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AHOTANIA
KBaJigikaniiiHoi podoTn
Ha 3100yTTS OCBITHBHOI'O CTyIeHsI 0aKajlaBpa

Tema: Pospobka ieposoeo 0ooamxky onsi PC 3 enemenmamu 83aemo0ii i3 omouenusm 6 cepedosuwi Unity
Aemop: 3azcpedenvruil €szeniti Muxatinoeuu

Hayxkosuii kepienuk: Kpactok Boedan Bimanitiosuu, 0okmop ¢hinoco@ii 3 npuxiadnoi mamemamuxu,
BUKIA0AY, (haxiseyb-npaxKmux

3axuuiena «......... Peverrresenronnscnnnns 20 __ poxy.

Ilosacurweanvua 3anucka 00 keanigixayitinoi pooomu: 53 c., 1 puc., 1 maon., 1 dooamox, 16 oacepen.

Kniwwuosi cnoea: Unity, wymep 6i0 nepuioi ocoou (FPS), cetimousaiin, 83aeM00is 3 OMOYEHHAM, I2pPO6i
mexanixu, wmyynuil inmenexm, Ul, C#, po3pobka icop.

Kopomkuit 3micm npaui:

Kesanighikayiiina poboma npucssuena 00ciiodHceHHio npoyecy po3pooKu ihmepakmueHo2o i2poeo2o 000AmKy
0J151 NepcoHanbHO20 KoMn tomepa 6 cepedosuwi Unity. V pobomi npoananizoeano ocodonusocmi pywisa Unity,
Memoou peanizayii MexaHix pyxy nepcouasdca, cmpiibou, cmpuokis, 6icy no cminax, BUKOPUCMAHHA 2aKa, a
maxodic cucmemy 83aemooii 3 omouenHam. Peanizoeano inmepgheiic kopucmyeaua, moodeni 00 ’ekmie ma
cucmemy pyunysaunns 3a oonomoeoro C# i Blender. Cmeopeno wimyunuti inmenexkm O0ns Heiepo8ux
nepconadicie. Bueueno npuknaou ycniwnux FPS-npoekmie Ons eusnauenns axmyanibHux nioxoois.
Pezynomamom cmana noenoghynxyionanena npomomunna 2pa 3 0a308uMU e1eMEHMAMU 2eUMNIel0, WO
0eMoHCmpYe IHme2payito MexHIYHUX piueHb ma OU3atuHepCLKUX NPUHYUNIB CYYACHOT pO3POOKU i2op.

The qualification work is dedicated to the study of the development process of an interactive game application
for personal computers using the Unity engine. The paper analyzes the features of the Unity engine and
methods for implementing mechanics such as character movement, shooting, jumping, wall running, and
grappling, as well as systems for interaction with the environment. The user interface, object models, and
destruction system were developed using C# and Blender. Artificial Intelligence was created for non-playable
characters. Examples of successful FPS projects were reviewed to identify relevant approaches. As a result, a
fully functional prototype game with basic gameplay elements was created, demonstrating the integration of
technical solutions and design principles of modern game development.
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BCTYII

Pymiit Unity € ogHUM 13 IPOBITHUX 1HCTPYMEHTIB AJIsl pO3POOKU 1HTEPAKTUBHUX 1TOP
3aBISKH CBOIM YHIBEPCAJIBHOCTI, THYYKOCTI, IIUPOKOMY HaOOpy IHCTPYMEHTIB Ta
KpocIuIaThopMeHocTi. Moro BUKOPUCTAHHS [03BOJISIE CTBOPIOBATU SK IPOCTI MOOLIBHI irpH,
Tak 1 MacImITaOHI TPUBHMIpPHI MPOEKTH 3 PEATICTUYHOIO Trpadikoro, (Hi3HUKOI0 Ta CKIATHUMU
CIIEHApISIMHU B3a€EMOJII.

AKTyanbHICTh 00paHOi TEMH 3yMOBJICHA CTIHKOIO MOIMYJISIPHICTIO ITPOBUX JOJATKIB IS
nepcoHanbHux Komm'torepi (PC), mo BiA3HAYAIOTHCS BUCOKUM pPIBHEM TeMMILICIO, rpadiku
Ta 1HTEpPaKTUBHOCTI. Po3poOka Takux MPOAYKTIB BHUMAra€ TrIMOOKOTO0 PO3yMIHHS
O0COOJIMBOCTEM IrpOBOrO CEpEllOBUINA, €(PEKTHUBHOI IHTErpallli MeXaHIK B3aeMojii 13
BIPTyaJIbHUM OTOYEHHSIM, a TaKOX JOTPUMaHHS BHUMOT JO SKOCTI Ta MPOAYKTHUBHOCTI
Cy4YacCHHUX 1rop.

Meroto kBanidikaiiitHoi poOOTH € TOCTIIKEHHS MPOIECY PO3POOKH ITPOBOTO TOAATKY
st PC B cepenoBuiii Unity 3 IHTerpalli€ro €JIeMEHTIB B3a€MO/I1i KOPUCTyBaya 13 OTOUCHHSIM.
VY xon1 BUKOHaHHS poOOTH OyJie CITPOEKTOBAHO Ta PEai30BAHO TPy, KU JEMOHCTPYyBaTUME
0a30B1 IrpOB1 MEXaHIKH: CUCTEMY PYXy, cTpibOu, LI a Takok iHTEpaKTUBHY B3a€MOJIIO 3
00'eKTamMM cepeIoBUIIIA.

OG’exTOM IOCTIIKEHHS € PUHOK irpoBux nojatkiB mis [1K 3 enementamu B3aemosii 3
OTOYECHHSIM.

[IpenmeToM nOCTIIKEHHS € TPOEKTYBAaHHS Ta po3poOKa irpoBoro goaatky s 11K 3
eJIeMEHTaMH B3a€MOJIii KOPUCTYBayua 3 OTOUCHHSM y cepenoBuiii Unity.

OcHOBHI 3aBJaHHS, 10 HEOOX1THO BUPIMIUTH IS JOCSITHEHHS METH JIOCTIHKCHHS:

o [IpoanamizyBatu ocoOauBOCTI cepeaoBuma Unity s po3poOKH 1HTEPAKTUBHUX
irpoBux nonatkis s PC.
e JlocmiauTu cydacHi MAXOAH JI0 peajtizallli MexaHiK B3aeMO/Ili KOpUCTyBayda 3 00'eKTaMu

CEpEIOBHUIIIA.



e Po3poOuTH KOHIIEMINIO ITPOBOTO JMOAATKy 3 BU3HAYEHHSM KIIOUOBHUX CJICMEHTIB
reMMILIEIO Ta B3aeMOII.
e PeanizyBaTu OCHOBHI IFPOB1 MeXaHikH y cepeaonuiii Unity.
e IlpoBecTn TecTyBaHHS MPOTOTUIY 3  OIIHKOW  Horo  ¢yHKI[IOHAJIBHOCTI,
IHTEPaKTUBHOCTI Ta MPOyKTUBHOCTI.
Pesynbratu gociipKeHHs Ta peasizallii IpoekTy OyayTh KOPUCHUMH JJIsi TTOAATIBIINX
PO3pOOOK IrPOBUX JOJATKIB, OpieHTOBaHUX Ha Tiatdopmy PC, a Takox 17 BOPOBAIKEHHS

Cy4acHHX pillleHb Y cepi reumacny.



PO3/1JI 1. BATAJIBHI ITIOJIOXKEHHS
1.1 Onuc npeaAMeTHOrO cepe0BHINA

IrpoBa iHAyCTpisi Ha CHOTOJHI € OJHIEIO 3 HAWAMHAMIYHIIKMX cdep MpOorpamMHOl
po3poOku. Bona 00'eqHye 1HHOBAIlifHI TEXHOJIOTI], XYyIOXHE OadeHHs, TICHUXOJIOTIO
KOpHUCTyBaua Ta imkeHepito. Cepell HAUTOMYJISIPHIIIMX KaHP1B KOMIT IOTEPHUX 1MOp 0COOIMBE
Mmicie 3aiimae mytep Bin mepmoi ocodou (FPS — First Person Shooter), sixuit 3a0e3neuye
BUCOKHMI PIBEHb 3aHYPEHHS TpaBlsl y BIPTYaJbHUW CBIT 32 PaXyHOK MEPCHEKTUBH «OUYMMa
MEPCOHAXKAN.

[eit »xaHp XapaKTEPU3YETHCS TUM, 10 TpaBellb 0aUUTh IFPOBUH CBIT OUMMa NIEPCOHAXKA,
mo 3a0e3neyye INMOOKE 3aHYpPEHHS Yy IpOLEC Ta BUCOKHM pIBEHb B3a€MOAIl 3 IrpPOBUM
cepenoBuiieM. OCHOBHUU ITPOBHM MpPOLEC TNOJATaE€ Yy 3HUIIEHHI CYNPOTHUBHUKIB 32
JOTIOMOT'OK0  PI3HUX BHJIIB BOTHENAJIbHOI a00 €HEepreTU4Hoi 30poi, MPOXOMKEHHI MICii,
BUPIIIEHH] TAKTUYHUX 200 CTpaTeTiYHUX 3aBaHb.

Irpu xanpy FPS 3a3Buuaii opieHTOBaHI Ha ITWHAMIYHAN TEWUMIUICH, IO BUMAarae Bij
TpaBIsl MIBUAKOI peakilii, TOYHOCTI Ta BMIHHS OpieHTyBaTucs B Tmpoctopi. Kamepa
PO3TaIIOBY€ETHCA TAaKUM YMHOM, MO0 IMITYBaTH MOTJISI MEPCOHAXa — Y TOJIl 30py BUIHO
JUIIE PYKH repost, 30poro Ta HABKOJIMILIHINA MPOCTIP, IO CTBOPIOE €PEKT MPUCYTHOCTI. Takuii
IJIX1]] TO3BOJISIE MIICHJINTH €MOIIIMHE CIIPUUHATTS MOMAIH, aJike Bce, 10 BiIOyBaeThCs, HION
TPaIIETHCS 3 TPABIEM 0€3MOCEPEAHBO.

OcHOBHI XapakTepucTuku FPS->xaHpy BKITIOYAIOTh:
« Kawmepa Big nepiroi ocoou: BimoOpaxkeHHs TPy 3 TOYKU 30pY MEPCOHaXKA, MO0 MiJICUITIOE
e(eKT 3aHypEHHS;
o Cucrema KepyBaHHS TMEpPCOHAKEM: 3a3BUYall MOE€NHYE KIaBiaTypHE YIpaBIiHHS

NEePEMIIICHHSAM 1 MUY ISl OTJISIAY Ta MPULIUTIOBAHHS;

o O30poeHHs Ta CTPLILOA: KIIFOUOBHM €JIEMEHT, 110 Nepeadavae HasiBHICTh PI3HOMAHITHOT
30poi 3 YHIKQIHbHUMHU XapaKTEPUCTHKAMHU (IIBUIKOCTPUIHHICTh, TOYHICTH, IIKOJA,

JAJIbHICTh TOIIO);



o boenpunacu ta pecypcu: oOMeeHa KIJIbKICTh MAaTPOHIB, alTE4YOK, OPOHI TOIIO, SKi
rpaBellb NOBUHEH 3HAXOIUTH a00 KYIyBaTH;

o IHTepakTHBHE CcepelnOBHUINE: MOKIUBICTh B3aEMO/IIT 3 00'€KTaMU — BITKPUTTS IBEPEH,
aKTHBAalllsl MEXaH13M1B, BAKOPUCTAHHS YKPHUTTIB;

o Ilryunnii inTenekT Bopori: moBeAinka NPC (non-player characters) smiHrO€ThCS B
3aNIeKHOCTI B JI1{ TpaBLis, PIBHS CKJIAHOCTI YH CLIEHAPIIO TPH;

« Irpogi micii Ta crieHapiii: 3a3Budaii FPS Mae croxxeTHy ckitaioBy abo Micii, iK1 HOTpiOHO
BUKOHYBAaTH Ha KO)KHOMY PiBHI (HaNpUKJIa/, 3HUIIUTH BOPOTiB, BPATYBATH 3apyUHHUKIB,
JICTATUCS 10 TIEBHOTO MICIIS)

Irpu sxanpy FPS Takoxx 3Ha4HOIO MIpPOIO 3ajiekaTh B PIBHS 1HTEPAKTUBHOCTI Ta
MO>KJIMBOCTEN T'PaBIlsl B3A€EMOJISATH 3 HaBKOJIMILIHIM ITPOBUM cepenoBuiiemM. Ha Biaminy Bij
apKaJHUX HIYyTEepPiB MUHYJIOTO, JI€ CepeloBUIlle OyJI0 cTaTUYHUM (HOHOM JjIsi OOMOBHUX i,
cydacHi FPS akTBHO BIpOBaIXKYIOTh TEXHOJIOT11, 1110 JO3BOJISIIOTH CTBOPIOBATH JUHAMIUHHM,
pearyrouuii CBIT, AKUI 3MIHIOETHCS 3aJI€KHO B1J JI1 KOPUCTyBaya.

B3aemogis 3 orouennsm y FPS moske maTu pi3Hi popmu:

o ®di3zuyHa B3aeMOJIis: TpaBellb MOXKE BIIKPUBATH ABEPl, aKTUBYBATH BaxKelll, MiTHIMATH
a00 mepecyBaTu 00’ €KTH, KOPUCTYBATUCS TEXHIKOIO TOIIO. Taki eJleMEeHTHU CTBOPIOIOTh
1JTF03110 pEAJIBHOCTI Ta MOTJINOIIOI0TE 3aHYPEHHS Y TPY.

e PyiinyBaHHsS 00’€KTIB: y 6ararb0X Cy4acHUX Irpax peaii30BaHO YaCTKOBE a00 MOBHE
3HUIIEHHS €JEMEHTIB OTOYEHHS, TaKUX SIK CTiHM, Oapukanu, BikHA. lle mo3Bosisie
3MIHIOBaTH TAKTUYHY CUTYAIII0 MIPSIMO i1 yac 6010.

e BukopucTtanHs yKpUTTIB: TpaBellb MOXE XOBAaTHUCA 3a 00’ €KTaMH, 10 YaCTKOBO a0o
MOBHICTIO 3aXHUIIAIOTh BiJ] BOTHIO MPOTHBHUKA. YacTo Taka MEXaHIKa MOEAHYEThCS 3
CUCTEMOIO TIPUCITaHHS, HAXUITY, CTPLIBOH 3-3a POry.

e Bsaemonis 3 NPC ta enemenTamu crigHapito: y croxeTHuX FPS kopucTtyBad mosxe Opatu
y4acThb y Alanorax, psTyBaTH IUBUIbHUX, CYTIPOBOJI)KYBAaTH COIO3HMKIB, BIAMOBIIATH 3a

BUOIp CIICHAPHOTO IUISAXY.



e 30upaHHS pecypciB 1 MpeAMETIB: MiaOupaHHs 30poi, Ooenmpumnacis, anTevoK, KIHOYiB,

KBECTOBUX 00'EKTIB TAKOX € YACTUHOIO MEXaHIKH B3a€MO/I1i 3 IrPOBUM CEPEIOBUIIIEM.

1.2 Onuc cepenoBuina po3pooKu

VY mponeci CTBOPEHHsI IrpoBOrO JOJATKy BaKJIMBUM €TalioM € BUOIp cepeloBUILA
pPO3pOOKH, sIKE BIAMOBIIaTUME TEXHIYHUM Ta (PYHKIIOHAIBHUM BUMOTaM MpPOeKTy. /st nporo
Oynu TpoaHai30BaHI CyYacHI 1HCTPYMEHTH PO3POOKH irop, a TaKOX CEpeIOBHUINA IS
ctBopeHHs 3D-moneneld Ta iHTerpamii ix y irpoBuil pymiid. BuGip Oyno 3aiiicHeHO 3
ypaxyBaHHAM TakuxX (pakTopiB, SK (PYHKIIOHAJIbHI MOXJIMBOCTI, CYMICHICTb MIX

iHCTpYMGHTaMI/I, IIPpOCTOTAa OCBOCHHS Ta Hi,Z[TpI/IMKa CITUTLHOTH.

1.2.1 IrpoBwuii pyuuiii

VY mporneci BUOOpPY IrpoBOTO pylIisi JJis PO3POOKH JOJATKy OYyJI0O PO3MIISIHYTO JiBa
HadmonyapHimux pymii cydacHocti: Unity Ta Unreal Engine. OOunBa € moTyXHUMU
IHCTPYMEHTAMH JUIsl CTBOPEHHS BHUCOKOSIKICHUX ITOp Ta IHTEPAKTHUBHUX JOJATKIB, MalOTh
BENMKHUMN (PYHKI[IOHAJ, aKTUBHY CIUJIBHOTY KOPUCTYBaYiB Ta MIATPUMKY HOBITHIX TEXHOJIOT1H.

Unity — 1ie kpocriarhopMeHuid irpoBHii pymIii, 10 aKTUBHO BUKOPUCTOBYETHCS TSI
ctBopeHHs 2D Tta 3D irop, BipTyajbHOI Ta JAOMOBHEHOI PEaTbHOCTI, a TaKOX CUMYJIAILI.
OcHogHi niepeBaru Unity:

e MynbruruiathopMeHicTh — MiATpUMKa moHay 25 iatdopm, Brarouarogn Windows,

Mac, Linux, Android, iOS, PlayStation, Xbox.

e ['myuka cucrema pobdotu 3 2D Ta 3D rpadikoro — Unity mae inTerpoBaHi iHCTpyMeHTH

JU1s1 TOOYTI0BU TPUBUMIPHUX CIIEH, a TAKOX JJ1s1 poOoTH 3 2D irpamu.

¢ Bucoka npoayKTUBHICTh Ta MOMJIMBICTh OMTHMI3allii MPOEKTIB MMiJ Pi3HI MIIATHOPMHU.

e Bukopucranus mMoBu C# — oJHa 3 HaWMNOMYJSIPHIMIMX MOB MNPOrPaMyBaHHS, IO
3a0e3Meyye JIeTKe OCBOEHHS Ta BUCOKY MPOAYKTHUBHICTb.

e Unity Asset Store — Benuka 0i0mioTeka pecypciB, Mojelei, TEKCTyp, CKPHUITIB, IO

CTIPOIILY€ Ta MPUCKOPIOE PO3POOKY .



o 3pyunuit Ul-penaktop Ta cuctema aHiMaIrii.

Unreal Engine — mnotyxuuii pymnid Big kommanii Epic Games, mo 31e0UIbIIOTO0
Opl€HTOBAaHUU Ha CTBOpeHHA rpadiuno HacuyeHnx AAA-nipoekTiB. OcHOBHI nepeBaru Unreal
Engine:

o ®doTtopeanicTuuna rpadika 3aBasku pymro Lumen Ta Nanite — g03BOJISIE JOCSTATH
Bpakarouoi AeTani3alii Ta peanicTUYHOCTI CIeH.

e BluePrint Visual Scripting — cuctema Bi3yaJabHOr0 MpPOrpaMyBaHHs, sKa JI03BOJISE
CTBOPIOBATH IFPOBY JIOTIKY O€3 HaMCaHHS KOJY.

e BoOynoBana cucrema ynpasiinas (izukoro Chaos, sika 103BoJIs€ pealii3oByBaTH CKIIAIHI
(13U4HI CUMYJISLII.

e BukopucranHs MoOBM ImporpamyBaHHi C++, 1m0 [H03BOJNSE JOCAITH BHCOKOI
IPOJYKTUBHOCTI Ta THYYKOCTI, OJHAK BHUMAarae OUIbII BUCOKOTO PIBHS MIATOTOBKH
PO3pOOHUKA.

Tenep nopiBHsIEMO 00HUABA PYIIIii, 3BEPHYBIIIH yBary Ha KJIIOYOB1 XapaKTEPUCTUKH, SIKi

MOYTb BIUIMHYTH Ha BUOIp MK HUMH
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Taomung 1.1

[TopiBHsIbHA TAOIHUIIT ITPOBUX PYIIIiB

XapakTeprucTruKa Unity Unreal Engine
. .. 3D, VR, AAA- ,
Tum irop 2D, 3D, VR/AR, mo0inbHI H.POCKTH
CUMYJISII
MoBa nporpaMyBaHHs; C# C++, Blueprints
['padiuni MOXKIUBOCTI Bucoxi Jly>xe BUCOKI
KpuBa HaBuaHH:A [TomipHa Bucoka
[TinTpumka mathopm binbme 25 nnarpopm I1K, xoncomni, VR
Cucrema ¢izuku BOymnoBana PhysX Chaos Physics
I i I i
HTerpatti CT.OpOHHIX Unity Asset Store Unreal Marketplace
pecypciB
: Bucoxka s cepenHix Bucoka st Benmukux
IIpoayKTHBHICTB : .
IIPOEKTIB MIPOEKTIB

Sk pe3yabTaT Micis aHali3y MOMKIMBOCTEH 000X pyIIiiB 1S peanizaliii kBasidikaiiHot
pob6otu O0yno odpano Unity. Ile pimeHHs Oysi0 OpUIHATO 3 ypaxyBaHHIM KIJTbKOX KIFOYOBUX
(daxrtopiB. Ilo-nepie, Unity mae mpoctuit iHTepdeic 1 Jerkuid BX1J IJI MOYATKIBIIB Ta
CepellHIX PO3pPOOHUKIB, M0 € BAXJIMBUM JIJIi OCBITHBOTO MpoekTy. Ilo-mpyre, mei pymriit
ONTUMAJIBHO MIAXOAUTH JIJIsl PO3POOKH HEBEIMKUX Ta CEPEAHIX MPOEKTIB 3aBASKU 3PYyUHOMY
UKy PO3pOOKH, TECTYBAaHHS Ta JCIUION, IO J03BOJs€ €()EeKTUBHO peali3yBaTH TPy 3
IHTEPAKTUBHOIO B3a€EMOJII€I0 3 OTOYEeHHsM. KpiMm Toro, BukopuctanHs moBu C# crpoiye
OCBO€EHHS MOPIBHAHO 3 C++, 103BOJISAIOUN 30CEPEAUTHCS HA peani3alli (PyHKIIOHAy IpH, a He
Ha CKJIAJTHUX acTeKTax yMpaBJiHHA maM'sTTio. OCTaHHIM, aje He MEHII BaXJIUBUM (aKTOPOM
€ mmpoka miarpumka Unity Ta HasgBHICTh BEJMKOI KIJIBKOCTI HAaBUAJbHUX MaTepialliB, IO

CIPHSIOTH MIBUKOMY OCBOEHHIO 1 peaiizallii 3aaymy.
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1.2.2 MoaearoBaHHA

Jlns ctBopenHs 3D-Mojeneit Ta aHiMmallii y paMmkax KBaidikariidHoi poOoTu 0yIio
oopano Blender. Ile moTyxkHe cepenoBumie s 3D-MonenroBaHHS, SKE aKTHBHO
BUKOPHUCTOBYEThCS SK MpodecioHalaMHu, TaK 1 IMOYATKIBISAMH 3aBISKHA CBOid THYYKOCTI,
MIUPOKOMY HabOpy IHCTPYMEHTIB Ta Oe3komToBHOCTI.OCHOBHI mepeBaru MoBu C# s
po3poOku B Unity:

OcHoBHi npuunHu BUOOpy Blender s moaentoBaHHs:

e bBe3KoITOBHICTh Ta TOCTYMHICTH:

Blender € Bigkputum nporpaManM 3a0e3MeYCHHSM 3 O€3KOMTOBHOIO JIIEH31€10, IO JIA€

3MOTy BHUKOPHUCTOBYBAaTHU HOro 0e3 Oyab-sSkux (iHaHCOBUX oOMexeHb. lle ocoOmuBo

BAXKJIUBO [IJII OCBITHIX MPOEKTIB, /1€ OIOKET 4acTo € OOMEKEHHM, a MOXKIIUBICTh

BUKOPUCTOBYBATU MPO(ECITHUI THCTPYMEHT O€3KOIITOBHO € 3HAYHOIO MEPEBArolo.

e [loTyxH1 iHCTpyMeHTH A 3D-MoentoBaHHs Ta aHIMaIlli:

Blender wnamae mmpokuii CHEKTp I1HCTPYMEHTIB Juis cTBopeHHs 3D-Monernei,

TEKCTYpYBaHHS, pEHACPHUHTY Ta aHIMaIlii. 3aBISIKH CBOIM IMOTY>KHUM MOYJIUBOCTSIM IS

pobOTH 3 TMONIrOHaMH, KPUBHMH Ta IHIIMMHU o00'ektamu, Blender e imeanbHuM

IHCTPYMEHTOM JJIs1 CTBOPEHHsI ckiagHux 3D-cueH Ta mepcoHaxiB. MOXKIMBOCTI IS

CTBOPEHHSI aHIMalliid, B TPOCTUX PYXiB 10 CKIAAHUX MEXaHi3MiB, J103BOJISIOThH

CTBOPIOBATH IHTEPAKTHUBHI €JIEMEHTH JUIsI ITOP 3 BUCOKUM PIBHEM JIeTajizallii.

e [urerparris 3 Unity:

Blender mae 3pyuny inTerpamiro 3 Unity, mo m03Bojsi€ €KCIIOpTYBaTH MOJENI Ta

animarii 3 Blender mpsimo B Unity asis moaaipiioro BUKOPUCTAHHS B irPOBOMY IIPOIIECI.

Ile 3Ha4yHO crpoIrye poOoYuit Mpolec, JO03BOJSIOYM MIBUAKO TECTYBaTH Ta BHOCUTH

3MIHM B Mojeni 0e3 HeoOXIAHOCTI BUKOHYBATH CKJIAJHI MPOLEAYpPH IMIOPTY YU

KOHBEpTAIli.
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e [llupoka miATpUMKA CTIJILHOTH Ta HABYAJILHUX MaTepialiB:
Blender mae Benauky i akTHBHY CIUIBHOTY KOPHCTYBadiB, 110 3a0e3Meuye JOCTYII JI0
Oe3miul TyTOpiamiB, GOpyMiB Ta IHIIUX PECypCiB, SIKI 3HAYHO MOJIETIIYIOTH MPOIIEC
HABYaHHs Ta OCBOEHHS MporpamMHoro 3abe3nedeHHs. KpiM Toro, HasBHICTh YMCIEHHUX
O€3KOIITOBHUX 1 IUTATHUX IUIATIHIB Ta T0AATKIB po3iiupioe GyHKIioHaIpHICTH Blender.
e MOXIMBOCTI J1J1s1 CTBOPEHHSI (P13UIHUX CUMYJISITIH:
Blender miarpuimye moTyXHi iHCTpYMEHTH ISl CUMYJIALIi (Pi3UYHUX SIBUII, TAKUX SIK
PIIMHU, UM, YACTUHKHU Ta TBepl Tu1a. Ll MOXKIMBOCTI MOXKYTh OyTH BUKOPUCTaH1 JIJIst
CTBOPEHHSI pEATICTUYHUX €(eKTIiB Yy Tpi, MO B3aEMOMAIIOTh 3 HABKOJIMUIIHIM

CCPCOAOBHUIIICM.

1.2.3 CepenoBuiiie HANMMCAHHS KOXY

Jlsist po3poOKku mporpamMHoro 3abe3nedeHHs B paMkax KBamidikaiiiHoi poOoTu 0yio
obpano Visual Studio sk ocHoBHe cepezoBuie po3pooku. Visual Studio e moryxHHM i
O0araro()yHKIIOHAJbHUM 1HCTPYMEHTOM [JIsl CTBOPEHHS PI3HOMAHITHUX THIIIB MPOrpam,
BKJIFOYAIOYH ITpH, BEO-104aTKH, MOOUIBHI MMPOTPaMU Ta 1HIII MPOTPaMHI PIIIICHHS.

[Tpuunnu Bubopy Visual Studio:

e IligTpumka moBu C#:

Visual Studio Hajmae moBHY miaATpUMKY MOBH mnporpamyBanHHs C#, sika € OCHOBHOIO

MOBOIO JJi po3poOku B cepenouill Unity. [{e 3a0e3neuye 3py4HICTh 1 €(PEKTUBHICTD

MporpamMyBaHHs, OCKIJIbKM BCl IHCTPYMEHTH, IJIAriHU Ta BIIaroAKyBadl IHTErPOBaHI

0e3nocepeIHbO B CEpeIOBHUIIIE.

e [Iurerparis 3 Unity:
Visual Studio 6e3nocepentbo iHTerpyetbes 3 Unity, 110 103BOJISIE 3pYYHO MTHUCATH KO
IUIA TPU, a TaKOoX 3A1MCHIOBAaTH MOro TECTyBaHHS 1 HAJAro/UKEHHS B OJHOMY

cepeZoBUII. 3aBSKH IbOMY IIPOIIEC PO3POOKH CTAE OUIBII 3pYYHUM Ta IIBUIKHUM.

13



o [loTyxHMi1 BiATaroaKyBay:
Visual Studio Hamae TOTYXXHHH BIJUIaroJKyBad, SKHH J03BOJSE JCTAIbHO
JOCIIKYBaTH BUKOHAHHS MIPOTPaMH, CTABUTH TOYKU 3YIHUHY, MEPETIISIATH 3HAYCHHS
3MIHHMX Ta BUKOHYBAaTH KOJ MO Kpokax. Lle 3Ha4HO cmpoiirye mporec BUIPaBICHHS
MTOMUJIOK 1 ONITUMI3allii Mporpam.

e 3pyuHuil iHTEpPEiic Ta MATPUMKA PO3UIUPEHD:
Visual Studio mae 3pyuHuii Ta iHTYiTUBHO 3po3ymimmii iHTepdeic, SKUH T03BOJISIE
PO3pOOHMKY JIETKO TMEPEXOAWTH MiX pPI3HUMU YacTHHAMHU MpoekTy. Kpim Toro,
cepeZIoBUIIE MIATPUMYE O€3J1i4 PO3IIUPEHb Ta IJIATIHIB, AKI MOXYTh OyTH JOJaH1 JJIs
MOJIETIICHHS pOOOTH, TAKUX SIK IHCTPYMEHTH JUIsl TPOQ1TIOBAHHS, BEPCIMHUI KOHTPOJIb,
1HTerpailisi 3 IHIIMMU CepeIOBUIIIaMU Ta 0araTo 1HIIUX.

o [linTpumka GaraThox IIaT@opm:
Visual Studio miarpumye po3poOky ais pisHux miatdopm, Bkmoyaroun Windows,
macOS, Android, iOS ta inmi. Ile m03BoJISE CTBOPIOBATH IOJATKH, SKIi MOXKYTh
MpaIlOBaTH Ha PI3HUX MPUCTPOSX 1 ONEpalldiHUX CHCTeMaX, 30KpeMa JJid 1rop Ha
wiatdopmi Unity.

o [llupoka moxymeHTAIlisl Ta CHUIHHOTA:
Visual Studio mae BenmYe3Hy KUIBKICTh JIOKYMEHTAIlil Ta AKTUBHY CIUIBHOTY
PO3pPOOHUKIB, IO 3HAYHO TOJIETIIY€ HABUYAHHS Ta JOIMOMAra€ BUPIIIUTH MOMJIHUBI
TexHIYHI nuTaHHsA. OKpiM TOro, 0arato OHJIaH-pECypcCiB, BIAECOYPOKIB 1 (opymiB

JOTIOMararoTh OCBOITH BC1 MOXKJIUBOCTI IIbOTO CEPEIOBUIIIA.

1.3 Orasg HassBHUX aHAJIOTIB

JI1st epeKTUBHOTO MPOEKTYBAHHS BIACHOTO IIPOBOT0 JOJATKY BaXKIMBO O3HAHOMUTHCS
3 YK€ ICHYIOUMMH PIIICHHSIMHU B 00OpaHiii mpeaMeTHIN 00acTi. Y 1IbOMY pO3/IiJi PO3TIISTHYTO
MPUKIAAN TOMYJISIPHUX 1rop Y *KaHpi urytep Bix nepuioro guis (FPS), siki MaloTh po3BUHEHY

CUCTEMY 1HTEPAKTUBHOCTI Ta B3a€MOJIi 3 ITPOBUM CepEeAOBHINEM. AHalli3 TaKUX AHAJOTIB
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JI03BOJISIE Kpallle 3pO3yMITH IIOTOYHI TEHJEHINl, BUMOTH 110 (YHKIIOHAIY, a TaKOX

1HHOBAIIIMHI MIIXOAW B JU3aiHI IrPOBUX MEXaHIK.

1.3.1 Half-Life 2 (2004, Valve)

Half-Life 2 e oxgniero 3 HaiiBIuMBOBIimuX irop y »anpi FPS. I'pa 3poOuna crpaBxHio
PEBOJIONII0 3aBASKA BIPOBADKCHHIO PO3IMIMPEHOI (i3MKKM Ta I1HHOBAIIMHOI MEXaHIKU
B3aeMOJIl 3 o0'ekTamMu B IrpoBOoMYy CBITi. IrpoBuii pyrriii SOUrCe 103BOJIMB peai3yBaTH
CKJIQJIHY MOJICIb ITOBESIIHKY MPEMETIB, BAKOPUCTAHHS rpaBiTarliitHoi rapmatu (Gravity Gun)
CTaJI0 CUMBOJIOM B3a€MOJIi1 3 OTOUYCHHSIM.

['paBenir MOXke mepeMilllyBaTy MpeaMeTH, OyayBaTh OapuKaau, 3aIycKaTH 00'€KTH B
CYNPOTHUBHUKIB, BIAKpUBATH ab0 3JaMyBaTh JBEpl. Yce 1€ CTaJl0 MOXKJIUBHUM 3aBISKU
BOY/ZI0BaHUM (PI3MYHUM 3aKOHAM. 3HAYHY POJIb y TPl BIAITPAIOTh TAKOXK CLIEHAPHI MOJii, 110
3aJie’aTh BiJ il kopucTtyBaya. OTOUEHHS B TPl HE JIUIIIE PEaTiCTUYHE, aJie 1 JIOTIYHO BIUJICTCHE
B CIOXKET.

Ietimmuteri y Half-Life 2 BupisHseTbcs IIaBHUM TO€AHAHHSAM OOWOBHMX CIICH,
rOJIOBOJIOMOK, TIaTGOPMIHTY Ta €JIEeMEHTIB JOCHIKCHHS, 10 poOUTh il 3pa3KOBUM

MPUKIAA0M OajaHCy MK CTPUISIHHSM Ta B3a€EMOZIEIO 3 ITPOBUM CBITOM.

1.3.2 Call of Duty (cepis, Infinity Ward / Treyarch / Sledgehammer Games)

Cepisa Call of Duty, sixa posmnouanacs y 2003 porti, 3poOuiia akIieHT Ha IHTCHCUBHUIA,
KiHemaTorpadiuyHuil 00MOBHI HOCBiA. B irpax BUKOPHUCTOBYIOTHCS CIICHAPHI CKPHITH, SIKI
YITKO KEPYIOTh MOMAISIMU Ta MPOCYBaHHSAM CIOXKETy. B3aemonis 3 OTOYEHHSIM OOMexeHa 1
3a3BUYAl peajizoBaHa depe3 IMAKa3KW.: HATUCKAHHS KHOMKH ISl BIAKPUTTS ABEpel, mocaaka
B TEXHIKY, B3aemozis 3 Bubpanumu NPC.

3 gacoM y cepito 10aBaliv eIEMEHTH PyHHYBaHHs CepeIOBUIIA, BHKOPUCTAHHS JIPOHIB,
YKPHTTIB, HIYHOTO Oa4eHHs, a TAKOXK IHTEPAKTUBHUX Mici 31 cresicom. Hanpuknan, 8 Modern
Warfare (2019) rpaserp Mae 3MOTy MPOBOJUTH 3a4MCTKH KIMHAT, MPUHAMATH PIIICHHS Y

peanbHOMY Yaci, CKaHyBaTH TEPUTOPIIO TEMIOBIZ0POM.
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[Tonpu obmexeny cBobomy miii, Call of Duty cTBoproe BiauyTTs aKTHBHOI y4acTi y
BEJIMKOMACIITaAOHOMY KOH(IIIKTI 3aBSKH TOYHIN MTOCTAHOBII CIICH, INTMOOKOMY 03BYUYEHHIO Ta

LIBUJIKOMY TEMILY T'PH.

1.3.3 Killzone (cepisn, Guerrilla Games)

Killzone — cepis HaykoBO-(haHTaCTHYHUX IITYTEPiB BiJ IEPIIOrO JIMIIS, CTBOPEHA IS
wiatgopm PlayStation. Bona BHPI3HSETBCS TEMHOIO, TOXMYPOI0 aTMOC(HEPOI0, CKIAJTHUMU
Bi3yaJIbHUMU PIlICHHSAMHU Ta BUKOPUCTAHHSIM TOTYkHOi 30poi. Killzone aknenrye yBary Ha
TaKTUYHOMY OO0 1 BUKOPUCTaHH1 yKPUTTIB. OCOOIMBO 3pYUHO Peali30oBaHO CUCTEMY CTPUILOU
3-3a KYTIB, IO BIUITMBA€E HA TAKTUYHE MUCIICHHS TPABIIS.

Killzone 2 ta 3 neMoHCTpYIOTh peanicTU4Hy (i3uKy, aHIMOBaHY pEakilit0 BOPOTiB Ha
NOCTPLIN, PyHHYBaHHs 00’ €KTIB, a TAKOK YaCTKOBY B3a€MOJIIO 3 €JIEMEHTaMU OTOYEHHS —
BIIKPUTTS JIBEpE, aKTUBAIIIsl KOHCOJIEH, BUKOPUCTAHHS CTAI[lOHAPHOT 30POi.

IrpoBa MexaHika BiJI3HAYAETHCS THEPIIMHICTIO PYXiB, IO CTBOPIOE OUIBII BIAYYTHY
MPUCYTHICTh y TpocTopi. Takoxk rpa peanizye B3a€EMOI0 3 HaIAPHUKAMHU Ta BUKOPUCTAHHSA

CKPHIITIB y OOMOBUX CUTYaLIsIX, K1 HACHIIOIOTh aTMOC(EPY BIICHKOBOTO KOH(DIIIKTY.

1.3.4 BLACK (2006, Criterion Games)

I'pa BLACK, po3po0aena mias PlayStation 2 ta XboX, crana KyJbTOBOKO 3aBISKH
HAJ3BUYAlHOMY aKIIEHTY Ha 3BYKOBOMY CYIPOBOJI, JeTaiizaiii 30poi Ta macmraOHOMY
pPYWHYBaHHIO cepefioBHINA. ['paBelb OTpUMYBaB CIIPABKHE TAaKTWIBHE BIAYYTTS B CTPUILOU
— KOXKEH TOCTPUT CyNpOBOKYBaBCs eexTaMu, a €IeMEeHTH cepeaoBHina (BiKHA, NBEpI,
napKaHW) aKTUBHO PYHHYBAJIHCH.

Bzaemogis 3 orouennsim y BLACK nHe Oyna ckiagHoro, ane peanizalisi Bi3yajJbHOTO

BIUTMBY I'paBIsl HA CepeIOBUIIE 3po0uiia rpy yHiKanbHOW0. Hampukiaz, BoporiB MoxHa 0yJio
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Bpa3uTH HE JIMIIE HANpsMy, a W 3aBASKH PYHHYBaHHIO HaBKOJMIIHIX KOHCTPYKIIH abo
BUKJIMKAHHIO BUOYXIB Ue€pe3 HAaBKOJIMIIIHI 00'€KTH.

BLACK crana ogni€ro 3 mepiux irop, e cTpiip0a BUTIsgama 1 38ydana "'Baromo", 1o
3HAYHO BIUIMHYJIO Ha MOAAIBIINI po3BUTOK FPS-irop 3 akiieHTOM Ha peasizm 0010 Ta Bi3yalbHi

edexTu.

BucnoBku 10 po3aiay 1

Po3poOka 1rpoBoro 104aTky BUMarae BUOOpy 3 0ararbox pi3HOMaHITHUX 1HCTPYMEHTIB
Ta cepeoBHII po3poOKu. /i peanizailii JaHoro npoekTy 0yiio oopano Unity, sike 3ade3neuye
3py4yHHi 1HTep(deiic Ta onTUManbHI MOMKJIMBOCTI JJII CTBOPEHHS ITOpP CEPEIHBOrO PIBHA
CKJIaTHOCTI 3 IHTEPAKTHBHOIO B3aEMO/IIEI0 3 OTOYCHHAM. [10piBHSIHO 3 iHIIMMH pytrissmu, Unity
€ OUIBII JOCTYIHUM JIJIsl TIOYATKIBIIIB Ta PO3POOHUKIB CEPEIHBOIO PIBHS 3aBASKUA MPOCTOTI
OCBOEHHS Ta MIATPUMI HIMPOKOTO CIEKTPY MIaT(hopm.

Jlns peamizariii mozeneit Oyiio oopano Blender. mist moaenoBaHHs B paMKax po3poOKH
IrPOBOTO J0JIATKy € OOTPYHTOBAHUM 3aBJsKU HOro 6araro(yHKI[IOHATLHOCTI Ta BIIKPUTOCTI.
Ile cepenoBuiie no3Bosisiec €heKTUBHO CcTBOproBath 3D-moneni, TEKCTypHd Ta aHIMaIlii, sKi
MOXYyTh OyTH Oe3mpobiiemHo iHTerpoBani B Unity. Blender 3abesnedye BHCOKHI piBEHB
JeTani3alli Ta peanizMmy, U0 BaXKJIMBO JUJIi CTBOPEHHS IHTEPKTUBHOTO CEpeloBUIIA B Tpi.
BpaxoByroun 6€3K0IITOBHUI JOCTYI JI0 IILOTO THCTPYMEHTY, a TAKOX HOTO MIUPOKY CIIBHOTY
KOPUCTYBadiB Ta JOKyMeHTaiito, Blender € igeanbHum BHOOpPOM i pO3pOOHHKIB, SKi

MpPartHyTh JOCIITU MPO(ECIiiHUX pe3yabTaTIB 3 00MEKEHUMHU BUTpATaAMU.
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PO3A1JI 2. PEAJIIBAIIISA BA3OBUX MEXAHIK
2.1 Peasizanist MexaHiKM pyxXy NepcoHaxka

Jliis 3a0e3rmedeHHs MPUPOIHOTO Ta JUHAMIYHOTO TIepeCcyBaHHS IEepCOHaXka y Tpi Oyia
peanizoBaHa CHUCTEMa pyXy, IO BKIIOYAE KUTbKA KIFOYOBHX MeXaHiK. OCHOBHOIO METOH €
CTBOPCHHS I'HYYKOI Ta peaJiCTUYHOI OBEIIHKU TIEPCOHAXA 3 YpaxyBaHHAM (i3HKH, PEIbeDY

Ta B3a€MOIT 3 OTOYCHHSM.

2.1.1 ba3zoBe nepeminieHHs

Peanizarniisi mepemilieHHsl MepcoHaka 0a3yeThcsi Ha 0OpOOIll BXIIHUX JAHUX Yepe3
cuctemy BBeaeHHs (InputManager) ta ¢i3uuHHUX B3a€MOJISX 3a JOIMOMOTOI0 KOMITOHEHTa
Rigidbody (muB. Jlictunr 2.1). Pyx 3aiiiCHIOETBCS NUIAXOM JIOJaBaHHS CHJIM Y BiIIOBITHOMY

HaIpsMKY, 3aJIEKHO BiJl TTOJIOKEHHS KaMEPH Ta Opl€HTAallll IEPCOHAXKA.

public void Movement (bool move)

{

//Extra gravity
if (!IsPlayerOnSlope() || (IsPlayerOnSlope() && rb.velocity.y < 0))
rb.AddForce (Vector3.down * Time.deltaTime * 10);

//Find actual velocity relative to where player is looking

Vector2 relativeVelocity = FindVelRelativeToLook () ;

float xRelativeVelocity = relativeVelocity.x, yRelativeVelocity =
relativeVelocity.y;

//Counteract sliding and sloppy movement
FrictionForce (InputManager.x, InputManager.y, relativeVelocity);

//If speed is larger than maxspeed, cancel out the input so you don't go over max
speed

if (InputManager.x > 0 && xRelativeVelocity > currentSpeed || InputManager.x < 0
&& xRelativeVelocity < -currentSpeed) InputManager.x = 0;
if (InputManager.y > 0 && yRelativeVelocity > currentSpeed || InputManager.y < 0

&& yRelativeVelocity < -currentSpeed) InputManager.y = 0;

float multiplier = (!grounded) ? controlAirborne : 1;

float multiplierV = (!grounded) ? controlAirborne : 1;

float multiplier2 = (weaponController.weapon != null) ?
weaponController.weapon.weightMultiplier : 1;

if (rb.velocity.sgrMagnitude < .02f) rb.velocity = Vector3.zero;

if (!'move)

{

18



if (grounded) rb.velocity = Vector3.zero;
return;
}
if (isCrouching && rb.velocity.magnitude >= crouchSpeed &&
lallowMoveWhileSliding) return;

if (IsPlayerOnSlope())
{
rb.AddForce (GetSlopeDirection () * acceleration * Time.deltaTime * multiplier
/ multiplier2);

rb.useGravity = false;

if (rb.velocity.y > 0) rb.AddForce (Vector3.down * 70, ForceMode.Force);
}
else
{
rb.AddForce (orientation.transform.forward * InputManager.y * acceleration *
Time.deltaTime * multiplier * multiplierV / multiplier2);
rb.AddForce (orientation.transform.right * InputManager.x * acceleration *
Time.deltaTime * multiplier / multiplier2);
}
}

Jlictunr 2.1 Peanizariis 6a30BOro nepemimieHHs.
Ixcepeno: Aesmop
OcHOBHI 0COOIMBOCTI peaizarlii:

o JlomaTkoBa rpasitaiis:

[Ilo6 yHMKHYTH HEKOPEKTHOI TMOBEIIHKM IMepCOHa)ka Ha cxwjiax abo B TOBITPI,

3aCTOCOBYIOTHCS JIOJATKOBI CHJIM TSDKIHHS, IO TapaHTYIOTh CTaOIIbHUN KOHTAKT 13

3CMIICIO.

o KoHTpoJsb pyxy Ha cxuiax:

[lepeBipsieTbess, umM TmiepeOyBae TEPCOHAX Ha TMOXWIIM TOBEPXHi. Y BUNAAKY

nepeOyBaHHs Ha CXWJII BUKOPUCTOBYETHCSA CIEIiaIbHUM METOJ JJisl BU3HAYCHHS

HaAMPSAMKY PyXy MO MOXHUJIiM MOBEPXHI, 3 METOI0 KOPEKTHOTO JIOJaBaHHS CUITU Y I[OMY

HanpsMKy. Tako BHMHUKA€ThCs CTaHAapTHA rpaBiTamis Rigidbody mis yHukHeHHS

HEKOPEKTHOI B3aeMoJii 3 ¢izukoro Unity.

e OOMeKeHHSI MAKCHMAJbHOI INBUIKOCTI:

JIns 3anmo0iraHHs EPEBUIIIEHHI0 MaKCUMAJIBHO JTO3BOJICHOI IIBUAKOCTI 31MCHIOETHCS

nepeBipKka BIJHOCHOI IIBUAKOCTI PyXy MO KOXHIM 3 oceil. Ilpu AOCATHEHHI JIMITY

BBEJICHHSI OJIOKYETHCSI.
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o Ilporuaist KOB3aHHIO:
BukopucToByeThCS crieliaiIbHUM METOI, SIKUW aHalli3y€ HAMPSIMOK Ta IIBUJKICTh PYXy
MepcoHaXka, MICHs YOro J0Ja€ CUIy, CIOpsIMOBaHY NpOTH KoB3aHHA. lle mo3Bosse
MIHIMI3yBaTH HeOakaHE KOB3aHHS II0 TIOBEPXHSAX Ta 3a0e3MeuuTH  OlIbII
KOHTPOJIbOBAHHUM PYX.

« Kopexkuis pyxy y nosirpi:
Axkmo nepcoHaxxk mepeOyBae y TOBITPl, BBOJATHCS KOPEKIIHHI KOEQIIEHTH, IO
3HIKYIOTh €)EKTUBHICTh YIIPABIIHHS, IMITYIOYH MEHIIUI KOHTPOJb HAa/l PYXOM.

o BnumB Baru 30poi:
VY pa3si, K0 NepcoHaXX TpuMae 30pOr0, BPaXOBYEThCS JOMATKOBUN KOEQIIIEHT, IO
3HIKY€E IIBUAKICTh Ta IPUCKOPEHHS MIEPCOHAXA 3aJI€KHO BIJl Baru o0OpaHoi 30poi.
3aBAsSKA Takiil CTPyKTypl Ta peamizaiii MeXaHIK JOCSTae€ThbCsl IUIaBHE, (DI3UYHO

OoOTpYHTOBAHE NEPEMIIICHHS ITEPCOHAXA, IKE aJaNTy€EThCs A0 PI3HUX CUTyalli: pyX MO PIBHIM

MOBEPXHI, CXWJIAX, Y MOBITP1 Ta MiJ] Yac B3a€EMO/IIi 3 €IEMEHTaMU OTOYEHHS.

2.1.2 Ctpudxu

Mexanika ctpubka peanizoBana y ¢aiini PlayerMovement.cs (nuB. Jlictunr 2.2), mo €
LEHTPaJbHUM CKPUIITOM YIpPaBIIHHSA pyXoM nepcoHaxa. Meroa Jump() 3abesnedye sk
0a30Buil CTPUOOK, TaK 1 OUIBII CKJIAJHI BapiaHTH, Takl K CTPUOOK BiJ CTIH Ta HaIpsIMJICHI

CTpHUOKH.

public void Jump ()
{

if (!'allowJump || jumpCount <= 0) return;

JumpCount--;

readyTodJump = false;
hasJumped = true;
cancellingGrounded = false;

if (doubleJumpResetsFallDamage) stats.height = transform.position.y;

//Add jump forces
if (wallRunning) // When we wallrun, we want to add extra side forces
{
rb.velocity = new Vector3(rb.velocity.x, 0, rb.velocity.z);
rb.AddForce (transform.up * upwardsWallJumpForce) ;
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rb.AddForce (wallNormal * normalWallJumpForce, ForceMode.Impulse);
else

rb.AddForce (Vector3.up * jumpForce * 1.5f, ForceMode.Impulse);
rb.AddForce (normalVector * jumpForce * 0.5f, ForceMode.Impulse);
// Handle directional jumping
if (!grounded && directionalJumpMethod != DirectionalJumpMethod.None
&& maxJumps > 1 && !wallOpposite)
{
if (Vector3.Dot (rb.velocity, new Vector3 (InputManager.x, 0,
InputManager.y)) > .5f)
rb.velocity = rb.velocity / 2;
if (directionalJumpMethod == DirectionalJumpMethod.InputBased) //
Input based method for directional jumping
{
rb.AddForce (orientation.right * InputManager.x *
directionalJumpForce, ForceMode.Impulse);
rb.AddForce (orientation.forward * InputManager.y *
directionalJumpForce, ForceMode.Impulse) ;
}
if (directionalJumpMethod ==
DirectionalJumpMethod.ForwardMovement) // Forward Movement method for directional
jumping, dependant on orientation
rb.AddForce (orientation.forward * Mathf.Abs (InputManager.y) *
directionalJumpForce, ForceMode.VelocityChange) ;

}

//If jumping while falling, reset y velocity.
if (rb.velocity.y < 0.5f)
rb.velocity = new Vector3(rb.velocity.x, 0, rb.velocity.z);
else if (rb.velocity.y > 0)
rb.velocity = new Vector3(rb.velocity.x, rb.velocity.y / 2,
rb.velocity.z);

}

//staminaloss
if (usesStamina) stamina -= staminaLossOnJump;

SoundManager.Instance.PlaySound (sounds.jumpSEFX, 0, 0, false, 0);
Invoke (nameof (ResetJump), jumpCooldown) ;

Jlictunr 2.2 Peanizanisi cTpuOKiB.
IDrcepeno: Aesmop
OcCHOBHI 0COOIMBOCTI peaizarii:
e IlepeBipka ymoB aJis1 cTpudKa:
[TepiroueproBo BUKOHYETHCS MEPEBIPKa JO3BOIY Ha CTPUOOK Ta HASIBHOCT1 JOCTYITHUX

ctpuOkiB. Skmo mapamerp allowJump BigkmroueHuit abo KiTBKICTh 3aHINIKOBUX
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ctpuoOkiB (jumpCount) mopiBHIOE HYJO, Jisi CTpuOKa Oi0KyeThes. Ilicias BUKOHAHHS
CTpUOKa KIJIBKICTh JOCTYIMHUX CTPUOKIB 3MEHIIYETHCS HAa OJUHULIIO.

Crtpuboxk Big crin (Wall Jump):

SIKmIo mepcoHax 3HaXOAWUTHCS y craHi Oiry mo crini (wallRunning), 3ailicHroeThes
crienndiuyna 06poOka ctpudka. BepTukanbHa CKi1aoBa MBUAKOCTI OOHYJISAETHCS, MICA
9Oro JIOJAI0ThCS CHJIM BEPTHKAIBHOTO BiamroBxyBanHs (UpwardsWallJumpForce) ta
ookoBoro BimmroBxyBaunHs Bixg crinum (normalWallJumpForce). Ile mosBossie
BUKOHYBATH aKpOOATUYHI TPIOKHU, PO3IIMPIOIOYN MOKIIMBOCTI MIEPECYBAHHS B CKIIATHUX
YMOBaX.

3BHYaliHMH CTPUOOK:

VY Bumanakax, KOJU NEPCOHAX 3HAXOJMUTHCS Ha 3eMJii a00 HE BUKOHYE OIr MO CTiHi,
JOJIAETHhCS CTAHJIAPTHA BEpTUKaJIbHA cHita cTpuOKa (jumpForce). Takok BpaxoBYEThCS
HOpMaJlb TIOBEPXHI JUIsI KOPEKTHOI B3a€EMOJIi 3 MOXWIMMH IUIOHMHAMU. SIKIo
AKTUBOBAHO ()YHKIIIIO HAMIPSIMIICHOTO CTPUOKA, 10JIaI0THCA JOJIaTKOBI CHJIH Y HAMIPSIMKY
pYXy, 110 BU3HAYAETHCSI CTAaHOM KepyBaHHs (InputManager).

Kopexuist BepTHKAJIBLHOI IIBUAKOCTI:

Jlist 3a0e3neueHHs NPUPOIHOI JUHAMIKM PYyXy, Y pasi cTpuOKa mif 4Yac MHaaiHHS,
BEpPTUKAJIbHA MIBUAKICTh OOMEKYEThCS. SKIO MepCcoOHaX Mae BUCOKY IIBHJKICTB MO OCl
Y, BOHA 3MEHIIIYETHCS JIJIs1 YHUKHEHHS HETIPUPOTHOTO MPUCKOPEHHS 200 CTIOBUILHEHHSI.
BurpaTtu BUTPHUBaIOCTI:

[Ipy axkTuBHINA cucTemi BUTpHBaocTi (USeSStaminad) miciis BHKOHAHHS CTpPUOKa
BUTPAYa€ThCS BHU3HAYEHA KUIbKICTh BUTpHBaiocTi (StaminalLossOnJump), mo momae
MIMOWHU 10 TeWMIUIEMHUX MEXaHIK Ta 3MYIIye TpaBisl Oulblll  00E€pEKHO
BUKOPUCTOBYBATH CTPUOKH.

3ByKOBI epexTH.

JIns mocUJIeHHs BIAYYTTS AWHAMIKK Ta TJIMOMHM IrpPOBOTO MPOLIECY MijJ yac cTpuOka
BIZITBOPIOETHCS BIAMOBIAHNI 3BYKOBHH eekT uepe3 cuctemy SoundManager.

CxKuaHHS CTaHy MiCJsl CTPUOKA:
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[Ticas BUKOHaHHsA CTpUOKa aKTHBYeThCsA Bimiik uwacy (jumpCooldown), micas

3aBEPILCHHS SIKOTO BiIOYBA€ThCA CKUJAAHHS CTaHy Ta JIO3BOJSIETHCS BHUKOHATH

HaCTyITHUI CTPUOOK.

3aBAsSKA Takiil CTPYKTypl MeXaHIKM CTpuUOKa, TpaBellb OTPUMYE MOKIIUBICTD
BUKOHYBAaTH CKJaJHI KOMOIHAIl pyXiB, IO POOUTH TeMMIUIeH OiIbIl 3aXOIUIIOIYHUM Ta

OaraTorpaHHUM.

2.1.3 KoB3aHHs Ta NpUCiTaHHS

KoB3aHHs akTUBYEThCS 11 Yac MPHUCIIaHHS Ha BeJUKiN mBUAKOCTI (AuB. JlicTuur 2.3).

public void StartCrouch ()
{

if (!allowCrouch) return;
isCrouching = true;

if (crouchCancelMethod == CrouchCancelMethod.FullStop)
currentSpeed = crouchSpeed;

if (rb.velocity.magnitude >= walkSpeed && grounded && allowSliding &&
'hasJumped)
{
events.OnSlide.Invoke ()

rb.AddForce (orientation.transform.forward * slideForce);

if (usesStamina) stamina -= staminaLossOnSlide;

Jlictunr 2.3 Peanizaiiis KOB3aHHS Ta IPUCIIAHHS.
IDrcepeno: Aesmop
OCHOBHI 0COOIMBOCTI peaizarii:
e [lepeBipka yMOB AJ151 KOB3aHHSI:

BukonyeThcst iepeBipka j103Bouty Ha npuciganss (allowCrouch). ¥V pasi n1o3Bosy 3minHa
isCrouching mnpwuiimMae 3HaueHHs true, i SKIIO MIBUAKICTH IEPCOHA)Xa MEPEBHUIIYE
walkSpeed, Bin niepedyBae Ha 3emii (grounded), no3Boseno kos3aunus (allowSliding), a
TaKoX He OyJ0 31iiicHeHo ctpubka (hasJumped), BinOyBa€eThCs akTUBALTISI KOB3aHHS.

e AKTHBAIiA KOB3aHHA:
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ITin gac aktuBalii BuKkiIHKaeTbes momiss OnSlide, a 10 mepcoHa)a A0JA€ThCS CHIA Y
HanpsMKy Horo pyxy (slideForce), mo cTBopioe epekT KOB3aHHS.

e Burparu BUTPHUBAJIOCTI:
SIKmo yBIMKHEHO BHMKOPHCTaHHS BHUTpHBAJIOCTI (USesStamina) 3a morpedu, mpu

KOB3aHHI BUTpadaeThcs staminal.ossOnSlide.

2.1.4 Bir o crinax

Meton WallRun() (muB. Jlictuar 2.4) peanizye MexaHIKy pyxy IE€pCOHaka IIO

BEPTUKAJBLHUX CTIHAX, JOJAI0YU JUHAMIYHOCTI Ta BEPTUKAJIBHOCTI FeHMILICIO.

private void WallRun ()

{
wallNormal = wallRight ? wallRightHit.normal : walllLeftHit.normal;

wallDirection = Vector3.Cross(wallNormal, transform.up).normalized * 10;
if ((orientation.forward - wallDirection) .magnitude >
(orientation.forward + wallDirection) .magnitude) wallDirection = -wallDirection;

if (OppositeVectors() < -.5f) StopWallRun () ;

if (cancelWallRunMethod == CancelWallRunMethod.Timer)
{
wallRunTimer -= Time.deltaTime;
if (wallRunTimer <= 0)
{
rb.AddForce (wallNormal * stopWallRunningImpulse,
ForceMode.Impulse) ;
StopWallRun () ;
}
}

if (!wallRunning) StartWallRunning() ;

rb.useGravity = useGravity;

if (useGravity && rb.velocity.y < 0) rb.AddForce(transform.up *
wallrunGravityCounterForce, ForceMode.Force);

rb.velocity = Vector3.ClampMagnitude (rb.velocity, maxWallRunSpeed) ;

if (! (wallRight && InputManager.x < 0) && ! (wallLeft && InputManager.x >
0)) rb.AddForce (-wallNormal * 100, ForceMode.Force);

rb.AddForce (wallDirection, ForceMode.Force);

Jlictunr 2.4 Peanizaist Oiry 1o cTiHax.
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OcHOBHI 0COOIMBOCTI peaizarlii:

Buznauennst Hanpsmy 0Oiry:

Oo6uncroeTbest HopManb cTinu (WallNormal) ta manpsim 6iry o crini (wallDirection)
HUISTXOM TIEPEXpecHOro Mo0yTKy HOpMaii Ta BekTopa Bropy (transform.up). V pasi,
SKITO HAIIPSAM MPOTHIIC)KHUN Opl€HTAIlT TpaBlls, HAMPsSM OIr'y IHBEPTY€EThCS.
IlepeBipka yMoB npunuHeHHsI Oiry mo CTiHi:

SIKIO BEKTOpU HAmMpsMKY pyxXy Ta oOpi€eHTalii MepcoHaka HAATO MPOTHIIEKHI
(OppositeVectors() < -0.5), Buxknukaerbes Meron StopWallRun(), sikuii npunuHse Oir
IO CTIHI.

TaitMep 00Me:KeHHSI TPUBAJIOCTI:

Sxmo akTuBOBaHO MeTOJ| 3aBepieHHs 3a TaiiMepom (CancelWallRunMethod.Timer),
yac Oiry mo cTiHi noctynoBo 3meHlryetscsi (wallRunTimer). Komu Taiimep nocsirae
HYJIS, IEPCOHAX BIAMITOBXYEThCS BiJ CTIHU 3 iMmysibcoM (stopWallRunninglmpulse),
MICJISt 4OTO OIT MO CTiHI TPUITUHSAETHCS.

I'paBitanis:

['paBiTariiss moxke OyTu yBIMKHEHa ab00 BUMKHEHA B 3aJIe)KHOCT1 BiJ HaJaIlTyBaHb
(useGravity). Skimo nepcoHak BTpayae BUCOTY ITiJ1 9ac OIry IO CTiHI, JI0JA€ThCS CHjla
npotunii rpasitamii (wallrunGravityCounterForce), sixka 103BOJIsi€ 3MEHIIUTH BIUIMB
rpaBiTallii 1 MATPUMYBATH CTaOUTLHUN PYX MO CTiHI.

OO0mexeHHsI IIBUAKOCTI:

HIBuaKiCTh TIEpCOHAXKa OOMEXYETHhCS O MaKCHMalbHOI, BCTAHOBJICHOI Al OIry MO
criri (MaxWallRunSpeed), 11100 yHUKHYTH HEKOHTPOJIHOBAHOTO MTPUCKOPEHHS.
Kopexuisi pyxy no crinu:

S0 nepcoHaXk He PyXa€eThCsl B HAMPSIMKY BIAMOBIAHOI CTiHU (MpaBoi abo JiBoi), 10
HBOTO TIPUKIAIAETHCS CUJIA, [0 TPUTUCKAE HOTO 110 CTIHU (Y HAIPSIMKY MPOTHIICKHOMY

HOpMaJIi CTiHHU), 00 YHUKHYTH NEPETIaCHOTO MaliHHS.
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o JlogaBaHHSl CHJIU PYXY:

[TocTiiftHO TOAAETHCA CHUJIa y HATIPSMKY OIry IO CTiHI JUIS IATPUMAHHS PyXYy.

2.1.5Tak

Meton StartGrapple() (zus. Jlictunr 2.5) peanizye GyHKI[IOHAT BUKOPUCTAHHS raKa JIst
IIBUKOTO TIEPEMIIIEHHSI TIepCOHaka 10 3afaHoi Touku. lle gomae auHAMIYHOCTI [0

reMILIeIO, T03BOJISIOYH TPABIIIO A0JIAaTH 3HAYHI BIZCTaHI 200 MIBUAKO YHUKATH HEOE3MEKH.

private void StartGrapple ()
{
if (!grappleEnabled) return;
RaycastHit hit;

if (Physics.Raycast (weaponController.mainCamera.transform.position,
weaponController.mainCamera.transform.forward, out hit, maxGrappleDistance,
whatIsGround) )
{
grappling = true;
grapplePoint = hit.point;

joint = gameObject.AddComponent<SpringJoint>();
joint.autoConfigureConnectedAnchor = false;
joint.connectedAnchor = grapplePoint;

float distanceFromAnchor = Vector3.Distance (this.transform.position,
grapplePoint) ;

joint.maxDistance = distanceFromAnchor * 0.8f;
joint.minDistance = distanceFromAnchor * 0.25f;

joint.spring grappleSpringForce;
joint.damper = grappleDamper;
joint.massScale = 4.5f;

events.OnStartGrapple?.Invoke();// Perform custom methods
if (grappleSounds.startGrappleSFX)

SoundManager.Instance.PlaySound (grappleSounds.startGrappleSFX, 0,
0, false, 0);

Jlictunr 2.5 Peanizaiiis raxy.

IDrcepeno: Aesmop
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OcHOBHI 0COOIMBOCTI peaizarlii:
1. AxkTHBalis MexXaHiKH
[lepeBipsieTbesi, 4M BKIIOYCHHWN Trak depe3 3miHHy QrappleEnabled. Skmo rax
HEJIOCTYIMHUN, METOJ| 3aBepiiuThcs 0Oe3 Aii. BukopucroByerhes Raycast, 1100
BH3HAUMTH TOYKY 3adervicHHs (grapplePoint) B Mexax MakCUMalbHOI TUCTAHIIIT
(maxGrappleDistance).
2. Inimiaaizauig raka
CtBOproeTbcst KOMIOHEHT SpringJoint, skuii 3abe3nedye (Gi3udyHMA 3B’SI30K MIXK
NepcOHaKeM 1 TOUYKOW 3auervieHHs (grapplePoint). BcTaHOBIIOIOTHCS MapaMeTpu
3'€IHaHHA:
o MmaxDistance: makcumanbHa BiJCTaHb, Ha SKIH MEPCOHAK MOXKE 3aJIMINATHCS
IPUKPITUUICHUM.
o MminDistance: miHiMajbHa BiJICTaHb, IO SKOT IIEPCOHAXK MOYKE HAOIU3UTHUCS.
o Spring: cujia HaTATYBaHHS Tpoca.
o damper: amopTu3allis, 110 3MEHIIIY€ KOJIMBAHHS TPOCa.
o MassScale: BB Macu mepcoHa)ka Ha MOBEIIHKY TpOCa.
3. AynioedexTHn Ta momii
BinTtBoproeTbcss  3ByK  MOYaTKy BHKOpHUCTaHHS Taka d4epes SoundManager.
Buxnukarotecst momii 3 events.OnStartGrapple, ski MoxyTh OyTH BHUKOpHCTaHI IS
HaJAIITyBaHHA JOJATKOBUX Jid, TakuX sIK Bi3yadbHl edextu abo 1iHII mii, 110

CYIPOBOJIKYIOTh aKTUBAIIII0 MEXaHIKH.

2.2 Peanizanis 30poi

Peasnizarnisi MmexaHiku 30poi 0a3yeThCcsi Ha B3a€MOJIIi KUIBKOX KJIaciB 1 KOMIIOHEHTIB,
takux ik WeaponController, Weapon SO, Weaponldentification, 1 Bullet. OcnoBai yHKIIIT
BKJIFOYAIOTh CTPUIHOY, MPUIITIOBAHHS, TIEpe3apsaaKy, aHIMaIlio Ta poOOTy 3 JAOJATKOBUMH

edexTaMM, TAKUMH SIK Bijj1ada Ta CI1U KyJIb.
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2.2.1 OCHOBHi KOMIIOHEHTH 30poi

. WeaponController
OcHoBHHIA KJIac, SIKUM Kepye BCiMa acmekTaMu poOoTH 30poi:
o IlepemukaHHs MiX 30pO€IO.
o BiaTBopeHHs aHIMaIIii.
o Crpinb0ba (XiTckaH abo cHaps).
o Ilepesapska.
. Weapon_SO
ScriptableObject, 1o 30epirae napamerpu 30poi:
o Twum cTpinbOu (XiTCKaH, cCHapsI, OJMKHIN O1if).
o IIBuAKICTH KyJi, 4ac M1k NOCTPLIaMH, pO3MIp MarasuHy, €pekTd BUOyXiB TOILO.
o HamamryBanus npunimoBanns, FOV, ta Bignaui.
. Weaponldentification
[IpuB'sa3yerbes 1o npedada 30poi 1 103B0JIsI€E BUKOPUCTOBYBATH 1i B Ipi:
o Touxa Bunboty Kydi (FirePoint).
o CywmicHi Mmonuikanii, Taki sIK TIyIIHUKA, TPHUIIUIA TOILIO.
Bullet
Peanizarisi xymi, sika BpaxoBy€ TPAEKTOPIiIO, IIKOIY, paBiTallito, BUOyXu Ta e(heKTH

B3a€EMO/IT 3 IHIIIMMH 00'€KTaMHU.
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2.2.2 Peanizanisi cTpisin0ou

Mertopa XiTCKaH CTpinbOu 3a0e31euye MUTTEBE BUSBIICHHS IONIAIaHHs CHapsAa B 00'€KTH
(Hampuknaa, JUis CHaWIMEpChbKUX TBUHTIBOK ab0 micToiyeTiB). Peamizaiiss mbOoro MeTomy
3IIMCHIOETBCS 32 JIOTIOMOTOr0 BHKOpUCTaHHs Physics.Raycast mis Bu3HaueHHs momnajaHHS

KyJii B 00'ekT (uB. JlicTuar 2.6).

private void HitscanShot ()
{

events.OnShoot.Invoke() ;
if (resizeCrosshair && UIController.instance.crosshair != null)

UIController.instance.crosshair.Resize (weapon.crosshairResize * 100);
Transform hitObj;

//This defines the first hit on the object
Vector3 dir = FPS ProjectUtilities.GetSpreadDirection (spread,

mainCamera) ;
Ray ray = new Ray(mainCamera.transform.position, dir);

if (Physics.Raycast(ray, out hit, weapon.bulletRange, hitLayer))
{

float dmg = damagePerBullet * stats.damageMultiplier;

Hit (hit.collider.gameObject.layer, dmg, hit, true);

hitObj = hit.collider.transform;

if (hit.transform.TryGetComponent<Rigidbody> (out Rigidbody rb))
{
rb.AddForceAtPosition(ray.direction * 10, hit.point,
ForceMode.Impulse) ;

}

//Handle Penetration
Ray newRay = new Ray(hit.point, ray.direction);
RaycastHit newHit;

if (Physics.Raycast (newRay, out newHit, penetrationAmount, hitLayer))
{
if (hitObj != newHit.collider.transform)

{
float dmg = damagePerBullet * stats.damageMultiplier *

weapon.penetrationDamageReduction;
Hit (newHit.collider.gameObject.layer, dmg , newHit, true);

}
}

// Handle Bullet Trails
if (weapon.bulletTrail == null) return;

foreach (var p in firePoint)

{

TrailRenderer trail = Instantiate (weapon.bulletTrail, p.position,
Quaternion.identity);

StartCoroutine (SpawnTrail (trail, hit)):;
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Jlictunr 2.6 Peanizaiiist XiTCKaH CTpUIbOH.
Ircepeno: Aemop
Onrc MexaHIKH:
Ininianizanis Raycast:

o Hampsmok cTpinpOu BU3HAYa€THCA 32 JOTIOMOTOIO TOJIOBHOI KaMEPH MEPCOHAXKa
(mainCamera).

o Jlns aBTOMATU4HOI 30p01 BUKOPUCTOBYEThCS (YHKIIS Moaudikauii HanpIMKY
CTpITLOM 3 BpaxyBaHHAM po3IboTy Kyiai (Spread) mis 3a0e3meueHHs
peaTiCTUYHOCTI.

Bu3znaueHnHs nmomajaHHA:

o 3a gomomororo Physics.Raycast mepeBipsieTbcsi, Yu moTpanuia Kyjis B 00'€KT B
Mexax BU3HaueHoro naiana3zony (bulletRange).

o SIKmIo momagaHHs BinOys0cs, BUKIMKAaeThess MeTo 1 Hit(), 1o 3acTocoBye mKoay
710 00'eKTa Ta 1HIIIIOE BIAMOBIIHI Bi3yabH1 Ta Pi3uuH1 eexTu.

E¢exru kyJi:

o Jnsa BigoOpakeHHs TPA€eKTOPIl Kyl BUKOPHUCTOBYIOThCS ciigu Kymi (Bullet
Trails), mo gonaroTbes yepe3 komnoHeHTy Tuny TrailRenderer.

o JlomaTkoBO MOXYTb OYyTH BHUKOPUCTaHI Bi3yasibHI €EKTH, TaKl K YACTUHKUA YU
e(eKTH KPOBi, 3aJIKHO Bl TUITY 00'€KTA, 1110 OYB Bpa>KEHUH.

lonarkoBi jii:

o Ilpm cTpinpbi BUKIMKAaIOThCA Tonii dYepe3 events.OnShoot, mo m03BOJsIE

BIJICTTIIKOBYBaTH CTaTUCTHKY, BIATBOPIOBAaTH aHIMallli 4M 3BYKOBI e(eKTH,

MOB'sA3aH1 3 TOCTPUIAMHU.
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2.2.3 Peanizanis animaiiii Ta nepe3apsaiaku

[Iporiec mepe3apsaKy 3aJeKUATh BiJ THIy MEXaHI3My Tepe3apsaKd, HampuKIa,
CTaHAAPTHOTO Tiepe3apspkeHHs abo meperpiBy 30poi. Cuctema BUKOPUCTOBYE aHIMAIIIl JJIs
Bi3yaslizallii [[bOTO MPOIIECY, a TAKOXK YMpaBJsiE€ KIIBKICTIO Ha00iB B Mara3uHi (quB. JIicTUHT

2.7).

private IEnumerator DefaultReload()
{

// Play reload sound

SoundManager.Instance.PlaySound(id.bulletsLeftInMagazine == ?
weapon.audioSFX.emptyMagReload : weapon.audioS¥FX.reload, .1f, 0, true, 0);
reloading = true;

yield return new WaitForSeconds (.001f);

// Play animation
FPS ProjectUtilities.PlayAnim("reloading",
inventory[currentWeapon] .GetComponentInChildren<Animator>());

// Wait reloadTime seconds, assigned in the weapon scriptable object.
yield return new WaitForSeconds (reloadTime) ;

// Reload has finished
events.OnFinishReload.Invoke () ;

canShoot = true;
if (!reloading) yield break;

// Run custom event
events.OnReload.Invoke () ;

reloading = false;

// Set the proper amount of bullets, depending on magazine type.
if (!'weapon.limitedMagazines) id.bulletsLeftInMagazine = id.magazineSize;
else

{
if (id.totalBullets > id.magazineSize) // You can still reload a full

magazine
{
id.totalBullets = id.totalBullets - (id.magazineSize -
id.bulletslLeftInMagazine) ;
id.bulletsLeftInMagazine = id.magazineSize;
}
else if (id.totalBullets == id.magazineSize) // You can only reload a

single full magazine more

{

id.totalBullets = id.totalBullets - (id.magazineSize -
id.bulletsLeftInMagazine) ;
id.bulletsLeftInMagazine = id.magazineSize;

}

else if (id.totalBullets < id.magazineSize) // You cant reload a
whole magazine
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id.magazineSize)

id.totalBullets;

id.totalBullets

id.totalBullets - ToAdd;

int bulletsLeft = id.bulletsLeftInMagazine;
if (id.bulletsLeftInMagazine + id.totalBullets <=

{
id.bulletslLeftInMagazine = id.bulletslLeftInMagazine +

if (id.totalBullets - (id.magazineSize - bulletsLeft) >= 0)
id.totalBullets - (id.magazineSize - bulletsLeft);
else id.totalBullets = 0;

}

else

{
int ToAdd = id.magazineSize - id.bulletsLeftInMagazine;
id.bulletslLeftInMagazine = id.bulletsLeftInMagazine + ToAdd;
if (id.totalBullets - ToAdd >= 0) id.totalBullets =

else id.totalBullets = 0;
}

Jlictunr 2.7 Peamizanis aHiMalii Ta nepe3apsaki
IDrcepeno: Asmop

Onuc MexaHIKu:
Inimianizanis nepe3apsaaku:
Konu po3nounHaeThesl nepesapsiika, cucTeMa IepeBIps€e, Yd € MaTPOHU B MarasuHi.
S0 Mara3uH MOpoXkKHIHM, BIITBOPIOETHCS 3BYK VISl TOPOKHBOTO Mara3uHy, a sKIo Hi
— 3BYK JJI 3alIOBHEHOTO Marasuny. I[icist Hboro akTUBY€EThCS aHIMalllsl IEpe3apsiiKu
yepe3 KOMIOHEHT Animator.
Yac nepe3apsiiku:
[Ticns 3amycKy aHimallli cucTeMa YeKae 3a/IaHuii Yyac nepe3apsaku, SsKui BU3HAYA€ThCS
yepe3 mapametp reloadTime. Ileir wac 3aTpuMye BHUKOHAHHS KPOKIB, TOKH HE
3aBEPIINUTHCS MPOLEC MEPE3APSIIKY.
3aBepuIeHHs Mepe3apsAIKHu:
[Ticas 3aBepieHHS 3aTPUMKHU BUKIUKAETHCS TMOMAIS, KA BKAa3ye Ha 3aBEpPUICHHS
nepe3apsakd, 1 BIAHOBIIOETHCS MOXIHMBICTH CTpUTbOM. CHUCTEMa TaKOX KOPHUTYE
KUIBKICTh HA0OTB y Mara3uHi 3rilHO 3 JOCTYITHUMHU MMaTPOHAMHU, B 3aJIEKHOCTI BIJ] TUITY
Mara3uHy (0OOMeXeHH Yu He 0OMEKEHUH ).

Oco0uBoOCTI 1)1 00MEKEHUX MATra3uHIB:
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SIkmo MarasuH oOMeKeHMH, KIJIbKICTh HA0OIB B Mara3uHl OHOBJIFOETHCSI TAKUM YHHOM,
mo0 He NEPEBUIIUTH €MHICTh MarasvHy, B 3aJIe’KHOCTI BiJ TOro, CKUIbKM HaOOiB
3QMITUIOCH Y 3amaci. SIKIo MaTpoHIB HEAOCTATHBO IS 3alOBHEHHS MarasuHy,

3QJIMIIIOK JIOJIA€THCS 10 HAsBHUX HA0OIB y MarasuHi, a peira 30epiracTbcs B 3amaci.

33



BucHoBkmu 10 po3aiay 2

VY pesynbTaTi peanizanii MEXaHiK pyxy Ta CTpUIbOU JIJIsl MepcoHa)ka OyJo TOCSTHYTO
BHCOKOI PIBHOCTI Ta THYYKOCTI y TOBEIIHIII MEPCOHAXA il 9ac B3aEMO/IIi 3 HABKOJHMIIIHIM
CEPEIOBUILIEM.

MexaHika pyxy 3a0e3nedye peaqiCTUUHy B3a€MOJIII0 3 HABKOJMUIIHIM CEpPEeIOBHUIIEM
3aBASKA TAaKUM MEXaHi3MaM, SK KOB3aHHS, OIr 1O CTiHAX, 1 BHKOPWUCTAHHS Taka IS
nepeMiiieHHs. 1[I ereMeHTH BHOCSATH B TPy AMHAMIYHI MOMEHTH Ta J03BOJISIOTH T'PaBIIEBI
IIIBUIKO aJaNTyBAaTHCS 10 3MIHFOBAHUX YMOB T'PH.

Crpinpba Oyna peanizoBaHa 4Yepe3 MEXaHI3MHU XITCKaH Ta CHapsIH, IO JO3BOJISIE
BapiIOBaTU CTUJIb TPU Ta HAJIA€ KOXKHOMY BHJIY 30pOi CBOIO YHIKQJIBbHICTh. XITCKaH JJ03BOJISIE
JOCSTTA BUCOKOI TOYHOCTI NMPU BUKOPUCTAHHI CHAWIEPCHKUX TBHHTIBOK, TOAl SIK CHapsaHa
CTpiJibOa JO3BOJISIE BAKOPUCTOBYBATH OUJIBII CKJIAJIHI TPAEKTOPIi Ta eheKTH.

AHiMaIlis Ta nepesapsiaka J0/1al0Th BidyaiabHl €eKTH, 10 MOKPAIIyIOTh 3aHYPEHHS Y
rpy. 3aCTOCYBaHHA PI3HUX aHIMallW JIJIs IPOLIECY Mepe3apsAIKH MIABUILY€E PEATICTUYHICTh Ta
IHTYITUBHY 3pO3YMUIICTh JAiil rpaBIls, 3a0€3MeUy0UH IJIABHICTh 1 0€3MEePEIKOIHICTh IrPOBOTO
POIIECY.

Peaiizariiss BCiX IMX MeEXaHIK JIO3BOJIMJIA CTBOPUTH 1HTEPAKTHUBHUN Ta JUHAMIYHUUN
ITpOBUIA TIPOIIEC, KU aIaNTy€eThCS O BUMOT TPaBIIS Ta J03BOJISIE TIHOIIE 3aHYPUTHCH Y CBIT

IpH.
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PO3/ILI 3. PEAJII3BALIISI B3AEMO/III 3 CEPEJJOBHUIIEM

VY oMy po3JIiJIi pO3TIISAAETHCS POIIEC peati3allii MeXaHiK B3a€MO/Iii 3 HABKOIHUIITHIM
CEPEIOBUIIEM Yy KOHTEKCTI po3poOKu irpoBoi cuctemu. OCKITLKH CYy9acH] BiCOIrpH 3HAYHOIO
MIpOI0 30CEPEKYIOThCS HAa 1HTEPAKTUBHOCTI, OCOOJMBO Ha B3a€MOJIi TI'paBId 3 PI3HUMHU
00’€KTaMH B I'POBOMY CBITi, BaKJIMBOIO YAaCTUHOIO € MpaBUJIbHA peajizallisl TaKUX acleKTiB,

AK iHTEep(eic KOpUcTyBaya, eJIeMEHTH B3aeMoii Ta mTydHui inTenexT (LLT).

3.1 Peasizanis inTepgeiicy

Peanizaris intepdeiicy kopuctysaua (Ul) 3abe3neuye 3pyunuii goctymn 1o iHdopmartii
PO CTaH IpaBIls, 30pOr0, B3aEMOIII0 3 00’ €KTaMU, a TAKOK Bi3yasIi3alliio Mporpecy reimIuiero.

Knac UlController BiamoBigae 3a ynpaBiiHHA eleMeHTaMH iHTep(dency, TAKUMH SK ITaHeThb

3110poB's, Oo€3amnac, 1HAMKaTOp B3a€MO/II1 Ta BIIOOPaKEHHSI IOCBITY.

Puc. 3.1. Ckpinmor 3 iHTepdericoM rpu

IDicepeno: Aesmop
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3.1.1 OcHoBHi kKOMNIOHEeHTH iHTepdeiicy

[aTepdetic kopucTyBaya B IFpOBOMY MPOEKTI BUKOHYE (PYHKIIIO Bizyajisallii CTaHiB
IPaBIl, BIIOOPAKECHHS MOTOYHUX IMOKA3HUKIB, a TaKOX 3a0€3MeYeHHS 1HTEPAKTHBHOCTI 3
00’exTamu irpoBoro cepefouiia. Kirac UlController Binmosigae 3a auHaMiuHe OHOBJICHHS Ta
yIpaBJIiHHS yciMa KIFOUOBUMH €JIeMEHTaMH 1HTepdeicy.

1. Cucrema inauKauii 310poB’s Ta 3aXUCTY

Bisyaunizaiiist piBHsS 340pOB’s Ta IIUTa peajli3oBaHa 3a JIOIOMOror koMmoHeHTiB Slider
i TextMeshProUGUI. B 3amexnocti Bin HamamrtyBanb (barHealthDisplay Ta
numericHealthDisplay), inTepdetic Moxke BimoOpaXkaTH JaHi y BUIJISIII KA a00 YMCIIOBUX
3HauYeHb. Y pa3l OTpUMaHHS IIKOAUM a00 BIAHOBIIEHHS 370pPOB’S, KOJBOPU I1HIUKATOPA
(healthStatesEffect) 3MiHIOIOTBCS — BIANOBIIHO JO THIY BIUIABY —  HaNpPUKIIA],
BukopuctoByeThess damageColor mpu ymkomkenni Tta healColor npu mikyBanHni. Takox
nepe0adeHo MOCTyIOBE 3racanHs epeKTy 3 BUKOpUcTaHHIM napametpa fadeOutTime.

2. BinoOpaxenHns 6oenpunaciB Ta crany 30poi

I'padiuni enementn bulletsUl ta magazineUl neMoHCTpYIOTh MOTOYHY KIiJIBKICTh
NaTPOHIB Yy Mara3uHi Ta 3arajpHuil 0oe3anac. IkoHka akTHBHOI 30poi (currentWeaponDisplay)
OHOBIIIOETHCSI 3TITHO 3 BHOpaHor Mojeuio 30poi. [ns 30poi 3 MEXaHIKOI MeperpiBy
peanizoBaHo okpemuit iHgukatop (overheatUl), skuii 3MiHIO€ CBifi piBeHb 3allOBHEHHS
3aJIEKHO BiJ] CTYIIEHS HarpiBy.

3. B3aemogist 3 00'ekTaMu cepeaoBHUIIA

Komnonentn interactUl, interactText i interactUIProgressDisplay 3a0e3mneuyroTh
3BOPOTHHUM 3B’SI30K MpH HAOMMXKEHHI 0 00’€KTIB, 3 SKUMU MOXKHA B3a€EMOMISATH. TeKCT
JUHAMIYHO OHOBIIIOETHCSI HAa OCHOBI Ha3Bu abo Tumy o0'exkta. [HauUKatop mporpecy
(interactUIProgressDisplay) no3Bosisie Bi3yallbHO CIIOCTEPITaTH 3a XOA0M JIii, [0 BUKOHYETHCS

(HaTpUKIIaJ, BIAKPUTTS ABEPEH, MITHATTS IIPEaAMETa TOIIIO ).
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4. JlonaTkoBi ejjeMeHTH iHTepdeiicy
1. Inamkanis Bay4danb: [Ipu BiIy4aHHI y TPOTHMBHHMKA aKTUBYeTbcs hitmarker, sxwii
BIITBOPIOE Bi3yanbHUH €(DEKT, 10 3aJICKHUTh BiJl 30HH YPaXECHHS (HAIIPUKJIIA, TOJTOBHUI
MOCTP1I).
2. Killfeed: Crucok ocrannix BOuBcTB (KillfeedContainer) oHoBIIIOETECS aBTOMATHYHO
MIPU KOXKHOMY YCIIITHOMY 3HUIIEHHI TPOTUBHUKA.
5. Inmi gpynkmii
[atepdeiic Takoxk OXOIUTIOE MexaHiKy puBka rpaBis (dash), iHcmekmiro 30poi Ta
B3a€EMO/III0 3 €JIEMEHTaMH 1HBEHTapro. Bci BIAMOBIHI eeMeHTH 1HTepdeiicy 30epiraloTbes y
BIJMOBIAHMX KOHTCHHEpaX, sKi OHOBJIIOIOThCA dYepe3 moxii (event-driven model), mio

peanizoBaHi 3a I0MOMOroro Aeneraris Ta nmianucok Ha nojii (UIEvents).

3.1.2 Interpaunisi 3 FPSController

[aTepdeiic koprcTyBaya IHTETPYETHCA 3 OCHOBHOIO CUCTEMOIO YIMPABIIIHHS TPaBLEM
yepe3 FPSController, 3abe3nevyroun MoCTiHHUN OOMIH JaHUMH MiXK CTaHOM MEPCOHAXKa Ta
B1I0OpaKEHHAM aKTyallbHOI 1H(pOpMallii B eleMeHTax iHTepdeicy. Lle 103Bosisie onepaTuBHO
B1100OpakaTu 1H(OpMaIio Npo 310poB’s, boe3anac, cTaH 30poi, B3aEMOJIIIO 3 00’ €KTaMu Ta
1HIII TTOKa3HHUKH, 110 BINIMBAIOTH HAa TECHMILICH.

OCHOBHI eTanu 1HTerparii:

1. Miakja04YeHHs 10 TPaBUS:

[HTerpamiss peanmizyeTbCsi LUISIXOM  OTPUMAaHHA MOCHJIAHHS HAa  KOMIIOHEHT

PlayerMovement, uyepe3 SIKMil OTPUMYIOTHCS OCHOBHI JlaHI IpPO CTaH MEepCOHaXka,

30KpeMa MOTOYHE 3/I0POB’ s, BUTPUBAJIICTh, OO€3amac, cTaH 30poi Ta iHIII TapaMeTpPH.

2. OHoBJIeHHH iHTep(eiicy B peajbHOMY 4aci:
o Y xmaci UlController sukopuctoByerbess meron Update(), 1o Bimmoimae 3a

MOCTiiHE OHOBJICHHSI CTaHy 1HTEep(ECy BIMOBIAHO 10 aKTyalbHUX JaHUX.
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o BigoOpaxkeHHs IaHUX 3IIACHIOETHCS 32 PAXYHOK PEryJsipHOTO OTpUMaHHS
iH(opMalrii 3 IHIITMX CUCTEM I'PH, 30KpeMa 31 CUCTEM 370pOB’s, Ooe3amacy, 30poi
Ta B3a€MOJII 3 00’ €KTaMHU.
3. Ionii inTepgeiicy (Ul Events):
Jlnst  3a0e3medeHHs] AWHAMIYHOI B3a€EMOJIi MK KOMIIOHEHTaMHu iHTepdency
BUKOPUCTOBYEThCS cuctema noi UIEvents, sika 103Bojsie pearyBatu Ha 3MiHU CTaHy
B rpi. Hanmpukma;
o BuxopuctoByerbcst  moxis  UlEvents.onHealthChanged, 1mo  oHnoBmro€e
BiJI0OpaK€HHsI TTaHeJ 1 3/J0pOB’ sl IPU OTpUMaHH1 a00 BTpaTi IIKOJIH.
o Iomis UlEvents.onBulletsChanged BUKOpPHCTOBY€EThCS JJIi CBOEYACHOTO
OHOBJICHHS 1H(pOpMaIlii npo 6oe3anac Ha IHTEpPEIiCI.
Takox ciij1 3a3HaYUTH 0COOJIMBOCTI peari3alii:
1. MoayabHiCThb:
ApxitekTypa iHTepdericy noOyaoBaHa TAKUM YMHOM, LIO JIO3BOJISIE JIETKO 3MIHIOBATH
a0o 3amiHtoBaTH okpemi eremeHTH Ul 6e3 HeoOX1THOCTI 3MIHM 3arajbHOi CTPYKTYpH
CUCTEMH.
2. I'myukicTb BigoOpakeHHs:
o Cucrema marpumye poOoTy K 3 TEKCTOBUMH, TaK 1 3 Tpa(iuHUMH €JIeMEHTaMu
1HTEepdeEicy.
o IuTepdeiic amanTyeTrbcs 0 PI3HUX CTWIB TpU, 3a0€3MeUyroud 3PY4HICTh
COPUMHATTS 1H(OpMAILIlT HE3aJIEXKHO Bl IrPOBUX YMOB.
3. Cucrema nopuiii:
Buxopucranns moji€Boi Mojeni CHOpolrye€ OOMiIH JITaHUMH MK  OKPEMHUMH
KOMITOHEHTaMH, 3MEHIIYIOYM 3aJeXKHICTh MIDK HHUMH, II0 CHOPHUSE TMiABUILICHHIO
THYYKOCTI Ta MacIITaDOBaHOCTI MPOEKTY.
3aBAskd Takiid 1HTerpauii iHTepdeic kopucTyBaya 3abe3nedye rpaBls aKTyalbHOIO
iH(pOopMaIli€I0 PO CTaH TPU B pealbHOMY 4Haci, 110 MO3UTUBHO BIUIMBAE Ha 3PYYHICTH Ta

IUHAMIYHICTh TEUMILIEIO.
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3.2 PeaJrizaist eJieMeHTIB B3acMOIil

Enementn B3aeMomii moAarOTh IHTEPAKTUBHOCTI IO IrPOBOTO  CEpPEIOBHIIIA,
3a0€3Ieuyoun IPaBIl0 MOXKJIMBICTh BILUTUBATH HA 00'€KTH, TakKi SK SIIUKH, BUOYXOB1 OOUYKH
abo criemiagbHI MeXaHI3MH (HampuKiIaa, cTpuOKoBi Tuiatgopmu). Peamizarist Takux 00'€KTiB
IPYHTYETBhCS HAa MOJYJIBHOMY MiJXO/1, SKHUH J03BOJISIE BUKOPUCTOBYBAaTH 0a30Bl KJIAcH 1

PO3IIMPIOBATH X ITiI KOHKPETHI 3aBIaHHS.

3.2.1 Peanizauis pyiiHyBaHHA 00’€KTIB

Kiac Destructible (nuB. Jlictunr 3.1) € 6a30BuM 111a0J10HOM 1715 peatizaliii 00’ €KTiB, 1110
Ti/JIATAIOTh 3HMINEHHIO Y BipTyaJbHOMY CEpeloOBHINI rpH. Moro ocHOBHa MeTa — HaJaTH
yHIBepcaJabHuM 1HTEepdenc I B3aeMOIIi IrpOBUX 00’ €KTIB 31 CUCTEMOIO IMOIIKO/KEHb, 110
J03BOJISIE TTIOBTOPHO BUKOPHCTOBYBATH KOJ| Y MEXKaX PI3HUX THUINB 00’€KTIB (HANPHUKIAL,

SIIHUKIB, 00YOK, Oy 1IBEJIb, TEXHIKH TOIIO).

public class Destructible : MonoBehaviour, IDamageable

{
float health;
[Tooltip("Initial health of the destructible"), SerializeField] protected

float maxHealth;

[Tooltip ("Instantiate something cool when the object is destroyed"),

SerializeField]
protected GameObject lootInside;

[SerializeField] protected AudioClip destroyedSFX;

// Set health
private void Start () => health = maxHealth;

private void Update ()

{
// Handle destruction

if (health <= 0) Die():
}

// Handle damage, have in mind that this is also IDamageable
public void Damage (float damage, bool isHeadshot) => health -= damage;
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public virtual void Die ()
{
if (lootInside != null) Instantiate(lootInside, transform.position,
Quaternion.identity);
Destroy (this.gameObject) ;
}

Jlictunr 3.1 Peanizaiis pyiiHyBaHHS 00’ €KTiB
Ircepeno: Aemop

OcHoBHUM mapameTpoM Kkjacy € 3MmiHHa maxHealth, mo Bu3Hadae mnouyaTkoBHIA
(MakcUManbHUN) pPiBEHb 370pOB’s 00’€kTa. Y mpoIleci iHimiamizamii MOTOYHE 3HAYCHHS
310pOB’sl 00'€KTa BCTAHOBJIIOETHCS BIAMOBIIHO J0 1OTo mapamerpa. Hagam koxxHOTro pasy,
KOJIU O0’€KT OTPHMYE IIIKOJYy, HOTO 370pOB’S 3MeHIyeThes. Llelt mporec peamizyerbes
IUISIXOM BUKJIMKY CIEHIaJIbHOTO METOoay, sikuil BiamoBimae iHTepdeiicy IDamageable, mio
3abe3rneuye yHI(pIKOBaHUHN CIOCIO HAaHECEHHs IITKOJIW HE3aJeKHO BiJI KOHKPETHOI'O THITY
00’€eKTa.

VY pasi nocsrHeHHs a00 MEPEBUILEHHS KPUTHYHOIO MOPOry (TOOTO, KOJM 3HAYEHHS
3JI0POB’Sl CTa€ MEHIIUM a00 JOPIBHIOE HYJIIO), BUKOHYETHCS MPOLIEypa 3HUIICHHS 00’ €KTa.
Bona peanizoBana B Meroai Die, sikuil Moxe OyTH NepeBU3HAYCHHUM y MOXIAHUX Kiacax Jyis
po3mpeHHs (yHKIIOHAIBLHOCTI. Y 0a30Bid peanmizallli meii MeToj BiAmoBigae 3a ¢hi3udyHe
BHJTAJICHHS 00’ €KTa 31 CIICHH, a TAKOXK MOXE 1HIIIFOBATH MOSIBY JI0JATKOBUX €(PEKTiB, 30KpeMa
reHepalliio JIyTa — Bi3yaJbHOro a00 IrpOBOT0O €JIEMEHTY, 10 MOXe OyTH 310paHUM IpaBlEM
(manpukan, OOHYCH, peCypcH, MaTPOHHU TOIIO). s 1[bOTO BUKOPUCTOBYETHCS TOMEPETHBO
Bu3HaueHUi 00’ekT lootlnside, skuii mpu 3HUIIEHHI CTBOPIOETHCS y TMO3UIIII 3HUILEHOTO
00’exTa.

Takox nepeadaveHa MOKIUBICTh BIATBOPEHHS 3BYKOBOTO €PEKTY Y MOMEHT 3HUIIICHHS
(destroyedSFX), mio mnocwitoe BidyalbHO-ayJlaJIbHE CHPUUHATTS MOl Ta TIOKpaIllye
3arajJbHUM ITPOBUIA TOCBIJ.

Knac  moOynoBanuii 3  ypaxyBaHHSM  NPUHLIMIIB 00 €KTHO-OPIEHTOBAHOTO
MporpamMyBaHHs, 30KpeMa HACIITyBaHHS Ta 1HKAICYJISIIIT, 110 A€ 3MOTY PO3POOHHUKAM JIETKO

po3iproBaTy 0a30BYy MOBEAIHKY 1]l MOTPEON KOHKPETHOTO irpoBoro mpoiecy. Hanmpukian,
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ycnaakoByroun Destructible, MojkHa peanizyBaTH crieiiaiaizoBaHi 00'€KTH, SIK1 PU 3HUILICHHI
3MIHIOIOTh OTOYEHHS, BUKIMKAIOTh HOBI Mojii a00 BIUIMBAIOTh HA MOBEIIHKY 1HIIHX

MEPCOHAXIB.

3.2.2 Peasizanist 00’cKkTiB B3acMoil

VY mexax irpoBoi MexaHiKH, KpiM 3arajibHoro Kiacy Destructible, peamizoBano Hu3sky
crienia3oBaHuXx 00'€KTiB, SKi MalOTh 1HAWBIyaIbHY IMOBEIIHKY MPH 3HUIIIEHHI 200 B3a€MO/I1i
3 rpaBieM. Lli 00'ekTn He nuIIe ypi3HOMAHITHIOIOTH TeMMILIEH, a i BUCTYNalOTh 3aco0aMu
3BOPOTHOTO 3B 53Ky, IO MIJICHIIOIOTh BITUYTTS (PI3UYHOI MPUCYTHOCTI B IrPOBOMY CBITI.

1. Sluuxu (Crate)

SMWKY € TPOCTUMH CTATUIHUMU 00’ €KTaMU, sIKI MOYKHA 3HHUIIUTH B PE3yJIbTATI BILTUBY
rpaBIlsg a00 1HIKX (PakTOpiB (HAMPUKIIAA, TOCTPUTY YM BHOYXY). BoHUM HachiayroTh 0a30BHil
kiac Destructible Ta maroTh Taki 0COOIUBOCTI:

o T'enepauis ayry: [licis 3HUIIEHHS 00’€KTa 3 HHOTO MOXKE BUIAJATH JIyT — KOPHUCHI
IpeIMEeTH, K1 MOKe MiAI0paTu rpaBelp (0oenpunacy, pecypcu, MOHETH TOIIIO).

o Bidyanbni edexTn: 3HUIIEHHS CYNPOBOJUKYETHCA MOSABOIO YJAMKIB a00 1HIIMX
JNEKOPaTUBHUX 00’ €KTIB, IO MIJIBUILYE Bi3yadbHYy TOCTOBIPHICTH MO/IIi.

o 3BykoBuii cynposin: JlomatkoBuii 3BYKOBHIl €(dEKT CTBOPIOE BIAUYTTS (hi3HUUHOT
B3a€EMO/II1 Ta MOKpAIIy€e 3arajibHe 3aHYPEHHS B IFPOBUH TpoIIEC.

2. Bubyxosi 6ouxu (ExplosiveBarrel)

Bouku 3 BUOYXiBKOIO BUKOHYIOTh TIOJIBIITHY (PYHKIIIIO: € SIK 00’ €KTOM CEepeIOBHIINA, TaK
1 JDKEpEJIOM BTOPUHHOI IIKO/TH. [XHst TOBeIiHKA BU3HAYAETHCS pAIOM 0COOJIMBOCTEI:

o BubyxoBa xBuiasi: Y MOMEHT 3HUIICHHS T'€HEPYETHCS IMIYJbC (DI3UUHOT CHIIH, KU
BIUIMBAE Ha BCl (Pi3M4YHI 00’€KTU y BU3HAUCHOMY paniyci. Lle mo3Boisie, HaNpUKIa,
BIJIINITOBXHYTH 1HII 00’ €KTH 200 MOBAJIUTH BOPOTIB.

o Ilxoma 3a paaiycom: Yci 00’eKTH B 30HI ypaK€HHS OTPUMYIOTh ULIKOAY, SKa
3MEHIIIYETHCS POIMOPLIIHO A0 BIACTaH1 BiJ] €MILIEHTPY BUOYXY, 1110 IMITY€ pealiCTUUHY

MOJIeb (PI3UYHOTO BILJTUBY.
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BizyaabHa ckiagoBa: BuOyx cynmpoBOKy€eTbCs €peKTaMu YaCTUHOK (JIMM, BOTOHB) Ta
3MIHOIO BI3yaJIbHOTO CTaHy o00'ekTa (HanpukiIaa, oOropija IOBEPXHsS, 3HUKHEHHS
MOJIEII).

3. Ctpudkosi miaardopmu (JumpPad)

Ha BinMiny Bij 3HHIYBaHUX 00’ €KTiB, utardopmu tury JumpPad He pyliHyrOThCS, ane

BUKOHYIOTh POJIb MEXaHIYHOT B3a€MO/IIT 3 TPaBIeM, TO3BOJIAIOUN HOMY 3MIHIOBATH MO3ULIIO Y

IPOCTOPI:

BeprukaibHe Ta ropu3oHTa/ibHe NpuUckopeHHs: IlinatdhopmMu MOXyTh 3amaBaTH
HamnpsMOK PyXy IpaBlLis MPH TOPKaHHI, L0 pealli3yeThCsl Yepe3 AOJaBaHHS CHIIU 10
xommoHeHTa ¢izuku (Rigidbody) nmepconaxa.

I'nyukicTs HamamTyBanb: [lapameTpu cuiii NOIWITOBXY, HAMPSMKY Ta TPUBAJIOCTI il
MOXYTbh OyTH 3MiHEH1 BpyuHY ab0 aJanToBaHi 10 PiBHS CKIIAHOCTI.

Pi3Hi pexxumu opienranii: Hanpsamok momroBxy mMoxe 0a3yBaTHCs Ha JIOKAJIbHIA OCi
1aTGOopMH, HAIPSIMKY MOTJISATY TEPCOHAKa a00 MOro NOTOYHOMY pyXy, IO 3a0e3neuye

aJ1alITUBHY HOBGI[iHKy.

3.3 Peanizanis Boporis Ta 11

OnHi€ro 3 KIIFOUOBHX CKJIAIOBUX CYYaCHHUX IHTEPAKTUBHUX 1TOP € HAsIBHICTh BOPOT1B, SIKi

HE JIMILE CTBOPIOIOTH MEPEIIKOIM AJIA TpaBlls, a ¥ 3HAYHO 30aradyyroTh ITPOBHUI IMPOIIEC

3aBASKA JTUHAMIYHOCTI, BUKJIMKY Ta €JIeMEHTy HerepeadauyBaHoCTi. i 11boro HE0OX1THO

peanizyBatu eexTuBHy cucteMy mry4dHoro iHTenekty (1), sxa qo3Bossie irpoBuM areHTam

— BOpOraM — aBTOHOMHO (DYHKIIIOHYBaTH y BIpTyaJdbHOMY CEpPEIOBMILI, pearyro4u Ha Aii

rpaBlis, 3MiHy OOCTaHOBKH Ta BHYTPIIIHI CTaHU.

V¥ mexax nanoro mpoekty LI mpoTuBHMKA peai3oBaHO yepes MOoeTHAHHS KOMIIOHCHTIB

EnemyAl ta Al, mo 6a3yroThcsi Ha BHKOpUCTaHHI BOyqoBaHMX 3aco0iB Unity, 3oxpema

NavMeshAgent, Animator, Raycasting ta o0po6iii komi3iid. Taka apXxiTekTypa T03BOJISIE

CTBOPUTH BOPOTIB, SIKI BMIIOTh ME€PECYBAaTUCh, BUSIBISATH TPaBLsl y MOJI 30pYy, BIJIKpUBATH
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BOTOHb, aTaKyBaTW Yy OJIM)KHbOMY 0010, 3MIHIOBATHM CTaHM (HANpPHKIIaA, NaTPYJIIOBAHHS,
MOIIYK, aTaKa), a TAKOXX IMHAMIYHO pearyBaTH Ha OTPUMAHHS IITKOIH.

Jlnst Mozienti BoporiB 6yJI0 B3TO TECTOBY MOJENb IepcoHaxkalll,

3.3.1 Peasizanis noBeainku

[loBeninka irpoBOro BOpoOra BH3HAYAa€ MOro peakilii Ha il TpaBIls, HABKOJIHIIHE
CEpEelIOBHUIIIE Ta BHYTPIIIHI CTaHU. Y JaHOMY MPOEKTI pPeasii30BaHO CUCTEMY IMOBEIIHKH Ha
OCHOBI CKiHYeHHOTO aBTomara ctaniB (Finite State Machine), sixka 3a0e3nedye JOTIYHO
CTPYKTypOBaHEe Ta mepefdadyBaHE NMEPEMUKAHHS MK OCHOBHUMHU PEXKHUMaMHU HISTIbHOCTI
Bopora. Takuil miaxia J03BOJISIE CTBOPUTU AJANTHBHY Ta PEATICTUYHY MOJIETh B3a€MOJIT 3
IT'POBUM CBITOM.

VY cTpykTtypi kiacy Al moBeaiHKa BOpora noAuISIETbCsl HA TPU OCHOBHI CTaHHU:

o Idle (OuikyBanHs) — 0a30BHii CTaH, Yy SKOMY BOpOT HE 0auuTh IpaBls Ta abo
nepedyBae y Crokoi, ab0 BUKOHYE 3amporpamMoBaHi Aii (MaTpyiaroBaHHS O MapUIPYTY,
BUIIAJIKOBE TEpeMillleHHs a00 MOBHA HEpyXoMicTh). KOHKpeTHa MoBeliHKa B I[OMY
CTaHi BHU3Ha4aeThesi mapamerpom MoveMode, sikmii Bkitowae Bapiantu \Waypoints
(mepemireHHs 3a ToukamMu ), Random (BunaakoBuii pyx y Mexax 3aIaHOTo pajiycy) Ta
Idle (craTruna mo3wuiis).

« Search (ITomyk) — aKTHUBYETHCSI, KOJIM BOPOT BTpavae Bi3yalbHUI KOHTAKT 13 TPaBIIEM,
ajie Mae IiJI03py 00 HOro MPHUCYTHOCTI. Y IIbOMY CTaHI areéHT BUKOHYE BHUIIQJIKOBI
nepeMilieHHsT B Mexax oOusacti morryky (searchRadius) i TuM4yacoBo 301jIbIIy€e KyT
OISy, SKIIO aKTHBOBaHO mapametp increaseSightOnAttack. ITosexinka TpuBae 1o
3aBepIleHHs Taiimepa searchTimer, miciis 4oro BOpOr MOBEPTAETHCS Y CTaH OUiKyBaHHS.

o Attack (ATaka) — akTHBY€ThCsI, KOJIM TpaBellb BUABJICHUH y Mexkax moJist 30py (FOV)
Ta JoCshKHMEA 0e3 neperko. [Toganein ail 3anexats Bix Trimy Bopora (EnemyType):
s Shooter BuKopucTOBYy€eThCS aTaka Ha Bijgcradi, a 1 Melee — 30mmwkeHHs 3 HLTHO
1 OmoxH1M O1i. T1ig yac aTaku areHT MepecyBaeThCs 0 TPABI, OPIEHTYETHCS HA HHOTO

Ta 3MIHIOE aHIMAIlII{HI CTaHU 3aJI€KHO B1J JUCTAHIN] Ta aKTUBHOCTI.
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[Tepexin Mixk cTaHaMHM 3MIHCHIOETCS TuHamMidHO y MeTo i Update() BianoBiaHo 10 yMOB
BUAMMOCTI rpaBiis (CanSeePlayer) ta BHyTpilHiX TaliMepiB. Y pa3i BTpaTh KOHTAKTY B PEXKHMI
aTakd BOPOT aBTOMATUYHO TMEPEXOJWTh Yy CTaH momnyky. lle 3abesneuye mpupomHy 3MiHY

MOBEJIIHKH Ta CTBOPIOE LIIO3110 «PO3YMHOI» peakiiii Ha 3MiHy cutyari (auB. Jlictunr 3.1).

private void Update ()
{

if (aiType == AIType.NPC)
{
IdleNPCState () ;
}
if (aiType == AIType.Enemy)

{
switch (aiState)
{
case State.Idle:
EnemyIdleState();
break;

case State.Search:
EnemySearchState () ;

break;

case State.Attack:

EnemyAttackState () ;
break;
}
if (aiState == State.Attack && !canSeePlayer)

aiState = State.Search;

Jlictunr 3.1 Peamizanis nepexoay Mi>k CTaHaMHU.
IDicepeno: Asmop
KirouoBoro mepeBaroro peanizoBaHOi CHUCTEMU € 11 THYYKICTb — 3aBJSKH
BUKOPHCTaHHIO MepepaxyBaHb (ENUM) Ta MOIyJIbHUX (DYHKIIIM KOKEH TUIT BOpOra MOKE MaTH
BJIACHY MOBEAIHKOBY MOJIEJb, NMPU I[bOMY 3arajibHa JIOTiKa B3a€MOJIi 30epirae IiIiCHICTb.
Takuit miaxig 103BOJISE HE JUIIE YPI3HOMAHITHUTU TeUMIUICH, aje i pO3IIUPIOBATH CUCTEMY

HOBHUMH TUTIAMU BOPOTiB 0€3 HEOOX1THOCTI 3MIHHM 1CHYIOYOTO KOJIY.

3.3.2 Peasizauisi BUsiBJIeHHSI TPaBUA

Bussnenns I'paBOsd € OJHHUM 13 KJIFOYOBHX AacCIIEKTIB CHCTEMH IMOTYy4YHOT'O iHTeJ'IeKTy

Bopora. [loBeninka Bopora 10 MOMEHTY BUSIBJICHHS TPABIIST MOXE 3MIHIOBATHUCS 3aJI€KHO Bij
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oOpaHoro THMy: L€ MOXXe OyTH MaTPyJIOBaHHS BHU3HAYEHUM MAapIIPyTOM, BHUIIAJIKOBE
NepeMIIICHHS MK TOYKaMu ab0 riepeOyBaHHS Ha OJTHOMY MICIIL.

Jlna peanizamii pyXy MapHIpyTOM BHKOPHUCTOBYETBHCS CIMCOK KOOPAWHATHUX TOYOK
(BEUITOMHTIB), K1 3aJJal0THCS Y BUTJISII OUIPHIX 00'€KTIB Ha ClieH1. Boporu MoKy Th UKITYHO
NepeMillaTUCs MK IIMMH TOYKaMH, CTBOproouM edekr mnartpymoBaHHs. Kpim Toro,
pealli3oBaHa MOYJIMBICTh 3alIMKJICHHS MApIIPYTY, 3aBASKM YOMY IiCIIs TOCSTHEHHS OCTaHHBOT
TOYKH BOPOT MOBEPTAETHCS J0 MEPIoi, 3a0e3neuyroun 0e3nepepBHuil pyx.

VY BapiaHTi BUIIaJKOBOTO MATPYJIIOBAHHSA BOPOT BHOMpAE HACTYMHY TOYKY 3 HAsIBHOTO
CIMCKY BUIIaJJKOBUM UYHHOM, III0 CTBOPIOE OLIBII HenepeadauyBaHy Ta TMHAMIYHY OBEIHKY.
Taxuit miaxig yckiIaaHIOE NependadyeHHs pyXy BOpora rpaBlieM, IO HIABHUILYE 3arajbHUil
PIBEHb CKJIAIHOCTI TPU.

Takox nepenbdadyeHo BapiaHT MOBHOI BIJCYTHOCTI PYXY, KOJM BOPOT 3aJIMIIAE€THCS Ha
MICLIl 0 MOMEHTY BUSABIICHHs rpaBus. Llell pexxum ocoOIMBO KOPUCHHMM 1Jisi BOPOTIB, SKi
OXOPOHSIOTh MEBHY IUISHKY a00 OYIKYIOTb MOSIBU IPABL B KOHKPETHIM TOYIII.

[Tin gac mepeOyBaHHS B OJHOMY 3 BHIIE3a3HAUYEHHUX CTaHIB (pyxy ab0 OUIKyBaHHS:)
BOPOT MOCTIHHO NEpeBIPs€ HABKOJIUILIHINA MPOCTIP HA MPEAMET HAABHOCTI rpaBus. s 1boro
BUKOPUCTOBYETHCS BIATIOBIIHUI aITOPUTM BUSIBIICHHS — HANPUKIIa/, IEpeBipKa TUCTAHIIIT 10
rpaBlif, HAMPAMKY PYyXy Ta, 3a MOTPeOH, TOJaTKOBUX YMOB, TAKUX SIK HAsBHICTH TMEPEIIKO/I.
[Ipu BUsABIIEHHI rpaBLs BOPOT NEPEXOAUTH Y CTaH NEPECIIilyBaHHA a00 aTaku, 1€ 3MIHIOEThCS
SIK 1I0ro aHiMariis, Tak 1 JOT1Ka Iiii.

Takuii miaxia 3a0e3nevye rHyYKICTh B HANAIITYBaHHI PI3HUX THUIIIB BOPOTIB 13 PI3HOIO
MOBEIHKOI0, IO CIPHUSE PO3UIMPEHHIO ITPOBOTO JOCBIY Ta OLIBINM PI3HOMAHITHOCTI Y

MIPOXOJI>KEHHI.

3.3.3 PeaJsizania aTaku

[ToBeniHka Hamagy BOpOra aKTHBYETHCS, KOJU IpaBellb MOTparuiie B 30HY Mii, L0
BHU3HAYEHa MapaMeTpoM AUCTaHLli ataku. Hamag Ha rpaBus 311MCHIOETHCS Yepe3 MEePeBIPKY

BIJICTaHI MIXX BOPOTOM Ta TpaBieM. SKIO I BiACTaHb MEHINAa abo JOPIBHIOE 3aJlaHOMY
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paziycy aTakd i rpaBellb 3HAXOAUTHCA B MOJI 30py BOPOTa, BiH 3yMMUHSETHCS Ta TIEPEXOUTH Y
OOMOBHI PEKHM.

Konu Bopor nepexoants y 60MOBUN peXUM, 3aIyCKa€eThCS BIAMOBIAHA aHIMAIlis Yepes
cucteMy Animator, sika akTuBye Tpurep ataku. I1icis 3aBepiiieHHs aHiMallii, 3a OTOMOTO0
cneniaapHoi moxii (animation event), sukiaukaerbes Meron Hitscan() abo MeleeDamage() mis
HAHECEHHS IIKO/IH.

VY meroni Hitscan() (muB. Jlictuar 3.2) nepeBipseThCs, Y MOTPANUB CHaps abo aTaka
B 00'ekT 3 Terom "Player". Skmo Tak, BUKIMKaeThcs Merox Damage() Ha KOMIIOHEHTI

PlayerStats Ha 00'exTi rpaBIis, 1 3aBAa€THCS MIKOIA 13 3a3/1aJIeT1/Ib BUBHAYCHUM 3HAUCHHSIM.

void Hitscan ()
{

Vector3 direction = CalculateSpread(transform.forward, spreadAmount);
Ray ray = new Ray(firePoint.position, direction);

RaycastHit hit;
if (Physics.Raycast(ray, out hit, Mathf.Infinity))
{
TrailRenderer trail = Instantiate(bulletTrail, firePoint.position,
Quaternion.identity);
StartCoroutine (SpawnTrail (trail, hit));

CheckLayer (hit.collider.gameObject.layer, hit);

if (hit.transform.gameObject.CompareTag ("Player"))
{

hit.transform.gameObject.GetComponent<PlayerStats> () .Damage (damageAmount, false);
}
}

else

{
if (hit.collider != null)
{

TrailRenderer trail = Instantiate(bulletTrail, firePoint.position,
Quaternion.identity);

StartCoroutine (SpawnTrail (trail, ray.GetPoint (100)));
}

objectSoundManager.PlaySound(fireClip, 0, 0, true, 0);

Jlictunr 3.2 Peanmizaliis mocTpiiB Bopora.

IDrcepeno: Asmop

46



VY meroni MeleeDamage() (muB. Jlictuar 3.3) mepeBipsieThCs, YU € TpaBellb B pajiyci

aTaKu BOpora. ﬂKIHO TaK, TO 3aBJAa€ThCA IIKOAA 13 3a3):[aneri):u, BHU3HAYCHUM 3HA4YCHHAM.

public void MeleeDamage ()

{
if (enemyType == EnemyType.Melee && inRange)

{

player.transform.gameObject.GetComponent<PlayerStats> () .Damage (damageAmount, false);

}

}

Jlictunr 3.3 Peanizaris yaapiB Bopora.
Ixcepeno: Aesmop
o arak nomano poskua (auB. Jlictur 3.4), 1mo 703BOJIsIE aTaKyBaTH 3 BHUIAIKOBUM
BIIXWJICHHSIM BiJ iAeanbHO1 Tpaektopii. Lle momae enemeHT HemepeadadyBaHOCTI 40 0010,
3MYILIYIOYM TpaBUs IOCTITHO pearyBaTh Ha MOJKJIMBI Baplalii HampsMKy aTtak. Po3kua

BHU3HAYa€THCs BUIIAAKOBUM BiIIXI/IJ'IGHH}IM Bi,[[ IIOYAaTKOBOI'O HAIIPAMKY B MCKaX 3a1aHOI'O KyTa.

private Vector3 CalculateSpread (Vector3 direction, float angle)

{

// Calculate random angles within the spread range
float spreadX = Random.Range (-angle, angle);
float spreadY = Random.Range (-angle, angle);

// RApply the spread to the direction
direction = Quaternion.Euler (spreadX, spreadY, 0) * direction;

return direction;

Jlictunr 3.5 Peamizariist po3kuay KyJlb.
IDrcepeno: Aesmop

Yactora arak 6a3yeThCsl Ha TPUBAJIOCTI 00MOBOI aHiMaIlii. BoHa BUKOHY€EThCS 1I0pa3y,
KOJIU TpaBellb 3AJIMIIAETHCS B MEXKaX PajilyCy aTaku, a CHCTeMa aHIMallii T03BOJISIE TIOBTOPUTH
aTaky TICJIs 3aBEPIICHHS MOTEPEIHBOI.

[e#t miaxim m03BOJSE MIBUAKO 3amyckaTH 00ioBi Aii 6€3 HEOOX1THOCTI JTOAATKOBOI
JIOT1KU 3aTPUMOK, aJieé CTaBUTh TEXHIYHI OOMEXKEHHS Ha TPUBAIICTh aHIMAIIMHUX IUKIIB. 3
HaJCKHUM HaJAIITYyBaHHSAM TPUBAJIOCTI aHIMalii, MOXXHAa YHHMKHYTH HaJIMIPHOTO

HaBaHTAXXCHHS HA I'paBL.
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3aBIsKU PO3KUY aTaK CUCTEMa CTa€ OUIBII JUHAMIYHOKO Ta PeaiCTUYHOIO, J0/1al0Uu

PI3HOMAHITTS B OO0 Ta 3MYIIYIOUH IPaBIIs MOCTIHHO OyTH HACTOPOXKI.

3.3.4 Peanizaiist oTpuMaHHsI IIKOIH

VY rpi peanmizoBaHa cucTeMa OTPUMaHHS IIKoaW Boporamu (auB. Jlictuer 3.6), ska

BKJIFOYAa€ BUKOPHUCTAHHA IIWMTA Ta SHOpOB'ﬂ AJIs1 BUSHAYCHHS BIUIMBY ITOIIKOIKCHb.

public virtual void Damage (float dmg, bool isHeadshot)
{

float damage = Mathf.Abs (dmg) ;

float oldDmg = damage;

if (damage <= shield)
{
shield -= damage;
if (shieldSlider != null)
shieldSlider.GetComponent<Animator> () .Play("UIDamageShieldEnemy") ;

}

else
{
damage = damage - shield;
shield = 0;
health -= damage;
if (shieldSlider != null && health >= 0)
shieldSlider.GetComponent<Animator> () .Play("UIDamageShieldEnemy") ;

if (healthSlider != null && health >= 0)
healthSlider.GetComponent<Animator> () .Play ("UIDamageEnemy") ;

}

events.OnDamaged. Invoke () ;
UIEvents.onEnemyHit?.Invoke (isHeadshot) ;

if (!showUI) return;
GameObject popup = Instantiate (damagePopUp, transform.position,
Quaternion.identity);
if (oldDmg / Mathf.FloorToInt (oldDmg) == 1)
popup.transform.GetChild (0) .GetComponent<TMP Text>() .text
0ldDmg.ToString ("FO") ;
else
popup.transform.GetChild (0) .GetComponent<TMP Text> () .text =
0ldDmg.ToString ("F1") ;
float xRand = Random.Range (-xVariation, xVariation);
popup.transform.position = popup.transform.position + new Vector3 (xRand, 0, 0);

Jlictunr 3.6 Peamizariis oTpuMaHHS KON

IDrcepeno: Aesmop

[Tporec 06poOKM OTPUMAHOI KON BUTJISIA€ HACTYITHUM YHHOM:
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IlepeBipka mkoau:

CHO‘I&TKY MKoOda IICPCTBOPIOETBCA B IIO3UTHBHC 3HAYCHHA 34 JOIIOMOI'OIO

Mathf.Abs(dmg), mo6 yHWKHYTH HEraTMBHHMX 3HaueHb MKOAM. Lleil Kpok rapaHTye, IO

IIKOJA 3aBKIU OyJi€ KOPEKTHOIO.

IlIkoxa mo mury:

Sxmo 3HaYeHHS OTPUMAHOI IIKOAW MEHINE a00 pPiBHE 3aJUIIIKOBOMY IIMTY BOPOTA,

mKosa Oynie MOTJIMHEHa IIUTOM, 1 HOro 3HAYeHHS 3MEHIIYEThCS. SIKIO 3aJUIIKOBUMA

IIUT HE BUCTAYa€e i TOMVIMHAHHA BCi€l IIKOJAM, 3QJIMIIOK IMKOJIU TEPEXOJUTh JI0

310pOB'st BOpora.

IIxoaa mo 310poB'10:

SIkmo mkomgu OuIbIE, HIK 3ajMIIOK IIWATA, 3aJUIIKOBUN IIKOAU BIJTHIMAETHLCS BII

3I0POB'St BOPOTa, a IMIUT 3HUIIYEThCS (BCTAHOBIIOETHCS B (). SIKIIO 3aJUIIOK 310POB's

BOpOTa CTa€ MEHIIIMM a00 PIBHUM HYJIIO, BOPOT BMHUPAE.

IMoaii Ta peakuii

o Ilicasg TOT'O SIK IKO1a OyJa HaHECCHA, BHUKJIUKAE€THCS MO
events.OnDamaged.Invoke().

o Skmo mxoma Oyna 3aBJaHa y TOJIOBY (XEHIIOT), BHKJIUKAETHCA OIS
UlEvents.onEnemyHit?.Invoke(isHeadshot), mo aktuBye crnernudiunmii edexr

JUTSL XEIIIOTIB.

BucnoBku 10 po3uiny 3

VY xoni peanizaiiii 60M0BOi MOBEIIHKKA BOpora 0yJio BIPOBAKEHO HU3KY MEXaHIK, K1

J03BOJISIIOTH CTBOPUTH JMHAMIYHY ITPOBY CHUTYaIlll0, 110 BUMAarae akTUBHOI peakilii 3 OOKy

rpaBisi. OCHOBHMMH €JIEMEHTaMHU I1i€l TMOBEIIHKH CTald BUSBICHHS TPaBIs, MEpexXim y

OOMOBUI PEXUM, aTaKka 3 aHIMALIIIHOIO MIATPUMKOIO Ta 00pOOKa HAHECEHOT IITKOH.

BusiBnenHs rpaBiis 31HCHIOETBCS Yepe3 EPEBIPKY TUCTAHIIIT MK BOPOTOM Ta TPABIIEM,

a TaKOXK HasIBHOCTI MPsIMO1 BUAMMOCTI. [le 103BosIsie yHUKHYTH CUTYaIlill, y SKHMX BOPOT pearye
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Ha TpaBIls yepe3 CTiHU abo 1HII nepemmkoan. [lepexin y 00HoBUI pesKUM aKTUBYE BiJIMOBIIHY
aHIMAaIlil0 aTaKyl, CHHXPOHI30BaHy 3 MEXaHIKOI HaHECEHHS IIKO/IH.

BaxxnnBoro 0coOMMBICTIO peami3allli cTajo 3aCTOCYBaHHS PO3KUAY Mija dac atak. Llei
MiAXiJ TO3BOJISIE YHUKHYTH MaKCHMAJIbHOI TOYHOCTI BOpOTa, MOJA0YM BUIAJKOBICTH Y
TPAEKTOPIIO OCTPLTY a00 HAIPSMOK aTakdh. TaKMM YHHOM, BOPOT HE 3aBKIU BJIy9a€ TOYHO B
I11JTh, HABITH SKIIO TPaBeIlh 3HAXOIUTHCS B MEXKaX JOCSIKHOCTI. Lle CTBOprOE O1bIT MpUpoIHy
Ta JUHAMIYHy OOWOBY CHTYyaIlifo, Y SIKii T'paBellb Mae€ IaHC YHUKHYTH IIIKOJIU 3aBISKU
aKTUBHOMY MaHEBPYBaHHIO. BmpoBa/pKeHHS PO3KHAY TaKOX IIIBUILYE 3arajibHY
peaNTiCTUUHICTh OOiB 1 pOOMTH BOpOra MEHIN NepeadadyyBaHUM, IO MO3UTHUBHO BIUIMBAE Ha

reMIUIEMHUNA TOCBII.
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3AT'AJIBHI BUCHOBKH KBAJII®IKAIIMTHOI POBOTH

VY pesynbTati BUKOHaHHS KBasiikaliiitHoi po6otu Ha Temy «Po3pobka koM 10TepHOi
Ipy 3 eJIeMEHTaMU B3aeMOil 3 oTrodeHHsM B Unity» Oyiu JOCATHYTI HOCTaBiCHI MeTa i
3aBJIaHHs, 110 JI03BOJIMJIO BUPIIIKUTH BAXKIMBY 337ady — PO3pOOUTH KOMIT IOTEPHY Tpy, SKa
noeaHye (YHKI[IOHAIbHI MOXIIMBOCTI cydacHoro pyimisg Unity 3 TeXHOJIOTIAMHU IHTEPaKTUBHOT
B3a€MO/IIi KOPUCTYyBaua 3 eJIEeMEHTaMH BIpTyalbHOTo cepeaoBuina. [IpoBenene nocaiKeHHs
J103BOJIsI€ CPOPMYITIOBATH HACTYIIHI 3arajibHl BUCHOBKH.

[To-miepie, y mporieci BUKOHAHHS poOOTH OyJI0 3MIMCHEHO aHa3 TEOPETUUHUX 3acal
PO3pOOKH KOMIT IOTEPHUX IrOp Ta iX poJii B Cy4aCHOMY LU(POBOMY CycnuIbCTBI. Po3risHyTO
OCHOBHI MPUHUMIIM NOOYJAOBH IFPOBHUX CBITIB, MEXaHIKA B3a€EMOJIli KOpPHUCTyBada 3
BIPTyaJIbHUM  CEpPEJOBUIIIEM Ta TEXHOJIOTIYHI aCMeKTH peaji3aiii 1HTEepaKTUBHUX
MOXJIUBOCTEW. YCTAaHOBJIEHO, IO HA CY4YaCHOMY €Talll PO3BUTKY KOMII IOTEPHHX 1rop
0COOJIMBO aKTyaJIbHUMH € acCeKTH IMiJIBUILICHHS peaji3My, IHTEPAaKTUBHOCTI Ta €MOLIMHOTO
3aJTy4eHHS TPaBIIiB.

[To-apyre, Oyyio MPOBEIECHO OTJISAA 1 aHAITI3 MOKITMBOCTEH irpoBoro pymris Unity, 1o €
OJIHUM 13 HAaUTIOMYJIIPHIIIINX 1HCTPYMEHTIB JJIsl CTBOPEHHS ITOp Pi3HKX >KaHpiB. BcTanoeHo,
mo Unity mae po3BuHEHI 3aco0M Ui CTBOPEHHS TPHUBHUMIPHOTO CEpEIOBUINA, IHTETpaIlii
(GI3UYHMX 3aKOHIB, HAJAIITYBaHHS TOBEAIHKM OO €KTIB, a TaKoX 3a0e3rnedye THYUKi
IHCTPYMEHTH [IJIi HAIlMCaHHSA CIICHApIiB Ta HaJAITyBaHHA B3a€MOMII 3 OTOYCHHSM.
[MpoanamizoBano cTpykTypy mpoektiB y Unity, ocnoBui kommonentu (GameObject,
Rigidbody, Collider, ckpunTs), siki OyJid 3aCTOCOBaHI y MPaKTHYHIM YacTHHI pOOOTH.

ITo-TpeTe, Ha OCHOBI aHaNI3y MpeaIMEeTHOI 00acTi Oyina po3pobieHa KOHIICMIis TPy, B
AK1M nepen0ayeHo pI3HOMaHITHI MEXaHIKU B3a€MO/II1 IpaBLs 3 €JIEMEHTaMU CEpeIOBUIIA, TaKi
SK B3a€EMOJIISA 3 00’ €KTaMHU, TEPEMIIIIEHHS MTPEAMETIB, HATUCKAHHS KHOTIOK, BITKPUTTS JBEpEit

tomo. OcobnuBy yBary Oyjo MPUIAUICHO MUTAHHSM CTBOPEHHS PEaTiCTUYHOIO (hi3UMYHOTO
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OTOYEHHS Ta BIPOBAJKEHHS MEXaHIK, 10 JO03BOJISIOTH TIpaBLEBl BIAYYBaTH BIUIUB Ha
CEpEeIOBHUILIE TPH.

VY mpakTuyHii gacTuHi Oyio Oe3mnocepeqHbO peaai3oBaHO KOMII IOTEpHY TPy, B SKIH
YCHIIIHO 1HTETpoBaHi po3po0iieHl MexaHIku B3aeMoJii. CTBOpEHE TPUBHMIPHE CEPEIOBUIIE
BKJIIOYA€ IHTEPAKTUBHI 00’€KTH, MOXJIMBICTh MAaHINMYJALIi NpeaMeTamMH, BUKOPHUCTAHHS
13Ky 175 BUKOHAHHS J1i Hax 00’ ekTaMu Ta 1HIuX edekTiB. [ 3a0e3neueHHs 3a3Ha4eHIX
(YHKITIOHATBHUX MOXJIMBOCTEH OYyJIM CTBOPEHI Ta 3aCTOCOBaHI CKpuUNTH MoBow C# 13
BukopuctanasM APl Unity. Po3poOka Bia3HA4aeThCs ONTHUMI3AIIEI0 ITPOBOTO IMPOIECY 3
ypaxyBaHHSM MPOJYKTUBHOCTI Ta 3py4YHOCTI KOPUCTYBaya.

B mpoueci po3pobku rpu Oyiau 3acTOCOBaHI MNPUHIUIK OO0’ €KTHO-OPIEHTOBAHOTO
nporpaMyBaHHs, BUKOPHUCTAHO MIA0JIOHN MPOEKTYBAHHS, IO JTO3BOJIMIIO 3POOUTH KOJ TpHU
OUIBII CTPYKTYPOBAHUM, THYYKUM Ta MacIITAOOBaHUM.

Takum 4MHOM, IOCTABJIEHA MeTa KBal(ikauiiHoi podoTu Oyna gocsrayra. OTpuMani
pe3yiabTaTH MAalOTh MPAKTHYHE 3HAYCHHS Ta MOXKYTh OyTH BUKOPHCTaHI JJIS TOJABIIIOLN
pPO3pOOKK 1rop 13 OUIBII CKJIQJHOK IHTEPAKTUBHICTIO, BIPOBAKCHHS VR-eleMeHTIB,
po3IIMpeHHs] (PYHKIIOHATY TPOEKTY 3 ypaxyBaHHSM HOBITHIX TEXHOJOTTYHMX TEHJICHIIIH.
Po3poOka mokaszana TEPCHCKTHBHICTh BHKOpHcTaHHS Unity s crBopeHHs irop i3
M1JIBUIICHOO 1HTEPAKTUBHICTIO, IO J03BOJISIE 3HAYHO YPI3HOMAHITHUTH ITPOBUM MpoOIeC Ta
3a0€3MeUnTH Kpallly B3a€EMOJII0 KOPUCTYBaya 3 BIPTYaJIbHUM CBITOM.

VY monmanbmiii giSTIBHOCTI JOLUIBHO TOTJIMOWTH BUBYCHHS METOJIIB CTBOPCHHS OLIBII
CKJIQJJHUX CLIEHApIiB B3a€MO/Iii, 3aCTOCYBAHHS IITYYHOI'O IHTEJEKTY JJI1 00 €KTIB OTOUYECHHS,
iHTerpaIli MyJbTHIUICEPHUX MOJKJIMBOCTEH, a TaKOXK JOCIIIATH MOKJIMBOCTI ajarTallii Irpu

iz pizui mathopmu (PC, mo6ineHi npuctpoi, VR).
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