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AHOTAIIA

Peoxau P.JO. Po3pobka Tpu y kaHpl BIDKHBaHHI Ha twiatgopmit Unity 3
BUKOPHUCTAHHAM IIITYYHOTO IHTEIEKTY .

Kpamdikamiina pobGoTa Ha 3700yTTd OCBITHBOTO CTYIleHs OakalaBp 3a
criemaibHicTio 121 «lmkenepid mporpaMuoro 3adesleucnsy. — YHIBEPCUTET MUTHOT
cipaBu Ta ¢diHancis, Jainpo, 2024,

Kpamdikamiina poGora mpHcBAUeHa po3polIl TpH Y KaHpPl BIKWBaHHSI Ha
wiargopmi Unity 3 BHKOpHcTaHHSM ITydHOTo 1HTelekTy (ILI). OcHoBHOlIO METOIO
JOCIITKEHHSI € CTBOPEHHSI 1HTEePaKTHBHOI TpH, Ska 3a0e3neuye BHUCOKY CTYIHB
PEANICTUYHOCTI Ta 3aXOILTMBOCTI 1ITPOBOIO HPOLECY 3aBASKH BlpoBapreHHo 1111

Y poboTi pO3TIEIAIOTHCS OCHOBHI €Talld pPO3pOoOKH TPH, MOUYHHAIOUH 3
KOHIICIITY &JILHOIO JAW3aliHy 1 3aKIHYYIOUM peallizalicio 1rpoBUX MexaHik. OIUCcyeThes
BuO1p miaTdopmu Unity sIK OCHOBHOTO 1HCTPYMEHTY /IS po3pOOKH, a TaKOXK ii meperaru
Ju1st ctBopeHHs 3D-rpadiku Ta 1aTerpaimi 1111, OcobnuBa yBara npualIeHa alTopUTMaM
[II, mo BUKOPUCTOBYIOTHCS JUIL 3a0e3lCUCHHS aJAllTUBHOI IIOBEIIHKHA 1TPOBUX
TIepCoOHaXIB, 30KpeMa JUIsl CHcTeMH BoporiB Ta NPC (HeIrpoBHX TTepCOHaKIB).

JlocmIskeHHST BKIIIOUAe aHal3 ICHYIOUHUX PIITIeHb V JKaHpl BIZKUBaHHS, BUBYEHHS
X CUITLHMX 1 CTa0KMX CTOPIH, a TAaKOK OIHC CTBOPEHHS Y HIKaTbHUX 1ITPOBHX MEXaHIK, SIK1
HIABUIYIOTH [IMOUHY 1IPOBOro A0CBiay. Po3podileni cuCTeMH BKIIOYAIOTH I'EHEPAIiO
BUMNAIKOBUX TOJIH, VIPaBIIHHSI pecypcaMH, a TaKoXK MOJIETIOBaHHS TIOBETIHKH
HIePCOHAKIB Ha OCHOBI TEOPII 1rop Ta MaIlMHHOTO HABYAHIIS.

Y macyMky, kBamidikaiiiifHa poOoTa JeMOHCTPYE KOMIDIEKCHMHM IIIXI1T IO
PO3POOKHU IrPOBOTO IPOJAYKTY 3 BHKOPUCTAHHSM cydacHHX TexHonorid I, mo
3a0e3rneuye 1HHOBAIIITHICTE Ta KOHKYPEHTOCTIPOMOKHICTh CTROPEHOT IPH.

KmouoBi crnoBa: pos3pobka rpu, mTyunuil inrenexr, Unity, 1rpoBl MexaHIKH,

IpoTielypHa TeHepartisl.



ABSTRACT

Redkach R.Y. Development of a survival game on the Unity platform using artificial
intelligence.

Diploma work for bachelor's degree in speciality 121 "Software Engineering." -
University of Customs and Finance, Dnipro, 2024,

The thesis 1s devoted to the development of a survival game on the Unity platform
using artificial intelligence (AI). The main goal of the study 1s to create an interactive
game that provides a high degree of realism and engagement of the gameplay through the
introduction of Al

The paper discusses the main stages of game development, starting with conceptual
design and ending with the implementation of game mechanics. The paper describes the
choice of the Unity platform as the main development tool, as well as its advantages for
creating 3D graphics and integrating Al. Particular attention is paid to Al algorithms used
to ensure adaptive behaviour of game characters, in particular for the enemy system and
NPCs (non-player characters).

The research includes an analysis of existing solutions in the survival genre, a study
of their strengths and weaknesses, and a description of the creation of unique game
mechanics that increase the depth of the gaming experience. The developed systems
include random event generation, resource management, and character behaviour
modelling based on game theory and machine learning.

In summary, the thesis demonstrates an integrated approach to the development of
a game product using modern Al technologies, which ensures the innovation and
competitiveness of the created game.

Keywords: game development, artificial intelligence, Unity, game mechanics,

procedural generation.
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BCTVYII

Axmyansuicms memu. CydacHUH iTpOBHM PUHOK JIEMOHCTPYE BEJIUKUH 1HTEpeC JI0
1rop y JKaupl BHKUBAHHS, K1 IIPOIOHYIOTL PABIEIM 3aXOIUIMBUH Ta 1HTCPAKTHBHUA
qocrBif. TlomMyEIpHICT, ITUX 1MOP TIOSACHIOETHCS X MOKIHBICTIO  KOMOIHYBaTH
CTpaTeITYHUi IIaH, JOCIIIKCHHS Ta SKIICH.

HItyunmit 1aTenexr (1) e ximodoBHM IS VCIMIIHUX 1rop, 3a0e3ledyrodud
peanicTHIHY TTOBeIIHKY IMePCOHaKIB Ta JUHAMITHICTE ITPOBHX CHUTYyaIllil. BUKopHcTaHHS
nepegoBux  rexuojorit Il noxpamye  gkicTb  [pUd Ta  OIBHINYE i
KOHKYPEHTOCTIPOMOKHICTh Ha PHUHKY .

Memoro panoi kpamdikaminoi poOoTH ¢ po3podKa I'PH Y JKaHpl BHKUBAHHS Ha
miatgopmi Unity 3 BHKOpHCTaHHSM cydacHHX TtexHomorid ITII. Ile mependadae
CTBOPCHHS IHTEPAKTUBHOI Ta aJallTUBHOI 1rPOBOI cepeIOBUINA, SKa 3a0e3IICUUTh I'PaBIIM
peanicTUIHHI Ta 3aXOIUTHBHH TOCBIT,

JImst TocsTHEHHS TIOCTaBIIeHO! MeTH HeoOX1THO BUPIIINTH TaKl 3aBIaHH:

1. IlpoBecTr anaji3 cydacHUX ir0p y KaHpl BHKUBAHHS T4 BU3HAYUTH iX CHIbHI 1
cnabK1 CTOPOHH.

2. Po3poOuTH KOHIENTYAIRHUM JH3aiiH TPH, BKIIOYAIOUHA 1TPOBI MEXaHIKH Ta
cIieHapii.

3. BuOparu 1wiardopmy Unity Sk OCHOBHUH 1HCTPYMEHT ISl po3poOKH IpU Ta
oOrpyHTYBaTH IIeH BUOIP.

4. PeamsyBaru 1rpoBUi CBIT 3 BHUKOpHUCTaHHAM 3D-rpadiku Ta HpoLeirypHoOl
reHepartii.

5. Pos3poOuru Ta inrerpyBaru cucreMmu 1111 st yIpaBiiHis MOBEIIHKOIO BOPOI1B
Tta NPC.

O6’exkmom  docnidxcenna € 1POLEC PO3POOKU  KOMITIOTCPHHUX  1IOp 13

3aCTOCYBaHHSM TEXHOJOTiH MTYYHOTO 1HTEIEKTY.



Ilpeomemom Odocnidxncenns € METOAHM Ta 3acOOM 3acTOCYBAHHS INTYYHOTO
IHTCIICKTY JUISI CTBOPESHIS 1IPOBUX MEXaHIK, IOBCIIHKHU IIEPCOHAXKIB Ta IIPOLCAYPHOI
reHeparii KOHTEHTY B cepeoBHIm Unity.

lpakmuune 3Ha4eHHA OO0ePI’CAHUX pe3yAbmamie 1OJHNrac y HJABUIICHHI YKOCTI
1rop Ta KOHKYPEHTOCIIPOMOKHOCTI Ha PUHKY .

Cyuacnuil pieens poze’azanua 3asdauua. Ha CborojHimmild JeHn icuye Oararo
VCHIIIHUX IIPOSKTIB v jKaHpl BikuBaHHi, Takux K "The Forest", "Subnautica" ta "Don't
Starve". I11 1rpd BUKOPHUCTORYIOTH P13HI TIIXOAH 1o peanizaliii ITII Ta cTRopeHHsI IrpoBOTO
CBITY, IO 3ade3ledye YHIKaJIbHUNA 1rpoBui JocBil. OpHaK, OUILIICTDL ICHYIOUHUX PlIICHD
MarOTh OOMEXKEHI MOKIMBOCTI Uepe3 BHKOPHUCTAHHS 3acTapiutmx anroputMmiB 11T ado
HEJIOCTaTHIO ajalTuBHICTh. Bukopucrannd miatdopmu Unity go3Boisie po3poOHUKaM
BIIPOBA/IKYBaTH CydacH1 aaropuT™Mu Ta MeTo i I111, 1o 3ade3nedye GBIy THYUKICTH Ta
MOKIIMBOCTI JUUISL IHHOBAIIA.

(OCHOBHI TEXHIUHI XapaKTepPHUCTUKH MTPOTYKTY

Po3pobaena rpa Oyie MaTH HACTYTIHI TEXHIUHI XapaKTePHUCTHKH:

- [Lnardopma: Unity

- I'padixa: 3D

- AnropurMmu 111 moBeTIHKORI JiepeBa, MAITUHHE HaBYaHHS, TEOPIS 1TOP

- IrpoB1 MexaHIKH: TIpOTeAypHa TeHepallis CBITY, aJallTHBHa IIoBe/[IHKa BOPOTIR Ta
NPC, yupapiminns pecypcaMu

OuiKkyBaHHiT TEXHIYHO-EKOHOMITHUH €PeKT

BrpoBapkenns nepeaoBux Texuoaorii I y po3poOky rpu i ABUIIMUTD 11 SKICTD 1
MpUBaOIUBICTh, IO CHOPHATHME 30UIBINIEHHIO KOMEPITIMHOTO YCINXY IIPOEKTY.
Bukopucranus wiardgopmu Unity 3a0e31eduTh ¢eKTUBHY pealli3aliio 1rPOBUX MEXaHIK
Ta 3HW3UTHL BUTPaTH Ha PO3POOKY 3aBIIKH BENHKIM KIIBKOCTI TOTOBHX MOJAYIIR Ta

AKTUBHIHA IMATPUMII CHLILHOTH PO3pOOHUKIB.



CtpykTypa podoTH:

Kpamdikamiina podora ciiIagactbesd 3 TpboxX po3auns. Ilepmmit posiain
MIPUCBIUEHUAN TEOPETUIHOMY aHamli3y kaHpy BHKHBaHHA Ta poii I11I y cydacHUX irpax.
Y IpyromMy po3/LIl OILUCY €TLCA MPoLec BUOOpY 1K1aTGOPMHU Ta IHCTPYMEHTIB pO3pOOKH.
TpeTiit po3aAUI JeTaTBHO PO3TIIAae po3poOKy ITPOBUX MexaHik Ta cucTeM I111. BucHOBKH
IJCYMOBYIOTh  PE3YJILTaTH pOOOTH Ta OKPECIIOIOTH IEPCHCKTUBU  [OAANBIITHX
JOCTIIKECHD Y IIIH raays3i.

B pesyasraTi BuUKoHaHHS KBamdikamiiinoi pobotm Oyiao HalyTo (axoni
KOMIICTCHTHOCTI Ta IATBEPXKCHI HACTYIIHI Pe3YJILTATH HaBYAHHM, K1 BlIIOBLIAIOTDH
Ocpitabo-1Ipodeciiiniii mporpami 3a cnemanbHICTIO 121 «IHXKEHepiss ITpPOTpaMHOTO
3a0e31ICUCHHS» ;

1 3MaTHICTE 1IeHTA]IKYBaTH, KIacH(pIKyRaTH Ta (hOPMYTIOBATH BHMOTH IO

IIpoIrpaMHOIoO 3a0e3IICUCHHS.

2. 31aTHICTE PO3POOISITH apXITEKTYPH, MOAYT Ta KOMIIOHSHTH MPOTPaMHUX
CHCTEM.
3. 3partHicts  gopMysoBaTH  Ta  3a0e3ledyBATH BHUMOIM IHOJAO  SIKOCTI

MpoTpaMHOTO 3ade3ledeHHsT Y BIAMOBIAHOCTI 3 BHUMOTaMH 3aMOBHHKA, TeXHITHHAM
3aBAHHSIM Ta CTaHAapTaMMU.

4. 3MaTHICTE  JOTPUMYyBaTHCS — cHelddikaiiii, cTaHgapTiB, OpaBWwI 1
pekoMenanii B npodeciinii raiqysi Hpy peaisalii IpoIeciB KUTTEBOTO ITUKITY .

5. 31aTHICTE 3aCTOCORYBATH Py HIaMEHTaIBHI 1 MUK TUCTTUILTIHAPHI 3HAHHS TS
VCIIIIHOTO O3B’ s3aHHs 3aBJalb 1HKEHEPIT IIPOrPaMHOIO 3a0¢3ICUCHIS.

6. 3MaTHICTE peani3oBYyRaTH (pa3u Ta 1Tepallli JKUTTEBOTO ITHKIY MPOTPaMHHAX
cucTeM Ta 1H(OPMAIIHHUX TEXHOJOIH Ha OCHOBI BIAIIOBLIHMX MOJCICH 1 MIAXO/IIB
PO3pOOKH MPOrpaMHOTO 3a0e3IeueHHS.

7. 3patHicTs  OOIpyHTOBAaHO OOHMpaTH Ta OCBOIOBATH 1HCTPYMEHTapld 3

pPO3pOOKH Ta CYTIPOBOIKEHHS TIPOTPAMHOTO 3a0e3ede HHSI.



PO3JTIT 1
JOCIIJDKEHHS [IPEJIMETHOI OBJIACTI

1.1.  Amnams3 npeamMernoi odiacri

[naycerpist BIACOITOP € OAHICIO 3 HAHOUILI JUHAMIYHUX 1 MBHAKO PO3BUBAIOYUX
rajry3eil cy4acHOro po3BaKallbHOTO CEKTOpY. Bijieoirpu eBOMMOMIOHYBAIN Bijl IIPOCTHX
JIBOBHMIPHHUX TIIaTGOPMEPIB 0 CKIaTHUX TPUBHMIPHUX CHMYIINH 3 BHCOKHM PIBHEM
JeTajizanii ta pealizmy.

JIIsT pO3YMIHHS KOMITIOTEPHHX 1TOP HEeOOXITHO CIEPIY 3PO3YMITH, MO cOO0I0
IIPEACTaBIBIOTH 1irpy B 1iiIoMy. [llo o3nauae Tepmin «rpa»? ['pa - 11e BUI OCMHUCIICHOI,
HETIPOIYKTURHOI TISITBHOCTI, JIe MOTHBR JISKUTH He Y Pe3yIbTaTi, a B caMOMy TIPOIIEci.
TepMmiH «Ipa» TakoX BHKOPUCTOBYEThCH I [O3HA4YeHHS HaAOOpYy mpeaMmeriB ado
TIpoTpaM, MPU3HATEHUX IS Takol TISITHHOCTI.

[IpoTe, Take BHU3HAUEHHS € 3aHA/TO BY3LKHUM. BOHO CTOCYETHCS JHIIE JTATIUUX
po3Bar, aje He OXOIUIOE Bel IpodBU rpu. JlaBaiite posrisiHeMo Iie AetajibHime. lle
BU3HAUeHHS 0a3yeThes Ha IBOX KITOUOBUX acTIeKTaX:

1. I'pa € HEMPO Y KTHBHOIO TISITBHICTIO (He MPUHOCUTH MaTeplalbHOI KOPHUCT1).

2. I'pa cnpsimoBana Ha camy cebe, a He Ha JOCITHEHHSI Pe3ylIbTaTiB (He €
3acO00M JIOCATHEHHS [UICH, 1110 IPOTHUCTABIIAE 11 TEPMIHY «IIParish» ).

Ale uu crpaBml 1e Tak? Po3riasHemo Iie yBakHimie. ['pa - Iie HEIpOyKTHBHa
JISUILHICTL? 3a OaxaHHiaM Oy Ib-IKy HPOAYKTHBHY ABUILHICTL MOMKHA IIEPETBOPUTH Ha
rpy. Hampuknan, 36ip Bpoxkaio, MO € THUIOBOK MPOJAYKTHBHOKO JISITBHICTIO, MOKHA
3po0UTH IIPOBMM KOHKYPCOM, 3allPOIIOHYBABIIM YYACHHUKAM 3Mararucsd Mk coOol.
Taxum yuHOM, OOMJIBa aclieKTH, Ha SKUX 0a3yeThesl BU3HAUEHHS TPH, BUSIBITIOTHCS

HCCIIPOMOKHHMH.



Sx OadnMo, BIIIIEHHS TPH BIT HPOAYKTHRHOI JISITHHOCTI € JIOCHTH YMOBHHM.
BuxoauTh, 1o BU3HAYCHHS I'PH BTpadac CBOIO YITKICTD HPH HPAKTHIHOMY 3aCTOCY BAHHI,

ITepexoammo 10 TOTISIIR B1IOMOTO (hax1BI Y I Tamy3i.

1.2,  3axoHOMIPHOCT1 KOMIT IOTePHHX 1TOP

[lepepaxoBYIOUM OCHOBHI BJIACTHBOCTI I'DH, MOXKHA TaKOXK MHOOAYHUTH OCHOBHI

HATIPSIMHU KaHP1B KOMITIOTEPHUX 1TOD:

o KazyanwsHi irpu: 3aI0BOJIEHHS Bl IPOTIECY T'PH.

® Exra: CyTiepHHUITTRO 1 HAIIpyTa.

o Crparerii; YiTKi paBiia 1 IUIAHY BAHIS.

° Biakpuruit cBiT: IMIpoBizanist 1 0CIKSHIIS.

o PonpoBt irpu: 3MiHa posaeH 1 3aHyPEHHS B 1HITI CRITH.

® Cumyropu: BiATBOPEHHS pealbHUX KUTTEBUX CUTYAaII.

TaxyM 9HOM, BIACTHBOCTI TPH Ta X TIPOSBH Y P13HUX KaHpax KOMITIOTEPHHUX 110D
IOKA3YIOTh, HACKUILKY PI3HOMAaHITHUMH MOXKYTL OYTH IIPOBHHA JOCBIJ, 1 SK BaXKIIUBO
PO3YMITH OCHOBH TPH JIUII CTROPEHHS IIKaBHX 1 3aXOIUTIOIOTHX 1TPORBUX ITPOEKTIB.

3aeKHo BiJ| IUICH 1 HAIPSMIB 1MPH MOKHA TIOJIUIMTH HA:

o 1TpH Ha MaHCTepPHICTH;,
» a3apTHi 1IPH,

o JIOTIYHI 1MPH;

o HaBYaJIbHI 1IPH.

Irpp Ha MaMCTEepHICTH, SIK ITPH-CHMYJBITOPH BHJIIB CIIOPTY, BIMCBHKOR1 ITPH,
KJIaBlaTypH1 TPpeHaKePH, TeTPIc Ta 1HIII, 3aCHOBAH] Ha yIPaBIiHHI I'POBUMH 00 cKTaMH,

BCE 3aJIeKUTh BIJ[ CIIPUTHOCTI TpaBIl. B azapTHUX ’Ke, Bce HaBIIaKH, pe3yJbTaT TPH
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3aJ€KUThH Bl BHUIAAKOBOCTI, UMOBIPHOCTI. SIcKkpaBHUM IIPHUKIAJOM a3apTHHX 1Mop €
KapTKOBI 1II'PH Ta IMITAIAHI, K KICTKH, PYJICTKA.

Jloriull 1rpW, HaOpHWKIag, IMaxW, IMamKH a0 XPECTHKH-HYJIHKH, MICTIATH
CTPATErio, TAKTUKY ITOBEAIHKH I'PABII, IO BINIMBAE HA pe3yibTaT. B irpax Ha HABUaHHS
TPaRIeBl MPOTOHYETHCS CTaTH YUHEM 1 OTPUMATH Jiedki 3HaHHSA. OCTaHHI 3aiMarloTh
HPOBIIHY POJIb Y CBITI KOMITTOTCPHUX 1I0P.

3a crocodamu peaizalii irpu OyBalOTh:

° 1IPH 3 PSKUMOM PEajIbHOIO Hacy,

° KIHIIEB1 T4 HCCKIHYCHHI,

° 3 BAMNAIKOBAMH TIOT1SIMH a00 JAeTEpPMIHOBAHI,
® JUISL OJTHOTO, JITIsT OaraThoX TPaBIlB;

o 1TPH 3 PI3HAMH PIBHSIMH CKIaJTHOCTI.

Tak camMo MOKHA BHIAUIMTH TPU OCHOBHI lepapXidHi PiBHI, K1 JalOTh 3MOLY

o0y TyBaTH CXeMy TPH:

o oTlepaTHBHHIA pIBeHE (JIOKaIbHI MEPEKI, IO YCKIAHIOIOTE 1TPH);
» TaKTUYHHM piBeHb (TIOTOUHE KepyBaHHS KIaBIIaMH ),
o CTpaTeT1YHuH piBeHb (KiHeIs TPy, (iKcaIlis pe3yIbTaTIB).

Ha mepmomy, omepaTHBHOMY PIBHI BiAOYBacTLCA 3MiHa OO'CKTIB B ITPOBOMY
IIPOCTOP1 3a JOTIOMOTOIO HaTHCKaHHS KJIaBIIMI KIaRiaTypH, MHAIT a00 1HIOTO KePYIOUOTo
HPUCTPOIO (JLKOUCTUK). Y pesynbpTaTi Ha €KpaHl JUCIUIes KOPUCTYBA4eBl MaiOTh OYTH
Bi0OpakeH1 BCl MEPEeMIIMeHHs Ta 3MIHH.

TakTrunuii piBeHb BKIIOYac B cede olepaTuBHUM. Yl A1 Ha IboMY PIBHI BEAYTh
JIOo JOocATHeHHS fedkoi ImeBHoi MeTH. Ha 1mpomy eTam BiAOyBaeThCs 3MiHa PIBHS
CKIIaTHOCTI, TEMITY TPH.

Crpareriunuii piBeHbL MICTUTL Y co0l TaKTHUHUR 13 J0JaBaHHIM KUILKOX

caMOCTIMHMX OJOKIB, TaKWX SK BBEJSHHS Ha ITPOBHHM IIPOCTIp ycIX OO'€KTIR I
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BU3HAUCHHS 3aBJaHHs Ta Bl3yalizallli iXHIX MoYaTKoBHX HapameTpiB. KpiM 1poro, Ha
IBOMY PIiBHI BiAOYBacTLCs HIepeBIpKa KpUTepliB 3aKiHIeHIs Ipy, pikcallii Ta Bi3yam3arii
pe3yIbTaTIB YCI€l TPH 3araioM 1 MAOHTTS II1/ICYMKIB MUHY JTHUX 1TOp.

[rpu MOKYTH HaJIS:)KaTH OHIH taTopmMi ado OyTH MY JILTHILIATHOPMEHUMHU.

Knacudikamis 3a miatdopMamMu:

® nepcoHanbHAN KoMIT'torep;
o 1TPOB1 KOHCOI,
o MOOLUTRHI TIPHCTPOI.

Takok 3a KUIBKICTIO INIAT(OPM, Ha SKHUX MOKE 3aIlyCTUTHCH I'pa:

o MYJILTHILIAT(HOPMHI - 1IPH, 3JIaTHI 3ally CTHTHCS Ha KUILKOX IulaTdopMax;
o oAHOILIATHOPMHI - €KCKIIO3UBHI 1MPH, CTBOPEHI TUILKH IS OAHIET IICBHOT
TaThOPMH.

1.3. BuHHKHEHHS ITPOBUX KaHPIB

Kowmir'torepui irpu 3apoamimcs B 50-X pokax MUHYJIOTO CTOJITTS (1IoHad 60 poKIB
TOMY ), & ITPOR1 JKaHPH 3'SIBUIHC THITe 20 POKIB TOMY .

Ha mouatkoBoMYy eTalll pO3BHTKY ITPOBOi 1HAYCTP1i KoKHA rpa Oyjia YHIKallbHa 1
HEeTIOBTOpPHA. AJle 3 YacoM Irop craBamo Bce Ounwiie 1 Ounwime. /7 Toro, mood
OPICHTYBATUCS YV BCHOMY PI3HOMAHITTI 1IOp, JUOAM CTalld PO3AULITH I'PU Ha PI3HI
KaTeropii.

Kpurepii noainy na xareropii Oyiid Halpi3HOMaHITHIII: KUILKICTL [PaBIiB, BH/
1rporoi kamMepu. Aje OLIBITY TIOMY ITPHICTE OTPAMAB cOciO TIOMIUTY Ha 1TPOB1 sKaHPH.

Kanpu irop dopmyBaiucs Oe3CTPYKTYPHO 1 IHTYITHBHO IPOTIIOM TPHBAJIOLO
yacy. Po3poOHHMKH 1rop IMPOBOIHIHA CMUIMBI €KCIIEPUMEHTH, CTBOPIOIOUHA HORB1 1TPOBI
Mexaniky. Heppaim excuepumenTy 3a0yBalidcd, a BAQIL IMPU CTaBAIM HPUKIAJAOM IS

1HITIX po3pOOHUKIB. Po3po0OHUKN KOMIIOBAIIA MOMYSIPHY ITPOBY MEXaHIKY, JOJaroud
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TPOXH 17IeH B1JI cebe, TAaKUM THHOM HARKOJIO HaHOIITBITT HOMYIIPHUX 17O YTROPIOBAHCS
LI KJIACH CXOKUX MK coO0IO 1rop, 11l KJIACH 1 CTaIy HA3BUBATH IFPOBUMM JKaHPaMHU.

HaitmomupeHimmmMY JkaHpaMHA KOMITIOTEPHUX 1TOP Ha JIaHWH MOMEHT €

o eKINeH - JKaHp KOMITIOTePHHX iTop, V SIKiif OCHOBHHMH aKIeHT poOUTHCS Ha
6OpOTLOY, TAKOK BKIIOUAE B ceOC IPOXOKCHES IICBHUX PIBHIB IS JOCATHEHII OUTBH 3
OocaM,

® TIPUTO/IM - TIE ’KaHp 1Top, Jie TpaBellb CTUKAETHCS 3 IHTEPaKTURHOIO 1CTOPIEIO.
OCHOBHHH aKkIEHT B iIpax IbOI0 KaHpy 3po0IeHO Ha PO3IIOBIADL 1 AOCIIIKEHH CBITY, a
KJIIOUOBY POJIH B ITPOBOMY IIPOTIEC] BiJITpae po3R'sI3aHHS TOIOBOIOMOK 1 3aBaHb,

o pollboBa Tpa - SKaHpP KOMITIOTEPHHX 1rop, 3acHOBaHWM Ha eleMeHTax
IrPOBOTO IIPOLECCY TPaIUIIAHUX HACTUILHHUX POJILOBHUX 1rop. Y POILOBIH Ipl rpaBellb
Kepye oJHUM abo KUTbKOMa MepcoHakaMy, KOKeH 3 IKUX OTHcaHui HabopoM UHCeThHUX
XapaKTePUCTHK, CIHCKOM 3JI0HOCTEH 1 BMIHB, NPHUKIATaAMKA TaKUX XapaKTepPUCTUK
MOKYTh OYTH OYKH 3JOPOB'Sl, HOKA3HUKU CHIW, CIPUTHOCTI, IHTEIEKTY, 3aXHCTY,
VXWIEHHS, PIBE€Hb PO3BUTKY TI€1 TH 1HITIO HABUUKH TOIIO;

» CHMY IIITOPH - T1€ 1TPH, 3aBJaHHSI SKUX TIOJSITae B IMITAITi yIIpaRMHHSI Oy JIb-
SIKHAM IIPOLIECOM, allapaToM a00 TPaHCIIOPTHUM 3aCO00M;

° CTparerii - e kaHp KOMITIOTEPHHX 11op, A€ U JOCSITHEHHS MMOCTaBICHAX
Tineit rpaBelh 3MYIIIEHHUH 3aCTOCOBYBATH CTpaTeT1uHe MUCTIEHHS, 1 BOHO TIPOTUCTABIIEHO
MBHIKUAM 1M 1 peaxiii, siKi, K HIPaBUIo, He OOOB'SI3KOBI I YCIIXY B TaAKHX irpax;

JKanp BmkuBaHHA, 30KpeMa, OTPUMAaB 3HAUHE BM3HAHHS Cepejl TPaBIliB 3aBIIKH
CBOIH 3/[aTHOCTI IIOEJHYBATH €IIEMEHTH JOCIIKEHH, VIIPABIIHHS pecypcaMu, cTpaTerii
Ta eKIMeHy B OTHOMY 3aXOINTIOIOUOMY TTaKeT!.

Irpu vy JKaHpl BIWKMBaHHA 3a3BHYail BKIIOYAIOTH Taki OCOOIHUBOCTI;

- CkmagHl 1TpoBl MexaHIKH: ['paBRIll MOBHHHI BWKHBATH Y BOPOKHX YMOBAax,

30upaTu pecypcH, OyAyBaTH YKPUTTS, CTBOPIOBATH 30pOIO Ta 1HIN HEOOXIHI HPEIMETH.
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- JluHam1uHe cepeioBHINE: ITpOBHIL CRIT YacTO 3MIHIOETLCS YV BIIIIOBIIH Ha i
IpaBLgl, BKIIOYAIOTH IIOTO[H YMOBH, 1IOMBY BOPOI'IB Ta 1HIIM BUIIAAKOBI HOII.

- Brucoxka cTymHb 1HTEPAKTHUBHOCTI: B3aeMoIisl 3 HaBKOIUIIHIM CEPEIOBHITEM 1
1HIIUMH TIepcoOHakaMH (K IpaBiMu, Tak 1 NPC) Biairpae KiodoBy polib.

- Bukopucrannus mryuHoro iHTenekTy: 1111 3ale3mneuye peadicTHUHY IOBEIIHKY

BoporiB Ta NPC, siki pearyioTh Ha [ I'paBLd Ta CTBOPIOIOTH JUHAMIYHI 1IPOB1 CUTYAIlil.

1.4, Amnamz3 Ta oOTpyHTYBaHHS aKTyaJIhHOCTI PO3POOKH

Pospobka rpu y kKaHpl BHUKWUBAaHHA € Ha3BUYANHO aKTyalIbHOIO 3 HACTYITHHX
IIPUYMH:

1. TTony msipHICTS *KaHpY: ITpu BkHUBaHHs, Takl sk "The Forest", "Subnautica" Ta
"Don't Starve", AeMOHCTPYIOTH BUCOKHIA IIOLMT cepejl IPABLIB. [XHI VCIIXH Ha PHHKY
CB1/TUATE TIPO TE, 1O KaHP TIPOIOBKYE MPUBEPTATH YBaTy MHUPOKOT ay TUTOPII.

2. Tmnopamitli MoxknuBocTi: CydacHi MeToqu 1111 J03BOISIIOTH PO3POOHHUKAM
CTBOPIOBATH OUILII peaicTHYHI Ta IHTCPakTUBHI 1rpoBl cepeaoBuima. Bukopucranms 111
JUISI CTBOPEHHSI aJlallTURHOI TIOREMIHKH BoporiB Ta NPC 3Ha9HO INJBHINYE PIBEHB
3aHYpPEHHS TPaRI Yy TPY.

3. Texuomortumi JjocarHeHHd: Ilmatdopma Unity € opHielo 3 HaHOUIBIT
BUKOPHUCTOBYBAHHUX Ta YHIBepcaJlbHUX IDIATdopM I po3poOKu irop. BoHa mporonye
MIOTY KHI 1THCTPYMEHTH s cTBopeHHA 3D-rpadixu Ta iHterpami ITII, mo poGuthk ii
1J[eaIbHUM BHOOPOM JUISL peasisaliii CKIaJIHUX IIPOBUX LIPOSKTIB.

HeoOGxigHicTs BUKOHaHHSA  KBamidikariitHoi podoThn. BukoHaHHI  JgaHOI
kBaJidikamiinoi podoTH 00YMOBIICHE KUILKOMA BayKIUBUMU 1IOTpeOaMu:

- OcpiTHI HeoOXx1THICTE: Po3poOka CKIagHOTO ITPOBOTO IIPOEKTY TO3BOIHIA
HOMIMOUTH 3HAHHHY Ta [PaKTHYHI HABUYKH Y Tally3l liporpaMyBamus, Ipadikud Ta

IMITYYHOTO THTEIEKTY.
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- ImpycTpianbHa moTpeda: CTBOpPEHHs 1HHOBAIIMHOTO MPOJYKTY, IO BIAIIOBIIAE
CYUACHUM BHMOIaM PHHKY, CIPHITHME PO3BHTKY Tally3l Ta  IIJIBHIICHHIO
KOHKYPEHTOCIIPOMOKHOCTI BITIM3HIHIX PO3POOHHUKIR.

- HaykoBuii BHecok: BripoBaipKeHHS HOBUX METOIB Ta ainroputMmis 11 y po3podky
1rop Mae BakKIMBe HayKOBE 3HAU€HHS, OCKITHKH Moke OyTH 3acCTOCOBaHE 1 B 1HINHX

Tally3iaX, TAKHX AK pO6OTOT€XHiKa, CI/INIYJIE[HiH Ta HaBp4daHIA.

1.5. TlocTaHoBka 3ajadi

Po3poOka rpu vy kaHpil BUKUBaHHS 3 BHKOpHUcTaHHIM I11I € MUK IACTUIITIHAPHIM
3aBJAHHAM, SKE¢ IIOCAHYE PI3HI aclleKTH [porpaMyBaHms, rpadikd, Teopii 1rop Ta
MTYYIHOTO 1HTENeKTY. 1 poboTta OazyeThesl Ha JOCBII Ta JOCATHEHHSIX MOIEPETHIX
HIPOCKTIB Y rajy3i po3pobku irop ta I, 30kpeMa:

"The Forest": Il rpa Bi3HaAUacThCS CBOEIO PEATICTUIHOIO CHMYISITIEIO
IIOBEIIHKHA BOPOTIB, K1 aJalTyYIOTECS M0 A1H TpaBRIsl. AHAMI3YIOUH Il TIPOEKT, MOKHA
BUABUTH ¢(heKTHUBHI cTparerii Jjsl po3poOKH aJallTUBHOI HOBESAIHKU BOPOLiB Y BIACHIN
Tpi.

- "Subnautica": Bimomuit 3a ckIa HY €KOCHCTEMY, Jieé KOJKeH OpraHi3M Mae CROIO
poInb Ta MOBeMIHKY. [le lac MOKIMBICTh BUBTUTH IT1/IXO/IH JIO MOJISTIOBaAHHS B3aeMO/TI1
M1 PI3HUMU €JIEMCHTAMHU 1IPOBOTO CBITY.

- "Don't Starve": BUKOpHCTORYE€ MpoIieTlypHY TeHEpaIllio CBITY Ta BUIIaKOR] IO,
mo 3adesledye VHIKAILHUNA JOCBLIL Yy KOXKHIM HOBIH rpi. L1 Merogun MOXKYTH OyTH
3aCTOCOBaHI JITSL CTBOPEHHS YHIKATHHHAX 1ITPORUX CUTYAITIH ¥ po3poOMORaHOMY TIPOEKTI.

OcnoBHa 3aja4a gaHoi kpamdikaiiinoi poboTu nosrae y po3podil I'py y xKaHpi
BIKUBaHHS Ha TraTdopmi Unity 3 BHKOpHUCTaHHSM cydacHHX TexHomoriit ITT1. J{ms

JOCSATHEHIS 11i€1 MeTH HeOOX1IHO BUPIIIUTH HACTYIIHI 111133 0a41;
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1. Anami3 icHyIOUHX pirmeHb: [IpoBecTH eTaabHHII aHal3 CyJacHUX 1Top V sKaHpi
BI)KUBAHHY, BU3HAYUTU IXHI CHJIbHI Ta ¢Ja0Kl CTOPOHH, a TAaKOK BUBUMTH HaMKparri
TIPAKTHUKH.

2. Po3po0ka KOHIEITY &JIbHOTO Ju3aiiny rpu: CTBOPUTH ACTAIBHUIA IUIaH [PH, 1110
BKIIIOUATHME OCHOBHI 1TPOB1 MeXaHIKH, CIOKETHI JTHIi Ta JH3aifH IrpOROTO CBITY.

3. Bubip Texmosoriii: OOparTu oOlTHUMaIbHI 1HCTPYMEHTH Ta TEXHOJOrI s
pealnizaliii IpoekTy, 30KkpeMa Budip mwiatdopmu Unity ta meros 1111

4. Peamzamist irpororo cBiTy: Po3poOHTH ITpOBHH CBIT 3 BHUKOPHUCTaHHIM 31)-
rpadiky Ta IpoLeaypHol reHepalii JId 3a0e3lCUeHHs YHIKaIbHOCTT KOXKHOI 1rpoBoi
cecti.

5. Imrerpams cucrem II: Cropuru Ta inrerpyBatu airopurmu I, sxi
3a0e3rneuarh peaTicTHUHY TOBEAIHKY BoporiB Ta NPC, ajanToBaHy /1o M rpaBI.

6. TecryBanns Ta ornruMizanis: [IpoBecTd KOMIDICKCHE TECTYBAHHS I'PU, BUSBUTH
Ta YCYHYTH HEJONIKHM, a TaKoK ONTUMI3YBAaTH TPOJAYKTHBHICTH JISI 3a0e3leueHHs
cTabUTEHOT POOOTH.

OcHosni mexuiunHi xapakmepucmuku npooykmy. PospodimoBana rpa Oyie MarTu
HacTYITHI TEXHIYH1 XapaKTepHCTHKH, SIK1 3a0e3IeuyIOTh 1i Py HKITIOHATbHICTD, Tpadiaay
MIPUBaOIUBICTD 1 CKIa HICTh TeMMITIEIO:

Ilnamegpopma. T'pa Oyne po3pobrena Ha 1mmatdopmi Unity, Mo € OJHAM 3
HaUMOY JIIPHIMKAX Ta HAHOUILIT T'HYYKMX 1HCTPYMEHTIB i cTBopenus irop. Unity
JIO3BOJISIE PO3POOILITH ITPH JITISL PI3HUX OTIEpaIlliiHIX CHCTeM, TaKuX Sk Windows, macOS,
Linux, a Takox st MoOUILHUX IwaTdopM 108 Ta Android. Lle 3abe3neunTs MUpOKUi
JIOCTYTI JIO TPH Ha PIZHOMAHITHAX MPHUCTPOSIX, BKIOUAIOUHA KOMITIOTEPH, TINAHIIETH Ta
cMapThOHH.

I'padhixa. T'padiune odopmiensst rpu Oyje BHKOHaHO B 3D, 1o 3ade3NeunTh
PEATICTHYHICTD 1 3aHY PSHHS Y BipTYalbHUH CBIT. BUKOpUCTAHHS POy PHOL reHeparii

JIO3BOJIMTHL CTBOPIOBATH VHIKalIbHI CepeNIOBHITA, K1 OyJIyTh 3MIHIOBaTHCS III Yac
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KOKHOTO ceaHcy TpH. Ile 3ale3leunTh HEMOBTOPHICTH KOKHOTO ITPOBOTO JOCBIIY 1
HIABUIIUTD IHTEPEC I'PaBIiB A0 AOCIHIIKSHHS cBITY I'pU. KpiM Toro, rpadpiuauii ABUKOK
Unity miarpuMye cydacHl TEXHOJOTIi OCBITIIEHHS, TiHeil Ta e(eKTIB YacTHHOK, ITO
JOJIATKOBO I IBUIIYE BI3yaabHy SKICTL I'PH [5].

Aneopummu wmyunoeo inmenexmy (II1I). JInga 3abe3nedeHHs] aJalTHBHOI Ta
PEATICTHYHOI HOBSIIHKH [IEPCOHAXKIB Y I'Pl Oy AyTh BUKOPUCTAHI HEPEAOBI alllOPUTMU
IITYYHOTO THTEICKTY

° [ToBeainkori gepesa (Behavior Trees): Llelt MmeTon a03BOJSIE CTBOPIOBATH
CKJa THI MO/TeI TIOREAIHKH TIepCOHak1B, IO pearyioTh Ha 3MI1HY YMOB Cepe/IOBHINA Ta i
IpaBId.

° Metoau Mammaaoro Hapuanns (Machine Leamning): Bukopucramnms
AITOPUTMIB MAITMHHOTO HaBYaHHSI JIO3BOIUTH MTePCOHaKaM BUUTHCS Ha CBOTX TOMUITKaxX
1 ajalryBaryu ¢Boi il BIANOBLIHO O cUTyalli, poOmsayuu rpy OUILIT AMHAMIYHOIO 1
Herepe10auy BaHOIO.

o Teopigs 1rop (Game Theory): 3acTocyBaHHS Teopli 1rop JOTOMOXKE
MOJEIIOBATH CTPATeridHy IIOBEIIHKY IICPCOHAKIB, IO HPUAMAIOTDL PIIICHHS Ha OCHOBL
aHam3y Jii rparIiy 1 1HMHAX NPC (HEIrpoBHX MTepCOHaKIB).

Ieposi mexanixu. 'pa Oyje BKIOYATH PI3HOMAHITHI ITPOB1 MEXaHIKH, IO
3a0e3redarh TMTHOOKHUH Ta 3aXOILTIOIOUHH TeiMILIeH:

o CucreMa BWkHBaHHS: [ paBelth IOBUHEH II1ITPHUMYBATH JKUTTEBI TapaMeTpH
CBOI'O IIEPCOHAKA, TAKl K 3[0POB'S, FOJIOJ, clIpara Ta TeMiieparypa Tija.

o Yupapminag pecypcamMu: ['paBernb 30UpaTHME pecypcH, K1 MOMKHA
BHKOPHCTOBYBAaTH UII CTBOPEHHS TMpeaMeTiR, OyJIBHUITTBA Ta IMIATPHUMKH
KUTTENSIIBHOCTI IIEPCOHAXKA.

° by aiBHunrBo: MoxKIMBICTEL Oy Ay BaTH IPUTYJIKKH, OOOPOHHI CIIOPY AU Ta 1HIII

o0'eKTH, MO IOTIOMATalOTh BIKUTH Y BOPOKOMY CEPETOBHUIIT.
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° CrBopennst mpeiaMeriB:  CucreMa JIO3BOJIMTH TPaBIIM  CTBOPIOBATH
PI3HOMAaHITHI MpeJAMETH, Takl SK 1HCTPYMEHTH, 30pos, OJT 1 ika, BHKOPHUCTORYIOUH
310pami pecypeu.

o Junamiuna noroga; [loroam yMoBH y 1p1 Oy 1yTh 3MIHIOBATUCS, BIUIMBAIOYH
Ha 1ITpOBHUH IIpoITec 1 3MyIITYIOUH TpaBITiB alalTyBaTH CBOI CTpaTertii.

o Bumagkori momi: Y r1pi OyIyTh TeHEpPYBaTHCS BHUIMAJKORI MOMI, SIKI
JOaBaTUMY Th Hellepe10auyBAaHOCTI Ta BUKJIUKIB, POOISIIN KOKEH CeaHC YHIKAILHHUM.

3aBJIKU TTUM TEXHIUYHHM XapaKTepucTHKam, Tpa Oyjle MaTH BUCOKHI pIBeHb
IHTePaKTUBHOCTI, I'padidHol SKOCTI Ta CKIAAHOCTI, IO 3a0e3[eUUTh 3aXOIUIIOIOYUHA Ta
HETIOBTOPHUM 1ITPORHUIH JTOCBIJ 711 KOPHUCTYRAUIR.

Ouixyeanuil  mexHiuHO-eKOHOMIUHULI  ehexm. BlpoBaLKCHHI  LICPSIOBUX
TeXHOIOT1H IMTYYHOTO 1HTENEKTY Y PO3pOoOKY TPH JMO3BOIUTH 3ade3NeUUTH HE TITBKH
BHCOKHH PpIBeHh peamcTHUIHOCTI Ta 1HTepaKTHBHOCTI, ajle ¥ 3HavHO II1IBHIUTH
KOHKY PEHTOCIIPOMOKHICTh IIPOJAYKTY Ha PUHKY. OUIKYETLCH, IO CTBOPEHHS TAKOrO
1HHOBAITIHHOTO 1ITPOBOTO MPOAYKTY MaTUME HACTYIIHI TeXHITHO-eKOHOMITHI TTlepeBaru:

» 301UIBIIIEHHST KOMEPITIHHOTO YCINXY

Bucoka sKicTh Ipyd Ta YHIKAJILHAR 1MPOBHEA JOCBLJ CHPHUATHUMYTH 3ally4C¢HHIO
OUILIIOI  KUILKOCT1 I'paBIiB Ta 30UILIICHHIO IHPOAAXIB. 3aBIdKH BUKOPHCTAHHIO
HePeJIOBUX IpaIuHUX TEXHONOIH Ta IHTerpalii ajalTUBHOIO INTYYHOIO 1HTEICKTY,
TpaBIll 3MOXKYTH HacCOIO/KYBaTHUCS Hemepea0adyBaHUM 1 3axOIUTIOIOUNM  1ITPORUM
HPOIICCOM, IO OV JI¢ IIPUBEPTATH YBAly K HOBHX KOPHUCTYBAUiB, TaK 1 BETCPAHIB 1'pOBOi
1HAYCTPIi.

» EdexTurHICTE po3poOKn

Bukopucranng Unity sk 1iaTdopMu U1 po3poOKd JO3BOIUTE 3HAYHO CKOPOTHTH
yac Ta BUTpaTH Ha cTBOpeHHs Ipu. Unity Hajae MOTYKHI IHCTPYMEHTH TSI PO3POOKH,
TeCTYBAHH Ta OITUMI3alli, o 3ade31edy e MBUAMUNR UK pO3poOKH Ta BUCOKY SIKICTD

KIHITEBOTO TPOAYKTY. KpiM TOro, BHKOPHCTaHHS TOTOBHX MOJYIIB 1 O10MOTEK IS
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npotnieiypHoi reHepartii Ta 1111 3HIKY€e HEOOX1THICTh PO3POOKH 3 HYIS, IO TO3BOISIE
30CepeAUTHCS Ha YHIKAIBHUX aclIeKTax IPH.

® 3HIWKECHHS BUTPAT HA 11 JTPUMKY

[HTEerpaltis MalMMHHOTO HABYAHHS Ta TOBEAIHKOBUX JIEPEB JIO3BOIISIE CTROPIOBATH
CAMOHABYAILHI CHCTEMH, $KI 3MCHIIYIOTH NOTPedy B YacTHUX OHOBICHHAX Ta
KopuryBaHHsX. e 3ale3nedye TOBroTpHUBaIy MATPUMKY TpH 0e3 3HAUHUX JTOJAaTKOBUX
BUTpAT, & TAKOXK JIO3BOJIIE aJalITyBaTH 1IPOBHIA 1IPOIIEC O 3MIH Y BIIOJOOAHHSX I'PABIlB
Ta PUHKOBUX TEHICHITISIX.

° [TiaBUIICHHS PIBHA 38/I0BOJICHOCTI KOPUCTYBAYiB

AJlalITUBHA [OBEIHKA EPCOHAXKIB Ta JAUHAMIYHI 1I'POBI MEXaHIKK 3a0e3Ieuarh
rpaBIIM O1TBIT HACHUEHHH Ta 1HTepaKTHUBHMM JTOCBIJ, IO CIPHSITHME BUCOKOMY PIBHIO
3aIOBOJIEHOCTI Ta JIOSIRHOCTI KopucTyBauiB. Ile, B cROIO Wepry, MoXkKe IPU3BECTH JIO
MO3UTHBHHUX BUITYKIB Ta PEKOMECHIAINN, IO € BaXXJIMBUMHU (paKTOpaMHU IS 34y UCHHS
HOBHX TPaBIIIB Ta 3pOCTaHHS CIIIBHOTH.

o Posmmpensst Mok THBOCTEH MOHETH3aITI

3aB/KU 1HTeIpalli cydacHHX TEXHOJOINIH 1 MexaHiK, I'pa MOXKE MPOIIOHYBATH
PI3HOMaHITHI MOJIeTl MOHeTH3aIli, Takl Jx mpojaxki DLC (o7aTKoBOr0 KOHTEHTY ),
MJANACKA, BHYTPINMHBOITPOBl TOKYIIKM Ta pekilamHl 1HTerparii. Ile J03BOIHTH
3a0e3neunTH cTablILHMI MOTIK JOXOMIB IMCIS Peli3y TpH Ta 301IbIINTH 3aralbHUAN
ekoHoMIYHuUK edekT BiJ ii peasizalii.

® [HHOBAIHHICTD K KOHKYPEHTHA IIepeBara

[HHOBAIIHHI PITIEHHS, TaKl SK BUKOPUCTAHHS MITYYHOTO 1HTENEKTY 1 IIPOTTe Ty pHOT
reHeparlii, CTaHy Th BAXK/IMBHAM acIIeKTOM MapKeTHHIOBOIL cTpaTerii rpyu. BUCBITIICHHS ITHX
TEXHOIOTIUHUX JOCATHeHb Y PEKIaMHHUX KaMTIaHLSIX JO3BOIHUTH BHUIUIMTHCS Cepes

KOHKYPEHTIB Ta 3aJIy4UTH ay JUTOPIIO, IO Iy Kae HOBI Ta 3aXOILIOIOU1 1MPOB1 BPAXKSHI.
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3aranoM, BIPOBAKEHHS NEepelOBUX TEXHOIOTIH y po3poOKy TpHU JO3BOIUTH
CTBOPUTH BHCOKOSKICHUH IPOJAYKT 3 HOTYKHUMH KOHKYDCHTHUMH II€peBaramu, IIo

CIIPUSITAME SIK TEXHIYHOMY, TakK 1 eKOHOMITHOMY YCIIIXY Ha PHUHKY.

1.6, BHCHOBKH JI0 TIEPITOTO PO3LTY

Po3pir OyB NpHUCBSYCHUNM aHaI3y IpeAMETHOI oOmacti 3 oOIPYHTYBAHHSIM
aKTyaJIbHOCT1, HEOOX1THOCT1 Ta TMIPUUUHHOI 3YMOBIIEHOCT!I BUKOHAHHS KBam(piKariiiHoi
POOOTH, a TAKOXK HIOCTAHOBII 3a4a4l. ¥ [LOMY PO3LI MU PO3LIBIHYJIM (Y HIaMeHTalbHi
acrekTH, 5Kl OPMYIOTH OCHOBY HAITIOTO TIPOEKTY, 30KpeMa TEOPETHIHI OCHOBH ITOP,
ICTOPUYIHUNA KOHTCKCT PO3BUTKY 1IOp, CYYACHWUM CTaH 1IpoBOI 1HAYCTPil Ta OCHOBHI
TEXHIYHI XapakKTePUCTHUKHN PO3POOIIOBAHOTO TIPOTYKTY.

VY pozaii OyJio BUCBITIICHO TaKl KJIIOYOB1 aclICKTH:

1. [TonstTss rpu: byno BU3HaUeHO OCHOBHI XapaKTePUCTHKHU 1TOp SIK BHIY
JUSITFHOCTL, IO BIIPI3HIETHCS HEMPOTYKTHRHICTIO YV MaTeplalbHOMY CEHCl, ajle Mae
BCJIUKEC 3HAYCHHS U1 COIIAJIBHOIO Ta KYJIBTYPHOIO PO3BUTKY. PO3IIEHYTO pi3H1
BH3HAYEHHS TPH, 30KpeMa BigoMoro ¢itocoda Horama [eif3iHra, SKHil OIMHcap TPy IK
JOOPOBITBHY TISTHHICTE, IO BIAOYBAEThHCS B YMOBaX, OOMEKEHHX YaCOM 1 TIPOCTOPOM,
3a TIEBHUMH TIpaBUIaMU.

2. I'pa gk icTopuunuil actiekT: 1IpoanaaizoBaHo ICTOPUUHUN PO3BUTOK I'PU Bij
PUTYaIIBPHUX TIPAKTHK TEPBICHUX IIOJIEH JO CKIQJHUX COIaNbHUX Ta KYJIBTYPHHX
CTPYKTYP. PosrisinyTo poib rpu y GopMyBaHHl KYJILTYPH Ta HUBLIBAIN, i BIUIMB Ha
PO3BHUTOK MOBH Ta CYCIIILHHX 1HCTUTYTIB. | pa CIIpHsiiia pO3BUTKY MOCHKO1 paHTaz1i Ta
a0CTPaKTHOrO MUCIICHHS, IO CTAJIO BAXKIIMBUM €TAIIOM €BOJIOM JIOIHHH.

B CyuacHui cTaH 1rpoBoi 1HaycTpii: IIpoBeseHo aHami3 cydacHOi 1rporoi
IHAYCTPli, fAKa € OJHICIO 3 HAWIUHAMIYHIIIMX Ta HAHNPHOYTKOBIMX rajly3ei.

PozrmsgHyTO Hony IsIpHI1 KaHPH 1ToP, TeHAEHINT PO3BUTKY Ta TEXHOJIOTTIHI 1HHOBAI, IO
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BINTMBAIOTH Ha CTBOPEHHS HOBHX ITPOBUX MPOAYKTIB. OcoOIUBY YBATy IPHUJIIIIEHO KaHPY
BIODKUBaHHY, SKUH HaOyBac Bce OUILIIOI IIOIYJBIPHOCTI Cepejl IPaBIiB 3aBISKHA CBOiM
JUHAMII Ta TTHOOKOMY 1ITPOBOMY TIPOTIECY.

4. OCHOBHI  TexXHIYHI XapaKTePUCTHKH HPOAYyKTy: Onucano TeXHIYHI
XapakTepUCTUKH PO3poONMIOBaHOT TpH, BKMoUaroud BHOIp 1miaTdopmu  Unity,
Bukopucranug 3D rpadiku 3 OpoIEAyPHOI I'€HEPAalleld CEPEIOBHIN, 3aCTOCYBAHH
aJITOPUTMIB IITYYHOTO 1HTEIICKTY I 3a0¢31eUCHH a1allTHBHOI HOBEIIHKH IIEPCOHAKIB,
a TaKOK BIIPOBAKEHHS CKIaHUX ITPOBMX MeXaHIK, TaKUX K CHCTeMa BHKMBaHHS,
VIIPaBIIHH pecypcaMu, Oy JIBHUIITBO, CTBOPSHHS NPEAMETIB, JMHAMIYHA IIOroja Ta
BHIIATKOB1 O TI1.

Ha ocHOBI 1IpOBEACHOTO aHaIi3y MOKHA 3pOOUTH HACTYIIHI BUCHOBKH:

o AKTYaJIbHICTh  JOCILKCHHS: Po3poOka Ipu B KaHpl BIKHBAHIA €
aKTyaJbHOIO Ta 3aTpebyBaHOIO 3ajavuero, Mo BIATIORIae CyIacHUM TeHSHITISAM 1TPOBOT
iaycrpii Ta morpebam rpasiiB. Bucoka peirpaGelbHICTh Ta 3aXOILIOIOUHI 1IPOBHIA
poriec poOISTh Takl ITPH IO JISIPHAMH Ta KOMEPITIIHO YCIIITTHAMH.

o HayxoBa Ta mpaxTHUHa 3HAYYTHCTh: AHAN3 iCTOPUYHOTO Ta CYUaCHOTO
KOHTEKCTY PO3BHTKY 1I'OP J03BOJEIE ITHOIIC 3PO3YMITH POJIb 1 3HAYCHHSM 1IPOBOI
JSUILHOCTT Y (hopMyBaHHI KYJILTYPH Ta CyclUIbersBa. lle 3HaHHS € BakKIIMBUM LIS
PO3POOKH THHOBAIIIAHKX 1IPOBUX HPOIYKTIB, K1 HE TUILKH PO3BaXKalOTh, ajl¢ i CIPUAIOTH
COITIATThHOMY Ta KyJIBTYPHOMY PO3BUTKY.

o Bubip texnonoriii: Bubip wiatdopmu Unily Ta BUKOpUCTAHH IIEPSIOBUX
METOAIB IPOLEAYPHOI reHepallli Ta INTYYHOrO I1HTENCKTY 3ade3leuuTh CTBOPCHHS
BUCOKOAKICHOI'O 1IPOBOTO MPOAYKTY, SKHA BLIIOBIJATHME CYYaCHUM BHMOIaM Ta

OYIKYBaHHSIM TPaRIIIRB.
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PO3JTUT 2
OBI'PYHTYBAHHS BUBOPY METOJIIB CTBOPEHIS I PU

2.1, Orjsj ICHYIOUMX aHAIIOIB 1Irop Ha BHYKUBAHHS

VY cdepi po3podKU 1rop v KaHpl BUAKUBAHHS ICHY € 0e3)114 PI3HOMAHITHUX PIIICHbD,
K1 3aCTOCOBYIOTH PI3HI TEXHOJIOII Ta METOAM Ml 3alde3leUeHH 1HTCPAKTHBHOTO Ta
3aXOINTIOI0YOTO ITPOBOTO AOCBITY . PO3TIITHEMO JIesTK1 3 HalBITOMIIITHX 1T0P ITHOTO KaHpy,
a TaKO TEXHOJIOII, KI BOHU BUKOPUCTOBYIOTh.

Minecraft. € ogHMM 13 HalyCINIIHIMHX MPOEKTIR y *KaHPl BWXUBaHHA. I pa
Ga3ycThes Ha POy pHIH reHepalii CBITy, o cKllaJacTbed 3 OJIOKIB, K1 IpaBlil MOKY Th

pyHHYBaTH 1 Oy TyBaTH 3aHOR0. OCHOBHI XapakTepHCcTHKN Minecraft BKIIOYarOTh:

o I'padika: ITikcensHa rpadika 3 3D-0m0kaMu.

o [TporienypHa renepartisi: CTBOpeHHsT YHIKaIBbHUX CBITIB KOJKHOTO pa3y MpH
HOBI# I'pl.

o IrpoBi Mexaniku: 30ip pecypcis, OyIIBHUITBO, KpadTHHI, BUKHBAHHSI B

yMOBax MOCTIMHIX 3aTrpo3 B1JI MOHCTPIB.

o My pruiuieep: [irpuMka 6ararokOpUCeTyBaIbKOIO PEKUMY, IO JIO3BOIISE
IPaBLSM B3acMOJIISTH OJIMH 3 OJHHM Y 3arajIbHOMY CBITI.

Minecraft marpumye Moguadikalii, Mo AO3BOISIOTE TPaBIFM J0aBaTH HOBI1
(by HKITI1 Ta 3MIHIOBATH MEXAHIKH [PU 38 JOIIOMOTOIO CHILILHOTH MOAEPIB. TaKko akTUBHO
MITPUMYETHCS  PO3POOHUKAMH, K1 PETYISIPHO BUIYCKAIOTH OHOBJIEHHS 3 HOBHMH
(Y HKIISEME Ta KOHTSHTOM, IO 3a0e31Iedy € TPUBaly 3allikaB/ICHICTD I'PaBIIB.

I'pa crama mmaTdgopMorO ST TROPUOCTI Ta 1HHOBAIlM, HaJWXalOUd YHCIEHHI

HPOCKTH Ta CIUILHOTH 110 BCLOMY CBITY (puc. 2.1).
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Pucynox 2.1 — IIpukiax irposoro pouecy y Minecraft

Rust. Po3pobienuii Facepunch Studios, npejcrapisie coG0IO IPY 3 BACOKOIO SKICTIO

rpadpiku Ta TIHOOKHUMH ITPOBHMH MexaHikaMH. OCHOBHI XapaKTepHcTHKH Rust

BKITIOYAIOTH!
» I'padika: Cyuacma 3D-rpadika 3 peamcTHIHAMHA TEKCTypaMH Ta
OCBITJICHHSM.
o IIponienypua renepariis: CTBOPEHHS BEIMKHUX BiJIKPUTHX CBITIB 3

PI3HOMAHITHUMH JTaHImadTaMH.

o IrpoB1t Mexaniku: Bmkwupanus, Oy JIBHHITTBO Oa3, KpaTHHT, YIpaRIIHHS
pecypcamu, PvP-p3aemois1.

° ITITyunuit 1HTEIEKT: AJanTHRHa ToReMiHKa NPC Ta JHKUX TBapwH, IO
pearyioTh Ha Jiii rpaBIg.

Rust BitoMHif cBOIM KOPCTKUM 0araTOKOPUCTYBAITLKAM CEPEOBHITIEM, JI€ TPaBIIl
MOKYTbH B3aEMOJIISITH SIK KOOIIEPAaTUBHO, TaK 1 BOPOIKO, CTBOPIOIOYH BIIACHI albIHCH Ta

KoHGpIKTH (puc. 2.2).
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Pucynox 2.2 — lpuxiia irpoBoro 1pouecy v Rust

The Forest. 1I'pa, ska IOCIHYe €ICMEHTH BIKMBaHHS Ta Xopopy. OcHOBHI
xapakrepucTuku The Forest BKIoyaroTh:

o I'pachixa: Bucoka sxictb rpadiku 3 JeTaIbHAMH CEpPEIOBUIIAMH Ta
peamcTUIHAMH OCBITIIEHHSIM 1 TIHSIMH.

o IIpontenypHa reHeparns: Jl[MHaMIuHEe CTBOpEeHHS JaHMmMadTIR Ta
HABKOIUITHEOTO CEPETIOBHITIA.

» IrpoBi  mexaniky: Buwkusannd, OyAIBHHUIITBO VKPUTTIB, KpadyTHIIL,
JIOCTTTKEHHS Ta B3aeMOo/Tis1 3 Boporyiounmu NPC.

» IMITyunmit 1HTENnekT: Boporuw (kaHi0aad) MalOTh CKJIaJHY ITOREIIHKY,
BKJIIOYAIOYY IIATPYIFOBAHHS, aTaK! Ta B3aEMOJIIIO OJIUH 3 OJHUM.

The Forest BiapizHIETHCS YHIKAIBHOIO aTMOC(EpOorO Kaxy Ta ITOCTIMHOT 3arpo3w,
o JA0Jac IpaBIEM  JOJATKOBOINO BHKIMKY. ['paBIli MOXKYTb CIHIBIPAITIOBATH B
KOOTIEPAaTUBHOMY PEXKUMI, IO MIJICHIIOE BIAUYTTI B3a€MOJOTIOMOTH Ta CIIUIBHOTO

HOAOJIAHH TPY IHOLIB (puc. 2.3).
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Pucynoxk 2.3 — I Ipuxiia irpoBoro 1pouecy v The Forest

ARK: Survival Evolved. [1ociiiy € BI3KUBaHHA 3 HayKOBOIO paHTacTUKOIO. OCHOBHI
xapakTepucTHKH ARK BKIIIOUarOTE:

» I'pacdhixa: Bucoka sxicts 3D-rpadiky 3 jeTalbHAMUA MOJCIBIMUA JIUHO3ABPIB
Ta CEPEIOBUITICM.

» ITponieaypHa reHepariisi: Bemki, BIAKPUTI CRITH 3 PI3HOMaHITHAMH O10MaM#
T4 CKOCHCTEMAaMHU.

» IrpoBi MexaHiku: BWwkKuBaHHS, TPUPYUEHHS Ta BUXOBAHHS JHHO3aBPIB,
Oy JIBHUIITBO, Kpa()THHT, YIIPABJIIHHS PeCypcaMu.

° [Iryunuit inTenext: [loBeainka JMHO3aBPIB Ta 1HIIUX ICTOT, IO 3aJICKHUTD
B1/T IXHHOTO THITY Ta HABKOJHIITHIX YMOB.

ARK BuiomMuil cBocio rMOHUHOIO I'eHMIUICIO, PI3HOMAHITTAM JAWUHO3aBPIB Ta
MO’KIIMBICTIO TPaBITIB CTROPIOBATH BJacHI Oa3W Ta CIIIBLHOTH. | 'PaBill MOKYTH TaKOXK

ol'eTHYBaTHCS Y TIIEMEHA, 1O TIO3BOIIIE CIIBIIPAITIOBATH Ta PO3IMTHAPIOBATH BILTHR Y CBITI

rpu (puc. 2.4).



25

Pucynox 2.4 — Ipuknaj irposoro mporecy y ARK: Survival Evolved

2.2, Amnam3 ICHYIOYHX PIIICHD

AHam3 ICHYIOUHX pIIIeHs y JKaHpl BIDKMBAHHS IIOKas3ye, IMO KIIOYOBHMH
ACICKTaMM Y CIIIIHUX 1I0p € HPOLESAYPHA I'eHepallist, BUCOKA SKICTDL I'padiku, po3IIUpeHi
1TPOBR1 MEXaHIK! Ta aJJalTHRHUIN IMTYYHUM 1HTEIEKT [12]. Po3rmsaeMo AeTalbHO KOKEH 3
X 4CIHEKTIB.

Ilpoyedypra eenepayia, € BaKIABOIO TEXHOJIOTIEIO B CYUYaCHUX 1rpax, 110 A03BOJBIE
CTBOPIOBATH BEJIMKI, JSTaIbHI Ta YHIKAILHI CBITH. 118 Texnooris 3adesneuye:

o YHIKQILHICTh KOKHOTO HPOXOKCHHS: 3aBIdKUA IIPOLCAYPHIA reHepari,
KOKEH pa3, KOJIW TpaBellh MOYMHAE HOBY TPy, CTBOPIOEThCS YHIKanbHMI cBIT. Ile
HIABUIYE peirpaOde/IbHICTh I'PU, OCKUILKH [PaBIl MOXKYThH IIOpa3y AOCILIKYBaTH HOBI
MICITSI Ta 3YCTPidaTH HOB1 BUKITHUKH.

o 3umKkeHHs 00ciaTy maHux: [IporeaypHO 3reHepoBaHl CRITH He MOTPeOyIOTh
30epiraHus BEIMKUX OOCHriB jgaHux. lle 3MeHInye po3Mip Ipd Ta JO3BOJSIE IIBHIIIC

3aBaHTa’KyBaTH HOB1 piBHI a00 30HH.
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° PiznoMamithicts  cepepoBunl;  llpomeaypua — remepanis  JI03BOJIE
CTBOPIOBATH PI3HOMAaHITHI JTaHIIMadTH, EKOCHCTEMH Ta MOTOHI YMORH, IO POOHUTH TPY
OLIBI JUHAMIYHOIO T4 IIKABOIO.

[TpukiaaoM yCINTHOTO BUKOPUCTAHHS IIpoTieiypHoi reHepartii € rpa Minecraft, ne
I'PaBLl MOXKYTh AOCILIKYBATH HECKIHICHHHH CBIT, IO IIOCTIAHO 3MIHIOCTLC.

Bucoxa sxicms 2paghixy € XpUTHIHAM aclleKToM JIS 3alydeHHs Ta YTPUMaHHS
rpasiiB. OCHOBHI €JICMEHTH, IO 3a0e311eUyIOTh BUCOKY SKICTH I'padiku, BKIFOYAIOTD:

° Jeramzamis TexcTyp: BHKOpHCTAHHS BHCOKOSKICHUX TEKCTYP POOUTDH
00'eKTH Ta cepeIoBHITa 0TI peaTicTHIHUMH. [le ocoOImBO BasKIIHBO IS ITOP Y *KaHp1
BIDKUBaHHY, ¢ IPaBIl OUIKYIOTH BIAUyBaTH ce0e YaCTUHOIO JKUBOI'O CBITY.

° PeamcTrune ocBITIICHHS Ta TiHL: JImHAMIYHE OCBITJICHHS Ta TIHI JOJAIOTh
rMUOHHI Ta pealcTHIHOCTI 1rpoRHM cepeqorumaM. Hampuknam, y rpt The Forest
OCBITJIIEHHSI 3MIHIOETHCS 3aJIeKHO Bijl uacy J00W Ta TOTOJHHX YMOB, IO CTBOPIOE
arMochepy 3aHy peHHSL.

o AmiMamii epconaxis ta NPC: Peamicrwmuami amiMami poOiBiTh pyxXu
TIepCOHaXIB TIPUPOJHUMH Ta IpaRAonoiOHUMH. Ile mABHINYe piBeHb 3aHYPEHHS Ta
poduTh B3acMoAi10 3 NPC G111 iHTepakTHBHOIO.

Irpu, sx Rust tTa ARK: Survival Evolved, BUKOpPUCTOBYIOTH cydacHl I'padidmi
TeXHOJIOIT UL CTBOPSHHS BpaKalOuMX BizyalbHHX e€(QeKTiB Ta peaicTHIHUX
CepeTOBHITL

Posuwupeni izposi mexanixy. IrpoBl MEXaHIKU € ceplieM Oy Ib-AKoi IPH, 1 B KaHPI
BIPKUBaHHS BOHH TOBHWHHI OYTH TTHMOOKHMH Ta PI3HOMaHITHHAMH, MO0 3ade3leuuTH
TpuBaJMi 1HTepec IpapuiB. OCHOBHI KOMIIOHCHTH PO3IMIHUPCHUX I1MPOBUX MEXaHIK
BKITIOYAIOTH!

o MexaHIKHA BUKUBAHHSA . [ paBIll IOBHHHI 30HpaTH PECYPCH, Takl SK 13ka, Boja

Ta MaTepiaiy jjs Oy MBHUITBA, OO BUKUTH B alpecUBHOMY cepejoBun. Hanpukian,
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y p1 The Long Dark rpapIii ToBHHHI CIIIKYBaTH 3a CBOIM 3I0POB'SIM, TeMIIEpaTyporo
TLJIA Ta PIBHEM T'OJIOAY .

» by aiBrunrso Ta kpadruir: MoKIuBIiCTL Oy IyBaTH YKPUTTY Ta CTBOPIOBATH
MpeJIMETH € BaKIUBOIO YacTHHOIO Tpu. lle J03Boise TpaBISIM aganTyBaTHUCS [0
HABKOJIMIIHBOTO CEPEIOBUINA Ta 3aXUIATH cede B1jl HeOS3IICK.

o Yipapmingd pecypcaMu: 1'paBiil 1oBUHHI ¢(EKTHBHO YIPaBIBKITH CBOIMHU
pecypcamu, MO0 BHIKHUTH Ta po3BUBaTHcS. [le Bkmouae 301p, 30epiranHsa Ta
BUKOPHUCTAHHS PeCyPCiB s KpadhTUHTY Ta Oy IIBHUIITBA.

° JlunaMidna 1oro/1a Ta BUaJKoB1 HO11: 3MIHK IIOTOJHUX YMOB Ta BUIIAIKOBI
o i o aroTh Tpl HemepeadadyBaHOCTI Ta BUKIHKIB. Hampukiam, y rpi Subnautica
IIOTOAHI YMOBH BIUIMBAIOTh HA BUAUMICTD Ta HOBESAIHKY 11IBOIHUX 1CTOT.

IT1 MexaHIKA CTBOPIOIOTH TTHOOKHWM Ta 3aXOIUMIOIOUHN ITPOBHH Mporiec, SKHUH
YTPUMY€ TPaRIlIB Ha TPUBAJIHIL Hac.

Adanmuenuti wimyunuii inmenexm (11I) zadesrnieuye CTBOpCHHS JUHAMITHHX 1
Herepe10auy BaHuX B3aeMojIi#l y Tpi. OcHOBHI acliekTH ajflanTueHoro 111 BKIOYatoTh:

» [ToreminkoRl JiepeRa: BUKOpPHUCTaHHS TOREMIHKOBHX JIEPEB JIO3BOISIE
MOJICIIIOBATH CKIIa a1 Moer roBeinku NPC. [le Britodae narpy/HoBaHHA, pearyBaHHs
Ha Jui rpaBug Ta BacMoaio 3 iHmuMu NPC | §].

o MamvHHe HaR49aHHS: MeToM MAaIlMHHOTO HaBYaHHSI MOXKYTH OyTH
BUKOPHCTaHIL JIJI CTBOPEHHS OLIbII ajganTUuBHuX Ta posymuux NPC. Hanpuxiag, NPC
MOKYThH BIUTHCS Ha OCHOBI JIIH TPaBIT Ta ajaliTy BaTH CROIO TIOBEIIHKY, TIOO CTBOPIOBATH
HOBI BUKJIVKH.

o Teopis irop: Bukopucranms Teopii irop J03B0OJBIE MOASIIOBATH CTpaTeldHI
B3aeMoil MK TparisiMu Ta NPC. Ile Moke BKIIOUATH CITIBIIPAIfiO, KOHKYPEHIIO Ta
koH(p KTy | 14].

Irpu, sk Rust ta The Forest, BukopHucTOBYIOTH cKiajgHi anroputMu ITTI g

CTBOPCHHS PEalICTHIHUX Ta BUKIMKAIOUHUX B3aeMOJI1H M1k IpaBigMu 1a NPC.
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2.3.  Bulip MeTo/11B BUPIMICHHS

[Ticms aHam3y 1ICHYIOUMX PINIEHb Ta BU3HAUYEHHS KIIOUOBHX ACIIEKTIB YCIIITHHUX
1rop y JKaHpl BWKHMBAHIS, HEOOX1IHO OOpaTH METOAM Ta TEXHOJIOI, SK1 Halkpalie
BIIIOBITAIOTE BHMOTaM HAITIOTO TIPOEKTY. Y IBOMY PO3JIIlL PO3TIBIHEMO BHOIP
aThOpMH, METOIU IPOIEAYPHOI TIeHepallli, aJCOPUTMH IITYYHOIO I1HTEICKTY Ta
PO3poOKY IIPOBHX MEXaHIK.

Hopisnuauns piznux niamgpopm ma eubip oonici ons nodansuiol pozpobru. BAoIp
waTGopMu U po3poOKU IpH 3alekKuTh Bij Oararbox ¢akropis, TaKUX K 1LIOTpeOu
MPOEKTY, HABHUKH pPO3pOOHHKa, (PIHAHCOBI MOKIHMBOCTI Ta TEXHIUYHI BHUMOTH [4].
[TopiBHAEMO JCSK] BaplaHTH MK COOO0IO:

1. Unity

OcobimBoCTI:

° [ligtpumka 2D ta 3D: Unity marpumMye gk 2D, tak 1 3D po3poOky, mo
pOoOUTH HOTo YHIBEpCaTbHIM 1HCTPYMEHTOM IS PI3HUX JKaHPIB 1rop [15].

o My mprunnardgopmenicts:  Unity  103BoJsSIE  eKCIIOPTYBAaTH TPOEKTH Ha
yucieHnl wiardopmu, Brnodaroud Windows, macOS, Linux, Android, 108, irpopi
koncom (PlayStation, Xbox, Nintendo Switch) 1 nasite WebGL [15].

o Benmuxuii BuGip 1HCTpyMeHTIR Ta miariHiB: Unity Asset Store mpomoHye
6e3J1id pecypceiB, BiJ MOICIICH 1 amiMalliil 10 CKPUIITIB 1 HOBHUX mMadI0HIB irop [15].

» [IpocroTa BUKOpUCTAHHS: 3aBIMKH 1HTYITUBHO 3pO3yMUIOMY iHTEepdeHhcy 1
BEJIMKIH KITHKOCT1 HaBYaIbHUX MaTepiamp, Unity MAXOIUTE SK IS HOBAUKIB, Tak 1 IS
PO (HeCIOHAIIB,

[Tepeparu:

e Benmka cmiIbHOTa Po3pOOHUKIB Ta TIOTY KHA IT1ITPHUMKA.

e PerymipHi OHORJIEHHS Ta HOB1 (Y HKITII.
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o [ligrpumka VR/AR.

Hemomku:

e Morke OyTH BUMOTTIMBUM JIO PECYPCiB KOMITIOTEpA.

e be3KOoImToRHA Bepcls Mae Mesakl 0OMeKeHHS.

2. Unreal Engine

OcoOMMBOCTI:

o Bucoka sgxicte rpadixu: Unreal Engine BiioMui CBOIMH IIOTYKHUMH
MOKIMBOCTAMH I CTBOPCHHS PEATICTHUHOI rpadiky, 3aBASKH HOMY BIH IIUPOKO
BHKOPHCTOBRYEThCI B AAA-irpax [2].

» Blueprints: BizyanbHe mporpaMyBaHHs depe3 Blueprints go3Bosie
PO3POOHUKAM CTBOPIOBATH 1IPOBY JIOTIKY 0e3 Harmcatis Koay [2].

° [ligrpumka C++: [l Ouibin cxraanux poexTis Unreal Engine po3Bossic

BUKOPUCTORYBAaTH MOBY TIporpaMyBaHHs C++.

[lepeBaru:

o [oryxuuii rpadianmii py i Al CTBOPCHHS PeaicTHIHUX 1I0P.

o [HCTPpYMEHTH IS CTBOPSHHS BEIUKHX BIAKPUTHUX CBITIB.

° be3komToBHUANA JOCTYII 3 BLICOTKOM Bl HPOJA@XIB IICIS JOCATHCHHS

IIEBHOTO JOXOAY.
He qomku:
o Bucokuii opir BXoay Ul HOBa4dKiB.
° BuMOIIMBICTD JI0 allapaTHOIO 3a0¢3IICHCHII.
3. Godot
OcoOIMBOCTI:
° Bigkpuruit Buxianuii ko: Godot € IIpoeKToM 3 BLIKPHTHM BUX1IHUM KOIOM,

IO TO3ZBOJISIE PO3POOHUKAM TIOBHICTIO KOHTPOIIIOBATH CROT TIPOEKTH [4].
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° Cxpurrruar Ha GDScript: Godot BHKOpHCTOBYE BIIACHY MOBY CKPHIITIB
GDSecript, sxa cxoxa Ha Python [4].
° ITipTprmia 2D ta 3D: Xoua Godot no6pe migxoauTs 1t 31D, BIH 0cOOTHBO

HOITY JIIPHUE JUIsI po3poOKku 2D 1irop.

[Tepeparu:

o ITorHICTIO O€3KOMTOBHUI O3 POSIITI.

o JlerkicTh y HaBUYaHH1 Ta BUKOPHUCTAHHI.

o PerymsipHi OHOBJIEHHSI Ta aKTUBHA CIILITLHOTA.

He momku:

o Menm notyxnuui rpadianuii pynni y nopisusnmi 3 Unity ta Unreal.

° OOMe KeHI pecypcH Ta IUIariHy B IMOPIBHAHHI 3 1HITUMHU IUIATHOPMaMHU.

4. CryEngine

OcolImBOCTI:

o [Horyxmuii rpadiummii pymiit: CryEngine BigoMuii CcBOIMH BHCOKHMH

rpadiTHIMH  MOKITHUBOCTSMH, IO poOUTH Horo MNONYJSIPHUM IS CTBOPEHHS
PEATICTHIHUX 110P.
o BOypoBanl 1HcTpyMeHTH i qm3aiiny  piBHiB: CryEngine npononye

HOTYKH1 THCTPYMEHTH JUIS CTBOPEHHS Ta peJalyBaHHS PIBHIB.

[lepeBaru:

o Bucoka gxicts rpadiku.

o be3komToBHAN JOCTYIL 3 POSIITL BLJ JOXOY.
Hemomku:

o Cx1alHU# y BUKOPUCTaHHI 11 HOBAUKiB.

o MeHn1ma cinsHOTa y opirHSHHI 3 Unity Ta Unreal.

[lopiBHSBIIM Bel IpejcTaBiieHl IpiaT@opMu sl po3poOku irop, Budip Unity

BHIAETHCSI HAUO1TBITT OOTPYHTOBAHNUM Ta BUT1THAM. Unity € OTHIM 13 HaHITOTITy ISP HITITIX
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1 MOTYKHUX ITPOBUX PYIIIB, SKUH TMPOMIOHYE TMHUPOKHUM CHEKTP MOKIHUBOCTEH IS
CTBOPEHHS 1IOP pi3HUX KaHpiB. OCHOBHI NpUIUHUA BUOOpY Unily BKIIOYAIOTL:

» My prumiargopMericts:  Unity  miarpumye  po3poOKy UL PI3HUX
matdgopM, BkIodatoun 11K, koHcom, MOOITREHI IPUCTPOi Ta BIPTYAIRHY pearbHICTE. [le
JO3BOJIATH HAIHA I'Pl JOCAITH IMMPOKOT ay IUTOPIi.

o I'myukicts Ta posmmproBaHicTb: Unily Mae BelHUKY KUIBKICTL TOTOBHX
KOMITOHEHTIR 1 INariHiB, IO COPOITYIOTH po3poOKy. KpiM TOTo, MOKIHBICTH HAITMCAHHS
BlIacHUX CKpHIITIB Ha CH J03BOJBIE pealizyBaTH YHIKAILHI irpoBl MeXaHIKu Ta ¢y HKIII.

» CwibHa MOITPUMKaA CIUILHOTH: Belmka criibHoTa po3podHukiB Unity
3a0e3neuye JOCTYI JIO0 UHCIEHHHUX PecypciB, YPOKIB Ta (POPYMIB, IO IOJIETTIIYE
BUPIMICHHS TeXHIIHUX HIPOOIIeM Ta OOMIH JOCBIIOM.

Memoou npoyedypnoi cenepayii. IlponieypHa reHepalfisl € BaKIHBAM aclleKTOM
Hamoi TPH, OCKITHKM BOHa 3a0e3NeudTh YHIKATHHICTh KOKHOTO MPOXOJKEHHS Ta
30UILIIUTD peilrpadelbHiCTh. MU BUKOPUCTOBY BATUMEMO HACTYIIHI METOIHU IIPOLIEIY PHOI
reHeparii:

Iym Ilepmmua: lym llepimina € KIAaCHYHUM METOMOM IIPOLCAYPHOI reHepariii
TaHAMaTIB, SKHH JO3BOJIIE CTROPIOBATH MPUPOTHI Ta OpraHiaHl GopMu. BUKOpHUCTaHHS
IHOTO METO/Y TO3BOIWUTH HaM TeHEePYBaTH PI3HOMAHITHI JaHAmadTH 3 TITaBHUMHA
Iepexo/laMi MIK PI3HAMH THIIaMH MIcTIeRocT1 [13].

Boponi miarpamu: Llef Merog A03BOJHME CTBOPIOBATH PO3LOALI TCPUTOPIH 3
p13HUMH O10MaMH Ta KIIMaTHUYHUMHA 30HaMH. BukopucTanHs BopoH1 qilarpaM JTOIoMoske
3a0€3IICUUTH PI3HOMAHITHICTD CEPEAOBHII T YMOB BHKUBAHIIS.

DpakranbHl aIroput™Mu: OpakTaibHl aIrOPUTMU MOXKYTh Oy TH BUKOPHCTaHL JII
CTBOPEHHS CKIaJHUX 1 TeTATHHUX CTPYKTYP, TAKUX SIK TOPH, IIEUePH Ta 1HIT T€OTOTITHI

yrBopents. Le gogacts rpi IMMOMHU Ta PI3HOMAHITHOCTI.
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Aneopummu wimyunozo inmenexmy. AJATTUBHAN MITYTHUH 1HTETIEKT € KITFOTOBUM
CJICMEHTOM Hallloi I'py, 1o 3adeslieuye AMHAMIYHI Ta HelepeadadyBanl B3acMoaii. Jlis
peamizartii ITII mu oOpany HacTyTH1 METO/IH:

IloeginkoBi gepeBa (Behavior Trees): [loBeinkoBi jgepeBa € IIOTYKHHM
IHCTPYMEHTOM ISl MOJIETMIOBAaHHSI CKIaJHUX Mojeneit moreminku NPC. Bonnm
JO3BOIBIIOTL PO3POOIATH 1€papXidHi CTaHH Ta YMOBH, IO 3a0e3ledyIOTh T'HYUYKY Ta
aJallTUBHY HOBEIIHKY IIEPCOHANKIB [1].

Mero i MalMHHOTO HaBUYaHHS: BWKOPHUCTaHHSI alTOPUTMIB  MAITHHHOTO
HABYAHHS, TaKUX 9K HEHpOHHI Mepexkl Ta Q-HaBYaHHS, Jo3BoJMTH NPC HaBuaTucd Ha
OCHORBI JIi#1 TpaBIls Ta aJalTyBaTH CBOIO TIOBEIIHKY /7151 CTBOPEHHSI HOBUX BUKJIMKIRB.

Teopist 1rop: Buxopucranms Teopil 1rop IS MOJCIIOBAHHS CTpaTSrTIHUX
B3aeMoiit Mk TpaBisiMA Ta NPC. Tle m03BOIWTH peatizyBaTH CKIaJHI cIieHapii
CIIBIIpalll, KOHKYPeHIni Ta KOHGIIKTIB [14].

Pospobxa ieposux mexanix. ITpoB1 MeXaHIKH € ceprieM Oy Ib-sikoi rpu. JInsa Harmol
Ipd MHA oOpal HAaCcTYITHI MeXaHIKH, Mo 3ade3ledaTh TIHOOKHM Ta 3aXOIUTIOIOYHH
1rPOBUH 1IPOIIEC:

CucreMa BWKHMBaHHS: | paBIll IOBHHHI 30MpaTH pecypcH, Taki SK 1ka, BojJa Ta
MaTepianu s Oy IIBHHUITTRaA, MO0 BIKUTH B arpecUBHOMY cepefoBuiml. I[g cucreMa
BKJIIOYAE MOHITOPHHT CTaHy 3/I0POB'S TIepcoHaska, PIBHS TOIOMY, CIPary Ta eHeprii.

Yupapninus pecypcamu: EdekTHBHE YIpaBIIHHA pecypcaMy € BaKIMBHM LI
BIKUBaHHS. [ paBIll IOBUHHI BHPINTYBATH, SK PO3MOIUIATH CBOI PECYPCH MIK PI3HUMH
notpebamMu, TaKMMU K O IIBHUIITBO, KpadhTHHI Ta HIATPUMKA KUTTEASLILHOCTI.

ByniaumntBo Ta kpadTuHr: ['paBiii 3MOKYTH OyTyBaTH YKPHUTTS, CTBOPIOBAaTH
1HCTPYMEHTH Ta 30poro. e 103BomuTh iM aflatryBaTies 10 HABKOJIHUIIHBOIO CepeJOBUIIA

Ta 3axXUIMaTH cede B1JT HeOe3Iek.
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JlMHaMIdHa TIOTo/ia Ta BUIAKOR] TIOA1i: 3MIHK OTOHHIX YMOB Ta BHIIAIKOBI O
JOJIaI0Th TPl HenepeadadyBaHOCTI Ta BUKJIMKIB. |'paBii noBunai OyAyTh ajalryBaTh
CBOIO CTPAaTETIIO B 3alIeKHOCTI BiJ 3MIH HABKOJIHIITHEOTO CEPETORHINA.

Comanbia B3acMolis: 1'paBiil MOKYTh B3acMOMISTH 3 1HIIUMM IICPCOHAKaMU Ta
NPC, ¢popmyroun anbsHcH abo BeTymnaroun y koHpmETH. Ile gomacTh Tpi cormambHOL

JIMHAMIKHA TA TIIMOWH.

2.4, BHUCHOBKH JI0 JPYTOTO PO3TLTY

Po3zmin OyB npucBSdIeHNH aHaTizy ICHYIOUHMX PIIIeHb IS 3a7adl po3poOKH TPH B
JKaHpl BIDKHUBAHIN Ta BUOOPY HaHedeKTHBHIIMIUX METOMIB U peaizallii IIPOCKTY.
IIpoBeenmit aHami3 JO3BOIWB BU3HAUWTH CHIBHI Ta cladKl CTOPOHHM CyYacHHX 1TOp Y
ObOMY JKaHpl, a TaKoK BHUABUTH HAWYCINIIHINGI MAXOAHM Ta TEXHOJOND, IO
3aCTOCOBYIOTHCS YV TIPOBITHUX ITPORUX TIPOTYKTaX.

VY pozaim OyJio po3TISIHY TO Takl KIIOUOR1 aCTIEKTH:

AHam3 ICHYIOUHX pilleHb: DBylio IIpoaHali3oBaHO [OIYJEPHI 1MpH  KaHpy
B KUBaHHA, Takl gk "Minecraft", "ARK: Survival Evolved", "Rust", ta "Don't Starve".
OcoOnmmBy yBary NOpHIII€HO ITPOBHM MeXaHIKaM, cHCTeMaM BIKMBAHHS, YIIPaBIIHHIO
pecypcaMu, KpaTHHTY Ta B3aeMO/Iii 3 HAaBKOIHIITHIM cepe/IOBUITeM. AHaTI3 TIoKa3as, 1o
VCIIIIIHI IMPH [LOTO JKaHPY MaIOTh BUCOKY pelrpale/IbHICTDb, JMHAMIYHUN 1NPOBUI IIpo1ec
Ta 1o0pe peanizoBaHl MEXaHIKH BIDKUBAHHS.

Bubip meroais supimenns: Ha ocHOBI HpoBeAeHoro anajmizy 0yio odpaHo MeTo U
Ta TEXHOIOTI, K1 HalKpatre mi X0 SITh A1 HATIOTO TPOEKTY

Ilmardopma Unity: Bubip Unity obymopienuit ii MyibTHIDIAT(HOPMEHICTIO,
THYYKICTIO Ta TIOTYKHICTIO. Unity T03BOJSIE CTROPIOBATH BHUCOKOSKICHI 3D-1TpH Ta Mae

BCJIMKY CIUILHOTY IMATPUMKH.
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[TporeaypHa reHepartisi: BUkopucTaHHs MeTO1B IPOTIeTy pHOI TeHepartii, TaKuX K
myM llepmina, Bopom giarpamu Ta ¢pakTaibHi aIlOPUTMHU, JO3BOJIMTL CTBOPIOBATH
VHIKaJIBHI Ta p13HOMaHITHI 1ITPOR1 CepeIOBHINA.

[ITyyHuid 1HTENEKT: 3aCTOCYBAHHS IIOBEAIHKOBHUX JEPEB, METOJIB MAIMHHOIO
HaBUYaHHS Ta TEOPI1i 1rop 3a0e3NeUnTh aJalTHBHY Ta HenepeadatuyBaHy IoBeliHKY NPC,
HABUITYIOYH PIBEHb IHTCPAKTUBHOCTI Ta PealiCTUIHOCT] IPH.

IrpoBi mexaHiku: Po3po0Oka cucTeMH BIKUBAHHS, VIPaBIIHHS PECypcaMu,
Oy/IIBHHIITRa Ta KpadTHHTY, JAMHAMIYHOI IIOTOJHU Ta BHIQAKOBHUX TIOTIM CTBOPHUTH
DIMOOKUH Ta 3aXOILIOIOUHH 1rpOBHUE IIpoILIec.

Ha ocHOB1 oTpuMaHHX pe3yIbTaTiB MOKHA 3pOOHUTH HACTYIIHI BUCHOBKH:

Komiviexkcnuti 1maxig: Bubip Unity sx ocHoBHOI Iu1aTdOpPMH, BUKOPHUCTAHHS
mporielypHoi TeHepallii Ta TepeoBHX METOMIB IMTYYHOTO 1HTEIEKTY JAO3BOIUTH
CTBOPUTH 1IHHOBAIMHY I'PY 3 BUCOKUM PiBHEM peallicTHIHOCTI Ta IHTCPAKTHUBHOCTI.

KonkypeHTocTIpoMOKHICTh: BUKOpHUCTaHHS HaWKpalxX MPakTHK Ta TeXHOJOTIH
3a0e3MeTnTh KOHKYPEHTOCTIPOMOKHICTE HANIOTO MPOJAYKTY Ha PHUHKY 1TOp Y >KaHpi
BUKUBAHHS.

PeirpaGenbHicTh Ta 3amydeHicTh: [IporieypHa reHepariis Ta aJanTHRHAM Ty YHIH
1HTENEKT IIIBUINATh peirpabenbHICTh TPH, 3a0e3MeuyiOun YHIKaIBFHUM 1TPOBHUM JT0CBIT
JUTST KOSKHOTO KOPUCTYBava.

Takum 4YWHOM, IpOBejcHUI aHam3 Ta o0paHl METOJAU JO3BONATH CTBOPHUTH
BHCOKOSIKICHHIA ITPORBHH IIPOAYKT, SKHUH B1IIIOBIJaTAME CyHJacHAM BUMOTaM Ta TtoTpedam

I'PABLIB Y KaHPl BHKHUBAHHS.



35

PO3JTUT 3
PO3POBKA I'PY 3 BUKOPUCTAHHSIM IITYYHOI'O IHTEJIEKTY

3.1. Po3po0ka ta peaizanis clieHu Ta i gu3aiin

JUIst CTBOPEHHS 1IPOBOIO IO/ Y I'Pl BUKOPUCTOBYBaBCs iHcTpyMenT Terrain,
nagBuuii y Unity. el iHCTpYMEHT JO3BOJIIE CTBOPIOBATH BEITUKUHN, JeTaIbHO
OTIpaIThOBaHIH MaHAMAadT 13 PISHAMH TPUPOTHAMH eTeMeHTaMH, TAKUMH SIK TTATOPOH,

JOJIMHHY, JIICH Ta BogokmMuIa [15] (puc. 3.1).

Pucynok 3.1 — C1BopeHHs 1rpOBOro 110JIS

Harmicano ckpuuT sl HOBEAIHKHA IIpeAMETIB v BojAl. CKIajacThed BIH 3 ABOX

dbyurmit: OnTriggerStay Ta OnTriggerExit.
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OnTriggerStay. BuknukaeThesl, Koau 00'eKT niepedyBae v BojIlL. [lepeRipaeThes, Iu
1HIIHE 00'eKT € BOAOIO (BOJA Mac 3HAYCHHS IIapy Iji HoMepoM 4). Po3paxoByeTbes, K
BHCOKO OO'€KT MOBHHEH INTHIATHUCS, 1 JOTA€THC CHIa Bropy, o0 BIH IUIaBaB. Y KIHIT

JOJIACTBC OIIP 10 PyxXy o0'ckra, mod BiH LOBOJAMBC, K Y BoJ1 (puc. 3.2).

i OnTriggerStay(Collider other)

if(other.gameObject. layer == 4)
{

float difference = (other.transform.position.y - transform.position.y) * floatUpSpeed;

rigidbody.AddForce(new Vector3(ef, Mathf.Clamp((Mathf.Abs(Physics.gravity.y) * difference),®,
Mathf.Abs(Physics.gravity.y) * floatUpSpeedLimit),8f), ForceMode.Acceleration);

rigidbody.drag = 0.99f;

rigidbody.angularDrag = 8.8f;

Pucynok 3.2 — Meto oBo ke HHS 00'€KTa Ha BOIL

OnTriggerExit. BUKIMKacThCH aBTOMATHIHO, KOJIM 1HINKH 00'cKT, KU OYB y 30H1
TpUTepa, BUXOJAUTH 3 TTi€i 30HU. Y HaIllOMY BHIAJKY, KON 00'€KT BUXOJUTE 3 BOJIH, TIeH
MeTO] 3a0e3Ieuy e BIAIOBIAHY peakiiio s 00'ekTa, mod BiH IPUIIMHUB IIOBOAUTHUCH, SK
y BOJI, 1 IIOYaR TIOBOJMWTHCS, SIK Ha CYIIl. 3HOBY II€PERIPIETHCS, UH 1HIMH 00'€KT
HAJICKUTH J0 mapy 4. Ko yMoBa € iICTHHHOIO, TOOTO SKIIO 00'€KT BUXOAUTH 3 BOJAMW, MU
3MIHIOEMO TTapaMeTpH P13UKH Hamoro o0'ekta. CKHJAI0ThCS MHIWHAN Ta KYTOBHU OTIOPH

o0'ekTa 10 HYISI (pHc. 3.3).

OnTriggerExit(Collider other)

if (other.gameObject.layer == 4)
{
rigidbody.drag = @f;
rigidbody.angularDrag = ef;

Pucynok 3.3 — Metoj Buxoy o6'ekra 3 BOJIH
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BYJ'IO AoJaHe ITOCCICHHA, 3aBJAKH AKOMY I'DaBCIb 3MOMKE IICPCHKHTH Hepmi ,I[Hi

BWKUBAHHS Ta B3aeMOJII 3 MEIIKAHIIMH Y [IOIANBIIHX OHOBICHHSX I'pH (puc. 3.4).

Pucynok 3.4 — CrBopeHHS IIOCEICHIS MICIICBUX MEIIKAHIIB

Jr 6uibn gupaMivnoi rpu, OylM JojamHi 3MiHa s Ta Houl Ta jgoml. Lle xae
MOKIIMBICThE KOPHUCTYBAUy ONWHUTHCH V PI3HHX CHTYaIsIX, IPH JKUX Tpeda JIATH IO

pizunomy (puc. 3.5).

Pucynox 3.5 — CepeoBuiiie y HIYHHMR Yac il 4ac JOITy
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Inmepdheiic. Po3poOka 1HTEpdeiicy - OIMH 13 HaHBaKIMBININX €TaIllB CTBOPEHHS

rpu. lHTyitTHBHO 3po3yMinui inrepdeiic jJac 3MOIY IpaBlEBl INIUOIIC 3aHYPUTHCS Y

reiimIied. Big gxocTi 1HTepdelicy 3alekHTh KIUIBKICTh 3aJJOBOJICHHS, SIKE OTpPHUMAE

KOPHUCTYBAY 11/ 9ac 1rPOBOTO IPOIIECY.

PeamizoBana MOXK/IMBICTE OauUTH HA ¢KpaHi - HACKIJILKH I'PaBellb CUTHIA, KUIBKICTh

BOJIM B OPTaHi3MI Ta SIKHH BiJICOTOK 3JI0OPOR'S B IepcoHaxka (puc. 3.6).

Pucynok 3.6 — [HMKaTOPH 3/T0POB 51, TOJIO/IY Ta CIIparu

Metou pobOTH IHAUKATOPIB:

° MeTo1 OHOBIEHHS BOJHOTO 1HAMKaTOpa. [lepeBipaeThes, UM IePCOHaX Y
BOJI1 1 M HaTHUCHYyTa Kinarima "E". SIKITo Tak, BUKIMKAETHCS METO, TSI 301TTBITIE HHST
KUILKOCTL BOJIHA.

° OHOBJICHH KUIBKOCTI 11, SIKIIo Tka €, BOHA IIOCTYIIOBO 3MCHIIY €ThCS, a
1HTep(heiic OHOBMOETRCA. SIKITO Tka 3aKiHIy €Thes, 1HTepdeiic BeTaHORMOETheS Ha (.

° OHOBJIEHHS KITBKOCTI BOAW: AHATOTIUHO /IO 131, BoJa MOCTYIIORO
3MEHIITY €TLCH, a InTepdeiic OHOBIIOETLE. SKINO BoJa 3aKIHUyeThed, 1HTepdeiic
BCTAHOBIIOETECS Ha 0.

° 3HIKEeHHS 30poB's: SKIo 11 abo BoIH HeOCTaTHRO, 30POR'S

3MCHITY €Thes. 1 l0Ka3HUK 3I0POB'S IOCTYIIOBO OHOBIIOETHC B 1HTEpderic.
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Taxox Oymo peanizoBaHo BitoOpakeHHS 1HBEHTaPIO, SKUH Mae IIpH coOl TpaBerTh.
VY HamoMy BHIQAKY IpaBelb MOKE I1A0MpaTH PI3HOMAaHITHI MaTeplaliy, IHCTPYMEHTH Ta
iame. Ha mamonky 3.7 MokHa TIOOauWTH, SIKWIT BUTTISIT Mae 1HBEHTap, KOMA B HHOMY

310pami 1IpeAMETH.

Pucynok 3.7 — IaBenTap rpanig

Mero | BUIaJeHHS HpeMeTy 3 KOMIPKH iHBeHTapsa. Meroj oTpuMye JOCTYIL JO
CJIOTa ITHBEHTAPS, BUKOPUCTOBYIOUH 1HIEKC. YMOBA IIEPEBIPsE, YU TUII OJATY B CJIIOTI HE €
None (To6TO ¢IIOT MICTUTB OJT) 1 YU CIIOT HE € HOPOKHIM. SIKITo YMOBa 1ICTUHHA, METOI
MpoXoauTh Uepe3 KoxkeH 00'ekT ClothAdder v crmicky _clothAdders 1 BHKITHKae METOT
RemoveClothes st Bupaiennsd oary, upejacrasienuii clothingPrefab 3 enementa ciiora.

[Ticnsg cIoT OUUNTY€ETRHCS: BUJIATSIETHCS TIOCHIAHHS Ha TIPe/IMET, BCTAHOBIIOETHCS
HOPOKHIM, KUILKICTH HPEAMETIB Y CJIOTI BCTAHOBIOCTHCH Ha (), a 1KOHKA 1 KUIBKICTD

MpeIMETIB BHJIAISTIIOTHCS 3 1HTepdelicy KopucTyRada (puc. 3.8).



| RemoveItemFromSlot(int slotId)

InventorySlot slot = slots[slotId];

if (slot.clothType != ClothType.None && !slot.isEmpty)
i

foreach (ClothAdder clothAdder in _clothAdders)

i
clothAdder.RemoveClothes(slot.item.clothingPrefab);

Jdtem = null;

isEmpty = -H

.amount = @;

.iconGO.GetComponent<Image>().color = new Color(l, 1, 1, 8);
.iconGO.GetComponent<Image>().sprite = L
.itemAmountText.text = "";

Pucynox 3.8 — Meroj BUJaISHIS IPEIMETY 3 KOMIPKH 1HBEHTaps

Meton AddItemToSlot jgomae mpeamer A0 IEBHOTO CIOTa 1HBEHTaps, IIPH

bOMY

e |lpuzHauae npeaMeTy CIOT 1 OHOBIIOE HOTO 1KOHKY .

e BcTaHop/moe IpaBWIbHY KUIBKICTL IIPSAMETIB Y CIOTI, BpaxoBYIOUH

MaKCUMAaIhbHY JIOIYCTUMY KUIBKICTh JUISI ITHOTO THITY TIPETMETIB.

e S[KIO TIpeMET € OIIroM. BIH JTOMAEThCI O BIUIIOBLIHHX O0'€KTIB
TIT pea pil 3 HO M A A A

ClothAdder (puc. 3.9).

if (_amount <= _item.maximumAmount)
{
slot.amount = _amount;
if (slot.item.maximumAmount != 1)
{
slot.itemAmountText.text = slot.amount.ToString()

}

slot.amount = _item.maximumAmount;
_amount -= _item.maximumAmount;
if (slot.item.maximumAmount != 1)
i
slot.itemAmountText.text = slot.amount.ToString();
3
1

f (slot.clothType != ClothType.None)

{

foreach (ClothAdder clothAdder in _clothAdders)
{
clothAdder.addClothes(slot.item.clothingPrefab);

Pucynox 3.9 — Merog go1aBamis npeaMery A0 IHBeHraps
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Jlmst 611611 KoMGOPTHOI TpH Oy TH CTBOPEHI «ITTBHIKD CIOTH. [1”ITh CIOTIR 13 IKUX
MOKHA IBUIAKO B34TH IpeJAMET A0 PYK Ta BHKOpHCTaTH Horo. MiK HUMH MOKHA

TIepeKIovaThC 3a KHOTIKaMH| B1 1 70 5, abo 3a JomoMoTo0 Kolleca MuTTI (puc. 3.10).

Pucynok 3.10 — CrioTd U151 MBUKOL 3MI1HH 1HCTPYMEHTIB

MeTou CKpUIITY «IIBHAKHUX» CIOTIB:

SelectSlot. BuOupae c¢IoT MBHAKOTO JOCTYIY 1 MOKazye TIpeaMeT, SIKUH
3HAXOAUTBLCH B HHOMY. 3MIHIOE 300pa)keHHs ¢I0Ta Ha 300paxKeHs peamery. 30epirac
oOpaHmit croT sk activeSlot. Bukmukae metou 11 BitoOpakKeHHS IIpeaMeTa B pykax 1

Oy IiBeIbHOTO OJIOKY, KO Bil € (puc. 3.11).

1 SelectSlot()

quickslotParent.GetChild(currentQuickslotID).GetComponent<Image>().sprite = selectedSprite;
activeSlot = quickslotParent.GetChild(currentQuickslotID).GetComponent<InventorySlot=();

ShowItemInHand();
ShowBuildingBlock();

Pucynok 3.11 — Metoj SelectSlot

ShowBuildingBlock. Bximodae abo BuMHuKae cucTeMy Oy TIBHHUIITBA B 3a71€KHOCTI
BLJ[ THIIY IIpEJMETa B AKTUBHOMY CJIOTI.

SAxmo aktuBHEA clloT abo IIpeaMeT B HLOMY BLACYTHI, cucTeMa OyIiBHHIIIBA

BHUMHUKAcTBCA.
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Sxmo tan npeamera BuildingBlock, cucrema OyiBHHITTBa BKIIOUAETHCS, 1

HOTOUHHH OV IIBEILHUHA OJIOK BCTAHOBIIOCTHLCS BIATIOBLIHO 10 aKTUBHOT'O HPeIMeTa (PHUC.

3.12).

ShowBuildingBlock()

if (activeSlot ==
{

buildingSystem.

return;

|

if(activeSlot.item

{

buildingSystem.

return;

H

if (activeSlot.item.itemType

i

buildingSystenm.
.currentBuildingBlock = activeSlot.item.itemPrefab;

buildingSystem

buildingSystem.

}
else
{

buildingSystem
i

)

enabled =

1

enabled = +al

ItemType.BuildingBlock)
enabled = true;

ChangeBuildingBlock();

.enabled = f

Pucynoxk 3.12— Meroa ShowBuildingBlock

RemoveConsumableltem.

Bupamsie aGo 3MeHINIye KUIBKICTh CIHOKHBAHOTO

IIpcIMCTa B CIIOTI1 MBHUAKOIOC JOCTVILY.

SIKIMO KUIBKICTH MpeaMeTa B CIOTI MeHIa a0 JOPIRHIOE 1, CIOT OUHIIY€ETHCS.

[HaKIe KUIbKICTD IPeAMeTa 3MEHITYeThed Ha 1 1 BUIHOBIAHUNA TEKCT OHOBIIOCTHCH (PHC.

3.13).
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RemoveConsumableItem()

if (quickslotParent.GetChild(currentQuickslotID).GetComponent<InventorySlot>().amount <= 1)
{

quickslotParent.GetChild(currentQuickslotID).GetComponentInChildren<DragAndDropItem=>()
.NullifySlotData();

else
i
quickslotParent.GetChild(currentQuickslotID).GetComponent<InventorySlot>().amount——;
quickslotParent.GetChild(currentQuickslotID).GetComponent<InventorySlot>().itemAmountText
.text = quickslotParent.GetChild(currentQuickslotID).GetComponent<InventorySlot>()
.amount. ToString();

Pucynok 3.13— Metox RemoveConsumableltem

CheckItemInHand. TlepeBipsie HasSIBHICTH aKTHBHOTO CJIOTa 1 BioOpakae mpeMeT
B pykax abo XoBae Horo.
SIKIO akKTHRHUH CIIOT ICHY€, BHKIMKaeThes MeToj ShowltemInHand. Tmaxe,

BukiukacTbes MeTo HideltemsInHand (puc. 3.14).

CheckItemInHand()

if (activeSlot !=
i

ShowItemInHand();
H

else

i

HideItemsInHand();

Pucynok 3.14— Merojg CheckltemInHand

ShowltemInHand. Iloka3ye npeameT B pykax IepcoHaa, Ko BiH €.
XoBae BCl IpeIMETH B pyKax. SIKIo IpeIMET y aKTHBHOMY CIIOTI1 B1/ICY THIH, METO]

3aBepIryeThed. [HaKIe, akTUBY €Thes BlAIIOBLIHUHA HPSAMET 3 YC1X MOMKIIUMBHX (pHC. 3.15).
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ShowItemInHand()

HideItemsInHand();
if (activeSlot.item ==
i

return;

3
for (int i = 8; i < allWeapons.childCount; i++)

i
if (activeSlot.item.inHandName == allWeapons.GetChild(i).name)

{
allWeapons.GetChild(i).gameObject.SetActive(true);

Pucynok 3.15— Mero ShowltemInHand

HideltemsInHand. XoBae Bcl npeaMerd, dKi MOKYTL OYyTH B pyKax IEpCoHaxa
(puc. 3.16).

HideItemsInHand()

for (int i = @; i < allWeapons.childCount; i++)

{

allwWeapons.GetChild(i) .gameObject.SetActive(false);

PucyHok 3.16— Metoa HideltemsInHand

VY BikHi iHBeHTaps OV U JoAaHl OKpeMl KOMIPKH UL OJAry IiepcoHaxy. Beboro
BH/TITICHO TIITH KOMIPOK ITiJT OJIST (TOTOBa, KOPITyC, HOTH Ta OKpeMo B3yTTA). Takoxk Oy/a
J0aHa MOJISIb IepcoHaka, mod MoxKHa OyIio oapasy nodauuTy, SK BUTISAAC OJET Ha

rpaBii (puc. 3.17).
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Pucynok 3.17 — KoMipku 11 OiIT Ta MOJIENH TPaRIld

3.3,  CTBOpPEHHS HEIPOBHX IIEPCOHAXKIB Ta HAJIAIITYBAHHS IITYYHOTO 1HTECIICKTY

Jit GUILII IIKABOIO Ta PI3HOMAHITHOI'O IIPOBEACHIS Yacy y IPl, CTBOPEHO

HEeITPORUX TlepcoHakiB. Ha pucyHKY TIpuBeIeHO IPUKIIAT IBOX TBapyuH, kKabaHa Ta BOBKa

(puc. 3.18).

Pucynox 3.18 — Heirposi niepcoHaxi BOBK Ta KabaH
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3a  goroMororo  BOYIOBAHOIO 1HCTPYMEHTY Animator jojacMo — aHiMalrii

TIepCOHaKIB TIPH PI3HMX CUTYAaIIISX, SIK1 BIIOYBaIOTHCSA HAaBKOJIO HUX (pHC. 3.19).

ton|Wolf_ldle_

PucyHok 3.19 — CTBopeHHS JiepeBa aHIMAaIli Ha IIPHUKIIajl BOBKa

HactymauM etanoM IpOBOJAWMO TpeHYBaHHS TBapwH. Ha MpHKIIaai TOro caMoro
BOBKA IIOKAKEMO €Tl TPEHYBAHHS HEIIPOBUX IICPCOHAKIB.
1. CTBROpPIOETHCA 30HA, Jie TIepcoHak Moke mepecyBatucs (puc. 3.20). Micig

Jie CTOSATh 00 €KTH OaskaHO BIJOKPEMHTH, OO MOTIM TRAPHUHH HE 3aCTPSITalIH.

PucyHoxk 3.20 — 3oHa niepecyBaHHSI HEITPOBOTO MIEPCOHAKY
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2. TlpommcyeMo CKpHIIT HepecyBaHHS TRapWH. BHKOPHCTORYIOUH BOYTOBaHY
616morexy UnityEngine. Al, npormcyemMo HEOOX1IHI IIpaBUiIa A1 HOBEAIHKU HeIrPOBOTO
nepcoHaky (Jomatok A). CyTh HomsTae B TOMY, IO B TIEBHOMY pajiyci, KM 3amae
PO3pOOHUK, OOMpPAcTLC BHIIAIKOBO TOUKA. SIKINO I TOUKA 3HAXOJUTLCH Y MEKax
JOCTYIHOI 30HH, TEpPCOHAX IMOYHMHAE TepecyBaTHcs g0 Hei. Y 1HITIOMY BHIQAKY

obupacTbes 1HIa Touka (puc. 3.21).

A v Animal Al (Script)

Movement Spee

tion Time

PucyHnok 3.21 — BiacTiBOCTI TlepeMillieHHsI. 3MIHHI IMBUAKICTh, 9ac Ta JUCTaHIIIS

HEePEMIIIICHHS

3.4, OcHoBHI MCXaHIKH I'PU

lepemingenna nepconascy. llepeMillieHHS I'paBlsl BIAOYBACTLCS 3a JOIOMOIOIO
Kiapim WASD, e W — Brepea, A — BIiBo, S — Hazaja ta D — Bupaso. 3a JOIOMOTOIO
KJIaBRII Space, TMepcoHaX BHUKOHyE CTPHOOK, a HaTHcHYBImH Shift — 3po0utek
IIPUCKOPCHHS.

Cmeopenns incmpymenmie. J[Is1 CTBOpEHHS 1HCTPYMEHTIB Ta 1HITIAX IIPEJIMETIR,
pozpodumo kpadToBe BIKHO. BIKHO YMOBHO IO/JICHS HA JB1 YaCTUHU. 3 JIBOI CTOPOHHU
MEHIO JOCTYIIHHX peueit A kpadTy. 3 1HITOI CTOPOHU BKa3yETHCS KITBKICTE IIPEIMETIR
KOTpl IpaBelb Xode 3poOHTH, Yac 3a KU 1¢ BIAOYIEThbCS Ta KUILKICTL HeoOX1MHUX

MaTepiamp. Pery moBaTH KUIBKICTh 1HCTPYMEHTIB MOKHA 3a JTOTIOMOTOIO JIBOX KHOIIOK
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«+» (ToaaTH) Ta «-» (BAHATHA). CTROPEHHS IIPEIMETIB BIIOYBAEThHCS MICTSI B3aeMOIT 3

knonkoio «Crafty (puc. 3.22).

Simple stone axe

Amount Item type Total Have

Wood

Pucynox 3.22 — BikHo ¢TBOPEHHS HIPEIMETIB

PosrmsgneMo, sk Tpaigoe MeTO JoJaBaHHS TpeIMETIR O UYeprd kpadTy B Ipi.
MeTto BUKOHY € KIJIbKa KPOKIB:

ITigroToBka mo kpadty: IlepeRipseThes, skl pecypcH TOTPIOHI TSI CTBOPEHHS
MIEBHOTO TIpeiMeTa. PO3TIsIaeThesl KOWKEH pecype, SKUH MoTpiOHO BUKOPHUCTOBYBATH.

llepeRipka HasSBHOCTI pecypciB: /IS KOKHOTO pecypcy BH3HAYAETHCS, CKITHKU
caMe pecypcy HeoOX1IHO B35 TH 3 1HBEHTaps IPaBL.

Bzaemoig 3 iHBeHTapeM: [loTiM MeTo I meperipse 1HBeHTap TparIld, MO0 3HANTH
neoOxigni pecypceu. Bin 3abupac I pecypcd 3 1HBeHTapd, o0 IpaBelb MIl
BUKOPUCTORYBATH iX JITISI CTROPEHHS TIPeIMETY .

Honapanns y gepry xkpadty: [Ticnst mboro gogaeThes mpeMeT 10 depTr Kpadry.
SKImo e upeaMeT BKe € B 4ep3l, TO 30LIbITYE KUILKICTD IbOTO IIpeaMeTa y uepsl. SAKio

HOTO TTe HeMae y uep3i, TO BiH CTROPIOE HOBHI elleMeHT Y uep3l.
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Bimobpaxenns iHdopmarui: Ilicmst jgomapaHHS TIIpeaMeTa y  9epry, MeToJ
BioOpaxkae 1HGoOpMallio Ipo el mpeaMer, Taky SK 300paXeHHs, KUILKICTL Ta 4ac,
HeoOX1THUH U1 KpadTy.

Ouositenns ingopmarii 1po mpeamet: Haperrri, MeTo s OHOBIIOE 1HGOPMALIIO 1IPO
MIOTOYHUM TIpeMET, o0 TpaRells MIT OatunuTH, IO B1H 3apa3 CTBOPIOE.

byoyeanna. Y Bikui kpadTy HIPEIMESTIB MOKHA CTBOPUTH YacTUHU Oy AunKy. 1licis
CTBOPCHHSI, BOHHM 3 MBIBIIOTBCH B IHBeHTapl rpasu. llepemMicTuBim ix 1o maHemll
MMBUKOTO JIOCTYTY, Y TPABRIY 3’ SIBISETHCS MOKIUBICTE IOCTABUTH MaTepiald Ha 3eMIIi.
MOXKIHBICTD HOCTABUTH HAIIPUKIA] (YyHIAMEHT 3 IBISMETLCS TUIBKH TOJ1, KOJIHU HOMY
HIYOTo He 3aBakae (puc. 3.23). Ilpm crmpodi MOCTaBHTH HOTO B JIepeBO UM KaMiHb,
Marepial IOYHMHAE CBITUTHCS YEPBOHUM KOJIBOPOM, Td MOYKJIMBICTh BCTAHOBUTH MaTepiall

3HHUKaE (puc. 3.24).

Pucynox 3.23 — Beranopiiennd Matepialny ¢yHaaMeHT
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Pucynoxk 3.24 — CripoGa BCTaHOBUTH Y XHOHOMY MICT1

MeTtou Oy aiBHHITTRA 3 koay (JlogaTok A):

SetConnectionTypeBasedOnBuildingBlock(): Meroa BeTaHOBIIIOE THIL 3'¢ IHAHHS
Ha OcHOB1 Oioka OyMiBHHUIITRBA. BiH mepeBipse THI MOTOYHOTO OyIIBENBHOTO OIOKY
(Foundation, EdgeBlock, Ceiling, Door) 1 BcTaHOBITIOE BIATIOR]THHI THII 3'€ THAHHS.

RemoveFirstBlockFromCollidersList() 1
RemoveHouseBlocksFromCollidersList(): 111 MeToil BUAAISIOTE HEPITHH 010K abo Bel
OyaiBe/IbHl OJIOKM 31 CHUCKY KoJdaijaepiB. BOHM BHUKOPHUCTOBYIOTLCS IS KepyBaHH
KOJII31MH, KOJIM Oy IIBEJIbHUH OJI0K BCTAHOBIIIOETHCS Ha CIICHY.

ChangeBuildingBlock(): 3mintoeTbes Oy aiBe/bHAl 010K, Bil 3HuIy € nouepe i
OJIOK 1 CTROPIOE HOBHH.

PlaceBlock(): Posmimye OyaiBenniuit 010k Ha cieni. Bin Brnodae ¢y HKIIOHAT
PO3MIINIEHHS, aKTHBAITl KoJakepiR, YRIMKHEHHS 3'€HaHb, 3MIHH MaTepiamy OJIOKY, a
TAKOK BUKOHAHHA IICBHUX JI1i1 B 32JICKHOCT1 BIJL THITY 3'€IHAHHS ( HAIIPUKIIA, BUJIAJICHHS
Kpaiiororo 3'etHaHHS a00 akTHBAINS OKPEMUX KOTaiiepiB JIsl iBepeit).

CanPlace(): I1eit MeToI MeperIpsie, I MOKHA PO3MICTUTH Oy TIBETHHUH OJI0K.
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OnEnable() 1 OnDisable(): 111 MeTo Il BUKITHKAIOTHCS, KOTH 00'€KT cTae aKTHBHHM
a00 HeakTHBHUM BLINOBLAHO. Bonu Bukimukaiorh Merogu ChangeBuildingBlock() 1
Destroy(_buildingBlockOnScene) B1iIIoB1THO.

Bionosnenna ocummesux noxasznuxie. SIKIO IpaBelb liepecTae CIIKYBaTH 3a
KUTTEBUMH TIOKa3HUKaMM (3JI0POR’S, TOJOJ Ta cIpara), TpaBellh BTpadae KUTTS Ta
37 ABIBICTHCH Yy ToUIl cTapTy. ToMy HEoOX1IHO po3po0UTH MOKIUBICTL BLIHOBIIOBATH
MOKA3HUKH 3a JOIIOMOIOIO 11 Ta BOIH.

[>xy Moxkna 3HaliTh y mici. Ha mpukmami g0Imyka po3IIITHEMO K I€ IIPAITioE.
3uafmoBny 10IyKO Y JICl, I'paBlio Tpeda HATUCHYTH KIABIIIY IHA00pYy IIpeaMeTy (3a

3aMOBUYBaHHsIM Kiapima E). Tlicis goro s0myKo ToTparuisie v 1HBEHTap TParIisl (PHUC.

3.25).

Pucynoxk 3.25 — $I0myko Ha 3eMJIi Ta B 1HBEHTap1 TpaprIld

[TepeMicTHRITH #OTO y CIOT MIBHJKOTO JOCTYITY Ta HATUCHYBIIHN JIIBY KHOTIKY

MHUIII, IpaBelb BIIHOBIIOE ¢O01 YACTHHY 1HIUKATOPY 1K1 (puc. 3.26).
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a)

Pucynok 3.26 — a) [apukaTtop 1o npuitomy k1. O) [HauKaTOP MICTS NpHitoMy 131

[HAUKaTOp CIIpary Tparoe Maike Tak caMo. J[7 HOTo BITHOBIEHHS, TPaBITIO
MOTP10HO MIIHTH A0 BOAOMMY Ta HATHCHYTH KJIaBIIIY B3acMOIIi (3a 3aMOBUYBAHIIM

knagrima E). Crpalffoe cKpHIT, Ta 1HTUKATOP cIIpaTd OHOBUTLCS (pHC. 3.27).

Pucynok 3.27 —[HqukaTop 0 Ta M BOAOTION.

3.5. BHCHOBKH J0 TPETHOTO PO3ILIY

Y TperboMy PO3ILIL PO3LISHYTO Hpolec Ppo3poOKH IPU 13 BHKOPHUCTAHHAM
TEXHOIIOTTH MTYYHOTO 1HTeIeKTY. OIMCaHo eTalld CTBOPEHHA TePPEHHY 3a JOIOMOIOI0
incrpyMenty Terrain B Unity, BIpoBajpKeHHH 1rpoBHX MexaHik, ajaropurmiB I s
VIIpaBIIHHS TTOBEIIHKOIO TIEPCOHaKIB Ta 1HINMUX acIeKTIiB IPH.

Po3po0Oka rpu 1poJeMOHCTpYBala BUCOKY eeKTUBHICTh BUKOpUcTaHHs Unity Ta
TEXHONOTIH IMTYYHOTO 1HTENEKTY JUISI CTBOPEHHS CKJIQJHUX ITPOBHX CEPeJIOBHIIL
OCHOBHUMHM IIcpeBaraMy € MOMKJIMBICTb CTBOPCHHS JACTANBHUX 1 JUHAMIYHHX
JaaAmadTIB, 3a0e3NeUeHHs aJalTHBHOI ITOBEJIHKH TEPCOHAKIB Ta 1HTEPaKTHBHHUX
1rpoBux Mexanik. Ile A03BoJsie MABUINMUTH SKICTH 1TPOBOTO JOCBLILY Ta 3ally4CHICTD

KOPHUCTYBaviB.
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Cepel HEMOMKIB MOKHA BHIUIMTH 3HAYHY CKIAJHICTH TpPOIecy po3poOKH Ta
noTpedy B BEIMKHUX OOUMCIIOBAILHMX pecypeax i oOpoOku anropurmis I Ta
mporieiypHoi reHeparui koHTeHTY. KpiM Toro, omTumizalis TpH s 3ade3nedeHHs i
cTaldlIbHOT poOOTH HOTPely € 3HAYHUX 3y CHIIb.

Ha ocHOBR1 oTpUMaHHUX pe3yIbTaTIB PEKOMEHIOBAHO 30CePETUTHCEH Ha HOIaTbITii
onruMizamii Ipu, BaockoHajgenHi ajaropurMiB Il Ta JgoCHipKeHH]T MOKIMBOCTEH
BUKOPHCTAHHS T'OPHUIHAX METOIIB /I IMIBUINCHHS e(heKTHBHOCTI IrpOBUX MeXaHIK. Lle
CIIPUSITAME CTBOPEHHIO TMie ORI 3aXOIUTIOI0THX Ta PEealiCTHIHNX ITPOBUX CEPeTOBHIT,
IO [MO3UTHUBHO BIUIMHE HA KOMEPIIHHUAN YCIIX IPOAYKTY.

VY3aranbHIOIOUH, TPOTIEC CTBOPEHHSI TPH 3 BUKOPUCTAHHAM IMITYTHOTO 1HTEIEKTY
OYB MIKaBUM JOCBIJIOM, SKHH JOIIOMII Kpalle PpO3YMITH MHOTCHINAN 1 BHKIHKH
3actocyBaHHs I111 B irpoBiit mpoMuCIOBOCT1. BIpoBaKeHHS alTOPHTMIB ITOREI1HKOBHX
JICPEB 1 IPOCTUX METOJI1B MAIIMHHOT'O HABYaHHS [IPOIEMOHCTPYBAJIH CBOIO (DK TUBHICTh
y CTBOPEHHI pealCcTHYHOI MOBETIHKA HEIrPOBHUX IIEPCOHAXIB Ta JUHAMITHOTO
refivimiero. OJHaK II€H JOCBI TakKoX TMoOKazaB TMOTpedy Yy IoJalbIiol onTHMIzalli,
BUKOPHUCTAHHS OLIBIT IPOCYHYTHUX TEXHIK IMTYYHOIO IHTEICKTY Ta PO3IMIHPCHHA
MOKIIMBOCTE B3aeMO/TIi MK TPaBITEM Ta ITPOBHM CRITOM JITIS TOCATHEHHS 1€ O1IBITTOTO

3aHypeHHSI Ta YHIKaTbHOTO ITPOBOTO JTOCBITY.
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BHUCHOBKH

Y mepmoMy po3Aial JOCHIKEHO OCHOBHI ITOHSTTS Ta BH3HAUSHHS, IIOR'S3aHl 3
KOMITIOTCPHUMH ITPAMH, PO3IIIHYTO IXHIO ICTOPUYHY POIL Ta EBOIONI. bylo
IPOAHANI30BaHO Pi3Hi Teopii IMOI0 IPH, BKIFoYaouH mxxoxu Horana [eifsinra.

Pesyiibratil aHam3y HATBEPAWIN, IO IIPH € CKIAJHUM SBHUINECM, K€ IHIOECIHYE
PO3BaKalILHI Ta OCBITHI €IeMEHTH. lle IaKpecIioe Ba)KIMBICTL IHTEIPAIli HOBITHIX
TeXHOIOT1H, TaKUX SK IMTYIHHAM 1HTENeKT, I IIBHITEHHS ITIHHOCTI 1rop. OCHOBHOIO
IIepeBarolo € 3JaTHICTL CTBOPIOBATH Gararorpatil 1rpoBl JOCBIAH, SK1 3a10BOJILHSIOTD
PI3HOMaHITHI MOTPeOH KOPHUCTYBaUdIB. BHKIUKOM 3alHIIA€THCS ONITUMIZAINS CKIIaTHAX
CHCTEM IS 3a0e31ede s iX eheKTUBHOL poOOTH.

Y Japyromy po3JiNl TIPOBEJEHO aHall3 ICHYIOUHX PIMEHb MOJ0 1HTerparii
MITYHYHOIO 1HTEIEKTY B KOMITIOTEPHI 1rpH. PO3IIBIHYTO PI3HI MIAXOAH, BKIIOYAIOUH
IIOBEIIHKORI JIepeBa, HeMpoHH1 Mepekl Ta aITOPUTMH MaIlTMHHOTO HaBYaHHS.

Brporamxenns I mo3Bomsie CTBOPIOBATH PealICTHUHI Ta 3aXOIUTIOIOUl ITPOB1
CEPEJIOBUINA, IO IJABHUINY € KOHKY PEHTOCIIPOMOKHICTD HPOAYKTY. HegomkoM € BUcoka
CKIIaTHICTh po3po0KH Ta moTpeda y 3HaUHUX pecypeax sl TECTYBaHHS. PekoMeH/T0BaHO
BHUKOPHUCTORYBATH T1OpHUIHI METOIN IS JOCSATHEHHSI OaldaHCy MIK peaTicTHUIHICTIO Ta
PO Y KTHRHICTIO.

Y TpeThoMy PO3JILI OIUCAHO IIPOIIEC PO3POOKH I'PU 3 BUKOPUCTAHHAM IIITYYHOT'O
1HTeTIEKTY, 30KpeMa CTROpeHHs Teppeliny B Unity, BIpOBaKeHHSI ITPOBUX MeXaHIK Ta
ajaropurmis 1111

Buxopucranas 1HcTpyMeHTY Terrain B Unity J03BOJIsSIE CTBOPIOBAaTH leTalhHI
nappmadgru. Ilponeaypna remepamist Ta amropurmu I CrpustoTh  CTBOPEHHIO
VHIKaJIbHUX ITPOBHUX cepeoBUIl. OCHOBHOIO IEPeRaroio € BUCOKUH PIBEHb 3alydeHHS

KopuctyBauiB. Hejronmkamu € norpeda B 3HAUHUX 0OUUCIIOBAIBHUX pecypeax Ta vac sl
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orrtuMizarili. PexoMeHAYeThCS  BOPOBAKEHHS  JOJATKOBHX  1HCTPYMEHTIR UL
olTUMI3aIi Ta MacITadyBaHHs [PH.

B xom1 pukoHaHHS KBamdpikamiaoi poOoTH OyI0 JOCATHYTO TOCTAaBICHUX ITUICH:
PO3LEHYTO OCHOBHI ACIICKTH KOMITIOTEPHUX 1I0pP, HPOaHAII30BAHO ICHYIOUl PIIICHHS
MOJO  BOPOBAPKEHHST IMTYYHOTO 1HTENEKTY, Ta 3/ificHeHO po3poOKy Tpu 3
BUKOPHUCTAHHIM HOBITHIX TEXHOJIOITH.

Pezyibratit poOOTH ¢BifiMaTh PO BUCOKHUI NOTEHIAT BUKOPUCTAHHS IIITYYHOTO
1HTeTIEKTY B KOMITIOTePHUX Irpax ISl CTBOPEHHS PEATICTUUHHX Ta I1HTePaKTHBHUX
cepejioBulll. OCHOBHUMH II€peBaraMu € IJBUINCHHS KOMEPIIHHOIO YCHIXY Ta SKOCTI
1TpOBROTO AOCBITY. HefomkaMu € cKIa HICTh po3poOKH Ta ToTpeda B 3HAYHUX pecypeax
At "HamamryBanHs  [11I-cucrem. PexkoMeHiyerhbess ToJaibIlia  OITHMIZAINS — Ta
MacmTabyBaHHS PO3poOIEHOTO0 TIPOJAYKTY, a TaKoXK JOCTKEHHS MOKINBOCTEH

BUKOPHUCTAHHS TOPHAHUX METOMIB JJIS 11 ABUITCHHS eeKTUBHOCTI IIPOBUX MEXAHIK.
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JIOJTATOK A

Kox nporpamu

AnimalAi.cs

using UnityEngine;
using UnityEngine.AT;

public class AnimalAI : MonoBehaviour

{

private NavMeshAgent _navMeshAgent;
private Animator _animator;
[SerializeField] private flocat movementSpeed;

[SerializeField] private float changePositionTime = 5f;
[SerializeField] private flocat moveDistance = 16f;

private veid Start()

i

_navMeshAgent = GetComponent<NavMeshAgent>{);

_navMeshAgent.speed = movementSpeed;

_animator = GetComponent<Animator>();

InvokeRepeating(nameof(MoveAnimal), changePositionTime,changePositionTime);
}
private void Update()
{

_animator.SetFloat("Speed", _navMeshAgent.velocity.magnitude/movementSpeed);
}

Vector3 RandomNavSphere (float distance) {
Vector3 randomDirection = UnityEngine.Random.insideUnitSphere % distance;

randomDirection += transform.position;
NavMeshHit navHit;
NavMesh.SamplePosition (randomDirection, out navHit, distance, -1J);

return navHit.position;

}
private void MoveAnimal{)
{
_navMeshAgent . SetDestination{RandomNavSphere{moveDistance));
}

BuildingSystem.cs

37
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using UnityEngine;

public class BuildingSystem : MonoBehaviour

{
[Header("Raycast Settings")] [SerializeField]
private Camera _mainCamera;

[SerializeField] private fleat _reachDistance = 2f;

private Transform _blockConnection;
private string _connectionType = "";

private GameObject _buildingBleckOnScene;
[HideInInspector] public GameCbject currentBuildingBlock;

void Update()

{
Ray ray = _mainCamera.ViewportPointToRay{new Vector3{0.5f, 0.5f, 0));
RaycastHit hit;
SetConnectionTypeBasedOnBuildingBleck();

if (Physics.Raycast(ray, out hit, _reachDistance, LayerMask.GetMask("Terrain",
_connectionType)))

if (_buildingBleckOnScene == null)

{
CreateNewBlock();
}
Transform buildingBleckTransform = _buildingBleckOnScene.transform;

_buildingBlockOnScene.GetComponent<ICheckColliders>{().CheckColliders();

if (LayerMask.LayerToName(hit.collider.gameObject.layer) == _connectionType)
*

var blockConnection = hit.collider.transform;

_blockConnection = blockConnection;

buildingBlockTransform. position
buildingBlockTransform.rotation

blockCennection.position;
blockConnection.rotation;

if {_blockCennecticn.parent.GetComponentInParent<HouseManager>{) != null)
{
RemoveHouseBlocksFromCollidersList();
}
else
{
RemoveFirstBlockFromCollidersList();
}
}
else
{

_blockConnection = null;

buildingBlockTransform.position = hit.point;
buildingBlockTransform.rotation =
Quaternion.Euler(buildingBlockTransform.rotation.eulerAngles.x,



i

_mainCamera.transform.rotation.eulerfngles.y,
buildingBlockTransform.retation.eulerAngles.z);

}
}
else
{
if {(_buildingBlockOnScene != null)
{
Destroy{(_buildingBlockOnScene);
}
}
}
private veid SetConnectionTypeBasedOnBuildingBlock{)
{
if {currentBuildingBlock.GetComponent<Foundaticn>() != null)
{
_connectionType = "FoundationConnection";
iy
else if {currentBuildingBlock.GetComponent<EdgeBlock>() != null)
{
_connectionType = "EdgeCeonnection";
}
else if {currentBuildingBlock.GetComponent<Ceiling>{) != null)
{
_connectionType = "CeilingConnecticn";
i)
else if (currentBuildingBlock.GetComponent<Door>() != null)
{
_connectionType = "DoorCennection";
iy
}

private void RemoveFirstBlockFromColliderslList()

{
if (_buildingBlockOnScene.GetComponent<BuildingBlock>{)

.detectedColliders.Contains{_blockConnection.parent.GetComponent<Collider>()))

{
_buildingBlockOnScene.GetComponent<BuildingBlock>()

.detectedColliders.Remove{_blockConnection.parent.GetComponent<Collider>());
iy
}
private void RemoveHouseBlocksFromCollidersList()
{
foreach (BuildingBlock buildingBlock in
_blockConnection. parent.GetComponentInParent<HouseManager>()
.buildingBlocks)
i
if {_buildingBlockOnScene.GetComponent<BuildingBlock>()
.detectedColliders.Contains{buildingBlock.GetComponent<Collider>()))
{

_buildingBlockOnScene.GetComponent<BuildingBlock>()
.detectedColliders.Remove{buildingBlock.GetComponent<Collider>{));



60

}
public veid ChangeBuildingBleck()
{
if (currentBuildingBleck == null) return;
Destroy{_buildingBlockOnScene);
CreateNewBlock();
}
private void CreateNewBlock()
{
if (currentBuildingBlock == null)
return;
_buildingBlockOnScene = Instantiate(currentBuildingBlock);
if(_buildingBlockOnScene.GetComponent<Collider>{) != null)
_buildingBlockOnScene.GetComponent<Collider>().enabled = false;
}

public veid PlaceBlock()
{
_buildingBlockOnScene.GetComponent<BuildingBlock>() .isPlaced = true;

if(_buildingBlockOnScene.GetComponent<Collider>{) != null)
_buildingBlockOnScene.GetComponent<Collider>{).enabled = true;

if(_buildingBlockOnScene.GetComponent<IHaveConnections>() != null)
_buildingBlockOnScene.GetCemponent<IHaveCennecticens>(). TurnOnConnections();

_buildingBlockOnScene.GetComponent<BuildingBlock>{).ChangeToBlockMaterial();

if (_blockConnection != null)
{
// MNepuwa 4acTuHa
if {_blockConnecticn.parent.parent == null)
{
GameObject house = Instantiate(new GameObject("House"),
_buildingBlockOnScene. transform.position,
Quaterniocn.identity);
house.AddComponent<HouseManager>();
_blockConnecticn.parent.SetParent(house.transform);
}
// Opyra JactuHa
_buildingBlockOnScene.transform.position = _blockConnecticn.position;
_buildingBlockOnScene.transform.rotation = _blockConnecticn.rotation;
_buildingBlockOnScene. transform.SetParent{_blockConnection. parent.parent);

// Tpera uvacTtuHa
switch {_connectionType)

{
case "EdgeConnection":
if (_bleckCennection.parent.GetComponent<Foundation>() !'= null)
{
GameObject edgeConnection = _blockConnection.gameCbject;

_blockConnection. parent.GetComponent<Foundation>{).edgeConnections.Remove{edgeConnection)

1



Destroy(edgeConnection);

}

break;
case "DoorCennection":

_buildingBlockOnScene.GetComponent<Door>{).TurnOnSeparateDoorColliders();

Destroy(_bleckCennection.gameObject);

.canPlace;
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break;
}
_buildingBleockOnScene. transform. parent.GetCompenent<HouseManager>(). UpdateBuildingBlocks(
)i
}
CreateNewBlock();
}
public becl CanPlace()
{
if (_buildingBlockOnScene == null) return false;
return _buildingBlockOnScene.GetComponent<BuildingBlock>()
}
private void OnEnable()
{
ChangeBuildingBlock({);
}
private veid OnDisable()
{
Destroy{_buildingBlockOnScene);
}
}
CraftManager

public class CraftManager : MonoBehaviour

{

public
public
public

public
public

public
public
public
public
public

public

bool isCOpened;
GameObject craftingPanel;
GameObject inventoryAndClothingPanel;

Transform craftItemsPanel;
GameObject craftItemButtonPrefab;

GameObject UIBG;

GameObject crosshair;
CinemachineVirtualCamera CVC;

Button craftBtn;

FillCraftItemDetails currentCraftItem;

KeyCode openCloseCraftButton;
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public List<CraftScriptableObject> allCrafts;

[Header("Craft Item Details")]

public TMP_Text craftItemName;

public TMP_Text craftItemDescription;

public Image craftItemImage;

public TMP_Text craftItemDuration;

public TMP_Text craftItemAmount;

// Start is called before the first frame update
void Start()

{
GameObject craftItemButton = Instantiate(craftItemButtonPrefab, craftItemsPanel);
craftItemButton.GetComponent<Image>().sprite = allCrafts[@].finalCraft.icon;
craftItemButton.GetComponent<FillCraftItemDetails>().currentCraftItem =

allCrafts[o];

craftItemButton.GetComponent<FillCraftItemDetails>().FillItemDetails();
Destroy(craftItemButton);
craftingPanel.gameObject.SetActive(false);

}

public veid FillItemDetailsHelper{()

{
currentCraftItem.FillItemDetails();

}

CvC.

CvC.

CvC.

CvC.

// Update is called once per frame

void Update()

{
if (Input.GetKeyDown{openCloseCraftButton))
{

isOpened = !isOpened;

GetComponent<InventoryManager>().isOpened = false;
inventoryAndClothingPanel .gameObject.SetActive(false);
if (isOpened)
*

craftingPanel. SetActive(true);

UIBG. SetActive(true);

crosshair.SetActive(false);

GetCinemachineCompenent<CinemachinePOV>().m_HorizontalAxis.m_InputAxisName :
GetCinemachineComponent<CinemachinePOV>().m_VerticalAxis.m_InputAxisName = "";
GetCinemachineComponent<CinemachinePOV>().m_HorizontalAxis.m_InputAxisValue = 8;

GetCinemachineComponent<CinemachinePOV>().m_VerticalAxis.m_InputAxisValue = 0;
// Npekpennaem Kypcop K cepefuHe 3KpaHa
Cursor.lockState = CursorLockMede.None;
// W penaem eroc HeBUAOWMbIM
Curser.visible = true;

}

else

{
craftingPanel. SetActive(false);
UIBG. SetActive(false);
crosshair.SetActive(true);
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CVC.GetCinemachineComponent<CinemachinePOV>().m_HorizontalAxis.m_InputAxisName = "Mouse
XII;
CVC.GetCinemachineComponent<CinemachinePOV>() .m_VerticalAxis.m_InputAxisName = "Mouse Y";

// Npekpennaem Kypcop K cepefuHe 3KpaHa
Cursor.lockState = CursorLockMede.Locked;
// W penaem ero HeBWMAWMbIM

Cursecr.visible = false;

}

public veoid LoadCraftItems(string craftType)
{

for (int i = ©; i < craftItemsPanel.childCount; i++)

{

}
foreach (CraftScriptableObject cse in allCrafts)
{

Destroy{craftItemsPanel.GetChild(i).gameObject);

if (cso.craftType.ToString().ToLower{) == craftType.ToLower{))
{
GameObject craftItemButteon = Instantiate(craftItemButtonPrefab,
craftItemsPanel);
craftItemButton.GetComponent<Image>().sprite = cso.finalCraft.icon;
craftItemButton.GetComponent<FillCraftItemDetails>().currentCraftItem

InventoryManager.cs

public class InventoryManager : MonoBehaviocur
{
public GameObject UIBG;
public GameObject crosshair;
public Transform inventoryPanel;
public Transform inventoryAndClethingPanel;
public GameCbject craftPanel;
public Transform quicksleotPanel;
public List<InventorySlot> slots = new List<InventerySlot>();
public bocol isOpened;
public fleoat reachDistance = 3f;
private Camera mainCamera;
public CinemachineVirtualCamera CVC;
private CraftManager craftManager;
[SerializeField] private Transform player;
[SerializeField] private List<ClethAdder> _clothAdders = new List<ClothAdder>();
// Start is called before the first frame update
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private void Awake()

{
UIBG.SetActive(true);
}
void Start()
{

mainCamera = Camera.main;
craftManager = FindObjectOfType<CraftManager>();

slots.AddRange(inventoryAndClothingPanel.GetComponentsInChildren<InventorySlot>());

for (int i = ©; i < quickslotPanel.childCount; i++)

{
if (quickslotPanel.GetChild(i).GetComponent<InventorySlot>() != null)
{
slots.Add{quickslotPanel,GetChild(i).GetComponent<InventorySlot>());
}
iy

UIBG.SetActive(false);
inventoryAndClothingPanel .gameObject.SetActive{false);//new line
}

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

{
if (Input.GetKeyDown(KeyCode.I))
{
isOpened = !isOpened;
craftPanel.gameObject.SetActive(false);
craftManager.isOpened = false;
if (isOpened)
{
UIBG.SetActive(true);
inventoryAndClothingPanel.gameObject.SetActive(true); // new line
crosshair.SetActive{false);
CinemachinePOV pov = CVC.GetCinemachineComponent<CinemachineP0OV>();
pov.m_HorizeontalAxis.m_InputAxisName = "";
pov.m_VerticalAxis.m_InputAxisName = "";
pov.m_HorizontalAxis.m_InputAxisValue = 0;
pov.m_VerticalAxis.m_InputAxisValue = 0;
// NpukpinnweMoc Kypcop Ao cepefnHM eKpaHa
Cursor.lockState = CursorLockMede.None;
// i pobBumo Horo HeBMUOUMUM
Curser.visible = true;
}
else
{
UIBG.SetActive(false);
inventoryAndClothingPanel.gameObject.SetActive(false); // new line
crosshair.SetActive(true);
CVC.GetCinemachineComponent<CinemachinePOV>{).m_HorizontalAxis.m_InputAxisName = "Mouse
XII;
CVC.GetCinemachineComponent<CinemachinePOV>{).m_VerticalAxis.m_InputAxisName = "Mouse Y";

// TpukpinnweMo Kypcop A0 CepefuHM eKpaHa



Cursecr.lockState = CurscrlLockMode.Locked;
// i pobumo iHoro HeBUOUMUM
Cursoer.visible = false;

DragAndDropItem[] dadi = FindObjectsOfType<DragAndDropItem>();
foreach(DragAndDropItem slot in dadi)
{

}

slot.ReturnBackToSlot();

}
}
Ray ray = mainCamera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

if (Input.GetKeyDown(KeyCode.E))
{
if (Physics.Raycast(ray, out hit, reachDistance))
{
if (hit.collider.gameObject.GetComponent<Item>{) != null)
{
AddItem(hit.collider.gameObject.GetComponent<Item>().item,
hit.cellider.gameObject.GetComponent<Item>()}.amount);
craftManager.currentCraftItem. FillItemDetails();
Destroy(hit.collider.gameObject);

}
}
}
}
public void RemoveItemFromSlot(int slotId)
{
InventorySlot slot = slots[slotId];
if (slot.clothType != ClethType.None & !slot.isEmpty)
1
foreach (ClothAdder clothAdder in _clothAdders)
{
clothAdder.RemoveClothes(slot.item.clothingPrefab);
}
}
slot.item = null;
slot.isEmpty = true;
slot.amount = 9;
slot.iconGO.GetComponent<Image>().color = new Color{(l, 1, 1, 8);
slot.iconGO.GetComponent<Image>().sprite = null;
slot.itemAmountText.text = "";
}

public void AddItemToSlot{ItemScriptableObject _item, int _amount, int slotId)
1

InventorySlot slot = slots[slotId];

slot.item = _item;

slot.isEmpty = false;

slot.SetIcon{_item.icon);

if (_amount <= _item.maximumAmount)

{

slot.amount = _amount;
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if (slot.item.maximumAmount != 1) // added this if statement for single items
{
slot.itemAmountText.text = slot.amount.ToString();
}
}
else
{
slot.amount = _item.maximumAmount;
_amount —= _item.maximumAmount;
if (slot.item.maximumAmount != 1) // added this if statement for single items
{
slot.itemAmountText.text = slot.amount.ToString();
}
k
if (slot.clothType != ClothType.None)
{
foreach (ClothAdder clothAdder in _clothAdders)
{
clothAdder.addClothes(slot.item.clothingPrefab);
}
b
}
public void AddItem{ItemScriptableObject _item, int _amount)
1
int amount = _amount;
foreach (InventorySlot slot in slots)
{
// Craxaemo npegMeTH pasoM
// ¥V cnoTi Bwe € ueil npegMet
if (slot.item == _item)
{
if (slot.amount + amount <= _item.maximumAmount) {
slot.amount += amount;
slot.itemAmountText.text = slot.amount.ToString();
return;
}
else
{
amount —= _item.maximumAmount - slot.amount;
slot.amount = _item.maximumAmount;
slot.itemAmountText.text = slot.amount.ToString();
}
//break;
continue;
}
}

bool allFull = true;
foreach (InventorySlot inventorySlot in slots)

{
if (inventorySlot.isEmpty)
{
allFull = false;
break;
}
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if (allFull)
{
GameDbject itemObject = Instantiate(_item.itemPrefab, player.position +
Vector3.up + player.forward, Quaternion.identity);
itemObject.GetComponent<Item={).amount = _amount;
}

foreach (InventorySlot slot in slots)
{
if (amount <= @)
return;
// popaemo npegMeTW y BinbHi KoMipkwu
if(slot.isEmpty == true)
{
slot.item = _item;
//slot.amount = amount;
slot.isEmpty = false;
slot.SetIcon(_item.icon);

if {amount <= _item.maximumAmount)

{
slot.amount = amount;
if (slot.item.maximumAmount != 1) // added this if statement for
single items
{
slot.itemAmountText.text = slot.amount.TeString();
}
break;
}
else
{
slot.amount = _item.maximumAmount;
amount —= _item.maximumAmount;
if (slot.item.maximumAmount != 1) // added this if statement for
single items
{
slot.itemAmountText.text = slot.amount.ToString();
}
}

allFull = true;
foreach (InventorySlot inventorySlot in slots)

{
if (inventorySlot.isEmpty)
{
allFull = false;
break;
}
}
if (allFull)
{

GameObject itemObject = Instantiate(_item.itemPrefab, player.positiocn
+ Vector3.up + player.forward, Quaternicn.identity);

itemObject.GetComponent<Item>().amount = amount;

Debug.Log("Throw out");

return;



// continue;

MenuManager.cs

ublic class MenuManager : MonoBehaviour

{

[SerializeField] private CinemachineVirtualCamera _mainCamera;
[SerializeField] private CinemachineVirtualCamera _settingsCamera;
[SerializeField] private GameCbject _menuPanel;

[SerializeField] private GameObject _settingsPanel;

public fleoat _currentSensitivity;

private int _currentResclutionIndex;

#region SettingsVars

[Header("Settings Menu")]

[SerializeField] private AudioMixer _audicMixer;
[SerializeField] private TMP_Dropdown _resclutionDropdon;
[SerializeField] private THMP_Dropdown _qualityDropdoin;
[SerializeField] private Toggle _toggle;

private Resclution[] _resclutions;
[SerializeField] private Transform _moveableNailTransform;

#endregion

// max x value -1.841574

// min x value -8.136

private void Start()

{
PopulateResclutionDropdown();
LoadSettings{_currentResoluticnIndex);

}

#region Settings Funcs
private void PopulateResolutionDropdown()
{
_resoluticonDropdown.ClearOpticons();
List<string> opticns = new List<string>(J};
_resolutions = Screen.resolutiocns;
_currentResolutionIndex = 0;

for (int i = 0; i < _resclutions.Length; i++)

{
string option = _resolutions[i].width + "x" + _resolutions[i].height;
options.Add(option);
if (_resolutions[i].width == Screen.currentResolution.width &&
_resolutions[i].height == Screen.currentResclution.height)
_currentResoluticnIndex = i;
}

_resoluticonDropdown.AddOptions{options);
_resoluticenDropdown.RefreshShownvalue();

68



69

public veoid SetFullscreen(bool isFullscreen)

: Screen. fullScreen = isFullscreen;

;ublic void SetResolution(int resolutionIndex)

: Resolution resolution = _resoluticns[resolutionIndex];
Screen.SetResolution(resolution.width, resolution.height, Screen.fullScreen);

%ublic void SetQuality(int qualityIndex)

QualitySettings.SetQualitylLevel(qualityIndex);

public veid SetVelume{)
{
float desiredVolume = Mathf.InverselLerp(-8.136F, -1.841574f,
_moveableNailTransform.lecalPosition. x);
if (desiredVolume <= 0.0801f)
desiredVolume = 0.0001f;

_audicMixer.SetFloat("MasterVolume",Mathf.Logl@(desiredVolume) * 20);

b

public void SetSensitivity(fleat desiredSensitivity)

{
PlayerPrefs.SetFloat("Sensitivity" desiredSensitivity);
_currentSensitivity = desiredSensitivity;

}

public void SaveSettings{)

{
PlayerPrefs.SetInt{"QualitySettings", _qualityDropdown.value);
PlayerPrefs.SetInt{"Resoluticon", _resoluticnDropdown.value);
PlayerPrefs.SetInt("Fullscreen", System.Convert.ToInt32(Screen.fullScreen));
float volume;
_audioMixer.GetFloat{"MasterVolume", out volume);
PlayerPrefs.SetFloat{"Volume", volume);

Iy

public void LoadSettings(int currentResclutionIndex)

{

if (PlayerPrefs.HasKey("QualitySettings"))

_qualityDropdown.value = PlayerPrefs.GetInt("QualitySettings");
else

_qualityDropdown.value = 3;

SetQuality(_qualityDropdown.value);

if (PlayerPrefs.HasKey("Resoluticn"))

_resolutionDropdown.value = PlayerPrefs.GetInt{"Resolution");
else

_resolutionDropdown.value = currentResolutionIndex;

SetResolution(_resclutionDropdown.value);

if (PlayerPrefs.HasKey("Fullscreen"))
Screen. fullScreen =
System.Convert.ToBoolean(PlayerPrefs.GetInt("Fullscreen"));
else
Screen. fullScreen = true;



_toggle.isOn = Screen.fullScreen;

if (PlayerPrefs.HasKey("Volume"))
{
_audioMixer.SetFloat("MasterVolume", PlayerPrefs.GetFloat("Volume"));
_moveableNailTransform.localPosition =
new Vector3(Mathf.Lerp(-0.136f, -1.8U1574f,
Mathf.Pow(1@,PlayerPrefs.GetFloat("Volume"}/28)), 0, @);

}
else
{
_audioMixer.SetFloat("MasterVolume", &);
_moveableNailTransform.localPosition =
new Vector3(Mathf.Lerp(-0.136f, -1.841574f, 1), @, @);
}

}

#endregion

public void Play()

{
SceneManager.LoadScene(1);

}

public veid Quit()

{
Application.Quit();
Debug.Log{"Quit game")};

}

public void Settings()

{
_mainCamera.Pricrity = 0;
_menuPanel. SetActive(false);
_settingsCamera.Priority = 1;
StartCoroutine{OpenSettingsAfterTime());

}

public void Back()

{
_settingsCamera.Priority = 0;
_mainCamera.Priority = 1;
_settingsPanel.SetActive(false);
StartCoroutine{(OpenMainMenuAfterTime());

}

IEnumerator OpenSettingsAfterTime()

{
yield return new WaitForSeconds(2);
_settingsPanel.SetActive(true);

}

IEnumerater OpenMainMenuAfterTime()

{
yield return new WaitForSeconds(2);
_menuPanel.SetActive(true);

}
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MyFloater.cs
public class MyFloater : MonoBehaviour
{
private Rigidbedy rigidbody;
public float fleoatUpSpeedlLimit = 1.15+;
public fleat floatUpSpeed = 1f;
private veid Start{)
{
rigidbody = GetComponent<Rigidbody=>{);
}
private void OnTriggerStay{Collider other)
{
if{other.gameObject.layer == 4)
4
float difference = (other.transform.position.y - transform.position.y) *
floatUpSpeed;

rigidbody.AddForce(new Vector3(8f, Mathf.Clamp({Mathf.Abs{Physics.gravity.y)

* difference),®, Mathf.Abs{Physics.gravity.y) * floatUpSpeedLimit), @f),
ForceMode.Acceleration);

rigidbody.drag = 0.99f;
rigidbedy.angularDrag = 0.8F;

private void OnTriggerExit{Collider other)

I
¥
1
if
{
}
i

{other.gameObject.layer == i)

rigidbody.drag = 0f;
rigidbody.angularDrag = 0F;

!

CustomCharacterController.cs

public class CustomCharacterController : MonoBehaviour

{

public
public
public
public
public
public
public
public

Animator anim;
Rigidbedy rig;
Transform mainCamera;

float jumpForce = 3.5f;
float walkingSpeed = 2f;
float runningSpeed = 6f;

float swimmingSpeed = 1.5F;
float currentSpeed;

private float animationInterpolaticn = 1f;

public
public
public
public

InventoryManager inventoryManager;
QuickslotInventory quickslotInventory;
CraftManager craftManager;

Indicators indicators;
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public Transform aimTarget;
public Transform hitTarget;
public Vector3 hitTargetOffset;

public bool isNeckUnderWater;
[SerializeField] private Transform _neckObj;
[SerializeField] private float _waterlevel = -1;

[SerializeField] private Transform _groundObj;
// Start is called before the first frame update
void Start()

{
// TMpukpinnwemo kypcop Ac cepeAMHW eHpaHa
Cursor. lockState = CursorlLockMode.Locked;
// 1 poBumo ioroc HeBUOUMUM
Cursor.visible = false;

}

bool isGrounded{) =»> Physics.Raycast{_groundObj.position, Vector3.down, 0.1F,
LayerMask.GetMask("Default", "Terrain"));

beol IsSwimming()

: isNeckUnderWater = _waterlLevel > _neckObj.positicon.y;
if (isGrounded() && !isNeckUnderWater)
{ return false;
ilse if (isGrounded() && isNeckUnderWater)
: return true;
ilse if (!isGrounded() && isNeckUnderWater)
! return true;
}
return false;
}
void Run()
: animationInterpolation = Mathf.Lerp{animationInterpolaticn, 1.5f, Time.deltaTime
"3 anim.SetFloat{"x", Input.GetAxis{"Horizontal") * animationInterpoclatiocn);
anim.SetFloat("y", Input.GetAxis{"Vertical") * animationInterpolaticn);
currentSpeed = Mathf.Lerp(currentSpeed, runningSpeed, Time.deltaTime * 3};
éoid Walk()

// Mathf.Lerp - BignoBipae 3a Te, wob KomeH wagp 4vcne animationInterpolation(y
uboMy Bunagky) Habnuwanocs o uyucna 1 31 weugkicTti Time.deltaTime * 3.

// Time.deltaTime - ue yac mim uum kagpom i nenepepHim wapgpom. le pae 3mory
NNaBHO NepexXcOWTW 3 OOHOrO YWUCha A0 OpPYroroc.
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animationInterpolation = Mathf.Lerp{animationInterpolaticn, 1f, Time.deltaTime =

3):
anim.SetFloat{"x", Input.GetAxis{"Horizontal") * animationInterpoclatiocn);
anim.SetFloat("y", Input.GetAxis{"Vertical") * animationInterpolaticn);
currentSpeed = Mathf.Lerp(currentSpeed, walkingSpeed, Time.deltaTime * 3};
}
void Swim()
{
animationInterpolation = Mathf.Lerp(animationInterpolation, 1f, Time.deltaTime *
3);
anim.SetFloat("x", Input.GetAxis{"Horizontal") * animationInterpolaticn);
anim.SetFloat("y", Input.GetAxis("Vertical") * animationInterpolation);
currentSpeed = Mathf.Lerp(currentSpeed, swimmingSpeed, Time.deltaTime * 3);
}
public veoid ChangelayerWeight(float newlLayerWeight)
1
StartCoroutine{SmoothLayerWeightChange(anim.GetLayeriWeight{1l), neiiLayerWeight,
0.3f));
}
IEnumerator SmoothlLayerWeightChange(float oldWeight, flocat newWeight, float
changeDuration)

{
float elapsed = 0OF;
while(elapsed < changeDuration)
{
float currentWeight = Mathf.Lerp(oldWeight, newWeight, elapsed /
changeDuraticn);
anim.SetlLayerWeight(1l, currentWeight);
elapsed += Time.deltaTime;
yield return null;
}
anim. SetLayerWeight(1l, newWeight);
}

private void Update()
{
// BcTaHOBNKWEMO NOBOPOT NepcOHamMa KONM Kamepa NoBepTacTbcd
transform.rotation =
Quaternion.Euler{transform.rotation.eulerAngles.x, mainCamera.rotation.eulerAngles.y,
transform.rotation.eulerAngles.z);
if (IsSwimming())

{
rig.useGravity = false;
Swim();
anim.SetBool("isSwimming", true);
}
else
{

rig.useGravity = true;
if (Input.GetKeyDown(KeyCode.Moused))
{
if (quicksleotInventory.activeSlot != null)
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if {quicksletInventory.activeSlot.item != null)
{

if (quickslotInventory.activeSlot.item.itemType ==
ItemType.Instrument)

{
if (inventoryManager.isOpened == false &&
craftManager.isOpened == false)
{
anim.SetBool("Hit", true);
}
}
}
}
}
if (Input.GetKeyUp(KeyCode.Mouse@))
{
anim.SetBool("Hit", false);
}

// Yv 3atucHyTi wHonmku W i Shift?
if (Input.GetKey(KeyCode.W) && Input.GetKey(KeyCode.LeftShift))

{

// Yv 3atucHyTi we KHonkn A S D?

if (Input.GetKey{(KeyCode.A) || Input.GetKey(HKeyCode.S) ||
Input.GetKey(KeyCode.D))

{

// Awwo Tawk, To MW Wgemo niwku

Walk();
}
// fwwo ui, To Togi Himmmo!
else
{
Run{);
}
}
// Axwo W & Shift We 3arucuyTi, To MW npocTo Waemo niwwkw
else
{
Walk();
}

// Awwo 3aTucHyTWii npofin, To B awimaTopi BignpaBnAeMo moBipoMneHHs Tpurepy,

AKUH aKTWBYe aHimauiw cTpubka
if (Input.GetKeyDown(KeyCode.Space))

anim.SetTrigger("Jump"};

}

Ray desiredTargetRay = mainCamera.GetComponent<Camera>()
.ScreenPointToRay(new Vector2(Screen.width / 2, Screen.height / 2));
Vector3 desiredTargetPosition =
desiredTargetRay.origin + desiredTargetRay.direction * 1.5f; // changed
from 0.7 to 1.5
aimTarget.position = desiredTargetPosition;
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//hitTarget.position = new Vector3(desiredTargetPosition.x +
hitTargetOffset.x, desiredTargetPosition.y + hitTargetOffset.y, desiredTargetPosition.z +
hitTargetOffset.z);

}

// Update is called once per frame
void FixedUpdate()
{
// 3apaemo pyx nepcoHama 3anewHo Bin Hanpamky, B AKWH OMBUTbCHA Kamepa
// 36epiraemc HanpsMok Bnepepn i BNpaBo Big Kamepw
Vector3 camF = mainCamera.forward;
Vector3 camR = mainCamera.right;
camF.y 0;
camR.y o;
// Wo6 Hanpamku Bnepen i BnpaBo He 3anewanu Bifg Toro, YW AWBUTbLCA Kamepa Bropy
abo BHM3, iHaKwWwe Konu MM OMBUMOCE BRepepn, nepcoHaw 6yge WTW wBMAwWe, HiM Konu OUBUTBCA
Bropy abo BHMU3.

Vector3 movingVector;
if (IsSwimming())
{
movingVector =
Vector3.ClampMagnitude(
camF.normalized * Input.GetAxis{"Vertical") * currentSpeed +
camR.normalized * Input.GetAxis{"Horizontal") * currentSpeed,
currentSpeed) ;
Debug.DrawRay(mainCamera.position, movingVector, Color.blue);
}

else
{
// MHOMMMG Hale HATHCHAHHA Ha KHoMKM W & S Ha HanpsAMoK Kamepu Bnepep i
OOO3EMC OC HATUCKAaHb Ha KHoMkM A & D i MHOMMMO Ha HanpaMoK Kavepu BNpaso
movingVector =
Vector3.ClampMagnitude(
camF.normalized * Input.GetAxis{"Vertical") * currentSpeed +
camR.normalized * Input.GetAxis{"Horizeontal") * currentSpeed,
currentSpeed);
}
// Magnitude - ue pgoBMMHA BeKTopa. AinvMo OOBWMHY Ha currentSpeed Tak AK MHOMUMOD
ueil BekTop Ha currentSpeed Ha 86 pagky.
anim.SetFloat("magnitude"”, movingVector.magnitude / currentSpeed);
// Pyxaemo nepcodawa! BcTawoBnwemMo pyx Tinbku no x & z ToMmy Wo MW He Xo4vemo Wob
Hall nepcoHaw 3nitaB y noBiTpa
rig.velocity = new Vector3(movingVector.x, rig.velocity.y, movingVector.z);
rig.angularVelocity = Vector3.zero;

public veid Jump()

1
// BuKOoHyeMo CTpUBOK 33 KomaHoow aHimauii.
rig.AddForce(Vector3.up * jumpForce, ForceMede.Impulse]);

public void Hit()
1

foreach(Transform item in quickslotInventory.allWeapons)
{
if (item.gameObject.activeSelf)



item.GetComponent<GatherResources>().GatherResource();
craftManager.currentCraftItem.FillItemDetails();

}
b
}
private void OnTriggerEnter(Collider other)
1

if (other.gameObject.layer == LayerMask.NameTocLayer("Water"))
{
indicators.isInWater = true;
_waterlevel = other.transform.position.y; //+
other.GetComponent<BoxCollider>().size.y/2;

Iy
}
private void OnTriggerExit({Collider other)
{
if (other.gameObject.layer == LayerMask.NameToLayer("Water"))
{
indicators.isInWater = false;
_waterlLevel = -1;
//isNeckUnderWater = false;
b
}
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