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BCTVII

AKTyaJIbHICTh TeMH. Irpy CynpoOBOKYIOTH JIIOJICTBO 3 JIaBHIX 4aciB. TUIbKH
icHyBayid B pi3HUX (popmax. B nHam yac HaOynum momynspHICTH Bifeoirpu. Irposa
IHIYCTpisS — OJHA 3 MIBHIKO3POCTAIOUNX Ta MPUOYTKOBUX. AJie po3poOKa irop 1e He
TUIBKK 3apo0ITOK, 11€, HacamIepel, po3Bara, sika BIIMBae Ha colliyM. Komm’rorepHi
ITpU CTaJIM AyXKe BAXKIMBUM €JIEMEHTOM Cy4acHOI KyJIbTYpH.

Big ManeHpKkHUX MpocTUX IUIaTGopMepiB B IFPOBHUX aBTOMaTax  BIJAEOITpH
MEePETBOPUITUCH HA SIKICHI BUCOKOOIOKETHI KOMIT 10TepHi irpu. B 2020 porii 6:113bK0
35 MpolEHTIB JIOJIEW MpUBEpHYJA JIOJAEH 10 I1HAYCTpli irop. SKIIO Jr0JWHA HE
npuiiMae y4yacTi B caMoOi I'pH, ajle BOHA MO’K€ CIIOCTEPIraTH 3a TPOIO 1HIIUX I'PaBLIB,
TOOTO OyTH YYaCHHKOM K10€pCHOPTY.

3 KOXXHHUM POKOM KUIbKICTh KOPHUCTYBayiB TUIbKH 3pOcTa€e. ToMy € MOMUT Ha
CTBOPEHHSI 1 BUITYCK HOBHUX 1rop, sIK1 O BIAMOBIIajid OTpedaM CyCHUIbCTBA.

Mertor gociaizxeHHs 6akaiaBpChbKOi poOOTH € po3poOKa KOMII IOTEPHOI IpH 3
peanizali€ero MexaHi3My aJlanTaiii.

3amayamm 6akanaBpCchKOi poOOTH €:

—OIJISIZT ICHYIOUHX peajizalliil NoI0HUX Nporpam;

—MpoaHaNi3yBaTl MPEeIMETHY 00JIacTh KOMIT IOTEPHUX 1r0p, iX pi3HOBU/IH,

—OIJISI/T Ta aHAJI3 ICHYIOYUX alalTalliHUX alrOpPUTMIB;

—BUBYUTU ICHYIOYl CydYacHI I1HCTPYMEHTH Ta TEXHOJIOTii  pO3pOOKHU
KOMIT FOTEPHUX ITOP, K1 BUKOPUCTOBYIOTHCS TIPH 1X PO3POOITL;

—pO3pOOUTH KOMIT'IOTEPHY I[Py B JKaHpl «IIyTe€p B TPEThOi OcoOm», He
TOJIOBHUM 3aBJIaHHSM IpaBlisl OyJie 3HULUTH CYTIPOTUBHUKIB 3a IEBHY KIJIbKICTh Yacy.

00’exToM n0ciiaKeHHs1 0aKaaaBpChbKOi poOOTH € peasizallisi KOMIT F0TEpHOI IpU
3a JIOTIOMOT'O0 ITPOBOTO JIBUKKA.

[Ipeamerom pochaigxkeHHs € METOAM peaiizaiii MeXaHi3My ajanTaiii Ta
KOMIT' FOTE€pHA I'pa B YaHpI LIyTep BiJl TpeThoi ocodu. Lle rpa, ne rpasiio nmoTpioHO

BIJICTPUTIOBATH CYIIPOTHMBHHUKIB 3a TIEBHUH Yac.
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MeToau gocaigkeHHs. AHa3 Ta NOPIBHIAHHS 1HGOpMaILlii 3 IHTepHET-MEepPEeKi Ta
JTITEPATYpPHUX JKEPEIT.
[IpakTuyHe 3HAYEHHSI O/epPKAHMX pe3yabTaTtiB. OTpuUMaHi pe3yJabTaTH
MOKYTh OyTH BUKOPUCTaHI JIJIsl BAOCKOHAJICHHS MOAI0HUX KOMIT IOTEPHUX MPOTpam.
PesyabTar podoTu:
— TIPOBEJCHO aHaji3 ICHYIOUHUX METO/IB /10 pPO3POOKH KOMIT FOTEPHOI I'pH B JKaHPI
Iy Tep;
— T1o0y/I0BaHa JIOT1Ka IrPOBOI0 IITYYHOI'O 1HTEJIEKTY Ha OCHOBI IEPEB1 MMOBEIIHKH,
— po3polJieHa KOMIT'IOTEpHA Tpa B JKaHpl MIyTep BIiJ TPEThbOi 0ocodu 3
peasizoBaHUM MEXaHI13MOM aJlalTarlii.
bakanaBpchka poboTa CKIIaTa€eThCsi 31 BCTYIMY, TPhOX PO3MLIIB, BUCHOBKIB,
CIUCKY BUKOPUCTAHUX MOCWIAHD 13 28 HalilMeHyBaHb, 48 pUCYHKIB. 3arajJbHUN 00CsT

po0oTH CTaHOBUTH 48 CTOPIHOK.



PO3/IIT 1
OTJISI] CTAHY TIMTAHHS TA IETAJII3ALIS 3AJIAY PO3POBKU

1.1 AHaJIi3 KOMII'IOTePHUX irop siKk 00’ €KTY A0CJIiKeHHSI

Bineorpa — e rpa, A BUKOPUCTAHHS SIKOT BUKOPUCTOBYBAIIUCH Ay 110BI3yalbHi
3aco0U I CTBOPEHHS BIPTYalbHOTO CEPEIOBUIIA, B IKOMY IpaBellb MOXKE IPaTH.

Bigeoirpu HadmomysipHIIIMK criocid po3Baru Ta BianoyuHKy. Ile BTeua BiA
peasibHOTO CBITY, X04a O Ha JIEAKHI Yac, Ta MOPUHYTH B 3aXOILUTIOI0YHH «BIPTyaIbHUNA
Bceecit». [2] Bineoirpu ke nepecranu OyTH ApIOHUYKAMH, SIKI TAKMMH BBa)KaJIHCh
Ha TOYATKy CBOTO 3apOKEHHSA, a MEPETBOPHIMCH HA OKPEMUU BHJI MUCTEITBA, 3
BEJIMYE3HOIO KUIbKICTIO IAHYBaJIbHUKIB.

Irpu cynmpoBOXKYIOTH JIFOACTBO Ha MPOTs31 yChOro MOro icHyBaHHs. CroyaTky
OyJIM CIIOPTHBHI, TIOTIM CJIOBECHI, IMi3Hillle HACTUIBHI [6]

3 PO3BUTKOM EJICKTPOHIKH 3’ SIBHJIMCH KOMIT FOTepHa irpu [7].

[lepura Bineorpa Oyna ctBopeHa B 1958 pori, (izukom Yimesimom XiriHOOTEM.
BiH XOTIB CTBOpUTH I1HTEpPaKTUBHHMI crocid B3aeMoaii BiABiAyBauiB HaykoBoi
nabopatopii bpykxeiiBena. I'pa «Tenic s 1BOX» cTajga TOAI NPOPUBOM B
nabopatopli. Benmka KIIbKICTh BiJBiAyBauiB XOTUIM IOrpaTd B TIpy, fAKa TOI
BUTJIsJIaia, IK TOHKI CHHI JIIHIT Ha MaJe€HbKOMY €KpaHi ocuuiiorpady. Ase me 0yso
I0Ch HE3BUYHE HA TOM Yac 1 BUKJIMKAJIO HEaOHMsKy XBWIIO 1HTEpPEeCy J0 HOBOI
PO3pPOOKHU.

Komn’rotepHa rpa — e KOMIT'IOTEpHA Mporpama, sika HamucaHa Ha MOBI
porpaMyBaHHs, 3 BAKOPUCTAaHHSAM irpoBOro ABUTyHa. [1]

Ha choroaHimiHii yac KOMIT IOTEpHA Irpy HOJIISIOTHCS Ha pi3HI KaTeropii, ado 3a
JKaHpaMHM, 3aJIe’)KHO BijJ TOTO, SIK TpaBIli B3a€MOJIIOTh 3 T'POO: KIJIBKICTh T'PaBIIiB,
CIocOOM B3a€MO/I1T IPaBIIiB, TUM MIATHOPMHU.

JKanp Bizeoirop — e Kareropis irop, 3i CXOKUMHU XapaKTEPUCTUKAMHU ITPOBOTO

npoiiecy. JKaHp BiieorpH 3aJIEKUTH BiJl TOTO, SIK TPABEIlh B3aEMOJIIE B ITPOBOMY CBITI.
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Tun miargopmu: Ha IrpOBOMY aBTOMaTi, Opay3epHa Ipa, MOOUIbHI 1rpH, IJIs
ITpOBHX KOHCOJIEH Ta IEPCOHATBHUX KOMIT FOTEpiB [4].

Kinekicte rpaBimiB: omamHouna rpa (Singleplayer), cmigpHa rpa Ha OZHOMY
npuctpoi (splitscreen), mst Benmkoi kimbkocTi rpaBmiB (Multiplayer), ormaiin rpa mis
nexinpkox mpuctpois (MMO).

I'padiune 300pakeHHs: ABOMIpHA rpadika, TpUBHUMIpHA Tpadika, BipTyalbHA
peaibHICTh, TIONOBHEHA PEANIbHICTh, B MEPIoi 0coOu, BiJ TPEThOi 0coOu.

Ha TenepimHiit yac HeMae YiTKOTO Ta OJHO3HAYHOTO PO3IMOALTY KOMIT FOTEPHUX
Irop 10 SIKOroch OJMHOTO >kaHpy. OnHa rpa MOXke MOEJIHYBAaTU B €001 XapaKTepHi
O3HAKH JIEKUIBKOX PI3HUX >kaHpIB. TOMy, 00 MaTu SIKECh KOHKPETHE YSBJICHHS IIPO
BHUJI TPHU, YKaHPH Ir0p TAKOX MOAUISIOTHCS Ha TiKaHpH [7].

Krnacudikarmisg irop 3a >xaHpamu Ta MiKaHpaMu:

a) action - e irpu, B SIKMX TPaBellb 3HAXOAUTHCS B LICHTPI il 3 Gi3UIHUMHU
BUINPOOYBAHHIMH, SIKI MOTPIOHO MOJIOJIATH.

Yepes Te, 1110 B Il IFPU MOKHA MIBUJKO MOYATH I'PATH, BOHU J0CI 3AJTUIIIAIOTHCS
HaWUTOMYJISIPHILIIMMH CepeJl TPaBIIiB.

- iaTgpopMep — MepcoHaXx B3aeMojie 3 miargopmamMu, To0TO Oirae, crpuoae,
najae, yBech 4ac irpoBOro Mporiecy.

Hanpukitan, Super Mario Bros. ra Donkey Kong.

- IIyTep — BUKOPHUCTaHHs 30pOi IPOTH CYIIPOTUBHHUKA.

[lyTepu moaISAIOTHCS HA TaKl MHKAHPU:

1) lyrep Big nepmioi ocodu (First-person Shooter, FPS) — rpasenp
3HaXOJIUTKCS, HIONTO Ha Micili iepcoHaxka. Hanpukian, Doom, Counter-Strike Ta Call
of Duty.

2) IyTep Bix Tperhoi ocodu (Third-person Shooter, TPS) — rpasers 6aunTth
nepcoHaka 3 00Ky (3a3Buuaii 3-3a criuuu). Hampukan, Fortnite, Max Payne ta Pubg,
Grand Theft Auto 5.

3) [IyTep 3 BUIOM 3BepXy — I'paBellb OAUUThH IrPOBHI MPOIEC HAJ TOJIOBOIO

nepconaxa. Hanpuknan, Diablo ta Fallout.
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- (haiTIHT — rpa-MOEIUHOK, JIe MOTPIOHO OUTHUCS, 3a3BUYAM, PYKOTIAIITHUM OO€EM.
B takux irpax € BuOip mepcoHa)ka 3 MEBHUM YHIKaJIbHUM THIOM Ooro. Hampukmnan,
Mortal Combat ta Super Smash Bros.

- Oiiikn — mepcoHak 0’€ThCs 3 MOTOKOM CymnpoTWBHHKIB. Hampukiam, Double
Dragon ta Teenage Mutant Ninja Turtles 2.

- CTEJIC-IrPH — TPaBIll YHUKAIOTH BUSIBICHHS CBOE€T IPUCYTHOCTI CYTPOTHBHUKOM
Ta aTaKkyroTh pantoBo. Hanmpukiaa, Hitman 2: Blood Money, Batman: Arkham Asylum
ta Assassins Creed 2.

0) action-travel — kBecTH 3 mepenikoamu, siki Tpeda Mo0JaTH 32 JOMOMOT0IO
OTpUMaHOTO TIpeaMeTa. Lle Takoxk irpu, irpOBHiA KaHP SIKUX BAXKKO BUSBUTH.

- TPUTOAHUIIBKHI OOWOBUK — TpaBellb PO3B’SI3yE TOJOBOJOMKH, ayie OO0iB
HeOararo. Hanpuknan, The Legend of Zelda.

- BIDKMBAHHS B KOIIIMAapi — I'pa CIPHUSE BUKINKY XBIIFOBAHHS Ta HAIMPY KCHHS,
yepe3 300pakeHHs JKaxXJUBUX cIieH 3 KpoB’to. Hampukman, Resident Evil Village,
Little Nightmares 2 ta The Last of Us.

B) KBeCT (OpOAUIKM) — MEPCOHAX B3aEMOJIE 3 IHIIMMU MEPCOHAKAMU IS
BUPIIICHHS TOJI0BOJIOMOK 3 Tiakaskamu. Hampukian, Minecraft ra Machinarium.

I') POJIbOBI— ITpH, B IKMM NEPEBaXKHO (paHTa31liHE OTOUYEHHS.

- MacoBl pOJIbOBI OHJIAWH-ITPH, pO3paxoBaHl Ha OaraTo KOPUCTYBayiB
(MMORPG) - B3aeMoisi BEIMKOI KUIBKOCTI TI'paBIiB B OJHINH Ipi, 3 MOCTIHHO
icHytounm irpoBum cBitom. Hanpuknan, World of Warcraft ta The Elder Scrolls.

J) CUMYJISIIIIAHI — IMITaIllsd peaqbHOTo CBITY (a0 BUTamaHOTro), JUIs IMiTailii
peanbHOi cUTyaIlli.

- MicTonoOy1yBaHHs — M0Oy10Ba Ta yrpasiaiHas MictoM. Hampukiaz, Tropico 1-
5, Cities: Skylines.

- MOJICTIIOBAHHS JKUTTS — YIPABISHHS BIPTYaJbHUM JKUTTSAM IEPCOHAXKA.
Hanpuknan, Sims 1-4, Youtubers Life Ta Spore.

- TPAHCIIOPTHOTO 3aC00Y — MEPEBAKHO CTBOPIOIOTHCS JIJIsl HABUAHHS YIIPABIIHHIO
TPAHCIIOPTOM JIJIs peanibHOro *uTTA. Hampukiaza, Farming Simulator.

e) cTpaterii — OCHOBaHI Ha TPAJAMIIHHUX HACTUILHHX Irpax.
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- cTparteris B peanbHOMY Yaci (RTS) — 36ip Ta miATpuMKa pecypciB, 115 PO3BUTKY
OorioBux onuuuik. Hanpukman, Age of Empires.

1.2 Oco61uBOCTI KOMII’IOTEPHUX irOp B *KaHPi HIyTep

1.2.1 Knacudgikauisi mryrepis

lyTtep — rpaBii BUKOPUCTOBYIOTH 30pOI0 Ui 3HUIICHHS CYNPOTUBHHKIB. B
TaKuX irpax moTpioHa IMBHUIKA PEaAKITis.

1) Hlytep Big mepmoi ocodu (First-person Shooter, FPS) — rpasenp
3HAaXOUTKCS, HIONTO Ha Micii iepcoHaxka. Hanpukian, Doom, Counter-Strike Ta Call
of Duty.

IcTopis mosiBu mepmmx FPS moumnaerbes Hamouatky 1970 pokis. Ileprioro
cupoboto ctBoputd FPS moxHa BBaxkatm Tpy, B SIKiM JCKIJIbKa TPaBIiB MOIJIU
NepeMIITyBaTUCh 10 TPUBUMIPHOMY JTAOIPUHTY Ha OJIHY KIITUHKY 32 pa3, Ta CTPUIATH
B 1HIIMX rpaBuiB (y BUrIsAl wapis). s po3poOka Oyiia BUIIOBHEHA B IOCHITHULIBKOMY
neatpi NASA Ames Research Center na xomm’rorepi Maze War B 1973 porii,
po3poorukom Criom Ko [8].

SpySim («Kocwmiunuit cumyssitop») 3’sBuBcss Ha komir totepi PLATO B 1974
potii. B rpi rpaBifto noTpiOHO KepyBaTH KOCMIYHUM KOpaOJieM .

B3arani icTopist Oyp-sK01 BiJIeOTpY MOUYMHAETHCS 3 apKaJHUX aBToMaTiB. Toxl,
Ha nouatky 1980-x pokiB 11e OyB, Hall€eBHO, UM HE €IMHUM CIIOCIO MOTpaTH B BIEOTPY.

[Mepmoro apkamHoro rpoto FPS moxna BBaxkatu Battlezone 1980 poky. I'pasii
OIMHSIOTHCS HA CMEPTEJIbHUX I'YCEHULIAX IITYPMOBOTO TaHKY, IKMM MEPEMIILyETbCS B
OyIb-IKOMY HalpsIMKY, 1O TIOJIIO 3 TEOMETPUYHUMU (PITypaMu Ta BOPOTaMH.

[Ticns po3pobku Jlxonom Kapmakom konmemnii raycasting Catacomb 3D,
3MYIIYIOUM KOMIT IOTEp 300pa)kyBaTu Te, 110 I'paBellb MOKe OauyuTH, a HE BCe, 11O
3HAXOAMUTHCS HABKPYT'M HHOTO, TPUBUMIPHI ITPU CTAJIA HA HOBY CTYIIIHb PO3BUTKY. bo
10 po3pooku xxona Kapmaka, TpuBumMipHa rpadika BUKOPUCTOBYBAJIACh MEPEBAKHO
B CUMYJISITOpaxX MOJLOTY (aB1aCUMYJISITOP).

Kapmak po3poOuB mpocTuil TpUBUMIPHUN ITPOBUM JBUTYH, B SAKOMY IS
BiJIOOpa)KEHHS CYNMPOTHUBHUKIB BUKOPHUCTOBYBAJIUCH aHIMAIlIHI ABYMIpHI CIIpaTh —

rpadiyHi 00’€KTi B KOMIT IOT€pHIM rpadirri.
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B 1992 poui 3’sBaserscs Wolfenstein 3D. B rpi rpasui Oiin mepemiiieHi B
roJIOBY ImioHa YinesiMa biaackoBuua, sikuii BOMBaB B TIOPbMI HalIMCTIB. Po3poOHuKH
JIxon Pomepo u JIxxon Kapmak, 3 auzaiinepom Tom XoJT TaKUM YHHOM CTBOPHIIH
HOBHH aHp, ToOTO poobpas cyyacHoro FPS.

[Ticns yenixy Wolfenstein 3D , Oyso BupimieHo po3poOisTa Tpy, ska Oyjae mie
MacmiTaOHime Ta crpamHime. Ha irpoBomy nBuwxky Jlxona Kapmaka, 3
BukopuctanasM Hovertank 3D (s penaepinra) ra Catacomb 3D ( st BioOpakeHHsI
TEKCTYp Ha MOBEPXHI), 3 17ic€r0 BOUBATH JEMOHIB, 3’ siBHiIach rpa DOOM.

[lepmmii mrytep BiJl HepIioi ocoOM 3 BUKOPUCTAHHSM TPUBUMIPHOI rpadiku
DOOM 3’sBuBcs B 1993 porti.

[ytep Gun Buster, sikuii 3°siBuBcs B ouH pik 3 DOOM, 0yB niepium FPS, sikuit
KepyBaBCsl 32 JOTIOMOTOI0 DKOMCTHKA i PyXy 3 30pOo€ro ISl TPUIIIIIOBAHHSA Ta
CTPLILOU.

B 1996 poui 3’siBisieThest Quake. I'pa, B sikiid irpoBe cepeIoBHIIE 0YJI0 MOBHICTIO
TPUBUMIPDHUM 3 KOHIEINIIEI «CTPUOKIB Ha pakerax», NOpU SKOI Trpasll
MEePEMIIIYIOTHCS B TTOBITPS IPH BUOYX1BKH 30pOi.

B 1998 pomi komnanist Epic Bumyckae rpy Unreal, sika Oyna moOymoBaHa Ha
irpoBomy aeuryni Unreal. B moganbiioMy irpoBuii IBHKOK MEPETBOPUBCS B
HAIUHIITY Iporpamy sl pO3poOKH irop.

B 1999 poui 3’sBisieTbest rpa Counter-Strike. B Hiil TepopHcTH-CYyTIPOTHBHUKH
OOpIOTHCSI OJIMH 3 OJHUM. Te, IO BIAPI3HSIO 1[I0 TPy BijA 1HIIMX, OyJia BIACYTHICTh
BIIPOJKEHHS Ticisl BOMBCTBA. TOOTO, TpaBellb BXXKE HE MIT IIOBEPHYTHUCH B TPY, MTOKH
HE 3aKIHUMTHCSI TOTOYHUY payH. Tomy uepes TaKy MosiBy 3MaraHHs, rpa cTana JyKe
MOMYJISIPHOO CepeT TPABIIIB.

[Ticns DOOM, ctBopenoro Ha irpoBoMy aBuryHi Jlxona Kapmaka, iHmn
PO3pOOHMKH CTBOPWIM CBOi TPUBUMIPHI ITPOBI JABUTYHH, SIKI BOHM O MOTJIHU
BUKOPUCTOBYBATH TTOBTOPHO.

B 2000 pomi Bmepiie Oyia BumyineHa rpa FPS (myrep Bim mepinoi ocoOwm)
TimeSplitter mst koncoui PlayStation 2. Ileii mryrep MaB peaakTop piBHIB, BBEICHHS

SKOTO B CKJIaJ TpH, JAaJ0 il OUIbIIEe MOXKIUBOCTEH JIJIsl IPOXOIKEHHS.
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I'pa Far Cry, ska 3’sBuiack B 2004 pori, Ha irpoBomy asuryHi CryEngine, Oyna
3 BUCOKOIO SIKICTIO PEasliCTUYHOI rpadiki.

2) [IyTep Big Tpethoi ocobu (Third-person Shooter, TPS).

[Mepuri irpu sxanpy TPS 3’sBunuck Ha nouatky 1980-x pokis. I'py, Ae moTpiOHO
CTPLISTH Ta EPCOHAX MPUCYTHI HAa €KpaHi, MOKHA BBaxaTtu FPS. Ane Burmsn 33amay
nepcoHa)ka OyB HEMOIIMPEHUH 70 MOSBU TPUBUMIPHOI rpadiky.

B irpax TPS rpasens cniocrepirae 3a gisiMu cBOTO mepcoHaxa [9].

€ nekiabKa TUITIB PO3MIIICHHS KaMep I CTBOPEHHS BUTy clieHu | PS.

1) 3adikcoBaHl KamepH, MOJOKEHHS SKUX TpaBellb HiK HE MOXKE 3MIHUTH.
B panHiX irpax npuiioM po3mimieHHs (J1IKCOBAaHUX KaMep 7151 CTBOPEHHS HAIIPYKEHOTO
CTaHy CIICHH.

2) CaiaxyBaHHs KaMepH 3a MEPCOHAXKEM, B TOM MOMEHT KOJIH BiH PyXa€ThCA.

3) [nTepakTHBHI KaMepu CIIAKYIOTh 32 MEPCOHAXKEM, aje JaloTh 3MOTY
KEpYyBaTH MOJIO)KEHHAM KaMepH.

B cyyacHux irpax BUKOPUCTOBYIOTHCS IIEPEBAKHO THTEPAKTUBHI KaMEPH.

B sxanpi myrepa Big nepiioi ocoou (FPS) rpasiio maerbes 30post Ta Ta€eThes
3aBlaHHs BOWTH CYNPOTUBHUKIB. B Trpl mnepeBakHa KUIBKICTh ITPOBOTO 4Yacy
BIJITA€THCS OOSIM 3 BUKOPUCTAHHSM PI3HUX TUIIIB 30pOi.

B kaHpi mytepa Bim Tpetboi ocodu (TPS) Takox, sik i B FPS Gararo uacy
BIJIJTA€ThCS  BIJCTPUIIOBAHHIO CYIPOTUBHHKIB. AJie MNPULIUTIOBAHHS MOXE OYyTH
yCKJaJHEHE TOMY, L0 MEPCOHaX TIpaBls ab0 MpeIMeTH B I'pl MOXKYTh 3aBa)kaTu
OTJISIAY JIOKAITi TPU.

1.2.2 IrpoBa MexaHika B mryrepi

IrpoBa mexanika — 1e¢ HaOlp TpaBWi Ta CHOCOO0IB, 3a JOMOMOTON SKHUX
peanizyeThCsl BIpTyalibHa B3a€MOJisl I'paBlsl Ta Tpu. IrpoBl MexaHIKH (HOPMYIOThH
peautizaliito irpoBoro mportiecy B rpi [11].

ba3oBi eleMeHTH irpoBOi MexaHiku [12].

o Mexanika

o [ToBTOpEHHS

o 3MiHA
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B myrepax € Benuka KUIbKICTh irpoBux mexadik. Ile Oir, ctpubku, cTpinnda,
3MiHa 30poi, CMEPTh.

To6To, 1110 Oy/1e Bi10yBaTHCS 3 00’ €KTaMM I'PH, B 3JIEKHOCTI BiJ A1 HAJ HUMHU.

["onoBHUIT TIEpCOHAX Ma€e MEXaHIKW: XOJIUTH, CTpHOATH, OIraTH, BUKOPUCTAHHS
30poi, MpeaMETIB.

Cyr[pOTI/IBHI/IK Ma€ MEXaHIKH: XOOUTH, ATAKYBATHU IICPCOHAXKA.

¢ Movement — nmepemilieHHs B IPOCTPAHCTBI
o Jumping — cTpubku

® Rotation — noBepTanHs

o Targeting — mpuItiIFOBaHHS

e Shooting — mocTpis B 11iJb.

o Temporary — 3MiHa yacy

o Act — 3MiHa cTaHy ITPOBOTO CEpPEOBUIIA

@ Collect — 30ip pecypcis

o Reduction — 3MeHIIICHHS PO3MIpY KHUTTS, KUTBKOCTI 090K

o Elimination — 3HuIeHHS (CMEPTh) 00’ €KTa

1.2.3. IIpoGJieMmu Ta HeAOTiKM B IIIyTepax

[yTepun, Tak caMoO SK 1HIII BIJI€OITPU, HE YHUKAIOTH MPOOJIEM 3 IIBUAKOLL
IrPOBOT0 MPOIIeCY YHUKAKOUHW 3001 Ta migBucanHsa. Hampukiia i, SKImo nryTep 3 KIeHT-
CEpBEPHOI0 B3aEMOJIEI0, TOII BUHUKAIOTh HEJIOMIKH Yepe3 MOTaHnui 3B’ 30K B MEPEXKi
1 11e MO’K€ BIUIMHYTH Ha BIATYK T'PH.

B3zaraui, mrytep notpe0Oye BEIMKUX amapaTHUX MOXIIMBOCTEW MPUCTPOO. byab
TO MEPCOHATBLHUN KOMIT'I0TEp a00 MOOUIbHMI mpucTpii. Big mporo Oyjae 3anexaru
IIBUKOMIS TP Ta SKICTh rpadiki.

1.3 Cneuudikanisi 3a1a4 po3pooku

Po3po0Oka rpu ckiiaiaeTbes 3 JEKIIBKOX OCHOBHUX €TaIliB.

1. [TinroroBka

2 Preproduction
3. Production
4

Penis
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Ha erami nmiaroroBku dopmyeThes i1est rpu. ToOTo, i onuc:

O

O

O

O

THUTI TIATGOPMH, TS TKOT pOOUTHCS Tpa

KaHP

irpoBuil mpocTip (0TOYEHHS B T'pi), Ae Oyae TPOXOIUTH MPOLIEC TPU
OIIHC TIPABUJI TPU

300pakeHHs MojieJiel 00’ €KTIB

OCHOBHI MEXaHIKHU

LTI TPaBIS

Ha erami preproduction cTBOprO€ThCs KOHCENT (JIOKyMeHTaIlio) rpu. To0To 1e

300pakeHHsl TOro, Sk Oyae BHUIJIsSAaTH Tpa micid po3poOku. Ha mpomy erami

OIMUCYETHCS CYyTh TPH, KIIOYOB1 €JIEMEHTH Ta Jii, iK1 MOTPEOYIOTHCS B1J] TPABIIS.

ETam production — e mportiec po3poOKH TpH.

Peni3 — ne ¢piHanpHuil eTan, Ha IKOMY rpa NPOXOAUTh TECTYBaHHS, ONTUMI3alll0

T1J] Pi3H1 TUTIU TUIATPOPM.

3 TEeXHIYHOI TOYKHU 30pY I'pa CKIAIAE€THCA 3 TAKUX YACTUH:

1.

2
3
4.
3)
6
7

Jlorika rpu

['padixa

[HTepdeiic

Kaptu rpu

di3uKa IrpoBOro CBITY
3BYyK

30epexeHHs Ta 00poOKa TaHUX (SIKIIO rpa KIIEHT-CEPBEPHA)

3aco0u po3po0OKH Ta pilIEHHS IPU CTBOPEHHI I'PU:

1.
2.
3.
4.

Jn3aiid rpu
Bu0ip miarpopmu
BuOip irpoBoro aBuryHa

Accetu rpu (pecypcu, 00’ €KTH)

BuOip irpoBoro qBuryHa Ba;KJIMBUI €Tar, TOMY IO 11€ TpOrpaMHe 3a0e3NeUeHHs,

K€ MICTUTh 0arato rOTOBUX PIIIEHb MOTPIOHUX B MPOIIECT PO3POOKU TPH, TaKi SK:
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peIaKkTop KapT, CUCTEMY IITYYHOTO 1HTEIEKTY. BHUOip irpoBOro ABUryHa 3ajaekKUTh BiJl

MOBH MPOTPaMyBaHHs, Ha sIKii OyJie MUCAaTUCh KOI.

BucroBku 10 po3ainy 1

IcTopis Bimeoirop He mepeBHUIyE 65 pokiB. AJie 3a Iei Yac irpoBa IHIYCTPis
3po0uJIa BEIUKUI CTPUOOK B CBOEMY PO3BHUTKY. Lle Bke HE IPOCTO po3Bara, a OKpeMui
BUJT MUCTEIITBA 3 BEIMUE3HOIO ayIUTOPIEI0 MAaHYBAIBHUKIB. 3’ IBHJIMCH IHCTPYMECHTH
PO3pOOKH, SIK1 JOTIOMArarTh ONITUMI3YBaTH MPOIEC BUPOOHMIITBA KOMIT FOTEPHHUX 1TOp
Ta JlaJd 3MOTY CTBOPIOBATU IIPHM HE TUIBKM BEJIMKUM KOMIAHISIM, ajieé TaKoX 1

HE3AJIEKHUM PO3POOHUKAM.
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PO3JI1JI 2
AJITOPUTM ®VHKI{IU I'PU 3 PEAJIIBALIIEIO MEXAHI3MA
AJTATITALUT

2.1 AnroputMu peasi3zauii irpoBoi MexaHiKu

IrpoBa mMexaHika — Iie MpaBuiIa, sIKI BU3HAYAIOTh MOBEIIHKY I'paBIlsd B rpi. B rpi
HE MOXe OyTH TUIBKM OfHA MexaHika. Lle, sk mpaBuio, KOMOIHAIlS 3 JMEKUTBKOX
I'POBUX MEXaHIK, SIKi BU3HAYAIOTh IMOBE/IIHKY TPaBIs, PIBEHb CKIaaHOCTI [14].

B mryTepi 11e MexaHiKu NepeMillieHHs, MPUILTY 30poi, BIAHOBICHHS 3J10POB’sl.

Jlorika MexaHiKM NepeMileHHs nepcoHaxa rpu (puc.2.1):

Jump_Start

Jump_Fall_Loop |

Jump_Recovery | |

Pucynok 2.1 — Jlorika pyxy nepconaxa B Blueprint

[Ipuknan komy, SIKUiA BIATOBIIa€ 32 IPUCKOPEHHS PyXY B rpi mytep (puc.2.2):

float USPlayCharacterMovementComponent: :GetMaxSpeed() const
{
const float MaxSpeed = Super::GetMaxSpeed();
const ASPlayCharacter* Player = Cast<ASPlayCharacter>(GetPawnOwner());
return Player && Player-> IsRunning() ? MaxSpeed * RunModifier :
MaxSpeed;

h

Pucynox 2.2 — Kox mexaniku 0iry mepcoHaxa
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2.2 CTparerii Ta aJropuTM NPUUAHATTS pillleHb B X01i TpH

B Bigeoirpax icHye eneMeHT NpUUHATTS pillieHb. [I[puiHATTS pillieHb MOB’3aHO
31 3MiHaMH, SIK1 TPAIISIOTHCS B iIrpOoBOMY CBITI. Hampukiasn, B nryTepi 1e IpuiHATTS
pIIlICHHSI CTOCOBHO TOTO, MOTPIOHO poOuTh mepe3apsnky 30poi ado mie Hi. SKmo
KUTBKICTh pecypciB 0OMeXeHa, TOi MOTPiOHO BUPILIUTH, K1 [ii TOTPIOHO 3pOOHUTH,
00 OTpUMAaTH BUTpalll, Ta He 3aruHyTH. L{e cTocyeThes sIK KUTBKOCTI 3apsiay 30poi,
Tak 1 KUTBKOCTI Yacy J10 KiHI TpH, a00 MPUOIMKEHHS CyTPOTHBHHKA.

B mrytepi BaxJIMBO MpUMaTH PIIICHHS, K1 3aJIe)KaTh BiJ] A1l CyIPOTUBHUKA.

3a anropuUTMU MPUUHATTS PIlIeHb B BiJICOIrpax BIAMOBIIAE ITPOBHUM IITYyUYHUN
iHTenekT [15]. LITy4Hmii iHTENEKT B BiZEOTpi BUKOPUCTOBYETHCS UISI CTBOPCHHS
MoJieNi ToBeAiHKM i HeirpoBux mnepcoHaxiB (NPC — non-player character).
CynpoTUBHUKM 31 IITYYHUM IHTEJIEKTOM MOTpIOHA JUIsl YCKJIAJHEHHS PIBHS TpH,
MOJICJIFOBAHHSI PI3HOI MOBEAIHKU PYXy Ta IFPOBHX CUTYallM, K1 3ajuexaTb Bl JIA
rpaBls. B Bijgeoirpax BUKOPUCTOBYIOTBHCSI TaKi METO/IH, SIK MOLIYK NUIAXY Ta JepeBa
pileHs, oo peani3yBaTd Al HEINPOBOTO NEPCOHA)Xa. ITpOBHM IITyYHHI 1HTEIEKT
BIJIPI3HSAETHCS BiJI «peajlbHOro», 00 HOro miaXiJ B BiJeoirpax peanizyeTbes s
IrpOBOTO IIPOLIECY B BIPTYyaJIbHOMY CEpEIOBHUILLI.

CTBOpEHHSI WITYYHOrO IHTEJEKTY JJI NMEPCOHaXIB a00 JJIsl 1HILKUX CTBOPIHb B
IIPOEKTI TPH 3MIACHIOETHCS 3@ JOITOMOTOI0 JIEKIIBKOX CUCTEM, SIK1 MPAIIOI0Th Pa3oM.

JlepeBo MOBENIHKH — 1€ JIEPEBO 1€PAPXIYHUX BY3JIB, SIKI KEPYIOTh MPOLECOM
MPUIHSATTS PillIeHb 00’ €KTa.

JlepeBo pillieHb CKIIATa€ThCs 3 JIMCTS Ta TJIOK:

- IUCTS — 11 KOMaH/I1, K1 KEpYIOTh 00’ €KTOM;

- TUIKK — TI€ Pi3HI TUIK BY3JiB, SIKI KEPYIOTh PYXOM IITYYHOTO 1HTEJIEKTY TIO
JnepeBaM, 00 JIOCTUTHYTH IOCJIOBHOCTI KOMaH[, SIKI HaWkpaiie OiIidayTh 10
MIeBHOT CUTYaITii.

Croci® peamizanli MOBEIIHKM B JI€PEBI BUKOHYETHCS CTBOPEHHSM YMOBHUX
MO3HAYEHb SIK CAMOCTIMHI BY3JM (JIEKOpATOpH), SIKI MPHUKPIIUIIOIOTHCS 10 1HIIOTO
By3ma[15]. Ilel crmoci® BiApI3HAETHCS BiA KIACHYHOTO, 3a SKHUM BY3JIH JIUCTS

PO3TAIIOBYIOTHCS Ha KIHIISIX TUIOK. ToOTO, yMOBa MOBEIIHKU HE TTOALISETHCS HA O1IbIII
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MaJIeHbKI T1JIKM, JliBa 4YaCTHHA SKUX TMoBeprae true abo false, moseprarounch, B
3aJIe)KHOCTI BiJl YMOBH, Ha PiBEHb BHIIIE 11O AEPEBY MOBEIIHKH.

Jlorika BMHUKAa€ThCS 3aJIeKHO BiJ TOAIN, dYepe3 JeKopatopu (BY3/H), SKi
0a3yI0ThCs Ha OJIIAX Ta Yepe3 JOCTYI MepeMIIeHHs 10 AePEBY JAai.

B rpi nepeBo noBeniHku OyayeThCs sl CYIPOTUBHUKIB.

JlepeBo MOBENIHKU CKJIAMAETHCS 3 OJHOTO KJacy, ajieé MoTpeldye TakoX JiBa
noroMixHi kmacu [16].

[Mepmuii Ki1ac — e Ki1ac came aepesa nmoseAinku Behavior Tree. JlepeBo MicTUTh
BY3JIM Ta TMOCIIJIOBHICTh BUKOHAaHHS BY3J1iB JepeBa. KoxkeH By3en MICTUTh B coO1
Bi3yaJIbHUM KJIac, IKUH MICUTh KOJI Ta BHYTPIlIHI (QyHKIII.

Koxxne nepeBo moBemiHku 00’ eaHyeThes 3 kimacom Blackboard, sikuit MicTuTh
3MiHHI JI7I1 BUKOPUCTAHHS JepeBa MoBeAiHKU. L{i 3MiHHI PO3MINIYIOTHCS B BY3JIH, B
SKOCTI apTYMEHTIB Ta BUKOPUCTOBYIOTHCS /I BUKOHAHHS JIOTIKH B TPi.

Hamnpukian, nns BimoOpaeHHs! JIOTIKU CTPUIHOU, BUKOPUCTOBYETHCS JIEPEBO

MoBeIIHKY (puc.2.3):

Selector

Fire

Find Enemy

Sequence Sequence Attack Random Roam

Change Weapon

Move To Move To

Pucynox 2.3 — JlepeBo moBeaIHKY TIEPCOHAXKA ISl BAKOHAHHS TTOCTPLTY

Bysmu nexopatopa 1€ yMOBHI BUpaXeHHS, sKi OOYMCIIOIOTH 3MiHHI Ta
NOBEPTAIOTh 3HaueHHs true ado false. Bysenm nexopartopa po3milryeTbcsi Ha By3ii

3aaa4i abo JIi€ SK yMOBa JIJIsl BY3JIiB, K1 PO3MIIIYIOThCS HIK4Ye. ToOTO, BiJ 3HaUCHHS
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true a6o false Bu3HauaeTbcs, YM MOXKE TPOJOBXKYBATHCh MEPEMIIICHHS BHU3 IO
HiAepeBy 3a1ad.

2.3 AjanraniidHi aJITOPUTMHU HA OCHOBI JlepeBa MOBEAIHKNI

B 1990-x pokax mounHar0Th BUKOPUCTOBYBATH IHCTPYMEHTH ITPOBOTO IITYYHOTO
IHTEJIeKTY, SKi MaroTh Ha3By KiHieBi aBromatu (finite-state machine) [15]. IMotim
3’BIIAIOThCA  AepeBa mnoBemainku (Behavior tree). BoHun BHKOPHCTOBYBAIHCH SIK
IHCTPYMEHT JJisi CTBOPEHHS MOJIEN TOBEIIHKH HEIrpoBOro mepcoHaxy. ['onoBHa
PI3HUII MDK KIHIIEBUM aBTOMAaTOM Ta JEpPEBOM IOBEIIHKH B TOMY, III0 B JICPEBI
MOBEJIHKA TOJIOBHUM € 3ajlada, a He MNOTOYHMM cTaH. Takoxk, depe3 OLIbIIY
3pO3YMUIICTh JepeBa MOBEIIHKM MEHIII CXWJIbHI JI0 TIOMUJIOK B peanizaiii. Tomy
qacTile iX BUKOPUCTOBYIOTh B pO3pOOIIl B1I€OIrop.

JlepeBo MOBEIIHKY — OpiI€HTOBAHMM altuKIigyHUH rpad [16].

[ToBeninka B rpi OynyeThCs 4epe3 peai3aliio Jiid HeIrpoBOro MepcoHaxa Ta

NPOCKTYBaHHS CTPYKTypH jaepera (puc.2.4):

1. Kinuesi By3nu gepesa — 11e Aii,
2. BHyTpimiHi By3/11 — 1€ TPUHHATTS PillICHHS HEITPOBOTO MEPCOHAXKA.
KIHIIEBHI ABTOMAT
cTaH A ctaa b
,..-——_‘—--u_\‘ — '/,——7 — /”____,_ — -*--._\\
@E;{ﬂﬂ@ G}rm\ {/nosmms | 7orma /)
P \_ j/ \“*-m__,_ w_ e e
‘ TTEPEBO TIOBEITHKH ‘
— - ._‘\
(  rmorma )
cTad A crad b

—

. e
/ oy
[ HOBEJIHKA | @BE,E[[%
N\ g
-~ —

Pucynok 2.4 — Pi3HuIls MK JBOMa METO/IaMHU ITPOBOTO IITYYHOTO 1HTEIEKTY
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[Ipu migxoai moOyyBaHHS MOJENTI MOBEAIHKUA KIHIIEBOIO aBTOMaTa, KOXXHOMY
are’ty (MEepCOHaXY) 3ICTABISIETHCS OaraTo CTaHIB, SKiI 3MIHIOIOTHCS TiJ] BIUTUBOM
30BHIIIHIX (akTopiB [17]. I B KOXKHOMY CTaHI BH3HAYA€THCSA IMOCHIIOBHICTh il 110
JOCATHEHHIO 11111, SIKa 3aKIHIY€ETHCS TIEPEMIIIICHHSIM areHTy B 1HIINI CTaH.

Maibke KO)KHa Tpa MICTUTh ITPOBHI IITyYHUH 1HTENEKT. BiH Kepye moBeaiHKOIO
ootiB. lle cymporuBHUKKM ab0 HaAMapHUKU B Tpi, IKUMH «Kepye» komm totep. Lle
nponucani iHCTpykKiii s 6oTiB NPC. B mux iHcTpykmisix s OOTiB HEIrpoBHX
MIePCOHAXIB OIKMCaHa MOBE/IHKA, SIK pearyBaTh Ha HAaBKOJIUIIIHIN irpOBUI CBIT.

Hampukiaz, Takuil allropuT™ MOBEIIHKH:

BoT (cynpoTHUBHUK) NATPYJIIOE€ TEPUTOPIIO, MOCTIHO MEPEMILIYIOYUCH BIJ TOUKH
A B Touky b. Ski1o 60T momivae rpaslisl, TOJI BAKOHYETHCS aJITOPUTM MOBEIIHKU. boT
Oyne arakyBaTd, abo crnpoOye cXOBaThCh, ab0 Oyae WTH 3a TIpaBUEM, TOOTO
MIEPEMIIIyBaTHCh IO KOOPAUHAT MiCLIE3HAXOIXKEHHS TPaBIIS.

[HCTpYKIIIT MOBEMIHKH 3aJIEXHO BiJl CUTYallli Oy yIOTh IepeBO MoBeiHKH. To0TO,
Mepexy, sika 00’ euye 3agavi-noriudi By3nu (if...then). [lumu 3agauamu € anropurmu
pearyBaHHsl Ha MOJII0 B IFPOBOMY IPOLIECI: aITOPUTMHU NEPEMILIEHHS, aJrOPUTMU
aTaKy.

MarteMaTtuyHa MOZENb AepeBa MOBEAIHKU. J[epeBO MOBENIHKHU 1€ TPU KOPTEXi
[20] (2.1.):

SN=" iz T\7 (2.1)
ne 1 € N - iHaeKc aepena, f; : R" — R" -nipaBa wactuHa piBHSHHS, At — 9ac KPOKY,
r; - R" — {R,S,F} — noBepHeHHs1 cTaHy sike nopiBHIOE Pobora (R), Ycmix (S),
Hesnmaua (F). Hexait o6iacts PoGorta (Ri), Ycmix (Si) Ta HeBmaua (Fi) Bigmosimae

PO3IOIIIY CTaHy, K¢ BU3Ha4YaeThes (2.2):
Ri={x: r;(X) =R}
Si= {x: r;(x)=S}
Fi= {x: rn(X)=F} (2.2)
Hexaii X = X(t) 1e cran yacy tx , ToJi BUKOHaHHS aepeBa pimeHHs Ti — pi3HUL

piBHsHB (2.3):
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X+ = fi(X),
tysr = e+ AL, (2.3)
[ToBepHeHHS CcTaHy 7; BUKOPHUCTOBYEMO MPU PEKYpPCIBHOMY 00’ €THAHHI JepeBa
pIlICHb.

JlepeBo MOBEIIHKH pealli3ye JAepeBO PillieHb HACTYIMHUM YHMHOM (puc.2.5):

True False N Todo when

False

Todo when
True

Todo when
False

@ Todo when
True

Pucynok 2.5 — ['eneparrist ;epeBa MOBEIIHKH 3 IepeBa PilllcHb

bazoBuMu Onoka JiepeBa pillieHb € TBEPIKEHHS «SIKIIO...TOAI. .. 1HaKIIe» (3J11Ba
(puc.2.5)), Ta moOyoBaHi B fepeBi moBeAiHKH (crpasa ((puc.2.5)) [18].
[Mpukmnan nepeBa MOBEMIHKMA [JIsl aTakd CYMNPOTHBHHUKA, SKE TMPEACTABIICHE

Ha01pOM BY3JIiB, sIKi po3TalroBaHi B aepesi (puc.2.6):

3HaH™M Bnii] MNpamysaTy|
& BHCTauae CynpoTHEHHE| CynpoTHBuM ATauysam I'-"_ pAany!
snopos’a? Aonomory napaa? He aranye? noxaun Ao noxayl

[

BigcTemmmm
CYNPOTHEHHEE

—
NPOTHBHHY| Vi sig,
nopag? YMIPOTHBHME

Pucynox 2.6 — Mopens nepeBa MoBeIIHKY aTaku CyMPOTUBHUKA

Hepeso nopeainku nourHaeTbest 3 ROOT By3i1a Ta 00poOIIOETHCS 3a I0TTOMOT0F0
nomyky B riuouny [18]. Lle BukoHaHHS MOBEAIHKH 3IIHCHIOETHCS Ha KOKHOMY KPOKY

IpoIiecy iIrpOBOro MITYYHOTO iHTENEKTY (puc.2.7).
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J171st mepeMillieHHs B IPOCTOP1 I'PU BUKOPUCTOBYETHCS CUCTEMA MEPEMILIEHHS IO
Hapiramiiaii citku — NavMesh (Navigation System). I{s nHaBiraris st irpoBoro
HITYYHOTO THTEJIEKTY BUKOPUCTOBYEThCS IS

—TepeMilieHHs 00TiB (CYIPOTUBHUKIB) 31 IITYYHUM 1HTEJIEKTOM 3a JIOIIOMOTOIO
¢ynkuii Move To;

—aBTOMAaTHYHE MIEPEeMIILIEHHs 10 BKa3aHoi Touku Target Point;

—TepeciiIyBaHHs rpaBIlsi 00TOM (CYIIPOTHBHUKOM);

—nepeMilieHHs] 00TIB M1 BEJIMKOIO KUIBKICTIO TOUOK MaTPYJIIOBaHHS;

—TMepeMillieHHs 00TIB M1 paHIOMHUMHU TOYKaMHU.

Taxox Ju1s HaBirarii Ha irpOBOMY TOJIi BUKOPHCTOBYEThCS crcteMa Environment
Quary System (EQS) [19]. Lls cucTtema 3anuTiB cepeIOBHIIA BiIAMOBIIAE 3a MOOYIOBY
CITKHM Ha IUIOIIWHI, JJIS:

— motryky 6ota (NPC);

— BUSIBJICHHSI OCTaHHBOI TOYKHU Ha JIOKAIIii, e 3HaXOAUBCS TIEPCOHAK.

Cucrema Ha OCHOBI pe3yJIbTaTIB 3alUTIB, Kl OTpUMaJia 3 CEPEIOBUILA ITPOBOI
JoKaIlli, mpuiiMae pimeHHs K aiatu. Hanpukian, e Moxke BUKOPUCTOBYBATUCH IS
3HaXO/I?KEHHSI CXOBHUIIIA IEPCOHAXKA Ta 37I0POB’ s, a00 MATPOHIB IJ1s1 30pPOi.

bor (CynpoTMBHUK), SIKH BUKOPUCTOBYE ITPOBHM INTYYHH 1HTENIEKT,
PaHIOMHUM YHHOM MEPEMIIITYETHCS MO IrPOBOMY TOJIIO, TIOKHU HE T00AYUTh MepCcoHaxa
rpaBus. Toai BukopuctoByeTbes EQS mist momryky micisi B CEpeqoBHINI TpH, SKE
Mocrpusie Kpairoi TOYKW OTJsiay Ha Bifactani. lle morpiOHO, Hampukiam, s
opraHizaiii JganekoOIMHOI aTakd, KOJHM IOTPIOHO 30epiraTd BIJACTaHb Bij
CYNpPOTUBHUKIB.

Ha irpoBomy momi EQS nipencrasisieTses sik KobopoBi chepu [20]:

— 3eneHi Ta 4epBOHi c(hepu BKa3ylOTh HAa PIBEHb BIAMOBITHOCTI J0 3aIlUTI;
— CuHi cdepu BKa3ylOTh Ha HEBAauy, IpH KA He OyB BIIIOpAHO pe3ysbTatr

3aIuTy.
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Pucynox 2.7 — Buxopucranus EQS B Unreal Engine

BucHoBKku 110 po3ainy 2

J111s po3poOKH Irpu B 3KaHPi IIyTep BiA TPeThoi 0ocoOn OyB oOpaHwmii anropuT™, Ha
KoMy 0a3yeThCsi MOOY10Ba JIOTIKU MOBEAIHKN CYIPOTHUBHUKIB — JIEPEBO MOBEIAIHKU.
Taxox Oynm po3rsstHyTI BHYTpimHI iHcTpymenTr Navigation System mis momryky
HUIAXY CYNPOTUBHUKA B JIOKALli [PU Ta JONOMDKHY IMiJICUCTEMY IITYYHOI'O IHTEJIEKTY
Environment Quary System, sika qormomarae mepcoHaXKy aHai3yBaTH MPOCTIp Ta MPH

3a/IaHUX 3HAYEHHSIX B1AOUpATH JIOKAIIT TPH, K1 MiIXOASATh HaUOUIbIIIE.
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PO3/11 3

[TIPOTPAMHA PEAJII3ALILSI KOMIT'IOTEPHOI I'PU 3 PEAJIIZALIIEIO
MEXAHI3MY AJTATITALII

3.1 ApxirekTypa i 0c00/MBOCTI 32c00iB pO3pOOKH

J1i1st po3poOKH KOMIT IOTEPHOI T'PU B JKaHpi IIyTep Bix TpeThoi ocodbu «Guns and
Enemies» BukxopucroByBamucs irposuid nemwkok Unreal Engine 4 [21], 06’exTHO-
OopieHTOBaHa MoOBa mporpamyBaHHs C++, Takok rpadiuHa MoBa MporpaMmyBaHHS
Blueprint, sixa 6a3yerbcst Ha C++ Ta BUKOPUCTOBYETHCS B irpoBomy jasuryni Unreal
Engine. Ta BHKOPUCTOBYETHCS IHTETPOBAHE CEPEIOBHUIINE PO3POOKH IPOrPaMHOTO
3abe3neueHns Microsoft penakrop xomy Visual Studio Code[22].

Unreal Engine 4 — irpoBuii «IBUXKOK» (HaOlp THCTPYMEHTIB JUIsi PO3POOKH irop),
SKUi OyB cTBopeHMH KommaHiero Epic Games. B 1998 pori Oyiia cTBopeHa rpa mytep
Big nepioi ocoon Unreal [23]. CriouaTky JBHKOK BUKOPHUCTOBYBAJIH JIJIsi CTBOPCHHS
HIyTepiB Bix mepimioi ocobu, asie HacTymHi Bepeii Unreal Engine BukopucToByBanm rnpu
po3poOi  irop pizHux xaHpiB — Qaitiar, MMROPG. Takox ABUXKOK
BUKOPUCTOBYETHCS B PEKJIaMi, KIHOIHYCTpli, apXiTEKTYpI.

[lepeBaru:

— BEJHUKA KUIbKICTh IHCTPYMEHTIB PO3POOKH;

— PO3BUHEHE CIIBTOBAPUCTBO YE€pe3 BEJIMKY KUIbKICTh PO3POOHMKIB, SIKI

KOPHUCTYIOTHCS JBIKKOM;
— BeJIMKa KUIBKICTh JOKYMEHTAIIli, aCeTiB, TIJIariHIB;
— TEeXMiATPUMKA MEXaHI3MYy OHOBJICHHS, TOCTIHHUN PO3BUTOK JBUKKA;
— CyMICHICTh Maiike 31 BciMa maaTdhopmamu, mounHatouu Bij [1K Ta koHCcomen
10 MOOUTBHUX mpucTpoiB Ta HTML5 [26];

— 3 Bepcii Unreal Engine 4 (2015) naBmwkok cTaB OE3KOMITOBHHM, ajic
pPO3pOOHUKH TTOBUHHI TiepefaBaTu 5% BiJ] BUPYUKH 3 TIPOJAXK] TpU KOMIAHI]
Epic Games, sikmo moxin nepesuirye 3000 gox [24];

— HU3BKUU TOPIT BXOMKEHHS, SKIIO OyB JO0CBiA pPoOOTH B TpadiyHUX

penaktopax po3pooku Unity3D, Maya [26].
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Henomxku:

- BUCOKa I1iHa JJIs aceTiB B o(imiiiHoMy Mara3uHi ABmkka AssetStore
Marketplace.

- motpebye Benukux pecypcin [1K.

3.2 Peasizaniss MoayJiiB rpu

3.2.1 Monyab «HanamryBaHHS POEKTY rpw»

U Unreal Project Browser

Project Settings

quivalent target platform,
her to create a Blueprint or C++ project. rin the Target Hardware =

Blueprint

Choose the performance characteristics of your project

No Starter Content

\ . . \ 5
< \1 .~ Chooseif real-time raytracing should be enabled in the new
project

Raytracing Disabled

Select a location for your pro

0@ a
D-AUE MasteryCourse\GunsAndEnemiesy - fl GunsAndEnemies

Folder Name

Create Project Cancel

Pucynok 3.1 — BikHo HanamtyBanb mpoekTy B penakropi Unreal Engine

[Tpu HamamTyBaHHs TPOEKTy Oysin 0OpaHi kareropis Games Ta mopoxHii madIoH
Blank (puc.3.1).

CrBoproemo ocHoBHmit C++ kjac B mpoekti rpu — GAEGameModeBase.

3arosoBouHi (aiiau posmiiorThes B mamii public, a C++ daiinu B mammi private
(puc.3.3—-3.4).



25

Add C++Class

U

Name Your New Game Mode Base

y contain alphanumeric charactes ot contain a space.

Enter a name for your n 5 Name
When you click the "Cre 0 h file and a source (.cpp) file will b

this name.

ShootEnemies (Runtime) - Private

Name SEGameModeBase
Choose Folder

Path D:/UE MasteryCourse/ShootEnemies/ShootEnemies/Source/ShootEnemies/Public/

Header File p:ul

Source File b

Greate Class Cancel

Pucynox 3.3 — Bikao ctBopenHst C++ kimacy

Event Dispatchers y 5
Component

Pucynok 3.4 — Bikno npescraBienns SkeletalMesh

L1z Monenb mepconaa Oyiia iMmrmoproBana 3 AssetStore[2]
2. https://www.unrealengine.com/marketplace/en-US/product/paragon-twinblast



https://www.unrealengine.com/marketplace/en-US/product/paragon-twinblast
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#. Components

SRACEPBIEnt

i BP_S acter (self)

48 C Component (CollisionCylinder) (Inherited)
owComponent (Arro )
t Mesh (CharacterMesh0) (Inherited)

“ § CharacterMovement (CharlMoveComp) (Inherited)

Pucynok 3.5 — CtBopenns Mesh nepconaxa

4 Mesh

TwinBlast_Electro. =

€ 0>

Skeletal Mesh

Skin Cache Usage 0 Array elements == (@

Pre/Post Skin Delt; 0 Array elements ==

Pucynok 3.6 — 3aBantakeHHs accety Mesh mepconaxa

[MIpu nonaBanni Mesh mepconaxy (puc.3.5-3.6), 3 HUM 3aBaHTAKYHOTHCS

TEKCTYypH MaTepiaiy, AKi HaKJIaJCeHI Ha MOJieIh nmepconaxa (puc.3.7 — 3.8).

4 Materials
= 1//_TB_HeadSh_Electriv
Element ( “ | ¢ 05
i
W% ™ V.TB.cont Electro
[ %) e« 0>

| .r4 ML_TB_Pisto_Electrol +
¥
= R
Bl Texiures |

TN MLTBAmms Eiectro
| « 0>

5
Vs

PP /.78 LoviBody_Elect >
Element 4 | € 02

Element 5

: S 1] _Twinblast_EyeRefiw

Element 6 ’ O

Pucynok 3.7 — Tekctypu Mesh nepconaxa
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?r"' 3 -\l MI_Human_Mouth  +

Element 7 1 ¢ O

A Textures v

M_HairSheet_Masteriw

Element 8 & D 2

4 M_EyelashMaster_Insw
Element 9 \ & O

s
Textures v
B

m M_TearDuct 2
Element 10 ! & 0

N
r‘ M_Eye_Occlusion -

€ D>

J Y
]

Element 11

Pucynok 3.8 — Texctypu Mesh nepconaxa

Ctoproemo kinacu GAEBaseCharacter ta GAEPlayerController.
| & C++Classes » GunsAndEnemies » Public » Player

T Filters ~ SRl WIENES

Pucynok 3.9 — CtBopeni kiacu GAECharacter ta GAEPlayerController

[1i kracu moTpiOHI, MO0 HAJIAIITOBYBATH aHIMAIIIFO TIEPCOHAXKA.

HanamrryBanns kamepu (CameraComponent)[25].

f Construction Scrip == Event Graph

Pucynok 3.10 - HanamryBanus kamepu



28

3.2.2 Moayasb «Peanizanis aniManii pyxy nepcoHamxa»

Jiis 06po0Oku pyxy B Unreal Engine BukopucroByeThest Input axis mapping. Le
MEXaHi3M JIJIs1 3pyYHOT0 B1IOOpakeHHsI BiceH 3 MOBEAIHKOIO BBO/IA, IIUISIXOM BCTAaBKH
piBHS HEMpPSMOTO 3BEPHEHHS MK MOBEIIHKOIO BBOJY Ta KIaBilllaMd, SKI HOTO
BUKJIUKAIOTh.

4 Axis Mappings ¥ T

F R MoveForward

S [ —— - S
ER I - S

CSrale IS "
TR T————

") \oveRight +
2o | Right b Scale

Pucynok 3.11 — HanamryBanas axis mappings nepcoHaxa

VYrpaBaiHHS epCOHaKEM, 3aJIe)KHO BiJ TOTO sIKMi Oyae INput (HaTvckaHHS Ha
KJIaBIITYy, PyX MUIIKK 200 HATUCKAaHHS Ha 11 KHOMKK). {1 HanamTyBaHHS IPOBOASTHCS
B Ki1aci mpoekty rpu GAEBaseCharacter.
void AGAEBaseCharacter::MoveForward(float Amount)

{
AddMovementinput(GetActorForwardVector(), Amount);
¥
void AGAEBaseCharacter::MoveRight(float Amount)
{
AddMovementinput(GetActorRightVector(), Amount);
¥

[ToBepTanHs KamMepu HABKOJIO TIEPCOHAXKA MPHU B3aEMOIT 3 MUTITKOI0. CTBOPIOEMO

axis mapping st KaMepH.
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F R SideTurns

F B LockingUp

Pucynok 3.12 — HanmamyBanHs axis mappings kamepu

Kox ynpaBniHHS MUIIKOIO TIPU TIOBEPTAHHI.

GAEBaseCharacter.cpp
void AGAEBaseCharacter::SideTurns(float Amount)

{
¥
void AGAEBaseCharacter::LookingUp(float Amount)
{

}

AddControllerYawlnput(Amount);

AddControllerPitchInput(Amount);

CtBOproeMo aHIMaI MepcoHaxka. [l IbOTO CTBOPIOETHCS KOMIIOHECHT

CharacterMovement. HanamryBansst animariii npoBoauthkest B Blueprints.
=< A 4 a :
+Add Component~ [ ( & o'r - 5 m :z "‘ > v >

ave Browse Find  Hide Unrelated Class Settings ~ Class Defaults  Simulation Play
f BP_SEBaseCharacter (self)
f Construction Scrip m= Event Graph
onent (Collis

453 EventGraph
© Event BeginPlay
O Event ActorBeginOverlap
© Event Tick

4Functions T +

¢ ConstructionScr ipt

Macros
Variables

Event Dispatchers

Pucynox 3.13 — AHimarlisi nepeMilieHHs mepcoHa)xa Ta yIpaBIiHHSI KaMepOoIo

PoGuMo 3Miny aHiMallil mepcoHaka 3ajIe’KHO BiJl HOTO MIBUIKOCTI.
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dyukmis Get Velocity moBeprae moTouHy MIBHAKICTh MEPCOHAXKA MO KOXKHIN 3
oceii XYZ. Tun noBepraemoro 3HauenHs F vector. l1{o6 orpumaru 3Ha4€HHS TOBXHHU
F BekTopa, Tpeda Bukopucratu ¢yHkiiito VectorLength.

®ynkmis Tick. Homa Print String BuBoiuTh BUKIUK (QYHKITIT HA €KPaH IPH.

[ Print String

1 String
Development.Only
v

7 =L NN
" [ VectorLength

@A Return Value @

o L LA W Return Value
J Get Velocity Float

Returns the length of the vector
Target [self]  ReturnValue @

1A +
4 [N (cnit: Walking
1 2 He [

Maintain Horizonta

Ignore Base Rotatic .

Pucynox 3.15 — BcTanoBnieHHs mapaMeTpiB MIBUIKOCTI PyXy MEPCOHAXKA
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= AnimGraph

Previewing REE, (gint)

LR o Ertion i disabled s mdd=]

" Output Pose

Play Walk_Fwd

” *‘ *Result
_

Pucynok 3.16 — BikHo 300pakeHHs aHiMallii X01b0u epCcoHaXka 3 3aJaHHOIO
HIBUIKICTIO

JI1si MOBUIBHOTO PyXy 31 CTaHy CIIOKOIO B CTaH LIBHJKOI XOAbOM CTBOPIOEMO

nonatkoBuii THI accety Blend Space.

Recently Placed
Basic
Lights i Empy
Cinematic

Empty
Visual Effects
Geometry Point

Volumes:

All Classes

|k Add/import - [ Save Al & - | % Content » Plz y

- T~ = i NN

© View Options =

Pucynox 3.17 — Bikno 3 Bubopom accera Blend Space
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1000

AadOIll o

Pucynok 3.18 — Bixno acceta BS_Movement

[e#t accer moTpiOeH JUIsl OBUTRHOCTI 3MIHU Bi OJHOI aHIMarli qo iHmoi. Bin
BUJIA€ IPOMIKHUHM pe3yIbTaT MK aHIMAIITHIMH [TO3aMHU.

B BikHi axis settings 3sMiHIOEMO HIBUAKICTh

4 Axis Settings
4 Horizental Ay

Name

Interpolation Averjl_ged I[ﬂﬂpiaﬁm"

Pucynok 3.19 — 3mina mBuaKOCTI B BikHI axis settings

B animariitnomy BikHi Blueprint wHamaromkyemMo 3B’SI3KM MK 3MIiHHOKO
mBuakocTi Velocity ta acerom BS_Movement.
Hona Try Get Pawn Owner moBepTae TOCHIaHHS Ha IMOTOYHE 3HAYCHHS

BaseCharacter. VectorLenght — BexTop mBuakocTi



m= Event Graph = AnimGraph

| €

& Event Blueprint Update Animation L .
» >

Delta Time X O @ Velocity

SET
D

I J VectorLength
®A Return Value @

J Get Velocity
Target is Act
Target Return Value @
J Try Get Pawn Owner

Target \TlrJ Return Value

Pucynok 3.20 — BikHO 3MiHM HaJamTyBaHb aHIMAIlli IBUIKOCTI

Jliis noyaBaHHs aHiMarlii ctpuoka ctBoproemo Action Mappings — Jump

4 Action Mappings 4= i@

| N

Pucynox 3.21 — BikHo nojaBaHHs KJIaBilM CTpuOKa Space

CtBoproemo Binding. [IporpamMyeMo KoJI JIOTiKH CTpUOKA.

B knaci GAEBaseCharacter.cpp B ¢pyHKIIii po3MILIFOEMO KO B PYHKIIII:

void AGAEBaseCharacter::SetupPlayerIinputComponent(UInputComponent™
PlayerInputComponent)

Hanamryemo animariito cTpuoxa.

:-:q AnimGraph m= Event Graph

Yy| 44 ® | @ ABP_Twinblast > Event Graph

" Event Blueprint Update Animation ()

Pucynok 3.22 — HanamryBanss adimarii B Blueprint

33
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JHomaemo Hoxy State machine 8 AnimGraph. Hoxa State Machine nmotpiona as
yIOpPaBIiHHS AEKUTPKOMAa aHIMAIISIMU Ta HAJAIITOBYBATH MEPEXOAN MI>K HUMH.

Hopa 6yne BiamoBigaTy 3a pi3Hi aHIMaIlli mepecyBaHHs MepCoOHa)xa B Ipi.

»é- AnimGraph m= EventGraph

W e P d

Output Pose
AnimGraph

s
BS_Movement @ LA AN
Blend e Play Output Animation Pose

( Velocity @— @ Velocity ’ * *Resuh

Pucynok 3.24 — HanamryBaHHs aHIMaIlli pyxy

[ToGynyBanHs Tpady mepexomy 3 oaHoro aHimariitaoro crany (Walk) B inmmii

(Jump). Mix cTaHaMu € YMOBH JIJIsl TIEPEXO/Y 31 CTAHY B CTaH.

Jump_Start

|e

Jump_Fall_Loop

o

Jump_Recovery

Pucynok 3.25 — HanamrryBansns state machine Movement
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CrBoproemo action mapping Run. Ilpu Hatuckanni knapimm Left Shift na

KJIaBiaTypi, mepcoHax Oyzae OirTu.

4 Action Mappings 4= @

el . Jump

A

Left Shift

Pucynok 3.26 — HanamryBanss action mapping s oiry

Jomaemo B daiini GAEBaseCharacter.cpp B dbyHKIi
AGAEBaseCharacter::SetupPlayerinputComponent 3miHHI HATHCKaHHS KJIaBill Oiry

106 BU3HAUYMTH, 1110 IEPCOHAX Oyze OIrTy Brepea. MoxHa BUYUCIUTH BEKTOP
HIBUJKOCTI Ta BEKTOp KyAM IMOIJIAJA€ MEPCOHAX, Ta MNpPHU BUYICIIOBAHHI YyIJa
BU3HAYATH Ky/I1 O1KUTH TIEPCOHAXK.

Jonaemo ¢dyukiiro 1 Blueprint B ¢aitni GAEBaseCharacter.h (koim nepconax
O1LKUTH a0 Hi)

UFUNCTION(BlueprintCallable, Category = "MoveTo")

bool ToRun() const;

[Mponcyemo B daitni GAEBaseCharacter.cpp ¢yHKIiio Oiry 3aaexHO Bix

SHAYCHHA BCKTOpa HIBI/II[KOCTi.
m= Event Graph

e P

© Event Blueprint Update Animation
»

TGetvelocty , @A TetumVaus @ "+ Cast To SEBasaCharacter
wgetis Act >

J Try Get Pawn Owner

Torget [sF]  Detum vaiue

Pucynok 3.27 — JlonaBaHHsl kaBilu OIry BIiepes



(Z Walk (state) m= Event Graph

& Evem alaepnt Update Animaton

" et Aetor Forward Vechr

(% Walk (state) ma Event Graph

7 G Bcvor Fawand veewsr

Pucynox 3.30 — AHimarrisi nepcoHaxa
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3.2.3 MoayJb «310poB’sl IePCOHAKA»
JIJ1s CTBOpPEHHSI KOMITOHEHTY 3JI0pOB’s TiepcoHaka, B Unreal Engine ctBoproemo
kiac GAEHealthComponent, B skoMy NpONUCYIOTBCSA BCi B3a€EMOJIl 31 CTaHOM

310pOB’s IepcoHaxa. Hanpukiaa, HaHeCEHHS MOMIKOKEHHSI 3/I0pOB’10.

1l Add C++ Class

Name Your New Act

rivate
(Choose Folder

Create Class.

Pucynok 3.31 — Cteopenns kiacy 3nopos’ss GAEHealthComponent

HpI/IKJIa,ZI KOOy JId OIIKMCY HAHCCCHH:A ITOIIKOIKCHH 3)_'[0p0B’IO Ta BUBCICHHA
pe3yJibTaTy Mpo CMEPTh MEPCOHANKA Peati3yeThes B QyHKIII:
void UGAEHealthComponent::OnTakeAnyDamage
Takox, 1100 OyJ10 BUBEJCHO BIKHO Tay3H, ICIs CMEPTI IEPCOHAXa, CTBOPIOEMO
kiac SpectatorPawn.
HaBez[eHo KOJl YMOBH HaJIAITYBAHHA KOHTPOJIIO:
if (Controller)
{Controller->ChangeState(NAME_Spectating); }

[[{o6 BiIHOBUTH 3/I0POB’SI EPCOHAKA MICISI TOIIKOIKEHHS 3aCTOCYEMO JIOTIKY
BIJTHOBJICHHS 3/I0POB’S B (DYHKIIII:

void UGAEHealthComponent::HealUpdate().

SxIo Tpanuiaoch MaiHHS 3 BUCOTH, TOJI MEPCOHAX OTPUMYE MOIITKOHKCHHS
310pOB 4.

3.2.4 Moayanb «30posi»

CtBoproemo kiac 30poi GAEPlayWeapon.
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U

Add C++ Class

Name Your New Actor

m ¢ contain alphanumeric ch in a space.
When you click the "Create” bu

Name SEPlayWeapon
Path

ShootEnemies (Runtime) =

D:/UE MasteryCourse/ShootEnemies/ShootEnemies/Source/ShootEnemies/Public/Weapon
Header File p:u

Source File D:/UE Mast /ShootEnemies/Source/ShootEnemi

Pucynok 3.32 — CtBopeHHs kiacy 30poi

Tt nomaBanHs (QyHKIT NpULIITIOBaHHS cTBOproemo kiac GAEPlayHUD .
u

Add C++Class

When you click the "Create

Name SEPlayHUD
Path

ShootEnemies (Runtime) =
4 =

D:/UE MasteryCourse/ShootEnemies/ShootEnemies/Source/ShootEnemies/Public/Ul|

Header File DJU

uD.h

fUI/SEPlayHUD.cpp

Pucynox 3.33 — CtBopenns kiracy HUD

CtBoproemo WeaponComponent. Bcro soriky asist 30poi momMiCTUMO B 1€ KJ1ac.

Ta crBopuMO BXimHy Touky EntryPoint mns crpinsom. CtBoproemo takoxk Binding
Action Mapping — Fire. Tlpu HaTtuckaHHI JTiBOi KJIABIIIM MUIIKH, TPABEIb 3MOXKE
CTPUIATH 31 30pOi.

4 Action Mappings 4+ @

[N Jump

[l Run

F B Fire

Left Mouse Button -

Pucynok 3.34 — Action Mapping — Fire (Mouse Button)
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U Add C++ Class

Name Your New Actor Component

Enter a name for your [, s, & ot contain a space.
When you click the "Cre i

Name SEWeaponComponent ShootEnemies (Runtime) »

Path D:/UE MasteryCourse/ShootEnemies/ShootEnemies/Source/ShootEnemies/Public/Componennts

Source File D/UE MasteryCoursey!

Pucynox 3.35 — Kitac WeaponComponent
PeanizoByeMo cTpuib0y 3a TaiimepoM B (PyHKILISAX:
void UGAEWeaponComponent::StartFire() ta
void UGAEWeaponComponent::StopFire().
Jlo/1aeMo TakoXK J1Ba KJIacu TOJaTKOBOT 30poi: TBUHTIBKH Ta rpaHaToMeTa. JIOTiKy
noctpiny nponucyemo B kacax GAERifleWeapon Ta GAELauncherWeapon.
CtBOproeMo GyHKIIIT 7151 J0JaBaHHS HA00py 30poi:

void UGAEWeaponComponent::AttachWeaponToSocket.

3.2.5 Moayab «CTBOpeHHS BiKeTiB»
B Blueprints BP_GAEGameHUD crBOproeMo BIiDKET IIKaIH 3I0POB’S
nepconaxxa WBP_HealthBar. HanamryBanHs BIiIKETiB TIPOBOJUTHCS B  KJjaci

GAEPlayerHUDWidget.

W Get Health Percent W Retum Node

Pucynox 3.36 — HanamryBanss ¢yHKIlii Bi/pKeTa 310pOB S
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Bimxer nputiiny 30poi Ta s BiloOpakeHHs 300pakeHHs 30poi Ta KIJIBKOCTI
NaTPOHIB  HAJIAIITOBYETHCS B  kmacax ~GAEWeaponComponent  Ta
GAEPlayerHUDWidget.

L Image Size from Texture

Texture

I GetCurrentWeapon UlData
getisSTUPlayer H W Return Node

Ts';!t self| con e »

= GetCrossHair Image Retum Value
| 2
Keanch 7 "
> o = Return Node

o | Falad - P
Retum Value

Pucynok 3.37 — HanamryBanus QyHKIii BiIXKETy MPHIILTY 30poi

3.2.6 Moayasb «IlITyunnii inTesexkT»

JIns HanmamTyBaHHS IITYYHOTO 1HTEJEKTY OOTIB (CYNPOTHBHHUKIB), OYJIO
ctBopeHo gaBa kimacu GAEAICharacter ta GAEAIController. 1Ii kmacu
yCHaIKOBYIOTHCS BiJ[ MOYaTKOBUX KJIaciB GAEBaseCharacter Ta
GAEPIlayerController.

Jlonmana dynkiis MoveTo, ska nmepeMinrye IepcoHaxa /10 BKa3aHUX KOOPIUHAT
irpoBoro noJist. 11106 mepconax Mix mepecyBatuck, 0yio momaHo Nav Mesh Bound
Volume. Ileii 00’eKT BH3HAYa€ NPOCTIp PIBHSI TPH, B SAKOMY IMEPCOHAK Oy/e

TIepeCyBaTHCh.

Pucynok 3.38 — Hanamrysanus Nav Mesh Bound Volume
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JIJist CTBOpEHHSI ITYYHOTO IHTEJIEKTY JIJIsl IepCcoHaka OyJio MO0y I0BaHO JEPEBO
noBeninku — Behavior Tree. Jlns msoro Oynm ctBopeni acetm BT _GAECharacter
(Behavior Tree) Ta BB_GAECharacter (Blackboard). B nux HamamroByeThcs JIorika
noBemiHkN repconaxa. Blackboard — me Habip 3MIHHHMX, Ha 3MiHY SKHX pearye
Behavior Tree. JlepeBo NOBEIIHKH CKJIAIA€THCS 3 BY3ITIB (HOIU KEPYBaHHS) Ta JIUCTS
— 3aBJJaHHS, B SIKUX OTMCYETHCS JIisl IepCOHaXa.

Hona ROOT touka Bxomy aepeBa MOBEAIHKU. 3 HEi poOUTbCs BUOIp OIHIET 3
TPHOX HOJ (BY3J1iB) KepyBaHHs [27].

Selector (cemexkrop) — BHMKOHY€ 3aBHaHHS 3J1iBa HampaBO Ta 3YIUHIE iX
BUKOHAHHS, KOJIM OJINH 3 HUX BUKOHYETHCS YCITIIIIHO.

Sequence — Homa, sika 3a0e3nedye MOCHIIOBHE BUKOHAHHS JCKITLKOX 3aBAaHb
(Task) 3miBa HampaBo. SIKIIO 3aBIaHHS HE BHKOHYETHCS, TOJI BUKOHAHHS 3aBJIaHb
TIEPEPBETHCS Ta MIOBEPTAETHCS 10 SEJUENCE i BUKOHAHHS 3aBJIaHb TTIOHOBIFOETHCS.

Simple Parallel — Hona, sixa m03BOJIsIE OTHOMY 3aBIAHHIO HOAM T'OJOBHOI 3a1adi
OyTH BUKOHAHUM TOPSAJI 3 APYTUM TiagaepeBoM. To0To, mapanebHO BUKOHY€EThCS 1B
3aj1a4i- FOJIOBHA Ta Jlo1aTkoBa [26].

[Ticis BuOOpy HOU, MOkHA oOpaTu 3aBnanHs (Task). Task - Mode To, Bu3nauae
MOIIYK IUIIXY JI0 NeBHOI Jokaii. Task — Wait — nepconax Hik He pearye, Wje Jyac
OYlKYBaHHS HACTYITHOI Aii.

JlepeBo BUKOHYETHCS 3 Bepxy, mounHaro4uu 3 Hojau ROOT ta mepecyBaeThes mai
BHU3, BUKOHYIOYM 3aBIaHHs 3 JIIBOI YaCTWHHU JcpeBa Ha MpaBo. Takox J0omaeTbes
MPIOPUTET BUKOHAHHS 3aBAaHHA. SIKII0 3aBmaHHs OyJI0 BUKOHAHE YCITIIHO, TOJI
BUKOHYETbCS HAacTymHe. JSIKIIO 3aBJaHHS HE BHKOHAJIOCh, TOMAI JIAHIIFOT

MepEPUBAETHCS.
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Eehavior Tree

Pucynok 3.39 — JlepeBo moBeAiHKN TIEPCOHAK

[Tepemirienns nepconaxa-o6ota 0yso npomrcano B kiaci GAENewLocTask.

Takox, Oyso Bukopuctano kinac NavigationSystem [28]. Sxkuii € HaBiramiiHoO
CHUCTEMOIO 1 TOTPIOCH [JIsi 3HAXOMKCHHS TOukH Jokamii. Il cucrema mae B cobi
QITOPUTM TIOIIYKY TUISIXY, 332 JIOMOMOTOIO SIKOTO MOXHA BHYMCIUTH TOYKY, KyJId
MIEPCOHAXK MOKE IMEPEMICTUTHC.

3.2.7 Moay.s «IrpoBuii npoiec»

biioku mporpamMHoro 3a0e3medeHHs irpoBOro mporecy

I lonoBHMiA eKpaH l[ ‘

Ipa HanawrysaHHA
. 3anycK rpu L] PiBeHb rpu
3anycK rpu
Bubip pigHa rpu T
3abesneueHHs ynpaBaiHHAM Pisenb rpu
CratucTuka rpasusn
ro/OBHOrO repos *  MNob6ygosa pieHA rpu 3

NeBHUM pOBMipOM BegeHHAa paHWx no pesynbratam

nokauyii

PosrawysaHHAa 06’exTiB

Pucynox 3.40 — 300pakeHHsI KOMIIOHEHTIB 1TPOBOTO TIPOIIECY
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3.3 IncTpyKUisi onepaTopy
3.3.1 TecTtyBaHHSI NPOTPAMHOI0 3a0€3MeYeHHSA
['pa cTBOprOBanach Ha KOMIT IOTEP1 3 TAKUMU arlapaTHUMH JTaHUMH:

Beimyck Windows

Windows 10 gna oBpazoeaTenbHBIX YYpEXIEHNA

E Kopnopagwa MadkpocodTt (Microsoft Corporation), 2019, Bce npasa sawmigers,

CucTema
Mpoueccop: AMD E2-8110 APU with AMD Radeon R2 Graphics 1,50 GHz
¥ CTaHOBAEHHAA NAMATE 400TE (3,21 TE goeTynHa)
(03¥):
Tun cucTembL: B4-pazpraHan cnepaunoHHAA CUCTEME, Npoueccop x84

Pucynok 3.41 - BimomocTi ipo cucTeMy KOMIT I0Tepa
[le Takox MiHIMaIbHI CUCTEMHI BUMOTH JIJIi KOMII'IoTe€pa rpaBlsd. B iHmomy

BHUITAAK rpa € «BUCHYTHU» Ta HE € 3MOI't HOBHOI_[iHHO BUKOPDUCTOBYBATu
y Oy, y Oy. y

Iporpamy.

BucHoBkY 710 po3ainy 3

B xoza1 po3pobku KoMIT’ FOTEPHOI TpH MIyTEP BiJ TPETHOTO JIMIIS 3 peasizallicro
MeXaHi3My ajanTailii 0yyio BUKopucTane irposuii asrxok Unreal Engine 4, 06’ ekTHo-
opieHTOBaHa MOBa mporpamyBaHHs C++, Takok rpadiuHa MoBa MpOrpaMyBaHHS
Blueprint, sixa 6a3yerbcst Ha C++ Ta BUKOPUCTOBYETHCS B irpoBomy asuryni Unreal
Engine. Ta BHKOPUCTOBYETHCS IHTETPOBAHE CEPEIOBHUIINE PO3POOKH IPOrPaMHOTO
3abe3neueHds Microsoft pemakrop koay Visual Studio Code. BukopucranHs nux

IHCTPYMEHTIB PO3POOKH CITPOIILY€E MPOIIEC PO3POOKH irop.
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BUCHOBKHA

VY xoni BUKOHaHHS 0akajgaBpChKOi poOOTH OyJi0 MPOBEACHO aHalli3 MPEAMETHOT
001acTi Ta pO3MISIHYTI Kiacudikarii irop.

Byna po3rasiHyTa icTopisi HOSBH Ta PO3BUTKY B1JIEOIr0Op B KaHPI LIyTEP.

Bynu po3risiHyTi METOAM Ta adrOpPUTMH, SIKI BUKOPUCTOBYIOTHCS MPHU po3poOiii
irop B JKaHp1 1yTep, oOpaHi IHCTpYMEHTH Uil po3poOku. B xozai mocnimkenHs Oyna
oOpaHa MOJIeJIb IITYYHOI'O 1HTEJIEKTY JIEPEBO MOBEAIHKH, sIKA BUKOPUCTOBYETHLCS MPHU
noOy/10B1 MOBEAIHKU CYMPOTUBHUKIB B KOMIT FOTEPHIM Ipi.

KinmeBum pesynpTaroM OakanaBpChbkoi poOOTH € pealizoBaHe MporpaMHe
3a0e3MeueHHs BIICOTPU B KaHP1 LIyTep BiJl TpeThoi ocobu. I'pa mo3BosiEe rpaBIfio
oOpatu piBeHb I'pu. B camiii rpi rpaBito NoTpiOHO BIACTPIUIIOBATH CYNPOTUBHUKIB 32

MEBHUH BIJIIK YaCy Ta 3 MEBHOIO KUIBKICTIO PECYPCIB.
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NOJIATKH
Honatok A. JlicTHHI M nporpamMu
Kaac GAEGameModeBase.cpp
#include "GAEGameModeBase.h"
#include "Player/GAEBaseCharacter.h"
#include "Player/GAEPIlayerController.h™
#include "UI/GAEGameHUD.h"
#include "AlController.h"
#include "Player/GAEPlayerState.h"
#include "GAEULtils.h"
#include "Components/GAERespawnComponent.h*
#include "Components/GAEWeaponComponent.h"
#include "EngineUtils.h™

DEFINE_LOG_CATEGORY_STATIC(LogGAEGameModeBase, All, All);
constexpr static int32 MinRoundTimeForRespawn = 10;
AGAEGameModeBase::AGAEGameModeBase()
{
DefaultPawnClass = AGAEBaseCharacter::StaticClass();
PlayerControllerClass = AGAEPIlayerController::StaticClass();
HUDClass = AGAEGameHUD::StaticClass();
PlayerStateClass = AGAEPIlayerState::StaticClass();

}
void AGAEGameModeBase::StartPlay()

{
Super::StartPlay();
SpawnBots();

CreateTeamsInfo();
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CurrentRound = 1;
StartRound();
SetMatchState(EGAEMatchState:: InProgress);

}

UClass*
AGAEGameModeBase::GetDefaultPawnClassForController _Implementation(ACont
roller* InController)

{

if (InController && InController->IsA<AAlController>())

{

return AlPawnClass;

)

return Super::GetDefaultPawnClassForController _Implementation(InController);
¥
void AGAEGameModeBase::SpawnBots()
{

if (1GetWorld()) return;
for (int32 i = 0; i < GameData.PlayersNum - 1; ++i)
{

FActorSpawnParameters SpawnlInfo;

Spawninfo.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod:: AlwaysSpawn;

const auto GAEAIController = GetWorld()-
>SpawnActor<AAlController>(AlControllerClass, Spawninfo);

RestartPlayer(GAEAIController);

¥
void AGAEGameModeBase::StartRound()

{



RoundCountDown = GameData.RoundTime;

GetWorldTimerManager().SetTimer(GameRoundTimerHandle, this,
&AGAEGameModeBase::GameTimerUpdate, 1.0f, true);

b
void AGAEGameModeBase::GameTimerUpdate()

{

/l UE_LOG(LogGAEGameModeBase, Display, TEXT(*Time: %i / Round:

%i/%i"), RoundCountDown, CurrentRound, GameData.RoundsNum);
if (--RoundCountDown == 0)
{
GetWorldTimerManager().ClearTimer(GameRoundTimerHandle);
if (CurrentRound + 1 <= GameData.RoundsNum)
{
++CurrentRound,
ResetPlayers();
StartRound();
by

else

{

GameOver();

}
void AGAEGameModeBase::ResetPlayers()

{
if (1GetWorld()) return;

for (auto It = GetWorld()->GetControllerlterator(); It; ++It)

{
ResetOnePlayer(It->Get());
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b
void AGAEGameModeBase::ResetOnePlayer(AController* Controller)

{
if (Controller && Controller->GetPawn())

{

Controller->GetPawn()->Reset();
¥
RestartPlayer(Controller);
SetPlayerColor(Controller);

¥
void AGAEGameModeBase::CreateTeamsinfo()

{

if ('GetWorld()) return;

int32 TeamID = 1;

for (auto It = GetWorld()->GetControllerlterator(); It; ++It)

{
const auto Controller = It->Get();
if (!Controller) continue;
const auto PlayerState = Cast<AGAEPIayerState>(Controller->PlayerState);
if ('PlayerState) continue;
PlayerState->SetTeamID(TeamID);
PlayerState->SetTeamColor(DetermineColorByTeamID(TeamID));

PlayerState->SetPlayerName(Controller->IsPlayerController() ? "Player" :
"Bot");

SetPlayerColor(Controller);
TeamID =TeamlID==172:1;

o1



}

FLinearColor AGAEGameModeBase::DetermineColorByTeamID(int32 TeamID)
const

{
if (TeamID - 1 < GameData.TeamColors.Num())
{
return GameData.TeamColors[TeamID - 1];
by
UE_LOG(

LogGAEGameModeBase, Warning, TEXT("No color for team id: %i, set to
default: %s"), TeamID, *GameData.DefaultTeamColor.ToString());

return GameData.DefaultTeamColor;

¥
void AGAEGameModeBase::SetPlayerColor(AController* Controller)

{
if ('Controller) return;
const auto Character = Cast<AGAEBaseCharacter>(Controller->GetPawn());
if (!Character) return;
const auto PlayerState = Cast<AGAEPIlayerState>(Controller->PlayerState);
if ('PlayerState) return;
Character->SetPlayerColor(PlayerState->GetTeamColor());

}

void AGAEGameModeBase::Killed(AController* KillerController, AController*
VictimController)

{

const auto KillerPlayerState = KillerController ?
Cast<AGAEPIlayerState>(KillerController->PlayerState) : nullptr;

const auto VictimPlayerState = VictimController ?
Cast<AGAEPIlayerState>(VictimController->PlayerState) : nullptr;
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if (KillerPlayerState)

{
KillerPlayerState->AddKill();

¥
if (VictimPlayerState)

{
VictimPlayerState->AddDeath();

}

StartRespawn(VictimController);

¥
void AGAEGameModeBase::LogPlayerinfo()

{

if (1GetWorld()) return;

for (auto It = GetWorld()->GetControllerlterator(); It; ++It)

{
const auto Controller = 1t->Get();
if ('Controller) continue;
const auto PlayerState = Cast<AGAEPIlayerState>(Controller->PlayerState);
if ('PlayerState) continue;

PlayerState->Loglnfo();

b
void AGAEGameModeBase::StartRespawn(AController* Controller)

{

const auto RespawnAvailable = RoundCountDown > MinRoundTimeForRespawn
+ GameData.RespawnTime;

if ("RespawnAvailable) return;



const auto RespawnComponent =
GAEULtils::GetGAEPIayerComponent<UGAERespawnComponent>(Controller);

if ('RespawnComponent) return;
RespawnComponent->Respawn(GameData.RespawnTime);

by
void AGAEGameModeBase::RespawnRequest(AController* Controller)

{
ResetOnePlayer(Controller);

by
void AGAEGameModeBase::GameOver()

{

UE_LOG(LogGAEGameModeBase, Display, TEXT("- GAME OVER -"));
LogPlayeriInfo();
for (auto Pawn : TActorRange<APawn>(GetWorld()))
{

if (Pawn)

{

Pawn->TurnOff();

Pawn->Disablelnput(nullptr);

¥
SetMatchState(EGAEMatchState::GameOver);

by
void AGAEGameModeBase::SetMatchState(EGAEMatchState State)

{
if (MatchState == State) return;
MatchState = State;
OnMatchStateChanged.Broadcast(MatchState);



}

bool AGAEGameModeBase::SetPause(APlayerController* PC, FCanUnpause
CanUnpauseDelegate)

{
const auto PauseSet = Super::SetPause(PC, CanUnpauseDelegate);
if (PauseSet)
{
StopAllFire();
SetMatchState(EGAEMatchState::Pause);
by

return PauseSet;

by
bool AGAEGameModeBase::ClearPause()

{
const auto PauseCleared = Super::ClearPause();
if (PauseCleared)

{
SetMatchState(EGAEMatchState:: InProgress);

}

return PauseCleared:;

}
void AGAEGameModeBase::StopAllFire()

{
for (auto Pawn : TActorRange<APawn>(GetWorld()))

{

const auto WeaponComponent =
GAEUtils::GetGAEPlayerComponent<UGAEWeaponComponent>(Pawn);

if ("WeaponComponent) continue;

WeaponComponent->StopFire();
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WeaponComponent->Zoom(false);

®aiin GAEGameModeBase.h
#include "CoreMinimal.h"
#include "GameFramework/GameModeBase.h"
#include "GAECoreTypes.h"
#include "GAEGameModeBase.generated.h™

class AAlController;
UCLASS()
class GUNSANDENEMIES_API AGAEGameModeBase : public AGameModeBase
{
GENERATED BODY()
public:
AGAEGameModeBase();
FOnMatchStateChangedSignature OnMatchStateChanged;
virtual void StartPlay() override;

virtual UClass* GetDefaultPawnClassForController Implementation(AController*
InController) override;

void Killed(AController* KillerController, AController* VictimController);
FGameData GetGameData() const { return GameData; }

int32 GetCurrentRoundNum() const { return CurrentRound; }

int32 GetRoundSecondsRemaining() const { return RoundCountDown; }

void RespawnRequest(AController* Controller);

virtual bool SetPause(APlayerController* PC, FCanUnpause CanUnpauseDelegate
= FCanUnpause()) override;
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virtual bool ClearPause() override;

protected:

UPROPERTY (EditDefaultsOnly, Category = "Game")
TSubclassOf<AAIController> AlControllerClass;
UPROPERTY (EditDefaultsOnly, Category = "Game")
TSubclassOf<APawn> AlPawnClass;

UPROPERTY (EditDefaultsOnly, Category = "Game")

FGameData GameData;

private:

EGAEMatchState MatchState = EGAEMatchState::WaitingToStart;
int32 CurrentRound = 1;

int32 RoundCountDown = 0;

FTimerHandle GameRoundTimerHandle;

void SpawnBots();

void StartRound();

void GameTimerUpdate();

void ResetPlayers();

void ResetOnePlayer(AController* Controller);

void CreateTeamsInfo();

FLinearColor DetermineColorByTeamID(int32 TeamID) const;
void SetPlayerColor(AController* Controller);

void LogPlayerInfo();

void StartRespawn(AController* Controller);

void GameOver();

void SetMatchState(EGAEMatchState State);

void StopAllFire();
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Kunac GAEBaseCharacter.cpp
#include "Player/GAEBaseCharacter.h"
#include "Components/GAECharacterMovementComponent.h"
#include "Components/GAEHealthComponent.h"
#include "Components/GAEWeaponComponent.h"
#include "Components/CapsuleComponent.h™
#include "GameFramework/Controller.h"
#include "Kismet/GameplayStatics.h"
#include "Sound/SoundCue.h"

DEFINE_LOG _CATEGORY_STATIC(LogBaseCharacter, All, All);

AGAEBaseCharacter:: AGAEBaseCharacter(const FObjectlnitializer& Objlnit) :
Super(Objlnit.SetDefaultSubobjectClass<UGAECharacterMovementComponent>(A
Character::CharacterMovementComponentName))

{
PrimaryActorTick.bCanEverTick = true;

HealthComponent =
CreateDefaultSubobject<UGAEHealthComponent>("HealthComponent");

WeaponComponent =
CreateDefaultSubobject<UGAEWeaponComponent>(**WeaponComponent™);

}
void AGAEBaseCharacter::BeginPlay()

{
Super::BeginPlay();
check(HealthComponent);
check(GetCharacterMovement());
check(GetCapsuleComponent());
check(GetMesh());
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OnHealthChanged(HealthComponent->GetHealth(), 0.0f);

HealthComponent->OnDeath.AddUObject(this,
&AGAEBaseCharacter::OnDeath);

HealthComponent->OnHealthChanged.AddUObject(this,
&AGAEBaseCharacter::OnHealthChanged);

LandedDelegate. AddDynamic(this, &ZAGAEBaseCharacter::OnGroundLanded);
by
void AGAEBaseCharacter::OnHealthChanged(float Health, float HealthDelta) {}
void AGAEBaseCharacter::Tick(float DeltaTime)
{

Super::Tick(DeltaTime);
b
bool AGAEBaseCharacter::IsRunning() const

{

return false;

¥
float AGAEBaseCharacter::GetMovementDirection() const

{
if (GetVelocity().I1sZero()) return 0.0f;
const auto VelocityNormal = GetVelocity().GetSafeNormal();

const auto AngleBetween =
FMath::Acos(FVector::DotProduct(GetActorForwardVector(), VelocityNormal));

const auto CrossProduct = FVector::CrossProduct(GetActorForwardVector(),
VelocityNormal);

const auto Degrees = FMath::RadiansToDegrees(AngleBetween);
return CrossProduct.lsZero() ? Degrees : Degrees * FMath::Sign(CrossProduct.Z);

by
void AGAEBaseCharacter::OnDeath()

{
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UE_LOG(LogBaseCharacter, Display, TEXT("Player %s is dead"), *GetName());
I/ PlayAnimMontage(DeathAnimMontage);
GetCharacterMovement()->DisableMovement();

SetLifeSpan(LifeSpanOnDeath);

GetCapsuleComponent()-
>SetCollisionResponseToAllChannels(ECollisionResponse::ECR_Ignore);

WeaponComponent->StopFire();

WeaponComponent->Zoom(false);
GetMesh()->SetCollisionEnabled(ECollisionEnabled::QueryAndPhysics);
GetMesh()->SetSimulatePhysics(true);

UGameplayStatics::PlaySoundAtLocation(GetWorld(), DeathSound,
GetActorLocation());

¥
void AGAEBaseCharacter::OnGroundLanded(const FHitResult& Hit)

{
const auto FallVelocityZ = -GetVelocity().Z;
if (FallVelocityZ < LandedDamageVelocity.X) return;

const auto FallDamage =
FMath:.GetMappedRangeValueClamped(LandedDamageVelocity, LandedDamage,
FallVelocityZ);

TakeDamage(FallDamage, FDamageEvent{}, nullptr, nullptr);

UE_LOG(LogBaseCharacter, Display, TEXT("Player %s recived landed damage:
%f"), *GetName(), FallDamage);

by
void AGAEBaseCharacter::SetPlayerColor(const FLinearColor& Color)

{
const auto Materiallnst = GetMesh()->CreateAndSetMaterialInstanceDynamic(0);
if ('"Materiallnst) return;

Materiallnst->SetVectorParameterVValue(Material ColorName, Color);



by
void AGAEBaseCharacter:: TurnOff()

{
WeaponComponent->StopFire();
WeaponComponent->Zoom(false);
Super::TurnOff();

b
void AGAEBaseCharacter::Reset()

{
WeaponComponent->StopFire();
WeaponComponent->Zoom(false);

Super::Reset();

Kaac GAEPIlayerController.cpp
#include "Player/GAEPIlayerController.h"
#include "Components/GAERespawnComponent.h
#include "GAEGameModeBase.h"

#include "GAEGamelnstance.h"

AGAEPIlayerController::AGAEPIlayerController()
{

RespawnComponent =

CreateDefaultSubobject<UGAERespawnComponent>(*"RespawnComponent");

¥
void AGAEPIlayerController::BeginPlay()

{
Super::BeginPlay();
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if (GetWorld())

{

if (const auto GameMode = Cast<AGAEGameModeBase>(GetWorld()-
>GetAuthGameMode()))

{

GameMode->OnMatchStateChanged.AddUObject(this,
&AGAEPIayerController::OnMatchStateChanged);

}

¥
void AGAEPIlayerController::OnMatchStateChanged(EGAEMatchState State)

{
if (State == EGAEMatchState::InProgress)

{
SetlnputMode(FInputModeGameOnly());

bShowMouseCursor = false;

}

else

{
SetlnputMode(FInputModeUIOnly());

bShowMouseCursor = true;

¥
void AGAEPIlayerController::OnPossess(APawn* InPawn)

{

Super::OnPossess(InPawn);

OnNewPawn.Broadcast(InPawn);



void AGAEPIlayerController::SetuplnputComponent()
{

Super::SetupInputComponent();

if (InputComponent) return;

InputComponent->BindAction("PauseGame", IE_Pressed, this,
&AGAEPIlayerController::OnPauseGame);

InputComponent->BindAction("Mute", IE_Pressed, this,
&AGAEPIayerController::OnMuteSound);

¥
void AGAEPIlayerController::OnPauseGame()

{
if ('GetWorld() || !GetWorld()->GetAuthGameMode()) return;
GetWorld()->GetAuthGameMode()->SetPause(this);

by
void AGAEPIlayerController::OnMuteSound()

{
if (1GetWorld()) return;

const auto GAEGamelnstace = GetWorld()-
>GetGamelnstance<UGAEGamelnstance>();

if (IGAEGamelnstace) return;

GAEGamelnstace->ToggleVVolume();

Knac GAEHealthComponent.cpp
#include "Components/GAEHealthComponent.h"
#include "GameFramework/Character.h"

#include "GameFramework/Controller.h"
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#include "Engine/World.h"

#include "TimerManager.h"

#include "Camera/CameraShake.h"

#include "GAEGameModeBase.h"

#include "PhysicalMaterials/PhysicalMaterial.n"

#include "Perception/AlSense_Damage.h"

DEFINE_LOG _CATEGORY_STATIC(LogHealthComponent, All, All);
UGAEHealthComponent::UGAEHealthComponent()
{

PrimaryComponentTick.bCanEverTick = false;

by
void UGAEHealthComponent::BeginPlay()

{
Super::BeginPlay();
check(MaxHealth > 0);
SetHealth(MaxHealth);
AActor* ComponentOwner = GetOwner();
if (ComponentOwner)

{

ComponentOwner->0OnTakeAnyDamage.AddDynamic(this,
&UGAEHealthComponent::OnTakeAnyDamage);

ComponentOwner->0OnTakePointDamage.AddDynamic(this,
&UGAEHealthComponent::OnTakePointDamage);

ComponentOwner->0OnTakeRadialDamage.AddDynamic(this,
&UGAEHealthComponent::OnTakeRadialDamage);

}
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void UGAEHealthComponent::OnTakePointDamage(AActor* DamagedActor, float
Damage, class AController* InstigatedBy, FVector HitLocation,

class UPrimitiveComponent* FHitComponent, FName BoneName, FVector
ShotFromDirection, const class UDamageType* DamageType,

AActor* DamageCauser)

const auto FinalDamage = Damage * GetPointDamageModifier(DamagedActor,
BoneName);

Il UE_LOG(LogHealthComponent, Display, TEXT("On point damage: %f, final
damage: %f, bone: %s"), Damage, FinalDamage, *BoneName.ToString());

ApplyDamage(FinalDamage, InstigatedBy);

}

void UGAEHealthComponent::OnTakeRadialDamage(AActor* DamagedActor, float
Damage, const class UDamageType* DamageType, FVector Origin,

FHitResult Hitinfo, class AController* InstigatedBy, AActor* DamageCauser)

/[ UE_LOG(LogHealthComponent, Display, TEXT("On radial damage: %f"),
Damage);

ApplyDamage(Damage, InstigatedBY);
3
void UGAEHealthComponent::OnTakeAnyDamage(

AActor* DamagedActor, float Damage, const class UDamageType* DamageType,
class AController* InstigatedBy, AActor* DamageCauser)

{
Il UE_LOG(LogHealthComponent, Display, TEXT("On any damage: %f"),
Damage);

}

void UGAEHealthComponent:: ApplyDamage(float Damage, AController*
InstigatedBy)

{
if (Damage <= 0.0f || IsDead() || !GetWorld()) return;
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SetHealth(Health - Damage);
GetWorld()->GetTimerManager().ClearTimer(Heal TimerHandle);
if (IsDead())
{

Killed(InstigatedBY);

OnDeath.Broadcast();

b
else if (AutoHeal)

{

GetWorld()->GetTimerManager().SetTimer(Heal TimerHandle, this,
&UGAEHealthComponent::HealUpdate, HealUpdateTime, true, HealDelay);

by
PlayCameraShake();
ReportDamageEvent(Damage, InstigatedByY);

¥
void UGAEHealthComponent::HealUpdate()

{
SetHealth(Health + HealModifier);
if (IsHealthFull() && GetWorld())

{
GetWorld()->GetTimerManager().ClearTimer(Heal TimerHandle);

¥
void UGAEHealthComponent::SetHealth(float NewHealth)

{
const auto NextHealth = FMath::Clamp(NewHealth, 0.0f, MaxHealth);

const auto HealthDelta = NextHealth - Health;



Health = NextHealth;
OnHealthChanged.Broadcast(Health, HealthDelta);

by
bool UGAEHealthComponent:: TryToAddHealth(float HealthAmount)

{
if (IsDead() || IsHealthFull()) return false;
SetHealth(Health + HealthAmount);

return true;

bool UGAEHealthComponent::IsHealthFull() const

{
return FMath::1sNearlyEqual(Health, MaxHealth);

-
void UGAEHealthComponent::PlayCameraShake()

{
if (IsDead()) return;
const auto Player = Cast<APawn>(GetOwner());
if ('Player) return;
const auto Controller = Player->GetController<APlayerController>();
if (Controller || !Controller->PlayerCameraManager) return;
Controller->PlayerCameraManager->StartCameraShake(CameraShake);

by
void UGAEHealthComponent::Killed(AController* KillerController)

{
if ('GetWorld()) return;
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const auto GameMode = Cast<AGAEGameModeBase>(GetWorld()-

>GetAuthGameMode());

if ('GameMode) return;
const auto Player = Cast<APawn>(GetOwner());
const auto VictimController = Player ? Player->Controller : nullptr;

GameMode->Killed(KillerController, VictimController);

float UGAEHealthComponent::GetPointDamageModifier(AActor* DamagedActor,

const FName& BoneName)

const auto Character = Cast<ACharacter>(DamagedActor);
if ('Character || /l
ICharacter->GetMesh() || //
ICharacter->GetMesh()->GetBodylInstance(BoneName))
return 1.0f;

const auto PhysMaterial = Character->GetMesh()->GetBodylnstance(BoneName)-

>GetSimplePhysicalMaterial();

if ("PhysMaterial || 'DamageModifiers.Contains(PhysMaterial)) return 1.0f;
return DamageModifiers[PhysMaterial];

void UGAEHealthComponent::ReportDamageEvent(float Damage, AController*

InstigatedBy)

if ("InstigatedBy || !InstigatedBy->GetPawn() || !GetOwner()) return;
UAISense_Damage::ReportDamageEvent(GetWorld(), //

GetOwner(), Il
InstigatedBy->GetPawn(), Il
Damage, I/

InstigatedBy->GetPawn()->GetActorLocation(), //
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GetOwner()->GetActorLocation());

Kaac GAEWeaponComponent.cpp
#include "Components/GAEWeaponComponent.h"
#include "Weapon/GAEBaseWeapon.h"
#include "GameFramework/Character.h"
#include "Animations/GAEEquipFinishedAnimNotify.h"
#include "Animations/GAEReloadFinishedAnimNotify.h"

#include "Animations/AnimUtils.h"

DEFINE_LOG CATEGORY_STATIC(LogWeaponComponent, All, All);
constexpr static int32 WeaponNum = 2;
UGAEWeaponComponent::UGAEWeaponComponent()

{

PrimaryComponentTick.bCanEverTick = false;

¥
void UGAEWeaponComponent::BeginPlay()

{
Super::BeginPlay();

checkf(WeaponData.Num() == WeaponNum, TEXT("Our character can hold only
%i weapon items"), WeaponNum);

CurrentWeaponindex = 0;
InitAnimations();

SpawnWeapons();
EquipWeapon(CurrentWeaponindex);

}

void UGAEWeaponComponent::EndPlay(const EEndPlayReason::Type
EndPlayReason)
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CurrentWeapon = nullptr;
for (auto Weapon : Weapons)

{

Weapon-
>DetachFromActor(FDetachmentTransformRules::KeepWorldTransform);

Weapon->Destroy();
}
Weapons.Empty();
Super::EndPlay(EndPlayReason);

b
void UGAEWeaponComponent::SpawnWeapons()

{
ACharacter* Character = Cast<ACharacter>(GetOwner());
if ('Character || 'GetWorld()) return;
for (auto OneWeaponData : WeaponData)

{

auto Weapon = GetWorld()-
>SpawnActor<AGAEBaseWeapon>(OneWeaponData.\WeaponClass);

if ("Weapon) continue;

Weapon->OnClipEmpty.AddUODbject(this,
&UGAEWeaponComponent::OnClipEmpty);

Weapon->SetOwner(Character);
Weapons.Add(Weapon);

AttachWeaponToSocket(Weapon, Character->GetMesh(),
WeaponArmorySocketName);

}

}

void UGAEWeaponComponent::AttachWeaponToSocket(AGAEBaseWeapon*
Weapon, USceneComponent* SceneComponent, const FName& SocketName)
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if ("Weapon || 'SceneComponent) return;

FAttachmentTransformRules AttachmentRules(EAttachmentRule::SnapToTarget,
false);

Weapon->AttachToComponent(SceneComponent, AttachmentRules,
SocketName);

b
void UGAEWeaponComponent::EquipWeapon(int32 WeaponIndex)

{
if (Weaponindex <0 || WeaponIndex >= Weapons.Num())

{
UE_LOG(LogWeaponComponent, Warning, TEXT("Invalid weapon index"));
return;
¥
ACharacter* Character = Cast<ACharacter>(GetOwner());
if (ICharacter) return;
if (CurrentWeapon)
{
CurrentWeapon->Zoom(false);
CurrentWeapon->StopFire();

AttachWeaponToSocket(CurrentWeapon, Character->GetMesh(),
WeaponArmorySocketName);

by
CurrentWeapon = Weapons[WeaponIndex];

/I CurrentReloadAnimMontage =
WeaponData[Weaponindex].ReloadAnimMontage;

const auto CurrentWeaponData = WeaponData.FindByPredicate([&](const
FWeaponData& Data) { //



return Data.WeaponClass == CurrentWeapon->GetClass();
I

h;

CurrentReloadAnimMontage = CurrentWeaponData ? CurrentWeaponData-
>ReloadAnimMontage : nullptr;

AttachWeaponToSocket(CurrentWeapon, Character->GetMesh(),
WeaponEquipSocketName);

EquipAnimInProgress = true;
PlayAnimMontage(EquipAnimMontage);
by
void UGAEWeaponComponent::StartFire()
{
if (1CanFire()) return;
CurrentWeapon->StartFire();

b
void UGAEWeaponComponent::StopFire()

{
if (1CurrentWeapon) return;
CurrentWeapon->StopFire();

b
void UGAEWeaponComponent::NextWeapon()

{
if ('CanEquip()) return;
CurrentWeaponindex = (CurrentWeaponindex + 1) % Weapons.Num();
EquipWeapon(CurrentWeaponindex);

¥
void UGAEWeaponComponent::PlayAnimMontage(UAnimMontage* Animation)

{
ACharacter* Character = Cast<ACharacter>(GetOwner());
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if ('Character) return;

Character->PlayAnimMontage(Animation);

by
void UGAEWeaponComponent::InitAnimations()

{

auto EquipFinishedNotify =
AnimUtils::FindNotifyByClass<UGAEEquipFinished AnimNotify>(EquipAnimMont

age);
if (EquipFinishedNotify)
{

EquipFinishedNotify->OnNotified. AddUObject(this,
&UGAEWeaponComponent::OnEquipFinished);

}

else

{

UE_LOG(LogWeaponComponent, Error, TEXT("Equip anim notify is forgotten
to set"));

checkNoEntry();

by
for (auto OneWeaponData : WeaponData)

{

auto ReloadFinishedNotify =
AnimuUtils::FindNotifyByClass<UGAEReloadFinished AnimNotify>(OneWeaponDat
a.ReloadAnimMontage);

if ('ReloadFinishedNotify)

{

UE_LOG(LogWeaponComponent, Error, TEXT("Reload anim notify is
forgotten to set™));

checkNoEntry();
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ReloadFinishedNotify->OnNotified. AddUODbject(this,
&UGAEWeaponComponent::OnReloadFinished);

}

}

void UGAEWeaponComponent::OnEquipFinished(USkeletalMeshComponent™
MeshComp)

{
ACharacter* Character = Cast<ACharacter>(GetOwner());

if ('Character || MeshComp != Character->GetMesh()) return;

EquipAnimInProgress = false;

}

void UGAEWeaponComponent::OnReloadFinished(USkeletalMeshComponent*
MeshComp)

{
AcCharacter* Character = Cast<ACharacter>(GetOwner());

if ('Character || MeshComp != Character->GetMesh()) return;

ReloadAnimInProgress = false;

b
bool UGAEWeaponComponent::CanFire() const

{
return CurrentWeapon && 'EquipAnimInProgress && !'ReloadAnimInProgress;

by
bool UGAEWeaponComponent::CanEquip() const

{

return 'EquipAnimInProgress && !'ReloadAnimInProgress;

by
bool UGAEWeaponComponent::CanReload() const



return CurrentWeapon /l
&& 'EquipAnimInProgress //
&& 'ReloadAnimInProgress //
&& CurrentWeapon->CanReload();

by
void UGAEWeaponComponent::Reload()

{
ChangeClip();

}

void UGAEWeaponComponent::OnClipEmpty(AGAEBaseWeapon*
ClipEmptyWeapon)

{
if ('ClipEmptyWeapon) return;
if (CurrentWeapon == ClipEmptyWeapon)
{
ChangeClip();

}

else

{

for (const auto Weapon : Weapons)

{
If (Weapon == ClipEmpty\Weapon)

{
Weapon->ChangeClip();
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by
void UGAEWeaponComponent::ChangeClip()

{
if ('CanReload()) return;
CurrentWeapon->StopFire();
CurrentWeapon->ChangeClip();
ReloadAnimInProgress = true;
PlayAnimMontage(CurrentReloadAnimMontage);

}

bool UGAEWeaponComponent::GetCurrentWeaponUIData(FWeaponUIData&
UlData) const

{
if (CurrentWeapon)

{
UlData = CurrentWeapon->GetUIData();
return true;

}

return false;

}

bool UGAEWeaponComponent::GetCurrentWeaponAmmoData(FAmmoData&
AmmoData) const

{
if (CurrentWeapon)

{

AmmoData = CurrentWeapon->GetAmmoData();

return true;

}

return false;
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bool
UGAEWeaponComponent::TryToAddAmmo(TSubclassOf<AGAEBaseWeapon>

WeaponType, int32 ClipsAmount)
{

for (const auto Weapon : Weapons)

{
if (Weapon && Weapon->IsA(WeaponType))

{
return Weapon->TryToAddAmmo(ClipsAmount);

}

return false;

bool UGAEWeaponComponent::NeedAmmo(TSubclassOf<AGAEBaseWeapon>
WeaponType)

{

for (const auto Weapon : Weapons)

{
if (Weapon && Weapon->IsA(WeaponType))

{

return 'Weapon->IsAmmoFull();

}

return false;

b
void UGAEWeaponComponent::Zoom(bool Enabled)

{
if (CurrentWeapon)
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CurrentWeapon->Zoom(Enabled);

Kaac GAEPlayerHUDWidget.cpp
#include "UI/GAEPIayerHUDWiIdget.h"
#include "Components/GAEHealthComponent.h"
#include "Components/GAEWeaponComponent.h"
#include "GAEULtils.h"
#include "Components/ProgressBar.h"

#include "Player/GAEPIlayerState.h™

void UGAEPIlayerHUDWidget::NativeOnlnitialized()
{

Super::NativeOnlinitialized();

if (GetOwningPlayer())

{

GetOwningPlayer()->GetOnNewPawnNotifier(). AddUODbject(this,
&UGAEPlayerHUDWidget::OnNewPawn);

OnNewPawn(GetOwningPlayerPawn());

by
void UGAEPlayerHUDWidget::OnNewPawn(APawn* NewPawn)

{

const auto HealthComponent =
GAEUtils::GetGAEPlayerComponent<UGAEHealthComponent>(NewPawn);

if (HealthComponent && !HealthComponent-
>0nHealthChanged.IsBoundToObject(this))
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HealthComponent->OnHealthChanged.AddUObject(this,
&UGAEPIlayerHUDWiIdget::OnHealthChanged);

ky
UpdateHealthBar();

b
void UGAEPIlayerHUDWidget::OnHealthChanged(float Health, float HealthDelta)
{
if (HealthDelta < 0.0f)
{
OnTakeDamage();
if ('IsAnimationPlaying(DamageAnimation))

{

PlayAnimation(DamageAnimation);

}
UpdateHealthBar();

}
float UGAEPlayerHUDWidget::GetHealthPercent() const

{

const auto HealthComponent =
GAEUtils::GetGAEPlayerComponent<UGAEHealthComponent>(GetOwningPlayer
Pawn());

if ("HealthComponent) return 0.0f;
return HealthComponent->GetHealthPercent();

}

bool UGAEPlayerHUDWidget::GetCurrentWeaponUIData(F\WeaponUIData&
UlData) const

{
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const auto WeaponComponent =
GAEUtils::GetGAEPlayerComponent<UGAEWeaponComponent>(GetOwningPlaye
rPawn());

if ("WeaponComponent) return false;
return WeaponComponent->GetCurrentWeaponUIData(UIData);

}

bool UGAEPlayerHUDWidget::GetCurrentWeaponAmmoData(FAmmoData&
AmmoData) const

{

const auto WeaponComponent =
GAEUtils::GetGAEPlayerComponent<UGAEWeaponComponent>(GetOwningPlaye
rPawn());

If ("WeaponComponent) return false;
return WeaponComponent->GetCurrentWeaponAmmoData(AmmoData);

¥
bool UGAEPlayerHUDWidget::IsPlayerAlive() const

{

const auto HealthComponent =
GAEUtils::GetGAEPIlayerComponent<UGAEHealthComponent>(GetOwningPlayer
Pawn());

return HealthComponent && !HealthComponent->IsDead();

¥
bool UGAEPlayerHUDWidget::IsPlayerSpectating() const

{
const auto Controller = GetOwningPlayer();
return Controller && Controller->GetStateName() == NAME_Spectating;

by
int32 UGAEPlayerHUDWidget::GetKillsNum() const

{

const auto Controller = GetOwningPlayer();
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if (!Controller) return O;
const auto PlayerState = Cast<AGAEPIlayerState>(Controller->PlayerState);
return PlayerState ? PlayerState->GetKillsNum() : 0;

b
void UGAEPIlayerHUDWidget::UpdateHealthBar()

{
if (HealthProgressBar)

{

HealthProgressBar->SetFillColorAndOpacity(GetHealthPercent() >
PercentColorThreshold ? GoodColor : BadColor);

by
by
FString UGAEPIlayerHUDWidget::FormatBullets(int32 BulletsNum) const
{

const int32 MaxLen = 3;

const TCHAR PrefixSymbol ="'0";

auto BulletStr = FString::FromInt(BulletsNum);

const auto SymbolsNumToAdd = MaxLen - BulletStr.Len();

if (SymbolsNumToAdd > 0)

{

BulletStr = FString::ChrN(SymbolsNumToAdd,
PrefixSymbol).Append(BulletStr);

}

return BulletStr;

Kaac GAENewtLocTask.cpp
#include "Al/Tasks/GAENewtLocTask.h"

#include "BehaviorTree/BlackboardComponent.h™
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#include "AlController.h"

#include "NavigationSystem.h"

UGAENextLocationTask::UGAENextLocationTask()
{

NodeName = "Next Location";

EBTNodeResult::Type
UGAENextLocationTask::ExecuteTask(UBehaviorTreeComponent& OwnerComp,
uint8* NodeMemory)

{
const auto Controller = OwnerComp.GetAlOwner();
const auto Blackboard = OwnerComp.GetBlackboardComponent();

if (!Controller || Blackboard) return EBTNodeResult::Failed,

const auto Pawn = Controller->GetPawn();

if ("Pawn) return EBTNodeResult::Failed;

const auto NavSys = UNavigationSystemV1::GetCurrent(Pawn);
if ('NavSys) return EBTNodeResult::Failed,;

FNavLocation NavLocation;
auto Location = Pawn->GetActorLocation();
if (!SelfCenter)

{

auto CenterActor = Cast<AActor>(Blackboard-
>GetValueAsObject(CenterActorKey.SelectedKeyName));

if (!CenterActor) return EBTNodeResult::Failed,;



Location = CenterActor->GetActorLocation();

}

const auto Found = NavSys->GetRandomReachablePointIinRadius(Location,
Radius, NavLocation);

if (Found) return EBTNodeResult::Failed,

Blackboard->SetValueAsVector(AimLocationKey.SelectedKeyName,
NavLocation.Location);

return EBTNodeResult::Succeeded:;
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