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Mertoro kBamidikaiiitHoi poboTH € po3poOka IHTEPAKTUBHOI HAPPATHUBHOI
BIJICOTPH B JKaHpPl CUMYIATOp OapMmeHa 3 MIHMOOKOI MEXaHIKOI 3MIITyBaHHS
KOKTEIIB Ha irpoBomy pyuiii Unity, o mo€Hy€e y co01 TMHAMIYHY B3a€MOJIIO 3
IpeIMETaMH, PpEaTiCTUYHY CHUMYJSIII0 PIIUH Ta CHCTEMY OOCIYrOBYBaHHS
KJIIEHTIB.

VY npoueci po3poOku Oyyo MpoaHalli30BaHO ICHYHOYl aHAJIOTH Irop IbOTO
KAHPY, BHU3HAYEHO KIIOYOBI IrPOBI MEXAHIKM Ta CIPOEKTOBAHO MOJYJIbHY
apXiTEeKTypy MPOTPAMHOr0 MPOAYKTy. Pe3ynpTaToM poOOTH € TOTOBUM IrpoBUM
nonatok «Last Night Last Cally, ctBopenuit Ha atdopmi Unity 3 BUKOPUCTAHHAM
MOBH TiporpamyBanHs C# ta rpadiudoro kouBeepy URP. I'pa mictuth Tpu irposi
JIOKaIlli, IMIICTh THUINB KJIIE€HTIB, CUCTEMY JIajoTiB 3 MIATPUMKOI JIBOX MOB
JoKami3amii Ta MEXaHIKy 3MINIYBaHHS KOKTEWJIB Ha OCHOBI M'ATH 0a30BUX
1HrpeaieHTiB. MexaHika 3MilTyBaHHsI peali3oBaHa uepes3 NpoleaypHy aedopmaiiito
TPUBUMIPHOTO MeEIIA PIJUHU Ta aJTOPUTM IOCTYMOBOTO 3MIITyBaHHS KOJBOPIB.
Jlorika cucremu nodyaoBaHa Ha narrepHax Singleton ta Template Method.

KitodoBi cioBa: sideoepa, cumynsmop oapmena, Unity, CH#, 3miwysanus
KOKMeli8, i2p08i MexXaniku, IHMepaKmueHicCmb, HAppamueHa 2pa, NCUXoa02iuHULL

xopop, URP, inoi-pospooka.
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Frolova .M. Development of an Interactive Bartender Simulator Video Game
with Cocktail Mixing Mechanics on Unity: bachelor's thesis in specialty 121
"Software Engineering" / scientific supervisor O. O. Zhukov. Zaporizhzhia: ZNU,
2026, 72 p.

The goal of the qualification work is the development of an interactive
narrative video game in the bartender simulator genre with deep cocktail mixing
mechanics on the Unity game engine, combining dynamic object interaction,
realistic liquid simulation, and a customer service system.

During the development process, existing analogues of games in this genre
were analyzed, key game mechanics were defined, and a modular architecture of the
software product was designed. The result of the work is a completed game
application called "Last Night Last Call", created on the Unity platform using the C#
programming language and the URP (Universal Render Pipeline) graphics pipeline.
The game contains three game locations, six types of customers, a dialogue system
with support for two localization languages (Russian and English), and a cocktail
mixing mechanic based on five basic ingredients. The mixing mechanic is
implemented through procedural deformation of a three-dimensional liquid mesh
and an algorithm for gradual color blending. The system logic is built on the
Singleton pattern (the central SYSTEM class) and the Template Method pattern (a
component model with a life cycle).

Keywords: video game, bartender simulator, Unity, C#, cocktail mixing, game
mechanics, interactivity, narrative game, psychological horror, URP, indie

development.
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BCTYII

AKTyaJIbHICTh TEMH

IrpoBa 1HIYCTpis HA CHOTOAHIIIHIN JI€HB € OJIHIEI0 3 HAUOUIBIN JUHAMIYHUX
Ta €KOHOMIYHO YCIINTHUX Taly3ed po3BaXaJbHOTO KOHTEHTY Yy CBITI. 3a JaHUMH
aHaJIITUYHUX KOMITaH1{, TJI00aIbHUNA PUHOK B1JICOITOp CTA01ILHO 3pOCTAE KOKHOTO
POKY, a 4acTKa 1HJi-Irop y IIbOMY 3pOCTaHHI MOCTIHHO 30umbITyeThess. Came 1Hi
po3po0Ka, 3aBASKH CBOill THYYKOCTI Ta CBOOOJI TBOPUOTO BUPAXKEHHS, BIJIKPUBAE
MO>KJIMBOCTI JJIsi peaiizaiii HEeCTaHJApPTHUX XYJOXKHIX 3aJyMIB 1 OpUTTHAJIBHHUX
ITPOBUX MEXAaHIK, K1 4aCTO 3aJIMIIAIOTHCS 11032 YBArol BEJIMKUX CTY1i-BUIABIIIB.

OcoOnuBYy MOMYJSPHICTH Ccepel 1HAI-MPOEKTIB HAOYJNIH ITPU  KaHPY
cuMyJIITOp. 3a JaHuMU aHamiTuyHoi matdopmu Gamalytic, Ha uiargopmi Steam
ctaHoM Ha 2026 pik npenacrasieno nonan 25 000 irop xanpy Simulation, cykynHa
BUpyuka skux mnepeBuimnye 17,8 mimbsapaa nomapie CIIA [1]. LI nmoka3Huku
CBIJTYaTh MPO CTIMKUNA MOMUT rPaBLIB HA ITPH, K1 IPOMOHYIOTh 3aHYPEHHS Y TIEBHY
JISTBHICTD, — B1 yIpaBiaiHHA (epMOoro 10 poOOTH 3a OApHOIO CTIUKOIO.

[Tinkareropist cuMymisTOpIB OapMeHa € OCOOJMBO IIKABOIO 3 OISy Ha
MOEAHAHHS JEKUIBKOX CKJIQJIOBUX: IHTEPAKTUBHOI MEXaHIKU 3MIITyBaHHS HAaIIOiB,
PO3BUHYTOI J1aJlOTOBOi CHUCTEMH, COIllaJbHOI B3a€EMOJIi 3 BIPTyaJbHUMU
nepcoHakamu ta armoc(epnoro cerunry. Taki irpu sik VA-11 Hall-A: Cyberpunk
Bartender Action (2016), The Red Strings Club (2018) Ta Coffee Talk (2020) cranu
KyJTOBUMH TPUKIIAJAMU TOTO, SIK 32 JIOTIOMOTOI0 HECKJIAIHOT IrpOBOi MEXaHIKU
MOXHa CTBOPUTH TJIMOOKMN HappaTUBHUN JIOCBIJA, IO 3aXOIUTFOE€ COTHI THUCAY
TPAaBIIB IO BChOMY CBITY.

AKTyallbHICTh pO3pOOKH BiIEOTPU B IKaHPI CUMYIATOp OapMeHa Ha
miatgopmi Unity 3ymMoBieHa jekiibkoMa daktopamu. I[lo-mepiie, HasBHUM
MOTTUTOM TPAaBIlIB Ha aTMOC(epHI HApPATUBHI ITPU 3 HEBEJIMKUM MOPOTOM BXOJY.
[To-gpyre, morpe0Go0 y BITYMZHSHUX MPOAYKTAaX IrpOBOi IHAYCTpIii, 3AaTHUX
KOHKYpPYBaTH Ha MDKHApPOJHMX MaipaHumkax uu@posoi auctpuOymii. Ilo-Tpere,

miatdopma Unity Ha ChOTOJHI € OJNHIEIO 3 HAWOLIBIN JOCTYMHUX Ta MOTYKHHUX
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cucteM 1715t po3poOku 3D-irop, 1110 103BOISIE OKPEMUM PO3POOHUKAM Ta HEBEITUKUM
KOMaH/IaM CTBOPIOBATH SIKICHUI MPOAYKT 0€3 3HAaUHUX (PIHAHCOBUX BKJIA/ICHbD.

Oxpemoi yBarum 3aciyroBy€ TEXHIYHHH acmekT po3poOku. Peamictuuna
CUMYJISILIISL  piAMH, TIporeaypHa nedopmariiss MemnB, IM0O0yJI0Ba MOIYJIBHOI
KOMITOHEHTHO-OPIEHTOBAHOI apXITeKTypu Ta peaji3allii CHCTEMH CKIHUYEHUX
aBTOMATIB JIJIsl YIIPaBIIIHHS CTaHAMU ITPOBUX PIBHIB — 1€ T1 TEXHIYHI BUKJIMKH, SKI
MOCTAIOTh MEPea PO3POOHUKOM 1 MOTPEOYIOTh TITMOOKOTO PO3YMIHHS SIK IrPOBOTO
pyIIs, TaK 1 MPUHLHUIIB 00'€KTHO-OPIEHTOBAHOTO IPOrPAMYBAaHHS.

OckiIbku cucTeMa Tmepeadayae PeecTpaliio KOPUCTYBayiB, 30€pEKEHHS
KOHTAaKTHUX [JIlaHWUX, aBTEHTU(IKalil0, 3aBaHTaxeHHs (ororpadiii 1 0OMIH
MOBIJJOMJICHHAMH, MiJ 4Yac i po3poOKHM HEOOXiHO BpaxoByBaTh 0a30BlI BUMOTH
Oe3rnekn BeO-7A07aTKIB. Y poOOTI Taki BUMOTH BpPaXxOBaHO 4Hepe3 BUKOPUCTAHHS
xenryBanHs mapouiB, JWT-aBrentudikanii, refresh-token mexanizmy, Bamigarii
BX1JTHUX JIAHUX, MIEPEBIPKH (aililiB, pO3MEKYyBaHHS poJiel Ta Mojiepallii KOHTEHTY.

Meta pociigeHHs

Po3poOka 1HTEpaKTUBHOI BIJEOTPU JKAHPY CHUMYJSITOp OapMeHa 3
peaiCTUYHOI0 MEXaHIKOI 3MIITyBaHHS KOKTeWniB Ha tiatdopmi Unity, 1o
3a0e3reuye 3aHypEeHHS IpaBls y ITPOBUI MPOIIEC 3aBASAKU TUHAMIYHINA B3aeMOJIIi 3
IpeIMeTaMH, CUCTeMI 0OCITyTrOBYBaHHS KJIIIE€HTIB Ta HAPATUBHIN CKIIAIOBIH.

3aBIaHHSA TOCJTIKEHHSA

AHani3 ICHYIOYMX pIIIEHb LI0JI0 CTBOPEHHS 1rop-CUMYJSTOpiB. BuBUeHHS
apxitektypu Unity Ta MOKJIMBOCTEM MOBHU TiporpamyBanHs C# 3 METOIO PO3yMiHHS
NPUHIIAITB POOOTH Ta BHUKOPUCTAaHHA 1X Yy po3poOil Bigeorpu. Po3poOka
e(eKTUBHOT apXITeKTYpH BIJICOTPHU, SKa JO3BOJIUTH 3a0€3MEUUTH ONTUMAIBHY
NPOAYKTUBHICTH Ta THYUKICTh. Peaizallis KII04OBHX IrPOBUX MEXaHIK: B3a€MO/IIT 3
npeaMeTaMH, 3MILNTYBaHHS KOKTEWIB, OOCIYroByBaHHSI KJIIEHTIB Ta J1aJIOTOBOT
cuctemu. [IpoBeneHHs TecTyBaHHS pO3pOOJIEHOTO POAYKTY.

O0’ekT i mpeameT AOCTiTKEHHS

O0'ekTOM JOCIIPKEHHS € MPOLIEC PO3POOKH 1HTEPAKTUBHOI BiICOTPH JKAHPY

cumyastop Ha maatdopmi Unity 3 BUKOPUCTAaHHSAM MOBU IporpamyBaHHs C#.
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IIpeamer nocaigKeHHs

[IpenmMeToM MOCHIHKEHHS € METOJIW, QJITOPUTMHU Ta TEXHOJOTIi, IO
3aCTOCOBYIOTBCS TIpHU peajizaimii MeXaHIKM 3MINTyBaHHS KOKTEHIIB, CHUCTEMHU
B3a€EMOJIIi 3 IHTEPAKTUBHUMHU O00'€KTaMH Ta KOMIOHEHTHO-OPIEHTOBAHOI
apXITEKTypH BIJICOTPH.

MeToau D0CTiKEeHHA

[IpoBeneHHsT [NETAaNbHOTO OISy JHTEPaTypHUX JDKEped, HayKOBHX
nyOstiKailii, ctaTed, MiAPyYHUKIB Ta IHIIUX JKEPEN, 110 CTOCYIOThCS TEXHOJOTIN
po3poOKku Bijeoirop, ocobmuBoctel miaTdopmu Unity; BHBUEHHS Ta aHaii3
NOMYJSIPHUX ITOp JKaHPY CHMYJSTOp OapMeHa 3 METOI0 BHUSBICHHS iX
0COOMBOCTEM, CHUIBHUX 1 CIIA0KUX CTOPIH; METOAU OO0'€KTHO-OPIEHTOBAHOIO
aHai3y Ta MPOEKTYBaHHS; arpoOallisi pe3yabTaTiB.

IIpakTU4He 3HAYEHHS OJIeP:KAHUX pe3yJIbTATiB

[IpakTiyHe 3HAYEHHSA OJIEP’KAHUX PE3YJbTATIB JOCTIPKCHHS TIOJIATaE Y
CTBOPEHHI TOTOBOI'O 10 BUKOPHCTAHHS IHTEPAKTUBHOTO IrPOBOTO MPOIAYKTY, AKUN
Moxe OyTu omyOJiKOBaHO Ha MaiaHuukax u@poBoi auctpuOyiii. Po3podiena
BiJleoTpa JEMOHCTPYE TMpaKTUYHE 3aCTOCYBaHHS apXITEKTYpHUX TMATTEPHIB Ta
KOMIIOHEHTHO-OpieHTOBaHOro miaxony Unity and  CcTBOpeHHA 1HAI-Irop 3
HappatuBHUM (okycoMm. OTpumMaHi y mpoiieci poOOTH HaMNpalfOBaHHS — 30KpeMa
peaizalliss MeXaHIKH 3MIITYBaHHS PIUH Yyepe3 MpolLeaypHy aedopmaliiro Mema —
MOXYTb OyTH BUKOPHUCTaH1 IHIIUMHU PO3POOHUKAMHU SIK pedepeHCHE PILIeHHS 1S
CTBOpEHHS MOJIOHUX 1rop y KaHpl CUMYyJIsiTopa. Pe3ynbraTi 10oCiKeHHS] MOXYTh

CIIPUATA OOMIHY 3HAHHSIMM Ta JIOCBIJIOM CE€peJl 1H]11-IFPOBOi CIIUJIBHOTH.

I'iocapiii

Unity — wmbKmiat@opMoBe  cepelioBUIlle  PO3pOOKHM  BiJIEOIrop  Ta
IHTEPaKTUBHHUX JOJATKIB, M0 MiATpUMYye cTBOpeHHs 2D- ta 3D-koHTeHTy mis
IIUPOKOTO CIIEKTPY IIaTdopm.

C#— 00'eKTHO-OpiEHTOBaHA MOBA MPOTPaMyBaHHSI 3aTaJIbHOTO IIPU3HAYCHHS,

sKa € OCHOBHOIO MOBOIO PO3pOOKH CKpUMNTIB y cepeaouii Unity.
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GameObject — 6a3o0Buii 00'ext y Unity, 110 npeactaBiise Oyib-sIKy CYTHICTh
Ha irpoBiif creni. /1o HbOro MOXkKHa J0JaBaTH KOMIIOHEHTH, SIKI BUZHAYAIOTh MOTO

MOBEIHKY.

Component — CKpunT a0o JOriYHA OJMHHUIIS, SIKY MOXHA MPUKPINUTUH J10
GameObject mnsg HajgaHHsS HOMY IMEBHOro (yHKIiOHay (Hampukian, ¢i3uKy,

aHIMaIlii, peHIepUHTY).

MonoBehaviour — 6a3zoBuii kmac Unity, BiJ SKOTO YCHaJKOBYIOTHCS BCi
CKpUNTH-KOMIIOHEHTU. Hanae metonu xutreBoro mukiy, Taki sik Start, Update,

Awake.

ScriptableObject — cepianizoBanuii kiac Unity aisg 30epiraHHsi JaHUX 1032
ITPOBOIO  CILIEHOIO, III0 BHUKOPUCTOBYETHCS JUJII CTBOPEHHS KOH(ITypaliiHuX

pEeCypciB Ta MPECeTIB.

Prefab (npegab) — mabnon irpoBoro o6'ekra y Unity, skuii J103BOJISE
MOBTOPHO  BUKOPUCTOBYBaTH OO'€KT 31 30€peKEHUMH  HAJIAIITYBAaHHSIMU

KOMITOHEHTIB.

URP (Universal Render Pipeline) — yHiBepcalbHUN TpapiyHUl KOHBEEP
Unity, mo 3a0e3neuye onTuMizoBaHe BIA0OpakeHHs rpadiky Ha IUPOKOMY CIEKTPI

IIPUCTPOIB.

Mesh (mew) — TeomeTpudHe npencraBieHHs 3D-moneni y Burisai Habopy

BEpIINH, pebep 1 MOTITrOHIB.

Shader (welidep) — cnemiagi3oBaHa Tmporpama, III0 BHUKOHYEThCS Ha
rpadiyHOMY MpOIECOpl Ta BH3HAYa€, sIK camMe OyJie BIIOOpaKEHO TIKCell 4u

BepIIMHU TpadiuHoTO 00'€KTA.

Raycast — meTon TpacyBaHHS TPOMEHS Y TPUBHUMIPHOMY IMPOCTOPI, SKUH
BUKOPUCTOBYETHCS ISl BU3HAYEHHSI OO'€KTIB, 3 SKUMHU IEPETUHAETHCA 3aJaHUMN

HaIpsAMOK.
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Singleton — matTepH MPOEKTYBaHHS, SKUI rapaHTYeE, M0 KJIAC MA€ JIUIIEC OJUH
EK3eMIUIIp, Ta HaJa€e TI00albHy TOYKY JAOCTYNy 10 Hboro. State Machine
(CKiHUYEHHUI aBTOMAT) — OOYHMCITIOBAIbHA MOJICIIb, SIKA OMHCYE TMOBEAIHKY CUCTEMU

yepes Hallp CTaHIB Ta MEPEXO/IIB MiK HUMH.

NPC (Non-Player Character) — mnepcoHax y BIIEOTpi, SIKUM Kepye He

rpaBelib, @ BHYTPIIIHSA JOT1Ka IPOrpaMu.

FBX — dpopmat daitny 1yist 0OMiHYy TPUBUMIPHUMH MOJETISIMU, aHIMALIIMU Ta

CIIEHAMHU MDXK P13HUMU MIporpaMaMu TPUBUMIPHOI rpadiki.

Game Design Document (ecetimousaiin-ookymenm, GDD) — NOKyMEHT, 1110

OMKCY€ KOHLEILII0, MEXaHIKHU, IEPCOHAXKIB, CIOKET Ta 1HIII ACIIEKTH BIIEOTPH.
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1 AHAJII3 IPEJIMETHOI OBJACTI TA ICHYIOUHMX PINIEHD

1.1 Orasn JiTepaTypHUX JdxKepet

Po3po6ka iHTepakTUBHOI Bi€OTpH KaHPY CUMYIIATOp OapMeHa Ha rmaaTgopmi
Unity € KOMIUIEKCHOIO 33/1a4€10, sika 00'€THY€ 3HAHHS 3 KITBKOX CYMIXKHUX TaJTy3ei:
reiMIn3aiiny, KOMIT'IoTepHOi rpadiku, 00'€KTHO OPIEHTOBAHOTO MPOTPaMyBaHHS Ta
MPOEKTYBAHHS 1HTEP(ENCIB KOpUCTyBava. /[ CUCTEMHOro MiIX0ay A0 peai3arii
kBamiQikamiiiHoi pob6oTu Oyl0 MNPOBENEHO aHalI3 JITEPaTypHUX JUKEpeN, SKi
OXOIUTIOIOTH 3a3HAa4Y€H1 HAIPSIMHU.

dyH/1TaMEHTAJILHOIO MPAIICIo B Tally31 reiiMauzaiiny € kaura JJxecci [lenna
[2], y AKiil aBTOp pO3KpPUBAE NPUHIUIIHN POEKTYBAHHS ITPOBUX MEXaHIK, €JIEMEHTH
IrpOBOTO JOCBIAY Ta MiAX0U JI0 TOOYI0BU €MOIIHOTO 3B'sa3KYy 3 TpaBueM. [liaxin
«JIIH3» J03BOJISIE MOMVISIHYTH HA TPy 3 pI3HUX OOKIB: IMPOBUM MpPOIEC, HAPATUB,
ecTeThKa, TexHoJorli. [{i KoHuemniii Oy BUKOPUCTaH1 IPU MPOEKTYBAHH1 INPOBUX

CIIEH Ta J1aJIOTOBOI CUCTEMH.

VY cdepi po3podku Ha miargopmi Unity OCHOBHHM JIPKEPEJIOM BUCTYIAE
odimiitna nokymenTaiist Unity Technologies [3], sika micTuTh aetanbHuii onuc API
cepeloBUIIA, TPUKIIAIU BUKOPUCTAHHSI KOMITIOHEHTIB Ta MOCIOHUKH 3 ONTHUMI3aIli.
Hoxymenrariiss Unity TOCTIHHO OHOBIIIOETHCS BIJIMOBIAHO JO HOBUX BepCiid
maThopMu Ta € aBTOPUTETHUM JpKepesioM iHdopmarlii ajis po3poOHUKIB OyIb-
SIKOTO PiBHS MIArOTOBKHU. Takox 3Ha4Hy Jornomory Hajae kaura Jxepemi ['ibcona
bouna [4], nme moemHAHO TEOPiI0 TEUMIM3AaHY 3 MPAKTHYHUMH TPUKIATaMU

peamizanii Ha Unity.

[lutaHHS apXITEKTYpHUX MATTEPHIB Y KOHTEKCTI ITPOBOTO MPOTpaMyBaHHS
JeTaNbHO pO3rsiHyTOo y mpari Pobepra Hictpoma [5]. ABTOp amantye KiiacwuHi
natTepHau [6] mo cmemmdiku po3poOKKM Iirop Ta BBOAWUTH ITPOBO-crienudivHi
nattepau, Taki sk Game Loop, Update Method, Component, Event Queue, Service
Locator. BinbIricte 3 HUX 0€3MOCEepeIHhO 3aCTOCOBAHO MPU PO3poOIIl BiACOTPH:

tak, k1ac SYSTEM vy peanizoBaHOMYy MpOEKTI BIANOBIA€ MATTEPHY Service
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Locator, a 6a3oBuii kitac SystemComponent — narrepny Template Method.

Jis  mornubaeHoro po3yMiHHS KOMIIOHEHTHO-OPIEHTOBAHOTO — MIAXOIY
kopucHuM € mkepeno [7] Entity Component System (ECS), skuit nemani Oinbpie
BUKOPHUCTOBYETHCS y CyUaCHUX irpax 3aBJIsKH CBOTH MPOTyKTUBHOCTI Ta THYYKOCTI.
Xoua y kBamiikamiiiHiii poOOTI BHKOPUCTOBYETHCS KiIacHYHa OO0'€KTHO
opieHTOBaHa apxitektypa 3 MonoBehaviour, po3yminus ECS pamo 3Mmory

MPaBUJIBLHO CTPYKTYPYBaTH KOMIIOHEHTH Ta YHUKHYTH TICHOTO 3B'SI3yBaHHS KOY.

AcrniekT poLeaypHoi reHepariii rpadiku, 30kpema aedpopmaliisi MEUIiB s
CUMYJIAILIT PIAMH, po3KpUT1 y po6oTi Epika JIenrbens [§] Ta y YMCIEHHUX TEXHIYHUX
cTaTTsix Ha pecypcax Gamasutra (HuHi Game Developer) [9] Ta GDC Vault.
MarteMaTtuyHuil amapar, MO JISKUTh B OCHOBI peajizailii MEXaHIKH pPIIUHH,
IPYHTYETBCS Ha JIIHIMHIN anredpi — 30KkpemMa, onepallii CKaIIipHOro MHOKEHHS JJIs

004YMCIIEHHS BIJICTaHI B1Jl TOYKH 0 IUIOIIMHH.

OkpeMoi yBarm 3aclyrOBYIOTh AaHAJITHYHI JDKEpena, sKi HaJalTh
CTaTUCTUYHY KapTUHY 1rpoBoi iHxycTpii. [lnarpopma Gamalytic [1], mo arperye
naHi 3 Steam, 103BOJISIE€ OLIHUTH (PIHAHCOBI MOKA3HUKH 1r0p, KUIBKICTh MPOJAHUX
KOITI/, CEPEeIHIO TPUBAIICTH CECil Ta 1HII MeTpUKH. {1 JaH1 BUKOpUCTaHO B poOOTI
JUIsL OOIPYHTYBaHHSI aKTyaJdbHOCTI OOpaHOi TEeMH Ta MOPIBHSHHA 3 ICHYIOUHMMU

aHaJIoIraMH.

Takum 4MHOM, aHami3 JiTepaTypu MOKas3aB, IO MPoOJIeMaTHKAa PO3POOKHU
IHTEPAKTUBHUX BIJIEOITOP Yy >KaHPl CUMYJIATOP JOCUTH LIMPOKO MPEACTABJICHA Y
HAyKOBUX IMyOJIKaIlisfx Ta npodeciiHii girepatypl. Bonnovac cnenudivna Hima
CUMYJIATOPIB OapMeHa 3 TJIMOOKOI MEXAHIKOI 3MIINIYBAHHS 3aJIMILAETHCS
MaJIOJOCIIIPKEHOIO B YKPATHCHhKOMY aKaJeMIYHOMY CEpPEIOBHIIII, 1110 MiATBEPIKYE

aKTyaJIbHICTh 1aHOT pOOOTH.
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1.2 AHaJii3 iCHYI0YHX aHAJIOTIB

Jlnis popMyBaHHS IUTICHOTO YSBICHHS MPO KaHP CUMYJISTOp OapMeHa OyIio
MPOBEJCHO aHaI3 YOTUPHOX HAMOUIBII BIAOMHX MPEICTABHUKIB LIOTO JKaHPY.
PosrnsnyTo Taki mapaMeTpu SIK: KOHIEMNI[S TPH, KIIOYOBI IrPOBI MEXaHIKH, CTHIIb
rpadiku, CIO’)KETHA CKJIaJI0Ba, MOKa3HUKHU IIPOJIaXKiB Ta PELICH31M, a TAKOXK CHIIbHI Ta

cJ1a0Ki CTOPOHH KOYKHOTO 3 TMPOTYKTiB.

1.2.1 VA-11 Hall-A: Cyberpunk Bartender Action

VA-11 Hall-A: Cyberpunk Bartender Action — iHi-rpa BiJi BEHECYEIbChKOT
ctyaii Sukeban Games, Buaana y 2016 pomui [10]. I'pa moeanye B cobi enemMeHTH
BI3yaJIbHO1 HOBEJIM Ta CUMYJIATOpa OapMeHa y CeTTUHTY KiOeprnaHky. [ eiimruieii rpu

300pakeHo Ha puc. 1.

Pucynox I —I'pa VA-11 Hall-A: Cyberpunk Bartender Action

Ki1t0u0BOI0 MEXaHIKOIO T'pU € MPUTOTYBAaHHA KOKTEMIIIB 3a perentamu abo Ha

OCHOBI MTOOAKaHb KITIEHTA («IIOCH COJIOAKEY, KIIOCH MIITHE, KIOCH MTPOXOIOTHE).
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I'paBenib oOupae moTpiOHI 1HTpemi€EHTH 3 (PIKCOBAHOI'O MEPENTIKY Ta PErysroe ix
npornopiiii. Bix SKOCTI MpUroTOBaHOTO HATIOO 3aJICKUTh HACTPIH KITI€HTA, PO3BUTOK
CIOXKETY Ta po3Mip YallOBHX, 110 BIUIMBAIOTh HA OCOOUCTE KUTTS JKui.

CunbHi cTOpoHM: THMOOKMH HapaTMB 3 J00pe MponpanbOBaHUMHU
NEepCOHAXaMM; OpHTiHAJIbHA CTUJIICTHKA TIKCeIapT; aTtMocepHuil My3UdHUN
CyHpoBijl; BHpa3Ha KiOeplaHK-eCTeTHKa; TMpocTa, aje eQpeKkTHa MeXaHiKa
3mimryBaHHs. Crabki CTOpoHHU: cyTo 2D-cTHiicTHKa, sika HE JO3BOJIAE NEpeaaTH
TaKTWJIBbHICTh MPOLECY MPUTrOTYBaHHS HANOiB; 0OMEKEHA BaplaTUBHICTH ITPOBOIO

MIPOIIECY; BIICYTHICTh TPOCTOPOBOI B3a€MO/IIi 3 OTOUCHHSIM.

1.2.2 Coffee Talk

Coffee Talk — inai-rpa B skaHpi Bi3yajabHOI HOBEJIM Ta CUMYJISITOpa OapucTa,
po3pobiieHa 1Ha0HE31HChKO0 cTyaieto Toge Productions Ta Bumana y 2020 porii
[11]. I'pa BigoOpakae atmocdepy HigHOro kade B anbTepHaTuBHIN Bepcii CieTna.
I'paBenib BUKOHYE poJib OapucTa, AKUH FOTY€ HAIMOi Ta BUCIYXOBYE ICTOPIi CBOIX

KJII€HTIB. IrpoBHii Mpoliec moka3aHo Ha puc. 2.

Pucynox 2 — I'pa Coffee Talk
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OcHOBHa MeXaHiKa TpU — MPHUTOTYBaHHS TapsSdux HaIoiB 3 OOMEXKEHOTO
Habopy 0a30BUX IHTPEIIEHTIB (KaBa, MOJIOKO, IIIOKOJIA/, 3eJIEHU Yaii, iIMOUp TOIIIO).
['paBents KOMOIHY€ TPY KOMITOHEHTH Y BU3HAYEHIN MOCTIAOBHOCTI, MO0 OTpUMAaTH
noTpiOHUM Hamii. OCOOIMBICTIO € MOKIIMBICTh MATIOBAHHS JIATTE-apTy HA TOBEPXHI
HAIIOl0, 1110 BIUIMBA€ HAa €MOIIMHUN CTaH KJi€HTa. BiJ mMoJaHOro HAMoOIO 3ajJ€KUTh
X171 pO3MOBH Ta BapiaHTH PO3BUTKY OKPEMHUX CIOXKETHUX JIHIHN.

CuibHI CTOpOHU: Bi3yaJbHHUM cTuib y ctuii lo-fi mikcenapt; 3acmokiianBa
atMoc(depa Ta My3WKa; COLIAIIBHO 3HAUYIIl TEMHU, IO MiAHIMAIOTLCA B Jianorax;
HECKJIaJHE KEepyBaHHSA, OPIEHTOBaHE Ha IMIMPOKY ayautopito. Ciabki CTOPOHH:
oOMEXEHUN TeuMIUIel, SKUUA TEepeBaXHO 3BOJAUTHCS 10 BHOOpPY HAIMOK Ta
POYUTAHHS TEKCTY; BIJICYTHICTh 3HaYHOTO BIUIMBY DIIlIEHb T'PABIl HA PO3BUTOK

CIOKCTY, KOPOTKa TpI/IBaJIiCTB IMPOXOIKCHHA.

1.2.3 The Red Strings Club

The Red Strings Club — HappaTuBHa NpUTOJHMIILKA T'pa, po3polJieHa
icrmaHchKom cryaieto Deconstructeam ta Bugana Devolver Digital y 2018 poi [12].
Hist rpu BinOyBaeThea y KibeprnaHK-CyCHUIbCTBI MaOyTHHOr0. OJHUM 3 TPHOX
rOJIOBHUX TrepoiB € OapMeH JIOHOBaH, SIKMH TOTy€ OCOOJIMBI KOKTEWN Jis
BinBimyBauiB Oapy «The Red Strings Cluby», ne BupimytoThcsi KOpIOpaTHUBHI Ta

noJiiTU4H1 1HTpUTH. ['eiimruiei rpu 300paxeHo Ha puc. 3.

Pucynox 3 — I'pa Coffee Talk
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KirouoBi MexaHIKM Tpu PI3HOMAHITHI: OKpPIM MPHUTOTYBaHHSA KOKTEWJIIB,
IPaBLIO JOCTYIHI BHPI3aHHS IMIUIAaHTATiB HAa TOHYApPHOMY KOJIi Ta TenedoHHI
J3BIHKK 3 1MIepcoHaiiero. MexaHika OapMmeHa mnoOyjoBaHa Ha EMOILIHHOMY
MaHimytoBaHHI: JIOHOBaH MOBHMHEH OOpaTH TAaKUil KOKTEWJb, SIKUA BUKIUYE Y
KJII€EHTa TOTPIOHY €MOIlI0 1 THM CcaMUM pO3B'SDKe HOMY SI3UK. IHrpemieHTH
Mpe/CTaBieHl sIK a0CTPaKkTHI PIAMHM PI3HUX KOJBOPIB, SIKI T'paBellb 3MIIIye B
KeJIMXax pi3Hoi GopmH.

CuibHI CTOPOHU: OPUTIHAIBHUM XYN0XKHIM CTUIb 3 SICKPAaBUMH HEOHOBUMHU
KoJibopaMu; TinOoka ¢urocodchbka CKIaA0Ba HAPATUBY; IMOEAHAHHS JACKUIBKOX
MEXaHIK y paMKax OJHI€l Ipu; CHIbHUN cayHATpeK. Ciabki CTOpOHHM: KOPOTKa
TPUBAIICTH; JIHIAHICTD CIOXKETY Npu (popmanibHOMY BHOOpP1 BapiaHTIB; 0OMEKEHa
BApIaTUBHICTh MEXAHIKU 3MIIIYBAHHS.

1.2.4 Bartender: The Right Mix

Bartender: The Right Mix — 6pay3epHa Ta MOOUTbHA apKaiHa Tpa, po3podIieHa
ctyniero Miniclip, € o1HUM 3 HalOIBII PaHHIX MPEACTABHUKIB )KaHPY, 10 3100yJI1
IIUPOKY ayauTopito. Xoya Tpa HE Ma€ PO3BHHEHOTO HApaTHBY, i MexXaHika
3MINIYBaHHS KOKTEWUJIIB € OJIHIE€I0 3 HAHOUIBII NPONPaIlbOBAHUX Y CBOEMY CETMEHTI

3 oy Gi3uku. [rpoBuit mporec mokazaHo Ha puc. 4.

FPOURS  SARESE R ——

- R —
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ll a2 dl’. h“'\!/ |

Pucynok 4 — Bartender: The Right Mix
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CyTHICTh TpH mMOJsTae B TOMy, 100 3 HAOOpy IUIIIOK 3 aJIKOTOJIEM
MOCTYNIOBO HAMOBHIOBAaTH KENMUX, JOTPUMYIOYHCH 3aJlaHOTO CITiBBIJIHOIICHHS
iHrpeaieHTiB. Iliciisi HamOBHEHHS T'paBellb MOTPsCAaE KEJIUX Ta OTPUMYE OIHKY
3aJIE)KHO BiJ] TOYHOCTI JOTpUMaHHS perienty. Bimomum € Te, mo HaaMipHe abo
HEJ0CTaTHE 300BTYBAHHS MPHU3BOJUTH J0 HEBIAIOIO PE3yJbTaTy, a HAIJIUIIKOBE
HaJMBaHHA — 10 BUOYXY KJIi€HTA.

CunpHI CTOPOHM: HAWOUIBLI J1€Tadi30BAHA MEXAHIKA HAJMBAHHS PIAMHH 3
IUISIIKY, SIKa HaJuXHyJla 0araTto MmojaibllIuX CUMYJATOPIB; HASBHICTh €JIIEMEHTY
nieiikepa; JOCTYIHICTh IIMPOKIA ayAauTopii yepe3 OpayszepHuid 3amyck. CnalOxi
CTOpOHM: 3acTapiia rpadika; BIICYTHICTb CIOKETY Ta arMochepu; MpPUMITHBHA

MO/IEJIb KJIIEHTIB; OOMEKEHa PeirpadeIbHICTb.

1.2.5 IlopiBHsVIbHA TA0JIHUIISI AHAJIOTIB
Sk mokazaHO Ha PUCYHKY 5, 3arajibHa CTaTUCTUKA PUHKY ITOP-CUMYJIATOPIB
Ha miatrgopmi Steam IEMOHCTpPY€, IO IIeH KaHP € OAHUM 3 HaWOUIbIIMX Ta

HaWMPUOYTKOBINIMX y CETMEHTI 1HI1-1T0pP.

Genres

¥

Follp S =y

I # B

e 2

Pucynok 5 — Cmamucmuxa scamnpis gioeoicop na niameopmi Steam 3a OaHuMU
Gamalytic
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3a HaBeJCHUMHU JaHUMHU, KaHp Simulation Hamiuye moHag 25 THCSAY 1rop 3

CYKyIHHUM BaJioBUM AoxoaoM 17,8 mimesipaa gonapiB CIIA [1], mo cBimuuTh mpo

CTIIKMH TOMWUT TpPaBIiB Ta KOMEPLIHHY NpPHUBAOIUBICTH IHOTO HAMPSAMY IS

PO3POOHUKIB.

Jlnig y3aranpHEHHS aHaii3y 0yJio CKJIaJeHO MOPIBHSIBHY TaOJIUIF0 OCHOBHHUX

aHaJIOT1B 3a KJIIOYOBHUMHM MapameTpamu (Taou. 1).

Tabmuus [ — Ilopisnannsa ananoeis i2op xcaupy cumynsmop oapmena

IHapamerp |VA-11 Coffee The Red Bartender: | Midnight
Hall-A Talk Strings Club | TRM Jam

Pik Bumycky | 2016 2020 2018 2010 2026

I'padiununii | 2D 2D 2D apt 2D flash 3D URP

CTUJIb MIKCeNapT | miKcenapT

CeTrTuHr Kibepnank | ®ente3i | Kibepmank YMOBHUM Hiune

MICTO

Mexanika — — — € c€

HernKepa

Happatus ['muboxuit | Cepenniit | ' mubokwmii Hemae ['muGoxuii

Komit ~1,1 maa [ ~386 tuc. | ~383 Tuc. — free -

IPOJaHO

Orinka 97 95 94 — —

Steam, %

Sx BuaHO 3 Tabmumi 1, iCHyrOuUl aHaIOTH MEPEBaXHO BHUKOPUCTOBYIOTH

JBOBUMIpHY Ipadiky, 10 00MeKy€e MOMIIMBOCTI Mepeaadl TaKTHIHLHOT B3aEMO/IIT 3

npenMeramu. Po3pobmtoBanuii y pamkax kBamigikaiiitHoi podotu mpoaykt «Last
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Night Last Cally 3aiimae Himry, sika KOMOIHy€ IiepeBaru Kpaiiux aHajoriB:
TPUBUMIPHE CEpEOBHUINE 3 MPOJYMAHOIO MEXaHIKOW 3MimryBaHHA (y mdyci
Bartender: The Right Mix), rimu6okuit HapatuB (sik y VA-11 Hall-A ta The Red
Strings Club) 1 atmocdepnicts (six y Coffee Talk).

1.3 IlocTaHoBKA 3aBIaHHA

Ha ocHOBI aHamizy mnpeaMeTrHoi o00JacTl Ta MPOBEAECHOIO IOPIBHAHHS
ICHYIOUMX aHaJIOTiB, C(GOPMYJIHOBAHO TIOCTAHOBKY 3aBlIaHHA KBasi(ikaiiiHOl

pob6otu. Po3pobaroBanuii MPOAYKT Ma€ 3a10BOJIbHUTH TaKi BAMOTH:

1. TpuBHuMipHE cepeAOBHILE Bl EPIIOi OCOOH, siKe 3a0e3Meuye IHTYITUBHY
B3a€MO/III0 TPABIIA 3 IHTEPAKTUBHUMU 00'€KTaMU (IUISALIKH, IIEHKED, KEIUX,
JBOJIOTEHEPATOP, KPaH 3 BOJIOIO).

2. MexaHika 3MilllyBaHHS KOKTEIIIB, 1110 BKIIFOYAE: HAJTMBAHHS PIAMHU 3
IUTSIIKY Y KeMUX a0o merKep; Bi3yalli3alito piBHs pIAMHU 3 (PI3UYHO
KOPEKTHOIO MOBEIHKOIO MPY HAXWJIAX; IUIaBHE 3MIIIYBaHHS KOJbOPIB
BIJIMOBIAHO JI0 JOJIAaHMX 1HTPEIIE€HTIB; A0/IaBaHHS JTHOIY; MEXaHIKY
300BTyBaHH4 (II€IK) Yepe3 BIACTEKEHHS pyXy MUIII.

3. Cucrtema o0cyroByBaHHS KIIIE€HTIB, 110 Mepea0dayvac: MosiBy KI1€HTIB HA
CIIEH1 32 3a/IaHUM CIICHapieM a00 BUTIAJAKOBUM YMHOM; (JOPMYBaHHS HUMH
3aMOBJICHHs (Ha0lp 1HTPEIIEHTIB, HASBHICTb JIbOAY, BUMOTa 300BTYBaHHS);
MepEeBIPKY MPUTOTOBAHOTO HAMOO HA BIAMOBIIHICTh 3aMOBJICHHIO; PEAKIIII0
KJIIEHTA Ha pe3yJIbTaT 00CIyTrOBYBaHHS.

4. Jlianorosa cucTema 3 MiATPUMKOIO JIOKaJIi3allii Ha IBOX MOBax, 110
BIJINTOBI/Ia€ HAHOUIBIIIUM MOBHHUM ayJIuTOpiAM ruiatopmu Steam.

5. HapparuBHa cki1ajioBa y BUTJISAII TOCT1JOBHOCTI IPOBUX PIBHIB 3 PI3HUMU
JIOKALISIMH Ta CIOKETHUMH MOIISMU.

6. MoaynbpHa apXiTeKTypa, No0Oy/I0BaHA HAa MPUHIUIIAX 00'EKTHO-

OpPIEHTOBAHOTO MPOEKTYBAHHS 3 3aCTOCYBaHHSM apXITEKTYPHUX MATTEPHIB.
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7. Peanizarisa Ha miatdopmi Unity Bepcii 6 abo BHIlle 3 BUKOPUCTAaHHSM MOBHU
nporpamyBanHs C# Ta rpadiunoro koueepy URP.
8. T'oToBa 30ipKa ass onepariitHoi cuctemMu Windows 3 MOKIIMBICTIO 3aITyCKy

0e3 BCTaHOBJICHHS A0AaTKOBOI'O ITPOIrpaMHOI'O 3a0e3IeueHHS.

BianoBinHo A0 X BUMOT OyJIO pO3MOYaTO MPOEKTYBAHHS apXITEKTYpH Ta

pO3pOoOKY Bizteorpu, sika oTpumaiia podouy Ha3By «Last Night Last Cally.
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1.5 BucnoBku 10 posaiay 1

. IIpoBeneHo orsz miTepaTypHHUX JHKepes, MPUCBIYCHUX TeMIN3aiHy,
po3po0liii Bijieoirop Ha miardopmi Unity, apXiTeKTypHUM MaTepHaM y
IrpoBOMY MpOTpaMyBaHHI Ta IpoLeAypHiit rpadimi. Bcranosieno, mo
oOpaHa TemMaTuKa MOTpedye KOMILJIEKCHOTO T1JIX0/1y Ta BOJIOIIHHS
3HAHHSAMH 3 KUIBKOX CYMDKHUX TalTy3eH.

3M1ICHEHO JEeTalIbHUI aHAJl3 YOTUPHOX MPOBIIHUX aHAJIOTIB Y JKaHp1
cumynsatop 6apmena: VA-11 Hall-A, Coffee Talk, The Red Strings Club Ta
Bartender: The Right Mix. /{1 K0>XHOI rpy BU3HAYEHO ii CHJIbHI Ta CIa0K1
CTOPOHH, KJITFOYOB1 MEXAHIKU Ta TOKAa3HUKU KOMEPIIIIHOTO yCIiXYy.
BcraHoBieHo, 1110 CyKyIHHI ONUT Ha ITPU BOTO CETMEHTY € CTa01IbHO
BHCOKHUM.

CkJ1aieHO IOPIBHSUIbHY TAOJIMINI0 aHAJIOTIB, HA OCHOBI KO OOIPYHTOBAHO
HilTy po3po0mtoBaHoro npoaykry. Ilokaszano, mo «Last Night Last Call»
MPOIMOHY€E KOMOIHAIIIIO MTepeBar Kpalux aHajloriB: TPUBUMIPHE CEPEIOBHILIE
3 PO3BUHYTOIO (DI3UYHOIO MEXAHIKOIO, TTTMOOKUI HApaTUB 1 aTMOC(EPHHUI
CETHHT.

. Ha ocHoBi npoBenienoro anamnizy copMyab0BaHO MOCTAHOBKY 3aBJIaHHS
KkBauTiikaiiitHoi poO0TH, BU3HaUYEHO (PYHKI[IOHATHHI BUMOTH JI0

PO3pO0IIFOBAHOTO MPOIYKTY.
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2 BUMOI'M 10 OTOYEHHA

2.1 AHaJi3 cy4yacHHUX TEXHOJIOTIH 1Sl po3po0KHM Bigeoirop

Po3pobka cydacHOi TpHBUMIPHOI BiIEOTpU € KOMIIEKCHUM IPOIIECOM, IO
BUMara€ BUKOPHUCTaHHS  HHM3KM  CIICHIQT30BaHMX  TeXHoJorik.  Bubip
TEXHOJIOTIYHOTO  CTeKy  Oe3mocepeHhO0  BIUIMBAE HA  TPOAYKTHUBHICTH
PO3pO0TIOBAHOTO MMPOAYKTY, 3pYIHICTH ITPOIIECY PO3POOKH Ta 9aC BUXOTY MPOIYKTY
Ha PUHOK. Y IIbOMY PO3JiIl HaBEJACHO aHaJi3 TEXHOJIOTIH, 0OpaHuX I peaizarii

Bineorpu «Last Night Last Call».

2.1.1 Irposuii pywiii Unity

Unity — e MDKIJIaTGOPMOBHIA ITPOBUM PYIIINA, PO3POOIEHUI KOMIIAHIEO
Unity Technologies. Pymiiii migrpumye ctBopeHHst 2D- ta 3D-irop, iHT€paKTUBHUX
JOJIaTKIB, CUMYJISILIM Ta TOJATKIB BIPTyaJIbHOI i JOMOBHEHOI peaibHOoCTi. CTaHOM
Ha 2026 pik Unity € 01HUM 3 HAUNOMYJSPHILIUX ITPOBUX PYLIIiB y CBITI, HA IKOMY
CTBOPEHO SIK 3HAYHY YaCTKY 1HAI-Irop, Tak 1 6arato AAA-TPOEKTIB.

[TepeBaru Unity, 1m0 00yMoBUIM oro BUOIp AJid peani3alli KBamiQikaiiitHoi
poboTH:

e beskomroBHa mdinen3is Unity Personal nist iHauBiAyansHUX PO3pOOHUKIB Ta
HEBEJIMKWX KOMAaHJ, YUH PIYHUM JOXIJl HE TEPEBUIINY€ BCTAHOBJICHUM TOpIr. 2.
KoMnoHeHTHO-Opi€eHTOBaHA apXIiTeKTypa, siKa JJ03BOJSIE THYYKO KOMOIHYBaTu
(GYHKITIOHAIBHICTh Yepe3 JI0JaBaHHS Ta HaJalllTyBaHHS KOMIIOHEHTIB /IO ITPOBHUX
00'€KTIB.

e Moga mporpamyBanHsa C# — cydacHa, A0Ope 3aJIlOKyMEHTOBaHa MOBa 3
PO3BUHYTOIO CTaHAApPTHOIO O10JII0TEKOI0 Ta BEJIMKOIO CIIJIBHOTOK PO3POOHMKIB
[13].

e Boynosana miaTpumka ¢dizuunoro pyirist PhysX Big NVIDIA, o 3a6e3neuye

peaicTUUHy CUMYJISILIIIO 31TKHEHbB, TpaBiTallli Ta IHIIKUX (HI3UYHUX ITPOIIECIB.
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e [linTpumka excriopTy Ha nmoHaj 25 mnatdopm: Windows, macOS, Linux, 108,
Android, WebGL, xoncomi PlayStation, Xbox, Nintendo Switch Toro.

e [HTerpoBaHMil pelakToOp 3 Bi3yaJbHUMH IHCTPYMEHTaMH POOOTHU 31 CIICHOIO,
aHIMaIlisMu, meiaepaMu, CHCTEMOIO YaCTOK.

e [loTyxHa ekocucTema A0JaTKiB Ta pecypciB depe3 Unity Asset Store. 8.
Benuka cmisibHOTa pO3pOOHWKIB, YKMCICHHI HaBUYalibHI MaTepianu, odiriiina
JOKYMEHTAIlisl Ta POPYMHU.

Jlns peanizaiiii npoekTy Oyia oOpana Bepcist Unity 6 3 rpadiuaum
kouBeepoMm URP, 1110 3a6e3meuye 6ananc Mixk AKiCTIO rpadiku Ta

MPOYKTHUBHICTIO.

2.1.2 I'padiunmnii konseep URP

URP — ue yHiBepcanbHuil rpadiyHUNl KOHBEEP, PO3POOICHUN KOMITaHI€0
Unity Technologies sik cyuacHa 3amina 3actapuiomy Built-in Render Pipeline [14].
URP 3aGe3neuye onTuMi3oBaHe BiIOOpakeHHsS rpadiku Ha IMIUPOKOMY CIIEKTpI
MPUCTPOIB — BiJA MOOUIBHUX TeNe(doHIB /10 BHUCOKONPOAYKTUBHUX IrPOBUX
KOMIT'FOTEPIB.

KirouoBi ocobmuBocti URP, siki BIutMHYIM Ha HOTro BUOIP SIS TIPOEKTY:

e Scriptable Render Pipeline: MOXJIMBICTP HaJalITyBaHHS  MPOLIECY
PEHICPUHTY Yepe3 KOJ, IO 03BOJSE aaanTyBaTu rpaidyHUl KOHBEEp Mij
cnenudivHi MOTpeOr MPOEKTY.

e Shader Graph: Bi3yanbHuU#i pejakTop menaepiB, SKU 103BOJISIE CTBOPIOBATH
ckianHi rpadivyai edexkTn O0e3 HamMcaHHS KOOy IeinepiB BpyuHy [15]. Shader
Graph Oyno BHUKOpPHCTAaHO [IJIi CTBOPEHHsSI €(EeKTIB HEOHOBOI MiJCBITKH,
BiI0OpakeHb HA MOKpPOMY ac(aibTi Ta CHeIiaTbHUX MIECHIEPIB PiIUHU.

e OnTuMi3oBaHa CHCTEMa OCBITJIEHHS 3 MIATPUMKOIO pPEATbHOTO dYacy,
MOMEepPeIHbO PO3PAXOBAHOTO OCBITIIEHHS Ta 3MIIIIAHOTO OCBITICHHS.

e [linTpumka post-processing edexti: bloom, depth of field, motion blur, color
grading, 10 J03BOJISIIOTH CTBOPUTH XapaKTEpHY [Js HIYHOTO aTMochepHOTo

CETHHTY BI3yaJIbHY CTHIIICTHKY.
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e . Bucoka nmpoJayKTUBHICTb, fIKa J03BOJIsIE€ 3a0€3MEUUTU CTAOUIbHY YacTOTy

KaJIpiB HaBITh HAa CEPENIHIX 3a MOTYKHICTIO KOMIT FoTepax.

2. 1.3 lonaTKoOBI iHCTPYMEHTH PO3POOKHU
Jlnst peamizartii mpoekty, okpiM Unity Ta moBu C#, BUKOPHUCTAaHO HACTYITHI
JOIATKOBI IHCTPYMEHTH Ta TEXHOJIOT11:

e Blender — 6e3komToBHE MporpamMHe 3a0e3neueHHs 3 BIAKPUTUM KOAOM Jis
CTBOPEHHSI TPUBUMIPHUX MOJENEH, aHiMallli, peHAepUuHry Ta cumyisuii [16]. ¥V
npoekti Blender BukopucTOBYBaBCS Il MOJECITIOBAHHS JOKAIli (HIYHUN KiIyO,
VHS-Mmarasun, kiHoTeaTp), IUISIIOK, KeJIUX1B, MEOJIIB Ta IHIIHUX 00'€KTIB OTOUEHHS.
Mopgaeni ekcioptyBaiuch y dopmat FBX, sikuit HatuBHO miaTpumyetbest Unity.

e @opmar FBX (Filmbox) — 11e mpomucioBuii cranaapt 0OMiHY TPUBUMIPHUMU
MOJEJIIMM, aHIMAaiIMH Ta CIEHaAaMHU MDK pPI3HUMH MpOrpaMaMH TPUBHMIPHOI
rpadiku. @opMar miaATpUMyeE 30epekeHHs reoMeTpli, matepianiB, UV koopauHar,
CKEJIETHHUX aHIMAIlll Ta IHIIUX JAHUX.

e Visual Studio — inTerpoBane cepegoBuiie po3pooku Bix Microsoft, sike TicHO
iHTerpyethest 3 Unity Ta Hajae OTYy X H1 THCTPYMEHTH JUIsl pO3pOOKH CKPHUIMTIB Ha
C#: miacBITKAa CHUHTaKCUCy, IHTeNeKTyalbHe aBTojaonoBHeHHs IntelliSense,
IHTErpOBaHUN HAJIaro/XKyBad, MOKJIMBICTh MPUKPITUICHHS 70 mporecy Unity mms
BIJIJIAaTO/DKCHHS Y PEAIbHOMY Yaci.

e (it Ta cuCTEeMU KOHTPOJIIO BEPCI — JIsl BEIEHHS 1CTOPIi 3MIH MPOEKTY,
PE3epPBHOTO KOMIIOBaHHS Ta opraHizamii poOotu BukopuctoByBaBcs Git. Jlms
BeJMKUX OlHapHuX ¢aiiB (Mojeni, TeKCTypH, ayaiodaiian) 3actocopano Git LFS
(Large File Storage).

e Audacity — O€3KOIITOBHUI ayJiOpeNakTOp 3 BIAKPUTHM  KOJOM,
BUKOPUCTOBYBABCS ISl MIATOTOBKM 3BYKOBUX €(DEKTIB: 0Opi3aHHs, HOpMai3arlil

T'YYHOCTI, 3aCTOCYBaHHs e(eKTiB (peBepOepailisi, BIIJTyHHS, 3aTyXaHHS).
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2. 1.4 Cucrema jokaJjizamii

Jliia 3a0e3nedeHHss MOKJIMBOCTI TPH PI3HUMHU MOBaMHU pPO3POOJICHO BIACHY
CUCTEMY JIOKaji3aiii Ha OCHOBI TekcToBHX ¢aiiB. KoxkHa MoBa 30epiraerbcs y
okpeMoMy  (aitimi, g€ JgiaJorm  IOJaHO |y  CTPYKTypoBaHOMY  dopmari
«CTOPOHA_JT1aJIOTY|TeKCT|OMIIOHAIBHUN _CKpUNT». Takuil miaxig T03BOJISE JIETKO
J0JIaBaTH HOBI MOBH 0€3 3MiHH KOJIy MPOTPAMH — JOCTATHHO CTBOPUTH HOBHIA (haiii

3 TIepeKIIaIaMHu.

2.2 AHaJi3 BUMOT 10 KOPUCTYBa4iB

Baxn1Bo0 4acTUHOIO MPOEKTYBAHHS POTPaAMHOIO MPOIYKTY € BU3HAUEHHS
IJTbOBO1 ayIUTOPIi Ta (OPMYITIOBAHHS BUMOT JI0 PI3HUX KaTEropiii KOpUCTyBadiB.
Js Bineorpu «Last Night Last Call» Bu3HaueHO JBI OCHOBHI POJIl KOPUCTYBayiB:

rpaBellb Ta pO3pOOHUK (TECTYBaJIbHUK).

2.2.1 I'paBeun
OCHOBHOIO Ta HAWYKCIICHHIIIO TPYTIO0 KOPUCTYBAYIB € TPaBIli — 0COOHU, SKi
3aMyCKaloTh TOTOBUM ITPOBUI TOAATOK 3 METOK OTPUMATH PO3BAXKATbHUI TOCBI/I.

@DyHKIIT TpaBIIs:

- 3aIyckK rpu 3 poboyoro crony adbo meHto «Ilyck» onepaniiiHoi cucteMu;

- TEpeMILEHHs TEepPCOHaXka IO IFPOBOMY CEpPEIOBUILY 3a JOMOMOTIOI0
KJIaBlaTypH Ta MUIIII;

- B3a€EMOJIs 3 IHTEPaKTUBHUMHU 00'€KTaMU (TUISIIIKHU, KETUXH, IEHKEp TOILO);

- TPUTOTYBAaHHS KOKTEIUIB MIJISXOM KOMOIHYBAaHHS PI3HHUX IHTPEIIEHTIB; —
CHUIKYBaHHS 3 KJIIEHTaMU 4epe3 A1aJIOTOBY CUCTEMY;

- MPOXOKEHHS ITPOBUX PIBHIB 3 PO3BUTKOM CIOXKETHOI JIHIT;

- HaJallTyBaHHs MapameTpiB Ipu (TY4HICTb 3BYKY, KEPYBAHHS TOLLO).

Bumoru 1o rpasiis:

- 0a30B1 HABUYKHU KOPUCTYBAHHS MEPCOHATBHUM KOMI'IOTEPOM 3 OTIEpaIIiHOIO

cucreMoro Windows;
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- 3HaHHS OCHOB B3a€MO/II 3 IrPOBUMH J10JIaTKaMH (BUKOPHCTaHHS KJIaBiaTypu
Ta MUIIT);
- BIK 16+ poKiB (3 ypaxyBaHHSIM TEMaTUKU T'PH, sika iepeadadae NpuroTyBaHHs

AJIKOTOJIBHMX KOKTEUJIIB);

2.2.2 Po3po0HUK (TeCTyBAJIbLHUK)
JIpyTroro BayKJIMBOIO TPYIIOI0 KOPUCTYBAYIB € PO3POOHUKH Ta TECTYBATBHHKH,
K1 MPaLOI0Th 3 TPOEKTOM depe3 cepeporuiie Unity Editor.
@OyHKIT po3pOOHUKA:
- Teperisi Ta pelaryBaHHs CIICH TPH;
- cTBOpeHHs Ta Moaudikailis npedadiB 1 iIrpoBUX 00'€KTIB;
- HaNMCaHHS Ta BIJJIaroJKEHHS CKpUMTiB Ha MOB1 C#;
- HaJIJalITyBaHHS IapaMeTpiB KOMIOHEHTIB Yy Inspector;
- TeCTyBaHHS IpH y penaktopi y pexumi Play Mode;
- CTBOpPEHHs O1nay rpu s 1iiboBoi miatdopmu (Windows);
- BUSBJICHHS Ta BUIIPABJICHHS ACPEKTIB MPOrPAMHOTO MPOIYKTY.

Bumoru 10 po3poOHuka:

- 3HAHHS MOBU mporpamyBaHHsi C# Ha cepelHbOMY a00 BUIIIOMY PiBHI;

- 1ocBig poboTH 3 cepenonuieM Unity;

- pO3yMiHHS MPUHIUIIIB 00'€KTHO-OPIEHTOBAHOTO MPOTPAMyBaHHS;

- 0a30B1 3HaHHS TPUBUMIPHOT MaTEMATUKH (BEKTOPHU, MATPHUIIl, KBATEPHIOHH);
- 3JaTHICTh JI0 CAMOCTIHHOIO BHMBYEHHS JOKYMEHTalllli Ta BUKOPHCTaHHS

pPECYpCiB CIUIBHOTH PO3POOHUKIB.

2.3 AHaJIi3 BUMOT 10 alIaPpATHOI0 Ta MPOTrPaAMHOI0 3a0e3ne4eHHs

Tak sk po3po0IIOBaHUN MPOAYKT € TPUBUMIPHOIO BIJIEOTPOIO 3 OCBITJIICHHSIM

peaTbHOTO Yacy, BUKOPUCTAHHSM IMOCT-€(EKTIB Ta MPOIEIYPHOIO aePOopMallicro

MEIIB, BiH BHCYBA€ MEBHI BUMOTH JI0 OOYHMCIIOBAIBHUX PECYpPCIB MPUCTPOIO, Ha



29

AKOMY 3alycKaeTbcsa. MiHIMaNbHI XapaKTEepPUCTUKH BHU3HAYEHO 3 YpaxXyBaHHAM

CTaTUCTHUKH arapaTHOTO 3a0e3MeueHHsT KopucTyBadiB Steam [17].

2.3.1 MiHiMaJIbHi BUMOTH /10 aIaPATHOI0 3a0e3Me4YeHHs] TPaBUs

Jlis komopTHOTO 3allyCKy TpW MPHUCTPIA MOBUHEH BIAMOBIIATH TaKUM

MIHIMaJbHUM XapaKTePUCTHUKAM:

1.

HenTtpansauii npouecop: Intel Core 13 4-ro nokominuas abo AMD Ryzen 3
1-T0 TTOKOJIIHHS 3 TAKTOBOIO YacTOTOIO He MeHmue 2,5 I'TI.

OneparuBHa nam'sth: He MeHIe 4 ['b.

I'padiunnmii npouecop: NVIDIA GeForce GTX 750 Ti, AMD Radeon R7
260X abo interpoBana rpadika 3 miarpumkoro DirectX 11.

OOcsr BUIBHOTO MICIIS Ha )KOpPCTKOMY nucky: 2 I'B.

. 3ByKOBa Kaprta: 0ynb-gka cymicHa 3 DirectX.

PozninpHa 3maTHICTE ekpany: He MeHIne 1280%720 To4ok.

2.3.2 PexoMeH/10BaHi BUMOI'H /10 AIapaTHOI0 3a0e3MeYeHHs rpaBUs

Jlns 3abe3meueHHs ONTUMAaIBHOTO ITPOBOTO JOCBIAY 3 BUCOKOKO YaCTOTOKO

KaJIp1B Ta MaKCUMaJIbHUMH HAJIAIUITYBAaHHAMU Ipadiku pEKOMEHIY€EThCS MPUCTPI

3 TAKUMHU XapaKTCPHUCTHUKAMMU

l.

Hentpansauii nporecop: Intel Core 13 4-ro nokosninasg abo AMD Ryzen 3
1-ro TTOKOJIIHHS 3 TAKTOBOIO YacTOTOXO He MeHmue 2,5 I'Tr.

OmnepatuHa nam'sath: 8§ I'b abo Oinbire.

I'padiunnii npouecop: NVIDIA GeForce GTX 1060 6 I'b abo AMD Radeon
RX 580 ta HOBImII.

O6csr BimpHOTO Mictg Ha SSD-HakonmuyBaui: 2 I'b.

. 3ByKOBa KapTa: 3 MATPUMKOIO 00'€MHOT0 3BYKY Il OLIIBIIOr0 3aHYPEHHS B

aTmocdepy.

PozninbHa 3paTHICT ekpany: 1920x1080 Toyok abo BuIlle.



30

2.3.3 BuMoru 10 nporpaMHoro 3ade3ne4eHHs rpaBus

Jly1st 3ammycKy TP Ha MPUCTPOi KOpUCTyBada HEOOX1JHO TaKe MPOTpamMHe

3a0€3IeYCHHS:;

1.
2.

Onepamiiitna cuctema Windows 10 Bepcii 64-bit abo HoBimIA.

Bcranosnena Bepcis .NET Framework 4.7.2 aGo HoBima (3a3Buuaid
BCTaHOBJICHA 32 3aMOBYYBaHHSIM).

Omnogeni apaitBepu rpadivgnoi kaptu 3 miarpuMkor DirectX 11 a6o Bumoi

BepcCli.

2.5 BucHoBKH 10 po3aiiay 2

. IIpoBenenHo aHai3 CydacHUX TEXHOJIOTIH JIJIs1 pO3pOOKH BiI€OIrop.

O6rpyHToBaHo BUOip irpoBoro pyuiist Unity, MoBu niporpamyBanss C# ta
rpadiunoro kouBeepy URP sik 6a30Bux TexHOOTH TPoeKTy. Jl01aTKOBO
OTMCaHO JOMOMIXHI iHCTpyMeHTH: Blender nns monentoBanus, Visual
Studio nst po3poOku, Git 17151 KOHTPOIIIO Bepciil, Audacity st 00poOku
3BYKY.

Po3po6eHo BiacHy cucteMy Jokajizallli Ha OCHOBI TEKCTOBUX (DailiiB, 110

JO3BOJISIE JIETKO J0/1aBaTH HOBI MOBH 0e3 Moau(iKaIlii KOdy.

. BuzHaueHo 11B1 OCHOBHI PoJIi KOPUCTYBadiB CHCTEMH: TPaBEllb Ta PO3POOHUK

(TectyBasibHUK). /{7151 KOXKHOI poJii chopMyTbOBaHO (YHKIIII, SIKI BOHA
BUKOHY€, Ta BAMOTH J10 i 3HaHb 1 HABUYOK.

BusnadeHo MiHIMaJIbHI Ta peKOMEHI0BaH1 BUMOTH /IO allapaTHOro i
MIPOTPaMHOTO 3a0€3MeUeHHs MTPUCTPOIO TPABI, @ TAKOK BUMOTH JI0
cepenoBuIlia po3poOHHKa. 3a3HaYeH]1 XapaKTEPUCTUKH 3a0€3MeUyI0Th

cTab1IpHY POOOTY MPOAYKTY HA HIUPOKOMY CHEKTPI CYJaCHUX KOMIT'HOTEPIB.
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3 PO3POBKA BIJAEOI'PH «Last Night Last Call»

3.1 Onuc npeaMeTHOI 001acTi

[IpenmeTHa o6macTh 11i€l  KBami(ikamiiHOI pPOOOTH OXOIUTIOE TPOIIEC
PO3pOOKH IHTEPAKTUBHOI TPUBHUMIPHOI BIJICOTPH B KaHPI CUMYJATOpP OapMmeHa 3
€JIEeMEHTaMU HappaTUBHOI IPUTOIHUIIBKOI TP Ta MCUXOJIOTTYHOTO XOPOPY.

['pa moenHye KinbKa >KaHPOBUX eJIeMEHTIB. OCHOBOIO IFPOBOIO MPOLECY €
CUMYJISITOp: TIpaBellb BUKOHY€ poiib OapMmeHa Ha iMm's J[ko, sikuii oOcimyroBye
KJIIEHTIB y IEPECYBHOMY 0api, 1110 MEePEMILTY€E€ThCS M1 PI3HUMH JIOKALISIMUA HIYHOTO
Mmicta. ['paBellb CaMOCTIHHO TOTy€ KOKTEWJI, KOMOIHYIOYM PIJIKI IHTPEIIEHTH,
JOJAI0YM JiJI Ta 3aCTOCOBYIOYM MEXaHIKy 300BTyBaHHs. BakiuBe 3HaueHHs Mae
TaKO>X HAPPATHUBHA CKJIAJIOBA: TPY CYNMPOBOKYE CIOKET, y SIKOMY TOJIOBHHI repoi
NepeKUBaE BTpaTy ApykuHU Capu Ta HAMaraeTbCs BIOPATUCS 3 LIUM Yepe3 poOoTy.
EnemMeHTH TICHMXOJOTIYHOTO XOpOpy B TIpl peai3oBaHO 4Yepe3 MEXaHIKY
MPOCBIUYBAHHS KIIEHTIB Kpi3b CHEialdbHy IUIIMIKY, $Ka JO3BOJSE TPABIO
no0aYuTH CHpPABKHIO NPHUPOAY IESKUX BIJIBIIyBauliB — ICTOT, MPUXOBAHUX IIi]T
JIOJICHKOI0 30BHIINIHICTIO. TeopeTudHi 3acaaud MmoOyJIOBH BifICOITPOBOTO XOpOpY
po3kpuTo y podoTi b. [Teppona [18]. Lls croskeTHa MiHISA MICTUTh IIPSME TTOCHUJIAHHS
Ha knacuyHui pineM «Invasion of the Body Snatchers» (moctep sikoro po3miiieHo
B iHTEp'epl pyproHa) Ta po3KpMBA€E TEMY JIBOICTOCTI PEAIbHOCTI, XapaKTEepHY s
CTaHy €MOIIIHO1 TPaBMHU.

IrpoBuii npoiiec BigOYBa€eThCsl y TPbOX OCHOBHHMX JIOKALISIX, KOKHA 3 SKUX
Ma€ BJIaCHY aTMocdepy Ta CIO’KETH1 MO

1. Hiunawmii x1y0 — JoKaIlis 3 HEOHOBUMHU BHUBICKaMH, MalbMaMH, MY3UKOIO Ta

CTpOKAaTUMHU KilieHTaMu. Lle nepuimii piBeHb, Ha SIKOMY T'paBellb 3HAHOMHUTBCS

3 OCHOBHUMH MEXaHIKaMH TPH.

2. VHS-mara3uH — Jokauisi y BUIJISIII aTMOC(EPHOr0o pailOHHOTO MarasuHy 3

Bi,Z[COKaCGTaMI/I, K1 y Fpl € CIO’KCTHO BAXKJIMBHUMMU IIPECAMECTaAMU.
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3. Ki"orearp — iHanpHA JOKaIlisl, sSIKa € KYJbMIHAIIEI CIOKETY TpH.
[lepemimieHHs: MK JIOKalliIMU BiIOyBAa€TbCA 4Yepe3 MEXaHIKy BOIIHHSA
¢dbyprosy, mig dac SKOTO BiIOYBA€ThCS 3MiHA JCKOpAIliil Ta 3aBaHTaKCHHS
HOBOT'O PIBHSI.

@ypron BUKOHYE (yHKIIIO «Xabdy» — MPOCTOPY MK ITPOBUMHU CECIIMU
00CIIyrOByBaHHSI KJII€HTIB.

[rpoBwmii CBIT HACENSAIOTH PI3HOMAHITHI KIIEHTH, KOXKEH 3 SKUX MA€ BIACHY
0COOMCTICTh Ta KOHKPETHE 3aMOBIICHHS. | paBers Moke 3yCTPIiTH SK BUIAJAKOBHX
BIJIBIlyBaYiB, TaK 1 CIOKETHO BaKJIMBUX IEPCOHAXKIB, IO IMPOTPECYIOTh Yepes
JeKkuibKa piBHIB. [loBeaiHKa KIIEHTIB peaidi3oBaHa HA OCHOBI MPOCTHX CKIHYEHHUX
aBTOMATIB, TEOPETUYHI 3acaj MOOYJOBU AKUX PO3KPUTO y mparii MULIIHITOHA Ta

®danmxa [19].

3.2 ApXiTeKTypa CUCTEeMH

Hns peamizauii Bigeorpu «Last Night Last Call» Oyno crnpoexkToBaHO
MOYJIbHY apXiTeKTypy Ha OCHOBI KOMMOHEHTHOI Mozemi Unity 3 3acTOCyBaHHSIM
HU3KM KJACMYHMX apXITEKTYpHUX MAaTTEepHIB. ApXITEKTypa 3a0e3neuye 4iTKe
PO3IIJICHHST BIATOBITAILHOCTEH MIXK KOMIIOHEHTaMH CHCTEMH, IO CIPOIIYE

MIATPUMKY KOJY Ta HOTO MOJANbIINUNA PO3BUTOK.

3.2.1 3aranbHa CTPYKTypa CHCTEMHU

OcHoBY apxiTeKTypu yTBoproe mnenTpanbHuil kiac SYSTEM, peanizoBanuit
3a mattepHoM Service Locator. Lleil knac Hagae eauHy TOYKY JOCTYIy 10 BCiX
MIJICUCTEM TPU: CUCTEMHU KepyBaHHS rpaBIieM, CHCTEMH KIIIEHTIB, CHCTEMHU JI1aJIOT1B,
ayJllOCUCTEMH, CHUCTEMH IHTEPAKTUBHUX OO'€KTIB, CHUCTEMH KOJbOPIB, CHUCTEMU
MepPEMIITIICHHS MK JIOKAIISIMU Ta 1HIKX. TaKui MiaXi1 J03BOJISIE yHUKHYTH TICHOTO
3B'I3yBaHHS MIXK OKPEMUMH KOMIOHEHTamu rpu. [liarpamy KiaciB MOBEpPXHEBHX

MOJIYJIIB CUCTEMH HaBEJIEHO Ha puC. 6.
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~Service Locater=
SYSTEM

-SYSTEM main
=y
+Player PLAYER

+Truck TRUCK
+MainSeript SCRIPT

+Dialog

+Sound SOUND
#ClientsController CLIENTS
+ColorsController COLORS

+Settings SETTINGS
+InteractiveContraller INTERACTIVES
+RoscObjectsSystem ROAD
=SystemComponent[]_systemCompanents

-Awake() : void

\ Kepye mATTEEMM WiksoN
/

-abstract — Template Method-
SystemComponent

ul Player Truek Mainscript DialogController Sound ClientzController ColorsController Settings InteractiveController RoadObjectsSystem

Pucynox 6 — Jiaecpama xnacieé nosepxnegux mooynie cucmemu

Jlictunr 1 mictuth Pparment koay kinacy SYSTEM, y sikoMy eKiapyroThcs

CTaTUYHI MTOCUJIAHHS HA BC1 MIJICUCTEMHU TPHU.

Jlicmune 1 — ®@parment kiacy SYSTEM

public class SYSTEM : MonoBehaviour ({

private static SYSTEM main;

public static UI UI => main. ui;

public static Player PLAYER => main. player;

public static Truck TRUCK => main. truck;

public static MainScript SCRIPT => main. script;

public static DialogController DIALOG => main. dialog;
public static Sound SOUND => main. sound;

public static ClientsController CLIENTS => main. clients;
public static ColorsController COLORS => main. colors;
public static Settings SETTINGS => main. settings;

public static InteractiveController INTERACTIVES =>
~main. interactives;

public static RoadObjectsSystem ROAD => main. road;



34

private static SystemComponent[] systemComponents;
private void Awake () {

_main = this;

_systemComponents = new SystemComponent[]

colors, sound, settings, player, truck,

_road, ui, dialog, clients, interactives, script, };
for (int 1 = 0; 1 < systemComponents.Length; i++) {
_systemComponents[i].Init();

}
}

Koxna 3 miacucrem € okpemum kommnoHeHToM (MonoBehaviour) [20],
MPUKPIIUICHUM [0 CIEeIialbHOTO IrpoBoro o0'ekta Ha cueHi. Yepe3 cTaTUyHI
BiacTuBOCTI K1acy SYSTEM Oyb-Kuil CKpUNT y MPOEKTI MOXKE OTPUMATH JOCTYII
no Oynb-axoi mincucremu 'y (opmi SYSTEM.UI, SYSTEM.PLAYER,
SYSTEM.SOUND rtouro. Takuil miaxiJy 3Ha4YHO CIPOIILYy€ HANUCaHHSA KOy Ta

pPOOUTDH HOTO OUIBIIT 3PO3YMIITUM.

3.2.2 /KurTeBM HMKJI KOMIIOHEHTIB CUCTEMHU

VYci migcucteMu ycmaakoBYHOThCS Bij 6a3oBoro kiacy SystemComponent,
akui peanizye narrepH Template Method. Lleit knac Bu3Hayae HaOip BipTyalIbHUX
METO/IIB, SKi BUKIIMKAIOTHCS Yy TEBHOMY IOPSAKY Ha PI3HUX eTarax »XUTTEBOTO
[MKITy TPU: MiJ Yac iHimiam3aiii, mepe mo4yaTkoM MepeMIIeHHsT MK JIOKaIlisIMH,
IiCJIsl IEPEMIILICHHS], TTepe] 3aBEPIISHHSM JIOKAIlii, MiCJsl 3aBEPIICHHS TOLIO.

JlicTuHr 2 HaBeJEHO MPUKIIA]l BU3HAYEHHS TAKUX METOJIIB Y 0a30BOMY Kiaci

SystemComponent Ta ix nepekpurts y kiaci MainScript.

Jlicmune 2 — baszosuii kiac SystemComponent Ta #oro Hamagok MainScript
public abstract class SystemComponent : MonoBehaviour {

public virtual void Init () { }
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public virtual void BeforeDriveStart() { }
public virtual void OnDriveStart () { }
public virtual void AfterDriveStart() { }
public virtual void BeforeDriveFinish () { }
public virtual void OnDriveFinish () { }
public virtual void AfterDriveFinish () { }

}
public class MainScript : SystemComponent {
public override void OnDriveStart () {
base.OnDriveStart () ;
if ( activelLoadedLevelIndex > -1)
_levels[ activeLoadedLevellIndex].AfterFinish();

activelLoadedLevelIndex = activelLevellIndex;

_levels[ activelLevellIndex].OnDriveStart();

}

Jucneryepusamito MOAid KUTTEBOTO LHUKIY MDK yCIMa MiJICHCTEMaMH
BukoHye kiaac SYSTEM. Ha koxHy mo/1if0 BiH ITOCTIIOBHO BUKJIMKAE BIATIOBITHUN
METOJ] y KOXKHOTO 3apeECTPOBAHOTO KOMITIOHEHTA. Lle 7103B0Isi€ KOXKHIM migcucTeMi
HAJIC)KHUM YMHOM TIATOTYBATHUCS J0 3MIHU CTaHy rpu 0e3 HeoOX1AHOCTI 3HATH MPO

ICHYBaHHS 1HIIUX MIJICUCTEM.

3.2.3 Iepapxis iHTepaKTUBHUX 00'€KTIB

Jnst yHi(pIKOBAaHOTO MPENCTaBIEHHS BCIX IHTEPAKTHUBHUX OO'€KTIB y Ipi
po3po0IIeHO iepapxir0 KiaciB 3 0a3oBuM KjaacoM Interactive Ha BepmuHi. Lls
lepapxisi JO3BOJISIE TPABII0 OJHAKOBO B3aEMOJIATU 3 OYAb-SKUM 1HTEPAKTUBHUM
00'€eKTOM — IIJISIIIKOIO, KEJIMXOM, IIEHKEPOM, JIBEpUMA, JIbOJOTEHEPATOPOM — Uepe3
BukiIuK crminsHuX MetoaiB CanUse, Use, CanCombine, Combine.

3arayibHa i€papxis IHTEPAKTUBHUX 00'€KTIB I'PH MTOKa3aHa Ha puc. 7.



:

Ml ipii lam

= HEMMyL

= sl
n

I eescre fubaiac)

+ T e M, e ] B
+ i bl !

| |

r Canornbiredp) - b

Cornbirai)
v Pt Dbime i

B P S e P
£ _RawiOfen | Yok
ool ; Cooliied

Clmi

& i | el

* rmToConimrett|
v Goni bbema P o] - Sl
+ i bk}

r OnShowd perrasei}
r Ondnkn e g
» TPl

i,

Shakerllan

) ; baod

& ifuskd - bodl

= OnShabe])

[LrLLEs L

a4l : fioas

4 ool @ Colr
1 kascidmk ks b
5 bnasiieak - iseh

EHER Ky

+ irgpde | ngeidieer
- _piion © Cowmelbest
+ Sl

+ Crilvas])

e a i

4iee: bl

4 coment @ Cliere e

+ U il s iats i

T )]

| imncrnoiag_ DA

Imoa T _VAT ERHTLE

Pucynok 7 — Iepapxis knacie inmepakmugHux 00'ekmis

36

Oco0nuBO BaXJIMBUM € JIAHIIOKOK CHaakyBaHHs Interactive — Item —

BaseLiquidltem — Liquidltem — Bottleltem. ba3oBuii knac Interactive ommcye

3araibHUM 1HTepdeiic B3aemonii. Kimac Item nogae nmouarts koHteitnepa (rmpeamMer

3aBXIM 3HAXOJHUTHCS y SKOMYCh KOHTEWHEpl — y Pyl TpaBisl abo Ha CTIHI).

BaseLiquidItem Ta LiquidItem peaii3yroTs JOTiKy poOOTH 3 PITUHOIO — 30€piraHHs

00'emy, Konbopy, cTyneHs 3anoBHeHHs. Kiac Bottleltem nonae cnierudiky misiimku

— 3aKOPKOBaHy TOPJIOBUHY, KOHKPETHUN THUII IHTPEIIEHTA.

Jlictunr 3 MictuTh pparmeHT 6a3oBoro kiacy Item.

Jlicmune 3 — @parMeHT kiacy ltem

public class Item

Interactive {
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public ItemContainer container { get; protected set; }
protected Vector3 baseLocalPosition;

protected Quaternion baselLocalRotation;

public override bool CanUse (Player player) {

return player.grabber.itemInHand == null;

}

public override void Use (Player player) {
player.grabber.Placeltem(this,
player.grabber.handItemContainer) ;
_collider.gameObject.layer = Layer.IgnoreRaycast; }
public virtual void MoveToContainer (ItemContainer
container, bool sound = true) {
this.container?.SetItem(null) ;

this.container = container;

transform.SetParent (container.transform) ;
container.SetItem(this);

//

}

3.2.4 Cucrema piBHIB Ta CKIHYEHHUX ABTOMATIB

IrpoBi piBHI y MPOEKTI peai3oBaHO K OKPEMi KJIacH, 0 YCHaIKOBYIOThCS
Bi 0azoBoro kiacy Level. KoxkeH piBeHb MICTUTh BJIACHUN CKIHYEHHUM aBTOMAT
(State Machine), sxuii Kepye MOCTIOBHICTIO CIOKETHUX IMOJI1 HA IIbOMY PiBHI.

PosrisHeMo, Hanpuknan, pises kiay6y (Level 1). Horo ckinuennmii
aBTOMAT CKJIaJaeTbes 3 Takux craHiB: Start — InventoryChecked — FirstClient —
FocusTold — DogMeeted — DogPrepared — DogSuccess — KassetTaken —
Finish. [lepexoau mixk cranamu Bi10OyBalOThCS Y BIJIIOBIAb Ha MEBHI MMO/I1: rpaBellb
OTJISIHYB 1HBEHTap, OOCITYXHB TEPIIMA 3aMOBJICHHS, TIOTOBOPUB 3 TEPCOHAKEM
Focus Tomo.

Jliarpama cTaHiB IIEpIIOro PiBHS I'PU HaBeJIeHa Ha pucC. 8.
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(OnMiskaFilled)
DogPrepared
o BMXig i3 byproHa
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'
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'
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ol SELE DogSuccess
rpaBus

(onlyKassetNeeded)

rpagelb 3a6paB KaceTy
(OnKassetTaken)

KassetTaken

NOBEPHEHHA Y hyproH
(OnTruckEnter)

5 ctaH Finish 6.10Kye
NOBTOPHUI BHXig 3 PiBHA

Pucynoxk 8 — liaepama cmanie nepuiozo iepo8oco pisHs
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JlictuHr 4 MICTUTh BU3HAUCHHS TEpepaxyBaHHsS CTaHIB Ta PparMeHT JIOT1KU

MepPEeXoIiB Mi>K HUMHU Ha TIPHUKJIAl PiBHS KIyO0y.

Jlicmune 4 — Cranu Ta jorika nepexo/iiB piBas Level 1

public class Level 1 : Level {
public enum Stage {

Start,

InventoryChecked,

FirstClient,

FocusTold,

DogMeeted,

DogPrepared,

DogSuccess,

KassetTaken,

Finish,

}

public Stage stage;

public void OnFocusOrderSuccess () {
Dialog.focusTold.Run (null, () => {
stage = Stage.FocusTold;
SYSTEM.CLIENTS.HideClient () ;

});

}

public override bool CanTruckExit () {
if (!base.CanTruckExit ()) return false;
if (stage == Stage.DogPrepared) {

if (SYSTEM.PLAYER.grabber.itemInHand) {
Dialog.onlyKassetNeeded.Run () ;

return false;

}

}

if (stage == Stage.Finish) return false;
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return true;

}

3.3 OyHKIioOHAJIBLHI BUMOTY CHCTEMH

Ha ocHoOBI aHani3zy npeamMeTHoOi 00JacTi Ta MPOBEACHOIO B MONEPEIHBOMY
PO3/UT aHaMi3y ICHYIOUMX aHAJIOTiB, ChOpMYIHLOBAaHO (YHKIIOHATIBHI BUMOTH 0
PO3p00IIFOBAHOI CHCTEMU:

1. CucremMa mnoBHHHA 3a0e3MeuyBaTh IHTEPAKTHUBHY B3a€EMOJIII0 TpPaBls 3

TPUBUMIPHUM ITPOBUM CEPEIOBUILEM BiJ] MEPIIOi OCOOH.

2. CucreMa NOBMHHA peaji30BYBATH TaKy (YHKLIOHAJIBHICTH A1 POOOTH 3

Ir'POBUMH 00'€KTaMMu:

- maiiMaHHs Ta TepeHeceHHS O00'€KTIB (IUISIIKK, KEIUXH, IIeHKep
TOIIIO);

- po3MillleHHs 00'€KTIB Ha MOBEPXHsIX (OapHa cTidKa, MOJHII);

- BUKOpPHCTaHHS 00'€KTiB (BIAKPUBAHHSA JBEPEH, HAIUBAHHS P1IUHN);

- KOMOIHyBaHHS 00'€KTIB (HAJIMBAHHS PIIUHU 3 TUISIIKHA Y KEJIHX).

3. CucrteMa moBHMHHA PEali30BYBATH MEXaHIKYy 3MIITyBaHHS KOKTEUJIIB:

NIATPUMKY IIOHAHMEHIIE N'ITH 0a30BUX TUIIIB IHTPEIEHTIB;
- peanicTU4Hy (PI3UYHY MOBEAIHKY PIAMHU MPU HAXUIII KOHTEHHEpa;
- IUIaBHE 3MIITyBaHHS KOJIHOPIB MPHU TOE€HAHHI IHTPETI€HTIB;
- MEXaHIKY J0JIaBaHHS JIbOY /10 KOKTEUJIIO;
- MeXaHiKy 300BTyBaHHsI (IIIEHK) Yepe3 BIACTEKEHHS PyXy MHIIIL.
4. CucreMa MOBMHHA peasli30BYBaTH CUCTEMY OOCIyTrOBYBAaHHS KJIIEHTIB:
- TOSIBY KJIIEHTIB Ha CIIEHI 31 3ByKOBOIO Ta aHIMAIIIITHOIO TIITPUMKOIO;
- (opMmyBaHHS KIIEHTOM 3aMOBJE€HHS (HAOlp I1HTpPEIIEHTIB, Jij,

300BTYBaHHS);



41

- aBTOMAaTUYHY NEPEBIPKY MPUTOTOBAHOI'O HAIMOK Ha BIJAMOBIIHICThH
3aMOBJICHHIO;
- pi3HI peakIlii KJIi€HTa Ha BAAJIC YU HEBAJIC BUKOHAHHS 3aMOBJICHHS.

5. Cucrtema NOBMHHA Ha/IaBaTH J11aJIOTOBY CUCTEMY 3 MIATPUMKOIO:

- MHOXHWHU PEIUTIK 3 PO3IMOALIIOM Ha CTOPOHHU Jiaiory (TpaBeib/KIi€HT);
- JIOKai3alli Ha JIEK1JIbKa MOB;

- CKPHNTOBUX IMOJIiH, MOB'SI3aHUX 3 IEBHUMH PEIUIIKAMH,

- MOXJIMBOCTI MPOITyCKaHHS HEMIPOIYCKHUX Ta MPOITYCKHUX PETLTIK.

6. Cuctema MOBHHHA MIATPUMYBATH MEPEMIIIEHHSI TPaBIsl MK PIBHAMH 3
aHiMaIl€ro nepexony (BoJiHHS (GyproHa).

7. CucrtemMa MOBUHHA MaTH I'OJIOBHE MEHIO, 3 IKOTO MOYKHA PO3II0YaTH HOBY TPy,
POJIOBKUTH TPy, SMIHUTH HAJIAIITYBaHHS a00 BUMTH 3 IPOTPaAMHU.

8. Cucrema mnoBHHHa 3abe3nedyyBaTH 30€pEKEHHA HaJalITyBaHb TpaBls
(Ty4HICTB, MOBa) MI>K CECISIMH.

9. CucrteMa TOBMHHA HaJaBaTH ayAloCyNpoBid: (OHOBY MY3HKY, 3BYKH
OTOUYCHHSI, 3BYKOBI €(eKTH MAii TpaBIlsi, TOJOCOBI PEIUIIKM KIIEHTIB (3a
HasIBHOCTI ).

10.Cuctema noBuHHa OyTH peayii3oBaHa sIK roToBa 30ipKa JUIsl omepariiiHoi

cucremu Windows 64-bit.

3.4 ®yHKIiOHAJ CUCTEMU

Y 1upoMy miApoO3AUNT JETadbHO PO3TJSHYTO KIHOYOBI (DYHKIIIOHATIBHI
MOXJIUBOCTI CHCTEMH Ta HAaBEACHO (ParMeHTH KOAy, MI0 PpEaTi3ylTh Il
MoxxauBocTi. Ockinbku Bigeorpa «Last Night Last Call» MicTUTb 3HaUHY KUJIBKICTb
CKPHIITIB, Y po0OOTI MOKA3aHO JIMIIE HAUOLIBII BaXKIUBI AJI1 PO3YMIHHS apXITEKTypHU

Ta AITOPUTMIB YACTUHU KOTY.
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3.4.1 Cucrema B3aeMojii 3 iIHTEPAKTUBHUMHU 00'€KTAMU

B3aemomist rpaBiis 3 irpoBUM CBiTOM peaiizoBaHa uepe3 kiac PlayerGrabber,
SKUW BIJMOBIIa€ 3a BUSABICHHS IHTEPAKTUBHUX OO'€KTIB TMepes TPaBIEM,
niiiMaHHs Ta IEpEeHECEHHS MPEMETIB, a TAKOXK 3a BUKOHAHHS A1 HaJ HuMH. Kiac
MpaIfioe y ABOX peXuMax: pekuM HaBeaeHHs (Hovering), konmu rpaBers BUSBIIE
o0'ekT y moui 30py, Ta pexkuM yrpumanss (Grabbing), koyu npenMer migidpaHo y
PYKY.

JInst BU3HAUEHHS IHTEPAKTUBHOTO 00'€KTa B MOJII 30pY I'paBlisl 3aCTOCOBAHO
TEXHIKY TpacyBaHHs poMeHns (Raycast). 3 mo3utii MuIii y TpUBUMIPHHI TTPOCTIP
CLEHHU BHITYCKAEThCS NIPOMIHb, 1 SIKILIO BIH MEPETUHAE KoJlaiaep 00'ekTa Ha mapi
«Interactive», 1ieii 00'€eKT OTpUMYy€E CTaTyc «HaBeneHoro». Ilicis mporo rpaselb
MO>K€ B3a€EMOJIISITH 3 HUM KJIAIIaHHAM Mullli. JIICTUHT 5 MICTUTH (PparMeHT METOy

00pOoOKM HABEJICHHSI. .

Jlicmune 5 — Meton Hovering knacy PlayerGrabber

public void Hovering () {
if (!isGrabMode) {
var ray =

_player.camera.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;

if (Physics.Raycast(ray, out hit, interactiveRayDistance,
Layer.Mask.interactives)) {

if ( _hoveredCollider != hit.collider) ({

_hoveredCollider = hit.collider;

_hoveredInteractive =
hit.collider.GetComponentInParent<Interactive>();

if ( hoveredInteractive == null) {
SYSTEM.UI.SetTargetState (UIl.TargetState.Light); return;
t

t

if (_hoveredInteractive) {

if ( hoveredInteractive.CanInteract( player,
interactiveDistance)

&& (_hoveredInteractive.CanUse( player) | |
_hoveredInteractive.CanCombine ( player))) {

SYSTEM.UI.SetTargetState (UI.TargetState.Full); } else {
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SYSTEM.UI.SetTargetState (UI.TargetState.Light); }
}

return;

}

}
if ( _hoveredCollider) {

_hoveredCollider = null;

_hoveredInteractive = null;
SYSTEM.UI.SetTargetState (UI.TargetState.Hide) ;
}

}

Jiarpama nociiiIOBHOCTI TPOIIECY MPUTOTYBAHHS KOKTEHUIIIO, IO IEMOHCTPYE
B3aemomito Mik kiacamu PlayerGrabber, Bottleltem, Glassltem Ta Liquidltem,

HaBejieHa Ha puc. 9

Pucynok 9 — liaepama nocniooenocmi «IlIpucomyeanms KoKmeunro»

Konmu rpaBens yTpumye mpeaMeT y pyll Ta HABOAUTHCS Ha I1HIIHMA
1HTepakTUBHUM 00'ekT, cuctema Bukiankae metoa CanCombine mporo o6'ekra.
Sxmo KoOMOIHyBaHHS MOXJIMBE (HAmpHUKJIaA, TpaBelb TPUMAE IUISAIIKY 1
HALLJTIOETHCS HA KEJKX), aKTUBYETHCSA PEXUM 3aTUCKY. [1icis BiAMyCKaHHS KHOIKH
MUIIIl BUKIUKAEThCss MeTod Combine, sSIKMii BUKOHYE TMepenady IHTPEIIEHTa 3

IUIAIOKA Yy KCJIUX.

3.4.2 MexaHnika 3MillyBaHHSI KOKTEMHJIiB

HaiickiiagHimoro 3 TEXHIYHOT TOYKH 30y € peastizailis MeXaH1K1 3MIITyBaHHSI
pIIMH, sIKa BKJIFOYAE JIBA OCHOBHUX AJITOPUTMU: MPOLEAYPHY AedopMalliio Mela
PIIMHYU TIPU HAXWI KOHTEWHEpa Ta IUIaBHE 3MIINTyBaHHS KOJHOPIB MPHU JT0JaBaHHI
HOBOT'O IHTPEJIIE€HTA.

[Iponenypra nedopmariiss Mema pigdHA — pealli3oBaHa Yy  METO.i
LiquidRotation knacy LiquidItem. OcHoOBHa 17€51 aNnrOpUTMY MOJSITae B 0OUMCICHHI

IJIOIIMHM, SIKa BIJIMOBIIA€ MMOBEPXHI PIAMHU Y CBITOBOMY MPOCTOPI, Ta KOPUTYBaAHHI
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MO3MLINA BEpIIMH Mella TaKUM YHHOM, LI00 BEpIIMHM BHIIE Ili€] IUIOUMHU
«omyckanucs» 1o ii piBHA. lle 3a0e3meuye eexT TOro, 0 piauHa 3aBXKIU
3aJUIIAE€THCS TOPU3OHTAIBHOI0, HE3AJIEKHO B HaxXWiIy KoHTeiHepa. JlictwHr 6

HaBEJICHO MOBHY peaji3alliio [bOro METOIY.

Jlicmune 6 — IlponeaypHa nedopmariisi Mema piguHu

protected virtual void LiquidRotation () {

_liquidNormal =
transform.InverseTransformVector (Vector3.up) ;
_liquidNormal = liquidNormal.ClampAngle (Vector3.up,
_liquidAngleMax) ;

_liquidNormal = Quaternion.AngleAxis (90, Vector3.right) *
_liquidNormal;

var verts = liquidMeshOrigin.vertices;

_fillCurrent = Mathf.MoveTowards( fillCurrent, fill,
_liquidSpeed * Time.deltaTime);

var clampedFill = Mathf.Lerp( liquidFillMinMax.x,
_liquidFillMinMax.y, _fillCurrent);

_fillLocalPoint = new Vector3 (0, 0, Mathf.Lerp (minHeight,
maxHeight, clampedFill));

if ( fillCurrent < .1f) {

for (int 1 = 0; i < verts.Length; i++) {

verts[i] = fillLocalPoint;

1

} else {

for (int 1 = 0; 1 < verts.Length; i++) {

var distance = SignedDistancePlanePoint( liquidNormal,

filllocalPoint, verts[i]);
if (distance > 0) {
if (distance > errorHeight) {

verts[i] = fillLocalPoint;
} else {
verts[i].z = filllLocalPoint.z;

verts[i].z —-=
SignedDistancePlanePoint ( liquidNormal, fillLocalPoint,
verts[i]); }

}

t

t

liquidMesh.vertices = verts;
liquidMesh.RecalculateNormals () ;
}
public static float SignedDistancePlanePoint (Vector3
planeNormal, Vector3 planePoint, Vector3 point) {
return Vector3.Dot (planeNormal, (point - planePoint)); }
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ANTOPUTM TIpaIfioe TaK: Ha KOXKHOMY KaJipi OOYHCITIOETHCS HOPMAb [0
MOBEPXHI PIAMHM [UIIXOM TIEPETBOPEHHS TJ00AJIBHOTO BEKTOpa «BrOpy» ¥y
JIOKaJIbHY cucTteMy koopauHat 00'ekta. [1lo0 yHuKHYTH He(Di3UUHOT TOBEIIHKU TPH
CIUIbHOMY Haxwuil KOHTEWHEepa, MaKCHUMalbHUN KyT pIIUHU OOMEXY€EThCs
3HayeHHsAM _liquidAngleMax (3a3Buuaii 30 rpagyciB). Ilicis mporo s KOXKHOi
BEPIIMHMA MeIla OOYMCIIOEThCS i1 3HAKOBa BIJCTaHb N0 IUIOLUIMHU PIAMHU 32
JOTIOMOTOI0 CKaJISIpHOTO JOOYyTKYy. Beprmwmam, 1m0 3HaXOASTHCS BHUIIE MOBEPXHI,
3MINIYIOTHCS JI0 PIBHS TOBEPXHI.

Jpyruii BaKIMBUN alrOpUTM — IJIABHE 3MIITYBaHHS KOJbOpiB. [Ipu noxanHi
IHTpE/IIEHTa HOBHUM KOJIp PIAUHU Yy KEJIUXy HE BCTAHOBIIOETHCS PI3KO, a
IHTEPIIOIIOETHCA Bl IOTOYHOTO KOJBOPY /0 LIJIBOBOTO MPOTATOM 33JaHOTO Yacy.
Ile peamizoBano y meroai ChangingColor, 110 BUKIHMKAEThCSA IMIOKAAPOBO, TOKU

taiimep _colorTime Ginbiie Hyss. JIiCTUHT 7 MICTUTB KOJI IbOTO METO.Y.

Jlictunr 7 — Inasua smina konvopy piouru

protected virtual void ChangingColor () {
~colorTime -= Time.deltaTime;
var factor = colorTime / colorTimeLimit;
tempColor = Color.Lerp(color, tempColor, factor);
_liquidViewRenderer.material.SetColor (" BaseColor",
tempColor) ;
_liquidViewRenderer.material.SetColor (" SpecColor",

tempColor); }
public void SetColor (Color color, float time = 1f) {
this.color = color;

_colorTimelLimit = time;

_colorTime = time;

}

3.4.3 Cucrema 00cIyroByBaHHsI KJIi€HTIB
Cucrema KJi€eHTIB MoOyJOBaHa HaBKOJO NIBOX KioyoBux kiaciB: Client
(kmieHT sk irpoBuid 00'ekT Ha cieHi) Ta ClientOrder (omuc 3aMOBJIEHHSI KJIIEHTA).

Koxen xmient mae mone order tumy ClientOrder, y skoMy 30epiraerscsi HaOip
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IHIPEAIEHTIB, 1110 BiH X0ue 0aUYUTHU Y CBOEMY KOKTEHIII, a TAKOXK OAaTKOBI BUMOTH

1010 HASIBHOCTI JIbOY Ta 300BTYBaHHS.

3aranbHa cTpykTypa Kiacy Client Ta fioro HamankiB nokasana Ha puc. 10.

KorKkpeTHi nepcoraxi ycnaaxoBywoTbeA Big CustomClient:
Client_Focus, Client_Larry, Client_Fakelarry,
Client_LarryRessurected, Client_Wife

«abstract»

Interactive

+CanUse(player) : bool Client
+Use(player) : void

+CanCombine(player) : bool +ClientOrder erder
+Combine(player) : void

-Renderer _humanRenderer
-Renderer _monsterRenderer

+Combine(player) : void
«mAcHcTEMa- +0OnOrderSuccess(content) : void

ClientsController +0nOrderFail(content) : void
+SetMaterial(...) : void

Kepye
1

+ShowClient() : void
+HideClient() : void
+GenerateRundomClient() : void

«abstract»
-| CustomClient

«Serializable~
ClientOrder

1
rder—

+bool[5] liquid
+bool ice
+bool shake
+bool pills

+RandomParams() : void

+CompareWithoutPills(askOrder) : bool

+GetColor() : Color

Pucynoxk 10 — /liacpama kracie knienmie ma ix 3aMO61€Hb

3amoBneHHs npesacrasieHe kiaacom ClientOrder, o MicTUTh OyJieBHil MacuB

OaXaHMX I1HTPEIIEHTIB, a TaKOX mpamnopii ice (un motpideH iia), shake (um

noTpiOHO 300BTYBaHHs) Ta pills (uu Oysio nogaHO TaONIETKH — ClieliaibHA CIOKETHA

Mexanika). Jlictunr 8 HaBeneHo Bu3HadeHHs kiacy ClientOrder pazom 3 meToaoM

HOpiBHHHHH 3aMOBJICHHA 3 IIPUTI'OTOBAHHUM HAIIOEM.

Jlicmune 8 — Knac ClientOrder 3 MeTogamMu MOPIBHAHHS Ta 0OUKCIECHHS

KOJIbOPY

[System.Serializable]

public class ClientOrder {

public bool[] ligquid = new bool[5];
public bool ice;

public bool pills;

public bool shake;

public void RandomParams () {

var minIndex = Random.Range (0, 5);
for (int 1 = 0; i < liquid.Length; i++)
if (minIndex == i) {

liquid[i] = true;
} else {
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ligquid[i] = Random.Range (0, 100) < 50;
}

}

ice = true;

shake = true;

}

public bool CompareWithoutPills (ClientOrder askOrder) {
for (int i = 0; 1 < liquid.Length; i++) {

if (liguid[i] != askOrder.liquid[i]) {

return false;

}

t

return ice == askOrder.ice && shake == askOrder.shake; }
public Color GetColor () {

var color = new Color();

var isFirstColor = true;

for (int 1 = 0; i < liquid.Length; i++) {
if (liquidf[i]) A

if (isFirstColor) {

color = SYSTEM.COLORS.liquid[i];

isFirstColor = false;

} else {

color = Color.Lerp(color,
SYSTEM.COLORS.ligquid[i], .5f);

}
}
}

return color;
}
}

Meton CompareWithoutPills BukoHye mopiBHSIHHS ABOX 3aMOBJIEHb 32 BCiMa
MOJISIMU KPIM HAssBHOCTI1 TaOJeTOK. SIKIO BCl MoJsi 301raloThCsi, METOJ MOBEpTaE
true, 110 O3Ha4ya€ — Haliil MPUTOTOBAHO MPABUIBHO. Y IHIIOMY BHUMAJKY KJIIEHT
BUCJIOBITIOE HE3aJ0BOJICHHS Ta YeKae Ha HOBY CIIpo0y.

JHiarpama mOCHIAOBHOCTI Mpoliecy OOCIyroByBaHHs KJII€HTa HaBElICHA Ha

puc. 11.



IpaBeub

Client

DialogController

ClientsController

Level 1

4: paH[OMHI

5: Combine(glass)

2: CTBOPEHHS KNieHTa, aHimMauis noseun

1: ShowClient(c)

6: grabber.GiveToDrink()

1

1

3: dialogMeet.Run() |
> |

1

1
nianorun (o4ikysaHHsA 3aMOBNEHHRA)
——————— L

1
7: order.CompareWithoutPills(glassContent)
1

8: dialogSuccess.Run() / dialogFail.Run()
L 1

1
9: OnClientHide(c)

10: generate next

Pucynoxk 11 — [liacpama nocnioosnocmi « Ob6¢y208y8antsL Kii€eHmay

[Ipouiec oOcmyroByBaHHs Kili€HTa MouMHAaeThest 3 Merony ShowClient
koHTpoJiepa ClientsController, sikuii CTBOprO€ KJIlEHTA Ha CILIEHI Ta 3alyCKae MOro
aHiMariito mosiBu. Ilicas 3aBepieHHs] aHIMaIlli BUKIMKAETHCS BITAJIBHUI J1aJIoT,
MICJIS SIKOTO KJIIEHT YeKae Ha 3aMOBJICHHs. ['paBelb roTye Hami 1 mepegae Woro
KJIIEHTY, TICIA 4oro BUKIHMKaeThcss MeToa Combine kiacy Client, 1mo nopiBHIOE

BMICT KeJuxa 13 3aMoBjIeHHsAM. Jlictunr 9 nemoHcTpye kintodoBuii Meroa Combine

KJIIEHTA, SIKUM pealti3ye 1o JIOTIKY.

Jlicmune 9 — Meton Combine knacy Client

public override void Combine (Player player) {

var glass

(GlassItem)player.grabber.itemInHand;

if (SYSTEM.SCRIPT.activeLevel is Level 1) ({

if (glass.content.ice == false)
Dialog.iceNeeded.Run () ;

return;

}

if (glass.content.shake == false)

Dialog.shakeNeeded.Run () ;

return;




49

}
}

player.grabber.GiveToDrink (transform) ;

var glassContent = glass.content;

if (order.CompareWithoutPills (glassContent)) {
this.WaitForSeconds (2f, () => {

OnOrderSuccess (glassContent) ;

1)

glass.content = new ClientOrder (),
glass.UpdatelLiquidStats () ;

} else {

this.WaitForSeconds (2f, () => {

OnOrderFail (glassContent) ;

1)
}
}

3.4.4 Jliasorosa cucreMa Ta JIOKaJi3amis

HianoroBa cucreMa B Tpi pearnizoBaHa uepe3 kiac DialogPreset, sxuit
MPEJCTABIIIE OKPEMUM OJOK MiaJiory, IO CKJIAIA€ThCs 3 MOCIHIIOBHOCTI PEIUTIK
(DialogPhrase). KoxHa perutika MicTUTB 11€eHTU(IKATOP CTOPOHHU (IpaBellb, KIIIE€HT,
OTIOBi/1a4), TEKCT Ta OMITIOHAIIbHUIM HOMEP CKPUITA, IKUH 3aMTyCKAETHCS MIPH MOKa31
L1€1 peruniKy (HampuKIIal, TOBOPOT KAMEPH /10 IEBHOTO 00'€KTA).

Jlokamizarisi peajizoBaHa yepe3 TeKCTOBI (aitnu y nupektopii locale: daiin
en.txt s aHrMiACbKOi MOBM Ta ru.txt — 1is pociiicbkoi. KokHa perutika
3amuCyeThesad y (opMaTi «CTOPOHA|TEKCT|CKPUMNT», a OJIOKH iajoriB PO3/LIeHI
nopoxHiMU psankamu. [1ix gac iHiiamizamii rpu BiAMOBIMHUAN (aiiil 3UUTYETHCS Ta
napcutbest MetogioM ReloadPhrases. Jlictuar 10 HaBeneHo 1iedt MeToa pa3oM 3

nomoMi>kHUM kitacoM DialogPhrase.

Jlicmune 10 — Knacu DialogPreset Ta DialogPhrase

public class DialogPreset {
public int phraselIndex;
public DialogPhrase[] phrases;

public void ReloadPhrases (string[] lines, ref int
startIndex) { while (lines[startIndex] == string.Empty) {
startIndex++;

}
int length = 1;
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if (lines.Length > startIndex + length) {

while (lines[startIndex + length] != string.Empty) {
length++;

if (lines.Length == startIndex + length) { length--;
break;

t

t

}

int index = 0;

phrases = new DialogPhrase[length];

for (int i1 = startIndex; i < startIndex + length; i++) {
phrases[index] = new DialogPhrase(lines[i]);

index++;

t

startIndex += length;

t

public void Run (Action<DialogPreset> callback = null,
Action endCallback = null) {

SYSTEM.DIALOG.Run (this, callback, endCallback);

t

}
public class DialogPhrase {

public int side;

public string text;

public int script;

public bool canSkip = true;

public DialogPhrase(string localelLine) {

var substr = localelLine.Split('|");

side = int.Parse(substr[0]);

text = substr[l];

script = (substr.Length > 2) ? int.Parse(substr([2]) : -1;

Takuit dhopmat 30epiraHHs J1aJIOTiB JO3BOJISE JETKO J10JaBaTH HOBI MOBU
Jokaizaiii 6e3 Moaudikarlii Koy nporpaMu — JI0CTaTHHO CTBOPUTHU HOBHM (haiii
MepeKIaay 3 TIEI XK CTPYKTyporo. ['paBerib Moke oOpaTH MOBY B HaJallITyBaHHSX

I'pH, IMICJIS YOT0 CUCTEMa aBTOMAaTUYHO MEPEe3aBaHTAXKUTh BC1 A1aJI0TH.
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3.4.5 Mexanika meiikepa (300BTyBaHHS)

OpHi€l0 3 OpUTIHANIBHUX MEXaHIK I'pU € 300BTYyBaHHS KOKTEWIIO y HIeiKkepi
abo Oesmocepenubo y kenuxy. Lls MexaHika peami3oBaHa dYepe3 BiICTEKEHHS
BEPTUKAJIBHUX PYXiB MUIII: SIKIIO TPaBellb MIBUIKO MEPEMIIIy€ MUIILy BIOpPY-BHH3,
rpa IHTEPIIPETYE 1€ AK crpoOy 300BTATH HAIIMH.

AJroput™ poOOTH MEXaHIKU HABEJICHO y JIICTUHTY 11.

Jlicmune 11 —MexaHika BIICTEKEHHS pyXy LIeHKepa

public void Grabing () {

var mouselLocalPos = Input.mousePosition;
mouselocalPos.z = distanceFromCamera.z;
mouselocalPos =

_player.camera.ScreenToWorldPoint (mouseLocalPos); var
containerPosition =
_handItemContainer.transform.position.y;

if ( _shakeLastUp) ({

if (containerPosition - mouseLocalPos.y > shakeDistance)
{ shakePosition = mouseLocalPos.y;
_handItemContainer.OnShake () ;

_shakeLastUp = false;

}

} else {
if (mouseLocalPos.y - containerPosition > shakeDistance)
{ shakePosition = mouseLocalPos.y;

_handItemContainer.OnShake () ;
_shakeLastUp = true;

}

}

_handItemContainer.MoveToPosition (mouseLocalPos) ;

}

AnropuT™m 30epira€ OCTaHHIM HaNpsAMOK pyxy (Bropy 4u BHM3) y TMOJi
_shakeLastUp. Konu muia nepemiinyerbcst Ha 3aJjaHy BiACTaHb Y MPOTUIIC)KHOMY
HaIpsIMKY TOPIBHSHO 3 TOMEpPEHIM, cucTemMa (iKCye 1€ SIK OJIMH «IIEHK-pyX» Ta
Bukiukae mojiro OnShake. ITicis nmeBHOT KIJTBKOCTI TAKUX PYXiB BMICT KOHTEHHEpa
MMO3HAYAETRLCS K 300BTaHUM, 10 BimoOpaxaeThecs y cTpykTypi ClientOrder gepes

npanopeib shake.
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3.4.6 Cucrema irpoBux piBHIiB Ta nmepeMilleHHSA

[TepemitieHHst Mk PiBHSIMH peaii3oBaHO Yyepe3 MEXaHiKy BOAIHHS (yproHa.
['paBenb 3axoauTh A0 KabiHU (yproHa, cifiae Ha BOJINCHKE CHUJIHHS Ta HATHUCKA€E
KHOIIKY «Ixatm». Ilicns mporo BHKIHKaeThes MeTon DriveStart kmacy MainScript,
KU 3alycKae TOCTIIOBHICTh aHIMalllil Ta MOJii: 3aTeMHEHHsSI €KpaHy, 3BYK
IBUTYHA, OYIKyBaHHS, OCBITJICHHS €KpaHy, 3aBaHTaXCHHS HOBOTO piBHs. JIicTHHT

12 HaBeneno meroj DriveStart.

Jlicmune 12 — Meton DriveStart kiacy MainScript

public void DriveStart () {
if (isDriving) {
isDriving = false;
SYSTEM.BeforeDriveStart () ;
SYSTEM.OnDriveStart () ;
SYSTEM.AfterDriveStart () ;

isDriving = true;
return;

}

isDriving = true;

SYSTEM.BeforeDriveStart (
SYSTEM.UI.FadeIn(() => {
SYSTEM.OnDriveStart () ;
SYSTEM.WaitForSeconds (3f, () => {
SYSTEM.UI.FadeOut (() => {
SYSTEM.AfterDriveStart () ;

1) ;

1) ;

1) ;

) 7

BaxxyinBoto 0COONMMBICTIO apXITEKTYpH € Te, 10 caM MPOIIEC MepeMilleHHs
po3noauieHo Ha mochinoBHl etanu (Before — On — After), koxeH 3 gKux
JUCIIETUEPU3YEThCS JI0 BCIX mijcucTteM uepe3 martepH Template Method. Ile
JT03BOJISIE KOXKHINM MIJICUCTEM1 BUKOHATH HEOOX1H1 MiArOTOBYI Ta 3aBepIIaJIbHI il
CaMOCTIHHO: HANpHUKJIaJA, CUCTeMa KIIE€HTIB MPUXOBYE aKTUBHOTO KJII€EHTa MEpen

ITOYaTKOM HCpGMiIHGHHSI, a cuctema Ul 3atemHI0O€ CKpaH.



53

3.4.7 MexaHika npocBiYyBaHHS KJII€HTIB KPi3b IJISIIIKY

Opniero 3 kIro4oBUX ocobmuBocteil Bimeorpu «Last Night Last Cally, axa
BUPI3HAE 1i 3-TIOMDK IHIIUX CUMYJISTOPIB OapMeHa, € MeXaHlKa MPOCBIYyBaHHS
KIIIEHTIB Kpi3b CHerianpHy IimKy. [l mexaHika moeaHye irpoBy (YHKINIO 3
HappaTUBHOIO Ta BUKOHYE POJIb €JIEMEHTA MCUXOJIOTTYHOTO XOpOopY, 110 HaAa€ Ipi
YHIKaJbHOI aTMoc(epu Ta MOTTUOIIIOE CIOKETHE HATOBHEHHS.

CrokeTHO MexaHika 1mo0y/IoBaHa Ha TOMY, IO TOJIOBHUU repoi JIko, skuii
nepexkuBae BTpaTy Jnpyxkunu Capu, BUSBISIE cepell KIIEHTIB 0apy iICTOT,
MPUXOBAHMX I1J1 JIFOJICBKOIO 30BHIIIHICTIO. BijcuiaHHsa 10 KJIACUYHOro (UIbMY
«Invasion of the Body Snatchers», makar sikoro po3mimieHo B Gyprosi 6apmena,
1KPECITIOE MOTHB JIBOICTOCTI pEeabHOCTI Ta MapaHOiJaIbHOTO CIPUIHSATTS CBITY,
XapaKTEpHUU JUIsl CTaHy €MOLIIMHOI TpaBMU. ['paBenb OTpUMYyE€ ClieliaIbHY IUIAIIKY
3 no3Haukoro «Look throughy, yepes siky BiH MOXe MOOAYNTH CIIPABKHIO CYTHICTD
BIJIB1/1yBaya.

3 TEXHIYHOI TOYKHM 30py KOXEH KIIIEHT Ma€ JBa Bi3yallbHI IPE/ICTAaBIICHHS,
KOXKHE 3 SKHX BIJIOOPaXKAEThCSA BIIACHUM PEHIASPEPOM: JIOJACHKY dopmy (mose
_humanRenderer) Ta ¢opmy icrotu (mone monsterRenderer 3 okpemum
matepianioM). OOuBa MpeCTaBICHHS HAJIAIITOBYIOTHCS I11]1 4ac TeHepallii KJIieHTa:
koHTposep ClientsController meTogom SetMaterial mpuzHavae KOKHOMY peHIEPEPY
BUIMAQJAKOBUM MaTepian 13 3a3gaieriib miarorosieHux HaOopiB randomClients Ta
randomMonsters. 3aBAsgkd LbOMY KOXEH BIJIBIyBad OTPUMYE YyHIKaJIbHY
30BHIIIHICTb SIK Y JIFOJICHKIHM, TaK 1 y IPUXOBaHii Ghopmi.

dopMa 1CTOTH MPOSBISETHCS JTUIIIE MPU TOTIISA1 KP13h CHEIabHY IIISIIKY 3
nmo3Haukoro «Look throughy»: merir icToTH BUHECEHO B OKPEMHIA IIap PEHIAEPHUHTY 31
CIeliaJIbHUM MaTepiajioM, SIKUi CTa€ MOMITHUM CaMe KPi3b CKJIO L€l MUISAIIKH, TOII
AK Y 3BUYAITHOMY TOTJIS 3a/IMIIAETHCSI HEBUAUMUM. Takuii miaxia peanizye eexrt
npocBiuyBaHHs 3acobamu rpadiunoro konseepa URP, 6e3 momaTkoBoi irpoBoi
noriku. [Ipu3HaueHHs: MaTepiajliB 000M MPEACTABICHHIM KIIIEHTa BUKOHYE METO]

SetMaterial knacy Client, HaBefeHuii y nicTuHTy 13.
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Jlictuar 13 wmictute Qparment kinacy Client 3 nBoMa peHaepepamMu Ta
merogoMm SetMaterial, a Takox w™etonq GenerateRundomClient kouTponepa

ClientsController, sikuit npu3Hayae Marepianu 000M MpPeACTaBICHHSIM KIIIEHTA.

Jlicmune 13 — HanamryBaHHs ABOX Bi3yalbHUX (OpPM KITi€HTA (METOJ

SetMaterial)

public class Client : Interactive {
[SerializeField] protected Renderer monsterRenderer;
[SerializeField] protected Renderer humanRenderer;

public void SetMaterial (Material material, bool
monster) {
if (monster) {

~monsterRenderer.material = material;
} else {
_humanRenderer.material = material;
}
}
}
public class ClientsController : SystemComponent ({
public Material[] randomClients;
public Material[] randomMonsters;
public Client GenerateRundomClient () {
var client = Instantiate(clientPrefab, transform);

client.SetMaterial (
randomClients.GetRundom(ref
_lastRandomClientIndex), false);
client.SetMaterial (
randomMonsters.GetRundom (ref
_lastRandomMonsterIndex), true);
return client;

}

OxpiM Bi3yaJibHOI CKJIQJOBOi, MEXaHIKa BIUIMBA€ Ha CIOYKETHI MOJIi: SKILIO
rpaBelb 1IeHTU(]PIKYE ICTOTY Ta OOCIYroBy€e ii OCOOJMBUM YMHOM (HAmpHKIas,
J0Ja€ y KOKTEWNb creniagbHy TaOJeTKy 3aMiCTh 3BMYAWHOTO IHTPEIIEHTA), 1€

IPU3BOIUTH IO AIbTEPHATUBHOIO PO3BUTKY MO/11# HA piBHI. TakuM YHHOM MexaHika
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MPOCBIYYBAaHHS BHMKOHYE HE JIMIIE ECTETHYHY, a W CyTO IrpoBy (QYyHKIIiIO,
BIUTMBAIOYH HA PE3YJIbTAT MPOXOHKCHHS.

[{ixaBUM TEXHIYHUM aCIEKTOM € Te, IO OOUBI Bi3yaibHI (OpMHU KITIEHTA —
JIIOJICbKa Ta MOHCTPOIOAIOHA — ICHYIOTh OJIHOYACHO SIK OKPEMI MeEIlll 3 BIIACHUMHU
peuaepepamu  (_humanRenderer Ta monsterRenderer). Meton SetMaterial
npuU3HaYae KOKHOMY pEHJIEpepy BIIMOBITHWA MaTepiall, a MEepPeMHKaHHS MiX
dbopmamu peanizyeThcsi cyTo 3acobamm rpadiuHoro konBeepa URP, 6e3 3MmiHn
IrpOBOi JIOTIKM YW MOBTOPHOIO CTBOPEHHS OO0'€KTIB, IO JI0O3BOJISIE 30€perTu

POYKTUBHICTD.

3.4.8 Ayniocucrema

3BYKOBUW CYNpOBiJI € OJHUM 3 HAWBaXKJIMBINIUX 3aCO0IB CTBOPEHHS
aTMoc(epH B Irpax >KaHPy CUMYJISITOP Ta MCUXOJOTIYHOTO XOPOpPY, IO JAETAIBHO
oOrpyHtroBano y ¢ynnamenrtansHiid npami K. Kommins [21]. Texniuna peamizaiis
ayaio B cepegoBuii Unity onucana B odimiiHii gokymeHTaiii [22]. Y Bigeorpi
«Last Night Last Call» ayniocucrema peasnizoBaHa K okpeMa mijcucrema Sound,
10 yCaJAKOBY€EThCS Bl 6a30Boro kiacy SystemComponent Ta miAnOPsSIKOBY€ETHCS
3arajbHIN apXITEKTYypl KUTTEBOro UKIY. e 3a0e3neuye yHipikoBaHe yrpaBiIiHHS
3BYKOM Ha BCIX eTarax poOOTH TpH: iHIIiami3allli, mepexonax MK PIBHAMH, B
MOMEHT May3H TOIIIO.

['yuHicTh 3ByKy pO3NOAUIEHO HA OKpEMI KaHald ayAioMiKIiepa
(AudioMixer): 3aranpamii (Master), my3uka (Music) Ta 3BykoBi edextu (SFX).
Merton SetVolume xmacy Sound mnepeBOAWTH JiHIMHE 3HAYEHHS I[IOB3yHKA
HaJalITyBaHb y nenudenu 3a jorapudmivroro mkanorw (Mathf.Log10) i 3actocoBye
HOTO 110 BIAMOBIIHOTO MapaMeTpa MIKIIepa. 3aBAsKA IIbOMY TpaBellb MOXKE
HE3aJIEKHO PETyIIOBATU TYYHICTh MY3UKH, €(EKTIB Ta 3arajibHy I'y4HICTh Y MEHIO
HaJaIITyBaHb, IO € CTAHAAPTHOIO MPAKTUKOIO CYYaCHUX 1rop.

KopoTki 3BykoBi edextn BiATBOprOIOTHCS MeToAoM Playlnstance: ms
KOXHOTO 3BYKY Yy TOUIII MTOAIT CTBOPIOEThCSI TUMUYACOBUH ex3eMIuisip AudioSource 3

npedaba, sKMil TMiCAsS 3aBEpUICHHS BIATBOPEHHS AaBTOMAaTUYHO 3HUILYETHCS
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kopyTtuHoto IEPlayInstance. Takui miaxia 103BOJIsIE BIATBOPIOBATH JEK1JIbKA 3BYKIB
OJIHOYACHO Ta PO3MIIIYBAaTH iX y TPUBUMIPHOMY MPOCTOPI (MIPOCTOPOBUI 3BYK
yepes spatialBlend), mo migcuiitoe BiTUyTTs NPUCYTHOCTI Y 3aMKHEHOMY MPOCTOP1
dbyprosa mpu 4acTomMy BiATBOPEHHI 3BYKIB (HaIpPHUKJIAJ, IPY HAIMBAHHI PIIUHUA Y
CKJISIHKY ).

OkpiM TOYKOBHUX €(EKTiB, y Tpl 3aCTOCOBAHO IMPOCTOPOBY peBepOeparlito
gyepe3 kommnoHeHT AudioReverbZone (mone reverbZone xiacy Sound), sika
BMHUKA€ETHCA Ta BUMUKAETHCS 3aJI€KHO BiJl TOTO, Y MepeOyBae rpaBelb ycepeanHi
¢yprona. Iy mIaBHOTO 3aBEpILICHHS 3BYKIB, L0 BIATBOPIOIOTHCSA ITUKJIIYHO
(Hanpuknan, cTyKy y ABepi Ha piBHI VHS-mara3uny), BUKOPUCTOBYIOTHCS METOIU
po3mmpennst FadeStop ta FadePause, skxi moCTymnmoBO 3MEHIIYIOTH Ty4YHICTb
JpKepesia nepejt 1oro 3ynuHKOI0 UM May3010.

3ByKOBI €(QEeKTH TIpH BKJIIOYAIOTh: 3BYKM HAJIMBAHHS pPIOUHU PI3HOL
IHTEHCHUBHOCTI 3aJIEKHO BiJl 00'eMy, 3ByK 300BTYBaHHS IeiKepa, 3BYK MHaJiHHS
KyOMKIB JIbO/Y, 3BYKHM KPOKIB TpaBls IO PI3HUX MMOBEPXHSX, 3BYK BIIKPUTTSA
IUISIIIKY, 3BYK JABUTYHA (PyproHa mMiJl 4yac NEepeMIlIeHHs] MIXK JIOKAIIIMH, a TaAKOX
crieriajgbHl 3BYKHM IS MEXaHIKM MPOCBIYYBAaHHS — IIEMIT Ta CIIOTBOPEHHS, IO
CYyIPOBO/IKYIOTh TMOsIBY (OopMU ICTOTH. Yci 3BYKOBI ¢aiinu oOpoOJsieHi B
ayniopemaktopi Audacity 3 HOpMami3ali€l0 TY4YHOCTI Ta 3aCcTOCYBaHHSIM
peBepOepaliii 715 BIMOBITHOCT] aKyCTHIl 3aMKHEHOTO MPOCTOpY (GyproHa.

Jlictunr 14 nHaBegeHo ¢parmeHt kiacy Sound 3 OCHOBHUMH METOIaMU

ayJ1l0CUCTEMHU.

Jlicmune 14 — ®parment kiacy Sound

public class Sound : SystemComponent ({
[SerializeField] private AudioMixer volumeMixer;
[SerializeField] private AudioSource
_audioSourcePrefab;

public ClipPreset stepWood;
public ClipPreset dogAlert;
public ClipPreset bottleProbka;
public ClipPreset waterDrain;
public ClipPreset waterShakel;
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public ClipPreset pills;

public void SetVolume (string key, float value) {
if (value > 0.0001f) {
value = Mathf.LoglO (value) * 20f;
}
_volumeMixer.SetFloat (key, value);

}

public void PlayInstance (ClipPreset preset, Vector3
point,
System.Action callback = null)
{
var instance = Instantiate( audioSourcePrefab,
point,
Quaternion.identity);
instance.Play (preset);
StartCoroutine (IEPlayInstance (preset.clip.length,
instance, callback));

IEnumerator IEPlayInstance (float delay,
AudioSource instance, System.Action
callback) {
yield return new WaitForSeconds (delay) ;
Destroy(instance.gameObject) ;
callback?.Invoke () ;

}

public static class AudioSourceExtension {
public static void Play(this AudioSource source,
ClipPreset preset, System.Action
callback = null) {
source.Stop () ;
source.clip = preset.clip;
source.volume = preset.volume;
source.spatialBlend = preset. 3d;
source.loop = preset.loop;
source.pitch = Random.Range (preset.pitchMin,
preset.pitchMax) ;
source.Play (),

}

Cuctema Sound Takox 3abe3reuye 30epeKeHHs HaJallTyBaHb I'yYHOCT1 MIXK

CeCisIMU TpU: 3HAYEHHsS TYYHOCTI 34MTYIOThCs 31 cxoBuiia PlayerPrefs mig wac
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Himami3amii Ta 30epiraloThes npu 3MiHi. Ile 3abe3neuye komMpOpTHUN TOCBIJ
KOPUCTyBa4a, OCKIIBKM HaJAIITOBaHI OJHOTO pa3y MapaMeTpud  3BYKY

3aCTOCOBYIOTHCSI aBTOMAaTUYHO IIPU KOKHOMY HACTYITHOMY 3aITyCKY.

3.4.9 Cucrema HaIalITYBaHb Ta 30epesKeHHs CTaAHy

BianogigHo 10 chopMyaroBaHNX (YyHKIIIOHATBHUX BUMOT, CUCTEMA ITOBUHHA
3a0e3neyyBaTu 30€pe)KCHHS HaJalITyBaHb TpaBls MK cecisimu. Lo ¢yHKIi0
peanizye knac Settings, SKWi, SK 1 1HII MIJACUCTEMHU, YCHAJIKOBYETHCS BiJ
SystemComponent Ta kepyeTbcst uepe3 narrepH Service Locator.

Kiac Settings 30epirae Taki mapameTpu: 3arajbHa ryqHicTh (masterVolume),
ryuHicTh My3ukd (musicVolume), rydnicts edektiB (sfxVolume), motouna mMoBa
nokamizamii (locale) Ta wyrtnuicth Muil (mouseSensivity). 30epiranss
BUKOHY€ThCA 4epe3 cranaapTHuii MexaHisMm Unity PlayerPrefs, sikuiil 3anucye nani
y peecTp oneparlliifHoi cuctemu Windows.

Takuii miaxiq Mae TmepeBary MNpOCTOTH Ta HaaiiiHocTti: PlayerPrefs
ABTOMAaTUYHO OOpOOJsiE MUTaHHS cepiai3alii MNPUMITUBHMX THIIIB, KOPEKTHO
Ipalloe Mpy OHOBJICHHI BepCli I'pu Ta HE MOTPeOye N0JATKOBO1 JIOTIKHU 1HIIIami3a1ii
OpH TEPIIOMY 3allyCKy — 3HAYCHHS 3a 3aMOBUYYBAHHIM 3a/Jal0ThCS JIPYTHM
aprymentom MetoaiB PlayerPrefs.GetFloat/GetString y metoni Load. Jlictunr 15

HaBeJIeHO ()parMeHT Kiacy Settings.

Jlicmune 15 — ®parment kiacy Settings

public class Settings : SystemComponent {
public static float mouseSensivity;
public static float masterVolume;
public static float sfxVolume;
public static float musicVolume;
public static string locale;

public const string VOLUME MASTER = "volume-master";
public const string VOLUME SFX = "volume-sfx";
public const string VOLUME MUSIC = "volume-music";
public const string MOUSE SENS = "mouse-sens";

public const string LOCALE = "locale";



59

[SerializeField] private Slider volumeMasterSlider;
[SerializeField] private Dropdown localeSelector;

private string[] locales = new string[] { "en", "ru" };
private void Load () {
mouseSensivity = PlayerPrefs.GetFloat (MOUSE SENS,
4f);
masterVolume = PlayerPrefs.GetFloat (VOLUME MASTER,
.5f);
sfxVolume = PlayerPrefs.GetFloat (VOLUME SFX, 1f);
musicVolume = PlayerPrefs.GetFloat (VOLUME MUSIC,
1f);

locale = PlayerPrefs.GetString (LOCALE, locales[0]);
}

private void Save () {
PlayerPrefs.SetFloat (MOUSE SENS, mouseSensivity);
PlayerPrefs.SetFloat (VOLUME MASTER, masterVolume) ;
PlayerPrefs.SetString (LOCALE, locale);

}

private void Apply () {
SYSTEM.SOUND. SetVolume (VOLUME MASTER,

masterVolume) ;
SYSTEM.SOUND. SetVolume (VOLUME SFX, sfxVolume);
SYSTEM.SOUND. SetVolume (VOLUME MUSIC, musicVolume) ;

BaxxnuBoro BinacTuBiCcTIO Kiacy Settings € Te, 10 3MiHA MOBHU BUKJIMKAE
meton Apply, skuii uepe3 SY STEM.DIALOG:.Init() mOBTOPHO 34UTY€ BiAMOBITHUN
daiin Jsokamizamii Ta OHOBIIOE Bcl permniku MerogoMm ReloadPhrases 6e3
HEOOXITHOCTI TIepe3anycKy rpu. AHAJIOTIYHO, 3MiHA MapaMeTpiB T'yIHOCTI O/pasy
3aCTOCOBY€ETHCS hi (s rpyn aynioMikKIiepa yepes BUKJIUKH

SYSTEM.SOUND.SetVolume.
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3.5 Bumoru 10 intepgeiicy

Iatepdeiic kopuctyBaua Bimeorpu «Last Night Last Call» ©6yno
CIPOEKTOBAHO 3 YpaxyBaHHIM BUMOT 1HTYITUBHOCTI, MIHIMaJIi3My Ta BiJIOBITHOCTI
KaHPY CUMYJISTOpA.

3aranpH1 BUMOTH J10 THTEpQEHCy:

1. Intepdelic moBuHEeH OYTH peali30BaHUM Yy BUIJIAJI HAKJIAJACHOTO Ha
tpuBuMipny cueny HUD (Heads-Up Display), a Takox BIKOH, IO
3'SIBJISIOTHCS Y IOTP1IOHI MOMEHTH.

2. Inrepdelic TOBUHEH BUKOPUCTOBYBATH TUIIOTPpa(IKy, sika BIATOBIAAE CTHIIIO
I'PU — PETPO, 3 HECOHOBUM BIITIHKOM.

3. Inurepdeiic OBUHEH MIATPUMYBATH JIOKAJI3AI[I0 Ta IMHAMIYHO BiAOOpaXkaTu
TEKCT 00paHOI0 MOBOIO.

4. KepyBaHHS I'pOl0 NOBHHHO 3JIIMCHIOBATHCS 3a JIOMIOMOIOIO KJIaBlaTypu Ta
MUIII.

CrpykTtypa iHTep(eiicy MICTUTh TaKi €IEMEHTH:

- TomnoBHe wMeHto 3 kHomkamu «llouyatm HOBY Trpy», «lIpomoBxkutny,
«HamawmrryBanusy», « Buiitu.

- IlpuuineHuii Mapkep y HEHTP1 €KpaHy, IKUd 3MIHIOE CBIM CTaH 3aJIEKHO BiJl
HAsSIBHOCTI 1HTEpAaKTUBHOTO 00'ekTa y moJi 3opy (Hide — nema o6'exra, Light
— € He-akTuBHUM 00'ekT, Full — € akTuBHMIT 1HTEpaKTUBHUI 00'€KT). — BikHO
Jianory, o BiI0Opa)kaeThCsl BHU3Y €KpaHy Mij 4ac pO3MOBH 3 KIIEHTOM a00
Y CIO)KETHUX MOMEHTaXx.

- Menro nay3u, 110 3'IBISE€THCS MPU HATUCHEHH] KJ1aBimii Esc 1 MICTUTh KHOIIKH
«IIponosxutn», «Hanamrysanus», « Buntm.

- MeH10 HanamTyBaHb 3 MapamMeTpaMu T'YYHOCTI (3arajbHa, My3uKa, e(eKTH)

Ta MOBH 1HTEpEHCY.
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3.6 Peanizanisi i TecTyBaHHA

3.6.1 Peanizanin

®di3UYH1 XapaKTEPUCTUKHU OTOYHOI BEpCli CUCTEMH HAaBEICHO HUXKYE.
OO6csr kony:

C# — 6msbko 60 ckpurntiB, 61u3bk0 4000 psaKiB KOTY;

Shader (HLSL/ShaderGraph) — 5 meiinepis;

Jlokanizauiiini aitnm — 2 MoBH, 201 psiIoKk KOKEH.

CTpyKTypHI CKJIaJIOBI IPOEKTY:

4 irposi piBH1 (TosI0BHE MeHIO, Ki1y0, VHS-marasun, kinoteatp); — 5 TUIIB
IHTPEAIEHTIB JJIs1 KOKTEHIIB + JiJ1 + MIeHK;

6 TumiB KJIieHTIB (0a3oBuii Bunaakosuii, Larry, FakeLarry, LarryRessurected,
Wife, Focus) mumtoc CustomClient;

10+ i"TepakTUBHUX 00'€KTIB (IUIAIIKH, KEIUX, IIeHKep, ABEpl, KpaH,
JLOJOTEHEPATOP TOIIIO);

bmuzbko 30 mianoroBux OJOKIB Ta CHOKETHUX BCTABOK 3 pEIUIIKaMHU

nepcoHaxiB (201 psimok y koxxkHOMY (haiisi JToKai3ariii).

3.6.2 Anpodauis

J1J1st mepeBipKy mparne31aTHOCTI po3pOo0IeHOT CHCTEMH OYJI0 IPOBEICHO TECTyBaHHS

Ha 1uiboBik miatdopmi (Windows 10 64-bit). ¥V mporeci TecTyBaHHs rpa OyJia

3amylieHa 3 Ouly, MOCIIJOBHO NPOMIEHO BCl TPU IFPOBI PiBHI, MPOBEAECHO

00CITyroByBaHHS Pi3HUX THUIIB KJIIEHTIB Ta TEPEBIPEHO KOPEKTHICTH POOOTH BCIX

ITPOBUX MEXaHIK.

Ha puc. 12 300pakeHO rojIoBHE MEHIO TPH.
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NEW GAMI
SETTINGS
TITLES

EXIT

Pucynox 12 — I'onosne menio epu «Last Night Last Cally

Ha puc. 13 300paxkeHo irpoBuil mpoiiec y Jiokailli Kiiy0y — OapHa cTilika,

TUTSIIIKY 3 THTPEIIEHTaMU, IIEHKep Ta JIbOAOTeHEPATOp.

Pucynoxk 13 — Ieposa nokayis «Knyoy
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Ha puc. 14 nokazaHo MOMEHT MPUTOTYBaHHS KOKTEWUJII0O — IpaBellb HAJIUBAE

OJIMH 3 THTPEAIEHTIB Yy KEIUX 3 BUKOPUCTAHHSM TUISIIIKH.

Pucynox 14 — IIpoyec npucomyeanns KOKmeuno

Ha puc. 15 moka3zaHo B3aeMOJIiF0 3 KJII€EHTOM: Ha €KpaHi BiIOOpaKa€ThCs

J11aJIOTOBE BIKHO 3 PEIUTIKaMH KJII€HTA Ta TPaBLIs.

-
1M A AR .

Pucynox 15 — {ianoe 3 knienmom
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Ha puc. 16 3006paxkeHo npyry irpoBy jiokaiito — VHS-mara3un, sikuii BiiBigye

rpaBellb MICHs 3aBEpIICHHS MO y KITyOl.

Visitor

This ks what you need!

Pucynoxk 16 — Ieposa nokayia « VHS-mazazumy

Ha puc. 17 300paxxeHo (piHanbHy IrpoBYy JIOKAIlil0 — KIHOTEATp, HAa SIKOMY

3aBEPUIYETHCS CIOXKET IPH.

Pucynox 17 — Ieposa nokayia «Kinomeampy



[IpoayKTUBHICTH

IpU  BUMIpPIOBaJaCh
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JOITIOMOI'OIO B6y,Z[0BaHOFO

iHcTtpymenty Unity Profiler ta cucremHOro moHiTOpa omepamiiHOi CHCTEMH.

Tabnuis 2 BimoOpaxae cepe/iHi MOKa3HUKU CIOKUBAHHS PECYPCiB HA TECTOBOMY

kom'totepi (Intel Core 15-10400, 16 I'b O3I1, NVIDIA GeForce GTX 1660 Super).

Tabnuus 2 — Ilpooyxmuenicms ioeocpu «Last Night Last Cally

Cran rpu CPU, % RAM, GPU, % FPS
Mb

I'osioBHE MEHIO ~8 ~420 ~15 ~1800

Kiy6 (Level 1), ~15 ~780 ~35 ~280

OUIKYBaHHS KJII€HTA

Kiy0, akTiBHE ~18 ~820 ~42 ~220

00CITyroByBaHHs

VHS-mara3sun ~14 ~T740 ~30 ~310

(Level 2)

Kinorearp ~12 ~690 ~25 ~340

(Level Finish)

[lepexia Mixk pIBHAMHU ~10 ~760 ~20 ~450

(fade)

Sk BumHO 3 Tabnuil 2, rpa 3abe3nedye

gactoToro KaapiB monax 200 FPS nHaBith Ha

CTaOUIbHY MNPOAYKTUBHICTH 3

CepeIHbOMY 3a MOTYXHICTIO

koMm'torepi. CrHoKMBaHHSI onepaTuBHOI maM'sti He mepeBuinye 850 MBb, mio

n03BoJIsie KOMGOPTHO 3aryckatu rpy Ha npuctposix 3 4 I'b O3I1.

VY nporeci TectyBaHHs OyJiy BUSBIICH] Ta BUNPABJICHI Taki 1e(eKTH:

- HEKOpEeKTHa IOBEJIHKAa PIIMHM TIPU PI3KUX pyXaxX IUISIIKK — BHUPIIICHO

IIJIIXOM 00OMEKEHHS MaKCUMaJIbHOTO KyTa HaXWJ1y MEIa,

- mpoOseMa 3 MOBTOPHUM iHII1a/I13yBaHHIM J1aJI0T1B MIiC/Is CMEPTI IepcoHaxa
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— BUpIILIEHO IIIJISIXOM NEpEeBaHTaKEHHS CTaHy piBHSA uepe3 meTof ResetLevel;
HEBIITMOBIHICTh KOJBOPY KOKTEHIIIO MPHU OJTHOYACHOMY J0JIaBaHHI TPHOX 1
Ol/blIIe 1HTPENI€HTIB — BHUPIMIEHO KOPUTYBAHHAM KoedilieHTa JiHIHHOT
iaTepnonsii y metoni GetColor;

HEMpPaBWIbHE BIATBOPEHHS 3BYKOBUX €(EKTIB Y MOMEHT 3MIHU PIBHIB —
BUPILICHO HUISXOM MPaBUIBHOTO PO3MOALTY 3BYKOBHUX MOMAIM MiX eTarnamu

JKUTTEBOT'O TUKITY.

3.7 BucHoOBKH 10 po3aiay 3

Omnucano apxitektypy Bineorpu «Last Night Last Cally, sika 6a3yeTbcs Ha
KOMITOHEHTHO-OpieHTOBaH1# Moeni Unity 3 3acTOCyBaHHSIM MATTEPHIB
Service Locator (entpanbuuii knac SYSTEM) ta Template Method
(6a3zoBwuit knac SystemComponent). Po3po0ieHo niarpamu Kjiacis, 10
UTIOCTPYIOTh CTPYKTYPY CUCTEMH Ta 1€pAPXit0 IHTEPAKTUBHUX 00'€KTIB.
CdopmynboBaHo PyHKIIIOHAIBHI BUMOTH 0 CUCTEMU Ta OTTUCAHO
peaizaliiio KJIIUY0BHUX IFPOBUX MEXaHIK: CHCTEMH B3a€MOJIIT 3 TpeAMETaMu
Ha OCHOBI TpacyBaHHS MMPOMEHS, MEXAHIKU 3MIIIYBAHHS KOKTEHIIB 3
PoIIeAYPHOIO IepopMarliero Melra piIuHA, CHCTEMH 00CITyTOBYBaHHS
KJIIEHTIB 13 31CTABJICHHSAM 3aMOBJICHb, JI1aJIOTOBOI CUCTEMH 3 MIATPHUMKOIO
JIOKaJIi3allli Ha IBOX MOBax (pociiickka Ta aHTJIIIChKa), MEXaHIKU
300BTYyBaHHS, OPUTIHATIHLHOT MEXaHIKK TPOCBIUYBAHHSI KIIEHTIB KPi3h
CHeliaabHy IUIAIIKY K eJIEMEHTa IICUXO0JIOTIYHOTO XOPOopY, ayAI0OCHCTEMH 3
nysoM AudioSource Ta aBTOMaTUYHUM MEPEKITIOYEHHSIM MY3UKH MPU
nepexoax Mixk pIBHSIMH, a TAKOXK CUCTEMH HAJAIITYBaHb 31 30€PEIKCHHIIM
CTaHy MIX CECISIMH T'DH.

HaBeneno moBHOIIHHI JIICTUHTH KOy KJIFOUOBHX KOMITOHEHTIB cucteMu (15
JICTUHTIB), 1110 IEMOHCTPYIOTh IPAKTUYHE 3aCTOCYBAHHS apXITEKTYPHUX
pillieHb, AJITOPUTMIB TPUBUMIPHOT MaTEeMAaTHKU, POOOTY 3 MyJIOM

AudioSource Ta Mexani3moM 30epexxkenHs ctany PlayerPrefs.
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4. BuzHaueHO BUMOTH /0 iHTep(delicy KOpUCTyBayua Ta OMUCAHO CTPYKTYpPY
mento Ta HUD-enemeHTiB rpu.

5. IlpoBeneHo TecTyBaHHS PO3POOICHOI CHCTEMH Ha IITHOBIN TIATHOPMI.
[IpoaeMoHCTpOBaHO KOPEKTHY POOOTY BCIX peai3oBaHUX MEXaHiK,
BUMIPSIHO TTOKa3HUKHU MTPOTYKTUBHOCTI, BUSIBJICHO Ta BUIIPABICHO HU3KY

nedeKTiB.
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BUCHOBKHA

1. Y mpormeci BukoHaHHS KBasi(ikaiiifHOi po6oTH OyI0 MpOBEIECHO aHai3
IpeIMETHOI 00JIaCTl, 110 JO3BOJIMB BCTAHOBUTH BUCOKY aKTyaJIbHICTh PO3POOKHU
BIJICOITOp y KaHpl CUMYJATOp OapMeHa. 3a JaHMMH aHATITUYHOI MIaTGopMu
Gamalytic, xaap Simulation Ha mmaTdopmi Steam Hamiuye moHas 25 THCSY irop 13
CYKYIIHUM J0XOJI0M, 1o mnepeBuirye 17,8 minbsipaa monapiB CIIA. 3aificHeHO
J€TaNbHUI MOPIBHSAJIBHUN aHalll3 YOTHUPHbOX MPOBIAHUX 1rop-aHanoriB — VA-11
Hall-A: Cyberpunk Bartender Action, Coffee Talk, The Red Strings Club Ta
Bartender: The Right Mix, — BU3Ha4eHO iX CHJIbHI Ta cIabKi CTOPOHHU.

2. Ha ocHOBI MpPOBEIEHOT0 aHaji3y OOIPYHTOBAHO HIITy PO3POOIIOBAHOTO
npoaykty. Bimeorpa «Last Night Last Call» 006'eqnye nepeBaru Kpammx aHajloTiB:
TPUBUMIPHE CEPEAOBHILE 3 TAKTUIBHOIO B3aemojieto (y ayci Bartender: The Right
Mix), rmubokuii HapatuB (sik y VA-11 Hall-A ta The Red Strings Club) ta
atmocdepHicTs HiuHOro MicTa (sik y Coffee Talk).

3. CdopmynboBaHO (YHKIIOHATBHI Ta HE(PYHKIIOHAIBbHI BUMOTH [0
PO3pO0IIFOBAaHOI CHCTEMH, OOIPYHTOBAHO BHOIp TEXHOJOTIYHOTO CTEKY: ITPOBHM
pymiii Unity Bepcii 6, moBa mporpamyBanHs C#, rpadiunuii koueep URP,
nonatkoBi 1HcTpyMeHTH Blender, Visual Studio, Git, Audacity. Busznaueno
MIHIMAJIbHI Ta PEKOMEHJ0BaHI BUMOTH JI0 amapaTHOro 3a0e3MeYeHHs] MPUCTPOIO
TpaBIIs.

4. CHopo€eKTOBaHO MOAYJIbHY apXITEKTypy CUCTEMHM 3 3aCTOCYBaHHSIM HU3KU
apxiTekTypHux martepHiB: Service Locator (umentpansuuii kimac SYSTEM),
Template Method (0a3oBuit kmac SystemComponent 13 >KUTTEBUM LIMKJIOM),
Component (crangapTHa KommoHeHTHa Mojaenb Unity). Pospobneno iepapxito
1HTEepaKTUBHHUX 00'€KTIB 3 0a30BUM KjacoMm Interactive Ta ioro Hamagkamu Item,
Liquidltem, Bottleltem, Glassltem, Shakerltem, mo 3a6e3neuye yHidikoBaHUIMA

iHTep(eiic B3aeMOIl 3 pI3HOMaHITHUMH ITPOBUMH 00'€KTaMH.
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5. PeanizoBaHO KJIFOYOBI IFPOBI MEXaHIKHU:

- CHCTeMa B3aeMOJIli 3 IHTEPaKTUBHUMHU OO'€KTaMU Ha OCHOBI TpacyBaHHS
npomens (Raycast);

- MexaHlka 3MillyBaHHS KOKTCWJIIB 3 TMPOIEAYpHOK Jedopmarlli€ero
TPUBUMIPHOTO MeIa pPiAWHU, MOOYJAOBAaHOIO Ha OOYMCICHHI 3HAKOBOT
BIJICTaHI1 BiJl BEpPILIMH MeIIIa JI0 TJIOMWHYI TOBEPXHI P1IMHM;

- IUIaBHE 3MINIYBaHHS KOJBOPIB MPHU JOJAHHI IHTPEAIEHTIB 4epe3 JiHIHHY
IHTEpHOJIALIIO;

- MexaHika 300BTyBaHHA (IIEHK) uyepe3 BIACTE)KEHHS BEPTUKAIBHUX PYXiB
MHUI1; — CUCTEMa OOCIYrOBYyBaHHS KIIIE€HTIB 31 31CTaBJICHHSIM 3aMOBJIEHb Ta
nudepeHIiioBaHOO PEAKITIEI0 KITIEHTA;

- Jiajoroma cHCTeMa 3 IMIITPUMKOIO JIOKaJi3allli Ha IBOX MOBAaX;

- OpUTIiHAJIbHA MEXaHIKa MPOCBIYYBaHHS KIIIEHTIB KPi3b CIELIAbHY IUISIIKY,
1110 BUKOHYE POJIb €JIEMEHTA [ICUXOJIOTYHOT0 XOPOpY Ta BIUIMBAE HA CIOKETHI
BapIaHTU MPOXOIKEHHS;

- ayaiocuctemMa 3 PO3MOJLJIOM 3BYKIB Ha KaTeropii (My3uka, eqeKTH,
inTepdeiic), mynom AudioSource s €PEKTHUBHOTO BIATBOPEHHS Ta
ABTOMATUYHUM TIEPEKIIIOUEHHSIM (POHOBOI MY3HKH MpH TEpexojax Mix
PIBHSIMU,

- CHUCTE€Ma HaJallTyBaHb Ta 30€pEeKEHHS CTaHy MIX CECISIMU TpPU Ha OCHOBI
mexanizmy PlayerPrefs;

- CHCTEeMa TePeXOAiB MK ITPOBUMH DPIBHSMU 3 BUKOPUCTAHHSIM CKIHYCHHUX
aBTOMATIB ISl KEPYBAHHS CTAHOM KO>KHOT'O PiBHSI.

6. Pospobneno Bimeorpy «Last Night Last Call», sxa MicTuth Tpu irpoBi
noxkartii (Hiuaui kiryo, VHS-Marasun, kinotearp), I1icTh TUMIB KITI€HTIB, ToHaa 30
J1ajJorToBUX OJIOKIB Ta CIOKETHUX BCTaBOK, M'ATh 0a30BUX IHTPEIIEHTIB s
KOKTEWJIIB Ta OPUTIHAJIbHY MEXaHIKy MPOCBIUYBaHHS MOHCTPIB. 3arajJbHUil 00cCsT
pO3p00JIeHOr0 KOy CTaHOBUTH 0Jn3bko 60 ckpuntiB C# (0au3bko 4000 psakiB), 5

meiaepiB Ta 2 daiinu gokaizaiii (pociichbKa Ta aHTIichKa, 1o 201 psaKy KOKeH).



70

7. TlpoBeneHO TeCTyBaHHS PO3pPOOJICHOrO MPOAYKTY Ha IiIbOBIN miaTdopmi
Windows 10 64-bit. BumipsHO TOKa3HWKH NPOMYKTHBHOCTI: Tpa 3abe3nedye
cTabinmpHy uactoTy KaapiB monan 200 FPS nHa cepeanboMy 3a MOTYXHICTIO
KOMIT'IOTEp1, CIIOKUBAaHHS onepaTuBHOI nam'siTi He nepeBuirye 850 Mb. V nporect
TECTYBaHHsS BHSABIICEHO Ta BHIPABICHO HHU3KY Je(EeKTiB, IO MiATBEPIKYE
npare3gaTHICTh CUCTEMH.

8. OtpumaHi pe3ynbTaTH MIATBEPIKYIOTh, IO PO3POOIECHUN TPOAYKT
3aJI0BOJIbHSIE CHOPMYJIHOBAHMM Ha IMOYATKy poboTu BuMoraMm. Bimeorpa «Last
Night Last Call» moxe 0yTu BUkopucTaHa sik peepeHcHe pillleHHs JIJIsi CTBOPEHHS
MOAIOHMX 1rop y KaHpl cuMyJsiTopa ObapmeHa abo omyOiikoBaHa Ha maT(opmax
i poBoi aucTpulyIii. PeanizoBani MexaHiku (30kpeMa mpoleaypHa aedopmartis
Melia piAMHU) MOXYTh OyTH BHKOPHUCTaHI 1HIIUMHU PO3POOHUKAMHU SK 3Pa30K

TEXHIYHOTO PIIIEHHS.
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Jexmapauis
aKajaeMivHOI 100poYeCHOCTI

3n100yBaya crynens Bunioi ocsitu 3HY

A, ®ponosa Ipuna MukonaiBHa, cTyjeHTKa 4 Kypcy, popMu HaBYaHHS JICHHOI,
[mxeHepHOTO HaBuYaJdbHO-HAayKoBoro iHCTHUTYTYy iM. HO.M. TIlotebni 3HY,
crietiayibHICTh 121 IHXKEHepisl MporpaMHOro 3a0e3NedeHHs] OCBITHBOI IporpamMu
«IIporpamHe  3a0e3me4yeHHs  CHCTEM»,  aJpeca  €JIIEKTPOHHOI  IOIITH
iriskafro123(@gmail.com, — miaATBepKy0, IO HamKcaHa MHOIO KBaji(ikaliiiHa
pobota Ha TeMy «Po3po0OKka IHTEpaKTUBHOI BIACOTPH KaHPY CUMYJISITOP OapMeHa 3
MEXaHIKOIO 3MIlIIyBaHHs KOKTeHniB Ha Unity» BiANOBIJIa€ BUMOTAM aKaJE€MidHO1
N00POYECHOCTI Ta HE MICTUTh MOPYIIEHb, 0 BU3HAUEH] Y CT.42 3akoHy YKpaiHU

«IIpo ocBiTY», 31 3MICTOM SIKUX O3HAlOMJICHA.

- 3afABJISIO, IO HaJlaHa MHOI0 JJIsi TEPEBIPKH EJIIEKTPOHHA BepcCis poOOTH €

IIEHTUYHOIO 1i IpyKOBaH1i Bepcii;

- 3roJieHa Ha TEPEeBIPKYy MO€i poOOTH Ha BIAMOBIAHICTH KPUTEPISIM aKaJIeMiuHOT
T0OpOYECHOCTI Y OYyIb-SIKUM CIOCIO, y TOMY YHCII 3a JOMOMOTOI IHTEPHET-

CUCTEMHU, a TAKOK Ha apXiByBaHHS MO€1 poOOTH B 0a3i JaHUX I1i€1 CHCTEMH.

Jlarta 06.06.2026 ®posioa Ipuna MukosaiBHa
(ctyneHr)
Jlarta 06.06.2026 KykoB Onekcanyp OnekciHoBHY

(KepiBHUK)



