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PEDEPAT

Kganidikamiitna po6ora 6akanaBpa: 80 cTOpiHOK, 36 pucyHKiB, 4 Tabmnuil, 17
TDKEpert.

Meta po6oTH — CTBOpeHHsI KoMmm 'toTepHoi rpu Ha pymii Unreal Engine y
»kaHpi Immersive Sim 3 enementamu Stealth, po3poOka ycix moTpiOHMX MEXaHIK Ta
CUCTEM TPHU.

O0'eKT AOCIIIKeHHS - KOMIT IOTEPHA Tpa K NPOTPaMHUN MPOAYKT, IO
peani3zye MexaHiku xaHpy Immersive Sim Ta Stealth y cepenosumi Unreal Engine.

IIpenmer aocCaiKeHHsI - TPOLECH, METOAM Ta 3aco0M PO3pOOKH
KOMIT'FOTepHOT Tpu y xkaHpi Immersive Sim 3 enementamu Stealth, 3
BuKopucTtanHsaMm pyurist Unreal Engine..

MeToam A0CTisKeHHsI — TIIOIIYK 1 TOPIBHSHHSA ICHYIOUHMX METOJIB 1
TEXHOJIOT1A MPOEKTYBaHHS 1 po3po0ku Komm'toTepHux irop Ha Unreal Engine ta
IHIIMX ITPOBUX PYIIiAX, aHam3 o¢iuiinoi gokymenTaiii Unreal Engine, momyk 1
JOCITIDKEHHS ICHYIOUMX ITPOBUX MPOEKTIB y kaHpax Immersive sim Ta Stealth.

Pe3yabTar podoTu:

- PeanizoBano koM totepHy rpy Ha pymrii Unreal Engine B sxaupi Immersive
Sim 3 exemenTamu Stealth;

- Po3pobrieHo yci irpoBi MeXaHIKH Ta CUCTEMU TPH, 0 € HEOOXITHUMU JIJIst
peaiizallii mocTapiIeHUX 3aja4.

HoBusna podotu — nossirae y po3poOrii komn’1oTepHoi rpu Ha pymiii Unreal
Engine 3 opuriHagbHUMH ITPOBUMHM MEXaHIKaMU TEPEMILIEHHS Ta B3aEMOIIl 3
IrPOBUM Cepe/IoBHILEM 4epe3 enekTpoMepexi. [IpoekT mnoegHye W po3BuBae
KoHIIemii kaHpiB Immersive Sim 1 Stealth.

KmrouoBi caoBa: Unreal Engine, C++, Komm’rotepHi irpu, Bigeoirpw,

Immersive Sim, Stealth, IrpoBi mexaHiku.



AHOTAIUS

Ksanidikamiitna podota 6akanaBpa MiCTUTh HACTYITHI CTPYKTYPHI YaCTHUHHU:
BCTYT, YOTUPH PO3/ILIN, BACHOBKU Ta CITUCOK BUKOPUCTAHUX JIKEPE.

[lepmnii po3ain «AHami3 NpeaMeTHoi 00J1acTi» CKIATA€ThCsl 3 TaKUX
MIIPO3/LTIB: «AHaM3 xaHpy Immersive Simy», «Anani3 xaHpy Stealth», «Irposi
MexaHiku xkaHpiB Immersive Sim Ta Stealth», «/Iu3aitn piBHIB irop B »xkaHpax
Immersive Sim Ta Stealth», «Ormsng pymis Unreal Engine ams cTBOpeHHs
KOMIT FOTepHUX 1rop» 1 «BucHOBOK 10 po3ainy 1». Po3ain ommcye mocmimxeHHs
xaHpiB Immersive Sim Ta Stealth, ormsin irop umx ’kaHpiB, mpUTaMaHH1 IrPOBI
MEXaHIK{ Ta au3aiiH piBHIB. Takox po3ain mictuTh orisy pyuris Unreal Engine sik
THCTpYMEHTA JIJIsl pO3POOKU KOMIT FOTEPHUX 1T0p.

Hpyruii po3ain «AHajai3 BUMOT Ta po3poOKa MPOEKTHHUX crenudikarii
CKJIQIA€ThCS 3 HACTYMHHUX MiAPO3AiIiB: «BUMOTH 10 MPOrpaMHOTO MPOAYKTYY,
«Konuenuis rpu», «Po3pobka npoektHux crneuudikamiity, «Ilodymosa miarpamu
npeneneHTiB»y Ta «BucHoOBOK 10 po3nuny 2». Po3min ommcye yci BUMOTH 0
CTBOPIOBAHOTO TMPOTPAMHOTO TMPOJIYKTY, BH3HAYAa€ KOHLEMII TpH, a TaKOXK
¢GyHKIIIOHANBHI 1 HEPYHKIIOHAIBHI crienudikarii.

Tpetitt po3ain «lIpoexkTyBaHHS MPOrPaMHOTO MPOIYKTY» MICTHTh TakKi
nigpo3aimu: «lIpoektyBanHs knaciB rpu», «[IpoekTyBaHHS IrpOoBHX MEXaHIK Ta
cuctem», «IIpoextyBanHs piBHsI rpu» Ta «BUCHOBKH 110 po3aity 3». Po3ain onucye
INPOEKTYBaHHS YCI1X HEOOX1THMX aCHEKTIB IPU, 3aCHOBYIOUHCH HA BUMOTaX.

Yereptuit po3ain «Po3pobka Tpuw» CKIANA€ThCS 3 TaKUX IMAPO3ILIIB:
«IIporpamua peamizaiis MexaHik Tpu», «l[IporpamHa peamizailis MITYy4YHOTO
1HTEeNeKTY», «CTBOpEHHs piBHS Tpu», «IHCTpyKLis KopucTyBauyay, «llepcrnekTuBu
PO3BUTKY» Ta « BUCHOBKH J10 po3uTy 4». Y po3/iii onucaHa nporpamMHa peaizaliis
yCiX CIPOEKTOBAHUX EIIEMEHTIB TPH, PO3TISHYTO MEPCIEKTHBH PO3BHUTKY TPH,

HAJAaHO THCTPYKIIII0 KOPUCTyBaya.



ABSTRACT

The bachelor's qualification work consists of the following structural parts:
introduction, four chapters, conclusions, and a list of references.

The first chapter, "Analysis of the Subject Area," includes the following
subsections: "Analysis of the Immersive Sim Genre," "Analysis of the Stealth
Genre," "Game Mechanics of the Immersive Sim and Stealth Genres," "Level
Design in Immersive Sim and Stealth Games," "Overview of the Unreal Engine for
Game Development," and "Conclusion of Chapter 1." This chapter describes the
research of the Immersive Sim and Stealth genres, an overview of games in these
genres, their characteristic game mechanics and level design. It also includes an
overview of the Unreal Engine as a tool for video game development.

The second chapter, "Requirements Analysis and Development of Project
Specifications," includes the following subsections: "Software Product
Requirements," "Game Concept," "Development of Project Specifications," "Use
Case Diagram Design," and "Conclusion of Chapter 2." This chapter outlines all the
requirements for the developed software product, defines the game concept, as well
as functional and non-functional specifications.

The third chapter, "Software Product Design," contains the following
subsections: "Game Class Design," "Design of Game Mechanics and Systems,"
"Game Level Design," and "Conclusion of Chapter 3." This chapter describes the
design of all necessary aspects of the game based on the specified requirements.

The fourth chapter, "Game Development," consists of the following
subsections: "Software Implementation of Game Mechanics," "Software
Implementation of Artificial Intelligence," "Game Level Creation," "User Manual,"
"Development Prospects," and "Conclusion of Chapter 4." This chapter outlines the
software implementation of all designed game elements, discusses the game's

development prospects, and provides a user manual.
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["efimrield, irposiag — irpoOBUIA MpoIIecC

NPC — Non-playable character

Bot — nepcoHax, 1110 KEpPyeTHCSI KOMIT FOTEPOM

Tpeiicunr — 3ammyck npomeHs B cepenoBuiili Unreal Engine
Immersive Sim — iMEpCUBHUIN CUMYJISITOP - KaHP BIEOIrop
JIKM, TIKM - JliBa kHomnka muiii, [IpaBa kHOMKa MuIi

UI — User Interface
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BCTYII

Ha chorouimiHii AeHb irpoBa iIHAYCTPIs CTajda OAHIEIO 3 MPOBIIHUX TaTy3eH
CTBOPEHHS PO3BAXAIBHUX TPOAYKTIB, fKa CTPIMKO TMPOJIOBKYE 3POCTATH,
OXOIUTIOKOYHN BCE OUIBINY aBIUTOPIIO JtoaAei. TexHoIorii po3po0KH KOMIT IOTEPHHUX
IrOp JI€MOHCTPYIOTh MOCTIMHHMIA MPOTpec y PO3BUTKY, IO AO03BOJISIE TBOPISIM
BIJICOITOp CTBOPIOBATH BCE OUIBII TEXHOJIOTIYHI, TMOOKI Ta IMEpPCUBHI ITPOBI
nocsinu [2] [11]. TIpu oMy Temep irpu, sKi MOXXHa OJHO3HAYHO BIHECTH 0
OJIHOTO MEBHOTO ’KaHPY — BEJIMKA PIKICTb, 1 TAK1 IFPU YaCTO € HIIIOBUMU, OCKUITBKU
B TIPOIEC] €BOJIOLII TeiiMIeBy IIMPOKOTO 3aCTOCYBaHHS Halylo CTBOPEHHS
PI3HOMAHITHUX ITPOBUX CHCTEM 1 MEXaHIK, SIKl 3MIIIYIOTh Y C001 JeKiIbKa KaHpPIB
abo enemeHTIB kaHpiB. Lle MOB’s3aHO 3 PO3BUTKOM TEXHOJOTIH 1 OYIKyBaHHSIMHU
I'PaBIIIB, SIKI TETEP y MOIIyKax OUIBIIOI CHCTEMHOCTI 1 cBOOOAM il y irpax [1].

VY cBOMWO Yepry, po3BUBAIOTHCS 1 MIIXOIU 10 AU3alHY IrOp, CTBOPIOIOTHCS
HOB1 TMPHUHIMIIHA, METOAM 1 MOIVIAAM Ha IrpU, y TOMY YHCII 1 3 TOYKH 30Dy
reiimauzainy. [lomiTHUN BIUTUB TYT Mae xaHp Immersive Sim, 6arato eJ1eMeHTIB
SKOTO TeTep € TOMMUPEHUMHU Yy aOCOJMIOTHO Pi3HMX irpax. Jleski crtarTi HaBiTh
PO3BUBAIOTh TOHSTTS IMEPCUBHOTO CHUMYJISITOPA, PO3IMIMPIOIOYM MOTO JI0 HOBOI
napajgurMy, HOBOTO MiAXOAY 10 CTBOpeHHs irop [13].

AKTyajabHicTb TemH. Hapasi po3poOHMKHM BIZI€OIrOp YacTO MParHyTh
peanidyBaTH y CBOiX Irpax OaraTo €JIeMEHTIB, sIKi 3a CBOIM TMOXOKEHHSIM
npuTaMaHHI JKaHpy IMEpCHBHOTO CUMYyIATOpa, TUM CaMHM TiJIKPECITIOETHCS
AKTyaJIbHICTh JAHOTO JKAHPY TA HOTO eleMeHTiB 3apa3. Moy mpuramaHHi Taki
€JIEMEHTH, SK CHCTeMHa B3aeMOJis, CB0OOOJa BHUOOpPY Ta BaplaTUBHICTH
POXOPKEHHS I'PH, IHTEPAKTUBHICTD CBITY DU Ta 1HIII €JIEMEHTH, K1 TyKe CUIBHO
BIUIMBAIOTh Ha 3arjMOJICHHS TPABIlS y ITPOBUM CBIT, THM CaMHUM HAJal0Th IIKaBUH 1
yHIKaJIbHUMN 1ITpoBUH J0CBI [16].

Mera i 3apmaui fgocaigkeHHs. MeTo JOCHIIKEHHS € CTBOPEHHSA
KoM roTepHoi rpu Ha pymnii Unreal Engine y xanpi Immersive Sim 3 enemMeHTaMu

Stealth. OcHoBHMM 3aBHAHHSIM JOCIHIPKEHHS € PO3BUTOK 1€ BKa3aHUX KaHPIB
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BIZICOITOp Ta CTBOPEHHS 1 BIPOBAXKEHHS HOBUX 1/1eH, CIIPSIMOBAHUX Ha HaJaHHA
KIHIIEBOMY CIIOKMBady, TOOTO TI'paBIeBl, HOBOT'O, YHIKQJIbHOTO, 1HTEPAKTHUBHOIO
IrpOBOTO JIOCBITY T'PH.

J11s BUKOHAaHHSA JOCTIKEHHS TOTPIOHO BUKOHATH Psf 3a7au:

- 3aiACHUTH aHali3 MPeAMETHOI 00J1acTi, 3HAWTH Ta JTOCTIAUTH TPHUKIAIN
KOMIT FOTEpHUX irop y JKaHpax IMEpPCHBHOTO CHUMYJIATOpa Ta CcTelica, ado kK
MICTSTh  €JeMEeHTH IuxX kaHpiB. [IpoaHamizyBaTh SK  KJIaCH4YHI,
(dbyHIaMeHTaNbHI TaK 1 Cy4yacH1 MPOEKTH;

- BuzHauuTH KIOYOBI BIJIMIHHOCTI 1 OCOOJMBOCTI IrOp JaHUX >KaHPIB BiJ
1HIINX, 00paTH, sIK1 3 HUX 0COOIMBOCTEN OYyTh 3aCTOCOBAHI B MPOEKTI;

- CnopoekTyBatu Biieorpy, yci ii MeXaHiKi, CHCTEMH Ta 1HIII €JIEMEHTH;

- Po3pobutu xomm’roTepHy rpy, 1o Oyae BiAMOBIIATA METI AOCIIKEHHS, 1

MaTuMe y co01 HeoOXiaH1 CIIJITAaHOBAHI 1 CIIPOEKTOBAHI €JIEMEHTH.

O0'exT nOCaiIKeHHsI - KOMIT IOTEpHA T'pa SIK MPOrpaMHUNA NPOIYKT, L0
peanizye MexaHiku kaHpy Immersive Sim Ta Stealth y cepenosumi Unreal Engine.

IIpenmer [ociigxKeHHs1 - TIPOLIECH, METOAM Ta 3aco0u Ppo3poOKU
KOMI'IOTepHOT Tpu y xaHpi Immersive Sim 3 enementamu Stealth, 3
BukopucTanHsaMm pyiris Unreal Engine.

HaykoBa HOBH3Ha olep:kaHUX pe3yJbTaTiB. Po3po6iieHa HOBa KOHIIETIIs
IHTepaKTUBHOI CBOOOJM BHOOpPY B IrpOBOMY MPOIIECi, IO peaTi3yeTbCsl yepes
YHIKQJIbHY CUCTEMY MEPEMIIICHHs Ta B3a€MO/IIi IpaBls 3 I'POBUM CEPEIOBUILIEM.
CTBOpEHO OpUTiHAIbHI ITPOBI MEXaHIKH HABIraIlii piBHEM TPH Yepe3 CUMYJIbOBaHI
€JIEKTPOMEPEXKI Ta CUCTEMY B3a€EMO/I11 3 HUMHU, IO CIPUSIE OTPUMAHHIO YHIKAJIBHOTO
IrpOBOr0O JOCBiy. 3ampoloOHOBaHI PIIIEHHS pO3BMBAIOTh HASBHI MIAXOIU 1
BIIPOBA/DKYIOTh HOBI 17ei Ta KOHIeniii »aHpiB Immersive Sim Tta Stealth,
CIIPUSAIOYU 3POCTAHHIO PIBHSA ITPOBOi BapiaTMBHOCTI, TJIMOIIOMY 3aHYPEHHIO Y

TeHMIIICH 1 3arayIbHIM €BOJIOMIT X KAHPIB Ta IrPOBO1 IHAYCTPIi B ILJIOMY.
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I[IpakTuune 3HAYeHHs  oJep:KaHMX  pe3yabTaTiB. Po3pobienHa
KOMIT'FOTepHA Tpa MOXKe OyTH BHKOpHUCTaHa B IrpOBIM 1HAYCTPIi I CTBOPEHHS
YHIKQJIBHOTO 1TPOBOTO JIOCBIAy Ta 3aJ0BOJICHHS PO3BAXAIbHUX TMOTPEO
KopucTyBauiB. BoHa TakoXX MOXKe CIYryBaTH TMPUKIAIAOM peami3alii HOBHX
reMMITIEHHHUX MIXO/IB, CIPUATH MOJAIBIIIOMY PO3BUTKOM kaHpiB Immersive Sim
ta Stealth, a Takox OyTH JKEpesloM HaTXHEHHS Ta 1€ JJIsS 1HIIUX PO3POOHUKIB
BiZIe0ITOp.

TeopeTnune 3HaYEeHHS O/lepP:KaHUX pe3yJbTaTiB. PoboTa y3arampHIOE Ta
CUCTEMATHU3y€ MIIXOAU [0 TPOEKTYBaHHS IFPOBUX MEXaHIK Ta CHCTEM
KOMIT IOTepHUX Irop y kaHpax Immersive Sim ta Stealth, 30kpema B KOHTEKCTI
peaizalli IHTepakTUBHOI CBOOO M BHOOPY I'paBlisl 1 BaplaTUBHOCTI MPOXOKCHHS.
3anponmoHOBaHI  pIMIEHHS  MOXYTh  BHUKOPHCTOBYBATHUCS B  IMOJAJIBIIHAX
JTOCIIDKEHHAX Y cepl reiMan3aiiny, po3poOKH Ta MPOEKTYBaHHS BiA€OIrop.

Okpemi TIOJOXKEHHS, 17ei Ta HampalfoBaHHs 1€l POOOTH YaCTKOBO

3aCHOBAHI Ha MOMEPEHIX HaBYAIbHUX pOOOTaxX aBTOpA.



