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PO3POBKA BIBJIIOTEKH, 1O PEAJII3YE€
KOMIUVIEKCHY MAI'TIO Y ®EHTE3I IT'PAX Y
BIPTYAJIBHIN PEAJIBHOCTI 3 BUKOPUCTAHHSAM
PYHLIISA UNREAL ENGINE 5

HeprkaBHuUil yHiBepcuTeT iHQOpMaIiHHO-KOMYHIKAIIIHHUX TEXHOJIOTiH

Anomauisn

Y yiu pobomi pozensoaemocs cmeopenus cneyianizoeanoi 6ioniomexu 05 po3pOOHUKIB, KA CNPOWYE Npoyec
BNPOBAOICEHHS MASTYHUX cucmem Y (henmesi iepu, OPIEHMOBAHI HA 8ipMYabHY peanbHicmeb. bibriomexa 0o36onse
iHmezpygamu pi3HOMAHIMHI MA2IYHI 3AKTUHAHHS MA eheKmu, CMEOPIIYU PeaTiCMUYHUL [ 3aXONTIOI0YUL i2DOsUl
0ocsid. Buxopucmanns pywis Unreal Engine 5 3a0e3neuye 8uCOKOAKICHI 8I3yaibHi eqhekmu ma CKAAoHI i2posi
MEXaHIKU, wo podums npoyec po3pooxu Oinbul epeKmueHUM i 3DYUHUM.

Knrouosi cnosa: ingpopmayitina mexunonoeis, po3pobka i2op, eipmyanvua peanviicms, C++, Unreal Engine 5.

Abstract
This paper explores the creation of a specialized library for developers, aimed at simplifying the implementation
process of magical systems in fantasy games oriented towards virtual reality. The library enables the integration of
various magical spells and effects, creating a realistic and immersive gaming experience. Leveraging the Unreal
Engine 5 ensures high-quality visual effects and complex gameplay mechanics, making the development process more
efficient and convenient.
Keywords: information technology, game development, virtual reality, C++, Unreal Engine 5.

Beryn

CyuacHu#l puHOK irop ans monomiB BP mae Hinry irop y xanpi ¢eHTesi, sika MOCTIHHO PO3IIUPIETHCA.
Tineku omHa 3 irop y Wil Hilli Mae cucTeMy Marii, 3akjajieHy po3poOHHKAaMHU 3 CaMOro Movarky. [Hiri - He
MAalOTh BCTPOEHOI CICTEMH Marii, TOMy IpaBili po3poOIisitoTh MOIU(IKOBaHI CEpPBEPH i3 BIACHUMH CHCTEMaMHU
Marii. SIckpaBum nipukiiafgoM ciyrye rpa - A Township Tale. Iami-po3poOHuKH, 3a3BU4ail, HE MAaIOTh Yacy Ha
CTBOPEHHSI BJIACHHX CHCTeM Marii, a (OKyCylTbcid Ha IHIIMX acnekrax rpu. Came TOMY CTBOPEHHS
0i0mioTekn 3 cUCTEMOIO0 Marii, 3py4Hoi g Moaudikanii po3poOHUKAMHU T'PH € aKTYalbHOI MPOOJIEMOIO.
Mera naHoi poOOTH MOJSATaE B CHPOIIEHHI MPOIECY PO3POOKH irop, MoB’si3aHUX 3 BUKOPUCTAHHSM Marii y
BipTyanbHIH peanbHOCTI. O0’e€kTOM mocmimkeHHS € [lpomec cTBOpeHHS MeXaHIKHM TPH Y BIpTyalIbHIH
peanpHOCTI. A Tlpeamer mociimkeHHs - 3ac00M pO3pOOKH MEXaHIKU TPH, TIOB’I3aHOI 3 MAari€l0 Y BipTyallbHIH
peanbHOCTI

Pe3yabTaTn 10C/IisKeHHS

[narin, po3pobnennit s Unreal Engine 5, 3HauHO chpolilye mporec CTBOPEHHs irop i BipTyalbHOL
peabHOCTI 3 BUKOPUCTAHHSIM MAaridyHuX CHUCTEM, OCKIJIBKH PO3POOHUKH MOXKYTh 30CEPEIUTUCS HA TBOPUUX
acrekTax TpH, a He Ha TeXHIYHMX aeTaisx. [lnarin 3abe3nedye BUCOKY TOYHICTh 1 HAAIWHICTh y CTBOPEHHI Ta
iHTerpanii MarivHuX MexaHik. biOmioreka 0a3yeTbesi HA BUKOPUCTAHHI PI3HOMAHITHUX 1HCTPYMEHTIB, TAKHX
gk Slate widgets, C++ Ta Blueprints, 1m0 BHUKOPHCTOBYIOTHCS IJII PI3HUX AaCIEKTIB PO3POOKH MaridHMX
CHCTEM Ta iX HaJlallTyBaHHS.

Slate widgets BUKOpPHCTOBYIOTHCS ISl CTBOPEHHS KOPHCTYBAIILKOTO iHTEpdeEiCy, Mo Hamae 3pyIHHA Ta
e(eKkTUBHUI croci0 B3aemoil 3 miariHom. lle Moxe BkJIO4aTH B ceO¢ Pi3HOMAHITHI BIKHA, KHOTIKH, TOJIS



BBE/ICHHS TOIO, SIKi JIO3BOJISIIOTH PO3POOHHMKAM 3pYYHO HAJIAIITOBYBAaTH MapaMeTpH MariyHuX e(QeKTiB Ta
CHCTEM.
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BP_SpellBaseTest_C Open Class Picker
Fireball
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double SpellDuration

double Speed

Puc. 1. Yactuna inTepdeiicy ais HanamTyBaHHS TUHAMIYHUX aTpUOYTiB Kilacy 3aKIMHAHHS

SpellCreator

BP_SpellBaseTest_C Open Class Picker

Fireball
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double DnHitDamage
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Save

Puc. 2. MoXIUBICTh pefaryBaTH iCHYIOU1 3aKTHHAHHS




Moga nporpamyBanHst C++ BUKOPHCTOBYETHCS IJIs1 CTBOPEHHSI OCHOBHOI JIOTIKH TUIAriHy, 00poOKH TaHuX
Ta B3aeMofii 3 inmmmu cuctemamu Unreal Engine. Lle no3Bomsie 3a0e3meun T BUCOKY MIBHAKOIIO Ta
e(eKTHBHICTh IJIATiHY, a TAKOXK peali3yBaTH Pi3HOMaHITHI (yHKIII, SKi BaXKKO a00 HEMOXIIUBO peaji3yBaru
yepe3 Blueprints. 3 inmoro 6oky y rpadidyaomy nporpamysanHst Blueprints peasizoBaHi cuctemu, siki
0e31ocepeIHbO CTOCYIOTHCS TpaBils, TOOTO Po3Ii3HABaHHSI CUMBOJIIB Ta 3allyCK 3aKJIMHAHb. Po3mi3HaBaHHS
CHUMBOIIIB pealli3oBaHe 3a IOTIOMOTOI0 aJTOPUTMY, SIKUH aHalli3ye KOOPIUHATH TOYOK Ta MOPIBHIOE X 3
BU3HAaUYeHUMU Toukamu Spline. Lle 1o3Bose muariny TOYHO pO3Mi3HABATH CUMBOJIM Ta BUKOHYBAaTH
BIJIMOBIJIHI JIiT 3T1IHO 3 33/IaHMMU TPaBUJIAMH Ta TapaMETPaAMHU.
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<Bluepring Class>»
BP BasesgelPage
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ccBlugpring Classss
BF_SpeliDaa

Puc. 3. Jliarpama xmnacis

st Toro, mo0 BBECTH CUCTEMY Marii y CBOIO TPY, PO3pPOOHHKY TOCTAaTHBO:

1. Creoputu 0a30BuUi Ki1ac 3aKJIMHAHB 1 BKa3ye Horo y OibmioTerri

2. Ha 6a3i atpu0yTiB CTBOpPEHOTO Ki1acy 0i0s1ioTeka aBTOMaTu4aHO (POPMY€E CTPYKTYpY i
DataTable, i camocTiiiHO migKITIOUAE TX A0 PYyIIis

3. BBectu MariuyHi CHMBOJIH

4. CrBopuTH KOMOiHALIi CHMBOJIIIB Ta BUBHAUYUTH aTpUOYTH, SIKi BUKOPUCTOBYIOTECS y TAHOMY
3aKIIMHAHHI - TaKi sIK IBUAKICTh MOJILOTY, a00 pajiyc BUOYXY.

AHaJTI3yI09H i KPOKH, 1 IIOPIBHIOIOYH iX 3 TTOBHUM ITUKIIOM PO3POOKH MarigHOl CHCTEMH - MOYKEMO
CIIOCTEpiraTi 3Ha4He CIIPOILECHHS Ul PO3pOOHHUKA.

BucHoBku

1. Pospobrneno incTpymeHT poboTr 3 DataTable 31 3pydHIM KOpHCTYBaIbKUM iHTEphEHCOM.
2. Po3pobneHo cuctemy po3Ii3HaBaHHS PyXiB IpaBLs, 110 J03BOJISIE aKTHBYBAaTH 3aKJIMHAHHA JKECTAMHU y
BipryanbHiii peanbHOCTI

3. Po3po0ieHo cucTeMy akTHBAaIlli 3aKJIMHAHL KOMOIHAIIISIMU KECTiB
Po3po0Gnenwmii muiarin ans Unreal Engine 5 3HaYHO moerurye npouec CTBOPEHHs irop, MoB'sI3aHuX 3
Marier y BipTyallbHill peajgbHOCTI. 3aBISIKH IUIATiHY, PO3POOHUKH MOXKYTh CTBOPIOBATH CKJIATHI Ta
iHHOBAIIi#HI irpOBi POEKTH 3 MiHIMaJIbHUMHU 3aTpaTaMy 4acy Ta pecypciB. BiH 3a0e3neuye BUCOKY
THYYKICTh Y HaJAIITYBaHHI MariYyHUX CUCTEM, JIO3BOJISIFOYH PO3POOHMKAM CTBOPIOBATH BIIACHI 0aThKiBCHKI



KJIaCH 3aKJIMHAHb Ta ONMMCYBATH iX (QYHKUI BIAMOBITHO A0 YHIKAIFHIUX BUMOT KOXKHOTO TIpoeKTy. Lle
CIpHUSE MIABUILIEHHIO ¢()eKTUBHOCTI PO3POOKH Ta A03BOJISIE CTBOPIOBATH O1JIbII PI3HOMAHITHI Ta
3aXOIUTIOIOYI iTPOBi TOCBITH.
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