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AHOTALIA

Cemuyk B. B. P Po3pobka 3D iHTepdency niognHo-mallMHHOI B3aeMogii (Ha npuknagi
Escape Chronicles): BunyckHa kBanidpikauinHa pobota Ha 3006yTTa GakanaBpCbKOro
piBHSA BULLIOT OCBITU 3i cneuianbHOCTi «122 Komm’toTepHi Haykny». - Ogeca: OTYLL, 2022 -
13 c.

Hana kBanigikauivHa poboTta npuceaveHa po3pobui koonepaTtuBHoi 3D-rpu, ska
CUMYIIOE CMiNbHY BTeYy rpasuiB i3 BipTyanbHOI B'A3HULI. MeTO MPOEKTY € CTBOPEHHS
IHTEPaKTMBHOIO cepefoBuLLa, WO CNpUsSie PO3BUTKY KOMaHAHOI B3aEMOAII, CTpaTeriyHoro
MMWCIIEHHS Ta NOTiKN.

AKTyanbHICTb TeMM 3yMOBIieHa 3pOoCTalyMM MONUTOM Ha GaraToKopuUCTyBaLbKi
KoonepaTuBHiI irpu, siki 4O3BOMAKTL rPaBLUsM B3aEMOLIATU Y pearibHOMY 4aci, Joakoun
di3nyHy BiacTaHb. PUHOK Bigeoirop oCTaHHIMWU pokaMn OEMOHCTPYE CTIMKUW iHTepec 40
NPOOYKTIB 3 enemMeHTaMn couianbHOI B3aemopil, rHy4YKOro remmMmnneld Ta MOXMAUBICTIO
NPOXOMKEHHA Yy KomaHai. Po3pobka [aHOro npoekTy BIiANOBIOAE UMM TeHAEHUisM,
NOESHYHOYN 3axXOnfMBy TeEMaATUKY BTeYi 3 B'A3HULI i3 cydacHUMM nigxogaMmun 00 AnsanHy
irpOBOro NPoLEecy Ta MepexeBol B3aEeMogii.
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TEXHIYHE 3ABOAHHA OO MNMPOEKTY
TpuBUMIpHa rpa-CUMYyNATOP BTEYi 3 B’A3HULL

(3a 3paskom The Escapists 2)

3aranbHu#“ onuc.
MporpamHe 3abe3neveHHs (M13) € TPUBUMIPHOLO rPoto, L0 MOAENIOE XUTTS YB'A3HEHOIO B

yMOBax OXOPOHIOBAHOI B'si3HMLUI. [paBeLb Mae 4OTPMMYBaATUCh PO3NOPSAKY, B3AEMOZIATH 3
HeirpoBMMM NepcoHaxamu (yB'aA3HEHMMM Ta OXOPOHLAMM), 30MpaT NnpegmeTn, npautoBaTy,
CTBOPIOBATM IHCTPYMEHTU Ta nnaHyBaTu BTedy. Bci nepcoHaxi Ta 06'ekTu OitoTb 3@ BNacHMMN
npasunamu, Gopmyro4m CUMyNATUBHY irpoBy cuctemy. KiHuesa meTta rpaBus — BTEKTU 3
B'A3HULI, YHMKaOUM Nigo3pu Ta nepecrigyBaHHA OXOPOHLIB.

Mera.

MeToto Halwoi po3pobkn € CTBOPEHHS iHOPMAaLIMHOT TEXHONNOTIT AN MOLENOBaHHS
npeaMeTHOI ranysi irpoBMX CUMYISLIM HA OCHOBI pO3pobreHHs apxiTeKTypu Ta peanisauil
aBTOMaTn30BaHO| 6araTOKOMMNOHEHTHOT CUCTEMM 3 eNeMeHTaMn MynbTUNNEEPY,
30epexeHHs CTaHiB, LUTYYHOrO iHTENEKTY, Ta ynpaeniHHS irpOBUM NMPOLIECOM Y pearnibHOMY
Yyaci.

Bumorun oo cdyHkuioHany.

FonosHa cmopiHKa:
lpaBeLb Npu 3anycKy rpy NOTPaNmsie 4O rOfIOBHOrO MEHI0, sike NOBUHHE HaJaBaTu TaKi
dYHKUT:

e 3anyck rpu (HoBoi abo 36epexeHol) y SKOCTi XOCTa;

e [lepernag rmo6anbHOro peNTUHIY pekopAiB rpaBLiB;

e HanawTyBaHHSA ry4yHoCTi;

e HanawTyBaHHA AKOCTi KAPTUHKMW.

Cucmema 36epexxeHHs:
e ABTOMaTU4HE 36epEeXeHHs IrpOBUX OAHUX KOXHI AeKinbka cekyHz Ta Npu BUXOAi rpaBLs 3
cecil.
e ABTOMaTUYHE 3aBaHTa)KeHHSA 36epeXXeHHs Npu CTapTi rpu, SKLO rpaBeLb € XOCTOM.
e MoXnuBicTb Nepenatn 30epeXXeHHs1 iHLWOMY rpaBLO 47151 MPOLOBXKEHHS MPU B iHLLIN CECil.

e 3apyyHuKKM (OKpiM rpaBLiB), OXOPOHLi Ta Meankn — kepytoTbcs Al (B OCHOBHOMY, Ha
ocHoBi State Trees).

e OXOpOHLUi NaTpynoTb, NEPEBIPSAOTL MigO3PINMNX, aTakyloTb rPaBLiB NPU BUCOKIN
nigo3pinocri.

e Meaunkn 3HaXO4ATb HEMPUTOMHUX Ta HECYTb IX A0 NiKapHi.

Cucmema 4acy ma posknady:
e IrpoBuUI Yac AiNUTbCA Ha OHi, roanHu, XxBunuHn. OgHa XBUnNMHa = ogHa cekyHaa
pearnbHOro yacy.
e Yac BnnmuBae Ha NOMNOXEHHA CoHUA/MICALA Ta 3MiHY nNogin.
e [lopylweHHs po3nopsaaky (nponyck nogiv, nepebyBaHHs N03a KaMepPO) BUKINNKAE
3pOCTaHHS Nigo3pinocTi abo 3aranbHy TPUBOTY.

leposi rnodir:
e "Tuxa rogmHa" — NpoTAromM OAHIET irpOBOI roAMHN rpaBeLb Mae NOBEPHYTUCA 0 CBOET
kamepu. licnsa uboro ABepi 4O KaMep 3a4MHATLCS Ha BUXig, a 6araTto iHWux asepen —



MOBHICTIO.
o "epeknuyka" — 3apy4YHUKN NOBUHHI 3’ABUTUCA B 3araribHOMY 3ani, iHaKwe NoYHeTbCA
TpuBora.
"Mpuinom X" — 3apyyHUKK cigaloTb 3a CTONKU B idanbHi.
"Oyw" — 3apy4yHUKN KOPUCTYIOTLCS AyLUEM.
"MNepepBa" — BiNbHWUI Yac rpaBusa 4nga gin.
"TpuBora" — ctaBuTb iHLWI NoAil Ha nay3y (ane 60TK 3apyYHNKM MPOLOBXYIOTh IM
cnigysatu), BUKINMKAETLCS, AKLLO rpaBLs HEMae y KaMepi BHOYI, NPONYLLEHO Nepekndky
abo y B’A3HMLI BUABMNEHI NOLKOMKEHHSA. [licna TpMBOrv BCi NOLLIKOAKEHHST Manu
ycyBalTbcA. TpuBora niginMaeTbCsa ANa KOHKPETHOMO CMMCKY NepCcoHaxiB B 3aneXHOCTI
Bif, MPUYMHM NoYaTKY.

lNowkodxxeHHs1 06'ekmie:
e [lesiki 06’€KTM Mann MOXHa namaTtu iHCTpyMEeHTaMu.
e Y 30Hax, ae NPC He 3'aBnsatoTbCd, MOXHA 6e3ne4HO pobuTn gipku.

XapakmepucmuKu rnepcoHaxa:
e 3po0poB’s — npu 0 NepcoHax nagae, Noro BigHOCATb A0 JKKa MeauKu.
e EHepria — BuTpavaeTbca npu biry, yaapax, 6rnokax, NOWKO4KEHHI 00 eKTIB.
e [ligo3pinictb — npu >90 NPC 0x0opoHLUi aTtakyloTb 3apyyHuKa.
e YpoH — 3anexuTb Big obpaHoi 36poi B pykax Ta ii HAgBHOCTI.

Pyx nepcoHaxa:
lpaBeLb MOXe xoauTu, BirTy nigutonuem, 6irtu WBMAKO (BUTpaYae eHeprito), npucigaTu,
cTpmbatu

IHeeHmap ma npedmemu:
Ob6mexeHa KinbKicTb cnoTiB + CnoT Ansa ogqary.
lpaBeLb Mae 4OCTYN 4O CUMCTEMU KpadpTy: NpeamMeTn MOXHa NoegHyBaTu BignoBigHoO 4o
hikcoBaHMX peLenTiB A4S CTBOPEHHSA HOBUX 06’EKTIB.
e [lesiki peuenTy 4O3BONAIOTL CTBOPOBATY KOMil KNto4iB abo ogsar mackyBaHHSA 6e3 BTpatu
opwuriHanbHOro npegmeTa.
o Kpadrt BigbyBaeTbca Yepes iHTepdenc, AOCTyNHWIA Y cneuianbHOMY MEHIO rpaBus, ae
BifoOpaxatoTbCsl AOCTYMHI PeLENnTM Ha OCHOBI HAsABHUX Y iHBEHTapi npegMeTiB.
€ npegmMeTn 3BUYaKiHi, KOHTpabaHgHi, BUTPaTHI, KpaddToBI, iIHCTPYMEHTM, 36pos.
KoHTpabaHga pearye Ha meTanogetektopu. LIboro MoXHa yHUKHYTU SIKLLO B OGHOMY 3i
CNOTIB € KOHTpabaHOHUI MILLOK.
e Brtparta cBigomocTi Bege 4o BTpaty koHTpabaHam (ons rpasuis).
e [leski npegMeTn MatoTb MiLHICTb Ta NamMatoTbCA.
e |CHYHOTb KyKNK Ans nibkka, Wo 06MaHIolTb OXOPOHLIB MNif Yac NepeBipoK YHOMI.
MorkHa BigKpMBaTh iHBEHTap HENPUTOMHUX NEPCOHaXIB.

B3aemodis 3 o6’°eekmamu:
e Jlixka, nikapHsHi Nixkka, AyLwi, CMAiHHA B iganbHi — 0atoTb pPisHi ehekTn BiGHOBNEHHS.
e Tymba — 36epirae npegmeTu.

leHepauis npedmemis:
e lllogeHHe OHOBMEHHS NpeaMeTiB y Tymbax (OKpiM TUX, SSKMMW BOJOAIIOTb rpaBL;).
e lllogeHHe OHOBMEHHS iHBeHTapiB 6oTiB.

Odsie:
e 3apyyHUKM, OXOPOHLL, MEANKM MatoTb Pi3HWIA OAsr.
e Opdar moxHa ckpadhTnT abo BKpacTy.
e Y HiYHMI Yac 3aMacKoBaHWI rpaBeLb He BUKITMKAE TPUBOIW, KON MOro 6a4aTb nosa 1noro
Kamepu.

biu:
e MorkHa aTakyBaTu Ta CTaBUTK GrOK.



e brok 3axuLiae Big ypoHy, ane BuTpavae eHeprito.

Lleepi ma kiiroui:
e [IBepi 6yBatoTh BigKPUTI NOBHICTIO, 200 3 OAHOCTOPOHHIM JOCTYMOM.
e FKWO ABepi 3aKpwuTi, TO ANsi NPOXOAY NOTPIGEH KMoy BiANOBIAHOIO KOMbOpY.
e Knioui MOXHa 3HaWTK, BKpacTn abo ckpadtnth konito. OpuriHan He BUTpadaeTbCA Npu
BUKOPUCTaHHI Ta He nNponagae npu kpadTi Konii.
e [lpwu BTpaTi opuriHaneHOro Knto4a nicnsa Toro, K OXOPOHELb NPUXOANTL A0 CBIAOMOCTI,
Len oxopoHeLb nigHiMae TpmBory.

Bmeua 3 8’sa3Huu
e [1nAa BTeYi NOTPiIGHO BUNTK 32 MEXi TIOPMU Yepes 3namaHy AiNngHKy Manu, He Byayym
NOMiYEHUM OXOPOHLIAMM.

IMeHa nepcoHaxis:
e Yci nepcoHaxi MatoTb iMeHa. Y rpasuiB — 3i Steam.
e |meHa BigoOpaxalTbCa Hag ronoBamm Ta B iHTepdeinci iHBeHTaps.

Kineub epu ma pexkopdu:
e [pa 3aBepLUyeTbCS NpPU BTEYi OQHOrO 3 rpaBLiB.
e Pesynbrar notpanngae oo rnobanbHOro penTUHIy pekopAaiB Yacy BTeui.

Mepexesuli pexxum:
e [lo 4 rpaBuiB ogHo4YacHO Yepes Steam P2P.
e OawuH 3 rpaBLUiB € XOCTOM. |HLWI NigKNO4YaTbCA Yepes 3anpoLueHHs y Steam.

TexHonorii

36epiraHHs BUXiOHNX kopiB 3 3ginicHoeTbeA 3a [JOMNOMOroo cuctemm
KoHTpong Bepcin Git.

CTpykTypa channis Ta kaTanoris NnoBnHHa BigobpaxxaTtu apxitektypy N3 i3 po3dutTam Ha acetu 3
ontonpiHTamun Ta kog 3 .h i .cpp dannamu. Npuknag:

e Content
o AbilitySystem
= Abilities
e GA Example
= Cues
e GCNB_Example
= Effects
e GE_Example
o Al

= AlControllers
e BP_ExampleAlController

= SmartObjects
e SOD_Example
= StateTrees
e ST Example
o Characters
=  Common

e Animations

o ABP_Example
e Materials

o M_Example
e Meshes



o SKM_Example
Textures
o T_Example

= BP_ExampleCharacter
o PlayerControllers

= BP_ExamplePlayerController

o Ul

=  Widgets

[ J
Source
o ProjectName

= Private

= Public

WBP_Example

AbilitySystem
o Abilities
= ExampleGameplayAbility.cpp

Characters

o ExampleCharacter.cpp
Common

o Structs

= Example.cpp
o Enums

= Example.cpp

Controllers
o PlayerControllers

= ExamplePlayerController.cpp
o AlControllers

= ExampleAlController.cpp
StateTree
o Conditions
= ExampleStateTreeCondition.cpp
o Evaluators

= ExampleStateTreeEvaluator.cpp
o Tasks

= ExampleStateTreeTask.cpp
Ul
o Widgets

= ExampleWidget.cpp

AbilitySystem
o Abilities
=  ExampleGameplayAbility.h
Characters
o ExampleCharacter.h

Common
o Structs

= Example.h



o Enums

= Example.h
e Controllers
o PlayerControllers
= ExamplePlayerController.h
o AlControllers

= ExampleAlController.h

e StateTree
o Conditions

= ExampleStateTreeCondition.h
o Evaluators

= ExampleStateTreeEvaluator.h
o Tasks

= ExampleStateTreeTask.h

o Ul
o Widgets

= ExampleWidget.h

[nsa po3pobkun HeobXiaHI HACTYMHI TEXHONOTiT CTBOPEHHS:

e IrpoBun npouec: Irposui pywin Unreal Engine 5, moBa nporpamysaHHsa C++, Gameplay
Framework, Replication, Remote Procedure Calls (RPC), Mover, Gameplay Ability
System, Subsystems, State Trees, Smart Objects, Common Ul, iHwe.

e bekeHa penTtunry rpasuis: Node.js, MySQL, Express, Nodemon, MySQL2, TypeORM,
Dotenv, Nginx, Swagger.

e [nzainH: Irposuin pywin Unreal Engine 5, Sythe, Autodesk Maya, Adobe Substance 3D
Painter, ZBrush, Marmoset Toolbag, Figma.

KomaHpa npoekty

[lns BMKOHAHHSA NMOCTaBNEHUX 3aBAaHb poboTa koMaHAu nepeabaqyaeTbCsl OKPEMO 3a KOXHOH
YaCTUHOIO iIrpoBOiI PYHKLIOHANBHOCTI.

Mpn koMaHai B 3 yyacHuKa, ABO€E YYaCHUKIB BiAMOBIiAAOTb 3@ CTBOPEHHS NPOrpaMHUX CUCTEM,
1 BignoBigae 3a Bi3yanbHy YacTUHY, YCi BiANOBIAATb 32 HANOBHEHHS irPOBOrO KOHTEHTY.



MiHiManbHa komMaHAa NPOEKTY - ABA Y4aCHUKM, Y TaKOMY CKnafi OAMH Y4aCHUK BUKOHYE
moaynk Backend ta nporpamHy yactuny Web, apyrui - mogens Mockup ta po3miTkoBy
YactuHy Web.

PekomeHaoBaHa koMaH4a NPOEKTY - TPU YYACHUKMW, Y Takih KOMaHAi KOXXEH 3 yY4aCHUKIB
BignoBigae 3a ogHy 3 YyactuH: Mockup, Backend, Web.

[l03BONSAETHCA BKNIOYEHHSA A0 KOMaHAM GinbLUOT KiNbKOCTI y4aCHUKIB, y TakoMy pasi Mogyrnb
Mobile App HabyBae 0060B'a3koBOI peanisdauii. Takox mogyne Mockup moxe OyTn nogineHun
Ha mogeni Web ta Mobile yacTtuH.



PO3A1I1 1
SATAJIbHA XAPAKTEPUCTUNKA CUCTEMU



[OunnomHunin NpoekT aBnsie coboto noBHouiHHY 3D-rpy, peanizoBaHy Ha 6a3i pywia Unreal Engine
5 i3 BukopuctaHHam C++ Ta BHYTpILLHIX cuctem pyLid, Takux sk Gameplay Framework,
Gameplay Ability System (GAS), State Trees, Smart Objects, Subsystems, Common Ul, Ta iHLui.
ApxiTekTypa 3acTocyHKy nobyaoBaHa BignoBiAHO 4O Cy4YaCHUX NPUHLMNIB PO3POBKM MPOrpamMmHoro
3abe3neyeHHs, Lo 3abe3nevye MmacluTaboBaHiCTb, MOBTOPHE BUKOPUCTAHHSA KOMMOHEHTIB,
3pYYHICTb MNIATPUMKU Ta PO3LLMPEHHSA dYHKUioHany.

Yci cuctemu rpuy peanisoBaHi 3 MakCMManbHOK MOOYIBHICTIO — Yepe3 aKTUBHE BUKOPUCTAHHSA
KOMMO3uLii, Ae Lue MOXMIMBO, 3 YiTKMM po3airieHHs M BianosiganbHOCTeN Mixk o6’ektamn. Tam, ae
ue 6yno aouinbHO, 3aCTOCOBYBANocs ycnaakyBaHHs ANS po3LMpeHHs 6a30BOI NOrikM, OgHakK
0a3oBa apxiTekTypa 3aBxau 3bepirana rHyykicTb i HE3aneXHICTb CUCTEM 3a paxyHOK
JeneryBaHH4A Ta iHTepdenciB.

Kopg Bignosigae ogidinium ctaHgaptam Unreal Engine, 30kpema:
OOTpUMaHO KoHBeHUin imeHyBaHHs (U, A, F, E, |);
po3mexoBaHo nybniyHuin Ta npusaTtHu API;
yCi BMacTMBOCTI orosfiowweHo 3 BukopuctaHHam UPROPERTY 3 BignoBigHnmu
cneuncpikatopamu (VisibleAnywhere, EditDefaultsOnly, Transient, SaveGame ToLL0);
e 3actocoBaHo GetNetMode() Ta HasAuthority() ons BigokpeMneHHs cepBepHoOi Ta
KNiEHTCbKOT NOTiKN.

3HayHa YacTMHa Noriku rpy po3paxoBaHa Ha 6araTokopucTyBaLbKy B3aeMogito. [ns uboro
peanisoBaHo NiaTPMMKY pennikadii 3miH (Replicated, ReplicatedUsing) Ta BigaaneHux BUKNUKiB
npouenyp (Remote Procedure Calls, Client, Server, Multicast). Pennikauisi Bukopuctoysanacs
SIK Ha piBHI Actor’iB Ta KOMMOHEHTIB, Tak i Ha piBHI aTpMbyTiB Ta iHWKX 06’ekTiB. OKpemi cuctemm
nepenbavaloTb KMieHTCbKi NepeabdayveHHs — Hanpuknag, y Ability System — ansa ameHweHHs
3aTPUMOK NMPU BUKOHAHHI Ail.

Yci Bka3iBHWMKM Ha 06’ekTu B .h dhannax peanidoBaHo 3a gonomoroto TObjectPtr Ta TSubclassOf
— sIK pEKOMEHAOBAHO Y pyLil m’AToi Bepcii. [ns 36epexeHHs 3B’A3KIB i3 iHWKUMM knacamu 6e3
YKOPCTKOrO 3aBaHTa)KeHHS 06’EKTIB y NamM’siTb aKTUBHO BMKOPUCTOBYBANUCs M’siKi NOCMNaHHS —
TSoftObjectPtr Ta TSoftClassPtr. Lle no3Bonse yHUKHYTU 3aBOro 3aBaHTaXXeHHs1 06’eKTiB Yy
nam’aTb 4O TOFO MOMEHTY, NOKM B HUX OINCHO He BMHUKHE noTpeba.

Yci soft-nocunaHHA 3aBaHTaXylTbCA aCUHXPOHHO 3a gornomMoroto StreamableManager, i nicns
3aBepLUEHHS BUKOPUCTaHHA — BMBAHTaXYOTbCS 3 NnaM’siTi pywiem. Lle gae amory Tpumatu B
onepaTtuMBHIN NaM’sITi NULLE akTyanbHi 06’ eKTU. 3aBaHTaXXEHHS TakuX pecypciB BigbyBaeTbCS
aCMHXPOHHO 3 BUKOpUCTaHHAM StreamableManager, Lo, y CBOIO Yepry, O3BOMAE YHUKHYTH
hpuziB Ta GNOKYBaHHS roNOBHOIO MNOTOKY rpu. lMicnsa 3aBepLUeHHSA BUKOPUCTAHHSA Taki 06’ ekTn
BUBAHTaXYIOTbCSA 3 NaM’ATi, LLO OAATKOBO OMNTUMI3ye BUKOPUCTAHHA pecypciB.

LoadSomeObjectHandle = UAssetManager::GetStreamableManager().RequestAsynclLoad(

SomeSoftObject.ToSoftObjectPath(),
StreamableDelegate: :CreateUObject(this, &ThisClass::0nSomeObjectlLoaded));

Y npoueci po3pobKn akTMBHO BUKOPMCTOBYBANMCcs Makpocu nepesipku check, checkf, ensure,
ensureAlways — s BUSIBNIEHHA KPUTUYHUX MOMMUIIOK Mig Yac BUKOHAHHS Y PEXUMI po3po0HMKa.
Lle nossonsno cikcysatn npobrnemu 6e3nocepenHbO Nig Yac TeCTyBaHHA rpu B peaakTopi,
3aMiCTb 3aCTOCYyBaHHS OKpeMMX unit-TecTiB, AKi He € TMNOBO NpakTukoto B Unreal Engine.

if (! (Isvalid(Character)))
{
CancelAbility(Handle, ActorInfo, ActivationInfo,




(IsValid(NewPlayer));

(IsValid( “>NewPlayer->GetPawn()));

[okymeHTauis go kogy peanisoBaHa y coopmati JavaDoc, i3 goknagHum onvcom Knacie, MeTogis,
napameTpiB i NPUKNagiB BUKOPUCTaHHS. YCi OCHOBHI MoAyri, BKIOYHO 3 CUCTEMOID 3aibHOoCTER,
36epexeHb, Nofin, iIHBEHTapto TOLLO, MatoTb AOKIAAHI NOACHEHHS A5 CTOPOHHIX PO3POGHUKIB.

Taknum YMHOM, apXiTekTypa NPOEKTY BUPI3HAETLCS BUCOKOIO SKICTIO peanisauii, A0TPUMaHHSAM
cTaHgapTiB pyLid, onTMMI3aLielo NnaMm’aTi Ta peCypCOEMHUX onepaLiin, a TakoX YiTKOH
NiaTpMMKo BGaratokopucTyBaLbkoi B3aemogii. Lle go3sonsie cuctemi 6ytu He nuwe

dyHKUiOHaNbHOO, ane 1 ctabinbHo, MacwTaboBaHO Ta 3py4YHON ANd NiGTPUMKKM B
ManbyTHbOMY.



PO3A111 2
GAMEPLAY ABILITY SYSTEM TA IHMYT



Y npencraBneHoMy NpOEKTi peanidoBaHa MoAyrbHa cucTema 3gibHocTen Ha ocHoBi Gameplay
Ability System (GAS), sika 6yna 3ano3suyeHa 3 odiuinHoro npoekTy Big Epic Games — Lyra
Starter Game, ogHak CyTTEBO MOAMMIKOBaHa Ta BOOCKOHANeHa 3 ypaxyBaHHSM KpaLumx
apXiTeKTYpHUX NpakTuk. OCHOBHOIO METO CTano CTBOPEHHSI MaclTaboBaHoI cMcTtemu, Lo
O03BOMISIE€ LieHTpanisoBaHo npusHavaTu 3a4ibHoCTi, edpekTn Ta aTpnbyTn Oyab-aKOMy NepcoHaxy
3anexHo Big noro poni, Ta NOB’A3yBaTH Li 34iGHOCTI 3 AisMy KOpUCTyBaya 3a AOMOMOro0
PO3LLUMPEHOI CUCTEMM BBOAY.

AbilitySystemSet

[nsa ueHTpanisadii norikn HagaHHa 3aibHocTen 6yno peanisoaHo knac UAbilitySystemSet, akui
€ Hawaakom UPrimaryDataAsset. Llei knac Bu3Hayae Taki CTPyKTypu:

FAbilitySystemSet _GameplayAbility — micTuTb TMn 3ai6HOCTI, piBeHb Ta InputTag.
FAbilitySystemSet GameplayEffect — BusHauae edpekTn 3 piBHAMMN.
FADbilitySystemSet_AttributeSet — Habip aTpubyTis (Hanpuknag, 30opoB’sl, eHepris).
FAbilitySystemSet_BlockedAttributes — no3sonsie 3abnokyBaTtun 3miHy NeBHUX aTpubyTiB
3anexHo Big GameplayTag.

Mpu Buknuky GiveToAbilitySystem(...) komnoHeHTa UAbilitySystemSet aBTomaTnyHo:
popae AttributeSets,

Hagae GameplayAbilities,

3actocoBye GameplayEffects,

BUKOHYE npuB’asky InputTag go InputiD.

Konu 3gi6HocTi gogatotbcs Yepe3 GAS, KOXXHa 3 HUX OTPUMYE YHikanbHui InputlD, areHepoBaHun
metogom Generatelnputld(). MoTim, Yepes RegisterinputTag(...) uen ID 36epiraetbesa y TMap
InputiDsAssociatedWithInputTags, wo no3sonsie Hagani akTMeoByBaTKn 34i6HOCTI 3a
GameplayTag, a He 3a raw-iHNyTamu.

Cuctema BBOOY

[nsa koHirypauii BBogy ctBopeHo okpemuit knac UlnputConfig — noxigHui Big UDataAsset,
KWW BU3HAYaE TPU OCHOBHI rpynu:
¢ InputMappingContexts — Habip koHTekcTiB BBOAy (Enhanced Input),
e NativelnputActions — iHnyT-Aii, NoB’aA3aHi 3 gismun, 9ki He € 3aibHoCTAMM (Hanpuknag, pyx
YN KepyBaHHS KaMepoto),
e AbilitylnputActions — iHnyT-gii, wo noe’s3aHi 3 InputTag 3gidHocTeEN.

Mpue’aska iHnyTiB BUKOHYeTbCs B AEscapeChroniclesPlayerController yepes metop
BindInputConfig(...). ns AbilitylnputActions nepenbavaeTbca aBToMaTuyHa peectpadis InputTag
y Ability System Component 3 HacTynHum BigcnigkoByBaHHAM nogin ETriggerEvent::Started Ta
Completed, saki BignosigHo BuknukatoTb PressinputTag(...) Ta ReleaselnputTag(...).

TakvM YMHOM, KOXXHA 3[i0HICTb MOB’A3YETLCA 3 KOHKPETHOK KHOMKOK 32 JOMOMOTOH 3B’SI3KM:
InputAction — InputTag — InputlD — Ability.

Llen nigxig € apxiTekTypHO npaBuiibHUM cnocobom BukopuctaHHs GAS, Ha BigMiHy Big Lyra, ge
InputAction LWOTiK NepeBipsSETLCA BPYYHY, O HE € ONTUManbHUM ANA MaclTaboBaHMX CUCTEM.

BucHoBok
[aHa peanisauis 3abesnevye:
e LleHTpanisoBaHy KoHdirypauito 3gioHocTen Yyepes UAbilitySystemSet,
AeknapaTtusHe ynpasriHHA iHnyTamu 3a gornomMoroto UlnputConfig,
YNCTY apXiTEKTYPY 3 YiTKUM pO3AdiNeHHAM BignosiganbHOCTEN,
notpumanHa ctangapTie GAS API (3 BukopuctaHHam InputlD 3amicTb KAacToMHOI foriku),
NPOCTOTY PO3LUMPEHHS Ta HanalTyBaHHS HOBUX NepcoHaxiB, ponen Ta 3gibHocTen 6e3
ayb6nikauii noriku.



PO34IN 3
XAPAKTEPNCTUKWM NMEPCOHAXY, POII TATETA



[nsa peanisauii cuctemMm xapakTepucTmk NepcoHaxis y NPoekTi 6yno BukopmnctaHo Gameplay
Ability System Ta cTBopeHo Tpu okpemi AttributeSet knacu:
e CombatAttributeSet — anga 36epiraHHs1 60MOBMX NapameTpiB (Hanpuknag, NOTOYHUN
YPOH);
o VitalAttributeSet — ana napameTpiB 300poB’a Ta eHepril (3okpema, Health, MaxHealth,
Energy, MaxEnergy);
e SharedRelationshipAttributeSet — ans nigospinocTi (Suspicion Ta MaxSuspicion), o
Binobpaxxae BigHoweHHss NPC go rpaBsus.

Yci ui knacu € Hawagkamu Big UEscapeChroniclesAttributeSet, akuia, y coto vepry,
ycnagkoyeTbes Big UAttributeSet. B Heomy Byno peanizoBaHo 6a30By noriky Ansg obmexXeHHs
3Ha4yeHb aTpmbyTiB (ClampAttribute), a Takox xennepu ana AoCcTyny 40 3HAYEHb Yepes MaKpocu
ATTRIBUTE_ACCESSORS, ATTRIBUTE_GETTERS, ATTRIBUTE_SETTERS. Hanpwuknag, y
knaci USharedRelationshipAttributeSet BctaHoBReHO noriky, sika He 4O3BOMNAE NEPEBULLNTHI
Nigo3pinicTe NoHag it MakCUMymMm:

void USharedRelationshipAttributeSet::ClampAttribute(const FGameplayAttribute& Attribute, float& NewValue) const
{
Super: :ClampAttribute(Attribute, NewValue);

if (Attribute == GetSuspicionAttribute())
{

NewValue = FMath::Clamp( X NewValue, 0.f, GetMaxSuspicion());

clse if (Attribute == GetMaxSuspicionAttribute())

NewValue = FMath::Max(A:NewValue, 1.F);

ATpubyTn nosHayveHo sik ReplicatedUsing, TOX Npy OHOBNEHHI 3HAYEHHSA BUKITMKAETLCA
BignosiaHa OnRep_ cyHKUis onsa KNieHTiB, HaNpuKnaa:

s0id USharedRelationshipAttributeSet: :0nRep_Suspicion(const FGameplayAttributeData& OldValue) const

(ThisClass, Suspicion, OldValue);

LLlo6 gogaTtu rHyykicTb Npw iHiLianisauii nepcoHaxis, 6yno peanisaoBaHO MOXNUBICTb NiACTaBASATH
pisHi PlayerState 3anexHo Big koHTponepa. Knac AEscapeChroniclesPlayerController (5K i
AlController) mae none TSubclassOf PlayerStateClassOverride, sike no3sonsie 3agatv noTpibHui
knac PlayerState npsamo 3 pegaktopa. Metog InitPlayerState nepeBipsie Lo 3mMiHHY Ta CTBOpPIOE
BigNoOBigHMI 00'eKT.

Llen nioxig oo3Bonsie Ham CTBOPIOBATU He3aneXHi Habopu XxapakTepuCTuK i 3gibHocTen ans:
e rpaBuga-yB'asHeHoro (BP_PlayerPrisonerPlayerState);
e OGoTa-oxopoHusa (BP_BotGuardPlayerState);
e Meguka (BP_BotMedicPlayerState Ta iH.

KoxeH 3 Takmx PlayerState otpumye cBint Habip AbilitySystemSet (Hanpuknag,
DA_GuardAbilitySystemSet, DA_PrisonerAbilitySystemSet ToL0), Lo MiCTUTB:
cnucok 3aibHocTten (GameplayAbilitiesToGrant),

edektn (GameplayEffectsToGrant),

Habopwu aTpmbyTis (AttributeSetsToGrant),

obmexeHHs1 Ha aTpubyTu (AttributesToBlockByTags).

[opaTkoBo B rpi peanisoBaHo cuctemy Teris ponen yepes GameplayTags:
e Role.Prisoner



Role.Guard
Role.Medic
Role.NPC

Role.Player

Lli Tern gopatotbea yeped GameplayEffect 6eanocepeaHbo B AbilitySystemSet koxxHoro
nepcoHaxa, Lo A03BONsE Nerko insTpyBaT NOBEAIHKY 3a ponamu y State Tree, npu LinboBmnx
edekTax, noseaiHui Al ToLuo.

3aBasiku Takilt MOAYINbHIN CTPYKTYpi NPOEKT FIErko MacluTabyeTbcs — MOXHa 6€3 3MiH y Kofi
Aonatu HOBI TN NepCcoHaXxiB, Hanpuknag, 6ota-kyxapsa abo rpaBLA-OXOPOHLS, NPOCTO
cTBopuBLUM HOBI PlayerState’n, AbilitySystemSet’'n, Ta BignosiaHi Controller’n.



PO3AII1 4
GAMEPLAY ABILITY COMPONENTS



Y npoekTi 6yno peanizoBaHo BnacHy cuctemy GameplayAbilityComponents — mogynbHuX
KOMMOHEHTIB, SKi po3LLMPIOOTL Noriky 3aibHocTen Gameplay Ability System 6e3 HeobxigHoCTi
CTBOPHOBATM HOBI NOXigHi knacu 3aibHocTen. Lle gano 3amory aMeHLUMTM KifbKiCTb Ay6nboBaHOro
Kody, a TaKoX CNpOCTUTM PO3LUMPEHHS NOTikn 3gidHoCcTen Npu 36epexeHHi 6a3oBoi peanisadii B
UEscapeChroniclesGameplayAbility.

KoxxeH UGameplayAbilityComponent:

e ¢ eksemnnsapom UODbject, saknin 36epiraetbes y Bnactmsocti Components 34i0HOCT;

o Mmae mapkyBaHHs UCLASS(Abstract, Const, DefaultTolnstanced, EditInlineNew,
CollapseCategories, Within=EscapeChroniclesGameplayAbility), wo gossonsie
CTBOPHOBATM MOro ek3emnnsipm 6eanocepenHbo BCepeanHi 3aibHOCTI;

e oBHicTo aybntoe Beck public Ta protected iHTepdenic UGameplayAbility, Bknrovatoum
meTtoan CheckCost, CommitCheck, ApplyCooldown, InputPressed, EndAbility Towo.

KoxeH 3 umx metogis y UEscapeChroniclesGameplayAbility Buknvkae BianosigHi metoam ycix
KOMMOHeHTIB y uunkni. Hanpuknag, metog CheckCost:

L UEscapeChroniclesGameplayAbility::CheckCost(const FGameplayAbilitySpecHandle Handle,

c t FGameplayAbilityActorInfo* ActorInfo, FGameplayTagContainer* OptionalRelevantTags) ce

if (!Super::CheckCost(Handle, ActorInfo, OptionalRelevantTags))
{

return

st UGameplayAbilityComponent* Component < : Components)

if (!Component—>CheckCost(Handle, ActorInfo, OptionalRelevantTags))

Lle no3Bonsie aekoMnosyBaTu NOriky 34ibHOCTEN Ha ManeHbKi i30bOBaHi YacTuHW. Hanpuknag,
ofHa 3i 3gibHocTen moxe mMicTuTn KomnoHeHT URequireEnergyGameplayAbilityComponent, wo
nepesipse HasBHICTb eHeprii B rpaBua y meTogi CheckCost, a Takox aBTOMaTU4HO BignNncyeTbCs
Ta cKacoBye 30i0HICTb, AKWO eHepris nagae 4o Hyns. BiH Takox nignucyeTbest Ha generat 3MiHn
aTpubyTa eHeprii yepe3 GetGameplayAttributeValueChangeDelegate i npu crnipautoBaHHi
Buknukae CancelAbility y 3gibHocTi.

Takumi nigxig JO3BONUB:
e peanidyBaTtu 34i6HOCTI y BUrnsagi 6asoeux Blueprint-knacie 3 MOXIMBICTIO pegaryBaHHs
CKnagy KOMMOHEHTIB HanpsaMy B peaakTopi;
e 3abe3neunTn MoaymnbHICTb Ta MOBTOPHE BUKOPUCTAHHSA NOTIKN Y Pi3HNX 3AIBHOCTSAX;
3HAYHO 3MEHLINTK OyOnNoBaHHA Koay;
CMPOCTUTW TECTYBaHHSA Ta NIATPUMKY 34iOHOCTEN.

KoxeH koMnoHeHT He mae npsmoro goctyny Ao AbilitySystemComponent, Actorinfo um iHwmnx
BHYTPILLHIX 06'€EKTIB — BOHW NepeaarTbCs SBHO Y BCi BigNOBIgHI meToau. Lle 403BONSiE NOBHICTIO
KOHTPOMOBATU XXUTTEBUIM LIMKIN KOMMNOHEHTA Ta rapaHTy€E NOro KOPEKTHY iHTerpauito B Oyaob-sikun
KOHTEKCT BUKOHAHHS 3iOHOCTI.

Baxxnneo 3a3HaumTK, WO BCi BHYTpIWHI MmeToan GameplayAbility 6yno sigkpuTo 4epes friend
class, 3okpema UGameplayAbilityComponent, wo6 matn goctyn oo noTpibHux generaris,



BNacTUBOCTEN Ta MOXMMBICTb 3aBepLUlyBaTh 34i6HICTb 6e3nocepeqHbO 3 KOMMOHEHTY.

Taknum umHoMm, peanisauig GameplayAbilityComponents 3abe3neumnna macwtaboBaHy Ta rHy4Ky
apxiTeKkTypy 3aibHoCcTen y NpoekTi 6e3 BTpaTu KOHTPOIO Hag BHYTPILWHbLO norikoto GAS.



PO34I1 5
NEPECYBAHHA NMEPCOHAXY



Cuctema nepecyBaHHS y rpi peanisoBaHa Ha OCHOBI ekCriepnmMeHTanbHoro nnariHa Mover, sikui
6yno iHTerposaHo y pywii Unreal Engine 5. 3a ocHoBy 6yno B3sTO npuknag nepcoHaxa 3
AeMoHcTpauinHoro nnarivy MoverExamples, wo Hagani 6yB po3wnMpeHnin Ta BAOCKOHANEHUN Ans
NigTPUMKM BiNbLU THYYKUX PEXUMIB NepecyBaHHS.

Byno peanizoBaHO KaCTOMHWUI iIHTEPMENC iIHMYTY Y BUMMAAI CTPYKTYpU
FEscapeChroniclesCharacterExtendedDefaultinputs, wo Bkntovae npanop bWantsToBeCrouched
(4m xo4e nepcoHax npucictn) Ta 3amiHHy DesiredGroundSpeedModeOverride Tuny
EGroundSpeedMode, aka Bkasye 6axxaHun pexum nepecyBaHHs: Walking, Jogging, abo
Running.

LLlo6 3B'A3aTn o6paHmin pexnm nepecyBaHHSA 3i LWBUAKICTIO, Byno peanizoBaHo knac
UGroundSpeedModeSettings, sikun HanexuTtb go tuny IMovementSettingsinterface ta 36epirae
MaKcuMarsbHi LWBMAKOCTI ANA KOXHOIo pexnmy. NapameTpu 3agatoTbCa Yepes 3MiHHI
WalkingMaxSpeed, JoggingMaxSpeed, RunningMaxSpeed, Ta obupatoTbcsi 3a JONOMOroro
dyHkuii GetSelectedMaxSpeed() BianosigHo go notovHoro GroundSpeedMode.

[na moandikauii WBMOKOCTI NnepecyBaHHSA Ha OCHOBI 06paHoro pexunmy byno peanisoBaHo
okpemuii mogudikatop FGroundSpeedModeModifier, Wwo nogaetbca y metoai
OnMoverPreSimulationTick komnoHeHTa UEscapeChroniclesCharacterMoverComponent.

Llen komnoHeHT € cnagkoemuem UCharacterMoverComponent Ta Bignosigae 3a BCIo Noriky
KepyBaHHS LUBUAKICTIO i peakLuito Ha 3MiHK pexxumy. Y Bunaaky 3miHn GroundSpeedMode,
akTuyetbes gernerat OnGroundSpeedModeChanged, wo go3sonse BigcnigkoByBaTy nepexonm
MK pexxumamu.

lMonoXeHHs1 MepcoHaXka CMHXPOHI3yeTbCA 3 cuctemoto 3aibHocTen (Ability System) uepes
GameplayTags, ki gogatoTbca abo BuaanaTbCca y Metogax
SyncMovementModesTagsWithAbilitySystem, SyncStancesTagsWithAbilitySystem,
SyncGroundSpeedModeTagsWithAbilitySystem knacy AEscapeChroniclesCharacter.
Hanpuknag, konvm nepcoHax 6ibxuTb, 4o Hboro gogaetbca Ter Status.Movement.Mode.Running, a
SKLWO BiH nNpucigae — Status.Movement.Crouching. Lle nossonsie 3gibHocTam pearysatu Ha
3MiHy CTaHy pyxy nepcoHaxa.

MpucigaHHs peanizoBaHO 3a 4OMOMOIO BXE iICHYUNX MOXITMBOCTEN
UCharacterMoverComponent, ae 4ocTaTHbO BUKNUKATKU MeTod npucigaHHa B Producelnput,
34MTaBLUKM Npanop 3 KacTomHoro iHNyTy. Cami metogm npuciganHs (Crouch, UnCrouch)
BMKIMKaIOTb 3MiHY BHYTpiWwHbOro ctaHy bWantsToBeCrouched.

IHTepdeiic IMoverlnputProducerinterface peanisoBaHo 6e3nocepenHbLO B KNnaci nepcoHaxa
AEscapeChroniclesCharacter, ae dopmyeTbcs 06'eKT iHMYTY Ha KOXKHOMY TiKy B METOL)
Producelnput. TyT Takox pearizoBaHa rorika obepTaHHs NepcoHaxa B HanpsiMKy Kamepu rpasLs
abo HanpsMKy pyxy, B 3anexHOCTI Big KOHirypadii.

TakMm YMHOM, cuctemMa nepecyBaHHsa NodyaoBaHa sk MOBHICTIO MOAYNbHa Ta MacwTaboBaHa, i3
YiTKOI iHTerpauieto 3 iHNyToM, pexnmammn aHimawii Ta cuctemMoro 3gibHocTen.



PO3/II1 6
CUCTEMA 3BEPEXXEHb TA IDEHTU®IKALIIA TPABLLIB



Y pamkax rpu 6yna peaniszoBaHa yHiBepcarnbHa cuctema 3bepexeHb, sika f03Bonse 30epiratn
CTaH yCixX BaXXNMBUX 00’EKTIB rpu, BKITHOHAKOYM:

e nigcuctemu cBiTy (WorldSubsystems),

e CTaTWYHi aKTOPW Ha CLEHi,

e [103BOSIEHI AMHAMIYHI aKTOpK (Hanpuknag, akTopw, WO 3’ABNSTLCS Ha PiBHI Bpy4YHY abo

CMaBHATLCA Yy MeXax reMMnneto),
e irpoBi knacu sgpa: GameMode, GameState, PlayerState, Controller, Pawn,
e KOMMOHEHTM 30epexyBaHMX akTopIB.

[ns Toro, wob o6’ekT mir 6yTn 30epexeHnM, 4OCTaTHBO peanidyBaTth iHTepderic ISaveable, skui
Mae MeToau:

e OnPreSaveObject / OnPostSaveObject

e OnPreLoadObject / OnPostLoadObject

Lli meToan BuknukatoTbCsa BiANoBiaAHO A0 dha3u cepiani3auii/gecepianisadii. [1na aktopiB Takox
AocTatHbo npocTo aoaatn FName Ter (Saveable), AKLo BOHN He NOTPeObyoTb CKNagHOI NOTiKK.

KoMnoHeHTU akTopiB MOXYTb 30epiraTucs nmiie SKLWO MOro BNacHMK-akTop TEX MOXe
30epiratucs.

ApxiTekTypa nobygoBaHa Ha OCHOBI KACTOMHOIO Kfnacy nigcuctemMu cBiTy —
USaveGameSubsystem, skuii BignoBigae sik 3a LeHTpanisoBaHy noriky 36epexeHHs Ta
3aBaHTaXXeHHS rpu, Tak i 3a iHiuianisauito cucteMn igeHTUdikauii rpasuis.

36epexeHHsa 3aincHeTbCa Ao KacToMHoro o6'ekta knacy UEscapeChroniclesSaveGame, wo
Mae okpemi nong i3 pisHumn TMap ang pisHux Tvnie 06’ekTiB.

36epexeHHs Ta 3aBaHTaXEeHHS BMKOHYETbCA Yepes cTaH4apTHI 3acobu cepianisadii Unreal
Engine. 3okpema, BukopuctoByeTbest FObjectAndNameAsStringProxyArchive 3 BuctasneHum
npanopom IsSaveGame. Lle go3Bonsie aBTomaTnM4HO cepianidyBaTtu TiNbKK NOMsl, NOMIYEHi SIK
UPROPERTY (SaveGame).

Mpuknag dyHKLUil, sika BignoBiaae 3a cepianisauito gaHmx y 6anToBui MacumB:

SaveGameSubsystem: :SaveObjectSaveGameFields(UObject* Object, TArray<uint8>& OutByteData)

FMemoryWriter MemoryWriter( OutByteData);

FObjectAndNameAsStringProxyArchive Ar( MemoryWriter,

Ar.ArIsSaveGame =

Object->Serialize( Ar);




AHanoriyHa dyHKLis BUKOPUCTOBYETLCSA ANA Aecepianisauii JaHuX:

d USaveGameSubsystem: :LoadObjectSaveGameFields(UObject* Object, t TArray<uint8>& InByteData)

FMemoryReader MemoryReader(InByteData);

FObjectAndNameAsStringProxyArchive Ar( MemoryReader,

Ar.ArIsSaveGame = true;

Object->Serialize( [&] Ar);

Cwuctema nigTpymye NoBHy iepapxito 06'ekTiB rpu, BkntodHO 3 WorldSubsystem'amu, guHamivHO
CTBOPEHUMM aKTopaMu, KOHTporiepamu, PlayerState, Pawn Towo. [JuHamiuHi aktopu
A0nycKalTbCsA A0 30epexeHHs nuule B TOMY BUNAAKY, AKLLO BXOASATb 40 CMUCKY JO3BONEHNX
yepes metop IsAllowedDynamicallySpawnedActor. Lie 3abe3neyye KOHTPOrb Hag TUM, SKi
OVHaMiYHi 06'ekT MOXyTb ByTn 30epexeHi, Hanpuknaga, Yepes Kateropii remmMnnenHnx ob6'exkTiB.

KoxeH SaveGameObject npmB'a3yeTbCst 4O KOHKPETHOIO PiBHSA: SK NP 30epeXeHHi, Tak i npu
3aBaHTaXXeHHi 0 iMeHi CroTy AofaeTbes Ha3Ba piBHA. Lle 403BONSE YHUKHYTU NOMUITKOBOIO
3aBaHTaXXeHHs 36epexkeHb iHWOoro piBHSA. OKpiM LbOro, Ha3Ba PiBHS TaKoX 30epiraeTbest
BcepeanHi UEscapeChroniclesSaveGame ansa 0ogaTtkoBoi NepeBipKu.

Okpemy yBary npuaineHo cuctemi igneHTrndikadii rpaeuie. st uboro 6yno peanisoBaHO BriacHy
ctpyktypy — FUniquePlayerlID, sika cknagaeTtbca 3:
e BHyTpiwHbOro ID (PlayerID);
e wmepexeoro ID (NetlD) — Hanpuknaa, Steam ID;
e nokanbHoro ID (LocalPlayerID) — BukopuctoByeTbcs ¥ Bunagkax Split Screen abo rpu B
penakTopi.

Llen ID 36epiraeTbca B PlayerState rpaBus Ta BUKOPUCTOBYETBLCS A1 TOMHOIO BU3HAYEHHS TOrO,
SKUM rpaBLeM Byno CTBOPEHO Te UM iHLWe 30epexeHHs. 3aBAsiku LbOMY MOXHA OKpeMOo 36epiraTtu
1 BIOHOBIOBATU CTaH sIK OHNanH-rpaBLiB, TaK i odnanH-rpasuUiB Ta 60TIB.

Mpwn 36epexeHHi PlayerState abo 6oT1a, cuctema aHaniaye, UM mae BiH gincHmi NetlD:
e SAKWO Mae — 30epexeHHs nge no manun OnlinePlayerSaveData;
e SKWO ue 60T — 3anexHo Big poni (Prisoner, Guard, Medic) 36epexeHHs BiobyBaeTbCs 40
BignoBigHOT Manu;
e iHakwe — 36epexeHHsa nae oo OfflinePlayerSaveData.

Mpwn 3aBaHTa)KeHHi rpa HamaraeTbca 3HanTh 30epexeHHs 3a NetlD, abo, akwo rpaeeub
nokanbHuin, — 3a LocalPlayerID. Y pasi HeBgaui reHepyeTbcst HoBun FUniquePlayerlD. [inga 6oTis
3aBaHTaXXEHHS 3AINCHIOETLCH 3a PONI0, | KOXKHOMY 60Ty NPUCBOKETLCA NepLUnin AocTynHUNA ID i3
BigMoBigHOT Manu.

ABTOMaTMYHe 36epexeHHs rpu BiabyeaeTbcsa koxHi N cekyHa nicna OnWorldBeginPlay, 3aBgsku
BCT@HOBMEHHIO TaiMepa. Takox rpa 36epiraeTbCsi CMHXPOHHO Npu 3akpuTTi (EndPlay y
GameMode) Ta npu Buxogi rpaBud (OnUnPossess y koHTponnepi), A€ BUKIMKAETbCA
SavePlayerOrBotChecked 3 oHOBReHHSIM AaHuX rpaBus B notoyHomy SaveGameObject.

3aBaHTaxxeHHs1 HOBOro rpaBus peanizoBaHo B AEscapeChroniclesGameMode::InitNewPlayer.
Micns 3aBepLueHHs iHiuianisauii PlayerState Ta Pawn, rpa Buknukae
LoadPlayerOrGenerateUniquePlayerldChecked, nicns yoro Buknukae InitNewPlayer
(nepeBaHTaXXeHUN METOA), WO CUrHani3ye, Ym rpaBelb OyB 3aBaHTaXXEHWI 3i 30epEXEHHS, UK



npueaHaBCcA BnepLue.

Hanpuknag, y AbilitySystemComponent 36epiratoTbcs BCi atprbyTtu 3 ycix AttributeSets y TMap
«Ha3Ba — 3Ha4YeHHA» nepeq 36epexeHHAM 06’ekTa, i BiAHOBMIOKTLCS NICNA 3aBaHTaXKEHHS
o0’ekTa.

3aBasikm Takomy nigxody, cmcrema 3bepexeHb 3abesnevye:
e HapinHe BiQHOBNEHHSA MOBHOIO CTaHy rpwu;
MiaTPMMKY SIK OOMHOYHOI rpK, TaK i MynsTUNNeepy;
BigokpemneHHs gaHux MK piBHAMM;
MiaTpmMKy 60TIB Ta pi3HUX poren NepcoHaxis;
MOXIMBICTb FHY4YKOro po3LUMpeHHs (Yepes iHTepdenc ISaveable).



PO3aINn 7
BNACHWKN AKTOPIB



Y pamkax rpu npoekTy byna peanizoBaHa cMctema npuB’a3KM aKkTopiB 4O KOHKPETHMX rpaBLiB abo
60TiB. OCHOBHOI METOIO L€l CUCTEMUN € BU3HAYEHHS TOr0, XTO BONOAIE AKMMKU 00’eKTamMu Ha
CLEHI: nxkkamu, kamepamu, Tymbamu, wadammu, Kamepamm BigeoCrnoCTEPEXEHHS TOLWO. 3aBOsKn
Ui cuctemi 3abesnedyeTbCst KOHTPOSb JOCTYNY 40 00’EKTIB HA OCHOBI MPUHANEXHOCTI, @ TaKoX
nepcoHanisoBaHa B3aeMOofisi KOXXHOMO rpaBLsi 3 irpOBMM CBITOM.

Cuctema 6asyetbcs Ha komnoHeHTi UPlayerOwnershipComponent, sakuii fogaetbcsa 40 KOXKHOMo
akTopa, Lo NoBMHEH MaTu BriacHuka. BnacHukom aktopa Buctynae rpaseub abo 60T,
BU3Ha4veHun vyepes cTpykTypy FUniquePlayerlD — yHikanbHun ineHTudikarop, SkMn Mictutb
BHyTpiWwHin ID rpaBus, NetID nnatdopmu (skwo Takui €) i LocalPlayerID, skui
BMKOPUCTOBYETLCS 4118 NOKanbHOI iaeHTudiKkauii, 3okpema B pexumax PIE abo Split Screen.
KomnoHeHT 36epirae aaHi Npo BNacHWka B pennikoBaHin CTPYKTYPi
FPlayerOwnershipComponentOwningPlayerContainer, wo Bkntovae cam ID Ta Tvn rpasus
(peanbHuii rpaBeub abo 60T).

BnacHicTb y cucteMi BU3Ha4Ya€eTbCA He Ha PiBHI OKPEMOrO akTopa, a Yepes rpyny KOMMOHEHTIB.
KoxxeH UPlayerOwnershipComponent mae np1B’siaky 40 NEBHOI rpynu, sika ONUCYETLCS Y
cneuiansHomy DataTable, wo mictute psgkm tuny FPlayerOwnershipComponentGroupTableRow.
Lli pagku Bu3HayatoTb Ha3By rpynu, O3BOMEHI TUMNW rpaBLiB, SKUM MOXHA HanexaTtu 0o Uuiei
rpynu (4epes nepenik 3HaveHb EControlledCharacterType), a Takox nepenik Terais
(GameplayTags), SKMmMu NOBUHEH BOSOAITU rpaBeLb, Wob MaTh NnpaBo CTaTtu ii BACHUKOM.
Taknum YMHOM, CMCTEMA A03BOMSE HE NULIE 3a4aTn NPUHAnNEeXHIicTb 06’eKTiB, a 1 Haknagatu
AoaaTKoBi OOMEXeHHSA Ha 4OCTYN A0 HUX.

MpnB’sa3ka rpaBusa 0O KOMMOHEHTIB BiabyBaeTbCa aBTOMATMYHO MNicndA NOBHOI iHiLianisauii rpasus
— nicns TOro Sk 3aBepLUNTBLCS 3aBaHTaXXEHHSI NOro CTaHy 3 censy, byae cTtBopeHo Pawn,
Controller Ta PlayerState. [Ins uboro BUKOPUCTOBYETLCS CTAaTUHHUIA METOA
UPlayerOwnershipComponent::RegisterPlayer, Aknin BUKNMKaAETLCA OKPEMO A5 KOXXHOro HOBOTO
rpaBus abo 6ota i3 GameMode, konu uen rpaBelpb abo 60T NOBHICTIO iHiLiani3oBaHUI Ta
3aBaHTaXXeHun. MeTtoa 34incHIoe NoBHMIA 00Xig YCiX akTOpiB Ha PiBHI 1 3HAXOOUTb KOMMOHEHTU 3
BanigHMmu rpynamu. [lani cuctema nepesipse, UM BXe € BracHUK y rpynu. AKLWO BMNacHUK
BiCYTHIV | NnepedaHnin rpaBeLb 3a40BOMNbHSE BUMOTN (TUM | Tern), BiH NPU3HAYa€eTbCs BIACHUKOM
0519 BCiX KOMMNOHEHTIB Ujiel rpynu. AKLWO BNAcHUK BXe €, ane He BCTaHOBNEHUN Y AesKnX
KOMMOHEHTIB, Lji KOMNOHEHTM OHOBIIOKTLCSA. O4MH rpaBeLb MOXe BOMOLITY NMLLE OOHIE0 rpynoro
— LS Norika KOHTPOMNKETLCS KOAOM, LLO HEe A03BOMNSAE MaTu Kiflbka rpyn 3 04HaKoBUM
OwningPlayer.

[1na BCTaHOBMEHHS BNacHMKa KOMMOHEHT BUKNukae metog InitializeOwningPlayer, akuii oHoBntoe
BignoBigHi nons Ta Buknukae mynstugenerat OnOwningPlayerlnitialized. Takum 4nHoMm, iHLWI
YaCTUHW rPU MOXYTb MignMcaTUCA Ha NoAito iHilianisauii BlnacHuKa v pearyBaTu Ha Hel:
Hanpuknag, Ul moxe akTnByBaT enemMeHTn KepyBaHHs, a MeXaHiku — 3MiHUTW NOBeLiHKY
o0’eKTa 3anexHo Bia rpasus.

LLlo6 oTpumaTn akTyanbHi gaHi Npo BriacHuka, MoxHa Buknukatn metoam GetOwningPlayer() Ta
GetControlledCharacterType(). AKLio X NOTPiIGHO JoYeKaTUCh MOMEHTY, KOS BNacHuK byae
BCTaHoBneHun, nepeabadveHnn metoq CallOrRegister_ OnOwningPlayerlnitialized, wo gossonse
abo oagpasy BUKNMKaTK generat, abo 3apeecTpyBaTu MOro Ansi NoAanbLIOro BUKIMKY Nicns
iHiLianisau;i.

Cuctema Takox iHTerpoBaHa i3 cuctemoto 36epexeHb. KomnoHeHT UPlayerOwnershipComponent
peanisye iHTepdelic ISaveable, i 36epirae gaHi npo BnacHuka B cemsi. lig Yac 3aBaHTaXKeHHS
(OnPostLoadObject) komnoHeHT aBTOMaTUYHO BUKIMkae OnOwningPlayerlnitialized, skwo 6yno
36epexeHo BanigHun FUniquePlayerID. Takum ynHoM, npre’sa3ka 30epiraeTbCsa Mk ceciamu, i
rpaBeLb 3aBXaM Mae OOCTYMN A0 CBOiX 00’EKTiB.

Kpim TOro, KOMNOHEHTN MOXYTb ByT CTBOPEHI AUHAMIYHO Mig Yac rpu. Y Takmx Bunagkax BUKMIMK
InitializeOwningPlayer no3sonsie Bpy4Hy BCTaHOBUTM rpaBLs K BriacHMKa Ans Takmx o6’ekTiB. Lle
3abesneyye NiaTPUMKY renMnernHnx MexaHik, 4e HOBi 06’EKTM CTBOPHOKOTLCA Nig Yac cecil.

Y BunNagkKy, Konu y KOMnoHeHTa He 3agaHo rpyny (GroupData.RowName == None), BiH He



OpaTume y4acTi B CUCTEMI BNACHMKIB | HE OTPMMAaE XXO4HOro rpaBusd K BnacHuka. Lie gossonse
CTBOpPIOBATM HENTparnbHi abo 3aranbHi 06’ekTu, AKi He NPUB’A3aHI 40 KOHKPETHOrO rpaBus.

3aranom, cuctema BnacHMWKIiB akTopiB y 3abeanevye LeHTpanisoBaHy, KOHTPONbOBaHY Ta
MacLuTaboBaHy iHppacTpykTypy Ansa npme’a3km ob’ekTiB Ao rpasLiB abo 60TiB. BoHa gossonse
pO3MeXoByBaTU JOCTYn, 36epiraTtn BNacHiCTb MiX cecigmun, 3abesnevye nepcoHanisadito
B3aEMO/Ii 1 € BaXKMBOK YACTUHOK apXiTEKTYpU Ipw.



PO3I 8
IHBEHTAP TA NMPEOMETU



Y pamkax npoekTy byno peanisoBaHo fekKiflbka renMnienHnx CUCTEM, SKi PO3LLMPIOKOTL
dYyHKLUiOHaNbHICTb iIHBEHTaps Ta npeameTiB. 3okpeMa, A04aHo NpeaMeTH, Lo 3MiHIOITb
nepcoHaxa abo B3aeMOAil0Tb 3i CBITOM, NiATPMMKY BUKOPUCTAHHS NMpeaMeTiB, 30epexxeHHs
iHBEHTapsl Ta NPeOMETIB Ha CLIEHI, a TaKOX CrnewianbHi MexaHikun, NoB’a3aHi 3 knacudikauieto
npegmerTiB.

UEscapeChroniclesinventoryManagerComponent, wo € HawankoMm 6a30BOro KOMMOHEHTa
iHBeHTaps, 30epirae Ta BigHOBNOE BCi NpeaMeTn rpaBLs Npu 36epexXeHHi rpy, BKIKOYHO 3 iXHIMUK
xapakTtepuctukamu. Takox Byna peanizoBaHa nigTpuMKa BUKOPUCTaHHS NPEAMETIB, eKinipyBaHHSA
ogAary, knacudikauis npegMeTiB (Hanpuknag, KoHTpabaHga), norika BuganeHHsi NpegMeTiB y pasi
BTpaT CBIAOMOCTI, Ta B3aemopisa 3 06’ekTaMu y CBITi, 30KpeMa MeTanogeTektopaMmm Ta aktopamm
ActivitySpots. Okpemo byna aogaHa cuctema 36epexeHb NnpegMeTiB, WO PO3KMAaHi No KapTi.

[ns 36epexeHHs iHBEHTaps rpaBLs pearni3oBaHO cepianisauito BCiX CrOTiB Yepes CTPYKTYpY
FinventorySlotsSaveData. lNig yac 36epexeHHs
UEscapeChroniclesinventoryManagerComponent npoxoantbcs No KOXXHOMY TUMNi30BaHOMY
MacuBy CriOTiB (Hanpuknag, OCHOBHI, eKiMipyBaHHS, LUBNOKNA JOCTYN) Ta 30epirae Anst KOXKHOro
npeameta noro knac (ItemDefinition) i ctatuctukm (InstanceStats). NMicns 3aBaHTaXeHHS rpu
iHBEHTap OYULLYETHLCS, | BCi NPeaMeTN PEKOHCTPYHOITLCA 3a 30epexeHoto iHbopmalieto. Lie
no3Bonsie 3bepiratv iHBEHTap iHAMBIQYanNbHO ANS KOXHOro rpaeus vm 6ora.

MigTpUMKy BUKOPUCTaHHSA NpegMeTiB peanisoBaHo Yyepes cucteMy dparmeHTis. basosum € knac
UUsableltemlnventoryltemFragment, sikuin Hagae iHTepdgenic TryUseltem. KoHkpeTHi peanisauii
nepesnsHadatoTb Metog OnTriedToUseltem. Hanpuknag, anteyka peanizoBaHa sk
UConsumablelnventoryltemFragment, sika npu BukopucTaHHi 3actocosye GameplayEffect oo
AbilitySystemComponent rpasud. EdpekT 3aBaHTaxyeTbCca acuHXpOoHHO Yepe3 UAssetManager Ta
nicns 3acTOCyBaHHS BUBINbHAETLCSA 3 NaM’sITi. [1ns 3anycky BUKOPUCTaHHS 3 iHTepdency
iHBeHTapst 6yno peanizoaHo dpparmeHT UlnventoryManagerUseltemsFragment, sikuin
3BepTaeTbea Ao SelectorFragment Ta iHiuitoe TryUseltem ans notodHoro cnota.

[logaHo cnctemy knacudikadii npegmeTie Yepes oparMeHT
UClassificationlnventoryltemFragment, wo 36epirae Tun npegmeTa y Burnaai nepeniky
(EltemClassification). Lle no3sonuno peanisyBatv noBeAiHKy, KONW NEBHi NpeaAMeTn (Hanpuknaga,
KoHTpabaHda) aBToOMaTUYHO 3HMKAIOTL 3 iIHBEHTaps Npwu BTpaTi CBiQOMOCTI. BignosigHui
dparmeHT URemoveltemsOnFaintedByClassificationlnventoryManagerFragment nianucyeTtscs
Ha 3MmiHn GameplayTag Status.Fainted y AbilitySystemComponent nepcoHaxa Ta Bugansie
npegmeTn i3 3asHadyeHMu knacudikauiamu. Lle no3sonse nigTpumyBaTu Noriky BTpatu
Hebe3neyHnx Yn 3abopoHeHNX NpeaMeTiB Nicns HENPUTOMHOCTI.

Cuctema ogsry peaniszoBaHa vepe3 UClothinglnventoryltemFragment. Akwo npegmert i3 Taknm
doparMeHTOM €eKinipoBaHO Yy CroT i3 BiANOBIgHMM TeromM, NnepcoHax oTpumye Hoeuin SkeletalMesh,
LLIO 3aBaHTaXYyeTbCsA acMHXPOHHO, Ta GameplayEffect, akuin moxe Bnnueatn Ha nosegdiHky NPC.
Y AEscapeChroniclesCharacter nogaHo noriky ansa 3amiHm mogeni yepes metoa SetMesh Ta i
BigHOBNEHHS Yepe3 ResetMesh. Hanpuknag, skwo rpaseub ogsrHe oopmMy OXOPOHLS BHOMI,
OXOPOHLi He MiginMaTUMyTb TPMUBOTY NPU 3yCTPIi.

[lnsa B3aemogii 3 npeaMeTaMmn B CepeoBuLLi pearnizoBaHO CUCTEMY, sika 403BOSA€E
BMKOPUCTOBYBATU NEBHI NMPEAMETU B KOHKPETHMUX YMOBaX. Hanpuknag, npegmeT nsnbku
peanisoBaHui sik UDollUsablelnventoryltemFragment, skun go3sonse rpasLo NOKNACTU NSAMNbKY
B ActivitySpot (Hanpuknag, y nixkko), wo6 cTBopuTyM iNt3ito NPUCYTHOCTI B Kamepi nig vac
nepesipkn BHoui. Llen doparmeHT nepesipse, un Bubpanuin aktop € ActivitySpot, i sikwo tak —
Buknukae meton SpawnOccupyingDoll. Y knaci AActivitySpot peanizoBaHo noriky acCMHXpOHHOIo
CrnaBHy akTopa Nnanbku, 3depexeHHs i TpaHcopMaLlii, 3HULLEHHS NPy Nepe3aBaHTaXKeHHI rpy Ta
NOBTOPHOIO CraBHy NP 3aBaHTaXeEHHI. TaknM YMHOM, cucTeMa NiATPUMYE NMOBHOLIHHE
30epexeHHs | B3aemogito 3 Takumu 06’ekTamu.

Ocobnusy yBary 0yno npuaineHo cucteMi BUSIBITIEHHS KOHTpabaHOHNX NpegMETIB.
MeTanogeTtekTopu peani3oBaHi sik aktopy AScanner, siki NnepesipaloTb rpaBus Npu BXogi y
Tpurep. AKLWO B iHBEeHTapi 3HangeHo npegMeTu 3 knacudikauieto Contraband Ta Hemae
npegmeTta 3 pparmeHTom UContrabandBaglnventoryltemFragment (to6to



"cymka-koHTpabaHga"), ckaHep 3actocoBye Ao rpaBus GameplayEffect (Hanpuknag, MUTTEBO
nigBuLLYye Nigo3pinicTe 4O MakCUMyMY) i BiATBOPIOE 3BYK Ha BCiX KNieHTax. AKWO KOHTpabaHaHa
CyMKa NPUCYTHS, i MILHICTb 3MEHLLYETbCS Yepe3 oparMeHT BUTPUBANOCTI
(UDurabilitylnventoryltemFragment), a nokapaHHs He 3aCTOCOBYETbLCS.

Okpemo byna peanizoBaHa NOBHOLIHHA cucTeMa 36epexXeHHs NpeaMeTiB, pO3KnaaHuX Mo PiBHIO.
[nsa uboro ctBopeHo cabenctemy USavelnventoryPickupltemsSubsystem, sika peectpye Bci
akTopu Tuny AEscapeChroniclesinventoryPickupltem npu ixHboMy cnaBHi. Nepeq 36epexxeHHaM
rPY KOMMOHEHT NPOXOANTLCA MO BCiX aKTUBHMX pickup-akTopax, 36epirae ixHin knac,
TpaHcdopmaLito, Knac npeameTa Ta Noro XxapakTepucTukn. MNpu 3aBaHTaXXeHHi rpy cuctema
CcnoyaTKy 3HULLYE BCi HasiBHI piCKup-akTopu Ha PiBHi, MiCAsi YOro aCUHXPOHHO 3aBaHTaXYyeE TXHi
Knacu, pekoHCTpytoe item instance i cnaBHUTL BigNoBigHI akTopu B TUX camux nosuuiax. Lie
3abe3neyye NOBHOLHHY MiOTPUMKY 30epeXXeHHs1 NpeaMeTiB, siki Oynn NOKUHYTI abo creuianbHO
pPO3MiLLEHI B OTOYEHHI.

Yci ui cuctemn Bynu peanisoBaHi sik po3wMpeHHs 6a30BOI apXiTeKTypw iHBEHTaps Yepes
doparMeHTH, WO rapaHTye iXHI0 MOAYIbHICTb, MacliTaboBaHICTL Ta HE3aneXHICTb. BoHM
003BONSAOTbL CTBOPUTU peaniCTUYHMI Ta rMUBOKUI irpOBUIN NpoLec i3 AMHaAMIYHOKO peakuieto CBIiTy
Ha AT rpaBLs Ta KOHTEKCTHI YMOBMW.



PO34I1 9
NOWKOOXEHHA OB’ EKTIB



Y rpi peanizoBaHa cucteMa NoLLKOIKEHHS 06'eKTIB, WO 6a3yeTbcs Ha Boolean-onepadiax 3
reomertpieto yepe3 Geometry Script. Cuctema gosBonsie CTBOpOBaT OTBOPU OBIMNBHOI (hopMU B
MeLLax Ha piBHi, siki npeacTtasneHi y surnagi DynamicMeshActor, — wnaxom BupizaHHsa cdep i3
3afaHnM pagiycoMm y BKasaHin Toyui. Ycsa norika peanizosaHa y BUrNa4i KOMNoHeHTa
UDestructibleComponent, skuin moxxHa gogatu go 6yab-akoro DynamicMeshActor. KOMnoHeHT
[03BOMSE He nuLle MmoaudikyBaTu MeLl, a N NiATPUMYE CUHXPOHI3aLito LMX 3MiH Y MepexeBoMy
cepenoBuLi Ta ix 36epexeHHs y dann rpu.

KoxeH oTBip onucyeTbes cTpykTypoto FDynamicMeshHoleData, wo mictuTb BigHOCHY no3uLito
OTBOpPY (BiAHOCHO KOMMOHEHTA) Ta noro pagiyc. CTBOPEHHsI OTBOPY BigOyBaETLCS LUIISAXOM
nobynosu cepudHoro 4onomikHoro mewa (Yepe3 Geometry Script) Ta BigHiMaHHSA Moro i3
OCHOBHOro MeLla 3a gonomoroto ApplyMeshBoolean 3 onepadieto Subtract. Lie nossonsie
CTBOPUTU peaniCTUYHY AipKy Y MOBEPXHI.

o6 YHMKHYTM NOCTINHOIO HAaKOMUYEHHA MoguddikaLin i 4aTu MOXNUBICTb BiAHOBUTU NOYATKOBY
reoMeTpito, KOMMNOHEHT 36epirae konito opuriHaneHoro mewa y surnagi o6'ekta UDynamicMesh.
lMicns uboro KoXkHa Mmogudikalis 3acTOCOBYETHCA A0 NOTOYHOI Konil. AKwo NoTpibHO BigHOBUTH
ctaH ob'ekTa (Hanpuknag, npy OYULLIEHHI OTBOPIB abo Npu 3aBaHTaXXEHHi HOBOIO 30epeXeHHs),
MeLL 3aMiHIOETbCA Ha 36epexeHy Konito, nicnsa Yoro Mmogndikawii MOXyTb 3aCTOCOBYBATUCH 3HOBY.

Onsa nigTpumkn 36epexerHb UDestructibleComponent peanisye iHTepdenc ISaveable. Y doyHkuiji
OnPreLoadObject BuganawTbes Bei nonepenHi oteopwu, nicnga yoro B OnPostLoadObject yci
36epexeHi 0TBOpPM NOBTOPHO 3aCTOCOBYIOTLCA 40 MeLla Yyepes
AddHoleAtRelativeLocation_Internal. Yci otBopu pennikytoTbCsl Yepes BrnacTusicTb Holes, aka
mae ReplicatedUsing, o fo3Bonsge aBToMaTM4HO OHOBMNIOBATM CTaH Mella Ha KrieHTax y pasi
3MiH Ha cepBepi.

KpiMm OCHOBHOT (pyHKLiOHANbHOCTI, KOMNOHEHT Mae A04aTKOBI NapaMeTpu:
e bAutomaticallyMakeActorSaveable — go3Bonsie aBTomaTuyHO 3pO6GUTK akTOp
30epexyBaHuM, gogatoun Ter (SaveableActorTag) y horo cnmcok TeriB.
o bAutomaticallyMakeActorReplicated — akTuye pennikauito ansa aktopa.
e bAutomaticallyAddAlPerceptionStimuliSourceComponent — gogae KOMNOHEHT Ans
CMOBILLIEHHSA CUCTEMMU LWITYYHOrO iHTenekTy (Perception), Wwo Ao3Bonge, Hanpuknag,
OXOPOHLSIM MOMIYaTU NOLUKOKEHI 06'EKTH.

Takox peanizoBaHo MiATPUMKY insTpawii TUNYy iHCTPYMEHTY, SKMM J03BONEHO 3aBAaBaTh LLKOAU
00'ekTy. Lle HanawToByeTbCA Yepes BnactmeicTb DestructiveToolType, wo Bu3Ha4vae tmn
A03BOMEHOro iIHCTPYMEeHTa (Hanpuknag, KMpka). Yci iHWi iHCTPYMEHTU He MOBWHHI MaTu 3MOru
MoaudikyBaTn akTop 3 LM KOMMoHeHToM. Lle fo3sonse peanisoByBaTu andepeHuiadiio
IHCTPYMEHTIB y remmMnner.

Y pesynbrati jaHa cuctema 403Bonsde MoandikyBaT reoMeTpito Ha piBHI AMHaMIYHO nig Yac rpu,
3 ypaxyBaHHSAM OOMeXeHb, CUHXPOHI3aLii B Mepexi, MOXINMBOCTI 36epeXeHHs/3aBaHTaXXeHHSA Ta
iHTerpauii 3i WTy4YHUM iHTenekToM. Taknin niaxig 4o3BondAe peanisoByBaT MeXaHiku nigkonis,
PYMHYBaHHS, NPUXOBAHNX NPOXOAIB Ta iHLWINX B3AEMOAIN 3 OTOYEHHSAM, LLO 3MIHIOETLCS.



_ PO3AIN 10
IFPOBIV YAC TA 3MIHA [IHS | HOYI



Y NpoekTi peanisoBaHa NOBHOLIHHA CUCTEMA irPOBOro Yacy, Lo NoAinse yac Ha gHi, roanHn Ta
xBunuHn. OgHa XBUMnHa irpoBOro Yacy BiAnNoBigae OAHIN pearbHi CEKYHA), Lo 03BONSE
CUHXPOHI3yBaTK BidyarbHi eheKkTn Ta irpoBy JOriKky B peanbHOMY Yaci 6e3 HagmipHOI CKnagHoCTi.

[na npegctaBneHHs irpoBOro Yacy CTBOPEHi ABi CTPYKTYpuU:

e FGameplayTime — npeacrasnsie nuwie roanHy Ta XBUNNHU B Mexax ogHoro gHsa. Mictute
YMCMEHHI onepaTopu ANd NOPIBHSHHSA, apudMETUKN, HopmMarisaui,
IHKpeMeHTYy/OeKpeMeHTY Ta KOHBepTaUii B 3arasnbHy KinbKiCTb XBUINUH.

e FGameplayDateTime — poswupioe FGameplayTime, gogatwoum none «4eHby i
[03BOSISAIOYN NpaLoBaTh 3 YacoM Yy AOBroTpmBanii NepCnekTmBi. TakoX Mae 3pyyHi
onepatopu AogaBaHHs, BigHiMaHHs, HopMani3aLii Ta NepeTBOPEHHS.

MoTouHui irpoBuii yac 30epiraeTbeca B GameState, oe wocekyHam (TOOTO LWOXBUITMHM iIFPOBOTO
Yyacy) BiabyBa€eTbCA OHOBMEHHS. KoXXHe OHOBNEHHSI CYNPOBOAXKYETLCSA BUKITMKOM AeneraTa, 4o
SKOro MOXYTb MiANMCaATUCS iHLWWI CUCTEMU, TaKi SIK AeHb/HIY, po3nopaaokK AHs, nogii Towo. Le
[03BOMSE LEeHTpanisoBaHO CMHXPOHI3yBaTK 3MiHW Yacy Mo BCii rpi.

Cuctema gHs i Hodi peanidoBaHa B OKpeMoMy akTopi SKy, LWo MiCTUTb ABa KOMMNOHEHTU CBiTNa:
e SunDirectionalLightComponent — coHue, gke OCBITNIOE CBIT NPOTArOM AHS.
e MoonDirectionalLightComponent — micsiLb, WO CBiTUTb BHOYI, 06epTat04MCh CUHXPOHHO
i3 coHuem, ane 3 noBopotoM y 180° no oci pitch.

Sky nignucyeTbca Ha aenerat OHOBMEHHS irpoBoro Yyacy B GameState, nicns Yoro wocekyHan (Ha
Tick) oBuncnoe nnaBHe iHTEPNONbOBAHE 3HAYEHHS Mi>K MOTOYHUM YacoM Ta nepefdadeHnm
HaCTYNHUM (4epe3 OaHY XBUINNHY) i 3MIHIOE KYT OCBITNIEHHS COHLSA BiANOBIAHO A0 LbOro
3Ha4YeHHSA. Taknm YMHOM, PyX COHUS Ta Micaus Burnsgae 6e3nepepBHUM Ta peaniCTUYHUM.

Cxig i 3axig coHus 3agatoTbea Yepes aMmiHHi Tuny FGameplayTime: SunriseTime i SunsetTime.
BoHu koHBepTYlOTbCS Y 3Ha4veHHs Bif 0 fo 1 (sk anbda), ski BignosigatoTb Nporpecy npoTsirom
OHS. B 3anexHocTi Big NOTOYHOro Yacy BU3HA4YaETbCS, YN € 3apa3 AeHb Y Hid, i 0B4MCnoeTbea
Bi4MOBIAHE 3HAYEHHS KyTa 06epTaHHSA COHUS:

e BpeHb (Big cxofy Ao 3axoay) coHue noseptaetbed 3 180° no 360°.

e BHoui (Big 3axoay 0o cxogy) BOHO «nepeMoTyeTbeca» Hasag Big 0° go 180°, 3abesnevytoumn

MOBHWUW LK.

IHTEHCUBHICTb Ta TeMnepaTtypa Micausa BiAPI3HATLCA Bif COHUA: MiCALb MaE MEHLUY
iHTEHCMBHICTb | NOABINHY TeMnepaTypy, WO A03BONAE CTBOPUTU pearnicTUYHe HiYHe OCBITNEHHS.

3aranowm, cuctema 3abesnevye:

e YiTky Ta 3py4Hy poboTy 3 YacoM y mexax ogHoro gHa abo 6araTtbox AHIB.
LleHTpanizoBaHy o6po0bKy noAin, NoB'si3aaHMX 3 Yacom.
PeanicTnyHy Ta nnaBHy 3MiHYy OCBITNEHHS 3anexHo Bifg Yacy goobu.
MoBHy NigTpuMKy 36epexeHb (Yepe3 SaveGame-Makpocu y CTpyKTypax).
MpocTy iHTerpadito B iHLWi cuctemu rpu, Bkntovatoun LI, posknag akTmBHoCTEN,
NPC-noruky ToLo.

Taka peanisauig go3sonse popmyBaTh XUBUN, peakTUBHUI CBIT, Ae NoAil 4iTKo NpuB’a3aHi 4o
yacy gobu Ta nporpecy rpu.



PO341IT 11
BBIMKHEHHA/BUMKHEHHA OCBITIIEHHA 3A PO3KITALOM



Y NpoeKTi peanisoBaHo yHiBepcanbHWUA KOMMOHEHT
USceneComponentVisibilitySchedulerComponent, o Ao3Bonsie aBToMmaTtuyHO BMUKaT abo
BUMMKATN BUOMMICTb NEBHNX KOMMOHEHTIB akTopa BignoBigHO A0 irpoBoro vacy. Llei mexaHiam
A03BONSE, 30Kpema, aBTomaTmayBaTtu poboTy OCBITNEHHS — Hanpuknag, YBIMKHYTU niXTapi BHOMI
Ta BUMKHYTM iX YAeHb — 6e3 py4HOro BTpyYaHHs Yn CKPUNTOBUX PillEHb.

KomMnoHeHT npautoe HacTynHUM YNHOM:

e Y HbOMY 3aa€TbCs Yac NoYaTKy Ta 3aBEPLUEHHS, Y SKUIN KOMNOHEHTN MatoTb ByTH
BUaAMMUMHK (Yepes nons Tuny FGameplayTime).

e TakoX y HbOro nepefaeTbcsi MHOXMHA koMnoHeHTiB (TargetComponentsReferences),
BUOUMICTb SKMX Crlig, KOHTPONoBaTMK.

e [lpu 3anycky rpu (B BeginPlay) KOMNOHEHT oTpuMye JOCTYN A0 NOTOYHOrO irpOBOro Yacy 3
GameState, BMKOHYE nepLLe OHOBIEHHS BUANMMOCTI Ta NigNUCYETLCS Ha Aernerat 3mMiHu
irpOBOro yacy.

e [licnsa KOXXHOIO OHOBIIEHHS iIrPOBOMO Yacy KOMMOHEHT NepeBipse, UM NOTOUHUIA Yac
noTpannse B 3agaHui iHTepearn, i BMMKae/BUMUKAE BUAUMICTb LiNTbOBUX KOMMOHEHTIB.

KOMMNOHEHT Takox BpaxoBye BUNAAKM, KOMW Yac YBIMKHEHHSI NOYMHAETLCA Mi3Hile Yacy
BUMKHEHHS, Hanpuknag, 3 22:00 go 01:30 (To6To Konu NPpOMIXKOK NepeTUHae Mexy aobu).

Kpim Toro, komnoHeHT Mae onuito bPropagateVisibilityToChildren, sika go3Bonsie pekypcueHo
3acTocyBaTtu 3MiHY BUAUMOCTI 40 OOMIPHIX KOMMOHEHTIB.

Llen mexaHiam npautoe NOBHICTIO aBTOMaTUYHO Ta He nNoTpebye KOAHOro A0AATKOBOrO BTPYYaHHS
nicnsa BCTAHOBMEHHA — JOCTATHBLO NuLLE 3a4aTu iHTepBarn i nepenik KOMMOHEHTIB Y peaakTopi.
Taknum YMHOM, flaHa cucTemMa € ePEKTUBHUM PiLLEHHAM NS CUeHapiiB, Wo noTpebytoTb posknagy
po6OTN KOMMOHEHTIB, 30KpEMa — OCBITJIEHHS.



PO3A4111 12
IFPOBI NOAJI



Cuctema nogin y rpi € Kro4oBMM enieMeHToOM yNpaBriHHS irpoBMM NpoLecoM, Lo 3abeaneyye
CTPYKTYpOBaHy opraHiszauito akTMBHOCTeN Ang rpasLiB Ta Heirposux nepcoHaxis (NPC). BoHa
0a3yeTbCa Ha ABOX OCHOBHMX TUMNax nogiv: 3annaHoBaHi nogii (Scheduled Events) Ta akTUBHI
nogii (Active Events). Lia cuctema gossonse guHamivyHO KepyBaTu NOBELiHKOK NEPCOHAaxIB,
CUHXPOHI3yBaTH irpoOBUI Yac i3 NogisiMm Ta CTBOPIOBATU Pi3HOMAaHITHI CLieHapii B3aeMoaii Mix
3apyyYyHMKaMn Ta OXOPOHLUSAMU. Y LUbOMY po3aini AeTanbHO ONUMcaHo apXiTEKTYpy CUCTEMU NOJIN,
30cepemxytounck Ha komnoHeHTi UScheduleEventManagerComponent, cTpykTypi
FScheduleEventData, 6azoBomy knaci UScheduleEvent, a Takox KOPOTKO pO3rmsHYTO
cnevianisoBaHi TMNKX NOAIN.

3aranbHuM ornsig CUCTEMU NoAIN

Cuctema nogin nobygoBaHa Takum YMHOM, LWLOO 3a0e3neymnTu YiTke pO3MEXYBaHHS MiXK
3annaHoBaHMMK NOAIAMM, SIKi BU3Ha4YaloTh po3Knag AHA AN 3apyYHUKIB, Ta aKTUBHUMMU NO4ISMN,
AKi QUKTYIOTb NOBEAiHKY OXOPOHLIB Y NEBHUA MOMeEHT. 3annaHoBaHi nogii (Scheduled Events)
CUHXPOHI3YIOTbCS 3 irpOBUM YacOM i aBTOMaTUYHO 3MIHIOKOTLCA 3aneXHo Bif HbOro, ToAi AK
akTuBHI nogii (Active Events) MOXyTb NepepuBaTty 3annaHoBaHi, Hanpukniag, y pasi TPMBOIu.
JInwe ogHa nogist Moxe 6yTU akTUBHOI B OyAb-AKMIA MOMEHT Yacy, a iHLUi, SKLO BOHU €,
nepebyBatoTb y CTaHi naysu.

KntouoBnm enemeHToM cuctemum € komnoHeHT UScheduleEventManagerComponent, sikun kepye
CTEKOM MOAIN, IX CTBOPEHHSAM, aKkTMUBaUi€lo, Nay3oto Ta 3aBepLleHHAaM. ogil npegctaBneHi
ek3eMnnsipaMu knacie, noxigHux Big 6asosoro knacy UScheduleEvent, a ixHi gaHi 36epiratotbca y
cTpykTypi FScheduleEventData. [esiki nogii nigTpumMytoTb MEXaHi3M BigMITKM MPUCYTHOCTI
(Presence Mark), sknin 4O3BONSE BiACTEXYBATW, Y4 BUKOHAB rpaBeLb HeobXigHi aii, Hanpuknag,
npnbyB 0O NEBHOMO MicCLS.

KomnoHeHT UScheduleEventManagerComponent

KomnoHeHT UScheduleEventManagerComponent € ueHTpanbHUM effeMEHTOM CUCTEMMW MOAIN i
npu3Ha4YeHUn gns BUKOPUCTaHHSA Ha cepBepi (authority). BiH BignoBigae 3a cTBOpeHHs,
ynpaBniHHA Ta NepeMmnKaHHs MK NogisiMK, a TakOX 3a iX CMHXPOHI3aLito 3 irPOBMM HYaCoM.
KomnoHeHT npautoe 3i ctekom nogin (EventsStack), oe octaHHA nogia B CTeKy 3aBxXaum €
aKTMBHOIO, a nepLua — 3anyaHoBaHoOH0.

OcCHOBHi (hyHKLiT KOMMOHEHTa

1. YnpaBniHHA CTeKOM nogin:

o [lone EventsStack Tuny TArray<FScheduleEventData> 36epirae cnmcok ycix
NOTOYHMX Nogin. MNepLnin enemMeHT CTEKY 3aBXAW BigNoOBigae 3annaHoBaHin Nogii,
sIKa 3aneXuTb Bif MOTOYHOIO iIrPOBOrO Yacy, a OCTaHHIN efleMeHT — Lie akTUBHa
nogisi, ska BU3Ha4yae NOTOYHY MOBEAiHKY B rpi.

o Metog PushEvent nogae HoBy nogito Ha Bepx CTeKy, pobrnsiun ii akTUBHOLO, ToAi SIK
nonepeaHs akTMBHa Nogis (SKWO BOHA iCHY€E) NepexoanThb Y CTaH naysu.

o Metop RemoveEvent Buganse nogito 3a ii Terom (FGameplayTag), 3aBepLuytoun ii
Ta akTuBytouM abo BigHOBMIOKOYM NONEPEOHIO MO0 B CTEKY, SIKLLO BOHA iCHYE.

o Metog RemoveEventBylndex go3ssonsie BuganuTti nogito 3a iHOeKCOM Y CTeKy, i3
MOXIMBICTIO BKa3aTtu, YM NoTpibHO 3ameHLwyBaTn po3mip macusy (EAllowShrinking)
Ta 4K cnig 3anyckaTu/BigHOBIOBATN OCTaHHIO NOAitO.

2. CuHXpOHi3auisa 3 irpoBMM 4Yacom:

o KoMnoHeHT pearye Ha OHOBIEHHS iIrPOBOro Yacy Yepes MeTop
OnCurrentGameDateTimeUpdated. Lien metog nepesipsie, 4n NOTPIGHO 3MiHUTH
3annaHoBaHy Moo Ha OCHOBI HOBOMO Yacy, NOPIBHIOKYM NOrO 3 Marok
ScheduledEvents (tuny TMap<FGameplayTime, FScheduleEventData>), sika
MICTUTb po3Knag noain.

o SKWwo HoBa nogis 3HangeHa, BOHa 3aMiHIOE nonepeaHto 3ansiaHoBaHy nogito B
CTEKy, a CTapa nogis 3aBepLlyeTbCd. AKLWO Nogis € €4MHOI0 B CTEKY, BOHA
aBTOMAaTUYHO CTa€ aKTUBHOIO.



3. CTBOpeHHSA Ta iHiuianizaudia nogin:

o Mertopg CreateEventinstanceAndStartOrPauselt cTtBoptoe ekzemnnsap nogii Ha
ocHoBi aaHux FScheduleEventData. MNogis moxe 3aBaHTa)KyBaTUCS CUHXPOHHO
abo acuMHXPOHHO 3anexHo Big napameTpa bLoadEventClassSynchronously. Micns
3aBaHTaXXeHHS knacy nogii Buknunkaetbca metog OnEventClassLoaded, sikun
iHiLianidye eksemnnap i 3anyckae noro (abo cTaBuTb Ha Nayay, SKLO Noaisa He €
aKTUBHOIO).

o KomnoHeHT nigtpmumye generatu (OnCurrentScheduledEventChanged Ta
OnCurrentActiveEventChanged), siki crnosilaiTb Npo 3MiHy 3annaHoBaHoi abo
aKTMBHOI NOAii, a TakoxX generatu Ans BiACTEXEHHS CTBOPEHHA eK3eMnsapiB noain
(OnCurrentScheduledEventinstanceCreated,
OnCurrentActiveEventinstanceCreated).

4. XXUTTEBUW LMK KOMMNOHEHTA:

o Y metoai BeginPlay KOMNOHEHT iHiWianidyeTbCs, NigNMCyoMMCb HA OHOBMEHHS
irpoBoro yacy 4Yepe3 AEscapeChroniclesGameState.

o Y metoai EndPlay yci nogii B cTeKy 3aBepLuyoTbCS, a IXHi AaHi ounLaoTbes (3a
BUHATKOM JaHUX, MOB’A3aHUX i3 36€pEXEHHSIM).

36epexeHHA AaHuxX CTeKy nopain

Mone EventsStack nosHauveHe sk SaveGame, Wwo go3sonse 3depiratv NOTOMHUIN CTaH CTEKY
noAin npu 36epexeHHi rpu. Lle 3abesnevye MOXNUBICTb BiAHOBNEHHS NOCMIAOBHOCTI NOAiN nicns
3aBaHTaXXeHHs rpu. Nepen 3aBaHTaXXEHHAM rpu KOMMNOHEHT 36epirae konito CTeky B
EventsStackBeforeLoadingGame, o6 nopiBHATK 1T 3 HOBMM CTaHOM MiCna 3aBaHTaxXeHHs. [ogii,
AKi GinblUe He NPUCYTHI B CTEKY MiCNSA 3aBaHTaXXEHHS, 3aBEPLUYHOTLCS, @ HOBiI CTBOPIOOTLCA Ta
iHiLiani3ytoTbCS.

ApXiTeKTypHi ocobnuBocCTi

e OpHouacHa aKTUBHICTb nuLle ogHiei nogii: Cuctema rapaHTye, WO Nuile OCTaHHSA
nogisi B CTEKY € aKTMBHOIO, LLO CMPOLLYE KEPYBAHHS FNOTIKOH rpul.

e [HyukicTb npiopuTeTiB: [logaBaHHA HOBOI nopail Yepes PushEvent nossonge Tumyacoso
nepepsaTy 3ansaHoBaHy MoAito, WO KOPUCHO ANsl TaKMX CLEHapiiB, ik TpuBora.

e ACHHXpPOHHe 3aBaHTa)XeHHs: [lofii MOXyTb 3aBaHTa)XyBaTUCSA aCMHXPOHHO Yepes
UAssetManager, L0 onTUMi3ye NPOAYKTUBHICTb rpu, 0COBNnBO npu poboTi 3 BENUKMMU
Krnacamm nogin.

e [leneratu gnsa cnoBilweHb: BukopnuctaHHs generarie 3abe3nedye rHyvky B3aemogito 3
iHLUMMK cUcTEMaMu rpu, JO3BOMNSOYN, HANPUKNag, CnoBiwaTi KNIEHTIB NPO 3MiHY NOAIN
yepes GameState.

Ctpyktypa FScheduleEventData

CtpykTypa FScheduleEventData € koHTeliHEpPOM AN aHMX, HEOBXIAHMX ONsi CTBOPEHHS Ta
ynpaBsniHHA nogissmu. BoHa Bkntovae:
e Ter nopii (FGameplayTag EventTag): YHikanbHu ineHTUdikaTop nogii, Akun
BMKOPUCTOBYETLCS AN 11 MOLWWYKY Ta BUAANEHHS.
¢ Knac nogii (TSoftClassPtr<UScheduleEvent> EventClass): M’ssike nocunaHHs Ha knac
noAaii, Lo 003BONSIE aCUHXPOHHE 3aBaHTaXKEHHS.
e Exsemnnsp noaii (UScheduleEvent* Eventinstance): BkasiBHuK Ha cTBopeHun
eKk3eMnnap nogii nicns i iHiyianisauii.

Lis cTpykTypa 3abe3neyye yHichikoBaHuin cnocib 36epiraHHs iHpopMalii Npo nogii, 4O3BoNSAYN
komnoHeHTy UScheduleEventManagerComponent ehekTMBHO kepyBaTn CTEKOM MOAIN.

BasoBun knac UScheduleEvent

Knac UScheduleEvent € 6a3oBum and Bcix nogin y rpi Ta peanisye iHTepdenc
FTickableGameObject, L0 Ao3BONSE NOAIAM BUKOHYBATK NOriKy LOKaapy, SKLWO Lie HeobxigHo.



Knac Bu3Ha4yae OCHOBHUM XUTTEBUIN LIMKN Noail Yepe3 MeToau:

e StartEvent: 3anyckae nogito, Buknukarouu BiptyansHui metog OnEventStarted. Akwo
nogdis 3anyckaeTbcs B naysi (bStartPaused = true), BoHa ogpa3sy nepexoantb y CTaH
nayau.

e EndEvent: 3aBepliye nogito, suknukaioum OnEventEnded i nepegatoum npuynHy
3aBepuweHHs (EScheduleEventEndReason).

e PauseEvent: CtaButb nogito Ha nayay, Buknukatoum OnEventPaused i Bummkatoum
TiKaHHS.

e ResumeEvent: BigHoBntoe nogito, Buknukatroum OnEventResumed i BMMKatoum TikaHHS.

KnrouyoBi ocobnuBocTi

e TikaHHaA: [Mogii MoXxyTb OyT HanalToBaHi ANA TikaHHA Yepes3 none bCanEverTick, sike
BCTAHOBIMIOETLCA B KOHCTPYKTOPI. TiKaHHA aKTUBYETBLCA NMLLE OS5 aKTUBHUX | Henay3eHux
noain.

e [aHi nogaii: KoxHa nogis nos’sisaHa 3 ekdemnnapom FScheduleEventData, goctynHum
yepes metog GetEventData.

e [lepeBipku 6e3neku: BukopuctoBytoTbcs Makpocn DO_ENSURE i DO_CHECK gns
3abe3nevyeHHs KOPEKTHOCTI CTaHy NnoAin, Hanpuykniag, Wo nogist He 3anycKaeTbes
noBTopHO abo wo bCanEverTick BCTaHOBMIOETLCA NMLLE B KOHCTPYKTOPI.

Llen knac 3abesneyye rHy4yky OCHOBY AJ11 CTBOPEHHS creLiani3aoBaHnX NOAiN, Taknx sk
UAlertScheduleEvent, UBedtimeScheduleEvent, URollCallScheduleEvent ToLo.
CneuianisoBaHi TUNU noain

Hwxk4e KOpOTKO onMcaHo OCHOBHI TUMKW NOAIN, Ak po3wuptoloTe 6azoBun knac UScheduleEvent
abo roro noxigHi, Taki sk UScheduleEventWithPresenceMark. KoxxeH Tvn Mae yHikanbHy Noriky,
sika IHTerpyeTbCs 3 3arasibHOK CUCTEMOLO MOAIN.

Mogaii 3 BigmiTkoto npucyTHocTi (UScheduleEventWithPresenceMark)

Knac UScheduleEventWithPresenceMark € 6a3oBum ans nogin, siki BMMmaratTb Bif rpaBLiB
i34HOT NPUCYTHOCTI B NEBHUX 30HaX, BU3HadYeHux Tpurepamu (PresenceMarkTriggers).

OcHOBHi 0CcOBNNBOCTI:

e BiacrtexeHHA npucyTHOCTI: [paBLi Big3Ha4yaloTLCA K MPUCYTHI Yepes NepeTuH i3
Tpurepamu knacy, BusHadeHoro B PresenceMarkTriggerClass. MeTtop
OnPresenceMarkTriggerComponentBeginOverlap o6pobnsic no4aTok nepeTuHy, a
OnPresenceMarkTriggerEndOverlap — i1oro 3aBepLUeHHS.

e [enmnnenHi edrekTu: MNpUCyTHIM rpaBLSIM 3aCTOCOBYETLCA eheKT
CheckedInGameplayEffectClass i3 Terom Status_CheckedIn, a rpaBusam, siki nponyctunu
nogito, — edekt MissedPlayerGameplayEffectClass.

e Cnucok npucyTHix i BigacyTHix: lMone CheckedInPlayers 36epirae ineHTudikaTopm
nNpucyTHIX rpasuis, a PlayersThatMissedAnEvent — Tux, xTo nponyctms nogito. Metoz
CollectPlayersThatMissedAnEvent BuknMkaeTbCa Npy 3aBepLUeHHi nogii Ans o6pobku
BiZICYTHIX rpaBLiB.

e BiptyanbHi MeToau: Knac go3Bosnsie HanawwTyBaHHSA Yepes nepeBn3HadYeHHs METOAIB,
Takux sk CanCheckInPlayer (nepeBipka, 4n moxe rpaseLb OyTU Big3HAYEHUN) i
NotifyPlayerMissedEvent (06pobka nponycky nogir).

Mopaisa "Tuxa roguHa" (UBedtimeScheduleEvent)

Liss nogis Bumarae, Wwo6 3apyyHukK gictanncsa 4o CBOIX KaMep NpoTAroM NEBHOro Yacy
(TimeForPlayersToChecklin). OcHOBHiI 0cOGNMBOCTI:

e Yacosuwn nimit: MNicna 3akinyeHHs Yacy, Bu3HadveHoro B TimeForPlayersToCheckln,
OBepi, 3a3HaveHi B DoorsTolLock, 3a4uMHA0TLCA, a rpaBLi, SKi He BCTUMMN, BUKINKAKOTb
TpuBory Yepes AlertEventData.

e [lepesBipka kamep: Metog CanCheckinPlayer nepesipsie, um rpaBeub nepebyBae y CBOIN
Kamepi, BukopuctoBytoun komnoHeHT UPlayerOwnershipComponent.

e bBnokyBaHHsa aBepen: None CachedDoorsInstancesToLock micTute eksemnnsipu



aBepen, siki briokytotbcs yepes metog SetDoorslLocked.
e [puckopeHHs yacy: AKLo BCi rpaBui nepebyBatloTb Y CBOIX Kamepax, irpoBui Yac Moxe
nNpUCKoptoBaTUCS 40 3aBePLUEHHS noail.

Mopis "Mepeknuyka" (URolICallScheduleEvent)

Lia nogia BMmarae npucyTHOCTI 3apyyHUKIB y 3aranbHomy 3ani. OCHOBHI 0COOnMBOCTI:
e 3anyck TpuBoru: Akwo rpaseupb nponyckae nogito, metog NotifyPlayerMissedEvent
3anyckae nogito Tpusorun yepes AlertEventData.
e OxopoHa: OXOpOoHLi CyNpOBOOKYIOTb 3apyYHUKIB 0 3any, WO peanisyeTbecsi Yepes Nnoriky
Al, iHTerpoBaHy 3 nogieto.

Moaia "Mpuinom ixi" (UMealScheduleEvent)

Lla nogia Bignosigae 3a opraHisaudito npurnomy ixi B igansHi. OCHOBHI 0COBNMBOCTI:

e OHoBneHHA 30H aktTuBHOCTI: [one ActivitySpotsClassesToUpgrade Bu3Hauae, ski 30HU
aktuBHocTi (AActivitySpot) oTpumytoTb NigBMLLEHUI piBEHb rEeMMNNENHNX edoexTiB Nig Yac
nogii. Metog SetActivitySpotsUpgraded 3actocoBye abo ckuaae Li epektu.

e OxopoHa: OXopoHLUi YeprytoTb NOBNU3y, WO KepyeTbCa norikoto Al.

MNopia "Ayw" (UShowerScheduleEvent)

Lia noaia aHanorivHa "lMpuiiomy ixi", ane BiabyBaeTbca B AywoBux. OCHOBHI 0COGNMBOCTI:
e BiamiTka npucyTtHocTi: 'paBLi NOBUHHI 3aNHATU MiCLIA B OYLLOBUX 30HaX, NO3HAYEHNX
TpuUrepamu.
e OxopoHa: YacTrHa oxopoHUiB naTpyntoe nobnuay, Wo peanidyeTbca Yepes iHTerpauito 3
cuctemoto Al.

Mopia "MepepBa”

Lia nogia Hagae rpaBuam BinbHUIA Yac 6e3 CTpormx BUMor 40 NpucyTHOCTi. OCHOBHI 0COBNMBOCTiI:
e BiacyTHicTb TpurepiB: lNogia He BUMarae BigMiTKU NPUCYTHOCTI, [O3BONSAYM rpaBLUaM
BiNIbHO NepecyBaTucs.
¢ [lacnBHa oxopoHa: OXOpOoHLi MOXyTb NaTpynoBaTh TEPUTOPIID, ane 6e3 akTUBHOIo
BTPYYaHHS, AKLLO HEMAE NOPYLUEHb.

Mopaisa "Tpueora" (UAlertScheduleEvent)

Mopist TpMBOrM € 0COBNMBOLD, OCKINBKM BOHA NepepuBae iHLWi Nogii, CTaBna4vmM ix Ha nayay.
OcHOBHi 0COBNUBOCTI:

e [lo3HauyeHHs rpaBuiB: paBLi, No3HayeHi sk "po3wykyBaHi" (WantedPlayers), oTpumytotb
renmnnenHnn egekt WantedGameplayEffectClass i3 Terom Status_Wanted. MeTtoam
AddWantedPlayer i SetWantedPlayers gogatoTtb rpasuiB 40 CMUCKY pO3LUyKyBaHMUX, a
RemoveWantedPlayer suganse ix.

e OuuLleHHA nowkKomKeHb: [1pn HopManbHOMY 3aBepLUEHHI NoAii
(EScheduleEventEndReason::Normal) yci otBopu B UDestructibleComponent o6’ekTiB
ADynamicMeshActor ounwarotses yepes metog ClearAllHoles.

e 3aBepueHHsA nogaii: MNoais aBToMaTU4HO 3aBEpPLUYETLCH, KONMU CNNCOK PO3LUYKYBaHUX
rpasuiB (WantedPlayersinGame) ctae NOpOXHiMm.

e Peakuia Ha nigkniovyeHHA/BigkNovYeHHA rpaBuiB: Metoan OnPlayerOrBotlnitialized i
OnPlayerOrBotLogout 06pobnsitoTb NigkntodeHHs abo BigKHOYEHHS rpaBL,iB, OHOBMIOKYN
cnuckn WantedPlayers i WantedPlayersinGame.

BucHoBKM

Cwuctema nopgivi 3abesnevye rHyvke Ta HagiiHe KepyBaHHS irPOBMMM CLiEHapisiMX, LO3BOMNAKOYM
CTBOpPIOBATU CKNagHi B3aemogii MiXK 3apy4yHnkamm t1a oxopoHuamMu. KOMNOHEHT
UScheduleEventManagerComponent € 0CHOBOK cUCTEMN, EPEKTUBHO KEPYHOUMN CTEKOM NOLIN i
3abe3neyvyoun iX CUHXPOHi3aLito 3 irpoBum Yyacom. Ctpyktypa FScheduleEventData yHicikye
AaHi nogin, a 6asosun knac UScheduleEvent Hagae rHyyky ocHOBY Ang peanisadii pisHOMaHITHUX



TMniB noain. CneuianisoBaHi nogii, Taki sk "Tuxa roguHa", "Mepeknuyka”, "Mpuiom Dxi", "Oyw",
"MepepBa" Ta "Tpusora", 4oaal0Tb YHiKanbHY MNOriky, iIHTErpyt4Yuck i3 cuctemamm Al,
renmnnenHumn edoektammn Ta disndHnmMm Tpurepamun. Lia apxitektypa go3Bossie nierko

pPO3LUMpPIOBATN CUCTEMY HOBUMM TUMNaMu NoAin, 3bepiratoum it MmacwTaboBaHiICTb i
NPOAYKTUBHICTb.



PO37IN 13 ]
MY3UKA 153 PI3HWK MOAIN



Cuctema My3n4HOro cynpoBogy Moain y rpi Bigirpae BaxxnuBy porib Y CTBOPEHHI aTMocdepu Ta
3aHypeHHi rpaBuiB y irpoBui npouec. BoHa 3abe3nedvye guHamivyHuin niabip Ta BioTBOPEHHS
MY3UKM 3anexHo Big akTUBHOI nogii (Active Event), a TakoxX NnaBHi Nepexoan Mixk My3n4yHUMN
KOMMO3MLiSIMU NPU 3MiHI nogin. Y uboMy po3Aini onucaHo apXiTekTypy CUCTEMU MY3UYHOIO
cynpoBogay, ii iHTerpauito 3 komnoHeHToM UScheduleEventManagerComponent Ta mexaHiamu
ynpasniHHA 3BYKOBUMU edpeKTaMMm.

Cuctema mysnyHoro cynpoogy 6a3yeTbca Ha kacTomHoMY KomMnoHeHTi UAudioComponent, skun
po3miweHunn Ha o6’ekTi AEscapeChroniclesGameState. Llein komnoHeHT Bignosigae 3a
BiATBOPEHHSA (POHOBOI MY3UKM, MPUB’sI3aHOI 4o Tera akTuBHOI nogii (FGameplayTag y cTpykTypi
FScheduleEventData), a Takox 3a BiATBOPEHHS KOPOTKMX 3BYKOBUX edDeKTiB Mif yac nepexony
MiX nogiamu. Cuctema iHTerposaHa 3 komnoHeHToM UScheduleEventManagerComponent, wo
[03BOSISIE CUHXPOHI3yBaTU MY3UMKY 3 MOTOYHMM CTaHOM irpoOBUX MOAIMN.

KactomHuin UAudioComponent, postawosaHuii Ha AEscapeChroniclesGameState, €
LeHTpanbHUM eNEMEHTOM cUCTEMU. BiH HanawToBaHWiA 4Ns aBTOMaTUYHOIO BiACTEXEHHS 3MiH
akTuBHOI noaii Yepes generat OnCurrentActiveEventChanged komnoHeHTa
UScheduleEventManagerComponent.

OCHOBHi hyHKLii KOMMOHEHTA:
1. BiaTBOpEHHA My3uKM ANA NoAin:

o KoxHa nogis B rpi mae yHikansHun Ter (FGameplayTag), sk acouitoeTses 3
NeBHO aygiokomMnoauuieto. Lli acouiauii 36epiratoTbcs B KOHMirypauinHin
CTPYKTYpi abo Tabnuui gaHux, goctynHin ana UAudioComponent.

o [pu 3MiHi aKTMBHOT NOAil KOMMOHEHT OTPUMYE HOBUW Ter Yepes generat
OnCurrentActiveEventChanged i 3aBaHTaxye BignoBigHy aynioKOMMO3uLit.

2. 3ByKoBi edpeKTU nepexony:

o [lig Yac nepeMuKaHHA MiXX NOAIIMU KOMMOHEHT BiATBOPIOE KOPOTKUIN 3BYKOBUIA
edekT (Hanpuknag, 3ByKOBUIN curHan abo MenogiiH1n akueHT), K1 No3Havae
3MiHY iIrpOBOro0 KOHTEKCTY.

o Len edexT BiaTBOPIOETLCA NEpeq NoYaTKOM HOBOI KOMMNO3uLii, wob 3abe3neuntu
NNaBHUN Nepexig i YHUKHYTW Pi3KMX 3MiH y 3BYKOBOMY naHAawwadTi.

3. YnpaeniHHA 3BYKOBMMU NapamMeTpamu:

o KoMnoHeHT niaTpumye HanawTyBaHHS ryvYHOCTI, 3aTyxaHHs (fade-in/fade-out) Ta
iHWKWX aydionapameTpiB Ans 3abe3neyeHHs KOMOPTHOro CRyxXOBOro JOCBIAY.

o Hanpuknag, npu 3aBepLUeHHi Nodil My3uka MOXe NOCTYNOBO 3aTuxaTu, a npu
no4yaTKy HOBOI — MfaBHO HapocTaTu.

KomnoHeHT UScheduleEventManagerComponent € gxepenom gaHux npo NOTOYHY akTUBHY
nogito. Moro generat OnCurrentActiveEventChanged nepeaae 06’ekty UAudioComponent
iHdopMmaLito npo ctapy Ta HoBy nogito (FScheduleEventData OldEventData Ta
FScheduleEventData NewEventData). Lie 4o3BONSi€E KOMNOHEHTY:

e BusHauntn Ter HoBoi nogii (NewEventData.EventTag).

e 3aBaHTaXWTW Ta BiATBOPMTM acOLiiOBaHy ay4ioOKOMMNO3ULiLO.

e BiaTBopuTy 3ByKOBUN edbeKkT nepexony nepes 3MiHOK MY3UKU.

[na onTumisauii NpogyKTMBHOCTI ay4ioKOMMO3ULLiT 3aBaHTaXyOTbCsl aCUHXPOHHO Yepes3
UAssetManager, nogibHo o Toro, sk Lie peanisoBaHo And Knacis nogin y
UScheduleEventManagerComponent. Lie 3MeHLUYy€e 3aTpUMKU Npyv NepeMuKkaHHi nogin i
3abesneyye NIIaBHUNM iIrpOBUIN NPOLEC HABITb HA MEHLU MOTYXXHMUX CUCTEMAX.

Norika po6otu cuctemn
1. IHiuianisauis:

o Mg vac 3anycky rpu (BeginPlay y AEscapeChroniclesGameState)
UAudioComponent iHiLianisyeTbcs Ta NignucyeTbca Ha generat
OnCurrentActiveEventChanged koMmnoHeHTa
UScheduleEventManagerComponent.

o KoMnoHeHT 3aBaHTaXye no4aTkoBy KOMMO3WULito, LLO BiANOBIAAE NepLUii akTUBHIN
noaii.



2.

O6pob6ka 3miHM nogit:
o [lpwn Buknuky generata OnCurrentActiveEventChanged koMnoHeHT oTpumye Ter
HOBOI Nogil.
Akwo cTapa KomMnosuuis e BiATBOPIOETLCS, BOHA 3aTuxace (fade-out).
o BigTBOPIOETLCSA KOPOTKMI 3BYKOBUI €PEKT Nepexoay.
3aBaHTaxXyeTbCs Ta BiATBOPIOETLCA HOBA KOMMO3WLIS 3 MOCTYNOBMM HAPOCTaHHAM
ryyqHocrTi (fade-in).

3. 3aBepLueHHSs poboTH:

o Y metogi EndPlay KOMNOHEHT NpUNUHSE BIOTBOPEHHS MY3MKU Ta O4YMLLAE BCI
aKTUBHI 3BYKOBI pecypcH, Wob YHUKHYTM BUTOKIB Nam’aTi.

Ocob6nuBocTi peanisauii

MHy4KicTb HanawTyBaHb: Acouiauii MiXk Teramu NoAgin i ayaiokoMno3nuissMmn MoXyTb
HanawwToByBaTuca Yepes pegaktop Unreal Engine, o nonerwye gogaBaHHSA HOBUX MOAIN
Ta My3uku 6e3 3MiH y Kopa,i.

MigTpnMka pisHomaHiTHMX nogin: Cuctema agantoBaHa Ans BCiX TUNIB Nogin,
BKStovatroun "Tuxy rogmHy", "lMepexknnuky”, "lMpunom xi", "Oyw", "Mepepsy" Ta "Tpusory".
Hanpuknag, nogisa "Tpusora" Mmoxxe mMatu HanpyxXeHy My3uky, Togi sik "lNepepsa" —
CMOKiNHY.

OnTumisadia npoayKTUBHOCTI: ACMHXPOHHE 3aBaHTa)KEHHS Ta KELLyBaHHS
ayaiopecypciB 3MEHLYTb HaBaHTaXXEHHS Ha CUCTEMY.

MNMnaBHi nepexoan: BukopuctaHHs fade-in/fade-out Ta 3BykoBuX epekTiB nepexoay
CTBOpPOE NPUPOOHUI | NPUEMHNIA CIYXOBWUI LOCBIA.

Cuctema mMy3n4yHOro cynpoBogy nogin 3abesnevye gnHamivyHe Ta atMocdepHe 3ByKOBE
0POPMIEHHS rpu, TICHO iHTerpoBaHe 3 cuctemoto nogin. KacromHuin UAudioComponent Ha
AEscapeChroniclesGameState edekTUBHO BigCTEXY€E 3MiHM aKTUBHUX MO Yepes
UScheduleEventManagerComponent, BiaTBOptoOYN BiANOBIAHY MY3UKY Ta 3ByKOBi edhekTu
nepexody. Hy4yka apxiTekTypa cMCTEMU JO3BOMLE NIErko po3LwmproBaTH i Ans HOBUX noain, a
ACMHXPOHHE 3aBaHTaXXEHHS Ta ONTMMi30BaHe ynpaBniHHA 3ByKOM rapaHTyTb BUCOKY
NPOAYKTUBHICTb. LIa cucTtema 3Ha4yHO MigBuLLYyeE 3aHYpPEHHS rpaBLiB, MigKPECoYM YHIKansHUI
HacTpi KOXHOT irpoBoi nogii.
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Cuctema KnieHT-cepBepHOro MigkrodeHHs y rpi 3abesneyye ctabinbHe Ta rHyyke Mepexene
B3aeMOilo MiX rpaBuamun Yepes mogens Peer-to-Peer (P2P) 3 ogHuM rpaBuem y poni xocta
(Listen Server). [ina peani3auii BUKopnctaHo abctpaktHum iHTepdgenc OnlineSubsystem 3
iHTerpauieto Steamworks, L0 o3Bonsie Bukopuctorysat Steam Sockets onst HaginHoro
3’eqHaHHA 6e3 HeobXiAHOCTI BigKpMBaTK NOPTU. YCA Norika ynpasriHHSA cecigsMu, NigKmioYeHHSAM,
nepexo4om MiX PiBHAMW Ta BiAKITIOMEHHSIM KNIEHTIB LeHTpanisoBaHa B Knaci
UEscapeChroniclesGamelnstance. Llei po3gin onnucye apxitTektypy cuctemu, ii KIoyoBi
KOMMOHEHTW, HanalwTyBaHHA Ta NPUHLMNM poBoTK.

lpa BukopucToBye P2P-moaens, oe ogvH rpaBeupb Buctynae xoctom (Listen Server), a iHwi
rpaBLi NigKNIOYaTLCA 4O HLOTO SK KITIEHTU Yepes3 cuctemy 3anpolleHb Steam. [1ns mepexesoi
B3aEMO/ii 3aCTOCOBYETLCS TPAHCNOPTHUI piBeHb Steam Sockets, akuii 3abesnevye HaginHe
3'eHaHHs Ta aBTOMaTU4HE KepyBaHHsS Mepexeto. Cnuctema cecii nodyaoBaHa Ha OCHOBI
OnlineSessioninterface, o go3sonsie cTBOpoBaTH, NPUELHYBATUCS Ta 3HULLLYBATU CeECil.
AbcTpakuis yepes OnlineSubsystem 3abeaneyye MOXNMBICTb 3aMiHM NnaTdopMu (Hanpuknag,
Ha Epic Online Services) 6e3 3Ha4YHMX 3MiH Yy KoAi. HanawTyBaHHA Ha CTOPOHI NPOEKTY, 30Kpema
B DefaultEngine.ini, aktueye Steam sik ocHOBHY nnaTtdopMy Ta BCTAHOBIIHOE TECTOBUI
SteamAppld=480.

Knac UEscapeChroniclesGamelnstance € ueHTpanbH1UM KOMMOHEHTOM ANS ynpaeniHHA
MepeXXeBOo Norikoro. BiH BignoBigae 3a CTBOPEHHA Ta 3HULLEHHS CECIl, NepeMilleHHs rpaBLiB
MiX piBHAMM, 06pOOKY 3anpoLUeHb i BIOKIHOYEHHS KITIEHTIB.
OcHoBHi dbyHKUji knacy:

1. IHiuianisauis:

o Y metogi Init knac nignucyetbea Ha generat OnSessionUserlnviteAccepted uepes
IOnlineSessionPtr, wWo6 06pobnsaTK 3anpoLLeHHs A0 Ceciil. TakoX iHidianisyeTbcs
3B’a30kK i3 UEscapeChroniclesGameUserSettings ans ynpasniHHS 3ByKOBUMM
HanawTyBaHHSMM.

2. CtBopeHHs cecii (StartHostSession):

o Buknukaetbcs, Konu rpaeBeLlpb xode ctath XoctoM. MeToq CTBOPIOE CeCito 3
HanawTysBaHHaMU (FOnlineSessionSettings), LWo BkNtoYaoTb MakCcuMarbHy
KinbkicTb rpaeuie (MaxPlayersPerSession), nigTpumMky 3anpoLleHb i NpueaHaHHs
yepes NPUCYTHICTb y Steam.

o [eneratn OnCreateSessionComplete Ta OnStartSessionComplete no3sonstoTb
BiACTEXYBaTN YCNiLLHICTb CTBOPEHHS Ta 3anycKy Cecil.

o [licns ycnilwHOro CTBOPEHHS Cecia CcTapTye, A03BOMSAYN KITiEeHTaM npuegHaTucs
Yyepes 3arnpoLUEHHS.

3. Mepexig mix piBHAMMK (ServerTravelByLevelSoftObjectPtr):

o BukopucTtoByeTbCsa ons nepeMilleHHst XocTa Ta KnieHTiB Ha HoBMK piBeHb. MeTog
koHBepTye TSoftObjectPtr<UWorld> y URL-agpecy piBHs Ta gogae napameTp
?listen, sikwo notpibeH Listen Server.

o BuknukaeTtbcs nicnsa cTBopeHHA cecii abo Ansi NOBEPHEHHS 40 FONIOBHOMO MEHIO.

4. BipknroueHHs knieHTiB (KickPlayer):

o [lepemiwye BigganeHoro KnieHTa 40 rofloBHOMO MEH0 Yepes
ClientTravelToMainMenu. MeToa nepeBipsie, Yu MOXHa BUrHaTK rpaBLs
(CanKickPlayer), Wwo6 yHUKHYTX NOMMWIIKOBOIO BiKITHOUYEHHS] XOCTa Y/ NTOKalbHOro
KnieHTa.

5. 3HuueHHn cecii (DestroyHostSession Ta DestroySession):

o DestroyHostSession BUknukaetTbcst XoCTOM Ans 3aBepLleHHs rpyu. CnovaTky
BUraHSAOTLCA BCi BigdarneHi KNieHTu, nicrs 4Yoro Cecist 3HULWYETLCS.

o DestroySession 3HuLLye cecito Ansa xocta abo krieHTa, BUKNuKkarody generar
OnDestroySessionComplete. Akwio BkasaHo bServerTravelToMainMenu, nicns
3HULLEHHSA cecii BUKOHYETLCA Nepexig A0 rofoBHOMO MEHHO.

6. O6pob6ka 3anpoweHb (OnSessionUserlnviteAccepted):

o Buknukaetbcsa, Konu rpaeBeLb NpunMae 3anpoLUeHHs. AKLLO rpaBeLb YXXe XOCTUTb
cecito, roro cecisa 3HuLyeTbca Yepes DestroyHostSession. [1na knieHTa
3HULLYETbLCA NTOKarnbHa cecist yepes DestroySession, nicnsg 4oro BUKNUKaeTbCS
JoinSession.

7. MpuepHaHHsa o cecii (OnJoinSessionComplete):



o [licns ycniwHOro npuegHaHHA KNiEHTN NepemillyoTbCsl Ha piBEHb XOCTa Yepes
ClientTravel 3 BukopuctanHam ConnectString, oTpumaHoi 3
GetResolvedConnectString.

HanawTyBaHHs B DefaultEngine.ini 3abe3neuvytoThb iHTerpadito 3i Steam:
e DefaultPlatformService=Steam: BctaHoBntoe Steam gk ocHoBHY nnatdopmy.
e SteamDevAppld=480: BukopuctoByeTbCs Ans TecTyBaHHs (Spacewar). Y penisHii Bepcii
3aMiHI0ETBCS YHiKanbHUM Appld rpu.
blnitServerOnClient=true: [Jo3Bonse iHiLianisauito cepBepHOI Norikn Ha KnieHTi gnsa P2P.
NetConnectionClassName: Bka3sye knac gnst mepexesux 3’egHaHb Yyepe3 Steam Sockets.

bEnabled=true
SteamDevAppId=l806

SteamAppId=180

bInitServerOnClient=true

NetConnectionClassName="0OnlineSubsystemSteam.SteamNetConnection"

BukopuctaHHsa Steam Sockets yepes OnlineSubsystemSteam 3abesneuye:
e HapinHe 3’egHaHHA: Steam 0b6pobnsie NAT traversal, ycysatoumn notpedy y BigKpuTHX
nopTax.
e Cucrtema 3anpolleHb: [paBLUi MOXyTb HagcKnaTh 3anpoLlleHHs Yepes Steam Overlay, Wwo
CMpOLLYE NiOKITIOYEHHS.
e AoGcTpakuisa nnatdgopmu: Jlorika rpu Bukopuctosye IOnlineSessionPtr, Wwo gossonse
3aMiHnTK Steam Ha iHWY nnatopmy 6e3 nepenucyBaHHs Koay.

Norika po6oTtu cucrtemm
1. CTBOpEHHSA cecii:
o [paBeub Buknukae StartHostSession, CTBOpOOYM CECItO 3 YHIKaANbHUM iM’sIM
(NAME_GameSession).
o [licnga ycnillHOro CTBOPEHHS Cecisl CTapTye, | XOCT MOXe HaZicunaTu 3anpoLLeHHs
yepes Steam.
2. TNpuenHaHHA KNi€HTIB:
o KnieHT npuiimae 3anpowweHHs, Buknukatoumn OnSessionUserlnviteAccepted.
o SKWO KNIEHT yXXe B CeCii, NOro NoTo4Ha Cecisl 3HULLYETLCS.
o KnieHT npuegHyeTbCa o cecii xocTa Yyepes JoinSession i nepemillyeTbCcs Ha Koro
piBEHb.
3. Mepexig mix piBHAMM:
o XocT Buknukae ServerTravelByLevelSoftObjectPtr ons amiHum piBHsA. KnieHTn
aBTOMAaTUYHO CRIAYIOTb 32 XOCTOM.
4. 3aBepLlUeHHSA rpu:
o XocT Buknukae DestroyHostSession, BuraHs0um KnieHTIB i 3HULLLYHOUN CECilO.
o KnieHTn noBepTaloTbCs 40 ronoBHOro MeHo Yepea ClientTravelToMainMenu.
o Axwo BkasaHo bServerTravelToMainMenu, XOCT TakoXX NePexXoanTb 4O rOSIOBHOMO
MEHIO.
5. O6pob6ka NOMUIOK:



o Bukopuctosytotecst makpocn DO_ENSURE i DO_CHECK gns nepeBipku
BanigaHoCTi 00’ekTiB i yMOB.

o Y pasi HeBgaui (Hanpuknag, SKWwo He Bganocsa otpumaty ConnectString) cecisi
3HULLYETLCSA, LWOOG YHUKHYTN HEKOHCUCTEHTHOIO CTaHy.

Oco6nuBocTi peanisauii

e LleHTpanisauis noriku: Yca mepexesa norika socepekeHa B
UEscapeChroniclesGamelnstance, wwo cnpolyye nigTpUMKy Ta po3LLMPEHHS.

e [HyukicTb nnatdopmu: BukopucraHHsa abetpaktHoro OnlineSubsystem gossonsie
aganTyBaTu rpy 4o iHWKX nnatgopmM.

e OnTtumisauia generatiB: [leneraty ounLaloTbCA NiCNS BUKOHAHHS, WOO YHUKHYTU
BUTOKIB Nam’<ITi.

e TecTtyBaHHA 4yepe3 SteamAppld=480: BukopuctaHHsa tectosoro Appld gossonsie
po3po6HUKaM NepeBipATM MepexeBy (byHKUioOHanbHICTb 6e3 penisHoro Appld.

e [liaTpumka go 4 rpasuiB: [NapameTp MaxPlayersPerSession o6MexXye KinbKkicTb rpaBUiB
y Cecii, Wo Bignosigae gusanny rpu.

Cuctema KnieHT-cepBepHOro nigknioveHHsa 3abesnevye HagiiHe Ta 3pyyHe P2P-3’eaHaHHsA yepes
Steam Sockets, iHTerpoBaHe 3 OnlineSubsystem. LleHTpanisauia noriku B
UEscapeChroniclesGamelnstance cnpoluye kepyBaHHS cecisiMu, NigKNIYeHHSaM i nepexogamm
MiX piBHAMK. AGcTpakuia yepes OnlineSessioninterface pobuTb cuctemy rHy4kor Ans ManbyTHiX
3MiH nnatdopmu, a HanawTyBaHHS B DefaultEngine.ini 3ab6eaneyytoTb nerky iHTerpauito 3i Steam.
BukopucTaHHA 3anpoLleHb | aBToOMaTu4He KepyBaHHA 3'€4HaHHAMW CTBOPIOIOTL KOMMOPTHUIA
AOCBIg ANsa rpaBLUiB, ToAi AK peTenbHa 06pobka NOMUIOK i ONTUMI3aList AeneraTiB rapaHTyoTb
CTabinbHICTb cUCTEMMU.
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KopucTtyBaubkui iHTepdenc (Ul) y rpi Bigirpae knoyoBy posnb y 3abesnedeHHi 3py4Hol B3aemogii
rpaBus 3 rpoto. Llen po3gin 3ocepeaxyeTbCst Ha TPbOX OCHOBHMUX kKOMNoHeHTax Ul, po3pobneHunx
aBTOPOM: FOfIOBHOMY MEHIO, MEHIO HanawTyBaHb Ta rofIoBHOMY iHTepdenci rpaBus. [HLwi
enemeHTn Ul, cTBOpEHi iHWNMKU po3poBHUKamu, TyT He posrnsaaatTbea. Onuc Bkoyae
apXxiTekTypy, PyHKUIOHaNbHICTb Ta iHTerpauito 3 iHWuMM cuctemamm rpu, 3okpemMa 3
UEscapeChroniclesGameUserSettings Ta UEscapeChroniclesGamelnstance.

1. FlonoBHe MeHIo

[ONoBHE MEHIO € MOYATKOBOK TOYKOK B3aeMOgiil rpaBus 3 rpoto. BoHo 3abesnevye goctyn go
OCHOBHMX (PYHKLIRN, TaKnX SK NOYaTOK HOBOI Py, NPUESHAHHA OO0 CECil, HanalwTyBaHHSA
napameTpiB Ta BUXia i3 rpyu. MeHto peanizoBaHo sik Big)KeT 6e3 3aCToCyBaHHA CTUNIB, LLO
nepenbadyae BUKOPUCTaHHSA cTaHaapTHoro Burmsay Unreal Engine ans npotoTunysaHHS.

ApxiTekTypa
e Peanisauina: lonoBHe MeHt0 peani3oBaHo sk BigkeT Ha ocHoBi UCommonUserWidget
(abo noxigHoro knacy), wo iHterpyetbcsa 3 UEscapeChroniclesGamelnstance ans
yrnpaBniHHA MepexXeBUMUN CECISIMU.
e (DYHKUiOHANbLHICTb:
o KHonka "Hoea rpa" Buknukae StartHostSession y
UEscapeChroniclesGamelnstance, cTBOpIoloUMM HOBY CeCito, e rpaBeub CTae
XOCTOM.
o Knonka "MpuegHatnca” obpobnsie 3anpoLlleHHst Yepe3 Steam, BUKIMKAOUK
OnSessionUserlnviteAccepted ana npnegHaHHA 0O iCHYOYOT Cecil.
o KHonka "HanawTtyBaHHs" BigkpvBae BigxeT USettingsMenuWidget ans 3amiHun
napametpis rpw.
o KHonka "Buxia" 3aBepLuye BUKOHAHHSA Tpu.
e |HTerpauia: MeHio B3aemogie 3 UEscapeChroniclesGamelnstance ans o6po6ku
MepeXeBMX MOAIN Ta NepexodiB MixX piBHAMU. Hanpuknag, nicna CTBOPEHHS CecCii
BUKINMKaeTbCca ServerTravelByLevelSoftObjectPtr ons 3aBaHTaXeHHs irpoBOro piBHs.

OcobnueocTi
e MeHI0 He MICTUTb KACTOMHWUX CTUSIIB, LLIO CpOLLYye pO3p0obKy Ta TeCTYBaHHSI.
e Jlorika migkntoudeHHsa o cecin ueHTpanizoBaHa B UEscapeChroniclesGamelnstance, wo
3abesneyvye MOAYNbHICTb.
e BukopuctaHHsa generatis (OnJoinSession, OnCreateSessionComplete) no3sonsie
BiICTEXYBaTW CTaTyC MepexeBux onepaLin.

2. MeHI0 HanawTyBaHb

MeHto HanawTyBaHb A403BOSSE rpaBLUSAM 3MiHIOBATK 3BYKOBI Ta rpadidHi napameTpu rpu. BoHo
CKnagaeTbCs 3 ABOX BKIAAOK: 3ByKOBMX HanawTyBaHb (USoundSettingsMenuWidget) Ta
rpadiyHnx HanawTysaHb (UGraphicsSettingsMenuWidget), siki nepemukaoTscst yepes
UCommonActivatableWidgetSwitcher. HanawTyBaHHA 36epiratoTbCsi 4epes KaCTOMHUI Knac
UEscapeChroniclesGameUserSettings.

ApxiTekTypa
e basoBun Bigxet (USettingsMenuWidget):

o Bukopuctorye UCommonActivatableWidgetSwitcher ana nepemukaHHs mix
BKSlagKamu 3BYKY Ta rpacdiku.

o Mictutb kHoMkm "3acTtocysatn" (ApplyButton) Ta "Hasag" (BackButton), siki
BuKnukatoTb generat OnApply abo geaKTUBYIOTb BiOXKET.

o IHiuianisye godyipHi Bigxetn (GraphicsSettingsMenuWidget Ta
SoundSettingsMenuWidget) y NativePreConstruct.

e 3BykoBi HanawTyBaHHA (USoundSettingsMenuWidget):

o Mictutb TpM cnangepwu (USliderWidgetContainer) ans peryntoBaHHSA ry4HOCTI:
3aranbHoil (MasterVolumeSlider), my3uku (MusicVolumeSlider) Ta 3BykoBux
edektiB (SFXVolumeSlider).

o IHiuianisye sHaueHHs cnangepie i3 UEscapeChroniclesGameUserSettings y



InitializeSlidersValuesFromGameUserSettings.

o [pu HaTuckaHHi kHorkK "3actocyBaTn" OHOBMNIOE 3Ha4YeHHA B GameUserSettings,

Buknukae ApplySoundSettings i 36epirae HanawTyBaHHs.
e [padiuHi HanawTyBaHHA (UGraphicsSettingsMenuWidget):

o Bukopuctosye UComboBoxStringWidgetContainer ansa Bubopy napameTpis, Takux
SIK peXXUM BikHa, po3ainbHa 34aTtHicTb, VSync Ta pisHi piBHI sikoCTi rpadiku
(Hanpuknag, TiHi, TEKCTYpW, aHTUaniacuHr).

o Manu (TMap) Trny enum a6o bool go FText 3a6e3neuytoTb KOHBEpPTaLiO MiX
TEKCTOBMMM 3HAYEHHSIMW Ta BHYTPILLHIMW TUNamu.

o CneuianbHun nepenik EGraphicsQuality koHBepTyeTbea B int32, cymicHun 3 API
Unreal Engine, A4ns TOMHOro HanalwwTyBaHHSA rpadivHnX napameTpis.

o IHiuianisye s3Ha4yeHHs KOMBO-60KCiB i3 NOTOYHMX HanawTyBaHb GameUserSettings.
Mpwn HaTuckaHHi "3acTocyBaTn" OHOBMIOE BCi NapameTpu Yepes
GameUserSettings->ApplySettings.

IHTerpauin
e 3ByK:

o HanawTtyBaHHs ryyHocTi 38’a3aHi 3 USoundClass (MasterSoundClasses,
MusicSoundClasses, SFXSoundClasses), Bu3Ha4eHMMn B
UEscapeChroniclesGamelnstance.

o GameUserSettings->ApplySoundSettings Buknukae generat
OnApplySoundSettings, sikuin oHoentoe AudioDevice yepes
SetSoundMixClassOverride y Gamelnstance.

o [padika:

o Bukopuctosye metogn GameUserSettings ans BCTaHOBNEHHS po34inbHOI
30aTHOCTI, pexnmy BikHa, VSync Ta piBHIB SKOCTI rpadiku.

o UKismetSystemLibrary::GetSupportedFullscreenResolutions 3anoBHoe cnvcok
OOCTYNHUX PO3A4iNbHMX 30aTHOCTEN.

e 30epexeHHs: HanawTyBaHHs 36epiratoTbea Yepe3d GameUserSettings->SaveSettings,
Lo 3anucye X y KoHgirypauinHmim cainn.

OcobnuBocrTi

e MopaynbHicTb: BukopuctanHs UCommonActivatableWidgetSwitcher go3sonsie nerko
Ao[asaTy HOBi BKNaZKN HanalTyBaHb.

e [HyukicTb rpadikm: EGraphicsQuality 3abe3nevye TouHe kepyBaHHA AKICTIO Yepes
KOHBepTauito B int32.

e OnTtumisauin: KewysaHHa GameUserSettings y UGraphicsSettingsMenuWidget ameHwye
KiNbKICTb BUKIUKIB.

e IHTYyiTUBHiCTL: Cnangepu Ta komM60-60KcK 3a6e3nevyoTb 3pyYHe KepyBaHHS
napameTpamu.

3. lonoBHUM iHTepdpeinc rpaBus

lonoBHWMI iHTepdeic rpaBus Bigobpaxae KovoBy iHpopmaLito Mpo CTaH rpy Ta nepcoHaxa. BiH
Bkntovae Tpu BigxkeTn: UGameplayAttributeValueWidget (xapaktepuncTukmn nepcoHaxa),
UCurrentGameDateTimeWidget (irposuin yac i aeHb) Ta UCurrentActiveEventWidget (notouHa
aKkTUBHa nogisa Ta ctatyc "nepeknudkn"). Ui Bigxetn o6’egHani B eanHui Blueprint (WBP), a He B
Kogi, ANd rHy4yKkoro poatallyBaHHS Ta cTunizauii.

ApxiTekTypa
o BimxeTt xapaktepuctuk (UGameplayAttributeValueWidget):

o Binobpaxae 3HaueHHs irpoBoro atpnbyTa (FGameplayAttribute) 3
UADbilitySystemComponent rpasus.

o IHiuianizyeTbcsa yepe3 OnOwningPlayerStatelnitialized, ge nigkniovaeTbca oo
PlayerState Ta cnyxae 3miHn atpubyTa 4epes
GetGameplayAttributeValueChangeDelegate.

o Ownosntoe TekcT (UCommonTextBlock) i3 3HaueHHsiMm aTpnbyTa Ta nocTdikcom
(AttributeValue TextPostfix).

¢ Bimxet yacy (UCurrentGameDateTimeWidget):



o Bipobpaxae notouHun irpoBun aeHb i Yac (FGameplayDateTime) yepes asa
TekcToBi 6rnokn (DayTextWidget, TimeTextWidget).

o [Migkntovaetbea oo AEscapeChroniclesGameState y NativeConstruct i cnyxae
OHOBIIeHHS Yacy Yyepe3 OnCurrentGameDateTimeUpdated.

o ®opwmatye vacy Burnsagi "MfognHa: XeunuHa" (Hanpuknag, "9:00").

BigxeTt aktuBHoI noaii (UCurrentActiveEventWidget):

o Bipnobpaxae Ha3By noTo4yHoi akTuBHOI nogii (FScheduleEventData) yepes
UCommonTextBlock Ta ctatyc "nepeknunykun” yepes UCommonLazylmage.

o Hassu nogin 6epytbca 3 TMap<FGameplayTag, FText> EventsNames.

o Crartyc "nepeknnykn" oHoBrnoeTbesa Yeped OnCheckedInStatusChanged,
pearytoun Ha Ter Status_CheckedIn y UAbilitySystemComponent.

o [Heski noaii (3 EventsHidingCheckedInStatusimageWidget) npuxoBytoTb iKOHKY
cTartycy.

o Bukopuctosye TMap<bool, TSoftObjectPtr<UTexture2D>>
CheckedInStatusimages ans BigobpaxeHHs1 iKOHOK 3anexHo Big cTaTycy.

IHTerpauin

3 GameState: UCurrentGameDateTimeWidget Ta UCurrentActiveEventWidget cnyxatoTtb
OHOBNEHHSA Yacy Ta nogin Yepes generatn OnCurrentGameDateTimeUpdated Ta
OnCurrentActiveEventChanged y AEscapeChroniclesGameState.

3 PlayerState: UGameplayAttributeValueWidget Ta UCurrentActiveEventWidget
B3aemogitoTb i3 UAbilitySystemComponent uepes AEscapeChroniclesPlayerState gns
OTpUMaHHA aTpubyTiB Ta cTaTycCy.

Crunisauia: Ctuni 3actocoBati B Blueprint (WBP), Wwo Ao3Bonsie nerko amiHioBaTtu
po3TallyBaHHS Ta 30BHILUHINA BUMMS BigXeTiB.

OcobnuBocTi

OuHamidHicTb: BigkeTn aBTOMatM4yHO OHOBIIOKOTLCS MPU 3MiHi CTaHy rpy UM NepcoHaxa.
MHyukicTb: O6’egHaHHa B WBP gossonse nerko HanawTtoByBath Ul 6e3 3miH y kogi.
OnTumisauia: BukopuctaHHa UCommonLazylmage ang ikoHOK CTaTycy 3MeHLUye
BUTPATW Ha 3aBaHTaXXEHHS TEKCTYP.

KoHTekcTHicTb: CTaTyc "nepeknmykn” NnpMxoBYeETbCS A5 NOAiN, Ae BiH HEperneBaHTHUN.
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CTBOPEHHA BOTIB



Cuctema cTBOpeHHs BOTIB Y pi Bignosigae 3a reHepaLlito Ta iHilianisauito 60TiB (LWTy4YHOro
iHTENEeKTY) Pi3HMX TUMIB, TAaKUX SIK B’SI3Hi, OXOPOHL Ta MeauKK, 3 ypaxyBaHHSM TXHbOT poni B rpi Ta
Mmicus nosieu. Lt cuctema peanisoBaHa yepes komnoHeHT UBotSpawnerComponent, skuii
po3miweHo Ha AEscapeChroniclesGameMode i Buknukaetbcs y metodi BeginPlay. BoHa Takox
iHTerpyeTbca 3 cuctemoto Bubopy Todok nosisu (AEscapeChroniclesPlayerStart), sika
BukopuctoBye Tern FGameplayTag 4nsa BM3Ha4YeHHs BignoBigHOCTI MiXK rpaBLEM i TOYKOK MOSIBU.
Llen po3gin onucye apxiTekTypy, foriky poboTw, iHTerpauito Ta 0CoOGNMBOCTI CUCTEMU CTBOPEHHS
bori..

Cuctema cTBOpeHHs1 60TiB 3abe3neyye acMHXPOHHE 3aBaHTaXXEHHS KrnaciB NepcoHaxiB, iXHin
ChNaBH Ha BignoBigHMx Toukax nosieu (PlayerStart) Ta iHiuianisauito yepes
AEscapeChroniclesGameMode. KoxeH 60T oTpuMye yHikanbHe iM’a 3 Habopy, BU3HAYEHOrO B
UBotNames, Ta yHikanbHui ineHTudikatop 4yepes USaveGameSubsystem. [Jns TouHoro
po3miLLieHHs BOTiB BUKOPUCTOBYETLCSA KAacTOMHa forika Bubopy PlayerStart, sika BpaxoBye Teru,
3actocoBaHi oo PlayerState yepes UAbilitySystemComponent. Cuctema nigTpumye Tpu Tvnu
OOTiB: B’SI3Hi, OXOPOHLi Ta MEOMKKN, KOXKEH i3 BMACHMM KNacoM NepCcoHaa Ta KiNbKicTio ans
CraBHYy.

UBotSpawnerComponent € OCHOBHUM KOMMNOHEHTOM 1151 CTBOPEHHSA 60TiB. BiH po3TalioBaHui
Ha AEscapeChroniclesGameMode i Buknukae cnaeH 6oTie y BeginPlay.
OcHoBHI enemeHTK:

1. BnacTMBOCTi KOMNOHEHTA:

o PrisonerCharacterClass, GuardCharacterClass, MedicCharacterClass:
TSoftClassPtr<AEscapeChroniclesCharacter> gnst aCMHXPOHHOIO 3aBaHTaXKEHHS
KraciB nepcoHaxiB B’si3HiB, OXOPOHLIB Ta MeauKiB.

o PrisonerBotsCount, GuardBotsCount, MedicBotsCount: KinbkicTb 00TiB KOXXHOro
TUNYy 4Ns CNaBHY.

o BotNamesDataAsset: AceT gaHnx (UBotNames), o MicTUTb Cnncok iMeH anis
bori..

o ClaimedBotNames: TSet<FString> ans BigCTEXeHHs BXXe BUKOPUCTaAHUX iMEH,
no3HayeHun gk SaveGame ans 36epeXeHHs1 Mixk ceaHcamMu.

2. Metoau cnaBHy:

o SpawnBots(): 3anyckae acMHXpOHHE 3aBaHTaXXEHHS Krnacis nepcoHaxis yepes
UAssetManager::GetStreamableManager. lNicns 3aBaHTaXXeHHs1 BUKITMKAKOTbCSA
meTtoan OnPrisonerCharacterClassLoaded, OnGuardCharacterClassLoaded abo
OnMedicCharacterClassLoaded.

o SpawnBots(uint8 NumberOfBotsToSpawn,
TSubclassOf<AEscapeChroniclesCharacter> CharacterClass): Buknukae
SpawnOneBot noTpibHy KinbkiCTb pasiB Ans 3agaHoro Knacy.

o SpawnOneBot(TSubclassOf<AEscapeChroniclesCharacter> CharacterClass):
CnaBHuTb ogHoro 6ota, Buknukae SpawnDefaultController i nignucyetbca Ha
penerat ReceiveControllerChangedDelegate onst 06po0ku iHiuianisauii
KOHTponepa.

3. O6pobGka KoHTponepiB:

o OnCharacterControllerChanged: BuknukaeTtbca nicns iHiuianisauii KOHTponepa
6ota. lNepeBipsie, un koHTponep € AAlController, i yekae, nokn newka Gyge
BcTaHoBrneHa (OnControllerPossessedPawnChanged).

o OnControllerPossessedPawnChanged: BukoHye pectapt 60Ta yepes
GameMode->RestartPlayer, npusHavae im’st yepes SelectBotName Ta iHiuianisye
PlayerState yepes GameMode->LoadAndInitBot.

4. YnpaBniHHA iMeHaMu:

o SelectBotName: Bubupae sunagkose im'a 3 BotNamesDataAsset, sike we He
BukopucTaHo (ClaimedBotNames). AkLo BCi iMeHa 3anHsATI, BUBMpaeTbCa
Oyab-ake iM’'st 3 AOCTYMHMX.

AEscapeChroniclesPlayerStart poswwuptoe ctaHaapTHu APlayerStart ons niaTpymkn TeroBaHoi
CUCTEMW CMaBHY:
1. BnactuBocrTi:
o RequiredGameplayTagsToSpawn: FGameplayTagContainer, skuii BuU3Ha4yae terwu,



HeoOXigHi ANnga cnaBHY MELLKW Ha Ui TouL.
2. Metop CanSpawnPawn:
o [lepeBipsie, un mae PlayerState (AEscapeChroniclesPlayerState) yci HeobxiaHi
Tern yepe3 UADbilitySystemComponent::HasAllIMatchingGameplayTags.
o Axwo AbilitySystemComponent HegoCTynHUIM, [O3BONSAE CraBH nuLle 3a
BifCyTHOCTi HEOBXIigHWX TeriB.

AEscapeChroniclesGameMode Bignoeigae 3a Bubip ToO4kM NOSIBU Ta pecTapT rpasLiB/0oTiB.
KritovyoBi metoau:

1. ChoosePlayerStart_Implementation:
o MogaudikosaHa Bepcia metoagy 3 AGameModeBase, sika BpaxoBye
AEscapeChroniclesPlayerStart::CanSpawnPawn gns dinstpadii TO40OK NosiBu.
o [lepeBipsie, um Touka BinbHa (UnOccupiedStartPoints) abo moxe GyTu
BUKopucTaHa 3 TenenopTtauieto (OccupiedStartPoints).
o Bippae nepesary APlayerStartPIE y pexxumi Play-In-Editor.
2. RestartPlayerAtPlayerStart:
o Ckugae nosuuito Ta poTauito newkn 4o 3HadveHb PlayerStart, HaBiTb sIKLWO NeLka
BXe iCHye, Ha BigMiHy Big 6a30Boi peanisauii.
o OO6pobnsie CTBOPEHHS NELLKM, SIKLLO BOHA BiAcyTHs, Yepe3 SpawnDefaultPawnFor.
3. RestartPlayerAtTransform:
o AHanoriyHo ckugae no3uuito Ta poTadito newwkn go 3agaHoro FTransform,
3abe3nevyoun rHyykicTb 4ns cueHapiie 6e3 PlayerStart.

Norika po6otu cuctemn
1. IHiuianisauis:
o Y BeginPlay irpoBoro pexumy BUKIMKaETbCA
UBotSpawnerComponent::SpawnBots.
o KoMnoHeHT acMHXpOHHO 3aBaHTaxkye knacu nepcoHaxis (PrisonerCharacterClass,

GuardCharacterClass, MedicCharacterClass) yepe3 UAssetManager.
2. CnaBH 6orTiB:

o [licnsa 3aBaHTaXXeHHS KNaciB BUKIMMKAOTbLCA METOAN
On[Type]CharacterClassLoaded, siki cnaBHATb NOTPiGHY KinbKicTb 60TIB Yepes
SpawnBots.

o KoxeH 60T cTBOpoETLCA Yepe3 SpawnOneBot, ge:

= CnaBHutbcsa nepcoHax (AEscapeChroniclesCharacter) i3 napametpom
AlwaysSpawn.

= Buknukaetbcsa SpawnDefaultController ana ctBopeHHs1 KOHTponepa
(AEscapeChroniclesAlController).

= [ignucka Ha ReceiveControllerChangedDelegate 3abe3nevye noganbluy
00poOKy.
3. MpusHa4yeHHA TOYKN NOSABMU:

o [licng iHiuianisauii koHTponepa BuknukaeTeca GameMode->RestartPlayer, skun
BukopuctoBye ChoosePlayerStart_Implementation ansa snbopy PlayerStart.

o AEscapeChroniclesPlayerStart::CanSpawnPawn nepesipsie BignosigHicTb Teris
borta (3agaHnx Yyepes GameplayEffect y UAbilitySystemComponent) 3
RequiredGameplayTagsToSpawn.

4. IHiuianisauis 6oTa:

o boty npusHavaeTbes yHikanbHe iM’a yepes SelectBotName.

o GameMode->LoadAndInitBot iHiuianisye PlayerState yepes
USaveGameSubsystem, 3aBaHTaxytoumn 36epexxeHi gaHi abo reHepyro4umn
YHikansHun 1D.

5. OumweHHs:

o AcuHxpoHHi geckpuntopu (FStreamableHandle) 3BinbHAKTLCS Nicna cnaesHy Ans
€KOHOMIT mam’aTi.

o [Heneratu (ReceiveControllerChangedDelegate, OnPossessedPawnChanged)
OYMLLATLCA MICNS BUKOPUCTAHHS.



OcobnueocTi peanisauii

e AcuHXpoOHHe 3aBaHTaxeHHs: BukopuctaHHa UAssetManager::RequestAsynclLoad
3MEHLUYE 3aTPMMKN NPU 3aBaHTaXXEHHI KnaciB NepcoHaxiB.

e TeroBaHa cucrtema cnaBHy: AEscapeChroniclesPlayerStart fo3sonsie TO4HO
KOHTpONtoBaTH, Ae 3'aBnsaTbCca 60TH, 3anexHo Bia iXHbOT poni (Hanpuknaa, B'A3Hi
CMaBHATLCA Y KAMepax, OXOPOHLi — Y 30Hax NaTpyntoBaHHS).

e YnpaBniHHsA iMmeHamu: Cuctema yHikanbHux imeH yepes UBotNames i
ClaimedBotNames 3abesneuye pisHOMaHITHICTb | 30epeXxeHHs Mk ceaHcamu.

e OO6Xxia nomunku ABMXKa: TrmyacoBe BiOKMIOYEHHS KOMisii MeLly BUpiye npobnemy 3
Bnbopom PlayerStart.

e MopaynbHicTb: KOMNOHEHTHa apxiTeKTypa A03BOSISIE NErko gogasaTth HOBI TMNK GOTIB,
3MiHIo4M nuwe BnactmeocTi B UBotSpawnerComponent.

Cuctema cTBOpeHHs1 60TiB 3abe3neyye rHydke Ta epekTUBHE CTBOPEHHS OOTIB pPi3HMX TUNIB
(B’A3Hi, OXOPOHL,i, MeaNKN) 3 BUKOPUCTAHHAM aCMHXPOHHOIO 3aBaHTaXeHHS, TeroBaHol cucteMm
cnasHy Ta iHTerpauii 3 AEscapeChroniclesGameMode. KomnoHeHT UBotSpawnerComponent
LeHTpanisye noriky cnaeHy, a AEscapeChroniclesPlayerStart 3a6e3nevye TouHe po3MiLLEHHS
©0TiB Ha ocHOBI TeriB, 3agaHnx Yepe3 GameplayEffect. Obxig nomunku konisii Ta ynpaeniHHA
iMeHamMu gofatoTb cTabinbHOCTI Ta pid3HOMaHITHOCTI. CucTeMa € MoaynbHOK, ONTMMI30BaHO Ta
rOTOBOIO 0 PO3LUMPEHHS AN HOBMX TuMiB 6OTIB YM CUEHAapIiB rpu, LLO CNPUSE CTBOPEHHIO
OWHaMIYHOro Ta 3aHyploBarnbHOro irpoBoro AOCBiay.
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NAMEPLATES



Cuctema HenmnnenTiB y rpi 3abesnedye BioobpaxkeHHs iMeH nepcoHaxis (rpasuis i 60TiB) Hag,
IXHiMM ronoBsamu, WO nonerwwye igeHTudikadito y 6araTokopuctyBaLbkoMy CEPEAOBULL.
HenvmnnenTtu peanizoBaHi yepes komnoHeHT UNameplateWidgetComponent, skuin poamilyetbca
Ha nepcoHaxax (AEscapeChroniclesCharacter) i 3aBXxan OpieHTYETbCS Ha KaMepy NTOKanbHOro
rpaBus. [insa 60TiB iMeHa reHepyoTbCs BUNaaKkoBo 3 acepa gaHux (UBotNames), yHukatoumn
NOBTOPEHb, KON LIe MOXITMBO, TOAi SIK iMeHa rpaBLiB aBToOMaTU4HO OepyTbes 3 npodinto Steam.
Llen po3ain onucye apxiTekTypy, YHKUiOHaNbHICTb, iHTerpauito Ta ocobnmBoCTi cucTtemm
HENMMMenTIB.

Cuctema HenmnnenTiB Bigobparkae iM’'a NepcoHaka Yepes BigXeT, SKUi € nigknacom
UTextContainerWidget. KomnoHeHT UNameplateWidgetComponent BignoBigae 3a iHiuianisauito,
OHOBINEHHA TEKCTY Ta OpieHTaLilo BigXeTa BiAHOCHO KaMmepu rpaBus. HenmnnenTtu He
BigoGpaxatoTbCa ANA NoKanbHO KEpPOBaHMX NEPCOHAXIB, WO6 YHUKHYTU 3axapalleHHs ekpaHa.
[ns 6oTiB imeHa npmsHavatoTbca Yepesd UBotSpawnerComponent, a gns rpasuiB — yepes
AEscapeChroniclesPlayerState, skuin cMHXpoHi3yeTbca 3 gaHnmm Steam.

KomnoHeHT UNameplateWidgetComponent
UNameplateWidgetComponent € noxigHum Big UWidgetComponent i Bignosigae 3a
BigoOpaxeHHs HenmnnenTa nepcoHaxa. OCHOBHI enemMeHTu:
1. BnactuBocTi Ta iHiuianisauia:
o WidgetClass: BcraHontoeTbes sk UTextContainerWidget::StaticClass() ans
BigOOpaKeHHs1 TEKCTOBOIO BMICTY.
ManuallyRedraw: YBiMKHEHO ANs py4HOro OHOBIEHHS BifXXeTa Npu 3MiHi TEKCTY.
o TickMode Ta TickWhenOffscreen: HanawToBaHi Anst aBTOMaTU4HOro TUKY nviie
KOSM BiOXKET BUANMMNA, LLIO ONTUMI3YE NPOAYKTUBHICTb.
o LocalPlayerCameraManager: 36epirae cnabkuin BkasiBHMK Ha
APlayerCameraManager nokanbHOro rpaBusa Ang opieHTadii Bigxera.
2. MeTtopu:
o BeginPlay: IHiuianisye KOMNOHEHT:
= [lepeBipsie, un nepconHax (AEscapeChroniclesCharacter) He € nokanbHo
KepoBaHMM. AKLLO TakK, HEUMNENT NPUXOBYETLCS.
= Otpumye AEscapeChroniclesPlayerState i Buknunkae
OnOwningPlayerStateChanged, sikuwo PlayerState y>ke goctynHun.
= [ignucyeTtbes Ha generat OnPlayerStateChangedDelegate ons 06po06ku
iHiLianisauii abo 3miHm PlayerState.
= Otpumye LocalPlayerCameraManager 4yepe3s
UGameplayStatics::GetPlayerCameraManager.
o OnOwningPlayerStateChanged: OHosntoe HenmnnenTt npu 3miHi PlayerState:
= Bignucyetbea Big nenerata OnPlayerNameChanged craporo PlayerState,
AKLLO BiH OyB.
= BcraHoentoe Tekct HermnnenTa vYepe3 SetNameplateText anga HoBoro
PlayerState.

= [ignucyeTtbes Ha generat OnPlayerNameChanged HoBoro PlayerState

[Nl OHOBMNEHHS iMEH.
o SetNameplateText: OHoBntoe TekcT BigxeTta (UTextContainerWidget) HoBum im’am
i Buknukae RequestRedraw.
o TickComponent: OHoBMNOE OpieHTaLi0 HenmnenTa:

= Bukopuctosye UKismetMathLibrary::FindLookAtRotation gnst o6uncneHHs
NOBOPOTY A0 Kamepu rpaBus.

= BcTaHoentoe potauito KOMNoHeHTa, 30epiratoun nuwe yaw i roll gns
KOPEKTHOrO BigobpaKeHHs.

IHTerpauis 3 iHWMMK cuctemMamm
1. 3 AEscapeChroniclesPlayerState:



o Henmnnent otpumye iM’a Yepes PlayerState->GetPlayerName.
[nsa rpaBuiB iM'a CUHXPOHI3yeTbCA 3 Nnpodbinem Steam yepes
OnlineSubsystemSteam.
o [Henerat OnPlayerNameChanged no3sonsic OHOBMOBaTU HENMMNIENT NPU 3MiHi
iMEHi.
2. 3 UBotSpawnerComponent:
o [ns 6oTiB iMeHa npu3HayaloTbesa Yepes SelectBotName, akuin Bubnpae Bunagkose
im’a 3 UBotNamesDataAsset, yHukaroum NOBTOpPEHb, SKLLO MOXITMBO.
o IM’sa BcTaHoBNOETLCS B PlayerState->SetPlayerName nig yac iniuianisauii 6ota B
GameMode->LoadAndInitBot.
3. 3 AEscapeChroniclesCharacter:
o KoMnoHeHT po3milyeTbCcs Ha NepcoHaxi Ta oTpumye goctyn o PlayerState
yepes GetPlayerState.
o [lepesipsie IsLocallyControlled, wo6 npnxosaty HEMMMNENT AS1S FTOKANbHOIO
rpaBLs.
4. 3 Kamepolo rpaBuUA:
o Bwukopuctosye LocalPlayerCameraManager ons opieHTauii Hemmnnenta,
3abe3nevyoumn Noro BUANMICTD i3 Byab-aKOro Kyta ornsiay.

Norika po6otu cuctemun
1. IHiuianisauis:
o Y BeginPlay KOMNOHEHT NepeBipsie, YN NEePCOHaX € SIoKasilbHO KepoBaHUM. AKLLO
Tak, HeMMNMenT BUMUKAETHLCA.
o Axwo PlayerState yxxe goctynHun, Buknukaetbcst OnOwningPlayerStateChanged
ONS BCTAHOBIIEHHS iIMEHI.
o [Mignucka Ha OnPlayerStateChangedDelegate 3abe3nevye 06pobky iHiuianisauii
PlayerState.
2. OHOBREHHA iMeHi:
o [pw iHiuianizauii abo 3miHi PlayerState BuknukaeTbca
OnOwningPlayerStateChanged, sikuin BctaHoBrntoe iM’'st Yepes SetNameplateText.
o 3miHa imeHi B PlayerState (Hanpuknag, yepe3 Steam abo 36epexeHHs) BUKNMKae
aenerat OnPlayerNameChanged, oHOBROOUM TEKCT HEMMMNEnTa.
3. OpieHTauin:
o Y TickComponent HeMMNNeNnT oBYMCNIOE poTaLlito 4O KaMepu rpaBLs Yepes
FindLookAtRotation.
o Porauis 3actocoByeTbcs nuwe no ocax yaw i roll, wo6 yHUKHYTU HenpaBunbLHOro
Haxuny.
4. OnTtumizauis:
o Hewnmnnent He Tukae, skwo Hesnanmun (TickWhenOffscreen=false).
o Py4yHe nepemanboByBaHHsA (RequestRedraw) BMknMkaeTbcsa nuwie npu 3MiHi
TEKCTY.

Ocob6nuBocTi peanisauii

e OpieHTadia Ha Kamepy: HenmMnnenT 3axam NOBEPHYTUI 40 KaMepu rpaBLs, Lo
3abesnevye YiTabenbHiCTb iMEHI 3 Byab-AKOro pakypcy.

e YHUKHEHHA NOBTOpPeHb iMeH 60TiB: BukopuctanHs ClaimedBotNames y
UBotSpawnerComponent mMiHimidye aybnikaty iMeH, SKLWO € 4OCTaTHbO YHiKanbHMX
BapiaHTiB y UBotNamesDataAsset.

e ABTOMaTMuUHe iM’A rpaBus: IHTerpauia 3 OnlineSubsystemSteam 3a6e3neuye
aBTOMaTW4YHe OTPUMaHHSA iMeHi 3 npodinto Steam.

e OnTumisauia NPoAYyKTUBHOCTI:

o BigknioyeHHs HenMnnenTa Ansa noKanbHOro rpaBLUs 3MEHLLYE KiNbKICTb BiOXKeTiB
Ha eKpaHi.

o ABTOMaTU4HUIN TUK i pyYyHE NepemManboBYBaHHS 3HUXKYOTb 0B4MCntoBanbHe
HaBaHTaXEHHS.

e [HyukicTb BimxeTa: BukopuctanHsa UTextContainerWidget nossonsie nerko amiHioBaTtm
CTuUnb HermnnenTa vYepes Blueprint abo godipHi knacu.

Cuctema HemnnenTiB 3abe3neyye viTke Ta 3pyyHe BigobpakeHHs iMeH nepcoHaxis Yepes



UNameplateWidgetComponent. HenmnnenTn aBTomaTn4yHO OPIEHTYIOTLCA HA KaMepy rpaBLs,
NPUXOBYIOTBCA A1 FTOKanbHO KepoBaHMX NEPCOHaxXIB i NIATPUMYIOTbL 9K iMeHa rpasuiB i3 Steam,
Tak i BunagKkoBi imeHa 60TiB i3 UBotNamesDataAsset. IHTerpauis 3
AEscapeChroniclesPlayerState i UBotSpawnerComponent 3abesnedye guHamMmiyHe OHOBMNEHHS
iMeH, a onTMUMI3aLii, Taki K py4yHe nepemManboByBaHHS Ta YMOBHUI TUK, MiABULLYIOTb
NPOAYKTMBHICTb. CUCTEMA € THYYKOO, MOAYMBHOK Ta CNPUSAE NOKPALLEHHIO irpOBOro 40CBIAY
LUNSAXOM ferkoi igeHTudikauii nepcoHaxis y 6aratokopncTyBaLbKkoOMy cepegoBULL.



PO3[IN 18
LUTYYHWA IHTENEKT



Cuctema wryyHoro iHTenekty (L) y rpi nobygosaHa Ha ocHoBi State Tree, wo 3abesnevye
MOAYIbHE Ta rHy4ke KepyBaHHS NOBEAiIHKOI BOTIB Pi3HMX TUNIB: B'I3HIB, OXOPOHLIB i MEANKIB.
KoxxeH Tun 60Ta Mae BrnacHe AepeBo NOBeAiHKN, aganToBaHe 4O MOro porii Ta irpoBMX 3aBAaHb.
Cuctema BukopuctoBye komnoHeHT Unreal Engine, Taki sk Smart Objects, Al Perception,
NavLinkProxies, NavAreas, NavigationQueryFilters i DetourCrowdAlController, a TakoX YnCNeHHi
KacTOMHi 3aBAaHHS, OLUiHHUKM Ta ymoBu State Tree, ki nuwle 4acTKOBO NpeAcTaBneHi B
OOoKyMeHTaUii g9k npuknaawn. Llen po3gin onucye 3aranbHy apXiTekTypy, YHKLIOHAmNbHICTb,
iHTerpauito Ta Knto4oBi ocobnmeocTi cuctemu LI, nigkpecntooym, Wo BOHA 3HAYHO LUMpPLLA, HiX
npeacTaBneHi Npuknagun Koay.

3aranbHun ornsig cucTeMm

Cuctema LI 3abe3nevye norivyHy Ta peanictn4Hy noBegiHky 60TiB, siki AMHAMIYHO pearytoTb Ha
irpoBi nogii, B3aemMogitoTh i3 CEpeaoBULLEM i BUKOHYIOTb POSbOBi 3aBAaHHSA. B’a3Hi 6epyTb yyacTb
y nepeknuykax, igaTb, CNsaTb abo HamaralTbCA BTEKTU; OXOPOHL NaTpyntoTb, pearytoTb Ha
nigo3piny NoBeAiHKY Y Oipu B CTiHAX; MEOUKM NiKyITb HEMPUTOMHUX NepCcoHaxiB. OCHOBHI
NPVHLMNN CUCTEMMU:

e State Trees: KoxxeH Tun 60Ta Mae yHikanbHe OepeBo NOBeLiHKM ANs BUKOHAHHS
cneuundivyHMx 3aBgaHb. HagaHi npuknaan, Taki sik
FFindSmartObjectByClassState TreeTask abo
FGetRandomReachablePointinRadiusStateTreeTask, € nuwe 4acTnHO LLUMPOKOTO
Habopy 3aBaaHb, SKi GOPMYOTb NMOBEAIHKY.

e Smart Objects: BukopnctoByoTbCS AN YHUKHEHHS KOHAIKTIB MiXk 6oTamu,
3abe3nevyoumn 3anHATTA YHiKanbHUX Micub (TXkKa, cTonu, gyui).

e Al Perception Ta Stimuli Source: [lo3sonstoTb 60Tam BUSBNATU rpasLiB, iHWKNX BOTIB i
00’eKTW, HaNpuKnaa, Aipu B CTiHaX, K NoKa3aHo B
FAIPerceptionFunctionLibrary::IsBoxVisible.

e NavLinkProxies Ta NavAreas: 3abe3ne4yoTb KOpeKTHE nepecyBaHHA Yyepes ABepi,
BY3bKi MPOX0OAN Ta POrbOBi 30HU.

DetourCrowdAlController: 3anobirae ckynyeHHo 60TiB, ONTMMI3yt0uN HaBirauito.
KacTtomHi kKomnoHeHTu State Tree: 3aBgaHHs, OLIHHMKM Ta YMOBMU, Taki SIK
FCharacterStatusStateTreeEvaluator um
FDoesAlSeeAnyDestructedHoleStateTreeCondition, € npuknagamm 3Ha4yHO WNPLLIOT
CUCTEMM, SIKa BKINIOYAE OECATKN NO4IOHMX KOMMNOHEHTIB 4151 Pi3HMX cLeHapiiB.

Cuctema WI iHTerpyeTbca 3 iHWUMM nigcMcTemMamm rpu, Takmmm sk
AEscapeChroniclesGameMode, UAbilitySystemComponent i AEscapeChroniclesPlayerState,
ans obpobkum nogin, cTatyciB nepcoHaxis i Hagirauil. HagaHi npuknagm kogy inoCTpyoTh nuwe
YacTUHY (PYHKLIOHANBLHOCTI, TOAi SIK NOBHA CUCTEMA OXOMNSOE YNCMEHHI JOAATKOBI KOMMOHEHTH,
sIKi 3a0e3neYyoTb KOMMITEKCHY NOBEMIHKY GOTIB.

ApXiTekTypa cuctemun

1. State Tree Ta AEscapeChroniclesAlController

AEscapeChroniclesAlController, noxigHuin Big ADetourCrowdAlController, kepye noegiHko
6ortiB yepe3 UStateTreeAlComponent. OCHOBHI acnekTu:
o |Hiuiani3auin:

o Y PostlnitializeComponents koHTponep HanawrToBye StateTreeAlComponent ans
BMKOHAHHS AepeBa NoBeaiHKN.

o MerTtog InitPlayerState ctBoptoe AEscapeChroniclesPlayerState (3
nepesusHadeHmm knacom PlayerStateClassOverride) ansa 36epexeHHst faHnx
00Ta, TakMx K iM’' Ta YHiKanbHUI igeHTudikaTop.

o [Henerat OnBotlnitialized BuknunkaeTbca nicng iHidianisauii PlayerState uepes
GameMode->LoadAndInitBot.

e DetourCrowdAlController:
o OnTumisye Hagirauito B HaTOBMi, YHMKAOUM CKynyeHb OOTiB.
e State Tree:

o KoxHe gepeBo noeeniHkM aganTtoBaHo o poni 6oTa (B’A3eHb, OXOPOHELb, MEAMK).

Hanpwuknaa, FFindSmartObjectByClassState TreeTask intocTpye nowyk o6’exTiB,



ane nogibHuX 3aBgaHb 3HAYHO GinbLue Ans IHWKX OiA, TakuX SK NaTpyntoBaHHS Yn
B3aemMogisa 3 o6’ekTamu.

2. Smart Objects

Smart Objects € ocHOBO Anga opraHi3adii B3aemogii 60TiB i3 06’ekTamu Ta MicuaMK, YHUKaKOUN
KOHMiKTiB. BOHM BUKOPUCTOBYIOTLCS B BaraTboX CLEHapIsiX, TaKnX sK:
o [lepeknuuka, npunom ixi, ayw: B’a3Hi wykatoTb BinbHUN Smart Object (Micue B cTpolo,
CTin, Ayw) i BUKOHYIOTb Aito. OXOPOHLi 3ariMatoTb OOMEXEHY KinbKiCTb MO3ULiN.
e Jlixka nig 4yac TMxoi roguHu: B’a3Hi MOyTb OO CBOIX NiXKOK, BUSHAYEHMX Yepe3 Terun
Smart Object.
e HenputomHi nepcoHaxi: Smart Object o3Bonse nuwe ogHOMY MeauKy B3aEMOAIATA 3
NepCoHaxeM.
o JlikapHsaHi nixka: Meguku WykalTb BiflbHE NibKKO abo YekatoTb, SKLWO BCi 3aMHSATI.

Peanisauia (Ha npuknagi FFindSmartObjectByClassStateTreeTask i
FFindUnoccupiedActivitySpotSmartObjectByClassState Tree Task):
e [lowyk Smart Objects 3a knacom akTopa 3 metogamu First, Nearest,

NearestinAcceptableRadius.
dinbTpauis He3anHATUX 06’ekTiB, Sk nokasaHo B FilterFoundActors.
KoxxeH Smart Object mae BnacHe gepeBo noBeniHkM Ans kepyBaHHsA gidmu 6oTa. Hagai
3aBOaHHA € NpUKagaMu, a cMcTema BKOYae 3Ha4YHO Binblue NodidHMX KOMMOHEHTIB ANs
iHLIMX cLeHapiiB.

3. Al Perception Tta Stimuli Source

Cuctema cnpunHATTS 403BoOssSie 60TaM BUSBNATY rpaBUiB, iHWNX 60TIB | 00’ekTn. MNpuknagm
peanisauil:
e OuiHHuk FAIPerceptionStateTreeEvaluator:
o Biagctexye Bngnmi aktopu (SeenActors) uepes UAIPerceptionComponent i
Buknukae generat OnSeenActorsChangedDispatcher npu amiHax.
e YmoBa FArrayContainsSuspiciousCharactersStateTreeCondition:
o [lepeBipsie HasiBHICTb NepcoHaxiB i3 aTpubyTom Suspicion Buile 90.
e YmoBa FDoesAlSeeAnyDestructedHoleStateTreeCondition:
o Bwuaense gipu B cTiHax yepes3 FAIPerceptionFunctionLibrary::IsBoxVisible, akuit
obumcnoe BManmicTb KyTiB BoundingBox gipw.
e Lli KOMNOHEHTU € Nn1LIE YaCTUHOK CUCTEMMW CMIPUMHATTS, SIKa BKNIOYAE AOAATKOBI
OUIHHMKM Ta YMOBW OIS iHLUMX MOAIN, TaKUX K BUSIBIIEHHS aTakK YM iHWMX 06’EKTIB.

4. Hasirauisn

Hagirauis 60TiB BUKOPUCTOBYE CTAaHAAPTHI Ta KACTOMHi KOMMOHEHTH:
¢ NavLinkProxies: 3abe3neuvytoTb NPOXO4XKEHHS Yepes ABepi Ta BY3bKi MicLs.
e NavAreas Tta NavigationQueryFilters: O6mexyoTb 30HM NepecyBaHHs (Hanpuknag,
nikapHs onst Meaukie, Kamepu Onsi B'si3HiB).

o 3aBpaHHA FGetRandomReachablePointinRadiusStateTreeTask:
o llykae BunagkoBy JOCSKHY TOYKY B pagiyci 3 ypaxyBaHHsAM QueryFilterClass.
o Mae 3anacHi mexaHisamn (bGetRandomPointinNavigableRadiuslfFailed,

bProjectPointOnNavigationlfFailed) gna po6otu 3a mexxamun HaBirauiiHOT CiTKW.
e DetourCrowdAlController: YHukae ckynyeHb OoOTiB.

Lli koMNOHEHTM € NpMKNagamun LMPLLIOT HaBirauinHOT CUCTEMU, SKa BKITOMaE 4o0OaTKOBI hinbTpu
Ta 3aBAaHHA Ansa crneundivyHnx cueHapiis.

5. Peakuisi Ha cTaTycu nepcoHaxis
Cuctema o0bpobnse ctaTycun NnepcoHaxiB, Taki IK HEMPUTOMHICTb:

e OuiHHuk FCharacterStatusStateTreeEvaluator:
o Cnyxae nogii OnCharacterFaintedStatusChanged i Hagcunae ix go State Tree.



e 3aBpaHHA FGetNearestFaintedCharacterStateTreeTask:
o 3HaxoauTb HANBNUXKYOro HEMPUTOMHOIO NepPcoHaXa Ans ain meguvka.
e Lli KOMNOHEHTN iINMOCTPYIOTH NNLLIE YACTUHY cucTeMm ob6pobKN CTaTycCiB, sika BKITHOYAE
[0AAaTKOBI OLLIHHMKM ANS iHLWKWX NOAiMN.

6. AnHamiyHa noBeAiHKa

BoTu pearytoTb Ha irposi nogii Yepes State Tree:
e bBonoBa cucrtema: OxopoHLUi aTakytoTb 3a BUCOKOI Nigo3pu (Suspicion > 90) abo npu
BUSABIIEHHI aTaku.
Meauku: [NepeHocsaTb HENPUTOMHUX 40 MiKapHAHUX Nibkok Yeped Smart Objects.
Peakuis Ha gipun: OxopoHLUi NigHiMaloTb TPMBOrY NpU BUSIBNEHHI 4ipw.
e |dle-pexxum: BoTn o6GuMpatoTb BMNALKOBI TOUKM B LO3BOSIEHNX 30HAX Yepes
FGetRandomReachablePointinRadiusState TreeTask.

Lli noBefiHKM € YaCTUHOO LUMPLLOT CUCTEMU, AKa BKIHOYaE A0OaTKOBI cLeHapil, Hanpuknag,
peakuito Ha iHLWIi TMAW NOAIN YM B3aeMogii.

IHTerpauis 3 iHWMMK cuctemMamm
e 3 AEscapeChroniclesGameMode Ta UBotSpawnerComponent:
o CrtBOpeHHA 60TiB i Nnpu3HayeHHs TeriB poni yepe3s GameplayEffect.
e 3 UAbilitySystemComponent:
o YnpaeniHHg aTpubytamu (Suspicion) i ctaTycamu (HEMPUTOMHICTD).
e 3 HaBirauiMmHOK CUCTEMOLO:
o InTerpauisa 3 NavLinkProxies, NavAreas i NavigationQueryFilters.
e 3 Al Perception:
o Bukopuctanusa UAIPerceptionComponent i
UAIPerceptionStimuliSourceComponent ansa cnpumHATTS.

Ocob6nuBocTi peanisauii

e MacuwrabHicTb: CcTema BKNOYAE OECATKM KACTOMHUX 3aBAaHb, OLIHHUKIB | ymoB State
Tree, 3 AKMX HaJaHi NpUKNaan € NuLLIE YacTUHOLO.
MoaynbHicTb: State Tree go3Bonsie nerko gogasaTn HOBI NOBEAHKU.
Smart Objects: YHukaoTb KOHMIKTIB i 3a0e3nevyoTb NOriYHy B3aEMOogito.
FHy4ke cnpunHATTA: KacToMHi pilleHHs, gk IsBoxVisible, gonatoTe obmexeHHA
ctangaptHoro Al Perception.

¢ OnTtumizoBana HaBirauis: DetourCrowdAlController i NavigationQueryFilters
3abe3nevyoTb NnaBHUNA pyX.

e Pob6ora 3i ctatycamu: OuiHHMKKM Ta 3aBAaHHSA, 9k FCharacterStatusState TreeEvaluator,
[O03BOSIAIOTb pearyBaTt Ha gMHaMivHi noail.

Cuctema LUTYYHOrO iHTENEKTY € KOMMSIEKCHO Ta MoaynbHOK, NobyaoBaHa Ha ocHoBi State Tree
i3 BukopuctaHHsam Smart Objects, Al Perception, NavLinkProxies, NavAreas Ta
DetourCrowdAlController. HagaHni npuknagu, Taki sk FFindSmartObjectByClassStateTreeTask um
FAIPerceptionFunctionLibrary::IsBoxVisible, intocTpytoTb nvile 4acTUHY LUMPOKOT CUCTEMU, FKa
BKIOYAE YMCNEHHI 3aBAaHHSs, OLiHHUKM Ta YMOBW AN pi3HMX cueHapii. Cnuctema 3abesnedvye
NoriyHy noBeAdiHKy 0OTiB, YHMKae KOHMNIKTIB Yepe3 Smart Objects, onTMmisye HaBirauito Ta
pearye Ha AnHaMiYHi NoAii, CTBOPIOKYN 3aHYPHOBanbHUI irpoBuiA AOCBIA.



PO3411 19
PESYIIbTATU BUNPOBYBAHb



Pesynstatom po3pobkn npoekTy Escape Chronicles € NOBHOLHHA TpMBMMIpHaA KoornepaTuBHa
rpa, ctBopeHa Ha 6asi pywis Unreal Engine 5, gka ycnilwHo peanidye cuMynsiLito BTevi 3
BipTyanbHOI B’A3HUL 3 efleMeHTaMmn 6araTokopucTyBaLbKOi B3aeMOgIl, LUTYYHOrO iHTENEKTY,
OVHaMIYHMX iIrpOBMX NOAIN | KOMMNIIEKCHOIO YNpaBniHHSA irPOBUM NPOLECOM. YCi cucTemMu rpu,
onucaHi B nonepegHix posainax, 6ynun petenbHO NpoTecToBaHi Ans 3abe3neyeHHs iXHbOI
cTabinbHOCTI, Bi4NOBIAHOCTI TEXHIYHOMY 3aBAaHHt0 (T3) i 3maTHOCTI CTBOPOBATY 3aHyptoBaribHUI
irpoBuin foceia. TecTyBaHHA npoBogunocs B peaakTopi Unreal Engine, y pexxumi Play-In-Editor
(PIE), a Takox y ckomMninboBaHin Bepcii rpy Ha nnatdgopmi Windows i3 nigkniovyeHHam go Steam
ONSA nepeBipkM MepexeBux pyHKuin. Pesynstati BunpobyBaHb NigTBEPAUNN Npaue3aaTHiCTb YCixX
KITHOMOBUX KOMIMOHEHTIB i IXHIO iHTErpauito B €guUHY CUCTEMY.

MNMpouec TecTyBaHHA

TecTyBaHHA OXOMNMOBano BCi OCHOBHI MigCUCTEMW rPU, BKAKOYAKOYM irPOBUN NPOLIEC, LUTYYHUI
iHTENeKT, MepexeBy B3aeMOLit0, 36epexeHHs aaHunx, iHTepdenc KopucTyBaya, ayaiocynpoBis i
ynpasniHHg nogismu. OCHOBHI METOAM TECTYBAHHSA BKMOYAnNu:

e OdyHKUiOHaNbHe TecTyBaHHA: [lepeBipka BianoBigHOCTI KOXHOT CUCTEMW BUMOram,
3a3HaveHM y T3, LWISAXOM BUKOHAHHS cLeHapiiB, WO OXOMMTE OCHOBHI MEXaHIKN rpu.

e |HTerpauiniHe TecTyBaHHS: [lepeBipka KOPEKTHOT B3aeMogii MixX nigcucremamu,
Hanpuknag, MiXk CACTEMOIO LUTYYHOrO iHTenekTy Ta Gameplay Ability System.

e MepexeBe TecTyBaHHA: [lepeBipka CTabiNbHOCTI 6araToKOPMUCTYBALIbKOIO PeXUMy Yepes
Steam P2P i3 nigknto4eHHaM 0o 4 rpaBuiB, BKNOYaO4M CTBOPEHHS CECil, NPUEQHAHHS,
nepexig Mix piBHAMKN Ta 06pOOKY BiAKNIOYEHD.

e TecTyBaHHA 30epexeHHs: [lepeBipka KOPEKTHOCTi aBTOMaTUYHOIO 30epexeHHs Ta
3aBaHTaXXEHHs irPOBOro CTaHy, BKIIOYako4mM iHBEHTap, No3uLii NnepcoHaxiB i cTaH 00’exTiB.

e [MpoaykTuBHicTb: OUiHKa ONTUMI3aLii rpu B Pi3HMX CLUEHAapIsX, 30Kpema npu BeruKin
KinbKkocTi 60TiB i ANHaMiYHUX 0O’ EKTIB.

e TectyBaHHA Ul: [NepeBipka yHKLiIOHAaNbHOCTi FONOBHOMO MEHIO, MEHIO HANALUTYBaAHb i
ronoBHOro iHTepdency rpasug.

[lna BuaBneHHs noMunok BukopuctoByBanucs makpock Unreal Engine (check, checkf, ensure,
ensureAlways), aki [o3BoNsANn pikcyBaTn KpUTUYHI Npobrnemu nig Yac BUKOHAHHA B PEXUMI
po3pobHuKa. [logaTkoBO NPOBOANNOCS pyYHE TECTYBAHHA A8 NEepeBipKu irpoOBOro A40CBiAy,
30KpeMa foriYHOCTI NoBeaiHKK 6OTiB, 3pyYHOCTI iHTepdelncy Ta BignoBigHOCTI aygiocynpoBogy
irpoBUM NoAiaAMm.

Pe3ynbTraTti TeCTyBaHHSA KIKOYOBUX CUCTEM
1. 3aranbHa apxiTektypa Ta irpoBun npouec (Po3ain 1):

o YcniwHo peanizoBaHO MOAYINbHY apXiTekTypy 3 BukopuctaHHsam Gameplay
Framework, Subsystems, State Trees i Smart Objects. TecTyBaHHs nigTBEpPANIIO
cTabinbHICTb | MacwTaboBaHICTb CUCTEMMU, a TAKOX KOPEKTHY poBOTy pennikauii B
GaraToKOpUCTYBaLbKOMY PEXUMI.

o AcKHHXpOHHE 3aBaHTaXXeHHSA pecypciB Yepe3 StreamableManager 3abesneunno
Bi,CYTHICTb 3aTPUMOK Nifd Yac rpw.

2. Gameplay Ability System Ta iHnyT (Po3gin 2):

o Cwucrema 3gibHocTen Ha 6a3i GAS npogeMoHCTpyBara rHyyKiCTb Y MPU3HAYEHHI
3pnibHoCcTeN i edhpekTiB Pi3HNUM POrsiM NepcoHaxiB. TecTyBaHHA NioTBEPAUIIO
KOPEKTHY npuB’a3ky iHnyTiB yepe3 UlnputConfig i ctabinbHy poboTy KNiEHTChKNX
nepenbayeHn.

o LUeHTpanisoBaHa koHirypauis Yepes UAbilitySystemSet cnpoctnna gogasaHHs
HOBUX 3aiOHOCTEN.

3. XapakTepucTUKM nepcoHaxiB i poni (Po3gin 3):

o Atpubytu (Health, Energy, Suspicion) KOpekTHO pennikyloTbCs Ta 0BMEXYTbCS
yepes ClampAttribute. TecTtyBaHHA Nnokaszano npaBunbHy poboTy TeriB ponen
(Role.Prisoner, Role.Guard, Role.Medic) ans dinetpadii nosegiHku.

4. Gameplay Ability Components (Po3gin 4):

o MogaynbHi komnoHeHTU 3gidHocTen (UGameplayAbilityComponent) ycniwHo
3MeHLWwnnm ayonioBaHHA Kogy Ta CNpOCTUNM TeCTyBaHHA. Hanpuknag,
URequireEnergyGameplayAbilityComponent kopekTHO 06pobnsae nepesipky



eHeprii.
5. MepecyBaHHA nepcoHaxa (Po3ain 5):

o Cuctema nepecyBaHHs1 Ha 6asi nnariHa Mover 3abe3ne4ymna nnaBHe NepeMUKaHHS
mix pexumamun (Walking, Jogging, Running, Crouching). TectyBaHHs nigTBEpAUIIO
CUHXpOHi3aLito 3 GAS yepes Teru cTaHy.

6. Cucrtema 30epexeHb Ta ineHTUdikauia rpaBuiB (Po3ain 6):

o ABTOMaTM4YHe 36epeXXeHHs KOXHIi Kiflbka CEKyHA | Mpy BMXOAi 3 cecil npautoBano
6e3 nomunok. TecTyBaHHA NiATBEPANITIO KOPEKTHE BIQHOBIEHHA CTaHy rpu,
BKItOYaouM iHBEHTap, no3uuii 60TiB i cTaH 06 exTiB.

o YHikaneHi igeHTudikatopn (FUniquePlayerID) 3abesnedyBanu To4Hy
ineHTudikauito rpaeuiB i 60TIB.

7. Cucrtema BnacHukiB akTopiB (Po3gin 7):

o [pue’saska ob’ekTiB (Nixkka, TymOu1) 0o rpasuis i 60TiB Yepes
UPlayerOwnershipComponent npautoBana ctabinbHo. TecTyBaHHS nokasano
KOpeKTHe 30epexeHHs1 BMacHOCTI MiX cecisamum.

8. IuBeHTap Ta npeametu (Po3gin 8):

o Cwucrema iHBeHTaps nigTpumMyBana KkpadT, BAKOPUCTAHHS NPeaMETiB,
knacudikauito (Hanpuknag, koHTpabaHga) i B3aemogito 3 06’ektamum
(MeTanogeTtekTopu, nanbku). TecTyBaHHA NiaTBEPANNO BTpaTy KOHTpabaHam npm
HENPUTOMHOCTI Ta KOpeKTHe 36epeXeHHHA NPeaMETIB Ha PiBHI.

9. MowkopxeHHA 06’ekTiB (Po3gin 9):

o Cuctema nowkogxeHHs yepe3 UDestructibleComponent 3a6esnevyBana
CTBOPEHHS OTBOPIB Y CTiHaX i3 CMHXPOHI3aLieto B Mepexi Ta 30epexXeHHsIM.
TecTyBaHHsI NOKa3ano KOPEKTHE BUSIBNEHHS OipOK OXOpoHUAMM Yepes Al
Perception.

10. Cuctema nogin Ta posknagy (Posginn 10-11):

o [Mogii ("Mepeknunyka", "Tuxa roguHa", "Mpuiiom ixi", "Tpusora") KOPEKTHO
BMNMBanu Ha nosefiHky 60TiB i cTaH rpu. TecTyBaHHS NiATBEPANIIO CUHXPOHI3aLito
yacy Ta nogin y Mynstunmeepi.

11. bonoBa cucrema ta 3gopon’a (Poagin 12):

o bonosi mexaHiku (ataka, 6rnok) i cuctema 300poB’a npauoBanu ctabinbHo, i3

KOPEKTHOIO peakuieto MeguKiB Ha HENPUTOMHUX MEPCOHAXIB.
12. My3unyHumn cynposig noain (Po3gin 13):

o Aygiocuctema 3abesnedvyBana nnasHi nepexoam Mk KOMNO3uLISMN 3anexHO Big

noAin. ACUHXPOHHE 3aBaHTaXXeHHA ayaiopecypciB He BUKMKAO 3aTPUMOK.
13. KnieHT-cepBepHe niakntoveHHsa (Po3ain 14):

o MepexeBun pexnm yepes Steam P2P nigTpumyBsaB 8o 4 rpaBuiB 6e3 3Ha4HMX
3aTpUMOK. TecTyBaHHs nokasarno ctabifnlbHe CTBOPEHHS CecCil, NpUegHaHHS
KnieHTiB i 0BpO6KyY BiAKIHOYEHb.

14. KopuctyBaubkum iHtepdenc (Po3gin 15):

o [onoBHe MeHI0, MEHIO HanalTyBaHb i rOSIOBHUN iHTEpPdENC rpasus
dYHKLiIOHYBann KOPeKTHO. TeCTyBaHHS MiagTBEPANNO 3PYYHICTb HanaLwTyBaHHSA
3BYKY Ta rpadoikui, a TakoX AMHaMiuHe OHOBIIEHHS BIMXKETIB (4ac, nogii, aTpudyTn).

15. CtBOpeHHA 60TiB (Po3ain 16):

o Cwuctema cnaeHy 60TiB Yepe3 UBotSpawnerComponent 3abesnevyBana KopekTHe
PO3MILLIEHHS B’SI3HIB, OXOPOHL,B i MEOUWKIB HA OCHOBI TeriB. YHiKarnbHi iveHa 60TiB
3bepiranncsa Mix cecismn.

16. HenmnnenTn (Po3ain 17):

o HenmnnenTn Bigobpaxanu imeHa rpasuis (i3 Steam) i 60TiB, OpieHTYHOUMCb Ha
kamepy. TecTyBaHHS Noka3ano onTUMi3oBaHy NPOAYKTUBHICTb 3aBASIKM YMOBHOMY
TUKY.

17. lWUTy4Hun iHTenekT (Po3sgin 18):

o Cwuctema WI Ha 6asi State Trees 3abe3nedysana noriyHy noseaiHKy 60TiB
(naTpyntoBaHHs, peakuia Ha gipy, nikyBaHHA). TecTyBaHHS NigTBEPAMNO
YHUKHEHHS1 KOHANIiKTIB Yepe3 Smart Objects i onTumizoBaHy HaBirauito yepes
DetourCrowdAlController.

3aranbHi BACHOBKM



Pesynsratn BunpofyBaHb nigTBepaunu, wo rpa Escape Chronicles Bignosigae BCiM BUMOram,
3a3HavYeHVM Yy TEXHIYHOMY 3aBAaHHi. YCi nigacuctemMu, Bif irpoBoOro npowecy 4o MepexeBoi
B3aEMOZIii Ta LUTYYHOrO iHTENEKTY, NPOAEMOHCTPYBanu ctabinbHy poboTy Ta BUCOKY SIKICTb
peanisauii. MogynbHa apxiTekTypa, BUKOPUCTaHHS cydacHux iHcTpymeHTiB Unreal Engine 5
(Gameplay Ability System, State Trees, Mover, Smart Objects) i peTenbHa onTumisadis
(acMHXpOHHE 3aBaHTaXeHHS, pensikauiq, kelyBaHHA) 3abe3neynnun BUCOKY NPOAYKTUBHICTD i
MacLUTabOBaHICTb NPOEKTY.

pa cTBOpIOE 3aHypIoBanbHUN iIrpOBUIA AOCBIA 3aBAAKN AUHAMIYHMM NOAIAM, NOriYHIN noBeaiHL;
0o0TiB, 3py4HOMY iHTepdency Ta aTMocepHOMY ayaiocynpoBofay. baratokopucTyBaLbKnin pexnm
yepe3 Steam P2P fossongde rpaBusm nerko B3aeMogisTi, a cuctema 3bepexeHb 3abesnevye
Ge3nepepBHICTb iIrpOBOro nporpecy. YcniwHe TeCTyBaHHA BCiIX KOMMOHEHTIB NiATBEPOXKYE
FOTOBHICTb NPOEKTY 00 BUKOPUCTAHHSA Ta MOTEHUian Ans noganbLlioro po3BuTKy, Hanpuknag,
JofaBaHHs HOBUX PIBHIB, poren Yn MexaHik.

,D,J'Iﬂ O3HaMOMJIEHHS 3 BUXiAHUM KOAOM i MOBHOKO D,OKyMeHTaLI,iSIO NPOEKTY MOXHa 3BEPHYTUCA OO0

penoauTopito: hitps:/github.com/Driver2579/Escape-Chronicles.


https://github.com/Driver2579/Escape-Chronicles

BUCHOBKU



BucHoBKU

Ha ocHoBI TexHiYHOro 3aBgaHHsA Byno po3pobneHo npoekT Escape Chronicles —
TPUBUMIPHY KOOMNepaTUBHY rpy, AKa MOBHICTIO Bignosigae yciM 3a3HavyeHuM BuMoram. Y
npoueci CTBOPEHHSI NPOEKTY Byro NpoBeAeHO AeTanbHUIA aHani3 NnpegMeTHOI rany3i irpoBmx
CUMYNSAUIN, JOCNIAKEHO CyYacHi TeHAEHLT B po3pobLi 6aratokopmucTyBaLbKuX irop i
CKInageHo nnaH peanisadii cuctemu. PesynstatomM ctana iHTepakTuBHa rpa, Wwo 3abesneuvye
3aHyproBanbHUIM iIrpOBUIA AOCBIL 3aBOSKN NOELHAHHIO ANHAMIMHUX MEXaHIK, STOriYHOT
NOBeiHKM LUTYYHOTrO iHTENEKTY, 3py4HOro iHTepdency Ta atMocepHoro ayaiocynpososy.

Cuctema byna cnpoekToBaHa 3 ypaxyBaHHAM Cy4aCHUX NPUHLUNIB PO3POBKN MpOorpamMHoro
3abesneyeHHs, Wo 3abe3neunno ii MoaysbHICTb, MaclTaboBaHICTL i 3pYYHICTb MiATPUMKMN.
[na peanisauii BukopucTaHo irposuii pywi Unreal Engine 5 i3 3acTocyBaHHAM Takux
KnovoBux TexHonorin, sk Gameplay Ability System, State Trees, Smart Objects, Mover, a
TaKOX iHTerpauia 3 mepexxeBoto nnartdopmoto Steam gnst 6araTokOpMUCTYBaLbKOrO PEXMMY.
ApXiTekTypa rpu Cknagaetbes 3 KiflbkOX B3aEMOMNOB’A3aHNX KOMMNOHEHTIB:

e IrpoBui npouec: PeanizoBaHo cuMynsiLito BTedYi 3 B'13HMUI 3 NigTPMMKOLO
KoornepaTMBHOI B3aeMO/Iii, CACTEMOIO NOAil, iHBEHTapeM, MNOLUKOAXKEHHSAM 00 eKTiB i
OoMoBNUMN MEXaHiKaMu.

e LUTy4yHun inTenekT: 3abesneyeHo noriyHy noBediHKy 60TiB (B's13HIB, OXOPOHLUiB,
MeaukiB) yepes State Trees i Smart Objects, wo go3Bonsie yHMKaTn KOHMMIKTIB |
CTBOpPIOBATU peaniCTUyHe irpoBe cepefoBuLLE.

e MepexeBa B3aemopgif: IHTerpoBaHo cTabifibHMN GaraTOKOPUCTYBALLKNIA PEXUM
yepes Steam P2P i3 nigTpumkoto o 4 rpasuiB.

o KopuctyBaubkum iHTepdenc i aygiocynpoBia: Po3pobneHo iHTYITUBHO 3p0o3yMmini
Bi)KETM ANS roNIOBHOMO MEHIO, HanawTyBaHb i BigobpaxeHHs irpoBoi iHdhopmallii, a
TaKoX AMHAMIYHMA MY3UYHUIA CyNpoBIg, WO pearye Ha irpoBi nogail.

e Cuctema 36epexeHb: 3abe3neveHo HaginHe 36epeXxXeHHst irpoOBOro CTaHy,
BKIMIOYAOUM iHBEHTAp, NO3ULLiT NepCOHaXxiB i CTaH 06’eKTiB.

Ipa Gyna ycniwHo npoTecTtoBaHa B peaaktopi Unreal Engine, y pexumi Play-In-Editor, a
TaKoX y CKoMMinboBaHin Bepcii Ha nnatdopmi Windows i3 nigkntoyeHHsam go Steam.
PesynbTaTi TeCcTyBaHHA NigTBEpAUNIM NpauesaaTHICTb YCiX CUCTEM, IXHIO iHTerpadito Ta
BignoBigHicTe Bumoram T3. Cuctema npogemMoHcTpyBarna cTabinbHICTb Yy
GaraToKOpUCTYBaLbKOMY PEXMMI, BACOKY NMPOAYKTUBHICTb 3aBASIKM aCUHXPOHHOMY
3aBaHTaXXEHHI0 PECYPCIB | ONTUMI30BaHi HaBirauii 60TiB, a TaKoX 3py4HICTb OIS
KOpUCTYBauiB 3aBAsIKW iHTYITUBHOMY iHTepdelicy.

Po3pobneHuit NpoekT Mae 3Ha4YHMI NOTEHLUian A4ns noganbLioro po3BUTKY, 30KpeMa
AoJaBaHHsS HOBUX PIBHIB, TUMIB NEPCOHaxiB, MexaHik abo iHTerpauii 3 iHwWuMmn
nnatgopmamu. YcniwHa peanisadia Escape Chronicles nigTBepaXye MOXMNUBICTb
CTBOPEHHS CKIagHMX irpoOBUX CUCTEM, sIKi BiAMOBIgaOTb CydacHMM CTaHgapTam iHaycTpil
Bigeoirop i 3abe3nevytoTb SKICHUI irpoOBUIA JOCBIA A5 KOPUCTYBauiB.



MEPENIK BUKOPUCTAHUX IXKEPE

Source code Unreal Engine 5
https://dev.epicgames.com/

https://forums.unrealengine.com/
Lyra Starter Game

https://www.r it.com

https://chatgpt.com/
https://grok.com/
GitHub Copilot

https://www. t .com


https://dev.epicgames.com/
https://forums.unrealengine.com/
https://www.reddit.com/
https://chatgpt.com/
https://grok.com/
https://www.youtube.com/
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