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Dungeon and Dragons 3a oonomocoro icposozo pywis Unity. V yiti pobomi 6ynu
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In this qualification, a game was created to implement the Dungeon and Dragons board
game using the Unity game engine. This work used such software tools as the Unity game
engine, the C# programming language, and the Visual Studio programming environment.
The goal of creating the game was to develop an in-game environment for the complete
preparation and execution of game plots of the Dungeon and Dragons game. During the
creation of the project, a large number of mechanics of interaction with game levels were
used, both for building the game scene and for interaction with its elements already during
the game process. Also a necessary part of the game became its interface, with which
players can create their own game scenes, combine them into ready-made stories and

conduct them for their circle of players.
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BCTYII

3aHypIOYHCh Y 3aXOIUIIOIOYMNA CBIT KOMIT'IOTEPHUX IMOp, MH CIIOCTEPITraEMO, SIK IIs
THYCTpisl, MOAIOHO A0 MOTY>KHOTO MPOMHUCIOBOTO TiraHTa, HEBIMHHO PO3BUBAETHCS 1
3aiiMae Bce OUIBIIMI CEKTOp cydacHOi po3BaxanbHOi cdepu. Brpomomx ocraHHIX
JECSITUIITH 15 Taly3b Ha0upasa 00epTiB, OXOIUTIOIOYH BCe OlIblie chep HAIIOTO KUTTS Ta
3pyHHYBaBIIM OLIBIIICTh CTEPEOTHITIB, MPOJOBKYE 3aTyyaT Bce OUIbIIE MAHYBAJTbHUKIB
KOXKHOTO JHS. Y IIbOMY KOHTEKCTI1, po3po0Ka KOMI'TOTEPHHUX 1rOp CTajia BKE 3BUYHOIO BCIM
MOTYXHOIO Taly3310, sIka CTBOPIOE HOB1 poOOY1 MICIIs, TPUHOCUTDH KOJIOCAIbHI MPUOYTKH,
BIJIKpUBA€ HOBUI MIPOCTIp JJIs peaizallii HOBITHIX i€, 10 3ajTydae HOBUX PO3POOHHKIB

JI0 I1i€1 TaTy31 Ta HaJia€e iM MPOCTIp JUIs caMopeartizaiii.

[IpoTAroM HaCTYNMHUX OECATHIITH OYIKYETHCS CTPIMKUIA PO3BUTOK JEKUIBKOX KIFOYOBUX
TEHJICHIIIH, SIKI BXKE MalOTh 3HAYHWUU BIUIUB Ha PO3BHUTOK IHIYCTPii KOMITIOTEPHUX 1rOp.
3o0kpemMa, pO3BUTOK TEXHOJIOTIH BipTyaibHOI peabHOCTI (VR) Ta 10moBHEHOI peanbHOCTI
(AR) crae oueBmmauM. L[i iHHOBAIlT JO3BOJISAIOTH TPABIIM 3aHYPIOBATUCS Y BIpTyalbHI
CBITH, B3a€MOJIIFOYH 3 HUMH Ha HOBOMY, peajicTUUHOMY piBHi. Lle Moxke nmpuBecTH ranysb
710 a0COJIIOTHO HOBUX BUCOT 3 HEMIMOBIPHOIO TEXHOJIOTTUHICTIO Ta BaAPIaTUBHICTIO, HA PIBHI
(dbaHTaCTUYHUX TBOPIB, TEPOi AKUX MOTPAIUISIIOTh y BIPTyalbHI CBITH, SIKI CTA€E BCE BaXK4e
BIIPI3HUTU BIJl CHOpamkHHOro. He MeHII BaXJIMBOK TEHICHIEK 3aJIMIIAETHCS
0araTOKOPUCTYBAIbKUN PEXKHUM, 110 00'€THY€E TPaBIiB Yy BIpTyaJbHUX MPOCTOpax irop, 1o

JI03BOJISIE OTPUMATH HOBUM ITPOBUH JOCBI/I.

Ha ¢oni nux cnpusiMBUX TEHAEHU1A PO3BUTKY BUILISETHCS HACTUIbHA rpa "Dungeons
& Dragons", ska € cipa/ii yHIKaJIbHOIO 1 HE Mae aHanoriB. s rpa npuBabitoe He e
3aXOIUIIOIOUMMU IIPUTOIaMHU, ane M Hajae abcoytoTHY cBoOoay TBopuocTi. ChiibHOTA
rpaBiiB D&D moCTIiHO pO3BUBAETHCS, MPArHy4YHd BAOCKOHAIIOBATH ITPOBHIl JOCBI, a
PI3HOMaHITHI 1HCTPYMEHTH JJII CTBOPEHHSI CIIEHAP1iB BIIKPUBAIOTh HOBI MOXKJIMBOCTI JIJIs

TBOPYOCTI.



i mnargopmu A1 CTBOPEHHSI Ta MpoBeaeHHs icTopiil y D&D BucTynarooTs He suie sk
3aci0 TEXHIYHOI PO3pOOKH, aje 1 SIK MOJOTHO JUIsl BUpPaKEHHsS (aHTa3lii Ta CTBOPEHHS
YHIKQJIBHUX CBITIB. ¥ IIbOMY KOHTEKCTI Ba)KJIMBO BIJI3HAYUTH SK TEXHOJIOTIYHHUM aCIEKT
pO3pOOKH, TaK 1 KpeaTUBHUI MOTeHI1an rpaBuiB. Hanpuknaza, rayuki pymii, Taki sk Unity,
JIO3BOJISIIOTH CTBOPUTH TaKl 1HCTPYMEHTH, IO JO3BOJIATH peaii3yBaTu Oyab-siKi TBOPYI
imei. Enrtysiasm cnimpHOTH D&D y CTBOpEeHH! YHIKaJIbHMX HapaTUBIB MOXE JOCSATHYTH
HOBOIO PIBHA 3aBASIKM BUKOPUCTAHHIO TaKWX IHCTPYMEHTIB, IO MOKPAIIUTh SKICTbh
CTBOPIOBAaHUX ICTOpPid, MOJETMIUTh IMIATOTOBKY TPaBIiB O T'PH, HAAACTh He3a0yTHIH
IrpOBUIM JIOCBiJ, 110 B CBOIO YEPry 3HAYHO 30UIBIIUTH MOMYJSAPHICTh TPU Ta 3aTyUUTh

HOBHX TPaBIIiB.



PO3/LJI 1. OLJISA] ICHYIOUUX PINIEHD I 3ACOBIB PEAJIIBAIII

1.1 Konuenuis HactisibHOI rpu D&D(Dungeon and Dragons)

D&D (Dungeons & Dragons) 11e — HacTuibHa poJibOBa rpa 300pakena Ha Puc. 1.1 [1],
0 3aBOIOBaja CBOIO MOMYJISIPHICTh CBOEKD YHIKAJbHOK OpTaHi3alli€lo 1 mepediroM TpH.
Jliist Toro, o0 3irpaTu B Tpy TPaBIsIM HEOOXiTHO CTBOPHUTH CBIM YW 3alO3UYHTH OJUH 3
0e3114l TOTOBUX 1CTOPiM 1 MIJTOTYBAaTH BJIACHUX IMEpPCOHaXiB. OCHOBHOIO OCOOJMBICTIO
D&D € ympaBiiHHS cueHapieM iCTOpii 1 PI3HOMAHITHICTIO 00pas3iB, sIKI OOMEXKYIOThCA
TUIBKK (paHTa31€l0 caMUX TpaBUiB Ta ixHIMU [isMu. Jlii TrpaBUiB MOXYTb CYTTEBO
BIUIMBATH Ha IepeOir icTopii, a/ke came IXH1 PIIICHHS € PYIIIEM CHOXKETY 1CTOPii, III0 BOHU

BiZlirparoTh. JleTanbHimie mpo icTopiro ycmixy [1].

Puc. 1.1 Ilpuknan 306pakeHHs1 HacTUIbHOT Manu a1t D&D

Jlis mpoBesieHHs Tpy HEOOX1IHO, IoHaliMeHIe 2 rpasui. [lepmmm rpasuem € Dungeon

Master(DM) uu Maiictep migzeMenis, SKui € KIIF0YOBUM TpaBIleM, 0€3 SKOT0 HEMOXKITUBO



npoBectu maprito y D&D. Moro 3afgada crBoputy aGo migiGpaTd Bke iCHYIOUY icTOpiio
JUIsL 1HIIKUX TpaBLiB, Takok caMe DM Oyne BHUKOHyBaTH poJib omoBigaya ictopii. Oxpim
CTBOpeHHs ictopii, DM Ttakox Kepye BciMa IMpoiecamMd TpH, TOOTO BIH MYCHUTb
BIJIIrpyBaTH ycix He irpoBux nepcoHaxiB(NPC) 1 BoporiB, BCTAHOBIIOBATH MEBHI MTpaBuia
I'pY, HAKJIAJaTH 9 3HIMATH 3 TPABIIIB Pi3HOTO POy OOMEKEHHS 1 OOHYCH YM HETaTHBHI 1
MO3UTHBHI e(EeKTH. 3BUYAWHI K TPaBIll, MOBUHHI CTBOPUTH YU BHOpatu 0a30BOro
nepcoHaxa s rpu. Cam nponec CTBOPEHHS NMEPCOHAXIB Ma€ MUK NepelliK MpaBul, ajae
OHUM 3 HAWBKIMBIMIUX TPAaBWI, € CTBOPEHHS NEPCOHAXY CaMe€ IMiJl CBIT y SKOMY
MPOBOAUTHCS 1CTOpId. TakoX IpaBIll MOKYTh BUKOHYBAaTH Maixke Oy[b-sKi B3a€MOJIIT Mk
co0010, HE ITPOBUMH TIEPCOHAKAMHU, BOPOTAMH YK 00’ €KTaMH, BiMTOBITHO O TIPABUII, K1

BcTaHOBUB DM.

Hegin’emHoro yacTuHOWO HacTUibHOI D&D € Halip rpaibHUX KyOMKIB 300pa’keHHUM Ha
Puc 1.2 [2]. I'paBiii BUKOPUCTOBYIOTH HAOOPH PI3HO-TOTITOHATBHUX TPATbHUX KyOHUKIB
JUIsl BAKOHAHHST Maie BCIX IrpOBUX AiH, MOB’SI3aHUX 3 PU3UKOM, KOPUCIMBUMU LIUISIMH,
arakamu, 3axucTtoM 1 T.a. Hampukman, rpaBeup Xo4ye HENOMIYEHUM HAOIM3UTUCH 10
BOpOra, JJIs IbOTO BIH KuJae nBanuaturpanHuii kyouk (D20), ne BIAMOBIAHO BUCOKUIA
MOKa3HUK Ha KyOWKYy O3HAuYa€ YCIIiX, a HU3bKUH — HeBaauy. Take mpaBuio, y Oyab-sSKuX
penakiisx D&D, ctBoproe mpsimuii OanmaHC I TPaBIliB, M00 MOXHaA OyJIO pO3MipEHO
MPOBOJIUTH ICTOPIIO 3 PI3HUMHM IO CHJII Ta HaBMYKamMu Boporamu uu NPC, ne rpasii He
3MOXYTh POOWTH BCE IO M 3aMaHEThCS 1 3aCTaBIIs€ MOAYMAaTd TPaBIiB NEpe] TUM YU
BapTa ixHs nis Toro mo6 pusukyBatu. OkpiMm rpaBiiB, DM TakoxX BHKOPHUCTOBYE IIi
KyOMKHM Y BaXXJIMBUX CHXKETHHUX PO3BHIIKAX, MOAISX 1 pI3HUX 00sIX 1€ BIH KHJIa€ KyOUKH 32

BOPOTIB.



Puc. 1.2 Tlpuknaza rpanbHUX KyOUKiB

['pa po3BUBAETHCS B 3aJIEKHOCTI BiJl BUOPAHOI 1CTOPIi Ta MOAIN y SKI HOTPAIUISIOTh YU
OMUHAIOTh TpaBIll. A TpaBll X BUPIMYIOThH sIKi Aii OyayTh POOUTH IXHI MEPCOHAXKI, IS
JIOCATHEHHS TXHBOI I11T1, 110 1 € TOJIOBHUM PYIIIEM 1CTOPii. Y Oy/Ib SKOTO IepCcoHa)ka € CBOi
MepPCOHaIbHI, PO3IMOAUICH] XapaKTEPUCTUKH, SIKI BU3HAYAIOTh HOTO HABUYKH, OCOOJIMBI
YMIHHS, CXHJIBHOCTI Ta 1HII arpuOyTH. OKpiM CTaTUCTUYHUX XAPAKTEPHUCTHK, MEPCOHAXKI
TaKkoX MAarTh BJACHI IIiJIi, MOTHBAIlIO, TEPEIICTOPiI0, HAJICKHICTH 10 IEBHOI pacu,
npodecito, 1Mo CTBOPIOE €IEMEHT POJIbOBOI T'PH, [ Ha TJIedl KOXKHOTO MEPCOHaXKa Malae
KOHKPETHA POJib, SIK OT BOiH, 110 € OCHOBHOIO OOMOBOIO OJUHUIICIO, YU Oap/l, 110 TPUMAE

OOMOBUI JIyX KOMaHI¥ 1 Ma€ PO3BUHYTI OpAaTOPCHKI 3110HOCTI JJI BEAEHHS Ba)JIMBUX



po3MoB. Taka cucTema XapaKTepUCTHK HaJa€ Pi3HUM IMEPCOHa)KaM BIAMOBIIHI PO, SIKi
BAXJIMBlI B TUX YW IHIIMX CUTyallsX, IO JOAA€E I'pl BEJIMKOI BaplaTUBHOCTI Ta HaBITh

CTPATEr14YHOTO EJIEMEHTY.

Y D&D rtakox mpucyTHs cucTeMa HIZHSATTS PIBHIB JJI MEPCOHAXKIB MEPCOHAXIB 3a
orpuMaHuii mocia. llelt mocBim MoXKHA OTpUMYBAaTH 3a Pi3HI [ii, SK MEepeMora Haj
BOpOTaMH{, BUKOHAHHS 3aBJaHb, HaBITh BJAJO IpoOBeJeHa po3MoBa. IIiHsABIIN piBEHB,
rpaBlli MOXXYTh OTPUMAaTH OAHY UM JCKiJIbKa HOBUX HAaBUYOK, MOKpPAIIyBaTh KOHKPETHI
XapaKTepUCTUKH, YaCOM HABITh PO3BUBATH HOBI TanaHTH. Lle 103BOIISIE po3IIMpIOBaTH TXHI
MOKJIMBOCTI B I'pl Ta MEPEHOCUTH LIUX MEPCOHAXKIB 3 OHIET ICTOPIT A0 1HIIOI, pO3BUBAIOYU

ICTOPiI0 OHOTO MEPCOHAXKA.

Bci xapakTepucTuku, TajgaHTH, MEpeaicToOpis, paca, IHBEHTap Ta iHIIA iH(OpMaIlis Mpo
MepcoHaxa 3alucyeThes Yy cremianbHoMy “JIucTi mepcoHaka” TPUKIAT —SKOTO
npoaemMonctpoBanuii Ha Puc. 1.3 [3]. Takox mpu Oynp siKiil fii, sika BKIIO4ae B cebe
B3a€EMOJIII0 3 TpeAMeTaMH, Oiif, MIJHSTTS PIBHS, TOPTiBJs, MOTPIOHO 000B’SI3KOBO BECTH
BI/IMOBIAHI 3allMCH Ta 3MIHIOBaTH MOKA3HUKU Y JIUCTI MEpPCOHa)a, JUisl TOro Imod He

BTPATUTHU KOJHOT 1H(POpMAIT].
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Puc. 1.3 Ilpuknaa BUDISIAY JIKCTa IEPCOHAXKA

3aranom, D&D(Dungeons & Dragons) — 11e ckjiaJiHa Ta 3aXOIUIIOI0Ya HACTIIbHA T'pa 3
BEJIMKOIO KOMOIHAIIIEI0 PI3HUX ITPOBUX €JIEMEHTIB Ta MEXaHIK, /€ TpaBli MaroTh
MOXKJIUBICTb 3aHYPUTHUCH Y OAMH 3 O€31i4l I[UX CBITIB Ta MEPEKUTH ICTOPIIO BiJ 0OIHIYS
CBOTO Teposi, N iXHS TBOPYICTh 1 BHHAXIIJIMBICTb OOMEXKEH1 JIMIIE BIACHOIO YSBOIO

IpaBliB.



1.2 AHaJjii3 NpOTOTHUIIIB TA NMOPiBHAHHS

IIpu gocmimkeHH] TPOIO3UININ, SKI MOXKHA BiJHAWTH y Mara3uHi Steam 4Yu IHTEpPHETI,
10 Jal0Th MOJIMBICTH CTBOPIOBATH icTOpii un acetu A D&D, MoxkHa moGaunTtH, 1o 15
HillIa MA€ TIOTYXKHY MEPCIEKTUBA VIS TTOJAJIBIIIOT0 PO3BUTKY. 3 YpaxyBaHHSAM HE BEIIUKO1
KUIBKOCT1 KOHKYPEHTIB Ta iXHIM BKJIaJIOM Y I[fO HIITY, BOHU 3MOIJIN 37100yTH IIEBHY CBOIO
NOMYJSIPHICTD 1 MONYJSpU3yBaTu camy HacTuibHy Ipy D&D. Cepen KOHKYpEHTIB MOXXHaA

BI/II[iJ'II/ITI/I HAaCTYIIHHUX:

Tabletop Simulator: cuMynaTOp HACTUIBHUX 1TOP, JA03BOJISIE TPaTH y OyAb-sIKI KIACHYHI 1
HE TUIbKM HACTUIBHI irpH, nmpukian HactuibHOi rpu [0 y Tabletop Simulator na Puc. 1.4
[4]. Hampuknaa iHTeNeKTyallbHI ITPH K IIaXH, IIAIIKWA, HAPJIU, YH Pi3HI KAPTKOBI IrpH, K
MOKEP, PI3HOMAHITHI Mac’SHCH, ad0 K HaBITh MPOCTO 30MPATH Ma31IM YU FOTYBAaTH 1CTOPIi

st D&D, 3 MOXKIIMBICTIO X TIPOBOIUTH TSI PI3HUX T'PABIIIB.

Puc. 1.4 Hacrinsna rpa y Tabletop Simulator

Hes3BuuaitHor0 0COOIUBICTIO I1I€T TPU € MOBHA cBOoOOAA J1iA, TOOTO ycCi /il rpaBIiB HIsK
HE 00OMEXKYIOThCS Oy/Ib-IKUMU MPaBHJIaMH KOHKPETHHX HACTIIBLHUX irop. Hampukian, mpu
Ipl B IaXd, TPaBIl MOXYTh O€3MEPEIIKOIHO HEMPABUIBLHO IOXOAUTH (GIrypor Yu
NOXOAUTH (ITYpOI0 CBOTO CyIlEpHUKa abo0 > HaBITh BUKHUHYTH HOro Qirypu uu

MEPEKUHYTH CTLJI, IO TPoJIeMOHCTpoBaHo Ha Puc. 1.5 [4].



Puc. 1.5 ®irypku aina D&D Ha maxiBHuUIi

Canvas of Kings: 1ie cripazi oco6nuBa rpa, OCKIJIbKH BOHA € TIOTY>KHUM 1HCTPYMEHTOM
1 moOymoBH pi3HUX piBHIB mia D&D ictopiit. I'pa, sSK 1HCTPpYMEHT, € JOCUTH
MIHIMJIICTUYHOIO Ta MIPOCTO y BUKOPHUCTAaHHI. Y 1 rpl MoxHa 06€3 mpobiieM MalltoBaTu
pIBHI 3a JOMOMOTOI0 JIMHAMIYHOI B3a€MOJIi acceTiB MDK COO0O0, JIErKOi B3aEMOIii 3
300paKE€HHSIM, HAHECEHHAM JIIHIN JIJI BKa3yBaHHS HANpPSMKY Ta BIOPSAJKYBaHHS 00’ €KTIB

1 KOHTPOJIIOBATH OCBITIICHHS Ha 300pakKeHHI, [0 IPOAEMOHCTpoBaHo Ha Puc. 1.6 [5].

Menu Export Mode

Puc. 1.6 IIpouec modynoBu piBHS



Roll20: e monmynsipHa Beo6-miardopma aiis npopeaeHHs irop D&D a6o B ctuni D&D B
Opay3epi. OCHOBHOIO TEMATUKOIO € irpu 3a MmotuBamu D&D y knacuunomy itoro popmari,
31 CBOIMHM MpaBWJIaMH BIAMOBIAHO 10 pemakiid mpaBuia D&D um irpu moOymoBaHi 3a
npaBuiamu rpu Dungeon & Dragons. ['onoBHa cTopinka BeO-miatdhopMu 300pakeHa Ha

Puc. 1.7 [6].
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Bunbip Ne1
Ona D&D Online.

CTBOpiTL BE3KOLITOBHMA aKayHT

Discover why over 15 million players choose Roll20.
+ CreopioiiTe HeobMeeHy KiNbKicTb GeakoLUTOBHUX NepcoHaxis ana
D&D i He Tinbku
« CrBOpioiiTe Ta rpaiiTe y cBOT KaMnakil Ha HaLOMY BipTyanbHOMY
cToni A
« Mpaiite B HaibinbLwy GiGnioTeky niueHsiiAHux Ta nepepobneHnx Dum!m{sﬂ;m

HUNDREDS OF CONVERTED TITLES
npuroa

Puc. 1.7 I1nardopma asns nposeneHHs irop y ctuiii D&D

Ha miit BeO-mardopmi MoxkHa jerko ctBoproBard D&D ictopii Ta mpoBOAWTH iX 1715 HE
0OMeXeHO1 KUTHKOCTI TpaBIliB. Takoxk miargopma MICTUTH ,IK JACKIIbKa PEAaKIliid camoi
Dungeon & Dragons, Tak 1 fesiki iHIIl irpy, CTBOpeHi 3a MoTuBaMu D&D, e kio4oBoio
CKJIaIOBOI0 € MEXaHIKM TOB’si3aHI 3 TpajJbHUMH KyOWKaMH, a TaKOX TPUCYTHE

BiJIICPaBaHHS POJIeH CBOIX MEPCOHAXKIB.

1.3 Bu0ip nporpaMHuX iHCTPYMEHTIB peaJizamii
1.3.1 IrpoBuii pywii Unity

Icnye uwwmmano irpoBux pymiiB. Hampuknang Unreal engine, skuii € Ha#OUIbII
TEXHOJIOTIYHUM Ta SKUH BHUKOPUCTOBYETHCS Yy BEIUKHX TMPOEKTAX IJIs BiATBBOPCHHS

kiHemarorpadiunux cred. Ym Valve Sourse Engine sikmit mMae oaHy 3 HaWKpammx



016mioTexk s peamzamii ¢izmuHuX sBull. A6o Godot Engine, skuii € TOBHICTIO
MOJIyJBHUM pYIIIEM, IO JO3BOJIIE BUKOPHUCTOBYBATU TUIBKM HEOOX1JHI O10J10TEKU AJIs

po3poOku. Ta BuOip monas Ha Unity [8].

Unity - ne irpoBuil pymiid paias po3poOKH 1rop, SKUH BHUKOPUCTOBYE MOBY
nporpamyBanas C#, mis pizHux irpoBux miatdopM, takux sk PC, Android, Playstation,
Xbox un MacOS. IrpoBuii pymriii Unity € Ge3KOIITOBHUM, MOKHA MPOEKT, CTBOPEHUM 3a
JOTMIOMOTO0  LIbOTO pyluis, He mnpuHocuTh 100THC. nonapiB Ha piK, L0 JO3BOJISIE
pO3poOHUKaM Oe3MepeniKoAHO CIpoOyBaTH CTBOPIOBATH ITPU 1 BIOAAIBIIOMY IUIaHI
IpaloBaTd Ta PO3BHBATHUCS B LI 1HAYCTpii. Pymriii Mae BCl MOXKIMBOCTI Ta HEOOXIJIHI
KOMITOHEHTH JJII CTBOPEHHs Maibke Bcix BuAIB 3D Ta 2D irop, Bimpa3y 3 BiAMOBiIHOIO
Bi3yaJli3alli€ro, My3U4HHM CYIPOBOJIOM, 3BYKOBUMH €(EeKTaMU, OCBITIICHHSIM, aHIMAIIIETO,
¢d13uKoro 00'ekTiB 1 T.A. Takox y Unity € cBiii marazus “Unity Asset Store” 3 BeIMUE3HOIO
KUTBKICTIO PI3HOMAHITHHX acCCETIB PI3HOI BapTOCTI, 3aBISKH YOMY, MOXKHA 3HAUTH
HEOOX1JTHI acCeTH Il PI3HUX IIJIeH, SK JUIsl HOBAYKiB, sIKI XO4YTh CIIPOOYBaTH pO3pOOKY
Irop, Tak 1 JJisg OUTBIN JTOCBIAYEHUX pO3pOOHUKIB. Takoxk MoKHA MmiaiOpaTy BiAMOBIAHI
acceTu NJsi BUOPAHOTO KaHpy rpH, Ak oT 2D um 3D micoununs, urytep, xoppop, RPG,
TOJIOBOJIOMKH, HACTUIBHI 1rpu, cTpaTerii 1 T.J. AcceTu, JJIs BTUICHHS CBOIX 1JIei, MOXHa
oOuparu BiAMOBIAHO IO CBOTO OFOMKETY Ta PiBHS 00I3HAHOCTI y cdepi po3podku irop. 3

OUTBIIOK KUIBKICTIO ITPOBHX PYIIIiB MOKHA 0O3HAMOMUTUCH TYT [7].
[lepeBaru Bukopucranns Unity:

1. Benuka 0a3a kommnoHeHTiB: Unity MICTUTh BeNHYE3HY KITBKICTh PI3HHUX
KOMITOHEHTIB Ta BIAMOBIJHOTO (PYHKI[IOHAY JIJISi CTBOPEHHS 1rop, HE3aJeKHO BiJl )KaHPIB

91 00’ €My CTBOPIOBAHOI TPH.

2. IIpocToTa B OCBOEHHI: X04 HailkpamuM BHOOpPOM 1Jis cTBOpeHHs “AAA irop” €
irpoBuii pymiid Unreal Engine, BIH moTpeOye 3HaYHOro JOCBILYy CTBOPEHHS Irop Ta
MOTY)KHUX 3HaHb MOBHU mnporpamyBaHHs C++, mo poOuUTh MOro CKIATHUM IS
BUKOPUCTAHHS HaBITh JJIs JOCHUTH JOCBIIUECHHMX po3poOHMKIB. B cBoro depry Unity mae

Takuil (QyHKIIOHAJ, 110 OJHOYACHO M€ HOBAYKy [UJII OCBOEHHsS 0a30BOr0



GbyHKIIIOHATY pyIIis, Tak 1 JUIs JOCBIAYEHUX PO3POOHHUKIB, IO MOXYTh peanizoByBaTH

¢ynkuionan Unity Ha piBH1 Unreal Engine.

3. JloCTyNHICTh: OCKUTBKH irpoBuit pymriii Unity € 6e3riaTHUM 711 BAKOPUCTAHHS, 11€
poOUTH HOro 1J1IeallbHUM BHOOPOM JJisl MMOYATKIBIIB Ta MOOJAUHOKHX YU HEBEIUKHUX TPyl
pO3pOOHUKIB, MOPIBHAHO 3 TUM camuM Unreal Engine me BUKOPUCTOBYETHCS MIOMIiCSIYHA

T IITUCKA.

4. Mocriiina minTpumka pywis: pymiid Unity NOCTIMHO OTpUMYye peryisipHi
OHOBJICHHA Ta IMOKpAIEHHS, 5Kl MOJETHIYIOTh MOro BUKOPHUCTAHHS YU BHIIPABISIIOTH
MIOMMJIKH, IO JI03BOJISi€ HOMY TOCTIHO PO3BUBATUCH Ta KOHKYPYBAaTH 3 THIIMMU ITPOBUMU

PYIIISIMH.

Jlsist poGoTH HaJl JaHUM MPOEKTOM Oyiio BUOpaHo came irpoBuii pymiiit Unity. Xod BuOip
Mk TpboMa pymiisimu Unity, Unreal Engine, Godot, B cuily Bulle nepeiiuyeHux rnepesar,
came irpoBuil pymriii Unity cTaB HaHONTHUMAJIBHIIIUM BapiaHTOM. AJDKE B MOPIBHSHHI 3
iHmuMu pymrisiMu Unity Mae Bce HEOOXiJHE HJis peaiizallii MocTaBieHOl 3ajadi Ta €

HAWJIET UM B OCBOEHHI.

1.3.2 CepenoBuiie po3pooxu Visual Studio

[HTerpoBaHUX cepenoBUL] PO3pO0OK ICHYe mpocTo Oe3nmiy. HaiinmomynspHimi 3 HUX Le:
PhpStorm, PyCharm, CLion, Visual Studio, Eclipse. Bei mi IDE(integrated development
environment) MiATPUMYIOTh YMMally KIUIbKICTh MOB MIpPOrpPaMyBaHHS Ta MalOTh pi3HI
NepeBard OIWH Meped OJHUM, L0 J03BOJs€ BUOpAaTH KOHKPETHE CEPEeOBUIIE PO3POOKHU
JUIS BJIACHUX TIOTpe® O0e3 meperpyXeHHoro (QyHKI[IOHATY, Yd 3 HEOOXITHUMH s

po3poOku MoxxsMBOCTIMU. Cepes IbOoro cnucKy 0yino oopano Visual Studio.

Visual Studio - 1ie iHTerpoBaHe cepeaoBHIIE pO3pOOKH, po3podiIeHe KoMITaHiero Microsoft
JUISL CTBOPEHHS PI3HUX HACTUIBHUX Ta MOOUIBHHUX 3aCTOCYHKIB, BEO-CEpBICIB 1 CAMTIB UM
nporpamuoro 3abesneuenHs ansi OC Windows. Visual Studio okpiM miaTpUMKH MOBH
nporpamyBanHs C#, TakoX MIATPUMYE MIATPUMYE Taki MOBH mporpamyBaHHs sik C++,

Python, JavaScript. Takox Visual Studio mae pgocuTh 3py4dHHil Ta 3pO3yMUIMN



(GyHKIIIOHAJ, BKJIIOYAIOYU PEAAKTOP KOAY 13 3PYYHHM IIiJICBIYYBaHHSIM CHHTAKCHUCY Ta
pedakTopuHroM KoOIy, 1HCTPYMEHTH [Jisi BIJIJIArO/PKEHHS KOJy, BOyJOBaHa MiATPUMKA

cUCTeMa KOHTPOJIto Bepciid, Takux sk Git. Jleranpnime mpo Visual Studio [9].
[Tepearu Visual Studio:

1. IMupokuii Habip incrpymenTiB: Visual Studio nHamae mmpoxkuii Habip
IHCTPYMEHTIB JUJII PO3pOOKH, TECTYBaHHS Ta BIJIATODKCHHS, IO IMOKPAILY€E TPOIIEC

PO3pPOOKHU.

2. Po3mmproBanicts: s Visual Studio icHye mmpokuii HaOlp TUIariHiB Ta
PO3IIUPEHB, 3a JOIIOMOTOI0 SKUX MOXHA HAJAIITOBYBATH CEPEIOBHIIE ITiI CBOI OTpeOH

Ta J0JaBaTH HEOOXiTHI (DyHKITI].

3. Kpocnnargopmenicts: Visual Studio mae Bepcii sik qist Windows Tak 1 ans
macOS, a TakoX MIATPUMYE PO3POOKY KpOCIUIaT(HOPMEHHUX 3aCTOCYHKIB 3a JOIIOMOTOIO

NET Core, Xamarin Ta iHIIUX TE€XHOJIOT1H.

1.3.3 MoBa nporpamyBanHus C#

Bubip moBu nporpamyBanHs C# cTaB aBTOMaTHYHUM, OCKIJIBKH 1rpoBuil pymii Unity
MOJKE TpaloBaTh TUIbKU 3 Hero. Ta gxmo BigkuHyTd Unity Ta BUOpatu cepen 1HIIMX
ITPOBUX PYLIIiB Ta CEPEeNOBUI PO3POOKH, MOXKHA BUKOPHCTOBYBaTH Taki MOBU

nporpaMmyBaHHs sk Java, C++ uyu Pyton.

C# - e 00’ €KTHO OpiEHTOBaHA MOBa MIPOTPAMyBaHHS, 110 TIOXOAUTH 3 cimeiicTBa MoB C.
BoHa BHUKOpHUCTOBY€TbCS ISl PO3POOKM Maiike BCIX BHJIB NPOrPAMHHUX MPOIYKTIB,
MOYMHAIOYM 31 CTBOPEHHS IrOpP 4YM HACTUIBHMX 3aCTOCYHKIB 3aKIHUYIOUM CalTamMH 1
BeO-cepBicamu. MoBa mporpamyBanas C# 3100yna CBOIO MOMYJSPHICTH Yepe3 Te, IO €
yHIBEpPCAJIbHO Ta JAOCHUTH JIETKOI JIsi BUBUYEHHs. Microsoft crBopunu C# sik mpocty Ta
CyyacHy MOBY MpOIrpaMmyBaHHs JUIsl YHIBEpPCAJIbHOIO Npu3HauyeHHsA. BoHa ycmankysana

0arato KOpPUCHHMX MOXKIJIMBOCTEHW Ta 3pYyYHOCTEH BiJ CBOIX MOMEPEIHHUKIB, MO30YBIIUCH



npobiaeMaTHYHUX Mojeel po3podku. Ha mpoTs3i BChoro CBOro iCHyBaHHS, KOPUCTYBaul
3HAWILIM i1 O€e3J11Y 3aCTOCYBaHb B PI3HMX c(epax MporpaMmyBaHHs, 3apEKOMEHyBaBLIN
cebe sIKk yHIBepcajabHa MOBa MporpamMyBaHHs i Oyab-skux norped. binbme npo C# Tyt

[10].
ITepeBaru moBu nporpamyBanus C#:

1. 006’exTHO-OpicHTOBaHe mporpamyBaHHsi: C# € 00’ €KTHO-OPIEHTOBAHOIO MOBOIO
nporpaMmyBaHHs, 1o Hajae Bci nepeBaru OOIl npu po3poOiri Oyab-SKOro MporpaMHOro
IPOAYKTY.

2. I[Inardpopmua He3asexuicTb: 1wiargopma Microsoft. NET BukopuctoByeThes y
pi3Hux omepamiitaux cuctemax Windows, Linux 1 MacOS, 1o 103Bosisi€e 3aCTOCyHKaM
CTBOPEHHMHM 3a JIOIOMOTOI0 MOBHU IporpamyBaHHsi C# mpaBWIbHO (PYHKIIIOHYBaTH

Hesanexno Big OC.

3. Bucoka cymicHicTh 3 TeXHOJIOTisIMM: 3aBIIKU YHIBepcalbHOCTI C#, TIpu po3poOiri
MpOrpaMHHUX  MPOAYKTIB, € MOXJIMBICTh IHTETPYBaTH PI3HOMAHITHY  KUIbKICTb

CHel1aJI130BaHUX TEXHOJOT1H 11 OyAb-sIKUX MOTPED.

1.4 IlopiBHAJILHA XapAKTEPUCTHUKA iHCTPYMEHTIB peaJizauii

3 ypaxyBaHHSIM BHIIE IMEpeIiYeHUX TepeBar 3aco0iB po3poOku, OysIo BUOpaHO
HactynHi: Unity, Unity Asset Store, Visual Studio, Jira, - mms poGOTH 3 CKpHUNTaMu,

iHTEpdeiicoM Ta 6106a10TeKaMu.

Pymiii Unity - € omHUM 13 HaWNOMyJMSAPHIMIKX 1 HAHKpamuX mporpam Ajsi CTBOPEHHS

irop, pi3HOMaHITHHUX JIOJIaTKIB Ta CTBOPEHHSI IU3alHy IS CepeOBHIIIA.

Takox Unity € moTy:>kHUM TrpadiuHUM pyIIiEM OCKUIbKH BIH HNIATPUMYE Pi3HI e(eKTH,
BKJIFOUAIOYM OCBITJICHHS, TiHI, TEKCTypH Ta menaepu. [lepeBaroro ajis po3poOHUKIB TAaKOK
€ BOymoBaHa cucrema (pizuku Ta cucrema a”iMamiv. Cucrema aHimalliii Mae BOyJIOBaHi
THCTPYMEHTHU i1 CTBOPEHHSI CKJIAJHUX aHIMallid g NEPCOHaXIB, 00 €KTIB Ta 1HIIUX

CJIEMEHTIB TpH. 3aBlsku BOyHAOBaHIM cucteMi (i3UKH PO3POOHUK Ma€e MOMKIUBICTD



CTBOPIOBATU peaiicTuyH1 (i3udH1 00’ €KTH, TaKi K TpaBiTallisl, KOJi31i Ta CUMYJISILIS PyXy
00’exTiB. TaKUM YMHOM HAsIBHICTh TaKOTO BOYJOBAHOIO IHCTPYMEHTAPIIO 3HAYHO CIPOLILYE

PO3pOOKY 1 103BOJISIE T TPUCKOPUTH.

OxpiM mUpoKoro iHcTpyMmMeHTapito, Unity mMae XOpolly CyMICHICTh 3 CEpEIOBHUIIEM
po3pobku Visual Studio, mo B CBOIO dYepry I03BOJISIE B TOBHINM Mipi KOPUCTYBaTHCS
3pYYHOCTSAMU pPO3POOKH, TAaKMMM SIK: T1JIKa3KH, BUSBICHHS KOHKPETHUX IOMWIOK,
BUKOpHCTaHHS (it, aBTOMAaTUYHE IMIJKJIIOYEHHsI HEOOXITHUX O10J110TEeK, BUKOPUCTAHHS

PI3HUX MOB IIPOTPAMYBaHHSI.

[Ile BaxxmuBUM acriekToM € Te mo Unity BUKOPUCTOBYE MOBY IporpamyBaHHsi C#.
3aBasgku il MOXXKHA PO3POOISITH BUCOKOTEXHOJOTIYHI IrpH 3 BHUKOPUCTAHHSM HOBHX
TexHosorii. Takoxx C# 1103BOJISE JIETKO pO3pOOSIATH KpOocCmiaaTGOpMeHi 3aCTOCYHKH IS

pi3HUX omnepaiiitHux cucteM, sk Windows yu Linux, abo HaBiTh 11 MOOLIEHUX Android.



BucHoBku 10 po3aiay 1

VY upoMy po3aini, Oya0 OMMCAaHO BHYTPIIIHKO ITPOBI MOMJIMBOCTI HACTUIBHOI TPHU
Dungeon and Dragons, 3 ypaxyBaHHSIM yCiX CKJIaJ0OBUX I'DH, TaKUX SK: BiAIrpaBaHHs oIl
MEPCOHAXKa, OCOOIIMBOCTI TpaTbHUX KYOWKIB, CIEIladbHI MaIly, BOHU X JIOKAIlii, TIpoIec

oOyI0BU I'PH, JINCTH TIEPCOHAXKIB.

byB mpoBeaeHMil aHal3 KOHKYPEHTIB Ta iX MOXJIMBOCTEH. 3 OLIBIIOI yBarow Oyio
PO3IIIHYTO OCOONMBI PUCH 1 KOHIIEMII KOHKYPEHTIB, IO JICKAaTH B OCHOBI iXHIX

MPOAYKTIB Ta HAJAABAIH iM YHIKAJIIBHUX MOKJIUBOCTEH.

Takoxx Oyn0 BH3HAYEHO OCHOBHHM MEpeNiK IHCTPYMEHTIB Uil PO3POOKH IrpOBOTO
3aCTOCYHKY 1 OyJ0 BKa3aHO KOHKPETHI IMepeBarw, 1o JOMOMOXYTh Yy pO3poOIll JaHOTO

3aCTOCYHKY.



PO3I1LJ 2. TIPOEKTYBAHHA CTPYKTYPU TA ®YHKIHIOHAJIbBHUX
CKVIAJOBHUX ITPOBOI'O 3ACTOCYHKY

2.1. IlocTanoBka 3axaui

[Tonynspricts Dungeon and Dragons moHs 3pocTae, BiiITOBITHO KOKEH PO3POOHUK Y
I Hilll HAMAraeThCs HAJATU BCE OUIbIIE KOPUCHOTO (PYHKITIOHATY JJIS CBOEI TPH, 1100
3alIKaBUTU K MOXKHA OUIbIIE I'PaBIiB Ta OyTH OUIbII KOHKYPEHTOCIPOMOXKHUM. Takox
ciijl He 3a0yBaTH MPO YHIKAJIBHICTb, aJKe CKIIbKH O XOpomux (yHKIIA Ta KOHTEHTY HE
Oysio O y rpi, SKIIO y T'pl € e YHIKAJIbHI MEXaHIKHU, TO 1€ 0e33arnepeyHo 3poOUTh Ipy

OUTBIII KOHKYPEHTOCITPOMOSKHOIO 1 IIKABIIIOO /IS IEPECIYHUX TPABIIIB.

st Toro mo0 CTBOPUTH TaKy TIpy MOTPIOHO MPaBUIBHO PO3IJIAHYBaTH KOXKEH eTarl
pPO3pOOKH, OYMHAKOYM Bl KOHUENUIi I'py 1 0a30BUX MEXaHIK 1 3aKIHUYIOUH PEKIAMHOIO
KaMITaHI€l0, BIIKPUTUM TECTYBAHHAM 1 JJEMOHCTPAIIIEIO MPOIIECY TP IUIHOBIN ayIuTOPii.
Ockinbkn D&D € ponboBOIO Tpor 3 HEOOMEKEHOI KUIBKICTIO CIOXKETIB, 3aTy4CHHS
rpaBIliB He Oyne CKIIATHOIO 3a/1a4er0, IPOTE CIia He 3a0yBaTH MPO 3PYUHICTH TPH, aiKe
0e3 xopomioro 1 3po3ymijioro QyHKIIOHAIY Trpa IIBUAKO Oyae BTpadaTH IUIbOBY
aynuTopito, hopmyroun npo cedbe norane BpaxkeHHs. LI[00 yHHKHYTH Takoro pesyibTaTy

NOTPiOHO 3pOOUTH TPy 3a HACTYITHUMH ITyHKTAMHU:

1. [Ipuaymary NpuUHAMMHI OJHY YHIKaJIbHY PHUCY Ui TPH, Y LIbOMY IYHKT1 OyJ0

BUPILIEHO BUKOHYBATH I'Py TPUBUMIPHOMY CEPEIOBHILIL.

2. [Ipogymatu yBech MIHIMaIbHO HEOOXITHUN (yHKIIOHAT AJIS TPH, HAPUKIAJ

BCTAHOBJIEHHS 00’ €KTIB, MiJIKMAYBaHHS KyOuKa, 30€peKeHHsI IrPOBUX PIBHIB.

3. [Tigibpati Bim OMHOTO JO TPHOX HAOOPIB MPOCTHX aCETIB, JUISI CTBOPCHHS

016110TeKH HEOOX1AHOT /1711 MPOEKTYBAaHHS PiBHIB.



2.2 ApxiTeKTypa Ta MeXaHiKM irpOBOro 3aCTOCYHKY

[{ikaBi 17mei Ta yHIKaJbHI €JIIEMEHTH TpH Oe33almepeyHo BaXKJIWBI, aje Bce X 0e3
HaJIEKHUX MEXaHiK rpa Oyae He NMOBHOILIHHOIO. ToMy IUIaHyBaHHS OCHOBHHMX MEXaHIK €
OJTHUM 3 HaWBAXKIIMBIIINX €TaIiB po3poOku. J[Jis Toro mobd 3po3ymiTH, IKi caMe MEXaHIK!
noTPiOH1 JUIs pearizallii rpy, HeoOX1JHO OIIHUTH yBeCh 0a30BUH (DYHKIIIOHAJ HACTIILHOI
rpu Dungeon and Dragons. OniHuBIIM HaBiTh OJHY penakiiito D&D, ctae 3po3ymisio 110 B
peamizaiii BCIX MpaBHJI B3a€EMOJIM, OMUCAHUX B Il penakilii, HEeMae MOTPeOH, aKe
peryioBaHHsM Tpu 3aiimMaeTrhcsi Maiictep Ilimzemerns. Tomy ciij 30cepenuTucs Ha

TEXHIYHUX MEXaHIKaX, HEOOX1THUX AJIsl MPOCTOro (YHKIIIOHATY, SIKi HaBEACHI HUXKYE:

1) IloGymoBa Mamu. B Tpi HEOOXITHO MaTH CHEIlali30BaHUNA KOHCTPYKTOp JUIS
CTBOPEHHS CBOIX BJIACHUX IFPOBUX piBHIB. L{e 0/1Ha 3 KIIFOUOBUX MEXaHIK, HEOOX1THUX IS
moOy1I0BU CBOTO CrlokeTy. BoHa Oyne Bkimodarm B cebe O010IOTEKYy €JIEMEHTIB, IS

noOy/I0BU PIBHS Ta CUCTEMY 30€pEKEeHHsI PIBHIB.

2)  KommnumoBaHHsI piBHIB. Jlpyroro HEOOXIJHOIO MeEXaHIKo Oyne (opMyBaHHs

CIOKETIB B)XKE€ 31 CTBOPEHUX PIBHIB.

3)  IlepemimenHs Mixk piBHAMU. MexaHika oTpiOHa 1l camoro mpoiecy rpu B D&D,

100 3MIHIOBATH JIOKAIII.

4)  I'panbHi KyOuKHW. I'panbHI KyOMKH € TOJIOBHUM €JIEMEHTOM CaMoOro IpoIecy I'pU Y

D&D, sixuii Bupilye nepedir BCix B3aeMOJIIN y Ipi.

ApxiTektypa rpu, 300paxeHa Hmxde(Puc. 2.1), me irpoBa miarpama, sika TOKa3ye
B3a€EMOJIII0 OJHUX MEXaHIK 3 IHIIUMH Ta TOKa3ye 3aJeKHICTb MDK HUMHU. B camiii rpi
apXiTeKTypa peaiizoBaHa BIJIMOBIAHUMHU MalKaMu 31 CKPUOTAMM ISl peaiizaiii TUX 4u
IHITMX MeXaHiK. ApXIiTeKTypa BKJIodae B cebe HactymHi myHKTH: Level Creation, Level

Saver, Player Move, Story Builder, Dices, Game Menu, Story Processing.



CTapT rpM

Game menu

Level Creation Story Builder

Level Saver — Story Processing

— =

Dices

Player Move

Puc. 2.1 IrpoBa niarpama 3 apXiT€KTypOIO T'PH.

IDicepeno: pospobneno aemopom

ApxiTeKTypa Tpd BiJI0Opa)kae MOPSIOK peai3alili MEXaHiK 1 BIAMOBIAHO 3aJI€kKHICTh

KOHKPETHOI MEXaHIKM BiJl 1HINOI, 110 JIa€ PO3yMIHHA Ji€ OJHA MEXaHIKa MEPEXOAUTh [0

iHmoi. Ile o3Hauae 1m0 OIHI MEXaHIKM HE MOXYTh ICHYBAaTH

BXJIMBO, TMPABWIBHO OIMHUCATH apXITEKTypy, OO0 HE TEPETBOPUTH CTPYKTYPYy TpU Y

“KITyOOK HUTOK”.

0e3 1HIIUX, TOMY YK€




Opranizaifiss CKpUNTIB BiJANOBIJA€ apXITEKTypl T'pH, IO peai3oBaHa MarkaMH, 1€ B
KOYKHI/ Mamnill 3HaXoJsAThCA CKPUIITH, SIK1 ITOB’sA3aH1 caMe 3 KOHKPETHOI0 MexaHikoro. Level
Creation BiamoBinae 3a moOynoBy piBHIB, Level Saver - 3a cuctemy 30epexeHHs PiBHIB,
Player Move - 3a nepemimienss ¢irypok, Story Builder - 3a 36ip ictopii, Ul - 3a yBech
dyskioHanpHU 1HTEpdeiic, Dices - 3a pobory rpambHux KyOumkiB, Game Menu - 3a

CUCTEMY IrpOBOTO MEHIO, Story Processing - 3a mpoiiec mpoBeIeHHs IrPOBOi cecii.

2.3 PoaboBi Mmozesti rpaBuiB i ix mepcoHa:kiB Ta B3aemonis 3 DM

Jlns rpu B maptito D&D Bci rpaBIil MOBUHHI MIATOTYBaTH BJIACHUX MEPCOHaXIB. Bcero
o 1HdOpMaIliI0 TpaBIll 3alUCYIOTh y CBOi JUCTU mnepcoHaxiB. lle € ogHum 13
HAWBaXJIMBIIINX aCMEKTIB I'PU, OCKIJIBLKH B JINCTI IEPCOHAXA OMHUCYETHCS 1HDOpMAIIis s

BIJIICPABaHHS POJII.

baszyiounch Bxke Ha 3aJaHUX TPaBISIMH PHUC XapakTepy, Bipu, mpodecii, mepeKoHaHb
BJIACHOTO TIEPCOHAXKa, TpaBIll MOXYTh MaTH pI3HI MOXIHUBOCTI 1 B3aemomii. lle
NOIIHUPIOETHCS K Ha HEIrPOBHX IMEPCOHAXIB TaK 1 HAa 1HMMX rpasiiB. Hanpukman nsa
rpaBIi sKi MaloTh TMpodecii JUIap BUCOKOTO TMOXOKEHHS 1 3JI0Mii, MOBHUHHI IMOTaHO
JaJIHATH, OCKUIBKU y HUX JIy’K€ CHUJIBHO BIJIPI3HAIOTHCS CBITOIVISIU, YU HABMAaKW TPaBll 3
KJIACaMHU CBSILIEHUKA 1 MaJIaJInHa, MAIOYH CX0XI1 CBITOINIAIU 1 BIpy, OyIyTh 100pe JaJHAaTH 1
4acTO MOXYTh MaTH MOMIOHI 17ei, MPOIMO3uIli 4Yu BUpiIeHHS npobieM. JleTanbHimne

JI3HATUCA PO IrPOB1 KJacu MoxkHa TyT [11].

Takoxx Garato niif rpaBLiB MOXYTb OOMexXyBarucb DM-oM, OCKIIbKM BOHH MOXYTb
MOPYITyBaTH 3arajbHUM X1J MOJINA YW CYNEpPEUYMTH JIOTIYHUM PIIICHHSM, K1 CIeIiaJbHO
OyJu MiArOTOBJICHI JJI1 KOHKPETHOI CUTYaIlli. A 111e BC1 B3a€MO/I1i 0€3 BUHATKIB MPOXOSATh

yepe3 DM-a 1 MOBHICTIO HUM KOHTPOJIOIOTHCA.

2.4 Iepapxisi eJieMeHTIB MiJIcCKHCTEMH BUOOPY TA MEHIO

[lepen CTBOpEHHSIM TOJIOBHOTO MEHIO HEOOXITHO PO3MOAUIATH ITPOBUMA (PYHKITIOHAT TpU
Ha YacTUHU. {7151 11bOTO MOTPIOHO BUOKPEMUTH KOHKPETHI ITPOBI MEXaHIKH, 110 TIOB’ 3aH1

M1k co0o010, Ta 3rpymnyBaru. Lle nmpoaeMoHcTpoBaHo Ha HacTymnHil aiarpami(Puc. 2.2)



[onoBHe MeH

CueHa CTBOpeHHA

3 Takow CTPYKTYPOIO TOJIOBHOI'O MEHIO, OyJ0 PO3MOAUIEHO JBa IFPOBUX PEKUMHU, € B
NepIIOMyY IpaBlLil MOXXYTh CTBOPIOBATU CBOI PIBHI 1 30epiratu ix, a B Jpyromy BiJIIIOBIJTHO

BUKOPHCTOBYBATH iX JJIsi TOOyHOBH CBOiX CrOkeTiB. IIpoTroTunm MeHro, 1o BiAMOBIJaE

CueHa komMningu,ir

Puc. 2.2 Crpyxrypa rpu

IDicepeno: pospobneno agmopom

JaHii 3a7a4i, 300paxxenuii Hiwkue(Puc. 2.3)

HanawTyBaHHSA




Haaga

CueHa CTBOpPEHHA

CueHa Komninauii

HanawTyBaHHSA

Buxig

Puc. 2.3 MakeT rojiloBHOro MEHIO

IDicepeno: pospobneno agmopom

2.5 Cucrema 3a0e3neyeHHsI irpoOBOro Mpouecy

Cucrema 3a0e3neyeHHs] ITPOBOTO MPOIECYy - 1€ KOMIUIEKCHa CTPYKTypa IrpoBUX
MOJIyJIiB, IO BIANOBIZAIOTH 3a peaii3alilo CBOiX IrpoBux pexkumiB. KoxkeH irpoBuid
MOJIyJb MICTUTh HEOOXiMHI OnHy a0o0 [eKUTbKa MIACHCTeM I peai3allii irpoBUX
MEXaHiK. 3arajioM MOXHa pPO3AUIMTH IrpOBUM Mpolec Ha 3 YacTUHU, 1€ Mepiia e
peanizauiss O107110T€KM e€NeMeHTIB Juisi 1NoOylIOBH pIBHIB, Jpyra 1€ 30epeKeHHs
noOyIOBaHMX PIBHIB Ta iX penaryBaHHsS, a TPETS CTBOPEHHS ITPOBHX CHOKETIB BXKE 31

CTBOPEHHUX PIBHIB Ta iX MPOBEIACHHS.

BinmoBimHO 10 apXiTEeKTypu I'pH BCi ITpOBI MeXaHIKM OyJau PO3AUICHI Ta 3rpyloBaHi Tak,
o0 >KOJHa 3 MEXaHIK OJHOTO IrPOBOTO IPOIECY HISK HE B3aeMOJisiaa 3 MeXaHIKaMu

IHIIMX ITPOBUX MPOLIECIB.



2.5.1 Ilincucrema 0i0IiOTEKH €JIEMEHTIB

st cTtBOpeHHst O10710TeKH eJeMeHTIB Oyl0 BUKOPHUCTAHO HaOlp MIATOTOBIEHUX
npedadiB. Ilpedad - me cnemianbHo copMoBaHMil 1MIa0IOH 00'€KTa, SKUNA MOXKHA
MOBTOPHO ~ BHKOPHCTOBYBATM BXKE 13 3aJaHUMH Mapamerpamu. Moro MoxHa
BUKOPUCTOBYBATHU JIJIS IIBUIKOTO Ta 3PYYHOTO OyTiBHHUIITBA CIIEH Ta BUKOPHCTOBYBATH MPHU

re”eparii Marl.

[Ipedabu 3pyuni THM, 10 iX MOXXHA BUKOPHUCTOBYBATH HEOOMEXEHY KUIBKICTH Pa3iB,
3aMiCTh JyOJIOBaHHS OJHOTO 1 TOTO JK OO’€KTa, TaKOX iX MOXKHAa OHOBIIOBaTH B
peaslbHOMY Yaci, TOOTO 3MIHMBIIM caM IIa0JIOH BXK€ BCl BUCTaBJICHI mpedadu Takox
3MIHATECS 3a mabiaoHoM. OJIHIEI0 3 KOPUCHHUX BJIACTHUBOCTEH mnpedabiB € HE3alIeKHICTh
BIJl piBHS, TOOTO AKIIO 3MIHIOBaTH CaMy CLIEHY, YU 00’ €KTH HABKOJIO npedadiB TO 1€ HISIK
Ha HbOro He BruMHE. [Ipukiianm mpogeMoHcTpoBaHuii Ha Puc. 2.4 neTanbHO MOXHa

po3mIsiHYTH TYT [12].

@ Scere  enCame i Asset Siore
+- & | wScenes @ House 1 prefab « Auto Save
@ House 1 prefad De @~ U R O » § & &~ - -

Hone Physic Material) @
¥ 2204935 T 0
¥ ssseen2 21

Add Companant

Puc. 2.4 Tlpuxknan po6otu 3 nmpedadbom

Ak npukiana, MpeacTaBUMO IO Yy Bac € BOPOI, SKUH Mae TIEBHY ITOBEIIHKOIO,
BJIACTHUBOCTI, TOKa3HUKHU 1 MU XO0UeMO 100 1iei Bopor OyB y JEKUIBKOX MICHSX T'pH, IS

IIOTO TOTPIOHO cTBOpUTH mpedad Bopora 1 Horo MoxHa 0e3 MpoOIeM pPO3MIITyBaTH



PI3HUX PIBHSIX TPH, a BIACTUBOCTI BXXE€ KOHKPETHHUX BOpPOTiB MOXKHA KOPUT'YBaTH B
3aJIEKHOCTI B1Jl 00CTaBUH. Takuil MPUHIIMII MO>KHA 3aCTOCOBYBATU 10 OyIb-SIKUX ITPOBHX
00’€KTIB, UM TO 3BUYANHI €IEMEHTH JaHAMAa(Ty, YU CKIATHI CTPYKTYpH, 4H, SIK Oyj0

BHUIIIE 3T'a/IaHO, BOPOTH.

Jlist camoi peamizamii 1€l cHCTEMH HEOOXITHO MIATOTYBaTH TMEBHY KiJIbKICTh TaKHUX
€JIEMEHTIB Ta 310paTu iX y cnucok. HacTymHuM KpokoM Oyjie CTBOPUTH CUCTEMY BUKIIHKY
€JIEMEHTIB JIJIsl IXHBOI MOSBU HA CLIEHI 1 BIATOBIJTHO CUCTEMY iXHBOT'O BUJIAJICHHS, SIKIIIO 111

CJIEMEHTH OYyJIN 3aiiBUMHU.

2.5.2 Iligcucrema 30epeskeHHsI PiBHIB

€ onexinbka cmoco0iB peanizamii MexaHikM 30epekeHHs i1Hdopmarii mpo piBHI.
Hanpuknan JsonSerialization, PlayerPrefs uu Ginapna cepiamizauis. B nanomy mnpoekrti
BUKOPHCTaHUI crmoci0 3 Json cepiamizamiero. Json cepiamizamisi Tpamroe HACTYITHUM
YUHOM: 30UparOThCs MaHl 00’€KTa, $KI MICTATH BCIO HEOOXiAHY iH(MOpMAI0 TIPo
MICIIE3HAXO/KEHHS 00’ €KTa 1 aBTOMaTU4YHO HymepyeThes. Li jaH1 KOHBEpTYIOThCS B Json
pSAAKKA Ta 3amucyloThes y daiin. Temep, mpu 3aBaHTakeHI TPH, BCi 00’€KTH, K1 Oynu
3amucaHi B 1ed Json (aity, OymyTh TOSBISATUCS Ha CIEHI, NpU 11 3aBaHTa)KEHHI.

CxemarnuHuii npukiaj 300paxeno Huwxue(Puc. 2.5)

3Gip AaHux 3anuc JaHux IHiLianizauia gaHWx Npu 3anycky rpu|

[Serializeble] »  Json File » Start Game

Data

Object

Puc. 2.5 300paskeHHs mporiecy cepiaiizariii Ta iHiIiamizamii JaHux

IDicepeno: pospobneno agmopom

PeanizoBana 1s mexadika 3a gomoMoror 3 ckpunTtiB: “Serializator”, “LevelSaver”,

“SaveSystem”. Ckpunt “Serializator” € OCHOBOIO CHCTeMH 30epeKeHHs, MOro 3ajada



3anucatu y Json psgaku. Hactynuuii ckpunt “PlacebleObjectData”, BiamoBizae 3a Buj

00’€KTIB, K1 MO’KHA BCTAaHOBUTHU Ha CIIEHY, TOOTO BC1 00’ €KTH.

Hactynuuii ckpunt “SaveSystem” Biamosimae 3a pobory 3 (aitnmamu. Moro 3amaga
MOJIATAE Y CTBOPEHHI HEOOXITHUX ITUPEKTOPid, 3aluci JaHUX M0 IUX JUPEKTOpid Ta

SYUTYBAHHA YK€ 3alIMCAHUX TAHUX paHime.

2.5.3 Ilincucrema noOy10BH CHOKETIB

Cuctema 111 1moOylOBH CIOXKETIB TOTpiOHA st Toro, moO0 BigOuparh HEoOX1aH1
CTBOPEHI PiBHI IPaBLIB Ta CTBOPIOBATU 3 HUX JIAHLIFOXKKHU PIBHIB, KI YOCOOIIOIOTH COOO0I0
crokeTH1 JiHii. Cam MexaHi3M OyqyeThbCcsl Ha CHCTeMaX BHOOPY PIBHIB 1 CHCTEMI IIEPEXOy

MDK piBHsIMU. Cxema poboTu KoHIemnIlii 300paxkeHa Hux4ue(Puc. 2.6)

2
1 2 3 2 $
4 :: > 1 :: > 1
4 )
4

ChopmoBaHWi BineHWIA nepexig Mix

30epexeHi pieHi | .
CMNUCOK 3 PiBHIB piBHAMU

Puc. 2.6 Cxema xoHuemniii no0y10BU CIOKETIB

IDicepeno. po3pobneno agmopom

Cama cucteMa moOy/0BH CIOXKETIB MOOy0BaHA HACTYITHUM YHMHOM: y CIIeIiai30BaHii
JUPEKTOpIi, MOXKHA BUOMPATU Ta BUKOPUCTOBYBATH JJIs MOOYIOBU CBOIX CIOXKETIB. 3a 1€
BinnoBigae ckpunt “LevellLoad”, axuii Mo)ke 3aBaHTa)KyBaTH HACTYIIHI YU TOMNEPEHI
piBHI. A CHHMCOK 1 MOPSJIOK PIBHIB OyJe BU3HAUATUCS T'PaBIeM, SIKU BUOMpAE iX 31 CBOET
mupekTopii, 3a pomomororo ckpunty “LevelSelector”. Came 3a Takoi CTpyKTypu B
MaOyTHROMY MOXKHa Oyjie THYUKIIIIe IpaIfoBaTH 3 PiBHAMU, JOJIAF0UX HOB1 KOHIICTIITIT ITi]T

PIBHIB UM CTBOPIOIOYM JIAOIPUHTH 3 CAMUX PIBHIB.



2.6 Onuc peasnizauii irpoBUX MeXaHiK

Tenep, copMyBaBIIM CTPYKTYPY KOKHOTO ITPOBOTO IMPOIECY Ta MEpesiK HeOOX1THUX

MeXaHiK, MOTP1IOHO PO3POOUTH caml MEXaHIKH.

2.6.1 MexaHiku no0y10BH piBHiB

Mexaniku 1oOy/1I0BH PIBHIB BIIIOUAIOTh y C€0€ MOXIUBOCTI JIJIsSi BU3HAYEHHS MOJOXKEHHS
Ha CITI[, BCTAHOBJICHHS OO’€KTIB 3 B)KE€ OIIMCAHOI BHIIE OIONIOTEKH EJIECMEHTIB,
Bi3yaJli3allif0 CITKM Il BCTAHOBJICHHS 00’€KTIB, O0OpaxyBaHHS PO3MIpIB 00’€KTIB s
YHUKHEHHS KOJi31#, Bi3yami3alilo 00’€KTiB mepen BCTAHOBIEHHSIM, BUAAJIECHHS 00’ €KTIB.
3aranom 1ie € KOMIUIEKCTHA MEXaHiKa, pe3yJIbTaToM POOOTH SIKOi € KOPEKTHE BCTAHOBJICHHS

1 BUIajgeHHs 00’ €KTIB Ha CLIEHI.

KitouoBoro MexaHIKOI TyT € TpaBUibHE BHU3HAYEHHS KIITUHOK. (OCHOBHOIO
npoOJIEeMAaTUKOK TaKUX CHUCTEM € poOOTa came 3 CBITOBOIO CHUCTEMOIO KOOpPJWHAT, SKa
BUKOPHCTOBYE 4Hncia 3 IpoOOBOK YaCTMHOIO. A Halla 3ajadya BCTAHOBIIIOBATU 00’ €KTH B

KOHKPETH1 KJIITUHKH, K1 BU3HAYAIOTHCS CUCTEMOIO KOOPAMHAT 3 IUJIUX YHUCEIL.

HailinommpenimumM cnocobom BupimieHHsM 1iei npodnemu € metogu WorldToCell() 1
CellToWorld(), ocHOBHa 3aaua sIKHX KOHBEPTYBAaTH KOOPAUHATHU 3 OJHIET CHCTEMH B 1HIILY.

JleranbHUI oMKC Ta 3aCTOCYBaHHS omucaHi TyT [13].

Meron WordToCell() koHBepTye 3HA4YeHHS CBITOBUX KOOpPAMHATH Yy Il 4YHUCI]A,
BIJIKM/IaI04M JAPOoOOBY yacTuHy. ToOTO MU OynemMO OTpUMYBaTH KOOPJAWHATH KOHKPETHOI

kimituaku. A metog CellToWorld() BiamnoBiiHO oBepTa€e CBITOB1 KOOPAUHATH.

Huxue 300paxeHo npukiaa posnizHaBaHHs KIiTUHOK (Puc. 2.7). Ha HpoMy BUAHO, 1110
TOYka A 3HaXOIWThCs Ha rpadiky 3a KoopauHaramu, mo wmeHmi 3a (1;1). B upomy
BUMAAKYy Touka A 3Haxonuthcst Ha kimiTuHIl (0;0). BianosigHo Touka B 110 3HaxonuThes B
KoopauHaTax MeHii 3a (3;1), 03Havyae 1m0 KOOPJAMHATH KIIITHHKY B AKii BOHA 3HAXOIUTHCS

e (2;0). I ockinbku B OJHIN KIITHHIII MOXE 3HAXOUTHUCH 0€3114 TOYOK, BIJMOBIIHO IpyTia



touok C, D 3HaxomuThesl B OHIN KIITHHIN 3 KoopAauHaTamu (2;2), sk 1 rpymna Cl1, D1 3a

koopauHatamu (-3; 0).

Y
F 9
RpN
9
1
PS . .
9 X

Puc. 2.7 300pakeHHs IpUKIIaly poOOTH pO3Mi3HABAHHS KJIITUHOK

IDicepeno: po3pobneno agmopom

2.6.2 MexaHiku po00oTH 3 PiBHAMU

MexaHiku poOOTH 3 PIBHSMHU B3a€EMOJIIOTH CaMe 3 CIleHaMH, sIKi OyayTh 30epiraTucs,
penaroByBaTMCh UM Tiepe3amnucyBaTHCS. Takoxk B Ied mepelik Oymae BXOAUTH poboTa 3

CIOKETaMHU, aJIKE 1151 MEXaHIKa MPaLo€ TUIbKU 3 TOTOBUMHU PIBHIMHU.



3aranbpHUN TPUHITKII NTojIsTae y 3anuci napamerpiB y JSON dopmari Ta 30epexeHHi iX y
(aiinl, a Ipu BUKOPUCTAHHI BKe 30€peKEHHUX PIBHIB 3allMCaHl JAaHl Jeceplai3yloThcs Ta

BUKJIMKAIOTh BIJIMOBIHI 00’ €KTU y BIMOBIIHUX MICIIS.

2.6.3 MexaHiku 1151 IPOBEJCHHS I'PH

[lepenik MexaHiK JJIsi TPOBENIEHHS TPU BKIIIOYae B cede poOoTy 3 (irypkaMu rpasIliB,
rpaJibHU KyOMKaMH, MepexojaMyu MK PIBHSMH. 3arajioM BCl HEOOXI1THI MEXaHIKU JIs
KOM(OPTHOTO TPOBENEHHA Tpu. Hampukianm MexaHikd MIIKUIyBaHHS KyOHKIB,

nepeMilieHHs (IrypoK 4M Bizyasizallis Mepexoay MK pIBHIMH.

3aranoM cnoco0iB peanizalii MEXaHiKy MiAKUAYBaHHS KyOUKIB ICHY€ YUMAaJo, IpOTe 3
ypaxyBaHHSIM, IO TpajibHI KYOMKH CTAIOTh BCE KPYIIIIIIMMHU 3 OUIBIIO0 KUIBKICTIO CTOPIH,
MOXXYTh BUHHMKATH TPYIHOI 3 MOBEAIHKOK KYOMKIB 1 PO3YMIHHSIM TOTO, SIKE€ 3HAYCHHS

BUMAJIO HA TOMY KyOHUKY.

3 ypaxyBaHHSM ITUX HEJIOMIKIB JJIs peatizaiii el MeXaHiKd XOPOIIUM CIIocoOoM Oyie
BUKOPHMCTAaTH BUMAAKOBI uncia. Hanpuknan HaM noTpiOHO MIAKUHYTH ABAALSTUTPAHHUAN
KyOWK, JJIsl IbOTO MOXKHA 3pOOUTH MPOCTHI aITOPHUTM Jie BUIajie oaHe yuciio Big 1 mo 20.
[le maiimpocTimmii crnoci6 peasnisaliii, ToMy 100 I1¢ BUDISAANO JKUBIIE, MOKHA J0JaTH
aHIMalll0, y OKpEMOMY BIKHI, € Oyae MIAKUIAYBAaTUCh KyOHK, a MOTIM Ha (POHI KyOuka
Oy/lie TIoKa3yBaTHCh BIAMOBIAHE YKCIIO. BiamoBigHO Oys10 po3po0IeHO MPOCTUH alTOPUTM
rerepauii BumnaakoBoro (Puc. 2.8), mo 300pakeHuid Hux4e. buiblie mpo rexepariio

BUMAJAKOBUX uncen TyT [14].
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Puc. 2.8 Anroputm resepaiiii BUIaAKOBOTO YKCIIA ISl TPAIbHOTO KyOHKa

IDicepeno: pospobneno agmopom

Pob6ora 3 ¢irypkaumu TrpaBIliB TaKOX Ma€ YHMAJIO HE3PYYHUX MOMEHTIB, TOMY B
JTAHOMY B JJAaHOMY BHUIIAJIKy HaMKpaIlluM BapiaHTOM OyJie 3B€CTH MepeMillieHHs PIrypKH 10

IIPOCTOrO MEPETATYBAHHSA 3a KYPCOPOM.

[lepexin MK pIBHSIMU BUKIWKAE HAWMEHIE MPOOJIEM, OCKIJIBKM 3MIHOKIO pPIBHIB
3aliMa€ThCS Tpymna CKPHUMTIB Ui TOOYIOBH CIOXKETIB, @ CaM CKPHIT IS Bi3yJIbHOTO

nepexoy Oy/ie BUKJIMKATH BIAMOBIIHI €PEKTH TSI TIOM’ IKIIEHHSISI CTIPUAHSATTS.



2.7 IIpoekTyBaHHS KOPUCTYBaNbKUiil iHTEpdeiic

[Ile ogHMM 3 KIIFOYOBUX €JIEMEHTIB I'PH, € KOPUCTYBAIbKUii iHTepdelic. 3po3ymino, 1o 3
BIJICYTHICTIO 1HTepdeiicy Oyzne B3arajii HEeMOXIIUBO YIPABIATH MPOLIECAMU T'pU, YK TO Oyze
noOynoBa Ta 30epexeHHs PiBHIB, uH 1e caM mporec Tpu B D&D. BigmoBigHo 17151 KOKHOT
3a/a4i MoTpideH, CBiH, creriaaizoBaHuil 1HTEpdeic, skuil Oyae 3aJ0BUILHITH MOTpeOu

KOHKPCTHOI'O CIICMCHTY I'pH.

Jlist po3poOku ycix HeoOXiMHMX 1HTep(]eiciB MOTpiOHO 3BEPHYTHUCH JO aAPXITEKTypHU
I'pH, Jie BXKE MPABWIBHO 3rpyNOBaH1 MEXaHIKH, J0 KX MOXKHA PO3POOUTH Creliaai3oBaH1

iHTepdericu.

3arasoM MOTPIOHO PO3POOUTH TPH CIEHiATI30BaHUX THTEPPEHCH JIJIST KOKHOT KITFOUOBOT

MEXAHIKH.

1)  Ilepmmii inTepdeiic Oyne BiamoBigaT 3a MoOyn0BY piBHIB. BiH MOBUHEH BKIIIOYATH

B ceOe 010110TeKy eJIeMEeHTIB, KHOTIKY 30€pEKEeHHSI Ta KHOIIKH 3aBaHTa)KEHHSI.

2)  Hpyruii Oyne BignoBigatu 3a 30ip icTopii. Y mboMy iHTepdeicl moTpiOHO Maru
MOXKJIMBICTh OQUWTH BC1 paHillle CTBOPEHI PIBHI, TAKOXK MAaTH Bizyasizallito mpoiecy 300py

CIOKETY 3 LIUX PIBHIB.

3)  Tperiit HeoOXimHuii 11l TpoBemeHHs camoi ictopii. Llel iHTepdelic MOBHUHEH
MICTHTH BCl HEOOX1HI KOMIIOHEHTHU JJIs camoi Ipu. B el mepenmik BXOAATh KHOIKHU JIJIs

NEPEKITIOUYECHHSI PIBHIB 1 BIKHO JUISl MIAKUYBaHHS KyOuKa.

Takox, Bci iHTepdelcH TMOBUHHI MICTUTH KHOINKH IIBUAKOTO BHUXOAY 3 ITPOBOTO
pexuMy, TOOTO HaJaBaTH MOKJIUBICTH T'PABII0O €KCTPEHO TMOKWUHYTH Tpy. bijbiie mpo

pob6oty 3 KopucTyBanbkuM iHTepdericom y Unity MmoxkHa aizHaTucs TyT [15].



BucHoBKH 10 po3aiay 2

VY upoMy po3aini Oyao poO3DISIHYTO OCOOTUBOCTI PO3POOKH T'pH, SKa OJHOYACHO €
THCTPYMEHTOM Ta CEPEIOBMINEM JUIs pealizallii irpoBoro mpoiecy st BcecBity D&D.
Takox Oynu OIiHEH! BUKIMKH Ta MPOOJIEMHU peatizalilii MexaHIK TPU TaKUX SK: CUCTEMU
noOy1I0BU Ta 30€PEKECHHS PIBHIB, aJITOPUTMY YIIPaBIiHHS IPOIIECOM IMPOBEJACHHS TPH,

CUCTEMY KOMIIUIIOBaHHS P1BHIB.

Taxox Oyno pO3MISHYTO KOHIIETIT TPH, 3aBASKU SIKOMY OyJ10 MPaBHIIBHO PO3MOALICHO ii
(GbyHKIIIOHAN, III0 B CBOIO YEPry JIO3BOJIAIIO PO3AUIMTH PO3POOKY IpH Ha MEBHI IPyNH Ta
eTanu. 3 TaKuM MIAXOAO0M PO3pOOKa CTPYKTYPH30BYETHCS 1 BIAMOBITHO MPUCKOPIOETHCS.

Ile moBOAUTH (haKT KOPUCTI JAHOTO METOIY PO3POOKH.



PO3I1J 3. TIPOI'PAMHE I TEXHIYHE 3ABE3IIEYEHHSA

3.1. BuMoru 10 TeXHi9YHOro Ta MPOrPaAMHOI0 3a0e3medeHHs

3.1.1 XapakTepucTUKA TEXHIYHOr0 3a0e3Me4yeHHs IIaTGopmu po3podoKku Ta
TeCTYBAHHS

J171st po3po0KU rpu OyJI0 BU3HAYEHO TaKi BAMOTH JI0 TPOTPAMHOI0 3a0€3MEeUEHHS:

1. Unity -Bepcis 2022.3.711.

2. C# - moBa mporpaMyBaHHS.
3. Microsoft Visual Studio - cepemoBuiiie ajist HaMUCaHHS KOIY.
4. Unity Asset Store - mara3zuH accerTiB, IHCTPYMEHTIB Ta 010110TeK.

Takox a7 nIaHyBaHHS 1 PO3MOAUIEHHS 3a4ad 1O BUKOHAHHS OyJl0 BUKOPHUCTAHO

cepenowuile Jira.

BuMoru 10 TeXHIYHOro 3a0e31eYeHHS:

[

[Tpouecop: Intel Core 17-10750H

2. Bineokapra: NVIDIA GeForce GTX 1650Ti

W

Onepariitna cucrema: Windows 10/11 64-po3psana

4. OmneparuBHa mam’sate: 16 I'b

3.1.2 MiniMaJbHi BUMOT'H 10 3a0€e31e4eHHs

Busnaduenmii mepernik  MiHIMaJIbHO HEOOXITHMX BHMOT JJIsi 3allyCKy ITPOBOTO

3aCTOCYHKY:

1. Onepariitna cuctema Windows 10

2. [Tpormecop: Intel Core 13-9100

3. Bineokapra: NVIDIA GeForce GTX 1050
4. OmneparuBHa nam’sath: 8 I'b

3. Micus Ha sxopcTkomy nucky: 1 I'b



3.2. Onuc nporpamMHoi peaJizauii
3.2.1 Unity Asset Store

[IpoananizyBaBmn marazuH Unity Asset Store Ta Horo O€3KOIITOBHI acceTu Oyso
o0paHO TeMy CepenHbOBIUYs, SKy J00Ope MOXKHA peaji3yBaTH 3 JOCTYIHUMH

0€3KOIITOBHUMHU acceTamu [16].

[onoBHUMEU KpuTEpisiMU I BUOOpPY 1ii€i TemMaTuku Oyld MOJENb TEPCOHAXIB,
cepenoBulle, Mojeni OyauHKIB, cayHJ] BizyanbHi edektu. OOpaHi acceTu B rpi Oylo
obpano B odimiitHomy marasuai Unity - Unity Asset Store, mocCWIaHHS Ha HUX MOXXHA

MNCPCTILIHYTH HUXKYC B NOOAATKY.

3.2.2 T'o;10BHE MEHIO

Jnst  po3poOKM  TOJOBHOTO MEHIO TpH Oyl0 BHKOPUCTAaHO TakKi €JNEMEHTH, SK
nojioTHo(canvas) Ta #oro enemeHTu mnaHenb(panel) 1 kHomku(button), TEKCTOB1 MOJS
Habopy TextMesh Pro, ¢oHOBEe 300pakeHHS, 1 CHEMiaTbHUN CKPUIT PO3POOICHUN st

rojoBHoro MeHro (Puc. 3.1).

D&D Structurer

Create Scene
Create Story
Options
Exit

Puc. 3.1 ['onoBHE MEHTO

['ooBHE MEHIO TPU CKIIAJAETHCS 3 TPYNH TaKUX 00’ €KTIB: 3aroioBok “D&D Structurer”,
kHomka “CTBOpUTH cleHy 1 kHomka ‘“‘Buiitu”. I'pyma 1mux o00’€KTIB Mae Ha3By

“MainMenu”(Puc. 3.2)



7] ExitButton
Puc. 3.2 I'pyna 06’ ektiB MainMenu, sika BinoBia€e 3a PyHKI[IOHAT TOJOBHOTO MEHIO

IDicepeno.: Pospobneno aemopom

Ho miei rpynu 00’€kTiB npuegHaHuil ckpunt “MainMenu”, sSiKuil MICTUTh HEOOXiTH1

MeTOU JJi (PyHKIIIOHAIy KHOMOK rojioBHOTO MeHIo (Puc. 3.3).

¥ MainMenu

v
Tag Untagged

Rect Transform

Main Menu (Script)

Add Component

Puc. 3.3. Ilpuennanuii ckpunt MainMenu 1o rpynu 06’ ektiB MainMenu

IDicepeno. Pospobneno aemopom

B ckpunti MainMenu € 2 metoau po3poOiieHl NIl TBOX KHOMOK TOJOBHOTO MEHIO
BiAnmoBigHO, MeTon “CreateScene” mMepeHOCUTH T'paBlisl Ha 1HIIY CILIEHY, Ha SKIM MOXKHa

OymyBatu cBOi crieHu, MeTof “‘QuitGame” 3aKkpuBa€e 3aCTOCYHOK.

JUis BUKOPUCTAHHS LbOIO CKPHUITY HEOOXIAHO JJIsi KOXHOI KHONKH HPHUCBOITH
BIAMOBIAHUN MeTon ckpunty. I1lo0 me 3poOuth moTpiOHO BHMOpPATH KHOIKY TOJOBHOTO
MEHIO0, y BIiKHI iepapxii, y poszauti “Button”, mo moxii OnClick(), nmpuegnaru rpymy

TOJIOBHOTO MEHIO 1 BUOpaTH, HAallMCAaHUH paHilie, BiANoBIIHUM MeToA. [Ipukiaa Ha OCHOBI



kHomnku “Create Scene” (Puc. 3.4)

On Click ()

Runtime On+ MainMenu.CreateScene
B MainMe

Puc. 3.4. Peanizauis ¢pyskiionany kaornku Create Scene.

IDicepeno. Pospobneno aemopom

Peanizaris Bizyamizarii B3aemMofii 3 KHOMKaMU BiOyBaeTbes yepe3 BIKHO [HcmekTopa.
[Ilo6 ctBOpUTH HEOOXiAHI Bi3yasbHi1 edektu, y po3aui “Image” [oTrpiObHO BUOpaTtu Oyab
KWW KOdip, KU miaxoauts. Jam B po3aun “Button” HamamtyBaru 3 myHktu: “Normal
Color”, “Highlighted Color” 1 “Pressed Color”. B koxxHomMy mnapameTpi MOTpiOHO
BUCTABUTH PI3HUI CTYMIHb MPO30POCTI, B nepiiomy 0, B Apyromy MoxHa BCTAaHOBUTH BiJl
30 no 80, B Tperromy k Big 80 mo 170. [lpuknax mpogemorcTpoBano Ha kHomil “Create

Scene” (Puc. 3.5)

@® + Button
nteractable o

Color Tint

Multiplier

Duration

Mavigation Automatic

Visualize

Puc. 3.5. Peanizanis Bisyanizanii B3aemoii 3 kHomnkoro “Create Scene”

JDicepeno. Pospobneno aemopom



3.2.3 YupaBJ/iiHHSI KAMEPOI0

Jlis peanizaiiii CriocTepeKeHHsI Ta MEPEMIIIEHHS MO CIEHl Oya0 MPUUHATO PIIICHHS
pPO3MICTUTH cHelianbHUui 00’eKT, sikuil Ha3uBaeThecsi “Camera Conteiner”’. Bcepeauni
IILOTO 00’€KTa MOMIICHa 3BHYaliHa Kamepa Ta mpuenHanuii ckpunt “‘CameraMovement”
(Puc. 3.6). Taka cTpykTypa 00’ €kTy moTpiOHA, II0O MOJETIIMTH CIPUHHATTS Ta PO3IIITUTH

YIOPABIIIHHS apaMeTpaMy KaMepoIo 1 ii IBUIKICTIO.

Add Component

Puc. 3.6 Peanizairisi MexaHiKH yIIpaBIiHHS KaMEepPOIO

IDicepeno. Pospobneno aemopom

[lepemimieHHst mpaiioe 3a JOMOMOTOI0 3MIHH KOOPAMHAT B TPOCTOpPi, BIAMOBIIHO
napameTp ‘“‘speed” M03BOJISIE MaHIMYTIOBAaTH MIBUAKICTIO TepemilieHHs kamepu. Cam
crocid nmepeMilieHHs yepe3 3MiHy KOOpJMHAT B IPOCTOP1 HE MOTpeOye PI3HUX B3aEMOIH 3
¢bi3uKol0, B SKiM HeMae HEOOXiMHOCTI 1 € MpOCTImUM B peamizamii. Takoxx BaKIMBUM
aCIEKTOM € MEepEeMIIIEHHSI KaMepH caMe M0 MI00aIbHUX KOOPAMHATAX 1 B TUIOLIMHI ocel X
Ta Z, 1€ JO03BOJISIE MEpEeMIlaTUCs MapajelbHO BIAHOCHO TIUIOUIMHUA JI€ TOBUHHI

BCTAHOBJIFOBATHCSA 00’ €KTH.



3.2.4 Po3pooOka inTepdeiicy

Po3pobOka iHTepdelicy mpboro MEHIO cxoxka 0 po3poOKH rojoBHOro meHro. [lepmmm
HeoOx1THUM eneMeHToM Oyae “Canvas”. IIpocte cTBOpeHE MOJIOTHO aBTOMAaTHMYHO OyJie

CHUHXPOHI3YBaTHCI3 KaMepolo, fKIIO Horo He mnpueaHatd 10 Oyab skoi kamepu. Lle

HEOOX1THO I MPaBUIILHOTO BimoOpaxeHHs iHTepdeiicy (Puc. 3.7).

Puc. 3.7 Ilpukian BUDIISITY CHHXPOHI30BAaHOTO MOJIOTHA 3 KAMEPOIO

IDicepeno: Pospobreno asmopom

Mexanika poOoTH 1HTEp(ECy Mpaloe Tak camo, SK 1 TOJIOBHE MEHIO rpu. Tomy Ha
MOJIOTHO MOTPiOHO MOCTABUTH €JIEMEHTH KHOIIOK Ta TPYITy eeMEHTIB mija Ha3Boto “Scroll”

B SIK1M 3HaXOAATHCS (POH CHUCKY 1, OyAyTh 3HAXOAUTHUCH ioro enemeHTH (Puc. 3.8).

Puc. 3.8 Maker inTepdeiicy iIHCTpyMEHTY.



Iicepeno. Pospobneno aemopom

MexaHika poOOTH 3 KHOMNOK 1 €JIEMEHTIB CIHMCKY MpAaLIO€ 1IEHTUYHO 10 MEXaHIKU

KHOITOK ToJIoBHOTO MeHIo rpu (Puc. 3.4).

3.2.5 CTBOpeHHs1 MeXaHIKH JJIsi BUCTABJIEHHSI 00’ €KTIB HA CIIEHY TA IXHbOI'0
nepeMilieHHst

Peanizarii miei mexaHiku moTpeOye MOTYXHOI MiAroToBKH. [lepmmii eramn miaroToBKH,
1Ie CTBOpPEHHs eneMeHTy Miargopmu 3 kommoHeHToM “Grid”. I[o6 #oro cTBOpuTH 1
no4yatd poOOTy 3 HHUMH, HEOOXITHO CTBOPHUTH IIaT(GopMy OyIb SIKOTO BHUAY, HAIIPUKIIAT
MOKHa BUKOPHUCTATH Ky0, 3aJaBIIN oMy MOTpiOH1 Ham po3Mipu. Jpyrum enemeHTom Oyre

CTBOPEHHSI ITyCTOTO €JIEMEHTY J10 IKOro Oyne nonano kommnoHeHT “Grid”(Puc. 3.9).

@ Inspector

@ v Grid

- Tag Untagged ¥ Layer Default

Rectangle

XYZ

Add Component

Puc. 3.9 IlopoxHiii eaemeHT 3 komrnoHneHToM “Grid”

IDicepeno. Pospobneno aemopom

Hactynmaum kpokom Oyne o0’€THAHHS €JIEMEHTIB MOPOKHBOTO €JIEMEHTY Ta €JIEMEHTY
mwiargopmu. s 1poro moTpiOHO CTBOPUTH 1€ OAUH TMOPOXKHIA 00’€KT, KU Oyne

BMIIIIATH B cOO1 BCi elleMeHTH HeoOXiaHi s GyHKIionyBaHHs tiardopmu (Puc. 3.10).

&) GridParent




Puc. 3.10 [Insax ctBopenns Tilemap

IDicepeno. Pospobneno aemopom

Jlami HeoOXiTHO HaJaIITyBaTH IMapu y BiKHI 1HcmekTopa. s KopekTHoi poOoTu
MEXaHIK TOTPIOHO CTBOPUTH CBIM BIACHUM wIap, SKUM Oylde NOB’SI3aHUNM TUIBKU 3
CHUCTEMOIO BCTAHOBJIEHHS. JIJIs MhOTO y BIKHI 1HCIIEKTOpa MOTPIOHO 3HAWTH BUTIAJAIOUHIMA
CIUCOK 3 Ha3Bolo “Layer” Ta BUOpaTu MOPOXKHIM MYHKT JIe MOTPIOHO BBECTH HA3BY CBOTO

mapy (Puc. 3.11).

O Inspector

) v PlaneGridNet Static ~
Tag Untagged Layer PlacementPlar »

0: Default
1: TransparentFX

-~ Transform

Position

_ » 2: Ignore Raycast
rotation GBI . 3: PlacementPlane
16 4: Water
Cube (Mesh Filter) 5:Ul
B Cul Add Layer...

Puc. 3.11 [ap nyst MexaHIKM BCTAHOBJICHHS 00’ €KTIB

IDicepeno: po3pobneno agmopom

[Ticns peanizamii miargopMyu HaCTYMHUM KpokoMm Oyzae cTBopeHHs mpedadis(prefab).
Came 1i 00’extu OyayTh 3’siBIsAiTUCA Ha cleHl. KoxkeHn npedad noBuHHEe OyTH NPAaBUIBHO
BUPIBHATH JJIsl BCTAHOBJICHHS Ha CITKy. HalimpocTimmii cioci® peamizaii 11e CTBOPEHHS
0aThKIBCHKOTO €JIEMEHTY Yy SIKOMYy Oylleé 3HaXOJUTHUCh caMa MoJielib, 110 Oyjae 3MilleHa

BIJIMTOBITHO /10 CBOTO po3Mipy (Puc. 3.12).



Puc. 3.12 Ilpuxnan cTBOpeHHs 1 miAroToBKH npedada

LDicepeno: cmeopero agmopom

Hani  motpibno ctBoputu ckpuntu “PlacebleObjectSystem”, “ObjectDrag” i
“PlacebleObject”, siki OymayThb BIANOBIJIAaTH 3a CaM€ BCTAHOBJIEHHS 00’ €KTIB Ha CIEHY.
Meronu  ckpunty  “PlacebleObjectSystem”, sax  “GetMouseWorldPosition” 1
“SnapCoordinateToGrid” BiamoBigarTh 3a 3HAXOMKEHHS MICIA MOsSBH 00’€kTy. Meton
“InitializeWithObject” BiamoBimae 3a mosiBy o0’ekra Ha cueHi (Puc. 3.13). Meronu
ckpunty “ObjectDrag” BiAMOBIgaIOTh 32 MEXaHIKy mepemimeHHs: 00’exTy mo cueni (Puc.
3.13). Ckpunr “PlacebleObject” motpiOeH, 006 po3paxyBaTu KUIbKICTh MiCIIs, siKa Oy/e
3aifHsATa TOCTAaBJICHUM OO0’ €KTOM, Ta 100 MNPaBUJIBLHO BCTAaHOBIIOBATH 00 €KTH, 03

KOH(ITIKTIB OJTUH 3 OJHHUM.

Puc. 3.13 Ilpuxnan poOoTH MeXaHIKH BCTAHOBIICHHS 00’ €KTIB Ha CIICHY

IDicepeno: pospobneno agmopom



3.2.6 MexaHika po0oTH rpajibHUX KyOHKiB

VY nmanoMmy mpoekTi OyJ0 BUKOPUCTAHO aJTOPUTM JIHIWHUNA KOHTPYEHTHUU T€HEepaTop
(LCG) 6ibmiorexkn System.Random moBu mporpamyBanns C#. OCKUIBKH BIH € OAHHUM 3
HaWIMPOCTIIHNX CHOCOOIB TreHepalii BHUNAAKOBOTO 4YHCIA Ta HAJEKWUTh 10 0a30BHX
016miotek MoBu C#. Takox mist 3abe3redeHHs TeHepallli BHUIAJKOBOTO YHCIA Y IIbOMY
IIPO€EKI BUKOPUCTOBYETHCS IMOTOYHUI 4Yac AK cif. OCKUIbKH, MOTOYHHMM Yac 3aBXKIU €
YHIKQJIbHUM 3HAUEHHSIM, TO TEHEpaIlis BUMAJIKOBOrO umciia Oyae BiAOyBaTucs 3aBXIU 3
YVHIKQJIBHOTO 3HaueHHs. lle poOuTh TeHepallito BHUMAIKOBOTO 4YHCIA IIe¢ Ol He

nependavyyBaHoIo.

ANTOpUTM peaizallii OTpUMaHHs BUIIAIKOBOTO YKCIIa OYB OMMCAaHUM Y APYTOMY PO3aiI

3a 010K cxeMoro 300pakeHoro Buile (Puc. 2.8).

Ileit mMeTon MO3BONSE 3alMcaTH TOTOYHHMM 4Yac y 3HAYCHHS, sAKe Oyde CiaoM s s

reHeparlii BUMaJKoBOr0 YKCIIa y 3aJIaHOMY Jiana3oHi.

3.2.7 MexaHika 30epe:KeHHsI PIBHIB

30epexeHHsT PIBHIB € OJHIEI0 3 HAWBAKIIMBIIIMX MEXaHIK, OCKUIBKM Ha BHII
30epexeHHsa Oyae 0a3yBaTHCh 1 CHCTeMa peajizallii 3aBaHTaXEHHsS PIBHIB JUIsl iXHbOTO

IMoAAJIbIIOIO BUKOPUCTAHHA.

[Ipu peanizamii mi€i MexaHiku MOTPIOHO BUPIMIUTUA OJHY 3aJady 13 3amucaMm JaHuX Y
daitn piBHA. OCKUIBKH MPH MPOCTUX crioco0ax 30epekeHHs BUHHUKAE MpodiemMa 3ammucy
JaHUX Y OAMH U TOW caMuil (haiii, 11e MPU3BOAUTH A0 BTPATH MOMEPEAHbO 30EpEeKEHUX

TaHUX.

Jlns BupimieHHS 1€l 3ama4di Oylio BHpIIMIEHO 3pOOUTH CHUCTEMY 30€peKeHHs 31
CHeliaJIbHUMU CJIOTaMH I PIBHIB, SKI 1 B TOJAJBIIOMY JOTOMOXYTh 1 Yy CHCTEMI
CTBOPEHHSI CIOKETIB, TOMY IO Yyci 30epekeHi piBHI Bxe OyayTh pPO3MOAUICHI Yy

CHeliaJIbHUX JTUPEKTOPIAX 32 OAHIEI0 CTPYKTYPOIO.

Jlns peamizaiii 1i€i MeXaHiKd NOTPIOHO MIATOTYBATHU CHEliaJIbHE MEHIO 31 CIOTaMH.

CTBOpEeHHS TAaKOTO MEHIO HIYMM HE BIAPIZHSAETHCS BiJ CTBOPEHHS TOJIOBHOTO MeHIO (Puc.



3.1). Lle MeHIO OJTHOKOBO Ma€ CBOIO I'PYITy €JIEMEHTIB BiJINMOBIIAIbHY 3a (yHKIioHaN (Puc.
3.2), cBiit ckpunt (Puc. 3.3) 1 cnoci6 peanizanii (Puc. 3.4), sik y rogoBHoro mento. Take

MEHIO TPOJIEMOHCTpOBaHO HUKYeE (Puc. 3.14)

Puc. 3.14 Bursig MeHto /U1 CIOTIB 30epeKeHHs

IDicepeno: pospobneno aemopom

Hactynaum kpokom Oyze peanizaliisi CUCTEMHU 30€peKEeHHS ONMCaHa y IPYroMy pO3.Ll

o cxemi 300paxkeHoro Butie (Puc. 2.7).

3.2.8 Cucrema nepexoaiB Mix ClleHAMU

Cucrema repexoay MK CIIEHaMH I1e OCTaHHS MeXaHika, 10 HeoOXiHa I peari3alii
irpoBoro npouecy y D&D. Peani3zyerbces 111 MexaHika Ha 0a3i Bke 30epeKeHHX CIIOTIB 3
TOTOBUMHU PIBHAMH, cXeMa poOOTH $KOI ONMUCaHa y JPYyroMy pO3IUIl 3a CXEMOIO

300pakeHoro Buie (Puc. 2.6).



3.3 IlepcneKTHBH Ta MOAAJIbIII MOKJIMBOCTI PO3BUTKY 3aCTOCYHKY

Xo4 1ei IrpoBHM 3aCTOCYHOK JUIsl CTBOpEHHs Ta opranizamii rpu B D&D Bxke mae
HEOOX1IHUM (YHKIIOHAN, BIH TaKOX Ma€ YU MM MOTEHIian Juisi pO3BUTKY. B
KOPOTKOCTPOKOBIM TEPCHEKTUBI CIOMM BXXKE MOXHA Oyne 0omaTé BEIUKY KUTBKICTh
MaJIeHbKHUX MOKPAIEHb, SIK MOKpaIlleH] HAIAITYBaHHS 3BYKY, KAMEpH, CTHIIIB 1HTepdeicy
Yy HaBITh KyOMKIB. A Ha MNOJAJbIIl MEPCHEKTUBH MOXHA peaizyBaTH MEPEXKEBY TIpY,
3poOUTH creriaabHl aceTH JUIsi TpallbHUX KyOWKIB 1 peamidyBatu ixHe ¢i3UUHE
MIJKUAYBaHHS, PO3POOUTH JOMATKOBUM 1HTEpdenc i JIMCTIB TMepPCOHaXIB, I0/aTH
BapiaTWBHI CIIEHU I TOOYJIOBH DIBHIB, UM HaBiTh CTBOPHUTH CHUCTEMYy Haparopa 3a

AOIIOMOTOX0 HITYYHOI'O iHTeJIGKTy.

Takox 3HAYHOIO MIPOIO B pO3MIMPEH] (PYHKIIOHAITY 3HAYHO MOXKYTh JOIIOMOITH BIJITYKH
IPaBIIiB, SIKI MOXYTh JaTH CBOi HE3aJEKHI BIATYKH BKa3aBIIM Ha XOPOII PUCH TPH TaK 1

Ha HEJOJIIKH, SIK1 BapTO Oy/ie BUIIPABUTH.



BucHoBku 10 po3aiay 3

B npomy po3aini Oyno onmmMcaHo BUKOPUCTAHI 3ac00U po3poOKH Oyio JjIsi CTBOPEHHS
I'pHY, TaKoXK Oynau c(hOPMOBaHI CIIUCKU CUCTEMHUX Ta TEXHIYHUX BUMOT JIJIsI PO3POOKHU TPH 1

MOJAJIBIIOTO 11 3aIyCKY Ha CBOEMY IPUCTPOI.

Takoxx Oynu omucaHi cmocodu peanizaiiidl MexaHiK IpH, ONMKUCYIOYM HACTYIIHI MEXaHIKU
Ta €JEMEHTH TpH: cucTeMa OIONIOTeKH eJEeMEHTIB, cucTeMa 30epeXeHHs pIBHIB,
KOPUCTYBaIlbKUI 1HTepdeiic, MexaHika BUMAJKOBOTO 4YUCa JJisi KyOWKIB, BCTAaHOBJICHHS
00’€KTIB Ha CIICHI, MEXaHIKa IEpPEeXOJ/liB MK PIBHSAIMHU, MEXaHiKa TMOOYIOBHU CIOKETIB,

Kamepa U1 OIVIsIly CLIEHU, TOJI0BHE MeHo, Ul

Oxpim peanizoBaHMX MeXaHIK Oyl0 PpO3MISIHYTO NEPCIEeKTUBH [JIs MOJANIbIIOTO

PO3BUTKY I'PU Ta NO0AABAHHSA HOBHUX MEXaHIK.



BUCHOBKH

ITix gac pobOTH HAJ TaHUM MPOEKTOM OYyJI0 PO3POOICHO YHIKAIBHY TPy JIJIsi CTBOPEHHS
Ta npoBefeHHss D&D icropiii Ha irpoBoMy pymiii Unity. OCHOBHOIO i7€€t0, i€l Ipu, Oyino
MOJICTIICHHSI TIPOIIECY PO3POOKH ITPOBUX CIICH JIJIsi CTBOPEHHSI ICTOPIH Ta iX MPOBENCHHS Y
cBitax Dungeons & Dragons. 1] rpa 3Ha4HO CITpOIIy€E Ta MPUCKOPIOE MPOIIEC CTBOPCHHS
IrpOBOi CLIeHM 1 TIOKpallye OTpuUMaHUil nocBig Big ciokeriB D&D Ta Hanmae
reiiM-mMacTepaM Ta TPaBIIM HOBI MOXJIMBOCTI JJIs peamizamii el Ta KOHIEMIH Yy

BIPTYaJbHOMY ITPOBOMY CEpPEIOBHIIII.

[Ipomiec po3pobku Tpu BKIOUae B cebe poboTy 3 iHTepdeiicamu, ki MOTPiOHI s
CTBOpEeHHsI [ 0JIOBHOTO MEHIO TpU 4M iHTep(delcy camoro iHCTPYMEHTY JUIsi CTBOPCHHSI
cueH. PoboTy 3 kaMepamu, JjIsi TIOKpAIIEHOT B3a€MOIIi 3 PI3HUMH 00’ €KTaMH Ha CIICHI.
Takox poOota 3 616110TeKOr0 MIA0TOHHUX 00’ €KTIB 3a JOIIOMOTOI0 CUCTEM KOOPJMHAT, SIKi
peanizyrotbess 3 “TileMap” ta “TilePallete”, ski HeoOximH1 s peainizallii MeXaHIK
BUCTAaBIICHHS 00’ €KTiB Ha ciieHy. CTBOpeHHs Ta poOota 3 mpedabamu, sKi HEOOXITHI s

CTBOPEHHS 010JTIOTEKH €JIEMEHTIB JJ1sl TOOYIOBH CIIEH.

s rpa, mo mae QyHKIIOHAN A MOOYyI0BU PIiBHIB 1 MOOYA0BH 3 KX X piBHIB D&D
icTopiid, po3poOieHuii 3a momomoror Ha pymris Unity, TOCATHYBIIM CBOiX IIUICH,
BiIKpUBa€e Jyisi cebe HOBI MEPCHEKTUBH IS MOKpAIICHh Ta MONAJBIIUX JOCIIIKEHb Y
chepi iHTepakTUBHUX irop. loro BHECOK HOJArae B 3a0XOUYEHHI Ta PO3IIMPEHHI TBOPUHX
3M10HOCTEH TreiiM-MacTepiB Ta TPABIIIB Y CTBOPEHHI YHIKAJIBHUX 1CTOpiH y cBiTi Dungeons

& Dragons.
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Kon ckpunty InputManager:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

public class InputManager : MonoBehaviour

{

[SerializeField] private Camera sceneCamera;
private Vector3 lastPosition;
[SerializeField] private LayerMask placementLayermask;

public event Action OnClicked, OnExit;

private void Update()
{
if(Input.GetMouseButtonDown(2))
{ OnClicked?.Invoke(); }
if (Input.GetKeyDown(KeyCode.Escape))
{ OnExit?.Invoke(); }

public bool IsPoinerOverUI()
=> EventSystem.current.IsPointerOverGameObject();
public Vector3 GetSelectedMapPosition()
{
Vector3 mousePos = Input.mousePosition;
mousePos.z = sceneCamera.nearClipPlane;
Ray ray = sceneCamera.ScreenPointToRay(mousePos);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, , placementLayermask))
{
lastPosition = hit.point;

}

return lastPosition;




Kon ckpunty MainMenu:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{

public void CreateScene()

{

SceneManager.LoadScene(1);

public void CreateStory()
{

SceneManager.LoadScene(2);

public void QuitGame()

{
Application.Quit();

Kon ckpunty CameraMovement:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

public class CameraMovement : MonoBehaviour

{
[SerializeField] private float movementSpeed;
[SerializeField] private float movementTime;
[SerializeField] private float rotationAmount;
[SerializeField] private Vector3 zoomAmount;

private Vector3 newPosition;
private Quaternion newRotation;
private Vector3 newZoom;




[SerializeField] private Transform cameraPos;

private void Start()

{
newPosition = transform.position;
newRotation = transform.rotation;
newZoom = cameraPos.localPosition;

private void Update()

{
MovementInput();

RotationInput();
ZoomCamera();

public void MovementInput()

{
if (Input.GetKey(KeyCode.W))

{

newPosition += (transform.forward * movementSpeed);

}
if (Input.GetKey(KeyCode.S))

{

newPosition += (transform.forward * -movementSpeed);

}
if(Input.GetKey(KeyCode.D))

{

newPosition += (transform.right * movementSpeed);

}
if(Input.GetKey(KeyCode.A))

{

newPosition += (transform.right * -movementSpeed);

}

transform.position = Vector3.Lerp(transform.position,
newPosition, Time.deltaTime + movementTime);

}

public void RotationInput()

{
if (Input.GetKey(KeyCode.Q))




newRotation *= Quaternion.Euler(Vector3.up *
rotationAmount);

}
if (Input.GetKey(KeyCode.E))

{
newRotation *= Quaternion.Euler(Vector3.up *
-rotationAmount);
¥
transform.rotation = Quaternion.Lerp(transform.rotation,
newRotation, Time.deltaTime + movementTime);

}

public void ZoomCamera()

{
if (Input.GetAxis("Mouse ScrollWheel™) > 0of)

{

newZoom += zoomAmount;

}
if (Input.GetAxis("Mouse ScrollWheel") < of)

{

newZoom -= zoomAmount;

}

cameraPos.localPosition = Vector3.Lerp(cameraPos.localPosition,
newZoom, Time.deltaTime + movementTime);

}

Kon kiacy ObjectsDatabaseSO:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu]
public class ObjectsDatabaseSO : ScriptableObject

{
public List<ObjectData> objectsData;

[Serializable]




public class ObjectData

{

[field:

public

[field:

public

[field:

public

[field:

public

[field:

public

SerializeField]

string Name { get; private set; }
SerializeField]

int ID { get; private set; }

SerializeField]

Vector2Int Size { get; private set; } = Vector2Int.one;
SerializeField]

GameObject Prefab { get; private set; }
SerializeField]

Quaternion Quaternion { get; private set; }
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