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PE®EPAT

[TosicHroBasIbHA 3anucka: /7 c., 24 puc., 3 goxa., 20 mxepen.

OO6'exT po3poOKH: IrpoBH J0aTOK B KaHpi 3 D-mnatdopmepy po3pobiaeHuit 3a
noromororo Unity.

Merta kBamidikariinoi poOOTH: po3pOOUTH IrPOBHI JOIATOK JKaHPY TIaTGopMep
B BuryHi UNity Ta cTBOpUTH Bi3yallbHUH CTHIIBb IPOEKTY 3a JonoMororo 3D-rpadiku.

Y BCTymni BHUKOHYETHCS aHali3 Cy4aCHOTO CTaHy NpOOJIeMH, yTOYHIOETHCS
MOCTaHOBKA 3aBJaHHs, MeTa KBamidikamidHoi poOOTH Ta Tanmy3b il 3aCTOCYBaHHS,
OOTPYHTOBYEThCS aKTyaTbHICTh TEMHU.

Y mepmiomy po3aiii MPOBOAMTBCA JOCHIDKCHHS TNPEeAMETHOI o0jacTi Ta
ICHYIOUYHUX PIIlIeHb, BU3HAYAETHCS aKTYaJIbHICTh 3aBJaHHS Ta MPU3HAYEHHS pPO3pPOOKH,
PO3pOOITIOETHCS MOCTAHOBKA 3aBAAHHS.

Y npyromy posaun obupaerbes miatgopma s po3poOKH, BUKOHYETHCS
MIPOEKTYBaHHS MpPOrpaMu 1 ii po3poOKa, HABOJAUTHCS OIUC AITOPUTMY 1 CTPYKTYpH
(GYHKITIOHYBaHHS CHCTEMH, BH3HAYAIOTHCS BXIJHI 1 BUXIJHI JaHI, HaBOIATHCS
XapaKTEepPUCTUKU CKIIAy TapamMeTpiB TEXHIYHUX 3ac00iB, OMHUCYETbCS pPoOOTa
MIPOTPAMH.

B exoHOMIYHOMY pO3Iial BU3HAYAETHCS TPYIAOMICTKICTH PO3pPOOJIEHOTO
IPOrpaMHOr0 MPOAYKTY, MPOBOJUTHCS MiIPAXYHOK BapTOCTI POOOTH MO CTBOPEHHIO
3aCTOCYHKY Ta PO3PaxOBY€ETHCS Yac HA OTO CTBOPEHHSI.

[IpakTiyHe 3HAYE€HHS TOJSrae y po3poOLl IrpoBOro JAOJATKY B >KaHpl
maTdopMepy Ta BI3yaJIbHOTO CTHIIIO MPOEKTY 3a tonomMororo 3D-rpadiku.

AKTYallbHICTh TTPOTPAMHOTO MPOAYKTY BHU3HAYAETHCS BEJIMKOKO TMOIMYJISIPHICTIO
KOMIT FOTEPHUX ITOp Ta BETUKHUM 3POCTOM BaXJIMBOCTI KoMt 10TepHOi 3D-rpadiku B
OCTaHHI POKHU.

Crcok  kimouoBux cii: [PA, ITPOBUM JHOIATOK, IINTAT®OPMEDP,
I'POBUIA IBUT'YH, 3D TPA®DIKA, UNITY, BI3VAJILBHUI CTUJIb.



ABSTRACT

Explanatory note: 77 p., 24 figs., 3 appx., 20 sources.

Object of development: 3D-platformer game application developed with Unity.
Purpose of the qualification work: Develop a platformer game application in the
Unity engine and create a visual style of the project using 3D graphics.

In the introduction it is analyzed the current state of the problem, clarified the
problem, the purpose of the qualification work and the scope of its application,
substantiated the relevance of the topic.

In the first section the research of the subject area and existing decisions is carried
out, the urgency of the task and purpose of development is defined, the statement of
the task is developed.

In the second section the platform for development is chosen, the program design
and its development is carried out, the description of algorithm and structure of
functioning of system is given, input and output data are defined, characteristics of
structure of parameters of technical means are given, work of the program is described.

In the economic section it is determined the complexity of the developed software
product, calculated the cost of work to create an application and calculated the time to
create it.

Of practical importance is the development of a game application in the genre of
platformer and visual style of the project using 3D graphics.

The relevance of the software product is determined by the great popularity of
computer games and the growing importance of computer 3D graphics in recent years.

Keywords: GAME, GAME APPLICATION, PLATFORMER, GAME ENGINE,
3D GRAPHICS, UNITY, VISUAL STYLE.
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CIIMCOK YMOBHHUX ITIO3HAYEHb

OS - orepalliifHa CUCTEMa;

GPU -  rpadiunwmii npouecop;

CPU -  medTpanpHUI TIPOIIECOD;

ZIP - ¢dopmat apxiBarii ¢ailiniB 1 CTUCHEHHS TaHUX 0e3 BTparT;

Rigging - mpoiiec CTBOPEHHS HEBUIMMOTO CKEJICTY IS aHIMallii,

Skinning - mporec npuB’s3yBaHHS ckeneTy no 3D-moxeni;
Highpoly - BucokomnomironansHa citka 3D-Moneni;
Lowpoly - mu3bKkomosironanbHa citka 3D-mozeni;

3D - TPUBUMIPHUH.



BCTYII

[lepuri nocsirnenns B icropii 3D-MonentoBanHs BiaOyucs, koiu B 1960-x pokax
MoYyaJIi BUXOJUTH Tiepini KomepiiitHo pgoctymHi cucremu CAD. Haiibinbmmm
npopuBoM ctaB gojatok Sketchpad, sikuii po3po6us IBan CazepiieH, TakoX BiIOMUN
sk «PoOoT-kpecisipy», 3 oro peBomomiitauM iHTepdeiicom. Sketchpad BcTaHoBUB, 1110
KOMIT FOT€PU MOXYTh BUKOPUCTOBYBATHUCS HE JIUILIE JIJISl IHKEHEP1i U MOBTOPIOBAHOTO
MaJIOBaHHS, ajie i IHNTepaKTUBHO TU3aliHEpaMH Ta, MOXJIMBO, XyA0KHUKAMHU.

Tenep 13 po3BUTKOM TEXHOJOTIA TPUBHUMIPHE MOJICIIOBAHHS Ta Bi3yalli3alis
CTaJIi JOCTYIIHUMH, K HiKoJU. PoTOpeai3M, KU CTBOPIOETHCS 3a JoromMoroo 3D,
BA)KKO BIJIPI3HUTH Bl PEaIbHOCTI, OyAb-sIKHH Cy4YacHH (PiIbM BKE€ HEMOMKIMBO
ysIBUTU 0€3 J0/1aBaHHs rpadiku, a BiIe0IrpoBa 1HAYCTPis cTana OAHIEID 3 HAHOUIBII
nepeoBUX TUIOK cepu 1HGOpMAIIHHUX TEXHOJIOTIH.

Xo4a HEMOXJIMBO TOYHO MepeAdayuTH, SIK TEXHOJIOTi Ta HOBI IMporpamu
BIUIMHYTh Ha WOro MailOyTHE, AMBJISYUCH HA MOMNEPEIHIO JWHAMIKY PO3BUTKY 3D-
MOJICJIFOBAaHHSI Ta HOro B3a€MO3B’SI3KYy 3 PO3BUTKOM TEXHOJIOTIM MOXHA 3pOoOUTH

BHCHOBOK, IO 3POCTAaHH:A HOTY)KHOCTeﬁ INpU3BCAC OO0 IIOAAJIbIIOIr0 AKTHBHOI'O

porpecy.



PO3JLI 1
AHAJII3 IPEJIMETHOI TAJIY3I TA IOCTAHOBKA 3AIAYI

1.1. 3aranbHi BiIOMOCTI 3 MpeAMeTHOI rajysi

TpuBumipna (3D) rpadika — 1€ po3ain KoM IOTepHOI rpadiku sSKuid, 3a
JIOTIOMOTOI0 MOJICJIFOBaHHS 00’€KTIB Y TPbOX BHMIpax, CTBOPIOE 300paKeHHsI, BIJIEO
a00 BIpTyaJIbHUX TIEPCOHAXKIB Ta OTOUYCHHSI.

OcHoBHOIO 3amayeto 3D-mojentoBaHHs € po3poOka BizyaldbHO 00 €MHOTO
o0pa3y OaxaHoro 06’ekty. 3D-mMo/em MokHaA CTBOPIOBATH aBTOMAaTUYHO 200 BPYUHY.
[Iporiec pydyHOro MOJCIIOBAHHSI MIATOTOBKM T€OMETpUYHMX daHux g 3D
KOMIT F0T€pHOT rpadiki CX0XKHI Ha TUTACTUYHE MUCTEITBO, HANPUKJIIAL JirieHHs. 3 D-
MOJIeJIb MOK€e OyTH (P13UYHO CTBOpPEHA 32 IONOMOTror npuctpoiB s 3D-npyky, ski
dbopmyroTs 2D-1mapu Mojiei 3 TPUBUMIPHUM MaTepiaioM, IO OJHOMY IIapy.

[Tin gac ctBopennst 3D-moeni BUKOHABEIb MOBUHEH JOTPUMYBATHUCS MTEBHHUX
MpaBWI Ta IHCTPYKIIA aOu 3a0e3MeuuTH TOYHE Ta BUYACHE BUKOHAHHS 3aBJIaHHS.
[IpaBmwipbHUN TOPSAOK fAid, 10 jgomomarae 3D-XyIOXHUKY JTOTPUMYBATHCS
CTaHJAPTIB 1HIYCTpli Ha3uBaeTbcs mnaimaiiHoM. JloOpe ckiajgeHuid malriaiH
JOTIOMAara€e po3MOJAUIMTA HaBAaHTAXEHHS, BIANOBIA€ 32 ONTHUMI3AllI0 Yacy Ta
TPYJIOBUTpAT HAa KOXXHOMY 3 €TalliB CTBOPEHHsS MOjeli, 3a0e3neduye ePeKTUBHICTh
po0OOTH Ta BUPINIYE MITANA PSJ TEXHIYHUX Ta XYJ0XKHIX 3a/71a4:

- B sskoMy cTriti Mae 6yt MOJIENb;

- SIke oOMeXeHHS MOIITOHIB B HU3bKOMOIITOHAJIBHIN CITLI;

- U noTpiOHO 3amikaTu KapTy HepiBHOCTeN (normal);

- SIkuit cioci6 TeKCTypHuHTYy Oy/ie BUKOPHCTOBYBATHCH;

- Slka po3aiibHa 3AaTHICTh TEKCTYP Ha KBAaAPATHUN METP (TEKCEIb), 1 IKOTO pO3MIPY
cami TEKCTYpH;

- Uu moTpiOHO CTBOPIOBATH aHIMAIIIFO JJISI MOJIEITI.



B irpoBiif iHIycTpii MpoLec MOYNHAETHCS 3 OJIOKIHTY Ta 3aKIHUYETHCSI TOTOBOIO
MOJICIIJTIO BCepeanHi MpoekTy. OJHUM 3 HABaKJIMBIIIKUX MUTaHb NEpe po3poOKOI0
ITPOBOTO MalIIaiHy € BUOIp MK CTUITI3AIIEI0 Ta PEaTi3MOM.

OCHOBHOIO 33/1a4y€Io0 peayi3My € IMITYBaHHS JKUTTS. Takwil camMuii 00'€KT HE
00O0B'SI3KOBO ICHYE y peaJIbHOCTI, ajieé BiH Ma€ BUTJIAIaTU peajibHO. PeaiizM Hamioro
Yyacy JOCUTh CUJIBHO BIAPI3HAETHCS Bia Toro, mo Oyno 10 pokiB Tomy. Ha mpukiani

rpu "Uncharted" 2007 poky Ta 2017, MoxHa mo0auyuTH, sIK Bi3yalibHA Ta TEXHIYHA

AKICTh TOKpAIIWIACh, TUBITHCS puc.l.1.

Puc 1.1. ITpuksnasn 3MiH BUTJISTY TOJOBHOTO T'epost

[Tpuknagamu miJBUILEHHS SIKOCTI JE€Tale B MOJIENI TOJIOBHOTO T€pOs € MIKipa,
3MOPIIKH Ta OJAT, 3po0JieH1 3a paxyHok nosiBjieHHst PBR, sikoro He icHyBano 10 pokis
TOMY.

OCHOBHI TPUHLUIN CTUII3allii MOJATAIOTH B TOMY, 1100 mepeaaBaTH CYTb
00'€KTIB 3 MEHILIOK KUIBKICTIO JeTajell Ta poOUTH akKUEHTH Ha KoJip Ta (opmy.
3a3Buyail cTuii3allisl BUKOPUCTOBYETHCS B MYJbTHKAaX, B ITPOBiM 1HAYCTpii BOHA
3'sIBUJIach 4yepe3 HeoOxiAHICTh onTtumizauii rpadiku aig crapux IIK, sxi nmpocto He
MOIJIH 00pOOUTH HEOOXITHY ISl peasiCTUYHOI MOJIeJIl KiJIbKICTh MOJTToHIB. [Ipukiian

CTHJTI30BAHOTO TIEPCOHAXKY HABEJACHO Ha puc. 1.2.



Puc 1.2. [lpuknag po3BUTKY CTUIII3AIIIT

CTBOpEHHsI CTUJII30BAHOTO MEPCOHAXa € TapHUM MPUKIAJIOM MaWIlIaiHy B
IrpOBIH IHIYCTPIi:

- Bubip koHIlenTy Ta CTBOPEHHS JOIIKH pedepeHciB:

[Tepm 3a Bce HEOOX1IHO 3pO3YMITH KUM MOBUHEH OyTH (pIHATBHUI Pe3yJIbTar.
JI7151 11bOT0 MPOBOUTHCS MOIIYK OCHOBHOT'O KOHIICTITY 1 TOJAATKOBHUX pedepeHCiB.

Konnent-apt — 1e ¢popma Bi3yalibHOTO MUCTEITBA, IKa BUKOPUCTOBY€ETHCS IS
nepeaadl i1ei AJi1 BUKOPUCTaHHS y pinbmax, Bieoirpax, aHimMarii, KOMiKcax 4 1HIIUX
Mesia, mepum HDK BoHa Oyae BTUIeHa B KiHIEBUM mnpoaykT. Konmenrt-apT
pO3poOIISIETBCS Yepe3 KijibKka iTepariid. [lepen TuM, K 3yMUHUTHUCS HA OCTATOUHOMY
JM3aiiH1, TOCIIJKYIOThCSA KUIbKa pillieHb. KOHLIENT-apT BUKOPUCTOBYETHCS HE JIULIE
JUTsl pO3poOKM poOOTH, a ¥ IJIst TOTO, 100 MOKAa3aTH MPOTrpec MPOCKTY ITUPEKTOpaM,
KJIieHTaM Ta iHBecTopam. Iliciist 3aBepiieHHsS po3poOKU poOOTH KOHIIENT-apT MOXKE
OyTu miepepoOIIeHHI 1 BAKOPUCTAHUN ISl PEKJIAMHUX MaTepiaiB.

[Tpuknan konuent-apty ais 3D-xynoxHuka HaBeeHo Ha puc. 1.3.



Orc Robes T 1-4 (Shaman)

Tie Bz Box

Puc 1.3. Ilpukian koHuenTy

- Apadr:
ETan cTtBopeHHs cipolieHoi Bepcii Beiel Monieni. by nb-akuil npadT nounHaeThCS

3 OJIOKIHTY (HauepK MOJEN 3 MPUMITUBIB), KU 1epenae cyTh 00'eKTa.



- Cxynbentusr (ab6o crBopenss highpoly citkn):

Ha 1ipomy erarni CTBOPIOETBCS Ta JIETATI3YEThCSA yCSI MOJIEIb 03 0OMEXKEHb 3a
KIJBKICTIO MOJITOHIB, CITKA MOJEIl HACTIIBKH IIUIbHA, IO MOKHA JIIMHUTH BCE, IO
3aBTOJIHO, SK 31 IIMAaTKa IUIACTUIIIHY. BucokomomironansHa ciTka moTpioHa JuIe s

3amikaHHs gerajiei Ha lowpoly. Ipuxian highpoly moneni naBeneno nHa puc. 1.4.

Puc 1.4. [Ipukian BUCOKOTOIITOHAIBHOTO MTEPCOHAXKA

- Petomnosnoris (abo ctBopennst lowpoly citkm):

3aBllaHHs PETOMOJIOTIT - 3HAWTH 1eadbHUM OalaHC MK BHUPA3HICTIO Ta
NpOCTOTO Mojeni. JIJisi 1bOTO KOXHUNM €JEeMEHT MOJeJl TOBHHEH MaTHh
(GyHKIIOHATbHE 3aBJJaHHs: BIUIMBATH HA CHITyeT a00 BUIIPABIISITU BiJIOJIHCK.
Ha 1iboMy eTari CTBOPIOETBCS Ta caMa MOJIECITb, IO Oy/Ie 3aBaHTaXKYBATUCh B IrPOBHMA

neuryH. [Ipukian Takoi Mozeni HaBeeHo Ha puc. 1.5.



- Posroprka:
Ha upomy erami mu posropraemo lowpoly Mojiens Ha IIIOMMHY JJIs TOTO, 1100
3aIreueHi KapTH Ta TEKCTYPH, SIKi SIBISIOTHCS TPOCTUMU INIOCKUMHU KaPTHHKAMHU, MOTJIA

3acTocyBartucs 10 00'eMHoi Mmozedni. [Tpukian po3ropTku HaBeaeHo Ha puc 1.5.

orc_retop.ma* - Autodesk Maya 2020: C:\Users\1\Desktop\3D\Full Pipeline\orc\orc_retop.ma --- shield... =] X

.....
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Puc. 1.5. Ilpuknaa peTonosorii Ta po3ropTKu NepCcoHaxa

- Baking maps:

Etan mepenecenHss pgeramizainii 3  BUCOKOIOJITOHAJIBHOI  CITKM  Ha
HU3BKOMOJITOHAIBHY. KapTa HOpManei, sika 3amikaeTbcsl Ha LIbOMY €Talli, IMITYy€
BHUCOKY JI€Taji3allif0 Ha ONTHMI30BAaHUX HU3BKOMOJITOHAIILHUX MOAENSIX. Tak caMo 3
BHCOKOTIOJIITOHAJILHOT MOJIEJI 3amiKaeThesl KaprTa TiHel ta ID-map, sika nonomarae y
TekcTypyBaHHi. [Ipukian kapT HaBeaeHo Ha puc. 1.6.

- CTBOpEHHSI TEKCTYP:

Etan ¢apOyBaHHS HU3BKOMOJITOHAIBHOT MOJENl. ICHye KiIbka TEXHOJIOTiH
Bi3yautizallii KapTUHKA 31 CBOIMH BUMOTaMH 70 TeKCTyp. Hampukiman y crapux irpax
MaJTIOBaJIM KapTy KOJbOPY 3 BIIUTHUM Yy HET CBITJIOM 1 TIHSIMH, 1 KapTy BIJOJIKMCKIB, aje
B Cy4yacHUX IpoekTax AAA BUKOPUCTOBYEThCS (p13MUHO KOpekTHUM penaep — PBR.

[Ipuknan TeKCTyp Ta NEPCOHAXKa HaBEEHO Ha puc. 1.6.



Specular Character - 20950 tris
Weapon and shield - 8986 tris
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Glossiness

Puc 1.6. IIpuknan TeKCTypHHUX KapT

- Rigging ta Skining:

Rigging - 1e CTBOPEHHS HEBHIUMOI'O CKEJICTY TIEPCOHaXa, IKUH pyXaroTh IS

CTBOpEHHs aHiMalli. Skining - mpouec NpuB'I3yBaHHS CKEJIETY 10 MOJEMI.

e« 4P > rim

Puc 1.7. Burnsp ckenery nepcoHaxa




- AHIMaris:

Ha npomy erami HEoOXITHO MPOCTABUTH KIIFOYOBI KaJpU aHIMaIlli, MK SIKUMHU
nporpamMa cama npopaxye HeoOXiTH1 pyXH.

- IMnopt y nBurys:

Ha erami iMmopTy B JBUT'YH OCHOBHOIO 3aJjadc€i0 € HaJalTyBaHHS MOJIEIII,

TEKCTYyp Ta aHiMallii, mob yce MpaIoBaio sK MOTPiOHO 1 MepcoHax abo 00’€KT

BUTJISIJIaB BIAMOBIIHO KoHIenTy. [Ipukian HaBeaeHo Ha puc. 1.8.

Puc 1.8. ®inanpHuil BUTIISI IEPCOHAXKA B IBUTYHI1

3MIHIOIOTHCSl IPOrPAMH Ta TEXHIYHI BUMOTH, MPOTE MOPSAOK €TamiB 3a3BUYail
3aJIMIIAETHCS HE3MIHHUM. [IpaBuIbHO BUKOHAHI €Tamy Jal0Th HA BUXO1 SIKICHY Ta

ONTUMI30BaHy MiJ ABUTYH 3D-Mo€eb.



1.2. IlIpu3HavyeHHs pO3pO0KH Ta rajgy3b 3aCTOCYBAHHA

CooronHi 3D-MoenoBaHHS! BUKOPUCTOBYETHCS B PI3HUX Taly3sX:

- MenuuHa MpPOMHCIOBICTb BHUKOPHUCTOBYE JETallbHI MOJIEIl OpraHiB; BOHHU
MOYTh OyTH CTBOpEHI 3a JIOTIOMOTOI0 KIJTbKOX 2-BHUMIPHHUX 3pi3iB 300pakeHHS 3a
noromororo MPT a6o KT.

- B HaykoBOMYy CEKTOpi BUKOPHCTOBYIOTBHCS SIK YK€ IETalTi30BaHI MOJENI
XIMIYHUX CITOJTYK.

- Iunyctpis apxitekTypu BukopuctoBye 3D-momem s aeMoHcTpari
3apONOHOBAHMX OyJiBeNb 1 JAHAWAPTIB 3aMICTh TPAAUIIAHUX  (PI3UYHUX
apXITEKTYPHUX MOJIEIICH.

- ApxeoJioriuHa COiibHOTA 3apa3 CTBOPIoE€ 3D-Mojeni KyJIbTypHOI CHaIMHA
JUTSL TOCHIIKEHHS Ta Bi3yaui3allli.

- B kiHO1HAYCTp11 BUKOPUCTOBYIOTHCS /111 CTBOPEHHS SIK MEPCOHAXKIB 1 00’ €KTIB
JUJIS1 aHIMAI[IMHUX 1 pealbHuX (UIbMIB.

- [HycTpist BiZieoirop BUKOPUCTOBYE MOJEII SIK aKTHBH JJII KOMIT IOTEPHHX 1
BiJIcoirop. 3aBISKH Cy4aCHUM MOXJIHMBOCTSAIM 3D-mojentoBaHHS € MOXIIMBICTD
CTBOPIOBATU YK€ fAKICHI Ta PEAJICTHYHI ITPH, SKI PO3MIMPIOIOTH MEXl CBOOOIU
KOpHUCTYBaua.

Uepes nokpatieHHs: rpadiky irop JrOAWHI CTa€ MPOCTIIIEe TEPEHOCUTH JTOCBI
3100yTHUH B KOMITIOTEPHHUX Irpax Ha peanbHe kuTTsA. Habarato nermie acoritoBatu
ceOe 3 MepCcoHaXeM I'pH SIKIIO BiH BUTJISAIA€ MalKe K JIFOAMHA, a HE K KyII1a IOJITOHIB
3 TEKCTYPOIO OOJIMYYs HA HUX.

OngHuM 3 TPUKIAAIB KOPHCTI JOCBIAY BIACOITP € TPUCKOPEHHS TIPOIECy
NPUAHATTS pillleHb. 3a pe3yJIbTaTaMH CIIOCTEPEKEHb 3'SCYBAJIOCS, IO IIyTEpH
(manpuknan, "Counter Strike"), B SKMX NOTPIOHO CTEXUTH 3a O0'€KTamMH, IO
HECIMO/IBAHO BHHUKAIOTh, 1 BUKOHYBaTM 3 HHUMH TEBHI i, pO3BHUBAIOThH
«HU3bKOPIBHEBE CHPUUHATTS» 1 peakiito Ha JIpiOH1 uuii. Irpu >kaHpy iHTEpakTUBHE
ki"o (Hanpukian, "Beyond: Two Souls"), 1e ocHOBHOIO 3a1aueto rpaBIls € MPUHHSTTS

pillIeHb B SKUX 3MIHIOEThCS (iHAT TpH, HOOpPEe MOJEITIOITh CHUTYyallll MPH SKUX



HEOOX1THO TIBUIAKO 3pOOUTH BAKIUBUN BUOIP BiJl SIKOTO 3aJICKUTH OIS IEPCOHAXKA,

a6o orouytounx #Horo NPC (HeirpoBi mepcoHaxki) Ta PO3BUBAIOTh PO3YMIHHS

MPUYUHHO-HACITIIKOBUX 3B'SI3KIB.

1.3. lincraBu aJ1s1 po3pooKu

BinmoBigHO 10 OCBITHROI IpOrpamu, 3TiJHO HaBYAJIBHOTO IUIaHY Ta rpadikiB
HaBYAJILHOTO TPOIIECY, B KiHIIl HABYaHHS CTYJIEHT BUKOHY€E KBamiQikaliiHy poOoTy.
Tema poOOTH y3roKy€ThCS 3 KEPIBHUKOM MPOEKTY, BUITYCKal04u0r0 Kadeaporo,
Ta 3aTBEPIXKY€ETHCS HAKa30M PEKTOpa.
OTxe, mijicTaBaMu JIJ1s1 PO3pOOKHU (BUKOHAHHS KBasi(ikaiiHo1 poOOTH) €:
— ocBITHs nporpama 122 «KoMir toTepH1 HayKn»;
— HaBYAJIbHUH IJIaH Ta rpadik HaBYAJIBLHOTO MPOLIECY;
— Haka3 pekTopa HamioHalbHOrO TEXHIYHOTO YHIBEpCUTETY «JIHIIpPOBChKA

nomitexHikay Ne_268-¢ Bim 18.05.2022 p;

— 3aBlaHHSA Ha KBamidikamiiiHy po6otry Ha Temy “Ocob6muBocti 3D-
MOJICJIIOBAaHHSI Ta aHiMaulii Ui 1rop Ha MpPUKIaAl CTBOPEHHS IFPOBOIO

3aCTOCYHKY 3a jgoromororo Unity 3D”

1.4. IlocTaHOBKA 3aBAaHHA

3aBgaHHSAM J1TaHOT POOOTH € PO3pOOKa IrpOBOT0 JOJATKY JKaHPY IaTdopMep B
nasuryHi Unity Ta cTBOpeHHS Bi3yaabHOTO CTHII. IPOEKTY 3a Joromororo 3D-rpadikw.
B pesynbTaTi HEOOXIAHO CHOPOEKTYBATH Ta PO3pOOUTH Tpy Ais IaThopMu
Windows Ta 3a nonomoroto 3D-rpadiku CTBOPUTH MEPCOHAXKIB Ta OTOYCHHSI.
[TocraBnena 3agaua Oyje TOCSITHEHA PU BUKOHAHHI TAKUX YMOB:
- BUBYEHHS IPEIMETHOI rany3i;
- HaIllMCaHHS KOJly MPOrpamy;

- MOJICJTIHT, aHIMaIlisl Ta IHTerpyBaHHs MEPCOHAXKIB Ta OTOUCHHs B 1BUTYH UNity.



1.5. Bumoru 10 nporpamu ad0 NnporpaMHoro BUpooy

1.5.1. Bumoru 10 (pyHKIiOHAJTbHMX XaPAKTEPUCTHK

KiHneBuii npoyKT MOBHHEH JOTPUMYBATHUCS HACTYMHUX (DYHKIIOHAIBHUX
BUMOT
- 3po3yminuii iHTepdeiic KopucTyBaya;
- 30epeKeHHS HAAlITyBaHb Ta IPOTPeCy;

- MOYJIMBICTh KEPyBaTH NEPCOHAKEM 3a TOMIOMOIO0 KJIaBiaTypu ado relmmany;

1.5.2. Bumoru 10 inopmauiiiHoi 0e3nexku

st 3abe3nedeHHs 1HQpoOpMalliifHOi Oe3nmeKku KOpUCTyBadya MOBUHHI OyTH
3a0e3Me4eHi TaKi YMOBH:
- CBO€YACHE BCTAHOBJICHHSI OHOBJICHb;
- BIJICYTHICTh HEOOXIJHOCTI KOPUCTYyBady pEECTPYBATHUCS Ta CTBOPIOBATH aKAyHT

BCEpEAUHI IpH;

1.5.3. Bumoru 10 ckiiaay Ta mapaMeTpiB TeXHIYHHUX 32c00iB

BinnoBinHi XapakTepucTUKu HEOOXiaH1 1yt podoTu monatky Ha Windows :
- OS: Windows 7 (SP1+) a6o Buie
- CPU: Intel Core i3/i5/i7 1.8 GHz CPU dual-core. AMD 2.0 GHz dual-core;
- GPU: NVIDIA GeForce 260 / Radeon HD 4000 Series / Intel HD Graphics

- DirectX: Bepcii 10 a6o Butie;
- HakonuuyBad: 512m0;

- omnepaTuBHa nam’siTh: 4 I'6.



1.5.4. Bumoru 1o ingopManiiiHoi Ta IpOrpaMHOi CyMiCHOCTI

JlonaTtok CTBOpPEHMI Ha OCHOBI irpoBoro ABuryHa Unity ta nmpusHaYCHHN is
BUKOPHCTAaHHS Ha omepaiiiiiniii cuctemi WINdows, a MOBOIO mporpamyBaHHS OyB
obopanwmii C#.

Jlomatok He moTpedye O0COOJMBOI TPOIEAYpPH BCTAHOBJICHHS, a IPOCTO
PO3MaKOBYEThCS 3 Zip-apxiBy. OHOBJICHHS BiIOYBA€ThCS MUISIXOM IepeKadyBaHHS

apXxiBy 3 MEpeX1 IHTEPHET.



PO3/ILI 2

IMPOEKTYBAHHS TA PO3POBKA THOOPMAIIMHOI CUCTEMH

2.1. 3arajabHi BIIOMOCTI 3 IpeAMeTHOI rajay3i

PesynpTaTom gaHoi kBamidikaiiiHoi poooTu Mae OyTH IrPOBUH J0JIaTOK JKaHPY
mwiatrpopmep, po3pobicHWid B jaBuryHi Unity, Ta Bi3yaabHUH CTHIb IPOEKTY,
CTBOpEHMUi 3a nornomororo 3D-rpadiku.

[IpotsiroM 1rpoBoro mpolecy KOpUCTyBad IIOBUHEH OyJe BHpIIIYyBaTH
TOJIOBOJIOMKH 32 JIOIIOMOTOI0 JAaHHMX TIpOr0 00’€KTiB, MO0 MNpPOWTH piBHI I'pU Ta
OTpUMATH BUHATOPOAY y BUTJIA apTedaKkTiB Ta 30JI0Ta.

OCHOBHHMM TPU3HAUEHHSM T'PH € PO3BUTOK JIOTTYHOTO MUCJICHHS Ta 1 ABUIICHHS

yBaru KOpHUCTyBaua B po3BaXxaiabHiN (hopmi.

2.2. Onuc 3acTOCOBAHUX MAaTEMaTHYHHUX METOIiB

Ilin yac ctBopenHa 3D-momeneit st TPOEKTY  BUKOPUCTOBYBABCS
MaTeMaTUYHUN METOJ| TPUaHTYJIALIl. TpuaHrysiiero Ha3uBaeThCA MPOLIEC PO3OUTTS
MOJIITOHAJIBHOI 00JIaCTI 31 CKJIAJHOIO KOH(DIrypaii€r0 Ha TPUKYTHUKH. Bynb-sky
001acTh MOXHA PO30MTH HA TPUKYTHUKH, & TPUKYTHHUK B CBOIO UEPTy € HAUTIPOCTIIINM
HOJIITOHOM, BEPUIMHM SIKOTO OJHO3HAYHO 33/1al0Th IpaHb. AJTOPUTMHU TPUAHTYJISLIT
BUKOPUCTOBYIOTbCS B 0OaraTbox mpoueaypax MamuHHOI rpadiku. Hampukinan,
dbopMyBaHHS TTOBEPXOHb, (papOyBaHHS, BUAAJICHHS HEBUIUMUX YacTHH. B irposii
iHaycTpii TpuaHryssmis 3D-Mozmeni € BakJIMBUM €TanoM Iepea eKCIOPTOM 0
JIBUTYHA, TaK K TPUAHTYJISILIS MOEIN 3a0e31euy€e KOPEKTHE BiI0OpaKEHHS TreOMeTpii,
TEKCTYp Ta OJMKIB B camii Tpi.

B inmomy asis poO0oTH 104aTKy HE BUKOPUCTOBYIOTHCS MaTeMaTUYH1 METOAH, A
JUIIE TIPOCTI aITOPUTMIYHI il Taki SK: JO0JaBaHHS, BIAHIMAHHS, IUICHHS Ta

MHOXXCHH:I.



2.3. Onuc BUKOPUCTAHUX TEXHOJIOTiH Ta MOB MPOrpaMyBaHHS

Mixamo — 1ie omaiiH-0a3a JaHUX IEPCOHAXKIB Ta MOKaIl-aHIMAaIlid, 10 SKOI
KOXEH MOKE OTPUMATH JIOCTYM JIsl BAKOPUCTAHHS B XYJIOKHIX MTPOEKTax, (piibmax Ta
irpax. Lle Ham3BU4aliHO 3py4Ha MporpaMa, Opi€eHTOBAaHA Ha JIFOJIEH, sIKi MAIOTh 3aMalio
JIOCBIJy CTBOPEHHS Ta aHIMallii nepcoHaxis. lle ax Hisk He poOUThH Horo 6a30BUM
nporpamMHuM 3a0e3nedeHHsM, Hactpasai Mixamo moxe podutn ynmaino. OcodauBo
JUIS pO3pOOHUKA 1HMI-1MOp 13 OOMEKEHUM OOJIKETOM, SIKMM ITyKae SKICHI aHIMaIli.
Mixamo miaTpuMye BCi OCHOBHI IrpoBi IBUTYHH, BKItouaroun Unreal Engine 1 Unity.

Marvelous Designer - e 3D-nmporpamte 3a0e3neueHHs, SIKE BUKOPUCTOBYETH
JUUIS MOJISTIOBAaHHS TKAHUHHM B OCHOBHOMY JUISl OATY B irpax, pinmpmax Ta iHmumx CG-
npoaykrax. HailBaIMBIIIIOIO TEXHOJOTIEIO € PEaNiCTUYHA CUMYJISLIA TKaHUHA, SKa
ny>Ke crpoinrye poooty 3D-XynoxkHuUKa, TakK K 1a€ KOM(DOPTHY Ta KOPEKTHO 3pO0JICHY
“O0JBaHKY” OJATY, SIKY MOKHA €KCIIOPTYBATH B 1HIII IPOTPAMH JIJIsl AOTIPAIIOBAHHSI.

C# - ne GaraTouigb0Ba MOBa KOMIT'IOTEPHOTO MIPOrpaMyBaHHS, SKa MiAXOIUTh
JUISL IIUPOKOTO CIEKTpy moTped po3poOku. Xoua C# moOXomuTh BIJ MOBH
nporpamyBaHHsi C, BiH MpeACTaBisie JAesKl yHIKaIbHI Ta MOTYXKHI (YHKIIT, TakKi sK
neneratd (Kl MOXKHa pO3MVISIAATH SIK Oe3MeyHl I TUIY MOKaKYMKA (YHKLINH) 1
MO 1a-BUPA3H, SIKI BBOJATH €IEMEHTH (DYHKIIIOHAILHUX MOB IMPOTPaMyBaHHS.

[Is moBa mporpamyBaHHs 00’ €KTHO-OPIEHTOBaHA, Ma€ BEIUKY O10110TEKY
KJIACIB 1 MIATPUMY€E 0OpOOKY BUHSTKIB, KIJTbKA TUIIB MOIIMOP(]i3My Ta BIIOKPEMIICHHS
iHTepdeiiciB Bin peamizamiid. 1li GyHKIT B moegHaHH] 3 TOTYKHUMHU 1HCTPYMEHTaMU
PO3pOOKH Ta MIATPUMKOIO Oaratbox miardopm pobissars C# xopomum BUOOPOM st
0araTtb0X THIIIB MPOEKTIB PO3POOKH MPOTPAMHOTO 3a0€3MEUCHHS: MPOESKTIB MIBUIKOT
PO3pOOKHU T0JATKIB, MPOEKTIB, peasli30BaHUX OKPEMUMHU ocobaMu abo BETUKUMU ab0
MaJIUMHA KOMaHIaMH. Moro cuibHa TUmi3alis moriomMarae 3amoOirtu 0araTbom
MOMUJIKAM TTPOTpaMyBaHHS, sIKi € TOMUPEHUMH B CI1a00IPYKOBAaHMX MOBAX.

Unity — mnomynspHa miuatgopma po3poOKH, Ky MOXKHA BHUKOPHUCTOBYBATH
0€3KOITOBHO (3a ACIKUMH BUHATKaMU). JIBUTYH Ha/lae HaOlp 1HCTPYMEHTIB (aKTHUBH,

riariam, 610710TeKn), OUIBIIICTh 3 AKX MokHA 3HaiTH Ha GitHub, Bitbucket, Unity



Asset Store Ta iHmUKX noaiOHuX ™iargopmax. Unity € XOpomwM 1 3pydHHM
IHCTPYMEHTOM 3 Jye HU3bKUM [TOYaTKOBHM piBHEM. BiH CyIIPOBOIKYETHCS BEIUKOIO
KUTBKICTIO J00pe OINUCAaHUX HaBYAIBHUX TMOCIOHUKIB 1 BIJIACHOI HABYAJIbHOIO
matdopmoro. J[BuryH mpairoe 3 C#, ane TakoK MOKHA BHKOPUCTOBYBATH 0araTo MoB,

takux sk C++, Python, Java y ¢popmi 616mioTek.

2.4. Onuc CTPYKTYpH CHCTEMH Ta AJTOPUTMIB ii PyHKIiIOHYBaHHA

J11st onucy clieHapiiB BUKOPUCTaHHS! KOPUCTYBAayeM MPOrPAMHOIO MPOIYKTY Ta

B3a€MO3B'A3KIB Y caMoMy irpoBomy nojatky s creopriia ULM miarpamu Use Case:

New user Loading

Screen

New
Game

Delete
Old Save

Loading
Screen

Start
Game

Existing user

Start from last
Checkpoint

Loading
Screen

Actor

Work with
Settings

Open
Settings

Puc. 2.1. UML niarpama UseCase aJist TOJIOBHOTO MEHIO TPH.



Fighting

Settings
Menu

Take
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Pause
Menu

Restart
from
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ACI\D

Open
Door

Ride on
Moving Platform

Push
Button

Start
Moving
Platform

Pull objects

Take
Health
Potion

Open
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¥

Checkpoint

Save

Puc. 2.2. UML niarpama UseCase 1111 OCHOBHOTO irpOBOTO MPOIIECY.

JIii xopucTyBaya MOXYTh BIAPI3HATUCA B 3aJI€KHOCTI BiJI TOTO 3alyCTHB BIH
JI0JIaTOK Briepiie ab0 B)Ke MaB MEBHUM Nporpec y Tpl. Y MepiioMy BUTIAIKY BIH MOXKE
MOYaTHU TPaTH JIMLIE 3 MEPIIOro PiBHA 1 WTH Aall JIMIIE MICis HOro MpOXOMKEeHHS.
k1o x BiH yXe 3aIyCcKaB J0JaTOK Ta MaB MEBHY MPOIPECII0, TO MOKE 00paTh Mixk
MIPOJIOBKEHHSM 3 MICIIS, /€ BIH 3yNMUHUBCS MHUHYJOTO pa3y, ado * pO3MoYaTu BCE
cnoyatky. Takok rpaBellb MOXE 3alTH HAa €KpaH HaJIAlTyBaHb Ta HaJallITyBaTu
YaCTUHY T'pH M1 cebe ad0 K BUMTHU 3 TPH Yepe3 BIAMOBITHY KHOMKY. Y Cl BapiaHTH i
BKazaHi Ha puc 2.1.

B ocHOBHIl rpi KOpHUCTyBauyy HEOOXIJTHO MPOXOJUTH PI3HI PIBHI BUPILIYIOUU

TOJIOBOJIOMKH 32 JJOTIOMOT'OI0 HasiBHUX B Tpi 00’ €KTiB. B rpaBIis 3aBK 11 € MOKIIUBICTh



MOCTaBUTU TPy Ha May3y, 1100 3MIHUTH HaJAIITyBaHHS, MOBEPHYTHUCA Ha €KpaH
rOJIOBHOT'O MEHI0, a00 BUMTH 3 TPH.

[IpoTssroMm Tpu Ha pIBHSAX PO3TAIIOBAaHI YEKMOIHTH (TOYKH 30€peskeHHs
porpecy) B BUIIIAII TaOOpy 3 OaraTTsM, sIKi aKTUBYIOTHCS 1 30€piraloTh Iporpec Ipu,
KOJIM IpaBellb MPOXOAUTH MOB3 HUX. KopucTyBau po3yMie, 1110 poLec rpu 30epexeHo,
KOJIM B 6araTTi criajilaxy€e BOTOHb, 1 Ha TIOYaTKY HACTYITHOT IrPOBOI Cecii rpaBeIh 3MOKE
MPOJIOBAKUTH 3 I[LOT'O MOMEHTY.

OCHOBOIO TEUMILICIO € pyX TIEPCOHAXkKA BiJI MOYATKY IrPOBOTO PiBHS 70 (iHIMIIY,
TOMY JUIsl TOKPAIIEHHs BIIYYTTIB BiJ] IrpOBOro Ipolecy Oyia BUKopucTaHa HoBa Input
System Unity. V miii cucremi reiimman 3a3Bu4aidl BIJHOCHTBCS J0 KOHTpoJiepa 3
CyYJaCHUM pO3TAIllyBaHHSAM, TaKUM SK JDKOHWCTHUKH, TPUTEPH Ta HaOIp 3 YOTHPHOX
KkHOTOK. [le mo3Boisie momaty 3araibHUM TeiMIag-KOHTPOJEp, MPU3HAYUTH HOMY
KHOIIKH 1 TIOJIETTIIUTH y3TOJKEHHS MaKEeTIB KepyBaHHA IPOI0 Ha Pi3HUX MiaTdhopmax i
TUTIAX TeHMMaiB. 3aBISKH PO3MIMPCHUM HAJAIITYBaHHSAM Ta I1HTYITHBHO
3po3yMijoMy iHTepdeicy, BUHIILIO 3pOOUTH MaKCUMaJIbHO KOM(OPTHY AJis TpaBls
MEXaHIKy pyXy. Y Ipl NEpPCOHAXX MOXKE IMepecyBaTUCH XOAbOOK Ta OIroM, TaKOX
peanizoBaHa MexaHika CTpUOKIB Ta pyXOMI1 IIaTPOPMH.

J1Jist MOTINIIeHHS TEUMILICIO pealli3oBaHo Taki 00’ €KTH Ta MEXaHIKH:

- Pyxoma kopoOka - € 0JHUM 3 HaWBaXUIMBIIIUX 00’ €KTIB JIJIsl IFOP TAKOTO KaHPY.
['paBetnib BUKOPUCTOBYE ii JUIsl TOTO, 1100 JICTATUCS BUCOKO PO3TAIIOBAHUX MICIh 200
MO>KE€ BUKOPHCTOBYBATH SIK YKPHUTTS BiJl aTaK BOPOTIB.

- CriHKa, SIKy MOKHA 3pYHHYBaTH BHUKOPUCTOBYETHCS ISl PO3BHTKY yBaru [0
netaneit. Yacrimie 3a Bce, MPUXOBYE 3a COO0I0 HE 0OOB’SI3KOBHM MIJIsI MPOXOKCHHS
PIBHS MPOXijd, B IKOMY MOXe OyTHM MPUXOBAaHUM OOHYC Yy BHUIJISAI LITIOLIOTO 3L,
TOIIIO.

- Haruckna mnnmuta Moxe OyTH TO3UTUBHUM [IJISi ITPOKA aKTUBATOPOM
HEOOX1THOTO ISl TIPOXO/KEHHSI eJIeMEHTY a00 BIAKpPUBATH MPOXIiJ 0 J0JATKOBOT
ckpuHi. TakoX MOXe BUKOPHUCTOBYBATHChH SIK TMACTKA, HAMPUKJIAJ] TMPU HATUCKY
BUITYCKATH UM, [0 HAHOCATH KOy MIEPCOHAXY, a00 3aUMHSITH I'paBIsd B KIMHATI 3

BOpOTraMu, AKHX H€O6XiI[HO IEPEMOITHU AJIA BUXOAY 3 KIMHATH.



- Baxinp akTuBaiii 3a3Buuail BIAUMHSE JBEpl, aKTUBYE PyXoMi IMIaTPopMH,
To110. JlyKe Mmommpena npakTuka KoJid BaXKiJb aKTUBAIlll 3aX0OBaHUM J1eCh Ha PIBHI Ta
KOpHCTyBady, KUl HE MOXE MPOWUTH pIBEHb Jalll uepe3 3amepTi JABepi, HEOOX1THO
IIYKaTH TPOXiJl, IKUW BiH HE TIOMITHUB.

- Pyxoma mnardgopma BUKOPUCTOBYETBCS $K 3aci0 MPOXOJKEHHS MACTKH.
3a3Buyaill MEpEeBO3UTh INEPCOHAXa HaJA SKUMOCh HEOE3NMEUHHMHU TMOBEPXHSIMHU,
HaInpukiaj jJaBa adbo orpyra. ['paBiio HEOOXIHO y BAATMIl MOMEHT 3aCTPUOHYTH Ha
1110 TIaTGopMy 1 He 3BAJIMTUCH B PIIMHY, sKa BO € MEpCOHaXKa 1 3MYCUTb MPOXOIUTH
PIBEHb 3 OCTAaHHBOI'O YEKITOIHTY.

Takox y rpi peamizoBaHa OoioBa cucreMa. [IpoTarom piBHS NEpCOHAK
3yCTpiua€e BOPOTIB y BUTJIS/I CKEJETIB, SIKUX HEOOX1HO MEPEMOTTH, 1100 OTpUMAaTH
HaropoAy abo MpoCTO MPOCYHYTUCH Jali B IPOXO/PKEHHI piBHA. [IpOTUBHUKN MalOTh
CBOIO MEBHY AUISHKY Ha KapTi, IKY OXOPOHSIOTb, 1 SIKILIO KOPUCTYBAU 3aXOUTh HA HEl
Ta MOTpAaIUIsie B IX TOJE OTJSAY, TO MPOTHBHUK IMOYMHAE aTaKyBaTH IEPCOHAXKA.
['paBerib NOBUHEH YXWIATUCSA BlJ] aTaK BOPOTiB, 1100 HE OTPUMATH LIKOAY, Ta HAHECTH
JOCTaTHIO KUIBKICTh yJAapiB MPOTHUBHUKY, MO0 mnepemortd ioro. OTpumana
MEPCOHAKEM IIKOJAA y MEBHIM KUIBKOCTI MOXKE MPUBECTU O CMEPTI Ta KOPUCTYBaUy
JIOBEJIEThCS TOYMHATH TPy 3 OCTAHHBOTO YEKIOIHTY. SIKIO MEepCOHa)XX BTPATUB
3JI0pOB’4, aJie BCE K TaKu MEePEMIT BOPOTra, TO MPH MOAANBIIOMY MPOXOIXKEHH1 PIBHS B
HBOTO € BENMKAa WMOBIPHICTh 3HAWTH IIUTIONIEC 3ULISA, sIKE BITHOBUTH MOTO PIBEHb
3JI0pOB’sl ISl MOJAJIBIIOTO MPOXOIKEHHSL.

JUIst  yCHIIIHOTO MPOXOJKEHHSI PIBHSA TPABII0O HEOOXIIHO NPOWTH BCl
BUNPOOYBaHHS 1 JlicTaTCs (DIHAIBHOI CKPWHI, B SKIM HA HHOTO YE€KA€ BUHATOPOJIA Y

BUTJIsA/I1 apTedaKTiB 1 30/10Ta. Y ¢l BUIIIEONUCAH1 JI1i MOYKHA MEPETJISHYTH Ha puc. 2.2.



2.5. O0rpyHTYBaHHS Ta OpraHi3auisi BXiZTHMX Ta BUXiIHUX JaAHUX MPOrpaMu

JlaHuii mporpaMHMI JOJAaTOK MpUMMAaEe BBIJ KOPHCTyBada ISl YIPaBIIIHHS
OCHOBHUM IME€PCOHAXEM Ta eJeMEeHTaMu iHTepdeiicy. B SKOCTI BUXIAHMX JaHHX
nporpama rnosepTae (aitsi 3 iIrpoBUM MPOrpecoM Ta OCOOMCTUMHU HaIAITyBaHHSIMU

KOPHUCTYBaua.

2.6. Onuc po3po0dJieHol cucTeMu

2.6.1. Bumoru 10 GpyHKIiOHAJIBbHUX XaPAKTEPUCTHK

Jns PO3pOOKH Oyna BUKOPHCTaHa €JIEKTPOHHO-00YHUCITIOBATIbHA

MaluHa(HOyTOYK) 3 HI)KUEHABEICHUMH XapaKTePUCTUKAMU:

- OS: Windows 10

- CPU: Intel Core i7-11370H (3.3 - 4.8 I'T')

- GPU: NVIDIA GeForce GTX 3050

- Memory: SSD 1 TB

- RAM: 16 GB.

- Screen: 2880x1800 (WQXGA+)

A Takox Taki nmepudepiiini 3acobu, sk rpadiunuit mianmer Huion INSPIROY

H1161 ra mudpora pyuka PW100.

2.6.2. Bukopucrani nmporpamMsi 3acoou

Autodesk Maya, skuii 3a3Bu4ail CKOpOUYyeEThCA 10 mpocto Maya, — 1e
nporpama ayis Komm ' roTepHoi 3D-rpadiku, sika BUKOPUCTOBYETHCS ISl CTBOPCHHS
aKTUBIB I 1HTepakTUBHUX 3D-momaTkiB (BKJIIOYAIOUM BiJCOITpH), aHIMALIMHUX

Gb17BMIB, cepiajiB Ta BI3yaJlbHUX €(EKTiB.



KopuctyBaui Bu3Ha4atoTh BIpTyalibHy po00Udy 00JacTh (CIIeHY) JUTsl peam3artii
Ta pelaryBaHHS KOHKPETHOTO Meaia-npoekTy. Maya mponoHye apXiTeKTypy rpada
By3JiB. EnemMeHTH clieHM 3acHOBaHI Ha BY3JIaX, KOKEH BY30J Ma€ CBOi BIIACHI
aTpuOyTH Ta HaJlAIITyBaHHSA. B pe3ynbraTi Bi3yalibHE YSBJICHHS CICHH ITOBHICTIO
0a3yeThcs Ha MEPEX1 BY3ITIB, 110 3’ €THYIOTHCS, 3aJIC)KHO B1J iHGOpMaIlii OIMH OJHOTO.
J71 3pyYHOCTI IEPETIsiay UX MEPEeX € 3aJIeKHICTh 1 OpPIEHTOBAHUH allUKIIYHUHI Tpad.

[Mpuknan inTepdeticy Autodesk Maya HaBeneHo Ha puc. 2.3.

M untitled* - Autodesk Maya 2020: untitled a x

(RCREIE B Sl ]

Puc. 2.3. Intepdeiic mporpamu Maya.

Pixologic ZBrush — ne incTpymeHT aiist upoBOT CKYIBNTYPH, SKUN TOETHYE
3D/2,5D wMopemioBaHHS, TeKCTypyBaHHS Ta ¢apOyBaHHsi. BiH BukopucroBye
3alaTeHTOBAHY TEXHOJIOTIIO «IIKCOJ», sika 30epirae iH(opMallito mpo OCBITJICHHS,
KOJIIp, MaTepiall, OPIEHTAIIIIO Ta TIMOMHY ISl TOYOK, 1110 YTBOPIOIOTH YC1 00’ €KTH Ha
expani. OcHOBHA BiAMiHHICTh ZBrush Big O11bII TpaAUITIHHUX TAKETIB MOJCITIOBAHHS
nojisira€ B TOMY, IO BIH OUIbIIEe CXOXHUU Ha TpaaulliiHe mirieHHs. ZBrush
BUKOPUCTOBYETHCS JUISI CTBOPECHHSI MOJIENIEH 3 «BUCOKOIO PO3IIIHHOIO 3/1aTHICTIOM

(3matHuX gocsaratu noHaa 40 MITBHOHIB MOJITOHIB) JUIsl BUKOPUCTAHHS y (lIbMax,



irpax Ta a"imarlii komnanismu, nounHatrouu Big ILM 1 Weta Digital, 3akinuytoun Epic
Games 1 Electronic Arts.

ZBrush BUKOpHCTOBY€E TMHAMIYH1 PiBHI PO3/UIBHOI 3aTHOCTI, 00 CKYIBITOPH
MOTJIM BHOCHUTH TJI00aJIbHI 200 JIOKaJIbHI 3MIHHU JI0 CBOiX Mozenei. OTpumMani aertani
CITKM TOTIM MOKHA EKCIIOPTYBaTH SK KapTH HOpMasiell [JIsi BUKOPHCTaHHsS Ha
HU3bKOIIOIITOHANBHIHN Bepcii TI€T )k MOETI.

[puxnan intepdeticy ZBrush naseneno na puc. 2.4.

eso0re=Cca0.

Puc. 2.4. Intepdeiic nporpamu ZBrush.

Substance Painter — e HeHMOBIPHO MOTYXHUK IHCTPYMEHT st 3D-MatoBaHHS.
Horo mosxua nopisusty 3 3D-Bepciero Adobe Photoshop a1t mibpoBoro MamoBaHHs.
OcHoBHa MeTa Substance Painter — TekcTypyBatu Mogeni. Moro BIOCKOHAJEHi
IHCTPYMEHTH MacCKyBaHHSI Ta MTPOIIETyPHOTO TEKCTYPYyBaHHS JI03BOJISTIOTH CTBOPIOBATH
TEKCTYpH, SIKi Habarato BaK4ye JOCITTH B CYTO JBOBUMIPHHX Iporpamax, TaKuX SK
Photoshop.

Bin Mae kinbKa myxe KOpUCHUX (DYHKINHM, HAPUKIIA], BUMIKAHHS TEKCTYyp 8K,

poboui mporecu PBR wmarepianmiB y pealbHOMY dYaci Ta 0araTto MOIMEpeIHIX



HaJalITyBaHb MaTepiaiiB. Substance Painter Hagae MOXIMBICTH MaTIOBAaTH SIK Ha 2D-
KapTax, Tak 1 6e3nocepeanro Ha 3D-moaem y BikHi neperisiay 3D.

Substance Painter BimoOpaxae Ta ekcriopTye Bci Teketypu y popmati PBR, Tomy
BOHU IMITIOPTYIOTHCSI TPSMO B ITPOBHMA JIBUTYH 3 TOYHO TAKUM XK€ PE3yJIbTATOM.

Iarepdetic nporpamu Substance Painter.naBeneno Ha puc. 2.5.

@, Substance Painter - =] x

TEXTURE SET LIST

LAYERS TEXTURE SET SETTINGS X

B e N

GENERAL PROPERTIES

PROPERTIES

PYTHON CONSOLE

Puc. 2.5. Intepdetic mporpamu Substance Painter,

Headus UVLayout — e mporpama Juisi CTBOPEHHSI Ta peJiaryBaHHs KOOPIUHAT
UV-tekctyp mis 3D-momiciTok 1 nmoBepxoHb. YHikansHuM miaxing UVLayout, skuii
BUKOPUCTOBYEThCS TpodecioHamaMu B I1HAYCTpli Irop Ta Bi3yaldbHUX €(QEKTIB,
JTIOOUTENSIMU BCIX THUIIB 1 CTYyJCHTaMH, Ja€ XyIO0KHUKaM TEKCTYpPH 1HCTPYMEHTH,
HEOOX1TH1 JIsl CTBOPEHHS BUCOKOSKICHUX UV-TEKCTYp 13 HU3bKUM BUKPHUBJICHHSIM 32
3HAYHO MEHIIMH Yac, HiXK TPAIULIHHUMU METOJJaMH.

Marmoset Tollbag 4 - wue w™ynpTHIHCTpYMEHT 3D-XynoXKHHKA, SKUAN
BUKOPUCTOBYETHCS JJISI BUPIIMICHHS BEIUKOI KUIBKOCTI XYIOKHIX 3a7ad: peHiep,

TEKCTYPHHT, HaJAIITyBaHHS CIIEHW Ta 3amikanHsg kapT (normal map, ID map i Tn).



dizuynHa Bi3yamizallis B peaJlbHOMY dYaci Ta OCBITJICHHS Ha OCHOBI 300paXkeHb €
OCHOBOIO UyI0BOi siIKOCT1 300paxkeHHs Toolbag.

Toolbag BUKOpPHCTOBYE TMOTYXHICTh Bamloro rpadiyHOro  MpoIecopa
(Bim€oKapTH) AJisi CTBOPEHHS HAA3BHYAMHO MIBUAKOTO BumikaHHs. [1i7 yac BHeceHHs
3MIH JI0 JIOKaJIbHUX JIIJISTHOK BaIllOi CITKH BiH Mepe3alliKae JIUIIe YpaxeHy 00J1acTh, 110
IIPU3BENE 10 MalyK€ MUTTEBOTO OHOBIICHHS IONEPEIHBOrO pe3yJbrary. IloTyxHui
mexaHi3Mm Bizyamizamii GPU Toolbag 3agatauii oOpoOnsiTH CITKM Ay»e€ BHCOKOI
PO3JIIBHOI 3/TaTHOCTI, a TAKOX MUIBHOHM TOJITOHIB TP BUKOPUCTAHHI 3 CYyYaCHUMU
Bieokapramu. Toolbag He Mae oOMexeHHS Ha 0araTOKyTHHUKH, OJHaK
OPOAYKTUBHICTh 3aJIEXUTh BiJ KOHKPETHOro rpadiuHOro mpoiecopa, SKUA BHU

BukopuctoByete. [aTepdeiic Marmoset Toolbag.naBeneno Ha puc. 2.6

Puc. 2.6. Intepdeiic mporpamu Marmoset Toolbag.

Jira - coyaTtky cTBOPrOBaach SIK CUCTEMa BiJICTEKEHHS TTOMUJIOK, MPU3HAYCHA

JUIs OpraHizauii B3aeMo/Iii 3 KOpUCTyBauyaMu. AJlie Ty’Ke 4acTo il BUKOPUCTOBYIOTH SIK



mporpama i yrpaBiiHHSA mpoekTamu. OCHOBHUN eleMEHT OOJIIKy B CHUCTeMi —
3aBAaHHs. 3aBAaHHs BKJIIOYAE B ce0e Ha3By MPOEKTY, TUII, TEMY, IIPIOPUTET, 3MICT Ta
KOMITOHEHTH. € MOXXJIMBICTh PO3IMIMPEHHS 3aBJaHHS JOJATKOBHUMH IOJISIMH,
nomatkamu (Hampukiag - ¢oTorpadisMu, 3HIMKAMHA €KpaHy) a00 KOMEHTapsMHu.
3aBaHHs MOKE pellaryBaThcst a00 3MIHIOBAaTH CTaTyC, HAPUKIIA, 13 «BLAKPUTHID 10
«3aKpUTOTO». SIKI TMepexoau MK CTaHAMU MOXKJIMBI, BH3HAYAETHCSA UYEpe3 TOTIK
oTieparlii, o HaJalTOBY€EThCA. byab-AKi 3MiHU 3371291 TPOTOKOJIIOIOTHCS B KypHaJ.
@ Safari File Edit View History Bookmarks Window Help

- 7= 9:00am

@ cloud.atlassian.net

Complete sprint

E Compass =

@ Scrumboard Q

8 Backlog
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] @
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£

Evaluate broken tests when
sidebar Is removed

 Simplity Navigation
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Design a new newsletter for
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0
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G 9

Evaluate broken tests when

sidebar is removed

 Simplity Navigation

Create issue navigator build
that tests against master
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approval from Becky

[ Donut Wodd
Q

Create issue navigator build
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o @

Evaluate broken tests when
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 simplity Navigation
o

Design a new experience for
the homepage

Q

Design a new experience for
the homepage

@

Prevent attacks with
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] 5]

Design a new experience for
search in homepage

Q

Puc. 2.7. llpuknan inrepdeiicy nporpamu Jira



2.6.3. Buki1MK Ta 3aBaHTa:KeHHS NMPOrpaMu

JIJist 3amycKy MPOEKTY HEOOXITHO 3aBAHTAXHUTHU apXiB 3 JOJATKOM 13 MEpexi
IaTepHeT Ta po3apxiByBaTu uepe3 Oyab-skuii apxiBatop. [licis po3mnakoBKU apXiBy

HEOOXITHO MPOCTO 3alMyCTUTH BUKOHABYMM (haiiyl y mamii mporpamu - JOAATKOBOI

1HCcTamAIIi He MoTpiOHO. Po3nakoBanuii BUTIIsA apXiBYy HaBEJEHO HaA puC. 2.7.

IR

Davin [naBHas

Moaenntbca Bua

YnpaeneHune

~ 1 B > game

» BbICTpbIV gocTyn
P Pabounii cron #
B 3arpysku *
B Jokymentsi A
I Na06paxenns #

Uma

l DiplomaGame_Proto_Data
B MonoBleedingEdge

< DiplomaGame_Proto.exe
€ UnityCrashHandler32.exe
B UnityPlayer.dll

Cpeacrea paboTbl C NPUAOXKEHUAMMN

[lata nsmeHeHus

08.06.2022 15:27
08.06.2022 15:27
01.05.2021 12:00
01.05.2021 11:56
01.05.2021 12:01

Tun

Manka c paitnamm
Manka c pannamun
Mpunoxexune

MpunoxeHune

PacwmpeHnue npw...

Pasmep

627 Kb
1043 Kb
21 281 Kb

M ad
B argonian
B VFX

B avnnom
OneDrive

3 3701 kOMNBIOTEP
r Buaeo
l JloKyMeHTbI
B 3arpysku
s V306paxenus
P Mysbika
B O6nemtble 0bbek
P Pabounii cton
S JloKanbHbIN AUCK (

< DRIVERS (D)

@‘ CeTtb

dnemenToB: 5 | BuibpaH 1 3nemenT: 626 Kb |

Puc. 2.8. [Ipuknan nanku 3 J0JAaTKOM MiCIs pO3MIaKyBaHHS apXiBYy.



2.6.4. Onuc inTepgeiicy kopucryBaya

JUNG\%
ADVENTURES

CONTINVE
'NEW/GAME
“SETTINGS

SEXIT

Puc. 2.9. I'ost0BHE MEHTIO.

SETTINGS

MUsIC @
EFFECTS @

» MUTE

CONTINU

NEW/GAM
SETTING R

EXIT

Puc. 2.10. MeHnro HanamrTyBaHb.



WARNING )

ARE YOU SURE YOU WANT

TO START A NEW GAME?

YOUR OLD SAVE WILL BE
DELETED!

Puc. 2.11. BikHo 3anuTy 1 TOYaTKy HOBOI T'PH.

Puc. 2.12. Expan 3aBaHTaXXeHHS 3 TOJIOBHOTO MEHIO JI0 TPH.



‘CONTINUE

SETTINGS'

SESEXIT

Puc. 2.14. Expan nay3u.



GAME OVER

.RESTAlRT.

Puc. 2.15. Expan cmepTi.

LEVEL
COMPLETED!

YOUR REWARD ||

L T,

+100 ©

“C-ONTINUE!'

Puc. 2.16. Expan mepeMoru.




PO3JLT 3

EKOHOMIYHIN PO3I1T

3.1. Po3paxyHok TPyAOMiCTKOCTI Ta BAPTOCTi pO3POOKH MPOrPAMHOI0 MPOAYKTY

[TouaTkoBi maHi:

1.

nepeadadyBaHe Ynuciio onepaTopiB nporpamu — 1200;

2. Koe(IIieHT CKIIAIHOCTI porpamu — 1,3;

3. KoeilieHT Kopekii mporpamMu B Xo/i i po3pooku — 0,06;
4,
5

ToJIMHHA 3apo0iTHA T1aTa mporpamicta — 112 rpu/rox;

. Koe(iIieHT 30UIbIIEHHS BUTpAT TMpalll BHACHIIIOK HEIOCTaTHHOTO OIUCY

3amaul — 1,2;
koedimieHT kBanmidikaiii mporpamicta, 0OyMOBICHHH BiJ] CTaxXy poOOTH 3

naHoi creraibHocT — 1,1;

. BapTicTh MammHO-roanH EOM — 14 rpu/rop.

HopmyBanns mpaui B mponeci cTBOpeHHsI I3 1CTOTHO yCKIaAHEHO B CHITY

TBOPUYOT'O XapakTepy mpaili nmporpamicra. Tomy TpyJIoMiCTKICTh po3poOku [13 moxe

OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIEJIEH 3 PI3HOIO TOYHICTIO OLIIHKH.

Tpynomictkicth po3pooku 13 MokHa po3paxyBaTu 3a GOpMYJIOKO:

t=t, +t,+t, +t, +1t .+t mommmo-rommm,  (3.1)

ne t, — BUTpATH Mparll Ha MiIT0OTOBKY ¥ OINKC MOCTaBIEHOT 3aa4l (MPUHMAa€EThCs

50);

t, — BUTpaATH Ipalll Ha JOCIIKEHHS aJITOPUTMY PIllICHHS 3a1a4i;

t, — BUTpaTu mpaili Ha po3poOKy OJI0K-CXeMHU alTOPUTMY;

t, — BUTpaTH mpaill Ha MPOrpaMyBaHHsI 110 TOTOBIN OJIOK-CXEMI;

t

omJjl

— BUTpATH Mpalll Ha Hajaro/pkeHHs nmporpamu Ha EOM;



t, — BUTpATH mpalli Ha MATOTOBKY JOKYMEHTAIII1.
CkJaZioB1 BUTpATH Tpalli BU3HAYAIOTHCS Yepe3 YMOBHE yuciio onepatopi y 13,

K€ pO3pPOOIIAETHCA.

YMOBHE YHUCIIO ONepaTopiB (Miamporpam):

Q=q-C-(1+p), (3.2)

e q — nepeadadyBane ynciio omneparopis (2500);
C — xoediieHT cKIIagHOCTI porpamu (1,4);

p — Koe(ilieHT Kopensauii mporpamu B Xoi ii po3pooxu (0,06).
Q = 1200-1,3-(1+ 0,06) = 1653.6;

ButpaTtu npaiii Ha BUBUEHHS ONHUCY 3a/ayl tM BU3HAYAETHCSA 3 ypaxyBaHHSIM
YTOYHEHHS ONUCY 1 KBadi(iKalii mporpamicra:

t, = —22
U™ (75..85)-K’

JFOTMHO-TOJTUH (3.3)

ne B — xoedirieHT 301IbIIEHHS BUTPAT Tpalli BHACIIIOK HEIOCTATHHOTO OIHUCY
3anaui (1,2);

K — koedimieHT kBamidikalii mporpamicta, 00yMOBIICHH CTakeM poOOTH 3 JaHOT

cnemianpHOCT (1,1);

_ 1653,6-1,2

t, = = 21,2, MIOOIUHO-TOINH.
u 85-1,1 4, 0N a

Butpartu mparii Ha po3poOKy anropuTMy pillieHHS 3a/1a4i:

___ @ .
ta = (20..25) K’ (3.4)
1653,6 ]
ta = 557 i 75,2, TIOUHO-TO/IHH.



Butpatu Ha ckiafaHHs mporpaMu Mo roToBiil OJ0K-cxeMi:

Q

n = m; (3.5)
t, = ;gsii = 60,1, mroquHO-TOINH.
Butpatu nparii Ha HanaromkeHHs nporpamu Ha EOM:
— 32 YMOBH aBTOHOMHOT'O HaJIaroJI)KEHHs OJTHOTO 3aB/IaHHS:
tomn = G0 (3.6)
torn = 156_55'16 = 300,7, nroquHO-TOAWH,
— 3a YMOBHU KOMIUIEKCHOTO HAJIaro>KE€HHS 3aBJaHHS:
t(IJCTJI =12- Lorn (37)

tors = 1,2 -300,7 = 360,8, moauHO-TOIMH,

Butpatu npaiii Ha MiArOTOBKY JTOKYMEHTAIlli:

ta = tap + tao; (38)

ne ty, — TPyAOMICTKICTb MIJTOTOBKU MaTepiaiiB 1 pyKONHUCY;

ty = —2 (3.9)

~ (15..20)K’



1653,6
tyg = 011 75,2, TIIOAUHO-TOINH,

ne ty, — TPyAOMICTKICTh pearyBaHHs, Ie9aTKu i opopMIICHHS TOKYMEHTAIII1;

too= 0,75't¢)p ; (310)

tso = 0,75 - 75,2 = 56,4, m0HUHO-TOIMH.

ts = 75,2+ 56,4 = 131,6, n10AUHO-TOJIHH.

OTpumaeMo TPYJIOMICTKICTh PO3POOKH POrPaMHOIO 3a0€3MeYCHHS:

t=50+ 21,2+ 75,2 + 60,1 + 300,7 + 131,6 = 638,8, 1r0AUHO-TOIHH.

VY pesynbTaTi MU po3paxyBaiii, IO B 3araibHIN CKIaTHOCTI HeoOxigHO 638,8

JJIOAUMHO-TOOUH AJIA p03p06KI/I AaHOI'0 IIporpaMHOro 3a0e3IeYeHHs.

3.2. PaxyHOK BUTpPAT Ha CTBOPEHHS IPOrpamMu

Butpatu Ha ctBOopenns [13 Kno BKIIIOUaOTh BUTpATH HA 3apOOITHY IJIaTy
BUKOHABIIS TPOTPaMHU 3377 1 BUTPAT MAIIMHHOIO Yacy, HEOOX1THOTO Ha HaJIaro I>KCHHS

nporpamMu Ha EOM.
Ko = 331 + 3us | rpH, (3.11)
337 — 3apo0iTHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 (HOPMYIIOIO:
33 =t-Cnp | rpH, (3.12)

ne t — 3aranpHa TPYJOMICTKICTb, JTFOJUHO-TO/IVH;



Cp — cepenHs TONMHHAA 3ap0o0iTHA TUTaTa MporpamicTa, TPH/TOIUHA.

3 ypaxyBaHHSM TOTO, III0 CEPEIHS TOAMHHA 3apIljiaTa MporpamicTa CTAaHOBHUTH

112 rpu/ron, TO OTpUMAEMO:

331 = 6388112 = 71545,6, rpH.

BapTicTs MammHHOTO Yacy 3)p HEOOX1IHOTO I HAIAroXKEHHS MporpamMu Ha

EOM, Bu3HauvaeThCs 3a GOpMyJIoro:

3MB = tomﬂ . CM , rpH, (313)

ne t,m, — TPYJIOMICTKICTh HaJlaropkeHHs nporpamu Ha EOM, rog;

Cyy — BapTicTh MammHo-roauan EOM, rpu/ro.
3mp = 300,714 = 4209,8 rpH.
3BiZICH BUTPATH Ha CTBOPEHHS IPOTPAMHOTO MPOAYKTY:
Ko = 71545,6 + 4209,8 = 75755,4 rpH.

OuikyBaHuii nepion crBopeHHs 113:

t

T =
B, -F, Mmec. (3.14)

ne Bx — unciio BUKOHABIIIB;

Fo — micsunuii ¢ponn pobodoro yacy (mpu 40 roguHHOMY POOOUYOMY THXKHI

Fp=176 ronun).

Butpartu Ha CTBOpEHHS MPOrPaMHOTO MPOAYKTY:



6388
T 1-176

= 3,6 Mic.

Bucnosku. JonaTox Mae Baptictb 75755,4 rpu. MMoBipHuit odikyBanmii yac
po3pobku — 3,6 Micani npu crangaptHomy 40-ronuHHOMy poOodomy TrkHI 1 178-
roguHHOMY poboyomy Micsi. Lleii TepMiH MOB’s3aHUN 3 KUIBKICTIO OMEpPaTopiB 1
BKJItOUa€ B cebe Jac I AOCITIDKEHHS Ta pO3pOOKY alTOPUTMY PO3B’SI3aHHS 3ajadi,
pO3pOOKy nr3aitHy 1 cTBOpeHHS MoKyMeHTallli. Ha po3poOky nonatky Oyze BUTpadeHo

638,8 mroanHO-TOIHH.



BUCHOBKU

[Tig yac BUKOHaHHS KBadidikaiiifHOT poOoTH OYB pO3pOOIEHHI ITPOBUH T01ATOK
*aHpy rmiardopmep B auryHi Unity Ta cTBOpeHO Bi3yajbHHU CTHJIb MPOEKTY 3a
nonomororo 3D-rpadikwu.

OCHOBHMM TMPU3HAYECHHSIM I'PH € PO3BUTOK JIOTIYHOTO MUCJICHHS T M1BUIICHHS
yBaru KOpucTyBaya B po3BaxaibHiil popmi. [IpoTsirom irpoBoro npoiecy KopuctyBad
MOBUHEH BHUPINIyBaTH TOJOBOJOMKH 3a JOMOMOTOI0 JTaHUX TI'pO0 00’€KTiB, 1100
MPOWTHU PIBHI IPHU Ta OTPUMATH BUHATOPOY Y BUIIIsIAL apTe(daKTiB Ta 30J10Ta.

[lporpama mpamtoe Ha onepariiHiii cuctemi  WIindows, ska DIUPOKO
BUKOPHUCTOBYETHCS LIITLOBOIO ayIUTOPI€I0 MPOAYKTY. JloaToK peanizoBaHU Ha MOBI
nporpamyBanHs C# 3a nomomororo irposoro auryHa Unity. Takox Juiss CTBOpEHHS
BI3yaJIbHOI YaCTUHU JOJATKy BUKOPHCTOBYBAJIMCH Taki cydyacHl mporpamu ais 3D-
mozemoBanusa: Maya, ZBrush, Headus UVLayout, Marmoset Toolbag, Substance
Painter.

[lin yac BUKOHAHHS KBaji(iKalliHOI poOOTH y €KOHOMIYHOMY PO3JLIL OyJn
MPOBENICHI MIAPaXyHKH JJIs BU3HAYEHHS TPYAOMICTKOCTI PO3POOJIEHOTO T0MATKY
(638,8 mroMHO-TOIMH), BAPTOCTI POOOTH 110 Ti cTBOpeHH 0 (75755,4 rpH) Ta vacy Ha

BUTPAYCHHOTO Ha CTBOpeHHS (3.6 mic).
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Jlictunar CharacterControl.cs:

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.InputSystem;

public class CharacterControl : MonoBehaviour
{
CharacterController playerController;
Animator animator;
FemalePlayerinput playerinput;

int isRunningHash;

Vector2 currentMovementinput;
Vector3 currentMovement;

bool isMovementPressed;

public float rotationFactorPerFrame = 10f;
public float speed = 3f;

public float gravity = -9.8f;
public float groundedGravity = -0.05f;

bool isJumpPressed = false;

float initialJumpVelocity;

float maxJumpHeight = 4f;

float maxJumpTime = 0.75f;

int islJumpingHash;

int jumpCountHash;

bool isJumpAnimating;

int jumpCount = 0;

Dictionary<int, float> initialJumpVelocities = new Dictionary<int, float>();
Dictionary<int, float> jumpGravities = new Dictionary<int, float>();

public Vector3 externalMove;

private void Awake()

{
playerinput = new FemalePlayerInput();
playerController = GetComponent<CharacterController>();
animator = GetComponent<Animator>();
isSRunningHash = Animator.StringToHash("'isRun");
isJumpingHash = Animator.StringToHash("isJump");
jumpCountHash = Animator.StringToHash("JumpCount");
playerIinput.FemaleControls.Move.started += onMovementinput;

JOJATOK A



playerinput.FemaleControls.Move.canceled += onMovementinput;
playerInput.FemaleControls.Move.performed += onMovementinput;
playerinput.FemaleControls.Jump.started += onJump;
playerInput.FemaleControls.Jump.canceled += onJump;
playerinput.FemaleControls.Hit.started += onHit;
playerInput.FemaleControls.Hit.canceled += onHit;
SetUpJumpVariables();

private void SetUpJumpVariables()
{
float timeToApex = maxJumpTime / 2;
gravity = (-2 * maxJumpHeight) / Mathf.Pow(timeToApex,2);
initialJumpVelocity = (2 * maxJumpHeight) / timeToApex;
float secondJumpGravity = (-2 * (maxJumpHeight + 2)) / Mathf.Pow((timeToApex * 1.25f),
2);
float secondJumplnitialVVelocity = (2 * (maxJumpHeight + 2)) / (timeToApex * 1.25f);
initialJumpVelocities.Add(1, initialJumpVelocity);
initialJumpVelocities.Add(2, secondJumplnitialVelocity);
jumpGravities.Add(0, gravity);
jumpGravities.Add(1, gravity);
jumpGravities.Add(2, gravity);
}

private void onJump(InputAction.CallbackContext context)
{

islumpPressed = context.ReadValueAsButton();

if (YisJumpPressed)

{

jumpCount = 0;

}

}

private void onHit(InputAction.CallbackContext context)
{
bool isAttack = context.ReadValueAsButton();
animator.SetBool("isAttack", isAttack);

}

void onMovementInput(InputAction.CallbackContext context)
{
currentMovementinput = context.ReadValue<Vector2>();
currentMovement.x = currentMovementinput.x * speed,;
iIsMovementPressed = currentMovementlnput.x != 0;// || currentMovementinput.y !'= 0;

}

void FixedUpdate()

{
handleRotation();

handleAnimation();
I if (currentMovement != Vector3.zero)



{

playerController.Move((currentMovement + externalMove) * Time.deltaTime);

¥
handleGravity();
handleJump();

¥
private void LateUpdate()
{
transform.position = new Vector3(transform.position.x, transform.position.y, 0);
¥
private void handleJump()
{
if (playerController.isGrounded && isJumpPressed)
animator.SetBool(isJumpingHash, true);
islumpAnimating = true;
if gumpCount == 1)
{
jumpCount = 0;
}
jumpCount +=1;
animator.SetInteger(jumpCountHash, jumpCount);
currentMovement.y = initialJumpVelocities[jumpCount] * 0.5f;
isJumpPressed = false;
¥
}

void handleGravity()

bool isFalling = currentMovement.y <= 0.0f || lisJumpPressed;
float fallMultuplier = 2f;
if (playerController.isGrounded)
{
if (islJumpAnimating)
{
animator.SetBool(isJumpingHash, false);
isJumpAnimating = false;
animator.SetInteger(jumpCountHash, jumpCount);

¥

currentMovement.y = groundedGravity;
¥
else if (isFalling)

float previousY Velocity = currentMovement.y;

float newYVelocity = currentMovement.y + (jumpGravities[jumpCount] * fallMultuplier *
Time.deltaTime);

float nextYVelocity = Mathf.Max((previousY Velocity + newYVelocity) * 0.5f,-20f);

currentMovement.y = nextYVelocity;

}



else

{

float previousYVelocity = currentMovement.y;
float newYVelocity = currentMovement.y + (jumpGravities[jumpCount] *
Time.deltaTime);
float nextYVelocity = (previousYVelocity + newYVelocity) * 0.5f;
currentMovement.y = nextY Velocity;
}
¥

void handleRotation()

{
Vector3 positionToLookAt;

positionToLookAt.x = currentMovement.x;
positionToLookAt.y = 0Of;
positionToLookAt.z = currentMovement.z;

Quaternion currentRotation = transform.rotation;

if (isMovementPressed)

{

Quaternion targetRotation = Quaternion.LookRotation(positionToLookALt);
transform.rotation = Quaternion.Slerp(currentRotation, targetRotation,
rotationFactorPerFrame * Time.deltaTime);
¥
¥

void handleAnimation()

{

bool isRun = animator.GetBool(isRunningHash);

if (isMovementPressed && !isRun)

{

animator.SetBool(isRunningHash, true);

}

else if (lisMovementPressed && isRun)

{

animator.SetBool(isRunningHash, false);

¥
¥

private void OnEnable()
{

handleAnimation();
playerInput.FemaleControls.Enable();

¥

private void OnDisable()
{

playerinput.FemaleControls.Disable();



}
Jlictunr PlayerController.cs:

using System.Collections.Generic;
using UnityEngine;

namespace SkeletonEditor

{

public class PlayerController : MonoBehaviour
public float mouseRotateSpeed = 0.3f;

private Animator animator;
private Quaternion initRotation;

private int currentAnimation;
private List<string> animations;

private bool startMouseRotate;
private Vector3 prevMousePosition;

public static PlayerController Instance { get; private set; }

void Awake() {
if (Instance !=null) {
Destroy(this.gameObject);

Instance = this;

}

void Start() {
animator = GetComponent<Animator>();
initRotation = transform.rotation;

animations = new List<string>()
L

"Hitl",

"Fall1",

"Attack1hl1",
h
¥

void Update() {

if (Input.GetMouseButtonDown(1)) {
startMouseRotate = true;



prevMousePosition = Input.mousePosition;
}
if (Input.GetMouseButtonUp(1)) {
startMouseRotate = false;
¥
if (Input.GetMouseButton(1)) {
transform.Rotate(new Vector3(0, (Input.mousePosition.x - prevMousePosition.x) *
mouseRotateSpeed, 0));
prevMousePosition = Input.mousePosition;
}
if (Input.GetKeyDown(KeyCode.E)) {
animator.SetTrigger("Attacklhl1™);

¥
if (Input.GetKeyDown(KeyCode.R))

{
animator.SetTrigger("Hit1");

¥
if (Input.GetKeyDown(KeyCode.T))

{
animator.SetTrigger("Fall1");

¥
if (Input.GetKeyDown(KeyCode.Y))

{
animator.SetTrigger("Up");

}

float h = Input.GetAxis("Horizontal");
float v = Input.GetAxis("Vertical™);

if (Mathf.Abs(h) > 0.001f)
v =0;

if (IstartMouseRotate) {
if (h > 0.5f) {
transform.rotation = Quaternion.Euler(initRotation.eulerAngles + new Vector3(0, -90,

0));
}
if (h <-0.5f) {
transform.rotation = Quaternion.Euler(initRotation.eulerAngles + new Vector3(0, 90,
0));
¥
if (v>0.5f) {
transform.rotation = Quaternion.Euler(initRotation.eulerAngles + new Vector3(0, -180,
0));
¥
if (v<-0.5f){
transform.rotation = Quaternion.Euler(initRotation.eulerAngles);
i

}
var speed = Mathf.Max(Mathf.Abs(h), Mathf.Abs(v));



animator.SetFloat("speedv", speed);

¥
¥
¥

Jlictuar CamFollower.cs:

using UnityEngine;

public class CamFollower : MonoBehaviour

{
#pragma warning disable 0649

public Transform Target;
[Space][Header(*"Vector™)]
[SerializeField] private float _up;
[SerializeField] private float _back;

[Space][Space]
[SerializeField] private bool _dropTarget;

#pragma warning restore 0649
private Vector3 _temp;

public static CamFollower McThis;
private void Awake()

{
McThis = this;
}
private void FixedUpdate()
{

if (1Target) return;
MoveVector();

void MoveVector()

{
_temp = Target.position;
_temp.y += _up;
_temp.z += _back;

transform.position = Vector3.Lerp(transform.position, temp,Time.deltaTime*3);

¥
¥



Jlictuar GameManager.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

private UlManager _uiManager;

private CheckPointManager _checkPointManager;
public Action<Vector3> Restart;

public bool GamelsPaused = false;

private void OnEnable()
{

if (Instance != null)

{

Destroy(Instance.gameObject);

}

Instance = this;
DontDestroyOnLoad(gameQObject);

}

public void GameOver()

{
if (!_uiManager)

{
_uiManager = FindObjectOfType<UIManager>();

}

_uiManager.ShowGameOver();

}

public void RestartFromCheckPoint()

{
if (!_checkPointManager)

{
_checkPointManager = FindObjectOfType<CheckPointManager>();

}

Invoke(nameof(Revive), 1.5f);

¥

private void Revive()

{
¥

Restart?.Invoke(_checkPointManager.GetCheckPointPosition());



public void SetCheckPoint(CheckPoint checkPoint)

if (!_checkPointManager)

{
_checkPointManager = FindObjectOfType<CheckPointManager>();

}
_checkPointManager.SetCheckPoint(checkPoint);
}
¥

Jlictuar UlManager.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.InputSystem;
using System;

public class UIManager : MonoBehaviour
{
[SerializeField]
private GameObject _gameOverPanel;
[SerializeField]
private Button _restartButton;
[SerializeField]
private Animator _blackPanelAnim;
private FemalePlayerinput _uilnput;
[SerializeField]
private PauseMenu _pauseMenu;

private void Awake()

{

_uilnput = new FemalePlayerInput();
_restartButton.onClick.AddL.istener(Restart);
_uilnput.Ul.Pause.started += onPause;

¥

private void onPause(InputAction.CallbackContext obj)

{
¥

private void Restart()

{

_pauseMenu.HandleEscape();

GameManager.Instance.RestartFromCheckPoint();
_gameOverPanel.SetActive(false);
_blackPanelAnim.SetBool("isPlay", true);
Invoke(nameof(RemoveBlackPanel), 1f);



¥

private void RemoveBlackPanel()

{
_blackPanelAnim.SetBool("isPlay", false);

}

public void ShowGameOver()

{

_gameOverPanel.SetActive(true);

}

private void OnEnable()

{
_uilnput.Ul.Enable();

}

private void OnDisable()
{

}

_uilnput.Ul.Disable();

Jlictuar MainMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine.Ul,

using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour
{
[SerializeField]
private Button _newGameButton;
[SerializeField]
private Button _continueButton;
[SerializeField]
private Button _settingsButton;
[SerializeField]
private Button _exitButton;
[SerializeField]
private SettingsMenu _settingsMenu;
[SerializeField]
private Image _loaderlmage;
[SerializeField]
private Text _loaderText;
[SerializeField]
private GameObject _loaderScreen;
private string _nextLevel = "Level 1";



private void Start()

{
_newGameButton.onClick.AddListener(StartGame);
_continueButton.onClick.AddListener(StartGame);
_settingsButton.onClick.AddListener(Settings);
_exitButton.onClick.AddListener(ExitGame);
if(!SavesSystem.Instance.hasSaves)

{
_continueButton.gameObject.SetActive(false);
¥
else
{
_nextLevel = SavesSystem.Instance.LoadGame();
¥

}

private void StartGame()

{

StartCoroutine(LoadScreen());

¥

private void Settings()

{

_settingsMenu.gameObject.SetActive(true);

}

private void ExitGame()

{

Application.Quit();

}

private IEnumerator LoadScreen()

{

AsyncOperation asyncOperation = SceneManager.LoadSceneAsync(_nextLevel);
asyncOperation.allowSceneActivation = false;
float loadingProgress = 0;
_loaderIimage.fillAmount = loadingProgress;
_loaderScreen.SetActive(true);
while ('asyncOperation.isDone)
{
_loaderImage.fillAmount = loadingProgress/100;
_loaderText.text = loadingProgress + "%";
loadingProgress += 1;
if (loadingProgress > 90)
asyncOperation.allowSceneActivation = true;
¥
yield return null,
}
}



Jlictuar SettingsMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class SettingsMenu : MonoBehaviour

{
[SerializeField]
private Button _closeButton;
[SerializeField]
private SettingsMenu _settingsMenu;
private void Start()
{
_closeButton.onClick.AddListener(CloseSettingsMenu);
¥
private void CloseSettingsMenu()
{
_settingsMenu.gameObject.SetActive(false);
}
¥

Jlictunr PauseMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class PauseMenu : MonoBehaviour
{
[SerializeField]
private GameObject _pauseMenu;
[SerializeField]
private Button _continueButton;
[SerializeField]
private Button _settingsButton;
[SerializeField]
private SettingsMenu _settingsMenu;
[SerializeField]
private Button _exitButton;

private void Start()
{

_continueButton.onClick.AddListener(Resume);



_settingsButton.onClick.AddL.istener(Settings);
_exitButton.onClick.AddListener(ExitGame);

}

public void HandleEscape()
{

if (GameManager.Instance.GamelsPaused)

{

Resume();

}

else

{

Pause();

}

GameManager.Instance.GamelsPaused = !|GameManager.Instance.GamelsPaused:;

}

private void Resume()

{

Time.timeScale = 1,
_pauseMenu.gameObject.SetActive(false);

}

private void Pause()

{

Time.timeScale = 0;
_pauseMenu.gameObject.SetActive(true);

}

private void Settings()
{

}

private void ExitGame()

{

¥
¥

_settingsMenu.gameObject.SetActive(true);

Application.Quit();

Jlictunr SavesSystem.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class SavesSystem : MonoBehaviour

{

public static SavesSystem Instance;



private string _yourSavePass = "progress";
public bool hasSaves;

private void OnEnable()

{
if (Instance != null)
{
Destroy(Instance.gameObject);
¥

Instance = this;
DontDestroyOnLoad(gameQObject);

}

private void Awake()
{
string level = PlayerPrefs.GetString(_yourSavePass);
Debug.LogError(level);
if(!string.ISNullOrEmpty(level))
{
hasSaves = true;
¥
¥

public void SaveGame(string levelName)

{

PlayerPrefs.SetString(_yourSavePass, levelName);
PlayerPrefs.Save();

}

public string LoadGame()

{
return PlayerPrefs.GetString(_yourSavePass);

}

Jlictunar CheckPoint.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class CheckPoint : MonoBehaviour

private void OnTriggerEnter(Collider other)
{

GameManager.Instance.SetCheckPoint(this);
SavesSystem.Instance.SaveGame(SceneManager.GetActiveScene().name);

}



Jlictuar CheckPointManager.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CheckPointManager : MonoBehaviour

{
private CheckPoint _checkPoint;

public void SetCheckPoint(CheckPoint checkPoint)
{

}

public Vector3 GetCheckPointPosition()
{

¥
¥

_checkPoint = checkPoint;

return _checkPoint.transform.position;

Jlictunar DestructibleWall.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

public class DestructibleWall : MonoBehaviour

{

private bool _playerinTrigger;
private FemalePlayerinput playerinput;

private void Awake()

{

playerinput = new FemalePlayerInput();
playerinput.FemaleControls.Hit.started += GetHit;

¥

private void GetHit(InputAction.CallbackContext context)

{
if (_playerInTrigger && context.ReadValueAsButton())

Invoke(nameof(DestroyWall), 1);

¥
¥



private void DestroyWall()
{

for (inti = 0; i < transform.childCount; i++)

{
Rigidbody rb = transform.GetChild(i).GetComponent<Rigidbody>();
rb.isKinematic = false;
rb.WakeUp();
rb.AddForce(Vector3.right * 250);

}

}

private void OnTriggerEnter(Collider other)

{
if (other.CompareTag("Player™))

{

_playerInTrigger = true;

¥
¥

private void OnTriggerExit(Collider other)

{
if (other.CompareTag("Player™))

{
_playerInTrigger = false;

¥
¥

private void OnEnable()
{

playerInput.FemaleControls.Enable();

}

private void OnDisable()
{

playerInput.FemaleControls.Disable();

}

Jlictunar Health.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Health : MonoBehaviour

private bool _isDamaged;
[SerializeField]



private float _health;
[SerializeField]

private Image _healthUl;
public bool isDead,;
[SerializeField]

private Animator _animator;
private Transform _ui;
private Transform _camera;
[SerializeField]

private bool _lookAtCamera;
[SerializeField]

private bool _isPlayer;
private float _multiplier;
private float _startHealth;

private void Start()
{
_startHealth = _health;
_ui =_healthUl.transform.parent;
_camera = Camera.main.transform;
_multiplier = 100/ _health;
if (_isPlayer)
{
GameManager.Instance.Restart += Restart;
¥
¥

private void Restart(\Vector3 position)

{
PeriodicalDamage periodicalDamage = GetComponent<PeriodicalDamage>();
if (periodicalDamage)

{

Destroy(periodicalDamage);

isDead = false;

_animator.SetBool("isDead", isDead);
_ui.gameObject.SetActive(true);

SetColliders(isDead);

transform.position = position;
GetComponent<CharacterController>().enabled = true;
GetComponent<CharacterControl>().enabled = true;
_health = _startHealth;

_healthUL.fillAmount = 1;

}

private void Update()

{
if (_lookAtCamera)

{
_ui.LookAt(_camera);
b
¥



private void OnTriggerEnter(Collider other)

{
if (other.CompareTag("Weapon") && ! isDamaged)

{

Weapon weapon = other.GetComponent<Weapon>();
if (weapon.owner != transform)

{

¥
Debug.LogError(other.name);
¥

}

public void TakeDamage(float damage)
{
_health -= damage;
_healthULfillAmount -= 1 / damage * _multiplier;
if (_health > 0)
{
_isDamaged = true;
_animator.SetBool("isDamage”, _isDamaged);
Invoke(nameof(ReadyForAttack), 1);
}

else

TakeDamage(weapon.Hit());

Death();

¥
¥

private void ReadyForAttack()

{
_isDamaged = false;
_animator.SetBool("isDamage”, _isDamaged);

}

private void Death()
{
isDead = true;
_animator.SetBool("isDead", isDead);
_ui.gameObject.SetActive(false);
SetColliders(isDead);
if (_isPlayer)
{
GetComponent<CharacterControl>().enabled = false;
GameManager.Instance.GameOver();

}
}
public void RestoreHealth()
{
_health = _startHealth;
_healthUL.fillAmount = 1;



¥

private void SetColliders(bool isActive)

{

Collider[] colliders = GetComponents<Collider>();
for (int i=0; i<colliders.Length; i++)

colliders[i].enabled = isActive;

¥
¥

public bool isAlive()
{

}

private void OnDestroy()
{

return lisDead:;

if (_isPlayer)

GameManager.Instance.Restart -= Restart;

¥
¥
¥

Jlictunr Lever.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

public class Lever : MonoBehaviour
{
private bool _playerinTrigger;
private FemalePlayerinput playerinput;

[SerializeField]

private Animator _animatorl,;
[SerializeField]

private Animator _animator2;
[SerializeField]

private string _animationNamel;
[SerializeField]

private string _animationName2;

private void Awake()

{

playerIinput = new FemalePlayerinput();



playerinput.FemaleControls.Action.started += UseLever;

}

private void UseLever(InputAction.CallbackContext context)

{
if (_playerInTrigger && context.ReadValueAsButton())

{

_animatorl.SetBool(_animationNamel, true);
Invoke(nameof(OpenDoor), 1);

}
}
private void OpenDoor()
{

¥
private void OnTriggerEnter(Collider other)

{

_animator2.SetBool(_animationName2, true);

if (other.CompareTag("Player™))
{

_playerInTrigger = true;

}

private void OnTriggerExit(Collider other)

{
if (other.CompareTag("Player™))

{
_playerInTrigger = false;

¥
¥

private void OnEnable()
{

}

private void OnDisable()
{

¥
¥

playerInput.FemaleControls.Enable();

playerIinput.FemaleControls.Disable();

Jlictunr LockPicking.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

public class Lockpicking : MonoBehaviour



private bool _playerinTrigger;
private FemalePlayerInput playerinput;

[SerializeField]

private Animator _animator;

[SerializeField]

private string _animationName;

private void Awake()

{
playerIinput = new FemalePlayerinput();
playerInput.FemaleControls.Action.started += OpenLock;

}

private void OpenLock(InputAction.CallbackContext context)

{
if (_playerInTrigger && context.ReadValueAsButton())

{

_animator.SetBool(_animationName, true);

¥
¥
private void OnTriggerEnter(Collider other)
{

if (other.CompareTag("Player"))

{

_playerInTrigger = true;

¥
private void OnTriggerExit(Collider other)
{

if (other.CompareTag("Player"))

{

_playerInTrigger = false;

¥
¥
private void OnEnable()
{

playerInput.FemaleControls.Enable();
b
private void OnDisable()
{

playerInput.FemaleControls.Disable();
b

}



Jlictuar MovingPlatform.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MovingPlatform : MonoBehaviour
{
[SerializeField]
private Transform _targetl;
[SerializeField]
private Transform _target2;
private Transform _currentTarget;
[SerializeField]
private Rigidbody _rigidbody;
[SerializeField]
private float _speed,

private void Start()

{
transform.position = _target1.position;
_currentTarget = _target?2;
¥
private void FixedUpdate()
{
Move();
¥
private void Move()
{
Vector3 direction = (_currentTarget.position - transform.position).normalized;
_rigidbody.MovePosition(transform.position + direction * Time.fixedDeltaTime * _speed);
if (Vector3.Distance(transform.position, _currentTarget.position) < 1)
ChangeTarget();
}
¥
private void ChangeTarget()
{
if (_currentTarget.Equals(_targetl))
{
_currentTarget = _target?2;
}
else
{
_currentTarget = _targetl;
}
¥



private void OnTriggerEnter(Collider other)
{

}

private void OnTriggerStay(Collider other)

{
if (other.tag.Equals("Player™))

other.GetComponent<CharacterControl>().externalMove = _rigidbody.velocity;

¥
¥

private void OnTriggerExit(Collider other)

{
if (other.tag.Equals("Player™))

{

¥
¥
¥

other.GetComponent<CharacterControl>().externalMove = Vector3.zero;

Jlictuar Obstacle.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Obstacle : MonoBehaviour

{
[SerializeField]

private float _damage;
[SerializeField]
private float _pause;

private void OnTriggerEnter(Collider other)

Health health = other.GetComponent<Health>();
if (health)

{
PeriodicalDamage periodicalDamage =
other.gameObject. AddComponent<PeriodicalDamage>();
periodicalDamage.StartDealingDamage(health, _damage, _pause);
}

}

private void OnTriggerExit(Collider other)
{

PeriodicalDamage periodicalDamage = other.GetComponent<PeriodicalDamage>();
if (periodicalDamage)



{

Destroy(periodicalDamage);

Jictunr PeriodicalDamage.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class PeriodicalDamage : MonoBehaviour

{
private Health _health;

private float _damage;
private float _pause;

public void StartDealingDamage(Health health, float damage, float pause)

{
_health = health;

_damage = damage;
_pause = pause;

StartCoroutine(DealDamage());
}

private IEnumerator DealDamage()

{
while (!_health.isDead)

_health.TakeDamage(_damage);
yield return new WaitForSeconds(_pause);

¥
¥

Jlictunr Potion.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Potion : MonoBehaviour
{
private void OnTriggerEnter(Collider other)

Health health = other.GetComponent<Health>();



if (health)

health.RestoreHealth();
Destroy(gameObject);

¥
¥

Jlictunr PressableButton.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

public class PressableButton : MonoBehaviour

{

private bool _playerinTrigger;

[SerializeField]

private Animator _animatorl,;
[SerializeField]

private Animator _animator2;
[SerializeField]

private string _animationNamel,
[SerializeField]

private string _animationName2;
[SerializeField]

private bool _isPlatform;
[SerializeField]

private MovingPlatform _platform;

private void OnTriggerEnter(Collider other)

{
if (other.CompareTag("Player™))

{
_playerInTrigger = true;
_animatorl.SetBool(_animationNamel, true);
Invoke(nameof(OpenDoor), 1);
}
}
private void OpenDoor()
{
if(!_isPlatform)
{
_animator2.SetBool(_animationName2, true);

}

else

{



_platform.enabled = true;

¥
¥

private void OnTriggerExit(Collider other)

{
if (other.CompareTag("Player") || other.CompareTag("MovingBox"))

{
_playerInTrigger = false;

Jlictuar PushBox.cs:

using UnityEngine;

public class PushBoxScript : MonoBehaviour

{
[SerializeField]

private float _force;

private void OnControllerColliderHit(ControllerColliderHit hit)
{

if('hit.gameObject.tag.Equals("MovingBox™))

{

return;
¥
Rigidbody rigidBody = hit.collider.attachedRigidbody;

if (rigidBody != null && transform.position.y < hit.gameObject.transform.position.y)
{

Vector3 direction = hit.gameObject.transform.position - transform.position;

direction.y = 0;

direction.Normalize();

rigidBody.AddForceAtPosition(direction * _force, transform.position, ForceMode.Impulse);
}

¥
¥



Jlictuar Weapon.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Weapon : MonoBehaviour

{
[SerializeField]

private float _damage;
public Transform owner;

public float Hit()
{

¥
¥

return _damage;

Jlictunr Enemy.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class Enemy : MonoBehaviour
{
[SerializeField]
private Transform _targetl,;
[SerializeField]
private Transform _target2;
private Transform _currentTarget;
[SerializeField]
private Rigidbody _rigidbody;
[SerializeField]
private float _speed;
[SerializeField]
private Animator _animator;
private bool _seeEnemy;
[SerializeField]
private Health _health;
private Transform _enemy;

private void Start()

{
SelectRandom();

_animator.SetBool("isWalk", true);

}

private void SelectRandom()



int random = Random.Range(0, 2);
if (random == 0)
{

_currentTarget = _target1,

}

else

{
_currentTarget = _target?;
¥
¥

private void FixedUpdate()

{
if (_currentTarget && _health.isAlive())

{
if (1_enemy)

{

Move(false);

}

else

{
Move(true);
¥
}
}

private void Move(bool isAttack)

{

if (isAttack || Vector3.Distance(transform.position, _currentTarget.position) > 2)

_animator.SetBool("isWalk", true);

_animator.SetBool("isAttack", false);

Vector3 lookDirection = _currentTarget.transform.position;

lookDirection.y = transform.position.y;

transform.LookAt(lookDirection);

Vector3 direction = (_currentTarget.position - transform.position).normalized;

direction.y = 0;

direction.z = 0;

_rigidbody.MovePosition(transform.position + direction * Time.fixedDeltaTime * _speed);

¥

if (Vector3.Distance(transform.position, _currentTarget.position) < 1 && lisAttack)
ChangeTarget();

else if (Vector3.Distance(transform.position, _currentTarget.position) < 2 && isAttack)
{

_animator.SetBool("isWalk", false);

_animator.SetBool("isAttack", true);

¥
¥



}

private void ChangeTarget()

{
if (_currentTarget.Equals(_targetl))

{

_currentTarget = _target?2;

else if (_currentTarget.Equals(_target2))
{

_currentTarget = _targetl,

}

else

SelectRandom();

¥
¥

private void OnTriggerEnter(Collider other)

{
if (other.CompareTag("Player™))

{
_enemy = other.transform;
_currentTarget = _enemy;
}
¥

private void OnTriggerExit(Collider other)

{
if (other.CompareTag("Player"))

{
/I _enemy = null;
/I SelectRandom();
}
}
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