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Anomauisn

B pobomi nasedeno nepenix ¢pynxyionanbHux modicaugocmeil, ki yOOCKOHAIAMb i2posull npoyec 01 asmopcvkoi 2D
TopDown epu 3 suxopucmannsm izposozo pywis Unreal Engine 5.

Kuarouosi ciioBa: ini rpa, 3arumaa rpa, Unreal Engine 5, pozpo6ka rpu, mikcensHa rpagika, TopDown rpa, irposa
MexaHika, irpoBuil mu3aitaep.

Abstract

The paper provides a list of features that will improve the gameplay for the author's 2D TopDown game using the
Unreal Engine 5 game engine.

Keywords: indie game, cozy game, Unreal Engine 5, game development, pixel graphics, TopDown game, game
mechanics, game designer.

Beryn

Ha croroaHi icHye unmaro irop y pi3HHX jKaHpax Ta CTHIISIX. Xoua JIOBTUH Yac irpu BBaXKaJIMCh MapHOIO
TPaToIO Yacy i 0 irpoBoi iHAYCTpii B MIJIOMY BiTHOCHJIMCH HETATHBHO, 3apa3 IIe OJHA 3 MPOBIIHUX Taly3en
sIKa CTUMYJIIO€ PO3BUTOK KOMIT IOTEPHHUX TEXHOJOTI. Irpy — Lie moeqHaHHS IEKIbKOX Traixy3eil Ta HaBUYOK
omgHowyacHo. ['padiunmii  gu3aifH, TporpaMyBaHHS, IICUXOJIOTisl, 1HJKEHepis, MHCHMEHHUITBO,
KiHemaTorpadiuHuil aW3aiiH, My3WKa, MEHEKMEHT, MapKeTHHT, Marematuka Tomo [1]. Ile Benumka
IHTepaKTHBHA CHCTEMA, SIKa IOEAHY€E OaraTo pi3HUX (akTopiB, 00O CTBOPUTH HE3aOYTHIHN JOCBIT IS TPaBIIA.

SKuio moarHA X0ue BIAMOYUTH Bijl CKIAIHOTO POOOUOTO JHSI, TO i/ieabHO MPUHHATHAN JKaHpP 3aTHUIITHUX
irop. [loegHaHHs LBOrO >KaHPY 3 MIKCENBHOIO Tpadikoro 1 mepcrekTHBo TopDown momoMoske nepenaTH
CHOKIHHY aTtMoctepy, BU3BATH HOCTAIBIII0 A0 cTapux irop. OCHOBHOIO PHUCOIO TaKHX irop € Te, mo 0a3oBi
noTpeOu TpaBI Taki SK TOJOJ, KOM(POPTHA TeMIleparypa, BTOMa, BUTPHBAJIICTh, 3/I0pOB’s, Oe3neka —
3aJ]0BOJICHI. Y TpaBIisl HEMa€e HaraJbHUX MOTPeO 3 BUCOKUM MPIOPUTETOM ITOB’SI3aHUX 3 TOTPeOaMH OpraHi3My
HIDKYOr0 mopsiaky [2]. HaromicTs, y ¢hokyci Ginbliie BidyajabHa €CTETHYHA HACOJIO/IA, TOEAHAHHS 3 TIPHPOIO0
1 TBapuHAMHU, K y (pepMepchKuX irpax, abo (oKyCcyBaHHs Ha CIOKETI Ta iCTOpii i MPOCTO TUIMCTH 1O Tedil,
Kyau Bene Tebe rpa. binmbiicTh 3aTHITHUX irop MaloTh TaKi O3HAKU:

- HABMHUCHO CTBOpPEHI 00pa3u Oe3rneku, HXKHOCTI Ta 33/I0BOJICHOCTI; BITYYTTS MIATPUMKHY 1 3aXUCTY; BUTJIST
HaBKOJIMILIHBOTO CepeoBHUILa abo JIOKaLlil 1a€e BITUyTTs O€3MeKn cepell 30BHILIHBOro cepenoBuina. YacTo 1e
MOXKe OYyTH JiesKa OJ[Ha HEBEJIMKA JIOKAI[is, HAIPHUKIAJ, JIOMIBKAa YM OJHA KIMHATa, JI¢ TOYHO OE3IEeUHO.
3naiioMe 1 mi3HaBaHe cepeioBuINe Oy e 3aTHIHIINM, HiXK YyXe, TOMY 1[0 TPaBIEBi MOTPiOHO OyIo 6 Oibiie
qacy, 1100 NepeKOHaTHCh, 10 TaM Oe3MeYHO;

- BiKHO a00 HaraayBaHH [IPO HE 3aTHIIHUN NPOCTIp 1032 MEKaMH O€3MIEYHOr0 MPUTYIIKY;

- TEIUTI KOJIbOPH, CIIOKIiHa eMOICHT MY3HKa,

- IPUBITHICTB 1 10Ope cTaBIEHHS 10 TPaBLS;

- IPOCTi MeXaHiKH, HepMEePCTBO, OTPUMAHHS IPOCTHX PECYPCIB;

- CTaOUTBHICTD TOJIiM, BIICYTHICTh EKIIIEHY UM Pi3KUX CIOKETHUX MIOBOPOTIB, 3pHBIB, JKOPCTOKOTO HACHILIS
[3].

IcropuuHo ecteTnka Oe3neKy Ta M SIKOCTI IPOIIOHYBAJIacs JiTAM, ajle 3aTHILIHI CEHCOPHi CUT'HAJI MOXKYTh
OyTH CHIILHIIIIUMH YIS JOPOCITUX. 3aTHIITHI MOMEHTH B Oy Ib-SIKii TPpi MOXKYTh JIOTIOMOT'TH TIepE3aBAHTAKUTH
a00 3MIHUTH MHUCIICHHSI TPaBIlsl, IPUKIIAIOM YOTO € Bi3yasbHi e()eKTH Ta My3uKa, MexaHika rpu B Stardew
Valley. s rpa € oxHi€0 3 HaWMOMyJSPHIMIKMX 3aTUIIHUX irOp, HE 3BaXKal0YM Ha (akT, M0 Y TPl NPUCYTHI
OKpeMi JioKamii 3 MOHCTpaMH 3 SIKUMH HOTPiOHO OWUTHCH, Lle IPOTUCTABISIETHCS BCHOMY KOHLENTY JKaHPiB
3aTUIIHMX 1rOp.



MeTto1o poO0TH € TOCIiHKEHHS JOMUTLHOCTI Ta 0COOIUBOCTEH pO3POOKH IMTPOTPAMHOTO MOTYJISI aBTOPCHKOL
2D TopDown rpu na irpoBomy pyrmii Unreal Engine 5.

Pe3ysbTaTu 10cigKeHHS

Po3pobka mporpamuoro monyns aBropcekoi 2D TopDown rpu Ha irpoBomy pymii Unreal Engine 5
nepemdadae CTBOPEHHS SKICHOI 3aTHIITHOI TP 3 BUKOPUCTAHHAM (yHKIIi# mariny PaperZD.

OCHOBHOIO MEXaHIKOIO TPH € TOCIiIKEHHSI TEPUTOPIi Ta CroxkeTy. BUKopucTanHs O€3KOITOBHOTO TUIATIHY
PaperZD mns irpooro pymis Unreal Engine 5 nonmomoske 3 po3poOKOr BCiX aHIMalilHUX PecypciB Ta
CTBOPEHHSI OLITBII MPUPOTHBOTO PYXY BCIX MepcoHaxiB. Tako mei marid miarpumye po3podky TopDown
Ta 130METPUYHHX Irop, a came MATPUMKAa HaJaITyBaHb Pi3HOHANPABIEHOI aHIMaIlli, Mo JoloMarae
HAJIAIITYBaTH KyTOBY MEPCIEKTHBY. Takoxk € MOXKIIMBICTD 3alycKaTh MoJii B KOHKPETHUX KaJapax aHiMarlii,
Ile JomoMarae 3pOOWTH TPy OUTBII JKHBOIO, PEATICTUYHOI Ta HAJa€ TPABIIO KPAlIOro PO3yMIHHS, IO
BiIOYBa€ThCS HA €KpaHi 3 mepcoHaxeM. He3pakaroun Ha ctepeoTut, mo 2D irpu HEMOXIMBO CTBOPHUTH 3a
nonomororo Unreal Engine, miarin PaperZD nepexkpuBae BCi HE3pyYHOCTI, SIKI MOKYTh BUHUKHYTH B pOOOTI
3 IBOBUMIpHOIO rpadikoro [4].

Unreal Engine 5 miarpumye MOBHOLIHHY po3poOKy 3a momomororo C++ Ta CHCTeMy Bi3yaJbHOTO
ckpintunry Blueprints [5]. L{inkom MOXIMBO CTBOPUTH IPOEKT BUKOPHUCTOBYIOUH Juiie Blueprints abo C++,
ayie OULTBIIICTH TMPOEKTIB BUTPAIOTHh BiJi BUKOPHCTAaHHS 000X. 3arajdbHUM CTEPEOTHIIOM € BUKOPUCTaHHS
nporpaMmyBants Ha C++ 171st CTBOPEHHS pi3HUX cucTeM, a Blueprints — s HagaHHs iHCTPYKIIiH, BUSHAYESHHS
MOBEIHKM B3a€MOJil MK icCHytounMu cucreMamu. OJIHAK 1Ii JBa IHCTPYMEHTH MO>KHA BUKOPUCTOBYBATH U
HaBITaKH.

[Mopieuroroun Blueprints ta C++ mokHa Bif3HauuTH ix ocobnuBocTti. s Blueprints me Oyxme: nerke
HAJIAIITYBaHHS TOBEAIHKM Pi3HUX 00 €KTiB; MPUUHATHUN AJSl CTBOPEHHS MPOTOTHIIIB, OCKUIBKH IIBUIKO
CTBOPIOE, 3MIHIOE, KOMIIUTIOE Ta TecTye Kiacu Blueprints; moctymmicts: Blueprints BisyansHO mpencrasisie
KOJI Y BUTJISTI HOJIB, TI€ 1a€ MOXKIIMBICTh HE MPOrpaMicTaM, qu3aifHepaM 1 XyI0KHAKaM Kpalie 3p0o3yMiTH Ta
OpiEHTYBaTHCh B TAKOMY KO/Ii; 3a Joromororo Blueprints kparie 3naiitu i kouTpontoBatu API; Oe3neunimia
MoJIesb mam’siTi: Blueprints po3po6iieHo TakuM YMHOM, 11100 MaTH Oe3MeYHy MOJENb Mam’sTi Ta YHUKHYTH
3001B; HIDKYHI MTOPIT 3HAHP JUIA MTOYATKy poOOTH, HiX At poboTH 3 C++.

Skmo x obpatu C++ miust podoru 3 Unreal Engine 5, toxi moTpiOHO Oisblie Yacy ajisi HaBYAHHS 1
PO3yMiHHSI Pi3HUX OcoOJMBocTel Ta O0iOmiorek. Jlo mepeBar 3actocyBaHHs C++ MOYKHA BIJHECTH: JIETKO
OyayBaTH HOBI CUCTEMH; CTBOPIOBATH iHTep(delicH i3 30BHINIHIMA 0i0ITi0oTeKaMy; Kpaluid KOHTPOJIb CHCTEM
Ta MOIIMBICTh 30€piraHHs YacTUH KOJY JJIsSi BUKOPUCTAHHs B 1HIIUX MPOEKTaxX. TakoX B 3a€KHOCTI BiJ
KOHTEKCTY, B IeIKHMX BUMaaKax Ko Ha C++ Oyze BiATBOPIOBATHCE IIBH/IIIE, HiYK TOM camuii ko Ha Blueprints.

IMoTpibHO 3a3HaumnTH, 1m0 Aeski Gyukuii Unreal Engine 5 namamroByrotees 3 Blueprints kpare, Tomy
3HAHHS MEXaHIKU Ii€i Bi3yallbHOI CUCTEMH CKPINITUHTY BCE K TaKW MOTPiOHE JUIA TIOBHOIIHHOI po0OoTH 3
Unreal Engine 5 [6].

JInst cTBOpeHHs aHiMalil HalKpalle 3aCTOCyBaTH MPOrpaMHe 3a0e3MeUeHHs Ul CTBOPEHHS MIKCENIbHOT
rpadiku Aseprite. Ile nporpamue 3abe3nedyeHHst MATPUMY€E eKcropt (GaiiaiB y ¢popmari jSON, 1ie moJerye i
NpUIIBHUIIIYE poOoTy 3i cTBopeHHsM aniManiiiHux flipbooks y Unreal Engine 5.

Po3pobOka rpu BinOyBaethes y Bepcii Unreal Engine 5.4.4, ska migTpuMye HOBY NHHAMIYHY CHCTEMY
HaJAITYBaHHS YIIPaBIiHHA y T'Pi, BIATBOPEHHS KO MOTpeOye MeHIIe pecypciB Hixk paHimie. Po3poOka Input
Mapping Context nacTb MOKJIMBICTh KEpYBaTH IOJIOBHHM I'epPOEM HE TLIBKH 3a JOMOMOTOK KIaBiaTypH, a
TaKOX 3a JIOTIOMOTOI0 KOHTPOJIEpiB cepii X. 3armpoBayKeHHSI MOXIIMBOCTI TpaTh 3a OMIOMOTOK KOHTPOJIepa
HaJ/1aCTh MOXITUBICTh TPAaTH B TPy JIOASAM 3 PI3HUMH BaJaMH KiHIIIBOK, OCKIIEKH 1€ HaJa€ MOMJIHMBICTh
3MIHHTH HaJAIITyBaHHS KEPyBaHHS KOHTPOJEPOM Ha CHEUiaJbHUH JeBaiic s JIIOJeH 3 OOMEKCHUMH
MOJKJIMBOCTSIMHU.

B po3po0i11i minanyeThesi BUKOPUCTAHHSI KJIACIB JIISl CTBOPEHHS IrPOBOTO Ta HEIrPOBHX MEPCOHAXKIB JUIS
OINTUMi3amii MPOrpaMHOi YaCTHHHU Ta YHUKHEHHS HAaJUIMIIKOBOCTI, a Takox BrposamkeHHs HUD intepgeiicy
3 TOKa3HUKaMH 37I0pOB’s. ["apHOIO ije€r0 Oyae MOXJIMBICTh CIUIKYBaHHS 3 HEI'POBHMH IEPCOHAKAMH Ta
B3aEMOJIISI 3 PI3HMMH TNPEAMETAMHU JUIS PO3BUTKY CIOXKETHOI JIiHII, 100 Mi3HATHCH ICTOPII0 Ta METy YH
3aBJaHHS TPH.

I'pa po3paxoBaHa Ha JIIOJHMHY, KA 3HallOMa 3 IrPOBUMHU MEXaHIKaMM Ta CTaHAAPTHUM YIPABIIHHAM TPH 1
He 1oTpe0ye IHCTPYKIiH It 6a30BOr0 KePYBaHHS IIEPCOHAXKEM Y I'Pi.

OTxe, He3BaXKaIOUYM Ha MOMYJISIPHUE cTepeotun, mo 2D irpu He po3poOIISIOTh 3a JOMOMOTOI0 irpOBOTO
pywis Unreal Engine 5, Oyno mpoBeieHO aHaji3 1 3HalA€HO aIbTEPHATHBY Yy BUIIIsiAIL Iutariny PaperZD, mo



3poOuTh CTBOpEeHHsI aBTOpchkoi 2D TopDown rpu MOXIMBAM Ta TOTOBHH TPOMYKT Oyme OUIBII
ONITUMI30BaHUH.

BucHoBkH

3riJiHO 3 MPOBEICHUM JIOCIIKCHHSM BCTAHOBJICHO, IO B MTPOrpaMHOMY Moy aBTopcbkoi 2D TopDown
TpY € JOUITFHIM BUKOPUCTaHHA Iariny PaperZD mns namamTyBanb aHiMarlii B mepcriekTusi TopDown. Kpim
TOT0, JIOUUIBHO BUKOPHUCTATH KJIaCOBY CHCTEMY AJISi CTBOPEHHS MEPCOHAXKIB 3 OHUM OaThKiBCBKUM KJIACOM,
1€ TIOKPAIIUTh ONTHMI3aIifo poooTu rpu. s 30imbIIeHHsT KITBKOCTI TPABIB JOUIIBHO JOAATH MiATPUMKY
KepyBaHHS KOHTPOJIEPOM, IO 320e3MeUnTh MOKIIUBICTD TPATH ISl JIIOJCH 3 0OMEKESHUMHU MOXKITHBOCTSIMHU.

Jnst ypi3HOMaHITHEHHS irpOBOTO MpoLiecy MOTPiOHO A0AATH IiaJloTH 3 HEIrpOBHMH MEPCOHAKAMH Ta
MOJKJIUBICTh B3a€MOJIIT 3 pi3HUMHE nipeaMeramu. [lepenbavaerscs crBopenns HUD inTepdeticy st kpamoro
PO3YMIHHS CTaHy irpoBOro mepcoHaxa. He moTpiOHO mepeBaHTakyBaTH iHTepdeiic 3aiiBoro iH(hopMaIliero,
o6 30eperTy 3aTUIIHUI CTHIb TPY 1 HE BiABONIKATH IpaBls Ha iHIII MOKa3HUKH YM 00’ €KTH, IKI MOXKYTh
MOPYIINTH 3arajibHy aTMocdepy rpu.

BpaxoByroun ckiIagHiCTh MPOEKTY Ta OOMEXKEHHS B Yaci, KpaluM pilieHHsIM 0yae o0patu po3poOKy rpu
3a moromororo Blueprints.
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