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AHOTAIISA

Tertomer [lauuno ApremoBud. JlociipkeHHsT eTamniB po3poOKH KOMIT IOTEPHUX
cumysaTopiB i3 3acrocyBanusm Unity 3D / Bumyckna kBanigikamiiaa podora Ha
3M00yTTS OCBITHBOTO CTyNEHs «wmarictp» 3a crnemianmpHicTIO 121 «lmKenepis

nporpamuoro 3aoe3nedyeHus». — JIBH3 JIonHTY, ITokpoBchk, 2021.

Mera poO0oTH — AOCIHIIKEHHS METOAMK Ta 3ac00IB CTBOPEHHS KOMIT IOTCPHHX
CUMYJIATOPIB. PO3po0Ka CHMYJIATOPY CIIOPTUBHOI I'pH, KM BIJOBIIAE BUMOTAM,
MIOCTABJICHUM JI0 AMIIOMHOI pOOOTH, @ TAKOXK BUKOHYE BCl TIOCTABJICHI TIEepe]] HUM

(byHKIIOHATBHI 33BJIAHHS.

Temarukoro poOOTH € «IOCHDKEHHS €TamiB  PO3POOKH  KOMIT IOTEPHUX
cuMyJIATOpIB 13 3actocyBanusM Unity 3D».

3aBnaHHs poOOTH — TOCTIAUTH KOHIICTIIT CTBOPSHHS KOMIT FOTEPHHUX CHMYJISTOPIB
Ta ITPOBUX MEXaHIK, & TAKOX 3aC00M | METOIM X CTBOPCHHSL.

[lpenmeromM mociipKeHHST POOOTH € QITOPUTMU CTBOPEHHS KOMIT IOTEPHUX
CUMYJISITOPIB, & TAKOX IrpoBI MexaHiku, ski 3a0e3MeuyroTh KOPEKTHY poOOTy
cUMYJIIiT Ta 1 B3aeMO/IIT 3 TpaBLEM.

HaykoBa HOBH3HA IMOJISTAE B TOMY, III0 HA JAHUHA MOMEHT 4Yacy y ITpoBiii IHIyCTpIi
ICHye 0e31id CUMYJIATOPIB, TOYMHAOYN 3 CUMYJIATOPA MIEPETOHIB 10 CUMYJIATOPA
(bepmepa, aje cUMYJISITOPU CIIOPTUBHOI TP MEHHTOOJ € PIAKICTIO, Ky HE JIETKO
3HAWTH.

[lpakTiuHEe 3HAYEHHS MOJSATAE Yy MOXIMBOCTI OMyONIKYBATH CHMYJISTOP HA
wiomaaxky Steam Greenlight, Tum camum HanaTu 3MOry TpaBIsIM OLIHUTH TPy TA Y
MaOyTHbOMY 3arpy3uTH ii HA TUGPOBI TUIOMIAAKKA | OTPUMYBATH TMPOLEHT Bij

IPOAAK KOIIIH TPH.

Kirouosi ciora: cumymstop, Unity 3D, mosa C#, nieitHr60i1, CriopT.



ABSTRACT

Tetyushev Danilo Artemovich. Research of stages of development of computer
simulators with the use of Unity 3D / Graduation qualification work for the degree
of "master" in the specialty 121 "Software Engineering”. - SHEI DonNTU,
Pokrovsk, 2021. The purpose of the work is to study the methods and means of
creating computer simulators. Development of a sports game simulator that meets
the requirements for the thesis, as well as performs all the functional tasks set before
it. The topic of the work is "study of the stages of development of computer
simulators using Unity 3D". The task of the work is to explore the concepts of
creating computer simulators and game mechanics, as well as the means and
methods of their creation. The subject of the study is the algorithms for creating
computer simulators, as well as game mechanics that ensure the correct operation of
the simulation and its interaction with the player. The scientific novelty is that at the
moment there are many simulators in the gaming industry, from a racing simulator
to a farmer's simulator, but paintball simulators are a rarity that is not easy to find.
The practical value is the ability to publish the simulator on the site Steam
Greenlight, thus allowing players to evaluate the game and in the future to upload it

to digital sites and receive a percentage of sales of copies of the game.

Keywords: simulator, Unity 3D, C # language, paintball, sports.
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BCTVII

Y cydyacHOMy CBITI KOMIT'IOTepHI ITpPH CT&IM OJHUM 3 OCHOBHHMX BUJIB
BIZIMOYHMHKY SIK Y MIITITKIB, TaK 1 y mopociux. IrpoBa iHgycTpist cTBOpmia 6e3iiu
YKAHPIB KOMIT IOTEPHHX ITOP, OJHUM 3 SKUX € CHMYJISTOPH.

Lle Takwmii THII iTOp, JIe TPaABELh MOKE BimuyTH cebe Ha Micl sK mioTa JTiTaKa,
Tak | pepmepa. Y SKOCTI TUIIIOMHOTO TPOCKTY OYyJI0 0OpaHO JOCIIKEHHS 3aC00iB
Ta METOJIIB CTBOPEHHS KOMIT IOTEPHOTO CUMYJISITOPA, HA OCHOBI OITAHOBAaHUX 3HAHD
CTBOPHUTH CHUMYJIATOP CIIOPTUBHOI rpu NEHHTO0 y BUrIIsiai FPS-uryTepy.

MeTtoro xBauidikamniitHoi poOOTH € - TOCHIIPKeHHS METOIAWK Ta 3aco0iB
CTBOPEHHSI KOMIT FOTEPHHX CHUMYJISTOPIB. AHAJI3 eTaliB CTBOPCHHS CHMYJIATOPY.
Po3po0ka cumysITopy CIIOPTUBHOI TPH, SIKAH BIAMOBITA€ BUMOTAM, ITOCTABICHIM
710 TUTUTOMHOT POOOTH, @ TAKOX BUKOHYE BCl MOCTABICHI TIepel HUM (PyHKIIOHATBHI
3aBaHHs. TeMaTukow poOOTH € «JIOCIIKEHHS €TariB PO3pOOKH KOMIT IOTEPHUX
cUMYJIATOPIB 13 3acTocyBanusM Unity 3D».

3aBaaHHs POOOTH — JOCHITUTH KOHIEMIIT CTBOPEHHS KOMIT IOTEPHUX
CHMYJIATOPIB Ta ITPOBUX MEXaHIK, & TAKOX 34C00M | METO/IM X CTBOPCHHSL.

[TpeameTom mociiKeHHsT POOOTH € &JITOPUTMH CTBOPCHHS KOMII FOTEPHHUX
CUMYJISTOPIB, & TAKOX IrpoBI MexaHiku, skl 3a0e3MeuyloTh KOPEKTHY poOOoTy
CUMYJIAIIT Ta 11 B3aEMOJIIT 3 TpaBILIEM.

O0’eKTOM JOCHIKEHHSI € TIPOLIECC CTBOPEHHS KOMIT IOTEpHOI TpH-
cumyiaTopy 3acodbamu Unity 3D ta Blender.

CrtpykTypa Ta oocsr podbotu. Bunyckna kBanidikaiiitna podora oocsirom 76
MaITUHOMICHUX CTOPIHOK, CKJIAJIA€THCS 3 BCTYITY, YOTUPHOX PO3/iIiB, BUCHOBKIB,
NepeliKy BUKOPUCTAHUX JKepen, 1o ckiagaeTbess 3 o0 HaliMmeHnyBaHb. Pobora

MICTUTB 35 pUCYHKIB, 1 O50K-cxemy, 15 cnaiiaiB mpe3eHTarlli.



PO3JI1J1 1
AHAJII3 HAIBHUX METO/IIB TA TEXHOJIOI' I, JIJ11 BUPILLIEHH
BIIITIOBIJJHOI IOCTABJIEHOI 3AJ1AUl

1.1 Anasi3 3aco0iB s peatizaiii mpoeKTy

Ha mouarky O0yap-sK01 poOOTH Tpeba mpoaHai3yBaTH CIIOCOOH Ta METOIH 1i
BIITBOPEHHS, 10 1 OyJsio 3po0JieHO HA mepiioMmy erami. J[jas CTBOPEHHS ITPOBUX
CBITIB BUKOPHUCTOBYIOTh PI3HOMAHITHI cepe/in Ta pyiii, HABHYKUA POOOTH 3 KOTPHUMHU
€ OCHOBOIO ISl CTBOPEHHS SIKICHOTO MPOJIYKTY.

Bubip TexHonoriii mporpamyBaHHsS Ta PO3POOKH - CTAPTOBH ITYHKT Y
3aIiCHeHHI OyIb-SIKOTO TPOEKTy. Big 1mporo 3ainexuTh (yHKIIOHATBHICTS,
3pY4HICTh MAHOYTHHOTO MPOIYKTY. PO3riIsiHEMO OCHOBHI eleMeHTH, ki OyIayTh
BUKOPHUCTAHI TIPHU CTBOPCHHI CHUMYyJISITOpy mneiHTOo0my: pymii Unity 3D Ta #ioro
aHaJTOTH, MPOrpaMHHUI MaKeT Jj1s1 ctBopeHHs 3D-moxeneii Blender Ta fioro anasorwu,
MmoBa nporpamysanns C# Ta ii ananoru, cepena po3pooku Microsoft Visual Studio.

Unity 3D — e mikmargopmua cepena st po3poOKH KOMIT FOTEPHHUX ITOP.
Cepena 7103BOJIsIE CTBOPIOBATH MPOEKTH, SIKI OyIyTh MPAIIOBATH OLIBII HIXk HA 25
wiarpopmax, siki MICTITH B coOl ITpoBI KOHCOJI, MEPCOHAIBHI KOMIT IOTEPH,
MoOlpHI TipucTpoi. Unity 3D Oyna Bunymiena y 2005 porti, Ta 70ci OHOBITIOEThCSI.

Cnepury TUI@aHYB&IOCh, MO cepend Oyaa MpalroBaTd JIMIIE HA CHCTEMI
MacOs, omHak Bxke dvepe3 Jekimpka MicsmiB micias Buxomy, Unity orpumana
OHOBJICHHS, sike MicTwio y coOl miarpumky Windows. 3a nexinbka pokiB psia
niaATpUMyBaHUX IaT$hopM JHIe nmomuproBascs. Bike 3a 4 poku, y 2009 porii BeO-
caiir Gamasutra, mprcBsiueHUI Po3poOIll KOMIT FOTepHUX iTop, HA3BaB Unity ogaumM
3 HAWB&KIIUBIIINX YYACHUKIB HA PUHKY ITPOBHUX KOMITAHI.

Haiinepma Bepcist cepeny CTBOPIOBAIACH JIHMIIIE TPhOMA JTIOABMHE: JleBigoM
Xenraconom, JDxommmom Ante T8 Hikomacom ®pencicom. Bonm mamm mery
CTBOPHTH ITPOBHH pyIIii, sKUi O MaB 3pyuHuit rpadiunuii inTepdeiic. HoiTHs

Bepcis Unity Moe 6araTo crijbHOTOo 3 IeOI0THOIO, SIKA 3 CAMOT0 ITOYATKY MPAIIOBAIIA
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3a npuHnumnoMm drag-and-drop, ToOTO mepeTAryBaHHS €AEMEHTIB MIXK Il IMEHIO
TIPOTPaAMH.

Onnak wHazBatum Unity TOBHOWIHHMM pyIIiEM HA MOMEHT BHITYCKY HE
BJIABAJIOCH, cepeaa miaxoauiaa OlIbIN I CTBOPEHHS SAKICHMX auimarii. Bixe y
Bepcli 1.2 po3poOuuku monamm y Unity pisHomanitTHI edexTu, TiHl, IHTETrpOBaHMIA
CKPHINT yHpaBliHHSA TepcoHaxemM, cuctemy ragdoll. Tlicis 1mporo HOBOBBEICHHS
CepeIor0 MOYaIId I[IKABUTHCH INAie-pO3pOOHUKH.

3a nmBa pokM BHHNIIA BXe Apyra Bepcis pymuis. bymu Bpaxomani Ta
BunpasicHl panHi momuiku Ta Heponmiku. Cepena Unity orpumana mosimnimeHui
BeO-1IeEp, MIATPUMKY BeO-CTpiMIHTY Ta 6araro ixmoro. OAHI€0 3 OCHOBHHX 3MIH
cTaja ToTaabHa nepepooka rpadiunoro iHTepdeiicy kopuctysaya.

Bepcist Unity 2.6 crana 6e3komroBHo y xoBTHI 2009 poky, a Takox
3’seunack Bepcis s Wii. KoxkHe OHOBJIGHHSI TPHUHOCHIIO 13 COOOI0 Macy HOBHUX
¢byuknii. Tak, y rpyaai 2011 poky Bepcis Unity 3.5. mo3osmia kopuctyBadyam
npairoaru 3 Adobe Flash Ta my6aikysaru irpu y ¢popmari .SWH.

Po3poOHMKHM 0@y MIATPUMKY MOIMUPEHOTO TUHAMIYHOTO J1ama3oHy
(HDR), MoxxHBICTD BinOOpaKeHHS BII&ICHUX 00 €KTIB ¢ TIPIIOIO JeTai3amien
saist ekoHoMli pecypeiB (LOD — Levels Of Detail) ta 3mory BUKOpHCTOBYBAaTH
MOJJIMBOCTI 0AraTosJiepHUX TMPOILECcOpiB (MYyJILTUIIOTOKOBUH peHAepHHT). A
IHTepdelic 3a3HaB KAPAMHAIBHUX 3MIH, SKIIO TOPIBHIOBATH IMEPIIy BepCiio

(puc.1.1) 3 Heto (puc.1.2).
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Hositas Bepcis Unity uiinuia y 2014 porii t@ qoci oHOBIOEThes. Bepcist

Unity 5 orpumasia HaiOIIbIIHMI araeiT 3a yCro ICTOpito PO3BUTKY pyIIIis, & came:

HOBI IHCTpyMeHTH rpadiunoro inTepdericy okpemo s 3D i 2D irop;
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—  TOBHOUIHHUIA 3BYKOBUH penakrop (MOXXHA B peabHOMY 4Yaci
00'eHyBaTH pi3HI 3ByKH, 10AaBATH €(DEeKTH, ITOB'I3yBATH 1X 3 MOAISIMH B Ipi);

—  niarpumka WebGL - irpu mpaioroTs 0e3mocepeiHb0 B Opay3epl 0e3
YCTAHOBKH BEO-ILIICEPA,;

—  roOanbHE OCBITICHHS B PEATbHOMY Yaci IS KOHCOJEH HOBOTO
nokouiuus, [TK | MoGiapHUX m1aTdopm;

—  Biaa3epkaneHHs cBiTiIA B peaibHoMY uaci Ha ocHoBl Reflection Probes;

—  ¢i3uYHO KOpPEKTHI MaTepiaiu;

—  HOBI MoxiuBocTi 2D ¢i3ukm: TOYKOBI CcwiM  TpUTATAHHS |
BIIITOBXYBAHHS, TAHICCHIIANbHI CHIM (CHIIM, CHOPSIMOBAHI MO JOTHYHINA [0
NOBEpXHI 00'€KTA); CHJIM, CIPSMOBAHI Y3IIOBXK Oyab-SKHX OCEH; OJHOCTOPOHHE
3ITKHEHHS;

—  BIJICTeXXEHHS 3aBAHTAKEHHS INpoIriecopa, BimeokapTw | mam'sati HA
YacOBIH K& B PEKUMI pEATBHOTO 4acy;

—  JI0JI@BaHHS MOBHOIIHHOTO 64X-0iTHOTO penakropa. larerpanis Terrain
Speedtree;

—  noxasauns HoBux API ms 2D ¢isuku | pegakropa animaiiii B Box2D,
onosjieHHs 3D ¢izuku 10 nVidia PhysX3;

—  mnepensn ciied B HDR-pexumi,

—  HAJIAMTYBaHHSA IS PEHIAEpA CIEHH 33 IOMOMOIOI0 3alOBHIOYOIO
(Ambient) cBiTia;

—  mouinmieno podoty LOD (tenep Hemae namiHHS MPOIYKTHUBHOCTI JIJIs
HETPOTOPLIHHO CKEHITIPOBAHHOM reoMeTpii);

—  HOBI (dopmu s mepemkox Nav Mesh | ctucal TekcTypu s
Cubemaps;

—  niarpumka mpkorcTrka aus Windows Store;

—  neploauyHa aHiMaIlist MOXKe TIepecyBaTH MEPCOHAXKA.
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OcoOuuBicTIO cTayio I Te, moO cepend OTpuMaia MIATPUMKY poOoTH 3
I0JIoMaMH BIpTy&IbHOT peanbHOCTI, HA To¥ uacu 3a mepmumu Oculus Rift. 3a
JIOTIOMOTOI0 HOBITHBOI Bepcii OyJ0 cTBOpeHO 0araro MOIyJsIpHHX SK ITOp, TaK |
CUMYJISITOPIB, HATPHUKIIAJ CUMYJISITOp BYbkMBaHH: y Jjici The Forest (puc 1.3), abo

npuroaauiibka rpa Firewatch (puc 1.4).

L

PCHOK 1.4 - Ilpuroxuunpka rpa Firewatch
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Ha croroanimmuii geas Unity BBAXKAETHCS OJHUM 13 HAWIEPCICKTUBHILINX
PYLIITB, SKHI MOJITIIIYETHCS 3 KOXKHUM OHOBJICHHSIM, 38B/ISIKH CTAPAHHSIM KOMAaH !
PO3POOHUKIB.

OcobOmmuBocti pymis: Unity3D 1nae MOXIHMBICTE pO3pOOJSATH TpH, HE
BUMAraroud Jjisi [bOTO SKUXOCh OCOOJNMBHX 3HAHb. TYT BHKOPHCTOBYETHCS
KOMITOHEHTHO-OPI€EHTOBAHUH TIIX11, B pAMKAX SIKOTO PO3POOHUK CTBOPIOE 00'€EKTH
(HAIPUKIIA, TOJIOBHOTO Tepos) | JI0 HUX JTOJA€ pi3HI KOMIIOHCHTH (HANPHUKIIA,
Bi3yaIibHE BIIMOOp@KEHHS TEpCOHAKA | CrImOcOoOM yNpaBiiHHA HHUM). 3aBISKH
3pyuHomy drag and drop iatepdeiicy | pyukiionamsHOMY rpadiuHOMY peaakTopy,
py1Iiii 103BOJIsSIE MATFOBATH MAITH | pO3CTABIISATH 00'€KTH B pealbHOMY Yaci 1 Biapasy
K TECTyBATU pe3yJIbTar.

Jlpyra niepeBara - HaABHICTh BeJMYE3HOI OI0IIOTeKH acceTiB | ruiaridis, 3a
JIOTIOMOTOI0 SIKUX MOYKHA 3HAYHO MPHCKOPUTH IIPOIIEC PO3POOKU rpu. IX MoskHA
IMITOPTYBATH | €KCTIOPTYBATH, JOAABATH B TPy I[JIl 3arOTOBKH - piBHI, BOPOTIB,
narepuu noseainku Il 1 tak gai.

Tpers cumpHa ctopona Unity 3D - migTtpuMka Benu4e3HOi KITBKOCTI
wiargopm, Texuosorii, API. CtBopeni Ha py1ii ITpy MOKHA JICTKO IMTEPEHECTH MIX
OC Windows, Linux, OS X, Android, i0S, Ha koncoJi cimeiicts PlayStation, Xbox,
Nintendo, Ha VR- i AR-tipuctpoi. Unity niarpumye DirectX i OpenGL, mpairioe 3
yciMa cydacHUMHU e(eKTaMd PEHICPUHIA, BKIIOYAIOYM HOBITHIO TEXHOJOTIO
TpacyBaHHs IPOMEHIB B peaJIbHOMY 4Jaci.

Unreal Engine - irpoBuii pyiuiid, 10 po3poOJSEThCS | MIATPUMYETHCSA
xommaniero Epic Games. [lepioro rporo Ha mboMy pyiiii OyB IIyTep Bii mepioi
ocobu Unreal, Bunymiennii B 1998 pori. Xoua pyuriid criouyarky OyB Mpu3HAUCHHIA
Ui po3poOKM IIyTepiB Bia mepiioi ocoOH, #oro HACTymHI Bepcii yCHIIIHO
38CTOCOBYBIKCS B IrpaX camMuX pI3HUX JKaHPIB, B TOMYy 4YHUCIl CTelc-irpax,
dadituHrax i MacoBux OAraTOKOPUCTYBAIBKHX PpOJLOBUX OHJIAHH-Irpax. Y
MHHYJIOMY JIBU)KOK TMOIIMPIOBABCS HA yMOBAX OIUIATH MIOMICSYHA IU1aTa 3a

KOPHUCTYBAHHA.
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Hanucaunuit Ha Mmosi C ++, pymiiii 103B0JIsi€ CTBOPIOBATH ITPH 1151 OLTBIIOCTI
omnepauiiaux cuctem I miardgopm: Microsoft Windows, Linux, Mac OS i Mac OS
X; xoHcosei Xbox, Xbox 360, Xbox One, PlayStation 2, PlayStation 3, PlayStation
4, PlayStation 5, PSP, PS Vita, Wii, Dreamcast, GameCube i in., a Takox Ha pi3HHX
MOPTATUBHUX MPUCTPOSIX, HANMPUKIAI, pUcTposix Apple (iPad, iPhone ), kepoBanux
cuctemoro i0S | inmmux. (Bnepme podota 3 10S Oyna npeacrasiena B 2009 porii, B
2010 portii mpoAEMOHCTPOBAHO POOOTY PYIIIisi HA IPUCTPOT 3 cuctemoro webOS).

VY 1998 poui Unreal Engine 1 6yB ogHuM 3 iepimx irpoBux pyuliB moxioHOT
YHIBEpCAIBHOCTI; BIH MOEIHYBAB B CcOOI rpadiunuii pymnii, Gi3MuHUi pymiii,
HITYYHUH [HTENEKT, ynpaBiiHHsa (aiiIoBoi | MepexeBHil CHCTEMaMH | TOTOBY
cepeny po3poOku g irop - UnrealEd. 3 ormsay Ha piBeHb HPOAYKTHBHOCTI
OITBIIOCTI KOMITOTEPIB TOTO Yacy, pO3POOHUKH JCIIO CIIPOCTHIIN ACSKI eIIeMEHTH
pyIUisi: CHCTEMYy BHUABJCHHS 3ITKHEHb, MCPEXKEBHH KO, KOI KOHTpOJepa s

rpaBLs.

Hapasi ocrannboro Bepcieto nporo pymris € Unreal Engine 4, sxa Oyna
npeseHToBana y oepesni 2014 poky. 2 6epesns 2015 poky Epic Games 3pobuna
388By TPO 3MIHY CHUCTEMHU MONIUPEHHS: pyIIld CTAB OE3KOIITOBHUM JIJISl BCIX
PO3pOOHHUKIB, 32 YMOBH, 110 MPUOYTOK BiJ JOJATKIB, CTBOPEHUX HA OCHOBI pyIIIis
He niepeBurye § 3000 3a kBaprai.

Blender — ue mpodeciitne nporpamue 3a0e3MeUeHHs, 38 TOTIOMOTOI SIKOTO
CTBOPIOETHCS TpUBHMMIpHA KomiTtorepHa rpadika. Cepena mMictuTh y coll 3acobu
JUTS. MOJICITIOBAHHS, CKYJIBIITHHTY, aHiManli, peHaepunry ta inme. Hapasi came 1ie
nporpaMHe 3a0€3MEeYCHHST KOPHUCTYEThCS HAWOINBIIO MOMYJISAPHICTIO Ceper
0e3komToBHUX 3D- peaakTopis.

OnHoro 3 xapaktepuux puc Blender e iioro Hepenukuii po3mip y nopiBHsHHI
3 IHIIMMH DOAIOHUMH NTAKETAMH.

Hespakaroun Ha HEBENUKI pO3MipH, MAKET BUKOHYE HACTYITHI PyHKIIIi:

—  miaTpUMKA PI3HOMAHITHUX TEOMETPUYHHMX MPHUMITHUBIB, BKIFOYAIOYH

HOJIITOHATBHI MoOJIel, CHCTeMy IIBHAKOTO MOJCIIOBAHHS B peskumi subdivision
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surface (SubSurf), kpusi be3ne, moepxui NURBS, metaballs (Metachepn),

CKYJIBIITYPHE MOJICITFOBAHHS Ta BEKTOPHI IIPUPTH;

—  yHIBepcaabHI BOYyIOBaHI MeEXaHI3MU peHAEpHHra | iHTerpamis 3
3oBHImHIMEU penaepepamu YafRay, LuxRender i 6ararsma iHmmmu;

—  IHCcTpyMeHTH aHimarmli, cepea SKuX IHBEpCHA KIHEMATHKa, CKEIeTHA
arimaris i ciTkoBa nedopmarisi, KIFOUOBI KU, HeNIHIHA aHIMAIIls], pearyBaHHS
BAroBux KoedIilieHTiB BepmuH, 00MexyBaul;

—  JWHAMIKA M'SKUX Tel (BKIIOYAI0YM BH3HAUCHHS KOJII3IH 00'€KTIB mpu
B3aeMOIIT), AMHAMIKA TBepIuX Tij1 HA ocHOBI (hizmuHoro nBrokka Bullet;

—  cucTeMa YacTWHOK BKIIOYAE B ce0C CHCTEMY BOJIOCCS HA OCHOBI
YACTHHOK;

—  Moaudikaropu s 3aCTOCYBAHHS HEPYHWHIBHUX €(EKTIB;

—  MoBa nporpamyBaHHs Python BUKOPHCTOBY€EThCS K 3aci0 BU3HAUCHHS
iHTepdelicy, CTBOpEHHsI IHCTPYMEHTIB | IPOTOTHIIIB, CUCTEMH JIOTIKA B ITpax, siK
3acio imnopty / ekcmoprty ¢ainis (mampukinaa, COLLADA), aBromarusarii
3dBAHb,

—  0asoBl GyHkuii HeniHIHHOTO BiJieo Ta ay1l0 MOHTAXY;

—  KOMIO3ITIHT Bijieo, podoTa 3 XpOMaKero;

—  TpekiHr kamepu | 00'eKTiB;

—  real-time koHTpOB M yac Gi3UUHOT CUMYJISLIT | pSHICPUHT;

—  mpoueaypue | node-based TekcTypoBaHHS, & TAKOX MOXKIUBICTh
MAITIOBATH TEKCTYPY HPSAMO HA MOJIEI;

— grease Pencil - iHCcTpymMenT mnms 2D-animanii B moBHoMy 3D-
MANIIIANHI

—  blender Game Engine - mianpoext Blender, mo namae intepakTuBHI
GyHKIi1, Takl K BHU3HAYCHHS KOJI3IW, pyuriid TuHAMIKK | mporpamoBaHa JIOTika,
TAKOXK BIH JO3BOJILE CTBOPIOBATH OKpeMi real-time-monarku MOYMHAIOYM Bij

apxiTekTypHoi Bi3yani3anii 1o Bineo irop (Buiydenuit y Bepcii 2.8).
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[Tporpamuuii naket OyB po3po0IeHHI TOUIAHACHKO0 aHIMALITHOO CTYTI€10
NeoGeo, iioro BUKOpUCTOBYBAIIN B AKOCTI IHCTpyMeHTY. Jlitom 1998 poky aBTop
Blender ctBopus kommnanito Not a Number 3amist moiaibmoro po3BUTKY HAKETY.
Bin mommproBascs 3a cxemoro shareware (To0To yMOBHO-0€3KOIITOBHOIO).

Ha croroaninmsiii nens Blender € mpoekToM 3 BIIKpUTHUM BHXITHHUM KOJOM Ta
po3BuBaeThcs npu miarpumil Blender Foundation. Yacrimr 3a Bce mporpamuwmii
NAKET BUKOPUCTOBYETHCS JUISI CTBOPEHHS KOMII' FOTEPHHUX MOJIENCH i irop, aie
Blender cras Bigomum 3aBIsku cBOEMY (YHKIIIOHATY, KOTPHIA BUKOPUCTOBYBABCS
nig gac oMok ¢inpMmiB. [lepmum BaOXIMBUM KIHOGDIIBMOM, TiJ YaC CTBOPCHHS
SIKOTO OYJI0 38/1IsTHO IPOTrpaAMHUI MMAKET, cTaB KiIHOKOMIKC «JIroauHa-maByk 2». Tam
HOro BUKOPUCTOBYBAJIH JIJIsi CTBOPCHHS aHIMATHKH.

[TomynsapauM crano BukopucTtanHs Blender # mnig wac wmamoBaHHS
MYJIbTQUIEMIB, HANPUKIAN «ByHT MEepHATUX», KOMEPIIHHAN MYJIbTHILTIKAIIAHIIA
IIPOEKT, OYB MOBHICTIO CTBOPEHHUI Y IPOTPAMHOMY MAKETI.

Cinema 4D ab6o cxopoueHo C4D ¢ipmu Maxon € makeToM jisi CTBOPCHHS
tpuBuMipHOi Tpadiku | amimanii. Cinema 4D € yHIBepCAIbHOK KOMIUIEKCHOO
IPOTPaMOI0 JIJIsi CTBOPEHHS | pelaryBaHHs 1BO- | TpUBUMIPHUX e(heKTiB | 00'€KTIB.

Jlo3BoJisie penaeputu 00'ektr o meroay I'ypo. IliaTpumka MoaemoBaHHS,
MATIOBAHHS, CKYJBNTIHrA, KOMIIO3ITIHra, TpeKiHTy, aHimMarii | BHUCOKOSKICHOTO
peHaepunry. BinpisHserscs Oinbin mpoctuMm iHTepdeiicoM, HIX y aHaioris, |
BOYJIOBAHOIO TTIATPUMKOIO POCICHKOT MOBH (BKJIIOYAIOYH TTOBHY POCIHCHKOMOBHY
JIOBIZIKY ), 1110 pOOUTH i1 MOMYJIIPHOIO cepell pOCiHChKOMOBHOT ayAUTOPIi.

Cinema 4D minTpuMye HACTYIIHI MOBH MPOrpaMyBaHHS:

—  Python - Koa Mo)xHa BUKOPHCTOBYBATH B MEHEKEPI JIJIs1 CTBOPEHHS
CKpUNTIB | TUIATIHIB, @ TAKOXK B 00'€KTAX, TErax, By3i1ax Xpresso I B IHIINX QyHKIIISIX
pOTpaMHu,;

— C++;

—  C.O.F.F.E.E. - ckpunToBa MOBA IPOTpaAMYBaHHS;

—  Xpresso - HoJ0BA cUCTeMa MPOrpaMyBaHHSI.
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Kpim BOymoBanux penjaepis (standart CPU, physical CPU, prorender GPU)

Cinema 4D wmoxe mpaioBartd |1 31 CTOPOHHIMH pPEHICpamMH, SK BOYyIOBAHHMI
Oe3mocepelHO B caMy cepely Mporpamu, Tak | 38 JOMOMOTOK KOHEKTOpIB
(excroprepiB). UYactmHa 3 CTOpOHHIX peHaepiB g0 R19 6Gesnocepentbo
niaTpumyBaBscs depe3 BOymoanmii B maketu Cinema 4D Visualize, Cinema 4D
Studio i BodyPaint 3D xornekrop CineMan.

C # - 00'exTHO-OpleHTOBAHA MOBA MporpamyBanHs. Po3pooiiena B 1998-2001
pokax Tpymoro ImxkeHepiB kommanii Microsoft mim kepiBHUIITBOM AHAepca
Xeiincoepra i Ckorra Binbraymora sk MOBY po3poOKH IOJATKIB LTS TUIATPOPMHU
Microsoft .NET Framework. 3rogom 0yB cranmapruzosanuii sk ECMA-3341 I1SO /
IEC 23270.

C # BimHocutnscs 1o ciM'T MoB 3 C-ITOAIOHMM CHHTAKCHCOM, 3 HHMX HOTO
CHUHTAKCHC HAWOIIbII Onm3pkuid 1o C ++ | Java. MoBa Mae CTaTHYHY THITI3AIIIO,
niaTpuMye oaiMopdi3M, IepeBaHTAKEHHS oreparopis (B TOMy YHCIl oreparopis
SBHOTO | HESIBHOTO MPHUBEICHHS THITY), JAEJeratd, arpuOyTH, momii, 3MiHHI,
BJIACTUBOCTI, y3arajibHeHI TUMHM | Meroau, Iteparopw, aHoHIMHI QyHKIIT 3
niaTpuMkoro 3amMukans, LINQ, BukirodueHHs, komeHnTapi B ¢popmari XML.

[MepetinsBim 6araro Bij cBoix monepeaHukis - MoB C ++, Delphi, Momyua,
Smalltalk i, ocobmuBo, Java - C #, ciuparouuch HA MPAKTHKY iX BUKOPHUCTAHHSI,
BUKIIIOYAE Jeski Momenl, 10 3apeKOMEHIyBaIM ceOe sSK MpoOJeMaTHYHI IpH
po3poOIIi mporpaMHux cucreM, Hanpukiaaa, C # Ha Binminy Big C ++ He niaTpumye
MHOYXHHHE YCIaIKyBaHHS KJaciB (MK THM JIOMYCKAEThCS MHOKHUHHA peaizaris
iHTepdericiB).

Caig Bim3Haunt ocoOmuBocTi MoBu C#: BOHA po3poONsiIach SK MOBA
nporpamyBanHs npuknagHoro pieas s CLR 1, a Tomy, mepin 3a Bce, BOHA
3a1ekuTh Bl MoxmBocTel camoi CLR. Ile crocyerbes, mepin 3a BCe, CUCTEMH
tuniB C #, ska BimoOpakae BCL. IlpucytHicTh 800 BIACYTHICTh THX YM IHIINX
BUPA3HUX OCOOJMBOCTE MOBH JIUKTYEThCS THUM, YA MOXXE KOHKPETHA MOBHA
ocoOuBICTh OyTH TpaHCIboBaHA y BianmosimHl koHcTpyKIii CLR. Tak, 3 po3BuTkoM

CLR Big Bepcii 1.1 mo 2.0 3aauno 36aratuscs i cam C #; mogioHOT B3aeMomii i
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OulKyBaTH | B oAaNbIIOMY (MIPOTE, 151 3aKOHOMIPHICTH OyJ1a MOPYIIeHA 3 BUXOA0M
C # 3.0, mo mpenacrapise co0OI0 PO3IMIMPEHHS MOBHU, IO HE CIHUPAIOTHCS HA
po3mmpenns mwiargopmu .NET).

CLR namae C #, sk i Bcim InmmM NET-opieHToBaHHM MOBaM, 0Oararo
MOJKJIMBOCTEH, SIKUX T1030aBICHI «KIACHYHI» MOBU IPOTPaMyBaHHSI.

[Mpoext C # O6yB nouaruii B rpyaui 1998 i orpumas kogoBy Hazsy COOL (C-
style Object Oriented Language). Bepcis 1.0 Oyma adnoHcoBaHa pasoM 3
wiarpopmoro .NET B uwepBui 2000 poky, Tomi x 3'sBwiacs 1 mnepiia
saranpHO0CTymHA Oeta-Bepcis; C # 1.0 octatouyHo BuiimioB pazom 3 Microsoft
Visual Studio .NET B moromy 2002 poky.

Ha croromHi ocranuboro Bepciero € 8.0.

C ++ - xoMmmiibOBaHA, CTATWUYHO THII30BAHA MOBA MPOrpAMYBAHHS
3arayibHOTO MIPU3HAYCHHSI.

C ++ mMpoKO BUKOPUCTOBYETHCS ISl PO3POOKH MPOrPaAMHOIO 3a0€3MeUeHH,
Oyayun OJHIEI0 3 HAUMOMYJAPHIMIMX MOB mporpamyBaHHs. OO0macTe Horo
3aCTOCYBAHHS BKIIIOYAE y ceOe CTBOPCHHS ONEpaliiHUX CHUCTEM, PI3HOMAHITHHX
NPUKIAIHAX TpOrpaM, ApaiBepiB MPUCTPOIB, HOAATKIB JJisi BOYJOBAHUX CHCTEM,
BUCOKOIIPOAYKTUBHUX CEPBEPIB, & TAKOXK ITOP.

IcHye Oe3niu peanizariii MoBu C ++, ik OE3KOIITOBHUX, TAK | KOMEPIIHHHUX |
s pizaux wiardopm. Hanpuknan, Ha mardopmi x86 e GCC, Visual C ++, Intel
C ++ Compiler, Embarcadero (Borland) C ++ Builder i iami. C ++ 3po6uB
BEJIMYC3HUI BILIMB HA IHIIII MOBM ITpOrpamMyBaHHsi, B mepiry yepry na Java i C #.

OnHUM 3 HAWSACKPABIIINX MPUKIATIB BUKOPUCTOBYBAHHS MOBH y CTBOpPEHHI
KOMIT FOTEepHUX ITop — mryTep Bij Tpethoi ocoou GTA V komnanii RockStar Games.
Irpa moOymoBana BUKIOYHO HA MOBI C++.

Mogsa BunHHKIA HA modatky 1980-x pokiB, komu criBpoOiTHUK ¢ipmu Bell
Labs bitopa Crtpayctpyn npumymaB psii yIOCKOH&IEHb jo MoBu C min BiacHi
noTpedu.

OcranHs HA MOTOYHHMI MOMEHT jirodd Bepcis crammapry - C ++ 17,

onyOsiikopana B rpyadi 2017 poky. OCHOBHOIO 3MIHOIO CTaI0 BBEICHHS B
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CTaHIAPTHY 010J10TeKy mapaiebHUX BepCli CTAHAAPTHUX AITOPUTMIB | BUAAICHHS
3actapiiux | BKpai piKko BUKOPUCTOBYBAHUX €JICMCHTIB.

Taxox ciig npoananizyBaru pi3Hi HAMPABICHHS KOMI FOTEPHHX ITOp, 100
BU3HAYMTHUCH I3 BAMOTAMH J10 MAOYTHHOTO MPOAYKTY TA HOTO HAPABJICHICTIO.

Komm'rorepHi irpu MokHA KiacuiKyBaTH 38 PIZHUMH KPUTEPISIMU:

—  KaHp: TeHMIUICH 3a/1a€ KAHPOBY CHPSAMOBAHICTh, MOXJIMBO KIJIbKa
PI3HOBU/IIB;

—  PEXHUM TPH: OJIMHOYHUI 800 po3paxoBaHuil HA OAraTo KOPUCTYBAUIB;

—  BI3yaubHE YSBJICHHS: TPA MOXKeE, SIK BHKOPUCTOBYBATH TpadiuHi 3acodu
oopmIteHHs, TaK | HABMAKHU, OyTH TEKCTOBOT,

—  mIarGopMO3IeKHICTE: HA AKHUX TUIATHOPMAX MOKIMBHIA 3AITyCK TPH,
TaK camo rpu OyBarOTh TIATGHOPMOHE3ATICKHI (KpocardopmHi).

Knacudixaris 3a »anpamu:

—  mpurogHuibka rpa ado kBect (Adventure) - rpa 3 mpoayMaHUM |
3a3BHUYal JIHITHAM CIOKETOM;

—  OoiioBuk (Action) - rpa, ska BUMArae Bij rpasiid MOCTIHHHUX IIH,
HacHuyeHa OOMOBMMH CIICHAMH, OllikaMu | mepecTpiikaMu;

—  pomsoBa rpa (RPG - anrn. Role Playing Game) - rpa, BiaAMIHHOO
PHCOIO SIKOT € HASIBHICTh Y MEPCOHAKIB MEBHUX HABUYOK | XAPAKTCPUCTHUK, SIKI
MOJKHA 3HAWTH, & 3r0JIOM PO3BUBATH, BUKOHYIOUH Oy 1b-s1Ki Aii;

—  cTpareriuna rpa (Strategy) - rpa, mo npeactapiisie co00I0 yIpaBIiHHS
TJI00TBHUME TIPOIECAMH, SIK HATPUKIIA, PO3BUTOK €KOHOMIKH, CTBOPEHHS apMii,
OyAIBHUIITBO MAPKIB 1 T.JI;

—  koMmm'torepHuit cumynartop (Simulator) - rpa, cTBOpeHa 3 METOIO
cUMYJISLIT peTbHUX IId B JKUTTI, HANPHKIA] KEpyBaHHS aBTOMOOIIeM abo
CUMYJIATOP TIOTA.

InterpoBane cepenoBuie po3pobku (IDE) - me OararodyHkiioHaTEHA
nporpama, sika maTpuMye 0araro acrekTiB po3poOKU MPOrpaMHOTO 3803 MCUCHHS.
laTerpoBane cepenonuiie po3podku Visual Studio - me cTapToBuii MaAAHIMK IS

HAIMCAHHS, HAIATOJUKCHHS | CKIANAHHS KOJY, & TAKOX MOJAIBIIOT MyOikarii
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nonatkis. Kpim crammaptHoro penakropa | Bimgamuuka, ski € B OlLIbmIoCTI
cepenopui; IDE, Visual Studio Bximouae B cebe KOMIIIATOPH, 3aco0u
aBTO3aBEpIICHUS KOy, TpadiuHi KOHCTpYKTOpW | Oararo IHmuX QyHKIIH 1is
HOJITIIIEHHSI TPOIECY PO3POOKH.

Cepen ocHoBHuX niepeBar |IDE-cepenosuma Visual Studio moxxkaa BugiiaTi
HIDKUYETIepeIiyeHi.

Boynosanuit Web-cepsep. s odcnyroByBanus Web-nogatky ASP.NET
HeoOXimauii Web-cepBep, skuii Oyme ouikyBatu Web-3amutu | oOpoOisaTh
BignoBiaul cropinku. Haseuicte B Visual Studio interpoBanoro Web-cepsepa
N03BOJIsIE 3amyckaTtH Web-callT mpsMo 3 cepefoBHINA MPOSKTYBAHHS, & TAKOX
niBHIy€e O€3MeKy, BUKIIOUAOYH HMOBIPHICTD OTPUMAHHS JOCTYITY JO TECTOBOTO
Web-caiiTy 3 sikoro-HeOy b 30BHIITHLOIO KOMII'TOTEPa, OCKIJILKH TECTOBUI cepBep
MO€E IPUIUMATH 3'€JHAHHS JIUIIE 3 JIOKAUIBHOTO KOMIT'FOTEPA.

[TinTprMka 6e3midl MoB mpu po3poodmi. Visual Studio q03Boisie mucaTu Ko
CBOEIO PIJHOIO MOBOKO YM OY/b-SIKOI 3 IHIIUX OQKAHUX MOB, BUKOPHUCTOBYIOYH
Bech yac oxuH | Toit ke inTepdeiic (IDE). binpm Toro, Visual Studio Takox e
JI03BOJIsIE CTBOPIOBATH Web-CTOpIHKM HA pI3HUX MOBAx, aie MoOMIIaTy ix Bce B
onuH | Toil xe Web-momarok. €nuHuM OOMEXEHHSIM € Te, 10 B KOXHOI Web-
CTOPIHIII MOYXHA BUKOPHCTOBYBATH TIILKU SIKYCh OJIHY MOBY.

laTYyiTUBHUI CTHIIH KOMyBaHHS. 3a 3amoBuyBaHHsAM Visual Studio popmarye
KOA Yy Mipy HWOro BBEJICHHS, aBTOMATHYHO BCTABJIAIOYM HEOOXITHI BIACTymu |
3aCTOCOBYIOUYHM KOJIpHE KOAYBAHHS JUIS BUAIICHHS €JIEMEHTIB THUITy KOMCHTAPIB.
Taki He3nauni BigMIHHOCTI POOJSATH KOA OIJBII 3pYyYHUM IS YUTAHHS | MCHIII
CXWJIBHUM 70 ToMujIoK. 3acrocoByBani Visual Studio aBromaruuno mapamerpu
¢dbopmaTyBaHHs MOKHA HABITH HATAIITOBYBATH, 1110 YK€ 3pyYHO Y BUMIAAKAX, KOJIH
PO3POOHMK BBKAE 3a KpaIle IHIIHA CTHIIH PO3MIIIICHHS Ty>KOK (HAPUKIIA, CTHIb
K & R, npu skoMy BIZKpHUBAE Ty»KKA PO3MINIYETHCS HA TOMY CAMOMY PSAKY, IO |

OTOJIOILICHHS, IKOMY BOHA MEPEyE).
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binpmn  Bucoka mBHAKICTE po3poOku. bararo 3 QyHKIIOHATBHHX
moxmmBocTer Visual Studio crpsiMoBani Ha Te, 100 JOMOMAratd pPo3poOHHUKY
poouTH CBOIO poOOTy siKOMora miBHIIE. 3py4Hl QyHKIIi, HA 3pa3ok (GyHKIIT
IntelliSense (sik@ BMi€ TIEPEXOIUTIOBATH IMOMHJIKKA | TPONOHYBATH IPABUIIBHI
BaplanT), QyHKIi monIyKy | 3aMiHH (KA JO3BOJISIE BIANIYKYBATH KITIOYOBI CIIOBA
SK B OTHOMY (haiil, Tak | B ycboMy MpOeKTI) | PyHKIIIT AaBTOMATUYIHOTO J10/IABAHHS
| BUJAICHHS KOMEHTApIB (KA MOXE THUMYACOBO MHPUXOBYBATH OJIOKH KOIY),
JO3BOJISTIOTH PO3POOHHKY MPAIFOBATH IIBHKO | €PEKTUBHO.

MoxmuBocti Hanmaromkenns. [Ipormonosani B Visual Studio IHCTpyMeHTH
HAIArO/DKEHHS € HAMKPAIIUM 3acO00M JUIS BIJICTE)KEHHS 3aradJKOBUX TOMUJIOK I
JIarHOCTYBAHHS JMBHOI MOBEIIHKU. PO3pOOHMK MOXE BHUKOHYBATH CBIA KOJ IO
PAIKY 38 pa3, BCTAHOBIIOBATH IHTEICKTYyaIbHI TOYKHM MEPEPUBAHHS, TIPU OAKAHHI
30epirarouu iX JJis BAKOPUCTAHHS B MAUOYTHHOMY, | B Oy Ib-SIKUH YaC MepersaaT

OTOYHY IHpOpMAITiTo 3 TaM'sTi.

1.2 BucHOBKH 32 po3ijgoM

Ha mnepmomy etami po3poOKH AMIZIOMHOTO MPOEKTY IMPOoaHATI30BaHI
MOJJIMBI BApIAHTH BUKOHAHHS POOOTH, MOPIBHSHI MpOrpaMHi cepeoBUINA HA
npeamer (QyHKIIOHATEHOCTI. BeTaHOBIEHO *aHp MAOYTHROI POOOTH TA CHOCIO

peanizarii mpoeKTy 3a IOMOMOIO0 MPOIPAMHHX CEPEIOBHIIL.
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PO3/IIJI 2

AHAJII3 ITEPEBAI' OB PAHUX METO/IIB

2.1 BusiByieHHs repeBar 0OpaHuX MPOTPAMHHUX CEPETOBHIILL

Jlns  BukoHaHHs «JlochipkeHHS — eTamiB  pPO3pOOKHM  KOMIT FOTEPHUX
cumysaTopiB 13 3acrocyBaHHsM Unity 3D» Oyino BHpIIIEHO KOPUCTYBATHCH
cepenoro Unity 3D, mporpamuum naketoM Blender ta MmoBoro nporpamysants C#.

VY Unity cKpunTH MOXHA BUKOPUCTOBYBATH ISl PO3POOKH MPAKTUIHO OYIb
SIKOTO €JIEMEHTY I'pu a00 IHTEPAKTUBHOTO KOHTEHTY 3 TpadiKoi0 peaTbHOTO 4acy.
Unity mintpumye ckpuntu Ha C #, cTBOpeH| BIIMOBITHO 0 OJTHOTO 3 IBOX OCHOBHHX
NIXOMIB: TPATUIIHHUM | IMUPOKO BUKOPUCTOBYBAHUM O0O0'€KTHO-OpPIEHTOBAHUM
niaxomqoM 1 IHGOpMALIHHO-OPIEHTOBAHUM  MMIAXOJOM, SKHAH TEmep TeX
niarpumyetbes B Unity B OKpeMHX BHUNAAKAX 3aBISKH BHCOKOMPOIYKTHBHOMY
0araronoToKOBOMY CTEKy IHpopMariitHO-opleHTOBaHUX TexHomorii (DOTS ).

Tpanuiiitna moneiab «IrpoBHii 00'€KT - KOMIIOHEHT» J00pe mpamoe |
ChOTOJIHI, OCKIJIBKM BOHA MPOCTA SIK JJIsI TPOrpaMIcCTIB, TAK | IHIIUX KOPUCTYBAUIB,
a TAKOXK 3py4Ha [ CTBOPEHHS IHTYITUBHUX IHTepderciB.

DOTS no3Bossie Bamiid rpi eeKTUBHO BUKOPUCTOBYBATH BCI MOXKJIHBOCTI
HOBITHIX OaratosaepHux mpormecopiB. CTeK CKIAAAETbCA 3  HACTYIHHX
KOMITOHCHTIB:

— cucrema 3aBganb C # s eDEeKTUBHOrO BUKOHAHHS KOOy Ha
0araronoTOKOBHUX CHCTEMAX;

—  Entity Component System (ECS) TSt PO3pOOKHU
BUCOKOIIPOAYKTUBHOTO KOy 33 3aMOBUYYBaHHSM,

—  kommimarop Burst mis xoMmmiasAnii CKpUNTIB B ONTHMI30BAHUI

HATHUBHUU KOJI.

bararonorokosi cuctemu DOTS nmonoMararoTh CTBOPIOBATH ITPH JIJIST CAMHX

PI3HUX TPUCTPOIB | PO3po0IIATH Oarari IrpoBi CBITH 3 BETUKAM YUCIIOM €JIEMEHTIB |
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CKIQAHUMH cuMyJsiismu. [IpogyKTHBHUIT KOII, B CBOIO 4epry, 3HUXKYE
TEIUIOBUAINICHHSL | TPOJOBXKYE Yac ABTOHOMHOI pOOOTH MOOITBHUX HPUCTPOIB.
[epexin Big 00'€eKTHO-OpIEHTOBAHOTO JI0 IHGOPMAIIHHO-OPIEHTOBAHOTO TIIXOMY
CIIpoIIy€e 6araropa3oBe BUKOPUCTAHHS KO, & IHIIMM J03BOJISIE JICTTIIE 3pDO3yMITH |
JIOTIOBHUTH MOTO TIPU HEOOXTHOCTI.

Hanamrysanss ta HanaromkeHHs B Unity epexTHBHI, TOMy 110 BCI 3MiHHI
ITPOBOTO TIPOIIECY BIIOOPAKAIOTHCS OE3MOCePeHBO B MpoIieci TPy, IO JT03BOJISE
MIHATH X o7pa3zy 0e3 J0JATKOBOTO MporpaMyBaHHS. ['py MOXKHA MPU3YIIHHUTH B
OyIb-SIKMiT MOMEHT 800 MEePEeXOUTH BiJl OHOTO oreparopa 70 IHIIOro 1o ueps3i.

Blender - me Oe3komToBHE TporpaMHe 3a0e3nedeHHs! sl CTBOPEHHS |
penaryBaHHs TpuBUMIpHOI rpadiku. 3 orsiay Ha KpocriarGOpMHICTh, BIIKPUTHIA
BUXIJTHUH KOJI, JOCTYIHICTH | (YHKIIIOHAILHICTH TTAKET OTPUMAB MOMYJISIPHICTD HE
TIIBKYM cepell HOBAuKiB, a i cepen mpocynytux 3D-mozenepiB. Y Mipy po3BUTKY
nporpamu ii BHOMPAIOTH B IKOCTI poO0YOT0 IHCTPYMEHTY /ISl Bce OIIbII cepilo3HMX
npoekTiB. Lleil 70AaToK MPAKTHYHO HE MOCTYMAETHCS 33 KUIbKICTIO MOKITUBOCTEH |
¢yHKImioHATy Ot mpocyHytuM makeram 3D rpadiku. | mpum mpomy Bce
O€3KOILTOBHO.

Ha ceoroanimHiii geHb 11e noBHouIHHKN 3D peaakTop, B IKOMY KOPHUCTyBava
3ycTpivae MOBHICTIO porpamoBanuii inTepdeiic | yHIkapHa BHYTpIIIHS (aiiiosa
cuctema. OOOJIOHKA MPOrpaMy HA TEPIIUI MOMIISAT MOXKE 3IATHCS HE3PY4YHOIO |
HE3pO3yMIJIOr0, aie Micis HANAMTYBAHHS raps4yux Kiaasim mpamroBatd B Blender
CTa€ MPOCTO | 3py4HO. B SIKOCTI MOBU MpOrpamyBaHHs JOJATOK BUKOPHCTOBYE
Python, Bosto1if04uH IKUM BU MOYKETE CTBOPIOBATH BJIACHI IHCTPYMEHTH, PeIAryBaTH
IHTepdetic | cam nmpuHIMI poOoTH mporpamu. [IpueMHrM OOHYCOM € JOCTYIHICTh
NAaKeTa HA PI3HHUX ONEpPAIITHAX CHCTEMaX 000X PO3PSIHOCTEH: OCBOITH MPOrpamy
3MOXyTh BiaacHUKH KoM roTepiB 3 OC Windows, GNU / Linux i Mac OSX.

®OyHuk1iT TporpaMu:

—  3D-mopenoBaHHS;

—  ad”iMaris;

—  TEKCTypYyBaHHs Ta HAOOPH IICHCPIB;
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—  MOXIJIMBICTH MAIIOBAHHS,

—  Bizyamizamis;

—  0asoBwii BijTeopeakTop;

—  IrpoBuii pyimii.

Jlnst poOoTH HAA MPOEKTOM OOpPAHO BUKOPUCTOBYBATH MOBY C#, Tomy citif
npoaHanizyBaru Horo mepeBaru Haj anaigoramu. Ilepir 3a Bce — HA I(iii MOBI
NUINYTHCS CKPUNTH y cepepoButl Unity, mo € BAroMoro nepeBaroro, BpaxoByOYH
BUIIIe3a3HAUEHI pecypci, skl OyayTh BUKOPUCTAHI.

MoBa mnporpamyBanns C # TpeTeHIye HA CHOPABXKHIO O00'€KTHY
opieHToBaHIcTh (OyAb-IKA MOBHA CYyTHICTH IIPETCH/IY€E HA Te, 00 OyTH 00'€KTOM).

KOMITOHEHTHO-OpIEHTOBAHUI MIAXIA J0 MPOrpaMyBaHHS, SKHU CIIPHSE
MEHIIIH MAITUHHO-APXITEKTYPHIN 3aIEKHOCTI pE3yJIbTYIOUOT0 MPOrPaAMHOI0 KOy,
THYYKOCTI | JIeTKOCTI MOBTOPHOTO BUKOPUCTAHHA ((parMeHtiB) mporpam. Mosa
OlibIIT OpleHTOBAHA HA O€3MeKy KOy, SKIIO0 HopiBHIOBATH ii 3 C++.

C# wmae yHidikoBany cuctemy THmizamii, Ta y Hel po3IMIMpeHa MIATPUMKA
HI0/[IEBO-OPIEHTOBAHOTO MPOTPAMYBAHHS.

3 orysimy HA 00'ekTHO-OpieHTOBaHMH au3aiiH, C# € rapHUM BUOOPOM IS
IIBHJIKOTO KOHCTPYIOBAHHS PI3HMX KOMIIOHEHTIB - BiJ BHCOKOpIBHEBOI Oi3HEC
JIOTIKHU IO CHCTEMHHX JIOJATKIB, 1110 BUKOPUCTOBYIOTH HU3bKOPIBHEBHH KO, Takox
cuig 3azHauntH, mo C# € i Web opieHTOBaHMM - BUKOPUCTOBYIOUM MPOCTI
BOYJIOBaHI KOHCTPYKI[IT MOBH KOMITOHEHTH MOXYTh OyTu mneperBopeHi Ha \Web
cepBicu. JlomarkoBumu MoxumBocTsiMu — MoBu C# € Bukopuctranus Web
tTexHosorii, Takux sk: XML (Extensible Markup Language) i SOAP (Simple Object
Access Protocol).

2.2 BUCHOBKH 3@ po3/1ijioM
VY apyromy poszaini mepeniueHi OCHOBHI MepeBard OOpaHUX 3acOO0IB IS
CTBOpPEHHsI MpoekTy. Onmcano (QYHKIIOHAIGHICT KOXKHOTO CEepeloBHUINA Ta

iHcTpymMenTa. OOpaHni 3aco0u NOpiBHSHI 3 aHATOTaMHU.
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PO3JII 3

I[TPOEKTYBAHHS PO3POBJIFOBAHOI'O CUMVIJIAATOPA

3.1 CrBOpeHHS ITpOBOTO CBITY T JOJAAHHS Y HHOTO FOJIOBHOTO Iepost

JIns CTBOpEHHsI KOMIT FOTEPHUX ITOp Ta CHUMYJISTOPIB CIOYATKY CIif
BU3HAYHUTHUCH 13 KAHPOM TA OCHOBHOIO KOHIICTIIIEI0 MAOyTHHOTO MPOIYKTY. Bin
Imel 1o peni3y MPOayKT 3a3BU4al MPOXOANUTH MEBHI €TAIH:

—  TpUAYMYBAHHS izel: o B3arail co000 MPEICTABISATHME IPOCKT, YOTO
rpaselb MOBUHEH JOCATTH JIJISl TIEPEMOTH, SIKUH KIHIEBUIA PEe3yIIbTaT;

—  CKJIQUaHHS TEXHIYHOTO 3aBIAHHS: BOHO TIOJSATAE B IEpeKIail
CIiTbHOTO OAYEHHS 38yMKU HA TEXHIYHY MOBY, Il KOHKpeTH3arito, popMyBaHHS
OlITBII YITKOTO YSIBJICHHS TPO Te, IO MOTPIOHO poduTH (haxiBIsIM, SKI 3aHMAOTHCS
POEKTOM;

—  Ju3aiiH: QopMyBaHHSA BUIJISY TOro, IO IpaBelb Oyne Oauutu HA
expani cBoro [1K, cmapTdony, iHIIIOro ramkera;

—  HanMcaHHs Koay (QPOHT YACTUMHU: LEd eTan BKIuYae B cede
porpaMyBaHHS JIOTIKK TPH, PyXY HEPCOHAXKIB I T. JI;

—  HANHUCAHHSA CEPBEPHOTO KOJY - II€ CTBOPEHHS MEPEKEBOI YACTHHU
IPOCKTY, BUITYCK HOTO B IHTEpPHET;

—  MCHE/DKMEHT - BH3HAuYeHb HOTrO Jyxe Oararo, ajie B ILIJIOMYy BCe
3BOMUTBhCA 110 (opMyBaHHS TpodeciiHOi KOMAHIM, TPAMOTHOMY PO3IOIALTY
00O0B'sI3KIB Mi> T wieHamMu, opraHizanii eekTHBHOT B3a€MO/IIT OKPEMHX YYACHUKIB;

—  TECTYBaHHS - CKJIAQIAEThCS TECTYBAHHS 3a3BMYAil 3 JBOX YACTHH -
3aKpuTOi | BIAKPUTOL: y mepiiii O0epyTh y4acTh MOCBIAUCHI TECTyBAIBHHUKH, SKI
MAIOTh OCOOJIMBI HABUYKH, BUSBIISIOTHCSI B OCHOBHOMY KPUTUYHI Oaru | IOMUWIIKH 3
SKAMHU TIOKA3yBaTH NPOCKT IMyOmill HEMOXJIHMBO, ApPyra 4YacTHHA - 1€ BXKE
TECTYBAHHS 3BHYAHHUMH KOPUCTYBAYaMH | ONTHUMI3AIIS MPOEKTY TiJ BEITUKUIA

MepexeBuid Tpadik, BIIIpaIoBAHHS MOHETH3AIII].
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[Tepmr 3a Bce ¢t miaKpecanTH, 1m0 GpIHAIBHUM IPOAYKTOM Oy1e CUMYJISATOP
NEHHTOOIy, a 11e 03HAYAE, 10 HAHOIIBII 3pYYHUM U HAOTMKCHUM 0 PEaTbHOCTI
dbopmarom Oyne ctBopeHHs: FPS-mryTepy.

FPS-myrep (urytep Bia mepiioi ocoOu) - KaHp KOMITHOTEPHUX ITOpP, B SKHX
ITpoBUI MpOIIEC TPYHTYETHCS HA 0OSX 3 BUKOPUCTAHHIM BOTHENAIHLHOI 800 Oyib-
sikoi IHIo1 30poi 3 BUJIOM BIJI ITEepIIIoi 0CcOoOH.

Omxe irpoBuii mnporec Oyne NMPOXOAWTH Bix mepiroi 0coOU, OCHOBHOIO

30poero TpaBis OyJie neiHTO0IpHA pyHHLS (pHc. 3.1)

el e S S &3 .t:_? /
Pucynok 3.1 — IrpoBuii nporiec Bijg mepimoi ocodu

Came MOHSTTSA KOMIT IOTEPHOTO CHMYJISITOPA O3HAYAE T, M0 BIH MOBUHEH
MAKCHMA&IBHO HAOJIKEHO BIATBOPIOBATH pedlbHH mporec. Tomy  ciin
03HAHOMUTHCH Ta IOTTTUOUTHCH Y TIPABUIIA TA OCHOBHI HIOAHCH TPH Y TIEHHTOOII.

[TetinTOOM - TeXHIYHA CIIOPTHUBHA Ipa 3 PO3PSAAY EKCTpEMATbHUX, IO IMITYy€
IIBUJIKOTUTMHHI BOTHEBI KOHTAKTH HA 0OMexxeHoMy mpoctopl. Jlis takoi imitarii
BUKOPHCTOBYETHCS CICIIATBHUN MTHEBMATHUHUIN MPUCTPIi (Mapkep) | skeJaTHHOBI
Kylnbku 3 ¢ap0oro. Irpu mpoBoasThCs HA JICOBUX a00 BIIKPUTHX TOJX,
OPUMIIIEHHSAX, 3 NPUPOJHMUMU a00 INTYYHHUMH MEPEIIKOJAMH | YKPHUTTAMHU.

Po3pi3HsAtoTh MEHHTOON AK BHJ BIANOYMHKY - JJIs BCIX O@karouux, K Crocio
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TPEHYBaHHS - ISl OXOPOHIIIB, MOJIIEHChKUX a00 CIenHasy | SK CHOpPT - IS
TypHIpHEX KoMaHa. [Tooaunii a6o koman 1010 (Bix 3-x i OlbIire ocid).

Came TpaauiiitHe moie - JIicoBe, 3 J0JABAHHAM YKPHUTTIB 3 KOJIOI, TOKPHIIIOK
a0o 0o4ok. |HOAI MO HACTIIBKK 3aPOCTM YArapHUKOM, IO JAOAATKOBI YKPUTTS
npocto He moTpioHI. Ha BigkpuTix MaimaHdukax OyIyIOThCS IITYYHI YKPHTTS 3
(aHepHUX IMUTIB, CTAPUX MAIIKH | T.II.

Crig0o0JIbHI TIOJIS - HEBEJHKI, 3 OJHOTUITHUMHU CUMETPHYHO PO3TAIIOBAHUMHU
YKPUTTSAMH OYyFOTHCS JJIs IBUIKICHOT, BUCOKOTEXHIYHI TpH.

[imepOon - rpa HA BIAKPUTHUX TOJSX 3 YKPUTTAMH 3 IUIACTHKOBHX TPYO
pi3HOrO miamerpy.

OTxe, BUXOASYM 3 OCHOB TIPH y IIEHHTOO], MOKHA MPHUCTYMATH 0
0e3mocepeIHbOT PO3POOKH MPOAYKTY | IMOYATH CIIIJI I3 CepeIOBHUIIA, B YMOBAX SIKOTI'O
rpasens Oyne aisTu — jicy.

Y cepeni Unity ckopuctyeMmocs iHcTpymenTom Terrain Toolbox (puc. 3.2) ta
CTBOPUMO TycTHi janmmadrt I 337amMo oMy mapaMeTpd BUCOTH, HIIUPUHU Ta

JIOBKUHHU.

(> [ ]
# Scene © Inspector
shaded ] T 3 T (e o o | == 7=

Terrain Height(m) 500
Start Position

X0
Tiles X Axis
Tiles Z Axis
Grouping ID
» Group Settings

> Import Heightmap

¥ Options
TerrainData Direct Assets/Terrain/
TerrainData Name v

Replace Terrains  GroupID: 0
Enable Auto Gener

{Mnhﬂu 1000m x 500m Number of Tiles:

X
! ) Tartan Height: 500m Tile Size: 1000 X
500

Create

Pucynoxk 3.2 — Ilouarok cTBopeHHS TaHAIADTY

BukopucTtaBim TeKCTypy TpaBu Ha CTBOPEHOMY JIaHAAPTY OyJI0 OTPUMAHO

3acaKeHY 3€JICHHIO MicIieBicTh (puc.3.3).
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# Scene :

31 K N T T 3 (7Y o |

Pucynok 3.3 — ®opmyBanHs naHamadTy

Temep MoXHA TEpEHTH 10 CTBOPEHHS CEpead I MPOBEACHHS TIPU Y
neiHT001. ['paBLsM MOTPIOHO MATH YKPHUTTS, 3 SKMX BOHH 3MOXYTh BECTH BOTOHb
10 CBOIM CYNPOTHBHUKAM Ta XOBATHUCS cami Bia HUX. Irpu y meidHTO0I MOKYTh Oy TH
npoBeieHl K y Jicl, TaK | y cTapux MPUMIIIEHHSX, AKI BKE HE BUKOPUCTOBYHOThCS
(Oynuukm, anrapu, crtapi odicui mentpu). Omke y cepenopuini Blender Oymio
CTBOpEHO OYyJIO CTBOPEHO JEKIIbKA MOJENIed HEBEIUKUX OYIAMHKIB, SKI MOXYTb

CTaTH FapHOIO BOTHEBOIO mo3uiliero (puc 3.4 — 3.5).

Pucynok 3.4 — Monens Oyausky 1
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Pucynok 3.5 — Moaens OyausKy 2

[Ticnst cTBOpeHHST MOJIeNel HA HUX OYJI0 BUKOPUCTAHI TEKCTYPH, SIKI 3p00HITH
ix OlibI cXOXKUMH HA peanbHI OynuHKU. Ha BikHAX Oynu BUKOpUCTAHI CKISIHI Ta

JiepeB’ siHl TeKCTYpHI Mareplany, Ha cTiHax — neMeHTHI (puc. 3.6).

Pucynok 3.6 — Pe3ysibTar BUKOPUCTAHHS TEKCTYPHHUX MaTepiaiiB
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Oxpim OyauHKIB Oysio cTBopeHo Mojenl 604ok (puc. 3.7), nepes (puc. 3.8),

kostonsi3st (puc. 3.9), nepemkon (puc. 3.10), kamenis (puc. 3.11) Ta kyuiis (puc.

3.12), no6 ManOyTHS KapTa HE BUTIIAAATIA 3aHAITO MPOCTO.

Pucynox 3.7 — Mogaens 604ku

Pucynok 3.8 — Mogens nepena



Pucynok 3.9 — Moaenb konos3s

Pucynoxk 3.10 — Mogeins nepemkoau

31



Pucynok 3.11 — Mojens kameHto

Pucynok 3.12 — Mogens kyma

32
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3.2. KoHcTpyroBaHHs IrpOBOTO MOJIS

CTBOpHBIIK HEOOXIAHI €JIEMEHTH JIsS 3aIIOBHEHHS BIIIBHOTO MICII MOXKHA
IpUCTyNaTH A0 6e3MocepeIHbOT0 HAMMOBHEHHS KapT 00’ ektamu. [lepioro kapToro
Oyzde crnemianbHO BiABEACHE MicIle IS TP, Y HEHTPl AKOro Oyay CTOATH MICT —

JiHISI po3MeXKyBaHHS TepuTOpIi onmoHeHTiB (puc. 3.13 - 3.14).

i -
A

< Persp

Pucynok 3.14 — CTBOpeHHs roJIOBHOT KApTH
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3.3. Breaenns y rpy nepcoHaxa KOpUCTyBa4a

["'0710BHUM NepCOHAXKEM CUMYJISITOpa Oy/ie 3BUUYaNHA JTIOAMHA, KA MPUNIILIA

BUIIPOOYBATH cebe y rpl B IEHHTOO0II, TOMY CTBOpiMO Maket rpasis (puc. 3.15).

Pucynok 3.15 — Maxker rojioBHOTo repost

Crinx BigMITHTH, 1110 MAHOYTHIN CUMYJISITOP Y CBOil CyTHOCTI Oyie IIyTepoM
BiJ1 mepIoi 0co00, & ToMy | refiMIutelino Oyie BiMOBIAATH IIbOMY XKAHPY.

IrpoBuii mpouec, ado reimieit (anra. Gameplay), - KOMIIOHEHT TpH, SIKH
BIIMOBI A€ 33 B3aeMoito rpu | rpasiis. ['eliMIuIel onucye, sik TpaBellb B3aEMOIIE 3
ITpOBUM CBITOM, SIK ITPOBHIA CBIT pearye Ha Jii TpaBIs | sk BUSHAYAETHCS HAOID i,
SKAA TPONOHYye TrpasiieBl rpa. TepMmiH dYacTtimie BXUBAETbCS B KOHTEKCTI
KOMI'TOTEepHHX ITop. ['eliMIIieii 6e3yMOBHO HE BITHOCUTBLCS JIO TAKMX KOMIIOHEHTIB
rpH, sk rpadika i 3BykoBuii cynposij. BiH sBisie coboro marepH B3aeMoiii rpaBis 3
IpoOro Ha MmiacTaBi ii mpaBuII, BU3HAYAE 3B'I30K MIXK TPaABIIEM | TPOIO, TPOITOHOBAHMIA
IrpOBHIA BUKJIMK | CITOCOOM HOTO MOMOJIAHHS, CIOXKET SIK y4acTh B HHOMY TPABIISL.
Tepminu irpoBuii mporiec | reiMIIIeH MOKYTh BUKOPUCTOBYBATHCS SIK CHHOHIMHU.

OTxe 101aMO0 TEKCTYPY JI0 MOJIEI repos Ta MOMICTUMO HOro y ITpOBHii CBIT

(puc 3.16 - 3.17).
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Pucynok 3.16 — Jlomauus Mozeli IepCOHAXY Y ITPOBHIA CBIT

OCKITBKY CUMYJISITOp Oy/I€ Iy TepOM BiJI TIEpIIOi 0COOH, TO | OAYUTH TPaBEIh
HIOBUHEH Tiepes co0or. ToMy Oyio CTBOpeHO Kamepy TpaBIid, ska Oyia momMinieHa

Ha piBHI o4ei Mojeni nepcoHaxy (puc. 3.18). OTpuMaHuii pe3yIbTar NPUBEIACHO Ha

(puc. 3.19).

Pucynok 3.18 — Jlonanus kamepu rpaBus
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Pucynok 3.19 — Burnsia kamepu y rpi

3.4. CTBOpEHHS CKPUNTIB JIJIsl MOJICTIOBAHHS MOBEIIHKH TOJIOBHOTO T'epPOSI
[lepen cTBOpeHHsM MoOJeli TOBEAIHKA 33 JOMOMOTOK CKPHIITY, CIIJ
O3HAWOMHTHUCH I3 TUM, SK BOHU MpPAIIOIOTh, Td OTPUMATH PO3YMIHHS HOTO

XKHUTTEBOTO UKy (puc 3.20 — 3.21).

Reset is called in the Editor when the script is attached orreset | i Reset Ed | to r

Awake )
I Z g . .
onenatie Initialization
Start is only ever called once for a given script. Start )
>
<
———————

A 4
FixedUpdate

The physics cycle may happen more than once per frame if

‘ X . I
the fixed time step is less than the actual frame update time. yield WaitF orF xedUpdate |

1
Internal physics update A Phys |CS
|
( OnTriggencL )

OnCollisionX}XX

Onteuser ) Input events
Update
i yield null
If a coroutine has yielded previously but is now due to yield WaitForSeconds .
resume then execution takes place during this part of the : - .
wpte, (__welwww ) Game logic
( yield StartCoroutine )

Pucynox 3.20 — XXutreBuii ki ckpunra 1
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Internal animation update

|
LateUpdate

OnWillRenderObject
OnPreCull
OnBecameVisible
(OnBecamelnvisible
OnPreRender
OnRenderObject
CnPosiRender
OnRenderimage
OnDrawGizmos is only called while working in the editor. OnDrawGizmos
OnGUI is called multiple time per frame update. onGUI

yield ‘WaitForEnd OfFrame

OnApplicationPause is called after the frame where the

pause occurs but issues another frame before actually pausing. OnApplicationPause

OnDisable is called only when the script was disabled during OnDicable
the frame. OnEnable will be called if it is enabled again -

OnApplicationCuit

v

OnDisable

Pucynok 3.21 — J)KutTteBuii UK CKPUTITA

Yci neperniyeHl HA PUCYHKAX BHIIE METOIU MOXYTh BUKOPHUCTOBYBATHCH Y
ckpuriTi, ane He 00O0B’s3K0BO yci — jwumie Ti, mo moTpioHi. Hadromosuime —
3amam’ITaTi MOPSI0K BUKIIUKY X METO/IB, 100 yce MpaIfoBaio BIipHO.

Haiinepmum BukimkaeTbess Meton Reset, skuit moTpiOeH ajs peaaryBaHHs
TAHHX.

3ais iHiiatizanii JaHux BUKOpUCTOBYOThes noii Awake, OnEnable, Start.

Awake Oyme chparboByBaTH TOJI, KOJAM CIEHA MPOEKTy 1€ HE
3aBAHTAKUIIACH, TTICIIS YOTo CIipaltoe Bxe Start.

Meronu FixedUpdate, OnTrigger, OnCollision BHKOPHCTOBYIOTH IS
B3aeMOIT 3 (BI3HKOIO.

3a1s toaaHHs pi3HuX moAlit € metoa OnMouse.

Metogu irpoBoi gorikm Marmote Hassu Update, vyield null, yield
WaitForSeconds, yield WWW, yield StartCoroutine.

Jlns BimoOpakenHs cuenu npoekty BukopuctoByiots OnWillRenderObject,

OnBecameVisible, OnPreRender, OnRenderObject ta ixri.
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3a BimoOpaxkenns IHtepdeiicy Biamosigarots merogu OnDrawGizmos Ta

OnGUIL.

Jlns akrtuBanii Ta AeaktuBanili pi3HOTO poay 00’€KTIB BUKOPUCTOBYIOTH
meton OnDisable.

MeTtomu OnApplicationQuit Ta OnDestroy m03BosS10TE BUIAISATH HETOTPIOHI
00’€KTH HA CIIeH.

Ternep MoXKHA MPUCTYNUTH OE3MOCEPETHBO 10 CTBOPSHHS CKpunTiB. [Tepm 3a
Bce TpeOa HABYMTH TOJIOBHOTO T'eposi IEPECYBATHCH IO ITPOBOMY CBITY.

VY mpoekti Unity 6yno crBopeno ckpunt FPSMovement (puc. 3.22), sikuit
Oyzie BIATBOPIOBATH HATHCKAHHS HA KJIABIII y KOMAHIM, SKI PyXalOTh TOJOBHOTO

reposi.

ce urce;

yHOK 3.22 — ®parmenT ckpunty FPSMovement

Puc

VY ckpunri Oysio peanizoBaHo MepecyBaHHs MEPCOHAXKY, TAKOXK Tia yac Oiry
a00 X001 Oyie BIATBOPIOBATHCH 3BYKH IIArIB, skl OyJiM 3aroTOBJICHI paHimie.

["o10BHOMY Tepoto OyJia HaJaHa 3Mora MepecTpUOyBATH MEPEIIKO/IH, ITI T Yac
HpU3EMIICHHS TAKOX OyJie BIATBOpIOBATUCH BiamoBimHuii 3Byk. Citij He 3a0yBaTH,
[0 Kamepa MOBUHHA MEPECYBATHCh PA30M I3 MOIUIAAOM TPaBIisi, TOMY TOJOBHA
kamepa Oyiia nmpuB’s3aHa 10 Muiii. Tenep BOHA MepecyBaeThCs BiAIOBIIHO 10 pyXiB

Muitl, siKi pOOUTH TPaBEIIb.
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3aBISKM CKPHIITY MOXKHA BCTAHOBUTH IIBUJKICTH NMEPECYBAHHS MEPCOHAKY
TA BUCOTY CTPHUOKIB, 11100 yce 0yJI0 MAKCUMAIBHO HAOIMKEHO 10 peaIbHOCTI.

[Ticas momaHHS Mozeli MOBEAIHKK HA TOJIOBHOTO Tepos MEPEeCcyBaTUCH IO
Mmami, ajge Homy Tpeba Ie W 3aXHUINATHUCh BiJ OMIOHEHTIB, ki OyayTh JomaaHi
ni3Hime.

OTxe, HACTYITHUI €Tan — CTBOPEHHS CTPIIHOH.

3.5. Crpinbba nmepcoHaxy Ta mepeBipka Ha MONAIaHHS Y I[Tb

Ha manomy ertarmi ciin BpaxoByBaTH, 10 MEHHTOON — IIe CIIOPTUBHA TPa, Y
SKI 3aMICTh KyJIb BUKOPHCTOBYIOTHCS Iapu i3 (apOoro, Tomy i yac moctpliy
BIZICYTHI Oyab-sikl edexTH, Takl sk qum, ado criataxu. Hacammepen Oyio cTBopeHO
ckpunt (puc. 3.23), skuii Oyae peryioBaTH TeMI CTPIIbOH, BIITBOPEHHS

BIJIOBITHUX 3BYKIB, TA IKUH BIJICTE)KYE MONATAHHS Y IIJIb.

Weapom : MonoBehaviour

GameObject hitEffect;
Camera _cam;

Update()

if (Input.GetButtonDown("Firel™})
I

Shoot l:: :I 3

1
J

Shoot ()

_audioSource.PlayOneShot(shotSFX);

Pucynok 3.23 — Ckpunt BIATBOPEHHS IOCTPIITY

VY nanomy ckpunTi Oyja BCTAHOBJIEHA NAIBHICTD MOJBOTY KyJ, may3a Mix

noctpiiamu, 00 MEeHHTOONFHA PYIIHUI HE MA€ ABTOMATUYHOTO PEXHMY, OYyIIO
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cTBopeHo 00’ exT bulletSpawn, sxuit Hagasi Oy e NPUKPITUIEHO 10 CTBOJIY PYIIHUIII.

3 HBOTO OYyTh BUXOIMTHU KYyJIi, TAKOX OyJ1a BCTAHOBJICHA TPAHMIIS YIIIKOPKEHb, SIKI
OyIyTh HAHOCUTHCH CYTIPOTUBHUKY.

ITix yac mocTpiny Oyae BiATBOPIOBATUCH MEBHMIA 3BYK. [IpoBOANTH MOCTPII
MOXHA OyJe 3a JOIMOMOTor0 JIIBOI KHONKH MwuIml, ska y cepemoBumii Unity
no3Hauaerbest sk Firel. IepeBiput, yn Oyna HATHCHYTA BIAMOBIIHA KiIABIMIA,
MOXKHA 3aBJasku ymoBU If TA 3BepHEHHIO [0 YNPaBIIHHSA, TOOTO METOIY
Input.GetButtonDown.

[Toctpin Oyme mpoBoauTHCh 33 MeTofoM Raycast (puc. 3.24), T0OTO
BIITBOPCHHSI HEMOMITHHUX IMPOMEHIB, sKI OYIyTh CYNpPOBOKYBATHUCH MOJHOTOM
kyuil. Takox y ckpuniti 0ys10 101aHO BiATBOpeHHS iH(GOpMAaIii, Ky caMe MOTpaIuB

npomitb. lHpopmaris npo e Oyae BuBoAuTUCH y LOg.

RaycastHit hit;

if (Physics.Raycast(_cam.transform.position, _cam.transform.forward, out hit, range))

Debug. Log( " Popac ye” + hit.collider});

ject impact = Instantiate(hitEffect, hit.point, Quaternion.LookRotation(hit.normal)});
y(impact, 2f);

BEET
11)

hit.rigidbody.AddForce(-hit.normal * force);

Pucynok 3.24 — Ilinkmouyenns Raycast

[Ticns 0M@HHS CKPUIITY HA PYIIHUINO, Y cepenoBuiil UNity 3’ssBUBCs 00’ €KT

bulletSpawner (puc. 3.25), sikuii Oyiio HagATI TPUKPITUICHO 0 AyJa 30poi.
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< Persp

Pucynok 3.25 — Jlonauus bulletSpawner na 36poro

Tenep cTBopeHa 30post Mae JekiapKa nmapameTpis (puc. 3.26), ski Hagasi Oyau

3AIIOBHCHI.

¥ # ~ Weapom (Script) [ 7 LA
Script Weapom
Damage 100
Fire Rate 1
Force 155
Range 15
Shot SFX J bullet-hit-paintball-body-02 @
Audio Source o MP7 (Audio Source) ®
Muzzle Flash % GunShot (Particle System) @
Bullet Spawn A Bullet Spawner (Transform) @
Hit Effect i GibbletChunk_5 @
Cam m Camera (Camera) @

Pucynok 3.26 — [1apamerpu 36poi

Sk MoxkHA OauuTH, 10 PYWHHUI Oyau nojaadi edekTw moctpiiy, JKepeno,
3BiKM Oy/e Opartuch 3BYK Ta epeKT, ToOTO Opu3ku (HapOu Bija MOMaIaHHS.
Y MomeHT mnomagaHHs ¢apba Oyae po30Opu3KyBaTHUCh MO I, SK Iie

npuBenieHo Ha (puc 3.27).
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Pucynok 3.27 - EdexT ByueHHs 110 il

3.6. CTBOpeHHS MPOTUBHUKIB TA TOJIAHHS 1M IITYYHOTO IHTEIEKTY

Ha npoMy erami 0 irpoBOro cBiTy BBOJIATHCS KOMAH/A-CYHPOTHBHHUK. IX
Mozeal OyAayTh BIApI3HATHCH BiJ IHINOI KOMAHAM, 00 HE CIUIyTATH CBOIX I3
Yy )KHUMH.

[epmr 3a Bee citix mepeMicTUTH HEpIIOro Bopora a0 mamu (puc 3.28).

Pucynok 3.28 — Mopens Bopora
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Tenep animyemo ioro moBeainky. Bopor Oyme maru aaimanii Oiry,
TPUMAHHS PYNIHHMIII, CTPIIBOU T CMEpTI.

[Mopsimok animarnivi BuOynoByetbes 3aBasku Gyskiii Animation Controller
(puc 3.29) .

Puc 3.29 - Animation Controller

KonTtponep Oyyo mepemimieHo HA MOJIeNb BOpora, Tenep aHiMmanii OymayTh
noB’s13aHi 13 HUM. Takoxk citij A0AaTH MOJEII BOPOTra psiji BIACTUBOCTEH, TAKUX SIK

Kosuaiaep ta ¢isuku (puc. 3.30).

¥ 3 v Animator @+ !
Controller % Enemy @
Avatar  Soldier_demoAvatar @
Apply Root Motion [ |
Update Mode Normal -
Culling Mode Cull Update Transforms -
Clip Count:
' Curves Pos: TIQuat 72 Euler: 0 Scale: 72 Muscles: 0 Generic: 0 PP
Curves Count: 720 Constant: 401 (55.7%) Dense: 0 (0.0%) Stream 319 (44.3%)
v & Rigidbody e =
Mass il
Drag (o]
Angular Drag 0.05
Use Gravity |
Is Kinematic ]
Interpolate None v
Collision Detection Discrete -
¥ Constraints
Freeze Position B =
Freeze Rotation vIx sy 1z
¥ Info
v & ~ Capsule Collider L
Edit Collider Fay
Is Trigger [ |
Material None (Physic Material) (o]
Center X 0 Y 1.5 Z0
Radius 0.7
Height 3
Direction Y-AXis i
¥ W% v Box Collider [-
Edit Collider FaY
Is Trigger v
Material None (Physic Material) @
Center X0 w2 zZo

Pucynok 3.30 — BaactuBocti Mmoeni HpOTI/IBHI/IKa
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VY sxocti mojs 3opy Bucrynae kommoneHt Box Collider, came Bin Oyay
TPUTEPOM, 38XOASYH y SKUH MPOTHBHUK BITKPHUE BOTOHb.

Tenep nmoTpiOHO TepeiiTH 10 HANMCAHHS IMTYYHOTO IHTENEKTY, SIKUU Oyne
KepyBaTH MPOTUBHUKAMH.

[Tepm 3a Bce CyIpOTHBHUKAM OYJI0 HA/IAHO TOJIE 30PY, Y paaiyci SKOro BOHU
ImeHTH(}IKYBaTM TPABIS SK BOpora. SIKmio 3aiTé A0 Bopora i3 CIHHH, TO BIH HE
00auYMTh, AJIe SKII0 HAOIM3UTUCH Y palilyc MoJis 30py, TO BIH 3pearye Ta Biakpue
BOTOHb.

[Ilo6 cynmpoTUBHUK MEpPEecyBABCS 1O BOPOXKOTO TMOJSA — J0AaMO HOMy
xommoHeHT NavMeshAgent (puc. 3.31), T8 HAMUIIIEMO CKPHIIT JIIs IEPECITi Iy BAHHS

OIIIIOHEHTIB.

¥ {4+ ~ Mav Mesh Agent o
Agent Type Humanoid -
Base Offset 0]

Steering

Speed 3.5

Angular Speed 120

Acceleration 8

Stopping Distance 15

Auto Braking ¥

Obstacle Avoidance

Radius 0.5

Height 2

Quality High Quality -
Pricrity 50

Path Finding

Auto Traverse Off Mesh Link o

Auto Repath o

Area Mask Mixed... -

Pucynok 3.31 — xommonentT NavMeshAgent
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Tenmep mepelimemo g0 HamucanHs ckpunrd. IloTpiOHO, 1100 BOpOr
imeHTHGIKyBaB OMIOHCHTIB TA MIyKaB iX HA Mami. ToMmy m01aMO KOMITOHCHT
NavMeshAgent takox 1o iHIIoi KoMaH 1, TaM 00’ eTHaeMO X oqHUM Terom Player
(puc. 3.32).

;..Generic;

UnityEngine;
UnityEngine.AI;

h @ MonoBehaviour
\gent agent;

FPSController;
anstorm target;

agent = GetComponent <NavMeshAgent>();
FPSControl GameObject.FindWithTag("Player"”};
target = FPSController.transform;

|_|F||jEtEE: :I

agent.SetDestination(target.position);

Pucynok 3.32 — HanmcauHs CKpunTy nepeciiyBaHHs

Tenep Boporu OyAyTh IIYKATH OMOHEHTIB, 100 MOIIIUTH Y HUX 3 PYIIHUIL.
Y komauali 3 5 rpaBuiB 2 OyayTh OXOPOHSATH CBOI 0aszy, Marpysromud i Mo
3a71aHOMY MApIIpPyTy, & IHIII BIAIPABIATHCS HA BOPOXKY TEPUTOPIFO.

AHQIOTIYHO BUIIEBKA3AHKUX eTarliB OyJ0 CTBOPEHO 4 TPaBId y KOMaHII

T'OJIOBHOTO Teposi TA 4 TOJIATKOBUX OITOHEHTA, 1100 rpa BigOyBanace 5 Ha 5.

3.7 BucHOBKH 32 po3/ijaoM

Y OCHOBHIN YacTHHI AWUIIOMHOTO MPOEKTYy OyJo MpOBEAEHO POOOTH 3
CTBOPEHHsI Mojelieli mepcoHaxiB Ta o0'ektiB manamadry. ChopmoBaHo mamy.
[IpoBeneHo poOOTY 3 TOJIOBHOK Kamepor Ta ocBiTieHHsM. Jlns ¢opmyBaHHS
MOBEIIHKU ITPOBUX MEPCOHAKIB y CUMYJSATOPI OyJIM CTBOPEHI CKPUITH, B TOMY
YHCI MM IKITI0OYEHO IITYYHHIA THTENIEKT i1 OOTIB, SKMMH OyJe KepyBaTH CUCTEMA.

CdopMoBaHo IrpoBy JIOTIKy Ta CTHIb Ipu OyB HAOJMKEHUI 10 BIAMOBIIHOTO
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xanpy. [IpoBenena podota i3 3ByKoMm, 11100 BiH BIATBOPIOBABCS KOPEKTHO IIija dac
samanux Aii. OmaHoBano TtexHojoriro Raycast, mo go3Boiauna peanizyBaTu

OCHOBHY 33/1a4y CUMYJISATOpPa — CTPIin0y.
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PO3JIIJT 4

OBI'PYHTYBAHHA XKAHPOBOI'O | ITIPOI'PAMHOI'O BUBOPY

4.1 Anaii3 BUKOPUCTAHUX METOJIB Ta X e()eKTHUBHOCTI

Unity Moske mparroBaTy i yIpaBIiHHIM OIIbII HIXK IBAIIATH OMepariiiHiux
cucteM BIH KOMGMOpPTHH y BHKOPHCTAHHI, IO JO03BOJSE TelMMeiikepam
CTBOPIOBATH A0oAaTKU st mmpokoro kosnd OC | irpoBux miardopm | THM caMuM
PO3IINPIOIOYH KOJIA TPABIIIB.

Y 11poMy cepeoBUIll BUKOPUCTAHWNA KOMITOHCHTHO-OPIEHTOBAHUHN ITIIXijm, 3
H10r0 JJ0IIOMOT0I0 PO3POOHUK MOKE CTBOPUTH 00'€KT, HAITPUKIIA, OCHOBHOTO I'epOSI.
Kpim 1poro, BiH Moxe jgomaBaru pi3Hi enemeHTH. Lle Moxe Oyt 300paKeHHS
TOJIOBHOTO T'epOsi | METOI KOHTPOJTIO HAJT HHM.

Onna 3 Hezanepeunux nepesar Unity 3D nosnsrae B Tomy, 1o BiH OCHAIICHUH
BEJIMKOIO 010JTI0TeKOI0 acceTiB | TUIATIHIB, 10 JO3BOJIIOTH ICTOTHO TPUCKOPHUTH X111
po3poOku irpoBoi mporpamu. [Iporpamict Moxke iX IMIOPTYBATH | €KCIIOPTYBATH,
BOY/JIOBYBATH I'OTOBI 3arOTOBKH - PIBHI, repoiB, BOPOTIB.

Unity 3D miaTtpumMyeThesi BeTUKOO KibkicTio tiatdopm, API ta in. CtBopeHi
B IIbOMY CE€PEIOBUIIl IpH MOKHA Jierko nepenectd 3 OS Windows ua LinuX i irposi
koHcoul tumy PlayStation, Xbox, Nintendo. Unity 3D moxe npairoBaru 3 DirectX
I OpenGL. Unity 3D no3Bosisse dopmyBaru ckidiui animarii. 3ITKHEHHS Mix
IrpOBUMH 00'€KTAMU.

Unity 3D - 1ie ontumauibHe pitlieHHs 171 po3pOOHUKIB-TIOYATKIBIIIB. 3 OJHOTO
00Ky iX He BIamToBye GyHKIIOHAT IpocTimuX nakeris, Hanpukinaa, RPG Maker. 3
IHIITOr0 OOKY, BOHM HE XOUYYTh HECTH BUTPATH HA NMPUAOAHHS OLIBII MPOCYHYTHUX |
BIZIMOBITHO OPOTUX PYMIITB.

C # Mae BUpasHWil CHHTAKCHC, | #oro serko BuBYaTH. DIrypHI TyKKH
nizHarThes Bel, xTo mpamoaB B C, C ++ ado Java. CHHTaKCHUC MOBHU yCYBa€e
cknaanocti C ++ | Hajae Taki MOTyXHI MOKJIMBOCTI, SIK aHYJTFOBAHHS 3HAYCHbD TUIIIB,
nepepaxyBaHHs, Jeieraru, JaMOma-Bupasu | mpsmuid goctyn jgo mam'sti. C #

OiATpUMY€E YHIBEpCATbHI METOMW | THIH, SKI MIABHIIYIOTh OC3MeKy THUIIIB |
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NPOAYKTUBHICTB. |Teparopu M03BONSIOTH KJIACAM TBOPIIB KOJEKIIH BH3HAYATH
HE3BHYANHI MOBEAIHKY ITepalliil, ki JIerko BAKOPUCTOBYBATH B KJIIEHTCHKOMY KO/Il.
Bupasu interposanoi moBu 3anutiB (LINQ) poGusaTs cTporo Tumi3oBaHUi 3amuT
HIEPIIOKIACHOI KOHCTPYKIIIE€I0 MOBH.

[MomynspuicTh MOBM - Ie OXHA 3HAYyHd mepeBara. Bemwka KiabKIiCTh
maHyBaIbHUKIB C # CIPUSAIOTH HOTO PO3BUTKY. TAKOX 11 CIIPUSITIANBO BILTUBAE HA
picT Yncia BakaHcii, MOB'I3aHUX 3 po3poOKoro HA MoBI Microsoft. IIporpamicty,
no6pe 3uaiomi 3 C #, 3arpedyBaHi B iIHAycTpii, HE3BHKAIOYH HA TX BEJTUKY | TOCTIHHE
301JIBIIICHHS KIJTBKOCTI.

Mosa C # mnpakTtuuHo yHIBepcasbHA. MOXHA BHUKOPHCTOBYBATH 1i IS
CTBOpeHHsT  Oyme-sikoro  [I3:  mpocyHyTtHx  Oi3Hec-mojarkiB,  Bimeoirop,
byHKUioHATEHUX BeO-momarkiB, moAarkiB mas Windows, macOS, MOOIIbHHX
nporpam s i0S i Android.

C # 0e3 mepeOLIBIICHHS BKpall MOMYJSIpHA cepell TBOPIIB Bimeoirop. Mosa
BUKOPUCTOBYETHCS JIIsl po3poOku irop ming Windows, macOS, Android i i0S. Bes
crupasa B Unity - mardopmi 11 podotu 3 3D-rpadikoro. C # kpare 3a iHin MOBU
ananToBaH i podoTy 3 1uM pyiriem. Tomy mporpaMicTyu 3a3Buyaii He BUOUPAIOTh,
a BiIpasy BUKOpUCTOBYIOTH 3B's13Ky Unity + C #.

Blender mounHaBcs siIk KOMEPIIHUN TPOEKT, &ie mi3HIIme OyB 3aKpUTHH |
BIIPOKEHUH BXE 3 BIIKPUTHMH ITOYATKOBHMH KOZAMH. Y TOpPIBHAHHI 3
KOMEPIITHIUMH PO3POOKAMHU PO3MIP IBOTO PEAAKTOPA 30BCIM MIZEpHHU - JIUIIIE
KiITbKa AecaTKiB merabaiT. OAHOI 3 HAWTOJIOBHINIMX IIepeBar MIporpamMu €
kpocmiarpopmuicts. Blender omnakoBo mobpe | crabiapHO mpamoe B Linux |
Windows. Kpim toro, mporpama moxe ¢yskiionysarn HaBite Ha [IK 3 myxe
crnabkuMu KoH(DIryparismu, HaBiTh 10 HETOYKIB. MiHIMATBHI BUMOTH JI0 CUCTEMH
OITBII HIXXK CKpOMHI: MPOIIECOP 3 OJHUM sAPOM, 110 mpairoe Ha yactotTi 1 [T,
orneparuBHa nam'sth 512 MoauT I Bigeokapra 3 minrtpumkor Open GL i o6csrom
nam'sti He Hikde 64 Moaiit. [Iporpama Bkirouae B ceOe BeTUKHI apceHan 3aco0iB

JUIs. CTBOPSHHS TPUBUMIPHOT Tpadiky.
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Tak, B Blender Mo>xHa onepyBaTi cucteMaMu YaCTUHOK, KOHTPOJIFOBATH BArH
OKpEMHX YACTUHOK IPU TEKCTYPYBaHHI, 3CTOCOBYBATH HANPSAMHI TIpy aHIMAIi1 Ta
BUKOPUCTOBYBATH 30BHIIIHI cwid, HAnpukinaa Bitep. Kpim Toro, B mporpami €
CUMYJIATOP (UIFOIIB, SIKUI BIIKPUBAE TIEpel KOPUCTYBAYEM BEIMUC3HI MOMIIUBOCTI
10 CTBOPEHHIO e(eKTIB TEeKy4YHx TUI, TAKUX SK TUM a00 pimuHu. Y pexumi
peaTbHOTO Yacy KOPHCTYBAY MOXKE MPOPAXOBYBATH (hi3WUHI 38BIAHHS, HAPHKIA]
MOJICJIIOBATH TIOBEIIHKY M'skux Tejd. [Iporpama nae MOXJIMBICTH penaryBaTH
NURBS-noBepxHi, BUKOpHUCTOBYBaTH MeTA0O0IM | HATAMTOBYBATH OCHAIICHHS
HICPCOHAXKIB.

Microsoft Visual Studio - mnimiiika mpoaykriB kommauii Microsoft, 1o
BKJTIOYAIOTh IHTETPOBAHE CEPEIOBUILE PO3POOKH MPOrPAMHOT0 3a0€3NeueHHS | psijI
IHIIMX THCTPYMEHTAILHUX 3ac00iB. JlaHI TMPOMYKTH TO3BOJISIOTH PO3POOIATH SK
KOHCOJIbHI JTOAATKH, TaK | nojaatku 3 rpadiuaum iHTepdericom, B TOMY YHCII 3
niarpuMkoro Texaosorii Windows Forms, a Takox BeO-caiiTu, BeO-101aTKH, BeO-
cIyOu SK B pIAHOMY, TaK | B KEpOBAHOMY KoAaxX s Bcix miardopwm,
niarpumyBannx Windows, Windows Mobile, Windows CE, .NET Framework,
Xbox, Windows Phone, Android, 10S, .NET Compact Framework i Silverlight.
[Miarpumye HactymHi moBu: Visual Basic, C ++, C #, F #.

Visual Stiduo mae psin dyHKIii, ki poOIATH ii OLIBIT 3pyYHOIO:

— IntelliSense - TexHomorist aBromonoBHeHHsS Microsoft.

— Code Anilizer - pynkiionan, skuit JornomMarae 3HalWTH ITOMHUIKH B KO/,

— Perfomance Analizer -iHcTpyMeHT, 110 BioOpakae BUTPATH pecypciB
npu poOOTI T01aTKa / cepBiCy Y BUTIISAI CTATHCTUKY | TpadikiB.

— Test Manager - BOy10BaHHiT MEHEKEP TECTIB.

— Extension / Updates Manager - menemkep IuiarixiB, amantepis,
npoBaiinepis.

— Nuget - cucrema ympaBiiHHS TakeTaMu Uil TUIATGHOPM PO3POOKH
Microsoft, B mepury uepry 6i6miorek .NET Framework.

— Git Manager - BOymoBaHuii MEHEKep KOHTPOJIIO BEpCIi.

— Archivator - apxiBarop mpoexTiB.
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— File Manager - mns ponaBaHHs HOBOro (haiiay B IPOEKT ICHYE

BOYI0OBaHUI MeHeKep (aiiIiB.

— Views - BenuKa KIJIbKICTh PI3HUX BKJIQIOK IS BIAOOpaKEHHS pI3HOT
kopucHOi iH(dopmarii, Ha 3pasok crmucky "GOTO", abo BIZOOpaKEHHS IAHUX
00'exta B Debug pexumi.

— Customization - MoxxiuBicTb 3MIHNTH 30BHIIHIN Burisag Visual Studio
iy cede.

— Setting - HamamMITYBAHHS BCHOTO BUIIE NIEPEPAXOBAHOTO (PYHKIIIOHATY.

4.2 Tlopanpiiie MpOCYBaHHA MPOEKTY Ta KOMEPIliiiHa YacTHHA

[Ticass cTBOpeHHs MEBHOTO TMPOIYKTYy Tpeda mmoaymaTd Hajx HOro
IPOCYBaHHIM Ta NOLIYKOM MokymuiB. [lepir 3a Bce ciiiy mam’aTaT, 0 CTBOPEHUIN
CUMYJISITOP — II€ TepII 3a Bce MU POBUN IPOAYKT, IKUK Oy7ie pO3NOBCIOKYBATHCh
CKOPIIII 32 BCE Yepe3 BCECBITHIO MaBYTHHY, TOOTO iHTepHET. Panimie s 110ro
poOunu Komii 1rop Ha (I3UYHUX HOCISIX, ajle Ha ChOTOJHIIIHIA JIeHb LS epa
npoiIuia. 3BICHO, i Ha ChOT0/IHI BUITYCKAIOThCS KOJUIEKIIIHI BUJJaHHS HA KOMITaKT-
JIMCKAaX, ajie 3a3BUYail MpoJaK KO irop Big0yBaeThCs Ha UG POBUX IIIOMIAKAX,
takux sk Steam, Epic Games Store, Origin, Toro.

Steam — me OaWMH 13 HAWKPYMHINIUX HAa CHOTOJIHSIIHHN JCHb OHJIAH-
MarasuHiB, CIIOYaTKy HAa HHOMY PO3MOBCIOKYBaJINCh B OCHOBHOMY IMpOTpamHi
npoayktu kommanix Valve, ane y tenepiniHiii yac 1 1mionaaka mpamroe pa3oM 13
COTHSMH KOMIMAHIIMM 3 BHUPOOHMIITBA HHU(PPOBUX TOBAPiB, IOUYMHAIOYUUA 3
POrpaMHOro 3a0€3MeYeHHs 0 Irop 3 TOMOBHEHOIO PEATBHICTIO.

SIk 1€ mparroe: KOKEH 3apeecTpOBAHUN KOPHUCTYyBau OTPUMYE aKayHT 13
CBOEIO «010T10TEKOI0», Y KM MICTUTBCS yce MpuAOaHe mporpaMHe 3a0e3MeUeHHs.

Ane  HaWBaXIMBIMIOKW  (YHKIIE A1 MOJANBIIOIO  MPOCYBAHHS
po3pobiieHoro mpoaykty € ¢yukiis Steam Greenlight (puc. 4.1).

Steam Greenlight — okpema Hilra TOproBoi IMiomaaku Steam. 3aBasKu ik
GbyHKLIT pO3pOOHUKHU-TIOYATKIBI[I MOXYTh 3apOOUTH TpoIll HA CBOEMY MHPOIYKTI,

ajie BCbOMY € CBOi ITPOOJIEMH.
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Help pick new games for Steam

Browse through the entries here and rate up the games you want

( nbtr l” 'CUT to see made available via Steam

"' Submit your product '

Home Browse v Discussions About Greenlight News

Your Voting Queue

Most Recent

EMPIRE
REMNANTS

N/\EZITH &, Greenlit (11584)
|

I®2 = Released (14025)

Remnants of Naezith - Archery Practice VR Mall Empire

Pucynok 4.1 — Steam Greenlight

[Tep 3a Bce, SKIIO PO3POOHUK Oakae MOYaTH MPOJIABATH CBINA MPOTPAMHUNA
MPOJYKT, BIH BHOCUTb IIEBHY CYMMY 3a poMileHHs Horo rpu ado 113 Ha miomamaii
Steam Greenlight. ITeBHuii yac BoHa Oy/e 3HAXOIUTHCH TaM. BIIACHUK TPOIYKTY
MOKE 3arpy3UTH OIUC, XaPAKTEPUCTUKH, MPUKPIMUTH CKPIHIIOTH abo Tpeiiepu
IrpOBOTO MpOIIECY, 100 3alliKaBUTH MaWOYTHIX KOPUCTYyBayiB. 3a TOM Hac, ILIO
IPOAYKT 3HAXOAMTHCS Ha IUIOIIA/ILI, BIH 30Mpae BIATYKU TPaBIIiB, SIKI OLIHIOKOTH,
YK 3MOXeE iM CI000IaTUCh TOW UM 1HIIUNA MPOEKT. SAKIO PO3MIIIEHUI TPOIYKT IO
pesyJibTaTaM Micslsl yBiie O JECATKH MNPOEKTIB, IO HaWOLIbII 3alliKaBWIH
KOPHUCTYBauiB, TO BiH TapaHTOBAHO Oy/e PO3MIIIEHUI Ha TOPTOBiM IUIOMIAIII
Steam. Tam Bxe BimacHuk [I3 Moke BCTAaHOBUTH IIIHY 3a CBOIO poOOTy Ta
OTPUMYBATH BUILJIATH BiJ MPOJaXK, OTIAIOYU BIACOTOK TUIOMIA/I 32 PO3MIIICHHS.
SAx npaBuro, 1ier BiIcOTOK He nepepuinye 10% Bix BCTAHOBIICHOT ITIHU.

Bces s nponenypa Oyna moxkimBa 10 BecHu 2017 poky. Tenep ke Ha 3aMiHy
«3eJIeHOMY CBITITy» npuiitiia Gpyukitis Steam Direct (puc. 4.2).

[Ipouenypa mpomaxy mporpamMHoro 3a0e3MedeHHs] yCKIagHWiIach. Temep
BJIACHUKU MPOJYKTIB MAlOTh IJIATUTHU TUIOMIAJII 3a KOXXHE PO3MIIIECHHS CBOIX

MIO3HMIIiH, a HE OJIMH pas, sk 1ie Oyio i3 Steam Greenlight.



STEAMDIRECT

Pucynox 4.2 — Steam Direct

binbim Toro, Temep nepes po3MileHHSIM pO3pOOHUKY TOBEACTHCS 0OPMUTH
NIEBHI €JICKTPOHHI JOKYMEHTH, IPONTH MpoIenypy iAeHTu}ikaIii, a TakoxX HaJaTH

HAJIOTOBY 1H(pOPMAIIIIO.

4.3 OHOBJICHHS, MAPKETUHT Ta OTPUMAHHS MPUOYTKY

Jiia ycmixy Oynb-KOro MpOEKTy Tpeda 3aBKIu MPUCITYXOBYBAaTUCH J10
OakaHb KOPHCTYBadiB Ta MpPHIMATH CBO€YacHI Mipu. Tak $K CTBOpPEHH
IpOrpaMHUIl NPOAYKT sI B MEPILY Yepry KOMII IOTEPHOIO IPOI0, TO BOHA BUMAarae
MOCTITHOTO OHOBJIEHHS, HAIIOBHEHHSI KOHTEHTOM, SIKM OyJe I[IKaBUM IPABIISIM,
SIKICHOTO 00CITyTrOBYBaHHS Ta CTa01IbHOI pOOOTH.

VY epy IHTEpHETY JIOKaJIbHI ITPU CTAJIU KOPUCTATUCH MEHIIIUM MIOTIUTOM, TOMY
y MallOyTHbOMY y CUMYJISITOP TOTPIOHO JOJATH MOXJIMBICTh MYJIBTUILIEEPY, 00
rpaBlll MOTJIM 3MaraTHUCh MIX COOOK0 Yy KOMaHAHUX MoeauHKax. [[ns nporo ciin
CKOPUCTATUCh XOCTHHIOM irpoBoro cepsepy. Ciia BiaMiTuTH, 10 3aBasku Unity
IIeH MMyHKT PO3BHUTKY He Oyje Baxkum, 60 Unity npencrariise CBOiM KOpUCTYBadaM
nocayry Multiplay. O6iauna minardopma Multiplay 3abesnedye crabinbHICTD
poboTH cepBepy Ta HaJae MOJAJbIITY MIATPUMKY Oe3 cepilo3Hux mpobieM. Tum
naue, anroput™ Quality of Service () mo3Bosie miAiOpaTH ONTUMATBHHUIA PETiOH IS
OIAKIIOYEHHS 0 Ipd, 00 yCl TpaBli Maid OUIBII-MEHII OJHAKOBY 3aTPUMKY
BIATYKY BiJ cepBepy. MixHapoaHa 1HQpaCcTpyKTypa HaJa€e MOXKIIHUBICTD

CTaOUTHHOTO MiIKIFOYCHHS HE3aJI€KHO BiJl MICIIE€3HAXOXKIACHHS TPaBIIS.
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Takoxx cmijg BIAMITUTH, IO JJIs TPOCYBaHHSA CBIXKOI TPU HEBIJOMOTO
po3poOHUKAa MOTPIOHO HaAAATH BIIOMOCTI IPO HBHOro camoro. Hampukmaa, Ha
CTOpIHIII TpY HaJaTH iH(GOPMAIIiIO PO aJpecy COiaATbHUX MEPEK PO3poOHHKa, a00
K Ha OKpeMy Tpymy, Yy sKiii OyayTh myOJIiKyBaTUCh CBI>KI HOBUHH ITPO OHOBJICHHS,
IBEHTH Ta TOJIMIIEHHS TPHU. 3BICHO, TPaBIll MEPII HIXK BUMPOOyBaTH TPy Ha c0Oi
OLIIHIOIOTH 11 Bi3yanbHui ctuib. He 3aiiBum Oyne 3poOuTH Tpeitnep, skuil Ou
JIEMOHCTPYBAB MPOAYKT 3 JIIIIOI CTOPOHH, aJie HE MEePEeKpUBaB i1 HEIOMIKH, 11100 He
po3uapyBaTu MaiOyTHIX KOPUCTYBaUiB.

Hectu indopmarrito B Macu — rpy HEB1JIOMOTO PO3pOOHHKA MOXKYTh IIPOCTO
He 1mobaunTu Ha (GOHI TeMMAEB-TIraHTiB. Y SKOCTI PEKJIAMHOI KaMmIaHli MO)KHa
BUKOPHUCTATU OJIOTH a00 MOPTaH, 5Kl 3aiMarOThCsl OTJISIOM HOBHMHOK y 1HIIYCTPIi.
JoctatHbo OyneT HaxaTh KypHaJicTaM OCHOBHY 1H(OpMalil0 TPO HOBUU
POrpaMHUI IPOIYKT Ta 3pOOUTH HEBEIMKUI OrJsil. Takoxk ciig He 3a0yBaTH, 110
Ha PUHKY ITPOBUX CUMYJISITOPIB CUMYJISITOP MEUHTOOIIY HE KOPUCTYETHCS BEITUKOIO
MOMYJISIPHICTHIO0, 00 YACTIII 32 BCE MPOrpaMHi MPOAYKTH I[LOTO KaHPY MOJIAI0THCS
SK apKaJid, a TOMY SIKICHHA CUMYJISITOP I1i€1 CHOPTUBHOI TPU MOXE CTATH OJHUM 3
OCHOBHHMX TTOBHOIIIHHUX MPOJYKTIB.

[1ix yac OHOBJIEHHS Ta MPUBHECEHHS YOrOCh HOBOT'O y ITPOBHM IpoLIEC CIiA
3BepTaTU yBary Ha mpodecioHaliB, Ha iX MIAXiJ, Ta OPIEHTYBaTUCh HA TIraHTIB
reimeBy, K1 BXKe He MEePIIUi PiK 3aiMaloThCA 1€ poOOTOIO.

[IpocyBaHHsS HOBOI IpH y Macu He MOKe OOIUTHUCHh 0€3 MapKETUHTY Ta miap-
KammaHii. SIKICHUW Tpeulnep MOXe 3aueluTh KOpUCTyBadiB. Takoxk y OCTaHHI
JIECSATh POKIB CTAJIO0 MOMYJISIPHUM BUKOPUCTAaHHS 3akpuToro oeta-tecty (3bT), min
qac SIKOTO JEKUTLKOM TPaBILsIM HATA€ThCs JOCTYI A0 JAEMO-Bepcii Tpy Ha MEeBHUN
yac. [licig 1poro BoHM MyOJiKYIOTh CBOi OIL[IHKM Ta BHUCIOBIIOIOTH AYMKH IIOAO
CTBOPEHOTO MPOAYKTY, 110 J03BOJISIE pO3POOHUKAM BUSIBUTH CJIa0Ki CTOPOHU CBOTO
MPOAYKTY Ta MOJIMIIATA HOTO JI0 BUXOJY MOBHOIIIHHOT Bepcii. TakuM migxoaom
KOPUCTYBaIMCh po3poOHuku FPS-romoBonomku Superhot (puc. 4.3) ta crtparerii

This War of Mine (puc. 4.4).
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Pucynok 4.4 — crpareris This War of Mine

[Ile onHiero KOpUCHOIO (QYHKINEID Yy Steam € MOKIUBICTh 3allyCTUTH OaHep
«Ckopo Buiiie», akuii Oyje 3 aBISTUCH Ha TOJJOBHOMY BiKHI TOPTOBOIO TIJIOIIAJIKH,
CTIIOBIIAIOYM KOPUCTYBAdiB MpPO Te, IO He3abapoM BHiie TOW YM 1HIIHMA
MIPOTPaMHUI MPOJYKT, THM CAaMUM CIOHYKAIOYH I'PaBIliB 03HAHOMHUTHUCH 13 HOBOIO
TpOIO.

Cnin BpaxyBaTH, 110 BUITYCK HOBO1 I'pH, SIKa HE MOXKE CKJIACTH KOHKYPEIHIIO

OUIBII BIIOMUM ITPOBUM (PpaHIM3aM, CIij] MJIaHyBaTH HA TOW MEpioj, KOJIU He
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MJIAHYETHCS BUX1J OUTh 3HAUYIIMX MPOEKTIB, SIKI MOXKYTh MEPEKPUTH CUMYJIATOPA
MeHHTOOTy.

Opnietro 3 mepeBar 00paHoro popMaTty CUMYIISITOPA € T€, 10 Y CBOEH CYyTHOCTI
nelHTOOJ — 1€ CIOPTUBHA I'pa, TOOTO caMa Irpa He OTpUMae OOMEKEHHS 3a BIKOM
rpaBliB Ta OyJae AOCTYNHAa ycCiM KOpPUCTyBauaM. Y TOW e dac MOTPIOHO
BpPaxoByBaTH, L0 y CUMYJISITOP MOXKYTb 3aiTH JITH, TO Tpa IOBHHHA aJJallTyBaTUCh
i1 piBeHb HABHYOK TpaBiliB. Came Tomy Oyna oopana ¢yskiis Multiplay, sika Oyae
30a1aHCOBYBAaTH KOMaHI! Y MailOyTHHOMY MYJIbTHILICEP], BIICOPTOBYIOUYH I'PABIIiB
3a pIBHEM 1X HAaBUYOK.

Hoguii kepyemuii cepBic Ma€ THy4KY CUCTEMY HaJaIlITyBaHb JIOTIKU MiAO0PY
CYNPOTUBHUKIB Ta JIETKO 1HTErPYEThCA 3 CHUCTEMOIO MacIITa0yBaHHS IrPOBOrO
cepBepy, A03BOJISIs KOXKHOMY T'PABIIIO 3HANTH 1/1€aIbHUM MaTY.

OtpumanHs npuOyTKy — Lie KiHIleBa MeTa mpoekty. I[limiiitu 1o uporo
IMMTAaHHS MO’KHA 3 JEKUIBKOX OOKIB, SKI Ha CHOTOJHSAIIHHN JCHHL AaKTHBHO
BUKOPUCTOBYIOTHCS Y ITPOBI 1HTYCTpIi.

[Mepmmii — Bumnyck free-to-play (F2P) rpu, ska Oyme moctymHa TpaBIsiM
6e3komToBHO. OTpumMyBatu NpuOYyTOK MOXKHaA Oyne 3aBISKH BHYTPIHHBOMY
Marazuny. Tam MoxkHa mnpuadatu Oyab-ski OOHycH, a0 K MNpeAMETH I
KacTOMHU3AIlli MEPCOHaXY 3a peanbHi rpoiri. OTprumaHi 00HycH He Oy 1y Th BILTUBATU
Ha ITPOBUM MPOIEC, CTABJIAYM IHIIMK TPABIIB y CKPYyTHE IMOJOXKEHHS, a JIUIIE
PMIHIOBATH 3OBHIIIHIA BHJA JEIKUX OO’€KTIB, K II¢ OyJ0o peai30BaHO Y

KopoJTiBchbkHx OuTBax Fortnite (puc. 4.5) Ta Apex Legends (puc. 4.6).



Pucynok 4.5 — F2P rpa Fortnite

SRLERENDS —

PHcyHOK 4.6 — F2P a Apex Lends

[HImMi BapiaHT peni3y CUMYJISTOPY MEWHTOOTY — BCTAHOBJIEHHS (DIKCOBAHOI
I[IHK, KA MOJKE ypI3aTHCh MiJ 4Yac PO3MNPOJaXy Ha TOPTOBIM IUIOMIAIIN 3aJIs
O1bIIOro 11 MOMIMpPEHHs. 3a3BUYall y TaKUX BHUMAJKaX I'paBlil MOXYTh 3apO0sTh
IpoIl MPOCTO 3aXOJI4YH Yy TPy, IO pOOUTH MPOIYKT OLIbII LIKaBUM, 00 MOKe
OKynuTH caMm cebe. Ak mpaBuio, 1€ BiAOYBAE€ThCSA 3aBISKU MPOAAXKY ITPOBHUX
IPEIMETIB, K1 C JESKOI0 JI0JICI0 MIMOBIPHOCTI MOXYTh JICTaTUCh I'PaBIISIM MiJ Yac

irpoBoi cecii. OTpuMaHi Ipollll KOPUCTyBaul MOKYT BUTPATUTHU SIK HA TIPEIMETH Y
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Ipi, MO iX OUIBII HIKABJIAThH, a00 XK HAa BUPYYEHI KOIITH MOXYTh MpHUA0AaTH HOBE
nporpaMHe 3a0e3medyeHHs Ha camid rmomaami  Steam.  Haitsickpapimumu
Npe/CTaBHUKAMU TOMIOHUX IrpOBHX TIPOIYKTIB € KopojiBcka OutBa Player
Unknown Battlegrounds (PUBG) (puc. 4.7) ta FPS-myrep CounterStrike: Global
Offensive (puc. 4.8).

M.
:

-

COUNTER/NSTRIKE

GLOBAL OFFENSIVE

Pucynok 4.8 — komm’rorepHa rpa CounterStrike: Global Offensive

Takoxx ciif BIAMITUTH, 110 HaBITh Y KOMIT IOTEPHUX 1rop 3 (HiKCOBAHOIO
BapTICTIO € MIKPOTPaH3aKIlii, SKi BUKOHYIOTHCS 3aBASKM MEXaHIKM TaK 3BaHUX

«keuciBy. Konmeniiiss moyiirae B TOMy, IO IMiJ Yac TPU KOPUCTyBady MOXKE



58

JICTaTUCh TOM CaMUM «KEWUCy», IKMH MOXKHA BIJIKPUTH TUIBKU KJIFOYEM, III0 MOXKHA
aunie npuadatu. 3 Keicy rpaBellb MOXE ICTaTh KOCMETUYHE OQOpMIICHHS st
Mojiesiell mepcoHaxiB abo x 30poi, sIKl TAaKOK HE BIUIMBAIOTh Ha ITPOBUH MpOIIEC,
ajie MaroTh TPOMIOBY IIHHICTH (puc. 4.9). 3 MaJeHbKUM IIIAHCOM TPABII0 MOXKE
JICTAaTUCh YHIKAJIbHA MOJIENb, BAPTICTh SKOI Y JEKUJIbKA Pa3iB MEPEBUIIYE BAPTICTh
camoi Ipu.

Tomy KopucTyBaui 3 yChOTO CBITY BUIIPOOOBYIOTH CBOIO yJ1auy, BIIKPHUBAIOYH

KeWcH, a 0TKE — I1¢ 11Ie OJIMH BapiaHT OTPUMAaHHS IPUOYTKY.

OTKpbITb KOHTENHEP

OTKpbLITE Kelic «CnekTp 2»

3akphiTh

Pucynoxk 4.9 — mexanika oTpuMaHHs PUOYTKY 3a JTOMOMOTOI0 KEHMCiB

4.4 BuCHOBKH 3@ PO3IiJI0M

VY po3aini npoBeaeHa podoTa 3 aHasi3y T OOrpyHTYBAHHS 00pAHOT TEMATHKH
Ta MeTOAIB Ti peanizanii. [IpuBeacHi siBHI mepeBaru MPOrpaMHUX CEPEAOBHUII HATT X
aHaIoramMu, MOYMHAKYM BII MIATPUMKH ONEPAlIHHMX CHUCTEM 0 IIBHAKOMAIT Ta
HABAHTAXEHHS KOoMIT toTepy. IlepeniueHi rojoBHI HEOOXIJTHI JJII CTBOPEHHS
npoekTy (yHKIIi Ha iHCTpyMeHTH. [IpoaHani3oBaHO TOJOBHI €Tamy MPOCYBaHHS

IPOrpaMHOTO MPOIYKTY Ta METOAM OTpUMaHHs NpudyTKy. CHopMynbOBaHO IJIaH 3
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pPO3MIIIEHHSI CUMYJIsITOpa Ha MUGPOBIA TOProBiM IUIOMIAAI Ta MOJAIBIION

HIATPUMKHU TPOTPAMHOTO MPOAYKTY.
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BUCHOBKHA

[Tin yac BHKOHAHHSA MAaricTepchbkoi POOOTH PO3MIISIHYTO Ta JTOCIIIKEHO
TEOpeTUYHy 0azy 3a 0OpaHOIO TEMOIO MPOEKTY.

[TpoananizoBaHo 3Ha4eHHS TeMH POOOTH | JOBeACHA 11 aKTyaIbHICTh. B Mexkax
JOCIIKSHHS PEIMETHOT 0071acTl pO3TIISTHYTO | IPOAHATIZ0BAHO CXO0XKI IPOIYKTH
Ta c(HOpPMYITHOBAHA META IIPOEKTY.

[TpoananizoBano momyssipHi 3aco0M I CTBOPEHHS ITPOBHX JIOJATKIB Ta
nakeTiB st podotu 3 3D Moaensamu.

JIOCIIIPKEHO AITOPUTMH CTBOPECHHSI KOMIT FOTEPHUX CHUMYJISTOPIB, @ TAKOX
IrpoBI MexaHIkH, sKi 3a0e3MeYy0Th KOPEKTHY POOOTYy cuMyJIslii Ta 11 B3aeMoii 3
rpasueM. Po3risiHeHO METOIM CTBOPEHHS KOMIT FOTEPHUX ITPOBUX CUMYJIATOPIB.

[IpoaHani3oBaHO PUHOK KOMII'IOTEPHUX CIOPTUBHUX CHMYJSATOPIB Ta
BUSIBJICHO, II0 Hapa3l Ha PUHKY Mailke HE Ma€ CUMYJISITOPIB, Kl O MaKCHUMaJIbHO
HAOJIM>KEHO BIJITBOPIOBAJIM MPOIIEC TPU Yy MEHUHTOO.

JlocnipkeHo eTanu MPOCYBAHHS CTBOPEHOrO0 MPOEKTY Ha LU(POBI TOProsi
riomaaky. O1iHeHa KOHKYPEHIIisl B 00paHOMY HaIpaBJIeHHI Ta JOCTIKEHO IIISTXU
OTpUMaHHs NPUOYTKY 3a PaxyHOK MPOAaXy CTBOPEHOrO MPOAYKTY Y Mepexi

IHTEpHET.
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3ayBaKeHHs] HOPMOKOHTpOJIEpa

Tabmuus A.1 — 3ayBakeHHS HOpPMOKOHTpPOJIEpa
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Cropinka

Ilo3Hauenus

3MicT 3ayBayKeHHS
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Jonarok b

dparMeHT JICTHHTY TIPOTpaMHU

Ckpunt FPSController

using System;

using UnityEngine;

using UnityStandardAssets.CrossPlatformInput;
using UnityStandardAssets.Utility;

using Random = UnityEngine.Random;

#pragma warning disable 618, 649
namespace UnityStandardAssets.Characters.FirstPerson
{
[RequireComponent(typeof (CharacterController))]
[RequireComponent(typeof (AudioSource))]
public class FirstPersonController : MonoBehaviour
{
[SerializeField] private bool m_IsWalking;
[SerializeField] private float m_WalkSpeed;
[SerializeField] private float m_RunSpeed;
[SerializeField] [Range(Of, 1f)] private float m_RunstepLenghten;
[SerializeField] private float m_JumpSpeed;
[SerializeField] private float m_StickToGroundForce;
[SerializeField] private float m_GravityMultiplier;
[SerializeField] private MouseLook m_MouseLook;
[SerializeField] private bool m_UseFovKick;
[SerializeField] private FOVKick m_FovKick = new FOVKick();
[SerializeField] private bool m_UseHeadBob;
[SerializeField] private CurveControlledBob m_HeadBob = new
CurveControlledBob();
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[SerializeField] private LerpControlledBob m_JumpBob = new

LerpControlledBob();

[SerializeField] private float m_Steplinterval;

[SerializeField] private AudioClip[] m_FootstepSounds; // an array of
footstep sounds that will be randomly selected from.

[SerializeField] private AudioClip m_JumpSound; /l the sound
played when character leaves the ground.

[SerializeField] private AudioClip m_LandSound; /I the sound

played when character touches back on ground.

private Camera m_Camera;

private bool m_Jump;

private float m_YRotation;

private Vector2 m_Input;

private Vector3 m_MoveDir = Vector3.zero;
private CharacterController m_CharacterController;
private CollisionFlags m_CollisionFlags;
private bool m_PreviouslyGrounded;

private Vector3 m_OriginalCameraPosition;
private float m_StepCycle;

private float m_NextStep;

private bool m_Jumping;

private AudioSource m_AudioSource;

/l' Use this for initialization

private void Start()

{
m_CharacterController = GetComponent<CharacterController>();
m_Camera = Camera.main;

m_OriginalCameraPosition = m_Camera.transform.localPosition;
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m_FovKick.Setup(m_Camera);

m_HeadBob.Setup(m_Camera, m_Steplnterval);
m_StepCycle = Of;

m_NextStep = m_StepCycle/2f;

m_Jumping = false;

m_AudioSource = GetComponent<AudioSource>();

m_MouseLook.Init(transform , m_Camera.transform);

// Update is called once per frame
private void Update()
{
RotateView();
// the jump state needs to read here to make sure it is not missed
if ('m_Jump)
{

m_Jump = CrossPlatformInputManager.GetButtonDown("Jump");

if (!m_PreviouslyGrounded && m_CharacterController.isGrounded)
{
StartCoroutine(m_JumpBob.DoBobCycle());
PlayLandingSound();
m_MoveDir.y = Of;
m_Jumping = false;
}
if (!m_CharacterController.isGrounded && !m Jumping &&

m_PreviouslyGrounded)

{
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m_MoveDir.y = Of;

m_PreviouslyGrounded = m_CharacterController.isGrounded,;

private void PlayLandingSound()

{
m_AudioSource.clip = m_LandSound;
m_AudioSource.Play();
m_NextStep = m_StepCycle + .5f;

private void FixedUpdate()
{
float speed;
Getlnput(out speed);
/[ always move along the camera forward as it is the direction that it
being aimed at
Vector3  desiredMove = transform.forward*m_Inputy +

transform.right*m_Input.x;

/l get a normal for the surface that is being touched to move along it
RaycastHit hitinfo;
Physics.SphereCast(transform.position,
m_CharacterController.radius, Vector3.down, out hitinfo,
m_CharacterController.height/2f, Physics.AllLayers,
QueryTriggerlnteraction.Ignore);
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desiredMove = Vector3.ProjectOnPlane(desiredMove,

hitinfo.normal).normalized;

m_MoveDir.x = desiredMove.x*speed,;

m_MoveDir.z = desiredMove.z*speed;

if (m_CharacterController.isGrounded)

{

m_MoveDir.y = -m_StickToGroundForce;

If (m_Jump)

{
m_MoveDir.y = m_JumpSpeed,;
PlayJumpSound();
m_Jump = false;

m_Jumping = true;

}

else
{
m_MoveDir +=
Physics.gravity*m_GravityMultiplier*Time.fixedDeltaTime;
by
m_CollisionFlags =

m_CharacterController.Move(m_MoveDir*Time.fixedDeltaTime);

ProgressStepCycle(speed);

UpdateCameraPosition(speed);
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m_MouseLook.UpdateCursorLock();

private void PlayJumpSound()
{

m_AudioSource.clip = m_JumpSound;

m_AudioSource.Play();

private void ProgressStepCycle(float speed)

{
If (m_CharacterController.velocity.sgrMagnitude > 0 && (m_Input.x

I=0 || m_Input.y I=0))
{

m_StepCycle += (m_CharacterController.velocity.magnitude +
(speed*(m_IsWalking ? 1f : m_RunstepLenghten)))*

Time.fixedDeltaTime;

if (1(m_StepCycle > m_NextStep))
{

return;

m_NextStep = m_StepCycle + m_Steplinterval;

PlayFootStepAudio();



private void PlayFootStepAudio()
{

if (!m_CharacterController.isGrounded)

{

return;
by
Il pick & play a random footstep sound from the array,
/Il excluding sound at index 0
int n = Random.Range(1, m_FootstepSounds.Length);
m_AudioSource.clip = m_FootstepSounds[n];
m_AudioSource.PlayOneShot(m_AudioSource.clip);
// move picked sound to index 0 so it's not picked next time
m_FootstepSounds[n] = m_FootstepSounds[0];

m_FootstepSounds[0] = m_AudioSource.clip;

private void UpdateCameraPosition(float speed)
{

Vector3 newCameraPosition;

if ('m_UseHeadBob)

{

return;

}

if  (m_CharacterController.velocity.magnitude >
m_CharacterController.isGrounded)

{

m_Camera.transform.localPosition =

71

&&
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m_HeadBob.DoHeadBob(m_CharacterController.velocity.magnitude +
(speed*(m_IsWalking ? 1f : m_RunstepLenghten)));

newCameraPosition = m_Camera.transform.localPosition;

newCameraPosition.,y = m_Camera.transform.localPosition.y -
m_JumpBob.Offset();
¥
else
{
newCameraPosition = m_Camera.transform.localPosition;
newCameraPosition.y = m_OriginalCameraPosition.y -
m_JumpBob.Offset();

}

m_Camera.transform.localPosition = newCameraPosition;

private void Getlnput(out float speed)
{
// Read input
float horizontal =
CrossPlatformInputManager.GetAxis(*Horizontal™);

float vertical = CrossPlatformInputManager.GetAxis("Vertical™);

bool waswalking = m_IsWalking;

#1f IMOBILE_INPUT
/[ On standalone builds, walk/run speed is modified by a key press.
Il keep track of whether or not the character is walking or running
m_IsWalking = !Input.GetKey(KeyCode.LeftShift);
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#endif

/] set the desired speed to be walking or running
speed = m_IsWalking ? m_WalkSpeed : m_RunSpeed,

m_Input = new Vector2(horizontal, vertical);

// normalize input if it exceeds 1 in combined length:
if (m_Input.sqrMagnitude > 1)
{

m_Input.Normalize();

// handle speed change to give an fov kick
I/ only if the player is going to a run, is running and the fovkick is to
be used
if (m_IsWalking != waswalking && m UseFovKick &&
m_CharacterController.velocity.sqrMagnitude > 0)
{
StopAllCoroutines();
StartCoroutine(!m_IsWalking ? m_FovKick.FOVKickUp()
m_FovKick.FOVKickDown());

}

private void RotateView()

{

m_MouseLook.LookRotation (transform, m_Camera.transform);
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private void OnControllerColliderHit(ControllerColliderHit hit)

{
Rigidbody body = hit.collider.attachedRigidbody;

//[dont move the rigidbody if the character is on top of it

if (m_CollisionFlags == CollisionFlags.Below)

{

return;

if (body == null || body.isKinematic)
{

return;

¥
body.AddForceAtPosition(m_CharacterController.velocity*0.1f,

hit.point, ForceMode.Impulse);

¥

Ckpunt MouseLook

using System;
using UnityEngine;
using UnityStandardAssets.CrossPlatforminput;

namespace UnityStandardAssets.Characters.FirstPerson
{
[Serializable]
public class Mousel.ook
{
public float XSensitivity = 2f;
public float Y Sensitivity = 2f;
public bool clampVerticalRotation = true;
public float MinimumX = -90F;
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public float MaximumX = 90F;
public bool smooth;

public float smoothTime = 5f;
public bool lockCursor = true;

private Quaternion m_CharacterTargetRot;
private Quaternion m_CameraTargetRot;
private bool m_cursorlsLocked = true;

public void Init(Transform character, Transform camera)
{
m_CharacterTargetRot = character.localRotation;
m_CameraTargetRot = camera.localRotation;

}

public void LookRotation(Transform character, Transform camera)
{
float yRot = CrossPlatformInputManager.GetAxis("Mouse X") *
XSensitivity;
float xRot = CrossPlatformInputManager.GetAxis("Mouse Y") *
Y Sensitivity;

m_CharacterTargetRot *= Quaternion.Euler (0f, yRot, 0f);
m_CameraTargetRot *= Quaternion.Euler (-xRot, 0f, 0f);

if(clampVerticalRotation)
m_CameraTargetRot = ClampRotationAroundXAXxis
(m_CameraTargetRot);

if(smooth)
{
character.localRotation = Quaternion.Slerp (character.localRotation,
m_CharacterTargetRot,
smoothTime * Time.deltaTime);
camera.localRotation = Quaternion.Slerp (camera.localRotation,
m_CameraTargetRot,
smoothTime * Time.deltaTime);
by

else

{

character.localRotation = m_CharacterTargetRot;
camera.localRotation = m_CameraTargetRot;

¥
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UpdateCursorLock();
k

public void SetCursorLock(bool value)
{
lockCursor = value;
if('lockCursor)
{/Iwe force unlock the cursor if the user disable the cursor locking helper
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

¥
}

public void UpdateCursorLock()
{

//if the user set "lockCursor" we check & properly lock the cursos
if (lockCursor)
InternalLockUpdate();
¥

private void InternalLockUpdate()

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

{

m_cursorlsLocked = false;

}
else if(Input.GetMouseButtonUp(0))

{

m_cursorlsLocked = true;

¥

If (m_cursorlsLocked)

{
Cursor.lockState = CursorLockMode.Locked:;
Cursor.visible = false;

¥

else if (!m_cursorlsLocked)

{

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

k
}

Quaternion ClampRotationAroundXAxis(Quaternion q)



g.x /= q.w;
q.y /=q.w;

g.z /1= q.w;

g.w = 1.0f;

float angleX = 2.0f * Mathf.Rad2Deg * Mathf.Atan (q.x);
angleX = Mathf.Clamp (angleX, MinimumX, MaximumX);
g.x = Mathf.Tan (0.5f * Mathf.Deg2Rad * angleX);

return q;

77
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Jonarok B

Martepianu npe3eHTarii

MIHICTEPCTBO OCBITH [ HAVEIH YVEPATHIT
JTBH3 « TOHELBKIHTT HAITOHAJIBHIIT TEXHIMHI
YHIBEPCHTET»
DAKVIIETET KOMITFOTEPHO-THOOPMAIIITHITY
TEXHMWIOTTT TA ABTOMATHIAIL
KADEIPA [TPHEIATHO! MATEMATIKI TA
THIOPMATIRT
BunyckHa kBanigikauiiHa poboTta marictpa Ha Temy:
« loCNiAXMeHHA eTanie po3pobKKM KOMN' KTEPHKUX
CUMYNATOPIB i3 3acTocyBaHHAM Unity 3D
BrKoHas cTyAeHT rpyne [M3-m20 TeTowes AaHWno ApTeMmosMY
HKepieHuk pobdoTy Macnosa H.O., K.T.H., AOUEHT

1. AKTyanbHICTb TEMaTUKKU POBOTH

o IHAYETPIA KoM KTEPHKME IFOP 3 KOMHMM POKOM OXONAKE BCe Binbwy
ayAuTORIK, WO CTano 30edinsle noMiTHO ¥ Yac nandemii. Kinekicte
rpasyie pisHoro eiky 3a uef vac sbinewwnace y gekineka pasie
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2. 3aranbHi acnekTM poboTu

»  DB'ERT AOCNIZHEHHA - KOMN KTEPHT CHMYNATORM, 8 TAKOW 3aC0BH Ta METOOH
% CTBODEHHA

+ MNpeameT JochifHeHHA - ANropHTMH poBoTH CKPMNTIB, a8 TakoM MOMAWBOCTI
JBHIYHa 008 3aBeanevYeHHA KOPEKTHOT POBOTH CHMYNATORY

= MeTa poBOoTH -0CNIAHEHHA MOMAWBOCTER ABMIYHY Unity 3D, 3aco6is Ta
METOAIE CTEOPEHHA HOMN OTEPHMY CHMYNATORIB

3. MNocTaHoOBKa 3aBAaHHA poboTH

- AOCAigMTH TeopeTHYHY Gazy 2a obpaHolw TeMmow NPOCKTY, NpoaHanizysaTH

AKTYaNLHICTE 06paHol TEMaTHHM;

- BUABMTH H NpoaHanisyeaTh aHanoriudi NpogyKTH Ta cHOPMYNIOBATH METY NPOEKTY;

- BocnigMTH nonynapHi 3acofk CTECOPEHHA irpoBMX AofaTKie Ta naKeTie gnA pofoTH 3

3D Mogenamu.

- AOCNigMTH ANTOPMTMH CTEOPEHHA HKOMM'OTEPHHX CHMYNATOpiB, a Takow irposi
MexaHiKkK, AKi 2abe3anevyioTe KOpPeKTHY poBoTy cumynauii Ta i1 Baacmogii 2
rpasuem;

- POBrNAHYTH METOAH CTBOPEHHA KOMN'IOTEPHHX iIrPOBMX CHMYNATORIB;

- NpoaHanisyBaTH PUHOK HOMN'HOTEPHMX CMOPTHEHMX CHMYANATOPIE A focAiguTH eTanu

NPoCYEaHHA CTEOPEHOro NPOeKTY Ha Uk posi Toprosi nnowaakm



4. Cepepa po3pobku

» Y 8KocTi cepegm po3pobku 6yno obpaHo
Unity 3D. [lBuryH maite Hiumm He
NOCTYNAETHCH CBOIM KOHKYPEHTam Ta
AO03BONAE KOPMCTYBATMCD BCima
HeobXiaAHMMM dYHKUIAMM Ha
6E3KOWTOBHIH OCHOBI

5. 3arasibHi BiAOMOCTi Npo poboTy

» HesBaxaoum Ha Te, Wo poboTa € CHMYNATOPOM
CNOPTHBHOT rpu NeiHTGo., 1 LWe moMKHa
Knacudikysath axk FPS-wyTep (wyTep 8ig nepwoi
0cobu).

» Yci noaii 6yayTs sigbysatuch Bia neplioi ocobu, Ta
nepea cobolo rpaseup byae BayMTH AMWe BAACHY
36pow



Editor

Initialization

6. BUKOpucTaHi MmetToam

Physics

Metoam FixedUpdate, OnTrigger, OnCollision
BMKOPHCTOBYIOTE ONA BIAEModil 3 (izmKom.

3annA foAaHHA pizHux nogii € meTog OnMouse,
MeToaM irpoBol noriky MawTe Ha3ew Update, yield null, -f-

yield WaitForSeconds, yield Www, yield StartCoroutine. P — B

AnA pigofpameHHs CUSHM NPOEKTY BMKOPHCTOBYIOTE = e
onwillRenderObject, OnBecameVisible, OnPreRender, .

Input events

OnRenderObject Ta iHwi. -

3a pigobpakedHa iHTepdency BigNoBiganTe METOOH i Soenn rendaring
OnDrawGizmos Ta OnGUI. =

Ana akTheaull Ta AeaxTuBauill pisHoro pofy ob'exkTis s e e "i'" Gizme rendering
BMKOPWCTOBYIOTE MeTog OnDisable, e = '}"_} GUI rendering
Metoaum OnApplicationQuit Ta OnDestroy gossonswt™ ¢ End of frame
BHAANATH HEMOTRIBHT 0B'EKTH HA CUEHI. e Em——— Pausing

e T T o i - Disablefenable

Decommissioning

7. lo4aToK poboTH 3 CUMYNATOPOM

» [epuw 3a Bce y pobori 6yno
BHPILWEHO CTBOPHTH mMany NOAiH
Ta HaNOBHMTH 1T 06'eKTamm
navawapry.

» Mogeni 6ynm cTBOpeHi 3a
Aonomoror dyHKUuioHany
Blender. CknagHi mopeni
nepcoHaxis Gyau B3ATI 3
sigkputoro gxepena Unity Asset
Store



Crpinbba y cumMynaTopi peanizoBana 3a
Aonomoroto TexHonorii Raycasting.

» Ray casting, peifiKacTuHr abo KugaHHs
NPOMEHIB — BMKOPMCTaHHA METoAY
nepeTuHy NPoMeHis 3 NnoBepxHel Ans
BMPILWEHHA Pi3HMX 3aBAaHb B
KOMN'IOTepHiM rpagiui Ta
oBuMCcAtoBanbHIM reomerpii

» Mg Yac BUKOHAHHA poboTH
Bynu cTeopeHi sBoporu -
60TH, AKUM BYB AaHMH
LUTYYHWI HTENEKT, AKWHIA
BignosiAae 3a nowyk

OMOHEeHTIB, peaklilo Ha dier — gy e o
- L b
nocTpin 1a AoAaE M WTyYHe LK g CEH
none 3o0py. 3a nepemileHHa i L, s L
no mani signosigae el 5 fo e 5
KOMNOHeHT NavMesh 2 s ;
Pt S R

o - T B o o

: -1;4' | mcy »
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10. MNpaKkTHU4Ha LiHHICTb Ta OTPUMAHHA
NPUOYTKY

Help pick new games for Steam
» Steam Greenlight - okpema (e

HilWa TOProBoi NAOWAAKM e
Steam. 3asAAKM LA
PYHKUTT PO3POBHUKH-
noYaTKiBLi MOXKYTb
3apobmTH rpowwi Ha CBOEMY
NPOAYKTi, ane BCbomy €
cBoi npobnemm

11. MoXXnmBi MeToAn AOCTYNyYy A0
CUMYIATOPA

» Free-to-play - 4ocTyn Ha 6E3KOLWTOBHIN OCHOBI, NPUBYTOK HAAXOAMTb BiA
BHYTPILUHBOIrPOBMX TPaH3aKui, NyTEOKCIB.

» MNnatHa ocHoBa - AocTyn A0 Matepianis Ha NAaTHii ocHosi

APE

— LEGENDS — \
e~




12. BUCHOBKM

*

|
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MeTok gunncmHol poBoTy yno AoCIAMEHHA MOKNWBOCTEN KOMN' KITEPHUY CHMY NATORIE
X CTEOPEHHA

I'Iéu. YAC BUHOHAHHA maricTepcerkol poBoTk posraAHYTO Ta JoChifHeHD TeopeTryHy Daay 3a
OBPAHOK TEMOR MPOEKTY,

MNpoaHanizoBaHo 3HAYEHHA TemK poBoTH | goBegeHa il aKTyanbHICTE. B Mewax gocnigweHHn
NpeaMeTHol 0BAacTi PO3rNAHYTE 1 NPOaHANTI0BAHD CXOMN] NPOAYKTH Ta cdhopMyNbOBaHE META
NPOSKTY.
NpoadanizopaHo NONYAAPHI 3acobk ANA CTROPEHHA IFpoBKX AodaTrie Ta NaKeTie AnA podoTk 3
MOAENAMK,

IAMEHD ANTOPMTMH CTEOPEHHA KOMN'ITERHHE CHMYNATORIB, 3 TAKOH ITPOBT MEXaHIKM, AKI
FaBeINeUYTE KOPEKTHY POBOTY ClMyNAUTT T 1 B3aemodil 3 rpasues. POIrnAHEHD MeTolx
CTROPEHHA KOMN OTEPHIKE IFPOBMY CHMyAATORIB.

NpoaHanizosaHs PUHOK mn’mﬁgmmcmpmsum CHMYIATORIE Ta BMABNEHD, LD HAPa3l Ha PHHKY
MEMKE HE MAE CHMYNATOPIE, AKI B MAKCHMANBHD HABAMMEHD BiATEORIOBANK NPOUET FPH.

AochigseHn eTany NPOCYBaHHA CTROPEHOr NPOSKTY Ha Wudiposi Toproel nao K. OuiHeHa
HOHKYPEHUIA B oDpaHamy HANPagReHH] Ta JoChiQ#eHs WARKH OTPMMAHHA NPHBYTHY 38 paxyH
NPOAAHKY CTEBOPEHOMO NPOAYKTY Y MEDERT HTEpHET.

Pesynetatom poboTH CTAB 3aBepUEHNA NPOrPamMHIR NPOAYKT, CHMYAATOP CROpTHEHG]
AKHA MAE NEPLRIEKTHEN Ha NOWHPEHHA HA UHBPoBME NAOWAAKAX T3 NOAANBLIGNS Po3

/1aKyto 3a yBary!



85



	ПЕРЕЛIК УМОВНИХ ПОЗНAЧЕНЬ, СИМВОЛIВ, ОДИНИЦЬ,  СКОРОЧЕНЬ I ТЕРМIНIВ
	ВСТУП
	РОЗДIЛ 1  AНAЛIЗ НAЯВНИХ МЕТОДIВ ТA ТЕХНОЛОГIЙ, ДЛЯ ВИРIШЕННЯ ВIДПОВIДНОЇ ПОСТAВЛЕНОЇ ЗAДAЧI
	1.1 Aнaлiз зaсобiв для реaлiзaцiї проекту
	1.2 Висновки зa роздiлом

	РОЗДIЛ 2  AНAЛIЗ ПЕРЕВAГ ОБРAНИХ МЕТОДIВ
	2.1 Виявлення перевaг обрaних прогрaмних середовищ
	2.2 Висновки зa роздiлом

	РОЗДIЛ 3 ПРОЕКТУВAННЯ РОЗРОБЛЮВAНОГО СИМУЛЯТОРA
	3.1  Створення iгрового свiту тa додaння у нього головного героя
	3.2.  Конструювaння iгрового поля
	3.3. Введення у гру персонaжa користувaчa
	3.4. Створення скриптiв для моделювaння поведiнки головного героя
	3.5. Стрiльбa персонaжу тa перевiркa нa попaдaння у цiль
	3.6. Створення противникiв тa додaння їм штучного iнтелекту
	3.7 Висновки зa роздiлом

	РОЗДIЛ 4 ОБГРУНТУВAННЯ ЖAНРОВОГО I ПРОГРAМНОГО ВИБОРУ
	4.1 Aнaлiз використaних методiв тa їх ефективностi
	4.2 Подальше просування проекту та комерційна частина
	4.3 Оновлення, маркетинг та отримання прибутку
	4.4 Висновки зa роздiлом

	ВИСНОВКИ
	СПИСОК ВИКОРИСТAНИХ ДЖЕРЕЛ
	Додaток A
	Зaувaження нормоконтролерa
	Додaток Б
	Фрaгмент лiстингу прогрaми
	Додaток В
	Мaтерiaли презентaцiї

