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PE®EPAT

[TosicuroBanibHa 3amucka: 93 c., 49 puc., 4 nox., 20 mxepern.

OO0'exT po3poOKM: MporpaMHe 3a0e3MeUeHHs - PO3BaXKaJIbHUN 3aCTOCYHOK B
cepenoBuil Unity 3 ToTpuMaHHIM KOMepIiitHOTo naimiainy s 3d - Mojeneil.

Merta kBamiikaiiitHoi poOOTH: CTBOPEHHS PO3BaXKAJIBHOIO 3aCTOCYHKY B
cepenoBuii Unity, 3 BUKOPUCTaHHSIM MOBH mporpamyBaHHsi C#, 3 000B’SI3KOBUM
JOTPUMaHHSIM KOMEPIIHHUX HOPM Ta JileH3iit st mpoekty. CtBopenHs 3d-mozeneit
110 BUPOOHMYOMY MaIUIaiHYy.

B BcTymni po3rnsgaeTbes aHami3z Ta CydacHHM cTaH MpoOJieMu, KOHKPETU3YEThCS
MeTa KBamidikauiiHoi poOOTH Ta raiysb ii 3aCTOCYBaHHS, HaBEACHO OOIPYHTYBaHHS
aKTyaJIbHOCTI TEMHU Ta YTOYHSIETHCS MMOCTAHOBKA 3aBAaHHS.

[lepmmii po3Ain HPUCBAYEHO aHai3y MPEIMETHOI Traiay3l, BU3HAYEHHIO
aKTyaJIbHICTh 3aBJAHHS Ta MpPU3HAYEHHS PO3POOKH, CPOPMYJIHOBAHO IMOCTAHOBKY
3aBJIaHHS, 3a3HAYEHO BUMOTH JIO MIPOTPaMHOI peaizallii, TEXHOJIOT1i Ta MporpaMHuX
3ac001B.

VY apyroMy po3aisii IpoaHali3oBaHl HasiBHI pillleHHs, oO0paHo miatopmu ass
pO3pO0KH, BHUKOHAHO IMPOEKTYBaHHA 1 pPO3pOOKa MPOTpaMHOro 3abe3reyeHHS,
omnmucaHa pobOTa MporpaMu, ajaropuTM 1 CTPYKTypa ii (yHKIIOHYBaHHS, a TaKOX
BUKJIMK Ta 3aBaHTaXCHHS TMPOrpaMH, BHU3HAYEHO BXIAHI 1 BHUXITHI JaHI,
OXapaKTEepPU30BaHO CKJIAJ MapaMeTpiB TEXHIYHUX 3aCO0IB.

B ekoHOMIYHOMY pPO3AUI  BHU3HAYEHO  TPYIAOMICTKICTb  PO3pOOJIEHOI
1H(pOpMaIITHOI CUCTEMH, MTPOBENCHUM MIAPAXyHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
IporpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

[IpakTiyHE 3HAYEHHS TMOJSATa€ y CTBOPEHHI KOMEPUIMHO CTIHKOro Ta
MOTEHIIMHO-YCIIIIHOTO PO3BAXaILHOTO JOAATKY.

AKTyanbpHICTh JAHOTO TMPOTPAMHOTO TPOAYKTY BHU3HAYAETHCS BEIHUKUMHU
MOMUTOM, Ta Ma€ IIe OUIbII BEIMKY KOMEPIIHHY TEepPCHEeKTUBY. 3POCTaHHSA
rJI00JIBHOI 1HYCTPIi TEUMIHTY Ta 30UIBIICHHSIM KUTBKOCTI KOMIT IOT€PIB — CTBOPIOE
YVHIKQJIbHY MOKJIMBICTh JIJISl TIAIPHEMIIIB Ta PO3POOHHKIB OTPUMATH TMOTEHIIIHHUIMA
pUOYTOK 1 PO3pOOUTH OLITBII IHHOBAIIMHI Ta BUCOKOSKICHI pO3BaXKaJIbHI JTIOJATKH.

Cmucox  kmoyoBux cimB: KOMIT'KOTEP, IIPOEKTYBAHHS, TIPA,
JIONATOK, TIAMIUIAMH, KOMEPIIS, TITPOJAYKT, IIPOI'PAMYBAHHS,
MOJEJIITOBAHHSL, 3D I'PA®IKA, UNITY, BLENDER, C#.



ABSTRACT

Explanatory note: 93 p., 49 fig., 4 appx., 20 sources.

The object of development: the software is an entertainment application in the
Unity environment with compliance with the commercial pipeline for 3d models.

The purpose of the qualification work: to create an entertaining application in
the Unity environment, using the C# programming language, with mandatory
compliance with commercial norms and licenses for the project. Creation of 3d
models of the production pipeline.

In the introduction, the analysis and current state of the problem is considered,
the purpose of the qualification work and the field of its application are specified, the
justification of the relevance of the topic is given, and the statement of the task is
clarified.

In the first section, the subject area is analyzed, the relevance of the task and
the purpose of the development is determined, the task statement is formulated, and
the requirements for software implementation, technologies and software tools are
specified.

In the second section, available solutions are analyzed, platforms for
development are selected, software design and development is performed, the
program's operation, algorithm and structure of its functioning are described, as well
as program calling and loading, input and output data are determined, and the
composition of technical means parameters is characterized.

In the economic section, the labor intensity of the developed information
system is determined, the cost of work on creating the program is calculated, and the
time for its creation is calculated.

The practical meaning is to create a commercially viable and potentially
successful entertainment application.

The relevance of this software product is determined by high demand, and it
has an even greater commercial perspective. The growth of the global gaming
industry and the increase in the number of computers - creates a unique opportunity
for entrepreneurs and developers to gain potential profits and develop more
innovative and high-quality entertainment applications.

Keywords listt COMPUTER, DESIGN, GAME, APP, PIPELINE,
COMMERCE, PRODUCT, PROGRAMMING, MODELING, 3D GRAPHICS,
UNITY, BLENDER, C#.
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HEPEJIIK YMOBHUX ITO3HAYEHb

GPU — rpadiunuii nporecop;

CPU — nieHTpasibHHI POTIECOP

ITIK — nepcoHaIbHUN KOMIT FOTEP;

VR — BipTyalibHa pEAIbHICTB;

NPC — HeirpoBuii nmepcoHax;

HUD — gactuna rpadiunoro intepdeiicy;
HP — BucokomnonironaasHa MOJECIIb;

LP — Hu3pKOMmOIIrOHAIbHA MOACTE;
Baking - mpomuec 3anikanus 3D moaeneit;
NP — kapta HopMmanei;

AO — mojienb, ab0 KapTa 3aTiHEHHS MOJIE]II.



BCTYII

Y cydacHOMy CBiTI 1HGOPMAIMIMHUX TEXHOJIOTIM, po3poOKa pPO3BaKAITBHHUX
3aCTOCYHKIB € aKTyaJIbHOIO Ta MEPCHEKTUBHOIO Taiy33i0. 3a OCTaHHI JECATHIITTS
CIIOCTEPITa€ThCA IMIBUAKUM PO3BUTOK 1HIYCTpPii BiJCOIrOp, BKIIOYAIOUM I1IPOBI
JOJATKU I MOOUIBHHUX MPHUCTPOIB Ta MEPCOHAIBHUX KOMM'IOTEPiB. 3aCTOCYHKH,
pO3p00JICHI HA OCHOBI CY4aCHUX TE€XHOJIOT1H, CTAIOTh BCE OUIBII MOIMYISIPHUMHU CEPEl
KOPHUCTYBauiB, HA/Ial0YM iM HOB1 MOXJIMBOCTI JIJIsl BIIMOYMHKY Ta PO3Bar.

Meroto naHoi kBamiikaiifHoi poOoTH € PO3poOKa PO3BAKATHHOTO 3aCTOCYHKY
B cepenonuiiil Unity 3 JOTpUMaHHSIM KOMEPIIIITHOTO maimiainy g 3D-Moaenei.

Unity € oJHI€I0 3 TPOBIJHUX 1HTErPOBAHUX CEPEIOBUILl PO3POOKHU BIJIEOITOP,
AK€ HaJa€ MMUPOKUM HaOlp 1HCTPYMEHTIB JJII CTBOPEHHS SKICHMX Ta KOMEPIITHO
YCHIITHUX PO3BAKAIBHUX TMPOEKTIB. Y 1ii poboTi Oyae 3iailicHEHO aHami3
MoxuBocTerd Unity i1 po3poOKu po3BakalbHUX 3aCTOCYHKIB, 30CEPEIKEHO yBary
Ha npodeciitHoMy nairaitHi 1y ctBopeHHs 3D-moneneit.

AKTyanpHICTh TeMH OOYMOBJIEHA TMOCTIMHMM 3pOCTAHHSIM TOMHUTY Ha
pO3BaXkajbHI 3aCTOCYHKHM Ta irpoBl mpoaykTu. KopucTtyBaui Bce OLIbIIE OUYIKYIOTh
BIJI 3aCTOCYHKIB HOBHMX Ta 3axOIUTIOIOYMX TCHMIICHHUX €JIEMEHTIB, I[1KaBOTO
IrpOBOTO JIOCBIy, Ta YHIKQJIbHOCTI Ha PHUHKY. Po3BUTOK 3D-MojentoBaHHS Ta
Bi3yasizallii J103BOJISIE CTBOPIOBATH OUIBII JeTani30BaHl Ta mpuBabiuBi TpadiuHi
o0'ektn. OpnHak, po3poOka 3D-momeneit st IrpOBHX MPOEKTIB MOTpedye
€(EeKTUBHOTO BUKOPUCTAHHS Cy4YaCHUX 1IHCTPYMEHTIB.

[TocTtanoBka 3aBmaHHs i€l POOOTH TMOJISATa€ B JIOCHTIIKEHHI MOXIJIMBOCTEH
cepepoBumia Unity ayisi po3poOKH pO3BaKaJbHUX 3aCTOCYHKIB 3 BUKOPHUCTAHHSAM
KoMepiliitHoro mnamiainy mnsa 3D-moneneid. [[nsi mocsirHeHHs 1€l MeTH OyIyTh
BUKOHAHI Takl 3aBIaHHI:

s xBamidikamiiina poboTa HaITACTh NPAKTHUUHI PEKOMEHAAIll s
PO3pOOHUKIB, SIKI MPAarHyTh CTBOPIOBATH SIKICHI Ta KOHKYPEHTO3AAaTHI 3aCTOCYHKH.
Po3poOka q1aHOTO MPOEKTY € aKTyaJIbHOI, OCKUIBKU 3a0e3Meuy€e HOBI MOXKJIMBOCTI Ta

THCTPYMEHTH ISl pO3pOOHHUKIB Yy cpepi pO3BaKaTIbHUX TEXHOJIOTIH.



Takox oani€ro 3 BiAMIHHUX ocoOnauBocTed nBuryHa Unity — € BUKOPUCTaHHS
moBu mnporpamyBanHs C#. Illo no3Bonse po3poOHMKAM TiABUILYBAaTH pIBEHb
BOJIOJIIHHA MOBOIO 1 BIJIKpUBA€ MEPCHEKTUBH Y IHIIMX HampsiMax MporpamyBaHHS.
[{e Oyno0 mMpakTHYHO BUKOPHUCTAHO, /IS HAMMCAHHS HABYAIBHUX MaTEPiaTiB MO TeMi
“Po3po0Oka irop Ha Unity Ta ocHoBu C#”.

VY HacTynmHuX po3auviax Iii€i poOOTH OyIyTh PO3TISHYTI TEOPETUYHI Ta
MPAaKTHYHI aCMIEKTU PO3POOKH pO3BaXKaIbHUX 3aCTOCYHKIB, IETAIBHO IIPpOaHaIi30BaHl
MOJIMBOCTI cepenoBuiia Unity Ta 1HIIMX ITPOrpaMHUX 3ac00iB Ta 1HCTPYMEHTIB.
3aBeplIalouuii  po3aid  MICTUTUME BHCHOBKM 3 OTPUMAaHUX pE3yJbTaTiB Ta
peKoMeHAaIi JIsl TOAIBIINX JOCTIIKECHb.

AHani3 Cy4acHOro CTaHy HpoOJIeMH, aKTyaJbHICTh TEMHM Ta IIOCTaHOBKa
3aBJIAHHS € KJIIOYOBUMU €JIEMEHTaMU POOOTH, SIK1 I03BOJISIIOTH 3PO3YyMITH KOHTEKCT

Ta 1111 TPOBEJIEHOTO JOCI1KEHHS.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA TIOCTAHOBKA 3AJAUI

1.1. 3araJibHi BiIOMOCTI 3 IpeAMETHOI raJysi

I'eitmaeB (Game Development, 3 aHri. po3poOka Bifieoirop) - 1e ramsysb, IO
o0'eTHy€e TBOpPUICTh, 1IHHOBAIlI Ta TexHOJOTi. BoHa cTama opHi€l0 3 HaWIIBHUIIIC
3pOCTalOUMX Ta HAUMOMYJIAPHIIINX Tally3eil po3Bar y CBITI.

3 MOIMIMPEHHAM MOMYJSPHOCTI TEHMIHTY MOMIUPUBCS M MOMUT Ha O1IbII AKICHI
Ta I[1KaBl I'POB1 MPOAYKTH, IO AAJIO 3MOT'y pO3pOOHHUKAM HE TIIbKH MPOSBUTH ceOe,
a I CTBOPIOBATU KOMEPIIIHO BAAJII TPOEKTH.

IrpoBa iHmyCTpisi CcTBEpIKYye cebe SIK MAacOBUN PUHOK, TOMY MPU SIKICHOMY
BUKOHAHHI, Ta CTBOPEHHI MOKE€ MPUHECTH 3HAYHHM MPUOYTOK K pO3pOOHHUKY, TaK 1
¢bipMi B 1iyioMy. JIo OCHOBHUX BHIB KOMEPIIMHOT BUTOJIM MOXKHA BITHECTH MPOIAXK
CaMoT0 MPOIYKTY, MIMUCKH, MIKPO TPaH3aKIli, peKiama, CIIOHCOPCHKI YTOIH Ta 1H.

3 NOsIBOIO PI3HOMAaHITHHX IrpoBuX Mmiatdopm, Bkimodaroun 1K, koncomi,
MOOUIBbHI TPHUCTPOi, MPHUCTPOI BIPTYyaJTbHOI PEATBHOCTI, PO3POOHUKU OTPUMYIOTh
JOCTYN JI0 IIUPOKOI ayJIUTOPIi, 10 BIAKPUBAE MOXKIMBOCTI JJI 3aTyYEHHS PI3HUX
CErMEHTIB I'paBLIB Ta MOIIMPEHHSM NPOAYKTY Ha pi3HUX miardopmax. CTBOpeHHs
pPO3BaXKaJbHUX 3aCTOCYHKIB HaJa€ PO3POOHMKAM MOXIJIHMBICTH BTUIUTH CBOi TBOPYI
3aIyMHU Ta 171€1 B KUTTSI.

3aranom po3poOKa irop € MepcrneKTUBHUM Ta BUT1ITHUM HAIPSIMKOM.

CtBOpeH1 IrpoBi MPOAYKTH KIacU(IKYIOTbCS 3a OIOJKETOM Ha JEKIJIbKa
KaTeropii, B 3aJIeKHOCTI BIJl PO3MIPY 1 JOCTYITHUX PECYPCIB JJIs iX CTBOPEHHS:

- Hezamexui (iHml) irpy — poO3BaXaibHI 3aCTOCYHKH $IKI CTBOPEHI
HEBEJIMKOI KOMAaHJI0K0, a00 HaBITh OJHICIO JIFOJUHOIO, 3 OOMEKEHHUM OIOIKETOM.
CaMomy pO3poOJSTH TMOBHOIIIHHY TPy € HaJCKIAJHOI 3ajaydelo, TOMY Takl
PO3pPOOHUKH HaYacTilIe JOJY4aroThCsA 10 (iHAHCYBaHHSA uepe3 KpayadaHIuHTOBI
maTdopMu abo po3poOIIsSIOTh 3a BJIACHI KOMITH. BIOKeTH 1uX irop MOXyTh OyTH

B1JT IEKIJIbKOX THUCSY JO KIJIBKOX COTE€Hb THCSY JI0JapiB.
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- AAA-irpu — BenuKOMacumITabHI TPOEKTI 31 3HAYHOIO KIJIBKICTIO
pO3pOoOHUKIB 1 3HAaUHUMHU Orokeramu. Lli irpu 3a3BUYAil CTBOPIOIOTHCS BEIMKHUMHU
CTYJI1sIMU 3 BUCOKHMM piBHEM (piHAaHCYBaHHS BiJ BHAABIIIB a00 1HBECTOPIB. bromkeTu
TaKHUX IrOp MOXKYTh JIOCSITaTH MUJIBHOHIB 1 HABICTh MUTBSIp/IB Aodapi[1].

- AA-irpu — KaTeropis siKa BKJIIOYae B ceOe po3BaXKajdbHI MPOIYKTU
O1MBII-MEHIIT TIOMIPHOTO OIOJKETH, SKI OPIEHTOBHO € TmocepeauHi Mix AAA-
POEKTaMU Ta 1H/1-PO3POOHUKAMH.

- MoO6iapHI ITpU — MPOAYKTH SKI PO3POONSIOTECS JJIsi MOOILIBHUX
m1aTPopM, TaKUX SIK TeaedOHU 1 ITAHIIETH. Bro/KeTn MOKYTh MaTH AyXe Pi3Hi, Bij
Jy’K€ HU3bKUX — OE€3KOILITOBHI iIrpy 3 BOYJAOBaHUMH ITPOBHUMH IMOKYIKAaM, A0 IyXKe
BEJIUKHX SIK1 pO3POOIISIOTHCS BETUKUMHU CTYI1SIMU.

- VR-irpu — kareropist 10 AKOi BXOASTh MPOAYKTH, IO PO3POOJICHI IS
MPUCTPOIB BIPTyaIbHOI peanbHOCTi. MOXYyTh MaTh Tak camo pi3HI OIOKETH, 5K 1
MOO1JIbHI 1TPH.

Ha uvac ctBopeHHs 1i€l KBami(ikamiiHO poOOTH, B CBITI CTBOPEHHS 1rop,
TUTaHAMHU 1HYCTpii BBaxaroTh Taki koMmmadii: Nintendo, Capcom, Rockstar Games.
OcraHHs Ha3BaHa CTyis € JijepoM, npouutyroun “Rockstar Games — 11e kpakeH BiJ
CBITY ITPOBOT 1HAYCTPIi, MEPEMOTTH SKOTO ITPOCTO HEMOXKIUBO’[2].

[Tpu npodeciitHOMy MiAXO0A1 10 MPOIECY PO3POOKU PO3BAKAIBHUX MPOIYKTIB,
BAXKJIMBO BPAaxOBYBATH JIILIEH31HI HOPMH Ta BHUMOTIH, SIKI BCTAaHOBJIEHI 3 METOIO
3a0e3MeUeHHs 3aKOHHOCTI 1 3aXMCTY MpaB BIIACHUKIB 1HTEJIEKTYalbHOI BiIacHOCTI. Lle
MO>K€ BKJIFOYATH OTPUMAHHS JILEH311 Ha BUKOPUCTaHHS MapoK, JILEH31HUX MpaB Ha
BUKOPUCTAaHHS JIITEPAaTypHUX ab0 My3WYHUX TBOPIB, a TaKOX JOTPUMAaHHA
aBTOPCHKUX MPaB 1 MPABUJI BUKOPUCTAHHS TPETIX CTOPIH.

OnTuMizanisi mporecy BUPOOHUITBA TPU TAKOXK BIAITpa€E BaXKJIUBY POJb Y
3a0e3neyeHHs ePeKTUBHOCTI 1 YCIIIIHOCTI MpoekTy. Lle Bkitovae B ceOe miaHyBaHHs
pecypciB, BUKOPUCTAHHS THCTPYMEHTIB 1 TEXHOJIOTIH, alanTalliio 10 3MIHHUX yMOB
PO3BUTKY 1rpOBOi 1HIYCTPii, pallioHaNi3allii0 TPOIeCiB BUKOHAHHS 3aBJaHb, a TAKOXK
JTOTPUMAaHHS TANTUTAifHy BUPOOHUIITBA BI3yaJIbHMX MaTepialliB JJii MaKCUMAaJbHO

e(eKTUBHOI pOOOTH.
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OaHuM 3 BaXJIMBHX €JEMEHTIB ONTUMI3AIll MPOLECY € BHUKOPUCTAHHS
edeKTHBHOTO MaiiuiaiitHy BupoOHHUIITBA 3D Momeneit. 3a #ioro e(exkTUBHOCTI, y
po3po0Ili, MOXKHA TrapaHTyBaTH BHUCOKY SKICTh ITPOBUX MoOJIENeH, a JOTPUMAHHS
MOCITIZOBHOCTI Ta ONTUMI3alii MpOIEeCy MO3BOJIUTH 30€pertu uac, pecypcu Ta
3a0€3MeYUTH BUACHE 3aBEPIICHHS MOJIETILHOTO €TaIy MPOEKTY.

Kowmepiiinuii mavrumaiia aiis 3D-mojeneld BKiItoUae Kilbka OCHOBHHUX €TarliB:

- Konnenmist ta ckerui. Jlanuii eran mepemdadae CTBOPEHHS KOHIEMINT
st 3D mozeni Ta po3poOKy CKeTdiB abo MPOTOTHUIMIB, 00 BU3HAYUTH (POpMy Ta
30BHIIIHIA BHUTISAA Mozem. Llel eTanm Takok HE BUKIIOUCHHS IS KBamidikariiHoi
pobOTH, TOMY, JIJIsI TPOCKTY OYyJIO TaKOK pO3po0JIeHI KOHIISIIIT Ta CKeTYi:

- MopemtoBanns. [licns Bu3HaueHHs KoHIermiii 3D-Moaem HacTymHUM
KPOKOM € eTall MOJIeTIIoBaHHsA. MoJiemfoBaHHsI MOXe OyTH 37iHCHEHE 32 JOTIOMOTOIO
CIEI1aII30BaHOI0 MPOrpaMHOro 3abe3neueHHs, Takoro sk Blender, Maya, 3ds Max.

Ha upomy erami cTBoproeTbcsi reomeTpuydHa (hopma Mojienl, i po3Mipu Ta JeTai.

s
bLE@%WLH’L

UL

o

m ‘
o ¥

Puc. 1.1. Ckerui no 3D Moxaeneit
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Puc. 1.2. Eran mogemoBanss 1151 3D Moeni npoexTy

- Tonosoriss abo pertomnojiorisi. OIUH 3 BXKIUBINIMX B MOJEITIOBaHHI
etamiB. [1ig yac peromnosnorii Mojeni 3aJa€ThCsl MPAaBUIIbHA OpraHi3allis MOJITOHIB Ta
BepmH. [apHa Tomosoriss (MOMIrOHaJbHA CITKA) 3a0e3leuye  ONTHUMAIbHY
JeTaizaliio Ta IUIaBHI TMEpPeXoJu MK MOBEPXHSIMU Mojeii. B 3ainexHOCTI BijJ
KOHKPETHO1 CHUTYallii, MO’K€ 3MIHIOBATHCHh YEPTyBaHHA eTariB. SIKIo croyatky Oymia
po3pobisieHa low poly Moaenb (HU3bKa KUIBKICTH MOJITOHIB, B cepeaHboMy g0 10
TUCAY TOJITOHIB) TO ISl MOJENb yCKiaaHseTbest 10 hight poly (Bucoka KiIbKICTb
HOJIITOHIB, B cepenHboMy BiJl 100 Tucay) — B ubomy Bunajky hight poly moxens Oyze
BUKOPHCTOBYBATUCS B TONAJBIIMX e€Tamax. la HaBNAKW SKIIO CIOYaTKy Oyio
ctBopeHa hight poly, Tomi BimOyBaeThCs €Tam pPETOMOJNOTii, Ta ONTUMI3aIli

MOJIITOHAJIBHOI CITKH TOMY 1110 came low poly mozens Oyze 3ajisiHa y rpi.
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Puc. 1.3. lllinpHicTh noiroHanbHOI ciTku hight poly monxeni s

CTBOPEHHSI peibedy KOJIOHU

- Posropramass UV a6o UV posroptka. HacTymamM Kpokom €
posroprannsa UV. lle npornec BU3HaYEHHsSI TEKCTYPHUX KOOPAMHAT HAa MOJENI, 100
MaTepiand 1 TEKCTypu MOKHa Oylno TPaBWIBHO MPHUKPIOUTH 70 TOBEPXHI.
Posroprannss UV 103Bosisie po3MICTUTH TEKCTYpU Ha Mojeni 0e3 CoTBOpeHb ado
31IMBaHb. [Hakie Kaxydu 1eH mpoliec Ty’Ke CXOXKUM Ha opirami — 3 JIMCTa namnepy
BUXOJIUTh 00’eéMHa (irypu, TUTbKM HaBIaKkH, Tpeba moOaBuTH po3pisu, mod 3D
MOJIeNIb MOXHa OyJ0 YMICTHUTH Ha TUIOCKiM moBepxHi. [Ipomec ctBopenns UV
PO3rOpTKH, ITOKA3aHUI HA PUCYHKY 1.4.

- 3amikanas abo bake. Ilicas posropranas UV mns low poly moneni, ta
Ko Bxke roroBa hight poly monenb, moumHaeThest eranm 3amikaHHs. Lleit eram
JIO3BOJIIE  PO3MICTUTH  JIeTaJli BHCOKO TMOJITOHAJIBHOI MOJENI Ha HHU3BKO
NOJIITOHABHIM HUIAXOM 3alliKaHHS KapTu 3 Ha3oio Normal Map. Ile Haue
300pakeHHs JeTalieil Ha TEKCTypl, fKa B pe3ynbTaTi OyJe HakiaaaeHa Ha low poly
Mojenb. Ha iboMy eTari BaKJIMBO PO3MICTUTH JI€Talll MOJCJICH mepe 3amikaHHsIM B
OJIHUX KOOpJMHATaxX, MpU IIbOMY BapTO iX pO3MICTUTH TaKUM YMHOM, 11100 Xo4a O y

JIBOX MPOEKINAX, 111 JeTajl He HaKJIaJaauch Ha 1HII YaCTUHU MOJIei, abu 3amo0irtu
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nosiBu apredakTiB. [ligroToBneHa Moieib A0 eTamy 3amikaHHs [MOKa3aHa Ha PUCYHKY

1.5.

(A0

UV Vertex User Perspective

o
" Image

> Metadata

Options v

User Perspective
(0) Hight_POLY | Cube.040

Puc. 1.5. [ligroToBnena Moaenb 0 €Tamy 3amiKaHHs]
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[Ticns mpaBUIBLHOTO PO3MIMIEHHS BCiX 00’e€kTiB 3D Momenei, pPOBOIUTHCS
3amikaHHs. L{e 31e011p1110r0 aBTOMAaTHYHUN MPOLIEC SIKUM MOYKHA MPOBECTU B PI3HUX
nporpamax, pe3yibTar Oyjae Maibke OJHAKOBUM. 3amikaHHS AJid 1i€i Mojerni Oyso
npoBereHO B Substance Painter. B pesymbrari mporo mporecy, 3’SBHTbCS KapTa

NormalMap.

Puc. 1.6. NormalMap ms nanoi 3D moneni

- TexcrypyBanss. [licnst posropranns UV, Ta micins 3amikands (SIKIIO e
eTan OyB TIPOBEICHMI) BiIOYBA€ThCS CTBOPEHHS TEKCTyp g Mozem. Llei eram
BKIItOUa€e B cebe CTBOpeHHs abo 3acTOCYBaHHS TEKCTyp, MaTepianiB Ta (papOyBaHHs
mMoneni, mo0 Haaatu il moTpiOHmit Burisia. Lleit eram Tpoxu BiApI3HSETbCA B
3aJICKHOCT1 BiJI KOHKPETHOTO CTWIKO Ta HampsMky 3D mogmeni. Skmo monens
NOBUHHA OYTH PEasliCTUYHOI0, TO BUKOPUCTOBYIOTHCS P13HOMAHITHI (POTO3HIMKH JIsI
HakjanaHHa Ha o0’ektu. Jlana 3D Moxeni moBuHHA OyAy B CTHJII30BAHOMY CTHIIL,
3TIHO CKETYiB Ha TMEpIIOMYy e€Tami — BIAMOBIAHO TEKCTypU TIOBUHHI OyTH

HaMahoBaHi. J[J1g 1bOTO eTamy BUKOPUCTOBYBaBcsl Substance Painter.
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Puc. 1.7. Etan texctypyBanus nanoi 3D mofeni y cTuinizoBaHOMY CTHIT

Takox 11 yac eramny TeKCTYpyBaHHSI CTBOPIOETHCS 30BHIIIHIN BUTJISIT MOJIETI,
HE JIMIIIE NIJISTXOM MaJlFOBaHHS MEBHUX TEKCTYP, a ¥ IUIIXOM 3arikaHHs MEBHUX KapT,
K1 TTOKPAIlaTh 30BHIIIHIN BUTISA Mojaeli. [lo HUX MoKHa BITHECTH TaKl KapTH:

Ambient Occlusion Map — BHKOPHCTOBYETbCS [UIsI CTBOPEHHS CQEKTY
3aTIHEHHS B YIIUIBHEHUX a00 MpPUXOBaHMX 0OsacTsaXx mojneni. BoHa gonae Oinbinry
rIIMOMHY Ta peaii3M OCBITICHHS MOJEIIL.

Height Map — BHKOPHCTOBYETBhCS JI OJABAaHHS TPUBHUMIPHOTO BiT4yTTs
MOJieJll, MICTUTh 1H(GOPMAIII0 MPO BUCOTY KOKHOI TOYKH TMOBEPXHI, 30 JO3BOJISIE
CTBOPIOBATH Bi3yalibHI €(PEeKTH penbedy Ta TEKCTYP.

Specular Map — Bu3Hauae ctymniab O1ucKy a00 BiAOIMCKY Ha TIOBEPXHI MOJIEII,
BOHAa BHKOPHUCTOBYETHCS JUISl PEATICTUYHOTO BIJOOPaKEHHS MaTepiajiB, TaKUX SK
MeTal abo CKJIO.

Ta iHmN KapTi, SKI BHU3HAYAIOTHCI 3a TOTpeOO abo po3poOHMKaA, abdo

IIOCTAaHOBHHMKOM 3aBJaHH.
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Bake Mesh Maps
Mormal
Mormal Map fram ... DefaultMaterial

uf i ! World space normal
|

]

Ii Waorld Space Mor .. DefaultMaterial

% ID
Color Map from M... DefaultMaterial
Ambient occlusion

t Ambient Ocdusio... DefaultMaterial
Curvature
Curvature Map fr... DefaultMaterial
Position
Pasition DefaultMaterial
Thickness

| Thickness Map fr... DefaultMaterial

Select height map
Select bent normals map

Select opadty map

Puc. 1.8. KapTu sixi BUKOpHCTOBYIOThCS i yac po6oTu 3 3D 06’exTom

- Purrinr. (onuioHansHo). [Iporiec CTBOPEHHS CKEJIETHOI CTPYKTYpPH ISt
MOJIEJI, IO J03BOJIAE€ aHIMYyBaTH ii. PIrriHT BKIIIOYa€ CTBOPEHHS KICTOK, 3’ €IHAHUX
MDK €000 3a JOMNOMOTOI0 pPyXOMHUX 3’€IHyBaul, a TaKOX HaJallTyBaHHS
KOHTPOJIEPIB I KepyBaHHsS pyxoM mozeni. Llei eran 3ae011bIoro Ay Mojeneu
MEPCOHAXIB, TEXHIKU, MEXaHI3MIB sIKI TMOBMHHI BECh 4Yac pPyXaTHUCh, TOMY BIiH HE
BUKOPUCTOBYETHCS JJIsI MOJIeNied OTOUEHHsI — OyJiBesb, JIOKAIlil, MPeIMETIB TOIIIO.
Burnsn pury nepcoHaxky nmoka3aHo Ha pucyHky 1.9.

- Amnimartis. Ilicist purriHry Mo’kHa CTBOPIOBATH aHIMALIIIO JJISI MOJIEI,
BCTAHOBJIIOIOUM PYXHM, BUKOHYIOUM KJIIOYOBI KaJpW 1 CTBOPIOIOYM MEPEXOAN MK

pizanmu no3amiu. [Ipuxman HaBeneno Ha pucyHky 1.10.
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Puc. 1.10. CTtBopeHHSs aHIMaIlii Tepos
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- Onrumizamiss.  Ileid eram BKIIIOYAae ONTHUMI3AIII0 MOJE I
3a0e3nedeHAs] €(DeKTUBHOCTI Ta ONTHUMAJIBHOTO BUKOPWUCTAHHS PIBHIB JAeTaiizarii
(LOD) nnst pi3HuX BiAcTaHel, BUAAJICHHS HEMOTPIOHMX €JIEMEHTIB Ta ONTHUMI3allil0
TEeKCTyp. BukopucTanHs pi3HMX pIBHIB JAeTaiizaiii Ay»Xe MO3UTHBHO BIUIMBAE Ha
IPUPICT NPOAYKTUBHOCTI Ipu. Lle myke akTUBHO BUKOPUCTOBYETHCS OCOOJIMBO MPH
CTBOPEHHI JIOKaIlli — JiepeB, KaMiHHS Ta 1HIUX 00’ekTiB. [IpuKiian HamamTyBaHHS
cucremu LOD, Ha 006’exTi AepeBa, 300pakeHo Ha pucyHky 1.11.

- Pennepunr a6o Immmementaris. Skmo mnotpiOHe 300pakeHHs 3D
MOJIeJIl JIsl MIEBHUX TpaiuHuX MarepiaiiB - Tpeda MpoTH mpolec peHaepuHry. B
pe3yabTaTi BAAJIOrO MPOIECY, MU OTPUMAEMO NyXKe SIKICHE 300pa)K€HHS MOTPIOHOT
3D wmogemni. Ilicns Baanux eramiB naiiany — Hactynae ¢GiHaJbHUN eTal, y SKOMY
3D mozenb IMIOOPTYETHCS B TPy — LIEW eTan Ha3uBaloTh iMIUIeMeHTailieto. [loTpioHa
MOJIeNIb THTEIPYEThCS B TPAJIbHUM JBUTYH, BiJOYBAa€TbCs HaJalITyBaHHS KOJi3ii,
G13UKKA Ta IHIIUX MapaMeTpiB 100 MOJENh HAJICKHUM YUHOM IIpalfoBajia y Tpi.
[Ipukian iMOOPTY TOTOBUX MOJIEEH y Ipy 300pa’keHO Ha pUCYHKY 1.12.

Kosken 3 nux eramiB BUMarae cCreriaji3oBaHMX HABUYOK Ta BUKOPUCTAHHS
BIJINOBIJTHUX MTPOTpaMHUX 3aC0O01B [l CTBOPEHHS BUCOKOSIKICHUX Ta ONTHMI30BaHUX
3D mopeneit qis rpu. CBo€dacHe Ta SIKICHE BUKOHAHHS KOXKHOTO 3 €Tarly, J03BOJISE
MaKCUMaJIbHO €(GEeKTUBHO Ta IBHUIKO po3pobisatu 3D moxeni, 1m0 MO3UTUBHO

BILJIMBAE HA PO3POOKY MPOEKTY B LILJIOMY.
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Puc. 1.11. HanamtyBaHHs piBHIB JeTanizawii

v Forest Treant
" Tag Enemy
Open

A Transform
Position
Rotation
Scale

ﬁ; Rigidbody

% v Capsule Collider

1, v Audio Source

7 v Animator

B v Enemy_Shaman (Script)
» v NavMeshAgent

B v NPC Footsteps (Script)

B v Rik_sound_controller (Script)
Q v Enemy Health (Script)

Puc. 1.12. ImnopToBaHi Ta HaJIalITOBaH1 MOJIEJl B IBUTYHI

21



1.2. IlpusHa4veHHsI po3po0OKH Ta rajay3b 3aCTOCYBAHHA

3D mopentoBaHHS BUKOPHCTOBYETHCSA B 0araThOX Trally3siX, OCKUIBKH II€ YK€
NOTY)KHMM 1HCTPYMEHT JJIi CTBOPEHHS Bi3yadbHUX 00’€kTiB 1 cueH. 3D
MOJICJIIOBAHHSI BUKOPUCTOBYETHCS B TAKUX TATy35X:

- Komn'torepni irpu: 3D Momeni BUKOPHCTOBYIOTHCS [JIsl CTBOPEHHS
MepCcoHaXiB, 00'€KTIB, JIOKAITIK 1 aHIMaIlli y BiJieoirpax.

- Kinoinnyctpis: 3D MonentoBaHHST BUKOPUCTOBYETHCS ISl CTBOPEHHS
cemianbHuX e(dekTiB, Bizyamizaiii ClieH, MOJCIIOBAHHS MEPCOHAXIB Ta CTBOPEHHS
BIpTyaJIbHUX CBITIB.

- ApxiTekTypa Ta Jau3aiiH 1HTep'epiB: 3D Momeni jgomomararoTh
apxiTeKTopam 1 Au3aiiHepaM Bi3yasizyBaTu OyiBii, KBapTUPH, MeOJIi Ta 1HII 00'€KTU
nepe; iX peaizali€ero.

- [IpomucnoBuii auzaiiH: 3D MoOxeNrOBaHHS BUKOPUCTOBYETHCA IUIS
CTBOPEHHSI MPOTOTHUITIB BUPOOIB, IHKEHEPHUX JETaIeH, MalliH 1 00J1aHaHHS.

- Menuuuna: 3D Mojeni BUKOPUCTOBYIOThCS JiJIE  BUTOTOBJICHHS
IPOTE3iB, MOJICTIOBAHHS OPTaHiB Ta TKAHUH JJIsl MEAMYHUX JTOCIIHKCHb, TIJIaHYBaHHS
XIpYpriyHUX OTepalliid Ta HaBYaHHS MaOyTHIX JIIKapIB.

- Peknmama 1 wmapketunr: 3D MoJentoBaHHS J03BOJISIE CTBOPIOBATH
peaNTiCTHYHI Bi3yami3allii MPOAYKTIB I PEKJIAMHUX KaMIIaHii 1 MPe3eHTallii.

- Ocita: 3D MojenoBaHHS BUKOPUCTOBYETHCS Yy HaBYaHHI s
CTBOPEHHSI 1HTEPAaKTHUBHUX BIPTyaJbHUX CEpPEIOBUI, AHATOMIYHUX MOJENEH,
CUMYJIAIIN Ta HABYAJIBLHUX MaTepialliB.

- Amnimartist 1 MynbTgiaeMu: 3D MoIeIIOBaHHS € OCHOBOIO JIJIsi CTBOPEHHS
KOMIT'FOTEPHOI aHIMallii 1 MyJIbT()1IbMIB.

Le nuie KigbKa NPUKIAAIB rairy3el, e BUKOPUCTOBYeThes 3D MozentoBaHHs.
3aBIsSKH CBOIM THYYKOCTI 1 MOXIMBOCTSAM, 3D MoJentoBaHHS 3HAXOJUTh

3aCTOCYBaHHS B 0araThoxX 1HIIMX c(hepax TBOPUOCTI 1 MPOMHUCIOBOCTI.
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1.3. IMiacraBa ajs po3po0Ku

BinmoBigHO 10 OCBITHROI MpOrpamu, 3TiJHO HABYAIBHOTO IJIaHy Ta rpadikis
HABYaJBLHOTO TIPOIIECY, B KiHIII HABYAHHS CTYACHT BUKOHYE KBaTi(iKaIliiHy poooTy.

Tema poOOTH y3roIKY€EThCS 3 KEPIBHUKOM MPOCKTY, BUITYCKAIOUOI0 Kadeaporo,
Ta 3aTBEPIXKY€ETHCS HAKa30M PEKTOpa.

OTtxe, miacTaBaMu JUIsl pO3pOOKH (BUKOHAHHS KBaji(ikaiiitHoi poOoTH) €:

— ocBiTHs nporpama 121 «IHxeHepis mporpaMHOro 3a0e3MeUeHHS»;

— HaBYAJIbHUU TUTaH Ta rpadik HABYAIBHOTO TPOIIECY;

— Haka3 pekrtopa HaiioHambHOTO TEXHIYHOTO YHIBEpCHUTETY «JIHITPOBCHKA
nomitexHikay Ne 268-c Bix 18.05.2023 p;

— 3aBAaHHS Ha KBamidikaiiiHy poboty Ha Temy “ Po3poOka mporpamHOro
3a0€3MEeUEHHS - PO3BAKAIBHOIO 3aCTOCYHKY B cepeaoBuini Unity 3 JOTpUMaHHAM

KOMepUIHHOTO naimiaitny s 3d monenen ™.
1.4. ITocTanoBka 3aBIaHHA

3aBnaHHs 1aHO1 POOOTH € PO3pOOKa PO3BAKAIHLHOIO 3aCTOCYHKY B CEPEIOBUIII
Unity 3 0TpuMaHHSIM KOMEPILIMHOTO Maimianny ams 3d Mmozaenei.

B pesynbrari HEOOXI1IHO CHPOEKTYBAaTU Ta pO3pOOUTU TPy IS miIatopmu
Windows, noTpuMylouuch TpaBui KOMeEpIliiiHoro mnairuiany mns 3d mojeneid,
BUKOPUCTOBYIOUM irpoBuil nBuryH Unity, 3 TOTpUMaHHIM BCIX JIIEH31MHUX YTOJl Ha
BUKOpHUCTaHI rpadivHi Ta ayAlo Marepiajy.

[TocTaBnena 3agava Oyje TOCATHEHA MPU BUKOHAHH] TAKUX YMOB:

- BHUBUYEHHSI PEIMETHOT TalTy31;

- HaITMCaHHS KOy MPOTPaMHu;

- MOJICITIOBAHHS, Ta IHTETpallis B irpoBuii neuryH Unity;

- BUKOPHUCTAHHS KOMEPIIIHHOTO naiiaitny ais 3d mojenei;

- JIOTPUMAaHHSI BCIX JIIIEH31MHUX YTOJl HA BUKOPUCTaH1 MaTepiaim.
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1.5. Bumoru 10 nporpamu ad0 nporpaMHoro BUpooy
1.5.1. Bumoru 10 GyHKIiOHAJBLHUX XapaKTEPUCTUK

Kinnesuii mpomyKT MOBHHEH IOTPUMYBATHCS HACTYMHHUX (DYHKIIIOHATBHUX
BHUMOT:
- 3aroToBICHUI 3pO3YMIINN, Ta JJAKOHIYHUNA rpadiuyHuil iHTEpPEiic;

- MOXJIHMBICT KEepyBaHHsS NEPCOHAXKEM 3a JOMOMOTOI0 KIaBlaTypu Ta

- BukopucTanuii IITy4YHUN IHTETIEKT JJIsl BOPOTIB.
- KopekTHa poOoTa Mojiesneit Ta OTOUEHHSI.

- HasiBHICTh TEKIJIBKOX ITPOBUX JIOKAITIH.
1.5.2. Bumoru g0 indopmaniiinoi 6e3nexu

st 3abe3nedyeHHs 1HPOpMaIIMHOI Oe3MeK KOpUCTyBadya IMOBHUHHI OYyTH
3a0€e3Me4eHl TaKi yMOBH:

- CBo€4acHe BCTaHOBJICHHS! OHOBJICHD;

- BincyTHicTh HEOOXIHOCTI PEECTPYBATUCA Ta CTBOPIOBATH OCOOMCTHIA
aKayHT.

- BukopuctanHs irpoBoro 1oAaTky 0e3 moTpedu MepeeBoro 3’ € THaHHS.

- 3aKpUTHIl BUXITHUM KOl IPOJIYKTY.
1.5.3. Bumoru 0 ckJiajay Ta napamMeTpiB TeXHiYHUX 32c00iB

BianoBinHi MiHIMaJIbHI XapaKTEPUCTUKH HEOOX1AHI JjIsi poOOTH AOJATKY Ha
Windows:

- OS: Windows 7 (SP1+) abo Buiiie;

- CPU: AMD Ryzen 3 1200 3.2 GHz a6o ananoriuHi;

- GPU: Nvidia GeForce 1050 Ti abo aHajoriuHi;

- DirectX: Bepcii 10;

- Binbne miciie Ha sxopcTkomy aucki: 2I'b;

- OmnepartuBHa am’sTh: 8 I'0.
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BiamoBinHi peKOMEHI0BaHI XapaKTEPUCTUKU JUIsl HAKpamioi poOOTH A0JaTKy

Ha Windows:

OS: Windows 10 (22H2) a6o Windows 11;

CPU: AMD Ryzen 5 3600 3.6 GHz a6o Buig;
GPU: Nvidia GeForce GTX 1660 Super a6o Buiiie;
DirectX: Bepcii 12;

SSD nakomnuuyBau 3 BUIbHUM MiciieM: 2I'b;

OnepatuBHa nam’sTh: 16 ['0 abo BuiLE.

1.5.4. Bumoru a0 ingopmManiiiHoi Ta NPOrpaMHOI CyMiCHOCTI

JloaTok cTBOpEHUM Ha OCHOBI irpoBoro asuryHa Unity Ta npu3HaueHH a7is

BUKOPHUCTAaHHSA Ha omeparliiiHii cucremi Windows, a MOBOIO IporpamyBaHHs OYB

obpanmii C#.

Jlonatok moTpeOye BCTAHOBIEHHS B CUCTEMY 3a JIONOMOIOKO IHCTaJUIepa.

OnoBICHHSA BiI[6YBa€TBCH IJEIXOM IICPCBCTAHOBJICHHA OOAATKY.
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PO3/ILI 2
MPOCKTYBAHHS TA PO3POBKA ITPOTPAMHOTI'O MPOJAYKTY

2.1. ®yHkuioHa/IbHE NPU3HAYEHHS POTrPaMu

Pesynbratrom nanoi kBamigikaimiiiHoi poOoTH Mae OyTH IrpoBH JOAATOK
xaHpy Action RPG, po3po6iiennii B aABuryHi Unity, y CTHIII30BaHOMY Bi3yaJdbHOMY
CTHJI1, CTBOpPEHH 3a 1omoMoroto 3D-rpadiku.

[IpoeKkT MOBMHEH MPOJEMOHCTPYBATH MOKIMBOCTI CTBOPEHHS KOMEPIIHHO-
CTIMKOIO PO3Ba)KaJIbHOTO JOAATKY, 3 JOTPHUMAaHHSAM BCIX JILEH31d Ha BI3yallbHI Ta
aynio matepianu. [IporeMoHCTpyBaTH peanizaililo BIIKPUTOIO CBITY, Ta peaiizaiii

BUKOPHUCTAHHS IITYYHOTO 1HTEJIEKTY JJIsl BOPOTIB.
2.2. Onuc 3acTOCOBAHUX MAaTEMAaTHYHHUX METO/IIiB

ITin uac cTBopeHHs 3D-mozmenelt A MHPOEKTy BUKOPHCTOBYBABCS
MaTE€MaTUYHUN METOJI TPIaHTYJISLII.

Tpiaarynsimiss 3D mojeneit - 1e mpolec NEepeTBOPEHHS MOBEPXHI MOJENI 3
MOJIITOHIB CKJIAJIEHUX 3 YOTHPUKYTHUKIB (200 1HIIMX (OpPM) Yy MONIrOHAIBHY
MEpEXY, /1€ KOXKEH MOJIFTOH Ma€ JMIIE TPU BeplIMHU (TpUKyTHUK). Llel mpouec
HEOOX1THUM JIsl 6aratbox rpadiyHUX MPOTpaM 1 irop, OCKIIbKHA 6araTto aaropuTMIB 1
oOuucIieHb, IOB'A3aHUX 3 Bizyaizailiero Ta 00pookor 3D Mojenel, npaiwTh caMme
3 TPUKYTHUKAMH.

TpUKyTHUKH € TPOCTUMH Ta €(PEKTUBHUMHU I€OMETPUYHUMHU O0'€eKTaMH Jis
o0poOkun B 3D rpacdiui. BoHu 5erko onpanboBYIOThCS TpadiuHUM anapaToM
KOMI'IOTEpa, a TaKOX J03BOJISIIOTH BUKOPUCTOBYBATH PI3HI aJTOPUTMU PEHIIEPHUHTY,
OCBITJIEHHS Ta B3acMO/i1 3 00'eKTaMu.

Tpianrynsamiss 3D Mozeneit moxke OyTH peasi3oBaHa 3a JIOMIOMOIOK Pi3HHUX
MaTeMaTHyHuX MeToAiB. OJWH 3 TOMMPEHUX METOJIB TPIAHTYJAIIl, SKHA
BUKOpUCTOBY€EThCs B Blender, - e anroput™m Jlenone. Anroputm Jlenone 3abe3neuye

TPIaHTYJISALII0 TAKUM YMHOM, 11100 KOKHUN TPUKYTHUK YTBOPIOBAB OIYKITy OOOJIOHKY
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BEpIIMH MOeli, TOOTO KOJHA BEpIIMHA HE 3HAXOAWJIAcs B CEpeauHl KoIa,

OIMMCaHOTO HABKOJIO Oy Ib-sAKOTr0 TpuKyTHUKA[3] (pHc. 2.1).

Puc. 2.1. Tpianrynauis JlenoHe 1 onrcaHi HaBKOJIO TPUKYTHHKIB KOJia

bararo anaroputmiB [yisi oO4YMCIEHHS TplaHTyisAuli JlenoHe cnuparoThCs Ha
MIBUJIK] Orepaii Ij1sl BA3HAYEHHsI TOT0, YU TOYKA 3HAXOJUThCS BCEPEIMHI OMHUCAHOTO
HAaBKOJIO TPUKYTHHKA KOJa, 1 €()EeKTUBHHUX CTPYKTYp JMAaHMX Ui 30epiraHHs
TPUKYTHUKIB Ta pedep. B nBoBUMIpHOMY BUMAJIKY, SKIIO D 3HAXOAUTHCS BCEpEAUHI
Koja omucanoro Haskosio A, B, C tpeba mepeBipuTH uu BU3HAYHUK Oinbine 0, sk

MOKa3aHO Ha PUCYHKY *.

A, 4, A2+ AL 1
J—L - Dr: A,r.r - Dw {A? - DE] + {AE - Di}
B, B, Bi+B. 1
=|B,-D,, B,—D,, (B:-—D)+(Bi-D3)|=>0
c., C, C:+0? 1
‘c',.r - D.‘cﬁ c'y - Dy‘: { ;r.f - Df} + [’\{:15 - Di}
D, D,, Di+Di 1

Puc. 2.2. TlepeBipka BU3HAYHUKA

Jnss  MuokuHM P Touok d-BumipHOTO EBKIIIIOBOTO  MpOCTOPY, TPIaHTYIIALIS
Henone nie tpianrysmiss DT(P) taka mo »oaHa 3 Touok 3 P He JEXUTh BCepeauHi

rinepcepu onucaHoi HaBKoOJIO Oyab-sikoro cumimiekca 3 DT(P). Bimomo mio icHye
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https://uk.wikipedia.org/wiki/%D0%92%D0%B8%D0%B7%D0%BD%D0%B0%D1%87%D0%BD%D0%B8%D0%BA
https://uk.wikipedia.org/wiki/%D0%95%D0%B2%D0%BA%D0%BB%D1%96%D0%B4%D1%96%D0%B2_%D0%BF%D1%80%D0%BE%D1%81%D1%82%D1%96%D1%80
https://uk.wikipedia.org/wiki/%D0%A1%D0%B8%D0%BC%D0%BF%D0%BB%D0%B5%D0%BA%D1%81

enuHa TpiaHrymsis Jemone st P, sxmo P MHOKMHA TOYOK B 3arajibHId TO3MIIIT;
Taka M0 He iCHye manpocTopy po3mipHocTi K mo mictuts k+2 Touok Hi K-cdepu 1o
MmictuTh K+3 Todok, mms 1<k<-1 (To0TO, HampHKIax JIsi MHOXXHHH TOYOK B R3 He
ICHY€ TPhOX TOYOK IO JIEKAaTh Ha OAHIN MpsAMIid, HE ICHY€ YOTHPHOX IO JIekKaTh B
OJIHIM TUIOMMHI, 1 JKOAHI I'SITh TOYOK HE JeKaTh Ha OJHIM cdepi). 3amada
3HAXO/KEHHS TpiaHryssimii JlesoHe Il MHOKHHHU TOYOK B O-BHMiIpHOMY IPOCTOPI
MoOke OyTH 3BeAeHa A0 3aJadl 3HAXOJKEHHs OMYKJIOi OOOJIOHKHM MHOKHHU TOYOK
B (d+1)-BuUMipHOMY IPOCTOPI, JOJAI0YH KOXKHIN TOYIII P JOAaTKOBY KOOPAMHATY SKa
JOPIBHIOE [p[?, O€pYUYH HUKHIO YACTUHY OITYKJIOI 0OOJIOHKH, 1 B1I0OpaXkarouu ii Ha3aj
B d-BUMIpHUH TPOCTIp BUAAJICHHSAM OCTAaHHBOI KOOpAMHATH. Tak sIK OIyKia
00OJIOHKAa €JIMHA, TO TPIAHTYJAIIS TEX, BBaXKAIOUM, IO BCl CETMEHTHU OMYKJIOi
00OJIOHKU — CUMILIEKCH. He  CHUMIUIEKCHI  CerMEHTH  3'SBISIOThCA  JIUIIE
ko d+2 pi3HHUX TOYOK JICKHUTh Ha ojHiN d-rimepcdepi, TOOTO TOUKK HE 3HAXOATHCS
B 3araJibH1M IMO3UII].

[Ipouec Tpianrynsuii Moxke OyTH aBTOMAaTUYHUM a0 31HCHIOBATUCA 3a
JIOTIOMOTOI0  pyYHUX HajamTyBaHb. Y Blender MokHa BUKOpPHCTOBYBaTH
aBTOMATUYHY TPIAHTYJIALIIO JIJIl CTBOPEHHS! TPUKYTHUKOBOI MEPEKI 3 MOJITOHIB, alle
TaKOX € MOXJIMBICTh PeAaryBaTu TPIAHTYIIAIII0 BPYYHY, IEPETBOPIOIOYUH MOJIITOHU B
TPUKYTHUKHU 32 JIONMIOMOTOIO PI3HUX 1THCTPYMEHTIB.

Pyune penaryBaHHs TplaHTyJsilii Moxe OyTH KOPHUCHHMM, KOJHU BaXKJIUBO
3a0e3MeunTH MPABWIBHICTh T€OMETPil MoJieNl, 30epiraroyrl ONTUMAJIbHY TOTOJIOTIIO.
HenpaBuibHa TplaHTyJISIIiS MOXKE IPU3BOJIUTH 10 apTe(akTiB peHAECPUHTY, MPOoOIeM
3 TEKCTypYBaHHSM, a TAaKOX YCKJIQJHIOBATH MPOIIEC aHIMAIlli Ta MOJICITIOBaHHS.

VY3arami, TpiaHTyJsIlisi € BaXIWBOI CKJIaJ0BOIO 00poOkm 3D wmonmeneit B
rpadiuHuxX nporpamax Ta irpax. BoHa go3Boisie epexkTMBHO mMpaioBaTH 3
reOMETpI€r0 MOJIeNeH 1 3a0e3Mneuye IpaBuiibHE B1I0OpakeHHs 00'€KTIB y Bi3yaiizalii

3D-cuenmu.
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https://uk.wikipedia.org/w/index.php?title=%D0%97%D0%B0%D0%B3%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D0%BF%D0%BE%D0%B7%D0%B8%D1%86%D1%96%D1%8F&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%93%D1%96%D0%BF%D0%B5%D1%80%D1%81%D1%84%D0%B5%D1%80%D0%B0
https://uk.wikipedia.org/wiki/%D0%9E%D0%BF%D1%83%D0%BA%D0%BB%D0%B0_%D0%BE%D0%B1%D0%BE%D0%BB%D0%BE%D0%BD%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%A1%D0%B8%D0%BC%D0%BF%D0%BB%D0%B5%D0%BA%D1%81
https://uk.wikipedia.org/wiki/%D0%93%D1%96%D0%BF%D0%B5%D1%80%D1%81%D1%84%D0%B5%D1%80%D0%B0
https://uk.wikipedia.org/w/index.php?title=%D0%97%D0%B0%D0%B3%D0%B0%D0%BB%D1%8C%D0%BD%D0%B0_%D0%BF%D0%BE%D0%B7%D0%B8%D1%86%D1%96%D1%8F&action=edit&redlink=1

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTIH Ta MOB IPOrPaMyBaHHS

Blender — o00'exkTHO-OpieHTOBaHA mporpama Jisi CTBOPSHHS TPHUBHUMIPHOI
KOMITIOTepHOI rpadiku. lle He TiIMbKKM MOJICTIOBAHHS, ajie 1 aHiMaIllis, PEHICPHHT,
CTBOPEHHS 1rop, 00poOKa BijieoMaTepialiB.

Jlauuii mMakeT 1HCTPYMEHTIB MOMIMPIOETHCS MO OE3KOIITOBHIHM JiLEeH31i, TOMY
BiH BCTa€ y Haroji 6aratboM iHAI-po3poOHUKaM 1 HaBiTh (pipmaM. HoBa Bepcis Bxke
YyeKae Bac B KaTaJlo3l.

Blender 3D cucteMaTndHO OHOBIIOETHCS TPYMOIO PO3POOHUKIB 1 MOCTIHHO
po3BuBaeThCs. [{poMy BiH 1 3000B's13aHUN CBO€I momysipHicTio. KpiM Toro, Bara
TUCTpUOYTUBA BaKUTh BCbOTO BiCIM Meradant![4]

Unity - me nomynsipHUiA irpOBHiA JBUTYH, 10 BUKOPUCTOBYETHCS IS PO3POOKH
1rop, CHUMYJIAIINA, Bi3yalli3alliii Ta iHTepaKTUBHMX J0JaTKiB. BiH Hajae mOTyXHI
IHCTPYMEHTH 1 CEPEIOBHUILE PO3POOKH, SIKI JO3BOJISIIOTH PO3POOHHKAM CTBOPIOBATH
sk 2D, Tak 1 3D npoekTu s pi3HUX IIaT(opM, BKIIOYAIOYM KOMII'FOTEPH, KOHCOI,
MOOUIbHI PUCTPOI Ta BIPTyaJIbHY PEAIbHICTD.

OcHogHI pucH 1 MmoxiuBocTi Unity:

- Mynbrumnardopmenicts: Unity miaTpuMye po3poOKy irop st pi3HUX
matdopM, Takux sk Windows, macOS, 10S, Android, Xbox, PlayStation 1 6aratbox
iHmmx. lle mo3Bosisie po3poOHUKAM 3pOoOUTH CBOI ITPU JOCTYMHUMHU JIJISI HITUPOKOT
ayJIMTOoPii.

- I'pacdiunnii nBuryH: Unity Mae nOTyXHUW rpadiyHUN JBUTYH, SIKUW
HaJla€ BETUKY CBOOOAY B cTBOpeHH1 ctuiizoBanuXx 2D 1 3D BizyanbHux edekriB. Bin
NIATPUMYE PEHACPUHT Y pealbHOMY 4aci, OCBITJICHHS, TiHi1, YACTUHKH, aHIMAIIO Ta
0arato IHIIUX MOXJIMBOCTEHN JIJIsi CTBOPEHHS BPaXKar0uoro Bi3yaJlbHOTO JOCBIY.

- [aTerpoBane cepemoBuie po3podku: Unity Hamae 3pydHe IHTETpOBaHE
cepenopuiie po3podku (IDE), mo cnporrye mporec po3podku irop. BoHo mae
BI3yaJbHUM pENakTop, CHUCTEMY VIPaBIiHHSA aKTUBAaMM, IHCTPYMEHTH MJis
penaryBaHHsl CIIEH Ta aHIMaliid, cucreMy (I3UKH, CKPUNTYBAHHS 3a JIONOMOTOIO

MoBu C# Ta 1HII 3py4H1 QYHKIII].
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- Komnonentna apxitektypa: Unity 0a3yeTbcsi Ha KOMIIOHEHTHIN
apxiTeKTypli, A€ (PYyHKIIOHANBbHICTh O00'€KTIB BU3HAYAETHCA KOMIIOHEHTAMH, IO
MOXYTh OYTH JOJaHl Ta HaJallToOBaHI po3poOHuKoM. Ile mo3Bomsie Jerko
po3MKpIoBaTH (QYHKIIIOHATBHICTH 00'€KTIB 1 B3aEMOIIATU 3 HUMHU.

- Mara3zun aktuBiB: Unity Mae BeJIMKU MarasuH akTHUBIB, JIe PO3POOHUKH
MOXYTh MPUI0aTH TOTOBI MOJIEIN, TEKCTYPH, aHIMallli, 3ByKH Ta IHII PECYpCH IS
BUKOPHUCTAHHA Y CBOiX IMpoekTax. Lle crpoirye po3poOKy 1 103BOJIIE EKOHOMUTH Yac
1 3yCHJLIA.

Unity mUpOKO BUKOPUCTOBYETHCA AK HE3AJICKHUMHU PO3POOHMKAMHU, TaK 1
BEJIMKUMU CTYIISIMUA i1 CTBOPEHHS PI3HOMAHITHMX Irop 1 JojatkiB. BiH Hapgae
NOTY>XHI 1HCTPYMEHTH Ta PECcypcH, L0 AONOMAararTh 3pOOUTH IPOLEC PO3pOOKU
O11b1I €(hEeKTUBHUM Ta AOCTYHHUM][S].

Substance Painter - 1ie moTyHuiA IPOrPaAaMHUN THCTPYMEHT ISl TEKCTYPYBaHHS
1 MamoBanHs 3D moaenei. Bin po3po6ienuit kommaniero Allegorithmic (mpundanoro
Adobe y 2019 poiii) i BUKOPUCTOBYEThCSI B Tally31 B1JI€OIrop, Bizyasi3allii, aHIMaIlil
Ta 1HmmMX oonactsax 3D-rpadiku.

Substance Painter Hajgae MUPOKI MOXKJIMBOCTI JJII CTBOPEHHSI BUCOKOSIKICHUX
TEKCTYp 1 MaTepialiB, K1 MOXKYTh OyTH 3acTocoBaHi Ha 3D monensax[6].

ZBrush — nporpama a1 3D-MoesroBaHHs, CTBOpeHa Kommaniero «Pixologicy.
BinminHoro ocobnuBicTio nboro II3 € iMitamis npouecy «JIIUJIEHHS» TPUBUMIPHOI
CKYJIBIITYPH, MTOCHWJICHOTO JBUTYHOM TPUBHUMIPHOTO PEHACPUHTY B peajbHOMY Haci,
[0 CIPOIIY€E MPOILEAYPY CTBOPEHHSI HEOOXigHOro TpuBUMIpHOTro 00’ckTa. KokHa
TOYKa (3BaHa MIKCEJb) MICTUTh IHPOPMALIIIO HE TUIBKK MPO CBOI KoopAMHATH XY Ta
3HAUCHHS KOJIbOPY, ajieé TaKOX 1 TMMOuHYy Z, opieHTaniio Ta Marepiai. lle o3Hauae,
[0 MO’KHA HE TUIBKU «JIIIMHUTHY» TPUBUMIPHHUI 00’€KT, ajne 1 «po3dapOyBaTtuy ioro,
MaJIIOI0YH IMITPUXaMU 3 TIIHOMHOI0. PeamicTuuHe BimoOpakeHHs TiHEH Ta BiOJIHCKIB,
€ aBTomatm3oBaHuM B ZBrush. Takoxx mBugko mpaitoe 31 crangapTHuME 3D-
00’€KTaMM, BUKOPUCTOBYIOUM MEH3T1 i1 MoAudikalii reomerpii martepialliB Ta
TeKCTyp. Jl03BOJIsIE JOCITTH 1HTEPAKTUBHOCTI TMPU BENHKIA KITBKOCTI TIOJITOHIB.

BukopucroByroun cneriaabHi METOIM, MOXKHA MIAHSATH JeTaji3allilo J0 JeCATKIB
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MUIBHOHIB TOMIToHIB. Takoxk € 06e314 MOAYJIB, L0 HIAKIIOYaThes (poboTa 3
TEeKCTypaMH, TeOMeTpi€ro, ©Oe3/liy HOBUX TEH3MIB, IIBHAKA IHTErpamis 3
npodeciitHuMu raketamu 2D-rpadiku 1 6araTo iHmoro)[7].

Mosa nporpamyBanas C# (C-Sharp) € mOTyXHOIO 1 TOIYJSIPHOIO MOBOIO
porpamyBaHHs, po3pobJieHo0 KoMiaHiero Microsoft. Bona BUKOpPUCTOBYEThCS IS
CTBOPEHHS PI3HOMaHITHHUX JIOAATKIB, BKIIOYAIOUM BeO-10/IaTKH, HACTILJIbHI MPOrpPamMH,
cepBepHi moxatku Ta irpu. C# € dactuHoro TexHosoriunoi miargopmu NET, ska
HaJIa€ IMTUPOKI MOMKIMBOCTI JIJIs1 PO3POOKH IIPOTPaMHOT0 3a0e3eUCHHS.

V¥ kontekcti Unity, C# € OCHOBHOIO MOBOIO MpOrpamMyBaHHs Jisl PO3pPOOKHU
irop. Unity Hajae po3poOHHUKaM MOXJIMBICTh CTBOPIOBATU CKPHUITH Ta JIOTIKY I'pH 32
nornomorotro C#. Ile o3Hauae, 0 MOXHA HamMCATH MPOTPAMHUNA KOJ, SIKUH
KOHTPOJIFOBaTUME TOBEAIHKY O0O0'€KTIB, peayli3oByBaTUME (i3HKy, 0OpoOIITHME

B3a€MO/Ii10 TpaBIIs Ta 6araTo 1HIIOTO.
2.4. Onuc CTpYKTYpH NPOrPpaMu TA AJITOPUTMIB T (PYHKIIOHYBAHHSA

J1ist onrcy crieHapiiB BUKOPUCTAHHS KOPUCTYBAa4eM IIPOrPaMHOIO MPOAYKTY Ta

B3a€MO3B’SI3KIB Y CaMOMY JI0JIaTKy OyJio cTBopeHy HacTynHi UML niarpamu.
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Actor

Load Screen Load Screen

Loading Screen Load chekpoint

Settings
Screen

About
Screen

O

Puc. 2.3. UML niarpama po60TH roJIOBHOTO MEHIO TPH
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Aftack 1

Gameplay Fighting

» Long Attack

Block

Menu of charcter

BRol0l0

Language

Die

OO Y

Puc. 2.4. UML niarpama 0CHOBHOTO irpOBOTO MPOIIECY

33



Jlyxe 111KaBOI0 0COOJIMBICTh MPOEKTY, € B3a€MO/Iis IPaBIls 3 Boporamu. Boporu
pyXaroThcs 3a AomoMoror BOymoBaHoi (GyHkIii Unity, sika T03BOJIsiE€ HANAIITYBATH
MTy4YHUI iHTeNeKkT. Ta po3paxyBaTH KapTy “BUIBHOTO MiCIs” TO SIKOMY MOXKeE

pyXaTHCs BOPOT, B PEXKHUMI MaTPyTIOBAHHS.

Yu £ B 330aH0MY
pagiyci rpaeeUs”?

h J

Y

MepedTy B pEXrM

MATPYMIEaHHA Mepecninysati
rpaswuA

OucTaduia oo rpasuq
ome#de 3a0aHof?

[OWcTaHUiA oo rpaeuq
nani 3anadol?

ATakysartd rpasun

Puc. 2.5. Biok cxema mmoBeIiHKHA BOpora
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Ha pucynky 2.6, 300paxeHO BIKHO HaJaIITyBaHHS 3aIliKaHHS KapTH BUILHOTO
nmpocTopy s pyxy Bopora. Jle, 1 — Bopor, 2 — Micusl He BUIICHI OJaKUTHUM
KOJBOPOM — MICISl SIKI TOBHMHEH OMHHATH BOpOT, MpU TNaTPYIIOBaHHI a0o
nepeciiyBaHHI IPaBIlsl, 3 — BIKHO HaJaIITyBaHHS reoMeTpuyHOi ¢GopMU Bopora Ta
00’€KTIB SIKI BIH TOBUHEH OMHUHATH, 4 — OJIAKUTHUI KOJIIp, KapTa MOBEPXHI MO SKii

MO>K€ BUIHHO MEPECYBATUCS BOPOT.

Puc. 2.6. BikHo HanamTyBaHHs BUIBHOTO MTPOCTOPY

Crig 3a3Ha4uTH, 0 BOPOT PYXA€THCS BUMAAKOBO J0 JHO0O1 3 3aaHOI TOUKH,
BpaxoBYIOUM CBOIO KapTy JMJsi IepecyBaHHs. Pyx, Bopora He € JHIAHUM 1
peani3oBaHMii 3a JIOMIOMOTOI0 IITYYHOTO I1HTENEKTY BOYAOBAaHOTO B CHEIlialbHI
¢ynkmii Unity. Lle no3Bonsie 3poOuTu Bopora OiibIl “pO3yMHUM’ Ta YHUKHYTH
npo0JIeM MpHu TepeCITiyBaHHI IpaBIls, a00 3acTpATraHHI B 00’ €KTax.

3a cxoxuM mpuHIUIOM npaioTh 1 NPC, ane 0e3 pexxumiB nepeciiiayBaHHs
Ta aTaky.

B rpi Takoxx peanizoBaHl CKPUNTHU-KOHTPOJEPH, SIKI JO3BOJSIOTH 3POOUTH
npaitorounidi HUD rpaBus. Lli ckpunTu B3a€EMOJIIIOTH 3 IPOBUM HPOCTOPOM, TPaBLIEM
Ta 4acoM 1 JI03BOJISIIOTH BUBOJWUTH Ha €KpaH KOpHCTyBada 1H(GOpMAII0 y BUIJISAL

OapiB. Ha pucynky 2.7, 3a3Haue€HUN TPUHITUI POOOTH ITUX CKPHUIITIB.
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KIHELE Tpu

BinoSpazuti 8 HUD,
SKTYankeHI NOKa3HMEN

rpaus

S

BigHATH 3808HE
IHAUYEHHA OMNA
NoKazH1ES
BUTPMBANOCTI

—

BigHATY 3agaHe
3IHaYEeHHA ONA
NOKAIHUKS MaHW

—

BioHATH 3308HE
IHAUYEHHA OnA
NOKAZHWES DIEHR
30opoE'A

FiseHs 3g00pog's
HIHHE 38 3a0aHMA?,

pasels
BUEOPUCTAE Oik roll?

pasels
EMKODWCTEE ataky long
attack?

[paeelUkL zapa3
nepedyeac & paygici gii
aTakd o0'EKTa 3 TErom
"Enemy"?

Puc. 2.7. bnok-cxema po6otu HUD rpasis
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Puc. 2.8. 3oBuimHi# Burisg HUD rpabms

Takox B IIbOMY 3aCTOCYHKY peajli30BaHi 1HII CKPUIITH:

- KOHTpPOJIEP PIBHS 3I0pPOB’Sl BOpora — sIKUi KEpye 3I0pOB’SIM BOpora Ta
B1JIOOpa)KEHHSAM HOTo B iHTEep(delic KOPpUCTyBaya,

- KOHTpOJIEp KEPYBAHHS PyXYy, aHIMAIIli MepCOHaXa;

- CKPUITH SIK1 BIJIIOBIIAIOTh 32 B3a€EMO/IIIO 3 I'POBUM MEHIO TpaBlis;

- CKPHIIT SKUH 3a JIONOMOTOI CHCTEMHU KOOPAMHAT BioOpa)kae MOTOYHE
nepeOyBaHHs rpaBLsd Ha MIHIKapTI,

- CKpUIIT SIKHWA peani3oBye araky Bopora. (CTBOproe Okpemi 00’€KTH B
CIICHI Ta 3a3HayYa€e paJilyc Jii aTaku);

- CKPHIIT SIKUH Kepye aCHHXPOHHOIO CHCTEMOIO 3aBaHTKCHHS PIBHS IS
€KpaHiB 3aBaHTAXCHHS;

- CKPHIITH SIK1 peajli30ByIOTh MEPEX0JIA MIXK JIOKAI[ISIMU;

Koau poboTu ux CKpUNTIB 3a3HAYEHO B JIICTUHTY.
2.5. O0rpyHTYBaHHS Ta OpPraHi3anisi BXiITHMX Ta BUXITHUX JAHUX NPOTrPamMu

Jlanuii mporpaMHU OAATOK TpPHMaEe BBiJA KOPHCTyBada i YIPaBJIiHHS
TOJIOBHUM TE€POEM Ta eleMeHTaMu iHTepdeiicy. B skocTi BUXIIHUX AaHUX Iporpama

noBeprae (a1 3 ICPOBUM TMPOTPECOM Ta OCOOUCTHMH  HaJalllTyBaHHSIMHU

KOPHUCTYBaua.
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2.6 Onuc po3po06J1eHOr0 NPOrpaMHOro NMPOAYKTY
2.6.1 Bukopucrasi TexHiuHi 3acoou

st po3poOku  Oyna BHUKOpHCTaHA EJIEKTPOHHO-OOUYMCITIOBAIbHA MAIlIMHA
(KoMIT’10TEP) 3 HUKYCHABEICHUMU XapaKTEPUCTUKAMH:

- OS: Windows 10

- CPU: AMD Ryzen 3 1200 (2.4 I'T1)

- GPU: Nvidia GeForce GTX 1050Ti

- Memory: SSS 512 Gb

- RAM: 16 Gb;

- Screen: 1920x1080.

A Takox nepudepiiiHi 3aco0u, K BAKOPUCTOBYBAJIUCS HA MPOMDKHHUX eTarnax

MPOEKTyBaHHS: y sKOcTi rpadiunoro ianmery ChromeBook Lenovo 300e.
2.6.2. BukopucraHni nporpamui 3acoou

Blender - me Ge3komiToBHE 1 BiAKpHTE MporpaMmHe 3a0e3meucHHs it 3D-
MOJICJTIOBaHHS, aHiMarllli, Bi3yamizaimii 1 KoMmm'torepHoi rpadiku. BoHO mIMpoko
BUKOPUCTOBYETHCSI B ITPOBIM 1HAYCTPIl 3aBIASKM CBOIM OaratuMm (PyHKI[IOHAJIBHUM
MOJKJIMBOCTSIM Ta THYYKOCTI.

Opna 3 xkmovoBux nepesar Blender - e fioro 0e3komToBHa JOCTYNHICTh. B
MOPIBHSHHI 3 KOMEPIIMHUMH TMpoTrpaMaMi, SKi BUMaraloTh 3HAYHHUX BUTpaT Ha
minensii, Blender € Oe3komToBHMM 11 BUKOpHMCTaHHS Bcima. lle poOuth ioro
NpUBAOJIMBUM BHOOPOM [Jisi HE3AJIEKHUX PO3POOHUKIB, CTapTamiB Ta HEBEIUKHUX
KOMaH]I, 1110 TIPAIIOI0Th HAJl ITPOBUMH MPOCKTAMHU 3 0OMEKEHUM OFOKETOM.

Blender Takox BoJOJl€ MOTY>KHUMH 1HCTpyMeHTamu aiisi 3D-monentoBaHHs.
BiH Mae mupoki MOKIIMBOCTI CTBOPEHHS CKJIaJAHUX F€OMETPUYHUX (POPM, TEKCTYp 1
MaTepiaiiB, a TaKOX MIATpUMYye Oarato GopmaTiB ¢aimiB sl IMIIOPTY 1 EKCIOPTY.
[le mo3BoJIsIE pO3POOHUKAM CTBOPIOBATH PEAIICTUYHI IrpOB1 00'€KTH Ta CBITH.

VY Blender Takox BOyAOBaHI IHCTpYMEHTH ISl aHiMallii. PO3poOHUKN MOXKYTh

CTBOPIOBATH CKJIAJIHI pyXH NEPCOHAXKIB, aHIMOBaH1 €PEKTH 1 B3aEMO/I110U1 aHIMaIlliH1
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CIIeHH. 3aBISKH CHCTEMl1 CKEJIETHOTO aHIMyBaHHA 1 BaroBoi mokjiaaku, Blender
JI03BOJISIE CTBOPIOBATH PEATICTHYHI TIEPCOHAXI 31 3pyYHUM KepyBaHHSM pyxamu|8].

InTepdeiic nporpamu HaBeAeHO Ha pUCYHKY 2.9.
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Puc. 2.9. Intepdeiic mporpamu Blender, Bepcii 3.4

Unity - 1ie momyssipHe iHTETpPOBaHE CEPEIOBHINE PO3POOKH MPOTrPaMHOTO
3a0e3ne4YeHHs], IKE BUKOPUCTOBYETHCS ISl CTBOPEHHS 1TOp, BIPTyaJIbHOI peaibHOCTI,
JIOTIOBHEHOI peajbHOCTI Ta IHIIMX I1HTEPAKTUBHHUX J0OJaTKiB. BoHO Bonomie
YUCJIEHHUMHU TIepeBaraMu, ki 3p00uIN HOoro MonyJISpHUM Y raidy3l TeiM/IIeBYy.

Unity Mae npoctuii iHTep(deic Ta MOTYKHI THCTPYMEHTH JUIsl PO3POOKHU 1rop,
0 poOUTh WOro JOCTYHNHUM JUIsl pO3pOOHMKIB 3 OyIb-SKMM piBHEM A0cCBiay. Bin
niaTpumye Oarato tuargop™, Bkitoyatoun I[IK, koHcoii, MOOUIBHI HPUCTPOI Ta
BIpTyaJIbHY PEAJIbHICTh, IO JI03BOJISIE CTBOPIOBATH TPY OJIMH pa3 1 po3ropTaru ii Ha
PI3HUX MPUCTPOSX.

Unity Mae BeNMKy CHIUIBHOTY pO3pOOHUKIB, IO Hajxae 3HA4YHUN 00csT
JTOKyMEHTaIlli, ypOKiB 1 MATPUMKU. PO3pOOHHKN MOXYTh 3HAWTH BIJMOBIII HA CBOI
MUTaHHS, BUPILIUTH MPOOJIEMHU 1 OTPUMATH MOPAJIU BiJ 1HIIMX YJIEHIB CIUIBHOTH, IO

JIOTIOMAarae MpUCKOPUTH TIPOIIEC PO3POOKH 1 BIOCKOHAJICHHS TPU.
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Unity Ma€e THy4YKy CHUCTEMY KOMIIOHEHTIB, sIKa JTO3BOJISIE PO3POOHUKAM JIETKO
JI0JIaBaTH, HAJAIITOBYBaTH Ta YNPABIATH (PYHKIIOHANBHICTIO 00'ekTiB B rpi. Lle
CITPOIIIY€ TIPOIIEC CTBOPEHHS CKJIQJHUX ITPOBUX 00'EKTIB 1 CUCTEM.

Unity Takox MiATpUMY€E HIUPOKUNA CIEKTP MOB IporpaMmyBaHHs, Takux sik C#,
JavaScript Ta Boo. lle nae po3poOHUKaM MOXIIUBICT, BUOMPATH MOBY, 3 SIKOIO BOHU
HalO1IbIIIe 3HAOM1 1 KOMGOPTHI AJIsI pO3POOKH CBOIX IrPOBUX ITPOCKTIB.

[Ile omuiero 3 mepeBar Unity € #oro iHTerpaiis 3 OaratbmMa 30BHINIHIMH
IporpaMamHu i cepBicamMu, TaKMMHU sK (13WYH1 IBUTYHHU, aHAJIITUKA, COIllabHI MEPExKi
ta 1Hmi. lLle nae po3poOHMKAM MOMKJIMBICTH JIETKO IHTErpyBaTU JOJATKOBHIA
(yHKLIOHAT y CBOI IFPU Ta OTPUMYBATU JIOCTYI 0 PI3HUX CEPBICIB, IO MOJIMIIYE
KOPHUCTYBAlLbKUIA JJOCBII.

3aramom, Unity € NOTY)XKHUM 1HCTPYMEHTOM [JIsi PO3pPOOKH 1rop, SIKUK
3a0e3nedye MHUPOKI MOMIJIMBOCTI, THYYKICTh 1 MIATPUMKY CIIIBHOTH, IO POOUTH
H0ro MomyJssipHUM cepell PO3pOOHUKIB Y Tajy3l reiMIeBy.

IaTepdetic mporpamu HaBeaeHO Ha pucyHky 2.10.

%
@
p
@
@
o
0
o
[
o
o
o
[
[
o

Bl
B b
Bl Q€0 >

— o

Puc. 2.10. Iarepdeiic mporpamu Unity, Bepcis 2021.3.15f1
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Substance Painter € mnporpamHuM 3a0e3lneueHHSIM JUIsI TEKCTYpPYBaHHS 1
MatoBaHHS 3D-mMopenel, cnerianbHO PO3pOOJSICHHM I irpoBoi iHmycTpii. Bona
BOJIOJIIE€ YHMCJIICHHUMHU TepeBaraMu, siKi poOJsaTh i He3aMIHHUM 1HCTPYMEHTOM Mij
gac po3podku 3D-moaeneit mis irop.

Onna 3 ocHoBHMX miepeBar Substance Painter monsirae y 11 MOTYXKHHX
MOXJIMBOCTSAX TEKCTypyBaHHs. BoHa Hamgae mupokuii HaOlp 1HCTPYMEHTIB 1
010i0TeK MarepiaiB, IO JO3BOJSIOTH PO3POOHMKAM CTBOPIOBATH PEATICTHUHI
TEKCTYpU nJisi O0'€KTiB y Tpi. 3aBIASKM PO3UIMPEHIM CHUCTEMI IIapiB 1 Macok,
PO3POOHUKH MOXKYTh JIETKO CTBOPIOBATH CKJIaJIHI €()eKTH 1 AeTali3allilo.

Substance Painter Takox BOJIO/l€ MOTY>KHUMH 1HCTPYMEHTAMHM I peaKiii
MaTepiaiiB 1 TeKcTyp. BoHa miaTpuMmye mpolenypHe TEKCTYPYBaHHS, IO JTO3BOJISIE
CTBOPIOBATU JUHAMIYHI MaTepiaiu 3 rmapaMeTpamu, skl MOKHa HajamToByBatu. Lle
JTIO3BOJISE€ MIBUAKO 3MIHIOBATH BUIJISIA 1 BJIACTUBOCTI MarepialliB 0€3 HEOOX1THOCTI
penaryBaHHs caMOl TEKCTYpPH.

[nmoro mepeBaroro Substance Painter € 1oro BHUCOKa IIBHUIKICTH POOOTH Ta
ontuMizauis. BoHa e(eKTHUBHO BHUKOPHCTOBYE pECypcH KOMI'IOTEpA 1 J03BOJIE
PO3pOOHMKAM IIBHJIKO 1 JIETKO MATIOBATH, peAaryBaTH Ta HAHOCUTH TeKcTypu Ha 3D-
mozeni. Ile o0coOmMBO BakIMBO TIpH pPOOOTI 3 BEIMKUMHU TMPOCKTaMH, Je
MPOYKTUBHICTH € KIIFOUOBUM (PAKTOPOM.

Substance Painter Takox miaTpuMye pi3Hi GopMaTH TEKCTYp 1 Mae BOyJOBaHY
MIATPUMKY BOKJIMBUX JBUTYHIB TpH, Takux sk Unity Ta Unreal Engine. Lle criporrye
IHTErpauiio 3 IHIUMHU IHCTPYMEHTaMU pO3pOOKHU Ta MOJIErilye 0OMIH TEKCTypaMu Ta
MaTtepiaiamMu MK pI3HUMHU IPOrpaMaMH.

Kpim Toro, Substance Painter 3abe3nedye BeNUMKy KUIBKICTh TOTOBHUX
MaTepiaiiB 1 TEKCTYpHUX PECypCiB, sIKI MOKHAa BUKOPHUCTOBYBATU JJIsl TPUCKOPEHHS
npouecy po3poOku. BoHa Takok Mae akTUBHY CHUIBHOTY KOPHCTYBadiB, SKa
JIUIMTBCA pecypcaMu, ypoKaMu Ta Mopajamu, IO MOJIETIIye BUBUEHHS IPOrpaMu Ta
MOKpallly€e TBOPYUN OOMIH 1JI€IMH.

3aranom, Substance Painter € mOTy>XKHUM 1HCTPYMEHTOM JUIsl TEKCTYPYyBaHHS

3D-moneneit y ramysi reiimaeBy. Bona Hajmae po3poOHUKaM TUPOKI MOKIIUBOCTI IS
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CTBOPEHHS PeaJiCTUUHUX TEKCTYp, IBUAKOTO peJaryBaHHs Ta ONnTuMizaiii po0o4oro
IpoIIeCy, 10 JOIOMAarae MPUCKOPUTH TPOIIEC PO3POOKH 1 MiIBUIIHMTH SIKicTh rpu[9].

InTepdeiic nporpamu HaBeaeHO HAa pUCyHKY 2.11.

Puc. 2.11. Inutepdeiic nporpamu Substance 3D Painter sepcii 8.3.1

ZBrush - ue mporpamHe 3a0e3medyeHHs I U(PPOBOrO MOJCIIOBAHHS Ta
cKyIbITYpHu 3D-06'ekTiB. MOro BUKOPHCTOBYIOTh PO3POGHHKH irop 3 Pi3HUX IPHYKH,
OCK1JIbKA BOHO MA€ JIeK1IbKa BOKJIMBUX TIEpeBar y rairy3i reiimeny.

Opna 3 kiodoBUX nepeBar ZBrush - 1e HOro moTyKHICTh 1 pEaTiCTUYHICTh B
MojieNtoBaHHl. BOHO Hamae po3poOHMKAM MOXKIJIHMBICTH CTBOPIOBATH JIETaJ30BaHi,
BUCOKOSIKICHI 3D-Mozeni 3 BEJIUKOI KUIBKICTIO TOJITOHIB. 3aBASKH TMEPEIOBUM
alIropuT™MaM CKyIbnTypH, ZBrush 103BoJsie AeTanizyBaTH MOAEII 10 MiKPOPIBHS, 110
pOOUTH WOTO 17IeaTbHUM JIJIs CTBOPEHHS CKJIQIHUX ITPOBUX MIEPCOHAXKIB Ta 00'€KTIB.

IIle omna mepeara ZBrush mossirae y Horo iHTYiTUBHOMY iHTepdeiici Ta
MOTYXXKHUX 1HCTpyMEHTax. BOHO Mae MmUPOKI MOXIHUBOCTI il (GOpMyBaHHS,
TEKCTYpYBaHHS, pO3MaJIbOBYBaHHs Ta JeTaiizaimii mojeneil. Po3poOHUKH MOXYTh
BUKOPUCTOBYBATU TEH3JI, KHUCTI, MAacku, Pi3HI THUIMA MaTepiaigiB 1 OaraTo 1HIIUX

IHCTPYMEHTIB JIJI TOCSITHEHHS 0a)KaHOTO Pe3yJIbTary.
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ZBrush Takox BOJOi€ TOTY>KHUMU (PYHKIISIMH AJIs1 PETOTOJIOri] MOJIETeH, 110
JI03BOJISIE ONTUMI3YBaTH X JIJIS ITPOBUX JABUTYHIB. PO3pOOHUKN MOXKYTh CTBOPIOBATH
e(EeKTUBHIITY TEOMETPil0, 3MCHINYIOUM KUIBKICTh IOJITOHIB 1 IiJATOTOBIIOIOYH
MOJIEJI1 I7Is1 ONTUMANIbHOI IPOAYKTUBHOCTI Y TPI.

ZBrush Takox mATPUMYE BHCOKY JeTaji3allilo TEKCTYp, BKIIOYAIOUn
HOpMaJIbHI KapTH, JUCTUICMCMEHT-KapTH, aMOi€HTHI OKYJt031i Ta iHmi. e qo3Bose
pPO3pOOHUKAM CTBOPIOBATH PEATICTHYHI, )KMBI Ta JCTaIi30BaHI TEKCTYypH IS CBOIX
IrpOBHX 00'€KTIB.

Kpim toro, ZBrush Mae akTHBHY CHIIBHOTY KOPUCTYBauiB, SIKa HA/Ia€ BEIIUKY
KUIBKICTh PECYpCIB, YPOKIB Ta HMIATPUMKY. PO3pOOHUKH MOXXYTh OTPUMATH MOPAAH,
HaBYUTHCS HOBHUM TEXHIKAM Ta JAUIMTUCS CBOIMH JOCSATHEHHSIMHM 3 I1HIIMMHU
(daxiBUAMHU B ramysi.

VYce e poduts ZBrush He3aMiHHUM THCTPYMEHTOM JIJIsl pO3pOOHHUKIB 1rOp, K1
NOoTpeOyIOTh BUCOKOSAKICHUX, JETaNI30BaHMX ITPOBUX MOJENed Ta TekcTyp. BiH
COpHsiE TBOpPUOMY Ipouecy, mnoJermrye po0oty 3 3D-o0'ektamm Ta 3abesneuye

BHCOKY sIKicTh TOTOBUX MpoaykTiB[10]. InTepdetic mporpaMu HaBeeHUI HA PUCYHKY

2.12.

Puc. 2.12. Iarepdeiic nporpamu ZBrush, Bepcii 2022.0.6
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Photoshop € nporpamuanm 3a6e3nedeHHsaM I pefakiiii Ta o0pooku rpadiyHux
300paxeHb. BiH HIMPOKO BUKOPHUCTOBYETHCA B 1HAYCTpii TelMIEBYy depe3 CBOi
O0aratopyHKIIOHAJIBHICTh Ta Habip 1HCTPYMEHTIB, IO HAJalOTh YHCIICHHI MEepeBaru
JUTST pO3pOOKH irop.

Opnna 3 ocHoBHux mnepeBar Photoshop - 1e #oro moTyxHicTh y poOoTi 3
pactpoBoto rpadikor. BiH 1o3Boisie po3poOHHMKAM CTBOPIOBATH Ta peaaryBaTH
TEKCTypH, CIpalTH, IKOHKH Ta 1HIN TpadiyHi elIeMeHTH, HEeoOXimHI s 1rop.
3aBasku 6aratoMy HaOOpYy IHCTPYMEHTIB JJIsi MaJlFOBaHHS, BUIIPABJICHHS, PETYII Ta
dbutbTparii 300paxkeds, Photoshop mo3Bosisie CTBOpIOBaTH BHCOKOSIKICHY rpadiky 3
BEJIMKOIO JIETai3alli€l0.

Inmoro mepeBaroto Photoshop € #oro iHTerpaiiist 3 iHIIMMHU MpPOTpaMaMu Ta
iHcTpyMeHTamMu. Photoshop Takoxk Mae MOXIHMBICT POOOTH 3 HIAPOBUMH (pailiamu,
0 CIPOITye 0O0POOKY OKpEeMHUX €JIEMEHTIB Ta CTBOPEHHS KOMIUICKCHUX KOMOIHAIliH
300pakeHb.

Photoshop Takox BoOJOMl€ NOTY)KHUMHU IHCTPYMEHTaMHU [JIi CTBOPEHHS
cremiabHUX edekTiB 1 aHimarii. lle mg03BoJisse MOKpaIIMTH Bi3yalbHUN JOCBIA
rpaBliB Ta CTBOPUTH 3axoruitorodl edektu B Tpi[11]. [HTepdelic nporpamu HaBeaeHO

Ha pUCyHKY 2.13.
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Puc. 2.13. Intepdeiic nporpamu Photoshop sepcis 2022.
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Penaktop xomy Atom - 11e O€3KOIITOBHUM, BIAKPUTUN TEKCTOBHUU PEAAKTOD,
po3pobnenuii kommaniero GitHub. Bin Mae mmpoki MOXIMBOCTI HajallTyBaHHS,
PO3LIMPEHHS Ta MIATpUMYye OaraTo MOB MporpamyBaHHs, BKiItoyatoun C#, sky
BUKOpHCTOBYE Unity JJIsl HAMUCAHHS CKPHUITIB.

OpHa 3 ocHOBHUX TepeBar Atom - 11e MOro po3imuproBaHicTh. BiH Mae Benuky
KUIBKICTh IUIATiHIB Ta PO3IIMPEHb, IO JO3BOJSIOTH PO3POOHMKAM HalalITyBaTH
penaktop mia cBoi moTpedu. Y Bumaaky podotu 3 Unity, po3poOHUKH MOXKYTb
BCTAaHOBUTHU IUJIATiHY, SIKI HAJIalOTh MIACBIYYBaHHS CHUHTAKCHUCY, aBTOIOIOBHEHHS,
BIJIJTArO/KEHHST Ta 1HOIL KOpUCHI (yHKUII crnemiaasbHo it podotu 3 Unity-
CKPHUIITAMHU.

[amoro mepeBaroro Atom € HOTO JIETKICTh BHUKOPUCTAHHS Ta I1HTYITUBHUUN
iHTepdeiic. Bin Hamae 3pydyHy 1 3po3yminy pobouy 00yacTh, sSKa TOJIETHIYE
HAIMCaHHS, pearyBaHHs Ta OTJIsi KOy

Kpim toro, Atom mae BOymOBaHYy CHCTEMY KOHTPOJIO BEPCIH, 110 J03BOJISE
pO3pOOHMKAM B3aeMOAIsATH 3 peno3utopismu Git Oe3nocepeHbo 3 penakropa. lle
crpoiye poOoTy 31 3MiHaMH, KOMITaMH, T1JIKaMH Ta 1HITUMH acTIeKTaMH KepyBaHHS
BEPCISIMU MPOEKTY.

VY mopiBusHHI 3 Visual Studio, Atom mMosxe OyTu OLIBIN JISTKHM Ta IIBUIIITAM
pemaKkTopoM, 0coOIMBO Mpu poOOTI 31 ckpuntamu Unity, SIKIIO BUKOPUCTOBYIOTHCS
JIUIIE OCHOBHI (DYHKIIIOHAJIbHI MOXJIMBOCTI. BiH Tako)X Mae MEHII€ BUMOTH J10
peCypcCiB KOMIT'IOTEpA, 110 MOKe OyTH BOXKIIMBHUM TP poOoTi 3 00csirom koay Unity-
npoekTiB[12]. Cy0’extuBHO misi MeHe penaktop kogy ATOM craB OUTBII JIMIIAM
pilIEHHSIM, came 3aBIsSKM MOro IIBHUIKOMII, KOJM TIOCTIHHO Tpeba 3aKpUBaTH-
BIJIKpUBATH CKPUNTH — 1€ 3aiiMae MEHIIIE Yacy, B MOPiBHSAHHI 3 TUM ke Visual Studio.

InTepdeiic nporpamu 300pakeHnit Ha pUcyHky 2.14.
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Puc. 2.14. Tarepdeiic mporpamu Atom

Inno Setup € 0GE3KOIITOBHUM, BIAKPUTUM Ta MOTY>KHUM IHCTPYMEHTOM JIJIst
CTBOPEHHsI 1HCTaIAMINMHNX mporpam g Windows. Bin no3Bossie po3poOHMKaM
CTBOpIOBaTH MpoQeciiiHl 1HCTATAINHI TaKeTH, siKl 00'€IHYIOTh (ailii mporpamu B
OJIMH KOMIaKTHUH 1HCTASATOP.

Opniero 3 kIr049oBHUX MepeBar Inno Setup € #oro nmpoctora BUKOopuctanus. Bin
Ma€ 3pO3yMUIMHA CMHTAKCHUC CKPHUIITIB 1 MPOCTUH 1HTEep(eiic, 1110 T03BOJISE MIBUIKO
HaJAIITyBaTh 1HCTANAIIAHUNA Tiporiec. € MOXKIMBHM BKa3aTH NUISIXW  (ailmis,
CTBOPIOBATH SIPJIMKH, HAJAIITOBYBATH PEECTpaIlito, 0OpaHi KOMIIOHEHTH Ta 0araTto
IHIIIOTO, BCE 1€ BUKOPHUCTOBYIOYM 3pO3yMITy CKpUNTOBUM MOBY. OjHi€l0 3
HAWOUTBIIMX TIEpeBar 3amakoBYBaHHS (ailyliB B OJWH I1HCTAISTOP € CIPOIICHHS

MPOLIECY PO3MOBCIO/IKEHHS Ballloi mporpaMu. MoskHa JIETKO CTBOPUTH OJIMH (aii,
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SAKUH MICTUTh yCl HEOOXifHl (aliam, pecypcd Ta CKPHUNTH A BCTAHOBJICHHS
nporpaMd Ha KOMMO'IOTEp KOpUCTyBaya. lle mojerurye mNOMMpPEHHS MpPOTpaMH,
3a0e3nevye OJHOPIAHUNA IHCTANSALIMHUN MPOIIEC 1 3MEHIIYE MOXKIIUBICTh MPOMYCKY
abo MOMMWJIOK IIiJ] Yac pO3MaKyBaHHS Ta BCTAaHOBJIEHHA. [HTepdeiic mporpamu

Mpe/ICTaBICHU Ha pUCYHKY 2.15.

File Edit View Buld Run Tools Help

dd|w00@d e

L -- Examplel.iss --
; Demonstrates copying 3 files and creating an icon.

; SEE THE DOCUMENTATION FCR DETAIL3 ON CREATING .IS3 5SCRIPT FILES!

[Setup]

AppName=My Program

AppVersion=1.5

DefaultDirName={pf}\My Program
DefaultGroupName=My Program
UninstallDisplayIcon={app}\MyProg.exe
Compression=lzmal

SolidCompression=yes

QutputDir=userdocs:Inno Setup Examples Output

[Files]

Source: "MyProg.exe"; DestDir: "{appl"

Source: "MyProg.chm"; DestDir: "{appl"

Source: "Readme.txt"; DestDir: "{app!", Flaga: isreadme

[Icons]
Wame: "{group}\My Program"; Filename: "{app}\MyProg.exe"

Puc. 2.15. Inrepdeiic mporpamu Inno Setup
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2.6.3. BUk/1MK Ta 3aBaHTa:KeHHS NPOrpaMu

JlJis BCTAHOBJICHHSI PO3BAXKaJIbHOIO 3aCTOCYHKY, CIiJ 3aIlyCTHUTH 1HCTaJSITOD,
Ta MPOWUTH CTAHIAPTHI €Taly 3aBAaHTAXKEHHS MpOorpamu. 30BHILIHINA BUIJIISA SIPIUKY

3alyCcKy 1IHCTAJIATOPA HaBEeICHO HA PUCYHKY 2.16.

Puc. 2.16. BukonaBuwmii Qaiin, s BCTAHOBIECHHS 3aCTOCYHKY

[HCTansTOp MICTUTH CTaHIAPTHI €Tanu BCTaHOBIEHHA (puc. 2.17), Bubip MOB,
cepen SKAW aHTiNChKa Ta YKpaiHChbKA, NPUUHATTSA JIIEH31MHOI yroau, BUOIp
JUPEKTOPil BCTAHOBJIEHHS, BUOIp MalnKd B MEHIO IYCK, CTBOPEHHS SIPJIUKY Ha
pobodomy cTodIi.

[Ticast BcTaHOBJIEGHHA AOJATKy, Ha POOOYOMY CTOJI 3’SIBUTHCS SIPIHK, IS

3aIlyCKY IMporpamu.

i BcranoenenHs — The Emerald Guardian

Bubip wnaxy BCTAaHOBNEHHA
Kyaw B BawaeTe BCTaHoBMTIH The Emerald Guardian?

Mporpama BctaHosuTe The Emerald Guardian y HacTynHy nanky.

HaTucHiTe «0ani+, wob npogoswuTi, AKwo e BawasTe BMBPETK HWY Nanky,
HaTHCHITE «0rnag=.

C:\Program Files (x86)\The Emerald Guardian Ornag...

HeofixigHo 8K MiHiMyM 1 145,4 ME BinbHOMo AWCKOBOro NPOCTORY.

< ccacmen

Puc. 2.17. Etamn BcTaHOBJIEHHS IPOrpaMu, BUOIp TUPEKTOPIi
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2.6.4 Onuc inTepdeiicy kopucryBaua

Puc. 2.18. Ha3Ba rpu nipu 3amycky

Guardian

Puc. 2.19. T'onoBHE MeHIO TpU
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Puc. 2.20. Expan 3aBaHTa)keHHS irpoBoi Jokarrii "Micto AeTtepHym”

Puc. 2.21. Jlokaris "Micto Aerepuym'. CkpuHIIOT 1

50



Puc. 2.23. Jlokamis "Micto Aerepaym". CkpuHIIOT 3
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with thick fur, the hueaf which varier from gray to brown with golden reflections. O ity
wide muzzleare bn"y/d amber eyer that M with Mdl{ymcmd m#dé’w« Masrive
cydwwr /vmﬁmdtabm the eyer.as Af mdu'aimg his r/wrf mindand mrgﬁf

The mort amazing thing abowt thiscreatureis ity head. which taker the formafanowl s

thead, O the powerful body of @ bear.a head rirer with largeand obyervant eyerof anow,
rur;vmdu(by/%fmw W5 headcan rotate 150 de?rarvallom'n? the Owl Bear
tohavea unique view o the entire surroundis Xg pact.

Puc. 2.27. Menro nepconaxa. Bkiagka Hapuuku
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Aerilith - Ancient wra(ﬁr wir rtone. It rzfzrr toa mrmyrfa/t/mt tharnesrer t/ufaw

: oy't/mur olanmt;miug f/wabikty to mam’fu/afe whcdandcrwfc;uﬂrofyrmf
rtru’z‘lz. Alerilith i anancient and revered. ma;ical terminthe rcalmof fa««ta Y #
r?rerwtra rarcand, Prm’oum?rtal imbucd with the en'mcof theair clement. There
ayrtalrmoﬁa& fmnd in remoteand hidden locations, and their uﬁfcovc? ira
momentous event fvraay ma’wradvmfurm

oo ateshi sl it o hpormbiotivoa  frensing sic el YK
(meaning réone) 14 is believed thect therecryrtals were formed, from thecondensed. encrgios
of nm'kvg winds and chereal currents, TOW iﬂtobcaaéW ;cmrkmcr with unique
properties.

Puc. 2.29. Menro nepconaxa. Bknanka ['nmobanpHa mana
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Puc. 2.30. Expan 3aBanTa)xeHHs irpoBoi jokamii 'Bigkputuii cBit "

Puc. 2.31. Jlokauis "Biakputuii cBiT'. Ckpunmor 1
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Puc. 2.33. Jlokamis "Biakputnii cBiT". CKpUHIIOT 3
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Puc. 2.35. Jlokamis "Biakputwnii cBiT"'. Bopor 2
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PO3/ILI 3
EKOHOMIYHIN PO3J11J1

3.1.Po3paxyHOK TPYAOMICTKOCTi Ta BAPTOCTi po3po0KH NPOrpaMHOIro

NPOAYKTY

[TouatkoBi gaHi:

1. nepenbauyBane uyucio oneparopis mporpamu — 2000;

2. KoediIieHT CKIAAHOCTI mporpamu — 1,6;

3. koeiIieHT KOpeKIli mporpamu B Xoi il po3podku — 0,1;

4. ronuHHA 3apo0OiTHA 1u1aTa rporpamicta — 297 rpu/roa[13];

5. Koe]iuieHT 30UTbLIEHHS BUTPAT Mpalll BHACIIJIOK HEJIOCTaTHBOTO OIUCY
3amaul — 1,3;

6. xoedimieHT kBamidikallii nporpamicta, 00yMOBIECHUHN BiJ| CTaXy poOOTH 3
JaHol creriaibHocTi — 1,2;

7. BapticTh MamuHO-roAuHN EOM — 1,99 rpna/rog.

HopwmyBanns npaiii B mporieci ctBopeHHs [13 1cTOTHO yCKIIaHEHO B CHITY

TBOPUYOTO XapakTepy Mpaill nporpamicra. Tomy TpymoMiICTKICTh po3pooku 113
MOXe OyTH po3paxOoBaHa Ha OCHOBI CUCTEMH MOJIEJIeH 3 P13HOIO0 TOYHICTIO OIL[IHKH.

TpynomictkicTh po3poOku 113 MokHa po3paxyBaTu 3a GOpMYJIOO:

t=t+t+t+0+ Ut monuno-roaun, (3.1)

1€ t,— BUTPATHU TIpalli Ha MiATOTOBKY ¥ OMUC MOCTaBICHOT 3a/1a4l (IpUIMaEThCs
50);

t,— BUTpaTH Mpalll Ha JOCIIPKEHHS aJITOPUTMY PIllIeHHS 3a/aui;
t,— BUTpATH MOpalli Ha pO3pPOOKY OJIOK-CXEMHU aJITOPUTMY;

t,— BUTpaTH Mpalli Ha TPOrpaMyBaHHs MO TOTOBIM OJIOK-CXeMi;
t,n,— BUTPATH MpaIli Ha HajaropKeHHs nporpamu Ha EOM;

t,— BUTpATH Mpalll Ha MIATOTOBKY JOKyMEHTAIlli.
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CknazioBi BUTpaTH Tpali BU3HAYAIOTHCS Yepe3 YMOBHE YHCIIO ONEpaTopiB y
[13, sixe po3polIIsiEThCS.

YMOBHE 4uCIIO onepaTopiB (MiAmporpam):
Q=q-C-(1+p), (3.2)

ne q — nepeadadyBane gyuciio oneparopis (2000);
C — xoedimieHT ckiaaauocTi nporpamu (1,6);

p — KoedilieHT Kopesii mporpamu B Xoi ii po3pooku (0,1).

Q =2000-1,6-(1+0,1) =3520;

Butpartu mpaiil Ha BUBYEHHSI OMMCY 3a/ayl td BU3HAYAETHCS 3 ypaxyBaHHSIM

YTOYHEHHS ONUCY 1 KBadi(iKaii mporpamicra:

QB
tu= (75...85) K, TOJUHO-TOJIUH (3.3)

ne B — xoeditieHT 301IbIIEHHS BUTPAT Mpalll BHACIIOK HEIOCTATHLOTO OIUCY
3angaui (1,3);
K — koedimient kBamidikamii nporpamicra, 00yMOBIEHUN CTaxeM poOOTH 3

naHoi crienianbHoCcTi (1,2);
ty=3520 - 1,3/(85 - 1,2 )= 44,8, moauHO-TOAUH.

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

Q
ta=(20..25) K (3.4)

ta=3520/(20 - 1,2 ) = 146,7, M0AUHO-TOIHH.
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Burparu Ha cKIagaHHs IPOrPaMU 110 TOTOBIH GJI0K-CXEMi:
_Q
tn = (20..25)K, (3.5)
tn = 3520/(25 - 1,2 ) = 117, nroAMHO-TOIHH.

Butparu npaiii Ha HasaropkeHHs rnporpamu Ha EOM:

— 32 YMOBU aBTOHOMHOTO HaJIarO/PKCHHSI OJTHOTO 3aB/IaHHS:
—Q
totn = (4..5) - K; (3.6)
tors = 3520/(5 - 1,2) = 586,7, MmoaMHO-TOKH,
— 32 YMOBHU KOMIUIEKCHOT'O HAJIATO/KECHHS 3aBIaHHS:
K .
totn = 1;2 Lot (37)
o= 1,2 -586,7 = 704, moauHO-TOINH,
Butparu mpariii Ha miArOTOBKY TOKYMEHTAIII1:
ta=top + tao; (3.8)
ne top — TPyIOMICTKICTh MIATOTOBKY MaTepiaiiB 1 PyKOIUCY;
_ 9
to = (i5..20) K, (3.9)
ta=3520/(20 - 1,2 ) = 146,7, MfOAUHO-TOJIMH,
ne too— TPYJIOMICTKICTh pe/laryBaHHs, eYaTKu U o(hOpMIIEHHSI TOKYMEHTAIIIi,

too= 0,75'f0p; (310)

too=10,75 - 146,7 = 131,3, mroaMHO-TOAMH.
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to=146,7 + 131,3 = 278, mroAuHO-TOAVH.

OTpumaemMo TPYIOMICTKICTh pO3POOKH MPOTPaMHOTO 3a0€3NECUCHHS:
t =50 + 44,8+ 146,7 + 117 + 586,7 + 278 = 1223, 110AMHO-TOJIHH.

VY pe3ynbTari Mu po3paxyBaiu, IO B 3aralbHIN CKIaAHOCTI HeoOXimHo 1223

JHOAUHO-TOAMH JUIsl pO3POOKH TaHOTO MPOTrPaMHOro 3a0€3MeUEHHS.
3.2. PaxyHOK BUTPAT HA CTBOPEHHSI NPOrpamMu

Butpatu na ctBopenns II3 Kno BKIIIOYaOTh BUTpATH Ha 3apOOITHY ILJIaTy

BUKOHABIS ITPOrpamMu 337 1 BUTPAT MALIMHHOTO Yacy, HEOOXITHOTO Ha HaJIaro I KeHHs

nporpamu Ha EOM.
Krno= 331+ 3us, TpH, (3.11)
337 — 3apo0iTHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 (HOPMYIIOIO:
33n=1- Cnr, IpH, (3.12)

ne t — 3arajgbHa TPYIOMICTKICTb, JIFOAUHO-TOJIUH.
Cpp — cepeiHs ToIMHHA 3apo0iTHA TIaTa Mporpamicra, TpH/ToIMHA.

3 ypaxyBaHHSIM TOTO, III0 CEpeIHS FOAWHHA 3apIliaTa MPOrpamicTa CTaHOBUTh

297 rpH/TO, TO OTPUMAEMO:
331 = 1223 - 297 =363231, rpH.

Bapricte mammmuHOTO Yacy 3, HEOOX1THOTO JJIsl HAJaroJKEHHS MPOTrpaMu Ha

EOM, BusHauaeThcs 3a GopMyIioro:
3mB = tomn- CM, I'PH, (313)

ne t,,,, — TPYAOMICTKICTb HaJlaromxeHHs nporpamu Ha EOM, rox;
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Cyy — BapTicTh MammHO-roguHu EOM, rpa/Tos.
3mB = 586,7 - 1,99 = 1168 rpH.
3BijicH BUTpPAaTH HA CTBOPEHHS MPOTPAMHOTO MPOIYKTY:
Ko = 363231 + 1168 = 364399 rpH.
OuikyBanwuii nepion crBopeHHs [13:

7ot (3.14)

, Mec.
Bk 'Fp

ne By — unciio BUKOHABIIIB;
F, — Mmicsunnii o pobodoro yacy (mpu 40 ronuHHOMY pPOOOYOMY THIKHI
Fp=176 ronun).

ButpaTtn Ha CTBOPEHHS POrPAMHOTO MTPOIYKTY:
T =1223/(1 - 176 ) = 6,9 wmic.

BucHoBkn. Jlonatok Mae BapricTh 364399 rpH. ViMoBipHuMii odikyBaHMil Yac
po3pobku — 6,9 micsi npu cranaaptHomy 40-roguHHOMY poOodoMy THXkHI 1 176-
rOJMHHOMY poOouyomy micsul. Lleil TepMiH MOB’sI3aHUN 3 KUIBKICTIO ONEPaTOpIB 1
BKJIIOYA€ B ceOe yac AJisi AOCTIIHKEHHS Ta PO3pOOKYy aJropuTMy po3B’s3aHHS 3aj1adi,
po3poOKy au3aiiHy 1 CTBOpeHHS mokymeHTarii. Ha po3poOky nomatky Oyne

BUTpadeHo 1223 moaUHO-TOIUH.
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BUCHOBKU

VY xomi BUKOHAaHHS KBamidikaiiiiHoi poOOTH Oysi0 po3po0JIEHO MpOrpaMHe
3a0e3MeyeHHs] po3BaKkajdbHUI 3acTocyHOK B Unity 3 JOTpUMaHHSIM KOMEPIIHHOTO
naimiaitny s 3D moaeneil. '0JI0BHOIO METOIO0 LIBOTO MPOTrPaMHOT0 3a0€3MEUEHHS
OyJ10 CTBOPEHHS PO3BaXXKAJIBHOI'O 3aCTOCYHKY B cepenoBuiill Unity, 3 BUKOPUCTaHHSIM
MOBH mporpamyBaHHsi C#, 3 00OB’SI3KOBUM JOTPUMAHHSIM KOMEPIIHHUX HOPM Ta
miueH3in ams npoekty. CtBopeHHs 3d-Mozeneii o BUpoOHUYOMY NalIIaiiHy.

[Iporpama Oyna peanizoBaHa mjig omnepaiiiiHoi cuctemu Windows, ska €
OCHOBHOIO IUIaT(OPMOIO 1 LUIBOBOI aynuTopii mponykry. Po3poOka nomatky
31MCHIOBAJIaCh 3 BUKOPUCTAaHHSIM MOBHM IporpamyBaHHs C# Ta irpoBOro JIBUTyHa
Unity. /Iy cTBOpEHHS BI3yalbHOI YaCTHMHH JOJATKYy OYJIM BUKOPHCTAHI TaKl Cy4acHI
nporpamu, sk Blender, ZBrush, Photoshop, Ta Substance Painter.

OcobOmuBy yBary B po3po0JIECHOMY TMpPOrpaMHOMY 3a0e3MledeHHi OyIio
INPUALIEHO CKPUITaM JiJIsl KEpyBaHHS BOPOraMH, iX MaKCHUMaJIbHIN YHIBEpCaJIbHOCTI,
10 JI03BOJISIE CTBOPIOBATH HOBUX MEPCOHAXIB, 0€3 MOTpeOr 3MIHU Yy MPOTPaAMHOMY
kozl. Takoxx Oyj0 BaKJIMBUM JOTPUMAHHS BCIH JIILIEH3IMHUX yroJ Ha rpadivHi Ta
ayJio mMaTepiaiu.

B “ExoHoMiuHOMY po3aiii” AUIUIOMHOI poOOTH OyiIM MPOBENEHI PO3paXyHKHU
JUTS BU3HAYEHHS TPYAOMICTKOCTI po3poOsieHoro aomatky (1223 mroaumHO-TrOIWH),
BapTOCTI pOOOTH MO #oro cTBopeHHIO (364399 rpH) Ta nNpuUOAM3HOTO Yacy,
BUTPAYCHOTO HA PO3po0KY (6,9 micsiri).

Po3pobnenuii  A01aTOK BIAMOBIAA€ TOCTABJICHUM IUJISIM Ta 3aBJaHHSIM
JTUIUIOMHOI poOOTH 1 MOXe OyTu Hajaiml y po3poOui, a B pe3yibTari OyTH

OmyOJIIKOBAaHUM.

64



CIIMCOK BUKOPUCTAHUX IKEPEJI

1. IIlo take Bigeoirpm AAA URL: https://techukraine.net/%D1%89%D0%BE-
%D1%82%D0%B0%D0%BA%D0%B5-
%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0
%B8-aaa-triple-a/. Jlara 3pepuenns 15.05.2023

2. Twranu 1HgycTpii. 23 Haiikpami cTyaii-po3poOHuku Bigeoirop URL:
https://techno.nv.ua/ukr/technoblogs/krashchi-studiji-videoigor-50126837.html

3. 3acrocyBaHHs TpiaHTymsmii JlenoHe s po3B’si3aHHS €BKIIIIOBOT 3amadi
Ireitn URL: https://ekmair.ukma.edu.ua/server/api/core/bitstreams/d87d676e-e28a-
45ac-8caf-ea69083d2001/content. /lata 3Beprenns 15.05.2023

4. Blender URL: https://mysoft.com.ua/3d-modelyuvannya/4-blender.html.
Hara 3BepHenHs 15.05.2023

5. Unity Official Website URL.: https://unity.com/ru/learn/get-started. Jlara
3BepHeHH: 15.05.2023

6. Substance 3D Painter — Hapuawns # migtpumka URL:
https://helpx.adobe.com/ua/support/substance-3d-painter.ntml.  Jlara  3BepHeHHs
15.05.2023

7. Meroanuni pexomenpgamii ‘“Komm’torepHi TtexHonorii. ZBrush” URL:
http://eprints.kname.edu.ua/60190/1/2021%20%D0%9F%D0%95%D0%A7_535%D
0%9C%?20Zbrush.pdf. [Tara 3Bepaenns 16.05.2023

8. Blender Official Website URL: https://www.blender.org/about/. [lata
3BepHeHHs 15.05.2023

9. Substance 3D Painter Official Website URL:
https://substance3d.adobe.com/education/. lara 3Bepaenns 15.05.2023

10. Maxon Official Website URL.:
https://www.maxon.net/en/zbrush/features?categories=1200575. Jlata 3BepHEHHs
15.05.2023

11. Photoshop tutorials URL.:
https://helpx.adobe.com/ua/photoshop/tutorials.html. /Tata 3Beprenns 17.05.2023

65


https://techukraine.net/%D1%89%D0%BE-%D1%82%D0%B0%D0%BA%D0%B5-%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B8-aaa-triple-a/
https://techukraine.net/%D1%89%D0%BE-%D1%82%D0%B0%D0%BA%D0%B5-%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B8-aaa-triple-a/
https://techukraine.net/%D1%89%D0%BE-%D1%82%D0%B0%D0%BA%D0%B5-%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B8-aaa-triple-a/
https://techukraine.net/%D1%89%D0%BE-%D1%82%D0%B0%D0%BA%D0%B5-%D0%B2%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D0%B3%D1%80%D0%B8-aaa-triple-a/
https://techno.nv.ua/ukr/technoblogs/krashchi-studiji-videoigor-50126837.html
https://ekmair.ukma.edu.ua/server/api/core/bitstreams/d87d676e-e28a-45ac-8caf-ea69083d2001/content
https://ekmair.ukma.edu.ua/server/api/core/bitstreams/d87d676e-e28a-45ac-8caf-ea69083d2001/content
https://mysoft.com.ua/3d-modelyuvannya/4-blender.html
https://helpx.adobe.com/ua/support/substance-3d-painter.html
http://eprints.kname.edu.ua/60190/1/2021%20%D0%9F%D0%95%D0%A7_535%D0%9C%20Zbrush.pdf
http://eprints.kname.edu.ua/60190/1/2021%20%D0%9F%D0%95%D0%A7_535%D0%9C%20Zbrush.pdf
https://www.blender.org/about/
https://substance3d.adobe.com/education/
https://www.maxon.net/en/zbrush/features?categories=1200575
https://helpx.adobe.com/ua/photoshop/tutorials.html

12. Wikipedia Atomm(TekcroBuii penakrop) URL:
https://uk.wikipedia.org/wiki/Atom_(%D1%82%D0%B5%D0%BA%D1%81%D1%
82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D0%B5%D0%B4%D0%B0
%D0%BA%D1%82%D0%BE%D1%80). /lata 3Bepaenns 17.05.2023

13. Unity developer: cepeans 3apruiata B Ykpaini: https://www.work.ua/salary-
unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0
%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20dev
eloper%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1
%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D
0%B0%20%D1%96%D0%BD. J/lata 3BepaenHs 17.05.2023

14. IIlo Take Unity? Kypc Unity mist mutiiB URL:
https://gamedev.dou.ua/forums/topic/38048/. lara 3Bepuenns 17.05.2023

15. Detecting Video Game-Specific Bad Smells in Unity Projects URL.:
https://dl.acm.org/doi/10.1145/3379597.3387454. [lara 3BepHenns 18.05.2023

16. C# Game Programming Cookbook for Unity 3D by Jeff W. Murray URL.:
https://www.taylorfrancis.com/books/mono/10.1201/9780429317132/game-
programming-cookbook-unity-3d-jeff-murray. /lata 3Bepaenns 18.05.2023

17. The Unity Game Engine and the Circuits of Cultural Software, Authors:
Benjamin Nicoll, Brendan Keogh URL.: https://link.springer.com/book/10.1007/978-
3-030-25012-6. lata 3Bepuenns 19.05.2023

18. 3D Modelling and Visualization Based on the Unity Game Engine —
Advatages and Challenges URL.: https://isprs-annals.copernicus.org/articles/I\V-4-
W4/161/2017/isprs-annals-1VV-4-W4-161-2017.pdf. /lata 3Bepaenns 19.05.2023

19. Beginning 3D Game Assets Development Pipeline URL:
https://link.springer.com/book/10.1007/978-1-4842-7196-4. Jlata 3BEpHEHHS
19.05.2023

20. Unity 3D animation modeling based on machine vision and embedded
system URL.:
https://www.sciencedirect.com/science/article/abs/pii/S0141933121001137. Jlata
3BepHeHHd 20.05.2023

66


https://uk.wikipedia.org/wiki/Atom_(%D1%82%D0%B5%D0%BA%D1%81%D1%82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D0%B5%D0%B4%D0%B0%D0%BA%D1%82%D0%BE%D1%80)
https://uk.wikipedia.org/wiki/Atom_(%D1%82%D0%B5%D0%BA%D1%81%D1%82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D0%B5%D0%B4%D0%B0%D0%BA%D1%82%D0%BE%D1%80)
https://uk.wikipedia.org/wiki/Atom_(%D1%82%D0%B5%D0%BA%D1%81%D1%82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%80%D0%B5%D0%B4%D0%B0%D0%BA%D1%82%D0%BE%D1%80)
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://www.work.ua/salary-unity+developer/#:~:text=%D0%92%20%D1%81%D0%B5%D1%80%D0%B5%D0%B4%D0%BD%D1%8C%D0%BE%D0%BC%D1%83%20%C2%ABUnity%20developer%C2%BB%20%D0%B2,Unity%203D%20%D1%80%D0%BE%D0%B7%D1%80%D0%BE%D0%B1%D0%BD%D0%B8%D0%BA%C2%BB%20%D1%82%D0%B0%20%D1%96%D0%BD
https://dl.acm.org/doi/10.1145/3379597.3387454
https://www.taylorfrancis.com/books/mono/10.1201/9780429317132/game-programming-cookbook-unity-3d-jeff-murray
https://www.taylorfrancis.com/books/mono/10.1201/9780429317132/game-programming-cookbook-unity-3d-jeff-murray
https://isprs-annals.copernicus.org/articles/IV-4-W4/161/2017/isprs-annals-IV-4-W4-161-2017.pdf
https://isprs-annals.copernicus.org/articles/IV-4-W4/161/2017/isprs-annals-IV-4-W4-161-2017.pdf
https://www.sciencedirect.com/science/article/abs/pii/S0141933121001137

JIOJIATOK A
KOJI IPOTPAMM

Jlictuar AmbientMusicController.cs

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

public class AmbientMusicController : MonoBehaviour
{

public AudioClip ambientMusic;

public AudioClip combatMusic;

public float transitionTime;

public float distanceEnemy;

private AudioSource audioSource;
private bool isCombatMusicPlaying = false;
private List<GameObject> enemies;

private void Start()
{

audioSource = GetComponent<AudioSource>();
audioSource.clip = ambientMusic;
audioSource.Play();

enemies = new
List<GameObject>(GameObject.FindGameObjectsWithTag("Enemy"));

ky

private void Update()
bool shouldSwitchToCombatMusic = CheckPlayerProximity ToEnemies();

if (shouldSwitchToCombatMusic && lisCombatMusicPlaying)
{

StartCoroutine(TransitionMusic(combatMusic));
isCombatMusicPlaying = true;

}
else if (!shouldSwitchToCombatMusic && isCombatMusicPlaying)
{

StartCoroutine(TransitionMusic(ambientMusic));
isCombatMusicPlaying = false;

¥
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private bool CheckPlayerProximityToEnemies()

{
GameObiject player = GameObject.FindGameObjectWithTag("Player™);
for (int i = enemies.Count - 1; i >=0; i--)

{

GameObject enemy = enemies][i];
if (enemy = null)
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{

float distance
enemy.transform.position);
if (distance <= distanceEnemy)

{

ki
k

else

{

enemies.RemoveAt(i);

k
ki

return false;

¥

private IEnumerator TransitionMusic(AudioClip newClip)

{
float elapsedTime = 0.0f;

float startVVolume = audioSource.volume;

Vector3.Distance(player.transform.position,

return true;

while (elapsedTime < transitionTime)

{

elapsedTime += Time.deltaTime;
audioSource.volume = Mathf.Lerp(startVolume, 0.0f, elapsedTime / transitionTime);
yield return null;

ky

audioSource.clip = newClip;
audioSource.Play();

elapsedTime = 0.0f;

while (elapsedTime < transitionTime)

{

elapsedTime += Time.deltaTime;
audioSource.volume = Mathf.Lerp(0.0f, startVolume, elapsedTime / transitionTime);
yield return null;

ky

audioSource.volume = startVolume;

¥
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Jlictuar AttackBehaviour.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al;

public class AttackBehaviour : StateMachineBehaviour
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{

Transform player;
NavMeshAgent agent;

override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{
player = GameObject.FindGameObjectWithTag("Player").transform;

agent = animator.GetComponent<NavMeshAgent>();

}

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{

animator.transform.LookAt(player);
agent.SetDestination(player.position);
float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance > 7)
animator.SetBool("isAttacking", false);
animator.SetBool("isChasing", true);

ky

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{

k
¥

Jlicrunr Attacks sound.cs

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

public class Attacks_sounds : MonoBehaviour

{
public AudioClip[] stepSounds_AR,;

private AudioSource audioSource;

private void Start()
{

audioSource = GetComponent<AudioSource>();

¥

public void attack_1(){
audioSource.PlayOneShot(stepSounds_AR[0]);

ki
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public void attack_2(){
audioSource.PlayOneShot(stepSounds_AR[1]);

}

public void attack_3(){
audioSource.PlayOneShot(stepSounds_AR[2]);
}
}

Jlictuar BtnFX.cs

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

public class BtnFX : MonoBehaviour
{

public AudioSource myFx;

public AudioClip hoverFx;

public AudioClip clickFx;

public void HoverSound()

{
myFx.PlayOneShot(hoverFx);

ky

public void ClickSound()

{
myFx.PlayOneShot(clickFx);
¥
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Jlictuar ChaseBehaviour.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al,

public class ChaseBehaviour : StateMachineBehaviour
{
NavMeshAgent agent;
Transform player;
float attackRange = 7;
float chaseRange = 15;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)
{
agent = animator.GetComponent<NavMeshAgent>();
agent.speed = 4;
player = GameObject.FindGameObjectWithTag("Player™).transform;
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override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{

agent.SetDestination(player.position);
float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance < attackRange)
animator.SetBool("isChasing", false);
animator.SetBool("isAttacking", true);

if (distance > 15)
{

animator.SetBool("isChasing", false);
animator.SetBool("isPatroling", true);

k
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override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{

agent.SetDestination(agent.transform.position);
agent.speed = 2;
}
}

Jlictuar CursorManager.cs
using UnityEngine;

public class CursorManager : MonoBehaviour

{

private bool isCursorVisible = false;

private void Start()

{
Cursor.lockState = CursorLockMode.Locked:;

Cursor.visible = false;

}

private void Update()

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

{

isCursorVisible = lisCursorVisible;

if (isCursorVisible)
{

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

ki
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else

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

ki
k
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Jlictuar Enemy Shaman.cs

using System.Collections;
using UnityEngine;
using UnityEngine.Al,

public class Enemy_Shaman : MonoBehaviour
{
public GameObject particle_atack;
public float height;
public float rotation;
public float time_destroy;
public float initialDelay;
public float spawninterval;
public float chanceToSpawnWithOffset;
public float spawnOffsetRange;
public AudioClip[] spawnSounds;
private AudioSource audioSource;

private Coroutine spawnCoroutine;
private Animator animator;

private NavMeshAgent navMeshAgent;
private Transform playerTransform;

private void Start()
{

animator = GetComponent<Animator>();
navMeshAgent = GetComponent<NavMeshAgent>();
playerTransform = GameObject.FindGameObjectWithTag("Player™).transform;

spawnCoroutine = StartCoroutine(SpawnObjects());
audioSource = GetComponent<AudioSource>();

}

private void OnDestroy()

{
if (spawnCoroutine != null)

{

¥
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StopCoroutine(spawnCoroutine);
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private IEnumerator SpawnQObjects()

{

yield return new WaitForSeconds(initialDelay);

while (true)

{
yield return new WaitUntil(() => IsAttackAnimationPlaying());

Vector3 spawnPosition;
/I C BepositHOCTBIO randomChance 00beKT OyIeT ClIaBHUTHCS € MOTPEIIHOCTHIO

float randomChance = Random.value;
if (randomChance <= chanceToSpawnWithOffset)

{
spawnPosition = GetSpawnPositionWithOffset();
}
else
{
spawnPosition = GetSpawnPosition();
}

CreateObject(spawnPosition);

yield return new WaitForSeconds(spawnInterval);

k
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private bool IsAttackAnimationPlaying()
{

if (animator !'= null)

{
AnimatorStatelnfo statelnfo = animator.GetCurrentAnimatorStatelnfo(0);
return statelnfo.IsName("Attack");

}

return false;

}

private Vector3 GetSpawnPosition()

{

// HonyqaeM MO3MNHUK0 HWI'POKa Ha TOBCPXHOCTU Terraine ¢ HCIOIB30BAaHUEM
NavMeshAgent

Vector3 playerPosition = playerTransform.position;

NavMeshHit hit;

if (NavMesh.SamplePosition(playerPosition, out hit, 10f, NavMesh.AllAreas))

{

return hit.position;

¥

else

{

// Ecnu He yAalioChb HauTu MMO3UINI0, BO3BpallacM IMO3ULUI0 UTPOKaA 0e3 n3MeHeHuit
return playerPosition;

¥
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private Vector3 GetSpawnPositionWithOffset()
{
Vector3 playerPosition = playerTransform.position;
Vector3 spawnOffset = new Vector3(Random.Range(-1f, 1f), Of, Random.Range(-1f,
1f)).normalized * spawnOffsetRange;

[/l Add the spawnOffset to the playerPosition
Vector3 spawnPosition = playerPosition + spawnOffset;

/I Use NavMesh.SamplePosition to get the position on the NavMesh
NavMeshHit hit;
if (NavMesh.SamplePosition(spawnPosition, out hit, 10f, NavMesh.AllAreas))

{

return hit.position;

ky

else

/I If failed to find a position, return the original player position without any offset
return playerPosition;

}
}
private void CreateObject(Vector3 spawnPosition)
{
GameObject newObject = Instantiate(particle_atack, spawnPosition,

Quaternion.identity);
newObject.transform.Translate(Vector3.down * height, Space.Self);
newObject.transform.Rotate(Vector3.up, rotation);
Destroy(newObiject, time_destroy);

if (spawnSounds.Length > 0)
{
int randomIndex = Random.Range(0, spawnSounds.Length);
AudioClip randomSound = spawnSounds[randomIndex];
AudioSource soundSource = gameObject. AddComponent<AudioSource>();
soundSource.clip = randomSound;
soundSource.Play();
Destroy(soundSource, randomSound.length);

¥
¥
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Jlictuar EnemyHealth.cs

using UnityEngine;

using UnityEngine.Ul;

using System.Collections;

using Random = UnityEngine.Random;

public class EnemyHealth : MonoBehaviour
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public int maxHealth = 100;

public Image HP_bar;

public float delayBeforeDisappear = 15f;
public AudioClip[] hitSounds;

private int currentHealth;

private Animator animator;

private Collider enemyCollider;

private bool isDead = false;

private SkinnedMeshRenderer enemyRenderer;
private AudioSource audioSource;

private void Start()
{

currentHealth = maxHealth;
animator = GetComponent<Animator>();
enemyCollider = GetComponent<Collider>();
enemyRenderer = GetComponentInChildren<SkinnedMeshRenderer>();
audioSource = GetComponent<AudioSource>(); AudioSource
UpdateHealthBar();

}

public void TakeDamage(int damageAmount)

if (isDead)
return;

currentHealth -= damageAmount;
UpdateHealthBar();

if (currentHealth <= 0 && !isDead)
{

}

else

{

¥
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private void PlayRandomHitSound()

{
if (hitSounds.Length > 0 && audioSource != null)
{

Die();

PlayRandomHitSound();

int randomindex = Random.Range(0, hitSounds.Length);
audioSource.PlayOneShot(hitSounds[randomIndex]);

ks
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private void UpdateHealthBar()
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float healthPercentage = (float)currentHealth / maxHealth;
HP_bar.fillAmount = healthPercentage;

}
private void Die()
{

isDead = true;

int randomTrigger = Random.Range(0, 2);
string dieTrigger = (randomTrigger == 0) ? "Die_1": "Die_2";
animator.SetTrigger(dieTrigger);

enemyCollider.enabled = false;

// Otxrouaem ckpuntsl NPC Footsteps u Rik _sound controller
NPCFootsteps npcFootsteps = GetComponent<NPCFootsteps>();
if (npcFootsteps !'=null)

npcFootsteps.enabled = false;

Rik_sound_controller rikSoundController = GetComponent<Rik_sound_controller>();
if (rikSoundController = null)
rikSoundController.enabled = false;

PlayRandomHitSound();

Destroy(gameObject, delayBeforeDisappear);
}

private IEnumerator Disappear()

{

yield return new WaitForSeconds(delayBeforeDisappear);

Destroy(gameObject);

¥
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Jlictunr FPS_DISPLAY .cs

using UnityEngine;
using TMPro;

public class FPS_DISPLAY : MonoBehaviour
{

public TextMeshProUGUI FpsText;

private float pollingTime = 1f;

private float time;

private int frameCount;

void Update()
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time += Time.deltaTime;
frameCount++;

if(time >= pollingTime){
int frameRate = Mathf.RoundTolnt(frameCount/time);
FpsText.text = frameRate.ToString() + " FPS™;

time -= pollingTime;
frameCount = 0;

k
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Jlictunr Jump sound.cs

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

public class Jump_sound : MonoBehaviour

{
public AudioClip[] stepSounds_AR,;

private AudioSource audioSource;

private void Start()
{

audioSource = GetComponent<AudioSource>();

ky

public void Jump_up(){
audioSource.PlayOneShot(stepSounds_AR[0]);

ky

public void Jump_down(){
audioSource.PlayOneShot(stepSounds_AR[1]);

k
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Jlictuar Kuvirok sound.cs

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

public class Kuvirok_sound : MonoBehaviour

{
public AudioClip[] stepSounds_AR,;

private AudioSource audioSource;

private void Start()
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public void Kuverok_sound_play(){
audioSource.PlayOneShot(stepSounds_ AR[Random.Range(0,
stepSounds_AR.Length)]);

}
Jlictuar Load OW.cs

audioSource = GetComponent<AudioSource>();

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class Load_OW : MonoBehaviour
{

public int numberScene;

public string playerTag;

public Image image;

private void OnTriggerEnter(Collider other)

{
if (other.CompareTag(playerTag))

{
Debug.Log("Player entered the trigger!");
image.enabled = true;
}
}

private void OnTriggerExit(Collider other)

{
if (other.CompareTag(playerTag))

{
Debug.Log("Player exited the trigger!);

image.enabled = false;

¥
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private void Start(){
image.enabled = false;

¥

private void OnTriggerStay(Collider other)

{
if (other.CompareTag(playerTag))

{
if (Input.GetKeyDown(KeyCode.F))

{
/8



SceneManager.LoadScene(humberScene);

¥
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Jlictunar Load_script.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,;

public class Load_script : MonoBehaviour

{

public string next_scene_name = "Town_Scene";
public GameObject progress_bar;

public Image progress_bar_image;

public GameObject press_key_hint;

AsyncOperation async_operation;

public void Intermediate_scene_load_button()

{
System.Threading.Thread.Sleep(2000);
PlayerPrefs.SetString("current_scene", next_scene_name);
SceneManager.LoadScene(*"LoadScreen");

}

/I Start is called before the first frame update
void Start()

{
if(SceneManager.GetActiveScene().name == "LoadScreen™)
StartCoroutine("Async_load_press_key COR", PlayerPrefs.GetString(*'current_scene™));
/IPlayerPrefs.GetString("current_scene™)
}

IEnumerator Async_load_press_key COR(string scene_name)

{
float loading_progress;
async_operation = SceneManager.LoadSceneAsync(scene_name);
progress_bar.SetActive(true);

async_operation.allowSceneActivation = false;
while(async_operation.progress < 0.9f)
{
loading_progress = Mathf.ClampO1(async_operation.progress/0.9f);
progress_bar_image.fillAmount = loading_progress;
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yield return true;

¥

/lprogress_bar.SetActive(false);
progress_bar_image.fillAmount = 1;
press_key hint.SetActive(true);

}

/I Update is called once per frame
void Update()

if(press_key_hint.activeSelf)

if(Input.anyKeyDown) async_operation.allowSceneActivation = true;
}
}
}

Jlictunr Long_attack_player.cs

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

public class Long_attack player : MonoBehaviour

{

public string enemyTag = "Enemy";
public int baseDamage = 10;
public float damageVariation = 5f;

private void OnTriggerEnter(Collider other)
{
if (other.CompareTag(enemyTag))
{
Debug.Log("Yes!);
GameObject enemy = other.gameObject;
if (enemy != null)

int damage = CalculateDamage();
enemy.GetComponent<EnemyHealth>(). TakeDamage(damage);
}
}
}

private int CalculateDamage()

{
int  randomVariation =  Random.Range(-Mathf.RoundTolnt(damageVariation),
Mathf.RoundTolnt(damageVariation));
int finalDamage = baseDamage + randomVariation;
return finalDamage;
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Jlictuar LookAtClosestEnemy.cs
using UnityEngine;

public class LookAtClosestEnemy : MonoBehaviour

{

public string enemyTag = "Enemy";
private Transform closestEnemy;

private void Update()

{
FindClosestEnemy();
RotateTowardsEnemy();

ky

private void FindClosestEnemy()

{
GameObiject[] enemies = GameObject.FindGameObjectsWithTag(enemyTag);
float closestDistance = Mathf.Infinity;
Transform playerTransform = transform;

foreach (GameObject enemy in enemies)
{
float distance = Vector3.Distance(playerTransform.position,
enemy.transform.position);
if (distance < closestDistance)
{
closestDistance = distance;
closestEnemy = enemy.transform;

k
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private void RotateTowardsEnemy()

{

if (closestEnemy I= null)

{

Vector3 direction = closestEnemy.position - transform.position;
Quaternion rotation = Quaternion.LookRotation(direction);
transform.rotation = rotation;

k
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JlictuHT main_menu.cs

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

public class Main_menu : MonoBehaviour

public void PlayGame()
{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex + 1);

}

public void ExitGame()

{
Debug.Log("Game closed.");
Application.Quit();
}
}

Jlictuar MinimapController.cs

using UnityEngine;
using UnityEngine.Ul;

public class MinimapController : MonoBehaviour
{

public Transform playerTransform;

public Image maplmage;

public Image framelmage;

public Image mapMasklImage;

public Vector3 offset;

private Vector3 initialMapPosition;
private Quaternion initialFrameRotation;

private void Start()
{

initialMapPosition = maplmage.rectTransform.localPosition;
initialFrameRotation = framelmage.rectTransform.localRotation;

}

private void LateUpdate()

{
Vector3 targetPosition = playerTransform.position + offset;
maplmage.rectTransform.localPosition = initialMapPosition + new Vector3(-

targetPosition.x, -targetPosition.z, 0f) * maplmage.rectTransform.localScale.x;

framelmage.rectTransform.localRotation = initialFrameRotation * Quaternion.Euler(Of,
0f, -playerTransform.eulerAngles.y);
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JlictuHr movement.cs
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class movement : MonoBehaviour
{

private Animator animator;

public float Force;

public CharacterController controller;

public float smoothTime;

float smoothVelocity;

public Transform firstCamera;

public float gravity;
public float jumpForce;
private float jspeed = 0;

public float maxStamina = 100f;

public float staminaCostPerRoll = 20f;
public float staminaRecoveryRate = 10f;
private float currentStamina;

public Image staminaBar;

private bool isRolling = false;
private int rollingStateHash;

private float rollCooldown = 0f;
public float rollCooldownTime = 1.2f;

private void Start()
{

animator = GetComponent<Animator>();

controller = GetComponent<CharacterController>();
currentStamina = maxStamina;

UpdateStaminaUl();

rollingStateHash = Animator.StringToHash("Base Layer.Roll™);
}

private void Update()
{

float horizontal = Input.GetAxisRaw("Horizontal");
float vertical = Input.GetAxisRaw("Vertical");
Vector3 direction = new Vector3(horizontal, Of, vertical).normalized;

if (Input.GetKeyDown(KeyCode.Mousel))
{

animator.SetBool("Block", true);

¥
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if (Input.GetKeyUp(KeyCode.Mousel))
{

animator.SetBool("Block", false);

ks

if (Input.GetKeyDown(KeyCode.LeftShift) && currentStamina >= staminaCostPerRoll
&& controller.isGrounded && !isRolling && Time.time > rollCooldown)
{
animator.SetTrigger("Dive");
isRolling = true;
currentStamina -= staminaCostPerRoll;
rolliCooldown = Time.time + rollCooldownTime;
UpdateStaminaUl();

ks

if (controller.isGrounded)
{
animator.SetBool("inAir", false);
jspeed = 0;
if (Input.GetKeyDown(KeyCode.Space) && lisRolling)
{
animator.SetTrigger("Jump");
jspeed = jumpForce;
animator.SetBool("inAir", true);
}
}

jspeed -= gravity * Time.deltaTime * 0.4f;
Vector3 v_jump = new Vector3(0f, jspeed * Time.deltaTime, 0f);
controller.Move(v_jump);

if (direction.magnitude >= 0.1f)
{
float rotationAngle = Mathf.Atan2(direction.x, direction.z) * Mathf.Rad2Deg +
firstCamera.eulerAngles.y;
float angle = Mathf.SmoothDampAngle(transform.eulerAngles.y, rotationAngle, ref
smoothVelocity, smoothTime);
transform.rotation = Quaternion.Euler(0f, angle, 0f);
Vector3 move = Quaternion.Euler(0f, rotationAngle, 0f) * Vector3.forward;

controller.Move(move.normalized * Force * Time.deltaTime);
animator.SetBool("isMoving", true);

¥

else

{

animator.SetBool("isMoving", false);

¥

AnimatorStatelnfo statelnfo = animator.GetCurrentAnimatorStatelnfo(0);
if (stateInfo.fullPathHash == rollingStateHash)

{
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if (YisRolling)

isRolling = true;
}
}

else

if (isRolling)

{
isRolling = false;
currentStamina = Mathf.Clamp(currentStamina, 0f, maxStamina);
UpdateStaminaUl();

ki
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if (currentStamina < maxStamina && !isRolling)
{
currentStamina += staminaRecoveryRate * Time.deltaTime;
currentStamina = Mathf.Clamp(currentStamina, 0f, maxStamina);
UpdateStaminaUl();
}
}

private void UpdateStaminaUl()

{
float staminaPercentage = currentStamina / maxStamina;
staminaBar.fillAmount = staminaPercentage;

¥
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Jlictuar NPCFootsteps.cs
using UnityEngine;

public class NPCFootsteps : MonoBehaviour
{

public AudioClip[] footstepSounds;

public float maxDistance = 10f;

public float minDistance = 2f;

public float playerDistanceThreshold = 15f;

private AudioSource audioSource;
private Animator animator;

private Transform playerTransform;
private bool isPatroling;

private bool isChasing;

private bool isAttacking;

private void Start()
{

audioSource = GetComponent<AudioSource>();
animator = GetComponent<Animator>();
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playerTransform = GameObject.FindGameObjectWithTag("Player").transform;

}
private void Update()
{
float distanceToPlayer = Vector3.Distance(transform.position,

playerTransform.position);

isPatroling = animator.GetBool("isPatroling");
isChasing = animator.GetBool("isChasing");
isAttacking = animator.GetBool("isAttacking");

if (distanceToPlayer < playerDistanceThreshold && (isPatroling || isChasing) &&
distanceToPlayer >= 7.0f)
{
float volume = Mathf.Lerp(1f, Of, Mathf.InverseLerp(minDistance, maxDistance,
distanceToPlayer));
audioSource.volume = volume;

if (laudioSource.isPlaying)
{
AudioClip footstepSound = footstepSounds[Random.Range(0,
footstepSounds.Length)];
audioSource.PlayOneShot(footstepSound);
}
}

else

{
audioSource.Stop();
}
}
}

Jlictunr PatrolBehaviour.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al,

public class PatrolBehaviour : StateMachineBehaviour

{

float timer;
List<Transform> points = new List<Transform>();
NavMeshAgent agent;

Transform player;
float chaseRange = 15;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{
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timer = 0;
Transform pointsObject =
GameObject.FindGameObjectWithTag("Points_Shaman").transform;
foreach (Transform t in pointsObject)
points.Add(t);

agent = animator.GetComponent<NavMeshAgent>();
agent.SetDestination(points[0].position);

player = GameObject.FindGameObjectWithTag("Player™).transform;
}

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)
{
if (agent.remainingDistance <= agent.stoppingDistance)
agent.SetDestination(points[Random.Range(0, points.Count)].position);

float distance = Vector3.Distance(animator.transform.position, player.position);
if (distance < chaseRange)
{

animator.SetBool("isChasing", true);

animator.SetBool("isPatroling"”, false);

k
¥

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int
layerindex)

{

agent.SetDestination(agent.transform.position);

k
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Jlictuar UlAnimationController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Cinemachine;

public class UlAnimationController : MonoBehaviour
{
private KeyCode inventoryKey = KeyCode.l;
private KeyCode tasksKey = KeyCode.T;
private KeyCode glossaryKey = KeyCode.G;
private KeyCode skillsKey = KeyCode.P;
private KeyCode langKey = KeyCode.L;
private KeyCode mapKey = KeyCode.M;
private KeyCode escKey = KeyCode.Escape;
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private string inventoryParam = "Inventory";
private string tasksParam = "Tasks";

private string glossaryParam = "Glossary";
private string skillsParam = "Skills";

private string langParam = "Lang";

private string mapParam = "Map";

private Animator animator;

private Dictionary<KeyCode, string> tabKeyParams = new Dictionary<KeyCode,
string>();

private Dictionary<KeyCode, GameObject> tabKeyPanels = new Dictionary<KeyCode,
GameObject>();

private GameObject currentPanel;
private bool isEscapePanelOpen = false;

public GameObject Inventory panel;
public GameObject Tasks_panel;
public GameObject Glossary_panel;
public GameObject Skills_panel;
public GameObject Lang_panel,
public GameObject Map_panel;

public GameObject cameraObiject;
private CinemachineBrain cinemachineBrain;

public GameObject otherlmage;

void Start()
{

animator = GetComponent<Animator>();

tabKeyParams.Add(inventoryKey, inventoryParam);
tabKeyParams.Add(tasksKey, tasksParam);
tabKeyParams.Add(glossaryKey, glossaryParam);
tabKeyParams.Add(skillsKey, skillsParam);
tabKeyParams.Add(langKey, langParam);
tabKeyParams.Add(mapKey, mapParam);

tabKeyPanels.Add(inventoryKey, Inventory_panel);
tabKeyPanels.Add(tasksKey, Tasks_panel);
tabKeyPanels.Add(glossaryKey, Glossary_panel);
tabKeyPanels.Add(skillsKey, Skills_panel);
tabKeyPanels.Add(langKey, Lang_panel);
tabKeyPanels.Add(mapKey, Map_panel);

cinemachineBrain = cameraObject.GetComponent<CinemachineBrain>();

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

88



void Update()

if (isEscapePanelOpen && Input.GetKeyDown(escKey))
{

CloseEscapePanel();

return;

}

if (tisEscapePanelOpen && Input.GetKeyDown(escKey))
{

OpenEscapePanel();

return;

}

if (isEscapePanelOpen)
{

return;

ky

foreach (KeyValuePair<KeyCode, string> kvp in tabKeyParams)
{

KeyCode tabKey = kvp.Key;

string tabParam = kvp.Value;

if (Input.GetKeyDown(tabKey))
{

bool isSamePanel = currentPanel == tabKeyPanels[tabKey];

foreach (KeyValuePair<KeyCode, GameObject> kvp2 in tabKeyPanels)
{

KeyCode otherTabKey = kvp2.Key;

GameObiject otherTabPanel = kvp2.Value;

string otherTabParam = tabKeyParams[otherTabKey];

animator.SetBool(otherTabParam, false);
otherTabPanel.SetActive(false);

}

if (isSamePanel)

{
animator.SetBool(tabParam, false);
currentPanel.SetActive(false);
currentPanel = null;

¥

else
{
animator.SetBool(tabParam, true);
GameObiject selectedPanel = tabKeyPanels[tabKey];
selectedPanel.SetActive(true);
currentPanel = selectedPanel,

¥
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if (currentPanel !'= null && currentPanel.activeSelf)
{

cinemachineBrain.enabled = false;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

}

else
{
cinemachineBrain.enabled = true;
Cursor.visible = false;
Cursor.lockState = CursorLockMode.Locked;
}
}

private void OpenEscapePanel()
{
isEscapePanelOpen = true;
otherlmage.SetActive(true);
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;

ky

private void CloseEscapePanel()
{
isEscapePanelOpen = false;
otherimage.SetActive(false);
Cursor.visible = false;
Cursor.lockState = CursorLockMode.Locked:;

k
¥
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JNOJIATOK B

BIAI'YK
KepPIBHUKA eKOHOMIYHOI0 po3aiily Ha KBaJiikauiiiHy podoTy 0akanaBpa
HA TeMYy:
"Po3po0Kka mMporpaMmHoro 3aée3nev4eHHs1 PO3BaKaJbHOI0 3aCTOCYHKY B
cepenoBuii Unity 3 J0TpUMaHHAM KOMepUiiiHOro nanmiany aiasa 3D moxesein"
cryaenta rpynu 121-20ck-1 Xynika /Imurpa Bosiogumuposuya

KepiBHUK eKOHOMIYHOT0 PO3aiy

nou. kag. IIEII ta ITY, k.e.Hn JI.B. KacbsiHeHKO

91



MEPEJIK ®AWIIB HA IJUCKY

JIOJIATOK B

Im’s ¢aiiay

Onuc

[TosicHIOBabHI TOKYyMEHTH

Kamidikamiitna po6ota | [TosicHIOBanbHA 3amucKa 10 KBami(ikamiinaoi

Xymik.docx po6otu. Jlokyment Word.

Kamidikamiitna po6ota | [TosicHIOBanbHA 3amucKa 10 KBami(ikamiinaoi

Xynik.pdf po6otu B popmari PDF

[Iporpama

Xygik.rar ApxiB. Mictute  Kogu Tmporpamu 1
CKOMITLIbOBaHY MPOTpamy

[Ipe3enTartis

Xynik.pptx [Ipe3enTaris kBaidikaiiHoi podoTH
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