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PE®EPAT

[losicHioBanbHa 3ammMcka J0 JAUIUIOMHOI  KBamliikariiiHoi poOoTu

OakanaBpa: 86 c., 1 Ta6mn., 34 puc., 2 nox., 14 mxepen.

KOMIT'IOTEPHA TPA, RPG, UNITY, OPENGL, I'POBUI ITPOEKT,
KOMIT'IOTEPHA I'PA®IKA, MOBA C#, CRPG.

O6’ekT JOCHIPKEHHS — TPOLECH peaii3alli JAeMOHCTpaliiHol Bepcii
KOMII' FOTEpPHOT T'PH.

[IpeameT MoCHiKEHHS — METOU PO3POOKH KOMIT FOTEPHUX irop.

Merta po60oTu — po3poOka TeXHIYHOI AEMOHCTPAIIHHOT BEpCii KOMIT'TOTEPHOT
TPH.

Marepianu, MeTOIM Ta TEXHIYHI 3aco0u: 00'€KTHO-OpIEHTOBaHa MOBa
nporpamyBanns C#, JavaScript, Boo, mixmiaTdopMeHe cepenoBHIle PO3pOOKH
kom'torepHux irop Unity, nmepconansHuii koM torep 3 npoiecopom Intel Core 7
i yIpaBIiHHAM orepaliitHoi cuctemu Microsoft Windows 10.

PesynpTat. Po3po6ieHo TeXHIUHY IeMOHCTpAIlIiHY BEPCit0 KOMIT FOTEPHO1T
rpu. PeamizoBaHo miAcHMCTEMHM TOIMIYKY TNUIIXY, Tpadigroro iHTepdericy
KOpPHUCTyBaya 1 B3a€MOJ1i 00'€KTIB.

BucHoBkH. Po3po6ieno MIPOTpaMHYy peanizarlito TEXHIYHO1
JIEMOHCTpAIlIHHO1T BepCii KOMIT'IOTEPHOI TPH.

["amy3p BUKOpUCTAHHS — KOMIT IOTE€PHI ITpH.



ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 86 pages,

34 figures, 1 tables, 2 appendixes, 14 sources.

COMPUTER GAME, RPG, UNITY, OPENGL, GAME PROJECT,
COMPUTER GRAPHICS, C # LANGUAGE, CRPG.

Object of study is is the processes of realization of the demonstration version
of the computer game.

Subject of study is methods of computer game development.

The purpose of the work is to develop a technical demonstration version of
a computer game.

Materials, methods, and tools: bject-oriented programming language C #,
JavaScript, Boo, cross-platform environment for computer game development
Unity, personal computer with Intel Core 7 processor running Microsoft Windows
10 operating system.

Results. A software implementation of a technical demonstration version of
a computer game has been created.

Conclusions. Software implementation of technical demonstration version
of computer game is developed, subsystems of search of a way, the graphical user
interface and interaction of objects are realized.

The field of use — computer games.
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HEPEJIIK CKOPOYEHDb TA YMOBHUX ITO3HAK

CRPG — Computer Role-Playing Game;
GUI — Graphical User Interface;

HP — Hit Points;

RPG — Role-Playing Game;

bJl — 6a3a maHux;

IT — 1ndopmartiiiHi TEXHOIOT;

[13 — mporpamHi 3aco0u;

IIK — nepcoHanbHUI KOMIT IOTEP.



BCTYII

Kommn'torepHa rpa — komm'toTepHa mporpama, sika HeoOXiHa JiJisi opraHizarii
I'POBOT0 MPOLIECY, OpPTraHi3alli 3B'13Ky 3 TPaBLSIMHU.

Komm’toTepHi irpu 3 KOKHUM JTHEM OXOILUTIOIOTH BCE OUIBIIY ayIUTOPIIO 1O
BCbOMY CBITY Ta BUKOPUCTOBYIOTbCSI Ha PI3HUX ITPOBUX NPUCTPOsiX. JlaH1 po3poOKu
3 4YacoM CTaloTh CKJIQJHINIMMU Ta MacCIITAOHIIIUMU: MOKpamuiacs o0poOka
BI3yaJIbHOTO MPOCTOpY, 00poOKa ¢i3uKKM OO'€KTIB Ta IITYYHUH IHTENEKT. Y
BIPTYaJIbHOMY MPOCTOP1 MOXKE IMepedyBaTH BENIMYE3HA KUIbKICTh PI3HOMaHITHUX
00'eKTIB, ajie 1X KUIbKICTb, SIK 1 paHillle 3aJeKUTh Bl TEXHIYHUX MOMJIMBOCTEH
NPUCTPOIB, Ha SKi po3paxoBaHa rpa. [HATEpaKTUBHICTH B TaKiil Mporpami 3BOAUTHCS
710 B3aeMofli MDK o0'ektamMu. BoHu MoxyTh mnepecunatu iHGOpMAIIIO OJIHE
OJTHOMY, HABKOJIMIITHHOMY IPOCTOPY 1 KOPUCTYBAUYEBI B TOMY YHCIi.

OCHOBHOIO MPOOJIEMOIO0 € 3aBAHTAXKEHICTh KOy O0'€KTIB B3a€MOJIi, 110
BUKOHYIOTh, 3aKpIIUICHWH 3a HUMH, TEBHUU creHapid [1]-[2]. Buxomsum 3
BUIIEBUKIIAJIEHOTO OYJI0 IPUIHSTO PIlIEHHS CTBOPUTH TEXHOJIOTTYHY KOMIT FOTEPHY
I'PY 3 BAKOPUCTAHHIM CY4aCHUX CEPEIOBHII 1 CIIOCO0IB PO3POOKH.

OG’exT JOCHIDKEHHS — TIPOILIECH peajisamii JeMOHCTpaliitHol Bepcii
KOMII IOTEPHOT TPH.

[Ipeamer qoCIiIKEHHS — METOIM PO3POOKH KOMIT FOTEPHHUX 1rop.

Merta poOoTu — po3poOKa TEXHIUYHOT JEMOHCTpAIlIiHOT Bepcii KOMI'TOTepHOT
TpH.

VY 3B'SI3Ky 3 MOCTaBIECHOIO METOIO BUPIIIYIOTHCS TaKi 3aBAaHHS:

—  JIOCHIJIUTH ICHYIOYl aHAJOTH MPOTPAMHOTO MPOAYKTY 1 BUSABUTH iXHI
repeBary 1 HeJIOMiKH,

—  COPOEKTYBAaTH AQITOPUTMHU IS peaizallii irpoBoro mporpamu 3
ypaxyBaHHSM IepeBar 1 HeJIOIKIB iICHYIOUMX aHAJIOT1B;

—  peani3yBaTH CKJIaJ€HI aITOPUTMHU HA MOBI miporpamyBanHs C #;

—  TPOBECTHU TECTYBaHHS BI3yaJIbHOTO MPEACTABICHHS aJITOPUTMIB.
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1 AHAJII3 ITPOBJIEMMU TA IIOCTAHOBKA 3ABJIAHBb JOCJIIIKEHHSA

JIOCSITHEHHS KOMI'FOTEPHUX TEXHOJIOTIM BIUIMBalOTh Ha BCl Traimysi
KOMIT'FOTEPHOTO MHCTEITBA, BIAKPUBAIOUH Tepe] MUPPOBUMHU XYJO0KHUKAMU BCE
OlbIlIE MOXKJIMBOCTEH 1 BTUIIOIOYM B PEANBHICTh Bpa)karouux icToT. B Ham yac
KOMIT'FOTEpHI ITPU CTAlOTh BCE OUTbII MOMyJspHUMH. KOXKEeH NIeHb CTBOPIOETHCS
Oarato irop, mporpam, siki pO3BUBalOThCA Ta CTAIOTh MOMYJISIPHUMU.

Komm'toTepHi irpu BiTHOCATHCSA J0 YHCIA aKTyaIbHUX MPOOJIEM CydacHOi
HAyKH, TOMY 1110 MPEICTaBISAI0Th COO0I0 YHIKAIbHUIN MPOIYKT PO3BUTKY TEXHIKHU 1
Cy4yacHOi ocobucTocTi. Irpu 1onomararoTh 3MOJEIIOBATH Pi3HI JKUTTEB1 CUTYallli,
npoOJIeMH Ta JOMOMAralTh 3HAUTH MOXKIIUBI IUISIXHU iX BUpilMIeHHS. ['pa MICTUTD y
co01 BC1 HEOOX1TH1 TEPETyMOBH ISl TPUPOAHOTO PO3BUTKY OCOOUCTOCTI 1 KYJIbTYPH
CYCHUThCTBA. 3 BJIOCKOHAJICHHSM KOMII'TOTEPIB TaKOXX BIOCKOHATIOBAIHCS 1 TPH,
3aJly4aroud Bce Ouabine 1 Ourbine Jrojaei. Ha cboromHimiHii JeHb KOMI'FOTEpHA
TEXHIKa JIOCSTIIa TAKOTO PIBHS PO3BUTKY, 110 JI03BOJISIE TPOrpPaMicTaM PO3pOOIIATH
Jy’Ke pealiCTUYHI iIrpu 3 TapHUM rpadiyHUM 1 3BYKOBUM O(OPMIICHHSIM.

Po3poOka koMI'tOTepHUX Irop — 1€ MPOoLeC CTBOPEHHS KOMIT'IOTEPHUX 1rop.
Po3pob6ieHnsM Bizeoirop 3aiiMaeTbest po3poOHUK, IKMI MOKe OYTH TIpeICTaBICHUN
SIK OJTHIEIO JIFOAWHOIO, TaK 1 IUJIOK0 KOMaH0I0. 3a3BUYail MacmTaOHI KOMEpIIiiHi
irpy  po3poOJIAIOTBCA KOMaHJAaMH PO3POOHUKIB B MeXax KOMMaHii, sKi
Creniani3yeThes Ha irpax Juis nepconanbHoro komm'torepa (I1K) abo koncomnei. Sk
MpaBWwiIo, pPO3poOJieHHs (iHAHCYe BeJIWKAa KOMIIaHIsI-BUJABEllb, SKa IICIs
PO3pOOIICHHS 3aliMa€ThCS BUIAHHIM TPU Ta MOB'I3aHUMH 3 HUM BUTpaTamu. Pimmne
KOMIIaH1i-BHIaBI[l MOXXYTh MICTUTH BHYTPIIIHI KOMaHAW PO3POOHHKIB, TaAKOK
KOMITaHiSI-pO3POOHUK MOXKE PO3POOIIATH iITpH 3a CBiil paXyHOK 1 OIIUPIOBATH iX 6€3
y4acTi BUJABIIIB, HAIPUKIIAA, 3aco0aMu u(PpoBOi TUCTPUOYIIii.

3aBASKM PO3BUTKY PHUHKY HE3aJeKHUX a00 IHJI-Irop, BENIMKa KiIbKICTh
PO3pOOHMKIB OTPUMAJM MOKJIMBICTh MPAIIOBATH HaJ IFPOBUMHU MNpPO€KTamMu 0Oe3
¢iHaHCOBUX Ta IOPUAMYHUX 3000B'A3aHb TEepe] KOMIAHISIMU-BUAABLSMU.

HezanexHi irpu — 116 KOMI'tOTEpHI IrpH, sIKi CTBOPEHI OKPEMUMHU PO3POOHUKAMU
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a00 HEBEIMKUMU KOJIEKTUBaMHU 0€3 (piHaHCOBOI MIATPUMKHU BUAABLS KOMI'TOTEPHUX
irop. [lommpenHs gaHux po3poO0K 31IMCHIOETHCS 3a TOMTOMOT 00 KaHATIB IUPPOBOT
TUCTpUOYIIi.

TexHiuna aemMoHcTpauis, ab0 TEeXHIYHA JEMOHCTpalliiiHa Bepcis, TEXHO-
JEMOBEPCIsl — 1€ MPOTOTHUI, HAOIMKEHUI MPUKIIa] a00 HEMOBHA BEPCisl MPOAYKTY,
gKa CTBOpPEHA 3 METOI0 MPOJEMOHCTPYBAaTHU 17€10, MPOAYKTUBHICTh, METOJ abo
0COOJIMBOCT1 OYb-SIKOI'0 IPOrPaMHOI0 IPOAYKTY. TeXHiuH1 IeMOHCTpalliiiH Bepcil
MOXKYTh BUKOPHCTOBYBATHCS SIK JEMOHCTpallii Jjsi 1HBECTOpIB, MapTHEPIB,
KYpPHAJIICTIB 200 HaBITh MOTCHI[IMHUX CIIOXKMUBAYIB JJIsl TOTO, 11100 MEPEKOHATH iX B

KUTTE3AATHOCTI JAHOTO MPOAYKTY, MaTepiaabHOro ToBapy ado izei.

1.1 %Kanpu koM’ I0TepHUX irop

MoskHa 3 caMOro MOYaTKy YsBISTH B JIETANIAX CBOIO TOTOBY TPy, a MOXKHA
o Mipi po3poOJICHHS JOMOBHIOBATH CIOYKET, CTHUJIb Ta OCOOJMBOCTI TpU. Y JaHIN
cripaBi He OO0OB'I3KOBa 3aiiBa TOYHICThH, ajie, SK MIHIMYM, MOTPIOHO 3amaTH
HAIPSIMOK PO3BUTKY IrpoBOT0 MpoekTy. XKaHp rpu HeoOX1JHO BUOpATH HA CaMOMYy
MOYaTKy B 00OB'SI3KOBOMY MOPSAKY. JKaHp 1 Oy/e OCHOBHHM HAIPSIMKOM PO3BHUTKY
TpH.

[Tpuiingaro kmacudikyBaTu irpu 1o KaHpax, SKi BU3HAYAIOTh CYKYHHICTb
XapaKTepHUX pUC, NpUTaAMaHHUX TidH 49m iHmid 1pi. Ledt minxig He
CTaH/JApTU30BAHMM, alieé MOMyJSIPHUN 1 WOrO MOTPUMYIOTHCS SIK TPEICTABHUKH
IrpoBO1 1HAYCTPIl, TaK 1 CrOKUBaYi irpoBuX AojaTkiB. OCHOBHI JKaHPH MPHUBEJICHI
HUXKYE:

— apKaaW — 1€ KaTeropis KOMM'IOTEPHUX Irop 3 TMPOCTHM IrPOBHM
MPOIIECOM, IO 3BOJUTHCSA O BUKOHAHHS OOMEXEHOT0 Ha0Opy Mii, HaIlJIEHUX Ha
JIOCSITHEHHST TIEBHOTO PE3yNbTaTy. 3aBIaHHSA Irop I[bOTO JKaHPY, SK TPaBHIIO,
3BOASATHCS 10 HaOOPy MaKCUMAaJIbHOT KUIBKOCTI O4YOK 1/ a00 MIHIMAJIbHOTO Yacy

MPOXO/I)KEHHS TPH;
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— KBECTH — 3JIIMCHIOIOThH MOJOPOXK OJHOTO a00 JACKUILKOX MEPCOHAXIB J0
MOCTABJIEHOI METU HUISIXOM OJIOJIAHHS PI3HOMAHITHUX TPYIHOIII1B;

— eKuIH (action) — irpu Bij nepiioi 0coOu — NOMYJSIpHI I1i-CTPUISTHUHA;

— pouboBi irpu abo RPG (role-playing game) — rpaBenb BUKOHYE POJIb
MIEBHOT'O TIEPCOHAXKA 1 BUKOHYE MOCTABJICH] TIepe]] HUM 3aBJaHHS,

— CcTparterii Ta JIOT14H1 Irpy HACHIIYIOTh JISJIHOCT] YIIPaBIIHIS;

— CUMYJSITOPU IMITYIOTh K€pyBaHHSI aBTOMOOUIEM, KOCMIYHUM KOpaliem,
JTAKOM Ta 1H.

— a3apTHI Ta JOr14H1 J00pe pO3BUBAIOTH PO3YMOBY JISNIbHICTb.

Takox KOMO'TOTEpHI irpM MOXKHa 3TPYIMyBaTH 3a TaKMMH O3HAKaMH SIK
HasBHICTH TIEPCOHAXKa BUOODY.

[cHytoui miaTHi 1 6€3KOIITOBHI IFPH, B SIKUX € NMEPCOHAXK, PI3SHOMAHITHI: 1€
ek, RPG, nesiki Buau cTparteriii, KBeCTH.

Irpu 6e3 mepcoHaxa - JOT14Hi, CUMYJISITOpU. BOHM HE MarOTh CIOKETY, HE
BUKJIMKAIOTh CUJILHOTO 3BUKAHHS 1 HE BIUIMBAIOTh HA MCUXIKY. YacTo MpONOHYIOTH
IHTEJIEKTyalIbHI 3aBIaHHs, 10 J0OpEe pO3BUBAE MUCIICHHS.

Crparerii — irpu 3 BiICYTHICTIO TIEpCOHaXa, A€ MPOIECOM T'PH YIIpaBisie
monuHA.  BigMiHHOIO  0COONMBICTIO  cTparerii €  oco0jaumBa  cUCTEMa
BHYTPIITHLOITpOBUX (pakTopiB. Crodarky TpaBelb NMpUHMAae IEBHI PIIICHHS 1
CIIOCTEpirae 3a ix HaCJIIKaMH, a MOTIM BUOYIOBYE JIOTIKY MOJATBIINAX Ii.

HaiiBimomimi rpu, B sKuX € paBo BUOOpPyY - 11ie RPG, 1HO1 eKIH 1 KBECTH.
['paBenb camMOCTifHO BUOMpAE mepcoHaxka, Osirae Moro, HaAUIIE 3M10HOCTIMU. Y
rpi nepeadavyena cBo0oaa i, sika BIULIMBAE Ha TIPOLIEC 1 pe3yabTaT rpu. Jlanuii skanp
I'pU BUKJIMKAE CTIMKE 3BUKAHHS, IPAaBELlb OTOTOXKHIOE ceOe 3 IEPCOHAKEM, PO3BUBAE
1oro 3a cBoiM 00pa3oMm 1 moA000t0. IrpoBHil MPOIEC CIPUNMAETHCS SIK PEATIBHICTD.

Irpu 3 BimcyTHICTIO BUOOPY MAIOTh JIHIHHUN CIOXKET (CTpuUtsiiku). ['paBenb
OTOTOXHIOE ce0e 3 TOTOBUM NEPCOHAKEM, BXKE HAAUICHUM XapaKTEPHUCTHKAMH.
PosranyxeHHsi ClO)KeTy Tpu 3ajiexaTb HE BiJl BUOOpPY rpaBlisl, a BiJ YCHIXy YU

BUITAIKOBOCTI.
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1.2 Knacudikaniss koM’ l0TepHUX irop

MoxHa BUAUIMTA TPU OCHOBHHUX I1€papXIYHUX pIBHS, SIKI JO3BOJISIOTH
noOyAyBaTH cXeMy I'pu:

— ONEpaTUBHUM piIBEHb (JOKATbHI MEPEX], 0 YCKIAIHIOIOTh IPH);

— TaKTUYHUH piBeHb (IOTOYHE YIPABJIIHHS KJIaBIILIAMH);

— CTpareriyHuil piBeHb (KiHEUb IpH, Qikcallis pe3yiabTaTiB).

Ha nepiiomy, onepaTuBHOMY piBHI BIIOYBA€THCS 3MiHA 00'€EKTIB B IrPOBOMY
OpOCTOpI 3a JOMOMOIOI0 HAaTHCKaHHS KJaBill KjaBiaTypu, Muli abo 1HIIOro
OpUCTPOIO, IO yhpaBisge (JkoicTuk). B pe3ynbrari Ha ekpaHi AucIuies
KOpHCTYBaueBl MOBUHHI OyTH Bi0OpakeH1 BC1 MEPEMIIICHHS 1 3MIHU.

TakTnuHuil piBeHb BKIIOUae B ceOe onepaTuBHUN. Bcei aii Ha 11bOMYy piBHI
BEAYTh JIO JIOCSTHEHHs JesKO1 meBHOi MeTH. Ha 1ipoMy ertarmi BimOyBaeThCsi 3MiHa
PIBHSI CKJIQJTHOCTI, TEMITY TPH.

Crpareriynuii piBeHb MICTHTh B CO01 TaKTUYHUU 3 JOJIaBaHHSAM KITbKOX
CaMOCTIMHMX OJIOKIB, TaKMX SK BBEICHHS Ha ITPOBUM MPOCTIP BCIX O0'€KTIB IS
BU3HAYCHHS 3aBJaHHS 1 Bidyaui3allii ix moyaTkoBux napamerpiB. KpiMm 1p0r0, Ha
JTAaHOMY PiBHI BiOyBa€ThCs IepeBipKa KpHUTEPiiB 3aKkiHUYCHHS TIpH, (ikcailii Ta
Bi3yautizallii pe3yJabTaTiB BCI€T TpU B IIIJIOMY 1 MiABEICHHS IT1ICYMKIB MHUHYJIUX 1rOP.

3a CTPYKTYpOIO IrpU AUISATHCSA HA TPHU OJIOKHU:

—  OJOK IrpoBOTO cepeloBUIIa (MIPABUIIO TPH);

—  OJIOK OIHKY ITPOBOi CUTYyaIlii (aHami3);

—  Onok B3aeMoii 3 rpasiem (iHTepdeiic).

3arajgpHa CTPYKTypa KOMIT'TOTEPHHUX Irop MpeacTaBiieHa Ha puc. 1.1
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Brnoxk irposoro
CepeIoBHINA
brok B3aeMoOIil Bm;m ORI
irpoBoi
3 TPaBILAMII CHTVaLI1

[ )

Pucynok 1.1 — 3aranbHa cTpykTypa KOMIT'IOTEPHHUX 1rOp

bnoxk irpoBoro cepenoBuiiia - 1€ TO NPOCTIP, B IKOMY BiIOYBAETHCS Ty YU
HIIY J1if0 y BIAMOBIAHOCTI 31 3MICTOM, 33JyMKOIO PO3pPOOHHKA 1 3aKOHAMH CaMoi
TPH.

brox B3aeMojii 3 rpaBIsIMH — II€ CKJIAJOBI MpOrpamu, SKi JIO3BOJSIOTH
IpaBIeB1 3MIHIOBATH XiJ1 TPH.

brok OIlIHKKM — 116 YMOBH, CTBOPEHI TpaBIeM JI0 O0'€KTYy TpU BCEpeaUHI
irpoBoro mpoctopy. lle Taki 3acobu, fK MiIpaxyHOK OYOK, OMHC YMOB, IOKa3
MIOYaTKOBOi a00 KIHIIEBO1 ITPOBHI CUTYaIlii.

Irpu MOXXYTh HaJIeKaTH OJTHIM mwiaThopmi abo OoyTH
MYJIbTUTIIATHOPMEHHUMH.

Kiacudikariis o miatdopmax:

—  MEepPCOHAJIBHUM KOMIT'IOTED;

—  irpoBi KOHCOIII;

—  MOOUTBHI IPUCTPOT.

Takosx 3a KUTBKICTIO TUIATGOPM, HA SKUX MOXKE 3aIIyCTUTHUCS Tpa:

—  MyJabTHIUIATQOPMEHHI — IrpH, 3/1aTHI 3aMyCTUTUCA HAJIEKUTBKOX
maTgopmax;

—  omHOILIaT(GOPMEHHI — €KCKIIO3UBHI I'pH, CTBOPEHI TLIBKH JJIs OJHIET
neBHOi Tiardopmu [1].

Knacudikaiis koMIn'roTepHUX Irop YCKIAJHIOEThCS TUM, 1[0 Oarato irop
BUITYCKAIOThCS B IEKUILKOX BapiaHTaX 3 pi3HUMH CIOKETHUMHU JIIHISIMU, 3aBIaHHSIMU

1 MOKJIMBOCTSIMH.
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Takox icHye knacu@ikalis irop 3a KpUTEpieEM BUKOHYBAHMX A1i[2]:

— ITpU CHUIKYBaHHSA: OTPUMaHHA I1H(OpMalli, CHUIKyBaHHS, BUBYCHHS
CBITY;

— ITpHU J1i: IEPEMIIIEHHS B IPOCTOP1, BUKOPUCTAHHA 30p0i 1 TEXHIKU;

— I'pU KOHTPOJIO: KOMAaHJyBaHHS, YIpPaBIiHHS, PO3MOAUI MaTepialbHUX
3ac001B.

Bceepenuni rpyn  3amaioThCs  KOPIOHW, IO BHU3HAUYAIOTh MOAAIBUITY
JeTalli3alliio 3a JOMOMOT 00 YTOYHIOIOUHUX KPUTEPIiB 1 3 BUKOPUCTAHHSAM YCTAIEHUX
Ha3B KaTeropii. Takui miaxig 37a€ThCS OLIBII PaIllOHATILHUM 1 CUCTEMHHUM, X04a 1

OUIBII CKJIaJHUM.

1.2.1 Onuc kaacudikamii irop 3a irposoro miargopmoro

OcHoBHMM criocoOOM MOy Bif€Oirop Ha KaTteropii € moaiur 3a
wiargopmamMu, KU BKa3ye, Ha SKOMY MPHUCTPOT MOXKHA 3allyCTUTH Tpy. SKIIo y
KOpHCTyBaua HeMae 1uiatopmu, Uil sSIKOi MpU3HayYeHa Ipa, TO 1 3alyCTUTH ii He
Baacus [2].

Onnomnatdopmena rpa abo €KCKIIO3UBHA - Tpa, po3pobiieHa Iy OfHIET
mwiatdopmu. [Ipote, myke 4acTo po3pOOHMKH HAMaralOThCs OXOIMHUTH HAWOLIBITY
ayJIUTOPiI0, TOMY BHUITYCKalOTh Bipa3y Kilibka BapiaHTiB ojHiei rpu. Koxken 3
BapiaHTIB I'PH MIIXOIUTH VISl CBOET armapaTHOi Tiat(opmu.

MynbetumnatdhopMeHHa rpa - rpa, po3poOsieHa Bimpaszy s JCKUIBKOX
mwiatgopM. Jlo ocHOBHHX mIaTHOPM MOKHA BITHECTH: MIEPCOHAIIBHUA KOMIT IOTED,
irpoBa KOHCOJIb, MOOUTHHHI MPUCTPIiH, iIrpOBUI aBTOMAT,Opay3ep.

[lepconanpuuii komm'torep (I1K). 3aBmsxu cBoiii irpoBiii CIIPSIMOBAHOCTI,
MEPCOHANBHI KOMI'IOTEPU OCHAIEHI BIJICOKApTaMH, 3BYKOBUMHU KapTamH,
MPOIIECOPAMH BEJIMKOT MOTY>KHOCTI.

I1IK B cBOIO uepry noAuIsitOTbCSI Ha KUTbKa MiAMIATHOPM 3a OnepauiiHuMu

cucteMamu (OC). V koxuiit OC po3po6ieHi CBOi 1HCTPYMEHTH sl 0OpOOKHU
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BIJIEOITOp, TOMY HE BCl Irpu MOXYyTh miaidTH Biapasy ao Bcix OC. Ilepenik
HaHOUTBII MonyspHUX cepiid komm'torepaux OC: Windows, Mac OS, Linux.

IrpoBi KOHCOII - 1Ie, Ti K KOMM'IOTEpH, aje JUIIe 3 OAHIEI0 (PYHKINE —
rporo. [t po6oTr O61IbIIOCTI KOHCOIEW HEe0OXITHO M1’ €AHYBATH X J10 T€IEBI30pa,
TOMY iX I1[€ YaCTO HA3UBAIOTh IrPOBUMHU MIPUCTABKAMHU. AJle € HE3aJIeXkKH1 MOPTATUBHI1
KOHCOJI1, 3 BOyZI0BaHMM ekpaHoM. Ha BinMiHy BiJ KOMI'FOTEPIB, KOHCOJIb - TOTOBUI
Hepo30ipHui npuctpi. J[o HANHOUIBII MOMYJISPHUX KOHCOJIEHM MOXXHA BIIHECTH:
Sony PlayStation (PSP, PSOne, PS2, PS3, PS4), Microsoft Xbox (Xbox, Xbox 360,
Xbox One), Nintendo 3DS, Wii.

MoOinbHul TpUCTpii: TenedoH, MIAHIIET, KHUIIEHbKOBUH KOMI'IOTED
(KIIK, PDA). Mo6inbHI OpUcTpoi 32 TEXHIYHUMHU XapaKTepUCTUKaMH Habararto
cialKille CTal[lOHAPHUX KOMIM'IOTEPIB, TOMY MOOUIbHI TPU BUTIIANAIOTH JEHIO0
IPOCTIIIe 3BUYalHUX 1ITOP, ajie CUTYaIlisl HOCTYIOBO MOJIIIYETHCS.

ApKaJHUI IrpoBUI aBTOMAT — MPUCTPIN Y BUTIISAL AU 3 EKPaHOM, 1110 MA€
BCepenHI ce0e OJHy BCTAHOBJIEHY TPy, 1 BUMAarae OIUiaTy 3a KOKeH CeaHC TpH.
[Toxi6H1 aBTOMATH, SIK TIPABUJIO, BCTAHOBIIOIOTH B YaCTO BIABIAYBAaHUX MyOJIYHUX
MICIISIX.

bpayszepna rpa — rpa, sika 3amyckaeTbcs B Opaysepi, 3 0OOB'S3KOBUM
CTBOPEHHSM TpOodiII0, IO J03BOJSE TpaTH pa3oM 3 IHIMIUMH TpaBisgMu. Lle
pizHOBU MMO-irop, B SIKUX BiJICYTHS TTIOBHOIIIHHUIN PEXUM BiZI€0, 3aMICTh HHOTO
BUKOPUCTOBYEThCSI ~ rpadika, HaMalbOBaHa HA  IHTEPHET-CTOpPIHKAX, 3
BUKOPHUCTaHHSAM (JICII-BiI€OBCTaBOK. bpay3epHi irpu MOXKyTh OyTH Jdy>K€ BUCOKOT
SIKOCTI, ajie, He JUBJISTYUCH HA 1€, MOMHUPIOITHCS BOHU 0€3KOIITOBHO. HAailfyacTiIe
Taki irpy BIIAIITOBaHI 3a cxemoro free2play 3 mMikpoTpaH3akilii KOJU B TPl MOXKHA

KYITyBaTH SIKICh BIPTYyaJibHI Pedi 3a peaibHi TPOIIIi.
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1.2.2 Onuc kaacudikanii komn'rorepHunx irop 3a rpagikoro

30BHILIHIA BUTJSAA — TOJOBHA HpHKpaca irpu. barato HemocBiqueHUX
IpaBIliB IPU BUOOPI IPU OPIEHTYIOTHCS caMe Ha rpadiky, TOMY iICHY€ MOJALUT irop 3a
TUIIOM 1 SIKICTIO TpaiyHOTO 300paKeHHS.

BincyTtHicTh rpadiku — HE BeNMKa MOTYKHICTb KOMI'IOTEPIB MEPUINX
MOKOJIIHB CTaBWJIA MEpe]l po3poOHUKaMU irop Macy oomexeHb. Uepes 1ie y 6aratbox
CTapux irpax 3acrocoByBayiaca rpadika, Ta TekctoBe odopmiieHHsA. Irpu Takoro
BUJY OLTBIIIE CXOK1 HA IHTEPAKTUBHY KHUTY, a HE Ha BII€OTpYy.

JIBoMipHa— HAOUIbII NPUPOIHUNA BUTIISIA Tpadiku. 300paXkeHHs CKIaAeH] 3
OKpPEMUX IMIKCEJIB - KOJIbOPOBUX KBaApaTiB. Takok ICHYE TEXHOJIOTiSI BEKTOPHUX
300paxeHb, IpH AKiHA 00'€KTU CKIAAAIOTHCS 3 MIKCENIB, a 3 TOUHUX I'eOMETPUIHUX
KOOPJIMHAT, 3'€IHYIOThCS JiHIAMH. Takuii BUA 300pa)K€Hb O3BOJISIE MAITFOBATH
OuThII TUTABHI JIiHIT, 6e3 mikcemnizamii. [Ipu 36ubIIeHH] 300paXkeHHs HEe MCYEThCS
HOT0 30BHIILIHIA BUATJISAL.

TpuBumipHa rpadika. 3aBIsKU 3aCTOCYBAaHHIO TPUTOHOMETPUIHHUX (POpMYIT
y PO3pOOHMKIB irop 3'sBUJIACS MOXKJIMBICTH CTBOPIOBATH UTHO3il0 TPUBUMIPHOTO
CBITY, IO BiJOOpakaeThCcsl Ha JBOMIPHOI TUIONIMHU €KpaHy. Y KOMI'tOTepi
o0unCIIOI0OThCs cripaBkHi 3D-moneni, a Ha €KpaH BHBOJHWTHCA MAaTEMaTHIHO
obuncmoBaHi 2D-mipoekiiii mux TpuBUMIpHHX 00'ekTiB. Ha choOromHIImIHIA J1eHB
3Drpadika - HalimonynapHimui hopmat rpadiku B KOMI'IOTEPHUX irpax.

O6'emne 300pakeHHsI — 1€ HeBenuke nominmenas 3D-rpadiku. YnaBana
00'eMHICTH 00'€KTIB JOCATAETHCA 32 PAXYHOK TOTO, IO TJISAIa4eBi HAAXOIATH Pi3HI
300paKeHHS IS JIIBOTO 1 PaBOT0 OKa. 3a paxyHOK Pi3HUII 300paKeHb JTIOJCHKHMA
MO30K MOK€ OOYHCIWUTA TPHUOIU3HY BiJCTaHb JO 00'€KTa, 1 BUXOAHUTH €(HEKT
00'eMHOCT!I.

JlomoBHEHA peaNbHICTh - MOJIOHI ITPW MOCTYMHI JHUIIE HA MOOLTRHUX
MPUCTPOSIX 3 Bimeokameporo. Yepe3 ekpan oO0'eKTHBa IMiA Yac BiCO3HOMKH
B1100pakaeThCsl peajbHUM CBIT, aje 3 JOJAaBaHHSIM BIpTyalbHUX 00'ekTiB. ['paBelb

BOJIUTh B1JICOKAMEPOIO, 3HAXOJIUTHh 00'€KTH a00 MPUILUTIOETHCS 1 3HHUIIYE iX [4].
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JloToOBHEHA peanbHICTh - LIKaBa 1 He3BMYAMHA 1]1ed, aje MIMPOKOi MOMYJISIPHOCTI
BOHA HE OTpUMaJa.

BipryanbHa peanbHICTh — MOBHE 3aHYpPEHHS I'PaBIs Y BIPTyaJbHUM CBIT,
KOJIM TpaBellb BiIUYBaE, 110 B BiJIEOrPY MOMIIIEHO BCE MOro Tij10, BC1 HOr0 OpraHu
YyTTS. PO3BUTOK TIpHU JI0 TOBHOLIHHOI BipTyanbHOi peanbHOCTI (BP) Ha
CHOTO/IHIIIHINA IeHb HEeMOXJIMBO. Ha JaHuii MOMEHT iICHYIOTh IIOJIOMH BIPTYaJbHO1
pEaNbHOCTI, B IKl TPAHCIIOEThCS cTepeo-rpadika. CeHCopH, 110 3aKPIILTIOITHCS Ha
pyKax, MOXYTb BiI0Opa)kaTu peajibHi pyXy pyK y BIpTyaJbHOMY MPOCTOPI.

Jlany poG0Ty MOKHa BIIHECTH J0 HE3AIEKHOI PO3POOKH, IKa PO3BUBAETHCS
3a paxyHOK KOLITIB PO3POOHUKIB.

3aBiIaHHAM J1aHOi pOOOTH € PO3pOoOKa TEXHIYHOI JIEMOHCTpAIiitHOI Bepcii

KOMII'FOTEPHO POJILOBOT TPH.
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2 AHAJII3 BUMOTI" 1O IPOI'PAMHOI'O 3ABE3IIEYHEHHA

AHaniz BUMOT — YaCTHUHA NpOLECy po3poOKU MPOrpaMHOro 3a0e3nedeHHs,
o BKJIOYaEe B cebe 30ip BUMOI [0 TMPOrpaMHOr0O 3a0e3MeueHHs, ix
CHCTEeMAaTH3allil0, BUSBICHHS B3a€MO3B’S3KiB, & TAKOXK JOKYMEHTYBaHHS.

B nanomy po3zauini po3riisiHeMo: BUOip 3ac00iB peatizallii Ta aHa13 JaHUX.

2.1 Bumoru 10 nporpaMHoro 3aée3ne4eHHs

Jlns BuGOpy 3aco01B peaizailii 0yja0 BU3BHAUYEHO PsiJi BUMOT JI0 PYIIIisi, MOBU
IpOrpaMyBaHHS Ta CEPEOBUILA PO3POOKU rpadiuHuX 00’ €KTIB.

OCHOBHMMU BUMOTaMH JI0 PYIIIis €:

— MOXJIUBICTH PO3POOJISATH JTBOX-TPbOX BUMIPHI 3aCTOCYBAaHHS;

— miaTpumka pizaux OCL;

— MDKIUIaTGopMeHa MiATPUMKA;

— MOJAYJbHA CUCTEMa KOMIIOHEHTIB.

MoBa mnporpamyBaHHs JJIS CTBOPEHHsS TIOBUHHAa OYyTH 00'€KTHO-
OpIEHTOBAHOIO Ta MaTHU BOY/IOBaHY IMiITPUMKY:

— y3arajbHEHb;

— TIOJii;

JIeJIeraTiB;

— BEJIUKOI KUIBbKICTI 610IMOTEK Ta MIabIOHIB.

CepenoBuiie po3poOku rpadiyHUX 00’€KTIB TOBHHHO BiATIOBITATH
HACTYITHAUM BUMOTaM:

— MPOCTOTa BUBEJICHHS, BiMOOpakeHHA Tpadiku HE TOBHUHHO 3aHAJTO
HaBaHTa)XyBaTH MPOIECOpP KOMII I0Tepa, JaHa BHUMOra HEoOXiJaHa JJisl IIBUAKOIO
BUBEJICHHS 300paKCHHS,

— BHUCOKA TOYHICTb 1 IOCTOBIPHICTh Nepeaadi 300pakeHb;

— MiATpUMKA CTaHIAPTHUX (popMatiB (ailiiB.
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2.1.1 Bu0Oip pywist

IrpoBuii pymiiit - e 6azose I13, Ha AKOMY pO3pOOISETECSA Ta QYHKIIOHYE
rpa, 3arajbHa Ha3Ba JJIsl CYKYITHOCTI JEKIJIbKOX MIJCHUCTEM (3BYKOBa, rpadivHa,
¢i13uuHa Ta iHII). B cydacHMX IrpoBHX pYUIISiX AaHl MiJICUCTEMH - MOAYJbHI, 1
AKICTh ONPALIOBAaHHS Y HUX PI3HUTHCA B PI3HUX PYLLIIAX.

PosrastHemo Tpu HaiimonyssipHimni Binkputi irposi pymrii: Unreal Engine 4,

Cryengine 5 ta Unity i OliHUMO iX 32 HACTYITHUMHU TYHKTaAMHU:

JOCTYITHICTB;

iATPUMYBaHI1 MWIaTHOPMH,

— MiATpUMKA KOPUCTYBaya,

— JIOCTYTMHICTh I'POBUX ACCETIB Ta IHCTPYKIIiH.

Unreal Engine 4 — minxoaute i Oyab-sSKUX 3aBAaHb. [HTepdeiic pymris
IHTYITUBHO 3pO3yMUIHI 1 HE BUMarae JJOBroro 3pukanHs. Lle Benuka nepesara, Tomy
110 JI03BOJISIE€ MBUIKO Niepeiitu Bix BuBYeHH: [13 1o TBopuoro nporecy. 'HyukicTh
y CTBOPEHHI MIPOEKTY JIO3BOJISIE OXOMUTH Maike Oyb-Ki TIaThOpPMHU 1 MEXaHIKH,
a texuosiorisg Blueprints (moOymoBa irpoBoi JIOTIKH 32 JOTIOMOTOI0 HAOYHHX CXEM )
JI03BOJISIE CTBOPIOBATH IrpHu O6€3 3HAHHS MOB IMPOTPaMyBaHHS.

[lepeBaru:

— OE3KOIITOBHUH ISl HEKOMEPIIHHOTO BUKOPHUCTAHHS;

— MOXJIHUBICTh po6oTH Ha Windows Ta LINUX-ToAiOHMX cUCTEMAX;

— aKTUBHA CIy’k0a MIATPUMKH KOPUCTyBada Ha PUHKY Ta CIUIBHOTA,;

— Yepe3 MacoBE BHUKOPHUCTAHHS PYINisi ITpoBi pecypcu Ta 0i0mioTeku
JOCTYIIHI B BEJIMKINA KUTBKOCTI;

— MaibKe MOBHA BiICYTHICTh MIOMUJIOK.

Henomniku:

— po3mip 6urbir Hik B 20 ['6;

— 3aBaHTaxeHHss Windows-Bepcii BiiOyBaeThCsl yepe3 Mara3uH.

Pyuiit Bononie Oaratbma nepeBaraMu, OAHaK 1€ TpodeciiHuii IHCTPYMEHT,

10 Impamnro€ 3 COTHAMHA THUCAY AOIIOBHCHD 1 PO3IMHUPCHD.
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Cryengine 5 — mae HeBupa3Huil iHTEpdElic, 0 OUTBIIE M IXOAUTh 3aKPUTHM
pYLIISIM BHYTPILIHIX CTYII, a HE MacoBOTO MPOAYKTY. AJile HPOAYKT LLIKOM
JOTIYHUH, 1O JO3BOJISIE OCBOITH pyIIIA 3a JjdidueHi Micsaui. He3paxkaroun Ha
MO3ULI0HYBaHHS PYILIs SK YHIBEPCATBHOTO, 3aIMILIAETHCS HAMKpAIIUM 3aCO00M /1151
CTBOPEHHsI IIyTEpiB, [JIs IHIIUX LUIEH NPUAATHUN Majmo. 3HAHHS MOBH
nporpamyBanHs C ++ HE0OX1IHO.

IlepeBaru:

— OE3KOIITOBHHM JIJI1 HEKOMEPIIHHOTO BUKOPUCTAHHS;

— rapHa rpadika;

— MaJIuid po3Mmip.

Henoniku:

— HE aKTUBHA CJIy>K0a MiATPUMKH,

— BIJICYTHICTh MOBHOITOKYMEHTAIIIT;

— HEMOIIUPEHICTh IrPOBUX aCCETIB Ta MOBHOI[IHHUX Tai/IiB;

— MaJIONPHUIATHUH JJISI IPOEKTIB, KPIM IIIyTEPIB,;

— TPUCYTHS TUTyTaHWHA B 1HTepdercax pI3sHUX BEpCiid.

Unity — me irpoBuii pymmiii s po3poOKH JBOX-a00 TPUBHMIPHUX
3aCTOCyBaHb Ta irop, Mpu3HaueHui s onepaniinux cucreM Windows ta OS X.
CtBopene 3a nonomoroto Unity irpoBe mporpamMHe 3a0e3rneueHHs Mpaltoe Ha TaKuX
onepariitaux cucremax, sk Windows, OS X, Android, Apple i0OS, Linux, a Takox
Ha irpoBux mpuctaBkax Wii, PlayStation, XBox 360. Komm'torepHi irpu Ta iHma
MPOJYKIlisA, CTBOPEHi 3a gomomMororo Unity, miaTpuMmytoTs Habip 6i6mioTex DirectX
1 OpenGL.

KoMmm'toTepHi irpu Ta iHIIa TPOIYKILis, K1 OyJIM CTBOPEHI 3a JI0MOMOT OO0

Unity, miarpumytoTs HaOip 610miorek DirectX Ta OpenGL.

Januit pymiiii 103BOJISE CTBOPUTH CIIEHY, Ha sKii OymyTh pO3MillIeH]
imnoproBani 3 3D's Max 00'ekTu B3aeMoii.

OCHOBH1 0COOIMBOCTI PYIIIs:

—  KUIbKa clieHapHUX MOB niporpamyBanHsi: C #, JavaScript (moaudikarris)

1 Boo;
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—  MOXJIMBICTbh MUTTEBOTO 3aIYCKY I'PH;

—  mpocta poboTa 3 pecypcamu uepe3 Drag-and-Drop;

—  IIKAPOKI MOKIIUBOCTI IMIIOPTY;

—  TOBHICTIO HAJAIITOBYEThCS Ta JOCTYNHUU JJIs1 OUIBLIOCTI JrOAEH
iHTepdeiic;

—  KpoccriaTOpMEHHOCTb;

—  THYYKICTh Ta HECKIHYEHHA PO3IIHPIOBAHICTH;

—  HasIBHICTh O€3KOIITOBHOI BEpCii 3 ACSIKUMU OOMEKEHHIMHU.

Henoniku:

— HE JI0CUTh BUCOKA MPOJYKTUBHICTh TOTOBUX MPOEKTIB;

— HU3bKUH piBeHb rpadiku B NOPIBHIHHI 3 KOHKYPEHTaMHU.

Ha nanmit Moment Unity € oAHMM 3 HaWMpOCTINIKX, ajie B TOM K€ Yac i
HaifePEKTMBHIMINX, irpoBHX pymiiiB. Moro MOXIMBOCTI Ge3MexHi, a 3aco6H
PO3pOOKHK MaroTh JOCUTH MpocThil iHTepdeiic. Buxoasauu 3 nux mapameTpis, Oyiio

obpaHo came aHe cepefoBuiie po3pooku [5]-[6].

2.1.2 MoBa nporpamyBanns C #

Jl1s BUOOPY MOBH MpOrpamMyBaHHs OyJI0 PO3TIISHYTO KiJTbKa BiTOMHUX MOB.

C —onHa 3 HalcTapimKX 1 MOMYJSIPHUX MOB IIporpaMyBaHHs. BoHa «ierka»
Ta MIBUAKA, TOMY 1i BUKOPUCTOBYIOTH TaM, Ji¢ MOTPiOHA BUCOKA MPOAYKTHBHICTb.
Hampuxkman, misi cTBOpeHHsS JApaiiBepiB, omepaiiiHux cucteM abo I[13 ms
MikpokoHTpoJepiB. [Ipu mbomy C cKIIalHO BUBUUTU — Oarato JOBOJUTHCS MUCATH
3 Hyns. 3a nonomorow C CTBOPIOIOTH JpaiiBepa, MUILYThH siApa ONepaniiHuX
CUCTEM, a TAKOX MUITYTh 0i0mioTexku aist Python 1 iHmmX MOB.

Java - 6aratomnatdhopmoBa MOBA 3 BETMKOIO KUTBKICTIO 610710TEK 1 BETUKAM
CIIBTOBApPUCTBOM po3poOHUKIB. KpocmmardopMeHicTh - 11e¢ MOKIUBICTh HAITUCATH
nporpaMmy OJIMH pa3 1 Biipa3dy KOPUCTYBAaTHUCS HEIO Ha JEKUIBKOX OmNepaiiiHuX

cucreMax: Windows, Linux 1 MacOS. 3aBmskm 0i10miorekam Java Moxke
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BUKOPHUCTOBYBATUCS MPAKTUYHO [JiI BChOTO: POOOTH 3 rpadikoio, 3BYKOM,
CTBOPEHHs HeBenukux irop. Ha Hill mumyTte MoOUTBHI 3acTocyHku ans Android,
MPOrpaMHu JJisi MIKPOXBHIIBOBHUX IE€YEH 1 CEPBEPH.

Python - noriuna Ta 1oCHTh MPOCTa MOBA 3 MIHIMAIICTAYHUM CHUHTAKCHCOM.
VY Hel HeBenuKHil HaOlp OCHOBHUX IpaBUJI, MOBA JIETKA JJI1 YUTAHHS Ta Ha Hil He
ckiaaHo nucaTt. Po3poOHuku Hanucanu 1uist Python 6e3niy 610110TEK, TOMY MOXKHA
BUKOPUCTOBYBATH I'OTOBI PIllIEHHS B CBOIX MpoekTax. ['onoBHuit minyc Python - ii
HEBUCOKAa MIBHUAKICTh. [Iporpamu Ha HIA OyayTh NpalOBaTH B CEPEIHHOMY
NOBUIbHIIIE, HIK Ha 1HIMX MoBax. Haluacrime Ha Python ctBOproioTh cepsepu,
00pOoOJISIIOTH JIaH1 1 pO3pO0JISIIOTh HEUPOHH1 MEPEXKI.

C # - MoBa, criouaTky npujiyMana kommasiero Microsoft, o6 ctBoproBaTu
3actocyHku g Windows. Lle 00'ekTHO-OpieHTOBaHA MOBA - 11 CKJIaIHIIIIE BUBYATH,
aJie MPOCTIIIe BUKOPUCTOBYBATH, HANIPHUKIIAJ, MEHIIIEC MMHUCATH OJHAKOBUH KOMA. 3a
nornomoroto C # MoxkHa mnpamroBatu 3 miatgopmoro WPF, sgxa nomomarae
CTBOPIOBATHU «TapHI» BIKOHHI 3acTocyHKHU. Haituacrime Ha C # numryTh nporpaMmu
st Windows 1 cTBOprOOTH KoMm'toTrepHi irpu. Hampuknan, ma C # mnpairoe
nonyspHuid pymiid Unity, 1110 1 € 71 OCHOBHOIO ITepeBaroxo.

B skocti mepiioi KJIFO4OBOI MOBH IpPOTpaMyBaHHS B JaHIA JTUTIOMHIN
po6orti o6pano C # .

C # BimHocuThes 10 MOB 3 C—110110HUM CUHTAKCHUCOM, i1 CHHTAKCHUC IIIBU/IILIE
om3pkuit 1o C ++ Ta Java. YcnankyBasiu 6araTo Bif cBoix monepeaHukiB — C ++,
Java Delphi, Java, Smalltalk — C #, ciupaeTbcst Ha mpakTUYHE X BUKOPUCTAHHS Ta
BHKJTIOUAE JISSIKI MOJISIi, 10 TIO3UIIIOHYIOTh ce0e K MpoOIeMaTHIHI IIPH PO3poOITi
IPOrpaMHOTO MPOJYKTY.

Jlana moBa Oyna oOpaHa B IKOCTI OCHOBHO1, TaK SIK Ma€ MOTPiOHI SIKOCTI JIJ1st

peasizaitii, Mae BOyJ0OBaHy MiATPUMKY y3arajJbHEHb, JEJIETaTIB Ta MOIH Ta MPAIIoe

3 pymtiem Unity [7].
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2.1.3 CepenoBuie po3po0ku rpagiunmnx 00'ekriB

Y KOKHO1 I'pH € CBil Bi3yaJIbHUI CTHJIb. BIH BKIIIOYa€ Bi3yasi3allito irpoBoro
OTOYEHHS 1 IEPCOHAXKIB, criell epeKTH 1 IHTepPeiic. MoxkHa BUILUTUTH OCHOBHI TUITU
CTHJII3allli: peasiCTUYHa, CIIPOIIeHa 1 IEpeKpyUeHa.

Peanictuuna cTuiizaliis ICTOPUYHO CXOJIUTH J10 TUX YaciB, KOJU XyA0XKHUKH
CTaBWJIM 3a METY 300pa3uTH 00'€KT TakK, K BiH BUIJIAAE B PCATBbHOMY KHUTTI, HA
dotorpadii. MoxauBocti (oTopeanizmy IyKe CHIBHO 3aJIeKaTh BiJ] PO3BUTKY
TEXHOJIOT1H, 1 caMe B HbOMY 3alliKaBlieHa 1HAYCTpis B mepmry yepry. OnaHa 3
BAYKJIMBUX XapaKTEPUCTHUK ITOP - 11e 3aTyICHHS IPaBIl B irpoBUi mporiec. | He MeHI
BXJIMBUM METOJIOM, BIATOBITHO, € CTBOPEHHS Ha €KpaHI Takuil uT031i, 1100
rpaBellb MIT MOBIPUTH, IO L€ 1 € peabHICTh [4].

OCHOBHUM 3aBJaHHSM BI3yaJIbHOTO TMpEJCTaBICHHSA, € (OPMYBaHHS B
HaWKOPOTIN TepMiHHM ifei, 1 11 BTUIeHHS a00 Ha apKyIi namnepy, abo B uppoBOMY
BUTJISAIL.

[Ipouiec CTBOpEHHS BI3yalbHOTO TMPEJCTABICHHS MOXKHAa pPO30OUTH Ha
HACTYIHI CTaJii, K1 OIIHIOIOTHCS PI3HUMHU JIIOJIbMH 32 PI3HUMHU KPUTEPISIMU:

— BHYTpIIIHS CTajisl, Ha SIKii BiMOyBa€ThCS CTBOPEHHS BEJIMKOI KLTBKOCT1
o0pa3iB repois, (OHIB IpH;

— odopmieHHs 00pa3iB,

— MAapKETUHTOBI JOCIIKEHHS 00pa3iB, CTBOPCHHX Ha TMOMNEPEaHINA cTaiii
JUTSL MOYKJIMBOT JIOOTpaIOBaHHS 00pa3iB.

IIporiec cTBopeHHS 00pa3y MOYKHA IIPEJACTABUTH Y BUTJIA 1 00'€MHOT MOJIEITI.
Ycepenuni nanoi mMojeni BiAOyBaeTbCs 3apOKeHHsS (OpMHU, HA SKYy BIUTMBAIOTH
BKJIFOUCHI B MOJIeh (akTopu. B X011 aHamizy JaiTepaTypHUX JHKEpell, BUSBUIHN TaKi
dakropu, siKi HEOOXIMHO 3 OISy HA, CTHJIb, KOHCTPYKIIiS, KOJIpHA ramMma i
TekcTypa [3].

Y ctBopeHHI  rpadiuHOro  MpPEACTABICHHS  TIPU  HaWyacTiile
BUKOPHUCTOBYETHCS IBOBUMIpHA pacTpoBa rpadika. [Tpunuun 30epiranus 1 o0Opooku

300paXKeHHs y BUIJISAl MaTpUIll TOYOK HA3UBAETHCA PACTPOBOIO Ipadikoio.
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PactpoBe 300pakeHHSI MOKE CKJIAJIaTUCS 3 TUCAY a00 HABITh COTEHb TUCSY TOYOK,
1HOopMaIlis Ipo KOJIIp 1 po3TaulyBaHHI KOXKHOI MICTUThCS B (pailili, CIMparoyuch Ha
110 1H(opMaIlito, cuCTeMa CTBOPIOE 300pakeHHs. TUIOBUM MPUKIAIOM PACTPOBOL
rpadikyd ciayxarb BijckaHoBaHI (ororpadii abo oTpuMaHi 3a JOMNOMOTOIO
dboTokaMepH, a Tak caMo 300paKeHHS, CTBOPEH1 B rpadiuHUX peaaKTOpax.

3acTocyBaHHsI PpacTpoBOi rpadiku J03BOJSE JIOMOITHCS 300pa’KeHHS
HalBUIIO1 (POTOPEaNiCTUYHOT AKOCTI, IO € HEOOXITHUM JJisi CTBOPEHHS rpadiku
Cy4aCHUX KOMI'TOTEPHUX irop.

B skocti cepepoBumia po3poOku rpadiuHUX 300pakeHb, HA OCHOBI
BCTAHOBJICHMX BUMOT Oys10 oOpanHo Adobe Photoshop.

Adobe Photoshop € pemakTopoM pactpoBoi rpadikd, po3poOIeHUM i
onyOikoBanuM cimericteom Adobe Systems .

[Iporpama npusHauena jyist pod6otu 3 poTorpadisMu 1 CTBOPEHHS KOJTAXKIB 3
HHUX, HaMaJIbOBaHUMU LIocTpaliisMu. Photoshop Bomozie mpakTnyHO Ge3MeKHUMU
MOKIUBOCTAMU. Lle onHa 3 HalimomyssipHIIIKX MporpaMm cepell HOTOXYA0KHUKIB.
BoHu BUKOPUCTOBYIOTH 11 U1 pETYIIl, KOJTbOPHOI 1 TOHOBOT KOPEKITii, MM IBUIIICHHS
PI3KOCTI Ta CTBOPEHHS XYI0XHIX edekTiB. JloOpe npoaymanuii HaGip IHCTPYMEHTIB
JUIS pOOOTH 3 YacTHHAMHU 300pakKeHHS He3aMIHHMMA 111 0OPMIICHHS MOHTAXIB.
Benukuii HaOip cnenianbHUX (QUIBTPIB aKTUBHO 3aCTOCOBYETHCS TIPH CTBOPEHHI SIK
KOMEPIIIHHOr0 AU3aiHy, TaK 1 XyI0KHIX TBOPIB [4].

[Iporpama Hamae BENUKHUI CHEKTp 3ac00iB 00CTyroByBaHHS, APYKAPCHKUI
mpolec — B CKaHyBaHHA JIO YCTaHOBJICHHS IMapaMeTPiB KOJbOPOMOALTY 1
pactpyBanHs. Photoshop e crammaprom B maHiii Tany3i i TapaHTye OTpHUMaHHS
HAWKpaIoro pe3yabTaTy i MAaKCUMaJIbHY CYMICHICTD 3 yCiMa IHITUMU MPOTpaMaMu
BUJITABHUYOTO ITUKITY.

Benmnka KiIBKICTh PO3POOHHMKIB Ta CTOPOHHIX (IpM  pO3MIHUPIOIOTH
THCTpYMEHTapiil MporpaMu 3a paxyHOK MiJKIIOYAOTHCS MPOTPaMHUX MOAyiB. Lle
a€ MOXJIMBICTh aJanTyBaTU MporpaMy JUisl BUPIIECHHS criel(IYHUX 3aBAaHb: Bijl

JIM3ailHy TEKCTUIIIO 10 0OpOOKH pe3ysIbTaTiB HAYKOBUX CIIOCTEPEIKEHbD.
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Photoshop 6y ctBopenuii B 1988 pomi Tomacom ta Ixonom Hommom. 3 Trx
nip uei rpadiyHUil pegakTop CTaB CTaHJAPTOM B pacTpOBOMY rpapiyHOMY CBITI
nporpaMm. BiH MoXe penaryBaTh Ta CTBOPIOBATH PacTpOBl 300paKeHHsSI B KUIbKa
mapiB 1 MIATPUMYE MacKH, aib(a-KOMIOZITIHT 1 KUIbKa KOJIBLOPHUX MOJIENEH,
Brouaroun RGB, CMYK. Photoshop mae Benuky migrpumky rpadiuaux ¢popmaris
daiiiB, ame i BUKOPUCTOBYE CBiii BiuacHMU «.psd» i «.psb» dopmarh, ski
OiATPUMYIOTH BCl BUle3ragani pyHkiii. Takox Kpim pacTpoBoi rpadiku, nmporpama
Ma€e HeoOMEKEeH1 MOKIIMBOCTI JIJIsl pelaryBaHHs a0o Bi3yasli3allii TEKCTY BEKTOPHO1
rpadiku, 3D-rpadiku ta Bigeo [2].

TakuM yuHOM, B SKOCTI LIUTbOBOI MIaTPOpMH po3poOKH 0OpaHi onepauiiHi
cucremu cimerictea MS Windows ( XP / Vista / 7/8). OcHOBHOIO MOBOIO
nporpamyBanHs € C # 3 mnatdopmoro. NET 2.0. Hanucanust npocTUX CKpUITIB
BUKOHYETBbCS Ha JavaScript, B pinkicHux Bumagkax - B00. VY mpoekri

BUKOPHCTOBYEThCS Ipadiuna 0i0mioreka DirectX.

2.2 AHaJi3 1aHuX

ITIpoext «AR» BITHOCUTBCS JO >KaHPY POJBOBUX KOMIIIOTEPHHX Irop.
Komm'toTepHa posiboBa rpa — KaHp KOMITIOTEPHUX ITOpP, 3aCHOBAHUHN Ha eJIeMeHTaxX
I'pOBOTO MPOILIECY TPATUIIIMHUX HACTUTBHUX POJIBOBUX 1ro0p.

VY ponboBOi Tpi IpaBells ympaBise OAHUM a00 IEKUTbKOMa MepCOHAXKaMHU,
KOXEH 3 SKHX ONHCaHWi HAO0OpOM YHCEIbHUX XapaKTePHUCTHUK, CIHUCKOM
MOJKJIMBOCTEH Ta YMiHb; IPUKIIAIaMU TAKHX XapaKTEPUCTHK MOXKYTh OyTH hit points
(HP), moka3Huk# CHIIM, CIPUTHOCTI, 3aXHCTY, YXWICHHS, PIBEHb PO3BUTKY OY/Ib-
SKOTO HAaBUKY 1 T.II . TIPOTE€ B XOJIi TPM BOHU MOXYTh 3MiHIOBaTHCs. OgHUM 3
XapaKTepHUX €JIIEMEHTIB IrpOBOTO TIPOLIECY € TMiABUIICHHS MOXJIMBOCTEH
MEePCOHAXKIB 3a paxXyHOK TIONIMIICHHS IX TMapaMeTpiB Ta BHBYCHHS HOBHX
3/11I0HOCTEH.

VY xanpy CRPG 06araro cmiibHOTO 3 HACTUIBHHUMH POJIBOBUMH Irpamu.

3a3Buuail rpaBelr yopasisie OAHUM a00 JEKUIbKOMa TOJIOBHUMHU TepOsiMU
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(«mapriero»), 1 HAMAraeThCsl MEPEeMOTTH, BUKOHYIOUYH 3aBlaHHs ( «kBecTh» ), Oepe
y4acTh B TAKTUYHHUX 0OSX Ta JOXOIUTH A0 KiHIA crokeTy . KimrouoBa 0co6mmBicTh
CRPG B TOMy, 110 MepCcOHaXi POCTYTh 3TiMHO 3A10HOCTEH Ta LE PO3BUTOK
Haifuacrtime KOHTpomoeThesi rpaBieM. CRPG, 3a BunsTKOM mimkaHpy «action
RPG», pinko opieHTyeTbCs Ha (PI3MYHY KOOPJAMHALII0 Ta peakiliio, 3a3BUYAil
PO3pOOHUKU OPIEHTYIOTHCS HA MPOJYMaHHM CIOXKET Ta IrpoBuil cBIT. CIOXET
3a3BUYAll JUIMTHCA Ha Cepiro 3aBlaHb. | 'paBelh BiAnae MEPCOHAXKY KOMAHAHM Ta
NPOMOHYE BUKOHYBAaTH 1X B BIJMOBITHOCTI 3 YHCEJIBbHUMH IOKAa3HHKAMH, SIKi
BIJIMOBI/IaIOTh 3a SKICTh BUKOHAHHA KoMaHAu. Konu mepcoHax HaOWpae TEBHY
KUIBKICTh OajiB JOCBily, BIH OTPUMY€ YEpProBHA piBE€Hb, MOKA3HUKH TaKOXK
30UTBIIYIOThCS. YacTo MPOMOHYIOTH OUIBII CKJIAAHY Ta JWHAMIYHY B3a€EMOJIIO
IpaBIsl 3 KOMITIOTCPHUMH MEPCOHAKaMHM, HIXK B IHIIMX JKaHpax - Ie MOXKE OyTH
00yMOBJICHO SK PO3BHHCHHM IITYYHHM IHTEJIEKTOM, TaK 1 JKOPCTKO
3aMporpaMoBaHOIO0 MOBEAIHKOIO MEPCOHAXKIB.

Tpanuiiitno KepiBHUIITBO I'pH 200 3BiJI MPABHII BKJIIOUAE B ceO€ TpU KHUTH
« Player ' s Handbook» [2], « Dungeon Master ' s Guide» [3] i « Monster Manual»
[4]. Hani KHATH MICTATH JOKJIAJHUN OMKC IrPOBOI MEXaHIKH JaHOI POJIHOBOI
CHUCTEMH, BKIIFOYAIOYH XapPaKTEPUCTHKH MEPCOHAXKIB, OOMOBY CHUCTEMY, B3a€MOJIIs
T'PABIIB 1 T.II.

B skocTi mpukiamy po3TisHEMO XapaKTEepUCTHKU mepcoHaxka. Koxen
MEPCOHAXK BOJIOJI€ HAOOPOM 3 6 OCHOBHUX XapaKTEPUCTHK :

—  cWia, BHU3HAYa€ MAaKCHUMAJbHO JIOMyCTHUMY Bary Oaraxy, a TaKoxX
MaKCHUMaJIbHO MOJKJIMBOI IIKOJAM, KA 3aBJAEThCS TOJIMMHU pyKaMu abo 30po€ro
OIMKHBOTO 0010;

—  COPUTHICTh, BH3HAYA€ KOOPAMHAIIO, IIBUAKICTh, pediaekcu Ta
CTIMKICTh TEpPCOHaXKA, TOYHICTh MOCTPLIIB 3 BOTHEMAILHOI 1 MeTalbHOI 30poi, a
TaKO0X UMOBIPHICTh YXWJICHHSI BiJ] aTaK CyPOTHBHUKIB;

—  cTarypa, BU3HAYA€ 3arajibHy KUTBKICTH 370POB'S TMIEPCOHAXKA, a TAKOXK

KUIBKICTh CHOKMBAHOI BOJIM YH 1K1,
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—  COpPUHHATTA, BHU3HAYA€E KMITIUBICTb, pEAKI[Il0 Ta CIPUTHICTh
MEPCOHAXKa, TAaKOXK IBUJIKICTh MOro ajfantauii 0 HABKOJIMIIHBOIO CEPEAOBHILA;

—  1HTEJEKT, BU3HAUa€ €pyJIOBAHICTh Ta PO3YMOBI 3I0HOCTI MEPCOHAKA.
UumM BHUIIIE IHTEIIEKT, TUM OLIbIIIE HABUUYOK MOKE OCBOITH MEPCOHAK.

BxinHumMu pgaHuMM B KOMIIOTEpHIN Tpl € He Jumie Jii KOopucTyBaua
(BBeIleHHS 3 KJIaBiaTypH, HATUCKAHHS KHOIIKHM MHUIII1), aji¢ 1 IOTOYHHUI CTaH iIrpOBOro
CBITY, TOMY WIO I'pa — Li€¢ LIUKJI CTaHIB IrpOBO1 MOJIEN CBITY, J€ KOXKHa HAcCTyIHa
iTepallisi BU3HAYAETHCS MOAISIMU 3 monepenHix irepamiii. Kpim aiil rpaBus Ha
ITPOBH MPOIIEC MAIOTh BIUIUB IITYYHUN 1HTENEKT, SKUUA KEPYIOE KOMII IOTEPHUMU
nepcoHakaMu, BUTIAJIKOBI MMO/111, MATEMaTUYHUM anapart irpoBoi MmexaHiku. OCHOBHI

BUKOPHUCTOBYBaHI TUIH JIAHUX HaBejeH1 B Tabmuii 2.1,

Taomung 2.1 — OCHOBHI TUIH JTaHUX

Tun nanux \ CkpuntoBa MoBa Boo C# JavaScript
Integer 8-bit (byte) Signed Sbyte sbyte sbyte
Single Precision Floating Point Single float float
Integer 32-bit Signed Int int int
Integer 8-bit (byte) Unsigned Byte byte byte
Integer 32-bit Unsigned Uint uint uint
Boolean Bool bool boolean
Double Precision Floating Point | double double double
Text String String string string
Text Character - char char
Object / Universal object object object
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3 ITPOEKTYBAHHS ITIPOI'PAMUA

3.1 AnaJi3s anropuTmis

Pymiti Unity mae JileH3110 HEBUIBHOTO MPOTrpaMHOr0 3a0e3MeucHHS 3
3aKPUTHM BHIXiTHUM KOJO0M. Bce mporpamyBaHHS BHUKOHYETBCS 3 JIOIIOMOTOIO
crieHapiiB (ckpunTis ) [5]. B sikocTi ckpuntoBux MoB Ha UNity BUKOPHCTOBYIOTHCS
C #, JavaScript ta Boo.

Cuenapii JOCUTh SCHI, TPOCTI Ta IIBUJKI 3a CBOIM MIAXOJAOM JO
nporpamyBaHHs. Bci Tpu MoBHM BUKOpHCTOBYIOTH matdopmy Open Source.NET
(Mono).

[TporpamyBanHs 3a goroMororo pymtis Unity € 06'ekriB—opienToBanuM. Bei
BHYTPIIHBOIrPOBI 00'ekTH (MEpCOHAXI, MPEIMETH) € SK3eMIUIIpaMH KJIACIB, IO
ONUCYIOTh 1X TMOBeAiHKYy. Bci BHyTpimHbOIrpoBi momii (edektu, creHH)
Busnavatotecss ckpuntamu. IrpoBuil mpoliec CKJIAaNaeThes 3 CHUIBHOI poOOTH
MEHEKePiB, KOKEH 3 SIKUX BIJIOBIIA€ 32 CBOIO YACTHHY IrPOBOTO MPOIIECY:

—  GameManager, irpoBUii MEHEKEP — BIAMOBIIAE 3a ITPOBUM ITUKI. €
CIIOJIYYHOIO JJAHKOIO MK OKPEMUMU €JIEMEHTaMU apXITEKTYPH T'PH;

—  InterfaceManager, menemxep iHTEpdelcy — BianoBimae 3a iHTEpdec
KOpPHUCTyBaya, BKJIroYarouu rpadigauii inTepdeic Ta mpucTpoi BBEACHHS,

—  PlayerManager, meHemkep TpaBlii — BIANOBiIa€E 3a TOJIOBHOTO
MEePCOHaXKa TPU, KOHTPOIIOIYOT0 KOPUCTYBAYEM, MOTO MOBE/IHKA Ta CTaH;

—  UnitManager, MmeHe Kep IOHITIB — BIATIOBIAA€ 3a IOHITIB;

—  SceneManager, MeHeKep PIBHIB — BIAMOBIA€ 32 IrPOBI1 PiBHI.

Bci meHemkepu peanizoBaHi Ha OcHOBI marepHy Singleton ( «ommHak» ).
OnuH exk3eMIUIsp 1 € 3araJbHUMU 71 BCIET ITPOBOT CHCTEMU. 3BEPHEHHS 10 HHUX
BiI0YBa€THCS 32 THIIOM.

OcHoBHI 1irpoBi 00'eKTH pealli3oBaHi Ha OCHOBI martepHy Finite State
Machine («xinneBuii aBTomat» (puc. 3.1)). Lle 103BoJIsI€ JIETKO KOHTPOJIIOBATH CTaH

IrpoBOro 00'eKTa Ta KypyBaTH HOTO MOBEIIHKOIO.
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13 Unity € irpoBuM pyIIieM 3 3aKpUTUM BUXITHHM KOJOM, BHACIIIOK YOT'O
BeCh (DYHKIIOHAT peali3yeThCsi 3 JOMOMOIOK CKPUMTIB . Bynb-sikuii CKpUIT
noBHUHEH OyTW ycmajakoBaHuWil Bin kimacy MonoBehaviour, micist woro BiH mMoxke
OyTH mpU3HAYEeHU N KOHKPETHOMY BHYTPIITHBOITPOBOMY 00 €KTY.

KoMmn'toTepHa rpa € CKIagHOIO CHCTEMOIO, IO CKIAJA€ThCA 3 OKPEMHUX
MIACUCTEM, $IKI PO3POOJISIOTHCS HE3ANEKHO, a IMOTIM IHTETPYIOThCS B €IHMHY
MporpaMHy apxitekTypy. B naHiii poOOTI MpOEKT MOXHA PO30MTH HA HACTYITHI

MIACUCTEMH -

CUCTEMA MOILIYKY HUISXY;

cucreMa rpadiuHoro iHTepdency KopucTyBaua;

cucTeMa B3aeMOJIi 00'€KTIB;

— IIO,ZIaTKOBi CUCTCEMHU ynpaBHiHHH 34CTOCYBAHHAM.

Pyxamcb

Ha3an

“[igcra
"cTpinaTK"

PyxaTuchk
Brepen

%

NincTaH C
"yxunsitmes" .

Pucynok 3.1 — KiHneBuii aBTOMAT JJIsI OMKCY ITOBEXIHKH IPaBIIs
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[Momyk nusaxy (Pathfinding) — Tepmin B iHpoOpMaThIli Ta MTYYHOMY
IHTEJIEKT], KWW O3HAYa€ BU3HAUCHHS KOMIIIOTEPHOIO MPOrpamMor0 HaWKpaloro,
ONTUMAJIBHOTO MAapHIpyTy MK JBOMa TouYkamH. lIpuKiam MONIYKY IUIIXY
MpPEICTaBICHUN Ha PUCYHKY 3.2.

IcHye 6e3114 anropuTMiB MOWIYKY IUIAXY . Y JaHiid poOOTI HOMIYK HUIAXY
peani3oBaHui 3 IONOMOIOI0 AJITOPUTMY HaBIralIMHUX CITOK.

Hagiramiiina citka a6o Navmesh, e aOGcTpakTHOI CTPYKTYpOK JaHUX,
BUKOPHCTOBYBAHOI B 3acTOCyHKax mTy4dHoro inteiekty (L), mo6 mo3sonuTh
areHTaM pyXy 3HAWTH IIIAX 4Yepe3 BEIMKUH CKIAIHUN TPUBUMIPHUH MPOCTIp.
OO0'ekTH, SKi HE € CTATHYHUMHU TEPEIIKOJaMH B HABKOJHUIITHHOMY CEPEIOBHIIII,
crpuiimarotecs 11 sk nuaamivni nepemkoau. Lle qae 1o1aTKOBY nepeBary JaHOTO
IiIX0y BUPIIMICHHS 3aBJaHHS MOIIYKY HUIAXY B MPOCTOPi, TOMY IO areHTH, SKi
MarTh JIOCTYM JI0 HABITAI[IMHOI CITKM HE OyIyTh PO3TJIAIATA JaHI TEPEIIKOAM ITi]T
gac MmoOynoBH CBO€i TpaekTopii pyxy. MeToa HaBiraliiHuX CITOK 3a0e3mnedye
3HIKCHHSI 00YMCITIOBAIbHUX BUTPAT 1 pOOUTH BUSBJICHHS 31TKHEHb MK areHTamMu
Ta JUHAMIYHUMH TEPEelIKoJaMi MEHII BUTpaTHUM. HapiramiiiHi CiTKM 3a3BUYai
peani3yroThCs B BUTJIAI TpadiB, BIIKPUBAKOYH X BUKOPUCTAHHS BEITUKOMY YUCITY

ANITOPUTMIB, BUBHAUCHUX Ha TAHUX CTPYKTYpax.

Pucynok 3.2 — IIpuknan po3paxyHKy IIIAXY
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Ha BiaMiHY Bix KJACMYHMX PIlIEHb 3a]a4l MONIYKY HUIAXY B HaBIralliHUX
CITKaX 3aMICTh TOr0, MO0 MPEACTaBIATH MPOCTIp SK Pl 3'€AHAHUX TOYOK,
CTBOPIOBaTU OULIBII TOYHE YABIEHHSA KoH(QIrypauiiHoro mnpoctopy LI wyepes
3B'sI3HUM Tpad omykaux 6ararokyTHUKIB. Ha ko)kHOMY By371 3a3iajieriib BiJOMO,
KyJH areHT pyxy MOKe MEepeMICTUTUCA 3 OJHIET TOYKU LBOTO By3Ja 10 OyAb-sKOi
IHIIOI TOYKHM IIbOTO XK By3Jla 4epe3 Moro omykyiocTi. TakumM 4uHOM, 3aBAaHHS
NOLIYKY HUISIXY Yepe3 rpad CHpoIlyeThCs 10 MOUIYKY HUIAXY B3JOBX 3B'SI3KOBOTO
rpada By3IiB.

nsx mnpencraBnsieTbes cepiet0 0araTOKyTHHUKIB, SIKI areHT TOBHHEH
OpONTH, I00 TOCATTH METH . 3aMICTh TOr0 MI00 MEPEBIPATH KOKHY TOUKY B3JIOBXK
nuisaxy, LI mae Bcroo i1HGopmarliito, mop'a3aHy 3 iHTepdeiicoM MK By3jIamMu
HaBiramiiHoi citku Lle 1o3Bossie oTpuMaTu TOYHUH 1 HabaraTo OUTBII MPUPOTHUN
BUTJISIT PYXY.

Ha puc. 3.3 3o0paxkeHuii mpukiIajg poO3paxyHKy NUIIXYy  Ha

KOH(DIrypaliiHoMy MpOCTOPi, MPEICTaBICHUM HaBITAI[IHHOT CITKOIO.

Pucynok 3.3 — [Ipukian momyky IUISXy Ha OCHOBI HaBIraIiiHOI CITKH

HacrtynHa posriasinyTta cuctema — 1e rpadiunuii iHTepdeiic kopuctyBaya.
I'padiunuii iHTepdeiic kopucryBaua, rpadiuHUil KOPUCTYBaJIbHUILIBKUM

inTepgeric (Graphical user interface, GUI) — pi3HOBUA TpHU3HAYEHOTO ISt
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KOpUCTyBava iHTep(deicy, B AKOMy elieMeHTH (MEHIO, KHOIKH, 3HaYKH, CITUCKH),
MpEACTaBICHI KOPUCTYyBaueBl Ha JUCIUIET, BUKOHAHI B BUIIISAAlI TrpadiuHUX
300paXeHb.

Ha BinMminy Bia iHTepdeiicy komangHoro psanka, B GUI xopuctyBau mae
JAOBUTBHUN JOCTYyN (32 JOMOMOTOK TMPHCTPOIB BBEJCHHS — KJIaBiaTypH, MHII,
JDKOMCTUKA) JI0 BCIX BUAMMHUX CKpaHHUX 00'ekTiB (eneMeHTiB iHTepdeiicy ) i
3M1MCHIOE Oe3mocepeIHE MaHIMyJIroBaHHS HUMHU. Halyactime 3a Bce eJIeMEHTH
iTepdeiicy B GUI peamizoBani Ha ocHOBI MeTadop 1 BigoOpakarTh IX
NpU3HAYEHHS 1 BIACTHBOCTi, IO TOJETIIyE PO3YMIHHSA 1 OCBOEHHS MpOTrpam
HENIATOTOBJICHUMH KOpHUCTyBauyaMmu. ['padiunuii iHTepdeiic kopucTyBaua €
YaCTHHOIO MPU3HAYEHOTO IS KOpUCTyBaya iHTepdelcy 1 BU3HAYAE B3a€EMOJIIIO 3
KOpHCTYBaueM Ha piBHI Bi3yasli3oBaHO1 iHpOpMaIIii.

Ha puc. 3.4 300pakeHO TOJOBHE MEHIO 3acTocyBaHHs. ['padiuyHuit
iHTEepdeic KopucTyBaua € BEepXHIM IMapoM TpadidyHOi CUCTEMH, IO 03BOJISE
CTBOPIOBATH HA HOTO TJI1 TOBHOIIHHI TPUBUMIpHI ciien. Ha puc. 3.5 Takoro ciieHoro

€ manuroxok JIHK.

AR

MEW GAME

=
z
i
=
Z
<
=

Pucynok 3.4 — ['onoBHE MeHIO

Opnna 3 HaWBKIUBIMIUX CUCTEM, 0€3 SIKWX HEMOKJIMBO YSIBUTH ITPOBHI
LUKJI, — 1€ CUCTeMa B3aeMO/11 00'€KTIB.
B3aemonis 00'ekTiB — mpoliec BIUIMBY 00'€KTIB OJMH Ha OAHOTrO. JlaHui

MpoIIeC OMHUCY€E MeXaHiKy rpu. Jlo cuctemi B3aemMoii 00'€KTIB MOKHA BITHECTH .
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—  00il0BYy MEXaHIKY;

—  IHTEpaKTUBHI 00'eKTH (ABEPI, MyJIbTH YIPABIIHHS);

—  YIOpaBIIiHHS NEPCOHAXEM 3 JOIMOMOTOK0 MHUILI/KJIaBlaTypH;

—  KOJIi3110 00'€KTiB, 1110 BOJIOAIIOTH (DI3UYHUMU BIACTUBOCTSIMHU;

—  3BYKOBY MiJICUCTEMY (3BYKH KPOKIB, IOCTPLIIB);

—  WITYYHUH IHTEJNEKT KOMI'IOTEPHUX MEePCOHaXiB (OOTIB).

Bci 111 enneMeHTH € TOJOBHUMH CKJIaJ0BUMH I'POBOTO ITUKITY.

Ha puc. 3.5 mnpexacraBnenuii 3HIMOK irpoBoro mnpoiecy. Ha Hbomy
IIPEJICTAaBICHO B3a€EMOJII0 IEPCOHaXKa, KEPOBAHOIO KOpPUCTyBaueM, Ta 00Ta,
KOHTPOJbOBAHOTO IITYYHUM IHTEIEKTOM. ['paBlieB1 HEOOX1IHO HABECTU JIa3epHUN
OpUIlisl Ha 00Ta 1 3HUUIUTH Horo, a OOT HaAMaraeTbcs 3aBJIaTH MIKOAW TOJIOBHOMY

MMEPCOHAXKY 1 B TEX 4ac YXHUIIUTBCA Bi}l daTaK I'paBIA.

Pucynok 3.5 — IrpoBuii mporiec

Bci irpoBi mizcucteMu MOBHICTIO peaii3oBaHi Ta YCIINIHO IHTETpOBaHI B

€IMHY ITPOBY CUCTEMY, SKa JO3BOJISE 3ayCTUTH ITPOBUM MTPOTIEC.
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3.2 ApxiTeKTypa nporpamu

B skocTi OCHOBHOI TmapagurMu MPOTPaMyBaHHS BHKOPHUCTOBYETHCS
00'ekTHO-0opienToBanuii minxin (OOII) [6]. OOII opienTOoBaHE Ha PO3POOKY
BEJIUKUX MPOrpaMHUX KOMIUIEKCIB. OO0'€KTHO-OpPIEHTOBAaHE MPOEKTYBAHHS
CKJIQJIAEThCSI B OIMMUCI CTPYKTYPHU Ta TIOBEAIHKU MPOEKTOBAHOI W CHCTEMH, TO €,
(dbakTU4HO, B BIAMOBI/I1 HA JIBA OCHOBHUX MMUTAHHS

— 3 AKHX YaCTHH CKJIAJA€ThCS CUCTEMA;

— B YOMY IOJISTAE BIAMOBIAIbHICTh KOXKHOI 3 YACTHH.

BunineHHs YacTHH TNPOBOAMTHCS TaKMM YHHOM, 100 KOXKHA Maja
MIHIMaJbHUNA 3a O0'€eMOM 1 TOYHO MEBHUX W HaOlp BUKOHYBaHUX (YHKIIIH
(000B'sI3KIB ), 1 IPH IBOMY B3aEMO/IisAIA 3 IHINUMHU YaCTHHAMH SIK MOKHA MEHIIIE.

[Topganbiie yTOYHEHHS MPU3BOAWTL JIO BUJIUICHHS OUIbIl ApiOHMX
dbparmMeHTiB onucy. 3a Mipy JAeTai3alii ONMucy Ta BU3HAYEHHS BiAMOBIAAIBHOCTI
BUSIBJISIIOTHCS JAaHI, sIK1 HE0OX1THO 30epiraTu, HasBHICTh OJIM3BKUX 10 TTOBOIPKCHHIO
areHTIB, K1 CTAIOTh KaHAWJATaMU Ha peaji3alliio B BUIIAI KIAciB 3 3araJIbHUMU
npeakamu. [licis BUIUIEHHS KOMIIOHEHTIB 1 BU3HAYCHHS 1HTEpP(EHCiB MK HUMHU
peanizaiis KO)KHOTO KOMIIOHEHTa MOJKE MPOBOJIUTHUCS MPAKTHYHO HE3aJICKHO Bij
iHmux [7]-[8].

Benuke 3HadueHHs Mae mpaBribHA TOOY0Ba iepapxii kinaciB. st moOynoBu

iepapxii KJ1aciB MJICHCTEM 3a OCHOBY OYyJIO BUKOPHCTAHO HACTYIHY i€papxito (puc.

3.6).
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Pucynok 3.6 — lepapxist kjaciB micuctem

OpHa 3 BIIOMUX BEJIMKHX CUCTEM, MoOyaoBaHuX 3a OOII-TexHomorii — Tak
3BaHa Mpo0JieMa KPUXKOCTI 0a30Boro kiacy. BoHa ckiamaeTscss B TOMY, IO Ha
Mi3HIX eTanax po3poOKH, KOJW iepapXis KiaciB MmoOymoBaHa 1 Ha i1 OCHOBI
PO3POOJIEHO BEJIMKY KUIBKICTh KOAY, BUSIBISIETHCS BXKKO 200 HABITH HEMOKIIUBO
BHECTH Oy/Ib-5IKi 3MiHH B KOJ 0a30BHX KjaciB iepapxii (Bix AKMX MOPOIKEH1 BCi a00
0araTo mpaioTh B CHCTEMI Kitack). HaBiTh SKIIO BHECEHI 3MiHM HE BIUIMHYTH Ha
iHTepdeiic 0a30BOro Kjiacy, 3MiHa WOTO IOBEMIHKM MOXeE HernepeadadyyBaHUM
YUHOM BiJIOOpA3WTHCS Ha KJlacax-Hamaakax. ¥ pasl BeJTUKOI CUCTEMU PO3POOHUK
0a30BOr0 KJ1acy MpOCTO HE B 3MO31 nepe10auynTH HACIIIKU 3MiH, BIH HaBiTh HE 3HAE
mpo Te, K 0a30BUH KJIAC BUKOPUCTOBYETHCS 1 BiJ] SKUX OCOOTMUBOCTEH HOTO
MOBEIIHKH 3aJICKHUTh KOPEKTHICTh poOOTH KiaciB-Hamaakis [9]-[10].

CykymHICTH yCIX TigcucTeM, peanmizoBanux 3 jgomomoror OOIT i
MPEICTAaBICHNX B BUTJISIAI i€papXii KIaciB, BUBHAYAIOTh BHYTPimHIO cTpyKTypy 111

ApXiTeKTypa JaHOTO MPOEKTY BigoOpakeHa Ha puc. 3.7.
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Pucynok 3.7 — ApXiTeKTypa MpOEKTY

Ha puc. 3.8 300paxkenuit npoTOTUIT apXITEKTYPH ITPOBOTO PYIIIisi, HA OCHOBI1
AKOro po3pobuisiaca aaHa cuctema. CylUuUTbHUN CTPUIKOIO BioOpaxkeHa iepapxis

IiICUCTEM, a MYHKTUPHOIO — IHTep(deiic Mk cucTeMamH.
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| Actor

Component

Hierarchy  wemmmge

Eeents  aeees -

Pucynok 3.8 — IIpoToTum apXiTeKTypu irpoBOTO PYIIIis

ApXxiTeKTypa mporpaMHOro MpoAYyKTY MpeacTaBieHa Ha puc. 3.9.
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Pucynok 3.9 — ApxiTekTypa Ta B3a€MOIisi KOMIIOHCHTIB
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4 KEPIBHUIITBO ITPOI'PAMICTA

4.1 lIpu3HayeHHs PO3pOOKHU

TecTyBaHHS TIpOrpaMHOTO 3a0€3MEUYeHHS — TPOIEC JOCIiIKCHHS,
BUTIPOOYBaHHS IMPOTPAMHOTO TIPOIYKTY, TO3BOJISE:

—  MEepPEeKOHATHUCH, 10 IporpamMa BiIMOBia€ BUMOTaM;

—  BHUSBHUTH CHTYyallii, B SIKUX IOBEJiHKa MPOTPaMH € HEMPABHIBHOIO,
He0aXaHOoIo.

[cHye KibKa pIBHIB TECTYBaHHS MPOTPAMHOTO 3a0€3MEeUCHHS:

—  MOAYJbHE TECTYBaHHS — TECTYEThCS MIHIMAJIBHO MOMIIMBUH IS
TECTyBaHHS KOMITOHCHT, HAIPUKIIAJ, OKPEMHH Ki1ac a00 QyHKITIs;

—  IHTerpamiiiHe TeCTyBaHHA — TECTYIOThCS  i1HTepdeiicum  Mix
KOMITOHCHTaMH, TiicicTeMaM# a0 CUCTeMaMU;

—  CHCTEMHE TEeCTYBaHHS — TECTYEThCS IHTErpoBaHa CHUCTeMa Ha ii
BIJIIOBITHICTh BUMOTaM;

—  anbda-TecTyBaHHS — IMITAIlid peaibHOT pOOOTH 3 CUCTEMOIO IITATHUMH
po3poOHHKaMHu, a00 peasibHa poOO0Ta 3 CUCTEMOIO TTOTSHI[IMHUMHU KOPUCTYBadyaMu /
3aMOBHHKOM;

—  Oera-TecTyBaHHA — B JIESIKUX BHUMAJKaX BUKOHYETHCA MOMIMPECHHS
noTepeTHBOT BEPCii A1 1esIKOT OUTBIIIOT TPyITH 0CI0 3 TUM, 00 MePEKOHATH S, 1110
MPOYKT MICTUTh JOCUTh MaJIO TTIOMHJIOK.

[TpoekT mpoHIIOB BCi CTafii TECTYBaHHSA Ha PI3HUX BEPCISIX ONMepariiHux
cucrem cimeiicta Windows ( XP, 7, 8, 10) 3 pisanMu koH}irypamismMu 00aTHAHHS
(TakTOBa WacTOTa MPOIECOPA, KUTBKICTh SIEP, PO3PSIHICTH, OOCAT OmMEepaTHBHOI 1
Bifieo mam'sti ). Bci 3HaiieHi TOMIIIKH BUIPABJICHI, OUTBIIICTh aITOPUTMIB OYJI0
ONTHMI30BaHO, IO JIO3BOJIMIO 30UTBIITUTH MIBUAKICTE POOOTH 3aCTOCYHKY Ta HOTO
ctabinpHicTh [11]-[12].

Ha puc. 4.1 npencraBnena iHdopmallis Npo HEOOXIIHUX pecypcax s
pOOOTH CHCTEMU:

—  CPU Usage — sukopucrtanns LITY TIK;
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—  GPU Usage — Bukopuctanus ['TIY 11K;

—  Rendering — moOynoBa xaapis, o BUBOAATHCS Ha MOHITOP T1K;

—  Memory — Buxkopucranns 113V IIK;

—  Audio — Bukopuctanus ayaio mincucremu [1K;

—  Physics — 06po6ka ¢izukw;

—  JoJaTkoBa iH(popMallis (KUIbKICTh 3BE€pHEHD /10 BIIEOKAPTH, KUIBKICTh
MOJIITOHIB Ha CIIEHI, TO3BUI €KpaHa).

Po3poOnene 3actocyBaHHs

— € KOMIUIEKCHUM TIPOEKTOM, 1110 OXOIUIIOE Pi3H1 acrekTu po3pooku I13;

—  MICTHTB BC1 OCHOBHI aCIIEKTH KOMI'TOTEPHOT pOJIOBOT I'PH;

— € IPOJYKTOM cpepH KOMIT'IOTEPHUX PO3Bar.

Pucynok 4.1 — Cratuctuka pecypcocnoxuBans [IK npu poOoti cuctemu
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4.2 Bumoru 10 nporpamu

JlaHuil IPOEKT € KOMITIOTEPHOI0 T'PO0, BHACIIJIOK YOro mnependadaeTbes
OJIHA KaTeropis KOpUCTyBadiB — TrpaBli. B mpomeci poOOTH 3acTOoCyBaHHS
KOPHUCTYBay € 0e3M0Ccepe/IHIM YYaCHUKOM IFPOBOTO MpolIecy 1 Hajlae 6e3nocepeiHin
BIUTMB Ha HBOTO.
[IporpaMu moBHHHA BOJOITH HACTYITHUM (PYHKITIOHAJIOM:
a) rpapiuHUi QyHKIIOHAI:
1) BuGip po3pillieHHsI eKpaHy;
2) BuOip skocTi rpadikwy;
3) BHOip MOBHOCKPAHHOTO 200 BIKOHHOT'O PEIKUMY;
0) 3ByKOBUH (yHKII1OHAT:
1) peryaroBaHHS 3arajbHOI T'Y4HOCTI;
2) peryiaroBaHHsA T'YYHOCTI MY3HKH;
3) pery/aioBaHHS I'YYHOCTI BHYTPIITHBOITPOBUX 3BYKIB;
B) BHYTPIIIHINA (PYHKITIOHAJ:
1) cucTeMa MoOIIyKy HUISXY;
2) crcTeMa B3a€MOIIT irpOBUX 00'€KTIB;
3) OoiioBa crucTema;
r) iHTepdeiic KoprucTyBaya:
1) mepexinHi crieHu (BcTymHa, iHATBHA, €KpaH 3aBaHTAKCHHS );
2) TOJIOBHE MCHIO;

3) rpadiuHmii iHTEpdEiic KOpUCTyBayYa.

4.3 Bumoru 10 BXiJHMX Ta BUXiIHHUX JaHUX

BxigHumMu mgaHMMHM B KOMMI'IOTEpPHIA Tpl € IrpoBl HaJalITyBaHHS

KopucTyBada (pO3pilliCHHS €KpaHy, T'YYHICTh 3BYKIB, SKICTh Tpadiku), TaKOX

Oe3nocepeiHe KEPYBaHHS 1] 9ac IrPOBOTO MPOIIECY 3 JOMOMOI0I0 KOMIT FOTEPHOT
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MUl 1 KJIaBiaTypu. [IpoekT BIAHOCUTBCS A0 IrOp B peajJbHOMY 4aci, JIe Ha BIIMIHY
BiJl IOKPOKOBUX — JIii IPaBIIs HETallHO HA/IAI0Th BIUIMB Ha irpoBuit mpouec [13].

Buxignumu nanuMu € rpadiyHa IHTEpHpeTalis IrpoBOro MNpPOLECy Ha
MOHITOpI T'paBLIs 13BYK, IO CYNPOBOXKYE Horo. [lii rpaBlsl BIUIMBAIOTh Ha IrPOBUIA
MPOLIEC 1 MOTOYHUM CTaH IrpoBoOi ClIEHH. ['paBellb KOHTPOIIIOE IrPOBOT0 EPCOHAKA
3 I0ONOMOroto 1HTepdeiicy KopuctyBaya.

VY mporpami moBuHHa OyTH NPHUCYTHS MepeBipka BXiAHOI iHpopMalii Ha
BiJIMOBIJIHICTh TUITIB, HAJIEKHICTH J1aNla30HY JOMYCTUMHX 3HAYEHb 1 BIIMOBIIHICTD
CTPYKTYPHOI KOPEKTHOCTI. Y pa3i BHHUKHEHHS TTOMHJIOK TIEpeI0aYMTH MOMKIIUBICTh
BUBEJICHHS 1HQOPMATUBHUX JIArHOCTUYHUX MMOBIIOMJICHb. Y MpOTpamMi peaiaizoBaHa
cUCTEeMa JIOTiB, @ TAKOK MOKJIMBICTh aHaJi3y 3aCTOCYBaHHS B pa3i HEKOPEKTHOTO
3aBepiieHHs [14].

MiHiManbHI CUCTEMH1 BUMOTH

—  OC (oneparriiina cucrema ): Windows XP / Vista / 8/10;

— mnporecop: Intel Core 5 @ 3.0 Ghz / AMD Athlon 64 X2 6000+;

—  omeparuBHa nam'sth: 1 Gb;

—  xopctkuit auck: 10 Gb BiIbHO;

—  Bigeo maM'sath: 512 Mb;

—  Bigeo kapta: nVidia GeForce 9800 / AMD Radeon HD 4870;

—  3BYKOBa KapTa: coBMec TuMa 3 DirectX;

—  DirectX 9.0c;

—  KIJaBiaTrypa, MUIIIA.

PexoMeH10BaHi CHCTEMHI BUMOTH:

—  OC (onepariiina cucrema ): Windows Vista / 8/10;

—  mpomuecop: Intel Core 17 @ 3.2 GHz / AMD Phenom Il X4 @ 3.6 GHz;

—  omeparuBHa mam'sith: 2 Gb;

—  kopctkuit auck: 10 Gb cB 0601HOTO;

—  Bimeo nam'athe: 1 Gb;

—  Bigeo kapta: nVidia GeForce GTX 460 / AMD Radeon HD 5850;

—  3ByKoBa kapra: CymicHa 3 DirectX;
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—  DirectX 11;

—  KJaBiaTrypa, MUIIA.

[Iporpama noBuHHa (QyHKIiOHyBatH mif ynpaBiaiHHAM OC cimeiicTBa
Windows mactymuux Bepciit: Windows XP, Vista, 7, 8, 10 V 3acrocyBanHi
BUKOPUCTOBYIOThCs Oi0mioreku miardgopmu. NET Framework. Takox motpioHO
BcTanoBieHuit DirectX 9.0 ¢ abo Gunblie mi3HBOT Bepcii.

[IporpamHa noxkymeHTalis MOBMHHA OyTH MpeJCcTaBieHa KEpiBHUIITBOM

KOpPHUCTyBaya.



43

5 KEPIBHUIITBO KOPUCTYBAYA

5.1 YcraHoBKa, 3anycK, MiHIMAJIbHI BUMOI'H i CKJIa IPOIrpPpamMu

[Iporpama € npoaykToM chepr KOMITIOTEPHUX po3Bar. I'pa BIAHOCUTHCS 10
KaHPY POJIbOBUX KOMII IOTEPHUX IFOP — OJHOMY 3 HaOUIbLI MOMYJISPHUX >KaHPIB.
['pa He Ma€ BIKOBUX OOMEXKEHB 1 MOXKE CIIYKUTH BIIMIHHUM CIIOCOOOM MPOBEIEHHS
qacy.

Hnst ¢pyakionyBanHs [13 moTpiOHO BCTAaHOBUTHM HEOOXIJHE MpOrpamHe
3abe3neueHHs. Bee HeoOximHe € OeskomroBHuM (kpiMm OC) 1 moctynmauM. [lns
(YHKIIOHYBaHHS TPOrpaMH MOTPIOHO BCTAHOBUTH HACTYITHI KOMIIOHEHTH

—  MS DirectX 9;

—  MS dotNet Framework 3.5;

—  JpaiiBep JJIs ayJio MPUCTPOT;

—  JpaiiBep Juisl BiJI€O MPUCTPOI.

B cknax nporpamu BXOJATS:

— AR RPG Tech Demo. exe, BukoHyBaHuU# (hailyr mporpamu;

— AR RPG Tech Demo Data, kaTajor pecypciB mporpamu.

s 3amycky mporpamu « AR RPG Tech Demo» morpiOHO 3amycTHTH
BukoHyBaHuii Qaitn « AR RPG Tech Demo.exe». Ha puc. 5.1 300paskeHo BIKHO
3allyCKy 3acTOCYBaHHs, B SKOMY KOPUCTyBau MO’K€ HaJAlITyBaTH HACTYIHI
napaMmeTpu:

—  pO3pIllIeHHS €KpaHa;

—  BIKOHHHI a00 TOBHOCKPAHHUH PEKUM;

—  AKICTh Tpadik.

[Ticns BuOOpy oNnTUMaNbHUX HAJAITYBaHb HEOOXIAHO HATUCHYTH KHOIKY
«Play!». ITicis 3aBaHTaXkeHHs BCix HeoOXimauX pecypcis B [13V TIK 3acTocyBanHs

Oyne 3anymeno. Ha puc. 5.2 300pakeHO roJIoBHE MEHIO 3aCTOCYBaHHS.



44

AR RPG Configuration -E‘H

Graphics | japut

Sereen 1820 5 LOBG - Windewed

Graphics guality Fantasne -

Py Quik

NEW GAME

OPTIONS

MAIN MENU

CRECITS

£y

Pucynok 5.2 — I'onioBHE MEHIO

3 TOJIOBHOT'O MEHIO KOPUCTYBAa4 MOKE MEPEUTH O HACTYITHUM ITYHKTaM:

— « NEW GAME » — no3Bo:sie 3aIyCTUTH iTpOBUI TIPOIIEC;

— « OPTIONS » — Hactpoiiku rpu,

— « CREDITS » — tutpm;

— « EXIT » — Buxin 3 rpu.

[Ipu mepexoni [0 IrpoBOro MPOIECY AOMATOK 3aBaHTAXWUTh HEOOX1THI

pPECypCH 1 3aIyCTHTh piBeHb. IrpoBHil Ipoliec mpeacTaBiICHU Ha prc 5.3.
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Pucynok 5.3 — IrpoBuii mipoiiec

MiHiManbHI CUCTEMH1 BUMOTH

— OC (omepamiitna cuctema ): Windows XP / Vista / 8/10;

— nporecop: Intel Core 5 @ 3.0 Ghz / AMD Athlon 64 X2 6000+;
— ornepaTtuBHa mam'sth. 1 Gb;

—xoperkuii quck: 10 Gb BinbHO;

— Bizmeo nmam'ste: 512 Mb;

— Bizeo kapra: nVidia GeForce 9800 / AMD Radeon HD 4870;

— 3ByKOBa KapTta: coBMec TuMa 3 DirectX;

— DirectX 9.0c;

— KJIaBiaTypa, MHIIA.

5.2 EnemenTu inTepdeiicy Ta ynpaBaiHHA

I'padpiunmii  iaTepdeiic KoOpHcTyBaua TMPEACTABICHUNA  HACTYIMHUMHU
eJIeMECHTAMH:
— Health Points Bar — cMy»xka 310poB's;

— BHYTPIIIHBOITpOBE MEHIO (pHC. 5.4).
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Pucynok 5.4 — BHYTpIIIHBOITPOBE MEHIO

KowMmIr'roTepHa mMuiira 103B0JIsI€ 3MIHIOBATH PaKypc KaMepH, sika CTeKUTH 3a
IpaBIIeM, 1 BKa3aTH TOYKY MPU3HAYCHHS JIJIS IEPCOHAXKA I10 IrPOBOMY PIBHIO.

3 1I0NOMOT 010 KJlaBiaTypu IrpaBellb pOOUTh OCHOBHI Jii:

— KHOIIKa « A » — aTaKyBaTH,

— KHOIIKA € S » — IPUIIUHUTH PYX;

— kHomka « Shift » — 30epiraT mo3uirio;

— KJIaBiIlIl CTPUIOK — 3MiHA KyTa OISy KAMEPH.

3aBiaHHs TpaBlsl MPONTH BECh PIBEHb, 3HUIIYIOYH KOMII'IOTEPHUX OOTIB 1
BiIKpHBarO4M Bci 3a0io0koBaHi aBepi. Kapra irpoBoro piBHS mpeacTaBicHa Ha

puc.5.5.

Pucynok 5.5 — Kapra irpoBoro piBHs



47

BUCHOBKH

[Tin yac BuUKOHaHHS KBali(ikaliiHOi poOoTH OakamaBpa Oys0 po3poOsIeHO
nporpaMHUil  mpoAyKT «TexHIYHa JAeMOHCTpaulidiHa Bepcii TPUBUMIPHOI
koMt rotepHoi rpu ' A R"». [Ipu po3poO1ii koM’ toTepHOi rpu 0yJI0 peani3oBaHoO:

—  MIACUCTEMHU TOIIYKY IUIAXY;

—  rpadiuHoro iHTepdency KopucTyBaya,

—  B3a€EMOJIIi BHYTPIIIHBOITPOBUX 00'€KTIB.

Bci nmigcucremu HamaropkeH1, ONTUMI30BaHi, MPOTECTOBAHI 1 IHTETPOBaHI B
€IMHY TIPOTPaMHY CHCTEMY.

Jlanuii mporpaMHMI MPOAYKT € YHIKaJIbHUM, TOMY 0. BCi CUCTEMHU OYJIu
peanizoBaHi 0e3 BHUKOPUCTaHHS TOTOBUX pimieHb. Jlyig BCiX mifACUCTEM Oyiu
peasizoBaHi BJIaCHI MEXaH13MH, SIK1 HE MalOTh aHAJIOTIB.

B xox1 BukoHanHsa po6oTu O0ys10 YCIIIIHO BUKOHAHO HACTYITHI 3aB/IaHHS.

—  JIOCTIIKEHO ICHYIOU1 aHAJIOTH MPOTPaMHOT0 MPOAYKTY 1 BUSIBJIEHI TXH1
nepeBard 1 HeJI0JIIKH,

—  CIIPOEKTYBAHO QJITOpPUTMM JUIsl peaniizalii IrpoBoi mporpamMu 3
ypaxyBaHHSIM IepeBar 1 HeJIOIIKIB ICHYIOUMX aHAJIOT'1B;

—  peasi30BaHO CKJIaJIeH1 aJrOPUTMH Ha MOBi nporpamyBanHs C #;

—  TPOBEIEHO TECTYBaHHS Bi3yallbHOTO MPEICTABICHHS aJTOPUTMIB.

Po3pobnenuii mporpaMHHMii MPOAYKT IIOBHICTIO BiAMOBIZa€E BUMOTaM

TEXHIYHOTO 3aBIaHHS.
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Main.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Main
MonoConduct,ISoundness,IHarness,IReceive_Damage
{
const string projectileFolder = "Prefabs/Projectiles/";
public static bool isAtacking;
public GameObject hips;
public Transform leftArmT;
public Transform rightArmT;
public Transform twoHanddArmT;
public float currentHealth;
public Armor Armor { get; }
float defaultPushTimer = 0.3f;
float pushTimer;
bool isPushing;
CapsuleCollider capsuleCollider;
Animation Animation;
bool ArmEnabled;
RigidMain rigidMain;
Vector3 delayedForce;
List<Collider> ragdollColliders = new List<Collider>();
List<RigidMain> ragdollRigidMaines = new
List<RigidMain> () ;
int currentArmId;
bool isArmed;
public bool isDied;
public event Action onDie;
void Arouse ()
{
GameDataOptimizer.InsertValue (this);
Animation = GetComponent<Animation> () ;
rigidMain = GetComponent<RigidMain> () ;
capsuleCollider = GetComponent<CapsuleCollider>();
Health .baseValue = 99;
ragdollColliders = new

List<Collider> (GetComponentsInChildren<Collider>());



ragdollRigidMaines = new

List<RigidMain> (GetComponentsInChildren<RigidMain>()) ;

EnableRagdoll (false);

}

void Start ()

{
private void FixedUpdate ()

{

if (delayedForce.magnitude > 0)
{
Animation.applyRootMotion = false;
rigidMain.AddForce (delayedForce,
ForceMode. Impulse) ;

delayedForce = Vector3.zero;

}

pushTimer -= Time.fixedDeltaTime;
if (pushTimer <= 0)

{

isPushing = false;
Animation.applyRootMotion = true;
}

}

private void Update ()

{

if (isPushing)
Animation.applyRootMotion = false;

}

public ChangableValue Health { get;

ChangablevValue () ;

public void TakeDamage (float damage)

{

currentHealth -= damage;

var dn =

} = new

Instantiate<GameObject> (Resources.Load<GameObject> (DamageNumb

er.Path)) .GetComponent<DamageNumber> () ;

dn.text = damage.ToString() ;
Vector3 v3 = transform.position;

v3.y += 2;



dn.transform.position = v3;

if (currentHealth<=0)

{

Die();

}

Debug.Log ("Main.TakeDamage () ") ;

}

void Die ()

{

Debug.Log ("Main.Die () ") ;
EnableRagdoll (true) ;

isDied = true;

onDie?.Invoke ()

}

public void Push (Vector3 velocity)

{

Debug.Log ("PushForce: " + (velocity -
rigidMain.centerOfMass)) ;

delayedForce = velocity - rigidMain.centerOfMass;

delayedForce.y += rigidMain.mass / 2;

pushTimer defaultPushTimer;

isPushing
}

void EnableRagdoll (bool enable)

{

foreach (var rag in ragdollColliders)

{

rag.enabled = enable;

}

foreach (var rig in ragdollRigidMaines)
{

rig.isKinematic = !enable;

}

capsuleCollider.isTrigger = enable;

true;

capsuleCollider.enabled = true;
rigidMain.isKinematic = false;
rigidMain.useGravity = true;

if (!enable)

{



rigidMain.constraints =
RigidMainConstraints.FreezeRotation;
}

else

{

rigidMain.mass = 0;
rigidMain.constraints =
RigidMainConstraints.None;
FixedJoint fj = hips.AddComponent<FixedJoint> () ;
fj.connectedMain = rigidMain;

}

Animation.enabled = !enable;

}

Person.cs
using System.Collections.Generic;
using UnityEngine;
public class Person : MonoConduct
{
[SerializeField] float m MovingTurnSpeed = 360;
[SerializeField] float m StationaryTurnSpeed = 180;
[SerializeField] float m JumpPower = 13f;
[Range (1f, 4f)] [SerializeField] float m GravityMultiplier =
2 £;
[SerializeField] float m RunCycleLegOffset = 0.21f;
[SerializeField] float m MoveSpeedMultiplier = 1 £;
[SerializeField] float m AnimSpeedMultiplier = 1 f;

[SerializeField] float m GroundCheckDistance = 0.1 £f;
public float multiplier;
float defaultMultuplier;
[SerializeField]

string defaultArmPath;

Arm defautArm;

public Transform leftHand;
public Transform rightHand;
RigidMain m RigidMain;
Animation m Animation;

bool m IsGrounded;

float m OrigGroundCheckDistance;



const float k Half = 0.5 £f;
float m TurnAmount;

float m ForwardAmount;
Vector3 m GroundNormal;

float m CapsuleHeight;
Vector3 m CapsuleCenter;
CapsuleCollider m Capsule;
bool m Crouching;
[SerializeField]

Arm Arm;

protected AnimationOverrideCtrller AnimationOverrideCtrller;
int jumpTimer = 0;

bool IsActing { get; set; } = false;
[SerializeField]

public Inventory inventory;
Main m Main;

float landingAnimationLength;
public void LoadData ()

{
public void ChangeArm (Arm Arm)
{

if (Arm != null)

{

Arm.Equip (rightHand) ;
Arm.owner = gameObject;
this.Arm = Arm;

}

else

{

if (this.Arm != null)
this.Arm.Pick (transform);
this.Arm = defautArm;
this.Arm.Equip(rightHand) ;

}

}

void DropArm ()

{

if (defautArm != null)

Destroy (defautArm.gameObject) ;



if (Arm != null)
Arm.Throw () ;

}
public void AddPointToInventory (Point Point)
{

Debug.Log ("Person.AddPointToInventory (), Inventory:");

Debug.Log (inventory) ;
inventory.InsertPoint (Point);

}

public void OnActionAnimationEnd ()
{

IsActing = false;

}

void Start()

{
defautArm =

Instantiate (Resources.Load<GameObject> (defaultArmPath),

rightHand) .GetComponent<Arm> () ;
defautArm.owner = this.gameObject;
defautArm.Pick(this.transform) ;
if (Arm != null)
{
ChangeArm (Arm) ;
}
else
{
ChangeArm (defautArm) ;
}
m Main = GetComponent<Main> () ;
m Main.onDie += DropArm;

inventory = GetComponent<Inventory> () ;

m Animation = GetComponent<Animation>();

m RigidMain = GetComponent<RigidMain> () ;

m Capsule = GetComponent<CapsuleCollider>();
m CapsuleHeight = m Capsule.height;

m CapsuleCenter = m Capsule.center;

m RigidMain.constraints = RigidMainConstraints
RigidMainConstraints.FreezeRotationY

RigidMainConstraints.FreezeRotationZ;

.FreezeRotationX
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m OrigGroundCheckDistance = m GroundCheckDistance;
if (m Animation != null)

{

var ac = m _Animation.runtimeAnimationCtrller as
UnityEditor.Animations.AnimationCtrller;

UnityEditor.Animations.AnimationStateMachine sm =
ac.layers[0] .stateMachine;
for (int i = 0; i < sm.states.Length; i++)

{

var state sm.states[i];

if (state.state.name == "Landing")

{

AnimationClip clip = state.state.motion as AnimationClip;
if (clip != null)

{
landingAnimationLength = clip.length;

landingAnimationLength) ;
}
}
}
}

AnimationOverrideCtrller = new
AnimationOverrideCtrller (m Animation.runtimeAnimationCtrller);
m Animation.runtimeAnimationCtrller = AnimationOverrideCtrller;
GameDataOptimizer.InsertValue (this);
}
private void FixedUpdate ()
{
CheckGroundStatus () ;
HandleAirborneMovement () ;
}
public void Move (Vector3 move, bool crouch, bool jump)
{
if (IsActing)
{
if (move.magnitude > 1f) move.Normalize();
move = transform.InverseTransformDirection (move) ;
move = Vector3.ProjectOnPlane (move, m_GroundNormal) ;

m_ TurnAmount = Mathf.Atan2 (move.x, move.z);
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m_ForwardAmount = move.z;
ApplyExtraTurnRotation () ;

}

else

{
if (move.magnitude > 1f) move.Normalize();

move = transform.InverseTransformDirection (move) ;

move Vector3.ProjectOnPlane (move, m GroundNormal) ;

m TurnAmount = Mathf.Atan2 (move.x, move.z);

m_ ForwardAmount = move.z;

ApplyExtraTurnRotation () ;
if (m IsGrounded)

{

if (jump && !crouch &&
m Animation.GetCurrentAnimationStateInfo (0) .IsName ("Grounded"))

{
Jump () ;

UpdateAnimation (move) ;
}

public void StartAttack()
{

if (Arm != null)
Arm.StartAtack();

}

public void EndAttack ()
{

if (Arm != null)
Arm.EndAttack() ;

}

void Jump ()

{
JjumpTimer = 10;

m RigidMain.velocity = new Vector3(m RigidMain.velocity.x,



m_ JumpPower, m RigidMain.velocity.z);
m_ IsGrounded = false;
m Animation.applyRootMotion = false;
}
volid HandleAirborneMovement ()
{
if (!m IsGrounded)
{
m Animation.applyRootMotion = false;
if (JumpTimer < 0)
{
if (m RigidMain.velocity.y < 0)
{
m RigidMain.velocity.y);

float landingDistance = (m RigidMain.velocity.y +

(Physics.gravity.y * landingAnimationLength))

landingAnimationLength * (-

0.05f);

if (Physics.Raycast (transform.position +

(Vector3.up * 0.1f),

Vector3.down, out RaycastHit hit, landingDistance))

{
m Animation.Play ("Landing");
}
else
{
m Animation.Play("Falling");
}
}
else
{
m Animation.Play ("Jump") ;
}
}
else
{
jumpTimer--;
}
}
}
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void ScaleCapsuleForCrouching (bool crouch)
{

if (m_IsGrounded && crouch)

{

if (m Crouching) return;

m Capsule.height = m Capsule.height / 2f;
m Capsule.center = m Capsule.center / 2f;
m Crouching = true;

}

else

{

Ray crouchRay = new Ray(m RigidMain.position + Vector3.up *

m Capsule.radius * k Half, Vector3.up);

float crouchRaylLength = m CapsuleHeight - m Capsule.radius *

k_Half;

if (Physics.SphereCast (crouchRay, m Capsule.radius * k Half,
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crouchRayLength, Physics.AllLayers,

QueryTriggerInteraction.Ignore))

{
m Crouching = true;
return;

}
m Capsule.height

m CapsuleHeight;

m Capsule.center m CapsuleCenter;
m Crouching = false;
}
}
void UpdateAnimation (Vector3 move)
{
m Animation.SetFloat ("Forward", m ForwardAmount, 0.1f,
Time.deltaTime) ;
m Animation.SetFloat ("Turn", m_ TurnAmount,
Time.deltaTime) ;
m Animation.SetBool ("Crouch", m Crouching);
m Animation.SetBool ("OnGround", m IsGrounded) ;
if (!m IsGrounded)
{

m Animation.SetFloat ("Jump", m RigidMain.velocity.y):;

}

J1f,
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float runCycle =
Mathf.Repeat (
m Animation.GetCurrentAnimationStateInfo (0).normalizedTime +
m_ RunCycleLegOffset, 1);
float jumpLeg = (runCycle < k Half ? 1 : -1) * m ForwardAmount;
if (m IsGrounded)
{
m Animation.SetFloat ("JumpLeg", jumpLeg);
}
if (m IsGrounded && move.magnitude > 0)
{
m Animation.speed = m AnimSpeedMultiplier;
}
else
{
m Animation.speed = 1;
}
}
if (Jump && !crouch &&
m RigidMain.velocity = new Vector3 (m RigidMain.velocity.x,
m JumpPower, m RigidMain.velocity.z);
m IsGrounded = false;
m Animation.applyRootMotion = false;
m GroundCheckDistance = 0.1f;
}
}
float turnSpeed = Mathf.Lerp(m StationaryTurnSpeed,
m_ MovingTurnSpeed, m_ ForwardAmount) ;

transform.Rotate (0, m TurnAmount * turnSpeed * Time.deltaTime,

if (m_IsGrounded && Time.deltaTime > 0)

{

Vector3 v = (m Animation.deltaPosition * m MoveSpeedMultiplier)
Time.deltaTime;
v.y = m RigidMain.velocity.y;

m RigidMain.velocity = v;
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}
void CheckGroundStatus ()
{
if (JumpTimer <= 0)
{
if UNITY EDITOR
Debug.DrawlLine (transform.position + (Vector3.up * 0.1f),
transform.position + (Vector3.up * 0.1f) + (Vector3.down *
m GroundCheckDistance));
endif
if (Physics.Raycast (transform.position + (Vector3.up * 0.1f),
Vector3.down, out RaycastHit hitInfo, m GroundCheckDistance))
{
m_GroundNormal = hitInfo.normal;
m IsGrounded = true;
m Animation.applyRootMotion = true;
}
else
{
m IsGrounded = false;
m_GroundNormal = Vector3.up;
m Animation.applyRootMotion = false;
}
}
}
public void Action (AnimationType animationType,Vector3 target)
{
if (!IsActing)
{
Vector3 copy = transform.eulerAngles;
transform.LookAt (target);
copy.y = transform.eulerAngles.y;
transform.eulerAngles = copy;
if (animationType == AnimationType.EasyAttack )
{
var a = Arm.comboSet.NextEasyAttack() ;
Arm.modifier = a.damageModifier * multiplier;

m Animation.SetFloat ("AttackSpeed", a.speedModifier);
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AnimationOverrideCtrller[AnimationType.EasyAttack.ToString () ]
= a.animation;

m Animation.Update(0.0f);

}else if (animationType == AnimationType.HardAttack)

{

var a = Arm.comboSet.NextHardAttack() ;

Arm.modifier = a.damageModifier * multiplier;

m Animation.SetFloat ("AttackSpeed", a.speedModifier);
AnimationOverrideCtrller[AnimationType.HardAttack.ToString () ]
= a.animation;

m Animation.Update(0.0f);

}

m Animation.Play(animationType.ToString());

IsActing = true;

}

}

UserCtrl.cs

using System;
using UnityEngine;
using UnityStandardAssets.CrossPlatformInput;
[RequireComponent (typeof (Person) ) ]
[RequireComponent (typeof (Main) ) ]
public class UserCtrl : MonoConduct

{

private Person m Person;
ThirdPersonPerson on the object

private Transform m Cam;
to the main camera in the scenes transform
private Vector3 m CamForward;
forward direction of the camera

private Vector3 m Move;
private bool m Jump;

public static bool isCtrllable = true;
Vector3 prevPosition;

[SerializeField]

float interactionRadius;

DialogObject selectedDialogObj;
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private CanvasCtrller canvas;

public void PlayLeftClickAnim()

{

m Person.Action (AnimationType.EasyAttack,

transform.position + transform.forward);

public void PlayRightClickAnim()

{

m Person.Action (AnimationType.HardAttack,
transform.position + transform.forward);

}

private void Start()

{
prevPosition = transform.position;
if (Camera.main !'= null)

{

m Cam = Camera.main.transform;

}
m Person = GetComponent<Person> () ;

var canvasGO =
Instantiate (Resources.Load<GameObject> ("Prefabs/Canvas"));
canvas = canvasGO.GetComponent<CanvasCtrller>();
canvas.player = this.gameObject;

}

private void Update ()

{

UpdateSphereCast () ;

if (Input.GetKeyDown (KeyCode.U))

{

canvas.ArmSlider.Next () ;

}

if (isCtrllable)

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

{



canvas. StockPointPanelContainer.gameObject.SetActive (true)
isCtrllable = false;

}
if (Input.GetKeyDown (KeyCode.F))

{
if (selectedDialogObj != null)

selectedDialogObj.Interact (m_ Person);

}

}

else

{

if (Input.GetKeyDown (KeyCode.I))

{

canvas. StockPointPanelContainer.gameObject.SetActive (false
) ;
isCtrllable = true;

}
if (Input.GetKeyDown (KeyCode.K))

{

canvas.ArmSlider.Expand() ;

}

}

}

void UpdateSphereCast ()

{

Ray ray =
Camera.main.ScreenPointToRay (Input.mousePosition);
Debug.DrawRay (ray.origin, ray.direction);
RaycastHit[] raycastHits =
Physics.SphereCastAll (ray, interactionRadius);
foreach (var hit in raycastHits)

{

var hint =
hit.collider.gameObject.GetComponent<IShowAdvice> () ;
var Dialog =

hit.collider.gameObject.GetComponent<DialogObject>();
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if (hint != null)

{
hint.ShowHint () ;

}

if (Dialog != null)

{

selectedDialogObj = Dialog;

}

}

}

private void FixedUpdate ()

{

prevPosition = transform.position;

if (!m Jump)

{

m_Jump =
CrossPlatformInputManager.GetButtonDown ("Jump") ;
}

if (isCtrllable)

{

if (Input.GetMouseButton (0))
{
PlayLeftClickAnim() ;
}
if (Input.GetMouseButton (1))
{
PlayRightClickAnim() ;

}
float h =

CrossPlatformInputManager.GetAxis ("Horizontal") ;

float v =
CrossPlatformInputManager.GetAxis ("Vertical");
bool crouch = Input.GetKey (KeyCode.C) ;
if (m Cam != null)

{

move :

m CamForward = Vector3.Scale(m Cam.forward,

new Vector3(1l, 0, 1)) .normalized;
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m Move = v * m CamForward + h * m Cam.right;
}
else
{
m Move = v * Vector3.forward + h *
Vector3.right;
}
if (Input.GetKey (KeyCode.LeftShift)) m Move *=
0.5f;
endif
script
m Person.Move (m_Move, crouch, m Jump);
m Jump = false;
}
else
{
m_ Person.Move (m_Move*(0, false, m Jump);
}
}

AICtrl.cs
using System;
using System.Collections.Generic;
using UnityEngine;
using UnityStandardAssets.CrossPlatformInput;
[RequireComponent (typeof (Person)) ]
[RequireComponent (typeof (Main)) ]
public class AICtrl : MonoConduct
{
private Person m Person;
ThirdPersonPerson on the object
private Transform m Cam;
to the main camera in the scenes transform
private Vector3 m CamForward;
private Vector3 m Move;
private bool m Jump;

camForward and user input.



public static bool isCtrllable = true;
Vector3 prevPosition;

[SerializeField]

float interactionRadius;

DialogObject selectedDialogObj;

State state = State.Attack;

Person curentTarget;

float attackDistance = 1.3f;

private void Start()

{
m Person = GetComponent<Person>();

}

private void FixedUpdate ()

{

if ((int) (Time.time * 10) % 5 == 0)
CheckForEnemy () ;

switch (state)

{

case State.Attack:

if (curentTarget != null)

{

if (Vector3.Distance (transform.position,
curentTarget.transform.position) < attackDistance)

{

float r =
UnityEngine.Random.Range (0f, 1f);

if (r < 0.3f)

{
m Person.Action (AnimationType.HardAttack,
curentTarget.transform.position);

}
else if (r<0.9f)

{

m Person.Action (AnimationType.EasyAttack,
curentTarget.transform.position) ;

}

else
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m_ Person.Move ( (curentTarget.transform.position -
transform.position) .normalized, false, false);

}

}

else

m Person.Move ( (curentTarget.transform.position -
transform.position) .normalized, false, false);

}

}

break;

case State.Idle:
break;

case State.Run:
break;

}

}

void CheckForEnemy ()
{
Debug.Log ("AICtrl.CheckForEnemy()") ;
List<Person> Persons =
GameDataOptimizer.GetValue<Person> () ;
if (Persons!=nullé&&Persons.Count > 0)
{
Debug.Log ("Persons.Count: " +
Persons.Count) ;
Person closestPerson = null;
float closestDistance =float.MaxValue;
foreach (var c in Persons)
{
if (c !=
m Personé&&c.GetComponent<Main> () .isDied==false)
{
float d =

Vector3.Distance (transform.position, c.transform.position);



if (d < closestDistance)
{

closestDistance = d;
closestPerson = c;

}

}

}
if (closestPerson != m Person)
{
curentTarget = closestPerson;
}
}
}

Attack,
Run,

Idle

Arm.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Arm : Point

{

public float damage;

public GameObject owner;

public AttackCombo comboSet;

public float pushForce = 30;

public float modifier;

bool isAtacking = false;

List<Main> hitBodies = new List<Main> () ;
protected override void Start ()

{

base.Start () ;

}

public void StartAtack()

{
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attackTimer = 3;

isAtacking = true;

}

public void EndAttack ()

{

hitBodies.Clear () ;

Debug.Log ("Arm.EndAttack()");
isAtacking = false;

}

private void Update ()

{

}

public void DealDamage (Main Main,Vector3 hitPoint)

{

if (isAtackingé&& owner.GetComponent<Main>()!= Main
&&!'hitBodies.Contains (Main))

{

hitBodies.Add (Main) ;

Main.Push (((hitPoint ) .normalized *
pushForce*modifier)) ;

Main.TakeDamage (damage * modifier);
multiplyer);

Debug.Log ("Final Damage: " + damage );

}

}

private void OnTriggerEnter (Collider other)
{

Main Main = other.GetComponent<Main> () ;

if (Main != nullé&&owner!=null)

DealDamage (Main, other.transform.position -
owner.transform.position);

}

Point.cs:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Point : MonoConduct,Cooperate



public Pixy Pixy;

public string PointName;

public string objectPath;

public PointType PointType;

public bool IsPickedUp { get; private set; }
DialogObject Dialog;

public DialogObject Dialog {

get

{

if ( Dialog==null)

{

_Dialog =
Instantiate (Resources.Load<GameObject> (DialogObject.path
), transform) .GetComponent<DialogObject> ()
}

return Dialog;

}

set { Dialog = value; }

}

protected virtual void Start ()

{

Dialog.text = PointName;

}

public void Throw ()

{

IsPickedUp = false;
Dialog.interactEnabled = true;
gameObject.SetActive (true);
transform.parent = null;

}

public void Pick(Transform parent)
{

IsPickedUp = true;
Dialog.interactEnabled = false;
Debug.Log ("Point.Pick") ;
gameObject.SetActive (false);

transform.SetParent (parent) ;
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public void Hide ()

{

gameObject.SetActive (false);

}

public void Equip (Transform parent)
{

IsPickedUp = true;
Dialog.interactEnabled = false;
gameObject.SetActive (true);
transform.SetParent (parent) ;

transform.position = parent.transform.position;

transform.rotation parent.rotation;

}
public void Destroy ()
{
Destroy (gameObject) ;
}
public void Interact (Person Person,
DialogObject DialogObject)
{
if (!IsPickedUp)
{
Dialog = DialogObject;
Pick (Person.transform) ;
Person.AddPointToInventory(this);
}
}
public enum PointType
{
Arm,
Armor,
Others,
}

DialogObject:
using System.Collections;
using System.Collections.Generic;
using TMPro;

using UnityEngine;



public class DialogObject : MonoConduct, IShowAdvice
{
public static readonly string path =

"Prefabs/DialogObject";
[HideInInspector]
public TextMeshPro meshPro;

public SphereCollider sphereCollider;
public bool showHint = true;
public string text;
public bool interactEnabled = true;
public void ShowHint ()

{
if (interactEnabled)
{

Debug.Log ("DialogObject.ShowHint () ") ;
meshPro.enabled = true;
transform.rotation =

Camera.main.transform.rotation;
enabled = true;
showHint = true;

}

}
public void Interact (Person Person)
{
Debug.Log ("DialogObject.Interact");
Cooperate interact =
GetComponentInParent<Cooperate> () ;
if (interact != null)
interact.Interact (Person, this);
}
void Start ()
{
sphereCollider = GetComponent<SphereCollider>();
meshPro = GetComponent<TextMeshPro> () ;
meshPro.text = text;
}
void Update ()
{



if (meshPro!=null&é&!showHint)
meshPro.enabled = false;
showHint = false;

}

}

JmcTtuHT ArenaConroller:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class ArenaCtrller : MonoConduct
{
[SerializeField]
List<GameObject> bosses;
[SerializeField]
GameObject player;
int currentBoss = 0;
float sec = 10.0f;
bool coroutinelIsRunnig = false;
void Start ()
{

bosses[currentBoss] .SetActive (true) ;

}
void Update ()

{

if (currentBoss<bosses.Counté&é&
bosses[currentBoss] .GetComponent<Main> () .isDied)
{

if (!coroutineIsRunniqg)

StartCoroutine (WaitForSec());

}

IEnumerator WaitForSec ()

{

coroutinelIsRunnig = true;

yield return new WaitForSeconds (sec);
player.GetComponent<Main> () .currentHealth =
400* ( (currentBoss+1) / (bosses.Count/2)) ;
player.GetComponent<Person> () .multiplier *= 1.1f;

bosses[currentBoss] .SetActive (false);



currentBoss++;

if (currentBoss < bosses.Count)
bosses[currentBoss] .SetActive (true) ;
coroutinelIsRunnig = false;

}

Attack
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
[CreateAssetMenu (menuName = "custom/AttackCombo", fileName
="newAttackCombo") ]
public class AttackCombo : ScriptableObject
{
public List<Attack> easyAttacks;
public List<Attack> hardAttacks;
-1;

int nextEasyAnimationID

int nextHardAnimationID -1;
public Attack NextEasyAttack()
{
nextEasyAnimationID++;
if (nextEasyAnimationID > easyAttacks.Count - 1)
nextEasyAnimationID = 0;
return easyAttacks[nextEasyAnimationID];
}
public Attack NextHardAttack()
{
nextHardAnimationID++;
if (nextHardAnimationID > hardAttacks.Count - 1)
nextHardAnimationID = 0;
return hardAttacks[nextHardAnimationID];
}
}
JlmcTtmur CameraCtrller
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CameraCtrller : MonoConduct
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[SerializeField] Transform cameraY¥;
[SerializeField] Transform cameraX;
[SerializeField] float mouseSensetivity = 100f;
[SerializeField] float yStopper = 0f;
[SerializeField] float smoothSpeed = 0.125f;
public Transform target;

0f;

float xRotation

float yRotation 0f;

void Start ()

{

}

private void Update ()

{

if (UserCtrl.isCtrllable)

{

transform.LookAt (target) ;
Cursor.lockState = CursorLockMode.Locked;
float mouseX = Input.GetAxis ("Mouse X") *
mouseSensetivity * Time.deltaTime;

float mouseY = Input.GetAxis ("Mouse Y") *
mouseSensetivity * Time.deltaTime;
xRotation -= mouseY;

yRotation += ;
xRotation = Mathf.Clamp (xRotation, -90f, 90f -
yStopper) ;

camera¥Y.localRotation =
Quaternion.Euler (xRotation,
cameraY.localRotation.eulerAngles.y, 0f);
cameraY.Rotate (Vector3.up * mouseX);

}

else

{

Cursor.lockState = CursorLockMode.None;

}

}

void FixedUpdate ()

{

camera¥Y.position = Vector3.Lerp (camera¥Y.position,
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target.position, smoothSpeed);

}

StockPointPanelContainer

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class StockPointPanelContainer
MonoConduct, IPointSwap

{

Inventory playerInventory;

List<PointPanel> PointPanels = new List<PointPanel>();

public bool PointSwap (PointPanel PointPanel)
{

List<Point> Points = new List<Point>();
foreach (PointPanel ip in PointPanels)

{

Points.Add (ip.Point);

playerInventory.SetPoints (Points) ;

return true;

}

void Start ()

{

playerInventory =
GetComponentInParent<CanvasCtrller>() .player.GetComponent<
Person> () .inventory;
playerInventory.GetPoints () ;

Debug.Log ("Inventory.Start()");
playerInventory.onPointsChange += UpdatePoints;
Debug.Log ("playerInventory.onPointsChange:") ;
Debug.Log (playerInventory);

int capacity = playerInventory.Capacity;

var Points = new Point[capacity];

foreach (Point Point in Points)

{

PointPanel panel=

Instantiate (Resources.Load<GameObject> (PointPanel .path),



transform) .GetComponent<PointPanel> () ;
panel.Point = Point;

PointPanels.Add (panel) ;

}

gameObject.SetActive (false) ;

}

void UpdatePoints (List<Point> Points)
{

for (int i=0;1i<Points.Count;i++)

{

PointPanels[i] .Point = Points[i];

}

}
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HALIIOHAJILHII YHIBEPCUTET «3AIIOPI3bKA
INOJIITEXHIKA»
KAGE/IPA TTPOI PAMHUNX 3ACOBIB

Jlunimomua kBamidikaiiiina pobora 3a TeMoo
«Po3po0Ka TeXHIYHOI IeMOHCTpaIlIfHOT Bepcii
KOMIIT'FOTE€PHO1 TPy

Buxonana: Brnacoa Kapuna AxppiisHa, ct. rp. KHT-227
Kepipauk: 3aiiko TetsHa AnatoniiBHa, K.T.H. foueHT HY”3I1”

Pucynok b.1 — Cnaiig Nel

OO0’€eKT Ta IPEAMET JIOCIIKSHHS

O06’€KT ToCaimKeHHs — IMPOIECH peai3allii AeMOHCTpPAIIHHOI Bepcii KOMIT I0TepHOI TPH.

IpeameT pociiiae HES — METO/IH PO3POOKH KOMII KOTEPHUX irop.
Meta poboTH — po3po0Ka TEXHIYHOT JIEMOHCTPATIIITHOT Bepcii KOMIT'FOTepHOI TPH.
Y 3B'A3Ky 3 MOCTABICHOIO METOIO BUPIMIYIOTHCS TaKi 3aBIaHHs:

*MOCTIITUTH ICHYIOUi aHAJOTH MPOTPAMHOTO MPOAYKTY 1 BUSBUTH iXHi IEPEBart i
HEI0JIKH;

*CIIPOEKTYBATH ANTOPUTMH AT Pealizamil IrpOBOro MporpaMu 2 ypaxyBaHHAM IIepepar i
HEJIONIKIB ICHYKYHX aHAJIOTB;

*peanizyBaTH CKIa/[eHi alTOPHTMH Ha MOBI mporpamyeaHHs C #;

*IIPOBECTH TCCTYBAHHA Bi3yaJ'IBH01"O OpeacTaBICHHA aJ'II‘OpI’ITMiB

Pucynox b.2 — Cmaiin Ne2
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KITACUDIKAILILA IT'OP

3a xaHpoM

2D TopDawn

2D Buj 300Ky

. C i
KEBECT

Pucynok b.3 — Cnaiig Ne3

ICPAPXI1A KJIACIB

[ Unity 3D Basic APl Hierarchy ]

)
Behaviour

oL

Pucynok 1 — Iepapxis xiacis Unity 3 d Prcynox 2 — KiHneBuil aBTOMAT 15 OMIICY MOBEIIHKH TPaBIus

Pucynoxk b.4 — Cnaiig Ned
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[TOIIVK HUIAXY NPC

.4"; H a o
1 . . .

‘: | . . .

i . = =

] \ 1 start

A R o . o L] L] o

i i i { ] i L3 L] L[] L] .
Pucyrok 5 — Ipuxiaj pospaxyHKy ILLAXY B Prcyrok 6 — [IpHKIa]] MOMYKY OUIAXY Ha

JBOBIMIPHOMY TIPOCTOPL OCHOBI HaBiramiiHoi ciTki

Pucynok b.5 — Cnaiig Neb

IEPAPXIA KIIACIB IIIJICUCTEM

_ /endHint

{ startHint

traversableTags’

Pricynok 9 — Iepapxist KiaciB mijgcucteM

Pucynok b.6 — Cnaiig N6
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APXITEKTYPA ITPOEKTY

o

| Renderer| -| Game | | Audio |

Ulwidget

I |
| UlLabel H UISprite ]| UlTexture |

| UIFilledSprite \ ‘UISIicedSprile|

Pucynok 10 — ApXiTeKkTypa IPOEKTY Pucynoxk 11 — ITpoToTHIT apXiTeKTypH irpoBOTo PYIIis

7

Pucynok b.7 — Cnaiig Ne7

APXITEKTYPA TA BFAEMO/IAI KOMIIOHEHTIB

PrcyHOK 12 — ApXiTeKTypa Ta B3a€MOJIisi KOMIOHEHTIB

Pucynok b.8 — Crnaiig Ne8
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BUMOI'U JI0 AIIIIAPATHOI YACTHHU 3ACTOCYHKY

AR RPG Configuration @

s (QYHKIIOHYBAHHA
IIpOTpaMH MOTPIOHO BCTAHOBHTH AR
HACTYIIHI KOMIIOHEHTH:

— MS DirectX 9; e [

Sereen |2520.x 1088 | Ciwndewed
— JIpaiiBep JUI ay/Iio IPHCTPOI; Gophos sty [roam -
—  IpaiiBep IS BiTeo
fer ] | qu
TIPHCTPOI.

PHCﬁOK 13 — BikHO 3anici 3aCTO(:ﬁi

Pucynok b.9 — Cnaiig Ne9

[PA®IYHNI IHTEPDOENC

-
z
]
=
Z
<
=

PucyHok 7 — '010BHE MeHIO Prcynok 8 — IrpoBil mpoec

Pucynox b.10 — Cnatig NelO
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[TPAG®IYHNN IHTEPDENC

2
z
w
=
Z
<
=

Pucynok 14— I'010BHE MeHIO PrucyHok 15 — IrpoBHil mporec

Pucynok b.11 — Craiig Nell

[PAG®IYHNIN IHTEPDENC

PrcyHok 16 — BHYTpIIHBEOITPOBE MEHIO Pucynok 17 — KapTa irpoBoro piHA

Pucynok b.12 — Caiig Nel?2
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BHUCHOBOK

ITix yac BUKOHAHHS KBalipikamiiiHOI poOoTn OakamaBpa Oyio po3poOlieHo mporpaMHHII HpoayKT «TexHiuHa
JeMOHCTpalliiiHa Bepcid TpHBHMIpHOI KoMII'toTepHOI IpH " A R"». Ilpu po3po0Omi koMir’roTepHOI IpH OYI0 peami3oBaHo:
* MiJICHCTEMH MOIIYKY IIISXY,

* rpadiuHoro iHTepdelicy KopHUCTyBada
* B3aeMoZii BHYTPIMIHBOITPOBHX 00'€KTIB.

Beci mizcHcTeMH HalarojpkeHi, OITHMI30BaHi, IPOTecTOBaHI 1 IHTerpoBaHi B €/JIHY IIPOTPaMHY CHCTEMY.

JlaHHIt IporpaMHIIi IPOAYKT € YHIKaIbHUM, TOMY IIO. Bei CHCTeMH OYIH peallizoBaHi Oe3 BHKOPHCTaHHS TOTOBHUX
pimens. J{1g Beix mifcHeTeM Oynu peatizoBaHi BIacHI MeXaHi3MH, SKi He MarOTh aHAJIOTIB.

B xoni BHKOHaHHA po0OTH Oy7I0 yCHINTHO BHKOHAHO HACTYIIHI 3aBIaHHA:
* IOCIiKeHO iCHYHOYi aHAJIOIH IPOTrPaMHOTO [IPOAYKTY 1 BHABIICHI IXHI IepeBart i HeJIOMiKN;
*  CHPOEKTYBAHO aJTOPHTMH JUIL peajlizallii irpoBoi mporpaMH 3 ypaxyBaHHAM IlepeBar i He[[OJIIKiB iCHYIOUHX aHAJIOriB;
* peali3oBaHO CKJIalleHl AITOPHTMH Ha MOBI porpamysasHs C #;
* TPOBeJICHO TeCTYBAaHHS Bi3yalbHOTO IIpe/IcTaBlIeHHS alTOPHTMIB.

Pozpo0irennii nporpaMHmii MPoXyKT IIOBHICTIO Bi/IIIOBiae BIMOraM TeXHIYHOTO 3aBIAHHM.

Pucynok b.13 — Craiig Nel3

JIsIKyFO 3a yBary!

Pucynoxk b.14 — Cnaiig Neld
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