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AHOTAIIIA

B naniit kBamidikariiiHiii po60TI ONMUCYETHCS MPOLIEC PO3POOKHU T'PHU 3 BUIOM
3Bepxy Ha nBuryHi Unity. Po6oTa MicTuTh y c001 Tpu pO3IiIH, SIKi OXOILTIOIOTH Pi3H1
ACIEKTU MPOECKTY.

VY BCTyI NOSCHIOETHCS AKTyaJIbHICTh OOpAaHOi TEMU Ta BKa3yeTbcs MeTa 1
3aBIaHHS pOOOTH.

[Tepuuii po3ain mpeacTaBise co000 OIS MpeaMeTHoi obacTi. BiH MicTUTh
y co0l1 3arajibHy 1H(opMmarlio npo irpu, xxap Top-Down, 1cTOpit0 pO3BUTKY JaHOTO
XKaHPY Ta OCOONMMBOCTI. Po3mismaioThcsi Ta aHAMI3YIOThCS YK€ HasBHI TOIYJSPHI
piieHHss Moai0HOTO abo TaKoOro > CaMoro >KaHpy. AHaJI3yIO4M JaHl pIIICHHS,
CTBOPEHO BJIACHI 3aj1a4i sl pO3pOOKH TPH.

Y npyroMmy po3aini MOKa3aHO po3poOKYy CTPYKTYpH Tpu. Byno po3misiHyTo
3aco0u Ta iXHI MepeBaru Ta TEXHOJIOTII, a came Takl gk irpoBuil ABuryH Unity, MOBY
nporpamyBanss C#, nmporpamumii naket Blender. OnucyeTscs 3aranbHa CTpyKTypa
CUCTEMH, KOMITIOHCHTH SIK1 BXOZSTH B MPOEKT, a TAKOXK MOAYJIi Ta X B3a€MOIis.

Tpetiéi po3ain micTuTh y cobi ommc peaizaiii po3pobnenoi rpu. [Tokazano
eTany TEeCTyBaHHA PI3HUX (QYHKIIN Ta MexaHiK, IHTepdenc KOpUCTyBaya Ta IHIIUX
KOMIIOHEHTIB.

VY BHCHOBKY yClI pe3yabTaTd po3poOKH MiJCYMOBYIOTHCS, IPOBOJUTHLCS OIlIHKA
MOCTABJICHUX 3a/1a4 Ta MOXKJIMBOCTI JIJISl BAOCKOHAJICHHS IIPOEKTY.

VY chnMcKy BUKOPHUCTAHHMX JIKEpEN BKa3aHWW NEpeliK JITepaTypH, IHIIUX
pecypciB un MaTepiaiiB, ski OyJad 3aCTOCOBaHi y IMpoIeci po3poOKH Ta HAITMCAHHS
KBTI PiKaLiifHOT pOOOTH.

KJIFOYOBI CJIOBA: 3-D T'PA, BUJl 3BEPXY, UNITY, PO3POBKA IT'OP,
BLENDER, C#.



ANNOTATION

This qualification paper describes the process of developing a top-down game
using the Unity engine. The work includes three chapters covering different aspects
of the project.

The introduction explains the relevance of the chosen topic and indicates the
purpose and objectives of the work.

The first chapter is an overview of the subject area. It contains general
information about games, the Top-Down genre, the history of this genre, and its
features. It also analyzes the existing popular solutions of a similar or the same genre.
Analyzing these solutions, we create our own tasks for game development.

The second section shows the development of the game structure. The tools
and their advantages and technologies were considered, namely, the Unity game
engine, the C# programming language, and the Blender software package. The
general structure of the system, the components included in the project, as well as the
modules and their interaction are described.

The third chapter describes the implementation of the developed game. It
shows the stages of testing various functions and mechanics, the user interface and
other components.

In the conclusion, all the results of the development are summarized, the tasks
set and the possibilities for improving the project are evaluated.

The list of references contains a list of literature, other resources or materials
that were used in the process of developing and writing the qualification work.

KEYWORDS: 3-D GAME, TOP VIEW, UNITY, GAME DEVELOPMENT,
BLENDER, C#.
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BCTYII

AKTyaJabHicTh TeMu. Po3poOka rpu npo 30upanns komn'torepis Ha Unity Hece
B co0l 3Ha4Hy IIIHHICTh, aJ)KC BOHA HE JIMIIEC pO3Bakae, a W Hapyae. ['paroun,
KOpUCTYBaul 3HAHOMJISATBCA 3 OCHOBHUMHU KOMITFOTEPHUMH KOMILUIEKTYIOUHMH,
CKJIaJIaHHSIM, IO POOUTH ii KOPUCHOIO SIK JIsi HOBAuKIB, TaK 1 JUIsl JIOCBIAYEHHUX
KopucTyBaviB. L{el irpoBHil mporec MoXKe CTaTH 3aXOIUTFOIOYUM CITOCOOOM BHBUYCHHS
KOMIT'FOTEPIB, pOOJISTYN HABYAHHS LIKAaBUM Ta MIPAKTUYHHM.

Mera i 3aBaaHHs gocjigkeHHs. Meroto pobotu € po3pobka 3D rpu 3
BUIJISIIOM 3BepXy Ha 0a3i irpoBoro nsuryHa Unity. Meta nepenbavyana BUKOHAHHS
HACTYITHUX 3aBJaHb:

— aHai3 MpeIMETHOI 00J1aCTi;

- aHaJI13 aHAJOT1YHUX 1TOp JAHOTO KaHPY;

— NPOEKTYBAHHS 3arajbHOi CTPYKTYpH CUCTEMU;

— peasizailis rpu;

- TECTYBaHHS.

O0’ext nociimkenHsi. [Ipomec koM 10TepHOT CUMYIISAILII 3 BUKOPUCTAHHIM
IrPOBUX JIBUTYHIB.

Ipeamer pnocaimxenHsi. Meroau Ta 1HCTpyMEHTH cTBOpeHHs 3D irop 3
BUIJISIZIOM 3BEPXY.

Metonu aociigxeHHs. J{ns JOCSITHEHHS METH JOCHIDKEHHS Ta BUPIIMICHHS
MIOCTABIICHUX 3aB/IaHb y poOOTI 3aCTOCOBYBAIHMCS HACTYIIHI METOIH JIOCIiIKCHHS:

- aHaJis3;

- CUMYJISILIS;

— MO/ICTIOBAHHSI,

— IpOrpaMyBaHHs;

- TCCTyBaHHA.
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IlpakTuyHe 3HA4YeHHS1 OJep:KaHUX pe3yabrariB. Pe3ynsrar 1poro
JOCIIPKEHHS TOJsirae y cTBopeHHi 3D rpu 3 BUIIIAI0M 3BEpPXY, IO JaJI0 MOXKIIUBICTD
CTBOPUTH IHCTPYMEHT JIJIsl OpraHizailii 103BULIS KOPUCTYBaUiB.

Anpofanis  pe3yabrariB  J0CHiIKeHHsl.  AmpoOailisi  pe3yJbTariB
IoCHiDKeHHS. (HamiBkupHuii) ~ Marepianu  kBamidikariiHoi  pobotu  Oynu
npeactasieHi Ha XI MixHapoaHiii HaykoBiii koHbepeHIii «CTyaeHTChKI HayKOBi
TUCKycli mo3a ¢gopmatom», sika BigOynacs 11 kBiTHS 2024 poky B YHIBEpCHUTETI
Kopous Jlanuna.

Crpykrypa. Jlana po6oTa CKJIaIa€ThCs 3 TPHOX OCHOBHUX PO3ALTIB, IEPIIUH 3
AKUX — 1€ OMIAJ MpEeAMETHOI 00JacTi, Apyruii — po3poOKa CTPYKTYypH, TPETid —
pearizaiisi Ta TECTyBaHHS CHUCTEMHU. 3arajibHuii oOcSr OCHOBHOI 4acTuHH — 41

cTopiHOoK. CIMCOK BUKOpUCTaHUX Jkepen — 20.
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PO3/LI 1. OIVISIA MPEAMETHOT OBJIACTI

1.1. Oruisx nmpeamety o0J1acTi

TechBuild — nie inTepakTuBHa 3D Tpa 3 BUAOM 3BepXy, SIka HAaBYaTUME TPABIIIB
BUOOpPY, KOMOIHYBaHHIO Ta ONTHMI3allli KOMIOHEHTIB JUIsl CTBOPEHHs “‘ileayIbHUX’
KOMIT FOTEpIB, BIJMOBIAHO JIO 3a3HAYEHUX 3aMOBJIEHb. Y TENEpINIHIA Yac irpu
TMPUCYTHI B XKUTTi MaiiKe KOKHOI JIIOJMHH. [X BUKOPUCTOBYIOTh SIK I POOOTH TaK i
JUIS. HaBYaHHS, CIUJIKYBaHHS Ta Oararo 4yoro iHmoro. Tomy 3apxau Oyae morpeba B
JIONSIX, SKI PO3YMIIOTh MPUHIIUIIN POOOTH KOMIT FOTEPIB, BOJIOMIIOTh HABUYKAMH IX
30UpaHHs Ta HAJAIITyBaHHS.

S0 BpaxoByBaTH IMOYATKOBY Ta caMy TOJIOBHY METY irop, To 0e3 BaraHb
MOKHA CKa3aTu, 10 irpyd CTBOPIOIOTHCS IS PO3BAr, ajKe ITPU JIal0Th MOXJIMBICTH
PO3CIa0UTUCS, BITBOIIKTUCS Bl TOBCAKICHHUX MPOOIEM 1 OTPUMATH 3a]I0BOJICHHS.

HaBuanHs, Tako)k HEBIJ €MHa YacTWHA HAIIOTO >KUTTSA, B LIbOMY IUIaHI irpu
TaKOXX HE BIJCTAIOTh, ITPU MOXYTh OyTH MOTY>KHUM IHCTPYMEHTOM JJisi HAaBYAHHS.
BoHM MOXyTh BHKOPHCTOBYBATHCS IJIsi BUKJIQJIAHHS Pi3HUX IMPEAMETIB, TaKUX SK
MaTeMaTHKa, iCTOpis, Hayka, a00 PO3BUTOK HABMYOK, TaKHUX SK JIOTIYHE MHCIICHHS,
BUPIIICHHS MMPo0OJieM, KOOpAUHALIISl Ta CTpaTeTiuHe IJIaHyBaHHS a00 HaBITh BUBYCHHS
KOy Ha MEBHII MOB1 IPOrPaMyBaHHS.

TpamumiitHi MeTogu HaBYaHHS OCHOBaM CKJIaJaHHS KOMII IOTEpIB, TaKi SK
JeKUIi, MPaKTU4YHI 3aHATTA Ta YUTAHHS KHUI, MOXYTb OyTH HE €(EKTUBHUMH IS
neskux Joge. OCKITBKH I METOAM MOXKYTh OyTH CKIAQIHUMHU, HYTHUMHU IS
pO3yMiHHS, 800 HEMa MOMJIMBOCTI IPAKTUKYBAaTH HABUYKHU B PEAIbHOMY CEPEIOBHUIIL.

TechBuild moxke 3anponoHyBaTM I1HHOBAIIMHUN Ta 3aXOIUIIOIOYMI CHOCIO
HABYAHHS OCHOBAM CKJIAJaHHS KOMIT IOTEpIB. 3a JOMOMOTOIO IrpPOBOTO MPOIIECY, Ipa

poOUTH HaBYaHHS I[IKABUM Ta JOCTYITHUM JJIS JIIOIEH 3 pI3HUM PIBHEM JOCBIY.
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3acTOCYBaHHS:

- HABYAHHS LIKOJISIPIB Ta CTYACHTIB OCHOBAaM CKJIaJaHHs KOMIT'toTepiB. ['pa
Moke OyTh 1HTerpoBaHa B IIKUIBHY Tporpamy 3 1H(opmaruku abo
BUKOPHCTOBYBATHCS SIK JOAATKOBUH PECYPC JUISI CAMOCTIHOTO HaBYaHHS;

— MiJITOTOBKU KOPHUCTYBadiB, Ki OaKaIOTh CAMOCTIHO HABUMUTHUCS 30UpaTH
komm'torep. TechBuild Moxxe momomMortu iM YHUKHYTH MOMMIIOK 1 3pOOUTH IPOIEC
CKJIaZJaHHSI KOMIT'FOTepa LIKABIIINM;

- MiIBHINCHHS KBamiikaiii CcrmiBpoOITHUKIB CEpBICHUX IICHTPIB Ta
Mara3uHiB KOMI'IOTEPHOI TeXHIKU. ['pa MOke TOMOMOITH iM MOKpAIIUTH CBOT 3HAHHS
Ta HAaBUYKH 30MPaHHS Ta HAJAIITYBaHHS KOMII'IOTEPIB.

Irpy MOXyTh OYyTH YyHOBHM CIIOCOOOM CITUIKYBaHHS 3 JAPY3SIMH, CIM’€I0 Ta
JIONBMH 3 YChOTO CBITY. BOHM MOXYTH JaTH JIFOISIM MOXKJIUBICTH TTO3HAHOMHUTHCS 3
HOBHMHM JIFOAbMH, 3HAWTH CHUIBHI 1HTEPECH Ta CIIBIPAIIOBATH JIS JOCSATHEHHS
CHUIBHOI METH.

Irpy Tako)k MOXYTh BUCTYyHaTh y POJdl Tepamii Mg JOAEd 3 PI3HUMH
npoOiieMaMu, TaKUMH $IK TpuBOra, jaemnpecis, aytusm, PTSD. Irpu MoxyTh
JOTIOMaraty po3ciiadUuTUCS, EMOLIMHO PEryIoBaTUCS, PO3BUBATH COLIIAJIbHI HABUYKH
Ta MOKPAIIUTH KOTHITHBHI (QYHKITII.

JIJist TBOpYUX JIIO/IEH ITPU MOXKYTh BUCTYIIATH Y POJI1 MUCTEITBA. BOHM MOXYTh
BUKOPUCTOBYBATHUCSl JUIsl PO3MOBIJI ICTOPIA, BUPAXKEHHS €MOIINA, 1OCIIKEHHS
CKJIQJITHUX TE€M 1 CTBOPEHHS KPACUBHUX BI3yaJIbHUX 1 3BYKOBUX TEH3aXKI1B.

JIns  AOCHIAHWKIB  TaKoXK 3HAWIEThCS  MicClle, QK€ ITpU  MOXYTh
BUKOPHCTOBYBATUCH JUISI JOCHIDKEHHS PI3HUX TEM, TaKUX SIK TOBEIIHKA JIIONCH,
IITYYHUH 1HTEJIEKT, €KOHOMIKa Ta collanabHl mpobiaeMu. BoHHM MOXYTh JTOMOMOTITH
JOCJIIIHUKaM 3pO3YMITH CKJIaJIHI CUCTEMHU, IPOTECTYBaTH T€OPii Ta 30uparu JaHi.

Sxmo po3misagatu irpu AK Oi3HEC, TO 1 TYyT € UYYJOBI MOXIIMBOCTI JIJIst
NpPOCYBaHHSA TPOAYKTIB 1 TOCIYT, HaBYaHHS CIIBPOOITHHUKIB, IIiJBUILICHHS
MPOYKTUBHOCTI Ta MOKPAIIEHHS 00CIyrOBYBaHHS KJII€HTIB.

[ToTpebu kopuCTyBaUiB y Cy4yacHHUX irpax:
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3axOIUTIOIOUMKA Ta JUHAMIYHUN IrpoBUi mporec: ['paBii xodyTh, 100 irpu
OyJM 3aXOIUTIOI0YMMU Ta JUHAMIYHUMHU, 11100 iM OyJI0 HE HYAHO.

BaxxnuBicTh XOpOIIIOTo irpOBOTO MPOIIECY:

- I[IKaBUN CIOXKET: CHOKET Mae OyTH 3axOIUTIOIOYMM, 1100 TpaBIsiM OyIlio
I[IKaBO Ji3HATHCs, Mo Oyme mam. Skmo irpoBuid mporec Oyae HEAOCTaTHHO
3aXOIUTIOIOYMM, TPaBIIi MIBUAKO BTPATATH IHTEPEC;

- CKJIaJIHI 3aBJaHHS: 3aBJaHHS MOBUHHI OyTH JAOCUTH CKJIAJHUMHU, 11100
KUHYTH BUKJIMK TPaBISIM, ajié CKJIAQTHUMHU B Mipy, TaK SK BOHU MOXYTh 31aTHUCH
KOPUCTyBauaM HEMOKJIMBUMH, 110 BUKIIMYE Y HUX HETATHBHI €MOILii.

SIx mpuknag moxkemo Buaummutu Taky rpy sk The Legend of Zelda: Breath of
the Wild:

The Legend of Zelda: Breath of the Wild — rpa mpononye rpaBism oaus 3
HAWOUTBIINUX BIKPUTHUX CBITIB, AKUH MOXKHA JOCIIIKYBATH Oy/lb-IKUM CIIOCOOOM.

BucoxosikicHa rpadika Ta Bi3yasibHi €(DEeKTH:

I'paBui OYIKYIOTH BIJ IpU NPUEMHY s odeil rpadiky. Po3poOHMKN MOBUHHI
BUBYATH Ta BUKOPHCTOBYBAaTH Cy4YacCHI TEXHOJIOTii Ta IHCTPYMEHTH JIsi CTBOPEHHS
HACTYMHUX MyHKTIB:

- JIETaTI30BaHEe CEPEOBUINE: HABITh 3 00MEKEHOT MEPCIICKTHRY, CBITH TPH
MaroTh OyTH Bi3yaJbHO LIKABUMH JIJIsl TPABLIIB Ta CIIOBHEHUMH JI€TaJICH;

- PEaNTICTUYHICTh MEPCOHAXIB: NMEPCOHAXK1 MOBMHHI MaTu NpHUBAOIMBUI
Bi3yaJIbHUM BUIVIS]] @ TAKOXK YITKO OKPECIICHI PUCH OOIHYYS, OJISIT Ta aHIMAIlilo;

- Bpakaroul Bi3yaJibHI €(EeKTH: Bi3yallbHI €(pEeKTH MarTh JONOBHIOBATH
IrpOBHil MpoIiecC, aje rojoBHE 00 BOHU HE BIJBOJIKAIN IPABIIiB BiJ] OCHOBHOI Jii.

Ax mpukian MmoxkHa po3risiHyTy rpy Path of Exile: I'pa Bukonana B TeMHUX Ta
NOXMYpPUX TOHAaX, 10 HAAArOTh 1M roTuyHoi armocdepu. llepconaxi Ta MOHCTpHU
Bi3yaJbHO I[iKaBl Ta PI3HOMAHITHI, a Bi3yaJdbHI €(EKTH BUKOPUCTOBYIOTHCS IS
MiJIKpeCIeHHs 00MOBUX dii.

JlOCTYIHICTB:

Irpu moBuHHI OyTH MaKCHUMAaJIbHO JOCTYITHUMH JJIS BCIX TPaBIlIB, HE3AJIEHKHO

BIJI iXHIX Pi3UyHMX a00 KOTHITUBHMX 3110HOCTel. Hanpukian:
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- 3pO3yMUIHMNA ITPOBUM MPOILIEC: MMiJI UM ITYHKTOM MAa€ThCS Ha yBa3i YiTKe
MOSICHEHHSI TPaBWJI TPH, HAaJaHHS MiJKAa30K, a TAaKOX MOXJIHMBICTh HaJAlITyBaTH
CKJIQJIHICTh TPH;

- pi3HI BapiaHTH KepyBaHHS: TpaBli TMOBUHHI MaTH MOXIIUBICTb
BUKOPHCTOBYBAaTH HE TIIbKH KJaBlaTypy Ta MHUILY, a IIe ¥ pi3HI KOHTPOJEPH,
JOUKOMCTUKH, CEHCOPHI €KpaHu;

- JOTIOMIXH1 TEXHOJIOT1i: MOKHA TaKOK BUKOPUCTOBYBAaTH MOBH1 KOMaH/IH,
3YNTyBa4l €KpaHa Ta IHIIl THCTPYMEHTH, sIKi O JIomoMaraju JIFOISM 3 1HBaJIHICTIO
IpaTtu B IrpH.

Po3poOHMKM MOBUHHI mam’sTaTd, MO0 JOCTYIHICTH — IIe Mpobiema sKy He
MOXKHa irHOpyBaTu. PoOissun cBOT Irpu JOCTYIMHUMU JIJIs1 BCIX TPaBIliB, PO3POOHUKH
MalOTh MOXJIMBICTh PO3LIUPUTH AyOUTOPIIO Ta 3pOOMTH CBIT TIpH OUIBII

IHKJIFO3UBHUM.

1.2 O icHyr04HX pilieHb

3D irpu 3 Bunom 3Bepxy (Top-Down 3D Games) cTanu A0BOI HOMYJISIPHUM
KaHPOM, IO MPOMOHYE 3aXOIUTIOIUUNA ITPOBUI MpoLec, SIKUW TOEHY€E B cO01 OaraTo
pimmensb. Taki irpM 4acTo XapakTEPHU3YIOTHCS 130METPUYHOIO TIEPCIICKTHUBOIO, €
KaMepa po3TalloBaHa HAJl IrPOBUM CBITOM, 1[0 Ja€ MOXJIMBICTH T'PaBIsIM OTPUMATH
YiTKE YSBJICHHS PO HABKOJUIIIHE CEPEOBHILE Ta CBOiX MEPCOHAXKIB.

Meroro maHOro JOCHIKEHHS € omnsa icHyrounx Top-Down 3D irop,
pO3IIsAAHHS iX MEXaHIK, OCOONMBOCTEM Ta (YHKI[IOHAIY, L0 HaJald iM Takoi
MOMYJISIPHOCTI. AHaNI3yl0ud Ta BHWBYAIOYM JAHWKA >KaHpP, MOXXHA OTPUMATH TICBHI
BUCHOBKH PO PO3BUTOK, CJIA0KI Ta CUJIbHI CTOPOHM JIAaHUX MTPOEKTIB.

VY 1iii po6oTi OyyTh pO3MIAHYTI ICHYIOUI pimieHHs >kaHpy Top-Down 3D irop,
BIJl CaMOT0 HOro 3aCHYBaHHS, /10 Cy4yaCHUX MPOEKTiB. B Bumaaky 3BepHEMO yBary Ha
GyHKIIOHAN, MEXaHIKW, BI3yaJlbHUH CTWIb Ta IHIII KIIOYOBI acrekTh. CHucok

BinkpuBae rpa Ultima Underworld: The Stygian Abyss (1992) (puc. 1.1).
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Pucynok 1.1 — I'etimmuteit rpu Ultima Underworld: The Stygian Abyss (1992)

"Ultima Underworld: The Stygian Abyss" (1992) cTana BU3HAUYHOIO JIAHKOIO Y
po3Butky RPG Ta top-down irop. Xoua rpa BHKOPUCTOBYBaja MEpPCIEKTHBY BiJl
nepioi ocobu, ane ii iHOBaIlil 3HAYHO BIUTMHYJIM Ha AM3ailH Ta MexaHiKy top-down Ta
RPG irop 3arasiom.

['pa 3ampomnoHyBajia MOBHOLIHHWI TPUBUMIPHHUHA CBIT 3 TEKCTypamH Ta
JTUHAMIYHUM OCBITJIICHHSM, IO JaJ0 MOXKJIUBICTH i BUCTYIUTH 3Pa3KOM IS 1HIIHUX
1rop, BKJIIOYAIOYH Ti, III0 BUKOPUCTOBYIOThH BUJ 3BepXy. BrpoBamkeHHs peaicTUuHOT
¢bi3uKK Ta B3aeMomii 3 00’€KTaMH JIOAAN0 TIIMOWHH irpOBOMY MPOIIECY, IO CTAJIO
HaTXHEHHSIM g top-down >kaHpy, 1€ O00’€KTM Ta TEpPCOHaXI Ta TMEPCOHaXKI
B3a€EMOJIIFOTH OLIBII PeaTiCTUYHO.

"Ultima Underworld"[20] BBena HeMHINHUN TeUMILUICH, JO3BOJISIOYN TPABIISIM
BUIBHO JIOCII/IPKYBaTH CBIT Ta BUKOHYBATH 3aBJIaHHS y BIacHOMY Temiil. el miaxina
BIUIMHYB Ha Ton-mayH RPG, ne cBoOoma mociipkeHHS Ta BUOIp TpaBLs CTald
BOXJIMBUMHU €JIEMEHTaMHU. BuUCOKWII piBeHb IHTEPAKTUBHOCTI 3 OTOYEHHSM,
BKJIFOYAOYM 30WpaHHS TPEAMETIB, BUPIIICHHS TOJOBOJIOMOK Ta BUKOPHUCTAHHS
pi3HHX OO0'€KTIB, CTaB CTaHAAPTOM IJsi IrOp 3 BHUAOM 3BEPXY, J€ B3aEMOIIS 3

OTOYCHHAM € KJIIOYOBOIO CKJIaAO0BOIO FeMILICIO.
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"Ultima Underworld" crana 3pa3skom s Oararbox MaiOyTHix RPG,
BKJIFOYAIOYM TOM-JAayH IrpH, [KI HACHiAyBaJd Ta BIOCKOHAIIOBAIM il IHHOBALIi.
Bruus rpu BimuyTHHE y Takux cepisx, sk "Baldur's Gate", "Fallout" Ta "Divinity:
Original Sin". InHoBamii Ta mMexaHiku, npeacrasieni B "Ultima Underworld", 6ynu
BIOCKOHAJICHI Ta PO3MIMPEHI B HACTYMHHUX Tom-nayH RPG, mo chpusiio po3BHTKY
YKaHPY Ta CTBOPEHHIO OLIBII ITTMOOKUX Ta I[IKaBUX 1TOpP.

Takum uumnomMm, "Ultima Underworld: The Stygian Abyss" (1992) 3pobuna
3HAYHUN BHECOK Yy PO3BUTOK TOT-JIAyH KaHPY, 3alPOTOHYBABIINA HOBI TEXHOJIOT14HI
JOCATHEHHSI, CKJIAJHUNA TeHMIUIed Ta BUCOKHM piBEHb 1HTEPAKTHUBHOCTI. I BrutMB
BIQUYTHUI y 0araThbOX HACTyIMHHUX Irpax, SKi HacliAyIOTh Ta BIOCKOHAIIOIOTH il
iHHoBamii. "Ultima Underworld" BcraHoBuia HOBI CTaHIAApTH, Kl 3aJIMIIAIOTHCS
aKTyaJIbHUMH 1 10 ChOTOJHI, MPOAOBXKYIOUM (opMyBaTH MailOyTHe xaHpy. CHOUCOK

npoaoBxuTh rpa Legend of Zelda (1986)(puc. 1.2).

SRR LTR
Pucynok 1.2 — T'etimmuteit rpu Legend of Zelda (1986)

.
=
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"Legend of Zelda" (1986) crama peBomoLiiiHOIO TpOro, KA BHECJA 3HAYHUN
BKJIaJ y QopmyBaHHs Ta po3BuTOK Top-Down »aHpy B Bizeoirpax. I'pa monmana
TPaBISIM BEITMKHUMA, BIAKPUTUN CBIT JIJIs8 JOCHIIHKEHHS, IO OYyJI0O HOBAaTOPCHKHUM IS
CBOro yacy. ['paBIii MOIIM BUIBHO MEPECYBATHCS IO PI3HUX JOKAIISX 1 BUKOHYBATU
3aBIaHHS B Oy/b-SKOMY TOPSJIKY, III0 CTBOPIOBAJIO HOBUH PIBEHH CBOOOAM B IrPOBOMY
nporeci. HemiHiiiHu# reimIied 3ao0XoyyBaB JIOCHIDKEHHS 1 EKCIEPUMEHTH,
JO3BOJISIFOUN KOKHOMY MPOXOKEHHIO OyTH yHIKaIbHUM[ 19].

Huzaiin piBHiB B "Legend of Zelda" takox OyB HOBaropchbkuM. PizHOMaHITHI
JOKalli 3 YHIKaIbHUMHU XapakTepUCTUKAMU Ta BUKIMKAMH pOOUIM Tpy OLIbII
OararorpaHHor0 Ta 3axornBoro. CkIaaHi Ta GaratopiBHEBI MiJ3eMeUIs 3 O€3TUdI0
MaCTOK, BOPOTIB 1 TOJOBOJIOMOK BHMMAarajiu BiJl TPaBIIB PETEIbHOTO TUJIaHYBaHHS 1
CTPaTEriYHOr0 MUCJICHHS.

VYemix "Legend of Zelda" BctanoBuB HOBI ctanmaptu i Top-Down irop, siki
Oy/nu NpUitHATI GaraTbMa MaiOyTHIMM irpamu. [i BIJIMB MOJKHA TOOAUMTH B TAaKUX
cepisx, Ak "Secret of Mana", "Alundra", "Terranigma" Ta 0ararbox 1HIIMX. YCIHIX I'pU
HAJMXHYB 0ararboX PO3pOOHUKIB CTBOPIOBATH ITPH 3 BIIKPUTHUM CBITOM, CKIIATHUMU
TOJIOBOJIOMKAMH Ta iHTEPAKTUBHUMHU €JI€MEHTAMHU.

Taxum unnOM, "Legend of Zelda" (1986) 3pobwiia 3HaYHUI BHECOK Y PO3BUTOK
Top-Down >xaHpy, 3ampoOIOHYBaBIIM HOBI MIIXOIW [0 JU3aiiHy IrpOBOTO CBITY,
reimIuiel0 Ta MexaHlK. BoHa BCTaHOBHWJIa HOBI CTaHAApPTH, SIKI 3aJIUIIAIOTHCA
aKTyaJIbHUMH 1 JI0 CbOTOJIHI, 1 BIUIMHYJIA Ha 0arato HACTYIMHHX Irop y IbOMY >KaHpI.
Uynosum npukiagoM crane rpa Diablo I(puc. 1.3).

"Diablo III" (2012) BHecna 3Ha4HMil BKIang y po3BUTOK Top-Down sxanpy,
3aMpOTNOHYBABIIM HMU3KY I1HHOBAIlld Ta BIOCKOHAJIECHb. [pa BiJ3HAUMIIACS CBOEIO
HOJIIMIIEHOK Tpadikol, BUKOPUCTAHHSAM CyYaCHHX TpaiuHUX TEXHOJIOTIH Ta
di3uanoro pymris Havok, mo momano peanicTUUHOCTI Ta IHTEPAKTUBHOCTI IrPOBOMY
oroueHHIO. [lokpamieHa MexaHika TeMMIUIel0 BKIJIIOYaja pPI3HOMAHITHI KJacu
NEPCOHAXKIB 3 YHIKAJIbHUMHU HABUYKAMU, CUCTEMY PYH JUIs MOAU(IKAI[li HABUYOK, 1110
30UTHIIMIIO MOKJIMBOCTI /I HAJAIITyBaHHS MEPCOHAXKIB Ta CTPATETIYHOTO MiAXOITY

10 6010 [9].
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Pucynoxk 1.3 — I'eiimmuneit rpu Diablo 111(2012)

I'pa orpumana iHTYITMBHHI KOPHCTYBalbKUW 1HTEp(EHC, SKHl CHpPOIIyBaB
KEepyBaHHS IMEPCOHAKEM, B3aEMOJIIIO 3 MPEIMETaMH Ta HaBIralir B irpOBOMY CBITI,
poOisiuM rpy MOCTYMHIIIOKW JJIsi HOBUX TPAaBIIB Ta 3PYUHIIION JUIsl BETEpaHIB cepii.
BnpoBamkeHHs aBTOMAaTH30BaHOTO 30MpaHHS 30JI0Ta Ta JIYTy 3MEHIIMIO PYyTHHY,
JO3BOJISIFOUM TPaBISIM 30cepeauTucs Ha 0oro Ta mociimkeHHl. "Diablo III" Takox
3alpoIoOHyBaja 3pYYHH OaraTOKOPHUCTYBAIIbKUN PEXUM, IO I03BOJISB TPaBISIM
JIETKO 3'€THYBATHCS 3 JIPY3sIMU Ta CIUIBHO MPOXOIUTHU TPy, MIABUIIYIOYU COIIaTbHY
CKJIaJIOBy Ta JIOJIAlOYM €JIEMEHT CHIJIBHOTO JOCBIAY. Xo4a ayKIIOHHHH 1iM OyB
CIOYATKy CYNEPEeWINBUM, BiH J0AaB €KOHOMIYHHM acleKT A0 TpH.

VYenix "Diablo III" BcranoBuB HOBI cTaHAapTd Uil Tpadikd, reidmiuviero ta
KOPUCTYBAI[bKOIO 1HTEpQENCy, CTaBUIM 3pa3koM Mg OaraTbox MalOyTHIX 1rop y
xaupi action RPG rta hack and slash. BripoBamkeHnHs oHIailH-€IEMEHTIB, TaKUX 5K
MOCTIHE MiIKIIOYCHHS 0 IHTEPHETY Ta OHOBJICHHS KOHTEHTY, CTAJ0 CTaHIAApTOM
Ui 0araThbOX Cy4YacHHX Irop, fKi MparHyTh MIATPUMYBAaTH aKTHBHY 0a3y IpaBIliB Ta
HazaBaTh HOBUM KOHTEHT. Takum umHoM, "Diablo III" 3poOuna 3HauHMiI BHECOK Y
po3BuTok Top-Down >xaHpy, 3alpONOHYBaBIIM HOBI TEXHOJIOT1YHI JIOCSTHEHHS Ta
1HHOBAIII1, 110 MPOJIOBXKYIOTH (hOPMYBaTH MallOyTHE JKaHPY. A 3aBEpPIIUThH CITUCOK Tpa

Stardew Valley (puc 1.4).
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e Jel.edie e

Pucynok 1.4 — I'eiimmineit rpu Stardew Valley

"Stardew Valley" (2016) 3pobuna cBiif BHECOK Y PO3BUTOK TOT-JAyH YKaHPY,
IPOIEMOHCTPYBABIIIH, K YCIIIITHO MOXKHA MOEHYBaTu eneMeHTH RPG, cumynsropa
dbepMmepcTBa Ta coIiambHOTO cUMynaTopa. Ipa oO'egHama wmexaniku RPG 3
eJIeMeHTaMu cuMyJsiTopa ¢depMepcTBa, HaJAalud TPaBLSIM MOXIUBICTh KepyBaTH
dbepMoI0, B3aEMOJIATH 3 MENIKAHISIMU CeJla, BUKOHYBAaTH KBECTU Ta JOCHIIKYBaTH
migzemenis. Takui  MiaXig ToOKasaB, IO PIi3HI KAHPOBI E€JIEMEHTH MOXKYTh
rapMOHIMHO CHIBICHYBaTH Yy I'pl 3 BUIOM 3BEPXY.

I'pa mpononye rpaBusiIM BIAKPUTUHN CBIT, ¢ BOHU MalOTh CBOOOY aiil. BoHu
MOXYTh 3aliMaTHCA PI3HUMHU BUJAMU JISUTBHOCTI — BiJl pepMepcTBa Ta pUOOIOBIIL 10
COLIAJTBHUX B3a€EMOJIM Ta JOCHIDKCHHS mig3eMens. lleit acmexkr cBoOoau Ta
BIIKpDUTOTO CBITY CTaB HATXHEHHSAM i 0ararboX TOMN-JAayH Irop, 1€ TPaBIsM
HAJA€ThCSI MOXKJIMBICTH OOMpaTH CBi BIIACHUN NUISX Ta PO3BHBATH MEPCOHAXKA Ha
cBiil poscyn [18].

"Stardew Valley" akiieHTyBana yBary Ha cOIliaJIbHUX B3a€MOJIISIX, JO3BOJISIOUU
rpaBisiM OynyBaTu cTtocyHkd 3 NPC, 110 BIUiMBae Ha IrpOBHM MpoIEC 1 PO3BUTOK
ciokeTy. [paBli MOXYTh OIPYXKYBaTHCS, 3aBOAUTH JpYy3iB Ta B3aEMOMISITH 3

mernkanisamu [lenikan Tayd. 1le miamToBXHYNO 1HIIUX PO3POOHUKIB 10 BKIIOUCHHS
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ITMOOKUX COIllaIbHUX €JIEMEHTIB y CBOi TOM-AayH irpu, ae B3aemomis 3 NPC crana
BA)KJIMBOIO YaCTUHOIO TEUMILIEIO.

Buxopucrtanns mikcenbHoi rpadiku y "Stardew Valley" cramo mpuxiagom
TOro, K KJIACHYHHUH Bi3yaJbHUM CTWJIb MOXKE OyTH NpPUBAOIMBUM 1 YCIHIIIHUM Y
cyuacHii Tpi. lleli cTriib HaguxHYB 0Oarato iHII-pO3pPOOHUKIB HA CTBOPEHHS Irop 3
pPETPO-Bi3yalIbHOIO €CTETUKOI0, [ MiKCelIbHa rpadika BUKOPUCTOBYETHCS MJIA
CTBOPEHHSI MPUBAOIMBUX 1 aTMOC(EPHUX CBITIB.

Takum uwmnom, "Stardew Valley" (2016) 3poOuna 3HauHUN BHECOK Y
3aCHYBAaHHS Ta PO3BUTOK TOM-JAyH >KaHpy. [i iHHOBauiifHMil minxiz 1m0 iHTerpamii
KAHPIB, CTBOPCHHS TJIMOOKOTO Ta HACHYCHOTO CBITY, AaKIEHT Ha COIllaIbHUX
B3aEMOJIISIX, MPUBAOIMBHUN BI3yaJIbHUH CTWJIb, THYYKICTh Y HaJIAIITyBaHHI Ta
YIOPAaBIIIHHI PECYypCcaMHt, a TaKOXK MOCTIMHUI PO3BUTOK Ta MiATPUMKA I'PU BCTAHOBUIIH
HOBI CTaHJAPTH JIJIsl TOT-JayH irop. 3aBasku BchoMy mboMy "Stardew Valley" crana
OpIEHTUPOM TSI OaraThoX MaWOyTHIX TPOEKTIB y IIbOMY aHpl, BIUIMBAIOYM Ha
PO3pOOHUKIB 1 IrpaBUIB Ta JEMOHCTPYIOUH, SIK CTBOPUTH IIMOOKWN, HACUYECHHM Ta

I[IKaBUH IrPOBUI JOCBIJI.

1.3 IlocTanoBka 3agaui

Buxoasiuu 3 npoBeieHOro aHaizy, OyJio MpUHHATO pilieHHs po3poOutu 3D-rpy
3 BUJIOM 3BEpXY, 3 BUKOPUCTAHHSIM irpoBoro aBuryHa Unity. I'pa Oyae npucBsueHoro
BIpTyasbHIN 30ipili koM 10Tepa. B mporeci nmpoektyBaHHs Tpu, Oyzne po3poodiaeHo Ta
peasizoBaHO HACTYITHI KOMIIOHEHTH:

- ITPOBUI CBIT: TOJOBHOKO JIOKAITIEIO OYJIO BUPIMICHO 3POOWTH 3aTHUIIHY
MalCTEpHIO, sIKa MOXKE 3yCTPITUCh Y KO)KHOMY KyTOUKY CBITY. BoHa He BiJIpi3HA€ThHCS
PO3KIIIIIIO, ajie B Hik maHye arMocdepa TBOPUOCTI Ta MAalCTEPHOCTI;

- IrpOBUIl MpOIIEC: IPaBellb PO3NOUMNHAE TPy 3 OTPUMAHHS 3aMOBJICHHS Ha
30HUpaHHs KOMIT I0TE€pa, 3aMOBJIEHHS MICTUTh HEOOX1/IHI KOMIUIEKTYI0Ul. Y MaiicTepHi1

pO3MIIlIEHI ME€BHI TyMOM 3 TOCOPTOBAHMMH KOMIOHEHTAMH, BIJAMOBIIHO JI0
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3aMOBJICHHSI TpaBellb 0OWpae TOTPIOHMN HOMY KOMIIOHEHT. YCi TIOCTaBJICHHI
KOMITOHEHTH y CUCTEMHHMI OJIOK B1AOOpakaroThCs HAJ CAMUM KOPITyCOM;

- iHTEepdeic kopucTyBaya: 1HTepdeic KOpUCTyBaya peajizoBaHO JOBOJII
IpPOCTO Ta 3pO3yMiNO, y JIBOMY BEPXHbOMY KyTl €KpaHa pO3MILIEHUN CIHUCOK
3aMOBJICHb, & Y HAa TyMOaxX MO3HAYKU BIJIOBITHUX KOMIUIEKTYIOUHX;

- IrPOBUH ay110CYIIPOBIJl; MICTUTh Y cO01 MEJIOAit0, 00 IrpOBHI MPOIEC

OyB L1KaBIIIINM.

BucHoBku 10 po3uiny 1

Po3minu  cBiguarh Npo BaXKIMBICT, IHTEPAKTHMBHUX Irop y HaBYaHHI Ta
po3Barax, 30KpeMa B KOHTEKCT1 BIPTyasjbHOI 301pKH KOMIT'IOTEPIB. AHaJI3 KIIFOUYOBUX
irop y xanpi Top-Down 3D minkpecitoe 3HaYHUN BHECOK TaKWX MPOEKTIB, SK
"Ultima Underworld", "Legend of Zelda", "Diablo III" Ta "Stardew Valley", y
PO3BUTOK aHPY 1 BCTAHOBJICHHSI HOBUX CTaHJAPTIB AKOCTI Ta iHHOBauid. L{i irpu
HAJUXHYJIM TOAAQIBIINNA PO3BUTOK Tamy3l, 30araTUBIIM 11 1HTEPAKTHBHICTIO,
CKJIQJHICTIO T€MMIUICIO Ta Bi3yalbHOI MPUBAOIHUBICTIO.

Ha ocHOBI 11b0TO aHamizy OyJI0 MPUUHATO pimieHHs po3poouTtu 3D-rpy 3 BHIOM
3BepXy, fKa Oyae JomoMaraTd KOpPUCTyBauyaM BHBYAaTH OCHOBHM  CKJIQJIaHHS
komm'rorepiB. lle BiamoBimae mnorpedaM CydyacHUX TpaBIliB Yy I[IKABOMY Ta
MEearoriyHO I[IHHOMY BIPTYyallbHOMY JOCBiZl, @ TaKoX CHPUSE TOAATBIIOMY

po3BUTKY kaHpy Top-Down 3D.
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PO3I1J 2. PO3POBKA CTPYKTYPHU

2.1. Bu0ip 3aco0iB qJs peaJiizamii

Leit po3ain onucye 3acobu peaizaliii, siki BAKOPUCTOBYBAJIUCS JIJIsi CTBOPEHHSI
rpu. Mera mporo po3aily - MPO30pPO MPOAEMOHCTPYBATH TEXHOJOTIYHHUNA CTEK
MPOEKTY Ta HaJaTH PO3YMIHHS IHCTPYMEHTIB, sIKi OylM HEOOXiJH1 JJis BTIICHHS
IrpOBOT KOHLIETIT B )KUTTH.

B ocHOBI mpoekTy lexuTh NOTyKHUHM irpoBuil nBuryH Unity. Bin cayrye
dbyHIIaMeHTOM, Ha SIKOMY OyayeTbcsi Bech BipTyadbHuiM cBIT. Unity Hagae Bce
HeoOX1/IHEe JJi CTBOpEeHHs 3axomumorounx 2D ta 3D irop, mponoHyrouu MIHUPOKUN
CHEKTp I1HCTPYMEHTIB i poOoTH 3 rpadikoio, aHIMAI€l0, 3BYKOM, (i3MKOI0 Ta
1rPOBOIO JIOTIKOIO.

Yomy Unity:

— yHiBepcanbHicTh: Unity mo3Bossie crBoproBaru irpu st 11K, MmoOimpHuX
IPUCTPOIB, KOHCOJIEH, BIPTyaJdbHOI Ta JOMOBHEHOI peanbHOCTI. Lle pobuts itoro
9yI0OBUM BHOOPOM JJIs1 pO3POOHHUKIB, K1 PAarHyTh OXOMUTH IIUPOKY AyAUTOPIIO;

— npocroTta Bukopuctans: Unity mae 1HTYITUBHO 3pO3yMuIuil iHTEpdeiic
Ta Bi3yaJIbHy CHCTEMY MPOTpaMyBaHHS, IO pOOWUTH WOTO JOCTYNHUM HaBiTh HJIS
noyatkiBiiB. lle 3HauHO 3HIKYE Oap'ep IJIs BXOAYy Ta JO3BOJISIE 30CEPEAUTHUCS HA
CTBOPEHHI KOHTEHTY;

— nponyKTuBHICTE: Unity ONTHUMI30BaHUM AJIi BHCOKOI MPOTYKTHBHOCTI,
IO TapaHTye IJIaBHUU ITpOBUN MpOlleC HaBITh HA claOkux mpucTtposx. Lle poouts
HOoro 4ynoBUM BHOOPOM [UJIsl PO3POOHMKIB, SKI MParHyTh CTBOPUTHU JOCTYIHI Ta
JTUHAMIYHI iTpH;

- crnimbHOTa: Unity Mae BEJIMKY Ta aKTHUBHY CIUIBHOTY PO3POOHHUKIB, sIKa
3aBXJAM TOTOBAa JOMOMOTTH Ta TOAUTUTHCS CBOIMH 3HaHHAMHU. Lle pobuth ioro

[[IHHUM PECYpPCOM JIJIsi HOBAUYKiB Ta JOCBIAYEHUX PO3POOHHKIB.
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MosknuBocTi Unity[14]:

- 2D Tta 3D po3po6ka: Unity migrpumye sik 2D, Tak 1 3D po3poOky, 110
pOOUTH HOTO YHIBEPCAIBHUM 1HCTPYMEHTOM JUIsl CTBOPEHHS PI3HUX THUIIIB 1rOp;

- CTBOPEHHSI NEPCOHaXIB Ta aHimanis: Unity Hagae NOTyXH1 IHCTPYMEHTH
JUTsI CTBOPEHHST PealliCTUYHUX TMEepCOHaXIB Ta animarlii. Ile qo3Bonse po3poOHUKaM
CTBOPIOBATH JKMBI Ta JUHAMIYHI BIPTYyaJibHI CBITH;

- ¢13uka Ta peanictuyHicTh: Unity Mae peanicTuyHy (I3UUHY CHCTEMY,
sIKa JJ03BOJISIE CTBOPIOBATH IMHAMIYHI Ta 3aXOTUTIOI0U1 ITPH;

- mrtyyHuil  iHTenekr: Unity MIATpUMYE IHTErpalil0 3 CUCTEMaMu
IITY4YHOTO 1HTEJNEKTY, IO J03BOJISIE PO3POOHMKAM CTBOPIOBATH OUTBII CKJIAJHUX Ta
PO3YMHHX HE ITPOBUX MEPCOHAXKIB;

- MepexeBl MOXIMBOCTL: Unity mMiATpUMYye MepeKeBl MOXKIMBOCTI, L0
JI03BOJISIE CTBOPIOBATH MYJIBTUILICEPHI ITPH;

- posimuproBaHicTh: Unity Mae BeTWKHI Mara3uH acceTiB Ta IJIAriHIB, 110
JT03BOJISIE PO3UIMPIOBATU MOTO (DYHKITIOHATBHICTh Ta CTBOPIOBATH YHIKAJIbHI 1TPH.

Unity B aii: Unity BUKOPHUCTOBYETHCS JJIsI CTBOPEHHS O€31141 MOMYISPHUX 1rop,
takux sk Pokémon GO, Cuphead, Among Us Ta Monument Valley. Lli irpu
J€MOHCTPYIOTh PI3HOMAHITHICTh Ta MOTYXHICTh Unity, a TakoX HOro 37aTHICTh
CTBOPIOBATH 3aXOILIIOOY1 Ta IHHOBAIIIMHI I'POBI1 CBITH.

Unity - me mnoTyXHUH Ta yHIBEpCaJbHUU IrpOBUN JBUTYH, SIKM HaJae
pO3poOHUKaM Oe3Jiy 1HCTPYMEHTIB Ta MOMJIMBOCTEH JJIsi CTBOPEHHS 3aXOILTIOIOUUX
2D Ta 3D irop. 3aBasiku CBOiil MPOCTOTI BUKOPUCTAHHS, MPOAYKTUBHOCTI Ta BEJIMKIN
criapHOTI, Unity € 9ymoBUM BHOOPOM SIK IS TIOYATKIBINIB, TaK 1 JIS JOCBIIYCHHUX
PO3pOOHUKIB.

BaxxnuBo 3a3Ha4MTH, 10 Uity BUKOPHCTOBYE MOBY MporpamyBaHHS C#, sika
TaKOX BUKOPUCTOBYETHCS TPU CTBOPEHHI ITPOBOT JIOT1KM Ta CKPHUIITIB.

C# - e cyyacHa ta OararoyHKI10HaJIbHA MOBA MPOrpaMyBaHHs, sIKa 11€aJIbHO
MiIXOAUTH I po3poOKu irop. Ii eneraHTHMii CUHTaKCHC, TOTYKHi MOMKIMBOCTI Ta
BUCOKAa TMPOAYKTUBHICTh pOONATH 1i dYyIOBUM BHOOpPOM [IJIi  CTBOPEHHS

3aXOIUTI0I0YO0To reimiuieto [ 11].



23

[TepeBaru C# nis po3poOKu irop:

- npocToTa BUKOpHUCTaHHS: C# Mae YITKUN Ta 3pO3yMUIMI CHHTaKCHC, 1110
poOUTHL HOT0 JOCTYITHMM HaBiTh JJis TodarkiBmiB. lle mo3Bomsie po3poOHHMKaM
IIBUKO OCBOITH MOBY Ta 30CEPEAUTHCS Ha CTBOPEHHI IFPOBOI JIOTIKH;

— rHyukicte: C# miaTpuMye mHapagurMd  00'€KTHO-OpPIEHTOBAHOTO
porpaMmyBaHHS, 10 POOUTH MOTO 1/I€abHUM JIJII PO3POOKU CKJIAIHUX 1€papXIuHUX
CTPYKTYD B irpax;

— NPOAYKTUBHICTh: C# KOMITUTIOETHCS B MAIIMHHUN KOJ, 10 3a0e3reuye
BHUCOKY MPOAYKTUBHICTh Ta WIBUIKICTH BHUKOHaHHs mporpam. lLle poOute ioro
YyIOBUM BUOOpPOM Ui PO3POOKM AMHAMIYHUX IrOp 3 BHUCOKMMH BHMOTaMH JI0O
IPOAYKTHUBHOCTI;

— niarpumka Unity: C# - 11e MOBa IporpaMyBaHHsI, 110 BUKOPUCTOBYETHCS
3a 3aMmoBuyBaHHAM B Unity. Ile pobuts #oro imeaabHUM BUOOPOM JJIsI PO3POOHUKIB,
K1 TIPALIOIOTH 3 IIUM TMOMYJSPHUM ITPOBUM JIBUTYHOM;

- cnuibHOTa: C# Mae BENMKY Ta aKTHUBHY CIIJIBHOTY PO3POOHUKIB, sKa
3aBKAM TOTOBAa JIOMOMOITH Ta MOAUIMTUCS CBOIMU 3HaHHsIMH. Lle poOuth Horo
LIHHUM PECYpPCOM JIJIsi HOBAUYKiB Ta JOCBIAYEHUX PO3POOHUKIB.

C# B nmii: C# BHKOPHCTOBYETHCS NJIsi CTBOPECHHsS Oe€3idi MOMyJISIPHUX 1rop,
takux sk World of Warcraft, League of Legends, Unity, Minecraft ta Factorio. Lli
ITpU IEMOHCTPYIOTh PI3HOMAHITHICTh Ta MOTYXHICTb C#, a TakoX HOro 31aTHICTb
CTBOPIOBATH CKJIQJIHI Ta 3aXOIUTIOIOU1 IrPOB1 MEXAHIKH.

C# - 1e moTyXHa Ta eJeraHTHAa MOBa NPOrPAMYBAaHHS, SKa € HE3aMIHHUM
IHCTPYMEHTOM Il PO3pOOKH 1rop. 3aBAsSKd CBOid MPOCTOTI BHUKOPUCTAHHS,
THYYKOCTI1, TPOAYKTUBHOCTI Ta TicHIN 1HTerpatii 3 Unity, C# no3BoJisie po3poOHUKaM
OKUBJISITU CBOT BIPTyaslbHi CBITH Ta CTBOPIOBATH 3aXOIUIIOIOY1 IrPOB1 BPAXKEHHS.

C# oxwuBIsie BIpTyaJIbHHM CBIT JIOTIKOIO Ta JIWHaMikoro, aje came Blender
HAIMlOBHIOE MOTO BI3yaJbHOI Kpacow Ta peamicTudHicTio. Blender - me 3D-maker,
SAKUM CIlyT'y€ Ham BIPHUM IOMIYHHMKOM Y CTBOPEHHI 3axoruiorouux 3D-monenei,
aHiMarlii Ta gexoparii[10].

ITepeBaru Blender nis po3poOku irop:
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— 0e3koImToBHICTh: Blender - 11e 6€3kOITOBHUN MPOTpaMHMM IMAKET, 110
pOOUTH OTO TOCTYITHUM J1JI1 PO3POOHUKIB 3 OY/Ib-SIKUM OIO/I?KETOM;

— rHyuyKicTh: Blender npomnoHye mmMpokud CHEKTp I1HCTPYMEHTIB JUIs
MOJIETIOBAHHSI, CKYJBIITUHTY, TEKCTYPYBAaHHsI, aHIMallli Ta TUHAMIYHOT CUMYJISLT, 1110
JI03BOJISIE peai3yBaTy BizyalibHi e(heKTH Oy/Ib-sIKOi CKIaJHOCTI;

- pOayKTUBHICTH: Blender mocTiifHO OHOBITIOETHCS Ta ONTUMI3YETHCS, 1110
3a0e3nevuye Moro BUCOKY MPOAYKTUBHICTh Ta MIBUAKICTH POOOTH;

— cinitbHOTa: Blender mae Benuky Ta akTHUBHY CIIJIBHOTY KOPHCTYBAadiB,
sKa 3aBXKIW TOTOBA JIOTIOMOITH Ta MOAUIMTHUCS CBOIMHM 3HaHHsMU. Lle pobuts Horo
I[IHHAM PECYPCOM JIJIsi HOBAUKIB Ta JOCBIUCHHUX XyJOKHHUKIB;

— inTerpanisi: Blender nerko inTerpyerbcs 3 Unity, 1mo poOUTh mpoliec
CTBOPEHHSI IrPOBUX ACCETIB MAKCUMAJILHO 3PYUHUM.

Blender B gii: Blender BukopucroByeThcs asis cTBopeHHs 3D-momeneit Ta
aHiMarlii s Oe3nmidi momyiaspHux irop, Takux sk Doom Eternal, Half-Life: Alyx,
Assassin's Creed Valhalla tTa The Witcher 3: Wild Hunt. Lli irpu neMoOHCTpyOTh
PI3HOMAHITHICTh Ta MOTYXKHICTh Blender, a Takox #Oro 3maTHICTb CTBOPIOBATU
BI3yaJIbHO Bpa)karoyi Ta peasiiCTUYHI BIpTyalibHI CBITH[3].

Blender - une moryxxHuii Ta yHiBepcaibHui 3D-maker, sSIKMUH € HE3aMIHHUM
ITHCTPYMEHTOM JIJI1 PO3pOOKH 1rop. 3aBAsSKH CBOil OE3KOIITOBHOCTI, T'HYYKOCTI,
OpPOAYKTHUBHOCTI Ta TicHIM i1HTerpauii 3 Unity, Blender no3Bosisie XynmoxHukam Ta

PO3pOOHMKAM CTBOPIOBATH Bi3yallbHO Bpa)Karoul Ta PeayiCTHYHI BIpTyalibHI CBITH.

2.2. 3arajbHa CTPYKTypa CUCTEeMH

3aranpHa CTPYKTypa CKJIaJAa€ThCs 3 HACTYMHHUX MYHKTIB: I'POBUIA CBIT, IrpOBUI
nporiec, inTepderic KopucTyBaua, 3ByK, 1HII KOMIIOHEHTH.

IrpoBuii CBIT:

— MalCTepHs: 1€ BIpTyajJbHAa MaWCTEpHsA, JIe NepcoHax Oyae 30uparu

koMi'torepu. Bona oOnagHana pi3HUMH pOOOYMMH CTOJIAMHU JIJISl KOMIUIEKTYIOUHUX,
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IHCTpyMEHTAaMM Ta IHIIMMH €JIEMEHTaMH, sIKI CTBOPIOIOTH arMoc(epy peanbHOI
MaMCTEpHi;

— 30Ha 3aMOBJICHb: II€ MicCIle, Ji¢ MepCoHa)x Oyne OTPUMYBaTH HOBI
3aMOBJIEHHA Ha 30ipKy komm'torepiB. TyT moxkHa Oyzne moOauuT 1HQOpMAILio MPo
3aMOBJICHHSI, BKJIIOYAIOUM CIIMCOK HEOOX1THUX KOMIUIEKTYIOUNX.

IrpoBuii mpouec: a) cucreMa 3aMOBJIEHb: L CUCTEMa Oyle I'eHepyBaTu
3aMOBJIEHHSI Ha 30ipKy KOMIT'IOTEpIB 3 PI3HUMH XapaKTepUCTUKaMH; 0) cucrema
BHOOPY KOMILICKTYIOUHX: TpaBellb Oy[ae MaTh JOCTYI JO KOMIUICKTYIOUUX SKI CTOSATH
y HBOTO B MaiCTepHI MO OKpeMUM TymOam; B) cucTeMa 30ipKu: rpaBelb Oyze
BUKOPUCTOBYBATH KJIaBiaTypy, 00 BipTyalbHO 30upatu komm'toTep. Lle Bkimrouatnme
BCTAHOBJICHHS MPOIIECOpa, ONEPATUBHOI MaM'ATi, BIICOKAPTH.

[nTepdeiic kopucTyBaya: I1HAMKATOp 3aMOBJEHHS — LEW 1HAUKaTtop Oyze
MOKa3yBaTH 1H(POpMaIIif0 PO MOTOYHE 3aMOBJICHHS, BKIIOYAIOYN CITUCOK HEOOX1THUX
KOMIUIEKTYIOUMX, OMODKET KIII€HTa Ta 4Yac, M0 3aJIMIIMBCA JO 3aKIHUEHHS
3aMOBJICHHSI.

3ByK — My3uKa: rpa Oyzme MicTUTH (DOHOBY My3HKY, sika Oy/le CTBOPIOBATH

0cobnuBy armocdepy.

2.3. CTpykTypa npoeKTy

Bwmict kopeneBoi qupekropii (puc. 2.1).

B Assets
Lk ry
B Logs
| o

B Packages
B ProjectSettings

2] Userbettings

Pucynok 2.1 — KopeneBa 1upekTopis IpoEKTY



26

B xopeHeBiit qupekTopii po3MillieH1 BaKJIMBI KaTajaoru npoekty[14], a came:

— assets — SIBJISIOTH COOOK0 PECYPCH, K1 BUKOPHUCTOBYIOTBCS AJI pO3POOKH
Irop Ta IHTEPAaKTUBHUX IOJaTKiB. BOHM MOXyTh BKIIIOUaTH B ceOe 300pakeHHs,
3BYKHM, MOJENi, TEKCTH, aHiMmallli, CKpHUNTH, Iueiaepu Ta 1HmI Qainm, sKi
BUKOPHUCTOBYIOTh JIJIi CTBOPEHHS Bi3yaJbHOTO 3MICTy Tporpamu. Assets MOKHA
3arpy3UTH SIK 30BHIITHIM IIJITXOM TaK 1 CTBOPUTH y camomy cepenoBuiii Unity;

— library —ganuii karajor SBISIETBCS OAHUM 3 HAWTOJIOBHIIIMX KaTayoriB,
SIKI CTBOPIOIOTHCS aBTOMaTHYHO caMUM cepefoBuIiieM. Karajgor MiCTUTh TUMYacOBi
naHi Ta (Qaiau, Kl TeHEePYIOThCA MijJ Yac KOMIIUIALII, IMIOPTYBaHHS PECYypcCiB, a
TaKOX T11]] 9aC BUKOHAHHS MTPOEKTY;

— logs — manuit kaTajor sBjse coO00 MicIle, /e 30epiraroThes Jior-ganiy,
SIK1 TIOB’s13aH1 3 poOOTO0 caMoro cepefoBuia. JIoru pegakropa MiCTATh 1HGOpMAIIiO
po MOAil, TOMWJIKH Ta IHINY JIarHOCTUYHY 1H(OpMaIlito, 1Mo CTOCYEThCA POOOTU
peAaKTopa, Taki K 3aBaHTAKEHHS, 3aITyCK MPOEKTY, BUKOPUCTAHHS CKPUIMTIB TOLIO.

— obj — karajor y sKoMy 3a3Bu4ail 30epiraroTbCsi TUMYACOBI (haiimu,
MOB’5I3aHI 3 KOMIIUIALIIEI Ta IMIIOPTOM PECYpCiB, a TaKOK MOOYZOBOIO CIIEH Ta
IHIIMMU TIpOLeCaMH pOOOTH 3 TPOEKTOM;

— packages — nmanuii karamnor 30epirae B co0i gani Ta Qaiim, sKi OB’ si3aHi
3 YNpaBIiHHSAM MaKeTaMH, SKi B CBOIO YEpry 3aCTOCOBYIOTHCS ISl OpraHizalli Ta
KEPYBAaHHS 3aJIEKHOCTSIMHU MPOEKTY. € AeKuIbKa BUAIB, 1HPOpMaLiiiHI — 1e (ailnu
KOHGIryparii Ta MeTajaHi, KEIIOBaHI — II¢ 3aBaHTaXe€HI Bepcii IakeTiB sKi
KEITYIOTBCS JIJI IPUCKOPEHHS TPOoIlecy poOOTH 3 HWMH, JIOKaJIbHI — BJIAcCHI MaKeTH
SIKI BUKOPUCTOBYIOTHCS JIJISl JIETKOTO JOCTYIy Ta YIPABIIHHS MPOEKTOM, 3aJIEKHOCTI
Ta Bepcii — 30epiraroThcsi (aitiam, sSKi BKa3ylOTh Ha 3aJCKHOCTI MK PI3HUMH
NaKeTaMHU Ta iX BEPCIsIMU;

— projectSettings — maHuii KaTajaor MICTUTh y c001 KoHGITypalliiiHi dhaiau
Ta HaJAIlITyBaHHS, sIKI BAKOPUCTOBYIOTHCS JIJIsl HAJAIITYBAaHHS MapaMeTPIB MPOEKTY
Ta cepenoBuilia po3podku Unity;

— userSettings — KOPHUCTYBAallbKMI KaTajor, SKAW MICTUTh Yy cO01

KOpHUCTYBaIlbKI (pailiiv Ta KOH(Iryparii.
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[HI ¢aiinu cnyryrTh sl KOPEKTHOI poOOTH TpoekTy. Ternep po3mistHEMO
KO>KEH Karayior OUTBII I€TalIbHO.

Bwmicr karanory Assets (puc. 2.2)

Bl _Assets [Bl Playerinputictions.cs
B first I PlayerinputActions.cs.meta
BB Prefabs B PlayerinputActions.inputactions

B Scenes B PlayerinputActions.inputactions.meta

s riptableObjects . Prefabs.meta

B Scripts Scenes.meta

BB Settings ptableObjects.meta

B Shaders B 5cripts.me

B TextMesh Pro B Settings.meta

BB VNB - Gaming Set B shaders.meta

B _Assets.meta B TextMesh Pro.meta

B first.meta B UniversalRenderPipelineGlobalSettings.asset

B first.unity . UniversalRenderPipelineGlobalSettings.asset.meta

B first.unity.meta B VNE - Gaming Set.meta

Pucynok 2.2 — Bwmict karanory Assets

_Assets sBnsie co0or0 3aBaHTakeHWid HaOip acceriB (puc. 2.3), ki
BUKOPUCTOBYIOTHCSI  JUIS  CTBOPEHHS  Bi3yaqbHOI YacTMHH TpH, a TaKOX

BUKOPHCTOBYIOThCSI 00'€KTH 3 SIKUMH B3a€MO/I1s1 TOJIOBHUI repoi [17].

B Animations - Manka draitnie
B 1iaterials : Manka draitnis
B Meshes 024 14 Manka daitnis
B prefabsvisuals 21.05. 44 Manka draitnis
Manka daitnis
Manka draiinis
I Animations.meta 022 @ainn META

. Materals.meta 28.11.2022°9 Dann META

. Meshes. meta 23.12.2022 %17 @ain META

. PrefabsVisuals.meta 28.11.2022 13:55 Dainn META
B sounds.mets 023 14:2 ®aiin META

. Textures.meta 04. 0:5 @ain META

Pucynok 2.3 — BmicT 3aBanTakeHoro naka _Assets
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3aranom rotoBui Habip CKIIAJAETHCS 32 HACTYITHUX KaTaJIOT1B:

- animations — KaTajor y SKOMY MICTATbCS MOCHIJOBHICTh PYyXIB JUIS
MOJIeJIeH Ta HAJIAITYBaHHS U1l KEpYBaHHS aHIMAIlISIMH;

— materials — Karajor y sSikoMy 3HaXOJSThCSl 300paKEHHS, SIKI HAHOCSThCS
HA MOJENl JJis HaJaHHS iM PEaJiCTUYHOTO BUIVISATY, a TAaKOX HAJAIITYBaHHS IS
Marepiais;

— prefabVisuals — xaTtanor saxuii 3a3BU4ail MICTUTh PECYPCH, SIKI HEOOX1H1
JUTSI IIIBUJIKOTO Ta €(heKTUBHOTO CTBOPEHHS 00’ €KTIB y Ipi;

— sounds — KaTajuor MiCTUTh Y c001 3BYKOBI €(eKTH AJIs IPH;

— textures — OJIMH 3 HAMTOJOBIHIIMX KATaJIOT1B B TOTOBUX ITaKaX, OCKUILKHU
MICTUTbh TEKCTYPH, K BUKOPUCTOBYIOTHCS JJI HaJJaHHS B13yallbHOTO BUIVISAY PI3HUM
00’exTaM y rpi.

Prefabs(puc. 2.4) sBisie coboro HaOIp 0coOMMBHUX OO'€KTIB sKi JO3BOJISIIOTH
30epiraTu, BIATBOPIOBATH a TaKOX peAaryBaTh Mojenl 4u rpynu o0'ektiB. BoHu
SABJIAIOTBCS. OCHOBHUM CIIOCOOOM CTBOPEHHSI CKJIAJIHUX 1 IMOBTOPIOBAHUX OO'€KTIB Y

I'pi, 0 J03BOJISE EKOHOMHUTH Yac 1 3yCHILIS IPU PO3POOIIi.

8 Components 30.05.2024 2:08 Manka daimis

B Counters 20.05.2024 23:15 Manka daitnis

B Componentsmeta 21.05.2024 15:46 @ann META

. Counters.meta 21.05.2024 15:47 Dawn META

Pucynok 2.4 — Bwmict karanory Prefabs

VY nanomy kaTano31l HasBHI J[Ba IiJIKaTanora:

— components - el KaTajaor 3a3BHYail MICTUTh y cO01 OKpeMi YaCTUHU
ab0 Moy, SKI MOKHa BUKOPUCTOBYBATH ISl CTBOPEHHS CKJIAAHIMIMX 00’ €KTIB ab0
byHKIIN y Tpi;

— counters — JaHOMY BHUIAJKy MICTUTh OO €KTH $KI HEOIHOPa30BO

BUKOPHCTOBYIOTBCS Yy Ipi.
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Scenes MICTUTh OCHOBHI OJIOKH, SIKI MPEACTABIISIIOTH COOOK0 OKpeMi PiBHI,
MEHI0,eKpaHHl 1HTepdericu abo OyAab-sKlI 1HIII YAaCTUHU NPOEKTY SIKI BUMAararoTh
PI3HHMX HAJAIITYBaHb 1 €JIEMEHTIB.

ScriptableObjects (puc. 2.5) karanor, SKWil MICTUTh Yy €001 Kjacu, sKi
ABJISIIOTHCS TIOTYKHUM 1HCTPYMEHTOM JJisl 30€piraHHs 1 yIpaBlliHHA JaHUMH. Bonu
JAI0Th MOYJIMBICTH CTBOPIOBATH 00'€KTH 5IK1 HE MPUB'sI3aH1 IO CIIEHH YU KOHKPETHOTO
IrpoBoro o0'ekTa, IO Ja€ MOXJIMBICTh 30epiratv JaHl HE3AJIEKHO BiJl ITPOBUX

00'eKTiB.

BB Componentso 24.05.2024 21:51 Manka gaknis
S Recipeso 3 2024 1:40 Manka daknis

B componentSO.meta 2 24 16:14 Train META

B RecipeSO.meta ( @aitn META

Pucynok 2.5 — Bmicr karanory ScriptableObjects

[Tinkaramoru ComponentSO Ta RecipeSO sBisie cob6or0 Habip KOMIOHEHTIB,
SIKi BUKOPUCTOBYIOTHCS JUISI KOMITOHYBAHHSI IEBHUX ACTIEKTIB MPOEKTY.

Scripts (puc. 2.6) € OCHOBHHM KaTajoroMm Jjisi 30epiraHHs ycCiX CKpHIITIB
npoekty. lLle [1o3Bossse Jerko 1 OpraHi3oBaHO 3HAXOAWUTU CKPHITH, IO
BUKOPHCTOBYIOTbCSL JUISI YIPaBIIHHS JIOTIKOIO TpH, B3a€EMOAIl MDK 00'€KTaMu,
00pOOKHM IMOAIH Ta IHIINUX 3aBIaHb.

Buainumo kiibka HaloCHOBHIIMX (aiiiiB (aitnu:

— player.cs — BiamoBia€e 3a JIOTIKy TOJOBHOTO T€pos Ta HOTo B3a€MOIIIO 3
IHIIUMHU 00’ €EKTaMU;

— components.cs — BIJIMOBIJA€ 32 JOTIKY KOMIIOHEHTIB;

— deliveryManager.cs - BIZIIOBIIa€ 32 TEHEPAIIiIO 3aMOBJICHb.

Settings naHuii KaTajaor BUKOPUCTOBYETHCS Il 30€piraHHsl pi3HOMAaHITHHUX
HaJIAIITYBaHb MPOEKTY, TAKUX AK KOH(ITYypallis TpH, HaJallTyBaHHS rpadiku,3ByKy Ta

IHIIUX TapaMeTpiB SKi SBJISIOTHCS JIETKOJOCTYMHUMHU Ta SIKI MalOTh MOXJIHBICTH
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penaryBatucs. lle nomomarae neHTpasnizyBaTH YIpPaBIiHHS HaJallITyBaHHSMH, IO

pPOOUTH iX JIETIIMMHU JJIs1 NIATPUMKH 1 3MIHH.

B Gamelnput.cs.meta

B |ComponentObjectParent.cs

[El Player.cs

B Piayercameta

[&l PlayerAnim

B DeliveryCounter.cs.meta [Bl SelectedCounterVisual.cs

[B) DeliveryManager.cs B selectedCounterVisual.cs.meta

Pucynok 2.6 — BMmict karanory Scripts

Shaders karanmor pans 30epiranHs Bcix 1weiaepiB npoekty. Illeitnepu
BUKOPUCTOBYIOTBHCSI I CTBOPEHHSI BI3yalbHMX €(EKTiB, TAKOX Ui BHU3HAYCHHS
TOTO, SIK OyIyTh BUDJISIAATH OO'€KTH NIPH B1IOOpaKeHH1 Ha €KpaHi, 1 JyIs YIpaBIiHHS
CKJIagHUMU TpadiuHuMU Tpouecamu. llpaBuiibHa opraHizaiiss JaHOTO KaTajory
3a0€3MeunTh MOPSIIOK Ta €PEKTUBHE YIPABIIIHHS rpadiYyHUMU PECYpPCaMU MTPOEKTY.

TextMesh Pro karanor sikuilf MicTUTh B c001 ¢aiiiam, 1110 NoB's13aHi 3 mpudTamu
Ta HAJIAITYBAaHHSIMU TEKCTY, SIKi BUKOPUCTOBYIOTHCSI B IIPOECKTI.

VNB-Gaming Set - karagor B SIKOMy MICTATbCS 3aBaHTaXCHH1 3 30BHIIIHBOTO
pecypcy aceTH, IesiKi eJIeMEHTH BUKOPUCTOBYIOTHCSI B CAMOMY MPOEKTI.

[lepeBaxkxHo yci ¢ailiu 3 pO3MIMPEHHSM .meta CTBOPIOIOTHCS aBTOMATUYHO
CepelIoBUIIIEeM TIPH JI0JaBaHHI a00 3MiHI pecypciB Ta 00'eKTiB y TpoekTi. BoHwu
BUKOPHCTOBYIOTHCS Ui 30€piraHHs JOJaTKOBOI 1H(OpMarlii, a came HajallTyBaHHS
KOMITOHEHTIB, TE€TH, IIapyu Ta TMOCWIaHHSA Ha 1HmI pecypcu. lle mospomsie Unity
30epiratu iHdoOpMaIlilo, sKa HE BXOIUTH Oe3mocepeaHbo 10 dainy ol'ekTa, aie

0e3mocepeIHbO BAXKIIMBA JIJISI TPABUIILHOT POOOTH TIPOEKTY.
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BucHoBkH 10 po3aiiay 2

Bubip 3aco6iB s peamizanii rpu OyB 3mIMCHEHHMI 3 ypaxyBaHHSM iXHbOI
MOTY>KHOCTi, TPOCTOTH BHKOPHCTAHHA Ta MIATPUMKHA IIUPOKOTO  CIEKTPY
moxuBocted. Unity, sIK OCHOBHHUU IrpoBUil ABUTYH, OyB oOpaHMii 3a HOro
YHIBEPCAIBHICTh, MPOAYKTHUBHICTh Ta MIATPUMKY pi3HUX IutargopM, a MoBa
nporpaMmyBaHHsi C# BHUKOPUCTOBYETHCS JJIs peajizallii 1rpoBoOi JIOTIKA Ta CKPUIITIB,
3aBOSKM CBOiM mpocToTi Ta iHTerpamii 3 Unity. Blender BukopucToByeThCs miis
CTBOPEHHSI BI3yaJlbHUX €JIEMEHTIB I'PH 3aBASIKUA CBOill OE3KOIITOBHOCTI, THYYKOCTI Ta
BEJIMKOMY HAaOOpy 1HCTPYMEHTIB JIJIsl MOACTIOBaHHS Ta aHIMaIlii.

3aranpHa CTPYKTypa MPOEKTY HAJla€ YiTKE YSBIEHHS MPO OpraHizailiio Trpw,
3a0e3Meuyour JIOTIYHICTh Ta JOCTYIHICTh pPecypciB sl po3pOOHHKIB, a TaKOX

edeKkTuBHY poOOTY 3 HUMH ITiJT YaC pO3POOKHU Ta MIATPUMKHU TIPOECKTY.
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3. PEAJII3AIIA TA TECTYBAHHA CUCTEMUA

3.1. Peanizanis cucremMun

VY nmaHomy po3IUTl MPEACTaBICHO peai3aliio Tpu, po3polrIeHoi B pamkax
KBaTiPikaniifHoi poOoTH. OCHOBHOIO METOIO PO3POOKH OYyJI0 CTBOPEHHS €(PEKTUBHOIO
Ta 3aXOILTIOI0YOr0 IrPOBOTO MPOTrpaMHOro 3abe3neueHHs. sl TOCATHEHHS €l METH
OyJIi BUKOPUCTAH1 Cy4yacH1 METOJIY Ta IMiIXOHU J0 PO3POOKHU 1rop.

Y 1mpomy po3auni Oyae AeTadbHO PO3MISIHYTO, K Oyla po3pobieHa irposa
JoTiKa TepcoHaXka, BKIIOYAIOYM MOTO PYXH Ta B3a€EMOMII0 3 IHIIUMH ITPOBUMH
esemeHTamu. Iloka3zaHi pparMeHTH KOy UTFOCTPYIOTh KJIFOUOBI MPOTPaMHI PIIIEHHS
Ta METO/IM, BUKOPUCTAaHI JIJIs 3a0€3MeueHHS 3aX0IUII0I0401 MOBEAIHKY MEPCOHAXKA.

Posrnssaemo kox daiiny Player:

public static Player Instance

{
get; private set;
}
public event EventHandler OnPickedSomething;
public event EventHandler<OnSelectedCounterChangedEventArgs>
OnSelectedCounterChanged;
public class OnSelectedCounterChangedEventArgs : EventArgs
{
public BaseCounter selectedCounter;
}
[SerializeField] private float moveSpeed = 7f;
[SerializeField] private GameInput gamelnput;
[SerializeField] private LayerMask counterLayerMask;

[SerializeField] private Transform componentObjectHoldPoint;

Jlana yactuHa kon orosonnye kiac Player 3 peanmizamiero mab6nony Singleton,

JIO3BOJISIFOUM JIMIIIE OAWH €K3eMIUISIp IOTO Kjacy B rpi. BiH Takox mae Bl MOIIi:
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OJIHa JIJIT MOMEHTY, KoJii TpaBels migoupae npeamet (OnPickedSomething), a apyra
JUIE MOMEHTY, KOJIK 3MIHIO€ThCsl BuOpanuii munmibHUK (OnSelectedCounterChanged).
Kpim Toro, BiH BHU3Ha4ae KijdbKa IMOJIB, SIKI MOXYTh OyTH HaJallITOBaHI 4Yepes
iHcniektop Unity, Takux SK HIBUAKICTb PyXy TpaBls, BBIJ TpaBlsd, Macka Liapy

JIYUIBHUKIB Ta TOYKA TpUMaHHS 00'ekTiB [13].

private bool isWalking;
private Vector3 lastInteractDir;
private BaseCounter selectedCounter;
private Component component;
private void Awake ()
{
if (Instance != null)
{
Debug.LogError ("There is more than one Player
instance") ;
}
Instance = this;
}
private void Start()
{
gameInput.OnInteractAction += GamelInput OnlInteractAction;
}
private void GameInput OnInteractAction (object sender,
System.EventArgs e)
{
i1f (selectedCounter != null)
{

selectedCounter.Interact (this);

et ko O3BOJISIE TPABIIIO B3AEMOAISATH 3 00'€eKTaMU (JIYMIBHUKAMHU) y TPi 3a
JIOTIOMOTO10 BBOAY, 0Op0oOIIIOI0YH BiAMOBIAHI i1 uepes noxaii. [Tons 36epiratots
1H(}OopMaLlito PO CTaH I'PaBIisl, OCTAHHIN HAPAMOK B3a€MO/Iii, BAOPAHUI JTIUUIIbHUK

1 komroHeHT. Metox Awake peanizye Singleton, rapanTyiouw, 110 € TIIBKA OIUH
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exzeMIuisip Player. Meton Start mignucyeThCsi Ha MO0 B3aEMOIIT 3 BBOY T'PaBIIf.
Meron Gamelnput OnlnteractAction oOpo0isie moait0 B3a€MOI11, BUKIIMKAIOYU

meto Interact Ha BUOpaHOMY JIYMIIBHUKY, SIKIIIO BiH ICHYE.

private void Update ()
{
HandleMovement () ;

HandleInteractions () ;

}
public bool IsWalking()

{

return isWalking;

private void HandleInteractions ()

{
Vector2 inputVector =

gameInput.GetMovementVectorNormalized () ;

Vector3 moveDir = new Vector3 (inputVector.x, 0f,
inputVector.y);
if (moveDir != Vector3.zero)

{

lastInteractDir = moveDir;

Kon Buknukae meronun HandleMovement 1 HandleInteractions, koxkeH kaap s
00poOKU pyxy 1 B3aemoiii nepcoHaxa 3 oroueHHs M. Meron IsWalking noBeprae cran
xonpOu mepcoHaxka uepe3 3miHHy isWalking. ¥V wmeromi Handlelnteractions
BIJIOYBa€ThCA IMEpPEBIpKAa HAIPSIMKY pyXy Ha OCHOBI BBEICHHS KOpUCTyBaya 1

OHOBIIOETHCS 3MiHHA lastInteractDir, SIKIIIO BEKTOp pyXy HE € HYJbOBHUM.

float interactDistance = 2f;
if (Physics.Raycast(transform.position, lastInteractDir,
out RaycastHit raycastHit, interactDistance, counterlLayerMask))

{
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if (raycastHit.transform.TryGetComponent (out
BaseCounter baseCounter))

{

if (baseCounter != selectedCounter)

{

SetSelectedCounter (baseCounter) ;

Ieit pparmMeHT KOy MpU3HAYCHUH ISl BUSHAUCHHS 00'€KTIB, K1 3HAXOASITHCS
B 11011 30py (200 B MeXax JAOCSKHOCTI) 1 MatoTh KomnoHeHT BaseCounter. fIkiio
Takui 00'€KT 3HAMACHUH 1 BIH BIJPI3HAETHCS Bl IOTOYHOTO BUOPAHOTO 00'€KTa

(selectedCounter), BiH cTa€ HOBUM BUOPAHUM 00'€KTOM.

} else

{
SetSelectedCounter (null) ;

}

lelse

{
SetSelectedCounter (null) ;

}

private void HandleMovement ()

{

Vector2 inputVector =

gameInput.GetMovementVectorNormalized () ;

Vector3 moveDir = new Vector3 (inputVector.x, 0f,

inputVector.y);

IIs1 ywactuHa KoMy O0OpOOJIsiE B3aeMOJIi MepcoHa)ka 3 O0'€KTaMU Ha TEBHIN
BIJICTaHI (32 JIONOMOIOK I1HAMKaTopa BUOOpPY MNpEeaMETy, SKUH MIACBIYY€ NMEBHHM
IpeaMET) 1 pyX IMepcoHa)ka Ha OCHOBI KOPHCTYBAIILKOTO BBEACHHS. SKIINO MPOMiHb
BIIy4ya€e B O0'€KT, BiH MepeBipsie HagBHICTH KoMmoHeHTa BaseCounter 1 BCTaHOBIIO€E

1ieit 00'€KT SIK BUOPAHUIA.
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float moveDistance = moveSpeed * Time.deltaTime;

float playerRadius = .7f;

float playerHeight = 2f;

bool canMove = !Physics.CapsuleCast (transform.position,
transform.position + Vector3.up * playerHeight, playerRadius, moveDir,

moveDistance) ;

[{s yacTuHa KOy OOYMCIIIOE BIJICTAHb, SIKY MEPCOHAXK MOBUHEH MPONTH 3a Liei
KaJp, BU3HAUa€ pO3MipH KarCylH, sika IpeACTaBisge 00'eM MepcoHaxa, 1 mepeBipsie,
Y € MEpelIKOM Ha HUIAXY pyXy L€l Karncyiau. SIKIo Ha HUISIXYy HEMae MEepenIKo,

NIEPCOHAX MOYKE PYXaTUCA B 3aJaHOMY HalpPSIMKY.

if (!canMove)
{
//Axmo He BIaeThcs nepeMicruruchs 3a moveDir
//PobumMo pyx Jume no oci X
Vector3 moveDirX = new Vector3 (moveDir.x, O,
0) .normalized;
canMove = !Physics.CapsuleCast (transform.position,
transform.position + Vector3.up * playerHeight, playerRadius, moveDirX,
moveDistance) ;
if (canMove)
{
//Pyx Tinpku mno oci X

moveDir = moveDirX;
else

//AKmo pyx mo ocl X HEMOXIJIMBUMA

//Toni pobmmMo pyx MO oci Z

Vector3 moveDirZ = new Vector3(0, O,
moveDir.z) .normalized;

canMove = !Physics.CapsuleCast (transform.position,
transform.position + Vector3.up * playerHeight, playerRadius, moveDirZz,

moveDistance) ;
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Ilefi xox mepeBipsie MOXIUBICTD PYyXy IHEPCOHAXKAa Yy BHIAIKY, SKIIO
MOYAaTKOBUI HampsiMOK 3abimokoBaHuil. CriodaTky mpoOye pyXxaTHCs TUTbKH MO OCl X,
a SKII0 116 HEMOXKJIMBO, TO MO oci Z. SKimo pyx mo ojaHii 3 ocell MOXKIMBHUH, TO

BIJIMOBIAHUHN HAMPSIMOK CTa€ HOBUM HAIPSMKOM PyXy nepcoHaxa[§].

if (canMove)

{
//PyxX TiJbKM IO OCl Z

moveDir = moveDirz;
else

//Pyx He MOXJIMBUM H1 no gkini oci

if (canMove)
{

transform.position += moveDir * moveDistance;
}

isWalking = moveDir != Vector3.zero;

float rotateSpeed = 15f;
transform.forward = Vector3.Slerp (transform.forward,

moveDir, Time.deltaTime * rotateSpeed);

Ils yacTMHa KOAy 3aBepuIye OOpOOKy pyXy TEepCOHaXa, MepeBipsIoun
MOXJIMBICTh PyXy MO OCi Z, SKIIO pyX MO oci X HEMOXXJIUBHUH, 1 OHOBIIIOE MO3UIIIIO
NepcoHaxa, SKIo pyx MoxkiauBuil. Kpim Toro, oHoBmtoeTbest 3minHa is Walking, 1o
BKa3y€ Ha T€, UM PYyXa€ThCs TEPCOHaX, 1 HAMpsIMOK OOepTaHHA TEepCOHaXka 3a

JIOTIOMOTOFO TIJIaBHOT 1HTEPITOMIAIIIT.

private void SetSelectedCounter (BaseCounter selectedCounter)
{
this.selectedCounter = selectedCounter;
OnSelectedCounterChanged?.Invoke (this, new

OnSelectedCounterChangedEventArgs
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selectedCounter = selectedCounter

)
}

public Transform GetComponentFollowTransofrm()

{

return componentObjectHoldPoint;

SetSelectedCounter(BaseCounter selectedCounter): OHoBt0€ BUOpaHuii
o0'ext selectedCounter 1 Buknukae noairo OnSelectedCounterChanged asns
noBigomieHHs mpo 3miHy. GetComponentFollowTransofrm(): IToseprae Transform
o0'ekta componentObjectHoldPoint, 1110 BUKOpUCTOBY€ThCA K TOUKA JJI1 yTPUMAaHHS

a0o0 ciiayBaHHS 1HIIMX 00'€KTIB.

public void SetComponent (Component component)
{

this.component = component;

if (component != null)

{
OnPickedSomething?.Invoke (this, EventArgs.Empty);

}
public Component GetComponent ()

{

return component;

}

public void ClearComponent ()

{

component = null;

}
public bool HasComponent ()

{

return component != null;
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[leit xom BKIIIOUAE METOAU JJIsi OOpoOKM BUOpaHOro 00'€kTa (JIYMIBLHUKA) 1

B3a€MOI1 3 KOMIIOHEHTAMM.

Kon ¢aiiny PlayerAnimator:

public class PlayerAnimator : MonoBehaviour
{
private const string IS WALKING = "IsWalking";
[SerializeField] private Player player;
private Animator animator;
private void Awake ()
{
animator = GetComponent<Animator>():;
}
private void Update ()
{

animator.SetBool (IS WALKING, player.IsWalking()):;

Jlanuii Koj BIJINOBiAA€ 3a aHiMallilo rpaBiisl. BiH CHHXpOHI3y€e CTaH aHIMAIlll 3
MOTOYHUM CTAHOM TpaBisl Ta Woro pyxom. Takum uymHoM kiac ‘PlayerAnimator’
3a0e3mneuye aBTOMaTUYHE OHOBJICHHS aHIMAIIMHOIO CTaHy TpaBIlsi HA OCOHOBI HOTO

[IOTOYHUX M.

Kon daiiny Gamelnput:

public class Gamelnput : MonoBehaviour
{
public event EventHandler OnInteractAction;
private PlayerInputActions playerInputActions;
private void Awake ()
{
playerInputActions = new PlayerInputActions();
playerInputActions.Player.Enable();

playerInputActions.Player.Interact.performed +=

Interact performed;

}
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Jlana yacTuHa KOy MOKa3ye, sSIK HAJIalITyBaTh 00OpOOKY BBOJY 3a JIOMOMOIOIO
Input System. Bin cTBoproe HOBHit ex3eMIuisip kiacy PlayerInputActions, akTuBye

H0T0 1 MAMUCY€E HA MO0, IKa BUKJIMKAETHCS TIPU B3a€MO/IIT TPABIIS.

private void

Interact performed(UnityEngine.InputSystem.InputAction.CallbackContext
obj)

OnInteractAction?.Invoke (this, EventArgs.Empty);
}

public Vector2 GetMovementVectorNormalized() {
Vector?2 inputVector =
playerInputActions.Player.Move.ReadValue<Vector2> () ;
inputVector = inputVector.normalized;

return inputVector;

}
Hanuii konm 3abe3neduye OOpoOKy B3aeMOAll Ta pyxXy TrpaBUsd 3 I1HIIUMHU
KOMITOHEHTaMHU T'PH, BUKOPUCTOBYtouH momii(iBeHTu)[ 10].

Kon ¢aitny BaseCounter:

public class BaseCounter : MonoBehaviour, IComponentObjectParent

{

[SerializeField] private Transform counterTopPoint;
private Component component;
public virtual void Interact (Player player)

{

Debug.LogError ("BaseCounter.Interact();");

}

public Transform GetComponentFollowTransofrm ()

{

return counterTopPoint;

Le xon Bu3Hauyae kiac BaseCounter, sxuii Hachigye Big MonoBehaviour i1

peanizye inTepdeiic [ComponentObjectParent.
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public void SetComponent (Component component)
{
this.component = component;
}
public Component GetComponent ()
{
return component;
}
public void ClearComponent ()
{
component = null;
}
public bool HasComponent ()
{

return component != null;

Kiac, cnyrye nist cTBOpeHHsI 1HTEpaKTUBHUX 00’ €KTIB y Ipi, IO 3a0e3neuye
0a30By (PYHKIIIOHAJIBHICTD ISl pOOOTH 3 KOMIIOHEHTAMH Ta B3a€MOJIIT 3 TpaBIIEM.

Kon ¢aiiny ClearCounter:

public class ClearCounter : BaseCounter
{
[SerializeField] private ComponentSO componentSO;
public override void Interact (Player player)
{
if (!HasComponent ())
{
// KommnoHneHTa HeMma
if (player.HasComponent ())
{

//TpaBelb mMOChH HeCe B pPyKax

player.GetComponent () . SetComponentObjectParent (this) ;
}
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B naniit yactuni vige oronomenns kiaacy ClearCounter, sikuil Haciaye Bij
BaseCounter. Ile o3nagae, mo ClearCounter yciaakoBy€e BCi BIIaCTUBOCTI Ta METOIA
BaseCounter, a Takox MOke iX IepeBU3HAYATH 1 TOJIaBaTH HOB1. ATpUOyT
[SerializeField] no3Bonsie BinoOpakatu nmpuBaTHy 3MiHHY componentSO B iHCIIEKTOp1

Unity.
else

//TpaBellb HeMae HI1UOTO B pPyKax
}
} else
{
//KOMIIOHEHT €
if (player.HasComponent ())
{
//TpaBellb mMOChH HeCe B pPyKax
if (player.GetComponent () .TryGetCase (out
CaseComponentObject caseComponentObject))
{
//TpaBellb TPMMAE CUCTEMHUK
if
(caseComponentObject.TryAddComponent (GetComponent () .GetComponentSO () )) {
GetComponent () .DestroySelf () ;

Posrnsinemo npogosxennst merony Interact kiacy ClearCounter. el Mmeton
nepeBipsie CTaH KOMIIOHEHTIB, SIK1 rpaBelb Hece a0o sIKi BXKE 3HAXOASITHCS Ha TyMOl, i

BIJIMOBIAHUM YHHOM 00pOOJIsi€ B3a€MOIIIO.

} else

{
if (GetComponent () .TryGetCase (out

caseComponentObject))
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if
(caseComponentObject.TryAddComponent (player.GetComponent () . GetComponent
SO ()))

player.GetComponent () .DestroySelf () ;

else

//TpaBelub HeMae H1UYOTO B pykKax

GetComponent () . SetComponentObjectParent (player) ;

Jlanuit ko J0Ja€ KOHKPETHY JIOTIKY JUisi poOOTH 3 KOMITOHEHTaMH,
3a0e3neuyour IpHv I[bOMY IHTEPAKTHBHICTh 1 THYYKICTh B3a€MOJII MK TPaBLIEM 1
00’€KTaMHu rpH.

Kon ¢aiiny DeliveryManager:

public class DeliveryManager : MonoBehaviour
{
public static DeliveryManager Instace { get; private set; }

[SerializeField] private RecipelistSO recipelListSO;

private List<RecipeSO> waitingRecipeSOList;
private float spawnRecipeTimer;

private float spawnRecipeTimerMax = 4f;
private int waitingRecipesMax = 4;

private void Awake ()

{

Instace = this;
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waitingRecipeSOList = new List<RecipeSO>();

Kon peanizoBye ynpaBiiiHHS TOCTaBKOIO 3aMOBIIEHb y Tpy. BiH 30epirae ciucok
OYIKYyIOUMX 3aMOBJICHb, BCTAHOBIIIOE TaWMep JUIsl MOSIBU HOBUX 3aMOBJIEHb Ta

BHU3HAYa€ MAaKCUMAJIbHY KIJIbKICTh O4IKYIOUHUX 3aMOBJIEHb.

private void Update ()

{
spawnRecipeTimer -= Time.deltaTime;
if (spawnRecipeTimer <= 0f)
{

spawnRecipeTimer = spawnRecipeTimerMax;

if (waitingRecipeSOList.Count < waitingRecipesMax)
{
RecipeSO waitingRecipeSO =
recipelistSO.recipeSOList [Random.Range (0,
recipelistSO.recipeSOList.Count) ];
Debug.Log (waitingRecipeSO.recipeName) ;

waitingRecipeSOList.Add (waitingRecipeSO) ;

Hanuit ¢QparMeHT KOXKEeH KaJp BIJCIIIKOBYE TailMep JUisl TMOSBU HOBOTO
3aMOBJICHHS. SIKII0 TaiiMep Aocsrae Hyis, BiH 0OMpae BHUIIAJKOBE 3aMOBJICHHS 31
CIHMCKY JOCTYIHHUX 3aMOBJIEHb 1 10JIa€ HOro 0 CIHUCKY OYIKYIOUHX 3aMOBJIEHb, SIKIIIO
KUIBKICTh 3aMOBJIEHb Yy CIOUCKY HE€ TMEpEBHILYE MAKCUMAJIbHO JOMYCTUMY

KUTIBKICTB[ 7].

public void DeliverRecipe (CaseComponentObject
caseComponentObject)
{
for (int i = 0; 1 < waitingRecipeSOList.Count; i++)

{
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RecipeSO waitingRecipeSO = waitingRecipeSOList[i];

if (waitingRecipeSO.componentSOList.Count ==
caseComponentObject.GetComponentSOList () .Count)
{
bool caseContentMatchesRecipe = true;
foreach (ComponentSO recipeComponentSO in

waitingRecipeSO.componentSOList)

{

bool componentFound = false;

Leli xox MOYMHAE MPOIEC MEPEBIPKU TOTO, YW BIANOBIIAIOTH KOMIIOHEHTH Y
caseComponentObject 3amoBieHHt0. Jlami BiH mnepeOupae BCi KOMIOHEHTH Y

3aMOBJICHHI Ta ITIyKa€ BIAMOBIIHI kKoMIoHeHTH y caseComponentObject.

foreach (ComponentSO caseComponentSO in
caseComponentObject.GetComponentSOList ())
{

if (caseComponentSO == recipeComponentsSO)
{
componentFound = true;
break;
}
}
if (!componentFound)
{
caseContentMatchesRecipe = false;

Kon nmepeBipsie, un kommoHneHTy B 00'ekTi caseComponentObject BiAMOBIAAIOTH

MIEBHOMY 3aMOBJICHHIO, MPeJICTaBlIeHOMY 3MiHHOIO recipeComponentSO.

if (caseContentMatchesRecipe)
{
Debug.Log ("I'paBelub BiONapBMB IPABUIILHY

30ipky") ;
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waitingRecipeSOList.RemoveAt (i) ;

return;

}

Debug.Log ("I'paBelub He BianpaBuB NOpaBUIbHY 301ipky");

Januii  ¢parMeHT 3aKkiH4ye TEpeBipKy BIJAMOBIAHOCTI KOMIIOHEHTIB Y
caseComponentObject 3amoBieHH0. Skmo xomgHa 30ipka HE BiAMOBimae
3aMOBJICHHIO, TO BHBOAMTHCS TOBITOMJICHHS, 1[0 TPaBellb HE BiAMPABUB MPaBUIbHY

301pKYy.

3.2 TectyBaHHs1 pOOOTH CHCTEMHU

TectyBanHs mnepeminieHHsT TepcoHaxka (puc. 3.1), B KOHCOJI BHUBOJUTHCS
HMIBUAKICTh 3aBaHTaXEeHHs (ailiny Ta nae (index 4u Mpamioe cucreMa rnepeMileHHs
nepcoHaxa. Jlorika mosisirae B TOMy, 10 KOJIM KOPUCTYBau HAaTHCKAa€ ONHY 3 KJIABIII
“W, A, S, D” abo cTpuiku Ha KjaBiaTypl, TO MEPCOHAX PYXA€ThCSA Y BIAMOBIIHY

CTOpPOHY.

PucyHnok 3.1 — TectyBaHHS JIOT1KM TIEPEMIIIECHHS
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TectyBanHsa Kkomizii mepen ii peamizaiiero (puc. 3.2), MEPCOHaX MPOXOAUTH
Kpi3b 00’ektH. [Ipu CTBOpEHHI 1HIIMX O0’€KTIB MEPCOHAX MPOXOAUTH KpPi3b CTIHH,

OCKUIBKH JIOT1Ka 31TKHEHb 3 00’ €KTaMH I11¢ He Oyia peaizoBaHa 11e € HOPMOIO.

1 L i i lﬁ “

Pucynok 3.2 — TectyBanHs B3aemojii 3 00'ekTaMu J10 peaizamii Koji3ii

TectyBanHs komi3ii micin ii peamizamii(puc. 3.3), B pe3yibrari BAKOHAHHS KOAY,

MEPCOHAX 3aMICTh TOTO 100 MPOXOAUTH - “BAAPSIETHCA” B IHIIHHN 00’ €KT.

Pucynok 3.3 — TectyBanHs B3aeMoii 3 00'ekTamu micist peasizamii Komizii
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TectyBanHsa peanizaimii BuOopy o00’ekta (puc. 3.4), moO rpaBisM Oyiio
3po3yMifiie 3 SKUM O0’€KTOM TepCOHaXX Oyae B3aeMomiiaTd, Oyno BHUPILICHO

1JICBIYYBaTH 00’ EKTHU 3 SIKUM OCh OCh B1IOYICTHCS B3a€EMOIIS.

Pucynok 3.4 — TectyBanHus BUOOpY 00'ekTa

TectyBanHs B3aeMoii 3 00’ exkTamu (puc. 3.5), mepcoHak MoXke OpaTu 00’ €KTH

3 TyMO Ta CTaBHUTH iX Ha3al.

Pucynok 3.5 — TectyBanHs B3aemo/iii 3 00'ekTaMu
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TecTyBaHHs B3a€MO/IIi MEPCOHAXKA 31 CXOBUIIEM KOMILIEKTYIOUuX (puc. 3.7), €

Ba)KJIMBUM, OCKIJIBKH II€ OJHA 3 TOJOBHUX MEXaHIK.

Pucynok 3.7 — TecTyBaHHS B3aeMO/I1i IEPCOHAXKA 31 CXOBUIIIEM KOMITJIEKTYIOUHX

JIJisi KO’)KHOT KOMITJIEKTYIOUOi € CBOSI OKpeMa TymOa, 3BIJIKM MEepcoHax Oyne ii
Opatu AJi4 CBOiX 3aMOBJIEHb, TYT BaXJIMBO 00 KOMIIOHEHTH HE TOBTOPIOBAIUCH.

VY rpi peamizoBaHa (yHKIiSI BUAANEHHS TpenaMery (puc. 3.8), sSKIO TpaBelb
BUIQIKOBO B35IB HE TOM KOMIIOHEHT IO MOTPiOHO, ab0 MPOCTO XO4Ye BUKHUHYTHU
JMIIHIA KOMIIOHEHT, 1151 (yHKIIis Oyina peanizoBaHa y BUIVISAI CMITHHKA, IO JOAAE TPl

TPIIIKK TYMODY.

Pucynok 3.8 — TectyBaHHS BUajJeHHS KOMIIOHEHTa 3 poO040i 06acTi
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VY BIAMOBITHOMY MicClli TE€HEPYIOThCS CUCTEMHI O10ku (puc. 3.9), siki rpaBelb
BUKOPUCTOBYBATUME B MOJAJIBIIOMY JUUISl 3AMOBJIEHHSI, CUCTEMHI OJOKH T'€HEPYIOThCS

y MakCUMaJbHIM KUTbKOCTI 411IT, 8 TAKOXK I'PaBEllb OIpa3y MOXKE B3aEMOAISTH 3 HUMHU.

Pucynok 3.9 — TecTyBaHHs reHepallli CMCTEMHHUX OJIOKIB Ta B3a€EMO/I1i 3 HUMH

Bizyanbne BigoOpakeHHs KOMIOHEHTIB (puc. 3.10), siKi rpaBelb MOMICTUB y

CUCTEMHUH OJIOK.

Pucynok 3.10 — TectyBaHHSI BiJJ0Opa)K€HHsI TOMIIIIEHUX KOMIIOHEHTIB
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BucHoBok 10 po3uiny 3

Y  nmanomy posauri  Oylno  peTeNbHO  PO3MISHYTO — peaji3alfiio  Ipw,
30CEPEeKYIOUNCh Ha KITIOUOBUX acCleKTax, TaKuX fK irpoBa JIOTiKa IMEpCOHaxa,
B3aEMOJisl 3 o0'ekTaMm Ta OOpoOKa BBEACHHS TPaBIs. 3aBISKH BUKOPHUCTAHHIO
Cy4YacHUX METOJIB PO3POOKH Irop Ta MIMOOKOMY aHajli3y KOIY, BAAJIOCS CTBOPUTH
e(eKTHBHE Ta I[IKaBe MporpaMHe 3a0e3MeYeHHS.

[IpoBeneni TecTu BUSIBUIM Pi3HI aCMEKTH (PYHKI[IOHYBaHHS TpH, Taki SK
NPaBUIBHICTh TEPEMIIIEHHSI MEPCOHa)Ka, KOPEKTHICTh B3a€MOJli 3 o0'ekTamu Ta
HAJICXKHICTh peajizallii OCHOBHUX MEXaHIK IpH.

Pesynbrat TecTyBaHHS MIATBEPAWIM MpalEe3aTHICTh Ta €(QEKTUBHICTD
CUCTEMU TpH, a TAKOXK BUSIBUIU MOXIIMBI MPOOIEMH Ta HEAOMIKH, SIKI OyJ0 YCHIIIHO
BUIIpaBIIEHO. [Hy4Ka CTpyKTypa KOAY Ta BUKOPUCTAHHS ONTHUMAJIbHUX aJTOPUTMIB

JTO3BOJIVJIM JOCATTH BUCOKOI IKOCTI Ta CTA0OJILHOCTI TEUMILIEIO.
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BUCHOBKH

B npoueci Bukonanus podotu Oyno crnpoekToBaHo 3D Tpy 3 BUINIAIOM 3BEpXY
Ha 6a3i irpoBoro asuryHa Unity.

B nepmomy pozaini Oysno 341MCHEHO aHali3 MpeAMETHOI 00JacTi, PO3NISIHYTO
aHaJIOTU Ta BUKOHAHO MOCTAHOBKY 3a/1a4i.

B npyromy poznini Oyno omucaHO CTEK TEXHOJIOTIH, IO BKJIIOYA€E 1rPOBHUH
neuryH Unity, moBy nporpamyBanHs C#, 3D-naker Blender, a Takox 1HII1 pecypcH,
TaKi sIK aCCETHU, 3BYKOB1 €(DEKTH.

Bapro 3a3nauutu, mo Unity ciyrye gyHaamMeHTOM il BIpTyaJIbHOTO CBITY,
HAJAI04YM IMIAPOKUN CIEKTp IHCTPYMEHTIB Uisi poOoTH 3 Tpadikoro, aHIMAIIIEIO,
3BYKOM, (p13MKOIO Ta IrpoBOIO JOTi1KOIW. C# BUKOPUCTOBYETHCS JIJISI CTBOPEHHS 1TPOBOIi
JIOTIKM Ta CKPUIMTIB, 3a0€3ME€4UyI0YN €JIEraHTHUN CUHTAKCHUC, MOTYKHI MOXKJIMBOCTI Ta
BHUCOKY mMponykTuBHICTh. Blender 3actocoByethcs mist ctBopeHHs 3D-mopenei,
aHIMaliid Ta JAeKopalliii, poOJasyu BIPTyaJbHUM CBIT BI3yaJdbHO BPAKAIOUUM Ta
peaiCTUYHUM.

3aranoMm, OOpaHUN CTEK TEXHOJIOTIH JO3BOJUB CTBOPUTH 3axXOIUIIOIOUY Ta
BI3yaJIbHO MPUBAOIMBY TPy, Ka BIANOBIAA€ BCIM MOCTABICHUM BUMOTaM.

B Ttperromy po3nini ommcaHo peamizaiiio rpu. bymo mpeacTaBieHO Koo
KJIFOYOBUX KOMIIOHEHTIB I'PH, a TAKOX MPOJIEMOHCTPOBAHO PE3YyIbTaTH TECTYBaHHSI.

OCHOBHI MOMEHTH peai3ali:

—  JIOTiKa TMEpCOHaXka: NEpPCOHaXX MOXKE KepyBaTHCS 3a JOMOMOIOIO
KJIaB1aTypHu, MEpPEMIIATUCS, B3AEMOIATU 3 00'eKTaMu, MiAOMpATH Ta PO3MILLYBaTU
KOMIIOHEHTH KOMI'I0Tepa;

—  poOoTa 3 KOMIIOHEHTAMH: TpaBellb MOXKE MIIOMPATH KOMIIOHEHTH 3 TyMO,
PO3MILYBATH iX Y CHCTEMHHX OJIOKaX, a TAKOK BUJIAJISATH 1X 3 poO0YOi 00acTi;

—  CcHCTEeMa 3aMOBJICHb: I'pa T€HEpPY€E 3aMOBIICHHS, SIKI IpaBellb MOBHHEH
BUKOHATH, MPABUJIBLHO MiAIOpaBIIM Ta PO3MICTUBIIN KOMIIOHEHTH B CHCTEMHOMY

oJoi;
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—  Bi3yasbHe odopmiieHHs: rpa mae 3D-Mopeni, TEKCTypH Ta iHTepQeiic,
110 3a0e3Meuye 3pydHe Ta IpUeEMHE JUIsl KOpUCTyBaya irpoBe CEpeIOBUILIE;

—  aHIMallif: MepCcoHaX Ta IrpoBl 00'€KTU MalOTh aHIMaIlil0, IO POOUTH TPy
OUTBIIT AMHAMIYHOIO Ta PEajliCTUIHOI;

—  3BYK: Y I'pl IPUCYTHI 3BYKOBI €()EKTH, K1 JOTIOBHIOIOTh IFPOBUI TIPOIIEC.

TecryBaHHs:

[IpoBeneno TecTyBaHHS KIIIOYOBUX KOMIIOHEHTIB TpH, TaKUX SK JIOTIKa
NepeMIIIeHHs epCoHaXka, B3aeMOois 3 00'ekTamu, pod0Ta 3 KOMIIOHEHTAMH, CUCTEMA
3aMOBJIEHb, BI3yaJlbHE O(POPMIIEHHS, aHIMAllisl Ta 3ByK. TecTyBaHHs MMOKa3alo, 1110 BCl
KOMITOHEHTH Tpy (QyHKIIOHYIOTh TTPABUIIHHO.

3aranomM, MPOEKT € YCHIIIHUM 1 MOXe OyTH BUKOPUCTAHUU SIK OCHOBA ISt
CTBOPEHHSI OLITBIN CKJIQHUX Ta OaratoQpyHKI[IOHAIBHHX 1TOP.

[IpakTyHa IHHICTH PO3POOKH MOJSATAE, B TOMY IO I'pa MOXe OyTH HE JIMIIe
3aXOIUTIOI0YOK0 PO3BArolo, ajae i KOPUCHUM I1HCTPYMEHTOM JJisi HaByaHHA. ['paBii
CTUKAIOThCS 3 BUKJIHKOM 310paru [1K BUKOHYIOUM 3aMOBJIEHHS KIII€HTIB, IO JIAPYE iM
BITUYTTSI JOCATHEHHS Ta 3aJ0BOJICHHA. BogHoWac, rpa 3HAWOMHUTH 3 PI3HUMHU
KOMIT'FOTEPHUMH KOMIUICKTYIOUMMHM, IO BHUKJIMKATHME I1HTEpeC O3HAMOMHUTHCH 3
iXHIMH (DYHKIIISIMH Ta CYMICHICTIO, @ TaKOX JIa€ MOXJIMBICTH 3pPO3yMITH 0€3 SKHX
xomnioHeHTiB [1K He 3Moke 001UTHCH.

Takum ywmnomMm, “TechBuild” mMoke crarm He JHIIE JHKEPEIOM ITO3UTHBHHX
eMOIlil, ajie ¥ IIHHUM PECypcoM ISl JIFOACH, Kl XO4yTh II3HATHCS OUIbIIE TPO

KOMIT'FOTEPU Ta HABYUTHCS iX 30UpaTH.
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