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Summary of the work:

In this qualification work, an RPG game was developed on the Unity engine. In the
development process, the Unity engine, Visual Studio Code, Unity Asset Store, C#
programming language, and Jira project management tool were used. The goal was to
create a game for fans of the RPG genre and for beginners. The report showed different

types of mechanics and how they were created for interesting gameplay and player
engagement.
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HEPEJIIK CKOPOYEHb, YMOBHHUX ITO3HAYEHb I TEPMIHIB
I - mTydHuit iHTEIEKT

RPG (Role-Playing Game) - ponboBa rpa



BCTVYII

CroroiHi irpoBa iHIYCTpis JOcsmia MaciiTaliB, ¢ KOXKCH, HaBITh HE TPalOud B
KOMIT FOTE€pHI 1TpU, YyB MpPO ICHYBaHHs 1rop. 3a IECITKU POKIB s 1HAYCTPis BUpOCHaA 3
YOroch HEBIJIOMOTO JUIsi OUIBIIOCTI, JO 1HAYCTpli TiraHrta, Ji¢ CTBOPIOIOThCS Ta
PO3BUBAIOTHCSI PI3HOMAHITHI KOMIIaHii, 3apoOJsIio4d MUTBHOHHU JI0apiB Ha MPOJaXKax,
CTBOPIOIOYH ITPH IS JIFOAEH OyIb-sKOro BiKy. IrpoBa 1HAYCTpis Tenep BIUIMBAE Ha Pi3HI
acmekTy Hamoro >KUTTa. CaMe 3aBIsSKH IbOMY PO3BUBAETHCA Oi3HEC, 3’ ABISIOTHCS PoOOUi
MICLIS, PO3BUBAIOTHCS KPAiHU 3 IFPOBUMHU KOMIIAHISIMHM, OTPUMYIOUM BEJIMYE3HI MOJATKH,
Ta, TOJIOBHE, JUIS YOTO CTBOPEHI IrpH — II€ PO3BaXKaTH JtoAeil. Y MallOyTHbOMY KUIBKICTb
irop Oyzae pocTu. 3aBAsSKH KOHKYPEHTHOCTI Ta TaJJaHOBUTOCT1 PO3POOHUKIB IHIYCTpis Oye
PO3BUBATUCA, TPHUBAIIOIOYM I1e Oulblne TpaBiiB. CTBOPIOIOUMU TPy, PO3POOHUK Oyle
JlyMaTHy B TEPIIY Yepry, sK 3al[lKaBUTH KOPUCTyBada npuadoaru ixHio rpy. CTBOpeHHS irop,
Ha TIEPIIUH OIS, MOXKE 3/1aBaTHCS JOBOJI MPOCTOIO Ta MPUMITHBHOIO, aJie 1€ 30BCiM HE
Tak. Po3poOka mofinsieThcst Ha 6arato pi3HUX eramiB Ta aetaneid. CoOTHI JIoae mparoTh
HaJ BETUKUMH MPOEKTaAMU JIJIsl YCIIITHOTO BUKOHAHHS BCiX 3anad. [lompu 1e, mpaioroun
IHAUBITYyaJIbHO MOXKHa PO3POOUTH Tpy, SIKa MPUHECE YCHIX Ta JO3BOJIUTH PO3POOHHKY,

HaliMaTH MpaIiBHUKIB JJIs1 PO3BUTKY KOMITaHii.

CrBoputH irpoBuil nomatok B xaHpi RPG 3 TtakumMu MexaHikaMu, SIK: Harpysb
BOPOTIB, MiJOUPaHHSI Ta BUKOPUCTaHHS 30pOi, 3aBIaHHS IIKOAM BOPOTaM Ta TOJOBHOMY
nepcoHaxy, mexanikoro Click Event ta Cinemachine, BUKOpPHCTOBYIOUM PI3HOMaHITHI
accetu (Oynp sIKUi (ailn sIKuit BUKOPUCTOBYEThCS B poekTi B Unity) asnis 30poi, aHimariii,
MoJiesiell TepCOHaXKIB Ta CEPEJOBMINA, CTBOPEHHS BI3yalbHUX €(EKTIB, CTBOPEHHS
CUCTEMU 30epexeHHs, MOKPALIUTH Pi3HI MEXaHIKU Npu noTpedi, BimoOpakeHHs health bar
Ta IIKOAW BiA 30poi, JomaBaHHS KypcOpiB, JOJaBaHHS cayHI e(eKTiB, peai3allis
iHcTpymenTy UniTask, cTBopeHHSI MEHIO Ta CTBOPEHHS J1aJI0T1B.

O06’ektoM pocmikeHHs: € IrpoBuil pymnid Unity, cucTteMa sl HallMCaHHSA KOAY
Visual Studio Code, marasun accetiB Unity Asset Store, IHCTpyMEHT AJig Oprasizarii

NpoeKTIB Jira, MoBa nporpamyBaHHsi C# Ta MEXaHIKHU JJi 3aBEPILICHHS TPHU.



[Ipenmetom pocnimxeHHs € ctBopeHHs rpu B xkaHpi RPG na pymrii Unity ansa PC.
JIJist TOCATHEHHS TOCTABJIEHOT METH MOTPIOHO BUKOHATH TaKi 3a/1a4i:

Onuc npeIMETHOIO CEpelOBUILA

Omsi1 HasiBHUX aHAJIOTIB

[ToctranoBky 3amayi

AHaJi3 mpeaMeTHO1 00J1acT1

ApxiTekTypa rpu

Po3pobxka Ta cTBOpeHHsI JIoKarlii

CucremMa MeHIO

Buxopucranus 616miorexu UniTask

3acobu po3pobku

Bumoru 10 TeXHIYHOTO Ta MPOTPaMHOTO 3a0e3MeueHHs

Onuc nporpamMHoi peanizaiii



PO3JILT 1
AHAJII3 PUHKY ITOP JKAHPY RPG TA OIMC CEPEJOBUIIL 1151
PO3POBKH ITOP ’KAHPY RPG

1.1. Onuc npeaMeTHOro cepeoBUIIA

Ilepen nmouarkom po3poOku OyB BuOip Mixk TppoMa pyurismu Unity, Unreal Engine
ta Godot. ITicis perenpHOTO aHaNi3y Ta HAOyTUX 3HAHB OyJI0 BUPIIICHO BUOPATH PYIITii
Unity, OCKIJIbKH LI€H pyILIA Ma€e 3Ha4H1 MUIFOCH B TIOPIBHSIHHI 3 IHIIUMU PyLIisIMUA Ta
JI03BOJISIE HaM J0Ope pealtizyBaTy MOCTABJICHI 3a/adi.

Unity - ne pymriit miast po3poOKu irop, sSIKMil J03BOJISIE PO3POOHUKAM CTBOPIOBATH
irpu Ha C# mia Takux miardopm, sk Xbox, Playstation, Android, MacOS 1 PC. Unity - ue
O€3KOIITOBHUN pYIIiiA, SIKAW O3BOJSE PO3pOOHUKAM OE3MEePelIKOHO MPAIOBaTH 1
po3BUBATUCA B Iil 1HAYCTpii. Pyl Hagae BCl MOXKIMBOCTI, HEOOX1HI JJiI CTBOPEHHS
Halipi3HOMaHITHIUX irop: 3D ta 2D Bi3yamizauisi, My3uKa, 3ByKOBI €()eKTH, OCBITIICHHS,
aniManig 1 T.0. Takoxk Unity mae cBiii marasun Unity Asset Store 3 pi3HOMaHITHUMHU
acceTaMu pI3HOI BapTOCTi, 3aBISKH LIbOMY, MOXKHa OOparh TeMarukKy Ta MOJENl s

BTUICHHS CBOIX 171el 1 Ipy BIAIITOBXYIOYHCH BiJl CBOTO OIOKETY.

IlepeBaru Bukopucranns Unity
1. Benmuka dyskiioHanpHICTh pymris. Unity Mae Bechb MOTPIOHHMM (QYyHKITIOHAT IS
CTBOpEHHS cBO€i Tpu. HezanexxHo Bix po3Mipy 3amiaHOBaHOT TPH.
2. beskomToBHUI AocTym s modatkiBiiB. B Unity € 2 6e3komToBHUX Tapuda e
Student Ta Personal. Lli Tapudu MokHa BUKOPHUCTOBYBAaTH SIKIIO BU OTPUMYETE
meHiie HiX 100 Tuc. momapiB Ha pik Ta s 0COOMCTOro KopuctyBaHHs. Tapudu

HaBeJIeH1 y pUCYHKY 1.1.



Learn the tools and workflows professionals use on Start creating with the free version of Unity.
the job.

Free Free

m Getstarted [EEEHINGE

Eligibility: Eligibility:

Students 16 years and older who are enrolled in an accredited Revenue less than $100K in the last 12 months

educational institution and can provide consent to the
collection and processing of their personal information.

/' Latest version of the core Unity Platform /' Latest version of the core Unity Platform
+ Free assets to accelerate projects +/ Resources for getting started and learning Unity

' Resources to get started and learn Unity

Puc. 1.1. Tapudu pyunsg*
Jxepeno: [1]

3. Benuka cniunbHOTa Ta miarpuMka. Cporogni Unity € ogHUM 13 HAMMOMYJASPHIIIMX
pymIiiB 11 po3poOKHM irop. 3aBIsSKU IIbOMY ICHYE 0araTo CaiTiB 3 pO3pOOHUKAMHU
Jasiki 3aBXJIM TOTOBI JOTIOMOI'TH, BiJl HOBauka J0 npodecioHana, po3B's3aTu iXHIO
poOnemy.

4. Tlpocrora Bukopuctanus. [lopiBHioroun 3 romoBHUM KOHKypeHToM Unreal Engine,
Unity € q0BOJi OPOCTUM JIJIsi OCBOEHHS pylieM (IuB. puc. 1.2) OCKUIbKH Mae
MeHIIe (pyHKI[IOHANA SKUK 3pOOUTH pO3pOOKY BasKUOIO0 HABIThH JUIS MOYATKIBLISL.

5. Tlocritini oHoBieHHs Ta mokparieHHsA. [1[o60 KOHKypyBaTH 3 IHIIMMH PYIIiSIMH,
Unity noTpiOHO 3aBX/IM IIOCh 3MIHIOBAaTH Ta MOKPAIyBaTUCh, TOMY JUIs IIbOTO BOHU
94acTO BUITYCKAalOTh HOBI BepCii 3 BUIMPABICHHSIM MOMWIJIOK Ta TMOMINIICHHIMU

BUKOpUCTaHHS py1is. JJokymenTanito Unity MOKHA IEPENNISIHYTH TYT [2].

B RoG Pro cene - Windows, Mac, Linu - Unity 20223711 <DXT1> - 8 x

tor @ Animatior
¢ 0

L LN RN

Puc. 1.2. Inurepdeiic pymis

* CTBOPEHO aBTOPOM



1.1.1. MoBa nporpamyBanus C#

C# - ne 00’exkTHO OpieHTOBaHA MoOBa IporpamyBaHHs. C# MOXOAMUTH BiJ CiMeHcCTBa
moB C. II MoxHa BUKOpHCTOBYBaTH JUIS CTBOpPEHHs 6araThboxX Pi3HOMAHITHUX MPOIYKTIB,
BiJl CTBOPEHHS Irop 10 cautiB Ta gomarkiB. C# € MONyaspHOIO TOMY, IO IS MOBa
MPOTpaMyBaHHS € YHIBEPCAJIBHO Ta JOCHUTH JIETKOIO JJisl BUBYEHHA. Microsoft cTBopumm ii
AK MPOCTY, Cy4acHy MOBY MpPOTpaMyBaHHS JJIsl YHIBEPCAIBHOIO MPU3HAYEHHS, Ky MOXKHA
BUKOPHUCTOBYBATHU JJI1 pO3POOKH KOMIIOHEHTIB MPOTPAMHOT0 3a0€3MEeUEHHs], ajie TPOTATOM
22 pokiB iCHYBaHHS, BOHA CTajla BUKOPHUCTOBYBATUCh B PI3HUX cdepax mporpaMyBaHHS.
[Tpuknan noka3anuii Ha pucyHKy 1.3. CTBOpeHHs Ta Bukopuctanua C# [3].

KitouoBi ocobnuBocti C#:

- CrpykTypoBaHa MOBa IpOrpaMyBaHHs
- Benukuit BuGip 610110TEK

- IIBuakicte po3poOKH

- MacmrabyBaHHS Ta OHOBJICHHS

- CyMicHICTb

public void EquipWeapon(leapon weapon)

{

currentileapon = weapon;
Animator animator = GetComponent<Animator>();
weapon. Spawn (rightHandTransftorm, leftHandTransform, animator);

Puc. 1.3. [Ipuxnan C#

*CTBOPEHO aBTOPOM

[lepeBaru BuKopucTaHHs MOBH NporpamyBaHHs C#

1. Benuka cniipHOTa Ta miaTpuMKa: C# Mae BEJIMKY KIJIbKICTh KOPUCTYBAUiB SIKi
JIOTIOMArarTh HOBAUKaM Ha Pi3HUX caliTax CHOUILHOT Y BUPILIEHH] TPoOseM.
CphoroziHi iCHy€ COTHI CaiTiB, 6 MOKHA 3HAWTH BIJIMOBI/I JJIS1 BUPIIICHHS BAIlIUX
nuTtanb. C# akTUBHO MIATpUMY€eTbcs Microsoft, 1110 cripusie OHOBIIEHHIO PI3HUX
TEXHOJIOT1/ Ta IHCTPYMEHTIB IS 111€1 MOBH.

2. IaTerparis 3 IHIIUMH TEXHOJIOTISIMU: 3aBASKH BEIUKIN 1HTErparlii 3 1HIIMMH MOBaMH

MporpamMmyBaHHs, MOXHA JIETKO MMPALOBATH 3 PI3HUMU 010710TEeKaMu Ta CUCTEMaMH.
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3. O06’exTHO-0OpieHTOBaHUM miaxia: C# miaTpumye 00’ €KTHO-OPIEHTOBAHUH T1IX1, 110
CITPOIIIY€ PO3POOKY.
4. Tlnardhopmua He3anexHIicTh: C# Oyna po3pobnena s miargopmu Microsoft NET,

10 MOKE€ BUKOPHCTOBYBATHCh HAa TAKUX omnepaliiinux cucremax sik Windows, Linux

ta MacOS.

1.1.2. Jira Software

Jira Software - me cepenoBuine Ui yOpaBiiHHS MPOEKTAaMU Ta BIICTEKEHHS
noMuiioK. CrorofHi Jira ofHa 13 HAMMOMYASPHIIINX IPOrpaM sk KEPYBAHHS IIPOEKTaAMHU.
Jira 103BONsE AMHAMIYHO IJIaHYBaTH, BIACTEKYBaTH Ta KEpPyBAaTH CBOIMU pPOOOUYUMH
nporiecamu. Takoxk Jira Hajmae 4YHCIEHHI TIEpeBarw, BKIOYHO 3 MOXJIMBICTIO
BIIPOBA/KYBaTH CIPUHTHU A KepyBaHHs Scrum Ta Kanban. Ile nonmomarae edexkruBHin
oprasizaiii NpoekTiB (IuB. puc. 1.4), po3noainy Ta BU3SHAUCHHS MPlOpUTE3allii 3aBIaHb.
Kpim Toro, Jira koprcHa /Uisi MOHITOPUHTY TPOTPECY, BUSBICHHS MMOMIJIOK 1 3a0€31EUeHHS

MOBHOI MPO30POCTI MPOTATOM YChOTO >KMTTEBOIO LIUKIY MPOEKTy. ['00BHA cTopiHKa Jira

[4].

#2 §Jira  Yourworkv Projectsv Filtersv Dashboards~ Teamsv Plansv Assets Apps m Q Search * 0 (
Projects / RPG Project
Backlog
Q e &  Epic v Type v |2 Insights 23 View settings
NNNNNNNN Epic x ~ RPSprint3 4 Nov—17 0 @O Completesprint =ss Ret B 01 b <X

B Timeline |ssues without epic — -0 B Start Of Dev
1 & e v @ StartOf Dev L -0 ¢ & @ O -

m s -

Start date o e

None

Lopm

Due date

/> Cod October 19, 2023
View all details

B Project pages 0 @@ Startsprint e
[ Add shorteut > @ Uland improvement NEWV - e
€3 Project settings 7a nepconaxie New v E

> (@ Polish and End Project e

[ Pouist ano . JEEN B e

+ Create epic

v Backlog (0 issues) 0 @O Create sprint

+ Create issue

Puc. 1.4. Inutepdeiic Jira

*CTBOpPEHO aBTOPOM B Jira



[TepeBaru Jira

1. 3pyuHi IHCTpYMEHTH JUIsl PU3HAYEHHS, CTBOPEHHSI, IPIOPUTH3ALT Ta BIJICTEHKEHHS
3aBJIaHb JIOTIOMAaraloTh KOMaH/1aM e()eKTUBHO KEepPyBaTH POOOTOIO.

2. Jira 103BOJIsIE CTBOPIOBATH BJIACHI TUIM 3aJa4, CTATyCH, 110JI1 Ta POOOYl TOTOKH.

3. 3aBasKu OOTOBOPEHHSIM Y KOMEHTAPSX, BIJICTEKEHHSI 3MIH Ta OHOBJICHHSIM
MOKPAIIYETHCS CIIBIPAL B KOMaH/II.

4. Jira MoXe BUKOPUCTOBYBATHUCH JUIsl pPI3HOMAHITHUX MTPOEKTIB - BiI pO3POOKHU
MPOrpaMHOTo 3a0e3MeYeHHs 1 pO3POOKH 1rop A0 yNpaBIiHHS MPOLIECaMH Ta

MAapKCTUHTOBUX KaMITaH1H.

1.1.3 Visual Studio Code

Visual Studio Code - 1e pemakTop Komy, SIKHW TMOJETIIyE BUKOHAHHS 3aBIaHHS,
KOHTPOJIb BEPCISIMU Ta HaJarokeHHs. PO3pOOHMKHM OTpUMAald 1HCTPYMEHT, SIKUU iM
NOTPIOHWN N7l HAJIArO/PKCHHSI Ta IMBHJAKOTO IHMKIY TeHeparii xomy. Ha BimMmiHy Bif
Bukopucrtanoro VS Code, Visual Studio IDE BukoHye Oulblll CKJIajgHI MpOIECH, aje i

npairoe noBuibHimIe. [Ipuknan mokazanuii Ha pucyHky 1.5. TonoBHa cropinka Visual

Studio Code [5].

KirouoBi ocobmuBocTi Visual Studio Code:
- KomOiHarris Ki1aBiii 3a 3aMOBYYBaHHSIM
- Hanaromxenusa
- Pexwuwm /I3en
- Inrerpamis Git

- 3MiHa MOBHOT'O PEKUMY
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EXPLORER

v RPG PROJECT

GetCompon er>().MoveTo(target.transform.position, 1f);

GetCompon:
AttackBeh:

Equipheapon (Weapon weapon

> ouTui
> TIMELINE

Puc. 1.5. Iarepdeiic VS Code

*cTBOpeHo aBTopoM B VS Code

[TepeBaru Visual Studio Code

1. BiH € nocTynmHUM AJI1 LIMPOKOTO KOJia pO3pOOHHUKIB OCKIIBKM BUKOPUCTOBYETHCS Ha
PI3HHX OTEPAIITHIX CUCTEMAX.

2. 3aBasku BOynoBaHiil miaTpumill Git BU MOXKETE JIETKO KEPyBaTH BalllUM
PEMO3UTOPIEM.

3. Benukoro nepeBaroro € HNBUAKICTh Ta MIHIMAJIbHE CIIO)KMBAHHS PECYPCIB, 1110
JI03BOJISI€ BaM IPALIOBATH OIBII MPOYKTUBHO.

4. CuUHTaKCHYHE MiJCBIUyBaHHS Ta aBTOJJOTIOBHEHHS JOMOMOXKE BaM ILIBU/IIIIE

HaIltMcaTu KOJ Ta YHUKHYTHU ITOMUJIOK.

1.1.4. Unity Asset Store

Unity Asset Store - 11e mardopma e BU MOXKETE MPpUI0aTH K OE3IUIaTHO, TaK 1
IJIaTHI acCeTH I Balmioi T'pu. ACCeTH BKIIOYAOTH PI3HI BHUIU CKJIQJAOBUX IS TPH,
HAMpUKJIAJ: aHiMallli, MOJeJl MEPCOHAXIB Ta OO0 ’€KTIB, My3HKa Ta 3BYKOBI €(EKTH.

[Ipuknan mokazaHo Ha pucyHky 1.6.
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Puc. 1.6. Intepdetic marazuny

xepeno: [6]
[TepeBaru Unity Asset Store
1. 3pyunwuii inTepdeiic
2. bararo 3HUOK ISl aCCETIB
3. Benuka KiJIbKICTh aBTOPIB Ta MaTepiainy
4

. SIkicHui1 O€3KOLITOBHUI Marepiaj Al HOBauKiB

1.2. O HAagsBHUX AHAJIOTIB

VY wnaiimonynspHIoMy irpoBoMy Mara3uHi Steam mokHa 3HaiTu 6arato RPG-irop.
Chorozsi uew >kaHp € OJJHUM 13 HAUNOMyJAPHILIUM Yy CBITI. Buxonsuu 3 ’kaHpy Ta CXOXKUX
MeXaHIK s 3HAMIIIOB HAMYCHIIIHIIINX KOHKYPEHTIB Y IbOMY JKaHPi.

1. Diablo 4 - Komm’rorepna rpa mis PlayStation 5, Xbox One, Xbox Series,

PlayStation 4, Microsoft Windows. Po3po0iena komnanieto Blizzard Entertainment,

Inc.

Diablo 4 - ne npurogaunibka RPG rpa. Kamnaniro Mo)kHa POXOJUTH CaMOCTIHHO
a6o 3 gpy3smu. [loTpiOHO [OCHIIKYBaTH BIAKPUTHA CBIT, CHOCTEpIraloyu 3a
PO3TOPTaHHSAM 3aXOIUTIOIOYOi iCTOpli. 3aBAsSKH KpOCIUICI (3JaTHICTh TpaBIiB, SIKI
BUKOPUCTOBYIOTh Pi3HE OO0JIaJIHAHHS JJIS B1ACOIrOp, rpaTd OJUH 3 OJAHUM OJHOYACHO) Ta

KpOC TIporpecii BU MOXKETe TpaTH Pa3oM Ha BCiX miaropmax pazom.
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VY Diablo 4 nis BinOyBaethest uepe3 50 pokiB micis noxaiid Diablo 3, koiu 10 cBiTY
Cankryapiymy noBepTaeTbes aeMmoHuils JImiT, qouka nemona Medicto, 1106 nepeMortu
cBoro Oarbka Ta mpaBuTH Ilexnmom. 3a ii cimimamMu BHUpyIIa€ TOJOBHUM TEePOW TIif
HACTAaBHUIITBOM SIHTOJIa-BiJIcTynHUKa [Hapiyca, abu 3aBamutu miaHam Jlimt. ®oto

OOKJIaAMHKY TP Ta MPUKJIA]l FTEHMILICIO MOKa3aHo Ha pucyHky 1.7 ta 1.8.

Puc. 1.7. Diablo 4
Jlxepeno: [7]

Puc. 1.8. I'enimmueit

Jxepeno: [7]



13
2. Baldur’s Gate 3

Baldur’s Gate 3 — 1e rocrpocioxkeTHa poiboBa rpa y BcecBiTi Dungeons &
Dragons, ne Bam BuOip ¢Gopmye icTOpil0 APYX OU Ta 3paau, BUKUBAHHS Ta >KEPTBH Ta
CIIOKYCH a0COIIFOTHOT BIIAIIH.

Baldur's Gate 3 orpumana BcecBiTHE BU3HAHHS Ta 310pajia YMCIIEHHI HATOPOIH Bif
IrpOBUX KPUTHKIB Ta rpaBiiB. Bona Oyma ymoctoena 3BanHs "Ipu poky" Big Golden
Joystick Awards 1 The Game Awards. Jlesiki npoduibHI BHAAHHS HA3UBAIOTh 11 TPOIO
AecATHUIITTSA. PO3pOOHUKH 3aTydiid TOJTIBYACHKHX aKTOPIB, TakuX sK J[xeiicon Alizekc
ta J[xonaran CiMMOHC 1 BIJOMHX B IrpOBIH 1HIyCTpii aKTOpPIB O3BYUyBaHHS, Cepell AKUX
Metteto Mepcep, Merri PoGeprcon. DoTo OOKJIAIUHKH TpU Ta MPUKIAJ] TeHMIUIE0

ITOKa3aHo Ha pucyHKy 1.9 ta 1.10.

alom’s

Puc. 1.9. Baldur’s Gate 3
xepeno: [8]

Puc. 1.10. I'etimiieit

Hxepeno: [8]
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3. Hades

Hades - 1ie posiboBa rpa, 7 BU rpaeTe 3a NepCOHaXKa 3 TPEKO - PUMCHKOT Mi(poJIOrti,
3Mara€eThCs MPOTH OOTIB, JOJAETE HEMMOBIPHI CKJIQIHOII Ta TOOAYUTE YyTOBHM CIOKET.

VY rpi BU BUcTymaere y poji 3aru, cuHa 6ora miaszemeis, ['ageca. ['onoBHuit repoit
HaMmaraeTbcsi BUOpaTucs 3 IapcTBa migzemesuis 1 jictarucs Ha OiMmI, BIIOMUN SIK pifl
ooris.

T'onoBHa MeTa rpu - JAicTaTUCS A0 KIHIA MiA3eMeIUIs 1 MePEeMOrTH caMoro Oarbka,
lageca. Ane me BakKe 3aBJaHHS, fKE BUMAara€ BiJ] Bac CTPAaTEridyHOTO MHCIEHHS,
BIIPABHOCTI1 Y 0010 Ta pO3BUHYTOI1 TaKTHUKU. DOTO OOKIAAMHKY TPU Ta MIPUKIA] FEHMILICIO

noka3aHo Ha pucyHky 1.11 ta 1.12.

Puc. 1.11. Hades
xepeno: [9]

Puc. 1.12. I'etimiuieit

[xepeno: [9]
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JIiist aHasi3y KOHKYPEHTIB JOLIIEHO BuKopuctatu Metoauky SWOT-ananizy. SWOT
posmudpoByeThes gk Strengths, Weaknesses, Opportunities 1 Threats (cuibHI Ta ciadki
CTOPOHM, MOXKJIMBOCTI Ta 3arpo3u). Lleit i1HCTpyMeHT momoMarae mpoaHajlizyBaTH, 10 BU
pobuTe Halkpalie Ta po3poOUTH YCHIIIHY cTpaTerito st MaioytHboro. Takoxx SWOT
MOXKE€ BHSIBUTH CJHA0OKI CTOPOHM KOMMaHIi ab0 NPOEKTy Ta 3arpo3y BUSIBICHHS

koHKypeHTaMu. Pesynbratn SWOT-anamizy rpu “Baldur’s Gate 3” naBegaeHno B Tabmuini

1.1.

Ta6muig 1.1
SWOT-anani3 rpu “Baldur’s Gate 3”*
CHIBHI CTOPOHH CnalKi cTOpOHH
Kpacuga rpadika Baxkki piBHI
Bemnknii pyHKIOHAT BaxxkuH refimiie
XopomHH crokeT
Mo:KIHBOCTI 3arposH
JloaBaHHA HOBOTO KOHTEHTY TlosiBa TpH 3 GLIBII IIIKABHM CIOXKETOM Ta
Bumnpagnenns 6aris IPYUHIMIHM TeHMILITSEM

* CTBOPEHO aBTOPOM

1.3. [TocTanoBKa 3aga4i

s rpa Oyne 1ikaBa sl TPaBIiB PI3HOTO BiKYy Ta JJIA T'PaBIIB SKUM I[IKABUM KaHp
RPG. IpaBmi mMoxyTh BUNPOOYBaTH CBOi CHJIM B TPOXOKEHHI 3aXOIUTIOIOYOI TPU 3
pi3HOMaHITHUMH MexaHikamu. ['pa qoctynHa Ha PC s Windows.

Jlist ctBopeHHs rpu Oyina BUKOpUCTaHa MOBa nporpamyBaHHsi C# ta pymnit Unity.
Acceru juis rpu Oynu B34Ti 3 Unity Asset Store OecruiatHo. KoHuent Ta pinanbpHa Bepcis
Oyna ctBopeHHs1 iHCTpyMeHToM Unity. I'pa po3pobinsiersest mist PC ockiabku OUTBIIICTD
IpaBliB K1 3aI[IKaBJICHI B IIbOMY KaHp1 OUTBIIICT IrPOBOTO Yacy rparoTh TiIbku Ha PC.

3aBASKM IIHUPOKOMY (PYHKI[IOHAIY Tpa Ma€ 3allyddTH PI3SHOMAHITHHX TPaBIlB,

HE3aJIEKHO BiJ] BIKY.

I'pa moBMHHA MICTUTH HACTYITHUM (PYHKI[IOHAJ:
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CtBOpeHHSI KOHIIENTY Ta peanizamii kaptu - Ha modarky po3poOku Oyio
BUKOpHUCTaHO 1HCTpyMeHT Unity Terrain tool, 3aBAsiki 1[bOMY peasii30BaHO KOHLEIT
KapTH Ta BUKOPUCTAHI PI3HOMaHITHUHN (QYHKITIOHAT JIJIsl YCIINTHOTO 3aBEPIICHHS.
Hamucanns komy - B Unity Oyiio CTBOpEHHSI pI3HOMaHITHI CKPUIITH sIKi OyJIu J0aH1
B PI3HI MAaIKK IJ1s1 Kpau[oi Opraxi3anli MpoeKTy.
CrBOpeHHSI MEXaHIK - PI3HOMAaHITHI MeXaHiKu OylM CTBOPEHHI uepe3 CKPHUIITU Ta
IHCTpYMEHTU pylIis. 3aBAsSKW YCHIINIHIA OopraHizamii Ta Noe€JHaHO IUX (haKTOpPiB
OyJ10 BUKOHAHO TIJIaH Ha CTBOPEHHS PI3HUX MEXaHIK.
JlonaBaHHsl Bi3yaJdbHUX €(EKTIB - BidyasibHI €deKTH Oyau CTBOPEHI JJIS Kpalioro
CHOPHUIHATTS rpaBLIB peai30BaHUX MEXaHIK.
HNonaBanus cayHjg e(exTiB - 3aBasku 3pydHomy iHTepdeiicy Unity Oyno jerko
JIOJIAHO P13H1 3BYKOBI €()EKTH BUKOPUCTABIIN OE3KOIITOBHI aCCETH.
Peanizariss IITy4yHOro 1HTENIEKTY - Y€pe3 HAIIMCAHHSA CKPUITY Ta MOEAHAHHS MOTo 3
¢dynkiiero NavMesh Oyno cTBOpeHO MITYYHUN 1HTEIEKT Ta JOAAHHM 10 BOPOTIB.
BunpaprneHHs NOMUIIOK Ta MOKpalleHHd (YHKIIOHaNy - B KiHII BUKOHaHHS T'pu

OyJ10 BUKOHAHO TIOKPAIICHHSI KOAY JJI Kpamoro (GyHKI[IOHATY Ta OpraHi3aiii rpu.
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BucnoBku 10 po3aiay 1

VY mepmomMy po3aini Oyno ONMMCAaHO BUKOPUCTAHI MPEIMETHI CEePEIOBHINA, JETali
nepeBar KOXHOTO 3 CEPe/IOBHUII, aHaJ130BaHO KOHKYPEHTIB, iXHIH yCMiX Ha MI)KHAPOJHOMY
punky, SWOT-anani3, NOCTaHOBKY PpI3HMX 3adady JUIsl TPOEKTYy Ta  OIHC
CEPETHbOCTATUCTUYHOTO IPABIIS IS LI€1 FPH.

B HactynmHoMy pozaini Oyae po3missHyTO BHOIp >KaHpy Il TpU, BU3HAUEHHS
OCHOBHHUX MEXaHIK Ta 0COOIMBOCTEH MOTPIOHUX I pO3pOOKH poikoBOi rpu. Takoxk Oye

OMKCAaHO apXITEKTypy I'PH: AlarpaMu MEHIO Ta opraHizailito namnok B Unity.
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PO3IILI 2

TH®OPMAIIMHE TA MATEMATUYHE 3ABE3IIEYEHHSA

2.1. Anani3 npeameTtHoi odsaacti

CrorojiHi icHye 6araro irop 3 pi3HOMaHITHHMH aHPaMU 1 KOKEH PO3POOHUK X0oUe
3alllKaBUTH KOPUCTyBada IpaTd B HMOTo rpy. Y CEpeioBHILI PO3POOKU IrOp IyKe BaXKKO
BUJUIMTUCh B yMOBaX IMOCTIMHOI KOHKYPEHIli, TOMY TIOTpPIOHO CTBOPIOBATU IIOCH
yHIKaJbHE Ta I[IKaBe, T€ 110 3MOXE IPUBEPHYTH yBary rpaBuiB. [[ns cTBopeHHs
KOMEPI[IITHO YCHIIIHOI TPy, TOTPIOHO BUPIIIUTH O6araro OpraHi3aliifHUX eTamiB po3pOOKH.
Hanpukian: koHUenuist rpy, yIpasiiHHS MapKETUHIOM Ta KOHTPOJIb IIPOAAXKIB, 3a7y4EHHS
IpaBIliB, CTBOPEHHSI TEXHIYHOI CKJIaJIOBOi, PO3MOAUT OIKETY, TECTYBaHHS TpHU MeEpel
BUITYCKOM Ta ii rpadik po3pobku. B ponboBi irpu , TparoTh JIFOAU PI3HOTO BIKY 1 3a3BUYAl
BOHM T'PAIOTh JUISl TOTO, 100 HACOJOJUTHCS ICTOPIEIO, IO 3aIaM'sITA€EThCsl Ha JJOBI1 POKHU.
Opnak, 100 CTBOPUTHU LIKaBY 1CTOPitO, MOTPIOHO CTBOPUTH 3PYUHHUI TeUMIUIEH SAKUN HE
Oyle HEeraTMBHO BIUIMBAaTH Ha 3arajbHy pemyTauito rpu. s toro, mod po3B's3yBaT L0
npoOsieMy NOTPIOHO CTBOPUTH TPy 3 HACTYITHUM IFeHMILICEM:

1. TomoBHOMY TEepcOHaXy MOTPIOHO MOTPANUTH B CEKPETHY JIOKaiiio, oOpaBmu 1
nopory 3 3.

2. Ha xoxHi1# 10po31 OyayTh 3yCTpiyaTucsi BOPOTU PI3HOTO TUITY.

3. s moponaHHs BOPOTiB MOXKHA MIIOpaTy pi3Hy 30pO0 Ta BUPYIIUTH B TIOJJOPOK.

4. B roioBHOro nepcoHa)xa Ta pi3HUX BOPOTIB € 3/I0POB’s, TOMY JUIsl MOTPAIUJISTHHS Ha
CEKpETHY JIOKAIlil0 MOTPIOHO OpIEHTYBAaTHCS Ha PIBEHb CBOTO 37I0POB’S Ta CHITY
BOPOTIB

5. He Bci Boporu OyayTh CTAaBUTHCH JO BAaC arpecUBHO, SIKIO BU 00epeTe MpaBUIbHUN

BUOIp B iayI031.

2.1.1. BusHa4YeHHA OCHOBHHUX MEXAHIK Ta 0CO0IMBOCTEeH reiMILICIO.
Bu3sHaueHHS OCHOBHHUX MEXaHIK Ta OCOOJIMBOCTEH TEHMIUIEK) € BaXKJIMBOKO
CKJIQJIOBOIO TUJIAaHYBaHHS YCITIITHOTO MPOEKTY OCKUIBKK 0€3 MPaBUIBLHOTO IUIAHYyBaHHS

eTar po3poOKH TMepeTBOPUTHCS B Xaoc. i po3yMiHHsS MOTPIOHUX MEXaHIK MOTPIOHO
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IpOaHali3yBaTH MEXaHIKM BIJIOMUX IrOp B I[bOMY KaHpi Ta SK BOHU 3QJIy4YHJIM TPaBIIIB.
Koxxna BikoBa rpymna rpaBIiB MarTh CBOI YNOAOOaHHS TOMY JUIsl I[bOTO MOTPIOHO
30ajaHCyBaTH HaIOBHEHHSI IrPOBOTO CBITY MOTPIOHUMHU MEXaHIKaMU Ta OCOOIUBOCTIIMH.
B rpi nmoBuHHa OyTH MOCTaTHS KUIBKICTH PI3HOMAHITHMX MEXaHIK JIJIsl BH)KHMBAHHSI
TOJIOBHOTO T€pOs Ta JJII MOKIIMBOCTI TPABIIO HACOJIOKYBATUCH TPOIO.
OTxe roJoBHI 33/1a4i Ta MEXaHIKH JIJISl IPOXOIKEHHS TPH:

- Buxopucrtanus 30poi. B rpi npucyTHi 3 Buau 30poi HE BpaxOBYIOUHM PYKOMAIIHUN
61i1. Jlns BukopucTaHHS IIi€l 30poi moTpiOHO mimiOparu ii Ha KapTti. Takox yepes
JIESIKUI yac BOHA MOXE 3’ SIBJISITUCH 3HOBY Ha TOMY CaMOMY MICIT.

- Ilporpec ana nmokpamieHHs 3aA10HOCTEN i BHKUBaHHS. BukopucToByroun 30poro
Ta JOJIA0YM PI3HUX BOPOTIB MOXKHA MOKPAIyBaTH CBOE 3/I0POB’S Ta PIBEHb IIKOAH
BOpOram.

-  MoxnuBicTh 30epexeHHs. 30epeKeHHs J03BOJIsIE TPABIEB] 30€perTu CBiil mporpec
Ta MPOJOBKYBATU I'py HE OOSIUMCH 3a BTpaTy mporpecy. [Ipu Brpati BCboro 310poB’s
rpaBellb BiIIPaBUTHCS HA OCTAHHIO TOUKY 30€pEKECHHHI.

BuxopucToBytoun 111 MEXaHIKH TPaBEIlb MOXKE MIPOUTH 710 MOTPiOHOT JoKkartii. Takox
Ipy KOHKPETHOMY MPOXOKEHHI MOXKHA MPOWTHU TPy HE 370JIaBIIM HI €IMHOTO BOpOra
BUKOPUCTOBYIOUM Jliajior 3 Boporamu. BuOip sKMM CTHJIEM Ma€ MPOXOAWTHU TPy TpaBellb

MO>Ke o0paTH cam.

2.2. ApxiTekTypa rpu

JInst cTBOpeHHs apxiTeKTypu Oyjia CTBOpEHa irpoBa JiarpamMa 3 BUKOPUCTaHHSIM
PI3HHX IYHKTIB TPH, SIKI TAKOK BUKOPUCTAHI K TAIKU I CKpUNTIiB. B apxiTekTypi Oymo
BUKOpUCTaHO Taki MyHKTH K Control, Movement, Cinematics, Scene Management,
Combat, Resources, Stats, Core Ta Dialogue. KoxeH 13 myHKTIB BIATOBIJA€ 32 BIAMOBIIHY
(bYHKIIIOHATBHICTS 1 3aJI€KUTH B1J] 1HIIIOTO MTyHKTA.

JIJIsi IpaBMIIBHOTO TUIAHYBAaHHS TPU HEOOXITHO CTBOPUTH apPXITEKTYpHY CKJIaJI0BY
JUTSL KpaIioro pO3yMiHHS, SKI €Tanmy MMOBUHHI BUKOHYBATHCh B TEPINY 4YEPTry, a sSKi HE

MOXKYTb MPOOBKYBaTUCh 0e3 1HmuX. [Ipukiaa Takoi apXiTEeKTypH MOKa3aHOo Ha Jiarpami
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Takok MOTPIOHO PO3YMITH CEpEeNOBHUINE, MOTPIOHE i YCHIIIHOTO BUKOHAHHS

3aBJIaHHS.

Dialogue

[ Scene management ] Combat

Movement
Resources
[ Cinematics } { Core J

Puc. 2.1. liarpama apxiTektypu

*CTBOPEHO aBTOPOM

Jlnist opranizaiiii CKpUnTiB OyJI0 CTBOPEHO TIiJ| MANKH JIe 3HAXOJATHCS BCl CKPUIITH.
Koxxna mamka BIiAmoBijae pi3HUM NyHKTamMu Ta (yHKIloHandsHOCTI rpu. Cinematics -
kar-crieau, Combat - GoiioBa cucrema, Control Ta Movement - pyx mig dac rpu, Core -
pyx kamepu, Dialogue - miamoru, Resources - 310poB's, Saving - cuctema 30epeKeHHs],

Stats - cuctema niporpecy, Ul - intepdetic. [Ipukiian nokaszanuii Ha pucyHky 2.2.

ng

enedManagement

Puc. 2.2. I1anka 3 ckpunramu

*cTBOpEeHO aBTOpOoM Ha pymrii Unity

Opranizailist acceTiB € BAKIUBOIO CKJIA0BOIO PO3POOKH OCKIIBKH MPU MPaBUIIBHIN
oprasizaiii po3poOka rpu poOUThCsl HabaraTo MBUILIE Ta NPOAYyKTUBHINIE. Ha pucyHky

2.3 moka3aHO BCi CTBOPEHHI IMAaIKM JJIs1 PI3HOMAaHITHUX aCCETIB 3 SIKMX Oylia CTBOpEHA rpa.
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aw Assets

Puc. 2.3. Ilanku 3 acceramu
*CTBOPEHO aBTOPOM

2.3. Po3poOka Ta CTBOpPEeHHS JIOKaLii

[IpoekTyBaHHS JOKalliid € BaXJIMBUM aCHEKTOM T'PH OCKUIBKM II€ BIUIMBAE Ha 4Yac
POXOPKEHHS, BaXKKICTh MPOXO/PKEHHS Ta Ha BPa)K€HHS rpaBl. ToMy Ba)KJIMBO 3HANTH
NoTpiOHUI OaaHC JJIs )KaHPy Ta TEMAaTUKH TPH.

Jl7is cTBOpEHHA JIOKaliid Oyno BUKOPHCTaHO 1HCTpyMeHT pymiia Terrain tool. Lleit
IHCTPYMEHT J03BOJIE€ PO3POOHUKY MOAM(DIKyBaTh Ta BTUIIOBATH Pi3HI 3a/adyi B JIeBeI
mu3aiiHi. Ha pucyHky 2.4 mnoka3aHo pe3ylbTaT KOHUENTY Ta BUKOPHUCTAHHS LbOTO

IHCTPYMEHTA SKUH € JTy’Ke 3pyYHUM Ta JIIEBUM JIJIsI PO3POOKH.

Puc. 2.4. Konnenr 1 cuenu

*CTBOPEHO aBTOPOM
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2.4. CucreMa MEHIO

JIist CTBOpEHHSI TOJOBHOTO MEHIO TOTPIOHO BU3HAYHMTH TMOTPIOHWH (PyHKITIOHAI
SKAW MU MaemMo po3pooutH. [l mporo OyJI0 CTBOPEHO Jiarpamy MOCHIJTOBHOCTI

nepexo/iiB Ha ToIoBHOMY MeHto. [Ipukian miarpaMu rnoka3zanuii Ha pucyHky 2.5 ta 2.6.

-
3arpyska W
T'OJIOBHOT'O MEHIO
\.
N y
-
Bubip nynkty Bubip nyHKTY Bubip mynkry
“I'patu” “HanamryBanas” “Buxia”

: Li

3aBaHTa)KEHHS 3MiHa IY4HICTE Buxin s :
Buxia 3 rpu
TpH 3BYKY TOTIOBHE MEHIO

Puc. 2.5. Jliarpama 1mociiIoBHOCTI TOJIOBHOTO MEHIO

*CTBOPEHO aBTOPOM

e N
Play
. J
—\
Options
. J
~ ™
Exit
p J

Puc. 2.6. [IpoToTHUII rOJIOBHOTO MEHIO

*CTBOPEHO aBTOPOM
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2.5. Bukopucranns 0iosmiorekn UniTask

UniTask - me 6i6miorexa mims poOoTH 3 acMHXpoHUM (acuHXpoHHHH Kox Unity
JI03BOJIsI€E BUKOHYBATH TPYJAOMICTKI 3aBIaHHA (3aBaHTa)X€HHS (DaililiB, MEpeKeB1 3aITUTH Ta
0OYMCIIEHHA), HE OJIOKYIOYM OCHOBHUM MOTIK BUKOHAHHS, 110 3a0e3nedye OLIbI MIaBHUN
Ta 3pyuHuil iHTepdeiic kopuctyBaua) komom Ha pymiii Unity. Bona pomomarae
pO3poOHMKaM, Hagaloud €PEKTUBHUN Ta 3pYyYHUH CHOCIO MpaIfoBaTé 3 aCHHXPOHHUMU

ornepauisiMi, TAKUMU SIK MEPEKEBI 3alMTH, 30€pIraHHs JaHUX Ta 3aBAHTAXKEHHS PECYPCIB.

3aBASKU LbOMY, PO3POOHUKH MOXYTh BUKOHYBATH CBOIO pOOOTY O1JIbII €(pEeKTUBHO
Ta MPOAYKTHUBHO, MOKPAITYIOUN MIBUIAKICTh PO3POOKH B MPOEKTAX PI13HOI CKIIATHOCTI.
I'onosHi nmepearu UniTask:
1. UniTask nerkuii y BAKOpUCTaHHI pa3oM 3 ICHYyrOUUM KozioM B Unity.
2. Bin nerkuéi 1 HamMCaHHS 1 PO3YMIHHS OCKUIBKH JIO3BOJISIE TIPAIfOBaTH 3
CTaHJApPTHUMH KOHCTPYKI[ISIMU async/await.
3. IligBumiye MIBUIAKICTb Ta NPOAYKTUBHICTE TPHU 3aBISKA BHCOKOC(PEKTUBHUI
peaiizallii aCHHXpOHHUX OTepaliii.
4. UniTask e nonmynspHoto 616mioTexor0 y cnuibHOTI Unity, ToMy 1iJ] YaC BUHUKHEHHS
MUTaHb MOXKHA 0€3 3BOJIIKAHb 3BEPHYTHCS /10 MATPUMKH Ha CaliTax CIIbHOTH.
[Tpuxnan BUKOpUCTaHHS MOKA3aHUN B JTICTUHTY 2.1.

private async UniTask FadeRoutine(float target, float time,

CancellationToken token)

{
while (!Mathf.Approximately(canvasGroup.alpha, target))

{

canvasGroup.alpha = Mathf.MoveTowards(canvasGroup.alpha, target,
Time.deltaTime / time);

await UniTask.Yield(PlayerLoopTiming.Update, token);

Jlictunr 2.1. Ipuxnan UniTask B ckpunti Fader

* CTBOPEHO aBTOPOM
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BucHoBku 10 po3aiay 2

B ubomy po3zaini Oyio po3misiHyTO NpoOieMaTUKy CTBOPEHHS POJIbOBOI I'PH, Ta SIK1
TeMIUICHHI CKJIaI0B1 MOTPIOHO AJI 3aUTydeHHS TPaBIIiB, MPOAHATI30BAaHO OCHOBHI
MEXaHIKHU TpH, AJIA MPABUIBLHOTO MJIAHYBAHHS Ta OMUCAHO YOMY 1€ BayKIMBO. OnucaHo
KOKEH 3 TOJIOBHMX €TaIllB HAIlO1 I'PH, SIK1 BIANOBIIal0Th 32 KOHKPETHUM (PYHKIIIOHAJ Ta B
MO€JHAHHI, JOMOBHIOIOTH 3arajibHe HallOBHEHHS I'PU.

Taxkoxx Oys10 omHMCcaHo, YOMY CTBOPEHHSI KOHIIETITY € BYKJIMBUM Ta IHCTPYMEHTH, SIKi
MU BUKOPUCTOBYBAJIU JJIsl peasti3allii KOHIENTY, ONUCAaHO aIrOPUTM BUKOHAHHS Ta
IPOTOTHII TOJIOBHOTO MEHIO Ta Ky 010J110TeKy OyJI0 BUKOPHUCTAHO JIJIsl TTOKPAISHHSI

ACHHXPOHUX METO/IIB.
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PO3/ILI 3
MMPOTPAMHE TA TEXHIYHE 3ABE3MEYEHHS

3.1. 3aco0m po3podku

3acobamu po3poOku € : Unity, Unity Asset Store, Visual Studio Code, Jira, UniTask
- 151 poOOTH 3 CKpUIITaMH, 1HTEpdericoM Ta 610110TeKamMu.

Pymiiit Unity - onuH 13 HalmonmyJsSpHIMIMX 1 HaMKpalux Mporpam AJis CTBOPEHHS
rop, pI3HOMaHITHUX JIOAATKIB Ta CTBOPEHHS TU3aiHY SISl CEpeIOBUIIIA.

Takox Unity € HOTy:)KHUM TpadiuHMM pPYLIIEM OCKUIBKA BIH HIATPUMYE pi3HI
edexkTr, BKIIOYAIOYM OCBITJIICHHS, TiHI, TEKCTypu Ta mehaepu. IlepeBaroro ms
pPO3pOOHUKIB Takok € BOymoBaHa cucTeMa (i3uku Ta cucrtema aHiMami. Cucrema
aHIMaIlii Mae BOYJIOBaHI 1HCTPYMEHTH [Jii CTBOPEHHS CKJIQAHUX aHIMaIlid Jyist
MEPCOHAXIB, 00 €KTIB Ta IHIIMX E€JIEMEHTIB TpU. 3aBISKH BOyIOBaHiN cucteMi (i3UKd
pPO3pPOOHMK Ma€e MOXIIMBICTH CTBOPIOBATHM pealiCTHYHI (Pi3uyHl 00 ’€KTH, TakKi sK

rpaBiTaIlis, KOJi3ii Ta CHMYJISIIISI pyXy 00’ €KTIB.

3.2. BumMoru 10 TeXHiYHOro Ta MPOrpaMHOro 3ade3ne4eHHs

Jist po3poOku rpu Oy70 BU3HAYCHO TaKi BUMOTH JI0 TPOTPaMHOTO 3a0€31eUCHHS
1. Unity -Bepcis 2022.3.7f1.
2. C# - moBa mporpaMyBaHHSI.
3. Microsoft Visual Studio Code - cepenoBuiiie 1151 HaMCaHHS KOTY.
4. Unity Asset Store - Mara3uH acceTiB, IHCTPyMEHTIB Ta 010110TeK.
Bumorn 10 TeXHIYHOTO 3a0€3MeYCHHS
1. TIponecop: Intel Core 15-11400H
2. Bigeoxkapra: NVIDIA GeForce RTX 3050
3. Omeparmiiina cuctema: Windows 10/11 64-po3psitHa
4

. OneparuBHa nam’sate: 16 I'b
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3.3. Onuc nporpamMHoi peaJsizauii

3.3.1 Unity Asset Store

[IpoananizyBaBmu marazun Unity Asset Store Ta ioro O€3KOIITOBHI acceTu Oyso
o0paHO TeMy CepeAHbOBIUYs, SKy J0Ope MOXKHA pealidyBaTH 3 JOCTYIHHUMH
OE3KOIITOBHUMH aCCETaMH.

lonoBHuMU KkpuTepisMH JUisi BUOOpPY 1€l TeMaTUKU Oyld MOJAENh MEPCOHAXKIB,
cepefoBuIlle, Mojeni OyauHKIB, cayHJ BizyaiabHl edextu. OOpani accetu B Tpi Oyio
oOpano B odimiitHomy Maraszuni Unity - Unity Asset Store, mocuiaHHS Ha HHX MOXKHA

MCPCTIIHYTH HUXKYC B NOJATKY.

3.3.2. Terrain tools
JIJist CTBOpEHHS KOHIIENTY KapTH 0yii0 00paHO BUKOPUCTOBYBATH 1HCTPYMEHT Terrain
tool. Terrain tool - me 1HCTpYMEHT /i1 CTBOPEHHS Ta peAaryBaHHs JaHAAQTIB.
Buxopucrtanus 1p0ro iHCTpyMEHTY HaJa€ PO3POOHUKY MOMKIIUBICTH 3PYYHO CTBOPIOBATU
penvedu, o3epa Ta ropu. [lpukiian BUKOpUCTaHHS IMOKa3zaHu Ha puUCyHKY 3.1. Bech
MOXIUBUN (yHKITIOHAN 1HCTpyMeHTY Terrain Tool onmucanuii B oimiiiHiii qOKyMeHTAIII1
Unity [10].
Oco06IHUBOCTI IHCTPYMEHTA:
1. Jlerkicth CTBOpPEHHS Ta HAJIAITYBAaHHS PO3MIpIB.
2. MOXIuBICTh [JIOJIaBaHHS JIE€pPEB, KYIIiB, KAMEHIB LI0 pPOOUTH Tpy OUIbII
peaniCTHYHUM

3. HanamryBaHHS TEKCTYp 7Sl PI3HUX YaCTUH KapT CTBOPEHUX THCTPYMEHTOM.
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Puc. 3.1. [nctpymenrt Terrain

* CTBOPEHO aBTOPOM

JIist CTBOpEHHSI KOHLENTY KapTu Oysio oOpaHo ripHuit jnanamadrt ta 3 g1oporu, Ha
SKii OymyTh 3HAXOMWUTHCS CENHINA, Yepe3 sKi Oyae Ha BHOIp MPOXOIUTH MEPCOHAXK IS

npoxo/KeHHs piBHs. [Ipukiaa mokasaHo Ha pUCYHKY 3.2.

Puc. 3.2. Konuent kaptu
*CTBOPEHO aBTOPOM

[Ticns 3akiHYECHHS] KOHIIENTIB OyJI0 JOAAHO aCCETH 3 MOJAEISMH Ta OCBITIICHHSIM IS
CTBOPCHHSI TIOBHOIIIHHOI Kaptu. Ilpukiaaum kapT moka3aHo Ha pucyHkax 3.3 Ta 3.4.

Odimiiinmii accet BiTpsika Oyso B3sTO 3 mocuyianus [11].
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Puc. 3.3. 3aBepiiena 2 kapra

*CTBOPEHO aBTOPOM

Puc. 3.4. 3aBepuiena 1 kapra

*CTBOPEHO aBTOPOM

3.3.3. SkyBox

Jlist 3MiHM HeOa Oyj0 BUKOPUCTAHO HasiBHUM skyboxX sSKUI 3MiHIOE TEKCTypy HeOa
Ta CTBOPIOE HOBY armocdepy sKy miaxomnuts rpi. s migkmrouenHs skybox morpiOHO B
roJioHii kamepi 3mMiHuTH clear flags Ha skybox, micist bOro Maroun HasiBH1 BapiaHTH HeOa

(muB. puc. 3.5) MI MO’KEMO CTBOPIOBATH Pi3HI Bepcii HeOa IS HAIIOI TPH.
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B v Camera

Skybox

Everything

Perspective
Vertical

Puc. 3.5. T'onoBHa kamepa

*CTBOPEHO aBTOPOM

Ha pucynky 3.6 nokazano Bci 19 moxxnuBux skybox siki 1ocTymHi Jj1s1 BUOOPY

Cks > SkySeries Freebie

Puc. 3.6. Bubip skybox

*CTBOPEHO aBTOPOM

ITicns nmeranmbHOrO aHamizy Oyino oOpaHo 1e skybox skmii HaWOIIbINE TIIXOAWB ITijT
TEMAaTUKy I'pU Ta CTBOPIOBAB yHiKaJIbHY arMocdepy. [Ipuknan mokazano Ha pucyHky 3.7 Ta

BUKOPHUCTAHMI acCeT 3a MOCUJIaHHIM [12].

Puc. 3.7. O6pannii SkyBox

*CTBOPEHO aBTOPOM
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TakuM YMHOM MarOuu MIUPOKUN BUOIp CKaOOKCIB MU MOXKEMO T I TyBaTH HaIlIe

OTOUYEHHS B Ipl mig noTpidHy armocdepy. Jlokymenraiis no Bukopuctantio SkyBox [13].

3.3.4. Buxopucranus NavMesh

NavMesh - 11e 1HCTpYMEHT, KMl BUKOPUCTOBYETHCA ISl HaBIraii TEpUTOPIl y
CepeIOBUIII Ji¢ TONOBHHMII Tepoil MOKe pyXaThCh. MIOro OCHOBHAa MeTa - BH3HAUNTH
Halle()eKTUBHIIIUI MapUIpyT 10 BU3HAUYEHOTO IMYyHKTY NMPU3HAUEHHS, OMUHAIOUH OyIb-iKi
MEPEIKO/IU, 110 3yCTPIYalOThCS Ha IbOMY IUIAXY, 1 CIPUATH Oe3nepeOiiiHiil HaBiramii s
HITYYHOTO 1HTEJIEKTY.

JleMoHcTpallist, 300pakeHa Ha PUCYHKY 3.8 , IEMOHCTPY€E MPaKTUYHE 3aCTOCYBaHHS
NavMesh. Ilicns BukoHaHHS BCiX HEOOX1THUX KOH(]Iryparii BualIeHa CUHs 00J1acTh CTa€e
MOTPIOHUM TIIIAXOM, SIKUM TIEPCOHAX MOXKE BITLHO pyxaTucs. OMHAK BaXIJIMBO 3a3HAYNTH,
o Oyab-sika 00JIacTh 32 MEXaMH CHHBOI 001acTi 0OMexXye pyx nepconaxa. [{e HaBMucHe
OOMEXEHHSI TapaHTy€, IO IMEePCOHAXKI 3aJMINAIOTECS B MEKaxX KapTH Ta HE 3MOXKYTh

MOJ0JIaTH HEMPOXiaHY MicleBicTh. Jlokymenrtanis NavMesh [14].

Puc. 3.8. NavMesh

*CTBOPEHO aBTOPOM
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Tak Burisgae onHa 3 HajmamTyBaHb JIsi NavMesh e MOo)kHA HaJlalTyBaTH BUCOTY,
rpajyc miaiomis Tomo. s Toro, mo0 HaJamTyBaHHS 3alpalioBaid MOTPIOHO HATUCHYTH
KHONKy Bake.

Ha pucynky 3.9 BimoOpakaeTbcsi BUINIAI OnaHiel 3 koHirypariid mais NavMesh,
JEMOHCTPYIOUM MapaMeTpyu 3MIHUM BHUCOTH, PIBHA MigiioMy Ta 1HmMX 3MiHHMX. [1]0o0

aKTHBYBATH IIi HAJIAIITYBAaHHS, MOTPIOHO HATUCHYTH KHOTIKY Bake.

Agents Areas Bake Object

aked Agent Size

Puc. 3.9. HanamryBanus NavMesh

*CTBOPEHO aBTOPOM

HanamryBanus Nav mesh Agent 103Bojisie BalioMy MEPCOHAXY PyXaTUCh [0
KOHKPETHOI JIoKallli yHuKarouu nepemikon. [Ipuknan nokazaHo Ha pucyHky 3.10. Ouibliine

npo Buxkopuctanus Nav Mesh Agent [15].

~ Nav Mesh Agent

Humanoid

Path Finding

Everything

Puc. 3.10. HamamryBanuss NM Agent

*CTBOPEHO aBTOPOM
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byno Hammcano ckpunt Mover.cs Skl 3HaxXoAuThes B mamii Movement, BiH
3aBepirye peanizaiito NavMesh B mpoekti. B mictunry 3.1 3HaX0nuThCS TOJTOBHA YaCTHHA

KOY.

void Update()

{
navMeshAgent.enabled = !health.IsDead();
UpdateAnimator();
}
public void MoveTo(Vector3 destination, float speedFraction)
{
navMeshAgent.destination = destination;
navMeshAgent. speed = maxSpeed *
Mathf.Clamp@l(speedFraction);
navMeshAgent.isStopped = 5
}
public void Cancel()
{
navMeshAgent.isStopped = 5
}

Jlictuur 3.1. Peamizamisg NavMesh

* CTBOPEHO aBTOPOM

3.3.5. Mexanika pyxy Click Event

Mexanika Click Event - e 6a3oBa MexaHika CTBOpEHa JJIS TOTO 00 MEPCOHAXK
pyXaBcsl 10 TOUKH HATHCKaHHS MHIITKH.

Jlns Buxopucranns mexaniku Click Event Oyno ctBopeno metox Interact With
Movement sika J103BOJISIE pyXaTu rpaBlieM KJIIKHYBIIW Ha 00y yacTuHy Kaptu. [Ipukian

noka3aHo B jicTuHry 3.2. binsiie npo Bukopuctanns Click Event [16].
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private bool InteractWithMovement()

{
RaycastHit hit;
bool hasHit = Physics.Raycast(GetMouseRay(), out hit);

if (hasHit)

{
if (Input.GetMouseButton(0))

{
GetComponent<Mover>().StartMoveAction(hit.point, 1f);

}

return K

return g

Jlictuur 3.2. Peamnizamig Click Event

* CTBOPEHO aBTOPOM

3.3.6. CTBOpeHHSI KaMepH SIKa PYXA€ThCH 32 MEePCOHAKEM

[Ilo6 ctBOpuTH 110 MexaHik, Oyno HamucaHo ckpunt FollowCamera.cs y mamii
Core. BuxopucroBytoun wmeton Late Update, ycmimHO BHSABICHO MLiJIb KaMepu Ta
BCTAHOBWIM HUIAX 11 pyXy. Y pe3ynbTari kamepa Tenep Oe3MepeiikoJHO BiICTEKyBaTUME
PYXH HAIIOTO TEPCOHa)Ka MPOTITOM T'pH, HE3aNEKHO BiJl IXHHOTO HAmpsAMKY. binmbine mpo

pPyX Kamepu MOKHa NeperisiHyTH TyT [ 17].

3.3.7. JlonaBaHHs MoJeJIeil ePCOHAKIB

VY npoekt Oyno qogaHo OE3KOIITOBHI acceTH A€ MM 0Opaiy MOTpiOHI MoAenmi A
PI3HOMAHITHUX 3aaa4. Mojeni TNepCoHaXiB YyJOBO BMHCYIOTHCS I TEMATHKY
CepeHBOBIUYSl Ta MalTh PI3HOMAaHITHI KOJIBOPU KOCTIOMIB. Iliciss BCTaHOBIIGHHS iX

NOTpPIOHO IMIOPTYBaTH B MpoeKT. Ilicns imMmopTyBaHHS MOTpiOHO mnepeHecTH mnpedad
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nepcoHaXka, MIJKIIOYATH JO HBOTO aHiMamii 4depe3 Animator Ta J0AaTH CKPHIITH,
konaiiepu Ttomo. Ha pucynky 3.11 ta 3.12 mokazano (iHajgbHYy BEpCil0 TOJOBHOIO
MEPCOHAXKa 3a SIKOTO TpaBelb Oy/e rpatu Ta Bopora. DiHambHa BEpCis IEpcoHaXa B TPl Ta
MOYaTKOBO Mpedada BIAPIZHAETHCS THUM, IO JI0 MEpPCOHa)Xa MIIKIIOUEH]I Pi3HOMAaHITHI
animauii, Capsule Collider (HeBuguma ¢opma ska BHUKOPHUCTOBYETHCA 1100 0OpOOIATH
¢di13uuHi 3iTKHEHHS U1 00'ekTa), Rigidbody (Ti0, sike Hi 32 AKUX YMOB He 1ehOPMYETHCS 1
3a BCIX YMOB BIJICTaHb MDXK JIBOMa TOYKaMU SIKOTO 3aJIMIIAEThCS MOCTIHHOW0), Nav Mesh
Agent ta 10 ckpuntiB: Mover, Action Scheduler, Health, Fighter, Base Stats, Player
Controller Ta Experience, Saveable Entity, Player Conversant. Takox B ckpunti Fighter
Oyno peanizyBaHHS migOWpaHHs pi3HOI 30poi B mpaBy Ta JBy pyku. [locunanHs Ha

BUKOpHUCTaHMi acceT [18].

Puc. 3.11. 'onoBHuU# nepcoHax

*CTBOPEHO aBTOPOM

[TopiBHSIHO 3 TEepCOHA)XKEM, HaJlAlITyBaHHS BOpOra JOBOJII CXOXi, aje 3MIHU SKi
poOsATh 3 HUX JBa pi3HHUX 00'ekTH. Ha BinMiHY Bijl TOJIOBHOTO TIEPCOHAXA, BOPOT HE Ma€
ckpuntiB Player Controller Ta Experience, ane mae Al Controller ta Combat Target,

Saveable Entity.

Puc. 3.12. Moaens Bopora

*CTBOPEHO aBTOPOM
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J1J1si HAaBKOJIMIIIHBOTO CEPEIOBUIIA OyJIM CTBOPEH1 Pi3HI aCCETH, BKIIIOYAOUH Oy/IiBIIi

Ta 3BUYAMHUMU peuaMu. BCl BOHM poO3MillleHI MO BCIM KapTi 1 J00pe JIOMOBHIOIOTH
armocdepy rpu. [Ipuknan mokasano Ha pucysky 3.13. Bukopucranuii accet Oyno B35TO 3

odimiitHOrO calTy 3a mocuianusm [19].

Puc. 3.13. Monenb OynuHKY
*CTBOPEHO aBTOPOM
3.3.8. Bukopucranus animanii
Jlist ctBopeHHs aHiMarlii Oynu Bukopuctani Blend Tree. Bin qo3Bosisie mociiioBHO
BUKOHYBaTH pi3HI aHiMallli Ha ogHomy 00'ekti. Hanpukman: Idle > Walk > Run. [[ns miei
nociioBHOCTI Oyio ctBopeHo Blend Tree min HazBoro Locomotion. [Tpukian mokasaHno Ha

pucyHky 3.14. Bukopuctanuii acceT 3 aHiMaIlisiMu Oyio B3TO 3a mocunaHasam [20].

Humanoididie

Blend Tree

Blend Tree Huma

Humanoid Idle —— « Blend Tree
Humaneid Walk - =
Humanoid Run -

0 HumanocidRun

. Blend Tree

Puc. 3.14. Blend Tree

*CTBOPEHO aBTOPOM

B pozaini Motion Mo)KHa MIHATH Pi3HI aCCETH, MPOTITHYBIIH 3 (aiiry abo mpocTo
Ha)kKaTu Ha maHesb 00 oOpaTtu MOXHBI BapianTu. Buimie B Parameter moxkHa mobauuTu

SIK TPU aHIMAaIlii IepeXoasiTh 3 OJHIET 10 1HIIION.
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Ha pucynky 3.15 nanamroBanuii Blend Tree, skuii n03BoJisi€ KOHTPOIIOBATH
MOPSIIOK aHIMAIli 1 MBHAKICT, TEPEXOAiB MDK HUMHU. Y po3aiari Motion BU MoxkeTe
3MIHIOBATH Pi3HI 00'€KTH, NMEPETATYIOUH X 3 (hailyy a00 KJIaI[HyBIIW Ha MaHEeI 1 BUOPaBIITU
noTpiOHy omuiro. Y po3aun Parameter Buie, BU MoOkeTe MOOauuTH, K B1IOYBa€THCA

nepexij Mixk TpboMa aHIMaIlisIMHU.

4 Human

& Hum

& HumanoidRun

Puc. 3.15. HanamryBanns Blend Tree

*CTBOPEHO aBTOPOM

[licns nmomaBaHHs aHIMaIlld, HAMMCAHO KOJA SKWM peanizyBaB (yHKIIIOHYBaHHS
aniMauid. Ocpe mpuknan Toro sk Oyna peani3oBaHa CMEPTh MEPCOHAXa BUKOPUCTOBYIOUU

aHiMaIlii Ta 3B’s13KM 3 IHITUMU cKpunitamu. [Ipukias mokazaHo B JIicTUHTY 3.3.

private void Die()

{
if (isDead) return;
isDead = true;
GetComponent<Animator>().SetTrigger("die");
GetComponent<ActionScheduler>().CancelCurrentAction();
}

Jlictuar 3.3 AniMaris cMepTi

* CTBOPEHO aBTOPOM
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Meton EquipWeapon no3Bossie mepcoHaxy MigHIMATH pi3HY 30pOr0, 3aJ€KHO Bij

niaxos1oi pyku fuist 30poi. Ilpukmnan noka3zaHo B TiCTUHTY 3.4.

public void EquipWeapon(Weapon weapon)

{
currentiWeapon = weapon;
Animator animator = GetComponent<Animator>();
weapon.Spawn(rightHandTransform, leftHandTransform, animator);
}

Jlictunr 3.4 [1ix61p 36poi

* CTBOPEHO aBTOPOM

byno ctBopeHo nBa mMeToAM Ui 3yNMUHKUA Ta aTakd MEPCOHAXKEM, Peali30OBYIOUH
MEXaHIKy pearyBaHHsI TpUTepa I 3yIMUHKH aTaKd Ta I MOYaTKy aTaKh B 3aJICKHOCTI
BiJl IPOIIMCAHOI CUTYaITii.

Jlns ynpaBiiHHSAM aHIMAIlIMM Ta TIepeXoJaMH MDK HUMHU OyJI0 BHUKOPHUCTAHO
Animator. Ha pucynky 3.16 noka3zano nepexoau Mix aHiMauisimu Attack ta Locomotion
sKa BKJIIOYae B cebe BuIe 3rajanuii Blend tree, a Takoxk mepexij MiXk BciMa CTaHaMH Ta

Death. binbiie npo BukopuctanHus animari [21].

Allack

Any Stata

Entry

Puc. 3.16. Animator

*CTBOPEHO aBTOPOM
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3.3.9. boiioBa cucrema
[Ipn HaTHMcKaHHI JIIBOi KHONMKHM MHILI Ha BOPOTa, MEPCOHAXK PYXAETHCSA O HBOTO 1
nounHae arakyBaTtu. [y mporo Oymo ctBopeHo metoxa Interact With Combat. Ipukian

MOKa3aHo B JICTUHTY 3.5.

if (Input.GetMouseButtonDown(9))

{
GetComponent<Fighter>().Attack(target.gameObject);

Jlictunr 3.5. YrpaBiaiHHS MUIIKOIO

* CTBOPEHO aBTOPOM

Jlns peamizyBaHHS OOMOBOi cHCTEMH OYyJO CTBOPEHO PI3HOMAHITHI CKPHUIITH, SK1
J03BOJISIIOTH TEPCOHaXKaM OpaTu pi3Hy 30pOr0 1 aTakyBaTH Pi3HOIO 30PO€I0 3 PIZHOIO
MIKO/I010. TaKkoX 1CHYIOTh CTPUTHM BOPOTIB Ta TOJIOBHOTO MEPCOHAXKA, HATIPUKIIA]I, BOPOTIB -
YEpBOHI, CHHI - TOJOBHOTO MEpcOoHaxa. Y kjaci Mover Oylio CTBOPEHO MOXKJIHUBICTH
pEryioBaTH MWBUIKICTh BIANOBIAHO A0 3arajibHOi MIBHUIKOCTI IpH, 00 HE MOPYILIyBaTH
OasaHc.

Takox Oyno crBopeHo metoa CanAttack, sikuii nmepeBipse, 4d BOPOT BXKe MEPTBUH,
YH MOTPIOHO 3yMUHUTHCS 1 MPOAOBKYBATH aTaKyBaTH, MTOKH I[JIb HE Oy/e HeHTpasi30BaHa.

[Ipukian moka3aHo B JiCTUHTY 3.6.

public bool CanAttack (GameObject combatTarget)

{
if (combatTarget == ) {return 5}
Health targetToTest = combatTarget.GetComponent<Health>();
return targetToTest != && !targetToTest.IsDead();

}

Jlictunr 3.6. [lepeBipka Bopora

* CTBOPEHO aBTOPOM
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3.3.10. 3xopoB’s

Jlist BigoOpaskeHHsI 370pOB'st BOPOTIB Ta MEPCOHAXKIB y TPl OyJI0 CTBOPEHO CKPUMTH
Enemy Health Display Ta Health Display. Takox Oymo ctBopeno Canvas mis
B1JIOOpaXCHHSI PI3HUX €JIEMEHTIB T'PU y BUIVISAII TEKCTY, TAKUX SK 3JI0POB'S MEpPCOHAXKA,
3I0pOB'st Bopora, 0aiau 3a BOMBCTBO 1 PiBHI, SIKi 30LIBLIYIOTHCS 3aJI€AKHO B1J] KUIBKOCTI
6auiB. [Ipukian mokazano B JicTUHTY 3.7.

string healthValue = String.Format("{@:0}", experience.GetPoints());
healtText.SetText(healthValue);

Jlictunr 3.7. BigoOpaxxeHHs 310pOB’ s

* CTBOPEHO aBTOPOM

[licns mepeMoru Haj BOPOrOM, BU OTPUMYETE€ BHUHArOPOAY BIANOBIAHO O PIBHS
cknagHocti. Hanpuxman, 10 6aniB 3a Bopora 1-ro piBus, 20 6aniB 3a Bopora 2-ro piBHS 1
T.a. lle#t ckpunt OyB cTBOpeHHMH i peanizarii imiei MexaHiku. Ha mowarky Oyino
BUPIIIEHO Bi0Opa)kaTu 3A0pOB’s y BiJicoTKax. OJHAK 3 PO3BUTKOM CHUCTEMH 370pOB'S,
BIJICOTKM OyJIM TIepeBeJieHI B 3BHMYAHI 4ucja, M100 rpaBellb Kpalie po3yMiB IMporpec i

NOTIpIIeHHS cTaHy 310poB's. [Ipukian nokazaHo B JiCTUHTY 3.9.

healthPoints = Mathf.Max(healthPoints - damage, ©0);
if (healthPoints == 0)

{
Die();

AwardExperience(instigator);

Jlictunr 3.8. OTpuMaHHs Haropoau

* CTBOPEHO aBTOPOM

IIpu BOMBCTBI Bopora, 310poB’s BimHOBIIOETHCS 10 70. [Ipukman peamnizarii MokHa
no0aYnTH B HACTYITHOMY MeToji. BiH mpu3HaYeHWi AJIS TOTO, 00 3a0XOTHUTH TPABIIA

MPOJOBXKYBAaTH TpaTH, OCKILIBKH BOPOTIB 0Oarato 1 CTaHAAPTHOTO 370pPOB’Sl MOXE HE
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BucTauuTH. [licis TOKpalieHHs CHUCTEMHU 30pPOB’Sl TMEPCOHAX BIIHOBIIOE 370POB’S

KOHKPETHHUM BIJICOTKOM BiJ] 3arajJbHOro 310poB’s. [Ipukian mokasaHo B JicTUHTY 3.9.

float regenHealthPoints GetComponent<BaseStats>().GetStat(Stat.Health) *
(regenerationPercentage / 100);

healthPoints = Mathf.Max(healthPoints, regenHealthPoints);

Jlictunr 3.9. Perenepartis 310poB’s

* CTBOPEHO aBTOPOM

Konu OolioBa cucrtema TUIBKHM CTBOprOBajiacs, Oyjaa BHSIBIEHa MOMMIIKA, KOJHU
MEPCOHAX HE JUBUBCS B OIK BOpora MpH araili, TOMy OyB HallMCaHWW CKPHUIT, 1100
BUIPABUTH 1II0 TTOMUJIKY 1 3MyCUTH TMEepPCOHA)Xka TUBUTHUCA B Oik 1im. [Ipukinan mokazaHo

Ha pucyHkax 3.17 ta 3.18.

Health: 34/50

Enemy: 15/30

Foints: 0

Level 1

Puc. 3.17. Jlo nigBuIIeHHS piBHS

*CTBOPEHO aBTOPOM

Health: 140/

Enemy: 0/30

Puc. 3.18. Ilicnst miaBUIIEHHS PiBHS

*CTBOPEHO aBTOPOM
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3.3.11. Al

Jlist mikaBoro reimiuiero Ta (GyHkuioHany OyB CTBOpPEHHI BOpoKui marpyib. Lle
peaizoBaHo 3a AOMOMOTOI0 CKPHUIITY, SIKWM BU3HAUYa€ HACTYIHY TOUKY, SIKY BOPOT TIOBUHEH
naTpymnioBaTh. Y pexuMi po3poOHMKA TAKOXK CTBOPEHO BHJIMMHUHN OO0'€KT, L0 IOKa3ye
narpyiapHi rpynu. [larpynpHa Tpyma - 1€ Tpyma TOYOK, O SKHX BOPOT PyXa€ThCS
MOCTYIIOBO, K MOKa3aHO Ha pUCYHKy 3.19). [lns Bizyamizawii matrpymiB Oyiau CTBOpEHI
Gizmos. Takox OyB Bukopuctanuii iHCTpymMeHT NavMesh Tta NavMeshAgent, 1o
JI03BOJISIIOTh PYXaTUCS BOPOTY MO KOHKPETHIN TepuTopii Ta TOMOMOIIO Ui CTBOPEHHS

narpyss.

Puc. 3.19. Bizyamizaiis narpysns

*CTBOPEHO aBTOPOM

Yepes omneparop if Oyno peanizoBaHO MexaHIKy marpyis. B pasi, siKiio nepcoHax
3aXOUTh B 30HY MaTpyjs BOpora, TO BOPOI MOYMHAE aTaKyBaTH, B 1HIIOMY BHIIaJKy

CIPAIbOBY€E THIIMI METOJ /1€ BOPOT MOBEPTAETHCS HA TOYATKOBY MO3HIIIIO.
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3.3.12. Scene Management

Jlns mepexomy MiK ciieHamMu Oyino cTBopeHO nBa moptamd. s mporo Oymo
cTBOpeHo ckpunt Portal: konu rpasens 3 Terom Player TopkaeTbesi mopraity, TOUNHAETHCS
nepexiji Mik ciieHamMu Ta edekt BimOiLToBaHHS Ha ekpani - Fader. Ilicis 3aBeprieHHs
eext 3ynuHserbcs. Ilicms 1bOro 3'SBISETHCS MOXIMBICTh MEPEXOJUTH MIXK JBOMA
nopranamu, 3 noptainy A Ha A 13 B Ha B. 11100 edext Fader mpairtoBaB HaJle)KHUM YHHOM,
Oyno ctBopeHo ckpunt Fader, me mpomucaHo pi3HUIIO B 4Yaci KOJM IMOOLIIHHS Mae
3aBEpIIMTUCH MICIIA Mepexoay Mixk piBHsAMU. [Ipuknaa mokazano Ha pucyHky 3.20. binbiie

PO YIIPaBJIIHHS CIIeHaMH [22].

Puc. 3.20. ITopran Ha 1 cueni

*CTBOPEHO aBTOPOM

3.3.13. Kar cuenu

Jnst peanizamii karcuen Oyno BukopuctaHo Cinemachine Virtual Camera (1e
cucteMa ymnpaniiHHg kamepamu Unity, sika 103BOJISIE JIETKO CTBOPIOBATH KiHeMaTorpadiuni
KaMepu Ta KamepHy adimariiito), Playable Director ta Timeline. B camomy pymmii Oyso
ctBopeHo 4 o0’extu: Intro Sequence, CM Reveal 1, CM Dolly 1, Dolly Track. Koxen 3
X 00'eKTIB BIAMOBiZaE 3a peamizamito kar-cieH. B Intro Sequence Oyno BuKoOpucTaHO
Playable Director. Lle nae 3mory BuxopuctoByBaru Timeline sikuii ynpasnse CM Reveall,
CM Dolly 1 ta Dolly Track. Ili 06'ektu cami maroTh BipTryanbHy kamepy Cinemachine
(muB. 3.21), 3 sKOi CTBOPIOIOTHCS KATCIIEHU. bBinbIlle PO CTBOPEHHS KaT-CIIEH MOXHA

NEePEeNISIHYTH TyT [23].
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CM Dolly1

Puc. 3.21. Timeline

*CTBOPEHO aBTOPOM

Buxopucrasmm Timeline ta crBopuBmu ckpunt Cinematic Trigger Oymo cTBopeHO

(byHKIIIOHAJIBHY Ta Bi3yaJbHY BEpCIIO KaT-ClieHU. (quB. puc. 3.22).

Puc. 3.22. Tpaektopis KaT-ClIeHH

*CTBOPEHO aBTOPOM

3.3.14. Base Stats

Base Stats - e po3ain y HajmamTyBaHHSIX BOpora Ta repos, 1€ 3HaXOASThCS Pi3HI
XapaKTepUCTUKH, sIK1 Oynu ommcani B ckpunti Base Stats Ta Progression. [Tounemo 3 Toro,
10 CUCTeMa mporpecii Oyina CTBOpeHa Jyisl TOTo, 100 JO3BOJUTH KAaCTOMI3yBaTU KOXKEH
pIBEHb KOXKHOTO nepcoHaxa. Hampukian, g npukiany € o0’€KT TpaBLsl, SIKUHA BUMarae
BCTAHOBJICHHS! HM3KU XapaKTEPUCTHK, SIKI MOKPAIIyBaTUMYTbCS 3 MIJABHUILEHHSM BallloOro
piBHs. Ilpuxnan sk e peamizoBano (AuB. puc. 3.23). Tpu xapakTepUCTHKH, SIKI MOXKHA
HaJAIITyBaTH, - e "cuna", "MoCBi MABUIEHHS piBHA" Ta "KUTbKICTh 3apo0ieHux Oamis".
Kpim Ttoro, Experience Reward ta Experience To Level Up mos'szani mix co0oro,
OCKUIbKM u4uM Oinbine OaniB nocBigy(Experience Reward), tTum kpamie Oyae piBeHb
(Experience To Level Up). 3aBnsku 1iif CTPYKTYpi, MU MAaEMO MOXKJIMBICTh 3MIHIOBATH IO

CHUCTEMY IiJ1 p13H1 TOTPEOH.
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Element 0

CF
Stats
Element 0
Stat Health
Levels

Element 1
Stat Experience Reward

Levels

Element 2
Stat Experience To Level Up

Puc. 3.23. HanamryBaHHs mporpecy

*CTBOPEHO aBTOPOM

[Ti3Hime Oyno J0JaHO MOKa3HUK IIKOAU. BiH HIYMM HE BIIPIZHSAETHCS BiJ 1HIIMX
MOKa3HUKIB MAaOUM TaKUil CaMU alTOpPUTM Tporpecy. [ paBenb po3BUBalOYM CBii pIBEHb

MO>KE€ TTOKPAIIUTH CBiMl piBeHb mKoaU. [Ipukiaa mokazaHo Ha pucyHky 3.24.

Damage

Puc. 3.24. Cuctema nporpecy mKoau

*CTBOPEHO aBTOPOM

B nictunry 3.10 mokazaHo SIK MU JIOaJIM IIKOAY JI0 BXKE 1ICHYIOUMX XapaKTEPUCTHUK
no ckpunty Stat.cs. Takoxk B MailOyTHROMY 1I€M CKPUINT MOXKE HAMOBHIOBATUCh HOBUMU

XapaKTePUCTUKAMH sIKi Oy/lyTh HAIIOBHIOBATH CHUCTEMY MPOTPECY.

public enum Stat

{
Health,
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ExperienceReward,
ExperienceTolLevelUp,

Damage

Jlictuur 3.10.

* CTBOPEHO aBTOPOM

3.3.15. Buxopucranus niaiopaHoi 30poi

s mporo Oyno crBopeHo ckpunt WeaponConfig. Bin no3Boisie HanamroByBaTu
naHl HanpsaMy B pytrii. Hanpuknaa: BuGip pyku, Bubip 6azoBoro npedabda, mKoay Bif i€l
30poi, JaNbHICTh YPa)KEHHS Ta KOHTPOJIEP, SIKUH MIAKII0YaE aHIMAIII0 MOTPIOHOTO PyXYy.

[Tpuknan nmokazaHo Ha pUCyHKy 3.25.

ght Handec

Projectile

Puc. 3.25. Intepdeiic HanamTyBaHb

*CTBOPEHO aBTOPOM

3aranom Mu Maemo 4 Buaa 30poi: JIyK, BOTHSHHI ImIap, Me€d Ta PyKOMAIIHUNA Oiid.
KoxeHn 3 HUX Mae CBOi KacTOMI30BaHI XapakTepuCTUKHU (AuB. puc. 3.26). Marouu rotoBy
30pOI0 MM MOXXEMO B JIFOOMH MOMEHT 3MIHUTHU: aHiMallii, CKpUIT, HAHECEHHS IIKO/H,
BIJICOTOK BiJl HaJaHHS IIKOAU, JAIBHICTh MOCTPLIY abo ymapy, BHOIp PyKH Ta Bi3yalbHI

edexTH.
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© @@ ®

Bow Bow Blua Jow Red reba SO Unarmed

Puc. 3.26. Scriptable Objects

*CTBOPEHO aBTOPOM

Po3rsiHemMo onuH 3 IpuKIaniB po3pooku 30poi. s npukiaay Bi3bMEMO BOTHSHHIMA
map. [Ins mouarky Oyno crBopeHo HoBuii Animator Override Controller ne aomano

aHIMaIlil0 KUJKa BOTHsIHOTO 1mapy. [Ipukiman mokasano Ha pucyHky 3.27.

ta Character

Puc. 3.27. Animator Override Controller

*CTBOPEHO aBTOPOM

Takoxx B Weapon config Oyi0 kacToMi30BaHO HIKOAY SIKYy HAHOCUTb BOTHSIHUM 11ap,
OOHYCHMI BIJICOTOK, HAJIbHICTh MOCTPULY Ta CKpPHWIIT, 3aBASKH SKOMY BOTHSHHM IIap
dbyHKIiOHY€e. [[7s BOTHSHOrO Iapa s BUKOpPUCTaB OeskomToBHMit accer Simple FX -

Cartoon Particles. IIpukmnan nokazano Ha pucyHky 3.28.
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Puc. 3.28. Fireball

>l<CTB0p€HO aBTOpOM

[Ticnst roroBoi aHiMarlii Ta XapakTEpUCTHK MOTPIOHO oOparu MOAelb, sika Oyne
3HAXOJUTHUCH HA KapTIi 1 Ky MNEepCOHaX 3MOXke Mmiaioparu. s uporo O0yino oOpaHO KBITKY,
AKa Oyne 3’SBISITHCA TMICIS 3HUKHEHHS KOKHI 5 cexyHn. Ilpukiian mokasaHO Ha PUCYHKY

3.29.

Puc. 3.29. Fireball Pickup

*CTBOPEHO aBTOPOM

3.3.16. EdexTu nas crpin

KoxkeH mepcoHak, 0 BOJIOJIE JIYKOM, Ma€ KOJIp CTPiji, 3aJIeKHO BiJ TOro, BOpOT
BIH 4YM COIO3HUK. Hampukiana, BOpOrM MarwTh YEpPBOHI CTPUIM, a COIO3HUKH - CHHI.
[Mpukmnan moka3zano Ha pucyHKy 3.30. binmbpiie mpo BHUKOPUCTAaHHS 1HCTPYMEHTa IS

e(eKTiB MOXKHA MEPENISIHYTU TYT [24].
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Puc. 3.30. Ctpinu coro3HMKa

*CTBOPEHO aBTOPOM

Juis Toro, mo0 3podutn nei edext norpioHo Bukopuctatu Trail Renderer, ne
MOKHa MIHSTH KOJIIp, 3MIHIOBAaTHM TEpeXiJ] MK KOJIbOpamH, JOBKHHA eQeKTa, II10
BUMIPIOETHCSI B CEKyHJaX, IIMPUHY €(eKTy B TOYLl pO3TallyBaHHA 00'€KTa, IIMpPUHA
edekra Ha Horo KiHli, MiHIMajgbHA B1JICTAaHb MK TOUKaMU MPUBSA3KU €PeKTa, yBIMKHYTH
JUTISL CAMO3HUIIIEHHS 00'€KTa Micst 0€317IbHOCTI MPOTATOM Time CeKyH/I.

Jlist ctBOopeHHs 1boro edekty norpioHo ckopucrarucs Trail Renderer. Konctpykrop
JI03BOJISIE 3MIHIOBATU KOJIIp, TIEPEXOU MK KOJIhOpaMHU, TPUBATICTh €(DEKTy (y CEeKyHaax),
MUPUHY €(QEeKTy B TOYIl pO3TallyBaHHS 00'€KTa, IIMPUHY B KIHLEBIM Toulll eQeKTy,
MiHIMaJbHY BIJCTaHb MK OMOPHHUMHU TOUYKAMU €(PEKTY, a TAKOXK CaMO3HUIICHHS 00'€KTa

Ticyis IeBHOTO nepioxy 6e3aismpHocTi. [Iprkian mokasaHo Ha pucyHky 3.31.

*5 ¥ Trail Renderer

Puc. 3.31. HanamryBaHHs KOJIbOpPY

*CTBOPEHO aBTOPOM



49

3.3.17. Cucrema 30epe:keHHS
Jlnst peanizaiii cucteMu 30epekeHHs Oylio CTBOPEHO KUIbKa CKPUIITIB, 30KpeMa
Saving Wrapper, Saving System, Saveable Entity Ta [Saveable, siki 36epiratoTs nepexoau
Ta Iporpec Mix Manamu. Saving Wrapper - 103BOJIsIE TPH HATUCKAHHI KOHKPETHUX KJIaBILI
30eperTy, 3arpy3uTd Ta BHIAIUTH AaHi rpu. B Saving System npornucano ¢yHKIIOHAT
BCIX JNiii cucteMu 30epekeHHs. Saveable Entity ctBoproe yHikanbHuUii 11eHTU]IKATOP Ta
MOKa3ye IIe MOBIJOMJICHHSM TIiCs KOHKpeTHuUxX maiil. ISaveable - me inTepdeiic skuii
JI03BOJISIE B 1HIIMX KJlacaxX 3aXOIUTIOBAaTH Ta BIIHOBIIOBATH JaHi Mif yac 30€peXeHHs Ta
3aBaHTaxeHHs. CucreMa 30epeXeHHs JOoIoMarae rpaBlieBl 30eperTd cBiil mporpec, TUM
CaMUM TIOJIETIIUTH CKJIAIHICTh TPOXOMKeHHs. J[msi 30epekeHHs Mporpecy MoTpiOHO
HATUCHYTH S, JUId 3arpy3KU MOIEpeIHboro 30epexenHs L ta 11 BuganeHHs 30epexeHHs

Delete. [Tpukinan nmokazano B jgictuHry 3.11. Ta 3a nocunanusam [25].

public void Save(string saveFile)

{
Dictionary<string, object> state = LoadFile(saveFile);
CaptureState(state);
SaveFile(saveFile, state);

}

Jlictunr 3.11. Ilpuknan vacTuHu Koy 3 Saving System
* CTBOPEHO aBTOPOM

B mictunary 3.12. mpoaeMOHCTpOBaHO peanii3alilo KHOMOK B ckpunti. Ilicms
KOXXHOTO 30epekKeHHS Ha BalloMy KOMITIOTepl CTBOPIOEThCS (aiin skl 30epis BCIO

iH(opMariro po Baxke 30epekeHHs (muB. puc. 3.32 ) i npu notpedi OHOBIIOE AaHi abo

BUOAISAETHCA.

(17:10:45] Saving to C:/ Max/A
UnityEng o rprint

Puc. 3.32. CrnioBimieHHs 30epeKeHHs

*CTBOPEHO aBTOPOM
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private void Update() {
if (Input.GetKeyDown(KeyCode.S))

{
Save();
}
if (Input.GetKeyDown(KeyCode.L))
{
Load();
}
if (Input.GetKeyDown(KeyCode.Delete))
{
Delete();
}

Jlictunr 3.12. [puknax yactunu Koy 3 Saving Wrapper

* CTBOPEHO aBTOPOM

Ckpunt Saveable Entity.cs q03BoJisle HaM BINHCYBaTH YHIKaJbHUN 1A€HTHU(IKATOP
akuil  Oyme motim 30epiratuch B ¢aim 30epexxkeHHs. B pa3l He 3amoBHEHHS
imeHTudikaropa, CKpPUNOT CTBOPUTh aBTOMATHUYHMM 17eHTH(]IKATOp SKMM MOXKHa OyJe

3aMIHUTH B MallOyTHOMY. [IprKian nmokasaHo Ha pucyHky 3.33.

Bl v Saveable Entity (Script)

Unique Identifier player

Puc. 3.33. Ckpunr Saveable Entity

**CTBOPEHO aBTOPOM

3.3.18. InTtepdeiic
Jlnist movatky Oyno CTBOPEHO aHIMAIIIO 3 TTOSBOIO OTPUMAHOI mKoAu. /st iboro Mu

CTBOpWJIM B Animation 3BHYAMHUI TEKCT Ta CTBOPWIM HOro MOsIBY SK aHiMalir. B
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CKpHITI Oy70 CTBOPEHO (PYHKIIIIO sIKa BUCBITIIFOBAJIA YUCIIO TIKM MOTPIOHOIO CTOPOHOIO J10

kamepu. [Ipuknan nokazaHo Ha pucyHky 3.34.

>

Puc. 3.34. Animarist TEKCTy

*CTBOpEHO aBTOPOM

Ha pucynky 3.35 moxna noGauutH, mo Ha moyarky (0 CEeKyHIl MOYMHAETHCS
aHIMAaIlis Malo4| Mepiry 3 Tpbox nmo3Hadok. Ha 0,15 cexyH/1 cTBOpeHO aHIMAIIIIO MiIHOMY
yucia HaJl rojaoBoro Bopora i Ha 0,30 cexyHal MOBEPTAETHCS B IOYATKOBY MO3HULIIIO, TAKy

camy sk 1 Ha 0 cexyHi.

Puc. 3.35. Ilpukian animarii mosiBJICHHS TEKCTY IIKOIU

*CTBOPEHO aBTOPOM

B mictunry 3.13. mokazanuil nmpukiaj SK peaizoBaHa IMOsBa MPaBIbHOI KUTBKOCTI

KO Y€PEC3 CKPMUIIT.

public void Spawn(float damageAmount)
{

DamageText instance = Instantiate<DamageText>(damageTextPrefab,

transform);
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instance.SetValue(damageAmount);

Jlictunr 3.13. Ckpunt DamageTextSpawner

* CTBOPEHO aBTOPOM

Hami Oys0 CTBOPEHO TMOJOCY 3I0POB’S JJisi BiIOOPa)KEHHS 3alUIIKy 3/I0POB'S.
Crouarky Oys10 CTBOPEHO MOPOXKHIM 00'ekT Kymm Oynmo momano ckpunt Health Bar. Bin
JI03BOJISIB MIPUKPINUTHU canvas akuM 1 € health bar peanizoByroun GyHKITIOHAT KOJIHOPOBOTO

panka. [Ipuknan mokazaHo Ha pUCyHKY 3.36. Ta 3a nocuilaHHsIM [26].

Puc. 3.36. Ilonoca 310poB’s

*CTBOPEHO aBTOPOM

[Ticns mporo, BUKOpUCTOBYIOUM 1HCTpyMeHT Particle System Oyno cTtBopeHo Ta
HAJAIITOBAHO Bi3yaJ bHUH €(EeKT Mmia yac momnamaanHs 1mo Bopory. I1ix yac ctBopeHHs Oyino
BiJI[pEIarOBaHO: TMOYATKOBUK po3Mip edekTa, TpuBajicTh edeKTy, po3Mip Ta KOIip.

[Tpuknan nokazaHo Ha pUCyHKy 3.37.

Puc. 3.37. Edext orpuMaHHs ITKOU

*CTBOPEHO aBTOPOM



53

Ho ckpunty Player Controller Oymna qomana MOXKIMBICTB MOKazy Kypcopa. B Cursor
Mappings Oyno peanizoBaHO MOXJIUBICTh BUOOPY PI3HUX KYpCOPIB JUIsl Pi3HUX MOTPEO.
3apa3 B HaAsABHOCTI 7 KypcOpiB SIKi BiIOOpa)KarOThCsl, SKIIO HABECTH HAa KOHKPETHHUI
00’ekt. Ha pucynky 3.38. neranbHO TMOKa3aHO pPI3HOMAHITHICTh KypcOpiB Ta iX
MpU3HAYCHHS. Takok TPUKIA] BUKOPUCTAHHS MOXKHA MEPErISIHYTH 3a IOCHUJIaHHSIM

[27].BuxopucTtanuii acceT ajisi KypcopiB OyJio B3sITO 3a MOocUIaHHsAM [28].

[ v Player Controller (Script)

Cursor Mappings

Type None

Texture " Bonus_44

Hotspot X 0 Y 0
Element 1

Type Movement

Texture » basic_01BLUE

Hotspot X 0 Y O
Element 2

Type Combat

Texture "~ Bonus_15

Hotspot X 0 Y 0
Element 3

Type V]

Texture * basic_01

Hotspot X 0
Element 4

Type Pickup

Texture ‘m Bonus_41

Hotspot X0 Y 0
Element 5

Type Full Pickup

Texture " Bonus_47

Hotspot X 0 Y 0

Puc. 3.38. Kypcopu

*CTBOPEHO aBTOPOM

B kunaci PlayerController Oyno ctBopeno meron Interact With Component s
peamizaiii KypcopiB Ta B3aeMmoii Ha irpoBux 00’ekrax. lleit MeTom € myke BaKIMBUM
OCKUIBbKH 3aBISIKM HOMY MU MaeMO PO3YMiHHS Ha SIKHMM 00’€KT MU 3apa3 HaBEJHChH 1 UM

MOXEMO MU 3 HUM B3aemMoiaTH. [Ipukias nokasHo B IicTUHTY 3.14.

private bool InteractWithComponent()
{
RaycastHit[] hits = RaycastAllSorted();
foreach (RaycastHit hit in hits)

{
IRaycastable[] raycastables =
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hit.transform.GetComponents<IRaycastable>();

foreach (IRaycastable raycastable in raycastables)

{
if (raycastable.HandleRaycast(this))
{
SetCursor(raycastable.GetCursorType());
return true;
}
}

}

return false;

Jlictunr 3.14. Knac PlayerController

* CTBOPEHO aBTOPOM

Haocranok Oyno CTBOpPEHO TrojIOBHE MEHIO Ta MEHIO mnay3u. [lns mporo Oyno
CTBOPEHO OKpEeMy CIICHy J€ MH MaJld 3MOTY CTBOPIOBATH BeCh IHTepdelC MEHIO, Bij
KHOMOK 70 TekcTy. Ha pucynky 3.39 ta 3.40 noka3zaHo roJioBHE MEHIO Ta MEHIO May3H JJis
SAKOrO0 MU 00panu 0e3KOITOBHUI (OH, nu3aiiH Ta TekcT. Yepes ckpunt Main Menu.cs ta
dynkiito OnClick B Unity Oys0 CTBOPEHO MpAIIOIOYY B3a€EMOJII0 MIX MEHIO Ta TPOIO.
[Ipuknag cTBOpeHHs MOKa3aHO 3a nocuiaHHsAM [29]. Buxkopuctanuit mpudt Tekcty Oyino

B34TO 3a nocwianHsaMm [30].

83 ormions | W
‘ =71 s B

g '

e e

Puc. 3.39. I'o;10BHE MEHIO

*CTBOPEHO aBTOPOM
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Health:

Enemy:

Points: 0

Level: 1

Puc. 3.40. MeHio nay3u

*CTBOPEHO aBTOPOM

3.3.19. 3ByKkoBi edexkTH

3BykoBi edexktu Oynu AoJaHl IS Kpalloro ImoJaHHsS OO Ta 3aHypeHHS B
armocdepy rtpu. Jlnms peamizamii 3BykoBux edextiB Oymo mgomano B ckpunt Health
MOKJIMBICTh MPOTpaBaHHS 3BYKY MpH KOHKpeTHiH aii. Tenep komu rpaBenb oTpumye abo
3a/1a€ WIKOAY BOPOTY, BKIIOUaeTbesl 3BYyKoBUM edekT Damage Sound Ta Die Sound.

[Ipuknan nokazano Ha pucyHky 3.41. Ta mpukiag BUKOPUCTAHHS 32 MOCHIAHHAM [31]

Damage (Single)
Runtime Only * DamageTextSpawner.Spawn
B Damage Text &

Runtime Only ¥ AudioSource.Play

il Damage

Puc. 3.41. 3BykoBi Edextu B Unity

*CTBOPEHO aBTOPOM

3.3.20. UniTask

byno Bukopuctano 6i0miorexky UniTask ockinbku BOHa cropocTuia poOoTy 3
ACHHXPOHHUM KOJIOM 1 3po0mita po3poOky B Unity O1IbII MPOAYKTUBHOIO Ta €(DEKTUBHOIO.
BuxkopuctanHss 010110T€KM MOJIETHIMIIO KEPYyBaHHS ACHHXPOHHUMHU  3aBIAHHSIMU,
MJBUIIYIOUM SIKICTh 1 MIBUAKICTH PO3POOKH, OCOOIMBO TaKWM CKJIQJHUM TPOEKTOM. B

mictudry  3.15. BukopuctaHo dacTuHy komy Weapon Pickup Tta mnepepoOGieHo
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BUKOpucTOBYtoun Oi0mioreky UniTask, sika migBummma sKiCTh Ta IMIBHIKICTH KOY.
[Tpuknan BukopuctanHs UniTask mokazano 3a mocunanusM [32] Ta JOKyMEHTaIllO 3a

nocuiaHHsm [33].

private async UniTaskVoid HideForSeconds(float seconds)

{
ShowPickup( )
await UniTask.Delay((int)(seconds * 1000));
ShowPickup( );

}

Jlictunar 3.15. Weapon Pickup

* CTBOPEHO aBTOPOM

3.3.21. Cucrema JliaJjioris

st ctBopeHHsT (DYyHKIIOHYIOYOi CHCTEMHU JianoriB OyJl0 CTBOPEHO PI3HOMAaHITHI
ckpunty. [lepir 3a Bce Oyno ctBopeno Penakrop aianoris ge 6 MU MOTJIM CTBOPIOBATH HOBI
JaJioTH Ta MOEAHYBATH iX OAWH 3 ogHUM. Jjist iiboro Oynu ctBopeHi ckpuntu Dialogue.cs,
DialogueEditor.cs, DialogueTrigger.cs, AlConvertsant.cs Ta PlayerConversant.cs. B kiaci
Dialogue.cs mpomucana MOXJIMBICTH CTBOPEHHS jiajora uepe3 iHTepdeic pymiis Ta
MOJIMBICTh BUJANATH, 3’€IHYBaTH Ta penaryBatu mgianoru. DialogueTrigger.cs Hamae
MO>KJIMBICTh 3aIlyCKaTH Jiajord B KOHKpeTHUM MomeHT B rpi. AlConversant.cs 103BoJIsi€
Opy  HAABHOCTI  3allyCKaTH  Jiajior, HATHUCHYBIIM  KOHKPETHOI  KJIABIMIEIO.
PlayerConversant.cs Hajja€ MOKJIUBICTh BUOMPATH KOHKPETHHM BUOIp B /11471031, TOYUHATH
1 3aBepmryBatu Moro. DialogueEditor.cs BijamoBigae 3a 30BHINMIHIM BUIJISLA J1aJIOTiB B
pexumi po3poOHHMKa Ta iXHE posramryBaHHA. CTBOPHMBIIM BCl IIl CKPUOTH MU MAaeEMO
BPYYHO CTBOPEHHUU PEAAKTOP JI1ajOriB 3 4yloBUM (YHKI[IOHAIOM, iHTEp(dEC AlanoriB Ta
B3a€EMOJIIS iX 3 HABKOMMIIHIM cepenoBuiiem. [Ipuknan nokazano Ha pucyHky 3.42, 3.43 ta

3a moCuIaHHsAM [34] .
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Puc. 3.42. Penaktop aianoris

*CTBOPEHO aBTOPOM

Irate Guard

Puc. 3.43. TecToBwmii mpukiIan Aianory B rpi

*CTBOPEHO aBTOPOM
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BucnoBku 10 posaiay 3

B nibomy po3nisi 6ysio onucaHo siki 3aco0u po3poOKu OyJiI0 BUKOPUCTAHO JIIst
CTBOPCHHSI TPH Ta sIKI CHCTEMHI Ta TEXHIYHI BUMOTH MOTPiOHI OyJI BUKOPUCTAH] IPOTATOM
poOOTH HaZI TPOIO.

Takox OyJi0 omMcaHo sIK rpa OyJia pealii3oBaHa, OMUCYIOUH TaKi €Tanu po3pOOKH:
Unity Asset Store, Terrain tools, SkyBox, NavMesh, Click-To-Move, cTBopeHHs KaMepu
sIKa PyXa€eThCs 3a MEPCOHAXKEM, JTOJIaBaHHS MOJIENIeH MTePCOHAKIB, BAKOPUCTAHHS
aHiMarliii, 6oiioBa cucrema, 3710poB’s, Al, Scene Management, kar cuienn, Base Stats,
BUKOPHUCTAHHS Mia10paHoi 30poi, eeKTH A CTPpil, CucTeMa 30epekeHHs, IHTepeic ,

3BykoBI1 e(pektH, UniTask Ta cucrema gianoris.
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BUCHOBKU

[Tin yac BuKOHaHHS KBali(ikamiiHOT poOOTH, Mepil 3a Bce Oya0 MpoaHali30BaHO
PU3HMKHU CTBOPEHHS ITOp Ta IrOProBOi 1IHAYCTPii, BA3HAYEHO METY PO3POOKH I'PH, OMHCABIIN
10 JJIs I[OTO HaM MOoTpiOHO. {11 po3poOKH Takoi Ipu MOTPIOHO MaTH MEPIIl 3a BCE 171EH0
TpU Ta TMpaBWIbHE TUIAHYBAHHS PO3POOKH, MICIS IIOTO MOXKHA CIiAyBaTH IUIaHY Ta
CTBOPIOBAaTH KOHIICTITHU, JOJaBaTH HOBI acCETH Ta TMOKpAIlyBaTH IiX PI3HOMaHITHUMHU
aHIMAIlisSIMH, KOJIbOpaMH Ta (PYHKI[IOHAJIBHICTIO MOEIHYIOUH 1€ 3 HAITMCAHHSIM CKPHIITIB
Ta OpraHizalli€ro npoekra B camomy Unity.

VY nepmoMy po3aisii Oyin0 ONMHCAHO BUKOPUCTAHI MPEIMETHI CEepEelIOBHINA, JETall
nepeBar KOXHOTro 3 CEpPeIOBUIL, aHaJ130BaHO KOHKYPEHTIB, iXHIH yCMiX Ha MI)KHAPOJHOMY
punky, SWOT-anani3, TOCTaHOBKY PpI3HMX 3adad JUIsl TPOEKTYy Ta  OIHC
CePeIHbOCTATUCTUYHOTO IPABIIS AJIA L1€1 TPH.

VY npyromy po3aini Oynao po3misiHyTO MPOOIEMaTUKy CTBOPEHHSI pOIbOBOI I'pH, Ta
SK1 TeMMILUICHHI CKJIaIOB1 TOTPiOHO /IS 3aJTy4eHHS TPaBIIiB, MPOaHATI30BaHO OCHOBHI
MEXaHIK{ TpH, JJIS MPAaBUILHOTO TUIAHYBAHHS Ta OITMCAHO YOMY I1e BayKIMBO. OmrcaHo
KOKEH 3 TOJIOBHHX €TaIliB HAIO1 TPH, SIKI BIIMIOBIIal0Th 32 KOHKPETHUM (PyHKITIOHAT Ta B
MO€/IHAHHI, JOMOBHIOIOTH 3arajbHe HAIIOBHEHHS TPH.

VY TperboMy po3aiii Oyi0 ONUCAHO SIKI 3aCO0M PO3pOOKHU OyJI0 BUKOPUCTAHO IS
CTBOPEHHSI TPH Ta sIKI CHCTEMHI Ta TEXHIYHI BUMOTHU MOTPiOHI OyJIM BUKOPUCTAH1 IPOTATOM
po6oTH Hal rporo. ['0I0BHUM eTarnoM po3poOKu OyJIo OmUcaTH peasizallito TeXHIUHI eTanu
po3poOkwm Taki sik: Unity Asset Store, Terrain tools, SkyBox, NavMesh, Click-To-Move,
CTBOPEHHSI KAMEPH SIKa PyXa€ThCS 3a MEPCOHAXKEM, JI0/IaBaHHS MOJIEJICH MePCOHAXIB,
BUKOPUCTAHHS aHIMallili, 0olioBa cuctema, 3710poB’s, Al, Scene Management, Kar ClieHH,
Base Stats, BukopucTtanus miiopanoi 30poi, epexTu it CTPis, CHcTeMa 30epexeHHS,
iHTepdeiic , 3BykoBi epextr, UniTask Ta cuctema aiaoris.

[Ticyist BUKOHAHHS MPOEKTY CTAJIO 3pO3yMLIO, IO pO3pOOKa 1rop - 1€ BaXKKa mpartis,
sKa B pa3l cCaMOCTIHHOT po3p0o0OKH, MOTpedye MPaBUILHOTO TUIAHYBaHHSI, HA0YTUX 0a30BUX
3HAHb MPO BUKOPUCTAHI MPOTPaMH Ta XOpoIIoi miarotoBku. [Ipore, He3Bakaroun Ha
CKJIaJH1 BUTIPOOYBaHHS, CTapaHHA Mpallsl BUHATOPOKYETHCS YCIIXOM 1 TIOXBAJIO0

rpaBiliB. Beck mpoekt OyB 3aBanTaxkenuit Ha GitHub [35].
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JIONATOK

Fighter.cs - meTon AttackBehaviour cipsMoBye 00’ €KT aTaku Ha IiJIb, TOTIM
nepeBipsie, Y4 MUHYB JJOCTaTHIN 4ac MIXK aTakaMu, 1 SIKIIIO TaK, BUKJIUKAE aTaKy 1 OHOBITIOE
yac 10 HACTYITHOI aTakH.

private void AttackBehaviour()

{
transform.LookAt(target.transform);
if (timeSincelLastAttack > timeBetweenAttacks)
{
TriggerAttack();
timeSincelLastAttack = 9;
}
}

Projectile.cs - meton LaunchProjectile BinmoBinae 3a cTBOpeHHS 1 3aIyCK CHAPSILY 3
BU3HAYECHUMU TTapaMeTpaMu, TAKUMU SIK I11JIb, TOYKA BUITYCKY 1 IOTEHITIHA MITKO/A.

public void LaunchProjectile(Transform rightHand, Transform leftHand,
Health target, GameObject instigator)

{

Projectile projectileInstance = Instantiate(projectile,
GetTransform(rightHand, leftHand).position, Quaternion.identity);
projectileInstance.SetTarget(target, instigator, weaponDamage);

CinematicTrigger.cs - KOJU TpaBellb TOPKAEThCA TPUTEPA, AKIIO 1€ BiAOYBAETHCA
BIIEpIIIE, BIATBOPIOETHCS KiHeMarorpadiyHa ClieHa, 1 MoJajbllie TOPKaHHS TpuUrepa He
IPU3BEJIE 10 TOBTOPHOTO BIATBOPEHHS CIIEHHU.

public class CinematicTrigger : MonoBehaviour

{
bool alreadyTriggered = false;

private void OnTriggerEnter(Collider other)

{
if(!alreadyTriggered && other.gameObject.tag == "Player")
{
alreadyTriggered = true;
GetComponent<PlayableDirector>().Play();
}
}
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PatrolPath.cs - meii kmac m03BOJsi€ Bi3yami3yBaTW Ta MPAIIOBATA 3 MapIIPyTOM
NaTpyJIIOBaHHS, PO3TAIIOBAHOMY y BUIVISIAL JIOUYIpHIX O00'€KTIB y OaThbKIBCHKOMY O0'€KTI
PatrolPath

public class PatrolPath : MonoBehaviour

{ const float waypointGizmoRadius = 0.3f;
private void OnDrawGizmos() {
for (int i = @; i < transform.childCount; i++)
{
int j = GetNextIndex(i);
Gizmos.DrawSphere(GetWaypoint(i), waypointGizmoRadius);
Gizmos.DrawLine(GetWaypoint (i), GetWaypoint(j));
}
}
public int GetNextIndex(int i)
{
if (i + 1 == transform.childCount)
{
return 0;
}
return i + 1;
}
public Vector3 GetWaypoint(int i)
{
return transform.GetChild(i).position;
}
}

CameraFacing.cs - 00'eKT 3aBXI1 MOBEPHYTUH B TOMY K HampsIMKY, 110 i TOJIOBHA

KaMmepa.
public class CameraFacing : MonoBehaviour
{
void LateUpdate()
{
transform.forward = Camera.main.transform.forward;
}
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DialogueNode.cs - nmo3Bossie 3amyckatd WOTO TUIBKM TUIBKM TiJ 4ac poOOTH Y

pemakTopi Unity Ta moTpiOHi 7151 pearyBaHHs 11aJoTy.

#if UNITY _EDITOR
public void SetPosition(Vector2 newPosition)

{
Undo.RecordObject(this, "Move Dialogue Node");
rect.position = newPosition;
}
public void SetText(string newText)
{
if (newText != text)
{
Undo.RecordObject(this, "Update Dialogue Text");
text = newText;
}
}
public void SetPlayerIsSpeaking(bool newIsPlayerSpeaking)
{ Undo.RecordObject(this, "Changed Dialogue Node Speaker");
isPlayerSpeaking = newIsPlayerSpeaking;
EditorUtility.SetDirty(this);
}
public void AddChild(string childID)
{
Undo.RecordObject(this, "Add Dialogue Link");
children.Add(childID);
}
public void RemoveChild(string childID)
{
Undo.RecordObject(this, "Remove Dialogue Link");
children.Remove(childID);
}

#tendif

Health.cs - 1eit kmac BUKOHY€E BCi 1T KOJIM 00’ €KT MTOMHUPAE, BUHATOPOJKYE IPaBLIs

JIOCB1JI0M 32 BOMBCTBO BOPOTa Ta BITHOBJIIOE 3I0POB’s1 00’ €KTa TiCIs MEeBHOT ii.

private void Die()
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{
if (isDead) return;
isDead = true;
GetComponent<Animator>().SetTrigger("die");
GetComponent<ActionScheduler>().CancelCurrentAction();
}

private void AwardExperience(GameObject instigator)

{

Experience experience = instigator.GetComponent<Experience>();
if (experience == null) return;

experience.GainExperience(GetComponent<BaseStats>().GetStat(Stat.Experience
Reward));

}

private void RegenerateHealth()
{
float regenHealthPoints =
GetComponent<BaseStats>().GetStat(Stat.Health) * (regenerationPercentage /
100);
healthPoints = Mathf.Max(healthPoints, regenHealthPoints);

Progression.cs - 03BOJIsiE JIETKO YNPaBJIATH 1 30epiratu JaHi mporpecii 1 pi3sHUX
KJIaCiB EPCOHAXIB Y TPi.
[CreateAssetMenu(fileName = "Progression"”, menuName = "Stats/New

Progression", order = 0)]
public class Progression : ScriptableObject

{
[SerializeField] ProgressionCharacterClass[] characterClasses =
null;
Dictionary<CharacterClass, Dictionary<Stat, float[]>> lookupTable =
null;
public float GetStat(Stat stat, CharacterClass characterClass, int
level)

BuildLookup();
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float[] levels = lookupTable[characterClass][stat];
if (levels.Length < level)

{
return 9;
}
return levels[level - 1];
}
public int Getlevels(Stat stat, CharacterClass characterClass)
{
BuildLookup();
float[] levels = lookupTable[characterClass][stat];
return levels.Length;
}

private void BuildLookup()

{
if (lookupTable != null) return;

lookupTable = new Dictionary<CharacterClass, Dictionary<Stat,
float[]>>();

foreach (ProgressionCharacterClass progressionClass in
characterClasses)

{
var statLookupTable = new Dictionary<Stat, float[]>();

foreach (ProgressionStat progressionStat in
progressionClass.stats)
{
statLookupTable[progressionStat.stat] =
progressionStat.levels;

}

lookupTable[progressionClass.characterClass] =
statLookupTable;

}

[System.Serializable]
class ProgressionCharacterClass

{



public CharacterClass characterClass;
public ProgressionStat[] stats;
//public float[] health;

[System.Serializable]
class ProgressionStat
{
public Stat stat;
public float[] levels;
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