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PEDEPAT

I13: 79 c., 50 puc., 6 Tabin., 11 mxepen.

3D, C#, GAME, GODOT ENGINE, UNITY, UNREAL ENGINE, ITPOBUI
PVIIIIN

Mera poGotu — po3poOka Komm'rOTepHOi TIpu MoBowo C# 3a J0MOMOroro
cepenouiia Unity.

OG’exT po3poOKH — mpollec po3poOKU KoMIT'toTepHOi rpu Moo C# 3a
nornomMororo cepenosuiia Unity.

[TosicHrOBanbHA 3amucKa CKIanaeTbes 3 3po3aunB. llepumid po3ain nprCBIYEHO
OMKCY Ta aHaII3y MPeIMETHOI 00J1acTi Po3poOKH, a came: Kiacudikailli KOMI IOTEPHUX
1rop, eTanu po3poOKH KOMIT IOTEPHUX 1rop.

Hpyruii po3ain NpucBAY€HO oIy irpoBux pywiiB a came: Unity, Unreal Engine,
Godot Engine.

VY TpeTboMy pO3/iIl OMUCYETHCS MPOLIEC PO3POOKH TpU, a camMe: MPOEKTYBaHHS,
po3pobka iHTepdelicy rpu, po3podka npedabdbiB Ta 3D momenei, po3poOka piBHIB,

JIoKai3alis rpu, 30ipKa rpu, TECTYBaHHsI, CTBOPEHHS 1HCTaJISATOPA.
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CKOPOYEHHSA TA YMOBHI IIO3HAYKH

VR - (Virtual Reality) BipTyanbHa peanbHICTh

IDE - (Integrated Development Environment) [nTerpoBane cepeoBuiiie po3poOKu
2D - (2-Dimensional) /IBoBuMipHuUii

2.5D - (2.5-Dimensional) 2,5 - MipHuii

3D - (3-Dimensional) TproBUMipHUt

GUI - (Graphic User Interface) ['padiunmii inTepdeiic kopucryBaya

UI - (User Interface) [nTepdetic kopructyBaua



BCTYII

Komm'toTepHi irpu 3aiiMaroTh 3HaYHy YaCTUHY CY4acCHOI pO3BaKaJIbHOT KYJIbTYPH.
[anycTpia Bimeoirop, Xo4 i 3'siBUiIacs BIIHOCHO HenaBHO, Onu3bko 40 pOKIB TOMY,
OpoMIIIa BpakalOUuWd PO3BUTOK 1 CTajla BEJIMKOI Ta MPUOYTKOBOIO Taiy33i0 3
HIOPIYHUMHU  JIOXOJAMH B COTHI MUIBSAPAIB J0JapiB. 3pOCTaHHSA MOMYJISIPHOCTI
BIpTYaJbHUX pO3Bar MOXJIMBE 3aBISKH IIHPOKOMY TMOIIMPEHHIO KOMII'TOTEPHUX
TEXHOJIOT'1H, 30KkpeMa Mepexi [HTepHeT.

[udpoBe mommpeHHs: BiJICOITOp CHPUSIIO MOMXKIMBOCTI MEHIIUM 1 HE3aJICKHUM
pPO3pOOHUKAM 3aiiMaTUCSl CTBOPEHHAM 1rop 0€3 3HaUHHMX BUTpAT Ha (pi3u4HI Komli. PuHOK
KOMII'FOTEPHUX 1TOp 3pOCTA€E 3 KOKHUM POKOM, 1 3aBISIKM IIUPOKOMY CIIEKTPY JKaHpIB Ta
PI3HOMAHITTIO 1IrOp, KOKEH MOXKE 3HAWTH IIOCh Ha CBIM cMak. Bix kazyaiabHUX 1rop A0
BAXKHUX CTpATErii y peaJbHOMY 4Yacl Ta OHJIAWH 1rop - BUOIp 3aJMINAETHCA 3a
KOPHUCTYBauEM.

Bapro Big3HAuWTH, IO B CYy4YacCHOMY CBITI PO3poOKa KOMM'IOTEPHUX Irop He
OOMEXKYEThCS JIMIIEC PO3BAXAIBHUMH 1rpaMu. Bineoirpu crainu 1MIHHUM THCTPYMEHTOM
JUTSI HABYAHHS Ta BAKOPUCTOBYIOTHCS JIJIS JOCATHEHHSI JOCHITHUIIBKUX ITiei. HaBuampHi
IrpY CTBOPIOIOTHCS 3 METOK IMepeAadl 3HaHb 1 HAaBUYOK y BUIVISAL I[IKABOTO Ta
3aXOIUTIOI0YOTO JOCBiAY. BOHM MOXyTh OyTH BUKOPHCTaH] Y HAaBYAJIBHHUX 3aKjagax abo
TPEHIHTOBHX IIporpamax.

Takum 9MHOM, KOMITFOTEPHI ITPH HE TIIBKU HAJAIOTh PO3BAKAIBHHUMN BIAMOYHUHOK,
ajle 1 BUKOPHUCTOBYIOTHCS SIK €(EKTUBHUU IHCTPYMEHT JUJIsi HaBUYAaHHS Ta PO3BUTKY
iHTeNeKTyalbHUX 31i0HOCTEH. IX PoJb y cydacHOMy CBiTi cTae Bce OLIbIN BAroMoIO i
BIJIKpUBAE HOB1 MOXJIMBOCTI JIJI BUKOPUCTAHHS B PI3HUX Cepax KUTTH.

Mertoro nummioMHoi podoTu € po3pooka 3D rpu «The - Ball» y xaunpi miatdopmep

3a joromoror MoBu C# ta cepenosuina Unity.



1 OIIUC MPEJIMETHOI OBJIACTI

Komm'toTepHi irpu - 1e mporpamu, siki CTBOPIOIOTECS JIJIsl pO3Bark Ta po3BUTKY,
a0o 15 HaBYaHHA 1HIIMX (QYHKIIIH, sIK1 TTOB'sI3aH1 3 pOOOTOI0 Ha KOMIT'IOTEPI.

Komn'torepHi irpu MoxxHa Kiacu(ikyBaTu 3a bararbMa napaMeTpamu:

- J)KaHp;

- uatopma;

- KUTbKICTh T'PaBIIiB;

- BIKOBa KaTeropis.

XKaup koMI't0TepHOI TpH - 11e KaTeropis, 10 SKOi MOKHA BIJHECTH TPy 3aJIEKHO
B[ ii XapaKTepHUCTUK 1 ocoOnMBocTel reiimmieto. XKaHp BU3HaUa€e TEMaTUKY, MEXaHIKY
IpH, UUILOBY ayAUTOpI0 Ta 1HII acnekTd TIpu. Hukde HaBeneHl JedKl >KaHpU
KOMIT FOTEPHUX 1r0p.

Exmien (Action). CyTHICTh €KIIIEHIB BigoOpaxkae iXHIO Ha3By — Yy MepeKiajl 3
aHTJIIACHKOI BOHA O3HAYAE <JIII0», 1 TYT I'PaBEllb 3HAXOJUTHCA B CAMOMY LEHTpi Jii Ta
Kepye HUM. 31eOUThIIOTO BOHO MOB’s13aHe 3 (PI3MUHUMHU BUIIPOOYBAHHSIMHU, SIK1 TOTPIOHO
nogoJsiatu. Jlo 1pOro >KaHpy Haliekalnu Haumepin Bifeoirpu, Hanpukian, Galaga Tta
Donkey Kong. 3a3Buuaii B ekiieHax JyXe JIETKO pO3MOYaTd TPy, TOMY BOHH JIOCI
3aJIMIIAIOTHCS] HAUTTOMYJISIPHIIIUMH Bigeoirpamu [1].

[InaTtdopmepr oTpuManu CBOIO HA3BY 3aBIsSKM TOMY, LIO0O B Mpoleci rpu ii
TOJIOBHUYM TEPCOHAXK B3a€EMOJIIE 3 TuiaTrGopMaMu — 3a3BUuai Oirae, cTpubae 4u majae.
PisnomaniTHUX TUIaTGopMepiB Ayke OaraTo, HAWMBITOMIIIMM 3 HUX, MaOyTh, MOXHA
Ha3BaTH cepito Super Mario Bros, a Donkey Kong OyB onnuMm 13 Haitnepmux [1].

Crpareris (Strategy). ['eiiMIieit 11bOTo JKaHPyY CsATA€ CBOIM KOPIHHSAM B TPAIUITIHHI
HACTUIBHI CTpaTeriyHi irpu. YacTto B UX irpax BaM JIOCTYNHMM IUIMIA CBIT 1 BCl Horo
pecypcu, a o0 BHOpaTHCS 3 BUIPOOYBAaHHSMH, TPaBIEBI MOTPIOHO PETEILHO
MPOyMYyBaTH CTPATETito Ta TAKTUKY [1].

3rooM 3HauHA YacTUHA JKAHPY CTpaTerii mepennuia BiJy MOKPOKOBUX CHCTEM 0

peaNbHOTO Yacy, CIiayrodn OakaHHsM rpaBIiB [1].
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PonwoBa rpa (RPG) — MaOyTh, apyruii 3a MOMYJISPHICTIO XKaHpP. Y HBOMY YacTo
3yCTpIYalOThCS CePeHBOBIUHI a00 )eHTEe31iHI CEeTTUHTH, 1110 TTOB’S3aHO 3 MOXO/KCHHIM
XKaHpy, KU Befe CBOIO icTopito Bix Dungeons & Dragons Ta iHIINX HACTUTBHUX 1TOP.
Aute poJiboBi irpu (haHTacTHYHOT TeMaTukH, Hanpukiaag Mass Effect, Fallout 1 Ginbmicts
gactuH Final Fantasy, Takoxx He 00/ijieHI yBarow XapJAKOPHUX POJICBUKIB 1 BHECIH B
aHp CBIN yHIKaJIbHHUI BHECOK. KpiM TOr0, Ha ’KaHp BIUIMHYJIU 1 KyJIbTYPHI BIIMIHHOCTI
— 30kpema Oarato reitmepiB AusITh RPG Ha WRPG (3axigni) 1 JRPG (simoHCBK1).
HaperTi, ogHi€ro 13 3HaKOBHX (DILIOK jKaHPY € BUOIp IpaBlis, IO BIUTUBAE HA PE3yJIbTaT
rpu, T00TO y O6arathox RPG € kinbKa anbTepHATUBHUX KIHIIIBOK. A Temep pO3TIsHEMO
pi13H1 BUAM posiboBHX irop [1].

CnoptuBHa rpa (Sports). CHOpTUBHI 1rpH, fK 1 CIIIY€E 3 HA3BU, CUMYJIIOIOTh Pi3HI
BUJIM CIIOPTY, HANpPHUKIAJ, Toibd, 0ackeTOO0, 3BUUaiHUI Ta aMepPUKaHChKUN (HyTOOII.
3ycTpiyaroThCs TaKOX OJIIMITMCHKI BUAM CHOPTY TUITY JM>KHUX FOHOK, 1 HaBITh OapHUIA
CIOPT Ha KITaNT OuIbsApay abo mapTc. 3a3BUYail CYNEpHUKH YMIPABISIOTHCS
KOMII FOTEpOM, X04a MOKHA 3MaraTUcs 3 1HIIMMHU IpaBLsIMU. | SKIIIO MU TOBOPUMO IIPO
CIopT, cami 1o coO1 BiICOIrPH TEXK MOXHA BBakaTu criopTom [1].

Cumynstop (Simulator). IlpencTtaBHUKM IKaHPY CHUMYJISITOPIB MalOTh OJHY
CHUIBHY PUCY — BCl BOHU CTBOPEH1 JJII CUMYJISIII pealbHUX YHM BUTaJlaHUX CHUCTEM,
cuTyauii uu moxdiu [1].

[Tpurona (Adventure). I[IpurogHuIpKi iIrpu 4acTo AUIATHCS 32 CTUJIEM T'eHMILICH,
a HE CI0KETOM ab0 KOHTEHTOM. | He3BakarouM Ha Te, 10 3 PO3BUTKOM TEXHOJIOTIH
PO3POOHUKH OTpUMAIH 0€3J114 MOKJIMBOCTEH 1010 peati3allli CI0JKETIB Y IIbOMY JKaHpi,
3a CBOEIO CYTTIO Il ITpH HENAJeKO BIAIMIUIN BiJ] CBOIX TEKCTOBUX MpPENKiB. 3a3BUuail y
KBECTax IpaBlll B3aEMOJIIOTH 3 IHIIMMHU MEPCOHAKAMHM Ta HABKOJIUIIHIM CBITOM JIJIsI
BUPIIIEHHS TOJOBOJIOMOK 13 MiJIKa3KaMH, MPOCYBAIOYUCh TAKUM YHUHOM 32 CHOKETOM.
KpiM nepioauuHuX MiHI-1TOp, B KBECTaX PIAKO 3yCTPIYAIOTHCS €KIIEH - eleMeHTH. ToMy
cepell MEHHCTPIMHUX reMepiB JKaHp He Takui nonyJsipHuil. HaltycnimHimmm KBecToM
ycix yaciB BBaxkaeTbcst Myst. Bin BuitioB y 1993 potii, sikuii 6arato XTo BBaXKae poOKOM
PO3KBITY *kaHpY, 1 CTaB Ipolo, 110 HanoOuIbIe mpoaaeThbes 1is [1K ycix gaciB. Kpim Toro,

BiH BIJIKPHUB CBITOBI €MIOXY 1TOp HAa KOMMIAKT-aucKax [1].
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ITeperonu (Racing) OpnHi 3 HaWMONMyJSPHIMIUX 1rOp Ii€l KaTteropii — roOHOYHI
cumynaropu cepiit Forza, Grand Turismo ta Need for Speed, crogu )k MU BiIHOCUMO
KJIaCUKy irpoBux aBTomaTiB Tumy Pole Position. TyT rpaBiii 6epyTh yuyacTh y TOHOYHUX
3ai3/1ax MPOTH CYNEPHUKIB Ud TUMYACcOBO [1].

['onoBonomka (Puzzle) T'omoBomomku, abo JOTiYHI irpu 3a3BUYail TPAIOTHCS HA
OJTHOMY €KpaHi abo IrpoBOMY IOJIi, a JJIsl MPOXOKEHHS MOTPIOHO BHPINITYBATH TEBHI
1HTEIEKTyaJIbH1 3aBJJaHHSI.

Hapuansna rpa (Educational). ¥V Takux irpax mpocrta MexaHika 3aCTOCOBYETHCS
JUIs HAaBYAHHS PI3HUX MPEAMETIB Ta HAaBUYOK, HANPHUKIAA, MaTeMaTUKu abo Habopy
TEKCTY Ha KJIaBiaTypi, TOMY BOHU YaCTO BXOJISITh JJO OaraTb0X CIUCKIB KpaIlUX BiI€OIrOp
ns giteit [1].

Oo6opona Bex (Tower Defense). B 06opoHi Bex rpaBiii MOBHHHI BiIoOpa)kaTu
XBUJII BOPOTIB, 10 KEPYIOTHCA KOMIT IOTEPOM (YacTO 3BaHMX «Kpunamu»). KoHkpeTHi
3/11I0HOCTI BEX 1 KPUIIIB y PI3HUX 1rpax MOXYTb BIIPI3HATHUCS, aJie 3a3BUYAM € KIJIbKA BEXK
3 pI3HUMH 3A10HOCTSIMHU, HANpPUKIaA, YMOBUIBHEHHSIM a00 OTPYEHHSM KpHITIB.
3HUILMBIIM EBHY KUIBKICTh KPHUIIIB, TPAaBELlb OTPUMYE PECYPCH HA KYMIBIKO HOBUX BEX
a0o0 anrpei/1 ICHyI0UHX, HalIpUKIIaa, 301IbIIeHHs BTpaT abo ganpHOCTI [1].

KazyanbHi irpu 3acHOBaHI Ha HAWMPOCTIIIIA MEXaHIIl 1 YyJ0BO MIIXOISTh IS
KOPOTKOi IIBUIKOIUIMHHOL I'pU. 3aBJIIKM PO3BUTKY MOOUIBHHX 1rOp OCTaHH1 KiJIbKa POKiB
MU CIIOCTEPIraéMO BUOYXOBE 3pOCTaHHS MOMYJISPHOCTI IOTO KaHpy. s yTpuMaHHs
I[IKaBHX I'PABI[IB PO3POOHUKH YaCTO BUKOPUCTOBYIOTH HATOPOJIM Ta PETEIBHO MPOyMaHi
PiBHI, OCKUJIbKH TeWMILIEH Y IbOMY >KaHp1 3a3BUYail JOCUTh OJHOMAHITHHM [1].

[IpeacTasieni BUIlle )KaHPU HE MOXKHA Ha3BaTH MOBHUMH. YacTo y irop 3MilIaHuii
THUII ’)KaHPIB, @ TAKOXK OCTAHHIM YacOM MOYaJid 3 SIBJIATUCA ITpU BJIACHUX KaHPIB, SK1
MO>KHA BIJTHECTH SIK JI0 OJTHOTO 3 MPEJCTaBICHUX TYT KAHPIB, TaK 1 10 CAMOCTIHHOTO,

OKpPEMO BiJl HUX.
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Takox 1rpy MO>KHa MOJUIUTH 3a KUIBKICTIO TPABIIIB HA JIBA BUJIU:

- OJTHOKOPHUCTYBAIIbKI;

- 0araToOKOpUCTYBAIIbKI.

3a Bi3yaJIbHUM YSBJICHHSI KOMIT FOTEPHI ITPU MOXHA PO3IIIUTH HA HACTYITH1 BUIU:

- 2D irpw;

- 2.5D irpu;

- 3D irpu;

- VR-irpu.

2D irpu - 11e irpH, sIK1 BiJ0OpakaroThCA Y IBOX BUMIpPax, Ha MIIOCKOCT1, HAITPUKJIAI,
Super Mario Bros.

2.5D irpu - ne irpu, ski BigoOpaxarotbes B 2D-mpoctopi, ane marotbh 3D-
€JIEMEHTH.

3D irpu - 1e irpu, sKi NOBHICTIO BiA0OpakaroThcst B 3D-nipocTopi.

VR-irpu - 1e irpu, siki BAKOPUCTOBYIOTh TEXHOJOT1T BIPTYaJIbHO1 peaIbHOCTI, 00
CTBOPUTU IMMEPCUBHHUI JIOCBIJI TpH, HanpuKiaa, Beat Saber.

KoMm’roTepHi 1rpy MOKHA pO3AUIMTH 32 TUIIOM IUIaTGOPMHU HA HACTYIIHI
KaTeropii:

- KOHCOJIBHI;

- KOMIT'FOTEpHI;

- Opay3epHi;

- MOOUJIBHI 1TpH;

- BIpTyajbHa PEAJIbHICTD;

- apKaJiHi.

BikoBi peHTHMHIM — 1€ CUCTEMH $IKI TapaHTYIOTh, IO PO3BAXKAJIbHUM KOHTEHT,
Takuil sK irpu, (QUIbMH, TENeBi3iHI MOy YM MOOUIBHI JOAATH YITKO TO3HAYECHI
MIHIMaJbHUMHM BIKOBUMHU PEKOMEHJAIlIIMA Ha OCHOB1 KOHTEHTY, SIKUM BOHHM MICTSTb.
Taki BIKOB1 peHTHHTY HaIalOTh PEKOMEH/Iallli CIIOKKUBavaM, 30Kpema 0aTbkaM, B IPOIeCi
MPUIHATTS PIICHHS PO MOKYIKY TOTO YH 1HIIIOTO MPOIYKTY JJIsi BIACHOT TUTUHH [2].

Bigeoirpamu HaconOIKYIOThCS JAyXe€ PI3SHOMAHITHI TPyNUd TpaBliB MO BCIA

€pori. JliTh Ta AOPOCII, YOJIOBIKK Ta XKIHKH, YC1 BOHH PETYyJISIPHO TPaAlOTh B ITPH HA
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MPU3HAYEHIH JJI1 [BOTO IMPOBIA KOHCOJI, Ha TEPCOHAIBHOMY KOMIT'IOTEpl UM
MOO1TLHOMY IIPUCTPOI, TUITY cMapT(oHa uu rraHmeTa [2].

B Toi1 yac sik OLIBIIICTD iTOp MIAXOAATH JUIS TPABIIB PI3HOTO BIKY, YACTHHA 3 HUX
JOCTYTIHI JUIsl ITeH cTapiioro Biky abo mimiTKiB [2].

Petitunr PEGI 6epe 1o yBaru BikoBy MpUIATHICTh I'PHU, a HE PiBEHb CKJIAJHOCTI.
I'pa 3 peiitunrom PEGI 3 He mMaTrme HEB1AMOBITHOTO KOHTEHTY, aJie IHKOJIN MOXe OyTH
BXKKOIO JIJII 3aCBOEHHS MoJoAmKUMH AiThbMU. | HaBmaku, € irpu PEGI 18, B sxi gyxke
JeTKO TpaTH, aje BOHU MICTATh EJIEMEHTH, SIKI POOJATH iX HENPUUHATHUMH IS
mouommioi aynutropii. PEGI BUKOpUCTOBY€EThCS Ta BU3HAETHCSA y BCiil €Bpormi Ta Mae
MOTYXHY MIATPUMKY €Bporeicbkoi komicii. BiH po3riisiaeTses ik 3pa30K €BPONEHChKOT
rapMOHI3alli y raiays3i 3axXucTy aiteu [2].

PEGI 3. 3micr irop 3 peiituarom PEGI 3 BBaxkaeThcs mpuaaTHUM 11 BC1X BIKOBUX
rpym. Y rpl HE TOBUHHO OyTH 3BYKIB UM KapTHUHOK, SIKI MOKYTh HAJSIKaTH MaJ€HbKHX
nited. [lpuiiHaTHa qyke Jierka (popMa HACHIIBCTBA (B KOMIYHOMY KOHTEKCTI UM MO-
nuTsiyomy). Jlalika moBuHHA OyTH BiICYTHS y Oynb-sikiid popmi [3]. 3o6paxenus PEGI 3

MPEJICTABJICHO HA pUCYHKY 1.1.

Pucynok 1.1 — Pelitunr PEGI 3

PEGI 7. Do 1i€i kaTeropii ciiij BIIHECTH iTPOBUI KOHTEHT 31 CIleHaMH a00 3ByKaMHU,
SIK1 MOXKYTh JISIKaTH JIiTel Mostoamoro Biky. [lyse nerki ¢popmu HacHiIbCcTBa (MIPUXOBAHE,
He JeTaibHe a00 HepealliCTUYHE HACHIBCTBO) € MPUUHATHUMU AJISl TPH 3 PEUTHHTOM

PEGI 7 [3]. 3o06paxennst PEGI 7 nmpencrasieno Ha pucyHky 1.2.
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Pucynok 1.2 — Peittunr PEGI 7

PEGI 12. Bineoirpu, siki J€MOHCTPYIOTh HACHJIBCTBO TPOXH OLIbII TpadigyHOTO
XapakTepy 1oA0 (PaHTACTUYHUX MEPCOHAXIB ab0 HEPEATICTUYHE HACUIILCTBO Haj
JTIOACHKUMHU TEPCOHAKaMH, MOTPAILIAIOTh A0 IIi€i BikoBOi Kareropii. MoxyTe OyTH
NPUCYTHIMH CEKCyallbHI HATSIKU YU CEKCyallbHE MO3YBaHHS, TOJ1 K Oyib-siKa Jialika B
i kareropii moBuHHa OyTtu M’saxoro [3]. 3o0paxxenns PEGI 12 mpexacraBieHo Ha

pucyHky 1.3.

Pucynok 1.3 — Peittunr PEGI 12

PEGI 16. Lleii peHTHUHT 3aCTOCOBYETHCS, KOIM 300pa’kK€HHsSI HacuibCTBa (abo
CEKCyalbHOI aKTHMBHOCTI) JOCATA€ PIBHS, KU BUTJIAIAE TaK CaMoO, SIK BOHO MOTJO O
BUTJISIIATH Y pealbHOMY KUTTI. Bukopucranus naiiku B irpax 3 pewituarom PEGI 16
MOXe OyTH OUIbII EKCTpeMalbHUM, TOJl SIK B)KMBAHHS TIOTIOHY, aJKOTOJl0 abo
HE3aKOHHUX HAPKOTUKIB TakoX Moxe Oytu mpucyTtHiM [3]. 300paxkenns PEGI 16

MPEJICTAaBICHO HA PUCYHKY 1.4.
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Pucynok 1.4 — Pelitunr PEGI 16

PEGI 18. Kiacudikamist «Ijasi AOpPOCIUX» 3aCTOCOBYETHCS, KOJIU PIBEHb
HACWJIBCTBA JIOCSITA€ CTajii, KOJM BOHO CTa€ 300paKEHHSIM TpPyOOro HACHUIILCTBA,
OYEBUIHO OE3MOTHMBHOrO BOMBCTBAa a00 HACHUJILCTBA IIOJ0 O€33aXMCHUX MEPCOHAXIB.
['mamypwusaliis BXXUBaHHS HE3aKOHHHMX HApKOTHKIB, IMITalllsl a3apTHUX IrOp Ta sIBHA
CEeKCyaJlbHa aKTHUBHICTh TaKOX ITOBUHHI HaJjeXaTd 10 Ili€i BIKOBOi karteropii [3].

3o0paxennst PEGI 18 npencrasiieHo Ha pucyHky 1.5.

www.pegi.info

Pucynok 1.5 — Pelitunr PEGI 18

CTBOpEHHST KOMIT FOTEPHUX 1r0Op - 1€ CKJIAJHUM Ta OaraToeTamHui mpolec, SKui
MO>K€ BKJTFOUATH HACTYIIHI €TaIlu:

- KOHIIETIIIIS 1 TPOCKTYBaHHS;

- po3po0Ka;

- TECTYBaHHS Ta HAJIAroKEHHS,

- peni3 Ta NiATPUMKA.

Jlami HaBeeHO OUTBIIN JeTaTbHUM OTJISIT TyHKTIB.
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Eram xoHuemniii i mpoeKTyBaHHS BKJIIOYA€E B ceOe: BUSHAUYCHHS IILOBOT ayAUTOPI,
BUOIp TuIaThOpMu Ta KaHPY TPU, BUSHAUCHHS BI3yaJIbHOTO CTHIIIO, BUOIp IPOTrPaMHOIO
3a0e3MnedeHHs Il pO3pOoOKHU TP, BUSHAUCHHS 17el, im Ta KoHuemniii rpu. Koxna rpa
MOYMHAEThCA 3 17ei. UM opuriHanpHile Oynae iaes, TUM OUIbIIE IIAHCIB, IO Tpa
CHOJI00AETHCSI KOPUCTYBAYaM.

ETtan po3poOku Bkiro4ae B cebe: CTBOPEHHS MOJENeH MEepCOHaXiB, 00'€KTIB Ta
OTOYEHHsI TPH, PO3pOOKa TEKCTYp, MaTepialiB Ta OCBITJICHHS, IPOrpaMyBaHHS JIOT1KU
I'pH, BKIIIOYAIOYH PyX, (DI3UKY, IITYYHUN 1HTEIEKT Ta FeMIUIeHHI MEXaHIKU, CTBOPEHHS
3BYKOBUX €(EKTIB Ta MY3UKH, pPO3poOKa iHTepdeiicy KopucTyBaya Ta CHUCTEMHU
yIpaBIIHHS.

ETan TectyBaHHS Ta Hamaro)KeHHs BKJIIOYA€ B ceOe: BUSBICHHS Ta BUIIPABICHHS
MOMMJIOK, 0ariB Ta HEAOJIKIB I'pU, IPOBEJICHHS TECTYBaHHS T'PU HA PI3HUX TUTaTPopMax
Ta 3 PI3HUMU KOH(QIrypaiisiMu o0iaaHaHHs, OajlaHCyBaHHS TEHMILICIO Ta OMTUMI3AIIS
IPOYKTUBHOCTI TPH.

Etan peni3 Ta miaTpuMmka BKIOYaE B cebe: MITOTOBKY Tpu A0 myOikaiii Ha
pi3HHX MIaTdopmax, po3poOdKa MAPKETHHIOBUX MaTepiaiiB Ta MPOCYBAHHS I'PH, BUITYCK
I'pU Ha PUHOK Ta peKjiaMa, MIATPUMKY TPH, BKIFOUAIOUH BUIPABICHHS IOMUJIOK, BUITYCK
OHOBJIEHb Ta B3aEMO/IIIO 3 TPABIISIMHU.

IrpoBuii pymnii - 1me mnporpamHe 3a0e3NeyeHHs, sSKE€ HaJae pPO3pOOHHKAM
IHCTpYMEHTH 1 CepeIOBUIIE JUIsi CTBOPEHHS, peAaryBaHHs 1 peaiizaiii Bimeoirop. Bin
3abe3rneuye HeoOX1HI (PYHKIIOHAIbHI MOXKJIUBOCTI JiJIsl pOOOTH 3 Tpadikoro, (i3uKoLo,
3BYKOM, Ta IHIIUMHU aCMEKTaMH TPH.

IrpoBi pymrii BKIIO4arOTh B cebe Habip IHCTPYMEHTIB 1 (yHKIIOHATBHOCTI, SIK1
J03BOJISIIOTH PO3POOHMKAM CTBOPIOBATH ITpH O€3M0CEPEIHbO B CEpeOBHUILI py1Iisi. Bonu
3a0e3MeuyloTh TaKi MOKJIMBOCTI, SIK Bi3yallbHE peJaryBaHHs CIIEH, NPOrpamMyBaHHS
JIOTIKK TpH, IMIOPT Tpadiku Ta 3BYKOBHX €(EKTIB, YINpPaBIiHHSA pecypcamH TpH,
TECTYBaHHS 1 HAJIArOJPKCHHS TPU Ta 1HIIIE.

Haitnonynsipuimni irposi pymii, taki sk Unity, Unreal Engine, Godot Ta ixmi,

HAJAI0Th PO3POOHUKAM IIUPOKUNA HAOIP IHCTPYMEHTIB 1 MOKJIMBOCTEN JI1 CTBOPEHHSI SIK
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HEBEJIMKUX 1HAI-Irop, Tak 1 Beaukux AAA-mpoekTiB. BoHuU MiATpUMYIOTH pPi3HI
matdopmu, Bkatouaroun 1K, koHCoI11, MOO1IBHI IPUCTPOT Ta BIPTyaJdbHY PEATbHICTb.

3 BUKOPHUCTAHHSM ITPOBHUX PYIIIiB PO3POOHUKH MOXYTh €(DEKTHBHO CTBOPIOBATU
I'PH, 30CEPEIKYIOUNCh HAa TBOPUYOCTI Ta IrpOBOMY JIM3aiHI, OCKIJILKM 0araTo TeXHIYHUX
acCTeKTIB yXe BHpIIIEHO B pamkax pyuris. Lle mo3Bossie 30epertu yac i 3yCHUIs, IO

pPOOUTH IrpoOBi pyIIii MOTYKHUM 1HCTPYMEHTOM JJIsl pO3POOKH BiZ€Oirop.

2 OIJISII ITPOBUX PYUIIIB
2.1 Unreal Engine

Unreal Engine - OaratomiardopmoBuii IrpoBHil pyuIid, sSKUil po3poOsIeHHI
kommnaniero Epic Games. Ilepia Bepcis Oyna peanizoBana B 1998 poui. Octanus Bepcis
Unreal Engine 5.2, 6yna Bunyiena B 2023 pori. Unreal Engine BUKOpUCTOBY€EThCS ISt
PO3pOOKH BETUKUX Ta CKIAAHUX 1rOp 3 BIAKpUTUM CcBITOM. IrpoBuii pymriit Unreal Engine
JIOBOJII CKJIaTHU B BUKOPHUCTAHHI.

BtiM, HOBaukamM Tako)X TyT 3HaWIeThCcsA Miclie. Bce 3aBAsSku cepeaoBHINY
BI3yaJIbHOrOo TmporpamyBaHHs Blueprints, sike BBaXaeTbCsi HAWMOTYXHIIIMM 34
MOJKJIMBOCTAMHU. 3 HOTO JOIMOMOTIOI0 MOKHA CTBOPUTH MOBHOLIIHHY I'py, HE HaNKMCABILIN
XKoJnHOro psnka koay. Sk goka3 Epic Games 3poOuia Tak OCHOBY HOIYJISIPHOI
KOpoJiiBcbKO1 OuTBH Fortnite. BTim, 1yis1 0XOUMX MOEKCIEPUMEHTYBAaTH € CKPUIITU Ha
C++[4].

IrpoBwii pyliIiii € 0€3KOIITOBHUM, ajie SIKIIO JOXO0U rpH repeBuinyots 1000000
3a kBapTal, 5% Bianaerbes kommadii Epic Games [5].

[IepeBaru:

- KpOC - II1aTGOPMEHICTb.

- BUCOKa (DYHKI[10HAJIbHICTB;

- BEJIMKE KOM FOHITI;

- MATpUMKa rpadiyHOro peakTopa AJisi CTBOPEHHS alIrOPUTMIB;
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Henomku:

- MATPUMYETHCS JIUIIE OJHA MOBA;
- HETIPOCTUH B OCBOEHHI.

- YMOBHO-0€3KOIITOBHHIA;

- BUCOKI CHCTEMHI BUMOTH;

2.2 Godot Engine

Godot - 11e 6€3KOITOBHUM, BIAKPUTUN ITPOBUNA JIBUXKOK 3 Bi3yaJbHOI CUCTE-MOIO
penaryBaHHsl 1 CKpUIITOBOIO MOBOIO MPOTrpaMyBaHHs, 110 0azyeTbes Ha Python-momiOHii
MoB1 3 Ha3Borw GDScript. JIBuryn 3abe3rneuye Oarato pi3HUX MOXJIMBOCTEH st
ctBopeHHs 2D Tta 3D irop, Bkiatoyarouun (i3UKy, aHIMAaIi0, 3BYK Ta BIJEO.

Godot € mOBHICTIO O€3IIIaTHUM, 3 BIIKpUTUM KoJ1oM Tij Jinensiero MIT. bes
OyIb-SIKMX IUIaTEXKIB, BIIpaxyBaHb, 1 TOMY MOAIOHOTO. Irpy KOpUCTYBayiB € IXHIMH, J0
OCTaHHBOTO psiiKa Koay pymris. Po3Butok Godot € IITKOM He3aleKHUM 1 KepOBaHUM
CHUIBHOTOIO, 110 TO3BOJISIE KOPUCTYBauaM (OpMyBaTH CBI pylIiil BIAMOBIIHO JI0 iXHIX
ouikyBaHb. lle miaTpuMyeThcs HEKOMepLiiHOI oprasizauiero Software Freedom
Conservancy [6].

IlepeBaru:

- OE3KOIITOBHUW Ta BIAKPUTUN KO, IO A€ MOXJIMBICTE MOIU(]IKyBaTH Ta
JIOTIOBHIOBATHU ITPOBHM JIBHKOK ITiJT CBOT TOTPEOH;

- MATPUMKA MOB IIporpamyBaHHs, Takux gk C#, C++ ta GDScript, mo gae 3mory
BUOpaTH HAMOUIBIN 3pyYHUN BapiaHT JJIsl KOHKPETHOTO MPOEKTY;

- 3py4YHHMI Ta MPOCTUI BUKOPUCTOBYBATHU 1HTEPPEIC KOpUCTyBaya, SKUW JO3BOJISIE
IIBUIKO CTBOPIOBATH MIPOTOTHUIH ITOp Ta peAaryBatu rpadiuni eQexrtu;

- HasSBHICTh OaraToPyHKITIOHAIBHUX 1HCTPYMEHTIB JUISI PO3POOKH, TaKUX SIK

penakTop aHiMmarili, Gi3uuHUA peakTop, CUCTeMa YaCTUHOK Ta 1HIII;
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- BUCOKA TIPOYKTUBHICTb, 1110 JTO3BOJISE CTBOPIOBATH TpadivuHO CKIIAIHI MPOCKTH
3 BEJIMKOIO KIJIbKICTIO 00'€KTIB Ta crierneeKTiB.

Henonixu:

- HE TaKa BeJIMKA KiJbKICTh JIOJATKIB Ta IJIAriHIB, OPIBHSHO 3 IHIIUMH ITPOBUMU
JBIDKKAMU.

- HE IyXe BeJHMKa KUTbKICTh MaTepialliB JJII BUBUCHHS, XO4Ya 3'SBIIIETHCS BCE

OinbIIe Ta OUIBIIIE HABYAIBHUX PECYPCIB Ta KHUT.

2.3 Unity

Unity: oaMH 3 HaAUMOMYJISIPHIMIMX ITPOBUX JBUKKIB, IO BUKOPUCTOBYETHCS IS
PO3pOOKH Irop HA pi3HUX TIaThopMax.

Y Unity nmyxe mpoctuil iHTepdeiic, 3aBAsKud sIKOMY 0Oararo 00'€KTiB MOKHa
«BUKHUAATU» B poOOUY 30HY 3a JOIMOMOI0I0 Kypcopa. Yci npoektu B Unity CKIIagaroThCs
13 «CLIEH», KOXKHY 3 SIKHX BJACThCSl peAaryBaTH OKPEMO, IO PO3LIUPIOE MPOCTIp s
TBOpUOCTI. Pymnii miaTpumye HanucanHs ckpunTiB Ha C#, a Juisl HOBayKiB MIJINA]IE
CepeZoBUIIE BI3yalIbHOTO IIporpamyBanHs Bolt [4].

Unity takoxx mae Asset Store - 11e OHJIalfH-Mara3uH, 110 MPOIOHYE PO3POOHUKAM
1Irop, Ikl BAKOpUCTOBYIOTh Unity, IIMpOKHi BUOIp pecypciB, TAKUX SIK TOTOBI Moenl 3D-
00'€KTIB, TEKCTYypH, 3BYKOBI €(DEKTH, IIIariHU, CKPUTITU Ta 1HII KOPUCHI KOMIIOHEHTH.
[le#t Mara3uH Hajia€ MOXKJIMBICTh €KOHOMUTH Yac 1 3yCHJLIS Ha CTBOPEHHSI KOMIIOHEHTIB
CaMOCTIIHO, @ TaKOX PO3IIMPIOBATH MOKJIMBOCTI CBOET TPU 332 JOMOMOIOK0 CTOPOHHIX
pecypciB.

[Ipu nepcoHanbHIN JileH31i TUIATUTH PO3POOHMKAM JIBUTYHA HE MOTPIOHO, SKILO
000poT abo 00csT 3anydeHux iHBecTHIii He Buie 100 Tuc. $ 3a octanni 12 Micsmis [7].

3 mepeBar MO>KHa BUJUIUTH HACTYIIHI:

- BEJIMKE KOM FOHITI;

- BUCOKA (DYHKITIOHAJILHICTD;
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- 3pY4YHICTh B pOOOTI 1 KOMIILJIALIIT;
- MyJIbTUILIATHOPMEHICTD;

- BEJIMKA KUTBKICTh 610J110TEK.
Henonikamu cepenopwuina €:

- YMOBHO — O€3KOIITOBHUM

- 3aKpUTUH BUXITHUHN KO,

3 PO3POBKA I'PH

3.1 IIpoexkTyBaHH#A

Komm’totepHa rpa, 1mo po3po0Jisie€Thbesi, Ma€e po3BaKaJIbHUX XapakTep. Mera rpu —
IPOWTHU BCl PiBHI.

3D I'pa «The-Ball» BimHOocuTBhCS n0 xaHpy 1iaTdopmep. OCHOBHI irpoBi
MEXaHIKM TMOB’s3aHl 3 IuIar@opMaMu: Majardl IIaTGOpMU, PyXomi IUIATHOpMH,
obepraroui rutatrdopmu. Takox A0 IrPOBUX MEXaHIK BXOSTh: TEJACIIOPT, IIIUITH.

J1st po3po0OKK KOMII’FOTEPHOI I'PH, 5K 1 7151 OY[b-SKOTO 1HILIOTO TPOAYKTY, OAHY 3
HaWBaXUIMBIIIKUX POJIEH BiJirpae BHU3HAYEHHS IUILOBOI ayauTopii mpoaykty. Komu
BU3HAYCHA IIJIhOBA ayAUTOPIs, pO3POOHUKY Ha0AraTo JIeTIIe BU3SHAYUTH Oarato acreKTiB
INPOIYKTY, IO po3po0isieThes. I'pa opieHTOBaHA 34€01IBIIOIO HA JAUTIYY ayJIUTOPIIO
BikOM Bij] 7 10 14 pokiB. CKJIaJHICTh PIBHIB 3aHAJITO MPOCTA JJIsi JOPOCIIOI JIFOANHH, ajie
0OMeXyBaJbHUN KOHTEHT B TPl BIJICYTHIH.

Komm’totepHa rpa po3poOnsieTbess st omepatliinux cucteM: Windows 10,

Windows 11.
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3.2 InTepdeiic Unity. HajamryBaHHs NPoeKTy

IaTepdeiic Unity po3mineHuil Ha KiIbka OCHOBHHMX OJIOKIB: BKJIajaka Scene,
Bkiagka Game, maHenb 1HCTPYMEHTIB, BKJiaaka Hierarchy, manens Inspector, Bkiagku
Project i Console. Iatepdetic Unity HaBeaeHo Ha pucyHKy 3.1. Takoxk 3a HEOOXiAHOCTI
MOXHa JIOJaTH JIesIKI BKJIaAKW Hampukian Lighting Ti iHm. Y SKocTi iHTErpoBaHOI

cepenu po3pooku Unity mpu BCTaHOBIICHI 3aBaHTaxye Ta ooupae IDE Visual Studio .

Pucynok 3.1 — Inutepdetic Unity

Bxrnaaka Scene 103BoJisie Bi3yaldbHO IMEPEMIMIATUCS CIEHOIO 1 pefaryBaTd ii.
Burnsg cuenu Moxxe BijoOpakaTu TPUBUMIPHY a00 IBOBUMIPHY MEPCIEKTUBY 3aJE€KHO
BiJI TUTTY TIPOEKTY.

Bxmangka Game - me o0macTe, J¢ MOXKHa MEperisfgaThH Ta TECTyBaTH TPy B
peanbHOMY 4aci. BoHa MICTUTh B110Opa)XXKeHHS TPy 3 TOUKHU 30PY I'PaBIIS.

[Tanenb iHCTPYMEHTIB 3a0e3Medye JOCTYT J0 HaWBaXIMBIIIKUX poOOUUX (PYHKIIIH.

Bxrnangka Hierarchy mMicTuTh y co0i CIMCOK BCiX 00'€KTIB, 10 HAJIEKATh JI0 CIIEHU.

[Tanens Inspector BimoOpaxkae netanpHy iHGOpMAIlil0o TMpo BUOpaHUN OO0'€KT.

[Tanenp MiCTUTH HAJIAIITYBAaHHS Ta KOMIIOHEHTH, 11O BITHOCSTHCS 1O OOPaHOTO 00'€KTY.
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Bxrnanka Project BimoOpakae ClUCOK yCiX pecypciB, III0 BAKOPUCTOBYIOTHCS B I'Pi,
TaKuX SIK TEKCTYPH, 3BYKH, MOJICJII Ta 1HII (haiu.

Bxmanka Console BimoOpakae HamaroJpkyBajdbHy 1H(pOpMAaILi0, TaKy SK
MOBIJJOMJICHHSI PO TIOMUJIKH, MOTIEPEPKEHHS Ta 1HIII MOBIJOMJICHHS.

[Tepm 3a Bce, HEOOX1THO TOJATH B IPOEKT yCi, CTBOPEHI paHilie Ta HEOOX1H1 s
MOAaIbIOI po3poOku (aiimu. [ 3pydHOCTI HaBirailli CTBOPIOEMO HEOOXiHI ITarKu.

OcHoBHa (haiinoBa cuctema 0e3 BKJIaJICHUX MMaoK HaBe[eHa Ha pUCYHKY 3.2.

[ Assets
Im AddressableAssetsData
m Animations
i Audio
e img
Im Lighting
I LocalSettings

Im Materials

Im Models

Im Prefabs

Im Scenes

m Scripts

I TextMesh Pro

Pucynoxk 3.2— ®@aiinoBa cucrema Assets

B nupexropii Scripts MICTATbCS CKPHUIITH 3 ONMUCOM BCiX kiaciB. [lamka Scenes
MICTUTB y co01 yci ciieHu Tpu. B manmi Animations MICTATbCS aHIMalli Uil KHOMOK B
MeHro. B mamii Audio MiCcTSThCS 3BYKH, SIKI 3aCTOCOBYIOTHCS B Tpl, Takl SIK My3uKa B
MeH0. B manii img micTsaThes 300pakeHHs Ta ikoHku. B mammi Lighting mictutbes daiin
HaJAlITyBaHHS OCBITJICHHS, IO 3aCTOCOBYIOThCS B Tpi. B mupexrtopii LocalSettings
3HAXOMAThCS TaOauIll Ta (aiimm nis mokamizaiii rpu. B mammi Materials 30epiratoTbest
matepinu s 3D moaeneit. B aupexropii Prefabs mictsatbes Bei npedadu. B nupekropii
Models 36epiratotses yci 3D moaeni. {upektopii Addressable Assets Data ta TextMesh
Pro cTBOpeHi € TOMOMDKHMMH B HUX MICTATBCS (DAl HEOOXI1THI 1T pOOOTH JIESIKUX
BCTAHOBJICHUX MAaKETIB.

Best inTepakTuBHICTH Ta irpoBuit mpouec y Unity OynyrOThCS Ha OCHOBI TPbOX

dbynaamenTanbHuX 0510KiB: 00'ekTH GameObject, KOMIIOHEHTH Ta 3MIHHI.
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Bbynp-sxuit 00'ext y rpi € GameObject, Oynp TO mepcoHaxi, JKepena CBITIa,
crieriepekTH, IeKopallii Ta BCE 1HIIIE.

IrpoBi 06'ekTr cami o co0i HE MArOTh HESIKOI MOBEAIHKU. J[71s1 Toro mob 06'ekT
MoYaB MpaIfOBaTH, IrPOBOMY OO0'€KTy MOTPiOHI Pi3HI aTpuOyTH, IO JOJAIOTHCA 3a
JIOTIOMOTOI0 KOMITOHEHTIB.

Komnonentu (Component) BU3HAYaIOTh MOBEAIHKY ITPOBUX O0'€KTIB, 0 SKHUX
BOHHU MPUKPIIUJICH], 1 KEPYIOTh HUMHU.

KoMnoHeHTH MaloTh psjl BIACTUBOCTEN a00 3MIHHUX, SKI MOJKHA HaJallITyBaTH Yy
BikHI1 Inspector penakropa Unity abo 3a JOMTOMOTOIO CKPHUIITY .

Y Unity € 0e3miu Halpi3HOMaHITHIIIMX KOMIIOHEHTIB, ajié HEBIOB31 MOXETE
3ITKHYTHCS 3 HEOOX1THICTIO CTBOPUTH BJIACHUI KOMIIOHEHT peajizallii CBOiX ajJrOpUTMIB.
Ile mMoxHa 3pOOUTH 3a JOMOMOIOK CKPHITIB, B SKMX OMNKMCAHO Bally BJIACHY IrPOBY
JIOTIKY Ta TOBEAIHKY O0'€KTIB, 1 Kl MOTIM MPUKPIILUIIOIOTHCS 10 ITPOBUX OO0'€KTIB K
KOMITOHEHTH. KokeH CKpUNT MoB's13yeThCs 13 BHYTPIIIHIMU MexaHi3MaMmu Unity nuisixom
peaizalii Ki1acy, HOX1THOTO BiJ BOyoBaHOro Kiiacy MonoBehaviour.

KoMIioHeHTH Ha OCHOBI CKPUITIB 103BOJISIIOTH 3aITyCKaTH 1rPOBI MO/I1i, IEPEBIPATH
00'€eKT Ha mpeAMeT 3ITKHEHb, 3aCTOCOBYBATH (Di3MUYHI BIIACTUBOCTI, MPOrpaMyBaTH
peaKIlito Ha KepyBaHHS KOPUCTyBada Ta 06arato iHIoro. biok-cxema >KUTTEBOTO UKITY
CKPUIITY HAaBEJECHA Ha PUCYHKY 3.3.

Scene - 1e cepenoBUIlE, B SIKOMY po3ropTaerbest miss rpu. B Unity moxHa
CTBOpIOBAaTU 0araro CIeH, siIKI MOXHa o0'eAHyBaTH B oJHYy rpy. KoxkHa cueHa moxe

MICTUTH Pi3HI 00'€KTH, SIKI B3a€EMOJIIIOTH M1’ COOOIO.



Reset is called in the Editor when the script is attached or reset. [ Reset )

Start is only ever called once for a given script. ( Start )

( yield null

If a coroutine has yielded previously but is now due to yield WaitForSeconds )
yield WWW )

mmmmmmmmd k(
(" yield StantCoroutine ‘/
. | .
Internal animation update

( LateUpdate

(" OnWilRenderObject )
l\' OnPreCull \1
(" OnBecameVisble )
[ OnBecamelnvisble )
OnPreRender
OnRenderObject
OnPostRender
OnRenderimage

Y Y Y
VA A A

OnDrawGizmos is only callod while workinginthe editor.  ( OnDrawGizmos

OnGUI is called multiple ime per frame update. | OnGUI

((yield WaitF orEndOfF rame )

OnApplicationPause is called after the frame where the

pause occurs but issuss another frame before actually pausing. . OnApplicationPause )

A‘

OanblaaculodonNMnmhuaummm
the frame. OnEnable will be called if it is enabled again. -

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering
GUI rendering

End of frame
Pausing

Disable/enable

Decommissioning

Pucynok 3.3 — biiok-cxema JKUTTEBOTO UUKILY CKPUITY
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3.3 Po3poOka inTepdeiicy rpu

J1st po3po6ku iHTEpdeicy rpu BUKOpUCTOBYBaIKCs HacTyH1 eneMenTu Unity Ul:

- canvas;

- buttons;

- image;

- panel;

- slider;

- dropdown;

- text;

- toggle;

- scrollbar.

Canvas - 1€ OCHOBHUM €JIEMEHT JJisi CTBOpPEHHsI TrpadiuyHoro iHTepdeicy
kopuctyBada (GUI) B Unity. BiH BHUKOpUCTOBYEThCS Il CTBOPEHHSI KOHTEHWHEpa, B
SAKOMY MO>KHA PO3MIIIYBATH 1HIII €JIEMEHTH, TaKl SIK KHOIKH, TEKCTOBI IMOJS Ta 1HII
enementu GUI.

Buttons - enement Button nosBosisie ctBoptoBath kHOmku B Unity, sIKi MOKHa
HaJIalITyBaTH TaKMM YMHOM, 100 BOHA BUKOHYBAaJIA [ii, KOJU Ha HET HATHCKAIOTh.

Image - enement Image no3Bossie BimoOpaxkatu 300paxkeHHs B Unity. MoskHa
HaJalTyBaTU 300pakeHHs, M00 BOHO OyJjo BiOOpakeHE 31 3MIHHUM PO3MIPOM,
KOJIbOPOM, MPO30PICTIO Ta IHITUMH BIACTUBOCTSIMHU.

Panel - nie enemenT, sikuii 103BoJIsIe cTBOproBaTy naneni B Unity. [Taneni MmoxxHa
BUKOPHCTOBYBATH JIJISl TPYITyBaHHS 1HIIMX €JIEMEHTIB, TAKUX SK KHOIKH, TEKCTOBI ITOJIS
Ta 1H1I KoMroHeHTu Unity.

Slider - e eneMeHT, KUl 103BOJIsIE KOPUCTYBAYEBl BUOMPATH 3HAYEHHS 3 IEBHOTO
Jllana3oHy, NepeMillyl0yd MOB3YHOK MIX MIHIMaJIbHUM 1 MAKCUMaJIbHUM 3HaYEHHSIMHU.

Dropdown - 11e eeMeHT, SIKuif J03BOJISIE CTBOPIOBATH BUMaAar0ul cmiucku B Unity.

Text - 11e e1eMeHT, SIKuil J03BOJISIE 10/1aBaTH TEKCTOBI €JIeMEHTH Ha ekpaH B Unity.

Toggle - 11e enemenT, sikuii 103BOJIsIE CTBOPIOBATH nepemukayi B Unity.
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Scrollbar - 1ie enemMeHT, sIKuii J03BOJISIE 10AaBaTH MPOKPYTKY Ha ekpad B Unity.

Main Camera - 11l¢ €I€MEHT, SIKHH BUKOPUCTOBYETHCS JJIi CTBOPEHHSI KaMepHU B
Unity. Kamepa BignoBigae 3a Te, 1o rpaBelb 0auuTh Ha EKpaHi.

[aTepdeiic rpu ckilagaeThCs 3 HACTYITHUX BIKOH: TOJIOBHOTO MEHIO, MEHIO BUOODY
piBHA, MEHIO HAJIAlITYBaHb, MEHIO MAy3H, JOBIJHUKA, MEHIO YIPABIIHHS MEPCOHAKEM.
Bci xpimM MeHt0 may3u 3HaXOaAThCS Ha OJTHIN CIICHI.

['0710BHE MEHIO /103BOJISIE IEPENUTH B MEHIO BUOOpPY PiBHS, MEHIO HaJallITyBaHb,
JIOBIIHUK, MEHIO YIPABIIIHHSA TMEPCOHAXKEM, a TaKOX Ja€ MOXIIMBICTh BUWUTH 3 TpH.

["osi0BHE MEHIO MPENICTABIEHO HA PUCYHKY 3.4.

HanawTtyBaHHs

YnpasniHHsA nepcoHaxem

JLloBigHuUK

Buxig

Pucynok 3.4 — I'onoBHEe MeHIO

OO0epTaHHs KaMepH B CIIEH] pealli3y€e CKPUIIT, SIKKil HaBEJICHO B JIICTUHTY 3.1.

Jlictusr 3.1 - Ckpunt o0epTaHHA KaMepu

using UnityEngine;

public class CameraOrbit : MonoBehaviour

{
[SerializeField]
private Transform target;

private float distance = 40f;
private float speed = 0.1f;

void Update ()
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float currentDistance = Vector3.Distance (transform.position,
target.position);
float angle = Time.time * speed;

Vector3 newPosition = new Vector3(

target.position.x + Mathf.Cos(angle) * distance,
transform.position.y,

target.position.z + Mathf.Sin(angle) * distance

) ;

transform.position = newPosition;
transform.LookAt (target) ;

VYBIMKHEHHS BIJIOOpa)X€HHS Kypcopy B TOJOBHOMY MEHIO pEalli30BaHO 3a

AOIIOMOI'O CKPHUIITY HABCACHOI'O B JIiCTI/IHFy 3.2.

Jlictunr 3.2 - CkpunT yBIMKHEHHS B1IOOPaKEHHS KypCy

using UnityEngine;

public class EnableCursor : MonoBehaviour
{
private void Awake ()

{

Cursor.lockState = CursorLockMode.None;

Buxiz 3 rpu peanizoBaHo 3a JOMOMOTOI CKPUIITY HABEICHO B JIICTUHTY 3.3.

Jlictunr 3.3 - Ckpunt BUXOAY 3 TpU

using UnityEngine;

public class ExitGame : MonoBehaviour
{
public void Exit ()
{
Application.Quit () ;
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[Tepexing M pI3HUMH 4YacTHHAMU 1HTEp(EUCy 3IIHCHIOETHCS 3a JOTOMOTOIO
¢bynkuii GameObject.SetActive, sika crpallboBy€e NMpu HAaTUCKaHHI KHoOMKHU. [Ipukian

MPECTaBICHO HA PUCYHKY 3.5.

@ v Button

Interactable v

Color Tint

Multiplier

je Duration
avigation
Visualize
On Click ()
Runtime Only GameObject.SetActive

Menu

Runtime Onl GameObject.SetActive

N

Pucynok 3.5 — HanamryBanusa knonku «Ilogatu ['py»

Mento BUOOpY piBHS BIJTOBIJA€ 3a BiAOOpa)KEHHsI BCIX PIBHIB, 3aBaHTaXCHHS

obOpanoro piBHs. MeHio BUOOPY piBHA NMPEACTABICHO HA PUCYHKY 3.6.

Pucynok 3.6 — MeHro BuOOpy piBHS



CKpUIIT KHOTIKU P1BHS HABEICHO B JIICTUHTY 3.4.

Jlictunr 3.4 - CKpUNT KHOTKH PI1BHA

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class LevelButton : MonoBehaviour

{
[SerializeField]
private Slider slidebar;

[SerializeField]
private GameObject loadingScreen;

[SerializeField]
private int Scenelndex;

public void OpenScene ()

{
loadingScreen.SetActive (true);
StartCoroutine (LoadAsync ()) ;

IEnumerator LoadAsync ()

{
AsyncOperation asynclLoad =
SceneManager.LoadSceneAsync (Scenelndex) ;

asyncLoad.allowSceneActivation false;
while (!asyncLoad.isDone)
{

slidebar.value = asyncLoad.progress;

if (asyncload.progress >= .9f &&
lasyncLoad.allowSceneActivation)

{

yield return new WaitForSeconds (1) ;
asyncLoad.allowSceneActivation = true;

yield return null;

29
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CKpHuIIT BIAKPUTTS PIBHIB HaBEJACHO B JIICTUHTY 3.5.

Jlictunr 3.5 — CKpUNT BIAKPUTTS PIBHIB

using UnityEngine;
using UnityEngine.UI;

public class LevelSelector : MonoBehaviour
{

[SerializeField]

private Button[] LevelButtons;

private SaveData Level;

private void Awake ()

{

Level = SaveManager.LoadLevel () ;

for (int i = 0; i < LevelButtons.Length; i++)
{

if (i > Level.SaveLevel)
LevelButtons[i] .interactable = false;

30epekeHHsT ITPOBOTO MPOrpecy BiAOYBAEThCS IUIAXOM 3amucy y (aitn kiacy
SaveData, B axoMy 3HaXOAWTHCS 3MiHA TUMY int, sika 30epirac Homep piBHs. Kiac

SaveData HaBeneHo B jicTuHry 3.6.

Jlictuur 3.6 — Kitac SaveData

using System;

[Serializable]
public class SaveData

{

public int Savelevel;

Menemxkep 30epekeHb BIMOBIIA€E 3a 3anuc B ¢aiiil Ta 3UnTyBaHHS 3 (aitny Kiacy

SaveData. Ckpunt MeHepkepy 30epekeHb HaBeICHO B JTICTUHTY 3.7.
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Jlictunr 3.7 — Ckpunt MeHeKep 30epeKeHb

using UnityEngine;
using System.Runtime.Serialization.Formatters.Binary;
using System.IO;

public static class SaveManager
{
public static void Savelevel (SaveData data)
{
BinaryFormatter bf = new BinaryFormatter();
FileStream file = File.Create(Application.persistentDataPath
+ "/MySaveData.dat") ;
bf.Serialize(file, data);
file.Close();

public static SaveData LoadLevel ()
{
if (File.Exists(Application.persistentDataPath +
"/MySaveData.dat"))
{
BinaryFormatter bf = new BinaryFormatter();
FileStream file
=File.Open (Application.persistentDataPath + "/MySaveData.dat",
FileMode.Open) ;
SaveData data = (SaveData)bf.Deserialize(file);
file.Close();
return data;
}
else
{
BinaryFormatter bf = new BinaryFormatter();
FileStream file =
File.Create (Application.persistentDataPath + "/MySaveData.dat");
SaveData data = new SaveData();
data.SavelLevel = 0;
bf.Serialize(file, data);
file.Close();
return data;

MeH0 HajamTyBaHb BIAMOBITAE 3a HAJAINITYBAaHHS: PO3AUIHBHOI 3/IaTHOCTI,
MOBHOEKPAHHUN PEXHUM, Tpadiku, TYYHOCTI MY3UKH, TYYHOCTI 3BYKOBUX €(EKTIB,

YyTJIUBOCTI KaMepu, BUOIp MOBU. MEHIO HajallTyBaHb MPEJCTABICHO HA PUCYHKY 3.7.
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HanawTtyBaHHA po3ginbHOT 34aTHOCTI
MNMoBHOEKPaHHUIi pexum

Y HanawTtyBaHHA rpadiku Fy4HiCcTb My3uKu

ly4HicTb 3BYKOBUX eheKTiB

YyTnusicTe kamepu Bubip moeun

PucyHnok 3.7 — MeH1o HanalryBaHb

Ckpunt, sKui peanizye (QYHKIIIOHAJA HaJalITyBaHb pPO3JAUIBHOI 3/1aTHOCTI,
MOBHOEKPAHHOTO PEXXUMY, rpadiku HaBeACHMI B 1oaaTKy A.1

OyHKITIOHAT 3MIHU MOBH pealli3y€ CKPUIIT HABEJICHUN y JIICTUHTY 3.8.

Jlictuar 3.8 — CkpunT 3MiHA MOBH

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Localization.Settings;
using TMPro;

public class LocaleDropdown : MonoBehaviour
{
public TMP Dropdown dropdown;

IEnumerator Start ()
{

yield return LocalizationSettings.InitializationOperation;

var options = new List<TMP Dropdown.OptionData>();
int selected = 0;
for (int i = 0; 1 <

LocalizationSettings.Availablelocales.Locales.Count; ++1i)
{
var locale =
LocalizationSettings.Availablelocales.Locales([i];
if (LocalizationSettings.SelectedLocale == locale)
selected = 1i;
options.Add(new TMP Dropdown.OptionData (locale.name)) ;
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}

dropdown.options = options;

dropdown.value = selected;
dropdown.onValueChanged.AddListener (LocaleSelected) ;

static void LocaleSelected(int index)
{
LocalizationSettings.SelectedLocale =
LocalizationSettings.AvailablelLocales.Locales[index];
}
}

OyHKI[IOHAT HAJNAIITyBaHb YYyTJIMBOCTI KaME€pu BUKOHYE CKPUIT HABEICHUN B

JictuHry 3.9.

Jlictunr 3.9 — Ckpunt HajnamTyBaHHS Yy TJIIMBOCTI KaMepH

using UnityEngine;
using UnityEngine.UI;

public class SensivitySettings : MonoBehaviour
{

[SerializeField]

private Slider SensivitySlider;

void Start ()
{
ChangeSensivity (PlayerPrefs.GetFloat ("Sensivity", 1)),

public void ChangeSensivity(float sensivity)

{
SensivitySlider.value = sensivity;
PlayerPrefs.SetFloat ("Sensivity", sensivity);

OyHKIIOHAT HaJaAIITyBaHb: TYYHOCTI MY3HMKH, TYYHOCTI 3BYKOBUX €(EKTIiB

BUKOHY€ CKPUIT HaBeJeHUH B JicTuHry 3.10.
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Jlictunr 3.10 - CkpunT HaJamTyBaHHS IT'YYHOCT1 MY3UKH Ta 3BYKOBUX €(EKTIB

using UnityEngine;
using UnityEngine.Audio;
using UnityEngine.UI;

public class VolumeSettings : MonoBehaviour

{

[SerializeField]
private AudioMixer Mixer;

[SerializeField]
private Slider MusicSlider, SoundEffectsSlider;

void Start ()

{
ChangeMusicVolume (PlayerPrefs.GetFloat ("MusicVolume", 1));

ChangeSoundEffectsVolume (PlayerPrefs.GetFloat ("SoundEffectsVolume",

1)):
}

public void ChangeMusicVolume (float volume)

{
MusicSlider.value = volume;
Mixer.SetFloat ("MusicVolume", Mathf.LoglO (volume) * 20);

PlayerPrefs.SetFloat ("MusicVolume", volume);

public void ChangeSoundEffectsVolume (float volume)
{

SoundEffectsSlider.value = volume;
Mixer.SetFloat ("SoundEffectsVolume", Mathf.LoglO (volume) * 20);
PlayerPrefs.SetFloat ("SoundEffectsVolume", volume) ;

}

3aBaHTa)XEHHS HOBOI CII€HU 3HUIIYE BC1 00’ €KTH MOTOYHOI clieHH. J[Jisg Toro mob
3armo0IrTH 3HUIICHHIO 00’€KTY B SKOMY 3HAXOJUThCS My3WKa Ta 3BYKOBI e(exTu

BUKOPUCTOBYETHCS CKPUNT HaBEACHUH B JicTUHTY 3.11.
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Jlictunr 3.11 — Ckpunt 30epekeHHs 00’ KTy

using UnityEngine;

public class DontDestroy : MonoBehaviour

{

void Awake ()

{
GameObject[] objs = GameObject.FindGameObjectsWithTag ("Music") ;

if (objs.Length > 1)

{
Destroy (this.gameObject) ;

DontDestroyOnLoad (this.gameObject) ;

MeHo may3u MOXKHa BUKJIMKATH JIMIIE I Yac irpoBOro mporecy. [oioBHE
NPU3HAYCHHS MEHIO Tay3W NPU3YMUHATH ITPOBUH MpoOIeC Ta HaJaBaTH HACTYIHI
MO>KJIMBOCTI: MEPE3aIyCK PiBHS, 3aBAHTAXKEHHS TOJIOBHOTO MEHIO, TIPOJIOBKUTH ITPOBUI
MpoIlec, HaJAITYyBaHHS TYYHOCTI MY3WKH Ta 3BYKOBUX eQeKkTiB. MeHo may3u
IpeCTaBICHO Ha pUCYHKY 3.8. OCHOBHMI (DyHKIIIOHAN BUKOHYE CKPUIIT HAaBEJACHUU B

nonaTtky A2.

FonosHe meHO

Fy4YHIiCTb My3UuKK
®

Fy4HiCTb 3BYKOBUX e(heKTiB
==

Pucynok 3.8 — MeHro nay3u
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HanamTyBaHHs TYYHOCTI MY3UKH Ta 3BYKOBUX €(EKTIB B MEHIO IMay3d BUKOHYE

CKPHUIIT HAaBEJICHUH B JiCTUHTY 3.12.

Jlictunr 3.12 — CKpuIlT HaJalITyBaHHS MY3UKHU Ta 3BYKOBHUX €(DEKTIB

using UnityEngine;
using UnityEngine.Audio;

public class LoadSoundSettings : MonoBehaviour
{

[SerializeField]

private AudioMixer Mixer;

void Start ()

{
ChangeMusicVolume (PlayerPrefs.GetFloat ("MusicVolume", 1));

ChangeSoundEffectsVolume (PlayerPrefs.GetFloat ("SoundEffectsVolume",

1))
}

public void ChangeMusicVolume (float volume)

{
Mixer.SetFloat ("MusicVolume", Mathf.LoglO (volume) * 20);

}

public void ChangeSoundEffectsVolume (float volume)

{
Mixer.SetFloat ("SoundEffectsVolume", Mathf.LoglO (volume) *

20);
}
}
MeHt10 ynpaBIiiHHS IEPCOHAXKEM BIATIOBIAAE 32 BIJOOpaKeHHS CITIOCOOY KepyBaHHS

ICPOBUM TE€PCOHAXEM. 30BHIIIHIN BUTJISA MPEICTABICHO HA PUCYHKY 3.9.

Pucynok 3.9 — MeH1o ynpaBiiHHS TEPCOHAKEM
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JIOBITHUK BiAMOBIA€E 3a HajgaHHS 1HQOpMAIli CTOCOBHO IrpOBOrO IIPOIIECY.

30BHIINIHIN BUTJISAI AOBIIHUKA TIPEICTAaBIIEHO Ha pUcyHKy 3.10.

JAoBigHuK

nnarcopma

I 3BuuaitHa nnarchopma no AKiik MoXHa pyxaTuch

crapToBa nnarcopma

nnathopMa BKA3YE Ha NOHATOK PIBHS, NEPCOHAX
npu nporpaui a6o nepesanycky pisHa Gyae
nepemillyBaTiCs Ha CTapToBy NAathopMy

thiHilwHa nnarcgopma

HnaaA

Pucynok 3.10 — JloBimHHK

3.4 Po3pooka npedadis (Prefabs) ta 3D moaesnei

Blender - e motyxuuit 6e3xomroBHui 3D-penakTop, M0 T03BOJISE CTBOPIOBATH
ta penaryBaru 3D - moneni, animaiii, Bizyamizamii. [{e#i mporpaMHuii mpoayKT Mae
BIJIKpDUTUN BUXIJTHUN KOJ| Ta IIMPOKUH CHIEKTP QYHKIIINA Ta IHCTPYMEHTIB JIJII CTBOPEHHS
npodeciitnux 3D - Mmozeneil.

3a nonomororo Blender po3po6neni nactynui 3D moneni: Box, Maze, QR _Code,
Spike, Football. Bei inmi 3D mozgeni po3po6:eni B Unity.

3D monenb Box mpeacrasnena Ha pucyHky 3.11.



Pucynok 3.11 — 3D monens Box

3D moaens Maze npeacTaBiieHa Ha pUCYHKY 3.12.

Pucynok 3.12 — 3D monens Maze

3D monens QR _Code npencraBnena Ha pucyHky 3.13.

38
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Pucynox 3.13 — 3D mozaens QR _Code

3D moxenb Spike npencrarieHa Ha pUCYHKY 3.14.

Pucynok 3.14 — 3D mozens Spike

3D monens Football mpeacrasnena Ha pucysky 3.15.
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Pucynok 3.15 — 3D monens Football

B Unity Material - 1ie KOMIIOHEHT, KMl BUKOPUCTOBYETHCS ISl B1IOOPAKEHHSA
BI3yaJIbHUX eJieMeHTIB y cueHl. Koxxen Material mictuth Habip BJIaCTUBOCTEH, SIK1
BU3HAYAIOTh BUTJISI 00'€KTA, HA SIKUW BIH HAKJIA1a€ThCA.

Material Moxe MicTuTH 1H(QOpPMALIIO MPO TEKCTYpPH, KOJIp, MPO30PICTh,
B1IOMBaHHA CBITJIA, TiHi Ta iHII edekTu. Koxken Material Moxe OyTH 3aCTOCOBaHUM 10
OJIHOTO a00 OLIbIIe 00'€EKTIB, SIKI MAIOTh P13HI (POPMH Ta PO3MIPH.

VY Unity € BOymoBanmii pemakTop Material, skuii 103BOJIIE CTBOPIOBATH HOBI
Material, 3MiHIOBaTH iX BIACTUBOCTI Ta HAJIAIITOBYBATH TapaMeTpu BigoOpaxkeHHs. Kpim
TOro, MO’KHa BUKOPUCTOBYBAaTH roToBI Material 3 Asset Store abo cTBOproBaTH BJIacHI
Material 3 BUKOpUCTaHHSIM MpOrpaM 30BHIMIHBOI rpadiku, Takux sk Photoshop ab6o
GIMP. Ha pucysky 3.16 npeactaBieHO OCHOBHI MaTepiaiH, siKl MPEACTABISAIOTh 13 cede

PI13H1 KOJIbOPH.

ets > Materials

Pucynok 3.16 — Marepianu
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Skybox sBisie co00r0 6-CTOpOHHIM KyO, SIKMH MPOMaJIbOBYETHCS MO3a7y BCi€l
iHmoi rpagiku B rpi. Y Unity SkyboxX BUKOPUCTOBY€TbCS HJisi CTBOPEHHSI €PEKTYy
0€3MEeXHOTO TPOCTOPY HABKOJIO CIICHHU, KU CKJIATA€ThCS 3 TAaHOPAMHUX 300paKEHb.

Skybox moske OyTu CTBOpEHHI! 3a 101oMororo BOyaoBanoro penakropa Unity abo
3aBaHTaxkeHHI 3 Asset Store. B sikocti Skybox M0OXyTh BUKOPHUCTOBYBATHCS TEKCTYpHU
a00 300pa)KEeHHS 3 BUCOKOIO PO3IUIHHOIO 37aTHICTIO, SIKI MICTSTh BiIOOPaKEHHS XMap,
COHIIS, MICSII, 31pOK Ta 1HII AeTai

Skybox BimoOpakaeTbest K cepudHa 000JIOHKA, KA OTOYYE BCIO cieHy. [lpu
nepeMiiieHHl kamepu Skybox 3MiHIOE CBO€E TOJIOKEHHS Ta OpIEHTAIIi0, 1100 CTBOPUTH
UTIO3110 PYXy KaMepH B KOCMOC1 a00 Ha MOBEPXH1 3eMITi.

Just Bcix cueH okpim cueHn «EndGame» OyB crBopenuit Skybox, skwii

CKIaZaeThes 3 6 300pakeHb. Skybox npencraBienuii Ha pucyHky 3.17.

2

A O
{

w
2 By °

-
A Y

~ i

k4
¥

From Shader » 1000

obal lllumination

6SidedFluffball

AssetBundle None

Pucynok 3.17 — Marepian Skybox
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Prefab - 11e 00'exT, 1110 MICTUTB yCI0 HEOOX1HY 1H(POpMAIIiO PO 00'EKT: MOJIEIb,
Martepiajid, KOMIIOHEHTH, MO3UIIII0, pO3MIp, MOBOPOT Toio. Prefab Moxe mictutu sk
OJIUH, TaK 1 JIEKIJIbKa ITPOBUX 00’ €KTIB.

Onun 3 ronoBHUX (PpyHKIIoOHATBHUX TpUHIUIIB Prefab B Unity nosnsirae B Tomy,
10 BM MO>KETE CTBOPIOBATH KiJIbKa KO 0JHOTO 1 TOTO X Prefab 06'ekTy 1 po3minryBaTu
ix Ha cueHi. L{e no3Bose edhekTHBHO BUKOpHCTOBYBaTH Prefab 06'exTu stk mabmoru m1s
CTBOPEHHS MHOKMHH OJTHOTUITHHX 00'€KTIB, HAIIPUKJIIAJ, ACPEB, KYIIliB, MEOJIIB.

Kpim Toro, Bukopucranus Prefab o00'exTiB MOke 3MEHIIMTH 4yac PO3pOOKH Ta
CIIPOCTUTH Tpoliec poboTu 3 06'ektamu B Unity, OCKIJIBKA BH MOKETE pelaryBaTu BCl
exzemiuisipu Prefab o0'ekty ogHOuYacHo, a Oyab-sKi 3MiHM, SIKI BU pOOUTE HA CaMOMY
Prefab 00'exTi, aBTOMaTH4HO B1JI0OpaXar0ThCs B YC1X HOTO €K3EMIUISPAX.

st po3pobku mpedabiB BUKOPHUCTOBYBAIUCS HACTYIHI KOMIIOHEHTH ITPOBHX
00’extiB: Unity:Transform, Box Colider, Sphere Colider, Mesh Colider, Rigidbody,
AudioSource, Mesh Renderer.

Kommnonent Transform (Tpancdopmaiiisi) BUKOPUCTOBYETHCS sl 30€piraHHs
3HA4YEHb 03111, 00epTaHHs, pO3MIPIB Ta cTaHy ycnaakyBanHs GameObject'a, Tomy BiH
nyxe BaxumBuil. Jlo GameObject 3aBxau gogaHuii kommoHeHT Transform - ¥oro
HEMOXJIMBO Buaaiutu abo ctBoputu GameObject 6€3 HbOTO.

Kommnonent Sphere Collider - ne xonaiiaep, sikuil mpencraiisie codoro chepuyny
o0nacTh. BiH BHUKOpPUCTOBYETHCS NJisi BUSABJICHHS 3ITKHEHb 3 00'€KTaMH, SKI MalOTh
dbopmy chepu.

Kommnonent Box Collider - e konaiiaep, skuii mpeactaisie COO00 MPSIMOKY THHIMA
napasienernines; ado KOpoOKy. BiH BHKOPHCTOBYE€ThCS MJisi BUSBJICHHSI 31TKHEHb 3
00'ekTamH, sIK1 MatOTh POpMY NPSIMOKYTHOI KOPOOKH a0 SIIIUKA.

Kommonent Mesh Collider - me komaiinep, SKuii BUKOPUCTOBYETHCS IS
BUSIBJIICHHS 31TKHEHB 3 00'€KTaMHu, K1 MalOTh CKJIaaHy popMy. BiH Moxke OyTu cTBOpeHU M
3 BJIACHOPYY CTBOPEHOT Mojiesi ab0 3 IMIIOPTOBAHOT MOJIEIII.

Kommonent Rigidbody - 1me ocCHOBHUI KOMIOHEHT, IO BKIHOYAaE (Hi3udyHy

noBeAIHKY /s 00'exTa. 3 npukpimieHuM Rigidbody 06'ext HeraliHo mo4yHe pearyBatu Ha
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rpaBiTamito. Skmo mpogaHo oauH abo kinbka kommnoHeHTiB Collider, To mpu komi3isax
(3ITKHEHHSIX) 00'EKT MepeCcyBaTUMETHCS.

KommonenTt Audio Source - BiamoBigae 3a BiATBOPSHHS 3BYKOBHX €(DEKTiB.

Komnonent Mesh Renderer - Binnmosigae 3a Bizyanizarito 3D-Mo/em1 Ha ekpaHi.

OcHoBHi mipedabu s crBopeHHs piBHIB: Box, FallPlatform, FinishPlatform,
LongPlatform, MainPlayer, MovingPlatform, Platform1x1, Platform1x2, Platform1x3,
Platform1x4, Platform2x2, Platform3x3, Platform4x4, Platform10x10, PlayerDeath,
RotatePlatform, Spike, StartPlatform, Teleport.

IIpepad MainPlayer ckimanaerbes 3 3D momeni, MainCamera ta 4 ckpuntiB. 3D
MoJieNb TipecTaBieHa Ha pucyHky 3.18. Ckpunrt, skuil BiJIOBIJA€ 3a YIPaBIIHHS

KaMepOIo MPEACTABIEHO B 10JaTKy A.3

Pucynoxk 3.18 — 3D monens npedady MainPlayer

@DYHKIII0 YIIPaBIiHHS FOJOBHUM MEPCOHAKEM BUKOHYE CKPUNT MNPEICTABICHUN B

Jictunry 3.13

Jlictunr 3.13 — CkpunT ynpaBliHHS NEPCOHAKEM

using UnityEngine;

public class PlayerController : MonoBehaviour
{

[SerializeField]

private float speed = 10;

[SerializeField]

private Camera followCamera;
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private Rigidbody rb;

void Start ()
{

rb = GetComponent<Rigidbody> () ;
}

void FixedUpdate ()
{
Move () ;

}

private void Move ()
{
float h = Input.GetAxis ("Horizontal");
float v = Input.GetAxis ("Vertical");
Vector3 movement = Quaternion.Euler (0,
followCamera.transform.eulerAngles.y, 0) * new Vector3(h, 0, v);
rb.AddForce (movement * speed);

}

@DyHKI10HAJI CMEPTI NEPCOHAKA BUKOHY€E CKPUIIT HABEJAEHUH B JTICTUHTY 3.14.

Jlictunr 3.14 — CkpunT cMepTi nepcoHaxa

using UnityEngine;

public class PlayerDeath : MonoBehaviour
{

[SerializeField]

private GameObject DeahtBody;

private void OnCollisionEnter (Collision collision)

{

if (collision.gameObject.tag == "DeathZone")
{
Death () ;
}
}
private void Death ()
{
Destroy (gameObject) ;

Instantiate (DeahtBody, transform.position,
transform.rotation);

}

QOyHKII0HAJ NTePe3aBAHTAKEHHS PI1BHA NIPU MaJ{IHHI BUKOHYE CKPUNT HABEICHUI B

mictunry 3.15.



Jlictunr 3.15 — Ckpunt nepe3aBaHTa)XEHHS PIBHS MPH A IHHI

using UnityEngine.SceneManagement;
using UnityEngine;

public class RestartLevelOnFall : MonoBehaviour
{

[SerializeField]

private float fallLimit = -30f;

private void FixedUpdate ()
{

if (transform.position.y < fallLimit)

{

SceneManager.LoadScene ( (SceneManager.GetActiveScene () .buildIndex)) ;

}
}
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[Ipedad Box ckmanaersest 3 3D mogeni ta 1 ckpunty. 3D mMozens npeacraBieHa

Ha pucyHKy 3.19. Ckpunt HaBeeHUi B JiCTUHTY 3.16.

Pucynox 3.19 — 3D monens npedady Box



Jlictunr 3.16 — Ckpunt BuangeHHs: 00’ €KTy IpH MaJiHHI

using UnityEngine;

public class DeleteOnFall : MonoBehaviour

{
private float falllLimit = -30f;

private void FixedUpdate ()
{

if (transform.position.y < fallLimit)

{
Destroy (gameObject, 10);

}

[Ipeda6 FallPlatform ckmamaetscst 3 3D momeni ta 1 ckpunty

npenacTaBiieHa Ha pUCYHKY 3.20. CkpunT HaBeJeHU B JIiCTUHTY 3.17.

Pucynox 3.20 — 3D moaens npedady FallPlatform

Jlictunr 3.17 — Ckpunt nagaroyoi muatGopmu

using System.Collections;
using UnityEngine;

public class FallPlatform : MonoBehaviour
{
private bool isFalling = false;
private float downSpeed = 0;
private float fallDelay = 0.6f;

void OnCollisionEnter (Collision collision)

{
if (collision.gameObject.tag == "Player")

46

. 3D monens
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StartCoroutine (FallAfterDelay());

}

private void FixedUpdate ()
{
if (isFalling)
{
downSpeed += Time.deltaTime / 20;
transform.position = new Vector3(transform.position.x,
transform.position.y - downSpeed, transform.position.z);
}
}

IEnumerator FallAfterDelay ()
{

yield return new WaitForSeconds (fallDelay)
isFalling = true;
Destroy (gameObject, 10);

[Ipedab RotatePlatform ckmamaerbes 3 3D moneni ta 1 ckpunty. 3D Mozaenb

IpeacTaBiIeHa Ha pUCYHKY 3.21. CKkpunT HaBeAEHU B JIICTUHTY 3.18.

Pucynok 3.21 — 3D mozaens npedady RotatePlatform



Jlictunr 3.18 — Ckpunt odepraroyoi miargopmu

using System.Collections;
using UnityEngine;

public class RotatePlatform : MonoBehaviour

{
private
private
private
private
private

private

{
if
{

}
}

float rotationSpeed = 1f;
float currentAngle = 0f;

float rotationDirection = 1f;
bool isRotating = true;

float delayAfterFullRotation =

void FixedUpdate ()
(isRotating)

Rotation () ;

public void Rotation ()

{

currentAngle += rotationSpeed * rotationDirection;
transform.rotation *= Quaternion.AngleAxis(rotationSpeed *

rotationDirection, Vector3.left):;

if
{

StartCoroutine (WaitAndStartRotation (delayAfterFullRotation));

}
}

IEnumerator WaitAndStartRotation (float delay)

{

yield return new WaitForSeconds (delay);

(currentAngle >= 360f)

isRotating = false;
currentAngle = 0f;

isRotating = true;
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[Ipedabd Teleport ckmamaerbcss 3 3D momemi Ta 1 ckpunrty. 3D Mopenb

npeacTaBlieHa Ha pUCYHKY 3.22. CKpUNT HaBeJACHUM B JIicTUHTY 3.19.



Pucynok 3.22 — 3D monens npedady Teleport

Jlictunr 3.19 — Ckpunt TenenopTy

using UnityEngine;

public class TeleportPlatform : MonoBehaviour

{

[SerializeField]

private Transform playerTransform, destination;
[SerializeField]

private GameObject player;

[SerializeField]

private AudioSource soundEffect;

private void Awake ()

{

soundEffect = gameObject.GetComponent<AudioSource> () ;

}

private void OnTriggerEnter (Collider other)
{
if (other.CompareTag("Player"))
{
soundEffect.PlayOneShot (soundEffect.clip, 1);
player.SetActive (false);
playerTransform.position = destination.position;
player.SetActive (true);
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[Ipeda6b MovingPlatform, ckmamaerbest 3 3D Mopeni, 2 MOPOXKHIX ITPOBHUX

00’€KTIB, K1 BIAMOBIJAIOTH 32 KOOPAMHATU TepeminieHHs Ta 1 ckpunty. 3D monens

npeAcTaBiieHa Ha pUcyHKY 3.23. CKpunt HaBeJeHU B 10JaTKy A.4
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Pucynoxk 3.23 — 3D moznens npedady MovingPlatform

[Ipedab Platform1x1 ckinanaerscs 3 3D Momeni BiioOpakeHo1 Ha pUCYHKY 3.24.

Pucynok 3.24 — 3D monens npedady Platform1x1

ITpedadu: Platforml1x2, Platform1x3, Platform1x4, Platform2x2, Platform3x3,
Platform4x4, Platform10x10, LongPlatform Bimpizustotecs Bix Platformlx1l nume
PO3MIPOM.

Ha pucynky 3.25 npencraBiaeni 3D Mopemi, 3 SKUX CKIAgaeTbes mpedad

PlayerDeath.
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Pucynok 3.25 — 3D moneni npedady PlayerDeath

[Ipedab FinishPlatform cknagaerses 3 3D mogeni BiioOpakeHoi Ha pUCyHKY 3.26.

Pucynox 3.26 — 3D monens npedady FinishPlatform

[Ipedab StartPlatform cknamaerscs 3 3D Mozgeni BinoOpakeHoi Ha pUCYHKY 3.27.
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Pucynox 3.27 — 3D monens npedady StartPlatform

[Ipedab Spike cknanaerses 3 3D Mozeni, sika npeacTaBieHa Ha pUCyHKY 3.28.

Pucynox 3.28 — 3D monens npedady Spike

3.5 Po3pooka piBHiB

Jlns rpu po3pobdiieno 10 piBHiB. KoxkeH piBeHb CTBOpEHMI Ha OkpeMil clieHi. J{is
noOy10BH piBHIB BUKOpUCTOBYBayucs npedadu. Ha pucynkax 3.29 — 3.38 npencrasneni

cTBOpeHi piBHi 3 1 1o 10.
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Pucynok 3.29 — PiBensn 1
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Pucynok 3.30 — PiBenn 2
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Pucynok 3.31 — PiBens 3

Pucynox 3.32 — PiBens 4
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Pucynok 3.33 — PiBens 5

Pucynox 3.34 — PiBens 6
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Pucynox 3.35 — PiBens 7

Pucynox 3.36 — PiBenb 8

56



Pucynox 3.37 — PiBens 9

Pucynok 3.38 — PiBens 10
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[Ticyist mpoXoKeHHSI OCTAaHHBOT'O PIBHS 3aBaHTAXXUThCS clieHa «EndGamey, B skiii
3HAXOIUTHLCS TEKCTOBE ITOBIAOMIICHHS 1 KHOIIKA 3aBaHTaKEHHS I'OJIOBHOIO MEHIO. Burisan

cuenu «EndGamey npencrasieHo Ha pucyHky 3.39

KIHELb TpU

Pucynok 3.39 — Cuena «EndGame»
@DyHKI[10HAJI KHOTIKU pealli3y€ CKPUIIT HaBeJIeHUH B JICTUHTY 3.20

Jlictunr 3.20 — CkpunT nepexoay B roJIOBHE MEHIO

using UnityEngine;
using UnityEngine.SceneManagement;

public class GoToMainMenu : MonoBehaviour
{

public void LoadMenu ()

{

SceneManager.LoadScene (0) ;
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3.6 Jlokagi3anisi rpu

Jlist mokamizaii rpu BctaHoBiieHo naket Unity Localization package.

Unity Localization package - 1e HaOlp I1HCTpYMEHTIB, SIKi JO3BOJISIOTH
pPO3pOOHMKAM J10/1aBaTH MiATPUMKY 6araTOMOBHOCTI IO CBOiX MpoekTiB Unity.

[Taket jokamizarii BKItoYae Taki GyHKIII, SK:

- JTIOKaJIi3aris TEKCTY;

- JIOKaJi3allisi pecypcis;

- IHCTPYMEHTH MOIEPEIHBOTO MEPErIsAAy Ta TECTyBaHHS.

B nanamryBanHsax npoekty B po3aun Localization nogani 2 MoBU yKpaiHCbKa Ta
aHrmiiicpka. Takox HajalmToBaHa MOBA 3a 3aMOBUYBaHHSM yKpaiHcbKka. HanamtyBaHHs

JIOKaJi3aIli B MpOEKTI MpeCTaBICHO Ha pucyHky 3.40.

L Project Settings

Performance Localization

Q A
ainian (

English (en)

Locale Generator Add Custom Locale Add All

language=

ainian (uk) (Locale)

List is Empty

Pucynox 3.40 — HanamryBanHs Jiokasizarii B TpOEKTi

Jlist mokasizaiiii OCHOBHOTO TeKCTy iHTepdeiicy rpu ctBopena tadbmmis Ul Text,

sKa HaBeaeHa B Taoiaum 3.1.



Taomung 3.1 — Bmict Tabmum Ul Text

Key Ukrainian (uk) English (en)
StartBtnScene0 [ouatu ['py Start Game
SettingsBtnScene0 HamamryBanss Settings
ExitBtnScene0 Buxin Exit Game
LevelSelectHeaderTextScene0 Bubip Pius Select Level
BackBtn Hazan Back

ResolutionSettingsTextScene0

HamamryBanHs po3ibHOI 34aTHOCTI

Resolution settings

FullScreenModeTextScene0

[loBHOEKpaHHUI peKUM

Full screen mode

GraphicsSettingsTextScene0

HanamryBanns rpagiku

Graphics settings

MusicSettingsTextScene(

['yuHicTh My3HUKH

Mucis volume

SoundEffectsSettingsTextScene(

I'yunicTh 3ByKOBUX e(eKTiB

Volume of sound

effects

CameraSensitivity TextScene(

Uy TnuBicTh KaMepH

Camera sensitivity

LanguageSettingsTextScene(

Bubip moBu

Language selection

SaveBtnScenel 30epertu Save
LoadingText 3aBaHTa)KEHHS Loading
RestartBtn Ilepeszanyck Restart
ContinueBtn [Iponosxutn Continue
EndGameTextSceneLast KiHelb TpU The End
MainMenu lonoBHE MeHIO Main menu
CharacterControlBtn YupasiaiHHS TIEPCOHAKEM Character control
CatalogBtn JoBigHUK Manual
PauseMenu Memto naysu Pause Menu
ControlCharacterOr Abo Or
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Jlns moxamizariii yacTuHU 1HTepdeicy TOBIIHUK cTBOpeHa Tabymis Manual Text,

sKa MpecTaBieHa B Tadbuuii 3.2.



Taomurg 3.2 — Bmict Tadmumi Manual Text

Key Ukrainian (uk) English (en)

FallingplatformHeader najaroya rathopma Falling platform

FallingplatformText wiatdopma nasae yepes AeKiIbKa The platform falls a few
CEKYHJI MiCJIsI JOTOPKAHHS seconds after the character
MepcoHaxka 10 Hei touches it

BoxHeader SIIIIAK Box

BoxText SIIUK TIPENICTABIISE COOOI0 The box is an obstacle that can
MIEPEIIKOAY Ky MOYKHA PyXaTh be moved

PlatformHeader mwratdpopma Platform

PlatformText 3BHYaiiHa mardopma 1o ki An ordinary platform on
MOJKHA PYXaTUCh which you can move

FinishPlatformHeader (hinimHa maTgopma Finish platform

FinishPlatformText atdopma BKkaszye Ha 3aKiHYCHHS The platform indicates the end
piBHA npu qoTopKkaHHI mepcoraxa | of the level. Touching a
3aKiH4y€ NOTOYHUI PiBEHb Ta character ends the current
3aMmycKa€e HaCTYIMHUI level and starts the next one

StartPlatformHeader cTapToBa maTdopma Start platform

StartPlatformText wiatopMa BKa3ye Ha MOYATOK The platform indicates the
PIBHSI, IEPCOHAX MPH NpOrpari beginning of the level. The
abo mepe3arycKy piBHA Oyze character when losing or
MepeMillyBaTUCS Ha CTAPTOBY restarting the level will be
wiathopmy moved to the starting platform

SpikeHeader AN Spikes

SpikeText NPY JOTOPKaHHI NepcoHaxa 710 When the character touches
IIMIIB PiBEHb MEPE3aIyCKaeThCs the spikes, the level restarts

MovingPlatformHeader | pyxoma miardopma Moving platform

MovingPlatformText pyxoma mardpopma A moving platform moves
MepeMilLy€eThCs Bijl OJIHIET TOUKH from one point to another.
IO 1HIIOT, IPH TOCSITHEHHI OYIh When reaching any point, it
SIKOT TOUKH OUiKy€ JeKiIbKa cCeKyHy | waits for a few seconds

TeleportHeader TENENopT Teleport

TeleportText TEJEMOPT MEPEMIIIye MEePCOHaKa Teleport moves the character

IO 1HIIIOT YaCTHHHM PiBHS

to another part of the level

RotatingPlatformHeader

obepToBa ratdhopma

Rotating platform

RotatingPlatformText

00epToBi mIaThopMu Moxe OyTH
JIBOX THIIIB Ti 1[0 00EPTAIOTHCS
TOPU30HTAIILHO Ta Ti M0
00epTaloThCs BEPTUKAIBHO,
wiatgopma podbuts 06ept 360
TPaaycCiB 1 MCIA I[HOTO OYiKy€
JIEK1JIbKa CeKYH/I

Rotating platforms can be of
two types: those that rotate
horizontally and those that
rotate vertically. The platform
rotates 360 degrees and then
waits for a few seconds
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[Ticnst cTBOpeHHs TaOJMIL JOKaIi3aIliid 10 KOXKHOTO 00’€KT TEKCTY y IMPOEKTI
nonaHo kommoHeHT Localize String Event.

Localize String Event - e kommonenT nakety Unity Localisation, sxuii 1o3B0sISIE
3aMIHIOBATH PSJIKH TEKCTY, IO BIJIOOPaXKAIOTHCS B TPi, 3aJCKHO BiJ BUOPAHOI MOBH
KOPHUCTYBaua.

[lefi KOMITOHEHT [03BOJISIE MOB'A3aTH KJIIOY JIOKami3alii 3 BilIoOpakyBaHUM
TEKCTOM, 110 JIO3BOJISIE PO3MICTUTH BC1 HEOOX1/IHI PSAIKH TEKCTY Y daiiyax JIoKai3allii.
Konu rpaBers 3MiHIOE€ MOBY B HaJIaITYBaHHAX rpu, Localize String Event 3MiHIO€ TEKCT,
BIJIOOpaKEHUN Ha €KpaHi, BIAMOBIAHO /10 BuOpaHoi MoBH. [Ipukiaj HamamToBaHOTO

KOMIIOHEHTY HaBEJECHUN Ha PUCYHKY 3.41.

ffQ v Localize String Event

Ul Text/StartBtnScene0
Ul Text
Add Table Entry
Add Locale
Use Project Settings

English(en)

Local Variables

Runtime Only v TextMeshProUGUIl.text

Text (TMP) (Text Me ®

Pucynok 3.41 — HanamryBanus komnonenty Localize String Event
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3.7 36ipka rpu

30ipka rpu - 1€ Mpollec MepeTBOpPEeHHs po3polieHoi rpu 3 npoekty Unity B
rotoBuil 10 BukoHaHHs ¢ain. [lix gac 36ipku rpu Unity KOMMOUIIOE BECh CKPUITOBUI
KoJ, 00po0Isie pecypcu (300pakeHHs, 3BYKH, MOJIEI TOMIO) 1 00'€qHY€E iX Yy TOTOBHUI
npoAykT. ['oTOBHMiII BUKOHaBUWi (ailll MOKHA 3allyCTUTH HA PI3HUX IIaTdopmax B
3aJIeKHOCT] Bim oOpaHoi 1inpoBoi Tutardopmu, Hampukmam: Windows, MacOS, 108,
Android Tomro.

B Build Settings nonani yci ciienu rpu Ta o0pana 1iiboBa miarpopma Windows.

HanamryBanns Build Settings HaBeeHo Ha pucyHky 3.42.

Platform 5 Windows, Ma

;] Windows, Mac, Linux L T Windows
Intel 64-bit

indows Platform

Default

Asset Import Overrides
Ma e  NoOveride

n No Override 1d Buil

Player Settings... v Build And Run

Pucynok 3.42 — HanamryBanns Build Settings

[Ipouiec 30ipku Ipu HABEEHO HA PUCYHKY 3.43.
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Building scene 4: Level4 Cancel

development Build

Compression Method Default

Pucynok 3.43 — [Iporec 30ipku rpu

[Ticnst mporuiecy 30ipKu Tpu OTpUMAEMO BCl HEOOX1HI (paitnu ajis poOOTH IpH Ta

BUKOHABUMM (aitn rpu. Pe3ynbrar 30ipku rpy HaBEAEHO HAa PUCYHKY 3.44.

B =~ Ynpaenenue

®aiin  fnaswan  Mogenwtsca  Bua CpeACTBa PaBOTE € NPUAOKEHHAMM

- 4 B < Code > Unity > Build

, Vs [laTa wsmeneru Tun
# Beicpuifi goctyn

B MonoBleedingEdge 04.2023 16:47 Manka c paiinamn
B The-Ball_Data Manka c dpaiinamn
& The-Ball.exe

® UnityCrashHandlerb4.exe

Vsobpaxenns
L Eers B UnityPlayerdil

W Sro komnsroTep
B Download

I Wallpapers

B

B xn
M Pabouwii cron

OneDrive - Personal

& Egor

B 3ror komnbioTep
B Bn6nnorexn

o Cems

3nementos: 5 | Boibpan 1 3nement: 638 K6 |

Pucynok 3.44 — Pe3ynbTat 301pKu rpu
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3.8 TecryBanus

TecTyBaHHS rpu 103BOJISIE€ BUSBUTU Ta BUIIPABUTHU MPOOJIEMHU, MOKPALTUTH SKICTh
Ta B3a€MOJIII0 KOPUCTYBaua 3 TPoIo.

[Ticast po3poOku Tpa MOKE MICTHTH 3HAYHI MOMUJIKH, SIK BIJCYTHICTH NEBHUX
MOXJIMBOCTEH, My3ukH abo o00'ekTiB. BusBiaeHHaM 1pobiieM  3aliMarOThCA
TECTYBAJIbHUKHA, KOTpl TPalOTh B TPy, HaMararo4uch CIIOBHA CKOPHUCTAaTHUCA BCiMa
JOCTYITHUMU MOXJIMBOCTSIMH B HIH.

J71st TecTyBaHHSI TP BUKOPUCTOBYBAIMCH HACTYITHI TECTH:

- (PyHKII1OHAJIbHE TECTYBAaHHS: MIEPEBIpKa MPaBUILHOCTI pOOOTH BCIX (DYHKIIIH IpH,
BKJIIOYAIOYM TOJOBHHUI TeWMIUIeH, KepyBaHHSA, B3a€MOJII0 3 00'€kTamMu, Ta 1HII
reMMIIICHHI aCTIEKTH. ;

- TeCTyBaHHs Tpadiku Ta ayJ1i0: OI[iHKA AKOCT1 MaTepianiB, 3D Moenel, animarii,
a TaKOXX 3ByKOBUX €()EKTiB, My3UKH;

- TeCTyBaHHs 1HTep(eiicy KopucTyBaya: MepeBipka 3pydHOCTI Ta €PEKTUBHOCTI
BUKOPUCTaHHA 1HTep(dECy IpH, BKIIOYAIOYN MEHIO, HAJAIITYBAHHS, MiAKA3KU Ta 1HIII
CJIEMEHTH.;

- TECTyBaHHS CYMICHOCTI: MepeBipKa CyMICHOCTI IpH 3 PI3HUMH ONepariiHuMu
CHUCTEMaMHU, alapaTHUMHU KOHDIrypaiisiMu, rpapiyHIMU KapTaMH Ta 1HIIUMH acTieKTaMu
amapaTHOTO 3a0€3MeUeHHS;

- TECTYBaHHS TIPOYKTUBHOCTI: OIlIHKA MPOAYKTUBHOCTI TPY Ha PI3HUX CUCTEMAX,
OIlIHKA KaJpOBO1 YaCTOTH.

B Tabmumgix 3.3 — 3.6 mpeacrtaBiieHo KoHQirypailii oOJagHaHHS Ha SKOMY

BHUKOHYBAJIOCS TCCTYBAHHA.



Ta6muns 3.3 — Kondirypartiist koM 1oTepa

XapakTepucTukKa 3HaueHHs
[Tponecop AMD Athlon IT X2 250 3.0 GHz
OnepaTuBHA 1aM’ SITh 4 I'b DDR3

Bineokapra

GeForce GT 240 512MB GDDR3

Onmeparriiina cuctema

Windows 10 64-bit

Ta6muig 3.4 — Kondirypartiist KoM 1oTepa

XapakTepucTuka 3HavYeHHs
[Ipouecop AMD Ryzen 5 5500 3.6GHz/16MB
OnepatvuBHa N1aM’ATh 16 I'b DDR4

Bineokapra

Asus GeForce GTX 1050 Ti ROG Strix 4GB
GDDRS5 (128bit)

OrneparniitHa cucrema

Windows 10 64-bit

Tabmuusg 3.5 — Kongirypaiiist HOyTOyKy

XapakTepucTrka

3HaueHHS

IIponecop

AMD Ryzen 3 5300U (2.6 - 3.8 I'T'r)

OnepaTuBHa 11am’SITh

8 I'b DDR4

Bigeokapra

InTerpoBana B mporecop Radeon RX

Vega 6 512MB

OnepariitHa cucrema

Windows 11 64-bit
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Ta6muis 3.6 — Kondirypartiist koM 1oTepa

XapakTepucTuka 3HaueHHS

[Tponecop AMD Ryzen 5 4500 3.6GHz/8SMB
OnepatuBHa NIaM’ATh 16 I'b DDR4

Bineokapra Sapphire Radeon RX 550 Pulse 4GB

GDDRS5 (128bit)

Onmepartiiina cuctema Windows 10 64-bit

3.9 CTBopeHHs IHCTAIATOpPA
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Inno Setup - 1me Oe3komITOBHA TporpaMa 3 BIAKPUTHM BUXITHUM KOJOM JIJIs

CTBOPEHHSI TpOrpamMHUX 1HCTasATOp1B 11 Windows. 3a 10mOMOro0 MaicTpa CTBOPEHHS

1HCTAJISITOpa CTBOPEHUI CKPUIT HABEIEHU B JIICTUHTY 3.21.

Jlictunr 3.21 — CkpunT AJist CTBOPEHHS 1HCTANIATOPA

[Setup]

AppId={{72B704E4-B385-4E4E-B551-DOF48E7E5842}
AppName=The-Ball

AppVersion=1.0

AppPublisher=KnyrykCompany, Inc.
AppPublisherURL=https://github.com/Knirik-Yegor/Build-The-Ball
AppSupportURL=https://github.com/Knirik-Yegor/Build-The-Ball
AppUpdatesURL=https://github.com/Knirik-Yegor/Build-The-Ball
DefaultDirName={autopf}\The-Ball

DefaultGroupName=The-Ball

AllowNoIcons=yes

OutputDir=D:\Code\Unity
OutputBaseFilename=SetupThe-Ball
Compression=lzma
SolidCompression=yes
WizardStyle=modern

[Languages]
Name: "english"; MessagesFile: "compiler:Default.isl"
Name: "ukrainian"; MessagesFile: "compiler:Languages\Ukrainian.isl"

[Tasks]
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Name: "desktopicon"; Description: "{cm:CreateDesktopIcon}";
GroupDescription: "{cm:AdditionalIcons}"; Flags: unchecked

[Files]

Source: "D:\Code\Unity\Build\The-Ball.exe"; DestDir: "{app}"; Flags:
ignoreversion

Source: "D:\Code\Unity\Build\*"; DestDir: "{app}"; Flags:
ignoreversion recursesubdirs createallsubdirs

[Icons]

Name: "{group}\The-Ball"; Filename: "{app}\The-Ball.exe"

Name: "{autodesktop}\The-Ball"; Filename: "{app}\The-Ball.exe";
Tasks: desktopicon

[Run]
Filename: "{app}\The-Ball.exe"; Description: "{cm:LaunchProgram, The-
Ball}"; Flags: nowait postinstall skipifsilent

[Ticnst 3amycKy Ha BUKOHAHHS HaBEJIEHOTO BHIIE CKpUNTY B Inno Setup orpumaemo
BUKOHYBaHHM (aiin, SKUi Ipe/ICTaBIeHO Ha PUCYHKY 3.45.

B Build

B CloneBuildTheBall

l Test

B ™he-Bal

B Build.zip

(] MySaveData.dat
12 ] SetupScript.iss
s SetupThe-Ball.exe

Pucynok 3.45 — CTBOpeHHS 1HCTaIsTOpa
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BUCHOBKH

B nanomy 6akanaBpchbkoMy npoekTi Oyia po3podieHa koM 1oTepHa 3D rpa «The-
Ball» y sxanpi mnatdopmep.

[Tix vac BUKOHAHHS OaKaIaBPCHKOTO MPOEKTY BUKOHAHO:

- aHaJII3 MpeIMETHOT 001aCTi Ta BU3HAYEHI OCHOBHI TIOHSTTS;

- OTJISi]] ICHYIOUHUX ITPOBUX PYIIIIiB;

- MPOEKTYBaHHS I'PH;

- po3po0Oka iHTepdeiicy rpu;

- po3poOKa pIiBHIB I'pH;

- JIOKaJTi3alis Tpu;

- 301pKa rpu;

- TECTYBaHHS TPH;

- CTBOPEHHS 1HCTAJISTOPA;

TakuMm YMHOM, MOYKHAa KOHCTAaTyBaTH, IO ITOCTaBJieHa MeTa OakaaaBPCHKOTO
MIPOEKTY JocsATHyTa. ['pa Mae moTeHItia 1 Haga MOXe YI0CKOHATIOBATHCh, B MAOYTHIX
OHOBJICHHSAX MOYHA MOKPAIIUTH: TOTOBUN (PYHKIIOHAN, TOAATH OUIbIIE PI3HOMAHITHUX

PiBHIB, HOBHUX ITPOBUX MEXaHIK.
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JTOJNATOK A

Honatok A.1 — Ckpunt HajamTyBaHb PO3JUIBHOI 3JaTHOCTI, TIOBHOEKPAHHOTO
pexumy, rpadiku

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class SettingsMenu : MonoBehaviour

{
[SerializeField]
private TMP Dropdown resolutionDropdown;

[SerializeField]
private TMP Dropdown qualityDropdown;

[SerializeField]
private Toggle fullscreanToggle;

Resolution[] resolutions;

void Start ()

{
resolutionDropdown.ClearOptions () ;
List<string> options = new List<string>();

resolutions = Screen.resolutions;
int currentResolutionIndex = 0;
for (int i = 0; i1 < resolutions.Length; i++)
{
string option = resolutions([i].width + "x" +
resolutions([i] .height + "™ " + resolutions[i].refreshRate + "Hz";

options.Add (option) ;

if (resolutions[i] .width ==
Screen.currentResolution.width && resolutions[i].height ==
Screen.currentResolution.height)

{

currentResolutionIndex = 1i;

resolutionDropdown.AddOptions (options) ;
resolutionDropdown.RefreshShownValue () ;
LoadSettings (currentResolutionIndex) ;



public void SetFullscreen (bool isFullscreen)
{
Screen.fullScreen = isFullscreen;
fullscreanToggle.isOn = isFullscreen;

}

public void SetResolution(int resolutionIndex)
{
Resolution resolution = resolutions[resolutionIndex];
Screen.SetResolution(resolution.width, resolution.height,
Screen.fullScreen) ;

}

public void SetQuality (int qualityIndex)
{
QualitySettings.SetQualityLevel (qualityIndex) ;

}

public void SaveSettings ()
{
PlayerPrefs.SetInt ("QualitySettingPreference",
qualityDropdown.value) ;
PlayerPrefs.SetInt ("ResolutionPreference",
resolutionDropdown.value) ;
PlayerPrefs.SetInt ("FullscreenPreference",
System.Convert.ToInt32 (Screen.fullScreen));
PlayerPrefs.Save() ;

}

public void LoadSettings (int currentResolutionIndex)

{
if (PlayerPrefs.HasKey("QualitySettingPreference"))

{

qualityDropdown.value =
PlayerPrefs.GetInt ("QualitySettingPreference");
}

else

{

qualityDropdown.value = 3;

}

if (PlayerPrefs.HasKey ("ResolutionPreference"))

{
resolutionDropdown.value =
PlayerPrefs.GetInt ("ResolutionPreference");

}

else

{

resolutionDropdown.value = currentResolutionIndex;

}

if (PlayerPrefs.HasKey ("FullscreenPreference"))

{
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Screen.fullScreen =
System.Convert.ToBoolean (PlayerPrefs.GetInt ("FullscreenPreference"))
fullscreanToggle.isOn =
System.Convert.ToBoolean (PlayerPrefs.GetInt ("FullscreenPreference"))
}

else

{

Screen.fullScreen = true;
fullscreanToggle.isOn = true;

Jonatok A.2 — CKpUINIT MEHIO MTAY3HU

using UnityEngine;
using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{
[SerializeField]
private GameObject pauseGameMenu;

private bool PauseGame;

void Update ()

{
if (Input.GetKeyDown (KeyCode.Escape))

{

if (PauseGame)

{

Resume () ;

}

else

{

Pause () ;

}
}

public void Resume ()
{
pauseGameMenu.SetActive (false);
Time.timeScale = 1f;
PauseGame = false;
Cursor.lockState = CursorlLockMode.Locked;

}

public void Pause ()

{



pauseGameMenu.SetActive (true) ;

Time.timeScale = 0f;
PauseGame = true;
Cursor.lockState = CursorlLockMode.None;

public void LoadMenu ()
{

Time.timeScale = 1£f;
SceneManager.LoadScene (0) ;

public void Restart ()
{

Time.timeScale = 1f;

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;

}

public void SetPauseGame (bool pause)

{

PauseGame = pause;

}

public bool GetPauseGame ()
{

return PauseGame;

Jonatok A.3 — CKpuInT KOHTPOJIEP KaMepH

using UnityEngine;
using UnityEngine.SceneManagement;

public class CameraController : MonoBehaviour

{
[SerializeField]
private PauseMenu pauseMenu;

[SerializeField]
private Transform Target;

[SerializeField]
private float maxDistance = 20.0f;
[SerializeField]
private float minDistance = 5.0f;

[SerializeField]
private float smoothTime = 0.2f;
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[SerializeField]
private float distanceFromTarget = 10.0f;

private float mouseSensivity;

private float rotationY;
private float rotationX;

private Vector3 currentRotation;
private Vector3 smoothVelocity = Vector3.zero;

private float mouseX;
private float mouseY;
private float mouseScrollWheel;

private float timeToRestart = 3f;

void Start ()

{
mouseSensivity = PlayerPrefs.GetFloat ("Sensivity", 1);
Cursor.lockState = CursorLockMode.Locked;

void Update ()
{
if (Target != null)
{
Rotation () ;
}
else

{

timeToRestart —-= Time.deltaTime;

if (timeToRestart <= 0f)
{

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;
}
}

private void Rotation ()
{
if (!pauseMenu.GetPauseGame ())
{
mouseX = Input.GetAxis ("Mouse X") * mouseSensivity;
mouseY Input.GetAxis ("Mouse Y") * mouseSensivity;
mouseScrollWheel = Input.GetAxis ("Mouse ScrollWheel");
distanceFromTarget += mouseScrollWheel * 10.0f;

distanceFromTarget = Mathf.Clamp(distanceFromTarget,
minDistance, maxDistance) ;



rotationX += mouseY;
rotationY += mouseX;

rotationX = Mathf.Clamp (rotationX, -10, 90);
transform.localEulerAngles = currentRotation;

Vector3 nextRotation = new Vector3 (rotationX,
rotationY) ;

currentRotation = Vector3.SmoothDamp (currentRotation,

nextRotation, ref smoothVelocity, smoothTime) ;

transform.position = Target.position - transform.forward

* distanceFromTarget;
}
}

Honarok A.4 — CkpunT pyxoMoi riatgopmu

using System.Collections;
using UnityEngine;

public class MovingPlatform : MonoBehaviour
{

[SerializeField]

private float speed;

[SerializeField]
private Transform startPoint, endPoint;

[SerializeField]
private float changeDirectionDelay;

private Transform destinationTarget, departTarget;
private float startTime;

private float journeyLength;

private bool isWaiting;

void Start ()

{
departTarget = startPoint;
destinationTarget = endPoint;

startTime = Time.time;

journeyLength = Vector3.Distance (departTarget.position,

destinationTarget.position);

}

void FixedUpdate ()
{

Move () ;



private void Move ()
{
if (!isWaiting)
{
if (Vector3.Distance(transform.position,
destinationTarget.position) > 0.01f)

{
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float distCovered = (Time.time - startTime) * speed;

float fractionOfJourney = distCovered /
JjourneyLength;

transform.position =
Vector3.Lerp (departTarget.position, destinationTarget.position,
fractionOfJourney) ;
}
else
{
isWaiting = true;
StartCoroutine (changeDelay()) ;

void ChangeDestination ()
{
if (departTarget == endPoint && destinationTarget ==
startPoint)
{
departTarget = startPoint;
destinationTarget = endPoint;
}
else
{
departTarget = endPoint;
destinationTarget = startPoint;

IEnumerator changeDelay ()
{
yield return new WaitForSeconds (changeDirectionDelay) ;
ChangeDestination () ;
startTime = Time.time;
journeyLength = Vector3.Distance (departTarget.position,
destinationTarget.position);
isWaiting = false;

}

void OnTriggerEnter (Collider other)
{
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if (other.gameObject.tag == "Player" || other.gameObject.tag
== "Box" )
{

other.transform.parent = transform;

}

void OnTriggerExit (Collider other)
{
if (other.gameObject.tag == "Player" || other.gameObject.tag
— HBOXH)
{

other.transform.parent = null;

Honarok A.5 — Ckpunt ¢iHiniHoI mwiatGopmu

using UnityEngine;

using System.Collections;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class TriggerLoadLevel : MonoBehaviour
{

[SerializeField]

private Slider slidebar;

[SerializeField]
private GameObject loadingScreen;

[SerializeField]
private AudioSource soundEffect;

private bool Loading = false;

private void Awake ()
{
soundEffect = gameObject.GetComponent<AudioSource> () ;

}

private void OnTriggerEnter (Collider col)
{
if (col.tag == "Player")
{
soundEffect.PlayOneShot (soundEffect.clip, 1);
Debug.Log (SceneManager.sceneCountInBuildSettings-1);
SaveData data = new SaveData();



data = SaveManager.LoadLevel () ;
if (data.Savelevel <
SceneManager.GetActiveScene () .buildIndex)
{
data.Savelevel =
SceneManager.GetActiveScene () .buildIndex;
SaveManager.Savelevel (data) ;

}

if (!Loading)
{

loadingScreen.SetActive (true);

StartCoroutine (LoadAsync (SceneManager.GetActiveScene () .buildIndex +
1))
}

IEnumerator LoadAsync (int Scenelndex)
{
Loading = true;
AsyncOperation asynclLoad =
SceneManager.LoadSceneAsync (Scenelndex) ;
asyncLoad.allowSceneActivation = false;

while (!asyncLoad.isDone)

{

slidebar.value = asyncLoad.progress;

if (asyncLoad.progress >= .9f &&
lasyncLoad.allowSceneActivation)

{
yield return new WaitForSeconds (1) ;
asyncLoad.allowSceneActivation = true;

yield return null;
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Select the language to use during the installation.

YKpaiHCbKa

Cancel

PucyHok 1 - Bubip moBu iHcTansaTopa

P——

[a)

[aTepdelic 1HCTaNsATOpA

L—l_v, Bcranoenenns — The-Ball, sepcia 1.0

Bubip qoaaTKoBUX 3aBAaHb
fAKi A0AaTKOBI 3aBAaHHA BM baxacTe BMKOHATH?

«[lani».

JloaaTKoBi APNMKM:

CTBOPUTYM SpAMKK Ha PoBouyomy cToni

Bu6ip wnsxy BCTaHOBNEHHR Orna nanok

Kyau s1 6axaere scraHosuTi The-Ball?

BubepiTb NanKy 3i CTMCKY Ta HATUCHITD «OK»,

[F:\Games\he-sall

D
‘ f Mporpama scTaHosuTs The-Ball y HacTynHy nanky.

= NokansHsiii avck (D2)
= Nokanshsiii auck (E:)
- CD-puckoeoga (F:)

v Nlokanbhbiii guck (H:)
SAV_ASW
Download
Epic Games
Foto
Games
Important
msdownld.tmp
Share
Steam
Video
Virtual
Wallpapers

HaTueHits «lani», wob NpoRosMTH, fkio 61 BaxacTe BUGPATH iHLY NANKY, HATHCHITL <Ornsa».

[c: Program Fies (xas)The al | [Cornsa...

Heo6xiaro sik ikitym 96,6 M6 BinbHOr0 AMCKOBOrO NPOCTOPY.

o Hasaa

PucyHok 4 - Bubip nogaTtkoBux 3aBAaHb

H_q Bcranoenenna — The-Ball, sepcia 1.0

Yce rotoso [0 BCTAaHOBNEHHA
Mporpama roToBa po3noYaTi BcTaHosneHHs The-Ball Ha Baw komnioTep.

v

Aani Cracysati

PucyHok 2 - Bubip wnaxy BCTaHOBMEHHSA

rlJ Bcranosnenna — The-Ball, sepcia 1.0

Bubip nankun B meHto «IMyck>
e 81 BakacTe CTEOPUTH APAMKK?

o

o—— [porpaMa BCTEHOBAEHHA CTEOPUTL APAMKM Y HACTYNHIM Nanu MeHto <« lycks,

o——0

HaTtucHiTe «fani», wob npoaosxuth. Axwo su BakaeTe BMBPaTH iHWY NanNKy, HATUCHITE «Ornaa».

Cracysatn :
HaTucHiTh «BCTaHOBMTH» ANA NPOAOBKEHHA BCTAHOBNEHHR, abo «Hasaa», aKwo su baxaeTte

nepernsHyTH abo 3MIHATK HANALWTYBaHHA BCTEHOBNEHHS.

BubepiTe A0AATKOBI 33BAaHHA AKi NPorpaMa BcTaHoBneHHs The-Ball nosuHHa BMKOHATK, NOTIM HATUCHITD

CkacysaTn

LnAx BCTaHOBNEHHSA:
H:\Games\The-Ball

[LonaTKoBi 3aBAaHHA:
[oaaTkosi apnuKu:
CTBOpUTH SpAMKK Ha PoBodomy cToni

rb Bcranoenenna — The-Ball, sepcia 1.0

BcraHoBneHHa
Byab nacka, 3a4exaiite, noku The-Ball BctaHoBUTBCA Ha Balw KoMN'tOTep.

Po3nakysaHHa daitnis.. .
H:\Games\The-Ball\UnityPlayer.dll

PucyHok 6 - BctaHoBReHHSA

Y5 Berarosnenta — The-Ball, sepcis 1.0

3aBepuieHHA BctaHoBneHHA The-Ball

BcraHoBneHHa The-Ball Ha Baw komn'toTep 3aBepweHo. BcraHosneHi
nporpaM1 MOXHa BiﬂKDMTM 3a A0NOMOroK CTEOPEHUX ﬂDHMKjB;

HaTucHiTe «T0TOBO>» ANA BUXOAY 3 NPOrpaMk BCTAHOBNEHHA.

BiakpuTy The-Ball

The-Ball Ornsaa...
Hasaa CkacysaTu
PucyHok 5 - Mepernag HanaluTysaHb PucyHok 7 - 3aBepLueHHS BCTaHOBITEHHS
13.02070849.00034 /12
Hasaa CkacysaTtn
Jum. Maca Macwim.
PucyHok 3 - Bubip nanku B MeHto «Iyck» Sl uem. | Ve dorpn Tion. | Jama ’ )
Po3poOka koM TOTEpHOI TPH MOBOIO
Pospo6. | Kuupux €.0. '
Tepesip. | Kacemm KM, Zr C# 3a nonomororo cepenosumia Unity
T.xoHmp. Jlucm 1 I Jlucmie 1
. . HY "3anopi3bka nonitexHika"
H.xonmp. |1Lep6ax H.B. Intepdeiic incranaropa KHT 510 - CI1
3ameepooc. | Kynepmeros P.K.



konst
Stamp


IrpoBUM NpoLec

—~—S

[ ]
/
/
/

PucyHok 1 - PiBeHb 9 PucyHok 2 - PiBeHb 3

- - — e C L
—\ Tt mm =
™ I
- <>
e

PucyHok 3 - PiBeHb 1 PucyHok 4 - PiBeHb 8

13.02070849.00034 'J13

Jum. Maca Macwim.
3am. | Tucm. Ne ookym. Iion. Jlama , .
Po3pobka koM’ FOTepHOI TPH MOBOIO
Pospo6. | Kuupux €.0. '
Tepedip | Koo KM > C# 3a nonomororo cepenosuiia Unity
T.xoHmp. Jlucm 1 I Jlucmie 1
HY "3anopi3bka nonirtexHika"
g . Gax H.B. =
Hxonmp. | lepGax IrpoBwuii mpouec KHT 510 - CM
3ameepooc. | Kynepmeros P.K. X



konst
Stamp


Jl1arpaMa BUKOpUCTaHHS KOMII FOTEPHOI I'pH

Poznosam rpy -

OOpam pieeHb

Mepernaxymv .-"' ,‘ 3Mmm1 Hanauﬂyaauunm-“" \
yNpaEniHKs ) / o rpM )
NEPCOHAKEM - .-

“" MNepernAHy™ QOBIAHMK ™

Jum. Maca Macwim.
3am. | Tucm. Ne ookym. Iion. Jlama , .
Po3poOka koM TOTEpHOI TPH MOBOIO
Pospo6. | Kuupux €.0. '
Tepesip. | Kaoom KM, Yo C# 3a nonomororo cepenosuiia Unity
T.xoHmp. Jlucm 1 I Jlucmie 1
. R .. HY "3anopi3bka nonitexHika"
Hxoump. |1llepbax H.B. JliarpaMa BUKOPUCTaHHs KOMII' FOTEPHOL IpU KHT 510 - C
3ameepooc. | Kynepmeros P.K.



konst
Stamp


