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['PA, ITPOBUI TTPOTPAMHUIN 3ACTOCYHOK, ANDROID, I0S,
UNITY.

Po3poOka koMI'toTepHUX Ta MOOUIBHUX ITOp — 1€ CKJIAJHUN 1 TBOpUYUH
nporec, SKWid HaOyB IMIUPOKOT TOMYJSIPHOCTI 3aBISIKA PO3BUTKY CYYaCHHUX
texHosorii. Unity 1 WebGL € npoBigHUMHU IHCTpYyMEHTaMU JUIsl CTBOPEHHS 1TOp, a
JIOTIOBHEHHA Y BUTIIAA1 miaATpuUMKH maTtdopm Android ta i0S 3Ha4HO po3MIMPIOE
aynmuTopiro kKopuctyBauiB. Unity — IHTETpOBaHE CEPENIOBUILE PO3POOKHU, SIKE
JI03BOJISIE CTBOPIOBATH irpu mjisa pizHUX TiatdhopMm, a WebGL 3abesneuye 3amyck
rpadiyHO HACHYEHUX JI0JIaTKIB Y BeO-Opay3epi.

Po3po6ka irop i3 Bukopuctanusm Unity WebGL, Android Ta i10OS Hanmae
pPO3pOOHUKAM MIMPOKI MOXIMBOCTI. JI0 OCHOBHHMX mepeBar HajlekaTb MIATPUMKA
cydacHoi rpadiku, KpocmiaTdOpMEHHICTh, OINTHMI30BaHA IPOJYKTHUBHICTh Ta
JOCTYITHICTB 5K JUISI MOOUTBHHX MPUCTPOIB, TaK 1 I BEO-cepeOBHUIIIA.

[Ipoiiec cTBOpEeHHS TpH CKIIAIA€ThCS 3 KUTbKOX eTariB. [lepmmM kpokom €
TIaHyBaHHs 1 nu3aitH. TyT BH3HA4YalOThCS KOHIIEMINS TPH, 1i MEXaHika, IUThOBa
ayJIUTOPisl, @ TAKOXK 0OMPAETHCS CTHIIb OdopmiteHHs. JJ11 MOOUTEHUX IrOp BayKIMBO
BpPaxOBYBaTH O0COOJIMBOCTI B3aEMO/IIi 3 CCHCOPHUM €KPAHOM.

Ha erami po3poOku mporpamicTu CTBOPIOIOTH (DYHKIIIOHAT TPH, TOII 5K
IU3aifHepU MPAIOTh HaA rpadiyHUM KOHTeHTOM. Unity MpoOmoHy€e 1HCTPYMEHTH
JUTSL afanTarii rpu A0 pizHUX Twiatdopm, 3okpema Android, i0S 1 6paysepiB yepes
WebGL. Lle 3a06e3neuye NOCTYMHICT TPH IJIs1 PI3HUX KATErOpii TPaBIIiB.

TecTyBaHHSI € KJIIOYOBUM e€TanoM Juisi BCix muiargopm. [ns MoOuIbHUX
JIOJIaTKIB TECTYBAHHS OXOIUIIOE MEPEBIPKY MPOJYKTUBHOCTI HA PI3HUX HPUCTPOSX,

aJanTUBHICTH 1HTEp(eicy Ta CTaOLIbHICTh pOOOTH B YMOBaX 0OMEXEHUX PECYPCIB.



Peniz rpu Ha Android Ta 10S 3a3Bu4aiil CynpoBOKYEThCS MyOJTIKALIEI0 B Mara3uHax
nonatkiB, Takux sik Google Play 1 App Store. lle mepenbauae goTpumaHHs
cnenu(pIYHUX BUMOI KOXHOT IJIaTPOpPMHU, TAKUX SK cepTU(ikalis, pO3MIILIEHHS
rpadiuHUX MaTepialiB 1 MIATOTOBKA OMMKCIB.

[Ticas BUXony TpU pO3POOHUKU MPOJIOBKYIOTh MIATPUMKY HNPOAYKTY. Jlys
MOOUIBHUX IrOp OCOOJIMBO BAKJIMBUMHM € PErYJISIpHI OHOBJICHHS, SKI BKJIIOYAIOTh
HOBHI KOHTEHT, BUIIPABJICHHSI IOMUJIOK 1 a/IalTalliio 0 HOBUX BEPCli ornepariiHux
CUCTEM.

Po3po6ka irop na Unity WebGL, Android ta iOS — 1e 3axomnuBuii i
OaratorpaHHui mporec, skl MoTpedye 31aroKeHoi pod0TH KOMaHIU. 3aBIsIKU
ITUM TE€XHOJIOT1SIM MOYKHA CTBOPIOBATH Cy4YacHI, 3aXOIUTIOI0Y1 IFPH, TOCTYIHI K JIJIsI
MOOLUTBHUX MPUCTPOIB, TaK 1 AJig Opay3epiB, IO JO03BOJIIE OXOMUTH IIUPOKY

ayJIUTOPIIO.



ABSTRACT

Explanatory note to the diploma qualifying work of the master: 67 pages, 3

tables, 19 figures, 2 appendixes, 5 sources.

GAME, GAME SOFTWARE APPLICATION, ANDROID, I0S, UNITY.

The development of computer and mobile games is a complex and creative
process that has gained wide popularity due to the development of modern
technologies. Unity and WebGL are the leading tools for creating games, and the
addition of support for Android and iOS platforms significantly expands the
audience of users. Unity is an integrated development environment that allows you
to create games for different platforms, and WebGL allows you to run graphically
rich applications in a web browser.

Developing games using Unity WebGL, Android, and iOS provides
developers with a wide range of opportunities. The main advantages include support
for modern graphics, cross-platform compatibility, optimized performance, and
accessibility for both mobile devices and the web.

The process of creating a game consists of several stages. The first step is
planning and design. Here, the concept of the game, its mechanics, target audience,
and design style are defined. For mobile games, it is important to take into account
the peculiarities of interaction with the touch screen.

At the development stage, programmers create game functionality, while
designers work on graphic content. Unity offers tools for adapting games to different
platforms, including Android, iOS, and browsers via WebGL. This ensures that the
game is accessible to different categories of players.

Testing is a key stage for all platforms. For mobile applications, testing
includes checking performance on different devices, interface adaptability, and
stability in conditions of limited resources. The release of a game on Android and

10S is usually accompanied by publication in app stores such as Google Play and



the App Store. This implies compliance with the specific requirements of each
platform, such as certification, placement of graphic materials, and preparation of
descriptions.

After the game is released, developers continue to support the product.
Regular updates are especially important for mobile games, which include new
content, bug fixes, and adaptation to new versions of operating systems.

The development of games on Unity WebGL, Android, and iOS is an
exciting and multifaceted process that requires a well-coordinated teamwork.
Thanks to these technologies, you can create modern, exciting games that are
available for both mobile devices and browsers, which allows you to reach a wide

audience.



3MICT
C.
BOTYTL e 10
1 3aranpHe yABICHHS HPO POBPOOKY ITOP «rvvreeinrrrrreesinnnereessannneeeessasnnneeeesannneeees 12
1.1 POJIL Y POBPOOIIT ITOP +vveeeirreeeesiniteeeeessstieee e e s st e e e s s e e e e s e e e s e nnnnneeeeens 12
L.1.1 TOMMIMBAMHED . .....evvvveeeiieeeee it e e e e e 14
1.1.2 JIABQIHED PIBHIB ... cvvvrieiiurrereesiitreeeeesasnnneeessannneeessasnneeeeesannneeeessnnes 14
IR 1 G 1 (7 4 217 ) PO RTP T PPPPPRRPPPRIS 14
1.1.4 ITPOBHUIM IIPOTPAMICT +vvveeiuirrereeeintrneeeesssrneeeessannnreeessasnneeeesannnnneeeesannes 15
1.1.5 BBYKOPEIKHCED ....vvvvveeriieeeeiiiiiiiiteeeet e e e e e e s s e e e e e e e e s e e e e e e e 15
1.1.6 TECTYBAIIBHIKH ....cceeeiurrrreeessnteeteesannsneeeessansneseesssnseeeesasnnnneeeesannnneeens 15
1.2 JIOKYMEHTYBAHHS TIPOEKTY ....vvvvverrreeeessssnnnnnnnensseeeessssaassnnssssssesessssannsnnnnnes 16
1.3 TIPOTIEC POBPOOKH ...vvvvvvieeeeesiiiiiibiieiteeeeeeessssiibbbreeeaee e e e s s s ssbbbbbbrereeeeeeseesnnnnes 16
1.4 TIEPEATIPOIIAKIITH ...ceeeeeeeeeeeeeeeeeeeeeeee e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e aeeeeaees 17
1.5 BUPOOHHUIITBO ....vvvvviiiiiiieeeeesseiiitbtteeeeee e e e e s s sttt e e e e e e e e s s s s ssibbansenaaaeeeesennnnes 17
1.6 TTHZITPHIME . ..eeiiiiiiitieitee e e e ettt e e e e e e e e st e e e e e e e e e e e e e bbb b b e e e e e e e e e e e nnnns 17
L7 AYTCOPCHHT ...iiitiiiittteee e s s s ettt e e e e e e e s s et b b et e e e e e e e e e s s sbb bbb e e e e eeeeeeeennnnnes 18
1.8 IrpoBHiA PYITIH (DPEHAMBOPK) .vvvvvrvrirriereeesiisiitiirsrereeeseesssssssssssrereeessssssnnnns 18
1.9 Oco6auBOCTI irpoBOr0O PYIIIST UNITY ..ooiviiiiiiicc e 19
1.10 MOOUIBHA POBPOOKA ©.vvveeeeesiiiiuiiiiiiirtieseesssssssssssnsseresesesssssssssssssrseeesseessnnnns 20
2 TImaHyBaHHS PO3POOKH TIPOCKTY «evreeeeessirusrrrrrrerreeseessssssssssssenssessssssssnssssssseeeeees 21
2.1 MOBA ITPOTPAMYBAHHS «...ceeeivvsittreerseeeesssssssssssseseessesssssssssssssreeessesssnnnssssnes 21
2.2 T'padika IS 3D TPH covvviiiiiiiiiiiiiiiiiit e e e 22
2.3 TKAHP TPH oottt ettt ettt e e e e e e r e e e e e e e e 23
2.4 OCHOBHI MEXAHIKH TP ...uvvveveeesaniteeeeasantieeesssatsseeessassseeeesaassnseeesssnsnsneessans 24
3 POBPOOKA TIPOEKTY ...vvviieeiiiiiiie e e ittt e e e ettt e e et e e e st e e s st e e e e e e inb e e e e e nnneees 26
3.1 POBPOOKA PIBHS ..vvvvieeeeaiiiiiiiiiiiieeee e e e e s e ettt e e e e e e e s s e sabbeene e e e e e e e e e e e annnnennees 26
3.2 HaTaIITYBAHHS TPABLISI .......uevvveeeeeeeeeeaaaaaanittnsseeeeeeaeessaaannnnssseseeeeeeesssaannnnsnnes 29

3.3 JleTanbHa peami3aist MEXAHIKH TEICTIOPTY ...vvrrrreeeeessaaannrrrrereeeeaeasssaannnnnnnes 34



3.4 Kamepa ta koMnoHeHT CinemachineBrain..........cccccooveiiiiiiiiiiiiiieiieci 34
R IR\ (2 (501 02 X< 01 00y o) % SRR PPPP 36
3.0 ULTPH oo 37
3.6 30€PEKEHHS TAHUX TPABLIS «.ccevreeeeessnnneeeesssnsnneeeessssnnneeessasnnneeessnnnnneeessnns 40
3.7 AYITIO TPH c.eveeiie et e ettt e e e s e e e e e e e e e e e 41
3.8 DIHATIBHUM TIPOIIYKT +eeuvveeeeesinsnneeeessansnseeeessssnneeessasssneeeesannnneesssannnneeessanns 42
|23 (602 (0):3 24 4 SRR PPPPPPPPPPPP 44
TTepemiK KEPEIT TIOCHITAHHST «..uvvveeteeenteeenteeenteeenneeenneeennarteeeseneeanneeennnns 46
JTOIATOK A KO TIPOTPAME ...ttt 47

J1omaToK b CHaMAM TPEBEHTALIIT ... . ettt enttee ettt eieeee e eeeeeneeenaeeennnns 59



10

BCTYII

Po3poOka KoMI'IOTEpHHUX Irop — 1€ CKJIaJHUN 1 OararorpaHHuil MpoIec,
SIKUW OXOIUTIOE P13HI €TaIu: BiJ] TOYaTKOBOTO TUIAHYBaHHS 10 (IHATLHOTO BUITYCKY
npoaykty. CydacHi Texnonorii, Taki sk Unity Ta WebGL, natots 3Mory cTBoproBaTu
BHUCOKOSIKICHI ITPH, SIKI MOJKYTh 3allycKaTucs 0e3nocepeIHp0 B Opaysepi, 10 poOuTh
iX JDOCTYHMHUMM JJisi IMpPOKoi ayautopii. Ll pobora oXoritoe OCHOBHI acleKTH
po3poOKkKu Opay3epHOi T'pH, 30KpeMa TEXHIYHI W TBOpPUl €JIEMEHTH IMpPOIECy.
Oco0nuBa yBara npuuieHa onTuMizauii IpogyKTUBHOCTI, KPOCIUIaT(POPMEHHOCTI,
a TaKOX PO3BUTKY MOOUIBHOTO FeWMIHTY, IO € BaXKJIMBOIO YACTUHOIO CY4YacHOIO
PUHKY.

3 NOUIKMPEHHSM THTEPHETY Ta PO3BUTKOM BEO-TEXHOJIOTIH Opay3epHi irpu
3100yBalOTh Jiefalli  OUTBINY TMOMYJSIPHICTh, apke€ BOHM HE BUMAararmTh
3aBaHTAKEHHS YW BCTAHOBJIEHHS noAaTkoBux mporpam. Illo6 mowatu rpatwy,
JIOCTaTHLO BIIKPUTH BeO-Opay3ep 1 3aiiTu Ha BignmoBigHui calT. [1{o crocyeThcs
MOOUIPHUX 1rop, BOHU TaKOXX CTalOTh BAXXJIMBOIO YACTHHOIO IHIYCTpIi 3aBASKH
3pYYHOCTI BUKOPUCTaHHS CMapT(OHIB 1 MOXKIHUBOCTI JOCTYITY J10 irop Oynab-Ae U
Oy/Ib-KOJIH.

Unity € Haa3BU4YaiiHO TIOTYXHUM THCTPYMEHTOM ISl pO3POOKH 1rop, SKHii
3abe3reuye po3poOHUKAM MOKIIMBOCTI JIJII CTBOPEHHS THYYKHX ITPOBUX MEXaHIK,
peamicTnuHoi rpadiku Ta aHiMamii. 3aBngku iHterpamii 3 WebGL po3poOHuku
MOXXYTh CTBOPIOBATH IrpH, SIKI MPAILIOIOTh y OyIb-IKOMY CydacHOMY Opaysepi 6e3
HEOOXITHOCTI BCTaHOBJICHHS J0JaTKoBUX IuiariHiB. Kpim toro, Unity mo3Bosnsie
CTBOPIOBATH MOOLIBHI irpH, AKi ontuMizoBaHi 11t Android Ta i0S, po3muprorodn
ayJIUTOPIIO TPABIIIB.

Po3poOka rpu BKIIFOYAa€ KilbKa BaXKIMBUX €TalliB: TUIAHYBaHHS, TU3AMH,
po3poOKy, TecTyBaHHS Ta pemi3. KokeH 3 nux eramiB morpedye crenudiaHoro
miaxoay W yBaru. Ha erami muraHyBaHHS BH3HAYAIOThCS 3arajbHa KOHIICIIIISA,
MexaHika Tpu Ta ii ctuiab. [lim wyac po3poOKM mporpamicTu Ta Jgu3aiiHEpU

CTBOPIOIOTh KOJ Tpu ¥ Bi3yaJdbHI €JIEMEHTH, BHKOPUCTOBYIOUM MOTYXHI
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iHcTpymeHTH Unity st peanizanii cBoix imeil. TectyBanus rpu 3abe3mneuye ii
CTaOUIbHICTh Ha PI3HUX MNPUCTPOSAX 1 MIaThopmax, BHUSABISIOUM TMOMUIIKUA Ta
Hefoiku. Peni3 rpu o3Havae ii BuXiJ y CBIT, aje rpa noTpedye MOoAaIbLIOl
MNIATPUMKH Ta OHOBJIEHB ISl 33JJ0BOJICHHS MOTPE0 KOPUCTYBAUIB.

VYcemimHa po3poOka rpu HEMOXJIMBa 0€3 TICHOI CIIBIpalll MK WiICHaMU
KOMaHJU: MporpaMmicramMu, AW3alHEpamMu, XyJI0KHUKaMHU Ta TECTyBaJbHUKAMM.
KoxeH uneH koMaHau BHOCUTDH CBiM BKJIaja, 00'€JHYIOYM CBOi HABUYKH Ta 3HAHHS
JUISI CTBOPEHHS 3aXOTUTIOI0YOT Ta SIKICHOI TPH.

s poboTa MAOKIATHO BUCBITIIMTH OCHOBHI €Talnud pPO3pOOKU TpH,
BpPaxOBYIOUM BaXXJIMBI MOMEHTH IJIAHYBaHHSA, TU3aiiHy, TEXHIYHI BUMOTH, METOAH

TECTYBaHHS Ta ONTHUMI3aIlii.
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1 3AT'AJIBHE YABJIEHHA ITPO PO3POBKY IT'OP

Po3poOka KoMI'FOTEpHUX ITOp € CKIAHUM 1 0araTorpaHHUM MPOLECOM, IO
MOKE 3JIMCHIOBATUCS AK IHAMBIAYaJbHO, TaK 1 LU0 KOMaHJOK PO3POOHUKIB.
Komanau, mo mnpaifforoTh HajJ CTBOPEHHSM Irop, MOXYTh CIEIiali3yBaTHCs Ha
KOHKPETHHUX IUIaTopmMax — KOMIT'IOTEPHUX, KOHCOJbHUX a00 MOOUIbHUX. YacTo
BOHM OTPUMYIOTHh (DIHAHCYBAaHHSI BiJl BUAABIIB, BEJIMKUX KOMIIaHIH, SIK1 HE JIUIIIE
HA/Ial0Th KOIITH, aje W KOHTPOJIOIOTH MPOIEC CTBOPEHHS, HANAIOTh JOMOMIDKHI
pecypcu 1 B KiHIIEBOMY pe3yibTaTi pO3MOBCIOIKYIOTh TPy Ha PHHKY. 30Kpema,
BUJABElb Jonomarae y (hiHaHCYBaHHI, YINpaBJIiHHI MPOEKTOM Ta 3abe3NedyeHH1
MapKETHHTOBOI MIATPUMKH, WIO JO3BOJIIE PO3POOHUKAM 30CEPEIUTHCS Ha
TEXHIYHUX Ta TBOPYUX ACTICKTAX.

3 po3BUTKOM HU(PPOBUX TIATHOPM 3'IBUIOCS OaraTo HOBUX MOKIMBOCTEH
JUTSL PO3TIOBCIOJIKEHHS 1rop, 110 TO3BOJISIIOTH HE3aJIEKHUM PO3POOHUKAM BUXOIUTH
Ha PUHOK 0€3 yJacTi BEeIUMKHX KoMmaHid. Takuil caMOCTIHHUM BUITYCK MOKJIUBUMA
gyepe3 YUCIeHH1 aThopMu-IucTpud toTopH, sk-ot Steam, App Store, Google Play
ta iHmi. OJHAK BEJIHKI MPOEKTH MOTPEOYIOTh 3HAYHUX PECypCiB: OIO/KETH Ha
CTBOPEHHS MACIITaOHUX Irop, BIMOMUX SK AAA-TIPOEKTH, HEPIJIKO CATAITh
JECATKIB MUIBHOHIB noiapiB. IrpoBa iHAYCTpis CTPIMKO 3pOCTa€, 1 KUIBKICTh
¢daxiBIiB, MOTPIOHUX I PO3POOKH TaKUX Irop, TAKOX 30UIbITyeThCsA. Hanmpuknan,
B 1990-x pokax xomanzaa 3 10 oci6 morma crBoputH rpy /st PlayStation 3a onun
pik. Bxxe na mouatrky 2000-x pokiB st rpu Ha PlayStation 2 O6yna HeobOxigHa
koManga 3 30-50 po3poOHUKIB Ta TepMiH BUKOHAaHHS B 2 pokH, a B 2010-x pokax
st PlayStation 3 kinpKicTh yuacHUKiB mepesuinyBaia 100 ociO, a TpuBamicTh

MIPOEKTY CTAaHOBUJIA MPUOIU3HO 3 POKHU.

1.1 Poui y po3po0ui irop

3 yaciB MOSABM MEPIIUX JAOMAIIHIX KOMI'IOTEPIB Ta IrPOBUX MPUCTABOK Y

1980-x poxkax mporec po3poOKH irop CyTTEBO 3MIHMBCS. SIKIIO paHilIe OJHUH
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MPOrpaMmicT MIr CaMOCTIMHO BHOpAaTUCSA 3 yciMa 3aBJaHHAMM, TO CHOTOJHI Yy
po3po0I1li BENUKUX MPOEKTIB OEpyTh y4acTh KOMAaHIU CIHEIIaJICTIB 3 PI3HUX
rany3eld. Po3riisiHeMo OCHOBHI poJii B cy4acHiil po3pooi irop [1].

Cepen Hux:

— mpoarcep — o0coba, MO KOHTPOJIOE TPOIEC CTBOPEHHS TPH.
[Ipontocepu MOXyTh OyTH SIK BHYTPIIIHIMHM (NIPallOIOTh Yy caMid KOMIIaHii-
PO3pOOHMKY), TaK 1 30BHIIIHIMU (MIPEICTABHUKKU BUJABIIS). 30BHIIIHI MPOAIOCEPU
BIICTEXKYIOTh JOTpUMaHHA TIpadika Ta OOKeTiB, 3a0e3MeuyloThb CBOEYACHE
BUKOHAHHS 3aBJaHb, HAJAalOTh PECypCH KOMaHJaM, a TaKOX JOMOMAararTh Yy
BUPIIIEHH] IOPUUYHUX Ta AIMIHICTPATUBHUX MHUTaHb. BHYTpIIIHI MOpotocepu
30CEpe/KYIOThCS Ha YIPABIIHHI KOMaH 1010, TJIaHYBaHH1 pOOOTH, TIJATOTOBIII 3BITIB
1 opraHizaiiii pobodoro nporecy. KpiMm Toro, npoarocepu 3aiiMaroThCsl 3B'I3KaMu 3
IPOMAJICBKICTIO,  TIEPErOBOpaMH,  KOHTpPaKTaMH,  IJI0OpOM  IEpCOHAIY,
3a0€3IeUeHHSIM SKOCTI1, OpraHi3ailiero 6eTa-TecTyBaHHS 1 JOKai3aIli€o TPy,

—  BHUJAaBEllb — KOMIIaHIs, SKa 3alMaEThCsl MyOJIIKAIIEI0 Ta BUITYCKOM
rpu. Bunapii gpiHaHCYIOTh pO3pOOKY, 3aliMaOTECS MAPKETUHTOM, aHAJII30M PUHKY
1 pexnaMor. BoHU BOJOAIIOTH MpaBaMU Ha TPy 1, SK MPABUIO, CAMOCTIHHO
NOIMPIOIOTH 1i  a00 TmepemaroTh IMpaBa JUCTpuO'toropamM. BumaBii Takox
OIUIAYyIOTh JIIEH311 HAa BUKOPHUCTAHHS MY3WMKH Ta TOPrOBHX MapoK Y TIpi,
OpraHi3yIOTh JIOKAJI3aIlii0 1 3aiMar0ThCsl PO3po0KOI0 TpadiyHOTO 0HOPMIICHHS IS
rpu (HampukiIaa, Au3aiiH oOKmanmuHkH). Benmuki xommaHii gacTo 3a0e3MedyroTh
KOMaHJ{ 3BYKOBHM CYIPOBOJOM Ta CHUIBHUMHU KOJOBHMH Oi0IiOTEKamu, IO
JI03BOJISIE ONTUMI3YBaTH POOOTY;

—  KOMaHJa po3poOku — rpymna mpodecioHaniB, fKa MPaIoe HaJ
cTBOpeHHsIM Tpu. KomaHna Moke HajaidyBaTH BiJ KUIBKOX 0Ci0, 3alHATHX Ha
HEBEITMKUM MOOUTPHUM TIPOEKTOM, /IO COTEHb 1 HaBiTh THUCSY CIEMIANICTIB Y
Macmtabanx AAA-mpoektax. OcHOBHI (haxiBli y KOMaHAI — M€ XYyT0KHHUKH,
MpOrpaMicTH, reMMan3aiiHepy Ta 3BYKOPEKHUCEPHU. YCl 11 CHEialiCTH MPaIoTh
HaJl PI3HUMH acCleKTaMH IPOEKTy, BiA Bi3yaJdbHOI CKJIQJ0BOi /10 TEXHIYHOI

peaizailii irpOBUX MEXaHiK.



14

1.1.1 T'elimau3aiinep

[eiimauszaiinep — 1€ JIOJMHA, SIKa CTBOPIOE OCHOBHI KOHLEMLII T'pH,
npaBWwia Ta MeXaHikd. BiH mpoaymye irpoBHil mpoliec, CTBOPIOE HapaTHUBHY
YaCTUHY TPH, BKIIIOYAIOUU CIOXKETHU, J1aJIOTH, CLIEHH, MiAKa3ku Toilo. [IpoBinHuit
reifiMan3aiiHep 4acTo KOOpAMHYE pOOOTY IHIIMX TelMau3aiHEpiB 1 BIANOBIIAE 3a
y3TOJ/UKEHICTh T'PU 3 MOYATKOBOIO 171e€10. Y BEIMKHUX IMPOEKTax relmMau3aiiHepu
MOKYTh TpAaIlOBaTU HAaJl KOHKPETHUMHU aCHEKTaMU T'pU, HANPHUKIAT, MEXaHIKOIO
0010, CHUCTEMOI0 PpO3BUTKY MEpPCOHAXIB, KOPUCTYBalbKUM 1HTepdeiicom 1

JiajJoraMu.

1.1.2 In3aiinep piBHIB

Huzaitnep piBHiB (Level Designer) po3po06iise CTpyKTypy IrpOBUX PiBHIB,
3aBAaHb Ta Miciil. [ mbOro BUKOPHUCTOBYIOTBHCS ITHCTPYMEHTH PO3POOKH Irop,
CrieliajgbHl peJakTOpu PiBHIB, IO JO3BOJISIOTH CTBOPIOBATH Ta TECTyBaTH IrpOBi
pocTopH, 1e BinOyBatumyThes aii. Lle moxyTs Oytu penaktopu s 2D Tta 3D-

u3aitHy, BOYJI0BaHi B ABMKKHM 200 30BHIIITHI JTOAATKH.

1.1.3 XynoxxHUK

XyNOKHUKHA TIPAIIOIOTh HaJ BI3yalbHOIO YAaCTHHOIO TPH, CTBOPIOIOTH
KOHIIENIT-apT, CIPAalTH, TEKCTYpH, aHIMaIlli, MoJe]l NMepCcoHaxXiB, iHTEepdehcu Ta
HII1 eneMeHTd Tpu. ICHYIOTh sk 2D-XynoKHUKH, K1 CTBOPIOIOTH KOHIIETITYaJIbH1
300paKeHHS Ta MAJTFOHKH JIJIs1 KOPUCTYBAILKOTO iHTEpdeicy, Tak 1 3D-xymoxxHuKy,
BIIMOBIMAJIBHI 32 MOJCIIOBAHHS, aHIMAIil0 Ta CTBOpeHHS 3D-cepemoBwi.
JIMpeKTop XyM0KHBOTO BIAAUTY CTEXKHTHh 32 Y3TOJDKEHICTIO CTHIIIO 1 KOOPJIUHYE

poOOTYy BCi€l KOMaHIU.
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1.1.4 IrpoBuii mporpamict

[IporpamicTu 3aiiMaroThCs peasizalielo ycix (yHKI1OHAIbHUX YaCTHH T'PH.
Bonu BianoBigaoTh 3a po3poOKy (i3UKH, IITYYHOTO THTENEKTY, rpadiku, 3BYKY, Ta
reiimiuieinux mexadik. IlporpaMmicTu mumyTh KoJ A pyXy OO'€KTiB, 3ITKHEHbD,
aHIMaIlil, 1HTerpyroTh 3D-Moemni, po3poOsioTh Ta BIOCKOHAIIOIOTH TpadiuHi Ta
¢i3uuni pymiii. IrpoBi mporpamicTd MOXKYTh CHELIadi3yBaTUCAd HAa OKPEMHX
acnekrax, Takux sk ¢i3uka, Il abo rpadika, mo [103BOJISE CTBOPIOBATH
BUCOKOSIKICHI MEXaHIKHU Ta epexTu. 3a3Buyail mpoBiJHI IPOrpaMiCTH KOOPAUHYIOTh
poOOTYy KOMaHAH, pO3pOOJISIOTH OCHOBHI YACTUHH MPOEKTY 1 MIAHYIOTh MOJAJbIITY

peaizaiiro.

1.1.5 3Bykopexucep

3BYKOPEKUCEPH MIPAFOIOTH HAJl My3UYHHUM CYTIPOBOJIOM, 3aIUCYIOTh 3BYKH
U1 iHTepdeicy, MepcoHaXiB Ta pI3HHX MAiM. BoHu 3a0e3neuyroTh IHTErpario
3BYKOBUX €(EKTIB y TPy, CTBOPIOIOTh MY3HUYH1 KOMIIO3HIIi1, CHHXPOHI3YIOTh 3ByKOBI
e(heKTH 3 IIMH y TPi, @ TAKOXK MPAIFOIOTH HAJT IYOJIsKEM. 3BYK — OJIMH 3 BaXKJIUBHX
aCIIeKTIB, KU J03BOJISE TPABITIO BIAIYTH aTMOc(epy IpH Ta B3aEMOJIIIO 3 IrPOBUM

CepEIOBHIIICM.

1.1.6 TecTyBaJIbHUKHU

TectyBanbHuku a60 QA-iHXEHEepU MEepPeBIPAIOTh SKICTh TPU, BHUSIBISIOTH
MOMWIKH, TECTYIOTh Pi3HI IrpOBi CIEHAPIi 1 TOBIAOMIISIOTH MPO MPOOIEMH, IO
BUHUKAIOTh. BOHU rparoTh y rpy 3 pi3HUMH KOMOIHAIIIMHA HATAIITYBaHb, IITYKAIOYH
MOXJIHMBI 0ard, i CTeXaTh 3a THM, 00 YCi €JIEMEHTH T'PH IMPAIIOBAaId KOPEKTHO.
[TinTpriMKa BUCOKOT SIKOCTI — I1€ BaXKJIUBHUU €Tall, 0COOJMUBO Tepel BUITYCKOM TpH

Ha PUHOK.
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Po3pobka irop € ckinagHuM 1 6araToCTOPOHHIM MPOLIECOM, 1110 BKIIIOYAE Pi3HI
criemianizamii Ta HampsMH, IO J03BOJISE€ BTUIIOBATH HaWCKIagHI 17ei B
peanbHicTh. He3anexHo B TOro, Yu € MPOEKT He3aleKHUM abo BeTuKUM AAA-
MIPOEKTOM, BC1 YJAaCHUKH KOMAaHJIM BHOCSITh CBIM YHIKaJIbHUN BKJIa, 1100 CTBOPUTHU

YHIKaJbHUHN ITPOBUNA JOCBIA JIsl TPABIIIB.

1.2 lokyMeHTYBaHHS NPOEKTY

Konmmu kxoMaHja moYmHae MpamioBaTH HAJl TPOIO, CTa€ HEOOXiTHUM BECTH
JOKYMEHTAIIi10, 1[0 JOTIOMara€e OpraHi3yBaTH MPOIeC PO3POOKH, 3HAXOIUTH KOJIET 1
3airydaty iHBecTHIlll. OCHOBHI THMH IOKYMEHTIB BKJIIOYAIOTh:

~  KOHUENT-A0KyMeHT. KopoTkuii 1okyMeHT (2-6 CTOpPIHOK), IO OMHCYE
OCHOBHI 1J1eT Ta 0COOIMBOCTI IpH, OAKaHO 3 LTFOCTPAIISIMU;

~  JIu3adH-JOKyMeHT. JleTanpHIMIUA  JTOKYMEHT, SKHH  PO3IIUPIOE
KOHIIENT-T0KYMEHT, KOJIH I'pa IEPEXOIUTh JI0 CTa1ii BAPOOHUIITBA;

~  JokyMmeHT-mpornio3uilisi. KopoTkuii omuc rpu, KUl akleHTye Ha i
puOYTKOBOCTI, 6€3 BHYTPIIIHIX JAeTaneil po3poOKH;

~  TEeXHIYHMH IOKyMeHT. Bkiroyae TexHI4HI BUMOTH (TOJiroHu, fps,
naMm'aTh TOIIO) 1 OMHUCYE IHCTPYMEHTH Ta MOBH IIpOorpaMyBaHHS, SKi OyIyTh
BUKOPHCTAHI.

1.3 Ilpouec po3podku

IIporiec po3poOKM Ipr 3a3BUYAN CKIIAAETHCS 3 KUTBKOX €TaIliB:

—  MATOTOBKA (MPENpOaKIIH);

—  YTOYHEHHS TeMMIU3alHY;

—  BUPOOHHIITBO;

—  TIATPUMKA.

[li eranu MOXYThb BapilOBATHCSl 3aJIEKHO Bl KOMIaHIi Ta creuudiku

MIPOEKTY.
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1.4 llepeanpoaakH

Ha upomMy erami OLIHIOIOTHCS BUPOOHHYI PU3UKH, OIOMKET 1 T'yMaHITapHI
nutaHHs. Po3paxoByeTbcs HEOOXITHUM KOHTEHT, Yac 1 BUTPATH, BU3HAYAETHCS
KUIBKICTh Ta KBamidikallis XyJOXKHHUKIB, a TaKOX CEpeIOBHIINE PpPO3pOOKU Ta
rpadiuni BuMoru. IIpoTOTUNyIOTBCS OCHOBHI €JeMEHTH Tpu. BuzHayaroTbcs
OIO/KET MOJITOHIB, MPOAYKTHBHICTH cepBepa s 0araTOKOPUCTYBALbKUX 1rop
Toio. [xei mogaroThcs Ha 3aTBEP/AKEHHS KEPIBHMIITBY, a MOTIM BUAABIIO, SKILIO
PO3pOOHUK 1 BUJIaBeIb — pi3HI KoMmmaHii. ['eliMau3aiinep nuiie Au3aiH-T0KYMEHT,
10 MICTUTh KOHLIETIIII0, I'POBHM MpOoLIeC Ta €CKi3H, sIKI MOKYTh 3MIHIOBATHUCS 1]l

94ac po3poOKH.

1.5 BupoOHMUTBO

Ileit eram mnepemxbadae 3HA4YHY pOOOTY: TPOTPAMICTH THINYTh KO,
XYJOKHUKH CTBOPIOIOTH T'padiky, 3BYKOB1 (haxiBIli MpaIlol0Th HaJ epeKkTaMu, a
KOMIIO3UTOPH THIITYTh MY3WKy. JlM3aifHEpW CTBOPIOIOTH piBHI, a CICHAPUCTH
OUIYTh Jiajgord. [ edmMan3aifHepu TOCTIHHO BJIOCKOHATIOIOTH KOHIICHIIIIO TPH,
BHOCSIUM 3MIHH, SIK1 MOTPIOHO TOKYMEHTYBaTH. PaHHI piBHI 3aliMarOTh OUIBIIIE Yacy,
OCKUTbKM JaH3aiiH 1 (yHKIIoOHAN 1me (HOopMyrThcsa. SIK TUIBKM Tpa TOTOBa [0
TECTYyBaHHS, TECTYBAIBHUKU JIOJYYaIOTHCS 1O TPOIECY, IO CTAa€ BCE OUIBII

BaXJIMBUM, KOJIH I'pa HaOJIMKAEThCS A0 3aBCPHICHHA.

1.6 IlinTpuMmka

[TinTprMKa BKITIOYAE BUITYCK MMATU1B TSI BATIPABJICHHS TTIOMIJIOK, BUSIBICHUX
micist pemizy Tpu. Y BHUIAIKYy MacOBHX 0araTOKOPUCTYBAllbKUX OHJIAWH-1TOp
(MMO) mniaTpumka MoOXKe€ BHMAaraTu OUIbIIE 3yCHJIb 1 4Yacy, HDK caM Ipoliec
BUPOOHUIITBA, OCKUIBKH JJISI MIATPUMKH I1HTEpPECY TIpaBIIB MHOTPIOHI MOCTiiHI

OHOBJICHHA Ta PO3BUTOK.
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1.7 AyrcopcuHr

AYTCOPCUHT € BaXJIMBOIO MPAKTHUKOI B PO3POOII KOMI'IOTEPHUX Irop,
0COONMMBO KONMW HWIEThCS MPO TaKi aCHeKTH, SK CTBOPEHHS MY3HWKH, 3BYKOBHUX
e(eKTiB, 03BYUEHHS IEPCOHAXKIB 1 3aXOIIeHHs pyXy. L1 mpoiiecu yacto BUMararoTh
3HaYHUX (PIHAHCOBUX BHUTpAT, SAKI MOXYTh OYyTH HENOCTYNH1 I JEAKUX
PO3pOOHUKIB, OCOONIMBO y BUMAAKaX, KOJU KOMIIAHIs HE Ma€ CIeliali30BaHOTO
BIIUTY JUIsl BUKOHAHHS LUX 3aBJlaHb. 3 METOI0 ONTUMI3allli BUTPAT Ta PECYPCIB,
OUTBIIICTh KOMITaHIM BUPIIYIOTH NepeAaTH 11 PyHKIIi CTOPOHHIM BUKOHABIISIM.

[Iporiec ayTcopcHHTY MOYMHAETHCS HA €Talli MATOTOBKHA 10 BUPOOHUIITBA,
KOJIM PO3POOHUKH OIIHIOIOTH TMOTPEOM MPOEKTy Ta CKIATAIOTh OFOJDKET Ha
3aydeHHs 30BHINTHIX mocayr. lle Moke BKJIFOYATH OIIHKY Yacy Ta BHUTpaT Ha
BUKOHAHHS TMEBHMUX 3aBJlaHb. J[esKi IHCTPYMEHTH, Takl sIK BIJCOKOMIpPEcOpH abdo
pEeIaKTOPH PiBHIB, TAKOXK MOXYTh OYTH MepeaaHi CTOPOHHIM CTY/TisSIM.

BapticTh cTBOpEHHS MY3UKH BapilO€THCS B 3aJICKHOCTI BiJ il TPUBAJIOCTI,
METOJly BHUpPOOHMIITBA (CHHTETUYHHM YU >KUBUI) Ta JOCBILY KOMIIO3UTOpA.
Hanpuknaza, y 2003 potii BapTicTh 0/iHI€T XBHJIMHU SIKICHOT CUHTE3aTOPHOT MY3UKH
CTaHOBHWJIA COTHI A0 TucsAY nonapiB. [1logo o3BydeHHs, 11e BUMarae criemiaibHUX
HABUYOK, TOMY  3a3BHYail  ayTCOPCYETHCS,  OCKUIBKM  JIMIIEC  BEJIUKI
TeJIepaIOKOMIIaHIT MOXYTh JTO3BOJUTH COO1 MaTH BJIACHUX JIHUKTOPiB. A CTymil
3aXOIUICHHS PyXy, Yepe3 BHUCOKY BapTICTh Ta CKJIAJHICTh OOJIaJHAHHS, YaCTO HE
MOXYTh OyTH TOOYyZ0BaHI MEHITUMHU KOMIIAHISIMH, 110 POOUTH ayTCOPCHUHT iXHIX

MOCITYT TOIUTBHAM PIICHHSIM.

1.8 IrpoBuii pyuuiii (¢ppeiiMmBopK)

IrpoBi pperiMBOpKH — 11€ TPOTPaMHiI KOMILIEKCH, [0 TOJIETIIYIOTh TTPOIIeC

pO3pOOKHK 1rop 3a paxyHOK HAsBHOCTI BOYIOBAHUX IHCTPYMEHTIB [JIsi PI3ZHUX

3aBJaHb, TakuxX sIK rpadika, o0YuCiIeHHsT (PI3UKU, aNTOPUTMH MOIIYKY HUIAXIB 1
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poOota 3 3D-penakTopamu. IcHye 0e31114 pi3HUX IFPOBUX PYIIIiB, KOXKEH 3 SIKUX MA€
CBO1 0CO0JIMBOCTI Ta nepeBaru. HalimonynspHilli 3 HUX BKIIOYAIOTh:

— Unity. VHiBepcanbHe cepenonuiiie st po3pooku 2D ta 3D irop;

—  Unreal Engine. TloTyxHuii pyIrii, mMUApPOKO BUKOPUCTOBYETHCS IS
PO3pOOKH BEJIMKHUX 1rop;

—  Construct 3. IInatdopma, 1m0 J03BOJSIE CTBOpIOBAaTH irpu  0e3
pOoTpaMyBaHHS;

—  GameMaker, sikuii crierianizyeTscst Ha po3pooiii 2D irop.

VY npaniit po6oti ob6pano Unity, OCKUIbKM Lied (QpelMBOpPK € HaWOLIbII
JOCTYITHUM 1 MAXOUTH ISl pO3pOOKH Ha Pi3HUX MmaTdopmax, Takux sk Windows,

Mac, Linux, Android, i0OS, PlayStation 4, PlayStation 5, WebGL Tomo.

1.9 Ocob6auBocTi irposoro pyurist Unity

Unity mpornioHye 63114 IHCTPYMEHTIB 1 QyHKIIIH I pO3pOOKH irop pizHUX
TUIIB 1 CKJIATHOCTI. OCHOBHUMH XapaKTEPUCTUKAMH €:

—  pemakTop cieH. Jl03Bojsie CTBOpPIOBATHM Ta HAJAIITOBYBATH IrPOBI
00'ekTH, aHIMAII11, OCBITJICHHS, TiHi, a TAKOXK J0/IaBaTH 3BYKOBI €(DEKTH Ta MY3HKY,

—  MATpUMKA MOB mporpamyBanHs. Unity BukopuctoBye C# ik OCHOBHY
MOBY MporpamMyBaHHs, aje Takox miarpumye C++, JavaScript Ta Boo;

—  GBuyHUNA pyurii. 3a0esneuye peamicTuHi Pi3uyHi e(eKTH, Taki K
rpaBiTallis Ta 3ITKHEHHS,

—  0aratokopHUCTyBaIllbKi MOXJIHMBOCTI. BKIIOYAa€ MepexkeBi (PyHKINT Ta
THTETPAIlifO 3 COIIaAIbBHUMH MEPEKaAMHU.

Unity opranizoBye Bci irpoBi 00'€éKTH Ha OCHOBI TPhOX OCHOBHHX OJIOKIB:
GameObjects, kommonenTu Ta 3mMiHHI. Koken 00'ext y rpi € GameObject, 1 1u1st iioro
byHKITIOHYBaHHS IOTPiOHI Pi3HI BIACTUBOCTI, SKI HATAIOTHCS Yepe3 KOMIOHECHTH.

Unity TakoX NIATpUMYye po3poOKy Opay3epHUX IrOp 3 BUKOPUCTAHHIM
texHosorii WebGL, 1o no3Bosisie 3anyckatu irpu 0e€3 10JaTKOBHUX IUIariHib. s

ctBopeHHss WebGL-30ipku B Unity noTpiOHO BHOpaTu BiNOBIAHY IUiaThopmy y
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HaJallITyBaHHAX NPOeKTy. ['oToBUi MpoAYKT MOke OyTH OmyOIiKOBaHUW Ha BeO-
caiiTi abo 3amyuieHuit Ha jokanbHOMY cepBepi. Unity niarpumye APT WebGL 1.0
ta 2.0, ajme BHUKOPUCTaHHS Ii€] TEXHOJOI MOXXE CHPUYMHHUTH MNpOoOIeMH 3

MPOJYKTUBHICTIO Ta CYMICHICTIO Ha PI3HUX MPUCTPOSAX Ta Opay3epax.

1.10 MobisibHa po3po0ka

Unity Takox ao0Ope MigXOAuTh JJIsi MOOUIbHOI pO3pOOKH, JO3BOJISIOUU
ctBoptoBatu irpu ansg Android ta i10S. Po3poOHMKM MOXYTh BUKOPHUCTOBYBATH
MosxkuBOCTI Unity Juist onTUMi3aliii CBOIX 1rop MiJ KOHKPETHI MOOUIBHI MIaTHOpMH,
BKJIIOUAIOYM OMNTHUMI3allil0 Tpadiky, ympaBiaiHHS pecypcaMH Ta IHTErpaiii 3
GyHKIIIMA MOOUTBHUX MPUCTPOiB, TakuMH K ceHcopu, GPS Ta BiOparis. Unity
Ha/lae IHCTPYMEHTH JIJIsl TECTYBaHHS MPOTYKTUBHOCTI HA MOOUTFHUX MPUCTPOSX, IO
JI03BOJIsIE PO3POOHHUKAM 3a0€3MEUYUTH IUIABHICTh POOOTH Irop Ha PI3HUX rajpKeTax.

Takum uyunoM, Unity € MOTY>XKHUM 1 YHIBEpCAJIBHUM I1HCTPYMEHTOM IS
PO3pOOKH irop, KU MITPUMYE ayTCOPCUHT, BUKOPUCTOBYE pi3HI GpeiMBOPKH Ta
Ma€ MIUPOKI MOKJIMBOCTI ISt MOOUTBHOT pOo3pOOKH, 10 pOOUTH HOTO TPUBAOIUBUM

BUOOPOM JIJIsI pO3POOHUKIB Y BCLOMY CBITI.
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2 INTAHYBAHHS PO3POBKHU ITPOEKTY

2.1 MoBa nporpamyBaHH$

Mogoto nporpamyBanHs o6paHo C# niisa npoekty Ha Unity, OCKIJIbKY BiH €
OCHOBHOIO MOBOI0 wi€i matgopmu. Unity npomnonye iHcTpymMeHTH Ta API,
crienianbHo po3pobieHi ;s C#, mo crpusie epekTuBH1A po3poOii irop. Jana mosa
NpOTpaMyBaHHS BHUPI3HAETHCS MPOCTOTOIO, 3pPO3YMITUM  CHHTaKCHUCOM  Ta
MIBUAKICTIO  pO3pOOKM  3aBISKM ABTOMAaTUYHOMY  VIPABIIHHIO TaM'STTIO.
[urerpoBanuii penaktop Unity po3Bosisie Jierko BukopuctoByBaTu C# s
HaJAIITYBaHHS 00'€KTIB Ta CTBOPEHHS IrpoBoi Joriku. Kpim Toro, koa Ha C# y Unity
MO>KHA JIETKO KOMIILTIOBATH ISl PI3HUX TIATHOPM.

OcHoBHa O0i0mioTexka sl CTBOpeHHsl irop, sky Hamae Unity, 1€
Unity.Engine, BoHa mpomnoHye yci HeoOXiiH1 IHCTPYMEHTH /ISl peJlaryBaHHs Y KOl
yepe3 C#, Taki sk KoMroHeHTH 00’ekTiB: Sprite renderer, transform, ridgidbody,
colliders, triggers Ta in.. Takox y GyHKI[IOHAT BXOAATh IHCTPYMEHTH aHIMYyBaHHS,
HAJNAIITYBaHHS BI3yalbHUX MApTUKIIB, CTBOPEHHS 00’ €KTIB, OTPUMAHHS JOCTYITY
710 KOMIIOHEHTIB 00’€KTIB CIIEHHU, K Yepe3 TeTH, Tak 1 4yepe3 MOYipHI CJIEMEHTH.
JlolaTkoBO, MOKHA BMHKATH T4 BUMHUKATH €JIEMEHTH CIIEHH, 10 Oyae 0coOIuBO
KOPUCHO TpHU pearizalii JOTIKKM Tepe3amycKy piBHS, a TaKOX MOXKHAa 3pYy4HO
KepyBaTH yciMa CTBOPEHUMU CIIEHAMU TPH.

Takoxx Unity.Engine mnpomnoHye iHCTpyMEHTH s 30epiraHHs JaHUX,
Hanpukiaa PlayerPrefs. Bin moxe 30epiratu psakoBi, TutaBarodi Ta LTl 4KClia B
peectpi mnatdopmu kopuctyBada. Unity 306epirae PlayerPrefs y mnoxambHOMY
peectpi 0Oe3 mmdpyBaHHSI, caM€ TOMY HE PEKOMEHAYETHCS BUKOPHUCTAHHS
PlayerPrefs nms 36epiranus koHdimeHmiiHux nanux. [Insx 30epiranHs JaHHX
3aJIeKUTH BiJ] OTEpaIlifHOT CUCTEMU Ha SKiH MPaIfioe mporpama.

Cepen MOXIMBHX albTEPHATHB MOXHA BUIUIMTH C++, SKUW MATPUMYE
iHmui pymit — Unreal Engine, ane 3a3Buyaii Horo oOuparoTh st OUIBII CKIAHUX
MIPOEKTIB, SIKli MOTPEOYIOTh CKJIAJHUX ITPOBUX MEXAHIK UM 1HCTPYMEHTIB MO POOOTI

13 rpadikoto, Hanpukiaa Ray Tracing.
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[lopiBHSAHHS KJIIOUOBUX (PYHKLINA Ta BIAMIHHOCTEH MK pymisiMu Unity Ta

Unreal Engine naBeaeni y Tabmnummi 2.1 [2].

Tabmuus 2.1 — IopiBastaas Unity Ta Unreal Engine

Feature Unreal Engine Unity
Tun pymuris Kpocnnardpopmenuit | Kpocmnardpopmenuit
TBopelb Epic Games Unity Technologies
Feature Unreal Engine Unity
Moga nporpamyBaHHs C++ C#
[IponBunyTi QyHKIIIT [IponBunyTHI IaTpy™mMEHTH
MYJIBTUILIEED, aHimarlii, Jerke
dboTopeanicTuuHUM CTBOpPEHHS
VEX CHAIIIIOTIB
Buxiaaunii kon Binkputuii 3akpuTuii
I'padixa doropeanictuHa AAA ['iHuii piBeHb
rpadika rpadiku, aye
nocrynaetbcsa UE

2.2 I'pagika nas 3D rpu

Unity Hagae MOKIHMBOCTI BUKOPUCTOBYBATH I'padiky Oyab-sIKOT CKIaTHOCTI.
VY pamkax manoi pob6otu Oyno obpano ctuib low poly, mo xapakTepusyeTbes
npoctumu 3D dopmamMu Ta MiHIMAJIBHOIO JIeTallizalliero Moaenei. Mojeni mpocti
TOMY III0 Y OCHOBI CTHJIIO JIeKaTh TPUBUMIPHI OO’€KTH, IO CKIAJAIOTHCS 13
HEBEJIMKO1 KUIBKOCTI MOJIroHiB. Takui MiAXiZ CHPOIIYyE ONTHMI3AIli0 Irop,
JI03BOJISIE CTBOPIOBATH TMPOCTiI SICKpaBi CBITH Ta CKOHIICHTPYBAaTUCh Ha core-
MexaHikax rpu. Cepes BIIOMUX irop y JaHOMY CTHJII MOKHa BigmiTuTu Firewatch

Ta Astroneer y sikocTi mpoekTiB-pedepencis (puc. 2.1).
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Pucynok 2.1 — Ilpuknazn low poly 3D rpadiku

2.3 ’Kaunp rpu

Jlst Toro 1mo0 MmoeaHaTH HEBEIUKHUM 00CAT TpU Ta TTOKa3aTH 0araTo pi3HUX
MexaHik, 0yno obpano xaHp «Obstacle Course». OcoOIMBOCTAMU LBOTO KaHPY
BBAXKAIOTh 3aKIHUCHY a00 HECKIHUCHHY CMYTY MIEPEIIKO/I, SIKY TPaBellb MAa€ MPOUTH
Ha yac a0o pedTHHr. Y Takux Irpax BHCOKAa JIMHAMIKA, TpaBelb MOCTIHHO Mae
nepedyBaTu y pyci, A0Jal04M Pi3Hi MEPEIIKOIN — B1 CTPUOKIB 0 TesnenopTarii. Y
TaKHX Irpax Ba)KJIMBa PEAKI(is TPABIS Ta yBara.

VY paMKkax JaHOTO MPOEKTY, METOIO € CTBOPUTHU 3aKIHYEHY CMYTY 13 PI3HUMH
BUJIAMU TIEPEIIKO/I, TPABEIlh 3aBXKIU CTAPTYE 3 TOUYATKOBOI TOUKHU Ta MA€ MOJ0JIATH
yci mepemkonu  skHadmBuame. Cepea OCHOBHMX —MEXaHIK  SKi  MOXe
BUKOPHCTOBYBATH TPaBellb — OIT, CTPUOKHU Ta TEJICTIOPTAITisl.

Taxuii )xaHp KOPUCTYETHCS MOMYJIAPHICTIO, OCOOIMBO y TPOCTiK Tpadiiri,
TaK SK CIIOYATKy KOHIICIIIIIS TPH BUTIISAE TIPOCTOXO, ajie TOCTIiiHI HeB/Iavi IPaBIliB
3a0e3nevyoTh MOCTIHHUN 1HTepec. J[o Toro X, rpa po3BUBaE mam ATh, MOTOPHUKY,
Ta peaxiilo TPaBliB, TaK SIK MPU HEBAAYl PIBEHb MOBTOPIOETHCA. TakoX rpa Moxe

MaTd COTHI PIBHIB, HECKIHYCHHI piBHi, Ta HaBiTh MepexeBy Tpy. CTBOpWBIIN
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OCHOBHI MEXAHIKH, MOYHA MPOJIOBKYBAaTH PO3BUBATH KOHUEMIIO Ta 3a]y4yaTu BCE

OlbLIE TPaBIIiB Pi3HOT BIKOBOI KaTeropii.

2.4 OCHOBHI MeXaHiKHu rpu

OCHOBHOIO MEXaHIKOIO MOBMHHI OyTH CcTpuOKH, OIr Ta Tejaenoprauis, sKa
Ma€ 3pOOHTH TPOIEC MOMOIaHHS MEPEIIKOA JCTIIUM Ta JUHAMIYHIIINAM, aje JIs
TOTO 1100 30eperty GajaHC CKIAAHOCTI, KUIBKICTh TEJIeNnopTalliid 3a KOXKeH 3a0ir
oOMexxeHa. Cepen JecATH MOXKJIUBUX IIO3WINHA, JHIIE B TPHOX BHIIAJKOBO
3’SBIIIETBCS TIPEIMET, SIKUH JTO3BOJIMTH NIEPCOHAXKY MEPEMICTUTHCH Ha 3a3HAYCHY
Binctanb. II[o0 Taka MexaHika BHUCyBajdach y 3arajbHUN CTWIb TpH, Il
CYNPOBOJIXKYE creniaibHuil edekt po3pobnenuit iHcTpymentoM Unity Particle
System. TenenopT MO»Ha BUKOHATH K CTOSYM HA 3€MJI1, TaK 1 Y MOJBOTI, 10 TOTO
K, MEXaHIKa Mae€ MpaIfoBaTh TAKUM YHMHOM, 1100 TpaBellb HE 3aCTAT y MEPEIKo/Il,
a00 IHIIUX TEKCTYypax.

bir — HaliroyioBHIIIa MeXaHiKa, METOK € 3pOOUTH HOro PIBHOMIPHHM,
MOBHHHA OYTH BIICYTHS akceyepallis MpHu JlaroHAJIbHOMY MEPEeMIIeHH], a TaKOX
napaseiabHO 13 MM OCHOBHA KaMepa CIICHW IMOBHMHHA CIIIJIKYBaTH 3a TpaBleM. Tak
SK CMYTa MEPEeIIKo] He TPpsiMa, a Ma€ MOBOPOTH, JOJATKOBO peajli30BaHO MOBOPOTH
kamepu Ha 90 TpamyciB, SKIIO TpaBelb MPOWIIOB 3a3HAYEHY YAaCTUHY CMYTH.
BaxxnmBuM etarnom Ha 1IbOMY MOMEHTI € aHIMallis MepcoHaka, BiH Ma€ PyXaTHUCh
MPUPOAHBO Ta CTOCOBHO CBOET IMIBUAKOCTI.

Ctpubku — OCHOBHA MEXaHiKa JJI MOAOJAHHS MEPEIIKOJ, TOK METOI €
BU3HAYUTH JIOBXKMHY Ta BHCOTY, SKi 3a0e3medaTh 3MOTY TMEPEeMIIIaTUCh PiBHO
CTUTbKH, CKUIBKM II€ TIOTPIOHO TSI MPOXOKEHHSI PI3HUX eTammiB piBHA. Takox
MOTPiIOHO 3pOOUTH Tak, MO0 JOKH I'PaBEIb HE 3aBEPIIUTH MOMEPEIHINA CTPUOOK, Y
HBbOT'O HEMA€E 3MOTH 3pOOUTH HOTO 3HOBY.

Y pe3ynpTari MPOEKT MAa€ MICTUTH yCl OCHOBHI ONHCaHI MEXaHIKH,
3aKIHYEHHUU piBeHb — IMJIAT(HOPMU, MEPEUIKOAM, cTapToBa Ta (iHimHI no3umii, Ul

JUISL MEHIO TPU Ta Mepe3aIycKy piBHS MpHU Mopasiii, aHiMalii rpaBls, pi3HOBUIHOCTI
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MEPEeNIKo/] 3 YHIKaJIbHUMH aHIMAIISIMU JJI1 KOXKHOI, Ta TaOIUIIO JiAEpiB, sKa
BiJoOpaXkae HaWKpalui yYac 3a CKUIbKA NPOMIEHO piBEHb. TaKOX MPOEKT Mae
MICTUTH 3BYKOB1 €PEKTH Ta MY3HUKY.

HeoOxingu1 incTpyMenTu Unity uist peasizalnii onmiMcaHuX OCHOBHUX MEXaHIK

HaBeJIEHO B Ta0umIl 2.2.

Tabnuus 2.2 — BukopucTtaHHd HEOOXIIHUX IHCTPYMEHTIB JJI peaiizaii

MEXAHIK

Mexanika InTpymentn

Colliders, Animation,
Pyx rpasis Unity Engine (library),
Animator

Ridgidbody, Tags,
Ctpubku rpaBiis Unity Engine (library),
Animator

Tags,
Ridgidbody,Unity
Engine (library),
Particle System
Kamepa Cinemachine Core

Tenmenopt

Audio Source, Audio

Aynio Clips, Audio Listener
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3 PO3POBKA ITPOEKTY
3.1 Po3poOka piBHs

[lepminm kpokoMm Oysio 3po0JeHO OCHOBHUM piBeHb Ipu (puc. 3.1) —
3aKiHYEHA CMYTa 3 MEPEIIKOaMHU Pi3HOTO TUITY, KOKHOTO pa3y IpaBellb CTapTye 3
MMOYaTKOBOI TOYKH Ta Ma€ IMOAO0JIATH HE3MIHHY CMYTY, IPH IbOMY BHJIU TEPEITKO
BIJIPI3HAIOTBCSA HA PI3HUX €Tamnax rph, TOOTO YMM Jajll 3aXOAUTh TpaBellb, THUM
OuTbIIE BiJl HHOTO BUMAraeThCs peakxilii Ta yBar.

3a 3aAyMKOIO, piBEHb Ma€ TMOYATHCh 3 IMPOCTOTO MOBOPOTY, Ha SKOMY
3HAXOMATHCS SIIUKK — TIepIIa TMepenkofa JJIs TPaBId, SKy JOCTaTHBO JIUIIC
nepecTpubHyTH. Jlanmi 3’SBISIOTHCS «Barm», siki TpaBellb MAa€ MEPECTPUOHYTH Y
MPaBUJIBHUM TaWMIHT, a TaKoX MigiOpaTd BiaCTynm sl CTpUOKy, 1100 He
MpoBaUTUCK. [licis 1bOTO eTamy 3’sBISIOTHCS CMEPTENbHI MEPEIIKOIN, K1 SKIIO
3aJliTh — PIBEHb MA€ MEPE3anyCTUTUCh 3 caMOoTo movaTtky. Cepej; TakuxX Ha piBHI €
IIUIH 3 T 3€MJI, TOCTPE JI€30, SIKE HE3MIHHO KPYTUTBHCA 13 JIESIKOIO MIBUIKICTIO,
KpPYTOBI Jie3a, sIK1 EPEMIIIYIOTHCS TI0 3e€MJI1, MOJIOTH 1110 MPAIIOIOTh 32 MPUHITUIIOM
MasITHUKA, a TAKOX IJIaTGOopMH K1 TOTPIOHO NIepecTprOyBaTH HA MIBUAKICTb, aJ[Ke
BOHU MOXXYTb CKHHYTH TpaBld Ta HE € CTaTMYHUMHU. AcceT Tpadiku y3aTuil i3

o¢inirinoro marasuny Unity [3].

Pucynok 3.1 — CripoekTOBaHMi piBEeHb TPU
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Bincrani Mk mnepemkogamMu OyJio BCTaHOBJIEHO Tak, MO0 CTpHUOKH
J03BOJISIIA ITPOUTH BECH PIBEHB, SIKIIO POOUTH iX y MpaBUIbHI MOMEHTHU. Takox Ha
piBHI € 0aTyT, KM MIIKUAYE TpaBls BHCOKO Yy TOpy, L€ J0Aa€ TUHAMIKH Ta
HEBEJIMKHUI Yac KOJIM TPaBellb MOXKE OIIHUTH HACTYITHUU €Tam PiBHS, Ta MPUHHATH
pIIIEHHS 1[0 pOOUTH Jalli, aJ)Ke Ha I[bOMY €Talll € PO3BUJIKA 1 IpaBellb MOXKE caM
o0OpaTH IUIAX KyIu HOMY UTH.

[I{o6 piBeHb BUTJISAIAB IIUTICHUM Ta 3aKIHYEHUM, PIBEHb MOMIIIIEHO Ha BONY,
3 MPaBWJILHUM KYyTOM KamepH 1ie Oyze BUTIIAIaTH HIOU Oe3KkpaliHe Mope, IO J10/1a€
Macitaly rpi Ta Bi3yaJlbHO 3arajibHe MOJITIIIECHHS.

[Ticns eramy mpoOeKTYBaHHS PiBHS, CIIOYATKy OyJIO pO3CTaBJIEHO piBeHb 0€3
NIePENIKO/I, HaJAIITOBaHI KoJaiaepH, 00 MOJENb TPaBIsl MOTJIa pyXaTHCh, a HE
IIPOBATIOBATUCH Yepe3 TEKCTYpH. | uiie micis 1i»0ro 0yJ10 10jaH0 MEPEIIKOIH, K1
3aJUIIAIIOCH JIUIIe HamamrtyBaTu. Jiis KoxHOi mepemkonu Oyno momano Mesh
Collider, a Takox mogano Ter “Obstacle”, sikuii MOTIM MOKHA BUKOPHUCTATH Y KO
JUISL TIEPEBIPOK YK TOPKHYJIACh MOJENb IpaBls SKOICh 13 mepemkoa. Takox Ha
KOXHY MOJIeJIb MEPelKoan Yy iHcmekTopi Oyno momano ckpunt Trap Controller,
METOI0 OyJIO CTBOPUTH OAMH CKPHUIIT JIs1 YCIX MEPENIKOI, ane GYHKIIOHAT Y KOXKHOT
NEeperKoan MoxHa Oyino oOupatu. Takwil miaxiag JO3BOISB POOMTH ITiKaBi
KOMOIHAIi JJIsI JIOTIKM TOBEIIHKH TEPEeIKod. TakuM YHHOM, MAaEMO JIEKiJIbKa
OJIiB, SIK1 MOKHA HaJaIITYBaTH MpsiMO 3 iHcnekTopa Unity:

—  Move Type — tun nepemileHHsi, HapuKia, TOPU3OHTAIEHE, KPYTOBE
YU THUIT «MASTHUK;

— Loop Mode — norika HOMKIIYHOCTI, HANpHUKIAA, THII «HO-HOY,
MOBTOPEHHS 3 HyJIs, a00 IHKpEMEeHTAalllifHa JIOTiKa,

— Rotate Mode — Tun obGepraHHs, HANpHWKIAd, IIBHIKHA, BITHOCHO
CBITOBUX KOOPJMHAT UM JIOKAITHHUX;

—  Target Pos — TpuBuMipHUI BEKTOP IUTHOBOT MO3HUIIIT;

—  Move Time — mapameTp, sIKUii BiMOBIAA€ 3a MIBUIKICTD;

—  Delay Time — mapameTp, skuii BiIIOBIIa€ 3a 3aTPUMKY;
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— isMoving — OyneBa 3MiHHA JJI1 TOTO, 100 BKa3aTH Mae€ IMEpeInKoja
PYXaTUCh UM TUIBKH O0EPTATHUCH.

TakuM 4MHOM Ma€eMO THYYK1 HalalTyBaHHA (puc. 3.2) 115l KOXKHOTO 3 TUIIIB
MEepelKkoJl, a iX MOeAHAHHS [O03BOJISIE OTPUMYBATH YHIKAJIbHI MEXaHIKH, IO

JOIAI0Th PI3HOMAHITTS JIJIsl TPABIS, YUM Jlajlil BIH 3aXOUTh.

Bl ~ Trap Controller (Script) @

In Qut Quad

Pucynok 3.2 — HanmamryBanus Trap Controller uepes incriekTop

Takox okpemo Oyla 1ojaHa HEBHAUMA TEKCTypa HAJl piBHEM MOps, Ha HeEl
BCTAHOBJICHO Kojiakaep 13 MiTkoro “Is Trigger”, mo Bumukae yci (Hi3uyHi TpaHHIl
KOJIaliiepy, ajie 1a€ HaM 3MOTY HalMCaTh KO, KU 3aBEpIIye TPy SKIIO MOICIb

rpaBLs poiiAe yepes3 Taky TeKCTypy (puc. 3.3).

Pucynok 3.3 — CipoeKkToBaHM PiBeHb TPH 13 JOJAHUMHU MEPEIIKOIaAMH
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Bona Oyna gonana asist Toro, o6 3p00UTH MEXaH1Ky MpOrpamliB y BANAAKY,
KOJIM TpaBelb IPOrpace He Yyepe3 NEPELIKOAM, a MPOCTo BUMajgae 3 piBHA. Ha Taky
TeKkcTypy noaano ter Fall, sskuii moTiM BUKOpUCTaHO JJ1s peasizalii Takoi NepeBIpKu

gepe3 KOJI.

3.2 HajamutyBaHHA rpaBus

[Tix ctunictuxy rpu Oyna oopaHa Mojaenb rpasus (puc. 3.4) y ToMy X CTUII
low poly, moBepTarouuch 10 MJIaHyBaHHS, MOTPIOHO peanizyBaTH MEXaHiKu Oiry,
CTpUOKIB Ta Tenenopry, Ajig 1poro crBopenuii ckpunt Player Controller, ne
mpomucaHa ycsi HeoOXiJHa JIoTika JJii KOHTPOJI IrpOBOTO IEpPCOHAXKA.
BuxopucroBytoun 616miorexy Unity Engine, niist moyaTky 6ysi0 CTBOPEHO MEXaHIKY
PYXy, BIIOYBAa€THCSI BOHA Yepe3 MOCTIHE OHOBJICHHS BEKTOPY MO3UILIT IPABIS, IKUH

PO3paxoBYyeETHCS 3a (POPMYIIOLO.

Pucynok 3.4 — Mopensb irpoBoro nepcoHaxa

VY rpaBiis € peryiboBaHa MIBUIAKICTh, CHJIa CTPUOKA, @ TAKOK KOHCTAHTA KA

BIJIMTOBIZIa€ 3a TpaBiTamiro. Y KOJI MU BHU3HAYAEMO JIOTIKY, 3a SIKOIO CTPUOOK
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MEPCOHAXK MOKE BUKOHATH Ha KJIaBIlly Space JIMIIEe y TOMY BUNAIKy, KOJIU MOJIETb
TOpKaeTbest Mojieniel 13 TeroM “Ground”. Takok mpomnucaHa Jiorika mopa3ku, TOOTo
KOJIM TIEPCOHAX TOPKHYBCS Konaiiaepy 13 mitkamu Obstacle a6o Fall, mo 6yB
BUIIEONMHUCAHUN y TONEepeHbOMY NyHKTI. /[[1s mepemoru rpaBueBi HOTPIOHO
MpOWTH Konaiaep 13 mitkoro Finish, TUIbKK TOM1 BCTAHOBUTBCS PEKOP/, SIKUW MOTIM

30€epeKeThCs y MaM’sITh TPOEKTa Ta rpaBellb 3MOke Horo nmooutu (puc. 3.5).

B ~ Player Contoller (Script @ 3*

—

GameController.FinishLw

Runtime * CameraController.SetA -

BFr

ind Paint

Pucynok 3.5 — HanamtyBanHs irpoBoro nepcoHaxa

Takoxx Oyno peanizoBaHy YHIKaIbHY MEXaHIKYy HJs IBOTO JKaHPY —
TenenopT. BiH peanizoBaHMil TAKMM YHHOM, 1110 TIPH KOKHOMY 3aITycKy piBHs, 3 10
CJIOTIB ISl TIPEIMETIB TeJNenoprailii, oO0upaeThcs BHUKIIOYHO 3 mo3uiii. Taki
MPEeIMETH TPaBellb MOXKE 30MpaTH TaKOI K JIOTIKOIO MEPEeTUHY KOJaiaepiB, TOXK
SKIIO MEePEeTHYTU Takuil mpeamer, oHoBUThCs Ul, skuii mokasye CKUIbKH pa3iB y

MOTOYHUI YaCc MOXKHA BUKOPUCTATH Telenopt (puc. 3.6).
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Pucynok 3.6 — IIpeamer ajist Tenenopraritii

Ha Biaminy Bim cTtpuOka, TeIenopT MOKHA BHUKOPUCTATH HaBITh HE
TOPKAIOYMCh 3€MJIi, Ta TPAIIO€ 1€ TaK, IO TPaBI MEPEKUAyE HAa BU3HAYCHY
BiJICTaHb BIIEpPE] Ta BrOpY, CYyNPOBOIKYE 1ie ePpekT cTtBopenuid y Particle System.

EdexT ckiamaerbcss 3 4OTUPHOX KOMIIOHEHTIB — CBITIHHS, 3IpKH, TiHI Ta
BIJIOJIMCKH, KOXKEH 3 HUX HaJAIlITOBaHMI 3a fornomMororo incTpymeHTiB Unity, a came
IIBUJIKICTh €(EKTY, 3aTpUMKa, TPAIIEHT SIKU 3MIHIOETHCS BIAHOCHO 4acy, pO3Mip
AKUN TakoX 3aJeXHUTh BiJ dYacy, gopma iX pO3MOBCIOMKEHHS, MaKCHUMallbHa
KUIBKICTh OJTHOYACHUX €(EKTIB I ONTHUMI3aIlil, a TAKOXK TeKCTypa 1 e(peKTiB Ta
iX HaJIAIITyBaHHS PEHICPUHTY Y CBITI TPH.

VY xomi neit edeKT BUKIMKAETHCS OJpa3y IMICIS BAAJIOl Telenoprailii, BiH
3’BIIIETHCS HA MICIIi JIe TPaBellb OYB Y MOMEHT TEJIETIOPTY, a TAKOXK Ha MICI{I KYJIU
BiH moTpanus. [Ipu 11boMy, TEIEMOPT MPAIIOE JIUIIE Y BUTIAJIKY, KOJIU BIH MOXKe OyTH
BJIAJIMM, TOOTO TEpPEeBIPSETHCA UM TPaBEIb HE OMUHUTHCS Yy TEKCTypax IIicCIs
TEJIETIOPTY.

Ils mexaHika moja€ MWHAMIKM TPH, HAMPHUKIAJ MOMEHTH KOJHU TpaBellb
HEBIIEBHEHUH 1110 3MOKE MTPOUTH MEPEIIKOTY, BiH MOYKE BUKOPUCTATH TEJIETIOPT, 1€
€KOHOMHTH Yac Ta TapaHTYE IO TPaBEIh MPOKIE OHY i3 MEPEImKoa. A MeXaHika,
II0 KOXEH 3alir TpaBI MICLS JIe¢ € MpeaAMeTH Ui TelenopTaiii BHUIAJKOBI,

rapaHTy€e PI3HOMAHITTS MPU KOXKHIN CrIpoOi rpaBIls MPOUTH PiBEHB, TOK KOXKEH pa3
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Tpeba MPUCTOCOBYBATUCH /10 TeHepalii TeaenoptTiB. OOMekeHa KUIbKICTh TaKUX
MpeaIMETIB 30epirae CKJIaJHICTh PIBHSA, aJIKE JIMILIE TPU NEPEIKOAN MOKHA MPONTH

BUKOPUCTOBYIOUH Tenenopt (puc. 3.7).

&% Shine_pink
Open Editor...

00 stars
00

Pucynok 3.7 — HanamryBanns cuctemu Particle System

Taxk sk TeernopT MOKHa BUKOPUCTATH y MOJIBOTI, 11€ MOYKHA KOMOIHYBaTH 13
0aTyToM B OJHOMY 13 €TamiB TPH, IO JO3BOJUTH 3C€KOHOMHTH 4Yac SKHHA

noTpeOyEThCsI HAa TPU3EMIICHHS TpaBis (puc. 3.8).
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Pucynok 3.8 — Mexanika Tenenopty pa3om i3 epekramu

Jls1 6iry Ta cTpuOKiB OyJI0 10JJaHO OKpeMi aHIMAITi1, JJIs IIbOTO BUKOPUCTaH1
iHcTymMeHTH Unity, a came Animator Ta Animation, AJis CTBOPEHHsI aHIMaIlii Oyiu
BUKOPHCTaHI «KICTKH», TOOTO 10 KOXKHOT YaCTUHHM Tij1a rpaBlist OyJIO T10J1aHO 00’ €KT,

3a SIKMM TIOTIM HajamToBaHa aHiMarlis (puc. 3.9).

~ T

Pucynok 3.9 — Kaap animarii rpaBiis mpu cTpuoOKy

VY Kymi MaemMo irpoBOTO MEPCOHAXKA, SIKUHA MOXKE MEePEMIIaTUCh M0 CMY3i
nepemkosi, o0006iratu abo mepecTpuOyBaTH TEPEIMIKOAU, a TaKOX MOXKE

TEJIETIOPTYBATUCH 100 TPOUTH OY/b-SK1 eTanu piBHS MBUIIIE Ta 6€3 pucKy. Takox
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HaJaIITOBaH1 KOJUIaepu IpaBIs, SKi 3aJIeKaTh BiJl TOTOYHOTO CTaHy MEPCOHAKY
Ta MalOTh HAJIAIITYBAHHS, IPU SIKUX TPaBEllb MOKE MPOTrpaTy a00 BUTPATH 3aJICKHO

BIJI MOJIEJIEN 3 IKUMHU BIH CTUKAECTHCS.

3.3 JeranbHa peaJizanisi MeXaHiKH TeJIeNOPTY

o6 otpumaTtu e(deKT Tenenopry, y TOJOBHOMY CKPHUNTI irpoBOTO
NEpPCOHaXa OroJIOIIEHO MAacUB MycTUX 00’ €kTiB. L1 00’€KTH BUMKHEHI Ta CIYTYIOTh
MapKepaMu I 3UUTYyBaHHS BEKTOPY MO3HIIII. SIK TUTBKK piBEeHB 3aMlyCcKaeThes abo
Hepe3amyCcKaeThCsl, MPOXOIUTHCS MacHB 3 IUX 00 €KTIB Ta OOMpaeThCs 3 BEKTOpa
No3uIlli, sIKI HE MAalOTh MOBTOPIOBATHChH, MAIO4YM KOOPJAWHATH WX 00’ €KTIB,
CTBOPIOIOThCSL 00’€kTH 13 TeroM ‘“‘Teleport”, BOHM MarOTh Bi3yaJIbHUM BUIJISIA
TUTSAIIKY, Ta HAJAIITOBAHUHA e(DEeKT JUIsl IOKPAIIeHOT BUAMMOCTI.

Sk TITBKY TpaBelb NepeTUHAE 111 00’ €KTH, BOHHU MPOIIAIat0Th 13 ciieHu, a Ul
OHOBJIIOEThCSI Yepe3 KOJ, BIH IOKa3ye IPaBLEBI MOTOYHY KUIBKICTh MOXIIHMBHUX
TEJICNIOPTAl[if, AaHAJOTIYHO, fKIIO TIpaBellb BUTpaydae 3apsAau, KOJI 3MEHILIYE
JTYUITBHUK 3apsiB Ta oHOBIIOE Ul

Jis Toro moO rpaBelb HE TEJNENOPTYBaBCA Y TEKCTypH, CIOYATKY
PO3paxOBYETHCSI BEKTOP KOOPAMHAT PEe3yJIbTATIB TEJIENOpTallli, SKIIO HAa LbOMY
MICII1 BiICYTH1 OY/b-K1 TEKCTYPH, TUTBKH TOJII MOJICIb MIEPCOHAXKA MTEPEMIITYETHCS

Ha pO3pax0OBaHUK BEKTOP.

3.4 Kamepa ta komnoHeHT CinemachineBrain

CinemachineBrain — me kmtouoBuii komroHeHT B Unity, SKHI CITyKUTh
“mo3koM” misa cuctemu Cinemachine. BiH BHCTyIIae mocepeTHMKOM MK BalllOO
Unity kamepoto Ta BipryanbHUME Kamepamu Cinemachine, 3a0e3nedyioun miaBHe
Ta JUHAMIYHE KEpYBaHHS KaMmepow y Bamiiid rpil. BiH moCTiiHO BIACTEXKYE BCl
aKTUBHI BIPTYyaJIbHI KAaMEpH y CLIEH1 Ta BUOUPAE Ty, KA MA€ HAUBUIIUN MPIOPUTET

B JlaHuii MOoMeHT. Lle 103BoJIsi€ JIerKo NepeMUKaTUuCs MK pI3HUMH paKypcamu Ta
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CTWISIMA  3MOMKM B  3aJIeKHOCTI Bl irpoBoi  cutyamii. JlomaTtkoBo,
CinemachineBrain miaBHO 3Millye MEPEXOJd MDK BIPTyaJIbHUMH KaMepamH,
CTBOPIOIOYM KiHemMaTorpadiunuii epext. Bu Moxxere HamamTyBaTH pi3Hi HapaMeTpu
3MilllyBaHHA, TaKl K TPUBAJIICTh, KPUBI IHTEPHOJALII Ta CTUIIb nepexony (puc.
3.10). KoMIOHEHT TakoK MIATPUMY€E HAJIAIITYBaHHS MapaMeTpiB nepexoay [4]:

—  TPHUBAIICTH 3MilllyBaHHs. KOHTPOIIIOE, SIK JOBrO TPUBAE 3MiHA PAKypCy;

—  KpuBI 1HTepnosuii. J[ae MOXKIUBICTh HAJAIITYBAaTH 3MIHY IIBUAKOCTI
nepexoy JAJisl JOCSITHEHHS MOTPIOHOT0 eMOIIIHHOTO eeKTy;

—  CTWII epexo/iB. BKIoUaroTh pi3HI METOU 3MIlIlyBaHHS, HATIPUKIA,

JIHIMHE a00 TUIaBHE.

~ CinemachineFreelook

Solo

Add Input Provider

nput Value Gain

Target Forward

Pucynok 3.10 — HanamryBaHHS BipTyanbHOI KaMepH
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Jl1st nanoro npoekty 0yno ctBopeHo 00’ ekt Camera Triggers, ikt MICTUTD
JOYEpHI1 ITycTl 00’ €KTH, AHAJIOTTYHO O MEXAHIKH CIOTIB Tenenoprauii. Ha koxHOMY
3 IMX O0’€KTIB € CKpHUIIT, SIKHHA JO3BOJISIE PO3BEPTATH Kamepy, KOJIU TpaBellb
MPOXOJUTh BU3HAueHUM etan piBHA. Lle 3pobiieHo mis Toro mobd kamepa 3aBxKIu
MOKa3yBajla YaCTUHY piBHA, SIKa 3HAXOJUTHCSA TOMNepes IpaBld. 3acTOCYBaHHS
BIpTyaJIbHOI Kamepu Ta kKoMnoHeHTy Cinemachine rapantye miaBHI nepexou Ta
JIETKO HaJamTOBY€eThCs yepe3 iHcnekTop Unity, abo yepes Koj.

TakuM ymHOM, rpaBelb 3aBXIW OayUTh TOW €Tam piBHA, SKUH oMy
NOTPIOHO MOAOJATH, a 3MIHA KaJIpiB BIOYBAETHCS HA 3a3HAYEHHUX MICLSIX TPUTEPY.

[lopiBHsiemo y Tabmuui 3.1 sk naHuid migxin Oyne 3MEHIIYBaTH 3aTpaTH
MAaIIMHHOTO Yacy, Ta HACKUIbKU JOIUIBHO MOr0 BUKOPUCTOBYBATH Y MOPIBHSAHHI 13

3BUYAIHOIO KaMepOI0, HAJIAIITyBaHHS SIKOT B1I0yBaIuCch O uepes KOJI.

Ta6mums 3.1 — Kpurepii ta migxoau

Kpurepiii TpagumiHui miaxin Cinemachine

3aJIe)KuTh Bl .
a [TocTiiina, oOMexeHa

AnropuTMiYHa KUTBKOCT1 Kamep 1
CKJIAIHICTH JIOT1KH MIEPEXOIIB THIIE BHGOpOM
o P npiopurery (O(1))
(O(n)
. OnTuMi3zoBaHi,
Butparn mammmHHOTO | 3pOCTalOTh 31
gac CKJIQJIHICTIO CIICHH SMERITIYIOTRCA Ha
Y A B ~20-30%
T HVAKICTE Cxi1agHO BHOCUTH 3py4HHU IHCTIEKTOP 1
ya 3MiHH, TOTPIOEH KOA aBTOMAaTH3aIlsA
. [ToTpebye pyunoi ['oToB1 mapameTpu
Edextu nepexoin ThEbYe Py ) pamMetp
peasizartii 3MIITyBaHHS

3.5 MeHex:xepu rpu

OKpiM CKpHIITIB, SIK1 BIATIOBIAAIOTH 32 HAJIAIITYBAHHS Ta B3a€MO/III0 TPaBIIs
3 IFPOBUM MEPCOHAXKEM, KaMEPOIO Ta JIOT1KY MEPEIIKo/ 1 mepeMoru, 0yjno A0JaHo

TPH MEHEIKEPH, sSIKi BIAMMOBIIAIOTH 32 OCHOBHUH Tiporiec TpH (puc. 3.11).
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Pucynok 3.11 — Menemxepu rpu

Cepen 1ux KOMIIOHEHTIB, Input MeHemkep BIANOBINAE 3a 3UUTYBaHHS
KJIaB1aTypH Ta TapaHTye MEXaHIKy NepeMIilIeHHs TUIbKU TO/1, KOJIU rpa aKkTUBHA, a
He y cTaHl mepe3amycky uu mporpamy. Game Controller ciigkye 3a yciMm 110
BIIOYBA€ThCS y Ipl, CaMe TYT MpOMKcaHa JIOrika nporpamty, Burpairy Ta nokasy Ul
y TaKUX CLIEHAPIsX.

Taxuit migxig po3Bossie 30epiratu mnpaBuwibHy apxitektypy OOII 3a
npuniunamu SOLID, norika pe3ynbTaTiB I'pu BiAOYBaeTbCcsd HE y KOHTpOJepi
nepcoHaxa, a y okpemux moayisx rpu. Ul Controller BMukae Ta Bumukae Ul rpu,
KOJIM 11e OTpiOHO. Ko rpaBels nporpae, KoMy 3’sBISE€THCS BIKHO /i€ BIH MOXeE
BUWUTH 3 TpU, a00 TMEpe3anmyCTUTH piBeHb. Takox 1el moayib oHoBmtoe Ul rpu
NpU3HAYEHHUH IS BIACIIIKOBYBAHHS Yacy SIKMH TpaBellb BUTpayae 100 MpouTH

pIBEHB.

3.6 Ul rpun

I'pa po3nounHaeTbest 3 TooBHOrO MeHio (puc. 3.12), sike BijmoOpaxae Tpu
KHOIIKH, play — mounHae rpy, ToOTO 3aycKae CIeHY 3 TPOFo, eXit — Ja€ MOKIIUBICTh
BUIWTHU 3 TpH, a best — IPOMoOHye TpaBIEeBl MOJUBUTHUCH CBIM Kpaluid 4ac, 3a SKU

BiH IIPOKIIOB piBeHB [5].
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Pucynok 3.12 — I'osioBHE MeHIO TpU

CiieHa rojloBHOTO MEHIO Ta caMOi I'pH PO3JUICHI JJIsi 3pyYHOCTI TPaBIIiB, 1
Take pO3AUICHHS JomoMarae ontumizamii rpu. CKpUNTH K1 TPALIOTh Y
rOJJIOBHOMY MEHIO He OyAyTh MpalioBaTH MiJ yac cueHu 3 rporo. CueHu
HajamroBaHi 4epe3 iHcTpymeHTd Unity y Bkiaami Build Settings, ge cuena 3

TOJIOBHMM MEHIO Ma€ iHJEKC HYJIb, a CIIeHa 3 rporo — iHjgeke 1 (puc. 3.13).

Pucynok 3.13 — MenemxmenT cried Unity

Cepen irpoBoro Ul, y creHi 3 Tporw € TEKCT SKHi BimoOpakae dac,
BUTpPaueHUIl Ha IOTOYHY CIIPOO0Y, @ TAKOXK KUTbKICTh MOXKIIMBUX TenenopTaii. s
OO iHTEpQeiicy HaMAIITOBAaHUH MIPU(PT Ta OOpaHUid OUTUI KOJIp, AKHH y yMOBaxX

SICKpaBO1 PI3HOKOJIBLOPOBOI I'pH BUAHO Haiikpame (puc. 3.14).
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Pucynok 3.14 — Ul nix yac rpu
Takox € onmionanbauil Ul, skuii cTae akTUBHUM 32 YMOBH Iporpainty abo

BUTpAIIly TPaBLs, Y HhOMY MOKHA IE€PE3ayCTUTH Pi1BEHb, IO CKUAYE CEKYHAOMED,

TEJICTIOPTH Ta MOBEPTAE IPABIISA HA IMOYATOK PIBHS y cTapTOBY mo3wuiiro (puc. 3.15).

RESTART

Pucynok 3.15 — Ul nporpamry
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3.6 30epe:keHHs1 JTaHUX I'PaBUS

Jlist 30epekeHHs JTOKaJIbHUX JaHUX, Y JaHld poOoTi OyJ0 BHUKOPUCTAHO
iHcTpyMeHT Unity — PlayerPrefs. Lle BOynoBanuit mexanizm Unity nist 30epiranss i
3UUTYBaHHS NPOCTUX JAHUX MDK ITPOBUMU ceCisiMH. BiH 1€aIbHO MIAXOAUTH IS
30epeKeHHs HajlallTyBaHb IPU, HAMPUKIIAJ PIBHSA I'YYHOCTI, BUOPAHOi MOBH, CTaHy
rpadiku ab0 JOCSATHEHb TPaBIl, TAaKUX SK HAaWKpalluid 4Yac y BHIMAJKY IaHOTO
npoekty. PlayerPrefs no3Bomnsie mpamtoBatu 3 maHuMu (hopMary KIIFOU-3HAYCHHS
yepe3 C#, BUKOPUCTOBYIOUM TEKCTOB1 KUl JJisi 30epiraHHs IUIOYUCIOBHUX,
ApoOOBUX Ta PSIIKOBUX 3HAYCHb.

JaHi, sixi 30epiratoThes 3a qonomoroto PlayerPrefs, 3anucyroTecs y daitn Ha
npuctpoi KopucTyBaua. lleit ¢aiin 3HaXoaUTbCA B CHUCTEMHIM JMPEKTOPIi,
cnerudiuHid s onepartiiiHoi cuctemu.PlayerPrefs 3pyunuii y BuUKOpuCTaHHI,
aJpke He BUMara€e CKJIQJHOTO HajamTyBaHHA. [laHl 3aUCYIOTBCS 3a JIOTIOMOTOIO
meroniB Setint, SetFloat, SetString, a uuraroThcs metomamu Getlnt, GetFloat,
GetString. Jlna 3actocyBaHHSI 3MiH MOTPIOHO BUKIMKATH METOA Save, Xoya Ha
outemrocti watdopm Unity aBToMaTHYHO Haa€e 30€pEeKECHHS TaHUX ITICTS BUKIIHKY
OJIHOTO 3 BHIIIETIEPEPAXOBAHUX METO/IIB.

Onnak PlayerPrefs mae oomexxenus. Bin migxoauTs juine ais 30epiranas
HEBEJIMKUX 00CSATiB jaHMX. MOro He BapTO BHKOPHUCTOBYBATH JUIS BEIMKHX UM
KOH(D1IEHIIIMHUX JaHUX, OCKUIBKH BOHHU HE MUQPPYIOTHCSI 1 MOXKYTh OyTH JIETKO
3MmiHeHi. {7 CKIAamHIMMX BHUIAIKIB PEKOMEHAYETHCS BUKOPUCTOBYBATH 1HIII
MeToau 30epeKeHHs, Taki K ¢aiiam, cepBepHi 0a3u naHux abo cepianizarlito.

VY nanomy mpoekti PlayerPrefs BHKOpHCTOBYIOTHCS y BHINEOTHUCAHOMY
moayni Game Controller, Ta aBromMmaTH4HO 30epirae Kpamuil pe3yiabTaT 3a SKHi

Oyna mpoiinena rpa (puc. 3.16).
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BEST SCORE

Pucynok 3.16 — 30epexeHuil pekop CeKyHA0OMIpa MIX CECIsIMU TpU

3.7 Ayxio rpu

s poHOBOT My3uku BukopucTaHo iHCTpyMeHT Unity Audio Source. Lle
KOMIIOHEHT, SIKUil BUKOPHCTOBYETHCS JJIsI BIATBOPSHHS 3BYKY Y CIICHAX, KOMIIOHEHT
JIOTAE€ThCS 10 O0’€KTa CIEHM 1 TpaIoe Yy TMOETHAHHI 3 ayTIOKIIIOM, SKHI
npuB’sizyeTbest a0 mapamerpa Audio Clip. Ilicns mporo 3Byk Moxe OyTu
BIITBOPEHUI 3a JOMOMOIOI0 METOJIB CKPHINTY a00 aBTOMAaTHUYHO, 3aJIEKHO BiJ
HaJIAIlTyBaHb.

VY nanomy Bunaaxy xkommnoneHT Audio Listener mpuB’s3aHuil 10 OCHOBHOI
KaMmepHu, siKa 3aBXKIU aKTUBHA, 1€ J03BOJIA€ npuitMaTtu yci 3Byku 3 Audio Source Ta
BIITBOPIOBATH iX OJHOYACHO Yy JIMHAMIKU MPHUCTPOIB, HAa SKUX 3amylieHa rpa. s
Audio Source cTBopeHuii okpemwuii 00’ekT Music, Ta HaJalITOBAaHUHN A JTaHUN

npoekT (puc. 3.17).
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] ~ Audio Source

& Intro

Mo

Spatial Blend

Pucynok 3.17 — HanamroBanuii KOMIOHEHT JIJIs1 My3UKH

Cepen nanamtyBanb BuauiuMo Audio Recourse, TyT Bka3yeThcsi (aiin
MY3UKH KWW Oyje BiIirpyBaTuch, Takox Play On Awake 3a06e3nednTs 1110 My3uka
YBIMKHETBCSI OJ[pa3y sK TUIbKM OyJe 3amyileHa cieHa, a Loop — 3aluKIUTh
BKazaHui ¢aiiia. Volume no3Bosse HamamrTyBaTH ryqHicTh, Pitch — edhexT rmubunu,
a Spatial Blend moxe 3a0e3meunTH NPOCTOPOBE 3BYYAHHS, HANPHUKIA IS

HaBYIITHHUKIB, K1 MATPUMYIOTH TexHoJIOT1t0 Dolby Atmos.

3.8 ®inaabHMil NPOAYKT

Y pe3ynbTaTi MU OTPUMYEMO TIPOCKT 13 BHINECONMHCAHUMHU MEXaHIKaMH
nyHKTy 2. ['pa Mae 3akiHYeHUH piBEHb, SIKUA MOXKHA MPOXOJHUTH JCKiLIbKa pasiB,
o0 mokpamuTty Kpamwuii 9ac (puc. 3.18). bazosuit Ul sk n1s MeHro, Tak 1 aiis
irpoBoro mporecy. IlepcoHax, sKHli MOXKE TMEPEMINIyBaTHCh, MPOXOJAUTH
MEPEIIKOIN MUISIXOM CTPUOKIB Ta TENEMOPTIB, Y TPl MPHUCYTHS JIOTiKa POTpaIry Ta
BUTpamry, GOoHOBE aymio Ta 30€peKEeHHS NaHWX MK ceaHcamu. |'pa BHKOHaHa 3
BUKOPHUCTaHHSIM MOBU mporpamyBanHs C# ta mnporpamu Unity3D. PiBens
nooynosany 13 3D low poly moxeneit y ofHOMy cTuill. ApXITEKTypa HMPOEKTY

30epirae mpuHuunu SOLID OOII, mae 3axuiieHi moJisi, OUIBIIICTh 3 SKHUX
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cepianizyerbed 3 iHenekTopa Unity, a Jorika Ipy BiIOKpeMJIEHa y pPi3HUX MOIYJISIX
Ta MEHeKepax. Y Ipi npucyTHI 0a30B1 aHiMallii 3 BAKOPUCTaHHIM bone-animation
TEXHOJIOT1i Ta HaJAIITOBAH1 Pi3H1 BUJM MEPEIIKOJ SKI 3aBajsIiTh IPaBLEBl MPOUTH

PIBEHb.

Pucynok 3.18 — ®inanbHUM BUTIISI TPH
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BUCHOBKH

VY pesynbTaTi BUKOHAHHS J1aHO1 poOOTH, OyNK MOKpaileHi 0a30B1 HABUYKHU
o po6oti 3 pymieM Unity3D Ta onaHoBaHi HOBI npodeciitHi. Y rpi BUKOpHCTaH1
ocnoBHI npuniunu OOII C#, 36epiratoun SOLID apxiTeKTypy, NpOAEMOHCTPOBAHO
MOJIMBOCTI 6107m10Tekn Unity Engine, Tak sik yepe3 KoA CTBOPEHO Oarato JIOTiKU
B3a€MOJIIi 13 Teramu, 00’ €KTaMu, CIOSIMH, aHIMAII€l0, TOYIPHIMU KOMIIOHEHTaAMH Y
pyuii Unity.

JlonaTkoBo OyJio MpomparbOBaHO IHCTYMEHTH AJII CTBOPEHHSI KiCTKOBOi
aHiMalli, CUCTeMy CTBOpPEeHHS eQeKTiB, MpoBeAeHa podoTa 13 BIPTyaJbHUMU
kamepamMu Ta komroHeHToM Cinematic Brain, HaiamTyBaHHS 3BYKOBOTO
CYNPOBOJIXKEHHSI TPH, IHCTYMEHTH 110 po0oTi 13 Ul Ta B3aeMo/1ist 3 iX KOMITOHEHTAMHU
gyepe3 koj1. Takok rpa Mae cucteMy 30epirants JaHUX y TUPEKTOPii IPUCTPOIO, HA
SAKOMY BOHA 3aIlyIlIeHa.

Cnouarky O0yJn0 MpOaHai30BaHO Ta CIUIAHOBAHO OCHOBHI €Tamu po3poOKH,
CTUJIb Tpadiky Ta >kaHp T'PH, MPOAyMaHI OCHOBHI MEXaHIKH, apXiTEKTypa MPOCKTY
Ta MUTICHUA BUTJIS TPU.

CtBopena rpa y xkanpi Obstacle Course mictuts ctuib 3D rpadiku low poly,
COre-MeXaHIKM Ta CHCTeMY IrpoBuUX MeHemkepiB. Cepel MeXaHIK JIOCTYITHO
nepeMIIeHHs, CTPMOOK Ta YHIKajJbHAa MEXaHiKa cepell IbOro XaHpPy — TeJICTIOPT,
SIKAW J0JIa€ TPpi pi3HOMACTOCTI 3aBJISIKA IIPOJTYMAaHIH JIOT1I[l HOTO BUKOPUCTAHHS, a
TaKOXX JUHAMIUHICTB JUIA IFPOBOrO mpolecy. bir Ta cTpuOKu CympoBOIKYIOTHCS
KICTKOBUMHU aHIMAIlISIMU, a TEJIETIOPT — CTBOPEHUMU €(eKTaMHU 3aBISIKUA IHCTYMEHTY
Particle System.

I'pa mae 6a3oBmii Ul, a came roioBHe MEHIO TPH, TTAHEI IS IIepe3anycKy
PiBHA Y BHITJIKy MpOTpainry abo BUTpaIly, a TAKOXK BIIOOPaKEHHS CEKyHAOMIpa Ta
3apsIiB TeNenopTiB. PiBeHb 3aKiHUCHMIA Ta MAa€ BEJIUKY PI3HOMAHITHICTh TIEPEIIIKOT,
SIK1 CTBOPEH1 3aB/sIKU KOMOIHAIIl1 pI3HUX METO/IIB KOy, Ta JIETKO HAJIAIITOBYIOThCS
yepe3 iHcniekTop Unity. [lepenbadeni pi3Hi cueHapii mporpanty, Hanpukiaa, Koy

rpaBelb BUNAJA€ 32 KapTy, a00 CTUKAETHCS 3 MEPEIIKOAaAMHU.
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Takoxx OyJi0 CTBOpEHO BIpPTyalbHI KaMepH, SIKI 3MIHIOIOTh CBIfl pakypc
3aJIEKHO BiJl €Tamy piBHS, JUIs [bOTO BUKOPUCTAaHI CkiaaHi KoMrnoHeHTH Cinematic
KaMmepu, 1o 3a0e3neyye 3B’SI30K BIPTYaJbHUX KaMep 13 OCHOBHOIO. 3aBISKU
6i0mioTeni PlayerPrefs, rpa 30epirae nHaiikpammuii pe3yiabTaT MDK CECISIMM Ha

IIPUCTPOI.
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JTIOJIATOK A

Kox mporpamu
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Events;

namespace Assets.Scripts

{

public class GameController : MonoBehaviour

{
[SerializeField] private UnityEvent<float> OnTimeChanged; // to update

timer text

[SerializeField] private UnityEvent OnFinished; // to call some code from
others scripts if level passed

[SerializeField] private UnityEvent OnLosed; // to call some code from others
scripts if level losed

private float timer = Of;
private bool gamelsStarted = false;

private void Start()

{
StartGame();

}

public void StartGame()
{

gamelsStarted = true;

}

public void SetScore()

{
If (PlayerPrefs.HasKey("'Score"))

{
float lastScore = PlayerPrefs.GetFloat("Score");

If (lastScore > timer) { PlayerPrefs.SetFloat("Score", timer); }
¥

else { PlayerPrefs.SetFloat(*'Score", timer); }
by

public void FinishLevel()



{
SetScore();

OnFinished.Invoke();
}

public void LoselLevel()

{
OnLosed.Invoke();

}

private void Update()

{
If (gamelsStarted)

{
timer += Time.deltaTime;
OnTimeChanged.Invoke(timer);

}
}
}
}

using Assets.Scripts;

using UnityEngine;

using UnityEngine.Events;
using TMPro;

using UnityEngine.Serialization;

public class PlayerContoller : MonoBehaviour

{
[SerializeField] private UnityEvent OnFinished;
[SerializeField] private UnityEvent OnLosed;
[SerializeField] private UnityEvent<float> OnAngleChanged,;

[SerializeField] private Transform playerCamera;
[SerializeField] private CharacterController charCont;
[SerializeField] private Animator anim;
[SerializeField] private Transform checkGroundPoint;
[SerializeField] private LayerMask checkMask;
[SerializeField] private float moveSpeed = 3f;
[SerializeField] private float jumpForce = 3f;
[SerializeField] private GameObject TeleportParticles;

49
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private const float gravityForce = -9.81f;
private Vector3 velocity;
private bool onGround = true;

private int teleportCount;
[SerializeField] private TMP_Text teleportText;

public void UpdateMovePosition(Vector2 inputDir)
{

Vector3 moveDir = playerCamera.forward * inputDir.y + playerCamera.right
* inputDir.x;

if (moveDir.magnitude > 0f)

{
charCont.Move(moveDir.normalized * moveSpeed * Time.deltaTime);
}
}

public void UpdateViewRotation(Vector2 inputDir)
{

Vector3 dir = playerCamera.forward * inputDir.y + playerCamera.right *
inputDir.x;

if (inputDir.magnitude > 0.1f)
{
var targetRotation = Quaternion.LookRotation(dir.normalized, Vector3.up);
transform.rotation = Quaternion.Slerp(transform.rotation, targetRotation,
Time.deltaTime * 10f);
transform.localEulerAngles = new Vector3(0f,
transform.localEulerAngles.y, transform.localEulerAngles.z);

¥
¥

private void Teleport()

{

if (teleportCount <= 0)

{
Debug.Log("No teleports available!");

return;

}
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teleportCount--;
float teleportDistance = 5f;
float teleportHeight = 2f;

Vector3 teleportDirection = transform.forward * teleportDistance +
Vector3.up * teleportHeight;
Vector3 targetPosition = transform.position + teleportDirection;

var particlel = Instantiate(TeleportParticles, gameObject.transform.position,
Quaternion.identity);

var emissionModulel =
particlel.gameObject.GetComponent<ParticleSystem>().emission;

emissionModulel.rateOverTime = 0;

SetEmissionForChildren(particlel, 0);

Destroy(particlel, 2f);

float checkRadius = 0.5f;
if ("Physics.CheckSphere(targetPosition, checkRadius, checkMask))
{

charCont.enabled = false;

transform.position = targetPosition;

charCont.enabled = true;

var particle2 = Instantiate(TeleportParticles,
gameObject.transform.position, Quaternion.identity);
var emissionModule2 =
particle2.gameObject. GetComponent<ParticleSystem>().emission;
emissionModule2.rateOverTime = 0;
SetEmissionForChildren(particle2, 0);
Destroy(particle2, 2f);
s

else

{
Debug.Log("Can't TP");

}

UpdateTeleportUl();
ks

void SetEmissionForChildren(GameQObject parent, float rateOverTime)

{



foreach (Transform child in parent.transform)
{
ParticleSystem particleSystem = child.GetComponent<ParticleSystem>();
If (particleSystem != null)
{
var emission = particleSystem.emission;
emission.rateOverTime = rateOverTime;

¥
¥
¥

public void Move()

{
anim.SetInteger("State™, 1);

}

public void StopMove()
{

anim.SetlInteger("State", 0);

}

public void Jump()

{
if (onGround)

{
anim.SetTrigger("Jump™);
velocity.y = Mathf.Sqrt(jumpForce * -2f * gravityForce);
¥
¥

public void JumpForward(float upForce, float forwardForce)

{
if (onGround)

{
anim.SetTrigger("Jump");
velocity.y = Mathf.Sqrt(upForce * -2f * gravityForce);
velocity.z = -Mathf.Sqrt(forwardForce * -2f * gravityForce);
¥
b

private void ApplyGravity()
{
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If (onGround && velocity.y < 0f) { velocity.y = Of; velocity.z = 0f; }
else { velocity.y += gravityForce * 1.5f * Time.deltaTime; }

charCont.Move(velocity * Time.deltaTime);

}

private void OnTriggerEnter(Collider other)
{
if (other.gameObject.CompareTag("Fall")
|| other.gameObject.CompareTag("Obstacle™)) { OnLosed.Invoke(); }
else if (other.gameObject. TryGetComponent(out CameraTrigger trigger)) {
OnAngleChanged.Invoke(trigger.GetValue()); }
else if (other.gameObject.CompareTag("Finish")) { OnFinished.Invoke(); }
else if (other.gameObject.CompareTag(*"Teleportltem™))
{
teleportCount++;
Destroy(other.gameQObject);
UpdateTeleportUl();

¥
¥
private void UpdateTeleportUlI()
{
teleportText.text = "Teleports Left: " + teleportCount;
¥

private void Update()

{
onGround = Physics.CheckSphere(checkGroundPoint.position, 0.1f,
checkMask);

ApplyGravity();

If (Input.GetKeyDown(KeyCode.LeftShift))

{
Teleport();
¥

¥
}

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

namespace Assets.Scripts

{

public class CameraController : MonoBehaviour

{

[SerializeField] private CinemachineFreeLook cmCamera;

public void SetAngle(float value) // rotate camera when angle of map is
changed
{
Vector3 currentRotation = cmCamera.transform.rotation.eulerAngles;
currentRotation.y += value;
cmCamera.transform.rotation = Quaternion.Euler(currentRotation);
cmCamera.m_XAxis.Value += value;

}
}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Events;

using Assets.Input;

using static UnityEngine.InputSystem.InputAction;

namespace Assets.Scripts

{

public class InputManager : MonoBehaviour

{
[SerializeField] private UnityEvent<Vector2> OnMoving;
[SerializeField] private UnityEvent OnStartMove;
[SerializeField] private UnityEvent OnStopMove;
[SerializeField] private UnityEvent OnJumping;
private InputController inputCont;

private void Awake() { inputCont = new InputController(); }
private void OnEnable() => inputCont.Enable();



private void OnDisable() => inputCont.Disable();

public void OnStartMoving(CallbackContext context)

{
If (context.performed) { OnStartMove.Invoke(); }

}

public void OnStopedMoving(CallbackContext context)

{
if (context.canceled) { OnStopMove.Invoke(); }

¥

public void OnJump(CallbackContext context)

¢ if (context.performed) { OnJumping.Invoke(); }

¥

private void Update()

¢ OnMoving.Invoke(inputCont.Player.Move.ReadValue<Vector2>());
¥

}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using TMPro;

using System;

namespace Assets.Scripts

{

public class MenuController : MonoBehaviour

{

[SerializeField] private GameObject mainMenu;
[SerializeField] private TextMeshProUGUI scoreText;

private void Start()
{

var score = PlayerPrefs.GetFloat(*'Score");
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var ts = TimeSpan.FromSeconds(score);

scoreText.text = string.Format("{0:00}:{1:00}", ts.Minutes, ts.Seconds);
}

public void StartGame()

{
Time.timeScale = 1f;
SceneManager.LoadScene(1);

}

public void ShowBestScore(GameObject menuToOpen)

{

mainMenu.SetActive(false);
menuToOpen.SetActive(true);

}

public void CloseBestScore(GameObject menuToClose)
{
mainMenu.SetActive(true);
menuToClose.SetActive(false);

}

public void QuitGame()
{
Application.Quit();
¥
¥
¥

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

public class RandomActivate : MonoBehaviour

{

[SerializeField] private int objectsToActivate = 3; // Cxinoku 06'ekmie nompiono
VEIMKHymu

void Start()

{
ActivateRandomChildren();



57

}

private void ActivateRandomChildren()

{

Transform[] children = new Transform[transform.childCount];
for (int i = 0; 1 < transform.childCount; i++)

{
children[i] = transform.GetChild(i);

children[i].gameObject.SetActive(false);
¥

int[] randomlIndices = GetRandomIndices(transform.childCount,
objectsToActivate);

foreach (int index in randomlIndices)

{
children[index].gameObject.SetActive(true);

}
}

private int[] GetRandomindices(int totalCount, int countToPick)

{

List<int> indices = new List<int>();
for (int i = 0; i < totalCount; i++)

{
indices.Add(i);
¥
for (int 1 = 0; i < indices.Count; i++)
{

int randomIndex = Random.Range(i, indices.Count);
(indices[i], indices[randomIndex]) = (indices[randomIndex], indices[i]);

}

return indices.GetRange(0, countToPick).ToArray();

¥
}



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

namespace Assets.Scripts

{

public class RotateObject : MonoBehaviour

{
[SerializeField] private Vector3 rotSpeed;

private void Update() // just for good visual
{

transform.Rotate(rotSpeed * Time.deltaTime);
}
}
}

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

namespace Assets.Scripts

{

public class Tramplin : MonoBehaviour

{

private void OnTriggerEnter(Collider collision)

{

iIf (collision.gameObject. TryGetComponent(out PlayerContoller

playerCont))

{
playerCont.JumpForward(10f, 3.5f);
¥
¥
¥
¥
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using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using UnityEngine.SceneManagement;

namespace Assets.Scripts

{

public class UlController : MonoBehaviour

{
[SerializeField] private GameObject finishMenu;
[SerializeField] private GameObject gameOverMenu;
[SerializeField] private TextMeshProUGUI timerText;
[SerializeField] private TextMeshProUGUI timerTextFinishMenu;

public void UpdateTimerText(float value)
{

var ts = TimeSpan.FromSeconds(value);

timerText.text = string.Format(*{0:00}:{1:00}", ts.Minutes, ts.Seconds);
timerTextFinishMenu.text = string.Format("{0:00}:{1:00}", ts.Minutes,
ts.Seconds);

}

public void ShowFinishMenu()
{

Time.timeScale = Of;
finishMenu.SetActive(true);

}

public void ShowGameOverMenu()

{

Time.timeScale = Of;
gameOverMenu.SetActive(true);

}

public void RestartGame()

{

Time.timeScale = 1f;
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);
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}

}

}

public void ToMainMenu()
{

SceneManager.LoadScene(0);

}
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MIHECTEPCTBO OCBITU I HAYKUA YKPATHU
HAUIOHA/IbBHUWU YHIBEPCUTET “3ATMNOPI3bKA NMOITEXHIKA”
KA®EAPA NMPONPAMHUX 3ACOBIB

AOCNIAKEHHA METOAIB PO3POBKU TA NMPOMPAMHA PEAJIIBAUIA ITPOBOIo
3ACTOCYHKY
RESEARCH ON DEVELOPMENT METHODS AND SOFTWARE

IMPLEMENTATION OF A GAME APPLICA,'(ION

‘»
A
- \

£ -
AHTOH KPUBEHKO

BukoHas: crygeHT rpynu KHT-213m
€sred TOPMAH

KepIBHMK: AOLIeHT

Pucynok b.1 — Cnaiig 1

. META: PO3POBKA ITPOBOTO 3D 3ACTOCYHKY HA BA36I ABUTYHA UNITY

« OB'EKT AOCNIAKEHHSA: ITPOBUI 3D 3ACTOCYHOK(M/IAT®OPMEP)

« MPEAMET AOCNIAKEHHSA: AIITOPUTMW TA MOAEL, LLO BUKOPUCTOBYHOTHCH
ANSA PEANIBALIT ®I3UKW, PYXY NMEPCOHAXA, B3AEMOAII 3 OB'€EKTAMM.

. 3AZIAYL:
I"AHANI3 ICHYIOUNX MEXAHIK MIAT®OPMEPIB.

2.PO3POBKA AJTTOPUTMIB A1 PYXY NMEPCOHAXA, ®I3NKW TA B3SAEMOAIA

MEPECOHAXA 3 OB’EKTAMMW.
3. TECTYBAHHSA E®QEKTUBHOCTI IFTPOBOTO 3D 3ACTOCYHKY HA UNITY.

Pucynok b.2 — Cnaiig 2
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03

AHam3 npegMeTHoi obnacrti

Pucynoxk b.3 — Cnaiin 3

04

BnacHi meToau, Mmogeni, anropmTtMm

Pucynok b.4 — Crnaiin 4
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05

Cxema CTpyKTypym po3po6/eHoi nporpamm

Pucynoxk b.5 — Cnaiin 5

06

Cxema QYHKLIOHYBaHHS Nporpamm

Pucynok b.6 — Crnaiin 6
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o7

Cxema gaHunx abo CTpyKTypu AaHnX

Pucynoxk b.7 — Cnaiin 7

08

Bu6ip moBM nporpamyBaHHs Ta cepejoBuLLa po3pobkm

Moga / CepepoBuiie lNepeBarn

Jlerka iHTerpawys 3 Unity, BUCOKa ObmexeHHs Ha JesKl

C# (Unity -
( y) LWBMAKICTE pO3pO6KV| HMW3LKOPIBHEB! onepaujl

fikicHa rpagika, BMCOKa LLIBUAKICTL
C++ (Unreal Engine) pob0TH, MOXNIUBICTL NPALIOBaTH
6e3 kozly(Blueprint)

binbiu akTyansHuiA nig NK ra
BE/IMKUX NPOEKTIB

Pucynok b.8 — Cnaiin 8
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IHTepdeiic Ta ekpaHHI popmMi

Pucynoxk b.9 — Cnaiin 9

10

IHTepdeiic Ta ekpaHHI popmi

Pucynok b.10 — Crnaiin 10
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n

TexHIKO-eKOHOMIYHI MOKa3HUKA

Pucynoxk b.11 — Cnaiig 11

2

BucHoBKK

Pucynok b.12 — Crnaiin 12
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