire OJOoKyrYe MONaJdaHHs MiJ mepexpecTsM (TPUIIIoM) i
nepenae iioro B ProcessInstantHit(). Ilicis miporo BinOyBaeThCs 01HA 3 TPHOX PEUCH:

— 3BEpHCHHS HAJICWIIAE€ThCS Ha cepBep it mnepeBipku (ServerNotifyHit()=>
ProcessInstantHit_Confirmed());

— SIKIIO aKTOp 3BEPHEHHSI HE ICHY€ Ha CepBepl, 3BEPHEHHS 0OpOOIISIETHCS
nokanbHo (ProcessinstantHit_Confirmed());

— AKIIO  HIYOr0  HE  BIy4Y€HO, CepBep  OTPUMYE  CHOBIIICHHA
(ServerNotifyMiss()).

[linTBepaKEeH1 MOMAaJaHHs 3aBJAIOTh IIKOJIW JIIOUYMM aKTOpaM, CTBOPIOIOTH
ciian Ta epexTy ynapy, a TaKoK CHOBIIIAIOTh BIJIAJICHUX KIIE€HTIB, BCTAHOBIIOIOUH
nani npo nonananHs y 3MiHHIM HitNotify. [Iponyckae nuine cTBOpeHHS CHimIB 1
BcradoBieHHs1 HitNotify s BiamaneHnx KiIl€HTIB, skl mykaroTh 3MiHu HitNotify 1
BUKOHYIOTh Ty CaMy TpacyBaHHS, IO I JIOKaJbHUI KITIEHT, CTBOPIOIOYM CIIAM Ta
BILIMBH 32 MTOTPEOH.

Peanizaiisi MUTTEBOTO BIy4EHHsI TaKOK Ma€ po3kuj 30poi. i1 y3roaKeHoCTi
TpacyBaHHS/TIEPEBIPKUA JIOKAIbHUNA KJIEHT BHOMpA€E BHUMAJKOBE IMOYATKOBE YHUCIO
KOXHOTO pasy, Koiu BUKoHyeTbest FireWeapon(), 1 mepeaae iioro B koxeH naker RPC
1 HitNotify.

CHapsiTHUI BOrOHb BUKOPHCTOBYEThCS JUIs iMiTallii 30poi (pucyHok 3.3), sika
CTpUJII€ CHapsiAamMH, Kl pyXaroTbCs MOBUIbHIIIE, BUOYXAalOTh MIJ 4Yac yaapy, i

BIITITMBOM CHJIH TSI)KiHHH,
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.

Pucynok 3.3 — I'panatomer

[le BuUmamku, KOJMU pe3yJabTaT MOCTPLIY 31 30p0Oi HEMOXKJIMBO BHU3HAYUTH B
TOYHMI MOMEHT NOCTpLTY, HANpUKIAN, 3amycK rpaHatd. [ns uporo tumy 30poi
CTBOPIOETHCS peasibHUM (i3UUHMIT 00’ €KT, a00 CHapsi/, 1 HAIIPABJISIETHCS B HAMIPSIMKY,
Kyau crnpsiMoBaHa 30posi. IlomananHs BU3HAYA€THCS 3ITKHEHHSIM CHapsiia 3 I1HIIUM
00'€eKTOM Y CBITI.

JI71s1 CHapsiIOBOTO BOTHIO JIOKAJIBHHUM KIIIEHT BUKOHYE TpacyBaHHS 3 KaMepw,
1100 mepeBipUTH, IKUH AKTOp 3HaxoAUTheA Mij npuilijioMm y FireWeapon(), noaioHo
710 peatizallli MUTTEBOTO MOMAJaHHs. SIKII0 rpaBelb UIUTHCS Y 1IOCh, BIH PEryIO€
HaAMpPsIMOK BOTHIO, 11100 BIYYUTH B IIO0 TOUKY, 1 BUKJIUKae ServerFireProjectile() Ha
cepBepi, 00 CTBOPUTH CHAPAI-aKTOpa B HANPAMKY, Kyau OyJa criipsiMoBaHa 30posi.

Konu xkoMmoHEHT pyXy CHapsja BUSIBIISIE BIYYEHHS B CepBep, BiH BUOYXae,
3aBJAOYM IIKOJU, CTBOPIOOUM e(eKTH, 1 BIAPUBAETHCS Bl peruiikaiii, moo
CHOBICTUTH KJi€HTa mpo Mo mofito. [loTiM cHapsg BUMHKae 3ITKHEHHS, pyX 1
BUJIUMICTb 1 3HUIIYE ceOe Yepe3 OJIHY CEKYHTY, 00 JaTH KIIIEHTY Yac JUIsl OHOBJICHHS
peruTiKanii.

Ha kmientax edextu BuOyXy BiITBOPIOIOTHCS 3a gomoMororo OnRep Exploded() .
[HBeHTap rpaBIls — 1€ MacuB Mocuaanb Ha AWeapon, 1110 30epiracThCs y BJIaCTUBOCTI
Inventory mimaka rpaBus ( ACharacter ). O30poeHa Ha JaHuU MOMEHT 30pos

KOIIOEThCS 3 cepBepa, 1, kpiM Toro, ACharacter 30epirae CBOIO MOTOYHY 30pOIO
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JokaiabHO y BiaactuBocTi CurrentWeapon, 1110 J103BOJISIE 3HIMATH TOTIEPEIHIO 30pO¥0,
KOJIU CTIOPSIKAETHCST HOBA 30POS.

Konu rpaBens onsrae 30poro, BIAMOBIJHA CITKa 30poi — Bia IepIioi ocoou s
MICIIEBHUX, BiJ TPETHOI 0COOU IS IHIITNX — MPUKPIILTIOETHCS J0 IEPCOHa)ka, 1 Ha 30poi

BIITBOPIOETHCA aHiMarris. Ha gac aniMairii 30post mepexoauTh Y CTaH CIOPSKEHHS.

3.1.4 Po3pobiienHs inTepdeicy

Cxema Overall overlay gie sk neHTpaJbHUIM LIEHTP JJI KEPYBaHHS PI3HUMHU
piBHSMHU 1HTEep(eiicy KopucTyBaua y Baiiiii rpi. BiH MICTUTB Tpy OKpeMi KOMIIOHEHTH
UCommonActivatableWidgetStack:

— HUD (Game Stack);
— Game Menu Stack (GameMenuStack);
— Modal Stack (ModalStack).

KoxeH cTek ciayXuThb MEBHIA METI Ta KOHTPOJIIOE PI3HI acleKTH 1HTepdency
KopucTyBauda. Po30epemMo QpyHKIIIOHAIBHICTH 1 pOJIh KOKHOTO CTEKa.

HUD (Head-Up Display) — mie cucrema BimoOpaxkeHHS iH(oOpMariii, ska
MPOEKTYE JaHi Oe3rmocepeaHk0 B mojie 30py kKopucryBaua.llpuznauenns: crek HUD
(Heads-Up Display) BimmoBinae 3a BigoOpa)keHHs €JIEMEHTIB iHTepdelcy B rpi, sKi
3aBXKJM BUJIHO T'PaBILIEB1 1] Yac TPHU.

KommnoHeHTH: 11e¢ CMyXKa 370pOB’s, JIYMIBHUKH OO€NpHUIIACIB, IIBUIKICTH
rpaBls Ta 1HIIA BaXIMBa 1HGOpMaITis.

[ToBeninka: Bimxetn creky HUD 3a3Buuail HeiHTEpakTUBHI a00 MIHIMaJIbHO
IHTEepPaKTHBHI, HAIAI0YH TPABIICBl 3BOPOTHUH 3B’ 30K 1 iHPOpPMAIIiI0 B pealbHOMY Yaci,
HE TICPEPUBAIOYH ITPOIIEC TPH.

Komu rpaBenib akTHBYy€ irpoBe MEHIO (HAIPUKJIIa]], HATUCHYBIIN KHOTIKY MEHIO),

GameMenuStack crae BugumMum.
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Cxema Overall overlay 13 TphOMa KOMIIOHEHTaMU
UCommonActivatableWidgetStack edextuBHO Kepye pi3HUME piBHSAME iHTepdercy
kopuctyBauda rpu. Ctek HUD Hanae nocriiiny ingopmariito rpo rpy, GameMenuStack
0o0pobuisie iHTepakTHBHI MeHIo, a ModalStack kepye kputnunumu mianoramu. Llei
OaraTopiBHEBUU MIAXiJl TapaHTye, IO KOPHUCTYBAJIbHHUIIBKUN 1HTEpdeiic €
OpraHi3OBaHMM, YYWHMM Ta I1HTYITUBHO 3pO3YMUIUM, JO3BOJISIIOYM T'PaBISM
30CepPEANTHCS Ha IPi, MAIOUX MPU HEOOX1THOCTI JISTKUMA TOCTYT 0 MEHIO Ta BAXKJIMBUX
J1aJIOTOBUX BIKOH.

CrBoproeMo HACTYTIHI KJIACH: MBPlayerHUD, MBProgressBar,
MBSettingsList, MBSettingsWidget, MBUIButtonBase, UMBMenuWidget. Kmacu
AK1 BIJIMOBIAIOTh 32 TOJOBHE MEHI0O Ta MEHIO HallallTyBaHb TMOXOMASTh BIJ
UCommonActivatableWidget, B Toif uac sk Bci iH1I1 noxoasath Big UUserWidget.

Knac xksomku:

UCLASS()
class MB_API UMBUIButtonBase : public UUserWidget

{
GENERATED_BODY/()

public:

UPROPERTY(BlueprintReadWrite, meta = (BindWidget))
UButton* ButtonBase;

protected:

FText* ButtonText;

Kiacc kHonku Haiivuye B co01 MOCUJIAHHS Ha caMy KHOIIKY, 1100 3 KJIaciB MEHIO
Oyna MmoxxnuBicTh Bukiimkaru generat OnClicked Ta mocuiaHHs Ha TEKCT B KHOTIIII.

Krac MeHio mocusaeThCcsi Ha BC1 KHOIIKH SIK1 3HAXOJSTHCS B TOJIOBHOMY MEHIO,
BU3HAYa€ iX (QYHKIIOHATBHICTh Ta BIAMOBIAAE 3a MEPEMHUKAHHS M) COOOI0 Ta MEHIO
HaJallTyBaHb.

[TpucBoeHHs GyHIIT KHOMIIL:
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if (Exit_Button)
Exit_Button-&gt;ButtonBase-&gt;OnClicked.AddDynamic(this,
&UMBMnuWidget: :Exit_Button_OnClicked);

CrnoyaTky B KOHCTPYKTOp1 MPHUCBOIOEMO KOXHIA KHOMII ii QyHKIIIO 3
nomomororo nenerary OnClicked sikuii MaroTh yci 06’ ektr kiacy UButton.

DyHKIIIOHAJT KHOTIOK:

FString QualityLevel[5] = {TEXT(&quot;Low&quot;),TEXT(&quot;Medium&quot;),
TEXT(&quot;High&quot;), TEXT(&quot;Epic&quot;), TEXT(&quot;Cinematic&quot;) };
int32 CurrentQualitylevel;

B 3arosioBKy kiacy CTBOPEHHMI MAacuB 3arajilbHUX HaJlalITyBaHb rpadiku Ta
(GyHKIIT I BIACHIKOBYBAaHHS IOTOYHUX HaNalTyBaHb Ta MMOJAJIBIIOrO ix
BcTaHOBJICHHs iHmMM 3HavyeHHsAM(void SetQualityLevel(int32);void SetQualitylLev
elText(int32);int32  GetQualityLevel() const;). IlomibHO  BIIKETY  MEHIO
OTOJIOIIYIOThCS  (DYHKKIII [ CTPUIOK MEpPEeMHUKaHHS MDK HaJallTyBaHHSAMU
rpadiku Ta BCTAHOBJIIOIOTHCS B KOHCTPYKTOPI.

I'onosne wmenio «MACHINE BLASTER» (pucynok 3.4) BHUpPIZHSETHCS
€JIEraHTHUM CYYaCHUM JU3aiHOM 13 TEMHUM (DOHOM, 1[0 CTBOPIOE BUCOKOKOHTPACTHY
¢ytypuctuuny armocdepy. ¥ miBiil YaCcTHHI €KpaHa BEpTHKaIbHA (PiojeTOBa MaHEeIb
MICTUThH MapaMeTpyu MEHIO. Y BEpXHIN yacTuHi 1€l naneni Ha3Ba rpu «MACHINE
BLASTER» BinoOpakaeTbcst SCKpaBUM HEOHOBUM CUHIM (QYyTYPUCTUUHHUM LIPUPTOM,

10 YITKO BUIUISE 11 Ha P10JI€TOBOMY TJIi.
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Host

Join

Settings

Exit

Pucynox 3.4 — I'osioBHE MEHIO TpU

[Tin Ha3BoO Tpu ONIli MEHIO PO3TAIIOBAHO BEPTUKAIBLHO YHCTHM OUIUM
TEKCTOM, 110 3a0e3neuye NpocTy HaBiraiio. Oniii BKIIOYatTh «X0CT» JJIs TOYaTKY
HOBOI Ipu ab0 NPOBENEHHS CEaHCy MJd KUIbKOX rpaBuUiB, «lIpuennarucs» mis
MIPUETHAHHS J10 ICHYI04O1 IrpH, « HanamryBanHsy 11 HaAITYBaHHS apaMeTpiB IPU
Ta «Buxim» 171 3aKpUTTS TPU.

[IpaBopy4 Bij (pioseToBOI MaHeN1 MOIENb IEPCOHAXA T0JAE MEHIO Bi3yaJIbHOTO
1HTepecy Ta IHAUBIAyaabHOCTI. [lepcoHax, oarHeHni y CydacHUM OJIAT 13 M1 KAaKOM
Ta OKYJIIpaMH, CTOITh BIIEBHEHO, HaBIIOIOYM BIAYYTTS roToBHOCTI Ta nii. [Topyd 13
MEPCOHAXKEM BiOOpakaeTbcsi (QYyTYPUCTUUHUN TaKeT abo 30pos, M0 TMiJCHITIOE
HayKOBO-(aHTAaCTUYHY TeMmy rpH. L[ komOiHaIlis eJIEMEHTIB CTBOPIOE 3aXOTLTIOFYHIA
1 3aXOIUIIOIOYMI BCTYN 1O TpH, JIETKO MPOBOJASYM TIPaBLIB Y€pe3 iXHI BaplaHTH,
3a/1af04M TOH MailOyTHIM MPUTOJIaM.

Mento nanamryBanb y « MACHINE BLASTER» (pucynok 3.5), 30kpema
BKJIaJIKa HaJallITyBaHb BiJie0, 30epirac BUTOHUEHY Ta Cy4acHY €CTETHKY rpH. TeMHO-

¢ioneroBuii HOH CTBOPIOE MOCIIOBHY Ta Bi3yaJbHO IPUBAOJIUBY TEMY.
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Controls

Overall Quality

View Distance
Post Processing
Shadows

Textures

Pucynox 3.5 — MeHto HanamryBaHb

Otpumyemo 00’ext gameUserSettings sIkuii nepenae HalalITyBaHHSA I'pU Ta
3MiHIOE iX. 3 JIOMIOMOrOI0 paHillle OMUCaHuX (YHKINH mepesaeMo IMOTOYHI
HaJallITyBaHHs y M1a0J0H, 00 MpU HATUCKAaHHI HA B1JIEO HANAIITYBAaHHS KOPUCTYBay
O0aunB moTo4HI mapameTpu rpadiku. I[lepexonu MK BKIaJAKaMU peandizoBaHi
1IEHTUYHUM YUHOM SIK 1 B TOJIOBHOMY MEHIO.

3aBeplIalbHUIM ~ MOMEHTOM  30epiraeMo  BHU3HAa4Y€HI  KOPUCTyBayeM

HaJIalTyBaHHS TIPY HATUCKaHH1 KHOMKU Apply:

if (gameUserSettings) {
gameUserSettings->SetViewDistanceQuality(ViewDistance->GetQualityLevel());
gameUserSettings->SetPostProcessingQuality(PostProcessing->GetQualityLevel());
gameUserSettings->SetShadowQuality(Shadows->GetQualitylLevel());
gameUserSettings->SetTextureQuality(Textures->GetQualityLevel());
gameUserSettings->SetOverallScalabilitylLevel(OverallQuality-
>GetQualitylLevel());

UpdateVideoQualityText();

}
gameUserSettings->ApplySettings(false);
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[Ticns woro MokemMo OauyuTH pe3ynbTaT Ha ITPOBOMY PIBHI Ha Ha (POHOBOMY
piBHI MEHIO.

VY BepxHIM YacTHHI €KpaHa € TOPU3OHTAJIbHA HaBiraiiiiHa maHesb 13 TpbOMa
BKJIagKamMu 3 mo3Haukamu «Enementu kepyBanus», «Bimeo» Ta «Aymio». 3apas
aKTUBHA BKJIagKa «Bimeo».

OCHOBHUH pO3/IIJT MEHIO HAJNAIITyBaHb PO3JAUICHUN Ha NB1 obnacti. JliBopy4
CBITJIO-0JJAKUTHUM TEKCTOM TPECTABICHO CIMCOK MapaMeTpiB HAJAITYBaHHS BiI€O.
i nmapameTpu BKIIOYAIOTh «3arajibHy sKIiCTh», «Biactans mneperysiay»,
«IToctobpobky», «Tini» Ta «Tekctypu». g KOXKHOrO mnapameTpa MpaBopyd
BIIOOpa)KE€HI 3HAYEHHS, $KI MOXKHA HACTpPOITH, I SKHX Hapa3l BCTAHOBJIEHO
3HaueHHa «Bucokuii». ManeHbKi TPUKYTHI CTPUIKH MOPYY 13 KOKHUM IapaMeTpoM
JI03BOJISIIOTH JIETKO PETYIIOBATH.

VY HWXKHIN YacTHHI €KpaHa CBITJIO-OJAKUTHUM TEKCTOM € JIBl OIIIIi: JIIBOPYY
«3acrocyBaTu» i 30€peKCHHS 3MIH, BHECEHHMX JIO0 HalamTyBaHb, 1 «Hazamg»
MPaBOPYY JJIsl TOBEPHEHHS 10 TOMIEPETHHOTO MEHIO.

Mento nomryky B 1001 (pucyHok 3.6) B «kMACHINE BLASTER» mae mpoctuii i
3pO3yMIIUN JU3aiiH, 10 BIANOBIZA€ 3arajibHId (QyTypuctuuHidi Temi rpu. DoH
3QJIMIIAETHCS TEMHUM 13 TOHKUM TPAJIEHTOM, SIKMI 10Aa€ IITMOUHM 1HTEepdeiicy.

VY BepxHiii YaCTHHI €KpaHa MOMITHO BioOpakaeTbcs 3arojoBOK «CITHCOK CEaHCIBY
3€JICHYBaTO-0JJakUTHUM MmpudTom, sikuii € ctangaptHuMm B CommonUI ans mporo

IIPOEKTY, 1110 BKa3y€ Ha MOTOYHUN (POKYC MEHIO.
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Pucynok 3.6 — MeHro nomyky ceciit

KoxeHn 3anuc npo ceanc MICTUTh Ha3BY CEaHCY, SIKa B1IOOpakaeThCs JIIBOPYY
CBITJIO-OJJAKUTHUM TEKCTOM, KUIBKICTh TPaBIiB y gopmati «99/99», mo Bkazye sk
MMOTOYHUX T'PaBLIB, TaK 1 MAKCUMAaJIbHY KUIBKICTb, @ TaK0X KHONKY «IIpueaHaTucs»
IIpaBOpYY, AKa 3alpolllye rPaBIIiB MPUETHATUCS 10 ceaHcy. . Llel MmakeT rapaHTye, 10
BaXXJIMBA 1H(OpMAIIis € JIETKOIOCTYITHOIO Ta I00pe OpraHi30BaHoOIo.

Irposuit HUD GaraTokopucTyBalbKOro IIyTepa, sSIKuid MpoIeMOHCTPOBAHUI Ha
pUCYHKY 3.7, BKIIIOUYA€ Pi3HI €JIEMEHTH. YTOpl MO HEHTPY € TaillMep, SIKUW MoKa3ye
10:33, mopyd 13 pe3yJibTaTamu, 1110 BKa3ylTh 1 JJisi po’KeBOT KOMaH U Ta 3 AJisl CHHBO1
koMauu. [1ig TaiiMepoM 1 OIiHKaMHU € IIEHTPAJIbHE MePEXPECcTs ISl MPUIILITIOBAHHS.

Y HUKHBOMY JIIBOMY KYT1 CMY>KKa 3JJ0pOB’Sl TIOKa3ye 3/I0pPOB’s TPABIlS Ha PiBHI
100. [Topyd 13 11€:0 CMYKKOO 3J0POB’ Sl € UUCTIOBE B1IOOPaKEHHS, sike BKa3ye «0», 1o
MOKa3ye MIBUKICTh MEPCOHAXKA, BIAMOBIIHO A0 OJWHUIIH PYIIIis.

Y wmwxaboMmy npaBomy KyTi HUD (pucynok 3.7) BimoOpaxkae KUIbKICTb
OoenpuraciB rpaBIis 3 MOTOYHOIO 30po€to, sika mokasye 30 kynp y marazusi. [Topyd 3
HAM € 3HAYKW IHIIOT JIOCTYMHOI 30poi: MiCToJNieTa Ta aBTOMaTa, KOXHA 3 SIKUX

BifoOpaXkkaeThes iHmMKaTOpoM KimbkocTi. Croo «TTOPOXHIM» BimoGpaxkaerscs
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Imopy4 13 A0AaTKOBHUM CJIOTOM, IO BKa3y€ Ha TC, IO B IIbOMY CJIOTI 3apa3 HEMac

’KOJTHOTO MpeaMeTa 4u 30poi.

Pucynok 3.7 — HUD rpaBus

CepenoBuiiie — 1e (yTypuUCTHYHA MeTajeBa KIMHATa 3 TUIAJIKUMU BiJIOUBHUMHU

MMOBEPXHSIMH, a 30pOI0 TPaBIlsl BUHO B HIDKHIM MpaBiil 4aCTHUHI eKpaHa.

3.2 BuUMOr# 10 TEXHIYHUX Ta MPOTPAMHHUX 3aC001B

Jlns 3abe3nedyeHHsl CTaOLIbHOI Ta SIKICHOI poOOTH 0araTOKOPHUCTYBALbKOTO
myTepa Bij nepioi ocodu, po3podienoro Ha Unreal Engine, HeoOXigHO BpaxoByBaTH
MEeBHI BUMOTU JI0 arapaTHOIro Ta MPOrpaMHOro 3abe3reueHHs. BilmoBigHICTh UM
BUMOTaM TapaHTye, 110 Tpa Oyjae MpaloBaTy IJIaBHO, 0€3 3aTPUMOK Ta TEXHIYHHUX
po0JIeM, M0 € KPUTUYHO BAKIMBHUM JIJISl 33]I0BOJICHHS KOPUCTYBAYiB Ta CTBOPEHHS
3aXOIUTIOI0YOTO 1TPOBOTO JOCBIAY. Y IbOMY pO3AUTL JIETAJIBHO PO3IIISIAAIOTHCS
HEOOXITHI TEXHIYHI XapaKTEPUCTHKU Ta MPOTpaMHI 3aco0M, fKI 3a0e3MedyroTh

MOBHOLIIHHY Ta 0e3nepeliiiHy (pyHKI10HATbHICTD IPH.
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Jns 3amycky 6araToKOpHCTyBaIlbKOTO IyTepa Bia mepiioi ocoou Ha Unreal
Engine na 6a3oBoMy piBHI, HEOOXI1HA TaKa arapaTHO-MPOTpaMHa KOHDIryparis:

— onepaiiiina cucrema: Windows 10 (64-bit) abo Hosima, macOS 10.14 abo
HOBIIIIA,

— mnpouecop: Intel Core 15-4460 a6o AMD Ryzen 3 1200;

— omneparuBHa nam'ste: 8§ GB RAM,;

— Bigeokapta: NVIDIA GeForce GTX 960 abo AMD Radeon R9 280 3 2GB
BleonaM'sTi;

— wmicre Ha nucky: 15 GB BuTbHOTO MicIif;

— MepexeBe MiAKIIOUYeHHs: [IIupokocMyroBuil 1HTEpPHET 3 MIHIMAJIbHOIO
MIBUJIKICTIO 5 Mbps.

Jns  3a0e3neueHHd HalKpamioi sAKocTi rpadikd Ta IPOTYKTUBHOCTI,
PEKOMEHIyE€ThCSI HACTYITHA KOH(Iryparfis:

— omepaiiiina cucrema: Windows 10 (64-bit) abo nHosima, macOS 10.14 a6o
HOBIIIIA;

— mporecop: Intel Core 17-8700 abo AMD Ryzen 5 3600;

— omneparuBHa nam'ath: 16 GB RAM,;

— Bigeokapta: NVIDIA GeForce GTX 1070 abo AMD Radeon RX 580 3 8GB
Bleornam'saTi;

— wicue Ha qucky: SSD 3 15 GB BibHOTO MicIs

— MepexxeBe minkioueHHs: [IIupokocMyroBuil 1HTEpHET 3 MiHIMAJIbHOIO
MIBUJKICTIO 25 Mbps.

Jlnst onTuManbHO1 poOOTH IpH MOTPIOHI HACTYIHI mporpamu: Steam abo Epic
Games Launcher 1151 3aBaHTa)KeHHSI, OHOBJICHHS TPH Ta MiAKIIOYEHHS TPaBIIiB.

Jlst 3a6e3nedeHHs cTabuTbHOT pOOOTH TPU HEOOX1THO MIATPUMYBATH aKTyalbH1
Bepcii ApaiiBepiB:

— JIpaiiBepu BiJCOKapTH: OcTaHHI Bepcii npaiiBepiB Bix NVIDIA a6o AMD nns

ONTUMAJIBHOI POOOTH TpadikH;
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— aynioJpaiiBepu: OHOBJICHI JpaliBepu 3BYKOBOI KapTH IJs 3a0e3NedeHHs
SIKICHOTO 3BYKOBOTO CYITPOBOJTY;

— MEpEXKEeBi JIpaiiBepu: aKTyallbHI JpaiiBepH I MEPEKEBUX aTamnTepiB, IO
3a0€31euyIoTh CTa01IbHE 1HTepHET-3'€THaHHS.

3a0e3neueHHs BiIMOBIAHOCT] TEXHIYHUM Ta MPOTPAMHUM BUMOTaM € KITIOUOBUM
JUIA CTablIbHOI Ta SKICHOI poOOTH 0araTOKOPHCTYBAIbKOTO IIyTepa BiJ MEpIIOi
ocobu, po3pobsienoro Ha Unreal Engine. JloTpuMaHHs 3a3HauY€HUX MIHIMAJIBHHUX Ta
PEKOMEH/IOBAaHUX BHMOTI JI03BOJIUTH KOPHCTyBadaM HACOJOKyBaTHCS Tporo 0e3

TEXHIYHHUX MEPEIIKoI, 3a0e3Meuy0Uur Py [IbOMY ONTUMAIbHHUI IrPOBUI TOCBI/I.

3.3 TectyBaHHs mporpaMHOro 3a0e3neYeHHs

3.3.1 Bubip Tta oOrpyHTYBaHHSI METO/IIB TECTYBaHHS 3aCTOCYHKY

TectyBaHHs OaraTOKOpPHUCTYyBalbKOro IryTepa Bif mnepmioi ocobu Ha Unreal
Engine notpedye peTenpbHOro NiaXoAy AJid 3a0e31eYeHHs SIKOCTI Ta CTa01IbHOCTI TPH.
Byno obpaHo kimbka METOAIB Ha PO3MJISA JUIsl TECTYBaHHS PI3HMX AacClEKTiB TPH,
30KpeMa IOHIT-TeCTYBaHHS, 1HTErpalliiiHe TecTyBaHHA, (YHKIIOHAJIbHE TECTYBAaHHS,
HABaHTa)XyBaJIbHE TECTyBaHHS Ta TECTYBaHHS MPOYKTHBHOCTI.

[HTerpariiine TecTyBaHHSI € HACTYITHUM KPOKOM, i€ TIEPEBIPSETHCS B3AEMO IS
MK PI3HUMH MOJYJISIMU CUCTeMHU. B 0araToOKOpUCTyBallbKUX Irpax 1€ OCOOJIMBO
BaYKJIMBO, OCKIJIBKU PI3HI KOMIIOHEHTH MOBHHHI MPAIlOBATH pa3oM 0e3 KOHQIIKTIB.
BuxopucroByroun Unreal Automation Framework, Oyno cTBoOpeHO ciieHapii, siKi
CUMYJIIOIOTh pealibHI IrpoB1 yMOBH. Lle 103BOJINIIO TECTYBATH B3a€MO/III0 MEPEKEBOTO
KOJy, CHHXPOHI3aI[if0 TPaBIliB Ta iHTep(elic KOPUCTyBaYa, MEPEBIPSIIOUN KOPEKTHICTh
OOMIHY TaHMUMH MIXK KJIIEHTaMH Ta CEPBEPOM, a TAKOXk Y3TOJKEHICTh ITPOBUX MOJIIN
M1 P13HUMU TPABISIMHU.

®OyHKI110HATbHE TECTYBaHHS MEPEBipsie pOOOTY CUCTEMHU BIAMOBIAHO 10 BUMOT

TEXHIYHOT0 3aBAaHHs. e Bkitouae TecTyBaHHS BCIX OCHOBHUX (DYHKIIIM Ta IrpOBUX
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MexaHiK. Byno BUKOpHUCTaHO SIK py4He, TaK 1 aBTOMATU30BaHE TECTYBAHHS JJIsi
MEPEBIPKH KIIOUOBUX ACIEKTIB IPH, TAKUX SIK CTPLILOA, pPyX MEPCOHAXKIB, B3AEMOIIS
3 00'eKTaMU Ta KOpUCTYBalbKUK 1HTEpdelic. Yek-mucTu Ta TecT-Kelcu, po3pobiieHi
Ha OCHOBI TEXHIYHOTO 3aB/IaHHs, 3a0€3MeUYIN BCEOIUHY MEePEBIPKY KOKHOT (PYHKIIII.
B mporieci TecTyBaHHs 3anmyyanucs K BHYTPIIIHI TECTYBaJbHUKH, TaK 1 30BHIIIHI
OeTa-TecTepH, 110 J03BOJIUIIO OTPUMATH 3BOPOTHUH 3B'I30K 1 BUSIBUTHU JOJIATKOBI
nedeKTH.

HaBantaxxyBanbHE TECTYBaHHS OIIHIOE TPOAYKTUBHICTh T'PHU IMiJl BEIUKUM
HABAHTAKEHHSM, L0 € KIOUOBUM JIsi 0araTOKOPUCTYBALIbKUX 1rop. 3a JI0MOMOTr0I0
1HCTpYMEHTIB, Takux Ak JMeter Ta Unreal Engine Server, Oynu cTBopeHi cueHapii, siki
CUMYJIIOBAJIM BEJUKY KUIBKICTh OJTHOYACHUX KOpUCTYyBauiB. Lle 703BOIMIO BUMIPATH
MPOAYKTUBHICTh CEPBEPY, BKIIOYAIOUM YacC BIJTYKY Ta CTAOUIbHICTH CUCTEMHU T
BUCOKUM HABaHTAKEHHSM, 1 BU3HAUUTU MAKCUMAJIBHO JTOITYCTUME YUCIIO OJHOYACHUX
IpaBIliB 0€3 BTPaTH MPOIYKTUBHOCTI.

TecTyBaHHST MNPOAYKTHBHOCTI TNEpeBIpsie €(QEKTUBHICTb TPU HAa PI3HUX
anmapaTHuX KOHQIrypamisx, mo6 3a0e3neuuT IUTaBHUN ITPOBUN MpoOIEeC IS BCIX
kopuctyBauiB. 3a qonomororo Unreal Profiler Ta iHmmx npodaiinepiB 0yia0 BUMIPSHO
KJIFOYOBI TIOKa3HUKM MPOAYKTUBHOCTI, Taki sk FPS, BukopuctanHs nam'sti Ta
3aBaHTaXXEHHS IMpouecopa. ['pa TecTyBamacs Ha pI3HMX CHUCTEMax, BKJIHOYAIOYU
MIHIMaJIbHI Ta PEKOMEHA0BaH1 KOH(DIrypailii, 1110 JO3BOJIWIO BUSIBUTH BY3bKl MICIIS B
IIPOYKTUBHOCTI Ta IPOBECTH OMTUMI3AILIIO KOTY.

Ha ocHOBI MTpoBeICHOTO aHaI3y PI3HUX METOJIB TECTYBaHHsI, OYJI0 MPUNHHATO
pillleHHS 30cepeuTHCS Ha FoHIT-TecTax [31, 32] miist mepeBipKu OKpEeMHUX KOMITOHCHTIB
Ta  (QYHKIIOHAIHBHOMY  TECTyBaHHI  MOMAYJIIB I  JETAJbHOTO  aHAII3y
dbyHKIIIOHANTBHOCTI Ta 1HTerpamii. Takuil MiaXil J03BOJISE IIBUAKO BHUSBISATH Ta
BUIIPABIISITA TIOMWJIKM Ha PaHHIX €Tamax pPo3poOKH, a TAaKOXK 3a0e3neuye JeTalbHY
MEePEBIPKY B3aEMOJIII MK PI3HAMH YaCTUHAMH CHCTEMH, IO € KIIOYOBUM JIsI

YCHIIITHOTO 3aIyCKy 0araToOKOPUCTYBAIIbKOTO IITyTepa.
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3.3.2 AHani3 pe3ynbTaTiB TECTyBaHHS

Ha pucynky 3.8 mokasano iHTepdeiic MOIyIbHOTO TeCTYBaHHS,, 13 CEPEIOBHINA
po3poOku irop Unreal Unit Test Framework, 13 pi3HUMH TecTamu, HalJIEHUX Ha
NepeBipKy MporpaMHOro MpoaykTy. KokKHMIA TECT Ma€e BiNOBITHUN TIPANIOPEIlb, TKUN
BKa3ye Ha HOro cratyc BUOOpY, CTOBIICLb TPUBAJIOCTI, KU MOKa3ye, CKIJIbKU Yacy
MOTPiOHO TSI BAKOHAHHS KOYKHOTO TECTY, 1 3€JI€H1 CMY>KKH, 1110 BKa3YIOTh Ha YCITIIIIHE
3aBEPIIICHHS.

KoHnkpeTHi TecTH, nepeniueHi B po3aiiai « GunAmmoy (sikuid MicTuTh 50 TecTiB),
BKJIFOYAIOTh U Ti, K1 300p0KEH1 Ha pUCYHKY 3.8.

Add (7): Leir Tect 3aiiasB 0,211 cekyHam i TOB’s3aHHEA 13 J0JaBaHHAM
6oernpunacis 710 30poi.

CanReload (6): ueit Tect, axuii Tpuae 0,167 cekyHIu, mepeBipsie, YU MOKE

30posi Tiepe3apsAUTUC.

'>5D - b O \ / @ - Preset:

Start Tests Run Level Test Refresh Tests ors g5 Des Device Groups +

o Duration

Pucynox 3.8 — IOHIT-TECTH

DiscardSpareMagazines (3): BukoHyerbcs 3a 0,197 cexkyHau, nepeBipsie
(GYHKIIOHATBHICTH IEPE3apsAAKY 3 MATPOHAMH B Mara3uHi.

FireRound (2): me#i Tect, axuii 3aiimae 0,095 cekyHau, mepeBipse, Y MOKE
30pOsi BUCTPUIUTH.

GetReloadsRemaining (11): mepeBipka dYacy, IO 3aJUIIMBCA JO TOTOBOI

nepe3apsaku 30poi, 3aiimae 0,069 cexynau.
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IsCurrentMagazineEmpty (3): meil tect mnepeBipsie, Yd MOTOYHUN Marasuf
MOpOXHiH, 1 3atimMae 0,353 cexyHu.

IsEmpty (3): neit mBuakuii Tect, axuii 3aiiMae 0,101 cexynau, nepeBipsie, 4Yu
MaTPOHU BiACYTHI.

Reload (10): me#i Ttect 3aiimae 0,096 cexkyHau 1 TniepeBipse (QYHKITiO
nepe3aBaHTaKEHHS.

Project (1): tpuBamicth 1mporo Tecty ctaHoBUTH 0,335 CEKyHI, CTOCYEThCS
GyHKIIH, TOB’I3aHUX 31 CHAPSIIOM.

System (4): mupmuii CUCTEMHHMH TECT IEpeBips€e 3arajbHy IHTErpaIiio Ta
3annHsaB 0,335 cexyHau.

OyHKIIIOHAIbHE  TECTyBaHHA €  KPUTHYHHM  €TaroM Yy  po3pooiri
0araTOKOpHUCTYBAIlKOTO IIyTepa BiJl MEPIIOi OCOOM, OCKIILKM BOHO 3a0e3leuye
BIJIMOBIIHICTh TPU BU3HAYEHUM BUMOTaM Ta OYIKyBaHHSIM KopucTyBauiB. Lleil Bua
TECTYBaHHS CIPSIMOBAaHUN Ha MEPEBIPKY BCIX KIIOYOBUX (YHKIIN T'pH, TaKUX SK
MEXaHIKH CTPUIbOHM, CUCTEMA PYXY, MPOLEC MIJKIIOYECHHS T'PaBLIB Ta 1HII Ba)KIUBI
aCIIeKTH 1TPOBOTO MPOIIECY.

OmuuM 3 HaWBaXJIMBIIIMX E€JIEMEHTIB 0araTOKOPHUCTYBAIIbKOTO IIyTepa €
cUcTeMa CTpUIbOH.

PiznomaHniTHI Tumnu 30poi: byno mpoBeaeHO perenbHE TECTYBAaHHS BCIX THIIIB
30poi, TOCTYIHUX Y Tpi, HA TPEAMET TOYHOCTI, IIKOAM, BiAAaui, IIBUIKOCTPUIBHOCTI
Ta THIINX XapaKTEPUCTHK.

Pizni ymoBu cTpinbOu: TecTyBaHHS MPOBOAMIIOCS B PI3HUX yMOBax, II00
MEepEeBIPUTH MOBEAIHKY 30poi. Lle BkiItoyano cTpiab0y MO CTaTUYHUX Ta PYXOMHX
IUISIX, CTPLIBOY 3 ONM3BKOI Ta JajieKol BiJICTaHl, CTPUIKOY 3 PI3HUX MOJIOKEHb Ta 3
PI3HOIO HIBUJIKICTIO PYXY.

BusiBiieHHs Ta BUTIpaBIeHHS MTOMUJIOK: BUsBIICHI T11]] Yac TE€CTYBaHHS TOMUJIKH,
MOB's3aHI 31 CTPLILOOI0, TaKl K HEBIIMOBITHICTH IIKOAH, Bi3yaldbHI MOMUJIKH a00
poOJieMH 3 CHHXPOHI3aIli€l0, OYJIM PeTeIbHO 3aI0OKYMEHTOBAHI Ta BUIIPABJICHI.

[H1II0F0 KPUTHYHOIO 0OJIACTIO € CUCTEMA PYXY MEPCOHAXKIB.
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Pi3nH1 Tunu pyxiB: Byso npoTecToBaHO BCi aCEKTH CUCTEMU PYXY, BKIIOYAIOUU
MIBUIKICTH X0y, Oiry, CTpUOKIB, KOB3aHHS, Ta31HHS, IVIABAHHS TA 1HIII MEXaHIKH.

Pi3Hi1 cepenoBumia: TecTyBaHHS MPOBOAMIIOCS B PI3HUX CEpeIOBHUINAX, 100
NEepeBIpUTH, SK CHUCTEMa pPyXy B3aEMOJIE 3 PI3HUMH TUIAMH [OBEPXOHb,
NEePeIKoAaMH Ta IHTePaKTUBHUMHU €JIEMEHTAMHU.

BusiBieHHs Ta BUIIpaBiieHHs MOMUWIOK: Byu BUsIBIIEH1 Ta BUIIPABJICH] TOMUJIKH,
MOB'sI3aHI 3 CUCTEMOIO PyXYy, Taki K He3rpalOHi aHiMallli, mpobiemu 3 (izukoro adbo
po0JIeMH 3 CHHXPOHI3aIEI0 MK KITIEHTaMHU.

[Ipouiec miAKIIOYEHHS TPABI[IB [0 MaT4y € BAXKIMBUM AacleKTOM JUJIst
3abe3rneueHHs 0e3repeOiiHOro iIrpoBOro JOCBIY.

[Tpouec migkmroueHHs: OyJO0 MPOBEIEHO pETEIbHE TECTYBAaHHS IPOIECY
MIJKJIIOYEHHS TPAaBUiB JO MaTyy, 1100 BUMIPATH Yac 3aBAaHTAKEHHS, CUHXPOHI3AIII0
AHUX Ta 1HII aCIIEKTH.

Pi3H1 yMOBH Mepexi: TECTYBaHHS MPOBOAMIIOCS B PI3HUX MEPEKEBUX YMOBaX,
1100 MEepEeBIPUTH CTIMKICTh MPOLECY MIAKIOYEHHS JO BTPATH MAKETIB, 3aTPUMKH Ta
THIIUX MPOOJIEM 3 MEPEXKEIO.

BusiBiienHs Ta BUMpaBIeHHS MOMIJIOK: Bysi BUsiBIIeH1 Ta BUTPaBICH] TOMIIIKH,
MOB'A3aH1 3 MIAKIIOYEHHSIM IpaBLiB, TakKl K MPOOJEMHU 3 MOLIYKOM MaTdy, TOMUIIKH
npueIHaHHA a00 MPoOJIeMH 3 CHHXPOHI3AII€I0 MK KITIEHTAMH.

Oxpim BuIlE3a3HAYCHNX OCHOBHHUX AaCIEKTIB, TECTYBaHHS TaKOX OXOMUJIO
1HIIT aCTIEKTH.

TectyBaHHsT ~ KOpUCTyBalbkoro  iHTepdeiicy:  mepeBipka  3py4YHOCTI
BUKOPHUCTAHHS Ta IHTYITUBHOCTI 1HTEpdeEiicy rpH.

TectyBanHsi TPOAYKTUBHOCTI: OIlIHKAa NPOAYKTUBHOCTI TPU Ha PI3HUX
KOH(DIrypaiisix 00y1aJHaHHS.

3aBASKM KOMIUJIEKCHOMY MIAXOMy IO TECTyBaHHS, O0araTOKOpPHCTYBAllbKHU
mytep Bif nepiioi ocoou Ha Unreal Engine cTtaB HamiitHUM Ta SKICHUM TIPOTYKTOM,

TOTOBUM JI0 3aITyCKY 1 MOJIAJIbIIOI eKCILTyaTallli.
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BUCHOBKHA

B cydacHOMYy CBITI irpoBa IHIYCTPis € OJHIEIO 3 HAWOIBII MIBUAKO 3POCTAIOUNX
Ta NPUOYTKOBUX Tay3€i, siIka CTPIMKO PO3BHBAETHCA. Bifeoirpu cramu HEBi €MHOIO
YaCTUHOIO KyJIbTYPU Ta JO3BULIS MIJIBHOHIB JIOJEH MO BChOMY CBITY, 3HA4HO
BIUTMBAIOYM Ha COIliaJIbHI, €KOHOMIYHI Ta TEXHOJIOTIUHI aCIeKTH CYCIIbCTBA.
Oco0aBO MOMYJSIPHUMU € 0araTOKOPUCTYBAIlbKI 1TpH, sIKI JO3BOJSIOTH TPaBLSM
B3aEMOJISATA OJIMH 3 OJIHUM Yy BIPTyaJbHOMY IPOCTOPi, CTBOPIOIOYHM YHIKaJIbHI Ta
3axorutorodi cBiTH. JKanp mryrepiB Bin mepmoi ocodu (First-Person Shooter, FPS)
3aiiMae 0coOJIMBE MiCIle Cepell TAaKUX 1rop 3aBASIKM CBOIM JAUHAMII, pealiCTUYHIN
rpadiili Ta BUCOKOMY PIBHIO 3aJTy4€HOCTI TPaBIIiB.

JI71st TOCSITHEHHSI METU pO3pOOKH 0araTOKOPUCTYBALbKOIO IIyTepa BiJ NEpIIOl
ocobu Oyn0 HEoOX1JHO BUPILIUTH HU3KY HAyKOBO-TIPAKTUYHMUX 3aBIaHb: IPOBECTU
aHaii3 ICHyrouMx pimeHb y xaHpl FPS, po3pobutu KoHuemnumiro rpu, BuUOpatu
BIIMOBIJIHI 1HCTPYMEHTH Ta TEXHOJIOTIi [JIs peaiizaiii MpPOEKTY, 3A1NMCHUTHU
TECTYBaHHS Ta ONTHUMI3allII0 MEPEKEBOI CKIIaZ0BOI I'PH.

[TpoBeneHHst TecTyBaHHS OyJiO Ba)XJIMBUM €TAriOM PO3POOKH, KM BKIIIOUAB
IOHIT-TECTyBaHHA, IHTErpaiiiiHe TecTyBaHHs, (YHKIIOHAJbHE  TECTYBaHHS,
HaBaHTa)XyBaJIbHE TECTYBaHHS Ta TECTYBaHHs POAYKTUBHOCTI. BUsBIEHI MOMIIKH Ta
HEJIOJIIKM OyJM YCIHIIIHO BUIIPABJIEHI, IO JO3BOJMIO 3a0€3MeUUTH CTAOUIbHY Ta
aKicHy poboty rpu. OcoOnuBy yBary OyJa0 MNpUAIeHO (YHKIIIOHATBEHOMY
TECTYBaHHIO, 1[0 OXOMMWJIO BC1 KIFOYOB1 aCLIEKTH 1IFPOBOTO MPOLIECY, TAKI K MEXaHIKa
CTpUJIBOU, CUCTEMA PYXY, TTPOILIEC MiIKJIIFOUCHHSI TPaBIIIB Ta 1HII Ba)KJIUBI €JIEMEHTH.

Jlnst 3abe3nedeHHsT CcTa0lIbHOI Ta SKICHOI poOOTH 0araToKOPHCTYBAIbKOTO
mryrepa OyJ0 BH3HAYEHO OCHOBHI BHMOTHM JO anapaTHO-IPOrPaMHHUX 3acoOiB.
MiHiMaabHI Ta PEKOMEHJOBAHI CHCTEMHI BHMOTH  JIO3BOJISIIOTH  I'PaBISIM
HACOJIO/)KYBAaTHUCS TPOI0 Ha Pi3HUX KOH(Dirypaiisx oOnagHaHHS, 3a0e3medyrouu

ONTUMAJILHUM 1TPOBUM JTOCBIJI.
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BukoHaHHsi BCiX eTamiB po3poOKH Ta TECTyBaHHS IMPHU3BEJIO J0 CTBOPEHHS
MIPOJIYKTY, Ha 0a3i IKOTO MO>KHA 3POOUTH TOTOBY JI0 €KCILTyaTaIlii Tpy.

VY pesynbTaTi aHamizy icHyro4ux pimeHb y xaHpi FPS Oyno BuBueHo Ta
MIPOAHAJII30BaHO J[Ba IPOBIIHI MpeacTaBHUKY kaHpy: «Quake» Ta «Overwatchy.

Quake: Byno goxmamHo AOCTIIKEHO TeMIUIEH Ta MEXaHIKU TPH, BKIIIOYAIOYU
CHUCTEMY CTpLIROH, pyXy, a TaKoX pi3HOMaHITHICTE 30poi. IIpoananizoBaHo
ocoOnMMBOCTI 1HTEp(deicy KopucTyBada, Takli SK CIOCOOM B3aEMOJii 3 TpaBIEM,
iHopMariitauii BimoOpaKeHHs Ta KOHTPOJIb I'PH.

Overwatch: TIpoBeneHO JOCHIIKEHHS TOJIOBHUX OCOOJMBOCTEH  IpH,
BKJIFOYAIOYM YHIKaJbHI IEPCOHAXKI 3 PI3HUMU HABUYKAMU Ta POJIl B KOMaH/I1, a TAKOX
PI3HOMAaHITHICTh KapT Ta TelmIuieHux pexxkumiB. [IpoananizoBaHo cucrtemy 30poi,
pyxXy Ta iHTep(eiicy KopucTyBaya.

PeanizoBaHO OHOBJIEHHS HAPSMKY IIBUKOCTI 10 TOPU3OHTAJI T4 OOUYMCIICHHS
BEPTUKAJIBHOTO HANPSMKY IIBUJIKOCTI 3a MPOCTOIO TpaBiTaliiiHO Monemto. Lle
J03BOJISIE IEPCOHAXKEB1 BUIBHO PyXaTHUCS B I'Ppl, JOTPUMYIOUHCH PEAICTUYHOT (PI3UKH.

PeanizoBaHO OHOBJIEHHS HANIPSIMKY IIBUJKOCTI IO TOPU30HTAJII T4 OOYUCIIEHHS
BEPTUKAJILHOTO HAINpPsMKY IMIBUAKOCTI 3a MPOCTOI0 TpaBiTaiiiiHoo Moxemto. Lle
J03BOJISIE IEPCOHAXKEB1 BUIBHO PyXaTHUCS B I'Ppl, JOTPUMYIOUHCH PEAICTUYHOT (PI3UKH.

Takum umHOM, cuctema pyxy Ha Unreal Engine BinmoBijiae BHU3HaYEHUM
KpUTEpIsSIM  JUHAMIYHOCTI,  PI3HOMAHITHOCTI, THYYKOCTI,  ONTUMI3allii Ta
POYyKTUBHOCTI. BoHa ycmimHo 3a6e3nedye rpaBisiM epeKTUBHUIA Ta 3aXOTLTIOI0UNNA

ITpOBUIA TOCBIJ Y OYIb-IKUX YMOBax Ta OOCTaBUHAX.
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JIOJIATOK A

(000B’sI3KOBUTA)

MNPOI'PAMHUI KOJI OCHOBHUX MOY.JIIB

daiin MBMovementComponent:

void UMBCharacterMovementComponent::CalcVelocity(float DeltaTime, float Friction, bool bFluid,
float BrakingDeceleration)
{

// UE4-COPY: void UCharacterMovementComponent::CalcVelocity(float DeltaTime, float

Friction, bool bFluid, float BrakingDeceleration)

// Do not update velocity when using root motion or when SimulatedProxy and not simulating

root motion - SimulatedProxy are repped their Velocity

if (!HasvalidData() || HasAnimRootMotion() || DeltaTime < MIN_TICK_TIME ||
(CharacterOwner && CharacterOwner->GetLocalRole() == ROLE_SimulatedProxy &&
IbWasSimulatingRootMotion))
{
return;
}

Friction = FMath::Max(@.0f, Friction);
const float MaxAccel = GetMaxAcceleration();

float MaxSpeed = GetMaxSpeed();

// Player doesn't path follow
#if o

// Check if path following requested movement

bool bZeroRequestedAcceleration = true;

FVector RequestedAcceleration = FVector::ZeroVector;

float RequestedSpeed = 0.0f;

if (ApplyRequestedMove(DeltaTime, MaxAccel, MaxSpeed, Friction, BrakingDeceleration,
RequestedAcceleration, RequestedSpeed))

{

RequestedAcceleration = RequestedAcceleration.GetClampedToMaxSize(MaxAccel);

bZeroRequestedAcceleration = false;
#tendif
if (bForceMaxAccel)

{

// Force acceleration at full speed.



// In consideration order for direction: Acceleration, then Velocity, then Pawn's
rotation.

if (Acceleration.SizeSquared() > SMALL_NUMBER)

{

Acceleration = Acceleration.GetSafeNormal() * MaxAccel;

else

Acceleration = MaxAccel * (Velocity.SizeSquared() < SMALL_NUMBER ?
UpdatedComponent->GetForwardVector() : Velocity.GetSafeNormal());
}

AnalogInputModifier = 1.0f;

#if o

// Path following above didn't care about the analog modifier, but we do for everything
else below, so get the fully modified value.

// Use max of requested speed and max speed if we modified the speed in ApplyRequestedMove
above.

const float MaxInputSpeed = FMath: :Max(MaxSpeed * AnalogInputModifier,
GetMinAnalogSpeed());

MaxSpeed = FMath::Max(RequestedSpeed, MaxInputSpeed);

ttelse

MaxSpeed = FMath::Max(MaxSpeed * AnalogInputModifier, GetMinAnalogSpeed());

ttendif

// Apply braking or deceleration
const bool bZeroAcceleration = Acceleration.IsNearlyZero();

const bool bIsGroundMove = IsMovingOnGround() && bBrakingWindowElapsed;

// Apply friction

if (bIsGroundMove)

{
const bool bVelocityOverMax = IsExceedingMaxSpeed(MaxSpeed);
const FVector OldVelocity = Velocity;

const float ActualBrakingFriction = (bUseSeparateBrakingFriction ? BrakingFriction
: Friction) * SurfaceFriction;

ApplyVelocityBraking(DeltaTime, ActualBrakingFriction, BrakingDeceleration);

// Don't allow braking to lower us below max speed if we started above it.
if (bVelocityOverMax && Velocity.SizeSquared() < FMath::Square(MaxSpeed) &&
FVector: :DotProduct(Acceleration, OldVelocity) > 0.0f)

{



Velocity = OldVelocity.GetSafeNormal() * MaxSpeed;

// Apply fluid friction
if (bFluid)
{
Velocity = Velocity * (1.0f - FMath::Min(Friction * DeltaTime, 1.0f));

// Limit before
Velocity.X = FMath::Clamp(Velocity.X, -AxisSpeedLimit, AxisSpeedLimit);
Velocity.Y = FMath::Clamp(Velocity.Y, -AxisSpeedLimit, AxisSpeedLimit);

// no clip
if (bCheatFlying)
{

if (bZeroAcceleration)

{
Velocity = FVector(0.0f);

else

auto LookVec = CharacterOwner->GetControlRotation().Vector();

auto LookVec2D = CharacterOwner->GetActorForwardVector();

LookVec2D.Z = 0.0f;

auto PerpendicularAccel = (LookVec2D | Acceleration) * LookVec2D;

auto TangentialAccel = Acceleration - PerpendicularAccel;

auto UnitAcceleration = Acceleration;

auto Dir = UnitAcceleration.CosineAngle2D(LookVec);

auto NoClipAccelClamp =  MBCharacterOwner->IsSprinting() ? 2.of
MaxAcceleration : MaxAcceleration;

Velocity = (Dir * LookVec * PerpendicularAccel.Size2D()
TangentialAccel).GetClampedToSize(NoClipAccelClamp, NoClipAccelClamp);

}
}

// ladder movement
else if (bOnLadder)
{
}

// walk move
else
{
// Apply input acceleration

if (!bZeroAcceleration)

*



// Clamp acceleration to max speed
Acceleration = Acceleration.GetClampedToMaxSize2D(MaxSpeed);
// Find veer
const FVector AccelDir = Acceleration.GetSafeNormal2D();
const float Veer = Velocity.X * AccelDir.X + Velocity.Y * AccelDir.Y;
// Get add speed with air speed cap
const float AddSpeed = (bIsGroundMove ? Acceleration
Acceleration.GetClampedToMaxSize2D(AirSpeedCap)).Size2D() - Veer;
if (AddSpeed > 0.0f)
{
// Apply acceleration
const float AccelerationMultiplier = bIsGroundMove
GroundAccelerationMultiplier : AirAccelerationMultiplier;
FVector CurrentAcceleration = Acceleration * AccelerationMultiplier
SurfaceFriction * DeltaTime;
CurrentAcceleration
CurrentAcceleration.GetClampedToMaxSize2D(AddSpeed);

Velocity += CurrentAcceleration;

// No requested accel on player

#if o
// Apply additional requested acceleration
if (!bZeroRequestedAcceleration)
{
Velocity += RequestedAcceleration * DeltaTime;
}
#endif

// Limit after
Velocity.X = FMath::Clamp(Velocity.X, -AxisSpeedLimit, AxisSpeedLimit);
Velocity.Y = FMath::Clamp(Velocity.Y, -AxisSpeedLimit, AxisSpeedLimit);

const float SpeedSq = Velocity.SizeSquared2D();

// Dynamic step height code for allowing sliding on a slope when at a high speed
if (bOnLadder || SpeedSq <= MaxWalkSpeedCrouched * MaxWalkSpeedCrouched)
{

// If we're crouching or not sliding, just use max

MaxStepHeight = DefaultStepHeight;

SetWalkableFloorZ(DefaultWalkableFloorz);



0.0f);

#if o0

ttendif
}

else

SpeedMultiplier));

{
// Scale step/ramp height down the faster we go
float Speed = FMath::Sqrt(SpeedSq);
float SpeedScale = (Speed - SpeedMultMin) / (SpeedMultMax - SpeedMultMin);
float SpeedMultiplier = FMath::Clamp(SpeedScale, 0.0f, 1.0f);
SpeedMultiplier *= SpeedMultiplier;
if (!IsFalling())
{
// If we're on ground, factor in friction.
SpeedMultiplier = FMath::Max((1.0f - SurfaceFriction) * SpeedMultiplier,
}
MaxStepHeight = FMath::Lerp(DefaultStepHeight, MinStepHeight, SpeedMultiplier);
SetWalkableFloorZ(FMath: :Lerp(DefaultWalkableFloorz, 0.9848f,
}

// Players don't use RVO avoidance

if (bUseRVOAvoidance)

{
CalcAvoidanceVelocity(DeltaTime);

®daiin MBCharacter:

// Copyright Epic Games, Inc. All Rights Reserved.

#include
#include
#include
#include
#include
#include
#include
#include
#include
#include
#include
#include
#include
#include

#include

"AMBCharacter.h"
"../Weapons/Projectile.h" // ???
"Animation/AnimInstance.h”
"Camera/CameraComponent.h"
"Components/CapsuleComponent.h"
"EnhancedInputComponent.h"
"EnhancedInputSubsystems.h"
"Components/SkeletalMeshComponent.h"
"../Components/MBHealthComponent.h"
"../Controllers/MBPlayerController.h"
"Components/TextBlock.h"
"Components/WidgetComponent.h"
"Launch/Resources/Version.h"
"Net/UnrealNetwork.h"

. ./Components/MBCharacterMovementComponent.

h"



#include "../Weapons/Weapon.h"

#tinclude "MBFPS/Components/MBCombatComponent.h"

#if ENGINE_MAJOR_VERSION == 5 && ENGINE_MINOR_VERSION >= 1
#include "Engine/DamageEvents.h"

#tinclude "GameFramework/DamageType.h"

#endif

t#tinclude "CommonTextBlock.h"

#include "DrawDebugHelpers.h"
#include "Math/Rotator.h"

#include "MBAnimInstance.h"

static TAutoConsoleVariable<int32> CVarAutoBHop(TEXT("move.Pogo"), 1, TEXT("If holding spacebar
should make the player jump whenever possible.\n"), ECVF_Default);

static TAutoConsoleVariable<int32> CVarJumpBoost(TEXT("move.JumpBoost"), 1, TEXT("If the player
should boost in a movement direction while jumping.\n@ - disables jump boosting entirely\nl -
boosts in the direction of input, even when moving in another direction\n2 - boosts in the direction

of input when moving in the same direction\n"), ECVF_Default);

static TAutoConsoleVariable<int32> CVarBunnyhop(TEXT("move.Bunnyhopping"), 0, TEXT("Enable normal
bunnyhopping.\n"), ECVF_Default);

FOnCharacterEquipWeaponAMBCharacter: :NotifyEquipWeapon;
FOnCharacterUnEquipWeaponAMBCharacter: :NotifyUnEquipWeapon;

[11177777777777777777777177777777777777777777777171777777171777717171/771717117/
// AMBCharacter

AMBCharacter:: AMBCharacter (const FObjectInitializer& ObjectInitializer)

Super(ObjectInitializer.SetDefaultSubobjectClass<UMBCharacterMovementComponent>(ACharacter::Chara

cterMovementComponentName))

{

// Character doesnt have a rifle at start

bHasRifle = true;

// Set size for collision capsule
GetCapsuleComponent()->InitCapsuleSize(30.48f, 38.58f);

// Set collision settings. We are the invisible player with no 3rd person mesh.

GetCapsuleComponent()->SetCollisionResponseToChannel (ECC_Camera, ECR_Block);

// set our turn rates for input



BaseTurnRate = 45.0f;
BaseLookUpRate = 45.0f;

// Camera eye level

DefaultBaseEyeHeight = 53.34f;

BaseEyeHeight = DefaultBaseEyeHeight;

const float CrouchedHalfHeight = 68.58f / 2.0of;
CrouchedEyeHeight = 53.34f - CrouchedHalfHeight;

// Fall Damage Initializations

// PLAYER_MAX_SAFE_FALL_SPEED
MinSpeedForFallDamage = 1002.9825f;
// PLAYER_MIN_BOUNCE_SPEED
MinLandBounceSpeed = 329.565f;

CapDamageMomentumZ = 476.25f;
// Create a CameraComponent
FirstPersonCameraComponent =
CreateDefaultSubobject<UCameraComponent>(TEXT("FirstPersonCamera"));
FirstPersonCameraComponent->SetupAttachment(GetCapsuleComponent());
FirstPersonCameraComponent->SetRelativeLocation(FVector(-10.f, 0.f, 60.f)); // Position
the camera

FirstPersonCameraComponent->bUsePawnControlRotation = true;

// Create a mesh component that will be used when being viewed from a 'lst person' view
(when controlling this pawn)

MeshlP = CreateDefaultSubobject<USkeletalMeshComponent>(TEXT("CharacterMeshiP"));

Mesh1P->SetOnlyOwnerSee(true);

Mesh1P->SetupAttachment (RootComponent);

Mesh1P->bCastDynamicShadow = false;

MeshlP->CastShadow = false;

//Mesh1P->SetRelativeRotation(FRotator(0.9f, -19.19f, 5.2f));

Mesh1lP->SetRelativelLocation(FvVector(-30.f, 0.f, -150.f));

MBMovementComponent = Cast<UMBCharacterMovementComponent>(GetCharacterMovement());

//CombatComponent =
CreateDefaultSubobject<UMBCombatComponent>(TEXT("CombatComponent™));

//CombatComponent->SetIsReplicated(true);

HealthComponent = CreateDefaultSubobject<UMBHealthComponent>(TEXT("HealthComponent"));

PlayerController =

Cast<AMBPlayerController>(UGameplayStatics: :GetPlayerController(this, 9));



//Initialize weapons

//

if (!AssaultRifle)

{
AssaultRifle = CreateDefaultSubobject<AWeapon>(TEXT("PainKiller"));
//AssaultRifle->SetupAttachment(FirstPersonCameraComponent);

}

bWantsToFire = false;

void AMBCharacter::GetLifetimeReplicatedProps(TArray<FLifetimeProperty>& OutLifetimeProps) const

{
Super: :GetLifetimeReplicatedProps(OutLifetimeProps);

// only to local owner: weapon change requests are locally instigated, other clients
don't need it
DOREPLIFETIME_CONDITION(AMBCharacter, Inventory, COND_OwnerOnly);

// everyone

DOREPLIFETIME(AMBCharacter, CurrentWeapon);

void AMBCharacter::PostInitializeComponents()

{

Super: :PostInitializeComponents();

if (GetLocalRole() == ROLE_Authority)

{
//Health = GetMaxHealth();

// Needs to happen after character is added to repgraph
GetWorldTimerManager().SetTimerForNextTick(this, &
AMBCharacter: :SpawnDefaultInventory);

}

//if (CombatComponent)

/1{

// CombatComponent->Character = this;

//}

//else

1/{

// if (GEngine)

/7 A

// GEngine->AddOnScreenDebugMessage(

// 1,



// 3.f,

// FColor: :Blue,

// FString("No CombatComponent")
// )3

// 0}

//}

USkeletalMeshComponent* AMBCharacter::GetPawnMesh() const

{
return IsFirstPerson() ? MeshlP : GetMesh();

bool AMBCharacter::IsFirstPerson() const

{

return Controller && Controller->IsLocalPlayerController();

void AMBCharacter::BeginPlay()
{

// Call the base class

Super: :BeginPlay();

PlayerController->SetInputMode (FInputModeGameOnly());

UE_LOG(LogTemp, Log, TEXT("Mvt Comp Class = %s"),*GetCharacterMovement()->GetClass()-
>GetName())

if (UEnhancedInputLocalPlayerSubsystem* Subsystem =
ULocalPlayer: :GetSubsystem<UEnhancedInputLocalPlayerSubsystem>(PlayerController-
>GetLocalPlayer()))

{

Subsystem->AddMappingContext (DefaultMappingContext, 0);

}

// Max jump time to get to the top of the arc

MaxJumpTime = -4.0f * GetCharacterMovement()->JumpzZVelocity / (3.0f *
GetCharacterMovement()->GetGravityz());

void AMBCharacter::Tick(float DeltaSeconds)

{
Super: :Tick(DeltaSeconds);

if (bDeferJumpStop)
{



bDeferJumpStop = false;
Super: :StopJumping();

//

void AMBCharacter::SetCurrentWeapon(AWeapon* NewWeapon, AWeapon* LastWeapon)

{

AWeapon* LocallLastWeapon = nullptr;

if (LastWeapon != NULL)

{

LocalLastWeapon = LastWeapon;
}
else if (NewWeapon != CurrentWeapon)
{

LocalLastWeapon = CurrentWeapon;
}

// unequip previous

if (LocallLastWeapon)

{
LocalLastWeapon->0OnUnEquip();

CurrentWeapon = NewWeapon;

// equip new one
if (NewWeapon)
{

NewWeapon->SetOwningPawn(this); // Make sure weapon's MyPawn is pointing back

to us. During replication, we can't guarantee APawn::CurrentWeapon will rep after AWeapon::MyPawn!

NewWeapon->0OnEquip(LastWeapon);

void AMBCharacter::0nRep_CurrentWeapon(AWeapon* LastWeapon)

{

SetCurrentWeapon(CurrentWeapon, LastWeapon);

void AMBCharacter::SpawnDefaultInventory()

{
if (GetLocalRole() < ROLE_Authority)



return;

int32 NumWeaponClasses = DefaultInventoryClasses.Num();
for (int32 i = @; i < NumWeaponClasses; i++)
{
if (DefaultInventoryClasses[i])
{
FActorSpawnParameters SpawnInfo;
SpawnInfo.SpawnCollisionHandlingOverride
ESpawnActorCollisionHandlingMethod: :AlwaysSpawn;
AWeapon* NewWeapon
>SpawnActor<AWeapon>(DefaultInventoryClasses[i], SpawnInfo);

AddWeapon(NewlWeapon) ;

// equip first weapon in inventory
if (Inventory.Num() > 0)

{
EquipWeapon(Inventory[0]);

void AMBCharacter: :DestroyInventory()

{
if (GetLocalRole() < ROLE_Authority)
{
return;
}
// remove all weapons from inventory and destroy them
for (int32 i = Inventory.Num() - 1; i >= @; i--)
{
AWeapon* Weapon = Inventory[i];
if (Weapon)
{
Removeleapon (Weapon) ;
Weapon->Destroy();
}
}
}

bool AMBCharacter::ServerEquipWeapon_Validate(AWeapon* Weapon)

GetWorld()-



return true;

void AMBCharacter::ServerEquipWeapon_Implementation(AWeapon* Weapon)

{
EquipWeapon(Weapon);

void AMBCharacter::SetupPlayerInputComponent(class UInputComponent* PlayerInputComponent)
{
Super: :SetupPlayerInputComponent(PlayerInputComponent);
// Set up action bindings
//
// Get the Enhanced Input Local Player Subsystem from the Local Player related to

our Player Controller.

if (UEnhancedInputComponent* EnhancedInputComponent =
CastChecked<UEnhancedInputComponent>(PlayerInputComponent))
{
//3Jumping
EnhancedInputComponent->BindAction(JumpAction, ETriggerEvent::Triggered, this, &
AMBCharacter: :Jump);
EnhancedInputComponent->BindAction(JumpAction, ETriggerEvent: :Completed, this,
&AMBCharacter: :StopJumping);

// Sprinting

EnhancedInputComponent->BindAction(SprintAction, ETriggerEvent::Started,
MBMovementComponent, &UMBCharacterMovementComponent::SprintPressed);

EnhancedInputComponent->BindAction(SprintAction, ETriggerEvent: :Completed,

MBMovementComponent, &UMBCharacterMovementComponent: :SprintReleased);

// Crouching... for now

EnhancedInputComponent->BindAction(CrouchAction, ETriggerEvent: :Started,
MBMovementComponent, &UMBCharacterMovementComponent::CrouchPressed);

EnhancedInputComponent->BindAction(CrouchAction, ETriggerEvent: :Completed,

MBMovementComponent, &UMBCharacterMovementComponent: :CrouchReleased);

//Moving
EnhancedInputComponent->BindAction(MoveAction, ETriggerEvent::Triggered, this,

&AMBCharacter: :Move);

//Looking
//EnhancedInputComponent->BindAction(LookAction, ETriggerEvent: :Started, this,
&AMBCharacter: : TouchBegin);



EnhancedInputComponent->BindAction(LookAction, ETriggerEvent::Triggered, this,
&AMBCharacter: :LookUp);

EnhancedInputComponent->BindAction(TurnAction, ETriggerEvent: :Triggered, this,
&AMBCharacter::Turn);

EnhancedInputComponent->BindAction(PickUpAction, ETriggerEvent::Triggered, this,
&AMBCharacter: :PickUpWeapon);

//Weapon

EnhancedInputComponent->BindAction(NextWeaponAction, ETriggerEvent::Triggered,
this, & AMBCharacter::OnNextWeapon);

EnhancedInputComponent->BindAction(PrevieaponAction, ETriggerEvent::Triggered,
this, & AMBCharacter::0OnPrevieapon);

EnhancedInputComponent->BindAction(FireAction, ETriggerEvent::Started, this, &
AMBCharacter: :StartWeaponFire);

EnhancedInputComponent->BindAction(FireAction, ETriggerEvent::Completed, this, &

AMBCharacter: :StopWeaponFire);
//EnhancedInputComponent->BindAction(OptionMenuAction, ETriggerEvent::Triggered,

this, & AMBCharacter::OpenOptionMenu);
}

void AMBCharacter: :PickUpWeapon(const FInputActionValue& Value)

{
//if (CombatComponent)
1/{
// if (HasAuthority())
/7 A
// CombatComponent->EquipWeapon(OverlappingWeapon);
/l}
// else
/1A
// ServerPickUpWeapon();
/7 '}
/1}
}

void AMBCharacter::ServerPickUpWeapon_Implementation()

{
//if (CombatComponent)
//{
// CombatComponent->EquipWeapon(OverlappingWeapon);
/1}



void AMBCharacter: :Destroyed()

{
Super: :Destroyed();

DestroyInventory();

void AMBCharacter: :AddWeapon(AWeapon* Weapon)

{
if (Weapon && GetLocalRole() == ROLE_Authority)
{
Weapon->0OnEnterInventory(this);
Inventory.AddUnique(Weapon);
}
}

void AMBCharacter::RemovelWleapon(AWeapon* Weapon)

{
if (Weapon && GetLocalRole() == ROLE_Authority)
{
Weapon->OnLeaveInventory();
Inventory.RemoveSingle(Weapon);
}
}

AWeapon* AMBCharacter::FindWeapon(TSubclassOf<AWeapon> WeaponClass)
{

for (int32 i = @; i < Inventory.Num(); i++)

{
if (Inventory[i] && Inventory[i]->IsA(WeaponClass))
{
return Inventory[i];
}
}

return NULL;

void AMBCharacter::EquipWeapon(AWeapon* Weapon)
{
if (Weapon)
{
if (GetLocalRole() == ROLE_Authority)

{

SetCurrentWeapon(Weapon, CurrentWeapon);



else

ServerEquipWeapon(Weapon);

void AMBCharacter::StartWeaponFire()

{
if (!bWantsToFire)
{
bWantsToFire = true;
if (CurrentWeapon)
{
CurrentWeapon->StartFire();
}
}
}

void AMBCharacter::StopWeaponFire()

{
if (bWantsToFire)
{
bWantsToFire = false;
if (CurrentWeapon)
{
CurrentWeapon->StopFire();
}
}
}

bool AMBCharacter::CanFire() const

{

return true;//IsAlive();

bool AMBCharacter::CanReload() const
{

return true;

FName AMBCharacter::GetWeaponAttachPoint() const
{

return WeaponAttachPoint;



bool AMBCharacter: :IsWeaponEquipped()
{

return false;//return (CombatComponent &% CombatComponent->EquippedWeapon);

bool AMBCharacter::IsFiring() const
{

return bWantsToFire;

void AMBCharacter: :0OnNextWeapon(const FInputActionValue& Value)
{

//AMBPlayerController* MyPC = Cast<AShooterPlayerController>(Controller);

UE_LOG(LogTemp, Warning, TEXT("OnNextWeapon"));

if (PlayerController)// && MyPC->IsGameInputAllowed())

{

if (Inventory.Num() »>= 2 && (CurrentWeapon == NULL || CurrentWeapon-

>GetCurrentState() != EWeaponState::Equipping))

{
const int32 CurrentWeaponIdx = Inventory.IndexOfByKey(CurrentWeapon);
AWeapon* NextWeapon = Inventory[(CurrentWeaponIdx + 1) % Inventory.Num()];
EquipWeapon(NextWeapon);

}

void AMBCharacter::0nPrevieapon(const FInputActionValue& Value)
{
//AShooterPlayerController* MyPC = Cast<AShooterPlayerController>(Controller);
if (PlayerController)// && MyPC->IsGameInputAllowed())
{
if (Inventory.Num() >= 2 && (CurrentWeapon == NULL || CurrentWeapon-
>GetCurrentState() != EWeaponState::Equipping))

{
const int32 CurrentWeaponIdx = Inventory.IndexOfByKey(CurrentWeapon);
AWeapon* PreviWeapon = Inventory[(CurrentWeaponIdx - 1 + Inventory.Num()) %
Inventory.Num()];
EquipWeapon(Previeapon);
}



void AMBCharacter::ApplyDamageMomentum(float DamageTaken, FDamageEvent const& DamageEvent, APawn*
PawnInstigator, AActor* DamageCauser)
{

UDamageType const* const DmgTypeCDO = DamageEvent.DamageTypeClass -
>GetDefaultObject<UDamageType>();

if (GetCharacterMovement())

{
FVector ImpulseDir;
if (Isvalid(DamageCauser))
{
ImpulseDir = (GetActorLocation() - DamageCauser-
>GetActorLocation()).GetSafeNormal();
}
else
{
FHitResult HitInfo;
DamageEvent.GetBestHitInfo(this, DamageCauser, HitInfo, ImpulseDir);
}
const float SizeFactor = (60.96F * 60.96f * 137.16f) /

(FMath: :Square(GetCapsuleComponent()->GetScaledCapsuleRadius() * 2.0f) * GetCapsuleComponent()-
>GetScaledCapsuleHalfHeight() * 2.0f);

float Magnitude = 1.905f * DamageTaken * SizeFactor * 5.0f;
Magnitude = FMath::Min(Magnitude, 1905.0f);

FVector Impulse = ImpulseDir * Magnitude;

bool const bMassIndependentImpulse = !DmgTypeCDO->bScaleMomentumByMass;
float MassScale = 1.f;

if (!bMassIndependentImpulse && GetCharacterMovement()->Mass > SMALL_NUMBER)

{
MassScale = 1.f / GetCharacterMovement()->Mass;
}
if (CapDamageMomentumZ > O.f)
{
Impulse.Z = FMath::Min(Impulse.Z * MassScale, CapDamageMomentumz) /
MassScale;
}
GetCharacterMovement()->AddImpulse(Impulse, bMassIndependentImpulse);
}
}

void AMBCharacter::ClearJumpInput(float DeltaTime)



// Don't clear jump input right away if we're auto hopping or noclipping (holding to go
up), or if we are deferring a jump stop

if (CvarAutoBHop.GetValueOnGameThread() !'= @ || bAutoBunnyhop || GetCharacterMovement()-
>bCheatFlying || bDeferJumpStop)

{

return;

}
Super: :ClearJumpInput(DeltaTime);

void AMBCharacter::Move(const FInputActionValue& Value)

{
if (!FMath::IsNearlyZero(Value.GetMagnitude()))
{
// add movement in that direction
FVector MovementVector = Value.Get<FVector>();
AddMovementInput(GetActorForwardVector(), MovementVector.Y);
AddMovementInput(GetActorRightVector(), MovementVector.X);
}
}

void AMBCharacter::Jump()

{
if (GetCharacterMovement()->IsFalling())
{
bDeferJumpStop = true;
}
Super: :Jump();
}

void AMBCharacter::OnMovementModeChanged(EMovementMode PrevMovementMode, uint8 PrevCustomMode)

{
if (!bPressedJump)

{
ResetJumpState();

if (GetCharacterMovement()->IsFalling())
{

// Record jump force start time for proxies. Allows us to expire the jump even if
not continually ticking down a timer.

if (bProxyIsJumpForceApplied)



ProxyJumpForceStartedTime = GetWorld()->GetTimeSeconds();

}
}
else
{
JumpCurrentCount = 0;
JumpKeyHoldTime = 9.0f;
JumpForceTimeRemaining = 0.0f;
bWasJumping = false;
}
K2_OnMovementModeChanged (PrevMovementMode, GetCharacterMovement() - >MovementMode,

PrevCustomMode, GetCharacterMovement()->CustomMovementMode);

MovementModeChangedDelegate.Broadcast(this, PrevMovementMode, PrevCustomMode);

void AMBCharacter::StopJumping()

{
if (!bDeferJumpStop)
{
Super: :StopJumping();
}
}

void AMBCharacter::0OnJumped_Implementation()
{
const int32 JumpBoost = CVarJumpBoost->GetInt();
//if (MBMovementComponent->IsOnLadder())
/1{
// return;
//}

if (!MBMovementComponent)
{
UE_LOG(LogTemp,Warning, TEXT("NO MOVEMENT COMPONENT"))

return;

if (GetWorld()->GetTimeSeconds() >= LastJumpBoostTime + MaxJumpTime && JumpBoost)
{

LastJumpBoostTime = GetWorld()->GetTimeSeconds();

// Boost forward speed on jump

FVector Facing = GetActorForwardVector();

// Use input direction



FVector Input = GetCharacterMovement()->GetCurrentAcceleration();
if (JumpBoost != 1)

{
// Only boost input in the direction of current movement axis (prevents ABH).
Input *= FMath::Max(Input.GetSafeNormal2D() | GetCharacterMovement()-
>Velocity.GetSafeNormal2D(), 0.0f);
}

float ForwardSpeed = Input | Facing;

// Adjust how much the boost is

float SpeedBoostPerc = bIsSprinting || bIsCrouched ? ©.1f : @.5f;

// How much we are boosting by

float SpeedAddition = FMath::Abs(ForwardSpeed * SpeedBoostPerc);

// We can only boost up to this much

float MaxBoostedSpeed = GetCharacterMovement()->GetMaxSpeed() +
GetCharacterMovement()->GetMaxSpeed() * SpeedBoostPerc;

// Calculate new speed

float NewSpeed = SpeedAddition + GetMovementComponent()->Velocity.Size2D();

float SpeedAdditionNoClamp = SpeedAddition;

// Scale the boost down if we are going over
if (NewSpeed > MaxBoostedSpeed)

{
SpeedAddition -= NewSpeed - MaxBoostedSpeed;

if (ForwardSpeed < -MBMovementComponent->GetMaxAcceleration() * FMath::Sin(0.6981f))

{
// Boost backwards if we're going backwards
SpeedAddition *= -1.0f;
SpeedAdditionNoClamp *= -1.0f;

}

// Boost our velocity
FVector JumpBoostedVel = GetMovementComponent()->Velocity + Facing * SpeedAddition;
float JumpBoostedSizeSq = JumpBoostedVel.SizeSquared2D();
if (CvarBunnyhop.GetValueOnGameThread() != 0)
{
FVector JumpBoostedUnclampVel = GetMovementComponent()->Velocity + Facing *
SpeedAdditionNoClamp;
float JumpBoostedUnclampSizeSq = JumpBoostedUnclampVel.SizeSquared2D();
if (JumpBoostedUnclampSizeSq > JumpBoostedSizeSq)
{
JumpBoostedVel = JumpBoostedUnclampVel;
JumpBoostedSizeSq = JumpBoostedUnclampSizeSq;



}
if (GetMovementComponent()->Velocity.SizeSquared2D() < JumpBoostedSizeSq)

{

GetMovementComponent()->Velocity = JumpBoostedVel;

void AMBCharacter::ToggleNoClip()

{
MBMovementComponent->ToggleNoClip();

// Sample for multiplayer games with a Mesh3P with crouch support
#if o
void AMBCharacter::0nEndCrouch(float HalfHeightAdjust, float ScaledHalfHeightAdjust)
{
Super: :0nEndCrouch(HalfHeightAdjust, ScaledHalfHeightAdjust);
const AMBCharacter * DefaultChar = GetDefault< AMBCharacter >(GetClass());
if (Mesh3P && DefaultChar->Mesh3P)
{
FVector MeshRelativelLocation = Mesh3P->GetRelativelLocation();
MeshRelativelLocation.z = DefaultChar->Mesh3P->GetRelativelLocation().z
ScaledHalfHeightAdjust;

Mesh3P->SetRelativeLocation(MeshRelativeLocation);

void AMBCharacter::0nStartCrouch(float HalfHeightAdjust, float ScaledHalfHeightAdjust)
{
Super: :0OnStartCrouch(HalfHeightAdjust, ScaledHalfHeightAdjust);
const AMBCharacter * DefaultChar = GetDefault< AMBCharacter >(GetClass());
if (Mesh3P && DefaultChar->Mesh3P)
{
FVector MeshRelativelLocation = Mesh3P->GetRelativelLocation();
MeshRelativeLocation.z = DefaultChar->Mesh3P->GetRelativelLocation().z
ScaledHalfHeightAdjust;

Mesh3P->SetRelativeLocation(MeshRelativeLocation);

}
t#tendif

bool AMBCharacter::CanJumpInternal_Implementation() const

{
// UE-COPY: ACharacter::CanJumpInternal_Implementation()



bool bCanJump = GetCharacterMovement() && GetCharacterMovement()->IsJumpAllowed();

//if (bCanJump)

/1{

// // Ensure JumpHoldTime and JumpCount are valid.
if (!'bWasJumping || GetJumpMaxHoldTime() <= 0.0f)

{
if (JumpCurrentCount == @ && GetCharacterMovement()->IsFalling())
{
bCanJump = JumpCurrentCount + 1 < JumpMaxCount;
}
else
{
bCanJump = JumpCurrentCount < JumpMaxCount;
}
}
// else
/1A
// // Only consider JumpKeyHoldTime as long as:
// // A) We are on the ground
// // B) The jump limit hasn't been met OR
// // C) The jump limit has been met AND we were already jumping
// const bool bJumpKeyHeld =  (bPressedJump &&  JumpKeyHoldTime <
GetJumpMaxHoldTime());
// bCanJump = bJumpKeyHeld &&
// (GetCharacterMovement()->IsMovingOnGround() || (JumpCurrentCount <

JumpMaxCount) || (bWasJumping && JumpCurrentCount == JumpMaxCount));

/7 '}

// if (GetCharacterMovement()->IsMovingOnGround())

/1A

// float FloorZz = FVector(0.0f, 0.0f, 1.0f) | GetCharacterMovement()-
>CurrentFloor.HitResult.ImpactNormal;

// float WalkableFloor = GetCharacterMovement()->GetWalkableFloorz();

// bCanJump &= (FloorZ >= WalkableFloor || FMath::IsNearlyEqual(Floorz,
WalkableFloor));

/7 }

/1}

return bCanJump;

void AMBCharacter::Look(const FInputActionValue& Value)

{
// input is a Vector2D



FVector2D LookAxisVector = Value.Get<FVector2D>();

if (PlayerController != nullptr)

{
// add yaw and pitch input to controller
AddControllerYawInput(LookAxisVector.X);
AddControllerPitchInput(LookAxisVector.Y);
}

void AMBCharacter::Turn(const FInputActionValue& Value)//bool bIsPure, float Rate)
{
float Rate = Value.GetMagnitude();
//if (!bIsPure)
//{
Rate = Rate * BaseTurnRate * GetWorld()->GetDeltaSeconds();
/1}

// calculate delta for this frame from the rate information

AddControllerYawInput(Rate);
}
void AMBCharacter::LookUp(const FInputActionValue& Value)//bool bIsPure, float Rate)
{

float Rate = Value.GetMagnitude();//Value.Get<FVector>().GetSafeNormal().Size();
//Value.Get<FVector>().Size();

/*if (!bIsPure)

{*/

Rate = Rate * BaseLookUpRate * GetWorld()->GetDeltaSeconds();

/1}

// calculate delta for this frame from the rate information

AddControllerPitchInput(Rate);

void AMBCharacter::RecalculateBaseEyeHeight()
{

const ACharacter* DefaultCharacter = GetClass()->GetDefaultObject<ACharacter>();

const float 0ldunscaledHalfHeight = DefaultCharacter->GetCapsuleComponent()-
>GetUnscaledCapsuleHalfHeight();

const float CrouchedHalfHeight = GetCharacterMovement()->GetCrouchedHalfHeight();

const float FullCrouchDiff = OldUnscaledHalfHeight - CrouchedHalfHeight;

const UCapsuleComponent* CharacterCapsule = GetCapsuleComponent();

const float CurrentUnscaledHalfHeight = CharacterCapsule-
>GetUnscaledCapsuleHalfHeight();



const float CurrentAlpha = 1.8f - (CurrentUnscaledHalfHeight - CrouchedHalfHeight) /

FullCrouchDiff;

BaseEyeHeight = FMath::Lerp(DefaultCharacter->BaseEyeHeight, CrouchedEyeHeight,

SimpleSpline(CurrentAlpha));
}

bool AMBCharacter::CanCrouch() const

{
return !GetCharacterMovement()->bCheatFlying &&

IMBMovementComponent->IsOnLadder();

}

void AMBCharacter::TouchBegin(const FInputActionValue& Value)

{
bool bIsCurrentlyPressed;

PlayerController->GetInputTouchState(ETouchIndex: :Touchl,

previousTouchLocation.Y, bIsCurrentlyPressed);

}

void AMBCharacter::SetHasRifle(bool bNewHasRifle)

{
bHasRifle = true; //= bNewHasRifle;

Super: :CanCrouch() &&

previousTouchLocation.X,
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CTBOPKIBATH HOBI

MoswkHa By T peaniznBaHa CHETEME YNPaBAIHHA NEPCORIKEM Big Nepwoi
ocobi 3 MEXAWBICTIO CTRIASEW, NepecyBalHA, B3acMaali s ob'ekTamm.

+ Cuetema noBrHHa obpobaaTti TasBepirati gadi npo irposui cTan y

PE2NBHOMY YUACH BRAKUYAHYH NORMLYIT FRaBYIB, TXHE 350p0E'A, BUKORUCTHHA
36poi Ta iHwWi naail.

* |HTepdeiic KOPHETYBAYA NOBHHEH By TH I HTYITUBHO 3pO3YMIAMM i NPoCTHMY
BHKOPWCTAHHI,

Cnaiin 5 — AHani3 BUMOT /10 3aCTOCYHKY

AIATPAMA BAPIAHTIB BUKOPWMCTAHHA
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Cnaiin 6 — Jliarpama BapiaHTIB BUKOPHCTaHHS



BUBIP APXITEKTYPW 3ACTOCYHKY

o

Cnaiin 7 — Bubip apXiTeKTypH 3aCTOCYHKY

NMPOEKTYBAHHA: 3ATANBHUW
ANTOPUTM ITPU

ol iy Wlees
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Comnect in
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Neach and staee

Cnaiin 8 — 3arainbHuil AITOPUTM IpH




NMPOEKTYBAHHA:DFD-AIATPAMA

Cnaiin 9 — DFD-pgiarpama

MPOEKTYBAHHA: AIATPAMATIPOLUECIB TPH
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Cnaiin 10 — [liarpama nporecis rpu




AIATPAMA KNTACIB
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Cnatig 11 — [liarpama kmaciB

rOoNoBHI MOAYANI

© ApxiTEKTYD2 BArATOKOPUETYBALLKARE WY TEpY Bif Neplors ocobi
nobygosama wa natepHax Component-Based Architecture (CBA) | Entity-
Compenent-System (ECS).

Mepememnt
Wurs

Cnaiin 12 — I'onoBHI MOyl




TEXHONOMIT PEANIBALIT3ACTOCYHKY

Unreal Engine 5 & nomysinm | yHlBepancHs IHCTpyseHTom 408
CTBOPEHHA GaraToROPHTYEALEHOND WyTepy eln, nepueol ooobu.

I'Iu;h'r'r'xui iHE TPYMEHTH paj.pu;r;',\x M| H'r':,r'l"ru BEHHA peaakTop i
T el ] Habi P IHCTPY MEHTIE RO AL N TE NPOULELE FIGEMEIKM I
CHOPOAYKITE Y30 HA CTEOPSHHA TRM.

Benweka coinsHoTa i m i,g,Tpm.i kd, JaBAAKH BEAHKIH CRinbHoTI
PoapoBHNKIR, AOCTYNHOCT] BEAWKSTKiNEKOCT] HABYE NEHWE
marteplanie | akTrenii nlarpusul 3 Gory Eple Games, poapobinki
MOGY TE IWBMA KO IHAXOANTH plueHHA 408 CBolx npobnam.

u N n E A L K pocnnathopmuicTe, UES niarpusye pospobiy 408 pizHu

naatdopm, Bxamaandn MK, konwconl | moblasni nprcTpol.
ENGINE AM ’ pRETR

Cnaiig 13 — TexHodorii peanizaliii 3aCTOCYHKY

CTBOPEHHSA IHTEPOENCY 3ACTOCYHKY

BaratokopucTyBaL LKA rpa BUkopreTarye naarid Common Ul ann
IPYUHOrD NepEM KA HHA BLAMETIS. SasARKK oMY NAAFIHY, po3pobHmnkn
MOy T NETKS CTEQRIOBATH | KEPYBATH RIZHMMK EMEMEHTAMK IHTERQERACY
kopreTysaua. Common Ul Hagae eneliansHikonTeliHepu Ana BigweTin, we
AOFBONAE SPEKTHEHG OPradizyBaTHiBlgodpakaTy IHTEpgRencH] ENemMeHTH,
TaKi AK MEHIZ, IHAMKITOPK 340P0B'H, IFPOBI HANAWTYBAHHA Ta |HWI BaRIMBI
AnArpapyis indopMaliiHi naHeni. e sabe3anedye NASBHKWNA Ta HTYITHBHO
FPOFYMINMA KOPWETYBSUBKWHA 40CE14, NOKPAWYHIYH B32EMOI I TRIBL B3
rpaka.

Cnaiin 14 — CtBopeHHSs iHTEp(eiCcy 3aCTOCYHKY



CTBOPEHHS IHTEP®EMUCY 3ACTOCYHKY

MACHINE
BLASTER

Cmaiig 15 — Menro, HanamTyBaHHS

CTBOPEHHS IHTEPOENCY 3ACTOCYHKY

Cnaiin 16 — nomyk ceciit, HUD



KOMMOHEHT PYXY

* Bamanuil HANPAMOK BUKSPHCTOBYETHCA, Wob OHOBABATIA HaNPAMOK
WEHAKOCTI NGO TORHACHT &N, BERTHEANEHWI HaNPAMOK WBNAKSCT]
ofuMEAETER 38 NPOCToK FPARiTALIRHGM MOgEANK.

¢ KoadnepooHas SHaX0AMTECA HA 38MA1 = CHAa TRPTA BAWBAE Ha Horo
WEKAKICTE. MoToWHa WEKAKICTE — UE NPOSKU IR BEKTOPY WBNAKOCTI Ha
BamaHui Hanpamek. JosaTkona WBNMAKIETE AORIBHKE BiSHA L Mix
MEKCMMANEHO WENAKICTIO T3 NoTOUHoK WenakricTio obmexera
MEKCHMENEH MM NPHCKOREH HAM

+ Taka CHCTEMA PyXY 403B0NRE IGEPIraTH | HAPOLLYSATH LWBKMAKICTS 32
PaAXYHOK NOCAIAGBHHX CTRHEKIE Bes BTRATH WBNAKSETI Mi% HUMH.
[paBeyb BUKOPUCTOBYE PUTMIYHI CTPMEKK B NosgHaHHI 3 obepTamHAM
AL T& HATHEKAHHAM ETpedd-KAABILI.

Cnaiig 17 — KoMnoHeHT pyxy

BOMOHb 31 36POI MUTTEBOTO
BNYYEHHHA

* KenWrpaseus eTpinae 3i 36pol, nepesipka Al BUKSHYETECA B
HANPAMKY, K¥YAH cCNpAMoBaHa 3bpoA B el MomenT, wob
noSaunTh, 4k Byde Wock BAYYeHO.

« MigrsepaxeHi NonagaHHA 3a8A8H0TE WKOAK AIHWAM aKTOpaM,
CTEOPMIOTECNIGNTE EEKTH YAAPY, 3 TAKDK CNOB 43 I0TE
BiAAAAEHAX KAIEHTIS, BCTAHOBAKIKONA AAHI PO NONAJ4AHHA B
sminmiA HitMNotify. Mpomaxk avwe cTeopiooTECAIgN TS
seTaHoBAkaTe HitNotify 408 Bigaanends kaieHTie, Akl WykaaTe
sminu HitMNotify | BikaryoTe Ty camy TpacyBasHs, Wa i
NOKAAEHWH KAIGHT, CTECRIIIOUK CAIAM T3 ENAWBK 33 NoTpebK,

Cnaiin 18 — Boross 31 30p0oi MUTTEBOTO BIIYyYECHHS




36P0OA 3 PEANBHNMWN CHAPAAAMM

Anaysaro TRy 36pal cTROPICETEEA pRransHKWA disUUHWF ob'erT, abo cHapaa,
| HEMPEENAETECA B HANPAMKY, KY,AH cnpAMaBana 3bpos. Nonagamna
BHIHAYAETBCA I TKHEHHAM CHAPAAS 3 IHLUMM OB EXTOM Y CBITI.

AR CHADAAOECro BOMH K NOKANASHKEA KAEHT BHKOHYE TRACYBAHHA 3 KAMEDHK,
wob nepesipuTH, AKMA AKTOp 3HaxogMTECR Nig Npuyinom y FireWeapon(),
ASAIGHS A0 peanisalii MATTEROMS NONAAAHHA. ARG FpaBeLE L iANTECA Y
WOCE, BiH PEMYNI0E HAMPAMOK BOMTHID, WOG BAYYHMTH B LG TOUKY, | BMKAMKEE
ServerfFireProjectile() Ha ceppepi, Wob cTEOPUTH CHAPAA-AKTODA B HANPAMKY,
Kyan BynacnpaMosada 30pon.

""M%-_t—:;

Crnaiin 19 — 36pos 3 pealIbHIUMHU CHApSIIaMU

MEPEXEBWMW MAATIH

KoMnowHenT Bye cTEopeHui Ha acHosl [OnlineSubsystem Ak nnarid i goaeonse
nig'&§aHYBaTH O MH 40 aAHOrD KopKcTyEaYie Steam Ta Epic Games Store,
sabesnedy KUK 3PYEHMA T8 YHIBEPCAABHMA CNOCID KepyBaHHA CECIAMM.

Hagae goctyn go iHdopmauii npo rpasug, Moro apysie.

O
O

Cnaiin 20 — MepexeBul TIariH




MEPCOHAXK

|HEEHTaR rPABLA— W& MACKE NacHnaHe Ha Aveapon, wo 3GepirasTech
y BnacTeocTi Inventory niwaka rpasus ( AMBCharacter ). OsbposHa Ha
AAHWA MOMEHT 36p0A KON IIDETREA S CEPRApE |, KPiM TOMS,
AMBCharacter sGepiras CE0K NOTOYHY 30P0I0 NOKANBHO Y BAACTHBOCTI
CurrentVWeapon, Wo 40380AA€ 3HIMATH Nonepe s Ho 36pok, KoaKu
CNOPAAXEETECA HOE2 30pOA

Konvrpaeeyk ogaras 3bpow Ha s0poi BlATECPHETECH SHIMaL,IA

Cumaiipg 21 — [lepconax

TECTYBAHHA

¥ rpi peanizosadi TeCTIA, AR HAA 2O TE IHOOPMALLT NPO WSUAKICTS
nigrmoueHEs 4o cepeepa, Ui TecTiiBrMipooTe Yac, Heobxig Hui gna
BCTAHOBASHHA 3'EAHAHHA TA NEpedadi AAHKK Mik KAIEHTOM | CEpBEpOM, &
TEKEH ZHANIZYIOTE CTA0INBHICTE | NPONYCKHY 3A3THICTE 3 6 aHaHHA,

K. piM 3ETOMaTHIOESHWK TECTIE, MPOE0AMASCE TAKOH MaHYaNEHE TECTYBAHHA,
AKE BEAKMAE Nepesipry Gy HKLIOHAABHOCTI iFpoBX Mexadik, cTabinbHocTi
pobaTH NpK PIZHKMXK YMOE3X MEREREROrD MIAKMYEHHR, 8 TAKOH pEaKUii rpK
M3 BMIHY MEQEREBHX NapaMeTRIE

Unreal Engine Hagae MosAMBIETE BETAHOBAKLBATH WTYHHY 3TPUMKY [ping)
ANA KOPUETYRAYA, WO A0IBONAE EMYABATH YMOBKM 3 BUCOKOK JATPUMKCID.

Cnaiig 22 — TecTtyBaHHsA



BMCHOBKMW

¥ pesyarTati BMKoHaHo] poboTi Byno NpoBeASHE AHANIS ICHYROMMY PilleHE Y %aHP] sy Tep Big nepweol scobus, we
AS3BOAWAG BAABWTH AKTYaARHI TEHARHLIT Ta NoTpe5K KopreTyBauis. Ha ocHoBi L bors aHaAIY cdopMaBaH] BUMGOH
A0 FBCTOCYHKY. ¥ BigNOBIgHOCTI 40 BUMOr CNPOEKTOEEHE APXKITERTYDA Ta CTRYKTYPA 33CTOCYHKY,

fAna peanizayiizacTocyHky Bynm obpani Taki 3acobu Ta Texnoneril: pywid Unreal Engine 5, nnarin CommenUl | moea
nporpamysadHa CH

Ha samepliansHOMY 8T2NI cTEOPeHA 53088 BEpLin 38CTOCYHEY, NPOBefeHE TECTYBAHHA AKOMS NOKA3ANG [ore
MPHAHATHY AKICTE Ta cTA0INEHICTE, TaKKMM YWMHOM, NOCTIENEH] 384841 BMKOHaHI, METa poboTH gocArHyTa

Cnatin 23 — BucHOBKU



I'PA®IYHA YACTHUHA



Character

Weapons[] CharacterWeapons

Character Controller

Move()

Fire()
NextWeapon()
PrevWeapon()

f 'y f

I

Jump()
PushWidget()

|

Movement Component

CalcVelocity()
ApplyVelocityBraking()
DoJump()
ShouldCatchAir()

Health Component

float MaxHealth
float CurrentHealth

SetHealth()
GetHealth()

Weapon

int AmmoPerClip
int MaxAmmo
Meshlp
Mesh3p

OnEquip()
OnUnEquip()
OnEnterinventory()
OnLeavelnventory()
Fire()

Ul layout

GameStack
GameMenuStack
Modal Stack

Multiplayer Plugin

CreateSession()
JoinSession()
FindSessions()
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Connect to server

Request connect

Load Level

Input fire button

e

Leve |

A

Send Confirm

Move after request

—

Input move button

Request Fire

—

Change position

= Local Character

Reguest fire

Fire after request

P Server Instance '

from Server

character

H

Request fire on server

Change positiony™ Server Character

Request move on server
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Engine logic

A 4

{Physxal engine—

Input processing
and delegation to

Call the move logic
locally

Replication logic

1+—Input—>p
the controller >
Al A2
b J
v v
Call the move logic Call the logic of
on server »  movementin
other players
A2 A4
EN &
Engine
Player Server Replication System
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CYITPOBIJIHI JOKYMEHTH





















