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ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 121 pages,

44 figures, 6 tables, 3 appendixes, 36 sources.

VIRTUAL REALITY, COMPUTER GAMES, GAME ENGINE,
DEVELOPMENT, PROGRAMMING LANGUAGE, SOFTWARE.

The object of research is the process of software implementation of a VR
environment.

The subject of research is - process of software implementing a VR game in
the Unity Engine environment.

The aim of the work is to develop a VR game with Unity Engine.

Materials, methods, and technical tools: Unity Engine, C# programming
language, VRIF asset, URP render pipeline, MMD4Mecanim plugin, EzySlice asset,
RealToon shader package, DOTween plugin, DynamicBone asset, TextMeshPro
plugin, Blender 3D modeling software, Figma graphic editor, UML modeling tool.

Results. A VR game has been developed in the Unity Engine environment.

The practical value of the work lies in the software implementation of a VR
game with Unity Engine.

Conclusions. The VR application market has been researched, and a VR
game has been developed.

Field of use- Entertainment.
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HEPEJIIK CKOPOYEHDb TA YMOBHHUX ITO3HAK

API — Application Programming Interface (mpukiagauii nporpamMHuii
iHTepdeiic);

HBAO  — Horizon Based Ambient Occlusion;

HDR — High-Definition Range;

HDRP — High-Definition Render Pipeline;

SDK — Software Development Kit (Habip iHCTpyMEHTIB AJis
pO3po0KH);

SSAO — Screen Space Ambient Occlusion;

UE — Unreal Engine;

UML — Unified Modeling Language (yHidikoBaHa MoBa
MOJIETTIOBAHHS);

URP — Universal Render Pipeline;

VR — Virtual Reality (BipTyanpHa peasbHICTb);

VRIF — VR Interaction Framework;

OC — omeparliiHa cucTema;

I13 — IIporpaMHe 3a0e3MeYeHHs;

[IK — MEPCOHAILHUN KOMIT FOTEP.



BCTYII

Ines BipTyanbHOI peasibHOCTI BUHUKIA Bxke y 1960-x pokax, konu IBan
Cazepnenn 1 bo6 Cropon mnpoBenu mnepuri €KCOEPUMEHTH 31 CTBOPEHHSM
KOMIT'IOTepHOi rpadiky, sfka O [O03BOJsIa KOPUCTYyBauaM B3a€EMOJIIATH 3
BIpTyaJIbHUM OTO4YeHHSAM. [IpoTsirom HacTynmHux aecsaTwiitb VR TexHonorii
MIOCTYIIOBO PO3BUBAJIKCS Ta BJIOCKOHAIIOBAIMCA, ajne 0araTo XTO BBaXKaB IIfO
KOHIICTILIIFO MPOCTO HayKoBO-(paHTacTuuHOO [1]-[8].

OpHak 3 TOSBOIO TMEPCOHATBHUX KOMITIOTEPIB Ta 3HAYHOTO 3POCTAHHS
o0umucIIoBaIbHOI MOTYXHOCTI B 1990-X pokax, iaess VR crana peanizoByBaTuCs B
npakTH4HIicTh. Y 1991 poui xommnanis SEGA Bumyctuna mnepiry KOMEpIIHHY
rapHITYpy BipTyanbHOI peayibHicTi, BijoMmy sik SEGA VR, ska 3amyuunna ysary
IpOMAJICBKOCTI Ta JnociinHuKiB. [Ipore yepe3 oOMexkeHy (PYHKIIOHAJIBHICTH Ta
BUCOKY BapTicTh, SEGA VR He 3Moria ctatv mmMpoKo pO3MOBCIOKEHOO.

3 yacom TexHonorii VR modanu akTUBHO pPO3BUBATHUCS, 3'ABHIIMCS HOBI
koMraHii Ta npoayktd. Y 2010 pomi kommanis Oculus VR Oyma 3acHoBaHa
[Tanmepom Jlaki Ta #HOro KOMaHAOK 3 METOK CTBOPEHHS JOCTYIIHHX Ta
edextuBHUX VR-rapuityp. ¥V 2012 pori Bonu aHoHCcyBanu nepiry Bepciro Oculus
Rift, saxa 3i0pama 3HA4YHY KUIBKICTh IIO3MTUBHHX BIITYKIB Ta 3aIlikaBuja
po3poonukiB koHTeHTY [1]-[8].

VY 2014 pori Facebook oronocus npo npunbanus kommnanii Oculus VR 3a
2 MUTBSpAW A0JIAPiB, MO 3aCBIAYHIIO IIPO 3pocTarouunii iHTepec 1o VR. IHIm Benuki
TexHoJoriyHl koMmadii, Taki sk HTC, Sony, Samsung ta Valve, Takox moyaian
po3pobisiti cBoi VR-rapritypu Ta mmatdopmu [1]-[8].

AxTtyanpHICTh Ta pocT VR mosicHioroThCs Kimbkoma (aktopamu. Ilo-
nepie, TEXHOJIOTIYHUHN Tporpec y cdepi 00UrCIIOBAIBHOT MMOTYKHOCTI Ta Tpadiku
JI03BOJISIE CTBOPIOBATH OUTBIN pealicCTUYHI Ta IMEPCUBHI BIPTyaJIbHI CEpeIOBHUIIIA.
BiptyanbHa peanpHICTh BXKE€ HE € MPOCTO 3BUYAWNHMMHU KOMIT IOTEPHUMU ITpaMH,
aje M J03BOJISIE KOPUCTYBauaM B3a€EMOMISITA 3 BIPTyaJlbHUM CBITOM Ha OUIbII

rimookomy piBHi [1]-[8].
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[To-npyre, VR 3Haiiina 3actocyBaHHs B 0araThOX raiay3sX, BKIIOYAIOUH
po3Baru, OCBITY, MEIUUUHY, apXITeKTypy, amiauito Ta iHWI. Hampuknan,
BIpTyaJlbHa pPEAJbHICTb BUKOPUCTOBYETHCS B MEIULMHI [ CUMYJALIL
XIpypriyHux NpoUeayp Ta HaBYaHHS MEIWYHUX CTyAeHTiB. BoHa Takox
3aCTOCOBYETHCS Y BIMCHKOBIN cepi [uisl TpeHYBaHHS BIMCHKOBOCITYXOOBI[IB, Ta Y
apxITEKTypl JJIs Bizyarizallii OyaiBeIbHUX MPOEKTIB niepes OymaiBHUITBOM [1]-[8].

Kpim Toro, VR crana 1 mpoioBxye cTaBaTH OUIbLI JOCTYIHOIO Ta
JISIIEBOI0, 3aBASKM YOMY BOHA CTaja MPUBAOIMUBOIO Jisi OUTBIIOI KUIHKOCTI
CHOKMBayiB. 3'sBuiMCcsA 6arato pi3HUX VR-rapHiTyp Ha pUHKY 3 PI3HUMH IL[IHAMHU
Ta MOJIMBOCTSIMH, III0 HaJla€ 3MOTYy KOPUCTyBayaM BHUOHMpATH TOW BapiaHT, KU
HaliKkpalie BiJMOBigae iX morpedam, B ToMy uMcii 1 reidmunr. [lonmynspHi irpoBi
neurynu Unity Engine Ta Unreal Engine Takox cTanu 10JaBaTv Ta MiATPUMYBATU
IHCTpYMeHTH Ui po3pooku VR nonxatkis [1]-[8].

Biarak, akTyanpHICTP Ta POCT IHAYCTpii BIPTYadbHOI pealbHOCTI
3YMOBJICHI KOMOIHAITIEI0 TEXHOJOTIYHHX 3700YTKiB, IIUPOKHM CIIEKTPOM
3aCTOCYBaHb Ta 3pPOCTAIOYOI0 JIOCTYIHICTIO NPOAYKTIB JUIsl crokuBayiB. Llg
TEXHOJIOTISI TPOJOBKYE PO3BUBATHCS Ta IHTETPYBATHCS B Hallle TOBCSKICHHE
JKUTTS, HAJal041 HOBI MOXIIMBOCTI JIJIsl iHTEpakTUBHOCTI Ta imepci [1]-[8].

Xoua, VR-iaaycTpis mie He 3HaAWIUIa TOI MacoBOCTI K IHII Tamysi,
MOB’s13aH1 3 KOMIT IOTEPHOI0 PO3POOKOI0, BCE K BOHA € MEPCHEKTUBHOIO, Ta BXKE
3aCTOCOBYETHCS JJIsI peaiizallii CKJIaJHUX Ta 0araTOCTOPOHHIX PIIIEHb 3 PI3HHUX
MpeIMETHUX 00JIacTEH.

OTxe, aKTyaJIbHOIO 33/1a4€l0 3aJMILIAEThCS MporpamMHa peanizanis VR rpu
Ha Unity Engine.

Jlns BUKOHAHHS 1Ti€1 3a7a491 He0OX1THO BUKOHATH HACTYITHI 3aB/IaHHS:

—  TpoaHaiizyBatu npoOieMHy o6macth VR 3acTOCyHKIB;

—  JIOCTIAWTH ICHYIOY1 aHAJIOTH Irop 31 CX0KOI0 TEMaTHKOIO;

— 3 ypaxyBaHHSIM aHaJoTiB c(hOpMyBaTH KOHIEIIIII0 HOBOTO JOAATKY;

—  BHU3HAUUTH TEXHIYHI 3aCO0M, SKI JTO3BOJISATH ONTHUMI3YBaTH MPOILIEC

PO3pOOKH;
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—  CIIPOEKTYBATH MpPOLEC pO3pOOKH, HAMMMCAHHS KOAY Ta TECTYBAaHHS;
— 3 ypaxyBaHHSM IIONEPEIHIX TMYHKTIB pO3pOOUTH MpOrpamHy
peaizailito HOBOro J10JaTKy;

—  JOCIIUTH Ta MPOTECTYBATH HOBE PIIICHHS.
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1 AHAJII3 IPEIMETHOI OBJIACTI

[lepmuit po3ain 6ye TPUCBSIYECHO AOCTIKEHHIO MpoOaeMHoi obmacti VR
irop, B Tomy uucii Ha Unity Engine, ix icTopii, 3aCTOCYHKY, po3poOiii. Takox
Oylne TpOBEJACHO TOPIBHSHHS ICHYIOUMX AaHAJIOTIYHUX Irop, IOB’SI3aHHUX 3
NPUTrOTYBaHHAM TKi. J{OCHiKEHHS KIIOYOBMX PHUC Ta OCOOJIMBOCTEH aHaIOriB
J03BOJINTH c(hOpMyBaTH (PYHKI[IOHAJIbHI Ta BI3yajdbHI BUMOTH JO HOBOI I'pH, LIO

OyJie KICHO BIIPI3HSATHUCS BiJ] ICHYIOUMX aHAJIOT1B.

1.1 CranoBiaenns VR-inaycrpii

VY MUHYJIOMY AECSATHIITTI CIIOCTEPIrasiocsl 3HaUHE 3POCTaHHS 1IHTEPECY /10
BIPTYaJIbHOI PEaJbHOCTI y Tally3l KoMmm'torepHux irop. Lleit TexHomoriyHui
NPOPUB 3MIHUB YSABICHHS MpO Te, SK TpaBll B3aEMOJIIOTh 3 BIPTYaJbHUMHU
CBITaMH, IIPOTIOHYIOYH iM HEMMOBIPHO PEaICTUYHI Ta 3aXOIUTI0I0Y1 BpakeHHS [3]-
[8].

Ha mouatky 2023 poky iHAYCTpisS BIpTyallbHOI pealbHOCTI MPOIOBIKYE
JIEMOHCTPYBATH CTIMKUH picT Ta iHHOBAIII. BupooHuku VR-0061a1HaHHS TOCTIMHO
BJIOCKOHAJIIOIOTh CBOi TPOJIYKTH, HAJAl0Ud OUIBII PEATICTHYHHN 1IMEPCUBHUMA
JOCBIZl 1T KOPUCTyBayiB. TEXHOJOT1YHI JIOCATHEHHSI CIPHUSIOTH 3HI)KCHHIO
BapTocTi VR-00nagHaHHsS, 1m0 poOUTH HOro OUIBII JOCTYIHHM JUJIsS IITHPOKOT
aynutopii [3]-[8].

Ha punky BinOyBaeTbcs 3HauHMiA monuT Ha VR-mpoxyktu. bararo mromaeit
3aIfikaBJIeHI B IMEpPCIHHOMY TelMIuIel, SKUM MoOKe MmoxBanuTuch VR. 3aBasku
BHUCOKIM SKOCTI rpadikv Ta PEaNTiCTUYHUM BIAUYTTSIM MPUCYTHOCTI, VR-irpu
CTalOTh BCE OUIBII TOMYJISIPHUMH cepej] reMepiB. Takok 3pocTtae iHTepec A0
BUKOpUCTaHHS VR 115 TpeHyBaHHS Ta CUMYJISIINA y PI3HUX 1HAYCTPISAX, OCKUIBKH
BOHA Hajae OE3MpEelEeHTHI MOXJIUBOCTI B YMOBaX, BIIHOCHO OJIM3bKUX 0
peanbHuX. TakuMHM NPOEKTAMU MOXKY OYyTH 1HTepakTUBHI VR-TpeHaxkepu s

MEJIUYHUX CTYJEHTIB, a00 CTYJEHTIB TEXHIYHUX CIEIIaIbHOCTEH, 3a IOTMOMOTO0I0
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SKUX MOKHa CHUMYJIOBaTH POOOTY CKIIAIHUX Ta JOPOTHX MPUCTPOIB, THM CAMHUM
HaBYas CTY/EHTIB iX €KCIUTyaTyBaTH, BIpTyallbHI €KCKYpCii IO ICTOPUYHHUX MICIISX,
VR-cumynsTopu s TUIOTIB, BOJIIB ab0 apXiTEeKTypH1 Bi3yaii3auii Ta OaraTto
Bchoro iHmoro [3]-[8]. Hampukian Mii Apyr mpairoe B KOMIaHii, sika 3aiiMaeTbCs
CTPaxoBKOIO, Ta poOUTh (POTOCKAaHM 3 MICIb TPUTOJ, Ta HEIIOJaBHO
IHTepecyBaBcs, sIK OM MOKHa OyJ0 eKCHOpTyBaTH BijckaHoBaHi 3D-mozeni 10
AKOro-HeOyb JABUXKKA, 10 OM MPOBOAMTH OUIbII JETalbHI aHaNi3W TOTO, WLIO
BiOysNocs y KiIi€HTa, TOOTO cdepa 3aCTOCYHKY OOMeEX)eHa Maiike JIHIIe
(danTaziero.

barato xomnaniii 1 cTapramiB akTUBHO po3po0isioTh VR-mpoayktu Tta
pIIIEHHS, 110 PO3LIMPIOIOTh MEXI1 Ii€i TeXHOJIOr1i. 3alliKaBiIeHICTh 1HBECTOPIB y
VR-1HIYCTpPil0 MPOJOBKYE 3pOCTATH, 110 CTUMYIIOE MOJANbII JTOCHIKEHHS Ta
po3pookwu [1]-[8].

BiptyanbHa peanbHICTh B IrpoBii iHAYCTpil Oysia HacamIiepes] 3yCcTpiHyTa 3
3aXOIUICHHSM 1HHOBAaTOpaMHu Ta €HTy3lacTaMu, sIKi OauuiIu BEJMKUN MOTEHIial
i€ TEXHOJIOTIT /ISl CTBOPEHHSI HOBUX IMEPCHUBHHUX IeUMILIeH-10CBIiB. PO3BUTOK
VR B irpoBiii iHaAycTpii MOXHA pO3MIsaaTH y Kibka eTaris [3]-[8].

Bxe B pannix 90-x pokax 3'sBwimcs cnpoOu cTtBopuTH VR-irpu, ski
BUKOPUCTOBYBAJIM MPOCTI TEXHOJNOTII Toro yacy. OpHak, TeXHIYHI OOMEKEHHS,
BHCOKA I[IHA Ta HECTAOUTHHICTH TEXHOJIOTIM OOMEXYBajau iX MOMYJSPHICTh Ta
JTOCTYITHICTB JUI MUpoKoi ayauropii [3]-[8].

VY 2010-x pokax 3'IBHIIMCS HOBI TE€XHOJOTIYHI po3poOku, Taki sk Oculus
Rift ta HTC Vive, PlayStation VR, sxi 3minwm cnpuitaarts VR. Ili HoOBi
MpUCTPOi 3abe3medyBajd BHCOKY SKICTh 300pakKeHHs, IIBHIKICTh BIATYKY Ta
TOYHY BIJCTEKEHHS PYXiB, IO JIO3BOJISUIO CTBOPIOBATH OLIBIN PEaTiCTHYHI Ta
IMEepCHUBHI irpoBi BpakeHHs [3]-[8].

Bemuki rpaBmi, Taki sk Oculus, Valve ta Sony, akTHBHO BKJIQJaJINCS B
po3poOky VR-mpoaykTiB Ta po3BuTok miatdopm. Ile mpusBeno g0 30UIbIICHHS
o0csriB mpoaaxiB VR-pucTpoiB Ta irop, a TakoX 3aJly4eHHs OUIbIIOI KUIBKOCTI

PO3pOOHUKIB Yy 110 rany3b. KpiM TOro i HCTpyMEHT AJisi pO3pOOKH KOHKPETHO Irop
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SteamVR ponomir 06’e1HaTH pi3HiI JI€Baiic 4Yepe3 OJUH IHCTPYMEHT pO3pOOKH,
TUM CaMUM IMOCYHYBILIM T'PAaHULIO IIAT(OPM, 110 J03BOJIUIO LIUPOKOMY CIEKTPY
BOJIOJIapiB TapHITYPHU TpaTu B OJHI 1 Ti kK mpoaykTtu. Oculus Quest BHEC 3HAUHMIA
BKJIaJl Y po3BUTOK VR-iHaycTpii Ta ctumymioBaB ioro 3poctanHsa. Oculus Quest
OyB mepumuM KoMepuiiHUM VR-NPUCTpOEM, SKUN MPOMOHYBaB O€3IpOTOBH Ta
caMoCTiiHUI AocBia. I'paBusgM He MOTPIOHO OYNO MIAKIIOYATHUCS A0 KOMM'IOTEpa
a00 BUKOPUCTOBYBATH MPOBITHI 3'€JHAHHS, 1II0 POOMIIO HOTO OLIBII JOCTYITHUM Ta
3pYYHHUM JIJISl HIMPOKOT ayAUTOPIi, 1 IPpU LIbOMY, BIZHOCHO JOCTYIHIN y TUIaH1 I1HH.
[3]-[8].

VYce ue cBiquuTh Npo nepcnekTuBu Ta poct VR-inaycrpii y 2023 pori ta

HAaCTYIIHUX POKax.

1.2 Unity sik iHCTpyMeHT po3po0kHu irop

Unity - e kpoc-miathopMHUii iIrpOBHI ABUTYH, PO3POOICHUN KOMIIAHIED
Unity Technologies, sixkuii OyB aHOHCOBaHUH Ta BUNyIIeHU y yepBHI 2005 poky
Ha kKoH(pepeniii Apple Worldwide Developers Conference sk asuryn nist Mac OS
X. 3rogoM JABUTYH TIOCTYIIOBO PpO3IIMPHBCA 1 IMIATPUMYE PI3SHOMAaHITHI
wiardopmu: PC, Mob6inbHI npuctpoi, koHcom ta VR. Bin oco0iauBo momynsapHuii
st po3poOku MoOUTbHUX irop Ha 10S Ta Android, BBakKaeTbCcsl MPOCTUM Y
BUKOPHCTaHHI U1 po3poOHUKiB-TIo9aTKiBIiB [ 1]-[3].

Le#t nBUTYH MO€ BUKOPUCTOBYBATHUCS JIJIsI CTBOPEHHS TpuBUMipHHX (3D)
ta nABoBuMipHHX (2D) irop, a TakoX IHTEPaKTUBHUX CHUMYJSIIA Ta I1HIIMX
nocBiniB. Bin OyB 3acTocOBaHMI B IHAYCTPISX 032 BiJICOTEHMIHIOM, TaKUX SK
KiHO, aBTOMOO1IeOyayBaHHS, apXiTEKTypa, IHXKEHEepis, OyMIBHUIITBO Ta HaBITh
30poitaumu Cunamu CILA [1]-[2].

Unity Engine € omHuM 3 HaWMOMYJSPHIMHUX 1 TMOMIUPEHUX ITPOBHX
nBuryHiB y cBiTi. CtBopenHst Unity Gepe cBiif mouatok y 2002 porii, konu JleBin
Xenracon (David Helgason), Hiknac Xenbepr (Nicholas Francis) 1 FOmxipo

Komsima (Joachim Ante) 3acHyBaJiM KOMIIAHIIO 3 PO3POOKH MPOrPaMHOIO
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3a0e3nedeHHsl a1 MOOUIBHMX MpPUCTPOiB. Y TMOYATKOBIM cTaali ixHsS poboTa
30cepe/KyBajgach Ha CTBOpeHHI irop s matdopm J2ME ta BREW [1]-[2].

VY 2005 poui Unity Technologies 6ymna odiriiiHo 3acHOBaHa 1 mpeacTaBuiIa
Unity 1.0 na xondepenuii Apple Worldwide Developers Conference (WWDC).
Ile OyB mnpopuBHUN MOMEHT s KommaHii, ockuibku Unity Engine craB
JOCTYIIHUM JIJIsl pO3pOOKM 1rop Ha pi3HUX [aTdpopmax, Brmodaroun 108,
Android, Windows ta MacOS. 3 1poro yacy Unity HaOysa BeIUKOT HOMYISPHOCTI
B IHIyCTpil reiiMIeBy i mBHIKO po3BuBayachk [1]-[2].

VY nactynHi poku Unity Engine mocTiiiHO BIOCKOHAIIOBABCS 1 OTPUMYBAB
HOB1 MOJIMBOCTI. Y 2012 pori Oyna Bumymiena Unity 4 3 miaTpuMKoO OaraTbox
HOBHUX (PYHKIIIH TaKuX SIK MOKpAILEHUH pEeHJEPHUHT, cucTeMa aHimalii Mecanim Ta
niatpumka Flash, mnargpopmu Linux, DirectX 11. Ile 3HayHO po3mupuio
MO>KITUBOCTI PO3POOHUKIB 1rop 1 MpUBENO 10 1€ Outbinoro momupenns Unity. ¥V
2013 poui Unity Technologies oronmocuna npo nmodatok podotru Haa Unity 5, sika
Oyna Bunmymena B 2015 pomi. Unity 5 Briarouyana HOBUN (PI3MUHHMI JBUTYH,
MOKpaIeHU PEeHJAEPUHT, MIATPUMKY po3poOKH BipTyanbHOi peanbHOCTI (VR) 1
Oarato IHIUX ToJinmeHb. L{e 703BOIMI0 po3poOHUKAM CTBOPIOBATH IIe OUIBII
peaicTuuHi irpu i gocsinu [1]-[2].

VY mactynHi poku Unity mpomoBkyBajga po3BUBATUCS 1 aanTyBaTHCS 110
HOBUX TeXHOJOT1M. KoMIaHis BUITycTHIIa PsJl IHCTPYMEHTIB 1 MOCHYT, TaKUX SK
Unity Ads (pexmamna miatdopma), Unity Analytics (aHanmiTHYHUN IHCTPYMEHT) 1
Unity Asset Store (Mara3uH akTHBIB), 110 JO3BOJHIO pO3pOOHUKAM edEeKTUBHIIIIE
CTBOPIOBATH, MOHETHU3YBAaTH Ta ONTHMI3yBaTH CBOi irpu Ta 6araTo 4oro iHIIOTO
[1]-[2].

Y 2020 pomi Unity Technologies Bumyctuna Unity 2020 3 HOBUMH
MOXJIMBOCTSIMH JIJII PO3POOKH IrOp BIPTYyaJIbHOI Ta JOMOBHEHOI pPEaIbHOCTI, a
TaKOXX 3 TMOKPAIIEHOI0 CHCTEMOIO CBiTIA Ta peHAepuHry. OJHUM 13 BaXKJIMBHX
nocsirieHb Unity Oynia miATpUMKa Maike BCIX TOJOBHUX IJIAT(GOPM, BKIIOYAIOYH

MoOuUTRHI pucTpoi, [1K, koHCOITI, BeO Ta HaBiTh BOymoBaHi cuctemu [ 1]-[2].
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Coorogni Unity Engine 3anuinaeTscs OJHUM 3 MPOBIAHUX JIBUTYHIB Y
rajxy3i po3poOku irop. BiH BUKOPUCTOBYETHCS SIK BEIMKUMHU CTYAISIMU, TAKUMHU SIK
Ubisoft, Electronic Arts 1 Blizzard, Tak 1 HEBEIUKHMMH KOMaHIaMH Ta
HE3aJIeKHUMHU PO3pOOHUKaMU 1O BcboMy cBITY. Unity Hajae 3py4Hi IHCTPYMEHTH,
BEJIUKY KUIBKICTh PECYpPCIB Ta aKTUBIB, @ TAKOX CHJIbHY CIIUIBHOTY, IO J0MOMAarae

PO3pOOHKKAM CTBOPIOBATH SIKICHI I'pH Ta JOCBiAM /I pi3HuXx miatdopm [1]-[2].

1.3 TlopiBHAHHSA iCHYHYHX aHAJIOTIB

Sx y Oyap-skoi texnosorii, y VR irop € sk mepeBaru, Tak 1 cepio3Hi
HEJIOJIIKH, 1 B IIbOMY PO31JIi MU PO3IJIsiHEMO ocHOBHI 3 HuX [3]-[8], [14]-[15].

[lepeBaru VR irop HactymHi:

—  IMepcuBHHUH AocBin. VR no3Bossie 3aHYpUTUCH Y BIPTyaJIbHUM CBIT,
10 CTBOPIOE BPAKEHHS MPUCYTHOCTI Ta MOXKE OYTH JTy>KE 3aXOILTIOI0UNM;

—  peaicTU4HICTh. SIkOM TpuBHMIpHA Ta 00’eMHa KapTuHKa y VR-irpax
Ta J0JIaTKaX CIPHUSETHCSA 30BCIM HE TaK, K MPOCTE 300pakKeHHS 3 MOHITOPY, IO
TaKOX JI0/Ia€ TIOCBIY IMMEPCUBHOCTI,

—  ¢isnuHa akTtUBHICTh. Jleski VR-momaTku mpOMOHYIOTH PYXOBY
aKTHBHICTh, IO JIO3BOJISIE KOPHCTYBAdeBl OUIbIIE pyXaTHCh Ta (I3UIHO
B3aEMOJIISITH 3 OTOUYHOYHMM CBiTOM. Lle MOXe CpUsTH aKTUBHOMY CIIOCOOY KHUTTS
Ta ¢i3uuHii Gopmi;

— 3 TOYKH 30py PO3pOOKH, HOBI pPUHKH Ta MOXJIUBOCTI: Po3pobka VR
MO>K€ BIIKpUTHU JABEP1 10 HOBUX PUHKIB Ta CETMEHTIB, TAKUX fK IrpoBa 1HIYCTPIif,
OCBiTa, MEIMIIMHA, aPXITEKTypa Ta 1HIII ray3i;

Henomiku VR irop HactymHi.

—  Baprticte. VR-irpy wmoxyrs Oytu mpoporumu. IloTpibHO wMaTH
CHeIiaibHI TapHITYpU Ta OONagHAHHS JJIS BUKOpUCTaHHA VR, mo moxe Oytu
BapTHUM;

—  komdopt: Jeski moau MOXYTh BiluyBaTu JUCKOMGOPT ad0 MaroTh

CXHWJIBHICTB JIO 3aXBOPIOBAHHS Bl pyXy M1 4ac KOPUCTYBaHHSA VR-rapHITypoIo;
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—  (13uuH1 oOMexeHHs. VR-rapHITYpu MOXyTh OyTH AOCHUTH BETUKHUMHU
Ta HE3pYYHUMH [UIsI TPHUBAJIOTO BUKOPHCTAaHHSA. TakoX MOKe BUHHKHYTH
npobiemMa 3 B3a€EMOJIEI0 3 HABKOJMIIHIM CEPEJOBHUIIEM Ta OOMEKEHHAM
BI3yaJILHOTO TIOJI1 TOJIsl 30DPY;

—  oOmexeHna 6ibmiotexa irop. Hapasi 0i6miorexka VR-irop moxe Oytu
MEHII PO3Tally’)KEHOI0 MOPIBHSAHO 3 IrpaMy Ha I1HIIMX IJaThopMax, TaKUX SK
koHcoJi abo TTK. Jlo Toro »x, Hapa3i VR inaycTpis Ounbiie cokycoBaHa Ha pi3HUX
TpeHa)xepax, Ta HeirpoBHX JoJaTKaX, Takux sik E-Commerce;

— 3 TOYKH 30pYy pO3pOOKH, BUCOKI BUMOTH 10 00aHAHHS PO3POOHUKIB:
Po3po6ka VR Bumarae moTykHoro oOjagHaHHsS, 10 MOXE OyTH JOpPOTHM Ta
0OMEKyBaTH JOCTYIHICTh AJIA IEIKUX PO3POOHUKIB;

—  CKJaAHICTh po3poOku. Po3zpobka VR Bumarae cnerianizoBaHUX
HaBUYOK Ta 3HAHB, a TAKOXK JIOJATKOBOTO Yacy JIJIsl pO3pOOKHU Ta TeCTyBaHHS;

—  obmexeHHs puHKy. Hapa3i puHox VR-pospar ta nonmatkiB mie He
HACTUIBKHU PO3IIMPEHUH, IK PUHOK IrOp Ta JOJATKIB JJIsl IHITUX TIaThOPM.

[ToTpibHO TakoXk 3a3Ha4MTH, 4TO VR po3poOka Takox HaciiIye OUTBIIICTH
nepeBar po3poOKu MU(PPOBUX irop B MUIOMY, 1 HEJOJIKH PO3POOKH OYIb-SKOTO
IPOAYKTY, TAKHX SIK [TOYATKOBI BUTPATH, PU3HKH Mporopitd, i Tak mami [3]-[8],

[14]-[15]

1.3.1 Cooking Simulator VR

Cooking Simulator - me cumynsTop, B SIKiii I'paBellb BHCTYIA€ y poJi
Kyxaps. I'pa Oynma po3poOieHa monbcbkoro komanmoro Big Cheese Studio i
urntymera PlayWay S.A. 6 gepBas 2019 poky mis Microsoft Windows. Bepcis
st Nintendo Switch puitna 14 tpaas 2020 poky, a ayis Xbox One - 14 cepras
2020 poxy. Mob6ineHa Bepcis mig Ha3zBor Cooking Simulator Mobile Oyna
punyieHa 20 »xxoBtHs 2020 poxy ans npuctpoiB Ha 6a31 Android. Bona Takox
noctynHa Ha 10S B Jedkux KpaiHaxX, a CBITOBUW peJi3 MOXXHA MONEPEeIHbO

3apeectpyBatu y PlayWay S.A. Bepcis mins PlayStation 4 O6yna Bumymiena 20
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TpaBHsa 2021 poky ekckito3uBHO B €Bporni Ta ABctpadnii, a 8 uepBHs 2021 poky -y
[TiBHiuni#t Amepur [11]-[12].

Cooking Simulator BUKOpUCTOBYE IHTErpoBaHUN (I3UYHUI NIBUTYH Ta
MEXaHIKy MPUTOTYyBaHHS TKI IS IMITalll PeaiicCTUYHOrO KyJIIHApHOIO JIOCBINY.
['paBert Mae MOXJIUBICTH MpUTOTYBaTH MoHaa 80 pelenTiB, BUKOPHUCTOBYIOUH
noHana 140 iHrpenieHtiB. I'pa Mae pi3HOMaHITHI pexuMu, BKitodaroun Kap'epuuii
pexum, Pexxum micoununi, kony kyninapii, [Tiny, Toptu ta [leuuBo, Ykpurts,
peiitunrosuii, 3umoBi cBata 1 SUPERHOT. V Kap'epruomy pexumi rpasii 0epyThb
Ml KOHTPOJb KYXHIO 1 TOCTYMOBO 3apOOJIsIOTh CIaBy Ta JOCBill, BUKOHYIOUU
3aMOBJICHHS Ta TOTYIOYM CTpaBH. METOIO € JOCSTHEHHS M'STOi 3IpKH CIIaBH.
Pexxum micovHMIT MPOTIOHYE MOBHICTIO OOJaiHaHy KyxHIO 0€3 OOMeXeHb uacy.
[Ixomna xymiHapii - 11e cepis HABYAIIBHUX MICIH, K1 TIOSICHIOIOTh YC1 MEXaHIKHU TPH.
Y peHTHHrOBOMY pEXHMi I'paBIli 3MaralOThCsl, HAMaralO4uch MPUTOTYBATH OIHY
CTpaBy 3T1IHO PELENTy Ha Yac, Ta MPAaBWIbHICTh MPUTOTYBAHHS. Y PEKUMI 3UMOBI
CBSITA TPABLSIM TpEJCTaBICHA HOBA KyXHsl Y sIKiii BOHM MOXYTh TOTYBaTH BEUEpIO
JUTSL TOCTEH, 31 cTpaB i3 3ajanumu iHrpeaientamu [11]-[12].

VY nonoBHeHHI Pizza rpaBens mpaiftoe B Iinepii 1 Mae 3aBJIaHHS TOTYBaTH
pi3HI minu 3 pi3HUM TicTaoM Ta HaunHkamu. JlomoBHeHHsi Cakes and Cookies
JI03BOJISIE€ TPABIIIO TOTYBATH PI3HOMAHITHI TOPTH, MMUPOTH, TICYMBO Ta 1HIII JIECEPTH
B KoHauTepehkii [11]-[12].

HNomnouenus SUPERHOT Challenge Oyno momaHo sK O€3KOIITOBHE
oHoBneHHs1 25 mrororo 2020 poky, HaTXHEHHHKOM sikoro Oyma VR rpa
SUPERHOT, ta mo6 Bim3HauuTH ii yeTBepTy piuHHIIO B Steam. BoHO 3MiHIOE
BUTJISIT TIPOJYKTIB, TIOCYAYy Ta KyXHI 1 BBOJAWTh HOBY MEXaHIKY, SIKa CIIOBUIBHIOE
Jac, KOJIM I'paBelb He pyxaeTnes [11]-[12].

VY nomoBHenHi Shelter, micns sigepnoi kartactpodm B 1980-x pokax,
rpaBelb MOBUHEH HOPMYBAaTH Ta TOTYBATH 1KY JJIsi CBOTO OyHKEpa, NIyKaroudu
CBOIO 3ary0jieHy poJauHy. ['0JOBHOIO OCOOJMBICTIO PEKUMY € MOXKIUBICTD

BUXOJUTH B MYCTEIIO AJisl OOMIHY IPUTOTOBJIEHUX CTPaB HA MOCIYTH 3 MOJIOBAHHS
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Ha MYTaHTIB 3ajjs M'aca Ta 30UpaHHSA paJlOaKTUBHUX POCIHMH Y SKOCTI
iHrpemientis [11]-[12].

Yepes nouarkosi Heponiku, Cooking Simulator orpumaB 3Miliani BIATYKU
BiJ rpaBiiB. Bin orpumaB ouinky 64/100 na Metacritic Ha ocHoB1 4 orusaiB. PC
Games oninwia rpadiky 1 piI3HOMaHITHICTh PELIECNTIB, aje BKa3aja Ha CKJIAJIHICTh
KEepyBaHHS, HE3aXOIUIIOIOUNI Kap'epHUN PeXHUM Ta IPOOJIEMH 3 MPOAYKTHUBHICTIO.
GameStar TakoXX BIA3HAYWJIA I[IKaBl PELENTH, HABYAIBHUNA DPEXKUM, CUCTEMY
OTJISITy CTpaB, ajie TAaKOXK HEBEIUKY KUIbKICTh 1HTPEIIEHTIB, PELENTIB Ta MOCYIY
K IMIocu rpu. Jlo HemodiKiB BITHECIM CKIIaJHE KEPYBaHHS, PENETAaTUBHICTD,
BIJICYTHICTh PIBHIB CKJIQJIHOCTI, MpoOiemMu 3 (Hi3UKOI0 Ta BIJACYTHICTh PECTapTy B
Kap'epHOMYy pexumi. Y cBoeMmy oriisii Screen Rant 3a3HaumB, 110 I'pa CKIajHA
yepe3 po3paxyHOK yacy Ta KEpyBaHHs, ajie Becesla Ha KOPOTKUI MPOMIKOK 4acy,
aJie CTa€ IpaTiBIUBOIO uepe3 aeskuit yac [11]-[12].

Ha pucynkax 1.1 ta 1.2 mpuBeneno ckpinmotu reimmuiero Cooking

Simulator VR.

Pucynok 1.1 — Ckpinmor reiimiieto Cooking Simulator VR [12]



Pucynok 1.2 — Ckpiamor reiimmiero Cooking Simulator VR [12]

1.3.2 The Cooking Game VR

The Cooking Game VR 1e iHai-rpa MEHIIIOr0 MacmTady HiK MOIMepeIHs,
ajJie BOHA TaKOX JI03BOJISIE HACOJIOJAMTUCS BECEIMM Ta 3aXOIUTIOIOYHMM IPOIECOM
MPUTOTYBaHHS CTpaB MIBUJKOTO XapuyBaHHS, 3MaraTUCs 3 CyNEepHUKAMH-
KyXapsiMH Ta 0OCIyTrOBYBaTH IOJIOJHUX KITi€HTIB [13].

VY 110 Tpy MOXHO TpaTH K B PEXKUMI JJII OJHOTO T'PABI, TaK 1 B PEKUMI
PvP wmynsTumieepa! YV pexumi PvP  mynpTHmieepa moTpiOHe cTabOuIbHE
nigkirodeHHs 1o [areprery [13].

Bumanns VrtheGamers Bimmivae, mo came MyJbTUIDICEp Hajae ik rpi
VHIKaIbHOCTI B TOPIBHSHHI 3 aHajoraMu, Ta TIOMHOXYE 3aXOIUTIOBAHICTh
TEeUMILIEIO.

Ha pucynky 1.3 nmpuseaeno ckpiamot reimmieto The Cooking Game VR.
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[Ipu momryky aHajoriB, MOXHa 3pO3yMITH, IO iX B3araji, 0COOJUBO TO 1

HEMae, 10 MiITBEPKYE CIO0Ba 3 TIOMEPEIHBOTO PO3ILTY Mpo Te, o VR iHIycTpis
1€ JI0C1 € HIIIEBOIO 1 crenu(iuyHo0. TakoXK, CyAs4H 3 KUTBKOCTI BIAT'YKIB, MOKHA
3p0oOHUTH BUCHOBOK, IO Ii I'pU HE OTPUMAJIH BEITUKE OXOIUICHHS ayJUTOpIi B CHUITY
TOTO, 10 OUTBIIICTh KOpucTyBauiB [IK He MaroTh TapHITypH, aje BCE K € BEIHUKI
VR irpu Ha punky, nanpuknan Half-Life Alyx, Superhot, VRChat, ta nesiki inmii.
VY tabmumi 1.1 Oynu mizcyMoBaHiI OCHOBHI PHCH, TIPUTAMaHHI 3HAWIEHUM

aHajoram, Ta iX MOpIBHIHHS.



Tabmuis 1.1 — [HopiBHAHHS aHAJIOTIB 3 [0 KPUTEPIIM
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Kpurepii nopiBHSIHHS

Cooking Simulator VR

The Cooking Game VR

PiBens rpadiku Bucokuii Huspkuit
KinbkicTh peuenris Bucoka Huspka
CyuachHa
CeTTuHT €Bpona/AmMepuka 3BUYaliHa KyXHS
[TocTanokanuncuc
KinbkicTs Ta
PI3HOMaHITHICTb Bucoka Huspka
PEXKUMIB
MynbTHIIEED Hi Tak
[TpoayKTUBHICTD Cepenns Bucoka
KinbkicTh BIATYKIB 1060 (85% mo3utuBHI) 40 (70% mo3uTHBHI)

1.4 TlocTaHOBKAa 3aBIAHHSA

Mera: po3poOUTH MPOAYKT, IO OyAe SBISTH COOOK CHMYJISATOP CTPIT

byny B Anonii, B anime ctrmictuill. it rpu 6yae oOCITyroByBaHHS KIIIE€HTIB,

MPUTOTYBaHHSA OyprepiB B MepIly Yepry, Ta TaKOX IHIIMX 3aMOBJICHb Ha

MIBUKICTh, 33 IO T'paBelb OyAe OTPUMYBATH IrOpBi T'poOIIl, a MULTIO, 3apOOUTH

sKOMora OUTbIIe 32 OJHY SW XBWIHMHHY cecito rpu. [Iponykt O6yae po3pobieHuii B

nepiry depry s mwiatdopmu Oculus Quest 2, ame 3 MOXKIIMBICTIO PO3IIUPEHHS 1

Ha a1 atdopmu 3a qomomoror OpenXR.

1.4.1 ®yHK1iOHAJBHICTH CHCTEMH

['pa moBuHHA HaJ@BaTH KOPUCTYBAYy HACTYIHI MOXJIMBOCTI:
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— noBHud VR  gjocBiag, nmepegadya  300paK€HHA  HA  IIOJIOM,
(YHKIIOHYBaHHS Ta IHTEPAKTUB 32 IOIOMOI'OI0 KOHTPOJLIEPIB;

—  IHTEpaKTUBHI 00’ €KTH;

—  IpUTOTyBaHHS Oyprepis;

—  CIHpOILEHA IUINTA IJIs1 CMa)KEHHS KOTJIET;

—  aBTOMAT 3 JIUMOHAJIOM;

—  IITYYHUH IHTEJNEKT HEIrPOBUX MEPCOHAXKIB;

—  aHIMOBaHI1 HEIrpoBl MEPCOHAX1 B CTUJI1 aHIME;

- VFEX;

- SEX;

—  OTOYEHHS B SIMOHCHKOMY CTHUIIL;

— BHCCCHHJ IMCPCIOIIATH 3a 6pOHIOBaHH$I.

1.4.2Bumoru a0 intepdeiicy

AHTJTOMOBHUH 1HTEpdEIC, 3pO3yMUIHIA Il KOPUCTYBadiB 3 PI3HUX KpaiH
CBITY.

Cuctema OBMHHA MaTH 1HTYITUBHHMM Ta 3py4YHUU 1HTEepdeic, IHTYITUBHI
MEXaHIKM Ta IHJIUKAIlli, sIKi HaJaBajdd O MOXJIMBICTh 3PYYHOrO 1 MO3UTHUBHOTO

TOCBITY i1 BUKOPUCTAHHS J0JIaTKYy.

1.4.3 Bumoru 10 NnpoaAyKTHUBHOCTi

I'pa moBuHHA mpamroBaTh 6€3 3001B Ta MOMIIIOK. Y pa3i BUHUKHEHHS 30010
CUCTEMH, TIOBHHHA aJICKBATHO Ha HHUX pearyBaTH, BHBOJHWTH BiJIOBITHI
MOBIJOMJICHHS KOPHCTyBauaM Ta 30epiraTé yCIO BXE HasBHY iH(OpMaIlio mpo

KITI€HTIB Ta MyTIBKH 1 BITHOBIIIOBATUCS Y HAMKOPOTIII TEPMiHH.

1.4.4 ExcnayaraniiiHi BUMOTH
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I'pa moBMHHA KOpPEKTHO 3amyckaTtucs Ta (yHKIIOHYBaTH Ha miaTdopmax
Windows 32/64 bit, 7, 8.1, 10, 11.

BuMoru 10 anapaTtHoro 3a0e3ne4eHHs:

—  Oculus Quest/Oculus Quest 2 HamoJerinBO PEKOMEHIYEThCS, HE
JUBJISTYMCH HA HASIBHICTD EMYJISTOPA;

—  Bimeokapta, Nvidia Geforce 1050TI / AMD Radeon RX470 a6o Bumie
3 miarpumkoro DirectX 11 aGo Buie;

—  mpoueccop Intel Core 15-7600 / AMD Ryzen 3 2300X aGo Buie;

— 8 GB oneparuBHOi nam’sAT1 a00 OLIBIIIE;

— 2 GB nam’sTi Ha )KOPCTKOMY JTUCKY;

— 2 GB nam’sTi Ha )KOPCTKOMY JTUCKY;

—  BCTaHOBJIEHHUH 1 3a3paneriap 3anymenuit Oculus Hub.

1.5 BucHoBku 3a po3aijiom 1

B nepmomy pozaini 6yno gociimkeHo mpobsiemMHy obiacte VR irop, B
tomy uuciai Ha Unity Engine, iX icTopii, 3acTocyHKy, po3poOiii. Takox Oymio
IPOBEACHO TOPIBHAHHS  ICHYIOUMX  QHAJOTIYHMX  irop, TMOB'SI3aHUX 3
IPUTOTYBaHHAM TKi. JIOCHIKEHHS KIIOYOBUX PHC Ta OCOOJMBOCTEH aHAJIOTiB
7103BOJIMII0 chopMyBaTH (DYHKIIIOHAJIBHI Ta Bi3yaJlbHI BUMOTH JI0 HOBOI I'pH, IO

Oyzie SIKICHO BIJIPI3HATHCS BiJ] ICHYFOUMX aHAJIOTIB.
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2 THCTPYMEHTU, MATEPIAJIN I METOAU

[Tonepenubo Oyno AochigxeHo NpobiemMHy obmacth VR irop, B Tomy
gucii Ha Unity Engine, ix icTopii, 3acToCyHKY, po3po0iii. Takox Oyso mpoBeaeHO
MOPIBHSHHS ICHYIOUMX AHAJOTIYHUX Irop, MOB’SI3aHHUX 3 TMPUTOTYBAaHHAM 1XKI.
JlocnimKeHHs KII0YOBUX PUC Ta OCOOJIMBOCTEH aHaJoOriB JO3BOIMIO cpOpMyBaTu
(GyHKIIOHAJIBHI Ta BI3yajbHI BUMOTH J0 HOBOI I'pH, 1110 Oyze AKICHO BIIPIZHIATHUCS
BIJl ICHYFOUMX aHAJIOT1B.

B npyromy posauti Oyae po3B’si3yBaTHCS 3ajada BUOOpPY TEXHOJOTT
po3pobku. Cepen 3aBaaHb: BUOIp MOBH MpOrpamMyBaHHs, IrPOBOTO JABUTYHA, BUOID
THCTPYMEHTIB JIJIsi CIIPOILIEHHS Mpoiiecy po3poOku. BupimieHHs mux 3aBiaHb Ha
OCHOB1 aHali3y Ta JOCHIJKEHHS JIOMOMOKE PO3B’S3aTH TOCTABIICHE 3aBJAHHS

JPYroro Po3ALTy.

2.1 IrpoBi ABUT'YHH

Unity Engine € mOTy>KHUM ITpOBUM JBUTYHOM /I CTBOPEHHS 1rop i
IHTepaKTUBHUX J0JaTKiB. BiH Hamae po3poOHMKaM I1HCTPYMEHTH, PECypcH Ta
(GyHKITIOHANIBHICTh, 100 CTBOpIOBAaTH TpadiuHO MpHBaOIMBI Ta 3aXOIUIIOIOYI
Bifcoirpu s pisaux miatdopm [1], [16]-[19].

Unity BUKOPHCTOBYETHCS JUIsl PO3pOOKH Irop Ha pi3HUX IUIaThopmax,
TaKUX SIK KOMIT'FOTepH, KOHCOJ1, MOOLTBHI MPUCTPOT, BipTyasibHa peasbHIcTh (VR)
Ta JIOTNOBHeHa peanbHicTh (AR). Moro BHKOPHUCTOBYIOTH SIK HE3aJIEXKHi
pPO3pPOOHUKH, TaK 1 BeNMKI KoMMaHii B iHAycTpil reiiMaeBy. Unity mMae MMpoOKHii
CHeKTp (DYHKIIIOHATBHOCTI, SIKa JOTIOMara€ po3poOHMKAM CTBOPIOBATH BITKPHUTI
cBity, 2D ta 3D irpu, ¢izuuHy MOBEAIHKY O0'€KTIB, IITYYHUH IHTEICKT, aHIMAIIIIO
MEPCOHAXKIB, YIPaBIiHHS 3BYKOM, PO3YMHHUI PO3MOJILI PECypCiB Ta 6arato iHIIOTO
[1] [16]-[19].

OcHoBHOIO MOBOIO mporpamyBanHs B Unity € C#, ane Takox

miaTpuMytoThest JavaScript Ta Boo. Unity Hamae 3pydHuil Bi3yaldbHUU peaakTop,
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7ie BU MOJKET€ CTBOPIOBATH Ta HAIAIITOBYBAaTH 00'€KTH, KOMIOHEHTH, LICHAEpH,
aHimarrii ta joriky rpu [1], [16]-[19].

Unity Takox mpornonye Asset Store, 1€ po3poOHUMKHM MOXYTh MpUAOaTh
rOTOBI aKTUBH, TaKl SIK MOJEJI MEPCOHaXIB, TEKCTYPH, 3BYKOBI €(EKTH Ta 1HIII
pecypcH, 110 A0MOMAaralTh IPUCKOPUTH Ipotiec po3podkw [1], [16]-[19].

OcHoBHa mepeBara Unity monsrae B HOro JIETKOCTI B OCBO€HHI,
KpOCIIaTOPMEHHOCT],  BEIUKIM  CHUIBHOTI  PO3POOHMKIB,  PO3IIMPEHIN
(GYHKIIOHAIBHOCTI Ta 3py4HOMY iHTepdeiici. BiH € momynasipHUM 1HCTPYMEHTOM
cepel po3pOOHUKIB irop 3aBASKHA CBOIM MOKJIMBOCTSIM 1 APYKHIA HABKOJIUIITHBOMY
cepenoBunly s po3poOku. Unity Engine Hamae po3poOHHMKAM JOCTyH 10
PI3HOMAHITHUX 1HCTPYMEHTIB, SIKI IOMIOMAraiTh Y KOXXHOMY €Tari po3poOKHu irop.
Bin cTBOopeHHs mpOTOTHUMIB Ta AW3aHY 0 pealizallii rediMILIeto, aHiMaIlii, 3ByKiB
Ta ehekTiB - yce moxkarBo B Unity [1], [16]-[19].

3aBasiku BOYZOBAaHOMY PEAAKTOPY, PO3POOHUKHA MOXKYTh CTBOPIOBATH Ta
HaJAIITOBYBaTH 00'€KTH, KOMIIOHCHTH Ta JIOTIKYy I'pd 0e3 HEeOOXITHOCTI MUCATH
BeCh K0J1 3 HyJsI. BizyanbHi iHcTpyMeHTH Unity 103BOJISSIOTH PO3MIIITYBaTH 00'€KTH
Ha CIIEHI, peJaryBaTh iX BJIACTHBOCTI, HAJIAIITOBYBaTH (i3WKYy, CTBOPIOBATH
KOMI3ii Ta iHTepakTUBHICTh. Unity TakoX MHiATpuUMYye pi3Hi GopMatu Qaims Ta
IMIIOPTYE  aKTUBM 30BHIMIHIX mporpam. Ile o3Hauae, 10 BU MOXKETE
BUKOPHUCTOBYBAaTH MOJICJII, aHIMAIlI0, TEKCTypH Ta 3BYKOB1 e€(EeKTH, CTBOpEHI Y
nporpamax it 3D-monenroBanHs, Takux sk Blender un Maya [1], [16]-[19].

[Ile ommiero cyrreBoto mepeBaroto Unity Engine € #oro 3matHiCTh 10
KpocruiatropmMeHoi po3poOku. Bu moskeTe CTBOpIOBATH OJIHY OCHOBHY BEpPCiiO
IpU, a TOTIM JIETKO PO3TOpHYTH ii Ha pizHuxX miatdhopmax. Lle mo3Bomse Bam
e(eKTHBHO BUKOPHUCTOBYBAaTH pecypcu Ta 30epiraTd €AHICTh TeHMILICIO
HE3aJIe)KHO Bil IPUCTPOIO, Ha SKOMY Ipa 3amyckaeTbcs. Unity Takox MiATPUMYE
pO3poOKy BIPTyaslbHOI Ta JOMOBHEHOI peanibHOCTI. 3a JOMOMOIOI0 JOJATKOBHX
IJIariHIB Ta pPO3IIMPEHb, BU MOXKETE€ CTBOPIOBATH IMPU Ta JOJATKH, SKI

BUKOPHUCTOBYIOTh VR- Ta AR-TexHomorii, mo Jg03BOJSE 3aHYpPUTUCS Y
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BIpTyaJbHUN CBIT a00 J0JaBaTH €JIEMEHTH PEATIbHOCTI JO PEabHOTO CEpeIOBUIIA
[1], [16]-[19].

VYei ui moxknuBocTi pobssite Unity Engine moTyHUM 1HCTPYMEHTOM ISt
pO3pOOKHK rop Ta IHTEPAKTUBHUX JOJATKIB, HE3aJEKHO BIJ PO3MIpPIB Ta 0OCATY
npoekty. Bin 3a0e3neuye po3poOHUKIB HEOOXITHUMU 3aC00aMU Ta pecypcaMu AJis
TBOPUYOTO BTUIEHHS iX 17Ied Ta CTBOPEHHS 3aXOIUTIOIOYMX JOCBIAIB AJiA TPaBLIB.
3BicHo, Unity He mo36asnenunii HepoctaTkis [1], [16]-[19]:

— BuMmorm 10 pecypciB. Unity Moke BUMaratd 3HAYHHX
OOYHUCIIOBATBHUX PECYPCIB Ta MaM'sTi, 0COOJMBO MpU POOOTI 3 BEIUKUMHU Ta
CKJIQIHUMHU MpoeKTaMu. Lle Moke BIUIMHYTH Ha MPOAYKTHUBHICTH HACTLIBKH, IIIO
po3pobOka Moke OyTH MOBUIBHOK a00 BMMAaratv MOTYXKHIMIMX KoMm'torepiB [1],
[16]-[23];

—  Benukuit po3Mmip ¢ainis. [Ipoektn, po3pobaeni B Unity, MOXYTbh MaTh
BEIUKI po3Mipu GaiiiliB, OCOOJIMBO SKIIO BOHM MICTATH Oarato rpadiuHux,
3BYKOBUX Ta IHIIMX pecypciB. Lle Moke mnpu3BecTH [0 CKIATHOIIIB 3
PO3IOBCIO/UKEHHSAM IrpoBUX (airiB Ta 30UIBIIUTH Yac 3aBaHTAXEHHS IS
kopuctyBauis [1], [16]-[23];

—  BHUCOKa KOHKypeHIis. bynydn ogHUM 3 HaWNOMyJSpHIIIMX JBUTYHIB
po3pobku irop, Unity Takok 3a3Ha€ BUCOKOI KOHKYPEHIi B irpoBit inayctpii. Lle
03Hayae, 110 BaM JOBEJAETHCS OOPOTHUCS 3a yBary KOPUCTYBaUiB 1 BUIIISATHCS CEPeT
Oe3uivi iHmuX irop, mo BumyckaroThes [1], [16]-[23];

—  oOMexkeHa THYYKICTh. Y TMOPIBHSHHI 3 1HIMMH ABUTyHamu, Unity
MOKe OyTHM MEHIIl THYYKUM Yy TUUIaH1 HAJaIlITYBaHHS JCSKUX aclekTiB rpu. Jlesxki
PO3pPOOHUKH MOXKYTh BITUYTH OOMEKEHHS y CTBOPEHHI crienudiyHIX MeXaHiK abo
¢dyHukmionansHOCTI [1], [16]-[23];

—  3amexHIcTh Bim Asset Store. Xoua Asset Store Unity Hajmae BeTuKA
BUOIp TOTOBHUX aKTHBIB Ta PECypcCiB, AESKI PO3POOHUKUA MOXXYTh CTUKHYTHCS 3
npo0JIeMOI0 3aJIeKHOCTI Bi IbOTO MarasuHy. Lle Moxe mpusBecTu 10 BUTpaT Ha
MOKYIIKY aKTHBIB a00 BTPAaTH YHIKAJIBHOCTI MPOEKTY, SKIIO BUKOPUCTOBYIOTHCA

3arajabHO0CTYIHI akTuBu [1], [16]-[23];
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—  1HTepdeic kopucTyBaya. J(esskuM po3poOHUKaM MOXe 3HaJoOUTHCSA
yac, mo0 ocBoitu iHTepdeiic Unity, ocoOnuBo s mouatkiBiiB. [HOm1 HaBiThH
JOCBITYEHUM PO3pOOHHUKAM MOXE 3HAJOOMTHCS Yac AJid HABUYAHHS Ta PO3YMIHHS
BCIX MOXJIMBOCTEH Ta (yHKIIH, siki Hagae Unity [1], [16]-[23];

—  npobinemu 3 ontuMizaniero. Ontumizaiis npoektiB y Unity Moxe
OyTH CKJIaJIHOIO 33/1a4€t0, OCOOJIMBO MPHU PO3POOIl 171 MOOUTBHUX MPUCTPOIB ab0
cTapmux Komm'torepiB. IloraHa omnTuMmizarisi MoOXKe€ TPHU3BECTH 0 HHU3BKOI
NPOJYKTUBHOCTI, 3aBUCAaHb Ta IHIIUX TMpoOsieM, SKi  BIUIMBalOTh HA
KopucTyBarbkuit gocsif [1], [16]-[23];

—  mpobiemMu 3 KOMaHJHOIO po3poOkoto. [Ipu poGoTi B KOMaHII HaT
BEIMKUM TIpoekToM Unity MOXE BUHUKATH CKIATHICTh 3 OO'€IHAHHAM Ta
KepyBaHHSIM BepcisMu Koay Ta pecypciB. lle moxke mpuszBecTd 10 KOHQJIIKTIB
iHTEerparii Ta CKJIAIHOIIIB 3 YIPABIIHHAM PO3pOOKOI0 BeNIMKUX KoMaHn [1], [16]-
[23];

—  BapricTh. Xoua Unity Hajgae OE3KOMITOBHY BEpPCiiO IS MOYATKIBIIIB
Ta HEBEJIIMKUX TPOEKTIB, PO3IIUPEHI MOMKIMBOCTI Ta JOJATKOBI CEPBICH, TaKl SIK
miATpUMKa TIaTGOPMHU Ta TAKETH PO3IIUPEHb, MOXKYTh OyTH TIaTHUMH. Lle Moxe
IPU3BECTH JIO JOJATKOBHUX BUTpAT IS PO3POOHMKIB 3ajJ€KHO Bia iX moTped i
macitady npoekty [1], [16]-[23].

Bapro 3ayBaxuTu, mo 6araTo 3 IUX HEIOJIKIB MOXKYTh OyTH mepeOopeHi
JTOCBITYCHUMH po3poOHMKamu, 1 Unity Bce 1Mme 3alduIIaeTbcs OJHUM 3
HAWUTIOMYJSPHIIINX Ta MOTYXKHUX JIBUTYHIB PO3pPOOKH irop Ha puHKy [21].

BpaxoByroun Benuue3Hui iHTEpec CTy il 1 613HECIB 10 PO3POOKH JOIATKIB
3 BukopuctanHsM Unity a6o Unreal Engine, Mu Bupimmum neperiasHyTa (HakT,
mo0 JOMOMOTTH BaM 3poOWUTH OOTPYHTOBaHW BHOIp y pO3poOI Bamoro
HACTYITHOTO MpoeKTy [21].

VY 2015 pomi Unity ta Unreal Engine Oynu rapsuyumMu TeMaMu B Tay3i
pO3pOOKHK 1rop, BHUKJIMKAIOYM OOTOBOPEHHS Ta MOPIBHAHHS CKpi3b, 1€ BOHHU

sragyBaiucs [21].
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B ocranniit yac obuaBa ABUTYHM 3a3HAjld 3HAYHUX 3MIH, 1 BPaXOBYIOUH
BEJIMYE3HUN 1HTepec CTyIid 1 O13HECIB A0 PO3POOKM JOAATKIB 3 BUKOPUCTAHHSAM
Unity a6o Unreal Engine, Mu BupiliWid NEeperisHyTH 1o Temy. bymo

MIPOAHaII30BaHO (PakTH, 00 MPUUHATH OOTPYHTOBAHE PILIEHHS LIO0J0 PO3POOKH

MIPOEKTY, 3arajibHl pUCH AKUX HaBepeao y Tabnuisax 2.1 ta 2.2.

Tabnuus 2.1 — [opiBHSHHS PO3MOBCIOAXKEHOCT1 IBUTYHIB

Unity

Unreal Engine

Mo06utbHI IrpH, po3po0JIeHi 3
BukopuctanusMm Unity, CTAaHOBISTH
71% 3 1000 HaltnomyAspHIIIKX 1rOp

Ha PUHKY.

[Tonan 2 mMinbiloHM Irop MPaIIOIOTh HA

IOMY JIBUTYHI.

KinpkicTh KOpUCTYBadiB (pO3pOOHUKHU
+ KOpHUCTYyBa4i) MepeBUIIye 2,7

MUTbSp/a JTHOJICH.

CriibHOTa pO3pOOHUKIB HAJIIYYE ITOHAT

7 MUIBIOHIB JTIOJEN.

VY Asset Store npencTtaBiieHO oHaz 65

000 akTHUBIB.

MapkeTruieiic mictuth monasn 16 000

AKTUBIB.

Jloxim koMmaHnii 30ibmuBces Ha 43% B

2020 porti.

PunkoBa karritanizarnisi CTAaHOBUTD

npuom3HOo 27,8 MIbsAp/a J0JIaPiB.

PunkoBa kamiTaiizaris CTAHOBUTH

npubau3Ho 27,8 Minbsipaa J0JapiB.

PunkoBa kanitamizamis Epic Games
(MaTepuHCHKOI KOMIaHii) CTAHOBUTH

npubnu3Ho 17 MUTBApAIB JOTAPIB.
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Tabmuus 2.2 — IlopiBHSHHSA ABUTYHIB 32 BUKOPHCTAHHSIM Ta JESIKUMU

IHIIMMU KPUTEPISIMU

Kpurepiii Unity Unreal Engine

Unity 6yB po3po0ieHuii 3
. BukopucTaHHS MOTYXKHHX
ypaxyBaHHSIM MOOUIbHUX
. rpadiuaux moxsubocteit UE €
JOIaTKIB, TOMY pO3poOKa Jist . _ .
HAJMIPHUM JIJIsl OUTBIIOCTI
MOoOiTbHI | IUX NPUCTPOIB € JYy’KE JETKOIO 1

. MOOUILHUX JOAATKIB. A TaKOXK
JIOJTaTKH 3py4HOI0, K A1 2D, Tak 1 ajis
€ OuThI IpuAaTHUM 11t AAA-
3D npoexkriB. binpmiicts
Irop 1 TUX, 110 OPIEHTOBAaHI Ha
ONTUMI3AIlI{ TPU3HAYCH] JJISI . )
o BHUCOKOTIOTYKH1 MPUCTPOI.
HEBEJIUKUX Ta 1H1-1rop.

OO6uBa ABUTYHU MIATPUMYIOTh Le BigMiHHUIA BUOIp AJis
3aCHOBAaH1 Ha TEXHOJIOT1IX 3aXOILTIOIOYMX JIOJIaTKIB,
BIpTyaIbHOT PeaJIbHOCTI, PO3pOOJICHHNX 3 BETUKUM
ImepcuBHi 3MIIIaHOT peIbHOCTI Ta piBHeM paetaneit. Kpim Toro,

JIOJATKA JIOTIOBHEHOT PEaTbHOCT1 1I0JIaTKH. 3aBJsiku cucteMi Blueprints,
[Ipote Bubip Unity € ieanbHUM | BiH HaJla€ HUKIIUNA MTOPIT JIs
JUTSI IPOTOTUITYBAHHS Ta PO3POOKH 3aXOILTIOIOUNX

CKCIIEpUMECHTIB. JTOIATKIB.

Y noaaTok A0 Bpaxkarounx

Unity Hamae Kiibka Bpa)kKaroumx BOY/IOBaHUX TpadiyHUX
CTOKOBHX T'padigyHUX MOoKIIMBOCTeH, nomaTtku UE
. MO>KITUBOCTEHN TIPOTE JOCATHEHHS | YaCTO BUTIISIAIOTH JTOCKOHAIO
I'padika . .
KpaImioro Bi3yalry 4acTo BUMarae | 0e3 TOJaTKOBHX 3MiH 3aBISKU
0araro HayiamTyBaHb Ta IUPOKOMY CIIEKTPY
penaryBaHHS. NepPEeIBCTAHOBIICHUX

HaJIallITyBaHb.
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Kpurepiii Unity Unreal Engine
Asset-Store € BeTM4e3HUM 1 Xoua marasuH accetiB UE €
HAIIOBHEHUM PI3HOMAaHITHUMU MEHIILIUM, BiH TaKOX MPOIOHYE
3D-acceramu, a Takox 2D- JOCTATHIO PI3HOMAHITHICTh
. acceTraMmu, IHCTpYMEHTaMU Ta acceTiB, B OCHOBHOMY
CnuipHOTA .
Bi3yasibHUMU epexkramu. Ha BeO- CIPsIMOBaHMX Ha IrpoBI1
caiTi mnaTGopMu TaKoX € enemMeHTd. PO3poOHUKHN TaKkoXK
BEJIMKA KUJIbKICTh HABYAIBHUX MaroTh 0€37114 IMTOCIOHHMKIB Ta
MaTepialiiB 1 aKTUBHUN (POpyM. dbopyMiB 7151 TIATPUMKH.
Haiinpocrimuii mian (Personal) €
UE € 0e3KOIITOBHUM IS
O€3KOIITOBHUM JUIS
. BUKOPHUCTAHHS, ajie BKIIFOYAE
BUKOPUCTAHHS, ajie OUIbIII _
_ _ . CUCTEMY POSUITI, IKa TOYNHAE
[ina po3mIMpeHi Ta 6i3Hec-

OpIEHTOBaHI TJIaHU KOIITYIOTh
$399 Ha pik 3a KOKHUH

00J1IKOBUH 3aruc abo OUIbIIIE.

JSTA 3 MOMEHTY MOHETH3AITi{
J0aTKa 1 MPUHOCUTH KOMIIaH1i

(Epic Games) 5% Bix moxomy.

2.2 Bwubip MoBH mporpamMmyBaHHsI

He nBunsyuces Ha Te, mo panime Unity minrpumyBaB UnityScript (Tpoxu

nepepobnenuii  JavaScript) Tta Boo, moumnaroum 3 Bepcii 2018.x B Unity

3aJUIIAIACh TUTBKU OJTHA MoBa mporpamyBanas — C# [24]-[26].

Unity npunuHUB pO3BUTOK MOBH TporpamyBanHs Boo ta UnityScript, siki

Oynu anbTEpHATHBHUMH MOBAMU JJisi HamucaHHs cKpunTiB B Unity, 3 KiTbKOX

MPUYH:

OO0'enHaHHA MOB:

Unity mnparHyB CHOPOCTHUTH Ta 30CEPEAUTHUCH Ha

PO3BHUTKY, CKOPOUYIOYHM KUIBKICTh MOB MPOTpaMyBaHHsI, Kl BOHU HIATPUMYBAJIH.
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[TpunuauBmm po3Butok Boo Ta UnityScript, BOHM MOIJIM 30CEPEIUTUCH HA
MOJIIIICHH] MiATPUMKH OCHOBHOT MoBH — C# [24]-[26].

Cranpaptuzanis y ranysi: C# craB cTaHAapTHOIO MOBOIO IPOrpaMyBaHHS
JUIsL pO3pPOOKH 1rOp, IIKUPOKO BUKOPUCTOBYBAHOIO B IHIIMX ITPOBUX JBUTYHaX Ta
nporpaMHoMy 3a0e3neueHHi. [lpucTocyBaBmiMCch A0 1bOro craHaapry, Unity
MparHyB 3a0e3neuuTH po3poOHMKAM OUIbII 3HAaOMYy Ta TMOTYXHY Ccepeny
nporpamysanHs [24]-[26].

CninpHoTa Ta ekocuctema: Y C# € Beluka CHUIbHOTA PO3POOHHKIB Ta
posraiy>)keHa ekocuctema 010mioTex, (ppelMBOpKiB Ta pecypciB. CrnoHykarouu
po3pobHuKiB BuKopucToByBaTH C#, Unity mparnyB CKOpUCTATUCH I[i€l0 0araToro
€KOCHCTEMOIO Ta CTBOPHUTH JKBaBY Ta MiATPUMYBaHY CIUIBHOTY JUISI PO3POOHHKIB
[24]-[26].

[IponyktuBHicTs Ta ontuMizaiis: UnityScript Ta Boo Oynu auHamiuHO
TUMI30BaHUMH MOBaMH, 10 MOX€E MPU3BOJUTH 10 IPOOJIEM 3 MPOIYKTUBHICTIO Ta
ontumizaniero. CHpsMOBYIOYMCh Ha CTaTUYHO THUIII30BaHYy MOBY, Taky sik CH#,
Unity Mir 3a0€3Me4YnTH Kparii MOXKJIUBOCTI 1010 TMPOIYKTUBHOCTI Ta OMTUMI3aIlii
[24]-[26].

[MpunuauBmm po3sutok Boo ta UnityScript, Unity maB meTy HagaTu
equHe Ta e(QeKTHUBHE CEepeJOBUINE PO3POOKH [T CBOiX KOPHCTYBadyiB,
BUKOPUCTOBYIOUM nepeBaru C# K HIMPOKO BUKOPUCTOBYBAHOI Ta MOTYKHOi MOBU
nporpamyBanus [24]-[26].

Y  rtabmumi 2.3 HaBeNEHO OCHOBHI KpUTEpii TOPIBHSIHHS MOB

nporpamyBanHs, siki Unity miaTpuMye B Tiil 4u iHIIIH HOpMI.
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Kpurepiii C# UnityScript Boo
[IpocToTa BUBYEHHS Ta
_ Cepenns Husbka Huzbka
MOPIT BXOIKEHHS
Tumizaris CratnuyHa Jnaamiuna CratnuHa
[IpoayKTUBHICTD Bucoxka Huspka Huspka
Cxoxwuil Ha Cxoxwuii Ha Cxoxwuil Ha
Cunrakcuc )
C++, Java JavaScript Python
. He
. He miaTpumyeTbes .
[TlinTpumyeThe MIITPUMYETHC
Cran MOYMHAIOYH 3
q g 3 BUXOY
2018.x )
Unity 4

VY 3B’sa3ky 3 TuMm, mo UnityScript Ta Boo He miaTpuMyeTbcs B HOBHX
BEepCIAX JBUTYHa, 1 MOTPIOEH JOCTYN A0 Ccy4acHOTOo (YHKI[IOHANa JBUTYHA,
€JIMHOIO OIIIicro 3anuiaerbesa CH.

C# - yHiBepcalbHa 1 IMHMPOKO BUKOPHCTOBYBaHA MOBa MpOrpamMyBaHHS,
po3pobniena kommadiero Microsoft. Bona Oyna cmemianbHO CTBOpeHa IS
PO3pOOKH PI3HOMAHITHUX JO0JATKIB, BKIIOYAKYH IrpHU, BeO-I0JaTKH, IpOorpamu
st pobouoro crony Ta Oarato iHmOro. Och KiJibka OCHOBHHX OCOOJIMBOCTEN Ta
xapakrepuctuk moBu C# [27]-[29]:

OO6'exTHO-OpieHTOBaHE mporpamyBaHHs: C# IPYHTYEThCS Ha MPUHIIAIIAX
00'ekTHO-OpieHTOBaHOrO TIporpamyBaHHs (OOII), mo 103BOJIsSE POMOIUIATH KO
Ha TTOBTOPHO BUKOPUCTOBYBaHI 00'€KTH 3 BIACTUBOCTSIMHU, METOJAMH Ta TOISIMU
[27]-[29].

besneka tumis: C# - cTaTUYHO THUMI30BaHA MOBA, 1[0 O3HAYAE, IO 3MIHHI
IMOBMHHI MaTW BHU3HAYCHHMM THUII Iia dac koMmmuramii. Lle momomarae BHSBIISITH

MMOMUJIKH Ha paHHIX eTamax Ta 3a0e3mneuye OuTblly HamiiHICTh Koay [27]-[29].
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Po3pobka nmnsa kpocmiargopmeroro cepenoBuina: 3a gonomororo NET
Core, C# MoxHa BUKOPUCTOBYBATH JJIsi PO3POOKH JTOAATKIB, IO MPAIIOIOTh Ha
pi3Hux mnatdopmax, Braoyaroun Windows, macOS, Linux, 10S ta Android [27]-
[29].

O6mupHuit dpeiimpopk: C# mae Benuky ekocuctemy, Briatouaroun NET
dbpeliMBOpK Ta pi3HOMaHITHI 010J10T€KH, SKI HaJIalTh PO3pOOHUKaM Oarato
roToBUX (DYHKIIiH Ta IHCTPYMEHTIB JIJIsl MPUCKOPEHHS po3pooku [27]-[29].

[arerparmis MoB: C# MoOXe JIETKO IHTErpyBaTHUCS 3 IHIIMMH MOBaMHU B
mexax exocuctemu NET, mo pgo3Boiiie po3poOHHMKAM BHKOPHUCTOBYBATH
ICHYIOUHIA KOJI, HAIIMCAHUI Ha pi3HUX MoBax [27]-[29].

AcunxponHe mnporpamyBaHHsa: C# Haga€ TMOTYKHY MIATPUMKY IS
ACMHXPOHHOTO TPOTPaMyBaHHS 3a JOMOMOTOr0 (YHKIIIH, TaKuUX SIK async/await,
0 JO3BOJISIIOTh PO3POOHWKAM MHCATH BIJ3MBYMBI Ta MaclITabOBaHi JOJATKU
[27]-[29].

36ipka cwmitTsa: C# BKIIOYAaE aBTOMATHYHE YIPaBIiHHS TMaM'STTIO 3a
JIOTIOMOT010 300pPKH CMITTSI, 110 3BUIBHSIE PO3POOHUKIB BiJl PYYHOTO BUJIUICHHS Ta
3BinmbHeHHs mam'sti [27]-[29].

CoinpHOoTa Ta pecypcu: C# Mae BeIMKY Ta aKTHBHY CHUIBHOTY
PO3pOOHMKIB, SIKa MPOIMOHYE OOMIMPHY JOKYMEHTAIliI0, MIAPYYHUKH, GOPYMH Ta
010;110TE€KH TPETHOT CTOPOHH IS MIATPUMKH HaBYaHHS Ta po3pobku [27]-[29].

[arerpamis 3 Unity: C# € peKOMEHIIOBAaHOIO MOBOIO CKPHUNTYBAHHS [IJIS
po3pobku irop Ha twiatrgopmi Unity. Bona mMae BigMiHHY 1HTETpalito 3 IBUTYHOM
Unity, HagaioyMm TMOTY>KHI MOMJIMBOCTI JJIi CTBOPEHHS I1HTEPAKTUBHUX Ta
JTUHAMIYHHX 1rop.

VYuiBepcanbHicTh: C# MOXE BHUKOPHUCTOBYBATHCS JUISI PI3SHOMAaHITHHX
3aBIaHb PO3POOKH TMMO3a Tajay33l0 irpoBOi po3pOOKH, BKIIOYAIOYH BEO-PO3POOKY,
MPOrpaMu JJisi pOOOYOro CTOITY, MOOLITBHI JOJATKH, XMapHi CEpBICH Ta iHIIIE.

C# mnoenHye B co01 CHIly CydyacHOI MOBHM MpPOrpamMyBaHHS 3 BEJIUKOIO
nigtpumkoro .NET dpeliMBopky, 1m0 poOUTh HOro MOmyJisipHUM BHOOpPOM JIst

PO3pOOHUKIB y PI3HUX Tally3sX Ta 00J1acTsX.
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2.3 Bubip ta oorpynryBannst VR SDK

VRIF (VR Interaction Framework) no3Bojsie Jierko CTBOPIOBATH BIIACHI1
IHTEpaKTUBHI O0'€KTH 1 MIBUIAKO JaocAratu npoAaykTtuBHoOcTi. Llelt ¢peiimBopk
HAJla€ OCHOBY, HEOOXITHY JJIsi CTBOPEHHSI NMPOEKTIB Yy BIPTYalbHIM peanbHOCTI
[10]:

—  (i3u4He TpUMaHHA Ta KUJIaHHS 00'€KTIB;

—  KHOIIKH, pYYKH, PYUKH, Claifepu, 1Bepl, JHKOUCTUKH Ta 1HIII (I3UYHI
00'eKTH;

— emymarop VR, mo06 BM MOraum TecTyBaTH CBid MpPOEKT 0e3
BUKOPUCTaHHS TapHITYPH;

—  IUIaBHE MEpPEeMIIIECHHSI Ta TeJenopTallis 3 MOXJIMBICTIO MIBHJIKOI Ta
IUTABHOT 3MIHU HAIPSIMKY;

—  BJIACHI MOJIEJI Ta TEKCTYPH PYK T'paBIIs;

NOBHO(YHKI[IOHANIBHUM TMJariH JJs TO3H pPyK 3 aBTOMATUYHUM
dbyHKIioHaIOM 1103H 1 ToHa A 40 103 pyK;

—  TOTOBHUU KOHTpOJIep TpaBIld, sikuii BukopuctoBye CharacterController
Unity;

—  CKeJIena3lHHA,

—  30HM IPUB'SI3KY;

—  JIy’)K€ MOJYJIbHI: MOXKJIHMBICTh CTBOPIOBATH CJIOTH JUIS OOJIaJIHAHHS,
CUCTEMU IHBEHTapH3allii Ta IHIIIE;

—  (di3uka myKa Ta cTpia (CTPLIM MOKHA 3a0paTH Ta 3HOBY BUCTPLIIUTH);

—  00poOka / ¢izuka 30poi. MoXHa BCTaBIATH Ta BUTATYBAaTH Mara3uH 3
MICTOJIeTa, BUTATATH 3aTBOP 1 T.11.;

—  JBOpYydYHA 30posi, TpOoOOBUK, TBUHTIBKA Ta 00i0Ba 30p0si OIMKHBOTO
0010;

—  TapIiyH;

—  MpOCTa CUCTEeMa MOIIKO/KEeHb 3 PyUHYBaHHAM O0'€KTIB;

—  nosHa nigrpumka FinallK / VRIK 3 neransuumu npuknagamu [10].
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Pozrnstnemo neski anerepHatusu VRIF,

Auto Hand - me cucrema B3aeMonii 3 (I3UKOI0 BHCOKOI SIKOCTI, sKa
po3pobieHa 3 ypaxyBaHHSIM IPOCTOTH BUKOPHCTAHHS Ta BUCOKOI HACTPOIOBAHOCTI.
Auto Hand wMae oHnaliH-TOKYMEHTAlll0 Ta MaWCTep HaJAITYBaHHS 3
napaMeTpaMM SIKOCTI, 110 JO3BOJISIOTH JOCSATTH HAWKpaIloi SIKOCTI B 3aJ€AKHOCTI
BiJ1 0OMEKEeHb Bamoro mpoekty [30].

Auto Hand Bkirouae cucTteMy aBTOMAaTHYHOI TeHepamii TMo3u, sKa
HAJIAIMTOBYE (GOPMY PYKH ITiJT Yac 3aXOIUICHHS. TakoX B KOMIUICKTI jie TTIOBHICTIO
(GYHKITIOHATBHUI KOHTPOJIEP PYXY, KU BKJIIOYAE TJIABHUN PyX, TEJICIMOPTAIIilo,
CKeJIeJIa31HHs, CUCTEMY 3aXHCTY Bij] 31TKHEHb rosioBH [30].

B3aemonis 3 ¢idukoro B VR Bkimodae Taki edextu, sk Bara, Komi3i,
3axOIJICHHsS] JBOMa pyKaMH, PO3PHB 3aXOIJICHOTO 00'€KTa, KUJIAHHA BHCOKOI
AKOCTI, 3aXOIUJICHHS HA BIACTaHI. Y MpHUKIagax TaKoXK HaBeleH1 (QI3U4HI MPUCTPOI,
pY4YKH, TIOB3YHHM, JBepi, Kojeca, pyukd 1 KHomku. Auto Hand mumpoxo
BukopuctoBye Unity Events Ta gokymeHTamiro 31 BKa3iBKamu, 10 pOOUTH HOTO
MOTY>KHHUM Ta IPOCTUM Y BUKOPUCTaHH1 iHCTpyMeHToM [30].

Oculus Integration Hamae MIATPUMKY PO3IMIUPEHUX MOXKIHUBOCTEH
PEHIEPUHTY, COlIaJbHUX (PYHKIIHM, ayaio Ta po3poOKH aBaTapiB JJIs MPUCTPOIB
BipTyalibHO1 peanibHOoCcTI Oculus Ta neakux npucTpois, mo miarpumMyots OpenXR.

Oculus Integration MiCTUTh HAaCTyITHE:

—  MEHEIKEp aynio. MICTUTh CKPHUMTH JJIs KEpyBaHHS BCIMa ayJio- Ta
3BYKOBUMHU €(EKTaMH y BalllOMY JTOJATKY;

—  aBarap. MICTUTh CKpuntd Ta mnpedaldu ais J0JaBaHHS aBaTapiB
Oculus y Bam 104aTOK;

—  Interaction SDK. Ha0ip MOIyJbHUX KOMIIOHEHTIB, IO JO3BOJISIFOTH
pPO3pPOOHUKAM pPEasli30BYBATH MIMPOKUAM CHEKTP HAIIMHUX Ta CTaHIAPTH30BAHUX
B3a€MOIII;

—  LipSync. wictuth Ha0ip IUIariHiB Ta CKPUNTIB, SKi MOXHA

BUKOPHUCTOBYBATH JJIsl CHHXPOHI3allil pyxiB ry0 aBaTapa 31 3ByKaMu MOBJICHHS;
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— Platform. MicTUTh KOMIIOHEHTH JUIsl JTOJaBaHHSA (DYHKIIOHAJIBHOCTI
Oculus Platform Solutions 1o nonatkys;

— Sample Framework. medi katajior MiICTUTh TNPUKIAAH, IO
JEMOHCTPYIOTh OCHOBHI KoHIen1i Unity Integration;

—  Spatializer. MICTUTBH CKPHIITH 1 TUIATTHH JUISI TOJIaBAHHS JKEPEN 3BYKY
Ta CTBOPEHHS BpPaXEHHS, IO 3BYK BUXOJUTH 3 IEBHOTO HAMpsSMKY. JleTalbHY
iHpopMairito 3HaiaeTe B po3auti Oculus Native Spatializer ayst Unity;

— VoiceMod. wmictuTh miariH Ta Ha0lp CKPHUITIB s Moaudikarii
BXIJTHUX ay/110CUTHAJIIB,

— Voice SDK. nosBonse momaBatu 3ByKoBi B3aemomii g0 AR/VR-
nonatkiB. J03BOJsi€ TpaBIsIM BHKOPHUCTOBYBAaTH CBIH TOJOC IS 3aKJIMHAHb,
KepyBaHHS KOpaOassMu ab0 3HUIIICHHS 30MOIi;

—  VR. uei katanor mictuth yTuiaitd Oculus VR, ski BKITI04aroTh HaO1p
ckpunTiB Ta pedadiB mist po3podku VR [30].

Y Tabmumi 2.4 Oyno mpoBeaeHe MOpiBHSAHHS noctynmHuUX SDK  ms

pobotu 3 VR.

Tabnuus 2.4 — Hopisastaas SDK m1st po6otu 3 VR 'y Unity

Kpurepiii VRIF AutoHand Oculus
KinpkicTh rOTOBUX ITpO-
OpIEHTOBaHUX
. Bucoxka Cepenns Hwu3bka
KOMIIOHEHTIB [JIS
MIEPEBUKOPUCTAHHS
[TinTpuMKa HATUBHUX
» Hemae Hemae €
bynkiin Okynycy
ABTOMaTH4YHA TeHEepallis
Hemae € Hemae
103 PyK
Miii ocoOuCTHH TOCBIg .
Bemukuit Mammi Cepenniit
poboTH
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BucHoBok. BUCHOBOK, sIKHHi MM MOXeMO 3poOUTH — 110 B 1uioMmy, SDK
MIPOIMOHYIOTh OUIBII-MEHII CXO0X1 MOxJIHUBOCTI, ane Ha (oHi VRIF 1 AutoHand,
SDK Oculus mae natuBHuil st raphitypu Oculus ¢yHKUIOHAN, Takuid SK
LipSync, VoiceMod, Voice SDK, miaTpumMKka ckaHy MOJIOXXEHHS PYK, aje yepe3
OutbIry KUTBKICTH 3aroTiBok y VRIF, Ta moemy ocobuctomy mocBigy pobotu 3
HUM, BUOIp OyB 3poOieHuil B ioro kopucth, KpiM Toro, SDK Oculus moxna
koMOinyBaTH 3 iHImMMU SDK, mo6 orpumaru goctyn 10 Aeskux (GyHKINHN, 1 HE

TUIbKA HATUBHUX.

2.4 Bubip Ta oorpynryBanns Render Pipeline

Universal Render Pipeline (URP) € macmitaboBanum 6araroruiaropmMHuM;
peHnep mairuiaitHoMm, moOymoBaHMM Ha ocHOB1 Scriptable Render Pipeline.
3aBAsikM  CBOiii MacmTabOBaHOCTI, MOXJIMBOCTI HACTPOIOBaHHS Ta OaraToMmy
Habopy ¢ynkuii, URP nHagae tBopuy cB0OOMY y OyAb-SIKOMY THIIl IPOEKTY, BiJ
CTHJII30BaHUX BI3yaJIbHUX €(QeKTiB 10 (I3UYHO 3aCHOBAHOTO PEHACPHUHTY.
Hezanexuno Binm mmatgopmu, URP no3Bomsie crBoproBaTH Bpaxkatoui TpadiuHi
eeKTH Ta JocsATaTH BHCOKOI MPOAYKTUBHOCTI. BiH 3a0e3medye MATPUMKY
IIUPOKOTO crlekTpa (YHKIIH, BKIIOYAIOYM peaicTUYHE OCBITJICHHS, TiHi,
BiIOOpaKEHHS, MOCT-€(DEKTH, a TAKOK MACOBUU PEHJICPUHT YACTUHOK 1 YaCTKOBO
npo3opux 00'ektiB. Kpim Toro, URP mintpumye mmpoky Habip rpadiuaux API,
takux sk DirectX, Vulkan 1 Metal, mo poOutk #HOro cymiCHUM 3 Pi3HUMH
miatdhopmamu, BKIrodaroun Windows, macOS, i10S, Android Ta iami. Bin Takox
HAJa€ MOXKJIMBOCTI JIJIl HAJAIITYBaHHS PEHICPUHTOBHX IMPOXOJIB, MaTepiaiis,
edeKTiB, TyMaHy Ta IHIIUX MMapaMeTpiB, MO0 BIAMOBIAATH MOTpedaM MPOEKTY.
3aranom, Universal Rendering Pipeline € moTy>KHUM 1 THYYKUM pPEHIECPHUHTOBUM
pIICHHSM, SKE JO3BOJISIE pealli3yBaTH TBOPYI 3alyMH Ta OTPUMATH BHCOKOSKICHI

rpadiyHi pe3yiabTaTu y npoekTi [10].
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High-Defitnion Render Pipeline (HDRP) € penmep mnaimiaiaoMm,
po3pobnenuM kommnaHiero Unity a8 cydacHMX miaaTdopM, CYMICHUX 3
o0uKcIIOBaILHUMU IHelaepaMu (compute shaders) [32]-[34].

HDRP BukopuctoBye (i3MyHO-OCHOBAHI TEXHIKM OCBITIEHHS, JIIHIAHE
ocBiTiieHHa, HDR oOCBITIEHHS Ta HaJalITOBYEThCS TIOPUAHY apXITEKTypy
Bi3yalizalii 3 BiIKJIaJEHUM/IPSIMHUM OCBITJIICHHSM Ha OCHOBI TaiJiB/KJIacTepiB.
Bin Hazmae BaM 1HCTpYMEHTH, HEOOX1IH1 JJii CTBOPEHHS MPOrpaM, TaKUX K IrpH,
TeXHIYHI JEMOHCTpAIlii Ta aHiMaIlii, Ha BUCOKOMY rpadiuHomy piBHi [32]-[34].

I'myuka apxitektypa Bizyanizamii: HDRP mnpomnonye xoHdirypoBany
riOpuaHy apXiTeKTypy Bi3yanizalii 3 BHUKOpPUCTaHHSM TailmiB/kinactepiB. lle
703BOJIIE €(EKTUBHO PO3MOAUIATA OOYMCIIIOBAIBHI pecypcu Ta 3ale3mnedyBaru
ONTUMAJIbHY TIPOJYKTHUBHICTD B Pi3HHX clieHaX Ta miardopmax [32]-[34].

Posmupena minrpumka edextis: HDRP Hamae po3mmpeny miarpumky ass
pi3HUX e(]eKTiB, TaKUX sIK 00'€KTHA PO3MUTICTh, BOJISIHA MOBEPXHS, TyMaH, JHM,
Boronb, ekpanni TiHi, HBAO, SSAO, Ta Oararo iumux. Ile mo3Bosse
PO3pOOHMKAM CTBOPIOBATH OUIBII IMMEPCUBHI Ta peaslicTHYHI Bi3yalbHi epeKTH y
cBOIX mpoekTax [32]-[34].

HDRP BUKOpPUCTOBYETBHCS ISl pO3POOKH Irop, TEXHIYHUX JIEMOHCTpAIIii,
aHIMaIliii Ta 1HIIMX Bi3yaJbHUX JOJATKIB, JI€ Ba)XKJIMBA BUCOKA rpadivyHa SKICTb.
Bin no3Bojisie po3poOHHUKAM CTBOPIOBATH PEATICTUYHI Ta Bpakarodi Bi3yasbHI
CBITH, 32 JIOMOMOTOO SIKMX KOPUCTYBa4l MOXKYTh 3aHYpUTHUCS Y HE3a0yTHIN JOCBiN
[32]-[34].

B3amin Ha mpomBuHyTi (GyHKmii s Bizyamizarii, HDRP kymu Oinbin
BUMOTJIMBUI /0 amapaTHOro 3a0e3MedyeHHs, 10 MOXE BIUIMHYTH SK Ha dac
PO3pOOKH, TaK 1 3SHU3UTU OXOIUICHHS ayIUTOPII.

VY Tabnuii 2.5 6y0 mpoBeIeHO MOPIBHSIHHAS JOCTYIHUX JIJISi BAKOPUCTAHHS

peHaep nanmianHiB.
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Tabmuus 2.5 — IopiBHSIHHS peHep NairuiaiiHiB

Kpurepiit SRP URP HDRP
[IpoayKTUBHICTD Bucoka 30anaHcoBaHa Huspka
Peanictuunmii, Peanictuunmii,
3acTocyBaHHs CTUJI130BaHUMN CTHJTI30BaHUIN Peanictuunnii
Bi3yal Bi3yal
HasBHicTh Maro, norpeGye
. . Cepenns o
MPOJABUHYTUX (PYHKIIIM | CaMOCTIHHOTO o Benuka KiJIBKICTh
_ o KUIBKICTh
JUTSL Bi3yasizantii PO3IIUPEHHS
[Ipocra, abo
IIpocrtora
CKJIaJIHA TIpU Cepenns Cepenns
BUKOPUCTAHHS _
pPO3TUPEHHI

BurcHOBOK: BUKOpHCTaHHS peHJEp NMaIuiaiiHy Xo4 i He 00OB’S3KOBE, alie,
BOHHM JalOTh JOCTYNl 10 Jeskuid (YHKIIHA, aHalord SKAX yXe CKIAIHO
peanizyBatu. Hampukiiaa 3aMicTh 3py9HOTO Bi3yaJdbHOTO IHCTPYMEHTY ISl poOOTH
3 meinepamu, Shader Graph, moTpiOHO caMoCTiifHO mMHcaTH KO 3a JOMOMOTOI0
Shader Lab (rpy6o kaxyunm OpenGL), a y 3B’s3ky 3 moTpeOOr0 TaHHOTO

dyHKIIOHATY, Ta cTuii3allii rpadiku 6yno oopano URP.

2.5 IHuHi iHCTpyYMeHTH, sIKi OyJIM 3aCTOCOBaHi Npu po3podui 101aTKY

[Tpu po3po0i1i 10AaTKy TaKOK OyJTM BUKOPUCTaH1 HACTYIHI IHTPYMEHTH:

—  MMD4Mecanim — e HeBeJIMYKHAW TUIATTH, MOTPIOHWHA I IMIIOPTY
MikuMikuDance 3D moaeneit B Unity;

— RealToon — accer, mMOTY)XHUI IIeWaep, SAKHHA Ja€ 3MOTY JOCSITH
aHIMENTHOTO BWIJISAYy MarepiaiiB, TOOTO pi3ki aHIMENIHI TiHI, ayTJaiiH,

OCBITJIEHHS, 1 T.J. SIK MpuKIaj, irpu, siki BAKOPUCTOBYIOTh MOJI0HI MIEHAEPH 1€
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The Legend of Zelda: Breath of the Wild, Genshin Impact, cepis Honkai, cepis Ni
No Kuni;

—  TextMeshPro — mnarin mias pob6oru 3 Texkctom (mist Ul), sikui
HacrmpaBAl Bxke craB yacTtuHoro UnityEngine, Ha 3aMiHy [AaBHBOi >KaxJIMBOI
crangapTHoi peanizaiii Ul Tekcty;

—  DynamicBone — mmarin, sikuit o OLTBIIIA Mipi BUKOPHUCTOBYETHCS
Ui HaJaHHA (Qi3UYHUX BIIACTUBOCTEH OKPEMHM YacTHHAM pIry MEpCcOHaXiB, B
TOMY YHCJI1 BOJOCCIO Ta OJITY, siKka OyJia BUKOPUCTaHA ISl JMHAMIYHOI aHIMaIlii
xBocty Ta oxsary HIII,

—  EzySlice - HeBenuukuii mariH, sKWid 0OTOpTaE MaTeMaTHYHI
omeparlii, B nmpocTi (PyHKIii, mOTpiOHI aJis TOro, mo0 pizatk Ha YactuHu 3D
MOJIeJIl B paHTalMi;

— DOTween — HeBin'eMHa yacTHMHA KOXKHOTO MOTO MPEEKTY, IJIAriH,
AKUW J103BOJISIE aHIMyBaTH BCE 1 BCS 3a JIOMOMOTOK KOAY, MyTeM OOropTaHHA
MaTeMaTHYHHUX OIepalliii, IHTepIoNAIii, ease-QpyHKIIM, KOpyTUHHU, Ta 1HII. Mae
KOJOCKH, Ta THCTPYMEHTH JJid OyayBaHHS 4epr i3 aHiMarlii. byB BUKOpHCTaHUM
s aniMarii Ul enementiB, VFX, Ta nokomoymmeny HIIT;

— Recorder — mariH, sikhii JO3BOJISE 3alMCyBaTH Bileo, Ta POOHUTH
CKPIHIIIOTH Y BUCOKOMY PE30JIIOIICH];

—  Blender — nporpamma s 3D MopenioBaHHs, SIKY 1 BUKOPHCTOBYBAB
JUIS PETONOJIOTIT ASSIKUX MOJEIEH;

— Figma — iHCTpyMeHT [uIsi Ju3aiiHy, S BHKOPHUCTOBYBaB JIJIs

mamtoBanHs Ul enemeHTiB.
2.6 CTpyKTypHa cxemMa po3pooKu
ApxiTekTypa 101aTKy 0a3yeThCs Ha MPUHIUIAX TMOIIMHO-OPIEHTOBAHOTO

nporpamyBanHsi. OCHOBHAa Maca KJaciB HE IMOB’si3aHa MIXK CO00r0, B TOM yac siK

KOHTpOJUIEp Nepeae iM BXiJIHI 1aHl, 1 OUIKY€E pe3yJIbTaTy.
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Event Emitter

b

Event
Loop

Events V

Pucynok 2.1 — ApxiTekTypa Ha 0a3i NPUHLUITIB MOIHHO-OPIEHTOBAHOTO

Event Handler

IporpaMyBaHHsI

2.7 BucHOBKHM 32 po3aijiom 2

Ha mpomy etami Oysio ycHilTHO BHPINIEHO 3aBJaHHS BHOOPY TEXHOJIOTIi
po3poOku. JIo HUX BKJIFOYAIUCS: OMUC IrpOBOTO JBHTYHA, MOBH IPOTpaMyBaHHSI
cepel THX, SKI ABUTYH B TiM YW 1HIIK ¢dopmi HIATpUMYE, BUOIp HEOOXITHHUX
IHCTPYMEHTIB, OI10JIIOTEK 1 acceTiB I CHPOIISHHS Ta TPHUCKOPEHHS MPOIECY
pO3pOOKH, a Takok BHUOIp MIAOJOHY MPOEKTyBaHHSI. BukoHaHHS OyJo YCHIITHO
3MIIACHEHE IUISXOM aHaji3y Ta JOCTIKEHHS JOCTYIMHHUX OIIIiH, iX MOpIBHSIHHS, Ta
BUOIp HAHOUIBI MIAXOMASIIOTO Il BUPIMIEHHS 3aJaHOi MPoOJIeMU ONTUMATbLHUM

IIUISIXOM, IO JOTIOMOTJIO JOCSTTH IOCTaBJICHOI METH JIPYTrOro PO3JILTY.
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3 OCHOBHI PILIEHHS OO0 PEAJII3AIIIl KOMIIOHEHTIB
CUCTEMH

3.1 IIpoekTyBaHHS MojeJieil CHCTEMU

VuidikoBana moBa wmojentoBanHs (UML) - me MoBa MojentOBaHHS
3arajJbHOrO0 TMpPU3HAYEHHA, SfKa 3aJae HaOlp mnOpaBwil s CTaHAapTU3ALli
Bi3yastizallii 1u3ainy cuctemu [35].

UML nagae craHIapTHY HOTAIliIO JJIsl 0aratbOX THUIIIB Jllarpam, siki MOKHa
npuOIU3HO PO3AUIMTH Ha 3 OCHOBHI TPyNH: JlarpaMy MOBEIIHKH, JlarpaMu
B3a€EMOJIIi Ta JiarpamMu CTpyKTypH. ['ojoBHa mepeBara BukopuctanHs UML - 1ie
yHIQIKOBaHUM MiAXia AJig MoOYyJOBH CXEM CTPYKTYpP PO3pPOOJISIOUMXCS CUCTEM, 1
HE OOOB'I3KOBO TOB’SI3aHMX CaMe 3 MPOTPaMyBaHHSAM, a MOXKE TaKOXXK BKIIIOUATH
CXEMH TpolieciB y komnaHisax [35].

Tak sk mpencTaBIeHUN AOJATOK HE B3a€EMOJIE HI 3 SKUMU MOAYJISIMHU,
HanpUKIaa sk 0a3u gaHuXx, cepBepa abo API, g po3paxyHKy apXiTeKTypu Ham
3HaJAOOUTHCS JIMINE JlarpamMa KjaciB, JJIsI TOTO 100 pO3MITUTH 0a30BYy
apXiTEKTypy B3aeMOJIii KJ1aciB, Irypyrodux B J0JIATKY.

OCHOBHOIO METOIO KJIACOBHX JiarpaM € I0o0ynoBa TIpeACTaBICHHS
CTpyKTypHu noaaTka. lle Tum mgiarpam, sSKuil IIMPOKO BUKOPUCTOBYETHCS IS
NPOEKTYBaHHA Ta HaJa€ TMepeBard TMpU BHUKOPUCTOBYBaHHI B 00'€KTHO-
OpIEHTOBAaHUX MOBax TmporpamyBaHHs. BiH € omHuUM 3 HaUNOMYJSPHIMIAX
pizHOBHUaIB miarpam UML [36]. Hukde HaBeaeHO 11111 KJIACOBHUX Jlarpam:

—  OIMC OCHOBHHMX BIJINOBITAIBHOCTEH €JIEMEHTIB CHCTEMU;

—  TIPEJACTaBIICHHS 00'€KTHOT MOJIETI JJIS CKJIAIHUX CHCTEM;

—  CKOpOYeHHS 4Yacy (pakTUYHOTO HAMWCAHHS KOy, HAJal0ud 3arajibHY
KapTUHY TOTO, K JOJATOK Ma€ OyTH CTPYKTYpOBaHHIA;

—  MOXJIMBICTh BHSIBUTH ITOTEHITIMHI TPOOJIEMH 3a3/1aJICTi b,

— BOHA KOpHUCHA SK JUIsl 3alliKaBICHUX CTOPIH Ta pPO3pPOOHUKIB

MOJKJIMBICTIO OTJISHYTH 3a3JIJI€Tib Mapy po3poliissrouorocs mpoaykry [35]-[36].



= AlManager

+0OrderStand[] orderSpots;
+List<AlCharacter> aiPool:
+Transform|] spawnPoints:
+Transform|] despawnPoints;

Event Loop
l_— = AlCharacter
+ event OnOrderGrabbed
+Init(OrderStand):
+GoToStandAndOrder()
= BurgerConstructor = OrderStand
=
+ Collider: trigger + event OnOrderFuliFilled Sa—
+ Collider trgger +Grabl()
+ I Tri +Release
—>| +ChecklfOrderinTrigger()
Y
= = Grabbable
Stove
3 . +OnGrab()
+ Collider: trigger +OnRelease()
+bool: active =
+ChecklfRoughPattyinTrigger()
+PreparePatty()
= Relay
+ bool: Active
| +ActivateStove()
li +DeactivateStove()
\ 4 Y
= = SpatulaGrabbable =
BurgerComponent Spatula
+0OnGrab() <
+ ComponeniType: type +OnRelease() SpatulaGrabbable grabbable
+ bool: canUse <
Grab()
Release()

Pucynok 3.1 — Jliarpama KOMIIOHEHTIB
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3.2 TIpoekTyBaHHS irpoBoro piBus

CKpiHILIOTH piBHS HaBeJEeHO Ha pucyHkax 3.2 — 3.9.

Pucynok 3.2 — IrpoBa kiMHaTa

Pucynok 3.3 — OcHOBHA Macca IHTEpAaKTHBHUX €JIEMEHTIB TPH
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Pucynok 3.4 — Enementu otoueHHs Nel

Pucynok 3.5 — Enementu orouenns Ne2
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Pucynok 3.6 — EnemenTu otoueHHs Ne3

Pucynok 3.7 — Enementu otoueHHs Ned
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Pucynok 3.8 — Heirposi nepconaxxi (AHiMe J1iBUaTa)

Pucynok 3.9 — PiBens 3aranom
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3.3 BuchHoBku 3a po3aiziom 3

3a gonomororo UML, 6yno npoBeneHo Jioriune Ta (pi3suyHe MpOeEKTYBaHHS
nonatky. Crouparduch Ha 3a3HA4€HI OPUHLMIM PO3POOKU Oylno HPUUHSTO
pIIIEHHS, 1100 MOAJBIIOT peaizallii MporpaMHOro 3a0e3MmeueHHs.

Po3po0neni npoToTunu B MalOyTHHOMY 3HAYHO JIONOMOXYTh B po3poOilii
J0JIaTKy, a MOJIYJIbHUH, Ta MOAIAHO-OPIEHTOBAHUHN MIAX1J TO3BOJUTH CIIPOCTUTH

Ta IPUCKOPUTHU MIATPUMKY J1a TOMOBHEHHS (YyHKIIOHAITY.
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4 EKCILUTYATAULIS, TECTYBAHHS TA EKCIEPUMEHTAJBHE
TOCJAKEHHS TPOTPAMU

4.1 Tlpu3dHayeHHs Ta MeXaHiKa J0AATKY

CyTHICTB MpOTrpaMu 3aKJIIOYAETHCSA B NIEpeaadl IMepCiitHOro A0CBiny OyTTs
MpaliBHUKOM BYJIUYHOTO Kade B AMnoHii Ta 3 aHIMe J1IBUaTKAMH.

3araJlbHUMU MOKJITHBOCTSIMU €:

—  BioOpa)keHHs KapTUHKH Y VR;

—  B3a€MOJIiS 3 OTOYCHHSIM 3a T0MOoMOror VR KoHTposepis.

Takoxx MpUCyTH1 IHTEPAKTUBH1 00’ €KTH.

OYHKI[ISIMUA 3aMOBHUKA €:

—  IIJIATH J0 CTIMKH 3 3aMOBJICHHIMH;

—  3poOuTH 3aMOBJICHHS,

—  3a0patu 0J110]10;

—  TIITH T€Th.

OYHKIISIMU KYXHI €:

—  MepeMillaTH IHTPeTIEHTH;

—  BHUKOHYBaTH cnenu@ivydi 10 IHTpeI€HTIB Mii;

—  30upatu OJIFO0 3 IHTPE/IIEHTIB.

OYHKIISIMU TYKH €:

—  TPUYENUTH KOTIETY JI0 Meul;

—  CMaXXUTH KOTJIETY.

OYHKIISIMA CTIMKHU 3 JIIMOHAJIOM €

—  TPUYENHUTHU KEeJTUX J0 CTIHKHU;

— HAJIWUTHU 3a3HAYCHU M JJMMOHAaJI.

4.2 YMoBHM BUKOHAHHA JI0AATKY

MinimManpH1 cuctemMHl BuMord Ta I13, o HeoOXiaH1 s QyHKI[IOHYBaHHS

noaatky Oculus Ta nmpeacTaBIeHOTO JT0JATKY:
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—  miakmoueHui monoMm Oculus Quest ado Oculus Quest 2;

—  BCTaHOBJEHHH 1 3amyuieHuii 3actocynok Oculus.

4.3 3amyck 101aTKy

Spotlight

Pistol Whip

SSNOW AN in Arctie Overdrive < SHEED™ Waewer of VR GOTY at the
202 ENCE Awards, this P8 Sicel 178 & fueled h

B :
Learn More ‘.*‘**’ 715 Rty “,

N

InterstellaMontella

= :  Fmeaes

122 “TRigh. i \
| WORRSHIP ™\ v <. . v

TOOAY AT 200 PM JOOAY AT 2:00 Pud TOOAY AT 200 PM
The Mob Flight Plan Challenge DJ Workshop with Interstelia Montella Alr Coenbat Challenge - F/A 18 Hotnet Top
Flight 74 Mormning Shopcopy Gun

Pucynok 4.1 — Expan 3anymienoro gogatky Oculus

Jlyist 3amycKy 3aCTOCYHKY MOTPiOHO 3amycTuTH 3actocyHok Oculus, 1 micms
IIOTO MOXHa 3amyckatu rpy. [ns 3amycky momaTky MOTpiOHO 3amyCTUTH

BUKOHaBuMi Qaiin “Japanese Street Food Cafe.exe”.



52

4.4 Mertoauka Ta pe3yJIibTaTH TeCTYBAHHS

Jlnst TectyBaHHa Oylio mpoBeneHo Ol mpoekTta B pexxkumi Development
Mode, sikuil BKIItouae B OULA MIATPUMKY IHCTPYMEHTIB JJid Je0arriiry, moxkasye
KOHCOJIb C JIOTaMH, Ta aBTOMAaTUYHO MHIIIE JOT (ailnu.

Hamni Oyno 3amymieHo 3actocyHok Oculus, skuii mopTiOeH i 1Hi31ami3anii

VR npocropy, pucyHok 4.2.

%
p 4

"Spothght

Asgard - Wrath

BATTLE ASWYM) N)[’L A GOD. Become the next great Asgatcian
0] % Yot wrenesl ythndl i the legendary worid ol
v

* AP 00

Upcoming Events

IntersteilaMontelia

|
|
1

TOOAY AT 200 PN
D) Workshop with Interstella Mosiella
Maocning Shop

Pucynok 4.2 — Expan 3amymienoro gogatky Oculus

[Ticns mporo 3amyck BuUKoHaBuoro daina “Japanese Street Food Cafe”,

PUCYHOK 4.3.
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BB Japanese Street Food Cafe_BurstDebugin... A File folder

BB Jzpanese Street Food Cafe_Data /3 File folder
B8 MonoBleedingEdge 5/3 File folder
@ Japanese Street Food Cafe.exe 5/31/2023 &:31 AM Application
® UnityCrashHandlerb4.exe 31 AM Application

H UnityPlayer.dl| 31/: AN Application exten...

Pucynok 4.3 — 3anmyck BUKOHaBYOro (paitsia

Jlani rpa mouanacs, 1 KJIIEHTH BX€ Ha MiAXO[1, 10 MOXHa MOOAUYUTH Ha

pucyHKy 4.4 .

ffopunt s ==

Pucynok 4.4 — @yHk11ii 3aMOBHUKIB

Hactynmaum Oymo mepeBipeHO (yHKIIOHAT aBTOMAaTy 3 HANOSMH, IO

MO’KHa TOOQYUTH HAa PUCYHKY 4.5.
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Pucynok 4.5 — IIpouec HaIUTTS HaNoiB

Jani 6ymo mpoTecToBaHO (PyHKIIIOHAJ Tevi, 110 MOKHA TOOAYUTH HA

pucyHnkax 4.6-4.9.

Pucynoxk 4.6 — B34TTs KOTJIETH 13 XOJOUIBHUKA
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Pucynok 4.8 — 3amyck medi uepe3 iHTepaKTHBHE pelie



Pucynok 4.9 — bepemo kotieTy, 000B’43K0BO JIONATKOI0, 00 rapsiye

Hactynaum 6ymo nepeBipeHo mpoiiecc coopy Oyprepa i nepenadi

3aMOBJICHHS, pucyHku 4.10-4.14

Pucynok 4.10 — Po3’ennannst 0ysno4Kky, B3sBILH i1 IBOMa pyKaMu
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Pucynok 4.11 — 36ipka Oyprepa 3riiHO MiJKa3Ku

Pucynok 4.12 — 36ipka Oyprepa 3riiHO MiKa3KH
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Pucynok 4.14 — IIpane3gaTHuil 101aTOK
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BUCHOBKH

B xoxa1 BUKOHaHHS TUIIOMHO1 KBatidikaliifHoi pobotu OakanaBpa Oyio
peani3oBaHO TOJIOBHY METYy — NpPOrpaMHy peani3alilo Tpu Yy BIPTyaJbHIH
peansHoCTl HA Unity Engine. /{7151 1iboro 0yio BUKOHAHO PsiJl 3aBAaHb:

—  IpoaHajizyBaTu npoOjeMHy obnactb puHKy VR irop;

—  JIOCHIAUTH ICHYIOY1 QaHAJIOTH Ir0p Ha CXOXKY TEMaTHKY;

—  BHU3HAYMUTH TEXHIYHI 32CO0M MPOTpaMHOI peaizallii HOBOro pillleHHS;

—  CIPOEKTYBATHU apXiTEKTypy pO3pOOKH HOBOTO 3aCTOCYHKY;

—  Ha OCHOB1 BUKOHAHOTO TPOEKTYBAHHS Pealli3yBaTH HOBHUH JI0JIaTOK;

—  JIOCNIJUTH Ta MPOTECTYBATH HOBE PIlICHHSI.

Po3pobnena  crpykrypa  BeO-3acTOCyHKy  Oyna  peaii3oBaHa 13
Bukopuctanusm UnityEngine, C#, VRIF, URP, MMD4Mecanim, EzySlice,
RealToon, DOTween, DynamicBone, TextMeshPro.

Byno cTBopeHo creHapiil TecTyBaHHS TOAATKY, Ta BUKOPUCTOBYIOUU HOTO
JUTSL TIEPEBIPKU OCHOBHOT JIOTIKH Ta (yHKITIOHAIBHOCTI OYJI0 OTPUMAHO Pe3yJIbTaTH
CBiJIUaTh PO YCHIIIHY peajli3allifo J0AaTKy. B pe3ynbTaTi BUKOHAHHS 3aBIaHHS
Oyna po3poOjieHa cHucTeMa, sIka IOBHICTIO 3aJ0BOJIBHSE€ BC1 BUMOTH, IO OYyJH
BHM3HAYCHI Ha eTari po3poOKM Ta BUKJIAJCHI B TEXHIYHOMY 3aBiaHHi. Po3pobieHa
CUCTEMa € 3pYYHOI0 Y BUKOPUCTaHHI 3a jgonomMoror VR xeziceTy, Ta BUKOHYE BCi
HE0oOXimH1 QyHKIIII.

VYci 3aBnanHs, sKi Oyau MOCTaBJICHI MEpel TUIIIOMHOI0 KBamidiKamiitHOO

poOoTor0 OakanaBpa, Oyau yCIIIIHO BUKOHAHI.
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JTIOJIATOK A

TexHiuHe 3aBIaHHA
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Beryn

HaiimenyBanns: «Japanese Street Food Cafe Simulatory.
Po3poOmtoBana cuctema — 1€ rpa, CUMYJISTOp, Y BIpTYyajdbHINA peaibHOCTI, B

AKIMA TOTP1IOHO 0OCIIYTrOBYBAaTH KIIIEHTIB Kae, roTyBaTH 3aMOBJICHHS Ha 4ac.

A.1 IlincraBa nist po3pooku

[TincTaBoro anss po3poOKM € 3aBAaHHS Ha JAMIUIOMHY KBasiikamiiHy
pobory Ha Temy «Po3pobka VR rpu B cepenoruiii Unity Enginey», 3aTBepmkeHe
Haka3oMm HamioHansHOTO yHIBepcHTETy «3amopizbka momnitexnika» Ne 87 Big 04

kBiTHs 2023 p.

A.2 OCHOBHi BUMOTH /10 IPOTPaMH, 110 PO3POOJISETHCS

Ile rpa y BipTyalbHii peaqbHOCTI LULIIO SIKOi € TMepeaaTd IMEepCUBHUMN

JOCBI OYTTs TpariBHUKOM cTpiT ¢hya kade B SAmnoHii.

A.2.1 Bumoru 10 pyHKIiOHAJIbHUX XaPAKTEPUCTUK

3araJlbHUMHU MOYKJIMBOCTSIMH €:

—  BimoOpakeHHS KapTUHKH Y VR;

—  B3aEMO/IiA 3 OTOUYSHHSM 3a JIONOMOT00 VR KOHTpOIepiB.
Takox mpuCyTHI IHTEPaKTUBHI 00’ €KTH.

DYHKIISIMA 3aMOBHHUKA €:

—  IIOIATH J0 CTIMKH 3 3aMOBJICHHSIMH;

—  3poOHTH 3aMOBJICHHS,

—  3abpatu 0J1r0/10;

—  IIITH T'eTh.

OYHKIISIMU KYXHI €:
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—  IepeMillaTH IHTPEAIEHTH;

—  BUKOHYBAaTH crieUU(i4Hi 10 THTPEAIEHTIB Ail;
—  30upatu OJIF00 3 THTPEIIEHTIB.

OYHKIISIMU MYKH €:

—  NPUYENUTH KOTJIETY J0 Meul;

—  CMa)XUTH KOTJIETY.

OYHKIISIMU CTIMKH 3 TUMOHAJIOM €:

—  TNPUYENUTHU KeJIUX /10 CTINKH;

— HAJINTHU 3a3HAYCHUU JJUMOHAaJ.

A.2.2 Bumoru 10 inTepgeiicy nporpamMu

AHTIIOMOBHUH 1HTEpdEiic, 3p03yMUIHI ISl KOPUCTYBAUiB 3 PI3HUX KpaiH
CBITY.

Cuctema OBUHHA MaTH IHTYITUBHHMM Ta 3py4yHUU 1HTepdeic, IHTYITUBHI
MEXaHIKU Ta IHJIUKAIlli, sIKl HaJaBajdud O MOXJIMBICTh 3PYYHOrO 1 TMO3UTUBHOTO

JOCBITY i1 BUKOPHUCTAHHS J0JIaTKYy.

A.2.3 Bumoru 10 HagiiiHOCTI

VY 3B’S3Ky 3 TUM, IO JOAATOK € OJHOKOPUCTYBAIlbKUM, 0€3 B3aeMOIl 3

IHTEpHETY, BUMOT JI0 HaIIMHOCTI HEMAE.

A.2.4 YMoBH ekcniiyaTauii

['pa moBMHHA KOpPEKTHO 3amyckatucs Ta (YHKIIOHYBaTH Ha ruiaTdhopmax
Windows 32/64 bit, 7, 8.1, 10, 11.

Bumoru 510 anapaTHoro 3a0e3neueHHs:
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—  Oculus Quest/Oculus Quest 2 HamoJIeTIUBO PEKOMEHAYETHCS, HE
IUBIISTYUCH HA HASBHICTH EMYJISTOPA;

—  Bimeokapta, Nvidia Geforce 1050TI / AMD Radeon RX470 a6o Bumie
3 miarpumkoro DirectX 11 aGo Buie;

—  mpoueccop Intel Core 15-7600 / AMD Ryzen 3 2300X a0o Buie;

— 8 GB oneparuBHOi namM’sAT1 a00 OLIbIIIE;

— 2 GB nam’sTi Ha )KOPCTKOMY JTUCKY;

— 2 GB nam’sTI Ha )KOPCTKOMY JIUCKY;

—  BCTaHOBJIEHHUH 1 3a3paneriap 3anymenuit Oculus Hub.



JIOJIATOK B

Texcr nporpamu

68



69

using Cysharp.Threading.Tasks;
using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al;

public class AlManager : MonoBehaviour

{

[SerializeField] private OrderStand[] orderSpots;

[SerializeField] private List<AlCharacter> aiPool;

[SerializeField] private Transform[] spawnPoints;

[SerializeField] private Transform[] despawnPoints;

private int _poollndex = 0;

private void Start()

{
aiPool.Shuffle();

CreateVisitors();

private void CreateVisitors()

{

foreach (var orderSpot in orderSpots)

{
if (lorderSpot.IsBusy)
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var character = aiPool[_poolindex];
var spawnPoint = UnityEngine.Random.Range(0,

spawnPoints.Length);

character.transform.SetPositionAndRotation(spawnPoints[spawnPoint].position,
spawnPoints[spawnPoint].rotation);

character.gameObject.SetActive(true);

character.OrderAt(orderSpot);
character.OnOrderGrabbed += OnOrderGrabbed:;

_poolindex++;
if (_poolindex >= orderSpots.Length)
{

_poolindex = 0;

aiPool.Shuffle();

private void OnOrderGrabbed(AlCharacter character)

{
character.OnOrderGrabbed -= OnOrderGrabbed:;



character.SetAgentDestination(despawnPoints[UnityEngine.Random.Range(0,

despawnPoints.Length)].position, (character) =>

{

character.gameObject.SetActive(false);

b

CreateVisitors();

using DG.Tweening;
using System.Collections;
using UnityEngine;

using UnityEngine.Al;

public class AlCharacter : MonoBehaviour

{
public event System.Action<AlCharacter> OnOrderGrabbed,;
[SerializeField] private Animator animator;
[SerializeField] private NavMeshAgent agent;
[SerializeField] private float walkingMagnitude = 0.01f;

[SerializeField] private string[] randomBlendShapesAnimations;

[SerializeField] private Vector2 blendShapeAnimDelayRange = new
Vector2(3f, 71);

private bool _isBusy = false;

71
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private bool _shouldFireFinish = false;

private OrderStand _agentTargetStand;

private System.Action<AlCharacter> _agentReachedCallback;

public bool IsBusy => _isBusy;

private void Start()

{
if (randomBlendShapesAnimations.Length > 0)

StartCoroutine(PlayRandomBlendShape());

private IEnumerator PlayRandomBlendShape()

{

yield return new
WaitForSeconds(Random.Range(blendShapeAnimDelayRange.x,
blendShapeAnimDelayRange.y));

animator.Play(randomBlendShapesAnimations[Random.Range(0,

randomBlendShapesAnimations.Length)]);

StartCoroutine(PlayRandomBlendShape());

public void OrderAt(OrderStand stand)

{
_agentTargetStand = stand;

_agentTargetStand.IsBusy = true;
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_isBusy = true;

void OnStandReached(AlCharacter )

{
_agentTargetStand.GenerateRandomOrder();

_agentTargetStand.OnOrderFulfilled += OnOrderFulfilled;

SetAgentDestination(_agentTargetStand.OrderAiSpot.position,
OnStandReached);

}

public void SetAgentDestination(Vector3 position,

System.Action<AlCharacter> callback = null)

{

agent.SetDestination(position);

_shouldFireFinish = true;

_agentReachedCallback += callback;

private void Update()
{

if (agent.velocity.magnitude > walkingMagnitude)

{
animator.SetFloat("WalkingSpeed", 1f);

}

else

{
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animator.SetFloat("WalkingSpeed", 0f);

if (_shouldFireFinish && Vector3.Distance(transform.position,

agent.destination) <= agent.stoppingDistance)

{

transform.DORotateQuaternion(_agentTargetStand.OrderAiSpot.rotation,
1f).SetEase(Ease.Linear).OnComplete(() =>

{

animator.CrossFadelnFixedTime("Wave", .15f);

b

_shouldFireFinish = false;

OnPointReached();

private void OnPointReached()

{
_agentReachedCallback?.Invoke(this);

_agentReachedCallback = null;

private void OnOrderFulfilled()

{
_agentTargetStand.OnOrderFulfilled -= OnOrderFulfilled;



_agentTargetStand.IsBusy = false;

_isBusy = false;

OnOrderGrabbed?.Invoke(this);

using Cysharp.Threading.Tasks;
using System.Collections.Generic;

using UnityEngine;

public enum BurgerComponentEnum
{

BunBaot,

Salad,

Tomato,

Patty,

Cheese,

BunTop

public class BurgerConstructor : MonoBehaviour

{
[SerializeField] private GameObject burgerConstructorHint;
[SerializeField] private Renderer bunBotHint;
[SerializeField] private Renderer saladHint;
[SerializeField] private Renderer tomatoHint;
[SerializeField] private Renderer pattyHint;
[SerializeField] private Renderer cheeseHint;

[SerializeField] private Renderer bunTopHint;
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[SerializeField] private GameObject burgerConstructorDone;
[SerializeField] private Renderer bunBotDone;
[SerializeField] private Renderer saladDone;

[SerializeField] private Renderer tomatoDone;
[SerializeField] private Renderer pattyDoneg;

[SerializeField] private Renderer cheeseDone;

[SerializeField] private Renderer bunTopDone;

[SerializeField] private Color highlightHintColor;

[SerializeField] private Color initialHintColor;

[SerializeField] private ParticleSystem doneParticleSystem;

[SerializeField] private AudioSource doneAudioSource;

[SerializeField] private GameObject burgerPrefab;

[SerializeField] private Transform burgerPrefabSpawnPoint;

private BurgerComponentEnum|[] _burgerRecipe;

private List<BurgerComponentEnum> _currentBurgerComponents;

private bool _constructing = true;

private void Start()
{

_burgerRecipe = new[] {
BurgerComponentEnum.BunBot,
BurgerComponentEnum.Salad,
BurgerComponentEnum.Tomato,

BurgerComponentEnum.Patty,
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BurgerComponentEnum.Cheese,

BurgerComponentEnum.BunTop

}

ResetConstruction();

private void ResetConstruction()

{

_currentBurgerComponents = new List<BurgerComponentEnum>();

burgerConstructorHint.SetActive(true);

burgerConstructorDone.SetActive(true);

_constructing = true;

UpdateVisuals();

private void StopConstructing()

{

burgerConstructorHint.SetActive(false);

burgerConstructorDone.SetActive(false);

_constructing = false;

private void UpdateVisuals()

{
for (int i =0; i <_burgerRecipe.Length; i++)
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iIf (i < _currentBurgerComponents.Count)

{

GetComponentHint(_burgerRecipe[i]).gameObject.SetActive(false);

GetComponentDone(_burgerRecipe[i]).gameObject.SetActive(true);
}

else if (i == _currentBurgerComponents.Count)

{

GetComponentHint(_burgerRecipe[i]).gameObject.SetActive(true);

GetComponentDone(_burgerRecipe[i]).gameObject.SetActive(false);
b

else

{

GetComponentHint(_burgerRecipe[i]).gameObject.SetActive(false);

GetComponentDone(_burgerRecipe[i]).gameObject.SetActive(false);
by

private void Update()

{
if (_constructing)

{
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burgerConstructorHint.transform.Rotate(Vector3.forward * 30f *

Time.deltaTime);

}

private void OnTriggerStay(Collider other)
{

var component = other.GetComponent<BurgerComponent>();

if (component != null && _currentBurgerComponents.Count <=
_burgerRecipe.Length
&& burgerRecipe[_currentBurgerComponents.Count] ==
component.BurgerComponentType)
{
if ((component.SpatulaGrabbable !'= null &&
component.SpatulaGrabbable.BeingGrabbed) || component.Grabbable.BeingHeld)

{

GetComponentHint(_burgerRecipe[_currentBurgerComponents.Count]).material.c

olor = highlightHintColor;
by

else

{

GetComponentHint(_burgerRecipe[ _currentBurgerComponents.Count]).material.c

olor = initialHintColor:;

/lcomponent.Grabbable.Dropltem(component.Grabbable.GetPrimaryGrabber(),

false, true);
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_currentBurgerComponents. Add(component.BurgerComponentType);

UpdateVisuals();

if (_currentBurgerComponents.Count == _burgerRecipe.Length)

{
StopConstructing();

doneParticleSystem.Play();
doneAudioSource.Play();

Instantiate(burgerPrefab, burgerPrefabSpawnPoint.position,

burgerPrefabSpawnPoint.rotation);

}

component.gameObject.SetActive(false);

private void OnTriggerExit(Collider other)
{

var component = other.GetComponent<BurgerComponent>();

if (component !'= null && _currentBurgerComponents.Count <=
_burgerRecipe.Length
&& burgerRecipe[ _currentBurgerComponents.Count] ==

component.BurgerComponentType)
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If ((component.SpatulaGrabbable != null &&
component.SpatulaGrabbable.BeingGrabbed) || component.Grabbable.BeingHeld)

{

GetComponentHint(_burgerRecipe[ _currentBurgerComponents.Count]).material.c
olor = initialHintColor;

}

else

{

GetComponentHint(_burgerRecipe[_currentBurgerComponents.Count]).material.c

olor = initialHintColor;

}

private Renderer GetComponentHint(BurgerComponentEnum
component)

{

return component switch

{
BurgerComponentEnum.BunBot => bunBotHint,
BurgerComponentEnum.Salad => saladHint,
BurgerComponentEnum.Tomato => tomatoHint,
BurgerComponentEnum.Patty => pattyHint,
BurgerComponentEnum.Cheese => cheeseHint,
BurgerComponentEnum.BunTop => bunTopHint,

_=>null,

};
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private Renderer GetComponentDone(BurgerComponentEnum
component)

{

return component switch

{
BurgerComponentEnum.BunBot => bunBotDone,
BurgerComponentEnum.Salad => saladDone,
BurgerComponentEnum.Tomato => tomatoDone,
BurgerComponentEnum.Patty => pattyDone,
BurgerComponentEnum.Cheese => cheeseDone,
BurgerComponentEnum.BunTop => bunTopDone,

_=>null,

using BNG;
using System.Collections;
using UnityEngine;

using DG.Tweening;

public class DrinkSpot : MonoBehaviour

{

[SerializeField] private SnapZone snapZone;
[SerializeField] private OrderableDrinks drinkType;

[SerializeField] private ParticleSystem fillParticleSystem;

[SerializeField] private Color liquidColor = Color.white;
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[SerializeField] private Vector3 liquidTargetScale = new
Vector3(0.1050095f, 0.0002893895f, 0.1050095f);
[SerializeField] private float liquidTargetY = 0.1491f;

private bool drinkSnapped = false;
private void Start()

{
snapZone.OnSnapEvent. AddListener(OnDrinkSnapped);

private void OnDrinkSnapped(Grabbable grabbableDrink)

{
drinkSnapped = true;

grabbableDrink.enabled = true;

grabbableDrink.gameObject. AddComponent<PreparedFood>().OrderableDrink Ty
pe = drinkType;
grabbableDrink.gameObject.name = drink Type.ToString();

StartCoroutine(FillDrink(grabbableDrink));

public interface ISpatulaGrabbableReceiver

{
public string[] AllowedGrabbableNames { get; }

public void Pass(SpatulaGrabbable grabbable);
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void ShowHighlight();
void HideHighlight();

using EzySlice;
using UnityEngine;

public class Knife : MonoBehaviour

{

[SerializeField] private Transform startSlicePoint;
[SerializeField] private Transform endSlicePoint;
[SerializeField] private LayerMask sliceableLayer;

[SerializeField] private VelocityEstimator velocityEstimator;

private void FixedUpdate()
{

bool hasHit = Physics.Linecast(startSlicePoint.position,

endSlicePoint.position, out RaycastHit hit, sliceableLayer);

if (hasHit)
{

var target = hit.transform.gameObject;

var sliceable = target.GetComponent<Sliceable>();

Slice(sliceable);

private void Slice(Sliceable target)

{
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Vector3 velocity = velocityEstimator.GetVelocityEstimate();
Vector3 planeNormal = Vector3.Cross(endSlicePoint.position -
startSlicePoint.position, velocity);

planeNormal.Normalize();

SlicedHull hull = target.gameObject.Slice(endSlicePoint.position,

planeNormal);

if (hull = null)
{
GameObject upperHull = hull.CreateUpperHull(target.gameObject,
target.CrossSectionMaterial);
upperHull.name = $"{target.gameObject.name} (Upper)";
SetupHull(target, upperHull);

GameObject lowerHull = hull.CreateLowerHull(target.gameObject,
target.CrossSectionMaterial);
upperHull.name = $"{target.name} (Lower)";

SetupHull(target, lowerHull);

Destroy(target.gameQObject);

private void SetupHull(Sliceable target, GameObject hull)

{
target.SetupHull(hull. AddComponent<Sliceable>());

hull.layer = LayerMask.NameToLayer("Sliceable");



using System;

using System.Collections.Generic;

public static class ListExtensions

{

private static readonly Random _rng = new();

public static void Shuffle<T>(this IList<T> list)
{
int n = list.Count;
while (n > 1)
{
n--,
int kK =_rng.Next(n + 1);
T value = list[K];
list[K] = list[n];

list[n] = value;

using System;

using System.Collections.Generic;

public static class ListExtensions

{

private static readonly Random _rng = new();

public static void Shuffle<T>(this IList<T> list)
{
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int n = list.Count;
while (n > 1)
{
n--;
int k = _rng.Next(n + 1);
T value = list[K];
list[K] = list[n];

list[n] = value;

using BNG;

using DG.Tweening;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public enum OrderableFood

{

Burger

public enum OrderableDrinks
{

Cola,

Fanta,

Sprite,

Pepsi
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public class OrderStand : MonoBehaviour

{
public event System.Action OnOrderFulfilled;

[SerializeField] private Transform orderAiSpot;

[SerializeField] private CanvasGroup orderCanvasGroup;

[SerializeField] private Image burgerSprite;

[SerializeField] private Image colalmage;
[SerializeField] private Image spritelmage;
[SerializeField] private Image fantalmage;

[SerializeField] private Image pepsilmage;

private bool _isBusy = false;

private bool _hasOrder = false;

private OrderableFood[] _orderedFood;
private OrderableDrinks[] _orderedDrinks;

private List<PreparedFood> foodInTrigger = new

List<PreparedFood>();

public Transform OrderAiSpot => orderAiSpot;
public bool HasOrder => _hasOrder;

public bool IsBusy { get => _isBusy; set => isBusy = value; }

public void GenerateRandomOrder()

{
if (_hasOrder)
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return;

_orderedFood = new[] { OrderableFood.Burger };
_orderedDrinks = new[] { (OrderableDrinks)Random.Range(0, 4) };

_hasOrder = true;

foreach (var food in _orderedFood)

{
GetFoodImage(food).gameObject.SetActive(true);

foreach (var drink in _orderedDrinks)

{
GetDrinkImage(drink).gameObject.SetActive(true);

orderCanvasGroup.gameObject.SetActive(true);
orderCanvasGroup.DOFade(1f, 1f);

private void FinishOrder()
{

_hasOrder = false;
orderCanvasGroup.DOFade(0f, 1f).OnComplete(() =>
{

orderCanvasGroup.gameObject.SetActive(false);

foreach (var food in _orderedFood)
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GetFoodImage(food).gameObject.SetActive(false);

foreach (var drink in _orderedDrinks)

{
GetDrinkImage(drink).gameObject.SetActive(false);

b

private void OnTriggerEnter(Collider other)
{

var preparedFood = other.GetComponent<PreparedFood>();

if (preparedFood != null &&
I foodInTrigger.Contains(preparedFood))

{
_foodInTrigger.Add(preparedFood);

}

private void OnTriggerExit(Collider other)
{

var preparedFood = other.GetComponent<PreparedFood>();

if (preparedFood != null && _foodInTrigger.Contains(preparedFood))

{
_foodInTrigger.Add(preparedFood);
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private void Update()

{
if (! _hasOrder)

return;

bool foodFullfilled = true;
List<PreparedFood> rightFood = new List<PreparedFood>();

foreach (var food in _orderedFood)

{
var foodInTrigger = _foodInTrigger.Find(foodInTrigger =>

foodInTrigger.IsFood && foodInTrigger.OrderableFoodType == food);

if (foodInTrigger == null ||
foodInTrigger.GetComponent<Grabbable>().BeingHeld)

{
foodFullfilled = false;
break;
by
else
{
rightFood.Add(foodInTrigger);
¥
¥

foreach (var drink in _orderedDrinks)

{



var foodInTrigger = _foodInTrigger.Find(foodInTrigger =>
foodInTrigger.IsDrink && foodInTrigger.OrderableDrinkType == drink);

If (foodInTrigger == null ||
foodInTrigger.GetComponent<Grabbable>().BeingHeld)

{
foodFullfilled = false;
break;
}
else
{
rightFood. Add(foodInTrigger);
¥

if (foodFullfilled)
{

foreach (var food in rightFood)

{

_foodInTrigger.Remove(food);

Destroy(food.gameObject);

OnOrderFulfilled?.Invoke();

FinishOrder();

private Image GetFoodImage(OrderableFood food)
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return food switch

{
OrderableFood.Burger => burgerSprite,

_=>null

private Image GetDrinklmage(OrderableDrinks food)

{
return food switch
{
OrderableDrinks.Cola => colalmage,
OrderableDrinks.Fanta => fantalmage,
OrderableDrinks.Sprite => spritelmage,
OrderableDrinks.Pepsi => pepsilmage,
_=>null
b
¥
¥
using BNG;

using Cysharp.Threading. Tasks;
using UnityEngine;

using DG.Tweening;

public class Patty : MonoBehaviour

{
[SerializeField] private Grabbable grabbable;

[SerializeField] private SpatulaGrabbable spatulaGrabbable;
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[SerializeField] private int prepareTime = 10;
[SerializeField] private MeshRenderer gfx;
[SerializeField] private ParticleSystem bakingEffect;
[SerializeField] private Rigidbody pattyRigidbody;

[SerializeField] private BurgerComponent burgerComponent;
[SerializeField] private Color bakedColor = new Color32(121, 141, 82,
private float _doneness = Of;

private Color _gfxMateriallnitialColor;

public bool BeingBaked { get; private set; }

public bool Done;

public Grabbable Grabbable => grabbable;

public Rigidbody PattyRigidbody => pattyRigidbody;

public float Doneness

{

get

{
return _doneness;

by

set

{
if (value '= _doneness)
{

OnDonenessUpdated(_doneness, value);



_doneness = value;

private void Start()

{
spatulaGrabbable.CanGrab = false;

_gfxMateriallnitialColor = gfx.material.color;

public void StartBaking()

{
BeingBaked = true;

pattyRigidbody.isKinematic = true;

bakingEffect.Play();

private void OnDonenessUpdated(float prevValue, float newValue)

{
if (Done)

{

return;

var donenessValue = newValue;

if (newValue > prepareTime)

{
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donenessValue = prepareTime;

pattyRigidbody.isKinematic = false;
spatulaGrabbable.CanGrab = true;

burgerComponent.CanUse = true;

bakingEffect.Stop();

Done = true;

var color = Color.Lerp(_gfxMateriallnitialColor, bakedColor,

donenessValue / prepareTime);

gfx.material. DOColor(color, Time.deltaTime).SetEase(Ease.Linear);

using DG.Tweening;
using System;
using System.Collections.Generic;

using UnityEngine;

public class PattySlot : MonoBehaviour

{
public event Action<PattySlot> OnPattyPlaced:;

public event Action<PattySlot> OnPattyRemoved;

[SerializeField] private CanvasGroup highlightCanvasGroup;
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[SerializeField] private Transform snapTransform;

private List<Patty> pattiesInTrigger = new List<Patty>();
private bool _hasPatty = false;

private Patty _patty;

public bool HasPatty => _hasPatty;
public Patty Patty => patty;

private void OnTriggerEnter(Collider other)

{
if (_hasPatty)

{

return;

var patty = other.GetComponent<Patty>();

if (patty != null && ! pattiesIinTrigger.Contains(patty) &&
Ipatty.Done)

{
_pattiesInTrigger.Add(patty);

highlightCanvasGroup.DOFade(1f, 0.5f);

private void OnTriggerExit(Collider other)

{
var patty = other.GetComponent<Patty>();



If (patty != null && _pattiesinTrigger.Contains(patty))

{
_pattiesInTrigger.Remove(patty);

iIf (_pattiesinTrigger.Count == 0)

{
highlightCanvasGroup.DOFade(0f, 0.5f);

if (patty == _patty)
{
_patty = null;
_hasPatty = false;

}

private void OnTriggerStay(Collider other)

{
if (_hasPatty)

return;

var patty = other.GetComponent<Patty>();

If (patty != null && _pattiesinTrigger.Contains(patty))

{
If (patty.Grabbable.BeingHeld)

{
SnapPatty(patty);
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private void Update()

{
foreach (var patty in _pattiesinTrigger)

{
var pattyCollider = patty.GetComponent<Collider>();

if (pattyCollider.enabled)
OnTriggerExit(pattyCollider);

private void SnapPatty(Patty patty)

{
_hasPatty = true;

_patty = patty;

_patty.Grabbable.enabled = false;
_patty.PattyRigidbody.isKinematic = true;

_ patty.transform.SetParent(snapTransform);
_patty.transform.localPosition = Vector3.zero;

_patty.transform.localRotation = Quaternion.identity;

highlightCanvasGroup.DOFade(0f, 0.5f);
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using UnityEngine;

public class PreparedFood : MonoBehaviour
{
[SerializeField] private bool isFood = false;
[SerializeField] private OrderableFood orderableFoodType;
[SerializeField] private bool isDrink = false;
[SerializeField] private OrderableDrinks orderableDrinkType;

public OrderableFood OrderableFoodType
{
get => orderableFoodType;
set
{
isFood = true;
isDrink = false;

orderableFoodType = value;

public OrderableDrinks OrderableDrinkType
{
get => orderableDrinkType;
set
{
isFood = false;
isDrink = true;

orderableDrinkType = value;
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public bool IsFood => isFood;

public bool IsDrink => isDrink;

using UnityEngine;

public class Sliceable : MonoBehaviour

{

[SerializeField] private Material crossSectionMaterial;

public Material CrossSectionMaterial { get => crossSectionMaterial; set
=> crossSectionMaterial = value; }

public virtual void SetupHull(Sliceable newSliceable)

{
newSliceable.gameObject. AddComponent<Rigidbody>();

newSliceable.gameObject. AddComponent<MeshCollider>().convex =

true;

newSliceable.CrossSectionMaterial = CrossSectionMaterial;

using BNG;
using UnityEngine;

public class BurgerComponent : MonoBehaviour

{
[SerializeField] private BurgerComponentEnum burgerComponentType;
[SerializeField] private Grabbable grabbable;
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[SerializeField] private SpatulaGrabbable spatulaGrabbable;

[SerializeField] private bool canUse = true;

public BurgerComponentEnum BurgerComponentType =>
burgerComponentType;

public Grabbable Grabbable => grabbable;

public SpatulaGrabbable SpatulaGrabbable => spatulaGrabbable;

public bool CanUse { get => canUse; set => canUse = value; }

using Cysharp.Threading.Tasks;
using System.Collections.Generic;

using UnityEngine;

public enum BurgerComponentEnum

{
BunBot,

Salad,
Tomato,
Patty,
Cheese,

BunTop

using BNG;
using UnityEngine;
using UnityEngine.InputSystem;

public class Spatula : MonoBehaviour
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[SerializeField] private Grabbable grabbable;

[SerializeField] private SpatulaTrigger spatulaTrigger;
[SerializeField] private Transform receiverRaycastTransform;
[SerializeField] private Transform snapTransform;
[SerializeField] private InputActionReference leftGrabAction;

[SerializeField] private InputActionReference rightGrabAction;

private SpatulaGrabbable grabbedGrabbable;
private ISpatulaGrabbableReceiver _receiver;

private bool _grabbing;

private void Update()

{
if ('grabbable.BeingHeld)

{
if (_grabbing)
{
ReleaseGrabbable();

return;

var inputValue = 0f;

If (grabbable.GetPrimaryGrabber().HandSide ==
ControllerHand. Left)

{

inputValue = leftGrabAction.action.ReadValue<float>();
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}

else

{
inputValue = rightGrabAction.action.ReadValue<float>();

If (inputVValue > .5f)
{
if (!_grabbing)

{
TryGrabGrabbable();

}
else
{
if (_grabbing)
{
ReleaseGrabbable();

if (_grabbing)
{
iIf (Physics.Raycast(receiverRaycastTransform.position,
receiverRaycastTransform.forward, out var info, 1f))
{
var receiver =

info.collider.GetComponent<ISpatulaGrabbableReceiver>();

if (receiver = null)



if (_receiver != null)

{

if (_receiver != receiver)

{
_receiver.HideHighlight();

}

else

{

_receiver = receiver,

_receiver.ShowHighlight();

}

else

{

if (_receiver !'=null)

{
_receiver.HideHighlight();

_receiver = null;

private void TryGrabGrabbable()
{
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If (spatulaTrigger.NearestGrabbable != null)
{

_grabbedGrabbable = spatulaTrigger.NearestGrabbable;
_grabbedGrabbable.transform.SetParent(snap Transform);
_grabbedGrabbable.transform.localPosition = Vector3.zero;
_grabbedGrabbable.transform.localRotation = Quaternion.identity;

_grabbedGrabbable.OnGrabbed();

_grabbing = true;

public void ForceReleaseGrabbable()

{
ReleaseGrabbable();

private void ReleaseGrabbable()

{
_grabbedGrabbable.transform.SetParent(null);
_grabbedGrabbable.OnRelease();

_grabbedGrabbable = null;

_grabbing = false;
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using BNG;
using UnityEngine;

public class SpatulaGrabbable : MonoBehaviour

{
[SerializeField] private Grabbable grabbable;

[SerializeField] private Rigidbody spatulaRigidbody;
[SerializeField] private Collider spatulaCollider;

public bool BeingGrabbed { get; private set; } = false;
public bool CanGrab { get; set; } = true;

public Rigidbody Rigidbody => spatulaRigidbody;

public void OnGrabbed()
{

spatulaCollider.enabled = false;

spatulaRigidbody.isKinematic = true;

BeingGrabbed = true;

public void OnRelease()
{

spatulaCollider.enabled = true;

spatulaRigidbody.isKinematic = false;

BeingGrabbed = false;
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using System.Collections.Generic;

using UnityEngine;

public class SpatulaTrigger : MonoBehaviour

{
private List<SpatulaGrabbable> grabbablesInTrigger = new

List<SpatulaGrabbable>();

private SpatulaGrabbable _nearestGrabbable;

public IReadOnlyList<SpatulaGrabbable> GrabbablesInTrigger =>
_grabbablesInTrigger;

public SpatulaGrabbable NearestGrabbable => nearestGrabbable;

private void OnTriggerEnter(Collider other)

{
var grabbable = other.GetComponent<SpatulaGrabbable>();

if (grabbable '= null && grabbable.CanGrab &&
I_grabbablesinTrigger.Contains(grabbable))

{
_grabbablesInTrigger.Add(grabbable);

UpdateNearestGrabbable();

private void OnTriggerExit(Collider other)
{
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var grabbable = other.GetComponent<SpatulaGrabbable>();
if (grabbable '= null && _grabbablesInTrigger.Contains(grabbable))
{

_grabbablesInTrigger.Remove(grabbable);

UpdateNearestGrabbable();

private void UpdateNearestGrabbable()

{
if (_grabbablesInTrigger.Count == 0)
{
_nearestGrabbable = null;
b
else if (_grabbablesinTrigger.Count == 1)
{
_nearestGrabbable = _grabbablesIinTrigger[0];
¥
else
{

var leastDistance = Mathf. Infinity;

foreach (var grabbableInTrigger in _grabbablesInTrigger)
{

var distanceToGrabbable = Vector3.Distance(transform.position,

grabbableInTrigger.transform.position);

If (distanceToGrabbable < leastDistance)
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leastDistance = distanceToGrabbable;

_nearestGrabbable = grabbableInTrigger;

private void Update()

{
UpdateNearestGrabbable();

using BNG;
using UnityEngine;

public class Stove : MonoBehaviour

{
[SerializeField] private PattySlot[] pattySlots;

[SerializeField] private HingeHelper hingeHelper;

private float _hingeValue = Of;

private void Start()
{

hingeHelper.onHingeSnapChange.AddListener(OnHingeSnapChange);
by
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private void OnHingeSnapChange(float value)
{

_hingeValue = value;

private void Update()

{
if (_hingeValue != 0f)

{
foreach (var pattySlot in pattySlots)

{
If (pattySlot.HasPatty && !pattySlot.Patty.BeingBaked)

{
pattySlot.Patty.StartBaking();

b
else if (pattySlot.HasPatty && pattySlot.Patty.BeingBaked)

{
pattySlot.Patty.Doneness += Time.deltaTime;

}

else

{
foreach (var pattySlot in pattySlots)

{
If (pattySlot.HasPatty && pattySlot.Patty.BeingBaked)

{
pattySlot.Patty.StopBaking();
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foreach (var pattySlot in pattySlots)

{
¥
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Caaiam npeszeHrauii
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MiHICTEpPCTBO OCBITU Ta HayKu YKpaiHu
HauioHanbHUI yHiBepcuTeT «3anopisbKa NoniTexHika»
Kadeapa nporpamHmx 3acobie

Po3po6ka VR rpu
B cepepoBumuli Unity Engine

BukoHas: Maxomos PomaH Ceprinosmy
Cr. rpynu KHT-120cn

KepigHuuk: Wutikoea OneHa BikTopisHa
K.T.H.

Pucynok B.1 — Cnaiin 1

Meta, 06’eKT, npeaMeT i 3aaa4i poboTH

O6’eKT gocnifeHHa - npouec nporpamHol peanisayii VR cepegosuiua.

MpeameT AochigKeHHA - nporpamHa peanisauis VR rpu y cepegosuuyi Unity
Engine.

MeTta po6oTu - po3pobKa nporpamHoi peanizauii VR rpu y cepegosuLi
UnityEngine.

Pucynok B.2 — Cnaiin 2
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3ajadi AoCNiAXKEeHHSA

. NpoaHanizyBatn npobaemHy obnactb VR 3aCTOCYHKIB;

. AocnignuTtu iCHYIOMI aHanoru irop 3i CXoXoK TeMaTUKOIo;

. 3 ypaxyBaHHAM aHasnorie cchopMyBaTH KOHUENLUit0o HOBOrO AOAATKY;

. BU3HauMTK TEXHIYHI 3ac0bu, AKI AO3BONATH ONTMMI3YBaTU NpoLeC PO3pPobKM;
. CnpoektyBaTti Nnpouyec po3pobKu, HaNMCaHHA KOAY Ta TeCTyBaHHA;

. 3 ypaxyBaHHAM nonepeaHix NyHKTIB po3pobuTH NporpamHy peanisauito
HOBOro AOAATKY;

. AdocniguTtK Ta NpoTeCcTyBaTU HOBE PilleHHA.

Pucynok B.3 — Cnaiig 3

Cdepa 3acTtocyBaHHA VR gopatkis

. IrpoBa iHaycTpia: VR-irpm € oAHMM 3 HaUnNonynsapHiWwmMx cep 3acTocyBaHHA
BipTyanbHO! peanbHOCTI.

. Ocgita: VR MoXe Byt BUKOpUCTaHa B OCBITHIX UiNAX ANA CTBOPEHHA
iHT@PaKTUBHMUX HaBYa/lbHUX CEPEeAOBMLY.

. Apxitektypa i gu3aiH: VR A03BONAE apxiTeKTOpam i AuM3alHepam CTBOPIOBaTH

BipTyanbHi Mogeni byaisens Ta iHTep'epis.
N

4

Pucynoxk B.4 — Crnaiin 4
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[TOpiIBHAHHA ICHYO4YMX aHaNoriB

Kpurepl -
Cooking Simulator VR The Cooking Game VR
nOpisMANHA
Pisemn rpading Buacoxui Husbknit

Kinsxicrs

Bucoxa Huaoxa
peuenrie

CyvacHa
Cerrmmr Espona/AMepvia 3BVNARHA KYXHA

Nocranoxkannnene

KinsnicTe T2
plssoManiTHicTs Bucoxa Huanka

pexeMa

MynsTvnneep Hi Tax

NpoayKTHBHICTS Cepenmn Bucoxa

Rinbxicrs i . .
1060 [85% noanrTmeni) 40 (70% noautueskl)

siArysis

Pucynok B.5 — Cnaiig 5

[TopiBHAHHA ICHYKYMX aHaNoriB

Cooking Simulator VR The Cooking Game VR

Pucynok B.6 — Cnaiin 6
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ApxiTeKkTypa Ha 6a3i npMHUMNIB NOAIMHO-OPiEHTOBAHOI O
nporpamyBaHHA

[ Event Emitter J

b

D00 o ()

Events V

Pucynok B.7 — Cnaiin 7

Jliarpama KnaciB 3aCTOCYHKY

Pucynok B.8 — Cnaiin 8
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[TOpiBHAHHA IrPOBUX ABUIYHIB

Pucynok B.9 — Cnaiin 9

MopiBHAHHA MOB, fAKi Unity B TiM 4uM iHWIiKM DopMi
MATPUMYE

Kputepin C# UnityScript Boo

MpocToTa BUBYEHHA Ta Nopir
BXOKEHHMA
Tunizauin Cratuyma OunHamivxa Cratnuna

Cepeaus Hu3bka Hu3bka

NpoAayKTUBHICTL Bucoxa Hu3bka HuabKa

Cxomuit Ha C++, )
CHUHTaKCHC PR Cxomui Ha JavaScript Cxoxmit Ha Python
v

He niaTpuMyeTHCA He niaTpuMyeTses

C ni
ra WIPHRYETRCA no4mHaw4m 3 2018.x 3 suxoay Unity 4

Pucynok B.10 — Cnaiig 10
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[MocTtaBneHi ana peanizayii GyHKUIT AoAaTKy

1. 3aranbHi MOXAMBOCTI:
1. BigotpaxeHHs KapTuHKK Yy VR OTOMEHHI.
2. B3aemopis 3 OTONEHHAM 3a gonomoroto VR
KOHTPONEPIB.
2. IHTepakTuBHiI 06’€KTH Ta 1X PYHKUIT:
1. 3aMOBHMK:

1
75
3.
4

MiAIATH 40 CTIMKKU 3 3aMOBNCHHAMM;
3poBUTH 3aMOBIEHHA;

3abpartu 611040;

MNitv reTs;

3. KyxHAa:
1. Nepemiwary inrpegieHTu;
2. Bukoxysatu cneyudiudi go
iHrpeaienTis gi;
3. 36upartu 611040 3 iHrpegieHris;
4. MMiyka:
1. lpuyenuTy KOTAETY A0 neYi;
2. CMmaxuT KOTNeTy;

5. CrifKka 3 "MMOHAJOM:
1. Tpuuennty Kenux 40 CTINKu;
2. HanuTti 3a3HaYeHUM NMMOHAA;

Pucynok B.11 — Cnaiig 11

3HIMKM 3 rpu

Pucynoxk B.12 — Cnaiin 12
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3HIMKMU

Pucynoxk B.13 — Cnaiin 13

3HIMKM 3 rpU

Pucynok B.14 — Cnaiig 14
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BUCHOBKM

B X0Al BUKCHaHHA AMNAOMHOT poboTH, ByNo peanizoBaHo roNoBHY METY - NPorpamHy
peanizauito VR rpm B cepegosuui UnityEngine. Ana uporo 6yno BUKOHAHO HACTYNHI 3aBAaHHA:

lMpoaHanizoBaHo npobnemHy obnactb VR 3aCTOCYHKIB;

AocniKeHo ICHYIOHT aHanory irop 3i CXoXow TeMaTUKOR;

3 ypaxyBaHHAM aHanoris ccopmMoBaHo KOHUenuilo HOBOro AoAaTKY;

Bu3aHaueHo TexHiYHi 3acobu, AKI A03BONATL ONTUMI3YBaTHU NPOLEC PO3POBKU;
CnpoeKToBaHO NpouUec po3pobKU, HaNUCAHHA KOAY Ta TECTYBAHHA;

3 ypaxyBaHHAM NonepeaHiX NyHKTIB po3pobneHo NporpamHy peanizauio HOBOro AoAatKy;
JocnigKeHo Ta NPOTECTOBaHO HOBE PilleHHA.

B pe3ynbTarti BUKOHAHHA 3aBAaHHA, 3riAHO BMLIE3a3HAaYeHOoro nnaHa, 6yno CTBOPEHO A0AATOK,
Wo BiANOBiAaE BUMOram, BU3HAYEHMM B TEXHIYHOMY 3aB/aHHi, Ta BMKOHYE BCi HEOOXiaHi

yHKUiT.

Pucynoxk B.15 — Cnaiin 15
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