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BCTYIl

B Ham yac irpoBa I1HIYCTpis € HEBIJ'€MHOIO YAaCTHHOIO >KUTTS SKIIO HE
KOKHO1, TO 0aratbox Jiroei. L{e 3yMoBIeHO IIBUAKUM PO3BUTKOM OCTAaHHBOI: JIUIIE
npuban3Ho 20 poKiB TOMY HE OYJ0 BIAKPUTOTO IHCTPYMEHTapito, 00YHCIIIOBAIbHA
MOTY>KHICTB OyJ1a Mi3epHOI0 1 MAKCUMYM THX YaciB O0yJs10 BijoOpaxkeHHs iHpopMmarii
Ha MOHITOPI 3a JOTIOMOTOI0 KOHCOJIBHUX CUMBOJIIB.

[Ipote, 3 MIMHOM Yacy TEXHOJIOTiI moyanu nporpecyBatu. CrioyaTKy pi3Hi CTyil
MOoYajy CTBOPIOBATH BIACHUM IHCTPYMEHTAPIH(pyIiIiif) A1 MOIaIbIIOr0 CTBOPEHHS
CBOTI'0O irpoBOro npoaykry. Tparmsinucs nocuts Baaii cnpoou(Unreal engine) Tax i
B3arani xaxiuBi(Genom engine). Bce 3anexano Bijg Miaxoay a0 CTBOPEHHS,
BUKOPHUCTAHUX TEXHOJIOT1H a TaKOX BUJIABHHUIITBA, 3 IKMUM MPALIOBAINA PO3POOHHUKH.

B cydacHux ke peanisix TpPamWwIMCh CYTTEBlI 3MIHHM: TEXHOJIOTII JIOCUTh
IMIBUJIKO 1 CHJIBHO CTYIMWJIM BIIEpEJ, 110 HE KOXKHAa KOMAaHJa PO3pOOHUKIB MOXE
J03BOJIUTH CO01 PO3pOOIISTH BIIACHUN KOHKYPEHTOCTIPOMOKHUM pyIii. Ha 3ycTpiu
TaKUM PO3POOHMKAM TIHNUIM KOMMAHII-TITaHTH 1 SIK PE3yJbTaT OUIBIIICTh
MOMYJISIPHUX PYIIIiB CTald YMOBHO OE3KOIITOBHUMH, a TaKOX PO3pPOOHUKAM
HaJall BEChb MOJJMBUWA I1HCTPYMEHTapidl [isi CTBOPEHHS BIJIACHOTO I1IPOBOTO
npoaykTy. Lle gano MoxiIMBICTh pO3pOOHHKAM HE BIIBOJIIKATUCH HA HU3bKOPIBHEBI
nporecu(BiIpOCMBYBaHH TPUKYTHUKIB 31 MOJENl), a CKOHIIEHTPYBAaTHCh Ha
JIOTIYHOMY Ta €CTETMYHOMY HAIOBHEHHIO ITPOBOTO MpoIrlecy. SIK HACIIJOK BCE
OunbIie 1 O1IbIIe BUAIISETHCS 1 9acy 1 (piHAHCIB HA CTBOPEHHS MPUEMHOI rpadikw,
YyJI0BOT0 MY3UKaJIBHOTO CYITPOBOJIY, a IO CaMe TOJIOBHE CKPUMNTOBIN JIOTIIIi TPH.

Came Ha 1ii MiJCTaBl Irpyu HEBAXIMBO Je: cMapTdoH, npuctaBka un [1K
CTalM TOB’sI3yBaTH B cOOl PI3HOMAHITHI acHeKTH MHCTElTBa: 00pa30TBOpUE,
My3UKajgbHe, cijoBecHe. IIpoTe 0€3 CuIbHOT TEXHIYHOI YaCTUHH HEMOXKJIMBO
TapMOHIWHO TIOE€THATH JaH1 PO3ILIIH.

OcHoBoto k0xHOI Tpu 5K 2d Tak 1 3d € pymii. Koxen pyuiit 6a3yeTscst Ha

61610TeIT TTIEBHOI MOBH TIporpamMyBaHHs Ta Bukopuctanas SDK, 0i0mioTexu sxux
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OyAyTh BHKOPHCTOBYBATHCh caMHM irpoBuM mpoayktoM. [Ipore i SDK He €

po0JIeMOI0, aJKe OUTBIIICTh BIAKPUTHX ITPOBUX PYIIIiB KpocmiaThopMeHHI, 10
Jla€ MOXJIMBICTh CTBOPIOBATH ITPOBUI MPOIYKT Ha Pi3HI MIATHOPMHU 32 MIHIMYM
BUKOPHUCTAHOTO Yacy.
HacTtynHuil acniekT Ha sSIKWid CJIiJl 3BEPHYTH yBary Iie rpadiuHa yacThHA TPH.
Bona ckianaeTses 13 TpbOX OCHOBHHMX YaCTHH:
1. nu3aiiH IrpoBHX PIBHIB - 1I€ MPOEKTYBAaHHS Ta CTBOPEHHS 1MPOBHUX JIOKAIIiH,
3T1JTHO 3 KOHIENITOM Ta MoTpedaMu po3poOHUKIB
2. MU3aifH ITPOBUX TEPCOHAXKIB - II€ aHAI3 CTUJIICTUKH, OIPAIIOBAaHHS Ta
CTBOPEHHSI YCIX aHIMOBaHHUX ITPOBUX MEPCOHAXKIB IpU
3. Ul inTepdeiic - 11e yacTrHA Bi3yalbHOTO aCTIEKTy I'PH, SKa A€ MOXJIHBICTh
TPaBIIIO HAMIPSIMY B3a€EMOJIISITH 3 TPOIO.
3a J0MOMOrol IHUX JIBOX IMOTYKHHUX IHCTPYMEHTIB $K rpadidyHa YacTHUHA 1

TEeXHIYHA(JIOT1Ka Ta ClieHapii) 1 OyJie CTBOPIOBATUCH MPOTOTUI KOMIT'TOTEPHOI TPH.



AHAJII3 ITPOBOI IHAYCTPII. HIOCTAHOBKA 3AJTAUI

1.1 AHaJjii3 cy4yacHHUX irop Ta BUALIEHHS TPEHJA0BHUX MepeBar Ta MexXaHik

[lepen cTBOpEHHSAM BIACHOTO MPOJYKTY CIIJI PETENBbHO MpOaHaNi3yBaTH
TETEpINIHIM PUHOK BIJICOIrOp: Kl IrpOB1 MEXaHIKM a00 iX CYKYIHICTh € CaMHUMH
PO3MOBCIOKEHUME 1 Oakanumu. [IoTiM ciig po3ymiTH, 110 HEOOX1IHO 3MIHUTH,
a00 YuM iX JIONOBHUTH 1100 CTBOPIOBAHUHN MPOIYKT OYB YHIKQJIBHUM Ta IIKABUM
BOJIHOYAC.

HameBHe HaWrydHIIUM ITPOBHM TPEHAOM € XMapHWi redminr. Jlus
npukianay Google Stadia a6o »x Playstation Now MoxyTh 3amyckatu Oyib-sIKi IO
CKJIAJIHOCTI TPOEKTH, BUKOPUCTOBYIOUM CBOi TITAHTChKI CEPBEPHI pECypcCH.
KopuctyBaui 3M0KyTh NIJKIFOYATUCh O IFPOBOi XMapH 3 OYb-IKOT0 HABITh AYykKeE
00OMEXEHOI0 y pecypcax MPUCTPOIO U I'paTH B CKJIAJHI, 3 TEXHIYHOI TOUKHU 30Dy,
MPOJIYKTH, HE BITUYBaIOYU TUCKOMPOPTY. 3 MaTepialibHOI TOUKH 30PY TaKUN MiAX1]
HaOupae o0epTiB TOMY IO F03€pU OTPUMAIOTh MPOAYKT BHINOI SIKOCTI 3a MEHIII
BUTpaTH. SIKy KOPHUCTb MOKHAa BHHECTH 3 JIaHOI TEXHOJIOTii? Po3poOlmroBanuii
MPOJIYKT MMOBHHEH OYyTH SKOMOTa JOCTYITHIIINM, HE TCYIHOUU MPU IIHOMY ITPOBHMA
JIOCBIJI F03epa.

[HImMM ke po3aiioM IrpoBoi 1HAYCTPIi € OHJIalH irpu. Po3moBicTy mpo BCi
IrpM  JAHOTO CErMEHTY HaleBHE HEMOXIJIHMBO, IIPOTE CJIJ  BIAMITUTH
HaumonyJsipHimi 13 Hux. [Ipoananizyemo rpy Fortnite. [lepir 3a Bce rpa 11ikaBa Tum,
10 /1a€ MOXJIMBICTH 3Maratucs 3 iHIIMMH pealbHUMU TpaBisiMu. [Ipu oMy rpa
Hajmae Oe3aid  MOXJIMBOCTCH JUIS 3MaraHHsS: pPI3HOMAaHITHI TEepCOHaXl 3
YHUKQJIBHUMHU 3aTHOCTSIMH, TOCHTh MacIITaOHa KapTa Ta BeUKa KUIBKICTh 30poi.
[Toni6H1 uirocu Mae rpa Dota2 Ta HameBHe OyJib siKa 1HIIIA OHJIAMH rpa, 32 OCHOBY
axoi B3aTuil pexum PvP(player versus player). IIpote y miporo pexxumy € oauH

CYTTEBUU MIHYC: JIJI1 HHOTO HEOOXIAHUN BEIMKUM 1 TOJIOBHE CTAOIILHUN OHJIAMH
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MPOEKTY, 10 JTOCUTHh CKJIAJHO OTPUMATH Ha HeBenukiil iHal rpi. 11{o06 BupimmTy,

HeXai 1 TAMYacoBO JIaHy Mpo0JieMy CIIiJl 3BepHYTH yBary Ha cepito irop Dark Souls.
OCHOBHOIO MAacoOI0 CYNEpPHUKIB € 3BHYAlHI PSAIOBI MOHCTPH, MPOTE Tpa Jae
MOKJIUBICTh PEAbHUM JIIOASIM BTOPIaTHUCh B IrPOB1 CBITH 1HIIKX TpaBuiB. [Ipu
[bOMY, SIKIIIO OHJIAH MaJIMil 200 >k HOro 30BCIM HEMA€, TO MOXHA IMITH Ha XUTPICTh:
BUJABaTH 3BUYANHOTO CYyMNEpHUKA 3a peajlbHOro, MpoTe HHUM Oyae KepyBaTH
IMTYYHUH 1HTENEeKT. BaknBo: 11106 ehekT cx0kocTi 0yB MaKCHUMAJIBHUM HEOOX1THO
o0 pyxu, MIBUAKICTh, aHIMAIll Ta 1HII Bi3yaJlbHI MOMEHTH OyJId MaKCUMAaJbHO
CXOYKMMHU Ha TPaBlis 1 HE MOBTOPIOBAJIMCH OUIBIIIE HI B SIKUX 1HIIMX CYNEPHHUKIB.

Hacrtynna irpoBa Hila, IKy HEMOKIIMBO ITHOPYBATH I1€ Tilep Ka3yalbHi ITpU.
Yomy BoHM HacTuibku mnonyiisipHi? KokHa rimep KaszyanbHa Ipa NPUHOCUTH
MaKCUMaJlbHY KUIbKICTh 33JJ0BOJICHHS ITPU MIHIMAJIbHO BUTPAYEHHUX CHIIAX. 3aBXKIU
IPUEMHO KOJIM 30MPAETHCS BEJIMKA KUIbKICTh KPUCTAIIB, JIOTAETHCS Oarato KyJbKOB
OJIHOYAC, IIBUAKO 30MpaeThCs Ma3il 1 TOMy MOAIOHI MPOCTI MEXaHIKU. SIK MO>KHa
BUKOPHUCTATH TMOAIOHHMI JOCBiJ, CTBOPIOIOYM BJIACHUN MPOTOTUI T'PU B IHIIOMY
xaHpi? Buxopucratu cXo0xXy MEXaHiKy, ONEpYIOUYd JOCTYMHHMH OO0'€KTamu:
CaMHUMH CTA0KUMHU CYTIEpHUKAMH, a00 5K TpeaMeTaMH. J[71st mpuKkIiaay: 1aTv rpaBIlio
MO>KJIMBICTh MI€pEeMaraTu BEJIUKY 3rpar0 CIIa0KMX CTBOPIHB OJIHIEI0 KHOMKOIO.

Sk mpoTucTaBieHHS TONEpeAHid MexaHilli, HEOOXiIHO BHOCUTH JIOCUTH
CWIBHUX CTBOPIHB, JIJI1 OTPUMAaHHS MEPEMOTH HaJ| SIKUMHU 103epy HEe0oOXinHO Oyje
CKOHIICHTPYBATHUCh 1 JIOKJIACTH 3yCHJIb. 3aBJISKH MO1I0HOMY KOHTPACTy I'PaBEIIIO HE
Oyne HyaHO B cTBOproBaHii rpi. [IpoTe He ciia migHIMATH TUTAHKY CKJIQJHOCTI
JOCUTBH BUCOKO, aJI’Ke 11€ MOXe MOBHICTIO BIAOUTH 1HTEpecC A0 NpoaykTy. [TonioHum
MPOTUCTABJICHHSIM CKJIQJIHO-JIETKO Bigomi irpu xkaHpy hack&slash. Hampuknan
cepis irop Diablo, Grim Dawn, Path of Exile ta 6araTo iHmmx.

Uum MoOXHa 3alllkaBUTH TPaBIl TporpecyBatu naii 1 gami? Hampukmman
MO>KHAa BUKOPHCTATH MeXaHiku role play games, a came mokpamieHHs 3/110HOCTeH
cBoro repos. Hikomy He Oyzae MiKaBO BHKOPUCTOBYBATH OJHY 1 Ty camy

MOXJIUBICTh, 30pOI0 UM MPUHAOM MPOTATOM TpuBanoro yacy. Came s I[bOTO
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PO3pPOOHUKH CTBOPIOIOTH MPOTPECiII0 MOKPAIICHHS 3MI0HOCTEH TOJOBHOTO TEPOs,

BBOJISITh PI3HOMAaHITHY 30poro, OOJIaJyHKHM 1 TOMYy MOMAIOHI pedi, sKi OyAyTh
CTUMYJIIOBAaTH TpaBlid MOKpamlyBaTH cBoro repos. LIlock KOHKpeTHE BHILIUTH
JOCHTh CKJAJHO, yC€ 3aJeKuTh Bif (aHTaszii Ta OaxxaHb po3poOHUKIB. [
NPUKIIATy Y TPOTOTHUII TPU MOKHA BBECTH JIEKiJIbKa MapaMeTpiB TOJIOBHOTO T€POsL:
piBEHb, KIJTBKICTh OYOK 3/I0pOB’sl, KIIBKICTh OUYOK €HEPrii Ta MIBUIKICTh. 3 KOKHUM
PIBHEM KIJIBKICTh JaHUX MapaMeTpiB OyJie 30UIbIIYBAaTUCh. TaKOX I'PaBIio OYIyTh
HAJaBaTUCh OYKH JIJISI TOKPAIICHHS 3/{I0HOCTEH MEPCOHAXKY.

Omnucannx MexaHiK MOBHICTIO JOCTATHBO IS MTPOEKTYBAHHS Ta MOAAIBIIOTO

CTBOPEHHsI MPOTOTHUITY T'PH, TOMY MOXKHa IMEPEUTH 10 CTBOpeHHs game design

document(GDD).

1.2 IrpoBmuii 1u3aifH JOKYMEHT

Haiikpamum crioco6oM IOCTaHOBKY 3aJ1a4i JUIsl CTBOPEHHS 1MOp € HalTMCaHHS
irpoBoro au3aiiH nokymeHTy(gdd). Byne cTBOproBaTHCh AECSITHUCTOPIHHHUK, PO
sakui onucano B kum31 Ckota Pomxkepca “Level up. The guid to great video game
design”.

JIecATUCTOPIHHHUK - 1€ JOKYMEHT SIKMil 0OMEKEHHI AecsiThMa CTOPIHKAMH, Ta
MOXke OyTH HamucaHuUW JUIsi PI3HOT IIJIbOBOI ayauTopii. SKIIO AOKyMEHT
CTBOPIOETHCS ISl KOMaHIM PO3POOHMKIB, BIH MOBHMHEH MICTUTH TOYHHI OIHC
JOKallid, MEeXaHIK, MEePCOHAXIB, Irop SKUMU HaJIuxaBcid TredMIu3aiiHep Mpu
HaAIMCaHHI JAHOTO JOKYMEHTY, HaBiTh SKIIO BOHU Oynu HeBaanmumu. Cam Ckor
Pomxepc nucas, 1mo HalvacTile DaHUN JECITUCTOPIHHUK € OCHOBHUM HabOpOM
NpaBWJI A1 KOMAaHIW PO3POOHUKIB, SIKUMH BOHH KEpPYIOThCS, TOMY IO HOTO
PO3pOOJICHHS CITiJ MiAINTH MaKCUMaJbHO BIJMOBINAIbHO. TakoX B KHU31 Oyina

OTHCcaHa CTPYKTypa AaHOTO JOKYMEHTY:
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nepiia CTOpiHKa: MICTUTh Ha3BY, IIATGOPMHU, BIK IUIBOBOI ayAUTOPii, AaTa

BUJIAaHHS TPOJYKTY, KOHKYPEHTH Ta Irpu, SKi HaJUXajld PO3POOHUKIB,
KOHIENT apT, KU mepeaae JyxX rpu Ta KOHTAKTHI aHi

Apyra CTOpiHKa: MICTHTh KOPOTKHH OIHKC CIOXKETY BiJ MOYaTKy IO HOTro
3aBEpIIIEHHS Ta OIrJIMI ONKC SK IMPOBHUX PIBHIB TaK 1 /Il B HHOMY; KIIFOUOBE
3aBJIaHHs I1i€] CTOPIHKH - JIOHECTU I[UIbOBIA ayauTOpii irpoBHl JOCBiJ Ta
IIPOBECTH Y€pe3 HbOTO BiJl HOTO MOYATKY J0 3aBEPILICHHS

TPETs CTOPIHKA: OMKC MEPCOHAXY, HOTro 1M’sl, paca, 1CTopis, IiIi, XapakKTep,
MO>KITUBOCTI; BATOMHM ILTIOCOM € HasSiBHUW KOHIIENT apT MEePCOHAXa
YeTBEpTa CTOPIHKA: JE€TAbHUNA OMUC ITPOBOTO MPOIIECY BPAaXOBYIOUU >KaHP
PO3p00IIIOBAHOI TPH, K1 OyAYTh PiBHI, ONMUC HAUCKIIAIHIIIKNX YU IIKABIIIUX,
PI3HOMaHITHI TEXHIYHI 0OMEXEHHS, CHCTEMHI, HA YOMY 3aITyCKA€ThCS Ta YUM
KOHTPOJIOETHCA PO3POOTIOBAHUM MPOTYKT

II’siTa CTOPIHKA: OMKC ITPOBOTO CBITY, KUIBKICTh JIOKAI[IH, SKUM YMHOM BOHU
MOB’si3aHI MK COOOI0 Ta 3aBJASIKM YOMY TpaBellb Oyjle OpIEHTYBATHUCH B
HbOMY, 32 HEOOX1JTHOCTI KOHIIENT apT JIOKaIliii, a00 3arajibHO1 KapTh

II0CTa CTOPIHKA: IFPOBUIA 1OCBiJ. A came K JOBECTH rpaBIls Bl IOYATKY IPU
710 11 3aBepIICHHs, 30epiraroyu Ipu IbOMY IUTICHICTh Ta 3aBepiieHicTh. 1o
MOTHUBY€ TpaBIlsl pPyXaTHCh BIJ TMOYaTKy 10 KiHISI? 3a HasiBHOCTI
ayJ1ioCympOBOIY OMUC 3BYKIB JIOKAI[ii

ChOMa CTOpPIHKA: ONHUCAHHS KJIIOYOBUX ITPOBUX MEXaHIK MPOAYKTY:
yOMBaHHS, MOKpALIEHHS, KOJIEKI[IOHYBaHHS, CEKpPETH, MAacTKU 1 BCl 1HII
MEXaHIKH SIKUMHU OTIEPYE F03€p B MOMEHT TpU

BOCbMa CTOPIHKA: BOPOTH, iX OMKC, PI3HOMAHITHICTh, KIJIbKICTh, KUM 200 YUM
KePYIOThCS Ta SIK ePEeMararoThCs

JIeB’Ta CTOPIHKA: ONMMCAHHS CIOKETHUX POJIMKIB UM CIICH SKIIO TaKl HAsBHI,
a00 K SIKICh CIIEHKH MMO10H1 OCTaHHIM

JiecsiTa CTOpiHKa: OOHYCHHUM KOHTEHT, sika BUHAropoja Oy/ie 4eKaTu TpaBIls

TICTISt IEPEMOTH
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CtBOpeHuil ITpOBUNA TU3aH TOKYMEHT y BUTIISLAL AecsaTtuctopinauka(llomaTox A)

Ha OCHOBI SIKOTO 1 Oy/ie HarMcaHa IMOCTaHOBKaA 3a/1aui.

1.3 IlocTanoBKa 3agaui

Heo06xigHo CTBOPUTHU MPOTOTUIT KOMIT'IOTEPHOI TPH BIJATIOBIIHO 10 iTPOBOTO
TU3aliH JOKYMEHTY, BUKOHABIIIH TaKi €Taru:
1. IIpoekTyBaHHS IrPOBOTO CBITY
2. CTBOpEHHs Ta aHIMallisl TOJIOBHOTO Teposi Ta ioro jorika(0ii, Ta B3aeMOIIs 3
BOpOTaMu)
3. CTBOpEHHs Ta aHIMaIlisl BOPOTIB 1 BUHAropoa 3a MepeMory HaJl HUMHU.

4. Cucrema 30epiraHs IpeIMeTIB.
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METOIU TA PILHEHHSA ITPU CTBOPEHHI IT'OP

2.1 Bubip irposoro pyuiro

OcHOBOIO Oy/Ib-SIKOT ITPAIlIKK Ha BCIX CYYaCHUX CHCTEMax € IrpOBUM PYIIIH.
Ile HaOip IHCTPYMEHTIB, 3a JOMOMOIOI0 KX PO3POOHUKH MOXKYTh MOETHYBATH B
OJIHOMY MPOAYKTI TaKi acHeKTH SIK BiAOOpakeHHs rpadikud CHUHXPOHI30BaHE 31
3BYKOBHUM CYNPOBOJIOM Ta JIOTIYHUM 3MICTOM.

[Ipore He Bci IrpoBl pylni OJHAKOBI 3a CBOIM HAlOBHEHHSM,
IHCTPYMEHTAp1eM, TEXHIYHHUMH TOTpedamMu, a TaKOX pPE3yJbTaToM POOOTH SKHUM
MOKHa OTPUMATH 3a HOTO BUKOPUCTaHHs. Po3ristHeMo cami BiAOMI py1ii.

Unreal engine - xpoccriaTOpMEHHBIH pyIiid, CTBOPEHUH aMEPUKaHCHKOIO
koMmradi€ero Epic Games. Criouatky faHuii pyiiit 0yB 3aKpUTHM, 1 100 pO3POOHUKH
MOIJIM HAaBYUTUCh 3 HHUM MpAIlOBaTH MOTPIOHO Oyj0 mpujadaTtu MOBHY BEPCIIO
iHcTpyMeHTapito. [IpoTe 3 Buxoa0oM 4 Bepcii MoMTHKA KOMITaHii 3MIHWIACK: PYIIIiN
MOK€ BUKOPUCTOBYBATU OyAb-XTO 1 B Oy/b SKUX LUISAX, AKIIO (PiHAHCOBI 00OPOTH
PO3pPOOHUKIB HE NEPEBUIIYIOTh MEBHY CyMy. 3aBISKH LbOMY DIIICHHIO BEJIHMKA
KUIBKICTh JIFOACH MOKE€ O3HAWOMHUTHUCh 3 IHCTPYMEHTaMU Ta JOKYMEHTAIII€Io,
MOOAUUTH SIK CTBOPIOIOTHCS ITPU 3 CEPEAMHHU 1 MOXJIMBA B MalOYTHbOMY CTaTH
YaCTHUHOIO IrPOBOi 1HIYCTii.

CTOCOBHO KOHKYPEHTIB: YUM caMe Ied PyIiid BUAUIIETbCS HA BIAMIHY Bif
Unity3d a6o x CryEngine. A BiAMiHHOCTI 10CUTh CyTTeBI. [lepi 3a Bce y KOKHOTO
pyIIis CBi CHUCOK IIaTGOpM, MiJ SKi PO3POOHUKH MOXKYTh CTBOPIOBATH CBIi
npoaykt. Unreal moxxe moxusyBarucs takumu: PC, PS4, Xbox, Android, SteamOS,
10S ta Linux. HacTynHoo nepeBaroro JaHOro pyurito € BAKOPUCTAHHS TEXHOJOT1i
BluePrint - BisyanbHe mporpamyBaHHS. Y PO3POOHHKIB € MOXKIUBICTH CTBOPUTH
OCOOMCTY Tpy HE HaIMCaBIIM HI OJHIEI CTpoKH Koay. [Ipuknan Bi3yanbHOTO

MporpamMyBaHHS BU MOKETE CIIOCTEPITaTH HIDKYE:
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Pucynoxk 2.1 - npukiag BukopuctaHHs texHozorii BluePrint

[IpoTte AKIIO 1O Tii YK 1HIIIHA TPUYKMHI BAKOPUCTOBYBATHU 110 TEXHOJIOTIIO HE
MO’KHAa, Ha 3yCTpi4 BUXOJIUTh KJIACHYHUN MpOrpaMHuil koa Ha MoBl C++. Biibi
TOTO, TOTOB1 blueprints MmokHa koHBepTyBaTH B C++ KOJ1 6€3 0COOIMBUX 3yCUJTb.

HacTtynHotro nepeBaroro JaHOro pyliisi Ha BIIMIHY BiJl KOHKYPEHTIB € TI0CUTh
THYYKMM Ta TOTY)KHMM peJakTop MarepianiB. Bsarami mnpu CcTBOpeHHI
KOMIT'IOTEpHOT  Tpadikd XYJOKHUKHM BUKOPUCTOBYIOTH PpI3HE MPOrpaMHe
3a0e3nedeHHs )1 CTBOPEHHS MOTPiOHOI KapTUHKU: MoKHa cTBOpuTH hand-paint
TEKCTypH, MOYKHAa CKOPHCTAaTHUCh Iporpamoro Substance Painter 3 Benmkoro
010J110TEKOI0 YK€ TOTOBUX Ta THYYKMX MarepiajiiB, ad0 K CTBOPUTH BIIACHHI
Marepial 31 CBOiMU 0COOJMBUMHU (PI3MUHMMHU SKOCTAMU. BUKopHuCTaTH IS IIHOTO
MO3Ha fK 1 mporpamy Substance Design Tak 1 cam pymriii. HamamrroBanuit matepian
30epiraeThbcsl B KapTax, sIKi HUISIXOM HaKJIaJaHHS OJHAa Ha OJHY IMPHU B3aEMOJII 3

ITPOBUM OCBITJIIEHHSIM CTBOPIOIOTh MAaKCUMAJILHO PEaNiICTUYHY KapTUHKY.
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PucyHok 2.2 - mpukiag TeKCTypyBaHHs y mporpami Substance Painter

Base Color Metallic

Pucynok 2.3 - pbr tekctypu

Buiie onycani iHCTpyMEHTH € y JeSIKUX NaiIuiailHaX CTBOPEHHS TPbOXMIPHOI

rpadiku, npore Unreal Hamae po3poOHMKAM MOXIJIHUBICTh KOPHUCTYBaTHChH

BHYTPIIIHIM PEIaKTOPOM MaTepiaiiB, CKOPOUYIOUH Yac Ha BUPOOHUIITBO.
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Pucynok 2.4 - penakrop marepianiB Unreal Engine 4

Takox cimiji 3raaTy Te, 10 BUX1AHUN KOJI PYIIIiI0 BIIKPUTHH, 1 K pO3POOHUKIB
€ MOJKJIMBICTh 3MIHIOBaTH YX€ TOTOBI YaCTHHU PYIIIIO, a TaKOX 3 JIETKICTIO
nonaBatu cBoi. Jlisg mpukiany, Oyno cTtBopeHo blueprint, 1mo mo3BOIISE
BUKOpHUcTOBYBaTU C# 3amicTh C++. I3 MiHYCIB JaHOTO PYIIIiIO € T€ IO BiH MOTPeOye
4.2gb onepaTuBHOI MaM’ATi PU PO3paxXyHKaX OCBITJIEHHS Ta B3araji HE MATPUMYE
32-x po3psnHI omepalliiHi cucteMu. lle BHOCHUTH TEXHIYHI OOMEXKCHHS SIK IS
pO3pOOHUKIB(HEOOXIAHE CydyacHe 00JafHaHHS Il pO3pOOKH) TaKOX IS F03€piB 1
13 32 IILOTO OOMEXKEHHS KUTbKICTh TIATPOPM ISl pO3POOKH P13KO 3MEHIITYEThCS.

HacrynuuM pymriem-konkypentom € CryEngine. Mloro MoxHO OTpHMary
OE3KOIITOBHO JIJI HEKOMEPIIIHHOT AISUILHOCTI, @ TaKOX y LUIAX HaBuaHHs. [Ipote
Ui pO3pOOHUKIB KOMaHisl MPOMOHY€E JOCUTh arpeCUBHY MOJITUKY IIiH, SIKy HE
KOXXE€H MO)Ke c001 J03BOJIMUTU. ['0JIOBHOIO TEpeBarold aHoro pylIlilo, OKpPIM
BukopuctanHs O0i0miorek DirectX 12 € peamictuunuil (i3UuHMi pymnrid, mio
JI03BOJISIE CTBOPIOBATH pealicTUyHI edekTu pyHHyBaHHS, BHOYXIB Ta MOTOJU.
Jlanuii pyuiiii Hemae BHYTPIIIHBOTO CEpeOBHUIIA BI3yalbHOTO MPOTpaMyBaHHS Ta
penakTopa MarepiajiB, TOMY MOTPIOHO BUKOPHUCTOBYBATH CTOPOHHI MaTepiaid MpU

po3po011i Bi3yarabHOI YacTUHU. TakoX JaHUM pyuIii nmotpedye AOCUTh CYTTEBUX
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pecypciB cucTeMH(HaBiTh OIIbIIE HDK TOMEpPEHid), TOMY CIiJI PETEIbHO

IPOJIyMaTH BUOIp TaHOTO PYIIiO.

Hactynuuit 1 octranuiit Ha posryanl pymiii Unity3d Engine. OcHoBHOIO
MepeBaror0 JJaHOTO PYIIII0 € KPOCIUIaT(hOPMEHICTh Ta HU3bKI MOTpeOH B pecypcax
cuctemu. JlaHuil iHCTpYMEHT He miaTpumye 0i0mioTeku DirectX 12, Tomy dyekatu
BiJl HbOTO PEAiICTUYHON KapTUHKHU HETOTPiOHO. 3a paXxyHOK CBO€I JIETKOCTi (BiH
3aitmae 10gb mpocrtopy, B Toil wac sk Unreal Engine 40gb) Ha HbOMy MOXHa
ctBoptoBatd sk 2D Ttak 1 3D mpoayktu mix pi3Hi miargopmu. B octaHHIX
OHOBJICHHSX B IAHOMY PYILIiI0 OyJIO JOJaHO Mara3uH 00’ €KTIB JAJis1 pO3pOOHUKIB. 3a
TEXHIYHY 1 JIOTIYHY YacCTUHY B JaHOMY pyiii Bianosigae C# Ta iioro 0107110TeKH.
[TpoTe 11106 CTBOPUTU CKPUNT ISl PYIIIi0, HEOOXITHO 1100 KJIaC HACIITyBaBCs BIJ
MonoBehavior - inctpymenty Unity3d. LliHoBa momitTika nemo cxoxka Ha Unreal,

IPOTE BIIKPUTUNA KOJI JJI1 PO3POOHUKIB JOCTYITHUM HE CTaE.

2.2 BuOip najiniaiiHy AJ1 Bi3yaJibHOI YACTHHU MPOAYKTY

B3zaram mo Take naitruiaita? Le nanuroxxok BupoonunTea 3D rpadiku Big
171e1 10 KiHIeBOro mpoaykTy. CaMuii BIIOMUH 13 TAKUX YITKO Mepeae 300pakeHHs

Enmi Betina:
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Image © "3D Animation Essentials” by Andy Beane.

PucyHok 2.5 - cxema camoro po3noBCIOKEHOT0 NaUTIANHY

CroyaTKy CTBOPIOETHCS 171€51, SIKa 3r0JI0M 30LIIbIITY€ETHCS, PO3LIMPIOETHCS Ta
nokpaiyeThcs(pre-production). Ha ocHOBI X HampaitoBaHb CTBOPIOETHCS
JIM3aliH ¥ KOHIIENT apT 00’ €KTY, JIOKAIIi1 YU nepcoHaxxy. HacTynaum eramom €
TPUBHUMIPHE MOJICIIIOBAHHS Ta MOAJIbIIE TEKCTYpPYBaHHA 1 aHIMYBaHHS 32
HeoOximHocTi. Ile ocHoBHUI eTan sikuii Ha3uBaeThes production. Ha ripomy erarti 1
BUKOPUCTOBYIOTH Pi3HI MIIX0X Ta THCTPYMEHTH Jyisi cTBOpeHHs 3D 00’ €KTiB.
Hanpuxman st CTBOPEHHS JKOPCTKHUX, CTPYKTYPHO HE3MIHHHUX 00’ €KTIB TaKUX K
30posi, TpaHCIIOPT, Oy TiBJIi BAKOPUCTOBYIOTH MeTO MojieroBaHHs hard-surface
modeling. B HboMy Mo1e/TI0BaHHS BiI0YBA€THCS 3a JJOMIOMOT OO MOJIITOHIB Ha

OCHOBI KPECJIEHb(SKIIO TaKi €), 800 KOHLEMTY.
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PucyHok 2.6 - npukiian ctBopeHoi Mojeni merogom hard-surface modeling

Jlana momens Oynna CTBOpeHa 3a JomoMoror makety 3Ds max, a Takox 3
BUKOPUCTAaHHAM 1HCTpyMeHTapito Substance Painter.

[Ipote, sSKIO A1710 CTOCYETHCS MEPCOHAXKIB yce Pi3KO 3MiHIOeThCs. [lepir 3a
BCE CTBOPIOETHCA  BHUCOKOIMOJITOHAJBRHUNA  CKYJIBNT MalOyTHBOI  MoJedi.
Hailinommpenimr iHCTpyMeHTH J1s 1iboro: Zbrush abo Blender3D. J{ani HeoOXiaHO
CTBOPHUTH PETONOJIOTi0. PeTomnooris - me mporec 3MiHu 06’emoi citku 3D Moaei
Ha MEHII JeTali3oBaHy Ta onTuMi3oBaHy. llepm 3a Bce 1e poOUTBCS AJIs

onTUMI3allli MallOyTHHOM TPU Ta 3pyIHOCTI pOOOTH 3 MOJIEILIIO.
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i

PucyHnok 2.7 - Bi3yalbHUI MPUKJIIA]] PETOMOJIOTI{

[le mo>kHa BUKOHATH B 0aratbox 31 nakerax Hanpukiag 3Ds max, Blender3D
g Maya, aje TOCUTh 4acTo JJIA IUX 1iiei BukopuctoByioTh 3D Coat. HactymHum
€TamnoM € 3ariKaHHs IpiOHOT JeTani3alli CKyJblITa HA TOTOBY HU3bKOMOIITOHAJIBHY
Mozelb B pbr kapTu. Came 1iei miaxij f1ae€ HaMOUTBIITUN MPUPICT TPOTYKTUBHOCTI,
Py HE3HAYHOMY MOTIPLIEHHI pe3ysbTary, abo * 30BCIM 0e3 Hboro. Lle MoxHa
BUKOHATH B Oyab-sikomy 3D makerti. [Ipore € 1 iHmmMA cnocid: cTBOpeHHs ApIOHOT
JieTani3allli Ha TOTOBY HU3bKOMOJIITOHAIBHY MOJIEIb BIIACHOPYY, 3 BUKOPUCTAHHSIM
Substance Painter, sikuii Moxe resepyBatu normal map, bump mup. [Ipote uei
Croci®6 BUKOPHUCTOBYIOTh Y BUKJIFOYHO CTUJII30BaHiN rpadiiii, Ky CKJIaJIHO Ha3BaTH
peanictuyHoo. [licis 1bOro i/1e eran TeKCTypyBaHHA Ta aHIMyBaHHS Mojeni. Js
MEepIIoro MoOKHa BUKOpUCTOBYBaTH sk Photoshop Tak 1 Oyap sikuil apyruit
penakTop, abo X Bi3yaTi3allilo 3a JOMOMOTOIO CIeIiai30BaHOTO pyIrito. Jlis
aHiMyBaHHd AAA cTynii BUKOPUCTOBYIOTH Miaxia motion capture. Kamepa 3a
JIOTIOMOT 010 MapKepiB (DIKCye pyXu aKTopa, 1 peTpaHcitoe Ha ckenet 31 moaeni. Llei

BUKOPHUCTOBYETHCA K 1 B Cy4acHIi KIHOIHIYCTPii Tak 1 B irpoOBiil.
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PucyHnoxk 2.8 - mpukiag BUKOPUCTaHHS TEXHOJOTIT motion capture

Etan post-production B irpoBiil iHAYCTpii 3a3BUYail BAKOHYETHCS B CAMOMY
IrpOBOMY PYIIIIi 32 IOMOMOTOI0 TEKCTYPHHX IIeinepiB Ta moct-o6pooku. Lleiinepu
HAJAI0Th MaTepiajiaM HEMOBTOPHOIO, Ta 3a HEOOXITHOCTI CTUIII30BAHOTO BUTJISILY.
IToctoOpoOka 3a3BHYail HAKIAJAETHCS HA BXKE TOTOBUU Kajap 1 JIMIIE BHOCHUTH
HEBEJIMKY KOPEKIIII0, 3MIHIOE TOH, HAcTpii Ta atMocdepy cuenu. Hampuknas 3a
JOTIOMOT'OI0 TTOCTOOPOOKU Ta VX epekTiB po3pOOHUKH MOXYTh CTBOPIOBATH LIl

ITOTOJTHI ITUKJIH, K1 3MIHIOIOTHCS JTUHAMIYHO.

PucyHnok 2.9 - npukiaa noctoopoOku 3 ehekToM TyMaHy Ha MPUKIIAIl TPy
Valheim
Ane o poOUTH y BUTIAAKY 1HII po3po0Kku? AKe HE KOKHA CTYIIS MOXE

JI03BOJIUTH COO1 BUCOKOSIKICHY aKTOPChKY I'py Ta TEXHOJOri0 motion capture. Ha

JIOTIOMOTY MPUXOJUTh OE3KOIITOBHUWA CEpBIC MiXamo 3 JyXe OOUIMPHOIO
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010morekoro aniMarid. KpiMm Toro, Tyam MOKHA 3aBAaHTAXKUTH BJIACHI 00’ €KTH, Ta
b y 9

aHIMyBaTH 1X Ha CBI cMak. AJie B LIJIOMY, CTPYKTypa Ta IUIaH PO3POOKH HE
3MIHIOETBCS, OOHMPAETHCS JIMINE 1HCTPYMEHTAapid IHAUBIAYadbHO ISl KOXKHOT

KOMaH/1 PO3POOHHUKIB.

2.3 JIn3aiin irpoBux piBHIB

Axumii migxia Oyze BUKOPUCTOBYBATUCH /I CTBOPEHHS 1rpoBOro cBiTy? Bee
3aJIEKUTh Bl Maciitady CTBOpIOBaHOI rpu. Hampuknan ayig manoi 1HIO1 TpU Ha
mwiatpopmy PC Ta Android yacto BUKOpHUCTOBYIOTH prefabs mjis mpoekTyBaHHS
IrpoBOrO CBITY. Lle HeBennKa KUTbKICTh 00’ €KTIB K1 MU KOIIIOEMO Ta BUCTABIISIEMO

Ha HaIllli CIIEH] TaK sIK HaM HeoOX1/1HO. [TpuHIIUI CX0XKUN Ha KOHCTPYKTOP JIETO:

Pucynok 2.10 - npuxstan jgokarii 3 BAKOpucTaHHs npedadiB

JlaHuii mijaxii BUKOPUCTOBYETHCS B TUX BHUMAJKax KOJU Bi3yaJibHa YacTHHA

ab0 motpebye cTumizamii(sik Ha puc. 2), a00 y BUNIAAKY KOJIH JOKAIlisl TeHEPY€EThCS
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MpoIeIypHO. Y IIBOMY BHUIAJIKy ofuH mpedad Buctynae tile - omHI€0 KIITHHOIO

IrpoBOi CITKU. AJie Y IIbOTO MJAXOAY € 1 MIHYC: HEMOXJIUBICTh a00 AyXKe CKJIaJHa
peanizanis JaramadTy 3 TUIABHUMU MepenagamMu 1mo oci Z. {pyruit MiHycC: TOCUTh
BENIMKI JIOKallii CTBOpPEHI 3a JomomMoror TmpedadiB CTBOPIOIOTH CYTTEBE
HaBaHTKCHHS HA CHCTEMY, TOMY 1€ HE CaMHU KpaIuid MiXi1 JJIsT ONTHMi3aIlii.

Sk anpTepHATUBY BUKOPUCTOBYIOTH 3MIIIAHUI THUI CTBOPEHHS irpoBUX piBHIB. Lle
HEOOX1IHO JJI1 CTBOPEHHS BIJKPUTOTO IIPOBOTO CBITY(PIBEHb Yy SKOMY HEMae
JIOJIaTKOBUX 3aBaHTAXKEHb, MIATPY30K M TI.). 3a OCHOBY OepeTbcs terrain -
JMHaMI4Ha CITKa. 3a JOMOMOTOI0 TIEH3IB Pi13HOT (POPMHU € MOKIIMBICTh 3MIHIOBATH

dbopmy nanpamadTy: BUIaBIIOBATH, BTOIUIIOBATH, CKPYUyBaTH 3J1a/I)KyBaTH.

Pucynoxk 2.11 - nmpuxiaa irpoBoro CBIiTy 3 BAKOPUCTaHHSM terrain

[Ipote womy >k 11e#t TiaXia Ha3UBa€eThes 3MimanuM? Bee Tomy, mo npedadu
JI0C1 BUKOPHUCTOBYIOTHCS. byab-sikuii irpoBuii 00’€KT IrpoBOTO CBITY J€pEBO,
MapkaH, KBITH, 30posi, yce II0 BHUKOPUCTOBYETHCSI OUIBIIE OJHOTO paszy CIif
BUKOPUCTOBYBaTH sk npedad a He sk yHikanbHUM 3d mesh. Ile nHeoOXimuo mms
O1IbIII PO3YMHOTO0 BUKOPUCTAHHS PECYPCIB CUCTEMH.

HacrynHe Ha 1m0 ciig 3poOMTH  akKIEHT - KOPEKIlis OCBITICHHS Ta

postprocessing. Ile TexHooris, siKa 1a€ MOKIIUBICTh MOKPAIIATH BUTJIS] Bi3yallbHOT
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YaCTUHU TPOEKTY yXKe MicIs BIAPUCOBKU KaJpy Bimeokaprtoro. [loctobpolka e

J0BOJII BOXKJIUBUI IHCTPYMEHT Treiiman3aiinepa. 3a oro 10moMorow po3poOHUKH
MOXKYTh I€peAaTH HACTPIii IrPOBOTO PiBHIO, HOTO atMocdepy. besneuno tam uu Hi,
XOJIOJTHO YH KapKO CyXo ab0 BOJIOTO yCi Il MapaMeTpu TOCUThH CKIIATHO TIepeaaTh

JIMIIIE 3 BUKOPUCTAHHIM TIpedadiB.
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IMPOI'PAMHA PEAJIIBALIA ITPOAYKTY

3.1 /Iu3aiin irpoBOro piBHs

[lepmr 3a Bce, CTBOPMMO IrpOBUM pIBEHb, Ha AKOMY Oyl€ MOKJIHMBICTb
TECTyBaTU pO3pOOIIOBaHI y MailOyTHhOMY irpoBi Momayii. CTBoproBaTH HOTO

OyzaeMo 3a JJOTOMOT0I0 TaKoro Mmyiy npedadis:

Assets » StylizedHandFaintedDungeon(Free) * Prefabs

Door Floar Lamp_01 Lamp_02 Pillar Wall Wall_Entra...

Pucynoxk 3.1 - myn npedaliB JiJ1s1 CTBOPEHHSI JIOKaIii

AJne mepen TUM SIK IPUCTYTUTH 10 PO3CTAHOBKHU 00’ €KTIB 3B SKEMO 00’ €KT

Lamp 02 3 TOYKOBUM OCBITIEHHSM Ta HAJIAIUITYEMO KOJIP Ta IHTEHCUBHICTb.

PucyHok 3.2 - HanamTyBaHHS OCBITJICHHS
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HacTtynHuM KpoKOM CTBOPUMO ITPOBY apeHy, JUIsl TECTyBaHHS OCHOBHUX JIii

T'OJIOBHOI'O ICpos Ta KiMHaTy peCliaBHy, OC I'pPaBClb 3MOKC 3’SIBISITUCS  TTICIIS

HEBJIaJI01 CTIpOOH.

Pucynok 3.3 - Bursia irpoBoi jgokariii

[lepen nonaBanHsM HOBUX MpedadiB Ta 3MiHI 1HCHYIOYHX HE IMOTPIOHO
3a0yBaTu Npo 00OB’SI3KOBY BIACTUBICTh KOKHOT'O CTATUYHOTO Nipedady, a came npo
MeshCollider. IIs ¢di3uuna BnactuBicTh Hagae npedady o0’em 1 mpubupae

MOJIUBICTH IPOXOJIUTH KPi3b HHOTO HACKPI3h:

ity 201831065 Personal PREVIEW P S8 <OX11

-8 X
e oom T o O o o )|
o ewGame @ AssetSwoes ) Aamaster 1 a

-] ¢ @ . ¢i- 0 | w - Gimes 0) 2

-1

Pucynok 3.4 - Bnactusictb MeshCollider
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3.2 CrBopeHHs npegady nepcoHaKy rpaBus Ta JOTHKHU HOT0 MOBEAiHKH

[Tepconax, sskuM Oyjie KepyBaTH I'PaBElb CTBOPIOETHCS 3 ITYCTOTO irPOBOTO
00’exty(Create Empty). /lani mHeoOximHo momatu BiacTuBicTh NavMeshAgent Ta
BUCTaBUTH TUN areHTy Humanoid. Ile HEoOXiAHO I MOAAJBIIOrO JIOJaBaHHS

CKEJIETY JIFOJICBKOTO THITY 1 BIAMOBITHUX aHIMAITIH.

¥ {» v Nav Mesh Agent @ 3+ 0
Agent Type Humanoid o
Base Offset 0
Steering
Speed 4
Angular Speed 1200
Acceleration 20

Stopping Distance 0]
Auto Braking v

Obstacle Avoidance

Radius 0.5

Height 2.5

Quality High Quality -
Priority 50

Path Finding

Auto Traverse Off Mes «

Auto Repath v

Area Mask Mixed... v

Pucynok 3.5 - BnactuBictb NavMeshAgent

Ha nactynHoMy erarii po3poOKu HEOOX1AHO 3MYCUTH MEPCOHAXKa PYyXaTHUCh.
[Tepm 3a Bce HeoOxiaHO 100 fbxX (haiinm HaIIOTO MEpCOHaXXKy MaB BCEPEINHI CKETIET,
HaO1p animanii, Ta RIG camoro memry. be3 1iporo Habopy HEMOXKIMBO CTBOPUTH
pyxu. llepeBiputH 11e MOXHA TakKMM YWUHOM: posropHyTH fbx ¢aiin B mammi 3

pecypcaMu rpH Ta MEepPEBIPUTH HASIBHICTh HEOOX1THOTO.
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a EIK AR SE:]]

2olygon

skeleton_an... Bip0L SM_skele... SM_skele... BeginJump Castspell Death Hit Hitz Idle Idlez IdleHold ump JumpLoop

StandUp StandUp StandUp SwingHea SwingNor SwingQui Walko1 Walkoz WalkBack WalkLeft WalkRight skeleton skeleton

Pucynoxk 3.6 - posropaytuii fbx ¢aiin

[I{o6 HasgBHI aHiMaIlll MOTJIM 3MIHIOBATHCH y MPaBUILHOMY MOPSJIKY, CI1JT
CTBOpHUTH KOHTpoJutep aHimarlii. [le HaOip 670KiB 31 CBOIMHU 3B’ sA3KaMH MK HAMH
SK1 CUTHAJI3YIOTh PO MOTOYHUN CTaH MEPCOHAXY. KO pyurii dikcye Oyab-saKy
MOJIi10, TO KOHTPOJUIEP aHIMAaIlli 3MIHIOE HEOOXiHY OyieBy 3MiHHY(TpUrep) 1 11e

3YMOBJIIO€ TIEPEXiJl CTaHy BiJl TOTOYHOTO /IO HACTYITHOTO.

= Animator
Layers || Parameters @ Locomotion
ar Name ‘ + -

= Speed Percent 0.0

= inBattle

= Attack

= isDead

Pucynok 3.7 - Koutposuiep aHimalliii mepcoHaxa y po3po0jaeHoMy

MPOTOTHI

[Tpu iHimiamizamii piBHIO MEPCOHAX 3HAXOAUThCS B T-mo3i, ayie uepes
JIEKUTbKa CEKYH]I BiH mepexoauTh 10 Locomotion. Locomotion - 11e HaGip aHimaIii

IIpHU pycl Ta CIOKIMHOMY cTaHi(0e3 (hiKCOBaHUX MO/IIH).
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Pucynox 3.8 - Locomotion

B nanomy BuIlagKy NEpCOHAXX Ma€ MOXJIMBICTH MPOrpaBaTH aHIMALIIIO
cnokoro(Idle), animamiro Kpoky Ta Oiry BiAmoBimHO. Y pa3i HaOIMKCHHS
BOPOTiB(BXO/DKCHHS ONMK4Ye HiXK paiiyc Bim pivot point mpedaby Bopora) cTan
smiHtoeTbes Ha Idle battle. B nboMy cTani nepcoHak Mae MOXIIUBICTh MTPOTpaBaTh
aHIMallll0 aTaKu, Ta y pa3l OTPUMAaHHS BEIHMKOI KIJIBKOCTI TPABM MOKE NEPEUTH B
CTaH CMEpPTI Ta MOJaJIbIIOro pecnaBny. BinOyBaetbes 1ie yepes 6110k Any State.

VY HacTynmHOMY eTami CTBOPIOEMO CKPUITH, 3a JONOMOTOI0 SIKMX Oyze

(biKCYBaTI/ICB HAaTHUCKaHHA KHOIIOK, Ta 3MIHIOBATHCS K KOOPTUAAHTH IICPCOHAXKA Ta

Character Combat

KaMepH, TakK 1 TPUTepy B KOHTPOJIEP1 aHIMAITIH.

Player

Character animator

Player graphic

T Player

QO;;

Sceleton fbx Sceleton fbx

e

| Mesh | | RIG } Animations

Player Controller

Player Motor

e
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Pucynok 3.9 - Cxema nipedady Player

[Mepmmit cknamamii momaynb Player Graphics ckmamaerbes, sik yke Oyio

OMHCAaHO BHWILE 3 MOJENI aHIMalid Ta KOHTposuiepa aHiMariid. CKpumnTy, sKi

BIJIMOBIAAIOTH 32 JIOTIKY MPEACTABJICHI Y CXeM1 y BUTJISI €MMciB. Po3risHeMo 1o

POOUTH KOXKEH 3 HUX:

1.

Character animator - ckpuIT 1o BiAIOBiAa€ 3a 3MiHY TPUIEPIB IS
aniManiii(Puc. 3.10)

Player - Bignosigae 3a iHimiami3alfiro mepcoHa’ka Ta WOTO CKPHIITIB,
MIHIKapTH, KOHTPOJIIOE CTaH CMEPTI Ta MoJajbIioro pecnaBHy.(Puc.
3.11)

Player Motor - ckpurr, 1110 BiAIOBIA€ 3a pyX NEPCOHAXKY, Ta TOBOPOT
Kamepu 3a fonomororo mutri(Puc. 3.12)

Player Stats - ckpwurnr, o KOHTPOJIIOE OCHOBHI IapaMeTpH Tepost Ta iX
JUHAMIYH1 3MIHU: 3JI0POB’sl, €HEprisg, 3MiHa aTaku TpPH HaSIBHUX
obnanynkax. (Puc. 3.13)

Character combat - ckpunr 1o peryioe 60HOBY CUCTEMY, BiITBOPIOE
nepexiJl BiJi CIIOKIMHOTO CTaHy y O0MOBHIA, BIATIOBITA€ 32 MOXKIIUBICTh

BIJITBOPIOBATH YAapH Ieposi, HAHOCUTHU Ta oTpuMyBaTH ypoH(Puc. 3.14)



protected virtual void OnAttack() {
animator.SetBool ("Attack", true);
animator.SetBool ("inBattle", false) ;

protected virtual void OnBattle()
{

animator.SetBool ("inBattle”, true);

protected virtual void OnNormal ()
{
animator.SetBool ("Attack"”

, false);
animator.SetBool ("inBattle"

, false);

protected virtual wvoid oOnDeath()
{

animator.SetBool ("isDead", true) ;

Puc. 3.10 - Character animator

void Start()

{

// BCTEBHOBNNE NOJOXEHHA MiHIiKapTM Ha CTApPTi
GameObject.Find ("MinimapCamera") .GetComponent<Minimap> () .player = this.gameCbject.transform;

// saxmo napaMeTp SpoBo's piBumit 0 repoil NEPEXOOMTE B CTaH CMEpPTL
playerStats.OnHealthReachedZero += Die;

void Die()

{

// OyHKUiA cMepTi
playerCombatManager.Death() ;

// mnoxas iHTeppeiicy npm cMepri
GameObject . Find ("GameManager") . GetComponent<RespawnManager> () .DeathUI. Sethctive (true) ;

// BipgwmoueHHs irpoBoro iHTepgelicy Ha MOMEHT cMmepTi
GetComponent<CharacterCombat>() .healthSlider.gameobject.Sethctive (false) ;

Pucynok 3.11 - Player

30
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public void WASDMove (bool usingJdoystick)
{
// TlepeBipxa 3 YOTO HATUCKAEMO KHOIKHK
if ('usingJoystick)
{
// WASD KepyBaHHSA
Vector3 goal = transform.position
+ Camera.main.transform.right * Input.GetAxis("Horizon
+ Camera.main.transform.forward * Input.GetAxis("Vert:

// came nepemimeHHA 3Za gonoMoron NavMeshAgent
agent.SetDestination(goal) ;

Pucynok 3.12 - Character motor

vold OnEquipmentChanged (Equipment newlItem, Equipment oldItem)

{
if (newltem '= null) {
armor.AddModifier (newItem.armorModifier);
damage . AddModifier (newItem.damageModifier):
}
if (oldItem '= null)
{
armor.RemoveModifier (oldItem.armorModifier) ;
damage .RemoveModifier (oldItem.armorModifier) ;
}
}

Pucynok 3.13 - Character Stats

public vold Attack (CharacterStats enemyStats)
{
if (attackCountdown <= ()

{
this.enemyStats

enemysStats;
attackCountdown = . f / attackRate;

StartCoroutine (DoDamage (enemyStats, . o)) ;

if (Onhttack != null) {
OnAttack ()

Pucynok 3.14 - pynkuis araku 3 knacy Character Combat
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3.3 CTBopeHHs BOPOriB

Boporu takoxx OyayTh CTBOPIOBATHCH 3a CXOXKOK CTPYKTYporo mpedaldy,

MPOTE € ACsIKI BIAMIHHOCTI:

Character Combat

Character animator

Player graphic

T Enemy
Enemy Anim
Enamy fbx Controller
Enemy Controller
Mesh RIG |— Animations

Pucynok 3.15 - cxema npeady Enemy

D Eone euGHTe  @AWASIre - Anmator
Stace < e PIFINED

Character stats (Script) ezo

» Ma resth
» Damage
> armor

Char acter Combat (Seript)

Pucynok 3.16 - BinoOpaxenHs cxemu Enemy y pyurii
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Jlorika y maHoMy BHUIIQJKY JAEIIO MpocTima. Bopor Takok Mae MOKIUBICTH

nepeMilaTics 3 TOYKU Ha TOUYKY. Y pasl, KOJIM NMEPCOHaX BXOAUTH B 30HY MOro

peaxinii BiH MepexoauTh y OOHOBUI CTaH Ta MOYMHAE aTaKyBaTH TOJIOBHOTO TE€POS.

Cucremu mpeIMETiB y BOPOTiB HEMae ToMy Kiac Stats € 4aCTUHOIO TOJIOBHOTO KJIacy

Enemy 1 nuHamiuHOi 3MiHU MapaMeTpiB TyT OyTu He Moxke. [{ikaBuM € Te, 1m0 npu

cmepti Enemy rosjoBHMII repoil OTpUMye NeSKy KUIBKICTh 30J0Ta, a TaKOX Ha

3CMJIIO BHIIaJJa€ BI/IHaI[KOBHﬁ mpcameT, 3 IyJ1y MOKIHNBHX. PeamnizoBano Oc¢ TaKHMM

YUHOM:

void DropLoot ()

{

}

// BuBip BMnamxoBoi RINMBEROCTI =0NOTa Ta MOTO BMOAUA
int goldvalue = Random.Range (minGoldGive, maxGoldGive) ;
GameObject.Find("GameManager") .GetComponent<Inventory>() .gold += goldvValue;

// BMOip BMOAOKOBODO NPEIMETY S1 CTEeKY NPeIMETIB
int lootIndex = Random.Range((, loots.Length);
Gameobject currentLoot = loots[lootIndex];

Instantiate (currentlLoot, lootPosition.position, Quaternion.identity);
//Debug.Log ("Drop Loot: ™ + currentLoot.name + ", Gold Drop: " + goldvalue):

Pucynox 3.17 - ¢yHKIis 110 BIANOBIAA€E 32 BUNIaAaHHs peaMeTiB 3 Enemy

A 0Ch Tak BUTJIS/IAE LIEH aCTeKT y caMii Tpi:

Puc. 3.18 - npenmer 3 Bopora
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3.4 CTBopeHHs iHBEeHTaps Ta NpeAMeTiB

[HBeHTap mpencTaBiICHUI Y BUTISAAI KOJIEKIIIT siIka MOke 30epiratu 00’ €KTH
kiacy Item. V pasi matuckanus kHonkd E y paniycu mpeaMeTy BUKIHKAETHCS

¢dyukuis Interact, sika B cBoto uepry Bukiinkae gyskiito PickUp:

Ipublic class ItemPickup : Interactable {
public Item item; // oB'erkr wnacy Item gxuit MM MO®eMO =fepiraTu B iHBeHTapi

// npu BZasMomii = HMM
public override void Interact()
E| {
base.Interact() ;

PickUp() ;
: }

// OyHELiA mo BMANOBigas =a nimbop
void PickUp ()
1 {

Debug.Log("Picking up " 4+ item.name) ;
Inventory.instance.2dd (item) ; // OOOAaBaHHA MOTOYHOTO EJIEMEHTY B KOJUIEKIiD
Destroy (gameObject) ; // BuMOmaneHHA Npedaby Axuit 6yeE nigibpanmit

Pucynok 3.19 - ¢pynxiis miadopy Ta 30epiranHs MpeaMeTiB

Cam 1HBeHTap y Ipi IpeACTaBICHUNA Y BUTJISAAI KOMIPOK. Y pasi K0 BUIbHI
KOMIPKHM 3aKIHYaTbCsA, TPaBellb OTPUMAE TMOMEPEKEHHS, M0 OUIbIEe HIYOTO

MIJHATU Ta 30€perTy BiH HE 3MOXKE.

PucyHnoxk 3.20 - BUrJIs4 MyCTOrO 1HBEHTApsI TOJIOBHOTO Iepost
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[Tpsimo micnig mo4yaTKy TpU rpaBelb MOXKe MiaiOpaTH MOYaTKOBI 00 yHKH,

Ta CKJISHKY, 110 BIJTHOBJIIOE 37I0POB’S.

Pucynox 3.21 - BUrJIs1 IHBEHTAPIO MICIIA M1I00pY AEKIJIBKOX MPEIMETIB

// IomaBaHHA MpeIMeTiE 1 nogalems =0epilaHHA
public void Add (Item item)
{
if (item.showInInwventory) {
if (items.Count >= space) {
Debug.Log ("Not enough room.™});
return;

items.kdd (item);

if (onItemChangedCallback !'= null)
onItemChangedCallback. Invoke () ;

// BUIOameHHA = 1HEeHTapn
public void Remove (Item item)
{

items.Remove (item) ;

if (onItemChangedCallback !'= null)
onltemChangedCallback. Invoke () ;

Pucynok 3.22 - ¢pyskuii kinacy Inventory BiANOBiAHI 3a 30epiraHHs Ta

BHJIAJICHHS TIPEIMETIB
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BUCHOBOK

VY naniii poboTi OyJi0 IpoOaHaANT30BaHO Cy4YacHY IrpoOBY 1HAYCTpito, Oysu
PO3MIISIHYTI HalBIAJIII MPEICTABHUKH Ta pO310paHi Ha CKJIaI0BI MEXaHIKH.

Hactymaum etamoM po6oTu 0y10 po3TISTHYTO MPUKIIAINA IPABMIIBHOI ITPOBO1
JIOKYMEHTAIII1 Ta 1X HalmucaHHs. byJio CTBOpeHO BIIaCHU IrpOBUM TU3aliH TOKYMEHT
y BUTJISIAL IECATUCTOPIHHUKA, HA OCHOBI SIKO1 OyJI0 MOCTAaBJICHUH TUIaH POOOTH.

Jami BinOyBaBcs MOIIYK JOCTYMHHUX PIlI€Hb, SKUX Y Cy4acHId I1rpoBid
iHaycrpii 6e3miu. [linbip Oyno 3ymuneno Ha pymiii Unity3d Engin, 13-3a #ioro
JIETKOCT1, MaJOMy HaBaHTaXXEHH1 Ta OE3KOLUTOBHIA OCHOBI y pa3l BUKOPUCTaHHS
HOT0 /1J11 HAaBYaHHS.

Takox Oy pO3MISIHYTI aKTyalbHI MaWIUIAWHK 1O PO3pOOIl KOMI IOTEPHOT
3d rpadiku, Oyn0 pO3rIASHYTO IHCTPYMEHTApid ISl 1bOTO, a TaKOX OOpaHO Ti
IHCTPYMEHTH, 3a JIONIOMOTOI0 SIKMX CTBOPIOBajach rpadika JJjis MpOTOTHUITY.

[TpoToTun koM’ rOTepHOT Ipu OyJI0 CTBOPEHO 3TiAHO MOCTABJICHOTO IUIAHY.
3a ocHOBy Oyio B3sSTO O€3KOIITOBHHM Asset, SKWW CTBOPEHHH CaMHUMH
po3pooHukamu Unity, Ta KW 3HAHOMUTH 3 HAUMOMYJISIPHIIIMMU Ta 0a30BUMU

MOKJIUBOCTAMM PYILIO.
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JTOJATOK A

Pucynok 4.1 - nepima cropiaka
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Pucynoxk 4.2 - npyra cropinka
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TonoBHMIL Tepoit TpU - be3imeHHMIT
CKeAETTL pacit BIMHIX, KU
TIPOKUHYBCEL 6e3 mamami Ha apeHL.
Tpa He pae XOAHOTO HAMAKY TIPO

MUHYAE TIEPCOHAKY

CAnHe Ha 1o HamaKae Tpa - Le Ha
6e3cmpaumicmb TOAOBHOTO TEposl, a
TMaKOX Ha 1M0T0 BOMOBHUYE MUHYAE

PO WO CBIAHATL 3aANUIKN
06/\a,AyH1<iB ma HaBUYKU

BUKOPUCTTIAHHA 36]001'

MariuHnmu 3aibHocmaMm
TOAOBHWIA TEPOIL TNAKOXK He 6yB
obpineH. Tpo ue rpaseun
AL3HAETMbCA KOAN TIPOIAAE TLOAOCY

HanaHHﬂ Ha TIo4aInky rpmn

PucyHnok 4.3 - TpeTs cTopiHka
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Kanp pospo6A}OBaHo'[ rpu : action rpg
OcHoBHUI TermnAei 6a3yembc51 HA TIPOXOAXKEHL
XBUAb MOHCTpiB. KodkHa XBUAA MpuBae
HeobMexeHMiT npomidkok uacy. Lliab: saanwmmucy

XUBUM TNa TIOAOAATMN BOPOTIB. BKiHU( XBaab TpaBus

GyAe yekamm 60ce - Makuit Xe BIUHWIL K { TOAOBHUI
repoit. [lpome B npomomuni oHAaitH peani3oBaHU
He 6Aye { TeMmTALTL 6yAe 0OMexeHMIt Antie
PAAOBUMU BOporamu. Takox 3a MPOXOAPKEHHS XBUAD
TOAOBHUI TEpoii GyAe OTMPUMYBATTA BUHATOPOAN BiA
TIPUBUAA Y BUAL TIPEAMETTLB, AKLYCUAIOIOTLL

TOAOBHOTO T€POA

Pucynok 4.4 - yeTBepTa CTOpiHKa

41
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IrpoBuit cBUM NMpeACMaBACHUI Y BUTASIAL ACKIABKOX
KIMTTHATTL 10 ABASIOTL c06010 apeHy AAA BIMHUX.
OcHoBHM TenMmnAeR GyAe BiAGyBathCb y

HaMOIABLLIN KIMHATTL: TIOEAMHKI 3 Boporamu. Mix

XBUASIMU Y TOAOBHOTO T€POSL € MOXKAUBICTID TUATN B
Becmub0AL OMPUMATU BUHATOPOAY TA TLOKPALNMMN
CBOL TipeAMemu

PucyHok 4.5 - n’sta cropinka

T T
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OcHoBHA MeIma TOAOBHOTO TepOst Bia TIOHATIKY TP A0
: 1l 3aBeplIeHHA Ue ompuUMaHHs criokoto. Le
TOBOPUITILCA HA TIOHATTIKY [ e TLOBMOPHOENbCA B KIHLLL
nicaa nepemorun. Cam mpouec MpoxoAXeHHs (rpoBoTo
wAsXy 3aitmae Hebaramo uacy L came ue CrioHyKkae
TpaBL BUKOHATI BUMOTY TOAOBHOTO Tepos. Takox
Lo CALA TIAMSIMATII: OKPIM MeTMu TLepCOHaKa
TpaBLEM Kepye Xara TOKPaUUITIA CBOTO TOAOBHOTO

nepcoHaxka [ 3]0061/0111/[ 0T0 AKOMOTA CUABHILLUM [

Bmmpmsa/\immm.

T T

PucyHnok 4.6 - mocra cTopinka
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ﬂepmmo [ KATOUOBOH

MEXaHIKO Tpu € 6otoBa
Ai, cucmema axa basyembea Ha
\ﬁ \ a5 amaxax i KyBupkax.

' W KyBupkn patomb roroBHOMY

T reporo BIKHO 6€CCM€]OTT1$1, o

B CBOHO MOMKAUBICTTID Aae

3MOTY YHUKAIN
TIOWIKOAMKEHHDb
HacmynHa mexaHika ue
TLOTPALLEHHA TICPCOHAKA
WAAXOM TIPOKAUKMN PIBHIB |
3A,06ymmﬂ AOAQMKOBUX
3A6HOCTIEN HAKLMAATT

BOTHAHOTO Wapy. 3a
TPOXOXKACHHS XBiAb TPaBLO
HaAQIOTLCS TIpeAMemut AKi B

CBO10 Yepry ToKpauamb

MOTYMHUCTTLb TIEPCOHAXKA

PucyHnok 4.7 - cboma CTOpiHKa
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B e T A A e O R R S e ST R S

TonoBHUMUN BOpOTaMU Tepos 6y,aymb mepu, aKi

OXUA Cami TMOTO He posyMitoun. Ak maxot
pi3HOMaH{MHOCT BOpOTiB B Tipomomuni Hebyae,
TPOTTLe CUAA TN BUMPUBAALCTLD MEPLLB 3 KOKHOM0
XBUAEHO 6yAe 36 [ABULYBATTINACD, CTMUMYAKHOUN TPABLA

TIOKpalLyBammn 3Ai6Hocmi CBOTO TIEPCOHAXKY

PucyHnok 4.8 - BocbMa cTOpiHKa



PucyHnok 4.9 - neB’siTa cropinka




Pucynok 4.10 - necsita ctopinka




TOJATOK B

public class Player : MonoBehaviour {
#region Singleton

public static Player instance;

void Awake ()

{

instance = this;

}

#endregion

public CharacterCombat playerCombatManager;

public PlayerStats playerStats;

void Start ()
{

48

GameObject.Find ("MinimapCamera") .GetComponent<Minimap> () .player =

this.gameObject.transform;

cMepTi

playerStats.OnHealthReachedZero += Die;

playerCombatManager.Death () ;

void Die ()

GameObject.Find ("GameManager") .GetComponent<RespawnManager> () .DeathUI.

SetActive (true) ;

GetComponent<CharacterCombat> () .healthSlider.gameObject.SetActive (fals

e);
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public class PlayerAnimator : CharacterAnimator {

void Awake () {
EquipmentManager.instance.onEquipmentChanged += OnEquipmentChanged;

}

protected override void Start () {
base.Start ()
}

protected override void OnAttack() {

base.OnAttack ();
}

void OnEquipmentChanged (Equipment newlItem, Equipment oldItem) {
if (oldItem != null) {

if (oldItem.equipSlot == EquipmentSlot.Weapon) {
}
if (oldItem.equipSlot == EquipmentSlot.Shield) {
}
}
if (newItem != null) {
if (newlItem.equipSlot == EquipmentSlot.Weapon) {}

if (newltem.equipSlot == EquipmentSlot.Shield) {
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public class CharacterAnimator : MonoBehaviour {

public Animator animator;

NavMeshAgent navmeshAgent;
CharacterCombat combat;

protected virtual void Start () {
navmeshAgent = GetComponent<NavMeshAgent> () ;
combat = GetComponent<CharacterCombat> () ;

combat.OnAttack += OnAttack;

combat.OnBattle += OnBattle;
combat.OnNormal += OnNormal;
combat.OnDeath += OnDeath;

protected virtual void Update () {

animator.SetFloat ("Speed Percent",
navmeshAgent.velocity.magnitude/navmeshAgent.speed, .1f,Time.deltaTime)

14

protected virtual void OnAttack() {

animator.SetBool ("Attack", true);
animator.SetBool ("inBattle", false);

protected virtual void OnBattle ()
{

animator.SetBool ("inBattle", true);

protected virtual void OnNormal ()

{
animator.SetBool ("Attack", false);
animator.SetBool ("inBattle", false);

protected virtual void OnDeath ()
{

animator.SetBool ("isDead", true);



[RequireComponent (typeof (NavMeshAgent) ) ]
[RequireComponent (typeof (PlayerController)) ]
public class PlayerMotor : MonoBehaviour {

Transform target;
public NavMeshAgent agent;

void Start ()

{

agent = GetComponent<NavMeshAgent> ()
GetComponent<PlayerController> () .onFocusChangedCallback +=
OnFocusChanged;

public void WASDMove (bool usingJoystick)
{

if (!'usingJoystick)
{
Vector3 goal = transform.position
+ Camera.main.transform.right *
Input.GetAxis ("Horizontal")
+ Camera.main.transform.forward *
Input.GetAxis ("Vertical™);

agent.SetDestination (goal) ;

}

else
{
Vector3 goal = transform.position
+ Camera.main.transform.right *
Input.GetAxis ("Horizontal Joystick")
+ Camera.main.transform.forward *
Input.GetAxis ("Vertical Joystick");

agent.SetDestination (goal) ;

public void MoveToPoint (Vector3 point)

// point click move

agent.SetDestination (point) ;

void OnFocusChanged (Interactable newFocus)
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if (newFocus != null)

{

agent.stoppingDistance = newFocus.radius*.8f;

agent.updateRotation = false;

target = newFocus.interactionTransform;
}

else

{

agent.stoppingDistance = 0f;
agent.updateRotation = true;
target = null;

}

}

void Update ()

{

if (target != null)

{

MoveToPoint (target.position);
FaceTarget ();

}

}

void FaceTarget ()

{

52

Vector3 direction = (target.position - transform.position) .normalized;

Quaternion lookRotation = Quaternion.LookRotation (new

Vector3 (direction.x, 0, direction.z));

transform.rotation = Quaternion.Slerp(transform.rotation,

lookRotation, Time.deltaTime * 5f);



[RequireComponent (typeof (CharacterStats)) ]
public class CharacterCombat : MonoBehaviour ({

public float attackRate = 1f;
private float attackCountdown = 0f;

public event System.Action OnAttack;
public event System.Action OnBattle;
public event System.Action OnNormal;
public event System.Action OnDeath;

CharacterStats myStats;
CharacterStats enemyStats;

public Slider healthSlider;

void Start ()

{
myStats = GetComponent<CharacterStats>();

healthSlider.maxValue = myStats.maxHealth.GetValue();
healthSlider.value = myStats.currentHealth;

void Update ()
{

if (myStats.currentHealth <= 0)
return;

healthSlider.value = myStats.currentHealth;

attackCountdown -= Time.deltaTime;

public void Attack (CharacterStats enemyStats)
{

if (attackCountdown <= 0f)

{

this.enemyStats = enemyStats;

1f / attackRate;

attackCountdown

StartCoroutine (DoDamage (enemyStats, .6f)) ;
if (OnAttack != null) {
OnAttack ();}



public

if

public

if

public

if

vold Battle ()

(OnBattle != null)

OnBattle () ;

void Normal ()

(OnNormal != null)

OnNormal () ;

void Death ()

(OnDeath != null)
OnDeath () ;

IEnumerator DoDamage (CharacterStats stats,

{

Debug.Log ("Start combat damage system");
yield return new WaitForSeconds (delay);

Debug.Log

(transform.name + " attacking for " +

myStats.damage.GetValue () + " damage");
enemyStats.TakeDamage (myStats.damage.GetValue

}
}

float delay)

)7
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