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Anomauia:

YV 0onoeioi docniooceno ocodrusocmi suxopucmanms Gi3yanvHo2o npocpamysanns 6 pywii Unreal Engine 3a
oonomozoio cucmemu Blueprints. Posensinymo apximexmypy Unreal Engine, npunyunu pobomu Blueprints ma ix
giominnocmi 6i0 mpaouyitinoco npozpamysanns na C++. [lpoananizoeano nepesacu ma HeOOMIKU Gi3VANbLHOZO
npospamy8aHHs, a maxodic 1020 6niue HA NPOOYKMUSHICMb | WEUOKICMb po3pobku izop. Busnaueno onmumanvhi
eunaoxu suxkopucmants Blueprints y noeonanni 3 C++ 0na cmeopents epeKmugHux i2posux npoeKmis.

Kmouosi crosa: Unreal Engine, Blueprints, izyanvue npocpamyeanns, C++, pospobka i2op.

Abstract:

The report explores the peculiarities of using visual programming in the Unreal Engine using the Blueprints system.
The architecture of the Unreal Engine, the principles of Blueprints and their differences from traditional C++
programming are considered. The advantages and disadvantages of visual programming are analyzed, as well as its
impact on the performance and speed of game development. The optimal cases of using Blueprints in combination with
C++ to create effective game projects are determined.
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Beryn

CyuacHa irpoBa iHIyCTpisl IOCTITHO PO3BUBAETHCS, BUMAralo4yu Bijl pO3pOOHUKIB BCE OLITBIIN CKIIATHHUX Ta
peaNiCTHYHUX ITPOBUX MEXaHIK. B yMOBax 3pocTaro40i KOHKYPEHIIii Ta BACOKHX O4iKyBaHb T'PABI[iB BAXKIIHBO
HE JIMIIIE CTBOPHUTH YHIKaJIbHUH irpOBUI JIOCBII, aJie i ONTUMIi3yBaTH MPOIEC PO3POOKH, 3MEHIIUBILIA BUTPATH
4yacy Ta pecypciB. Y IbOMY KOHTEKCTI Bi3yajbHE MPOrpaMyBaHHs CTaJ0 BaXJIMBUM IHCTPYMEHTOM ISt
CIIPOIIIEHHS Ta MPUCKOPEHHs Tpoiiecy crBopenns irop. Unreal Engine € ogauM i3 HAWMOTYKHIMIKX ITPOBUX
pYIIiiB, SIKMH MPOTMOHYE PO3POOHMKAM MOXKIIMBICTH CTBOPIOBATH irpOBI MEXaHIKH 3a JOMOMOIOI0 CHCTEMH
Blueprints — Bi3yanbHOro iHCTpyMEHTY MpOrpaMyBaHHSI, 110 JO3BOJISE PEali30BYBATH CKJIA[HI aJrOPHTMH
0e3 HamMcaHHs KOIy MOBOIO mporpamyBanHs C++. Cucrema Blueprints Hamae po3poOHHKaM MOMKIHMBICTH
CTBOPIOBATH JIOTIKY T'PH IIJISIXOM MOEAHAHHS BY3I1iB (NOJES) y Bi3yalbHOMY CEPEIOBHILI, IO CIIPOIILYE TPOIIEC
NpOrpaMyBaHHS Ta POOUTh WOTrO JIOCTYITHUM HaBiTh g (¢axiBuiB 0e3 rmOoKkuX 3HaHb y cdepi
nporpamyBanHs. [lompu 4uclieHHI mnepeBard, BisyaibHe mporpamyBanHs B Unreal Engine mae neBHi
obmexenHs. Hampukian, MpoayKTHUBHICTh CLIGHApiiB, CTBOPEHHX 3a JomoMorow Blueprints, moxe Oytu
HIDKYOIO TTOPIBHSIHO 3 peastialliero TuX camux anroputmis Ha MoBi C++. Kpim Toro, Bukoprctanss Blueprints
y CKIaJHHX MpPOCKTaX MOXKE IPH3BECTH A0 301IbLICHHS CKJIAJHOCTI HAJArOKCHHS Ta 3HIKCHHS
yuTabebHOCTI Koay. TakuM YHHOM, TIOCTA€ MUTaHHS, SIK e(DEeKTUBHO TOETHYBATH MOXMBOCTI Blueprints ta
TpaauIliiHOro MporpamyBanHs Ha C++ Ui TOCATHEHHS ONITUMAJIBHUX Pe3yJIbTaTiB y po3poOIIi irop.

OcHOBHA YaCcTHHA

BizyaneHe nporpamysanns B Unreal Engine € moTyKHUM iHCTPYMEHTOM, IO CIIPOIILY€E CTBOPEHHSI irpOBOT
JIOTiKH Ta BiIKpHBA€E MOKIMBOCTI ISl IIBUKOI PO3POOKH HABITh 03 TTMOOKHX 3HAHb MOB IPOTPaMyBaHHSI.
Mloro BHKOpHCTAaHHS Mae€ HH3Ky CYTTE€BHX IIEpeBAT, 3aBISKM SKHAM el IMiIXiJ cTae MONYIAPHAM CepeN
PO3POOHUKIB Pi3HOTO PiBHS, OJHAK PA30M i3 I[UM iICHYIOTH i IICBHI HEJOJIKH, SKI MOXKYTh CTaTH OOMEKEHHSIM
y ORI CKITATHUX MPOEKTAX.

OpHi€l0 3 TONOBHUX TepeBar Bi3yallbHOTO MPOTPaMyBaHHs € 3HaYHE MPUCKOPEHHS MPOLECy PO3POOKH.
3aBnsaku rpadidyHoMy iHTepdeiicy po3pOOHHMKH MOXYTh HIBHUAKO CTBOPIOBATH JIOTiKY TPH, 3'€IHYIOUH
BizyansHi 010ku (Blueprints) 3amicTs HammrcanHs koxay. Lle 103Bosie eKOHOMHUTH Yac, OCKLUTBKH HE TTOTPiOHO



BUTpayaTu 0araTo 3yCuib Ha HANMCAHHS Ta TECTYBAHHS MPOrPaMHOTO KOy, II0 OCOOJIMBO BAXKIMBO JUIS
HEBEJMKUX KOMaH] a00 iHi-pO3pOOHHUKIB, sIKi MPAIIOIOTH y IBUAKOMY TeMmi [3].

[Ile onmHi€r0 BaXXJIMBOIO TMEPEBarol0 € 3HIKEHHSI TOPOry BXOMY AJs MovaTKiBUiB. JIromu, siki TiNbKH
MOYMHAIOTH CBI MUIAX Y PO3poOIli irop, MOXYTh NIBHJIIE OCBOITH OCHOBH CTBOPEHHS irpoBOi JIOTIKH Oe3
HEOOXiZIHOCTI BHUBUEHHS CKJIQMHOTO CHHTakcucy MOB mporpamyBanHs. Lle poburs Unreal Engine
JIOCTYITHIIIAM JJISl ITAPOKOTO KOJIa KOPUCTYBAUiB, BKIFOUAIOYH XYJOXKHUKIB, JU3aWHEPIB PIBHIB Ta IHIIAX
CHEIIaNICTIB, SIKi XO4yTh NpAaIfOBaTH 3 IrPOBUMH MEXaHiKamu, aje He MaloTh JOCTaTHBOTO JOCBILY Y
TpaIUIiHOMY TTpOrpaMyBaHHi [5].

Takox Bi3yaJlbHE NPOrpaMyBaHHS 3HAYHO CIIPOIIY€E IPOIEC MIBUAKOrO MPOTOTHITYBAHHS. 3aBISKH
BUKOpUCTaHHIO Blueprints MokHa omepaTMBHO TeCTyBaTH pi3HI MEXaHiKW, 3MIiHIOBaTH MapaMmeTpu Ta
EKCIIEPUMEHTYBATH 3 ITPOBHM IIPOIIecOM 0e3 HeoOXiHOCTI HalM CaHHSI BEJTMKOI KiJIbKocTi koxy. Lle ocobmBo
KOPHUCHO Ha eTari po3po0KU KOHIIENTY, KOJIM HEOOXITHO IMIBUIKO OIIHUTH, HACKIILKH BIAJIO MPAITIOE TICBHA
izest abo MexaHika.

OnHak, TIONIpH BCi MepeBard, BUKOPUCTAHHS Bi3yallbHOTO MPOrpaMyBaHHSI Ma€ i CYTTEBI HEMOINIKH, SIKi
MOXYTh OOMEXyBaTH HOro 3aCTOCYBaHHs y BEJMKUX MpoekTax. OJHUM i3 FOJOBHUX MIHYCIB € 3HM)KCHHS
HPOAYKTUBHOCTI NPU BUKOHAHHI CKiagHux o0uncieHb [1]. Ockinbku Blueprints BUKOHYIOTBCS Ha BUILIOMY
piBHI a0cTpaxiii MOpiBHIHO 3 HATUBHUM K0J10M C-++, BOHM MOXKYTh MPAIIOBATH ITOBINBHIIIIE, 1110 BIJIMBAE HA
3arajgbHy NPOAYKTHUBHICTH Ipu. Y BHUIAJIKaX, KOJH I'pa MICTUTh CKIagHy (i3UKy, IITYYHUH iHTEIeKT abo
BEJIMKY KiJIbKICTh 00’ €KTiB, BUKOPHCTAHHS BUKIFOYHO Bi3yaJlbHOTO MPOTPaMyBaHHS MOXKE IMPU3BECTH [0
MiIBUIICHOTO HABAaHTA)KEHHS Ha MPOIIECOp 1 3MEHIIIEHHSI YaCTOTH KaJpiB.

e omniero cepito3HO0 TPOOIEMOIO € TPYIHOII 3 HAJATrOKEHHSIM Ta ONTHMI3aIli€to. Y Mipy 3pocTaHHS
MPOEKTY KiIBKICTh Bi3yaJIbHUX OJIOKiB MOXE 3HAYHO 301JIBIIYBATHUCS, IO POOUTH JIOTIKY CKIIAIHIMIOI s
CHpUHHATTS Ta aHamizy [4]. ko B komi C++ MOXKHa JIETKO BiJICTEKUTH BCI 3aJI€KHOCTI Ta B3aEMO3B’ I3KH
MiX QyHKIisME, TO Y Blueprint-rpadi Benmka KiTbKICTh BY3JiB MOYe IMMBUJIKO NIEPETBOPUTHCS HA XAOTUYHY
MEpEKy, ¢ CKIIQJHO 3HAWTH JHKEpesio MOMIIIKY. 1le yCKiIaqHIOE HalaroKeHHS Ta 30UIBIINYE PU3UK MTOSBU
HEOUiKyBaHUX 0ariB, sKi MOXYTh OYTH Ba)KKO BiJICTE)KYBaHUMH.

KpiM Toro, xou Bi3yasibHe HporpamMyBaHHS 1 3pydYHE JJIsl MOYAaTKOBHX €TaIliB PO3POOKH, Y BEIHMKHUX
KOMEPIIIHHUX TIPOEKTaX YacTO JOBOJUTHCA IMEPEXOAUTH Ha TpaaulliiiHe mporpamyBaHHs Ha CH++ s
JIOCSITHEHHS Kpaliol MPOAYKTHUBHOCTI Ta KOHTpPOJI0 Han ontuMizaiietro [7]. Hdeski ¢yHKuii Ta MexaHi3MH
3HAYHO e(DeKTHBHIIIIC peali30ByBaTH caMe Ha piBHI KOy, 8 BUKOpUCTaHHs Blueprints y TakuX BHIaKaxX MOXKE
T YCKITATHUTH poOoTy. ToMy TOCBiTUEH] pO3pOOHHKH 3a3BUYail TOEAHYIOTh 00U IBa Tiaxoau: Blueprints
BUKOPHCTOBYIOTh JIJIsl IIBHJIKOIO CTBOPEHHSI 3arajibHOi JIOTikM Ta iHTerpaiii, a C++ — Juid HammcaHHsS
MPOJYKTHBHOTO KOAY, SIKA BUKOHYE KPHTHYHO BaXKJIMBI Onepartii.

Mexani3m pobotu cuctemu Blueprints y Unreal Engine € oHUM 13 KITFOYOBUX IHCTPYMEHTIB JJ1s1 pO3POOKH
1rpOBOI JIOTIKH, L0 TO3BOJISIE CTBOPIOBATH CKJIaJHI MeXaHi3Mu 0e3 HeoOXiqHOCTI M1caTH Koa. BukopucranHs
Blueprints mae 3Mory mBUAKO €KCIEPUMEHTYBAaTH 3 irPOBUMH MEXaHIKaMH, HalallITOBYBATH IOBEIIHKY
00'eKTiB 1 po3IMpPIOBaTH (DYHKUIOHATBHICTH IpU 0€3 PU3MKY MOPYILIHUTH 3arajbHy CTPYKTYpy Hpoekty. Lle
0CcOo0JMBO KOPUCHO AJIS1 PO3POOHMKIB, SIKI HE MalOTh AOCBiLYy B IPOrpaMyBaHHI, ajie XOUyTh MPALIOBATH 3
IHTePaKTUBHUMH eJieMeHTaMu Tpu [8].

Ocnooro Blueprints € Byznu (Nodes), siki BAKOHYIOTH pi3Hi (pyHKIIi, Taki SK MaTeMaTH4HI 004MCIICHHS,
VIpaBJIiHHS TOTOKOM JIOTiKH, BUKJIMKU MOMAINA Ta B3aeMoisi Mixk 00 extamu [2]. Bysznu 3'efHYIOTBCS Mik
co0or0 dYepe3 cremianbHI JiHIi, 0 BHU3HAYAIOTH TOCIIIOBHICT, BUKOHaHHS orepamiid. lle mo3Boise
CTBOPIOBATH CKJIAJIHI QJTOPUTMH IMUITXOM ITOOYIOBY JIOTIYHUX JIAHIIOTIB 0€3 HEOOXiJHOCTI MHCATH KOJI
BpyuHY. By3nu moaiisiroTscs Ha pi3Hi KaTeropii, BKIIoUatoun (yHKIIOHAIbH1 BY3JI1, ONIEpaTOpH, OI1 Ta iHIIi
€JIEMEHTH, SIKi JOTTOMaraloTh BU3HAYATH MTOBEIIHKY 00'€KTiB y Tpi [9].

3wminHi (Variables) BHKOPHCTOBYIOThCS JJisI 30€piraHHsl JaHWX, sIKI MOXYTh 3MIHIOBaTHCS ITiJ] Yac
BUKOHAHHS I'py. BOHM MOXYTh MaTH pi3Hi TUITH, BKIFOUAFOUH IIiJIi YMCIIa, YKCIIA 3 TUIABAIOYO0 KOMOIO, PSIIIKH,
00'€eKTH, CTPYKTYpH JaHUX Ta MaCHBH. BUKOpUCTaHHS 3MIHHHUX Ja€ 3Mory 30epiratv i1 TepenaBaTd
iH(opmaliro Mix pisHUMH YacTuHaMu Blueprint, 1o 103BoJIsie CTBOPIOBATH AWHAMIYHI Ta aJalITUBHI CUCTEMHU.
Hanpuknan, 3MiHHI MOXYTh BUKOPHUCTOBYBATHCS JUIsl 30€piraHHs CTaHy TepcoHaXka, mapameTpiB Tpu abo
CTaTHCTHKH TPABIISL.

Oynkuii (Functions) y Blueprints 103BoJSIOTH CTBOPIOBATH ITOBTOPHO BUKOPHCTOBYBaH1 OJIOKH JIOTIKH, K1
MOXXHa BHKJIHMKAaTH 3 pI3HHMX 4YacTHH mporpamu. Lle momomarae CTpyKTypyBaTél JIOTiKy, 3MEHIINTH
JyOJIFOBaHHS KOy 1 CIIPOCTUTH Hajiaro/keHHs. DyHKIIT MOXKYTh MaTH BXIiJTHI HapaMeTpy Ta MOBEPTATH
pe3yIbTaTH, II0 J03BOJISIE CTBOPIOBATH CKJIaHI OOYMCIIEHHS Ta MaHIMYJIMIl 3 nanumMu. Hampukian, MmoxxHa



CTBOPUTH (YHKIIIO I PO3PAXyHKY IIKOTW, SIKY OTPHMYE TMEPCOHAXX IPU 3ITKHEHHI 3 BOPOTOM, 1
BUKOPHCTOBYBATH 11 II0pa3y, KOJIK BifOyBaeThes aTaka [9].

Makpocu (Macros) cxoxi Ha (yHKIIIi, aje BiIPi3HAIOTHCSA THM, 1110 BOHU 0€3110CEPETHRO BCTABIISIOTHCS B
rpad JIOTIKM KOXKHOTO pa3y, KO BUKIMKAIOThCS. [le 03Havae, mo MakpocH MOXKYTh MiCTUTH O1ITBIIT CKITa THI
JIOT14Hi CTPYKTYpH 0€3 HeoOXiJHOCTI IepeaBaTy BXiaHI mapaMeTpy Ta TOBEpTaTu pe3yabTatu. BoHu yacto
BUKOPUCTOBYIOTECS JUISI CTBOPSHHS ITOBTOPIOBAHKMX OJIOKIB JIOT1KH, SIKi MOXKYTh OyTH JIETKO 3MiHEHI B OJTHOMY
Miclii, [0 aBTOMAaTHYHO OHOBJIIOE BCI TXHI €K3eMIUIAPU B POEKTi [1].

[onii (Events) € 1ie oTHUM KITIOUOBHM eJieMeHTOM Blueprints, ocKijbKH BOHH JJO3BOJISIOTH PearyBaTy Ha
pi3Hi 1ii Ta 3Minu y Tpi. [Tofii MOKyTh OyTH BUKIIMKaHI BHYTPIIIHLOIO JIOTIKOIO TPy 200 B3aEMOJTIEIO TPABIIS.
Hanpuknan, moais Moke CIpallbOBYBaTH NMPW HATHCKAHHI KIJIaBilli, 3ITKHEHHI TlepcoHaxa 3 00'ekToM abo
3MiHI NIeBHOro napamerpa rpu. [loail Takox MOXyTh OyTH BUKIHMKaHI 3 Kogy Ha C++, 110 JO3BOJISIE JIETKO
inTerpyBaru Blueprints i3 HU3bKOpiBHEBUMU GYHKITisSIME TpH [1].

CtBopenHs soriku B Blueprints 1pyHTyeThCs Ha TOEIHAHHI LIMX €JIEMEHTIB AJIs1 peai3alii pi3sHUX MEXaHiK.
Hanpuknan, sxmo moTpiOHO CTBOPUTH CHCTEMY BOPOTiB, MOXXHa BHUKOPUCTATH TMOAIl JIJIsi BU3HAYCHHSI
MOMEHTY, KOJHM BOpOT NoMidae rpaBus, (QyHKUii s oOpoOKM pyxXy 1 aTakd, 3MiHHI JUIS 30epeskeHHs
napameTpiB 370poB'A Ta MOBEIIHKH, a BY3JIM IJIs peamizalii Bcix HeoOximgHux omepauid. Lle mos3sossie
CTBOPIOBATH CKJIAJHI CHCTEMH 0e3 He0OXiJHOCTI TMCATH KO/I.

Opnak Blueprints He € 130JIb0BaHOIO CHCTEMOIO, 1 BOHM MOXYTh B3aEMOIIATH 3 KojtoM Ha C++. Lle no3Bostsie
PO3pOOHHMKaM KOMOIHYBATH Bi3yallbHE TPOTPaMyBaHHS 3 TPATUIIIHHIM KOJIOM JUIs IOCATHEHH ST MaKCUMaIIbHO1
POIYKTHBHOCTI Ta rTHy4KOCTi [2]. B3aemomist mixk Blueprints i C++ BigOyBa€eThes 3a JOIOMOrOr0 CIeIiaIbHUX
KJIaciB, METOJIIB 1 MOJIIH, SIKi MOXXHA BHKJIMKATH B 000X HampsMmkax. Hampukman, knacu, Hanmcani Ha CHt,
MOXyTh OyTH BUKOpHcTaHi y Blueprints sk OaTbKiBCBbKi Kilacu AJisl CTBOPEHHSI HOBHUX O0'€KTIB, a TaKOX
MOXYTh HaJaBaTd JOCTYN a0 (YHKIIH, sIKi HEMOXJIMBO peasi3yBaTd JMIIE 3a JIOMOMOTOI0 Bi3yalbHOTO
porpaMyBaHHS.

SIK110 HeoOXITHO ONTUMI3yBaTH MEBHY YaCTUHY I'PH, 1[0 BUKOPHCTOBYE CKJIIHI OOUHCIICHHSI, HATTPUKIIA],
¢bi3u4HI CUMYJISIIT 200 MITYYHHH IHTENIEKT, MOXHA HAIMCATH BiMOBiIHUH Ko Ha C++, a OTIM BHKJIMKATH
fioro B Blueprints mns 3a0e3nedenHs iHTerpamii 3 iHmmMu 4actuHamu TpH [4]. Lle mo3Bomnse oTpumaru
BHCOKHI PiBEHb MPOJYKTHBHOCTI, YHHUKAIOUW HAJMIPHOTO BUKOpUcTaHHs Blueprints y miciisx, je nmoTpiOHi
CKJIaJIH1 pO3paxyHKH.

Buxopucranns Blueprints criporinye mporiec po3poOKH, TO3BOJISIOUH IIIBUKO TECTYBATH irPOBY JIOTiKY 0e3
HEOOXITHOCTI Mepe3annycKy rpu. BidyanbHui miaxij JornoMarae Kpamie po3yMiTH CTPYKTYPY JIOTIKH 1 JIETKO
BHOCHTH 3MiHHU. PO3pOOHMKM MOXYTh EKCIIEPUMEHTYBAaTH 3 PIi3HUMH IapaMeTpaMH, HaJallTOBYBATH
MEXaHIK{ TPU Ta 3MIHIOBAaTH B3aEMOJIIFO MK 00'€KTaMu 0€3 pU3HKY MOPYIINTH 3aralibHy CTPYKTYPY MPOEKTY
[5]. e ocobmmBO BaKIMBO B KOMAaHHIN Po3poOIli, e pi3Hi CIIEialiCTH MOKYTh MPAIFOBATH HAJ CBOEIO
YaCTUHOIO I'pH 6e3 MoTpeOH rianbOoKO 3aHypIOBATHCS B KO/,

[puknax peanizamii irpoBoi noriku y Blueprints oxorroe cTBopeHHs! 6a30BOTO YIIPaBIIiHHS MEPCOHAKEM,
MexaHiKy OO0, B3a€MOI0 3 00’ €KTaMH I'pU Ta JOJATKOBI (YHKUIl, MI0 POOJATH irpoBUI Mporec OUIbII
MUHAMIYHAM 1 3aXOIUIMBUM [6]. YTpaBIiHHS IepcOHa)XeM peanizyeThcsi depe3 Blueprint-crienapii, mo
JIO3BOJISIOTH 331aTH 00pOOKY BBEJICHHS 3 KJIaBiaTypH UM TeiiMIlaia, HaJlallTyBaTh PyXH Y BCiX HampsiMKax, a
TaKOX J0AaTH CTpUOKW, mpuciganHsa, cnpuHT Ta iHmi fgii. o0 nepcoHaxx BurIsAas NPUPOAHO,
BHUKOPUCTOBYEThCS CUCTEMa aHiMallil, sika 3abe3neuye miaBHi MepexoId MiX CTaHaMH, TAKHMH SIK X0ab0a,
0ir, ctpubok un nagiHHsA. KpiM Toro, MojkHa 101aTH CHCTEMY BUTPUBAJIOCTI, SIKa 0OMEKyBaTUME KiJIbKICTb
CIPHUHTIB 200 CHeHiaIbHUX PYXiB, 10 POOUTH TeiiMIuIeit Olbi 30aancoBanum [3].

OmHuM i3 KITFOYOBUX €JIEMEHTIB I'pU € MeXaHika 0010, sika MOXKe BKJIFOUATH OJIMXKHIN 1 AanbHiN Oiit. [{ns
OJINKHBOTO OO0 CTBOPIOIOTHCSI XITOOKCH, IO aKTUBYIOTBCS ITiJ] Yac aHiMallii aTakd Ta MepeBipsAIOTh, YU
3HAXOJUTECS BOPOT' y 30HI ypaxeHHsS. KO Tak, TO 00’€KTy BOpora 3aBJaeThcs IIKOAA, i BIH pearye
BiAmoBigHOO aHimariero [7]. JanbHiii Oiif peai3yeThCsi depe3 CHCTEMY CHApsIiB, SIKi 3aIlyCKalOThCSA B
HaMpsAMKY 1T, TEPEBIpsSIOTh 3ITKHEHHS Ta, y pasi MOTPAIUISHHS, CHPUYHUHSIOTH BIAMOBIIHUN €QeKT,
Hampukiag, BUOyX abo BimmuToBxyBaHHA. Mg Oinbmn rimmOokoi OOHOBOI CHCTEMHM MOMKHA peaji3yBaTH
0JIOKYBaHHS arak, KOMOO-yJIapy Ta OcOOJIMBI 3Ai0HOCTI TMepcoHaXka, SIKi aKTHBYIOThCS 3a IEBHUX YMOB,
HaIPUKJIIaJ], IPH HAITOBHEHHI IIIKAJI SHEPrii.

B3aemogist 3 00’ €kTamMul TPHU TaKOX BiJIrpae BaXIIMBY POJib Y CTBOPEHHI KUBOTO CBITY. J[BEpi MOXKYTh
BiJIKPUBATHUCS MPHU HAOJIMKEHHI IepcoHaka a0o MicIisl HATUCKAHHS KHOTIKH, & BaXKelli MOXKYTh 3MIHIOBATH CTaH
MeXaHi3MiB y cBiTi. Hanpukian, HaTuCKaHHS KHOIKK MOXKE aKTHBYBaTH IaT(opMy, sSika miaHIiMaeThes, a00
BIZIKpUTH TIpuxoBaHuit mpoxin [6]. TTacTku mA0mar0Th TPpi CKIAAHOCTI, aJKe MEPCOHaX Ma€ yHHKAaTH abo



3HEIKO/PKYBATH 3arpo3H, Taki SK Majarodi KaMeHi, TOCTpi HIMIH, eNEeKTPUYHI 0ap’e€pu 4u pyxomi siesa. 3a
Joromororo Blueprints MoxkHa peaitizyBaTé CKJIaHi CHCTEMH, HAIPUKIIA]], PO3YMHUX BOPOT'iB, SIKi pearyorh
Ha 1rym abo CIIIYIOTh 32 IEPCOHAKEM, BAKOPUCTOBYIOUH CHCTEMY IITYYHOT'O IHTEIICKTY.

OKpiM OCHOBHMX MEXaHIK, MOXKHA JIOJ]aTH 1HBEHTAp, CUCTEMY 300py TPEIMETIB 1 KBECTOBY CHUCTEMY.
[HBeHTap M0O3BOIISIE TIEPCOHAXKY 30epiraTh 3HaMeHI MPEAMETH, TaKi sIK 30posi, OpoHs, 31Ut a00 KIFoUl Bij
JBeped. Y KBECTOBIM CHCTEMI MOXKHA peati3yBaTH 3aBJIaHHS, HAPUKIIAJ, 3HAUTH MEBHUNA 00’ €KT, 3HUIIUTH
BOpOTa 4d JJOTIOMOI'TH HEIrPOBOMY MepCoHaxy. [IJist IbOro BUKOPHCTOBYIOTHCS 3MIHHI Ta JIOT14HI MEPEBIPKH,
110 BU3HAYAIOTh, KOJIM 3aB/IaHHs BUKOHAHE, 1 SKi MOIl 3aITyCKatOThCs MICIs bOro. TakoX MOYKHA CTBOPHTH
CHCTEMY JiaoriB, o 103Bojste crinkyBatucs 3 NPC i poouTtn BuOip, SIKMiA BIUTMBA€E HA TIOAAIBIINI PO3BUTOK
nofii y rpi [4].

[lle omHMM BaXIMBUM €IIEMEHTOM € CHCTeMa 30€peKeHHS Ta 3aBaHTaKCHHS ITPOTPECy, SKa JI03BOIISE
TpaBIeBi TPOJIOBXKYBAaTH TPy 3 TOIO MOMEHTY, Je BiH 3ynuHHBcS. Y Blueprints MoxHa peamnizyBaTu
30epeKeHHs MOJIOKEHHS MePCOHaXa, HOro 3/10poB’s, IHBEHTapIO, BUKOHAHMX KBECTIB Ta CTaHy CBITY, ILO
3a0e3reuye Oe3MEepepPBHICTh ITPOBOrO Mpolecy. Y KOMIUIEKCI BCl I MEXaHIKM CTBOPIOIOTH I[IKaBy Ta
IHTEpaKTHBHY I'Py, A€ NEPCOHAX MOXKE JOCIIPKyBaTH CBIT, B3aEMOJISATH 3 00’ €KTaMH, OUTHUCS 3 BOPOraMHU Ta
BUKOHYBAaTH PI3HOMAaHITHI 3aBIaHHS, a BCs JIOTiKa peali3yeTbcsi 03 BUKOPUCTAaHHS KOy, JIMIIE 3aco0amu
Blueprints [9].

OnTumizanis Ta po3mmpeHHs GyHkuionany npoekris B Unreal Engine — 11e kimo4oBi eranu po3poOkH, siki
JIO3BOJISIOTH 320€3MEYNTH BUCOKY TIPOIYKTUBHICTb, €)EKTUBHICTh Ta THYYKICTh IPY CTBOPEHH1 CKJIAHUX irop
i gomarkiB. Unreal Engine nHagae moTyxHi iHcTpyMeHTH, 30kpema Blueprints i C++, ski moxHa
BHKOPUCTOBYBATH Pa30oM IS IOCSTHEHHST HAMKpAIIUX pe3yNbTaTiB y po3poOii. Bukopucranus Blueprints nae
3MOTy pOo3pOOHHKAM IPAITIOBATH 3 Bi3yallbHUM iHTEp(eiicoM, KUl T03BOJISIE OE3MOCEPETHRO B3AEMOIISTH 3
JoTiKoI0 T'pu 6e3 moTpeOM B HamMcaHHI BeNWKoi KutbkocTi komy [3]. Lle mo3Bonsie TpUCKOpUTH Tpoiiec
PO3pOoOKH, OCKiTbKK Blueprints 103BONISIIOTE CTBOPIOBATH 0a30BY MEXaHIKY TPH.

[Ipore ms cxmaaHimmx i OUIBII PECYpPCOMICTKUX 3aBJaHb BUKOPHCTaHHS Tibku Blueprints moxe OyTH
HEJIOCTATHIM, OCKUIBKH IIeW MiaXiJ] Mae OOMEXeHHsS B IUIaHI mpoaykTuBHOCTI. Komm mpoekt morpebye
orTuMizairii a00 BUCOKOT O0YHMCITIOBAIILHOI MOTY>KHOCTI, HEOOXiIHO BUKOprcTOByBatn C++, KUl J03BOJISIE
CHYYKO HAJAlTOBYBAaTH IMPOMYKTUBHICTH I'PH Ha HHU3bKOMY piBHI [5]. C++ mae moctym A0 MOTYXKHHX
moxmBocteii Unreal Engine, TakuxX sk HU3bKOPIBHEBHI KOHTPOJIb HaJ I1aM’STTHO, BUCOKOIIBUJIKICHA
00poOKa JaHWX 1 TOCTYII JIO allapaTHUX PeCypCiB.

VY mpomeci po3podku mpoekry Ha Unreal Engine wacto BHHMKae HEOOXiIHICTH y iHTErpamii pi3HHX
MiZICKCTEM 1 KOMIIOHEHTIB, TakuX sK ¢iznka, aHiMalii, rpadika Ta 3BykoBi edektu. Blueprints mo3BomnsoTh
MIBUKO MIAKIIIOYATH Ta HamamToByBaTH 1i kommoneHTH gyepe3 API Unreal Engine Oe3 HanicanHs 3HaYHOTO
o0csry koxy [1]. Lle 0co0JIMBO KOPUCHO Ha paHHIX eTanax po3poO0KH, KO BaXKIMBO MIBUIKO MPOTECTYBATH
inei Ta ¢pyHkuioHansHicTh. Yepes Blueprints po3poOHUK MOKe MiAKIIOYUTH BCl HEOOXiOHI MiACHCTEMH, HE
rITMO0KO 3aHyprOIOUKCH Y crierudikanii APL 1m0 nprckopioe TecTyBaHHS i CTBOPEHHS 0a30BUX MEXaHIK T'PH.
AJle KON BUHMKAE IoTpeda y CKIIAIHUX HaJallTyBaHHAX a00 Y BUKOHAHHI BUCOKONPOAYKTUBHUX OOYHCIIEHbD,
ciij 3BepHyTHCs 10 CH+, 1100 CTBOPUTH HEOOXiAHY (YHKI[IOHATIBHICTh Ha Oiibln HU3bKOMY piBHI [1]. Lle
JIO3BOJISIE OTPUMATH MaKCHMAJbHY MPOAYKTHUBHICTH 1 ONTHMIi3yBaTH PECYpPCH, IO OCOOIUBO BAKIMBO B
CKJIQJHUX TMPOCKTaX 3 BEIMKUMU OOCSAraMd JaHUX a00 BHCOKMMH BHMOTaMH J0 OOUYHMCITFOBAaJIBHUX
ITOTYKHOCTEM.

st Toro, mo0 3pobutn inTerpanito Mix C++ ta Blueprints e 6inbim epextuHoo, Unreal Engine Hanae
MOMJIMBICTh CTBOpeHHs KopucTyBanlbkux Nodes y Blueprints. Kopucrysanpki Nodes m03BonsitoTh
PO3pOOHUKAM CTBOPIOBATH crieliani3oBani ¢pyHkii Ha C++, ki MOKHA 0€3MOCepeIHh0 BUKOPHUCTOBYBATH B
rpagiunomy iHTepdeiici Blueprints. I{e nae 3Mory nerko CTBOPIOBATH 1 HANAIITOBYBATH CKIIaHI CHCTEMH Ta
AITOPUTMH 0€3 HeOOXITHOCTI MePEXOAUTH MIXK PI3HUMHU CepeloBUIaMu rporpamyBanHs [8]. Takuit mimxin
JIO3BOJISIE CTBOPIOBATH OUIBII CKJIAJIHI irpOBI MEXaHI3MH, IHTETPYIOUN iX Y MPOCTIMINA A1 BUKOPUCTAHHS
iHTepdeiic, Mo 3MEHINye Yac Ha po3poOKY 1 CIPOIIYE MIATPAMKY TPOCKTY.

Interpamist 3 API Unreal Engine uepe3 Blueprints Takoxx m03BoJisi€ pO3MIHPIOBATH (HYHKIIOHATBHICTD
MpoeKTy 0e3 HeOoOXiTHOCTI BPYYHY THCATH BEIUKUN oOcsar kony. 3okpeMa, Iie J03BOIisie 0e3 mpobieM
MiAKII0YaTH 30BHIIIHI 6i0mi0TeKn a00 BUKOPHCTOBYBATH BHYTPIlIHI (DYHKIIT IBUKKA AJ1s1 poOOTH 3 (Pi3HKOIO,
OCBITJICHHSIM, aHIMAIliIMH, 3BYKaM{ Ta IHIIMMH acHeKTaMH, IO IOJIETTIYE MPOIeC PO3POOKH 1 T03BOIISE
30Cepe/IMTUCh Ha OUIBIT BaXKIIMBUX 3ajadax. Taka iHTerpallis JormoMarae 30eperTd 4ac 1 pecypcH, a Takox
MOKpAIILy€e CTaOIIBHICTh MPOEeKTY [4].



B 3aranenomy, nmoequanHs Blueprints i C++ B Unreal Engine cTBOproe ifieanbHi YMOBU JUIsE PO3POOKH
CKIIAJTHUX 1 BUCOKOMPOJIYKTUBHHUX MPOeKTiB. lle M03BOjsIE pOo3pOOHMKAM IIBHUAKO CTBOPIOBATH OCHOBHI
¢yHukuii 3a momomororo Blueprints, a morim BukopucroByBatn C++ st peamizamii OibII CKIagHUX Ta
OIITUMI30BaHUX PIllIeHb, IO Ja€ MAKCUMAIILHY MPOYKTUBHICTD 1 3pyYHICTb JJIS MJTPUMKH TPOSKTY HA BCiX
eramnax Horo po3pooku [6]. Ha pucynky 1 300paxeno cucremy Blueprints B Unreal Engine.

7 Set Retor Relative Location

& OnActorEndOverlap (DoorTrigger)

Pucynok 1 — cucrema BluePrints 8 Unreal Engine

Cucrema Blueprints 8 Unreal Engine mae 6arato CHiJbHOrO 3 IHIIMMH CHCTEMaMH Bi3yaJbHOI'O
nporpamyBanHs, 30kpema Unity Visual Scripting. Bisyanbshe nporpamyBanns B Unity Takoxk peaizoBaHe 3a
JIOTIOMOT'OI0 BY3JIiB, TIPOTE€ BOHO 0Oa3yeThcsl HAa MpHUHIWMIAX TpadiuHoro iHTepdeiicy, e norika OymayeThcs
IUITXOM CTBOpEHHs aiarpam. OCHOBHOMO BimMiHHICTIO Mixk Blueprints Ta Unity Visual Scripting € piBeHb
iHTerpaIii 3 pynrieM Ta mpoaykTuBHicTh. Blueprints y Unreal Engine mpaiforoTh Ha HW3BKOMY piBHI 1
Oe3nocepenHbo reHepyroTh C++ Kom, mo 3ade3neuye BHUILY MPOMYKTUBHICTH y mopiBHsHHI 3 Unity Visual
Scripting, sikuit 6azyerbest Ha C# 1 Tipalfioe yepe3 piBeHb adbcTpakiii [1].

Blueprints Takox MatoTh 061516111 3pyYHHH iHTep¢eiic A5l CTBOPEHHSI CKIAJHUX IrPOBUX MEXaHIK, 0COOJIMBO
y BHUMajKax podotu 3 disukoro ta animamiero. Y Unity Visual Scripting st boro moTpioHO CTBOPIOBATH
OKpeMi KOMITOHEHTH 1 TMPONHCYBaTH 10AaTKoBi HamamTyBaHHs [3]. ¥ Bumagky Unreal Engine Blueprints
JIO3BOJISIFOTH  peai3yBaTH IMOMIOHI 3ajadi NUISIXOM IIPOCTOTO MEPeTSryBaHHS Ta 3'€HAHHS BY3JIB Y
BisyanmpHOMY cepenoBuii. 3aBnsku 1pomy Unreal Engine € Oinmbmn mpuBaOimBHM AJsi pO3POOHHKIB, SKi
NparHyTh MIBHJIKO CTBOPIOBATH ITPOTOTUIIM Ta PEali30BYBATH CKJIAIHI MEXaHIKHM Oe3 HAMCAaHHsI KOy BPYYHY.

OpHi€ero 3 KIIOYOBUX BIJIMIHHOCTEH MiX Bi3yalbHUM mOporpamyBaHHsM y Blueprints ta tpamuuiiinum
nporpamyBanHsM Ha C++ € IpoyKTHBHICTh BUKOHAHHS Koy [2]. Ockinbku Blueprints renepyroTs kon Ha
piBHI C++ i1 mparooTh Yepe3 J0NaTKOBH piBeHb aOCTpakilii, BAKOHAHHS KOy, CTBOPEHOTO 32 JJOITOMOT OO
Blueprints, moxke OyTH Je1io MOBIJIBHIIIMM MOPIBHIHO 3 MPSIMUM HamucanHsaM koay Ha C++. OcobimBo 11e
CTa€ TIOMITHUM Y BHITQJIKax peajiizallii CKIaJHUX aJrOpuTMiB a00 0OpOOKH BEIMKOI KiJIBKOCTI 00'€KTIB y
peasibHOMy 4Yaci. Hampuknaz, mpu poOoTi 3 BeqMkuMH oOcAramMy (i3MKM 9d OOYHCIICHHAM MITYYHOI'O
IHTeNeKTy poayKTuBHicTH Blueprints mosxe nocrynatucs unctomy koay C++ [7].

V BUMaKax, KOJU MPOAYKTHBHICTh Ma€ KPUTUYHE 3HAYCHHSI, PO3POOHUKH YacTo KoMOiHyroTh Blueprints
13 HanucanHsM kofy Ha C++. Hampukmayn, ocHOBHa Jorika rpu Moke Oytu peamizoBaHa Ha C++, Tomi sik
Bi3yaibHi e(eKTH, MTOBEiHKAa 00'€KTIB Ta aHIMAIlis MOXYTh OyTH peasizoBaHi 3a normoMororo Blueprints [4].
Lle n03BoJIsIE TOEAHATH BUCOKY MPOMYKTUBHICTH Koxy C++ i3 3pydHiCTIO HanamTyBaHHs yepe3 Blueprints.

Bisyanene mporpamyBanHs y Blueprints 3HauHO mnpumBHALIYe INpolec CTBOPEHHS IPOTOTHINB Ta
peaizanii 6a30Boi Joriku rpu. [HTYITHBHO 3p0o3yMinmii iHTEpdeiic Ta MOXKIMBICTH CTBOPIOBATH JIOTIKY TPU
IISIXOM 3'€THAHHS BY3JIB JO3BOJSIOTH IMIBUIKO €KCIEPUMEHTYBAaTH 3 IrPOBHMH MEXaHIKaMU Ta BHOCHUTH
3MiHu 6e3 motpedbu B KoMmisii koay. Y Blueprints peanizoBano cucremy Hot Reload, sixka mo3Bossie Binpasy
OauuTH 3MiHM B Tpi 6e3 HeoOXiTHOCTI TIepe3anycKy pyuris [1].

3 inmoro OoKy, HamucaHHS komy Ha C-++ BuMarae OuIbIIe Yacy Ha HaNAINTYBAaHHS CEPEIOBUIIA,
KOMITUBAIIIO Ta BiuIaropkeHHs komay. IIpore kox wHa C++ 3a3Buuaii € OuIbIn eheKTUBHUM 1 TOYHHM, IO
3a0e3rneyye cTabiIbHICTh TPH HA CKIIQJHUX eTamax po3poOku [9]. YV pesynbTaTi Ui MIBHAKOTO CTBOPEHHS
NPOTOTHINIB Ta TECTyBaHHS MexaHik nepesary Mae Blueprints, Tomi sik s ontumizamii ta (iHambHOT
peauizariii rpu eeKkTuBHIIIE BUKOpucTOBYBaTH C++.



Blueprints 3a0e3neuyoTh BECOKY THYUYKICTh Y HAJIAIITYBaHHSIX Ta CTBOPESHHI JIOTiKM I'PH Ha paHHIX eTarax
po3pobku. BizyansHe cepeoBuiie TO3BOJISIE JIETKO HANAIITOBYBATH 00'€KTH, CTBOPIOBATH aHIMallii, eheKTH
Ta 00poOMATH Tomii depe3 moaieBy Mojens. OAHaK MpHU CTBOPEHHI BEJIMKHX Irop 3 BEJIUKOK KiNBKICTIO
00'exTiB JIOTiKa, TOOyMOBaHa Ha Blueprints, Moxe cTaTé 3aHaATO CKIIAJHOIO Ta BAKKOKO JUISL i ITPUMKH. Y
TaKWX BHUITAJKaX Kpalle peani3oByBaTtu 6a3oBy soriky Ha C++ ta BukopucToByBati Blueprints mumre ms
HaJAIITyBaHb 1 B3aeMOJIIl Mixk 00'ekTamu [5].

Hanpuknan, B Unreal Engine gacTo 3acToCOBY€EThCS MiJIXiJ1, KOJIM JIOTiKa CTBOPEHHS 00'€KTIB 1 KepyBaHHS
nam’ATTI0 pealtizyerhest yepe3 C++, Toli sk aHiMaIli1, Bi3yasibHi epeKTH Ta B3aeMOJisi 00'€KTIB pealli3yloThCs
gepes Blueprints. Lle no3Boinsie gocsartu 6ajaHcy MiK MPOIYKTHBHICTIO Ta 3pYYHICTIO PO3POOKH. Y BEIHMKHX
npoekTax BUkopuctanHs C++ amst 6a30Boi Joriku 3abe3mnedye MaciTaboBaHICTh Ta €()eKTHBHICTh, TOA1 K
Blueprints 103BoSFOTH MIBUIKO BHOCHTH 3MiHH Ta HAJIAIIITOBYBATH MOBEIIHKY OKpeMHUX 00'eKTiB [2].

Mortal Kombat 11 Gyna ctBopeHa cryjiero NetherRealm na momudikosaniii Bepcii Unreal Engine 3. B
nporieci po3poOKH YaCTKOBO BUKOPUCTOBYBamcs Blueprints 171st CTBOPEHHS AESKUX aCTIEKTIB irpoBOi JIOTiKU
Ta HAJIAIITYBaHHS aHIMaIlil, 1[0 3HAYHO TPUCKOPHIIO MPOIIEC TECTYBAHHS Ta BHECEHHS 3MiH 0e3 He0O0XiTHOCTI
nepekoMmisinii koxy. Lle mo3Bonmio po3poOHMKaM HIBUAKO HaJalITOBYBAaTH OOWOBI MEXaHIKM Ta OasiaHC
MePCOHAXIB, a TAKOX CTBOPIOBATH CIICHApI1 IJIs1 KaT-CIICH 1 B3a€MOJIi1 IEPCOHAXKIB.

Bukopucranns Blueprints mpHCKOpHIO CTBOPEHHSI HABYAJIBHOTO PEXHMMY Ta TOHKE HAJAINTYBaHHS
00HOBOI CHCTEMH, OCKUIBKM AW3aHEpH MOTJIM IPALIOBaTH 3 JIOTIKOI I'pd 0e3 3aydeHHsS MPOrpamicTiB.
OnHak Jesiki HEJOMIKW BKITIOYaiM 30iJIbIIeHE CIIOKMBAHHS TaM’siTi 4epe3 BUKopucTaHHs Blueprints, mo
MOTJIO BIUTMBATH Ha MPOIYKTHBHICTh Ha KOHCOJISIX TIONIEPEIHBOr0 MOKOoMiHH. KpiMm Toro, ckiajHi cueHapii B
Blueprints Oynu Ba)XKO KEpOBaHUMH Yepe3 3aluTyTaHy CTPYKTYPY BY3JB, IO YCKIATHIOBAJIO MIITPUMKY Ta
OIITHUMI3AIliF0 Ha Ti3HIX eTanax po3pooKHy.

OnHUM 13 BUKIHMKIB IiJ] 4ac po3poOku Oyio moequaHHs komxy Ha C-++ i3 JIOTIKOIO, CTBOPEHOIO uepes
Blueprints. Ile crBoproBano moTeHIiHHI KOH(MIIKTH IMiJ 4Yac HAJNAMNTYBaHHS CKIAQJHUX MEXaHiK 00r0.
Hanpuxknan, neski komOiHatii aTak MOTJIM HEKOPEKTHO MpaIlioBaTy yepe3 KOHQIIIKTH Mik kogoMm i Blueprint-
cueHapisiMi. Po3poOHWKH BHpIITYBaIy 110 MPOOJIEMY MUITXOM YITKOTO PO3IMOJUTY BiIITOBIAAIBHOCTI MiX
Blueprints i C++: KpuTHYHO BayKMBI MeXaHiku 3anumramicsa B C++, ToAl SK BTOPUHHI HalalITyBaHHS
(amimanii, epexrw, orika Ul) peanizoByBamics yepe3 Blueprints.

BucnoBxku

Bisyamsae mporpamyBanns B Unreal Engine 3a monomororo cuctemu Blueprints cripaBuito 3Ha4HUI BIUTHB
Ha MpoIec po3poOKH irop, oco0aMBO y cepi MPUCKOPSHHSI CTBOPSHHSI irPOBOI JIOTIKU Ta MPOTOTHITYBAHHSI.
3aBnsaku Blueprints po3poOHUKM OTpHMaiM MOXIHUBICTH IIBUAKO PEai30BYBAaTH CKJIaJHI MeXaHiku 0Oe3
HEOOXITHOCTI TIMOOKUX 3HaHb nporpamyBanHs Ha C++. lle mo3Bonmiio au3aliHepaM irpoBOroO IMpOLECy
CaMOCTIHHO CTBOPIOBaTH 1 TECTYBaTH IrPOBY JIOTIKy, 3MEHIIYIOYM HABAaHTAKEHHS HA MPOTPaMICTiB 1
CKOPOUYIOYH 3arajJbHHU 4ac PO3POOKH.

[opisusmHs Blueprints i3 Tpaauuiiiaum nporpamyBanHsm Ha C++ mokasaio, mio Blueprints 3a6e3neuyoTsh
BUILly IIBHIKICTH CTBOPEHHSI Ta TECTYBaHHS IrpOBOi JIOTIKM 3a PaXyHOK HPOCTOTH BUKOPHCTAHHS Ta
Bi3yalbHOTO BifoOpaskeHHs Joriku. 1le poOuTh 1X 3pydHUMH JUIsl IBUKUX 3MiH 1 HAJIAroJKEH Hsl, 0COOIMBO
Ha eTarli IPOTOTHITYBaHHS Ta MOYaTKOBOI po3poOku. OIHAK 3 TOYKH 30Dy MPOTYKTUBHOCTI, KOJI, HAITMCAaHHUI
Ha C++, Mae mepeBary, OCKUILKM BiH BHKOHYEThCSI IBHIIIE 1 J03BOJISIE OiNbII €(EKTUBHO KEpyBaTH
BUKOPHCTAHHSM I1aM’ST1 Ta pecypciB. Y CKIaIHUX ITPOBHX MPOEKTaX PO3POOHUKH YacTO BUKOPHUCTOBYIOTh
koMmOiHamiro Blueprints i C++ mis JHOCATHEHHS ONTHMAILHOrO OalaHCy MIiXK IIBUJKICTIO PO3POOKH Ta
MPOTYKTHBHICTIO T'PH.

Jis mocsTHeHHsST MaKCHMalbHOI e(eKTUBHOCTI B po3podii irop Ha Unreal Engine pexomeHayeThes
noeanyBaru Blueprints ta C++ 3anmexxHo Bij etamy po3poOku Ta THIy 3aBiaHHs. Blueprints igeaibpHO
MIXOAATh JJIS IIIBUKOTO CTBOPSHHS MPOTOTHITIB, HAAIITYBAaHHS MEXaHIK Ta CTBOPCHHS aHIMAIlil, OCKiJIbKH
BOHH JIO3BOJISIIOTH JM3aliHEepaM irpOBOTO MPOIIECY MPAIFOBATH 3 JIOTIKOK Tpy 0e3 3aydeHHS MPOrpaMicTiB.
Le 103BOIIsAE MIBUAKO TECTYBATH Pi3Hi i/I€i Ta BHOCUTH 3MiHH B peaibHOMY 4aci. OnHak y GpiHaIbHUX CTaIisX
PO3po0OKH abo MpH CTBOPEHHI MPOTYKTUBHO IHTCHCUBHUX MEXaHIK (HAIPUKIIAI, 00pOOKH (i3UKH, ITYIHOTO
IHTEJIEKTy UM CKJIAJHUX MEpEeKEeBUX CHCTEM) JMOMIJIIBHO BHKOpHCTOBYBaTH C++ U1 ITiBHIICHHS
NPOJIYKTHBHOCTI Ta KpaIoro KepyBaHHs pecypcamu. ONTUMAaIbHUM MiJXO0J0M € CTBOPEHHS 0a30BOi JIOTiKK
ta (yskuaionany B C++, a Bukopucranns Blueprints — 1 Oi7bII THYYKAX HAJAIITYBaHb 1 MIBUIKAX 3MiH.



Takum YMHOM, KOMOiHaIlisi 000X TAXOIB TO3BOJISIE JJOCSATTH BHCOKOI TPOTYKTHBHOCTI Ta THYYKOCTI ITiJ] 4ac
PO3pPOOKH CKJIAJIHUX ITPOBUX MTPOEKTIB.
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