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AHOTAUISA(PEDEPAT)
Juniomua podora: 59 c., 38 puc., 52 mxepen, 3 101.

Metoro kBamidikamiiHoi poOoTH OakamaBpa € Trpa Ha OCHOBI 3aCTOCYHKY
po3pobiena 3acodamu Unity

Jl1is nocATHEHHS] METH POOOTH MOTPIOHO BUPIMIUTHU TaKi 3aBAAHHS!

e OIIMCATH ICTOPIIO IFOp Ta MPOBECTH aHAII3 PUHKY 1rOp;

e JIOCHTIIUTH CYyYaCHHM MigXiJ JO CTBOPEHHS 1r0p;

e 3JIIMCHUTH MPOEKTYBaHHS, pO3pOOJICHHS Ta BIPOBAKEHHS MOOUIBHOI I'PH 3
BUKOPHCTAHHSAM CY4aCHUX TEXHOJIOT1H;

O0’exT H0c/TiKeHHS

[Ipotiecu 3a6e3neueHHs irop

IMpeamer pocuaigKeHHst

[IporpamHo-TexHIYHI 3ac00M MOOYI0BU 3aCTOCYHKY Ha ocHOBI1 Unity.

MeToau 10CTiKEHHS.

e JlocmiKeHHS! HassBHUX MPOrPaMHO-TEXHIYHHUX PIlIeHb y cepl «po3podka
1rop.

e OnucoBuii MetoA 17151 GOPMYBaHHS CTPYKTYPH Ta 3aBAaHb IPHU PO3pOOLIL.

Kuarouosi cioBa: moOiibHa rpa, Unity


https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.23ckvvd
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.23ckvvd
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.vx1227
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.vx1227

ANOTATION (ABSTRACT)
Thesis: 59 p., 38 fig., 52 sources, 3 appendices.
The aim of the thesis is an application-based game developed by Unity.
To achieve the goal of the work, you need to solve the following tasks:

e describe the history of games and analysis of the game market;
e explore the modern approach to game development;
e design, develop and implement a mobile game using modern
technologies;
Object of study
Mobile game development processes
Subject of study

Software and hardware tools for building an application based on Unity.
Research methods

e Research of existing software and hardware solutions in the field of game
development.
e Descriptive method for forming the structure and tasks in development.

Keywords: mobile game, Unity



3MICT

BCTVII
PO3JIUT 1 CYYACHMUI ITIIXIJ] JO CTBOPEHHS ITOP
1.1 IcTopis iHgyCTpil Bigeoirop
1.2 Punox MOOUTBHHX 1TOP
1.3 Irpu panuepu
PO31JI 2 ICTOPIA ITOP TA AHAJII3 PUHKY IT'OP
2.1 CyTHICTb 1 TOHATTS ITPOBOTO ABUTYHA
2.2 Ornsin MmoxkauBocTei pymrist Unity

2.3 C# sk MmoBa nporpamyBanHs st Unity

PO3JIUT 3 IIPOEKTYBAHHA1, PO3POBJIEHH TA BITPOBAJUKEHHSA
MOBIJIbHOI I'PU 3 BUKOPUCTAHHSM CYYACHMX TEXHOJIOTTM

3.1 [IpoekTyBaHHS 3aCTOCYHKY

3.2 Po3po0Onenns intepdency

3.3 I'eniMIuIert CTBOPEHHOIL IPU
BUCHOBKU
CIIMCOK BUKOPUCTAHUX JKEPEJI
JNOIOATKHA

© 00 0o

14
18
18
21
31

33
36
45
49
50
53



BCTYII

Mo61bHI1 irpu Aeaat TIMOIe IPOHUKAE B HAIIIE )KUTTS — SKIIO paHilie e Oyau
JIUIIE PO3BAry JUIs JIITeH 1 «BOMBII Yacy TO 3apa3 B IFPH I'ParOTh HE JIMIIE JITH, a 1
JIOpPOCITi, Ta HE 3aBXKU JIJIsl PO3Bar, a BCe YacTille JUIsl PO3BUTKY peakiliid, maM'aTi Ta
JUTSI HABYaHHS.

AKTYyaJIbHICTb TEeMH TIOB’s3aHa 31 CTPIMKUM PpO3BUTKOM TEXHOJOTIH B
MOOITFHOMY CEIMEHTI Ta iX MOIIUPEHHS cepe]] HaceNeHHs. 3apa3 TenedoHH € Yy BCiX,
B1JI JIITEH 10 JOPOCTUX

Metorw kBamidikaiiiiHoi poOoTH OakaiaBpa € rpa Ha OCHOBI 3aCTOCYHKY
3acobamu Unity

JJist TOCSITHEHHST METH pOOOTH MOTPIOHO BUPIIIMTH TaKl 3aBAAHHSA '

e ONKCATH ICTOPIIO IrOp Ta MPOBECTH aHAIII3 PUHKY IrOp;
e JIOCHIAUTHU Cy4acCHUM MIIX1J O CTBOPEHHS 1rop;
e 3JIMCHUTH NPOEKTYBaHHS, PO3POOJIEHHS Ta BIPOBAIKEHHS KOMII IOTEPHOI
T'pY 3 BUKOPUCTAHHSAM Cy4aCHUX TEXHOJOT1H;
O0’exT Hoc/TiKeHHS
[Ipotecu 3a6e3neueHHs irop
IMpeaMer pocaigKeHHsI
[IporpamHo-TexHIYHI 3ac00M MOOYI0BU 3aCTOCYHKY Ha ocHOBI Unity.
MeToau 10CTiKEeHHS.
e JlocnmipKeHHS! HassBHUX MPOrPaMHO-TEXHIYHHUX pilIeHb y cdepl «po3podka
1rop.
e OnucoBuii MetoA 17151 GOPMYBaHHS CTPYKTYPH Ta 3aBAaHb IPHU PO3pOOLIL.
IIpakTu4yHe 3HAYEHHS OTPUMAHUX pE3YNbTATIB TOJSITa€E B TOMY, IIIO
po3po0iieHa Tpa MOXKE JOMOMOTTH TPABISIM PO3BUHYTH TaKi BaXJIMBI HABUUYKH SK
peakxilisi, WBUJKICTh NMPUNUHATTA PIlIeHb, MIJBUILYBATH HACTPIA Ta BIABOJIKATH BiA
CTPECOBHUX CUTYalllid, a TAKOX JOMIOMOKE y MPOCYBaHH1 JKaHPY PaHHEp, 1110 MpU3BEIe
710 TIOJIaJIBIIOTO PO3BUTKY.
Crpykrypa poboru: KaamidikamiitHa poOGoTa OakaiaBpa CKIaAa€TbCsa 31

BCTYITy, TPHOX PO3LIIB, PO3MOAUICHUX Ha MIAPO3/IIN Ta BACHOBKY.


https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.23ckvvd
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.23ckvvd
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.vx1227
https://docs.google.com/document/d/172TtQ8CVkUctJVvpuhTDpfcDvvmQ2B3R/edit#heading=h.vx1227

PO3/ILI 1
ICTOPISI ITOP TA AHAJII3 PUHKY ITOP

1.1 IcTopist ingycTpii Bineoirop

IcTopis 1HAYCTpIi BifCOIrop - 1€ 3aXOILII0Ya MOJIOPOK B CKPOMHHMX MOYaTKIB
JI0 Cy4acCHOTO MOHCTpa po3BaroBoi raiysi. Bona mogamacs y 1950-x 1 1960-x poxkax,
KOJIM TIepIIl Bijeoirpw 3'sBuUiuCsS Ha ekpaHax. OIHIEI0 3 HAaWBIIOMIMIUX 3 HUX €
"Spacewar!", crBopena B 1962 pomi Ha MaccauyceTchbKOMY TEXHOJOTTYHOMY
1HCTUTYTI.

[IpoTsiroM HACTYNMHUX NECATWIITH 1HIAYCTpis TMoOYaja MIBUAKO PO3BUBATHUCI. Y
1970-x BUxOIATH TEpII apKajHi irpy, Taki sk "Pong" Bim Atari (puc.l.1), sxa crana
CIpaBXHbOIO ceHcaulero. Y 1980-x Hactae "3050THIl BIK" BIAEOIrOp 3 BHXOJAOM
KoHcoJiel, Takux sk Nintendo Entertainment System (NES) 1 Sega Master System. Ieit
nepioJl TakoX MOOAaYMB HAPOKEHHS TaKWUX JIEreHJapHHX 1rop, sk "Super Mario

Bros.", "The Legend of Zelda", "Pac-Man" i "Tetris" [2].

Pucynox 1.1 — IrpoBa npucraBka “Atari”
VY 1990-2000-x pokax BiJeoirpH CTaIOTh OUIBII CKJIATHUMHU 1 BUPA3HUMU 3aBJISIKU
MOKpPAIIEHHIO TEXHOJIOT1H. IrpoBl KOHCOJII CTatOTh OUIbII MOTYXHUMH, a 3D-rpadika
cTae cTaHmapToM. 3 IBIISIOThCs Taki cepil, sik "Final Fantasy™, "Metal Gear Solid" (puc.

1.2), "Resident Evil" Ta "Pokémon".



Pucynok 1.2 — I'pa "Metal Gear Solid"

VY 2000-x pokax IHAYCTpisl IrOp CTa€ MacIITaOHUM TriI00aTbHUM O13HECOM 3
MITBIpAaMH A0JapiB 060poTy. OJHUM 13 CYTTEBUX MOAIM I[HOTO MEpioy OYB BUITYCK
koHcom PlayStation 2, sika crana HalOUIbLI YCHIINIHOK KOHCOJUTIO B icTopii. Takox
3pOCTAE MOMYJISIPHICTh IEPCOHAIIBHUX KOMIT'FOTEPIB SIK IIATPOPMHU ISl TPU.

3 HacranHaMm 2010-x pokiB irpoBa I1HAYCTpPiS MPOJOBKYE EBOJIOIIIOBATH.
3'IBASAIOTHCSL HOBI TEXHOJIOTII, Takl K BipTyanbHa peaibHicTh (VR) 1 nomoBHeHa
peanbHIiCTh (AR), 1m0 BIIKpHUBAIOTH HOBI MOXJIMBOCTI Ui TeimzaeBy. [Hmi-irpw,
PO3p00JICHI HEBEIIMKMMH KOMaHJIaMu a00 HaBITh OJIHIEIO JIFOJIMHOIO, TAKOXK CTAOTh
JeAaii NOMyJIIPHIIIMMU 3aB/SKH JOCTYITHOCTI MI1aT(opM Ji71st po3poOKu Ta HU(POBUX
JTUCTPUOYIIIHHUX Mara3uHiB [24].

CporosiHi 1HAYCTpisA BIAEOITOP € OAHIEID 3 HAMOUIbII MPUOYTKOBUX I1HAYCTpId
po3Bar, sika MOCTIMHO POCTEe 1 MPUBEPTAE yBAry MiJIbHOHIB TPaBIIiB MO0 BCbOMY CBITY

[1].
1.2 PuHOK MOOiJILHUX irop

PosrnsHemo 611bI11 AeTaTbHO PUHOK MOOUIBHUX 1TOp Ta oro cki1aaoBi. OCHOBHI
maTGopMHu 151 MOOUTBHUX 1TOP CTAHOBJISATH 3HAYHUMN aCMEKT reMIHTOBO1 1HIYCTPIi,
KOYKHA 3 IKMX MA€ CBOI YHIKaJIbHI 0COOIMBOCTI Ta epeBaru. 10S, sk BiIOMO, BUCTYTIA€E

nig npanopom Apple App Store (puc. 1.3), ikuii cllaBUTbCSI BEIMKUM BUOOPOM 1T0p Yy
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pisHux kaHpax. lleil marasuH He nMie NPONOHye Oararo TapHUX Irop A
kopuctyBauiB iPhone Ta iPad, ane i BimoMHUI CBOEIO SKICTIO, 11O CIPUSIE PO3BUTKY
BHCOKOSIKICHUX ITPOBUX IIPOCKTIB 3 NPHUBAOIMBOIO Tpadikow Ta 3aXOILTIOIYUMHU
MEXaHIKaMH.

01:449

Games w

Kids # card ©o1 Casino  &F Sports

Disney Emoji Blitz Game
Get Emera a

" - Disney Emoji Blitz Game
i Match Disney & Pixar Emoji

What We're Playing

Subway Surfers

7 Angry Birds 2

ﬁ MARVEL SNAP

Pucynok 1.3 — Mara3sus 3actocyHkiB Apple App Store
3 iHmoro 6oky, Android, sxuii po3noBcroKyeThesa uepe3 Google Play Store
(puc. 1.4), Bomomie cBoiMU oOcoOIMBOCTAMH. llelt Mara3wH TakoX Mae€ BEIUMKUN
ACOPTUMEHT Irop, L0 OXOIUIIOKOTH IIMPOKUI CHEKTp *aHpiB, BIJ MPOCTHX 1HAI-
MPOEKTIB 710 aMOITHUX ITpOBUX TBOPiHb. OHI€EI0 3 roioBHKX NiepeBar Android € ioro
BIIKpUTA TIPHUPOAA, SKa CIpHUS€ OUIBIIINA JOCTYMHOCTI JJI1 PO3POOHUKIB, IO
B1JIOOpaXKA€ThCA B IIUPIIOMY CHEKTpl IFPOBUX MPOIMO3MIIN Ta OUIbLIINA KUIBKOCTI

KpPEaTUBHHUX T1XOIIB IO TeHM/IEBY.
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Pucynok 1.4 — Mara3zus 3actocyHkiB Google Play Store

Kpim TOro, icCHyIOTH 1HII, MEHII MOMyJspHI Iuiargopmu, Taki sk Windows
Phone, siki, X04 1 HE MarOTh TAKOTO BEJMKOIO BIUIMBY Ha PHUHOK, MPOTE BCE X
BIJIIFPAIOTh CBOIO POJIb Y TEUMIHTOBIM ekocrucTeMi. MoO1IbHI Bepcii irop, J0CTYMHHI Ha
IUIAHIIETaX Ta IHIIUX TPUCTPOSIX, TAKOXK BAXKIWBI [T PO3BUTKY T'EHMIHTY,
3a0e3Meuyrourn IIUPOKUI CHEKTP MOKJIMBOCTEH JJid TpaBIiB y BCIA CBOIl
pizHOMaHITHOCTI [51].

[TonynsapHi »aHpU MOOUTBHUX 1TOP, MPUKIAIA SKUX MU MOXKEM MOOAYUTH Ha
TOJIOBHIMA CTOpIHLI Mara3uHiB (puc. 1.5), BKIIOYAIOTh KiJbKa KIIOYOBUX KaTeropii,
KOKHA 3 SIKHX Ma€ CBOi YHIKaJbHI OCOOJMBOCTI Ta MPHUBAOIUBICTH AJISI T'PaBLIB.
Apxaay 3aBxau Oyu MOMyJSIPHAM KaHPOM Ha MOOUTBHHUX MPUCTPOSX 3aBASKH CBOIM
IIPOCTUM IIpaBHJIaM 1 IIBUIKUM TeHMIIICHHUM cecisiM. BoHHU 11ealbHO MAXOAATh IS
KOPOTKUX TiepepB ab0 4YeKaHHS, J03BOJISIOUYM TPaBISIM HIBUAKO 3aHYPUTHCS Y TPy 1
OTpUMAaTH 3aJ0BOJIEHHs Oe3 MoTpedu BUTpayaTH Oararo yacy Ha HaBuyaHHA abo

PO3IyMH.
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["'0710BOIOMKH € 111€ OJTHUM TOIYJISIPHUM 5KaHPOM, SIK1 3a3BUYail BAMArarTh Bijl
IpaBIlsl JIOTIYHOTO MUCIEHHS Ta PO3B'SI3aHHS pi3HUX 3aBlaHb. Ll irpu MOXyTh
BapilOBATUCS BiJ] MPOCTUX T'OJOBOJIOMOK 3 PO3TAIIyBAaHHSM €JIEMEHTIB J0 CKIAIHUX,
0araTopiBHEBUX TOJIOBOJIOMOK, $KI KHJAIOTh BUKJIMK HaBiTh HANJAOCBITYEHINTAM
rpaBisiM. BoHu yacTo gomnomMararoTh po3BUBATH KOTHITUBHI HABUYKH Ta 3a0€3MEUYIOTh
BITUYTTS IOCSTHEHHS MICIS PO3B'A3aHHS KOXKHOI 3a/1a4i.

CTpuisiiky 3aJ1y4aioTh TPaBI[iB MOXKIIUBICTIO KEPYyBaTH MEPCOHAKEM 1 CTPUIATH
1o Boporax ado iHmuM o0'ektaM. Lleit xaHp BKiIoUae K KiacuuHi 2D cTpuIsiaku, e
OCHOBHA yBara 30CEpe/Ke€Ha Ha MIBHUJKOCTI PEaKilii Ta TOYHOCTI, TaK 1 CydyacHl
TPUBUMIPHI IIYTEPH, SIKI YACTO MPOMOHYIOTh OUIBII TTUOOKUHN IrpOBUI IpoIeC Ta
OaraTokopuCTyBalbKi pekuMu. CTPUISUIKM YacTO MaroTh 3aXOIUTIOIOUl CIOKETU Ta
IHTEHCHBHI1 OOMOBI CLICHHU.

PonwoBi irpu (RPG) Ha MOOUIBHMX MPUCTPOAX 3a3BUYAN MAIOTh TIMOOKHI
CIOKET, PO3BHHEHY CHUCTEMY PO3BHUTKY IEPCOHAXIB 1 IHTEHCUBHUU reiimruieid. Llei
KaHp OXOIUTIOE SIK KiIacuyHi smoHChKI RPG, 1110 yacTo XapakTepusyroTbesl peTeIbHO
IPOJlyMaHUMU CBITAMU Ta MEPCOHAXKAMH, TaK 1 CYy4acHi irpH 3 BIAKPUTUM CBITOM, J€
I'paBIli MOXKYTh AOCIIKYBAaTH BEJIUKI TEPUTOPIi, BAKOHYBATH PI3HOMAaHITHI 3aBJJaHHS
Ta B3aEMOJIISITH 3 IHIIUMU TiepcoHakaMu. RPG irpu HamawTh rpaBUsM MOKIIUBICTD
3aHYpUTHUCS y (PaHTACTHYHI CBITH Ta BIAUYyTH c€0€ YACTUHOIO €MIYHUX MPUTO/I.

Crpaterii BuUMararoTh BiJ TpaBUsi pO3pPOOKH CTpaTerii Ta TaKTUK IS
TOCSTHeHHsSI MeTH. Leli aHp BKIIIOYA€E SIK KJIACHYHI CTpaTerii B pealbHOMY 4aci, Je
IpaBIsIM MOTPIOHO WIBUAKO MPUHAMATH pIIIEHHS Ta KEpyBaTU pecypcamu, TakK 1
TMOIIIaroB1 CTPATETi, SIKi I03BOJISIIOTH OUIBIII IETAaIBHO MIaHyBaTH cBOi 1ii. CTpaTeriuxi
ITPU 4acTO CTUMYJIIOIOTh aHATITUYHE MHCIICHHS Ta 3AaTHICTh J0 TepeadaueHHs Iii
CYNpPOTHBHUKA. BOHM HamaloTh TpaBIsSIM MOXJIMBICTh KEPYyBaTH apMisiMu, OymayBaTu

iMIIepii Ta 3MaraTUCs 3a IOMIHYBaHHS y BUTQJIaHUX CBITaXx.
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Pucynok 1.5 — Pexomennariii irop B pizHux kateropisx Big Google Play Store

MomneTtu3aiiiss MOOUTBHHX 1Top 3/IIMCHIOETHCS KITbKOMa OCHOBHUMH CITOCOOaMH.
OgauM 13 HUX € OE3KOIITOBHI IrpH 3 BHYTPINIHIMU TMOKYIKaMH, KOJH Irpu
MPOTMOHYIOTHCA OE3KOIITOBHO, A€ MICTATh BHYTPIIIHI MOKYMKH, IO JO3BOJSIOTH
TpaBIsIM OTPUMYBATH PI3HOMAaHITHI OOHYCH, BIIOCKOHAJIECHHS 200 MPUCKOPEHHS TPH.
Taka Mozeslb 4acTO CTUMYJIOE TpaBLIB BUTPAyaTH TPOINl HAa MOJIMIIEHHS CBOIO
IrpOBOTO JIOCBiY, IO POOUTS ii y>kKe MOMYJSIPHOIO cepe po3poOHUKiB. BHyTpimHi
MOKYIIKA MOXYTh BKJIFOYATH HOBI DPiBHI, MEPCOHAXIB, MPEeAMETH a00 KOCMETHYHI
MOKpAalleHHs, 10 HE BIUIMBAIOTh Ha caM ITPOBHM Tpolec, aje MiJBHUILYIOTh
3aJI0BOJICHHS BiJ TpH [25].

[HIIUM cmocoOoM MoHeTH3allli € TJIaTHI IrpU, K1 MPOAArThCs 3a (PikcoBaHy
LIHy Tepel TuM, SK TrpaBll OTPUMAIOTh A0 HUX jAoctyn. Llg moxmens dyacto
BUKOPHUCTOBYETHCS I MPEMIyM-IrOp 3 BHCOKOSIKICHOIO TpadiKo, CKJIaJHUM

CIOKETOM a00 1HHOBaLIMHUM refimMiuieeM. [lnaTHi irpu 3a3Buyail He MICTITh PEKJIAMU
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a00 BHYTPIIIHIX MOKYIIOK, 110 pOOUTH iX MPUBAOIMBUMU IS TPaBIIB, Kl 0aXaroTh
YHUKHYTH TIOCTIHHUX BUTpAT a00 BIJBOJIIKAIOUUX (PAKTOPIB i1 Yac I'pH.

Pexnama € mie ogHUM BaKJIMBUM METOJIOM MOHETH3AIlll MOOUIBHUX 1TOp, KU
BKJIIOYAE B1ICOPOIMKH a00 OaHepH, 110 Bi0OpakatoThes MMif yac rpu. ['paBiii MOXKYTh
neperisgaTi pekiiaMmy i OTPUMAaHHS PI3HUX HAropoj, TaKUX SIK JOJATKOBI JKUTTH,
irpoBa BamioTa ab0 NTPUCKOPEHHS NPOXOMKEHHS piBHIB. PO3pOOHUKH MOXKYTh
3apoOJIATA TPOIIl 3a KOXHUK Teperisaa ado KK M0 peKiIaMi, IO T03BOJSE iM
HIATPUMYBATH O€3KOIITOBHUMA JOCTYII IO TPH JJIsl IIUPOKOT ayTUTOPIi.

IIle omHMM crocoOOM MOHETH3allll € MIANUCKA, KOJH JesKl 1IrpoBl CEepBICH
IPONOHYIOTh MIANHUCKY, 10 HAJa€ TpaBIsIM JOCTYI JO BEJIMKOrO KaTajory irop 3a
dikcoBaHy moMicsuHy 1aTy. Ll Mozjens momyssipHa cepen rpabliiB, sKi 0aXaroTh
MaTu JOCTYyI A0 PI3HOMAaHITHHUX 1rop 0e3 HeoOXIJHOCTI KyIyBaTH KOXHY 3 HHX
okpeMo. [linnucka Moke TaKoXX BKJIIOYATH €KCKIIFO3UBHUI KOHTEHT, paHHIN JOCTYII
JI0 HOBUX 1rop abo0 BIACYTHICTh pEKJIaMH, IO J0JAa€ JOJATKOBY I[IHHICTH JJIs
KOPHUCTYBaYiB.

PuHOK MOOLTBHUX 1ITOP € BEJIUKUM 1 IMIBUAKO3POCTAIOUUM CETMEHTOM 1HTyCTpii
po3Bar. 3 pO3BUTKOM TEXHOJOTrIM Ta 30UIBIIEHHAM KUIBKOCTI KOpPHUCTYBauiB
cMapTQOHIB LIel pUHOK OyIe IPOOBKYBATH 3pOCTATH 1 TPUBEPTATH yBary siK IPaBIliB,
TaK 1 po3pOOHUKIB. [3 PO3BUTKOM IITYYHOTO 1HTENEKTY, BIPTYaJbHOI PEaJIbHOCTI Ta
IHIIMX TEXHOJIOT1H MailOyTHE MOOUTBHUX 1rop 00i1s€e OyTH 111e OUThII 3aXOIUTFOI0YUM

Ta IHHOBAIIHNM.
1.3 Irpu panHepu

XKaup "pannep" y CBITI BiIeoirop Bifirpae 3HayHy poJib, TPUBEPTAIOYHN YBary
IPaBIIB PI3HOTO0 BIKY 1 piBHA JocBiay. lle oauH 3 HaWMOMyJSPHINIUX >KAHPIB
MOOUIBHMX 1rop, SIKMWA 3a3BUYail BIJJOMHI CBOEI MPOCTOTOIO, IIBHIKICTIO Ta
HEBUMYIIEHICTIO. B OCHOB1 paHHEPIB JISKUTh MOCTIMHUI PyX TOJIOBHOTO MEPCOHAKY
BIIEpE]], IPU LIbOMY I'paBelb BIANOBIAAE 32 HOTO YHUKHEHHSI MEPEIIKO/1 Ta 30UpaHHs

OOHYCIB.
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[rpu xaHpy paHHEp XapakTEPHU3yIOThCA KITbKOMAa OCHOBHUMHM BIACTHUBOCTSIMHU.
[To-niepiiie, BOHU POMOHYIOTH IpaBIieBl OE3KIHEUHO I'eHEepPOBaHi PiBHI a00 MPOTATOM
neBHOTO Tiepiony 4dacy. [lo-mpyre, rpaBiieBi mOTpiOHO MIBUAKO pearyBaTH Ha 3MiHHI
YMOBH Ta MEPEIIKOIN, Kepylouu nepcoHaxkeMm. KpiM Toro, irpu paHHepiB 3a3BHYaid
MaloTh MPOCTI MEXaHIKH KepyBaHHS, Taki K TOpKaHHS abo pyxu BhiBo/Brpaso. llle
OJTHIEI0 OCOOJIMBICTIO € MOXKJIMBICTh 30MpaTH Pi3HOMAaHITHI OOHYCH Ha MIIAXY, IO
JOTIOMAararoTh MABUIIUTH PaXyHOK a00 AaTH JOJATKOBI MOKIIMBOCTI. X04a I'pa HE Ma€e
YITKOI KIHIEBOI METH, 0araTo paHHEpiB BKJIIOYAIOTh 3aB/IaHHA ab0 TOCSTHEHHS, 5K
rpaBellb MOKE CIPOOYBATU AOCATTH.

lono momyJsipHOCTI, KaHP paHHEPIB 3aBXKIU Mae CBOIO ayauTopito. barato
IPaBLiB LIHYIOTh MO0 32 MOKJIMBICTh IPaTH B Oyb-IKHIl MOMEHT 4acy, 0e3 noTpeou
BEJIMKOI 30CEPEIKEHOCTI Y1 1HBECTYBaHHS B Yac.

Jeski 3 HAWUNOMyJSIPHIMIKMX 1MOp >KaHPY paHHEp BKIo4aoTh Temple Run,
Subway Surfers (puc. 1.6), Jetpack Joyride, Canabalt i Into the Dead. ¥V rpi Temple
Run rpaBiii kepytoTh apXxeoJIoroM, SIKMI BTIKA€ BiJl MaBII, IIIyKatouu ckapOu. Y Subway
Surfers rpaBeub ymnpapisie MiAJTITKOM, SIKMM BTIKAa€ BiJ MOJIIii, MpoOiraroyu Mo
BYJIMIISIX MicTa Ta 30uparoun MoHeTH. Y Jetpack Joyride rpaBiii kepyroTh epcoOHaKEM
3 pEaKTHMBHUM paHIIEM, JIITAlOUM Kpi3b JaOIpUHTH Ta yHHUKarouu nepemkona. ['pa
Canabalt € ogHi€to 3 mepIKX y *KaHpi, A€ rpaBellb MPOCTO MPOOIrae BIepe, yHUKa0uu
py¥iHyBaHb OymiBenb 1 iHImMX nepemkon. B Into the Dead rpaBennr BukuBae B

anoKaJIINTUYHOMY CBITI, YHUKAIOUX 30MO1 HA CBOEMY LUIAXY [45].
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Pucynok 1.6 — I'pa “Subway surfers”

[lomynsipHicTh irop >KaHPY paHHEp TOCTIHHO 3pOCTae, OCOOIMBO cepen
MOOUTBHMX TpaBmiB. Llel >kaHp TpUBaAOIIOE MIMPOKE KOJO ayAWTOpii 4epe3 CBOIO
IPOCTOTY, JOCTYIHICTh Ta 3aXOITIOI0YUIN TedMILIeH.

PosrnsHemo kinbka ¢akTopiB, K1 BIUIMBAIOTh HAa TOMYJISIPHICTH PaHHEPIB.
MOoO1TBHICTB € OTHUM 13 KIIFOYOBHUX (PAKTOPiB, OCKIJILKU O1IBIIICTh pAHHEPIB AOCTYIIHI
Ha MOOUTHPHUX MPUCTPOSX, TaKUX K cMapTdoHu 1 1iaHmeTu. Lle podbuts ix nerko
JOCTYITHUMU JIJIS TPaBIlIB Y OyJb-IKUW Yac 1 B OyJIb-SIKOMY MICIIi, 1I€aIbHUMU JIJIs
KOPOTKHUX ITPOBUX CECIi Mij] yac mepepBu Ha poOoTi, y 1mKoji adbo B 1oposi. [IpocToTta

Ta JIETKICTh B OBOJIOJIHHI TaKOXX CHPUSIOTH IXHIM MOMYJSPHOCTI: 0araTo paHHEpiB
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MAaloTh AY’KE MPOCTI MEXaHIKU KepyBaHHsI, SKi MOK€ OCBOITH HaBITh MoYaTKiBelb. Le
JT03BOJISIE HOBAYKaM IIBUIKO BCTYNUTH B TPy, @ JOCBIAYEHUM TPaBLSM - IIBUIKO
OoTpuMatu 3a70BOJieHHS BiA Tpu. CoUIaNbHICTh JEIKUX pPAaHHEPIB, 30KpeMa
MO>KJIMBICTh JUIMTHCS CBOIMHU JIOCSTHEHHSMHU Y COIIIATBHUX MEpekax abo 3Maratucs
3 IPY35IMU, CTUMYJIIO€ 3/TOPOBY KOHKYPEHIIIIO Ta 10AaTKOBO MOTUBYE TpaBiiB. CTiiika
3ay4eHICTh 3a0e3MeuyeThCsl 3aBIASKU Oe3kiHeuHOMY (opmary TpH, SIKUH MOKe
3a]lydaTd TPABIIB MPOTITOM TPHUBAJIOro dacy 0e3 HeoOXITHOCTI BEIHMKOI KUIBKOCTI
HOBOTO KOHTEHTY. PerysisipHi OHOBIIEHHS 3 HOBUMH pIBHAMH, MEpCOHaxaMu ado
ITPOBUMH €J€MEHTAMHU TAKOX MIATPUMYIOTh 1HTEpeC TpaBliB. BigMiHHE 3aCBO€HHS
OCHOBHHX €JIEMEHTIB, TaKMX K YHUKAHHS MEPENIKo Ta 30upaHHs OOHYCIB, POOUTH
paHHepH NMpUBAOIMBUMH JIJISl TPABIIB YCiX BIKOBUX TPYII 1 PI3HOTO PIBHS JIOCBITY.
3arajioM, irpu >kaHpy paHHEp KOPUCTYIOTHCS BEJTUKOIO MOMYJISIPHICTIO, OCKITBKHI
BOHU IIPOIIOHYIOTH MPOCTHUH, ajie 3aXOIUTFOIOYHMI TedMIUICH, SKM MOXeE BI1IIOBICTH
notpedaM Oyab-IKOTO TPaBIA. IXHA MOGITBHICTb, JOCTYIHICTh i 3/aTHICTh 3alydaTH
IpaBIliB Ha TPUBAIUH Yac POOJISATH X OJTHUMHU 3 HAWO1JIBIII BIUIMBOBUX ITPOBUX JKaHPIB

y cBiti [38].
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PO3/1L1 2
CYUYACHUH MIIXIJ IO CTBOPEHHS ITOP

2.1 CyTHicTBb i IOHATTH irpOBOro ABUIyHA

IrpoBuii ABUTYH — 1€ CKJIaJHE MpPOrpaMHE 3a0e3IMEUYEHHS, SIKE CIIYXKHUTh
dbyHIamMeHTOM 715 po3po0OKH Bizeoirop. Bid q03BosIsIE po3poOHUKAM CTBOPIOBATH iTpH
0e3 HeoOX1THOCTI MpOTrpaMyBaTH KOKEH acCleKT TPy 3 HyJIsl, Ha/JIal0un Hablp TOTOBUX
JI0 BUKOPHCTAHHS KOMIIOHEHTIB Ta I1HCTPYMEHTIB. 3aBISKH IIbOMY, PO3POOHUKHU
MOXKYTb 30CEpEIUTUCA OIbIIE HA KPEATUBHUX Ta 1HHOBALIMHUX acHEeKTax MPOEKTY
[10].

OCHOBHI KOMIIOHEHTH ITPOBHX JBUTYHIB BKJIIOYAIOTh KIUIbKa BaKIUBUX
€JIEMEHTIB, cepell SAKUX TpadiuHull pEeHIEpHUHT, (P13HMKa, aHIMAIis, 3BYK, IITYYHUN
IHTEJIEKT Ta CKPUIITHHT 3 IrPOBOIO JIOT1KOI0. ['padiunuii peHaepuHr Biirpae KIt04oBy
pOJIb Y CTBOPEHHI Bi3yalIbHOI YaCTHHU T'pH, 3a0e3neuyroun Bizyamnizaiito sk 3D, Tak 1
2D rpadiku. lle BKiIIOYa€ pEHAEPUHI TEKCTYp, OCBITJIICHHS, TIHEM Ta I1HIIMX
BI3yaJIbHUX €(DEKTIB, SIK1 3HAYHO IT1IBUIIYIOTh PEaTiCTUYHICTh 1 3aHYPEHHS TPaBIIIB Yy
IrpoBUid CBIT. BiATBOpEHHS TEKCTYyp 1 CKJIAJHHUX Bi3yaldbHUX €(EKTIB pOOUTH Ipy
MpUBaOJIMBOIO 1 I[IKaBOO JIJIsI KOPHUCTYBAYiB.

di3uka € me OAHUM BAXKIMBUM KOMIIOHEHTOM, SIKMH BKIIIOYAE 1HTErparlito
(b13UYHUX JBUTYHIB JJISI MOACITIOBAHHS pealiCTUUHOI pi3uKu CBITY Irpu. L{e cTtocyeThes
TaKUX acTeKTIB, SIK TpaBiTallis, 31ITKHEHHS 00'€KTIB Ta 1HIN (Pi3WdUHI B3aeMOJIIi, K1
poOJIATH 1rpOBUI TIpoliec OUIBIN MPaBAOMOAIOHMM 1 3axoruioro4yuM. PeamictuuHe
MOJICNTIOBaHHS (DI3UYHUX BIACTUBOCTEH J103BOJISIE TPABIISIM BiUyBaTH ce0€ YaCTUHOIO
ITPOBOTO CBITY.

AHiMalliss B IrpoBUX JBUTYHaX HaJa€ IHCTPYMEHTH [Isl CTBOPEHHS Ta
YIPaBIIHHS pyXaMH MepcoHaxiB 1 00'ekTiB. Ile 103Bosie iM pyxaTucs Ta B3a€MOIISITH
y MEPEeKOHJIMBUI Ta MPUPOAHUI CIOCIO, 110 3HAYHO MOKpAIIy€ SKICTh IPU. 3BYK, SIK
BOXKJIMBA CKJIaJIOBa IrPOBOTO JIOCBiY, BKJIIOUYAE IHTETPAIlI0 ayJi0 KOMIIOHEHTIB JIJIs
3a0e3neyeHHs! 3ByKOBOro oopmiieHHs rpu. Lle oxormoe My3uKy, 3ByKOB1 €(eKTu Ta

JaJIoTH, sIKI JOTIOMAararTh CTBOPUTH aTMOC(EPY Ta 3aHYPUTH IpaBLs B IrPOBUI CBIT.
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Mtyunuit inTenext (ILI) y irpoBux ABUryHax 4acTO BKIIIOYAE CUCTEMHU IS
yIpaBJiiHHs TOBeIHKOI0 HeirpoBux nepcoHaxiB (NPC). Lle no3Bosise iMm BUKOHYBaTH
CKJIagHI Jii, $KI BUIVIIAAIOTH IIEPEKOHJIMBO 1 JOJAIOTh Tpl JWHAMIKH Ta
HernepeadauyBaHoCTi. CKpUIITHHT Ta irpoBa JIOTIKa € BAXJIMBUMU TSI HATAIITYBAHHS
MpaBWJI TPH, TOJIN Ta MOBEIIHKU 00'€KTiB. ITpOB1 IBUTYHH HAJIatOTh MOBHM CKPHIITIB
abo Bi3yasnbHI iHTepdelicu, MO JO3BOJSAIOTH PO3POOHHKAM MpPOrpaMyBaTH CKIIaIHI
ITpOBI CIIeHapii, CTBOPIOIOYH 3aXOTUTIOIOYNH ITpOBUI JOCBI JIJIs TPABIIIB.

[lepeBarn BHUKOpPUCTAaHHS ITPOBUX JBUTYHIB € YHMCICHHHMH 1 BKIIIOYAIOTh
e(EeKTUBHICTh  PO3pOOKH, CIpOIICHHS podoTH Ta  OararoraaTGOpPMHICTD.
EdextuBHicTh po3po0Kku 3a0e3nedyeThCcsl 3aBASKHA 3HWKEHHIO 4yacy Ta BHUTpaT Ha
po3poOKy. IrpoBi IBUIYHHM HaJalOTh TOTOBI IO BUKOPHUCTAHHS KOMIIOHEHTH Ta
IHCTPYMEHTH, $IKI 3HAYHO NPHUCKOPIOIOTH MIpoLec CTBOpeHHs irop. Lle mo3Boisie
PO3pOOHMKAM 30CEPEIUTUCS HAa TBOPUUX acleKTax IpH, HE BUTpadarouu 06araTo yacy
Ha pPo3poOKy Oa3oBux eynemMeHTiB. CHpoileHHs poO0OTH JOCATAETHCS Uepes
BUKOPUCTAHHS BI3yaJIbHUX PEIAKTOPIB Ta IHCTPYMEHTIB, SIKI YCYBalOTh HEOOXI1THICTh
rIIMOOKMX 3HaHb Yy MporpamyBaHHl. PO3pOOHMKH MOXYTh CTBOPIOBATH CKJIAHI IrPOBI
MEXaHIKH Ta e(EeKTH 32 JOMOMOI0OI0 IHTYITUBHO 3p0O3yMUIMX 1HTEPPEICiB, 0 pOOUTH
IPOLEC PO3POOKHU JOCTYIHIIIUM JJIs IIUPOKOIO KOJIa JIt0JIeH, BKIIFOUAlOUU THX, XTO HE
Mae JOCBIAy B MporpaMmyBaHHI. baraTtoriatdopMHICTh € 1€ OJHIEID Ba)KJIUBOKO
nepeBaro0. barato irpoBux ABUTYHIB JO3BOJSIOTH OJHOYACHO PO3POOIISATH 1TpU IJIs
pizaux tardopm, takux gk [1K, koHcom Ta mMoOiIbHI npuctpoi. Ile o3nauae, 1o
PO3pPOOHUKH MOKYTh CTBOPIOBATH Py OJIMH Pa3 1 aAanTyBaTH ii A1 pi3HUX MI1aTHOpM
0€e3 3HaYHUX J10JAATKOBUX 3yCWib. Lle 3HaYHO po3LIMPIOE ayUTOPItO, A0 SIKOI MOKHA
JIOHECTH TPY, 1 MIABUILYE MOTEHIIMHUNA yCIiX MPOEKTY.

TakuM 4YWMHOM, BHMKOPHUCTAHHSI ITPOBUX JBUTYHIB CHpPHUSIE TIJBUILEHHIO
e(eKTHUBHOCTI Ta CHPOIICHHIO TMPOIECY PO3pOOKH 1rop, a Takox 3abe3nedye
MO>KJIMBICTh PO3POOKHU sl Pi3HUX TIaTdopM ogHouYacHO. Lle poOuTh iX BaKIMBUM
IHCTPYMEHTOM JUIsl CY4YaCHUX pPO3POOHUKIB 1rop, JO3BOJISIIOYM CTBOPIOBATU

BUCOKOSIKICHI MMPOAYKTHU IIBHUAUIC Td 3 MCHIINMHA BUTPATaAMMU.
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Cepen monynspHUX ITPOBHX NBHUTYHIB BuAiIseThess Unity (puc. 2.1) 3aBasku
CBOIM JIETKOCTI BUKOPUCTAHHS, OaraToruiarpopMHiN MiATPUMIIL Ta BEJIMKIA CITUIHHOTI.
Unreal Engine (puc. 2.2) BIJOMHI CBOEIO BHCOKOIO TpaidHOIO MOTYXKHICTIO Ta
THYYKICTIO JIJIsl po3poOKH pi3HOMaHITHUX 1rop. Godot (puc. 2.3), 31 CBOIM BIAKPUTUM
BUX1JIHUM KOJIOM, 3a0€31e4y€ JOCTYIHICTD JJIs1 PO3POOHHUKIB 3 Oy 1b-SIKUM OOJIPKETOM.
Bin miantpumye sk 2D, Tak 1 3D mnpoekTH, MPOMOHY€E IHTYITHBHO 3pO3yMUIHAN
iHTepdeiic Ta B1acHy MoBy ckpuntiB GDScript, sika onTUMi30BaHa i IrPOBOi JIOTIKH.
Bigkputuii xapaktep Godot cripusie mMMpOKii MIATPUMII Ta aganTallii CliJIbHOTH, 110
JTIO3BOJISIE MBUAKO BIPOBAKYBATH HOB1 TEXHOJIOT1i Ta MeTOoAuKH [ 19].

Bukopucranss irpoBux JIBUTYHIB JJ03BOJISIE PO3POOHUKAM CKOHIICHTPYBATUCS
Ha KPEaTUBHUX aCHEKTax I'PU, TUM CAMUM CIPUSIIOUN 1HHOBAI[ISM Ta I1IBUILIEHHIO

SIKOCTI B1JI€OITOP.

B Be Bm o “oioi® | JONS; =
whaGHL*aeeanBl -

Pucynok 2.1 — IrpoBuii pymiii Unity



Pucynok 2.3 — Irposuii pymii Godot

2.2 Orasa moxsmBocreit pyuist Unity

Unity — kpocmiatdopMHuil irpoBuii pyIiiii Ta iIHCTPYMEHT ISl pO3pOOKH

BIJICOITOp Ta 3aCTOCYHKIB JJI PI3HUX Tally3€id, 30KpeMa aBTOIHAYCTpii,

21
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KiHemarorpady Ta MyJbTHILTIKAIII1, apXITEeKTYpH, JOMIOBHEHOI Ta BIpTyalIbHOI
peanbHOCTI [21].

Hapasi, onniero 3 ronoBHux nepesar Unity € po3poOka Ta peHAepIHT y
peanbHOMY Yaci. L[ TexHomoris 103BOJIsIE 3MIHIOBATH MPOAYKT 6€3 HEOOX1THOCTI
NOBTOPHOI NOOY0BU CLEHH Y PEKUMI PeaIbHOTO Yacy, Maibke y sIKOCTI OJIUH J0
OJTHOTO MOPIBHSIHO 3 0dIaifH-peHAepUHIoM Ta KoMmisiiero. Unity y peaqbHOMY 4Yaci
orpaiboBye (Gi3uKy, BifoOpaxkae (pi3MYHO KOPEKTHI MaTepiaiy Ta CBITJIO, Ta 6arato
1HIIIOTO.

o x y Bunagky Unity o3Haudae irpoBuii pymniii? Unity 3KOMIOHOBY€E Ha/IaHi
PO3pOOHUKOM 311 MOJIeNi, TEKCTYPH, ayJl10, CKPUIITH, aHIMaIlil Ta 2] CIpalTH y OJIMH
IPOAYKT Ta JA03BOJISIE 3 HUMHU IIPALIOBATH Y BJIACHOMY PEAAKTOPI.

Yoro ne Mmoxe Unity? Mu MOBHMHHI HaJJaBaTH PEIAKTOPY aCCETH CTBOPEHI y
30BHIIIHIX TIporpamax. Hampukmnan, 1jst CTBOpeHHs 31 MoJiesel HeoO0Xi1HO
BUKOpUCTOBYBaTH Maya, ZBrush a6o Blender. JIns ctBopenns ayaio Adobe
Audition, Logic Pro, Reaper, and Audacity. Xoua, Hacrpaszi, Unity Hagae 0a30Bi
3ac00U U1 CTBOPEHHS HAaUIPOCTIIMX 311 MOJIENIeN Ta pejaryBaHHs 2] CIIPaiTiB.

BropsigkoByBaHHS Ta CIIAKYBaHHA 3a BCIMa acceTamu y BKIaauHIl Project (puc
2.4) Hamae MOXJIMBICTH TPOBOJUTH TMPEB'I0 aCCETIB, MPOBOJUTH 3 HUMH 0a30Bi
MaHIIMJISI1T [0 TEPEMIIICHHIO Ta KOMIOBAHHIO Ta CTBOPIOBATH OUIBIICTh HASIBHUX Y

penaKTopi 00'eKTIB.
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NoOne > Models > People > Witnesses

Scenes/Initial.unity

Pucynox 2.4 - Ilpuknan Bkinaguuku Project

[TobymoBa ciieH Ta kepyBaHHs iX 00’ekTtamu y BkianuHii Hierarchy (puc. 2.5).
Takox MaeMO MOXJIMBICTh CTBOPIOBATH HOB1 00’ €KTH. OTHOYACHO BIIKPUTOIO MOXKE
OyTH TUTBKM OJIHA CIieHa. SIK BUIHO Ha pUCYHKY 1.2, pegakTop MiATPUMY€E BKIIaJEHI

00’€KTH, 10 € BYKJIMBUM IIPU HACJIIIyBaHHI 3HAYEHb KOMIIOHEHTIB
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‘= Hierarchy

+v

Pucynox 2.5 - Ilpuxnan Bkinaauaku Hierarchy 3 06’ ektamu ciieHu
HanamryBaHHs Ta CTBOPEHHS BIACTUBOCTEMN 00’ €KTIB SIK Ha CLIEHI TaK 1 3arajioMm
y mpoekTi y BkiaauHIl Inspector (puc. 2.6). HasiBHa MOXIHBICTH KOMIIOBATH
KOMIIOHEHTH Ta IX 3Ha4eHHS MDK OO0 ’€KTaMM, a TaKOX peAaryBaTdh 1I€HTUYHI
KOMIIOHEHTH Bipa3y y JEKUIbKOX BUAUICHUX 00’ €kTax. Takox A03BOJISIE€ 3MIHIOBATH

BJIACTUBOCTI i/l Yac BUKOHaHHs miporpamu [20].
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* Layer Default

Add Component

Pucynox 2.6 - [lpuxnan Bkinaauaku Inspector 3 oOpaHum 00’ €KTOM

Po3mimennst 00'eKkTiB Ha CIieHI Ta iX Bi3yaJbHE pe/laryBaHHS Ha BKJIQJIMHII
Scene (puc. 2.7). I3 10CTynmHUX IHCTPYMEHTIB MU MAa€EMO MOXJIMBICTh 3MIHIOBATH
PO3Mip, TIOJIOKEHHS Ta MMOBOPOT 00paHux 00'ekTiB. Takoxk, HAsIBHUIN 1HCTpYMEHTapii
Ul pyXy KaMepu y JBYX Ta TPhOX BHUMIpax 3 MiATPUMKOI OPTOTOHAIBHOTO Ta

130MeTpu4HOro 6auveHHs. IligTpumye 3MiHM O0'€KTIB MiJ YaC BUKOHAHHS MpPOTrpaMu

3].
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# Scene Addressables Groups if Timeline xNode

v @~ vy v i~

Pucynok 2.7 - Ilpuknan BkiaauHku Scene 3 00’ ekTaMu iHTEpdecy Ta KaMeporo y

pexumi 311

BukoHaHHSl 3aCTOCYHKY Yy pealbHOMY 4Yaci Ha BkiIaauHil Game (puc. 2.8).
Hanae MOXXIMBICTh 3MIHIOBATH PO3MIp Ta BIAHOIIEHHS ekpaHa. [1ig yac BUKOHAHHS €
MOXJIMBICTh OTPUMYBATH 1HQOpPMAIIiI0O Yepe3 KOHCOJIb, II0 MOXKE BiJ0Opa’KaTHUCh
OKpeMHM BIKHOM a00 $K MaJleHbKa CTpIuKa 3HHM3y eKkpaHa. BimoOpaxkae 3MiHH,

BUKOHAHI y IHIIKMX BKJIaJUHKaX peaakropa [18].
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Pucynok 2.8 - Ilpuknan Bknaguakun Game miciig 3aycKy rpu

BaxnuBuM acrnekToM BUKOPHUCTaHHS acceTiB € iHTerpoBanuii Unity Asset
Manager. Tyt 30epiratoThcst mpua0OaHi Ta IMIIOPTOBaH1 acceT po3pooHuKa. L1 accetn
MokHa oTpumaTH y Unity Asset Store (puc. 2.9) — TyT 3HaX0IATbCS Ta MPOJAIOTHCS
TFOTOBI TeMaTUYH1 HAOOPHU MOJIeTIEH, 11Tl CHCTEMU CKPUIITIB, HAITPUKJIIA]T 1JI B3a€MOIT
3 UI, Ta 6ararto iHI10T0, 1110 TPUCKOPIOE PO3POOKY Ta € YUMOCH HA KIITAIT 010110TEK

y IporpamyBanHi [29].
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?AssetStore Q  Search for asset & # 0

3D 2D Audio Al Decentralization Essentials Templates Tools VFX Sell Assets

e Over 11,000 five-star assets @ Rated by 85,000+ customers & Supported by 100,000+ forum members @ Every asset moderated by Unity

LAST DAY TO SAVE LIMITED TIME ONLY

Template Toolkit Sale: Up to

e TEMPLATE

Don’t miss out. Get templates and tutorials to T o O L K I T s A I_ E .
build your game faster, plus, save an extra .
10% on all orders over $60 with the code

UP TO 60% OFF

Shop sale

& N i A K4 (5% & & R *

3D 2D Audio Tools VFX Templates Al Add-Ons Essentials Decentralization

Pucynok 2.9 — marasun Unity Asset Store

Takox, mmu-o-tutid 3 Unity Asset Manager iine Unity Package Manager (puc.
2.10) — MeHeKep MAKETIiB, IO JTO3BOJISE IMiIKIOYATH Ta BUKOPHUCTOBYBATH HOBY
JOTIKYy Ta 3acobu mnpu po3poOui. Hanpuknaa, MokHa HIAKIIOYUTH MaKeT IS
nobyaoBu miporpamu st WebGL Ta ii po3mimennst Ha caiiti Unity abo Oyab-sikiid

1HII#H TUIaTdopmi.
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Name 4 -

Cinemachine

Unity Nno 13

Packages - Cysharp, Inc. Version 2.8.9 - August 31, 2022

UniTask Registry Unit

Packages - jilleJr com.unity
NET 10 or Unity
Packages - Keenan Woodall

Deform

Packages - Unity

Bur

Cinemachine

Last upd.

Pucynok 2.10 - Bikno Unity Package Manager (In project)

Takox po3poOHMKY HazaHi 3aco0U sl ONTUMI3alli Ta aHaji3y 3aCTOCYHKY y
BiutanuHil Profiler (puc. 2.11). Jlo3Bossie epeKTUBHO BiACTIAKOBYBATH, IO CaMe
3aiimMae HaWOUIbIIEe Yacy MiJ 4Yac BUKOHAHHS. ICHYye MOXIIMBICTH BUOKPEMITIOBATH
OIOKM KOy Yy CKpHNTAax Ta TMPUCBOIOBATH IM OKpeMi Ha3BU MJs 3PYyYHOTO

BUMiproBaHHs [43].
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Clear ClearonPlay DeepProfile Ca

Timeline

Main Thread

Pucynok 2.11 - Bknagunka Profiler miy yac BUKOHaHHS 3aCTOCYHKY

Jlist aniMarii 00’ €KTIB Ta iX MePeX0/I1B MikK CTaHaMHU 1CHY€ BKJIaJuHKa Animator
(puc. 2.12). Tyt MOXyTb BiJOOpakaTHCh apaMeTPH aHIMaIlil, YMOBH MEPEXOy MIXK

OJIHIE€I0 aHIMAIII€I0 Ta 1HIIO0, a TAKOXK JIEPEBO iX 3B’SI3KIB

Any State

Sitting

Y

Standing

Entry

Pucynok 2.12 - Bknaauaka Animator
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2.3 C# sixk MoBa nporpamyBanHs Ajst Unity

C# - ue o0'ekTHO-Opi€EHTOBaHa MOBa IPOrpaMyBaHHs, IO MICTUTh €JIEMEHTH
IHKANCYJISIi, craaKyBaHHa Ta mojiMopdizMy. BoHa Oyna po3pobiieHa KOMITaHIEO
Microsoft y niepioq 3 1998 o 2001 poxku mij kepiBHUIITBOM AHjepca [eiincOepra B
pamKax BiAALTy po3poOku mporpamuoro 3abesnedenns Microsoft .NET Framework 3
METOI0 CTBOPEHHS IIporpaM IS i€l rmiatgopMu Ta BiANOBIajda BUMOTaM CTaH1apTiB
ECMA-334 1 ISO/IEC 23270.

C# € MOBOIO pOrpamMyBaHHs, 10 CIUPAETHCS HA CUHTaKCUC MOBH C, OJIM3BKUIL 10
MOB mnporpamyBanHs C++ 1 Java. MoBa Mae CTaTH4Hy THIII3aIlil0, MIATPUMKY
noaimMopdi3zmy, orepaTopH, BIaCTUBOCTI, TUIH TAHUX Ta METOJIU, 1T€pallil0, aHOHIMHI
¢dynkmii, LINQ, neneratu, 00poOKy BUHATKIB Ta KOMEHTYBaHHs y popmati XML [14].

Hazga "C#" (mpowusH. Ci-miapm) BIANOBIJA€ My3WYHOMY IMO3Ha4YeHHIO "mie3" 3
My3WYHOI HOTAIlli, IKE€ BKa3y€ Ha M1IBUIIICHHS Ha [TIBTOHY, aHAJIOTTYHO JI0 «++» B Ha3B1
MoBH "C++", 1m0 BKa3ye Ha IHKPEMEHT 3MIHHOI Ha OJWHUIIIO (B IIbOMY BHIIQJIKY,
IHKpEMEHT MOBHOTO piBHA). Lle Takox BiJI0Opa)kae MpOrpecirto MOB MPOrpamMyBaHHs
Bix C o C++1 CH#.

Mera C# - Hagmatu TpocTy, Oe3meuHy, CcydacHy, 00'€KTHO-OpI€HTOBaHY,
BHCOKOPIBHEBY MOBY ITpOrpaMyBaHHs, sika OyJia O JIETKOIO JIJIsl BABYEHHS Ta PO3yMIHHS
MporpamicTaMu, a TaKoXK 3a0€3MEeUUTH IM IIMPOKI MOKIIMBOCTI PO3pPOOKH MpOrpam,
BKJIIOUYAIOUM BeO-10/1aTKH, BeO-ci1yx0u, nporpamu ajiss Microsoft Windows Forms 1
0araro 1HIIOrO.

Po3pobnuku moBu C# MOXyTh BUKOPUCTOBYBATH B)KE€ HAsIBHI 3HAHHS 1 HABUYKHU
mMoB mporpamyBanHs C, C++ Ta Java s JOCSTHEHHS YCHIIIHUX pe3yJbTaTiB, HE
3MYIITYIOYH iX BIJIMOBIISITUCS BiJ CBOTO JIOCBITY B IIMX MOBAaX, a TAKOX 1HTErpyBaTu
PI3HOMAHITHI PilIEHHS MPOTPAMHOI0 3a0€3MeUeHHs, BKIIIOUal04l BeO-TEXHOJIOT1i, Ha
6a31 Microsoft Windows Forms 1 B3aemoito 3 iHTepdericamu KIieHT-cepBepa.

C# mae myxe 3pydHUN CHHTAKCHUC, SIKUM € JTy»e MPOCTUM 1 3pO3yMUTHM i 4ac
BuBYeHHS. oro oco6musi Ta cxoxi 3 C, C++ i Java KOHCTPYKLil 3po6miIM HOro

BIJIOMUM CEpEJl MPOTPaAMICTIB, K1 BXKE 3HAIOTH OJHY 3 IIUX MOB. T1 PO3pOOHUKH, SIKi
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BOJIOIIOTH X04a O OJHIEIO 3 IUX MOB, JIETKO NOYMHAIOTH MpaitoBaTi 3 C# 1 OTpUMYIOTh
IIBUJIKO €(PEKTUBHI PE3yJIbTaTH.

C# nomomarae BIpOBa)KyBaTH METOAHM Ta THUIH, SKI BUKOPUCTOBYIOTHCS JIJIS
T1IBUIIEHHS Ta YIIPABIiHHSA 00'€KTHUM KOJOM. Y Cl 3MiHHI Ta METOJIA BKITFOYAIOTHCS B
roJoBHHN MeToJl Main meBHOro kiacy. Kiacu Mo)KHa ycrmagkoBYBaTH Bij iHIIIOTO
OCHOBHOTO KJacy [15].

Cunrakcuc C# (puc. 2.13) poOuTh MOro mMpocTUM y MOPIBHSAHHI 3 CKJIAJHUMHU
KOHCTpyKIisiMu C++, a Takok Hajae notyxH1 ¢pyHkiii, Taki sk NULL (BizcyTHICTh
3HaueHHS), K B C++, 1 T03BOJII€E KOPUCTYBATHUCS CUILHOTHITI30BAHUMHU METOaMH Ta
TUIIaMHU, K B Java, 110 poOUTH HOro yHIBEpCaJbHOIO MOBOIO MPOTrpaMyBaHHS IS

0araTpoXx 3a7ad.

Version Date Of Release MET Version Visual Studio

C#10—» Jan2002 ~—» NET1.0 —* Visual Studio NET 2002

C#20» Sep2005 —» NET3.0 » Visual Studio NET 2008
C#30» MNov2007 —» NET35 * Visual Studio NET 2003
C#40—» Aprl 2010 ~—» NET40 —*  Visual Studio NET 2010
C#50» Aprl2013 —» NET45 »  Visual Studio NET 2013
C#60» July2015 —» NET48 »  Visual Studio NET 2015

C#7.0—» March2017 —» NET47 —*  Visual Studio NET 2017

C#80» Sep2019 —» NET Core 3.0 —»  Visual Studio NET 2019

C#O0—» Aprl2020 ~—» NET50 * Visual Studio NET 2019

Pucynok 2.13 — Bepcii C#
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PO3/ILI 3
MMPOEKTYBAHHSL, PO3POBJEHHS TA BIIPOBAKEHHS MOBLILHOI
I'PU 3 BAKOPUCTAHHAM CYYACHUX TEXHOJIOT T

3.1 IIpoeKkTyBaHHH 32CTOCYHKY

B mpoekrtyBanni irop Ha Unity ICHYIOTh KUIbKa MiIXOIB, SIKI PO3POOHHUKH
MOXYTh BHKOPHUCTOBYBAaTH B 3aJIeKHOCTI BiJ crnerudikd MPOEKTy, BIOA00aHB 1
JIOCB1]1y KOMaH/IH.

B nporieci po3po6xku irop Ha Unity iCHY€ psll pi3HUX METOJIOJIOTIH Ta MiAXO/IB,
K1 pO3pOOHUKHN MOXYTh BUKOPUCTOBYBATH JIJIs CTBOPEHHSI BIACHUX MPOEKTiB. KoxkeH
3 IUX MIAXOJIB MAa€ CBOi YHIKaJIbHI OCOOJIMBOCTI Ta 3aCTOCYBaHHs, IO POOUTH iX
KOPUCHUMHU B PI3HUX CUTYAIIIsIX 1 751 BUPIIICHHS PI3HUX 3aBJIaHb y MPOLIECT PO3POOKHU
[5].

OpnuH 13 Takux migxoxis - Model-View-Controller (puc. 3.1), sikuit po3minise rpy
HAa TPU OCHOBHI KOMIIOHEHTU: MOJIENb, MPEJACTABICHHS Ta KOHTpojep. Mopenb
BI/IMOBIIa€ 3a 30epiranHs JaHuX Ta 013HEC-JIOTIKY, MPEICTABICHHS - 3a BIIOOPaKEHHS
iH(dopmarlli Ha eKpaHi, a KOHTPOJIEp - 332 KEPYBAHHS B3a€EMOJIEI0 MK MOJEIUIIO Ta
npeactaBieHHsM. L{el mixia 703BoIIsiE CTPYKTYPYBATH MIPOEKT Ta pOOUTH HOTO O1IbIII

MOJTyJIBHUM Ta MiIIaeMUM 3MiHam [12].

L

UPDATES MANIPULATES
VIEW CONTROLLER
\\,;0 g Vi
RtY &
S
N\ /
USER

Pucynok 3.1 — [Ipunmun podotu MVC
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Ile omuum minxomoM € Entity-Component-System (puc. 3.2), sxuit
aKIEHTY€EThCS Ha KOMITIOHEHTAX, IO MPHUEIHYIOThCS 1O cyTHocTed B Tpi. Koken
KOMITIOHEHT BIJIOBIJIa€ 3a IMEBHUM AacCIEKT ITOBEIIHKHM abo0 BJACTUBICTL 00'€ekTa, a
CUCTeMH OOpOOJIAIOTh T'pynH OO0'€KTIB 3 IMEBHUMHM KOMIOHeHTaMu. lled miaxina
0COOJIMBO KOPUCHUN Y BUNIAJAKaX, KOJIU MOTPIOHO MPAIfOBATH 3 BEIUKUMU OOCsITaMu

JTaHUX a00 3a0e3MeUnTH BUCOKY MPOAYKTUBHICTE rpu [13].

J— ECS Process

VRN
. Entity | Components ‘ Position ‘
\ //' ': X Coordinate
o - Y Coordinate
(4] ] 7
3 = z
// \\ < 3 Gravity ‘
/" Has \>
< Gravity?
\\ /y/ I— Acceleration
T Yes

| 4; Update

Coordinates
Game Gravity Next bUEE:
Game
Loop System System Loop

Pucynok 3.2 — Ilpunuun po6otu ECS

Takox Bapto Bim3Hauutu Component-based architecture, sixkuii, momibHO 10
ECS, 0a3yeTbca Ha KOMIOHEHTax, ajie € MEHUI (OpMalli30BaHUM. 3aMiCTh CTPOrOro
po3MOALTy Ha KOMIIOHEHTH, CYTHOCTI 1 CHCTEMH, PO3POOHUKA MOXKYTh
BUKOPUCTOBYBAaTH KOMIIOHEHTH $IK OCHOBHI1 Oy/iBenbHI OJIOKM ITpOBUX OO0'€KTIB,
KOMOIHYFOUH 1X JJIs1 CTBOPSHHS HEOOXiaHOT moBeaiHku [11].

State-driven design (puc. 3.3) - 1e mie oauH miAXia, AKud Oa3yeTbCs Ha
BUKOPHUCTaHHI KIHIIEBUX aBTOMATIB JJIs KEpYBaHHS cTaHOM irpoBux 00'ekTiB. Koxen
00'ekT MOXe nepedyBaTH B IEBHOMY CTaHi, a MEpeXiJi MK CTaHAMHU BiIOYBA€ETHCS B
3aJIEKHOCT1 BiJl MEBHUX YMOB. lle 703BOJIsIE COPOCTUTH KEpyBaHHS TOBEHAIHKOIO

00'eKTIB Ta peaii3yBaTy pi3Hi BapiaHTh B3aemoii [16].
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1 —

Context winterface»
<> = State
- state -
— + doThis()
+ Context(initialState) + doThat()
+ changeState(state)
+ doThis() ,,.ﬂ
+ doThat() \ !
ConcreteStates -5'
this.state = state state.doThis() - context —

state.setContext(this)

+ setContext(context)
Client  |---------- >+ doThis(
+ doThat()

initialState = new ConcreteState() \
context = new Context(initial5State)

context.doThis() // A state may issue state
// Current state may have been 4 ) |// transition in context.

// changed by context or the state state = new OtherState()
-:ut-ic-:-t itself. context.changeState(state)

Pucynox 3.3 — IIpunuun podotu SDD

Hapemri, Event-driven architecture 0a3syerbcsi Ha o0O0poOii mMmOMINA, Kl
BiI0OyBatOThbCsl B Ipi. Pi3HI "4acTMHM Tpu MOXKYTh T'€HEpyBaTU MOJii, Ha SKI 1HIII
YaCTUHU MOXYTh pearyBatu. Lle 103BoJisie KepyBaTh B3a€MOMAISIMH MIXK PI3HUMHU
CUCTEMaMU Ta 00'€eKTaMu B Ipi, 1110 pOOUTH 11 MiAX1J JOCUTh THYYKUM Ta IMiITaAEMUM
3MIHaM Y MPOIIECi PO3POOKHU.

KoskeH 3 nux miaxoAiB Mae CBOi MepeBaru ¥ HEAOJIKH, 1 BUOIP KOHKPETHOTO
3aJICKUTH BiJl KOHKPETHUX BUMOT MPOEKTY Ta BIOJ00aHh KOMaHIH PO3pOOHHMKIB [9].

Jlns yemimHoO1 peanizaiii rpy HEOOX1AHO PO3pOOUTH TreMMILIEH Ta MEXaHIKY
I'pH, Bi3yaJbHUN CTHJIb, 3BYKOBHI JU3aiiH, YIIPaBIiHHA Ta 1HTep(delic, MOHETHU3AIllIO,
comiayibHl (YHKITIT, a TAKOX MPOBECTH TECTYBAHHS Ta OTPUMATH 3BOPOTHHM 3B'SI30K
B/l KOpUCTyBauiB. ['eliMIieli Ta MexaHika TpU BKJIIOYAIOTh BU3HAYEHHS OCHOBHOI
MEXaHIKM pyXy IMepCcOoHaXka, PIBHIB CKJIATHOCTI, THUIIIB MEPEHIKOA Ta CHOCO0IB
oTpuMaHHa OoHyCiB. BizyanpHuUil cTuip mnepembauyae BuOip TpadiuHOro CTUIIO,
aHIMaliIo0 MePCOHAXIB Ta CTBOPEHHS MPUBAOIMBUX UTIOCTPALIX 1 BI3yalbHUX €(EKTIB.

3BYKOBUW JM3aliH OXOIUTIOE CTBOPEHHS aTMOC(hEpPHUX 3BYKIB IS MIATPUMKHU
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reiimmiiero. YnpasiiHHs Ta iHTepQeiic BKIIIOYAI0Th pO3pOOKY IHTYITHBHO 3pO3YMIJIOTO
irpoBoro iHTepdelicy, a MoHeTH3aIla - BUOIp Mojeni MoHetu3alli rpu. CorliainbHi
GbyHKINT nepeadadaroTh BKIFOYEHHS MOXKIMBOCTEH OOMiHY pe3ysibTaTaMU 3 1HITUMHU
TPaBISIMHA Ta PEKUMHU TpU 3 0araropa3oBUMH T'paBISIMHU. TecTyBaHHS Ta 3BOPOTHUMN
3B'SI30K TPOBOJATHCS 3 METOIO BUSIBICHHS NMOMHJIOK Ta OTPUMAaHHS BIATYKIB IS
MOJIaJIBIIIOTO BAOCKOHAICHHS TPH.

Lls Tema € Iyxe MOMyJSIPHOIO cepell PO3POOHUKIB MOOITBHUX IFOp, OCKUIBKH
JIO3BOJIAE TIOEJHATH TEXHIUHI BMIHHSA, TBOPYICTh Ta CIHPUTHICTH y CTBOPCHHI

3aXOIUTIOI0YOTr0 IrPOBOTO AOCBIAY AJII KOPUCTYBadiB MOOUIBHUX PHUCTPOIB.
3.2 Po3po0.ienns intepgeiicy

CtBOpeHHs1 1HTepQeicy g IMoYaB 3 BEPCTH TOJIOBHOTO ekpaHy (puc. 3.4).
OCKIJIbKY I'pa B MEHE MOYMHAETHCA 0 Tally Ha IyCTE MiICLlE €KpaHy, TOMY KHOIKH
«Crapr» sk B IHIIKX irpax B MeHe Hema. Ha ronoBHuii ekpaH s 101aB:

® Ha3BY-JIOTOTHUII TPU

® KHOIKY HaJallTyBaHHb
® KHOIKY MarazuHy

e knomnka Battlepass'y

® KUIBKICTh TpOIIEH
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°c @ °

BASKET

&

TAP TO START

( BATTLEPASS )

PucyHnok 3.4 — 'oy10BHHI €KpaH
HactynHuMm kpokoM s BUpilIMB 3Bepctatd Marazud (puc. 3.5). Crnouatky s
JI0J1aB KHOTIKY PEKJIaMHU 3aJUIs OTPUMaHHS I'POIIEH, MOTIM 3pOOUB 2 CITKH 3 KHOIIOK.
[lepia ciTka 3 KHOMKaMU i€ KHOTIKH JJIs1 KyIiBJIl CKHIB Ha Ms4l, a Jipyra — Juist KyHiBii

CKIHIB Ha KOP3UHKH [46].
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< SHOP @

@ -

()

300 @

Pucynok 3.5 - Mara3un

OcranHIM BaXJINBUM BiHOM € BikHO Battlepass’y (puc. 3.6). TyT s mo4aB 3 TOUHO
o go6aBuB komrnoHeHT Scroll View mist Toro mo6 MOoXHO OyJji0o TOpTaTy CTOPiHKA.
3anoBHUB CTOPIHKY KHOINKAaMHU y BepTUKalbHIN rpymnmi Tta gogaB Content Size Fiiter

JUJISL anlanTyBaHHS 111 pO3Mip eKpaHy.
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Pucynox 3.6 — Battlepass
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Bci maTepianu 110 st BUKPOUCTAB B BEPCTL MOTPIOHO OYJI0 1eCh 3HANTH, KyTUTH

abo crtBoputh. S BupimmB oOpaTH OCTaHHIM BapiaHT Ta 3pOOMTH yC€ caMOMy B

doTomoni BUKOPUCTOBYIOUI pedepercu 3 inTepHety. [licna moBroro yacy pobotu s

OTpUMAaB T'OTOBI ACCETH JAJIsi CTBOPEHHS TPH.
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Pucynox 3.7 — OcnoBHi cnpaiitu Ul

[Ticnst cTBOpeHHs MaTepiaiiB (puc. 3.7) muist rpu NOoTpiOHO OyIIo iX

IMIIOPTYBATH B TPy Ta BUCTABUTH HaJAITyBaHHs. Lle € my’ke BaXXIIMBUM €TarnoM

OCKIJIbKU CHCTEMI Tpeba po3yMiTH KU TUTI MaTepiaii sk cripitmatu. Hanpuknan, B

Hac OynyTh TekcTypu (puc. 3.9) Ta cnpaiitu (puc. 3.8) siki Tpeba IMIIOPTYBATH IO

pi3HOMY, a0M BOHH MPABHIILHO MPAIIOBAIM Ta He OyJ10 Oaris [8].
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O Ball (Texture 2D)

Texture Type Sprite (2D and UI)
Sprite Mode Single

100

Tight

Center

v

Clamp

Bilinear

Default
2048
Mitchell
Automatic

Normal Quality

Default
2D

v

Input Texture Alpha

Repeat
Bilinear

Default
2048
Mitchell
Automatic

Normal Quality

Pucynox 3.9 — Ilpukian iMnopTyBaHHs TEKCTYpHU

Jyist Toro 1mo6 3poOuTH OLIBIT MPUEMHE OTOYCHHS B TPl MEHI HE BUCTAYWIIU
cTaHipTHI 3acobu Unity, ajpke s XOTIB J10JaTH TyMa, a0y rpaBellb HE MIT OaYUTH 110
roro ouikye. Takoxk, MsS4l Ta KOP3WHTU BUTISIAIH TyXe IUIOCKO, TOMY OyJo
NPUIHATO pllIEHHS 3poOouTH 00BOAKY. Iliciig BenuKoi KIJIbKOICTI BUTPAYEHOTO Yacy B
MOIIYKaX pIIIEHHS MPOOJeMH sl MPUMILIOB 10 TOTO IO B MEHE € 2 OCHOBHHUX CIIOc00a
11e 3poOHUTH — caMOIIHCHI ek iepr ab6o acceTu. OCKIIBKY Sl HE XOTIB BUTPAadaTH KOIITH
Ha B)KE€ T'OTOBUHM acceTd s BUPIIIMB CNpOOYyBATH HAMMCATH MOBHOIIIHHUMN IIEHAep

BJacHopyd [4].
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Hlefinepu B Unity - 11e mporpaMu, siKi BUKOPUCTOBYIOTHCS IJIsl KEPYBaHHS THM,
K 00'€KTH BUIJIAIAIOTH MPHU Bi3yamizaiii B rpi. BoHH 103BOJSIOTH KOHTPOJIOBATH
pI3HI aCMEKTHU BI3yaJIbHOTO TPEACTABICHHs, Taki SK KOJIp, TEKCTYpPH, OCBITJICHHS,
npo3opicth Tomo. OCHOBHI THUIHM IMICHAEPIB, 10 BHUKOPUCTOBYIOThbCA B Unity, 1e
BEPILKHHI Ta MKCEJIbHI meaepu [7].

VY Unity, iHHOBaLlIHHOMY CEpEeAOBHILI ISl PO3POOKH 1T0p, ICHYIOTh JIBa KIFOYOBI
IHCTpyMEHTH aJisi cTBOpeHHs meiinepiB - ShaderLab 1 Shader Graph. Kosxen 3 mux
IHCTPYMEHTIB Ma€ CBIM BJIACHUH HEMOBTOPHUN XapakTep, BIJKPUBAIOYM IIHPOKI
MOXJIMBOCTI JJIsl pO3pOOHUKIB Y HAIMCAHHI Ta Bi3yaJlbHOMY CTBOPEHHI IIEHIEPIB.

ShaderLab (puc. 3.10) € MOBOIO Ta CEpeNOBUIIEM OIKCY Il CTBOPEHHS
meinepiB B Unity. [leli 1HCTpyMeHT [103BOJIsi€E pO3POOHMKAM BHU3HAYaTH OCHOBHI
XapaKTEPUCTUKU IIEHJEPIB, TaKl K TEKCTYPH, OCBITJICHHS, alb(a-3MIIIyBaHHS Ta
Oararo iHmmMX mnapameTpiB. Bukopucranus ShaderLab pae MOXIMBICTE TOYHO
HaJallTyBaTU 3O0BHIIIHIA BUIJSAJ OO0'€KTIB y TIpl, CTBOPIOIOYM PEATICTUYHI Ta

3axOILTIOI0YI Bi3yasbHi epextu [6].

Pucynox 3.10 — [Ipuknan koxy ShaderLab meitnepy
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3 inmoro 6oky, Shader Graph (puc. 3.11) - e Bi3yanpbHUI 1HCTPYMEHT, IO
JIO3BOJIIE ~ CTBOPIOBATH  IIeijepu 0e3  HEOOXiAHOCTI B IMPOTrpaMyBaHHI.
BukopucroByroun  rpadiunuii  iHTEepdeic, pO3pOOHUKH  MOXYTh  JIETKO
HAJIAIITOBYBATH TEKCTYPHI €PEKTH, OCBITICHHS, KOMIPHI 3MIIITyBaHHS Ta 1HII1 aCTIEKTH
BI3yaJIbHOTO BIJIOOpaKEHHS, 3'€IHYIOUM BY3JIM JJII CTBOPEHHS CKJIQJIHUX €(EKTIB.
Shader Graph cTBOpeHmii ansi TOro, moO CIPOCTUTH MPOIEC PO3POOKU MICHIEPiB,

3a0e3Meuyr0ur MUISIX 0 TBOPYOCTI, 0 HE OOMEKEHUN TEXHIYHIUMH JICTAIISIMHU.

Pucynoxk 3.11 — IIpuxnag ShaderGraph meiinepy

Takum umHOM, 3aBnsku komOiHarii ShaderLab i Shader Graph, po3poOHuKH
MalTh MOXJIMBICTh €()EKTUBHO Ta TBOPYO CTBOPIOBATH IIEWIAEPH ISl CBOIX Irop,
HAJIAI0YH TPABISIM HEMOBTOPHI Bi3yalibHI BPa)KEHHS Ta 3a0€3MeUyI0Un 3aXOTUTIOI0UNN
IMMEPCUBHUM revmruiei [17].

[Ticns 3BakKyBaHHS IUIFOCIB Ta MIHYCIB KOXXHOTO 3 BaplaHTIB sl 00paB
ShaderLab ockinbku BiH Ja€ HaM OiIbIe KOHTPOJIIO.

B pe3ynbTaTi s Hanucas meiaep 3 00Boakoro (puc. 3.12) ta meiaep Tymany

(puc. 3.13).



Pucynok 3.12 — [Ipuknan meiepa 3 00BOJKOIO

Pucynok 3.13 — IIpuknaz meiaepa 3 TyMaHOM
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3.3 I'eiiMIIeil CTBOPEHHOI I'PH

['pa BOHMpae B ceOe BIATBOPEHHS TPaBLs, SIKUN PyXarO4HCh IO JIHIAM Mae
3aKHIyBaTH 0ACKETOOIBHOTO M'SSUMKA IO KOP3WHKU a0M IIPOUTH 1asii. 3ajada TpaBIs
NoJIIrae B TOMy 1100 HIBUKO pearyBaTy Ha 3MiHM B ITpH, CBOEYACTHO MIHSTH JIIHIT
Ta 3aKUIyBaTH MSUMKU YITKO Y KOP3UHKY. SIKIIIO TpaBels Ha HAOUpae MiHIMyMYy IO
KOp3WHKaM TO BOHA Ma€ MOYaTH piBeHb 3aHOBO. OCIKIIbKH Yy Ipi rpaBelb BECh Yac
ODLKUTH BIIEpesI Ta MiHs€ JiHIT TPH, TO Hallla rpa MiAnaaae mix kaHp «panuepu» [37].

['pa Mae rooBHE MEHIO, SIKE€ BKJIIOYA€ B co01 I1100aIbHy KHONIKY Ha BECh €KpaH
(puc. 3.14) nns noutky rpu "Tap to Start". KHonky nepexosy /10 marasuny, 10

HaJIalTyBaHHb Ta 70 Battlepass'y

[ BATTLEPASS j

Pucynok 3.14 — I'onoBHe MeH!O
[ITo6 rpagerb OyB OLIbIIE 3aTyYEHUN 10 TPU, MU JTOJAEMO Pi3HI TUIIH KOP3UH
(puc. 3.15) Ta 301IBIITyEMO PiBEHB CKIATHOCTI TpH. € 3BUYAliHA KOP3UHKA, KOP3UKa-

mporpaii Ta KOp3uHKa 3 0yCTOM SKOTOCH 3 THIIIB.



Pucynok 3.15 — Tunu xop3un
VY BuMajAKy nepeMoru B piBHI BioOpaxkaeTrscs nomnail (puc. 3.16) 13 KHOIIKOIO
nepe3anycKy piBHs, IEpeXoay Ha HaCTYIHUN PiBE€Hb, KHOTIKA MEPETISAY PEKIaMu

JUTSE OTPUMAaHHS X2 TPOIeH, CKUTbKU KOIIMKIB MU 310panu Ta mporpecc BattlePass'y

LEVEL

COMPLETE
@

©

BATTLEPASS
——

Bl <20
G D

k REPLAY CONTINUE

J/

Pucynok 3.16 — Ilonamn npoxopkeHHs piBHS
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Takox nogaemo BattlePass (puc. 3.17), axuit 1a€ MOXJIHBICTH TPABIIEB1
MePEXOIUTH PIBHI 1100 30MpaTH TOCTaTHHO OajIiB Ta OTPUMYBATH PI3HI THITIB
Haropo.

VY BattlePass Takox € MOXJIUBICTh OTPUMATH CKIHU Ha M'41B Ta KOP3UHKH, K1

PO3IIUPIOIOTH JTIOCB1JI I'paBlLisl Ta OUIBII ITMOOKO 3aHYPIOIOTH HOTO B IPYy.

BATTLEPASS

COINS

O
o
O

BALL SKIN

RARE

COINS

LOCKED

@

Pucynox 3.17 - Battlepass
Takox qomaemMo po3aut Marasuny (puc. 3.18), 1e rpaBeib MOXKe KyIUTH Pi3HI

THUIIX M'S4Y1B Ta KOP3UHOK, 32 TPOIIII.
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< SHOP @

x75
©

()

Pucynok 3.18 - Maraszun
VY manamryBanHsax rpu (puc. 3.19) Mu 101a€MO 3BYK Ta MOYKJIUBICTh BUMKHYTH
BiOpaIito. ¥ MEHIO TaKOX JOCTYITHI HAJaIlITyBaHHS, /I MOKHA 3MIHUTH THUIIOBI

3HAa4YCHHA.

O

POLICY

Pucynok 3.19 - HanamryBanus
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BUCHOBOK
VY pe3ynbTari BUKOHaHHS KBasli(ikaiiifHoi poOoTH OakanaBpa 0yJi0 BUKOHAHO
Takl 3aBIaHHA;
® JIOCIIIPKEHO TEOPETHUYHI OCHOBH TEXHOJIOTIM pPO3pOOKH MOOUIBHHUX 1rOp
3acobamu Unity
® JOCJIJDKEHO TIaThOopMHU Ta 3aCO00M PO3POOKHU 3 BUKOPUCTAHHSM IIPOBOTO
pyurist Unity.
® BUBYCHO HAasBHI HAa PUHKY 1rop >kaHpy ‘“PaHHep”, 0 MOXYTb CTBOPUTH
KOHKYPEHIII10;
® CIPOEKTOBAHO Ta PO3pO0JEHO MOOLIBHY TPy 3 BUKOPUCTaHHSM ITPOBOIO
pyuist Unity.
3 IMIIIOMHOI pOOOTH MOKHA 3pOOMTH BUCHOBOK, 10 Unity € 3py4yHUM pyLIieEM
JUTsl CTBOPEHHS MOOUIBHOI TPH sIKa MO>KE CTBOPIOBATH T'ApHY KOHKYPEHIIIIO HA PUHKY.
Y aumioMHid poOoTi OyJiO TPOBEACHO MOCHIIKEHHS PI3HUX Pyl JUis
pa3poOku moOutbHUX 1rop Takux sk Unity, Godot, Unreal Engine. Takox Oymno
MIPOBE/ICHO aHali3 ICHYIOYHMX 1rop Ha MOOUIBHOMY PHMHKY, IIO JO3BOJIMJIO BUSIBUTU
MeBHI TEHIEHITiT Ta 0COOIUBOCTI B iX po3po0iii Ta PyHKIIOHAIBHOCTI. byJio BusiBiieHo,
o 0arato KOpycTyBaiB OOMparOTh >KaHP paHHEPIB sl TOTO 1100 TPEeHYBaTU CBOI
HAaBUYKH Ta peakilito. MoxkHa 3poOUTH BUCHOBOK, 110 MOOIIBHU ITPU € BaXKIUBUM
HAIMPSMKOM PO3BUTKY IHIYCTpIi 1rop, B OCOOJIMBOCTI ITPU KaHPY PaHHED.
JocnmipkeHHsT MOoKa3ai, 110 HAOUIbII MONYyJApHUMHU IuIatgopmamMu st
po3poOku irop € Unity. Unity Oysio BUOpaHo 1151 pO3pOOKH JUTIIOMHOT POOOTH uepes
HOro MpOCTOTY BUKOPUCTAHHS Ta JOCTYMHOCTI JJis MOYATKIBIIB Yy raigy3l po3poOKu
irop. Takox, 3 oryigny Ha Te, 1O rpa po3podsena Ha pymrii Unity, 1i MOXHa JETKO
ONTUMI3YBaTH ISl PI3HUX IJIATGOPM Ta MPUCTPOIB.
Otxe, numioMHa podota 3 Temoro "MoOinbHa rpa Ha ocHOBi 3D Unity" €
aKTyaJIbHOIO Ta BAXJIMBOIO B Traiy3l po3poOKu KoMmm'toTepHUX irop. Pesymbpratom
poboTH cTana cTBopeHa rpu Ha pyuiii Unity, sika 103BOJIsI€ TPaTU B paHHEP TUM CaMUM

TPEHYIOYl CBOIO HABUYKHU Ta PEAKITIIO.
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JOJATKH
Honmatok A

Kon ckpunty kepyBanns kop3unkamu BasketManager.cs

using System;

using System.Collections;

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

using UnityEngine;

using UnityEngine.XR.WSA;

using Random = UnityEngine.Random;

public class BasketManager : MonoBehaviour
{

public static void SpawnStartBaskets()

{

int count = GameData.Links.BasketPoolSize <
GameData.CurrentLevelBasketCount + GameData.CurrentLevelTrapBasketCount +
GameData.CurrentlLevelMultipleBasketCount
? GameData.Links.BasketPoolSize
GameData.CurrentLevelBasketCount +

GameData.CurrentLevelMultipleBasketCount + GameData.CurrentLevelTrapBasketCount;

GameData.SpawnBasketBoostInfo = new
Type [GameData.CurrentLevelBasketCount +
GameData.CurrentLevelTrapBasketCount 3
GameData.CurrentLevelMultipleBasketCount];

if (!GameData.IsNewGame)
{
GameData.SpawnBasketInfo = new
BasketType [GameData.CurrentLevelBasketCount +
GameData.CurrentLevelTrapBasketCount +
GameData.CurrentLevelMultipleBasketCount];

index;
(int 1 = 0; i1 < GameData.CurrentLevelTrapBasketCount; ++1i)

index = Random.Range (0, GameData. SpawnBasketInfo Length)
if (GameData.SpawnBasketInfo[index] ‘ ype 1
GameData.SpawnBasketInfo[index]
else
__i;

(int 1 = 0; i1 < GameData.CurrentLevelMultipleBasketCount; ++1i)

index = Random.Range (0, GameData. SpawnBasketInfo Length)
if (GameData.SpawnBasketInfo[index] == BasketTy S ‘
GameData.SpawnBasketInfo[index]
else
__i;

(int 1 0; i < GameData.CurrentLevelBoostCount; ++1i)

index = Random.Range (0, GameData.SpawnBasketInfo. Length)
if (GameData.SpawnBasketBoostInfo[index] Jon




GameData.SpawnBasketInfo[index] oe . )
GameData.SpawnBasketInfo[index] != Basket pe.Boss)

GameData.SpawnBasketBoéétInfo[index]

Random.Range (1, 4);
else
——i;

for (int 1 = 0; 1 < count; ++1i)
GameData.BasketManager.Spawn (1) ;

private void Spawn (int index)

List<Row> availableRows = new List<Row> {Row.Left
 ght};

availableRows.Remove (GameData.FarthestBasketRow) ;

Row row = availableRows|[Random.Range (0, 2)1;

Middle,

if (GameData.IsNewGame)
{
switch (index)
{
case 0O:
row =
break;
case 1:
row =
break;
case 2:
row =
break;
case =
row =
break;

GameData.FarthestBasketRow = row;

GameObject basket = Instantiate(GameData.Links.BasketPrefab, new

Vector3 (((int) row - 1) * GameData.Links.SpaceBetweenRows,

GameData.Links.MainCamera.transform.position.y +
GameData.Links.BasketSpawnHeightAboveCamera,

(GameData.FarthestBasketTransform == null ?
GameData.Links.BasketSpawnGap : GameData.FarthestBasketTransform.position.z) +

GameData.Links.BasketSpawnGap), Quaternion.identity,
GameData.Links.MainParent.transform) ;

GameData.FarthestBasketTransform = basket.transform;

BasketController controller = basket.GetComponent<BasketController>();

controller.BoostType =
GameData.SpawnBasketBoostInfo[GameData.SpawnedBasketCount +
GameData.SpawnedTrapBasketCount + GameData.SpawnedMultipleBasketCount];

controller.Type = GameData.SpawnBasketInfo[GameData.SpawnedBasketCount +
GameData.SpawnedTrapBasketCount + GameData.SpawnedMultipleBasketCount];

if (GameData.CurrentLevelBasketCount +




GameData.CurrentLevelTrapBasketCount + GameData.CurrentLevelMultipleBasketCount

GameData.SpawnedBasketCount + GameData.SpawnedTrapBasketCount +
GameData.SpawnedMultipleBasketCount)
FinishManager.Spawn () ;

}

public void ClearAll ()
{

for (int i = 0; 1 < GameData.Links.MainParent.transform.childCount; ++1i)

{

Transform child = GameData.Links.MainParent.transform.GetChild (1) ;

if (child.CompareTag ("Basket"))
Destroy(child.gameObject) ;

Jonatok b

Kon ckpunty kepyBanns msiuamu BallManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Security.Cryptography;
using UnityEngine;

using Random = UnityEngine.Random;

public class BallManager : MonoBehaviour

{
SerializeField] private GameObject _ballPrefab;

[ ]

[SerializeField] private float _throwForceCoefficient = 51;
[SerializeField] private float _throwAngle = 30;
[SerlallzeFleld] private float _playerThrowCoefficient;
[Range ( )] public float AutoaimError;

private Queue<BallData> ballQueue;
private float yzRatio = -1;

private Vector3 spawnPos

{
get
{

Vector3 camPos = GameData.Links.MainCamera.transform.position;

camPos.y —-= 0.5f;
camPos.z += 1;

return camPos;

private void Start()

{
_ballQueue = new Queue<BallData>();

for (int i 0; 1 < GameData.Links.BallPoolSize; ++1i)

{
BallData bd = Instantiate( ballPrefab, Vector3.zero,




Quaternion.identity,
GameData.Links.MainParent.transform) .GetComponent<BallData> () ;

bd.RB.useGravity = false;
bd.C.enabled = false;
bd.MR.enabled = false;
bd.OMR.enabled = false;

_ballQueue.Enqueue (bd) ;

public void Throw(float magnitude, Row row, bool perfect)
{

if (GameData.GameIsPaused)
return;

BallData ballData = ballQueue.Dequeue () ;
_ballQueue.Enqueue (ballData) ;

if (ballData.IsThrown)
{

if (ballData.RespawnCoroutine != null)
{

GameData.Coroutines.StopCoroutine (ballData.RespawnCoroutine) ;

1f (ballData.ShouldDecrementAnimCount)

{
ballData.ShouldDecrementAnimCount = false;
--GameData.CurrentAnimationsPlayingCount;

ballData.RespawnCoroutine =
GameData.Coroutines.StartCoroutine (ballData.BaD.StartDisposeTimer ()) ;

}

ballData.BaD.Dispose () ;

ballData.IsThrown = true;

ballData.T.position = new Vector3(((int) row - 1) *
GameData.Links.SpaceBetweenRows, spawnPos.y, spawnPos.z);

ballData.RB.useGravity = true;
ballData.C.enabled = true;
ballData.MR.enabled = true;
ballData.OMR.enabled = true;

RaycastHit[] baskets = GetBaskets (row) ;
Array.Sort (baskets, (a, b) => (int) (a.point.z - b.point.z));
ballData.RB.AddTorque (Random.Range (-3f, 3f), Random.Range(-3f, 3f),

Random.Range (-3f, 3f));

if (baskets.Length == 0)
{

ballData.RB.AddForce (0, magnitude * playerThrowCoefficient,
magnitude / _yzRatio * playerThrowCoefficient);
return;

}

bool threw = false;




int i

try
{
foreach (var basket in baskets)
{
AL g
BasketController basketController =
basket.transform.parent.GetComponent<BasketController> () ;

Vector3 targetBasketPosition =
basketController.GetGoalTriggerPos () ;

Vector3 perfectVelocity = CalculateVelocity(ballData.T.position,
new Vector3 (targetBasketPosition.x, targetBasketPosition.y,
targetBasketPosition.z),
_throwAngle) ;

float coefficient;

if (targetBasketPosition.z - ballData.T.position.z < 15)
coefficient = throwForceCoefficient + 6;

else if (targetBasketPosition.z - ballData.T.position.z < 40)
coefficient = throwForceCoefficient + 2;

else
coefficient = throwForceCoefficient;

perfectVelocity *= coefficient;
perfectVelocity.

if (perfect)
{

if (basketController.Type !=
basketController.Type != BasketType.Boss)
{

ballData.RB.AddForce (perfectVelocity) ;
threw = true;
break;

continue;

if (magnitude * playerThrowCoefficient / perfectVelocity.y > 1
- AutoaimError / i && magnitude * playerThrowCoefficient / perfectVelocity.y <
+ AutoaimError / 1)

{
ballData.RB.AddForce (perfectVelocity) ;

threw = true;
break;

}

catch (Exception e)

{

if (!threw)
ballData.RB.AddForce (0, magnitude * playerThrowCoefficient,
magnitude / (Single.IsNaN( yzRatio) ? 1 : yzRatio) * playerThrowCoefficient);

}
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private Vector3 CalculateVelocity(Vector3 source, Vector3 target, float
Vector3 direction = tar
float h = direction.y;

direction.y = 0;

float distance = direction.magnitude;
float a = angle * Mathf.De ;

direction.y = distance * Mathf.Tan(a);
distance += h / Mathf.Tan(a);

if (distance < 0)
distance = 0;

float velocity = Mathf.Sqgrt(distance * Physics.gravity.magnitude /
Mathf.Sin(2 * a));

Vector3 ret = velocity * direction.normalized;

_yzRatio = ret.y / ret.z;

return ret;

pr e R ' GetBaskets (Row row) => Physics.RaycastAll (new
Vector3 (((int "OW * GameData.Links.SpaceBetweenRows, 0, 0),
Vector3.forward, Mathf.T ty, Int32. e N (1 << 9));

public
{

Vector3 pos = new Vector3(-10, -10,

foreach (BallData bd in ballQueue)
{
bd.T.position = pos;
bd.RB.useGravity = false;
bd.RB.velocity = Vector3.zero;
bd.MR.enabled
bd.OMR.enabled
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