MIHICTEPCTBO OCBITHU I HAYKH YKPATHU

CymcbKui Jep:KaBHUM YHiBepCUTET
LlenTp 3204HOI, AUCTAHIIIHOT Ta BEUipHBOT (JOPM HaBUAHHS
Kadenpa koM roTepHux HayK

«J10 3axuCTy JTOMYIIECHO
B.o. 3aBimyBaua xadenpu

Irop IEJIEXOB

(miarmuc)

11 rpynns 2023 p.

KBAJII®IKAIIAHA POBOTA

HAa 3100yTTS OCBITHBOI'O CTYIICHSI MAricTP

31 cnenianbHOCTI 122 - KoM’ roTepHUX HayK,

oCBITHBO-TIpodeciitHoi mporpamu «IHdopmaTrKa»

Ha Temy: «lHdopmariiiiHa TEXHOJOTIS MPOEKTYBAaHHA MEPENKEBOTO IFPOBOTO
MPOTPAMHOT0 3a0€3MEUCHHS»

3no0yBaua rpynu [H.m3-21¢ Cusuk Anini AHaTomiiBHI

Ksanidikamiitna po6ota MiCTUTh pe3ybTaTH BIACHUX JOCIIKeHb. BukopucTanHus
171Ied, pe3yabTaTiB 1 TEKCTIB IHIIUX aBTOPIB MAlOTh MOCHJIAHHS Ha BIJTIOBIIHE
JUKEPEIIO.

Anina CU3UK

(i mmc)

KepiBHuk, Irop LIEJIEXOB
B.o. 3aBigyBaua kadenpu
KaHJIMJAT TEXHIYHUX HaYK/KaHIUIaT

(migrmuc)

Cymu — 2023



CyMcbKHii 1ep;KaBHUM YHiBepCUTET
LlenTp 32049HO1, TUCTAHIIITHOI Ta Be4ipHHOI (HOpPM HABUAHHS
Kadenpa koM’ roTepHIX HayK
«3aTBEPIKYIO»
B.o. 3aBigyBaua xadeapu
Irop LHEJIEXOB

(mimuc)

THIUBITY AJIBHE 3ABJIAHHSI HA KBAJII®IKAIIMHY POBOTY

Ha 3100yTTH OCBITHHOIO CTYNEHsl MaricTpa
31 cnenianpHOCTI 122 - KoM toTepHUX HayK, OCBITHBO-TIpOdeciitHoi mporpamu «IHpopmaTika
3no0yBava rpynu [H.m3-21¢ Cusuk AmiHi AHaTomiBHI
1. Tema pobGotu: «IHpopMamiiiHa TEXHOIOTISI TPOSKTYBAHHS MEPEKEBOTO iIrPOBOTO MPOTPAMHOTO
3a0€3ICUCHHS
3arBepakyto HakazoM o CymlV Bin _«20» aucmonada 2023 p. Ne 1308-VI
2. Tepmin 31a4i 3700yBaueM kBanidikaiiitnoi podotu do 14 epyousa 2023 poky

3. BxinHi nani 10 kBajidikamiiHoi poooTH
4. 3MicT pO3paxyHKOBO-TIOSICHIOBAJILHOT 3aIUCKH (TIEPENiK MUTaHb, IO X HAIEKHUTH PO3POOUTH)
1) Awuaniz ma pozpobra xomyenuii epu. 2) Ipoexmyeannsa izposoi cucmemu. 3) Ilpocpamna

peanizauis izpoeoi cucmemu. 4) Tecmyeanuns izpogoi cucmemu.
5. Ilepenik rpadgiunoro marepiany (3 TOUHUM 3a3HAYEHHSIM 000B’A3KOBHUX KPECIICHB)

6. KoncynpTantu 10 npoekty (poboTH), i3 3HaU€HHSIM PO3/ILTIB IIPOEKTY, 1110 CTOCYETHCS iX

) Ilignuc, nata
Poznin Koncynbrant -
3aBgaHHs BUIAB 3aBaaHHs IPUIAHSB
7. Jlata Bua4i 3aBJaHHS « » 20 p.
3aBiaHHA NPUIHSB 10 BUKOHAHHS KepiBHuk
(minmc) - (mimuc)
KAJIEHJIAPHUU IIJIAH
0 Tepwmi
N Hasga eraniB kBarni¢ikamniiinoi po6otu cPMIH [IpumiTtka
/1 BUKOHAHHS
1 Anani 25.09.2023
Haniz ma po3pooKa KoHyenyii epu
2 7 . . 29.09.2023
[poekmyeans iepogoi cucmemu
3 7 S . 25.10.2023
[pocpamna peanizayis iepogoi cucmemu
4 T . . 15.11.2023
ecmy8aHHsi i2po6oi cucmemu
S Ogopmnenns noscH0OBANLHOL 3aNUCKU 00 K8ANIDIKaAYItiHOT 25.11.2023
pobomu
3100yBay BHINOI OCBITH KepiBHuk

(mignuc) (mignuc)



AHOTANIA

3anucka: 58 crop., 31 puc., 3 nogatkis, 20 mKepen.

OOrpyHTYBaHHSI AKTYaJbHOCTI TeMH POOOTH — BEJIMKUN MOTEHIAT
BUKOPHUCTAaHHA TreiMidikamiifHoro miaxoxy Yy pi3HuX cdepax mnpodeciitHoi

JISTTBHOCT1 3yMOBJIIOE aKTyaJIbHICTh POOOTH.

O0'exT HOCHITKEHHS — IIPOLIECH MTPOEKTYBAHHS Cy4aCHOI IrPOBOI CUCTEMU

IIpeamer nmociaigkeHHsi — MOJEl, METOAU Ta 3acoOu iHGOpMaIIiHOL

TEXHOJIOT1i MPOEKTYBAHHS CY4aCHOI IrPOBOi CHUCTEMHU.

Meta po6oTM — JOCHIIKEHHS TEXHOJIOT1l TNPOEKTYBAHHS MEPEXKEBOIO
IrpOBOTO TPOrPaMHOro 3a0e3MedyeHHs Ta ii BHUKOPUCTAHHA JUIsl PO3pPOOKH

MEpEXXEeBOT0 IIyTepa Bij Mepiioi ocoou

Pesyabtatu — Ilpu Hanucanui pobotu Oynu mociipkeHi iHdopmariiiiHi
TEXHOJIOT1i TMPOEKTYBaHHS MEPEKEBOTO IFPOBOTO MPOTPaMHOro 3a0e3MeUYeHHs
CIUpPAIYNCh HAa Kl BU3HAYEHI €Tald BUPOOHHMIITBA T'PU Ta 3aCTOCOBAHI IS
CTBOPEHHSI MEPEKEBOTO IIyTepa BiJl Mepiioi 0coOu: BiJl po3pOOKU KOHIISMIIIT 110
MOCTBUPOOHUIITBA, IO BIJAMOBIIA€ CydacHi iHQoOpMaIliiHIi  TEXHOJIOTIl

MIPOCKTYBAHHS MEPEKEBOTO ITPOBOTO MPOTPAMHOTO 3a0€3MeYCHHSI.

IT'POBUI PYILIHN, KJIIEHT-CEPBEP, KOHLIEILIIS I'PU, MEPEXXEBUI
LIYTEP, IIOPTPET I'PABLIA,
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BCTYIl

OOrpyHTyBaHHS BUOOPY TeMH POOOTH, ii AKTYaJIBHOCTI.

Po3po0ka koMt 10TepHUX irop cTae Bce OUThI MpuOyTKoBOKO. [lanaemis,
CIpUYMHUJIA BEJIUKI 30MTKM OaraTbOM 1HAYCTPISIM CBITY, 1 BOHH JOCI
HaMararoThCs OTOBTaTHUCS, alie cepa irpoBoi iHAYCTpIi 3a el Jac 3pocia i
MIPOJIOBXKYE 3pOCTaTH, ii 0oOCAT y CBITI Ha JaHUM MOMEHT ckjanae 2187
MUIbSIPJIA 10J1apiB, a 3a mporHo3amu Ha 2027 pik mae ckiacTu 521 MUIbSp/iB
nonapiB. CHIA. IrpoBa cpepa y mopiBHSIHHI, 3 KIHO Ta CHOPTUBHOO 1HTYCTPIEIO
3HaYHO OlIbIlIa TOMY HE AWBHO 10 Oarato IT-kommadiil mpaifoTh y I
rany3i. Cnuparouuch Ha U(ppU MOKHA CTBEPKYBATH, 110 IrpOBa 1HAYCTPIS €
oguuM 3 pywliB IT ramysi. Takoxx cymyTHIM pO3BUTOK 3aBASKH il OTpUMAaH
TaKi raixy3i, ik KIOepcropT Ta pUHOK BIpTyaJIbHUX pedei(0nokyeiin). biokueitn
B IrPOBIM 1HAYCTPIl Ja€ reiiMepaM 3MOT'y TOPryBaTH IrPOBUMH aKTMBaMU Ha
OnmokuelH-01pkax, Takux sik Bazaar Marketplace ta Binance NFT market.
[Iporunosyetbes, 1mo 10 2030 poKy oOcsAr CBITOBOTO PUHKY OJOKYEHHY B irpax
nocsarue npubauzno 301,53 mupa gon. CHIA. KinbkicTh misigadiB Mmija vac
TpaHCHAlil KibepcmopTuBHOTO uemmioHaTy cBity 3 League of Legends,
CIIBCTaBHA 3 ayJIUTOPIEIO [JIsA/1a4iB YEMITIOHATY CBITY 1O (yTOOMY.

Buxonsum 3 BuiieHaBeieHuX 1udp CMUIMBO MOXHA CTBEP/KYBATH, 110
irpoBa iHaycTpis € pymriem IT ramysi.

Buznauenns npeamera ta 00’ €KTa JOCIIKCHHS.

Mera i 3aBIaHHSl JOCJII:KeHHSI BIANOBIIHO 10 mpeaMmera Ta 00’€KTa
JOCJII’KEeHHS.

Mera pobGotu —  pgociipkeHHS  1HGOPMAIIMHMX  TEXHOJOTIM
MIPOEKTYBAaHHSI MEPEKEBOTO ITPOBOTO MPOTrpaMHOTO 3abe3nedeHHs. Ha ocHOBI
JOCJII)KEHUX TEXHOJIOT1M CTBOPUTH MEPEKEBY T'PY.

OcHOBHI 3a/1a4i, 5IK1 MOTPIOHO BUKOHATU y XOJ11 BUKOHAHHS pOOOTH:

— MPOBECTH aHAJ3 Ta PO3POOUTH KOHIEMIIO TPH;

— IIPOBECTHU MIATOTOBKY Y BUPOOHHUIITBI TPH;

— 31MCHUTH PO3POOKY Ta CKOMITLIIOBATH pOOOUY MOJAEIb TpH;



— OTPHUMABIIMA 3BOPOTHIN 3B’S30K BiJ TPaBIiB, BUIPABUTH MOXKIIMBI
MOMUJIKY Ta BUIIYCTUTH HOBUU PeJli3.

MeTtoau X0CIisKeHHS.

MeToau mpoeEKTYBaHHS KIII€EHT-CEPBEPHUX IOJATKIB, METOAU TpadivyHOTO
MPOEKTYBAHHS, METOIM 3a0€3MEeUEHHsI MEPEKEBOI B3a€MOJI11, METOAM TECTYBaHHS
POrpamMHOro 3a0e3MeyeHHs

HaykoBa HOBH3HA OTPUMAaHUX pe3yJbTaTiB.

B poboti 3ampornoHOBaHO KOMIUIEKC 1H(OpPMAIIHHUX, AITOPUTMIYHUX 1
porpaMHUX 3aco0iB 1HQOPMALIKHOI TEXHOJOTIi MPOEKTYBAHHS MEPEKEBOrO
IrPOBOr0 MPOrpaMHOro 3a0E3MEUEeHHS Ta 3aCTOCYBAHHIO iX JJI1 CTBOPEHHS
MEPEXKEBOI I'PHU.

Crpykrypa Ta 00csar podooru.

[TosicHIOBaNIbHA 3allMCKa CKIATAEThCS 31 BCTYIY, 4 pO3/AUIB, BUCHOBKIB,
CIIUCKY BUKOPHCTAHHUX JIKepell. 3aradbHui 00csr poboTH — 73 CTOPIHKH, Y TOMY
yuciai 70 CTOpIHOK OCHOBHOIO TEKCTY, 2 CTOPIHKM CIUCKY BUKOPUCTAHUX JKEPEN 3

18 myHKTIB, 59 pUCYHKIB.
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1 MIPOBEJJEHHSA AHAJII3Y TA PO3POBKA KOHIEMNIII I'PU

Po3po6ku KOHIIEMIIi1, CKIaJa€ThC 3:
® BHU3HAYCHHS I1ILOBOI ayIUTOPII,
® BU3HAYCHHS JKaHPY,
® CTBOPEHHS MPHUOIN3HOTO CIOXKETY,
1.1 HiasoBa ayaurTopist
BusnaueHHs HiIbOBOT ayIUTOPIl CKIa1a€ThCs 3 HACTYTHUX €TarliB:
1) Bu3HaueHHs CTaTUCTUKH MOMYJISPHUX MPOAAXKIB
2) @®opMyBaHHs MOPTPETA IPaBII
1.1.1 Bu3HayeHHS MONMYJISPHUX MPOAAKIB HA OCHOBI CTATUCTUYHMX
TAHUX:
CBITOBI TEHIE€HIIII IrPOBOT 1HIAYCTPII:
Google 1 Newzoo MOCTIHHO MPOBOISATH JOCTIIKEHHS BIJHOCHO PO3BUTKY
irpoBoi 1HaycTpii. L1 qocmikeHHs MPOBOAATHCS AJIE YOTHPHbOX PETIOHIB Ta 16

KpaiH, cepell AKUX € YKpaiHa.

Global games market forecast toward 2024

2019 2020 2021F ——

Pucynok 1.1 — Pe3ynbraTu aHasizy CBITOBOTO PUHKY 1TOp

[Tpu ananizi giarpamu (Puc. 1.1) BuaHo, mo y 2020 potii cCBITOBUN pUHOK 1T0p

3pic Ha 23,1%. 3a ocTaHHE NECATWIITTS 1€ HAWBHUINUN MOKA3HHUK. TakKoX JIETKO


https://games.withgoogle.com/reports/
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MIOMITUTH 3pOCTaHHS CBITOBOI Taiy31 po3poOku irop 1 10 2024 poKy BOHA JOCSITHE
218,7 minbsipan 1onapis.

3rigHo pocaimkeHHsIM Google PUCYHOK BiJICOTKOBE pO3MOIJICHHS TPaBIIiB
10 perioHaM BUIIS A€ HACTYITHUM YHHOM:

€Bpomna — 14%,

bnusbkuii Cxin ta Appuka — 15%,

Jlarunceka Amepuka — 10%,

[TiBHiuHa Amepuka — 7%.

Agilicbko-TuxookeaHchbkuil perion — 54%.

2021 global players per region with year-over-year growth rates
Middle East & Africa
Europe

2021 total

Latin America

Morth America |

Pucynok 1.2 - Po3nofiiyieHHsI TpaBIliB M0 perioHam

Hogi TenentIii Ha CBITOBOMY irpOBOMY PHHKY:

* IlosBa irop sk coriaibHUX MJIATPOPM Ta METABCECBITY.

* ToToBHICTH MacIITaOHOT ayIUTOPIT TUIATUTH 3a MiJMUCKU Ha ITPH.

* IlonynsipHICTH CTPUMIHTY SIK (POPMU COLIIAIBHOTO 3aJTyYEHHS.

* Ilepexina 10 MyabTUIIAT(HOPMEHHOCTI, KOJIM KOHTEHT HE TIOB’ I3aHUM 3 OJIHIEI0
w1aTHopMoIO.

* [lIBuauie BIpoBaKEHHS XMap.

* 3menmenHs BuTpar Ha [IK i koHCOM Ha 6araTboX pUHKaX.

* 3arpuMKu B po3po0Ili, 110 BIUIMHYIN Ha PIBEHb MPOMO3HUIIIT irop.
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BpaxoByroun Te, 1110 TEHACHIIIT IrPOBUX PUHKIB — CBITOBOTO Ta YKPaiHCHKOTO
B 0aratpb0x MO3MIIsX 30iraloThCsi, TO MOXXHA CTBOPUTH TPY Ui YKPAiHCHKOTO
IrPOBOTO PHUHKY, SIKMM € HabaraTo 3pO3yMUIIIIMM 3 TOYKH 30py PO3POOHHKA IS
3aIyCKy CTApTOBOTO MPOEKTY. Y TOMAJBIIOMY TPy MOTPIOHO BIOCKOHAIUTH 1
ajantyBaTu abo it MacoBOTrO A3iiichko-THXOOKEaHCHKHM perioHy, abo He TaKUX
MacoBHX ajie OaraTmmx puHKiB €Bponu Ta [1iBHIYHOT AMEPUKH.

1.1.2 ®opmyBaHHSs NOPTPETA IPaBLA:

[Ipu dopMyBaHHI MOPTPETY TpaBIsl JAETHCS BIAMOBIAI HAa MUTaHHS MPO:
JIOKallilo, CTarh, BIK, COIlAJbHUM cTaryc, sIBHI ab0 He SBHI «0Om1»,
MJIaTOCIPOMOXKHICTb.

IrpoBuit puHok B YkpaiHi

CratuctuyHl JaHl MO YKpAaiHCBKOMY pHUHKY 1rop THPOBOAUIIUCA 10
MOBHOMACIIITAOHOTO BTOPrHeHHS B YKpainy. Ha manuii MOMEHT irpoBUii pHHOK B
VYkpaini 3Ha4HO TPOCIB.

NielsenlQ Ha 3amoBnenHss Wargaming A0 MOBHOMAacCIITaOHOTO BTOPTHEHHS
MPOBOAMIIA B YKpaiHi JOCIIKEHHS TPaBIIiB BiJieo/KoMI'toTepHUX irop. Ha ocHoOBI
JOCITIKEHHS MOYKHA CKJIACTH MOPTPET CePETHROCTATUCTUYHOTO IPaBIlsd B YKpaiHi

Miarpama miepmroi IMSATIPKHA  HAWMOMYJIAPHIIKMX irop B YKpaiHi (pwc.

3.1)PucyHok Mae HACTYIHHM BUTJISI:

B anvce

World of Tanks, Fifa20/21, Minecraft, GTA, Counter-Strike - Ton
5 Han6inbwWw nonynsapHUx Bigeoirop

L3

i“l¥l¥lnt~=}=t~

Pucynok 1.3 - HalimonynspHuimi irpu B YkpaiHi


https://mind.ua/publications/20222353-igrova-industriya-v-cifrah-skilki-ukrayinci-vitrachayut-na-videoigri
https://mind.ua/publications/20222353-igrova-industriya-v-cifrah-skilki-ukrayinci-vitrachayut-na-videoigri
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Haii6inpin mommpennmu irpamu cepen MemkanmiB Ykpaiau € World of

Tanks, Fifa20/21, Minecraft, GTA, Counter-Strike.

MEanrce

Mpodinb rpaBuiB y Bigeoirpu

— 65% 35%

YONosiKu

Posnoain
3a XusyTe B

crarmo

He maioTb napTHepa

7310

Maiote oaHy abo pexinbka auulnx
CepenHif BiX rpasuie y Bineoirpu

31 pik 3,4
+ CepeaHs KinbKicTb noaei 8 AOMOrocnoAapeTsi rpasuis

Pucynok 1.4 — XapakrepucTuku rpaBLiB

3 miarpamu (puc. 1.4) BUHO, 10 cepeHii Bik rpasiig B Ykpaini 31 pik i1 70%

3 HUX MAlOTh BHIILY OCBITY 1 OUIBIIICTh )KUBYTh Y LLTIOOL.

Hagiwo yKpaiHUui rpaloTb y Bigeoirpu?

} ’ ’ Po3cnabuTtucho,

3rasiTi vac,
BiAKMIOYUTUCDH Bif
peanbHOCTI -
KNno4oBi noTpebu
rpv y Bigeoirpu

Pucynok 1.5 — KitouoBi notpebu rpu y Biaeoirpu
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S0 B3SITH OUIBIIICTD, a 1€ JIFOAHU BIKOM 31 PiK TO BOHU «3aHYPIOIOTHCS B

irpu, MO0 BIIKIIOUUATUCS B peanbHOCTI (puc. 1.5).

B anyce

AKi NPUCTPOi BOHM BUKOPUCTOBYIOTb ANA rpu?

BOﬂOﬂI‘NHR TQ BUKOPHUCTAOHHA
npUCTPOIB ANg rpu,s

Bonoghore ®p@aoTe Gac 8 Uacy #PMOTL HAHACTILE

BHUKOPHUCTAHHSA 1P
X, XTO BHUKOPM

[naHK No NOKYNUYI KOHCONEH HOBOro
MOKONIHHA, %

MnaHm Mo OHOBAGHHIO NPUCTPOIB ANS
roum,9

hd
b 4
A 4

Mnanwer Ta komn'iorep/
HOYTEYK - HaM6inbLW
nonynsipHi NnpucTpoi
Ana sipeoirop.

IrpoBy KOHCOMNb MaloTh
3i310 rpaBuie, a
HanuvacTriwe
BMKOPUCTOBYIOTb AN
irop1is10.

Pucynok 1.6 — AHaii3 irpoBUX NpUcTpoOiB

Tpu 3 necsiT pecoHACHTIB MatoTh irpoBi koHcoui (PlayStation 1 Xbox), a

JUIsl TPU BHUKOPUCTOBYIOTH TUIBKM OJIMH. BINBIIICTH Tpa€ Ha IUTAHIIETAaX Ta

KOMIT 10Tepax/HoyTOykax (puc. 1.6).

ol

6 i3 10 rpaBuiB nig Yac naHpemii cTanu rpaTtv y Bigeoirpm yacriwe
BinbwicTb rpae 1-3 roanHU Ha AeHb y ByaHi Ta 40 6 roauH Ha AeHb Y BUXIHI

Yacrora rpu y Bigeoirpy nig 4ac
naxgemii, % BUX,

Yac, BUTRPaYeHM Ha irpy 8 6yaHi Ta

lodum na dews

) 4,4

CepefHA KinNbKicTb
pasis rpuy Bineoirpu
Ha TWXXAEHb.

2,5

CepenHa KinbKicTb
rOAUH, BUTPaYEeHUX Ha
Bineoirpw 8 ByaHi.

3,9

CepeaHs KinbKIiCTb
rogviH, BUTpayeHux Ha
BIAEOIrpu Y BUXIAHI.

Pucynok 1.7 — AHani3 yacy, 10 BUTPaya€eThCsl HA IrpU
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bnusbko 1-3 y Oyani Ta 6 TOAMH Y BUXIAHI YKpaiHIll MOXYTh «IIPHUCBSITUTH
irpam. lle mocuTh BeNUKMII TOKAa3HUK, SKIIO BpaxyBaTH Te€, L0 OUIBIIICTh

PECIIOH/ICHTIB IPaIlIOI0Th 1 MatoTh ¢iM’1 (Puc. 1.7).

CKiNnbKu BUTpPa4aloTb Ha Bigeoirpu?

3MiHa BUTPAT HO 1 NiQ Yac naKaemii,
Tunum irop, % s dids aac oIty
3 310 rpasuise

nNaTaTh 3a iF[JM.

Cepep THX, XT0
NNaTUTHb 3a irpw,
BMTPaTU CTaHOBNATb
250-500 rpuseHb Ha
Mmicsaub.

3 310 rpasuis, Wo
nnaTtaTth 3a
Bigeoirpu, sigMiTunn
3pOoCTaHHA BUTpaT
nia Yac naHaemii

Pucynok 1.8 — Anaii3 piHaHCOBUX BUTpAT Ha ITPH

Bix 2500 rpH momicsiuHO BHUTpayaroTh Ha irpu 9% rpaBuiB, BOHU a0o
OIUIaYYIOTh MIAMKUCKY, a00 pa30BO KYIYIOTh IPOAYKT. 46% IpaBIliB, KOPUCTYIOTHCS
maTHuMH cepBicamu, 31% crap matutu Ouneiie, a 13% — menmre. Biabmiicts

onutanux (61u3bK0 73%) BUKOPUCTOBYIOTH Oe3koToBHI irpu (Puc. 1.8).

flki >xaHpwm irop HannonynapHiWi?

kE

Hainbinbw nonynapHUMM cepen rpasuUiB € Taki XaHpM AK
Puzzle, Vehicle shooter, Shooter, Simulation. Strategy,
Action & Adventure € ckopilie penepTyapHUMK XXaHpaMu

Pucynok 1.9 — Anani3 nonyasspHOCTI IrpOBUX YKaHPIB
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Haituacrime ykpainii obuparoTh irpu Takux >kaHpiB sik: Puzzle, Vehicle

shooter, Shooter, Simulation i Strategy (puc. 1.9)

T TS

CKiNbKU BUTPaYaloTb Ha Pi3Hi XXaHpU?

Vehicle Shooter Ta Sport - Han6inbw

nonynapHi XXaHpw Bigeoirop, Ha aKi
HacTraTpast s Ak SHTRHOIOTEIHG rpaBuUi BUTPa4aloTb KOLWTH, NpoTe
PIZHOMQOHITHI XXQHPW BIREOIrop * e

HaMBMLll BUTpaTK B XXaHpax RPG,

Sandbox, Fighting.

4% 49

242 axn . 286 l 263 I 233 I 259
342 A
433 391 434
EN
A 617
Ny
“

329 o 315 343 205

CepeaHi BATPATH HA MICSUb, IPOH A

Pucynok 1.10 - AHani3 ¢iHaHCOBUX BUTPAT HA IrpU MIEBHOTO KaHPY

Ha#iGinp1mn nomysisipHi skaHpH 1rop Ha K1 BUTPAYAOTh KOIITH 32 MICSIh — 1€
Vehicle shooter (242rpu) ta Sport(342 rpu). [Ipore RPG Haiimopoxuuii, ane He
MaCOBUI «CErMEHT)» Ha KM rpaBILl HIOMICSIS BUTpadaroTh 617 rpH PucyHoK .

BianmoBigHO 10 IFOTO BU3HAYUMO «IIOPTPET» TPABIIA IILOTO KaHpPY. Bin mae
HACTYITHI OCOOJMBOCTI: 40JIOBIK 40-+poKiB, OJpYKEHUN 1 Mae IiTeH, 3 BUIIOIO
OCBITO¥0, SIKMi Tpa€ y rpy 8 TOJMH Ha THXK/ICHB, Ha TIEPCOHAIIBHOMY KOMIT 10Tepi 200
HOYTOYII1, II00 BIAKIIOYUTHUCS BiJl peaibHOCTI 1 TOTOBUY BUTPATUTH HA TPY Y MICSIIb

0513bKO 242 TpH.

1.2 ’Kanp koMn’10TepHoi rpu:

JJist BUBHAYEHHS KaHPy TPU MOTPIOHO OPIEHTYBATHUCS HA OYIKYBAHHS TPaBLIS
BiJl KOMIT'IOTEPHOI TpH, 1 BIAMOBIZHO OO IBOTO OYIKYBaHHS YMOBHO MOXKHA
PO3IIIUTH HAa TP OCHOBHI TPYTIH:

o TepniHHS — CKIJIBKM I'paBellb FOTOBUM BUTPATUTH 4Yacy Ha Ipy Ui

JOCATHCHHA MCTH.



14

o Peaki1isi — HACKUJIbKM TOYHO Ta IIBUJKO I'paBellb 3/1aTE€H pearyBaTu Ha
3MIHY MOJIN y Tpi.

o MucneHHsT — HACKUIBKM TMPaBUJILHO a00 BWHAXIJIMBO TpPaBEIlh
BUKOPHCTOBYE IrPOBI MEXaHIKH.

Criuparounch Ha BHILEHABEACHI OCHOBHI IPylU MOXHA MOMEPEAHbO 00paTu
JKaHp Tpu. s yCIIIIHOTO MPOCYyBaHHS IPU HA PUHKY ITPOBO1 1HIYCTPii, HEOOX1THO
CIUpATUCAd HA CTAaTHUCTHYHI JOCIHIJDKEHHS, 110 BU3HAYAIOTh IUIOBY ayAUTOPIIO.
B3sBimm 10 yBaru CTaTUCTUYHI JlaHi 1 BU3HAYMBIIU LJIBOBY ayAUTOPII0 MOTPiOHO
OUIbIII KOHKPETHO BU3HAYUTHCS 3 JKaHPOM, a caMe: Irpu-uIyTepu, miathopMmepH,
€KOHOMIYHI Ta BOEHHI CTparerii, Mo0a, KOpOJIiBChbKa OUTBA, CUMYJISITOPU, TailM-
K1JIEpH, TEKCTOBI ITPH, ITPU 3 KAPTAMH.

Crnuparoyuch Ha pe3ylibTaTH CTAaTUCTUKU Ta «IIOPTPET» TpaBlsd CMIIHBO
MOYKHA 00paT )KaHp MEPEKEBOI IpH — I1€ MEpekeBa KOMIT I0TEpHA Tpa B MepIIoi

0co0u y JKaHpi IIyTep.

1.3 CroxkeT KOMII’IOTEPHOI Ipu

CroxxeT KOMIT IOTEPHOI Ipu TOoTpedye 17ei, sKa MOXKE YepriaTh HAaTXHEHHS 3
PI3HUX JIKEper:

1. Brnacha opurinanbHa i7es, 10 3a TOMYJISIPHICTIO BUKOPUCTaHHS 3aiiMae
Mo TpaBy Tmepiie Mmicie. BukopucTaHHs BIAcHOI 171€1 PO3MOBCIOIHKEHE Cepen
HEBENMYKUX (IpM Ta KOMIAHINA, SKIi HE TOTOBI BUJIJIUTH JOAATKOBI KOIITH Ha
npua0aHHA JIIEH311 MTpaBOBIACHUKA.

2. [nest mo criupaeThecsl Ha CIOKET KHUTU , (DUIbMY, KUTTS KOHKPETHUX
JrofieH 1 mepcoHaxiB 1 MOTpedye JieH31i. K0 y 0CHOBY CIOKETY MOKJIAICHO 17€10,
mo morpedye JileHs3ii TO TOTPIOEH JMO3BIA TpaBOBIACHUKA. Takwil BUJ
BUKOPDHUCTAHHS 1/1ei NpUTaMaHHA KPYINMHUM KOMIAHISIM, SIKI BKJIAJAlOTh Y
BUPOOHUIITBO Ta pEKJIaMy IrpoBOi MPOAYKLII 3Ha4YHI KOMITH, 1 TpodeciiHo
CTBOPEHHI CIOXKET BIAIrpa€e AyKe BaXKJIUBY POJIb.

Tomy B OCHOBY I'pM TTOKJIaJICHO BJIaCHA OpUTiHAJbHA i7es1. Po3po0ieHi BiacHi:

TOJIOBHUN NEPCOHAX, BIPTyaldbHHM CBIT Ta WOro HANOBHEHHS TPUBUMIPHUMHU
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mMopensiMu. BukopucTani ¢aiiinu 13 3ByKOBUM CYIPOBOIKEHHSM, 1110 HE TOTPEOYIOTh
JiIeH3ii 1 € y BUIbHOMY JOCTYIII MEpEeXi IHTEpHET 3 TaK 3BaHOIO JineHsiero Free.

Shooter BITHOCUTBLCS 10 TPYNH IrOp Ha PEAKIIIIO 13 BUCOKOK JUHAMIKOIO Ta
IIUTHHICTIO TIOIHA. BUX0As91 3 IIhOTO MOKHA BUSHAYUTHCH 3 CIOKETOM TPH.
CrOKeT TpH IOJIATa€ y TOMY 00 3HMINUTHA CYNPOTUBHHKA i THM CaMHM

3aXOMUTHU JOMIHYBaHHS Ha MIEBHIM JIOKAI[lT MaITH.

1.4 Konuenuisi rpu

IrpoBuii  puHOK — VYKpaiHCbKMH 3 MOJAJBIIOK  AJANTALlE€r0 IS
CBpOIENCHKOTO PUHKY.

[{inpoBa ayiuTOpis — CTapIia ayJUTOpis 13 CEPEeIHIM OI0IKETOM.

Xanp — MepexeBa KOMIT F0OTEpHA I'pa BiJl EPILIOi 0OCOOM y JKaHpi UIyTep.

Croxer — BHKOPHUCTAHHA BJIACHOI'O CIOKCTY, SIK 6IO,H)I(€THOFO BapiaHTy.

1.5 IlocTanoBka 3agayi

KBamidikariitna pobora marictpa HpUCBSYEHA TOCIHIKEHHIO TEXHOJOTI]
IPOEKTYBaHHS MEPEXKEBOr0 IMPOBOrO MPOTpaMHOro 3a0e3ledeHHs Ta il
BUKOPUCTAHHA JUIsI PO3POOKH MEpEXKEBOTO IIyTepa Bija mepiioi ocodu. B xomi
MPOBEICHOTO OTJISAAY JOCTIKeHO 1HGOpMaIliiiHI TEXHOJOTIi MPOeKTyBaHHS
MEPEKEBOTO ITPOBOTO MPOrPAMHOTO 3a0€3MEUCHHS CIIUPAIOYNCh Ha SKi BU3HAYCHO
eTany BUPOOHHUIITBA TPU Ta 3aCTOCOBAHI JJIi CTBOPEHHS MEPEKEBOTO IIyTepa Bij
nepiioi 0coou: BiJl PO3POOKH KOHIEIMIII /10 MOCTBUPOOHUIITBA, IO BiAMOBIIAE
cydacHid 1H(MOpMaIiiHIA TEXHOJOrli MNPOEKTYBaHHS MEPEKEBOTO IrpOBOrO
IPOrpaMHOTr0 3a0€3MeUEHHS.

JI71s mOCATHEHHS ITOCTAaBJICHOT METH HEOOX1THO BUKOHATH TaKl 3aBaJIHHS .

1. [IpoBecTn mociikeHHS B O0JNacTi  CydyacHHUX 1H(OpPMAIIHHUX
TEXHOJIOT1M MPOEKTYyBaHHS MEPEXKEBOT0 IrPOBOT0 MPOrpamMHOro 3abesneueHHs. Ha
OCHOBI aHaJII3y BU3HAUEHI €Tau peaiizailii Ipu.

2. [TpoBecTu aHami3 iIrpoBOrO PUHKY Ta po3po0ieHa KOHIEMIS TPH.
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3. Po3pobutu nu3aiiH ToJ0OBHOTO MEPCOHAXKY Ta IHIIUX 00’ €KTIB IPHU Ha
OCHOBI SIKOTO CTBOPUTH TPHUBUMIPHI MOJENi, $KI HEOOX1IHO TEKCTypOBaTH,
aHIMOBATH Ta BUKOHATH €KCIIOPT ISl MOAAIBIIOTO BUKOPUCTAHHS Y TPI.

4. CTBOpUTH KOMIT'IOTEPHY TPy Y XKaHpPl MEPEKEBOT0 IIyTepa BiJ MepIioi
ocobm, B SIKif peani3oBaTH: MEpeKeBe I €IHAHHS TPaBIliB, PO3POOUTH IrpOBI
MEXaHIKU JJI1 MEPEXKEBOi I'pU, MPOBECTH MAaCIITa0yBaHHS I'PU 3 BUKOPUCTAHHSIM
(biHaTBHUX TPUBUMIPHUX MOJIETICH, aHIMaIliH 1 3BYKIB.

5. st TexHiuHO1 peanizallii MpoekTy oOpaTu IrpoBUM pymIii, a ais
3MIMCHEHHS JU3alHEPCHKOTO 3aIyMy - TPUBUMIPHUI peIaKTop.

6. BHKOHaTH KOMIUIALIK KOMI'IOTEPHOI TPU y JKAHPI MEPEKEBOIO
nryrepa BijJ NEpIioi 0coOH, Ta MPEJACTAaBUTH Y BUIVIAAL .exe ¢aiiny 3 Habopom
HEOOX1THUX JUHAMIYHUX O010J110TEK.

7. [IporectyBaTu Ta MEpEeBIPUTH HA MPAIE3IaTHICTh ITPOBY CUCTEMY.
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2 IPOEKTYBAHHS IT'POBOI CUCTEMU

Po3pobnenns rpu 3ailCHIOEThCS 3a MPUHIMIOM step by step. Takuii migxin
00yMOBIIEHUH BiICYTHICTIO KOMaHAu. [Ipu HasiBHOCTI KOMaHAM PO3POOHUKIB MOXKHA
3HAYHO PO3IMApAJICIIUTH MPOIIEC, 0 MO3UTUBHO BIUIMHE HAa Yac BUTOTOBJICHHS Ta
peaxilito Ha BUMPABICHHS MEBHUX HEMOMIKIB. [[iATOTOBKY y BUPOOHUIITBI MOXKHA
YMOBHO PO3/IUINTH HA IyHKTH:

1)  OOpaHHs 1 BCTaHOBJIEHHSI HEOOX1THUX 3aCTOCYHKIB,

2)  CTBOpEHHA JU3aifHy PiBHA Yy Ipi,

3)  nuzaifH Mojmenel y rpi.

2.1 O6panHs HeOOXiTHUX 32CTOCYHKIB

[IpakTHuHEe CTBOPEHHS I'PU YMOBHO MOKHA PO3AUINTH Ha /1Bl YACTHHH:

1)  TexHiuHa ckJIaA0Ba - poOOTa B IrPOBOMY PYIIIii.

2)  Apr-guzaiinepchka ckiiaoBa — podota B 3D — penakropi.

TexniyHa dYacTHMHA TPU BUKOHYETHCS 3aBISKH ITPOBOMY pYIIIIO, SKHIMA
pPO3pOOIIIETHCS CAaMOCTIHO 200 BUKOPUCTOBYETHCS BXKE TOTOBHM. IrpoBHil py1iiif —
I[e TPOrpaMHUN 3aCTOCYHOK, IO JO3BOJIIE BHUBOAUTH Tpadiky 1 3BYK,
IPOPaxoBYyBaTH (Pi3UKY BIPTYaJIbHOTO CBITY, KOHTpoitoBaTH Joriky NPC (non-player
character) abo Al (artificial intelligence) irpoBux nmepcoHaxis.

B sikocti irpoBoro pymrist oopano Unity komnanii Unity Technologies. Onaum
13 KJIIo4oBUX (pakTopiB HajmaHHA nepeBaru Unity € MOro AOCTYNHICTh, MPOCTOTA
BUKOPHCTAHHS, BEJIMKA CHUIHBHOTA PO3POOHUKIB, BEJIMKA KIJIbKICTh MaTepiaiiB s
HaBuaHHs. JlonaTkoBi mepeBaru Unity:

o beskomroBHicTh:  kommanis ~ Unity  Technologies  mpomonye

O€3KOIITOBHY BEPCIIO IrPOBOTO PYIIiS 3 OCHOBHUMH (DYHKITISIMHU, K1 JTIO3BOJISIOTH
HaBYaTHCA Ta CTBOPIOBATH irpu. Beboro icHye Tpu piBHi mianucku: Pro, Plus 1 Free.
beskomrToBuuii piBenp mianucku(Free) Hamae AOCTynm 1O OCHOBHOTO JIBUTYHA 1

6a3oBux ¢yHKIi penakropa Unity.
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J ['HydKicTh: mporpama-penakrop Unity mpaimroe Ha omnepauniiHux

cucremax Windows, macOS 1 Linux, a cam pyuriit moxe OyTu 3amymieHuid Ha 25
maTdopmax.

o BisyanbsHe cepenoBuIie po3poOKy: BKIOYAE HE TUTHKH IHCTPYMEHTapin

Bi3yaJbHOTO MOJICTIOBAHHS, a W 1HTETPOBAHE CEPENOBUINE B SKOMY HYXKE 3PYyIHO

IMPOBOAUTH TCCTYBAHH.

o MonynpHa crcTeMa KOMIOHEHTIB: 3a JOTIOMOTOIO SKO1 BiOYBA€ThHCS
KOHCTPYIOBaHHSI ITPOBUX OO0'€KTIB, SIKI MOXYTh OyTHM KOMOIHOBAaHMMH IMaKETaMU
byHKIIOHATBHUX eJleMeHTIB. Ha BiMiHYy BiJl MEXaH13MiB yCHaKyBaHHs, 00'€KTH B
Unity cTBOPIOIOTBCS 32 JOMOMOro0 00'€fHAaHHS (YHKI[IOHAJIBHUX OJIOKIB, a HE
BKIIIOUCHHSI Y BY3JM JIepeBa YCHaJAKyBaHHA. Takuil MigXiJ MOJETIIye CTBOPEHHS
MPOTOTHIIIB, 10 € aAKTyaJIbHUM IIPHU po3poOILli 1rop.

ApT-IM3aliH TpU BUKOHYETHCSA 3aBIAKU 3D pemakTopy. 3a JOMOMOIOK HBOTO
CTBOPIOIOTHCS TPUBUMIPHHUX MOJEII 17151 BIPTYallbHOTO CBITY I'PH, SIK1 Y TOIAJILLIIOMY
TEKCTYypPYIOThCS T4 aHIMYIOThCS.

B sxocti 3D penaktopa oopano 3DS Max kommanii Autodesk. OnHum 13
KIIF0OYOBUX (hakTopiB HagaHHs nepeBaru 3DS Max — #ioro yHiBepCaJIbHICTh, a caMe
MPOCTOTa y CTBOPEHHI BEJMKOTO CIEKTPY TPUBUMIPHUX OO €KTIB: apXITEKTYpHI,
1H)KEHEPH1, Ta 00’€KTHU OpPraHIYHOTO MOXO/KEeHHs. Bucoka cymicHiCTh dopmary
daiini 3DS Max 3 irpoBUMHU PYIIISIMH, Y 3B’SI3KY 3 UMM HE TOTPIOHO €KCIIOPTYBaTH
00’ektH y cropoHHi ¢popmaru. Jlomarkosi nepeBaru 3DS Max:

o dyHkioHaNBHICTE: 3DS Max mae mupokuit Habip 1HCTPYMEHTIB 7St

MOJICTIIOBaHHSI, TEKCTYpPYBaHHS, OCBITJEHHS, aHIMaIlli Ta peHaepuHry. BiH Hamae
MOXJIMBICTh CTBOPIOBATU CKJajH1 3D-ClIeHH 3 BHUCOKOIO JAeTali3alli€ro. 3aBasKu
BiIKpuToMy koay, mig 3DS Max po3poOieHa Benuue3Ha KUIbKICTh IUIATIHIB,
pPO3MIMPEHh 1 1HIIOTO JIOMATKOBOTO CO(TY, SKI CYTTEBO PO3IIUPIOIOTH
(GYHKIIIOHAIBHICTD MTPOTPAMH.

o [HyukicTh: 3DS Max niaTpumye pizHi hopmaru dhaiisiB, 10 T03BOJISE

npamoBatd 3 ¢aitnamu iHImMX 3D-nporpam. BiH Takok Mae BENHMKY KIJIbKICTh
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IUTAriHIB 1 JIOJATKiB, $IKI PO3LIMPIOIOTh MOr0 MOMJIMBOCTI MIATPUMKH 1HIIMX
¢dbopmaris.

o [onynspHicte: 3DS Max oaHuM 13 mepmmux 3’SBUBCSI Ha PHUHKY

nporpaMHuX MpoAykTiB s 3D-monemroBanns. Ilepma Bepciss mporpamu min
Ha3Bor 3D Studio DOS 6yna Bumymiena y 1990 pori, Tomy 3DS Max Mae BeuKy
CIJIHOTY MPUXUJIBHUKIB, 1 O€3J11Y BiJICOYPOKIB, CTaTeH, MIAPYYHHUKIB Y MEPexKi
Internet sixi 3HaXOATHCS Y BUTBHOMY JIOCTYIII.

o Kommanisi Autodesk Hagae ocrannto 6e3komtoBHy(Education) Bepcito
3DS Max cTyzmeHTaM Jjisl HaB4aHHSI, 1151 BEPCisi OCHOBHUM (DYHKITIOHAJIOM MaJjio YUM

BIJIPI3HSIETHCS Bl Bepcii Pro.

2.2 In3aiid piBHA y rpi

Jlu3aitH piBHIB BIJIMBA€ HA TeMMILICH Ta 3arajbHy 1€10 IPH.

HuzaiiHy piBHIB CKJIaIaeTbCsa 3. (YHKIIOHAIBHOCTI, OPIEHTOBAHOCTI,
IUTAHYBaHHS Ta CTBOPEHHS 1MPOBOTO MPOCTOPY, J€:

o @OyYHKIIIOHANBHICTh — 3PYYHICTh Ta JOILIIBHOCTI BUKOPHCTAHHS
MPOCTOPY PiBHS, B AKOMY KOXKHA P14 Ma€ MeBHY (QyHKIIIFO.

o Opi€eHTOBaHICTb — CTBOPUTU PIBEHb TaKUM UYHWHOM, 100 rpa Oyna
KOM(OPTHOIO Ta Becenoro(110 BaXKJIUBO IS TpH y *aHpi shooter ).

o [ImanyBaHHS — cIulaHyBaTH poOOTY TaKMM YHHOM 100 OCHOBHA Ii
YacTUHA Bi0yBajiacs IIe 10 BIAKPHUTTS PEIAKTOpa PiBHS, 3aBUACHO CKJIACTHU CIICHY
JIe KOXKHa JIeTallb IrPOBOTrO PiBHSA MaTUME CBOIO (DYHKIIIIO.

o CrBopeHHsi — QopMmyBaHHSI 1rpoBOro mnpoctopy piBHi y 3D 3
BUKOPHCTaHHSIM OOpaHMX TNPOrPaMHUX 3aCTOCYHKIB TaKHUM YHHOM, 100
3a0€e3MeUnTH CIEHAPHI MOAil Ha PiBHI.

[IpoanainizyBaBiM iHIII 1TpH Yy KaHpi shooter MokHA BIAMITUTH T€, IO M
IpUTaMaHH1 Maly PiBHIB 3 HACTYITHUMU BIACTUBOCTSIMU:

o Mana piBHA 3a3BUYail CEPEeIHBOTO PO3MIpPY, MO0 A0 3ITKHEHHS

CYIIEpHUKIB HE MPOXOJUIIO0 Oararo yacy.
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o Mana piBHS NOBHMHHAa MaTH YKPUTTS 1 CXOBaHKH, JI€ MOXHa
yOe3neunTrcs abo 3aMacKyBaTHUCS.

o Marna piBHSI TOBUHHA MaTH TAKTHYHO BAXKJIMBI CEKTOPH HABKOJIO SIKUX
B110yBaIOTHCS 3ITKHECHHS.

B3sBim 10 yBaru ButiieHaBeAeH1 JOCTIPKEHHS, CIICHH Y Tpi(iX 111¢ Ha3UBaIOTh
PIBHSIMU TpU) OPIEHTYBAaTUMYThCS HA JIMHAMIYHUNA TeHUMIUIEH 13 TaKTUYHO
BAXJIMBUMU ceKkTopaMu. Cxema piBHS CTBOPIOETHCS 32 JOIIOMOTOIO OJIBIS 1 apKYIILY
nanepy. Crmo4arky BHMaJbOBYETHCS CXEeMAaTHMYHO Mama piBHA (puc. 2.1) , moTiM
OUIBII JETaTbHO MAJIOIThCS O0’€KTH y cleHi. Peamizamis manu piBHS Oye

3niticaena y Unity.

Pucynok 2.1 - CxemarnyHa marna piBHs

CTBOpEHHSI XYIOXKHBOTO TMPOEKTY MOjeni, TOOTO i ecki3y — 1€ €eCKi3He
npoekTyBaHHs. ['padiuHe 300pakeHHs MpenMeTa, BUKOHAHE BiJ PyKH Ha apKylil

narnepy, ab0 pH HasSBHOCTI IUIAHIIETY Y TpadiuHOMY peaaKTopi.



21

2.3 /In3aitn moaeei y rpi

2.3.1 Ilepuminii eran rpa¢givHOro NPoeKTyBaHHS(NMOUIYKY 00pa3iB Ta
¢opm).

Ileti etam BIAHOCHTBCS 1O TaK 3BAaHOTO IMONIYKy oOpa3iB Ta ¢GopM.
Cnuparoynch Ha TEXHIYHE 3aBJIaHHA, XyHOXHUK IIyKa€ OpUTIHAIBHY (opmy uis
MEPCOHAXY Ta 1HIIMX Mozenei y rpi. DiHaNbHUN €CKi3 BUKOHYETbCS OKPEMO Ha
ApKYyIII I KOXKHOI MOJIEI, @ TAKOXK TPYIT MOZCJIECH JJIsi KPAIIoro po3yMiHHS TOTO,

SK BOHU OyIyTh IO€JHYBaTHCS Y CLeH] (puc. 2.2).

PucyHnok 2.2 - dinanpHUM ecKi3
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2.3.2 Ipyruii eTan rpaivHOro npoeKTyBaHHsi(cTBOpeHHs 2D-Moneneit).

Ha mpoMy erami XymoKHUK JeTanidye BimiOpane 3o0paxkeHHs. Takox
XYJIO)KHUK TT1I0HMpae KOJLOPH JIJIs TepcoHaXxa Ta iHImux mojenei (puc. 2.3) Bucoka
JeTai3allis JonoMarae 3poouTu nepcoHaxa Oinbin peamictuyHuM. KomipHa rama
BILJIMBAE CIIPUMHSATTS MEPCOHAka I'PaBLSMH.

OCHOBHMMH KOJIbOpaMHU NIEpCOHaXka BUOpaHi cipuit Ta 6inmmid. JlogatkoBUMHU —
CHHIH, YepBOHUH, )KOBTUH.

[To ¢dopmi mnepcoHax-pobora Mae eproHoMiyHi (GopmMHu, OCHAIICHHIMA
OCHOBHOIO 30pO€10 y BHUDJISIAI TapMaTH MAJIEHBKOTO KaliOpy, JajJbHOMIPOM,
MaHIMyJIATOPOM, JIOKATOpOM. [OJOBHMI MEpCOHaX HE CXOKHU (POPMOIO KHUBY
1CTOTY, TOMY €(PeKT 3HUILEHHS He Oy/ie HaraayBaTH CLUEHHU KOPCTOKOCTI 3 JKUBUMHU
nepcoHaXaMu. A camMe TOMY, B TMOJAJBIIOMY TPy MOXXHA PEKOMEHAYBaTH IITAM

CTapuioro Ta CCPpCaAHbLOro Ble

Pucynok 2.3 - Jleranizanis BigiOpane 300pakeHHs
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2.3.3 Tperiii eran rpagivHoro npoekTyBaHHs(cTBOpeHHs1 3D-Moxeneit).

CtBOpeHHs MozeNel sl MOajIbIIOr0 BUKOPUCTAHHS Y Ipl MOKHA PO30UTH

Ha JIeK1JIbKa €TaIllB:

° CrtBOpeHHS MoJieIien

. TexcrypyBaHHS MOAEIEH

° CtBOpeHHS aHIMaIlli Momenein
o CtBopenHs rpadiyHux (aiiiB
o Excriopt monenen

2.3.3.1 CTBOpeHHSsI BUCOKOIOJIIrOHAJILHUX 00’ €KTIB:

Buxonsum 3 Toro, mo ¢iHaapHUN BUIVIAA TPU IMOBHHEH MaTH (IIOpY, TO

noTpiOHO CTBOPUTH Mojieni iepeB y 3DS Max niist mofanibIioro eKCnopTy y irpoBuit

pymiii. ¥ Bkiamm Create BinkpuBaemo Geometry Ta BuOupaemo 3i cnucky AEC

Extended, natuckaemo na xuommi Foliage. Y cnucky, 1o BiZKpUETHCS MOTPIOHO

oOpatn HeoOxigHE nepeBo 1 mepeHectw iHoro y cueny. Ilicms doro moTpiOHO

MIPOBECTH HEOOXiAHI HaNAIITyBaHHS IJIsS IBOTO BiAKpHBaeMo BKIaaky Modify i

BiJIpeiaryemMo HacTynHi napamerpu: Height — Bucora aepesa, Density — HIiJIbHICTb

JUCTS Ha jAepeBi, Pruning — oOpi3ka rinok, mapametrp Level-of-Detail morpioHO

3amatu Low 11 Toro mo6 Mozenb He Oyiia 3aHaaTO BHCOKOTOJITOHATLHOIO (pHC.

2.4). Tlpu ctBopenni naHoro 3D 00’ekTy 10 HHOTO aBTOMAaTHYHO 3aCTOCOBaHI

marepianu. ToMy MOAeINb AepeBa ToToBa JI0 EKCIIOPTY.
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OnHoIO 3 HAWCKIAAHIMIKX 3a]a4 y rpl 0€3yMOBHO € CTBOPEHHS TOJOBHOTO
nepcoHaxy. [ 0MOBHUI MepCOHaX y TPl 3aBKIU 3HAXOAUTHCA Yy TOJI 30pY, TaKOXK
yepe3 HbOTO TpaBellb B3aEMOJIIE€ 3 BIPTyaJdbHHUM CBITOM, TOMY MOTPIOHO OLIbII
peTenbHO MIAIATH 0 Woro crBopeHHs. CTBOPEHHS TOJOBHOTO TMEPCOHAXY TPHU
NOTPIOHO MOYATH 3 IETAJIBLHOTO aHai3y e€CKi3y, a cCaMe BU3HAYUTHCS 3a JOIIOMOTOI0
SAKUX 1HCTPYMEHTIB Kpallle MOJIEIIOBATH Tl YM 1HII YaCTUHU. [ OJIOBHUYN MEPCOHAXK
y Tpl — poOOT, TOMy €JIEMEHTIB OpPraHIYHOTO MOXO/KeHHs He Oyme. Tino poborta
MojentoBaniocs 3a jgomnoMororo Extended Primitives(po3mmpeHux MNpUMITHBIB)
iHcTpyMeHT Capsule(karicyna), 1ei mpuMITUB HAOIBI MIXOAUTH JJISI CTBOPEHHS
Tia podoora. Ilicns yoro moTpiOHO MacimITadyBaTH Ta KOHBEPTYBAaTH IPHUMITHB
karicynn Ha Editable Poly(momironansna mosepxHsi). [loniroHanbHy MOBEPXHIO
MPOAOBKYEMO pellaryBaTu A0 BUIISAAY IO MOKa3aHWil Ha puc. 2.5. Onopu pobora
CTBOpPEHI 3a Jomomoror Shapes(BoBUMIipHI (Iirypu) IJsi CTBOPEHHSI BEPXHBOT
YacTMHM  BUKopucTaHa (¢irypa  Line(minisi) 1mns  HWKHBOI  YaCTHUHU
Rectangle(npsimokyTHHK). JlJI1 TOJAIBIIOTO pearyBaHHsa NOTPIOHO KOHBEPTYBATH
npsaMokyTHUK y enemeHT Editable Spline(PemaroBanuii crutaitH) — miHitO
KOHBEPTYBAaTH HE MOTP1OHO, TOMY IO JIiHIs 1 € peIaroBaHuM crutaiiHoM. CTBOPUBIIIU
KOHTYp y TOTpIOHIA mMpOeKIii, MOXHa BHUJABUTH O0’€M 3a JOTOMOTOIO
monuikaropa Extrude(BunaButn). [licns BumaBitoBaHHs Ha HEOOX1IHY TOBIIHHY,
KOHBEPTYEMO OIOpPY y TOJITOHAJIBHY TOBEPXHIO Ta TMPOJOBXKUMO POOOTY HaL
netansimu. [lo 3akiHUEHHI CTBOPEHHS OMOPH 11 MOXHA BIIJI3EPKAIUTH Ha
MPOTHICKHY CTOPOHY, TOMY 1110 OOHMIBI OMOPH OJHAKOBI. YacTHHM MaHIyJaATOpa B
OCHOBHOMY CTBOPIOBAJIUCA 32 JIOMOMOTOI CTaHJAPTHUX MPUMITHUBIB, IS
CTBOPCHHS OUTBIN CKIAIHUX JETalied CTaHJAPTHI NMPUMITHBUA KOHBEPTYBAIHUCS Yy

pearoBaHi MOBEPXHI Ta JOBOJIUIUCS 10 HEOOX1THOTO BUTIISTY.
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Pucynok 2.5 - Moaens poGoTa y BUIVISI TOJMITOHATBHOT TOBEPXHI

Monenb poOoTa Ha BIIMIHY BiJ JIepeBa CKJIAIA€ThCs 3 TEBHOI KijabkocTi 3D

00’€KTIB KOTP1 HEOOX1THO TEKCTYPYBAaTH.

2.3.3.2 TekcTypyBaHHA MOJeJIeil:

TekcTypyBaHHS YaCTHH MEPCOHAXKY 3IMCHIOETHCS 32 JOTIOMOTOIO PEAAKTOPY
MmatepianiB y 3DS Max a6o 3a 101oMororo peiaryBaHHs MarepiaiiB 6e3mocepeHbo
B Unity. Jlnsg HaltOuIbII CKIAAHUX JeTalie 00’€KkTa 3IMCHIOITBCS PO3TOPTKH.
[onoBHUI TIEpCOHAXK, 1110 BUKOPUCTOBYETHCS Yy TPl HE CKIAIHUM 3 TOUKU 30pYy
TEKCTYPYBaHHS, BIH CKJIAJIA€ThCS 3 OKPEMUX 3rPYNOBAaHUX YACTUH TOMY Marepiajiu
MOKHa Hakyactu Oe3nocepenHbo B Unity. BukiroueHHs ckiiajlae BEpXHs YacTHHA
poOoTa. 3Bakarouu Ha MYJIBTUKOJILOPOBE 3a0apBIECHHS Ta pEOPUCTY MOBEPXHIO, CIi]
CKOpHCTaTUCs peaakTopoM MatepiaiiB y 3DS Max mis uporo norpioHO HaKJIaCTH
Ha 00’exT monudikatop Unwrap UVW, sikuit mae penpaxtop posroprku UV Editor,
3a 101OMOTOI0 PeIaKTOpa PO3TOPTKU BPYUHY PO3TOPHEMO IUIOMIMHU JaHoi (irypw,
AK TIOKa3aHO Ha puc. 2.6. 30epexxeMo OoTpuMaHy po3ropTky y daiin head.png mis
nojanbiioro BukopuctanHs B Unity. ¥ mnoganpimioMy noTpiOHO CKOPUCTATHUCSA
oe3komToBHUM 2D pemakropom Paint, o mocraBnsieTbesl pa3oM 3 OmepariiHO0
cuctemoro, 1 po3dapOyBaru y HEOOXIJIHI KOJbOPH, ab0 HAKJIaCTH TEKCTypU Ha
ctBopeHi miomuHu. Bubip 2D pemaktopa Paint mpomukroBanmii cyTo ¥HOTO

OE3KOIITOBHICTIO 1 THUM, IO MPOEKT HEBEIUMKHM 1 Majo TEKCTyp IMiaJisArae
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penaryBaHHI0. AJie TP BEJIMKIM KUTBKOCTI (POHIB 1 TEKCTYp, 3pyUHIILIE IIe pOOUTH Yy

npodeciiiaux 3acTocyHkax - Hanpukian Photoshop(mponykr dhipmu Adobe).

Bia ook Gmup  Views Crse  Modiien Animation Graph bdors _Renderng _Lighing Anslyss _Cistomise_ MASerpt_Help
~ = = o =3 A % B { el
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Pucynoxk 2.6 - Posroptka momunu ¢irypu

2.3.3.3 CrBopeHHs a”HiMauii Moaesei:

[Ipu cTBOpEHHI Ipu BaXKJIMBE MICIle 3aiiMa€e aHIMallisl MEPCOHAXKY Ta 1HIITUX
MOJIeNIEH 110 MPUCYTHI y I'pl Ta AKUM NOTpiOHA aHIMauia. [leskum 00’ekTam y rpi
aHIMaIlisg He MOTpiOHa, HAMPUKIIAJl YKPUTTS Ta 1HIII cTamioHapHi 00’ extu. CkiiagHi
aHiMarii Oynu ctBopeni y 3DS Max. /o Takux aHiMmarliii BiIHOCHTBCS aHIMarlis
nepcoHaxy. AxiMmamiss y 3DS Max Bia0OyBaeThCcsi 3a MNPUHIUIIOM TaK 3BaHHUX
KITF040BUX KajpiB. CyTh IIbOTO MPUHIIUITY MOJIATAE y TOMY, 110 C MOYAaTKOBUN CTaH
AKUN (PIKCYETHCS 3a IOMTOMOTOIO KJTto4a 1 Yepe3 MEeBHUH BiPI30K Yacy MOACITIOETHCS
KIHIIEBUM CTaH, SKUM TeX (IKCYEThCA KIIOYEM, a MPOMDKOK MIK HUMHU
npopaxoByeTbes 3DS Max, BpaxoByro4H 3a1aHHi pO3POOHUKOM XapaKTep aHIMaIlli.
Po3misiHeMO NpUHLMI aHIMAllli TOJIOBHOTO TMEPCOHAXY, TOMY IO € HAOUIbII
aHIMOBAaHUN 00’€KT TpH, a 1HII 00’ €KTU OyIM aHIMOBAHI 32 THUM € IPUHLIUIIAMHU.
Ha puc. 2.7 300paxkeHo mkaiay vacy sika 3aiimae 200 kamapiB. Y el HMpoMIXKOK
MOTPIOHO MOMICTUTH BC1 PYyXHU IMEPCOHAXKY:

o 3 0 mo 20 kaap aHiMaIls XoapbOu — y rpl MOBUHHA MPOrpaBaTUCS 1] yac

pyxy nepcoHaxy. [lapa kpokiB(Kpok J1iBOIO +KpPOK MPaBOI0) MpHU CIOKIHHINA X001
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CXOX1 MDK CcO0OI0 1 HOCHUTh LHMKIIYHHM Xapakrtep. JlaHuil Tum animamii Kparie
OIMCATHU CUHYCOIIOIO.

o 3 21 no 32 kaap aHiMalis CTpiIbOU — MPOTPAETHCS Y MOMEHT BEICHHS
BOTHIO MOK€ HOCUTH SIK OIMHOYHUN TaK 1 IUKITYHUM XapakTep. Y TaKOMy BUIAJKY
OpIEHTYEMOCS Ha CTBOPEHHSI LIMKIIYHOT aHiMalii. ONucyeThes, K THIHHUT pyXy 3
MPUCKOPEHHSIM 1 YIOBUIbHEHHSIM.

o 3 33 no 133 kaap aHiMallisl CIIOKOIO — MPOTPAETHCS Y TOM MOMEHT KOJIU
MIEPCOHAXK CTOITh HEPYXOMO Ha MicIli. AHIMAIIISI T&X HOCUTH IIUKIIIYHUAN XapakTep,
TOMY IO MPOTPAETHCS MO LUKITY OaraTo pa3iB MOCILIb TOKU IEPCOHAXK 3HAXOAUTHCSA
y CTaHi CIIOKO0. AJie BpaXxOBYIOUH T€, IO B Hil 3aIisTHO 0arato pi3HUX YaCTUH HE
OpPTaHiYHOTO MOXO/HKCHHS 1 TOBUHHI YiTKO IMO3UITIOHYBAaTUCS TOJAHUHN THI aHIMaITil

MO’KHA BIIHECTH JI0 JIIHIHHOTO PYXY 3 MPUCKOPEHHAM a00 YIOBUILHEHHSM.

Wm Tools  Group  Views  Creste Modifiers Animation GraphEdtors Rendering Lighting Anshysis  Customize  MAXScript _ Help.
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Pucynok 2.7 — AHiMallisi TOJIOBHOTO MEPCOHAKY

2.3.3.4 CrBopenns rpagiunnx daiiis

CTBOpeHHsT MoOJeJl MPUIUTY ISl TONAJBIIOT0 BUKOPUCTAHHS y Tpl, fK
nBoBUMIpHOTO 00’ekty. [lpuiin y rpi Bigirpae BaKJIUBY pOjib, BIUIMBAIOYH Ha
KOM(OPT IpU TOMY € CEHC OLIBII AETATBLHO PO3IISIHYTH oro cTBOpeHHs. [ToTpidHO
CTBOPUTH JBOBUMIPHUN MaJIIOHOK 13 CITIBBIJHOILIECHHSIM CTOPIH OAMH J0 OJHOTO, B

SKOMY T€OMETPUYHUN LEHTP MOBUHEH CITIBMAJATH 3 TOYKOIO MPHUILTIOBaHHS. J1is
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FOTO MOKHA BUKOpPHUCTAaTU TpadiyHi pegakTopu, OakaHo Ti, IIO MPAIIOIOTh 3
BekTopHOIO Tpadikoro(HaiBigomim CorelDRAW Ta Adobe Illustrator) mns
OTPUMAaHHS NMPAaBUIILHUX T€OMETPpUUHUX (opM. BpaxoByrouu Te, 110 y AaHiil poOOTI
CTBOPEHHS MAaJIOHKy HOCHTh pPa30BHH XapakTep, BHKopucTaemo 3DS Max.
Ckopucraemocst kareropieto Shapes B kil 3HaxomsThes cruiaitHu(Spline),
ctBopumo Circle(Komno), Line(Jlinis), Text(Tekcr) y dponTansHiit npoexuii (puc.
2.8). Bci cTBOpeH! ¢irypu moBuHHI OyTH BUPIBHSHI BITHOCHO LEHTPY KOOPAMHAT.
[Ticnsa orpuMaHHsa HEOOX1THOT T€OMETPIT MPHUIILITY Y CIIEHY MOTPIOHO 101aTH KaMepy
0e3 HAaIUTIOBaHHS 1 BHUPIBHATH ii BIAHOCHO ILIEHTPY KOOPIWHAT, MOTIM y BiKHI
npoekiii Bubparu Bursig 3 kamepu (puc. 2.8). [Ticias 9oro HaTUCHYTH Ha KiIaBiatypi

kiapimy F10 Ta BucTtaBUTH PO3MOAUIBYY 3AAaTHICTH ISl 30€peKeHHs TpadiqHOro

daiiny y popmat png 3 mpozopum doHoM(pricel.png).

ing.Lighting Anslysis _ Customize  MAXScript _ Help fing_Lighting Analysis__Cystomize _ paAXScript_ Help
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PucyHok 2.8 — 300pakeHHs IPUILILITY

2.3.3.5 Exciopt moneJei

[Ticnst cTBOpeHHsST Mojesie iX MOTPIOHO EKCHOPTYBATH ISl MOAAIBIIOTO
BUKOpUCTAaHHS y rpi. CKIAAHICTh €KCHOPTY IMOJSATae y TOMY, 1100 MpU eKCIOpTi
MoJieNiel y Tpy MIATAIIACS HE TUIBKH MOJEJb, a 1 BUKOPUCTAaHI KaMepu, CBITIO,
3TraJIPKyBaHHS €JIEMEHTIB, CTBOPEHA aHIMallisl 1 6araTo 4oro iHmoro. Akiio y Mozaeni
HE CKJIaJJHa TeOMETPis 1 BOHA HHU3BKOIOJITOHAJIbHA TO MOXHA IMOPTYBAaTH y TPy

daitmu  popmary 3DS Max. Ane dKmo MoAenb CKJIagHa TO TOTPIOHO
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BUKOPUCTOBYBAaTH JJIi E€KCHOPTYy cheuiagpHuil  ¢opmar ¢ainiB. Takum
crertiaimizoBanuM (popmarom € fbx. Ha puc. 2.9 mokazaHo BiKHO €KCHOPTY MOJEII
rojoBHOro nepcoHaxy i3 3DS Max y gopmar fbx. [ToTpiOHO npocTaBUTH rajgoyKu
HAMpOTH TUX IMYHKTIB MI0 MOTPIOHO BKIIOYUTH O MOAETI. Y HAIIOMy BHIAJKy
NOTPiIOHO MOCTAaBUTH TAJIOYKU HANPOTH 3MMIa/PKYBaHHS 1 aHIMaIlli SK MMOKa3aHO Ha

puc. 2.9
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Pucynok 2.9 - Excriopt mozeni
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3 IH(I)OPMAHIflﬂE TA ITIPOI'PAMHE 3ABE3IIEYEHHSA

Haii6inpin ckinagauil eran BUPOOHMIITBA, 1110 Ma€ 3aKIHYUTHUCS BUITYCKOM TaK
3BaHOTO OeTa TecTy Ipu. B MoeMy BHmanKy Iieil eTarm CKIaJaeTbes 3 HACTYITHHUX
MYHKTIB:

1) cTBOpEHHS MEPEKEBOTO i’ €THAHHS TPABIIIB,
2) po3poOKa IrpoBOi MEXaHIKHU:
® CHHXpOHI3AIIis TPH,
e po3poOKa MEpEekKEBOI B3a€MO/II1 IEPCOHAKIB,
® HaJAIITyBaHHS ITPOBOI MEXaHIKM 3 ypaxXyBaHHSIM aHiMallli MepCOHaXy Ta
IHIIUX MojieNen
3) HamoBHEHHS I'pU 00’ €KTAMH.

3.1 CTBOpeHHs Mepe:KeBOro mi1’€THAHHS IPaBUiB.

Ha npomy erami HEOOXiJHO CTBOPUTH Mia’€IHAHHS TPABIIB y CIEHY TPH.
MepesxeBa apxITEKTypa T'pU Ma€ HACTYNHUN BUIVISA: KIIEHTU JUIsl BXOAY Y TPy
11’ €IHYIOTBCA IO CepBEpY, KU MOxke OyTHu ab0 OKpeMO BHIAUIEHUM, a00 OJIMH 3
KIIIEHTIB BUCTYIIA€E K CEPBEP.

3amyckaemo Unity, oOupaeMo CTBOpPEHHS HOBOTO TPOEKTY 3 Ha3BOIO
ShooterCZ1 BkazyeMo HUIAX IO TEKH HA KOMIT IOTEpl Jie Oyle pO3MIIIEHO MPOEKT

rpu 1 BKazyemo mabmnos 3D, sik mokazano puc. 3.1.

< Unity 2017.4.5f1 X

ShooterCZz1 3D

D:\Unity_Project\shooter1

@ oFF ) Enable Unity Analytics (7)

X3 T

Pucynok 3.1 - CTBOpeHHSI HOBOTO ITPOEKTY

[Ipu cTBOpEHHI ClieHa Ma€ CTaHJAPTHUMA BUTIIS]T
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Pucynok 3.2 — CTBOpeHHS CLIeHU

SAx BUAHO 3 puc. 3.2 mpu CTBOPEHHI CLIEHU 3a 3aMOBUYYBAaHHSM IPHUCYTHE
JOKepeTIo CBiTia 1 kamepa. Jkepeno cBiTia moTpiOHO A TOTOo, 00 00’ €KTH OyiH
BUJHO Yy CIICHi, a 3a JOMOMOTOI KamMepu TrpaBellb Ma€ 3MOTY CIIOCTepiraTu 3a
BipTyansHUM cBiTOM. [lepie 1mo moTpiOHO CTBOPUTH: TUIOMIUHY Y BUTVISI MiJIOTH,
MaTepiai JUisl MAJOTH Ta AEKUIbKA MPUMITUBHUX OO0 €KTIB JJig Opi€HTALll Y
npocropi, a Takoxk FPSController s Toro mo6 cTBOpUTH JUHAMIKY 1 MEXaHIKY
NEPCOHAXY B ClLeHl. JIJisi CTBOPEHHS! MPUMITHBHUX 00’ €KTIB B TOJOBHOMY MEHIO
obupaemo  GameObject->3D  Object->(Plane/Cube), y Bikai Inspector
TpancopmMyeMo A0 TOTPIOHHUX PO3MIPIB, HA3HAYAEMO, 3a TMOTPeOM Marepiad,

perymtoemMo Gi3U4H1 BJIACTUBOCTI(3ITKHEHHS, BUAUMICTh 1 T.J.), SK MOKa3aHO Ha

puc. 3.3.
- =] x
[ Scotan - [ & Waccount - W Larers - M Lavour |
© Inspectar
@ FEEeT O static =
Tag | Unagged + Layer |Befauic N
¥~ Transferm E‘.
Fasitien xo83__ v[03 CEC
Ratation O — 1]
Scale XL LIC— Y
T cube (Mesh Fiter) T
Wcue °
¥ ¥ Box Collider Ge
Edit Collider
Is Trigger (w)
Material Hana (Physic Materall
Center xo LIC— I —
Size X1 Y1 21
¥ Mesh Renderer Qe
e
¥ Matenials
Siae T
Elerment 0 W Detault Matenal a
Bymamic Occluded '
‘ Default-Material Ge
» Shader | Stasdact -

Add Companant

Pucynok 3.3 - Bikno Inspector



32

Haznauaemo wmarepian mijgiosi, Jjsl IIbOTO MOTPIOHO HATHUCHYTH MPaBOIO
kaomnkoto mutku (ITKM) y BikH1 Project i BuOpatu matepian puc. 3.4, Hagatu Homy
Ha3By, Hanpukiaa Floor, y BikH1 Inspector BCTaHOBUTH BIACTUBOCTI(KOJI1P, BIIOIUCK

1T.0.)

Pucynoxk 3.4 - Biknio Project

st ctBopennst FPSController y ciieny notpiOHO A07aT CTaHAAPTHUN MAKET,
st uporo notpioHo HatucHyTu [IKM y BikHi Project 1 y MeHto BuOparu Import
Package->Characters sk mokazano Ha puc. 3.5. Ilicns mporo momaerscs

CTaHI[apTHI/Iﬁ MMakeT 3 IMCPCOHAXKAMHU, SIK1 cneuiaano BHUKOPUCTOBYIOTBCA JIA

shooter Bix mepiroi 0coou.

[ & collab - M & | account_~ | [Layers - [{Layout -]

Pucynok 3.5 — IMnopt ctaHapTHOTO NMaKeTy 3 IEpPCOHaKaMU



33

V BikHi Project nomaerbcs mamka i3 cTaHZapTHUMH 3arotoBkamu Standard
Assets. /[ momaBaHHS TOTPIOHO MEPENTH y MATIKY:
Standard Assets/Characters/FirstPersonCharacter/Prefabs/ narucuyTtu niBoro

kHonkoro mutiiku Ha FPSController 1 mepeTsiruyTu #oro y BikHO ciieHH (puc. 3.6).

I Project
| Create '| (E)

¥ &3 Prefs
> by Plasr
¥ 53l Standard Assets
¥ &3 Characters
¥ &3 FirstPersonCharacter
> & Audio
¥ &3 Prefabs

¥ FPSController
> i RigidBodyFPSController
b G5 Scripts
@ FirstPersanCharacterGuidelines
» &3 RollerBall
» &3 ThirdPersonCharacter
» &3 CrossPlatfermInput
» 53 Editor
» 53l PhysicsMaterials
b G Utility

) Floor

Pucynok 3.6 — FPSController

Jna Bizyamizarii FPSController motpi6Ho HatrcHyTH Ha HhOMY [TKM y BikHI
Hierarchy 1 y cnumBarouomy mento BuOparu 3D Object/Capsule, micias yoro
FPSController 6yne matu BUTIAA, SK MOKa3aHO Ha puc. 3.7. [l HamamTyBaHHS

MCPCIKCBOI'O HiI[’GI[HaHHSI FpaBIIiB Ha JaHOMY erani p03p06I(I/I ObOTO BUCTAYUTD.

Pucynok 3.7 — Bizyami3zaritis FPSController

[Ilo0 rpaBelb aBTOMAaTHUYHO CTBOPIOBABCSA MpH MiJ €IHAHHI y Tpy MOpHU
BUKOHaHH1 ckpunTta notpioHo nomictut FPSController y Prefab. J1ns uporo y BikH1
Project neoOximHo ctBOpuTH manky Prefs morim Ha HiM HatucHytn I[IKM, y

Bumanarodomy MeHro oOparu Create/Prefab 1 mepelimenyBatu cTBOpeHMii New
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Prefab na Plaer. 3 Bikna Hierarchy narucunyBmm JIKM na FPSController ne
BIJITyCKAIOYH MEPETATHYTH HAa CTBOpPEeHMIA Plaer JOKM BiH HE CTaHE CHHBOTO KOJIbOPY
1 BIJIITYCTUTH.

Jl7is CTBOpEHHSI MEHEIXKEpa MEPEKEBOTO MiJKIIOYEHHS MOTPIOHO J0AaTh
nycTuii 00 €KT IJisi IbOTO Y ToJIOBHOMY MeHIo Hartuckaemo GameObject/Create
Empty. CtBopenuii myctuit 06’ exT neperiMeHoByeTbest y Network Manager. V BikH1
Inspector Hatuckaroun Ha KHOMKY Add Component y BHITamar0doMy CITHCKY
notpiOHO nonatu komrnoHeHT NetworkManager. Tak camo moTpiOHO goxaru

xomroHeHT NetworkManagerHUD, sik moka3zano Ha puc. 3.8.

|
Postian ¥(1262958 |2/2955
n :E'}%‘——ﬂ—'_
Scale X1 it 2t

Pucynok 3.8 — Komnonent NetworkManagerHUD

koMmrioHeHT NetworkManager BiANOBiJa€ 3a CTBOPEHHS cepBepy 1
MIJKJIIOYCHHS 10 HbOTo, a koMroHeHT NetworkManagerHUD Binmnosinae 3a ioro
Bi3yasli3allifo, IpH 3allyCKy T'pH aBTOMAaTHYHO CTBOPIOETHCS MEHIO 3 KHOIKaMU
LAN Host(H), LAN_ Client(C), LAN_ Server Only(S).

Jlns 3amycKy mOTpiOHOI CIIeHM MpH 3alyCcKy Irpu y BikHO Inspector criucky
BinactuBoctelt NetworkManager nmone Online Scene nmorpioHo HatucHyBH JIKM

nepeTarty cueny Game.
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Jlis  aBTOMaTUYHOTO CTBOPEHHS TpaBls MpH MiA €JHaHHI MOTPIOHO Yy
BiaactuBocTi FPSController nogatn komnonent Network Identity Local B sikomy
NMOTPIOHO BBIMKHYTH Tajlouky Hampotu mojsi Player Authority, 1mo mo3Boiise
KepyBaTu rpaBleM Oymyun cepBepoM. Takoxk moTpiOHO qogatu KomMmmoHeHT Network
Transform, BiH BiAMOBiZa€e 3a CHHXPOHI3aIIlI0 MO3HUIII1 1 o0epTanHs rpaBi. [loTim
OTPiOHO HAaTUCHYTHU KHOTIKY Apply 1 Bci 3mMiHu y Player 3anuimarorses.

[Ticas goro mponoBxkyeThes: HanamryBaHHs NetworkManager B nose Player
Prefab notpibno nepetsruytu Player.

HactynHum KpokoM NOTpiOHO OpraHi3yBaTH NEPEBIPKY TOTO, K1 KOMIOHEHTH
SKOMY I'paBILIIO HajexKaTh. be3 Takoi mepeBipKu KIIEHT, 1O M1’ €THABCS O TPU MOXKE
MEpPEXBaTUTU  YNPaABIIHHA  «4yXKUM»  rpaBieM. [lonepenqubo  moTpiOHO
BIIKTIOYUTHU(3HITH Tajl0O4YKH) TI KOMIIOHEHTH, $IKI MOTPIOHO KOHTPOJIIOBATH Y
FPSController e xommmonentu Character Controller ta First Person Controller
(Script). ¥ nouiparomy kommoHeHTi FirstPersonCharacter moTpiOHO BHUMKHYTH
kamepy Camera 1 cimyxaua 3BykiB Audio Listener, sik moka3zano Ha puc.3.90mmoka!
HcTouHnK CCHUIKM He HaiiieH.. Y TuM4acoBiii mojeni rpaBusg Capsule BUMKHYTH
xomnioHeHT Capsule Collider(3iTkHeHHs), TOMy IO 3a 3ITKHEHHS BIJAINOBIJIa€

KOHTPOJIEP.

(G cotias - L& JI| Account e oo - (' cotiat - L JN account - I Larers - I taroue -]
&= O Inspecior i~ Hierarchy nspee

= [FPSControlicr

Pucynok 3.9 — Komnonent NetworkManagerHUD
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JIJis KOHTPOJIIO BIIKIIOYEHHUX MapaMeTpiB MOTPIOHO CTBOPUTH CKPHUIIT IO
Oyne ix koHTpostoBatd. CTBOPIOEMO TEKy 3 Ha3BOwO Scripts, Kyau 1 OyayTh y
NOJANBIIOMY J0/AaBaTUCS BCl ckpunTH. Y BikHI Project crBopumo C#Script min
Ha3zBowo PlayerSetup. I[lonaBiitHe Hatuckanns Ha HboMy JIKM 3ampomnonye iioro
BIIKPUTTS y penaktopi. [IoTpiOHO BipenaryBaTu CKpUNT HACTYITHUM YHHOM:

using UnityEngine;

using System.Collections;

using UnityEngine.Networking; //nigkjaoyasMo »OOIATKOBY
6ibnioreky

public class PlayerSetup : NetworkBehaviour //3minoemo
baTbKiBCbkUM kJlac Ha NetworkBehaviour
{
// BKaA3yeMO T1 KOMIIOHEHTMU, O OyIOeMO POOUTHM IJIS KOXHOTO
KJI1eHTa YyH1KaJIbHUMMU
public Camera CharacterCamera;// ny®iiuha 3MiHHa THUIY
Kawmepa
public AudioListener CharacterAudioListener; //
nyoJjiuHa BMiHHa 3BYK1iB
// Use this for initialization
void Start () // Bimbyepaerbcda iHinianisanig rpasud
{
if (isLocalPlayer)
{
Destroy (GameObject.Find ("Main Camera"));
GetComponent<CharacterController> () .enabled = true;
//nigkjInyaeMo KOHTPOJIEP

GetComponent<UnityStandardAssets.Characters.FirstPers

on.FirstPersonController> () .enabled = true;
//ninokjoyaeMo CKPUIIT
CharacterCamera.enabled = true; // BMMKAETHLCH
KaMepa, WO HajlexaTb I'PaBLio
CharacterAudiolListener.enabled = true; //

BMMKAIOTECA 3BYKM, IO HaJI€eXaTb I'PaBILIO

}

// Update is called once per frame
void Update () {
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[Ticns penaryBanHsi ckpunTta notpiono momaru oro gqo FPSController 1y
CKPHUNTI BKa3aTu KaMepy 1 CUCOK 3BYKiB. J{7s 1iporo motpiOHo HatucHyBmu JIKM
Ha ckpunTi PlayerSetup nepetsrtu iforo y BikHo Inspector, a FirstPersonCharacter
13 BikHa Hierarchy nepetsirtu Ha nmonst CharacterCamera ta CharacterAudioListener,

SIK TOKa3aHo Ha puc. 3.10.

Pucynok 3.10 - Bikna Hierarchy

[ToTpiObHO 3MiHWTH Ha3By kommoHeHTa FirstPersonCharacter na Camera, sk

nokaszaHo Ha puc.3.11.

Pucynok 3.11 — Komnonent Camera
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[Ticas nporo 3amyckaemo rpy y BikHi Unity, 100 nepeBipuTH 41 HE BUHHKAE
nomusniok. Ilicns dvoro kommimoemo r1py HarucHyBmmm File/BuildSettings 1
HaTUCcKaeMo KHOMKY Build, sik mokazano Ha puc. 3.12 Unity 3anpononye BuOparu

TEKy y sIKy Oy/ie CKOMITITTLOBAHO (hailsl rpu.

€@ Unity 20174301 Personsl (645 - Game.unity - ShooterCZ1 « PC. Ma¢ & Liux Standslone™ <DX11>
e [de Ancts GameObject Component Mobileinput Window Help

Pucynok 3.12 - Cxomnisisiuis daiiny rpu

[Io6 mepecBiMUUTHUCS IO T'pa MPAMIOE MPABUILHO TMOTPIOHO 3ayCTUTH
OJTHOTO TpaBilsg 3 000m0HKK Unity, a Ipyroro 3i CKOMITUTLOBAHOTO (aiiry.

3amyckaemo cepBep 3 Unity, natuckatoun Ha kHOnky LAN Host(H), sk

MOKa3aHo Ha puc. 3.13.

Pucynok 3.13 - 3amyck cepBepy
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[Ipu 3amycky ckOMMiUIbOBaHOTO (Qaitmy moTpiOHO BuOpatu B MeHio LAN
Client(C) y momi 3amumuté localhost, TOMy 110 TECTyeTbCS 3 TOTO CaMOTO
KOMIT FOTepa.

Ha 1npoMy HanmamTyBaHHS MEpEXKEBOTO MiJ €AHAHHS MOXKHA BBa)XKaTu
3aBepIICHUMHU. AJie JIJIsl MOBHOTO TECTy MOTPiOHO, 1100 Bija MEpIIoi 0coOM MOKHA
0AYUTH TIIIBKU PYKH, a IEPCOHAXK CYTIEPHHUKA OAUUTH K OKpeMUid 00’ eKT(Ha JaHOMY
etami 1e kamcyma). [loTpiOHO ekcrmopTyBaTH CTBOPEHHM paHilie 00’€KT pyK 110
Unity, jans  1poro  moTpiOHO B TOJIOBHOMY  MEHIO  HATHCHYTHU
Assets/Import New Asset... 1 BuOpard HUIsIX A0 TEKH 13 paHille CTBOPEHUM
00’ekTtoM pyk, a came a0 (aimie mig HazBoro Handsl.fbx ta TekcTypm a0
HeoroTextl.jpg, micast yoro y BikHI Project 3’sButhcsi 00’ekt Handsl. 1100
IPUB’SA3aTH PYKU J0 MIEPCOHAXKY, MOTPIOHO CTBOPUTHU MYCTUH 00’ €KT, 3pOOUTH HOTO
nouipHiM FPSController 1 mepeimenyBatu y Hands, 1 BIOXUTH y HBOTO 00’€KT
Hands1, nepersrayBim Munikoro i3 BikHa Project. Y nopanpiiomy B HbOTo MOXKHA
BKJIACTH BCi HEOOXiMHI 00’€KTH, HE TINBKKM pyKH, a 1 30poro. Jlms meHmoro
HaBaHTa)KEHH1 Ha Tpadiky rpu MoTpiOHO BUMKHYTH TiHI Ha 00’ekti Handsl, mms
15010 MOTpiOHO mepemMkHyTH CastShadows y monoxxenns off, sik mokasaHo Ha pHC.

3.14

@ Unity 2017 4311 (64bit) - Gameunity  ShocterCZ1 - P Mac & inix Standslons? <DX11» o x
nert_ Mobillnput_Window Help

Pucynox 3.14 - HanamryBaHHsI MEpeKeBOTO i’ € THAHHS
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[TotpibHO BHecTH mompaBku y ckpunt PlayerSetup, a came koHTposb
BiJIOOpayKEHHS Y BIIACHOTO MTEPCOHAXKA PYK, a Y CTOPOHHBOTO - Tijta. [icis BHeCeHHs
3MiH y peaKTopi, 10 BUAICH] )KUPHUM MIPUGTOM, CKPUNIT MATUME BUTIISII:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

using UnityEngine.Networking; //nigkiouasMo IJOIATKOBY
Oibnioreky

public class PlayerSetup : NetworkBehaviour //3minoeMmo
baTbKiBCbkUM kJiIac Ha NetworkBehaviour
{

// BKABYEMO T1 KOMIIOHEHTM, MmO OyImeMo pOoOUTHM OJIS KOXHOTO
KJIl€HTAa YH1KAJIbHUMU

public Camera CharacterCamera;//cTBopieMo nyOJiuHy
3M1HHY TuHnNy Kamepa

public AudioListener CharacterAudiolListener;
//cTBOpOEMO NyOJiuHy 3MIiHHY 3BYKiB
public Transform hands; //ny6miiuna 3M1HHA J1s

B1lnoOpaxXeHHI PYyK
public Transform clientModel; //ny©mniuHa =3MiHHA OJIg
BlmoOpaxeHHsa Tijia

// BimByBaerTbcsa iuninianisania mepcoHaxy
void Start ()
{
if (isLocalPlayer) {
Destroy (GameObject.Find ("Main Camera"));
GetComponent<CharacterController> () .enabled =
true; //nimxkanyaeMo KOHTPOJEP
GetComponent<UnityStandardAssets.Characters.FirstPers
on.FirstPersonController> () .enabled = true;
//TniOokjnyaeMo CKPUIT
CharacterCamera.enabled = true; // BMMKAEMO KaMepy,
IO HAaJIeXUTb TPAaBLIIO

CharacterAudiolistener.enabled = true; // BMMKAEMO
CIMCOK 3BYK1iB, WO HAJEXUThb I'PaBLo
hands.GetComponent<MeshRenderer> () .enabled = true;

// BMMKAEMO PYKM SKIO lle Hall IepPCOoHaxX
}
else {
clientModel.GetComponent<MeshRenderer> () .enabled =
true; // BMUKAEMO TiJIO 4KIO L€ UYyXUM NEePCOHAaX

}
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// Update is called once per frame
void Update () {

VY Bikni Inspector motpiOHo 3miHHMM ckpunrta PlayerSetup hands Ta
clientModel npucBoiTH 3Ha4YeHHs, K Moka3zaHO Ha puc. 3.15. Takoxx HeE0oOXiAHO
BuMKHYTH Mesh Render 06’ extiB Capsula Ta Hands. [Tepexonumo 1o FPSController

1 30epiraeMo 3MiHU HaTUCHYBIIX Apply.

@ Unity 2017450 (62t - 21-9C Mac & x> - 8 x
File Edt Ascts GemeObject Component Mobieinput Window Help

Macimize On Play Mute Audie _ Stats _ Gizmos

Pucynoxk 3.15 - O6’extu Capsula Ta Hands

[Ticnst iboro MOTPIOHO 3HOBY CKOMIIIIOBATH MPOEKT 1 IPOBECTH TMEPEBIPKY,
3aIyCTUBILIM OJTHOTO rpaBld 3 BikHa Unity, a Apyroro 31 CKOMIUJIbOBAHOTO (aiity

I'pH.
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Pucynok 3.16 — [lepeBipka MepeKeBOTO ITi1 € THAHHS

Ha puc. 3.16 BUIHO, 10 KOKEH rpaBellb OAYUTh Y BIACHOTO IIEPCOHAXA PYKH,
a 4y»Ooro nepcoHaxa 0auuTh sk 00’exT. Ha nbomy eram mMepexeBoro mij’ € IHaHHs
TTOBHICTIO 3aBEPIICHHI 1 BUTTPOOYBaHHIA.

3.2 Po3pobka irpoBoi mexaHiku

3.2.1 CuHxpoHi3auis rpu, 3rJIa1KyBaHHS 00ePTAHHS Ta PyXiB
MEePCOHAKIB:

3mIaKyBaHHS CHUHXPOHI3ALll MEepPCOHAXIB BCIX KIIEHTIB Yy TIpl BIAIrpae
BaXXJIMBY POJIb, 1I€ CTOCY€ETHCS ITPOBOrO KOMQOPTY, 3ajaya IMOJIAraE y ToMy, 100
MIHIMI3yBaTld PUBKHM MNPU MEPEMILIEHH] MEPCOHAXIB SK CBOTO TAaK 1 CTOPOHHIX
KJIE€HTIB y Tpi. [IoTpiOHO CTBOPUTH CKPUNT CHHXPOHI3aIll MEPCOHAXKIB CaMe IS
JTAHOTO MPOEKTY 1 3aMIHUTU HUM CTaHJAPTHUMA.

Sk 1 y nonepeHbOMY BUIAJKY MOTPIOHO CTBOPUTH CKpUnT MoBoto C#, natu

Ha3By PlaerSyncPos 1 BinpenaryBaTti HACTyITHUM YHHOM:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Networking; // mimkJioueHHS CTAHIOAPTHOL MepexeBOl
BibnioTexu

public class PlaerSyncPos : NetworkBehaviour // BamiHa
OaTbK1IBCBKOT'O KJIACy

{ [SyncVar] //arpubyT, mo poBUTL 3MI1HHY CHMHXPOH1Z30BAHOK, TOOTO MHpPU
11 BMiH1 cepBep nocuiiae 11 3HaAUYEeHHS BC1M KJlieHTaM
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private Vector3 syncPosition; // =3minua Binnoeimae 3a nosuiin
IepcoHaxiB OKpPiM HamoTro I1IX HACTyNHa TOYKa PyxXy L& SBMiHHa
suncPosition

public float lerpSpeed = 20 ;

[SyncVar]

private Quaternion syncRotation; // 3mMinHHa Bignoimae 3a
ofepTaHHSa MNEePCOHaXiB OKP1M HAMOTO

void FixedUpdate () //dyHKL1sg rapaHToOBaHO Hes3ajiexHo Bixm "mgaris"
rpaBlua Oyne oHorJwoBaTuca 0,02 cek(3a 3aMOBUYBAHHAM)

{

LerpPosition ();
TransmitPosition () ;
}
void LerpPosition() // obyHkuis mo BimmnoBimae 3a 3TJlamxXyBaHHS

{
if(!isLocalPlayer)// pobOuMo IMepeBipky HAKIO MM CTOPOHHIiN
KJI1eHT (3TJ1amXyeMo MO3ULi BCiM okpim cebe)

{

transform.position = Vector3.Lerp (transform.position,
syncPosition, Time.deltaTime*lerpSpeed) ; / *3TJ1aXy EMO Io3MUILin
BimHOCHO

[IOTOUHOT'O IIOJIOXEHHS kJIleHTa transform.position mo HacTynHOI
TOukM syncPosition mBmOxkicTbe 3mJiamxyBaHHA Time.deltaTime
ii nmns 3pydyHoCTi 3MiHM mpuBisxeMo o 3MiHHOI lerpSpeed*/
transform.rotation = Quaternion.Lerp (transform.rotation,
syncRotation, Time.deltaTime * lerpSpeed);/*3mjaxyeMo OOEpPTaHHI 3
Ti€KH WBUOKI1CTIO, WO 1 NO3MLin*/
bl
[Client]/*aTpudbyr Client o3Hauae Te mo OGyHKI1S BUKOHYETHCS VY
BCix oOkpimMm cepsepa*/
void TransmitPosition ()
{
if (isLocalPlayer) //mepeBipka 4gKmo MM € TpaBLUeM TO MU
BilOnpaBiiseMO Hally IIO3ULiI0 1 oDepTaHHS Ha CepBep
{
CmdSendPosition (transform.position);
CmdSendRotation (transform.rotation);

}
[Command] /*aTpudbyT Binnpasjigs Jobi koMmMaHIM Bin kjieHTa Ha
cepBep. [locuiaeMo CHOBilleHHS Ha CepBep 3 MNOTOUHOI nos3miiii rpaBug*/
void CmdSendPosition (Vector3 pos) //uHas3Ba oyHkiii o060B'43K0OBO
IIOBMHHA NouMHaTmucsa Cmd
{
syncPosition = pos; //cepBep maui npurMmae 1 sanmcye y 3MIiHHY
}
[Command]
void CmdSendRotation (Quaternion rot) //HasBa (yHKU1I 0BOB'S3KOBO
NOBMHHA InoumHaTmcsa Cmd
{
syncRotation = rot; //cepBep maui npuriMmae 1 sanmcye y 3MIiHHY

b}
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[ToTpibHO mpoTecTyBat poOOTY CKpUMNTa. s HBOr0 MEPEHOCHUMO CKPHUIIT
PlaerSyncPos na Prefab 3 imenem Player i BuMuKaeMO CTaHIApTHUN CKPHIT
Network Transform, sx mokazaHo Ha PucyHok . SIKIIO 3aJIMIIUTH Karcyily TO
HEMOXXJTUBO Oyzie mooauuTu o0epTranns. ToMy y rpy 104aM0O CTBOPEHOTO TOJIOBHOTO
nepcoHaxa, aye 6e3 aniMallii pyxi. CKOMIUTIOBATH TPy 1 3alTyCTUTH CEPBEP Y BIKHI
Unity, a KJIi€HTa 13 BiKHa CKOMIUIHOBAHOI Ipu. CKPUNT Mpallo€ MPABUIHLHO PUBKIB
y pyXax i 00epTaHHI MIEPCOHAXKIB HE BUSABICHO BIKHO TP Ma€ BUIIISI, K MTOKA3aHO

Ha puc. 3.18

0 Console
Cloar || Collapsa | Cleac on Play | Srror Pause | Ednar -

Pucynok 3.18 - Bikno rpu
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3.2.2 Po3poOka Mepe:keBOI B3a€EMOJIii MEPCOHAKIB:
Peanizartis MepekeBoi B3aEMO/IIi MMOJIATAE y TOMY IO TPaBeIlh IOBUHEH MaTH

JToCTyn 110 1HGopMaIlii, ska HeoOXiIHa Il YCIIIIHOTO TerMILIes 1 1 iHopMartis
MOBUHHA CHHXPOHI3yBaTUCSI. MiHIManbHUN HAOIp TaKWX NMaHUX — II€ 1M Sl TPaBIIf,
miKajga 370pOB’s, BIy4YaHHS Ta OTPUMAHHS TIOLIKO/KEHb, 3HUILIECHHA Ta
BIJIPO/IKEHHS TPaBIIS.

3.2.2.1 ImM’sa rpaBus:

3aBnaHHs 1IOTO €TaIly MOJsATae y TOMy, o0 JaTH mepcoHa)xam KII€HTIB, 10
3aXOJISATh Y TPy YHIKQJIbHI IMEHA(IIPOTOTHI HIKIB IPABIliB). ¥ MOAAIBIIOMY 0 IHX
IMEH MOYKHA 3BepTarucs 1 30epiratu irpoBy 1H(opmarliro nepconaxis. IMeHa moxxHa
dbopMyBaTH 32 IPUHIIUIIOM «IM’s+HOMEp». IM’st HafgaBaTH, a HoMep OpaTu 31 3MIHHOT
Net Id, mo 3Haxomutbest y komnoHeHTi Network Identity 1 MICTUTB yHIKaJIbHHIA
HOMED MiAKIIOYCHHS, 0 TPUCBOIOETHCS KOXKHOMY TIEPCOHAXKY, KU 3aXOIUTh Y
rpy. Tomy 3agadyy MOXHa CHOPOCTUTH, a CaMe, MPUB’A3aTH 1M’ TpaBLs JI0 HOTO
YHIKaJIbHOTO HOMEpa.

Ax 1 panime ctBopumo ckpunT MoBoto C#, Hamamo Ha3By Plaerlnfo 1

BIJIpEIAryEMO HACTyITHUM YHHOM:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerInfo : NetworkBehaviour ({
// Use this for initialization

void Start ()
{

transform.name = "Player " +
GetComponent<NetworkIdentity>() .netId.ToString() ; / * OTpUMYyEMO
3HAUEHHS

3MiHHOI netlId 1 o¢yHuiewn ToString() NIepeTBOPIEMO Yy CTPOKOBE

3HauUeHHSa*/

}

// Update is called once per frame
void Update () {
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[Teperackyemo ckpunt Plaerlnfo ma Prefab 3 imenem Player, micas goro
IPOTECTYEMO POOOTY CKpUNTa. 3allyCKaeEMO TPy y MYJIBTUBIKOHHOMY PEXHMI 1
MOXXEMO 0auuTH 10 nepcoHaxk mae im’st Player 1 (puc. 3.19). Ha nanuit MmoMeHT

CKPHUIIT IIPALIOE€ KOPEKTHO.

Pucynok 3.19 - MynbTUBIKOHHUN PEXKUM

Hactymauii kpok — BUBEACHHS TEKCTOBOI iH(opmamii Ham rpaBiem. s
IIOTO CTBOPIOEMO ITyCTHH eJIeMeHT Ha3BeMo oro Text i qogamo mo FPSController.
[Ticna mporo, Haruckatoun kHOnKy Add Component y BikHi Inspector, mogamo y
enemeHT Text kommoneHT Mesh/Text Mesh sk mokaszano Ha puc. 3.20. Y momi Text

HaIlmnmemMo JJIs1 MO4YaTKy «Player».

Pucynok 3.20- Komnonent Mesh/Text Mesh
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VY ckpunt PlaerInfo gqormmmemo kom, myist Toro, mo6d MoXKHA OYyII0 3BEPTATUCS
JI0 TEKCTY 1 BUBOJUTH MOTPiOHY 1HPopMallio. JlonumeMo JeKiibka KOMaH/I, Micis

4Oro BiH OyJie MaTH HACTYITHUIA BUTJISIA:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerInfo : NetworkBehaviour {
public TextMesh tm;
// Use this for initialization
volid Start ()
{

transform.name = "Player " +
GetComponent<NetworkIdentity> () .netId.ToString() ;
tm.text = transform.name;

}

// Update is called once per frame
void Update () {

}

[Iporectyemo poboty ckpunrta PlaerInfo na manomy erami. Ha Pucynok
BUJIHO IO HAIll MEepCOHaXXi MaloTh iMeHa 3 HoMepamu Oins Ha3Bu. ['paBenp, 1o

3aiijie cepBepOM MaTHME MEPITUH HOMEp, a iHIIT HOMEpH OyIyTh IPUCBOEH] Y TOMY

HOPAJIKY, Y IKOMY I'paBelb 3aiJie y rpy.

Pucynok 3.21 - Tect po6otu ckpunta PlaerInfo
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3.2.2.2 lIxkaua 310poB’s:
Ha nanomy erani 3aga4a nossdrae y Tomy, 1100 npu BXOJl y I'py HPUCBOITH

3HAYEHHs OJIMHUIIL 370pOB’sI(IIKajIa 3I0pOB’°s), M0 1HGOPMAIli0 TOBUHHI 0a4UTH
1HII1 TpaBlil 1 Ha AoAady 1 1H(GopMaIlis MOBUHHA CHH3POHI3yBaTHCs. Jliis peanizarii
11€1 3a7a41 MPPOIOBKUMO penaryBaTu ckpunt PlaerInfo:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerInfo : NetworkBehaviour ({

[SyncVar] public int Health = 100;/*3minHa, wmo
BBlAONOBlIa€e 3a 3IO0pOB'a aTpmbyT [SyncVar] CHMHXPOH13yeE
iix/

public TextMesh tm;

// Use this for initialization

void Start ()

{

transform.name = "Player " +
GetComponent<NetworkIdentity> () .netId.ToString() ;
tm.text = transform.name;

}

// Update is called once per frame
void Update () {

}

void OnGUI () /*BuBOOMMO 3HOopoB'sS B iHTepderici TpaBuga*/
{
if (isLocalPlayer) /*gKmo MM € TpaBlLeM TO Ha eKpaH
Oyne BUBOIMUTUCSA TiJibKe Hame 310poB'sa*/

{
GUI.Label (new Rect (Screen.width - 100, 25, 200,
50), "Health: " 4+ Health);

}

[IporecTyBaBIlllM BHUKOHAHHS CKPHUIITA MOXHA TOMITHTH, IO y MPaBOMY

BEPXHbOMY KyTi 3’sIBUJIACSl TEKCTOBa 1HGoOpMAIlisl PO CTaH «HALIOTO» 370POB’s

(puc. 3.22).
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Cllart: addressalocalhost purt=7777

Pucynok 3.22 - [lIkana 310poB’s

3.2.2.3 BiryyaHHsl Ta OTPUMAHHS NMOIIKOIKEHb:
OcTaHHIi KPOK Y CTBOPECHHI MEPEKEBOI B3aEMOJIii 1€ HAIMCAHHS CKPHUIITA

cTpuIbOHU, 1m0 OyAe peandizoByBaTH MEXaHi3M CTPUILOM 1 MPHU BIy4aHHI 3a0uparu
30pOB’s TpaBId. TpaeKkTopis TOMKOMKCHHS Oylae y BHUIISIAI MPOMEHIB, SIKI
BUXOIATH 3 Kamepu 10 00'ekta. [TomkomkeHHsI HAHO CATHCS 3aBISKU KITIKY MUIIKOIO
Ha Mozeni nepcoHaxy. CTBopuMo ckpunT MoBoro C#, sikuii Oyne peani3oByBaTu
OTpUMaHH:I MOIIKOKeHb y pe3yJIbTarTi BiIy4aHHs Hagamo Ha3By PlaerShooting. Iei
CKpHUIT Oy/le BUKOPUCTOBYBATHUCh CAMHUM TpaBLEM TOMY 3pa3y JoJamo ioro y Prefab
3 imeHeMm Player 1 BumMkHeMO(3HIMEMO Tranodky). [IoTpiOHO BIAKPUTH CKPUIT
PlayerSetup i nomatu ymoBy, o0 kommnoneH ctpinsou(PlaerShooting) BMukascs y
TOMY BHUIIAQJKy KOJIM MU € rpaBueM. llicims pemaryBaHHs BiH Oyae BHUIISAAaTd
HACTYITHUM YHHOM:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

using UnityEngine.Networking; //nimkjouyasMo OOOATKOBY
Ooibnioreky

public class PlayerSetup : NetworkBehaviour //3miHneMoO
baTbkiBCbKkUM kJlac Ha NetworkBehaviour
{

// BKaAszyeMO T1 KOMIOHEHTU WO OyIoeMO POoOUTU OJid
KOXHOTO KJI1€HTa YHI1KaJIbHUMU
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public Camera CharacterCamera;//cTBoponeMO NyOJIiuHy
3MiHHY Tuny Kamepa

public AudioListener CharacterAudiolListener;
//CTBOPEMO MNyOJIIUHY SMIiHHY 3BYK1B

public Transform handsl; //ny®6niuna 3MiHHa 0Jsd
BimobpaxeHHsa pyku 1

public Transform hands2; //ny®6mniuna 3MiHHa 0Jg
BimoOpaxeHHS PyKHU 2

public Transform clientModel; //ny®siuHa 3MiHHA IOJI4
BimoOpaxeHHsa Tijia

// BimByBaerbcsa iniuniamisauisg rpaBusa
void Start ()
{
if (isLocalPlayer) {
Destroy (GameObject.Find ("Main Camera"));
GetComponent<CharacterController> () .enabled =
true; //ninxjaoyaeMo KOHTPOJIED

GetComponent<UnityStandardAssets.Characters.FirstPers

on.FirstPersonController> () .enabled = true;
//TiOkIoyaeMo CKPUIIT
CharacterCamera.enabled = true; // BMHMKAEMO
KaMepy, IO HaJIeXUTb I'paBILlio
CharacterAudiolListener.enabled = true; // BMUKAEMO
CIOMCOK 3BYK1iB, WO HaJIEXMUTb I'PaBILiO
handsl.GetComponent<MeshRenderer> () .enabled =
true; // BMMKaeMO PyKM SGKIO 1le Hall IepCoHax
hands2.GetComponent<MeshRenderer> () .enabled =

true; // BMMKaeMO PyKM SKIO e Hall IepCoHax
GetComponent<PlaerShooting> () .enabled = true;

}
else {
clientModel.GetComponent<MeshRenderer> () .enabled
= true; // BMMKAEMO TiJIO SKIO L& UYXUM [IEPCOHAaX

}
}

// Update is called once per frame
void Update () {

}

Taxox nogamo y ckpunt PlaerInfo dynkitiro, mo Oyze BigHIMATH Bif] 310POB S

MIEPCOHAXKY 3aBIaH1 HOMY TTOTIKOKEHHS:
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public void GetDamage (int dmg)

{
Health -= dmg;

[Ticna pemaryBanusi ckpunta PlaerInfo Ta nomaBaHHS yMOBM BMUKaHHS
ckpunra PlaerShooting nepexonnmMo 10 HOro HaNMMCaHHS:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerShooting : NetworkBehaviour ({
public int Damage = 25;/*3MiHHa, mo Binmnorimae 3a
HaHEeCEeHHS IOWKOIXEeHHSI* /

/*TpaeKkTopisa MNOWKOIXEHHS y BUIJIANl npomMeHir, axki
BUXOIATHL 3 KaMepu o o0'eKTa MNOWKOIXEHHS HaHOCUMO
HATMUCKAUM MMIIKO Ha 1TrpoBoMy oBlexkTi*/

public Camera cameraTR;// npoMiHb, WO BUXOOUTH 3
KaMepu

private RaycastHit hit; //iundbopmainis npo ob6'exT B
AKUY MU TI0MalaeEMO IIPOMEHeM

private Ray ray;//iHbopmaliia mpo HanopaMOK MOPOMEeHS

void Update ()
{
if (Input.GetKeyDown (KeyCode.Mouse0)) //yMmoBa
HATMCKAHHSA JI1BOI1 KHOIKM MMIIKMA

{
Shoot ()

}
void Shoot ()

{

ray = cameraTR.ScreenPointToRay
(Input.mousePosition);//npomMiHb mycKaeTbCca 3 KaMepu y
TTOJIOXEHHS MUIIKU

if (Physics.Raycast (ray, out hit, 1000))/*nepeBpka
AKIO (13MUYHO NPOMIiIHB 3 IapaMeTpaMM 00 BKa3aHl 1
pamiycom 1000 nonamae y o0'exr*/

{

if (hit.transform.tag == "Player") /*mnepeBipka uwu

obexT Player*/

{
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string id = hit.transform.name; /*3anmcyemo y
CTPOKOBY 3BMiHHY iM'sg TpaBuUg ¥y SKOTO BIYyUYMIN*/
CmdShoot (id, Damage) ;

}
/*mocuyiaeMo Ha cepBep 1HbopMalliilo Hpo I'paBlg y SKOTO
BJIYUMJIM 1 [IOWKOIXEHHI* /
[Command]
void CmdShoot (string Id, int dmg)
{
GameObject go = GameObject.Find (Id); /*cepsep
3HAXOUTHL T'paBLUg 3 imeHem id*/
go.GetComponent<PlaerInfo> () .GetDamage (dmg) ;
/*cepBep HoBimomiige TI'paBLi, MO SMEHIMIIOCS 3O0pPOoB'sa*/

}

[IpoTecTyBaBIIM BUKOHAHHS CKPHUIITA MOXHA IOMITHTH, IO y IMPaBOMY
BEPXHBOMY KyTi 3HAYCHHSI CTaHy 3/I0pPOB’Sl 3MAaHIIMIOCS Y 000X rpaBiliB, Omudka!

N cTOYHUK CCHIIKM HE HAMIECH..

Pucynox 3.23 - TecTyBaHHSI BUKOHAHHSI CKpUIITa

3.2.2.4 3uu1eHHs TAa BIAPOIKEHHS IPaBUst
3HUIIEHHS MEePCOHAXKY TpaBilsd Oyne BiAOYBaTHUCS MUISIXOM OTOBIIIICHHS BCIX

KOMITOHEHTIB, SIKI MU BMUKaeMo y ckpunTi PlayerSetup, a He 3HUILIEHHSAM camMoro
00’ekTa. 3MIHMMO TeT y KaMepH, [0 3HAXOAUTHCS y CIIEH1 K Moka3aHo Ha QOmmoka!
HcTouHUK CCHUIKH He Haii/leH., TOMY IO MPH 3HUIICHHI IPaBlsl MOTPiOHO 1100

npu oOepTaHHI MHIIKOIO TOJIOBHA KaMepa obepraniacs y BCIX HampsMKax. SAKImo
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OBOTO HE 3pOOMTH TO TPHU BIIAPOIKEHHI TpaBLi CTAHJAPTHUN CKPHUIT
FirstPersonController Oyzne mrykaru kamepy nepcoHaxy o Tery. A oOuBi kamepu
y clieHi MaroTh Ter Main Camera. Tomy 3minumMo ter Main Camera Ha Untagged, sik

noka3aHo Ha puc.3.24. A TakoX BUMHKaEMO Bci komrnoHeHTH Main Camera y BiKHI

€ Unity 2017.4511 (64bit) - Game.unity - ShooterCZ1 - PC, Mac & Linux Standalone* <OX11> a x
File Edt Assets GameObject Component Mobilelnput Window Help
S 5] | &5 8 Pivot | @ Local » Collab & | | Account Layers Layout
i Scene = Hierarchy r
Shaded <1120 0] * |40 & - Giamos - (- Creste - G o 5
v & Game* .-
a9 B
Directional Light  Position x1ea v 27888
Plane Rotation X0 ¥[124319 20
[ - Scale *| | —
G 8 ¥ Camera
Netw Clear Flags Stybox. .
> Player Background
)| Everything k3
of Vie —_— 50
Clipping Planes  Near 05
) Far 1000
ViewportRect X0 1Yo |
1 1, F—
@ Project o
(A Crusa - aln || Desth -
€ Game 3 Rendering Luiss Staphics Saay
Display 1 ¢|| Free Aspect + scale 1 ‘Masimice On Play | Muce Audis | Stats | Gicmes (= | T WM PCEFS. TargetTexture fone (Render Texturs) °
¥ Player Ocdusion Cullng
Camera :
4  Allow HOR. El
.‘M Allow MSAA 2
Hands Allow Dynamic Reso |
Text Target Display
v- iots :
C PlaerShasting P
| PlaersyncPos.
(c| PlayerSetup
>l Standard Assets
Game
O Console Parameters.
Clear | Collapse | Clear an Play | Erver Pause  Editor * | [ D25 s (@0 Gl
o 0.0
(1) There are no audio isteners inthe scene. Please ensure there is slways one audio fatener i the scane 23 = T ol
\ - - L ]
= Crouch (=]

Pucynok 3.24 - TectyBanns Bukonanus ckpunra FirstPersonController

[Ticns ux 3MmiH Bigpemaryemo ckpunt PlayerSetup:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

using UnityEngine.Networking; //nigkiouasmMo OOOATKOBY
Oibnioreky

public class PlayerSetup : NetworkBehaviour //3minHoeMmo
OaTbkiBCbKMM kJac Ha NetworkBehaviour

{

// BKaAl3yeMO Ti1 KOMIIOHEHTHM mo OyIeMo pobuTM g
KOXHOTO KJI1€HTa YHI1KaJIbHUMU

public Camera CharacterCamera;//cTBopioeMO nyOiuHy
3M1HHY Tuny Kawmepa

public AudiolListener CharacterAudiolListener;
//cTBOpPIEMO MNMyOJI1UuHYy SBMIiHHY 3BYKiB

public Transform handsl; //ny6miuna smiHHA 0J19

BimoBbpaxeHHa pyku 1
public Transform hands2; //ny®6mniuna 3MiHHa 0Jd

BimoOpaxeHHS PykKHu 2
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public Transform clientModel; //ny®isiuHa 3MiHHA IOJI4
BimoOpaxeHHS Tija

private bool CanResp; //3MiHHa Tpurep BiOpOomXeHHS

private float timer;

public float RespawnTime;

// Bin®yBaerbcsa ininianizanisa rpaBus
void Start ()
{

EnblePlayer ();

}

void EnblePlayer () /*dyHKU1g9 BUBKJIMKAETLCS IIPHU
BimpomxeHH1 mnepcoHaxy 1 npu cTapTi Tpwm*/
{
if (isLocalPlayer)
{
Destroy (GameObject.Find ("Main Camera"));
GetComponent<CharacterController> () .enabled =
true; //nmigkioyaeMo KOHTPOJIEP

GetComponent<UnityStandardAssets.Characters.FirstPers

on.FirstPersonController> () .enabled = true;
//TiokaoyaeMo CKPUIIT
CharacterCamera.enabled = true; // BMHMKAEMO

KaMepy, IO HAJeXMTb I'PaBLIo
CharacterAudiolListener.enabled = true; // BMMUKaAEMO
CIMCOK 3BYK1iB, IO HAJEXMTb I'PaBLIO

handsl.GetComponent<MeshRenderer> () .enabled =
true; // BMMKaeMO PyKM SKIO e Hall IepCoHax
hands2.GetComponent<MeshRenderer> () .enabled =

true; // BMMKaAEMO PyKM SKIO ll& Hall IIepCOoHAaxX
GetComponent<PlaerShooting> () .enabled = true;
}
else
{
clientModel.gameObject.SetActive (true); //
BMMKAEMO T1JIO AKIIO 1Ie YyXUM IepCOoHax
}
CanResp = false;
GetComponent<PlaerInfo> () .Health = 100;
/ *TIOMIOBHIEMO 3I0POB'sa TpaBuLa*/
transform.position = new Vector3 (0, 1.5f,
0);/*koopaMHaT BiOpomxeHHS TpaBug*/

}
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public void DisablePlayer ()
{
/*byHKLI1g BYMMKAE BC1l paHime BKJIOUEH1 KOMIOHEHTH
AKIO T'paBlg OyJIO 3HUIEHO*/
GetComponent<CharacterController> () .enabled =
false;

GetComponent<UnityStandardAssets.Characters.FirstPers

on.FirstPersonController> () .enabled = false;
CharacterCamera.enabled = false;
CharacterAudiolistener.enabled = false;
handsl.GetComponent<MeshRenderer> () .enabled =
false;
hands2.GetComponent<MeshRenderer> () .enabled =
false;

GetComponent<PlaerShooting> () .enabled = false;
clientModel.gameObject.SetActive (false);
CanResp = true;
}
void Update ()
{
if (CanResp) /*nepeBipka Tpurepa BlapoIxeHHS*/
{
timer += Time.deltaTime; /*Bimjuixk uyacy
BlopomxeHHA* /
if (timer > RespawnTime) /*neperipka Ha
IepeBulleHHS Yacy BilIapomkeHHS*/
{
timer = 0;/*oBuyngemo TarMmep*/
EnblePlayer ();/*BinHOBJIOEMO MepcoHaxa*/

[Ticns upboro noTpiOHO BUKIMKATH (YHKIIIO 3HUIIEHHS 31 ckpunita PlaerInfo
KOJIM 3JI0pOB’sl CTaHOBUThCSA MeHIe Hyins. [licna pemaryBanus ckpunt PlaerInfo
Oyzie MaTu BUTIISI:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerInfo : NetworkBehaviour {
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[SyncVar] public int Health = 100;/*3miHHa, mo
BRBiamoBizmae 3a 31m0poB'a aTpubyT [SyncVar] CHMHXPOH13ye
iix/

public TextMesh tm;

// Use this for initialization

void Start ()

{

transform.name = "Player " +
GetComponent<NetworkIdentity> () .netId.ToString() ;
tm.text = transform.name;

}

void Update ()

{

tm.text = transform.name + "/Health " + Health;
//TUMYacOBUM HaNMC HaI T'PaBleM IJiS TEeCTyBaHHS
1if (Health <= 0)
{
GetComponent<PlayerSetup> () .DisablePlayer () ;
}
}

public void GetDamage (int dmg)
{
Health -= dmg;
}
void OnGUI () /*BUBOOMMO 3HOPOB'sa B iHTepberici rpaBug*/
{
if (isLocalPlayer) /*gKkmo MM € T'paBlLeM TO Ha eKpaH
OyIe BUBOIMUTUCA TiJibKe Hame 310poB'sa*/
{
GUI.Label (new Rect (Screen.width - 100, 25, 200,
50), "Health: " + Health);
}
}

[TotpibHo y Prefab na im’a Player mnpoctaBuTH 3Ha4eHHS 3MIHHOI

RespawnTime Tpu cexyHi1, CKOMIIUTIOBATH KIII€HTA 1 MPOTECTYBATH 3MIHHU.
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Display 1

No cameras renderi

Pucynoxk 3.25 - TectyBaHHS KJTi€HTa

3 TecTyBaHHS €Taly 3HMINECHHS Ta BIAPOHKEHHS MOXHA 3POOUTH BHCHOBOK,
110 BCE MpaIfoe KOPeKTHO puc. 3.25. [Ticist mpoBeaeHHS TECTY MOYKHA BIAKIIOUNTH
MOKA3HMK 37I0POB’s HaJ mepcoHakeM. [ mboro goctarabo y ckpurnti PlaerInfo
MO3HAYNTH, K KOMEHTAp PAAOK, 1€ Y 3MiHHY tm 3amiCy€eThCs TOKA3HUK 370pOB’S, a
came:

//tm.text = transform.name + "/Health " 4+ Health;

3.2.3 HajamuryBaHHs irpoBoi MeXaHiKM 3 ypaxyBaHHSIM aHiMauii
MoOJeJIeH.
Ha pganomy eramni moTpiOHO 3aMiHUTH TOJIOBHHMI MEPCOHAX Yy Ipl HA HOTo

¢biHaIbHY TEKCTypOBaHy Ta aHIMOBaHY BEpCil0, a TAaKOXK HaJalITyBaTH IrPOBI
MEXaHIKU 3 ypaxyBaHHAM aHiMailii. Takok moTpiOHO IMIOPTYBaTH 1HII CTBOPEHI
MOJIeJI JIsl HATOBHEHHSI POCTOPY CLICHH.

Imnopryemo 30epexkenuit panime Qaitn CharacterROB new.fbx y sxomy
3HAXOAUTHCS MOJENb TOJIOBHOTO MEPCOHAXyY N0 mpoekty rpu y Unity mist 1isoro
BUOMpaeMo y rojoBHOMY MeHI0 Assets/Import New Asset... 1 oOupaemo nuisix g0
daitny. Ilicas 1poro moTpiOHO TMEpPeTArTd Ha MaWJIaHUYMK CIEHU TEePCOHAX,
MPaBUJIBHO PO3TAITyBaTH HOTO BITHOCHO cTaporo nepconaxy y Player. [Ticist nporo
BKa3aTH HOBOTO MepcoHaxa y ckpuntax o0’ekty Player. Ilotim y BikHI Project

Bubepemo CharacterROB 1 y BikHi Inspector po3noginumo ctBopeny y_3DS Max
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aHiMaItiro. /st mboro mepeiieMo Ha BKIaAKy Animation, siK moka3aHo Ha puc.3.25.
Bupinmumo mepmry animamito xonp0u. B3zarani Hemae 3HaYeHHS SIKy aHIMAIliio
BUJIUJISITH Tepiioro. Sk BUgHO 3 puc. 3.25 y noms BnumieMo: Ha3Ba aHimanii — Go,
Start — 0, End — 20. CraBumo ramouku Ha Loop Time, mo0 3auKIUTH Yac
BUKOHAHHS aHIMallli, a Takox ranouky y Loop Pose juis mnaBHOro mepexomy Ha
MO3UII0. [IeHTUYHO MonepeIHIN ONMUIIIEMO 1HII aHIMaIlil TUTbKH 3MIHUMO Ha3BH Ta
nosis Start End. SIkmo aniMarttist He HOCUTbh ITUKIIIYHOTO XapaKTepy TO TaJIouku Loop
Time craBuTH He NOTPIOHO(HANMPUKIA aHiMallis cTpisou). I[licmsa mworo

HaTuckaeMo KHOMKY Apply(3acTocyBaru)

€ Unity 2017.4.5¢1 (¢ - ShaoterCZ1 - PC, Mac & Linux Standalone* <DX11> - o x

File Edt A ot Mobile Input _ Window _Help
Guames - | (&A1 i
S

[ defined a5 fioved
| dugraes, for cthers tis dufined as mavimum distance/delta
B e

Animated Custom Prl_
Clips

Pucynok 3.25 - Bkiagka Animation

s Toro j11(010) aHiMallsg nporpaBajiach MOTPiIOHO OAaTH
Animator_Controller, [Ins uporo y BikHI Project natuckaemo IIKM 1 y
BunagarodoMy  MeHio  mepexoaumo  Create/Animator Controller.  Oppazy
neperimenyemo Horo Ha PlayerAnim ROB NEW 1 Bka3zyemo ioro Biapasy B
aHiMaTtopl MoJeNl IMepcoHaxy, a came 3aruckatoun JIKM meperackyeo B more

Controller, sik mokazano Ha puc. 3.26
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€ Unity 2017451 (64bit) - Game.unity - ShaoterCZ1 - PC, Mac & Linux Standalone* <DX11> = a x
File Edit Assets GemeObject Component Mobileinput Window Help

Prefa/PlayerAnim_ROB_NEW.controller

|21 4 &

warting CSUSLe! .. parc gacy UE SysterT ana wir

6,27): warning CS0618: " UnityEngine GUITexture' is obsolete: “This component is part of the legacy UT system and will be removed in a future

Pucynok 3.26 — Komnonent Animator Controller

[Ticns 1bOTO TIEpPEXOAMMO Y BIKHO AHIMaropa i Bifpasy J0JaEMO aHIMAIliIo
crokoro 3 Ha3Bor StopROB(cTBOpeHy pawimie), sk mokazaHo Ha puc.2.27. Jlns

I[LOTO Y JEPEB1 MepcoHaXy BHOMpaeMo a"imaiiiro StopROB

€ unity 2017454

£ 1- PC, Mac. <DX11> = o X
omponent Mobile Input Window _ Help

_—mu Behayiour

£ Console
i &'-".1‘ Colupse Clea onPlay | Ere pause | Edior -

A i 27): warming CSO618: °UnityEngine GUITexture’ s obsolete: “This component is part of the legacy U system and will be removed

Pucynoxk 3.27 - Animariis cnokoto StopROB
[Ipu 3amycky rpu 1oaHa aHiMallis BiJipa3y * MOYUHAE IPOTPaBaTUCH.

3.2.4 CrBopeHHs KOM(OPTHOI CTPiNIbON KJIIEHTIB
Ha npomy etami rpaBusiM MOTPIOHO HAJaTH MOXJIMBICTH KOMQOPTHOI

CTPLIKOHU, J7151 YOTO MOTPIOHO CTBOPUTH MIPHIIL Ta 3A1HCHIOBATH CTBOPEHHS 00’ €KTIB

31 CTOPOHH KJII€HTA.
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JlomamMo TeKCTypy MPUIIULY B MPOEKT TPH, IJS I[HOTO MEPETATHEMO PaHIIlIe
cTBopeHuil (aiin pricel.png 3 mpoBigHMKa 10 manku Image, mo po3TamoBaHa y
BikH1 Project. Knannysmm JIKM nHa ¢aitni pricel.png y BikHi Inspector 3miHNMO
sradeHHs nonst Texture Type Ha Sprite(2D and Ul) Ommoka! UcTOYHUK CCBHIIKH
He HaigeH.. [licnsa uporo norpiOHO ctBOpuTH HOBUM Ul enemeHT y BUIIAIL
KapTUHKU i nboro Haruckaemo [IKM y BikHi Hierarchy Ta Bubupaemo Ul Ta

Image Ommoka! UcTOYHMK CCHIJIKH He HAl/IeH..

* <DX11> = X

= Hierarchy © Inspector
(@Al e pricel Import Settings

Main Camera

» Static Texture Type Sprite (20 and U1) +
NetworkManager Texture Shape (20 : 4]
» Player
» CharacterROB Sprite Mode [singe ¢
Packing Tag

Pixels Per Unit 100 |
Mesh Type (Tight ¢
Extrude Edges s |1

Generate Physics W/
|
|

Copy
Paste

Rename
Duplicate » Advanced

Delete

Wrap Mode Clam,

4+
{
Filter Mode Ny

® Project Select Prefab

Create Empty
3D Object

20 Object
Effects

Light

Audio

Video

ul

Camera

» & Standard Asse
« Game

¥ v v v v v

Raw Image

Button
Toggle
Prefs/PlayerAnim_ROB_NEW.controller Slider
Scrollbar
Dropdown
Input Field
Canvas

Parameters
Grlame

Stdle UUESTI L ITave dif EXIL 1111 OF dny COnuIuoT, Uansiuon wiil ue ignorey

n server

Panel

T

Pucynok 3.28 - Houit Ul enement

[Ticnst iboro MOTPiOHO MPOBECTH HaNAIITYBaHHS TpadiyHOTO iHTEepdeicy y
nojsie Sourcelmage mepeTsarTi KapTHHKY pricel.png, mpociaiaKyBaTH MO0 y MOJSIX
Pos X PosY Pos Z crosiio 3HaueHHs Hy!b, JoBkUHY Ta mupuny(Width, Heigh)
CTAaBUMO Ha BJIACHHUM PO3CY/ B 3aJIEKHOCTI BiJl TOTO SIKi OyTyTh PO3MIpH TIPHUILLTY,
SKIIO KOJIp MPULILITY HE 3aI0BOJIbHSIE TO MOXKHA 33/1aTH HOTO HA BIACHUM PO3CyH Y
noii Color Ommoka! McTrouHMK ccblIKH He HalaeH..Omuoka! UcrouHuk

CCHLLIIKHM He HalIeH.
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DX11> el o X

¥ Image | [ static v
Tag (Untagged 3] Layer (UL ¢)
v RectTransform S
NetworkManager - Pos Y Pos Z
» Player
P CharacterR0B

¥ Canvas (Eile)

Rotation X0 vl |zjo |
Scale  x1 vl |zl1

Prefs/PlayerAnim_ROB_NEW.controller

Parameters
Gellame

& UDESITUTTaVE arn EXIC TITTE OF arry Wil UE TgnoTey 1 § List is Empty

erver

&

Pucynox 3.29 - HanamryBanns rpagiunoro iHTepdeicy

3.3 HanoBHeHHs rpH 00’ €KTAMU

3.3.1 CTBOpeHHS HABKOJHMIIHLOTO CEePeI0BHIIA

CTBOpeHHS HABKOJIMITHBOTO CEpPEOBHINA MOTPIOHO TMOYaTH 31 CTBOPEHHS
3emui(terrain). g mporo morpidHo BuOparu GameObject > Terrain 3 meHto (1€
TaKOX JOJACTh BIMOBIIHUN acceT terrain'a y BikHO Project) (puc. 3.30). [Ipu upomy
JaHAmadT crnovarky Oyae HIYMM 1HIIKM, SIK IIPOCTO BEIUKOIO, TUIOCKOIO PIBHUHOIO.
Opnak, pu BUJUIEHOMY O0O0'€KTI terrain'a, MPEICTABICHO PsJl IHCTPYMEHTIB, SIK1

MO>XHA BUKOPHUCTATH JIJI1 CTBOPEHHSI Oy/Ib-sAKUX MOTP1OHUX JanamadTis (puc. 3.30)

Q Unity 2017.4.5f1 (64bit) - Game.unity - ShooterCZ1 - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

m 0{4 B Create Empty Ctrl+Shift+N
# Scene Create Empty Child Alt+Shift+N

Shaded 3D Object > Cube

2D Object > Sphere
Effects > Capsule
Light > Cylinder
Audio > Plane
Video > Quad
o Z Ragdoll...
Camera

Terrain
Center On Children

Tree
Make Parent Wind Zone

Clear Parent 3D Text
Apply Changes To Prefab

Break Prefab Instance

Pucynok 3.30 - CTBOpEHHSI HABKOJIMIIHBOTO CEPENOBHUILA



62

Ha puc. 3.30 migkpecieHi 4YEepBOHOKO JIHIEID KHOMKH 3J1iBa HA TPABO
BIJIOBIAAIOTH 34:

o mepmia  KHOMKa  aktuBye iHCTpymeHT  Raise/Lower  Height
(M1ABUIIMTH/3HUZUTH BUCOTY),

o JIpyra KHomka akTuBye iHCTpyMeHT Paint Height, ananmoriunuit
iHcTpyMeHTy Raise/Lower, ane € gogaTkoBa BJIacTUBICTb JJIS BCTAHOBJIEHHS
IITLOBOI BUCOTH,

o TpETs KHOIIKA aKTUBYeE 1HCTpyMeHT Smooth Height, ycepenttoe cycinni
o6macTi. Ile mom'skurye nanamadT Ta 3MEHIIYE MOSBY PI3KUX 3MiH,

o YeTBEpTa KHOIKA JI0JIa€ TEKCTypHU B PE3yNbTaTi 4Oro terrain MO>KHA
PO3MaJIIOBaTH TOMAaHUMH TEKCTypaMu. {71 bOro moTpiOHO HATHCHYTH Ha KHOIIKY
Edit Textures motim y Bunamarouomy MeHto Buopatu Add Texture..., micns goro y
BikHI Add Terrain Texture HatucHyTH KHONKY Select BUOpaTu TEKCTypy JBOMHUM
kiikoMm JIKM ta HatucHyTH kHONKY Add st 36epexenns (puc.3.31)

° UYeTBepTa Ta I’ siTa KHOMKY MTPAIIOIOTh AaHAJIOTTYHO aJie JJOJIal0Th MOJIEI

JIEPEB Ta POCIUHHOCTI.

@ Unity 2017451 (646 - Gameaniy - ShooterCZ1 - B Mac & Linux Standilones <DX11 - 8 x
Fle Edt Ases Gomebject Component Mobilelnput Window Help

.....

ase ensure there s always one audio listener in the scene

Pucynok 3.31 - [lonaBaHHS TEKCTYp
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Albedo (RGB)
Smoothness (A) _Normal

[

]
y s

DUU‘»

BumenTim. ButtonTim. Echantior. EthanOcc.  pebble-t

Pucynok 3.32 - HanamryBaHHsI TEKCTYp

HactynHuii kpok 1€ J0JaHHS paHilllie CTBOPEHUX MoJeJel OyiBellb Ta
cnopyn g uporo Hatuckaemo IIKM y BikHi Project 1 y crmBarouoMy CHHCKY
HatuckaeMo Import New Asset 1 Bkazyemo nuisax 1o fbx daiiny 3 moaemito, 1o
noTpiOHO momatu. Mopeni y KOTpHX € aHiMallis aHIMyeMO 3a THM CaMUM
MPUHIIAIIOM, SIK 1 TOJIOBHOTO TIepcOoHaxka. Y rpy Oyino JomaHO Mojeni: Oeciaku,
XaTUHKUA Ha KypsYMX HDKKaX(aHIMOBAaHO IMKIIYHOIO aHIMAIli€l0), Oy/iBis
Ky3H1(aHIMOBAHO IIUKJIIYHOIO aHIMAIII€10), CIIOPY/Ia BITPsAKa(aHIMOBAHO LIUKJIIYHOIO
animariero), repd6 Cym/[Y(aniMoBaHo mnuKIiuHOKO aHimaliew) Omuodka!l

HcTouHMK cchUIKM He HaliaeH.(puc.3.33)

G5 0k O ERTE R0 aff % B L N e o) i Sl
w S

Pucynok 3.33 - HanamryBanus animarii

3.3.2 CrBopenHs ¢oTopeaicTHIHOIO HeDa
CrBopeHHs poTopeasicTUYHOTO He0a HalacTh I'pl OUIBIIOT MPUBAOIUBOCTI 1

3amacth meBHUM HacTpid. HeGo y rpi cTBoproeThcst 3aBmsku Skybox — 1me 6-
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CTOPOHHIN KyO, SIKHW MTPOMaIbOBY€ETHCS MO3aay BCiel 1HIIOI rpadiku y rpi. Kpokw,
HEoOX1aH1 17151 cTBOpeHHs Skybox:

o 3pobuTn 6 TEKCTYp, K1 BiAMOBIIAIOTH KOXKHIN 13 6 cTopiH Skybox Ta
MOKJIACTH iX y manky Assets (puc.3.34).

o JInst KOKHOI TEKCTYpU MOTPIOHO 3MIHMTH pexxuM obroptku (Wrap
Mode) 3 Repeat na Clamp (puc.3.34)

Lle#t mpoiiec Haraaye MmiAIrOTOBKY po3ropTku B 3D penakTopi, SsIKUM BiH 1 € 0

cyti. Tomy Kpamie kapTUHKH HeOa MmiAroTyBaTH(po3pi3aTd Ta BUAAIUTH (OH) Y

rpagiyHOMY peaaKTopi.
i & Collab ~ & | | Account ~ Layers ~ | | Layout ~
= Hierarchy © Inspector
wA . @GR ) " i . "
rAl ||| Create -| (AT B Eerie_back Import Settings &,
v & Game* L Open
Main Camera
P Player .
Texture T Default 3
B im0 T:xtu: s;:: { z; - 0}
» Static "
NetworkManager SRGBE (Color Texturely
¥ Canvas Alpha Source | Input Texture Alpha 4]
EventSystem Alpha Is Transparen[ |
Terrain
» Kordon » Advanced
Wrap Mode [Repeat 0|
Filter Mode [V Repeat
Aniso Level o
De' Mirror
Max Size Mirror Once
Resize Algorithm Per-axis
@ Project o CoTnpression 1z uanty y
T 'i (Q—\I ‘ i ‘ 1 Format Auto
¥ G My_Assets A Use Crunch Compre [_]
» G Particles ‘
R A
¥ & Skyboxes sveit
¥ Gl Textures
» (&l DawnDusk
¥ & Eerie
Eerie_down
Mcerie_front
Eerie_left
Eerie_right
__Eerie_u 0 RGBA D
¥ & MoonShine
» Gl Overcastl E
b/
Parameters
| (D999+| [\ 18 Loo[ (@ Tame ) 4,

4 | List is Empty

Pucynok 3.34 - ®ortopeanictuune He0O
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o CrBoptoemo HoBuit Material, narucuyBum I[IKM y BikHi Project
BUOHPAEMO
Create->Material.

o Penaryemo BnacTuBOCTI Marepiany y BepxHiid yacTuHi BikHa Inspector,

BUOMpaemo 31 ciucky menaep Skybox ->6 Sided (puc. 3.35).
o [Tpu3HauaeMo 6 TEKCTyp Uil KOKHOTO CJIOTa TEKCTYpPH Yy MaTepiali.
Pobumo 11e muIsXoMm mepeTsAryBaHHsS KOXKHOI TEKCTypH 3 BikHa Project y BIKHO

Inspector puc.3.35

- a s
& Collab ~ A | | Account  ~ Layers  ~ || Layout ~ & Collab -
‘= Hierarchy © Inspector = Hierare © Inspector
= @A ) 2 | )
i Ca,‘_‘" s N O — n Eerie Skybox o - | cn £ n Eerie Skybox
v < Game* = CSkvbox/6 Sided .~ a = kybo: ded
e Shader| | Skybox/6 Sided l v Wain Camera Shader \SkybexiSi
» Player Tint Co Standard “ :‘F:II:""‘! . U
» CharacterR08 Exposu  Standard (Roughness setup) e e
» Static Rotatio| Standard (S HetworkMa
ecular setuj orkManager
NetworkManager Front [- (Sp P) o —— Front [+2] (HDR)
» Canvas AR 2 EventSystem
EventSystem FX > Terrain
Terrain U " » Kordon
» Kordon
Back [- Mobile >
Nature >
Particles >
+ 6 Sided Skybox b4
Cubemap Sprites >
Panoramic ul >
o Procedural Unlit >
@ Project
| Create - (@ I L 2
» & starryNight -
» & Sunny1 Legacy Shaders >
» @ sunny2
Up [+Y] (HDR)
>ﬁ5umy§ » (@ StarryNight
-| _skybox info » & sunnyt
DawnDusk Skybox > (@ sunny2
> ine Skybox
W Overcastl Skybox
o Skybox
= StarryNight Skybox

- Skybox
W Sunny2 Skybox
W Sunny3 Skybox

|+

Parameters

[Ds99+[ A 16 [ @]} ETone +
ﬂunix Empty

Pucynok 3.35 - BractuBocTi matepiany

Jlns mpuB'sizku SkyBox 110 ciieHr HeoO0X1THO 3pOOUTH HACTYITHE:

o VY roIoBHOMY MEHIO BIIKPHEMO BIKHO HaJIallITyBaHHS OCBITJICHHS IS
poro Bubupaemo Window->Lightin->Settings (puc.3.36).

o VY BiKkHI, 10 3’ABWJIOCS aKTUBYEMO BKIJIAJIKy Scene 1 y mone Skybox

Material nmepetsiryemo cTBopeHuit Matepian s HeOa (puc.3.36).



Q Unity 2017.4.5f1 (64bit) - Game.unity - ShooterCZ1 - PC, Mac & Linux Standalone* <DX11> . o X
File Edit Assets GameObject Component Mobile input el
| O BN S = Bl 55| [scenter] ©Giobal] CrieTab I (> 1 [ & coliab - [ & | Account_~ | [ Layers - | Layout -
am Previous Window Ctrl+ Shift Tab rchy 1 £V o W ‘W{ =]
-1l20 ] * |9)| & - - (@A | A
paracts Sphereot = B=XY Gicbal Maps | Object Maps
Senvices w0 P Sysam v :
Scene Ctrl+1 Lightsource Skybox Material ‘WEerie Skybox o
o s » wind | [esoures None (Light) °
» wind (1, o 5
Inspector Ctrle3 (€ ":"d :2; | environment Lighting
Hierarchy Ctri+d besedka (1) ISt':luwoit i | Skybox “TI
% besedka (2) .
Profach cufe v KYZNA Ambient Mode | Realtme 0
Animation Ctris6 v DOMZ Environment Reflections
Profiler Ctrle7 Kuanya Source [ Skybox
» MJELNIR . k3 i
Audio Mixer Ctri+8 e ST Resolution 128
Asset Store Ctrisg » library (Aue
n Cont NetworkManager Intensity Multip et [1
llab Hi Bounces Jr—| 1
Animator + ¥Realtime Lighting

Animator Parameter Realtime Global Il W

¥ Mixed Lighting

Sprite Packer
! Baked Global Illuri

Experimental

Lighting Mode | Shadowmasi k
Holographic Emulation

Tile Palette

© Overcast1 Skybox
& Overcast2 Skybox
> Settings | ) starryNight Skybox
| © sunny1 Skybox
Sunny2 Skybox WAuto Generate Generate Lighting
© sunny3 Skybox

Light Explorer

|| 1 Directional Lightmap: 1024x1024px 2.7 MB

Ctrl+Shift+C s | =
) +

1, There are no audio listeners in the scene, Please ensure there is always one audio listener in the scene

)There are no audio listeners in the scene, Please ensure there is always one audio listener in the scene

Pucynoxk 3.36 - [Ipus'saska SkyBox

3.3.3 CTBOpeHHS ayaioCyNnpPOBOIKEHHS

[Ticass HamMOBHEHHS CIIEHM MOJAENSMH 3aJHINAEThCS  3a7aTh  ayaio
CYNPOBOXCHHS. 3BYK JIONOMAara€ TpaBIIO BIIYYTH €MOIIii, SKI HEMOXIIHUBO
nepenaTy HIMMH crioco0aMu. BiH monomarae moXBaBUTH CBIT IpH, 3pOOUTH CBIT
OUIBII peaiCTUYHUM 1 JOJA€ MEBHOIO KOJOPUTY. Y rpl MOTPIOHO O3BYUUTH TaKl
NOJIIT SIK TOCTP1JIU 31 30p0oi, aTMOC(epHE 03ByUyBaHHS, 03BYUyBaHHS 00 €KTY Ky3HSI.
JIst bOrO MOTPIOHO CKavaTH 13 Creliaai30BaHUX CalTIB 3BYyKIB BIIMOBIHI 3BYKOBI
¢aiinu, 1m0 € y BUIbBHOMY JIOCTYI 1 IpaBa Ha iX BUKOPUCTAHHS HE OTP1OHI, a came:
3BYK MOCTPUTY 3 MICTOJIETA, 3BYK yIapy MOJIOTa MO KOBaJTy, aTMOC(hepHU Irym
IPUPOIH.

Y TmpoekTi Tpu CTBOPIOEMO TamKy s 3BYKIB miag Ha3zBowo Sound 1
NEePeTIryeMO 3 MPOBIJHUKA paHille ckadaHi Qaitnu. Cnovyarky A0AaEMO 3BYK 0
00’exty Ky3H1. [[1s1 boro nmotpibno HatucHytn KkHOnky Add Component, BuGparu
31 crucky Audio, motim Audio Source. ITicas mporo 3’siBUThCs kKoMmoHeHT Audio
Source 1 Bxke oro norpiOHo HamamryBatu ajs rpu. Y nose Clip Play norpidno
nepeTsarta Ham ¢ain kuznec i3 BikHa Project, mocraBuTu ranouku B mois On

Awake(niporpaBanHs npu ctapti rpu) 1 Loop(3aniukiroBaHHs 3ByKY), y o Spatial
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Blend nocraBatu onunuiio, mo6 3Byk OyB 00’€MHUM 1 3aTyXaB MPH BiAAaJICHHI Bij

00’exty (puc.3.37).

Texto1
Particle System
Lightsource.

in
» wind (1)

wind (2)
besedka (1)

Pucynok 3.37 — HanamryBaHHs 3BYKiB

AtmocdhepHe 03BydyBaHHs, 1110 3HaX0UTheA Y (paitm Forest moTpibHo monatu
no Ul enementy Canvas aHajoriyHo nomnepenHboMy. HanmamTyBaHHsS aHaJIOT14HI
HOTIEPEIHIM, OKPIM OJHOTO. ATMOC(EpHE CYIIPOBOIKEHHS Y TPl 3aCTOCOBYETHCS JIO
Ul enemenTy, 110 3aBXAM NPUCYTHIN y Ipl NOPS 3 MEPCOHAKEM TOMY 00’ €MHHIA
3BYK He MOTpiOeH, BiamoBigHO y mose Spatial Blend moTpi6bHO mocTaBUTH HYIIB.

JU1s 03By4yBaHHS OCTPLTY 31 30poi moTpi6HO 3MiHUTH ckpunT PlaerShooting
1 1o7aTi B HHOTO MYONIYHY 3MIHHY 3 ay[io Ta MporpaBaTH il MpH HATUCKaHHI JIiBOT
KHOIIKY MUIIIKH, a CaMe:
public AudioClip clip; // 3Byk nocrTpigay
GetComponent<AudioSource> () .PlayOneShot (clip); //
NpOTrpPaeTbCa 3BYK INOCTPliy

[Ticns penaryBanHs CKpUnT Oy/ie MaTH BUIIIS:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class PlaerShooting : NetworkBehaviour ({
public int Damage = 25;/*3minuHa, wmo Bigmosizmae 3a
HaHECEeHHS MOWKOIXeHHI* /
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/*TpaekTopig NOWKOIXeHHS Yy BUIUIAOlL nOpoMmeHiB, gki
BUXOOATHL 3 KaMepu nO0 00'ekTa IMOWKOIXKEHHS HAaHOCKMO
HATMCKAUM MMIIKO Ha i1TrpoBoMmy oBlexkTi*/

public Camera cameraTR;// npoMiHB, WO BUXOOUTL 3 KaMepPU

public AudioClip clip; // 3Byk nocrTpigy

private RaycastHit hit; //iumdopmauis npo o6'exT B sSKuUM
MM IIOIIamaEMO IIPOMEeHEeM

private Ray ray;//iHbopmaliia mpo HanopsIMOK MOPOMEHS

void Update ()
{
if (Input.GetKeyDown (KeyCode.Mouse0)) //yMoBa
HATMCKAHHSA JI1BO1 KHONKM MMUIIKU
{
GetComponent<AudioSource> () .PlayOneShot (clip); //
NPpOTrPaETbCa 3BYK IIOCTP1liy
Shoot ()
}
}
void Shoot ()
{
ray = cameraTR.ScreenPointToRay
(Input.mousePosition);//npoMiHbs NOyckKkaeTbca 3 KamMepu Yy
TTOJIOXEHHS MUK
if (Physics.Raycast (ray, out hit, 10000))/*meperpka
axmo (13MYHO MNPOMI1HB 3 IapaMeTpaMM IO BKa3aHl 1 pamlyCcoMm
1000 nomamae y oB'exr*/
{
if (hit.transform.tag == "Player") /*mnepeBipka uwu
obexT Player*/
{
string id = hit.transform.name; /*3ammucyemo Yy
CTPOKOBY BMiHHY iM'sg TpaBlUg y SKOTO BIYUYMIU*/
CmdShoot (id, Damage) ;
}
}
}
/*nocuiyaeMo Ha cepBep iHbopmanin npo TpaBus Yy SKOTO
BJIYUMJIM 1 [IOWKOIXeHHI* /
[Command]
void CmdShoot (string Id, int dmg)
{
GameObject go = GameObject.Find (I4d); /*cepBep
3HAXOUTH T'paBlLg 3 iMmeHem id*/
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go.GetComponent<PlaerInfo> () .GetDamage (dmg) ;
/*cepBep HOoBimomiige T'paBLi, MO 3MEHIMJIOCS 3O0POoB'sa*/
}

[Ipu po6oTI 31 3ByKOM OYJI0 pO3IISIHYTO TPH CIIOCOOU TOJIABaHHS 3BYKY Y TDY.
[cHyIOTH OL7BII pPO3TadyXeHI 3BYKOBI MOJEIi, ajlieé BCl BOHH BHUKOPHUCTOBYIOThH
PO3IISTHYTI BUIIEC MPUHITUTIH.

Ha npomy etan BUpoOHMIITBA MOXKHA BBa)KaTH 3aKIHUEHUM, MOTPIOHO JIUIIIE
MIPOBECTH KOMIIJISIIIO TPH 1 3p00UTH i penis.

Kinnesuit BapianT rpu Mae BUrsig puc. 3.38

Pucynok 3.38 - Kinnesuii Bapiaut rpu
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4 TECTYBAHHSA TA TEXHIYHA ITIIATPUMKA

[Ticns  pemizy Bigpa3y [OUMHAETHCS €Talm  MIATPUMKA  CTBOPEHOI
rpu(IIOCTIIPOJAKINH). Y BEIMKHAX KOMIAHIAX IEH eTamn 3aBYacHO TUTAHYIOTh. SIKIIIO
KOMaHJla He OaraTouucesnbHa, ad0 SIK y MOEMY BHUIAJKY CKJIQJA€ThCsl 3 OIHIET
JIOMMHU TO BCE 3aJICKUTH B/l TOTO YU CTajia Ipa MOMYJISIPHOIO 1 UM MPUHOCUTH BOHA
noxin. Skimo rpa cranma TOMyISpHOK MPUHOCHTH TPoIm, To ii MOTPiOHO
MIJITPUMYBaTH, a caMe BUITYCKaTH OHOBJIEHHs(MaTdi) 3 YCYHEHHSIM HEOJIIKIB, Ta
JOJJaTKOBUX JONOBHEHb. [loTpiOHO BpaxoByBaTH 3ajayl, KOTpl HEOOXI1THO
pearnizyBaTH B OHOBJIEHHI, MOXX€ CTaTHUCS TakK, M0 Oy/e 3aAisTHUMN JaHIIOKOK BCIX
eTaniB(HaIpHUKJIaa BBOJA Y IPy HOBOIO MEPCOHaXy). Tomy MOTpiOHO BpaxoByBaTH
CKUIbKM Yacy 1 (PIHAaHCIB MHOTPIOHO BHUTpaTUTH. Takok NOTPIOHO aHaI3yBaTH
Gb110eK(KpUTUYHI BIATYKH) BiJl KOPUCTYBadiB 1 BIOCKOHAJIOBATU TPy JOKH 1€ HE
ctaHe 30utkoBuM. [licis Toro, sik rpa Oynaa CKOMIIUIbOBaHA, TECTEPH ITOBUHHI IPaTh
B HEi 1 3HAUTH BC1 MOMJIMB1 TTIOMUJIKH.

TecTyBaHHS rpy BUSBUJIO CYTTEBHUI HENOMIK — Terrain HeMae Mex, MepCoOHaX
JOXOIAYM A0 Kpalw Mamu TpOoAoBKye pyXx. Hemomik Oymo yCyHYTO IIISTXOM
nonaBanHa 00’ekTiB Cube 3 BuMmkHyTMMH Mesh Renderrer ame Box Collider
3aITUIIMITUCS BBIMKHYTHMH, 110 HE I03BOJISE TIEPCOHAXKY TOXOAUTHU A0 Kparo KapTH,
BiH HATUKAETHCS HA HEBUAUMY CTiHY (puc. 4.1). [TapanenbHo y Tpy J0JjaHO CUCTEMU
JaCTOYOK IO IMITYIOTh BOTOHB Ta IUM. TaKMM YMHOM BHUITYIIIEHO BIJTIOBIIHHM IMaTy

3 YCYHEHHSIM HEJIONIKY Ta peaji30BaHO JOMOBHEHHS.

Pucynok 4.1 - JTonaBanns 06’exriB Cube



71
BUCHOBKHA

CTBOpEHHS I'pH BiJl IEPIIOi 0COOU y CTUJII IIyTep Ha OCHOBI 1H(POPMAIIITHIX
TEXHOJIOT1 TPOEKTYBaHHS MEPEKEBOTO IrpOBOTO MPOTPAMHOTO 3a0e3MeUeHHS €
YVHIKQIBHUM TIPOIIECOM 1 MoTpelye MOeAHAHHS TAJIAHTYy 1 TBOPUHUX 310HOCTEH:
comiojiora,  aHaJITHKA,  apT-AU3ailHepa, TMporpamicta Ta  MEHEIXKepa.
[HTepakTUBHICT, KOMIT'FOTEPHOI TpH Ma€ THYYKHHA XapakTep 1 MOXKIUBICTh
MacITadyBaTHCs, TMiJIAITOBYIOYNCH IIiJ] 3alUT KOpUCTyBada. Ha mouarky
pPO3pOOKH 3IMCHEHO: IUIAHYBaHHS 3aBJaHb, PO3MOAUT iX NPIOPUTETY Ta Tpadik
BUKOHAHHA. [Ipu CTBOpeHHI MepekeBOi KOMI IOTEPHOI P BUKOPUCTOBYBAJINCS
Cy4acHi MpOrpaMHi 3aCTOCYHKH, [0 B CBOIO YEPTy JO3BOJUIIO CYTTEBO CIIPOCTHTHU
OKpeMi HHU3bKOPIBHEBI IPOTPaMHI MpOLECH, a JedKl B3arajil HpuOpaT, IO
CKOPOTHJIO 4Yac CTBOPEHHS Ipu. TakoX L€ 3HAaYHO MIABUILMIO THYYKICTH Ta

MaclTabOBaHICTh IPH.
[TinBoassun MiACYMOK BapTO 3a3HAYUTH, 110 KOMIT FOTEPHI irpU € 0COOIMBUM
BUJIOM TPOTPAMHOTO 3a0€3MEYeHHS 3 OKPEeMHMH TMpaBWJIaMU pPO3POOKH, 1
BKJIIOYAIOTH B ceOe Oararo ramyseil 3HaHb, CIPSAMOBaHi Ha 33JJ0BOJICHHS €CTETUYHUX

Ta COLIAIIBHUX MOTPEO.
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