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B pobomi Oocnidocyemvcs  akmyanbHa memd, WO  3YMOBIEHA
3pOCMAarYuUMu  BUMO2AMU 00 GI3YAIbHOI AKOCMI mMa NPOOYKMUBHOCMI 8
IHMepaKmusHUx cepedosuwax. Y cyuacHomy eetimoesi 8axciuso zabesneyumu
npasoonoodionicmos PI3UYHUX Npoyecie — 30Kpema, epekmis pyuHyeanHs — Oe3
nepesulyeHHs 0o04UCTI08aIbHO20 0100x0cem)y Kaopy. Haomipue nasanmasicenus
Ha cucmemy npu3eooums 00 3Huxcenusi FPS, wo kpumuuno 0na ieposoco
0ocgidy. 06’ckmom  0ocnioxcenns € inmepakmusne 3D-cepedosuwe 3
ouHamiyHumu egpexmamu. Ilpeomemom 00CniodicenHss € Memoou MOOentOBaAHH,
cumynayii ma onmumizayii egpexmis pyunysanns 6 pywii Unreal Engine 5 [1].
Hayxosa nosusna pobomu nonseac 6 cmeopenHi mamemamuyHoi mooeni O
OYIHKU OOUUCTIOBANILHOI CKIAOHOCMI BI3VaNbHUX eghexmie ma ii inmezspayii y
pywit Unreal Engine o0ns 3a6e3neyenHss npoOYKMUBHOCMI NPU  BUCOKIU
8I3YANbHIU AKOCHI.

Ilpakmuune  3HaueHHsT  OOCNIONCEHHA  BUBHAYAEMbCA — NUMAHHAMU
peanicmuynocmi U Qi3uuHOI NPasoonodibHocmi i2posux ceimis, wo Habysae
ocobnueoi eacu. Ipasyi ouikylomv He Jauwe Kpacugy cpagiky, ane U
npasoonooiony nosediHKy cepedosuiyd, y KoMy 8OoHU 83aemolitomb. OOun i3
KIIOY0BUX elleMeHmi8 Yici 63aemo0ii — pyuHy8anHs 00'ckmis: uu mo pozouma
CKIAHA GIMPUHA, NPONAMAHA 0epes siHa O0owlKa, abo YIamMKu Ricis 6ubyx)y.
Bioobpaoicenns ¢hisuunux enacmusocmeti mamepianié y peaibHOMY YACi —
CKIaOHe mexHiuHe 3a80aHHs, 0COOIUBO KOIU MO8A Ude Npo IHMEepaKmueHicmb,
moomo Moxcaugicms  2pasysi 6e3nocepeOHbo  GNAUBAMU HA  PYUHYBAHHA
ob'exmis. lle exmouae Ak Gi3yanvHi, max i Hi3uyHi HACHIOKU: aHIMAYi0
PO3NOMY, NOABY YIAMKI8, YaCMUHOK, 3MIHY 2eomempii 06'ekma ma tioco cmawy y
epi. Y peanvnomy ceimi pyuHy8aHHs — pe3yibmam nepesUueHHs Mexic MiyHOCmi
mamepiany. YV eipmyanoHomy — ye HeoOXiOHicmb iMimyeamu ye nepesuuyeHts
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WBUOKO, NePeKoHaUBo, | be3 empam )y NpooyKmueHocmi. 3 02110y HA BUCOKI
00UUCTIOBANILHI 8UMpamu, wo No8'siz3ani 3 cumyaayicto izuxu, y Oinbuocmi
BUNAOKIE NOMPIOEH KOMAPOMIC MIdHC MOYHICIIO MOOEN08AHHS MA WUBUOKOOIEI.
Oco6au80 ye KpUmu4Ho OJisi CKIAOHUX CYEH 3 8eNUKOI0 KINbKICIMIO OUHAMIYHUX
00’ekmig, aK y 6ouosux abo exuien-iepax.. Pesynemamom oocnioscenns cmana
peanizayisi cucmemu adanmueHo20 Kepy8aHHs e@exmamu pYUHYBaAHHSA 3
VPAaxy8aHHAM 0OMEHCEHb PeanbHO20 YAcCy, a MAaKOMC CMBOPEHHS NOBHOYIHHO20
sipmyanvHoz2o cepedosuwja i3 3D-nepconadicem, cyeHamu ma Gi3YANbHUMU
ehexmamu, euxonanumu y Blender [2] i Unreal Engine [3].

Knwouosi cnosa: Unreal Engine 5, egexmu pyiinysanHs, eetimOu3aii,
MpUBUMIpHe MOOENI0BAHHS, MamemMamuina mooens, Niagara

Ilocmanoeka npoonemu. Cumynsauis (pi3MYHUX MPOLECIB Y PEATBHOMY
yacli — OJHAa 3 HAWCKJIAJIHIMIMKX 3a7a4 B 1HTepakTuBHOMY 3D-cepenosumii. Ha
BIIMIHY BiJI HAyKOBHX a00 I1HXEHEPHHX CHUMYJSLINA, SKI MOXYTb TPUBATU
roJIMHaMM Ha TMOTYKHHX KOMII' IOTEpaX, BlJAeOrpa MOBUHHA CTAOLIBHO
(YHKILIOHYBaTH B MeEXax MKOPCTKUX OOYHMCIIOBaJIbHUX OOMEkeHb. Edextn
pYWHYBaHHS CTBOPIOIOTH J0JIaTKOBE HABAHTAXKEHHSI: 00’ €KT MOTPIOHO BI3yaJIbHO
MoaudiKyBaTu (pO3AUIUTH HA YJIaMKHU), HAAATH KOKHOMY 3 ()parMeHTiB ¢i3UuHI
BJIACTUBOCTI (Maca, iHeplisl, KOdi3ii), 3aIyCTUTH Bi3yalibHI €(eKTH (4aCTUHKH,
MUJI, OCBITJIGHHS), CHHXPOHI3YBaTH BCE II€ 3 JIOTIKOIO TpHU. SIKIIO Ha CIIeHI
OJTHOYAaCHO pPYHHYIOTbCSI KUIbKa OO’€KTIB — L€ MOXE JIETKO IEepPEeBUIIUTH
JONMYCTUMUNM OOYMCITIOBAIBHUN Or0/KeT Kaapy. (OcoOJMBO CKIIAJHOIO €
CUTYyallisl y MacimTaOHUX CILIEHAaX, J€ MPUCYTHI JECATKU a00 COTHI MOTEHIIIHO
PYWHOBHMX €JIEMEHTIB: MeOJi, CTIHM, BIKHA, JEKOpPaTHUBHI OO0 €KTU. Y TaKuX
BUIAJIKaX PU3UK BTPATU MPOAYKTHUBHOCTI ab0O HaBITh aBapiiiHOrO 3aBEPILECHHS
nporpamu 3poctae B pasu. lo0 yHHKHYTH MOAIOHMX TPOOJIEM, Y Cy4yacCHOMY
reiiM/IeB1 MIMPOKO BUKOPUCTOBYIOTHCS HAOIMXKEH1 MOJIENl 3aMiCTh MOBHOIIHHO1
CUMYJIALII.

Came TOMy BHMHHMKae morpeba y mMaTeMaTU4HIN Mozenl, sika HE MpPOCTO
iMiTye (I3UKy, a 1€ W KOHTPOJIIOE PECYpCHE HaBaHTaKEHHsS. BoHa MOBHMHHA
OIIHIOBATH KOXEH e(EeKT 3a KUIbKOMa MapaMerpamu (Bi3yaibHa CKJIAJIHICTb,
¢i13uKa, JoTiKa) 1 MPUUMATU PIIIEHHS: 3allyCKaTh TOBHUN e(EeKT, CIpoCTUTH
1ioro abo BIJIKJIACTH JIO HACTYITHOTO KaJIpy.

Ananiz ocmannix oocnioicensv i nyonikayii. B ocraHHI poKM 3HAYHA
yBara mpHUAUIIE€TbCS MOKPAIEHHIO peaji3My Bidyai3alliii yepe3 BUKOPUCTAHHS
nepenoBux anroput™MmiB Tak, mo0 miaTpumyBatu kKoM@opTHi 60 KaapiB Ha
cekynay (FPS), pywmiii mae 3aBepmmTu BCl po3paxyHKu — (i3uky, rpadiky,
aoriky, U, 3Byk — 3a 16.67 Mc Ha koxeH kaiap [4]. Uepe3 oOMexxeHHsS
MPOJYKTUBHOCTI, OUIBIIICTh ITPOBUX PYLIIiB 3aCTOCOBYIOTH CHPOLIEHI MOJEII
[5], Kl HE OOUMCIIOITH CUJIM, HAPYXEHHS 4K Jedopmallii B peaJbHOMY Yacl.
HartomicTe BHKOpPUCTOBYETBCS cucTeMa TpurepiB [6] — Hampukiaa, Raycast-
nepeBipka 31TKHEHHs, B3aemofis 3 Trigger Volume a0o anami3 MIBHIKOCTI
o0’exta nepen ynapoM. Konu rpaBenp YMHUTH HaJAMIPHUN THUCK, aKTUBYETHCS
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edeKT mecTpykiii. Y Tpi e peam3yeTbes uepes 3amyck Niagara-4acTUHOK, 10
IMITYIOTb pO3puB [7]. Yce 1€ CTBOpPIOE BIAUYTTS PEATICTUYHOCTI TMpH
MiHIMQJIBHOMY BUKOPUCTaHHI PECYPCIB.

[Ipo6nemu Ta mepcnekTUBU po3BUTKY. OCHOBHUMHU IpoOiemMaMu y cdepi
3D MopenmioBaHHS 3aNUINAIOTBCS BHCOKI BHMOTH IO alapaTHOTO Ta
nporpaMmMHOro 3abesneueHHs. [lepcneKkTMBH PO3BUTKY CHPSMOBaHI Ha
onTuMi3aIiio e(eKTiB pyWHyBaHHS Ta MOJICIIOBAaHHA IMX TporeciB. lle €
HOBUMU TE€XHOJOTITYHUMU PIICHHSIMU JJI1 MailOyTHOTO PO3BUTKY rajy3i.

Dopmynrweannn wuineu cmammi. Metoro pPoOOTH € CTBOPEHHS
MaTeMaTUIHOT MOl JUIS OIIHKKM OOYHMCITIOBAIIBHOI CKJIAJIHOCTI Bi3yaJIbHHX
ebekTiB Ta ii 1Hrerpamiss y pymid Unreal Engine nns 3a0e3neueHHs
IPOAYKTUBHOCTI IPY BUCOKIN Bi3yalbHIH SKOCTI.

Ocnoéna wacmuna. Y Bigeoirpax, Ha BIAMIHY BiJ 1HXEHEPHOTO
MOJICTIOBaHHS, MeTa CUMYJIALIT (PI3UUHUX TPOIIECIB MOJSATa€E HE B JOCSTHEHHI
TOYHOCTI, @ y CTBOPEHHI TIEPEKOHJMBOIO BI3yaJdbHOTO pe3yjbTaTy 3a
MIHIMAQJIBHOT'O BUKOPHUCTAHHS pecypciB. OQHUM 3 TaKUX MPOLECIB € pyHHYBaHHS
00'eKTIB — JMHAMIYHA 3MIHA CTaHy MarepiaiiB y BIANOBIAb Ha Jli rpaBlsd ado
noaii 'y rpi. Y peampHOMY CBITI pyHHYBaHHS MarTepialiiB BiAOyBaeTbCs
BHACJIJIOK TIEPEBUILCHHS MEX1 MIITHOCTI i JI€I0 30BHIIIHIX HaBaHTa)KCHb.
Jli1st floro MoJIeTIOBaHHS 3aCTOCOBYIOTHCS METOJ] CKiHUeHHUX eneMeHTiB (FEM),
nuckpetHux enemeHTiB (DEM) abo momnekyinspuoi munamiku (MD). Ilpote
BUKOPUCTAHHA IIMX METOJIB Yy TeHMEBI € HEJOIUIBHUM Yepe3 IXHIO HaIMIpHY
OOYHUCITIOBANIbHY CKJIQJHICTh 1 HEMOXJIMBICTh BUKOHAHHS B PEAJbHOMY Yaci.
IrpoBi pymii, 3okpema Unreal Engine, 3aMiHIOIOTH TOYHY CHUMYJIAIIID Ha
CUCTEMY MpaBWJI 1 TPUTrepiB, SKI JO3BOJIAIOTH CTBOPUTH 1UII03110 (DI3UKH.
OCHOBHMMHM TMapaMeTpamu, SKI BpaxOBYIOTbCS TMpH peai3alii CHUCTEMHU
pYWHYBaHHs, € TIOPOrOBa MILHICTb, TUIl MaTepially, CTaH Miclid PyWHYyBaHHS,
OnTuMizaliisl UX napameTpiB MOBHUHHA CTBOPIOBATH BIAUYTTS pPEaiCTUYHOCTI
IpU MIHIMaJIbHOMY BUKOPUCTAHHI PECYPCIB.

Peanizamiss edekTiB pyilHyBaHHS B IHTEPAKTHUBHUX CEPEAOBHILAX
noTpedye OamaHCy MK MPaBAONOIOHICTIO Ta ePpeKkTUuBHICTIO. OCKIIBKH TOYHA
CUMYJIAIIS B pEaIbHOMY 4Yacl HAJATO BUTPATHA, PO3POOHUKH ITOP 3aCTOCOBYIOTH
PI3HOMAaHITHI MIJIXOJHM, KOXKEH 3 SKHX Ma€ CBOI OCOOJIMBOCTI, MEpeBard Ta
oOMexeHHsa. Bubip Meromy 3anexuTh BiA IIaTGoOpMu, THUITY TPH, MacIITady
CIICHH, a TAKOK B1JI poJil 00’ €KTa B IrpOBOMY IPOIIECI.

I'pa peamizyeTbcsi 3 BUTIISIOM BiJl TPEThOi 0coOHU, BizyajabHa CKJIaI0Ba
MOJIeJTi IEPCOHaXKA € KITFOYOBOIO — rpaBellb MOCTIHHO 0AYXTh TUIO TEPOS i Yac
pyXy, aTaku Ta B3a€EMOJIIi 3 CepeaoBUIIEM. ['0JJOBHOTO MepcoHaxka Ipu OyJio
CTBOpeHO B cepenonuili Blender (puc. 1).
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Puc. 1. 'oroBa moziens B pexxumi Material Preview Front 1 Back croponn

CrBopenHns nanamadrty npoBoguiocs B cepenoBuill Unreal Engine 5
(puc. 2).

Puc. 2. T'oroBa yacTuHa KapTu JanamapTy

OCKUIbKY KITIOUOBUM €JIEMEHTOM € JEeMOHCTpalisd ePeKTiB pyiHyBaHHS,
mocTajia HeOOX1THICTh CTBOPUTH 0a30BY CHCTEMY B3a€MO/IIT 3 00'€KTaMU CIICHHU.

ITepmnii kpok — cTBOpeHHS HOBOro C++ kjacy, SKA OTpHUMaB Ha3BY
CharAliza, ockinbKY BiH OMKCY€E TIOBEAIHKY MEPCOHAXXKa Ta BCI TIOB’sI3aHl 3 HUM
mii. Ilicms rewepamii kimacy B cepemoBuili Visual Studio aBTOMaTuuHO
BinkpuBatoThess nBa ¢aimm: CharAliza.cpp 1 CharAlizah. 'V daium
CharAliza.cpp (puc. 3) BimOyBaeTbcs Oe3mocepenHsl peanizallis Jorikd. B
KOHCTPYKTOP1 CTBOPIOIOTHCSI KOMIIOHEHTH KaMepH, BCTAaHOBJIIOETHCS 00epTaHHS
BIJIMOBITHO /10 MUIIII Ta BMUKAETHCS OHOBJICHHS KOKHOTO KaJIpy.

VY dynxkuii SetupPlayerInputComponent() 3a1atoTbcst IpUB’I3KU KIIABIIIL:
WASD — nnst pyxy, Mullika — Jijist orjisany, E — 1y1s B3aeMoii.

Oyukuisa Interact() BigmoBiZae 3a MPOCTE TPACyBaHHS B HAMNPAMKY
NOTJISIy rpaBUd. SIKII0 MPOMIHb BIyYae y SKUHCh 00'€KT — NMEPEeBIPSAETHCS, YU
MOXHA 3 HUM B3a€EMOJISATH, 1 Jlalli BUKOHYEThCS Misl (HAMpPUKIIAJ, 3HUIICHHS
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o0’exta uepe3 Destroy()). Takoxk BuKOpHCTaHO Bi3yalli3alliio JiHII MPOMEHS
(DrawDebuglLine) a1 3py4HOCTI TeCTyBaHHS.

Yu icuye
Controller?

A

Tak

Value != 0.0f?

Otpumarn
Rotation 3
Controller

v

CtBopHuTH
YawRotation

v

Otpumaru
Direction

v

L Jomatu Input
Pyxy

Puc. 3. brok-cxema CharAliza.cpp

@aiin 3aronoBky (CharAliza.h) MicCTUTh OTOJIOIIEHHS] KOMIIOHEHTIB, SIKi
BIJINOBIJIAIOTh 32 KaMmepy Ta CTPUIKY, a TaKOoX CHUTHATypu QYHKIUN s
nepemilieHHs (Brnepej/Hazaa 1 BIiBO/BIPABO), MOBOPOTY OTJISAY MHUIIKOK Ta
BUKJIMKY B3aemojii. Kamepa mnpuB’s3aHa 10 CTpUIKH, SKa, B CBOIO 4Yepry,
MPUKPITUICHA 10 Tijla MepCoHa)ka — Taka CXema JI03BOJIIE€ M KO CIIJKyBaTH 3a
IpaBIEM Yy CTHJII BiJ] TPETHhOI OCOOHU.

3aranoM 1Leil Kiac J03BOJSE CTBOPUTU 0a30BYy CHCTEMY B3aeEMOJIL 3
€JIEMEHTaMH CIIEHM — 1 came 4Yepe3 Hei peani3yeThCcsl AeMOHCTpalis e(exTiB
pyiinyBanss B Unreal Engine 5.

[Ticnst cTBOpEeHHS yCIX HEOOXIAHUX €JIEMEHTIB I'PU, HACTYITHUM €TaroM €
HaJallITyBaHHS ITPOBOrO PEXKUMY Ta 3a0€3MEUYEHHS] MOKJIMBOCTI YNpPaBIIIHHA
NepCOHAXKEM O/Ipa3y IMiCIis 3aIlyCKy TPH.

VY mporieci po3poOKH IHTEPAKTUBHUX CEPEOBUIIl — TAKUX SIK BIJICOITPH,
TpeHakepu ab0 BIPTyalibHI Mpe3eHTallii — MOJACIIOBAaHHA  (PI3MUHUX
BJIACTUBOCTEH O00'€KTIB € BaXJIMBHUM YWHHHUKOM IS ITABUINEHHS PIBHS
peanizmy. OcoOIMBO 3HAYYIIOO € MOBEAIHKA MaTepialliB MijJ 4ac MEXaHIYHOTO
BILTUBY: Aedopmarlii, po3TpiCKyBaHHsI, PO3PUBY Ta MIOBHOTO PYWHYBAaHHSI.

VY kinacuuHuX QI3UYHUX CUMYJISINIAX (HAMPUKIIAJ, IHKEHEPHUX CHCTEMax)
TaKi MPOIECH MOJICIIOIOTHCA 3 BHCOKOK TOYHICTIO — METOJOM CKIHYCHHHUX
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enemeHTiB (Finite Element Method), auckpetnux enementiB (Discrete Element
Method) abGo wmonekymsipuoi auHamiku. IIpoTre 1l Meroau € BKpaii
PECYPCOMICTKMMHU 1 HE MOXKYTh OYTH 3aCTOCOBaHI B pEaJlbHOMY 4acl y paMKax
CTaHJIAPTHOTO I'POBOTO PYIIis.

HactypHe 3aBmaHHS — CTBOPUTH HaOMIKEHY [0 peajbHOCTI MOJETh
pyiiHyBaHHS, sika Oyje IpalloBaTh B PEKHUMI PEaTbHOTO 4Yacy 3 OOMEKEHHM
oOuucIoBanbHUM OrokeToM. Hexalt MmaemMo BipTyalibHE CEpEelOBUIIE, Y IKOMY
neBHI 00'ekTH (HANpUKIIAJ, JepeB'siHa Oajka, CKJIsSHA BITpUHA a00 ManepoBUi
JUCT) TMIJIATal0Th  PYWHYBaHHIO  BHACHIJIOK M1 KOpUCTyBada  abo
BHYTPIITHBOITPOBUX MOTIMH.

Koxen edext pyliHyBaHHs (Hagali — e(eKT) MOBUHEH 3aJ0BOJIbHITH
HACTYITHUM yMOBaM:

1) akTMBYBaTHCS NUIIE Y BU3HAUYCHUX YMOBaX, MOB’S3aHUX 3 CHUIIOBHUM
BIJIUBOM a00 TpUTe€paMu;

2) OUIHIOBaTUCSA 3a KPUTEPIIMH HAaBaHTAXEHHS Ha cucTeMy (TOOTO
HACKUIBKH BiH "goporuit" s KoM roTepa);

3) aBTOMaTM4YHO a0O0 BpPYYHY NIUISIraTd afanTallii: BUKOPUCTOBYBATH
CIOpPOLIEHUH BapiaHT, BIAKIAAATHCh ab0 B3arajl CKacOBYBATHCh NMpU AePILUTI
pecypcis;

4) miansraTy MporpaMHOMY KOHTPOJIIO 3 OOKY irpOBOTO PYIIIis.

VY wMopmeni, sika UKOPUCTOBYEThCsl B irpoBomy pymii Unreal Engine 5,
HEOOX1THO BpaxyBaTH Taki (pakTopu:

- (13U4HI BIACTUBOCTI MaTepiajy: Yd € BIH KPUXKUM, €ITACTUUHUM,

IUTACTUYHUM TOIIO;

- BI3yaJIbHI HACIIJIKU: YJIAMKHU, MTAJI, aHIMAITis;

- JIOTiKa: 3MiHAa CTaHy 00'€KTa, BIUIMB Ha TCHMILICH;

- oOyucIOBalIbHA BAPTICTh: HACKUIBKM 0arato pecypciB NoTpiOHO Ha
pPEHIEpHHT 1 00UnCIeHHS e(EeKTY;

- TPiOPUTET BUKOHAHHS: YU € €(PEKT KPUTUYHO BaXKJIMBHUM, YU HOTO MOKHA

TUMYacOBO ITHOPYBATH.

VY cepeaHbOCTATUCTUYHIN TPl Kaip peHAEpUTHCA NpoTsaroM 16.67 Mc (11
60 FPS). flkmo B MOMEHT 3amycky e(eKTy BHUKOHYEThCS HAATO OaraTto
pO3paxyHKIB a00 pEHJEPUHT 3aHAATO CKJIAJHUNA — MPOAYKTHBHICTH IMaJIae,
ITPOBUI TIPOIIEC CIOBUILHIOETHCS, BI3yaJdbHO 3 SIBISIOTHCS  «(dpi3m» abo
3aTPUMKH.

Mopenb TOBUHHA HE JIMIIIE MPaBUILHO OMUCYBATH MOBEIHKY MaTepiaiy,
ayie ¥ OyTu 37aTHOIO JWHAMIYHO pearyBaTH Ha HaBaHTaXXeHHs. PeamicTuune
BIIOOpa)KEHHS TPOLECIB PYWHYBaHHS Yy Bijeoirpax noTrpedye He JuIe
BI3yaJIbHOI  JIOCTOBIPHOCTI, a ® e(QEeKTUBHOTO BHUKOPHUCTAHHS PECYpCIB
oOuucioBanbHO1 cuctemMu. Il{o6 3abe3neunTH CcTaOUIBHY 4YacTOTY Kajpis,
HEOOX1THO CTBOPUTH aJIalTUBHY MOJIENb, sIKa J03BOJISIE OIIHIOBATH e€(EeKTH 3a
CTYIIEHEM iX BIUIMBY Ha NPOAYKTUBHICTHP Ta KEPyBaTH iX aKTHBAILEIO B
3aJIEKHOCTI B1JI HOTOYHOI'O HABAHTAXKEHHS.

Konnenist momeni 6a3yerbcsi Ha PO30UTTI KOXKHOTO e(exTy Ha TpHu
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OCHOBHI KOMIIOHECHTH:
- G (Geometry) — reoMeTpUYHE HABAaHTAKCHHS: KUTBKICTh TIOJIITOHIB,
¢bi13uaHI 00’ €KTH, MOIUDIKAITIS CITKH;
-V (Visuals) — Bi3yanbHi epeKTH: YACTUHKH, [IEHIEPH, OCBITICHHS,

PO30pi MaTepiaiu;

- L (Logic) — noriyHa CKJIQJHICTh: CKPUNTH, MO11, 00poOKa KOJIi3iH,
3BYKOBI €(heKTH.

Koxxnomy edekTy mpu3Ha4arOTbCsl YMCIIOBI Bard BIAMOBIAHO 1O ITUX
napametpiB. lle mo3Bossie mopiBHIOBATH €(OEKTH MDK CO00K0 Ta IpUHAMATH
pILIEHHS TPO iX 3aIyCK, CIPOIIEHHS a00 BIAKJIAJICHHS B paMKaxX OAHOTO KaJpy.
3aranpHa BapTICTh 1-r0 edekty C; po3paxoByeThes 3a popmyioro (1).

Ci=a-G+L-Vi+y-L; (1)
ne:

G, V;, L, — Baru 1o K0XHOMY 3 TPhOX MapamMeTpiB AJid i—TO ePEKTy;

a, B, y— BaroBl Koe(ilieHTH (HAJAIITOBYIOTHCS MiJ KOHKPETHE
CEpENOBUIIE EKCTIEPUMEHTAIBLHO)
3arajibHa YMOBa 3aIyCKy HaBeJleHa B (hopmyii (2).

;CiSB, (2)

ne B — pecypchuii 610keT o1HOTO Kajpy (Hanpukiaa, 16.67 Mc Ha kafap).

3aramoMm 1eil Kiac J103BOJISIE CTBOPUTH 0a30BYy CHCTEMY B3aeMOJIl 3
€JIeMEHTaMH CLIEHH — 1 camMe 4epe3 Hei peami3yeTbcsl JeMOHCTpalis e(exTiB
pyitnyBanHs B Unreal Engine 5. [licist cTBOpeHHs yciX HEOOXITHUX €JIEMEHTIB
I'pU, HACTYIIHUM €TallOM € HaJAIITyBaHHS IFPOBOIO PEXUMY Ta 3a0€3MEeUeHHS
MO>KJIMBOCTI YIPABJIIHHS MEPCOHAKEM OJIpa3y MICIIsl 3ayCKy TPH.

Hns  1mporo  motpiOHO  ctBOopuTH  Blueprint-kinac,  Hanpukian,
BP_ CharAliza, mo nacnigye Big kiacy GameModeBase. Y HanamtyBaHHSX
1poro Kiacy ciin nepeiitu qo Bkianku Class Defaults (ITapamerpu kiacy) ta B
nom Default Pawn Class (Kmac mepconaxa 3a 3aMOBYyBaHHSIM) BKa3aTH
ctBopennii C++ kimac CharAliza. [le 3a0e3neuye aBTOMaTuyHEe BUKOPUCTAHHS
BJIACHOTO MEPCOHAXka 3 yCIM HEOOX1AHUM (PYHKIIIOHAJIOM IPH 3aITyCKY TPH.

Jjist BIpOBaXKEHHS aJallTUBHOT CUCTEMHU €(PEKTIB PYWHYBAHHS HA OCHOBI
mozen G/V/L Oyno peanizoBaHO BIIACHY apXITEKTYpy KepyBaHHSA €(pEeKTaMH Y
pyurii Unreal Engine 5. I'onoBHa MeTa — 3a0€3M€UUTH MOKJIUBICTh JUHAMIYHOTO
KOHTPOJIIO 3a 3amyckoM e(eKTiB BIJAMOBIIHO JO MOTOYHOTO HaBaHTaKEHHS
cueHu. Cucrema noOyJoBaHa Ha KIACHYHIA MarepHi "MeHemxkepa', sSKuW
IIOKAJPOBO TEPEBIpPsi€ YEPry 3aluIaHOBaHMX €(EeKTIB 1 MpUMae pIlICHHS:
aKTUBYBaTH e(EeKT, BIAKIACTH HOro abo BIAMOBHUTHUCA Bij 3amycKy. OCHOBHI
KOMIIOHEHTH:

- wmenemkep edextiB (UDestructionManager) — TOJOBHUI KJ1ac, SIKUH KepYye€
00poOKOI0 eEeKTIB;

- uepra edekriB (QueuedEffects) — crmucok 3anuTiB, chopMoBaHUX y
IIpoIIeCl TPH;

- OILIIHKA BAPTOCTI — OOYMCIICHHS] HABAaHTAXEHHS Ha KaJp yepe3 QYyHKIII0
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ComputeCost;

- MeXaHi3M 00OMEXEeHHsS — TEPEeBipKa, UM 3arajibHa BapTICTh HE TIEPEBUIILYE
oromxker kaapy (16.67 mc nns 60 FPS);
- aKTUBalid / BiIKIaAeHHS — eekT abo 3amycKaeTbes, ab0 IepEeHOCUTHCA

Ha HACTYITHUM KaJp.

Posrnsinemo peamnizaitito joriku ocHoBHOro kiacy UDestructionManager
(Menemxep edekrtiB). Bin mictuth meton Tick(), kvl BUKOHYEThCS KOMXEH
KaJIp Ta OI[IHIOE CyMapHE HABAaHTAXXEHHS 1 MpUMAae PIIMIEHHS IOA0 3alyCKy
KOXKHOTO 3 €(heKTIB y 4ep3i (pI/IC. 4).

Use dbudgc =0.0f

§+.

HcH Cost = Effect.ComputeCost{))

UsedBudget +
Cost<
FrameBudget

ActivateEffect(Effect)
Tar UsedBudget += Cost

Hi

‘—| DeferEffect(Effect) |
Puc. 4. biok-cxema BukoHanHs QpyHkuii Tick() y cuctemi kepyBaHHs eekTaMu
pyHHYBaHHS

[leti mexaHI3M J03BOJISIE YHUKATH TEPEBAHTAXKEHHS TiJ] 4Yac 3aIlyCKy
BENIUKOI KITBKOCTI edekTiB ogHouacHo. [lig yac moxii B rpi (Hanmpukiam, KoJu
rpaBellb HACTYIA€ Ha JACPEB’sIHY JOIIKY), cucteMa hopmye ehexkT pyiHyBaHHS
JIepeB’HOI JIONIKHU 13 BIIMOBIAHUMU MapaMeTPaMHU:

FDestructionEffect WoodCrackEffect;
WoodCrackEffect.GeometryWeight = 6.0f; // Fracture Mesh + komi3ii
WoodCrackEffect. VFXWeight = 3.0f; // YaCTUHKY MUY
WoodCrackEffect.LogicWeight = 1.0f; // 3Byk, animairis
DestructionManager->EnqueueEffect(WoodCrackEffect);

Le#t edexT morparuisie B yepry 1 Oyne oOpoOneHHI Ha HaAHOIMKUIOMY
KaJpl 3aJIEKHO B1Jl JOCTYITHOTO OIOIXKETY MPOTYyKTUBHOCTI.

TectyBanHs BKJIIOYano BCEOIYHY TIEPEBIPKY CHUCTEMHU KEpPYyBaHHS
eexTaMu pyHHYBaHHS.

Bucnoeéku. B pamvkax poOoTu OyJi0 MPOBEACHO AHANITHYHUN OTJIS
CyYaCHUX MIAXOAIB 10 peamizaimii e(peKTiB pyWHYBaHHS B I1HTEPAKTUBHHX
3aCTOCYHKax, BU3HAYEHO iX KIIOYOBI IepeBaru ta ooMexxeHHs. Ha ocHOBI 11bOTO
aHamizy chopmMoBaHO (GopMalibHy MaTeMaTHYHy MOJENb OIIHKK €(eKTIB 3a
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TpbOMa KOMIIOHEHTaMH: T€OMETPUYHE HABAaHTA)KEHHS, Bi3yalbHI e(eKTH Ta
JIOTIYHA CKJIQJHICTh. 3amponOHOBaHA MOENb J03BOJISIE ATaNTUBHO KEPYyBATH
3aIyCKOM €()eKTIB 3aJIEKHO BiJl 00UHMCIIOBAILHOTO OIOJIKETY KaJpy, IO CIIPHSIE
M1 BUIIEHHIO 3aTrajIbHOT IPOYKTUBHOCTI CUCTEMH.

OkpeMy yBary TmpHAUICHO CTBOpeHHIO 3D-Mojeni mepcoHaxa Yy
cepenoBuii Blender 13 mopansioro iHTerpamiero B pymriii Unreal Engine 5.
YpaxoBaHO BUMOTH JO0 aHIMAIiMHOI MiArOTOBKH, TOMOJIOTII Ta CYMICHOCTI 3
CHUCTEMaMU PEHACPUHTY U (DI3UKH.

OtpumaHi pe3yabTaTH JIEMOHCTPYIOTh MOXJIHMBICTh  €(EKTHBHOTO
MOEHAHHS BHCOKOI SIKOCTI Bi3yamizamii 3 ONTHUMAadbHUM BHKOPHUCTAHHSIM
OOUYHCITIOBAJILHUX PECypCiB, IO € aKTyaJlbHUM 3aBJaHHAM y CyYacHIA 1HJI-
pO3pOO0IT, TEUMIHTY Ta CHMYJISIIIMHAX CUCTEMAaX.
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MODEL OF AN ADAPTIVE SYSTEM OF MATERIAL DESTRUCTION
EFFECTS WHEN CREATING A GAME ENVIRONMENT BASED
ON UNREAL ENGINE

Olha Simonova, Hanna Fedchenko, Olena Okhotska, Yana Omelchenko

The work explores a topical topic driven by increasing demands for visual
quality and performance in interactive environments. In modern game
development, it is important to ensure the plausibility of physical processes — in
particular, destruction effects — without exceeding the computational budget of
the frame. Excessive load on the system leads to a decrease in FPS, which is
critical for the gaming experience. The object of the study is an interactive 3D
environment with dynamic effects. The subject of the study is methods for
modeling, simulating, and optimizing destruction effects in the Unreal Engine 5
engine [l1]. The scientific novelty of the work lies in the creation of a
mathematical model for assessing the computational complexity of visual effects
and its integration into the Unreal Engine engine to ensure performance with
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high visual quality.

The practical significance of the study is determined by the issues of
realism and physical plausibility of game worlds, which is gaining particular
importance. Players expect not only beautiful graphics, but also the believable
behavior of the environment in which they interact. One of the key elements of
this interaction is the destruction of objects: whether it is a broken glass display
case, a cracked wooden board, or fragments after an explosion. Displaying the
physical properties of materials in real time is a difficult technical task,
especially when it comes to interactivity, that is, the ability of the player to
directly influence the destruction of objects. This includes both visual and
physical consequences: animation of a fracture, the appearance of fragments,
particles, changing the geometry of the object and its state in the game. In the
real world, destruction is the result of exceeding the strength limits of the
material. In the virtual world, it is the need to simulate this excess quickly,
convincingly, and without loss of performance. Given the high computational
costs associated with physics simulation, in most cases a compromise is
required between modeling accuracy and speed. This is especially critical for
complex scenes with a large number of dynamic objects, such as in fighting or
action games. The result of the research was the implementation of a system for
adaptive control of destruction effects taking into account real-time constraints,
as well as the creation of a full-fledged virtual environment with a 3D character,
scenes and visual effects made in Blender [2] and Unreal Engine [3].

Keywords: Unreal Engine 5, destruction effects, game design, three-
dimensional modeling, mathematical model, Niagara.

Referenses

1. Epic Games. Unreal Engine 5 Documentation. URL:
https://docs.unrealengine.com/5.0/en-US/  (accessed:  22.05.2026) [In
English].

2. Blender Foundation. Blender Manual. URL:
https://docs.blender.org/manual/en/latest/  (accessed:  22.05.2026) [In
English].

3. Smith, J. (2020). Game physics engine development. Boca Raton: CRC
Press, 432 p. [In English].

4. NVIDIA Developer Blog. URL: https://developer.nvidia.com/blog/
(accessed: 22.05.2026) [In English].

5. Bondarenko, S. V. (2021). Physical modeling in game engines. Kharkiv:
KhNURE, 184 p. [In Ukrainian].

6. Epic Games. Unreal Engine Documentation. URL:
https://docs.unrealengine.com/ (accessed: 22.05.2026) [In English].

7. Epic Games. Unreal Engine Niagara VFX Quick Start. URL:
https://docs.unrealengine.com/Niagara (accessed: 22.05.2026) [In English].

Mamepian naditiuios 0o peoaxyii 26.04.2026
Iputinamo oo opyky 13.05.2026 p.


https://docs.unrealengine.com/5.0/en-US/
https://docs.blender.org/manual/en/latest/
https://developer.nvidia.com/blog/
https://docs.unrealengine.com/
https://docs.unrealengine.com/Niagara

