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AHoranis. I[n poboma npucesueHa aHanizy MoMu8ocmeli 8UKOPUCMAHHS [2p0BUX
pywiie 0ns modento8anHss pobomu 00NAOHAHHSA 8 MexHIUHUX 2any3sx. Y pobomi
po32a10amuscsi 0CHO8HI hidxodu Kaacugikayii pyuiiie, ujo 6asyrmoscs Ha napamempax
npocmoposoi penpesenmayii (2D ma 3D), nomyxcHocmi i3uuHozo s0pa ma memooax
npozpamyeaHHs (kaacuuHe ma gizyanvHe). Takuii nidxio 00360/155€ 00’€KMUBHO OYiHUMU
(DYHKUIOHAIbHI MOXCIUBOCMI OKpeMUX pYWiie ma ixH0 Npudamuicmos 0 KOHKpPemHux
3as8dawb. [N npakmuuHozo avanizy obpaHo mpu nonyaspuux pywii — Unreal Engine,
Unity ma Godot, pe3ynvmamu 0ocnioxieHHs: npedcmaeieHi y 6u2isdi NOpieHANbHOL
mabnuyi. Ha ocHosi nposedeH020 aHanizy 3pobsieHo 8UCHO80K, wo came Unreal Engine
3a80sKu  €80ili nomyxHili i3uuniti modeni ma MOXUBOCMAM  8i3YA/IbLHO20
npozpamyeaHHs: € ONMUMANbHUM 8aPiAHMOM Ol CUMYJIAYIT CKAAOHUX (Pi3UUHUX
npouyecie y NpoMucaio8ux yMosax.

KimouoBi ciioBa: izposi pywii, modeniosaHHs, kaacugikauis, npomucnose 00J1a0HaAHHS,
Unreal Engine, Unity, Godot.

IrpoBi pymiii 3’IBUANCh He TaK JABHO HAa PUHKY, i Ile He BCi acmeKkTu ix
BUKOPUCTAHHS BMBUYEHi. 3a CBOIM OCHOBHMM MpU3HAUEHHSM BOHM I€peBakHO
BUMKOPMCTOBYIOThCS IIJISI PO3POOKM irop, IMpoTe MOKYTh YCIIIIIHO 3aCTOCOBYBATUCH i
NI MOZEIOBAaHHSI pOOOTM O0JIafHAHHS Y TEXHIUHMX Taly3sgxX. 3apas BiloMO BiKe
BeJIMKa KiJIbKICTh irpOBMX PYIIiiB, KOXKEH 3 SIKMX Ma€ CBOI repeBaru i HeJomiku. s
TOro 100 BU3HAUMTHM, SIKMUI PYILiil HaliKpalle Iigiiae Ajs BUILEeONMCaHUX 3aayu €
IOLITbHOIO iX Kimacuikairis.

IrpoBi pymiii B mepmry yepry kiaacudikyloThb 3a ITapaMeTpoM IIPOCTOPOBOI
pernpe3eHTaliii: 1BoBUMipHi (2D) Ta TpuBumipHi (3D) [1]. [IpoTe Taka kmacudikaiiis
€ 3aHaJATO 3arajJibHOI0 Ta He [03BOJISIE O00’€KTUBHO OIIIHUTKU OOIIJIbHICTD
BUKOPUCTAHHS PYIIis IJis1 KOHKPETHOTO 3aBIaHHSI.

IHmmMit migxim 6a3yeTbcsl Ha METO/Ii CTBOPEHHS MPOTPAMHOr0 KOIY: KJIaCUUYHEe

(TeKCTOBE) MporpaMyBaHHsSI Ta BisyaJibHe MporpamyBaHHs. Lleit Kputepiit € 6inbi
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iHbopmaTuBHMM, OJTHAK TAKOX He 3a06e3reuye BUUEPITHOI OL[iHKY (PyHKIIiOHAIbHUX
MOXJIMBOCTEI PYIIIis.

3 ornsoy Ha 1ie, OOUUIbHO KiaacudikyBaTUM PYIIii 3a CYKYMIHICTIO KiJIbKOX
K/IIOUOBUX IMTapaMeTpiB:

—TuI rpoctopy: 2D, 3D,

—isuyuHe AapO: CUIIbHE, CJIabKe, BiICYTHE,

—MeTo[I MporpaMyBaHHSI: Bi3yasibHe MporpaMyBaHHSI, K/IaCMYHe
MporpaMyBaHHSI.

sIkio 06’emHaTH BCi 1i KpUTepii, MOsKHA Oi/IbII TOUHO KiaacugikyBaTy pylIirii Ta

BU3HAUYUTH IXHIO IPUIATHICTD [J11 KOHKPETHUX 3aB1aHb.

Hampuknam Tpeba cumyaioBaTM  poOOTy  0OJagHAHHS Ha  JeSIKOMY
nignpuemcTBi. s Takoi pobOTHM MOTpiOEH pyIIiii KOTPUIX MOXKe CHUMYITIOBATU
CKIaAHi Qi3uyHi mpoiiecy B TPUBUMIPHOMY IIPOCTOPI.

IS TpaKTMYHOTO aHa/lidy o0paHO TpM HaumomyaspHimmux pymii: Unreal
Engine, Unity, Godot.[2] Hmkue HaBeeHO MOpPiBHS/IbHY Tabauio (Tabna. 1) mo

3aIIpOITIOHOBAHMMMU KpI/ITepiSIMI/IZ

Tabmuig 1
[TopiBHSIbHA TAOAUILIS PYIIiiB.
i . diznunHe

Pymmiit ITpocrip 2o Twun nporpaMyBaHHS
Unreal engine 3d/2d (mepeBaskHO 3d) CunbHe K{IaCI/Iqu HPOTPaMyBarHi,
Bi3yasibHe MTpOTrpaMyBaHHS
KnacuuHe niporpamyBaHHS.
Unity 3d/2d (mepeBaskHO 2d) Crabke BisyanbHe nporpamMmyBaHHSI

(4acTKOBO)

Godot 3d/2d (mepeBaskHO 2d) Cnabke Kiacuuyne mporpamyBaHHS

Ha ocHOBi oTpuMmaHoi Kiaacudikailii MOKHA MPUIATU 1O BUCHOBKY, IO IJIS
CUMYJISILIII pobOTM O6jamHaAHHS Ha MiANPMEMCTBI Haibinbpmn migxomuTbh Unreal
Engine, Tomy 1110 BiH MOXXe CMMYJIIOBAaTU CKIaaHI (i3uyHi mpoliiecu Ha BiAMiHY Bif
iHmmx pymiiB. BiH Mae moryxkHy (i3suuHy Momesnb, IO T03BOJSIE MOMEeI0BATU
ckiaanHi gismuHi nporiecu. Takok BiH Mae MiATPUMKY Bi3yaJbHOTO MpOrpaMyBaHHSI,
o0 PpoOUTb ¥Oro MAOCTYITHMM [JisI KOPMCTyBauiB 0e3 TJIMOOKMX 3HAHb Y
MpOTrpaMyBaHHi.

BucHOBKM. BUKOpUCTaHHS ITpOBUX PYIIiiB SIK iHCTPYMEHTIB [OJI T€XHIYHOTO

MO/JIeJIIOBAHHSI € TMepCIeKTMBHMUM HampsIMOM, OCOOJMBO B YyMOBaxXx OOMeXeHOTO
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IOCTYITy IO CITeliayli30BaHOro MporpamMHOro 3abesrneyeHHs. 30KpeMa, BiJKPUTICTh
mnatdopm Unity, Godot Ta Unreal Engine 3a6e3reuye HIMpOKi MOXJIMBOCTI st

iXHbOTO 3aCTOCYBAHHS Y BUPOOHUUUX LIJISIX.
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PROSPECTS FOR THE USE OF GAME ENGINES FOR MODELING THE
OPERATION OF INDUSTRIAL EQUIPMENT
Lomonosov Valentyn, Anisimov Volodymyr

Abstract. This investigation analyzes the possibilities of using game engines to simulate
the operation of equipment in technical fields. The investigation discusses the main
approaches to classifying engines based on the parameters of spatial representation (2D
and 3D), the power of the physical core, and programming methods (classical and
visual). This approach allows us to objectively assess the functionality of individual
engines and their suitability for specific tasks. Three popular engines - Unreal Engine,
Unity and Godot - were selected for practical analysis, and the results of the study are
presented in the form of a comparative table. Based on the analysis, it is concluded that
the Unreal Engine, due to its powerful physical model and visual programming
capabilities, is the best option for simulating complex physical processes in industrial
environments.

Keywords: game engines, modeling, classification, industrial equipment, Unreal Engine,
Unity, Godot.
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