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PEDEPAT

[TosicaroBanbpHa 3anmcka: 111 c., 53 puc., 3 nox., 40 mxepen.

O06'ekT po3pOOKH: IrpOBUN 3aCTOCYHOK JIJIsl IHTEPAKTUBHOTO PO3BUTKY HAaBUYOK
KOpPHUCTYBaua.

Mera xBamidikaiiiHoi poOOTH: po3poOKa MIPOrpaMHOro 3a0e3MeueHHS Ha
miargopwmi irposoro pyurist Unity.

Y BCTymi pO3MIAJAETHCS aHAMI3 Ta Cy4acHHW CTaH MPOoOJIeMHU, KOHKPETU3YEThCS
MeTa KBasli(ikaliifHOi poOOTH Ta ramxy3b il 3aCTOCYBaHHS, HABEIEHO OOIPYHTYBaHHS
aKTyaJIbHOCTI TEMHU Ta YTOUHIOETHCS TOCTAHOBKA 3aB/IaHHS.

Y mepmioMy po3aull  MPOaHANMI30BAaHO TNPEIMETHY Tally3b, BHU3HAYEHO
aKTyaJlbHICTb 3aBJaHHS Ta MPHU3HAYCHHS PO3POOKU, CPOPMYIHOBAHO IMOCTAHOBKY
3aBIaHHS, 3a3HAYEHO BUMOTH JI0 TIPOTPAMHOI peatizallii, TEXHOJOTINA Ta MPOrpaMHuX
3ac00i1B.

VY npyromy po3aiiai mpoaHadi30BaHI HasBHI PillIeHHsS, 00paHo TuiarGopmy is
PO3pOOKH, BUKOHAHO MPOEKTYBAHHS 1 PO3POOKY CUCTEMHU BIPTYaJIbHOIO CEPEOBHUIIA,
onucaHa poOOTa CUCTEMH, AJITOPUTM 1 CTPYKTypa MOro (PyHKI[IOHYBAaHHSI, a TaKOX
BUKJIMK Ta 3aBaHTAXEHHS JOJATKy, BHU3HAYEHO BXIJHI 1 BHUXIJHI JiaHi,
OXapaKTepU30BaHO CKJIA]] TapaMETPIB TEXHIYHUX 3aCO0IB.

B exoHOMIYHOMY PO3/11I BA3HAYEHO TPYAOMICTKICTh PO3POOJIEHOTO 3aCTOCYHKY,
IPOBEJICHUH MiIPAXyHOK BAPTOCTI pOOOTH MO CTBOPEHHIO I0/IATKY Ta pO3paXx0BaHO Yac
Ha Oro CTBOpPEHHS.

[IpakTnyHe 3HAYEHHS TONATAE Y CTBOPEHHI TPUBUMIPHOTO 3aCTOCYHKY, SKHIA
J03BOJIUTH KEPYBaTH ITPOBUM IPOIIECOM, Ta B3AEMOJIATU 3 ITPOBUMHU 00’ €KTaMHu, a
TaKoX 3a0e3meuye peasizalliio IrpOBUX MEXaHiK, 3ByKOBUX Ta Bi3yallbHUX €(EKTiB.

AKTyanpHICTh PO3POOKH TPOTPAMHOTO MPOIYKTY TMOJIATAE B TIOMHTI TOTOBUX
pillieHb B ITPOBIN 1HAYCTPIi, & TAKOXX MOCTIHHOMY PO3BHUTKY ITi€T Tamy3i, IO CTBOPIOE
matopmy 1St po3pOOKH 1HHOBAIIIHHUX PIllICHb.

Crmicok KimrouoBux ciis: UNITY, TPUBUMIPHUN, KJIAC, KOMITIOHEHT,
OB’€EKT, MEXAHIKA.



ABSTRACT

Explanatory note: 111 pages, 53 figures, 3 appendices, 40 sources.

Object of development: a gaming application for interactive user skills
development.

The purpose of the diploma project: development of software on the Unity game
engine.

The introduction includes an analysis and the current state of the problem,
specifies the purpose of the qualification work and its application area, provides
justification for the topic's relevance, and clarifies the task statement.

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

In the second section, the available solutions are analyzed, a platform for
development is selected, the design and development of a gaming application for
interactive user skills development is carried out, the operation of the system, the
algorithm and structure of its functioning, as well as the call and loading of the
application are described, the input and output data are determined, and the
composition of the parameters of the technical means is characterized.

In the economic section, the labor intensity of the developed application is
determined, the cost of application development work is calculated, and the time
required for its creation is estimated.

The practical value lies in creating a three-dimensional application that allows
controlling the gaming process, interacting with game objects, and also ensures the
implementation of gaming mechanics, sound, and visual effects.

The relevance of the development of a gaming application for interactive user
skills development is beyond doubt and is determined by the great demand for such
system.

List of keywords: GAMING APPLICATION, UNITY, INTERACTIVE,
SKILLS DEVELOPMENT, ALGORITHM, STRUCTURE.
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BCTYII

IrpoBa 1HAYyCTpid MpoOMIUIa €BOMOUIMHUMA LIIAX 3 4YaciB CBOTO BUHUKHEHHS.
3aBASIKM HOBUM JIOCATHEHHAM Y cepi TEXHONIOT1H, Tpadiky Ta irpoBoro Au3aiiHy, BOHA
IpUBEpPTa€ Bce OUIbIIE M[IAHYBAaJIbHUKIB Ta PO3MIMPIOE CBOI MOXKJIMBOCTI Ha
MDKHApogHOMY puHKY. [leil po3BUTOK 1HAYCTpii € pe3ylbTaToM CTPIMKOTO
TEXHOJOTIYHOTO MPOTPECY, IO MEPETBOPUB ITPH HA 3aXOIUIIOKOUE JOCBITHE TOJE, 1€
rpaBlil MOXKYTb BIIUYTH c€0€ YaCTUHOIO (DAHTACTUYHOTO CBITY Ta 3aHYPUTHUCS y ITPOBE
CepeloBHILe, IO JO3BOJSE iM HE JUIIE NPOBOJUTH Yac, a M JOCHIIKYyBaTH,
BUPIIIYBaTH 3aBIaHHs Ta PO3BUBATH CBOi HABUYKHU.

O0’eKTOM JOCIHIJIKEHHS € ITPOBUM 3aCTOCYHOK JUIsl IHTEPAKTUBHOTO PO3BUTKY
HABUYOK KOPUCTYyBaya.

Mera manoi kBamidikaiiiHoi po6oTH: po3poOka IrpOBOro AOJATKy Ha pyIIii
Unity 3 BUKOPHCTaHHSIM MOBH TporpamyBanHs C#.

AKTYaJIbHICTh 3aCTOCYHKY IIOJISITA€ B TIONMUTI TOTOBUX PIillIeHb B I1rpOBiit
IHAYCTpIi, @ TAKOK MOCTIMHOMY PO3BHUTKY Li€i rangysi, 0 CTBOPIOE MIargopmy ajs
PO3pOOKH IHHOBAIIHUX PIIICHb.

CTBOpEHHS JaHOTO MPOAYKTY CIPHITHME PO3BUTKY HACTYIMHHUX SKOCTEH Y
KOpHCTYyBaya:

- BHPIIICHHS CKJIATHUX 3aBJaHb, 1, IK HACIIJIOK, PO3BUTOK KPUTUYHOTO Ta
CTpAaTETIvyHOTO TJIaHYBaHHS;

- OIlIHKa BapiaTUBHOCTI /1¥ Ta MPUNUHATTS PIlICHb;

— 3JIaTHICTh CTBOPEHHSI HOBUX 1/Ie/ Ta KOHIIETIIII;

—  aHaJIi3 CUTYyallii Ta MOUIYK JIOTTYHUX 3B’ SI3KiB.

CTBOpEHHS TOATKY 3 BUKOpUCTAaHHSM py1ris Unity € TEXHOJIOTIYHUM PIllICHHSM
Ha PUHKY ITpOBOi 1HAYCTpli. TakuM 4YMHOM, 3aBJSKH MOMYJISPHOCTI Ta PO3BUTKY AAHOI
watopmu, 3’ IBISETHCS TEPEITIK IHCTPYMEHTIB JUIsl CTBOPEHHS Cy4YaCHHUX PIllICHb.

Tomy, & HMOCSTHEHHS TMOCTABJIEHOI METH, HEOOXIJHO BUPIIIUTH IEpesiK

HACTYIHHX 3a/1a4:



—  PO3IISHYTH ICHYIOUYI MPOEKTH B raiy3l IrpoBOi 1HIYCTPil Ta KaHPHU IS
BUSBIICHHS 1X MepeBar Ta HEJOJIKIB;

—  BU3HAUUTH nepenik IHCTPYMEHTIB ~ Ta  KOMIIOHEHTIB, K1
BUKOPHCTOBYBaTUMYTbCS B JOJATKy, 30KpeMa oOpaTh MaTreMaTU4Hl METOau IS
B3a€MOIIT 3 00’ €KTaMU B TIPOCTOPI;

—  po3poOHUTH BIPTyaJbHE CEPEOBUIIEC Ta BCTAHOBUTU MOPAIOK B3a€MOIT
KOpHUCTYyBaya 3 JOJATKOM, ONHCATU HOTO CTPYKTYpy HAIIOBHEHHS 1 aJITOPUTMU;

—  3’scyBard 1 3a3HAUUTH CUCTEMHI Ta amapaTHl BUMOTU JI0 MPUCTPOIB
KOPHUCTYBaYiB;

— po3paxyBaTd TPYAOMICTKICTh Ta BapTICTh Ha CTBOPEHHS MPOrpaMHOIO
3aco0y.

[IpakTiyHe 3HA4YEHHS TOJSATA€ Y CTBOPEHHI TPUBUMIPHOTO 3aCTOCYHKY, SIKUN
JI03BOJIUTh KEPYBAaTH ITPOBUM IPOILIECOM, Ta B3AEMOJISITH 3 ITPOBUMH 00’ €KTaMH, a

TaKoXX 3a0e3meuye peaizallio iIrpoBIUX MEXaHiK, 3ByKOBUX Ta Bi3yaJIbHUX €(DEKTiB.



PO3JILT 1
AHAJII3 MPEJMETHOI TAJIY3I TA TOCTAHOBKA 3ABJIAHHS

1.1. 3arajbHi BiToMOCTI 3 IpeAMeTHOI rajy3i

1.1.1. AHaJi3 Ta NOPiBHAHHA PyUIiiB irpOBHX J0IATKIB

Jlist mopiBHAHHS 3 00paHOIO MIAT(GOPMOIO CTBOPEHHS ITPOBUX JOJATKIB, OYyI0
oOpano nonymspaui pymriid Unreal Engine [1], sikuif € MOTYXHOIO MIaTHOPMOIO IS
PO3pOOKH pillleHb, TEPEBAKHOIO Ta OCHOBHOIO MOBOIO ITpOrpaMyBaHHsI sIKoro € C++.

Unity [2] Ta Unreal Engine € x1t040BUMH KOMIIOHEHTAMH y MPOIECi PO3POOKHU
1rOp, OCKUIBLKH MOEAHYIOTh PI3HOMAaHITHI €JIEMEHTH, TakKi K 3BYK, rpadika Ta ITYYHUH
IHTEJIEKT, a TAKOXK CTPYKTYPY TPH.

Ili JABUTYHHM CTBOPIOIOTH CEPEIOBHINE JJII PO3POOKH  IIPOrpaMHOIO
3abe3neueHns (puc. 1.1-1.2), mo mgomomarae mgu3aiiHepaM CTBOPIOBAaTH BIIACHI
Biseoirpu. OOujaBa 3a0e3MeuyrOTh JIETKY MOXJIIUBICTH PO3POOKH 1rop s
KOMIT 10TepiB, KoHcoJeH (Takux sk Xbox 1 PS4), moOibHuX miiatdopm, Takux sk 10S
1 Android, a Takox 1151 onepartiiaux cucrem: Windows, Mac, Linux..

Mexani3zmu Bizyamizaiii rpadiku y ¢popmarax 2D i 3D, dizuune ynpaBiiHHS
pyXoM, 3BYKOBI e(eKTH, ciieHapii rpHu, aHIMallis, CUCTEMH IITYYHOTO IHTEIEKTY,
MEpEXEeBl MOMKJIMBOCTI, IOTOKOBE IE€pPEIaBaHHS JaHUX, ONTUMI3alisl poOOTH 3
nam'sTTI0, IHCTPYMEHTH BipTyabHOI peaabHOCTI Ta miaTpuMKa sik 2D, Tak 1 3D irop -
ycCe II€ € BAKJIUBUMH KOMIIOHCHTaMH JIaHKUX T1aT(opm.

KirouoBa pi3HMLS MK JBOMA pyILIIsIMU MOJISATae B MOBI IMpOrpamyBaHHS
wiarpopm. Tak, Unity BukopuctoBye C# y pemaktopi Ta B JOJATKOBHX ILIariHax.
Unreal Engine BukopuctoBye MoBy C++, aje Hajgae MOXKIMBOCTI BHUKOPHUCTaHHS
koMOiHarii 3 Texunosoriero Blueprint [3].

Unity Biag3Ha4aeTbCcs MPOCTOTOK BHUKOPUCTAHHS Ta IMBHUJIKICTIO PO3POOKHU

IrpOBUX 3acTOCYHKIB. KOMIIOHEHTHa apXITeKTypa JABUTYHA J03BOJISIE €(EKTUBHO
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cTBOproBatH clieHapii Ha C#. OkpiM TOro, pyIIiil Mae BEJIHUKY CIIIBHOTY, hopymu e

MOXKJIUBO OTPUMATH J0JIaTKOBY 1H(OPMAIIit0, IO CIPOIIYE MPOLIEC PO3POOKH.

Puc. 1.2. Inrepoeiic penaktopa Unreal Engine
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ApXITEKTypa JaHOTO iHCTPYMEHTY € KOMIIOHEHTHOIO [4], TOMy OCHOBA CIIEHU —
e irpoBi 00’€KTH, SIKI CIIyXaTh KOHTEHHEpamMu sl IIMX KOMIOHEHTIB. € JeKiJIbKa
OCHOBHHMX KOMIIOHEHTIB, a came: Transform, Mesh Renderer, Material [5] mro
peai3yroTh BIAMOBIAHY (GYHKIIIOHAIBHICTD IS YIIPABIIHHS €JIEMEHTaMH CIICHH.

Omnoto 3 BaximBux koHueniii B Unity € mpedad [6]. Jlanuii exemMeHT 103BOJIsIE
HaJIAIITyBaTH irpoBi 00’ €KTH 3 KOMIIOHEHTAMH Ta 3B’ S3KaMH K €IMHY OAUHUIlO. BiH
30epirae yci mapaMeTpu, 1 HaJa€e MOXJIMBOCTI CTBOPEHHS TOYHOI KOIIi ITiJI 4Yac
BUKOHAHHS, 1110 CITPOIIY€E MOBTOPHE BUKOPUCTAHHS CKIATHUX KOHCTPYKIIIH.

Opnak Unity BifgcTae 3a IHIIMMU ITPOBUMHU JBWKKAaMHU Y TUIaHI Bi3yaJbHUX
e(eKTiB 3 MOMEHTY CBOT'O Ioyatky. 3 BuityckoM Bepcii Unity 5 OyB 3po0iieHunit 3HauHUN
KpoK Brepea 3a gonomororo meiaepiB Unity Standard, ¢izuunoro 3ariHeHHs Ta
METO/IIB OCBITJICHHSI HA OCHOBI1 300pakeHb. He3Baxkarouu Ha 11, y mopiBHsiHHI 3 Unreal
a6o0, Unity Bce 111e Ma€e IE€BHI HEJOIKH B rpadiyHOMY ILJIaHi.

Unreal Engine, B cBoro uepry, mae Blueprint, Skuii € CUCTEMOIO Bi3yaJbHHUX
cueHapiiB. JlaHuil 1HCTpPYMEHT 03BOJISIE CTBOPIOBATH €JIEMEHTU ITPOBOTO IMPOIIECY
yepes inTepdeiic, Ha ocHOBI By3:iB. Llel pyHkIioHan nonerirye poOOTy AU3aliHEPIB,
4yepe3 Te, 10 CTa€ MOXJIMBUM HAJAIITOBYBATH MOBEIHKY 00’€kTa 6€3 HeoOX1THOCTI
nucaTy Koja BpyuHy. Ili 00’€KTH MarOTh BJIACTHUBICTH MIOBTOPHOTO BUKOPHUCTAHHS, IO
JI03BOJISIE 3pYYHE BUKOPUCTAHHS CKIIATHUX KOHCTPYKITIH.

AHamizyloun JpKepena IMoA0 TMOPIBHSHHA CHUCTEMU OCBITICHHS pyuiiB [7],
MO>KHA IPUITH 10 BUCHOBKY, 1110 po3Mip npoekuii € 3HaunuM y Unreal Engine, ane He
BiuBae Ha Unity, sk mokazaHo Ha puc. 1.3. Unity miaTpumye NoCTiiHUHN dac Kaapy,
toni sk Unreal Engine npuckoproeTbcsi Mmaixe BTpuui. Xo4da OOWJBa JBUTYHH
BUKOPUCTOBYIOTh BifkjiazeHe 3ariHeHHsa, Unreal Engine mae xpamry ontumizaiiito
nopiBHsHO 3 Unity.

Opnak, Unreal Engine Mae noTyxHy 1 OUTbII PO3BUHEHY CUCTEMY OCBITIICHHS,

sKa MoTpedye pecypcu CUCTeMH U OUIBIIOT yBaru A0 OMTHUMI3AIi].

12



average frame times in ms

M Unity 9,67

Unreal

5,09

3,53

SMALL (600Xx400PX) LARGE (1920Xx1200PX)

Puc. 1.3. BiuB po3mipy npoekiii Ha 4acTOTy KaJpiB

Ha puc. 1.3 MoxkHa moOayuTu aHaii3 cepeaHbOrO Yacy Kajapy, 3aCHOBAaHUH Ha
KOHTPOJIbHOMY TIOKa3HHKY. [louarkoBuii uyac kanpy B Unity € menmuM, Hixk B Unreal,
ajie 3pocTae MpUOIU3HO HA 4 MC 3 KO)KHUM HOBUM CKJIQJIHUM 00’ €KTOM, HE3AJIEKHO BiJl
tumny obnagHanns (I1IK abo HOyTOYK).

Unreal craprye 3 10 mc qiis ogaoro o6’ekty Ha IIK, 1ie Bapiui OinbIne, HIX B
Unity, ane MOKa3HUK 3aJMIIAETHCS CTAOUIBHUM HAaBITh MpU 30UIBIIEHHI KUIBKOCTI
7a0IpUHTIB, 1HOJI HABITH TPOXHU 3HIKYKUHMCh. Lle cBimuuth mpo Te, mo Unreal
ONTHMI30BaHO JIJIsl TIOTY>)KHUX CHUCTEM 1 CKIaAHUX clieHapiiB. KoxkeH 00’€KT MICTUTH
npubau3Ho 1,2 MiTbliOHA BEpIIMH, TOMY Bepcis 7 BKIIOYAE MOHAA 8 MUIbHOHIB
BepmmH. J[ns Unity 1ie mpu3BOAWTH 0 3HAYHOTO YIMOBLIBbHEHHS (y INICTh pasiB
MOBUIbHIIIE, HDK 3 OJHMM Ja0ipuHTOM), Tomi sk jjs Unreal 11e HE CTaHOBUTH
npoGiemy. [IpuunHU Takux pe3yabTaTiB MOJAraloTh B TOMY, 1m0 Unity JUHAMIYHO
NaKye BUKJIMKWA MaJIOBaHHS B peadbHOMY 4aci, Toal sk Unreal makye cTaTuuHi CITKA
nepe; KOMITUISITIER0, 1110 POOUTH Horo O1bIln €()eKTUBHUM JIJIS BEIMKUX CIICH. [HIIIO0
MPUYHUHOIO € KackasHi TiHi: Unity miaTpuMye iX modnHarouu 3 Bepcii 5.6, TOIi sIK Bepcis
5.3.3, sKy s BHUKOPHUCTOBYBaB, I[bOr0 He miaTpumye. lle Takox BIuIMBae Ha

npoaykTuBHICTh Unity npu po3paxyHKy BUCOKOSIKICHUX TIHEW Ha BEJIUKIM BiACTaHI.
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average frame times in ms 107,86 102.17

B unity
M unreal 84,86 84,15
69,07
55,59
29,1
16,42
10,06 0,23 8,14
4,78
- H n
NB1 NB7

PC1 PC 4 PC 7 NB4

Puc. 1.4. Yac xaapiB Ha 11K 1 HoyTOy11. Bepcii 6enumapka (1,2 - 8,4 MiH BepIIuH)

B minomy, nepeara Unity mossirae y 3HauHId CHUIBHOCTI PO3POOHMKIB, IO
nopiBHsHO 3 Unreal Hamae MOXIHMBOCTI CTBOPIOBATH MPOAYKTH, Ta OTPUMATH
HNIATPUMKY 3 MPUBOAY Ipodiem mij yac po3poOku. [Ipoextu Ha Unity MOXyTh OyTH
Habarato JermuMu JJs amnapaTtHoi 4vacTuHU cuctemu, koiau Unreal Engine
BUKOPHUCTOBYETHCS JIJIsi OLIBIN MAacIITAOHUX MPOAYKTIB 1 BUMAarae OiIbIIOi yBaru 10
pO3poOHMKAa B IUIAHI ONTHUMI3allii MPOrpaMHOro KOAY, IO POOUTH HOro MeHII

JOCTYITHUM B BUKOPHCTAHHI.
1.1.2. Knacudikauisi Ta XapaKTepUCTHKA irPOBHUX KAHPiB

BpaxoBytoun TeMaTuky A0CHIKEeHb KBall(PiKaiiHOT poOOTH, PO3PI3HSAIOThH
HACTYIIHI IrPOB1 KaHPHU: MPUTOAH, CTPATET1i, POJIBOBI IrpH, MIaTGopmepu, O0HOBUKH,
TOJIOBOJIOMKH.

AHani3 eneKTpOHHUX JKEepes MoKa3ye, 0 HAMOLIbII YCHIIIHUMHU ITpamMu 3a
OCTaHHI ACCATUIITTS € IPUTOIH, BUXOSYH 3 TIEPEITIKY HAWBIIOMIIINX MPOTYKTIB 32
Bci yacu [8]. Toxi sik ponsoBa rpa (RPG) [9] npencrapiiena npyroro 3a peHTHHTOM.

Po3nonin xxaHpiB BUOIpKU PEUTHUHIOBUX 1rop 300pakeHo Ha puc. 1.5.
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Genres of Games

W Adventure

M Role-playing (RPG)
M Shooter

M Platform

W Puzzle

M Strategy

Puc. 1.5. Knacudikaris irop 3a :xaHpamu

XapakTepusyBaTy PO3IISIHYTH ITPOBI KaHPU MOYKHA TAKUM YUHOM:

— [Tpurogu. BigHocatbest 10 irop, SKii MarOTh CHUIBHY 1CTOPIIO, IO KEpye
IrPOBUM MPOIIECOM, Ta 3a3BUYAll ACOLIIOETHCS 3 KBECTOBOIO CTPYKTYPOIO.

—  PonboBa rpa. YsaBHMII CBIT, /1€ TpaBIll MOXYTh BIIbHO OOMpaTH, SK
JOCIIJI)KYBaTH ITPOBUM CBIT, 3 TOYKH 30py LUISIXY, SIKUM BOHHM MPOWUIYTh, 1 MOXYTb
MOBEPHYTHUCSA JI0 PaHiIlIe TOCTIKEHUX TepUTOpiit. OOCIT BIpTyaIbHOTO CEPEOBHINA,
MOTEHIIMHO JOCTYIHUM JUIs JOCIHIIKCHHS, 3a3BUYall BEJIMKUH.

—  Iyrep. BupizHseTbcs MBUAKUMUA PYXOBUMH PEaKLIsIMU T'PABLIB, IPOTE
XapaKTepU3YETHCSI OOMEKEHO0 3aTHICTIO CKACOBYBATH BXKE po3Moyari fii.

—  IInardopmep. Ilepconaxi Ta mapaMeTpu BUAHO 3CEPEIMHU a HE 3BEPXY,
CTBOPIOIOYH Ipa(iyHe BIAUYTTS «BrOpy» Ta «BHHU3.

—  TonoBonomka. Konueniist mossirae B moe{HaHH1 NUISIXY Ta HA0OPY HUIAXIB

JUISL JOCSITHEHHS ITPOBOT METH.
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- Crparerisa. Mae 0OCHOBHI PUCH CKJIQJHOCTI PIlIE€Hb, SIKI IpUIIMa€e rpaBeLb
y 3MOIEThOBaHOMY a00 (aHTACTUYHOMY TMOJITUYHOMY, EKOHOMIYHOMY YH
BIICbKOBOMY BCECBITI.

OxkpiM 1IHOTO ICHYIOTH MiKaHPH. Tak, cTpareris MoKe MOAUTSATUCS Ha CTPATET1I0
B peajlbHOMY 4aci a00 MOKPOKOBY CTPATETII0, a IIyTep € MiaPOo3aiIoM OOHOBHUKIB.

Opnum 3 xaHpiB npuron € ropop [10], mo Hamaraerbcsi HaJsKaTU rpaBLs 3a
JIOTIOMOTOIO €JIEMEHTIB (paHTACTUKH kKaxXiB. Taki irpu MPOTIOHYIOTh EMOIIHHUHN TOCBIA
B YMOBaX JIOTIYHHX 3araJiok Ta TOJIOBOJIOMOK TPH 3 IUJLTIO TPOCYBAHHS 11O CIOXKETY.

Otxe, Oyn0 pO3IISTHYTO OCHOBHUU Mepenik Kiacudikaiiid irpoBUX JKaHPIB i
HAJaHO BIJMOBIIHI XapaKTepUCTUKH A0 HUX. [IpoaHainizoBaHi Jykepesaa Ha IMpEeaMeT
BIJIMIHHOCTI Ta MOMNYJISPHOCTI >KaHPIB IMOKa3aB, IO «IPUTOAN» KOPUCTYIOTHCA
HAWOUTBIIMM TOMUTOM KOPHCTYBadiB, 1 MPOMOHYIOTh KBECTOBY CTPYKTYpy Ta
JOCIIJIKEHHS BIpTyanbHOro Mupy. OKpiM LOTO, )KaHP TOPOp € 3aXOIUTIOI0YUM yBary
rpaBUs MiHKAHPOM, IO B TMOEAHAHHI 3 TOJOBOJIOMKAMH CHPUATHME TMOKPAIIECHHIO
IrPOBOTO JIOCBIY.

TakuM ymHOM, MporpamMHe pilIeHHs B MOTOYHIN KBaidikaiiiHii poboTi Oyae

CIIPSIMOBAHO HA MPUTOIHULIBKUN KaHP 3 TOJIOBOJIOMKAMU Ta €JIEMEHTaMU FOpopy.
1.1.2. AHaJi3 iCHyI0OUMX NPOrPaMHUX pillieHb
Jlns aHamizy pillieHb 00paHO MPOEKTH, 0 BIATOBIIAIOTh KPUTEPISIM TEMATUKU
Ta KaHpy, a came gonatku «Myst» [11], «Alan Wake» [12] Ta «Nancy Drew» [13].

300pakeHHs 3arajJibHOTO KOHIIENITY CEPENOBHUII IFPOBUX 3aCTOCYHKIB 300pakeHO Ha

puc. 1.6. — puc. 1.8.
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Puc. 1.6. 3aranpauii BUrsg «Mysty

Puc. 1.7. 3aransuuit Bursg «Nancy Drew»

17



Puc. 1.8. BizyanbsHe npencrasinenns «Alan Wake»

Cepis irop «Nancy Drew» € nonyssipHOIO cepi€ro KBECTIB, IO € IETEKTHBOM, Ta
Ma€ HACTYITHI XapaKTePUCTUKHU Ta B3aEMOJIIO 3 KOPUCTYBaYEM:

—  kBectH 3 (OKycOM Ha PO3B’SA3aHHS 3arajok, BUKPHUTTS TAEMHHUIIb,
JOCJTIDKEHHS Ta B3aEMOJIIE 3 TIEPCOHAXKAMMU;

— rpaBellb OTPUMYE POJIb JETEKTHBA, IO BHUPINIYE PI3HI TAEMHHUIN Ta
pPO3CIiy€E 37I0YMHU,

— peanicTUUHUM TU3aliH 3 €JIEeMEHTaMH MICTUKHU Ta TAEMHHIIL;

—  TOWIYK MiJKa30K Ta J0Ka3iB, 10 JOMOMAaraloTh MPOCYHYTUCS B IFPOBOMY
nporiect;

—  HasBHICTh 1HBEHTApIO Ta MiJI00p MPEAMETIB, SIKI BUKOPUCTOBYIOTHCS IS
PO3B’sI3aHHS TOJIO0BOJIOMOK;

- KOMO1HYBaHHS MPEIMETIB ISl B3AEMOJIIT 3 THIITUMHU 00’ €KTaMH CIICHU;

— OCHOBHHUI (POKYC Ha BEJUKIN KUIBKOCTI IHTEPAKTUBHUX 00’ €KTIB, 3 IKUMHU
MOXKJIUBO B3a€MOJIISITU Ta JIOCI1KYBaTH.

Jlana cepis irop Ma€ nepesik 4acTuH (paHIlIu3m, M0 CKIATaeThes 3 34 irop . Yci
MpU3HAYEHI KOPUCTyBadyaM BIKOM Bij IECSATH POKIB, Ta MalOTh peUTHHT «E», TOOTO

«Yci» Big ESRB [14]. Irpu BukoHaH1 B CTWJI1 NPUTOAHUIIBKOTO KaHPY, A€ IPaBELb
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Kepye TIEPCOHAXEM Y BIPTYaIbHOMY CEpPEIOBHINI, CHIIKYETHCS 3 I1HIIAMH
NEPCOHAXKaMU, PO3raly€ roJI0BOJIOMKH Ta PO3KPHUBAE 3IIOUUHH.

Tax camo, mpoekT «Myst» Mae Bi3yallbHUW BUJ 3 €IEMEHTAMHU peali3mMy, a TAKOK
netanizaiio. JlaHuil poayKT Mae MPUTOAHUIIBKUMN JKaHp 3 €JIeMEHTaMU TOJIOBOJIOMOK.
[lepecyBaHHSI BUKOHY€ETBCSI 32 JIOTIOMOT'OI0 KOHTPOJIEPIB, K 1 B3AEMO/IIA 3 00’ EKTaMH.
Kpim Toro, mpu (okycyBaHHI Ha TMEBHHX TpHUrepax(rojloBOJIOMKax) Kamepa Mae
BJIACTUBICTH 3MimTyBarucs. Tooto, «Myst» Hajae HACTYITHI MOXKJIMBOCTI B3a€MOIII:

— 30UpaHHs IPEIMETIB Ta B3a€EMOJIisl 3 00’ €KTaMH CIIEHU;

—  po3B’sA3aHHSA rojJoBoJOMOK. [Ipu nboMy kKamepa poKyCyeTbCs Ha MOTOYHIN
TOJIOBOJIOMII],

—  YHWTaHHA Ta aHaJi3 TEKCTOBUX MarepiaiiB, TaKUX SK KypHaJW Ta KHUTH,
0 MICTATh MiKa3KU Ta 1CTOPit0 CBITY. lle BaXJIMBO NJi PO3yMIHHS KOHTEKCTY
TIOJIAJIBIIIOTO IFPOBOTO MPOIIECY.

I'pa «Alan Wake» € npurogHUIIBKUM TPWJIEPOM 3 €JIEMEHTaMu TOopopy, 3
NEPEIIIKOM XapaKTEPUCTHK Ta B3aEMO/IIi 3 KOPUCTYBAUYEM:

- rpaBellb BUKOHYE pOJIb NUCbMEHHUKA AnaHa Belika, SIKMAd NMPOBOJIWTH
PO3CIiTyBaHHS CTHKAIOYHCH 3 HAATPUPOTHUMH SBUIIIAMH;

—  [O€JAHAHHS HaNpyKeHOoi aTMocdepH 1 MOCTIHHOI HeOe3NeKu;

—  BHUKOPHUCTaHHS CBITIa JIsi OOpOTHOM 3 BOpOramu, 30KpemMa B TEeMpsBI
IrpOBO1 JIOKAIIIT;

—  JIOCHIPKEHHS IrPOBOTO CBITY, 3HAXOJKEHHS T1JIKAa30K Ta 00’ €KTIB;

- KOMOIHYBaHHS OO’€KTIB 1 BHUKOPUCTaHHS iX JJs pO3rajyBaHHS
TOJIOBOJIOMOK Ta B3a€MOJIii 3 HABKOJIMIITHIM CEPEIOBHUIIIEM.

JleTanpHO pO3MISTHYBIIM MpoIiec reimieto (puc. 1.9) cuig 3a3HauuTH, 110 cepii
irop «Nancy Drew» He € moBHicTi0O 3D irpamu B mnopiBHsHHI 3 «Mysty. Bonu
BUKOPHCTOBYIOTh KOMOIHAIlIIO JIBOBUMIPHMX W TPHUBUMIpHUX eleMeHTIB. OCHOBHE
cepeoBUIIE Ta OUTBIIICT CIIEH CTATMYHI Ta BUKOHAHI y 2D, 110 CTBOPIOIOTH 11103110
TPUBUMIPHOTO IpOCTOpy. ['paBelb mepecyBaeThCs MK CTaTUYHUMH €KpaHaMHu, SKi

3MIHIOIOTHCS TIO KITIKY.
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HELP

Puc. 1.9. IrpoBa cuiena «Nancy Drew» Ta 00’ €KTH 1J1 B3a€EMOJI11

B «Myst» rpaBellb MOXe MepecyBaTucsl B TPUBUMIPHOMY TIPOCTOPI, ajie iCHy€
(bYHKITIOHAT TTePEMIIIICHHS Yepe3 THTEPAKTUBHI TOYKHA. TaKuM YMHOM CTa€ MOKITUBUM
NOTPAaNUTH Ha 1HOIY JIOKalilo. AJje, OUIbIIICTh 300pa)K€Hb MAaIOTh MONEPETHIN
peHziepuHr Ta € 2D 300pakKeHHSIMU.

«Alan Wake» Hamae MeHIIy KUIBKICTh €JIEMEHTIB rpadidyHoro iHrepdency
(puc. 1.11). IrpoBuii mpoliec BUKOHY€ETHCS B paMKaX 0OMEKEHUX KOPUIOPHUX 30H, SISIKi
MaloTh PO3BUTOK IOJIH 3T1THO JIHIHHOT CTPYKTYpH ciieHapiro. Lle cipusie cTBOpeHH O
BITUYTTS HANPYKEHOCT1, XapaKTepH1 JJI IbOTO IrPOBOTO KaHpPY. | pa BUKOHYETHCS B
TPUMIPHOMY CEPENOBHUILE 1110 CIPUsie OUTBLITN CTYNEHI IMEPCUBHOCTI.

Po3rnsHyTi irpm BKITIOYAIOTH PO3B'SI3aHHA PI3HOMAHITHUX TOJOBOJIOMOK 1
3arafiok. ['paBIieBi JOBOAUTHCS JIOTIYHO MHCIUTH Ta NIyKaTH KJIIOUi Ta iHIWKATOPH,

100 npocyBatucs Baepen y croxeti (puc. 1.10).
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® Enter the cabin

Puc. 1.11. IaTepdeiic Ta BipryanbHe cepenosuiie Alan Wake

Crmparoyuch Ha MEePENTiK XapaKTePUCTUK TOTOBUX MPOTPAMHUX PIllIeHb, MOKHA
MOKPAIIUTH 3aJydYeHHS KOPUCTYBAYiB [0 ITPOBOTO MPOIECY MUISXOM peari3arrii
IIPaBIJI B3a€MOJIi1 3 IOIATKOM Ta Bi3yaJIbHOTO MPEACTABICHHS, [0 IPUTAMaHH1 )KaHPY
TOpop y MOEIHAHHI 3 €JIEMEHTAMHU MIPUTOJT 1 TOJIOBOJIOMOK. TaKMM YHHOM, MPUHHSATO
pIIIEHHST 100 BNPOBAKCHHS (YHKIIOHATY 3a3HAYEHOTO >KaHPYy Yy MOTOYHIN

kBamidikamiiHaii po6oti. Lli ¢pyHnkiii Oynu peanizoBaHi HACTYITHUMH CIIOCOOAMU:
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—  HaJUIEHHS I'PU €JIE€MEHTaMU Iropop, IIISIXOM 3MEHIIEHHS KUIBKOCTI CBITIa
IrpPOBOI CIICHH, Ta HAIJICHHS JKEpeIaM CBITIa OLTBINOT BaXKJIMBOCTI;

—  CTBOPEHHS JOJATKOBHMX BI3yaJIbHMX €(EKTiB, TAKUX SIK TeJenoprarlii, Ta
CHUCTEMH YaCTHHOK B HEIOCTYTHUX JIJIs1 KOPUCTyBa4ya 30HaX;

— CTBOPEHHS TPUBUMIPHOI MOJIEN1 TPaBIIs 1 METO/IIB TIEPECYBAHHS T10 ITPOBIii
JIOKaIIii ;

—  BHUKOHAHHA MPaBUJI B3a€MOJIT 3 IFPOBUM 3aCTOCYHKOM Ta MOCIIJOBHOCTI

oI (MEXaHiK).

1.2. IIpu3HayeHHs PO3POOKH TA rajy3b 3aCTOCYBAHHS

VYV wmexax paHoi kBaniikamiHOi poOOTH PO3MISAAETHCS ITPOBUN JOAATOK
«Enchanted Relics».

OCHOBHOIO TPUYMHOIO MOSIBU LBOTO TPOAYKTY € HEOOXITHICTh CTBOPEHHS
IrpOBOT'0 3aCTOCYHKY, 1110 3BEpPHE YBary KOpUCTyBauiB B IrpOBid IHAYCTPii, 1 CIPUATUME
PO3BUHEHHIO TPABIIEM MTEBHUX SKOCTEH.

[Tpu3HaYeHHS CTBOPEHHS JITAHOTO MPOAYKTY TOJISATAE B HACTYITHOMY:

- T1JIBUIIICHHS KOHIIGHTpAIIil yBar;

- PO3BUTOK JIOTIYHOTO MUCJICHHSI, a TAKOX yBaru Jio JeTaleu;

—  YKpIIJICHHS €MOIIHHOT TOJIEPAHTHOCTI B KPUTUYHUX CUTYAIlisX;

- BJIOCKOHAJICHHS IBHIKOCTI peaKIliii Ha HEeCIOAiBaHi MOJIii;

—  PO3BUTOK KPEAaTUBHOTO MIXOIy /10 BUPIIICHHS MpoOieM;

—  3HATTS EMOIIIHOTO HaBaHTAKCHHS.

OcHOBHa TEPMIHOJIOTISI MICTUTh 3arajibHi TepMiHU 3 oOnacTei iHpopMaIiiHuX
TEXHOJOT1H, pO3pOoOKM MpOrpaMHOro 3a0e3MeueHHs Ta IrpoOBUX JOMATKIB 3
BUKOPHUCTAHHAM py1IiiB. HasiBHI KII0YOBI1 ClIOBa: I0AATOK, PYIiii, IEPCOHAXK, TEPOl,
Unity, po3poOka, MexaHika, 00’€KT, crieHa, edektn, inTepderic, au3aiH, 3D rpadika.

ITepenik TepmiHiB, 10 OyJM BUKOPUCTAHI B JlaHii poOOTi, Ta HEOOXI1THI IS

PO3yMiHHSI pOOOTH 3aCTOCYHKY:
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- CucremMa 4aCTUHOK — 1€ 3HAYEHHS! ONUCY€E €JIEMEHTU Ta MICUS 1rpOBOi
CIICHH, 1110 IMITYIOTh CyOCTaHIIi, 200 YaCTHHKH BOTHIO Ta €JIEMEHTIB, 1110 T€HEPYIOThCS
3 BUKOPUCTAHHSM BEJIMKOI KIJILKOCTI 2D 300paxkeHb, 1110 € aHIMOBAHUMH.

—  besneuni 30HM — MicL IrpoBO1 JIOKAIL1, 10 HAIAIOTh 3MOT'Y KOPUCTYBadam
30pIEHTYBAaTUCA 3 MOJAJBIIUMU isIMA ITPOBOTO TMpoliecy 0e3 BHKIWKY MOIN
BIpTyaJIbHOT CIICHH, 10 MOXYTh BIUTMHYTH Ha IMEPCOHaXa

—  JlonmoMixHI 3HaKH — O0’€KTU CLIEHH, a00 3BYKOBI CHTHAJU L0 HAJAIOTh
NOpaJu FPABLIO JIJIsl MPOCYBAHHS IO CIOXKETY.

—  IrpoBuii 10CBiT — CYKYITHICTh Bpa)X€Hb Ta €MOIIIH, SIK1 rpaBellb OTPUMYE
M1J1 4ac TPHU.

—  IMepcuBHICTb — CTyNiHb 3aHYPEHHS TPABLSl B BIPTYaJbHO CTBOPEHUN CBIT
YU CepEJIOBUIIIE, IKE CTBOPIOE BIIUYTTS PEaIbHOCTI Ta MOBHOI MPUCYTHOCTI.

— MexaHiku — npaBuja Ta CUCTEMHU, 3a JOIMOMOTOI0 SKUX (PYHKIIIOHYE Tpa.
[le BxrOyae B ceOe BCi IrPOBI €IEMEHTH, B3a€EMOJIII0 TPABIISl 3 OTOUYEHHSIM, CIIOCOOU
B3a€EMOJII1 Ta IPOTpeECy.

—  Topop — xanp MucTtenTBa xaxiB. B KOHTEKCTI IrpoBOi 1IHIYCTPIi MO3HAYAE
HiPKaHp MPUTOI, IO MPEACTABISIOTH HAATIPUPOIHI SBHUIIIA.

— Tenenoprartiis — mporec nepeHeceHHs 00’ €KTy 4epe3 MPOCTIp 3 OJHOTO
MicCIIs B 1HIIIE 0e3 (p13UMIHOTO MEPEeMIIEHHS.

—  IlIpedad — 06’ext abo rpymna o0’ €KTIB, Kl MIOBTOPHO BUKOPUCTOBYIOTHCS B
PI3HHX CIIEHAX, Ta € OCHOBHUM MEXaH13MOM IMOBTOPHOTO BUKOPUCTAHHS 00’ €KTIB.

—  benumapk — BUMIiprOBaJIbHUN THCTPYMEHT JUIsl OLIHKU TPOAYKTHBHOCTI
CUCTEMH.

— Marnu TiHe#t — npouec 10AaBaHHs TiH1 O TPUBUMIPHOI Irpadiku.

—  Penpepunr — mpoiiec nepeTBOPEHHsS. TPUBUMIPHOI CIIEHH 3 CBITJIOBUMU
XapaKTepUCTUKAMH B IBOBUMIpHE 300paKeHHS.

OCHOBHMMHM MPUYHUHAMU JJIs1 PO3POOKH iIrpOBOTO 3aCTOCYHKY €:

—  HOMNYJAPHICTH IFPOBOTO JKAHPY, 1O PO3POOIAETHCS;

—  HaBYaJbHI MOXJIMBOCTI, Ta JTOCIII>)KEHHS PO3BUTKY KOPHCTYBayiB;
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—  PO3LIMPEHHS ayAMTOpil 3 LU0 PO3BUTKY PHUHKY IrpOBOi IHIYCTpii B
JAHOMY JKaHPOBOMY HalpsMKY;

- KOMEPIIHHIA TOTEHIal, M0 MOXE IMPUHECTH MMOAIBIINN PO3BUTOK

MOTOYHOTO TIPOAYKTY.
Jlonarok, 1o po3poOIIOETHCS, MOXKE 3aCTOCOBYBATUCS B HACTYITHUX 00JIACTSIX:
—  poO3Baru Ta irpoBa iHAYCTPIs;
— OCBITHS c(epa JJIsl IHTEpaKTUBHOTO HaBUYAHHS;

- CUCTEMA BIPTyaJbHOI PEaJbHOCTI JJIs IMIJBUILEHHS 1HTEPAKTUBHOCTI Ta

BIIUYTTS] IPUCYTHOCTI.

1.3. IlincraBu as1st po3podku

[TincraBamu 1715t po3poOKuU (BUKOHAHHS KBaTi(piKaI[iiHOT poOOTH) €:

- OCBITHS ITporpama creriainbHocTi 122 «Komm 1oTepHi HayKny;

—  HaBYAJBHUU TUTaH Ta Tpadik HABYATHHOTO MPOIIECY;

—  Haka3 pekTopa HarioHanpHOTo TEXHIYHOTO yHIBEPCUTETY «JIHIMpOBChKa
- noitexHika» Ne469-c Big 23.05.2024;

—  3aBmaHHS Ha KBamiikauiiHy poboty Ha Temy «Po3pobOka irpoBoro

nonatky Ha pymiii Unity 3 BUKOpUCTaHHSM MOBH TIporpamyBaHHs C#y;

1.4. IlocTanoBKAa 3aBAaHHA

Merta 11i€i poboTH: po3poOKa iIrpoBOro 10AaTKy Ha pyurii Unity 3 BUKOPUCTaHHSIM
MOBH mporpamyBaHHa C#, ska HagacThb KOPHCTyBauyaM MOXJIMBOCTI IMEPCHUBHOTO
nocBimy 3 (okycoM Ha emoIlii Ta OOMEKEHHS TOJIOBHOTO TIepCOHaXa, IIo
3a3HAYal0THCS B MiKa3KaX I'PU MPH 11 OYATKY.

[Tpu3naueHHsIM po3poOKku € POopMyBaHHS Ta MOKPAIICHHS KOHILIEHTpAIlil yBaru

KOpUCTYyBa4da 10 ,Z[GT&JICfI, PO3BUTOK JIOTIYHOTO MMCJICHHS B CI/ITyaHiHX HiI[ THUCKOM a
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TaKO)X CTBOPEHHS ITPOBOTO [IOCBIy ISl ayAWTOpii, IO I[IHy€ IMEpPCUBHICTD,
TOJIOBOJIOMKH Ta arMoc(depy BIPTYyaJIbHOTO CEPEIOBHUIIIA.

TexHIYHO-€KOHOMIYHA CYTHICTh 3aBJIaHHSA: CTBOPEHHS I'PU 3 peaidicTU4YHO 3D
rpadikoro, opientoBaHoto Ha PC-rpasiiB BikoM Bij Pegi 16, ne ronoBHMit 00’ €KT Ta
iH(popMalliiiHa cucTeMa sBISlE COOOI0 PI3SHOMAaHITHI KIMHATH, B KOTPUX MOXIIMBO
AKTUBYBAaTH YHIKaJIbHI KBECTH Ta Ma3JIH.

CuctemMa MaHINYIIOE PI3HOMAHITHUMH ITPOBUMHU €JIEMEHTAMH, TaKUMH SK
KIMHaTH, IPEeIMETH, MEXaHIKU €(EKTIB, MEPCOHAXK Ta JIoKalli. TakuM 4YMHOM, KOXKEH
00’€KT Mae€ BIAMOBIHY CTPYKTYpPY Ta XapaKTePUCTHUKU: TPEIMETH MOXKYThb OyTH
aKTUBOBAHWMH, MAIOYH TPHUTEP MO HABEACHHS MHUIII Ha 00’ €KT, HATHCKAHHS KHOTIKA
B paJilyCl MEeBHOI 30HHU, a00 miAiOpaHi, 1 MICTUTH 1HQOPMAIIIO IJII MOXIUBOCTI
B3a€MO/II1 3 IHIIUMH 00’ €KTaMU IrPOBOI CIICHHU.

Po3po0nenuii 3aCTOCYHOK MOBUHEH BUKOHYBATH HACTYIHI (DYHKIIT JIJ1s1 TPaBLIS:

—  IepecyBaHHs Ieposi B TPUBUMIPHOMY IIPOCTOPI;

—  3HAXOJIUTH MPEIMETU Ta aKTUBYBaTH 00’ €KTH;

—  peanizoByBaTu MexaHiku aTMOc(depH, Taki K CTpax TEMpPSBU, JTIXTAPUK;

- MaTH aHIMarlii B3aeMoiii 3 00’ €KTaMu Ta TPUTEPH, 1[0 AKTUBYIOTh KBECTH;

—  HaJIaBaTH KOPHUCTyBady JOCTYI JI0 HOBUX JIOKAIIii ;

—  peai3oByBaTH MEXaHIKU KBECTIB;

- MaTH TPUTEPH Ta 30HU i1 €IEMEHTIB YIIPaBIIHHS IS ITOYaTKy 3aBIAaHb Ta
X 3aBepIIEHHS, @ TAKOK OTPUMAHHS MIPEIMETIB /10 IHBEHTApIO, 1 iX 30€peIKEeHHS;

—  TOBIIOMJIATH KOPHCTyBa4a IIpO HACTYIHI Jii, BHUKOPHCTOBYIOUH,
oe3nocepeHb0, 00’ €KTH CIICHH.

BaxxnuBuM € CTBOpEHHsI TPUTEpIB Ta MOJIM, 10 pearyrTh HA Jii TOJIOBHOTO
reposi, Ta He OPYIIYIOTh CTPYKTYpY Ta XpOHOJIOT1IO 1. BUXxoasuu 3 boro, BXiTHUMU
JTAHUMHU, SIK1 HaJla€ TPaBellb BAKOPUCTOBYIOYH JIOIaTOK OyIyTh:

— KOMaHIH, K1 HAaIXOAATh BiJI KOPHCTyBava 4epe3 KiaBiaTypy, Muily, abo
1HII OpUCTpPOi BBEJEHHs(IIEpECyBaHHS Teposi, B3aeMojis 3 00 €KTaMM, aKTHBAIlis
Moii);
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- MOTOYHUM CTaH IrpoBUX OO0’€KTIB, BKJIIOYAIOYM 3HAWJIEHI MPEAMETI,
aKTUBOBaHI MEXaHI3MHU Ta 3aBEPILIEHI KBECTH;

—  30epekeHl JaHl PO MpOrpec TpaBIl, Takl SK 3aBeplIeH] JIOKallii,
1H(popmarlis npo 310paHi IpeIMETH;

— iH(hOpMaIIis PO MOTOYHE ITPOBE CEPEIOBUIIE, a CaMe: PO3TallyBaHHS
00’€KTiB, pIBEeHb OCBITJIICHHS,

—  pecypcHi (ailnu rpu: TeKCTypHU, 3BYKH, MOZAEII, Kl 3aBaHTaXYIOThCS Ta
BUKOPHUCTOBYIOTHCS B JIOJIATKY.

3119 KPaIoro po3yMiHHS irpOBOTO ITUKITY, OyJIO pO3pOOJICHO JiarpaMmy

B3a€MO/II1 3 IPOBUMU ClIEHaAMU Ta XoAoM rpu (puc. 1.12)

Completing quests gives:
- open something locked in the current

Search:
- clues (parts of the plot);

Movin n ) )
ORI B - items for solving quests;

SCENE;
- open the transition to the next scene;

- hooks.

= qUEStS.

Puc. 1.12. IrpoBuit nuki

Buxonsiaum 3 11i€i cxemu BUXITHOO 1H(GOPMAITIEI0 CUCTEMH € JaH1 MPo:

—  Iporpec rpaBLis;

—  3aBepIleHi KBECTH Ta aKTUBOBaHI TPUTEPH;

—  miaiOpaHi npeaMeTu Ta AOCTYIHI KBECTH.

Jlana indopmaitist BimoOpaxaTUMEThCsl Ha eKpaHi, 1 ABIATHME COOO0I0 BIIMOBIAHI
1KOHKH, TIO3HAYKH, a TAKOXK JTOJIATKOBI TpeIMeTH a00 00’ €KTH CIICHH 3 IKIMH 3’ IBUTHCS
MOXJIMBICTh MaHIITyIOBaTH.

[cHyloTp yMOBM, TpU SKUX TNPUIOUHSIOTBCS  PO3B’SI3aHHS  3aBJaHHs
aBTOMAaTU30BaHUM cIOCOOOM. Taki yMOBHU B IOTOYHOMY MPOEKTI BKIIFOYAIOTh HACTYITHI

MoJIii Ta CUTYyAaIIi:
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—  kBecTH a00 CKJIa/IHI CUTYyaIlii, IKi HEMOXKJIUBO PO3B’S3aTH 3a JOIIOMOTOIO
aBTOMATUYHHUX AJITOPUTMIB I'pH, Ta HEOOX1IHA MiJKa3Ka I MPOJOBKEHHS ITPOBOTO
poIIecy;

— Yy pa3l BUHHUKHEHHS HEOYIKyBaHUX MOMIA abo 3MiH, fAKI He Oynau

nepeadayeHi, 1 BUMararoTh BTpy4YaHHs JUIS TTOJAJBIIOT0 PO3BUTKY JIiH.

1.5. Bumoru 10 nporpamu a0o nporpaMHoro Bupooy

1.5.1. Bumoru 10 pyHKIIOHATBHUX XaPAKTEPUCTHK

JIist  JOCATHEHHS 3aJa4i B TPOrPAaMHOMY 3aCTOCYHKY, IIOBUHHO OyTH
peanizoBaHe HACTYyIHE:

—  MOXIHUBICTh  KEpyBaTH TOJOBHUM TE€POEM, IMEPECyBAIOYHCH Yy
TPUBUMIPHOMY MPOCTOPI 32 JOMIOMOT'OIO KJIaBlaTypH Ta MHIIII ;

— 3JIaTHICTh MEPCOHAXKA XOJIUTH, OIraTH Ta B3AEMOJIISITH 3 00’ €KTaMU;

— HAasIBHICTh MEXaHIK, 110 BiJMOBIIAIOTh KaHPY;

—  1HTYiTUBHHUH 30BHIIIHIN BUIIIA] iHTEp(dENCy KOPUCTYBAYa;

= ONTHUMI3allisl PECYypCiB Ta YIPABIiHHS MaM’ ATTIO;

= 0e3MedHi alropuTMu AJis 30epeKeHHs MPOAYKTUBHOCTI J10/1aTKY;

—  IHTEpaKTHBHE OTOYCHHS, JIe KOKEH 00’€KT MOXKe OyTH JTOCHi/DKCHUH, a
JesIK1 3 HUX MOKYTh MICTHUTH ITiJIKa3Ki a00 €IEMEHTH JIsl BUPIIICHHS KBECTIB;

— amapaTtHa Ta MmporpamMa CyMICHICTh 3 OUTBIIICTIO ONEpaIliiHAX CHCTEM Ta
IIPUCTPOIB;

— 3D rpadika 3 ynopoM Ha peasi3M Ta JeTaii3ali€lo, L0 CTBOPIOE
arMoc(epy IPUTOTHUIIBKOT TPH;

—  3BYKOBE CYNPOBOJKEHHS, 1110 BKIIFOYAE 3BYKHU CEPEIOBUIIA Ta €PEKTH, 1110

MOCUJTIOIOTh €MOIIi1 TPaBIIs;
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1.5.2. Bumoru no ingopmaniiinoi 0e3nexku

[IpoanamizyBaBmm  €IEKTPOHHY  CTaTTIO, 110 TPHUCBIYCHA  MMHUTAHHIO
iHpopMmariitHoi Oe3meku [15], cmix 3a3HaunTH, mo iH(opMmariiiHa Oe3reka — Iie
IpaKkTUKa 3axucTy 1Hdopmarlii HUIIXOM 3MEHIIeHHS 1H(OpMaIiiHUX pPU3BHUKIB.
3azBuuaii  1e mnepenbavyae  3amoOiraHHs ~— a00  3MEHINEHHS  WMOBIPHOCTI
HECAHKI[IOHOBAHOTO YHM HEHAJIeKHOTO JOCTYyNy JO JaHuX abdo HEe3aKOHHOTO
BUKOPHCTAHHS, PO3KPUTTS, MOPYIICHHS, BHUIAJCHHS, MOIIKOMKEHHS, Momudikartii,
nepeBipKy, 3anucy ado 3HemiHeHHs iH(opmartii. [lepenik MyHKTIB, 0 BXUBAIOThH B
JOCSATHEHHI 1H(OpMaIIHHOT Oe3MeKH BKIIIOYAE:

—  BHM3HaueHHS BCiX 1H(OpMaIIiHUX pecypciB, IMOB’S3aHUX aKTHUBIB,
MOJKJIMBHX 3arpo3, BPa3JIMBOCTEH Ta iXHIX MOTCHIIIHHUX HACIIIKIB;

- aHaJi3 1 OILIHKA JIs BU3HAUYCHHS PIBHS 3HAYYIIOCTI;

—  TPUAHATTA PIIICHb, SK TOBOJUTHCS 3 PU3UKaMU Ta BIPOBAKCHHS 3aXO0/11B
Oe3IeKHu;

B po3pobimi 1aHoro mMpoeKkTy, TOJOBHOK METOI O€3MeKH € YHUKHEHHS
HETIICH31IMHOTO  BHKOPUCTAHHS TMPOJIYKTY, Ta 3amo0iraHHs CTBOPCHHS Ta
PO3ITOBCIOKEHHS IMPATChKUX KOMil Ipr. TakuM YMHOM, TSI TOCSITHEHHS JaHOT METH,
HEOOX1JTHO peaTizyBaTH MPOIIeC JIIEH31HHUX KITFOUIB, 110 BKJIIOYAE:

— reHeparlis JieH31MHUX KITFOUiB;

- BaJI1JIaIlls JIIEH31MHOT0 KITI04a;

— 3aXUCT BiJ] TOBTOPHOI aKTUBAIIIi.

Takox, OJTHIEIO 3 BUMOT O€3MEKH € CTBOPEHHS CUCTEMHU aHTHYIT, 110 JI03BOJIUTH
BIJICTE€XKYBATH T JI1i TPaBIIs, 1110 HEMOXKJIMBI1 ITPU 3BUUAHOMY MEepeOIry mofiiil irpoBoro
IIPOIICCY, TAKUMH ITYHKTAMH €:

= 0OMeXEeHHSI IIIBUIKOCTI MepeCyBaHHA MEPCOHaXKa Ta ii BIJICTEKEHHS,

—  BIJICTeKEHHsI TIOCIIJOBHOCTI Iepediry irpoBOro mporiecy.
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1.5.3. Bumoru 10 ckjiaay Ta mnapaMeTpiB TeXHIYHHMX 32c00iB

B mpoekrti mependaueHo, mo KopucTyBad Oyme MaTh TEXHIYHI 3aco0H, 1110
BIJIMOBIJIAIOTh HUKYE 3a3HAYEHUM, SIKI € PEKOMEHJIOBAHUMU JJII KOPEKTHOI poOOoTU
3aCTOCYHKY. TakuM 4MHOM, JUIsl 3allyCKy Ta CTaOUIbHOIO BiJIOOpaXCHHS, a TaKOX
(bYHKITIOHYBaHHS JT01aTKY, HEOOX1THO BUKOPHUCTOBYBATH:

—  IIpomecop Intel Core 15-2500K 3 TakToBoro uacrotoro 3.3 I'Tt, abo
eKBiBaJIeHTHHI nponiecop AMD.

- OmneparuBHa nam’sATh HE MeHIIe 8GB.

—  Bigeokapra NVIDIA GeForce GTX 660 abo AMD Radeon HD7950 3
niaTpuMkoro DirectX11.

— 15 GB BUIBHOTO MiCIIS.

JUis MIBHUAKOTO JOCTYIy JO PECypciB MPOrPaMHOTO JOAATKYy PEKOMEHIY€EThCs
BukopuctoByBatu SSD. Takox, M0IaTKOBI BUMOTH JO0 amnapaTHOTO 3a0e3neueHHs
BKITIOYAIOTh:

—  MouniTop 3 po3auibHOIO 31aTHICTIO 19201080 ab0 BHIIE.

—  Kunasiarypa, mumia, reiimmnan(3a HEOOXiTHOCTI ).

—  Aynio cucreMa(HaBYIIHUKY 200 JUHAMIKH).

3amyck 1rpoBOro J0AATKy mnependayae 0O0OB’SI3KOBY HasiBHICTH INepuepiiHux
IPUCTPOIB, 110 OyIM 3a3HAYCHI BUIIIE 3 METOIO MOXJIMBOCTI MaHIMyIIOBaHHS ITPOBUM
nporiecoM. OnrcaHa cucTeMHa KOH(ITypallis € MiHIMAJIBHOIO JUIsI KOPEKTHOI poOOTH

3aCTOCYHKY

1.5.4. Bumoru 10 inpopmaniiiHoi T2 NIPOrPaMHOI CYyMiCHOCTI

OCHOBHOIO TIPOTPaMHOI0 BHUMOTOIO  CyMiCHOCTI € miaTpumka Unity
onepauifHUMHU CUCTEMaMHM, TOX MepeNiK OyJe HACTYITHUM:
—  Windows 8 Ta Buie.

—  macOS — ne mmxue 10.13 High Sierra Bepcii.

29



—  Linux guctpubyTtusy, mo niarpumyoots Unity (Ubuntu 18.04 1 Buie).
Tako, BaXXJIMBUM IMPOrpaMHUM KOMIIOHEHTOM € HasBHICTb Graphics API, a
came DX10, DX11, a6o DX12 cymicHi Bepcii.
Kopektna poGoTa mporpaMHOT0 3aCTOCYHKY MIATPUMYETHCS JIUIIE HAa apXITEKTypi X64

HCHTPAJIBHOI'O ITPOLCCOPY.
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PO3ILI 2
MPOEKTYBAHHS TA PO3POBKA IHOOPMAIITHOI CUCTEMHU

2.1. PyHKUiOHAJIbHE IPU3HAYEHHA CUCTEMU

[rpoBuii 3aCTOCYHOK B JTaHOMY IPOEKTI OPIEHTOBAaHWUW Ha IrPOBI MEXaHIKH.
TakuM yuHOM, TpaBellb Ma€ BUPINIyBaTH 3aJadl Ta KBECTH IO HAJAIOThCA B XOII
ITPOBOTO TIPOIIECY BUXOASYH 3 TIPABUII Ta MOXJIMBOCTEH M0oaaTKy. ToMmy, mpu3HadCHHS
JOJATKy Oy/ie HACTyITHUM:

—  3aBaHTaXCHHS CIICHHU;

- CTBOPEHHS 00’ €KTIB 3 BIIMOBIIHUMHU CLIEHAPISIMH;

—  MaHIimyJIoBaHHA 00’ €KTaMH 1 3MiHA 1X MapaMeTpiB;

— 3aIyCK 1 CTBOPEHHS €JIEMEHTIB aHIMaIllid 3T1IHO 3 CIIEHAPIEM;

—  HaJlaHHA Bi3yalbHUX €(heKTiB Ta (i3UKH, a came: TpaBiTallisi, 3ITKHEHHS,
pyx 00’€KTIB, MEPETHUH.

—  peaizailisi 3ByKOBOTO CYITPOBOIKEHHSI Ta aTMOC(eEpH.

Excruyarariiine mpu3Ha4eHHsI POEKTY BKIIOYAE:

- HaJaHHS KBECTIB Ta 3a/a4;

— I1JIKa3KH 10 3aBJaHb Ta IrPOBOTO IPOIIECY;

—  KepyBaHHS TOJIOBHUM IIEPCOHAXKEM;

—  BUOIp NOCIIIOBHOCTI JIIi KOPUCTYBaYEM;

- JUHAMIYHA 3MiHA BipTYaJbHOT'O CEPEIOBHIIA;

—  BijoOpakeHHd iHTep(elicy KOpUCTyBaya;

= CHUCTEMa ITPOBUX MEXaHIK, 10 BU3HAYAIOTh Mepedir Mmoaiil irpoBoro
poLecy;

—  TI0YaTOK Ta 3aBEpIICHHS TPH.

B uinomy, monaTok Hajae e1eMEHTH YIPaBIiHHS BIPTYaJIbHUM CEPEOBUIIEM, TA
OpIEHTOBAHUH Ha BUPIIICHHS JIOTIYHUX 3aJ1a4 B X0/l BUKOHAHHS KBECTIB. TaKoX, BiH

BUMAara€e JI0JIaTKOBOi yBaru BIJl KOPHUCTyBaya 4Yepe3 3aCTOCYBaHHS BIAMOBITHUX
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MeXaHIK )aHpy. TakuM 4MHOM, JJaHa MMOBEAIHKA CUCTEMHU MOXE CIIPUSATH PO3BUHEHHIO
TaKUX SIKOCTEH, SIK yBara A0 JeTaje, 1 0COONIMBO BIUTMHYTH HA 3/IaTHICTh TJIaHYBaHHS
Ta mepediry mojid, po3BUTOK YSBICHHSA 1 TBOPUYMX HABUYOK, a TaKOXK (HOPMYyBaHHS

JIOTIKH 1 CTBOPEHHS JIOCBiYy B irpoBiil 1HIYCTPIi.
2.2. Onuc 3acTOCOBAHNX MAaTeMATHYHUX METO/iB

B xo11 po3po0ku Oy BUKOpHUCTaH1 HACTYITHI MAaTEeMAaTUYH1 METO/IU:

ITepnin mym (Perlin Noise) [16]. Jlanuii MeTomx BHKOPHCTAHO ISl TeHeparii
BUITQJIKOBOTO TUIABHOTO 3HAYCHHS, II0 MOJEIIOE MPUPOAHE MEpPEXTiHHS cBiTia. Lle
BUKOPUCTAHO B MICIISIX IFPOBOI MaIly, Jie ICHY€E JHKepesio CBiT/Ia — KEpaCMHOBA JIaMIia.
ANTOPUTM BU3HAYCHHS CKJIQJA€ThCS 3 HACTYITHUX KPOKIB:

- BusHaueHHs n — BUMIPHOI CITKH, JI¢ KOXKHIH TOYIl CITKU BiIIOBIiJIa€E
BUIMAJKOBUH T'paJIIEHTHUI BEKTOP

- 3HAXO/KCHHS TIOJNOXKCHHS BIJTHOCHO HAMOMMKUMX BY3JIiB CITKH JUIS
KO>KHOI TOYKH

— Po3paxyHOK rpajiieHTHUX BEKTOPIB JJISI HAMOIMKIMX BY3JIIB CITKH

—  3acTocyBaHHs JIIHIMHOI IHTEpHOJALIL Ta (PYHKIIIIO 3113 )KyBaHHS

et anroputm Oyno pospobreHo y 1983 poui Kenom Ilepninom, ta €
IPUMITUBOM MPOLEAYPHUX TEKCTYp, AKI HaJlekaTh A0 IpaJleHTHUX myMiB [17]. Bin
Mae€ 3aCTOCYBAaHHS B KOMIT IOTepHIN Tpadirri, Ta poOUTH ii ORI peaniCTUYHOTO.

Jliniiina iHTepnionsis. Lleit MeTo BUKOPUCTOBYETHCS JIJISl TNIABHOTO MEPEXOIY
MDK MIHIMAJIbHOIO Ta MaKCUMAaJbHOI 1HTEHCHUBHICTIO CBITJIA Ha ITPOBIN CIIEHI, IO
OCHOBaHa Ha 3HAYCHHI, SIKE BUXOIUTH 3 3HaYeHHs 1rymy [lepiHa.

dopmyra po3paxyHKy 3HAYCHHS:

— v 4 (x—2x1) - (2 —y1) (2.1)
Yy=MWM Xy — X,

I[e Yy — alIpOKCMMOBAHC 3HAYCHHA,

X — He3aJeKHa 3MIHHA, JJIsI SIKO1 BUKOHYETHCS allpOKCUMAIlis,
X1, Y1 — KOOpAMHATH TEPIIOi BIAOMOI TOUKH,

32



X5, Y, — KOOPJIMHATH APYTOi BiJOMOT TOUKH.

Kgarepnionu (Quaternion) [ 18]. B mpoekTi 1anuii MeTo Ma€ BUKOPUCTAHHS JIJIsI
IpeIcTaBleHHs oOepTaHHs KaMepu y TpPHUBUMIpHOMY mnpoctopl. DyHKIisA
BUKJIMKAETHCSI KOXKHOTO pPa3y IMPH OHOBJIECHI KaJpiB, Ta OOUYMCIIOETHCS OOEpTaHHSA
KaMepy Ha OCHOBI BXIJHUX 3Ha4eHb 4yTIUBOCTI mulil. Kamepa mpukpimieHa o
TOJIOBHOTO TE€POI0, Ta CIIIYE 3a HOTO 00’ EKTOM.

KBarepHioHM BUKOPHUCTOBYIOTHCS JUISI PO3PAXYHKY IOBOPOTIB Y MPOCTOPI,
30Kpema y TpuBHUMIpHiN rpadimi. KBarepHiOHH OMMCaHI1 1pJaHICbKUM MaTeMaTHKOM
Binbsimom Poyen IMaminsronom y 1843 poiii, Ta IIUPOKO 3aCTOCOBYIOTHCS y HAYKOBUX
JTOCTIHDKEHHSX Ta 1HKeHepii [19].

Buiie omnmucaHi anropuTMM Ta METOIM BHKOHYETHCS B MPOEKTI Y BHIIAIL
IHCTPYKII# 3 apryMeHTaMu (QyHKIIIi, 110 € 6a30BUM (DYHKITIOHATIOM PYIIisS B KOJEKIII1

3arajJbHUX MaTeMaTUYHUX (PyHKIIIM.

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTI Ta MOB IPOIrPaAMYBAaHHS

2.3.1. Onuc moBu C# y Unity

B morouniii kBamiikariiiHiii poOOTI BUKOPUCTOBYeThCs pymrniid Unity. Jlms
HAIMCaHHsA CIIeHapiiB Ta B3aeMojii 3 00’ekramu, okpim 3actocyBanHs Unity Editor
[20], BUKOPUCTOBYIOTHCS CIIeHapli Ha MOB1 ITporpamyBanHs C#.

C# € 00’€KTHO-OPIEHTOBAaHOIO MOBOIO TIPOTPAMyBaHHS 3 CYYacHUM
CHHTAKCUCOM, SKMM BKJIOUae B ce0e pPI3HOMaHITHI MOXJIMBOCTI, IO, 30Kpema
BUKOPHCTOBYIOThCSl IMIJI 4Yac CTBOPEHHs IrpOBUX JAoAarkiB. JlaHI MOXIJIMBOCTI
BKJIFOYAIOTh:

- bararonotouHicTh, fika HaJae MOXIHWBOCTI CTBOPIOBATH JOJATKH, SKI
BUKOPHUCTOBYIOTh MapajiejbHl MOTOKA BUKOHAHHS 3 LIJLII0 ONTUMI3allil 3aCTOCYHKIB;

—  Inrerpauis 3 .NET Framework po3mimpioe MOXIMBOCTI, HAJaI0YU TOCTYII

710 CHEKTPY 610110TeK 1 PyHKITIH, IO CIPOITYIOTh PO3POOKY.
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- OO0’eKTHO — OpIEHTOBaHy IapagurMa MPOrpaMyBaHHs, IO BIANOBIAAE
CTpYKTypi 00’ exTiB y Unity.

Unity ™ae BOyaoBanuii iHcTpymeHT — Unity Editor, mo pgo3Boise
BukopuctoByBatn C# 11 mporpamyBaHHS B LIbOMY CEpPEIOBHILI 3a JOIOMOIOIO
CKPHIITIB Ta KOMIIOHEHTIB.

CueHapii miIKJII0YarThCs 10 BHYTPIIIHbOI CTPYKTYPH IPOrPaMH, CTBOPIOIOYU
KJIac, KU yCmaJKoBye BOymoBaHUM Kiac mia HazBoro MonoBehaviour [21]. Ileit €
1abJIOHOM JIJIsl CTBOPEHHSI HOBOTO THITY KOMITOHEHTA, SIKUA MO)KHA TPUKPIMTUTH 0
irpoBux o00’ekTiB. KokeH pa3, KOJM I0MA€ThCS CIEHApIH JIO IrpoBOTO 00’ €KTY,
CTBOPIOETHCSI HOBUH €K3EMILIAP IHOTO 00'€KTa, OMMCAHOTO Y CXEMI KJIacy.

Pymiii  BukopuctoBye BiAKpuTuUd BuxigHuid kox tuiarpopmu NET mus
3a0e3MeueHHs CyMICHOCTI mporpaM, cTBopeHmx y Unity, 3 pi3HOMaHITHUMH
anapaTHUMU KOH(ITypaiisiMH.

Koxen pa3 mpu KOMMIIAIilT MPOEKTy MPOBOAUTHCS TOMIYK Ta BUIAICHHS
HEBHKOPHUCTAHOTO KOy B J0JaTKy. TakuM 4MHOM, B11I0YBA€ETHCS ONTUMI3AIS PO3MIPY
301pKH, 1 JOTIOMarae 3MEHIIUTH PO3MIp BUX1JHOTO MPOEKTY.

Pymiit migrpumye pi3Hi iaropmMu Ta CEpBEpHI CIIeHapii, ale NesKi CHCTeMHI
616miorexn .NET MoxxyTh BuMararu cieriuivHuX peanizalliid 17 IpaBuiIibHOI poOoTH
Ha 11 iargopmi. Hemae rapanTiii IpoyKTUBHOCTI UM PO3MOALTY JESIKMX CHCTEMHHUX
616miorexk .NET y Bepcisix Unity, 1 Unity He ButipaBiisie perpecii mpoayKTUBHOCTI B IIUX
616mioTekax [22].

MoBa nporpamyBanHsg C# Mae BeIMKY CHUIBHOTY pO3pOOHUKIB. Binkpura
mwiarpopma NET, ska 3abesnedye CyMICHICTh MpOTrpaM 3 PI3HUMHU amnapaTHUMHU
KOH(IrypamisiMi, a TakoX Ma€ 3HauHl (DyHKLIOHAJIbHI MOXJIMBOCTI, IO JO3BOJISIE

CTBOPIOBATH TEXHOJIOT1UHI PIlIICHHS.

2.3.1.0nuc Unity B 3D

Unity 3D npormnonye 6aratuii iHCTpyMEHTapii JjIsi CTBOPEHHS irPOBUX JIO/IaTKIB.

['pacdiuHi MOKIIMBOCTI PYIIis B IbOMY HAIPSIMKY BKIIIOYAIOTh:
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—  BimoOpakeHHS penbedy;

- eKpaHHa IPOCTOpoBa-3asiexkHa okiIto3ist (SSAO) [23];

- JUHAMIYHI TiH1 3 BAKOPUCTAHHSAM Marl TiHEeH;

— edexTu peHaepunra [24] 10 TeKCTypH;

—  IOBHOEKpaHHa MocTtoOpoOKa;

Pymiit miarpumye pisHoMaHiTHI popmaru 3D MopentoBaHHS, a caMe€ BHXITHI
daiiny 3 HAOUIBII BIIOMUX MTPOTPAMHHUX 3aCO01B JJIsI CTBOPEHHS MOJICNICH, TaKUX SIK
Blender [25], ZBrush [26] a60 3ds Max [27], Ta iHI1I1 TONYJASPHI IPOTrpaMHi TPOTYKTH.

B Unity Editor moctymumii Asset Store, sxuii € OaraTum pecypcoMm s
po3poOHuKiB. lanuii Mara3zun npononye noxaz 7000 Tuc. pi3HOMaHITHUX MakeTiB[28],
cepen skux € 3D — mopeni, TEKCTypH, Marepiaiu, CUCTEMH YaCTHHOK, My3WKa Ta
3BYKOBI1 €(heKTH.

[loTouHMII TPOEKT BHUKOPUCTOBYE HAOIp 3alpONOHOBAHUX IJIATPOPMOIO

IHCTPYMEHTIB, B TOMY YHUCJI1 IOCTYIHI €(DEKTH Ta MaKEeTH.

2.4. Onuc CTPYKTYPH CHCTEMH TA aJITOPUTMIB TI (PYHKLIOHYBAHHSH

2.4.1. CTpykTypa Ta aJrOPpUTMH CUCTEMHU

3 HULTI0 CTPYKTYpyBaHHS i1H(OpMarlii mpo KOMIOHEHTH, Oyno oOpaHO Ta
BUKOPUCTAHO METOJI IEKOMMO3UIIi1 cTpyKTypu. Lle# mporiec 1o3Bossie po3risaaru Oyab
— Ky CHUCTEMY SIK CYKYIHICTh MiJICHCTEM, fIKI TaKOX MOXYTb OyTH pO3AiIeH] Ha
yacTUHU. B TaHOMY KOHTEKCTI, cUCTeMaMu Oy[lyTh IK 00’ €KTHU CLICHH, I'POBI MEXaHIKH,
a TaKOXK KOHTPOJIEPH KepyBaHHS ITPOBUMH mporiecamu (Tadim. 2.1).

Taonuis 2.1

JlexoMIo3uLisi CTPYKTYPH NPOEKTY

KonTtponep kpokis

IrpoBuii T'ostoBHA Kamepa

[Tepconax
JOJIaTOK KonTtponep nepconaxy

Kontponep nixrapuka
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ITpomosxk. Taodm. 2.1

Cucrema TepmaBH

Cucrema iHBEHTapIO

[TinGip mpeameTiB

Cucrema aBepeit

IrpoBa
kimHara Ne(

Cucrema TeIenopTiB

MexaHniku
T'omoBonOMKa .
N MexaH1Kka BEHTHIIIO
«boiiep»
IrpoBa
. T'omoBonomka
kimMHaTa Nel . Cucrema 300py
«EnexTpununHui .
KOMITOHEHTIB
IITUTOK
['onoBosioMka Cucrema
«Ceiich» udpoBoro OJIOKY
IrpoBa T'onoBosiomka Cucrtema 300py
kiMHara No2 «Kaptuna» €JIEMEHTIB
T'omoBonOMKa :
Cucrema cTpuIoK
«l ognHHUKY
Memnemxe [Tepemukau
p P Kamepu cuenn
Kamep Kamep
BkasiBauk B3aemmaii
3 o0'ekTamu
. Cucrema KonTpomnep .
[aTepdeiic . . BxkasiBHuK
BKa31BHUKA BKa31BHUKA
B3a€MO/III 3
rOJI0BOJIOMKAMU
EMOieHT 3BYK JIONTY
[Tin61 .
P 3ByK mijioopy
MPEAMETIB
Bzaemomis 3 )
3BYK BIJIKPUTTS
JIBEpHUMa
3BYKOBE
[IepemukanHus
CYNPOBO/IKCHHS 3BYK EpEMUKAHHS
BEHTHJIIO
AxrtuBaris [Tounsky
KBECTIB €IIEMEHTY
. 3BYK IOYMHKHU
«EnexTpuunui
IITUTOK
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ITpomosxk. Taodm. 2.1

3BYK KPOKIB IEPCOHAKY
3BYK MEXaHIKH «TEMPsIBay
Bimunnenns nsepen
A [TinOip mpeameTiB
AHiMari - ADIP TIpeA
AKTHBaIisa KoHnTposnep cTany noJIOKEeHHS
TOJIOBOJIOMOK 00'eKkTy
Cratnusi KepacuHoBi Jlamnu
Jixepena JDKepesia Enementu intep'epy
. JlixTapuku .. ITepenocHuit
Cgitna JnaamigHi i
JTIXTapuK
JpKepena
IEPCOHAKY
Menemxe Kontpose .y
JRRED TP \ p OO0'exTH Ta mapaMeTpu KoJi3ii
KOJI131i KOJII31i 00'eKTy

I[OI[aTOK p036I/ITO Ha KOMIIOHCHTH Ta CUCTCMH, IO BUKOHYIOTh 3aBAdHHA. Huxue

HaBEIECHO OIMUC KOMIIOHEHTIB:

Menemxep komiziii. BiamoBizae 3a cTeXXEHHS 31TKHEHHSI 00’ €KTY Mojel
NEPCOHaXy 3 IHMUMHU 00’€kTamu, abo Tpurepamu. [Ipu 1LOMY, BCTaHOBIIOIOUU
BIJIMOBIIHI Nparnopiii. Jlanuii pyHKI10HaT BUKOPUCTOBYETHCS 1HIIMMH CUCTEMaMU /IS
NEPEBIPKU MOXKIIMBOCTI 3aCTOCYBaHHs (DyHKIIIH a00 MiACHCTEM.

- KonTtponep 06’exra rpaBis. [{eii KOMIOHEHT BU3HAYAE PO3TANTyBAaHHS Ta
JIOTIKY TIEpEMIIIEHHSI MOJIeJl TOJIOBHOTO Teposi, a TaKoX B3aEMOIE 3 IHIIUMHU
€JIEeMEHTaMH, 10 MPUB’A3aHl J0 MEPCOHAXKY, a caMe: JIXTApUK, 3BYKOBI 00’ €KTH, 1
TOJIOBHA Kamepa. [paBenb Ma€ MEeBHY MIBUAKICTH, 3 KOO MOXE IMEpEeCyBaTHucs IO
JIOKallii, Ta iHII oOMexxeHHs. Takox, 11e¥ eJIEMEHT BiJIIIOB1Ia€ 3a BUJ] TOJIOBHOT KaMepHu
1 3MIHEHHS TTapaMeTPiB 11 po3TalryBaHHS B 3aJICKHOCTI BiJ] MIOJOKESHHS Ta MTOBOPOTY

MOJIEJII TPaBIIsl.

Menemxep kamep. MicTUTh €IEMEHTH KaMmep Ta BiINOBIIHUNA MEHEIKep
KOJI31, 3 SIKUM KOOINEPYETHCSA. 30HA BiAMOBIAAIBHOCTI CTOCYETHCS TOJIOBOJIOMOK, Ta
nepeMUKaHHs KaMep IpH B3aeMo/Iii 3 Tpurepamu. KoxHa kamepa MiCTUTh YHIKaTbHUAN

BKa31BHUK MUUII JJIs1 YIPABIIIHHS Ta MapaMeTpu OCBITIEHHS (puc. 2.1)
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O Inspector

] ~ CameraManager
0,

- Layer Default

Puc. 2.1. Menenxep kamep 3aCTOCYHKY

— Kontponepu animariii. KoxkeH 00’€KT CIEHH, [0 aHIMY€ETHCSA, MAae
KOHTpPOJIEP, SIKUM BIAMOBIJAE 3a 3MIHEHHS TOJOXKEHHS O00’€KTa Ha CIIEHI MiJ 4ac
aKTHBallli BIANOBIAHUX Tpurepis. Hampuknaz, TpurepaMu MOXyTbh OyTH:

—  HaBEJCHHS MMII Ha 00’ €KT;
—  HaTUCKaHHS KHOIKHU MUII abo KiaBiaTypu,
—  TEpeTHH NEBHOI IrpOBOi 30HU.
Jlani Tpurepu MOXYTh IOEIHYBATHUCS pa3oM 3 IHIIMMH. TakuM YHHOM,

MIPOTIO3HUIIISI TPH JI0 B3AEMOJIIT MOXKE BIAOYTHCS ITPH OJJHOYACHOMY 3HAXOJKEHH1 MOJIEI
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reposs B TEBHIM 007acTi, MPU HASBHOCTI JEKUIHBKOX TMpamopiiB B CHUCTEMI, Ta

OJTHOYACHOTO HABEJICHHS 1 HATUCKaHHS KHOIKA MHUILI a00 KJIaBiaTypH.

2.4.2. Onuc irpoBUX MeXaHiK i MOCJIiIOBHOCTI 3aBIaHb

JlomaTok Mae MeXaHiKH, 110 € OCHOBHOIO Ta HEBiJ €MHOIO YaCTHHOIO IrPOBOTO
nporiecy. B 1migomy, irpoBi MexaHiku — 11e¢ Habip MpaBWI 1 CHCTEM, III0 BU3HAYAIOTh
ITPOBUI MPOLIEC Ta B3AEMOJII0 T'PaBIs 3 3aCTOCYHKOM. BOHUM BKIIIOHarOTh B ce0e BCl
T, IK1 MOYKe€ BUKOHYBATH TOJIOBHUI TepOM, a TAKOXK CIIOCOOM, SKUMHM I'pa pearye Ha 11l
nii. MexaHiku (pOpMyIOTh OCHOBHI aCIIEKTH I'PU, OJHUM 3 KOTPUX i HAWBAKIUBILIUM €
B3a€MO/IS 3 BIpTyaJIbHUM cepefoBulieM. OCHOBHI KOMIIOHEHTH MEXaHIK BKJIIOYAIOTh:

—  MpaBujia TPH, SKI BU3HAYAIOTH, 110 TPaBEllb MOXKE POOWTH, a00 IO HE
MOXKE;

— IJT1 Ta 3a/a4l, K1 TOBUHHI BUKOHYBATHUCS 111 4ac MPOrpecy;

—  CHCTeMa B3a€eMO/IIi 3 00’ €KTaMU CLEHU Ta CEPEIOBULIEM;

- €JIEMEHTH BUTIAJKOBOCTI, K1 BIUTMBAIOTH HA PE3yJIbTAT Jil.

Takum 4MHOM, € HEOOX1THUM CTBOPECHHS MEXaHiK, sIK1 I03BOJISTh B3aEMOIISATH 3
IrpOBUM IpoOLIeCOM. B MOTOYHOMY IIPOEKTI, ICHY€ HACTYITHUI MEpeikK:

- MeXaHiKa «TeMpsiBa». J[aHe mpaBuio 0OMeXye TpaBIlsl B 4aci, IKU MOXKE
OyTH BUTPAYeHHUI Ha MPOXOKEHHS rOJIOBOJIOMOK. BOHO 1€ TUTBKM B TOMY BUMIAJKY,
SIKIIIO KOPUCTYBa4 3HAXOAUTHCS B TEMPSIBI 11032 CTATUYHUMH JDKEPESIaMy CBiTa. biok

— cXeMa alTrOpUTMYy Ail 3a3Ha¥eHa Ha HACTYITHIN aiarpami (puc 2.2):
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Ileperin: mogeni rpaeL 3
30HO TEPMABH

]

T'paBelb 3HAXOIHTBLCH B
30HI TeMpsBi?

Tax
h 4

BH3HAYEHHA YACY 3HAX OLKSHHA
B 30HI TeMpPABH

3BYKOBMIA CHTHAIL
) 5 o
ceprebmTTa / : Tqx MeHme 50 ceKyHI

Hi

1

3EYKOBIMIT CHTHAI:

Mix 60190
CeKYHIAMH?

TIpHCKOpeHe ceplebmTTa

Hi

Bimeme 90 cexyHI?

Tak
3EYKOEMIT CHIHAIL MyM
NZBOHY , IPUCKOPEHE
cepuebuTTa

l

Iepemim eHrA rpaELA Ha MOYATOK
Toxai

Puc. 2.2. Anroputm Mexaniku «TempsiBay

TakuM YWHOM, TIiJ Yac 3HAXO/DKEHHS I103a CTAaTUYHMMH JDKEpeIaMHu CBITIa,
rpaBellb OTPUMY€E 3BYKOBI €(peKTH. Y pa3l iX iIrHOPYBaHHs, KOPUCTYBAY MEPEMILLY€E€ThCS
Ha TIOYaTOK JIOKamii. 3 IJUTI0 3armoOiraHHs JaHuX e(eKTiB, TpaBellb IOBHUHEH
3HAXOJWTH Ta aKTUBYBaTH HOBI JDKepesna CBITIA, Kl AIIOTH K Oe3medyHi 30HU Ta

KOHTPOJIbHI TOYKH.
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—  Cucrema iaBeHTtapio. g cucrema 30epiranss, o mMae iHGOpMalio mpo
MpeAMETH B IOTOYHOMY 1HBEHTapi rpasiisi. Bona He Mae rpadgiyHOro BiIoOpakeHHs, a
00’ €KTH MOKA3yIOThCA OJIMH pa3 Micis iX miadopy, y pa3l He0OOX1AHOCTI.

—  Konosuii 3amok. fBisie co0or0 BiAraayBaHHs KOy HAa OJHOMY 3 KBECTIB
irpoBoi sokartii. [locmigoBHICTE IILOTO 3aBAaHHA 300pakeHa Ha puc. 2.3. MexaHika
PO3B’s3yBaHHS MMOJIATAI0 B HACTYITHOMY:

- B MoMeHT B3aemo/Iii 3 TOJIOBOJIOMKOO BHJ KaMEPH MEPEMHUKAETHCS
Ha KaMepy, 10 MPUB’sA3aHa JI0 ITi€T TOJIOBOJIOMKY;

— [lin yac HaTUCKaHHS Ha KHOIKHU HHU(PPOBOTO OJOKY 3’SIBISIIOTHCS
3BYKOB1 CUTHaJIM. TaKUM YMHOM, HEOOX1JHO BBECTH BIpHY KOMOIHAII11O;

— [Ipn HEKOpEKTHOMY BBEJEHI 3HAYCHHS, 3 SIBISE€THCS BiAMOBIIHUN

3ByKOBHM CHUTHAJ.

. Solve the card Open the Find a letter from
[ Bedside table ’ puzzle ’ combination lock uncle J

Puc. 2.3. ITocmigoBHICTE 3aBIaHHS 3 KOJOBUM 3aMKOM.

Po3rnsiHeMo mociIoOBHICTD il yCiX KBECTIB:

- ['onoBonomka «Kaptuna» (puc. 2.4):

. Find all parts of Put together the Find the key to the
Picture . . :
the picture image from them boiler room
Y

( Open the clock J

of the picture

L Find the last piece J

Puc. 2.4. TlocnigoBHICTH [I1ii 3 KAPTUHOIO
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T'onoBonomka «Enexkrpuunnii mutok» (puc. 2.5):

butron, lift the house, kitchen key
switch

e & el Put them in their
electrical tape, green
and red buttons) s

Puc. 2.5. TlocmigoBHICTD 11 3 «EJEKTPUYIHUI ITUTOKY

Press the green .
[ Electric panel J [ Electricity in the

Kgect «boiinep» (puc. 2.6):

activate boiler ’ { turn the valve three times }—){ pick up the bedroom key }

A

turn the valve ]—{ press the button near the boiler ]

Puc. 2.6. IlocninoBHicTh 11 3 «boinep»

Kgsect «l'oqunnux» (puc 2.7):

activate clock quest take the picture part —> activate next stage

rotate arrows in right direction the clock opens

Puc. 2.7. ITocmaoBHICTE aii 3 «] OMUHHUK
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2.4.3. CTpyKTypa irpoBUX KOMIIOHEHTIB

Ha puc. 2.8 — 2.15 npeacraBneno UML — niarpamy Ki1aciB KOMIIOHEHTIB

CTPYKTYpH MPOTPAMHOTO 3aCTOCYHKY. JlaHMi1 MiAX1] JO3BOJISIE Bi3yali3yBaTH

CTPYKTYpYy IPOTrpaMHOiI CUCTEMH, KJIaCH, iXH1 aTpUOyTH Ta B3a€MO3B’ I3KM MK HUMH.

ModelControl
+ Player: GameOQbject
- ChangeControllerEnable(). void
- ChangeControllerDisable{): void
Extends PointerController
+ Pointer: GameObject
+ HandPointer. GameObject
+ ActionCursor: MouseCursor CameraSeatcher
+Instance: PointerController
/ + PointerTarget: List=MouseOverChecker= + CaptureName:string
o ekt vold + CaptureCollision:Collider
w ° S:va:t e.(). ‘_':I +MainCamera :Camera
) Hig (F)' vol a + SecondCamera.Camera
+ HidePointer(): voi
MonoBehaivor ShowPoint 0 id + Controller: PointerController
. .
T o'v:“:m er(): v?eck " Chiock ” + Light ModelController
. .
argetRemove(checker. MouseOver er): voi - isSwilchedbool

Extends

Extends

CollisionManager

+Instance: CollisionManager

+ PlayerModel: GameObject

- gameModels: List<Transform>
- isintersecting: bool

- intersectedName: string

+ Onintersect: event

- Awake() void

- Update(). void

+ Isintersect(): bool

+ GetintersectedMamed(): string

+ GetintersectedParentName(). string

+ GameModelRemove(model: transform): void

+ ChangeCameraActive(). void

+ ChangeCameralnactive(): void

+ Changelmmediatelnactive(): void
+ Initialization(). void

+ GetisSwitched(): bool

+ managelmmediatelnactive(): void

CameraManager

- collisionManager: CollisionManager
- cameralist List<CameraSwitcher>
+Instance CameraManager

- currentSwitcher: CameraSwitcher

- Awake(). void

- Start(). void

- Update(): void

- manageCamerasActive(capName: string, tempSwitcher. CameraSwitcher): void
- manageCamerasinactive(): void

+ managelmmediatelnactive{): void

+ CameraRemove{camera: Camera): void

Puc 2.8. liarpama kJaciB r1o0aJIbHUX CKPUIITIB

Puc. 2.8 npencrapnsie miarpamy kiaciB mio0ainbHUX ckpunTiB. Kiacu maroTh
HACTYITHI B3a€MO3B’ I3KU:
i x7acu ONUCYIOTH MPUHIIUI B3a€MOJIIT 3 PYHKIII€I0 IEPEMHUKaHHs KaMmep B Ipi,

Ta 3B’S3KU 3 THITUMHU KJIaCaMU JIOIaTKy, TAKUMU K MEHEDKEp KOJI131H, 1110 BIATIOBI A€
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3a IEPETHH ITPOBUX TEPUTOPIN Ta 1HINIFOBaHHA TpUrepiB. OKpiM 1IbOTO, ONTUCAH1 KIacH
KOHTpOJiepa BKa3iBHUKA 1 MOJIEJl MEepCOHa)Ka B3a€MOIIOB’sI3aHl Mij] 4ac BUKOHAHHS

aNTOPUTMIB 3aCTOCYHKY.

TeleportHandler

- handler. SoundTeleport
+ player. GameObject

- handleTeleportEvent():. void

Extends

Y\ SoundTeleport

Extends + TeleportAction: event Action

+ audioSource: AudioSource
\ + audioEffect: AudioSource
+ audoTorch: AudioSource
- isPlaying: bool

MonoBehaivor

- waitForSoundToFinish(): IEnumerator
- fadeOut(): IEnumerator

Puc 2.9. Cucrema tenenopti

HeadTorchControl

CharacterController + headTorch: GameObject
+torchEnable: AudioSource
+torchDisable: AudioSource

- Stan(): void
- Update(). void

CharacterControl

+ isMoving: bool
+ speed:fioat
+ jumpSpeed: float

Cameralook

+ RotationAxes:.enum

+ gravity: float . )
- moveDirection:Vector3 Extonds N :Zzssllﬁ\::::(l:o; :: :s
- controller. CharacterController + sensitivityY: float
- Start(): void +minimumx:float
- Update(). void + minimumy: float

+ maximumX: float

+maximumy. float

- rotationX: float

Extends Extends | rotationY: float

- rotation: Quaternion

- currentSwitcher: CameraSwitcher

- Start(): void

+ ChangeAngel(angle: float, min: float, max; float); float
MonoBehaivor - Update(): void

Puc 2.10. KoHTposb mepcoHaxxy Ta Moro eJIeMeHTIB
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Knacu, o npencrasneni Ha aiarpami puc. 2.10, KepyroTh, IEPEBAXKHO, PYXOM 1
o0epTaHHsIM MepcoHaxy. MeTonu BUKOHYIOTh MEpPEeCcyBaHHS B MPOCTOpI, Ta 00epT 1
KOHTPOJb Kamepu. OKpiM 1bOTO, 0 00'€KTY MOJElNi IPaBIsl MPUKPITUICHI TOJATKOBI
CJIEMEHTH, TaKl SIK JIXTapUK.

Ha puc. 2.11 300pakeH0 OCHOBH1 MOJI€JI1, BIJMIOB1IaJIbHI 32 KBECTOBY CUCTEMY

irpoBoi kimHatu. [HTepdeiic I[Clickable no3Bonsie nmocartu momipomopdizmy,

CIIPOCTUTHU Ta 3MEHIITUTH KUTBKICTh KJIACiB.

DetailController

+ Manager DetailManager

CameraManager

GazManager

DetailManager

+ DetailList List<bool>

+ animator: Animator

+ source: AudioSource

+ lockedSource: AudioSource
- isLocked: bool

- ClickOn():bool

+ lightFire: AudioSource
+ fullFire:AudioSource
+ stariFire: AudioSource
+ rotate: AudioSource

+source: AudioSource

+ shieldEnable: AudioSource
+ key. GameObject

+ manager. DetailManager

- isEnabled: bool

+ ClickOn():bool

. . isAll:bool
+ Detail: GameObject - + manager. CameraManager
+ Grabitem: AudioSource - Awake(): void ,+"|+ control: repairBoiler
+ ClickOn()bool - FixedUpdate(): void - wheelCount: int
] + RepairObj(): bool - isPressed: book
+ ClickOn():bool
+ MakeAction(): void
KeyController
<<|nterface>> I WheelControlier
+ key.GameObject IClickable b
+ control: AnimationConirol - ChekOn(: bool + gazManager. GazManager
+ ; itivity-
+ Grabltem: AudioSource ickOn(): + sensitivity: float
A3 - isRotating: bool
+ ClickOn():bool + lasMousePosition: Vector3
- totalRotation: float
- Update(): void
RepairBoiler
AnimationControl + oldShield: GameObject
+ repairedShield: GameObject AudioController

+ audioSource:AudioSource
+ loopDuration: float
+ nexiLoopTime: double

- Start(); void
- Update(): void

Puc 2.11. Cuctema mexanik kBecty «boitnep»
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KonTponepu kepyroTh CBITIIOM 1 CTaHOM IepcoHaxy (puc. 2.12), oro

no3uuiero. Lel pyHKI1OHAM Mae 30HY BIJINOBIIAJIBHOCTI 32 MEXAHIKY «T€MpPSBay.

ScareController

+ playerModel: GameObject

+ controller: LightController

- isScaredbool LightController
- isPlayed: bool + lights: List<GameObject>
- isFaster: bool =

- isHarded: book + DisableLights(): void

- darkEntered: AudioSource + EnableLights(): void

- heartBeat AudioSource

- laugh: AudioSource
- ring: AudioSource

- breath: AudioSource Extends
+ fadeDuration: float

+ ScareEnable(). void

+ ScareDisable(). void

+ EnableSounds(): void
- startSoundRoutine(). IEnumerator —Exdends—{> MonoBehaivor
- Update(). void

- fadeQutHeartBeal(): IEnumerator
- increaseHearBeal(): IEnumerator
- setFaint(): IEnumerator ZF
- handleTelepori(). IEnumerator

Extends

FlickerController

+ minintensity. float

+ maxintensity: float

+ flickerSpeed: float

+ flickerAmount: float

- pointLight: Light

- baselntensity: float

- Start(): void

- Flicker(). IEnumerator
= Update(): void

Puc 2.12. Monenb MeXaHIKU «TeMPsIBa»
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OpenClock

+arrowOne: Collider
+arrowSecond: Collider
+triggerOne: Collider
+triggerSecond: Collider

+ pictureCollider: Collider

+ clockAnimator; Animator

+ rotatorFirst: ArrowRotator

[+ rotatorSecond: ArrowRotator

- Update(): void
- Destroy(): void

ArrowRotator

+arrowMouse; ArrowMouseOnOver
+ clockCollider Collider

+cursor. CustomCursor

- isCursorLocked: bool

- initialCursorPos: Vector3

- currentCursorPos: Viector3

- rotationX: float

- rotationSpeed: float

ArrowMouseOnOver

+ mouseOn: bool
+ objectName: string

- Update(). void
- FilkedUpdate(): void
- GetCursorLocked(): bool

Puc 2.13. [liarpama KJ1aciB CUCTEMH «TOJUHHUK»

PartChecker

+handler: List=PartHandler=
+ controller: PointerController
- parts: queue<int
+isCollected: bool

- Awake(): void

- Update(): void

+ AddNumber(key. int). void
+|sCollected(): bool

+ Removeltem(item: PartHandler). void

- Update(). void
- FikedUpdate(). void

- GetCursorLocked(): bool

+ picture: GameObject

+ key. GameObject

+ KeySound: AudioSource

+ PersonSound: AudioSource
+manager. CameraManager
+isAllChecked: bool

- Update(). void

PartController
+ ColliderObjects: List<Colliderinteraction>

PartHandler

+ keyValue: int

+ checker: PartChecker

- controller. PointerController
+ manager. CollisionManager

- Stan(). void
- Handlelntersect(): void

CameraManager

Puc. 2.14. JliarpamMa KBECT — CHCTEMHU «KapTHHA»

SpriteController

- isDragging: bool

- initialMousePosition: Vector3
- initialObjectPosition: Vector3
- moveSpeed: float

- maxSpeed: float

- rotationSpeed: float
+imageCamera: GameObject
+ pictureCollision: Collider

+ patChecker. ParChecker

+ controller: PartController

+ ClickOn():bool
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CollisionManager

PointerController

CameraManager

<<|nterface>>
IClickable

+ ClickOn(). bool

et

PictureDetailController

+ detail: GameObject
+ Grabltem:AudioSource

+ ClickOn().bool




CardController

- card: Transform
- cardElement; GameObject
- originPosition: Vector3

PlayingCards

+ cards: Queue <GamaObjed=
+ positions: Queue <Vectord=

- PlayingCards: queue <> + AddToQueue(card: GameObject, orginPosition: Vector3): void
- Awake(): void - Awake(): I\fOld
- DnMouseQver(): void - Update(}: void
KeyChecker
- code: Queus<int= KeysHandier
- correciCode: intf] {readOnly} rw——
- manager: CameraManager + chocker KeyChocker
+elemant. Animator < : e
+ keyWrong: AudioSource - keyDown: Au urce
- Start(): void
- Awaked(): void
- AddNumber(key: int): void - OnMouseCver() void
- Update(): void
MoteHandler
+ note: GameObject “éms
+ flashlight: GameObjed  loccceeaaaaan [‘;;
+ pointer. GameObject + ClickOn(): bool
+ manager: CollisionManager
+ audioSource: AudioSource
- Awake(): void KeyHandler
- OnMouseOver(): void + keylcon: GameObject
- OnMouseExit() void .
+hideNote(); void - OnMouseOver(). void
+ ClickOn(): bool
FearRoom

+forcelLock: AudioSource
+radioSound: AudioSource
+forceLightDisabled: AudioSource
+obj :GameObject

+flashLight. GameObjed
+pictureTrue : GameObject

+ pictureScary: GameObject

- objTransform: Transfomm

- Awake() void
- Start(): void
- OnTriggerEnterother: collider) void

Puc. 2.15. [liarpama knaciB 00’€KTiB iIrpoBOi KIMHAaTH
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JleTanpbHe TpeNCTaBIEHHS MPU3HAYEHHS Ta B3a€EMO3B’S3KIB MK KiacaMu

HagaHo B Taoum. 2.1.

Taomung 2.1.

Tabauus npu3HaAYeHHs Ta 3B A3KIB KJACiB IporpamMu

HazBa

IIpu3HayeHHs

3B’ A3KH

CharacterControl

Kepye nepecyBaHHIM
MIEPCOHAXKY, BUKOPUCTOBYIOUH
KOMIIOHEHTH
CharacterController

Arperartis 3
«CharacterController»

HeadTorchControl

Kepye mixTapukom Ta #oro
CYIIPOBITHUMU 3ByKOBUMHU
edexTamu

Cameralook

OOGepraHHs KamepH 3a
JOTIOMOTOF0 MUIIII JIJIST OTJISITY
CIIeHH, 3 Oy/Ib — SIKOT TOUKH
30py

ModelControl

[lepemukaHHsI aKTUBHOCTI
MIXK TPaBILIEM 1 1 IOTOYHOIO
MOJIEJLTIO

Arperartis 3
«CameraSwitcher»

CameraSwitcher

[lepemukaHHsI aKTUBHOCTI
MDXK JIBOMa KamMepamMu Ha
OCHOBI BXITHUX JaHHIX
KOPHCTyBaua, a TaKOX
YIpaBJIiHHS KypCOPOM

Acormarnis 3
«PointerController» ta
«CameraManager»

PointerController

Binnosinae 3a kepyBaHHS
MOKKYMKOM, 3a0e31euye
MoKa3 abo MPUXOBYBaHHS
MOKKYHMKA Ta KEPYBaHHS
CIIMCKOM IlIEH

CameraManager

3abe3neuyro KOHTPOJIb
KaMepaMu y Tpi,
320€3IMeUyrour X aKTHUBAIIII0
Ta JIGaKTUBAIIII0 Ha OCHOBI
YMOB B3a€MOII1 3 00’ €KTaMH
Ta CTaHy KOMIi31H.

Acormuars 3
«CollisionManager»
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ITpomosxk. Taodm. 2.1

CollisionManager

Kepye komizisimu Mix
ITPOBUMH MOJICIISIMH Ta
MOJICJITIO TPaBIIsl, BU3HAYAE
(bakT nepeTuHy 00’ €KTIB,
30epirae iM’si TIOTOYHOTO
MIePETHYTHOTO 00’ €KTa 1
BHUKJIMKAE TOIT M Jac
MICPETHHY.

SoundTeleport

BinTBopeHHs 3ByKOBUX
e(eKTiB IpH MEePEeTUHI MEBHUX
30H, Ta YIpPaBIiHHSA
MEePEeMUKAHHAM CTaHY
00’ekTiB. [HIMIIOE TOAII0
opOoKH aymaioeeKTy
Tenenoprari

Arperariis 3
«TeleportHandler»

TeleportHandler

OO0po6xka moii TenenopTartii,
BUKJIMK 3BYKOBHUX €(DEKTiB
TEJETIOPTYBaHHS; BAMKHEHHS
MOJKJIMBOCT1 KEPYBaHHS
MEePCOHAXKEM; 3MiHA MO3UIIIT
rpaBlis Ha 3a3HAYCHI
KOOPJIWHATH; BiTHOBJICHHS
MOYKJTMBOCTI KepyBaHHS
MEPCOHAKEM

ScareController

Peanizye mexaHiky
«TEMpSIBa»; 3MIHIOE 3BYKOBI Ta
Bi3yasbHI €()EKTH BIPOIAOBK
90 cexyH[1; BMUKa€E Ta
BUMHKAE CTaH pearyBaHHsS Ha
TEMPSBY

Acoumarnis 3
«LightController»

LightController

BumkHEeHHS Ta YyBIMKHEHHS
CBITJIOBUX JDKEpeT

FlickerController

Edekt MepexTiHHS CBITIA.
HanamroBye mapamerpu
MiHIMaJbHOI Ta MAKCUMaJIbHOT
IHTEHCUBHOCTI CBITJIa,
IIIBUJIKOCT1 MEPEXTIHHS Ta Ti
aMILTITYly; 3MIHIOE
IHTEHCHUBHICTH CBITJIA B
3aJIEKHOCTI BIJ LIIyMy
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ITpomosxk. Taodm. 2.1

DetailController VYrpaBiiHHS AeTaIsIMU ITPOBOT Acormarns 3
KIMHATH, pearye Ha KJIKd «DetailManager» Ta
KOpHCTyBaua; nonae aeraii 1o | peanizaiis «IClickabley
CIIUCKY JIETAJIi; BIATBOPIOE iHTEpdEicy
3BYK 3aXOTUICHHS MPEIMETA;
MIPUXBOYE KypCcOp BITHOCHO
IrPOBOI1 CIICHU
DetailManager KonTponb Ta nepesipka crany
JeTanei; Bkasye, ud Bci
aeTaini 310paHi
RepairBoiler Bianoginae 3a BiTHOBICHHS Peamnizye inTepdetic
KOTJIa; MepeBipsie, YU BCl «IClickable»
JleTalll BIAHOBJEHI, 1 Y1
AKTUBOBAHUU
«EJEKTpOouTOK»
AnimationControl 3HiMae OJIOKYBaHHSA 3 Peamizye inTepdetic
€JIEMEHTY aHIMallli{; IPUXOBYE «IClickable»
BKa31BHUK; ITIPUXOBYE IrpOBUIA
00’ €KT
KeyController Kepye BuKoprCTaHHSIM KJTr04ua Acoruariis 3
y Ipi, 00po0OIIsie HATUCKAHHS «AnimationControl»,
Ha 00’ €KT peanizye iHTepdeiic
«IClickabley
GazManager 3n1iCHIOE KepyBaHHS Aconnaris 3
YBIMKHEHHS JpKepena BorHio, | «RepairBoiler», peamnizye
3MIHHM HOTO PiBHS; BUKIHKAE iaTepdetic «IClickable»
3BYKOBI €(DEeKTH 3MIHU
TTOJIO’KCHHSI BEHTHUTIO
WheelController OOGepranHs 00’ €KTa BEHTUIIIO, Aconuaiiis 3
BPaxOBYIOUM YYTJIMBICTh PyXy «GazManager»
MHIII
AudioController ABTOMaTHUYHE BiJITBOPEHHS
3BYKOBUX JIOPIKOK B
PETYIApHUX 1HTEpBaJIax
OpenClock Binkputtsa roquHHUKA y TPi.

Busnauae nepetuH 1Box
CTPIJIOK 3 BIAMOBITHUMHU
TpUTepaMu Ta aKTUBYE
aHIMalII0 BIIKPUTTS
TOIMHHHKA; BUMUKAE
KOJIalJIep TOJMHHUKA
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ITpomosxk. Taodm. 2.1

ArrowRotator

OOGepTraHHs CTPIIOK
TOIMHHUKA; BU3HAYAE, YU
3a0JIOKOBaHUI KypCcop Hal
CTpIJIKOIO, Ta obepTae ii
BIJIMTOBITHO JIO PYXy Kypcopa

Arperariis 3
«OpenClock», aconuarris
3 «ArrowMouseOnOvery

ArrowMouseOnOver

Bzaemonis 3 MAIIKOIO TSI
CTPIUJIKM TOJIMHHUKA.
BuxnmkaeTbes, KOy MUIIa
HaBeJcHa Ha 00’ €KT

PlayingCards

VYrpaBiiHHS KOJIOI010
IpaJibHUX KapT; KepyBaHHS
YEeproro KapT Ta JoJaBaHHS
pa3oM 3 ITOYaTKOBHMH
MO3UIIISIMH; TIEpeBipKa
BIJIMOBIHOCTI JBOX KapT
OJTHOYACHO

Arperariis 3
«CardController»

CardController

OO6poOka HaTHCKaHb Ha
KapTKU; MIIHOM KapTKH Ta
JOJaBaHHS B YEPry NpH
HATCKaHHI

KeysHandler

BinTBopeHHs 3ByKy
HATUCKAaHHS KJIaBIII MEXaHIKU
«cerdy»; momaBaHHs 3HAUCHHS
HATUCHYTOI KHOIIKU

Acormuars 3
KeyChecker

KeysChecker

30epiraHHs BBEJICHO1
MOCIIIJOBHOCTI KHOIIOK;
nepeBipka KOPEKTHOCTI
MOCTI1JJOBHOCT1 BBEJICHUX
3HAYE€Hb; BIATBOPEHHS
aHUMalli BIIKPUTTS IFPOBOTO
00’ekTa «cendy»

NoteHandler

O6poOka HATHCKAaHHS Ha
ITpOB1 HOTATKM; TIEpPEBIpKa
HATUCKAHHS KJaBIIIl MHIII Ta
iIMeHH 00’ €KTa; BIIOOpaKeHHS
Ta MPUXOBYBAHHS HOTATKIB

Peanizye inTepdetic
«IClickable»

FearRoomController

BinTBopeHHS 3ByKOBUX Ta
BI3yaJIbHUX €(EKTIB; 3aIyCK
AHUMILIIHA Ta 3MIHA ITOJIOKEHHS
00’€KTIB
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ITpomosxk. Taodm. 2.1

PictureDetailController | ITinGip 3a 3HUIIIEHHS IFPOBOTO Peanizye inTepdetic
€JICMEHTY; BIJITBOPEHHSI «IClickable»
3BYKOBOTO CYIPOBOJI>KEHHS

PartController [lepeBipka YaCTHHHU MarOTh Acormmartis 3
MIEPETHH; BUKIUK OOPOOKH «CameraManager»
ITOJIIH, SIKIIO BC1 YaCTHHHU
310paHu
SpriteController VYrpaBiiHHS cipaTaMu, Acoruariis 3
nepeBipKa Ta aKTUBYBaHHS; «PartChecker»
MEePETIATYBAaHHS CIIPANTy Ta
obepTaHHS
PartChecker JlomaBaHHS YaCTHUH /10 Yepru Acormarns 3
Ta MepeBipka Ha 310paHICTh; «PartHandler»
BUJIAJICHHS] YaCTHH
PartHandler OO6pobka B3aemoii 3 Arperartis 3
YaCTUHKaMH 00’ €KTIB; «PartChecker.
BUSIBJICHHS B3a€MOJI11 Aconuaiiis 3
«ColissionManager»,
«PointerController» Ta
«CameraManager»

2.4.4. ®aiii0Ba CTPYKTYpa

3aCTOCYHOK CKJIaIa€ThCS IrPOBOTO JI0/IaTKy CKIIATAETHCS 3 IEKUTHKOT YACTHH:

—  Assets. OcHoBHa manka sl 30epiraHHs BCbOrO BMICTY IPOEKTY,
BKJTFOUAIOYM CKPUNTH, TEKCTYPH, MOJIEI, 3BYKH, TTpedadMu, Ta 1HIII pecypcH.

—  Library. Mictuts iHpopMaliro mpo 310pani ¢aiam Ta IMIIOPTOBaHI PECYCH.

—  ProjectSettings. 30epirae ¢aiinu koH}Irypallii TPOEKTYy: HaJIAIITyBaHHS
penaKTopa, SKOCTi, BXIAHUX JaHUX.

Le#i mepenik TUPEKTOPii MICTUTh OCHOBI €IEMEHTH 3aCTOCYHKY, aJie, TAKOX, I1e

HasBHI Taki nanku sk Logs, Obj, Temp Ta Packages (puc 2.16).
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[ran

BB Assets

8 Library

. Logs

e ob;

BB Packages

L ProjectSettings

. Termp

BB UserSettings

B .gitignore
[ ] wsconfig
Assembly-CSharp.csproj

" - - -
¥m Mistery Collection.sln

Puc 2.16. 3aranpHuii BUITIS HAKA POEKTY

Ha puc. 2.17 300paxkeHo 3arajibHy CTPYKTYpY IUpekTopiit Assets. B morounomy
IIPOEKTi, KOOKEH €JIEMEHT AOAATKy PO3MOMTH Ha BIAMOBIJAHI YaCTUHU Ta MITYACTHHH.
Hanpuxnan, «GloabalScripts» 306epirae yci mo6anbHi CKPUNTH 3aCTOCYHKY, 30KpeMa
MEHEDKEp KaMmep Ta KOJi3li, KepyBaHHA KYyKpPCOpPOM Ta OCBITIEHHSAM. Tomal sk

«Sounds» MICTUTB yCi 3ByKOB1 JIOPOXKKH, [0 3aCTOCOBaHI B JTOJIATKY.
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* Favorites

[ Assets

AllHouse

CINNTRAT

-
o=
=

Puc. 2.17. ®aitnoBa cTpykTypa «Assets»
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I Project I Project
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w Fa Sounds W Fa p GlobalScripts

I As
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lieldEnable
oundTel
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I
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a
a
A
A

oaaon

Puc. 2.17. 3BykoBi epexTu Ta m100anbH1 CKPUITH

2.4.5. Iepapxis irpoBux 00’€kTiB

IrpoBi 00’ €KTH CIIeHH pO3TaIIOBaH1 1EpAPXIYHO, 1 MAFOTH SIK IOYIPHI 00’ €KTH, TaK
100’ extH ipeakiB (puc 2.18). Koxxen 00’ kT Mae mapaMeTpu, 110 3B’ A3aH1 31 CKPUIITOM,
abo MarepialioM, Y MEpesikoM BiacTuBocTeil 00’ ekta noctynHux B Unity. OcHOBHA
YacTHHA, 30KpeMa I[0o0alibHI CKPUNTH Ta CKPUNTH TNEPCOHa)Ka BIAOKpEMJICHI 1
3HAXOMIATHCA B CAMOMY IOYATKy i€papxii IJs MIBUIKOTO JOCTYIy Ta pelaryBaHHS.
O0’€exTH ClIeHH, IO MPECTABISAIOTH JEKOpaIlli BIpTYaJbHOTO CEPEAOBHINA, PO3MIIIEHI

B OKpeMOMY KOMITOHEHTI (puc 2.19).
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Hierarchy

=+~

A backup

laugh

anager

Layer D

Add Component

Puc. 2.19. ITapameTpu MeHemKepy KO3
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‘= Hierarchy

+ -

Puc. 2.20. CxopoueHe npeacTaBieHHs JEKOPAaTUBHUX 00’ €KTIB CLICHU

2.5. O0rpyHTyBaHHS Ta OpraHi3auisi BXiIHUX Ta BUXITHUX JAHUX IPOTPaMH

Bxinni nani 3a6e3ne4yr0ThCs Yepe3 JIBa OCHOBHUX JDKepesia: IPUCTPOi BBEACHHS
(MMILIKa Ta KjaBiaTypa) Ta IHTEPAKTUBHI €JIEMEHTH B IFPOBOMY cepenoBull. Takum
YuHOM, TiepedipiiiHi MPUCTPOi MAIOTh HACTYITHI Ta 1111 300py MaHUX:

—  Mumka. BukopuctoByeTbes i OISy HABKOJUIITHBOTO CEPEIOBHUINA,
B3aeMojii 3 00’ekTamMu. PyXx 3MiHIO€ HampsIMOK Kamepu (BUJ 3 TepIioi ocodm), a
KHOITKM BUKOPHUCTOBYIOTHCS, @ KHONKA MHWIIA — BUKOPUCTOBYIOTHCS ISl B3aEMOZIT 3

00’ eKTamu.
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—  Kunasiarypa. 31iiicHIOE iepecyBaHHs MEPCOHAXKA MPU HATUCKAHHI KHOMOK
"W, A, ST, "D’ BianoBigHO BHiEepe, BIIIBO, Ha3aJl 1 BIIPaBO.

Opranizaiiisi BXiTHUX JaHUX 3[1HCHIOETHCS 32 JOTIOMOIOI0 1HCTPYMEHTIB BBOY
Unity, 6e3ciocepeiHbO, B BIMIOBITAIBHUX 3a ITI0 30HY KJlacax IMpOorpaMu.

Buxiani nani npeacrasieH1 y BUISI1 Bi3yalnbHOI Ta ay/110B13yasibHOT iH(popMaIii:

—  3BYKOBI e€(eKTH I CUTHami3alli mpo Ba)JUBl MOAll (3ByKH KpOKIB,
HATHCKaHHS Ha ITPOBi eJIeMeHTH, a0 Tia0ip MpeaAMETIB);

—  TEKCTOBI TOBIJOMJICHHS Ha €KpaHi, IO TPEICTaBISIOTHCS B BUIVISI
IrPOBHUX 3aITUCOK 3 TEKCTOM, a00 TEKCTOBUMH 300paKEHHSIMHU Ha TEKCTypax;

—  Bi3yasbHI edekty, Taki ak VFX [29] Ta cucTeMu 4aCTUHOK MpU aKTUBAIIll
TPUTEPIB, a TAKOXK aHIMAIIlii IrpOBUX 00’ €KTIB.

3BykoBl (ailinm 3a3fganeriip oOpoONSAIOTECS B 3BYKOBUX pelakTopax, 1
30epiratoTbcsi B «Assets/Audioy», 3BIIKH aKTUBYIOTHCS 3a JIOIMOMOIOK CKPHUNTIB Ta
xomroHeHTiB Unity — AudioSource.

Bizyaneui moBimomnenHns i1 Ul-ememeHTH 30epiratoTbCsi 1 HaJIAIITOBYIOTHCS
yepe3 cuctemy Canvas [30] B Unity

BizyanbHi gaHi, Taxi sk meniepyu Ta MaTepiaiu, animarlii i eeKTu CTBOPIOIOTHCS

B OKpeMuX (pailnax, Ta BUKOPUCTOBYIOTHCS M1 4aC BUKOHAHHS JOJATKY.

2.6. Onuc po3po0dsIeHoi cucTeMu

2.6.1. Buxopucrtani TexHi4Hi 3ac00mn

Jns  po3poOKu 1 TECTyBaHHS IrpOBOTO  JIOJATKy OyJa0 BHUKOPHUCTAHO
NEPCOHANBHUNA KOMIBIOTEP 3 HACTYITHOIO KOH(ITypalli€lo:

— IIIT: AMD Ryzen 7 3700x 3.6GHz;

—  OB3II: 16I'6;

—  auck SSD: Kingstion A400 480Gb;

—  Bigeokapta NVIDIA Geforce RTX 2060 Super 8Gb GDDRG6;
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— omeparriiina cucrema: 64 — pazpsgaa Windows 11;
— IUCILICH:
- yacToTa OHOBJIeHHS 165111
- posainpHa 31atHicTh: 1920x1080;
—  (dopwmar konpopy: RGB;
—  CHIBBIAHOIIECHHS CTOpiH: 16:9
— CTaHJapTHA KJaBiaTypa;
—  CTaHJapTHa MHUIIIA.
Po3poOnennii  gogarok  TecTyBaBCs, NEPEBaXHO, 3  BUKOPUCTaHHSIM
npencrapieHoi Bumle KoH@irypamii. Il koHdirypaiiss € peKOMEHIOBAaHOIO s

YHUKHCHHS MOKJIMBHUX ITOMHJIOK l'Ii,II qac CKCHHyaTaHiI.

2.6.2. BukopucTaHi nporpamHi 3acoou

[lin yac po3poOKH IrpoBOr0 3aCTOCYHKY BHUKOPHUCTAHO HACTYIIHI MPOrpamHi
3acobu:

- Visual Studio;

— Adobe Audition;

—  Adobe Photoshop;

—  cucrema Git.

—  Github.

Visual Studio [31] — cepenoBuiiie po3poOKu MPOrpaMHOro 3a0e3nedeHHs, 110
HaJaeThCsl KoMmaHiero Microsoft. 3acToCOBY€eThCs JUTsl CTBOPEHHSI JOJATKIB HA TAaKUX
MoBax nporpamyBaHHs sik C#, C++, TypeScript, JavaScript. Mae nakeTHHI1 MeHeKEp
NuGet [32], sskuii 103BOJIsIE BCTAHOBIIIOBATH 010/110TEKH B XOZ1 pO3POOKH.

B kontekcTi po3poOkm 3actocyHkiB Ha pymii Unity, Visual Studio
BUKOPHUCTOBYETbCSI Il HANMCaHHS Ta penaryBaHHs cleHapiiB. [HTerparis
cepenosuma ta Unity 103BOJIsSiE HANIAro[KyBaTd IrPOBI CKPUNTH O€3MOCEepenbHO 3

IDE, BUKOpHCTOBYIOYHM TOUKH 3yMHUHY, Ta 1HII MoxIuBOCTI Visual Studio.
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Adobe Audition [33] — mporpamHe 3a0e3redeHHs] pU3HAUYCHE TSI 00pOOKH,
penaryBaHHsT Ta CTBOPEHHs aynio — pecypciB. B pganiii poOoTi uei iHCTpyMEHT
BUKOPHCTOBYETHCS 11 CTBOPEHHS ayAi0JOPIXKOK, SIKI peali3ylOThCsl B KO/ B SIKOCTI
3BYKOBHX €()EKTiB 3aCTOCYHKY.

Adobe Photoshop [34] — nporpamuuii 104aTOK, SIKUH JTI03BOJISIE CTBOPIOBATH Ta
penaryBaTH pacTpoBi 300paxeHHs, Ta edekru. [1ix gac po3podku OyB BUKOPHUCTAHHIMA
1t ctBopeHHs 2D 300pakeHb BIPTYaJIbHOTO CEPEOBUIIA 3aCTOCYHKY.

Git [35] — cuctema KOHTPOJIIO BEPCIi, IO 3aCTOCOBYETHCS ISl YIpPaBIIHHS
BEpCisIMU KOAY, 30KpeMa B IrpOBUX 3aCTOCYHKaX. Hajgae MOXIMBICTH BIJCTEKYBAaTH
ICTOpUIO 3MiH, BHUKOPHCTOBYBAaTH pasrajiyKe€HHs Uil po3poOku (yHkuii abdo
BUIIPABIICHHS TIOMIJIOK, IO 3HWXXY€ PU3MK BIUTUBY Ha OCHOBHY TUIKYy Koay. Okpim
IIbOTO, MJKJIMBO BUKOHYBATH BiJIKaTH a00 3JIUTTS (haiiiB.

B norouniii kBamidikaiiitHiii poOOTi, € BAXKJIMBUM ICHTPYMEHTOM KEpyBaHHS Ta
BIJICTe)KCHHS TTOTCHIIIMHO MOXKJIMBUX TIOMIUJIOK TIiJ] 9ac pO3pOOKH 3aCTOCYHKY.

GitHub [36] € cepBicom miisa xocTHUHTY peno3utopiiB Git, 103Bossie 30epiratu
daiinu npoekTy, 3a0e3neuyBaru JOCTYI 3 Oy/lb — SKOrO KOMI FOTepa, 110 Ma€ AOCTYII
710 BIJJIAJICHHOTO peno3uTtopis. Bukopucranuii jyist 30epirants Ta BiACTEKEHHS KOy

1] 9ac PO3pOOKH.

2.6.3. BUKJIMK Ta 3aBaHTAKeHHSI IPOrpaMu

3i0panuii momatok Unity Moke OyTH 3amylleHUN 3 HOCIS JaHHUX, TaKuX, SIK
KOPCTKUM AMCK, 30BHIMHIN USB — HakonuuyBay. JloJaTok BCTAHOBIIOETHCS Ha
KOPCTKUM TUCK, Ta BUKJIMKAETHCS Yepe3 SIPIIUK.

OmneparuBHa mnam’sitb (RAM) BHUKOPUCTOBYEThCS [HJIsi 30€piraHHs JaHHUX,
HEOOX1THUX ISl BUKOHAHHS 3aCTOCYHKY B PEKHMI PEaJIbHOTO Yacy, Ta B KOKEH MOMEHT
Jyacy 3aJeKUTh BiJl KUIBKOCTI 00’€KTIB Ha MOTOYHIM CIIEHI Ta TEKCTyp, a TaKOX
cumymstii Ppi3uku Ta aHiMaIlin.

Jist 3amycKy Ta KOPEKTHOTO BUKOPUCTaHHS IPOrpaMH HEOOX1THO MATu:

- Visual C++ Redistributable;
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- DirectX 11;

Criji 3a3HaYUTH, 1110 JIJIs1 YCIIIITHOTO 3aITyCKY 3aCTOCYHKY HEOOX1/IHa orepalliiiHa
CUCTEMa, CyMICHA 3 J10/IaTKaMH, K1 po3pooiieHi Ha pywii Unity. Hanpukmnan, nogarok
MO)ke OyTH BCTaHOBICHHMM Ta 3amymieHuid Ha Windows, macOS, Linux Ta iHImmx

wiardopmax, siki miaTpumyots Unity.

2.6.4. Onuc inTepeiicy kopucryBaua

Po3po0bnene BipTyanbHEe cepeoBHINE MICTUTh MEPEiK IrPOBUX KIMHAT, a caMe:
KOpuJ0p, OOMIepHa, criajbHa KIMHATa Ta CTapTOBa KIMHATA.

[TouarkoBa kimMHarta (puc. 2.21) € Oe3MeUHOI0 30HOK [Jisi TPaBIl, NI€ ICHYE
okeperno cBiTia. KopuctyBad Mmoke BepTaTucs 10 i€l KiIMHATH, 1100 OOHYIUTH ITPOIIeC
MEXaHIKH «TeMpPsIBa» Ta MPOJAOBKHUTH TPY.

Jlo mepcoHaka NPUKPIIUIEHUHA JIXTAPUK, SIKAA CTBOPIOE IPOMEHI CBITIa

HaBKOJIO.

Puc. 2.21. ITouarkoBa KiMHara

KopuctyBau Moke B3aEMOZISITH 3 00’ €KTOM «JIBEP1» Ta «3aMKUCKa» B L1H IrpoBii
KIMHAT1, [IPY YOMY 3’ SIBJISIETHCS 1KOHKA B3aeMoli 3 00’extamu (puc 2.22—2.23).
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Puc 2.22. B3aemois 3 3alIMCKOO

\
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Puc 2.23. Ikonka B3aemoii 3 1Bepuma

3anmcka MiCTHTh HapaTUBHY 1H(OPMAITiTO 0 JIOKAIIii TP, a TAKOXK MIAKA3KY 1110

repoil MOBMHEH BUKOHYBATH JIJIsl POXOJKEHHsI KBeCTIB (puc. 2.24). Ilicns 3’ aBnseTbes

3amMcKa nepes roIoBHOK KaMeporo. Llel eneMeHT MOKIIMBO 3TOPHYTH HAaTUCKAHHSM

Oy/lb — K0T KHOIIKYM MHIII1, TPH YOMY 3aIiCKa POIaje 3 IIyXJIsIu.
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Do,

If you are reading this letter, it
means that my long life has come to
an end, and | am no longer among
'you. There is a heavy burden on my
soul, and | must pass on the family

legacy to you.

‘You must solve the riddles hidden
inside the house as quickly as
possible and find all the elements.

With hope for your wisdom,
Albert

Puc 2.24. IrpoBa migkaska

3B’S13KOM MK OCHOBHUMH ITPOBUMH KIMHATaMHU € KOPUIOP, 10 MPEACTaBICHUI
Ha puc. 2.25. HepocTymHi 1711 KOprUCTyBava MicIlsl 3aKpHTi TeMpsiBoto (puc. 2.26). Tax,

IPpU MOTPAILIAHHI B IF0 30HY MOJEJIb IEPCOHAXKA MOTPAILISE A0 CTAPTOBOI KIMHATH.

Puc 2.25. Jlokauisa «Kopugop»

64



Puc 2.26. HenoctynHa 30Ha

[Hmoro kimHaroro € «bonitepray. Ak 300paxkeHo Ha puc. 2.27 — 2.29, HeoOx11HO
BUPIIIUTH TOJIOBOJIOMKY 3 00’ €KTOM «BEHTUIIbY. [Ipu 1IbOMy, 300paKyI0TCS €IEMEHTH
KEpPYBaHHS 00’ EKTOM.

OkpiM 3a3HAYeHOro, KIMHAaTa MICTHTh HPEAMETH HEOOXIiAHI i1 MOYUHKH

«Enextpomury» (puc. 2.30).

Puc. 2.27. boiiniepHa, en1eMEHT KEpyBaHHS
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Puc. 2.29. JlonatkoBuii e1eMEHT YMPaBIiHHS 00'€KTOM

[Ipu HasBHOCTI yChOTro Mepeniky MpeaMETIB B IHBEHTApl MePCOHAXKY, 110 Oyiu
3a0pani B kimHati «boiinepna» (puc. 2.31), Ta 3 yMOBOIO BHUKOHAHHOTO KBECTY
«boiinep», crae moctynmHoro aktuBarlis o0’ekty «Enexkrporur» (puc. 2.32). Lle €
TPUTEPOM JJIS MOSIBU KOMIIOHEHTY «KJIFOU» TSI IOCTYIY 10 HACTYITHOI IrpOBO1 KIMHATH

(puc. 2.33).
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Puc. 2.30. «kEnexTpomuT» B HEAaKTUBHOMY CTaH1

Puc. 2.31. IIpenmer «I30neHTa»
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Puc. 2.32. AxtuBoBaHu#l «EJAEKTpOIIAT

Puc. 2.33. Komnouesnt «Kirou»

«CnanpHa KIMHaTa» MPEJCTaBiIsie OCHOBHI IFPOB1 MEXaHIKH, TaKl K «KapTHHA»
Ta «ceip». [ns axtuBamii «Kaprtunay HEOOXigHO 3i0paTw ycl YacTHHH, IO
pO3TalloBaHl B Pi3HUX KyToukax KimMHatu (puc. 2.35 — 2.37). lleli KBeCT TICHO
OB’ SI3aHUI 3 MEXaHIKOIO «TONMHHUKY» (puc. 2.38) Ta «ceitd» (puc. 2.39) 1 € yaCTUHOIO

HOT0 BUPIIMICHHS.
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Puc. 2.34. IrpoBa kiMHara — «CrianbHa

Puc. 2.35. [lepmnii eneMeHT KapTUHU
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Puc. 2.36. [Ipyruii e1eMeHT KapTUHHU

Puc. 2.37. Tperiii eneMeHT KapTUHU
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Tak, sk Toka3aHo Ha puc. 2.38, TOAMHHUK € BIIKPUTTHM. {7151 TOCSITHEHHS I[bOTO
CTaHy 00’€KTy, HEOOX1JTHO pO3TallyBaTy CTPUIKK B MOPSAIKY 4acy, KUl 3a3HaY€HO B

JMCTI — MiAKA3I MICIs BIAKPUTTS 00’ €KTy «ceiidy.

Puc. 2.38. O0’ ekt «[ OOTUHHUK)

Puc. 2.39. Bug ronoBonomku «Ceiidh»
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[Ilo6 xopucTyBad MIr MJi3HATUCS TOPSJAOK BBEIEHHS TPHOX3HAYHOTO KO,
HEOOX1THO BUKOHATHU TOJIOBJIIOMKY «TIpajibHI KapTw», 110 300paxxeHo Ha puc. 2.40.
OcraHHI €1eMEeHTH, IO 3aJUIIaThCsl MPU BHOOPI HASIBHUX TMap, OyIyTh KIIOYEM 0

PO3B’S3KY 3aBIaHHS.

Puc. 2.40. Bug ronoBonoMku «I'panabHi KapTh»

72



PO3/IJ1 3
EKOHOMIYHHH PO31JI

3.1. BuzHauyeHHsI TPYIOMICTKOCTI Ta BapTOCTi PO3pOOKM NPOrPaMHOIO

MPOAYKTY

[TouarkoBi maHi:

1.  mepenbauyBaHe uucio oneparopiB nporpamu — 2500;

2 KoeIII€HT CKIATHOCTI Iporpamu — 1,8;

3. koeilli€HT KOPEKIi mporpamMu B Xoi ii po3pooku — 0,1;
4 roAnHHa 3apo0iTHA mata nporpamicta — 504,84 rpu/rox;

Buxonsuu 3 CTaTUCTUYHUX JaHUX, 1110 OyJIM B34Ti1 3 caiiTy jooble [37],
ctaHoM Ha 29 tpaBus 2024 cepenns 3apo6iTHa miarta no3uiii Unity Developer
cTaHoBHTH 1996,918$, mo npu Kypci BayroT nojapa a0 rpusHi (40,45 rpH), 3riIHO
HamionansHoro 6anky Ykpainu [38] nmpupiBHtoeThes 10 80775 rpH. Tomi, cepenns

3apo0iTHA IJ1aTa mporpamMicTa B JaHiii ramy3i craHoButume 504,84 rpu/ron.

5. xoedimieHT 30UTBIIEHHS BUTPAT Mpalll BHACIIIOK HEJOCTATHHOTO OMHCY
3amgadl — 1,2;
6.  xoedimieHT KBamidikaiii mporpamicta, 00yMOBIEHUHN BiJl CTaXy poOOTH 3

JaHoi crieriaabHoCTI — 1,2;

7. BapricTh MammHO-rogua EOM — 1,59 rpu/ron.

Po3paxyHOK BapTOCTi BUTpAT MPOBEJACHA 3 YpaxXyBaHHSAM 4acy 3aTpaueHOro Ha
HaMMCaHHs MPOrpaMH, 0 TpUBasia BIpoJoBxk 9 MicsiiB. LliHa 3a enexkTpoeHeprito B
Vkpaini cranoButh 2,64 rpH kBt/rog 3 ypaxyBanusm II[IB [39]. Buxomsum 31
CHOXHUBAHHS €JIEKTPOEHEPrii MPUCTPOEM, Ha IKOMY Benacs po3podka, a came 125BT
Ha FOJIMHY, BUTPATH MiJ] yac poOOTH Ha eNleKTpoeHeprito ckiaaaoTs 0,125%2,64=0,33.
JlonaTkoBo, MiAKJIIOUEHHS 10 IHTEpHET — npoBaijepy «KuiBcrap» mpoBoauThCs 3a
ymoBamu TapudHoro miany «Bam Ontumywm» [40], moMicsiaHa oriaTa siKkoro CKIaaae
250 rpH. TakuM YMHOM, BapTiCThb BHUKOPHUCTaHHS MOTOAMHHO cTaHOBUTH 0,35 rpH.

OOcnyroByBaHHsl nepcoHaibHOro komin torepa BapricTio 40000 rpH, rapaHroBaHa
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TPUBATICTh POOOTH SKOTO, CKiIamae S5 pokiB. ToOTO, MOTOAWHHE 3HAYCHHS
BUkopuctanHs ckinanarume 0,91 rpu. Otxke, 3aranbHa Baptictb EOM nopisHioe 1,59
TpH.

HopmyBannst mpani B mporeci cTBopeHHsI [I3 1CTOTHO yCKIagHEHO B CUIY
TBOPYOTO XapakrTepy Ipari nporpamicta. Tomy TpynomicTKicTh po3podku [13 moxe
OyTH po3paxoBaHa Ha OCHOBI CHCTEMH MOJIEJICH 3 PI3HOIO TOYHICTIO OI[IHKH.

TpynomictkicTh po3poOku [13 MoxkHa po3paxyBaT 3a GOPMYJIIOIO:

t=t, +t,+t,+t, +1  +1, ommo-romumn, (3.1)

1e ¢, - BUTPATH Mpalll Ha MiATOTOBKY ¥ OMKC MOCTaBJICHOI 3a1a4i (MPpUMNMaEThCs
50 TrOIUHO-TOIHH);
t, - BUTPATH Tpalll Ha JOCIIHKEHHS aJITOPUTMY PIIICHHS 3a]1a4i;
ta - BUTpATH Mpalli Ha pO3pOOKY OJIOK-CXEMHU AJITOPUTMY;
t, - BATPATH TpaIli Ha TpOorpaMyBaHHS IO TOTOBIN OJIOK-CXeMi,
foms - BATPATH TIpAIll HA HAJIArOKeHHs nporpamu Ha EOM;
fy - BUTpATH Mpalli Ha MJTOTOBKY JOKYMEHTAIII1.
Cku1aioBi BUTpATH Tpalli BA3HAYAIOTHCS Y€PE3 YMOBHE YHCIIO ONEPATOPIB Y
pOorpaMHOMY 3a0€3IEeUCHHI, SIKe PO3POOIISIETHCSA. Y MOBHE YKCIIO OTIEPaTOPIB

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

ne ¢ - nepeadbadyBane uyncio oneparopis (2500);
C - xoedimieHT ckinaaHocTi mporpami (1,8);
P - Koe(ilieHT Kopekuii mporpamu B xoi ii po3po0ku (0,1).

3BiJICM YMOBHE YHUCJIO OTIEPATOPIB B MPOTPaAMI:
0O=1,8-2500 - (1+0,1)=4950
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Butparu npani Ha BUBUEHHS OMNHCY 3a/adi f, BU3HAYAETHCS 3 ypaXyBaHHSAM
YTOYHEHHS ONHKCY 1 KBasiikauii mporpamicra:

=25
" (75.85) -k’

JFOMUHO-TOJIHH, 3.3)

ne B - xoeditieHT 301IbIISHHS] BUTPAT Mpalli BHACTIAOK HEIOCTAaTHHOTO OIHUCY
3aJ1a4i;

k - xoedimienT kBamidikarii mporpamicta, 0OyMOBICHHHA B CTaxy poOOTH 3
naHoi criemianbHOCTI. [Ipu cTaxi pobotu Big 3 10 5 pokiB BiH ckiagae 1,2.

[TpuiiMmemo 30UTbIIIEHHS BUTPAT Mpalli BHACTIAOK HEJIOCTAaTHHOTO OMKCY 3aBJaHHSI
He Oureme 50% (B = 1.2). 3 ypaxyBanHaMm Koedirienta kBamidikami £ = 1,2,

OTPUMYEMO BUTPATHU palll Ha BUBYECHHSI ONUCY 3aBJaHHS:

tw=(4950 - 1,2) /(75 - 1,2) = 66 11ONMHO-TOJIUH
Burpatun mparii Ha po3poOKy ajJropuTMy PIllICHHS 3aJiaqi BH3HAYAIOTHCS 3a

dbopmyIoro:

(= Q
7 (20...25) -k’

JTIOANHO-TOJIMH, 3.4)

ae O — yMOBHE YHUCIIO OIEpaTopiB MPOrpaMu;
k — koediieHT kBamigikalli mporpamicra.

[TincTaBuBIIM BiAMOBIAHI 3HAUYE€HHS B popmyiy (3.4), OTpuMaEMO:

ta=4950/ (20 - 1,2) = 206,25 MHOIUHO-TOAMH.

Burtpartu Ha ckiagaHHs OpOrpaMH Mo rOTOBIM OJIOK-CXeMmi:

t = W , JIIOIMHO-TO/THH, 3.5)
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t, =4950/ (25 - 1,2) = 165 m0auHO-TOIHH.

Burtpatu npaui Ha HanmarogkeHHs nporpamu Ha EOM:

- 34 YMOBH aBTOHOMHOI'O HAJIAIrOJ’KCHHA OJHOI'O 3aBJAaHHA:

Q

Copn = m, JIOMHO-TOJIMH, (3.6)

tomn =4950/ (5 - 1,2) = 825 NHONUHO-TOAMH.
- 32 YMOBH KOMILUICKCHOTO HaJaro/PKCHHS 3aBIaHHS:
th =15-t, , JIIONIMHO-TO/INH, (3.7)
fomi=1,5 - 825 = 1237,5 moauHO-To/MH.
Butparu npaii Ha miAr0TOBKY JOKyMEHTALlli BU3HAYAIOThCS 32 (DOPMYIIOIO:

t, =1t,, t1,,, MOIMHO-TONHH, (3.8)

7€ top - TPYAOMICTKICTB TIATOTOBKH MaTepiajiB 1 pyKOTHUCY:

Q
ty, = m , JIIOMUHO-TO/INH, 3.9)

too - TPYAOMICTKICTh pe/laryBaHHs, Me4aTKu i 0pOpMIICHHS JOKYMEHTAIII1:

ty =0,75-1,, momuno-romun, (3.10)

[TincraBnsitouu BiJIMOBIAHI 3HAYEHHS, OTPUMAEMO:
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top =4950 /(18 - 1,2) = 229,17 noguHO-TOIUH.

too=0,75 - 229,17 = 171,88 nroquHO-TOAMH.

to =229,17+ 171,88 =401,1 nroquHO-TOIMH.

[ToBeprarounchy 10 ¢popmynu (3.1), OTpUMAEMO MOBHY OIIIHKY TPYAOMICTKOCTI

PO3pOOKH MPOTPAMHOTO 3a0€3MEeUEHHS:
t=50+66+20625+ 165+ 825 +401,1 =1 713,35 aroquHO-TOAMH.
3.2. Po3paxyHOK BUTPAT HA CTBOPEHHS MPOrpamMu
Butparu na ctBopenHs I13 Kpo BKIIOYAIOTH BUTpPATH Ha 3apOOITHY ILJIaTy

BHKOHABI IIPOTpaMHu 331 1 BUTPAT MAIIIMHHOT'O 49acCy, HCO6Xi)1HOI‘O Ha HaJIaroKCHHA

nporpamu Ha EOM:

KHO :3317+3MB,FPH, (3.11)

3apo6iTHa mIaTa BUKOHABIIIB BU3HAYAETHCS 32 (HOPMYIIOHO:

33 =t-Cpp, rpu, (3.12)

J1Ie: ¢ - 3arajibHa TPYAOMICTKICTbD, JIFOIMHO-TOUH;
Crp - cepellHs roJiMHHA 3apo0iTHA TUIaTa Mporpamicra, FpH/ToaruHa
3 ypaxyBaHHSIM TOTO, 1110 CEPEIHs FOJJMHHA 3apIuiaTa Mporpamicta CTaHoBUThH 60

T'PH / TOJI, OTPUMYEMO:
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33m=1713,35 504,84 = 864 967,614 rpH.
Bapricte MalmmHHOTO Yacy, HE0OX1JHOTO JIJIsl HaJaroPKeHHs pOorpaMu Ha

EOM, Bu3HauaeTbes 3a PopMyIoLo:

3M6 - tOl’i’lJl : CM‘! > FpH) (3'13)

1€  toms - TPYAOMICTKICT HaJlarojpkeHHs nporpamu Ha EOM, rog;
Cyw - BapticTh MamuHo-roguau EOM, rpa/ron (0,68).
[TincraBuBmm B QGopmyny (3.12) BiAMOBIAHI 3HAYEHHS, BU3HAYUMO BapTICTh

HEOOX1THOTO I HAJIArO’KEHHS MAIIMHHOTO 4acy:
3us=825+1,59=1311,75 rpH.
3BijicH BUTpATH Ha CTBOPEHHSI MPOTPAMHOTO MPOIYKTY:
Kno=1311,75 + 864967,614 = 866 279,364 rpH.
OuikyBanuii nepioa creopenus I13:

t
T =
Bk'Fp

, Mic., (3.14)

ne By - 9uciio BUKOHABINIB (OPiBHIOE 1);

F), - Micstunnii pona poboyoro vacy (npu 40 roqmuaHOMY pobodomy THXHI F,=176
TOJIH);

t — 3arajibHa TPYAOMICTKICTb, JIFOAUHO TOUH()

3BiJicH BUTPATH HA CTBOPEHHS MPOTPAMHOTO MPOIYKTY:

T'=1713,35/1:176 = 9,73 wmic.
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BucHOBOK: 117151 pO3p0OOKH IrpOBOTO 3aCTOCYHKY 3 BUKOpUCTaHHAM pytist Unity
3arajbHa TPYIOMICTKICTb CTaHOBUTH 1| 713,35 mIOAMHO-TOAMH, TOMY OYIKYBAaHHM
nepio CTBOPEHHS MPOTPAMHOTO JOJATKy CTAaHOBHUTHUME, MPUOIU3HO, 9,73 MicsIiB, a

CyMapHi BUTpaTH Ha CTBOPEHHS - 866 279,364rpH.
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BUCHOBKU

3riIHO 3aBJAaHHIO KBadi(iKaliiiHOI poOOTH Ta MOCTABIEHOI METH, PO3POOJIECHO
IrpOBUI 3aCTOCYHOK JUIsl IHTEPAKTUBHOTO HAaBYAHHS.

PozrnsinyTi pyii Unreal Ta Unity mponoHyOTh iIHCTpyMEHTapii [j1s1 CTBOPEHHS
CIIeHapiiB BUKOHAHHS KOMIIOHEHTIB 3aCTOCYHKY, BKJIIOYAarOuu 3acoOu A poOOTH 3
rpadpiuaumu  enementamu. Opnak, Unreal Engine HaiinieHuid Ha CTBOpPEHHSA
MacHITaOHUX MPOIYKTIB, 1 HOTpeOye OUIbIIY KUIBKICTh allapaTHUX PECypciB, 30KpeMa
yBar# 110 onrtuMizaiii komrnoHeHTiB. Tak, Unity Engine 3a0e3neuye mpomyKTUBHICTb
Ta JIOCTYIHICTh HA MEHIII IOTY>KHUX MPUCTPOSIX.

[IpoBenenuii aHasi3 iICHYIOUUX pILIEHb HA PUHKY ITPOBOI 1IHIYCTPIi MOKA3Y€E, 1110
HalOUTBIIMM TIOTIUTOM KOPHUCTYIOTBCSI JOAATKHU JKaHPY IPUIOJ, 30KpemMa Horo
nimpxanpu. KoxxHe 3 po3mIssHyTUX pillIeHb IPOIMOHYE YHIKaIbHI IFPOB1 MEXaHIKH, IPOTE
MalOTh CHUTHHI PUCH, TaKl SIK JOCTIIKEHHs TPABIIEM BIpPTyaJIbHOTO CEPEIOBHUIIA Ta
BUpIIIEHHS IrpoBUX 3aBlaHb. OnHAaK, Ha BIAMIHY Big «Myst» Ta «Nancy Drew», «Alan
Wake» npornonye eneMeHTH KaHpy Topop, sIKI BiICYyTHI B JBOX IHIIUX PO3IISTHYTHX
3aCTOCYHKax. TakuM YMHOM, NO€JHAHHS >KaHPY IMPHUroJ 3 €JIEMEHTAMU TOpopy
CIpUATHME 3aTy4EHHIO KOPUCTYBaUiB JI0 irpOBOTO MPOIIECY.

[IpakTHuHe 3HAUYEHHS MOJATa€ y CTBOPEHHI TPUBUMIPHOTO MPOEKTY, SKHIA
J03BOJIUTH KEPYBaTH ITPOBUM IPOIIECOM, Ta B3AEMOJIATU 3 ITPOBUMHU 00’ €KTaMHu, a
TaKoXX 3a0e3MeunTh peanizalilo irpoBux MexaHik. OTKe, KOpPUCTyBauy HaJa€ThCs
MOXJIUBICTb:

—  TIPOXOPKEHHS Ta BUKOHAHHS BIPTyaJIbHUX 3aB/aHb;

—  KepyBaHHS MEPCOHAKEM;

—  BUOIp MOCHIIOBHOCTI JII Ta MPUHHATTS PillICHb;

— B3a€MO/Iisl 3 ITPOBUMHU 00’ €KTaMH Ta KOMIIOHEHTaMU;

— IrpOB1 MEXaHIKH, 110 BU3HAYAIOTh NEPEOIr NO/1i IrpoOBOro MpPOLECY.
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I'padiunmii inTepdeiic Mae MiHIMAIBHY KUIBKICTH €JIEMEHTIB, IO MEPEBAXKHO
BKJIIOYA€ 1KOHKHM B3aeMOJIi 3 00’ekTaMu CleHH. Ayaioedextu iHGOPMYIOTH PO
HaWBaXKJIMBIIII MO/I11 B XO/I1 I'POBOTO MPOIIECY.

Po3paxyHkyd €KOHOMIYHOTO PO3UTY MOKa3ylTbh, IO TPYAOMICTKICTh MPOEKTY
ctaHoBUTh 1713,35 moauHO-TOAMH, a OYIKYBaHUM IMEpioA CTBOPEHHS 3aCTOCYHKY
cTaHoBUTH 9,73 micsii. Burpatu maroTh 3Ha4eHHs - 866 279,364 rpH.

B nonpaneiioMy po3BUTKY 3aCTOCYHKY IUIAHYETHCS PO3BUTOK ITPOBUX MEXaHIK,

Ta 30LIbIIEHHS 3arajbHOi TPUBAJIOCTI TPU.
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CameraManager.cs

using System.Collections;

using System.Collections.Generic;

using System.Ling;

using System.Runtime.CompilerServices;

using Unity. VisualScripting;

using UnityEngine;

using UnityEngine.UI;

public class CameraManager : MonoBehaviour

{
[SerializeField] private CollisionManager collisionManager;
[SerializeField] private List<CameraSwitcher> camera_list;
public static CameraManager Instance { get; private set; }
private CameraSwitcher currentSwitcher = null;
private void Awake()

{

collisionManager = GameObject.Find("CollisionManager").GetComponent<CollisionManager>();

if(Instance == null) Instance = this;

}

private void Start()

{

foreach (var cameraSwitcher in camera_list)

{

cameraSwitcher.Initialization();

§
private void Update()

{

if (camera_list !=null && camera_list.Count > 0)
{
string capName = null;
CameraSwitcher tempSwitcher = null;
manageCamerasInactive();

manageCamerasActive(capName, tempSwitcher);
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}

private void manageCamerasActive(string capName, CameraSwitcher tempSwitcher)
{
if (MouseOverChecker.objectName != null)

{

tempSwitcher = camera_list.Find(camera => ((capName = MouseOverChecker.objectName) != null) &&
camera.captureName == capName);

currentSwitcher = tempSwitcher;

if (currentSwitcher 1= null && collisionManager.IsIntersect() &&
GameObject.Find(capName).transform.IsChildOf(GameObject.Find(collisionManager.GetIntersectedName()).transfor

m))

currentSwitcher.Controller.ShowPointer();

currentSwitcher.ChangeCameraActive();

}

private void manageCamerasInactive()

{

if (IMouseOverChecker.mouseOn || !collisionManager.IsIntersect())

{

camera_list.FirstOrDefault().Controller.HidePointer();
if (currentSwitcher != null && currentSwitcher.GetlsSwitched())

{

currentSwitcher.ChangeCameralnactive();

if ('currentSwitcher.GetIsSwitched()) currentSwitcher = null;

}

public void managelmmediateInactive()

{

if (IMouseOverChecker.mouseOn || !collisionManager.IsIntersect())

{

camera_list.FirstOrDefault().Controller.HidePointer();
if (currentSwitcher != null && currentSwitcher.GetlIsSwitched())

{

currentSwitcher.ChangelmmediateCameralnactive();

if (!currentSwitcher.GetIsSwitched()) currentSwitcher = null;
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}

public void CameraRemove(Camera camera)

{

camera_list. Remove(camera_list.Find(match => match.secondCamera == camera));

CameraSwitcher.cs

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEditor.UI;

using UnityEngine;

[Serializable]

public class CameraSwitcher

{ public string captureName;
public Collider CaptureCollision;
public Camera mainCamera, secondCamera;
public PointerController Controller;
public ModelControl light;
private bool isSwitched;
public void ChangeCameraActive()

{
if (Input.GetKeyDown(KeyCode.Mouse0))

{

if (mainCamera.gameObject.activeSelf)

{
isSwitched = true;
light.ChangeControllerEnable();
Controller.ActionCursor.CursorEnable();
if (CaptureCollision != null)

CaptureCollision.enabled = false;

mainCamera.gameObject.SetActive(false);

secondCamera.gameObject.SetActive(true);

}

public void ChangeCameralnactive()
{ if (Input.GetKeyDown(KeyCode.Mouse1))

{ if (!mainCamera.gameObject.activeSelf)
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{ isSwitched = false;
light.ChangeControllerDisable();
Controller.ActionCursor.CursorDisable();
if (CaptureCollision != null)

CaptureCollision.enabled = true;
mainCamera.gameObject.SetActive(true);

secondCamera.gameObject.SetActive(false);

}

public void ChangelmmediateCameralnactive()

{

if (!mainCamera.gameObject.activeSelf)

{
isSwitched = false;
light.ChangeControllerDisable();
Controller.ActionCursor.CursorDisable();
if (CaptureCollision != null)

CaptureCollision.enabled = true;

mainCamera.gameObject.SetActive(true);

secondCamera.gameObject.SetActive(false);

}
}
public void Initialization()
{

secondCamera.gameObject.SetActive(false);
captureName = CaptureCollision.gameObject.name;

}
public bool GetlsSwitched()

{

return isSwitched;

CollisionManager.cs

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using System.Reflection;

using UnityEngine;

public class CollisionManager : MonoBehaviour
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public static CollisionManager Instance { get; private set; }
public GameObject PlayerModel;
[SerializeField] private List<Transform> gameModels;
private bool isIntersecting;
private string intersected name;
public event System.Action Onlntersect;
// Start is called before the first frame update
private void Awake()
{
intersected_name = null;
if (Instance == null) Instance = this;
}
private void Update()
{
if (gameModels != null && PlayerModel != null)
{
isIntersecting = false;
intersected name = null;
foreach (Transform model in gameModels)
{
if (model != null)
{
if
(model.Find("trigger_collider").GetComponent<Collider>().bounds.Intersects(PlayerModel. GetComponent<Collider>(
).bounds))

isIntersecting = true;
intersected _name = model.name;
if(Onlntersect != null)

Onlntersect.Invoke();
//Debug.Log("CollisionManager:" + intersected name);
break;

}

public bool IsIntersect()

{

return isIntersecting;
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}

public string GetIntersectedName()

{

return intersected name;

}

public string GetIntesectedParentName()

{

return GameObject.Find(intersected name).transform.parent.name;

}

public void gameModelRemove(Transform model)

{

gameModels.Remove(model);

ModelControl.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class ModelControl : MonoBehaviour
{
public GameObject player;
/1 Start is called before the first frame update
public void ChangeControllerEnable()

if (player != null)

{
player.SetActive(false);

this.gameObject.SetActive(true);

§
public void ChangeControllerDisable()

{
if (player != null)

{

player.SetActive(true);
this.gameObject.SetActive(false);
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PointerController.cs
using Palmmedia.ReportGenerator.Core.Reporting.Builders;
using System.Collections;
using System.Collections.Generic;
using System.Ling;
using Unity. VisualScripting;
using UnityEngine;
public class PointerController : MonoBehaviour
{
public GameObject pointer, hand pointer;
public MouseCursor ActionCursor;
public static PointerController Instance { get; private set; }
public List<MouseOverChecker> pointerTarget;
// Start is called before the first frame update
private void Awake()

{

if (Instance == null) Instance = this;
}
void Start()

{

pointer.SetActive(false);

H
public void HidePointer()

{

pointer.SetActive(false);

}
public void ShowPointer()

{

pointer.SetActive(true);

}

public void TargetRemove(MouseOverChecker checker)

{

pointerTarget.Remove(checker);

CameraLook.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;
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public class Cameral.ook : MonoBehaviour
{
// Start is called before the first frame update
[AddComponentMenu("Camera-Control/Cameralook™)]
public enum RotationAxes { MouseXY = 0, MouseX = 1, MouseY = 2};
public RotationAxes axes = RotationAxes.MouseXY;
public float sensitivityX = 2, sensitivityY = 2;
public float minimumX = -360, maximumX = 360,
minimumY = -360, maximumY = 360;
private float rotationX = 0, rotationY = 0;
Quaternion rotation;
void Start()
{
if (GetComponent<Rigidbody>()) GetComponent<Rigidbody>().freezeRotation = true;
rotation = transform.localRotation;
¥
public static float ChangeAngel(float angle, float min, float max)
{
if(angle < -360F) angle += 360;
if (angle > 360F) angle -= 360;

return Mathf.Clamp(angle, min, max);
§
// Update is called once per frame
void Update()
{
if(axes == RotationAxes.MouseXY)
{
rotationX = Input.GetAxis("Mouse X") * sensitivityX;
rotationY = Input.GetAxis("Mouse Y") * sensitivityY;
rotationX = ChangeAngel(rotationX, minimumX, maximumX);
rotationY = ChangeAngel(rotationY, minimumY, maximumY);
Quaternion xQuartenion = Quaternion. AngleAxis(rotationX, Vector3.up);
Quaternion yQuartenion = Quaternion.AngleAxis(-rotationY, Vector3.right);
transform.localRotation= rotation * xQuartenion * yQuartenion;
H
else if(axes == RotationAxes.MouseX){
rotationX += Input.GetAxis("Mouse X") * sensitivityX;
rotationX = ChangeAngel(rotationX, minimumX, maximumX);

Quaternion xQuartenion = Quaternion. AngleAxis(rotationX, Vector3.up);
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transform.localRotation = rotation * xQuartenion;

}

else if (axes == RotationAxes.MouseY)
{
rotationY += Input.GetAxis("Mouse Y") * sensitivityY;
rotationY = ChangeAngel(rotationY, minimumY, maximumyY);
Quaternion yQuartenion = Quaternion.AngleAxis(-rotationY, Vector3.right);

transform.localRotation = rotation * yQuartenion;

CharacterControl.cs
using System.Collections;
using System.Collections.Generic;
using UnityEditor.Ul;
using UnityEngine;
public class CharacterControl : MonoBehaviour
{
// Start is called before the first frame update
public bool isMoving { get; private set; } = false; // Oéaa 48y ioficaacaaiey daceaicy
public float speed = 4.0f,
jumpSpeed = 8.0f,
gravity = 20.0f;
private Vector3 moveDirection = Vector3.zero;
private CharacterController controller;
void Start()

{

controller = GetComponent<CharacterController>();

}

// Update is called once per frame

void Update()
{

if (controller.isGrounded)

{
isMoving = (Input.GetAxis("Horizontal") != 0 || Input.GetAxis("Vertical") != 0);

moveDirection = new Vector3(Input.GetAxis("Horizontal"), 0, Input.GetAxis("Vertical"))

moveDirection = transform. TransformDirection(moveDirection);
moveDirection *= speed;

b

moveDirection.y -= gravity * Time.deltaTime;
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controller.Move(moveDirection * Time.deltaTime);

HeadTorchControl.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class HeadTorchControl : MonoBehaviour

{
public GameObject headTorch;
public AudioSource torchEnable, torchDisable;
// Start is called before the first frame update
private void Start()

{
headTorch.SetActive(false);

¥
void Update()

{
if (Input.GetKeyDown(KeyCode.F) && headTorch.activeSelf)

{
headTorch.SetActive(false);
torchDisable.Play();

H
else if (Input.GetKeyDown(KeyCode.F) && !'headTorch.activeSelf)

{
headTorch.SetActive(true);
torchEnable.Play();

TeleportHandler.cs
using System.Collections;
using System.Collections.Generic;
using System.Runtime.CompilerServices;
using UnityEngine;
public class TeleportHandler : MonoBehaviour
{
private SoundTeleport handler;
public GameObject player;
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private void Start()

{
handler = GetComponent<SoundTeleport>();
handler.TeleportAction += handleTeleportEvent;

}

private void handleTeleportEvent()

{
Debug.Log("Whyy");
Vector3 vec = new Vector3(-6.416f, -0.683f, -3.3971);
player.GetComponent<CharacterControl>().enabled = false;
player.GetComponent<CharacterController>().enabled = false;
player.transform.localPosition = vec;
player.GetComponent<CharacterControl>().enabled = true;

player.GetComponent<CharacterController>().enabled = true;

DetailManager.cs
using System.Collections;
using System.Collections.Generic;
using Unity. VisualScripting;
using UnityEngine;
public class DetailManager : MonoBehaviour
{
public List<bool> dlist;
public bool isAll { get; private set; }

private void Awake()
{
dlist = new List<bool>();
H
private void FixedUpdate()
{
if (lisAll && dlist.Count == 3)
isAll = true;
}
public bool RepairObj()
{
if (isAll && dlist.Count == 3)
return true;

else return false;
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DetailController.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class DetailController : MonoBehaviour, IClickable
{
public DetailManager manager;
public GameObject detail;
public AudioSource Grabltem;
public bool ClickOn()
{
manager.dlist. Add(true);
Destroy(detail);
Grabltem.Play();
NewPointerController.HidePointer();

return true;

GazManager.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class GazManager : MonoBehaviour, IClickable
{
public AudioSource lightFire, fullFire, startFire, rotate;
public CameraManager manager;
public RepairBoiler control;
private int wheelCount = 0;
private bool isPressed = false;
public void MakeAction()
{
if (wheelCount < 1)
wheelCount++;
else if (isPressed)
wheelCount++;
switch(wheelCount) {

case 1:
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startFire.Play();
rotate.Play();
manager.managelmmediateInactive();
break;

case 3:
fullFire.Play();
lightFire.Stop();
control.isEnabled = true;
break;

default:
break;

}
public bool ClickOn()

{
startFire.Stop();
lightFire.Play();
NewPointerController.HidePointer();

return isPressed = true;

RepaitBoiler.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class RepairBoiler : MonoBehaviour, IClickable
{
public GameObject oldShield, repairedShield;
public AudioSource source, shieldEnable;
public GameObject key;
public DetailManager manager;
public bool isEnabled;
// Update is called once per frame
public bool ClickOn()

{
if (manager.isAll && isEnabled)

{
shieldEnable.Play();
oldShield.SetActive(false);
repairedShield.SetActive(true);



source.Play();

key.SetActive(true);
NewPointerController.HidePointer();
return true;

}

return false;

WheelController.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class WheelController : MonoBehaviour
{
public GazManager gazManager;
public float sensitivity = 1f;

private bool isRotating = false;

private Vector3 lastMousePosition;
[SerializeField] private float totalRotation = Of;
private void Update()

{
if (Input.GetMouseButtonDown(0))

{
isRotating = true;
lastMousePosition = Input.mousePosition;

H
if (Input.GetMouseButtonUp(0))

{
isRotating = false;
H
if (isRotating)
{
Vector3 mouseDelta = Input.mousePosition - lastMousePosition;
float rotationZ = Mathf.Clamp(mouseDelta.x * sensitivity, 0, 2);
totalRotation += rotationZ;
transform.Rotate(Vector3.forward, rotationZ);
if(totalRotation >= 360)
{

totalRotation = 0f;
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gazManager.MakeAction();
}

lastMousePosition = Input.mousePosition;

KeyController.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class KeyController : MonoBehaviour, IClickable
{

public GameObject key;

public AnimationControl control;

public bool ClickOn()

{

control.isLocked = false;

key.SetActive(false);

NewPointerController.HidePointer();

return true;

PlayingCards.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class PlayingCards : MonoBehaviour
{
public Queue<GameObject> cards;
public Queue<Vector3> positions;
private void Awake()
{
cards = new Queue<GameObject>();
positions = new Queue<Vector3>();

H
public void AddToQueue(GameObject card, Vector3 originPosition) {
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cards.Enqueue(card);
positions.Enqueue(originPosition);
}
private void Update()
{
if(cards.Count == 2) {
GameObject firstltem = cards.Dequeue(),
secondItem = cards.Dequeue();
cards.Clear();
Vector3 firstitemPosition = positions.Dequeue(),
secondItemPosition = positions.Dequeue();
cards.Clear();

if (firstltem.transform.parent.gameObject != secondltem.transform.parent.gameObject || firstitem == secondltem)

firstltem.transform.position= firstltemPosition;

secondItem.transform.position= secondltemPosition;

}

else
{
Destroy(firstltem.transform.parent.gameObject);

Destroy(secondltem.transform.parent.gameObject);

KeyChecker.cs
using System.Collections;
using System.Collections.Generic;
using Unity. VisualScripting;
using Unity.VisualScripting. Antlr3.Runtime.Tree;
using UnityEngine;
public class KeyChecker : MonoBehaviour
{
private Queue<int> code;
private readonly int[] correctCode = { 6,3, 7 };
public CameraManager manager;
public Animator element;
public AudioSource KeyWrong;
private void Awake()
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code = new Queue<int>();
}
public void AddNumber(int key)

{
code.Enqueue(key);

§
private void Update()

{
if(code.Count == 3) {
for(int i = 0; i < correctCode.Length; i++)
{
if(code.Dequeue() != correctCode[i]) {
KeyWrong.Play();
code.Clear();

return;

}

element.enabled = true;

KeyHandler.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class KeyHandler : MonoBehaviour
{
public GameObject keylcon;
private void OnMouseOver()

{
if (Input.GetKeyDown(KeyCode.Mouse0))

{

keylIcon.SetActive(true);
this.gameObject.GetComponent<MeshRenderer>().enabled = false;
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CardController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UIElements;

public class ClickOnCard : MonoBehaviour
{

private Transform card;
private GameObject cardElement;

private Vector3 originPosition;

public PlayingCards queue;

// private float speed = 1f;
// private bool clickedOn = false;

private void Awake()

{

card = this.gameObject.transform.parent;

cardElement = card.gameObject;

originPosition = card.gameObject.transform.position;

private void OnMouseOver()

{
if (Input.GetKeyDown(KeyCode.Mouse0) /*&&!clickedOn*/)
{
//clickedOn = true;
card.transform.position = new Vector3(0, 0.1f, 0);
queue.AddToQueue(cardElement, originPosition);
H
}
/* private void FixedUpdate()
{
if(clickedOn && card.transform.position.y < 0.1f)
{
card.transform.position = new Vector3(0, card.transform.position.y + speed * Time.deltaTime, 0);
H
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if(card.transform.position.y > 0.1f) clickedOn = false;
bl

OpelClock.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class OpenClock : MonoBehaviour
{
public Collider arrow1, arrow?2;
public Collider trigger1, trigger2, pictureCollider;
public Animator clock animator;
[SerializeField] private ArrowRotator rotator, rotator2;
private void Update()
{
if (arrow1.bounds.Intersects(triggerl.bounds) && arrow?2.bounds.Intersects(trigger2.bounds) &&
Irotator.GetCursorLocked() && !rotator2.GetCursorLocked())
{
clock animator.enabled = true;
pictureCollider.enabled = false;

Destroy();

private void Destroy()
{
CameraManager cameraManager = GameObject.Find("CameraManager").GetComponent<CameraManager>();
CollisionManager collisionManager =
GameObject.Find("CollisionManager").GetComponent<CollisionManager>();
PointerController controller = GameObject.Find("PointerController").GetComponent<PointerController>();

cameraManager.managelmmediatelnactive();

cameraManager.CameraRemove(GameObject.Find("Non_Player Cameras").transform.Find("ClockView").GetCompon

ent<Camera>());

controller.pointerTarget. Remove(GameObject.Find("Clock1 low").GetComponent<MouseOverChecker>());
collisionManager.gameModelRemove(GameObject.Find("NewClock").transform);

Destroy(gameObject);
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ScareController.cs

using System.Collections;

using System.Collections.Generic;
using Unity. VisualScripting;

using UnityEngine;

public class ScareController : MonoBehaviour

{
public GameObject playerModel;

public LightController controller;

[SerializeField] private bool isScared, isPlayed = false,

isFaster = false, isHarded = false;

[SerializeField] private AudioSource darkEntered, heartBeat, laugh, ring, breath;
public float fadeDuration = 3.5f;

public void scareEnable() {
isScared = true;
enableSounds();

}

public void scareDisable() {

isScared = false;

private void enableSounds(){

StartCoroutine(startSoundRoutine());

IEnumerator startSoundRoutine(){

yield return new WaitForSeconds(2f);

if (isScared)

{
darkEntered.Play();
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while (darkEntered.isPlaying)
{

yield return null;

heartBeat.Play();

float sTime = Time.time;
while (heartBeat.isPlaying)
{
if ((Time.time - sTime) >= 35.0f && !isPlayed)
{
laugh.Play();

isPlayed = true;

StartCoroutine(IncreaseHeartBeat());

if((Time.time - sTime) >= 70.0f && !isFaster)
{
isFaster = true;
StartCoroutine(IncreaseHeartBeat());
H
if((Time.time - sTime) >= 75.0f && isPlayed && !isHarded)
{
isHarded = true;
StartCoroutine(SetFaint());

}

yield return null;

§
private void Update()

{
if (lisScared && heartBeat.isPlaying) {

StartCoroutine(FadeOutHeartBeat());

}

private IEnumerator FadeOutHeartBeat()

{

float startVolume = heartBeat.volume;
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float startTime = Time.time;

while (Time.time < startTime + fadeDuration)

{
heartBeat.volume = Mathf.Lerp(startVolume, 0, (Time.time - startTime) / fadeDuration);
yield return null;

H

heartBeat.Stop();

heartBeat.pitch = 1;

heartBeat.volume = 1;

isPlayed = false; isFaster = false; isHarded = false;

}

private IEnumerator IncreaseHeartBeat()

{

float startVolume = heartBeat.pitch;

float targetVolume = startVolume * 1.65f; // Oaaéé+¢aaai adiiéinioi ia iléiacio
float startTime = Time.time;

while (Time.time < startTime + fadeDuration)

{

float normalizedTime = (Time.time - startTime) / fadeDuration;

heartBeat.pitch = Mathf.Lerp(startVolume, targetVolume, normalizedTime);

yield return null;

}

heartBeat.volume = targetVolume; // Onidaiiacoi 307i8inoi ia 6a8aala ¢ia+aiea
}
private [Enumerator SetFaint()
{

float sTime = Time.time;

ring.Play();

heartBeat.Stop();

while (ring.isPlaying)

{

yield return null;
if (Time.time - sTime >= 7)
break;
H
heartBeat.pitch = 1;
heartBeat.volume = 1;
StartCoroutine(handleTeleport());
H

private IEnumerator handleTeleport()

{
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Debug.Log("Whyy");

controller.DisableLights();

yield return new WaitForSeconds(3.0f);

Vector3 vec = new Vector3(-2.243082f, -0.6967797f, -2.455013f);
playerModel.GetComponent<CharacterControl>().enabled = false;
playerModel. GetComponent<CharacterController>().enabled = false;
playerModel.transform.localPosition = vec;
playerModel.transform.rotation = Quaternion.identity;

playerModel. GetComponent<CharacterControl>().enabled = true;
playerModel.GetComponent<CharacterController>().enabled = true;

isPlayed = false; isFaster = false; isHarded = false;

controller.EnableLights();
breath.Play();

i

FlickeringLight.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class FlickeringLight : MonoBehaviour

{

public float minIntensity = 1.0f; / MiximMaabHa IHTCHCHBHICTD CBIT/IIa
public float maxIntensity = 2.0f; / MakcumaibHa iIHTCHCHBHICTh CBITJIa
public float flickerSpeed = 1.0f; // IlIBuaKicTh MEPEXHTIHHS

public float flickerAmount = 0.1f; / AMmnTyna MepexTiHHs

private Light pointLight;

private float baselntensity;

void Start()

{
pointLight = GetComponent<Light>();

baselntensity = pointLight.intensity;

StartCoroutine(Flicker());

IEnumerator Flicker()

{

while (true)
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// llym miepItiHa A1 MOJICITFOBAHHS MEPEXTiHHS

float noise = Mathf.PerlinNoise(Time.time * flickerSpeed, 0.0f) * flickerAmount;

// 3acTocyBaHHS MEPEXTiHHS IO IHTCHCUBHOCTI CBIT/Ia

pointLight.intensity = Mathf.Lerp(minIntensity, maxIntensity, noise) * baselntensity;

yield return null;
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JOJATOK b
BIAI'YK
KepiBHHKa eKOHOMIYHOI0 PO3ainy
Ha KBaJidikaniiHy podoTy 0akajiaBpa HA TeMy:
«Po3po0Oka irposoro goxarky Ha pyuii Unity 3 BAKOPUCTAHHSIM MOBH
nporpamyBanus C#)

Cryaenra rpynu 122-20-4 /Iy6inu €ropa CepriiioBuua

KepiBHUK eKOHOMIYHOT0 PO3aily

aou. kad. IIEII Ta ITY, k.e.n JI.B. KacbsiHeHKO
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JIOJATOK B

NEPEJIIK ®AWIIB HA IJUCKY

Im’s1 daiina \ Omnmuc
[TosicHIOBaJIbHI IOKYMEHTH
KBamdikamiitna [losicHrOBanbHa 3amMcka 10 KBaliikamiiHOi
pobota Jly0Oina.doc pobotu. Jloxyment Word.
KBamidikamiitna [TosicHioBanbHa 3amucka 10 KBasiikamiiHOi
pobota Jly6Oina.pdf pobotu B hopmari PDF
IIporpama

Diplom.zip ApxiB.  Mictuth  KOOM  IporpaMu i

BIJIKOMITUTLOBAHY MPOTPaMy

[Ipe3enTartis
[TpesenTaris Jly6ina.pptx | [Tpe3enTaitist kBasidikaiiiHoi poboTu
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