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AHOTALA

VYV OakanaBpchkiil KBami(ikaliiHIi poOOTI PO3ISHYTO MIPOLEC PO3POOKHU
MOOUIBbHOI Tpu kaHpy Endless Runner 3 Bukopuctanasm pyurisi Unreal Engine
5. PoboTa ckianaeTbcs 3 TEOPETUYHOrO aHANI3y Cy4acHOrO CTaHy IHIYCTpii
MOOUTBHHX 1rop, 0COOIUBOCTEH PO3POOKH irop s MOOUTRHUX Tutatdopm, a
TaKOXX TIOPIBHSHHS ICHYIOUMX PYIIIiB JUIsl CTBOpeHHsS irop. OcoOnuBy yBary
MPUA1IEHO BUBUYEHHIO KJIIOUOBUX MEXaHIK xaHpy Endless Runner, npouenypHoOi
reHepailii KOHTEHTY, KOPHUCTYBaIlbKOro 1HTepdeicy Ta MeXaHiK pyXy

HepCcoHaKa.

[IpakTnuHa 9yacTHA POOOTH TMPHUCBSIYCHA CTBOPEHHIO MPOTOTUITY MOOUIBHOI
I'PH: pPeai30BaHO OCHOBHI ITPOB1 MEXaHIKH, 1HTepdehc KopUcTyBadya, CUCTEMY
300py OOHYCiB Ta reHepaliio mnepemkoa. IIpoBeneHo TecTyBaHHS TpuU Ha
MOOUTBHOMY TPHUCTPOi JUIsi BUSIBICHHS TEXHIYHUX OOMEXKEHb Ta MUIAXIB

ornTuMizari.

Pe3ynbraTom gociipkeHHs € MOBHO(QYHKIIOHAIBHUN MPOTOTUIT MOOLIBHOI TPH,
mo naeMmoHcTpye MoxiuBocTi Unreal Engine 5 y KoHTEKCTI po3poOku

MPOJyKTUBHOIO, KPOCIIATPOPMEHOT'O IFPOBOI0 MPOIYKTY.

Kirouosi cnoBa: Unreal Engine 5, moGinsHa rpa, Endless Runner, mporieaypua

redepaiiis, Ul, po3po6xa irop.



Abstract

This bachelor's qualification work examines the process of developing a mobile
game in the Endless Runner genre using the Unreal Engine 5. The work
includes a theoretical analysis of the current state of the mobile game industry,
the specifics of mobile game development, and a comparison of existing game
engines. Special attention is given to the study of key mechanics of the Endless
Runner genre, procedural content generation, user interface design, and

character movement mechanics.

The practical part of the work focuses on the creation of a mobile game
prototype: core game mechanics, user interface, bonus collection system, and
obstacle generation have been implemented. The game was tested on a mobile

device to identify technical limitations and explore optimization methods.

The result of the research is a fully functional prototype of a mobile game that
demonstrates the capabilities of Unreal Engine 5 in the context of developing a

performant, cross-platform game product.

Keywords: Unreal Engine 5, mobile game, Endless Runner, procedural

generation, UI, game development.
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BCTYII
AKTYaJIBHICTh TEMU

CyyacHuil pUHOK MOOLIBHUX 1IrOp € OAHMUM 3  HaWOLIbII
IIBUKO3POCTAIOYMX CErMEHTIB 1HAYCTpli po3Bar. 3a JaHUMU aHAJIITHYHOI
koMmanii Newzoo, Tio0aibHui pUHOK MOOUTHhHUX irop y 2023 pori mocsr
obcary monan 103,5 migesapaa jgoJiapiB, IO CTAHOBUTH OUIBINIE TOJOBUHH
3araJbHOTO PHUHKY Bifeoirop. IIporHosyerbcs mojanbpliie 3pOCTaHHSA IHOTO
CerMeHTy Ha 5-7% HIOpIYHO MPOTATOM HACTYIHUX I'ATH POKiB. Taka quHaMiKa
3yMOBJIEHA TMOCTIMHUM 30LIBIIEHHSAM KIJIBKOCTI KOPHUCTYBayiB CMapTQOHIB,
MiBUIICHHAM JOCTYHMHOCTI MOOLIBHOTO IHTEPHETY Ta TEXHOJOTTYHUM

IIPOTPECOM Yy TaiTy31 MOOUTBHUX MPUCTPOIB.
Mera i 3aBIaHHS JOCJIIIKEHHS
MeTta 10CiaiIKeHHA

Metoro unioMHOi poOOTH € AOCHIIKEHHS Ta MPAKTUYHE 3aCTOCYBAHHS
mosxknmBoctedt Unreal Engine 5 st po3poOku MoOuibHOI rpu Tuiy endless
runner, a TakoX po3poOKa METOJAMYHMX PEKOMEHJAll N[00 ONTUMI3allii

NMOAIOHUX MPOEKTIB JJIs1 MOOUIBHUX TIaThOPM.
3aBIaHHA TOCJIiKEHHSA
JIns1 MOCSITHEHHS TTOCTaBIICHOI METH HEOOX1THO BUKOHATH HACTYITHI 3aBJIaHHS:

e [IpoBecTu KOMIUIEKCHHMM aHalli3 TeXHIYHMX MoxuBocTei Unreal Engine
5 nis po3poOKu MOOUTBHUX 1TOP, BUSHAYUTH OCOOJIMBOCTI Ta OOMEKEHHS

py1iis py poOOTi 3 MOOUTEHUMH TIAT(HOpPMaMHU.
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e JlocmiauTu cydacHi METOAUKH ONTHMI3allli MOOUTbHHX 1T0p, BKJIFOYAIOUN
ONTHMi3alil0 TpadiyHOrO PpPEHAEPUHTY, VYIPABIIHHSI NaM'ATTIO Ta
€HEeProCIOKUBAHHSIM.

e BuBUMTH MIAXOAM A0 MPOEKTYBAHHS apXITEKTYpuU MOOLIBHUX Irop, 3
ypaxyBaHHsIM crneundiku sxkaHpy endless runner Ta ocoGnmBOCTEH
IIJTLOBUX TIIATHOPM.

e Po3poOutu mnpoToTun MOOUIBHOI Tpu kaHpy endless runner 3
BukopuctanusaMm Unreal Engine 5, peanizyBaBmid OCHOBHI IrpoBi
MEXaHIKH Ta Bi3yaJlbHI €JIEMEHTH.

e [IpoBecTH TeCTyBaHHS MPOIYKTHBHOCTI PO3pPOOJIEHOr0 MPOTOTUITY Ha
pI3HUX MOOUIPHUX MPHUCTPOSX Ta BUKOHATH ONTHMI3ZAIIO MPOCKTY JIS
3a0e3rne4eHHs CTa0UTbHOT YaCTOTH KaJIpiB Ta €HEProe()EeKTUBHOCTI.

e Ha OCHOBI OTpMMaHOTO JOCBiy PO3POOMTH METOIWYHI pEeKOMEHMAITI]
II0JI0 CTBOPEHHSI Ta ONTUMI3aIlli MOOUIBHMX Irop 3 BUKOPHUCTAHHSIM

Unreal Engine 5.
00'exT i mpeaMeT T0CTiIKEeHHS
O0'eKT HocaigKeHHsa

O0G'ekTOM JOCHIIKEHHST € mpolec po3poOKH MOOUIBHUX 1Irop 3
BUKOPUCTAHHSM Cy4YaCHHUX ITPOBUX JBHUTYHIB, 30KpeMa TEXHOJIOTII Ta

METOJI0JIOT'11, [0 3aCTOCOBYIOTHCS IIPH CTBOPEHHI MOOIJTLHUX ITPOBUX MPOECKTIB.

IpeameT pocaigKeHHst

[IpenMeToM MOCHITKEHHS € METOAUM Ta I1HCTPYMEHTU PO3POOKH
MOOUTbHOI Tpu kaHpy endless runner 3 BukopuctanusMm Unreal Engine 5,
BKJIIOYAIOYM TEXHIYHI AaCHeKTH peanii3alii IrpoBUX MEXaHiK, ONTHUMI3ALII0
MPOMYKTUBHOCTI Ta aJamlTallil0 TMPOEKTy I PI3HUX MOAeNed MOOUTBHHUX

IIPUCTPOIB.
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PO311J1I 1. TEOPETUYHI OCHOBHA PO3POBKHN MOBIVIBHHUX IT'OP
HA BA31 UNREAL ENGINE 5

1.1. TenaeHuii pO3BUTKY PUHKY MOOJILHHUX irop

3a oCTaHHI POKH CIIOCTEPIraeThCsl CyTTEBA 3MiHA TEHJCHIM Ha PUHKY
MOOUIBHMX 1rop. SKIio padime MOOUIbHI 1TpU acOLIIOBAIMCS NEPEBAXHO 3
MPOCTUMH Ka3yaJbHUMU MPOEKTaMH 3 MPUMITUBHOIO Tpadikoio, TO ChOTOIHI
KOPUCTYBaul OYIKYIOTh BiJI MOOUIBHUX IMOp BI3yaJIbHOI SKOCTI Ta TJIUOWHH
reiimiuiero, HaOmmxeHoi A0 KoHconbHuX Ta IIK-mpoekrtiB. CyvacHi
(dbrarmMaHchKi cMapT(HOHU OCHAIIEHI MOTYKHUMH TrpadiyHUMU TPOILIECOpaMH,
1[0 MiATPUMYIOTH TaKi MEPEAOBI TEXHONIOTII, IK TPACYBaHHS IPOMEHIB, (P13MYHO
MpaBUJILHE OCBITJICHHS Ta BUCOKOSKICHI TeKCTypH. Lle cTBOproe miarpyHTs st
PO3POOKH TEXHOJOTTYHO CKJIAJIHUX Ta Bi3yaJbHO BPKAKOYUX ITPOBUX MPOEKTIB

Ha MOOLTBHUX TIaThOopMax.

1.1.2. O6rpyuryBanus sudopy Unreal Engine 5

VY BiAMoBiAL HA Il TEHICHIIT PO3POOHUKH ITPOBUX JIBUTYHIB aJanTyIOTh
CBOI MPOAYKTHU HJisi 3aJ0BOJIEHHS 3POCTAIOUMX BHMOI MOOUIBHOI pPO3pOOKH.
Unreal Engine 5, mpencrtaBnenuii kommaniero Epic Games y 2021 por, €
OJIHMM 13 HaWIMPOTPECUBHIIMIUX PillleHb Yy I cdepi. [Januil pymii mponoHye
PEBOJIIONIMAHI TEXHOJOTII, SIKI JO3BOJISIIOTH CTBOPIOBATH BI3yaJbHO Bpa)karoul
MPOEKTH HAaBITH I MOOUTbHUX TIATHOPM, ONTUMI3YIOUH iX JUIsl 30epeKeHHS

MPOJIYKTUBHOCTI Ta €Heproe(h)eKTUBHOCTI.

Bubip Unreal Engine 5 sk 1HcTpymMeHTa 1isi pO3pOOKHM MOOUIBHUX 1MOp

OOTPYHTOBAaHMM KiJTbKOMA KIFOUOBUMHU (DaKTOpaMu:

1. UE5 npomnonye iHHOBamiitHi TexHosorii Nanite Ta Lumen, ski
paguKaIbHO 3MIHIOIOTH MiAX1J IO JeTami3alii Ta OCBITJICHHS CIICHH.

Nanite — cucrema BipTyadi3oBaHOI T€OMETpii, 10 JO3BOJISE
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BUKOPHUCTOBYBAaTH HAJ3BUYANHO J€Tali30BaHI Mojeni 0e3 3HAYHOTO
BILUIMBY Ha MPOJIYKTHUBHICTb. XO4a MOBHOI[IHHA peainizauis Nanite MOKU
[0 JOCTyIHA JIUIIe Ui TiaTpopM BHUCOKOTO Kiacy, aJanToBaHi Bepcii
€1 TEXHOJOT1T MOXYTh OyTH 3aCTOCOBaH1 1 JJii MOOUIBHUX TPOEKTIB.
Lumen 3abe3neuye auHAMIYHE TJIOOAIBHE OCBITJICHHS, IO 3HAYHO
M1JIBUIIY€E PEATICTUYHICTD BI3yaJbHOI'O MPEICTABICHHS TPH.

2. UES5 npomoHye po3MMUpeHi I1HCTPYMEHTH ONTHMI3allii, CHeIlaJbHO
aJanToBaHl IS MOOUIBHMX IuIaTdOpM: CHCTeMa pIiBHIB Jerajizallii
(LOD), nunamiyHe MaciiTaOyBaHHS PO3JJIEHHS TEKCTYp, ONTHMi3allis
nporieciB peraepunry. Lli IHCTpyMeHTH M03BOJSIOTH OamaHCYyBaTH MIiXK
BI3yaJIbHOIO SIKICTIO Ta MPOAYKTHUBHICTIO, IO KPUTHUYHO BAXKIIUBO IS
MOOUTRHUX TPUCTPOIB 3 0OMEKEHUMH OOUYHCITIOBATLHUMH pEeCypcaMu Ta
HEOOX1THICTIO eKOHOMIT 3apsay Oarapei.

3. Unreal Engine 5 Hajae yHIKalbHy CUCTEMY BI3yaJbHOTO MPOTrpaMyBaHHs
Blueprint, sxa 3HayHO cHpoILy€e MPOLEC PO3POOKK Ta MPOTOTHITYBaHHS
irpoBux Mexadik. lle 0coOnMBO BaXIMBO B KOHTEKCTI MOOLIBHOI
pO3pOOKH, 1€ IIBHAKICTh BHUBEICHHS MPOAYKTY Ha PHHOK YacTo €

KIIFOYOBUM (DAKTOPOM YCITiXYy.

1.1.3. IlopiBHSIHHA 3 TPAAULIHHUMU MiX0AaAMH 10 PO3POOKHU

ITopiBaroroun Unreal Engine 5 3 TpaguiiiiHUMu miaxoaaMu 10 pO3pOOKH
MOOUIBHMX 1r0p, BapTO BIJI3HAYMTH KUIbKa CYTTE€BHX IepeBar. Ha BiaAMiHY BiJ
HAaTUBHOI PO3pOOKH 3 BUKOPUCTAaHHSAM MOB mporpamyBanHs Swift (10S) abo
Kotlin/Java (Android), UES 3a0e3neuye kpocmiaaTdhOpMeHICTb, T03BOJSIOYU
CTBOPIOBATH MPOEKT OAHOYACHO JJIT 000X OCHOBHUX MOOUIBHHX OIEpaIiiiHux

cucreM. Lle 3HauHO CKOpoUye YacoBi Ta (PiHAHCOB1 BUTpPATH HA PO3POOKY.

VY mNopiBHSHHI 3 IHIIMMHU TOMYJISPHUMHU JBUTYHAMHU JJii MOOUIBHOI

po3poOku, Takumu sik Unity, Unreal Engine 5 mpomonye Oumbn AOCKOHAII
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TEXHOJIOTIi Bi3yasizalli, 1o J03BOJISIOTh JOCATTH (OTOpeaTicCTUYHOI rpadiku
HaBITb HAa MOOUIBHUX MpuUCTposX. KpiM ToOro, iHTerpamis 3 BEJIHKOIO
exocuctemoro Epic Games, BKIIIOUalOYM MapKETIUIEHC 3 TOTOBUMU acceTaMu Ta

CUCTEMY PO3IOALLY AOXO/I1B, CTBOPIOE JOJIATKOBI MepeBaru Jyisi po3poOHHUKIB.

OpnHak BUKOpUCTaHHS MOTYyXHOTO pyirist sk Unreal Engine 5 mist MoOGunbHOT
pO3pOOKM TIOB'SI3aHE 3 TIEBHUMM BHKJIWKaMH, 30KpeMa 3 HEOOXITHICTIO
MIMOOKOTO PO3YMIHHS METOIB ONTUMI3allli Ta ajanTalii BUCOKOSKICHUX
acceTiB A MPUCTPOIB 3 oOMexkeHUMHU pecypcamu. Lle poOuTh akTyanbHUM
JOCJIDKEHHS €(DEKTUBHUX METOAMK Ta MIAXOIB 10 PO3pOOKH MOOIIBLHUX 1M0p 3
BukopuctanHaM UES, ski 103BOJNSIIOTP MaKCHUMAaJbHO 3aiATH TOTEHIIA
JAHOTO THCTPYMEHTA, OJHOYACHO 3a0e3Meuyl0Yd ONTUMAJIbHY MPOIYKTUBHICTh

Ha UIbOBUX II1aTGopMmax.

Takum 4MHOM, JOCTIIKEHHS MOXJIMBOCTEH Ta OCOOIHMBOCTEH PO3pOOKHU
MOOUTBHUX 1rop 3 BukopuctanHsaM Unreal Engine 5 € akTyalbHOIO TEMOIO, 110
Ma€e [K TEOPETUYHY WIHHICTb Y KOHTEKCTI BUBYEHHS CY4YaCHUX TEXHOJIOTIN
IrpoBOi  pO3pOOKHM, TaKk 1 TMpPaKTUYHE 3HAYEHHS JJII  CTBOPEHHS

KOHKYPEHTOCHPOMOKHUX MOOUIBHUX ITPOBUX MPOJIYKTIB.

1.2. CyyacHuii cTaH rajay3i po3pookn MOOIJILHHUX irop

1.2.1. Orasa puHKY MOOIJILHUX irop Ta Horo o0csAru

PrHOK MOOUTBHUX IFOp Ha Cy4YaCHOMY €Tall € IOMIHYIOYUM CETMEHTOM
CBITOBOI IrPOBOi 1HAYCTpPii, JEMOHCTPYIOUM CTaOUIbHE 3pPOCTaHHS Ta
IHHOBAIIWHUN PO3BUTOK. 3a TaHUMHU aHATITUYHOI areHIii Newzoo, y 2023 pori
rno0anbHUI J0X1A Big MOOUIbHUX 1rop ckiaB moHaa 103,5 mMinmesipaa momapis

CHIA, o cranoBuTh npudan3Ho 51% 3aranbHOro o0CSry irpoBOro pPUHKY.
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[Iporrosyetncs, mo a0 KiHig 2025 poky 1e# nmokazHuk jocsarae 116 MutbspiiB

J10J1apiB.

PerionanpHa CTpyKTypa PHHKY MOOUIBHHUX IMOp JIEMOHCTPYE 3HAYHY
nuBepcudikamito. HalOulbliuMu perioHaIbHUMHM  PUHKAMU  3aJIMILIAIOTHCS
Asiatceko-Tuxookeancbkuii perion (ocobmmBo Kwurait, Anonis Ta IliBnenHa
Kopes), axuit popmye 6mu3bko 50% rinobdansHoro aoxony, IliBHiuna Amepuka
(mpubnuzno 25%) ta €Bpona (Onuszbko 18%). Ilpu 1pOMY HaNOUIBIN
JUHAMIYHE 3pPOCTaHHS JEMOHCTPYIOTh puHKH IliBmeHHO-CximHoi As3ii, IHmii,
Jlatuncbkoi Amepuku Ta binuspkoro Cxomy, /€ CIOCTEpITAEThCS IIBUJIKE
301IBIIEHHS KUIBKOCTI KOPUCTYBadiB cMapT(OHIB Ta MOKPALIEHHS AOCTYIY A0

MOOUTBHOTO IHTEPHETY.

[Toka3oBuM € TOH (pakT, IO aKTUBHA KOPHUCTyBallbka 0a3a MOOUIBHHUX
irop y 2023 pori nepeBumuia 2,8 MUTbsp/a rpaBlliB, 0 CTAHOBUTH OJU3BHKO
36% cBiTOBOrOo HaceneHHs. Takuil MacmTad ayauTopii 3yMOBJIEHUMN
JEMOKpaTH3aLI€l0 JOCTYIy 10 cMapT(HOHIB, BIIHOCHO HU3bKUM MOPOTrOM BXOIY
JUIsE  KOpPHUCTyBadiB (OUIBIIICTh MOOLIBHUX 1TOpP PO3MOBCIOJKYIOTHCA 32
0e3KoTOBHOIO  Mojewno  free-to-play) Ta mOCTIHHMM — pO3LIMPEHHSIM

PI3HOMAHITTS IrPOBUX MPOAYKTIB.

Bapto BIJI3HAYHUTH, 110 013HEC-MOIENb free-to-play 3
BHYTPIIIHBOITPOBUMHU  MIKPOTPAH3aKIIsIMA  3QJIMIIAETHCA JIOMIHYIOUOKO Ha
PUHKY MOOUTRHUX irop, reHepytoun mnoHan 90% 3arampHoro poxony. Ilpu
npomMy Ha 20% HallakTUBHIIIMX TpaBLiB (Tak 3BaHUX "KWTIB") mpumagae
omuzpko 65% ycix BHUTpaT Ha MiKpoTpaH3akiii. BoaHowac HabuparoTh
MOMYJIAPHOCTI W ajJbTepHATUBHI MOJCII MOHETH3aIlil, 30KpeMa ITAMUCKH
(manpuknan, Apple Arcade, Google Play Pass), riOpuani Mozeni 3 peKIaMHOO

IHTErpalli€lo Ta MpeMiajabHI ITPU 3 OJJHOPA30BOIO OIIATOO.
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KonkypeHIiis Ha pUHKY MOOUIBHUX IrOp 3aJIMIIAETHCS HAA3BUYANHO
BHUCOKOI. 3a naHuMu App Annie, B marazuHax App Store ta Google Play
moJieHHo TyOmikyeTsess moHaa 500 HoBuUX irpoBux AojatkiB. [lpu mpomy
CIIOCTEPITa€EThCS SICKPAaBO BHpPa)K€HA TEHJEHISI O KOHCOJiJalli pPUHKY, 1€
HanOimpm BupaBiil (taki sk Tencent, NetEase, Activision Blizzard King,

Supercell) KOHTPOJIOIOTH 3HAYHY YAaCTKY JOXO/IB.

1.2.2. OcHOBHI TeHJAeHUil TA NEPCNEeKTHBH PO3BUTKY

CyvacHuil pUHOK MOOUIBHUX ITOp XapaKTEPHU3YEThCS HU3KOK BUPAZHUX

TEHJICHIII}, 110 BU3BHAYATUMYTh HOTO PO3BUTOK Y HAMOJIMKYI POKHU:

e [lixBHIIEHHS TEXHOJIOTIYHOI CKJIAAHOCTI MPOAYKTIB. CriocTepiracThes
CTIUKMIA TpeHJ 10 CTBOPEHHS TEXHOJIOTIYHO JOCKOHAIWX 1Irop 3
BHUCOKOSIKICHOIO Tpadikor Ta CKIQJHUMH ITPOBUMH MeEXaHIKaMHU.
MoO6iibpHI ITpU BCE YaCTIlIE HAOMMXKAIOTHCS 32 CBOIM TEXHOJIOTIYHUM
piBHem 10 koHconmbHux Ta [IK-mpoektiB. IlpoMy cnpusie mocrTiiine
BJIOCKOHAJICHHSI MOOLIBHUX TMPHUCTPOIB Ta TOsiBa CIHeEliali30BaHUX
IrpOBUX CMapT(OHIB 3 MiIBUIIIEHOIO MPOTyKTUBHICTIO.

e Po3BuTOK Kpoc-miiaTpopMeHocTi. 3pocTae MOMYJAPHICTH 1TOp, IO
NIATPUMYIOTh ~ CUHXPOHI3alll0 TPOrpecy Ta  MYJbTUIUIEEP MIXK
MobOuTbHIME TipucTposimu, [1IK ta xoncomsmu. Taki mpoektu sk Fortnite,
Genshin Impact, Ta Call of Duty: Mobile neMOHCTPYIOTh YCHIIIHICTH
bOr0 MiJAXOY, PO3LIMPIOIOYU ayJAUTOPII0 Ta 30UIBLIYIOUN 3aJTyYEHICTh
TPaBIIiB.

e BnpoBamxkenHsi TexHoJ0rid qonoBHeHoi (AR) ta BipryaabHoi (VR)
peajibHoCTi. Xoua AR-irpu Bxe IOCITIM TEBHOTO YCHmiXy (30Kpema,
Pokémon GO), posurok VR mis MoOubHHX Tuiatgopm Bce 1ie

3HAXOAMUTHCS Ha paHHIM cranii. [Ipore 3 pO3BUTKOM TEXHOJOrIH Ta
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3HIDKEHHSIM  BapTocTi  VR-rapHITYp OYIKY€TbCS 3pPOCTAaHHS  I[OTO
CErMEHTY.

InTerpamnisi ereMeHTiB coniaabHux Mepe:x. CydacHi MOOLTBHI ITpU BCE
YacTillie BKIOYAIOTh (YHKINT COIiadbHOT B3a€EMOJIIi, JO03BOJISIOUU
TPaBIsIM CITUJIKYBAaTHUCS, (DOpMyBaTH CHUTBHOTH Ta 3MaraTUCS OJWH 3
onauM. Ll Tenaenis crnpusie GopMyBaHHIO CTIMKHUX ITPOBHUX CIUIBHOT
Ta M1JBUIIYE PIBEHb 3AyYEHOCTI KOPUCTYBaYiB.

Po3BuTok xmapuux irpoBux cepsiciB. Texnosorii Ha kmrant Google
Stadia, Microsoft xCloud Tta NVIDIA GeForce Now mounHarTh
aanTyBaTHCS IS MOOUTRHUX TPUCTPOIB, IO TMOTEHIIIWHO JO3BOJIUTH
3aIyCKaTH TEXHOJOTTYHO BUMOTJIUBI ITPH Ha cMapT(oHaX 3 0OMEKEHUMH
pecypcamu.

IMniemenTanis TEeXHOJIOTil IITY4YHOI' 0 iHTeJIeKTY. 11
BUKOPUCTOBYETHCSI HE JIMIIE JJIs CTBOPEHHS OUIbII pPeaiCTUYHUX
HEIrPOBHUX IEPCOHAXIB, ajge M Ui MepcoHali3alii 1IrpoBOro AOCBiAY,
ajanTaiii CKJIagHOCTI Ta aHaji3y IOBEIIHKM KOPHUCTYBAYiB 3 METOIO
ornTuMizali O13HeC-MOKA3HUKIB.

Po3Butok MmobinbHOro kidepcmopry. Taki irpu sk PUBG Mobile,
Mobile Legends: Bang Bang Tta Free Fire cdopmyBanum macmiraOHi
KiOepCIOPTUBHI €KOCUCTEMH 3 PO(DECITHUMU JIiraMu Ta MIKHAPOIHUMU
TypHIpaMH# 3 BEJTMKAMU TPU30BUMH (POHIAMHU.

Apanranisa MexaHiKk aBTo0aT/epiB, KOPOJIBCbKHX OMTB Ta iHIIMX
cydyacHuXx xkaHpiB. YcmimHi xanpu 3 [IK Ta KOHCONMBHOTO cerMeHTy
MIBUAKO aJaNTyIOThCA ISl MOOUTbHUX TIATGOPM, 4acTO 3 J0JaBAHHAM
YHIKaJIbHUX MEXaHIK, ONITUMI30BaHUX JJIsI CCHCOPHOTO YIPABJIIHHS.
InTerpanis OJsiokueiin-texnoJsiorii Ta NFT. He3paxkatoun Ha mneBHY
KOHTPOBEPCIMHICTh, ITPU 3 IHTETPAIEl0 KPUNTOBAIIOT Ta HE3aMIHHHMX
TOKEHIB MPOJOBXKYIOTh pO3BHUBATHUCS, (OPMYIOUM HIIIOBHM, aie

MEPCIEKTUBHUN CETMEHT PUHKY.
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Ili TenaeHIli BKa3ylOTh Ha MOAANbBIIE YCKIAIHEHHS Ta AUBepcudikailio

PUHKY MOOUIBHHX 1rOp, IIO CTBOPIOE SIK HOBI MOXJIMBOCTI JUIsl PO3POOHMKIB,

TakK 1 MABUIIYE PIBEHBb BXiAHOTO Oap'epy AJiT HOBUX IIPOEKTIB.

1.2.3. AHaJji3 TeXHiYHUX 00MeKeHb Ta BUKJIUKIB MOOIJILHUX IIAT(HOPM

He3Baxatoun Ha MOCTIHHE BJIOCKOHAJIEHHS MOOUIBHUX HPHUCTPOIB,

po3pobOKa irop s miei miaTGopMy BCe IE MOB'S3aHAa 3 HU3KOK TEXHIYHHUX

00MEXEHDb Ta BUKJIMKIB:

e @parmeHTauisa amapatHoro 3al0e3medeHHs. Ha puHKy mnpeacraBieHi

TUCAYl MOJIENIe MOOLIBHUX MPUCTPOIB 3 PI3SHUMHU XapaKTEPUCTHKAMU
(po3mip ekpaHy, NPOAYKTUBHICTH IMpolecopa, o00'eM omepaTUBHOI
nam'sati). Ile yckmamHioe mporec po3poOKH Ta TECTyBaHHS, BUMararodu
CTBOPEHHS aJIalITUBHUX PIIICHB IS 3a0€3MeUeHHs cTabUIbHOI pOOOTH Ha
HIMPOKOMY CHEKTP1 IPUCTPOIB.

O0MexeHHsI O00YHCIIOBAJIBLHUX pecypciB. Hapith HalmoryxHim
cmaprdhoHn  3HauHO  moctymatotbes  [IK Ta  koHcomsam  3a
OO0YHCITIOBAIFHOIO TOTY)KHICTIO, 10 OOMeXye TpadidHy CKIAIHICTh Ta
macmtab IrpoBux TpoekTiB. Ilpu 1boMy pO3pOOHHKHM MalOTh
OajlaHCyBaTH MIXK BI3yaJIbHOIO AKICTIO Ta MPOIYKTHUBHICTIO.
Eneprocno:xkuBanns. MoOiIbHI iTpU MOBUHHI OyTH ONTHMI30BaHi IS
MIHIMIi3aIlli CIIOKMBaHHS €Heprii, OCKIILKM HaJMIpHE HaBaHTA)XCHHs Ha
OaTtapero CyTTEBO TMOTIpIIye KOpUCTyBalbkuil nocsia. Ile cTBoproe
JI0JTATKOB1 BUMOTH JI0 ONTUMI3aIlli rpadiqyHOro peHAepUHry Ta (POHOBUX
MPOLIECIB.

OO0Me:keHHsI ONepaTUBHOI Ta MocTiiiHOT mam'aTi. MoO6uUIbHI TTPUCTPOT
4acTO MalTh OOMEXKEHUW OoOCIr mam'sTi, 10 BUMAara€ pereabHOro
VIpaBJiHHS pecypcaMyd Ta omnTumizaiii accetiB. KpiM TOro, icHyIOTbh

OOMEKEHHS Ha pO3MIp MOJATKIB y Mara3uHax JOJIaTKiB, IO 3MYIIY€E
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PO3pPOOHUKIB BUKOPUCTOBYBATH TE€XHOJIOT1i JUHAMIYHOTO 3aBaHTAXEHHS
KOHTCHTY.

o Oco0auMBOCTI ceHCOpPHOro ymnpaBJiHHA. BincyTHicTs  (i3uuHux
KOHTPOJIEPIB CTBOPIOE TIEBHI OOMEXEHHsI I peaizallii CKJIaJHUX
CUCTEM YMPABIIHHS, OCOOJMBO B Irpax 3 AWHAMIYHUM Teimriuieem. lle
BUMAara€ CTBOPEHHS IHTYiTUBHUX Ta €pProHOMIYHUX 1HTep(eiciB,
a/IafTOBAaHUX IS CEHCOPHUX €KpaHiB.

o Ilpobiemu 3 miAKJIIOYEHHSIM [0 Mepeki. buTbmIicTe cydacHUX
MOOUIBHMX 1rOp BUKOPUCTOBYIOTH OHJIAMH-KOMIIOHEHTH, MPOTE SKICTh
MOOUTBHOTO IHTEpHETY MOKe OyTH HecTabimpHOIO. [[e BuMarae peamizartii
MEXaH13MIB TOJIEPAHTHOCTI JI0 3aTPUMOK Ta pOOOTH B O(hIaiH-PEKUMI.

e TemioBi o0OMexeHHsl. I[HTCGHCUBHI OOYHMCJIEHHS TMPHU3BOAATH 1O
HarpiBaHHS MOOUIPHUX WPHUCTPOIB, IO MOXKE BHUKJIMKATH TEPMIYHE
npocentoBanHs  (thermal throttling) — aBTOMaTHyHEe 3HUXKEHHS
MPOJYKTUBHOCTI Uil 3ano0iranHs neperpiy. Lle 3myniye po3poOHUKIB
BIIPOBA/DKYBATH  JIMHAMIYHE  MAacIITa0yBaHHS  HABAHTAXKEHHS B
3aJIEKHOCTI B1J] TEMIIEPATYPHOTO PEKUMY MPUCTPOIO.

e PizHomaHiTHiCTL omepamiiiHux cucrem Ta ix Bepciil. HeoOximHicTh
niATpUMKH pi3HUX Bepcid Android Ta 10S yckiiagHiO€e mpoiec po3pooKu
Ta TECTYBAaHHs, OCOOJIMBO 3 OIJISAy Ha Pi3HY IMIUIEMEHTALII0 CTaHJIapTIB
y pi3uux Bepcisx OC.

e OOmexenHss marasuHiB pgoxatkiB. App Store Ta Google Play
BCTAQHOBIIIOIOTh CyBOpl TMpaBWja MO0 KOHTEHTY, MOHETH3alii Ta
TEXHIYHOI peai3allii J0JaTKiB, 0 MOXKe 0OMEXyBaTH TBOPUY CBOOOIY

PO3pOOHUKIB Ta BIUIUBATH Ha O13HEC-MOJICIII.

Jis  momonmaHHS 1MX OOMEXEHb PO3POOHUKM MOOUIBHHX  irop

BUKOPHUCTOBYIOTh PI3HOMAHITHI MiAXOX O ONTUMI3AIliil, BKIFOYAIOUHN:

e [MmmneMeHTarlito cucteMu piBHIB aeranizaiii (LOD)
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e BukopucranHs OUTIHIHHOT Ta aHI30TPOITHOI PLIBTpAIlii TEKCTYP

e OnTuMi3alio WehaepiB Ta MaTepiajiB

e BuKOpUCTaHHSA pI3HUX PIBHIB SIKOCTI B 3aJ€XKHOCTI BiJ TOTYXHOCTI
MIPUCTPOIO

e 3acTocyBaHHS TEXHOJIOT1H KEITyBaHHS Ta MEPEIPO3PaxyHKIB

e OnruMmizarlito JIOT1KK OHOBJICHHS ITPOBHUX 00'€KTIB

e BrpoBa)KeHHs] aCHHXPOHHOI'O 3aBAHTAKEHHS aCCETIB

1.2.4. IlonyJiAApHi ’KaHPU MOOLIBHHUX IrOp Ta iX 0COOJIUBOCTI

PuHOK MOOUIBHHX 1TOp XapaKTEPU3YETHCS 3HAYHUM >KaHPOBUM Pi3HOMAHITTSIM,
pOT€ MOXHA BUJUIUTH KUIbKa KaTeropii, 10 JAEMOHCTPYIOTh HaWOUIbILY

MOMYJISIPHICTH Ta KOMEPIINHUHN YCITiX:

e linepka3yanbni irpm (Hyper-casual) — mHalnpoctimuii Ta
HaWJOCTYIHIIUMN JKaHpP 3 MIHIMAJIICTUYHUM JU3alHOM, IHTYiTUBHUM
KEpyBaHHSAM Ta KOPOTKMMHU irpoBuMH cecisiMu. Taki irpu sk Helix Jump,
Stack Ball, Aquapark.io 3a3Buuyaii MOHETH3YyIOTbCS Ye€pe3 peKjIamy Ta
OpIEHTOBAaH1 Ha MAKCUMAJILHO MIUPOKY ayAuTOpit0. OCOOIMBOCTI KaHPY:

o HamzBruualiHO POCTHM redMIUIel (JacTo JOCTATHBO JIUIIE OJHOTO
JIOTHUKY)

© MiHIMaTICTUYHUN IW3aiH Ta IBUIKUHN ITUKI PO3POOKH

o Bucoka BiaTBOproBaHicTh (replayability)

o OpieHTallis Ha KOPOTKI IrPOBI cecii (10 2 XBUIJIMH)

o Ila3znu Ta ronoBosomku (Puzzle) — iHTenekTyanbHi irpu, 3aCHOBaHI Ha
po3B'sizanH1 JjoriyHux 3amad. IlpeacraBuuku: Candy Crush Saga,
Gardenscapes, Homescapes. XapaktepHi pucu:

o IlokpokoBuii reiimILIeH, 1110 HE BUMAarae IBUJIKOI peaKiii
o IlocTtynoBe ycCKIJIaJIHEHHS PIBHIB

o HaparuHa oOropTka JyIs IiIBUINCHHS 3aTyICHOCT]
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O

MexaHiku comiajbHOI B3aeMOIi1

e Kasyauabni irpu (Casual) — nocTymnHi irpu 3 OpOCTUM TIEHMILIEEM,

OpIEHTOBaH1 Ha MUPOKYy aynurtopito. [lpukmagu: Angry Birds, Cut the

Rope, Fruit Ninja. Oco6iuBocTi:

@)

@)

©)

O

[aTyiTHBHE YyripaBIiHHS

Posmmpena cucrema mporpecii MOpPIBHSHO 3 TinepKa3zyalbHUMU
IrpamMu

CBiTinid, ICKpaBuil Bi3yadbHUN CTHIIb

OpiexTatiisi Ha CIMEHHY ayJIUTOPIIO

e beskineuni 0irynun (Endless runners) — irpu, ne nepcoHaxx MOCTIHHO

PYXa€eThCs BIEpE/I, a rpaBellb Kepye YXUICHHSIM BiJl IEPEIIKO/1 Ta 300poM

oonyciB. IIpeacraBuuku xaHpy: Subway Surfers, Temple Run, Sonic

Dash. Xapakrepuctuku:

O

@)

(@)

@)

[Ipocra, ane 3aXOIUIIOI04Ya MEXaHIKa

Cuctema mocTynoBoi mporpecii (30ip BaJlOTH, MOKpaUIEHHS
MIEPCOHAXKIB)

OpienTallisi Ha BCTAHOBJIEHHS PEKOP/IiB

CeciifHui redMIIIeH 3 MOXIIMBICTIO KOPOTKOYACHOI TpU

e Crparerii Ta cumyJasitopu ynpasJjiHHsa (Strategy and Management)

— IrpW, 3acHOBaHI Ha CTpPATEriyHOMY IUIAHYBAaHHI Ta YIpaBJiHHI

pecypcamu. Ilpukmagu: Clash of Clans, Rise of Kingdoms, Fallout

Shelter. OcoOnuBOCTI:

@)

@)

(@)

@)

['muboki MexaHiKU Ta TOBrOTpHUBaJIa MpoOrpecis
CorianpHi e1eMeHTH (KJIaHH, aJbsHCH)
AcunxpoHuuii PvP

Perynsaphi moaii Ta OHOBICHHS

e Poanbosi irpu (RPG) — npoektu 3 HoKycoM Ha PO3BUTKY IEPCOHANXKA Ta

HapatuBl. [IpencraBuuku: Genshin Impact, Raid: Shadow Legends, AFK

Arena. XapaKTepUCTUKH:
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o KoMruiekcHi cucTeMu Mporpecii NepcoHaxiB
o ['muOokwuii TOp Ta CIOKETHI JIiHIT
o ['aua-mexaHiku (BUIAJKOBE OTPUMAaHHS TIEPCOHAXKIB)
o KoornepaTuBHi Ta 3MarajibHi €JI€eMEHTH
e MyuasTunieepni onaaiin-outeu (MOBA Ta Battle Royale) —
3MarajbpHl irpu, opieHtoBaHi Ha PvP-Bzaemopito. Ilpuxmanu: PUBG
Mobile, Mobile Legends: Bang Bang, Brawl Stars. OcobnuBocTi:
0 DOKyC Ha KOHKYPEHTHOMY I'€HMMILIE]
o CkJaJiHl MEXaHIKH, 10 MOTPEOYIOTh MaiCTEPHOCTI
o0 Ce30HHA CTPYKTypa Ta PEUTHHTOBI CUCTEMU
o Po3BuHeHUI comiaJIbHUI KOMIIOHEHT
e CnopruBHi Ta nmeperoHoBi irpm (Sports & Racing) — cumyisaropu
peaNbHUX BUIB CIOPTY Ta aBToneperonis. [IpencraBanku: FIFA Mobile,
Asphalt, 8 Ball Pool. Xapakrepuctuku:
o PeanicTuuHa (i3uka Ta yrnpaBiIiHHA
o JlinleH30BaHU{ KOHTEHT (peajibHI KOMaH/Id, CIOPTCMEHH )
o [lopiuHi OHOBJIEHHS Jisl CHOPTUBHUX CUMYJISTOPIB
o lloemHaHHS OAMHOYHOTO Ta 6AraTOKOPHUCTYBAIBKOTO PEKUMIB
e Kaprkosi irpu (Card Games) — uudpoBi amanrtaiii TpaguiiiHUX
KapTKOBHX 1irop abo opwuriHanbHi npoektu. Ilpukinanu: Hearthstone,
Magic: The Gathering Arena, Solitaire. Oco06IHMBOCTI:
o Komexiiiigi enemMedTu
o TakTuyHa rnuOUHA
o PerynsipHe OHOBJIEHHSI METa-TpU

o JloCTymHICTh AJIA MOYATKIBIIIB 3 BUCOKHM MOPOTrOM MalCTEPHOCTI

BaxxnuBo BII3HAYWTH, IO CydYacHI MOOUIBHI ITPH YacTO MOETHYIOTh
€JIEMEHTU PI3HUX JKAHPIB, CTBOPIOIOYUM T1OpUIHI MPOIYKTH IS PO3MIUPEHHS

uiIboBoi  ayaurtopii. Hampuknan, Oararo RPG  1HKOpHOpYIOTH €J1€MEHTH
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CcTpaTeriii, a KasyallbHI ITpH 3alo3W4ylOTh MEXaHIKH IMporpecii 3 OUIbII

XapJKOPHUX KaHPIB.

XKanp endless runner, sxkuéi € ¢Gokycom aaHOI POOOTH, 3aTUIIAETHCS
OIHMM i3 HaHOGUIBII YCHIMIHUX Ta CTAOiLIPHUX HA MOOLIbHOMY puHKY. Horo
MOMYJISIPHICTh TOSICHIOETHCS OPTaHIYHUM TOEIHAHHSM IPOCTOTO, IHTYiTUBHO
3pO3yMIJIOT0 TEeHMIUICI0 3 JOBTOTPUBAIOID CHUCTEMOIO MpOrpecii, Mo poOUTh
Irpd  1[bOTO JKaHpPy JAOCTYIHUMHU JJisi HOBAuKiB, ajie I[IKaBUMHU IS

JOBTOTPHUBAJIOTO 3Iy4EHHSI KOPUCTYBAYiB.

1.3. MeTtonoJiorist po3po0dKu MOOIJILHMX irop

1.3.1. Oco0.1MBOCTI KUTTEBOT0 HMKJIY PO3POOKH MOOIJILHOI I'PH

Po3pobka MOOITBHMX 1rop Mae CBOi YHIKaJbHI OCOOJHMBOCTI, SKi

BIJIPI3HSIOTH ii Bl pO3POOKH 1rop JIsl IHIIMX MAATPOPM.

o KurreBmii nuka po3podku: KUTTeBUI LUK MOOUIBHOI IPU BKJIKOYAE
KUIbKa €TammiB: KOHIEMIlisA, MPOTOTHIYBaHHS, pO3poOKa, TECTyBaHHS,
BUIMyCK Ta miaTpuMka. KokeH etam BuUMarae yBaru 10 chenupigHux
0CcOoOMMBOCTEM MOOUTHHHX IIATHOPM, TAKUX SK OOMEXKEHI pecypcu Ta
PI3HOMAHITHICTh TPHUCTPOiB. PO3pOoOHMKHM MOBWUHHI BpaxoOBYBaTH IIi
¢dakropu, mod 3ade3nedyuTH cTabLIbHY POOOTY TpUM Ha BCIX LIIBOBUX
MPUCTPOSIX.

e Yacti oHoBJeHHs: MOOUIBHI IFPM YACTO BHMAaralTh YacTIIIMX
OHOBJICHb I BUIIPABIICHHS MOMMUJIOK Ta JIOJIaBaHHS HOBOTO KOHTEHTY.
Ile momomarae miaATpUMyBaTH IHTEpEC TPABIIIB Ta aaanTyBaTd TPy [0

3MiH Y pUHKOBUX YMOBaX.

1.3.2. IIpoexkTyBaHHS apXiTeKTypH 3 ypaxyBaHHAM 00MeKeHb MOOIIbHUX

NMPUCTPOIB
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[IpoexkTyBaHHSI apXITEKTYypd MOOLIBHOI TpU BHUMAara€ BpaxyBaHHS
o0OMeXeHb MOOUIBHUX MPHUCTPOIB, TAKUX SIK 0OMEkKEHA MOTYXKHICTh MPOoIEecopa,

00'eM omepaTUBHOI MaM'sIT1 Ta EHEPrOCTIOKUBAHHS.

e MoayabHa apxitektypa: BukopuctaHHs MOAYJIBHOI apXITEKTypH
J03BOJISIE PO3AUIMTH TPy Ha OKpPEMI KOMIIOHEHTH, SIKI MOXKHa JIETKO
OHOBITIOBATH Ta onTuUMi3yBaTH. lle momomarae 3abe3neynT THYYKICTh Ta
MacITaboBaHICTh IPOCKTY.

e OnrTumizanmia  pecypciB: Po3poOHMKKM  NOBHHHI  ONTUMI3YBaTH
BUKOPUCTAHHSA PECYpCIB, TaKUX SK TEKCTYpH, MOJENI Ta 3BYKH, IS
3MEHIIICHHS HaBAaHTa)XCHHA Ha MpUCTpiid. lle BKiIIOYae BUKOPUCTAHHS
TEXHIK, TAKUX SK KOMIIPECIS TEKCTYp Ta 3MEHIICHHS KUTBKOCTI TOJIITOHIB

Y MOACIIAX.

1.3.3. MeToau onTuMizauii NpOAYKTUBHOCTI Ta €HEPIroCHOKUBAHHSA

OnTumizarliss TPOMYKTUBHOCTI Ta EHEProOCIOXHBAHHA € KIFOYOBUMH

acneKkTaMu po3poOKH MOOLITBHUX 1rOp.

e OnrTumizanisa npoaxyKTuBHOCTI: /{15 3a0e3neueHHs miaBHOi poOOTH IrpH
Ha MOOUTHHHUX MPUCTPOSX HEOOXITHO BUKOPUCTOBYBATH TaKi METOIH, K
3MEHIIIEHHS KUTBKOCTI BHKJIUKIB 70 TpadidyHOTO IpoIecopa, ONTUMIZAIlIs
(GI3MYHUX PO3pPaxyHKIB Ta BUKOPUCTAHHA €(PEKTUBHUX anroputmis. Lle
J0ToMara€e 3MEHIINTH 3aTPUMKH Ta MiIBUIUTH MPOTYKTUBHICTh TPH.

e ExoHoMmisn eHeprocmoxuBaHHs: OnTumizalis €HEProCHOKUBaHHSA
BKJIIOYA€ 3MEHIUEHHS BUKOPUCTaHHS Ipolecopa Ta rpaiyHoro
mporiecopa B (POHOBOMY pEXHMi, a TakoX €(EKTHBHE YyIpPaBIiHHS
KUBJNCHHAM. lle momomarae MPOJOBXKUTH Yac POOOTH TPHUCTPOIO Bif

OJTHOTO 3apsiay Oarapei.

1.3.4. Ilixxoam 10 TeCTyBaHHS MOOIJILHUX irop
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TCCTYBaHHH MOOUTEHMX iI‘Op € BaXJIMBHUM CTallOM, SIKAM JoIromMarae

BHABUTHU Ta BUIIPABUTU ITIOMHUJIKHU IICPC BUITYCKOM I'pH.

o (dyukuioHaiabHe TecTyBaHHsl: IlepeBipka BcixX IrpoBHX (YHKIN Ha
PI3HUX NPUCTPOSAX Ta ONEpaliiHUX CcHCTeMax i 3a0e3MeueHHs iX
npaBwiIbHOI poOoTu. lle BkIIOYaE TECTyBaHHS ITPOBUX MEXAHIK,
1HTEpdEeiicy KoprucTyBaya Ta B3a€MOJIIT 3 CEPBEPOM.

e TecryBaHHsI NPOAYKTHBHOCTI: BuMiproBaHHS NPOAYKTUBHOCTI I'PU Ha
PI3HHUX MPUCTPOSAX JJIA BUSABIEHHS MPOOJIEM 3 MPOAYKTUBHICTIO, TAKUX SIK
3aTPUMKH a00 3HWKEHHS 4acTOTH KajpiB. lle momomarae ontumizyBaTu
rpy AJid cTabiIbHOI poOOTH Ha BCIX I[UIbOBUX MPUCTPOSX.

e TecryBanusi cymicHocti: IlepeBipka cymicHOCTI Tpu 3 PI3HUMH
BEpCISIMM ONEpalifHUX CHUCTEM Ta HPUCTPOSIMHM MJis 3a0€3MEUEHHS

cTabUIbHOI pOOOTH Ha BCIX MOMYJISIPHUX IIaTPOpMax.

Ili meTomosoriuHi MiAXOAW JOTMOMAararoTh PO3POOHUMKAM CTBOPIOBATH

SAKICHI MOOUTBHI 1TPH, SIKI BIIMIOB1Ial0Th BUMOTAM T'PABIlIB Ta PUHKY.

1.4. IlopiBHAILHUI aHAJII3 IHCTPYMEHTIB PO3pO0KH MOOLILHMX irop

1.4.1. HopiBusinasa Unreal Engine S 3 inmmuMu pymisimu 111 MoOLIbHOL

po3pooxu (Unity, Godot)

Unreal Engine 5 (UE5) € onHuM 3 MpOBiIHUX ITPOBUX PYIIIiB, ajlieé Ha PUHKY
TaKOX MPHUCYTHI Takl nmomyJisipHi pymii, ik Unity Ta Godot. Koxken 3 HuX Mmae

CBO1 OCOOJIMBOCTI Ta MEpeBaru.

e Unreal Engine 5: UES BupizHserbcs cBOiMH NE€peOBUMH T'padiuHUMHU
MOJKJIMBOCTSAMH, TakuMu sK Nanite Ta Lumen, $KI J03BOJAIOTH
CTBOPIOBATH JETali30BaHl Ta peamicTu4Hi cuenu. Llei pymriii imeanbHO

MIIXOAUTH JJi1 PO3pOOKH 1rop 3 BHUCOKMMH BHUMOTaMH N0 Tpadiku Ta
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npoaykTuBHOCTI. OJHaK, BIiH MOXE€ BHUMaraTd OLIbIIe pecypciB s
onTUMI3allli HA MOOUTbHUX MPUCTPOSIX.

e Unity: Unity € yHIBepcaqbHUM pYUIIEM, SIKAA TPOMOHYE IIUPOKHIA
CHEKTp IHCTPYMEHTIB JUIsl PO3pOOKU 1rop Ha pi3HUX Iutatgopmax. Bin
Ma€ BEJHMKY CIIJTBHOTY PO3pOOHHKIB Ta OaraTo JOCTYNMHUX IUIaTiHIB.
Unity noOpe miaxoauth aisi po3poOku 2D-irop Ta irop 3 MEHIIUMHU
BUMOTaMH J10 Tpadiku.

o Godot: Godot — 11e Jierkuii Ta BIAKPUTHUH ITPOBUIA Py, sIKHI HaOupae
MOMYJIIPHOCT1  3aBISKU CBOiM MPOCTOTI Ta THY4YKocTi. Bin moOpe
MIIXOMUTh IS 1HAI-pO3pOOHMKIB Ta HEBENMMKUX TMpoekTiB. (Godot
MPOIOHYE XOPOITy MIATPUMKY 2D-1rop Ta Ma€ HU3bKUH MOPIT BXOLY IS

HOBUX pO3POOHHUKIB.

1.4.2. IlepeBaru ta Hegogiku Bukopuctanus UES 1is1 MoOiibHUX NPOEKTIB

IlepeBaru:

e I'padika: UES npornonye Haiikpaiii rpadiuyHi MOXJIMBOCTI HA PUHKY, 1110
JI03BOJISIE CTBOPIOBATH B13yaJbHO BpaKaroul IFPH.

o Incrpymentu ontumizamii: UE5 mae BOymoBaHi I1HCTpyMEHTH IS
ontumizauii NpoayKTUBHOCTI, Taki sk Level of Detail (LOD) Ta Nanite,
K1 JOTIOMAraroTh aJanTyBaTH TPy JJIs1 MOOUTBHUX TIPUCTPOIB.

e CnisbHoTa Ta miaTpUMKa: Benuka coibHOTAa PO3POOHUKIB Ta

JOCTyIHA JOKYMEHTAIsl pOOJISITh MPOLEC PO3POOKH MPOCTILLUM.

Henouiku:

e Pecypcm: UES wmoxe Bumaratu Ouiblle Yacy Ta pecypciB IS
onTUMi3aIlii Ha MOOUTbHHUX MPUCTPOSX.
e CxuagnicTh: Bucokuil mopir BxoJy AJjisi HOBUX pPO3pOOHMKIB, OCOOIMBO

IUISl TUX, XTO HE Ma€ JIOCBIY B porpaMyBaHHi Ha C++.
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1.4.3. AHaJi3 JOCTYNHHUX IVIATIHIB TA TOTOBUX PillleHb J1J1sl MOOUIbHOT

pO3poodKHU

UES npornonye mupokuii BUOip IIariHiB Ta TOTOBUX PIllI€Hb, K1 MOXYTh

CIPOCTUTH MPOLIEC PO3POOKH MOOUIBHUX 1TOP.

o Ilnarinm: JlocTynmHl muariHd Juisl 1HTErpamii pekiamMH, aHaJIITHUKH,
comaibHUX (YHKIIA Ta I1HmMMX MoXiauBocTe. Ile  mo3Bosse
PO3pOOHMKAM IIBUIKO J0aBaTH HOB1 (PYHKIIIT 10 CBOiX 1rop.

o T'orosi pimenns: UES nponoHye rotoBi pilieHHs Uil TAKUX 3aBJIaHb, K
poboTa 3 Mepexero, OaraTOKOpUCTyBallbki (DYHKIIT Ta 1HTerpamis 3

MOMYJIIPHUMU CEPBICAMHU.

1.4.4. Kpocmiiargopmeni mo:xxkiauBocti Unreal Engine 5

UES mniarpumye po3poOKy irop Mg pi3HUX IJIaTGOpPM, BKIIOYAIOUU

MoO1UIbHI npuctpoi, [1K Ta koHCcoI.

e Kpocmiaardopmenicts: Po3poOHHKN MOXYTh CTBOPIOBATU TPy OJIMH pa3
1 BUITYCKAaTH ii Ha KUIBKOX TIaTdopMax, 0 EKOHOMUTh Yac Ta PECYPCH.

e Cymichicte: UE5  3a0e3neuye  CyMICHICTb 3  MONYJSIPHUMH
omepaniiHuMu cucteMamu, Takumu sk 10S ta Android, mo mo3Bossie

OXOMNUTH IHUPOKY ayIUTOPIIO TPABIIIB.

Lle#t anamiz MOMOMOXE BaM 3pO3YMITH TEpPEBard Ta HENONIKHA PIZHHUX

IrpOBUX PYUIiiB Ta BUOpATH HAMKpAIIUil IHCTPYMEHT JJIsl BAILIOTO IPOEKTY.

Unreal Engine 5 (UES) mpomnonye moTy»H1 1HCTpPYMEHTH Ta TEXHOJOTI1
JUISL pO3pOOKH MOOUIBHHUX 1TOp, K1 JIO3BOJISIIOTH CTBOPIOBATH BUCOKOSKICHI Ta
IMEepcUBHI IrpoBl J0cBiAU. (OCHOBHI TEOPETHYHI OCHOBU BKIIIOYAIOTh

BUKOPHCTAHHA MEPeoBUX IpadiyHUX TEXHOJOTiH, Takux sk Nanite Ta Lumen,
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K1 3a0€3MeUy0Th JeTaaizoBany rpadiky Ta 1uHamiuyHe ocBiTiIeHHS. Kpim Toro,
UES npornonye 1HCTpyMEHTH [J1sl ONTUMI3allli NPOAYKTUBHOCTI, Takl sk Level
of Detail (LOD) Ta cucremu yactunok Niagara, siKi JOTIOMararoTh aJanTyBaTH
rpy Ajii OOMEXEHHMX PecypciB MOOUIBHMX MPUCTPOiB. B HacTynmHoMy po3aiii

moskauBocTi Unreal Engine OyayTh po3riisiHyT1 IeTalbHIIIE.

PO311J1 2. TEOPETUYHI OCHOBHU PO3POBKH I'PH TUITY
“ENDLESS RUNNER” HA UNREAL ENGINE 5

2.1. Kaunp "Endless Runner'": ictopisi, 0c00,JMBOCTi Ta KJIIOY0BI MEXaHIKH

XKanp "endless runner" (Oe3kiHeuHHMi ~OITYH) € OIHMM 3
HANIOMY ISAPHILINX y MOGiNbHiil irpoBiii iHmycTpii. Moro oco6nuBicTh momsrae
B Oe3nmepepBHOMY pyCl MepcoHa)xa, KepyBaHHA SKUM 3BEIEHO 1O MPOCTUX
xecTiB. Llell xxaHp noeaHye B co01 €IEMEHTH apKaju, Iaropmepa Ta TOHKH,

CTBOPIOIOYH JUHAMIYHHUI Ta 3aXOIUTIOIYHIA IrpOBHUI MPOIIEC.
2.1.1. IcTropist po3BuTKY kaHpy ""Endless Runner"

IcTopis xanpy "endless runner" Gepe CBiif TOYATOK 3 PaHHIX apKAJTHHUX
irop. OnHUM 3 TIepIIUX MPHUKJIAIiB MOKHA BBaxkatu rpy "Pac-Man" (1980), ne
nepcoHax Oe3nmepepBHO pyxaBcsl JabIpuHTOM, yHHUKarouu Boporis. [Ipore,

MOBHOIIIHHO >KaHp c()OPMYBABCS 3HAYHO MI3HIIIIE.

e Panni apkanu (1980-Ti):
o Irpm, Taki sik "Pac-Man" (1980), 3aknanu ocHOBH O€3MEepEPBHOTO

pyXy Ta YHHMKHEHHs nepenikoj. Xoua "Pac-Man'" He € KjIacuuHuM
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"endless runner", BiH MpeICTaBUB KOHIIEMIIIO 0€3MEPEPBHOTO PYXY
JTa0IPUHTOM, IO CTAJIO BAXKIIMBUM €JIEMEHTOM KaHPY.

o [umi apkanHi irpy, Taki gk "Frogger" (1981) Ta "Paperboy" (1985),
TaKOXX MaJld €JEeMEHTH Oe3MepepBHOTO pyXy Ta YHUKHEHHS
MEPEIIKO/.

o Ii irpu Oynau momydspHI B apKagHUX aBTOMaTax 1 3aKjaau
(byHAaMEHT 1711 MallOyTHHOTO PO3BUTKY JKaHPY.

e KoncouabHni irpu (1990-ti - 2000-Hi):

O 3 pO3BUTKOM KOHCOJIBHUX 1Irop 3'aBuiMcs IuiatpopMepu 3
eJleMeHTaMu Oe3lepepBHOrO pyxy, Takl sk cepis "Sonic the
Hedgehog" (1991).

o Ili irpu Maiu MBUIKANA TEMIT Ta €JIEMEHTH YHUKHEHHS TEPEIIKOI,
ajJie BOHU II[€é HE Maju BHIMAJKOBOI T'eHepailii piBHIB, sfKa cTaja
KJIFOYOBOKO 0cOOUBICTIO cydacHuX "endless runner".

e MoOiibHi irpu:

o CmpaBxHIN PO3KBIT >XKaHPY BIIOYBCS 3 MOSBOIO MOOLIBHUX ITrOp.
Irpu, Taki sx "Canabalt" (2009), "Temple Run" (2011) Ta "Subway
Surfers" (2012), BuU3HAUMIIM OCHOBHI MEXaHIKHM Ta OCOOIMBOCTI
KaHpy.

o CyuvacHi wmoOupH1 endless runner irpu, XapakTepU3YIOTHCS
SACKpaBorO rpadikor, AMHAMIYHUM TEHMIUICEM Ta COIIaJbHOIO

CKJIa/I0BOIO.
2.1.2. OCHOBHi XapaKTEePUCTHUKH TA 0COOJTHBOCTI :KAHPY

e besnepepBHui pyx:
o IlepcoHax aBTOMAaTUYHO PYyXa€ThCS BIEPE, a TPABEIb KOHTPOJIIOE
JUIIIe Horo Iii.

e BunaakoBa reHepauisi piBHiB:
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o PiBHI TeHEpYIOThCA MPOILEAYPHO, IO 3a0e3neuye Oe3KiHEUHUN Ta
PI3HOMaHITHHI 1ITPOBUI MPOLIEC.
e Ilpocri eleMeHTH ynpaBJIiHHA:
o KepyBaHHs 3BEJCHO 10 MPOCTHX JKECTIB, TaKUX SIK CBAWNU Ta
TOPKAaHHS €KpaHa.
e Bucoka qunamika:
O IrpoBuil mpolec XapakTEPU3YETbCS BHUCOKOK JIMHAMIKOIO Ta
HIBUIKUM TEMIIOM.
e 3MarajbHHU €JIeMEHT:
o Bararo irop >xaHpy MaroTh TaOIUII JIiAEPiB Ta COLiadbHI1 (YHKIII,

1110 CTUMYJIIOIOTh 3MaraHHs M’k I'PaBLISIMU.
2.1.3. Kimrouosi mexaniku rpu "Endless Runner"

e Crpudkmu:
o0 Mexanika CTpUOKIB JO3BOJISIE MEPCOHAXY AOJATH MEPELIKOIU Ta
30MpaTH NpeIMETH, 110 3HAXOAATHCS Y MOBITPI.
o Kos3anns:
o KoB3aHHS J03BOJISIE TEPCOHAXY MPOCIU3aTU IiJI HU3BKUMHU
MEPEIIKOIAMH.
e 30ip nmpeaMeTiB:
o 30ip MOHET, OOHYCIB Ta 1HIIUX MPEJIMETIB € BAXIMBOIO YACTUHOIO
IrpOBOTO TPOIIECY.
® YHUKHEHHS NMEPelmKoa:
o T'onoBHa MeTa TpU - YHUKHYTH 3ITKHEHHS 3 TEPEIIKOJIaMH, SKi
3'SIBISIOTHCS HA NUISIXY TIEPCOHAXKA.
o Iloxkpamenus:
o Yacro, B irpax JaHOTO J>XKaHPY, € MOXJIHBICTh IOKpAIIyBaTH
nepcoHaxka, abo0 KymyBaTH HOB1 CKiHM, abo OoHycH, sKi

J0TIOMararoTh y IpOXOKEHHI IpU.
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2.2. OcHOBHI migxoau 10 po3podku irop :kanpy "'Endless Runner"
2.2.1. IlpoueaypHa resepauisi piBHiB: aJIrOpuTMH Ta METOAH

[Ipouenypua renepamisi piBHiB (III'P) € xmouoBuM eneMeHTOM irop
xaHpy '"endless runner". Bona ngo3Bonsie cTBOproBaTH O€3KiHEYHI Ta
PI3HOMaHITHI PiBHI, IO 3a0e3leuye BUCOKY peirpalenbHICTh Ta JWHAMIYHUAN
irpoBuit  mporiec. III'P  BukopucToBye anroputmMu JUisi aBTOMATHYHOTO
CTBOPEHHSI KOHTEHTY, 110 3HA4YHO CIPOILYE MPOLEC PO3POOKU Ta JI03BOJISE

CTBOPIOBATH yHIKaJbHI IFPOB1 CBITH.
Omnuc pi3HUX aJNTOPUTMIB Ta IX 3aCTOCYBaHHA B reHepauii piBHIB:

e Auroput™m BUnNaakoBoro 6aykanusa (Random Walk Algorithm):
o lle#t anroput™M BHKOPHUCTOBYE BHUIIAIKOBI KPOKH IS CTBOPEHHS
[UIAXY, SKUM PYXa€ThCSI TPABEIIb.
o0 BiH moxxe OyTH BUKOPWUCTAHWU IJIsi TE€HEparlii MPOCTUX PIBHIB 3
BUIIAJKOBUMH MEPEIIKOJAMU Ta MIPEAMETAMHU.
o IlepeBara 1BOTrO anNropuTMy TMOJSATA€ B MOr0 MPOCTOTI Ta
MIBUIKOCTI BUKOHAHHS.
o Opnak, BIH MOXE CTBOpIOBAaTM  HemependadyyBaHi  Ta
He30amaHCOBaH1 PiBHI.
e Auroputm kjaiTuaHoro asromara (Cellular Automata Algorithm):
o Ileit anropuT™M BHKOPHUCTOBYE CITKY KIITHH, KOKHA 3 SIKUX Ma€
CBiH CTaH.
o0 CraH KJIITUH 3MIHIOETHCS B 3aJICKHOCTI BiJl CTaHY CYCIJIHIX KJIITHH
32 IEBHUMU NPABUIIAMH.
O AJNropuT™M KJIITUHHOTO aBTOMaTa MOKe€ OyTH BUKOPUCTAHUM IS
CTBOPEHHSI CKJIaJIHUX Ta OPraHIYHUX PIBHIB.
0 BiH [03BOJII€E CTBOPIOBATH PI3HOMAHITHI CTPYKTYypH, Taki SK

neyepu, TyHeI Ta Ja0lpUuHTH.
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e Ajaroputm Ha ocHOBI 0J10kiB (Tile-Based Algorithm):

o lleii anaropuTM BHUKOPUCTOBYE HaOlp MONEPEAHBO CTBOPEHUX
OJIOKIB PiBHIB.

o bioku BUMAAKOBO 3'€AHYIOTBCS MK CO00I0, CTBOPIOIOYH
O€3KIHEUHHI PIBEHbD.

o lle#i anropuT™M JO3BOJISE CTBOPIOBATH  PI3HOMAHITHI  Ta
30aJaHCOBaH1 PiBHI.

O BiH TakoX J03BOJISIE JIETKO KOHTPOJIFOBATH CKJIAIHICTh Ta JU3ANH

PIBHIB.
IlepeBaru Ta He0JIiKH IPOLIEAYPHOI IeHepaii:

o [lepeBarm:

o beskiHeuHa peirpabenbHicTe: III'P go3Bossie  cTBOproBaTH
Oe3kiHEYHI Ta pI3HOMAHITHI piBHI, 0[O0 3a0e3leuye BHUCOKY
peirpabeNbHICTb.

o Exonomis wyacy Tta pecypci: III'P no3Bosisie aBTOMAaTH4YHO
CTBOPIOBATU KOHTEHT, III0 3HAYHO CIIPOLIY€ MPOLEC PO3POOKH.

o VYwuikanbeHicTh: [II'P 103BOJsE CTBOPIOBATH YHIKAJIBHI ITPOBI CBITH,
K1 HEMOXJIUBO CTBOPUTH BPYUHY.

e Hepoaikn:

o HenepenbauyBanicte: III['P mMoxe cTBOproBaTH HemnependadyBaHi
Ta He30amaHCOBaH1 PiBHI.

o CknanHicth KoHTpoto: [II'P Moxe OyTu CkiIagHO KOHTPOJIIOBATH,
10 MO>KE€ TIPU3BECTH JI0 Helepe10auyBaHuX PE3yIbTaTiB.

o HeoOxigHiCTh y onTUMI3aIlli: aJrOPUTMH TMPOIEAYPHOI TeHEeparlii,
MOXYTh CHJIBHO HaBaHTaXyBaTH CHUCTEMYy, TOMY MHOTpiOHa

onTUMI3als.

CrtBoOpeHHs 0J10KIB PIBHIB Ta iX BUNIAJKOBE 3'€ITHAHHSA:
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Omuum 3 Haumnommupenimux wmetoniB [II'P B irpax skanpy "endless
runner" € BHUKOPUCTAaHHA OJIOKIB piBHIB. BJIOKM pIBHIB - 1€ MONEPEIHbO
CTBOPEHI CErMEHTH PIBHSI, K1 MOXYTh MICTUTU TIEPEIIKOIU, MPEIMETH Ta 1HIII
enemeHTH rpu. Anroput™m III'P BunagkoBo BuOMpae Ta 3'eHy€e OJIOKHM PiBHIB,

CTBOPIOIOYHN OC€3KIHEUHHI PIBCHbD.
Llei meToxa m103BOJISIE:

e KOHTpOJIIOBATH CKJIAIHICTh Ta JU3aiH PIBHIB.
e (CTBOpIOBaTH PI3HOMAHITHI Ta 30aJIaHCOBaHI PIBHI.

e Jlerxo moxaBaTH HOBUM KOHTEHT.

Bukopucrannus npouenypHoi reHepanii piBHIB € KIIOYOBUM aCHEKTOM

PO3pPOOKH IrOp TAKOTO KaHPY.
2.2.2. Po3po0Oka cucremu ynpasJjiiHHs Ta iHTepdeiicy kopuctysaua (UI)

Po3pobka edexkTuBHOI cucTeMH yMpaBiiHHS Ta IHTYITUBHO 3PO3YMIJIOTO
iHTepdeicy KopucTyBada € KIFOYOBUM (DAKTOPOM YCIIXY OY/Ib-IKOT MOOUIHHOT
rpu, ocobnuBo B xaHpi "endless runner", ne MIBHAKICTH peakiii Ta MpPOCTOTa

YIPaBIIHHS BIAITPAIOTh BUPIIAIBHY POJIb.
Oc00,IMBOCTI CEHCOPHOT0 YNIPABJIIHHA B MOOLIbHUX irpax:

e Ilpocrora Ta iHTYITUBHICTD:
o CeHcopHe YympaBliHHA Ma€ OyTH TMPOCTUM Ta IHTYITUBHO
3pO3yMUIHNM, 11100 TPaBIl MOIJIM MIBUIKO OCBOITH HOTO.
o B irpax xanpy "endless runner" 3a3Buyali BHKOPHCTOBYIOTHCS
IPOCTI JKECTH, TaKl K CBaWNu (MPOBEACHHS MaJbLEM 0 €KpaHy)
JUTSI CTPUOKIB Ta KOB3aHb.

e UyTiuBicTh TA TOYHICTH:
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o CeHcopHEe yNpaBIiHHSA Ma€ OyTH UYyTJIIMBUM Ta TOYHUM, 100
I'paBIll MOTJIM IBUJIKO Ta TOYHO pearyBaTy Ha MOJii B Ipi.
o0 BaxnuBo 3a0e3neYnTH MiHIMAJIbHY 3aTPUMKY MIXK KECTOM TPaBIIs
Ta PeaKIli€ro MepCoHaXxka B Ipi.
e AjanrTauif 10 pi3HUX PO3MipiB eKpaHiB:
0 MoO6uIpHI MPUCTPOT MAIOTH Pi3HI PO3MIPH €KpaHiB, TOMY CHCTEMa
yIOpaBIiHHSA Ma€e OyTH aJanTOBaHA JI0 PI3HUX PO3MIPIB €KPAHIB.
o BaxnuBo 3a0e3neunTH  3pydyHE PpO3TAllyBaHHS  €JIEMEHTIB
YIOPaBJIIHHS Ha PI3HUX €KpaHax.
e 3py4HicThb:

O YmpaBiiHHS OBUHHO OyTH 3pyYHUM JI TPUBAJIOI TPH.
IIpyHUMIIM CTBOPEHHS IHTYITMBHO 3p03yMLUIOro iHTepdeiicy:

e Minimauizm:
o IuTepdeiic mae OyTH MIHIMAIICTUYHUM Ta HE TMEPEBAHTAKCHUM
3alBUMU €JIEMEHTAMMU.
o0 BaxnuBo BimoOpa)kaTu JuIlIe HEOOXIAHY 1H(pOpMaIlilo, TaKy SK
pPaxyHOK, BiJICTaHb Ta OOHYCH.
e UYirKicTh Ta ACHICTH:
o Enementu iHtepdeiicy maroTh OyTH UYITKUMH Ta SICHHMH, I100
IpaBIll MOTJIM JIETKO iX pO3Ii3HATH.
0 BaxIMBO BUKOPUCTOBYBATH 3PO3YMLJII IKOHKHU Ta TEKCT.
o KOHCHCTEHTHICTH:
o Iarepdeiic Mae OyTH KOHCUCTEHTHUM, TOOTO BCl €JIEMEHTH MAaIOTh
OyTH BUKOHAH1 B OJHOMY CTHIII.
o lle nomomoske rpaBUsSM IIBUIKO OCBOITH 1HTEpQEIC Ta 3pO3yMITH
HOro JIOTIKY.

e Biaryk:
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o InTepdeiic moBUHEH MaTH BIATYK Ha Jii KopucTyBaua. Hampukian,
3MiHa KOJIbOPY KHOIIKM IIPH HATUCKaHHI.
® AJAaNTHBHICTH:
o [HTepdeiic MOBUHEH aAanTyBaTHCs 10 PI3HUX PO3MIPIB €KpaHiB Ta

OpI€HTAIlIN TPUCTPOIB.

Bukopucranns BiaKeTiB s BinoOpa:xxeHHs iHdopmamii Ta ejeMeHTIB

yIPaBJIiHHA:

e BinoOpakeHHs paxXyHKYy Ta BiJcTaHi:
O BimkeTn MOXYTh BHKOPHUCTOBYBATHCA JJS  BiOOpaKCHHS
paxyHKY, BiJICTaHI Ta 1HIITNX BOXKJIMBUX MTOKA3HUKIB T'PH.
o BaxmmBo BimoOpaxkatu 10 1HGOpMALIO Yy 3pydyHOMY Ta
JOCTYITHOMY MICIIi Ha eKpaHi.
e BinoOpakeHHss 60HYyCiB Ta nmpeaMeTiB:
O BimKeTu MOXyTh BUKOPUCTOBYBATHUCS VISl BIIOOpakeHHsI OOHYCIB
Ta MPEJMETIB, SIK1 rpaBelb 310paB I 4ac rpH.
o Ile momomoxe TpaBIsIM BIJACTEXKYBaTH CBI TIporpec Ta
BUKOPUCTOBYBAaTH OOHYCH.
e EjemeHTH ynpaBJ/liHHSA:
o0 BipkeTn MOXYTh BUKOPHUCTOBYBATUCS [IJIsi CTBOPEHHSI €JIEMEHTIB
YIPABITIHHS, TAKUX SIK KHOIIKH, [DKOUCTHKHU Ta CBANTI-30HHU.
O BaxiamBo po3TalryBaTH €JIEMEHTH YIPaBJIIHHS Y 3pyYHOMY MicCIIi
Ha eKpaHi, 11100 rpasLii MOIJIM JETKO iX BUKOPUCTOBYBATH.
e MeHI0 Ta HAJIAIITYBAHHS:
O BiKeTu BUKOPUCTOBYIOTHCS JJIsi PO3POOKH MEHIO, HaallTyBaHb,

Ta0IHIb JIIJIEPiB, TA THIIOTO.
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2.2.3. CTBOpeHHd aHiMalil Ta Bi3yaJbHuX eeKTiB

AHiMarii Ta Bi3yalibHI €(EKTH BIAITParOTh BAKIUBY POJb y CTBOPEHHI
JUHAMIYHOTO Ta 3aXOILTIOIOYOIo IrpoBOTO Iporecy B irpax xaHpy "endless
runner". BoHn ponomararoTh MiIKPECIUTH KIOYOBI MOMEHTHU T'pH, 3pOOHUTH i

OUTBII BI3yaJIbHO MPUBAOIMBOIO T 3aJyYUTH IPABIIIB.
Poub aHimManii y CTBOPEeHHI THHAMIYHOI0 irPOBOI0 MpoIecy:

o IlixkpecJieHHs il MePCOHANKA:
O AHimaIlii BUKOPUCTOBYIOTBCS JIIS BimoOpakeHHs I MepCcoHaxa,
TaKuXx sIK Oir, CTpUOKU, KOB3aHHS Ta 301p MPEIMETIB.
o [lnaBHi Ta peanicTUYHI aHIMallii poOJATH ITPOBHI Mpolec OUTBII
JUHAMIYHUM Ta 3aXOILTIOI0YHM.
e CTBOpPEHHHA BiAYYTTH LIBHAKOCTI:
© AHiMaIlii BUKOPUCTOBYIOTHCS JJIsI CTBOPEHHS BIIUYTTS IMIBHIKOCTI,
110 € BAXKJIUBUM €JIEMEHTOM 1rop >kaHpy "endless runner".
o Po3MuUTTA pyxy, €(eKTH MPUCKOPEHHS Ta IHIII Bi3yaJbHI €(EKTH
JI0TIOMAraroTh rnepeaaT BiAIyTTs IIBUIKOCTI.
o [lokpaieHHs Bi3yaJbHOI0 CTHJIIO:
O AmniMamii BHUKOPHCTOBYIOThCS IS CTBOPEHHS  YHIKAJIbHOTO
BI3yaJIbHOTO CTHJIIO TPH.
o CrumnizoBaHi aHiMalli, epexTu Ta Nepexoau MOXYTb 3pOOUTH TPy

OUIBIII Bi3yaJIbHO TPUBAOJIMBOIO Ta 3aMaM'ITOBYBAHOIO.

Buxkopucrannss Bi3yaJbHMX e@eKTiB A MiAKPECJeHHs KJIIY0BUX

MOMEHTIB IrpH:

o IlinkpecsienHsi 300py nmpeameriB:
O BigyanbHi epeKTH BHUKOPUCTOBYIOTbCA ISl MIAKPECIECHHS 300py

MPEMETIB, TAKUX SIK MOHETH, OOHYCH Ta 1HIIII HATOPO/IH.

38



o SckpaBi edpekTH, Takl K crajgaxu, OJTUCKITKA Ta BUOYXH, pOOJISITh

301p MpeaMeTiB OUIBIN 33 JOBOJILHSIOUHM.
o [linkpec/ieHHSI YHUKHEHHS MePeKo/:

O BigyanbHi e(peKkTH BUKOPUCTOBYIOTbCS Ui  MHIJAKPECIICHHS
YHUKHEHHSI TIEPEIITKOJI, TAKUX SIK CTPHOKHU Ta KOB3aHHSI.

o EdexTu crnoBUIBHEHHS Yacy, PO3MUTTS PyXy Ta 1HII Bi3yallbHI
edexTu poOJIATh YHUKHEHHS NIEPEIIKO] OUIBII IpaMaTUYHUM.

o Ilinkpec/ieHHSI JOCSATHEHD:

0 BigdyanbHi epeKkTH BUKOPUCTOBYIOTbCS ISl  MHIAKPECIICHHS
JIOCATHEHb TpaBLs, TaKUX SK BCTAaHOBJIEHHS pPEKOPIIB Ta
OTpUMaHHs OOHYCIB.

o Edektn ¢eepBepkiB, cnajaxiB Ta IHIIMX CBATKOBUX €(EKTIB

POOIIATH TOCATHEHHS O1IBII ITaM'STHUMU.

Ipunounu onTumMisamii aHiManii Ta Bi3yaJbHUX e(eKTIiB IJI MOOUIbHUX

NPUCTPOIB:

o BuxopucraHHs NpOCTHX aHIMALINM:
© BukopucTOBYTE NpPOCTI aHIMalli 3 MIHIMAJIBHOI KUIBKICTIO
KaJIpiB.
o Ile nmomomoke 3MEHIIMTH HaBaHTAXKEHHS Ha MpOIEcop Ta
rpadiuHmii mporecop.
e BukxopucTaHHS ONTUMIi30BAHUX TEKCTYP:
O BHKOpHCTOBYHTE ONTHMI30BaHI TEKCTYpH 3 HU3BKOI PO3ILITHHOIO
3JIATHICTIO.
o lle nmomomo’ke 3MEHIIUTH pO3MIp TpU Ta HABAaHTAXEHHS Ha
Mam'sATh.
o Buxopucranus eeKkTiB 3 HU3bKO0I0 MOJITOHAJIBHICTIO:
o BukopucroByiTe epekTH 3 HU3BKOI IOJITOHAJIBHICTIO, TaKl SK

YAaCTUHKHU Ta CIUIAHU.
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o lle nomomoske 3MEHIIUTH HaBaHTaXEHHS Ha rpadiuyHui TPOLIECcop.
e Buxopucranus cnpairis 3amictb 3D-mopeJeii:

o BukopucroByiiTe cmopaiitu 3amicte 3D-momened ISl TIPOCTUX
aHiMarlii Ta e(eKTiB.

o Ile pgomoMo)ke 3MEHIIMTH HABAHTAXXEHHS HA MpoLEecop Ta
rpadigyHUN MPOIECcop.

e TecTyBaHHSl HA PI3HUX NPUCTPOSIX:

o Tecrtyiite animarii Ta Bi3yalbHI €deKTH Ha PI3HUX MOOILTBHUX
MPUCTPOSX, 100 MEPEeKOHATUCS, 10 BOHHM MPALIOIOTH IJIABHO Ta
6e3 mpooIeM.

o Ile [pmonmomo)ke BHUSBUTH Ta  BHUIPABUTH  MOpoOiemMu 3

MPOTyKTUBHICTIO.
2.3. Unreal Engine 5 sixk iIHCTpYMEeHT /17151 pO3po0KH irop
2.3.1. Orasa moxiauBocteid Unreal Engine 5

Unreal Engine 5 (UES) — ue nepenoBuii irpoBuid pyurii, po3poOiaeHui
koMmmaniero Epic  Games, skuii Hagae po3poOHHMKAM Oe3npereeHTHI
MOKJIUBOCTI i1l CTBOPEHHS BHMCOKOSAKICHHUX IrOp Ta IHTepakTUBHUX 3D-
nopatkiB. UES  BupI3HA€TBCS  CBO€I0  MOTYXKHICTIO, THYYKICTIO Ta
IHHOBALIIMHUMM TEXHOJIOTISIMM, SIKI JIO3BOJISIFOTH CTBOPIOBATH HaA3BUYAHO

pEaNiCTUYHI Ta 3aXOIUIIOI0Y1 IFPOBI1 CBITH.

e BiszyanbHe nporpamyBanns Blueprints:
o Cucrema Blueprints — 1ie Bi3yaibHHIl IHCTPYMEHT IPOrpaMyBaHHS,
SKUW JTO3BOJIIE PO3POOHMKAM CTBOPIOBATH ITPOBY JIOTIKYy 0€3
HanucaHHs koay Ha C++.
O 3aMiCTh TEKCTOBHX I1HCTPYKIIii BHKOPHUCTOBYIOTHCS Bi3yallbHi
O510Kku (HOM), SIK1 3'€THYIOTHCSI MIXK COO0I0, YTBOPIOIOUH TpadiuHy

CXeMy.
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o lle 3HauHO crpoILye Mpoliec po3pOOKH Ta pOOUTH HOTO TOCTYITHUM
JUISL Xy/IOXKHUKIB, TU3aiHEPIB Ta 1HIIMX TBOPUYMX (paxiBLIB, AKI HE
MalOTh IITMOOKUX 3HaHb y MPOTpaMyBaHHI.

o Blueprints J03BOJISIE HMIBUAKO OPOTOTUITYBAaTH 171ei,
EKCIICPUMEHTYBAaTH 3 pI3HUMU MEXaHIKaMH Ta CTBOPIOBATH
CKJIJTH1 IHTEPAKTHUBHI CHCTEMH.

e (Cucrema Nanite:

o Nanite — 11e TEXHOJOTIs BIpTyalIi30BaHOI T€OMETPIi, sIKa JO3BOJISIE
B1I00pakaTu MUTbSIPJIU MOJITOHIB Y peaJIbHOMY Yaci.

o Ile ycyBae oOMexeHHS, MOB'sI3aHI 3 JACTANI3aIli€l0 TeoMeTpii, i
TI03BOJISIE BUKOPUCTOBYBATH MOJIENI 3 KiHEMATOrpagidyHOIO SKICTIO
0e3 BTpaTH MPOyKTUBHOCTI.

o Nanite aBromMaTu4Ho 00poOissie piBHI aeramizamii (LOD), mro
3HAYHO CIPOIIYE MPOIIEC CTBOPEHHS CKIATHUX CIIEH.

o Ils TexHONOTris BIJKPUBAE HOBI MOKJIHMBOCTI HJii CTBOPEHHS
HaJ3BUYAHO PEaTiCTUYHUX ITPOBUX CBITIB 3 O€3IpeleIecHTHIM
piBHEM JieTaii3allii.

e Cucrema Lumen:

o Lumen — 1ie cucrema rio0agbHOTO OCBITJICHHS B peajlbHOMY 4aci,
dKka 3a0e3reuye HAA3BUYAHO pEANCTUYHE OCBITJIEHHA Ta
B1J100payKEHHHI.

o Bona n03Bojisie CTBOPIOBAaTH JWHAMIYHI CII€HU, JI€ OCBITJICHHS
3MIHIOETBCS B 3aJIeKHOCTI BiJ 4acy A00H, MOTOAM Ta I1HIIMX
(hakTopiB.

o Lumen ycyBae HEOOXIJHICTb 3aliKaTh OCBITJIICHHS, IO 3HAYHO
MPUCKOPIOE TIPOIIEC PO3POOKU Ta JO3BOJISIE CTBOPIOBATH OLIBII

IHTEpaKTUBHI CIICHHU.
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o Ila texHomoris 3abe3neuye BUCOKY SKICTh OCBITJICHHS HaBITh Ha
MOOUTBHUX MPUCTPOSX, 10 pooutsh UES ineanbHuM BHOOpOM Jist
PO3pOOKH MOOUITHHUX 1TOP.

e MetaHumans:

o MetaHumans — me IHCTpyMEHT JJIi CTBOPEHHS BHUCOKOSKICHUX
U (POBUX MTEPCOHAKIB.

© BiH 103BOJISIE MIBUIKO Ta JIETKO CTBOPIOBATU PEAICTUYHI MOJEN1
JOJIeH 3 PI3HUMH 30BHIITHIMU XapaKTePUCTUKAMHU.

o MetaHumans Hamae MWHPOKUIA CHOEKTp IHCTPYMEHTIB IS
HAJAIITYBaHHS 30BHIIIHOCTI MEPCOHAXIB, BKIIOYAIOYU PHUCH
004U, BOJIOCCS, OJST Ta aKCeCcyapHu.

o Ilei IHCTPYMEHT 3HAYHO CHPOIIY€E MPOIEC CTBOPEHHS MEPCOHAXKIB

1 I03BOJISIE PO3POOHUKAM 30CEPEIUTHUCS HA THIITNX aCTIEKTaX T'PH.

Unreal Engine 5 € moTy>XHUM 1HCTPYMEHTOM JJiI PO3POOKH 1rop, SIKUi
HaJa€ PO3POOHHUKAM IIMPOKUM CHEKTP MOXKIMUBOCTEH IS CTBOPEHHS

BHCOKOSIKICHUX Ta 3aXOILTIOIYHUX 1rop.

2.3.2. llepeBaru Bukopuctanusa Unreal Engine 5 nas po3po0ku Mo06iibHUX

irop

Unreal Engine 5 (UES) nponoHye psja 3HayHUX LiepeBar JUIst
PO3POOHUKIB MOOUIBHHMX IrOp, SKI MparHyTh CTBOPIOBATH BHUCOKOSKICHI Ta

OPOAYKTUBHI irpu ais miatgopm 10S ta Android.

e Bucoka sikicTh rpagiku:
o UES Hamae noTyXH1I IHCTPYMEHTU MJii CTBOPEHHS Bi3yaJbHO

MPUTOJIOMILIIUBUX MOOUIBHUX 1TOP.
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o Cucrtema Lumen 3abe3rneuye peanricTUdHe 1100aabHE OCBITICHHS B
peaJpHOMYy Yaci, IO JO03BOJII€ CTBOPIOBAaTHM JWHAMIYHI Ta
aTMOC(EpHi IrpOBi CEPEIOBHUIIIA.

o Texunosoris Nanite A03BOJsI€E BUKOPUCTOBYBATH MOJEIl 3
KiHeMaTorpadigyHOO SKICTIO 0€3 BTpaTH MPOAYKTHBHOCTI, IIIO
BIJIKPMBA€ HOBI MOMJIMBOCTI JJIi CTBOPEHHs JCTali30BaHUX
I'POBUX CBITIB.

e Onrumizamis NPOAYKTHBHOCTI:

o UES wmae iHCTpyMEHTH g ONTHUMI3allii MPOAYKTUBHOCTI, IO
JI03BOJIsiE CTBOPIOBATH TJIaBHI Ta IIBHUJIKI MOOUIBHI ITPH.

o Pymriii aBToMaTHdHO MacmTadye rpadiky Ta pecypcHu B 3aJ€KHOCTI
B1J1 MOXKJIUBOCTEU MPUCTPOIO.

o UES miarpumye pi3Hi MeToau ontumizarii, Taki sk LOD, occlusion
culling Ta 1HmI, O J03BOJISE TOCATTH BHCOKOI MPOJTYKTHBHOCTI
HaBITh HA MEHIII MMOTYKHUX MOOUIHLHUX TPUCTPOSIX.

e KpocmiarpopmHicTs:

o UES no3Bomsie po3po0idaTH irpu AJid pi3HUX MOOUIBHUX IIIATHOPM,
Bxiroyaroun 10S ta Android, 3 oaHi€el K0g0BOI Oa3u.

o lle 3HayHO cHpoIIly€e TpolEec PO3POOKH Ta JO3BOJISE OXOMHUTH
HIMPOKY ayAUTOPIIO.

e BizyanbHe nporpamyBanns Blueprints:

o Cucrema Blueprints 103B0jsI€E pO3POOHUKAM CTBOPIOBATU ITPOBY
Joriky 0e3 HamucanHs koay Ha C++.

o lle 3HayHO cHpOIIyE MPoIIEC PO3POOKH Ta pOOUTH MOTO TOCTYITHUM
JUISL IIUPOKOTO KOJIA PO3POOHHUKIB, BKIIOYAIOYM XYAOKHHKIB Ta
TU3aitHePiB.

o Blueprints TI03BOJISAE IIBUIIKO MPOTOTHUITYBaTH 171€d,
EKCIICpUMEHTYBAaTH 3 pI3HUMU MEXaHIKaMH Ta CTBOPIOBATH

CKJIaJTHI IHTEPAKTHUBHI CHCTEMH.
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e Besuka cmiJibHOTA Ta MiATPUMKA:
o UES Mae BelnuKy CHUIBHOTY PO3POOHHUKIB Ta HIMPOKY HIATPUMKY
Bix Epic Games, mo 3abesnedye goctym 10 0e3midl pecypciB Ta
JIOTIOMOTH.
o Ile mo3BOdsiE pO3pOOHHMKAM IIBUAKO 3HAXOAUTH DIIICHHS Ha
mpoOJieMH Ta OTPUMYBATH JIOTIOMOTY BiJl JIOCBIAYEHUX (PaxXiBIIiB.
e Iucrpyment MetaHumans:
o MetaHumans 1e 1HCTpyYMEHT [Jii CTBOPEHHS BHCOKOSKICHUX
M (POBUX MEPCOHAKIB.
o lle mae 3MOry MIBHJAKO Ta JIETKO CTBOPIOBATH pEANiCTUYHI MOJEi

JIFOJIeH 3 PI3HUMU 30BHINTHIMH XapaKTEPUCTUKAMHU.

Unreal Engine 5 € moTy:XHMM Ta yHIBEPCAJIbHUM IHCTPYMEHTOM JJIS
pO3pOOKH MOOUIBHHX 1rop, SKUH HaJae pPO3POOHHKAM IIHPOKHUMA CIEKTP

MOKJIMBOCTEH HJIs1 CTBOPCHHA BHCOKOSIKICHUX Ta YCHiHIHI/IX iFOp.

2.4. IlcuxoJioriyHi Ta MOBEAIHKOBI acneKTH Au3aiHy irop :xanpy "Endless

Runner"

Po3pobka ycminmmanx MOOUTBHIX ITOp BUMAarae He JIUIIEe TeXHIYHUX 3HAHb,
ajie i po3yMIHHS TICUXOJIOTIYHUX Ta MOBEAIHKOBUX aCIEKTiB, sIK1 BIUTUBAIOTh HA

3aJly4EeHHS Ta yTPUMaHHS T'PaBIIiB.

2.4.1. TocaixxeHHs1 MOTUBANII Ta 3aJ1y4YeHHH rPaBUiB Y MOOUIbHMX irpax

MoOinbHi irpu xkaupy "endless runner" MaroTh Beln4Ye3Hy MOIMYJISAPHICTB,
1 pO3yMiHHS TOrO, IO MOTHBY€ TPaBI[B Ta YTPUMYE iX, € KIIOUYOBHM IS

YCHIITHOT pO3pPOOKH.
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® AHaJgi3 nmCUxXoJOriYHUX (PaKTOpiB, IO BIVIMBAIOTH HAa 3aJy4YeHHS
rpaBuiB:
o Teopisa camoxeTepmiHamii:

m [{g Teopis cTBepKye, IO JIIOAM MarOTh TPU OCHOBHI
IICUXOJIOTIYHI TOTPeOHM: aBTOHOMIiIO, KOMIICTCHTHICTh Ta
CIIOP1THEHICTb.

m ABTOHOMIisi: ['paBUl XO4yTh BIJYYBaTHU KOHTPOJIb HaJ
CBOIMHU JIISIMM Ta MaTH MOXJIUBICTH BHOOPY. Y KOHTEKCTI
"endless runner" 1e Mo)ke OYTU IOCATHYTO IUISXOM HaJIaHHS
IpaBIsIM MO>KJIUBOCTI BUOHMpATH NEPCOHAXKIB,
HaJAITOBYBAaTHU iX 30BHINIHIN BUTJIA] a00 BUOUpaATH pi3HI
IIUISIXY TTPOXO/KCHHS TPH.

m KomnerenTHictb: ['paBili XouyTh BiI4yBaTH, IO BOHU
NOKpAIlyI0Th CBOI HAaBUYKM Ta JOCAraloTh mporpecy. B
"endless runner" wne Moxe OyTH JOCATHYTO LUISIXOM
MOCTYNOBOTO  MIABUIICHHS CKJIAIHOCTI TpH, HaJAaHHS
IPaBIsIM MOXJIMBOCTI TIOKpAIlyBaTH CBOI PE3yJNbTaTH Ta
JIEMOHCTPYBATH CBOi HABUYKH.

m CnopignenicTb: ['paBIii X04yTh Big4YyBaTH 3B'S30K 3
IHIIMMU TPaBLSIMU Ta OyTH YacTUHOIO criibHOTHU. B "endless
runner" 1€ MOXe OyTH JOCSITHYTO NUISXOM IHTErparii
coriagbHUX (PYHKIIM, TAKUX SIK TaOJUII JiAEPiB, 3MaraHHs 3
TPY3sIMU Ta MOYKJIUBICTD JUTUTHUCS CBOIMHU JOCATHEHHSIMH.

o Teopist moToKy:

m [l Teopis ommcye cTaH, KOJU JIFOJMHA TTOBHICTIO 3aHYPCHA B
TUSTTBHICTD, BITYYBAIOYH 3aJI0BOJICHHS Ta 30CEPEIKCHICTD.

m Jlis JOCSATHEHHS CTaHy I[OTOKY TIpa TIOBUHHA MaTu

OINTUMAaJbHUM OaJlaHC MK BUKJIMKOM Ta HaBHYKaMH rpaBLs.
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B "endless runner" me Moxe OyTH HOCSATHYTO ILISXOM
MOCTYIOBOI'O MIJBUILEHHS CKJIAJHOCTI TPH, IO BIJIIMOBIJIAE
3pOCTaHHIO HABUYOK TpaBIls, a TaKOX IIUISIXOM CTBOPCHHS

JUHAMIYHOTO Ta 3aXOITIOIYOr0 IrPOBOTrO MPOIIECY.

e Bukxopucranns  ejgeMeHTiB reimidikamii aasi  mixBUILEHHS

MOTHBAIII:

o CucremMm Haropox:

Bunaropoau 3a nocArHeHHS, Taki SK MOHETH, OOHyCH Ta
HOBI MIPEJIMETH, CTUMYJTIOIOTH IPABIIiB JI0 MOJANBIIOL TPH.
BaxnuBo, mo6 Haropoau Oyid HIHHUMHU Ta BIAMOBIIAIH

3YCUJUISIM TPaBIIiB.

o Tabauui Jigepis:

3MaraHHs 3 IHIIMMH TpPaBUSAMH 3a BHUCOKI PE3yJIbTaTH
MOTHBYE I'PABIIIB MOKPAIILyBaTH CBOI HABUYKHU.
BaxumBo, mo0 Tabmumi JigepiB Oyau YECHHMMHU Ta

B1JI00pakajiy peabHi JOCSITHEHHS TPaBIIiB.

o CouiaabHi QpyHKIiI:

MOXIUBICTh UTUTUCA JOCSATHEHHSMH, CIIUIKYBATHCS 3
IHIIMMH TPaBIIMU Ta TPaTH Pa3oM MiABHUINYE COIIaTbHY
B32€EMO/IIO TA 3AJTyYEHHS.

BaxnuBo, mo0 comianeHi GyHKIIi Oyau IHTETPOBaHl B TPy

OpraHiyHO Ta HE MOPYIIYBaJU ITPOBUIA MPOLIEC.

e JlocJizKeHHSl BIUIMBY Pi3HUX MeXaHIK I'PH HA 3aJ1y4YeHHS IPaBLIiB:

© BumaakoBa reHepauisi piBHiB:

HenepenbauyBaHicTh piBHIB HIATPUMYE IHTEPEC IPaBLIB Ta
3armo0irae HyIb3i.
BaxnmBo, 100 BumagkoBa TeHepallis piBHIB Oyla

30a1aHCOBAHOIO TA HE CTBOPIOBAa HEMOKIMBHX CUTYAIIii.

o Ilporpecisi cKJIagHOCTI:
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m [locTynmoBe MigBUINEHHS CKJIATHOCTI Tpu 3abe3meuye
MOCTIMHUYN BUKIIUK Ta CTUMYJIIOE TPABIIiB 10 PO3BUTKY.
m BaxmuBo, mo6 mporpecis ckiagHoOCTI Oyna IJIaBHOIO Ta

BI/IMOBIIaia 3pOCTaHHIO HABUYOK I'PaBIIiB.

2.4.2. AHaui3 nmoBeiHKM rpaBUiB y MOOUIbHMX irpax :xkaHpy ""Endless

Runner"

Po3yminHs TOro, sIK rpaBlli B3a€MOJIIIOTh 3 BAIIOK I'POI0, € BAXKIUBUM
s i1 yemixy. AHami3 TMOBEAIHKH T'PaBIIB JO3BOJISE€ BUSBUTH THUIIOBI MOJEI
MOBEIHKH, TIOMIJIKH Ta CTPATeTii, 10, CBOEI0 YEProro, JOIMOMarae moKpanuTH

JU3aiiH Tpu Ta 0aJaHC CKJIAJHOCTI.

o JlocaigkeHHs: MojeJield TOBEIiHKYA IPaBUiB:
O AHaJIi3 JaHUX TeJeMeTpii:
m Tenemerpis - 11e 30ip JaHUX Mpo Jii rpaBiiB mig yac rpu. Li
JaH1 MOXKYTb BKJIFOYATH Yac IPU, pe3yiabTaTH, BAKOPUCTAHHS
MPEAMETIB, YACTOTY MMOMUJIOK Ta 0araTo 1HILIOTO.
m AHaI3 JaHUX TEJIeMETPii T03BOJISIE BUSBUTH THIIOBI MOJEII
MOBEIIHKU I'PaBIIiB, TaKi sIK:
m Slxi mepemkoay € HaMCKIaIHIIIUMHY JIJIs TPaBIIiB.
m ki npenMeT € HANOMyYJISIPHIIUMHU.
m Ik rpaBili BUKOPUCTOBYIOTh OOHYCH.
m Sk rpaBii pearyroTh Ha pi3Hi PiBHI CKIIQHOCTI.
m [{i mani MOXyTh OyTHM BHMKOPHCTaHI MJisi MOKpAIICHHS
IU3aliHy TpH Ta 6aaHCy CKJIaTHOCTI.
O AHaJIi3 3anmuciB irpoBOro npoiuecy:
m 3amucu IrPOBOTO Mpollecy - 1€ BIJEO3alUCH TpH, SKi

MOKa3yI0Th, SIK TPaBIli B3aEMOJIIIOTH 3 TPOIO.
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®m AHaJIi3 3aMUCIB IrPOBOIO MPOIIECY J03BOJISE CIIOCTEPIraTH 3a
JUSIMU TPABIIIB Ta BUSBIATH 1XHI CTPATETIi Ta MOMUIKHU.

m Ileit meTon m03BOJsSE OTpUMATH OUIBII SKICHI AaHi, HIK
aHai3 JaHUX TEJIEMETPii, ajie BiH € OUIbII TPYIOMICTKHM.

e BusiBjieHHs THIIOBMX MOMWIOK Ta CTPATeriil rpaBUiB:
O AHali3 JaHUX TeJEeMEeTpii Ta 3alucCiB IrPOBOrO MPOIECY J03BOJISLE
BUSIBUTH TUIOB1 IOMMJIKH, SIK1 POOJISITH TPaBLIl, TaKl SK:

m HemnpaBuibHe BUKOpUCTaHHS OOHYCIB.

m HenpaBunbHe yHUKHEHHS ITEPEITKO/I.

m HempaBunbHe BUKOPUCTAHHS €JIEMEHTIB KEPYBaHHS.

O AHami3 JaHUX TaKOX J03BOJIIE€ BUSBUTH THUIIOB1 CTparerii, sKi
BUKOPHCTOBYIOTh TPAaBIll JJIs JOCSATHEHHS BHCOKHX PE3yJbTaTiB,
TaKi sIK:

m Bukopucranas neBHUX KoMOiHaIlii OOHYCIB.

m BukopucTaHHS IEBHUX MapIIPYTiB.

m BuxopucraHHs eBHUX €IEMEHTIB KEPYBaHHS.

e BukopucTaHHs aHaJji3y MNOBeJiHKM TPaBUiB s MOKPAILEHHS
AU3aliHy I'pH Ta 0aJaAHCY CKJIATHOCTI:
o Ha ocHOBI aHaTI3y TOBEIIHKHU TPABI[IB MOXKHA:

®m 3MIHUTHU AU3aiH PiBHIB, 00 3pOOUTH 1X OLIBII I[IKABUMU Ta
CKIIQJHUMU.

m HanamryBaru 6ananc ckiagHOCTI, 00 3pOOUTH TPy OUIBII
JOCTYITHOIO IS HOBAYKiB Ta OUIBII CKIAQAHOI IS
JOCBITYEHUX TPABIIiB.

m 3MIHUTH YacTOTy MOABH NPEIMETIB, 100 3pOOUTH Tpy
OB 30aJTAHCOBAHOIO.

m 3MIHUTH €JIEMEHTH KEpyBaHHs, 00 3poOUTH iX OUIBII

3pYYHHMH Ta IHTYiTUBHO 3pO3yMUIUMU.

48



m BukopucroByBaTu 111 JaHi Uil po3poOKH HOBHX MEXaHIK

TpH.
2.4.3. BiuiuB Bi3yaJIbHOTIO Ta ayio AM3aiHY HA 3aJIy4YeHHS IPaBUiB

BizyanbHuil Ta aynio Au3aiiH BIAICPAIOTh BAXJIMBY POJb Yy CTBOPEHHI
3aXOIUTIOI0OUOT0 Ta MPHUBAOIMBOTO IrpoBOro nocBiay. BoHu BmimBaioTh Ha
EMOIIMHUIM CTaH TpaBIliB, IXHE 3aHyYpPEHHS B ITPOBUH MPOIIEC Ta 3arajbHe

3aJI0BOJICHHS B1J| TPH.

e JlocaigKeHHsI BILIMBY KOJbOPOBOI MNAJITPH, CTHJIK0 rpadiku Ta
aHiMalii Ha eMOUiMHUI CTAH I'PaBIiB:
o KoabopoBa najitpa:

m Koibopu MOXyTh BHUKIHMKATH Pi3HI eMoOIlli Ta acorrarii.
Hampuknan, sickpaBl Ta HacH4eHI KOJIBOPH MOXKYTh
BHKJIMKATH BIIUYTTS €HEprii Ta pajgocTi, TOAI SK TEMHI Ta
NPUTITYIIEHI KOJbOPH MOXKYTh BUKJIIMKATH BIIUYTTS HAPyTH
Ta TPUBOTH.

m B irpax xanpy "endless runner" 4acto BUKOPHCTOBYIOTHCS
SCKpaBl Ta HACUYEHI KOJbOPH, I100 MIATPUMYBATH BUCOKUH
PiBEHb €HEPTil Ta TUHAMIKH.

o Ctuab rpadiku:

m Crtuib rpadiku BHU3HAyYa€ 3arajibHUM Bi3yaldbHUW BUTIISIA
rpu. Bin Moxke OyTH peanmiCTUYHUM, MYJBTSAIIHUM,
CTHJII30BaHUM 200 a0CTPaKTHHUM.

m Bubip ctuio rpadiku 3a1eKuTh BiJ HUIBOBOI ayIuTOpli Ta
3arajbHOTO HACTPOIO T'PH.

o AHimanmii:
m AHIMaIii BHUKOPHCTOBYIOTBCS JUISI  BIIOOpaKCHHS  JIiH

NEePCOHaXIB, PyXiB 00'€KTIB Ta Bi3yallbHUX €(PEKTIB.
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[InaBH1 Ta auHaMiYHI aHIMAaIi POONATH ITPOBHI Mpolec
OUIBIII 3aXOIUTIOIOYUM Ta PEaTiCTUIHUM.
BaxxnmBuM €, 110 aHiMariii moBUHHI OyTH ONTHMI30BaHi JJIs

MOOUIBHUX MPUCTPOIB.

e AHaJi3 BILUIMBY 3BYKOBOIO IM3aiiHy (My3HKa, 3BYKOBi e(ekTH) Ha

3aHYpeHHS B irpoBuii mpoiuec:

o My3uka:

My3suka cTBOproe arMocepy rpH Ta IMiJACUIIOE €MOIIHUN
BILJIUB.

JluHaMmiuHa Ta pUTMiYHA MYy3UKa MIATPUMY€E BUCOKHUI piBEHb
eHeprii Ta AMHAMIKHU TPH.

Bnano mimibpana My3uka, MOXE 3HA4YHO MOKpaUIUTH

3aJIyUYCHH:A I'paBLA.

© 3ByKoOBI epexTH:

3BYKOB1 €(heKTH BUKOPUCTOBYIOTHCS ISl BIIOOpaXKEHHS J1i
MEPCOHAXIB, 31TKHEHb, BUOYXIB Ta 1HIIMX MOAIN y TPI.
Peamictuuni Ta sKiCHI 3BYKOBI e€(eKTH MiJICHUIIIOIOTH
BIIYYTTS IPUCYTHOCTI B TPI.

3ByKkOBI €(eKTH, TaKoX, MOXYTb JaBaTh KOPHUCHY
1H(pOopMaIlI0 TPaBLIO, MONEPEKEHHS NP0 MEPEUIKOAN, YU

CIIOBIIIICHHS TIPO OOHYCH.

e BuxopucraHHs Bi3yaJbHHMX Ta ayaio e@eKTiB AJs NIAKPeCJTeHHS

KJIIOUOBHX MOMEHTIB I'pu Ta CTBOPEHHA Bi[[‘lyTTﬂ I[l/IHaMiKI/I:

o BizyaabHi edexkTH:

BizyanbHi edexktu, Taki SK PO3IMUTTS pyXxy, edexTu
MIPUCKOPEHHS Ta CIajaxH, MiJCHIIOTh BIAIYTTS MBUIAKOCTI

Ta TUHAMIKU TPH.
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m BisyanbHi edekTu BHUKOPHCTOBYIOTHCS JISI MiAKPECIEHHS
BAKJIMBUX MOMEHTIB TIpH, Takux SK 30ip MpeaMETIB,
YHUKHEHHS MEPEIIKO/l Ta IOCSITHEHHS BUCOKUX PE3YJIbTaTIB.

O Ayaio eexru:

m 3ByKOBI e]exkTH, Takli SK Ty4Hl 3BYKH 3ITKHEHb,
IPUCKOPEHHS Ta BUOYXH, MIJKPECIIOIOTh BaXKJIMBI MOMEHTHU
I'PU Ta CTBOPIOIOTH BIAUYTTS AUHAMIKH.

m 3ByKOBI e]eKkTd, JOMmoMaraloTb CTBOPUTH  BIAUYTTS

HAropoJu, pu 300p1 MpeAMETIB, U OOHYCIB.
2.5 OcobumBocTi MoOLIbHUX irop skaHpy '"Endless Runner"
2.5.1. AHaji3 puHKy MoOiIbHUX irop :kanpy "Endless Runner"

PuHOK MOOUIBHUX ITOp € AMHAMIYHUM Ta HIBUJKO3POCTAIOUUM, a >KaHP
"endless runner" 3anumiaeTbcs OAHUM 3 HaWMOMyJspHIMMX. Po3ymiHHA
TEHJICHIII PUHKY, aHAJI13 TOMYJSAPHUX 1TOp Ta BUSBJICHHS KIOUOBHX (DAaKTOPIB

YCHIXY € BaXKJIUBUMU ISl pO3POOHHUKIB.

e JlocaigkeHHS TeHACHUIl PO3BUTKY PUHKY MOOIIbLHUX irop:

O 3pocTaHHsA MOOLILHOrO reimMinry: MoOUIbHI Irpy NPOAOBXKYIOTh
HAOMpaTH TMOMYJIAPHICTh, 3aBASKHA JOCTYITHOCTI CMapTQOHIB Ta
TUTAHIIIETIB.

o "Free-to-play" MO/1eJIb: binbmricte  MOOUIBHUX — 1rOp
BHKOPHUCTOBYIOTh MoJielb "free-to-play", me rpa € 6e3KOITOBHOIO,
ajyie rpaBlll MOXYTh KyIyBaTH BHYTPIIIHBOITPOBI MpeAMETH abo
OoHycCH.

o Conianbna inTerpanisi: ComianbHi ¢GyHKII, Takli gK TaOmui
JmigepiB, 3MaraHHs 3 JApYy3SAMH Ta MOXJIMBICTH  JUTUTHUCS
JOCSITHEHHSIMH, CTalOTh BCE OUTHIT BOKIMBUMU JIJISl 3aJTyYCHHS Ta

yTPUMaHHSI TPaBIIiB.
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O

I'inepka3yajbHi irpu: [NnepkasyanbHi rpu, K1
XapaKTepU3yIOThCS  MPOCTUM  TEUMIICEM Ta  MHTTEBOIO
JOCTYIHICTIO, CTalOTh Bce Outbin momynspHumu. JKanp "endless
runner" 4acTO BUKOPUCTOBYE TiNepKa3yabHUNA CTUJIb.

eSports Ta crpiminr: MoOuUTbHI ITpH MMOYMHAIOTH 3aBOMOBYBATH
MOMYJISIPHICTh B €Sports Ta Ha CTPIMIHIOBUX TuTaTdopMax, TaKUX

sk Twitch ta YouTube.

e AHaui3 nomyasipHux irop xkanHpy '"Endless Runner'" ta ixHix 0i3Hec-

MO/J1eJIel:

@)

Subway Surfers: s rpa € ogHi€ro 3 HAMMONMYISAPHIMIKX Y JKaHPI,
3aBJIAKY AMHAMIYHOMY TefiMIUIero Ta sickpaBiii rpadimi. Ii 6izHec-
Mozelb 0a3yeTbCcs Ha BHYTPIMIHBOITPOBHX IMOKYIKaxX IS
MepCOHANI3aIll IEPCOHAXIB Ta OTPUMaHHS OOHYCIB.

Temple Run: [lg rpa Takox € Oyxe NONMyJISPHOI, 3aBASKHU
inHOBamiitHOMy 3D-rejimmiuero Ta aTmocdepi mpuron. 1i GisHec-

MOJIEJIb TAKOXK 0a3yeThCsl HA BHYTPIITHBOITPOBUX MOKYTIKaX.

e BusiBieHHs1 K/II040BUX (PpaKTOPiB ycnixy Ha pUHKY MOOLIbHUX irop:

@)

Ipoctuii Ta 3axomiauBuii reiimmJjeii: Irpu noBuHHI OyTH
JIETKUMM JJI1 OCBOEHHSI, ajle CKJIaJHUMHU JJIsl TOCSITHEHHSI BUCOKHUX
pE3yNbTAaTIB.

SlckpaBa Ta npuBa6JauBa rpadika: BizyansHuii 1u3aiin Bigirpae
BaYKJIMBY POJIb Y 3aJTy4€HHI IPABIIIB.

CouianbHa iHTerpamisi: MoXinuBICTh 3MaraTucs 3 Apy3sIMU Ta
JOUIATUCS AOCATHEHHSIMH IT1JIBULIY€ 3aTyYEHHS.

EdexTuBHa MoHerM3aumia: bizHec-monens mnoBuHHa OyTu
30a7IaHCOBAHOIO Ta HE BiIITOBXYBATH TPABIIIB.

PeryasipHi oHoBJ1eHHs: [[01aBaHHS HOBOTO KOHTEHTY Ta (QYHKIIN

MNIATPUMYE IHTEpPEC IPaBLIB.
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2.5.2. CouiauabHi acnekT MOOLIbHMX irop xaHpy ""Endless Runner"

CorianbHi QyHKIIT BIAIrpaloTh BAXKIMBY POJIb Y 3AJIy4eHHI Ta yTPUMaHHI

IpaBIiB y MOOUIbBHMX Irpax, ocobinuBo B xaHpi "endless runner". Bonu

CTBOPIOIOTH BITUYTTS CIIJIBHOTH, CTUMYJIIOIOTh 3MaraHHs Ta TiABHILYIOTh

3aJIyUYCHH:I.

e JlocaigKeHHs BILIMBY COLia/IbHUX QYHKIIN HA 3a71y4YeHHs IPaBLiB:

o Tabauui JixepiB:

Tabnuii nigepiB A03BOJSIOTH TPABISIM IMOPIBHIOBATH CBO1
pe3ynbTaTH 3 pe3yJbTaTaMU 1HIIMX TPABIIIB, IO CTUMYIIIOE
3MaraHHs Ta TIparHEHHS JO JIOCSATHCHHS BHCOKHUX
pe3yNbTaTiB.

BoHu CTBOpIOIOTH BIAUYTTS KOHKYPEHIII Ta MOTHBYIOTh

IpaBIliB MOKPAIllyBaTU CBOi HABUYKH.

O 3MaraHHs 3 ApPy3sIMU:

MOXIUBICTh 3Maratucs 3 Jpy3sMH pOOUTH Tpy OUIbII
3aXOILTIOIOYOIO Ta COLAIbHOIO.
['paBmi MOXYTh AUIMTHCS CBOIMH JIOCATHEHHSMH Ta

3MaraTucs 3a BHCOKI PE3YyJIbTaTH.

o OOMIH TOCATHEeHHAMM:

MOKJIMBICTh OUIMTHCS CBOIMH JOCATHEHHSMH B COLIAJILHUX
Mepexxkax abo uepe3 BHYTPIIHBOITPOBI (YHKIII IMiJBUILYE
COLIlaJIbHY B3a€EMOJIIO Ta 3aJTy4EHHS.

['paBll MOXYTh JE€MOHCTpPYBaTH CBOI HAaBUYKH Ta

OTPUMYBATH BU3HAHHS B1Jl IHIIUX IPaBLIB.

e AHAJII3 BILVIMBY COMIAJILHUX MEpPeX Ta CTPUMIHIOBHUX IJIAT(OPM Ha

NMONMYJSAPHICTHL MOOUIbHUX irop:
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o CouiaabHi Mepexi:

m ComanbsHi Mepexi, Taki sik Facebook, Twitter ta Instagram,
BUKOPUCTOBYIOTbCS MJisi OOMiHYy 1H(pOpMAIlED TMPO irpw,
J€MOHCTpALlli TOCATHEHb Ta CTBOPEHHS CIIJIBHOT IPaBLIiB.

m BoHuM TakoX BUKOPUCTOBYIOTHCS JJIsi pEKJIIaMH Ta
IPOCYBaHHS 1rop.

o CrpuMiHrosi miaargopmu:

m Crpuminroi miardopmu, Taki sk Twitch Tta YouTube,
BUKOPHCTOBYIOTHCS ISl IGMOHCTpAIlii irpOBOTO IMPoIecy Ta
CTBOPCHHSI KOHTEHTY, TIOB'I3aHOTO 3 IrpaMHU.

m BoHu nonomararoTh 3ay4uTH HOBUX IpaBIliB Ta MiIBULIUTH
MOMYJISIPHICTB 1rOp.

o Buxopucranus couiaibHux (QYHKUiA JJS CTBOPEHHSI CHUIbBHOTH
rpaBuiB:
O BHyTpilIHBOIrPOBi YaTH Ta popymHu:

m BHyTpimHbOIrpoBi yaTtu Ta (GOpyMHU T03BOJSIOTH TPABISIM
CHUIKYBaTUCA MDK €000, OOMIHIOBaTHCS TMOpajgamMu Ta
CTBOPIOBATH CITLIILHOTH.

m BoHu cnpusiorh comianbHIA B3a€EMOMIl Ta MiABUIIYIOTH
3aJTyYEHHSI.

o Tiapail Ta KJIaHK:

m [iapaii Ta KiIaHW JO3BOJISIIOTH TPABISAM 00'€HYBaTHCS B
TPyIU Ta TPATH Pa3oM.

m BoHu CTBOpPIOIOTH BIAUYTTS CHUIBHOTH Ta CHIPUAIOTH
COLllaJIbHIN B3aeMO/Ili.

o Iloaii Ta TypHipu:
m [loxii Ta TypHipUM [03BOJSIOTH TPABISIM 3Maratucs Mix

co0010 Ta OTPUMYBATH HAarOPOJIH.
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Bonu CTBOPIOIOTH Bi,HIIYTT}I 3MaradHHsa Ta Hi,Z[BI/IHIYIOTB

3aJTy4YCHHSI.

CorlanpHl QYHKIIT € BaXJIMBUM €JIEMEHTOM YCIIITHUX MOOUIBHUX 1TOp,

TOMY ix BUKOPHUCTAHHA, € Ba)KJIMBUM.

2.5.3. MoneTu3auist MmoOisibHuX irop :xkanpy ""Endless Runner"

MomneTu3zailisi € BaXXJIMBUM acCIEKTOM PO3POOKH MOOITLHUX 10D,

OCKIJIbKHM BOHA JJO3BOJISIE pO3pOOHUKAM OTPUMYBATH MPUOYTOK Ta

MIATPUMYBATH MOJATBIINA PO3BUTOK T'PH.

e AHaJi3 pi3HMX MOJeJIell MOHeTH3aNil:

o Pexiaama:

Pexnama € oiHi€I0 3 HAUTIOMIMPEHIIITUX MOIeIeH
MOHeTH3aIlli B MOOUIBHUX Irpax.

Bona mosxe BKIItouaTH 6aHEpHY peKiIaMy, BicopeKiamy Ta
IHTEpaKTUBHY pPEKJIaMy.

[lepeBara pexiiamu moJisira€ B TOMY, 110 BOHA HE BUMAarae
BiJI TPaBIIiB IPSIMUX BUTPAT.

Onnak, HaAMIpHA KUIBKICTh PEKJIaMU MOYE BIIIITOBXHYTH

I'PaBIIiB.

O BHYTpPIIIHBOIrPOBi MOKYNKM:

BHYTpilIHBOIrpOB1 NOKYNKHU JO3BOJISIOTH T'PaBIISIM
KYITyBaTH BIpTyaJIbHI MpeMeTH, OOHYCH Ta 1HIII ITepeBary.
L{st Mmozienb € aysxe momyJsipHoIo B skaHpi "endless runner",
7ie TPaBIli MOXYTh KyITyBaTH HOBUX MEPCOHAXKIB,
MOKpAIleHHs Ta OOHYCH.

[lepeBara BHYTPIITHHOITPOBUX MOKYIIOK TOJISTA€E B TOMY, IO
BOHU JI03BOJISIFOTH TPABIISIM TIEPCOHATI3YBATH CBiil TOCBIJI Ta

MNOKPAIIUTH CBOi PE3YJIbTaTH.
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m OjHak, BAXJIMBO NIATpUMYBaTU OanaHc, o0 rpa He crajia

"pay-to-win".
o Iligmuckm:

m [ligmucku 103BONSIOTH TPABISIM OTPUMYBATH AOCTYII JIO
€KCKJIFO3UBHOT'O KOHTEHTY 200 (DyHKIIIN 32 IIOMICAYHY
iary.

m [g Mmozxenb MeHII nomMpeHa B xanpi "endless runner", ane
BOHa MOe OyTH BUKOPUCTaHA JUIsl HaJJaHHS TPaBIsIM
EKCKJIFO3UBHUX MEPCOHAXIB, pIBHIB 200 OOHYCIB.

o JlocaimkeHHs1 BIUIUBY Pi3HUX MoJeJieil MOHeTH3allii HA 32 1y4eHHs Ta
YTPUMMAHHS IPaBIiB:
0 BaxnuBo BpaxoByBaTH, 10 arpeCUBHA MOHETHU3AIlis MOXKE
BIJIIITOBXHYTH T'PaBLiB Ta 3MEHIIUTH iXHE 3aTyUYEHHSI.
o 30anaHcoBaHa MOHETH3allld, SIKa HE MOPYIIY€E IrPOBUH MpoLeC Ta
HE CTBOPIOE BIAUYTTS "pay-to-win", € O11bII €PEKTUBHOIO IS
yTpUMaHHS TPaBIIIB.
O BaxIuBO NpOBOAUTH TECTYBAHHS Ta aHAII3yBaTH JIaH1, 100
BU3HAYHTH, IKI MOJIEIII MOHETH3aIlli € HAWOIhIT ePeKTUBHUMHU
JUTS BaIllO1 TPH.
e Po3poOka crparerii MoHeTH3allil, IKA BiANOBIAA€ HITbOBIM ayAuTOPIl
Ta 0CO0JTUBOCTSIM I'PH:
o Crparerist MOHETH3AIlii TOBUHHA BIJIMOBIIATH IIJILOBINA ayIuTOPIl
rpu.
o Hampukiaz, AKI10 Bailla rpa OpiEHTOBaHA HA BUITAIKOBUX I'PABIIIB,
TO peKJaMa Moxe OyTH OUIbIIT €PEKTUBHOIO, HIXK
BHYTPIIIHHOITPOB1 MOKYTIKH.
O Slkuio Baia rpa OpieHTOBaHA Ha XapJKOPHUX IPABIIIB, TO

BHYTPIIIHBOITPOB1 MOKYIKH MOXKYTh OyTH O11bII €(EKTUBHUMH.
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O BaxiauBo BpaxoByBaTH OCOOJIMBOCTI I'PH, TaKl K redMILIEH,
Bi3yaJIbHUN CTWJIb Ta COLIANIbHI (QYHKIIII.

o Hampukiaz, AKI10 Baiia rpa Ma€e BEJIUKY KUTBKICTh IIEpcoHai3allii,
TO BHYTPILIHBOITPOBI MOKYIKH JIJIsl IEPCOHANI3a1lli MOXKYTh OyTH

e(hEeKTHBHUMHU.

PO31JI 3. IPAKTUYHA PEAJIIBAIIA I'PU “ENDLESS RUNNER”
HA UNREAL ENGINE 5

3.1. [linanyBaHHA Ta MiArOTOBKA 10 PO3PO0KH

s po3poOKu MpOTOTHITY/6a30B0i TpU HEOOXIAHO BH3HAYUTU OCHOBHI
MEXaHIKM TpU Ta 3HAWTU ab0 CTBOPUTH aceTu i BUKOpUCTaHHS. OIuH 3
cepBiciB, kUil Hamae Oe3kowmToBH1 3D acern ue Fab, odimiiinuii pecypc Bif

komranii Epic Games.
3.1.1. BusHayeHHsI OCHOBHUX MeXaHiK Ta QyHKIIOHAJY I'PH

OcHoBHUH (hyHKIIIOHAJ TPU:

e besnepepBHUil pyX nepcoHaxka, 31 3JaTHICTIO 3MIHIOBATH JIiHIi, KOB3aTH
M1 IEPEIIKOJaMu, Ta CTPUOATH.

e HeckiHUeHHMI CHaBH NUISAXY 3 MEPEUIKOAaMH, SIKUM pPyXaTUMETbCS
MIEPCOHAK.

e [linOupanHs miacUiIeHb Ta IrPOBO1 BAJIIOTH.

e MoxuBICTh BUOOPY MEPCOHAXKA.

® MOXIUBICTh BIAPOIKEHHS MICJISI CMEPTI 32 IrPOBY BAITIOTY.

JonmaBannas Ul exemeHTIB
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['onoBHe MeHIO, Te 1O OauuTh TpaBellb MpPU 3alyCKy TIpH, 4Yepe3 sKe

3aIyCKa€eThCs Tpa, ad0 BUXIJ 3 HE.

Ul eneMeHTH mij yac rpu: KUIbKICTh 310paHOi BalIIOTH, pEKOP 3400yTHX OaiB,

Ta TEMEPIIHs KUIbKICTh 3400yTHX OaiiB.

MeHio, 10 3’SIBISETHCS MICIAS CMEPTI: MPOIMOHYE BIIPOJKEHHS, pecTtapt, ado

BUXI1J] 10 TOJIOBHOT'O MEHIO.

3.1.2 HanamryBanns npoexkty Unreal Engine 5

Jlns 3amakoBYBaHHSI TPOEKTY JJIsI Ha aHApOin Tpeda MOomepeaHbo

BcranoButu Android studio, SDL, NDK, JDK.

3aBantaxxeHHs: Android Studio BimOyBaeThcs uepe3 developer.android.com,

IiJT1i/1e OCTaHHS BEPCis MPOrpaMu.

[To 3aBepiIeHHIO 3aBaHTAXEHHS B CaMiil porpami OOMPAETHCS 3aBAaHTAKCHHS

SDK Ta NDK Ta Bepcii Android.
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SDK Platforms

Below are the availab developer tools e installed, the IDE will automatically check for updates. Check
"show package detai ay available ns of an ¢ Tool.

Name Version Status
Andro 4 i Installed
Update Available
Android . Command-line Tools (latest) Installed
CMake Mot Installed
Android Auto API Simulators 1 Mot installed
Android Auto Desktop Head Unit Emulator 2.0 Mot installed
Android Emulator Installed
Android Emulator hypervisor driver (installer) : ) Mot installed
Androi . Platform-Tools 35.0.2 Installed
Andro epository 47.0.0 Mot installed
Google K Exp: ibrary 1 Mot installed
Google Mot installed
Google Play sing Library 1 Mot installed
Google Play 49 Mot installed
Gnoale Rennsitary :1: Naot installed

» Hide Obsolete Packages Show Package Details

puc. 3.1.2.1.

JDK 3aBaHTaxkuTH 3 calTy oracle.com, muIsiX 3aBaHTa)KEHO! TEKH IOMAETHCS B

Environment Variables 3 Hazsoro JAVA  HOME

Variable Value
JavA_HOME D\Androidyjdk-17.0.6+10

puc. 3.1.2.2.

Besnocepeazuro B exgitopi Unreal Engine B project
settings—Platforms—Android SDK BCTaHOBJIOE&MO WMJIAXHU
Io 3aBaHTaxeHux SDK, NDK ta JDK.

Platforms - Android SDK
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puc. 3.1.2.3.

bazoa goxamis SDK Ta NDK - AppData/Local/Android/Sdk  Ta
AppData/Local/Android/Sdk/ndk/Bepcisi, BimoBiiHO

Temep B Viewport—Platforms mnicag OHOBJIEHHSA

CTATyCy OJaT®oOpM Mae 3 ABUTHCH 1KOHKA aHIpPOiny

“'T-‘ Platforms

u DESKTOP-FJENBSG

= Enable cooking on the fly

Android

“) Refresh platform status

Flatforms Mot Supported by Project >
&) Project Launcher...

(- Device Manager...

Packaging Settings...

Supported Platforms. ..

puc. 3.1.2.4.

B Project Settings —Projects—Packaging mig
po3xmijioM Packaging pPO3roOpTaEMO HaJlalITYBAaHHA
Advanced Bcepezuni B List of maps to include in a
packaged build momaeMo BCi Mamu IO BHUKOPHCTOBYIOTHCSHA
B I'pi.

B po3zgimi Project o6upaemo Build Configuration —
Shipping. B Project Settings—Platforms—Android B

po3xinmi APK Packaging mepmuMM CTOiTh IIepeBipka
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KoHbirypamii , Tpeba HaTucHyTu Configure Now, gximo

I'OPHUTH UEDBOHHUM

Platforms - Android

iin De

puc. 3.1.2.5.

Hactynaum B TOMy 3k po3ain 060B’sa3koBo BBoauMmo Android Package
Name no mabyioHy KUl MpesicTaBieHo, BUcTaBisieMmo minimum SDK version
ta Target SDK version, Target SDK Version HeEOO0XiTHO BCTaHOBHUTHU
BianoBigHui 3 Android Studio. IloctaBumo ramouky HaBmpotu Package game
data inside .apk?, mo0 3anmakoBaHy rpy MokHa OyJI0 TOBHICTIO BCTAHOBUTH 3a
JIOTIOMOT 010 apk-daiiny.

Open Build Folder

ame if blank

puc. 3.1.2.6.

Ile yci HeoOXxiaHI HalAIITyBaHHS IJIs MAKyBaHHS MPOEKTy. Temep mepeiaemMo

710 peaizalli reiMIuieto.

3.2. Po3po0ka KJII0O40BHX MEXaHIK rpu
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3.2.1. CrBopenns Ilepconaska Ta peaJizaunisa MexaHik pyxy

CrBoproemo  OmtoripinT 3 parent class - Character, Ha3uBaeMo

BP_ RunnerCharacter

¥ COMMON
© actor med in the
£ Pawn

2 character

&4 Player Controller

Game Mode Base

[# Actor Component
A Scene Component

¥ ALL CLASSES
Q |

Cancel

puc. 3.2.1.1.

Bcepenuni 8 Components, 1o self nomaemo Spring Arm 1 Followed Camera mo

KOMITOHEHTa Spring Arm.
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[H components

* Camera Boom

B+ Followed Camera

puc. 3.2.1.2.

B mesh component o6upaemo skeletal mesh asset
MaHekeHa Bix Unreal Engine SKM_Manny, BiH I#pze B
KOMIIJIEKTLI 3 6a30BMMM aHiMalniamMu — ABP Manny,
o6MpaeMo ¥Moro B po3xisi Animation—Anim Class. B spring
arm BCTaHOBJIIOEMO 3HaueHHd target arm length Ha 400, Ta

do collision test Ha false

[Tepexoaumo B Event Graph, no Tick nogaemo node Add movement input
Otpumyemo obGeptanHs epcoHaxa 3a qonmomoro. Get Control Rotation, return
value migkmrouaemo g0 Break Rotator, Z migxmroyaemo no Z B Make rotator,
return value no Get Forward Vector, Ta 1o World Direction B Add Movement

Input.

F Add Movement Input

© Event Tick g
rh- ——— - - L
Delta Seconds ["F Get Forward Vector Target [self |

— @ InRot Return Value @

" ;= Make Rotator y scale Value [1,0]
= Break Rotator
» Return Value @0 — Enroe]

_ @ Rotation X (Roll)

puc. 3.2.1.3

I3 M, epcoHaxx pyxaTUMEThCS BIEpE/.
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Peanizanisa koB3aHHSA

CrBoproemo Input Mapping Context 3 nHazBoto IMC RunnerDefault B
OKpeMmill mamiii, Tam ke cTBoproeMo Input Action - Touch IA.
BinkpuBaemo Mapping Context B Mappings nonaemo Touch IA B Select the
key value o6upaemo TOUCH 1.

A Details

O
Mappings
Mappings () 1J

Touch_IA

puc. 3.2.1.4.
[Tepexoqumo B BP_RunnerCharacter, B Event Graph ctBoproemo Custom
Event 3 nHa3Boro SlideFunction, 3 Components nepenocumo Ha Event Graph
Character Movement, 3 Hporo BukimkaeMo Add Impulse, migkmrouaemo exec

miH go SlideFunction.

Character Movement

> SlideFunction 7 Add Impulse

puc. 3.2.1.5.

3 Add Impulse exec min nmomaemo Branch, mms Condition, momaemo

Character Movement, 3 Hboro Bukiaukaemo Get Velocity Tta IsFalling. 3
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Velocity Buximkaemo VectorLenght 3 Return value Buxkimkaemo QyHKIIiO
Greater(>), B npyruii mid 3HadeHHs 60. 3 IsFalling Buknukaemo boolean Not.
ITinkmrouaemo Return Value 3 Greater Ta Boolean not 1o AND Boolean, iioro

return value migkirogaemo 10 Condition Hoay Branch.

Character Movement

J Add Impulse
¢ slideFunction i1 ra
E Branch
» . — |
» e m——— W » True B
Target
Condition False [
_ Impulse
= 10000 ]

¥ Vector Length

_ ®A Return Value
Characte nent v p——" p—

Add pin @&

F IsFalling

@ Target Return Value

puc. 3.2.1.6.

3 Branch True Buximmkaemo Do Once Hoz, 3 Components mepeTackyeMo
Capsule Component Ha BiIbHE Miclie, 3 HhOTO BUKIHKaeMo Hox Set Collision
Response to Channel, nigkmtouaemo ioro g0 niny Completed nogy Do Once,

New Response ctaBumo Ha Ignore.
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e ——

Capsule Component

T Set Collision Response to Channel
"
=p Do Once Target is Primitiv

| Completed [ —

P Reset Target

Start Closed Channel
Destructible

New Response

puc. 3.2.1.7.
CrBoproemo 3MminHy IsSliding Tumy boolean, 3 Exec miny Set Collision
Bukiinkaemo Set IsSliding, ctaBuMo 3HaueHH Ha true.
3 components nepersaryemo mesh Ha mycTe Miciie, 3 HbOTO BHKIHKaeMo Get
Anim Instance, 3 Return Value Buknmkaemo Montage Play, exec miH set
IsSliding miakmrouaemo 10 Montage Play.
B miny Montage to Play o6upaemo Animation Montage icHyrouoi aHimari

KOB3aHH:.

66



F Get Anim Instance

Target Return Value

JF Set Collision Response to Channel F Montage Play

A SET '
» | 2

Is Sliding Return Value

puc. 3.2.1.8.
3 Montage Play exec mnin Bukinkaemo delay 0.7 cekyHna, nomaeMo Ha
mycte micuie Capsule Component 3 Hporo momaemo Set Collision Response to
Channel, New Response craBumo Ha Overlap, 3 Hporo qomaemo Set [sSliding Ha

false exec min migkmouaemo 10 Reset pynkiii Do Once

Capsule Cc

F Montage Play ° F Set Collision Response to Channel
et f Delay Ta, nit

» »P — P Col ted [ —

Return Value Duratien [ 0,7 Is Sliding

puc. 3.2.1.9.
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Peaunizanisn 3MiHuM JiiHii (MepeMillleHHSI BIIPABO/BJIIBO)
B Event Graph crBoproemo Custom Event Change Lanes, HaTckaeMo Ha

CTBOPEHMI 1BEHT, B IeTalsAxX nogaemo Inputs 3 Tumom int HazBoro Shift Lanes.

Graph Node
Name

Graph

<> Change Lanes

»
Shift Lanes @

Inputs

Shift Lanes

puc. 3.2.1.10.

CrtBoproemo 2 3miHHi Tumy int: Current Index ta Target Lane Index.
Current Index 6a3oBe 3HaueHHs cTaBUMO | (JIiHIA mocepenuHi). Buknukaemo
Set Target Lane Index, 3’emnyemo 3 Exec miH iBeHTY, A0 3HAaY€HHS 3MIHHOL
i’ eqayemo Clamp (Integer), min - 0, max - 2. Jlo Value mia’egnyemMo HOJ

Addition no nei mix’egnyemo Shift Lanes 3 iBenTy Ta Current Index 3miHHy.

»
Shift Lanes @ ' F Clamp (Integer) _—® Target Lane Index
@ Value Return Value @

2 Min [0]
Add pin & I |*|

(" curentindex @ |—

=7 Break Vector
_—~ @ InVec X

¥

puc. 3.2.1.11.
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CrBoproemo 3minHy tumy float CurrentY Position, Bukiaukaemo Set HOJZ
uiei 3minHOiI, Exec min o miny Set Target Lane Index. Otpumyemo sokarito
nepcoHaxa uepes Hox Get Actor Location, 3 Return value Buknmmkaemo Break

Vector, mig’eqnyemo Y no miny 3minHoi CurrentY Position.

7 Clamp (Integer) @ Target Lane Index

® Value Return Value @

O Min |I_| - Current ¥ Position
"= Break Vector
@ InVec X
v

Return Value @ =

puc. 3.2.1.12.

3 exec miny nogaemo Timeline, miaknrogaemo g0 Play From Start.

(O Timeline
[> Play Update [
I Flay from Start Finished [
Current ¥ Position
top Direction
» Reverse Change Lanes
(> Reverse from End

et Mew Time

New Time [0,0]

puc. 3.2.1.13.
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IIBiui HaTuckaeMo Ha Timeline, B pegmaxkTopi
TauMJaiHy HaTuckaemMo + Track — Add Float Track,
Ha3zuBaeMo Change Lanes. BcranoBiawemo Length Ha 0.10,
IOoZaeMo 2 KJIUoBUX Kazpu (Keyframes). 1 BCTaHOBJIIOEMO

Time — 0, Value — 0. 2 BcraHoBJaemo Time — 0.1, Value — 1.

=+ Track Length 0.0 L 2 £ 2 Q2 - B Tick Group TG_PrePhysics v

puc. 3.2.1.14.

3 Update nomaemo Set Current Index, mo miHy 3MiHHOI T’ €IHYEMO
Target Lane Index. 3 exec miny Set Bukiukaemo Set Actor Location, Sweep
crtaBuMo Ha True.

Jlnst New Location miny:

OTtpumyemo Jokarito 3a nonomoroio Get Actor Location 3 Hporo Break Vector,
notiM Make Vector 1 mia’eqayemo X 1 Z 1o BianoBiaHuX miHiB Return Value 1o
New Location.

CrBoproemo 3MiHHy-macuB LanePosition Tuny float, qomaemo 3 6a3oBi
3HayeHHs: 0 1HaeKkc ctaBuMo -325.0, 1 ingexc — 0, 2 ingexc — 325.

Honaemo nox Get (a copy) st MacuBiB, B MacuB IiH ctaBuMo LanePosition, B
ingexc craBumo TargetLanelndex. lomaemo nox Lerp (Linear Interpolation), A
miH 3’eanyemMo 31 3MiHHOIO Current Y Position, B 3 output minom Get, Alpha 3
Change Lanes 3 Timeline, Return Value Lerp 3’eqnyemo 3 Y Ha HOmi Make

Vector.
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(© Timeline f Set Actor Location

Return Value

= Make Vector

—_—
Target Lane Index @ (< BreakVector

| @ nvec
JF Get Actor Location

Target [self | Return Value @ o

puc. 3.2.1.15.

Peanizanisi 10TUKIB 110 ekpany

B Begin Play, orpumyemo xonTtposuiep deped Get Controller,
Bukiaukaemo Cast to player controller, mepemnaemo return get controller mo
Object, exec min 3’ennyemo 3 Begin Play. 3 As Player Controller otpumyemo
Enhanced Input Local Player Subsystem, 3 exec niny Bukiukaemo Is Valid Hon,
1o Input Object mepenaemo return 3 enhanced input subsystem. Is Valid min
3’eqnyemo 3 HomoM Add Mapping Context, Target nepenaemo Subsystem, B

Mapping Context ooupaemo ctBopennii IMC RunnerDefault.

puc. 3.2.1.16.
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HonaemMo B Event Graph Enhanced Input Action
Touch_IA. CrBopoeMo 3MiHHY Tuny Boolean IsTriggered Ta
3MiHHy Vector2d - TouchStart2D. B Started 3 Touch_IA
orpumyeMo Set IsTriggered, craBuMO Ha True. 3 exec miH
orpuMyeMo Set TouchStart2D. B 3HaueHHA — OTDPUMYEMO
Player Controller 3 return value — Get Input Touch
State, Finger Index - Touch 1. Jomaemo Hoxm Make Vector
2D, 3’eguyeMo Location X, Location Y 3 Get Input Touch
State 3 X Ta Y. Return Value B 3 HaueHHA Set. BCTaHOBJIIOE

IIOUATKOBY TOUKY AOTHKY.

> EnhancedinputAction Touch_IA

Triggered [ SET
_. =

| Triggered "

SET

Touch Start 2D

Touch Start 2D

Touch End 2D

puc. 3.2.1.17.

3 Triggered nomaemo Branch, B condition mig’eqnyemo IsTriggered. 3
True nmomaemo me omaua Branch. Ha mycromy wicii otpumyemo Get
TouchStart2D 3 Hboro BuKIMKaeMo Substract, B Apyruéi IiH IMiJ €THYEMO
MakeVector2D return value. 3 Return BigHiManHsS oTpumyeMo Vector2D
Length, 3 return value ngomaemo Greater(>) HON, B HIKHIM TIH CTaBUMO
sHaueHHs1 100, Return Value mix’enqnyemo qo Condition apyroro Branch. s
3armo0OiraHHsl BUIAJKOBUX NOTHKIB, MEpeBipka 4u BiH OyB JAOCTAaTHHO TOBTUMU

JUTSL aKTHUBAII].
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r I I I Vector2D Length

A Return Value

4 Branch —_—
— I\l 1, Branch
- - ’

Add pin (&

1 Touch_JA

Trig

puc. 3.2.1.18.

Homaemo Do Once, nig’ennyemo True 3 Branch no exec miny.
CtBoproemo 3minHy Touch End 2D tumy Vector2D. 3 Completed niny gomaemo
Set TouchEnd2D, B 3nauenHs 3MinHOi nepeaaemo MakeVector2D.

3 exec miHy nomaemo Branch. Ha mnyctomy wmicmi momaemo GET
TouchStart2D, ta TouchEnd2D. Ilix’ennyemo ix mo Subtract HOmy, 3 return
value ngomaemo BreakVector2D. 3 X ta Y koxken mig’egHyemo 1o Absolute
(float) Hon, 3 HUX momaemo Greater (>) Hoa, X 1o A miHy, Y 10 B miny. Return

Value mig’ennyemo g0 Branch Condition.

T Branch

Add pin &
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puc. 3.2.1.19.

3 True pgomaemMo me oxuH Branch. Jo Condition
mopmaeMmo 3 Break Vector2D mozy minm X—Greater(>), B min
sHaueHHa 0, Return Value nig eznyeMo z0 yMOBH.

3 True nomaemo iBeHT Change Lanes 31 3nauenHsim Shift Lanes -1. 3
False nogaemo Change Lanes 31 3nauennsim Shift Lanes 1.

3 False monepeauboro Branch nogaemo me oaun Branch. Jlo Condition
nig’ ennyemo miH Y 3 Break Vector2D, Greater(>) B min 3nauenns 0, Return

Value 1o ymoBmu.

3 True nogaemo Hox Jump. 3 False nogaemo iBent SlideFunction.

puc. 3.2.1.20.
3.2.2. I'eHepanis LUIAXY TA MEePEHIKO]A

CtBoproemo OmonipinT 3 Parent class Actor, HasuBaemo BP_Floor.
Bceepenuni no Default scene root momaemo Static Mesh Cube (Floor) , Box

Collision (Box) ta Arrow
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Components

-+ Add

ﬁ%ﬁ Floor

puc. 3.2.2.1.

Enement Floor Location craBumo 0. 0. 0., rotation 90 rpanycis, scale 10,

10, 0.5.

Transform

10,0

Mobility Static Stationary Movable

Sockets

puc. 3.2.2.2.

Pozmmproemo Box Collision, 3611b1ryemo Scale Y ta Z, 1 ctaBUMO Horo
nokariro Ha kiHmi Floor, Tpoxu mami Ha piBHi Floor (Location Z = 0) ctaBumo

Arrow.
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1 - Floor, 2 - Box Collision, 3 - Arrow

puc. 3.2.2.3.

B Event Graph ctBoproemo ¢ynkmito Get Attack Point, me crpinka

Arrow, 1o JIOKarlii ko1 Oy/ie TeHepyBaTUCh HOBUH IUISIX

Bceepenuni ¢ynkuii nogaemo Return node, 3 Components neperackyemMo
Arrow Ta Bukiaunkaemo ¢Qynkimito Get World Transform, Return value

i’ eAHYyeMO B return node.
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[ Get AttachPoint [ Return Node

©F GetWorld Transform Return Value

Target Return Value

B

Arrow

puc. 3.2.2.4.

B Components o6upaemo Box (box collision) B Details B kin1li B po3aimi

Events natuckaemo + OnComponentBeginOverlap

Events
Component Hit

On Component Begin Overlap

1 Component End Overlap

On Component Wake

puc. 3.2.2.5.

B Event Graph wmae 3’sButuce Event OnComponentBeginOverlap,

ITOBEPHEMOCH JI0 HHOT'O MOTIM.

CrtBOproeMo HOBUM OJIFOTIPIHT Game Mode Base -
BP_ RunnerGameMode. B Project Settings BctanoBmoemo Default Game mode

Ha CTBOPEHHUM.
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Bcepenuni Omroripinta ctBoproemo ¢yHkiio 3 HazBoo Add Floor. B
¢ynkuii nogaemo SpawnActor, ooupaemo kinac BP_Floor, 31 SpawnTransform
MepEeHOCMMO Ha IIyCTe Miclie 1 B MeH obupaemo Promote to variable,

HazuBaemo Floor attach point.

"B Add Floor " @ spawnActor BP Floor

Class BP Floor w Return Value

Spawn Transform

—— Collision Handling Override
Floor Attach Point Default

Instigator

puc. 3.2.2.6.

3 Return Value niny Spawn Actor BUKJIMKaeMO (DYHKIIIIO SIKY CTBOPHIIH B
BP Floor - Get Attach Point, Bukinukaemo Set 3miaHOi Floor Attach Point i

return value pyHnkuii mia’eqnyemo ao Set.
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T Get Attach Point'

- e

Return Value Target Return Value Floor Attach Point

puc. 3.2.2.7.

CrBoproemo 3minny Floor tiles Tunmy BP_Floor Array.

Variable
Variable Name
Wariable Type

Description Single

Instance Editable Array

Blueprint Read Only

puc. 3.2.2.8.

31 3minHoi Floor Tiles Bukinukaemo Hon Add juis array, 3 miHy e€xec, HOAY
Set nns 3miaHOiI Floor Attach Point mix’emnyemo mo Add, a Return value 3

SpawnActor 10 miHy new item
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I Get Attach Point

A
r——bh P —»

Return Value Target Return Value Floor Attach Point

Floor Tiles

puc. 3.2.2.9.

[Tepexonumo B EventGraph, 3 Begin Play gomaemo Honm Sequence, 3

Hboro For Loop, 3 Loop body nomaemo ¢yukiiro Add Floor.

CrBoproemMo 3MmiHHY Tumy int Number of Tiles, 31 3MiHHOI A0JaEMO HOJ

BIIHIMaHHsI, BCTAaHOBIIOEMO Ha 1 1 mia’ eqnyemo a0 Last index B For Loop.

Number Of Tiles @ ——@ @ —
® |.‘_‘ Add pin (&

& Add Floor

e PreT—
> Event BeginPlay +£= Sequence \ E For Loop
»P— > Then 0 [ ——e— Loop Body [ »

Then 1 |  First Index [0] Index O Target [self |

Add pin @ NS~ @ Lastindex Completed >

puc. 3.2.2.10.

CrBoproemo dyskuiro Extend Floor, nig’ennyemo no Add Floor, motim

no Branch. /logaemo Get 3sminnoi Floor Tiles Buknmkaemo ¢ynkitiro Length.
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Jlomaemo Number of tiles pynxkuiro Addition (+), B B min — 10.
Buknukaemo ¢ynkuito Greater Than (>), BepxHiil miH miakiaouaemo Return

Value 3 Length, arkHiii - Return Value 3 Addition.

“$ Add Floor
[ Extend Floor Target is BF

E Branch
» y——— ———— |
» True [

Target | self | i ~
L=l | Condition False [»

Floor Tiles

Number Of Tiles @———

@ (0] Add pin ®

puc. 3.2.2.11.

3 True BukinkaeMo Destroy Actor, 31 3minHOi Floor Tiles Bukimnkaemo
Get 3a ingexkcom 0, Output min mo Target miny Destroy Actor . 3 Exec miny
Destroy Buknukaemo Remove ansa array, Target Array - Floor Tiles, Item -

Output min 3 Get.
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J Destroy Actor

E Branch
[ True [ » »

Condition False >

Floor Tiles

puc. 3.2.2.12.

[ToBepraemoch 10 OnComponentBeginOverlap (Box) B BP Floor, Ha
nyctoMmy Micui Bukinkaemo Get Game Mode 3 Hboro Bukiaukaemo Cast to
BP_ RunnerGameMode, 1 IKITI0YAEMO Horo Exec iH 10
OnComponentBeginOverlap. 3 As BP Runner Game Mode Bukiukaemo

ExtendFloor ¢ynkiiro.

Extend Floor
¢> On Component Begin Overlap (Box) - F
4 Cast To BP_RunnerGameMode < Extend Floor

»
v 4

Object [}

77 GetGame Mode

Retumn Value

puc. 3.2.2.13.

Il mizBUIIEeHHA MBUAKOCTLI pPyxXy 3 uacoMm, 3 Exec

niny Extend Floor oTpuMyeMo IIepcoHaxa uepe3 Get
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Player Character—Cast to BP_RunnerCharacter. 3 As
BP_RunnerCharacter orpumyemo Character Movement 3
HbOr'o oTpuMyeMo MaxWalkSpeed, momaemo Multiplication
HOZ, B IIiH A 3'egHyeMo MaxWalkSpeed, B B craBuMo 1.01. 3
Return value Bukmukaemo Clamp (float) Hoxm, B min 700,
max 1500.

3 Exec miny Cast to BP RunnerCharacter Bukiukaemo Set
MaxWalkSpeed. B 3nauenns 3minHoi mig’eqayemo Result Value 3 Clamp, B

Target 3’eqnyemo orpumanunii Character Movement.

[ CastTo BP_RunnerCharacter

puc. 3.2.2.14.

[Inax 3’gBAsiETbCA, 1 3 KOXHUM TPOUJEHUM OJIOKOM HIBUJIKICTh

M1JIBUIITY€THCS, TETIEP J10aMO TIEPEIITKOIH.
JlonaBaHHs nepenKko/

B BP Floor ctBopumo dyskmiro Setup Spawnpoints, mo6 mgomatu i

HaJIalOTyBATHW TOYKHU HaA AKHUX 6y,Z[YTL 3’ IBJISITUCH IMePCIIKOaU.

3 Exec miny momaemo For Each Loop, B min Array mig’eqnyemo Lane
Position 3minny. 3 Loop Body nomaemo For Loop, First Index — 0, Last Index —
1.
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5 For Loop

» Loop Body [

T For Each Loop O» First Index [0] Index
Setup Spawnpoints i _
Loop Bedy [ Completed [

p— B Exec > Last Index [1]
Array Array Element
Array Index O»

Lane Position Completed [

puc. 3.2.2.15.

3 Loop Body momaemo Add Arrow Component. 3 Index
mozaemo Multiplication, nim B 3MiHoemMo Ha float
(HaTHCHYTH HpPaBOI KHOHMKOI Mumi — to float), 3HaueHHA
650.0 - mo6 momaTu BiZcTaHb Mi¥x 06 €KTaMM 1 BOHH He
COABHUJIHNCHL OZMH B OZHOMY. 3 Return Value orpuMyeMO
Make Vector, B min Y mig emuyeMo Array Element 3 For
Each Loop, Z - 0.0. 3 Return Value oTpuMyeMo Make
Transform, #oro Return Value 3'emHyemo 3 Relative

Transform Hozy Add Arrow Component.

. Add Arrow Component
(& For Loop

[ 2= Make Vector —_—
X Retum Valve @ [——0 “‘ !
3
Y
Z{00

[650.0] p4q pin @
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puc. 3.2.2.16.

CrtBoproeMo 3MmiHHy-MacuB Tuny Transform SpawnPoints, 3 Exec miny
BuKIuKaemMo Add s macuBy, B MacuB mia’enHyeMo 3MiHHY. 3 Return Value
Add Arrow Component orpumyemo Get World Transform, fioro Return Value

nia’eqayemo 10 New Item nminy B Add Hogi.

i F Add Arrow Component

Target | | Return Value

Spawn Points
Manual Attachment

Relative Transform f World Transform

Target Return Value

puc. 3.2.2.17.

CrBoproemo HOBY (pyHKIIir0 Spawn Obstacles. B Bkmaami Local Variables
CTBOpIOEMO 3MiHHY-MacuB Random Spawn Points tuny transform. 3 exec miny
BUKJIMKaeMO Set I1i€i 3MiHHOI, B 3HaueHHs mnepenaemo SpawnPoints. 3 miHy
MOBEPHEHHS 3MIHHOI MMiJl exec mHoM jaomaemo Hox Shuffle, mo6 mepemimatu
TOYKHM CIaBHY, 3 exec miHy noaaemo For Loop, First Index — 0, Last Index

—nonaemo Hoxl Random integer in range 0-1.
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[ spawn Obstacles

Random Spawn Points

r‘f'—‘*\
' Spawn Points

©F Random Integer in Range

Return Value @

puc. 3.2.2.18.

3 Loop Body momaemo Switch On Int, nogaemo 3 minu 0-3. B Selection

nomaemo Random Integer in Range min 0, max 3.

£ Switch on Int

[ e

For Loop

» Loop Body B

O» First Index |I| Index @

@ Last Index Completed [ " 7 Random Integer in Range

- PN
» Min | 0 | Return Value @ | Default [

Add pin (¥

F Make Rela

puc. 3.2.2.19.

Otpumyemo Get Random Spawn Points, 3 Hboro gomaemo Get mms
MacuBy, B MiH iHAekcy mia’ eqnyemMo Index 3 For Loop. 3 Return Value gonaemo

Make Relative Transform. B mig Relative to nomaemo Get Actor Transform Hoz,.
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3 0 ta 1 miny Switch gomaemo Add Child Actor Component B relative

transform mia’ennyemo Return Value 3 Make Relative Transform.

JF Add Child Actor Component

Return Value

£* Switch on Int

C
Return Value

"7 Random Integer in Range

Min ||_,| Return Value @ Default [

Max |3 Add pin ®

F Make Relative Transform
Return Value

Relative To

|/ Random Spawn Points

&> Spawn Cars

puc. 3.2.2.20.
Jlnist mepenko Tpeba CTBOPUTH HOBI OJIFOTIPIHTH.

CrBOproeMo 6JIONPiHT kKJacy Actor BP_Obstacles, e
6yne 6aTbKiBCBHKHM KJac. 3 HbOr'O CTBOPIOEMO 2 child
KJlaCH, HaTHCKaeMO IpaBoo KHonkow Mumi — Create Child
Blueprint Class. OxzuH BP_Ob stacles_Blocker, inmum
BP_Obstacles_Wall.
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puc.3.2.2.21.

B BP Obstacles Wall nomatu StaticMesh ta box collision B Details
Static Mesh B po3aini Static Mesh BuGpatu Oyas siky Mojienb, abo mpocTo Kyo,

miIamTyBaty po3mipu box collision Mig Moaensb.

Parent S

Static Mesh
Static Mesh

Materials # Edit

. Copy
Element O

Clear

Component Tick
Start with Tick Enabled ube
Tick Interval (
Advanced

Physics

Simulate Physics

Linear Damping

Angular Damping

puc. 3.2.2.22.
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B BP Obstacles Blocker nomaemo 3 Static mesh Shape Cube Ta Box

Collision, 3minroemo Transform TakuMm YHOM

)

.'"‘"l"'i

puc. 3.2.2.23.

Tenep xomu € OmrompiHTH s mepenikon momgaemo ix B BP Floor B

Details B Add Child Actor Component mins O miny B Child Actor Class

obupaemo BP Obstacles Wall, nst 1 obupaemo BP_Obstacles Blocker.

"F Add Child Actor Component

Target | self | Return Value
Manual Attachment

Relative Transform

JF Add Child Actor Component

Target [self | Return Value
Manual Attachment

Relative Transform

Child Actor Component
Child A

Child Actor Template
Child Actor Is Transient

Rendering

Visible

Hidden in Game

nent Tags 0 Array element
Component Replication

nent Replic

puc. 3.2.2.24.

89



Tenep B BP_Floor nepexoaumo B Construction Script 1 1ogaemo 10 exec

niny Setup Spawnpoints Ta Spawn Obstacles.

“& setup Spawnpoints "¢ Spawn Obstacles

BB construction Script

puc. 3.2.2.25.

B Viewport 10 aktopa npu KoM OyayTh 3’ IBIASTUCH TIEPEIIKOIH.

puc. 3.2.2.26.

90



CtBOpHUMO OKpeMUH OJIOTIPIHT Jie J01aMO TUIbKHU IycTui Static Mesh 3
omonpinty BP_Floor nazsemo FloorTiles, na noxkarii 0 0 0 craumo BP_Floor,
nepen HuM 1Bidi ctaBuMo FloorTiles, Player Start Ha mouatky, 1106 Kou
CIIaBHUBCS I'paBellb 0yJI0 TPOXH MyCTOT0O HNUIAXY. 30epiraeMo Mamny 3 Ha3BOIO

Runner map.
3.2.3. Po3poOka cucremu 300py irpoBoi BaJlOTH Ta MiACHJIEHD
Peanizauis cnaBHy i mig0MpaHHs MOHET

CrBoproemo  Omroripint  Actor BP Coin. Jlomaemo Static Mesh
neperiMeHoByemo B Coin, B MOJiejlb 0OUpPAEMO MOJENIb MOHETH, a00 Oy/b 4Oro
IHIIOTO, II0 MOXeE pemnpe3eHtyBatume irpoBy Bamiory. B BP Coin (self)

JOdaEMO RotatingMovement U1 06epTaHH;1.

B Coin B Details o6bHupaeMo
Events—0OnComponentBeginOverlap i momaemo, B Eventh

Graph 3'4aBJIS€ThCH 1BEHT.

Events

+

> On Component Begin Overlap (Coin) <

» —

-

,.
(i

Overlapped Component
Other Actor
Other Comp
State Changed
Other Body Index O»

From Sweep

Sweep Result

+
+
+
+
+
+
+
+
+
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3 Exec miH gomaeMo Sequence J0JIa€EMO JOJATKOBUM mmiH, 1 B then 1 3
Other Actor nomaemo Cast to BP Obstacles Wall 3 Hboro gomaemo Destroy
Actor, moO0 SKIIO MOHETa 3aCHaBHHUTHCSA BCEPEIMHI IMEPEIIKOJAM TO BOHA

3HUILUIIACE.

" f Get Game Mode

H - Sequence

[ 3 Then o B |
v+ Cast To BP_RunnerCharacter _L
Then 1 [ v Cast To BP_RunnerGameMode

Return Value

Then 2 [
Object d>
Then 2 B Object
As BP Runner Character
Then 4 [ As BP Runner Game M

Then 5 B
Add pin &

+# Cast To BP_Obstacles_Wall .
» » f Destroy Actor
Cast Failed [» aage s As

As BP Obstacles Wall

puc. 3.2.3.2.

B then 0 3 Other Actor pmomaemo Cast to
BP_RunnerCharacter, Ha nycTe Micie xzozmaemMo Get Game
Mode, 3 return value — Cast to BP_RunnerGameMode,

nin’eguyemMo mo Exec niHy momepemZHBOI'O HOLY.

7 Get Game Mode

] ¥ Sequence
» Then 0 B

Return Value

+# Cast To BP_RunnerCharacter

Then1 v+ Cast To BP_RunnerGameMode
|
Then 2 - 2

Then 3 [

Then 4 As BP Runner Game Mode

Then 5

Add pin &

92



puc. 3.2.3.3.

B BP_RunnerGameMode cTBOproemo 3miHHy int Coins aiis 30epeKeHHs
KUJIBKOCT1 MOHET.
B BP_Coin 3 As BP Runner Game Mode oTpumyemo 1110 3MiHHY, 3 HET 10a€MO
Hox Increment (++), 3’eIHy€eMO exec TiHHU, 3 APYroro exec miHy momaemo Play
Sound 2D nanist nogaBaHHs 3BYKY IMiJIOMpaHHS BaJIIOTH, 00MpaeMo 3BYK Ta 3 Exec

niHy BUKJMkaemo Destroy Actor HoA.

f Get Game Mode

i - Sequence

» Then 0
r# Cast To BP_RunnerCharacter
Then 1 B > »# Cast To BP_RunnerGameMode
Then 2 . » »

Return Value

Then 3 Cast Failed [
As BP Runner C
Then 4 B As BP Runner Game Mode

Then 5

Add pin @

puc. 3.2.3.4.

[Ilo6 30epiraTi MOHETH 1 3aBaHTAXyBaTH iX 3HAYEHHS, CTBOPIOEMO
omonpiHT 3 Ha3Borw Runner SaveGame OaThkiBehbkuM Kilac — SaveGame. B

HBOMY CTBOpIoeMO 3MiHHY CoinValue Tumy int.

IIlepexozumMo xmo BP_RunnerCharacter, cTBOpPHOEMO
dyuknoio UpdateCoins, Ha nycToMy Micil pgomaemo Get
Game Mode—Cast to BP_RunnerGameMode, 3’'egHyeMO exec
OiH 3 miHOM QYyHKIii. 3 ZpPYyroro exec IiHy KacTy IZOZae&eMo
HOxm Does Save Game Exist, B SlotName miH BBozuMmO iM's
3MiHHOI cTBOpeHOl B Runner_SaveGame - CoinValue. 3

Return value momaemo Branch.
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[ UpdateCoins | .+ Cast To BP_RunnerGameMode i f T Does Save Game Exist i :I! Branch
» 1 » L » » True B

Object Cast Failed > Slot Mame [ C¢ n Return Value Condition False

I Get Game Mode
As BP Runner Game Mode  User Index | |':|
Return Value a4

puc. 3.2.3.5.

3 True npomaemo Load Game from Slot, Slot Name — CoinValue.
CtBoproemo 3minHy Saver Sub Class kmacy SaveGame. 3 exec miHy J0/1a€MO
Set 3miHHO1, 3 value 3miHHOT Mogaemo Cast to Runner SaveGame. 3 As Runner
Save Game gomaemo Set CoinValue. 3 mnepmoro Homy Cast to
BP RunnerCharacter 3 miny As BP Runner Character orpumyemo 3minny Coins
ta 3’eanyemo 3 Coin Value. 3 exec minynogaemo Set Game To Slot Hox, B Save

Game Object orpumyemo Get Saver Sub Class i 3’eqayemo.

o Load Game from Slot
»

Slot Nat

J Create Save Game Object

puc. 3.2.3.6.

3 False nomaemo Honm Create Save Game Object oOupaeMo CTBOpEHHIA
omonpinT. 3 Return value gomaemo Set Saver Sub Class 3 miHy moBepHHEHS

3minHoi gomgaemo Cast To Runner Save Game, 3 As Runner Save Game
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nomaemo Set Coin Value no miny Coin Value mig’egnyemo Coins 3MiHHY. 3
Exec miny nomaemo non Save Game To Slot, Save game object 3’eqnyemo 3

Save Sub Class.

Jf Create Save Game Object

Save Game Class

puc. 3.2.3.7.

Tenep 8 BP_Coin B8 On Component Begin Overlap 3 nogy Cast to
BP_ RunnerCharacter nminy As BP Runner Character micns Destroy Actor

nonaemo UpdateCoins.

¥ Destroy Actor “& Update Coins

Target | self | Target

puc. 3.2.3.8.

Jlyist Toro, 106 BOHM CHABHUJIUCH Pa3oM 13 MEPEMIKOJIaMHU, MEPEX0TUMO

no BP_Floor. Komitoemo 3MminHy SpawnPoints, nazuBaemo CSpawnPoints.
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Komitoemo ¢ynkmiro Setup SpawnPoints nHaszuBaemo Coin Spawn Points,
3aMIHIOEMO 3MIHHI ¥ (QyHKUII K1 BHUKOPUCTOBYIOTH SpawnPoints Ha
CSpawnPoints. For Loop Last Index ctaBumo 9, 3nauennst multiplication HOy

—75.

G For Loop
» Loop Body

> First Index | 0 | Index @

Last Index |T| Gorppleted [

[759] add pin ®

puc. 3.2.3.9.

Komiroemo ¢ynkuiro Spawn Obstacles, nazuBaemo Spawn Coins. B
Switch on int Bumansemo Bci miHu okpim 0. 3 Selection Bumansemo random
integer 1 craBumo 0. B For Loop B Last Index ne BukopuctoByeThcs Random
Integer in Range craBumo 5-9. 3aMiHI0OEMO BHUKOPUCTaHHS 3MIHHHUX Ha

CSpawnPoints.

For Loo ) £* Switch on Int
p
Loop Body [ »
O First Index ||_| Index @ O Selection ||_| 10

@ Last Index Completed > .
[f Random Integer in Range _ i default [
F Random Integer in Range Default [

O Min |T| Return Value @ | Add pin (3

Random Spawn Points

puc. 3.2.3.10.
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B Switch on int 0 B Add Child Actor Component o6upaemo child actor
class — BP_Coin. B Construction Script nogatu Coin Spawn Points Ta Spawn

Coins.
Peanizauisi miacuIeHHS MArHity

CtBoproemo OmrornipinT aktopa BP_ Powerup Magnet Bcepeausi qomaeMo
static mesh B scene root Ta Rotating Movement B self, B static mesh obupaemo

MO/IeJIb MarHiTy abo Oy/p 4Oro I1HILIOTO, 1110 PENpPe3eHTYBAaTUME M1ACUIICHHS.

B Event Graph B iBeHnTi ActorBeginOverlap 3 exec
OiHY ZOZAaeMO sequence, IoZaeMO IOZAaTKOBHM IIiH, 3 other
actor — Cast To BP_Obstacles_Wall — Destroy Actor, mo6

He 3 ABJIAJIOCH BCEpPEeIVH1 IepEemKOLHU.

©F Get Game Mode
m Value
“r# CastTo BP_RunnerCharacter “v# CastTo BF_R

» ——

rent ActorBeginOverlap LEz Sequence
» » Theno B

Other Actor Then1 B

Object C d> Object

Then 2
The:

AMdpin &

“v CastTo BP_Obstacles_Wall

» 1 Destroy Actor

Target [self |

puc. 3.2.3.11.

3 other actor — Cast To BP_RunnerCharacter
3’egHyeMo exec miH 3 then 0. Ha mycToMi MicHmi momaemo

Get Game Mode—Cast To BP_RunnerGameMode, 3’'efHYEMO 3
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oomepenmHiM exec miHoM. Jadsii momaemo Play Sound 2D zisa
3BYKY OpU OixZ6MpaHHi, 3'€efHyeMo 3 miHoM, Ta Set Actor

Hidden In Game 3 New Hidden true.

F Set Actor Hidden In Game

+# Cast To BP_RunnerGameMode f Play Sound 2D

Object d> Sound

“F- Sequence
» Then 0 [
Then 1 [
As BP Runner Ci As BP Runner G:
Then 2
Then3 B

Add pin ®

puc. 3.2.3.12.

B BP RunnerCharacter  cTBOptoemMo  3MiHHY  Tumy  boolean
IsMagnetActive. B BP_Powerup Magnet nogaemo Branch B Condition 3 Cast
to BP_ RunnerCharacter orpumyemo IsMagnetActive, 3’eqHyeMO 3 MONEPEIHIM
exec miHoM. 3 False momaemo Set IsMagnetActive ctaBumo 3MiHHY Ha true. B
BP RunnerGameMode ctBoproemo 3minHy Tuny float MagnetTimer. 3 Set
IsMagnetActive 3 Cast to BP_ RunnerGameMode otpumyemo Set MagnetTimer

3HAYEHHS 3MIHHOI 3MIHIOEMO Ha 6.
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' F Get Player Character

Return Value
f Set Actor Hidden In Game

I -I Branch )
» » —»

Target | self ‘ Condition False [ Is Magnet Active Magnet Timer ‘ 6,0 ‘

New Hidden Target Target

Target Is Magnet Active

puc. 3.2.3.13.

3 exec miHy mozaeMo Sequence, 3 then 0 zomaemo For
Loop with delay, Last index - 5, duration - 1. 3
RunnerGameMode orpumyeMo Magnet Timer — Decrement
float Hom, mix emuyemo mo Loop Body. fomaemo Set Magnet
Timer, 3’€eZHYEMO 3 exeC IIiHOM ZeKpeMeHTy, 3 result miny
IeKpeMeHTy popmaeMo Hopx Max mim B - 0, return value

3'€IHYEMO 3 3HaueHHAM 3MiHHOi Ha Set Magnet Timer.

» Then 0 [

—— ————————————————
| = Sequence M For Loop with Delay °
Then 1 [

Add pin ® + Las ] II' Add pin &

puc. 3.2.3.14.
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o Sequence pozaeMo me oxzuH miH then 1, 3 HBOTO
moraemo Delay duration 5.2. Ha mycToMy MicIili mOIaeMo
Get Player Character — Cast To BP_RunnerCharacter,
3’egHyeMo 3 exec miHoM Delay. Jozmaemo Set Is Magnet
Active 3 As BP Runner Character Ta 3 exec mOiHY

BUKJIMKaeMo Destroy Actor.

™F Get Player Character

» Flayer Index [0] Retum Value
. Destroy Actor
"% Cast To BP_RunnerCharacter
»
| 2

Object Cast Failed [

Target | self |

As BP Runner Character

puc. 3.2.3.15.

B BP_Floor xomiroeMo 3MiHHY SpawnPoints Ha3uBaeMmo
PSpawnPoints. KomirweMo ¢yHKIi0o Setup Spawn Points
Ha3uBaeMo PowerUpsSpawnPoints. B HiN 3aMiHIO€MO
BUKopucraHHsa SpawnPoints Ha PSpawn Points. B For Loop
first index — 0, last index — 1, 3HauenHa multiplication -
250. CrBoproeMo GyHKIil0o SpawnPowerUps BcepezuHi
OTPUMYEMO GetGameMode—Cast to

BP_RunnerGameMode—Branch.
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Return Value

[ SpawnPowerUps

“V.# Cast To BP_RunnerGameMode \ L -I Branch ’
» » » True B

Object Cast Failed ! Condition False >

As BP Runner Game Mode

|
(f’—'——"\
| Target Floor Count @

puc. 3.2.3.16.

B BP_ RunnerGameMode ctBoproemo 3minHy Floor Count tumy int. B
¢byukiii Add Floor B kinmi nogaemo increment mist floor count, Ta Set Floor

count BiJ pe3yJIbTaTy IHKPEMEHTY.

@ Floor Count

. |
| Floor Count @ |

puc. 3.2.3.17.

B BP_Floor 3 As Runner Game Mode orpumyemo floor
count—Greater(>) nin B 3HaueHHda 5, n0ixg' egHYyEeMO IO

branch yMoBH.
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CtBOproeMo nokanbHy 3MiHHY Random Spawn Points. Buknukaemo Set
miei 3MiHHOL 3 TiHy True. B 3HadeHHst 3miHHOI nepenaeMo PSpawnPoints. 31
MMOBEpHCHHS 3HaueHHs 3MiHHOI gomaemo Shaffle, 3 Hporo Switch On Int. B
Selection mia’ennyemo Holl Random Integer In Range min — 0, max — 1. 3 0 Ha
Switch nomaemo Add Child Actor Component, B HbOMYy OOMpaeMO Kiac
BP Powerup Magnet. 3 As BP Runner Game Mode Buknukaemo Set Floor

Count, 3HaueHHs cTaBUMO Ha 0 13’ €IHYE€MO 3 OCTAaHHIM €XEC MIHOM.

f Add Child Actor Component

£* Switch on Int

» op » »
it ]

| @ Selection 19 Tarn;ﬂt|-'—:r-' Return Value

Default [ Manual chment

J Random Integer in Range Relative Transform O» Floor Count m
Add pin (® .
Min ||_| Return Value @ |~ N Target

Max [1]

puc. 3.2.3.18.

HonmaeMo Ha OyCTOMY Micri 3M1HHY
RandomSpawnPoints—Get(copy) mms MacuBiB, zo iHZekcy
nig'ezuyeMo return value 3 random integer in range.
Orpumyemo Get Actor Transform, Ha nycTroMy MicIi
nopaeMo Make Relative Transform. Return Value 3 actor
transform xgo Relative to miHy, mo miHy A return Get.
Return value Homy miz’'egnyemo pmo Relative Transform
Hozy Add Child Actor.
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£* Switch on Int
op
@ Selection i 2

Default >

Relative Tran:

Add pin (®

T Make Relative Transform

f . " A Return Value
Random Spawn Points

Relative To

" F Get Actor Transform

Target [ self | Return Value

puc. 3.2.3.19.

B BP Coin nomaemo go Default Scene Root Sphere Collision, ctaBumo

scale 1a 30 30 30.

puc. 3.2.3.20.

B sphere collision zpozmaemMo event On Component
Begin Overlap. 3 oiny Other Actor — Cast To BP_Runner
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Character, As BP Runner Character — Is Magnet Active —

Branch, True — Timeline

(@ slide

ronent Begin Overlap (Sphere)

»# Cast To BP_RunnerCharacter i E Branch
| 3 » True [

Cast Failed > Condition False >

Overlapped C

As BP Runner Character

D ——
Target Is Magnet Active

puc. 3.2.3.21.

B Timeline nonaemo track float Length craBumo 2.

=+ Track  Length 2.00
Slide

puc. 3.2.3.22.

3 Timeline Update — Set Actor Location. Jozaemo Get
Actor Transform — Break Transform, Location — Vinterp
to. Dozaemo Get Player Character — Get Actor Location,
Return Value mo Target Hozmy Vinterp To. B Delta time —
Get World Delta Seconds. Lozmaemo Hox Addition (+), B min
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A — Slide 3 Timeline, B niH B — Return value Vinterp To,

nixg eguyemo mo New Location.

C @ slide
-‘l: Branch ) [ Play Update [

» True B from Start Finished [ D

F Set Actor Location

Condition False > > st Direction Target | Sweep Hit Result
Slide @ | | @ New Location Return Value

Target Is Magnet Active forend Sweep

ew Time 1 Teleport
JF Get Actor Transform New Time [0,0]

= Break Transform -
Return Value [ F Vinterp To
In Transform Location @ |

| @ Current Return Value @ |
I Get Player Character Rotation Or
1 @ Target

 Player Index [0] ~ Retumn Value e
9] elta Time

/
| f Get World Delta Seconds I

Return Value

puc. 3.2.3.23.
3.3. Po3pooka inTepdeiicy kopucrysaua (UI)
3.3.1. CTBopeHH BiI:KeTiB 115l BiioOpaxkeHHs iHpopmamii
OcHoBHUI1 irpoBUil BikKeT

CrBoproemo Widget Blueprint Gameplay Ul. Jlomaemo B ne3alinepi
Canvas Panel, Ha HBOro J0Ja€EMO €JIEMEHTH SIKI MalOTh BIJOOPaKATHCH.
Bepxniii mnpaBuii kyT — kHomka may3u (Button), migx Heo — 3i0pani
moHeTH(Image ta Text Block), 3Bepxy mocepenuni — iHAUKATOp Yacy MiJCHICHb
(Progress Bar), 3Bepxy cnpaBa — nortounuii paxyHok (Text Block ta Image),

3HM3Y MiJ HUM — Haiikpanuil paxyHok (Text Block ta Image).
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puc. 3.3.1.1.
Bino0Opa:kenHs 3i0paHnux MoHeT

O6upaeMo eJIEMEeHT Text Block, AKUHU
BHUKODPHCTOBYETHCHA nmJsa MoHer, B Details—Content—Text
Block HaTuckaeMO Ha KHomnkKy cunpaBa 1 Create Binding,

HazuBaeMo Get_Coins_Text.

Content

Text

Appearance

Color and Opacity - < Create Binding

puc. 3.3.1.2.

Bcepenuni 3 exec niHy pomzaemo Load Game From Slot
B Slot Name BmucyeMO HA3BY AJS 36epeXeHHX MOHET -
CoinValue. 3 return value orpumyemo Cast To
Runner_SaveGame—As Runner Save

Game—CoinValue—ToText. CrBoproeMo return node Ha
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nycroMy Micui, 3’egzuyeMo 3 return value Hozy ToText Ta

IOIEPEegHiM execC IiHOM.

“F To Text (Integer)
Coin Value @ —

® Value  Retumn Value @

v

puc. 3.3.1.3.
BinoOpaskeHHs IOTOYHOI0 Ta HAUKPALIOT0 PAXYHKY

s peanizamii paxynky, B BP_RunnerGameMode ctBOprMO 3MiHHI

tuny int CurrentPoints ta PointsMulti.

IIepexoguMo B BP Floor, B On Component Begin
Overlap (Box) micms Set Max Walk Speed oTpuMyeMmo
BP_RunnerGameMode yepes GetGameMode—Cast To
BP_RunnerGameMode. 3 As BP Runner Game Mode
orpuMmyeMo CurrentPoints Ta PointsMulti, 3 PointsMulti
momaemo multiplication (*) ma 1. 3 return value mozmaeMo
addition (+) B B nin nixz'eguyemo Current Points. 3 As BP
Runner Game Mode gomaemo Set Current Points, pe3yiabTar

IOZaBaHHA IepefaeMoO B 3HAaUEeHHA 3MiHHOI.
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B Runner SaveGame cTBOproemo 3MiHHYy int 3 Ha3Boro HighScoreValue.

B BP_RunnerCharacter CTBOPIOEMO dyHKIIiIO
SaveHighScore. Bcepepmuni OTPHUMYEMO
BP_RunnerGameMode yepes GetGameMode—Cast to
BP_RunnerGameMode, 3’'egHyeMO 3 exeC IOiHOM, 3 HBOI'O
momaeMo Does save game exist Hom B Slot Name -

HighScoreValue. 3 Return Value Bukaukaemo Branch.

I Does Save Game Exist T, Branch
» » True B

[ SaveHighScore +# Cast To BP_RunnerGameMode .

As BP Runner G

Return Value

Return Value Condition False [

puc. 3.3.1.5.

3 True—Load Game From Slot, Slot Name -

HighScoreValue, Return Value — Set Saver Sub Class,
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noBepHeHHAa 3MiHHOLI — Cast To Runner_SaveGame, As
Runner Save Game — Get High Score Value — Greater(>) B
i B (Huxuii), B nid A nepezaemo Current Points 3 As BP

Runner Game Mode. 3 Return Value zozmaemo Branch.

"+ Cast To Runner_SaveGame E Branch .

» True B

Condition  False [

puc. 3.3.1.6.

3 True 3 As BP Runner Save Game pmomaeMo Set High
Score Value, B 3HaueHHd 3MiHHOiI — Current Points. 3 exec
niHy — Save Game To Slot, Slot Name — HighScoreValue, B

Save Game Object nepezmaeMo Saver Sub class.

| :ll Branch ) f T Save Game to Slot
» True [ >
Condition False [> | ® High Score Value Saw ne Object Return Value

Target

O User Index 0]

R ——e
Saver Sub Class

puc. 3.3.1.7.

3 nmepmoro Branch 3 False momaeMmo Create Save Game

Object obupaemo kJgiac Runner Save Game. 3 Return Value
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— Set Saver Sub Class — Cast to Runner_SaveGame, As
Runner Save Game — Set High Score Value, B 3HaueHHSA
3M1HHO1 3'@IHYEMO CurrentPoints. 3 Exec OiHy
BUKJIHNKaeMo Save Game To Slot, Slot Name -
HighScoreValue, Save Game Object mim eznyemo Saver Sub

Class.

True B

False B [ ¥ Create Save Game Object e — | || f Save Game to Slot

puc. 3.3.1.8.
Tenep HighScore 36epiraeThes 1 MoxkHa noaaTtu BinoopaxeHHs B Ul.

B Gameplay Ul B TexcTOBOMY 6JO0IIi  SKHUH
BUKOpPHUCTOBYBaTuMeTnCcsa pniasa Current Score pomaeMmMo
Binding &yHkmoiro Get_CurrentScore_Text. Bcepezmuni
orpuMmyeMo Get Game Mode—Cast to BP_RunnerGameMode,
As BP Runner Game Mode—Get CurrentPoints—ToText
momaemo Return node, z’egHyemMo 3 return value Ta exec

IIiHOM.
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I [ Get_CurrentScore_Text i I V4 Cast To BP_RunnerGameMode i [ Return Node

Object Cast Failed > [F To Text (Integer) @ Return Value

As BP Runner Game Mode @ Value Return Value @
("7 Get Game Mode

Return Value

puc. 3.3.1.9.

B TeXCTOBOMY 6JI0IIi II0 BUKODPHUCTOBYBATUMETLCSH LA
BestScore IOZLaEMO OpUB A3aHyY dyHKIIiO
Get_BestScore_Text, Bcepezuni gomaemo Load Game From
Slot, Slot Name — HighScoreValue, Return Value — Cast to
Runner_SaveGame, As Runner Save Game—Get
HighScoreValue—To Text, Return Value 3'emHyeMO 3

Return HOZOM.

B Get_BestScore_Text “F Load Game from Siot "V Cast To Runner_SaveGame " B Return Node

» 4

Return Value ed O @ Return Value

["F To Text (Integer)

High Score Value @} g, vale  Retum value @

~

puc. 3.3.1.10.

B Progress Bar mo penpez3eHTye MarsairT B Details
6isg iMeHi craBuMO rasouky Is Variable, iMm'g — Magnet_PB

B Behavior—Visibility craBuMo Collapsed. Homaemo
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OpUB A93aHy GyHKIOilO0 Get_Magnet_Percent, BceperzuHi
momaeMo Get Game Mode — Cast to BP_RunnerGameMode, As
BP Runner Game Mode — Magnet Timer — Division (float)

Ha 5. Return Value mo Return HOZy.

II

Return Value

[ Get_Magnet_Percent “).# Cast To BP_RunnerGameMode [ Return Node

Return Value
—_—

As BP Runner Game Mode

r—| ® [5.0] 4 pin
Target Magnet Timer pin ©

puc. 3.3.1.11.

B BP_RunnerCharacter B Event Begin Play nepepn ycim
iHmuM pmomaeMo — Create Widget, Class - Gameplay UI,
return value—promote to variable, im’'s - MainUIRef —
Add To Viewport.

: F Add to Viewport
B Create Gameplay Ul Widget Fors

» "

Return Value hain UIRef Target

Owning Player

puc. 3.3.1.12.
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B BP_Powerup_Magnet wMix Set Magnet Timer Ta
Sequence, pmomaemo Get Player Controller — Cast to
BP_RunnerCharacter, As BP Runner Character—Get Main
UIRef — Get Magnet PB — Set Visibility, In Visibility -
Visible.

f Get Player Character

+ Player Index [ 0] Return Value

JF Set Visibility

»+ Cast To BP_RunnerCharacter

Magnet Timer |E|:|

Target

- ,—‘—‘
arget Main UIRef

puc. 3.3.1.13.

B Sequence then 1 3 Cast BP. RunnerCharacter nomaeMo Te came TiUTbKH

In Visibility craBumo Collapsed.

I I Get Player Character |

C» Player Index [ 0] Return Value

[ L) T — e — F Set Visibility
J Delay »+# Cast To BP_RunnerCharacter Target is Widget
» Completed [ »

Duration | 5.2 |

Target Magnet PB
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puc. 3.3.1.14.
3.3.2 CTBOpeHHs BigKeTiB 1J1sl Biio0OpakeHHs OPa3KH Ta MEHIO May3H
Peanizanis BigkeTy naysu

Knonka mis BimxkeTy may3u Oyjia Jo/laHa paHillle — 3HAXOAUThCA B
BEPXHbOMY JIIBOMY KyTi OCHOBHOTO TeWMILICHHOrO BIIKeTy. Ajne Tpeda

CTBOPUTH OKPEMHUM BIJKET OJIFONIPIHT JUIS BIIOOPaKEHHS.

CrtBoproeMo BiKeT OmonpiHT 3 Ha3Bow PauseMenu Ul. BceepenuHi B
nu3aiinepi nogaemo Canvas panel, Tyau nonaemo Background blur mns edekry
po3mutTs, TekcT PAUSED Ta 3 xHomku — Resume, Options, Main Menu, B

OyIb-SIKOMY TIOPSIAKY.

RESUME

OPTIONS

| MAINMENU |

puc. 3.3.2.1.

B kxHommi Resume Jomaemo Event On Clicked, 3BizmTu
romaeMo Branch B condition — Is Game Paused, 3 True —

Set Game Paused false — Set Input Mode Game Only B
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Player Controller — get player controller, 3 HbOoro X Set

Show Mouse Cursor false — Remove From Parent.

Target [327 ]

puc. 3.3.2.2.

B Gameplay UI, 3axogzuMo B KHOIKY Iay3Hu, B
Details—Event momaemMo On Clicked, 3 iBeHTY mOma€e€MO
Branch B condition — Hop Is Game Paused. 3 False — Set
Game Paused, Paused = true — Set Input Mode UI Only, B
Player Controller — Get Player Controller.

> On Clicked (Paused_btn) ) I :I Branch |

» » True [ ©F Set Game Paused 7 set Input Mode Ul Only

Condition False [ » » »

Return Value Player Controller

¥ 1s Game Paused

Return Value

[ f Get Player Controller

> Playerindex [0]  Return Value

Flush Input

puc. 3.3.2.3.

3 exec niny — Set Show Mouse Cursor False —
Construct Object from Class o6umpaemMo Pause Menu UI,

return value — Add To Viewport.
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"F AddtoViewport

"B Construct Pause Menu Ul

Show Mouse Cursor ase Return Value Target

Target

puc. 3.3.2.4.

Bimxker mopasku

Jlomamo BIKET TIOpa3Ku, SKUH 3 SBISTUMEThCS TMPU 3ITKEHHI 3
nepemkogamu. CtBoproemo Bimker OmonpinT GameOver Ul, Bcepenuni
Maibxke sik 13 PauseMenu U, 3 kHomnku — Resume, Restart, Main Menu, Haamnuc

GAME OVER.
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Resume

Restart

Main Menu

puc. 3.3.2.5

IHaa kxHonku Restart momaemo OnClicked iBeHT —

Execute console command, command — restartlevel.

> On Clicked (RESTART) T Execute Console Command

Command | restartlevel |

Specific Player

puc. 3.3.2.6.

Tenep B BP_RunnerCharacter cTrBopuMO QYHKIIiIO, IKa
peadnizoByBaTuMe nopas3ky. CTrBoproeMo 3MiHHY isDead
TUny boolean. CTrBoproeMo GyHKIi0 3 Ha3BO Death.
BcepenuHi gzomaemo Set IsDead True, 3 Components

ITOomZaeMo Ha nycrTe Micie Character Movement 3 HbOTO
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Disable Movement — Disable Input momaemo 3 Components

mesh — Set Simulate Physics Simulate true.

"
Mesh

P L F Disable Movement | F Disable Input ¥ Set Simulate Physics
[ Death —_— arget is Chara arg )
s . )
» —» » » »
d 3
ayel olle

Target

( Character veme

puc. 3.3.2.7.

3 exec niHy — Remove All Widgets — Create Widget,
class — Game Over UI, Return Value — Add To Viewport.
HomaeMmo Get Player Controller — Set Show Mouse Cursor

true — Save High Score — Update Coins.

> Save High Score

1 4 » D
Target [self |
¢ Update Coins
» » arget is

——————————
| f Remove All Widgets = B Create Game Over Ul Widget
s
| Class Return Value Target

Target [self |

Owning Player -
f Get Player Controller

» Player Index [0 ] Return Value

puc. 3.3.2.8.
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B BP_Obstacles_Blocker B Event Actor Begin Overlap,
3 other actor — Cast to BP_RunnerCharacter — Branch. 3
As BP Runner Character — 1isSliding 3’egHyemMo 3
Condition. False — Death, Target — As BP Runner

Character. 3 Exec miHy — Delay 1.0 — Set Game Paused

true.

puc. 3.3.2.9.

B BP Obstacles Wall nomaemo te came mo B BP_Obstacles Blocker,

Tubku Bupansgemo Branch 3 IsSliding.

<> Event ActorBeginOverlap ) v+ Cast To BP_RunnerCharacter © Death — ° —
Taig ] J Set Game Paused

» Completed [ » o

Target Duration [1,0 ‘ Faused Return Value

puc. 3.3.2.10.

Tenep mnepcoHak NOMHpAaTUME BiM 3ITKHEHb 3 TEPEIIKOJaMU Ta
3’ IBIISITUMETHCS MEHIO Topa3kd. Jlogamo pearizaimiro BiJHOBIECHHS TPHU TICIA

HIOPAa3KH.

BigHoBJIeHHSsI 'PH MiCJIS1 IOPa3KHu
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CrBopumo OmronpiHT aktopa BP Obstacle Destroyer B Default Scene

root nonamo Sphere Collision noctaBumo scale va 60 60 60.

B Event Actor Begin Overlap, momaemo Get Player
Controller — Cast to BP_Runner Character, 3’egHyeMo 3
iBeHTOM. 3 exec niHy zmozmaeMmo Branch. 3 As BP Runner

Character — Get IsDead 3'egHyeMo 3 Condition.

L :I Branch
» True

Condition False [

&> Event ActorBeginOverlap | “v.# Cast To BP_RunnerCharacter

Other Actor Object Cast Failed >

rf ‘W
As BP Runner Character

15 I Get Player Character I Add pin @
i Target Is Dead )

O Player Index ||_| Return Value

puc. 3.3.2.11.

3 False momaemo Destroy Actor. 3 True — Sequence, 3
then 0 — 3 other actor miny B HOzi iBeHTy — Cast to
BP_Obstacle_Blocker, As BP Obstacle Blocker — Destroy
Actor — Delay — Destroy Actor.

v Cast To BP_Obstacles_Blocker F Destroy Actor

— » —_—
L Eranch iS5 Sequence » » ° F Destroy Actor
Object vil Delay Target 1
» True [ » Then 0 B Target | .
» Completed [ »

Condition  False B |5 Then1 B /f
»# Cast To BP_| F Destroy Actor . Duration [ 0,2 ] Target [self |
> 2

qd» D Object
Then4 [ |

f Destroy Actor Then2 k |
gel s At Then 3 B .

Target | self |
p— Then 5 [

Add pin @

puc. 3.3.2.12.
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B BP_RunnerCharacter crBoproeMo dpyHxmio Resume
Game. BcepepauHl gomaeMmo IsDead—Branch. Jomgaemo Mesh
component — Set relative Transform Split struct pin,
noTiM split transform location pin, Location Z = —90,

Teleport true.

Capsule Component

B Resume Game f t Branch F SetRelative Transform

» True [
» »

Target Sweep Hit Result

Condition False [p

_ New Transform Rotation
| Z[-90,0]

New Transform Scale

[1,0] v[1.0] z[1,0]

Sweep

puc. 3.3.2.13.

3 exec miHy — Set current index = 1 — Set Actor
Location, split transform pin. Jozmaemo Capsule
Component — Get Relative Transform, Split transform,
split location pin, X go X Set actor location, Z mo Z. 3
Exec nminy — Attach Component to Component, Target —

Mesh, Parent — Capsule Component.
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F Get Relative Transform

.—(——D

Sweep Hit Result Current Index [ 1] D - Swe t Result ge Return Value

Weld Simulated Bodies

puc. 3.3.2.14.

3 Exec miHy — Jozmaemo Character Movement — Set
Movement mode Walking — Enable Input — momaemo Mesh

— Set Simulate Physics.

.
Character Movement [ —
Mesh

f Attach Component To Component ©F Set Movement Mode f J Enable Input f J Set Simulate Physics

> » » »
Target Return Value Target qe f Target

Parent e Vi laye olle Simulate

Socket Name [None |

New Custom Mode [0]

weld Simulated Bodies

puc. 3.3.2.15.

3 exec niHy — Remove All Widgets — Create Widget

class — Gameplay UI, Return Value — Set Main UIRef, min
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noBepHeHHA 3MiHHOLI — Add To Viewport, Get Player
Controller — Set Input Mode Game Only, — Bip Player
Controller — Set Show Mouse Cursor false.

Remove All Widgets =] Create Gameplay Ul Widget

| Class Return Value Main UlRef

puc. 3.3.2.16.

3 exec niHy — SpawnActor From Class, o6upaeMo
kJjgac - BP_Obstacle_Destroyer. B Spawn Transform —
romaeMo Mesh—Get World Transform, return value

oixg’eguyeMo mo spawn transform.

False 3 Branch nig’'eguyeMo go Spawn Actor. 3i Spawn
Actor — Branch, condition — Is Game Paused. True — Set
game Paused False — set is Dead false. False — Set is
Dead false.
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I I Is Game Paused I

Return Value

% SpawnActor BP Obstacle Destroyer F Eranch f Set Game Paused
» [ ] True B

Return Value Condition False ause: Return Value

F GetWorld Transform

Instigator
Return Value

puc. 3.3.2.17.

Tenep a1 Resume B GameOver Ul. Crnodarky CTBOPUMO BIJIKET
omonpiatr ResumePopup WBP. Bcepennni 000B’S3KOBI  €1EMEHTH: TEKCT
nocepenuui — Ha3Ba Warning Text, moctaButu rajouky Is Variable, kHomka
YES, Ha3Ba Yes btn, raiouka Is Variable, knonka Close — Close btn, ramouka

Is Variable, knonka No — No_btn, ramouka Is Variable.

u 50 coins.
d?

puc. 3.3.2.18.

124



B event graph crTBOproeMo custom event get coins
value—Load Game From Slot, Slot name - CoinValue,
Return Value — Cast to Runner Save Game. 3 As Runner

Save Game — Get Coin Value — Less (<), B = 50, Return

value — Branch.

puc. 3.3.2.19.

True — 3 variables zomaemMo WariningText—Set Text,
B TeKCT: You need at least 50 coins to resume the game.
IomaeMmo No_btn Ta Yes_btn, mixg'emguyemo mo Set Visibility
Hidden. Jozmaemo Close_btn — Set Visibility Visible.

False— WarningText—Set Text, B TexcrT: Resuming the
game will cost you 50 coins. Do you wish to proceed?.
Yes_btn Ta No_btn nixg'emuyemo mo Set Visibility Visible —
Close_btn mo Set Visibility Hidden.
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puc. 3.3.2.20.

B Event Construct nogatu Get Coins Value.

"& GetCoins Value
€ Event Construct R

Target | zelf |

puc. 3.3.2.21.

HDomatu Custom Event Subtract Coins — Load Game
From Slot CoinValue, Return Value — Cast To Runner Save
Game, As Runner Save Game — Less (<) 50, Return Value —

Branch.
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f > Subtract Coins

F Load Game from Slot v Cast To Runner_SaveGame

Return Value Cast

| -I Branch {
[ 3 True B

Condition False [
As Rur Save

e
e —
Target Coin Value @

puc. 3.3.2.22.

3 True komirwemo Te caMe mo B Get Coins Value. 3
False, Get Player Character — Cast to
BP_RunnerCharacter 3’eguyemo zo false. Get Game Mode —
Cast to BP_RunnerGameMode, 3'€IHYEMO IO IIOIEPELHBLOTIO
exec ni”Hy. As BP Runner Game Mode — Get Coins —
Subtract 50 — As BP Runner Game Mode Set Coins.

e — —
No Btn [ Close Btn

[ — —
Warning Text YesBin

7 Set Visibility
Branch .

True B

Condition False

*V4 Cast To BP_RumnerCharacter

» » “+3 Cast To BP_Runnel

Object CastFailed »

Object

puc. 3.3.2.23.
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3 As BP Runner Character — Update Coins — Resume

Game.

|—® Coins
Target Target
Target

puc. 3.3.2.24.

B xHonmky Yes_btn momaemo OnClicked—Subtract Coins

& Subtract Coins
¢> On Clicked (Yes_btn) P R

Target | self |

puc. 3.3.2.25.

B xHonku No_btn Ta Close_btn — Remove From Parent
— Create Widget from class, class — Game Over UI — Add

to Viewport.
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&> On Clicked (No_btn)

F Remove from Parent

» Targ . Create Game Over Ul Widget ="
4 »P— P
> On Clicked (Close_btn)
Target | self | Class Retumn Value
» S e

Qwning Player

puc. 3.3.2.26.
3.3.3 CTBOpEeHHS r0JIOBHOTO MEHIO I'PU TA MEHIO BUOOPY MePCOHAKA.
I'os10BHE MeHIO

CrBoproemo HoBY Mmany MainMenu. CtBoproemo Widget BluePrint
MainMenu UIl. Bcepenuni 2 TekcToBUX OJIOKM, BEpXHIM HaWKpanui

pe3yJbTaTH, HIKYE — KUIBKICTh MOHET. [locepeinHi KHOMKHU.

-y
o Text Block

e Text Block

Options

Credits

puc. 3.3.3.1.

IIy1a pekopzy cTBOopuMO dyHKIIil0O GetHighScoreText —

Load Game From Slot, slot name — HighScoreValue, Return
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Value — Cast to Runner_SaveGame, As Runner Save Game —

High Score Value — To Text — Return Node.

[5 GetHighScoreText J Load Game from Slot +# Cast To Runner_SaveGame [ Return Node

@ Return Value

f To Text (Int

puc. 3.3.3.2.

Iloia MoHeT cTBoproeMo GyHKIiro GetCoinText,
koniweMmo Te mo B GetHighScoreText. 3amMiHoeMo SlotName

Ha CoinValue, 3 As Runner Save Game — Coin Value.

[ GetCoinText f Load Game from Slot # Cast To Runner_SaveGame [ Return Node
»

J To Text (Integer) ) @ Return Value

_— ® Value  Retumn Value @

puc. 3.3.3.3.

s xnonku crapty pogaemo event OnClicked 3 mporo Open Level (by

reference), ooupaemo Runner Map.
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> On Clicked (Start_btn) J Open Level (by Object Reference)

Absolute

Options _|

puc. 3.3.3.4.

IIoa xuonku Quit (Exit) momaemo OnClicked — Execute

console command, command = exit.

> On Clicked (Quit_btn) T Execute Console Command

Command | exit |

Specific Player

puc. 3.3.3.5.

B level blueprint Manu roJjoBHOro MeHIO B event
begin play pmozaemo Get Player Controller 3 HpOro Set
Input Mode UI Only, 3’egHyeMoO 3 exec niHoM. 3 Get Player
Controller — Set Show Mouse Cursor True — Create
Widget, class — Main Menu UI — Add To Viewport.
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f Get Player Controller

Player index 0] Retu

" & Event BeginPlay = [ Create Main Menu Ul Widget
| e —————

Return Value

Flush Input

puc. 3.3.3.6.

B Project settings Game Default Map o6upaemo MainMenu.

MeH10 BHOOpPY nmepcoHaxka

CrBopumo wMamy CS Map. CrtBopumO  OJIONPIHT

([ F Add'to Viewport
== "

AkTopa

BP_CSCharacters. Bcepenuni B Default scene root nomamo Skeletal mesh, B

mesh asset BuOparu SKM Manny, B anim class BuOpartu

aHiMarliiuuii Omonpint — ABP_Manny.

BIIIIOBITHUMN
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Tak camo nomaemo ycix mepcoHaxiB siki €. B Event Graph ctBoproemo
event Show Manny, nepenocumo 3 Components ioro mesh Ha mycTte micuge i
Bukiaukaemo Set Hiddent in Game false. [[ns BCiX 1HIIMX TEPCOHAXIB SKi €
BUKHKaeMo Te came 1 craBuMo New Hidden True. [ KOXXHOTO CTBOPHOEMO

TaKuil cCaMUM 1BEHT.

Manny

> Show Manny T Set Hidden in Game

»
Target
Mew Hidden

Propagate to Children

puc. 3.3.3.8.

CrBoproeMo iBeHT Spawn Manny — Cast to Pawn Class,
Oo6MpAaEMO 6JIIONP1HT 3 IepcoHaxeM. As Pawn — promote to

variable.

<> Spawn Manny
v Cast To Pawn Class

Class Cast Failed [

puc. 3.3.3.9.
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B Runner_SaveGame CTBOPHOEMO 3MiHHY Tuny Pawn
PlayerCharacter. B BP_CSCharacters cTrBoproeMo dyHKIIiIO
SaveCharacters — DoesSaveGameExist, SlotName
PlayerCharacter. Return value — Branch. True—Load Game
From Slot, slot name PlayerCharacter, return value —

promote to variable name = Saver Sub Class.

f Load Game from Slot

[ SaveCharacters f Does Save Game Exist i z Branch
| 3 True [

Player Character S eturn Value Condition False [

f Create Save Game Object

puc. 3.3.3.10.

3 noBepHeHHS 3MiHHOI — Cast to Runner_SaveGame,
As Runner Save Game — Set Player Character. HaTuckaemo
Ha nouaTkoBUM HoOZ SaveCharacters i pmomaemo B Inputs
mapaMmerp PlayerCharacter Tuny Pawn. Joro mepemaemo B
PlayerCharacter B HOZi Set. 3 exec nmiHy — Save Game To
Slot, SlotName PlayerCharacter — Open Level (By Object

reference) o6upaemMo Runner_map.
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r# Cast To Runner_SaveGame T Save Game to Slot

» »
Object Player Character Save Game Object Retum Value
Target
f T Open Level (by Object Reference)

_ v Cast To Runner_SaveGame P —
/ -
\

Dbject Cast Failed [ Player Character

1 Save Game to Slot

Save Game Object Return Value
As Runner Save Game Target
LT —
Saver Sub Class

puc. 3.3.3.11.

B False xomioeMmo Te caMe mo B True, TiIbKH 3aMiCcThb
Load Game From Slot momaemo Create Save Game object,

Save game class — Runner Save Game.

T Load Game from Slot

Slot Mame Return Value

Branch ' | Character |
» True O User Index [0]

Condition False [

" ¥ Create Save Game Object

Save Game Class Return Value

puc. 3.3.3.12.

B event graph B Spawn Manny micns Set As Pawn pomaemo Save

Characters.
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<> Save Characters

»
Target | self |

Player Character

puc. 3.3.3.13.

CrBoproemo Bimker Omompint CSelection Ul. Bceepenuni B Canvas
Panel nmomaemo 3 kHOmNKW, mocepenuHi KHomku < > Jlisg mepeMUKaHHS

MEPCOHAXKIB, B PAaBOMY BEPXHbOMY KyTy KHOMKY Start

puc. 3.3.3.14.

B Event Graph crBoproemo 3MiHHyY CS_Characters Tuny
BP_CSCharacters. 3 Event Construct — Get Actor of Class,
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kJjac o6bupaeMo BP CSCharacters, return value — set CS

Characters.

<> Event Construct I I Get Actor Of Class

SET
» | | 2 —»

Return Value CS Characters

puc 3.3.3.15.

CrBoproeMo 3MiHHY Character Index Tuny int.
CrBoproemo Custom event Select Character, B HbOMY
moxmaeMo Inputs CharacterIndex Tuny int, 3 Hboro — Clamp

0—2, Return Value — Set Character Index.

<> Select Character

17 :.\. E T
—»
»

Character Index @

" F Clamp (Integer) @ Character Index

Return Value @
> Min [ 0]

» Max [ 2]

puc. 3.3.3.16.

CrBoproeMo Custom Event Show Characters. 3 exec
niny — Sequence, then 0 — Branch. Ha nycrte wMicoe
nmozaeMo Character Index — Equeal(==) Hogm, mim B = 0,
return value mo Condition. Get CS_Characters Ha mycToOMy

Micii — Show Manny.
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e
Character Index @——

A -I Branch
R ——
(5 Sequence » True [ »

. Show Characters

» Then 0 Condition False > Target

Then 1 B
e
| CSCharacters

Add pin (®

puc. 3.3.3.17.

JInst iHIIUX TIepCOHaXKIB JIOJAEMO HOBI IMHHM B Sequence Ta IMOBTOPIOEMO
Te caMe, 30UIbIIYIOYM 3HauY€HHS 3 AKuUM mnopiBHIOeMo Character index Ha 1 Ta

BUKJIMKAIO4X (DYHKIIIIO [T BIATIOBITHOTO MEPCOHAXKA.

B xwommm Start gomaemo iBeHT On Clicked, komiroeMo Te came IO B

Show Characters, Taka cama JioTiKa, TIIbKU 3aMicTh Show BUKIHKaEMO Spawn.

—
Character Index @
i T Branch
» True [
L £- Sequence

<> On Clicked (Start_Btn) y Condition False (> Target

» Then 0 B
Then 1 B

—
CS Characters

Add pin &)

puc. 3.3.3.18.

IOia xuonku < (left) momaemo OnClicked. OTpuMyeMoO
Character Index — mexpeMeHT — Set Character Index 3

niHy 3MiHHOI — Select Character — Show Characters.
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TR T T & select Character & show Characters
| > On Clicked (Left) I Taiget is CSelecti ————"

Target [self |

puc. 3.3.3.19.

Iaa xuonku > (right) momzaemo OnClicked — Sequence.
ITomraeMo Get Character Index — iHKpeMeHT, 3 €IHYEMO 3
then 0. 3 moBepHeHHA 3MiHHO1I — Set Character Index —

Select Character — Show Characters.

& On Clicked (Right) [£= Sequence

—_—
( Character Index @- \ =

puc. 3.3.3.20.

3 Character Index — Greater than or equal (>=) 2,
AKIIO IIEePCOHAX1B 2, AKIWO OXMH To 1 i T.x.. 3 return value
— Branch, True — Set Character Index 0 — Select

Character — Show Characters.

{ £- Sequence
» Then 0 B
Then 1 B
Add pin &

( Character Index @ \ =T i T Branch

("& Show Characters

» True B e »

Condition False > — ger Target [seff |

puc. 3.3.3.21.
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B mami, nomaemo miardopmy, CineCameraActor Ta BP_ CSCharacters.

CTaBHMO KaMepy Ta akTopa o0 akTop OyB MocepeIMHI B BUIIISIAL BiJl KaMEpH.

CinzCamarafeior

N Filteelcpraast: 150 0igital Filin | Lo 35mn

PreviewBlatonm = Andrord GpenGLHgh

puc. 3.3.3.22.

B Viewport wMmanum o6upaeMO axkxTopa KaMepy,
BigkpuBaeMmMo level Dblueprint, Ha @#OycToMy MicIi
HATHCKAEMO [pPaBOI KHOMNKOI MHImi, TaM 3 SBUThLCH
BapiaHT Create a reference Ha akTopa AKUH BUILi1JIEHUHU B
Viewport, cTBOPIOEMO IIOCHUJIAHHSA Ha KaMepy 3 Hboro — Set
View Target With Blend, momaemo Get Player Controller
3’egHyeMo 3 niHoM Target. IIix'ezHyeMo exec miH zmo Begin

Play.
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" F Get Player Controller

O» Player Index |I| Return Value

' T Set View Target with Blend

& Event BeginPlay ()
|

Target
f.—""

" &2, CineCameraActor :
[ ] New View Target

Blend Time |I|

Blend Func
VTElend Linear

Blend Exp |I|

Lock Outgoing

puc. 3.3.3.23.

3 Get Player Controller BukmukaemMo Set input mode
UI only, masni 3 aboro xe — Set Show Mouse Cursor True —
Create Widget, class — CSelection UI, return value — Add

To Viewport.

Owning Player

Flush Input

puc. 3.3.3.24.
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B Mani Runner_map, Begin ©play, oTpuyemo
36epeXxeHoro IepcoHaXa 31 cJgoTy: momaemMo Get Player
Controller — Set Input Mode Game Only — Load Game From
Slot, SlotName = PlayerCharacter, Return value — Cast To

Runner_ SaveGame.

er Controller

||_| Retun Value

I & Event BeginPlay | "F Set Input Mode Game Only : . "+ Cast To Runner_SaveGame

Player Controller Return Value Object Cast Failed >

Flush Input As Runner Save

puc. 3.3.3.25.

3 As Runner Save Game OTPUMYEMO 36epeXeHY 3MiHHY
— Get Player Character — Spawn Actor. B Spawn
transform — Promote to variable Spawn Transform. B
Default Values pmomaemo 3HaueHHa Location mo6 rpasens
CIIaBHUBCSH KOpPeXkTHO. 3 return value — Posses. Targer —

Get Player Controller.
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U 7 Get Player Controller
O Player Index m Return Value

st To Runner_SaveGame

& Spawnactor

bject Cast Failed [

As Runner Save Game { \
i " Target Player Character

» » JF Possess

Class Return Value

Spawn Transform

Target
Collision Handling Override

In Pawn

r'_\ Instigator
Spawn Transform Select Asset w

puc. 3.3.3.26.

Tenep B MainMenu_UI, B OnClicked maia Start xHonku

o6bupaemo Level — CS_Map.

( <> On Clicked (Start_btn) i ™7 Open Level (by Object Reference)
» »
O Level CS_Map w

Absolute

Dptions |:|

3.3.3.27.

Tenep mo6 3anmakyBaTu rpy B APK HaTuckaemo
Platfroms — Android, o6upaemMo Android (ETCR2) Ta
HaTuckaemo Package Project i o6upaeMo manKy B SKY BOHO

36epexe bamiu.
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“'T-‘ Platforms w

u DESKTOP-FJENBSG

= Enable cooking on the fly

Android

) Refresh platform status

Platforms Mot Supported by Project Package Project
Cook Content

& Project Launcher.. Android (ASTC)
)| ] ’

Android (DXT)

Android (ETC2)

Android (Multi:ASTC,DXT,ETCZ)

- Device Manager .

Packaging Settings...

Supported Platforms...

Use Project Setting (Shipping)
DebugGame

Development

Shipping

puc. 3.3.3.28.

BUCHOBOK

VY Mexax JUIUIOMHOI poOoTH Oyio po3poOJeHO MPOTOTUI T'PHU KaHPY
endless runner. PeanizoBano 0a30Buii TEeWMIUICH: MEPCOHAXX aBTOMATUYHO
pYXa€eThCs BIEpEll, TpaBellb Ma€ 3MOry 30MpaTh MOHETH, BHUKOPHUCTOBYBATU
MIJICUJICHHS (HAMpPUKJIaJ, MArHiT, SKAA aBTOMATHUYHO MPUTATYE MOHETH), a
TaKOX 3MIHIOBATH IrPOBOTO MEPCOHAXKA.

JlomaHo pocTHil KOPUCTYBAIbKUH 1HTEpdeElic, 110 BIJ0Opakae KUIbKICTh
O4YOK Ta 310paHuX MOHET. TakoX peani30BaHO MOXJIMBICTh MTOCTaBUTHU TPy Ha
nay3y Ta BIAPOAUTHCS MICI MOPa3KH.

['py MOXHA 3HAYHO TOKPAIIWUTH, PO3IIMPUBINU MEXaHIKH: TOJAaTH HOBI
BUJIY TIEPEIKO/I, Pi3HI THUIH ITiICUJIEHB, OLIbIIIE BapiaHTIB MepcoHaXiB. OKpeMy
yBary CJiJ MPUILIATHA 3aMiHl O€3KOIITOBHUX aceTiB Ha CTBOPEHI BIACHOPYY —
1€ MIJBUIIUTh YHIKAJIbHICTh TPU Ta JACTh 3MOry OUIbII TOYHO ONTHUMI3yBaTH
3D mogeni Ta TEKCTypu JyUisi poOOTH Ha MOOUTHBHOMY MPHUCTPOi, MOPIBHSIHO 3

3aBaHTAXKCHHUMHU aCc€TaMU.
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3arajgoM, po3po0JeHUN NPOTOTHUN JEMOHCTPYE OCHOBU TE€UMILICIO
MOAIOHUX IrOp 1 MOXKE CIYTyBaTH XOPOIIOK 0a3010 JJIsl MOAANIBIIOT0 PO3BUTKY

MTOBHOIIIHHOTO TIPOCKTY.
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