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Bifeoirpu icHyloTb MaiKe 3 MOMEHTY CTBOPEHHSl eJIeKTPOHHHUX
004K CII0BAIbHUX TEXHOJIOTIN, BOHU MIBUJKO 3400yBalOTh MOMYJIsAP-
HICTb 3aB/IIKH Pi3HOMaHITHOCTI Ta BUILIYKAHOCTI irpoBOTo AU3alHYy.

Haj cTBOpeHHSIM KOMI'IOTEPHHUX irop NmpaijoloTh BeJUKi KOMaH-
1 pisHOMaHITHUX $axiBI[iB: Bif AM3aiiHepiB A0 nmporpamicTiB. Bouu
BUKOPHUCTOBYIOTb pi3He NporpaMHe 3abe3nevyeHHs Ta Clielliali3oBaHi
iHCTpYMeHTH, SIKi Jal0Th 3MOTY HIBU/IKO PO3pO06JISTH HeobXiaHI mpo-
rpamHi pimreHHs. Take [13 Tako»x po3BHUBA€ETLCA M Y[ OCKOHANIOETD-
c HaJ3BHYaNlHO LIBHUJAKUMH TeMIAMH, 10, CBOEI 4eprolo, 3MyIIye
¢daxiBI[iB OHOBJIIOBATH CBOI 3HaHHSI.

Haii6ispl mony/nsipHUMHU 3acO60M /[JiIsi CTBOPEHHsI KOMIT'IOTep-
HUX irop € irpoBui pywiit Unreal Engine, sxuii noegHye B cobi Mox-
JINBOCTi BUKOPUCTaHHA MOBU NporpaMmyBaHHs C++ Ta HOZOBOI MOBU
nporpamyBaHHs Blueprints. Bubip MoBU nporpamMmyBaHHs Jid Bifieo-
I'PH € KJII0YOBUM eTanoM ii po3pobJieHHs.

Y IbOMY KOHTEKCTI CTAaBUMO 32 METY aHaJIi3 i NOPIBHAHHS MOXJIU-
BocTel C++ Ta HOJI0BOI MOBHM IporpamyBaHHs Blueprints.

[IporpamMmyBaHHA AJi1 TPUBUMIPHUX IrOp € AOCUTH MOMYJISAPHOIO
TEMOIO JAJs1 JOC/Ti/>)KeHb, 0CO0GJIMBO B 3apyb6iXHUX KpaiHax. bara-
TO 3aKOpPJIOHHUX HAYKOBIIiB Ta NMPAKTUKIB PO3MIALAAITh aCEeKTH IX
ctBopeHHs. Hanpukaaz, Xap6op [Jx. C. [1] feTasibHO ONMUCYE NMPOILEC
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po3po0OJIeHHs pi3HOMaHITHUX BHU/AIB TPUBUMIpHUX Bifjeoirop Bif
MOYAaTKOBUX eTamliB po3pobJieHHsA [0 eTamy mnyb6uikanil rpu. XaH
k. X. [2] po3KpuUBa€E acleKTH MporpamyBaHHsA 3D-MaTeMaTHKH.
JlesKi acieKTH CTBOpeHHs TPUBUMIPHOI BiZleoirpyu pisHUMHU MeTo/a-
MU PO3IJISIAI0ThCSA B AUIJIOMHIN po6oTi A. Cmif [3].

Cucrema Visual Scripting Blueprint B Unreal Engine — 1je noBHa
CHACTeMa ClLeHapilB irpoBOro mporecy, 3aCHOBaHa Ha KOHILeNLil BU-
KOpUCTaHHSA iHTepdelcy Ha OCHOBI By3JiB (HOZIB) AJisI CTBOPeHHS
eJleMeHTiB irpoBoro npotecy 3a gonomorot Unreal. i cucrema Haz-
3BMYalHO THy4YKa U MOTYXHa, OCKIJIbKY HaZla€ MOXJIMBICTb JU3aM-
HepaM BUKOPMCTOBYBAaTH NPAKTHYHO BeCb CIIEKTP KOHILENLiH Ta iH-
CTPYMEHTIB, siKi 3a3BMYail AOCTYMHI JiklIe nporpamictam. Kpim Toro,
cneniasnbHa po3miTka Blueprint, foctynHa B peasizanii Unreal Engine
Ha C++, lae 3MoOry mporpamicraM CTBOpIOBaTH 6a30Bi cuctemu, sKi
MOXYTb OYTH pO3LIMpPEHi Au3aliHEpAMU.

[liz yac cTBOpeHHs 3araJibHOr0 TEXHIYHOIr0 JW3alHy [JIsl TPU Ofi-
HUM 3 OCHOBHUX IIUTaHb OY/e, 1110 Mae 6yTH peasiizoBaHo B Blueprints,
auo — B C++.

[lepeBaru kjacy C++:

e NIBU/IILIA IPOAYKTHUBHICTB IiJi YaC BUKOHAHHA: K IIPaBHUJIO, JIOTI-
ka C++ 3HAYHO LIBU/ILIA, HiXK JioTika Blueprint, 3 npuynH, onvcaHux
HUKYE;

e Kpalle JJ MaTeMaTUKHA: BUKOHAHHS CKJAJHOI MaTeMaTHUKU
MOXe OYTH CKJIaAHUM i JZelno moBiibHUM y Blueprints, Tomy pos-
rgHbTe C++ 19 BOXKKUX MaTeMaTUYHHUX ollepalii;

e mpocTille po3pi3HATH/06’eaHATH: KO 1 AaHi C++ 36epiraroThcs
y BUIJIA/] TEKCTY, L0 CIPOLIYE OAHOYACHY POOOTY B KiJIbKOX TiJIKax.

[lepeBaru kisacy Blueprint:

e IIBU/lIEe CTBOPEHHS: A/ O6ibLIOCTI JitoJel CTBOpPEHHS HOBOTO
kjacy Blueprint i fogaBaHHs 3MiHHUX | QYHKIIH HIBUAILIE, HDX I[OCh
nozi6He Ha C++, TOMY CTBOPEHHS MPOTOTHUIIB a6COJIOTHO HOBUX CH-
CTeM 4acTo BifnbyBaeThcs mBuALIe B Blueprint;

* THYYKICTb pelaryBaHH:: AU3alHePH 1 Xy/J0)KHUKU 6e3 creljiaib-
HOI TeXHIYHOI MiITOTOBKK MOXYTb CTBOPIOBATU U peJilaryBaTH Kpec-
JIeHHS, 1[0 po6uTh Blueprints izeasibHUMU A/ 06'€KTIB, IKi MalOTh
OyTH 3MiHEHI He MMPOCTO iHXKeHepaMu;

e IpOCTillle BUKOPUCTAHHS JaHUX: 36epiraHHs JaHUX y KJacax
Blueprint Ha6araTo mnpocrime i 6e3neuHime, HiK y kiacax C++;
Blueprints migxoasaTh AJ15 KJIacCiB, SIKi TiCHO MOEAHYIOTH /]aHi Ta JIOTIKY.
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Cuctema Blueprints jjae Moxk/MBicTh 6€3 3HaHHSI C++ 3anporpamy-
BaTH NOBHOLiHHY Bifeorpy B pywii Unreal Engine, mpu nipomy He no-
CTYTNAK4YUCh B IKOCTI Ta QyHKIIOHAJBbHOCTI Bifeorpi, 3anporpamo-
BaHil 3 BUKOPUCTAHHSM Tijibku C++. [lo HeratuBHoro B Blueprints
BiIHOCATb NPOAYKTUBHICTb, LIBUAKICTb BUKOHAHHSA KOJZY, 0COGJIUBO
CKJIQJIHUX MaTeMaTUYHUX olnepallii, BoHa noBisbHima 3a C++. Cepep
npo6JieMHUX MOMEHTIB ¥ C++ BHOKPEMJIIOIOTh CKJIAJHICTb NpHU pe-
JlaryBaHHI Ta IpY BUKOPUCTAHHI KJIACIB, AKi TICHO MOEAHYIOTh JaHI
Ta JIOTIKY.

OTxe, HalKpalmui, HalepeKTUBHIIINK Ta HAUMPOAYKTUBHILINM
crnoci6 ctBopeHHs Bifeorpu Ha Unreal Engine — 1ie moejHaHe BUKO-
puctanus C++ i Blueprints, C++ — mporpamicrTamMu AJi1 CTBOPEHHS
irpoBoi Jioriky, Blueprints — mnporpamictamu i gusaliHepaMu AJs
IIBU/IKOTO Ta MPOCTOT0 HAJMAIITYBAHHS irpoBUX KJIACIB i AJ11 po6OTH
3 IrpPOBHMMHU JaHUMHU.
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