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Merta nonsirae y CTBOPEHH1 KOMII IOTEPHOIL I'pH y *aHpi Stealth, Ha OCHOBI AKO1
JTOCTIIUTH TIPOIEC CTBOPEHHS Irop, pI3HUX MEXaHiK, CIOCOOIB omTuMmizallii, Ta
IITYYHOTO 1HTEJIEKTY CYNPOTHBHHUKA.

Y mpomeci po3pobku Oyna po3riIHyTa MpodiieMa CTBOPEHHS 1rop,
BUKOPHCTOBYIOUYM Cy4YacCHI IHCTPYMEHTHU. Y pe3yJbTari Oyjia CTBOPEHHSA rpa y >KaHpi
cmenc «Snack Hunty, sika cTBopeHa 3 BUKopucTtanHaMm pyuiiss Unity. I'pa cKitaaeTbes
3 7 piBHIB, /i€ TpaBelb y POl FOJOBHOTO T'eposi TPU, €HOTA, Mae MpoOUpaTHCs y
OyIWMHKM Ta BUKpagaTH 1Ky, YHHUKAIOUH 3yCTpidueil 3 MemkaHIisMu OyamHky. ['pa
HaJa€ MOXJIMBICTh B3a€EMOISATH 3 CEPEIOBUINEM Ta BHKOPUCTOBYBATH pi3HI
IpEeIMETH JJIsi TOCSATHEHHS KIHIIEBOi ITUTl. BidyallbHO 3aCTOCYHOK CTHIII30BaHO TIiJT
CTWIb «low-poly» Ta ManbOoBaHUX KOMIKCIB. A 3aBisku Unity Ta HOro Kpoc-
IaTpOPMEHOCTI, Pe3yJAbTyIOUMi O, MOXHa MyOJiKyBaTH Ha pIi3HI IrpoBi
KpaMHHIII.

KmtowoBi  cnoBa:  Stealth(cmenc)-epa,  Unity, wmyunuu  inmenekm,

onmumizayis, ieposi mexauixu, low-poly.



ABSTRACT

Pages — 67

Drawings — 12

Sources — 17

Horlach B.A. Development of a Computer Game in the Stealth Genre:
bachelor's thesis in specialty 121 "Software Engineering" / Science. manager V. L.
Zayats. Zaporizhzhia: ZNU, 2025. 67 p.

The goal is to develop a computer game in the Stealth genre to explore the
process of game development, various mechanics, optimization methods, and
artificial intelligence for opponents.

During development, the problem of creating games using modern tools was
examined. As a result, a stealth game titled "Snack Hunt" was created using the
Unity engine. The game consists of seven levels, where the player, taking on the role
of a raccoon as the main character, must sneak into houses and steal food while
avoiding encounters with the residents. The game allows interaction with the
environment and the use of various objects to achieve the ultimate goal.

Visually, the application i1s designed in a low-poly and hand-drawn comic
book style. Thanks to Unity's cross-platform capabilities, the final build can be
published on various game stores.

Keywords: Stealth game, Unity, artificial intelligence, optimization, game

mechanics, low-poly.
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BCTYII

AKTYaJIbHICTh TEMH

IrpoBa iHyCTpisA, HA JAaHUH MOMEHT, € y’KE PO3BUHEHOIO Ta MOIMYJISIPHOIO B
cdepl po3BaKaIBLHOTO KOHTEHTY. Bee Oublie Jito/iel 3HaXoAsITh IIOCh CBOE, Ta TeE
IO MpUMagae iM A0 Ayiri. 3 SBISIOTHCA Pi3HI HArOpoJu, PEUTHUHTH, 3MaraHHs Ta
Ppi13H1 TTOA1T TPUCBSIYEHI 200 B IIJIOMY IIbOMY HaMpsIMKY a00 SIKiiiCh KOHKPETHIN Ipi.
L1e BiaOyBa€eThCs 3 pI3HUX MPUYUH, TaKI SIK:

HoctynHicte. barato imoneil chbOrogHi MarOTh MOOUIBHI MPHUCTPOi Ta
MEPCOHAJIbHI KOMIT IOTEPH, 3 SIKUX MO>KHA 3aIyCTUTH TPYy. | 11e HaBITh HE KaXKy4H 3a
IrpOBI MIPUCTaBKH YU KOHCOJII, K1 COPSIMOBaH1 came Ha 1€ rajay3b.

[Iporpec B po3po6iii. 3 yacoMm, B irpax, Bce OUIbIIIE ITOYAIH CTaBaTH YUMOCH
Outbiie HiX po3Bara Ha 5-10 xBwimH. CTaB MOKpalryBaTHUCh Bi3yal, 1CTOPIi,
MexaHiku. J[J1a Aeskux TBOPIB 1€ CTaJO IUISXOM OMOBIJaHHSA CBOiX TBOPIB 4H
(danTa3ii.

Irpu sk KyIbTypHe siBuLe. Bifeoirpu cTany 4acTHHOIO MacoBOT KyIbTypH. Ix
3rajlyBaHHs MOXKHA 3yCTPITH y PiIbMax, peKiaami, My3ulli 1 T/I..

PiznomaniTTs. MokHa 3yCTpiTU pi3HI NMPOEKTH: BiJ HAJBAXKKHUX Ta TiNep-
pEANICTUYHUX HIyTepiB (KaHP KOMII IOTEPHUX Irop, J1€ I'paBellb BUKOPUCTOBYE
CTpUJIELIbKY 30pOI0) /10 CTUIII30BaHUX Bi3yaJIbHUX HOBEJ, 1[0 MOPYIIYIOTh MTUTaHHS
OyTTA.

Takoxx BaromuM, 3 OOKy Oi3HEC CKJIaJIOBOi, € MPUOYTKOBICTh. 3TIAHO 3
nanuMu Bif tuiatdopmu Statista [1], 3a 2024 pik 3apoOITOK CBITOBOIO IrPOBOTO
PHUHKY OLIHIOEThCS Maiixke B 455 MminbsapaiB nonapis CLIA. OcHoBHUMU KepenaMu
JIOXOY € MPOJaX Irop, MACTUCKOBI CEPBICH, BHYTPINIHBO IrPOBi MOKYTIKU, pEKJIaMa
Ta Kibep-crnopT. 3pocTarouuii MOMUT Ha ITPOBUN KOHTEHT, pOOUTH cepy po3poOKH
Irop € JOCUTh NEPCIEKTUBHOIO 3 TOUYKHU 30Py 1HBECTYBaHHS.

S0 K pO3TIAIATH 2etimoes Po3poOKy 3 00Ky podeciitHOro po3BUTKY, TO
B LIUVIOMY CHEI[aNiCTH 1€l chepu MOXKYTh MPALIOIOTh HE TUIBKU HaJ pO3pOOKOIO

irop. 3m100yTi HAaBUYKH B Iii rajgy3l MOKHA BHKOPUCTATU B PI3HUX HAMPIMKaX,



HaMpuKiIaa, y KIHOIHAYCTpil IJIi CTBOPEHHS Bi3yalbHUX e(ekTiB, Tpadiku,
MPOICAYPHUX aHIMallli; B OCBITI JJIi PO3pOOKHM IHTEPAKTUBHMX HaBUYaJbHUX
porpam i CUMYJIATOPIB, 3 BUKOPUCTAHHSAM BIPTYyaIbHOI Ta JOMIOBHEHOI PEaTbHOCTI.

MO>XJIMBOCTI JUIsl HE3AJIE)KHUX PO3POOHMKIB TAKOK 3HAYHO PO3LIUPHIMCS.
Cporoani 3aBAgku miaaTgopmam Ha KmTanT Steam, itch.io, Google Play ta App
Store HaBITH HEBENMKI KOMaHIU a00 OKPEMi €HTY31aCTH MOXKYTh BUITyCKaTH BJIAacHI
IrpH Ta 3HAXOJUTH CBOIO ayauTopito. L{e poOUTh irpoBy po3poOKy JTOCTYIHIIIOK Ta
CIpHsI€ TTOSB1 HOBUX YHIKAIBHUX 11€H y 11iH cdepi.

3aranom, cama 1o cobi cdepa po3poOKH Irop, PO3BUBAETHCS Ta € JIOCUTh
aKTyaJIbHOIO Tajy33l0 B pO3p0o01Il MIPOrpaMHOTo 3a0€3MEUECHHS.

Jlocnipkyroun kaHp stealth (B mepekiial YKpaiHCBKOI — CKPpUMHICID),
MO’KHa JII3HATUCH 1110 HOTO €JIEMEHTH BUKOPUCTOBY€ETHCS Y PI3HUX Irpax B MO€THAHI
3 pI3HUMH MEXaHIKaMH Ta 1HIIUMU >kaHpamu. Lle moB’s3aHO 3 0COOIMBOCTIIMHU
B3a€EMOJIIi TrpaBUsi 3 IrPOBUM IPOCTOPOM Ta CTBOPEHHS BaplaTUBHOCTI
IPOXO/PKEHHA, 10 Japye€ CBIM JTOCBIA KOKHOMY XTO HPOXOJUTh TOH UM IHIIUM
pIBEHb JIOKAIli TPH.

Unity B CBOIO Yepry € JAOCUTH MOMYJISIPHUM cepell OE3KOITOBHUX ITPOBUX
py1riiB. B HbOMy Bxke peastizoBaHuil pi3HUM (YHKITIOHAM, 1110 CIIPOCTUTH PO3POOKY
MeXxaHiK, poOOTH 3 Tpadikoro, aHIMaLISIMH, Bi3yadbHUMHU edekTamu Toio. OKpim
OO Ma€ aKTUBHY CIUIBHOTY pPO3POOHUKIB, TOCTIHHO OHOBIIOETHCS Ta
BJIOCKOHAJTFOETHCS.

[TincymoByrouM Bce, MOXHa CKa3aTd, IO pO3poOKa Irop € aKTyalbHOIO
TeMolo B cdepi po3Bar. Bona He mnumie 3abe3nedye KOPHCTYBauiB SKICHUM
KOHTEHTOM, ajie ¥ BIAKPUBA€ IIMPOKI MOXKIMBOCTI JUIsi TBOpUOCTL. I[HAycTpis
MIPOJIOBXKYE €BOJIOIIIOHYBATH, MTPOTIOHYIOYH I1Ie O1IbIIIEe IHHOBAIIMHUX MIIXO/IB Ta
TEXHOJIOT1H 0 CTBOPeHHsI KOHTEHTY. Lle cTBOproe momwut, a BiJAMOBIIHO 3aXOILTIOE

BCe OlbllIe yBaru JIOAEH Ta pi3HUX KOMMaHiH, Kl M00aXalTh 1HBECTYBATH B 1[0

chepy.
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MeTta nocJaisKeHHs

MeTot0 TOCTIIKeHHS € aHAJ13 Ta CTBOPEHHS KOMIT FOTEPHOI TPH, IO MTOETHYE
CJIEMEHTU TPUXOBAHOTO TPOXOJKEHHS, IMTYYHOTO 1HTEICKTY CYNPOTHUBHHKIB Ta
IHTEPAKTUBHOTO IrPOBOTO CEPEIOBHUIIA, CITOCOOM ONMTUMI3aIlii, 1 BABYCHHS METO/IB

Ta MIX0IB J0 PO3POOKH.

3aBIaHHS XOCTiIKEHHSA

AHami3 ICHyI0YUX PIllIeHb Ta IUIAX1B CTBOPEHHS IpU. BUBUEHHS MPUHIUIIIB
2elM-0u3aiiny, 3 METOI0 PO3yMiHHS MOOYI0BH I[IKABOTO Ta 3aTaryloyoro celmnien;
irpoBux MexaHik; pymrist Unity Ta MeTo1B onrTuMi3alii B HboMy. Po3poOka rpu, sxa

3MOJK€E 3a0€3MEUYUTH 3aXOTUIMBUM ITPOBUIM JTOCBI/I.

O0’eKT HocCaiTKeHHs

O0’€eKTOM JTOCIIIKEHHS € TIPOLIEC PO3POOKU T'PU KAHPY cmelic.

Ipeamer mocaigxeHHs
[IpeameTom AOCHIKEHHS € BUBYEHHS IPUHIIUIIIB CTBOPEHHS KOMIT FOTEPHUX
irop 3 BUKOpUCTaHHsAM pyuriss Unity. AHami3 cydyacHUX MOIMYJSIPHUX 1rOp, IS

BpaxyBaHHS BII0J100aHb TPABIIIB.

MeToam 10CTiTKEeHHS

AHani3 miTepaTypu Ta MOPIBHSIHHS BXKE ICHYIOUHX PIIICHbB, 110 CTOCYIOTHCS
METOIIB Ta P0300py CTBOpPEHHs irop; ocoonuBocTer Unity; eeilm-ouzatiny; OIS
MOMYJIIPHUX ITPOBUX MEXaHIK, 3 METOI0 PO3YMIHHS SIKI MOXKYTb CTaTH KOPUCHUMHU

JUTSl KIHLIEBOI IpH; anpoOailisi KIHIEBUX PE3YJIbTaTiB.

IIpakTHYHe 3HAYCHHS OJeP:KAaHUX Pe3yJIbTATIB
Pe3ynbrat JOCHIKEHHSI € KOMIT IOTEpHA r'pa, sIKy B CBOIO 4YEpPry MOXKHA

BUKOPHUCTATH SIK TIPUKIIA]T I pO3POOKHU MPOEKTIB, 3 €JIEMEHTaMU KaHPy cmeic 13



11

3actocyBaHHAM pyiris Unity. Takok OTprMaHHI HampaifoBaHHS MOXYTh CTaTH
KOPHCHHUM TIOYATKIBISAM y cepi eeimoesy, sKi MparHyTh YJIOCKOHAJIUTH CBOI
HABUYKH.

310paHi 1aHi Ta IMIJISXU BUPIIICHHS PI3HUX MPOOJIeM MOKYTh OyTH a/1aliTOBaH1
JUTSL 1HIIAX TIPOEKTIB, IO JO3BOJUTH €(hEeKTHBHIIIE BUKOpUCTOBYBaTH Unity s
CTBOPCHHSI BIIACHHUX TTPOCKTIB.

OkpiM 1IbOTO, JOCIIDKCHHS CIIPUS€E TMOMNyJspu3alii iH0i-po3pobku Ta
JIEMOHCTPY€E MOXKIIMBOCTI BHUKOPHUCTAaHHS CyYaCHHUX TEXHOJIOTIH Yy CTBOpPEHHI

iI‘pOBOFO KOHTCHTY.

I'nocapiu

l'etimoes (GameDev) — cxopoueHHsi Bin "game development" (po3poOka
irop), 110 OXOIUTIOE BCl aCMEKTH CTBOPEHHS BiJI€OIrop, BiJ 1/1€i A0 (IHAIBHOTO
MIPOIYKTY.

T'etim-ouzatin (Game Design) — iponiec CTBOPEHHSI MPABUJI, MEXaHIK, PIBHIB 1
3arajibHOi KOHIIEMII TPy JJis 3a0€3MeUYEHHS 11KaBOro irpOBOro JTOCBIAY.

Tetimnneri (Gameplay) — irpoBuii mpoiiec, TOOTO B3a€EMO 11 TPaBIIsA 3 TPOXO, 11
MEXaHIKaMH Ta CEPEIOBUIIIEM.

Inoi-pospobka (Indie Development) — CTBOpPEHHsI 1rop HE3aJICKHUMU
PO3poOHMKaMH 200 MAJIUMH CTYI1sIMU O€3 IMATPUMKHU BEJIIMKHUX BUJIABIIIB.

Cmenc (Stealth) — xanp abo MexaHika TpH, 10 Tepeadadae MPUXOBAHE
MPOXOJ/PKEHHS PIBHIB, YHUKHEHHS BOPOTIB 1 BUKOPUCTAHHS XUTPOIIIB 3aMICTh
psIMOTO 0010.

NPC (Non-Player Character) — TepcOHaX Yy Tpi, IOBEIIHKA SKOTO
BHU3HAYAETHCS MPOTPAMHO 1 HE MOKE KOHTPOJIFOBATHUCS TPABIIEM Ha TPSMY.

Micii — BHYTpIIIHBO-ITPOBI 3aBAAHHS, SIKI TaKOX MOXYThb OyTH 1 He
000B’I3KOBUMHU, JIJISI TPOXO/KCHHS TPH.

Accemu — pi3HI pecypcu Tpu: MOJIEI, Me/Iia, KO/, TeKCTYPH Ta 1HIIIE.
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1 AHAJII3 IPEAMETHOI OBJIACTI

1.1 Orasj JiTepaTypHUX JxKepes

Po3pobka KOMII’ IOTEPHHUX ITOp € CKIAAHUM 1 0araToacIeKTHUM TMPOIECOM,
10 OXOIUTIOE Pi3H1 AUCIUILTIHY, BKIIOYAIOYM MPOrpaMyBaHHsl, TU3aiH Ta IITYyYHUN
1HTeNeKT. J[7s1 CTBOpEHHS SIKICHOTO MPOIYKTY HEOOXiHO CIUPATHUCS HAa HAYKOBI
mparli, TeXHIYHY JOKYMEHTAaIIi0 Ta JOCBII PO eCIMHIX PO3POOHUKIB.

BpaxoByroun CTpIMKHII PO3BUTOK IrpOBOI-IHAYCTpii, TMiJi Yac TMOLIYyKY
JITEpaTypH, 3Ha4HA yBara NpuAULIIach A0 aKTyalbHOCTI METOAMK Ta IMIJIXOJIB 10
po3poOku. OCKUIBKM TEXHOJOTli Ta CHOCOOM 10 CTBOPEHHSI 1rop MOCTIIHO
OHOBJIIOIOTBCS, OCOOJMBO BAXXJIMBO BPaxOBYBaTH CYYacHi JOCHIKCHHS, IO
OXOIUIIOIOTh ~ IHHOBALIMHI pilieHHd Yy cdepl TelM-au3ailHy, onTuMizarlil
IPOAYKTUBHOCTI Ta MOKPAILIEHHS IrPOBOT0 JOCBIAY.

JlitepaTypHi JKepena 3 TeWMIEBY MICTATh 1H(OpMAIiI0O TPO OCHOBHU
CTBOPEHHsI MEXaHIK. Y JOCIIPKEHHSIX 3 IrpoBO1 Teopii Ta Ju3aliHy aHaNII3yIOThCS
MPUHITMIN 3aHYPEHHS TPaBIsl y BIPTyalbHHUI CBIT Ta MeTogaMu OallaHCyBaHHS
CKJIQTHOCTI.

3okpema, Oya JociipKeHa, JiTeparypa 10 CTBOPEHHS irop 3 BUKOPUCTAHHSAM
pyuis Unity. Cepen po3riasitHyTHX T€M, OCHOBHMMHM €: MIJIXOAU 1O CTBOPEHHS
MeXaHiK, po0o0Ti 3 rpadiKoro Ta Bi3yalbHUMU e(peKTaMu, UISIXaMH ONTHUMI3allii TPH.

OcHOBHI T€MH, aHAI3y JIITEPATyPHUX JKEPE:

1. Onwmc pyus Unity, iioro (pyHKIIOHATy Ta MOXJIMBOCTEN Y pO3poOIIl 1rop
(2, 3].

2. Amnaii3 NOnyJsipHUX ITPOBUX MEXaHIK Ta MaTEepHIB NPOEKTyBaHHs. [4, 5, §].

3. HIty4yHuit iHTENEKT B irpax [6].

4. Telimau3zaiiH, 0COOJIMBOCTI ITPOBOTO TpoIiecy Ta danancy [35, 7, 8].

B cBoro uepry xaHp cmenc HE € JOCHTHh CKIAAHUM B peaiizaiii, 3 00Ky

porpamyBaHHS, ajie CTa€ MPOOJIEMHUM y CTBOPEHHI YMOB JIJIsi HHOTO B cCaMii Tpi.
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BinburicTe MexaHiK BUKOPUCTOBYIOTBCS 1 B 1HIIUX KaHpax, 1 HE € YHIKaJbHUMH,
TOMYy iX MO>XHa JIETKO CTBOPUTH UM HaBITh 3HAWUTH BXKE TOTOBI pillIeHHS. AHai3
ICHYIOUMX PIIIeHb JacTh 3pO3yMITH, SIKI CaM€ € OCHOBHI OCOOJUBOCTI XKaHPY, JJIS
CTBOPEHHS CIHCKY HOTr0o 0a30BUX CKIIAJOBHX, 3a KM B MOJAIBIIIOMY MOXKHA Oy/ie

BECTH POOOTY.

1.2 Orasj icHyO4YHX irpOBHX pillleHb

Bcest cyTh 00paHOro skaHpy cmesic MONsrae y ipuXxoBaHOMY IPOXOJIXKEHHI I'pH,
YHHUKAIOUYH NPSMOTO KOHTAKTY Ta KOH(poHTawii 3 Boporamu uu NPC.

31e01IpIIOr0 B CYYAaCHHMX IrpaXx MOKHA 3YCTPITH CaM€ €JIEMEHTU IbOTro
XKAHPY, YU OKpeMi Mmicii, sIKi OPIEHTYIOTHCSI HA HbOMY. X04a TaKOX € 1 MPOEKTH 10

3aCHOBYIOTBCSI CAME Ha TAKOMY THIIL.

1.2.1 Alien: Isolation

IMomii rpu Alien Isolation [12], Big po3poOHukiB Creative Assembly,
pO3ropTaloThes B BCECBITI cepii PpuibMiB “Yyowcuti”, A€ TOJIOBHA TepoiHs AMaHa
Pimuti, moTpanuBIIM Ha KOCMIYHY CTaHI[Il0, CTAa€ CBIJIKOM >KaXJIUBUX IMOJIH.
KopaGens 3axorienuii npulyiablieM, SKUid Hece 3arpo3y s JTI0JIeH, CTae MacTKOIO
JUTSL BCIX KOMY HE BAQJIOCh MOTO TMOKWHYTH, a T1 1[0 BWXKWJIM 31MIUIK 3 pO3yMy, Ta
TaKOX HECYTh HEOE3MEKY.

['pa GasyeThcs Ha KaHpaX XOPPOP-CKIIICH Ta cmeicoM, 1 BAMArae Bijl TpaBIis
00IyMyBaTH KOKEH CBii KpOK, 11100 HE CIIPOBOKYBATH BOPOTIB Ta IPOUTHU MOB3 HUX
JUIS. TOCATHEHHS KIHIEBUX IUIe. [[is 1boro rpaBIi0 HAAAETHCS MOMIJIMBICTD
KOPUCTYBATUCh PI3HUMHU MPUCTPOSIMH Ta CEPEAOBUINEM, II00 BiJICIIKOBYBATH Ta

XOBAaTUCh B1J] OTEHIIIMHOT HEOE3MEKH, TPUKJIIAJL 300paxeHo Ha pUCyHKY 1.1.
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Pucynox 1.1 — I'etimnneti Alien Isolation

OCHOBHI €JeMEeHTH TpH, SKI BIAMOBIIAIOTH 32 MEXAHIKA MPUXOBAHOTO

IMPOXOAKCHHS

1.

MO>JIMBICTh XOBAaTHCh BiJI BOPOTIB: B TEMHHUX KyTKax, MiJ CTOJIAMH, B
madax 91 BEHTHIIAILIII.
BukopucTtaHHs pi3HUX MPUCTPOIB ISl BIABOJIKAHHA: (aepu, IUMOBI

IIAIIKHY, 3BYKOB1 T€HEepaTOpH Ta 1HIII.

MexaHiKky 110 TOJIETIIYIOTh UM JOTIOMaratoTh Y IPOXOKEHHI:

O30po€eHHs — Aa€ 3MOry N030yTUCH BiJl JESKUX BOPOTIB.
BincninkoByBaHHS — 3aBOSKM NPUCTPOSM UM 3ByKaM TIpaBellb MOXeE
JI3HATUCh JI€ 3HAXOJUTHCS BOpPOT, Ta TMOOyAyBaTH CTpaTerioo 0

MIPOXOKEHHS JIOKAITI1.

YMOBH 1110 BUMAraroTh BiJ] TPaBIIS TPATH 3a MPABUIIAMH:

1.

HediuT ciopsyKeHHs — Ha JIOKaIlisgX O1IbIlle BOPOTiB YUM HA0O1B 110 30poi
YU STKUXOCh TPEIMETIB JIJISl BiIBOJTIKAHHSL.

HeMoxMBiCTh O30yTHCH TOJIOBHOTO BOPOTa — MPUOYIICIh, «IYX KU, HE
OTPUMYE TOIIKO/KEHb Ta € TOJOBHOIO MpoOsieMoro rpaBiid. BiH 3maTeH
BIJIbHO NEPECYBATUCh O BCIW JIOKallii, Ha sIKIH 3HAXOJAWUTHCS IpaBellb, Ta

qyTH HOTO 1ii.
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1.2.2 Dishonored

[loxii rpu Dishonored [13], pospobnenoi cryaieto Arkane Studios,
BIIOYBaIOTbCSI y BHUTaJaHOMy MicCTi JlaHyosl, HaTXHEHHOMY BIKTOPIaHCHKOIO
Anrmiero 3 eneMeHTamu cTimMmanky. [lomoBHmii repoit, KopBo AtraHo,
HECMPaBeIMBO 3BUHYBAaYCHUI Yy BOMBCTBI IMIIEpaTpHIIi, 1 CTA€ BTIKA4eM, IparHyyi
MOMCTH Ta OYHILIEHHS CBOTO 1MEHI.

['pa Ga3yeTbcsi Ha MOEJHAHHI JKaHPIB cmesc, IPUTOIHUIIBKOTO eKuieHy Ta
RPG, ne pimieHHs TpaBIsl HANpsAMY BILUTUBAIOTH Ha CIOXKET, CBIT IpH Ta 1i (piHam.
3aBAsSKd MIMPOKOMY HAOOPY 3M10HOCTEM 1 1HCTPYMEHTIB, I'paBellb Ma€ IOBHY

CcB0O0OO/ Ty Y BUOOPI CTUIIIO TTPOXOKEHHS. [ eiimnieri HAaBEACHO Ha PUCYHKY 1.2.

Pucynox 1.2 — I'efimmieit Dishonored.

OCHOBHI €JleMEeHTH TIpH, $KI BIAMNOBIIAIOTH 332 MEXAHIKM MPUXOBAHOTO
TIPOXOJIKCHHS

1. BukopucTaHHs apXiTeKTypH JIOKaIlii: MepecyBaHHS IO JaxaX, KapHU3aXx,

BCHTWIAIIMHUX IaXTaX, B 3aTEMHEHHUX MICISIX 1 3a IEpPenIKOJaMH JIJIs
YKPUTTSL.

2. TlpuxoBaHi aTaku 3331y, IO JO3BOJISIOTh HEUTpai3yBaTH Bopora 0e3 1ymy.
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MexaHiku, 110 MOJETIIYIOTh Y1 IONOMAararTh Y MPOXOIKEHHI:

1. HagnpuposHi 3110HOCTI, sIKi MOYKHA MOKpAIlyBaTH Y1 3aMiHATH.

2. BuxopucTtaHHs pi3HHX BUAIB 030POEHHS.

3. MoXIuBICTh BHBYEHHS PO3KJAIIiB BOPOriB 1 0OXiJ MapuIpyTiB
naTpyJIOBaHHS.
YMOBH, 10 BUMArarOTh BiJ] TPaBIIS TPaTH 3a MPABUIIAMH:

1. Cucrema xaocy — 4MM OlIbIlIeé BOPOTIB BOMTO, TUM Ba)Ku€ CTa€ CBIT T'PH
(3’ sBISIIOTHCS OLbIe 11ypiB, XBopux NPC, 3MmiHtoeTbest inan).

2. OOMexeHl pecypcu — Ooe€mpumnacd, eJIIKCUPU MaHU Ta 370pOB'S €
O0OMEKEHUMHU.

3. Po3ymHI BOpOru, 110 BUKJIMKAOTh HIAKPIIUICHHS IPH BUSBICHHI I'PaBLIsl.

4. PeWTHHTOBE 3aBEPILICHHS MICIH — YMM HE TIOMITHIIIIE, TUM KpaIlle OLIHIOETHCS

IMPOXOAKCHHA.

1.2.3 Thief

[lonii rpu Thief [14], Bunywmenoi y 2014 poui Bix ctynii Eidos-Montréal,
BiI0YBAIOTHCS Y BUTAQIAHOMY MICTI, y SIKOMY T'paBels Oepe Ha cede pois ['appera
— JIOCBIIYEHOTO KpaJisi, SIKUW MOBEPTAETHCA B MICTO, OXOIUIEHE XBOpOOaMH,
0e3nmagoM 1 JHUKTaTyporo. Woro mera — PO3KPUTH TAEMHUII BJIagu U
30arayyBaThcCh, BHKOHYIOUM PI3HI 3aBAaHHS, TMOB’sA3aHI 3  KpaJiKKaMH,
MPOHUKHEHHSIM y 3a00pOHEH1 30HU Ta MOUTYKOM LIIHHUX MPEAMETIB.

['pa HamexuTh 1O JKaHPIB CTEJIC Ta EKIICH-aJBEHYYp, 3 aKIEHTOM Ha
o0OepekHe TepeMillleHHs, YHHUKaHHS BOPOTiB 1 30upanHs pecypciB. ['paBens mae
HIMPOKHUIM BUOIp 1HCTPYMEHTIB 1 MOKJIMBOCTEH, 1100 MPOXOAUTH PiBHI Oe3 0010,
MTOBHICTIO TTOKJIaJIAF0YMCh HA MIPUXOBaHICTh. [ 0JIOBHA 0COOJMBICT, — CBOOOA JTii
Ta 6araTo crnoco0iB JOoCATHEHHS 1iie. OAuH 13 TIPUKIIAIIB eetimniero TIOKa3aHo Ha

pucyHky 1.3.
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Pucynok 1.3 — I'etimmutedt Thief

OCHOBHI €I€MEHTHM TIpH, M0 peal3yloTh MEXaHIKM IPUXOBAHOIO

IMPOXOMKCHHSA:

1. Cuctema OCBITIIEHHS — TpaBellb MOBHHEH YHUKATHU SICKPABHX AUISHOK 1

3QIMIIATUCH Y TiH1, 00 3aIMIIATHCh HEBUIUMUM.
Cucrema 3ByKy — rpaBelb MOBMHEH YHUKATH LIyMy IpH Xoab01 abo Aii,

0COOJIMBO Ha CKPUITYYHX MTOBEPXHSIX.

MexaHiku, 1110 MOJETIIYIOTh 200 I0MOMararTh y MPOXOJ>KEeHHI:

[ncTunkT kpanis (focus mode) — TUMYACOBUI PEXHM, IO JTO3BOJISIE KPaIIe
0aunTH IHTEPaKTHUBHI 00’ €KTH Ta BOPOTIB.

Cucrema anrpei1iB — MOKIIMBICTh OKPAILyBaTH CIIOPSAIKEHHS i 3110HOCT1
JUTSL KPAILloro CTENC-MPOXOHKEHHS.

YMOBH, 110 3MYIIYIOTh TPaBIsl JOTPUMYBATHUCH MTPABUIT MTPUXOBAHOCTI:
Po3yMH1 Boporu — BiAKpUTHIA O1if 3a3BUYail IBUIKO MPU3BOAUTH IO CMEPTI,
BOPOTH MalOTh JAOOPY PEaKIliio Ta SIKIO BOPOT MiJO3PIOE IMIOCh, BIH KIWYE

THIIUX, 1 BCA JIOKAIIisl CTA€ arpECUBHOIO.
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2. Jlebiuut pecypciB — CTPUIM, IHCTPYMEHTH Ta JIIKH TPAIUISIOTHCS HEYacTo,

o CTUMYJIFOE CKOHOMUTH.

1.3 IlocranoBKa 3ajxaui

Mertoro kBamidikaiiifHOT poOOTH, € CTBOPEHHS TPU 3 €IEMEHTAMH >KaHPY

cmeic, Ha ocHOBI pyuig Unity. [locTanoBka 3aa4i BKIJIIOUa€ HACTYIIHI €TAIN:

l.

1.

Amnani3 notped 1 BUMor. BuzHaueHHs] OCHOBHUX MOTpPed Ta BUMOT 0 TPH,
K1 TOBUHHI BIAMOBIIaTH onKCy oOpaHoMy kaHpy. Lle BKiItouae miarpumMky
PI3HUX MEXaHIK, pO3pOOKH IMITYUYHOTO IHTEJIEKTY, Ta ONTUMI3allii KIHIIEBOTO
MIPOEKTY.

Po3pobka apxitektypu, 1mo Oynae 00’ €JHYyBaTH KOMIIOHEHTH TPU MK
co0010. BoHa Mae OyTH THYyYKOIO Ta MIITPUMYBAHOIO, 1100 B MailOyTHEOMY
OyJia MOXJIMBICTH /10 PO3LIUPEHHS Ta YIOCKOHAJICHHS.

Po3poOka mexanik Tpu. Peamizaiis OCHOBHUX ITPOBHX MEXaHIK SKi
BU3HAYAIOTHCS JKAaHPOM Cmeic: BIACTIAKOBYBAHHS IIIyMY, TPABI, IITYYHUIA
IHTEJIEKT Ta 1HIII1; Ta 023081, 5K1 € B Oy Ib-SIK1{ TP1: KEpYBaHHS, 30€peKEHHS,
BUKOHAHHS KBOTH 1 T/I..

CtBOpeHHS piBHIB, IO 00’ €IHYIOTHh B CO01 Ta BUKOPUCTOBYIOTh CTBOPEHHI
MEXaHIKH, JAEMOHCTPYIOYHM iX ¢yHKIIOHAN. Takox 3abe3meyuTH 3MiHY

CKJIQJTHOCTI1 TPH B 3aJICKHOCTI BiJ] PIBHIO.

. Anpo0Garrisi. BukoHaHHS TIEpPEeBIPOK KOPEKTHOCTI POOOTH KIHIEBUX

pe3yabTaTiB: MEXaHIK, PIBHIB, TOIIIO.

1.4 BucHoBok 10 po3ainy 1

Bbyno mnpoBeneHo ornsin mpoOjieM CTBOPEHHS 1Mop, a TaKoX O0a30BUX

MEXaHIK 1 IITYYHOTO 1HTEJEKTY 10 HUX.



19

[IpoananizoBaHo iCHyK0OUYM Irpu OOpaHOrO J>KaHPY Ta BH3HAYCHO
OCOOJIMBOCTI Ta MEXaHIKH, IO BiAIrparOTh MOOYAOBI CTEJIC CKIIAJIOBOI Y
HUX.

CdopmysiboBaHO TOCTAHOBKY 3aa4i JIsl KBasi(ikaliifHoi poOOTH.
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2 JOCJIIKEHHS TEXHOJIOI'T PO3POBKHU

2.1 Irposi pyuii

Komm’toTepHa rpa, 3 TOUKH 30py MporpaMmyBaHHs, MOKe OyTH CYMICHICTIO
PI3HUX KOMIIOHEHTIB, ajie a0CTPAKTHO X MOYKHA MOALTUTH HA TaKi YaCTUHU:
1. Bizyamnizamis — rpadika, aHimaiiii, BizyanbHi epexru, Ul 1 Ta.
2. IrpoBa norika — MexXaHiKH, CKPUIITH Y OyAb-SIKUH 1HIINNA KO, 10 OTMHCYE
MOBEIHKY TPH.
3. B3aemozis 3 T[pUCTPOEM KOpUCTyBaua — 3YUTYBAaHHS BBEICHHS,

30€peKEeHHS JaHUX, TOLIO.

[ nnst BCiX HUX € Pi3HI METOJIM peani3allisi, B 3aJIeKHOCTI BiJl BUMOT JI0
pPO3pOOKHU.

IcaytoTe Oarato (perBOpKIB, SKI JO3BOJAIOTH IMPALIOBATH 3 OIMHUCAHUMHU
BUILE OKPEMO, JOJAIOYM 3PYUHUH 1HTEpPeic Ta KpocIiaT(GOpMEHICTh CUCTEMHU.
Ane HaifuacTie oOuparoTh ITPOBI pyIIIii, 110 00’ €IHYIOTH B CO01 BCl IepeBary, Ta
MPUILIBUALIYIOTh pO3pOOKY MPOEKTIB Ta HEPIIKO MalOTh B OOl PO3MOBCIOIXKEHHI
MEXaHIKHU.

Cepen monysipaux €: Unity, Unreal Engine, Godot; 1 mo6 oOpatu oauH 3
HUX, Tpeba npoaHaii3yBaTy, AK1il 0a30BUi (yHKI10HAT BOHU HAIAI0Th, 110 3MOXKE

3HaJ00UTHUCH Y PO3POOIIi.

2.1.1Unity

Unity [15] — xpocmnatdhopMeHuil irpoBuid pyIilid, CTBOPEHUN KOMITaHI€IO
Unity Technologies, o npusnauenuii ais po3pooku 2D, 3D, AR, VR mnpoekTis,
JUISL IECKTOITHUX, KOHCOJIbHUX, MOOLTRHUX Ta Web 3acTOCyHKIB, B OCHOBI SIKOTO
JISKUTH KOMIIOHEHTA apXiTEKTypa.

3100yB 3HauyHy MOMYJSAPHICT B MOOLIBHIM po3poOli Ta cepen iHOi-

PO3pOOHUKIG, 3aBIIIKU TIPOCTOTI PO3POOKH Ta MOKIIMBOCTSIM J0 KacTOMI3aIlii.
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Pymiii peanizye cucremamu (pizuku, animartii, ayaio ta Ul, mo nornomarae y

CTBOPEHHI MPOEKTIB. TakoX cepea J0JaTKOBUX € TAaKOXK 1 Takli BUIUM MEXaHIK Ta

PO3IINPEHB:

Unity Al — cepen ronoBaux Bapto BusHauutu Unity NavMesh ta Unity
Begavior. Ilepmie po3mupeHHs Haga€ MOXIMBICTH  MOOYIOBU
HaBITaIiiHOI CITKH, 3 MOXJIMBICTIO 11 AuHAMigHOi 3MiHH. Jlpyre B CBOIO
yepry Hajae rpadiuynuit inTepdeiic mis peanizamuii NPC, ctBoprotouu rpad
WOr0 MOBEIIHKH.

Netcode —  ©OazoBuii  ¢peilimMBOpk  pymriss  Uisi  CTBOPEHHS
0araToKOpHUCTYBAIBKUX 1TOp, 10 MIATPUMY€E CUHXPOHI3aIlito cTaHiB, RPC
(Remote Procedure Calls), aBroputety 00'€KTiB Ta peruIiKaiii.

Timeline — po3mupeHHs 7151 CTBOPEHHS KaT-CIIeH, 1110 JO3BOJISIE BI3yalIbHO
CTBOPIOBATH TOCIIJOBHOCTI MOJINA y pealbHOMY 4aci: aHiMmallli, 3MiHH
CTaHIB, BUKJIMK MOJIH, TOIIO.

VFX Graph — rpadiunuii pegakrop BizyalbHUX €(EKTiB, 110 3aCHOBAHO
HA CHUCTEMl YaCTMHOK 3 IIUPOKUMU MOMKIJIMBOCTAMH:  KOJI3ii,
TypOyJICHTHICTb, 3QJICKHICTD B/l (DI3UKH Ta 1HIIIL.

Shader Graph — rpadiunuii penakrop menaepiB, MO 3aCHOBAHUN Ha
ShaderLab, ¢peitmBopky Unity majisi miATpUMKH KpOCILIaTGOPMEHOCTI 3
noeguanasM HLSL ta GLSL.

Visual Scripting — Bi3yanbHa cuctema, JJIsi CTBOPEHHS CKPHIITIB.

[Tonermrye poOOTYy HOBaYKaM 4u JIJIsi CTBOPEHHS MPOTOTHIIIB.

Takox oxHi€r0 3 ocHOBHMX mnepeBar Unity € BelMka Ta aKTUBHA CHIJIbHOTA

PO3POOHUKIB, SIKI CTBOPIOIOTH BJIACHUM HAaBUaJbHUN KOHTEHT, IO 3HUXKYE TMOPIT

BXOJIPKEHHS B irpoBy 1HIycTpito. Okpim Toro, Unity Ma€e BEIUKY KITbKICTh BIACHHX

HaBYaJbHUX MaTepiajiB, 0 pOOUTH pyUIii JOCTYITHUM SIK JJI1 HOBAYKIB, TakK 1 JJIs

JIOCBITYCHUX PO3POOHUKIB.
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2.1.2 Unreal Engine

Unreal Engine [16] — xpocmiarpopmeHuii irpoBuid pyIiid, CTBOpPEHHI

komnaniero Epic Games, 1m0 BUKOpUCTOBY€EThCS it po3podku 2D, 3D, AR, VR

MPOEKTIB Mijl MOOLIIbHI, IECKTOIHI, KOHCOJIbHI Ta Web-mnatdopmu. B ocHOBI py1is

JICKUThH KOHIICTILISA aKTOP1B 1 KOMIIOHEHTIB, SIK1 KEPYIOThCS 1€papxiero kiaciBy C++.

Unreal Engine 3100yB mOMyNApHICTh 3aBASKA (OTO-PEaTiCTUIHOMY

peHACpHUHTY, po3ImHpeHid miaTpummi C++ Ta BENMKIH KIIBKOCTI TOTOBHX

1HCTpyMeHTiB. HaifuacTiiie BHKOPHUCTOBYETHCS y BHUCOKO-OIO/DKEeTHIH AAA-

pOo3po0Ili, aje TAKOXK MIATPUMYE 1H/I1-ITPOEKTH.

Pymiiit mictute BOymoBaHi cuctemu ¢i3uku, aHiMaiii, 38yKy Ta Ul. Kpim

TOTO, € HU3KA JJOJATKOBUX MEXaHIK 1 pO3LIMPEHb:

Al — pyunii peanizye Behavior Tree, cuctremy noseninku st NPC 3
BUKOpUCTaHHAM blackboard-mam’siTi  Ta jJepeBa 3aBigaHb. Takox
niarpumyetbest Navigation Mesh, nuHamiyHa moOy10Ba MapiipyTiB Ta
30H.

Multiplayer/Networking — Unreal mae perutikamiro Ha piBHI sfpa,
HNIATPUMKY KiIi€eHT-cepBepHoi mozaeni, RPC Ta aBTopurer ceppepa, 110
n03BOJIsiE  OyayBaTh MaclmITabHI MeEpexeBl Irpu 3 MiHIMAJIbHUMU
JI0JTATKOBUMHU 3aJICKHOCTSIMH.

Sequencer — BI3yaJIbHUH PEIAKTOP JJIsi CTBOPEHHSI KaT-CIICH, aHIMaIlii,
KiHemaTorpagiyHOrO KOHTPOJIIO KaMmMepH, aymio, cKpunTiB. lligTpumye
keyframe-animariito i Tpeku Moii.

Niagara VFX — cuctema BizyanbHUX €()eKTiB HOBOTO MOKOJIIHHSA, sIKa 1a€
3MOTY CTBOPIOBATU CKJIaJHI €(DEeKTH 3 ypaxyBaHHAM (I3UKH, KOJI3ii,
cumyJsinii Ta GPU-o0uucnens.

Material Editor — Bi3yanbHUli pemakTop MaTepiaiiB, IO 03BOJISE
cTBoproBatu ckiaani PBR-matepianu 6e3 nanucanus HLSL Bpyuny.
Blueprints — Bi3yanpHa cuctemMa mporpaMmyBaHHS, IO JI03BOJISIE
CTBOPIOBATH JIOTIKY TpH 0€3 KoAyBaHHs. Mae moBHy iHTerpaiito 3 C++, nae

3MOTY IBHUJIKO CTBOPIOBATH MPOTOTHUITH 200 MOBHOITIHHI CUCTEMH.
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Cepen xmouoBux mnepeBar Unreal Engine — BigkpuTHil Ko sijpa pyIris Ha
C++, mo Jae 3MOry KacToMizyBaTu Oy/Ab-sIKy MIJCUCTEMY Tij BiacHI MOTpeOwu.
Takox pymrii maTpuMy€e HaWHOBIMI TexHOoJOTii: Lumen (T1o6anbHe OCBITICHHS Y

peanbHOMY 4aci), Nanite (BipTyajizoBaHa TeoOMeTpis).

2.1.3 Godot

Godot Engine [17] — 1 NOBHICTIO BIAKPUTHM, OE3KOINITOBHUN 1
KpocriaTpopMeHuil IrpoBUN pymIid, sSKui miaTpumye po3podky 2D, 3D,
MOOUIBHUX, IECKTOITHUX, KOHCOJIBHUX Ta Web-poeKTiB.

Pymiiit HaOyBae nenami O1IbIIOI MOMYJISIPHOCTI 3aBJISKU CBOiM JIETKIN Basi,
THYYKOCTI, BOYJJOBAaHOMY pE€IAaKTOPYy KOAY, KpOCIIaT(POPMEHOCTI Ta MOBHICTIO
BIIKpUTOMY Koay i Jinensiero MIT, mo mo3Bojisse MoaudikyBaTH PyIIi ITij
BJIaCH1 NOTpeOU 0€3 OyIb-IKINX 0OMEKEHbD.

Pymiiit Mmae BOygoBany miarpuMky 2D Ta 3D rpadiku, ¢izuku, Ul, animanmii,
ayJlio, CUCTEMHU CIIEH 1 CUTHaIIB. Takoxk ICHy€ HU3Ka JOJAAaTKOBUX a00 YacTKOBO
peaizoBaHuX MEXaHiK:

e Al ta nasiramis — pymiii mictuth miarpuMky NavigationServer, 1o
JIO3BOJISIE TEHEPYBATH HABITAIlliHI CITKH, 3HAXOJUTH IUISIXH, 1 TUHAMIYHO
3MIHIOBATU HaBiraiiiiHi oonacti. € takox NavigationAgent 1111 6a30Boro
NPC nepemimenns. Posmmpenas Godot Al Toolkit nomae moBeaiHKOBI
nepea ta FSM.

e MepexeBa cucreMa — pyiriii peanizye multiplayer API 3 migTpumkoro
RPC) aBTroputeTy, CHHXpOHI3aIlli CTaHiB, peer-to-peer abo client-server
apxiTekTypH, 3 miarpumkoro WebSocket, WebRTC ta ENet.

e Visual Shader Editor — BizyansHul pegaktop menaepiB, SKUi 103BOJISIE
ctBoproBati GLSL-metinepu y Burasiai rpada. [partoe sk as 2D, Tax i
1t 3D, 3 miATPUMKOIO TOTATKOBOTO KOJTY.

e Visual Scripting — BOy0BaHuii Bi3yaJIbHUN PEIaKTOP JIOTIKKM HA OCHOBI
BY3JIiB, SIKUWA OpIEHTOBAaHMM Ha HOBAaukiB ab0 MIBUIKE CTBOPEHHS

MPOTOTHIIIB.
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Godot miaxoauTh SK 1A iHOI-po3poOKU, TPOTOTUITYBaHHS, TakK 1 JJIs
MOBHOIIIHHUX KOMepLiMHuX mpoekTiB. Bepcis Godot 4.x mnpuHecna 3Ha4HI

nokparnieHas B 3D rpadiili, TpoIyKTUBHOCTI, Ta peHAepruHTOM (30KpeMa Vulkan).

2.2 Bubip TexHoJiorii

3riiHO, 3 HABEJICHUM B MONEPEIHbOMY MYHKTI1, aHAII30M ICHYIOUUX ITPOBHUX
pYIIiiB — CydacHi pilIEHHS MalOTh CXO01 MOXJIHUBOCTI, 1 3/1€01IbIIOT0, 0COOIMBO
JUTSL iHOI-pO3pOOKU, MAIOTh BUPIIIAIbHE 3HAUEHHSI CaMe 3pYYHICTb JUIsl pO3POOHUKA.
B Moemy Bumajky, nist MeHe rpioputetHuM € Unity, 3aBISKH JOCBIAY pOoOOTi 3 HUM
y MUHYJIOMY.

Tomy, nnsi BuKOHaHHS KBamidikamiiiHoi poOoTH, s o00paB HACTYIHI
TEXHOJIOT1i: irpoBui pywii Unity Ta MoBa nporpamyBaHHs C#.

Cepen nonatkoBux TexHoJoriii € posmupeHHss DOTween [11], ske
MpU3HAaYEHE /Ui CTBOPEHHS IMHAMIYHUX aHIMalid 3 koay, Ta PlayableGraph

Visualizer [9] ny1s Bi3yaunizaiiii 3MilllyBaHHS JUHAMIYHO JIOJaHUX aHIMAIIi.
2.3 BucHoBok
1. JlocmimkeHo OCHOBHI KOMIIOHEHTH Ta TEXHOJIOTI, 3 SIKUX CKJIaJIa€ThCs Tpa.

2. JocnimkeHo cyyacHi irpoBi py1lii, Ta iX GyHKI1OHA.

3. OOpano cTek, Ha aKoMy OyJie peani3oBaHO KBaji(ikaiiiHy poooTy.
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3 PO3POBKA I'PU 3 BUKOPUCTAHHSAM PYHIIA UNITY

3.1 Onuc npeameTHoi 00J1acTi Ta MeTa podoTH

[Ipenmerna o6nacte, wi€i kBamidikamiiiHOT poOOTH, BKIOYaE B cebe
PO3pOOKY IrPOBHX MEXaHIK Ta MOJAJIBIIOTO X BUKOPUCTAHHS, JJISl TOOYOBH I'PU HA
6a31 Unity. J[ana nmpeameTrHa o06yacTh B €001 MOEAHYE BUKOPUCTAHHS HABUYOK
nporpaMyBaHHs, pO3pPOOKM 3 ypaxyBaHHSIM OCOOJHMBOCTEH pyIlis, Ta poOoTi 3
rpadikoro.

JlurioMHa poOoTa 30cepeKyETHCS Ha po3poOIll TpH, a caMe Ha peatizallii Ta
3aCTOCYBaHHI MEXaHiK, 1[0 MpUTaMaHHI Ui JKaHPYy cmejc, 1€ OcoOJrBa yBara
OPUAUIAETBCS peantizallii MexaHIK MPUXOBAHOTO TMEPECyBaHHS, B3aeEMOMIl 3
OTOYEHHSIM, BUSBIICHHS TpaBLs IITYYHUM IHTENEKTOM, peakuiii NPC, a Takox
HaJaHHS TPaBII0 CBOOOAM A1 y Mexax piBHSA. B cBOw uepry oOpaHuil pymiiid,
Unity, 3a6e3neuye mupoKkuit GyHKIIOHAT JUIsl CTBOPEHHS P13HUX MPOEKTIB. Jlo Toro
K Ma€ HU3BKHWA TMOPIT BXOUKEHHS, SKICHY rpadiky, pi3HI ONTHMi3alli, Ta
MO>KJIMBICTh CTBOPIOBATH 1TpH 1] pi3H1 IATHOPMH.

Takox, miJ yac BUKOHaHHS poOOTH, OyIyTh PO3IIISAHYTI LLISXU PO3POOKH,
BKJIFOYHO 3 apXITEKTYPHUMH Ta (PYHKI[IOHATbHUMH PIIICHHSMHU.

OcHOBHOIO METOIO ITi€T KBaMidiKaIiitHOT poOOTH — 1€ TOKPAIICHHS! HABHYOK
nporpaMyBaHHsI Ta 3HaHb Yy Taly3l po3poOKu 1rop, a 3apa3oM CTBOPEHHS

KOMIT FOT€pHOT TpH 3 BUKopuctanusam Unity.

3.2 BuzHauyeHHs CHCTEM s peasi3auii

3.2.1 IlepecyBaHHs rpaBus
['pa Mae HajaBaTU MOXJIMBICTh PYXaTUCH IO ITPOBOMY MPOCTOPY, 3UUTYIOUH
BBEJICHHS 3 IPUCTPOIO0 KOPUCTyBaya.

B cBoto uepry cucrema Mae nependadyBaTH Takl XapaKTEPUCTUKU:
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e 3ale3neyeHHs BCeOIYHOrO pyxy (KOMOIHAIis pyXy MO CTOpOHAaxX Ta
CTpPHUOOK).

e Bapiarist mBUAKOCTI NTepecyBaHHs: OIT, COBIILHEHH N, HOPMaJIbHHIA.

e MOoXIMBICT, IMAHATHCA HA OO0’€KTH, IO JO3BOJIMTH JICTABATHCH

BHCOKHUX MiCIIb, Ha sIKI 3BHUaHOTO CTpHOKa MOXKE HE BUCTAYATH.

CTBOpeHHA 11l€1 MEXaHIKH, JacTh 3MOTY TPaBIIO MEPECYBATUCH MO PIBHIO,

JOCITIKYBaTH JIOKAI[i10, Ta BUPIIITYBATH MTOTOYHI MICIi TpH.

3.2.2 B3aemopais rpaBud 3 00’€KTaMHu
B3aemonis 3 irpoBUM MPOCTOPOM, HE TUIBKH 3MOKY OKUBHUTH I'Py Ta 3pOOUTH
il OLIIBII peaTiCTUYHOLO.
Cepen MOXIJIMBUX Bapialiid, cucTeMa MOXE MIATPUMYBATH  Taki
GbyHKI10HATBHI MOXKIIUBOCTI:
o [linGip 1 BUKOPUCTAHHS MPEIMETIB (PECYpPCH, UM Pi3HI 00’ €KTH).
e AKTHBallA MEXaHI3MiB a00 TpUTepiB (KHOMNKHU, ABEP1 YA MEXAHI3MH).
Peasizariis i€l MexaHiK{ JT03BOJISIE TPABIIO OLIBIN TITHOOKO 3aHYPHUTHUCS Y

CBIT I'pU Ta BIUIMBATHU Ha ii CTaH, 33JJal0YM YMOBH BUPIILIECHHS PIBHIO.

3.2.3 IIporpaBanHs aHiMalil

B rpi HeoOX11HO BIJCTIIKOBYBATH MOTOYHUN CTaH 00’ €KTIB Ta MEPCOHAXKIB,
100 porpasaTH ix aHiMarii. Tosi nepcoHaxi OyIyTh BUTIISIATH OUTBII )KUBUMH.

Takox Tpeba 3a0e3nmeuynTH [AWHAMIYHE TPOTpaBaHHS aHiMalld, s

Bi3yasizailii B3a€MOJ11 3 pI3HUMHU MPEIMETaMHU.

3.2.4 NPC

[I1o6 B rpi OyiO BiJ KOTO XOBATHCh, HEOOXITHO JO/IaTH MEPCOHAXKIB, SKI B
CBOIO Yepry OyayTh 3HAXOAUTHCH HA JIOKAIlil, 1 ITyKaTH TpaBlld, SKIIO Ha 1ie Oyae
HeoOX1HICTh. [0 HUX B CBOIO 4yepry Tpebda po3poOUTH aBTOMAT-CTaHIB, AKUN Oyie

OTHCYBATH iX MOBEAIHKY B TPI.
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3.2.5 Boporu

Ha ocnoBi 0azoBux NPC, Ttakox Tpeba peanizyBaTH BOPOTiIB, Kl CTaHYTh
TOJIOBHOIO MTPOOJIEMOIO TPaBIs, 1 BiJl IKOro Oyje BaXkye CXOBaTUCh. Bonu OynyTh
MaTh 3MOTY aTaKyBaTH Ta, Ha BIJIMIHY BijJ] 3BUYalHUX HEIrPOBUX TMEPCOHAXKIB,
aKTUBHO OOIIYKYBaTH JIOKAIIO Ta MIBU/IIE pearyBaTH Ha il TpaBIs.

Taka Bapiallis CHOHYKaTUME TpaBIsl 1O CTPATEriuHOTO MHUCJICHHS Ta

MIPOIYMYBaTH CTPATET1k0 MTPOXOHKEHHS, B 3aJI€KHOCTI BiJl PIBHS.

3.2.6 BigcaizkoByBaHHSI CTaHY I'PH
[{s cucrema moBuHHA Oy/i€ 3/1e0UTBIIIOTO OUIKYBaTH aKTUBAIIIM TPUTEPIB I'PH,
K1 OyyTh O3HAYaTH KYCh MO0 TPH, HAIPUKIIAL!
e [Ilporpamr — sikmio rpasus yacto noMmivainu NPC abo j0BuIM BOpOrH.
e [lay3a — konu rpaBelb BUKJIMKA€E MEHIO HATUCKAE MEBHY KJIABIIY.

e [lepemora — xonu Bci Micii piBHS OyJii BUKOHAHHI 1 TpaBellb BUMIIIOB 3

JIOKari.

3.2.7 Ilomyk rpaBusi HEIrPOBUMH MEPCOHAKAMU
106 3mycutu NPC uu Bopora mrykaTu rpasiisi, Tpeda SKOCh MOBIAOMHUTH iX
PO Moro mpucyTHICTh. Lle B CBOO "epry peamizyeTbes 3a JOMOMOTO 3BUYAHOTO
MaTpyJIFOBAHHS YW CIMCKY J1 MEpCOHaXKa MO JIOKAIlli, Y MEeBHUX YaCTUHAX JIOKAIIil
ne OyB 3apeecTpoBaHWM IIyM, SKHM OyjJe CTBOPIOBATUCH PI3HUMH IOIISMH,
HaIpPUKIA:
e [lly™m Bix rpaBis — Oir 4u CTPUOOK.
e B3saemonis 3 npeaMeTamMu — 3BYK BiJl BIIKpUBAHHS ABEPE YU TOBOPOTY
KaMepH JUTsl XaTHIX TBApHUH.

e 3acKpUNTOBaHI MOJIIi.

Takox ciif peanizyBaTH 4 MOMAAA€ TPABEIlh B TIOJIE 30pY MEPCOHAXKA, Ta YU

HEMa MEePeIIKo/l epel HUM, K1 Oy lyTh 3aBaXKaTH.
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3.2.8 Ul

CucreMa Mae BIIMOBIAHO JI0 TOTOYHOTO CTaHY T'pU Ta TPaBIls BimoOpakaTh

HEoOX1/1Hy 1H(pOpMaIliIo Yepe3 eJIeMEHTH IHTepdeiicy.

OuikyBaHu (PyHKITIOHAI:

L HCpGMHKaHHSI B Ta 3 MCHIO I1ay3H.

¢ BigoOpakeHHS TOTOYHOI KIJTLKOCT1 370pOB 4.

e BizyanpHi mijgKa3ku B3aEMOIII.

3.3 Bumoru 10 anmapaTHoro 3a0e3ne4eHHs CUCTeMU

[lin yac po3pobku Ta ampobaiiii, OyJ0 BH3HAYEHO, IO MiHIMAIbHUMHU

CUCTEMHI BUMOI'aMH, MPHU SIKUX I'pa MOKe BHJIaBaTH KoM(popTHUi fps, Ta Ha SKHUX

BiJI0yBaach nepepipka — Ie:

1.

[Tporecop - Intel Pentium 6405U 2.40GHz.

2. OnepatuBHa mam’s7h - 1 I'b Ha 2400 MI 1.
3.
4. Kinekicts BuibHOI nam’siti Ha HDD a6o SSD — 300 MB.

['padiunmii npouecop - NVIDIA MX 130 2 I'b.

3.4 Bumoru 10 nporpaMmHoro 3ade3ne4eHHs CHCTEMHU

Bumoru no mporpamHoro 3a0e3reyeHHsI € HAaCTYIHUMH, 1 CKJIQJIaliuCh Ha

OCHOBI TOi CHCTEMH Ta TOrO KIHIIEBOTO Ol/IJ1a, HA SKUX MPOBOAMIACH ampoOarris

pe3ybTaTIB:

1. Omepariitna cucrema Windows 10 x64 1 Buie.

2. Jlnsa rpadiunux nporecopiB Nvidia apaiiBepa Bepcii 555.99 1 uie.



29

3.5 Peadqizanis

3.5.1 IlepecyBanHs rpaBus
Jlnst peamizaiii kepyBaHHsl rpaBiieM B Unity 3acTOCOBYBaJIMCh HACTYMHHIA
(byHKIIIOHAT PYIIis:
1. Input System — BOymoBaHE pO3IIMPEHHS, SKE Hamae iHTepdEuc s
BU3HAYCHHS CUCTEMU 3YUTYBaHHS BBEJICHHS Ta MOAIN Y pa3i aKTHBAIIli.
2. CharacterController — KOMMOHEHT, IO BH3HA4ae iHTepdelic A
nepecyBaHHsi, 0e3 3acrocyBaHHs kommnoHeHTa Rigidbody, 1o

BiAMOBiAa€ 3a Pi3uKy 00’ €KTa.

ITep 3a Bce BapTo 3a3HaunTH, 1110 caM komrnoHeHT CharacterController, OyB
oOpaHuil uepes Te, SK came BIJOYBa€eThCs epecyBaHHsA 00’ €KTa 3 HUM, IOPIBHSHO 3
Rigidbody, a came:

1. CharacterController 3mimrye 06’ e€kT B mpocTopi, HaToMicTh Rigidbody
IIITOBXA€ B 3aJlaHOMy HampsaMKy. lle Moke BIUIMHYTH Ha 3pYy4YHICTH
KepyBaHHsA, 00 B 00OpaHoMy BapiaHTi, pyx Oyae 3aBXIu
nepeadavyBaHui, 0€3 ypaxyHKY HaKOIMYEHOI CUJIM Ha MEPCOHAXKA.

2. B CharacterController Mo>kHa 3a/1aTH XapaKTEPUCTUKY MTEPCOHAXKA, TaK1
AK: BHCOTA, IMIMPUHA, MAKCUMAJIbHUN KYyT HaXWwIy Pyxy, Ta IIUPUHY
3MIIICHHS KPOKY.

A BpaxoByrOUM IO iX KOMOIHAIlSI MOXK€ BUKJIMKATH KOH(MIIKTH B 0OpOIIi
BCEpEANHI pyIIisi, TO B KOJII Oy/Ie TAKOX peali3oBaHa CUMYJISIIIS IPUTSKIHHS.

Takox BapTO 3a3HAYMUTH, 110 MIANKCKU Ha noii Input System OyayTh 3aaaHi
B iHcmekTopi Unity, ne 3a3HavdaeThcsi 00’€KT, KOMIIOHEHT Ta METOJ 10 OyayTh

BUKIHUKATUCHh, 1 BUTTIAATUMYTh HACTYIIHUM YHMHOM, K Ha PUCYHKY 3.1.
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Runtime Only v PlayerMovement.InputMove

B Player (Player N @

Pucynox 3.1 — Ilpuxman mianmyucKu Ha MO0 BBEACHHS B iHCIIEKTOP1

Cam kitac komrnonenta PlayerMovement Mae HacCTyIHI METOAM 3UUTYBaHHS

BBEJIEHHS, K1 MOKHA ooaunTu B Jlictuar 1.

Jlictunr 1 O6pobka nodiii 66e0eHHsL:

public void InputMove (InputAction.CallbackContext
context)

{
if ( _isMoveToTarget)
return;

_isInput = context.performed;

_inputDirection = context.ReadValue<Vector2>();

public void Jump (InputAction.CallbackContext context)
{

if (IsCandump == false || context.started == false)
return;

PrepareOnJump () ;
Invoke ("UnlockCamera", Time.deltaTime):;

public void
SetSilentWalkMode (InputAction.CallbackContext context)
{

_isSilentWalk = context.performed;

public void SetSprintMode (InputAction.CallbackContext
context)

{

_1sSprint = context.performed;
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public void
InputUnlockCamera (InputAction.CallbackContext context)

{
if ( playerState.IsThrowing)

return;
_isLockedCameraDirection = context.canceled;
_cameraBufferDirection = new

CameraDirectionBuffer ( camera.forward, camera.right);

}

Bceboro meroniB 3uuTyBaHHA 5, a came UId: pyXy, CTpuUOKa, MOBUIBHOI
X021b0u, 01ry Ta OJOKYBaHHS KAMEPHU.

Cam pyx o0poOussieTbest 3a qonomororo MeroAiB Update, FixedUpdate, 1o
ycnaakoBaHl BiJl kjacy MonoBehaviour, sikuii 0a30BUM Ki1acoM, BIJI SIKOTO
HACIIAYIOTh BC1 KOMIIOHEHTH PyLIis, K1 TOTPEOYIOTh MOCTIMHOTO OHOBJIEHHS Pa3oM
3 rporo. Takox gonomixkauM € meto]; OnControllerColliderHit, o 3untye xonizito
3 IHILIMMHU KOJIalJepaMH, Ta 3 AKOro OepyThCs JaHi Mo IUIOLIUHY.

Peanizariist o0poOku pyxy mnpejacrasieHa B Jlictunr 2.

Jlictunr 2 O6pobka pyxy epasysi:

private void
OnControllerColliderHit (ControllerColliderHit hit)

{
float angle = Vector3.Angle(hit.normal, Vector3.up):;

SetSurfaceNormal (angle, hit);
ResetVerticalVelocityOnHit (angle) ;
AdjustJumpMoveSpeedOnHit (angle) ;

}

private void FixedUpdate ()

{
if ( playerState.IsPaused)

return;

ApplyGravity () ;
}

private void Update ()
{
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if ( playerState.IsClimbing | |
_playerState.IsPaused)

return;
if ( isJump || IsCanMove)
ProcessingMovement () ;

else
Move (Vector3.zero, CurrentSpeed);

ANTOpPUTM pyXYy BUTJISIIA€ TAK:
1. 3unTyBaHHS HaHUX PO HOPMAJb MOBEPXHI Ta 0OPOOKA 3IMITOBXHEHS.
2. 3acrocyBaHHS IpaBiTarlii.

3. OO6poOka pyxy.

Cam meton Update Takox Mae yMOBY, IO SIKIIIO PyX HE MOXKE BIJIOYTHUCH TO
B1JIOYBAETHCS PyX 3a BEKTOpoM Vector3.zero, ado 3k MPOCTillie KaKydH — HyJIbOBUM
BEKTOpOoM. Takui miaxiJg MOTpiOEH Ha BUIAJOK SKIIO TpaBellb Majae 1 He
B1JI0YBA€ETHCS BB1JI, 100 MEPCOHAXK MPOIOBKYBAB MaaTH, a HE 3yITUHSBCS B MOBITPI.

OG6poOka pyxy, Mae HACTYNHHUU alTOpUTM, peaii3ailisi SIKOro HaBEICHO B
Jlictunr 3:

1. Po3paxyHOK BEKTOPY PYXy, B 3aJI€KHOCTI BiJl TOBOPOTY KaMEpH Yu L.
2. Pyx 3 3a1aHOMY HaIpsAMKY.

3. IToBopoT B GiK HAMPSMKY.

Jlictunr 3 I'onognuti memoo pyxy:

private void ProcessingMovement ()

{

bool hasTarget = targetPosition.HasValue;

Vector3 moveDirection = hasTarget == false ?
CalculateMoveDirection ()

CalculateMoveDirection( targetPosition.Value -
MainTransform.position);

if (hasTarget)
MoveToTarget (moveDirection) ;
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else
Move (moveDirection, CurrentSpeed);

RotateToDirection (moveDirection) ;

[ToBHa peanizanis B 10AaTKy, NyHKT PlayerMovement.cs.

3.5.2 BckapaOkyBaHHSI HA NIPeAMeETH

Takox cepenq ymoB Oyna peamizaiis (QYHKIIIOHATY MiAHITTS Ha BHCOKI
0o0’extu. 3a ue Oyxae BianmoBigaTH KoMroHeHT Climber, sikuéi B CBOIO uepry, Mpu
BUKOHAHHI yMOB (HAsSBHOCTI MEPEIIKO/, BUIBHOTO ISl TpaBlisl MPOCTOpy), Oyne
BUKJIMKATH TOII0 JUIsl BUKJIMKY aHIMAaIliil, [0 TPU 3aBEpIICHHI OyJ/ie mepecyBaTu
IpaBIls B KIHIIEBY TOUKY.

Metoau 110 BUKOHYIOTh 1Ied (hyHKI10Ha HaBeAeH1 B JIicTuHT 4.

Jlictunr 4 Memoou nionsmmas.

private void MakeClimb ()

{
if (IsCanClimb == false)
return;

OnClimb?.Invoke () ;
IsClimbing = true;
SetPosition () ;

public void ClimbFinished ()
{

~mainTransform.position = finalPosition;
_root.localPosition = Vector3.zero;
IsClimbing = false;

OnClimbFinished?.Invoke () ;

3.5.3 B3zaemoais rpaBus 3 00’ekTaMu
3aranom B Tpi KOJIOM BU3HA4YEHO 4 BUIM B3a€MOJII TPaBIls, SIKi 300pakeHH1

Ha jJiarpami pucyHky 3.2.
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B3aemogis 3 06’ekTom
OTOYEHHSA

KnHyTu npeamert
Ha 3emnto

NigHATN HEBENUKUIA
npegmet

paBeupb

KuHyTn npeamer B
HanNpPAMKY Kamepu

Pucynox 3.2 — UML niarpama B3aeMoii TpaBiis B rpi.

3a 11 [1ii BIAMOB1Ial0Th HACTYIIHI KJIACH:
1. ObjectGrabber (miaHsATH a00 KUHYTH Ha 3€MIJIIO MIPEMET).
2. ObjectThrower (kunatu npeAMET B HAIPSIMKY KaMepH ).

3. PlayerInteraction (B3aemo/1ist 3 06’ €KTOM OTOYECHHS).

3.5.3.1 3axomieHHs mpeamera

Jlns  peamizaiii  3axXOIUIEHHS  3HAMOOWJIOCH BU3HAYUTH  JOJIAaTKOBUU
KOMITOHEHT Item, sikuii B co61 30epirae iHdopmalito Npo Mo3uliiroBaHHs 00’ €KTa B
mpocTopi. A Juist 3HaXOKeHHsT OyB cTBOopeHui kommnoHeHT ObjectFinderByMask,
KU B CBOIO YEpPry 3YUTY€ BXO/KEHHS B MPOCTIP TPUTEPHOI 30HU Ta BUKIUKAE
nojii, Ha SKi BIAOYBA€ThCS MIAMUCKA JJIS MOAANbIIOI B3aemoii. JleranmpHime B
nojaTky 3a myHkramu [tem.cs Ta ObjectFinderByMask.cs.

B camomy kopi mij yac 3aXOIJIEHHS! OTPUMY€ETHCA JIaHl PO MPEAMET, IKOMY
BCTaHOBIIIOETHCS OATbKIBCHKHM 00’ €KT, 3 MO3ULIIEI0 SKOTO BiH Oy/I€ CIIIKyBaTH. A
JUIS TOTO WIO0 BUKOHATH 3BOPOTHE, Tpeba TMOBEpPHYTHM HAIAITYBaHHSA [0

NNonepeaAHbOro CTany.
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Takoxx, mig dYac 3axOIUICHHS, BCTAHOBJIIOETHCS JaHi I 1HBEPCHOI
KIHEMAaTHUKH, a caMe MO MO3UIIIOBaHHS PYK Ha 00’ €KTI, K1 Mij Yyac mporpaBaHHs
a”imarliii Oy1yTh Haue TPUMaTH 00’ €KT.

Mertoau 1110 peali3yroTh OonrMcanuil GyHKIloHaT HaBeeHl B JIicTHHT 5.

JlictuHr 5 3axonnenns 06 ekma:

private void OnEnable ()

{
_itemFinder.OnObjectDetect += FindObject;

_itemFinder.OnObjectLost += LostObject;
}

private void OnDisable ()

{
_ltemFinder.OnObjectDetect -= FindObject;

_itemFinder.OnObjectLost -= LostObject;
}

public bool TryTakeObject ()

{
if ( foundItem == null || Item != null)

return false;

Item = foundItem.GetComponent<Item>();
Grab (Item);
DisableRigidbody (Item.Rigidbody) ;

return true;

}

public void SetNewPlace (Transform newPlace)

{
DropFromHands () ;

Item.transform.SetParent (newPlace) ;

}

public void DropObject ()

{
if (Item == null || playerState.IsOnGround ==

false)
return;

SetNewPlace (null) ;
EnableRigidbody (Item.Rigidbody) ;
Item = null;
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OnDrop?.Invoke () ;

3.5.3.2 KuaanHs npeaMeris
AJTOPUTM TaKOi B3aEMO/IIT MOJISITA€ y TAKUX KPOKaX:
1. Ilepexia B peKuUM MPUIUTIOBAHHS, SKIIO 1€ MOKJIMBO.

2. KunyTH niaHSITHI IpeIMET B HAMIPSIMKY KaMepH.

Jlns  peamizaiii HamMcaHo JiBa MeTOAa, IO MIAMHCYIOTHCS Ha MOl
InputSystem, Ta NoAUISIIOTECA HAa MIATOTOBKY 10 KHJKa, Ta caM KHAOK. IX KoJ

HaseqeHo B Jlictudr 6.

Jlictunr 6 3uumysanus 66edenHs 05l KUOKA 00 'ekma:

public void GetReadyToThrow (InputAction.CallbackContext
context)

{

if ( playerState.IsOnGround == false)
return;
if (Application.isFocused == false ||
_objectGrabber.IsHoldingObject == false)
{
Cancele () ;

}

else if (context.performed)

{
IsReadyToThrow = true;

OnPrepareToThrow?.Invoke () ;

}

else if (context.canceled)

{
Drop () ;

}

public void ThrowObject (InputAction.CallbackContext
context)

{
if (context.canceled && IsReadyToThrow)

{

Cancele () ;
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PrepareToThrow () ;
OnThrow?.Invoke () ;
IsThrowing = true;

B cBoro depry miciisi BUKJIMKY TMOAIl KWJIKa, MPOTPAEThCS aHIMallisl, B AKIN
BUKJIMKAETLCS METOJ, SIKWiA HaBeaeHo B JIicTwHT 7, 10 1 Oy1e 3aCTOCOBYBATH CHITY

1o komrnonenTta Rigidbody, nms kumka 00’ exTy.

Jlictunr 7 Kudanus 06 ’exmy, 6 HanpsamMKy Kamepu.

public void ThrowToCameraDirection ()

{

if ( _objectGrabber.Item == null)
return;
Rigidbody itemBody = objectGrabber.Item.Rigidbody;

_objectGrabber.DropObject () ;

itemBody. freezeRotation = false;

itemBody.linearVelocity = Vector3.zero;

itemBody.angularVelocity = Vector3.zero;

itemBody.AddForce ( throwDirection * throwStrength,
ForceMode.Impulse) ;

}

3.5.3.3 Bsaemonist 3 00’€KTOM O0TOYECHHSH

Cama peamnizatiii 1i€i MeXaHIKM nependayae NOBTOPHE BUKOPUCTAHHS 1 IS
NPC, Ttomy B co06i Oyme Mictuth OAWH O0a30BHMl Kiac, Bil SKOro OyayTh
yCIaJIKOBYBATUCH 1HIIII KOMIIOHEHTH JJisl po3iupeHHs ¢yHkiioHany. Te, mo Oynae
MICTUTH TOJIOBHHMH KJiac, Ta XTO Oy/e yClaJKoBYyBaTUCh Bl HOTO, 300pakeHO Ha

pUCYHKY 3.3.
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InteractActiovator

- _animateHandler: InteractAnimateHandler
- _ineractFinder. ObjectFinderByMask

- _attacheblePlace: Transfarm

- _defaultinteractionCbjectPosition: Vector3
# _interaction: InteractionObject

+ IsHavelnteract: bool

+ InteractlsFinished: bool

+ OninteractFinded: Action

+ OnApplyinteract: Action
4[:\) + OninteractFinished: Action <:]7
- AttachinteractObjectToPlace(Transform): void
- OnAnimationFinished{Action): void
- FindInteract(Transform): void
- Lostinteract(Transform): void
# OnEnable(): void
# OnDisable(): void
# Playlntearct(): void

# ApplyInteract{Action): void
+ Abortinteract(Action): void

Playerinteraction NPClInteraction

- _movement: PlayerMovement - _movement: NPFCMovement
- _grabber: ObjectGrabber

- _visibilityByEnemy: VisibilityByOther
+ IsCaninteract: bool - OnFindinteract(). void

- RotateOnReachedDestination(): void
- MoveTolnteractPosition{Vector3). void

- MoveTolnteractPosition{Vector3): void # OnEnable(): void
- RotateOnReachedDestination(): void # OnDisable(): void
+ Input(): void '

Pucynok 3.3 — Jliarpama kjaciB B3a€Mo/iii 3 00’ €KTaMUu OTOUYCHHS

Peanizarris mi€i MexaHiky MOJSATAE y HAXOKEHH1 00’ €KTIB 3 KOMIIOHEHTAMH
InteractObject, siki B cBOIO 4epry 30epiraroTh JaHl MPO MO3UIIIOBAHHS Ta CIUCOK
aHIMallii, o OyayTh IPOrPaABATHUCH.

VY Bunazaky 3 PlayerInteraction, micisi 3HaXO/KEHHS Ta BBEACHHSM, MEpe.
porpaBaMaHHsM aHIMallil repoil Oye rnepecyBaTUCh 10 TOUKH B3a€MO/I1, Ta MICIS
1bOTO0 Oyne akTUBYyBaTUCh cama is. Koxa miei oOpoOku HaBeneHo y Jlictunr 8, a
netani  peami3anii  OaTbKIBCBKOIO  KOMIIOHEHTa Yy  JOAAaTKy, B  IyHKTI
InteractActivator.cs.

A y Bumagky 3 NPC, nmorpeba y BBeJCHHI BIJCYTHS, NpOTpaBaHHS il
CIpPALIbOBY€E TMPHU 3HAXOJKEHHI aBTOMATUYHO, JAETAJIbHINIE Yy JOAATKY, B ITyHKTI

NPClnteraction.cs.

Jlictunr 8 O6pobka 63aemo0ii 3 06’ ekmamu OMoOYeHHs:

private void MoveToInteractPosition (Vector3 position)

{
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_movement .MoveTo (position,
RotateOnReachedDestination) ;

}

private void RotateOnReachedDestination ()

{

_movement.MainTransform
.DORotate ( interaction.InteractRotate, 1f)
.OnComplete (base.PlayIntearct);

public void Input ()
{

if (IsCanInteract == false)
return;

if ( _interaction.IsActive)
base.AbortInteract (null) ;

else
base.ApplyInteract (() =>

MoveToInteractPosition( interaction.InteractPosition));

}

3.5.4 IlporpaBanHs aHiMalil

Cepen OCHOBHUX CHUCTEM aHIMalliid € HACTYTIHI:
1. AHimaTOp rpaBLs.
2. Amnimatop NPC.
3. AHIMaTOp BOPOTIB.

4. Awnimarop UL

BoHu B CBOIO "epry mparioroTh 4epe3 yIpaBIiHHS MapaMeTpiB aBTOMATy
CTaHIB aHIMaIllii, 10 peai3y€eThCs KOMIIOHEHTOM Animator, IpHUKIaa Bizyai3alii

SKOTO HAaBEJCHO HAa PUCYHKY 3.4.
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Patrolling Creep Aftack

Any State
Va

Stand-up Walk

VA

Running ~ Search

Pucynok 3.4 — ABTomar craHiB aHiMaTopa BOpora.
A BpaxoBYIOUH CXOXICTh HAaIMCAaHHS KOMITOHEHTIB, Oy/ie PO3IIISIHYTO JIUIIE
NPCAnimateHandler ta InteractAnimateHandler, a Bci 11111, pa3oM 3 3a3Ha4CHUMH,

OynyTh noaani B qoaarok, B myHkrax Ul, I'pasenb, NPC/Boporu.

3.5.4.1 ba3osuii animaTop
Jlns 3MiHM Tiepexoay BiA OJHIET aHiMamii A0 1HImIOI, a Animator
BHUKJIMKAIOTHCS METOAM BCTAHOBJICHHS BKa3aHUX B HhOMY TOJIIB. Tak B KOMIIOHEHTI

NPCAnimateHandler, B meToni Update, kon sikoro HaBegeHo B JIicTuHr 9.

Jlictunr 9 Koo animamopa NPC:

private void OnEnable ()
{
_playerDetecter.OnPlayerDetect +=
SetPlayerPosition;
_playerDetecter.OnPlayerLost +=
ResetPlayerPosition;

}

private void OnDisable ()
{
_playerDetecter.OnPlayerDetect -=
SetPlayerPosition;
_playerDetecter.OnPlayerLost -=
ResetPlayerPosition;

}

private void Update ()
{

float magnitude = movement.Velocity.magnitude;
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float normalizedVelocity = Mathf.ClampOl (magnitude
/ _movement.CurrentSpeed) ;

_animator.SetFloat ("Velocity", normalizedVelocity,
0.1f, Time.deltaTime) ;

if ( playerPosition.HasValue)

_headRotator.RotateHeadTowards (_playerPosition.Value);

}

private void SetPlayerPosition (Vector3 position)

{

_playerPosition = position;

private void ResetPlayerPosition (Vector3 position)
{
_playerPosition = null;
_headRotator.LostTarget () ;

Takox, sSIK BUIHO 3 BUIIE HABEACHOTO KOJy, MiJ Yac aKTUBAIil MOii
3HAXOJ/KEHHSI TPaBlid 30epiraeThCsi WOTO MO3Hllisl, B OIK SKOi B MOJAIBIIOMY, B
metoni Update, moBepTaeThCs TOJOBAa MEPCOHA)XKa 3a JOTMOMOTOI0 KOMIIOHEHTA

HeadRotator, ko sikoro B nogatky B myHkTi NPC/Boporu, AHiMmyBaHHS.

3.5.4.2 Amnimartop B3aemojii 3 00’€KTaMU OTOYEHHS

3a AguHaAMIYHE  MpOrpaBaHHS  aHIMAId  BIANOBIZa€  KOMIIOHEHT
InteractAnimateHandler, mo ctBopeno 3 Bukopuctanusim Playable API [10], mo
JI03BOJISIE CTBOPIOBATH Tpad 3MIINTyBaHHS aHIMAIlll, SKUA B CBOIO UEPry MOXKE
BUCTYIATH SIK Ha0y0Ba HAJT 0a30BUM KOMIIOHEHTOM Animator.

Jlns iHimianizanii, koA skoi HaBeaeHo B Jlictunr 10, HE0OX1JHO CTBOPUTHU CaM
PlayableGraph, sikuii cTane BUXiIHOIO TOYKOIO BCIX aHIMaIliii, Ta MiKCepH, 3a
JIOTIOMOTOI0 SIKUX 1 OyAyTh 3MIIIyBaTUCh cTaHaMu. [liciiss 4Ooro CTBOPIOIOTHCS
TOJIOBHUM Mikcep, topLevelMixer, 0 SIKOTO OyAyTh i’ €IHAHHI aHIMATOP Ta

3MIITyBayl JJ1s1 IMHAMIYHUX aHIMAaIlii.
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Jictunr 10 [uivianizayisa InteractAnimateHandler:

private void Start()
{
_playableGraph =
PlayableGraph.Create (transform.gameObject.name) ;

AnimationPlayableOutput playableOutput =
AnimationPlayableOutput.Create( playableGraph, "Animation",
_animator);

_toplevelMixer =
AnimationMixerPlayable.Create( playableGraph, 3);

playableOutput.SetSourcePlayable ( topLevelMixer);

_animatorPlayable =
AnimatorControllerPlayable.Create( playableGraph,
_controller);

_toplevelMixer.ConnectInput (0, animatorPlayable,

0);

_playableGraph.GetRootPlayable (0) .SetInputWeight (O,
1£);

_playableGraph.Play();

GraphVisualizerClient.Show( playableGraph);

}
B pesynbrari, 3a monmomorow posmupenHs PlayableGraph Visualizer [9],

MO>KHa OyJie BIIKpUTHU BIKHO Bizyaunizalii rpada, sike 300pakeHe Ha pUCyHoK 3.5. A
y BIZKPUTOMY BiKHI OyJie 300pakeHO, SIKUi CTaH rpady, 1110 A0 HbOTO MIAKIIOYEHO,

Ta SIKUU ITOTOYHUHN IUIAX aHIMAIi H1e Ha BUXII.

o
©
©
o
o
o
(©)

e

Pucynox 3.5 — Bizyanizamis rpada aniMairiii
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SKI10 roBOpUTH MPO came 3MIIIYBaHHS aHIMalliid, TO BOHO BigOYyBa€ThCs
3MIHOIO Bard MIAKIIOYEHHS 10 MiKcepa, 1 BHUKOHYETHhCS JBOMa METOJaMHU

MakeBlend ta Blend B kommnonenTi , 1o HaBeAeH1 y Jlictunr 11.

Jlictunar 11 Memoou smiwysanms:

private IEnumerator Blend(float duration, Action<float>
blendCallback, float delay = 0f, Action callback = null)
{
if (delay > 0f)
yield return new WaitForSeconds (delay) ;

float blendTime = 0f;
while (blendTime < 1f)
{

yield return new WaitUntil (() => ! isPaused);

blendTime += Time.deltaTime / duration;
blendCallback (blendTime) ;
yield return blendTime;

}
blendCallback(1f);

callback?.Invoke () ;

private void MakeBlend (AnimationMixerPlayable mixer,
int indexFrom, int indexTo,float weightEnd, float duration,
float delay = 0, Action callback = null)

{
float weightStart = weightEnd > 0 2 0 : 1f;

StartCoroutine (Blend (duration, (blendTime) => {
float weight = Mathf.Lerp(weightStart,
weightEnd, blendTime) ;
mixer.SetInputWeight (indexFrom, weight);
mixer.SetInputWeight (indexTo, 1f - weight);
}, delay, callback));

Bapro 3a3nauntu, mo merox Blend, € kopyTuHoto, Ta 3aIyCKa€eThCS METOJIOM

MonoBehaviour.StartCoroutine. Bona Oyze mpairoBaTu apaieibHO 3 OHOBICHHSIM
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KaJIpiB pyIrns, Ta peani3yloTh dYepe3 IEnumerator, st TOBEpHEHHS dacy
OYIKyBaHHSI.

A 17 mporpaBaHHSI CIIMCKY aHIMalliil BUKOPUCTOBYETHCS 1HIIIA KOPYTHHA,
PlaySequance, mo Oyzae nmomaBatu 10 MiKcepa HOBI aHIMallli, SKy HaBEJICHO B

Jlictuur 12.

Jlictunr 12 Meton PlaySequance:

private IEnumerator PlaySequance (AnimationMixerPlayable
mixer, int inputIndexFrom, int inputIndexTo, InteractClip][]
clips, bool automaticEndOfAnimation = true, Action callback
= null)
{
_animationInProcessing = true;
float blendDuration =
CallculateBlendDuration(clips[0]);
float outDelay = clips[0].Clip.length -
blendDuration * 2;

AddClipOnMixer (clips[0], mixer);

mixer.SetInputWeight (0, 1f);

MakeBlend( topLevelMixer, inputlIndexFrom,
inputIndexTo, 0f, blendDuration);

for (int 1 = 1; i < clips.Length; i++)
{
blendDuration =
CallculateBlendDuration (clips[i])

float t = 0f;
while (t < outDelay)
{
yield return new WaitUntil (() =>
! isPaused);
t += Time.deltaTime;
yield return null;

}

AddClipOnMixer (clips[i], mixer);
MakeBlend (mixer, i - 1, i, 0f, blendDuration);

outDelay = clips[i].Clip.length - blendDuration
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if (automaticEndOfAnimation)

{
MakeBlend( topLevelMixer, 0, inputIndexTo, 1f,

blendDuration, outDelay, callback);
}

3aBsku KoMrnoHeHTy InteractAnimateHandler,

JleTanpHa peaizailisi 00rOBOPIOBAaHOTO KOMIIOHEHTA HABEJICHO Yy JTOJATOK, 32

nyHkToMm [Hime, B3aemonis, InteractAnimateHandler.cs.

3.5.5 NPC

3.5.5.1 ABToMart cTaHiB

CTBOpEHHS HEITPOBUX MEPCOHAXIB MOJISTAE y HAITMCAaHI aBTOMATy CTaHIB, 110

OyJie ONMCyBaTH iX OBEAIHKY Y Ipi.

B cBoemy BapiaHTI peanizallii 1 Maro epepaxyHOK MOXKIIMBHX CTaHIB Ta KJIac,
3 MeToAaMHu, JUIsl OTpUMaHHs Ta 30epexeHHs 1HpopMalli npo nepexoau. Bonu

HaBejaeHi y Jlictunr 13.

Jlictunr 13 Ilepepaxynox ma ¢pynxyionani memoou cmawis:

enum NPCStateType
{
Idle,
Patrol,
Search,
Attack

public void AddTransition (NPCState state, Func<bool>
condition, Action onTransition = null)

{

_transitionDictionary.Add(state, condition);
_addedTransitionStates.Add (state);

if (onTransition != null)
_transitionEvents.Add(state, onTransition);
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public bool CheckTransition (NPCState nextState)
{

if( transitionDictionary.ContainsKey (nextState))
return
_transitionDictionary[nextState].Invoke();

return false;

public void InvokeTransitionEvent (NPCState
nextState)

{

_transitionEvents[nextState]?.Invoke();

L{i MeToaM Ki1acy cTaHy, BIAMOBIIAIOTh 32 HACTYIIHE:
1. JonaBaHHS EpeXOaiB — BUKOPUCTOBYETHCS SIK METOJ IS 1HILam3anli, 3
3a3HAYEHHSM YMOBH 32 KOJOEKY, AKUM 30€piraeTbcs B CIIOBHUKY.
2. TlepeBipka — Mae METO/I 1110 TOBEpTA€ bool 3HaUEHHS1, Y1 BUKOHAHHI YMOBU
EPEXOTy.
3. IlepexiroueHHsI — METO/JT IO BUKJIMKAE 30€pEKEHUI KOJIOEK 3a MepeaHuM

CTaHOM.

Sk BUIIHO 11€# Ki1ac He 30epirae B co01 YITKUX JIAHUX MPO T€, IKUH MOTOYHHIMA
CTaH, aje 1e 1 He nmoTpeldyeThes. BiH Oyae BUKOPUCTOBYBATHCH SIK CHOMIXKHHM
00’€eKT, AJig 30epiraHHs JaHUX MPO MEPEXO/IH.

Bces iHma jorika JIEKWTh B)KE Ha aBTOMATl CTaHIB, JIJIs NPUKIAmy Oyje
ornsaatuch komnoHeHT NPCStateMachine, sikuil Oyzae nepeBipsTH yMOBH 1 MpHU
CIIpaIlbOBYBAaHHI TMEPEKII0YaTH HEOOXIHI KOMIOHEHTH, KOJ IHIIlaji3aiii SKoro

HaBejieHo y JlictuHr 14, a cxeMa nepexo/iiB Ha PUCYHKY 3.6.
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Pucynok 3.6 — Cxema aBTromary ctaniB NPC

Jlictunr 14 Iuiyianizayis asmomamy cmanis:

private void Awake ()

{
InitializeStatesArray();
InitializeStates ()

_currentState =
_enemyStates|[ (int) NPCStateType.Idle];
}

private void InitializeStatesArray ()

{
_enemyStates = new NPCState[COUNT STATES];

for (int 1 = 0; i < COUNT_STATES; i++)
_enemyStates[i] = new NPCState();
}

private void InitializeStates/()
{
AddTransition (NPCStateType.Idle,
NPCStateType.Search, () => 1isDetectedNoise, IdleToSearch);
AddTransition (NPCStateType.Idle,
NPCStateType.Patrol, () => needInteraction, ToPatroll);
AddTransition (NPCStateType.Search,
NPCStateType.Idle, () => 1isSearchingEnd &&
! needInteraction, SearhToIdle);
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AddTransition (NPCStateType.Search,
NPCStateType.Patrol, () => 1isSearchingEnd &&
_needInteraction, ToPatroll);

AddTransition (NPCStateType.Patrol,
NPCStateType.Search, () => isDetectedNoise,
PatrolToSearch) ;

}

private void AddTransition (NPCStateType from,
NPCStateType to, Func<bool> condition, Action onTransition)

{
NPCState currentState = enemyStates][ (int) from];

NPCState nextState = enemyStates|[ (int)to];

currentState.AddTransition (nextState, condition,
onTransition);

}

Komnu ciieHa TibKH 3aImyCKaeThCcsl — BUKIIMKAEThCST MeTOJ Awake, came BiH,
SK BUIHO 3 BUIIE HABEJIEHOTO KOAY, 1 BIAMOBIAA€ 3a CTBOPEHHS CTaHIB. BpaxoByroun
10 IEPEePaxyHOK MOXKHA 1HTEPIIPETYBATH K I[iJI€ YUCIIO, S HOTO BUKOPUCTOBYBAB
JUIS 1HAeKcallli CTaHiB y MacuBi. 3aBJISIKU YOMY KOJI CTaB 1HTYITHUBHO 3pPO3yMiINM, 3
SKOT'O CTaHy B AKWH Tije aajii o0pooOKa.

Takox B JlictuHr 14 € mianucka Ha TMOMAIl PI3HMX KOMIIOHEHTIB, caMe€ B
NepeIaHnX METOAaX, 3MIHIOIOTHCS MO 10 MEPEBIPAIOTHCA Y JAIMOAa PYHKIIIAX,
K1 1 € IEPEBIPOYHUMHU JJIs1 IEPEXOAY MPH JT0JaBaHHI CTAHIB.

[lepeBipka cTany Ta ymMoB mepexoay BigOyBaeTbcs B metoai Update, 1o
HaBegeHo y Jlictunr 15. B Hbomy Bukiaukaetbcs meron SwitchState, skuit 1
nepeBipsie YMOBH Ta BHUKJIMKA€ KOJOEK, JJIs MEepEMUKAHHS KOMIIOHEHTIB HOBOTO

CTaHy.

Jlictunr 15 Ilepesipxa nepexody y nacmynHuti cmam:

private void Update ()
{
if ( isFindPlayer)
return;
SwitchState () ;
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private void SwitchState()
{
for (int 1 = 0; i < COUNT_STATES; i++)
{
NPCState enemyState = enemyStates[i];

if ( currentState.CheckTransition (enemyState))

{

_currentState.InvokeTransitionEvent (enemyState) ;
_currentState = enemyState;
break;

Takox B meroai Update € ogua ymoBa, 1o Oyae 3ynUHATH MEpexia y pasi
CIpAIfOBaHHS, YW 3HaiiJIeHO TpaBlis. Bona Oyna momana 3 BHYTPINIHBO ITPOBHX
JIOMOBJICHOCTEH, 10 y pa3l 3HaXOoKeHHs rpaBls HelTpanbHuM NPC, BinOynerbces
BIJIMOTKA 4Yacy, Ta IEPEeMUKATUCh MK CTaHaMU He Tpeoa.

[ToBHa KO/ KJ1aCiB, 3raJlaHUX Yy [[bOMY ITyHKTI1, HABEJACHO Y JOIATOK, B YaCTHHI

NPC/Boporu, IloBeinka.
3.5.5.2 IloBeaiHKOBI KOMIIOHEHTH

Pyx

3aBasku ¢yukmioHany Unity, peanmizaiisi pyxy MO IUIOIIMHI HE € TaKOKO
CKIIAJIHOI0 3ajaueto. Moro Hamae maker UnityEngine.Al, sikuii B CBOI0O 4epry
MICTUTh KOMIIOHEHTHM JJii CTBOPEHHS HAaBIraliiHOI CITKM Ta AareHTiB
(NavMeshSurface Tta NavAgent), 1mo 3MO0XyThb NEpeCyBaTUCh MO BH3HAYEHIN

00JacTi, MPUKIIaJl HABEJIEHO HA PUCYHKY 3.7.
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Pucynox 3.7 — Ilpuxian HaBiramiiHoi CITKM (300pakeHO OJIAKUTHUM KOJIBOPOM).

B Mmoemy BapianTi, komnoreHT NPCMovement, Mae HacTyImHHM (YHKITIOHAT,
KOJI sIKOro HaseneHo B Jlictuur 16:
1. BcTraHOBNEHHS IMyHKTY PU3HAYEHHS.
2. 3pobuTtu pUBOK.

3. 3MiHa Tumny pyxy (HopMaabHU#, OIr, TUXHIA).

Jlictunr 16 bazosuii hynrkyionan komnonenma NPCMovement:

public float CurrentSpeed =>
IsSprinting ? sprintSpeed
IsCreepWalking ? creepWalkSpeed
_moveSpeed;

private void Update ()
{
if (IsReachedDestination)
return;

Vector3 direction = navAgent.steeringTarget -
CurrentPosition;

if (CanMove == true && 1isDashing == false)
MoveToTarget ( lastTargetPosition,
CurrentSpeed) ;
RotateToDirection (direction);

IsReachedDestination = IsPathComplet () ;
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private void MoveToTarget (Vector3 target, float speed)
{

_navAgent.speed = speed;
_navAgent.SetDestination (target);

private IEnumerator DashCoroutine (Vector3
targetPosition)

{
_isDashing = true;
MoveToTarget (targetPosition, dashSpeed);

yield return new WaitForSeconds ( dashCooldown) ;
_isDashing = false;

public void SetMovementMode (NPCMovementMode
movementMode)

{

IsCreepWalking = movementMode ==
NPCMovementMode.CreepWalk;

IsSprinting = movementMode ==
NPCMovementMode. Sprint;

}

[Ipamroe nie Bce HACTYITHUM YMHOM:

e Konu BCTaHOBIIOETHCA NYHKT Npu3HadeHHs, B metonl Update, B
KOMMOHEHTI NavAgent BCTaHOBJIOETHCS ITIOTOYHA IIBUAKICTh Ta
NO3uLlis, KyJIu TpeOa pyXaTuch.

e Meroa puBKa 3yNHMHSE 3BUYAWHHUIA pPyX, Ta BCTAHOBJIIOE CBOI JIaHI,
CKUJar04M OJIOKyBaHHS 4yepe3 NEeBHUH yac.

e 3MiHa TUIlY PyXy BU3HAUAETHCS Yepe3 NMEePEePaxyHOK Ta 3aCTOCOBYETHCS

4yepes3 BJIACTUBICTD.

IToBHa peanizartiist 1o1aH0 B 1oaatok, myHKT NPC/Boporu, [Topeainka.

[MaTpy0BaHHS Ta NOLIYK B 00/1aCTSX.

B uutomy, 3amada momIyky Mo MiCII€BOCTI, 3BOJUTHCS 10 TEpEeMIlICHHS

MEPCOHAXKa 10 TOYKAX, 1110 1 pealizye komnoHeHT Patroller, a momryk mo o01acTi Bxke
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pearye Ha IeBHUM TPUTEP, 1 IPHU MOYATKY MOIIYKY OTPUMYE CIIUCOK TOYOK, 5Kl TpeOa
npoiitu. ToMmy BpaxoByrouu 1€, KoMIoHeHT SearcherInSpace, craakyeTbcs Bill

Patroller, kox sixoro HaBeaeHo y Jlictuar 17, 11t po3mmpeHas: GyHKITIOHATY.

Jlictunr 17 Komnonenm nampynio8anus:

private void Update ()
{

if ( isSearching == false || 1isSwitchingPoint)
return;

MoveToNextPoint () ;

private Vector3 GetNextPosition ()
{
Vector3 nextPosition =
_patrolWaypoints[ currentIndex].position;
_currentIndex = (_currentlIndex + 1) %
_patrolWaypoints.Length;

return nextPosition;

protected virtual void SwitchToNextTarget ()
{

Vector3 nextPoint GetNextPosition () ;
_isSwitchingPoint = false;

if ( _isSearching)

_enemyMovement.SetTarget (nextPoint) ;

private void MoveToNextPoint ()

{

Vector3 position = enemyMovement.transform.position;
if (_enemyMovement.IsReachedDestination == false)
return;

OnReachingWaypoint?.Invoke () ;
_isSwitchingPoint = true;
Invoke ("SwitchToNextTarget", switchDelay);



53

B cBoo depry Touku, SKi Ma€ TPOUTH TMEPCOHAX, BCTAHOBIIOIOTHCS 3
iHcnektopa Unity.
A ot Bxe koMmmoHeHT SearcherInSpace cam BcTaHOBIIOE€ HEOOXiTHI TOYKHU
MIOIIYKY, 1 BITOYBA€ETHCSA 11€ HACTYITHUM YHHOM:
1. CroparmboBye IeTeKTOp IIyMy, Ta Iepeaac uepes Mo 110 MO3UIlII0 Kyau Tpeda
PYyXaTHCh.
2. ABtromat craHiB NPC mepexirouaeTbCsi Ha TOTPIOHMN CTaH Ta BMHKAE
00poOky y SearcherInSpace.
3. KoMnoHeHT 1mykae 001acTh, cepell MOXKIMBUX 30€peKEeHUX, COPTYIOUH 110
JUCTAHIT IO TOUYKH IIyMY.
4. Ilicns 3aBepuIeHHS OOIIYKY KOMIIOHEHT 3yNHUHSE 00OpOOKY Ta MOBIIOMIISIE

IIpO IC 4Cpce3 HOI[iIO.

Kon naBenenoro anroputmy o06po6ku SearcherInSpace naBeneno y Jlictunr
18, a moBHMIT ko1 1IbOTO Ta Patroller KOMIIOHEHTIB 10AaHO /10 JOAATKY, B MMyHKTax

NPC/Boporu, [ToBeninka.

Jlictunr 18 O6pobkra noutyky no obaacmi:

private void AddSearchPosition (Vector3 position)

{

if ( isSearching)
return;
_noisePosition = position;

private SearchingSpace FindSearchingSpace (Vector3
noisePosition)
{
SearchingSpace closestSpace = searchingSpaces
.OrderBy (space => space.GetPoints /()
.Min (point =>
Vector3.Distance (point.position, noisePosition)))
.FirstOrDefault () ;

return closestSpace;
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private void SortPointsByDistance (Transform[] points)
{

Array.Sort (points, (a, b) =>

{

float distA
_noisePosition);

float distB
_noisePosition);

Vector3.Distance(a.position,

Vector3.Distance (b.position,

return distA.CompareTo (distB);
1) ;

public override void StartSearch ()

{

SearchingSpace searchingSpace =
FindSearchingSpace ( _noisePosition);

_patrolWaypoints = searchingSpace.GetPoints () ;
SortPointsByDistance ( patrolWaypoints);

_currentPointIndex = 0;

base.StartSearch () ;

3.5.6 Boporu

J171s1 BOpOTiB A0Ja€ThCS 111€ OJIMH CTaH aTaku. Cxema 300paxeHa Ha PUCYHKY
3.8.

OHoBJIEHUIT aBTOMAT CTaHIB, Ma€ JOJATKOBUI KOMIOHEHT — EnemyAttack.
Bin BiCI1IKOBYIO TOTOYHY TO3UIIIIO TPaBIlS Ta IIyM, SIKUM CIIPOBOKOBaHUN HOTO

JSIMH, T PYXAETHCS 0 HBOTO.
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['paBug 3HaMIEHO
byB mym

3aBeplIeHO ['paBelp BTIK

[TarpyntoBaHHs Araka

['paBus 3HANAEHO

Pucynok 3.8 — Cxema asmomamy cmanie 6opoza

OHoBIIeHY 1HIIIAMI3AIlI0 CTaHIB, JJis1 KoMmIloHeHTa EnemyStateMachine,

HaBeqieHo y Jlictunr 19.

Jlictunr 19 Iuiyianizayis cmanie eopoea:

private void InitializeStates()

{

AddTransition (NPCStateType.Idle, NPCStateType.Search, () =>
_isDetectedNoise, IdleToSearch);

AddTransition (NPCStateType.Search, NPCStateType.Patrol, () =>
_isSearchingEnd && ! isPlayerDetected, SearhToPatrol);

AddTransition (NPCStateType.Search, NPCStateType.Attack, () =>
! isSearchingEnd && _isPlayerDetected, SearchToAttack);

AddTransition (NPCStateType.Patrol, NPCStateType.Attack, () =>
_1isPlayerDetected, PatrolToAttack);

AddTransition (NPCStateType.Patrol, NPCStateType.Search, () =>
_isDetectedNoise, PatrolToSearch);

AddTransition (NPCStateType.Attack, NPCStateType.Search, () =>

! isPlayerDetected, AttackToSearch);
}

Cam xomnoneHT EnemyAttack oTpumye mno3uilito rpaBus 3aBASKA
komnonentaM PlayerDetector Ta NoiseDetector, siki OyayThb pO3IJISIHYTI B

HACTYMHUX MyHKTax. Takox Mae mojii, 10 CHOBIAIOTH 1HIII KOMIIOHEHTH MPO
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MOJIii aTaKW YW BTPATH TPABIA, IO JA€ 3MOTY MEPEKIFOYUTHCH JI0 HACTYITHOTO
CTaHy.
bimem nmeranmpHa peamizamis gogaHa B jgogatok, myHKT NPC/Boporw,

[ToBemiuka.

3.5.7 BincaiankoByBaHHsI CTaHy I'PH
B 1mpoMy mpoekTi 3a BIACAIIKOBYBAaHHS CTaHy TPHU CIIIKYIOTh HACTYIIHI
KOMITOHEHTH:
e FoodCollector — HapaxoBye 6au 10CBiAY, 32 3HAWICHY 15Ky 110 JIOKAIii.
e GameOverTrigger — Tpurep, 10 BIACHIIKOBY€ 3aBEPILIEHHS T'PU, YU TO
IpaBIEM CaMOCTIMHO YM TO Yepe3 Mporpai.
e EndGameHandler — o6po6HMK 3aBepIieHHS TPH.

e PauseHandler — 06poOnuKk nay3u.

3.5.7.1 3apaxyBaHHs 3HAWAEHOI LKi

Kommnonent FoodCollector peanizyeTbcsi uepe3 3UUTyBaHHS 00’ €KTIB, IO
noTpanuiu B nieBHe nosie Aii komnoHeHTa ObjectFinderByMask, sxuit 3Haxonuthb
yC1 IIpeMeTH, 110 OyJIU MO3HAYEH1 MACKOI0 1XKI.

[lin yac copanbOBYBaHHS MOJIi 3HAXO/PKEHHS, OTPUMYIOTHCS JaHi PO
YMOBHY BapTICTb 00’€KTa, Ta HApaXOBYETbCS 10 JIYWIbHUKA, KOJ HABEACHO Y

Jlictunr 20.

Jlictunr 20 Memoo napaxysanus 00csidy 3a 3HAUOEHY idHCy:

private void DetectFood (Transform food)

{
Item foodInfo = food.GetComponent<Item> ()

if ( collector.Contains (foodInfo))
return;

_counter += foodInfo.ExpPoint;

_collector.Add (foodInfo);
OnCounterChange?.Invoke (_counter);
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3.5.7.2 Kineub rpu
Komnonent EndGameHandler 3anexuts Big GameOverTrigger, 1 mo cyTi
€IMHUM XTO CHOBIIIA€ TPO 3aBEPIICHHS T'PH, MICIS YOr0 MPOrpaeThCsl aHiMarlii
BUTPAITY YH MPOTpAIy.
CaM Tpurep BiJICTIIKOBYE HACTYIIHE:
e Uy He 3aKiHYWIOCH JKUTTS B TPaBIIAL.
e Yy He HAMaraeTbCs rpaBellb MOKUHYTH JIOKAIIIIO.

e Uy He BUIIIIOB BUIAKOBO IPaBellb 32 MOXKJIUBY HOMY TEPUTOPIIO.

A BpaxoByrouu MOOYJOBY TOJOBHOrO piBHA, Oyab sika copoba Oyne
BUMAaraTuMe Bij TpaBLIs IEpesia3uTH NapKaH Y¥ 3HAXOIUTH SIK IEPECTPUOHYTH HOTO,
el TpUrep cupauroe B OyAb-IKOMY 3 BUIA/IKIB.

AJe 3anuiiaeTbCcs JUIIe NUTaHHS 3 nporpamoM rpasud. [{o6 Buxkonatu
YyMOBHU TMporpamty, Tpeba mo0 TpaBelb 3alUIIUBCA 0€3 370pOB’s, a BOHO
BIJIHIMA€ETHCS Y HACTYITHUX BUMAJKaX:

1. Tlomactucs Ha 04l HEUTPATLHOMY MEPCOHAKY .
2. Jlatu cxonuTu cedbe BOPOKOMY IIEPCOHAKY.

Takox, 11100 rpaBelb HE BTpayaB MIBUAKO OJUHMUIN 3J0POB’S, MICIs KOXKHOI
HeBJlayi BIOYBAEThCs «BIAMOTKA yacy». B rpi e peanizoBano B TimeRewinder,
110 3HAXOJIUTh yC1 00’ €KTH Ha sIKMX OyB nmomaHuii komrnoHeHT RecordingObject. A
3amnuc BiI0yBaeThes yepe3 00’ ekT Recorder, sikuii B cBOro 4epry 30epirae B co0i BCi
OCTaHHI MO3MlIii, Kl OyJIM B MPOMIXKY BU3HAYEHOTO 4Yacy, peai3allis HaBeJcHa B

Jlictunr 21.

Jlictunr 21 Memoou 3anucy ma 8uoanents OCMarHix NO3UYitL:

private void RecordPositions ()

{

List<RecordingInfo> recordingPosition = new
List<RecordingInfo>();
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foreach (var obj in recordingObjects)
recordingPosition.Add (new RecordingInfo (obj,
obj.RecordPosition()));

_recordingInfos.Enqueue (recordingPosition) ;

private void RemovelLastPositions ()
{
if ( recordingTime >= recordingDuration)
{
_recordingInfos.Dequeue () ;
_recordingTime -= Time.deltaTime;

Skoick ynikanpHOi peamizauii B EndGameHandler wnema, BiH snume

BUKJIMKAaTUME MIEBHY aHIMALlIIO Ta BIANPABIILAE FPABLS A0 TOJOBHOTO €KpaHy I'PH.

3.5.7.3 Ilay3a

s cuctemu may3u CKIAIA€ThCA 3 OJHOTO KOMIIOHEHTY Ta 1HTepdeicy:
PauseHandler ta IPause, sxuii MmicTuTh B c001 ABa MeToaH: Pause Ta Resume.

Kosxen xommnoHeHT, 1o peanizye [Pause, cam Bu3Havae sk BiH OyJie CTaBUTH

cebe Ha May3y Ta MOBEPTATUCH 10 0OpOOKHU. AJle caM MepexiJi 10 3yMMHKU TPU MOXKE

B1JI0yBaTUCH MO PI3HUX NMPUUYMHAX, & CaME:
1. I'paBens caM HaTUCHYB Ha KHOIIKY Iay3H.

2. Jlns mporpaBaHHS aHIMAIIIi TOPA3KH.

3.5.8 Tlomyk rpaBusi HeirpOBUMM MEPCOHAKAMHU
J10 KOMITOHEHTIB 110 BXOJSATh M0 I1i€i KaTeropii BIAHOCATHCS JIBa HACTYIIHI:
PlayerDetecter (BizyanpHuit momryk) ta NoiseDetecter (mmomyk nymis).

Sxmo po3bupatu Te sik mpaittoe PlayerDetecter, To mossrae BiH y nepeBipIi

BIPHOCTI JIBOX YMOB:
1. Yu BXOAUTH IpaBeLb B MOJIE 30Dy .

2. Yu Hema INEPCIIKOI, 3a AIKMMH 3HAXOAUTHCS I'PaBClib.
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Takum urHOM, JJIs IEPEBIPKH MOTPIOHO JIBa METOJIH, 110 HaBeeH1 B JIicTUHT

22.

Jlictunr 22 Memoou nowtyxy:

public bool SearchByRays (Transform target)
{

Vector3 rayPosition =
_searchSettings.rayPosition.position;

Vector3 direction = (target.position -
rayPosition) .normalized;
float maxDistance = searchSettings.rayDistance;

float halfAngle =
_searchSettings.searchForwardRaysAngle / 2f;

float angleStep =
_searchSettings.searchForwardRaysAngle /

(_searchSettings.rayCount - 1);
for (int 1 = 0; 1 < searchSettings.rayCount; i++)
{
float angle = -halfAngle + i * angleStep;

Vector3 rayDirection = Quaternion.Euler (0,
angle, 0) * direction;

float targetDistance =
GetDistanceToObjectFromRay (rayPosition, rayDirection,
maxDistance, searchSettings.targetMask);

float obstacleDistance =
GetDistanceToObjectFromRay (rayPosition, rayDirection,
maxDistance, searchSettings.obstacleMask);

if (targetDistance < obstacleDistance)
return true;

}

return false;

public bool SearchByDotProduct (Transform transform,
Transform target)

{

Vector3 forwardByRays = searchSettings.rayPosition
? searchSettings.rayPosition.forward : transform.forward;

Vector3 toTarget
transform.position;

float dotPruduct = Vector3.Dot (forwardByRays,
toTarget.normalized);

target.position -
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float verticalAngle =
Vector3.Angle (toTarget.normalized, forwardByRays) ;

return dotPruduct >= searchSettings.dotThreshold
&& verticalAngle <= searchSettings.searchVerticalAngle;

}

Peanizaris nmomryky 3a mosieM 30py, merton SearchByDotProduct, momnsirae y
PO3paxyHKy CKaJIIpHOTO 1I00YTKY BEKTOPIB: HAMPSAM JI0 LTI Ta BIEPE EPCOHAXKA;
sike OyJie MoBepTaTH 3HauUeHHs Bij -1 10 1. | K110 mOpir bOTo 3HAYE€HHS MPOIEHO,
TO IpaBlisl Oy/1€ BUTHO.

A 0T B BUNAJIKY 3 MEPEBIPKOIO HA MEPEIIKOAN 3aCTOCOBYETHCS TPACyBaHHS
00’€eKTIB. AJle, BpaXOBYIOUH 110 OJHUM IPOMIHb HE 3aT€H 3aXOMUTH BCIO IIUPUHY
MOIIIYKY, 3aCTOCOBYETHCS JIEK1JIbKA HAMPSMKIB B OIK I11J11, IK 300pa’K€HO Ha PUCYHKY

3.9, nyist Toro mo0 rpaBIs 3HAXOIUIIN, HABICTh SIKIIO WOTO TUIBKK YaCTKOBO BUIHO.

Pucynox 3.9 — JlemoncTpariisi poOOTH METO/IB MOIIYKIB (CHHE — TIOJIE 30DY,

YepBOHE — TPACYBaHHA).
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B pCBYJIBTaTi, TICIIs SHAXO/PKCHHS, 3aJIMIIAE€ThCA JHUIIC IEpcaaTh 4YCpe3

MOJ110 MO3UIIII0, JIe OyB IMMOMIUYCHHI rpaBellb.

359 Ul

Ocnogna 3amava Ul momsirae B BimoOpakeHH1 TOTPiOHOT iH(GOpMAITIii rpaBITio.
Y Bumanky 3 Unity MoXHa BCi MOTpIOHI Mepexoau 3pOoOUTH 3a JOTOMOTOIO
aHIMaIlii, skl OyayTh KepyBaTHCh 4epe3 KOMIIOHEHT Animator, Ta BKa3yBaHHSIM
MOTPIOHUX MapaMeTPiB YU TPUTEPIB. AJIe € TAKOXK 1 Ti €JICMEHTH, SKUMU MOYKHA, YU

NOTPiOHO, KEPYBATH 3 KOAY.

3.5.9.1 BigoOpakeHHs JIYMIbHUKA J0CBIAY Ta KiJIBKOCTi 310p0OB’s

SIk1110 MOPIBHIOBATH JIOTIKY BiJOOpakKeHHs OJIMHUIIb 3/I0POB’S Ta JOCBiAY, Ta
BHYTPIIIHBO-ITPOBY JIOTIKY 3MIHM 000X 3HayeHb, OyJO BHUPIMIEHO IO IS
JYWIbHUKA HAOpaHUX OYOK TpeOa peanizyBaTu AMHAMIYHE HApaxXyBaHHS.

CrtBopenuii komroHeHT HealthBar B peanizamii He MICTUTH OCOOJIMBHUX
MIJXO0/IB, 1 JIUIIE 3MIHIOE MOTOYHE 3HA4YeHHA ciaiiaepa, 3 UnityEngine. Ul Slider.
Tomy #oro ko Oyie HaBeACHUH JUIIE Y T0JAaTOK, B IMyHKTI I paBers, 310poB’e.

A ot it ExperienceCounter BukopucTtoBye 3rajganuii patiie FoodCollector,
KOTpUIl Tmicis 3apaxyBaHHs JocBigy Bukiumkae mnofgito OnCounterChange,
NepeIaryy aKTyallbHy KUTbKICTh HAaOpaHUW OYOK.

Jiist Toro o0 3poOUTH 3MIHY YKCTIA MJTABHUM, 3aCTOCOBY€ETHCS 1HTEPIOJISALIS
3HAYEHHs 3 BU3HAYEHOIO 3aTPUMKOIO Y KOPYTHHI, fika HaBeneHa y Jlictunry 23, 1o

3aIyCKAETHCS MICIISI CIIPALIOBAHHS MO/11 3MIHH JIIYMIHHUKA.

Jlictuar 23 Memoo oHOBIeHHA NIYUTbHUKA:

private IEnumerator UpdateCounter (int newExp)

{
float elapsed = 0.0f;

int startExp = Convert.ToInt32( output.text);

while (elapsed < speedTransition)

{

float duration = elapsed / speedTransition;
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elapsed += Time.deltaTime;

_output.SetText (Convert.ToInt32 (Mathf.Lerp (startExp,
newkExp, duration)) .ToString()):
yield return null;

_output.SetText (newExp.ToString())

3.5.9.2 BisyajbHi niackasku

[Tix Bi3yanpHMMH TiJKa3KaMH, S Mal0 Ha yBa3i BimOOpa)X€HHS TOTO, IO 3
00’€KTOM MOKHa B3a€MOJIATH. | 11e, B MOEMY IMPOEKTI, peali30BaHO Yepe3 MOSBY
JITEpH KJIABIIIN, HA Ky 3a3HaYeHa Jisl.

Jlist cripomieHHss MoAuQIKyBaHHS MapaMeTpiB Bi3yaii3alli, a caMme Te SK
MIBUJIKO 3’ ABJISIETHCS MiJKa3Ka Ta Ha Ky BUCOTY MiIMMA€EThCS TEKCT, BCS JIOTIKA
nosiBU OyJia pealii3oBaHo 3 KOy 3a JOoImoMororo posiuperas DOTween.

Cam meton, mo HaBeneHuil y JlictuHr 24, 3MiHIOE 2 mapameTpu 00’ €KTa-

TEKCTy B IIPOCTOPI: BUCOTA Ta MaciTad. BiH 1 BUKJIMKAE MOSABY IMiICKA3KH.

Jlictunr 24 Memoo noseu 6i3yanvbHoi nioka3Ku:

private void ShowHint (Transform transform)

{

if ( _interact.IsCanlInteract == false || lastDetect
== transform)
return;
_lastDetect = transform;

DisableTweens () ;

_tweens[0] = hint.transform.DOScale( baseScale,
_showDuration);

_tweens[1l] =
_hint.transform.DOLocalMoveY ( basePosition.y + yOffset,
_showDuration);

}

B pesynbraTi, HOBOCTBOpeHU KommoHeHT VisualHint, nae MOXJIHMBICTH

I'PABITIO 3HAXOAUTH 00’ €KTH Ta OAYUTH T€, 110 3 HUMHU MOYKHA B3aEMO/TISITH.
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3.5.9.3 MeHnio nay3u

Buknuk may3u rpaBIfio 103BOJISE€ 3yTUHUTH HA Yac TPy, aje o0 miAroTyBaTH
rpaBIis J0 NIEPEX0Ty Ha3al, OaKaHUM MOXKE CTATH JIIUMIHHHK JI0 3aITyCKY.

SIKIIO pO3TIIsiIaTH peati3alliio HOro 3 KOy, TO MOSIBY Ta 3HUKHEHHS MEHIO 3
KHOIIKAMU MO>KHA BHKOHATHM 3 3BHYaMHOI aHIMallii, a OT B)KE€ caM BIJUIIK CTaHe
KOPHCHHUM CaM€ B MPOTPaMHOMY CTHII, 00 TOai Oyjae MOXJIMBICTH JO IIBHIKOT
MoaudiKkarii.

s bOTO Oymo 3aCTOCOBAHO dbyHKI10HAT PO3LIUPEHHSA
DOTween.Sequence, sKuid 03BOJIAE€ 30UpaTH IMOYEPrOBO CIUCOK JIUHAMIYHHUX

aHIMaIlii Ta 3amyckatu ix. Te sk 1e BUrIsgae B KoJii, HaBeAeHo B JlicTuHr 25.

Jlictunr 25 Cmeopenns yuepeu animayiu DOTween:

for (int 1 = 3; 1 >= 0; 1i--)
{

int currentNumber = i;

countdownSequence.AppendCallback (() => {
_counterOfBackToPlay.text =
currentNumber.ToString () ;
_counterOfBackToPlay.transform.localScale =
Vector3.zero;

1)

countdownSequence.Append ( counterOfBackToPlay.transform.DOS
cale(startScale, pauseDuration / 2));
countdownSequence.AppendInterval ( pauselnterval);

countdownSequence.Append (_counterOfBackToPlay.transform.DOS
cale (Vector3.zero, pauseDuration / 2));

}

countdownSequence.OnComplete (() => {
PauseHandler.Play () ;
_counterOfBackToPlay.enabled = false;
_counterOfBackToPlay.transform.localScale =
startScale;
IsOnTransition = false;

1)
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Jlorika HaBEACHOTO KOy BUIIIEC HACTYITHA:
1. BcraHOBICHHS 3HAYCHHS JIIYMUIHHHKA.
2. JlomaBanHs aHIMaIlii 3MiHA MacmITady BiJ HYJIHOBOTO /10 6a30BOTO.
3. JlomaBaHHS 1HTEpBAIy OUIKyBaHHS.
4. JlonmaBaHHA aHIMAIlli 3MEHIICHHS pO3MIPY JIUMIIbHHUKA.

5. JlomaTtu KonOeK mpu 3aBEpIICHHI, 110 3aMyCKae rpy Micis Mnays3u.

B pesynbrarti, micig TOro sIK TpaBellb BUPIMIUTH MOBEPHYTHCH 0 TPH, Ta
HATHCHE MOTPIOHY KHOMKY YM KJIaBillly, I'pa JacTh 4ac J0 TOrO, sIK BUKOHATH caM

BUXI1J 31 CTaHy May3H.

3.6 BucHoBKHM 10 po3ainy 3

B pe3ynbTaTi BUKOHAHHSA IBOTO PO3JA1LTY OYJIO:
1. Bu3HaueHo MexaHIKU Ta CUCTEMH sIKi HEOOX1HO OyJI0 peali3yBaTH.
2. OmmcaHo BUMOTH JO amapaTHOTO Ta MPOTPAMHOTO 3a0C3IMEUCHHS, SKE
JI03BOJIUTH 3aITyCTUTH CTBOPEHY TPY.
3. OmnucaHo, 10 caMe BJAJOCh PO3POOUTH Ta 110 OyJI0 BUKOPUCTAHO JIS

peanizari.
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BUCHOBKHA

[TpoBeneHo anHaii3 iICHYIOUMX pIIIEHb Ta JiTepaTypHuX mkepen. Ha ocHoBi
OTPUMaHMUX pe3yJibTaTiB JOCHKEHHS, MOXHAa 3pOOMTH BHCHOBOK, UIO
CTBOPEHHS TPH y JKaHP1 CTEJC € JOCUTh KOMIUIEKCHOIO 33/1a4eto, 60 HeoOX1aHO
pealti3yBaTy TEXHOJIOT11, K1 MalOTh MPAIIOBATHA PA30M.

JlocnipkeHo 1CHY0UH iTpOBI PillIeHHs, a caMme Takl mpoekTH sk: Alien: Isolation,
Dishonored, Thief. Takoxx Oyn0 BH3HAYEHO OCHOBHI €JIEMEHTH, IO
XapaKTEepPU3YyIOTh X SIK IFPU XKaHPY CTEJIC.

JocnimxeHo Ta oOpaHO TEXHOJOTIT po3po0KH, a came: irpouil pymrii Unity,
MoBa mnporpamyBanHa C#, posumpenHs DOTween ta PlayableGrapth
Visualizer.

Po3po0inieHo KIIIOUOBI IrpOBI MEXAHIKU, XapaKTEpH1 JJIs JKaHPY CTEJIC, a TAaKOXK
BU3HAYEHO MIHIMAJIbHI amapaTHi Ta MpPOrpaMHI BHUMOTM JJisl KIHIIEBOTO
KOpHCTYyBaya.

KinneBuM pesysibratom KBasi(ikaniiHoi poOOTH € CTBOPEHHS MPOTOTHUITY TPH 3
€JIEMEHTaMU JKaHpPY CTEJIC, 3 PI3HUMU MEXaHIKaMH Ta CUCTEMaMH, TAKUMHU SIK:
0a30Be mepecyBaHHs IPABIs, B3aEMO/Is 3 00’ €KTaMU Ta MpeAMETaMHU OTOYCHHH,
NPC Ta Boporwu, BizyaibHi nijka3ku Ta oHoBJeHHs Ul

OTpumaHuil 10CBIJT MOKe OyTH KOPUCHUM Y PO3POOII MPOEKTIB 1HIINUX KAHPIB,

32 PaXyHOK CXO0KOCTI Ta MOLIMPEHOCTI BAKOPUCTOBYBAHUX MEXaHIK.
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Hexnapanis
aKkajJeMivHOI 100pOYEeCHOCTI

3n100yBava crynens Bumoi ocsitu 3HY

S, Topnau borman AwnpiiioBuY, CTyneHT _4 Kypcy, (pOpMH HaBYaHHSA JECHHOI,
[HxeHepHOro HaBUajdbHO-HaykKoBOro 1HCTUTYTY iM. IO.M. Ilotebni 3HY,
cnemianbHicTh 121 IHKeHepis mporpaMHoro 3abe3nedeHHsT OCBITHBOI MPOTrpaMu
“IIporpamue 3abe3nedyeHHs cHCTeM’, ajapeca eleKTpoHHoi momTu sel2l-
02@stu.zsea.edu.ua, — OiATBEPKYIO, IO HAITMUCAHA MHOIO KBasidikalliiina podoTa

Ha Temy «Po3po0ka koMn’lOTepHOI rpu v kaHpi Stealthy Binmosimae BuMoram

aKaJgeMIYyHOi JTOOpOYECHOCTI Ta HE MICTUTh NOPYIIEHb, IO BU3HAYEH1 Yy CT.42

3akony Ykpainu «IIpo ocBiTy», 31 3MICTOM SKUX O3HAHOMIICHUH.

- 3asBJIAAI0, IO HAJaHa MHOKO I NEPEBIPKU €JIEKTPOHHA BepcCisi podoTH €

1IEHTUYHOIO 11 IPYKOBaHii Bepcii,

- 3roJIeH Ha MepeBIPKY MOET pOOOTH Ha BIAMOBIAHICTh KPUTEPISIM aKaJAeMIYHO1
J00povecHOCTI y OyAab-sSKMH CHOCI0, Y TOMY 4YHCII 3a JOMOMOIOK IHTEPHET-

CUCTEMHU, a TAKOK Ha apXiBYBaHHs MO€i poOOTH B 0a31 JaHUX LI€i CUCTEMHU.

Hara 02.06.2025 lopmau borman AHAPIAOBUY
(migmuc ) (npi3BuLIE TA iHiuianH) (CTYI[CHT)
Hara 02.06.2025 3asi Banepiii [BanoBug

(trirmmc ) (pizBHIIE Ta iHIIiATH) (KeplBHI/IK)



