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HEPEJIIK CKOPOYEHD

MOBA — multiplayer online battle arena

MMORPG — massively multiplayer role playing game
RPG —role playing game

UML — unified modeling language

VST — virtual studio technology

FBX — filmbox



BCTYIl1

3 moyatky 21-ro CTONITTS irpoBa IHAYCTPIisl 3aliHANA Ta YKPIMHUIA CBOE MICIIE y
CBITOBII €KOHOMIIIl. 3 KO)KHUM POKOM BOHA PO3BUBAETHCS Ta HAOWPA€E MOMYISIPHOCTI
HE JIMIIIE cepejl CIOKUBAYiB, a W cepell eKOHOMICTIB. IHTepec o ¢iHaHCyBaHHS Ta
MOHETH3AIII] IOXOy 3 IrpOBOr0 pUHKY 3pocTae. [1]

IcHye Benuue3Ha KUIbKICTh YKaHPIB B1ACOIrOp, MOYHMHAIOYM 3 IMa3jiiB, KBECTIB,
maTGopMepiB Ta CTpaTeriil 1 3aKIHUYIOUM MAcIITAaOHUMU 0araTOKOPUCTYBAIlbKUMU
OHJIaliH mpoekTaMu. TeHJIeHIIli ITPOBOr0 PUHKY 4Yac BiJl Yacy 3MIHIOIOThCS, 1 TIEBHI
YKAHPHU CTAIOTh OUTBII MOMYJISpHUMHU. Benukuil ycmix meBHOTO MPOEKTY YacTo CIIOo-
HYKa€ 1HIIUX CTBOPIOBATH CXOI CBOI IrpOBI MPOJIYKTH, IO CTBOPUIU O KOHKYpPEH-
1110 Ta MPUHECIU MPUOYTOK 3aB/ISKH MOIMYJISIPHOCTI JaHOTO TUIly irop. He 3Baxkaroun
Ha 1€ y KOXKHOTO KaHPY € CBOI MPUXUJIBHUKH, TOMY KOKEH MPOEKT 3[aTeH 3HANTH
CBOIO ayJIUTOPIIO.

Po3pobka Bifmeoirop me TOCUTh TPUBAIUNA MPOIIEC 10 MOTPEOy€e BETUKOI KiJlb-
KOCTI HAaBUYOK: MPOrpamMyBaHHS, CTBOPEHHS BI3yaJIbHOT'O, 3BYKOBOTO O()OPMIICHHS,
nu3aiiHy. [[ns 6araTokopuCcTyBallbKMX OHJIAWH MPOEKTIB MOTPIOHI 3HAHHS MEpexi Ta
poOoTH 3 cepBepamu. Takuii 0OcsST poOOTH Ta 3HAHB MOTPEOYE IITI0T KOMAHIU PO3-
poOHuKIB. HaliOiabImi cydacHi KOMIIaHii MOXYTh BUAUISITH Ha PO3POOKY MPOEKTHI
koMaHu Outbie S00 crniBpoOiTHUKIB. [IpoTe po3poOKoro BiACOIrop MOXKe 3aiiMaTHCS
1 ogHa mroauHa. Bee 3anexuTh Bif 00’eMy poOOTH Ta 4acy IO PO3POOHUK TOTO-
BUIA/CIIPOMOKHHM BUIUIMTU HA PEeaTi3allito MPOCKTY.

CydacHUM MPOrpaMHUM 3aC000M, 1110 TOEAHYE B cOO1 637114 IHCTPYMEHTIB IS
CTBOPEHHS IrPOBHX JIOJATKIB € TaK 3BaHUI «{Jame engine» — cepena po3poOKH irop.
BiH € nienTpasibHUM MPOTpaMHUM KOMIIOHEHTOM KOMIT IOTEPHHUX, MOOUIBHUX BiJ€0i-
rop Ta IHIIMX IHTEPAKTUBHUX NOAATKIB 3 00poOKoI0 rpadiku B peanbHOMY 4aci. Bin
3a0e3nevyye KOPUCTyBaua OCHOBHHUMH TEXHOJOTISIMH Ta 1HCTPYMEHTaMH, CIPOIIYE
PO3pOOKY 1 4aCTO JTa€ MOKJIIUBICTh MEPEHOCUTH CTBOPEHI TOJATKHU IS PI3HUX ILIAT-

dhopM, TakKX K ITPOB1 KOHCOJ1, HACTIJIbHI Ta MOOLIBbHI OIEpalliiiHl CHCTEMH.



MeTor poOOTH € CTBOPEHHSI irpOBOTO JOAATKY 3a JOIIOMOTOK0 iHTETPOBAHOTO
cepenouma Unity 3D. Tak sik mpoeKT NMoeAHye Yy co0i BUKOPUCTAHHS TPUBUMIPHOT
rpadiky Ta €JIEMEHTIB ay/io, JOJATKOBO BUKOPHUCTOBYIOTHCS MAKET JJII CTBOPCHHS
TpUBHMIpPHOI KoMIT'toTepHO1 Tpadiku Blender, mo Bkitoyae B cebe 3acodu Mojieto-
BaHHs, aHIMAIlil, pEeHJEPUHTY Ta MOCTOOPOOKH, a TaKOK My3udHHit pegaktop FL Stu-

dio.



1 IHOOPMAIIMHUN OIJISIA ICHYIOUYUX ITPOBUX
TOJATKIB

1.1 Mepui irpoBi nogarku :xkaupy “adventure”,

[Mpuroanuubkuii sxanp (anri “Adventure”) Oepe mouatok 3 cepeaunu 20-ro
cromtrsa. [lepmoro rporo xaHpy € TekctoBa iHTepakThuBHa rpa Colossal Cave

Adventure po3po6iieHa ta BunyiieHa y 1976 pomi Yinsom Kpoyrepom (anri. Willie
Crowther) (aus. puc.1.1). [2]

http: -~ Ourworld.CompuServe .Com HomepagesFunstuff_Software

elcome to Adventuret!?! Would you like instructions?
—* Yes

Somewhere nearby is Colossal Cave, where others have found fortunes in
reasure and gold, though it is rumored that some who enter are never
zeen again. Magic is said to work in the cave. [ will be your eyes
nd hands. Direct me with commands of 1 or 2 words. [ should warn
ou that I look at only the first four letters of each word, so you'll
have to enter NORTHEAST as NE to distinguish it from NORTH,
or DOWNSTREAM as D3 to distinguish it from DOWH.

(Should you get stuck, type HELF for some general hints. For
opther information about your adventure, type INFO).

ou are standing at the end of a road before a small brick building.
round you iz a forest. A small stream flows out of the building and
own a gully.

->

Pucynok 1.1 — 3nimok ekpana Colossal Cave Adventure

VY 1980-x pokax 3’sIBUITUCS Bi3yalibHI MPUTOIU, IO BAKOPUCTOBYIOTh BEKTOPHY
rpadiky i CTBOPEHHS Bi3yaJIbHOTO O(OPMIICHHS, X04a BCE II¢ BUMAararoTh BiJl KO-
pUCTyBadya BBEACHHS TEKCTOBHMX KOMAaHJ JUIS B3a€MOJII 3 iTPOBHM CEPEIOBHIIEM.
[Tepioro Bi3yanpHOIO IPHUTOI0K0 BBaXkaeThes rpa Mystery House Bix Sierra On-Line

(muB. puc.1.2).



Pucynox 1.2 — 3nimoxk ekpana Mystery House

CporofHi >kaHp IPUTOTHUIBKUX irop moeanye B co0i gk 2D tak 1 3D npoexTw,
Oarato pi3HUX TEMAaTUK Ta 0COOJMBOCTEH. B 3ameHOCTI BiJi BUKOPHUCTOBYBAHHX

€JIEMEHTIB JKaHpP MOKHA MOJUIUTH HA K1JIbKa PI3HOBUIIB!

® IHTEPAKTUBHI TEKCTOB1 KBECTH, B IKUX I'paBellb OTPUMYE MOTPIOHY 1HDOpMAIIiTO
yepe3 TeKCTOBUH OIMKC, BUKOPUCTOBYIOUH KJIaBiaTypy ab0 MEHIO I HaBirailii,

e point-and-click kBecTn, B SKHX 3a JOMOMOTOI KOMIT'IOTEpHOI MHUIII Tpeda
B3a€EMOJIISTH 3 €JIEMEHTAMH Ha €KpaHi;

® TIa3JId, B AKUX y XOJIl OMOBIJaHHS HEOOX1HO PO3B’SI3yBaTH Pi3HI IHTEIEKTyab-
HI1 3aBJIaHH,

® TIPUTOJHUIBKUNA EKIIH, 10 TMOEAHYE €JIEeMEHTH 000X KaHpPIB, MPOIOHYE TPABIIO
JIO0JIATH TIEPEIIKOU SIK 1HTEICKTYyaJIbHOTO POy, TaK 1 (pi3MYHOTO, HAMPHUKIIA],
OUTBH, BUTPOOYBaHHS BUTPUBAJIOCT] UM MIBUIKICTh PEAKIIIT;

e Bi3yaJibHa HOBEJA, B AKINA 1CTOPISI €KpaHi30BaHA CTATUYHUMH 200 aHIMOBAHUMHU

306pa}KeHH$IMI/I Ta TCKCTOBHUM OIIMCOM.
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1.2 Orasa «A Story About My Unclex.

A Story About My Uncle — npuroasuiibka rpa Bij mepioi 0coou mpo XJIOMm4Iu-
Ka, KU IIIyKae CBOTO Js/bKa y JUBOBIKHOMY 4apiBHOMY cBiTi. I'pa po3polGieHa
mBeicbKkoro cryaiero Gone North Games 1 Bunymena Coffee Stain Studios 28 TpaBHs
2014 poxy na mnardopmax Windows, Linux ta macOS.

[lepecyBanHsl 3a JOMOMOIOI0 Taka, MIO JO3BOJIAE MPUTIATYBATHCS JO TOBEp-
XOHb, € BOKJIMBOIO YaCTUHOIO OCHOBHOTO IrpoBOro mpoiecy (auB. puc. 1.3). Hocmi-
JIKEHHSI CBITY, JoIoMarae riuoiine BHUKHYTH B icTopito. ['pa oTpumana mnepeBakHO
MO3UTHUBHI BIJITYKH K Bl KPUTUKIB TaK 1 BiJ 3BUYATHUX KOpHCTyBaydiB. OCHOBHUMU

nepeBaraMu € MpUEMHE YIpaBJIiHHS, AU3aliH ITPOBOTO CEpelloBHUINA Ta aTMocdepa

[3].

Pucynok 1.3 — 3nimok ekpana A Story About My Uncle
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1.3 Orasa «The Stanley Parablex.

The Stanley Parable — npurognuiibka rpa Bij mepinoi ocoOu, BUMYIICHA Y
2013 pomi [leiiBi Bpenenom (anrn. Davey Wreden) y criBmpari 3 Bimssmowm IT'ro
(auri. William Pugh). ITepmoro Bepcieto rpu € BumyineHa y 2011 pori moaudikairis

s rpu Half Life 2, sixy 3rogom nepepoOuiIn y mOBHOLIHHUKN MTPOEKT.

The Stanley Parable e excriepuMeHT sIKMit MaB Ha METi CTBOPUTH HOBY (OpMy
OTIOBiJIaHHS, YHIKAJIbHY IJs Bigeoirop. BimbIICTh irop 0OMEXYIOTh MOKJIMBOCTI
I'paBIlsd, HAMarar4Yrch BECTH HOTO IO OJHOMY 3aJlaHoMy nursixy. The Stanley Parable
JIa€ TPaBIf0 BHOIp, IO TaK YW 1HAKIIIE 3MIHIOE ICTOPIO, a€ 0araTo pi3HOMAaHITHUX

[UISX1B Ta KIHI[IBOK.

I'pa mounHaeTbes B cTaHaapTHIN kaOiHIl odicy (quB. puc. 1.4). Bu — Crenuii,
CIIyXHSIHHM TIPalliBHUK, SSKUWA MPOBOIUTH CBOI JHI JPYKYIOUH KOMaHAM Ha CTapoMy
KoM ’toTepi. OgHOro pasy Bcl HOTO KOJIETH 3HUKAIOTh, 3aiuiaoyi CTEHII Ha caMOoT1
nociipkyBatu oic. IcTopiro Beae omosigad, sikMil KOMEHTye Te€ 1o Mu — CTeHl
3po0nin, 1 Te 1m0 MU “TIOBHHHI 3poOuTH” naii. ['paBens MoXke iTH MO BKa3aHOMY

HIISXY, TPOTE TAKOK MOKE ITHOPYBATH BKa31BKU Ta OOMPATH 1HII NUTIXH.[4]

Pucynok 1.4 — 3niMok ekpana The Stanley Parable
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1.4 Orasin «We Were Here Together».

We Were Here Together — koormepaTuBHUI MPUTOTHUIIBKUIA MA3J BiJ MEpIIOT
ocobu, po3pobiacHuii Ta BunymeHuii 10 sxoBtHs 2019 poky crymiero Total Mayhem

Games.

Crnigyroun BiJ JOCHITHUIIBKOI CTAHII 32 CUTHAJIBHUM CITaJlaxoM, TPaBIli OMH-
HSIOTBCSl Y CEPEAHBOBIYHOMY 3aMKY, BIJIOKpEMJIEHI OJIMH BiJl oaHOro. Bukopucro-
BYIOUH DaIlif0 BOHU MTOBHHHI MPAITIOBATH Pa30M, PO3B’S3yIOUH T'OJIOBOJIOMKH YJIBOX,

a0u 3HaiTH BuXix (quB. puc.1.5).

Pucynox 1.5 — 3nimok ekpana We Were Here Together

KoxxHa rpa cepii oTpuMana Mmo3UTUBHI BIITYKH Bil KPUTHKIB Ta TpabiliB. \We
Were Here Together nomiHoBaHa sik Kpaiia koornepatuBHa rpa Ha Indie of the Year
Awards 2019.
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1.4 IlocTanoBKa 3aaaui.

Pe3ynbpraTom mpoBeACHOTO OTJSAY ICHYFOUHMX iTpOBHX JOJATKIB Ta aHANI3Yy iX
iH(DopmariiiHoro 3a0e3nedYeHHs € MOCTAaHOBKA 3aJad IS JOCIIDKEHHS B OakaiaBp-
ChKill poOOTI — CTBOPUTH MpoOrpamMHe Ta iHpopmMaIlliiiHe 3a0e3neYeHHs IrpoBOTo J10a-
TKy B TPUBUMIpHOMY cepefoBuii. Jjis peamizaiiii mocTaBiaeHOTo 3aBJAaHHs HEOOX1I-
HO pealli3yBaTy HACTYIHI 3ajaui:

1. BUKOHATH OTJISiA AOCTYIMHUX IHCTPYMEHTIB ISl PO3pOOKH Ta oOpaTH ONTH-
MaJbHi;

2. BU3HAYUTH Ta pO3pOOUTH OCHOBHI €JIECMEHTH IrPOBOTO MPOIIECY;

3. BUKOHATHU MPOEKTYBAHHS Ta MOOYI0OBY IrPOBOTO CEPEIOBUIIIA,

4. po3pobutu ayaio opopMIICHHS;

5. 3po0OUTH BIAMOBIHI BUCHOBKH 110 POOOTI.
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2 BUBIP METOY PILNEHHA

2.1 Orasa Ta NOPiBHAHHSA cepeloBHII PO3POOKHU irpoBUX J101ATKIB

2.1.1 Orasin Unreal Engine

Unreal Engine — BUCOKOTEXHOJIOTIUHUI IHCTPYMEHT Juisi pobotu 3 3D, mo BU-
KOPUCTOBYETHCS HE JIMIIIE B IrpoBii 1HIYCTpii a i B kiHemaTorpadi. OcTaHHs Bepcis,
Unreal Engine 5 Bnepmie npoaemoncTpoBana y 2020 poiri, 103BOJIsIE CTBOPIOBATH

Maibke poTopeaicTHUHy TpUBHMIpHY Tpadiky (aus. puc. 2.1).

Pucynok 2.1 — Jlemonctpariist Unreal Engine 5

Unreal Editor — inTerpoBane cepeaoBHIie po3poOKH, 10 BXOIUTh B ckiam Un-
real Engine (ouB. puc.2.2). JIas CTBOPEHHS ClieHapiiB BUKOPUCTOBYETHCS TEXHOJIOTIS
«visual scripting» (Bi3yasizoBaHe CTBOPEHHS CIICHAPIiB 3 BUKOPHCTAHHSAM OJIOKIB 1
3'eJlHaHb), 110 JOBruii vac Oyna ocobnusicTio Unreal Engine, ta BmacHa moBa —

UnrealScript, sixy 3aminnmm na C++ mounnarouu 3 Bepcii Unreal Engine 4.
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Pucynok 2.2 — OcnoBuuii inTepdeiic Unreal Editor

Unreal Engine 5 nosBomsie ctBoproBaté mpoektd anst IIK 3 Windows,
PlayStation 5, PlayStation 4, Xbox Series X, Xbox Series S, Xbox One, Nintendo
Switch, Google Stadia, macOS, i0S, Android, ARKit, ARCore, OpenXR, SteamVR,
Oculus , Linux i SteamDeck. Cam penakrop Unreal Editor noctynuuii Ha Windows,
macOS Tta Linux.

Unreal Engine MoxHa 0€3KOIITOBHO BUKOPUCTOBYBATH JIJIsl HABYAHHS Ta PO3-
pOOKH NepCcOHANbHUX MPOEKTIB. BiH TakoX Aae 3MOTy pO3MOBCIOKYBAaTH HEKOMEp-
ifiHI Ta KOMepUiliHI TPOeKTH He cruradyroun komicii Epic Games — kommawii-
BiacHuky Unreal Engine, sikiio naHi mpoekTd HE MPHHOCATH JOXOLy abo JOXiJ He
Jocarae moporooro 3HaueHHsa. Kowicis B po3Mipi 5% crutauyeTscsi Jdie B TOMY
BUIAJIKY, SIKIIO BU PO3MOBCIOKYETE TOTOBUN MPOAYKT, AKUU MicTUTh Koj Unreal
Engine (Hanpukinaz, rpy), 1 3arajJbHUi MOTOYHUI TOX1] BIA HHOTO nepeBullye 1 mi-

nwiion gonapis CIIA.



16

2.1.2 Orasn Godot

Godot — oauH 3 HAMMPOCTIMINX ISt OCBOEHHS IHCTPYMEHTIB PO3POOKH irop, 1o
niaTpuMye ctBopeHHs sk 2D tak 1 3D mpoekTiB. X04 B HhOMY NPHUCYTHI TIeBHI HEJO-
JIKU OMTHUMI3aIil ISl TPUBUMIpHUX TpoekTiB, GOdOt Bomo i€ JOCUTH POCTUM iHTE-
pdeiicom Ta, Ha BIAMIHY BiJ 1HIIUX CEPEIOBMIN PO3POOKH, PO3MOBCIOIKYETHCS TIO
cuctemi «open source» (muB. puc. 2.3). [llupoko mATPUMYETHCS CHITBHOTOIO, IO
HaJ[a€ OTIOMOT'Y B PO3BUTKY JIAHOTO IHCTPYMEHTA, CTBOPEHHI HOBOTO (DyHKIIIOHAITY,
BUIIPABJICHH] MIOMUJIOK, BEJICHHS JOKYMEHTAaIlli Ta HaJaHH1 MiITPUMKA HOBUM MOBaM

IIPOTPaMyBaHHS.

RPG in a Box by Justin Arnold
Godot 3.2

Pucynok 2.3 — OcHoBuuii intepdetic Godot 3.2

Godot BkroUa€e HaCTYIHI 0COOJIUBOCTI:
® [IOBHICTIO O€3KOIITOBHUIA;
e BjacHa MoBa cieHapiiB GDScript (cuntakcucom mozgiona go Python);
e moBHa miaTpumka C# 8.0 3a monomororo Mono;
e rmoBHa miaTpuMka C++ ;

e TexHouoris «visual scripting»;
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e HaJaHa CHIBHOTOIO MATpUMKA goAaTkoBux MoB (Rust, Nim, D Ta in.);

e BOYJIOBaHUU PEIAKTOP KOAY;

e BOyAOBaHI IHCTPYMEHTH JJIsl CTBOPEHHS aHIMAaIlii;

e IHTErpoBaHa JIOKYMEHTAIIi;

e irpd MOXHA EKCIIOPTYyBaTH Ha HacTiLabHI atdopmu (Linux, macOS,
Windows), a Takox Mo06ubHI (Android, i10S), Be6-mmathopmu (HTMLDS)

ta koHconi (Nintendo Switch, PS4 Ta Xbox One — uepe3 cTropoHHIX BH-

JaBIIiB).

2.1.3 Orasig Unity

Unity — HaiimonyJisipHiie cy4acHe cepesoBuiie s ctBopeHHst 2D i 3D-irop
(muB. puc. 2.4). Unity miarpuMye cTBOpeHHs ciieHapiiB MmoBoto C#, Bkitouae BOy10-
BaHUI pelakToOp KOy, MPOTE TaKOXK MIATPUMYE iHII peaakropu, sk Visual Studio.

Hapasi po3poOnserbcst HoBa Bepcist Unity 3  iMmmiemeHrariero «visual
scripting», 1o 103BOJIsIE CTBOPIOBATH IrPOBY MEXaHIKY YH JIOTIKY B3a€MOJIIi 3a JIOTO-

MOTOIO0 Bi3yaJIbHOI Ipad)OBOi CUCTEMH 3aMICTh TPAJAUIIIMHUX PSAIKIB KOIY.

mshDDOEBDBROABA
i W Wl

Pucynok 2.4 — OcnoBuuii intepdetic Unity 2020
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Unity Hub — nmporpamuuii 3aci0, 1110 J03BOJISE€ YIIPABIATA BCTAHOBICHUMHU Bep-
cissmu pemakropa Unity, 3aj1eXKHOCTIMH Ta JOAATKOBHUMH PO3IIUPESHHSAMH, TIEPETIIs-
JaTH Ta CTBOPIOBATH MPOEKTH, NEPETIISIaTH Ta BCTAHOBIIOBATH HAaBYAJIbHI MPOCKTH,

JITUTHCS CBOIMH MPOSKTAMU Ta MEPETIISIaTh pOOOTH 1HIITMX KOPUCTYBaUiB (JIUB. PHC.

2.5).

Community

Resources

—

~» Community

Live Help

Pucynok 2.5 — OcnoBuuii intepdeiic Unity Hub 3.1.2

Jloxymenrartisi Unity moBosti sikicHa, TpU I[bOMY MPHUCYTHSI BEIMYE3HA KiJlb-
KICTh AK O(DILIIHUX, TaK 1 CTOPOHHIX HaBYAJIbHUX MaTepiaiiB. HaBuanpHa nmporpama
Unity Learn — iHTepakTUBHUII HABYATBHUN KypC, IMiJ] 4aC SKOTO KOPHCTYBa4 MOXE
BHBYUTH OCHOBH IporpaMyBaHHsS Ta poOoTH 3 cepemoBuineM Unity (auB. puc. 2.6).
Jlanuii Kypc € MOBHICTIO O€3KOIITOBHUM Ta J03BOJII€E HOBAYKaM BUBYMTH BCE HEOO-

XiiHe 7151 moyaTky pobotu 3 UNity Ta moyatu BJIacHOPYY pO3POOIISATH irpH.
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< C @ leamunity.com/pathway/junior-programme maew GCOCR»O@:

R\ UnityLean  Myleoming  Pathways

24 Junior Programmer Group <&

Pathway Map

-

Pucynok 2.6 — [atepaktuBauii kype Unity Learn

2.2 CepenoBuilie CTBOpeHHsI TpuBUMipHOI rpadiku Blender

Blender — e 6e3komToBHUI akeT a1 CTBOpeHHs 3D 3 BIAKPUTUM BHUXI1IHUM
KozioM. BiH Bosiojie BCIM HEOOX1THUM THCTPYMEHTapieM JIsl POOOTH 3 TPUBUMIPHOIO
rpadikor0 — MOJCIIOBaHHS, TaKeJlaX, aHIMallil0, CUMYJISIII0, Bi3yasi3allito, KOMIO-
3UITII0 Ta BIJICTEXKEHHS pyXy, a TaKOX penaryBaHHs Bineo. Blender mosBossie Buko-
pucroByBaTu cBii APl st crBopenns cuienapiiB Python jist mamamryBaHHST Tipo-
rpaMH Ta HalMCaHHS CHELiali30BaHUX 1HCTPYMEHTIB. YacTo Taki 1HCTPYMEHTH J0-
JAI0Th Y HOB1 Bepcii mporpamu (IuB. puc. 2.7).

Blender miatpumye ekcrmopt mojeneii pisHux ¢opmariB, Ta 0e3mM0CEPETHBO
niaTpumyeTbest cepenoBuineM Unity. Unity moxe camocTiitHO iMmoptyBatu avimm
Blender 3a momomororo excroprepa Blender FBX. JJocratubo 30epertu daiin .blend
B manii Assets Bamoro npoekty. Komnu Bu nmoBeptaerecst A0 Unity, daitn imnopty-

€ThCS aBTOMATUYHO 1 BJIOOpaKaTUMETHCS B Opay3epi MPOeKTYy.
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Pucynok 2.7 — OcHoBHuii inTepdeiic Blender 3.1

2.3 My3uuHuii pexakrop FL Studio

FL Studio — me nudposa 3BykoBa podoua craniis (anri. Digital Audio Work-
station), Tun mporpaMHOro 3a0e3MedYeHHs, MPU3HAYCHOTO JUIs pelaryBaHHS 3BYKY,

ajie 3a3BUYail BIJOMOTO SIK MPOTrPAMHE CEPEOBUILE JIJII CTBOPEHHS MY3UKH (JIMB.

puc. 2.8).

FIE FONT ADD PAITERNS VIEW 0FTIONS 1001S HELE () % w A WO 3z We wt

f--Bs -

Pucynok 2.8 — OcnoBHuii inTepdeiic FL Studio 2020
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Bci BuKOpHCTOBYBaHI €JIEMEHTH MPOEKTY: IMOCIIJOBHOCTI HOT (aHru. pattern),
3allyCU ayJio Ta €JIeMEHTH aBTOMaTu3alii (IMHaMiyHa 3MiHA TYYHOCTI, TEMITy, Ha-
KJIaJlaHHS €(eKTiB 1 T.11.) — 30epiraloThCs Ta YIOPSIKOBYIOThCA y Opay3epl IIPOCKTY.
EneMeHnTH MOXKHA po3MiCTUTH OyIb-/Ie Ha JOPIXKII Ta HAKIAAATH iX OJJUH Ha OJHOTO.

Piano roll — mudpoBwmii iHCTpyMEHT, IO T03BOJISIE CTBOPIOBATH HOTHI MOCHTIIO-
BHOCTI Ta BIATBOpIOBaTH MY3HKy. CBOIO Ha3By BiH OTPHUMAaB 4Ye€pe3 Bi3yallbHY CXO-
KICTh Ta IPUHLIUIT pOOOTH CXOXXKUU Ha meppopoBaHy CTPIUKY AJIST MEXaHIYHOTO Iia-
HiHo. Piano roll y FL Studio BUKOpHCTOBY€EThCS i1l HAJICHIIAHHS JaHUX PO HOTH Ta
CJIEMEHTH aBTOMATH3AIlli 10 BIPTyalIbHUX IHCTPYMEHTIB.

FL Studio nmiarpumye Bci cranmapta VST (Virtual Studio Technology) — dop-
MaT 3aJIeKHUX BiJ Cepely BUKOHAHHS IUIATIHIB, SKI MIJKIIOYAIOTHCS 0 3BYKOBHUX
peIaKTOpiB, CEKBEHCOPIB, ITU(PPOBUX 3BYKOBUX poOouux craniil. VST Hagae noctyn
JI0 IIMPOKOTO Jiana3oHy CTOPOHHIX IUIariHiB, JOCTYIHUX Ha JaHU MOMEHT. Takox €

MOJIMBICTh BUKopucTOoBYBaTH caMmy FL Studio sk mmarin VST Ha iHImomy xocti

VST.

2.4 AHaJti3 nonyJsipHOCTI *KaHPiB Bigeoirop

[TpoananizyeMo CTaTHCTHYHI JaHI MPO aKTyadbHICTH jkaHpy «adventure» 3a
OCTaHHI POKHU.

3a JaHUMU OHJIAHH onuTyBaHHs Statista.com, Ha MoMeHT TpeThoi uBepTi 2021
poky, «adventure» € oHUM 3 HAWMOMYJISIPHIIINX JKAHPIB BiJICOIrOp cepell KOPUCTY-
BauiB [5]. Koukpernire, “action adventure”, “puzzle platform” ta “action platform”,
10 MAaIOTh B CEPEHHLOMY JIOCUTh BUCOKUHN BIJICOTOK TOJIOCIB, OCOOJIMBO Cepea KOpH-
cryBauiB BikoMm 16-34 poxu. Halinonmynspaimum € xanp “shooter”, wactkoBo uepes
Te, 110 Ha ChOTOJHI BIH YAaCTO OpPI€HTOBaHWI Ha 06AraTOKOPHUCTYBAaIlbKi CECIOHHI OH-

JaitH npoektu. Pe3ynbratu onuTyBaHHs HaBeleH1 y Tadau 2.1.
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Tabmug 2.1 — HaltmonynsipHini »)aHpH BiJ€OITOp cepell IHTepHET KOPUCTYBa-

4iB (3 uBepTh 2021 p.)

BikoBa kareropis

Kanp 16-24 25-34 35-44 45-54 55-64
POKH POKH POKH POKH POKH
Shooter 60% 57% 48% 35% 21%
Action adventure 56% 54% 46% 35% 21%
Simulator 39% 38% 32% 34% 15%
Racing 38% 40% 35% 26% 15%
MOBA 36% 36% 28% 20% -
Battle royale 36% - - - -
Sports 34% 38% 33% 23% 15%
Strategy 34% 36% 31% 22% 15%

Puzzle platform 33% 36% 34% 27% 23%
Action platform 31% 33% 28% 20% 13%

Online board
- - - - 14%
games
Fighting - 34% 28% 19% -
Free-to-play casi-
Py - - - - 13%

no

3a manumu 3i ctarTi AHactacii JleliHa Ha HOBUHHOMY OHJaiH pecypci «The
Village», sxanp “puzzle” e maiimonynspHimmM B YKpaidi Ha MoMeHT Jitotoro 2021
poky [6]. 3a wactoToro rpu B Kateropii “HaituacTimie 3a Bce” skaHp “puzzle” mocimae
1-me micue, B kateropii “Uac Bix vacy” xanpu “adventure” ta “action” nmocigarots 3-
€ MicIle 3 OJHAKOBUM pe3ynbTratoM 31% roinocis. Pe3ynbTaTi onuTyBaHHS HaBEEHI

y Tabnumi 2.2.
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Tabmumg 2.2 — HaltmonynspHinni skaHpH BiJIEOIrOp cepel YKpaiHIIB (JIFOTHI

2021 p.)
3a yacrToToro rpu
Kaup
I'paro yacrime 3a Bce | I'paro yac Big yacy

Puzzle 12% 28%
Vehicle shooter 11% 24%
Shooter 10% 38%
Simulator 10% 32%
Strategy 9% 30%
Sport 9% 26%
MMORPG 6% 21%
Action 6% 31%
Adventure 6% 31%
MOBA 6% 19%
Sandbox 4% 19%
RPG 3% 18%
Battle Royale 3% 20%
Fighting 2% 22%
Card Game 2% 12%
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2.5 IlpoekTyBaHHSI irPOBOI0 101aTKYy

3a pe3yapTaTaMH JOCIIIKEHHS U IPOeKTy oOpaHo aHp “adventure” 3 ene-
MeHTaMu masny Ta miardopminry (puzzle platforming). OcHoBy irpoBoro mpoiecy
CKJIQJIal0Th TICPECYBAHHS IMPOBUM CEPEIOBHIIEM Ta PO3B’SI3yBaHHS 1HTEIEKTyaTbHUX

3a/1a4-Ta3JiB MUBIXOM 3HAaXO/KEHHS Ta B3aeMoIii 3 00’ exktamu (quB. puc. 2.9).

Game environment
Grapple

Interact with
object

X

Player

Play Game

Perform actions

Investigate

Pucynox 2.9 — UML niarpama 0OCHOBHHUX MOKITUBOCTEH TpaBIIs

JluzaitH irpoBOTO CepeIOBUINA, BIAMOBIAHO 0 OCOOIUBOCTEH irpOBOTO MPOIIe-
Cy, TOBUHEH MaTu (hi3UYHI MEPEnIKOAN — MEPENOHH SKI TPaBelb MOBUHEH JOJAaTH
BUKOPUCTOBYIOUM MOKJIMBOCTI MEPCOHAXKa JI0 MEPECYBAHHS MICUEBICTIO (CTpUOKH,
raKk 3 MOTY3KOI0), Ta €JIEMEHTH I'0JIOBOJIOMOK (ITOIIYK MPEIMETIB, B3AEMOJIsS 3 HUMH).
CruinicTuka medepu J100pe MiIXOAUTh JJIA BTIJICHHS JaHOi 3ajayi. 3a JOMOMOTOIO
ocobnmBocTel NaHamadTy MOMKIMBO CTBOPUTH HPUPOAHI MEPEIIKOAU I CEKIUIN
m1aTOPMIHTY, a TeMATHKA CTAPOJABHIX MIJ36MHUX PYiH CTBOPIOE MPOCTIP IS JAH-

3aiiHy pI3HOMAaHITHUX €JIEMEHTIB Ma3JIiB.
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JIJIsi IpOEKTYBaHHSI CIIEHU CTBOPEHO CKeTd, 300pa)keHud Ha pUcCyHKy 2.10.
Ciena irpoBOro CepenoBHUIla CKIAMA€Thes 3 ABOX “mpumimieHs . [lepiie mpumimieH-
HSl € TIOYAaTKOBOIO TOYKOIO JUIsl TPaBIlsl Ta Ma€ 3a4YMHEHUN MPOXij, KIIOY Bl SKOTO
3HaXOAUThCS B 1HIIIN cekuii. ['paBers Mae fictatvucs 10 KJIO4a J0JIaloud Hallp me-

PELIKO/I.

Pucynok 2.10 — CkeTu-npoTOTUN IrPOBOT0 CEPEOBUILA



26

3 IHOOPMAIIWUHE TA ITIPOI'PAMHE 3ABE3IEUEHHS
CUCTEMUA

3.1 CTBopeHHs clieHAPiiB Ta MepCOHAKA TPaBUS

Cuenapii (Scripts) € HeBix eMHHMM KOMIIOHEHTOM ycix mpoektiB Unity. Bonwu
JI03BOJISIIOTh HAJArOJUTH B3a€MOJIII0 MK KOPUCTyBaueM (TpaBIeM) Ta MPOTPAMOIO
(irpoBuM cepenoBuilieM). BukopuctanHs crieHapiiB Ja€ MOXKIIMBICTh KepyBaHHS (i-
3UYHOIO MOBEJIIHKOIO 00 €KTIB Ta 1X B3a€EMOJIEIO, 3aCTOCYBaHHA rpaplyHUX €(EKTIB
a TAKOK MPOCKTYBAHHS CHCTEMHU IITYIHOTO iHTeNeKTy [7]. [l HamucaHHs CIieHapiiB
y Unity BukopucToBy€eThCsi MOBa mporpamyBanHs C# .

IrpoBuit 06'ext (GameObject) — Oynb-sxuii 00'exT ciienn B Unity (kamepa, mie-
pPCOHaX, €JEeMEHTH OTOYEHHA, JDKeperna CBITJa, TOlo). BiIacTUBOCTI 1rpoBUM
00’€KTaM HaJIalOThCs 3a 10MoMOroro komnoHeHTiB (Components) — GyHKIIIOHATBHUX
CKJIQJIOBUX SIKI XapaKTEpHU3YyIOTh MOBEAIHKY IrpoBoro 00’ekra. CreHapii Takox J0-

JAIOTHCS 10 ITPOBUX 00’ €KTIB K KOMIIOHEHTH (IUB. pucC. 3.1).

Scripts

Material Audio

Animation GameObject Scene

Y

Mesh Asset

Physics

Pucynok 3.1 — Cxema 6a30B0i moOy10BH IrPOBUX 00’ €KTIB
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Takum yUHOM 3a JOMOMOTOIO CLIEHAp1iB MOTPIOHO peai3yBaTH:
® [IepecyBaHHS TepcoHaxa (IMOBOPOT KaMmepw, XoanOa, Oir, mpHCiTaHHS,
MepecyBaHHs 3a JOMOMOTOI0 TaKa);
e cucrteMmy B3aeMmolii 3 00’exTaMu (MIAOMPAHHS, OIS Ta 3aCTOCYBaHHS
IIPEIMETIB);
e 3aco0u MporpaBaHHs 3ByKOBHX €(eKTiB Ta (POHOBOI MY3UKHU.

OckuIbKH JJIs1 IFPOBOTO I0JaTKy 0OpaHa MepCreKTUBa Bij MepIioi 0coou, nep-
COHaX TpaBIlsl HE OOOB’SI3KOBO MOBHMHEH MaTH OKpPEMY JCTalli30BaHy TPUBUMIPHY
Mozerb. OCHOBHHMH CKJIaJIOBUMH TEPCOHAXKa € Kamepa Ta Kalcylia 3 KoJailjaepom
(ciTkorO JUIS BIZCTEXKCHHs 3ITKHEHHS 3 TMOBEpXHEr0). J[0JaTKOBO MPHUCYTHI irpoBi
00’€ekTH 110 30epiraTUMYTh JaHi PO OPIEHTAIlII0 TIEPCOHAXKA Ta KaMEPH, TIOJIOKCHHS
IpeIMETIB MPU TPUMaHHI iX «y PYyII» Ta peanxi3oByBaTUMYTh MIPOTPaBaHHS 3BYKOBUX

eeKTIB Ta My3HMKH (IHB. pHc. 3.2).

Pucynox 3.2 — Ilepconax rpaBiis

[TomoskeHHs Ta mepecyBaHHs 00’ekTiB y Unity BigOyBaeThcs 3a JOMOMOIOIO
CHUCTeMH KoOpauHAT (quB. puc. 3.3). OAMHHUII BUMIPIOBaHHS BiIMOBIIAIOTH METPHY-
Hiit cuctemi (1 gopiBHioe 1 meTp). KoxkeH irpoBuii 06’ €KT 3a 3aMOBYYBaHHSIM BOJIO-

nie komroHeHToM Transform (tpancgopmariis), o MIiCTUTh JaHi PO HOro moJio-
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KEHHS, KyTH Haxuiay Ta macmTad. [IoBopoT kamepu rpaBisl BigOYBa€eThCS MUISIXOM
3MiHU 3HA4Y€Hb KYTiB Haxmily KOMITIOHEeHTa Transform kamepu mpomopmiiHO pyxy
Muti 1o ocsiM X (ropuzoHTaii) Ta Y(Beptukani). CueHapiit peanizallii moBopoTy Ka-

MEpH HaBEACHO B J0JIaTKy A.

Pucynok 3.3 — TpuBumMipHHMiA IPOCTIp

VY Unity npucyths BOymoBana texnosoris Nvidia PhysX, 1o mo3BoJsie iMiTy-
Batu (Pi3uKy 00’ekTiB y 3D mpocTopi: NpUCKOPEHHS, 31TKHEHHSA, CUJIa TSXKIHHS, TO-
0. J{7s 3acTOCYyBaHHS TaHWX BJIACTUBOCTEH ITPOBUM 00’ €KT IMOBUHEH MICTUTH KOM-
noneHT Rigidbody (tBepae Tino). IlepecyBaHHs mepcoHa)ka BiOYBA€ThCS IMUIIXOM
3aCTOCYBaHHS CWJIM Y HANpPsIMKY, 3aJI€KHOMY BiJ] HATUCHYTHUX KJIaBIIl KJaBIaTypH.
BukopucToByIOThCS 3MiHHI JIJIsl IEPEMHUKAHHS MK «CTaHAMU» 00’ €KTY: X0ap0a, Oir,
NPUCIaHHs, 3HaX0PKEHHS y ToBITpi (1uB. nonatok b). Ile mo3Bosie 3MiHIOBaTH Ta-
pamMeTpH MIBUIKOCTI, MTOBITPSHOTO OMOPY UM BUCOTH KOJAWAEpy MAJIs JIIMIIOT iMiTaIlii

nepecyBaHHs iIrpOBUM cepeioBHIleM (IuB. puc. 3.4).
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Rigidbody

Interpolate

Continuous

ation (Transform)

Pucynok 3.4 — KoMIIoHEeHTH MepcoHa)ka rpaBLs

BinTBopeHHs 3ByKOBHX e(eKTiB Ta My3ukd B UNity BHKOHY€ETHCS i3 3aCTOCY-
BaHHSIM ITPOBHUX OO €KTIB, IO BUKOHYIOTh POJIb «KEpE 3ByKy». i Mpu3HauYeHHs
o0’extaM ayzio (haiiiB JJisi MPOTpaBaHHS BUKOPUCTOBYETHCS CIIEHAPIH, IPHU IIOMY
1HIL1aLlisl TPOrpaBaHHs MOKe BIJOYBATHUCS Yy 1HIIUX cUEHapisax. TakuM YyuHOM MOKHA
KOHTPOJIIOBATH SIKUM €JIEMEHT ay/lio Ta 3a SKUX yMOB OyJe mporpaBatucs. s BiaT-
BOPEHHS 3BYKY MOTpPiOHO J04aTH KOMIIOHEHT mpociyxoByBau (Audio Listener) mo
nepcoHaxa rpabis. CreHapii peanizailii mporpaBaHHs €JIEMEHTIB ayJli0 HaBEJICHI y
nonarkax B-T.

B3aemonis 3 npenMeramMu Ta NEBHUMH 00’ €KTaMH CEPEIOBUIIA TAKOXK BUKOHY-

€ThCS 3a JIONOMOTO0 crieHapiiB. CrieHapiii MOXKJIMBOCTI B3a€MOJIii € KOMIIOHEHTOM
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nepcoHa)ka TPaBIl, B TOH Yac SK CIEHapii pe3yibTaTy B3a€MOJii MPUCBOIOIOTHCS
00’ekTaM 3 SKUMHU BiIOyBaeThCs B3aeMofis. [Ipu migHATTI mpeaMera 3MIHIOIOTHCA
napaMeTpu WOTo TOJIOXKEHHS BiAMOBITHO IO TOJOBHOI KaMepH. TakuM YHMHOM, TOKH
00’ €KT 3HaXOAUTHCA «y PYII», BiH 30epirae CBOE MOJIOKEHHS BITHOCHO TIEpCOHaXa Ta
KaMepH IpH nepecyBanHi rpasii. CiieHapiil peanizallii B3aeMOJi1l 3 MpeAMEeTaMy Ha-
BEJEHO B JoaaTKy I.

B pesyabTaTi peanizariii mporpaMHoi 4aCTHHU OTPUMAHO JiarpaMy KJ1aciB (JIHB.
puc. 3.5). [liarpama BigoOpaxae iCHYIOUI KJIaCH MPOEKTY, 3MiHHI Ta METOIU KOXKHOTO
3 HHUX, a TAKOXK 1X BIJHOCHHHM 70 IHIIUX THMiB daHux (kommnoHeHTiB GameObject,
Transform, Tomo). /liarpama cTBOpeHa BHUKOPUCTOBYIOUM posmupenHs Codartis B
cepenoBuii Visual Studio. Jlanuit iHCTpyMEHT J03BOJISIE CTBOPIOBATH IHTEPAKTUBHY
Bi3yalti3ailito KoJly MpoeKTy BUKOpUcTOBYtouM ctanaaptu UML nns nmoGynoBu miar-

paM. [ToBHOpO3MipHY J1arpaMy HaBEICHO B IOJATKy €.

cracotte emotroter

G

(FOOX IO

[ O O O O O O O

SHC00000CC 0t
£L8

tcocoq +

o O L T X Y,

208

Pucynok 3.5 — Jliarpama kiaciB mpoeKTy
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3.2 CTBOpeHHs1 TPUBUMipPHOI rpadiku

[TonironanpHEe MOJIETIOBAHHS — I1JX17 CTBOPEHHS TPUBUMIPHUX 00’ €KTIB IILIS-
XOM ampoKCHUMaIlli BUTTISITY 1X MOBEpPXHI 3a TOMOMOTOI0 OaraTokyTHUKIB. [loBepxHs
00’€KTa CKIIAQIA€THCS 3 CITKUM TOYOK y TPUBUMIPHOMY MPOCTOPI, MO 3 €AHYIOTHCS Y
pebpa, a Ti B CBOIO Uepry, PopMyroTh OaraToKyTH1 TOBEPXHI — MOJIITOHHU.

Jliis BizyanbHOI CKJIamoBOi jonmatky oopano «low poly» crwmictuky, momeni
CKJIaJIAf0THCA 3 MajIoi KUIBKICTh TOJIITOHIB. JlaHu# 111X1] BOJHOYAC CIIPOIIYE TPOIIEC
MOJICJIFOBaHHS 00’ €KTIB Ta 3MEHIIIYE 3aTpaTy Ha PEHJEp — Bi3yali3alilo 00’ €KTIB Mij
yac poOoTu noaatky. OCKUIBKH TEMAaTUKOIO ITPOBOTO CepeoBUIla 00paHO meyepy,
TOMYy 00’€KTaMH MOJICJIIOBAHHS € PI3H1 Bapiallii KaMiHHs, BaJyHiB, KOPIHHA, MiHEpa-
JIiB, €IEMEHTIB POCIMHHOCTI, TOIIIO.

OcHoBy 00’€KTa CKJIajjae mpocTa reoMeTpudHa ¢irypa, hopma siKoi B pexumi
penaryBanHs (Edit mode) 3a momoMororw iHCTPYMEHTIB BUIABIIOBAHHS MOBEPXOHb
(Extrude), macmrabyBanns (Scale) ta nmepecyBanns (MOVe) 3MiHIOETBCS 10 OaXKaHO-

ro Burjsiny (aus. puc. 3.6) [8].

Pucynox 3.6 — Haganns 6a3oBoi popmu 06’ €kTy
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Jamni B pexkumi imtenns (Sculpt mode) incrpymentamu mamoBanss (Draw) Ta
snapkeHHs (Smooth), 3 yBiMkHeHOIO quHaMiuHOIO TomoJoriero (Dyntopo), o6’ekty
HaJaeThes OB TOYHA popma (auB. puc. 3.7).

JluHaMmiuHa TOMOJIOTIS — 11€ METOJ JAMHAMIYHOI Tecesiii (Mamoaia moBepXHi
Ha KOMIPKH) MIPH JIIUICHHI, 10 J0JAa€ Ta BUJAJSE TOYKHA CITKU Ha JHOTY, TOJI K 3BH-
yaliHe JIIUICHHS JIMIIe BIUIMBA€E Ha ICHYIouy ¢dopmy ciTku 00’ekta. Lleit Mmeton nmae

3MOTY BHJIITUTIOBATH CKJIaHI (popmu moBepXxoHb [9].

. o M
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Pucynok 3.7 — Hanauus ¢popmu 00’ €KTy B peKUMI JIIJICHHS

Jami g0 00’ekta momaeTbes Moaudikarop cuporenns (Decimate), mo ckopo-
Yy€e KUIbKICTh BEPLIMH/TPAHEH CITKM 3 MiHIMaJdbHUMU 3MiHamMu ¢opmu. CTAryBaHHS
(Collapse) — Bu cripoliieHHsI ITij] 4ac IKOT0 BEPIIUHU MOCTYIIOBO 3JMBAOTHCS, 30epi-

raroun (GopMy CITKH Ta IPOIOPIIif0 3arajbHOl KITLKOCTI rpaHeit (auB. puc. 3.8).
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Collapse Un-Subdivide Planar

Ratio 0.0204
Syrmmetny
Triangulate

Vertex Group 28

Face Count: 30

Pucynok 3.8 — Moaudikatop Decimate

Unity ta Blender BukoprcToBYIOTh OJMHHMIII BUMipIOBAaHHS METPHUYHOI CHCTE-
MU, TOMY PO3MIp 00’ €KTIB MPOCTIIIE MiAI0paTH s MacluTabyBaHHS BIJHOCHO 1HIIUX
Mozene. JlJis KoperyBaHHs IPOIOPIIiM Ta KyTiB HAXWIIy BUKOHYETHCS Oreparlisi 3a-
cTocyBaHHs MacmTaOy Ta oboepranus (Apply Rotation & Scale) y migmenro Object-
>Apply->Rotation & Scale. 3aBepiienuii 00’ ekt ekciopTyeThes y popmati .FBX 31

30epexeHHsM 3MiH Tpanchopmarii (Apply Transform) (aus. puc. 3.9).

Pucynok 3.9 — ®iHanbHUil BUTIIS KPUCTAIIYHOTO KIIACTEPY
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3.3 CTBOpeHHs 3BYKOBOIr0 0()OpMJIeHHA

3BYKOBE O(OPMIIEHHS IFPOBOr0 JOJATKy MOXE CKJIagaTHCs 3 (POHOBOIO My3H-
YHOT'O CYMpPOBOJY Ta 3BYKOBHUX €(DEeKTIB MEBHUX 00’ €KTIB Ta pe3yJbTaTy iX B3a€EMOJIII.
Bono noziniye atMmocdepy Ta 3aHypeHHs TPaBIlsl B irpOBUil MpoIec.

Jlnst GOHOBOT MY3MKH CTBOPEHO MPOCTY MEJIOJII0 32 JOMOMOTOI0 ITPOrpaMHOT0O

3aco0y FL Studio. [y ocHOBHOI Meo/1ii BUKOPUCTOBYIOTHCS CKIISIHI J3BOHHUKH, 3BYK

SAKHUX MOXKIUBO BiI[TBOpI/ITI/I 3a JOIIOMOI'OIO B6YIIOBaHOFO CHUHTC3aTOpa SytrUS (I[HB.

puc.3.10).

v {3 Sytrus (M

MAIN oP2 0P3 0P 0PS 0P FILTER1 I FILTER 2 FILTER 3

0.808 Hz 1.995@ X n

S

| pamp |

QQ

F

F

c3 C4 5 C6 cr

Pucynok 3.10 — BikHo cunTe3aTopa Sytrus

B mento Presets icnye naodip mapametpie Bell => Glass. [ani napamerpu no-
3BOJISIIOTH BIJITBOPUTH 3BYK, 110 HANOJIMIKYE CXOKHUI HA CKIISTHUIM TBOHUK.

["apMOHIUHUN OCHMIIATOP JO3BOJISIE€ 3MIHIOBATH aMIUTITYAy Ta BUIJISL 3BYKOBOI
XBWJI, 110 BIUIMBA€E HAa caMe 3By4yaHHs iHCTpyMeHTa. Y miameHto OSC rapMoHiuHi

BEJIMYMHM 3MIHIOIOTBCS U1 OTPUMaHHs 0a)kaHoro 3By4yaHHs (auB. puc. 3.11).
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Pucynox 3.11 — IM'apmoniuHuit ocumiarop y Sytrus

Piano roll € ocHOBHUM IHCTPYMEHTOM JIJIsi CTBOPEHHS Ta peJaryBaHHs IMTOCIi-
JOBHOCTEH HOT Ut MenoAil. (auB. puc. 3.12). JIoBKMHA HOTH PEIary€eThCsl pO3TATY-
BaHH:M 11 Kypcopom, abo komOinamiero knasimr Shift + Alt Ta BiamoBigHOIO CTPLIKOIO
BJIIBO 200 BIPABO I 3MiHU JIOBXKMHHU BHAUICHUX HOT Ha MOJIIKY, IO BIJMOBiAa€E

00paHOMY 3HAUYEHHIO TEMITY Y IPOEKTI.

[

Control

B AL

Pucynok 3.12 — Pegakrop nociaigosaocTti HOT (Piano roll)
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J1o OCHOBHOI MeJIOAIl A0JA€EThCS 3BYyYaHHs appu AJii PUTMIYHOI CKJIAI0OBOI 3a
noromororo posmmperas Sonatina Orchestra (mus. puc. 3.13). dane posmmpeHHs
MPOTOHY€E HAOIP PI3HOMAHITHUX BIPTYaJbHUX OPKECTPOBUX MY3MUYHHUX 1HCTPYMEHTIB
JUIs BUKOpHcTaHHs B mpoekTax FL Studio. [lns apdu cTBOpIOEThCS OKpeMa BiIOBII-

Ha MOCJIJOBHICTH HOT.

» {3 Sonatina Harp

y
aa
Vo~ 13

v‘ Y

VOL "-\ Sonatina Harp -

Pucynok 3.13 — Penakrop nocaigoBaocTi HOT (Piano roll)

[TanOopamyBaHHSI — Lie PO3NOJLT ay/ll0 CUTHAJIY Y HOBE JABYXKaHajbHE abo Oa-
raTokaHaJbHE 3BYKOBE ToJie. Po3moIisT Ha KaHaIM JO3BOJISIE OKPEMO PETyJIIOBaTH Ty-
YHICTh KOXKHOTO 1HCTPYMEHTY, a TaKOX HAIMPSIMOK ISl CTBOPEHHS OUIbIIT 00’ €MHOTO
3By4aHHs . Sonatina Orchestra ta Sytrus po3miniyroTbcss Ha OKpeMi KaHau 3a J0I0-

Moroto BikHa penakropa Channel rack (nus. puc. 3.14).

Pucynok 3.14 — Penaktop kanaiis (Channel rack)
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JI1s1 KOMIIOHOBKM MY3HUKH ITOCIIIOBHOCTI HOT PO3MIIIYIOTHCS Ha po0OOdy J0-
PIKKY, PETyJIIOIOThCS HAAIITyBaHHA TeMmy i rydHocti (muB. puc. 3.15). Kinnesuit
pe3yabTaT ekcnopTryerbes y dopmar MP3 uepes mento File => Export => MP3

file...

0:00:00" -

B¥iolin 1
Afintel
asells
Tbelis 12
bells 13
AHarp

3

a(ellol

Pucynok 3.15 — Pesynbrat, ronosHe Bikno FL Studio

3.4 KomnoHoBKka CIIeHHU

Bci enementu 30epiratoTbest y gepeBi mpoekTy. s Mojeneit, marepiais,
CIIEHapiiB, €IEMEHTIB ay/li0 Ta 1HIIMX KaTeropiii CTBOPEHO BiacHUi kaTayor. Eneme-
HTU MOJKHA TeperjsgaTi Ta po3MIIIATH Ha ClIeHY Oe3MmocepeIHbo 3 Opay3epa MpoeK-

Ty (nuB. puc. 3.16).
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Pucynox 3.16 — bpay3sep npoekty

EnemenTn 0TOYECHHS MarOTh KOMIOHEHT ciTKy-komanaep (Mesh Collider), mo
nyoioe GopMy camoro 00’€kTa, JJIsi KOPEKTHOTO BIJICTEKEHHS 31TKHEHHS 3 MEPCOo-
HaxxeM rpaBig. s mpocToTH pefaryBaHHs ITPOBUX 00’€KTIB ICHYE CIElIaIbHUN
BU/JI 30ipHUX 00’€kTiB (prefabs). Prefab no3Bosisie my06mtoBaT irpoBuii 00°€KT 3 yciMa
HOro KOMIIOHEHTaMu Ta napamerpamu. lIpu penaryBanH1 mapameTpiB, 3MIHH 3aCTO-
COBYIOTBCS JI0 BCIX IHIUX 00’ €KTIB IbOTO TUITY. BukopucToByroun Bapiarlii 00’ €KTiB,
CTBOpeHHX y cepenoBuil Blender, moctynoBo OyayeThcs OUIbIN TeTani30BaHe irpoBe

cepenosuiie (uB. puc. 3.17).

Pucynok 3.17 — IloOyaoBa irpoBoro cepeoBuiia
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Unity takoxx BoJojie BOyZOBaHUM iHCTPYMEHTOM CTBOpPEHHS aHimailii, Xod4 i
npocTimM y nopiBHsHHI 3 Blender. JlocTym 10 BikHa aHiMallil MOXIJIMBO OTPHMATH
yepe3 meno Window => Animation => Animation, kom0inariero kiasim Ctrl + 6
a00 MoBIMHMM HATUCKAHHAM Ha (aiin aHimarii y 6pay3epi npoekty. [HcTpymeHT 1o-
3BOJISIE CTBOPIOBATH aHIMaIlilO IrPOBHX 00’ €KTIB 3MIHIOIOUM TapaMETPHU iX KOMITOHE-
aty Transform (mus. puc. 3.18). Anpokcumarrist aHiMaIlii MiX KIFOYOBUMH KaJpaMu

CTBOPIOETHCSA aBTOMATHYHO.

Add Property

Pucynok 3.18 — 3anuc animarii y Unity

JIJist IPUCBOEHHS €JIEMEHTIB aHIMallli IrpOBUM 00’ €KTaM 3aCTOCOBYETHCS KOM-
noHeHT animarop (Animator) [10]. Bin BuMarae mocuiaHHsS Ha CHEMiaJbHUANH KOHT-

poxnep animamiii (Animator Controller) sxuit BuzHavae, ki aHiMaI[iiiHI KIiIH BUKO-
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PUCTOBYBATH, a TaAKOX KOHTPOJIIOE, KOJIH 1 K TepekimouaTucs Mix HuMma. CrieHapii
peaizarii aHiMarii BiTYMHEHHS POX01y HaBeAeH1 y nogarkax [[-E.

@DiHaJBHUM €TallioM € CTBOPEHHS 301pKH MPOEKTY — MoOya0Ba MPOTPAMHOTO
pIIIEHHS HAa OCHOBI MPOEKTY 3 penakTopa. JlocTyn 10 mapaMmerpiB BiIOyBa€eTbCs 4e-
pe3 mento File => Build Settings... ¥ pamkax pobotu BinOyBaeThcs 30ipKa MPOEKTY
JUT TICPCOHAJIBHUX KOMIT FOTEpIB, 3 omepalliiiHow cuctemoro WIindows apxiTekTypu

x86_64.
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BUCHOBKHA

VY xox1 BukoHaHHS KBajidikamiiiHoi poOoTH OakaiaBpa MPOBEEHI JOCIIIKEH-
HSl CydacHUX JDKEpes 3a TEMaTHKOI PO3pOOKH irpoBHIX JOMATKIB. 3a pe3yabTaTaMH
MIPOBEICHUX JOCITIKeHh CTBOPEHO 1H(OpMaIliiHe Ta mporpaMHe 3a0e3MeUeHHs ir-
POBOrO A0JATKy kaHpy “adventure” (memo-Bepciio) 3aco0aMu IHTETPOBAHOIO Cepe-
nosuima Unity. BukoHaHo OCHOBHI 3aBIaHHS JUTsl peati3ariii:

1. PeanizyBatu K€pyBaHHs IrPOBUM IEPCOHAKEM.

2. PeanizyBatu QyHKIIIi MOOYJOBM TPUBUMIPHUX 00’ €KTIB Ta CEPEIOBHUIIIA.

3. PeanizyBatu QyHkuii ayaio-opopmieHHs Ha (OHI.

[ToOymoBy TpuUBHUMIpHUX 00’€KTiB i irpoBoro cepenoBuina y “low poly”
CTHJIICTHUII BUKOHAHO 3a JOITOMOTOK0 IHCTPYMEHTApI0 mporpamMHoro 3aco0y Blender.
EnemenTn ayzaio-oopmiIeHHS CTBOPEHO 3a JOMOMOTOK MY3MYHOTO penaktopy FL

Studio.
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JOIATOK A
Cuenapiii peamizalii HOBOPOTy Kamepu

using UnityEngine;

public class PlayerCamera : MonoBehaviour

{

public float mouseSensitivity;
public Transform orientation;

float xRotation
float yRotation

of;
of;

void Start()
{

Cursor.lockState = CursorlLockMode.LlLocked;
Cursor.visible = false;

}
void Update()

float mouseX = Input.GetAxisRaw("Mouse X") * mouseSensitivity * Time.deltaTime;
float mouseY = Input.GetAxisRaw("Mouse Y") * mouseSensitivity * Time.deltaTime;

XRotation -= mouseY;
xRotation = Mathf.Clamp(xRotation, -90f, 90f);
yRotation += mouseX;

transform.rotation = Quaternion.Euler(xRotation, yRotation, 0);
orientation.rotation = Quaternion.Euler(@, yRotation, of);
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JNOJATOK B

Cuenapiii peanmi3allii mepecyBaHHs irpOBOTO MTEPCOHAKA

using UnityEngine;

public class PlayerMovement : MonoBehaviour
{

[Header("Movement")]

private float moveSpeed;

public float walkSpeed;

public float sprintSpeed;

public float groundDrag;

[Header("Jumping")]

public float jumpForce;
public float jumpCooldown;
public float airMultiplier;
bool readyToJump;

[Header("Crouching")]
public float crouchSpeed;
public float crouchYScale;
private float startYScale;

[Header("Keybinds")]

public KeyCode jumpKey = KeyCode.Space;

public KeyCode sprintKey = KeyCode.LeftShift;
public KeyCode crouchKey = KeyCode.LeftControl;
public KeyCode grappleKey = KeyCode.Mousel;

[Header("Ground Check")]
public float playerHeight;
public LayerMask whatIsGround;
bool grounded;

[Header("Slope Handling")]
public float maxSlopeAngle;
private RaycastHit slopeHit;
private bool exitingSlope;

[Header("Grappling")]

public float reelSpeed;

public LayerMask whatIsGrappleable;
public Transform gunTip, camera, player;
private LineRenderer 1lr;

private Vector3 grapplePoint;

private Vector3 currentGrapplePosition;
private float maxDistance = 20f;

private SpringJoint joint;

[Header("Orientation")]
public Transform orientation;

float horizontallInput;
float verticallnput;

Vector3 moveDirection;

Rigidbody rb;
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public MovementState state;
public enum MovementState

{
walking,
sprinting,
crouching,
grappling,
air
}
void Awake()
{
lr = GetComponent<LineRenderer>();
}
private void Start()
{
rb = GetComponent<Rigidbody>();
rb.freezeRotation = true;
readyToJump = true;
startYScale = transform.localScale.y;
}

private void Update()
{
// ground check
grounded = Physics.Raycast(transform.position, Vector3.down, playerHeight * ©.5f +
0.2f, whatIsGround);

MyInput();
SpeedControl();
StateHandler();

// handle drag
if (grounded)
rb.drag = groundDrag;

else
rb.drag = 0;

}
private void FixedUpdate()
{

MovePlayer();
}
void LateUpdate()
{

DrawRope();
}

private void MyInput()
{

horizontalInput = Input.GetAxisRaw("Horizontal");
verticalInput = Input.GetAxisRaw("Vertical");

// when to jump
if(Input.GetKey(jumpKey) && readyToJump && grounded)
{

readyToJump = false;

Jump () ;



Invoke(nameof (ResetJump), jumpCooldown);

}

// start crouch
if (Input.GetKeyDown(crouchKey))

{

GameObject.Find("PlayerObj").transform.localScale = new Vec-
tor3(transform.localScale.x, crouchYScale, transform.localScale.z);
rb.AddForce(Vector3.down * 5f, ForceMode.Impulse);

}

// stop crouch
if (Input.GetKeyUp(crouchKey))

{
GameObject.Find("PlayerObj").transform.localScale = new Vec-
tor3(transform.localScale.x, startYScale, transform.localScale.z);
}
// start grapple
if (Input.GetKeyDown(grappleKey))

{
StartGrapple();
//state = MovementState.grappling;
}
else if (Input.GetKeyUp(grappleKey))
{
StopGrapple();
}

}

private void StateHandler()
{
// Mode - Crouching
if (Input.GetKey(crouchKey))
{
state = MovementState.crouching;
moveSpeed = crouchSpeed;

}

// Mode - Sprinting
else if(grounded && Input.GetKey(sprintKey))
{

state = MovementState.sprinting;
moveSpeed = sprintSpeed;

}

// Mode - Walking
else if (grounded)

{
state = MovementState.walking;
moveSpeed = walkSpeed;

}

else if (Input.GetKey(grappleKey))

{
state = MovementState.grappling;
//moveSpeed = swingSpeed;

}

// Mode - Air

else

{

state = MovementState.air;

}
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}

private void MovePlayer()
{
// calculate movement direction
moveDirection = orientation.forward * verticalInput + orientation.right * horizon-
tallnput;

// on slope
if (OnSlope() && !exitingSlope)
{

rb.AddForce(GetSlopeMoveDirection() * moveSpeed * 20f, ForceMode.Force);

if (rb.velocity.y > 0)
rb.AddForce(Vector3.down * 80f, ForceMode.Force);

}

// on ground
else if(grounded)
rb.AddForce(moveDirection.normalized * moveSpeed * 10f, ForceMode.Force);

// in air
else if(!grounded)
rb.AddForce(moveDirection.normalized * moveSpeed * 10f * airMultiplier, Force-
Mode.Force);

// turn gravity off while on slope
rb.useGravity = !0OnSlope();

}
private void SpeedControl()
{
// limiting speed on slope
if (OnSlope() && !exitingSlope)
{
if (rb.velocity.magnitude > moveSpeed)
rb.velocity = rb.velocity.normalized * moveSpeed;
}
// limiting speed on ground or in air
else
{
Vector3 flatVel = new Vector3(rb.velocity.x, 0f, rb.velocity.z);
// limit velocity if needed
if (!grounded && flatVel.magnitude > moveSpeed)
{
Vector3 limitedVel = flatVel.normalized * moveSpeed;
rb.velocity = new Vector3(limitedVel.x, rb.velocity.y, limitedvel.z);
}
}
}
private void Jump()
{
exitingSlope = true;
// reset y velocity
rb.velocity = new Vector3(rb.velocity.x, @f, rb.velocity.z);
rb.AddForce(transform.up * jumpForce, ForceMode.Impulse);
}

private void ResetJump()

{
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}

readyToJump = true;

exitingSlope = false;

private bool OnSlope()

{

if(Physics.Raycast(transform.position, Vector3.down, out slopeHit, playerHeight *

0.5f + 0.3f))

float angle = Vector3.Angle(Vector3.up, slopeHit.normal);
return angle < maxSlopeAngle && angle != 0;

return false;

}
private Vector3 GetSlopeMoveDirection()
{
return Vector3.ProjectOnPlane(moveDirection, slopeHit.normal).normalized;
}
void StartGrapple()
{
RaycastHit hit;
if (Physics.Raycast(camera.position, camera.forward, out hit, maxDistance, whatIs-
Grappleable))
{
grapplePoint = hit.point;
joint = player.gameObject.AddComponent<SpringJoint>();
joint.autoConfigureConnectedAnchor = false;
joint.connectedAnchor = grapplePoint;
float distanceFromPoint = Vector3.Distance(player.position, grapplePoint);
//The distance grapple will try to keep from grapple point.
joint.maxDistance = distanceFromPoint * 0.2f;
joint.minDistance = distanceFromPoint * 0.1f;
//Adjust these values to fit your game.
joint.spring = 1.5f;
joint.damper = 5f;
joint.massScale = 4.5f;
lr.positionCount = 2;
currentGrapplePosition = gunTip.position;
Vector3 grappleDirection = (gunTip.position - transform.position).normalized;
rb.AddForce(orientation.forward * reelSpeed * 10f, ForceMode.Force);
}
void StopGrapple()
{
lr.positionCount = 0;
Destroy(joint);
}

void DrawRope()

{

//If not grappling, don't draw rope
if (!joint) return;
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currentGrapplePosition = Vector3.Lerp(currentGrapplePosition, grapplePoint,
Time.deltaTime * 8f);

lr.SetPosition(@®, gunTip.position);
1lr.SetPosition(1, currentGrapplePosition);

}

public bool IsGrappling()

¢ return joint != null;

}

public Vector3 GetGrapplePoint()
¢ return grapplePoint;

}

50



JTOJATOK B

Kiac myist xapakTepucTHKH €JIEMEHTIB ayaio

using UnityEngine;

[System.Serializable]

public class Sound

{
public string name;
public AudioClip clip;
[Range (of, 1f)]
public float volume;
[Range(0.1f, 3f)]
public float pitch;
public bool loop;

[HideInInspector]
public AudioSource source;

o1



JTOJATOK I'

Cuenapiii peaiizalii mporpaBaHHs €JIEMEHTIB ayIio
using UnityEngine;
using System;
public class AudioManager : MonoBehaviour
{
public Sound[] sounds;

void Awake()

foreach(Sound s in sounds)

{
s.source = gameObject.AddComponent<AudioSource>();
s.source.clip = s.clip;
s.source.volume = s.volume;
s.source.pitch = s.pitch;
s.source.loop = s.loop;
}
}
void Start()
{
Play("Chamberi");
}
public void Play(string name)
{
Sound s = Array.Find(sounds, sound => sound.name == name);
s.source.Play();
}

52



JTOJATOK I

53

Cuenapiii peami3allii B3a€MOIii rpaBIls 3 mpeaMeTaMu (TIiaOupaHHs Ta OTJIs)

using UnityEngine;
using UnityEngine.EventSystems;

public class PickUpItem : MonoBehaviour, IDragHandler

{

public bool isEquipped;

public bool isInspected;

public static bool slotFull;

public float pickUpRange;

public Transform playerPosition, itemPosition, inspectPosition;
public GameObject player, camera;

protected Vector3 lastFramePos;

private void Update()

{
//Check if player is in range and pick up button is pressed
Vector3 distanceToPlayer = playerPosition.position - transform.position;
if (!isEquipped && distanceToPlayer.magnitude <= pickUpRange && In-

put.GetKeyDown(KeyCode.E) && !slotFull) PickUp();

//Drop if equipped and drop button is pressed
if (isEquipped && Input.GetKeyDown(KeyCode.Q)) Drop();

//Check if player pressed inspect button
if (isEquipped && !isInspected && Input.GetKeyDown(KeyCode.F)) Inspect();

//Check if player pressed inspect button again
if (isEquipped && isInspected && Input.GetKeyDown(KeyCode.E)) ExitInspect();

//Rotate item if being inspected
if (isEquipped && isInspected && Input.GetMouseButtonDown(©)) lastFramePos =

put.mousePosition;

if (isEquipped && isInspected && Input.GetMouseButton(©)) RotateItem();

}

private void PickUp()

{
isEquipped = true;
slotFull = true;
GetComponent<MeshCollider>().enabled = false;
GetComponent<Rigidbody>().useGravity = false;
GetComponent<Rigidbody>().isKinematic = true;
this.transform.position = itemPosition.position;
this.transform.parent = GameObject.Find("Main Camera").transform;

}

private void Drop()

{
isEquipped = false;
slotFull = false;

GetComponent<MeshCollider>().enabled = true;
GetComponent<Rigidbody>().useGravity = true;
GetComponent<Rigidbody>().isKinematic = false;

//Set parent to null
transform.SetParent(null);

In-



}

private void Inspect()

{

}

isInspected = true;

this.transform.position = inspectPosition.position;
this.transform.rotation = new Quaternion(@, 0, 9, 9);
player.GetComponent<PlayerMovement>().enabled = false;
camera.GetComponent<PlayerCamera>().enabled = false;
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

private void RotateItem()

{

}

var delta = Input.mousePosition - lastFramePos;
lastFramePos = Input.mousePosition;
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var axis = Quaternion.AngleAxis(-90f, Vector3.forward) * delta;
transform.rotation = Quaternion.AngleAxis(delta.magnitude * 0.1f, axis) * trans-
form.rotation;

private void ExitInspect()

{

}

isInspected = false;

this.transform.position = itemPosition.position;
this.transform.rotation = new Quaternion(@, 0, 0, 0);
player.GetComponent<PlayerMovement>().enabled = true;
camera.GetComponent<PlayerCamera>().enabled = true;
Cursor.lockState = CursorLockMode.LlLocked;
Cursor.visible = false;

public void OnDrag(PointerEventData eventData)

{
}

inspectPosition.eulerAngles = new Vector3(-eventData.delta.y,

-eventData.delta.x);
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JIOJIATOK ]I

Cuenapiii pearizariii B3a€MOJii TPaBIsd 3 €JIeMEHTAMU OTOYCHHS (BITYMHCHHS

MIPOXO/TY 3a HAABHOCTI KJIIOYa)

using UnityEngine;

public class PlayerInteract : MonoBehaviour

{
public float interactionDistance;
Camera cam;
void Start()
{
cam = Camera.main;
}
void Update()
{
Ray ray = cam.ScreenPointToRay(new Vector3(Screen.width / 2f, Screen.height / 2f,
0f));
RaycastHit hit;
bool successfulHit = false;
if (Physics.Raycast(ray, out hit, interactionDistance))
{
Interactable interactable = hit.collider.GetComponent<Interactable>();
if (interactable != null)
{
HandleInteraction(interactable);
successfulHit = true;
}
}
}
void HandleInteraction(Interactable interactable)
{
KeyCode key = KeyCode.Mouse®;
if (Input.GetKeyDown(key))
{
interactable.Interact();
}
}



JOAATOK E
Cuenapiii peamizarliii peakirii 00’ €KTy Ha Jit0 TPaBIl (BITYHHEHHS TPOXOTY)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Door : Interactable
{
[SerializeField]
private GameObject doorWithKeyModel;
[SerializeField]
private GameObject doorModel;
[SerializeField]
private GameObject key;
[SerializeField]
private GameObject playerCam;
[SerializeField]
public bool isInteracted;
public override void Interact()

{
if (!isInteracted && key.transform.IsChildOf(playerCam.transform))
{
isInteracted = true;
doorWithKeyModel.SetActive(true);
Destroy(doorModel);
Destroy(key);
doorWithKeyModel.GetComponent<Animator>().Play("DoorOpenAnim");
}
}
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