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PEDEPAT

[TosicHIOBaJIbHA 3aMKMCKa 10 JUIIOMHOI KBajidikaiiitHoi poOoTH OakanaBpa:

101 c., 3 tabmn., 50 puc., 2 nox., 12 mxepenn.

IHTEPAKTMBHA I'PA, KOMIT'IOTEPHA IIPOI'PAMA, ITPOTOTHII,
UNITY, C#, GAME.

OO0’€KT MOCHIIKEHHS] — BHYTPIIIHIN yCTpid IrpoBOi 1HAYCTPIl Ta MPUHIIMI i1
po0OOTH, PI3HOBUJL ITOP Ta iX )KaHPOBA MPUHAICKHICTb.

[IpeameT gochipKeHHs — MOMYJIAPHI KOMIT FOTEPHI ITPH Y >KaHP1 BUKUBAHHS-
ITICOYHMUIII, iX OCOOIMBOCTI Ta HETOIIKH.

Meta pobGoTu — CTBOpEHHS MPOTOTUINY KoMmm toTepHoi 3D rpu y xaHpi
BIDKMBAHHS-ITICOYHMIII, III0 MICTUTh 0a30B1 MEXaHIKH Ta 03HAWOMYHN PIBEHb I'PH.

Marepianu, MeTOAM Ta TEXHIYHI 3aco00M: CTPYKTypHE Ta 00’ €KTHO-
OpIEHTOBaHE IporpamyBaHHs, MoBa mporpamyBaHHsi C#, cepemoBuile po3poOKH
Unity, nepcoHanbHII KOMIT'IOTEP IiJ] YIPaBIiHHAM OnepaliiiHoi cuctemu Microsoft
Windows.

PesynpraTtu. B mporeci pobotu Ham mpoekToM Oyino po3pobieHO OCHOBHI
MEXaHIKA B3a€MOJIIi 3 ITPOBUM CBITOM, a TAaKOX CHCTEMY PO3BUTKY IMEPCOHAXKY.
[IpoexT BKIIOUaEe B cebe 0e3iiy po3poOIEeHUX METOMAIB, 3aBISKH SIKUM 3I1HCHIOETHCS
B3a€EMO/III MK ITPOBUMH e€JeMeHTaMu Ta 00’ektamu. Takoxk Oyina CTBOpeHa IEBHA
KUTBKICTh HEOOX1IHUX ITPOBUX MOJIENiel Ta 1KOHOK, 5 pi3HUX 1HTEp(ENCiB, KOXKEH 3
SKUX BUKOHYE CBOIO POJIb.

BucHoBku. Po3p06JieHO MPOTOTUIT KOMIT FOTEPHOT TpH, 10 BKIIIOYAE 0 cede
OCHOBHI 0a30B1 €JEMEHTH B3a€MOJIi 3 IrPOBUM CBITOM, MICTUTh HEOOXIiIHI
iHTepdeiicu Ta IrpoBl €1EMEHTH, a TAKOK CTBOPEHHUM 03HAMOMYHUH PIBEHb.

["anmy3b BUKOpHUCTAHHS — PI3HOBU/I pO3BAr Ta BIANOYUHKY.



ABSTRACT

Explanatory note to the bachelor's thesis: 101 pages, 3 tables, 50 figures, 2

appendices, 12 sources.

INTERACTIVE GAME, COMPUTER PROGRAM, PROTOTYPE, UNITY,
C #, GAME.

The object of research is the internal structure of the gaming industry and the
principle of its operation. Variety of games and their genre affiliation.

The subject of the research is popular computer games in the genre of
sandbox survival, their features and shortcomings.

The purpose of the work is to create a prototype of a computer 3D game in the
genre of sandbox survival, which contains basic mechanics and an introductory level.

Materials, methods and technical means: structured and object-oriented
programming, C # programming language, Unity development environment, personal
computer running Microsoft Windows operating system.

Results. In the process of working on the project, the basic mechanics of
interaction with the game world were developed, as well as the system of character
development. The project includes many developed methods through which the
interaction between game elements and objects. A number of required game models
and icons were also created. As well as 5 different interfaces, each of which performs
its role.

Conclusions. A prototype of a computer game has been developed, which
includes the basic elements of interaction with the game world, contains the
necessary interfaces and game elements, as well as created an introductory level.

Field of application — variety of entertainment and recreation.
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HHEPEJIIK CKOPOYEHDb TA YMOBHHUX IIO3HAK

DLC — Downloadable content;

Internet — BcecBiTHa cucreMa 00'€qHAHUX KOMITIOTEPDHUX MEPEK IS
P p

30epiranHs 1 mepegadi iHdopmariii;

MMO, MMOG — Massively Multiplayer Online Game;
.NET — .NET Framework;

PVP — Player Versus Player;

PVE — Player Versus Environment;

Ul — User Interface;

Accer — IrpoBuii pecypc, nudpoBuil 00'€KT, SIKUU MpeAcTaBisie co00I0

YaCTHHY IrPOBOTO KOHTEHTY 1 Ma€ AKICh BIACTUBOCTSAMU;

LTI,

biom — IIpupoaHi 30HH 31 CBOIMU OCOOIMBOCTSIMU;
Kpadt — Burorosnenus 0y1b-4oro;

OOII — O0'eKTHO-0piEHTOBAHE MPOTrPaAMyBaHHS;
OC — Omnepariiiina cucrema;

[IK — IlepcoHaibHUI KOMIT FOTED;

®apm — JloBre moBTOpEeHHS OJAHIET ii a00 MpOIeCy AJi TOCATHEHHS MEeBHOL



BCTYII

[HayCcTpiss KOMIT'IOTEPHHMX IrOp — 1€ CEKTOp EKOHOMIKH, IIOB'SI3aHMM 3
PO3pOOKOI0, MPOCYBAHHAM 1 MPOJAKEM KOMM'IOTEPHUX irop. Y Hel BXOIUTH BEJIMKA
KUIBKICTh CHEIIaIbHOCTEH, 32 SKUMHU MPAIIOIOTh JAECATKH THCSY JIIOJIEH MO0 BCHOMY
cBity [1].

[Mepuri irpu 3'ssBusucs uie B 1960-x pokax. Lle Oynu TeKCTOBI MPUTOTHUIIBKI
Irp¥, B SKWUX CHUIKYBaHHS MDK TpaBIeM 1 KOMITIOTEPOM 3JIHCHIOBAJIOCS 3a
JIOTIOMOTOI0 BBEICHHA KOMaHJ uepe3 kiasiatypy. [lomanbina eBomrormis irop TICHO
MOB'A3aHa 3 POCTOM NPOAYKTUBHOCTI 1 MOMIJIMBOCTEW KOMIT'FOTEPHOIO OOJaJHAHHS.
Le 1 momynsipu3aliiss KOMI'TOTEPHUX MHIIEH B AKOCT1 iHTepdeiicy B3aeMOoil JTr0uHA-
KOMIT'IOTEp, 1 MOsABa 3BYKOBHX KapT, IO /JAalOTh MOXIIMBICTh BIJTBOPIOBATU
MOBHOLIIHHI 3BYKH, 1 IIOpIYHE MOJIMIICHHS SKOCTI 300pa)K€HHs, 1110 BUBOJUTHCSH, 1
3BHYallHO PO3BUTOK KOMIT'IOTEpHHUII MEpexk, 110 MEPEepoCiId B pe3yibTaTl B IMOSBY
[HTepHeTy. 3 €BONIIOLIEI0 MEpEX Ha 3MIHY 3BHYHHMM BCIM OJHOKOPHUCTYBAallbKUM
KJIIEHTCHKUM 1rpaM, MPUXOJIUTh HOBE MOKOJIHHSA 1r0p, sIKI JalOTh MOKJIMBICTh I'paTh
pa3oM 3 IHIIMMH TpaBIsIMH [2].

[HaycTpis KoMm'toTepHUX 1rop 3apoauiacs B cepeauti 1970-x pokiB sik pyx
€HTY31aCTIB 1 3a KUIbKa JECATUIIITh BUPOCTA 3 HEBEIUKOTO PUHKY B MEPEBAKHHIMA
HaIpsIMOK, 3 PIYHUM MPUOYTKOM, 110 BUPaXOBYEThCS B Minbsipaax noiapis CIIIA. Ha
PUHKY TPAIIOIOTh SK BEJMKI TPaBIll, TaK 1 HEBEIMKI (PIpMH 1 CTapTamu, a TaKOX
HE3aJIeXkKH1 PO3POOHUKH 1 criibHOTH [1].

CyuacHi irpu — 11€ OJIUH 3 HalOUJIbIIl BUMOTJIMBUX JOJIaTKIB Ha MEPCOHATBLHUX
komm’torepax (I1K). Barato moTyxHiI KOMITIOTEPH KYNYIOThCS TPaBISIMH, SKi
NOTpIOH1 JUIsl 3allyCKy HOBITHIX 1rop, B SIKUX BHKOPUCTOBYIOTHCS cami IEpe/iOBl
TexHoJor1i. TakuM YMHOM, IrpoBa IHAYCTPiS TICHO TOB'SI3aHA 3 1HIYCTPIEIO
BUPOOHUIITBA IICHTPATBLHUX TpOoIecopiB 1 iHMMX KoMroHeHTiB [1K, Tak sk irpu yacto

BUMAraroTh OiJIbIII BUCOKHX alapaTHUX MOTYKHOCTEH, HiX Oi3Hec-3acToCyHKH [1].
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1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 Onuc 00’ekTa JOCTiIKEeHHS

Komm’toTepHa rpa — 11e KOMII'l0TepHa porpamMa, CTBOPEHa 3 METOIO0 PO3Baru
KOpHUCTyBada miatGopmu, Oyap-SKOro BiKy, a TAaKOXK MOYKE HaJaBaTH PO3BUBAOYMIA
a00 03/10pOBUHNI €(PEKT.

CTBOpEHHSIM KOMITIOTEPHHX IrOp MOXE 3alMaTHCsS SK OKpeMa CTymis 3
BEJIMKUM IIITaTOM CITIBPOOITHHKIB, 400 HaBITh JEKIIbKa CTY/1H, TaK 1 OKpeMa JIF0IMHA
abo Trpyma JroAcd. 3a3BUyall  IrpM  MOJUIAIOTBCS HA:  BHCOKOOIOHKETHI,
CepeIHbOOIOKETHI Ta HU3bKOOIOKeTHI [3].

BucokoOrokeTHI irpd — 1€ IrpH, SKI PpO3pOONIIOIOTBCA OJIHIEID abo
JEKUIbKOMA CTYJIISIMU 3 BEJIMKUM OIOKETOM 1 BUXOISATH 13-TI1]] KpHJIa BUJABIIS, IKUN
Oepe Ha ce0e MapKETHHI Ta PO3MOBCIOKCHHS TPU, a TaKOXX MOXE YaCTKOBO 4U
MOBHICTIO (hiHAHCYBaTH came po3po0sieHHs [3].

CepelHbOOIOIKETHI ITPU — 1€ ITPH, K1 PO3POOISIOTHCS HEBEIUKOIO CTY/IIEI0
3 HEBEJIMKUM OIOJKETOM, sIKa Ma€ BUJABIIA, 1110 PO3MOBCIOIKYE X MPOIYKT Ta MOXKE
4acTKOBO (hiHAHCYBaTH po3podcHHS [3].

Hu3bKo0M0KETHI ITPU — L€ 1TPHU, SIKI CTBOPIOIOTHCS OJIHIEI0 JIIOJUHOI0 abo
HEBEJIMKMMH KOMaHIaMH JIIOJICH, MalOTh JTy)Ke 0OMEeKeHUN OI0/KET, 3a3BUYail BOHH
HE MAaroTh BUJAABIA, a (piHAHCYBaHHS HAaIXOIUTh 3 PIZHUX JUKEpEN, y TOMY 4YUCHl U
HOXepTBYBaHb [3].

[lepen moyaTkoM OCHOBHOI PO3POOKH, CTBOPIOETHCS MPOTOTUI MallOyTHHOTO
MPOJYKTY, SIKUA JIEMOHCTPYEThCSA IHBECTOpaM Ta TrpaBisM. Lle HeoOxigHO 11100
OI[IHUTH 3aIliKaBJICHICTh JIIOJIEH Yy TPOEKTI, MICIS YOro KEPiBHUIITBO BUPIIIYE YU
BapTO MPOJIOBKYBATH PO3POOKY ab0 Kpare BIAMIHUTH POEKT.

[IporoTun rpu — e Mojaenb MailOyTHBHOI IPH, B IKY MOHA MOTPATH 1 BIJUYTH
irpoBuii mpouec. Ha migcraBi npoTOTUITY MOKHA CKa3aTH YU € MaOyTHE y MPOEKTA.
[IporoTun gae MOXIMBICTh AU3aiHEPY I'PH BIApa3y MOYaTH MaHIMYJIIOBATH 3 IFPOBUM

CBITOM, (DI3UKOI0 BCEpEIWHI TpHU, E€KOHOMIKOIO 1 mporiecamu. OCHOBHHUM CEHC
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OPOTOTHUITY — 1€ MEPEBIPUTH 1/I€10 Ha MPAKTUI 1, 3MEHILMBILINA PUUKU, POJAOBKUTH
po3polIIeHHS Po€eKTY [3].

Cami irpu k1acudiKylOThCS 3a PI3HUMH TapaMmeTpaMu, HaNpuUKiIaa 3a:
’KaHpaMH, CTHITIICTUKOIO, a00 3a KIJIbKICTIO TPaBIIiB.

Knacudikamis 3a KUIBKICTIO TpaBliB: OJWHOYHI, 0araToKOpUCTYBAIlbKI,
0araTOKOpHCTYyBaIlbKi Ha OJHOMY KOMIT'HOTEpi, OaraTOKOpPUCTYyBaIllbki OodIaliH-1rpH,
MacoOB1 OHJIAHOBI.

Knacudikariis 3a CTHIICTHKOIO: BECTEpH, CTIMIAHK, KiOEepIaHK, KOCMIYHI,
MOCTANOKAMINTHYHI, Cy4acHi, PeHTe31.

Krnacudikamisg 3a xaHpamu: eKIIH, apKkajaa, CUMYJISTOPU, CTPATErii, IPUTOIH,
MY3UYHI ITpHU, POIBOBI ITPHU, JOT1YHI, TPATUIIAHI Ta HACTLIBHI, TEKCTOBI, Ta 1HIIII.

[cHyIOTH ITpH, B SIKUX MPUCYTHI €JIEMEHTU JEKUIBKOX >XaHpiB. Y LbOMY
BUIAJKy TPy 3apaxoBYIOTh a00 IO OJHOTO 3 JKaHPiB, KU € OCHOBHHUM, a00 0
KUIBKOX, 1110 HAalO1IbIIIe BUAUISIOTHCS B TPI.

CuMynSTOp BUKUBAHHS — aHP KOMI'IOTEPHUX IMOp, PI3HOBUJ CUMYJISATOPIB
KUTTS, B SKMX OCHOBHOIO METOIO TpaBIsl € 30€peKEHHs JKUTTS BIPTYaJbHOTO
NepcoHaXka Ha Tl Oe3Miyl 3arpo3nuBUX KoMy HeOesnek. EjnemMeHTH BWXKHBaHHS
MICTSATHCSI TPAKTUYHO y BCIX KOMITIOTEPHUX Irpax, aje B CUMYJISATOpPAX BIXKUBAHHS
I 3a7a4a BUCYHyTa Ha MEpeAHidl miaH 1 € rojoBHOIO B Tpl. [lIupoke Bu3HAUEHHS
JaHPY J03BOJISIE BKIIFOUMTH B HHOTO OaraTo irop B >kaHpax roguelike, survival horror,
HaBITh JICSKI KOMITIOTEPHI POJIbOBI irpH, Taki, sik Dark Souls [4].

«BwKuBaHHS» BIIHOCHUTHCS JI0 CKJIAIOBUX KaHPIB, SKIi MOXKYTh Oa3zyBaTHCS
Ha BCIX OCHOBHUX JKaHpax 1 caMi MOXYTb OYTH UEHTPAJIbHHM 3>KaHPOM TpH.
Ck1aioBUMH €JIEMEHTAPHUMU KaHPAMH JIJIST «BHDKHUBAHHS» €:

- XOppop — YXWICHHS BiJl BOPOTiB, HECHPHUATIMNBUX YMOB, MOTOAU Ta
iHmoro. IlpaBuiia »aHpy NPUIYCKalOTh, IO Tepoil Tpu HE BOJIOAIE OOMOBUMU 1
OaraTbMa IHIIMMH HaBHYKaMH (MOXKIIMBOCTI CTBOPEHHs 00'€KTiB, OymiBenb 1 T.IL.),
TOMY HOMY JIOBOJAMTHCSI YHUKATH 3yCTpidul 3 BOpPOraMH, XOBaTUCS BiJl HUX, TIKaTH,
0oOMaHIOBATH, BJIALITOBYBAaTH M MACTKHU 1 30MBaTH 31 cHiAy. SIKII0 B3SITH aHAJIOTIIO 3

IPUPOIH, KOPUCTYBAY Irpae KePTBOIO, 3a SIKOO MOJIIOI0Th XMKaku [5];
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- apkaja — 30MpaTbHULTBO (MaeThCcid Ha yBa3l Mepll 3a BCE IMOUIYK
pecypciB) — OyIb-sSKHil Tporec, MOB'SI3aHMi 31 300pOM 1 HAKOMHMYEHHSM TPOIIEH,
pecypciB, MaTepiaiiB, O0HYCIB 1 T.. OTpUMaHHS NepeBar B MOTOYHUNA MOMEHT a0o
Ha MaioyTHE [5];

- micouHuns — OyAiBHUITBO (CTBOpPEHHS, cropyda 0a3u) — pPO3MOMALT
JOCTYITHUX PECYpCiB Il PO3BUTKY. Y MIANOPSAKYBAaHHI TpaBUs 3HAXOIATHCA
pecypcu (rporri, Oyamartepianu, OyaiBeTbHUKH, BUThbHA IS 3a0yJOBH 3eMJIS), iX
NOTPIOHO 3 PO3YMOM BUKOPUCTOBYBATH ISl BMXKMBaHHS. Pecypcu MoxyTh OyTH Y
IpaBIlsd 3 CAMOI0O MOYATKy, a00 HOMY IOBOAMTHCS 1X 3apoOJsTH 1 JOOYBaTH MiJ 4ac
rpu. CKJIaJHICTh NOJSATa€ B MPABHWIBHOMY PO3MOJLUIL 1 HAKONUYEHH1 pecypciB. Kpim
OCHOBHOI 17iei OyJIBHHMIITBA 0a3u, y BIDKMBAHHI Ha MepeaHId IUJIaH BUCTYIA€
CTBOPEHHSI MPEIMETIB 1 BUTPATHUX MAaTeplajiB, MO0 BIAHOCUTHCS 0 €IEMEHTapHOrO
*aHpy "crBopeHHs" [5];

- eKIIH — 3HUIIEHHS BOpOriB. Tak K BOpOriB 0Oarato, a y TpaBIlsd
MIEPCOHAXK BCHOTO OJMH, B I'pl NepeadavyaeThbCsi MOMXIMBOCTI KOMIIEHCYBaTH 1€ 3a
JIOTIOMOT'OI0 BUTOTOBJICHHSI TMPEAMETIB, XUTPOCTI, YHUKHEHHS MpPsSMOTro 000 abo
acToK. PO3BUTOK JKaHpy e TaKUM YMHOM, IO BCE OUIBINE 1 OLIBIIE IrOp CTaIOTh
KOOIIEPATUBHUMH, OUTBIIHNI IPIOPUTET WJIe Ha KOMaHIHY poOoTy [5].

B cumynsropax BWKWBaHHS TpaBellb MMOBUHEH JOCIIHKYBAaTH CBIT TpH,
no0yBaTH pecypcH, HEOOXiaHI HOMy Uil BW)KMBAaHHS, 1 YHHUKAaTH HEOE3IeK.
CumynaTopy BIKMBAHHS YacTO 3BEPTAIOTHCA O TEMH POOIH30HAIW, MOMIMIAIOYH
ITPOBOTO TIEpCOHAXa HAa OE3TI0JHUN OCTPIB 200 B IMKY MICIIEBICTh 1 HaJal0un oMy
CaMOCTIMHO 3HaXOJWTH 1KYy 1 BOJYy, OOJIAIITOBYBATH HUTJIO 1 3aXMILATHCS BiJ
HeOe3nek, Oyap TO Heroaa, MWKI 3Bipi, OAHAUTH YW Taki (paHTACTHYHI BOPOTH, SIK
MyTaHTH 1 30M0i [4].

3arubenp mepcoHaka B CUMYJSTOpPaX BIDKMBAHHS HE 3aBXKIM € KiHIIEM, IIe
MOKe OyTH JIHIIIE 1€ OJWH €Tarl y PO3BUTKY, ajie I MPaBUJIO MPAIlIOE HE 3aBKIH, Y
JeSIKUX BUIMAIKaX CMEPTh irPOBOTO MEPCOHAXKA MPU3BOIUTH 3 TPOTPAIILy.

YoMy 1 B IKUX MOMEHTAX KaHp "BHKMBAHHA" MOMYJISIPHUI 1 LIKaBUI:
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- KkpadT (BUpoOHUIITBO mpenmeTiB). JlroauHa Majgo 3Hailoma 3 THM, IIO
CTBOPEHO 1 YOTO JOCSATJIM TIONEePEAHI TOKOJIHHA. BupaxkaeTbcs e B HE3HaHHI
OIBIIIOT YAaCTHMHU CBITY 1 peuyed IMOBCSIKJICHHOTO J>KUTTSA, BUPOOHUYUX IIHUKIIB,
npUCTpol Ta KOoHQIryparii mpeameTis, i 6arato inmoro [5]. Yum Oiibiie npeaMeTiB B
rpi, 1 YuM OUTbIIIE BOHM BHUKOPHCTOBYIOTHCS 1 BKJIIOUEHI B KpadT, TUM ILIKaBiIlIe
IpaBIEBl, HaBITh JAJEKOMY BiJ YCbOro TBOpYOoro. He3HaHHS HpPOCTUX TBOPYHUX
MOMEHTIB OOMeXye 1 301JHIOE IIOJIMHY, B JKUTTI BIH HE KOHTPOJIOE TPOILECU
HABKOJIO, BiJ 4oro ioro cdepa xkoMPopTy CHIBHO 3BYXKYETHCS 1 BIH 3MYIICHHUM
3aMHUKaTH 11 Ha BUKJIIOYHO €MOIIIHI MO/l 1 SIBUIIA, & B TPl BIH MOXE JOJIYIUTHCS J0
MpoIeCy CTBOPEHHS. 30uUpanbHUITBO a00 HaBITH (apM (MOHOTOHHE O€3qyMHE
30UpaIbHUIITBO) X04 1 BiIOYBalOThCS HECBIJOMO, ajie HaBIThb B I[bOMY € ILTIOC —
IpaBellb 3HAWOMUTHCS 3 HOBUMH HEBIJOMUMH 00'ekTamu [5];

- 30upaHHS — MParHCHHS JIOIWHU 3aiMaThCs 0€3yMHUM HAKOITMYCHHSIM.
VY pi KOXKEH IHTPENIEHT 1 TPEAMET MOKE pealibHO CTaTH B Harojii abo Oepe yyacTh B
JAHIIOKKY KpadTa, M0 TUIBKM MIAIITOBXYE A0 MOJainbiioro 30upanHs. KoxeH
OKpeMUM OO0'€KT IO 30HMpa€ThbCs 3/1a€ThCS KOPHCHHMM, 1 XO0dYa II3HIIIE BIH MOXE
B3arayi Hijie He 3HamOOWTHCs, Oe3rmocepeHh0 B MOMEHT 30UpaHHS BiH BUCTYIIA€ B
poJi cBoepiaHOTO O0HYCY [5];

- 1HauBiAyani3M. Bee BMKHMBaHHS B irpax 3BOJUTHCS JIO 3aXHCTY SKOTOCH
LIEHTPY, BY3bKOi IPYyNH Jt0ojieH (3rpas, cTafo), A€ KOXKEH pO3yMi€ CBOE MICIIE, POJIb 1
pin 3aHsaTh. [Ipy 1boMy HeMae 3BUYHUX PETJaMEHTIB 1 BIAHOCHH, TPaBIll cami MIX
co00I0 JIOMOBIIIETECS, pEIlITa — 1€ TMOTEHIINWHI BOporu. Ta il HaBITh HEBEJUKI
KOMaHAM y BWJKUBAHHI — PIJIKICTh, 3a3BU4Yaii, BC1 HE3HAWOMi TpaBlil MOBOISTHCS
arpecuBHO OAWH 3 ogHUM. OChb 1 1€ OJWH AJITOPUTM, SIKHHA PO3BUBAE BUKUBAHHSA —
BOHO 3HUIIY€ MOXJIMBICTB CITIBHpALll 1 CIIBTBOPYOCTI, PO3BUTKY 1 3BUIBHEHHS OJIUH
OJTHOTO Bijl pyTUHHHX cripaB [5];

- 30Ha kKomdopty (cepema, sKy JIOJMHA KOHTPOJIIOE, pO3yMmi€ 1
yCBIJIOMJTIOE). JIFoAMHA Ha HECBIIOMOMY PiBHI 3aBXKIM HAMAara€TbCsl 3aXUCTUTH CBOIO
30Hy KoMGOpTy, HE JOIMyCKae BTPydYaHHS B Hei. Asie qoBre mnepeOyBaHHS B Haj

3aXUIIEHOMY CEpPEAOBHII 1 M1 MNOTY>KHOIO OMIKOIO 3 OOKY 1HIIMX JIFOAeH BUKIMKAE Yy
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JIOJWHU TPOIIECH CIHpOIIeHHs 1 aereHepariii. Tomy 30HY kKomdopTy NOTpiOHO
NEPIOINYHO 3ANUIIATH, IEPSKUBATH CTPECH, HE3BHYAIHI CUTYaIlil, mpuroau [5].
P03BUTOK BipTyaldbHHX CEPEIOBHII JO3BOJUB CTBOPUTH 3aMKHYTi-3aXHINEHI-
YMOBHI CHCTEMH, SIKI B)KE€ CBIJOMO KOHTPOJIIOIOTHCS JIFOJAWHOIO 30BHI, ajieé KOJU BiH
703BoJIsie co0l TpaTH 1 3aHYPUTHUCS BCEPEAMHY HUX, BiH CIpHiiMae ix cepilo3Ho. 3a
pPaxyHOK IIbOTO BIJIOyBA€ThbCs TapajoKcajibHa CHUTYyallis: 3 OJHOTO OOKy BiH

a0COITIOTHO 3aXWILEHHIA, 3 THIIIOTO — BiH IEPEKUBAE HOBI HE3BUUAlHI cuTyartii [5].

1.2 Onuc npeamMeTa J0CaiTKeHHS

PosrisitHeMo iCHyIOYWl aHAIOTH y JKaHpl BUIKUBAHHS-MICOYHUII, SIKI €
MOMYJISIPHUMU, Ta 3aliMalOTh BEJIMKY JOJK0 PUHKY, a came: «Minecrafty, «ARK:

Survival Evolved» 1 «Rusty.

1.2.1 Minecraft

Minecraft (Bix aHri. mine — «maxTa», «100yBaTH» 1 aHTdI. craft — «pemeciio)
— KOMIT'IOTEpHA 1H/1-Tpa B KaHP1 MICOYHUIII 3 €IEMEHTaMU CUMYJIATOPA BUKUBAHHS 1
BIJIKDUTUM CBITOM, PO3pOOJIeHA IMIBEACHKUM mporpamictoM Mapkycom Ilepcconom,
BIJIOMHUM TakoX sik «Notchy, 1 mi3HIIIIE BUIYCKAETHCA 3aCHOBAHOI HUM KOMIIAHIEIO
Mojang [6].

Minecraft Hajmae y poO3HOpsSKEHHS TpaBlsg TPUBUMIPHUN TIPOLIETYPHO
CTBOPIOBAHUM CBIT, 1110 MOBHICTIO CKJIAJAETHCS 3 KyOIYHUX OJIOKIB, 1 Ja€ MOXKJIUBICTh
BUTbHO TIepeOyJOBYBaTH MOT0, CTBOPIOIOYM 3 OJIOKIB CKJIAJHI CHOPYyAd — IIs
ocoOnMBICTh Tpu pobuTh Minecraft cxoxoro 3 koHctpykropom LEGO. I'pa He
CTaBUTh TEpPE] IpaBlEM SIKUXOCh OJHO3HAYHUX IIJICH, ajie MPONoHye Homy Oe3iid
MOXJIMBOCTEH 1 3aHATh: TaK, TrpaBellb MOXE JOCIIKYBaTH CBIT, CTBOPIOBATH
PI3HOMAHITHI CIIOPY.IU 1 IPEAMETH, OUTUCS 3 PI3HUMHU CYIIPOTHBHUKaMH [6].

[l rpa € ofHIEIO 3 HAUMOMYJIAPHIMIUX 1 BII3HABAEMHUX ITOP, MAJo XTO Xo4a 0

pa3 He uyB mpo Minecraft. Bona momymnspHa He TUIBKH cepea MOJIOAi, a 1 cepen
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crapmioi ayaurtopii. Lle rpa sika gokasaiia yciM 1110 HalroJoBHiIIe B irpax He rpadika,
a reiimrieii. B Toil "ac sk Maiixe ycs irpoBa 1HAYCTpis IparHyja 3poOUTH TPy 5K
O1IBII peaTicTUYHOIO Yy TuIaHi rpadiku, Minecraft mpoirHopyBags 11e, 1 3p0OUB yrop B
IrpoBHil MpoIiec, 1 He MPOTraiaB, ISl Tpa AyKe CUILHO BUAUISIACS HA (OHI IHIIUX, a ii
cB00O/a U HEOOMEXEeHI MOXJIMBOCTI NMPUBEPHYIU YBary MacH TpaBliB 3 YChOTO
cBity. Y nanuii yac Minecraft mpolloBXKye pO3BUBATHUCS Ta PO3IIUPSITUCS, HA
ChOT'OJIHI OCTaHHBOIO Bepciero € «Minecraft 1.16.5».

Xoua Minecraft Oyna 3agymaHa siK po3BaxkajdbHa KOMII'IOTEpHA I'pa, MO MIpi
3pocTaHHs 1i TOMyJISIpHOCTI Oararopa3oBo OOToBOproBajacs 1 MOXKJIUBICTh
HEITPOBOTO 3aCTOCYBaHHS, 30KpeMa, y cepax aBTOMATU30BAHOTO MPOEKTYBAHHS 1
OCBITH: y TMpoOIleCli TPU AITH OTPUMYIOTh HABUYKUA MPOrpamMyBaHHS, 1HXEHEPHOI
CIIPaBH, apXITEKTYPH 1 MAaTEMaTHKHU.

3 2011 poky nie ocBiTHs opranizaiis MinecraftEdu — cninbHOTa BUnTENIB 1
IPOrpamicTiB, sIK€ TIOCTaBWJIO CBOIM 3aBJaHHAM BHUKOpUCTaHHS Minecraft B
HIKUTBHOMY OCBITHbOMY mpoueci. ¥ 2015 poui komii agantoBaHOi AJisI OCBITHBOTO
nporuecy Bepcii Minecraft Oynu Hanani BciM cepenHiM mkojiaM [liBHiuHOI Ipnanmii,
oxoruBmM Oau3pko 200 mikin, 30 O6i6miorek Ta monax 50 THCAY YYHIB, B
MOJAJIbIIOMY BOHa HaOyna mnomwMpeHHs B BemukoOputanii, CHIA, ABctpanii Ta
Kurai [6].

HenomnikoMm, sk Uil po3BaKallbHOT KOMIT IOTEPHOI T'pH, € JYyXE€ TPUMITUBHI
MEXaHIKM 1 JyXe Majao 00’€KTiB JJIs MiJepKaHHs JIOBIOTO 1HTEpECY J0 Tpu. Xoda
I Ipo0JIeMa BUPIIIYETHCS YK€ TIPOCTO 3a JIOIMIOMOT'0K0 MOJiB, BOHH PO3IIMPIOIOTH
ITPOBY MEXaHIKy, MOXJIMBOCTI Ta KUIbKICTb OO’€KTIB THUM CaMHUM 30UIbIIYIOUU
1HTEpeC 10 TpU. A 3aBISKH TOMY III0 MOJIIB € O€3MeKHA KIJTbKICTh, Ipa KOXXHOTO pazy

BUIJISIIA€ TO-HOBOMY, TOMY Maie HIKOJIM He HaOpUIHE.

1.2.2 ARK: Survival Evolved

ARK: Survival Evolved — komn'toTepHa 6araTokOpucTyBallbKa Ipa B jKaHpi

BIDKMBaHHA, po3pobieHa Studio Wildcard, Instinct Games, Effecto Studios, 1 Virtual
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Basement. Po3pobka mouanacs B >xoBTHI 2014. Komanma po3poOHHMKIB BHBUMJIA
¢i3uyHi 00IMYYS JUHO3ABPIB CHEUIANBHO JJIS TPU, IPOTE B KIHIIEBOMY MiACYMKY
BOHM IPUBHECIINA CBOT 3MIHHU B 1X 30BHILIHICTS 1 MOBEIIHKY [7].

ARK: Survival Evolved € cuMmynaropom BHXHUBaHHS, B SKOMY
BUKOPUCTOBYETHCS BHUJ BiJ MEPIIOi OCOOM, 3 MOXJIHMBICTIO TIEPEHUTH HA BHTJISI Bij
TpeThoi ocobu. Illo6 BwkHUTH, T'paBlil MOBHMHHI MOOyayBath 0azy 3 OaraTTaMm i
30poeto. Taki MOXIUBOCTI, SIK TPUPYUYEHHS TMPEACTABHUKIB TBAPUHHOTO CBITY,
BUMararoTh OLIbIIOT KUIBKOCTI pecypciB 1 yacy. Kapra rpu cTaHOBUTH OJIM3bKO 48
KBaJIpaTHUX KIJIOMETPiB, TOOTO ONM3bKO 36 KBaJpaTHUX KUIOMETpiB cymi 1 12
KBaJ[paTHUX KUJIOMETPiB OkeaHy [7].

VY rpi Ginbmie 60 BUAIB ICTOT, @ TaKOXK JIPEBHIX WICHHCTOHOTHX 1 CCABIIiB.
JInHO3aBpU MOXXYTh OyTH MPUPYYEHI 32 JOIOMOTOI TPaHKBLII3aTOpa 1 MOJAIBIIOrO
roJlyBaHHs, a00 cHeiaIbHOrO mpeameTa. /[ KOoXKHOro BUAY ICHYE CBIM crocio
NPUPYUCHHS, XUKAKK BOJIIOTh M'SICO, TpaBOifAH1 — siroau. [licist mpupydeHHs TpaBlii
OTPUMYIOTh MOXJIMBICTH TOJIbOTY a0O0 IMEpEeMILIEHH BEpXW Ha OuHO3aBpl. Jleski
JUHO3aBPH MAalOTh OCOOJIMBI 3/10HOCTI, HANPHUKIIAJ IOTAPANTOpP MOXKE 3aXHUINATH
0a3y, a TpulepaTonc aTakyBaTh 0a3y CYNEepHUKIB, 1 HaBHaku. Y Tpi € W 1HII
TBApUHM, TaKl SK JOJ0, METaHEBpU, MAMOHTH, TUTAHOMHUPMH, I1a0e3y01 KIIIKH,
»KaOH, TaBYKH, MaBIIH, Yeperaxy, CKOPIIOHU 1 HaBiTh TriranTomiTeku. KpiM 1iporo, B
Ipl € MOXJIMBICTb CTBOPUTHU IJIEM', SK€ JO3BOJISIE TPaBLsSIM CHOPMYBATH TPYMy 1
MPAIIOBATH B HANIPSIMKY JTOCSTHEHHSI 3arajbHuX Iiiiei [7].

VY rpu € miaTpuMKa MoaudiKaIii SKUX Ha JTaHUW MOMEHT JIyXke 0arato, BOHU
3HAYHO PO3IIUPIOIOTH MOKJIIMBOCTI OCHOBHOI I'pH Ta JOTIOBHIOIOTH ii.

Takox y rpu € 5 odimiiini nonmosuenns (DLC): Scorched Earth, Aberration,
Extinction Ta Genesis Part 1, Part 2. Bonu 101ar0Th HOBI KapTH, a TAKOX KyITy HOBHX
1CTOT, peueil Ta MeXaHiK.

KoxxHe nomoBHEHHS yHIKAJIbHE, HAITPUKJIIA]:

- B OpUTIHAJBHIN I'pl KapTa CKIAIAETHCA 3 OJHOIO BEIMYE3HOTO OCTPOBA
MOiJICHOTO Ha OloMHU (IIPUPOJIHI 30HHU 3 PI3HUM OCOOJIMBOCTSMM), TaKi SK: 3MMOBUI

O1oMm, JicoBui, OOJIOTHUMN, JTYTOBHUH Ta 1HIIII;
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-y DLC Scorched Earth Mu 3HaxoauMocst Ha OBHICTIO IYCTUHHIN KapTi,
Jie Ha TPaBIiB YyeKkae 00poTh0a 3 E€KOJOTTUHUMHU OCOOJMBOCTSMU: CUIBHOIO YKapolo,
MIIIAHUMH Ta TPO30BUMU OypSIMU;

- y DLC Aberration ycsi kapTa Iie Mepexka Tedep 3 OyXKe PIIKUMHU
MOXOJIaMHU Ha MOBEPXHIO, € 3arpo3y MPECTaBISIOTh: 3eMJICTPYCH, pajlialliifHi 30HH
Ta eKCTpeMajbHl TEMIIEpaTypu Ha MOBEPXHI;

- y DLC Extinction kapra mpeacraBiisie CO00K0 3apak€Hy 3eMITI0 3
HEBEJMKUMH J>KMBUMH JUISHKAMU Ta BHUMEPJIUM BHCOKOPO3BHMHEHHM MICTOM,
3arpo3010 TYT BUCTYIAIOTh: METCOPUTHI JIOKI Ta CKaXKEHI 3apakeH1 3Bipi.

- 1 mapemti DLC Genesis Part 1 kumae TpaBIsiM CEpO3HHH BHKIIUK,
3MYIIYIOYM BUKUBATU y MIJHDKXKS aKTUBHOTO BYJIKaHy, y TJIMOOKOMY OKeaHl Ta
HaBITh y KOCMOCI cepefl acTepoiniB. Part 2 B cBoIo uepry 3aBepIirye iCTOpito BCI€l TpH,
Ha BEJIMYE3HOMY KOCMIYHOMY KOpabJii, 10 MEPEBO3UTh BUKUBIIMX HA 1HIIY TUIAHETY,
7€ y SKOCTI KapTU BHUCTYINA€ BHYTPINIHS CTOpPOHA KUIEIb KOCMIYHOTO KOpaoo,
HaIlOBHEHA PI3HUMH O10MaMHU.

HesBaxkatoun Ha T1e, mo s Ounbmocti ARK € nuiie BukuBaHHAM 3
enemenTamMmu MMO, KpiM 1IbOTO BiH III€ Ma€ JAy>Ke€ IIKaBUM MPUXOBAHUN CIOKET, PO
SIKUW HE KOXKEH 3HA€, BIH MOJAETHCS y BUTIISA 3aITMCOK HEBIIOMHUX JIFOJICH, K1 KUIN
Ha [UX TEPUTOPISAX 70 HAC, a TAKOX POJIMKIB SIKI JIEMOHCTPYIOTHCS IMIC/II BOMBCTBA
00ciB.

Henomniku:

-  Tpu CTaHAAPTHUX HACTPOMKax rpa BHUMarae ayxe OaraTo 4acy, BOHa
Iy’Ke MOBUIbHA, AYX€ MOBLIbHA MPOKAuKa PiBHS, IPUPYUYECHHS ICTOT U JTyKe OaraTto
dapmy pecypciB. Xoya aaHy mpoOjeMy MOXHA BUPIIIMTH 32 JOMOMOTOI0 THYYKOi
CUCTEMHU HaJIAITYBaHHS IFPOBOTO MPOLECY, ajle e TUIbKK y OJAMHOYHOMY PEKHUMI,
a0o BJIaCHOMY CepBepi;

- BIJIHOCHO HEBEJIMKAa KUIBKICTh peuel, sKI BHBYAIOTHCA B IIpoIeci
IPOKAUKH PIBHA, XO0Ua HA MEPIIU MOTJIsA] iX OUIblle HiXK MOTPIOHO, aje y mpolect
IpU BEIWKAa KUIBKICTh pede He OyJe BUKOPHUCTOBYBATHCS, XO4a TYT MOTPIOHO

BpaxoByBartu Jie Oyne mpoxoautu rpa Ha PVP abo PVE cepsepax, uu nasite Coro.
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I[aHa HpO6JICMa € HE3HAYHOIO, aJIC AKIIO XOYE€ThCA O1JIbIIIE TO 3aBXKJIW MOXHa J104aTH

KUTbKa Mo IuA]iKaITii.

1.2.3 Rust

Rust — koMmm'toTepHa rpa B *aHpl CUMYJISTOpa BUXKMBAaHHS, OyJia CTBOpEHA
HEe3aJIe)KHOT OpUTaHCHKOIO cTyfieto Facepunch, Ha domi skxoi 3 2014 poky cToiTh
I"appi Heiomen. I'pa Oyna po3pobiiena 3a gomomororo cepepoBuina Unity. Bumyck
rpu BiOyBca 8 mrotoro 2013 poky y paHHboMy nocTyii, a 8 moTtoro 2018 poky
BiJIOYBCS IMOBHOIIIHHMM peiti3 [8].

['paBenb MOYMHAE MOCTIIKYBATH BIAKPUTHM CBIT Rust 3 NpUMITUBHHUMU
3HaAPSAAAM 1 30pOo€to, aje 3 yacom jao0epeTecs 10 rapMar i MOBHOIIIHHUX TOCEJICHb.
I'paBueBi noBeAeTHCS BOMBATU TUKUX TBapUH, OOPOTHUCS 3 FOJIOAOM 1 cparoro. Brim,
roJIOBHA 3arpo3a Oyjie BUXOJUTH BiJ] I€CITKIB 1HIIIMX TPaBIIiB Ha CEpBEPI.

Henonikn:

- Ipa MOBHICTIO 30CEPEKCHHS Ha OHJAMHI Ta MPOTUCTOSHHI I1HIIUM
rpaBIsM, II€ BOJHOYAC SK CIIaca€ rpy Tak 1 BOMBAE ii, TOMY IO OUIBIIICTh MEXaHIK
Ty’Ke CKyJHa Ta HepOo3paxoOBaHA Ha JIOBTY MEPCIIEKTHRY IO B CBOIO YEPTy 3MEHIITYE
peirpabenbHICTb.

- Yy Ipu Ayxke cnaOKuil 3aXUCT, IO MPU3BOJAUTH JO BEJIMKOI KIIBKOCTI
HEYECHUX TPaBIlB, SKI BUKOPUCTOBYIOTH CTOPOHHI TMporpami Ijsi OTpUMaHHS

nepesar.

1.3 IlocTaHOBKA 3aBJaHHS POOOTH

VY paMKax AUIJIOMHOTO MPOEKTY MOTPIOHO pO3pOOUTH MPOTOTHIT TPU B KaHPI
«BrxuBaHHD).

HailimenyBannst npoaykty — «Biapomxenns: [louaTox.

[TpoToTum noBuHEH MICTUTH B c001 6a30B1 MexaHiKu kaHpy «BrkuBanHs», a

came: 100yBaHHS Ta 0OpOOKY pecypciB, BUTOTOBJICHHS MIPEAMETIB MPU3HAYCHHUX JJIS
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Pi3HUX BHIIB MisUTBHOCTI. A TaK0XX CHUCTEMH PO3BHTKY Ta 370pPOB’S, 3 IIEBHOIO
3arpo3010 U1 OCTaHHBOI.

[ToBuHEeH OyTH pO3p00JICHIN HaBYAIBHIN piBEHb, 1110 OyAe MICTUTH B cO01 BCl
HEOOXITHI pecypcH sl O3HAWMOMJIEHHS 0a30BUMHM TPHWHIMIIAMH TpH, Ta

OompoOYBaHHSIM Ha MPAKTHUIll BCIX MEXaHIK.
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2 AHAJII3 IHCTPYMEHTIB

2.1 TlopiBHsIJILHUIT aHATI3 cepeI0BHIIIA PO3POOKH

Ha cporognimHiii neHb iCHye 0araTo pi3HHUX CEpeAOBHII ISl PO3POOKH,
OUTBLIICTh SKUX 30CEepe/PKeHa Ha KOHKPETHHX HampsMKax, >KaHpax, ajie € H
cepe/IoBHUIa TMpU3HAYECHI I OUIbII IIUPOKOrO0 BUKOpHMCTaHHsA. HammomymspHimmi
cepeoBHINa IS Po3poOKH irop Ha choromHimHii aeHb € Unity Ta Unreal Engine.

[TopiBHSHHSA cepeoBHUIll PO3pOOKH, HaBeACHO Yy TaomuIl 2.1.

Tabmuusg 2.1 — IopiBHsHHS cepenouil po3podku Unity Ta Unreal Engine

Onrumiszalis
Cepenosuiiie )
BuBueHHA 3py4HICTh Hanpasnenns | npoaykry, mo
pO3poOKHU
PO3pOOITIOETHCSA
Unity Jlerme BunTH 3py4yHun Hegenuki Jlerme

POEKTH ONTUMI3yBaTU

Unreal Engine Cxnannime | Po3poOnenuit s Benuxki Cxuanuiiie
BUUTH npodecioHanis MPOEKTHU ONTUMI3yBaTU

Unreal Engine — oauu 3 nigepiB cepei IrpOBHX JBHIXKKIB PO3pOOJICHUI
kommaniero Epic Games. Ilounnaroun 3 25 irop, po3poOjeHUX Ha mepiuiid Bepcii
JBIDKKA, OCTaHHI HOro iTepailii HaaidyloTh Oarato COTEHb IPOEKTIB, MPHIOMY
a0COJTIOTHO Pi3HUX JKaHPiB — Bif miardopmepie 10 MMORPG i mytepis [9].

[lepeBaru Unreal Engine:

- Unreal Engine nyxe rayukuii 1 yHiBepcanbauii. Ha BimMiny Bim Unity,
SIKWW BUMara€e yCTaHOBKM Oe3miyi miariHiB (dyacto — miataux), UE4 Bxke «3 KOpoOKM»
3a0e3nedyeHnii BciMa HEOOXIJHUMHU I1HCTpyMeHTamu po3poOku. KopucrtyBaui, siki
3Ha0Th C++, OCBOSITH JABW)KOK IIBU/IIE, aJ)Ke BIH BUKOPHUCTOBYE CaM€ ILI0 MOBY
nporpamyBaHHs. Brtim, mig Tux, xto He 3Haomuit 3 C++, Unreal Engine Tex
MigIacThesl 0€3 mpoOsieM — Bce 3aBASKHU Bi3yallbHOMY penakTopy Blueprints, sikwii

JI03BOJISIE CTBOPIOBATH CKPHUMTH 1 PO3MIIyBaTH 00'€KTH, HE HAMHMCABIIN KOJIHOTO

psaaka koay [9];
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- JI0 TOrO X, JABWIKOK MICTUTh O€3J114 1HCTPYMEHTIB, SIKi IMOJIETIIYIOTh
poboty 3 HuM. Hampuknan, miarpumye 0e3mid ¢GopMaTiB TEKCTYp, TOYHO TEpeIae
¢b13u4H1 BIACTUBOCTI MaTepiajiB, JI03BOJIIE 3MIHIOBAaTH OO'€KTH B peajbHOMY Haci,
3a/1aBaTu AJi1 HUX QYHKIII] 1 KOMEHTapi, aBTOMaTUYHO BUOPATH JHKEpesa OCBITICHHS,
70/aTh TyMaH Ta iHmN edexT, 1 Tak gam. Benmuky KoJjekiito acceTiB (IUIaTHUX 1
OE3KOIITOBHUX ) MOKHA BUKOPUCTOBYBATH TIPH PO3POOIIl irop, a BIIKPUTHI BUXI1THUMA
KOJI JIBMDKKA JTa€ MOJKJIMBICTh BHOCHUTH B HBOTO 3MiHU TpH HEOOXimHOCTI. [[BHKOK
THYYKO IJIAIITOBYETHCA 1] TIaThopMy pO3pOOKH, IO J03BOJSE ONTUMIZYBATH
irpu mia KoHcoti, MoOLIpHI ramkeru Ta 1K [9];

- Epic Games ctabiipbHO TpUMae JiIepChbKi MO3HUIIIT B 00J1acTI MEPEeI0BUX
TexHoJorid, Tomy Unreal Engine 4 HanmoBHEHUN HUMU 1] 3aB'sI3KYy, 3a0€3MEeUyIOUH,
IIPU HAJIEXKHIA MallCTepHOCTI 1rpopo0iB, Bpakarouy Bi3yalbHY CKJIAJOBY 3 SIKICHUM
OCBITJICHHSIM, M'SIKUMH TIHSIMH, YECHUMHU B1JJOOpa’KEHHSIMU, JTOCTOBIPHOI aHIMAIlI€I0
NEPCOHAXIB 1 I1HMMUMHU eeKkTaMu. 3a PpaxXyHOK IbOro, JBUKOK TaKOX
BUKOPHUCTOBYETHCSI B CTBOPEHHI KOMITHOTEpHOI TIpadiku B KIHOIHAYCTpI —
HaANpUKJIaa, oro cuwiaMu Oyino ctBopeHo npoin K-2SO mnsa «i3rosi-1», cuenu 3 «Y
nomrykax JJopi» i «Manmanopis» [9].

Henoniku Unreal Engine:

- ©Ha Unreal Engine 4 npoGiemMaTH4HO CTBOPIOBAaTH BEJMKI OE3IIOBHI
CBITH, pO3paxoBaHi Ha 0e3J14 IpaBIliB, IO POOUTH CKPYTHUM po3pooky MMORPG 1
iHmmx MMO-irop Ha aBrxky [9];

- aHWIOTi4HI MpOOJEeMU BUHUKAIOTH 3 IITYYHUM IHTEJIEKTOM: SIKIIIO
J0/IaTh Ha JIOKAIlI0 3aHAATO OaraTo PO3YyMHHX ICTOT, COPOOM JBHXKKA OOpOOHUTH
MOBE/IHKY BCIX OJIHOYACHO BUKJIMYYTh NaAiHHS fps, TOMy po3poOHHKAM TOBEAETHCA
OpUAYMYBaTH CIOCOOM OOMEXEHHS IISJIbHOCTI MOHCTPIB, fKI MepedyBaioTh 3a
MeKaMH B3a€MOJIIT Bij rpaBiiiB [9];

- 3pPYYHICTb BUKOPUCTaHHS — HE TEPIIOPSJHE, ajle JOCUTb BaXKITUBUUN
napameTp ABuxkka. | B ibomy mani UE4 mporpae Bce Tomy x Unity: sSIKIIO Apyruid
pO3paxoBaHuii Ha IrpopoOIB-HOBAYKIB, TO NIEPIINUNA PO3POOTIEHUH 11 MpodeClOHATIB,

1110 TIO3HAYMJIOCS Ha eproHoMivHOCTI iHTepdeiicy [9];
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- wapemTi, Unreal Engine 3myiirye Ouibiiie mpaifoBaTd HaJ ONTUMI3AIlIE0
irop. [lesiki mpoeKTH, CTPaKIAIOTh BiJl C1a0KOT MPOIYKTUBHOCTI HABITh HA MOTYXHUX
irpoBux I1K. /IymKku 3 11bOro mpuBOy pi3HATHCA, aje (aKT 3AMHUIIAETHCA (PaKToM —
HEOOXITHO peTenpbHO TmpamoBaTd Haj ontumizamiero Ha UE, mo0 momortucs
IUTABHOCTI KapTHHKH [9].

Unity — me Oimblle, HDK ABHXKOK, II€ CEPEIOBHINE IS PO3POOKHU
KOMITIOTEpHHX 1irop, B sAKi o00'egHadl pi3HI mOporpamMHi  3aco0u, IO
BUKOPUCTOBYIOTHCSI MPU CTBOPEHHI nporpamHoro 3adesneueHHs ([13) — tekcToBwmii
peaaKTop, KOMIIUIATOpP, BIAMAAYMK 1 Tak npami. [lpu 1mboMy, 3aBIsSKH 3pPYYHOCTI
BUKOpucTaHHA, Unity poOUTh CTBOPEHHS 1rOp MaKCUMajlbHO NPOCTUM 1
KOM(DOPTHUM, a MYJIbTUILIATOOPMEHICTh JBUXKKA JI03BOJISIE 1rpOpoOaM OXOIUTH
AKOMOra OUIblly KUIBKICTh I1rpoBHUX Iatopm 1 onepamiiinux cucreM. Cepen
irposux meukkiB Unity 3aiiMae 1ameKo He ocTaHHE Micie. Floro BUKOPHCTOBYIOTh SK
BEJIMKI PO3pOOHHMKH, Tak 1 (HabaraTo vacrtiiie) HeBeauKi He3anexHi cTyaii [10].

[TepeBaramu Unity, B mepmy vepry, € te, mo cepenoBumie Unity3D nae
MO>KJIMBICTh PO3POOJISITH ITpU, HE BUMArarouu JjIsl IbOTO SIKUXOCh OCOOJIMBUX 3HAHb.
TyT BHUKOPUCTOBYETHCS KOMIIOHEHTHO-OPIEHTOBAHMM TMIAXiJl, B paMKax SKOTO
PO3pOOHUK CTBOPIOE 00'€KTH (HAMpHUKIIad, TOJOBHOTO Ieposi) 1 10 HUX J0Aa€ Pi3HI
KOMITIOHEHTH (HampuKkiad, BidyaldbHE BiJOOpaXeHHS TMEepCOHaXka 1 crocodu
yOopaBiiHHS HUM). 3aBasgku  3pyuHomy «Drag & Drop» intepdeiicy 1
GyHKIIOHATBPHUM TpaiqyHOTO pelaKkTopa ABUKOK TO3BOJSE MATIOBATH KapTH 1
PO3CTaBJIsITH 00'€KTH B pealibHOMY Yaci 1 Bipasy x TecTyBatu pe3yibrar [10].

Jpyra mnepeBara ABWXKAa — HasBHICTb BEIMYE3HOI O10JIOTEKH acceTiB 1
TJIATiHIB, 32 JOMOMOTOIO SKMX MOKHA 3HAUYHO NPUCKOPUTH MPOIEC PO3POOKHU IpH. Ix
MOXHA IMIIOPTYBAaTH 1 €KCIOPTYBaTH, JOAAaBaTH B TIpy IUIl 3arOTOBKU — pIBHI,
BOPOTiB, MATEPHU MOBEIIHKU IITYYHOTO IHTENEKTY 1 Tak jam. Higkoi merymiHi 3
mporpamMyBaHHsIM. baraTto acceTiB HaAarOThCA OE3KOMITOBHO, 1HIII MPOTIOHYIOTHCS 3a
HEBEJIMKY CYyMY, 1 Mpu OakaHHI MOXKHA CTBOPIOBATH BJIACHUN KOHTEHT, MyOJIIKyBaTH

rioro B Unity Asset Store i oTpumyBaTH Bij 1iporo npudytok [10].
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Tperss cunpHa ctropoHa Unity 3D — miaTpuMKa BeIWYE3HOI KUIBKOCTI
mwiatdopm, texHomorii, API. CTBopeHi Ha ABIKKY ITpH MOXHA JIETKO TEPEHECTH
Mk OC Windows, Linux, OS X, Android, 10S, Ha xoHcom cimeiicTB PlayStation,
Xbox, Nintendo, Ha VR- 1 AR-mpuctpoi. Unity miarpumye DirectX 1 OpenGL,
mpaioe 3 yciMa CydacHHMH e(eKTaMu pEeHACPUHTa, BKIIOYAI0YM HOBITHIO
TEXHOJIOT'1I0 TpAaCyBaHHS MPOMEHIB B peanbHOMY 4aci [10].

®izuka TBepaux Tid, ragdoll 1 TkarwH, cuctema Level of Detail, komizii mix
o0'ekTaMM, CKJIaJHI aHIMalli — BCe 1€ MOXKHA peali3yBaTH CHJIaMHU JBIIKKa.
CrepeoTunHa JymMKa Ipo Te, IO JBWKOK MPUAATHUMA TIIBKHU JUIsl HEBEJMKUX 1H]II-
irop 1 He3JaTHUI BUAABATH KPacUBY KapTHHKY, JABHO BXKE HE aKTyaJlbHO: JOCHUTH
noauButucs texnojgemMo ADAM, The Blacksmith 1 Book of the Dead Bim TBOpIIIB
cepenosuina Unity, o0 rmepexkoHaTucs B ii BugaTHuX 3ai0HocTax [10].

Hapemri, Unity pgocTynHUE  O€3KOIITOBHO, IO BIOKPUBAE  MEpEN
HE3aJIeKHUMU PO3pOOHUKAMU JIBEpl B IFPOBY I1HAYCTpPit0. 3BUYAHHO, 1CHYIOTH
oOMEeKeHHs: O€3KOLITOBHA Bepcid MBMXKa JeMoHcTpye jorotun Unity mnepen
3allyCKOM TpH, a TPOEKT, CTBOPEHUM 3 11 JIOMOMOIOI0, HE TMOBHHEH MPUHOCHUTU
po3poouuKy Oinbire $ 100 tucsy B pik. [Ipo-Bepceis komrye $ 125 Ha Micsib, Mo He
TaKk BXX€ ¥ 0araTo B MOpPIBHSHHI 3 IHIIMMH CEPEIOBUIIAMHU PO3POOKH, MPUUOMY
0a30Ba Bepcis MICTHTh PIBHO TO#H ke PyHKITiOHAN, 1m0 1 mpodeciiina [10].

[Tpu Bcix cBOiX mepeBarax, IBUKOK Mae 1 CBO1 HeAOMIKU. Tak, Ko KOMaHaa
3ax04e po3poOUTH II0-HEOYIb CKIIAJIHIIIE TPOCTOTO KIliKepa abo miatdopmepa, To it
JIOBEIEThCS MIIYKaTH Xopomoro mporpamicta Ha C#, SKU HamuUIIEe CKPUITH 1
KOMITOHCHTH, 3alIPOBaIUTh 1X y Ipy 1 3MycHTh mparroBatu [10].

3 1poro BUILIMBAE iHIIA MpobiemMa apmxkka Unity — moBuUIbHICTh. CTBOpEHHS
MacIITaOHUX, CKJIQJHUX CIIEH 3 BEJIHUKOI KIJIbKICTIO KOMIIOHEHTIB MOX€ HETaTUBHO
BIUIMHYTH HA MPOJYKTUBHICTH TPHU, B PE3yJbTaTl 4Oro pO3pOOHMKAM J1OBEIETHCS
BUTPATUTH JOJIATKOBHI Yac 1 PECypcH Ha ONTHUMI3aIlil0, 2 MOXKJIIUBO — 1 BUJAJICHHS
JCSIKUX eJIEMEHTIB 3 mpoekTy [10].

Kpim Toro, 3actocynku, crBopeHi Ha Unity, TOCUTh «BEIMKOBAroBi»: HaBITh

HaWIPOCTIIIa TKCeJbHA Tpa MOXKe 3aiimMaTh Kijgbka coTeHb merabaiT Ha IIK. Tak,



24

JUIS KOPCTKOTO JWCKa KOMITHOTEpIB 1€ HEBEIMKWH 00CsT, aje, SKIIO MPOEKT
PO3pOOIAETHCS 1 JyTst MOOUTEHUX TUTAT(OPM, CITI 3ayMATHCS TIPO OMTUMI3AIIII0 HOTO
po3mipy [10].

i po3poOku mpoekTy Oyno BuOpaHo cepemosumie Unity, Tomy mo BOHO
CIPOIILY€E TMPOLEC PO3POOKH HEBEIHKUX IrOp, MPOILEC PO3pOOKH 3AIMCHIOETHCA 3a
noromororo C# 110 cripolnye HamucaHHs KOy MOpiBHSAHO 3 C++, a TakoX 3aBIsSKH
[IOMY CIIPOIY€ETHCS MPOIIEC ONTUMI3ALI 110 AyKe BaXJIMBO JHS HEBEIUKUX 1rop. Y
Toii yac sik B Unreal Engine BukopucroByeThcst C++, 110 JeKiIbKa YCKITaTHSE MPOIIEC
pPO3pOOKH, a TaKOXK BUMAra€e ONTUMI3yBaTH MPOEKT B PYYHY LIO CHUIIBHO TAIBMYE i
YCKJIaJIHIOE TIPOIIEC PO3POOKH, 11€ HEBUTIHO JJII HEBEIUKHUX ITOP SIKI CTBOPIOIOTHCS

MaJIEHbKOI KOMAaHJIOIO.

2.2 TlopiBHSUILHUI aHAJIi3 MOB IPOrpaMyBaHHSA

Buxoasun 3 BuOpaHoi miatrgopMu sl po3poOKH, Ha BUOIp € Taki MOBHU
nporpamyBaHHs sk JavaScript 1 C#. [lopiBHAHHS XapaKTEpUCTHK MOB

IporpaMyBaHHs, HaBEJICHO y Ta0mwmI 2.2.

Tabnuus 2.2 — IopiBasiHHS MOB JavaScript 1 C#

JavaScript C#
[TonynsipHiCTH Jly>xe nonyJsspHAM Jly>xe nonyJsspHA
[TinTpumka OOII He miarpumye [TinTpumye
MosknBocCTI [ToTpiOHi mOIATKOBI Mae 6arato MOKIUBOCTEH 13
010s110TEKH 1 PpeMBOPKH KOPOOKH
BuBuenns Jlermie BuuTn CkJiagilie BUATH

O6'extHO-0pieHTOBaHe nporpamyBanHs (OOII) — e miaxia 10 MOAEIIOBaHHS
Tta opranizamii koxy. fkmo meromuku OOIIl 3acTOCOBYIOTHCS TPABWIHHO, BOHH

JOTIOMararoTh MPOrpamicTy CTBOPIOBATU MPOCTUH 1 100pe opraHizoBanuid koi. Kpim
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toro, OOII chopoillye NOBTOpHE BUKOPUCTaHHS BAXJIMBUX (YHKIIOHATIBHUX
MO>KJIMBOCTEH niporpam [11].

Henoniku JavaScript:

- JavaScript cymMHO BIZOMHN BIACYTHICTIO MIATPUMKUA OO'€KTHO-
OpIEHTOBAaHOTO TporpamyBaHHs. HacmpaBmi, JavaScript-po3poOHUKH TpaaHIiitHO
00XOIATh 1€ HENONIK, BUKOPUCTOBYIOUM BCUISKI JHUBHI KOHCTPYKINI. AJie SIKIIO
PO3pOOHMK aOCOJIIOTHO HOBA JIIOJIMHA B MPOTpaMyBaHHI, BUKOPUCTAHHS MOAIOHUX
CYMHIBHUX KOHCTPYKIIIH, IO peali3yloTh 0a30B1 KOHIICMINI MpOrpamMyBaHHS — II€
a0COJTIOTHO HemnpaBuiIbHO [11].

- s JavaScript-po3po0ku noTpiOH1 JoAaTKOB1 0107110TeKH 1 hpeiMBOPKHU.
st Toro mo0 oTpuUMaTH JOCTYI 10 OUIBII HIMPOKOro, HIK € B MOBi, HaboOpy
GyHKIIIOHATBHUX MOJTUBOCTEH, JavaScript-nporpamicram MOTpiOHO
BUKOPUCTOBYBaTH O10110TeKH 1 (PEHMBOPKM CTOPOHHIX poO3poOHUKIB. Bubip
PaBUIBLHUX 1IHTPEIEHTIB, SIKI BAKOPUCTOBYIOTHCS PU CTBOPEHHI SIKOTOCh MPOEKTY —
[I€ HE TaK MPOCTO, K MOXKE 3/IaTUCS Ha epuni noriaa. Moga iine, 30kpema, mpo Te,
mo oOpaHi JO0JAaTKOBI 1HCTPYMEHTH TMOBHHHI MPAaBWJIBHO BHUPINIYBaTH MOCTaBIICHI
nepen HUMH 3aBJaHHs, TOTPiOHO, 00 y mporpamicTta OyJia YIIEBHEHICTh B TOMY, IO
BOHU I1II€ I0Bro OyAyTh KOPUCTYBATUCA MIATPUMKOIO CBOIX PO3pOOHHUKIB, MOTPIOHO,
1100 BOHM HE KOH(IKTYBAJIM OJIMH 3 OJHUM. 3 SIKUMOCH PI3HOBUJIOM II1€1 IPOOIEMH
CTUKAIOTBCA 1 pO3POOHMKH, IO BHUKOPUCTOBYIOTH I1HINI MOBH. OpHak Tpeba
3a3HAYUTH, 1[0 HE BCl MOBH CTPaXKIAIOTh BiJ Ill€l MPOOJIeMH TaKk caMO CUJIBHO, SIK
JavaScript [11].

C# — me moBa 3 C-momiOHMM CHHTaKCHCOM. B IIbOMYy BiTHOIICHHI BiH
ommpkuit 1o C ++ 1 Java. Bynyun 006'€eKTHO-OpI€EHTOBAaHOIO MOBOIO, BiH OaraTto
nepeiiasaB y Javai C ++.

Henomxu C#:

- TpiopUTETHA Opi€HTOBaHICTH Ha Tiathopmy Windows.

- NET BuxopucroBye konmeniiro JIT-kommumsimii. Ile o3nagae, 1o

nmporpama Oyjie CKOMITITLOBaHA B MAIIMHHI KOJIA B Mipy HEOOX1HOCTI MPSAMO TIiJ] 4ac
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pobotu mporpamu. 3 OJHOTO OOKy, 1€ 3BHYAWHO HEMOTaHO, ajie¢ MpPH IMEPIIOMY
3aITyCKy MOXIHBI JTy’Ke Cepio3Hi raibMma [12].

- C# nyxe JerKo au3acceMOeNOeThCcsl (Crmoci0 OTpUMaHHS BHUXIJTHOTO
TEKCTY MpOorpaMu Ha acemOiiepi 3 mporpaMu B MalIMHHUX Kojnax). Lle o3Hadae, mio 3
BEJIMKOIO0 MMOBIpHOCTI KOJ Oy/€ OTPUMaHO 1 BUBUEHUN KOHKYpEHTaMH. 3BUYANHO €
cremiajgbHl IHCTPYMEHTH, SIKI MOXYTh YCKIaAHUTH Ieil mpouec, ame Ha 100%
3aXUCTUTHCS BIJI I[LOTO MPAKTUIHO HEMOXKIHBO[12].

3 oy Ha MOPIBHSJIBHY XapaKTEPUCTUKY MOB MPOTPaMyBaHHs Ta IMepeBaru

po3poOku MOBOO C#, MPUNHSATO PIllIEHHS PO BUKOPUCTAHHS I11€] MOBH Y PO3pOOIIi.

2.3 llopiBHsiHHA miIaTGopM

IcuytoTh pi3Hi Buau miaaTdopM, Taki SK: KOMIT IOTEPHU, KOHCOJI Ta MOOUIbHI
IIPUCTPOI.

Po3po0Oka mia koxHy 13 maaTdopM 10BOJI YHIKAJIbHA Ta [0 CBOEMY CKJIJHA.

Panime po3pobOka st Jekiibkox TuiatgopM Oyia yke 3aTpaTHOIO Ta
CKJIQJIHOIO 13-3a crenu(iku KOXKHOI 13 1iaTdopM, OCOOTUBOCTEH apXiTEKTypu Ta
VHIKQJIbHOI cUCTeMHU. ToMy Mpu po3poOli OAHIEI Ipd YW MOPTYBAaHHI Ha IHIILY
wiatGopMy Tpa po3poOisiacs 3 camMoro ModYaTKy 1 HaBiTh MOIJIA JYXKE CHUIBHO
BIJIPI3HSATHCS HA PI3HUX MIaTdopmax.

Ha cooromuimHii geHb po3poOka irop Ha JeKUIbKa IuiatGopM Yu
MOPTYBaHHA — 1€ 3BUYAHA CIPaBa, Ky MOXYTh JO3BOJIUTU COO1 HaBITh HE3aJIEXKHI
a00 MoYMHaIYl po3pOOHUKH, a BCE 3aBASKU CXOXIM apxiTeKkTypi. Bunsatkom € xiba

10 MOOUTHHI IPUCTPOT.

2.4 BuUCHOBKHM 32 po3aijiom 2

Y ngaHoMy po3aull  MPOBEACHO aHajli3 CEpeloBHI PO3POOKH, MOB

MporpamMyBaHHsl JOCTYMHUX B IMX CEPENOBUINAX, iX IMEpeBard Ta HEIONIKU. Y
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pe3ynbTaTi aHajli3y Ta HOPIBHsAHHsA, Oyino oOpaHo cepemoBuine Unity, Tak sk BOHO
OUIBII MAXOIUTH AJISl PO3POOKH HEBEITMKUX MPOEKTIB 3 HEBEIUKOIO KOMaHIO10.
CTocOoBHO MOB MporpaMyBaHHs, Ha BUOIp OyJ0 HagaHO JBI MOBH, a caMme
JavaScript i C#. B xoxi anamnizy 0yno oopano C#, ToMmy 110 BiH O11bIII caMOOyTHIH Ta
Mae€ Baromi nepeBar.
CrocoBHo minatdopm BuOip MaB HA NMEPCOHANIbHI KOMIT IOTEPH, X0Ua 1€ HisK
HEe 00MeXYy€ MoJablIe MOPTYBAHHS MPOEKTA HA KOHCOJ, TOMY 1110 TEXHIYHA YaCTHHA

y’Ke CXO0Xka 1 He MOTpedye cepio3HOI MepepoOKH.



3.1 Indopmauniiina yacTuna
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3 OIIUC ITPOEKTY

Po3pobnienuii mpoekT mpeAcTaBiiie co00I0 KOMITIOTEPHY TPy Yy KaHpi

BwxuBanns-Ilicounnis, po3pobieny min oneparniiiny cucremy Windows. Tlpoekr

po3pobiieHo B cepenonuii Y Unity Ha MoBi mporpamyBanus CH#.

Bwxuanus-Ilicoununs nepeabavae: 30upaHHs pecypciB, CTBOPEHHS HOBUX

npeaMeTiB, OyIBHUIITBO Ta IEBHUH PO3BUTOK.

Ha nanomy erarmi po3poOKu IPOEKT Ma€e B cOO1 OJMH PiBEHb, IO MICTUTH BC1

HE0OX1H1 0a30B1 MEXAHIKH, Ta BUKOHYE O3HalloMuy (YHKIIIO rpaBUs 3 MEXaHIKaMH

TpHU.
3.2 DyHKUiOHAJbHA YACTHHA
[Ipo€ekT MICTHTH B cOO1 HACTYITHI METOAM Ta (PYHKIII1, 110 HABEACHI HIKYE Y
Tabymi 3.1.
Tabnuus 3.1 — OyHKIIiT Ta METOIU
DyHKIIIS/METOT Omnuc / 3acTocyBaHHS
Control() 3miiCHIOE TepecyBaHHS TpaBIsl IO IrPOBOMY

I10J110, 3a goromMororo knasimr WASD.

MouseControl()

Hanae rpaBiiio MOXJIMBICTh KEPYBAaTH ITPOBOIO

KaMepolo.

Inventory.Update() 3IiHCHIOE B3a€EMOJIIO 3 ITPOBUMHU 00’€KTaMH Ha
KOPOTKil BiJICTaHi, 3a JOIMIOMOTOI HEBUIUMOTO
TIPOMEHIO.

Message() 3niliCHIOE  BHBEJICHHS  IOBIJIOMJICHHS PO
Mi10paHuii MpemerT.

DestroyMassages() Bunasnsie moBigoMIIeHHS Yepe3 MeBHil vac.
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[Tponorxenus Tadmuii 3.1

OyHKIIIs/METOA

Omnuc / 3acTocyBaHHS

Addltem()

Buxonye nomaBaHHS TpeAMeTa O 1HBEHTapIO.

[TepeBipsie mpeaMET Ha Ky4HICTh, Ta BUKJIUKAE OJIUH
AddUnstackableltem

3 METO/IIB, abo

AddStackableltem, B 3anexHocCTI BiJ pe3yibTary.

AddUnstackableltem()

[lykae mycTy KOMIpKY, Ta 10Ja€ HOBUN MPEIMET 0

1HBEHTApIO.

AddStackableltem()

[Ilykae KOMIPKY 31 CXOXKUM MPEIMETOM, Ta 30LIbIIYE

KUIBKICTh TpEeaMEeTy y KOMIpIl. Ko cxoxui

NpeAMET HE  3HAWJIEHO, BHUKOHYETHCSI  METOA
AddUnstackableltem.

Togglelnventory() 3niicHIOE BIJIKPUTTS/3aKPUTTS OJTHOTO 3
iHTEepQeiciB,  TakMx  AK:  IHBEHTap,  BIKHO

BUTOTOBJICHHS 200 JEPEBO PO3BUTKY.

Displayltems()

3M11ICHIOE OHOBJIEHHS Ta B1IOOPAKEHHS MPEAMETIB B

1HBEHTapI.

DamadeHPItem()

3MeHIITy€ MIITHICTh IHCTPYMEHTY TIPH BUKOPUCTAHHI.

PauseMenu() 3ynuHSE€ TPy, Ta BiaKpuBae iHTepderc IrpoBoro
MEHIO.

Death() 3ynuHsie TPy, Ta BimkpuBae iHTepdeiic 3arubermi
ITPOBOTO TIEPCOHAXKY.

Slot() 3nificHIOE  3aMiHy KOMIPKM Ha aKTUBHY, IIpH

HaBEJIEHHI KYpCOpY Ta Ha CTaHJAPTHY MPU BUBEICHHI

Kypcopy 3 KOMIPKH.

Currentltem.OnPointerClick()

Biacrexxye HaTUCHEHHsS MpaBoi Ta JIBOi KHOIIOK

MUIIIl Ha TMpeaMeTi B 1HBEHTapi, Ta 3A1HCHIOE

BUKHUIAaHHA abo BUKOPHUCTAaHHA IpEaAMCETA.




[Tponorxenus Tadmuii 3.1

30

DyHKITI/METO Omnuc / 3actocyBaHHS

Remove() BukoHye 3MeHIICHHs/BUOAICHHS TpeaMeTa 3
1HBEHTAapIO.

Drop() BukoHye cTBOpeHHs MpeaMmeTa B CIEHI mepen
rpaBIieM, IIPY BUKHJIAHHI TIpeIMETa.

OnDrop() BukoHye nepeMilieHHs TIpeaMera MiXk KOMIpOK
1HBEHTAPIO.

Tooltipe() 3aiiicHIOE BiJIOOpaKeHHs JIOJTaTKOBOT
iHbopMarllii mpo MpeaMeT, NpU HaBEACHHI
Kypcopy Ha KOMIpKY 3 TIPEIMETOM.

SwitchFlash() Bmukae/BUMuKae BigoOpakeHHS BHOpaHOTO

THCTPYMEHTY B PYIIi TPaBIIS.

Instrument.Update()

3nilicHi0e JOOYTOK pecypciB 3a JOMOMOTOIO

IHCTPYMEHTIB.

Typelnstrument()

[lepeBipsic  BIAMOBIAHICTH  IHCTPYMEHTY [0

pecypcy 1o 100yBa€eThCs.

Bonus()

HapaxoBye nogaTkoBi pecypci npu 100yTKy.

Damage()

3MeHIIye MIIHICTh J00yBaeMoro pecypey. A

TaKOX 3BepTaeThes 10 MeToy DamadeHPItem.

Experience()

3aiicHIOE HAKOIIMYEHHS TOCBITY Ta

I1JIBUIICHHS PiBHS.

LevelUp()

3nailicHIOE B1IOOpaXXeHHS JOCSTHEHb Yy JepeBi

PO3BUTKY.

Craftltem()

BigkpuBae HOBI penenTd Mo Mipi ITABUIICHHS

PiBHS IIEPCOHAXY.
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[Tponorxenus Tadmuii 3.1

DyHKITI/METO Omnuc / 3actocyBaHHS

CraftltemDatabase.OnPointerClick() | [Ipyu HaTHCKaHHI Ha peLENT, 3aiHCHIOE
BiIOOpaKEHHS JOJATKOBOI 1H(oOpMaIlii mpo
npeaMeT, a TaKoXXK HEOOXIJHI pecypcH Jis

BUTOTOBJICHHS, Ta PECYpPCH B HAsIBHOCTI.

Newltem() JlomaeMo CTBOpEHUH MpeaMeT 0 1HBEHTAPIO
Ta BUAAIIEMO a00 3MEHINYEMO, BUKOPHCTaHI

IIpU CTBOPEHI PECypCH.

Helthbar() BrnmuBae Ha 310poB’s irpOBOTO MEPCOHAKY.

3.2.1 Ilinbip npeameriB

Ckpunr «Itemy 30epirae B co0i iHpopMaIlito mpo IpeaMeT, a came: HasBy, 1d,
OMMKC, KUIBKICTh, 1 T.A. JlaHUI CKPUNT MICTUTHCS HA KOKHOMY IMPEAMETI, 3 SIKUM €
B3a€MO/IIs, OKPIM pecypciB J0OYBaHHS Ta CTPYKTYP.

[Tin61p mpeameTa 3A1MCHIOETHCS HACTYIMIHMM YMHOM — IPH HATUCKAaHHI Ha
MEBHY KHOMKY, IO BIANOBIAAE 3a MiA0Ip, MyCKAEThCA MPOMIHb 3 LIHTPY €KpaHa Ha 2
METPH BIIEpe], SKIIO0 MPOMIHb CTHUKAETHCS 3 00’€KTOM Ha SIKOMY BHCHUTH CKPHIIT
«ltemy, 3BepTaemocs 10 metoay «Addltemy, ne BU3HaYaEMO UM € peaMET KyYHUM,
B 3aJICKHOCTI BiJ] pe3yIbTaTy BUKOHYETHCS OJIMH 3 HACTYITHUX METO/IIB:

- TOpeaMeT KyYHUW — IIYKAEMO BIJIMOBITHUN MpEAMET B 1HBEHTApI, SKIIO
TaKui € TO 30UIbIITYEMO 3HAYEHHS KIJTLKOCTI Ha 1, OHOBJIIOEMO 1HBEHTAp, BUIATISIEMO
00’€KT 31 creHH. Ko BIAMOBIAHOTO MpeaMeTa HEMa€e TO TEpPEHAIpPaBIsIeEMO Ha
IPYTUN METOL.

- MpeaMET OJMHAPHUNA — ITYKAEMO BUTHHY TO3UIIIIO B IHBEHTApi, JOJAEMO

TYJId TIPEAMET, OHOBJIIOEMO 1HBEHTAp, BUAAIIEMO 00’ €KT 31 CIICHH.
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3.2.2 CnoBileHHs

[Ipu migbopi mnpenmera BHUKIUKaeTbea Meton «Massagey, crodartky
CTBOPIOETHCSI OJIOK CHOBIMICHHS, IO MICTHTh B €001 300pa)KEHHS 1 TEKCT, OJIOK
BIIOYEpsEThCA 10 00’ ekTy «MassageManagery, skuii BUOy0By€e OJIOKH CHIOBIIICHD B
CIIUCOK IO Bi1oOpakaeThecsl Ha ekpadi. [1oTiM OJ10K crioBilIeHHS 34UTYE 1H(OpMaIlio
3 migiOpaHoro o0’€KkTy, a camMe Ha3By Ta 1KOHKy mpenmera. [Ipukian BUBEIACHHS
CIIOBIIIICHHS HABEJICHO Ha PUCYHKY 3.1.

[Ticas mosiBM MOBIAOMIIEHHS PO MiAOIp, 3aycKaeTbes TaiMep, SIKUM BUAAIISE

MTOBITOMJICHHS Yepe3 TIEBHUM Yac.

Pucynox 3.1 — BuBenenHns crioBiieHHs Mpo miadip npeamera

3.2.3 InBeHTap

[Tanenb 1HBEHTapPIO CKIAAAETHCS 3 MEBHOI KIIBKOCTI KOMIPOK, KOXHA 3 SIKUX
MICTUTh B cOO1: 300pakKeHHS, MO3HAYEHHS KUIBKOCTI mpeamera Ta MimHocTi. Ha

pUCYHKY 3.2 HaBeJEHO MPUKJIA]] TTaHes1 IHBEHTapIO.
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Pucynoxk 3.2 — Ilanenb iHBEHTapIO

[Ipu crapTi TPU CTBOPIOETHCS KOJEKIlis «itemy, sKa 3almoBHIOETHCS
MOPOXKHIMU 00’ €KTaMH, TOOTO KOKHa KOMIpKa, 110 € TTOPOKHBOIO, HACTIPAB/1 SIBJISIE
co0010 HYJIBOBHI 00’ €KT.

[Ipu crapTi rpu 1HBEHTap BUMKHEHHM, ITICJIS HAaTUCKAHHS HA TEBHY KHOIKY
BIH BIJIOOpaKaeThbCAd, a MPU TOBTOPHOMY HATUCKaHHI 3HUKae. Kypcop wwumni
XOBA€EThCS, KONMHM I1HBEHTAp 3aKpUTHHA, 1 BIiTOOpakaeThCs, KOIMM I1HBEHTAp
BiIKpUBaeThCs. Koy iHBEHTap BIAKPUTUNA, KypCOp MHUIII BiIOOPa’KA€ThCA, a TOYKA,
0 BimOOpaXkae IICHTP €KpaHy BUMHUKAETHCS, TAKOK BUMHKAETHCS YIPABIIIHHS
nepcoHakeM. Konu 1HBeHTap 3aKpUTUMA, YIIPABIIHHS EPCOHAXKEM BITHOBIIOETHCS, a
TaKOXX BIJIHOBIIOETHCA BIAOOpPaXKEHHS TOYKM IO JEMOHCTPYE IIEHTp €KpaHa,
B1I00OpaXeHHS KypCcOpy MUII BUMUKAETHCS.

Posrnsinemo BijoOpaskeHHs NMPEAMETIB Y 1HBeHTapi. J{Jis moyaTky OTpUMYy€eMO
JOCTYI 70 KOMIpKH. SIKIIO KOMIpKa HE € HYJIHOBUM 00’€KTOM, TO 3aBaHTAXyEThCS
HeoOXiJHa 1KOHKa pecypcy, sika 30epirae B iHdopmMalii mpo MpeaMeT, BMHUKAEMO
BiI0OpaXeHHA 1KOHKH. Tex caMe poOMMO 1 3 TEKCTOM, AKIIO B 1HBEHTapl € Ky4UHH

MpeaMeT, y SKOro 3Ha4eHHs Oiibine 1, TO BMUKAEMO BITOOpaKEHHS TEKCTY. SAKIIO
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TaKUX KOMIpOK HEMae€, TO BUMHUKAEMO BiOOpaKEHHS KApPTUHKH 1 TEKCTY, a TaKOX
OOHYJISIEMO JaHi, SKIIO Taki OyJIu.

Komipka 3MiHIOETBCS TIpM HaBEJeHHI Ha Hei Kypcopy. Biactexyemo
HABEJCHHS Kypcopy Ha KOMIPKY 1 IpUOUpPaHHA Kypcopy 3 KOMIpKH. SIKIIO Kypcop
HABOJUTHLCS HAa KOMIPKY TO BiH 3MIHIOE CBOE 300paXEHHS HAa aKTHUBHE, a KOJIH Kypcop
BUBOJMTHCA 3 KOMIPKH BOHA IMOBEPTAE CBOE MOYATKOBE 300paxkeHHs. [lpu 3akpurTi
1HBEHTApIO BCl KOMIPKU MOBEPTAIOTh COO1 MOYATKOBHMA BUJ, TUM CAMHUM YHUKAIOUU
0ary 3 aKTHBHOI KOMIPKOIO TIpd IIOBTOPHOMY BKJIIOUEHHI 1HBEHTapro. Ha

pUCYHKY 3.3 HaBe[CHO MPUKJIIA]] 3 AaKTUBHOIO KOMIPKOIO.

4 3

Pucynox 3.3 — Ilpuxian akTUBHOT Ta HEAKTUBHUX KOMIPOK

PosrnsineMo BumaneHHs MpeIMETIB 3 1HBEHTApIo. BilcTexyeMo HaTHUCKaHHS
MpaBoi KHOIMKHM MUII Ha KOMIpIIl, SIKIO KOMIpKa HE TOPOXKHS, MEPEBIPSIETHCS YU
MOXHa BUKMHYTH MPEAMET, SKIIO TaK, TO CTBOPIOEMO B CIEHI MOTPiOHUI OO'€KT
mepes; TpaBleM, JOBAHTAXYHOYHM HOro 3 0a3W JaHUX 1 3MEHIIYEMO KIJbKICTh
npeaMeTa, 10 BUKUAAETHCS, KO KITBKICTh MpeAMEeTa MEHIIE OJUHUIIl TO KOMIipKa
CTa€ MOPOKHBOI. OHOBIIIOEMO B1JI0Opa)KEHHS IHBEHTApPIO.

PosrnssHemMo BHKOpUCTaHHS TIpeAMETIB. Y Tpl TPUCYTHI PI3HI THIH
BUKOPHUCTOBYEMHUX TPEAMETIB, TaKi SK: IHCTPYMEHTH, CTPYKTYPH Ta MPEAMETH IO
BXXHBalOThCsA. [Ipn HaThckaHHI Ha OO'€KT JIIBOIO KHONKOK TEPEBIPSIETHCA YU €
MpeAMET BUKOPHUCTOBYEMHM, SIKIIO TakK, TO BHUKOHYETbCS TIOJis, 3aKiajeHa B
npeaMeTi. SKmo 1€ BXUBAEMHUM 00'€KT, TO MPU BUKOPUCTAHHI 3MEHIIYEThCS
KUIBKICTh TIPEIMETA, & TAKOK BUKOHYETHCS TOJIs, sIKa BIUTMBAE HA 37]0POB'S TPaBIIH,

3MEHIIIYI0ur a00 BiJIHOBJIOIOUM HOro. SKIO 1e IHCTPYMEHT, TO NMPU BUKOPHUCTAHHI
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peaMeT He BUAAISETHCS, a TAKOK BUKOHYETHCS OIS, sKa BioOpakae IHCTPyMEHT
B pyli, KU KOPUCTyBau Hajall MOXE BHKOPHCTOBYBATH 3a MPU3HAUCHHSM, MpPU
NOBTOPHOMY HATHMCKaHHI IHCTPYMEHT NpuOupaetscsi. llpu 1IbOoMy BHUKOHYETHCS
nepeBipka Ha THUIN 1HCTPYMEHTY SKHW aKTUBYETHCS, IO JO3BOJSIE HE TUIBKH
BKJIFOYATH 1 BIAKITIOYATH BIMOOpakeHHS TMOTPIOHOTO 1HCTPYMEHTY, ajie 1
NepeMUKATHCS MDK 1HCTpyMEHTaMH. SIKIIO 1€ CTPYKTypa, TO IPH BHKOPUCTAHHI
BIJIMOBITHUM 00’ €KT Oy/1e PO3MIIIEHO HAa KapTi Mepe]] TPABIIEM.

Ha pucynky 3.4a, 3.46 ta 3.4B HaBe[eHO MPHUKIA] KOKHOTO 3 TPbOX THIIIB

IIpCaMCTIB.
¥ = Item (Script) @ =
Script Ttem o}
Name Item KaMiHHA
Id 2
Is Stackable ‘ : 8
e v Sncnptltem (Script) - @ = : vsm = (Script) . @ ==
1 cript Item (o}
Name Item Cokunpa Name Item Bepcrak
Id 5 1d 12
Is Stackable ] Is Stackable O
Description Item Description Item
HP [ MpuMiTnBHa CokKnpa
Full HP Item 0
HP Item 0
Is Removable ¥4
Is Droped e He g
N ElKaners a Full HP Item 10 Full HP Item 0
HP Item 10 HP Item 0
ELRETEREDE 0 R __ Is Removable O Is Removable O
| Runtime Onh ¢ || Helthbar,AddHealth s 1s Droped ¥ Is Droped ™4
[ - HP (Hel ©| -20 . Icon L MpUMUTHBHEI Tonop o| Icon “iBepcrak | @
| Runtime Onhtl\ | Experience.AddExperience $ | ,Cusmm MBIt C.LISt.Ol‘n ol
{ ime Only : || SwitchFlash.switchFlash 3] L S
[-xP (Exy 0|5
FlashMa ©| s Axe2Instrument i -
A — s & =
Structure » Structure Structure
Structure L] Strugture m Structure :
Structure Object  None (Game Object) ©  Structure Object  |None (Game Object) o| Structure Object '/Bepcrak 2
a 0 B

a — pecypc; 0 — IHCTpYMEHT; B — CTPYKTypa

Pucynox 3.4 — Ilpuxian pi3HUX TUIIB MIPEAMETIB

3.2.4 Tooltip

CtBoproemo Ul enement «Tooltip», skuii Oynme BimoOpakaTHCs TpU

HaBEJICHHI Ha MpeaMeT B 1HBEHTapi, o 30epirae B co0i: 1KOHKY, Ha3By IpeaMeTa i
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fioro ommc. SIKmo KoMmipka, Ha SIKy HaBeld Kypcop, HE € MyCTOK, TO BMUKAETHCS
BimoOpakeHHs «Tooltip» 1 mepenaroTees mani npo mpeamet. «Tooltip» crminkye 3a
KypCOpOM MHUIIN 3 HEBEJIHUKHM BiACTYNOM. SIK TUTBKH KypCOp BHXOIUTH 32 PaMKH
KOMipKkH a00 iHBEHTap 3aKpUBAEThCs, BimoOpakeHHs «Tooltip» Bumumkaerncs. Ha
pUCYHKY 3.5 HaBeIeHO MNPHUKIAA 3 BiIOOpaXEHHSM AO0JATKOBOI iHGOpMarii mpo

MpcamceT.

| ¢ Cokupa
! Mpumimuena Cokupa

PHcyHOK 3.5 — Ilpuknaz Bi):[06pa>1<eHH;1 JIOATKOBOI 1H(pOpMAaIlii PO MPeIMET

3.2.5 Drag & Drop

CrtBoproemo Ul enemeHT, TUMYAacOBY KOMIpKY, sika 30epirae B coOl 1KOHKY 1
KUTBKICTh TIpeameTa. SIKIo KoMipka, Ha SKid 3aTHUCIM Kypcop HE € ITyCTO, TO
BMHKa€eThCs BiioOpaxeHHs Ul, B TUMYacOBy KOMIpPKY 3alHMCYIOThCS JaHl (IKOHKa Ta
KUIBKICTh TIpeaMeTa). Y MOMEHT MepeTsaryBaHHs 00’€KkTa 3 OAHIE] KOMIPKH B IHIILY,
TUMYacoBa KOMipKa CHiKye 3a KypcopoM. Came TmepeMillleHHsI MpeaMeTa
3MIACHIOETHCS 3alMCYyBaHHIM TpEaMeTa, L0 MEPETIAryeTbes, B TUMYAcOBY 3MIHHY,
Jaii 3 KOMIPKM KyId KOPUCTYBad Xou€ [MOMICTUTH TPEIMET, 3HAYCHHS
MIPUCBOIOETHCS B KOMIPKY, SIKa € BiIITPAaBHOIO TOYKOIO MPEIMETA, 10 MEePETITraeThCs,
MiCIsE 4Yoro I KOMipKa TpuiiMae Ha cebe 3HAa4YeHHS 3 THMYAacOBOi 3MIHHOI.
OHoBIIOEMO  BiJIOOpakeHHST 1HBeHTapro. Ha pucynky 3.6 HaBeIeHO MpUKIaA]

[IEPETATYBAHHS IPEAMETY.
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Pucynox 3.6 — Ilpukiian nepeTsaryBaHHs MpeaMeTy

Buxumanua npeameta 3a J0MOMOTor0 nepeTsaryBanHs. [lepeBipsemo uu € mig
KypcopoM Oyap-sikuit Ul enemenT, Ko HeMae, TO BUKJIMKAEMO MPOIEC BUKUAAHHS 3

IHBEHTApIO.
3.2.6 BUroroBJieHHsI IpeMETIB

[Ipu crapti rpu naHenb BUTOTOBJICHHS BUMKHEHA, ITPU HATUCKAHHI Ha MEBHY
KHOIIKY TaHEIh BMHUKAETHCS, a MPU IMOBTOPHOMY HATHCKAHHI BUMHKAETHCA. [
B3a€EMO/IIT 3 BEPCTATOM HEOOX1/THO HAMPABUTHU IIEHTPAJILHY TOUKY €KpaHy Ha BEpCTaK
1 HATUCHYTH KHOIIKY B3a€MOJII.

ITaHens BUTOTOBJICHHS CKJIAIA€THCA 3 JEKUIBKOX OJIOKIB, TAKUX SIK: CITHCOK
JOCTYITHUX peLeNTiB, 1HGOpMallisl MpO peuent Ta HEOoOXiHI pecypcu IS
BHUTOTOBJICHHSI.

Cnucok JOCTYITHUX PEIENTIB, CKIANAa€ThCI 3 BEPTHKAIBHOTO CITHCKY
HAIMOBHEHOTO PI3HUMH PEIENTaMu, 10 B CBOIO YEPry CKJIAJAI0ThCS 3 IKOHKH 1 Ha3BH,

110 HaBeJIEHO Ha pucyHky 3.7a ta 3.76.



38

/ Mpumituena Cokupa

‘ Kam'sanmi Hix

* Bararra

a — 6a30Bi; 0 — 3a IOMIOMOTOIO BEPCTAKY

Pucynox 3.7 — Criucok JOCTYITHUX PELETITIB

[Hdopmariis mpo penent BigoOpakaeTbesl MICHsI HATUCKAHHS HA Oylb-IKUH 3

PEILIETITIB B CIIHUCKY, CIOJIU BXOJATh: IKOHKA IpeaMeTa, Ha3Ba 1 onuc (puc. 3.8).

Cokupa

lMpumimue+xa Cokupa

Pucynok 3.8 — BinoOpaxenHs iHpopmariii npo BUOpaHuil perent

HeoOxigH1 pecypcu yisi BUTOTOBJICHHS B1I0Opa)aroThCsl Y BUTJISAL OJIOKY,
10 BKJIFOUYA€E B ceOe: Ha3By HEOOX1THOTO pecypcy, KUIbKICTh HEOOX1THOTO pecypcey, a

TaKO HasBHY KUIBKICTh pecypcy. IIpu BUTOTOBIEHHI MOXYTh BHUMaratucs A0 6
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pi3HUX BHIIB pecypciB. Ha pucynky 3.9 HaBeneHo mNpukiag BiIoOpakeHHs

MOTPIOHUX PECypPCiB JJIsl BUTOTOBIICHHSI.

Pucynox 3.9 — BinoOpaxeHHs! OTP1IOHUX J1JIi BUTOTOBIICHHS PECYPCIB

B mporeci rpu, mo Mipi MiABUIIEHHS PIiBHS, BIAKPUBAIOTHCS HOBI PEIIETITH.
[Ipu ngocArHEHHI MEpIIOro PiBHS, BIAKPUBAIOTHCS PELENTH: MPUMITUBHOI COKUPH,
KaM'stHOTO HOXKa 1 6aratTs. [lpu mocsirHeHH1 Opyroro piBHA, BIIKPUBAETHCS PEHEHT
BEpPCTaKa, a TAKOX pEHEeNTH KaM'SHUX IHCTPYMEHTIB, SIKIi BXKE CTBOPIOIOTHCS 3a
JIOTIOMOTO0 BEPCTaKy 1 BIIOOPAKAIOTHCS TUIBKU TaM.

Koxen peuent 36epirae B co0i iHpOpMAIIil0 PO BUMOTH JJII CTBOPEHHS, a
came: TpeAMET IO CTBOPIOEThCS (TOCHJIAHHA Ha TMpeaMeT B 0a3i JaHWX), MicIle
BUTOTOBJICHHS (0a30Ba TaHeIb CTBOPEHHA a00 BEPCTaK), pecypcu HEOOXITHI IS
BUTOTOBJIEHHS (0 6 PI3HUX BUIIB PECYpCiB) Ta iX KIUIbKICTh. IIpu HaTHMCKaHHI Ha
peuent, BigoOpaxkaeTbcs i1HMOpMAIS TPO MPEIMET CTBOPEHHS, a caMme: 1KOHKa
MpeaAMETY, Ha3Ba Ta OMUC. A TakoX HEoOXigHI pecypcu: Ha3Ba pecypcy, HeoOXigHa
KUIbKICTh, HasiBHA KUIBKICTh. SIKIIO HEOOXITHHX pecypciB Ijisi 0OpaHOro perenta
HEJOCTaTHbO, KHOIMKAa BHUIOTOBJEHHS CTa€ HeakTUBHOIO. llpukiagu pernenris

HaBejieHO Ha pucyHKy 3.10a ta 3.100.
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v « ¥ Craft Item Database (Script  [J = v « ¥ Craft Item Database (Script  [J ' #,

&,

Script CraftltemDatabase (o] Script CraftltemDatabase (o]
Craft | Craft | © Craft | Craft | o
Craft Item Axe 2 | © Craft Item W Pick | ©
Resources for crafting Resources for crafting

Workbench_Ivl1 [} Workbench_Ivl 1

Resource 1 wKameHnb 2 | © Resource 1 WRope e
Number Items 1 1 | Number Items 1 2 ) |
Resource 2 \wVetka G Resource 2 wTreated stone Pick  ©
Number Items 2 1 | Number Items 2 1 |
Resource 3 [None (Game Object) | © Resource 3 [None (Game Object) | ©
Number Items 3 0 _ - | Number Items 3 0 _ - |
Resource 4 ‘None (Game Object) | © Resource 4 ‘None (Game Object) | ©
Number Items 4 0 | Number Items 4 0 |
Resource 5 [None (Game Object) | © Resource 5 [None (Game Object) | ©
Number Items 5 0 _ - | Number Items 5 0 _ - |
Resource 6 ‘None (Game Object) | © Resource 6 ‘None (Game Object) | ©
Number Items 6 0 | Number Items 6 0 |

v -
a 0

d — PYUYHC BUT'OTOBJICHHS; 0 — BUTOTOBJICHHS 3a AOIIOMOTI' OO BECPCTAKY

Pucynox 3.10 — [Ipukinaau peuentiB

[Ipn CcTBOpEHHI, HOBHMI MpeIMeT JOJA€ThCA B 1HBEHTAp, a BUKOPHUCTaHI
pecypcH Mpu CTBOPEHHI 3MEHIIYIOThCA. Y pa3i, SKIIO OJHHUM 3 HEOOXITHUX pecypciB

€ THCTPYMEHT, TO Y HbOT'O JIUIII€ 3MEHIIYETHCS MIIHICTD.

3.2.7 byaAiBHUUTBO

[Ipu BukOpHuCTaHI mpeaMera Hie MepeBipka, sika BU3HAYAa€ YU € 00 €KT
CTPYKTYpOIO. ByAIBHUIITBO 3/IIMCHIOETHCS IUISIXOM PO3MIIICHHSI 00’ €KTa Ha KapTi, B
MICIIl KyJ¥ HampaBjieHa KaMmepa rpaBlis, Ha MEBHIM BiJCTaHl, Ta MOJAIBIIOTO HOTo
BUJIAJICHHS 3 1HBEHTapr. Mojaenb, 10 PO3MIIIYEThCSI TIPU BUKOPHUCTAHHI,
30epiraetbcsi B iH(DopMmamii npeamera. Ha pucynky 3.11 HaBemeHO mpuKIIaf

MpEIMETA IO SABJISIETHCS CTPYKTYPOXO.
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¥« Item (Script) @ = =
Script Item o
Name Item Bepcrak
1d 12
Is Stackable -
Description Item
HP -
Full HP Item 0
HP Item 0
Is Removable -
Is Droped 4
Icon .Bepcrak | ©
Custom Event ()
List is Empty
K
Structure
Structure
Structure Object ‘sBepcrak [0}

Pucynox 3.11 — [Ipuknan cTpykTypH

3.2.8 InctpymeHTH

VY rpi OpUCYTHI PI3HOTO POy IHCTPYMEHTH, K1 HEOOXiJTHI JJisi BUXKUBAHHSI.
Ha nganuii MmomeHT B rpi € 4 BUAM IHCTPYMEHTIB, Taki SK: IPUMITUBHA COKHpA,
KaMm'ssHUH HIK, KaMm'sHa COKMpa 1 KaM'sHa Kupka. Pernentd 1HCTPYMEHTIB
BIIKPUBAIOTBCSI 1O  MIpl MIJABUINECHHS  PIBHA, BIJPIZHSAIOTHCA  CKJIQJIHICTIO
BUTOTOBJICHHS, a TaKOX €(eKTUBHICTIO BUIOOYTKY. [l0 AOCATHEHHIO MEPIIOro piBHA
JUTS BUTOTOBJICHHSI CTaHE JOCTYITHA MPUMITHBHA COKHUpA, IO JO3BOJHUTH M0OyBaTH
pecypcH, Kl He MOXKHaA 310paTu pyKaMu, a TaKOXK CTaHE JOCTYIMHUM penent HoXa,
10 HEOOX1THUH SIK AJ1si OUThII e(DeKTUBHOTO BUIOOYTKY JESKUX PECypCiB, Tak 1 JJIs
00poOku 1ux pecypciB. Ilicns Toro sik rpaBelb OTpUMae HEOOXIAHHWM DPIBEHb, a
TaKoX 003aBEACThCS BEPCTAKOM, TPABIEBI 3MOXKE 3pOOUTH OLIbIN  Kparm
IHCTPYMEHTH, BUTOTOBJICHHSI SIKUX OUIbII CKJajaHe, ajie 1 e(eKTUBHICTh BUIOOYTKY

SIKUX Ha0araTo BUIIE MEPIIOro MPUMITUBHOTO IHCTPYMEHTY.
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Y KOXHOro 3 I1HCTPYMEHTIB € CBOSI MIIHICTh, SIKa BUTPAYa€TbCid MpU
BUKOPHUCTAHHI, SIKIO MIIHICTh IHCTPYMEHTY Braje 10 0 TO IHCTPYMEHT 371aMa€Thes,
MOTOYHY MIIHICTh IHCTPYMEHTY MOXHa BIJICTEXKYBaTH 3a JOMOMOI'OIO BiJMOBIIHOT
CMY’KKH MIIIHOCT1 Ha KOMIpIIi 3 IHCTPYMEHTOM B iHBEHTapI.

Ha pucynky 3.12 300pakeHi pi3Hi BHAM 1HCTPYMEHTIB, a TaKOX IMOTOYHA

MILHICTE KOKHOTO 3 HUX.

Pucynok 3.12 — Pi3HOBHJ IHCTPYMEHTIB Ta iX MOTOYHA MIIHICTh

3.2.9 Pecypen

Takox B Tpl ICHYIOTH Pi3HI BUAM PECypCiB, SIKI MOXYTb BIAPI3HATUCS 32
MeTonoMm 300py. Ha mammii MoMeHT icHyroTh 4 Meromy 300py: pyuHuii 30ip,
3Mimranuii 301p, 30ip 3a JIOMOMOTOI0 I1HCTPYMEHTIB, a TaKOX OO'€KTH SKI He
30upatotbesi (cTpykTypu). st 3pydHoCTi Bel 00’ ekt modapOoBaHi B CBiM KOJIp:
3eJIEHUM, KOBTHI, TOMapaHYeBUM 1 YEPBOHUI BIAMOBIIHO.

Ha pucynky 3.13 300paxeHo BCi BHUIU PECYpCiB, a TaKOX Bi3yallbHE

MMO3HAYEHHS iX METOTy 300pYy.
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| Scene

Shaded i 08 Gizmos v | (or Al )

Pucynox 3.13 — Buam pecypciB Ta BizyaibHE BiJoOOpakKeHHS X METOAY 300py

Pyunuit 30ip — rpaBeup Moxke 30UpaTH JaHUN BUJ pECypcy TUIBKH 3a
JOTIOMOTOI0  PYK, 0€3 HEOOXiTHOCTI BUKOPHCTAHHSA OyAb-SKUX 1HCTPYMEHTIB.
[To3HauaeThCs 3€TICHUM KOJILOPOM.

3mimanuii 30ip — rpaBenb MOXe J0OyBaTH JaHUW BHUJ PECypcy SIK pyKamw,
TakK 1 3a JOTIOMOTOI0 THCTpyMeHTY. BapiaHTt 300py 3a JOIOMOTOI0 iIHCTPYMEHTY O1JIbIIT
edeKTUBHUN, 1 TpuUHEce OuIblle pecypciB mpu 300pi HIK 3a JTOMOMOTOI PYK.
[To3HavyaeThCs IKOBTUM KOTHOPOM.

30ip 3a JOMOMOTOI0 IHCTPYMEHTIB — pecypc MOKHa J0O0yTH TIJIbKU 3a
JIOTIOMOTO10 MOTPIOHOTO 1HCTPYMEHTY. Taki pecypcH sK BeJluMKe KaMiHHS 1 JIepeBa,
BUI00YBAIOTHCA 3a JIOTIOMOTOK) KHPKH 1 COKHUPH BIATMOBITHO, MPU LOMY JEPEBO
TaKoXX MOKHa JOOyBaTH KHUPKOIO, a KaMiHb COKHPOIO, ajié y IIbOMY BHIIJIKy
e(eKTUBHICTh BUJIOOYTKY OyJie CHJIBHO HMXKYE, 1 PECypCiB 30epeThcs MEHIe (puc.

3.14). ITo3HayaeThCss TOMAaPAHYCBUM KOJTBOPOM.
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[Ipuknagu 300py pi3HUX pECypciB 3a JOMOMOIOI PI3HUX IHCTPYMEHTIB, 3
JEMOHCTpAIIi€r0 iX e()eKTUBHOCTI, HaBeAeHI Ha pucyHkax 3.15a, 3.150, 3.16a, 3.166

ta 3.17a, 3.170.

a — moOyBaHHs iepeBa; 0 — T0OyBaHHS KAMEHIO

Pucynxku 3.15 — IIpuknan 360py pecypciB 3a JOTTOMOTOI0 TPUMITUBHOI COKHPHU



a — 100yBaHHs JiepeBa; O — 10OyBaHHS KaMEHIO

Pucynku 3.16 — IIpuxman 360py 3a TOMOMOTOI0 KUPKH

a — moOyBaHHsI tepeBa; 0 — T0OyBaHHS KaMEHIO

Pucynku 3.17 — Ilpuxnan 360py 3a TOMOMOTOI0 COKHUPH

O0'exTH, K1 HE 30UPAIOTHCSA — 00’ €KTH, K1 HE MOXHA JOOyTH, HaJacTIIIe B
SAKOCTI TakWx OO’ €KTIB BHCTYNAIOTh PI3HOTO POy CTPYKTYpH, IO MOXHA

pPO3MIIIIyBaTH, ajie He MOkHa 310paTu. [lo3HaYaeThCS YEPBOHUM KOJILOPOM.
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3.2.10 Ba3a mauux

baza paHux peanizoBaHa y BUIJISAI PO3MIMICHUX B CIIEHI 00’€KTIB, WO
3HAXOAATHCS 11032 OCHOBHOO KapTO¥0, 3BIIKK Oye 3A1CHIOBATHCS TiA3aBaHTAKCHHS

00’eKTiB Ha OCHOBHY KapTy (puc. 3.18).

@ ItemDatabase
' Plane
W Knife
b W Axe
> 4 Axe 2
W Vetka
W Lianas
W Rope
W Treated stone Pick
W Treated stone Axe
W Campfire
W Workbench
W Kamene 2
b g Pick

VvV VVVVVVVVYVY

Pucynox 3.18 — Po3ramryBanus 6a3u JaHuX y CIEH1

ba3za maHux peanizoBaHa TaKMM YMHOM, OCKUIBKH y MPEAMETIB MOXKYTh OyTH
VHIKQJIbHI TOAI1, SIKI BIAPI3HAIOTHCS B 3aJICKHOCTI BiJI TIPEIMETa 1 MOXYTh MaTH
KiJIbKa Takux moAid. ToMy mpeaMeT MOBUHEH 3HAXOAUTKLCS Ha CIIEHI, /i€ BKe OyIyTh
30y70BaHl 1 HaJamITOBaHI BCl MOJii, B 1HIIOMY BHUIIQJKy JOBEAETHCS Iij] KOXXEH
MpeAMET TPOIMUCYBAaTH OKPEMHM CXOXHH CKpUIT, ajieé 3  YHIKAIbHUMH
BJIACTUBOCTSIMHU JIJII KOHKpPETHOTO TpeameTa. CucTemMa yHIKaIbHUX MOAIN CIPOIIye
1[ell MOMEHT 1 poOUTH HOTro OLIbII THYYKUM 1 HAJIAIITOBYEMHUM B CAMOMY pEAaKTOpi.

Tyt 30epiratoTbcsi BCl 1rpoBi 00’€kTH Ta Bcs i1Hopmals npo Hux. [Ipu
HEOOXIAHOCTI 3BIJICH 3AIMCHIOETHCS MiA3aBaHTAXEHHsS SK KOHKPETHOI 1H(opmarlii

po 00’€KT, TaK 1 caM 00 €KT.
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3.2.11 docBia

Y rpi Takoxk peaiizoBaHa CHUCTeMa PO3BHTKY, MO XOIy TPHU IPH Pi3HUX
B3a€EMOJISIX 3 IrPOBUM CBITOM, TpaBellb Oyne OTPUMYBATH JIOCBiA, SKHH MpH
HAKONMYEHHI TEBHOI KUIBKOCTI TMEpPEepOCTaE B HOBUH pIBEHb PO3BUTKY, SKUAN
BiTKpPUBA€ HOBI peLENTH IJsi CTBOpeHHs. JlOCBim MOKHA OTpHMATH 3a. BHI00YTOK
pecypciB, 30MpaNBLHHUIITBO, CTBOPCHHS Ta 3a BHUKOPWUCTAHHS TIEBHUX IPEIAMETIB.
KinpkicTs ofepKyBa€MOIro JOCBIJy PI3HHUTBCS B 3aJ€KHOCTI BiJ METOIYy WOro
orpuManHs. [I0TOYHY KITBKICTH JOCBIY Bi3yallbHO BIJOOpPaX)EHO Y SKOCTI YKOBTOL

CMYXKKH Ha ekpasi (puc. 3.19).

0

Pucynox 3.19 — BizyanbHe BijoOpa)keHHsI TOTOYHOTO JIOCBIY Ta PIBHS

3.2.12 3n0poB’s

[Tpu BUKOpHUCTaHHI TIEBHUX TPEIMETIB, BOHU MOXXYTh BIUTMBATH HA 30POB'S
NEPCOHaXKa, 3MEHIIYI0Ur a00 BITHOBIIOIOUM HOTo. SIKIIO 3HaYEHHS 370pOB'S BHAje
70 HYJIO, TepcoHaxk 3aruHe. [loTouyHe 370poB's Bi3yalbHO BIJOOPaXKEHO Y SKOCTI

4epBOHOI CMY)KKH Ha ekpaHi (puc. 3.20).
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Pucynok 3.20 — BizyanbHe Bi1oOpakeHHS TOTOYHOTO 3710POB’ 5

3.3 InTepdeiic

Ha nanomy erami po3poOku, B MPOEKTI iCHYe S5 BUJIB 1HTEepGENCy: TOJIOBHE
MEHIO, IrPOBE MEHIO, IHBEHTAp, MEHIO CTBOPEHHS Ta JIEPEBO PO3BUTKY.

VYupapmiaHs iHTepdeiicaMu 3M1HCHIOETHCS 3a JOTIOMOTOI0 IICHTa YIPaBIIHHS
(puc. 3.21), depe3 sKWii 1 BUKIUKAIOTHCA pI3HI 1HTepdencu. A TakoX B IEHTPI
VOpPABIIHHS ~ 3A1MCHIOETBCS TMPU3HAYEHHS BIJAMOBIAHUX KHOIOK, IO OyayTh
BUKJIMKATH I iHTEepdeicH.

[leHTp ympaBiiHHS TakoX € SOpPOM YCIX B3aEMO3B’A3KIB Yy Tpl, MIXK
iHTepdeiicaMu Ta IXHIMU OKPEMHUMH €JIEMEHTaMM, Yepe3 SKEe MPOXOIATh YCl IrpOBi

mouii.
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Pucynok 3.21 — LlenTp ynpaBmninHs iHTepdeiicamu

3.3.1 T'o;10BHE MEHIO

[Ipu crapTi rpu, Hac y TMepIIy 4Yepry 3ycTpidae TOJOBHE MEHIO, Yepe3 sKe
rpaBelb MoTparmisie 1o irpoBoro cBiTy (puc. 3.22). o6 po3novaru rpy, noTpioHO
HATHCHYTU Ha KHOMKY «['paTuy», micis 40oro 3amyCTHThCs O3HaioMuuii piBeHb. [lpu

HATUCKaHHI KHOMKHU «Buximy, rpa 3aBepIIuThCS.
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Movatu Mpy

Onuii

Pucynok 3.22 — CtapToBe MEHIO
3.3.2 IrpoBe MeHI0
IrpoBe MEHIO BUKIMKAETHCS TPU HATUCHEHHI Ha KHOMKY «ESC», a mpu

MOBTOPHOMY HAaTHCHEHHI MEHIO 3aKpuBaeThes (puc. 3.23). 3BiICH MOXKHA MEPEHTH 10

roJIOBHOTO MeHI0. [IoKkH IrpoBe MEHIO BIJIKPUTE YC1 IMPOBI IPOLIECH 3YMTUHSIFOTHCS.
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B36epertn

Pucynok 3.23 — MeHnto rpu

3.3.3 IuBenTap

[HBeHTap BUKIMKAETHCS MPU HaTUCHEHHI KHOmkHM «l». Cxmamaetscsa 3 24
KOMIPOK, KOXHa 3 SIKMX MICTUTh B COO0l1: 300pa’K€HHS, MO3HAYEHHs KIJIbKOCTI Ta
CMYKKYy MinHocTi. Ilpukmnan Bi3yaJlbHOro 300pakKeHHs 1HBEHTApI0 HABEACHO Ha

pucyHky 3.24.
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<

Pucynox 3.24 — IuBentap

3.3.4 MeHI0 CTBOPECHHS

MeHI0 CTBOPEHHS BUKJIMKAETHCS NIPU HaTHCHEHH1 KHOMKU «Oy». CKIagaeTbes
3 TPhOX OCHOBHHMX OJIOKIB: CITUCKY PEIIETTIB, MOAATKOBOI iH(opMaIlii, Ta CIIHCKOM
HEOOXITHUX JJIsi CTBOpPEeHHS pecypciB. Ha pucynky 3.25 300paxeHo MpUKIIA] MEHIO

CTBOPCHHA.
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% Moryaka MorTy3ka

\ 06pobnenni Kamins|

—\ 06po6nenmit Kamine

Pucynox 3.25 — MeHto cTBOpeHHs
3.3.5 JlepeB0 pO3BUTKY
JlepeBO pPO3BUTKY BUKIWKAETHCS TPH HATHCHEHHI KHOMKU «Px». [lepeBo

PO3BUTKY PO3JIIJICHO IO PiBHAM JIOCTyIy. Ha mouaTky rpu Bci penentu 3a0J0K0BaHi,

Ta BIJAKPUBAIOTKLCS 10 Mipi 3pOCTaHHS PiBHs nepcoHaxy (puc 3.26a, 3.260).

a 0
a — 9aCTKOBO 3a0JI0KOBaHe; O — po30JI0KOBaHE

Pucynox 3.26 — JlepeBo po3BUTKY



54

3.4 BizyaabHa yacTuHA

VYci irpoBi 00’€kTH OyiM CTBOPEHI CaMOCTIHHO, CHEIialbHO [JISl IHOTO
mpoekTy. [Ipoext HapaxoBye 12 yrikameHux 3D mopmeneit, a Takox 16 yHIKaIbHUX
300pakeHb.

[Mpuknan irpoBoi rpadiku 300paxkeHo Ha pUCYHKY 3.27.

O A4 6

o O

Pucynox 3.27 — IrpoBa rpacdika

3.5 BucHoBku 3a po3aiiiom 3

B mporeci pobotu Ham mpoekToM Oyi0 po3poOJIEHO OCHOBHI MEXaHIKU
B3a€MO/Iii 3 IFPOBUM CBITOM, a TAKOK CUCTEMY PO3BUTKY MEPCOHAXKY.

[IpoekT BKitOUae B cede 6e31114 po3poO0IECHUX METOIB, 1110 Oy PO3TISHYTI y
IIbOMY O3/, 3aBISIKA SKUM 3IIMCHIOETHCS B3AEMOJIISI MK ITPOBUMH €JIEMEHTAMHU

Ta 00’ €KTaMHU.
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Takoxx Oyna CTBOpeHa IEeBHA KUIBKICTh HEOOXIIHMX ITPOBUX MOJeEjel Ta

1KOHOK. A TaKOX 5 pi3HHUX 1HTEp(]EiciB, KOKEH 3 IKUX BUKOHYE CBOIO POJIb.
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4 TECTYBAHHA

4.1 BuMoru 10 TeXHiYHUX Ta NPOrpaMHMX 3ac00iB

MiHiMaIbHI CHCTEMHI BUMOTH:
omnepartiiina cucrema (OC): Windows XP/Vista/7/8/10;
- npouecop: Intel Dual Core 2.0 GHz / AMD Athlon X2 5200+ 2.6 GHz;

- omepaTuBHa nam’Athb: 1 I'0;
- Bimeonam’aTh: 512 MO;
- MicIe Ha )XOpCcTKoMy JucKy: 130 M6;

- DirectX 9.0 u Buiie.

4.2 TlocioHuK KopHCcTyBaya

Hns  3amycky rtpu  «Bigpomxenns: [loyatok» HEoOXigHO 3allyCTHUTH

BUKOHaBuMii (aitn «Bigpokenns. [loyaTok.exe». Ha pucynky 4.1 300paxeHo BIKHO

3aIyCKy, Y AKOMY KOPUCTYyBad MOK€E HACTPOITH apaMeTpH 3alyCKy I'pU.

Bospoxaenne. Hauano Configuration X

Graphics  Input
Screen resolution 1280 x 1024 v [CJ windowed

Graphics quality Fantastic V.

Select monitor Display 1 v

Play! Quit

Pucynok 4.1 — BikHo 3amycky rpu
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[Ticns BuOOpY ONTUMAIBHHUX IapaMeTpi, HEOOXITHO HATUCHYTH KHOIIKY
«Play!», micst 9oro 3amycTiThCs Tpa.

[licnst 3amycky rpu, B TOJOBHOMY MEHIO MOTPIOHO HATHCHYTHM KHOIKY
«I'patu», micas 40ro pO3MOYHETHCS Tpa.

Komnu rpasens motparmise 10 irpoBOro CBiTy, MpH co0l BiH HEMAa€ HIYOTO, a
Horo piBeHb PO3BUTKY JOPIBHIOE HYJI0. KepyBaHHs irpoBUM aBaTapoM 3A1HCHIOETHCA
3a pomomororo kiaBim «W», «Ax», «S», «Dy, po3ramoBaHuxX Ha JiBii YacTHUHI
KJIaB1aTypH, a KEPyBaHHsI IrPOBOI0 KaMEPOIO 32 JOTIOMOTOI0 MEPEMIIICHHS MHUIIII.

3 IbOrO MOMEHTY IIOYMHAETHCS BIDKUBaHHA. /{7151 moyaTKy rpaBIto HEOOX1IHO
MIJBUIIUTHA pIBEHb MEPCOHAXY, 000 BIAKPUTU MeEpLIl PEUENTH CTBOPEHHS
MPUMITUBHUX 1HCTPYMEHTIB, JJIA IOTO HEOOXITHO 3HAXOJIUTH Ta 30MpaTH HEBEIUKI
pecypcu 110 po3TalloBaHl Ha KapTi, Takl sSK: Maje KaMiHHSA Ta aepeB’sHi ruiku. 1106
310patu pecypc HEOOXITHO MiAIATH O HHOTO, HABECTH LICHTP €KpaHy TaKUM UYHMHOM,
o0 Kpamka y LEHTpl €KpaHy 3HaxXOAWiacs Ha MPEIAMETi, MICJIs 4Oro HaTUCHYTU
KHONIKY «F». VYci 310pani pecypcu OyayTh BimoOpakaThcs y IHBEHTapi, SKHMA
BIIKPUBAETHCS IPU HATUCHEHHI HA KHOMKY «D».

Konu rpaBens Ha3Oupae HEOOXITHY KUIBKICTh PECYpPCIB JJIA TMiABUIICHHS
P1BHSI, HOMY BIJKPHIOTHCS MEPILI PELIENTH, SIKI B11I0OPa3sAThCSA y I€PEBI PO3BUTKY, SIKE
BIIKPUBAETHCSI IPU HATHCHEHHI Ha KHOMKY «P». A Takox peuentu 3 sSBISTbCS B
MEHIO CTBOPEHHS, IO BIAKPUBAETHCA IMpPU HATHCHEHHI Ha KHOMNKY «O». PiBeHb
TPaBIls TAaKOX BiIOOPa)KEHO y HIDKHIN YaCTHHI €KpaHy, Y BUTJISI dKOBTOI CMYKKH,
o BigoOpa)ae MOTOYHY KUTBKICTh JOCBIAY, a TAaKOXK IU(PPOBE BiIOOPAKEHHS PIBHS
MEPCOHAKY.

[Ticns Toro, sk Oyno po30JOKOBAHO TEpIl PEIEenTH, TpaBelb MOBUHEH
BIJIKDUTU MEHIO CTBOPEHHS, Y IKOMY BUOPATH pELENT NPUMITUBHOTO IHCTPYMEHTY Ta
CTBOPUTH MOTO, JUIsl LIbOTO MOTPIOHO MaTH mpu coO1 HEOOXiAHI pecypcH, sIKI BiKe
30Upaucs paHiiie.

Konu nepmwmii npuMITUBHUNA 1HCTPYMEHT OyJIO CTBOPEHO, T'paBellb OTPUMYE
MOXJIUBICTh JOOyBaTH 1HIIN BHIM pECypciB, M0 A0 IIbOTO MOMEHTY OyJjo

HemoxumBo. 1Ilo0 BuKOpucTaTH CTBOpPEHUM IHCTPYMEHT, MOTPIOHO MEperTH 10
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1HBEHTap1o, Je OyJie 30epiraTucs IHCTPYMEHT 1 HATUCHYTH Ha HbOTO JIIBOIO KJIaBIIIEHO
MUII, MCJIS YOro I1HCTPYMEHT BiMOOpa3WThCA y pyKax IMepcoHaxy. 30ip 3a
JIOTIOMOT'OI0 1HCTPYMEHTA 3/I1MCHIOETHCS MIPU HABEJEHHI Ha MEBHIN TUI pecypcy, Ta
HATUCKaHHI JiBOi KiaBimi muir. Tumu pecypci, 1o 30HparoThCs 3a JIOMOMOTOIO
IHCTPYMEHTIB: IepEBa, BEJIMKE KaMiHHSI, JIaHH.

Sk TinbKM HEOOXiTHA KUIBKICTh PECYpCIB, JJIS MiABUIIECHHS HACTYITHOTO
piBHs, Oyna 3i0paHa, TpaBlLEBlI BIAKPUBAETbCS HOBHM PELENT, IO SBJISE COOOIO
BEpCTaK, KU HEOOXITHUM JIJIs1 CTBOPEHHSI OUIBIIN CKJIaJHUX peUeH.

[ToTpiOHO mepelTH 10 MEHI0 CTBOPEHHs, BUOpAaTH pELENT BEpCTaky, Ta
ctBopuTH Horo. Ilicias 4oro moTpiOHO PO3MICTUTH II0 CTPYKTYpPY Ha KapTi, i
I[LOTO MOTPIOHO MEpPEeNTH 10 IHBEHTAPIO 1 HATUCHYTH HA BEPCTaK JIBOIO KJIABIIICIO
muiii. Bepctak Oyje po3TanioBaHo niepe rpaBleM.

[Ticnst po3MilIeHHsI BepCTaKka Ha KapTi, HOTPIOHO iM CKOPUCTATUCS, ISl IBOTO
HABOJAMMOCS Ha BEpPCTaK 1 HATUCKAEMO Ha KHOMKY B3aemojii («F»), micis doro
BIJIKDHETHCSI MEHIO CTBOPEHHSI, sIK€ OyJle MICTUTH B cOO1 HOBI peLENTH, HEJOCTYITHI
0e3 BepcTaKy.

CTBOprOEMO HOBi, OUIBII Kpaiii, I1HCTpyMEHTU. Jlias 1mbporo mOTPiOHO
MIArOTYBaTH HEOOX1JHI KOMIIOHEHTH, a CaMe:

- MOTY3Ky — sIKa CTBOPIOEThCS TpPH OOpOOIl JaH HOXKEM, pEeIenT
NOCTYITHUM B BEPCTAKY;

- KaM’siHy OCHOBY IS 1HCTPYMEHTY — SIKa CTBOPIOETBHCS TIPH 0OpOOIT
KaMEHIO B BEPCTAaKYy, € JIBa pelenTa OCHOBU: U KUPKU Ta COKHPHU;

- TaKOoX HaM 3HaJ0OUTHCS OJIHE IEPEBO.

SIx TinbKM Bce HEOOX1JHI KOMIOHEHTH OyAyTh y HAsBHOCTI, BUTOTOBJISIEMO
KaM’siH1 IHCTPYMEHTH, SIK1 € OUIbII MILIHUMH, Ta €(PEKTUBHUMH.

Sk TUIBKM BCl pecypcu Ha KapTi OyayTh 310paHi, 3HAHOMCTBO 3 MEXaHIKaMU

rpu Oyze 3aBepIIeHO.
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4.3 BucHoBKH 3a po3aijiom 4

[Ipu po6OTI HaJ YeTBEPTUM PO3/1JIOM Oy10 BUBEACHO MiHIMaJIbHI BUMOTH J10
TEXHIYHOTO Ta MPOTPaMHOTO 3a0€3MEUCHHS.

A TakoX CKJIaJICHO KEPIBHHUIITBO KOPUCTYBay4a, [0 OMHUCY€E MPHUHITUI pOOOTH
TP Ta TIOCTAlHO IIPOBOJUTH KOPHCTYBaua BiJI IIOYAaTKy KOPUCTYBaHHS 1O

3aBEepUICHHS 3HAlIOMCTBA 3 OCHOBHUMHU MEXaHIKaMH I'PH Ta 03HAHOMYUM PiBHEM.
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BUCHOBKHA

[1ix gac po3poOKU MPOTOTUITY KOMIT I0TEpHOI Ipu B cepepouil «Unity3Dy»
OyJ10 mpoaHaTi30BaHO BIIMOBIIHY MPEIMETHY 00JacTh Ta MPUHIUIMN il poOOTH, a
TaKO0X PO3IIIIHYTO ICHYIOU1 aHAJIOTH.

Jliis peamizariii mpoekTy Oyia0 o0paHo cepemoBuile po3pooku Unity, a y
akocTi MoBH TmporpamyBaHHs C#. Po3poOka 3mificHIOETBCS Ui TIaTGopmu
NEPCOHATILHUX KOMIT IOTEPIB.

CtBOpeHUN TPOEKT BIAMNOBIAAE METI poOOTH Ta BCIM BUMOTaM, IO OyiH
npej’ iBJICH1 10 MPoeKTy. JlaHUW MPOAYKT € YHIKQIbHUM, TOMY IO BCl CUCTEMH, SIKI
MICTUTb MIPOEKT, Oy peanizoBaHi 0€3 BUKOPUCTAHHS TOTOBUX PIllICHb.

s mpoTtotumy Oyio cTBopeHO 12 yHikampHUX Mojeneld, 16 300paxkeHs, 5
iHTepdeiiciB Ta 6e3114 METO/IIB pOOOTH MPOTPaMHu.

[ToBHUI KOJ TPOEKTY HABEJIEHO Y AOJATKY A.

3a TeMoro poboTH € 1 HaykoBa myOJIiKallisl, a came Te€3H JOMOBil Ha HAYKOBO-
npakTuyHi KoHbepeHiii «Twknens Hayku», ska HHUCTaHIIIHO MpoBOIUIIACS Y
HarionansHomy YHiBepcuteTi «3amopizbka [TomitexHika» y kBitHi 2021 poky [3].

[1nan MaitlOyTHBOTO PO3BUTKY:

- PO3UIMPEHHS ICHYIOUUX MEXaHIK, Ta I0JaBaHHSI HOBUX;

- 1HMBIAyali3allisi MPOEKTY, NMUISIXOM JI0JJaBaHHSI OCHOBHOI OCOOJIMBOCTI
I'pH, 10 OyJie BUAUIATH IPOAYKT Ha (OHI 1HIIHUX;

- BIPOBAKECHHS CIOXKETY;

- 3aMiHa BCIX IFPOBUX MOJEJIEH Ta 300pa’keHb Ha BUCOKOSKICHI;

- JI0JlaBaHHS HOBUX YHIKQJbHUX PIBHIB 31 CBOIMH OCOOJIMBOCTSAMHU.
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Control.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Control : MonoBehaviour
{
public float moveSpeed = 10f;
/Ipublic float turnSpeed = 52f;

void Start()
{

}
void Update()

if (Input.GetKey(KeyCode.W))
transform. Translate(\VVector3.forward * moveSpeed * Time.deltaTime);
if (Input.GetKey(KeyCode.S))
transform. Translate(\VVector3.back * moveSpeed * Time.deltaTime);
if (Input.GetKey(KeyCode.A))
transform. Translate(Vector3.left * moveSpeed * Time.deltaTime);
if (Input.GetKey(KeyCode.D))
transform. Translate(Vector3.right * moveSpeed * Time.deltaTime);
}

}
Craft.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Craft : MonoBehaviour
{

[HidelnInspector]

public Item currentltem;

GameObiject inventoryObj;
Inventory inventory;
Craftltem craft;

void Start()

{
inventoryObj = GameObject.FindGameObjectWithTag("Global_Interface");
inventory = inventoryObj.GetComponent<Inventory>();
craft = inventory.craft. GetComponent<Craftltem>();

}

public void Newlteam()
{
inventory.Addltem(currentltem);
for (int i = 0; i < craft.craftManager.transform.childCount; i++)
{
if
(craft.craftManager.transform.GetChild(i).GetComponent<CraftltemDatabase>().craftitem.gameObject. GetComponent
<ltem>() == currentltem)

{
Debug.Log("1");



CraftltemDatabase craftitemDatabase =
craft.craftManager.transform.GetChild(i). GetComponent<CraftitemDatabase>();
for (int j = 0; j < inventory.cellContainer.transform.childCount; j++)

if (craftitemDatabase.resourcel != null)

Debug.Log(""2");
if (inventory.item[j].id == craftltemDatabase.resourcel.gameObject.GetComponent<Iitem>().id)

Debug.Log("3");
if (inventory.item[j].hP)

Debug.Log("munyc XII nuacTpymenTa");
inventory.item[j].hPltem--;

else
{
Debug.Log("mMunyc pecypc");
inventory.item[j].countltem -= craftlitemDatabase.numberltems1;
}
}
}

if (craftitemDatabase.resource2 != null)

{

if (inventory.item[j].id == craftltemDatabase.resource2.gameObject.GetComponent<Item>().id)
if (inventory.item[j].hP)

Debug.Log("munyc XII nactpymenTa");
inventory.item[j].hPIltem--;

}

else

{
Debug.Log("munyc pecypc');
if (inventory.item[j].countltem > craftitemDatabase.numberltems2)

inventory.item[j].countltem -= craftltemDatabase.numberltems2;

else

{
inventory.item[j] = new Item();
inventory.Displayltems();

}

}
}
}

if (craftitemDatabase.resource3 != null)

{

if (inventory.item[j].id == craftltemDatabase.resource3.gameObject. GetComponent<item>().id)
if (inventory.item[j].hP)
{

Debug.Log("munyc XII nactpymenTa");
inventory.item[j].hPltem--;

else

{
Debug.Log("munyc pecypc™);
if (inventory.item[j].countltem > craftitemDatabase.numberltems3)

inventory.item[j].countltem -= craftltemDatabase.numberltems3;
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else

inventory.item[j] = new Item();
inventory.Displayltems();

}
}
¥

}

if (craftitemDatabase.resource4 != null)

{

if (inventory.item[j].id == craftitemDatabase.resource4.gameObject. GetComponent<ltem>().id)
if (inventory.item[j].hP)

Debug.Log("munyc XII nactpymenta");
inventory.item[j].hPltem--;

else
{
Debug.Log("munyc pecypc');
if (inventory.item[j].countltem > craftitemDatabase.numberltems4)

{

inventory.item[j].countltem -= craftltemDatabase.numberltems4;

else

{
inventory.item[j] = new Item();
inventory.Displayltems();

}
}
¥

if (craftitemDatabase.resource5 != null)

{

if (inventory.item[j].id == craftltemDatabase.resource5.gameObject. GetComponent<ltem>().id)

if (inventory.item[j].hP)

{
Debug.Log("munyc XII nacTpy™MeHTa");
inventory.item[j].hPIltem--;

}

else
{
Debug.Log("munyc pecypc');
if (inventory.item[j].countltem > craftitemDatabase.numberltems5)

inventory.item[j].countltem -= craftltemDatabase.numberltems>5;

else

{
inventory.item[j] = new Item();
inventory.Displayltems();

¥
¥
¥
¥

if (craftitemDatabase.resource6 != null)

{

if (inventory.item[j].id == craftltemDatabase.resource6.gameObject. GetComponent<ltem>().id)

if (inventory.item[j].hP)
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Debug.Log("munyc XII nunctpymenra");
inventory.item[j].hPltem--;

else

{
Debug.Log("mMunyc pecypc");

if (inventory.item[j].countltem > craftitemDatabase.numberltems6)

inventory.item[j].countltem -= craftltemDatabase.numberltems6;

else

{

inventory.item[j] = new Item();
inventory.Displayltems();

Craftltem.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,;

public class Craftltem : MonoBehaviour

{

public GameObject xP;

public GameObject craftManager;
public GameObject tooltipPanel;
public GameObject resourcesGroup;
public GameObject buttonCraft;

/I Start is called before the first frame update
void Start()

{

¥

for (inti=0;i<4;i++)
{
craftManager.transform.GetChild(i).gameObject.SetActive(false);

}
for (inti=0;i<3;i++)

tooltipPanel.transform.GetChild(i).gameObject.SetActive(false);
}

for (inti=0;i<6;i++)
{

resourcesGroup.transform.GetChild(i).gameObject.SetActive(false);

}

/I Update is called once per frame
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void Update()

Text txt = xP.GetComponent<Text>();
int level = int.Parse(txt.text);

if (level > 0)
{
for (inti=0;i<3;i++)
{
craftManager.transform.GetChild(i).gameObject.SetActive(true);
}
}
if (level > 1)
{
craftManager.transform.GetChild(3).gameObject.SetActive(true);
}

}
}

CraftltemDatabase.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.EventSystems;

public class CraftitemDatabase : MonoBehaviour, IPointerClickHandler
{

public GameObiject craft;

public GameObiject craftltem;

[Header("Resources for crafting")]

/Ipublic bool isCrafting; //umeer mu peamer perent kpadra
/lypoBensb foctyma perernTa

public bool workbench_Ivl1;//mecto kpadra
/[HcTpymeHT

public GameObject resourcel;

public int numberltems1;

public GameObject resource?;

public int numberltems?2;

public GameObject resource3;

public int numberltems3;

public GameObject resource4;

public int numberltems4;

public GameObject resource5;

public int numberltems5;

public GameObject resource6;

public int numberltems6;

GameObiject inventoryObj;
Inventory inventory;

void Start()

{
inventoryObj = GameObject.FindGameObjectWithTag("Global_Interface");

inventory = inventoryObj.GetComponent<Inventory>();

}

public void OnPointerClick(PointerEventData eventData)

{
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if (eventData.button == PointerEventData.InputButton.Left)
{

craft.GetComponent<Craftltem>().buttonCraft.gameObject. GetComponent<Button>().interactable = true;

for (inti=0;i<3;i++)

{
¥

Image icon = craft. GetComponent<Craftltem>().tooltipPanel.transform.GetChild(0).GetComponent<Image>();

icon.sprite = craftitem.GetComponent<Item>().icon;

Text nameltem =
craft. GetComponent<Craftitem>().tooltipPanel.transform.GetChild(1). GetComponent<Text>();

nameltem.text = craftitem.GetComponent<ltem>().nameltem;

Text descriptionltem =
craft.GetComponent<Craftltem>().tooltipPanel.transform.GetChild(2).GetComponent<Text>();

descriptionltem.text = craftltem.GetComponent<Item>().descriptionltem;

craft.GetComponent<Craftltem>().tooltipPanel.transform.GetChild(i).gameObject.SetActive(true);

for (inti=0;i<6;i++)

craft. GetComponent<Craftltem>().resourcesGroup.transform.GetChild(i).gameObject.SetActive(false);

¥

if (resourcel = null)
{
Transform resource = craft. GetComponent<Craftltem>().resourcesGroup.transform.GetChild(0);
resource.gameObject.SetActive(true);
Text nameResource = resource.GetChild(0).GetComponent<Text>();
nameResource.text = resourcel.GetComponent<ltem>().nameltem + : " + numberltems1;
Text availableResources = resource.GetChild(1).GetComponent<Text>();
for (inti = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resourcel.gameObject.GetComponent<ltem>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
¥ . .
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + ™ pecypcos");
if (countltem < numberltemsl)

{
craft. GetComponent<Craftltem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;
}
}
if (resource2 = null)
{

Transform resource = craft.GetComponent<Craftltem>().resourcesGroup.transform.GetChild(1);
resource.gameObject.SetActive(true);

Text nameResource = resource.GetChild(0).GetComponent<Text>();

nameResource.text = resource2.GetComponent<ltem>().nameltem + ": " + numberltems2;

Text availableResources = resource.GetChild(1).GetComponent<Text>();

for (int i = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resource2.gameObject.GetComponent<ltem>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
¥ . _
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + " pecypcos");
if (countltem < numberltems2)

craft. GetComponent<Craftltem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;
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}
}
if (resource3 = null)
{
Transform resource = craft. GetComponent<Craftltem>().resourcesGroup.transform.GetChild(2);
resource.gameObject.SetActive(true);
Text nameResource = resource.GetChild(0).GetComponent<Text>();
nameResource.text = resource3.GetComponent<ltem>().nameltem + "; " + numberltems3;
Text availableResources = resource.GetChild(1).GetComponent<Text>();
for (inti = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resource3.gameObject.GetComponent<ltem>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
} . _
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + " pecypcos");
if (countltem < numberltems3)

craft. GetComponent<Craftitem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;

}
}
if (resource4 = null)
{
Transform resource = craft. GetComponent<Craftitem>().resourcesGroup.transform.GetChild(3);
resource.gameObject.SetActive(true);
Text nameResource = resource.GetChild(0).GetComponent<Text>();
nameResource.text = resource4.GetComponent<ltem>().nameltem + *: " + numberltems4;
Text availableResources = resource.GetChild(1).GetComponent<Text>();
for (inti = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resource4.gameObject. GetComponent<ltem>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
¥ _ _
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + ™ pecypcos");
if (countltem < numberltems4)

{
craft. GetComponent<Craftltem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;
}
}
if (resource5 = null)
{

Transform resource = craft. GetComponent<Craftltem>().resourcesGroup.transform.GetChild(4);
resource.gameObject.SetActive(true);

Text nameResource = resource.GetChild(0).GetComponent<Text>();

nameResource.text = resource5.GetComponent<ltem>().nameltem + ": " + numberltems5;

Text availableResources = resource.GetChild(1).GetComponent<Text>();

for (int i = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resource5.gameObject. GetComponent<ltem>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
¥ . _
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + " pecypcos");
if (countltem < numberltems5)

{
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craft. GetComponent<Craftitem>().buttonCraft.gameObject.GetComponent<Button>().interactable = false;

}
}
if (resource6 = null)
{
Transform resource = craft. GetComponent<Craftltem>().resourcesGroup.transform.GetChild(5);
resource.gameObject.SetActive(true);
Text nameResource = resource.GetChild(0).GetComponent<Text>();
nameResource.text = resource6.GetComponent<ltem>().nameltem + ": " + numberltems6;
Text availableResources = resource.GetChild(1).GetComponent<Text>();
for (inti = 0; i < inventory.cellContainer.transform.childCount; i++)

{

if (inventory.item[i].id == resource6.gameObject.GetComponent<item>().id)

availableResources.text = inventory.item[i].countltem.ToString();
}
3 . _
int countltem = int.Parse(availableResources.text);

//Debug.Log(countltem + ™ pecypcos”);
if (countltem < numberltems6)

craft. GetComponent<Craftitem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;

¥
¥

craft. GetComponent<Craftitem>().buttonCraft. GetComponent<Craft>().currentltem =
craftltem.GetComponent<ltem>();

}
}
}

Currentltem.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

public class Currentltem : MonoBehaviour, IPointerClickHandler, IDropHandler
{

[HidelnInspector]

public int index;

GameObiject inventoryObj;
Inventory inventory;

/I Start is called before the first frame update

void Start()

{
inventoryObj = GameObject.FindGameObjectWithTag("Global_Interface™);
inventory = inventoryObj.GetComponent<inventory>();

}

public void OnPointerClick(PointerEventData eventData)

{
if (eventData.button == PointerEventData.InputButton. Left)
{

if (inventory.item[index].customEvent != null)

if (inventory.item[index].hP) //inventory.item[index].customEvent.Equals(inventory.flashManager)



/IDebug.Log("HUucTpymeHT nemenxk’);
inventory.item[index].customEvent.Invoke();
inventory.activeltem = index;

}

else

{

inventory.item[index].customEvent.Invoke();

}
¥

if (inventory.item[index].isRemovable)

Remove();

}

if (inventory.item[index].structure) //[Jo6aBnerue o6ekra B cuieHy (K kamepe)

GameObiject structureObj = Instantiate(inventory.item[index].structureObject); //co3nanue o6ekTa B cLieHe

71

structureObj.transform.position = Camera.main.transform.position + (Camera.main.transform.forward * 5.0f);

/] pa3melnienne 00eKTa Ha PACTOSHHUM TEPE KaMepoi
Remove();

if (eventData.button == PointerEventData.InputButton.Right)
{

if (inventory.item[index].isDroped)

Drop();
Remove();
}
}
}

public void Remove()

{

if (inventory.item[index].id !=0)

if (inventory.item[index].countltem > 1)

{
inventory.item[index].countltem--;

}

else

{
inventory.flashManager.GetComponent<SwitchFlash>().primitiveAxe.SetActive(false);
inventory.flashManager.GetComponent<SwitchFlash>().pick.SetActive(false);
inventory.flashManager.GetComponent<SwitchFlash>().axe.SetActive(false);
inventory.flashManager.GetComponent<SwitchFlash>().knife.SetActive(false);
inventory.item[index] = new Item();

}

inventory.Displayltems();

}
}

public void Drop()
{

if (inventory.item[index].id !=0)

for (int i = 0; i < inventory.database.transform.childCount; i++)

{

Item item = inventory.database.transform.GetChild(i). GetComponent<ltem>();
if (item)
{
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if (inventory.item[index].id == item.id)

GameObject dropedObj = Instantiate(item.gameObject);
dropedObj.transform.position = Camera.main.transform.position + Camera.main.transform.forward;
if(inventory.item[index].hP)

dropedObj.GetComponent<ltem>().hPltem = inventory.item[index].hPltem;

public void OnDrop(PointerEventData eventData)
{
GameObiject dragedObject = Drag.dragedObject;
if(dragedObject == null)

return;

}

Currentltem currentdragetltem = dragedObject.GetComponent<Currentltem>();

if (currentdragetltem)

{
Item currentltem = inventory.item[GetComponent<Currentltem>().index];
inventory.item[GetComponent<Currentltem>().index] = inventory.item[currentdragetltem.index];
inventory.item[currentdragetitem.index] = currentltem;
inventory.Displayltems();

}

}
}

Death.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

using System.l0;

using System.Runtime.Serialization.Formatters.Binary;

public class Death : MonoBehaviour

{
public GameObject buttonLoad;

public GameObject player;
public GameObject globalinterface;

[System.Serializable]
public class Position

public float x;
public float y;
public float z;

}

void Start()

buttonLoad.SetActive(false);
}



void Update()
{

if (File.Exists(Application.dataPath + "/saves/saveTest.al"))

{
buttonLoad.SetActive(true);

}
}

public void ExitMenu()

{
Application.LoadLevel(0);

¥
¥

DestroyMassages.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class DestroyMassages : MonoBehaviour

{

public float time = 1;

/' Update is called once per frame
void Update()

{
Destroy(gameObject, time);

}

Drag.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Ul;

public class Drag : MonoBehaviour, IBeginDragHandler, IDragHandler, IEndDragHandler
{
public static GameObject dragedObject;

Inventory inventory;

/I Start is called before the first frame update
void Start()

{
¥

/I Update is called once per frame
void Update()

inventory = GameObject.FindGameObjectWithTag("Global_Interface™).GetComponent<inventory>();

}

public void OnBeginDrag(PointerEventData eventData)

dragedObject = gameObject;
inventory.dragPrefab.SetActive(true);
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inventory.dragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = false;
if(dragedObject.GetComponent<Currentltem>())

int index = dragedObject.GetComponent<Currentltem>().index;
inventory.dragPrefab.GetComponent<image>().sprite = inventory.item[index].icon;
if(inventory.item[index].countltem > 1)

inventory.dragPrefab.transform.GetChild(0).GetComponent<Text>().text =
inventory.item[index].countltem.ToString();

else
{

inventory.dragPrefab.transform.GetChild(0).GetComponent<Text>().text = null;
}

if(inventory.dragPrefab.GetComponent<Image>().sprite == null)

dragedObiject = null;
inventory.dragPrefab.SetActive(false);

¥

inventory.flashManager.GetComponent<SwitchFlash>().primitive Axe.SetActive(false);
inventory.flashManager.GetComponent<SwitchFlash>().pick.SetActive(false);
inventory.flashManager.GetComponent<SwitchFlash>().axe.SetActive(false);
inventory.flashManager. GetComponent<SwitchFlash>().knife.SetActive(false);

}
public void OnDrag(PointerEventData eventData)
{
inventory.dragPrefab.transform.position = Input.mousePosition;
}

public void OnEndDrag(PointerEventData eventData)
if("EventSystem.current.IsPointerOverGameObject())

dragedObject.GetComponent<Currentltem>().Drop();
dragedObject.GetComponent<Currentltem>().Remove();

}

dragedObiject = null;
inventory.dragPrefab.SetActive(false);
inventory.dragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = true;
}
}

Experience.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Experience : MonoBehaviour
void Update()
¢ if (GetComponent<Slider>().value == GetComponent<Slider>().maxValue)
Transform level = transform.GetChild(2);

Text txt = level.GetComponent<Text>();
int i = int.Parse(txt.text);



i++;
txt.text = i.ToString();
GetComponent<Slider>().value = 0;
GetComponent<Slider>().maxValue *= 2;
}
}

public void AddExperience(int value)
{
GetComponent<Slider>().value += value;
}
}

Extraction.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Extraction : MonoBehaviour
{

public int hP_Obj;

public int xP_Obyj;

public GameObject resource;

[Header("Mining Method")]
public bool pick;

public double pick_X;
public bool axe;

public double axe_X;
public bool knife;

public double knife_X;
public bool hand;

public double hand_X;

}
Helthbar.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Helthbar : MonoBehaviour

{
public void AddHealth(int value)

{

¥
¥

GetComponent<Slider>().value += value;

Instrument.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,;

public class Instrument : MonoBehaviour

{
public GameObiject interfaceObyj;
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public GameObject experience;
public KeyCode keyCode;

public int speed;
public double multiplier;

[Header("Type of instrument")]
public bool pick;

public bool axe;

public bool knife;

[Header("Bonus™)]
public int percent;

Inventory inventory;
intl=0;

/I Start is called before the first frame update
void Start()

{

inventory = interfaceObj.GetComponent<Inventory>();

}

/' Update is called once per frame
void Update()

if (Input.GetKeyDown(keyCode))
{

if (inventory.cellContainer.activeSelf == false && inventory.craft.activeSelf == false &&
inventory.level.activeSelf == false)

{

Ray ray = Camera.main.ScreenPointToRay(new Vector2(Screen.width / 2, Screen.height / 2));
RaycastHit hit;

if (Physics.Raycast(ray, out hit, 2f))

{

if (hit.collider.GetComponent<Extraction>())

{

Extraction extraction = hit.collider.GetComponent<Extraction>();
Item currentltem = hit.collider.GetComponent<Extraction>().resource.GetComponent<ltem>();
if (speed < 2)

if (1 == 0)
{

I++;
else if (1 ==1)
{

Typelnstrument(extraction, currentltem);
-

}
¥
else if (speed > 2)

Typelnstrument(extraction, currentltem);
Typelnstrument(extraction, currentltem);

}
else if (speed == 2)

Typelnstrument(extraction, currentltem);



//Bonus(extraction, currentltem);
//Damage(extraction);

}
}

void Typelnstrument(Extraction extraction, Item currentltem)

if (pick == true && extraction.pick == true)
{
for (inti=0; i < (extraction.pick_X * multiplier); i++)
{
inventory.Massage(currentltem);
inventory.Addltem(currentlitem);
}
Bonus(extraction, currentltem);
Damage(extraction);

}
if (axe == true && extraction.axe == true)

for (inti=0; i < (extraction.axe_X * multiplier); i++)
{
inventory.Massage(currentltem);
inventory.AddItem(currentltem);
}
Bonus(extraction, currentltem);
Damage(extraction);

}
if (knife == true && extraction.knife == true)

for (inti=0; i < (extraction.knife_X * multiplier); i++)

{
inventory.Massage(currentltem);
inventory.Addltem(currentltem);

}

Bonus(extraction, currentltem);

Damage(extraction);

}
}

void Bonus(Extraction extraction, Item currentltem)

{
//TlonyunTh ciy4aiiHoe yucio (B nuana3one ot A o B)
int value = Random.Range(0, 100);

if (value <= percent)
{
inventory.Massage(currentltem);
inventory.Addltem(currentltem);
}
}

void Damage(Extraction extraction)

{
inventory.DamadeHPItem();
extraction.hP_Obj = extraction.hP_ODbj - speed,;
if (extraction.hP_Obj <= 0)



{

experience.GetComponent<Slider>().value += extraction.xP_Obj;
Destroy(extraction.gameObject);

}
}
}

Inventory.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Inventory : MonoBehaviour
{

[HidelnInspector]

public List<Item> item;

public GameObject database;

public GameObiject cellContainer;
public KeyCode showlnventory;
public KeyCode craftinventory;
public KeyCode levellnventory;
public KeyCode takeButton;

public GameObject player;
public GameObiject life;

public GameObject experience;
public GameObiject point;

public GameObject dragPrefab;
public GameObject flashManager;

[Header("PauseMenu")]
public KeyCode menuButton;
public GameObject menu;
public GameObject death;

[Header("Massage™)]
public GameObject massageManager;
public GameObject massage;

[Header("Craft™)]
public GameObject craft;

[Header("Level™)]
public GameObject level,

[Header("Tooltip™)]
public float offsetX;
public float offsetY;

public GameObiject tooltipObj;
public Image icon;

public Text itemName;

public Text description;

/I Start is called before the first frame update
void Start()

78



menu.SetActive(false);
death.SetActive(false);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;

point.SetActive(true); //moka3ats mOMHT (LIEHTP EKpaHa)

Time.timeScale = 1; //Bo3BpaliieHre BpeMeHU

tooltipObj.SetActive(false);
item = new List<ltem>();

cellContainer.SetActive(false);
for (inti = 0; i < cellContainer.transform.childCount; i++)

cellContainer.transform.GetChild(i). GetComponent<Currentltem>().index = i;

}

for (int i = 0; i < cellContainer.transform.childCount; i++)

item.Add(new Item());
}

craft.SetActive(false);
level.SetActive(false);

}

/l Update is called once per frame
void Update()

Togglelnventory();
PauseMenu();
Death();

if (Input.GetKeyDown(takeButton))
{

if (cellContainer.activeSelf == false && craft.activeSelf == false && level.activeSelf == false)
{
Ray ray = Camera.main.ScreenPointToRay(new Vector2(Screen.width / 2, Screen.height / 2));
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 2f))
{

if (hit.collider.GetComponent<ltem>())

{
Item currentltem = hit.collider.GetComponent<Item>();
Massage(currentltem);
Addltem(hit.collider.GetComponent<ltem>());

if (hit.collider.GetComponent<Extraction>())
{
Extraction extraction = hit.collider.GetComponent<Extraction>();
Item currentltem = hit.collider.GetComponent<Extraction>().resource.GetComponent<ltem>();
if (extraction.hand == true)
{
Massage(currentltem);
Addltem(currentltem);
extraction.hP_Obj = extraction.hP_Obj - 1;



if (extraction.hP_Obj <= 0)
{
experience.GetComponent<Slider>().value += extraction.xP_Obj;
Destroy(extraction.gameObject);
}
}

if (hit.collider.GetComponent<Workbench>())
{
craft.SetActive(true);
for (inti = 0; i < craft.GetComponent<Craftltem>().craftManager.transform.childCount; i++)

{
CraftltemDatabase itemDatabase =
craft. GetComponent<Craftitem>().craftManager.transform.GetChild(i). GetComponent<CraftltemDatabase>();
if (itemDatabase.workbench_IvI1)

{

craft.GetComponent<Craftltem>().craftManager.transform.GetChild(i).gameObject.SetActive(true);

¥

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

point.SetActive(false); //ckpbiTh mounT (1IEHTP eKkpaHa)
cellContainer.SetActive(false);

level.SetActive(false);

public void Massage(ltem currentltem) //Coobmienust o moadope

{

GameObject msgObj = Instantiate(massage);
msgObj.transform.SetParent(massageManager.transform);

Image msglmg = msgObj.transform.GetChild(0).GetComponent<image>();
msglmg.sprite = currentltem.icon;

Text msgTxt = msgObj.transform.GetChild(1). GetComponent<Text>();
msgTxt.text = currentltem.nameltem;

}

public void Addltem (Item currentltem) //[lo6aBnenue npeamera B MHBEHTAPb

{

if (currentltem.isStackable)

AddStackableltem(currentltem);
}

else

AddUnstackableltem(currentltem);

¥
¥

void AddUnstackableltem(ltem currentltem)

{
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for (inti =0; i < item.Count; i++)
if (item[i].id == 0)
{

item[i] = currentltem;

item[i].countltem = 1;

Displayltems();

experience.GetComponent<Slider>().value += 10;

if (currentltem.transform.position.y > -1)//database.transform.position.y)

{

}
break;
}

}
}

void AddStackableltem(Item currentltem)

Destroy(currentltem.gameObject);

for (inti =0; i < item.Count; i++)
if (item[i].id==currentltem.id)

item[i].countltem++;
Displayltems();

experience.GetComponent<Slider>().value += 10;

if (currentltem.transform.position.y > -1)//database.transform.position.y)

{

Destroy(currentltem.gameObject);

}

return;

¥

AddUnstackableltem(currentltem);

}

void Togglelnventory() //OtkpbiTre 1 3aKpBITHE HHTEHTAPS

{
if (Input.GetKeyDown(showlInventory))

{

if (cellContainer.activeSelf)

{

cellContainer.SetActive(false);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;

point.SetActive(true); //moka3ars MOUHT (UEHTP €KpaHa)

¥

else

{

cellContainer.SetActive(true);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;
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point.SetActive(false); //ckpbITe MOMHT (LEHTP eKpaHa)
craft.SetActive(false);
level.SetActive(false);
}
}

if (Input.GetKeyDown(craftinventory))

if (craft.activeSelf)
{
for (inti = 0; i < craft. GetComponent<Craftltem>().craftManager.transform.childCount; i++)
{
CraftltemDatabase itemDatabase =
craft. GetComponent<Craftltem>().craftManager.transform.GetChild(i). GetComponent<CraftitemDatabase>();
if (itemDatabase.workbench_IvI1)
{
craft.GetComponent<Craftltem>().craftManager.transform.GetChild(i).gameObject.SetActive(false);

}

craft.SetActive(false);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;

point.SetActive(true); //moka3ars mouHT (LIEHTP EKpaHa)

for (inti=0;i<3;i++)

craft. GetComponent<Craftltem>().tooltipPanel.transform.GetChild(i).gameObject.SetActive(false);
}

for (inti=0;i<6;i++)
craft. GetComponent<Craftitem>().resourcesGroup.transform.GetChild(i).gameObject.SetActive(false);

craft. GetComponent<Craftitem>().resourcesGroup.transform.GetChild(i).GetChild(1).GetComponent<Text>().text =
non
}

craft. GetComponent<Craftltem>().buttonCraft.GetComponent<Craft>().currentitem = null;
craft. GetComponent<Craftltem>().buttonCraft.gameObject. GetComponent<Button>().interactable = false;
}

else

{
craft.SetActive(true);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;
MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;
point.SetActive(false); //ckpbrTs mouHT (LIEHTP eKpaHa)
cellContainer.SetActive(false);
level.SetActive(false);
¥
}

if (Input.GetKeyDown(levellnventory))
{



if (level.activeSelf)

{

level.SetActive(false);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;

point.SetActive(true); //moka3ars MOUHT (LIEHTp eKpaHa)

¥

else

{

level.SetActive(true);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;
MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;
point.SetActive(false); //ckpbITs mOUHT (LEHTP eKpaHa)
cellContainer.SetActive(false);
craft.SetActive(false);
}
}
}

public void PauseMenu()

if (Input.GetKeyDown(menuButton))
{

if(menu.activeSelf)
menu.SetActive(false);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;

point.SetActive(true); //moka3zate mounT (LEHTP €KpaHa)

Time.timeScale = 1; /Bo3BpaiiicHre BpeMeHH

}

else

{

menu.SetActive(true);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

point.SetActive(false); //ckpbrTs mouHT (LIEHTP eKpaHa)

Time.timeScale = 0; //ocraHoBKa BpeMeHH



public void Death()

if (life. GetComponent<Slider>().value <= 0)

{
death.SetActive(true);

Control controlScript = player.GetComponent<Control>();
controlScript.enabled = false;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

point.SetActive(false); //ckpbITh mOUHT (LEHTP eKpaHa)

Time.timeScale = 0; //ocraHoBKa BpeMeHH

menu.SetActive(false);
cellContainer.SetActive(false);
craft.SetActive(false);
level.SetActive(false);
}
}

public void Displayltems() //Oto6pakeHnue mpeaMeToB U HHBEHTape
{
for (inti =0; i < item.Count; i++)
{
Transform cell = cellContainer.transform.GetChild(i);
Transform icon = cell.GetChild(0);
Transform count = icon.GetChild(0);
Transform hPSlider = icon.GetChild(1);

Slider slider = hPSlider.GetComponent<Slider>();
GameObiject sliderObj = slider.fillRect.gameObiject;
Text txt = count.GetComponent<Text>();

Image img = icon.GetComponent<Image>();

if (item[i].id != 0)
{

img.enabled = true;
img.sprite = item[i].icon;

if (item[i].countltem > 1)

txt.text = item[i].countltem.ToString();

}

else

{

txt.text = null;

}
if (item[i].hP)
{

slider.maxValue = item[i].fullHPItem;
slider.value = item[i].hPltem;
sliderObj.SetActive(true);

}

else

slider.value = 0;
sliderObj.SetActive(false);
}
¥



else

{
img.enabled = false;
img.sprite = null;
txt.text = null;

slider.value = 0;
sliderObj.SetActive(false);
}
}
}

[HidelnInspector]
public int activeltem;

public void DamadeHPItem()

{
if(item[activeltem].hP)

if (item[activeltem].hPltem > 0)

item[activeltem].hPltem--;

¥

else

{
flashManager.GetComponent<SwitchFlash>().primitiveAxe.SetActive(false);
flashManager.GetComponent<SwitchFlash>().pick.SetActive(false);
flashManager.GetComponent<SwitchFlash>().axe.SetActive(false);
flashManager.GetComponent<SwitchFlash>().knife.SetActive(false);
item[activeltem] = new Item();

Displayltems();

¥
¥

Item.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Events;

public class Item : MonoBehaviour
{

public string nameltem;

public int id;

[HidelnInspector]

public int countltem;

public bool isStackable;

[Multiline(5)]

public string descriptionltem;

public bool hP;

public int fullHPItem;

public int hPItem;

public bool isRemovable;

public bool isDroped;

public Sprite icon;

public UnityEvent customEvent;

[Header("Structure™)]
public bool structure;



public GameObject structureObject;
}

LevelUp.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,;

public class LevelUp : MonoBehaviour

{
public GameObiject xP;

public GameObiject Ivl_1;
public GameObiject Ivl_2;
public GameObiject Ivl_3;

/I Start is called before the first frame update
void Start()

{
/lIvl_1.transform.GetChild(1).GetChild(0).gameObject.SetActive(false);

for (inti=1;i<=3;i++)

Ivl_1.transform.GetChild(i).GetChild(0).gameObject.SetActive(false);
}
for(inti=1;i<=2;i++)
{

Ivl_2.transform.GetChild(i).GetChild(0).gameObject.SetActive(false);

}

for (inti=1;i<=2;i++)

Ivl_3.transform.GetChild(i).GetChild(0).gameObject.SetActive(false);

¥
¥

/I Update is called once per frame
void Update()

Text txt = xP.GetComponent<Text>();
int level = int.Parse(txt.text);

if (level > 0)

{

for(inti=1;i<=3;i++)

Ivl_1.transform.GetChild(i).GetChild(0).gameObject.SetActive(true);
}

}
if (level > 1)
for (inti=1;i<=2;i++)

Ivl_2.transform.GetChild(i).GetChild(0).gameObject.SetActive(true);
}

}
if (level > 2)
for(inti=1;i<=2;i++)

Ivl_3.transform.GetChild(i).GetChild(0).gameObject.SetActive(true);

¥
¥
¥
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}

Menu.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Menu : MonoBehaviour

{
public GameObject settings;

public void Game()

{
Application.LoadLevel(1);

}

public void Settings()
{

settings.SetActive(!settings.activeSelf);

}

public void Exit()
{

Application.Quit();
}

public void setMusic(float value)
{

Global.music = value;

}

public void setSound(float value)

{
Global.sound = value;
}
}

MouseControl.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MouseControl : MonoBehaviour
{

public float sensitiveX = 3f;

public float sensitiveY = 3f;

public float minX = -360;
public float maxX = 360;
public float minY = -90;
public float maxY = 90;

private Quaternion originalRot;
private float rotX = 0;
private float rotY = 0;

private void Start()
{

Cursor.visible = false; //ckpsiTre Kypcopa
Cursor.lockState = CursorLockMode.Locked; //3anounts Kypcop

87



Rigidbody rb = GetComponent<Rigidbody>();

if (b)
{

rb.freezeRotation = true;

}

originalRot = transform.localRotation;

}

private void Update()

{
rotX += Input.GetAxis("Mouse X") * sensitiveX;
rotY += Input.GetAxis("Mouse Y") * sensitiveY;;

rotX = rotX % 360;
rotY =rotY % 360;

rotX = Mathf.Clamp(rotX, minX, maxX);
rotY = Mathf.Clamp(rotY, minY, maxY);

Quaternion xQuaternion = Quaternion.AngleAxis(rotX, Vector3.up);
Quaternion yQuaternion = Quaternion.AngleAxis(rotY, Vector3.left);

transform.localRotation = originalRot * xQuaternion * yQuaternion;

}
}

PauseMenu.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class PauseMenu : MonoBehaviour
{
public void Exit()
{
Application.LoadLevel(0);
}
}

Saveload.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul,;

using System.l0;

using System.Runtime.Serialization.Formatters.Binary;

public class SavelLoad : MonoBehaviour

{
public GameObiject player;
public GameObject globallnterface;

/Ipublic List<ltem> item = new List<Item>();

[System.Serializable]
public class Position

{



}

public float x;
public float y;
public float z;

[System.Serializable]
public class ItemInfo

{

}

/Ipublic GameObject cellContainer;
public int index;

public int id;

public int countltem;

public bool hP;

public int hPItem;

/I Start is called before the first frame update
public void Save()

{

Position position = new Position();

position.x = player.transform.position.x;
position.y = player.transform.position.y;
position.z = player.transform.position.z;

float HP = globallnterface.GetComponent<inventory>().life. GetComponent<Slider>().value;
float maxXP = globallnterface.GetComponent<Inventory>().experience.GetComponent<Slider>().maxVal ue;

float XP = globalinterface.GetComponent<Inventory>().experience.GetComponent<Slider>().value;
string level =

globallnterface.GetComponent<Inventory>().experience.transform.GetChild(2).GetComponent<Text>().text;

115
List<ltem> currentltem = new List<ltem>();
for (int i = 0; i < globallnterface.GetComponent<inventory>().cellContainer.transform.childCount; i++)

{

Currentltem currentdragetltem =

globallnterface.GetComponent<Inventory>().cellContainer.transform.GetChild(i). GetComponent<Currentltem>();

}

if (currentdragetltem)

{
currentltem[i] = globallnterface.GetComponent<Inventory>().item[currentdragetitem.index];
}
}

if ('Directory.Exists(Application.dataPath + "/saves"))
Directory.CreateDirectory(Application.dataPath + "/saves");

FileStream fs = new FileStream(Application.dataPath + "/saves/saveTest.al", FileMode.Create);

BinaryFormatter formatter = new BinaryFormatter();

formatter.Serialize(fs, position);

formatter.Serialize(fs, HP);

formatter.Serialize(fs, maxXP);

formatter.Serialize(fs, XP);

formatter.Serialize(fs, level);

/[formatter.Serialize(fs, item);

/[formatter.Serialize(fs, itemInfo);

/[formatter.Serialize(fs, gObject);

formatter.Serialize(fs, currentltem);

fs.Close();

/I Update is called once per frame
public void Load()

{
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if(File.Exists(Application.dataPath + "/saves/saveTest.al"))

FileStream fs = new FileStream(Application.dataPath + "/saves/saveTest.al", FileMode.Open);
BinaryFormatter formatter = new BinaryFormatter();

try

{

= level;

globallnterface.GetComponent<Inventory>().cellContainer.transform.GetChild(i).GetComponent<Currentltem>();

Position pos = (Position)formatter.Deserialize(fs);
player.transform.position = new Vector3(pos.x, pos.y, pos.z);

float HP = (float)formatter.Deserialize(fs);
globallnterface. GetComponent<Inventory>().life.GetComponent<Slider>().value = HP;

float maxXP = (float)formatter.Deserialize(fs);

globallnterface. GetComponent<Inventory>().experience.GetComponent<Slider>().maxValue = maxXP;

float XP = (float)formatter.Deserialize(fs);
globallnterface.GetComponent<Inventory>().experience.GetComponent<Slider>().value = XP;
string level = (string)formatter.Deserialize(fs);

90

globallnterface.GetComponent<Inventory>().experience.transform.GetChild(2). GetComponent<Text>().text

115
List<ltem> currentltem = (List<ltem>)formatter.Deserialize(fs);
for (inti = 0; i < globalinterface.GetComponent<inventory>().cellContainer.transform.childCount; i++)

{
Currentltem currentdragetltem =
if (currentdragetltem)

[lcurrentltem[i] =

globallnterface.GetComponent<Inventory>().item[GetComponent<Currentitem>().index];

globalinterface.GetComponent<inventory>().item[GetComponent<Currentltem>().index] =

currentltem[i];

/lgloballnterface.GetComponent<inventory>().Displayltems();

¥
¥

catch (System.Exception e)

{
¥

Debug.Log(e.Message);

finally

}

fs.Close();

gameObject.SetActive(false);

globallnterface.GetComponent<Inventory>().death.SetActive(false);

Control controlScript = player.GetComponent<Control>();

controlScript.enabled = true;

MouseControl mouseControlScript = player.GetComponent<MouseControl>();
mouseControlScript.enabled = true;

Cursor.visible = false;

Cursor.lockState = CursorLockMode.Locked;
globallnterface.GetComponent<Inventory>().point.SetActive(true); //mokasars HOMHT (LEHTP EKpaHa)
Time.timeScale = 1; /Bo3BpaieHue BpeMeH!

}

else

Application.Quit();



}

Slot.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Ul,;

public class Slot : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler

{

public Sprite activeCell;

Sprite cell;
Image img;

/1 Start is called before the first frame update
void Start()
{

img = GetComponent<Image>();

cell = img.sprite;

}

void OnDisable()
{
img.sprite = cell;

}

public void OnPointerEnter(PointerEventData eventData)
{
img.sprite = activeCell;

}

public void OnPointerExit(PointerEventData eventData)
{
img.sprite = cell;
}
}

SwitchFlash.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class SwitchFlash : MonoBehaviour
{
public GameObject primitiveAxe;
public GameObiject pick;
public GameObiject axe;
public GameObiject knife;

public void switchFlash(GameObject flash)

if(flash == primitiveAxe)

{
pick.SetActive(false);
axe.SetActive(false);
knife.SetActive(false);
flash.SetActive(!flash.activeSelf);

}
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else if (flash == pick)

{
primitiveAxe.SetActive(false);
axe.SetActive(false);
knife.SetActive(false);
flash.SetActive(!flash.activeSelf);

else if (flash == axe)

{
primitiveAxe.SetActive(false);
pick.SetActive(false);
knife.SetActive(false);
flash.SetActive(!flash.activeSelf);

}

else if (flash == knife)

{
primitiveAxe.SetActive(false);
pick.SetActive(false);
axe.SetActive(false);
flash.SetActive(!flash.activeSelf);

}

}
}

Tooltip.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

public class Tooltip : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler

{

Inventory inventory;

void OnDisable()

{
inventory.tooltipObj.SetActive(false);

}

/I Start is called before the first frame update
void Start()

{
inventory = GameObject.FindGameObjectWithTag("Global_Interface™).GetComponent<inventory>();

}

/I Update is called once per frame
void Update()

inventory.tooltipObj.transform.position = new Vector2(Input.mousePosition.x + inventory.offsetX,
Input.mousePosition.y + inventory.offsetY);

}

public void OnPointerEnter(PointerEventData eventData)

{

Currentltem currentltem = GetComponent<Currentltem>();
Item item = inventory.item[currentitem.index];

if(item.id 1= 0)

{
inventory.tooltipObj.SetActive(true);
inventory.icon.sprite = item.icon;
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}

inventory.itemName.text = item.nameltem;
inventory.description.text = item.descriptionltem;

}
}

public void OnPointerExit(PointerEventData eventData)

{
¥

inventory.tooltipObj.SetActive(false);
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kadpeapa nporpamHmx 3acobis

PO3POBKA MMPOTOTHUITY
KOMIT’IOTEPHOI 3D I'PH1 3A
JTOIIOMOTI'OIO CEPEJOBUIIIA
UNITY

Bukonae:
cm.2p. KHT-128cn 3upanoes I0. 0.

Kepienuk:

K.m.H., 00UeHm Kannienko T.1.

Pucynok b.1 — Cnaiin npe3enranii 1

Orasax Pooorn

O6'ekT poCniZKEHHSA — BHYTPILLHIA YCTpii irpoBoT iHAYCTPIi Ta NPUHLMN Ti
po60oTK, Pi3HOBUA irop Ta iX KaHPOBa NPUHANEXHICTb.

MpeameT AocnimKeHHA — NONyNAPHI KOMM IOTEPHI irpn Y XaHpi BUXUBAHHA-
NicOYHMLi, ix 0COBNMBOCTI Ta HEJOMIKK.

MeTa po60T1 — CTBOPEHHS NPOTOTUNY KOMN't0TePHOI 3D rpu y XaHpi
BMXWUBAHHSA-MiICOYHML, LLO MICTUTb 6a30Bi MeXaHiku Ta 03HaOMYuI piBeHb
rpu.

Pucynox b.2 — Cnaiin npesenrairii 2



Anaui3 Ilpeamernoi Oodgacri

Komn’ioTepHarpa - Lie komMn'loTepHa nporpama, -

CTBOpEHa 3 METOI0 po3Bar KopUCTyBaya nnatchopmu,
By/b-sIKOro Biky, @ TaKOX MOXe HafasaTu po3BUBaYUi
abo 03g0poBuMm epekT.
[

MpotoTun rpu - ue mMogenk maiibyTHLO rpy, B AKY

MOXHa norpatui BIAYYTH irpoBuii npouec. Ha nigcTasi

npoTOTUNY MOXHa CkasaTi Y € MabyTHe y NpoekTa.

lpoToTnn fae MOXNMBICTL ANU3aiiHEPY rpU Bifpasy

noyaTV MaHinynoBaTyh 3 irpoBUM CBiTOM, dhi3ukoro

BCepe/MHi rpu, eKoHoMiKoro | npouecam. OcHoBHuUI

CEHC NpOTOTUMY — Lie NepeBipUTH IAEI0 Ha MPpaKTULii, -
3MEHLUMBLLYW PUIUKM, NPOJOBXMUTU PO3PODNEHHS

NPOEKTY.

Buxopsaun s obparoro ans pospobku xaHpy BUKMBaHHS-

CUMYNATOPIB XMTTS, B AKUX OCHOBHOK METOI rpaBLs €
30epeXeHHs KUTTS BIpTyaJ'IbHOI'O nepcoHaxa.
«BuxuBaHHs» BifHOCUTLCS 40 CKNafOBMUX KaHPIB, fKi
MOXyTb Da3yBaTUCs Ha BCiX OCHOBHMX XaHpax i cami

NiCOYHULL, PO3rNSHEMO LiEM XKaHp.
BuxuBaHHS — XaHp KOMN'OTEPHUX iTOpP, Pi3HOBUA _-

MOXYTb OYTU LeHTpanbHUM XaHpOM rpu.

— PO3MOAIN AOCTYNHUX PECYPCIB ANS PO3BUTKY. Y
NiANopsAAKyBaHHI rpaBLs 3HaX0AATLCA PECypPCH, SKi
NoTPibHO 3 PO3yMOM BUKOPUCTOBYBATU ANS BUKUBAHHS.

Mico4nnus - byaisHMYTBO (CTBOPEHHS, cnopyaa basm) -

Pucynok b.3 — Cnaiin npesenrartii 3

Oruasag IcHyrounx AHaJioriB

Po3rnsHemo icHyto4i aHanoru y xaHpi BUXUBaHHA-NICOYHNL, SIKi € NONYNSPHUMK, Ta
3aiimatoTb BeNMKY JOM0 pUHKY, a came: «Minecrafty, «ARK: Survival Evolved» i «Rust.

Minecraft — komn'toTepHa iHgi-rpa B xaHpi NicoYHUL 3 erleMeHTaMn cumynsaTopa
BWXMBAHHS i BIIKPMTUM CBiTOM. [pa He CTaBWUTb Nepe rpaBLEM SKUXOCb OAHO3HAYHUX
Linei, ane nponoHye nomy 6e3niy MOXNMBOCTEN | 3aHATb: TaK, rPaBeLb MOXe
[OCHifXyBaTU CBIT, CTBOPIOBATW Pi3HOMAHITHI cnopyav i npeameTy, 6Uutncs 3 pisHumu
CynpOTUBHUKaMU.

ARK: Survival Evolved - komn'toTepHa 6aratokopucTyBaLibka rpa B XaHpi BUXUBAHHS.
LL{o6 BuxuTK, rpaBLi noBUHHI NobyayBaTy 6a3y 3 6araTTami 36poeto, npupyyaT AKX
npeACTaBHUKIB TBAPUHHOIO CBITY, BpaxOByBaTW TepUTOpianbHi Ta NpUpoaHi 0cobnnBOCTi.

Rust — komn'toTepHa 6araTokOpUCTyBaLlbka rpa B aHpi BUXu1BaHHs. Po3pobneHa 3a
aonomoroto cepegosuuia Unity. ['paBeLb NoOYnHAE 4OCIAXYBATU BiaKpuTU cBIT Rust 3
NPUMITUBHUMU 3HApAAAaM i 30poeto, ane 3 Yacom fobepeTecs 4o rapmart i NOBHOLIHHUX
nocenexb. [paBLeBi JoBeeTbCS BOUBATU AKX TBAPUH, BOPOTHCA 3 FONOAOM i CNparok.
BTim, ronoBHa 3arpo3a 6yae BUX0AMTY Bif AECATKIB iHLLMX rpaBLiB Ha cepBepi.

Pucynok b.4 — Cnaiin npesenrartii 4
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OorpynryBanus Bubopy CepenoBuina
Po3po0Oku

MopiBHAHHSA cepepoBuLy po3pobku Unity Ta Unreal Engine

Unity TNerwe BunTH 3pyyHui HeBenuki Jlerwe
NPOEKTH ONnTUMi3yBaTK

Unreal Engine CknagHiwe Po3pobnenuin ans Benuki CknapHiwe
BUUTU npodecioHanis MPOEKTM ONnTUMi3yBaTK

Ockinbku ans peaniaauii 6yno obpaHo cepefosuLy po3pobku Unity, po3rnsiHemMo AoCTYNHI MOBM NpOrpamMyBaHHs.

lMopiBHAHHA MOB NporpamyBaHHs JavaScripti C#

JavaScript  He nigtpumye MoTpibHi LOAATKOBI Hyxe Terwe BYUTH
GibnioTeku i hpeiiMBOpKkM  NMONYNSPHUIA

C# MigTpumye Mag 6arato Hyxe CknapHiwwe
MOXTNMBOCTEN i3 KOPOBKM  MONynsipHNiA BYMTM

Pucynok b.5 — Cnaiing npesenrartii 5

Buoip Ilnargopmu

[MonynsapHicTb irpoBux nnaTgopm

[MonynsapHICTb irpoBUX NNaTopm Moxe
CUMNbHO BiAPI3HATIACA, B 3aNeXHOCTI Bif * Mob6inbHi npuctpoi
KpaiHu Ta OKPEMOr0 perioHy

Pucynok b.6 — Cnaiig npesenTartii 6
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Onuc I[poekTty

Po3pobnexuit npoekT npeactaBnsie cobor KOMM'IOTEPHY Py Y XaHpi
BuxumsanHsi-Micounnus pospobneny nig onepadinHy cucremy Windows.
MpoekT po3pobneHo B cepenouli y Unity Ha MoBi nporpamyBaHHs C#.

Ha gaHomy etani po3pobku NnpoekT Mae B Cobi OANH piBeHb, L0 MICTUTb BCI
HeobxigHi 6a30Bi MexaHiku, Ta BUKOHYE 03HaNOMYY (OYHKLi0, rpaBLs 3
MeXaHikamu rpu.

[ns npototuny 6yno cTBOPEHO 12 yHikanbHUX Moaenen, 16 3obpaxeHs, 5
iHTepdericia Ta 6e3niy meToAiB poboTH Nporpamu.

[laHnin NpoAyKT € YHIKanbHUM, TOMY L0 BCi CUCTEMMU, SKI MICTUTb NPOEKT,
Bynu peanisoBaHi 63 BUKOPUCTAHHSA FOTOBMX PiLLEHb.

Pucynok b.7 — Cnaiin npe3enrarii 7

dyukuionaabHa Yacruna Ipoekry
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CxeMa B3aemMogii KoMN'toTEPHOI rpu

Pucynok b.8 — Cnaiig npesenrariii 8
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@ ItemDatabase
Plane
# Knife
o Axe
W Axe 2
W Vetka
W Lianas
# Rope
# Treated stone Pick
\# Treated stone Axe
o Campfire
# Workbench
W Kamene 2
» g Pick

ba3a gaHux

v Item (Script)
Script Itemn
Name Item Kaninnsa
1d 2
Is Stackable ™
Description Item

HP

Full HP Item 0

HP Item 0

1s Removable 4

Is Droped 4

Icon IKamens
Custom Event ()

Runtime Onh ¢ || Helthbar.AddHealth +
HP (Hel o] -20

Runtime Only ¢ xperience.AddExperience
XP (Exy 0|5

Structure
Structure

¥ = ¥ Inventory (Script)

Script
¥ Item
Size

Database
Cell Container
Show Inventory
Craft Inventory
Level Inventory
Take Button
Player
Life
Experience
Point
Drag Prefab
Flash Manager

PauseMenu
Menu Button
Menu
Death

Massage
Massage Manager
Massage

Craft
Craft
Level
Level

Tooltip
Offset X
Offset Y
Tooltip Obj
Icon

Item Name

entory

ItemDatabase
Inventory

(1

(o

Play

HP

XP

Point
DragPrefab
FlashManager

| Escape
Menu
Death

MassageManager
W Massage

Craft

Level

25

-25

Tooltip
on (Image)
ItemName (Text)

v - ¥ Craft Item Database (Script (@ &

Script
Craft
Craft Item

CraftitemDatabase
Craft
W Pick

Resources for crafting

Workbench_Ivl 1
Resource 1
Number Items 1
Resource 2
Number Items 2
Resource 3
Number Items 3
Resource 4
Number Items 4
Resource S
Number Items S
Resource 6
Number Items 6

4
Rope
2

\WTreated stone Pick

1

None (Game Object)

0

None (Game Object)

0

None (Game Object)

0

None (Game Object)

0

¥ o Extraction (Script)
E

Script
HP_Obj
XP_Obj
Resource

Mining Method
Pick

Pick_X

Axe

Axe_X

Knife

Knife_X

Hand

10
50
W Vetka
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Structure Object  None (Game Object) Description [ Description (Text) | Hand_X

BnactuBocTi npeamera LleHTp ynpaBniHHsa Cnoci6 nobyTky pecypcy

Pucynox b.9 — Cnaiin npesenraiii 9

[lepeBo po3BUTKY
PiBeHb 1

lMoBigomneHHaA npo nigidpaxuit npegmer
PiseHb 1

a® Kaminna

s Kaminna

a Kaminun

20

Cokupa

lNpumimuera Cokupa

Bino6paxeHHs NOTOYHOrO
[OCBify Ta 340pOBbLA

Cokupa // owwirwana Connpa R Moryama

Mpumimuena Cokupa

MW Kawnnmi Hix W 06poGnenmit Kamin|

A Bararma ~4 O6pobnenuit Kamins,

MeHto cTBOpeHHA

MNepeTackyBaHHsi npeaMeTa Cnucok peuenTis

Pucynok b.10 — Cnaiin npesenranii 10
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IHTepdeiicu
=

0000008
IrpoBe MeHO . . . . . . onoBHe MeHt0

IHBeHTap

MeHio CTBOpPEHHSA [epeBo po3BUTKY

Pucynok b.11 — Cnaiig npe3enTarii 11

BizyaabHa YUactuna Ilpoekry

» g Pick (1)
» g Pick (2)

Pucynox b.12 — Cnaiig npezenTartii 12
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TecryBanHs

* [lpu TecTyBaHHi po3pobneHoro npoaykTy Byao BUBEAEHO MiHiManbHi BUMOTY
[0 TEXHIYHOrO Ta NPOrpaMHoOro 3abesneyeHHs.

CknageHo KepiBHULTBO KOPUCTYBaYa, WO ONUCYe NPUHLMN poboTH rpu, Ta
noeTanHo NPOBOANTL KOPUCTYBAYa Bif NOYATKy KOPUCTYBAHHS [0
3aBepLUeHHs 3HaNnoOMCTBa 3 OCHOBHUMMW MeXaHikaMu rpu Ta 03HanoM4um
PIBHEM.

onepaujnHa cuctema (OC):  Windows XP/Vista/7/8/10

npovecop: Intel Dual Core 2.0 GHz / AMD Athlon X2 5200+ 2.6 GHz
onepaTuBHa Nam'sdTb: 176

Bigeonam'atb: 512 M6

MicLie Ha xopcTkomy aucky: 130 M6

DirectX: 9.0 n Buwwe

Pucynok b.13 — Cnaiin npe3enTarii 13

BucHoBku

B npouecipo6oTi Haf npoekToM 6yro po3pobrieHo 0CHOBHI MexaHikv B3aemofii 3 irposum
CBiTOM, @ TAKOX CUCTEMY PO3BUTKY NEPCOHAXY.

MpoekT BKMloYae B cebe 6e3niy po3pobneHnx MeToziB, 3aBASKM SKUM 3[iNCHIOETLCA B3AEMOAIs
MIX irpOBMMM eNeMeHTaMm Ta 06’ekTamu.

Byna cTBOpeHa neBHa KinbKiCTb HEOOXiAHMX irpOBUX MOLEeNeN Ta 300paxeHsb.
CTBOPEHO 5 pi3HMX iHTepdeiiCiB, KOXKEH 3 SKUX BUKOHYE CBOI POfb.

3a Temoto poboTu € 1 Haykoa nybnikauis, a came Te31 AONOBIAi Ha HAYKOBO-NPaKTUYHIN
koHdepeHLii « TuxaeHb Haykuy, sika AucTaHLiiHo nposoaunacs y HauioHansHoMmy
YHiBepcuTeTi «3anopiabka [onitexHika» y kBiTHIi 2021 poky.

lMnaH ManbyTHLOro PO3BUTKY:

Po3swmpenHs icHyloumnx mexaHik, Ta JOAaBaHHs HOBUX;

[HAMBIAYyanialia NPOEKTY, LWNAXOM A0AaBaHH 0CHOBHOT 0COBNMBOCTI rpw, LWo OyAe BUAINATH NPOAYKT Ha
(OHi IHLLKX;

BnpoBamxeHHs ClOXeTy;
3amiHa Bcix irpoBUX MOZeneli Ta 306paxeHb Ha BUCOKOSIKICHI;
[lopaBaHHs HOBMX YHIKanbHUX PiBHIB 3i CBOIMM OCOONUBOCTAMM.

Pucynok b.14 — Cnaiig npesenTarii 14



