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IHopiBHAIbHUN aHAJII3 CYyYACHUX IPAJILHUX PYUIiiB

BiHHMIIEKMI HAIlIOHATBHUI TEXHIYHUH YHIBEPCUTET

AHoTauis

B naniit po6oTi MpOBOAUTHCS MOPIBHSUIBHUIA aHATI3 CYydacHHX TpalbHUX pyIiiB, Takux sk Unity, UnrealEngine ta
CryEngine. PosrisgaroTbcs GyHKIIOHATBHI MOXKJIMBOCTI Ta XapaKTEPUCTHKY, SIKi BIACTHBI JaHUM pymrisM. Ha ocHOBI
HaBeJieHol iH(opMarii 3po01eHO BUCHOBKH 11010 IMTOTY>KHOCTI TPajIbHUX PYILIIiB Ta raiy3ei iX BAKOPUCTAHHSI.
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Abstract

This article presents a comparative analysis of modern game engines like Unity, UnrealEngine and CryEngine.
Functional possibilities and characteristics of game engines are considered. The conclusions about game engine’s power
and sphere of their applying were made based on the revised information.
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Beryn

[Ipu po3polI1i cydacHMX KOMIT IOTEPHUX irop HaOLIbII MPOIYKTHBHOIO € TEXHOJIOTIS TpajlbHUX PYIIIIB,
sKa TIOKJIMKAaHa CIIPOCTUTH TPOIEC PO3POOKM 3a paxyHOK yHi(ikamii Ta cucTemarusamii BHYTPIITHBOL
CTPYKTypH Tpu. ['panbHWil pymid € KOMIUIEKCOM MpPOTPaMHUX KOMIIOHEHTIB, $IKi BiAMOBiNAIOTH 3a
peamizamiro OCHOBHHX (DYHKIIOHANBHAX MOXKIMBOCTEH TpHW: Bisyamizalmiro irpoBoi crenn (pymriit
PEHAEPHUHTY), CUMYISMiII0 (i3WIHUX 3aKOHIB peajbHOr0 CBITy y BipTyalbHOMY ((i3WdHMIA pyIIiif),
BIITBOPEHHS 3BYKY (3BYKOBH pYIIii), CTBOPEHHS 1If0311 1HTEJIEKTY B TOBEAIHII irPOBHUX IEPCOHAXKIB
(irpoBUii IWITYYHUH 1HTETNEKT), aHiMalito. HeBi’eMHUMHU CKIIaIOBUMHU I'PAIBHUX PYIIIiB € CHCTEMa CKPUIIIB,
MEpEIKEBHI KOJI, 3aCO0M KepyBaHHS I1aM’SITTI0, 6araTomoToKoBICTh Ta rpad cienu [1, 2].

Pe3yabTaTu gocaimKeHHA

[opiBHsbHMIA aHaNi3 OyB MPOBENCHUN cepel] TaKuX MOMYJAPHHUX IpanbHuX pymiiB sk Unity, Unreal
Engine ta CryEngine.

Unity — tie rpanbHuil pyuiii, sskuii po3pooinsieTbes i miaTpumyethesi kommnaniero UnityTechnologies [3].
Hanwii pyuiiii € incTpyMeHTOM it po3podku 2D- ta 3D-irop. CtBopeHi 3a monomoror Unity 3acToCyBaHHS
npauoroTe mig cucreMamu Windows, OSX, Android, Apple iOS, Linux, a Takox Ha rpalbHHX KOHCOJISIX
Wii, PlayStation 3 i XBox 360. [Torouna crabinsHa Bepcis: 5.2.1f1.

Bucoka skicte rTpadiuHOi CKIagoOBOi irop JlocsATaeThbcs 3a  JOMOMOIOI0 BUKOpUCTaHHS Real-
TimeGloballllumination Ha ocnoBi Enlighten, ¢isuuHO nNpaBMWIBHOrO MMIEHIUHTY, a TaKOX MOIYJIBHOT
CHCTEMH YaCTHHOK, sIka 0a3y€eThCsl HA KPUBHX Ta IPaJliEHTAX.

Unity migTpUMy€e CKPHIITH, SIKi HAIKCaHi 3a JJOIIOMOr oo MOB TiporpamyBanHst C# ta JavaScript.

OnrtuMizarisi IpoekTiB, po3podiieHHX 3a JonoMoror Unity, JOCATAETHCS 3a paxyHOK IHOKPAIIEHOTO
npodimoBanHs mam’sti, ¢pyHkuii OcclusionCulling Ha ocHoBi Umbra, 0araTtornorokoBoi cucTeMHu 3aBIaHb,
CKOPOYCHHS «BY3bKHX MiCIIb» Tpadiki, KOHTPOIIO 33 3aBaHTAKEHHSIM PECYPCiB.

I'paneamii pymiii Unity nommproetsess y IByx Bepcisix: PersonalEdition ta ProfessionalEdition.
PersonalEdition € 6e3komToBHO0. ProfessionalEdition — e matHa Bepcis, sika komrye 1500$. JTomxatkosi
MOXJTBOCTI TpodeciitHoi Bepcil BkirouaroTs render-to-texture, IK-purinr ta ie.

UnrealEngine — e rpanbHuil pyiriid, skuii po3po0IIseThest 1 MATpUMY€EThCsS KoMmnaniero EpicGames [4].
UnrealEngine sBnse coOoro BuyepnHMH HaOlp I1HCTPYMEHTIB sl po3poOku irop. Pymiiit mosBossie
CTBOPIOBATH irpH AJisl OiMbIIOCTI omepauiiHux cucteM i mnardopm: MicrosoftWindows, Linux, MacOS i
MacOSX, konconeit Xbox, Xbox 360, PlayStation 2, PlayStationPortable, PlayStation 3, Wii, Dreamcast i
NintendoGameCube. [ToTouna crabinsHa Bepcis: 4.7.

UnrealEngine minTpumye posmmpeni MoxiuBocti Bigyamizamii DirectX11 Tta 12, Hampukiap,
noBHoekpanHi HDR BigOUTTs, BUCOKOsIKICHE po3MHTTS y pyci (motion blur) ta rmubuny piskocti (depth of



field), dismuHO KOpeKkTHI 3aTiHeHHs MaTepianiB, auHamiude riobanbhe ocsiTiaeHHs (Globallllumination),
IES npodii ocBiTieHHs Ta 6araTo iHILIOTO.

B UnrealEngine, na Bigminy Bix Unity, € CBiif MOTYXHUH 1HCTPYMEHT AJsl AM3aliHy irpOBHX pIBHIB
Oe3nocepeHbO B CAMOMY PYILii.

Janwii rpanbHAN pymIifl mMATpUMye CKPUNTH, SIKi HamucaHi 3a gomomoroto mou C++. @yskmis C++
CodeView no3Boirsie 30eperTH Yac MpY HAIMMCAaHHI Ta BiAJIaroKEHHI CKPHUIITIB (03BOsIsIE Tiepersimatn C++
GyHKILIT y BIACTUBOCTSAX IrpOBOTO MepcoHaKy abo 00’ekTy Ta iX mopansine penaryBanns y IDE Microsoft
Visual Studio). CTBoproBaTH CKpHIITH MOKHA TaKox 3a moromororo BlueprintVisualScripting, mo mo3sosse
IIBU/IKO CTBOPUTH MPOTHII i TOOYTyBaTH KOHTEHT O€3 HANMCAHHS KOXy. 3HAYHO CIPOIIYE BiAIaroKeHHs
CKPHITIB MOXKITUBICTh IHTEPAKTUBHOTO BOYJOBAHOTO BiJIIAr0KCHHS.

Unreal Engine e 6e3KoIITOBHUM TpajbHUM pylieM. OnHaK pO3pOOHUKH irop MOBHHHI 3/1iHCHIOBATH
BiipaxyBaHHs BiJl JOX0y I'p KoMmIanii Epic Games, 3a yMOBH, 1110 J0XiJ rpy CTaHOBHUTH Oinbire Hix 3000$
3a KBapTal.

CryEngine — ue rpanbHuil pymriid, skuit po3pooisieTbes i miaTpumyeThest komnaniero Cryteck [3, 5]. Bin
Opi€HTOBaHUI Ha CTBOPEHHS KPOCC-IUIaThOPMEHHHUX irop, siki nmpusHadeni mist 11K Ta korcomeii(Xbox 360,
XboxOne, PlayStation 3-4, WiiU). Tliarpumka MOOUTbHUX TIATHOPM BiJICYTHS.

I'padiuni moxnuBocti CryEngine m03BOJNSIOTH CTBOPUTH NMPOEKTH 3 BUCOKMM piBHeM rpadiku. Jani
MOJKIIMBOCTI BKITIOUAIOTh B ce0e AMHaMIYHE OCBITJICHHS, 3aTIHEHHA B pealbHOMY 4aci, 3aTyMaHeHHs, Terrain
2.5D, xapTu HOpMasIel Ta MapajiaKkC-MaIllliHT, MiJIOBEPXHEBE PO3CiIOBaHHS, KEPyBaHHS PiBHEM JeTallizarii
Ta iHIIe.

®iznunmii kommoHeHT pymris CryPhysics Takox npaioe HezanexHo Bin ¢piznunnx APL Takux sk PhysX.
BOynoBana cuctema aHiMarlii MpomoHye KijbKa MiJCHCTEM: iHIUBiAyami3allii nepcoHaxiB, mapaMeTpUIHOI
CKEJICTHOI aHiMallii, mporeaypHoro aedopMyBaHHs pyxy. Takok 3aciyroBye Ha OKpeMy yBary BOyJOBaHa
chucTeMa IITYYHOTO IHTENEKTY, sfKa JMJ03BOJisie OOpOOJSITH TMOBENiHKY HE TUIBKH TIePCOHaXIB, ane i
TpaHCTIOPTHUX 3aco0iB. BoHa cCKiIamaeTbes 3 TPHOX MOAYIIB: PO3yMHI 00'€KTH, aJTOPUTMH IJHHAMIYHOTO
BUSIBJICHHS IIUISIXY, @ TAKOXK CHCTEMa, KepoBaHa CleHapisiMu. HammcaHHs CKPHUITIB MOKIIMBE 3a JJOIIOMOT 010
TaKMX MOB ITporpamyBanHs, sik C++ ta Lua.

Hoctynna 6e3kommrosna ginensis CryEngine ans HekoMepuiiHOTO BUKOPHCTaHHSI.

BucHoBku
VYci Tpu pO3MIISIHYTHX TPaBHUX PYIIis SIBISIOTH COOO0 Iy’Ke MOTYKHI IHCTPYMEHTH JUIsl PO3POOKH irop i
BHOIp 3aJICKUTH JUIIIE BiJl TIOCTABICHUX IIJIEH Ta THITy MPOEKTY, IO po3podiseTses. [IpuitHsaTo BBaXKaTH,
mo Unity migxomuts g po3poOku MoOinbHux 2D- ta 3D-irop, UnrealEngine — mnst FPS-mytepis,
CryEngine — st po3po0OKw irop J1st KOHCOJIEH.
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