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OCOBJIMBOCTI PO3POBKH ABTOPCBHKOI 2D I'PU 3 BUKOPUCTAHHSM
ITPOBOI'O PYIIIA UNREAL ENGINE 5

Y pobomi nooano ocobrusocmi pospobru aemopcvroi 2D epu 3 euxopucmannusm Unreal Engine 5. Memoro
pobomu € nokpaujents i2poeoeo npoyecy 2D epu 3a 00nomo2010 po3uuperts PYHKYIOHATLHUX MONCTUBOCIEN i2DOBO20
pyvuwisa Unreal Engine 5. Unreal Engine 5 —ye cyuacnuii icposuti pywiti 015 po3poOKu ieop, AKULL MA€ iHCMpyMeHmu O
CMBOPEHHsL 3aXONTIOI0UUX NPOCIMOPOBUX C8IMI8, animayitl ma ieposux mexauik. Lleu pywiti oomedxcenuii y pospooyi 2D
icop, ane ichyloms 000amKo8i iHCMpyMeHmu 015 NoAe2UWeHHsA ma NoKpaweHHs pobomu 3 po3podxoro. Boyoosanuil niazin
Paper2D ma 6eskowmosnuii naacin PaperZD 3nauno nonezwiunu ma npuckopuiu po3pobry 2D epu, a cawme,
HALaumy8anHs PisHOHANPAGIeHUX animayill, cmeopenus state machine, cmeopennsa Animationlnstance, AnimationSource
Blueprints. Kpim moeo, Unreal Engine nompe0ysas nesHux Ha1aumy8aHs, ki NOmpioni 0yau He minoku 0Jis NOKPAUeHHs
AKocmi epagiku, a maxoxic 0Jist YHUKHEHHS epagiunux apmugaxmie ma nokpawents poobomu epu. 11io uac pospobxu 6yio
BUSABIIEHO NPOONEMY 3 HANAWMYBAHHAM KONI3Il Ol 63a€MOO0Ii ma AKopem nepconaxica. Ak pe3ybmam 00Cnioxcents: 6yno
3HaU0eHo piulenHs yiel npobaemu ma enposaddceno y 2D epy. Bpaxoeyiouu eci ocobrusocmi pobomu 3 2D iepamu, y
ieposomy pywii Unreal Engine 5 mooicna po3apobumu 2py 3 ROKpAWEHUM [2D08UM NPOYECOM, IKICHOI ePApIK0I0 30 MeHUUTL
nepioo uacy. Ilopisurowuu pospobneny asmopcovky 2D epy 3 inwum 2D npoexmom, pospodaenum y Unreal Engine 5 6e3
BUKOPUCMAHHA Onucanux mexuik ma naaciny PaperZD, ecmanoseneno, wjo euxopucmanus niaciny PaperZD ma
BUKOPUCIAHHA  AliNi@ 3 PO3UWUPEHHAM jSON 3HAYHO NPUCKOPUNU mMa Nokpawuau pospobxy 2D epu. 3minenns
Hanawmyeansb NpoeKmy ma Gukopucmanus moougixosamnozo PostProcessing Volume 3nauno nokpawunu epagixy ma
npodykmusHicms 2pu. Pospobnena aeémopcvka 2D epa ycniwHo npouuiia mecmyeanHs ma MAae NOKPaweHuil ieposutl
npoyec, AKICHY 2pagiKy ma HALe’CHY npooyKmMuGHICmb.

Kmiouoei cnosa: 2D iepu, Unreal Engine 5, gamedev, indi-po3pooxa.
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FEATURES OF DEVELOPING A 2D AUTHORIZED GAME USING THE UNREAL ENGINE 5

The work presents the features of developing an author's 2D game using Unreal Engine 5. The method of work is to improve
the gameplay of a 2D game by expanding the functionality of the Unreal Engine 5 game engine. Unreal Engine 5 is a modern game engine
for game development, which has tools for creating exciting spatial worlds, animations and game mechanisms. This engine is limited in
the development of 2D games, but other additional tools to facilitate and improve the development work. The built-in Paper2D plugin and
the free PaperZD plugin have greatly facilitated and accelerated the development of a 2D game, as well as setting up multi-directional
animations, creating a state machine, creating Animationlnstance, AnimationSource Blueprints. In addition, Unreal Engine required
certain settings that are needed not only to improve the quality of graphics, but also to avoid graphic artifacts and improve the game.
During development, a problem was discovered with the settings of collisions for interaction and the character anchor. The research found
a solution to this problem and implemented it in a 2D game. Taking into account all the features of working with 2D games, in the Unreal
Engine 5 game engine, it is possible to develop a game with improved gameplay, high-quality graphics in a shorter period of time.
Comparing the development of the author's 2D game with another 2D project developed in Unreal Engine 5 without using the described
technique and the PaperZD plugin, it was found that using the PaperZD plugin and using files with the json extension significantly
accelerated and improved the development of the 2D game. Changing the project settings and using a modified PostProcessing Volume
significantly improved the graphics and performance of the game. The developed author's 2D game successfully passed testing and has
improved gameplay, high-quality graphics and proper performance.
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ITocTanoBKa Mpo6JieMH y 3aralbHOMY BUIIsAL Ta 1i 3B 430K i3 BaKIMBUMH HAYKOBUMH
YU MPAKTUYHUMH 3aBIaHHIMH

VY cywdacHOMy CBIiTi irpoBa IHAYCTpif TOCTIHHO PO3BHBAETHCS, TEXHOJOTII Ui iX pPO3pOOKH
BJIOCKOHAJIIOIOTECSI Ta OHOBIIOIOThCS. HuUHI Ile OfHA 13 MpPOBIAHMX Tamy3el, sika CTHMYIIOE PO3BHTOK
KOMII'FOTepHUX TexHOJOoTiH. st po3poOku 2D irop icHyroTs pi3Hi irpoBi pymrii, a came Unity, Unreal Engine
5, Godot, GameMaker Ta 6araro iHmmx. /loHeaBHa icHyBaB cTepeoTHIl, 110 3a gornomoroto Unreal Engine 5
HEMO>KIJIMBO 3po0uTH siKicHy 2D rpy, aje npoTsSroM OCTaHHIX POKIB 3’sIBUJIMCH HOBI IHCTPYMEHTH Ta TEXHIKH,
110 MOJIETIIYIOTh Po3poOKy 2D irop.

Unreal Engine 5 — e oauH 3 NpoBiJHUX Ta HaWCYYacCHIMIMX IMPOBHUX PYIIiiB, 32CTOCYBAaHHS SKOTO
MOXIJIMBE HE TUIbKH IJ1s1 po3poOKu rinep-peanictuaanx AAA 3D irop, a Takosx Juist po3pooku 2D irop, mpote
€ 1esiki 0COOIMBOCTI, 3 IKUMHU MOKHA 3IIITOBXHYTHUCH ITiJT 9aC pO3pOOKH.
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AHaJi3 nocairkens Ta myoaikamii

Ha cporoaHi icHye BeJMKa KiUIBKICTh IHCTPYMEHTIB Ta TEXHIK Juist po3pobku 3D irop Ha irpoBoMy
pyuii Unreal Engine 5, ane ix He Tak 6araro st po3poOku 2D irop. BBaxaerbces, mo po3podka 2D irop 3a
nmormomororo Unreal Engine 5 € myxe HENpakTUYHOK a00 HABITH HEMOXKIHUBOIK, aJic ICHYIOTh MaJOBiIOMIi
IHCTpYMEHTH Ta TEXHIKH, sIKi mojermytoTts neil npouec. Cam mo cobi Unreal Engine 5 oOmexenuit ams
po3pobku 2D irop, came TOMy BHHHUKae 1oTpeda y HMOEIHAHHI Pi3HUX IUIAriHIB Ta TEXHIK, 100 PO3MINPUTH
(YHKIIOHAJ IrpOBOrO PYILis Ta MTOKPALIUTH SKICTh IPOrpaMHOro npoaykry [1-3].

@opMyJIIOBaHHS Wijel cTaTTi

Metoto poboTH € TOKpamieHHs irpoBoro mpomecy 2D rpu 3a JONOMOTOI0 PO3IIMPEHHS
(YHKIIOHATFHUX MOXKIIHBOCTEH irpoBoro pymrist Unreal Engine 5. Lle cnipusiTiiMe TiABHIICHHIO SIKOCTI TPH Ta
il rpadixm, Takok 3a0e3MeunTh Kpanly poOOTy aHIMAIlH y Tpi, IO TaKOX MOKPAIIUTh irpOBHI Hporec Ta
irpoBHi TOCBiJ KOPUCTyBada. 3aCTOCYBAaHHS Pi3HHX TEXHIK IMOJIETIIHTH Ta MPUCKOPUTH PO3POOKY TPH, IIie
CIPUATHME EKOHOMII Jacy, MOTpiOHOTO I pO3pOOKH TPH.

Jlns mocsrHeHHS 1iel MeTH MOTPiOHO BUPIIIUTH TaKi 3a/1adi:

1) mpoBecTH aHami3 ICHYyFOYMX IHCTPYMEHTIB Ta TEXHIK JUIS IOKpAIEeHHs PO3pOOKH aBTOpchKoi 2D rpu 3
BUKOpHCTaHH:M irpoBoro pyurist Unreal Engine 5;
2) npoaHaii3yBaTH NpoOJieMH, sIKi BUHUKIIH MiJ 9ac po3poOku aBTopcbkoi 2D rpu Ha irpoBoMy pymii Unreal
Engine 5 Ta oOrpyHTYBaTH pillleHHS U1 YCYHEHHS IUX IPOOIIeM;
3) mpoBecTH TecTyBaHHS PO3POOKH;
4) 3poOUTH BUCHOBKHU Ha OCHOBI MIPOBEJCHUX JIOCIIKEHb.

Bukiag ocHOBHOro MaTtepiaiy

Po3pobniena aBropchka 2D rpa 3a gmomomororo irposoro pymisi Unreal Engine 5 — ne npuxnan
BHKOPHCTAHHS CyJaCHHUX TEXHOJIOTIH s pO3pOOKH KITACHIHUX peTpo-irop. HaiibinkIma mpobiema y po3pooii
2D rpu 3a gonomororo irposoro pymrist Unreal Engine 5 — ne HanamryBaHHS aHiMaIii, 100 BOHU BUTIISIATN
peanictiyHo Ta 6e3 6aris. [y po3podku 2D irop y Unreal Engine 5 icaye BOynoBanuii marin Paper2D. Paper
2D — e cuctema irpoBoro nporecy Ta aniManii Unreal Engine, siky MoXKHa BUKOPHCTOBYBATH ISl CTBOPEHHS
2D Ta 2D/3D ribpuaaux npoekTis [4, 5]. OcHoBHuI THH pecypey Paper 2D nazuBaeThes cupaiitom. Cripaiitu
— [l CTaTWU4HI BOBUMIpPHI TEKCTYpH, SIKI MOXXHa BHUKOPHUCTOBYBATH JUIsl TPEJCTABICHHS NEPCOHaXiB abo
00’ekTiB mif yac po3poOku npoektiB y Unreal Engine.

JIJ1s1 KOPEKTHOTO BiJJOOpayKEHHS! TEKCTYPH CIIpaiiTa MOTPiOHO BCTAHOBUTH IIEBHI HAJIAIITYBaHHA. 3a
3aMoOBYyBaHHsIM yci 2D-300paxenns, imnoproBani B Unreal Engine, OyayTh iMnoproBaHi Sk TEKCTypHi
pecypeu. O6pobOka 300pakeHb 3a 3aMOBUYBaHHSIM, KA MIPU3HAYCHA /11 00poOKH TeKCeTyp i 3D-Momenei i
00’€KTIB, 3IJ18JPKy€ Ta IOM’SKILIye (aidny 3 HU3bKOIO PO3ALIBHOIO 3/IaTHICTIO, HanpuKiaa 2D-nepcoHaxi ta
00’extn. Tomy mst Toro, mo0 30eperTH BUTIIA CHpPaiTIB 13 HA3BKOIO PO3AUTHFHOIO 3IATHICTIO, MOTPiOHO
3aCTOCYBaTH JI0 PECypCy HaJlallITyBaHHs JBOBHMIPHOI TEKCTypH marepy. Kpim Toro, HeoOXimHO 3MIHHUTH
¢uteTp Teketypu 3 Default Ha Nearest. Ha puc. 1 mogano nopiBHSHHS TEKCTYp CHpaiTa TOJIOBHOTO IIEPCOHAXKA
3 NPaBHJILHUMH HaJIAIITYBaHHSIMH Ta 0€3 HHX.

a o

Puc. 1. IlopiBHAHHS TEKCTYp cNpaiiTa roJJ0BHOTO MEPCOHAKA: a - 3 MPABHJILHUMH HATAIITYBAHHAMH;
0 — 0e3 NpaBUIBHUX HAJIAIITYBaHb

Kpim TOro, anst npuIIBUALIICHHs CTBOpeHHs (uiinOykiB Haiikpaiie iMnopryBaTu cripaidti y Unreal
Engine 5 y dopmari json. Lle 3Ha4HO mpHCKOpIOE IiNIeHHs CIpalT (aiina HA OJHAKOBI KaJpH Ta CTBOPIOE
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MIpaBWIbHI QUIIOYKHU /U1 KOXKHOI aHiMmarii. Takuii MeTo MPUCKOPIOE iMIOPT ¢aimiB B pa3u. 3ayBaxxuMo,
SIKIIO € TifbKH (aiin crnpaiita y ¢popmari png, Toai MOTpiOHO PO3IUIN JIUCT CHPaNTIB HA Kaapu. st boro
HalKpalle BUKOPHCTATH PEXUM CITKH, @ HE aBTO Ta PO3JUIMTU BUCOTY Ha KUIBKICTH PSJKIB, a IIMPHHY Ha
KIUJIBKICTh CTOBNLIB. TakuM YMHOM JIMCT CIIPANTIB MOAIIMTHCS NPABWIBLHO 1 aHiMauiiHi GuinOyku OyayTh
BioOpaxxaTuch KopekTHo [6—8]. Ha puc. 2 HaBeneHo nNpuKIIaa IUIEHHS JIMCTa CIpaita Ha Kajapu 3
BUKOPHCTAHHSIM aBTOAUICHHS Ta 3 PYYHUM JIJICHHSIM.

Puc. 2. TlopiBHSIHHSA AiIEHHS JIMCTA CIPANTAa HA KAJAPH: 2 — 3 BAKOPHCTAHHSAM aBTO/iJIeHHs; 6 — py4He JiJIeHHs

Jns HamamTyBaHHA aHIMaIlii Ui TEBHUX MOAIM HaWKpaimle BHUKOPHUCTOBYBaTH IutariH PaperZD. 3a
JOIIOMOTOI0 IHOTO TUIATiHy € MOXKJIMBICTD IIBUIKO HAJAIITYBAaTH HANPABJICHY aHIMAIlilo, a TAKOXX CTBOPUTH
aHIMALifHI CIOBIMIEHHS, SIKi MOYXHA BHKOPHCTATH JI HANAIITYBaHHS 3BYKOBHX Ta Bi3yaJbHHX ¢(EKTiB, a
TaKOX JJIS1 CTBOPEHHs OLNbII XMBOTO e(eKTy Bim KopucTtyBaHHA 30poero. Ilmarim PaperZD mae meBHi
MOXIIBOCTI, & Came, CTBOPIOBATH BJIACHUX aHIMOBaHUX MEPCOHAXKIB Ta 00’€KTIB, KEPYIOUH IX aHIMAL€lo 3a
JIOIIOMOT'0I0 MIPOCTOT0 Y BUKOPHUCTaHHI, aJie MOTY>KHOTo rpadika aHiMallii; 101aBaTi CHOBIIIEHHS aHiMallii 10
MOCITIIOBHOCTEH, T03BOJISIIOUH 3aITyCKaTH MOJIT B Ay’Ke KOHKPETHHX KaJipax 0e3 HeoOX1AHOCTI KepyBaTH HUMH
CaMOCTIIHO; peai3yBaTH BJIACHY JIOTIKy croBimienb y C++, Blueprints abo HaBiTh sik Custom CHOBIIIICHHS Y
BiaacHoMy Animation Blueprint; nerko crBoproBatu 2-BuMipHy TopDown rpy, i3omerpuuHy abo iHILy
«cnpsiMoBany» 2D-rpy, NO3BOJSIFOYM HaNAlITYBaTH Ta BHOpaTH KyT Bizyamizamii [Uisi BUKOPHCTAHHS,
CTBOPIOBATH BIJIACHI aHIMAaIliffHI TOCTITOBHOCTI Ha «Sequencer» Ta 3allyCKaTH BCi CIIOBIIIEHHS Ta
HaJIAIITYBaHHS, y>K€ BCTAHOBJICHI Y BalIOMYy IIEPCOHAXI; JIETKO PO3IMIMPIOBATH IUIATiH BIIMOBIIHO IO CBOIX
motpeb. 3 PaperZD MokHa MaTH iHCTPYMEHTH, sSIKi TOTpiOHI IJIsl CTBOpEHHS HEHMOBIpHHX aHiMaIliitHUX
MIPOEKTIB, BOJHOYAC KEPYIOUM HUMHM JyXKe JIETKO Ta IHTYITHBHO 3po3ymino [9]. Ha puc. 3 mpexacrasieno
HAJIAIITYBaHHS Pi3HOHAINPABIICHOI aHiMaIlii.

$3 Name # Type Path Di Angle: |00

B
D

R

Animation

Puc. 3. HanamryBaHHsI pi3HOHanpasJieHol aHiManii

Jns HamamTyBaHHSA pyXy Ta BiJOOpaKeHHS NpaBUJIBHUX aHIMalid CTBOpeHO AnimationSource
Blueprints. 3a nomoMororo HBOro MOXHa cTBOpUTH State Machine, ne HaJaITOBYIOTH yMOBH JUIS
BiI0OpaXKeHHs MOTPIOHMX aHiMalid. TakuM YMHOM HaJaMTyBaHHs BiIOOpa’KeHHs MEBHUX aHIMAIli 3HAYHO
onTHMi30BaHille, Hixk 6e3 AnimationSource Blueprints. ITix gac po3poOnenns State Machine MokHa CTBOPHTH
YMOBH JUIsl 3MiHHM aHIMaIliif B 3aJIe)KHOCTI Bij HampasieHocTi nepcoHaxa [10]. Ha puc. 4 mpencrasneno
HanamrtyBaHHs State Machine Locomotion.
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DefeatJump ——> (Defeated

Puc. 4. Hanamrysanus State Machine Locomotion

Take HanmamTyBaHHs OUIBII THYYKE Ta J03BOJISIE IPUILIBUIIINTH Ta OTUMI3yBaTH po3po0Ky. Takox y
OUTpII MacIITAOHUX TPOEKTaX Take HAJAIITYBAaHHS ONTHMI3ye TPy, TOMY IIO U HaJAIITyBaHHSA MOTPiOHO
MeEHIIIe HOAIB, HIX HaJAIITYBaHHI 3MiHM aHIMamii 3 ymoBamu 0Oe3 miariny PaperZD. Buxopucrtanus State
Machine y AnimationSource Blueprints exkoHOMHTH dYac, amke HaJAIITYBaHHS aHIMamii 3 OUTPIIAMHU
HaIpaBJICHHAMH Ta UL OLUTBIIOT KITBKOCTI aKTOPiB Oylio O rpOMi3AKHM, SIKIIO HAJAIITOBYBAHHS 3iHCHIOBATH
B Actor Blueprints. Ha puc. 5 mokaszaHo HeomnTnMmizoBaHe HaJaIITYBaHHS 3MiHM aHIMAIlii A XOAbOHM Ta
0e3miAITBHOCTI.

Puc. 5. HeontumizoBaHe HajlalITyBaHHS 3MiHM aHiMauiii 115 Xonb0u i 6e3nisibHOCTI

[Tix gac po3poOKK BUHHUKIIA IPOOIIEMa 13 CTBOPEHHAM Kodi3ii muist B3aemoxii. [loTpioHO Oyio 3poduTn
Tak, 00 TMEPCOHaXX MIr 3aXOOUTH 3a IPEIMETH HaBKOJMIIHHOTO CEPEAOBHINA, HANPUKIAL, CTOSATH 3a
naJiaTKoro 4 aepeBoM. [ist Takoi pearizauii HOoTpiOHO Oyio 3MICTHTH SIKIp IepcoHaxa Hibkdye. TyT BUHHUKIIH
Taki MpoOJIeMH, HANPUKIIA[, SKIIO 3MICTHTH SKIp NMEpPCOHaXa pexxumy Action, TOAI 371aMarOThCs BCI KOMi3ii
ITOB’s13aH1 3 aTaKOIO: KOJi3isl OTPUMAHHS [IKOIU Ta KOJIi3is Meua. TOOTO SIKIIO BAApUTH OIS MepCOHaXKa, a He
10 HbOMY, NIEPCOHAXK OIHAKOBO OTPUMAE IIIKOJY, BAKOPHCTAHHS Me4a TaKkoXk Oy/e JUBHE, TOMY III0 30Ha HOro
ypaxeHHsI He Oyme 30irartucsi 3 HapucoBaHuM medeM. s mepconaxa pexumy RPG Takok BHHUKHYTH
npoOieMu, uepes Te, 10 BUCOTa MepcoHaxa 25 MiKCeiB, TO cepe/inHa 3MIlllyeThCsl HEKOPEKTHO, abo 12, abo
13 mikcemiB. Takox 32 TaKUX HalamITyBaHb y pexuMi RPG komizis B3aemonii mparmroBania HEKOPEKTHO, 3aMiCTh
TOTO, MO0 MEePEKPUBATUCH 3 KOJI3iIMH IHIIUX TEPCOHAXIB, BOHA IITOBXAJa X Y MIEBHOMY HAIPSIMKY, HaBiTh,
SIKIIIO BC1 HAJAIITYBaHHS KOJi3iii BHUCTaBICHI MpaBWIBHO. B mporieci AocCmimkeHHS KOMi3ii, BUSBICHO, IO
wrarid PaperZD 3mintoe ocHoBHUI Capsule Component y Actor Blueprint, Takox meit Capsule Component
HEMOXKJIMBO BUAAIUTH, TOMY IO [Ie OCHOBHII KOMITOHEHT aktopa [11]. Ilix 9ac ekcriepuMeHTiB Oyi10 3HAHACHO
pitrenns. [Iepesa Oyii0 MOAIIEHO HA JIBa OKPEMi KOMIIOHEHTH: JIUCTS Ta CTOBOYp, y CTOBOypa OyJio 3MEHIIICHO
KOJI3i10 JI0 TIOJIOBMHH, & Y JIUCTS KOJIi3ii HEeMae B3araji, TOMY KOJIM MEPCOHAaX MPOXOAUTH BHILE YMOBHOTO
LeHTpa cTOBOYypa, Tofi 1ie Oy/ie BUIIISIATH SIK IEPCOHAXK MPOXOIUTh N03aay Aepesa. Ll{ono nanarok, kamiHHS,
KyIL[IB Ta IHIIUX MMPEAMETIB AJsl HUX MPOCTO 3MEHILIEHO KOJi3il0, TOOTO BEepXHs YacTHHA Oe3 komisii. Takum
YUHOM OyJI0 3Hai/IEHO PillIeHHsI Ta irpOBHil Ipoliec BUIIsAAE OIbLI TPUPOAHBO. Ha puc. 6 HaBeieHOo pUKiIa,
SIK TIEPCOHAXK MPOXOINTH 110331y TIPEIMETIB.

Kpiwm Toro, iHImor mpobiaemoro 0yio Te, mo Ha cnadkux [1K micns ymapy mepcoHaka BiIKHAAANO Ha
MEHIIY BiICTaHb, HiX Ha NOTYHimMX [IK 3 OinbmI0oro yacToToI0 OHOBIIEHHS eKpaHa. ToOTo, MaroYn 4acToTy
oHOBJIEHHS ekpaHa 60 ['11, mepcoHaxa BiIKH/1AI0 HA YMOBHY BificTaHb X, aJie IIPU YacTOTi OHOBJICHHS €KpaHy
165 I', s BimcTanp cTaHoBUIA 1,5+2X, mo HagaBao nepesary s rpasiiB 3 kpammm [1K. s po3s’s3aHHs
uiei mpobiemu Oyno 3MiHEHO HanamTyBaHHA (yHKUIl BigkugaHHs Oe3 mpuB’s3ku g0 delta time, ske
BHUKOPUCTOBY€ YacTOTY OHOBJIEHHSI €KpaHy JJIsi OOUMCIICHHS BiJICTaH] BiKuiaHHA. TaKiMM YHHOM Ipa MpaLioe
oxHakoBo Ha pizHux [IK, mis ontiuMisyBaHHS pOoOOTH I'pH Kpare 3MiHUTH TpadidHi HaJAIITYBaHHS MTPOEKTY.
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Puc. 6. IIpuxian, Sk nepcoHax MPOXOAUTD 0331y NpeAMeTiB

3a 3amMoBuUYyBaHHAM Bci HanamTyBaHHs y Unreal Engine 5 BcranoBneHi uis 3D npoekTiB, Aeski 3 HAX

€ Ha UTMIIKOBUMH 17151 2D Npo€eKTiB Ta MOXYTh 3HaUHO HOTiPIIUTH NPOAYKTUBHICT 'pH. ToMy Juist onTHMi3arii
MIPOAYKTHBHOCTI MOTPIOHO 3MIHMTH JA€sKi HaJalITyBaHHS y HaJIAIITYBaHHIX MPOeKTiB. CrioyaTtky MOTpiOHO
BUMKHYTH Auto Exposure, BcraHoButH Auto Exposure ma Manual Ta Auto Exposure Bias — na 0.0.
3ayBaxkuMo, o Auto Exposure noBinbHO poOUTH TEMHI CLIEHH CBITIIIIIMMH, LIIO HAJIA€ PealicCTHYHOTO eeKTy,
aJie Lie BIUTUBAE Ha KOJIbOPH Yy MIKCENbHIN Ipi, TOMY Halkpariie BUMKHYTH Auto Exposure. [ToTpiOHO BUMKHYTH
Motion Blur, mo € neakryamsHuM mms 2D rpadiku, BcranoBut Anti Aliasing Ha None, mo0 yHUKHYTH
IUBHOTO BHTIISAAY TikceniB. BecranoButi Dynamic Global [llumination Method Ta Reflection Method Ha None,
Il METOU Jy’KEe PECYpCHO 3aTpaTHi Ta B OCHOBHOMY BHKOPHCTOBYIOTHCS 3 HAJAIUTYBaHHSM CBITJIA, SKOTO
Hemae y 2D mpoekrtax [12]. BeranoBurn Shadow Map Method na Shadow Maps, BumkHyTH Ambient
Occlusion Ta Ambient Occlusion Static Fraction, ockibKu Tpa HeMae >KOTHHUX TiHEH, TOMY Ii METOIU
HenoTpiOHi. fkmo yBiMkHyTH Forward Shading, To ne nepexmouuts npoekt i3 Forward Shading Ha direct.
st crBopenHst VR a6o 2D irop ue 3a3Bu4aii OiiblI MPOXyKTUBHO. BCTaHOBIECHO, 1110 KiJBKICTh KaJpiB 3a
cexynny (FPS) 36unbmimiocsk Ha 7% Ha HOyTOyII Ta Ha 33% — Ha Steam Deck [13].
[Tix yac po3poOku notTpidHO HanamrtyBaT PostProcessing Volume. 3a 3amoBuyBanHsiM PostProcessing Volume
BIUIMHE JIMIIIE Ha KaMepH, sIKi 3HaXOIAThCsl BcepearHi obnacti aii. Ane mob 3actocyBaTH eeKT 10 BChOTO
eTarty, noTpioHo noxatu PostProcessing Volume no koykHOTo piBHS Ipu Ta HajmamrtyBaTH ioro. Crouatky
noTpibHo posmmpuTi posMmipu PostProcessing Volume, to6to yBiMkuHyTH Infinite Extent (Unbound).
Beranosutu Exposure Compensation, MinEV100, MaxEV100, Vignette Intensity, Expand Gamut, Tone
Curve Amount Ha 0.0. Lle momomoxe HaJamITyBaTH OUIBII peasibHY KOJbOpoIepeaady 0e3 NOAaTKOBHX
¢ureTpiB [13]. Takox ichye miarHui iarin Pixel Perfect Tools, sikuii nmokpamtye BUMIISA mikces rpadiku y
Unreal Engine 5 [14].

Bci i ocobnmmBocTi Oynu BukopucTaHHiI npu po3podui 2D rpu Ha irpoBomy pymii Unreal Engine 5
Ta JIOTIOMOTJIM 3HAYHO TTOKPAIINTH irpOBHi Hpoliec Ta po3poOKy aBTOPCHKOI TPH.

[MopiBHIoIO4K po3pobiieHy aBTOpchbKy 2D rpy 3 iHmmM 2D npoektom pospobienum y Unreal Engine 5 6e3
BHUKOPHCTAHHS ONHCAaHUX TEXHIK Ta ruiariny PaperZD BcTaHOBIIEHO, 1110 BUKOpUCTaHHS uiariny PaperZD rta
BUKOpHUCTaHHS (ailyliB 3 PO3LIMPEHHSIM jSOn 3HAYHO NPUCKOPWIIM Ta MOKpalin po3podky 2D rpu.
BukopucTaHHsl BCIX ONUCAaHMX BUINE TEXHIK 30UIBINMIO HIBHAKICTH po3poOku rpu Ha 50%, a 3MiHEHHs
HaJIAIITYBaHb NPOEKTY Ta BUKOpPHCTaHHS MojaudikoBaHoro PostProcessing Volume 3HayHO MOKpauiuin
rpadiky Ta mnpoaykTeBHiICTE rpu. OTke, po3pobieHa aBropchka 2D rpa mpoiiliia TEeCTyBaHHS, Mae
TIOKpalIeHuH irpoBuil mporec Ta rpadiky, a came: 4iTKy KOJIbOpO-TIepeaady, BiACyTHICTh PO3MUTTS, SICKpaBi
KOJIbOPH Ta MPOAYKTHBHICTb: TPpa MPaIIoe MIaBHO Ta Oe3 jariB HaBiTh Ha cnabkux [1K.

BHCHOBKHM 3 JaHOTO0 JOCJIKeHHS i MePCNEeKTHBH NOJANBINNX PO3BIIOK Y JaHOMY HANPAMI

1. IIpoBesieHO JOCIIIKEHHS iICHYIOUHX TEXHOJIOTIYHHX PillleHb B irpoBill inayctpii. IIpoananizoBano
0COOJIMBOCTI, IHCTPYMEHTH Ta TEXHIKH JUIs1 po3poOku 2D rpu 3 BukopucTanHsaM irposoro pyurist Unreal Engine
5. Beranosnieno, mo irposuit pymriii Unreal Engine 5 oOmexeHuid ast po3poOKy BOBUMIPHUX irop, TOMy
noTpedye N0AaTKOBUX IUIATIHIB AJIsl TIOKpalleHHs po3poOku. He 3Baxkaroun Ha cBoi oOMexeHHs Unreal Engine
5 — 1e THy4YKWi Ta Cy4acHUH IrpOBHH pyIIii, TOCTYIMHUIN Ui BUKOPUCTAHHS HE TUIBKU MPOQecioHATbHUM
nporpamicram, a it rpadiyHuM au3aiiHepam.

2. Bukopucranss BOyzoBaHoro miariny Paper2D pa3om i3 miarinom PaperZD 3HauHO MOJIErmuio ta
MPUCKOPWIO Po3poOKy rpu. Bukopucranus State Machine s HanamrtyBaHb aHIMaliii ONTHMI3yBaso
PO3pOOKY Ta MOKpAU[MJIO NPOAYKTHBHICTh TpH. BukopucranHs ¢aiiniB ¢dopMaTry json NPHIIBUALIMIO
po3pobky aBropebkoi 2D rpu Ha 20%. Kpim Toro, mij yac po3poOku BUSABMIACH MPOOJIEMa 3 HAIAIITYBAHHAM
KOJII3ii AJIst B3a€MOJIT Ta SKOpeM IepcoHaxka. B mporeci pocmipkeHHsT Oyino 3HaleHOo pilleHHS IS i€l
npobiemu Ta BHpoBamkeHo y 2D rpy. Jns mOKpalleHHs HPOAYKTHBHOCTI irpoBOro mporecy Oyio
BCTAaHOBJICHO NEBHI rpagivyHi HANAITYBaHHS J0 IIPOEKTY Ta KOKHOTO PIBHS.

3. ITlixg yac TectyBaHHs aBTOpPCchbKOi 2D rpu mporpaMHMii MOIyIb 1TOKa3aB BHCOKY ITPOJXYKTHBHICTh:
IUIABHICTh TpHU, K Ha cinabkux, Tak 1 noTyxHux IIK; skicHy mikcenHy rpadiky: sCKpaBi KOJbOPH,
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HenedopmoBaHi mikceni. Bei omucani ocobnamBocTi po3podok 2D irop Ha irpoBomy pymiii Unreal Engine 5
OyJIM BUKOPHCTaHHI IiJi 4ac po3pobieHHs aBTOpchkoi 2D rpu Ta onrtuMizyBanu mpouec ii po3poOJeHHS.
BHacmiiok 1oro mBHAKICTE po3po0KH IpH 301IbIneHa Ha 50%, 11e BIUTMHYJIO Ha SIKICTh irpOBOTO MPOLECy Ta
rpadiku.
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