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ABSTRACT
to the bachelor’s qualification work
“Computer 3D game in the PVE shooter on the Unity engine”
Student of group 409: Pavlov Anton
Supervisor: Senior Lecturer Falenkova Maryna

The relevance of the work is determined by the popularity of computer 3D games
and the active development of the game industry. Modern users expect games to have
high-quality graphics, dynamic gameplay, and a large number of interactive
mechanics. Games in the PVE Shooter genre are especially popular today, where the
player completes combat locations, destroys enemies, improves the character, and
gains new weapon capabilities.

The purpose of the work is to develop a computer 3D game on the Unity
platform with the implementation of dynamic combat gameplay, a character
development system, and weapon upgrade mechanics.

The object of the study is the process of developing a computer 3D game in the
PVE Shooter genre on the Unity engine.

The subject of the study includes methods, technologies, and software tools for
creating computer 3D games, as well as the implementation of FPS mechanics, a
character progression system, and weapon modification mechanics.

The bachelor’s qualification work consists of an introduction, 4 chapters,
conclusions, and a list of references.

The introduction substantiates the relevance of the chosen topic, defines the
purpose, main tasks, object and subject of the study, and also reveals the practical
significance of the obtained results.

The first chapter examines the relevance of creating games in the PVE Shooter
genre, analyzes existing analogues, defines the main requirements for the future
project, and forms the technical specification for its development.

The second chapter is devoted to justifying the choice of development tools,
including instruments, frameworks, programming language, and software required for

modeling and implementing the game.



4

The third chapter presents the modeling of key game processes. Within this
chapter, UML diagrams, state diagrams, transition diagrams, component diagrams, and
algorithms for implementing the main game mechanics are developed.

The fourth chapter covers the software implementation of the game, including
the creation of user interface elements, development of level mechanics, integration of
artificial intelligence elements, and testing of the completed prototype.

The bachelor’s qualification work is presented on 74 pages and contains 4
chapters, 32 illustrations, 7 tables, and 15 sources in the list of references.

Keywords: 3D game, computer game, FPS, game development, game engine,

gameplay, progression system, PVE Shooter, Unity, weapon modifications.
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HEPEJIIK CKOPOYEHbD
JIKM — JliBa KHOIIKa MUIII
oCc - oreparliiHa cucreMa
3 - nporpamMHe 3a0e3neyeHHs
[IK - NEPCOHAIILHUN KOMIT F0TEP
[IKM — [IlpaBa KHOIIKa MUIII
GDD - Game Design Document
NPC - Non-player character
PVE — Player versus Environment
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BCTYII

AKTYaJbHICTh TE€MM TOJISTAE B TOMY, III0 B CYy4aCHOMY CBiTi KOMIT'FOTepHi 3D-
irpu 3aliMaloTh BaKJIMBE MICIIE B 1HIYCTpli po3Bar i mMporpamMHoOro 3ade3neueHHs.
3aBIsSKA PO3BUTKY TEXHOJIOTIM Ta 30UIBIIEHHIO TOTYKHOCTI KOMI'IOTEPHUX CHUCTEM,
CydacHi irpM CTarOTh JAefaii OUIbII pealiCTHYHUMHU Ta JAuHaAMIYHUMH. OcoOJHUBO
MOMYJIIPHUMU CEpell KOPUCTYBadiB 3aiuInarThes irpu xkaHpy PVE Shooter, y sxux
rpaBellb MPOXOJUTh OOMOB1 JIOKaIlli, OOPEThCS 3 BEIMKOI KUIBKICTIO BOPOTIB Ta
MOKpAIIy€ BIACHOTO MEPCOHAXKA.

Irpu xanpy PVE Shooter moenHytoTh MBUAKUANA TEMI TE€HMILICIO, CUCTEMY
PO3BUTKY MEPCOHAXKA, TMHAMIYHHM OOMOBHII MTpoOIIeC Ta BUKOPUCTAHHS P13HOMAHITHOL
30poi. Taki Npo€eKTH 103BOJISAIOTH KOPUCTYBa4aM OTPUMYBATH HOBHI 1TPOBUIA TOCBI]
3aBJSIKM  MPOKAYyBAaHHIO TEPCOHaXKa, BIAKPUTTIO HOBUX MOMKIMBOCTEH Ta
MOKPAIIEHHIO XapaKTEPUCTUK 30pOi.

Po3pobka 3D-irop Ha mardopmi Unity cTana ogHUM 13 HAUMOMYJISPHIIMIMX
HaAMpsIMKIB cepell He3aleHUX po3poOHMKIB Ta irpoBux crymi. Unity Hanmae
NOTY>KHUU HaOlp IHCTPYMEHTIB Juisi CTBOpeHHs 3D-rpadiku, ¢i3uku, aHiMarlii,
CHUCTEM YAaCTMHOK Ta KOpPHUCTYyBalbkux iHTepdeiiciB. Kpim Toro, pymriii mpo3Boiisie
cTBOproBatu Kpocruiardopmui rpoektu ais [1K ta iHmumx mardopm.

Oco0nuBICTIO MailOyTHBOIO TIPOEKTY € CHUCTeMa OTPUMaHHS JOCBiAY 3a
3HMINCHHS BOPOTIB, TMPOKAYyBaHHS XapaKTEPUCTHK TIEPCOHaKa Ta OTPUMAHHSA
crietiaibHUX Moaudikaiiii 30poi micias nepemoru Haa Oocamu. Hampuknaz, 30pos
MO’KE OTPUMYBATH €(hEeKTH 3aMOPOKEHHS, OTPYTH a00 BOTHSHUX KYJIb.

Meta: crBopenns 3D-rpu Ha minatdopmi Unity 3 peanizaii€ro TUHAMIYHOTO
00HOBOTO MPOLIECY, CUCTEMH PO3BUTKY MEPCOHAXkKA Ta MEXaHIK MOKpAILEHHs 30poi.

J11st MOCSTHEHHS TIOCTABJICHOI 111711 HEOOX1JHO BUKOHATH HACTYITHI 3aBJAHHS:

— TMPOBECTH aHaJI3 CydyaCHUX TEXHOJIOTiH y cepi po3pobku irop;

— oruan anajioris xaHpy PVE Shooter;

— BU3HAYUTH OCHOBHI (PYHKIIIT MailOyTHBOI IpH;

— odopmiieHHs crienudikaniii Bumor a0 I13;

2026 p. [TaBnoB A.JL. 121 — KBP.01 —409.22210821
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— CTBOPEHHS 3arajibHOTO aJITOPUTMY PO3POOKH TPH.

O0'exT podoTu: po3pobka kommn'torepHoi 3D-rpu y xanpi PVE Shooter na
pyuii Unity.

IIpenmer poOoTH: aHam3 TEXHOJOTIM Ta I1HCTPYMEHTIB Jisi CTBOPEHHS
koMmIt'toTepHoi 3D-rpu sxanpy PVE Shooter.

Cdepa 3acrocyBanns: komn'torepHi irpu sxanpy PVE Shooter na minatdopwmi
Unity HagaroTh TPaBISIM MOXKJIMBICTh 3aHYPUTHUCS Y IUHAMIYHUM 0010BUI mpo1iec, e
BAXUIMBY pOJIb BIAITPalOTh IIBUJKA pEakllis, TOYHICTb Ta PO3BUTOK IEPCOHAXA.
Bax1uBuM acmekToM TakuX Irop € He JIMIIE CTBOPEHHS SKICHOTO TeiMIuieto, ane i

peaizaliisi CHCTEM MpOoTrpecii Ta MOKpaIieHHs 30poi.
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1 AHAJII3 MIPEJIMETHOI OBJIACTI
1.1 AKTyajibHicTh peAMeTHOI cepu

Komm'torepni  3D-irpu  Bke ©0OaraTto pokKiB 3alMIIAIOTBCA  OJHIEID 3
HalnomynapHimux (GopM 1uGPOBUX po3Bar. 3aBIsSKH BUCOKIH MPOTYyKTUBHOCTI
cydacHux IIK Ta moTyxHUM TrpadgigyHUM IporiecopaM IrpoBa 1HAYCTPIs MPOIAOBKYE
akTUBHO po3BuBaTHCcs. CydacHi KOPUCTYBayl OUIKYIOTh BiJI IFOp BHCOKOSIKICHOT
rpadiku, TMHAMIYHOTO TEUMILICIO Ta BEJIUKOI KiJTbKOCTI IHTEPAKTUBHUX MEXaHIK.

Oco0suBy nonyJIApHICTh ChOT0IHI MatoTh irpu xkaupy PVE Shooter. OcHoBHOI0O
OCOOJIMBICTIO TaKUX IFOp € MPOXOIKEHHs O0OMOBUX JIOKallli, 00poThOa 3 BOporamu Ta
CUCTEMa PO3BUTKY MEpPCOHa)Ka. ['paBellb MOBUHEH IIBUJIKO pearyBaTu Ha HEOE3IEKY,
BUKOPHCTOBYBATH P13H1 TUIH 30pOi Ta aJaniTyBaTUCS JI0 PI3HUX THUIIB CYIIPOTUBHUKIB.

VY cyuacaux PVE Shooter irpax MmMUpPOKO BUKOPUCTOBYIOTBCS MEXaHIKH
MpoKauyBaHHs. 3a 3HUIICHHS BOPOTIB TIpaBellb OTPUMYE JOCBIT, SKUUA MOKHA
BUKOPHCTOBYBATH I TIOKPAIICHHS XapaKTePUCTHK MepCoHa)xa, 301IbIIEHHS 3amacy
3JI0pPOB's, IBUJIKOCTI MIepecyBaHHs ab0 cuiu 30poi.

Takox y Takux irpax MHOMYJSIPHUMH € cucteMu Mmonudikamiid 30poi. Ilicmus
nepeMoru HajJ 60caMu KOpUCTYBad MOXKE OTPUMYBATH CIieLialibHI ePeKTu s 30poi,
HAIPUKJIIA]] 3aMOPOKEHHS BOPOTiB, OTPYITHI Kyl a00 edeKTH MiIaaoBaHHs.

Unity € oHUM 13 HAWMOMYJISIPHIIINX PYIIIiB JIJIi CTBOPEHHS TAKUX IMPOEKTIB.
Bin no3Bosisie peanizoByBatu FPS-mexaniku, (i3uKky KyJib, CUCTEMY YaCTHHOK,
aHiMarlii 30poi Ta pi3HOMaHITHI Bi3yasnbH1 edexTH [1].

CrBopenns koM’ rorepHoi 3D-irpu

CtBopenHs koM toTepHuX 3D-1rop B HaIl Yacu € OJTHUM 13 HAUTTOMYJISIPHIIIAX
HaMpsIMKIB y cdepi po3poOKH mporpaMHOro 3a0e3medeHHs Ta MU(PPOBHX PO3BAr.
3aBASKH PO3BUTKY CYYaCHUX TEXHOJIOTIA PO3POOHUKH OTPUMYIOTH MOKJIMBICTD
CTBOPIOBATH BEJIMKI Ta JETAII30BaHl ITPOBI CBITH 3 BEJIMKOIO KUIBKICTIO MEXaHIK Ta
iHTepakTUBHUX ejeMeHTiB. Came 3D-irpu M03BOJISIIOTH KOPUCTYBadaM OTPUMATH
OUTBII peaTiCTUYHUNA Ta 3aXOIUTIOIOUMM 1TPOBUH JIOCBiA 3aBISKH SKICHIM rpadiiii,
aHIMAIlIsIM Ta TUHAMIYHOMY TE€HMILIEIO.
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Opniero 3 HalmomyssipHimuX miatpopM st ctBopeHHs 3D-irop e Unity.
Januii pymriii 703BoJisie peani3oByBaTH CKJIATHI ITPOBI MEXaHIKH, MPALIOBaTH 3
(b13MKO0I0, OCBITJICHHSIM, aHIMAIIISIMU Ta CUCTeMaMu 4acTUHOK. KpiM Toro, Unity mMae
BEJIMKY KUIbKICTh TOTOBHUX IHCTPYMEHTIB 1 PECYpCiB, 10 3HAYHO CHPOIIYE IMPOILEC
PO3pOOKHU TpH.

ITix yac cTBOpeHHS KOMII t0TepHOI 3D-rpu BaXKJIMBY pOJIb BIJIIrpa€e HE TUIbKU
rpadiuna ckiagoBa, ane it cam irposuii nporec. s sxanpy PVE Shooter oco6mmBo
BOKJIMBUMU € TUHAMiI4H1 OOMOBI CIICHH, CUCTEMa BOPOTIB, PI3HOMaHITHICTh 30poi Ta
crcTeMa MpOoKadyBaHHA nepcoHaxka. Came 111 e1eMeHTH (POpPMYIOTh OCHOBHUI IrpOBUI
MpoILIeC Ta BIUTUBAIOTH HA 3aI[IKaBJICHICTh KOPUCTYBaya IiJ] 4ac MPOXO>KEHHS T'PH.

V¥ cyudacuux PVE Shooter irpax Tako akTHUBHO BUKOPUCTOBYIOTHCSI CHCTEMHU
Moau(ikaliii 30poi Ta MOKpAIEHHS XapaKTEPUCTUK MepcoHaxka. Hanmpuknan, micis
nepeMoru HaJi 6ocamu TpaBellb MOKE OTPUMYBATH CIieliaibHl ePexTu s 30poi, siKi
3MIHIOIOTh CTHJIb IPOXO/KEHHS TP Ta POOJIATH TeiMIUIEH OUTbII pI3HOMAHITHUM.

OKpiM CTBOPEHHSI OCHOBHUX MEXaHIK I'pU, BaXKJIUBHUM €TAllOM € ONTUMI3aIlis
poekTy. I'pa moBHMHHA CTAOUIBHO TpaIOBATH HABITH IIiJI Yac BEJIHKOI KIJIBKOCTI
BOpOTiB, €peKTiB Ta 00’ekTiB Ha cieHl. CaMe TOMy TiJ 4ac pO3pOOKH BaKJIMBO
MPaBUJILHO HAJIAIITOBYBATH Ipadiky, OCBITIICHHS Ta 1HII €JIEMEHTH JIsl 3a0€3MeUeHHS
KOM(OPTHOTO irpOBOT0 MPOIIECY.

OTtxe, ctBOpeHHs KoMmI toTepHOi 3D-rpu Ha matdopmi Unity € akTyaabHUM Ta
MEPCIEKTUBHUM HANPSIMKOM, SKUH JO3BOJISIE peali3oByBaTU Cy4yacHI PI3HOMaHITHI
IrpOBI MEXaHIKM, CTBOPIOBATH I[IKaBUI Ta JUHAMIYHUN TeAMIUIEH AJid TpaBLiB Ta

3a0e3mnedyBaTi KOPUCTyBayaM OaraTHil I[iIKaBHil iIrpOBUI JTOCBI/I.

1.2 Orasg anaJjoris

Left 4 Dead 2 [2]
Left 4 Dead 2 — e koonepaTUBHUII HIyTEp BiA MEpLIOi 0COOU, Y SKOMY TpaBlil
MPOXOJSTh PI3HOMAHITHI PiBHI Ta OOPIOTHCS MPOTH BEIMKOI KUIBKOCTI 3apakKeHHX

BOPOT'B.
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Taomuus 1.1 — Ommce «Left 4 Dead 2»

HazsBa Left 4 Dead 2

Bupo0nux Valve

Moga peanizauii | C++

DOyHKIil KOOIIEPAaTUBHUM PEKUM ITPOXOKEHHS,

BEJIMKA KUIbKICTh BOPOTIB;

ol A

pI3HOMaHITHA 30p0si Ta MPEIMETH.

IlepeBaru 1. mUHAMIYHWANA TEAMILICH;

BHCOKA peirpadenbHICTh;

w N

AKICHUH IITYYHUHN 1HTEJICKT.

HenoJiku 1. 3acrapina rpadika;

2. oOMexeHa CUCTEMa PO3BUTKY MIEPCOHAXKA.

Rochelle

Pucynok 1.1 — 306paxenns reiimiuiero «Left 4 Dead 2»

Killing Floor 2 [3]
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Killing Floor 2 — 11e koonepaTuBHUM HIyTEp Bij Mepiioi ocoOu, Jie rpasiii

MOBHHHI BI)KMBATU MPOTH XBUJIb MYTaHTIB. ['pa MICTUTh CUCTEMY KJIACiB,

MIPOKaYyBaHHS Ta BEJIUKY KUIbKICTh MOAU(DIKaIIii 30poi.

Tabmuis 1.2 — Onuc «Killing Floor 2»

HazBa

Killing Floor 2

BupooHuk

Tripwire Interactive

MogBa peasnizauii

C++

DyHKIiL

1. cucrema XBHUIIb BOPOTIB;
IIPOKavyyBaHHs IEPCOHAXKA,;

BEJMKHIA BUO1p 30poi;

el A

OuTBH 3 OOcamMm.

IlepeBaru

1. nuHamiuHuii OOMOBUIA MpoOIIEC;

N

BEJIMKA KUIBKICTh 30pOi;

3. XopoiIla OnTUMi3alis.

HenoJuixkn

1. OTHOMAaHITHICTb JICSIKUX PIBHIB;

2. BHCOKA CKJIAIHICTH JUII HOBAYKIB.

Pucynok 1.2 — 3o6paxenns reimmuiero «Killing Floor 2»

Warhammer: Vermintide 2 [4]
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Warhammer: Vermintide 2 — ue PVE Action FPS rpa, B sikiii rpaBiii npoxoaartb
pI3HOMaHITHI piBHI Ta 3aBIaHHS 1€ OOPIOTHCS MPOTH BEIMKOI KITBKOCTI BOPOTIB,

BUKOPHUCTOBYIOUN OJMKHIN Ta JaabHIA O1i.

Taomung 1.3 — Onuc « Warhammer: Vermintide 2»

Ha3zga Warhammer: Vermintide 2
Bupoouuk | Fatshark
Moga C++
peasizauii
DOyHKuii 1. xoomepaTuBHE NPOXOKECHHS;
2. cucTeMa KJIaciB;
3. BeJIMKa KUIbKICTh BOPOTiB;
4. cucTema MOKpAaIIEeHHS CITOPSKCHHS.
IlepeBaru 1. armocdepHuii cBit;
2. skicHa O0oioBa cucTeMa;
3. pI3HOMAaHITHI JOKaIIii.
HenoJjixku 1. BHCOKI CUCTEMHI BUMOTH;
2. CKJIaJIHICTh OaJIaHCYBaHHS KJIacCiB.

Pucynox 1.3 — 300paxkenns reiimiiero « Warhammer: Vermintide 2»

[IpoBenennii ananiz ananoriB mnokazaB 1o xaHp PVE Shooter 1 3apa3
3QJIMINAETHCSA JIOCUTHh TOMYJISIpHUM cepen rpaBiliB. lle moB’s3aHo 3 TUM IO BiH

MO€EIHYE JUHAMIYHI OOMOBI CLIEHH, PO3BUTOK MEPCOHA)Ka Ta Pi3HI IFPOB1 MEXaHIKH.
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Taki irpu npuBabIOIOTh KOPHUCTYBayiB MIBUIKUM TEMIIOM TE€HMILICIO, BEITUKOIO
KUTBKICTIO 30p01 Ta MOKJIMBICTIO TTOCTYIIOBO MTOKPAITyBaTH CBOTO TIEPCOHAXA TT1]] 4ac
IPOXO/KCHHSL.

KoyHa 3 po3riisiHyTHUX irop Ma€e ¢Boi 0COOJIMBOCTI Ta MO Pi3HOMY BIUTUBA€E Ha
pO3BUTOK >kaHpy. Jleski Oinbllle OpIEHTOBaHI Ha KOOMEpaTHB, IHIN — Ha
PI3HOMaHITHICTh BOPOTiB 200 YHIKaJIbHI MEeXaHiKU 30poi. AJie B IIJIOMY Y BCIX HUX €
CHUIbHI PHCH aKTHUBHI OOWOBI ii, BeIMKa KIJbKICTh CYNPOTHBHHUKIB, CHCTEMa
IPOKAaYyBaHHsI Ta BUKOPUCTAHHS PI3HUX THUIIIB 30pOi.

Omxe mMoxHa 3poOuTH BUCHOBOK 110 *kaHp PVE Shooter He BTpauae cBoei
aKTyaJbHOCTI. bisibllle TOTO BiH MPOJOBKYE PO3BUBATHUCS 3’ ABJISIIOTHCS HOBI MEXaHIKU

MOKpaIyeThes rpadika Ta 3arajaoM irpoBUM MPOIEC CTa€ OUIBII 1IKABUM JJISI TPaBIIiB.
1.3 BuzHaueHHs TeXHIYHOI'0 3aBAAHHS /I ITPOBOI0 3aCTOCYHKY

TexHiuHe 3aBIaHHS TOJIATAE Y CTBOPEHHI Ta peaizallii komn oTepHoi 3D-rpu
y xanpi PVE Shooter, sika 3a0e3meunTh NUHAMIYHUMN, 3aXOIUIMBUM Ta TpUBAIUI
IrpOBUIl TIpOLIeC JII KOPUCTYBadiB. 3aCTOCYHOK MOBHMHEH BIJIMOBIAATH HACTYITHUM
BUMOTraMm [5]:

1. MeHIo MpH 3alyCKy — MICJA 3aMyCKy T'PH MOBHHHO 3'SIBISITUCS MEHIO, II0
JT03BOJISIE KOPUCTYBayaM MiArOTYBaTUCH J0 MPOXOKEHHS TPH;

2. Tmeperysj Ta 3amyck 30€peKeHUX €TariB IPpu — KOPUCTYBad MOBUHEH MaTH
MO>KJIMBICTh MEperysiAaTi 1H(GopMalio npo 30epexeHl cecli, 3aBaHTaKyBaTH iX Ta
BUJIATISITH;

3. po3TamlyBaHHA KHOMOK — PO3TAallyBaHHS (PYHKUIOHAJIbHUX KHOIOK
iHTepdeiicy TOBUHHO 3a0e3MeuyBaTH 3pYUYHICTh BUKOPUCTAHHS NIl KOPUCTyBada Ta
KOPEKTHE BiJIOOpa)KEHHS Ha KOMIT I0Tepax 13 Pi3HUMH PO3MipaMu €KpaHiB;

4. BuJ BiJ TMeEpIIOi O0COOM — OCHOBHE BIJIOOpPaKEHHS IrPOBOrO IMPOIECY
MOBMHHO OYyTH peai3oBaHO Yy BUIIIAAI kamepu Bim mepmioi ocobu (FPS), mio
3a0e3neuye OUIbII NOTrJIMOJIeHE BIAUYTTS IpaBLs y IrpOBOMY CEpPEAOBHIIII;

5. CHCTEMHI BUMOIM — ITPOBHI 3aCTOCYHOK MoOBMHEH mpaioBatd Ha 1K 3
omnepariifinoro cuctemoro Windows Bepcii He HuxkYe 10.
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[lepur Hi> MoYaTH po3poOKy, HEOOXITHO 0OpaTH MIaThOpMy AJIst pO3POOKH IpH,
sika OyJie BINOBIIaTH HACTYITHUM KPHUTEPIsM:

— MiATPUMKA KOMIT'IOTEpHHUX II1aThopM — maTdhopma MOBUHHA MiATPUMYBATU
PO3pOOKY 1rop A7l KOMI'TOTEPHUX CHCTEM;

— cTBOpeHHs 3D irop — MOXIHBICTH po3poOku 3D irop moBuHHA OyTH
000B'I3K0BOIO;

— 3pY4HICTh BUKOPHUCTaHHS — iIHTEpPeic 11 po3poOKH Mae OyTH 3pO3yMUTUM
Ta 3pyYHUM,;

— sKICHa JOKyMEHTalis — HasBHICTh JETalbHOI Ta PI3HOCTOPOHHBOI
JOKYMEHTALli € BaXKJIMBUM (PAaKTOPOM JUJIs IIBUJIKOTO OCBOEHHS Ta BUKOPUCTAHHS;

— 0e3KOLUTOBHE PO3NOBCIIKEHHA — IUIaTpopMa MOBUHHA MPONOHYBATH
OE3KOIITOBHY BEPCiI0 a00 1HAMBIAYaTbHUI TIJIaH, 110 JO3BOJISIE CTBOPIOBATH 1rpH O€3
JT0JIATKOBUX BUTpAT.

Unity Oys0 oOpaHo K 0J{HY 3 HAUTIOMYJISIPHIIIMX TIaTGOPM ISl pO3pOOKH 1rop,
OCKLJIbKM BOHA MOBHICTIO BIJIIIOB1/1a€ OCHOBHUM BUMOTaM, HEOOX1THUM JJIsl CTBOPEHHS
CY4acCHOTO ITpOBOT0O MIPOEKTY [6]:

— MmiITPUMMKAa pi3HMX omepauiiinux cucreMm — Unity 103BoJisi€ po3po0sTH
irpu juist pizHux miatdopm, 3okpema Windows, macOS ta Linux, 110 1a€ MOXKIMBICTD
3aIlyCKaTH TOTOBUM MPOAYKT Ha PI3HUX KOMIT I0TEPaX;

—  MOTYKHI MOKJIUBOCTI 111 3D—po3po0dKu — cepeOBUILIE HATAE UPOKUI
HaOlp 1HCTpYMEHTIB il po6otu 3 3D-rpadikoro, BKIIOYAIOYM MOJEITIOBAHHS,
aHIMallil0, OCBITJICHHS Ta 1HII1 BaXJIMB1 €JIEMEHTH CTBOPEHHS I'PH;

— 3py4yHuMid Ta 3po3yminuii intepdeiic — Unity mMae gocuth mpoctuil y
BUKOPHUCTaHHI 1HTep(dec, 10 A03BOJISE MIBUJIIE OCBOITH CEPEOBUIIE Ta OUIbIIE
yBaru NpuIlIsiTA PO3pooOIll camoi rpu;

— HasIBHiCTh BeJHKOI KUILKOCTI MaTepiajiB — maTtdopma miaATPUMYETHCS
BEJIMKOIO CHUIBHOTOIO, a TaK0X Mae OQiliifHy JTOKyMEHTallll0, HaBYalbHI KypcU Ta

1HII pecypcH, K1 AOMOMaraloTh BUPIIIYBaTH NPOOIEMH M1l Yac po3poOKH;
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— 0e3xomToBHicTH — Unity Mae 0€3KOIITOBHY BEpPCito, Ika MICTUTh B c001 yci
OCHOBHI MOKJIMBOCTI JIJISI CTBOPEHHS ITOP, @ TAKOXK JI03BOJIsIE€ O€3 J0TaTKOBUX BUTPAT
EKCTIOPTYBATH MPOEKTH HA Pi3HI IIATPOPMH.

Unity mae 3py4Huil Ta 3po3yMinuil iHTep(deic, IKuil CKIamaeTbes 3 KiTbKOX
OCHOBHMX BikoH. Hampukiaz, BikHO Scene(CiieHa) BUKOPUCTOBYETHCS JIJISl TIEPETIISIAY
1 penaryBaHHs irpoBoi ciieHH, Inspector(IHCmekTop) — ISl HajlaITyBaHHS PI3HUX
BJIACTUBOCTEN 00’€kTiB, a y BKiaAmi Project(IIpoekt) 30epiratotbest Bei (aitim Ta
pecypecu camoro npoekty. Kpim 1iporo, Unity Hajiae BOy10BaH1 cepBiCH, K1 MOXYTb
BUKOPUCTOBYBATHUCS JUIsl pOOOTH 3 TPABIISIMH, 30KpeMa JJIS iX 3aTy9eHHS, YTPUMaHHS
Ta MOHETH3aIIii.

OxpiM 1HTEpPEHCY, CepeloBUIE MICTUTh BIACHUU PENAKTOp, IO J03BOJIIE
npaioBatd 3 3D-00’ekTamMu Ta aHiMalisiMu Oe3MOCEpeHhO B camoMmy pyurii. Jlis
CTBOPEHHSI JIOTIKM TP BUKOPHCTOBYETHCS MOBa mporpamyBaHHs C#, sika € JTOCUTh
3pO3yMIJIOI0 Ta Ma€ BEJIMKY KIIbKICTh HaBYalIbHUX maTepianmiB. Takox Unity Hanmae
MO>KJIMBICTh EKCIIOPTYBATH TOTOBY TPy Ha pi3HI Iiatdopmu, Taki sk Windows, macOS
ta Linux. Bingpmiicte mapameTpiB 1 HaJalITyBaHb MOXKHA 3MIHIOBAaTH IMPSIMO B

pEeAAKTOPI, U0 3HAYHO CIPOLIYE MPOLIEC pO3POOKH Ta TECTYBAaHHS I'PH.
1.4 Onuc 3arajibHOr0 AJrOPUTMY BUKOHAHHS MIPOEKTY

st yeninmrHoi po3poOKu rpu HEOOXIJHO 3a3dalieriib MpoayMaTH BCi eTamu
poOOTH Ta BU3HAYUTH NPUOIN3HI TEPMIHU BUKOHAHHS. Yac CTBOPEHHS IPOEKTY MOXKE
CYTTEBO BIIPIZHATHUCS 3aJICKHO BiJI HOTO CKJIQJHOCTI Ta 00cATYy. Y HioMy, po3poOKa
IrpU € JOCUTh CKJIQJHUM 1 OararoeTamHUM NPOLECOM, J€ Ha KOXXHOMY eTarll
peai3yrThCI OKpEeMi KOMIIOHEHTH, K1 3Tr0J0M 00’ € THYIOThCS B €IMHUIN 3aBEPIIICHUI
IPOIYKT.

Ilepmmii eram — CTBOpPEHHS MEHIO Tpu. MEHIO € OCHOBHHM Bi3yaJlbHUM
€JIEMEHTOM BpaXXEHHS BiJ SKOrO0 OTPUMY€E TpaBellb M€ [0 MOYaTKy TI'pU,TOMY
HEOOX1THO BU3HAYUTHCH 13 TU3AMHOM MallOyTHbBOI I'pH, 0OMPAETHCA ATITPa KOIbOPIB,

TaKOX IUIAHY€ThCA MailOyTHIM (yHKIIOHAT U HABITallisl KHOMOK MEHIO.
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Jlpyruii eram — npoeKTyBaHHs PiBHIB. BOHO € BaXITMBOIO 4YaCTHHOIO PO3POOKHU
I'pU, OCKIJIbKM caMe BOHM BH3HAYAIOTh, 110 Ta e came Oyae poOuTu rpaselb mij 4ac
MPOXO/KEHHs rpu. Ha 1iboMy eTtari npolyMy€eThes 3arajibHa KOHIICTIIiS PIBHIB, XHIM
JN3aiiH, pIBEHb CKIAIHOCTI, a TaKoX (POPMYIOTHCS OCHOBHI IIUIl Ta 3aBJaHHsA, SKI
HEO0OX1THO BUKOHATH B MPOILIEC] TPH.

Tperiii eran — moaemoBanHs. Ha npoMy etari Bxke cTBOproOThCS 3D-Momeri
nepcoHaxiB Ta Mmozeni NPC, o0'extiB, nanamadTiB Ta 1HIIUX €JIEMEHTIB TpU. Takox
3a HEOOXIIHICTI0O 3HAaXOJATh Ta 3aBAaHTAXKYIOTh JEIKl MOJENl sKi € B JOCTYI
cniubHOTH. [l 1uX 1inieit 3a3BUYail BUKOPUCTOBYIOTHCS CIEIlialli30BaHI MPOrpaMH,
taki sik Blender, Maya a6o 3DS Max. A s rotoBux mojeneit Unity Assets Store.

YerBepTHii eran — po3poOka. Etam po3poOku mependadae OesmocepeiHe
CTBOPEHHsSI MPOrPaMHOI YaCTUHU TpH, JI€ peaji3yloThCsl BCl OCHOBHI (DYHKIII,
reiMInIel Ta iHII BaxiuBl eeMenTd. CaMme Ha IbOMY eTarll BiI0yBa€ThCs HAITMCAHHS
KOJy, CTBOPEHHSI IPaBUJI, JIOT1KH, B3a€MO/I1 IpaBLs 3 I'POBUM CBITOM Ta 1HTErpauis
PI3HUX KOMIIOHEHTIB I'pH. J[JIs IbOro po3pOOHUKH 3a3BUYail BAKOPUCTOBYIOTh Cy4acHI
pyuuii, Taki sik Unity, Unreal Engine abo GameMaker Studio.

3aBepmiajJbHUil cTaH PO3pOOKM € TecTyBaHHS rpu. Ha mpomy erami BoHa
MPOXOIUTh PSAJ TIEPEBIPOK, IIJ dYac SKUX OIIHIOETHCA CTaOUIBHICTH POOOTH,
KOPEKTHICTh (YHKIIM Ta 3araJibHuii irpoBuii mporec. lle myxke BaxnuBuil Ta
BUpILIAIBHUI €Tar, OCKUIBKM caMe€ TyT MOKHA BUSIBUTH P13HI MOMUJIKU, Oaru Ta iHI
HEJIOJIKM PI3HOI CKJIATHOCTI I11€ IO BUITYCKY T'PH JIJIsi KOPUCTYBAUiB.

[TapanenbHo 3 MIATOTOBKOIO A0 po3poOku dopmyerbes GDD — nokyMeHT
IrpoBOro Au3aiiHy. ¥ HbOMY OMNMCYIOTHCS OCHOBHI €JI€MEHTU T'PH, Takl SK KaHp,
3arajlbHa KOHIICTIlIS, CIOKET, IEePCOHaXl, PiBHI, CKIQJHICTh Ta OCOOJHUBOCTI
reiMIUiero. Y mporeci po3poOKH Ied JOKYMEHT MOXKE JIOTOBHIOBAaTHUCS Ta
3MIHIOBATHCS.

CrBopenns GDD gomomarae kpaiie CTPYKTypyBaTH MPOEKT, 3MEHIIUTH
KUIBKICTh MOMUJIOK 1 HEMOPO3YMiHb i Yyac poOOTH, 32 HEOOXITHICTIO PO3POOHUKHU
MOKYTh IHTErpyBaTH y pO3pOOKY IHIIUX CHEUIATICTIB SIKUM LIeHd TOKyMEHT 3HAYHO
JOTIOMOXE TPUCKOPUTH PO3YMIHHA B SIKIM YacTUHE € po3poOka, Ta 110 Bxke OyIo
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3po0JIeHO, Hy a TakoXK 3pOOMTH KIHUEBUH MpOAYKT Ounbll IuticHuM. Kpim 1mporo,
nepen (QpiHAIBHUM pEeli30M Ipa Moxke OyTH BUIYIIEHA y BHUIJIsAL OeTa-Bepcii, 1moo
BUSIBUTH Ta BUIIPABUTU Ti HEIOJIKH, SKI MOTJIM 3aJUIIATUCS HEIOMIYEHUMH Ha

MOTIEPETHIX eTarax po3pPOOKH.
BucnoBku 10 po3aiay 1

MaiiOyTHe iHGOpMAIIHHUX TEXHOJOTIM TICHO TIOB’SI3aHE 3 PO3BUTKOM
KOMII ToTepHUX 3D-irop, sKi 3 KOXKHUM POKOM CTaIOTh BCE OLIBIII MOIMYJISPHUMH CEpell
KOPUCTYBauiB. 3aBIsKM BHUCOKIA TpOAyKTUBHOCTI cyuyacHux [IK 3’siBiserbes
MOXJIMBICTh CTBOPIOBAaTH CKJIaJHI Ta BI3yaJIbHO MPUBAOJIMBI ITPOBI MPOEKTH, IIO
3a0e3MeuyoTh TpaBlsAM 3aXOIUTIOYHM irpoBuit fnocBid. Irpu sxanpy PVE Shooter
MalOTh BEJIMKY KUIBKICTh aHAJIOTIB, TOMY MiJ 4ac PO3pOOKM Ba)KJIMBO peajizyBaTu
YHIKaJIbHI €JIEMEHTH, SIK1 I03BOJISATh MPOEKTY BUAUIATHUCS CEPE IHIIUX Ta MOJApyBaTH
KOpHUCTyBauy ocoOymBUN JocBiA. OfHIEI0 3 OCHOBHUX IepeBar MallOyTHbOI Ipu €
MOEHAHHS JUHAMIYHOTO OOMOBOrO MPOIIECY 3 HOBOIO CIOKETHOIO JIIHIEI0, CUCTEMHU
NPOKauyBaHHsS MEpCOHaka Ta PI3HOMAaHITHUX Mojaudikamiii 30poi. lle mo3Bosie
3poOUTH TelMIUIeH OLIBII IIKaBUM 1 PI3HOMAHITHUM JUIsl KOpUcTyBada. Pazom 3 tum,
niJg 4ac po3poOKM MOXKYTh BHUHHUKATH MEBHI TPYIHOIl, 30KpeMa OINTHMI3alis
MPOJYKTUBHOCTI TpH, OajJaHCyBaHHS CKJIQJIHOCTI, a TaKOXK aJalTarlis MPOEKTY ITiJ
pi3Hi KOHIrypalii Komm’roTepiB. BupilieHHs 1MX 3aBIaHb € BAXIWBUM A
CTBOPEHHSI IKICHOTO MPOAYKTY, OCKUIBKH 1€ MOKE 3allIKaBUTH IPABLIB Ta TONOMOXKE

3aMHATH T'Pi, CBOE MICIIE Cepell iHITUX 1rop JaHOTO KaHPY.
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2 AHAJII3 ®PEMMBOPKIB TA BUBIP 3ACOBIB PO3POBKH
2.1 BuOip pyuisi AJis1 po3po0KH irpoBOro 3aCTOCyHKY

Unity

Unity — 11e yHiBepcalibHE CEPEIOBUIIE JIJIsT PO3POOKH irop, SIKE 1a€ MOKIUBICTh
CTBOPIOBATU MPOEKTHU JUIs pi3HUX MiaTdopm, 30kpema Windows, macOS, Linux,
Android, 10S, a Takoxx KoHcoseH, Takux sk Xbox 1 PlayStation. 3aBmsiku 1mpomy
pO3poOIEeHUI MPOAYKT MOXKHA aJaNTyBaTH MiJ HIUPOKY ayIUTOPII0 KOPUCTYBadiB.
CepenoBuiiie Ma€ IOCUTh 3pYUHUH 1 3p03yMUTUH iHTEpdeiic, 10 JO03BOJISIE MPALIOBATH
JK 13 BI3yaJIbHOIO YAaCTHHOK TpH, TaK 1 3 mporpamMHuM KojoMm. Lle poouts Unity
3pYYHUM 1HCTPYMEHTOM SIK JUISl MPOTPAMICTIB, TaK 1 JUIsl [U3aiiHEepiB. 3a JOMOMOTOIO
[[BOTO PYIIisi MOKHA CTBOpIOBaTU 3D-00’€KTH, HAIAIITOBYBATH iXHIO B3a€EMOJIIO, a
TaKOX 3aCTOCOBYBATH PI3HOMAaHITHI €()EKTH JIJIsl HOKPAILIEHHS SIKOCT1 TPH.

Kpim Ttoro, Unity Mae BenuKy KUIBKICTb BOYJOBaHUX I1HCTPYMEHTIB 1
KOMITOHEHTIB, K1 CIPOILYIOTh MPOIEC PO3POOKU. Y NESKHX BUMAAKaX 1€ J03BOJIAE
peani3oByBaTH (YHKILIOHAT HaBITh 0€3 3HAYHOrO OO0CATY KOAY, IO B pPE3yJIbTarTi
JOTIOMAara€e 3eKOHOMUTH Yac I11J1 4aC CTBOPEHHS MPOEKTY.

Ogpnieto 3 nepear Unity € miaATpUMKa pi3HUX MOB IPOrpaMyBaHHsl, 30kpeMa CH#,
10 JIa€ PO3POOHUKAM MOKIIMBICTH MPAIIOBATH y 3pyUYHOMY JJIs HUX cepeaoBuii. [e
3HAYHO CIPOIIYE MPOIEC CTBOPEHHS ITPOBOI JIOTIKM Ta B3aEMOJII MDK 00’ €KTaMH.
Kpim Toro, Unity akTMBHO BHUKOPUCTOBYETBCS [JIsi PO3POOKH MPOEKTIB y cdepi
BIpTyaJIbHOI Ta JomoBHEHOi peanbHOCTi (VR Ta AR), mo pobuth ioro e OubI
aKTyaJIbHUM CEPEJl CY4YaCHUX PO3POOHMUKIB.

Takox BapTO BIJ3HAYUTH BEJIMKY CHUIBHOTY KopuctyBauiB Unity. 3aBasku
IIbOMY MO>KHA JIETKO 3HaWTH HaBYAJIbHI MaTEplaiy, MPUKIAAA KOAY Ta TOTOBI PIllIEHHS
JUISL peatizallii pi3HUX IrpoBUX MeXaHiK. HasBHICTh BETUKOI KIJIBKOCTI JJOKyMEHTAIli1
Ta PECYpCiB CYTTEBO TIOJICTIIYE BHUPINICHHS TEXHIYHUX TPOOJIEM 1 J03BOJISIE
MPUIIBUJIIIATH MPOIEC PO3POOKHU TPH.

Unreal Engine
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Unreal Engine — 1ie notyxHwuii pyuii s po3poOKH irop ta pi3HOMaHITHUX
Bi3yaJIbHUX IMPOEKTIB, KUl OyB cTBOopeHuil kommnaniero Epic Games. CrouaTky BiH
3’sBUBCS Y 1998 polii Ta BUKOPHUCTOBYBABCS MEPEBAXKHO JIJII CTBOPEHHS IITYTEPIB Bij
nepInoi ocobu, ajie 3 YacoM 3HAYHO PO3MUPHUB cBOi MokimBocTi. Croromni Unreal
Engine 3acTocoByeThCS HE TIIBKM B IrpOBiM 1HAYCTpii, a ¥ y Takux cdepax, sK
apXiTEeKTypHa Bi3yasi3allis, KIHOIHAYCTpPisA Ta BIpTyaJibHAa PEAIbHICTb.

Le#t pymriit Hamae po3poOHUKAM MIUPOKUN HAOIp IHCTPYMEHTIB JUisi poOOTH 3
(h131KO10, aHIMAIlI€10, OCBITJICHHSIM Ta THITUMHU BaKJIMBUMH CKJIaJ0BUMU T'pHU. 3aBIsIKU
IIbOMYy MOKHAa CTBOPIOBAaTH IPOEKTH 3 BUCOKUM pIiBHEM JeTamizamii Ta OuTbII
pEaTICTUYHUM ITPOBUM cepeioBuUIleM [7].

B Unreal Engine ocHOBHOIO MOBOIO mporpamyBaHHsi € C++, 10 J103BOJIsiE
PO3pOOHMKAM OTPUMATH BHUCOKUU PIBEHb KOHTPOJIO HaJ MPOEKTOM Ta €(PEKTUBHO
ONTHUMI3yBaTu Ipy. Pa3oM 3 num pyunii marpumye i OUIbII HOCTYMHI IHCTPYMEHTH,
30KpeMa CUCTEMY BI3yallbHOTO NporpaMmyBanHsa Blueprint, a Takox MmoBu Python 1 Lua.
[le na€ MOXIMBICTH MPALFOBATH SIK JOCBITUEHUM MPOTPaMiCTaM, TaK 1 TUM, XTO TIJIbKH
MOYHMHAE 3HAHOMCTBO 3 po3po0Kor0 irop. O/Hi€ 3 BaxkIuBUX ocobimBoctel Unreal
Engine € miaTpuMKa peHAEPUHTY B peaJbHOMY Yaci, IO J03BOJISIE€ 1OCATATH BUCOKOI
aKocCTi rpadiku Ta €PeKTiB.

Kpim mporo, Unreal Engine mae BiacHMiI MapKeTIUICHC, /e TOCTYIHA BEJIUKa
KUIBKICTh TOTOBHX pecypciB: 3D-mojeni, TeKCTypH, 3BYKH Ta 1HIIl €1eMEHTH, SKi
MO>KHa BUKOPUCTOBYBATH Tij] 4ac po3poOku. Lle 3HauHO crpoIirye mpoiec CTBOPEHHS
I'pU Ta EKOHOMUTH Yac.

Boaunouac BapTo 3a3naunti, 1o Unreal Engine opienToBaHu# Ha BUCOKOSIKICHY
rpadiky, 4yepes 1110 BiH € OUIbII BUMOTJIMBUM JI0 PECYPCIB KOMIT I0TE€pa Ta CKJIaIHIIINAM
y BUKOpucTaHHI. Po3po0Oka Ha 1mpoMy pylIii yacTo mOTpedye INMOMMX TEXHIYHUX
3HaHb 1 OUTBINE Yacy Ha OCBOEHHS. J[J11 HEBEIMKUX MPOEKTIB, TAKUX SIK 1HAUBITyaJIbHA
po3pooka PVE Shooter rpu, 11e Moke yCKIIaHIOBATH MPOIIEC 1 3017bITYBATH TEPMIHU
CTBOpeHH poaykTy. CaMme ToMy il TOAI0HUX 3a/1a4 yacTiiie oouparoTs Unity, sSikuii
€ OUIBIL TPOCTUM 1 3pYYHUM Y BUKOPUCTAHHI.

CryEngine
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CryEngine — 1ie notyxH#uii irpoBuil pyuriii, po3podnennii kommnaniero Crytek,
SKUM BIJOMHM CBOIMH MOXJIMBOCTSIMH y CTBOPEHHI MaKCHUMAJIbHO peaTiCTUYHOI
rpadiky Ta sKicHMX (i3MUHEX CHMyJBALil. IOro BHKOPHCTOBYIOTH HE JIHINE IS
po3po0KH irop, a i1 y chepax apxiTEKTypHOI Ta TPOMHUCIIOBOT Bizyalizarlii.

Cepen ocHoBHuX MoxuinBocTer CryEngine MoXHa BUIIJTUTH Cy4acHY CUCTEMY
PEHJIEpUHTY, peallicTUUHY (Pi3UKy 00 €KTIB Ta MIATPUMKY TEXHOJIOTIH BIpTyaiabHOT
peanbHOCTI. 3aBIAKU IIbOMY PYIIiH T03BOJISE CTBOPIOBATU JIETAILHO OMPAIlbOBaHI
IrpOB1 CBITHM 3 TOYHHUM BIJIOOpPKEHHSM OCBITJIEHHS, TiHEH Ta 1HIMMX TpadiyHuX
edekTiB [8].

CryEngine niarpumye po3poOKy irop maisa pizHux miatrdopm, 3okpema I1K,
KOHCOJIEH Ta MOOUTbHMX MpUCTPoiB. [IpoTe, y MOPIBHAHHI 3 1HIIMMHU PYIIISIMH, BIH
BBAKAETHCA OLIBII CKJIAJHUM Yy BUKOPHUCTAHHI, 1[0 MOXE YCKJIAIHUTU POOOTY AJIs
nouatkiBiiB. Kpim mporo, CryEngine Mae n0oCHTh BUCOKI BHUMOTH JI0 amapaTHOIroO
3a0e3MeUeHHs SIK Ha eTanl po3po0KH, TaK 1 ISl KIHIIEBUX KOPUCTYBauiB, 1110 MOXE OyTH
po0JIEMOIO IPU CTBOPEHH1 TPOEKTIB, OPIEHTOBAHUX HA CJIA0II KOMIT IOTEPH.

[Ile ofHUM HETOIIKOM € BITHOCHO MEHIIIA aKTUBHICTh CHIJIBHOTH PO3POOHUKIB
y nopiBHsHHI 3 Unity a6o Unreal Engine. Uepe3s 1ie 1HOJI CKJIaAHIIIE 3HAUTH TOTOBI
pillIeHHS, TPUKIIAAN 00 MIBUAKY JOTIOMOTY IT1]1 YaC BUHUKHEHHS TEXHIYHUX TIPOOIIEM.

Takox BapTO BpaxoByBaTH, 110 irpoBuii pymiiii CryEngine, sik 1 Unreal Engine,
Ma€ IOCUTh BUCOKY CKJIQJIHICTh OCBOEHHS 1 BUMAarae Xopouioro piBHsl TEXHIYHUX 3HAHb
TUTs1 €EKTUBHOTO BUKOPUCTAHHS. [IJ1s1 pO3p0OKM KOMIT FOTEPHOTO 3aCTOCYHKY Y KaHPi
PVE Shooter rpu e mMoxxe OyTH HE 30BCIM ONTHMAJIbHUM BapIlaHTOM, OCKUIbKU
OCHOBHHM aKIEHT y TAKUX MPOEKTAX POOUTHCS HE JIHIIe Ha rpadilll, a i Ha TerMrIuIed,
onTuMi3zalii Ta MBUAKOCTI po3poOku. KpiMm Toro, uepes MeHIy MOMyJSIpHICTh PYIIis
JOCTYITHICTh HABYAJILHUX MaTepialliB 1 MATPUMKH TAKOXK € OLIbII 0OMEXKEHOIO.

Tabnuig nepeBar Ta HeIOMIKIB JJ1 TOPIBHSIHHS Tu1atGopm po3podku (Tabdim.2.1-

2.3): Unity, Unreal Engine, CryEngine.
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Ta6nus 2.1 — [lepeBaru ta Henomiku Unity

Unity

llepesacu

Heooniku

[Ipoctuit Ta iHTYITUBHUI 1HTEpdEIic

OOMexeH1 MOKIIMBOCTI 711 pO3POOKH

rpadiku, 3aJexKHO BiJ Bepcii

Benuka cmiibHOTa KOpHCTyBadiB Ta

_ OoMexeHa MOJKJIUBICTh

0€3KOIITOBHI pecypcu, 10
2 . | KOHTPOJIFOBAaHHSL ~ PEHJEpUHTa  Ta

JI0TIOMaraloTh B HaBYaHHI Ta Po3poOiii

, 00pOOKH JTaHUX

IPOEKTIB

[upoke 3acTtocyBaHHs 1 MiATpUMKA | [HOAI MOXKYTh BUHUKATH MPOOJIEMU 3
3

PI3HHX TIaTPOpM ONTHUMI3allI€I0 Ta MPOTYKTUBHICTIO
4 | be3komToBHUI

Tabmuusg 2.2 — IlepeBaru ta Hegosiku Unreal Engine

Unreal Engine

Ilepesacu

Heoonixu

Bucoka sikicTh rpagiku Ta Bi3yanbHHUX €(eKTiB

Bucoxka BapTicTh MiANUCKU Ha MIaTHopMy

MOBH IIPOTrpaMyBaHHs

HIupoki MOXIMBOCTI st po3poOku irop, | Cxiagnime  BHUBYEHHA Ta  po3poOka
2
BKiroyaroun VR ta AR npoext nopiBHsHO 3 Unity
€ MOXIUBICTH BUKOPHCTOBYBAaTH CKPHIITOBI ) _ .
' | Yepes cBoi moTyxkHI 0COOIMBOCTI IO
3 | moBm, Taki sk C++, Python, a Takox BiacHi

rpadiku, Mae BeTUKI BAMOTH JI0 00J1aTHAHHS

[ToTpeOye BeNMMKOTO NOCBITYy Yy PO3YMiHHI

C++
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Ta6mus 2.3 — [lepeBaru ta Henomiku CryEngine

CryEngine

Ilepesacu

Heoonixu

CryEngine Mae 1OCUTb 3py4HHI Ta MOTYKHHUM

iHTepdeiic ans po3poOHUKIB, IO J03BOJISIE

CryEngine BuMarae Big  po3poOHHMKA

BHUCOKOI'O piBHSI 3HaHb Ta HAaBHYOK B

IrpOBi CBITH

IIBUJIKO CTBOPIOBAaTH Ta peJaryBaTd IrpoBi | mporpamyBaHHI Ta pelaryBaHHI irpoBHX

o0'exTn 00'eKTiB

CryEngine Hamae rotoBi pimenas s | s po6oru 3 CryEngine moTpiOHa nmoTysxHa
2 | cTBOpeHHsI IrpOBHX MEXaHIK, TaKHMX SK | KOMII'FOTEpHA CHCTeMa, IO MOXe OyTH

doTopeariaM Ta po3yMHE OCBITICHHS POOJIEMOIO IS JICSIKUX KOPUCTYBAUiB

CryEngine wmae Bpaxkatouy rpadiky, ska |V mnopiBasHai 3 Unity Tta Unreal Engine,
3 | mo3BoJIsie CTBOpIOBATH JyXe Jerami3oBaHi | cribHOoTa CryEngine € 10CUTh MalleHBKOIO,

10 MOXKEC YCKIIAJHUTHU IMOUIYK JOIIOMOTI'A

CryEngine  miarpumye — jume  Jeski

Moxe nmpanroBatu 3 BCINKHNMH

AYyxKE : :
. . wiatgopmu, Taki sk Windows ta Xbox, 1mo
4 | irpoBHUMH CBITaMH, IIO JTO3BOJISIE CTBOPIOBATH
MOXe OyTH OOMEXEHHAM Uil JEsIKUX
MacIITaOH1 IPOEKTU

PO3POOHHKIB

Unity 6yno 00paHo sk HAMOUTBIIT ONTUMAIIbHY TIATGOPMY I PO3POOKH TPH Y
xaHpl PVE Shooter 3aBasiku i 3py4HOCTI y BUKOPUCTaHHI, THYYKOCTI Ta IIBHUJIKOCTI
po3poOku. Pymriii Hamae Bcl HEOOXiMHI IHCTpyMEHTH miisa peanizamnii FPS-mexanik,
CUCTEMHU CTPUIbOM, pOOOTH 3 aHIMAIIIMM Ta IHIIUMU BaKIMBUMU €JIEMEHTaMU
IrpOBOr0 TPOIIECY, a TaKOX J03BOJisi€e 0e3 mpoOJjieM aJanTyBaTH MPOEKT Mija Pi3HI
1aTGOPMHU.

Unreal Engine ta CryEngine, He3Ba)karouu Ha CBOI MOTY>KHI MOXJIMBOCTI B
obsacti rpadiku Ta (Gi3UKH, € OUIBII CKJIAJHUMH Y BUKOPUCTaHHI Ta MAarOTh BHIIII
BUMOTH J0 pecypciB. Uepes 1ie ix 3acTocyBaHHS IJisi PO3POOKH MOIIOHOTO TPOEKTY
MOXe OyTH MEHII 3pYyYHHMM, OCOOJIMBO Yy BHUIAJKY 1HAMBIAYaJlbHOI PO3pOOKH abo

POOOTH HEBEIMKOI KOMaH/IH.
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2.2 Bu0ip MoBM mporpaMmyBaHHs AJIsl PO3POOKH

VY nporeci po3pooOku irop Ha matdopmi Unity HaifgacTie BUKOPUCTOBYIOTHCS
Taki MOBU IiporpamyBanHs, sik C#, C++ Tta Java. KokHa 3 HUX Mae CBOT 0COOJIMBOCTI,
TOMY BHOIp MOBH 3aJ€XHTh BiJi BUMOT TPOEKTY, HOTO CKJIAJHOCTI Ta IOCBITY
pO3pOOHUKA.

Hampuknazn, C++ 3a3Bu4ail 3aCTOCOBY€ETHCSL Y BUCOKOTIPOAYKTUBHUX MIPOEKTAX,
Jie BaXKJIMBAa MaKCUMasbHa €PEeKTUBHICTh poOOTH 3 Tpadikoio Ta o0UYHCIeHHIMU. Java
TaKOX € JIOCUTh MOIIUPEHOI0 MOBOIO 3aBJSIKH CBOIM KpOCIIATHOPMEHHOCTI, MPOTE Yy
KoHTeKcTi Unity BOHa BUKOPUCTOBYETHCS 3HAYHO PIIIE.

Haii6inbpim nomysisipaoto MoBoro i1t po6oTu 3 Unity € C#, OCKIJIbKM came BOHA
€ OCHOBHOIO B IIbOMY pymIii. BoHa Mae BiIHOCHO MpPOCTUN CHHTaKcHC, T00pe
MIIXOAUTh JUIsl peaiizailii irpoBOi JIOTIKM Ta Ma€ BEJIMKY KUIBKICTh HaBYAIbHUX
MatepialiB, 1110 3HAYHO CIIPOIILYE MpoIec po3pooku [9].

Ockinpku Unity TICHO 1HTErpoBaHuUM 3 MOBOIO TporpamyBaHHs C#, s
po3pobku 3D-rpu Oysio oOpaHo came 10 MOBY. C# € OJIHI€I0 3 HAWUTMIOIIUPEHIIIUX
cepen Unity-po3poOHHUKIB, aJykKe BOHA Ma€ 3pO3YMUIMH CHHTAKCHC, BUCOKHI PIBEHb
abCTpaKIlii Ta 103BOJISIE€ JOCUTH IIBUJIKO PEAII30BYBATH Pi3HI IrPOBI MEXAHIKH.

Onniero 3 BaxxuBuX nepeBar C# € 3py4HICTh Y CTBOPEHHI 1HTEepdECy, a TAKOXK
1HTerpailii 3 aHiMaIlsMu Ta BizyaabHUMHU edekTamu. Lle 1ae MOKIMBICTh CTBOPIOBATH
O1BIII HACUUYEHE ITPOBE CEPEAOBUIIE, PEai30ByBaTH B3a€MOJIII0 MK 00’ €KTaMu Ta
MpaIfoBaTi 3 MOBEAIHKOK TepcoHaxiB. KpiM Toro, MoBa BXOAWTH 10 TIaTGopMu
NET, 1o BIAKpUBa€ AOCTYN 10 BEIUKOT KIIBKOCTI 010J110TEK, SIK1 3HAYHO CIPOUTYIOTh
PO3pOOKY.

Takox C# mniarpumye 0araromoTO4YHICTh, IO J03BOJISE e(EKTUBHIIIE
BUKOHYBATH CKJIAJHI OOUMCIIEHHS Ta PO3MOAUIATA HAaBaHTAXKEHHS MK rporiecamu. Le
BOXJIMBO JIJIS IrOp, JI€ OJTHOYACHO MPHUCYTHS BEIHMKA KUIbKICTH 00’ €KTIB, HAIPUKIIA]
BOPOTIB a00 pI3HUX EJIEMEHTIB OTOUYCHHsI, SIKI B3a€EMOJMIIOTH MIX COOOK0 TiJ dYac

IrpOBOTO MPOIIECY.
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e oqHi€ero mepeBarolo € BIAHOCHO BUCOKUN PIBEHb HAAIHHOCTI Ta KOHTPOJIb 32
MOMIJIKaMU. 3aBISKH CTaTHYHIA THi3allii 6arato mpo0yieM MOYKHA BHSBUTH IIE Ha
eTaml HalWUCaHHS KOy, II0 3MEHIIYy€ KUIbKICTh KPUTHYHHUX IMOMUJIOK IIiJT 4ac
BUKOHAHHS TpU. TakoX Iie JormoMarae 3poOWUTH MporpaMmy OiIbII CTaOIILHOIO B
IJIOMY.

st po3pobku Oyno obpano cepenosuine Visual Studio, sike mae 3pyuHi
THCTPYMEHTH JIsl HAMMCAHHS KOAY, HOTO MepeBipKH Ta HajaropkeHHs. BoHo mobpe
iHTerpyethes 3 Unity, 110 J03BOJISIE IIBUAKO BHOCUTH 3MI1HH B KOJI 1 0JIpa3y MepeBIpsATH
ix y camomy mpoekTi. Lle 3HauHO crpoiye mpoiec po3poOKH Ta AO3BOJISE IIBUIIIIE
3HAXOJUTH 1 BUIIPABJIATH TOMUIIKH [10].

Visual Studio nobpe inTerpyerscsi 3 Unity, 1m0 103BOJIsIE aBTOMATHYHO
3aCTOCOBYBATH 3MIHH B KOJlI 0€3 HEOOX1THOCTI BAKOHYBATH IOAATKOBI A1l BpyuHy. Lle
3HAYHO CIIPOIIY€E PoOOTYy, OCOOIMBO KOJM MPOEKT CTA€ OUIBIIMM 1 MICTUTH OaraTo
pPI3HUX KOMIIOHEHTIB. 3aBJSKU I[bOMY PO3POOHMK MOKE IIBUJKO J0JIaBaTH HOBI
€JIEMEHTHU T'PH, HAPUKJIIAJ MeXaHIKu, e()eKTH a0o 1HII YaCTUHH, SIKI BIUIMBAIOTh Ha
TEUMILIEH.

OKpiM BOT0, CEPEIOBUILE MAE 3PYUHI1 IHCTPYMEHTH ISl KEPYBAHHS MPOEKTOM,
a TakoX MOXJIMBOCTI JJIi TECTyBaHHsA 1 Hajaro/pkeHHs. lle mo3Bosisie mIBHUIKO
3HAXOJUTH MMOMUJIKM B KOJ1 Ta BUIPABISATH 1X y MPOIECi po3poOKH, 10 pOOUTH caM
npotec 0TI €PEKTUBHUM.

Takum YMHOM, BUKOPUCTaHHS MOBH TIporpamyBaHHs C# pa3oMm i3 cepeioBUIIEM
Visual Studio € 6inbm gouinsHUM BHOOpOM 1i1st po3pobku 3D-irop Ha Unity. Take
MO€IHaHHS 3a0e3neuye 3pydyHICTh Yy poOOTI, JOCTAaTHIO MPOAYKTHUBHICTH Ta
CTaOUIBHICTh I YaCc CTBOPEHHS IrpOBOTO MPoekTy. Kpim TOro, me mo3BoJIsIE
e(eKTUBHO peai30ByBaTh OCHOBHI IrPOBI MEXaHIKU Ta CIPOLILYE MPOLIEC PO3POOKH.

Takox BapTO 1€ BiA3HAYMTH, IO TakKa 3B’S3Ka 1HCTPYMEHTIB MIATPUMYE
MO>KJIMBICTh CTBOPEHHSI KpOCIUIAT(MOPMHUX 3aCTOCYHKIB, IIO0 POOUTH 11 OLIbII

NOMYJIIPHOIO CEpeJl PO3POOHUKIB CyYaCHUX 1r0p.
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2.3 Bubip 3acToCyHKY AJ151 MO/IeJIIOBAHHS

BizyanpHa ckiaioBa Bifirpae qyske BaXIJIUBY pOJib Y CTBOPEHHI KOMIT FOTEPHHUX
3D-irop, ocobnuBo npu po3pobiil Ha Unity. Yce, mo 6a4uTh rpaBelb — MepcoHaxi,
OTOYEHHS, €()EeKTH — CTBOPIOETHCA PO3POOHUKAMU Ta AU3aiiHEpaMu 1 HaIlpsIMY BILIUBA€E
Ha 3arajibHe BpaxkeHHs Bi rpu. Came TOMy KOKHA JIeTalb Ma€ 3HAYEHHS, aJlKe BiJ Hel
3aJIeXKUTh aTMOCc(epa Ta CIIPUNRHATTS IFPOBOIO MPOIIECY.

Bubip incTpymenTiB 1 3D-Moie1r0BaHHS TAKOXK € OJTHUM 13 KITFOYOBUX €TarliB
PO3pOOKH, OCKUIBKH BiJ IIbOTO 3QJICKUTh SKICTh Ipadiku, aeraiizallis 00’ €KTiB Ta
MO>KJIMBOCTI iX BUKOPUCTAHHS B IFPOBOMY CEPEIOBHUIILI.

J1J1st MOPiBHSIHHA ITPOrpaMm, Kl BAKOPUCTOBYIOThCS JiJIsi CTBOpeHHs 3D-monenei
y Unity, JOLJIBHO PO3TISHYTH JiBa nomysisipHi pitneHHs: Cinema 4D ta Blender.

Cinema 4D

Cinema 4D — wne mnporpaMHuUii TPOAYKT KomrmaHii Maxon, sKwuii
BUKOPHCTOBYEThCSA JUIsl CTBOpEHHs 3D-Mojeneii, amimauii Ta Bisyamisamii. Moro
aKTUBHO 3aCTOCOBYIOTh HE TUIbKHM B KIHOIHIYCTpIi Ta pekiami, a i mijJ 4ac po3poOKu
KOMIT I0OTepHUX irop, 30kpeMa 3D-mpoekTiB Ha Unity. 3a mpomomororo Cinema 4D
PO3POOHUKHM MOXKYTh CTBOPIOBATH JI€TANII30BaHI MOJIENII Ta PI3HOMAHITHI BI3yasibH1
edeKTH, SIKI MOTIM JIETKO IMIOpTYI0Thest B Unity i MOJaNbIIOro BUKOPUCTAHHS B
ITPOBUX CIIEHAX 1 MPU CTBOPEHHI nmepcoHaxiB [11].

Ogpniero 3 ronoBHux nepesar Cinema 4D € 3py4HHil 1 3po3yMinuil iHTepdeiic,
3aBJSIKA SIKOMY TPOTpaMy MOXKYTh BHUKOPHUCTOBYBAaTH SIK HOBAYKH, TaK 1 OUIBII
JOCBI4YEH] pO3pOOHUKH. TakoX BOHA MIITPUMYE BEJIMKY KUIbKICTh (pOpMaTIB (paiinis,
o 103Bojsie 0e3 mpobiieM MEePEeHOCUTH CTBOPEHI MOJENi B 1HINI Mporpamu ado
oe3nocepenubo B Unity. Ile poOuth mpoiiec po3poOKu OiIbIl THYYKUM, OCKUIBKH
MOKHa €()eKTUBHO BUKOPUCTOBYBATH BXKE TOTOBI pecypcu. OKpiM I[bOr0, Y Mporpami
€ BOyzoBaHa 610;1i0Teka MOIeIiel 1 MaTepiaiB, 10 T0IoMarae 3Haq4HO MPUIIBUAIIATA
CTBOPEHHS ITPOBOTO CEPEIOBUIIIA.

Cinema 4D TakoXx Ma€ MIMPOKI MOKIMBOCTI Ui poOOTH 3 aHiMalli€w. Y Hii

JOCTYIIHI 1HCTPYMEHTH, Taki fK i€papxis 00 €KTIB Ta CKeJlieTHA aHiMallis, sKi
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JO3BOJISIIOTh JIETANbHO HANAIITOBYBATH PYXH NEPCOHaXIB 1 pi3HUX 00’ekTiB. Lle
MO’KHA BUKOPHCTOBYBATH, HAIIPUKJIA/, JJI1 CTBOPEHHS aHIMAIllil IEpCOHAXIB Y Tpl Ha
Unity, e BaXXJIMBO MPaBUIILHO MepeaTH PyXH Ta B3aEMO/I110 3 oToueHHsM. Kpim Toro,
nporpama JI03BoJIsi€ CTBOPIOBATA TPUBUMIPHHMA TEKCT, 110 MOXe OyTH KOPUCHUM TIpU
po3po6iI1i iHTepdeicy rpu.

[le oanietro criibHOIO cTOpoHOI0 Cinema 4D € MOTY>KHUW PEHICPUHT, SIKUH Ja€
3MOTY CTBOPIOBATH SIKICHI Ta peayicTuyHi 300paxkeHHs. lle BaximBo nns 3D-irop,
OCKIJIbKUA caMme Bi3yalibHa YaCTHMHA CUJIbHO BIUIMBA€ HA COpUUHATTS Tpu. [Iporpama
HiATPUMYE SIK BIIACHUM pPEeHJIep, TaK 1 CTOpOHHI pimeHHs, Hanpukiag Arnold, Octane
a6o Redshift, o no3Bomsie o6paTr HAMOUTBI MIAXOASIIMMI BapiaHT Il KOHKPETHOTO
npoekty. [1ig yac po6oTH MOKHa BUKOPUCTOBYBAaTH Cy4acHI METOAM OCBITJIICHHS Ta
TEKCTypyBaHHS, 100 MOKPAIUTH BUTIIS CLICHH.

Oxpemo BapTo Big3HauuTH cucteMy MoGraph, sika mpu3HadeHa AJisi CTBOPEHHS
CKJIQJHUX aHIMaI[lil Ta AMHAMIYHUX e(eKTiB. 3a ii JOMOMOI Ol MOKHA Peali30ByBaTH
pi3HI Bi3yaJbHI €IEMEHTH, 10 3MIHIOKOTHCS 3aJI€KHO Bij NI rpaBus abo moaii y rpi,
10 POOUTH IFPOBHI MPOIIEC OUIBII IHTEPAKTUBHUM.

Takox Cinema 4D noOpe 1HTErpyeThCcs 3 IHIIUMH MPOTpaMaMu, HAIPUKIIAM]
Adobe After Effects Ta Adobe Illustrator. Ile qae MOXIHBICTh MEPEHOCUTH MOCII Ta
aHIMarli I Mmojaiabinoi oOpoOkM ab0 BHKOPHCTAaHHS y BieO Ta PEKIAMHHUX
Marepianax. [ligTpumka pizHuX (opmatiB (aisiB 103BOJISE JETKO OOMIHIOBATHUCS
pecypcaMu MK PI3HUMH MPOTPaMaMu, 110 € BAXKJIUBUM II1J] 4ac PO3POOKH irop.

Otrxe, Cinema 4D MOXHa BBa)XaTH JIOCUTh MOTYXHUM 1HCTPYMEHTOM IS
ctBopeHHst 3D-irop Ha Unity, OCKUIBKM BIH Ma€ MIUPOKI MOMKIJIMUBOCTI JIJIst
MOJICJIIOBAHHS, aHIMaIlii Ta pOOOTH 3 Bi3yaJlbHUMHU e(PeKTaMHu.

Blender

Blender — me mnortyxnHa 1 mpu 1poMy Oe3KoIITOBHAa mporpama it 3D-
MOJICJTIOBaHHS, CTBOPEHHsSI aHIMaIlliil Ta Bi3yamizaiii. BoHa akTHBHO PO3BUBAETHCA
3aBJSIKA BIAKPUTIM CHUIBHOTI KOPUCTYBAyiB, Cepell AKUX € [K EHTY31acTH, Tak 1

npodeciitHi po3poOHukH. [ToCTiitHI OHOBICHHS O3BOJSIOTH MIATPUMYBATH Cy4YacHi
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TEXHOJIOT1] Ta 1HCTPYMEHTH, 110 € BEJIMKOIO MEpeBaroro mpu crBopeHHi 3D-irop Ha
Unity.

3aBasku 1boMy Blender yacTo BHKOPHUCTOBYETHCS AK OJMH 13 OCHOBHUX
IHCTPYMEHTIB y TpoIleci po3poOKH, O0COOIMBO KOJIM MOTPIOHO CTBOPIOBATH SIKICHI
MO/, aHIMAIIi1 Ta 1HIII Bi3yalbHl1 €JIEMEHTH JIJIsl IFPOBUX MPOEKTIB [12].

Onniero 3 ronoBHux Imepear Blender e ioro 3pyuynuid Ta npoaymMaHuin
iHTepdelic, IKMii 3HaYHO TOJIETTIY€E MPOIEC HABYAHHA 1 MOJATBIIOT0 BUKOPUCTAHHS
nporpamiu. Lle ocobnrBo BaxkiauBo npu po3poOii irop Ha Unity, e yacTo moTpiOHO
MIBUKO CTBOPIOBATH Ta pelaryBaTd BidyanbHuil kKoHTeHT. Kpim 1mporo, Blender
HIATPUMY€E PO3LIUPEHHS HA OCHOBI MOBM Python, 1m0 mae MOXIHUBICTH CTBOPIOBATU
BJIACH1 CKPHUIITH Ta aBTOMATU3YBaTH OKPEMI IIPOIIECH, HAIPUKIIA]l TeHEPallilo 00’ €KTIB
a0o crpoIieHHs poOOTH 31 CIIEHAMHU.

[Iporpama Mae Benukuii HaOlp 1HCTpyMeHTIB misi  3D-MojentoBaHHS.
P0o3poOHHKN MOXYTh CTBOPIOBATH SIK MPOCTI 00’ €KTH, TaK 1 OUIBII CKIaJHI MOJAEINI 3
BHCOKHUM piBHEM jeTanizaiii. Takox y Blender € incTpymeHTH 115 aHIMalli1, 30KpeMa
CUCTEMa KJIIOYOBHX KaJpiB 1 KPUBUX PYXy, IO JIO3BOJISIE CTBOPIOBATH JUHAMIYHI
CIICHU Ta aHIMyBaTH TMEPCOHAXIB a00 00’€KTH MJiS MOAANBIIOr0 BUKOPUCTAHHS B
Unity. Ile xopucHO mpu po3poOIli irpoBUX €JIEMEHTIB, JIe BaKJIMBA B3a€EMOJIIS MiX
00’€KTaMH Ta TJIABHICTh PYXIB.

3a ngomomMorow BOYyJOBaHMX I1HCTPYMEHTIB MOXXHAa CTBOPIOBaTH JIOCUTH
peaNiCTHuHI CIIeHU. TaKoX MATPUMYIOThCS (Q13UYHI CUMYJISIIIT, HATPUKIIA PLAUH 200
TBEPJIUX TiJ, 1110 JO3BOJISIE€ BIITBOPIOBATH OLIBII TPUPOJIHY TOBEIIHKY 00’ €KTIB Yy Tpi.

Blender takox miaTpumye po6oTy 3 pizHuMH popmaTamu (haiiB, 110 3HAYHO
CIPOIIY€E 1HTErpaliio 3 IHIIMMH MporpaMaMu Ta pyurisiMu, 30kpema 3 Unity. Lle
n03BOJIsIE 0€3 MmpoOJjieM MEPEeHOCUTH MOJEN, TEeKCTypU Ta aHiMalli MK pi3HUMHU
CepeAOBHUIIIAMH PO3POOKH.

Ha ocnogi nopiBusaHs Blender Ta Cinema 4D mo’kHa 3p0OUTH BUCHOBOK, 1110
Blender € 61s1b111 BUT1AHUM BapiaHnTOM 1Sl po3poOku 3D-irop Ha Unity, oco0suBO 1151
IHIUBITyaTbHUX PO3POOHUKIB a00 HEBENMKUX Komadni. lle moB’s3ano 3 Tum, 110
nporpaMa € 0€3KOIITOBHOIO, Ma€ MIUPOKUNA (PYHKITIOHAT 1 TTOCTIHHO OHOBIOETHCS.
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Kpim Toro, BigKpuTHii BUX1AHUNA KO JO3BOJISE PO3LMIMPIOBATH MOXKIUBOCTI IPOTpaMu
Ta aJanTyBaTu i1 MiJl KOHKPETHI 3ajadi, mo poouts Blender 3pyunum i edekTuBHUM

IHCTPYMEHTOM Y TPOILIEC pO3POOKH TPH.
2.4 Cnenudikaunisa BUMOr

BJACTUBOCTI IPOI'PAMHOI'O 3ABE3IIEYEHHSA

JocTynHicTh

3amyck 1 crabinbHa pobota rpu MarwTh Oytu 3abesneueni Ha [IK, mio
BIJINOBIJIal0Th BCTAHOBJIICHUM TEXHIYHUM BUMOTaM.

IepenocumicTb

[Iporpamue 3a0e3neueHHs Ma€ KOPPEKTHO TMpallOBaTH Ha OlepaiiHux
cuctemax Windows 10.

IIpoaykTHUBHICTH

[IpoIyKTUBHICTh TPU 3ajieKaTUME BiJl TEXHIYHUX XapaKTEPUCTUK KOMI'tOTEepa
KOPHUCTYBaua.

HagiitnicTs

JlaH1 KOpPHUCTYBauiB € MPUBATHUMH 1 KOXKE€H Ma€ CBIW BJIACHUHN 1TPOBUIA MPOIIEC.

IMPU3HAYEHHS 3ACTOCYHKY

IIpu3HayeHHs 3aCTOCYHKY, /JISl SIKOI PO3PO0JSIETbCS NPOrpaMHe
3a0e3neyeHHs

I13 po3pobrnene nig 3abe3MeueHHs] KOPUCTYBayaM pPO3BaXKaabHOI'O JOCBITY B
xaupi PVE Shooter.

IHoroa:xkeHHst, 10 YXBaJICHi B IPOrPaMHiil JOKYMeHTaLil

Hust ctBopenns [13 Tta 3a0e3meueHHss Horo crabiabHOI POOOTH OYyIyTh
BUKOPHCTOBYBAaTUCh CTOPOHHI acCEeTH, BIACHO1 po3poOku abo moaudikoBaHi MO
ta 610m10Teku Unity.

3ATAJIBHUHI ONUC

Cdepa 3acTrocyBaHHA

3aCTOCYHOK PO3pOOJICHO IS BUKOPHCTAHHS KOPHCTYBauyaMH 3 METOHO
BIJIMOYMHKY Ta PO3Bary.
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XapakTepucTUKHN KOPUCTYBaviB

OCHOBHI XapakTepUCTUKU KOpHCTyBadiB — HasBHICTH [IK skuii Bigmoimae
TEXHIYHUM XapakTtepuctukam [13.

BUMOT'H IO IHOOPMAIIMHOI'O 3ABE3IIEYEHHS

J:kepeaa i 3micT BXigHoi iHpopmamii (1aHunXx)

VY 1mpomy [13 ocHOBHUM JpKepenoM BXiJIHOT 1HGOpMAILll € KOPUCTYBay, KU
CaMOCTIHHO BBOJUTH JIaHI, Takl K iM's IEPCOHAXKY.

BUMOI' 1O NPOTPAMHOI'O 3ABE3ITEYEHHSA

Bumorn n0 mnporpamHOro 3a0e3nedyeHHs MOXKHA ONHUCATH Yepe3 KiJIbKa
KJIFOUOBUX XapaKTEPUCTHK, K1 BIJOOpaKaroTh SKICTh 1 HA/IIMHICTh pOOOTH TIPOTPAMH.

KopexkTHicTh

[{s xapakTepucTUKa Bi10Opakae 3JaTHICTh MPOrPaMU peali3yBaTH ajJrOpUTMHU
6e3 mommiok. KopeKkTHICTh OXOIUIIOE BCi €Tamu po3poOKu — BiJ crienudikaliiii Ta
IIPOEKTYBAHHS 10 peajli3allii alrTOPUTMIB Ta CTPYKTYpPH JaHUX.

CriiikicTb

[{s xapaktepuctrka Bu3Havae 3qaTHICTh [13 3aiiicHIoBaTH 00pOOKY 1H(MOpMAIIii,
30epirarouu Npu [bOMY BIAMOBIIHICTh BUSHAYECHUM CIICIU(IKAIIISIM.

BignoBaroBaHicTh

[Is xapakTepucTUKa OMHCY€ MOXJIMBICTH MPOTPaAMHU aJaNTyBaTUCA [0
BUSIBJICHHX TTOMHUJIOK Ta iX YCYHEHHS.

HapiiinicTs

Haniiinicts 113 Bkitouae B cebe KiJibKa BaKIIMBUX XapaKTEPUCTUK, CEPET SIKUX
MOXKHA BUJIUTMTH IIJTIICHICTD, )KUBYYICTh, 3aBEPIICHICTh Ta 3arajibHy Ipaie3aaTHICTh
cuctemu. [1i MUTICHICTIO PO3YMIETHCS 3aTHICTh TPOTrpamMu CTaOUIBHO TIPAIFOBATH Ta
MPOTUAISTA MOXKIIUBUM 300iM. HaiiHICTh BU3HAYa€, HACKIILKY TPAaBUIIBHO Mporpama
0o0poOisie BXigHI JTaHi IiJ 9ac BHKOHAHHS. 3aBEPIICHICTh O3HAYa€, IO TOTOBUM
OPOAYKT HE MICTUTh KPUTUYHUX TMOMUJIOK 1 OYB SKICHO TPOTECTOBAHMIA.
[Tpame3natHicTh, Y CBOIO YEPTy, XapaKTepU3y€e MOKIMBICTh MPOTPaMH BiTHOBIIOBATH
CBOIO POOOTY IiCIisi BUHUKHEHHS 3001B 200 Hemepe0aueHnX CUTyaIlii.

BUMOI' 1O TEXHIYHOI'O 3ABE3INEYUEHHS
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1. Omeparmiitna cuctema: Windows 10 64bit

[Tporecop: 2.4 Ghz 15 or greater or AMD equivalent
OmneparuBHa naM'sate: 4 I'b RAM

Bineokapt: Graphic card with 2 GB VRAM or higher

Binsue micue: 5 I'b

AN AT

DirectX: Bepcii 11
BucHoBkmu 10 po3aiay 2

VY mpolieci BUKOHAHHS PYroro po3auty Oyio po3rIIHYTO pi3Hi iFpOBi pyliii,
MpOaHaII30BaHO iX OCHOBHI OCOOJIMBOCTI Ta BIJAMIHHOCTI, a TaKOX JOCTIIKEHO
porpamHi 3acobu, siki BUKOPUCTOBYIOThCA ISl CTBOpeHHs 3D-rpadiku Ta Mojenei
Uit Tpu. SIK OCHOBHUU pyurid st po3podku 3D-rpu O6yno o6pano Unity. lle
MOSICHIOETBCS. THM, IO BIH € JJOCUTh 3pYYHUM Yy BUKOPUCTaHHI, Ma€ BEJIUKY KUIbKICTh
rOTOBUX IHCTPYMEHTIB 1 PECYPCiB, a TAKOX MIATPUMY€ poOOTY Ha Pi3HUX I1aThopmax,
0 poOUTH HOro yHIBEPCAJIbHUM PILIEHHSAM JJIsi CTBOPEHHS Irop. Y SIKOCTI MOBH
nporpamyBaHHs 0yJsio oOpaHo C#, OCKIJIbKM BOHA € OCHOBHOIO Jyisl po0oTH 3 Unity 1
IHIMPOKO BHUKOPUCTOBYETHCS Yy po3pobui irop. Bona no3Boiisie edeKTUBHO
peanizoByBaTH IrpoBY JIOTIKYy, mpaitoBatu 3 iHTepdeiicom. s ctBopenHs 3D-
mozenelr Oyno obpano Blender. Ils mporpama € Xopommm BapilaHTOM SIK IS
HEBEJIMKUX KOMaHJa, TaK 1 JJs IHIWMBIAyaJdbHUX PO3POOHHKIB, OCKUIHKM BOHA
O€3KOLITOBHA, MAa€ WIMPOKUM HAOIp I1HCTPYMEHTIB 1 MIATPUMYETHCS BEJIHUKOIO

CHJIBHOTOIO, IO CIPUSIE 1i MOCTIHHOMY PO3BUTKY Ta BJOCKOHAJICHHIO.
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3 MOIAEJIIOBAHHS TA ITPOEKTYBAHHA I'POBOI'O 3ACTOCYHKY

Y mpoekTyBaHHI BUKOpUCTAaHO MOBY rpadiunoro moaemtoBanHs UML (Unified
Modeling Language), sika € yHIBEpCaJbHUM IHCTPYMEHTOM IS Bi3yauiszallii Ta
CTBOPEHHsI MOjIesie 00’ €KTiB mporpaMHoro 3abe3meuenns. UML — miarpamu maroTh
BOXJIMBE 3HAUEHHS MiJ Yac CTBOPEHHS IMPOEKTIB MPOTPaMHOro 3a0e3MeueHHs,
OCKUJIBbKHU JI03BOJISIIOTH JE€TAIBHO OMUCATH JIOT1KY POOOTH CUCTEMU, BUSIBIISITH MOKIIUBI
MOMMJIKY Ha PaHHIX eTarax po3poOKH Ta MiJBUIyBaTH e(eKTUBHICTH mpotecy [13].

3aBasku cBOiM yHiBepcaabHOCTI UML mmpoko BUKOPUCTOBYETHCS (paxiBLSIMU
B [T-ramy3i — mporpamictaMu, aHaJiTUKAMH, MEHEKEpaMH IPOEKTIB 1 HAaBITh
BJIACHUKAMH KOMIaHIH, sIK1 TParuHyTh 3p03yMITH CTPYKTYypy MallOyTHIX pillleHb. X0ua
UML He € MOBOI0O mporpamyBaHHsI, ii MOJENI MOXYTh CIyT'yBaThd OCHOBOIO JIJIst
aBTOMaTU4HOI reHepamii koay. s moOygoBu UML-miarpam y 1bOMYy NpPOEKTI
3acTocoBaHO TmporpamHe 3a0esneueHHs StarUML, sike 3abe3nedye i1HTYITHBHO

3po3yMUIHH 1HTEpdEHC 1 MOTYXKH1 3aCO0M MOJISTTFOBAHHS.

3.1 HanucanHug usecase

Use Case — 11e¢ TEKCTOBUM OIUC PI3HUX CLIEHApIiB B3a€EMOJIIi KOPUCTyBaya 13
CHUCTEMOIO, SKI MOXYTh 3aKIHUMTHCS SK YCIIIIHO, TaK 1 HEBJAJIO, 3aJCKHO BiJ
BUKOHAHHS TeBHUX Iiied. CueHapiii sBisie o000 MOCIIIOBHICTD JIiH, sIKI BUKOHYE
KOPHUCTYBau ISl peajtizalii KOHKpeTHUX onepariiil y cucremi [14].

[cHYIOTBH Tpu OCHOBHI (hOpMH HATTMCAHHSL.

— KopoTka (opma — 1€ CTUCIUNA OMUC OJHOro 31 CIeHapiiB, 3a3BUYail
YCHIIIHOTO, Yy BUIJISIAI OJHOTO a03ally. BUKOpUCTOBYeTbCS Ha €Tami MOYaTKOBOIO
aHaJ3y BUMOT JI0 CUCTEMH;

— noBepxHeBa (popma — 1€ AeTATBHIIINN OMKUC BCIX CIIEHAPIiB y BUIbHIN hopmi
(OCHOBHOTO Ta  albTePHATHUBHUX) OJHOTO 3  BapiaHTIB  BUKOPHUCTaHHS.

BukopucToBy€ThCS Ha €Tamni NepBUHHOTO aHaJ13y BUMOT J0 CUCTEMH;
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— moBHa (opMa — 1€ JACTAIBHHWI OMUC BCIX KPOKIB Ta Jdiil, BKIIOYAIOYU
MOTIEPE/IHI Ta TOCTYMOBH BUKOHAHHSA Use case. BUKOpHUCTOBYyeThCs Ha eTari BUOOPY 3
MOBHOTO CIIMCKY BapiaHTIB BUKOPUCTAHHS BXKIIMBUX JJIsl pOOOTH CUCTEMHU.

Koporkuii use case

KopucrtyBau mae OyyBaTH BlIacCHY €KOHOMIKY Ta 30pOiH1 CHUJIH, 11100 aTaKyBaTH
0a3y NpOTHMBHHMKA W JTOCSATTH NEpPEeMOrd. BakIuBUM eleMEHTOM TpHu € e(eKTHUBHE
YOpaBIIHHSA pecypcamu, M0 BHI0OyBaroThcs poOiTHHKamu. KopuctyBad oTtpumye
KOHTPOJIb HaJl €JMHUM JOCTYITHUM PIBHEM 1 Ma€ BUKOHYBATH BC1 [Ili, CIIUPAIOYUChH HA
MEXaHIKy peaJbHOTO 4Yacy. YCHiX 3aJleKUTh BiJ BMIHHS TPAaMOTHO PO3MOAUIATH
pecypcH Ta yXBalllOBaTH CTpaTeriyHi pimeHHs [14].

IloBepxHeBHUil use case

KopucrtyBau kepye poOITHUKAMHU J1Ji1 BUTOOYTKY pecypciB, Oyiye 1 Mmokparlye
CIIOpYAM Ta BIMCHKOBI MIAPO3IUIH, a TaKOX PO3pOOJIsie CTparerii Jjis aTaku 0a3u
npoTuBHUKA. Bci i Bi10OyBalOTHCS B MEXax OJHOTO PiBHSI, 1 KOPUCTYBau 3Mara€ThCsl
3 IITy4YHUM I1HTENEKTOM. I'pa Mae odiaifH-pekuM, IO J03BOJISIE HACOJIOKYBATUCS
Heto 0e3 HEOOXIHOCTI MIAKIIOYEHHS 10 1HTEpHETy. [ MOCSATHEHHS MepeMoru
KOPUCTYBad IOBHHEH 3HHUINUTH 0a3y CyINepHUKa, €()EKTUBHO BUKOPHCTOBYIOUH
JOCTYTIHI PECYPCH.

AnbTEepHATUBHUMN CIIEHAPI:

— KOpHUCTYyBad He 3MIT 3aXUCTUTH CBOIO 0a3y i Mporpas Maty;

— KopucTyBad 30yJayBaB HEIOCTATHBO CUJIbHY apMilo, IO HE J03BOJIHIIO
YCHIIIHO aTaKyBaTH 0a3y MPOTUBHUKA;

— KOpUCTyBad HE BHKOPHCTaB pecypcH e(EeKTUBHO, IO TPU3BEIO [0
CHIOBUTbHEHHS TEMITIB PO3BUTKY Ta MOPA3KU;

— KOpHUCTYBay MNPUITYCTUBCS MOMUJIKU y CTpaTeErii, uepe3 1o Mporpas.
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Taomung 3.1 — [ToBHUI use case

Primary Actor I'paBens

Scope Kowmn’rorepra 3D-rpa xanpy PVE Shooter

Level IIpoxomkeHHs irpOBOTO PiBHSA

Preconditions I'paBens 3amycTuB rpy

Stakeholders and | 1. mporpaMmicT — 3alliKaBJICHU y SKICHOMY BHUKOHAaHHI IIOCTaBJICHOTO 3aBJaHHS,
interests KOpPEeKTHIN peanizauii QyHKIioHany Ta cTaOuIbHIH poOoTi po3poOJICHHX IrpOBUX

MEXaHiK.

2. TecTyBaJbHHK — 3aIliKaBJICHUH y BUABJICHHI IIOMIUIOK, TIEPEBIpIIi Mpane3faTHOCTI TPH
Ta Tepenadvi 3HaHIeHNX HEeIOJIKiB MPOTPaMiCTy IUIS X MOIABIIOTO YCYHEHHS.

3. TpaBenb — 3alliKaBICHUI Y IMPOXOIDKCHHI I'PH, JOCATHEHHI MEePEeMOTH, MOKpAIleHHI
BJIACHUX HABHYOK Ta BUKOPHUCTAHHI Pi3HUX IrPOBHX MOXJIMBOCTEH AJIsI €(pEKTHBHOTO

MOJTOJIAHHS PiBHIB.

Main Success Scenario:

1. TpaBelb BCTAHOBIIIOE TPY;

rpaBeLb 3aIlyCKae Ipy;

rpaBelb 00Mpae MOYaTOK NPOXOIKESHHS PIBHS;

rpaBellb aHATI3ye CUTYyAIlif0 Ha OOHOBIH JIOKaIli] Ta 00Mpa€e TaKTHKY Jiif;

rpaBelb MEePEMIIy€eThCsl pIBHEM, BHKOPHCTOBYE 30pOI0 Ta 3HUIILY€E BOPOTiB;

AR

rpaBelb 30Upae pecypcH, OTPUMYE JOCBIJ 1 IIOKpaIIye mepcoHaxka abo 30poro;

IpaBClb [0cCAra€ IMCepeMOrun NUIIXOM BHUHKOHAHHSA LIiJ'Ii piBHﬂ Ta 3HHUIICHHA

MPOTUBHHUKIB.
Result I'paBenb OTpUMY€E 3aJOBOJICHHS BiIl YCIIIIHOTO TPOXOKEHHS PpIiBHS, 3HHUILEHHS
MPOTHBHUKIB Ta MOKPAIICHHS BIIACHUX HABUYOK y OOMOBOMY IMpOIleci
Extensions:
1. 1. I'paBenb HE 3370BOJICHUN ITPOBUM TPOIIECOM:

1.1. rpaBelr MOXE 3IMILUTH BIATYK a00 3BEpHYTHCS J0 PO3POOHHUKIB 4epe3 CUCTEMY
3BOPOTHOTO 3B’SI3KY IS TOJJAHHS ITPOTIO3HIIN YU CKapr;

1.2. HeraTUBHHI TOCBi MOXe OYTH IMOB’SI3aHUH 13 TAKIMH TPUIHHAMHU:

1.2a. 3aHaATO HU3bKA CKJIAIHICTh MMPOXOJUKEHHS PiBHIB;

1.2b. HagMipHa CKIIAHICTh MPOTHBHUKIB 200 MITYYHOTO iHTEIEKTY;

1.2¢c. HemoCTaTHBO 3p0O3yMinuii iHTep(deiic KoprcTyBaya,

1.2d. TexHIYHI MOMMIIKH, IPOCiTaHH MPOAYKTUBHOCTI a00 HecTabipHa poboTa Ipu;

1.2e. HEKOpEKTHUH OajaHC MiXK CHIJIOIO BOPOTiB, 30pO€I0 Ta MOYKIMBOCTSMH TIEPCOHAKA.
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[TpomoBxenus Tadmmii 3.1

2. 2. TecTyBIBHHK 3HAXOJUTH IOMUJIKY Y TPi:

2.la. K110 NOMUJIKA HE € KPUTUYHOIO, BOHA (DIKCYETHCS y 3BiTI TECTYBaJIbHUKA;

2.1b. mporpamict aHanizye IpHYMHY MOMHJIKH Ta BHOCUTH HEOOXIHI 3MiHH JI0 KOLLY;
2.1c. micis BUNpPaBJICHHS TECTYBAJIBHUK IIOBTOPHO MEPEBIPSIE BiINOBIIHY MEXaHIKY IpH
2.2a. SKIIO NOMWIIKA € KPUTHYHOIO 1 3aBaka€ IMPOXO/DKEHHIO TpH, 1I BHIPABIICHHS
OTPHUMY€E BHCOKHH NPiOPUTET;

2.2b. mporpaMmicT BUKOHY€ JACTANbHUHM aHaNi3 NpoOJeMH, BUIPABIIE MOMHIKY Ta

MIPOBOIUTE JOAATKOBE TECTYBaHHS.

3. 3. I'paBens HE MOJKE TIPOWUTH PiBEHB:

3.1. mpuumHOIO MOXKe OyTH HagMipHa KUIBKICTB BOPOTiB, HecTada OoempumaciB abo
HeNpaBUIIbHUN OanaHC CKIIQJHOCTI;

3.2. TpaBeub MOXXE 3MIHHTH TaKTHKY HPOXOKCHHs, BHKOPUCTaTH iHIIY 30poro abo
MOKPAIINTH XapaKTEPUCTUKH MEPCOHANKA;

3.3. y pasi cucremHoi npoGieMu po3poOHUK KOpUTye OajlaHC piBHS, KUIBKICTh pecypciB

abo0 mapaMeTpu IPOTUBHUKIB.

Special Requirements 1) Tpa MOBHMHHA MaTH 3pO3yMUIHIA Ta 3pyIHUH iHTEp]Elic, KUl T03BOIISLE TPABIIO
IIBUAKO OpIEHTYBAaTHCS B OCHOBHHX CIIEMEHTaX KepyBaHHSA, CTaHi 3/10pOB’f,
Goernpunacax i JOCTYIHNX HOKPAIIEHHSX.

2) irpoBud mpouec Mae OyTH ONTHMI30BaHUI Ui CcTabLIBHOT poOOTH Ha
MepCOHAJIbHUX KOMII'I0Tepax 13 pi3HUMHU TEXHIYHHUMHU XapaKTePUCTHKAMHU.

3) cucTeMa WITYYHOTO IHTEJIEKTY OBUHHA 3a0e3MeuyBaTH PealiCTUYHY TTOBEIIHKY
NPOTUBHMKIB: BHSBJICHHS TPaBIsl, MEpPECIifyBaHHs, aTaKy, YXWICHHS Ta PEakiiio Ha
3MiHYy CHUTYyAIlil Ha PiBHI.

4) cucreMa TPOKadyBaHHA IIEpCOHaKa Ta Momudikamii 30poi Mae OyTH
3pO3yMIJIOI0 Il KOpPHCTyBaua M Oe3nocepenHbO BIUIMBAaTH Ha e(EKTHBHICTb
MIPOXO/KEHHS TPH.

5) rpa TMOBMHHA MIATPUMYBATH ABTOHOMHHH peXuM poOoTH 0€3 HEe0OXiTHOCTI

MOCTIHHOTO MiAKIIOYEHHS 10 IHTCPHETY.

Frequency of Occurrence OcHOBHI (DyHKILIOHAJIBHI NPOLIECH TPU BUKOHYIOTHCS MiJl 4ac KOXHOTO 3aIlyCKy Ta
NPOXOJPKeHHs piBHIB. J[0 HUX HaiexaTh NEPEeMILICHHs IpaBlii, BUKOPUCTAHHS 30poi,
B3a€MOJIisS 3 MPOTUBHUKAME, OTPUMaHHS JOCBily, IIOKpAaIleHHS IEepCOHaXa Ta
3aBeplIeHHs OOHOBHX JIOKalliil. ['pa po3paxoBaHa NMepeBa)KHO HA aBTOHOMHHH PEXUM
poboTtu, ToMy OLTBOIICTE (PYHKIIM AOCTYmHI 0e3 MOCTIHHOTO IiTKITIOYEHHS 0 MEepexi

Inrepner.

[Ticnst po3risiLy OCHOBHHUX 1 JOJIATKOBUX CIIEHApP1iB BUKOPUCTAHHS TPU MOKHA
Kparie 3po3yMiTH, K caMme TpaBellb OyJie B3aEMOJIISATH 3 ITPOBOIO cUcTeMOro. Takuit

OIHC JI0NIOMAarae No0aYuTH, SIK1 /11l BUKOHY€E KOPUCTYBAY MiJ 4ac Ipu: 3allyCKa€ PIBEHb,

2026 p. [TaBnoB A.JL. 121 — KBP.01 —409.22210821



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
Komm'torepna 3D-rpa y xanpi PVE Shooter na pymii Unity 34

MIEPECYBAETHCS JIOKAIIEI0, OOPEThCSI 3 BOPOraMH, BUKOPHCTOBYE 30POI0, MOKpAIy€e
MEPCOHAXKA Ta HAMATAEThCS TIOCATTH TIEPEMOTH.

Ormuc use case TaKoX J1a€ 3MOTY 3a3aJIeT1/Ib TIOMITUTH MOKJIMBI MPOOIEMHU, SKi
MOXYTh BUHUKHYTHU TiJ 9ac po3poOku abo MpoxokeHHs rpu. Hampukian, piBeHb
MOJKe OyTH 3aHaJITO CKJIaJIHAM, BOPOTH MOXYTb IIOBOJIUTHCS HEMTPABIIIbHO, iHTEpderic
MOXe OyTH He3pYYHUM, a0 rpa MOKe MpaIfoBaTH HecTabUIbHO. SKIIO BpaxyBaTH Taki
MOMEHTH III€ Ha €Tamll MPOEKTYBaHHSA, TO TOTOBAa Ipa Oyne OUIBII 3pydYHOIO,

3pO3YMIJIOIO Ta IIKaBOO JJISl TPABIIA.
3.2 CTBOpeHHs AiarpaMu BUKOPUCTAHHS

Hiarpamu BapiantiB BukopuctanHsi (Use Case diagrams) nmomomararoTh
MOKa3aTH, K KOPHUCTYyBayl B3a€MOJIIOTH 13 CHUCTEMOIO. 3a iX JONOMOIOK MOKHA
3pO3yMITH, K1 JI1i BAKOHYIOTh Pi3H1 YYACHUKU MPOIIECY Ta SIKI MOKJIMBOCTI MOBUHHA

MaTH CHCTCMaA.

Taki miarpamMu HE MOKa3ylOTh, SIK CUCTEMa BJIAIITOBAHA BCEpPEWHI, a OMUCYIOTH ii
po0OOTY 3 TOUKH 30py KOpUCTyBada. ToOTO BOHM JOMOMAarar0Th MOOAYUTH, 110 CaMme

MOKe pOOUTH TpaBellh, TECTYBAIBHUK 200 PO3POOHUK 1] Yac B3a€MOIII 3 TPOIO.

Use Case giarpaMu 3py4Hi Ha eTarli MPOEKTYBAaHHS, TOMY 1110 I03BOJISIIOTH 3a3/1aJIeTi b
BU3HAYUTH OCHOBHI (PYHKIIi TPU Ta YHUKHYTH HETOPO3yMIiHBb MiJ 4Yac PO3pPOOKH.
3aBASKA 1ILOMY MPOCTINIEC y3rOJUTH BUMOTH JO MallOyTHBOTO MPOEKTY 1 Kpalie

3pO3yMITH, SIK IOBUHHA MPAIIOBATH I'pa sl KIHIIEBOTO KopucTyBaya [15].
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Fpa PVE Shooter

«includes
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piEeHb
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- “e_ﬂ_emj =, OTtpumaTt
Haropogy
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BOCATHEHHA

MpugdaTtn
NOKpPaLEeHHA
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KopueTtyeau BigkpuTi BikKO
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3MmiHUTH
HanalWTyEaHHA

ZEYKY

wextend=

-F
BigkpuTtn «extend:
HaNaWTYEaHHA BT >

3MmiHUTK
HaNaWTYEaHHA
rpadpikm

Pucynok 3.1 — [liarpama BapiaHTiB BUKOPUCTAHHS

Hiarpama moka3zye OCHOBHI BapiaHTu BukopuctanHs rpu PVE Shooter Ta
B3a€EMO/Ii10 TPaBIl 3 ii GyHKIISIMH. ['0JOBHOIO 1IHOBOIO 0COOO0 € KOPUCTYBAY, SIKHIMA
MOKE 3allyCKaTH ITPOBHMI MPOLEC, PO3MOYMHATH PiBEHb, BIAKPUBATH AOCATHEHHS,
MarasuH, BIKHO MTOKpAILlEHHs IepCOHa)ka Ta HaJIalITyBaHHS.

VY Mexax irpoBOTO IpoIlieCy TpaBellb MOXKE PO3IMOYaTH PIBEHH 1 MICHS HOro
IIPOXO/KEHHs 3aBepiiuTu Horo. Ilicns 3aBepuieHHs piBHS cUCTEMa Hependavae
MO>KJIMBICTh OTPUMAaHHS HaropoAu. Takosx rpaBelb MOXKeE BIIKPUBATU JOCSATHEHHS, 32
SIKi B OKpEMUX BHITaIKaX OTPUMYE JI0JAATKOBY BUHATOPOJLY.

OxpeMo Ha Jiarpami MoKa3aHo B3a€MO/III0 3 Mara3uHOM Ta CUCTEMOIO PO3BUTKY
nepcoHaxka. Uepe3 MarazuH KOPUCTYBau MOXKE MPHUAOATH MOKpAILIEHHS TajJaHTIB, a

yepe3 BIKHO MOKpAIIeHHS — MIABUIIMTH XapaKTEPUCTUKH TNepcoHaxka. Lle mo3Bosse
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3poOUTH IrPOBUH MpoLIeC OUTBII PIZHOMAHITHUM 1 J]a€ TPABII0 MOMKJIMBICTH TOCTYIOBO
MOCHUJTIOBATH CBOTO Te€POA.

Takox y rpi nepe10aueHo HaIAITYBaHHS, Yepe3 K1 KOPUCTYyBad MOXKE 3MIHUTH
napaMeTpu 3ByKy Ta rpadiku. Lle poOuth rpy 3pyuHIIow A pi3HUX TPaBLiB 1
JTIO3BOJISE aJIaNTyBATH 11 T11]] MOMJIMBOCTI KOMIT FOTepa a00 0COOMCTI BIIOI00aHHS.

3B’s3ku include Ta extend MOKa3ylOTh 3aJEKHICTh MK OKPEMUMHU JISIMU.
Hanpuknan, oTpuMaHHs HaropoAu MOB’s3aHe 13 3aBEPILICHHSM PiBHSA, a MPUAOAHHS
MOKpalmieHb a00 3MiHAa HaJallTyBaHb € JOJIATKOBUMH MOKJIMBOCTSIMHU, SIKI
PO3IIMPIOIOTh OCHOBHUM ClieHapiil BUKOPUCTaHHS Tpu. TakuM YWHOM, Jdiarpama
JIOTIOMarae Hao4YyHO MOKa3aTH, SIK1 OCHOBHI (DYHKIIIT MOBMHHI OyTH pealli3oBaHi B Ipi
1U1s 3a0€31eUeHHs TOBHOLIHHOT B3a€EMOJII1 3 KOPUCTYBAUEM.

KommnoneHnTH giarpamu BapiaHTiB BUKOPMCTAHHA

Hiarpama BapiaHTIB BHUKOPUCTAHHS CKJIAJAEThCS 3 KITBKOX OCHOBHHUX
€JIEMEHTIB: aKTOpa, BaplaHTa BUKOPUCTAHHS, CUCTEMHU Ta 3B’ A3KIB MI>)K HUMH.

AKTOP — 1€ KOPUCTYBay a00 1HIIHNI yYaCHHUK, IKHI B3a€MO/IIE 13 CUCTEMOIO, ajle
HE € 11 YaCTUHOK. Y MeXax JaHOi IPU OCHOBHUM AKTOPOM € IpPaBelb, SIKUN 3aIyCKa€e
rpy, OPOXOJWTh PiBHI, BIJIKPUBAa€ Mara3uH, MOKpAaIlye MEpCOHaKa Ta 3MIHIOE
HaJIallITyBaHHS.

BapianT BukopucTaHHsi (mpeueaeHT) — 11¢ TIeBHA Jis, Ky MOYXKE BHKOHATH
KOpHUCTyBau y cuctemi. Ha miarpami BiH 300paxxyeTbes y BUriisial eninca. Hanpuknan,
st Tpu PVE Shooter Takumu BapiaHTaMu € po3MoyaTd piBEHb, 3aBEPIIUTH PIBEHBD,
BIIKPUTH Mara3uH, MOKPAIIUTH MEePCOHAXa, BIAKPUTH HATAIITYBaHHS, 3MIHUTH 3BYK
a60 3MiHUTH TpadiKy.

Cucrema — 11e Mexi1 camoi mporpamu abo rpu. Ha niarpami BoHa 300paxky€eTbes
NPSIMOKYTHUKOM 13 Ha3Boro. Y 1boMy Bumaiaky cuctemoro € rpa PVE Shooter,
BCEpEINHI K0T PO3MIIIeH] BC1 OCHOBHI (DYHKIIIi, JOCTYITHI TPaBIIIO.

3B’A30K — TMOKa3ye, [K aKTOp B3a€EMOJII€ 3 BaplaHTaMU BUKOPUCTAHHS.
Hanpuknaz, rpaBelib MOXe HalpsiMy BIIKPUTH Mara3uH, o4YaTH piBEHb a00 MepenTu

A0 HaJIalITyBaHb.
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VY piarpamax BapiaHTiB BUKOPHCTaHHS MOXYTh 3aCTOCOBYBATHCS PI3HI THUIH

3B’SI3KIB:

1. Acouianis (Association) — 11e 3BU4YaiiHUI 3B’ 30K MK aKTOPOM 1 JII€T0, SKY
BiH MO’Ke BUKOHATH. Hampukian, rpaBeis MoB’ A3aHMM 13 J11€10 PO3MOYATH PIBEHb.

2. Po3smmpennsi (Extend) — mokasye nomaTkoBy ab0 HEOOOB’S3KOBY IIIO.
Hampuknazn, micins BIIAKPUTTS MarasvHy TrpaBellb MOXE J0JAaTKOBO MpuAdaTu
MOKpaIIeHHs TalaHTiB. ToOTO 1s1 Misl HE 3aBXKIU 000B’S3K0OBa, aje BOHA PO3IIHUPIOE
OCHOBHUU CIICHAPIi.

3. Bxuiouenns (Include) — mokasye pito, sika € 9acTHHOKO iHIOI 1ii abo
000B’SI3K0BO 3 HElo NOB’s13aHa. Hanpukian, micis 3aBepllieHHs piBHS I'PaBELb MOXKE
OTPUMAaTH HAaropoy, OCKUIbKH 1€ € JIOTTYHUM PE3YyJIbTaTOM IMPOXOKEHHS PiBHS.

4. TI'enepanizanis (Generalization) — BHUKOPUCTOBYETBHCS TOAl, KOJU OIUH
€JIEMEHT € PI13HOBUIOM iHIIoro. Hampukman, y ckiagHinii cucreMi MoxkHa Oyio O
PO3AUIMTH KOPUCTYBAuiB Ha 3BUYAHOIO TPaBILIsl, TECTyBaJIbHUKA a0 aJMIHICTpaToOpa.

VY Mexax gaHoi AlarpamMu TOJOBHUM aKTOPOM BUCTYIIA€ CaMe IrpaBellb.

3.3 IloOynoBa giarpam B3aemoii (IOCJIiIOBHOCTI Ta Koomepailii)

JiarpamMu B3a€MOJIli BUKOPUCTOBYIOTBHCS JUIsl TOTO, OO IMOKa3aTH, K Pi3HI
YaCTUHU TPU B3aEMOJIIOTH MK COOOI0 MiJ 4Yac BUKOHAHHSA meBHOI Aii. Bouu
JOTIOMAaralTh Kpaile 3pO3yMiTH, IIO BIIOYBA€THCS BCEPENIMHI T'PU, KOJU TpaBellb
BUKOHY€ TIEBHY JiI0 — TOYHMHAE PIBEHb, aTaKy€ BOPOTa, OTPUMYE HAropoay ado
MOKpaIIye IepCoHaXa.

Jlo OCHOBHUX JiarpaM B3a€MOJil HaJieKaTh Jlarpama IMOCTIJOBHOCTI Ta
Jiarpama Koorepartii.

Komu moTpibHO  meranmizyBaTH  3B'SI3KM  MDK ~ 00'€KTamMH,  JIOIIJIBLHO
BUKOPUCTOBYBATH JiarpamMu Koomeparii. Jljius aHamizy MmOpsSAKy BHKOHAHHS [N
HaWKpale miaxoasaTh JiarpaMu MOCIiIOBHOCTI.

1) Mdiarpamu nocaigoBHocTi (Sequence Diagrams) [15]
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Jliarpama mocaigoBHOCTI JTO3BOJISIE TIOKA3ATH, SIK CaMe B1I0YyBA€THCS B3aEMOIIS
MDK 00’€KTaMu T'pH y TIEBHOMY clieHapii. BoHa BimoOpaxae MOCHiIOBHICTh Aiil Bij
MoYaTKy J0 3aBEPIISHHS MPOIIECY.

Hanpuxknan, nis rpu PVE Shooter mokHa ommcatu mporiec MpOXOIKEHHS
piBHs. CrioyaTKy rpaBellb 3aIllyCKa€e PiBEHb, MICJISl YOTO CUCTEMA 3aBaHTaXYy€ JIOKAIIIIo.
Jlai Ha cIieH1 3’ IBJIIOTHCS BOPOTH, IpaBellb MEPEMIIIYETHCS KapTO0, BUKOPHUCTOBYE
30poro Ta aTakye MpOTUBHUKIB. [1icist 3HUIIIEHHS BOPOTIB CHCTEMa HAapaxoBY€ JOCBIJ
a00 Haropojy, a MOTIM PiBEHb BBAKAETHCS 3aBEPIIICHUM.

Kuo4oBi esiemenTH:

— 00’€KTH — YYaCHHMKH TIPOIIeCy, HAIIPUKJIIa/ rpaBellb, iIrpoBa CUCTEMa, BOPOT,
30post a0 cucTeMa HaropoJ;

— TMOBIJOMJICHHS — /i1 200 KOMaH/IH, SIK1 IEPeAaloThCsl MK 00’ €KTaMU;

—  JIHIS )KUTTS — TIOKa3ye, CKIIBKH Yacy 00’ €KT Oepe yJacTh y IpoIieci;

— (QoKyc ympaBJiiHHS — [TOKa3y€ MOMEHT, KOJIM 00’ €KT aKTUBHO BUKOHY€ ITEBHY

=d Imeractionl )

Fpaseys ‘ Tpa Mena sarpy=sn Tonosse merro ‘ Zanycx rpm Merso naysn | [T ‘ 36epemennn [ — Buxia 3 rpw

1 : Tpaseus sasanmaxye rpy : : H :

2 : Mepexia y MEHIO ArDy3KH : H H !

2 : I'pa KaMninIGE rancaHe MeHio ; : : .

4 : Tpw HETHCKAHHE 3aNYCKY TPH, KOMRIMOETLCA CUEHE PiBkS : g : |

5 : Mpaseys Np3yTIMHAE ifposwi npousc : i : : |

H : 6 - 3Bepemewns acix ganm irposoro npouecy | H :

|:|‘ : 7 : Buxig y ronosHe meHio : ! ' |

8 : [paseus zanyceac s6epewenks : ' : ! : !

; ; | 0. 3asawraxensn ocranweoro fepexannn | ; |

! : [T T ————— : ! ! '

H 11 : MpogoswexHA irfpOS0TD NPOLECy - H ;

12 : Mpaseus NPHUIYMMHAE IrpOEWil npousc H |

13 36epemerna sk noTosHIx K | i

14 : Tpassus snkorys Gesnesruii swxia 3 rpn i .

Pucynox 3.2 — Jliarpama mociioBHOCTI
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[{s miarpama moka3ye MOCIHIIOBHICTD Mii, K1 BiIOYBAIOTHCS TiJ] Yac B3a€MOIl
rpaBis 3 Tporo. Ha HiIM BUAHO, SIK KOPUCTYBad 3alyCKae TPy, MEPEXOIUTH 0
TOJIOBHOI'O MEHIO, OOHMpa€e I0YaTOK TI'pH Ta BHUOMpAE MOTPIOHUNM pPIBEHb IS
MIPOXOJIKEHHSI.

[Ticyist BUOOPY piBHS CUCTEMa 3aBaHTaXXYE ITPOBY JIOKAITI1O, ITICIISI YOTO TPaBeIlb
MOYMHAE MPOXOKEHHS — MEPECYBAETHCS PIBHEM, OOPETHCS 3 BOPOTaMH Ta BUKOHYE
OCHOBHI irpoBi nii. Takox Ha Aiarpami MOKa3aHO MOXJIHMBICTh MOCTAaBUTH TPy Ha
nay3y, 30epertd MOTOYHUHN MpOrpec 1 MPOJOBXKUTH MPOXOMKEHHS 3 TOTO CaMOro
MICIIS.

OxpeMo BimoOpaxxeHO 3aBepiieHHs piBHS. [licias ycmimHOro MmpoXoIKEeHHS
rpaBellb OTPUMY€E HAropojy, a IMOTIM MOK€ NEeperTH 10 BiKHA MOKpAIlIeHb 1
BUKOPHUCTAaTU OTPUMaHI PECYpCH JJIs MOCUIICHHS NepcoHaxa. HanpukiHil cueHapito
MOKa3aHO OC3MEUHMI BUXI1] 3 TPH.

Jliarpama jgomomarae 3po3yMiTH 3arajibHUN MOPSAOK POOOTH TPH BiJ 3aIlyCKy
0 TIPOXOJDKEHHS pIiBHSA, OTPUMAaHHS HAropoaW, TOKPAIIEHHS TIEpPCOHa)Xa Ta
3aBepIleHHs IrpoBoi cecii. BoHa HaoyHO MoOKa3ye, SIKi €JIEMEHTH CUCTEMHU OepyTh

y4acTh Y bOMY IPOIIEC] Ta SIK BOHU B3a€EMOJIIOTh MK COOOIO.
3.4 [liarpamMu CTaHiB Ta nepexoaiB

Hiarpamu cta"iB € oaHuM 13 Tpadiunux 1HCcTpyMmeHTiB UML, 110
3aCTOCOBYEThCSl i1 OMHCY TOBEIIHKHM OO0 ’€KTiB ab0 CHCTEM Yy Tpolleci iXHBOTO
dbyHkuionyBanHa. BoHu BimoOpaxaroTh, y SKHUX CTaHaX MOXe TepedyBaTH 00’ €KT
IPOTATOM CBOTO UTTEBOrO LHMKIY, a TaKOX IOKAa3ylOTh MOl ad0 YMOBH, SKi
BUKJIMKAIOTh MEPEXij 3 OJTHOTO CTaHy JI0 1HIIIOTO.

Taki miarpamMu OCOONHMBO JOIUIBHO BUKOPUCTOBYBATH JJISi MOJIEITIOBAHHS
pEaKTUBHUX O0’€KTIB, MOBEJIHKA SKUX 3MIHIOETHCS TIiJ] BILUIMBOM 30BHIIIHIX a00
BHYTpimHIX (akTopis [15].

3aBAsKU JiarpaMaM CTaHiB pO3pOOHHMKH MOKYTh JETalIbHIIIE TPOaHai3yBaTH
JUHAMIKY POOOTH CHUCTEMH, 3pO3YyMITH PEAKII0 1i KOMIOHEHTIB Ha MEBHI MOAIl Ta
chopMyBaTH 3pO3yMiTy MOJENIb TOBEMIHKA. BOHM BHKOPUCTOBYIOTHCS TIiJ] Yac
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JOCITIJIKEHHS TIOBENIHKK 00’ €KTIB, CIICHApiiB BUKOPUCTAHHS, OKPEMUX OTepaIliii abo

(GYHKIIOHaTbHUX YAaCTUH CUCTEMH.

Click *Store” Marazu

Click "Upgrade" Moxpauetns

Mouatok ado Click "Fire’ BuTEA Final state

Click "Save” 36epewens

Click "Settings” HanawTyeanua

Click "Achivments” LocAarienHs

Pucynox 3.3 — Jliarpama ctaHiB /uisl BCi€l Tpu

s niarpaMa rokasye OCHOBHI CTaHH, y SIKUX MOJKe IepeOyBaTH rpa, Ta MOXKJIUBI
nepexoau Mk HUMU. BoHa fornomMarae kpaiie 3p03yMiTH, SIK 3MIHIOETbCS poO0Ta Ipu
Ha PI3HUX €Tamax BiJ 3alyCKy ¥ TOJIOBHOTO MEHIO JI0 IMPOXO/PKEHHS PIBHS, May3H,
3aBEPILEHHS IPU 200 BUXOY.

KoskeH cran Ha niarpami 300pa’k€HO OKPEMUM OJIOKOM, a CTPIIKUA MIXK HUMH
MOKa3yI0Th, 32 SIKUX YMOB B1IOYBA€ThCS MepexXija J0 IHIIOTO cTaHy. Taki mepexoau
MOXXYTb OYTH BUKJIMKaH1 JIIIMH PaBIs, HAMPUKIIAJ HATUCKAHHAM KHOIIKH, BHOOPOM
MYHKTY MEHIO, 3aBEPIIECHHSM PiBHSI a00 BHYTPIIIHIMH MOISIMUA CaMOi TPH.

3aBIAKM 111 A1arpaMi MOXKHA HAOYHO OOAUUTH 3aralibHY JIOTIKY POOOTH I'pH Ta
3pO3yMITH, SIK KOPUCTYBay MEPEXOIUTh MIXK il OCHOBHUMHU YaCTHHAMM.

OcHOBH1 KOMITOHEHTH Jiiarpam CTaHiB Ta nepexomais [15].

1. Cran (State) — [IeBHe nosioxkeHHs a00 cUTyallis, y siKiii 00’ €KT nepedyBae
OpOTATOM BU3HaueHOro 4yacy. CtaH Moxe OyTH MOB’sI3aHUM 13 BUKOHAHHIM i a00

OUIKYBaHHSM TOII.
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2. Toais (Event) — Jlis abo 3MiHa, sika 3aIllycKae mepexia 00’€kTa 3 OJHOTO
crany no iHmoro. Ilomiero moxke OyTH KOMaHAa KOpHCTyBada, 3MiHa YMOB
cepenoBuIIa a00 CUTHaJ BiJI 1HIIOI YaCTUHU CUCTEMH.

3. Iepexia (Transition) — 38’5130k MiXk ABOMa cTaHaMu. BiH mokasye, 3a siKoi
MOJii Ta 3a SIKUX YMOB 00’ €KT MEPEXOIUTh 13 TOTOYHOT'O CTaHy JI0 HOBOTO.

4. Jlis (Action) — KopoTka omepariisi, ika BAKOHYEThCS I1]] 9ac TIEPEX0y MixkK
ctaHamu. Hampukian, 3miHa 3Ha4YeHHS, OHOBJICHHS JaHUX abo Tmepemaya
MOBIJJOMJICHHS 1HIIIOMY KOMIIOHEHTY.

5. HisasHicTb (Activity) — IIpouec, sikuil TpuBae, MOKH 00’ €KT repedyBae y
neBHOMy cTaHi. Ha BigmiHy Bia [ii, JisUIbHICTH MOXKE 3aiiMaTd OUIbIlEe 4acy Ta
BKJIFOUATH KiJIbKa OIepallii.

6. Ilouarkosmii Ta kKiHueBuii cranu (Initial and Final States) — [TouatkoBuit
CTaH MO3HA4Ya€ MOMEHT, 3 AKOTO MOYMHAETHCA poO0Ta ab0 KUTTEBUHM ITUKI 00’ €KTA.

KinneBuii cTan nmokasye 3aBepIlieHHS I[bOTO MPOIIECY .

ano

Pucynok 3.4 — Jliarpama cTaHiB JiJIsl JOCSTHEHHS
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VY 1w giarpami moka3aHO CTaHW Ta MEPEXO0J]Hd, MOB’s3aHl 3 POOOTOI0 CHCTEMH
JOCATHEHb Yy Tpi. BoHa nemoHCTpye, siki il BHKOHY€ TpaBelb ISl MEpErisiay
JOCATHEHb 1 OTPUMaHHS BUHAropoau 3a iX BHKOHaHHS. CroYaTKy KOpPUCTyBad
NEPEXOIUTH 13 TOJIOBHOTO MEHIO JI0 PO3/ALTY JOCATHEHb, MICIIS YOTO CHCTEMa MepEBipsie
CTaH 0OpaHOTO 3aBIaHHS.

SIKIIO JOCSTHEHHS Ieé HE BUKOHAHO, TpaBelb 0auuTh, IO HAropoja
HEJOCTYMHA, ab0 MOXK€ MOBEPHYTHCS 1O CHHCKY JAOCSTHEHb. SKII0 X YMOBHU
JIOCSATHEHHS BUKOHAHI1, KOPUCTYBa4 OTPUMY€ MOXKIIUBICTH 3a0patu BUHaropoxy. [licis
I[LOTO CHCTEMa MEPEXOIUTH J10 30epeKeHHs 3MiH, 100 3adikcyBaTh (PakT OTpUMaHHS
Haropoju.

Taka piarpama € BaXJIMBOIO, OCKUIBKM BOHA JONOMAarae 3pO3yMITH JIOTIKY
poOOTH TOCSITHEHb — KOJIM TPAaBEIb MOXE OTPUMATH HAropoay, 3a SKHX yMOB BOHA

HEJIOCTYITHA, 1 SIK cucTeMa 30epirae pe3yabTaT Micisi BAKOHAHHS MOTPIOHUX ii.
3.5 diarpama aissibHOCTI

Hiarpama gisusibHoCTi (Activity Diagram) — ue oaus 13 Buais UML-aiarpam,
SKUW BUKOPUCTOBYETHCS JIJISl OMKCY MOCIIIOBHOCTI 1Kl y cuctemi. Bona gomnomarae
MOKAa3aTH, SKi KPOKH BUKOHYIOTHCS, Y SKOMY TIOPSIKY BOHH BiOYBArOThCSA Ta SIK
OB’ s13aH1 MK C000I0.

3a CBOIM BUIJISIZIOM Jiarpama JisUIbHOCTI Harajaye 3BHYAiHY OJIOK-CXeMy, aje
Mae UPILI MOKIMBOCTI. BOoHa MOKe OKa3yBaTH HE JIUILE MPOCTY MOCIIIOBHICTD Jii,
a U po3rajy>kKeHH, mapajelbHe BUKOHAHHS MPOIIECIB Ta iX Y3TOMKEHHS MIXK CO0O0IO.
3aBIsKU IILOMY TaKa jiarpama JI03BOJISIE Kpallle 3pO3YyMITH, SIK CUCTEMa pearye Ha
MEeBHI TOJII1 Ta K 3MIHIOETHCS X1J1 BAKOHAHHS Tporiecy [15].

JliarpamMu misUTBHOCTI YacTO BHUKOPUCTOBYIOTH JIJIi OMUCY Oi13HEC-TIPOIIECIB,
pobOTH TIpOrpaMHUX MOAYJIB a00 CKJIaJAHUX Jid y mporpaMHuUx cucteMax. BoHu
JOTIOMAaraloTh JETAIBHO TOKA3aTH AJITOPUTM POOOTH — SIKI Jii BUKOHYIOTHCS, SIKi
pIILICHHS TPUIUMAIOTHCS, K JIaHI MEPEeXOATh Bl OJHOTO €Tamy J0 1HIIOrO Ta 3a SIKUX

YMOB BIJI0OYBarOThCS MEPEXOIH.
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3aBASKH CBOIM 3pO3YMUIIH CTPYKTypl JiarpaMyd [AisUIBHOCTI € 3pYYHHM
IHCTPYMEHTOM JIJIsl IPOEKTYBAHHS PI3HUX MPOIIECIB — BiJl MPOCTUX CLIEHAPIiB poOOTH
KOPHUCTYyBaya JI0 CKJIaHO1 JIOTiKH MPOrpaMHOro 3a0e3MeUeHHS.

paBeub

MokpaweHHA

[ocTarHbo
rpoLei

3aKkpuTTa

false

]

true

YeniwHe
NoKpaleHHs

KiHeub

-

Pucynox 3.5 — Jliarpama aisuibHOCTI MMOKPAIICHHS

[s miarpama BigoOpakae Mpouec MOKPALIEHHS Y TPl Ta MOKA3Ye€, sIK1 11 BAKOHYE
rpaBellb Ha KOXXHOMY ertami. CrHoyaTKy KOpPUCTyBad MEpeXOoAuTh A0 [il
«IlokpameHHs», Micis YOro CUCTEMa MEPEBIPS€, YA MA€ BIH JOCTATHIO KUIBKICTh
pecypciB abo irpoBOi BAJIFOTH.

Sxiro moTpiOHI pecypcH JOCTYIHI, BUKOHYETHCS MOKPAIIECHHS, MICI YOTro Jis
YCHIIIHO 3aBEPIIy€EThCA. SIKINO K pecypciB HEOCTaTHRO, TPABEIlb HE MOXKE BUKOHATH
MOKPAIICHHS Ta Ma€ MOXJIMBICTh 3aKPUTH BIAMOBIIHE BIKHO.

JliarpamMa HaO4YHO MOKA3Ye€ JIOTIKY MPUUHATTS pillleHb y MNPOLEC] MOKPaIleHHS
pe3yJbTaT 3aJIEKUTh Bijl HASSBHOCTI HEOOX1THUX PECYPCIB Ta MOAAIBIINX A1 TpaBIIs.
3aBAsSKH IbOMY MOKHA Kpallle 3p03yMiTH, SIK MPAIIO€ MEeXaHiKa MOKPaIeHb 1 K BOHA
BIUIMBAE Ha ITPOBUH IpoIIeC.

OCHOBHI KOMITOHEHTH JllarpaMu JisyIbHOCTI [15]:
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1. Jis (Action) — ocHOBHa ormeparlis, Ky BUKOHY€E cuctema abo ii okpeMuit
KOMIIOHEHT. BoHa MounHaETHCS Micis MeBHOI o1l a0 OTpUMaHHS MOTPIOHUX JaHUX
1 3aBepuUIyeThbCsl TMepej]] MEepexoJoM J0 HacTynmHoro ertamy. Ha miarpami fis
300paXxy€eThCsl y BUTIISIL IPSIMOKYTHHUKA 13 3a0KPYTICHUMH KYyTaMHU.

2. Ilepexia (Transition) — 3B’A30K MK JiAMH a00 1HIIMMH €JIEMEHTaMH
niarpamu. BiH mokasye, ik mpoliec MepexoauTh BiJ OJHOTO KpOKy A0 iHioro. Ha
CXEMI Mepexi]] MO3HAYAEThCS CTPLIKOIO.

3. IlouartkoBwuii i kinueBui cranu (Initial and Final States) — noyaTkoBuii
CTaH TOKa3ye, 3BIAKM MOYMHAETHCA MPOIEC, a KIHIIEBUM — € BiH 3aBEPIIYETHCS.
[TouaTkoBuU cTaH 3a3BUYail MO3HAYAETHCS 3a(papOOBAHNM KOJIOM, a KIHLIEBUN — KOJIOM
13 IOJATKOBUM KUIBLIEM.

4. Posranyxenns (Decision) — eneMeHT, K1l BUKOPUCTOBY€ETHCA TO1, KOJIH
MOJAJIBIIUHN XiJT TPOIECY 3aJICKUTH BiJl MEBHOT YMOBU. BiH 300paXKyeThCsl y BUTIISII
pomOa, BII SKOrO MOXYTh BHUXOJHWTH KUIbKa CTPUIOK 13 PI3HUMH BaplaHTaMu
MMOJAJBIINX TIH.

5. IlapanenbHe BukoHaHHs (Fork and Join) — BUKOpUCTOBYETHCS MIJIs
MOKa3y KUIBKOX Jii, sIKI MOKYyTh BHKOHYBATHCS OJHOYACHO. TakOX LEW eIeMEHT
JI0TIOMarae rnoka3aTi MOMEHT, KOJIM MapajiebHi POoLecH 3HOBY 00’ € IHYIOTbCS B OJIUH
noTik. Ha miarpami 3a3Buuaii MO3HAYAETHCS TOPU3OHTAIBHOIO 200 BEPTHUKAIBLHOIO
CMYTOIO.

6. Jopixkn (Swimlanes) — 3aCTOCOBYIOTBCS JIJISi TIOAUTY i MK PI3HUMH
y4acHUKaMH TIPOIECY, HaNpHUKIaa KOPUCTYyBadueM, CHCTEMOIO a00 OKpPEeMHMHU
MoayisiMd. BoHM pomomararoTh 3pO3yMITH, XTO CaM€ BIJINOBIAA€ 32 BUKOHAHHS
KOXHOT Jii.

Buxopucranns aiarpamu JisiJibHOCTI B Oi3Hec-npouecax

JliarpamM# AisUIBHOCTI 4acTO BUKOPHUCTOBYIOTH JII OMHUCY Ol3HEC-TPOILIECIB,
OCKUJIBKM BOHHU JIO3BOJISIFOTh HAOYHO MMOKA3aTH MOCIIIOBHICTh JiH, sIKi BUKOHYIOThHCS
PI3HUMH y4YacHMKaMU a00 MiApo3auiaMd. 3a JOMOMOIOK TakKWUX JlarpaM MOKHA
3pO3yMITH, SK OKpEMIi 3aBJIaHHS TOB’si3aHI MK COOO0, SIKI YMOBU BIUIMBAIOTH Ha
NOJAJIBIIMHI X1]1 IPOLIECY Ta SIK1 pecypcH abo posti OepyTh y4acTh Y HOr0 BUKOHAHHI.
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Oco0aMBO KOpUCHUMH B Oli3HEC-TIpoLiecax € JOPDKKH, OCKUIBKA BOHU
JOTIOMAararoTh YiTKO PO3MOIIIUTH BiMOBI JATBHICTh MK YIACHUKAMU. 3aBIISIKH ITbOMY
JiarpaMy JISUIBHOCTI 3pYYHO BHUKOPHUCTOBYBATH IS aHATI3y IIPOIIECIB, IMOILIYKY

ClIabKUX MiCIlb, TOKPAILIEHHS OpraHi3allii poOOTH Ta aBToMaTH3AaIlil OKPEMHUX €TalliB.

AHaniTui KepigHuk l'eiiM po3poBHMK leiim [duzaiiHep TecTyBanbHWKN [pyna EnpoBag#eHHs

PozpoGka emmor
Ta KOHLUenujii rpu

CrnapaHHa
nnaHy
BWKOHaHHSA
poBiT

Pozpo6ka
MEXAHIKI Tpu ﬁ I TecTyEaHHA \

PozpoGra
OWUZAWHY Tpr

false true

MyBnikauia rpu

Pucynox 3.6 — Jliarpama misuibHOCTI JUTsl BiIOOpaskeHHs O13HEC-TIPOIIECIB

[Is1 miarpama uTOCTpy€e Oi3Hec-mpomecH, TOB’s3aHI 3 PO3POOKOIO TpH, Ta
MOKa3y€e TOCIIOBHICTh OCHOBHHMX €TamiB poOOTH HaJ NpoekToM. BoHa momomarae
3pO3yMITH, SIK IOCTYIOBO CTBOPIOETHCS T'pa, BIJl aHAJI3y BUMOT 1 OpMyBaHHS 1]I€i 10
TECTyBaHHS Ta MiJTOTOBKH TOTOBOTO MPOIYKTY.

KoskeHn eram Ha miarpami mojaHo y BHUTJISII OKPEMOTO OJIOKY, a CTPUIKH MiX
HUMH TIOKa3yloTh TOPSAOK BUKOHaHHS Nid. Hampuknaa, cmo4yaTky BH3HAUYaIOTHCS
BUMOTH J0 MaWOyTHHOI TpH, MOTIM (POPMYEThCA 11 KOHIICMINS, TMICIS IHOTO
PO3pOOIIAIOTHCSI OCHOBHI MEXaHIKH, CTBOPIOETHCS JAM3aiH, BUKOHYETHCS MpOTrpamMHa

peaiizailis, TeCTyBaHHS Ta BUMIPABICHHS TOMUJIOK.
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Taka miarpama € KOPUCHOIO, OCKUIBKH JIO3BOJIIE HAOYHO MOOAUuTH Ol3HEC-
IPOIIECH PO3POOKH I'pU Ta Kpallle 3p03yMITH 3B’SI30K MK OKpeMUMU eTanamu. Bona
JoTIOMara€e OpraHizyBaTH poOOTYy HaJ IMPOEKTOM 1 BU3HAUMUTH, SIKI Jii MOTPIOHO

BUKOHATH JIJISi CTBOPEHHSI TOTOBOTO iIrPOBOTO MPOTOTHITY .
3.6 Po3po0ka giarpamM KOMIIOHEHTIB Ta PO3rOPTAHHS

Hiarpamu komnonenTiB (Component Diagram) Ta giarpamu po3ropraHHsi
(Deployment Diagram) mnamexats g0 BaxiamBux UML-iHCTpyMeHTIB, sKi
BUKOPUCTOBYIOTHCS JIsl ONUCY CTPYKTYPH MPOrpaMHOi cucTeMu. BoHu JomomMararothb
ITOKAa3aTH, 3 IKUX YaCTHH CKJIAJA€THCSI CUCTEMA, SIK Il YaCTHHH IT0B’SI3aH1 MK COOO0I0
Ta B IKOMY CE€pEIO0BHIILII porpama Oyie mpaIroBaTh. 3aBIAKH TAKUM JlarpaMam JIeTIIe
3pO3YMITH apXiTEKTypy IPOTPAMHOr0 3a0€3IEeUCHHs, B3a€MOJII0 HOTO MOJYIIB Ta
3B’S130K 13 30BHIIIHIMU CUCTEMaMH a00 CEpeIOBUILIEM BUKOHAHHS.

JiarpaMa KOMIIOHEHTIB

Jliarpama KOMIIOHEHTIB BHKOPHUCTOBYETBCS ISl BIOOOpaKEHHS CTaTUYHOI
CTPYKTYpH MPOTPaMHOT0 3a0e3neueHHs. BoHa moka3ye 0OCHOBHI MOJYJIi CUCTEMH, iXHi
3aJIeKHOCT1, BUKOpPHUCTaH1 010iioTeku, iHTepdeiicu Ta 1HIIN YacTUHH, K1 OepyTh
y4acTb y poOOTI Mporpamu.

Taka giarpamMa € KOPUCHOIO Tij Yac MPOEKTYBAHHA MOIYJBHOI apXiTEKTypH,
OCK1JIbKU JI03BOJISIE KpaIlle 3p03yMITH, sIK OPraHi30BaHUN KO/, K1 KOMIIOHEHTH MO>KHA
MOBTOPHO BHUKOPHUCTOBYBAaTH Ta SKi 3B’S3KM ICHYIOTh MK OKPEMHMH YaCTHHAMU
cucreMr. Tako)X BOHaA JOTOMAara€ BHSBUTH 3aiiBl 3aJIeKHOCTI MK MOIYISAMU ¢
3pOOUTH CTPYKTYpYy HIporpaMu OUIbII 3pO3yMIJIOI0 Ta 3PYYHOIO MJIS MOAAIBIIOL
PO3pOOKH.

OCHOBHI €JI€MEHTH JliarpaMu KOMITOHEHTIB:

1. Kommnonent (Component) — OxpeMa JOriyHa 4YacTHUHA CHCTEMHU,
HAIPUKJIA] MOAYJh, 0i0mioTeka abo dyHKIioHAaTHUN Oj0K. Ha miarpami 3a3Buuaii

300paKyETHCS TPSIMOKYTHUKOM 13 HA3BOIO.
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2. Inrepeiic (Interface) — HaGip moximBocTeit abo mociyr, siki KOMIOHEHT
HaJa€ 1HIIMM YacTUHAM CHCTeMH ab0, HaBIIaKM, OTpUMYE Bif HUX. Ha miarpami moxe
M03HAYATHUCS Y BUTJISIII KO, 3’ €JHAHOTO 3 KOMIIOHEHTOM.

3. 3»’s30xk (Dependency) — B3aJeXHICTP MiX KOMIIOHEHTAMH ab0 MiX
KOMIIOHEHTOM Ta iHTepdeiicom. Bin mokasye, siki 4aCTUHU CUCTEMH BUKOPUCTOBYIOTh

(GyYHKINT IHIIUX MOYJIIB.

L

\l’ Data Management

Physics +Save Load System
+Collision Detection = +ExperienceSystem
+Projectile System <. el

g Game Engine

Gameplay Systems| , ___.----~" _\_ User interface
+PlayerController e is : =T +Ul Manager

+Enemy al : - +
- . HUD
+Combat r%\},{Stem .- ! | +Menu

£ Game Logic =

Audio

+Ambient Sounds
+Events Sounds

Rendering - T ]
+GameManager
+LevelManager
+Al Controller

+Terrain Renderer
+Camera
+Animations

Pucynok 3.7 — Jliarpama KOMITOHEHTIB

VY miit qiarpami moka3zaHo OCHOBHI KOMIIOHEHTH TPH Ta 3B’ SI3KM MK HUMU. BoHa
JOTIOMarae Kparie 3pO3yMITH 3arajlibHy apXiTeKTypy HpOTrpaMH, 30KpeMa poOOoTY
TaKMX YacTHH, SK IrpoBa Jiorika, Tpadika, KepyBaHHS JaHWMH, iHTepderic
KOPHCTYyBayda Ta 3ByKOBa CUCTEMa.

Koxxen 0ok Ha pgiarpami BIANOBIJA€ 3a OKpeMmy 4YacTuHy rpu. Hampuxnan,
KOMITIOHEHT PEHAECPUHTY 3abe3neuye BigoOpakeHHs Tpadiku, a ayJiocucreMa
BIJIMOBIJIA€ 32 3BYKOBI €(heKTH Ta OHOBI 3BYKHU.

CTpinky Mi>kK KOMITOHEHTaMH MTOKa3yIOTh HAIIPSIM B3a€MO/IIT Ta Tiepenadl JaHuX
MDK OKPEMHUMHU YaCTHHAMHU CHUCTEMU. 3aBMSIKH I[bOMY MOXKHA TOOAYNTH, SIKI MOy

3aJie’aTh OJIMH B1Jl OJHOTO 1 SIK BOHU pa3oM 3a0e31euyoTh pOOOTYy IpH.
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Taka mgiarpama € Ba)JIMBOIO [JIsI TPOEKTYBaHHS apXITEKTypH, OCKIIbKU
JI03BOJIsIE HAOYHO TOKA3aTH CTPYKTYPY MPOTpamMu, CIIPOCTUTH PO3yMiHHS ii poOOTH Ta
MOJIETHIUTH MOJANbBIINY PO3POOKY a00 BIOCKOHAICHHSI OKPEMUX KOMITOHEHTIB.

Jliarpama po3ropTaHHs

Jiarpama po3ropTaHHsi BHUKOPUCTOBYETHCS HJii TOrO, 00 TMOKa3aTH, SK
MIPOTPaMHi YaCTUHHU CUCTEMHU PO3MIIIYIOTHCS Ha (PI3MUHUX TIPUCTPOSIX a00 B IEBHOMY
CepeZIoBHILll BUKOHaHHA. BoHa pomomarae 3po3yMmiTd, Ha SIKUX By3JaX MPaIiolOTh
OKpeMI MOJTYJI1 IPOrpaMu Ta K MK HUMH BiJIOYBa€ThCsI OOMIH TaHUMHU.

OCHOBHI €JIeMEeHTH Jiarpamu po3roptanss [15]:

1. By3oa (Node) — ¢izuunuii mpuctpiii abo cepenoBHUIE, HA SIKOMY
BUKOHYETHCS YaCTHHA cucTeMu. Hanpukian, 1ie Moxe OyTH KOMIT' IOTEp KOPUCTYBaya,
cepBep, MOOUIbHUI MpUCTpit ado iHme obOnagHaHHg. Ha miarpami By3on 3a3Buuai
300paKYETHCS y BUTIISII 00’ €MHOTO IPSIMOKY THHKA.

2. Apredaxr (Artifact) — daiin abo pecypc, KMl pO3MIILYETHCS HA IEBHOMY
By3m. Jlo apredakTiB MOXKyTh HajekaTd BHUKOHYBaHi (aitnu, O010110TEKH,
KoH(pirypamiitHi ¢aiinu abo iHII YacTUHU mporpamu. Ha miarpami apredaxt
MO3HAYAETHCS MPSIMOKYTHUKOM 13 B1JIIIOBIJTHOIO HA3BOIO.

3. 3B’sa30k (Association) — niHiS MK By3JilaMH, SiIKa MOKa3y€e B3aEMOIiI0 abo
nepeaady JaHUX MK HUMH. 3a JOIMOMOI'O TaKUX 3B’SI3KIB MOXKHA IOOQYHTH, 5K

OKpEMI YaCTUHHM CUCTEMHU OOMIHIOIOTHCS 1HPOPMAITIEIO Ta MPALIOIOTH PA30M.

Device Client Game Engine

) )/ O

PC Game Unity

Pucynok 3.8 — Jliarpama po3ropTanss

[{s miarpama rmokasye apxiTeKTypy IpH Ha piBHI po3ropTanHsa. Bora MicTuTh Tpu
OoCcHOBHI enemeHTH — Device (nmpuctpiit), Client (kinienTchka yactuna) Ta Game Engine
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(irpoBumii pymiiii). IIpuctpiii kopucTyBaua 3amyckae KIIEHTCbKY YacTHHY TpH, sKa
B3aeMoie 3 pymrieM Unity st 06po6ku rpadiku, pi3uku, 3ByKy Ta OCHOBHOI IrpOBOi
joriky. Jliarpama moroMarae 3po3yMiTH, SIK KOMIIOHEHTH CHUCTEMH IIOB’s3aHI MiX

co0oto mijx yac poOOTH TpH..
BucHoBku 10 po3uiiay 3

VY TpeTboMy po3aiii OyJi0 PO3TIISIHYTO MPOIEC MOJIETIOBAHHS Ta IPOEKTYBAHHS
irpoBorO 3acTOCyHKY. OCHOBHY yBary MpHIUICHO OMHCY CIEHAPiiB BUKOPHUCTAHHS,
ctBopeHHi0 UML-miarpaM Ta BU3HAYEHHIO OCHOBHHUX 3B’SI3KIB MIXK €JeMEHTaMU
cuctemu. lle mo3BONMIIO Kpallle 3pO3YMITH, SIK I'paBellb B3aEMOJIE 3 TPOIO Ta SIKi
byHK1i{ MatoTh OyTH peai3oBaHi B MalOyTHHOMY MTPOTOTHIII.

VY Mmexax posainy Oyio copMOBaHO use case, y SKOMY OIMHMCAaHO OCHOBHI Ta
aJbTEPHATUBHI ClIeHapii poOOTH I'pU. 3aBISKHU [[bOMY BAAJIOCS BU3HAYUTH KIFOUOBI J1i
KOPHUCTYBaya, 30KpeMa 3alyCK T'pH, IMPOXOJKEHHS PIBHIB, B3a€MOJII0 3 BOPOTaMH,
OTPUMaHHS Haropo, MOKpaIeHHs IEPCOHaKa Ta POOOTY 3 MEHIO.

Takox Oyno crBopeHo kimbka UML-miarpam. [Jliarpama BapiaHTIB
BUKOPUCTAHHS Jajla 3MOTy IIOKa3aTh OCHOBHI MOXJIHUBOCTI TPU 3 TOYKU 30Dy
KopucTyBaua. J[iarpamMu mociiJoBHOCTI Ta KOOTEepallii I0MOMOTJIA OMUCATH MOPSIOK
B3a€EMO/IiT MK €JIEMEHTaMHU CUCTEMH ITiJ] YaC BUKOHAHHS MTeBHUX Jii. J{iarpaMu cTaHiB
1 Mepexo/1iB MOKa3aJIl MOKJIMBI CTAaHU TPU Ta YMOBH Mepexory Mixk HUMU. [liarpama
TISJIBHOCT1  BijoOpa3mia JIOTIKY BHMKOHAHHSI OKpPEMHUX TMpOLECiB, a jaiarpaMmu
KOMITOHEHTIB 1 pO3TOPTAaHHS JI03BOJIMIIM TIOKA3aTH 3arajibHy CTPYKTYPY MPOTrpPaMHOi
CUCTEMHU Ta 11 pO3MIIIECHHS B CEPEIOBUII BUKOHAHHS.

Takum 4uHOM, Y TpEeTbOMY PO37LTi OysI0 chOPMOBAHO OCHOBY IS TIOIATTBIIION
IIpOTpaMHOI peaizarii rpyu. BukoHane MoAeIIOBaHHS JOTIOMOTJIO BU3HAYNTH OCHOBHI
GyHKILI, CTPYKTYpy B3a€MOAII MK KOMIIOHEHTaMH Ta JIOTIKYy pOOOTH 1rpOBOTO
npoiiecy. OTpuMaHi pe3yJbTaTd MOXYTh OyTH BHKOPUCTaHI SK 0a3a JJisi po3poOKH

nporotuny rpu y xanpi PVE Shooter na pyuni Unity.

2026 p. [TaBnoB A.JL. 121 — KBP.01 —409.22210821



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
Komm'torepna 3D-rpa y xanpi PVE Shooter na pymii Unity 50

4 ITPOI'PAMHA PEAJIIBALIA ITPOBOI'O 3ACTOCYHKY
4.1 CTBopeHHs QM3aiiHy ITPOBOr0 3aCTOCYHKY

Ul-gu3aiin (1u3aiiH KOpUCTYBalbKOro 1HTEp(deiicy) B irpoBOMY 3aCTOCYHKY
BiJlirpa€ HAA3BUYAWHO BAXKIWBY POJIb, OCKUIBKM BiH BHW3HA4Yae CIOCIO B3aemoii
KOPHUCTYBauiB 3 Tpoo. ['paMOTHO po3poO0ieHuil Au3ailH MOXE 3HAYHO MOKpPAIIUTU
BPa)KCHHS T'PaBIIIB BiJ I'pH Ta 3a0e3MeUYUTH iM KOMGOPTHY Ta MPOCTY B3aEMOJIIIO 3
reiimmieem. Bech iHTepdelc BHKOHAHO Y €IMHOMY XYIOKHBOMY CTHIIL 13
BUKOPUCTAHHSAM TEKCTYPOBAaHUX paM IIiJ KOBaHYy OpOH3Yy, KaMiHb Ta HaIiBIPO30PHUX
I IKIIA 0K, 110 TAPMOHYE 3 MyCTEILHUM CETTUHTOM TPH.

B irpoBoMy 3acTOCYHKY NPHUCYTHI Takl Ba)JIMBI €JIEMEHTH 1HTepdency, sK
rOJIOBHE MEHIO, MEHIO HaJIAIITYBaHb, MEHIO MIay31, MEHIO MarasuHy XapakTepUCTUK Ta
3M110HOCTEM, a TakoX BIKHA BUOOPY BUIAJKOBUX MOKpalieHb. JIJisi CTBOPEHHS LIbOTO
iHTepdeiicy Oynu BUKOpHUCTaHI cTaHAapTHI iHcTpyMmeHTu Unity, 3okpema Ul Canvas-
KOMITIOHEHTH, 1110 BKJIFOYAIOTh PI3HOMAHITHI €JIEMEHTH, TaKi K KHOIKH, TEKCTOBI TOJIS
TextMeshPro, naneni, no3ynku Slider, npanopmi Toggle ta Bumagarodl cnucku

TMP_Dropdown.

[MoyaTok

- 3aBaHTaXeHHS

HanawTtyBaHHS

Buxipg,

Pucynok 4.1 — 'onoBHe MeHIO
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['onoBHE MeHIO, BKJIIOYAaE€ B COO1 YOTUPU 3HAXOASATHCS OCHOBHI KHOIKH —
[Touatok, 3aBanTakeHHs, HanmamryBanus Tta Buxia. [lpu HaTHCHEHHI Ha KHOIKY
(IToyatok) rpaBenb NEPEXOJUTh OE3MOCEPENHBO y TEUMILIEH aKTUBHOIO pPIBHA. A
TaK0X Ha (POH1 3HAXOAUTHCSA TEKCTYpPOBaHA MaHEIb 13 300paKeHHSIM CTapOJIaBHIX PYiH

Ha (hOHI HIYHOTO Heba sike 3abe3reuye 3aHypeHHs B aTMocdepy IpH 3 MEPIIUX CEKYH]T

3aMycKy IrpoBOr0 3aCTOCYHKY.

— — l

PO3AI/IBHA 340ATHICTb

v 4 > MOBHWUW EKPAH

r’Y4yHICTb

- —

UYT/INBICTb MULI

S ——

Pucynok 4.2 — MeH1o HaJTamryBaHb

[Ipn HaTHCHEHHI Ha KHOMKY «HamamryBaHHS» KOPHUCTYBauy BiIKPHBAETHCS
NaHesb 13 TEXHIYHUMU KOHDIrypatisiMu 3acTocyHKy (puc. 4.2). TyT BKe peai30BaHO
BUMAJAIOUMi CrUCOK «Po3aiibHa 37aTHICTBY ISl ajanTallii eKpaHa il MOHITOD,
noB3yHKH «['y4HICTB» Ta «UyTHnuBICTH MUII» [JIs JIHIMHOTO HaJaIITyBaHHS
ayI10CUCTEMH 1 OISy KaMepH MepcoHa)a, a Takox mpamnopii «I[loBHuil expan» Ta

((3By1(» AJI IBUAKOT'O IICPEMUKAHHS aKTUBHHUX CTaHIB.
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" MAFA3UH -

BASOBA WKOAA

BA30BA WKOAA +2.3%

WBUMAKICTb

3BI/IBWEHHSA WBMAKOCTI +1.5%

SBEIJIbWEHHA 340POB'A

3A0POB'S + 30

30IBHOCTI

Pucynok 4.3 — MeHto Mara3uHy XapakTepUCTUKH

Komu rpaBels HaTUCKa€ y Tpi HA KHOMIKY TOPTOBOTO 1HTEP(EICY BIIKPUBAETHCS

MeHI0 «Marasua» (puc. 4.3), po3aiaeHe Ha IBI OCHOBHI CyTHOCTI. [lepimna CyTHICTB

«XapakTepUCTUKI» BiIoOpakae MOTOYHUN OalaHC TPOIIEH TpaBIsl y BEPXHHOMY

KyTKy (Hanpukiaz, 1285%) Ta Tpu MoaynbHi O10KH 1St 31HCHEHS TPOKAYKH iTPOBOTO

nepcoHaxka — «bazoBa mkoma» (30uUTbmieHHs atakum Ha 2.3%), «llIBHOKICTBY

(MmomudikaTop 6iry Ha 1.5%) Ta «30uTbIIIEHHS 370pOB'sD» (MoaaBaHHs +30 OUHUIE 10

MaKCUMAaJIbHOTO 370pOB’s). [{iHa KOKHOTO MOKpAIIEHHS OKPEMO B1IOOPAKYETHCS Ta

BUBOJIUTKLCS HAa KHOTIKAX 3 I[IHOIO Ta 3€JICHOT0 KOJILOPY.

" MATA3UH -

_XAPAKTEPMCTMKVI' ‘ 3,qII5HOCTI |

BOMHAHWA NATPOH

BOFHSAHWIA HABOW + 54 WWKOAW / CEK

YMNOBI/IbHIOIOYUA MNATPOH

OTPYMAHUN NATPOH
OTPYAHWIA HABOW + 73 WKOAW / CEK @

YNOBIIbHEHHA BOPOTA + 1.25%

Pucynok 4.4 — MeHro maraszuny 3a10HOCTeN
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Ha npyriit Bkianaii Marasuny mij Ha3Boro «3110HOCT» (puc. 4.4) peanizoBaHO
MEXaHIKy MpHua0aHHS Ta EBOJIOIII CleliaJbHUX THUMIB OoempumnaciB i 30poi.
['paBenb 3a HaKONHMUYEHY BAIIOTy MOXKe po30iokyBatu «Borusuuii matpon» (+54
mkou/cek edextoM ropiHHSA), «OTpyitHMI matpon» (+73 mkoau/cexk edexToMm
OTpPYTH) Ta « Y TIOBUIbHIOIOUUH NAaTPOH», IKUIl Hakinanae Ha NavMesh-areHnTiB Boporis

nebad mBUAKOCTI MepecyBaHHS IS 3MEHIICHS 1X IIBUIKOCTI Ta MAaHEBPEHOCTI.

MpopoBXuTH

- 3aBaHTaXeHHS

36epexeHHs

HanawTtyBaHHA

Buxig

Pucynok 4.5 — MeHto nay3u

[Tix yac akTUBHOTO OO0 MPU HATUCKAHHS KiaBilll «MeHI0» BUKIMKAE MEHIO
nay3u (puc. 4.5). BoHo micTuTh BepTUKaIbHUN HaOlp KHOMOK — «I[IpomoBxkuTny,
«3aBaHTaXEHH», «30epexxeHns», «HamamryBanus» ta «Buximy. Llel inTepdeiic
MOBHICTIO 3YNHUHSIE ITPOBHUM TaliMep, 3BUIbHAE Kypcop MHUIII Ta JO3BOJSE TpaBLEBI
30eperTy NOTOYHUH porpec abo CKOPUTYBATH TapaMETPHU Yy TIIUBOCTI 0€3M0CEePETHBO

1] 4ac MPOXOI>KEHHSI PI1BHSI.
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e

WBUAKICTb 3A0POB'A

+5% wkoau +5% wemngkocti +25 3p0poB's

36inbwye 6asosy wkoay Big 36inblwye 3aranbHy WBKUAKICTL 36inblwye makcumanbHe
36pol Hasaexau rpasys Hasasxau 3/0pOB'A rpasys Hasasxau

Pucynox 4.6 — BunakoBi mokparieHHs Ta roJI0OBHa BUHAropojia

10% wanxc
25% ynoBinbHeHHA
5 cek TpuBanicTe

+5% waxc [ 10% waHc
150% Big 6asosol wkoan - 85 wkoam / cex

Mpu cnpayioBasHi HAHOCUTL Mpu cnpayosanHi Haknagae Mpw cnpayosanHi ynosinsHioe
AopatkoBy wkoay yini nepeoguuHy wkoay yini uine Ha geskuit yac

Pucynok 4.7 — BunaakoBi MOKpamieHHs Ta rOJI0BHA BUHAropoa

OkpeMUM €JIEMEHTOM ITPOBOTO JM3aiiHy BUCTYMHAlOTh CHUCTEMH BHIAJIKOBUX
Haropoj, 10 peajizoBaHi Ha puc. 4.6 Ta puc. 4.7. Expan «O0epiTh OJUH 3 BapiaHTIB»
reHepye mnepej; KOpUCcTyBaueM TPU BUIAIKOBI IHTEpAaKTUBHI KapTkH. Lle MoxyTh OyTH
ak momudikaropu («llxoma +5%y», «llIBuakicte +5%», «3mopoB's +25»), Tak i
CKJIaJIHI UMOBIPHICHI MEPKH, 110 BUIMAIAIOTH SIK HArOpo/aa Micisi BOMBCTBA TOJIOBHOTO
6oca piBas (puc. 4.7) — «Kpurtnunuit ypon» (+5% manc kpury, 150% ypoHn),
«Otpyitauit matpon» (10% manc Ha ypoH 85/cek) abo «3aMOpOXKYyHOUUN MATPOH
(10% maHc ynoBUIbHUTH L1Tb HA 25% Ha 5 cexyHn).

Sk Bxxe OyJIo OMKCaHO BHINE, CTBOPEHHS 3py4YHOTO Ta IikaBoro Ul-iHTepdeiicy
noTpiOHE i JOTPUMAHHS TPUHLMUIIB €ProHOMIYHOCTI W JOCTYMHOCTI MAJis
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KOpHUCTyBauda. B pe3ynbTari MaeMo Takuii CIieHapiil rpu — TpaBellb 3HUIIYE BOPOTIB HA
piBHI, 3apo0Jisie TOYATKOBUHM KaIliTall, BIJKPUBAE MEHIO Mara3uHy abo OBepJieH
BUIAJIKOBUX KapT MpHU MIABUIIECHHI PiBHS, Ta MOKpallye 0a30B1 MapaMeTpy aKTUBHUX
HAaBUUYOK Ta 30poi abo Kymye crtaTycHud Tum HaOoiB. Lle cTBoproe BapiaTHBHICTH

00MOBOT CUCTEMU Ta MOTHUBYE JI0 MOAAIBIIOTO IPOXOJKEHHS TPU.

4.2 Ilporpamua peadnizauia Ul-ejeMeHTIB 10 3aCTOCYHKY

[Iporpamua peamzanis Ul-eneMeHTIB 10 3aCTOCYHKY IIOJIATa€ B CTBOPEHHI
JIOTIKH, IO KEepye B3aEMOIEI0 MK KOPHUCTyBadeM Ta Tporo uepes iHtepdeiic. e
OXOIUTIOE TakKl AacmleKkTH, fAK o0poOka BBEACHHA, BIIOOpakeHHS TpadidHUX
KOMITOHEHTIB 1 peakilisi Ha MOJIii.

['onoBHUM sapOoM 30€pekeHHs JaHMX Ta EKOHOMIKH CTaB MEHEKep
UpgradeManager.cs, modynoBanuii 3a narepHom Cunriaton (Singleton). Bin He
3HHIIYETHCS MPH Iepe3aBanTakeHHi ciieH (DontDestroyOnLoad) i 30epirae rmo6anbHi
3MiHHI rpomieit (currentMoney), odok mpokauku (upgradePoints), piBHIB J0OCBiLy, a
TaKOX BIJCOTKOBI KOE(DIIIEHTH MOKpalleHb XapaKTepUCTUK 30poi Ta IMepCcoHaka

[[domatok A].
] R

.
v

i

) I
o

|

s |

Pucynok 4.8 — Ctpykrypa intepdeiicy HUD
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Ha puc. 4.8 mokazano ctpyktypy intepdeiicy HUD mig uwac akTUBHOTO
reiimiuiero. ['paBenp 0ayuTh MOTOYHHMM CTaH OOEKOMIUIEKTY Ta JUHAMIYHY CMYTY
3I0pPOB’s, SKa ABTOMAaTUYHO OHOBIIOETHCS TPU OTPUMAHHI IONIKO/KEHb a0o0
aKTUBAIlll pereHeparii.

JIJist BUBEZICHHSI YMCIIOBUX 3HAa4eHb MoJU(]ikaTopiB Ha ekpaH MeHio Tab Oyio
po3pobaeHo ckpunt TabMenuController.cs. Ha BiamiHy Bif CTaHZapTHUX CUCTEM, JI€
OMUTYBAHHS KJaBIll BiIOYyBA€ThCA BCEPEIUHI CaMOT0 OBEpPJICI0, TYT JIOTIKa
nepexoruieHHs kiasimi Tab BuHeceHa y ckpunt CanvasSpawner.cs Ha 00'€KTi TpaBIIsl.
Sxio MeHr0 BUMKHEHE, BOHO B3arajii He BUTpadae pecypcu mnpouecopa B Update-
nukii. [lpu Buxknmmky wMeroxy ToggleMenu() KoHTposiep 34MTy€e 3MIHHI 3
UpgradeManager.Instance, mepeBoauth float-koedirientn (mHanpuxmam, 0.15f) y
BiicoTku (+15%) Ta BuBOoAMUTH iX y TekcToBl mojisi TextMeshPro. Takox meton
MOBHICTIO KEepye€ CTaHOM MHMIII, 3BUIBHSIIOYM ii Kypcop AN KIIKiB MO KHOTKax

MarasuHy Ta 0J0Kyroun o0epTaHHsa kamepu rpasi [JlomgaTtok A].

XapaKTepucTuki
lwKoaa +10%
LWBUAKICTb CTRINLOKM +10%
LaHC Kkputa 10%
KpWT LiKoga 10%
LWBUAKICTL Nepesapsku +10%
MakC 340poB's 100

pereHepawlisi 3qOpoB's 1 xn/c

Y Bac € 1 04KO NoKpaLeHHS

Pucynok 4.9 — MeHIo xapaKTepuCTHK TpaBlLis y Ipi
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Jlnis rpadiuHOro Bi1oOpaxeHHs )KUTTEBUX MOKA3HUKIB TPaBLs Ta TPUBUMIPHHUX
KAl HaJ TOJOBaMHM TNPOTHBHHUKIB OyJI0 HANHCAHO YHIBEPCAaJIbHUM CKPUIIT
HealthBar.cs.

[Tporpamua yorika BimoOpakeHHsI )KUTTEBUX CHJI TPABILI MO0y T0BaHA HA OCHOBI
yHiBepcasibHOro ckpunta HealthBar.cs [Homarox b]. [lpu imimanizamii y mMetosi
Start() ckpunT BUKOHYE MEPEBIPKY MPUHAIECKHOCTI JO TUILY 00'€KTa 3a JIOIMOMOTOIO
meroay GetComponentinParent<EnemyHealth>(). fIkmio 1e#i KOMIMOHEHT BiACYTHIN
(moeptae null), ckpunt imeHTU(]IKYe OO'€KT SIK cCaMOro TpaBLs 1 4epe3 IpsiMe
nocwianHs FindFirstObjectByType<FPSCharacter>().GetComponent<PlayerHealth>

() mMAKII0Ya€EThCs 10 HOTO MYy 30POB'S.

Pucynok 4.10 — IlIkana 3m0poB’s

3a BUBEICHHS MPOTPECY PO3BUTKY MEPCOHAKA Ta IHIUKAIIIIO HOTO MMOTOYHOTO
piBH BiANOBiAae aBToHOMHUI ckpunT ExpBar.cs [[loaatok b]. Bin npauroe y npsimiit
3B's3Il 3 riob0ambHMM  cuHrAToHOM  UpgradeManager.Instance, 1mo ycyBae
HEOOX1THICTh TPOMI>KHUX OOYUCIIEHb.
OckiIbKH 3MIHHI HAKOTTMYEHOTO J0CBiAY (currentExperience) Ta miMiTy IS Iepexoay
Ha HacTynmHUM piBeHb (experienceTolLevelUp) 30epexeni y meHemxkepi y gopmari
X yucen (int), AJis YHUKHEHHS! JIOT1YHOI MOMWJIKU IUIOYUCENTBHOIO JUICHHS B
Unity (sixa 3aBXI1 MOBEPTAE HYJIb PU MEHIIIOMY JILJIEGHOMY) Y KOJI1 3aCTOCOBAHO SIBHE
npuBeAeHHs TumiB 10 float. Ckpunt po3paxoBye KOE(ILIEHT Ta OHOBIIOE TpadiuHuN
noB3yHok Slider (abo Image.fillAmount), a Takox TMHaAMIYHO BUBOJUTH TEKCTOBE
3HaYEHHS MOTOYHOro piBHA y moisie levelText Ta 4yucrnoBe BIAHOUIEHHS y MO

expValuesText.

100/1000

Pucynok 4.11 — llkana nocsigy
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Peanizamis  inTepdeiicy  BimoOpaxkeHHss ~ HaOoiB  30poi  iHTerpoBaHa
Oe3mocepeTHb0 y 0a30BY apXIiTEKTYpy CUCTEMU CTPLIbOH. JIIYNIBHUK OOEKOMITIIEKTY
pO3aiieHui Ha J1Ba aBTOHOMHI KJIacH, SIKi KepyIOTh Pi3HUMH TEKCTOBHMH IOJISIMU
TextMeshPro — TextAmmunitionCurrent.cs (maTpoHH B TOTOYHOMY MarasuHi)
[domatox b] Tta TextAmmunitionTotal.cs (3arajbHui 3amac NMaTpoHIB y pe3epBi).
OO6uBa KJ1acu HacliIy0ThCs BiJ 6a3oBoro ckpunta ElementText Ta oHOBIIOIOTH J1aHi

yepe3 nepeBusHaueHnit Metoa Tick(), sKuil BUKIIMKAETHCS SAPOM iHTEpdEHCy.

Pucynok 4.12 — JliunnsHUK HA0O1B

CuHXpOHI3aIlis TEKCTOBHX TMOJIB 13 (DAKTUYHUM CTAaHOM OOEKOMIUIEKTY aKTHBHOT
30poi BiIOYBA€ETHCSI B peaIbHOMY 4aci Oe3MmocepeHbO il Yac BUKOHAHHS OOMOBUX
N1 epcoHaxa . 3okpema, mij yac koxHoro noctpiiny merop Fire() y kinaci Weapon
3MEHIIy€ BHYTPIIIHE 3HAYCHHS MOTOYHOI KIJIbKOCTI Ha0O0iB y MarasuHi, 10 MUTTEBO
BioOpakaeTthcs Ha HUD-manem 3aBasgkud JUHAMIYHOMY OHOBJIEHHIO —uepes
TextAmmunitionCurrent. Y MOMEHT 3aBepIICHHS aHIMaIlil TMepe3apsaaKku, sKa
KOHTPOJIIOEThCS BIAMOBIAHUMH miofisiMu aHimatopa y FPSCharacter, BukimkaeTscs
metroa FillAmmunition(), 110 BiJHOBIIOE MAKCUMAaJIbHY MICTKICTh Mara3uHy Ha OCHOBI
KoH(pirypariitHoro npedada Magazine . Take po3auIeHHs TIYMIHHUKIB HA aBTOHOMHI
KJIACH JI03BOJISIE TIOBHICTIO BIJIOKPEMUTH JIOTIKY 0OpPOOKM MOii BiJ O€3M0CepeTHHOTO
pennepunry rpadigdHoro iHTepdelicy, Mo CyTTEBO 3HIKYE HABAHTAKEHHS Ha
HEHTPAIBHUIM TpoIecop 1 3amobirae 3aiBUM TEPEBUKIMKAM METOJIB Y KOXKHOMY

KaJpi.
4.3 IIporpamua peaJizaniss OCHOBHMX MeXaHIK

byno peanizoBaHo J0TiKy BOpOriB 3a jgomomoroio ckpunty EnemyAl. Jlns

nepeMileHHs] MPOTUBHUKA BUKOPUCTOBYEThCS KoMmoHeHT NavMeshAgent, skuit

2026 p. [TaBnoB A.JL. 121 — KBP.01 —409.22210821



Kadenpa imxenepii mporpaMHoro 3a0e3rnedeHHst
Komm'torepna 3D-rpa y xanpi PVE Shooter na pymii Unity 59

JI03BOJISIE BOPOTY PYXaTHUCS IO HABITAI[IAHINA CITIN PIBHS MICIS 3alleYeHHS KapTH. Y
CKPHUNTI CTBOPEHO JEKiIbKa CTaHIB TMOBEIIHKA BOpOra — MaTpyJIOBaHHA,
nepecyilyBaHHs rpaBlsl Ta BTpaTa LI, Takuil miaxia 103BOJISE€ 3pOOUTH TMOBEIIHKY
BOpOTa OLIbII MPUPOIHIOI0, OCKIIBKU BiH HE IPOCTO CTOITH HAa MICIIi, @ IEPEMIILYE€ThCS
10 30HI, pearye Ha TOSBY TPaBIs Ta TMOBEPTAETHCS IO MATPYJIIOBAHHS IICIS BTPATH

uim [[lomarok B].

Pucynox 4.13 — Komnonent NavMeshAgent

[lin yac marpyJroBaHHS BOpPOr OOMpaEe BUMAAKOBY TOYKY B MEXKaX 3aJaHOTO
paniyca 3a gonmomororo NavMesh.SamplePosition, pyxaeTbcs 10 HeEl, OUiKye MEBHUN
yac, MICAs 4YOro OTPUMYE€ HOBY TOYKY TMpu3HadeHHs. J[lng momryky rpaBus
BukopuctoByeThesi Physics.OverlapSphere, sikuii nepesipsie mpocTip HABKOJIO BOpOTra
B MEXax pajiiyca arpecii. Akio rpasenb MoTparvise B el pajiyc, BOPOT MepexoIuTh
y CTaH NepeciiyBaHHs, 30UIblIye IBUJIKICTh PYXy Ta BCTAHOBIIOE MO3UIIIIO TPABLS

gk e 1t NavMeshAgent.
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» v Enemy Al (Script)

State
Current State Patrolling

Movement Speeds
Patrol Speed

Chase Speed

Patrol Settings
Patrol Radius

Min Wait Time
Max Wait Time

Detection Settings
Aggro Radius

Time To Lose Aggro

Combat Settings
Attack Range

Attack Cooldown
ETNET(]

Pucynok 4.14 — KOMIoHEHT CKpuUINTY BOpOra

Ko Bopor HaOnmkaeTbes A0 rpaBlisd Ha JOCTATHIO BIJICTaHb, BIH IEPEXOAUTH
1o araku. JJis nboro y cKpuITi 3ajado napametpu attackRange, attackCooldown Ta
damage. SIkmo rpaBelb 3HAXOAWUTHCS B Ppajilycl aTakv, BOPOT 3YIHUHSETHCS,
MOBEPTAETHCSI Y HANPSMKY TPaBIl Ta 3alyCKae aHIMAIlIO aTakud 4depe3 MmapameTp
Attack B Animator. [licist nporo y rpaBus BuUkiukaeTbes Mmeton TakeDamage, sikuii
3MEHIIIy€e WOro 370poB’s. SIKIO rpaBellb BUXOJIUTH 3a MEXKI pajiyca arpecii, BOpor
MEePEXO/IUTh y CTaH BTPATHU IIiJI1, JIe 1€ JASSAKUN yac Oy/Je HaMaraTuch 3HAWTU TPaBI
Ta MOYMHAE PYXAETUCS JI0 OCTAaHHBOI B1IOMOI MO3uWIlii TpaBisd. SKIIO 3a 1ei 4Jac
rpaBellb 3HOBY HE MOTpAIUIsiE€ B PaJilyC BUSABJICHHS, BOPOT MOBEPTAETHCS JO CBOTO
3BUYHOTO MaTPyJTFOBAHHS.

Peasizanis nepemMilieHHs rpaBUs Ta Or0 yNpaBJIiHHS

VYrpapiiHHS MEPCOHAXKEM TMOBHICTIO TEPEBEICHO Ha MNpsiMe ONMUTYBAHHS
npuctpoiB BBeneHHs1 (Keyboard.current Ta Mouse.current) yepe3 HOBY CHCTEMY
Unity Input System. Mu no30ynucst Baxxkoi nmojiitHoi mojeri (Callbacks) Ta 30upaemo
JlaH1 BBeJICHHsI JIiHiITHO B MeToi Update.

- 34UTyBaHHA oceii — pyx (wrmasimm W, A, S, D) tpanchopmyerbes y
JTBOBUMIpHUN BeKTOp axisMovement. Pyx murii 3anucyerbes O6e3mocepeiHbo yepes

nenwsTy 3mitieHHs (Mouse.current.delta.ReadValue()) y Bektop axisLook;
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- 0JIOKYBAHHSI MHUIIII — YMpaBIiHHS MPaIIO€ JHIIE TOMAl, KOrja Kypcop
3a070K0BaHO B irpoBii ciieHi (cursorLocked = true). Hatuckanns na knaginty Escape
3BUIBHSE MUIITY (HAIIPUKIIA, JJIS KITIKIB 11O BKJIaJKaX MEHIO).

FPSCharacter.cs (Mo30k rpaBus)

Llel ckpunT € HEHTPaJIbHUM XaOOM («IEHTPOM KEpYBaHHS») JJISl BCbOTO, IO
CTOCYEThCS JIOTIKH B3aemMo il nepcoHaxa [Jlomarok I'].
3a mo BinmoBinae:

— MOCTIfHE ONUTYBaHHS KJaBlaTypd Ta MHIIL JJII OTPUMAHHSA YHCTHX
BEKTOPIB BBEACHHS;

- 30epiraHHs Ta IEPEMHUKaHHS CTaHIB rpaBlisd — IPUIUTIOBaHHA (1SAiming),
oir (isRunning), ctpuboxk;

- yopaBiIiHHS 30po€ro (CTpiyib0a 3 ypaxyBaHHSAM 3aTPUMKH, 1HIIATI3aLlis
nepe3apsiKy, oris 30poi );

- nepeaaya napaMeTpiB MBUAKOCTI PyXy Ta MPULILTIOBAaHHS B Animator ais
MJIABHOTO BIJITBOPEHHS aHIMalliif;

- pelHimiani3alis CKpUITIB HOBO1 30poi uepe3 mexaHi3m pediekcii C#.
FPSMovement.cs (®iznuHe Tij10 rpaBus)

Ile#i cxkpunT BiAmoBigae cyTo 3a (I3UYHY B3aEMOJIIIO 3 ITPOBUM CBITOM 3a
nonomororo kommoHeHTiB Rigidbody Ta CapsuleCollider [[{logaTox I'].
3a mo BignoBizae:

- oTpuMaHHs HanpsMKy pyxy Big FPSCharacter ta po3paxyHok ¢iHanbHOT
MIBUIKOCTI;

- PO3paxyHOK IIBUIKOCTEH — CKPUNT MepeBipsi€, YU OLKUTH rpaBellb , YU
IIJTUTHCS BIH (IIBUIKICTH IUTUTHCSA HABIILI 3a foromoroto aimMovementMultiplier), a
TaKOXX  MHOXHUTh  pe3yJbTaT Ha  rio0ajgbHUM  OOHYC  IIBHAKOCTI 3
UpgradeManager.Instance.movementSpeedBonusPercentage;

- TpaHchopMallisi HANpPSMKY 3 JOKAJIbHUX KOOPJAMHAT T'paBls Yy CBITOBI
(transform.TransformDirection) Ta mpsiMe KepyBaHHs MmBHAKICTIO Rigidbody

(rigidBody.linearVelocity);
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- KaCTOMHHI pO3paxyHOK rpaBiTamii (MPUCKOPEHHS MaIiHHSI Yepe3
gravityMultiplier) Ta 06po6xka iMIyabCy cTpHOKa;

- nepesipka 3emJi (Grounded Check) — uepe3 meton OnCollisionStay Ta
HeBuauaounid nam'ste Physics.SphereCastNonAlloc ckpunt nepeBipsie, 4d CTOITh
rpaBentb Ha mignos3i. Meroa IsGrounded() mepemae mro iHQopwmariiro Hazan y
FPSCharacter , 1100 nmoBHicTIO 3a0J10KyBaTH 0ar aHTOMHOI'O CTpUOKa B MOBITPI.
FPSCameraLook.cs

[e¥ ckpunT MOBHICTIO Kepy€e 0OEepTaHHSAM KaMepu TPaBlisl Ta CUHXPOHI3AIII€I0
noBOpOTY Horo ¢i3uunoro tina [Jomarox I'].

- no Beprukaji (Y / Pitch) — ckpunrt 3uuTye BepTHKadbHE 3MIMIECHHS
MHUIII, HaKOMH4Yye Horo B 3MiHHIN xRotation Ta xKopcTko oOMeXye KyTH OTJISAY
(Bropy/BHu3) napamerpamu minPitch Ta maxPitch (3a 3amoBuyBannsam Bix -80 1o 80
rpaayciB). Lle o6epTaHHs 3aCTOCOBY€ETHCSA JIMILIE JIOKAJIBHO IO CaMOi KaMepH;

- no ropu3onTaii (X / Yaw) — ropu3oHTaIbHUI pyX MHUIII [TOBEPTAE HE
Kamepy, a o6e3nocepeanbo Bech Rigidbody rpaBus HaBkomo oci Vector3.up. 3aBasku
[OMY TEPCOHAX 3aBXKIU TUBUTHCS TYJIU, KyJH CIPIMOBaHa KaMepa;

- pesKMMH 00epTaHHA — CKPUIIT MIATPUMYE Ipanopens smooth. ko BiH
YBIMKHEHUH, TOBOPOT KaMEpH Ta TiJia 3TJIaJKYEThCs 3a AornomMororo Quaternion.Slerp
3 ypaxyBaHHSIM IIBUIKOCTI IHTEPIIOJISIIII. SIKIII0 BUMKHEHU — MOBOPOT BiA0OYyBa€ThCA
MUTTEBO 1 pEaKTUBHO, CIIyIOUYH 32 PYKOIO TpaBIIsl.

Cucrema cTpuib0M, NONMAJAHHS TA HAHECEHHS YPOHY

[Ipouiec BiJ HATUCKAHHS KHOMKH JI0 BUWIITaHHA HUQP YPOHY Y HAC PO3IJIEHUN
Ha 4 etanu [[oxaTtox [].

Ininianis BUCTpidy

Konu ytpumyethcsi a0 HaTUCKAETHCS JIiBa KHOMKA MMIII, CKPUIT PO3PAXOBYE
TeMmn BOTHIO. ba3zoBa ckopoctpenbHicTh 30poi (equippedWeapon.GetRateOfFire())
JUHAMIYHO PpO3TaHSAEThCA 32 PaxXyHOK MPOLIEHTHOrO MoaudikaTopa MNPOKAYKU
UpgradeManager.Instance.fireRateBonusPercentage. flkmo 3arpumka npounia —
BHUKJIMKAEThCS MeTo Fire().

CnasH caapsiny (Weapon)
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Bcepenuni Weapon.cs meton Fire 3amyckae ¢i3uanunii mpominb Physics.Raycast
Yyepe3 LEHTP eKpaHa KaMepH IpaBIlsi HA MAaKCUMaJIbHY AUCTAHIIIIO 30poi.

~ SIKILIO IPOMIHB 3YCTpida€ NEPELKOAY, Ty pO3BEPTAETHCS TOUHO B TOUKY
BiayuyaHHs (hit.point). SKII0 MIISX YUCTUIA — MyJIsl IETUTH MPSAMO BIEPE] IO KaMepi;

- ckpunt ctBoproe (Instantiate) ¢izuunuit o0'ekt myni 3 mpedaldy
prefabProjectile 1 3amae Homy BHCOKY MOYaTKOBY MIBHIAKICTH uepe3 Rigidbody —

transform.forward * projectilelmpulse.

v Weapaon (Script)

wum Distance

Animation

Holster

Pucynok 4.15 — KomnoneHnt 36poi

Takox Oyno peamizoBaHO HEOOIXIAHMX 3BYKIB s 30poi: CTpiibOa,
nepesapsiika, Ta pi3Hi 3MiHU CTaHIB.

PeecTpanis BiyyaHHs ta po3paxyHok kpurty (Projectile)

Konu nyns ¢izuuno crukaerbes 3 00'ektoM y meroai OnCollisionEnter, BoHa
irHOpye 1HII Kyl Ta TmepeBipse HasBHICTH KommnoHeHTa EnemyHealth ma 006'exti
BIIy4YaHHSI.

- HANpPSIMOK yAapy — 3anucyerbcsi BekTop transform.forward mymi B
MOMEHT 31TKHEHHS

- PO3paxyHOK YpPoHY — 0aszoBuii ypoH mym (25.0f) 30unblIyeThCcsi Ha

BiJICOTOK Mpokauku bonusDamagePercentage 3 MeHeKkepa MOKpaIieHb;
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- nepeBipka Ha KpuT — 3a jomnomororo ¢ynkuii Random.value
IPOPAXOBYETHCSA MMOBIPHICTh KPUTUYHOTO yAapy. SIKIIO BHITaJKOBE YHCIO MEHIIE
a6o nopieHioe UpgradeManager.Instance.critChance, ¢piHanbsHUN YpOH MHOKUTBCS Ha
noka3Huk kputy critDamageMultiplier, a mpanopens isCrit cTae piBHUM true;

- VYpoH nepenaeThesi y BOpora, a myJisi 3SHUIYEThCS.

~ Projectile (Script)

Impact Effect Prefabs
Blood Impact Prefabs

Metal Impact Prefabs
Dirt Impact Prefabs

crete Impact Pre

Pucynoxk 4.16 — KoMroHeHT 1myJii Ha 1HIIEKTOp1

KinbKicTh MaTpoHiB y Mara3uHi ONMUCY€EThCs y CKpunTi Magazine. Bin 36epirae
MaKCUMaJlbHy KUIBKICTh OO€mpHmaciB Ta crpauT i iHTepdeicy. ynbHi edexTu
peanizoBaHi y ckpunti Muzzle, sikuii BIIMOBIJAE 3a TOYKY MOCTPLITY, 3BYK MOCTPLITY,
YACTUHKH CMajlaxy Ta KOPOTKOYACHE CBITJIO BiJ MOCTPLTY. 3aBASIKU [IbOMY TTOCTP1JI Ma€e
HE TUIbKM MEXaHIYHUU e(eKT, aje i Bi3yajbHe Ta 3ByKOBe oopMieHHs. i1 3MiHU
30p01 BUKOPUCTOBYEThCS CKpUNT Inventory. ¥ HhoMy Bci 00’ €KTH 30p0Oi OTPUMYIOTHCS
3 I04IpHIX 00’€KTIB nepcoHaxxka. Ha movarky rpu Bcst 30post BAMUKA€ETHCS, MICIS YOTO
aKTUBYETHCA TUTbKW BUOpaHa. [Ipu 3miH1 30poi moTouHa 30p0osi BUMHKAETHCS, @ HOBA
akTUBY€EThCs. Lle 103BoJIsIE JIerKo J01aBaTH HOBI BUAM 30poi 0€3 3HAUHOI 3MIHU KOJY.
3acTrocyBanHs ypony ta peakuisi (EnemyHealth)

OtpumaBmu nani, ckpunt EnemyHealth.cs BimHiMae ypoH Bim mOTOYHOTO
310poB's Bopora (currentHealth).

- eeKT ypoHY — BUKIMKAEThCst MeTo1 ShowDamagePopup, sxuii ctBoproe

00'eKT crutrBarouux 1udp ypona. Ko y BUKIUKY niepenano mpamnopeirs isCrit = true,
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CKPHUNT aBTOMATH4YHO nepedapOoBye uudpu y 4epBOHUI/30I0THI KOJIp 1 30UIBIIYE
po3mip mpudty (transform.localScale *= 1.6f);

- arp mWTY4YHOI0 iHTeJIEKTY — SIKIIIO0 BOPOT BUXKUB, CKPUIIT Yepe3 KOMaH/Ty
enemyAl.OnDamagedByPlayer() murreBo mepeBoauts Il Bopora B cTraH morosi 3a
rpaBIieM, HaBiTh SKIIO BiH CTOSIB CIIMHOIO;

- cMepThb Ta JIyT — K110 310poB's nagae 1o 0, BUKIHMKaeTbes MeTo Die().
Bopor BunajkoBiUM YMHOM pO3paxoBye HArOpoay JAOCBiTy Ta TPOIIei BiAMOBIIHO 10
cBoei ckiagHocti (Normal, Elite, Miniboss, Boss). OnbsiT HapaxoByeTbcs B
UpgradeManager , a Ha miamory 3 ehekToM (i3udHOro (POHTAHY BUKHIAETHCA TTpedad
rpolLei 3 3aMUCaHOK0 CYMOIO BCEPEIUHI.

Cucrema 370poB’st TpaBilsl peanizoBaHa y ckpunti PlayerHealth. ¥V wbomy
30epiraeTbcsi 0a30Be MakCUMalbHE 370pOB’s, MOTOYHE 3/I0POB’S Ta JAUHAMIUYHUM
MaKCUMYM, SIKM MO>K€ 3MIHIOBATHCS 3aJIeXHO BiJl mokpaieHb. Meroa TakeDamage
3MEHIIY€ 37J0POB’SI TPAaBIsl, a SIKIIO BOHO JOPIBHIOE HYJIO, BUKIMKAETHCS METOJ
cMmepTi rpaBisd. Takok peani3oBaHO aBTOMATHYHY pereHepallito, sKa Mpairoe 3a
ymoBH, 1m0 y UpgradeManager 3ajaHO 3Ha4€HHS BIHOBJICHHS 3/I0POB’S 32 CEKYHILY.
[Ipy KymiBm MOKpAIIeHHS MAaKCUMAJIBHOTO 3JI0pOB’Sl BUKIWKAETHCA METOJ
UpdateMaxHealthFields, sikuii mepepaxoBye HOBUW MaKCUMyM 3J0pPOB’Sl Ta 3a
MOTPEOH J1071a€ TPABITIO PI3HUITIO MK CTAPUM 1 HOBUM 3HAYCHHSIM.

Takox 0yJi0 po3p00IEHO 3BYKH Yy I'pi 32 I0MIOMOT010 KoMIIOHeHTY Audio Source
y IHCIIEKTOPI1 Ta MATOTOBJICHI 3BYKOBI IOPOKKHU JJI PI3HUX B3aEMOIINA. TakuM YUHOM,
3a pomoMoror koay: «audioSource.Play();», ne audioSource mnpuB’sizka 10

KOMITOHEHTY, BiIOYBA€THCS MTPOTPaBaHHS 3BYKY.
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Pucynox 4.17 — Komnonent Audio Source

@ Select | Audio Generator

Pucynox 4.18 — Bci 3Bykn

JAunamiuna 3mina Animator Controller

3aMiCTh CTBOPEHHS OJTHOTO TraHTCHKOTO aHIMaTopa sl BCiX BUIB 30poi, 0yJ10
3aCTOCOBAHO OUIbII YUCTUM Ta MPOAYKTHUBHUH MIAXiJ — MEpe3anuc KOHTPOJIEPIB Ha
JBOTY:

- HAJIAIUTYBaHHA 30poi — KoxkHA 30post y cBoemy ckpunti Weapon

30epirae TmepcoHaidbHe TmocwiaHHsd Ha RuntimeAnimatorController. V 1mpomy
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KOHTPOJIEp1 3aledyeHi yHIKaIbHI aHIMaIlli nepe3apsaIku, CTPUIbON Ta yTPUMaHHS caMe
JUIS 111€T MOJIEITI;

- 3MiHa B koai — y ckpunti FPSCharacter mix yac ekimipyBaHHs 30poi
cupaupoBye wmetron RefreshWeaponSetup(). Psmox characterAnimator.runtime
AnimatorController = equippedWeapon.GetAnimatorController(); MUTTEBO miIMiHSIE
JIOT1KY aHIMaTopa I'paBIls 1111 TOTOYHY 30pOto.

HanamryBanns mapis (Layers) B IncnekTopi

Animator Controller BukopucToBye OararomapoBy cTpykTypy. KoxeHn map
BIJIMTOBIJIA€ 3a CBOIO 130JIbOBAHY YaCTHHY Tijla a00 THI JTiif:

- Base Layer (ba3oBblii map) — BiINOBIa€ 32 PyX HIT Ta HUKHIO YaCTUHY
tina nepconaxa (Idle, Walk, Run).

- Layer Holster (C.i0ii ko0ypu) — kepye animaiisiMu xoBaHHs (Holster)
ta aicraBanHsa (Unholster) 30poi.

- Layer Actions (Cioii naiii) — mepekpuBae BEpXHIO 4YacTh TuIa IS
BIJITBOPEHHSI BAXKKHUX 130JIbOBAHMX IPOIECIB, TakuX sk mnepesapsaka (Reload) abo
orysi 30poi (Inspect).

- Layer Overlay (CJi0ii nepekpuTTs) — HallBUILKN 1Iap 13 MIHIMAJIBHOIO
Baror a0o0 aJIMTUBHUM 3MIITyBaHHSIM. BUKOPHUCTOBYETHCS NIJIi MUTTEBUX €(EKTIB,

TaKuX fK Bijgada rpu cTpuis0i (Fire).

Default

Pucynok 4.19 — Crnoi animaropa
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Bci momatkoBi mapu HamamrToBani B pexumi Override (3amimmieHHs) wian
Additive (JlomaBanHs) Ta BUKOpUCTOBYIOTH Avatar Mask (Macku ABarapa). Macka
B1JICIKa€ HOTH, JO3BOJISIFOYM IEPCOHAXKY MOBHOIIIHHO OIrTH Ha 6a30BOMY IIapi, MOKH
pyKH Ha 11api Actions nepe3apsKaloTh aBTOMAT.

ITapameTpu Ta jgorika nepexoais (StateMachine)

VYcepenuni Animator Controller HajmamroBaHO YOTUPU OCHOBHI MapameTpH,
akumu FPSCharacter kepye B metoni UpdateAnimator():

- Movement (Float) — po3paxoByeTbcs SK CcyMmMa MOAYJIB OCEH
nepeMimeHHss X+y. YcepeauHi KOHTpoliepa II€l mapaMerp Kepye [IepeBOM
sminryBaHHs (Blend Tree), mnaBHo nepeBoasuun aniMaiiio pyk i3 Idle B Walk.

- Aiming (Float) — uucmoBuii koediumient Big 0.0f mo 1.0f. Kepye
3MINIYBaHHIM aHIMalli yTpUMaHHsS 30poi BiJl CTErHa 10 YTPUMAHHS 4YE€pe3 MYIIKY
npuiena.

- Aim Ta Running (Bool) — joriuni nepeMukadi, siki BAKOPUCTOBYIOThCS
ak ymoBH (Conditions) JJisi 3KOPCTKOTO MEPEXoay B CIelliaii3oBaHl cTaHU Oiry abo

PUITLTY.

BlendTree A_FP_PCH_AR_01_Idle_Pose
Blend Tree _ _ Blend Tree
Blend Tree L FPGLARDT
Aiming [ ]

Aiming [ ] BlendTree

- Blend Tree
A_FP_PC

Aiming @

Pucynox 4.20 — [TapameTpu animaTopa Ta IepeBO NEPEXO/IiB CTaHIB

Hpsamui suxknux animayiu i3 C#

JInst yHIKaIbHUX TpUTEpHHUX MiH (cTpiinbOa, mepesapsaka) State Machine He
BUKOPUCTOBYETHCS. KO/ BUKIIMKAE X HAMPSMY, MUHAIOUN CTPUTOYKH TIEPEXOIiB:

- characterAnimator.Play(stateName, layerActions, 0.0f); — wMwuTTEBO
BMHKA€E aHIMAIIIO Mepe3apsIKi Ha MOTPIOHOMY TI1api;
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- characterAnimator.CrossFade("Fire", 0.05f, layerOverlay, 0); — mnaBHO 3a
0.05 cexynau miaMinIye aHiMaIliio Biaayi.

InBepcHa kinemaTtuka pyk (CharacterKinematics)

Ckpunt CharacterKinematics.cs — e mpocyHyTa MaTeMaTUdHa CHCTEMa, SKa
3MYIIIY€ PYKHU MIEPCOHAXKA 1JI€aJIbHO CIIIAYBATH 3a I[IBKOIO Ta PYKIiB'sIM 30poi, X0u OU SIK

30pos Tpsiciacs MpU aHiMaIlisX.

s Character Kinematics (Script)

ings Arm Left

Pucynox 4.21 — Komnonent ckpunty CharacterKinematics

[['paBenib: Animator| —> BiaTBoproe aniMarlito 30poi (TpsCiHHSA, BiJ1a4a)

[CharacterKinematics] <— 3untye nonoxxeHHs Sockets Ha 30poi

> OO0YMCITIOE KYTH JIIKTIB 1 TUIeUel 32 TEOPEMOI0 KOCUHYCIB

> HamepTBO IpUTATYE KICTKH PYK IO TOYOK YTPUMAHHS CTBOJIA
Ipunyun pobomu kooy:

- npuB'si3ka KicTok — B iHcmekTopi B MacuBu armlLeftHierarchy ta
armRightHierarchy nepenatotscs Tpu kictku pyku: [1nedo (Root), Iepenmmiaus (Mid)
ta Kucts (Tip). Y nmons Target nepenarotbest mycrymku-mapkepu (Sockets) 3 camoi
Mozei 30poi;

- Touka cxomkeHHs (Target) — meronq Compute() BHUKIMKAETHCA B
LateUpdate rpaBiis, kojiv 3BU4YaiiHa aHiMallis BxKe BiampaioBaia. Bin 6Gepe mo3uiiito

cokeTa 30poi target.position Ta MOTOYHY MO3UITIIO KUCTI;
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- meton TriangleAngle — mo6 pyka He po3TsAryBanacsi 1 3ruHayacs
IPUPOJIHO, CKPUIIT PO3PAXOBYE T€OMETPII0 TPUKYTHUKA, YTBOPEHOTO TJICYEM, JIIKTEM
1 kucTio. KyT JKTSI 00UHMCIIIOETHCSI MAaTEMATUYHO YEpe3 apKKOCUHYC;

- o0epranHs JikThOBOro cyrJjoda (deltaR) — xom pospaxoBye Bich
Buruny Vector3.Cross(ab, bc). Orpumanuii kBarepuuoH deltaR nmpumycoBo posroprae
JIKOTh Ha MOTPIOHUM KYT.

3ano0iraHHsi BUBePTAaHHIO PYK — moJje hint (3a3Bu4aii 11e HEBUIMMA TOYKa,
BUHECEHA BOIK 1 Ha3aj Bl IEPCOHAXkA) CIYKUTh OPIEHTUPOM IS JTIKTIB. SKIIO pyka
BUIIPSIMIISIETHCS B PIBHY JIIHIIO, MATEMATUYHUIM BEKTOP BUTHHY JIKTS BTpAayaeThes. Y
el MOMEHT KOJ] IepeMHUKA€ThCsl Ha hint.position, MpUMyCOBO pPO3ropTalOuu CyCcTaB

JKTS B OIK X1HTa, 110 3aXUINa€e Tpadiky Bif )KaXIUBUX 3aJI0MIB MEIY.

BucHoBku 10 po3ainy 4

VY deTrBepTOMy pO3/iii OyJI0 AETATBHO OMKUCAHO MPOIEC MPOrPaMHOI peani3aili,
PO3pOOKH IrpOBOTO JU3AMHY B €EAMHOMY XYJI0KHBOMY CTHJII Ta 1HTErpalli KJIHOYOBUX
eJieMeHTIB Kopuctyaipkoro inrepdeiicy (Ul) mns 3D mryrepa Bij mepiioi ocoOu
(FPS). OcHoBHY yBary mpuaiJieHO Mo0y/10Bi TOJIOBHOTO MEHIO, MEHIO HAJIAIlITyBaHb,
nay3, MarasuHy XapakKTepUCTHK 1 3710HOCTed, OBepjel0 BUOOPY BHUIAIKOBHUX
MOKpAIIeHb, a TAKOXK MEXaHIKaM TMEepPeMIIIEHHs MepCoOHaXa, CTPUILOU Ta IITY4YHOTO
1HTeNnekTy BoporiB EnemyAl Ha 6a3i komnonenta NavMeshAgent.

Takox BenWKy yBary NOpHUIIJICHO JETajsM Bi3yallizallli, TakuM SK IIKaJu
s3nopoB’s HealthBar ta nmocimy ExpBar, miuunenuku Ha0O0iB, crimuBaroui mudpu
nomkomkeHb DamagePopup, ¢i3udyHUN po3IT BalOTH Ta CHCTEMa IHBEPCHOT
kineMatuku pyk CharacterKinematics. /{71 cTBOpEHHS TPUEMHOTO ITPOBOTO JTOCBITY
peani3oBaHO ONTHMI30BaHE KepyBaHHS MeHI0 xapaktepucthuk TabMenuController y
3B'SI3I 31 CIIABHEPOM KaHBACy, BIPOBAHKEHO CHCTEMY KEPYBaHHS TMEPCOHAKEM 32
nornomororo Unity Input System 13 4iTKuM po3MOALIIOM OOOB'SI3KIB MIXK JIOTTYHUM
xabom FPSCharacter ta ¢i3uunum Timom FPSMovement, a Takox 1HTErpoBaHO

KOMITJIEKCHE 3ByKOBe oopmiieHHs yepe3 kommoHeHTH Audio Source.
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InTepdeiic Ta OCHOBHI TeMMIUICHHI cUCTeMHU OyJI0 CTBOPEHO 3a JOTOMOTOIO
inctpymentiB Unity Ul, TextMeshPro ta rmo6ansnoro menemkepa UpgradeManager
(ITokpameHHs BCiX XapaKTEpUCTHK IMEpPCOHA)ka), IMOOYJOBAHOTO 3a IMAaTePHOM
Singleton, siki 3a0€3Me4yI0Th BUCOKY ONTUMI3allil0 3aCTOCYHKY, IHTYITHUBHO 3p03yM1ITy
B3aEMOJIII0 TpaBIld 3 TPO, THYUYKICTh KOH(DIrypamii ycix XapaKTepUCTHK Ta

KOM(OPTHHH 1rpOBHI1 TpoLIEC.
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BUCHOBKHA

[Tim yac BuKOHAHHS KBadidikariiHoi OakazaBpChkoi poOOTH OyJI0 MPOBEICHO
aHaJi3 akTyalbHOCTI cepu 3D-mryTepiB Bij mepiioi 0coOu Ta PO3TISHYTO JAEKiIbKa
ICHYIOYMX aHaJOTIB 3a OOpaHWM >KaHpoM. Y Xxoai poOoTu Oynau JeTaabHO
mpoaHaIizoBaHi iXH1 (QYHKIIIOHAIbHI MOKJIIMBOCTI, IIEpeBaru Ta HeoMiKi. Takox OyB
MPOBEJICHUM CHUCTEMHUM aHali3 JUIS BHU3HAUCHHS IIJIeH TpH, TMOTEHIIMHUX
KOPHCTYBaYiB Ta OCHOBHUX CIICHAP1iB BUKOPUCTAHHSA ITPOBOTO 3aCTOCYHKY.

Kpim Toro, Oyso npoaHaaizoBaHO BUIAM 3aC001B PO3POOKHU JIsI KOMITHOTEPHUX
irop, 3okpema Unity, Unreal Engine Ta CryEngine, 30cepenuBmmch caMme Ha CTBOPEHHI
3D-irop. byB mpoBeneHuil OIS CHeliaJIbHUX IporpaM s MojemroBaHHs 3D-
MojieNiel, Skl HEoOXiAH1 aJii pO3pOOKH T'pH, BUKOHAHO TMOPIBHSHHS JOCTYITHUX
BapIaHTIB Ta 3/11ICHEHO BUOIp HAUKPAIIOTO IHCTPYMEHTY.

VY pamMkax po6otu Oys10 MOBHICTIO peali30BaHO MTOCTABIICHE TEXHIYHE 3aBIaHHS
II0JI0 CTBOPEHHS ITPOBOr0 3acTOCyHKY. lIpaBuiibHO po3poOieHuid iHTepdeiic Ta
JIOTiKa JTO3BOJIMJIM 3a0€3MeUNTH TapMOHIHE CEPEeIOBHIIE, B SKOMY TPaBIli 3MOXKYTh
KOM(OPTHO OpIEHTYBATUCh Ta HACOJOXKYBATUCH I'Ppor0. JlJisi TOCATHEHHS I11€1 METH
OyJIM BUKOHAHI TaKl Ba)KJIUB1 3aBAaHHS:

— TMPOBECTH aHaJIi3 Cy4yaCHUX TEXHOJIOTIH y cepi po3poOku irop;

— oruan anaioris xkanpy PVE Shooter;

— BHM3HAYUTH OCHOBHI (DYHKIIIT MaliOyTHBOI I'pH;

— odopmienns cnenudikarmiit Bumor g0 I13;

— CTBOPEHHS 3arajbHOTO aJITOPUTMY PO3POOKH TPH.

PesynbraTom kBamiikaiiiiHoi poOOTH € TOTOBUM ITPOBUN 3aCTOCYHOK, SIKHI

BIJINOBIJIA€ OCTABJIEHUM BUMOI'aM Ta BIAIIOBIAA€ BCIM IMOCTABICHUM IILJISIM.
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JTOJNATOK A

CKpuNTH YHIPABJIiHHSA XapPaKTEePUCTUKAMM Ta IX MOKPAIIEHHAMH

UpgradeManager

public class UpgradeManager : MonoBehaviour

{

public static UpgradeManager Instance { get; private set; }

public int currentMoney = 1000; upgradePoints = 1; currentLevel = 1;
currentExperience = 0;experienceTolLevelUp = 1000;
public float bonusDamagePercentage = 0.0f;critChance = 0.10f;critDamageMultiplier
= 1.50f;fireRateBonusPercentage = 0.0f;reloadSpeedMultiplier = 1.0f;maxHealthBonus =
0.0f;healthRegenPerSecond = 0.0f;movementSpeedBonusPercentage = 0.0f;
private void Awake()
{
if (Instance == null) {Instance = this; DontDestroyOnLoad(gameObject); 1}
else{ Destroy(gameObject); 1}
}
public void UpgradeDamage(float amount) => bonusDamagePercentage += amount;
public void UpgradeCritChance(float amount) => critChance += amount;
public void UpgradeCritDamage(float amount) => critDamageMultiplier += amount;
public void UpgradeFireRate(float amount) => fireRateBonusPercentage += amount;
public void UpgradeReloadSpeed(float amount) => reloadSpeedMultiplier += amount;
public void UpgradeRegen(float amount) => healthRegenPerSecond += amount;
public void UpgradeMaxHealth(float amount)

{
maxHealthBonus += amount;
PlayerHealth playerHP = FindFirstObjectByType<PlayerHealth>();
if (playerHP != null) playerHP.UpdateMaxHealthFields();

}

public void UpgradeMovementSpeed(float amount)=>movementSpeedBonusPercentage+=amount;
public void AddExperience(int amount)

{
currentExperience += amount;
while (currentExperience >= experienceTolLevelUp)
{
currentExperience —= experienceTolLevelUp;
currentlLevel++;
upgradePoints++;
}
}
TabMenuController

using TMPro;
public class TabMenuController : MonoBehaviour
{

[SerializeField] private GameObject menuPanel;

[SerializeField] private TMP_Text arBonusText;pistolBonusText;rpmBonusText;
critChanceStatText;critDamageStatText;reloadTimeBonusText;maxHPStatText;regenStatText;
moneyText;pointsText;

private bool isMenuOpen = false;

private FPSCharacter playerCharacter;

void Start()

{
playerCharacter = FindFirstObjectByType<FPSCharacter>();
if (menuPanel !'= null) menuPanel.SetActive(false);
isMenuOpen = false;

}
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public void ToggleMenu()
{

isMenuOpen = !isMenuOpen;

if (menuPanel != null) menuPanel.SetActive(isMenuOpen);

if (isMenuOpen) UpdateStatsUI(Q);

UpdateCursorAndPlayerState();
}

public void UpdateStatsUI()
{
if (UpgradeManager.Instance == null) return;
UpgradeManager manager = UpgradeManager.Instance;
arBonusText.text = $"+{manager.bonusDamagePercentage * 100:03}%";
pistolBonusText.text = $"+{manager.bonusDamagePercentage * 100:0}%";
rpmBonusText.text = $"+{manager.fireRateBonusPercentage * 100:0}%";
critChanceStatText.text = $"{manager.critChance * 100:0}%";
critDamageStatText.text = $"{manager.critDamageMultiplier * 100:03}%";
reloadTimeBonusText.text = $"+{(manager.reloadSpeedMultiplier - 1f) * 100:0}%";
PlayerHealth playerHealth = FindFirstObjectByType<PlayerHealth>();
if (playerHealth != null) { maxHPStatText.text = $"{playerHealth.MaxHealth:0}"; }
else { maxHPStatText.text = "100"; }
regenStatText.text = $"{manager.healthRegenPerSecond:0} xn/c";
moneyText.text = $"{manager.currentMoney}$";
pointsText.text = $"V Bac pgoctynHo {manager.upgradePoints} o4ok nokpaweHHa";

}

private void UpdateCursorAndPlayerState()
{
if (isMenuOpen)
{
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;

if (playerCharacter != null)
{

typeof(FPSCharacter).GetField("cursorLocked",
System.Reflection.BindingFlags.NonPublic | System.Reflection.BindingFlags.Instance)
?.SetValue(playerCharacter, false);
}

}

else { Cursor.visible = false;Cursor.lockState = CursorLockMode.Locked;
if (playerCharacter != null)
{

typeof(FPSCharacter).GetField("cursorLocked",
System.Reflection.BindingFlags.NonPublic | System.Reflection.BindingFlags.Instance)
?.SetValue(playerCharacter, true);

}
}
}
public void OnUpgradeButtonClicked()
{
if (UpgradeManager.Instance == null) return;
if (UpgradeManager.Instance.upgradePoints > 0)
UpgradeManager.Instance.upgradePoints——;
UpgradeManager.Instance.UpgradeDamage(0.10f);
UpdateStatsUI();
}
}
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JTOJATOK B

Cxpunru Binoopaxkenns HUD esqemenris

HealthBar

using UnityEngine;
using UnityEngine.UI;

public class HealthBar : MonoBehaviour

{

[SerializeField] private Image healthFillImage;
[SerializeField] private Transform canvasTransform;

private PlayerHealth playerHealth;
private EnemyHealth enemyHealth;
private Transform playerCameraTransform;

void Start()

{

enemyHealth = GetComponentInParent<EnemyHealth>();
if (enemyHealth != null)
{
FPSCharacter player = FindFirstObjectByType<FPSCharacter>();
if (player != null && player.GetCameraWorld() != null)
{ playerCameraTransform = player.GetCameraWorld().transform; }
else if (Camera.main != null)
{ playerCameraTransform = Camera.main.transform; }
}else playerHealth =

FindFirstObjectByType<FPSCharacter>().GetComponent<PlayerHealth>();

}

void Update()

{
UpdateBar();
BillboardToPlayer();

}

private void UpdateBar()

{
float fillPercentage = 1f;
if (playerHealth != null)
{fillPercentage = playerHealth.CurrentHealth / playerHealth.MaxHealth; }
else if (enemyHealth != null)
{ fillPercentage = enemyHealth.CurrentHealth / enemyHealth.MaxHealth; }
if (healthFillImage != null)
{ healthFillImage.fillAmount = fillPercentage; }

}

private void BillboardToPlayer()

{

if (enemyHealth != null && canvasTransform != null && playerCameraTransform != null)
{ canvasTransform.rotation = playerCameraTransform.rotation; } }
}
ExpBar

using UnityEngine.UTI;
using TMPro;

public class ExpBar : MonoBehaviour

{

2026 p.

[SerializeField] private Slider expSlider;
[SerializeField] private Image expFillImage;
[SerializeField] private TMP_Text levelText;
[SerializeField] private TMP_Text expValuesText;
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void Update()
{

if (UpgradeManager.Instance == null) return;

UpgradeManager manager = UpgradeManager.Instance;
float fillPercentage = (float)manager.currentExperience / manager.experienceTolLevelUp;

if (expSlider != null) { expSlider.value = fillPercentage; }

if (expFillImage != null) { expFillImage.fillAmount = fillPercentage; 1}

if (levelText != null){levelText.text = $"Vp. {manager.currentLevell}";}

if (expValuesText != null)

{ expValuesText.text = $"{manager.currentExperience} /
{manager.experienceToLevelUp}"; }

} } }
TextAmmunitionCurrent

using UnityEngine;
using System.Globalization;

public class TextAmmunitionCurrent : ElementText

{
[SerializeField] private bool updateColor = true;
[SerializeField] private float emptySpeed = 1.5f;
[SerializeField] private Color emptyColor = Color.red;
protected override void Tick()
{
float current = equippedWeapon.GetAmmunitionCurrent();
float total = equippedWeapon.GetAmmunitionTotal();
textMesh.text = current.ToString(CultureInfo.InvariantCulture);
if (updateColor)
{
float colorAlpha = (current / total) * emptySpeed;
textMesh.color = Color.Lerp(emptyColor, Color.white, colorAlpha);
}
}
}

TextAmmunitionTotal

using System.Globalization;
public class TextAmmunitionTotal : ElementText

{
protected override void Tick()
{
float ammunitionTotal = equippedWeapon.GetAmmunitionTotal();
textMesh.text = ammunitionTotal.ToString(CulturelInfo.InvariantCulture);
}
}
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JIOJIATOK B

CkpunTH cCHCTEeMH BOPOTiB

EnemyAl

using UnityEngine;

using UnityEngine.AT;
using System.Collections;

[RequireComponent(typeof(NavMeshAgent))]

public class EnemyAI : MonoBehaviour

{
public enum AIState { Patrolling, Chasing, TargetLost }
[SerializeField] private AIState currentState = AIState.Patrolling;

[SerializeField] private float patrolSpeed = 2.5f;chaseSpeed = 5.0f;patrolRadius =
15.0f;minWaitTime = 2f;maxWaitTime = 5f;aggroRadius = 12.0f;timeTolLoseAggro = 5.0f;
attackRange = 2.0f;attackCooldown = 1.5f;damage = 15.0f;

[SerializeField] private Animator animator;

private NavMeshAgent agent;

private Transform playerTransform;

private Vector3 startPosition;

private float patrolWaitTimer;loseAggroTimer;nextAttackTime;
void Awake() {
agent = GetComponent<NavMeshAgent>();

if (animator == null) animator = GetComponentInChildren<Animator>(); }

void Start()

{
startPosition = transform.position;
agent.speed = patrolSpeed;
StartCoroutine(ScanForPlayerRoutine());
SetRandomPatrolDestination();
}
void Update()
{
switch (currentState) {
case AIState.Patrolling: PerformPatrolLogic(); break;
case AIState.Chasing: PerformChaselLogic(); break;
case AIState.TargetLost: PerformTargetLostLogic(); break; }
UpdateAnimationState();
}
private void PerformPatrolLogic()
{
if (lagent.pathPending && agent.remainingDistance <= agent.stoppingDistance)
{
patrolWaitTimer += Time.deltaTime;
if (patrolWaitTimer >= Random.Range(minWaitTime, maxWaitTime))
{
SetRandomPatrolDestination();
patrolWaitTimer = Of;
}
}
}
private void PerformChaselLogic()
{
if (playerTransform == null) return;

float distanceToPlayer = Vector3.Distance(transform.position,
playerTransform.position);

if (distanceToPlayer <= attackRange) {
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agent.isStopped = true;
LookAtTarget(playerTransform.position);
if (Time.time >= nextAttackTime){ ExecuteAttack(); }

} else {
agent.isStopped = false;
agent.destination = playerTransform.position; }
if (distanceToPlayer > aggroRadius)
{
agent.isStopped = false;
currentState = AIState.TargetLost;
loseAggroTimer = timeTolLoseAggro;
}
private void PerformTargetLostLogic()
{
if (playerTransform != null) {agent.destination = playerTransform.position;}
loseAggroTimer -= Time.deltaTime;
float distanceToPlayer = playerTransform != null ?

Vector3.Distance(transform.position, playerTransform.position) : float.MaxValue;
if (distanceToPlayer <= aggroRadius)

{
currentState = AIState.Chasing;
return;
}
if (loseAggroTimer <= Of) { ForceReturnToPatrol(); 1}
}
private void UpdateAnimationState()
{
if (animator == null || agent == null) return;
bool isMoving = agent.velocity.sqrMagnitude > 0.1f && !agent.isStopped;
animator.SetBool("isMoving", isMoving);
}
private void ExecuteAttack()
{
nextAttackTime = Time.time + attackCooldown;
if (animator != null) { animator.SetTrigger("Attack"); }
if (playerTransform != null)
{
PlayerHealth pHealth = playerTransform.GetComponent<PlayerHealth>();
if (pHealth != null) { pHealth.TakeDamage(damage); }
}
}
private void SetRandomPatrolDestination()
{

Vector3 randomDirection = Random.insideUnitSphere * patrolRadius;

randomDirection += startPosition;

if (NavMesh.SamplePosition(randomDirection, out NavMeshHit hit, patrolRadius,
NavMesh.AllAreas)) { agent.destination = hit.position; }

}

private void ForceReturnToPatrol()

{
playerTransform = null;
currentState = AIState.Patrolling;
agent.speed = patrolSpeed;
agent.isStopped = false;
SetRandomPatrolDestination();

}

public void OnDamagedByPlayer()

{

if (currentState == AIState.Chasing) return;
PlayerHealth player = FindFirstObjectByType<PlayerHealth>();
if (player != null) {

playerTransform = player.transform;
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agent.speed = chaseSpeed;
currentState = AIState.Chasing; }
}

private IEnumerator ScanForPlayerRoutine()
{
while (true)
{
yield return new WaitForSeconds(1.0f);
Collider[] colliders = Physics.OverlapSphere(transform.position, aggroRadius);

foreach (var col in colliders)
{
PlayerHealth pHealth = col.GetComponent<PlayerHealth>();
if (pHealth != null) {
playerTransform = col.transform;
if (currentState == AIState.Patrolling) {
agent.speed = chaseSpeed;
currentState = AIState.Chasing; } break; } }

}

private void OnDrawGizmosSelected()

{
Gizmos.color = Color.blue;
Gizmos.DrawWireSphere(Application.isPlaying ? startPosition :

transform.position, patrolRadius);

}

Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, aggroRadius);
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, attackRange);

EnemyHealth

public class EnemyHealth : MonoBehaviour

{

public enum EnemyType { Normal, Elite, Miniboss, Boss }

[SerializeField] private float maxHealth = 100.0f;
[SerializeField] private GameObject damagePopupPrefab;
[SerializeField] private EnemyType enemyType = EnemyType.Normal;
[SerializeField] private GameObject moneyPrefab;

private float currentHealth;

private EnemyAI enemyAI;

public float CurrentHealth => currentHealth;

public float MaxHealth => maxHealth;

private void Awake()
{
currentHealth = maxHealth;
enemyAI = GetComponent<EnemyAI>();
}
public void TakeDamage(float amount, Vector3 hitDirection, bool isCrit = false)
{
currentHealth —-= amount;
currentHealth = Mathf.Clamp(currentHealth, @, maxHealth);
int damageInt = Mathf.RoundToInt(amount);
ShowDamagePopup(damageInt, hitDirection, isCrit);
if (enemyAI != null && currentHealth > 0) {enemyAI.OnDamagedByPlayer();}
if (currentHealth <= 0) { Die(); }

}

private void ShowDamagePopup(int damage, Vector3 hitDirection, bool isCrit)

{
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if (damagePopupPrefab != null) {
GameObject popup = Instantiate(damagePopupPrefab, transform.position +
Vector3.up * 1.2f, Quaternion.identity);

Vector3 randomDirection = hitDirection == Vector3.zero
? new Vector3(Random.Range(-1f, 1f), 0, Random.Range(-1f, 1f)).normalized
: new Vector3(hitDirection.x, 0, hitDirection.z).normalized;

Vector3 moveDirection = (randomDirection + Vector3.up * 0.5f).normalized;
DamagePopup popupScript = popup.GetComponent<DamagePopup>();
if (popupScript != null)

popupScript.Setup(damage, moveDirection);
if (isCrit)

{
TextMesh textMesh = popup.GetComponent<TextMesh>();
if (textMesh != null)
{
textMesh.color = Color.red;
popup.transform.localScale *= 1.6f;
}

}

private void Die()

{
int expGained = 0;
switch (enemyType)

{
case EnemyType.Normal: expGained = Random.Range(80, 131); break;
case EnemyType.Elite: expGained = Random.Range(150, 211); break;
case EnemyType.Miniboss: expGained = Random.Range(300, u401); break;
case EnemyType.Boss: expGained = Random.Range(2000, 3501); break;

}

if (UpgradeManager.Instance != null)
UpgradeManager.Instance.AddExperience(expGained);

int moneyGained = 0;
switch (enemyType)

{
case EnemyType.Normal: moneyGained = Random.Range(50, 81); break;
case EnemyType.Elite: moneyGained = Random.Range(100, 161); break;
case EnemyType.Miniboss: moneyGained = Random.Range(250, 401); break;
case EnemyType.Boss: moneyGained = Random.Range(1500, 2501); break;

}

if (moneyPrefab != null)

{

GameObject droppedMoney = Instantiate(moneyPrefab, transform.position +
Vector3.up * 0.3f, Quaternion.identity);

MoneyPickup pickupScript = droppedMoney.GetComponent<MoneyPickup>();
if (pickupScript != null) { pickupScript.Initialize(moneyGained); }
}
Destroy(gameObject);
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using System.Collections;
using UnityEngine.InputSystem;

[RequireComponent(typeof(CharacterKinematics))]
public sealed class FPSCharacter : CharacterBehaviour

{

[SerializeField] private InventoryBehaviour inventory;
[SerializeField] private Camera cameraWorld;
[SerializeField] private float dampTimeLocomotion = 0.15f;
[SerializeField] private float dampTimeAiming = 0.3f;
[SerializeField] private Animator characterAnimator;

private
private
private

private
private
private
private
private
private

private
private
private

private
private

bool isAiming;isRunning; jumpPressed;holstered;
float lastShotTime;
int layerOverlay;layerHolster;layerActions;

CharacterKinematics characterKinematics;

WeaponBehaviour equippedWeapon;
WeaponAttachmentManagerBehaviour weaponAttachmentManager;
ScopeBehaviour equippedWeaponScope;

MagazineBehaviour equippedWeaponMagazine;

bool reloading;inspecting;holstering;

Vector2 axisMovement;
Vector2 axisLook;
bool cursorLocked = true;

static readonly int HashAimingAlpha = Animator.StringToHash("Aiming");
static readonly int HashMovement = Animator.StringToHash("Movement");

protected override void Awake()

{

cursorLocked = true;

UpdateCursorState();

characterKinematics = GetComponent<CharacterKinematics>();
inventory.Init();

}

protected override void Start()

{

layerHolster

characterAnimator.GetLayerIndex("Layer Holster");

layerActions = characterAnimator.GetLayerIndex("Layer Actions");
layerOverlay = characterAnimator.GetLayerIndex("Layer Overlay");
RefreshWeaponSetup();

}

protected override void Update()

{

if (Keyboard.current != null && Keyboard.current.escapeKey.wasPressedThisFrame)

{

cursorLocked = !cursorLocked; UpdateCursorState(); }

if (!cursorLocked) return;
HandleInput();
isAiming = Mouse.current != null && Mouse.current.rightButton.isPressed && CanAim();
isRunning = Keyboard.current != null &&
Keyboard.current.leftShiftKey.isPressed && CanRun();

if (Keyboard.current != null && Keyboard.current.spaceKey.wasPressedThisFrame)

{
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FPSMovement movementComponent = GetComponent<FPSMovement>();
if (movementComponent != null && movementComponent.IsGrounded())
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{ jumpPressed = true; }

HandleShooting(); UpdateAnimator();

}
protected override void LateUpdate()
{
if (equippedWeapon == null) return;
if (characterKinematics != null) characterKinematics.Compute();
}
private void HandleInput()
{
if (Keyboard.current == null || Mouse.current == null) return;
Vector2 moveInput = Vector2.zero;
if (Keyboard.current.wKey.isPressed) moveInput.y += 1f;
if (Keyboard.current.sKey.isPressed) movelInput.y -= 1f;
if (Keyboard.current.akKey.isPressed) movelInput.x -= 1f;
if (Keyboard.current.dKey.isPressed) moveInput.x += 1f;
axisMovement = movelInput;
axisLook = Mouse.current.delta.ReadValue();
}
private void HandleShooting()
{
if (Mouse.current == null || equippedWeapon == null) return;
if (Mouse.current.leftButton.isPressed)
{

if (CanPlayAnimationFire() && equippedWeapon.HasAmmunition() &&
equippedWeapon.IsAutomatic())
{
float currentFireRate = equippedWeapon.GetRateOfFire() * (1.0f +
UpgradeManager.Instance.fireRateBonusPercentage);
if (Time.time - lastShotTime > 60.0f / currentFireRate) { Fire(); 1}

H
H
if (Mouse.current.leftButton.wasPressedThisFrame)
{

if (CanPlayAnimationFire())

{
if (equippedWeapon.HasAmmunition())
{

if (lequippedWeapon.IsAutomatic())
{

float currentFireRate = equippedWeapon.GetRateOfFire() *
(1.0f + UpgradeManager.Instance.fireRateBonusPercentage);
if (Time.time - lastShotTime > 60.0f / currentFireRate) {Fire();}}}
else{FireEmpty();3}
}
if (Keyboard.current.tKey.wasPressedThisFrame && CanPlayAnimationInspect())
{ InspectQ); }

Vector2 scrollDelta = Mouse.current.scroll.ReadValue();
if (Mathf.Abs(scrollDelta.y) > 0.1f && CanChangeWeapon()){
int indexNext = scrollDelta.y > 0?inventory.GetNextIndex():inventory.GetLastIndex();
int indexCurrent = inventory.GetEquippedIndex();
if (indexCurrent != indexNext)StartCoroutine(nameof(Equip), indexNext);}

}

public override Camera GetCameraWorld() => cameraWorld;

public override InventoryBehaviour GetInventory() => inventory;

public override bool IsCrosshairVisible() => !isAiming && 'holstered;
IsRunning() => isRunning;IsAiming() => isAiming;IsCursorLocked() => cursorLocked;
IsTutorialTextVisible() => false;
public override Vector2 GetInputMovement() => axisMovement;GetInputLook() => axislLook;

public override bool WasJumpPressed()

{

bool wasPressed = jumpPressed;
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jumpPressed = false;
return wasPressed;

}

private void UpdateAnimator()
{
characterAnimator.SetFloat(HashMovement,
Mathf.Clamp@l(Mathf.Abs(axisMovement.x) + Mathf.Abs(axisMovement.y)),
dampTimeLocomotion, Time.deltaTime);
characterAnimator.SetFloat(HashAimingAlpha, Convert.ToSingle(isAiming),
0.25f / 1.0f * dampTimeAiming, Time.deltaTime);
characterAnimator.SetBool("Aim", isAiming);
characterAnimator.SetBool("Running", isRunning);

}
private void Inspect()
{
inspecting = true;
characterAnimator.CrossFade("Inspect", 0.0f, layerActions, 0);
}
private void Fire()
{
lastShotTime = Time.time;
equippedWeapon.Fire();
characterAnimator.CrossFade("Fire", 0.05f, layerOverlay, 0);
}
private void PlayReloadAnimation()
{
string stateName = equippedWeapon.HasAmmunition() ? "Reload" : "Reload Empty";
characterAnimator.Play(stateName, layerActions, 0.0f);
characterAnimator.speed = UpgradeManager.Instance.reloadSpeedMultiplier;
reloading = true;
equippedWeapon.Reload();
}
private IEnumerator Equip(int index = 0)
{
if ('holstered)
{
SetHolstered(holstering = true);
yield return new WaitUntil(() => holstering == false);
}
SetHolstered(false);
characterAnimator.Play("Unholster", layerHolster, 0);
inventory.Equip(index);
RefreshWeaponSetup();
}

private void RefreshWeaponSetup()

{
if (inventory == null) return;
equippedWeapon = inventory.GetEquipped();
if (equippedWeapon == null) return;

var weaponScript = equippedWeapon as Weapon;
if (weaponScript != null)
{
var cameraField = typeof(Weapon).GetField("playerCamera",
System.Reflection.BindingFlags.NonPublic | System.Reflection.BindingFlags.Instance);
if (cameraField != null && cameraWorld != null)
{cameraField.SetValue(weaponScript, cameraWorld.transform); }

var characterField = typeof(Weapon).GetField("characterBehaviour",
System.Reflection.BindingFlags.NonPublic | System.Reflection.BindingFlags.Instance);

if (characterField != null)

{characterField.SetValue(weaponScript, this);
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var startMethod = typeof(Weapon).GetMethod("Start",
System.Reflection.BindingFlags.NonPublic | System.Reflection.BindingFlags.Instance);
if (startMethod != null) {startMethod.Invoke(weaponScript, null);
}

characterAnimator.runtimeAnimatorController =
equippedWeapon.GetAnimatorController();
weaponAttachmentManager = equippedWeapon.GetAttachmentManager();

if (weaponAttachmentManager == null) return;
equippedWeaponScope = weaponAttachmentManager.GetEquippedScope();
equippedWeaponMagazine = weaponAttachmentManager.GetEquippedMagazine();

private bool CanPlayAnimationFire() => !holstered && 'holstering && !reloading
&& !inspecting;

private bool CanPlayAnimationReload() => !reloading && !inspecting;

private bool CanChangeWeapon() => !holstering && !reloading && !inspecting;

private bool CanPlayAnimationInspect() => !holstered && !holstering &&
!reloading && !inspecting;

private bool CanAim() => !holstered && !inspecting && !reloading &&
'holstering && !isRunning;

private bool CanRun()

{
if (inspecting || reloading || isAiming) return false;
if (Mouse.current != null && Mouse.current.leftButton.isPressed &&
equippedWeapon != null && equippedWeapon.HasAmmunition()) return false;

if (axisMovement.y <= 0 || Math.Abs(Mathf.Abs(axisMovement.x) - 1) <
0.01f) return false;
return true;
}

public override void EjectCasing() { if (equippedWeapon != null)
equippedWeapon.EjectCasing(); }

public override void FillAmmunition(int amount)
{ if (equippedWeapon != null) {equippedWeapon.FillAmmunition(Camount);} 1}

public override void SetActiveMagazine(int active)

{
if (equippedWeaponMagazine != null)
equippedWeaponMagazine.gameObject.SetActive(active != 0);
}
public override void AnimationEndedInspect() => inspecting = false;
public override void AnimationEndedHolster() => holstering = false;
}
}
FPSMovement

using System.Linq;
using UnityEngine;

[RequireComponent (typeof(Rigidbody), typeof(CapsuleCollider))]
public class FPSMovement : MovementBehaviour
{
[SerializeField] private AudioClip audioClipWalking;audioClipRunning;
[SerializeField] private float speedWalking = 5.0f;speedRunning = 8.0f;
aimMovementMultiplier = 0.5f; jumpForce = 5.0f;gravityMultiplier = 2.0f;

[SerializeField] private FPSCharacter customPlayerCharacter;
private Rigidbody rigidBody;
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private CapsuleCollider capsule;
private AudioSource audioSource;

private bool grounded;
private readonly RaycastHit[] groundHits = new RaycastHit[8];

protected override void Awake()

{
if (customPlayerCharacter == null)customPlayerCharacter=GetComponent<FPSCharacter>();
rigidBody = GetComponent<Rigidbody>();
capsule = GetComponent<CapsuleCollider>();
audioSource = GetComponent<AudioSource>();
}
protected override void Start()
{
if (rigidBody != null)
{
rigidBody.constraints = RigidbodyConstraints.FreezeRotation;
rigidBody.useGravity = false;
}
}
private void OnCollisionStay()
{

if (capsule == null) capsule = GetComponent<CapsuleCollider>();

if (capsule == null) return;

Bounds bounds = capsule.bounds;

float radius = bounds.extents.x — 0.01f;

Physics.SphereCastNonAlloc(bounds.center, radius, Vector3.down,
groundHits, bounds.extents.y - radius * 0.5f, ~0,

QueryTriggerInteraction.Ignore);

if (!groundHits.Any(Chit => hit.collider != null && hit.collider !=

capsule)) return;

for (var i = 0; i < groundHits.Length; i++)
groundHits[i] = new RaycastHit();
grounded = true;
}
private void MoveCharacter()
{
if (customPlayerCharacter == null || rigidBody == null) return;
Vector2 frameInput = customPlayerCharacter.GetInputMovement();
Vector3 movement = new Vector3(frameInput.x, 0.0f, frameInput.y);

float currentSpeed = speedWalking;
if (customPlayerCharacter.IsRunning())currentSpeed = speedRunning; }
currentSpeed *= (1.0f + UpgradeManager.Instance.movementSpeedBonusPercentage);

if (customPlayerCharacter.IsAiming())
{currentSpeed *= aimMovementMultiplier; }

movement *= currentSpeed;
movement = transform.TransformDirection(movement);
rigidBody.linearVelocity = new Vector3(movement.x,

rigidBody.linearVelocity.y, movement.z);
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if (grounded && customPlayerCharacter.WasJumpPressed())

{
rigidBody.AddForce(Vector3.up * jumpForce, ForceMode.VelocityChange);

grounded = false;
}

}
public bool IsGrounded() => grounded;
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FPSCameraLook

using UnityEngine;
public class FPSCameralLook : MonoBehaviour

{

[SerializeField] private float mouseSensitivity = 0.1f; minPitch = -80f;
[SerializeField] private float maxPitch = 80f;

[SerializeField] private bool smooth;

[SerializeField] private float interpolationSpeed = 25.0f;
[SerializeField] private FPSCharacter customPlayerCharacter;

private Rigidbody playerCharacterRigidbody;
private float xRotation = 0f;

private Quaternion rotationCharacter;
private Quaternion rotationCamera;

private void Awake()

{

if (customPlayerCharacter == null)
customPlayerCharacter = FindObjectOfType<FPSCharacter>();

if (customPlayerCharacter != null)

playerCharacterRigidbody = customPlayerCharacter.GetComponent<Rigidbody>();

private void Start()

{

}

if (customPlayerCharacter == null) return;

rotationCharacter = customPlayerCharacter.transform.localRotation;
rotationCamera = transform.localRotation;

xRotation = transform.localEulerAngles.x;

if (xRotation > 180f) xRotation —-= 360F;

private void LateUpdate()

{

if (customPlayerCharacter == null || playerCharacterRigidbody == null) return;

Vector2 mouseDelta = customPlayerCharacter.IsCursorLocked() ?

customPlayerCharacter.GetInputLook() : Vector2.zero;

float mouseX = mouseDelta.x * mouseSensitivity;
float mouseY = mouseDelta.y * mouseSensitivity;

xRotation —-= mouseY;
xRotation = Mathf.Clamp(xRotation, minPitch, maxPitch);

Quaternion targetCameraRotation = Quaternion.Euler(xRotation, 0f, 0f);
rotationCharacter *= Quaternion.Euler(0.0f, mouseX, 0.0f);

if (smooth)

{

transform.localRotation = Quaternion.Slerp(transform.localRotation,

targetCameraRotation, Time.deltaTime * interpolationSpeed);

88

playerCharacterRigidbody.MoveRotation(Quaternion.Slerp(playerCharacterRigidbody.rotati
on, rotationCharacter, Time.deltaTime * interpolationSpeed));

}
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}

else

{

transform.localRotation = targetCameraRotation;

playerCharacterRigidbody.MoveRotation(playerCharacterRigidbody.rotation
* Quaternion.Euler(0.0f, mouseX, 0.0f));

} } }
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Weapon

using UnityEngine;

public class Weapon : WeaponBehaviour

{

[SerializeField] private bool automatic;

[SerializeField] private float projectileImpulse = 400.0f;
[SerializeField] private int roundsPerMinutes = 200;
[SerializeField]private LayerMask mask;

[SerializeField] private float maximumDistance = 500.0f;
[SerializeField] private Transform socketEjection;
[SerializeField] private GameObject prefabCasing;
[SerializeField] GameObject prefabProjectile;
[SerializeField] public RuntimeAnimatorController controller;
[SerializeField]private Sprite spriteBody;
[SerializeField]private AudioClip audioClipHolster;
[SerializeField]private AudioClip audioClipUnholster;
[SerializeField]private AudioClip audioClipReload;
[SerializeField]private AudioClip audioClipReloadEmpty;
[SerializeField]private AudioClip audioClipFireEmpty;

private Animator animator;

private WeaponAttachmentManagerBehaviour attachmentManager;
private int ammunitionCurrent;

private MagazineBehaviour magazineBehaviour;

private MuzzleBehaviour muzzleBehaviour;

private IGameModeService gameModeService;

private CharacterBehaviour characterBehaviour;

private Transform playerCamera;

protected override void Awake()

{
animator = GetComponent<Animator>();
attachmentManager = GetComponent<WeaponAttachmentManagerBehaviour>();
gameModeService = ServicelLocator.Current.Get<IGameModeService>();
characterBehaviour = gameModeService.GetPlayerCharacter();
playerCamera = characterBehaviour.GetCameraWorld().transform;

}

protected override void Start()

{
magazineBehaviour = attachmentManager.GetEquippedMagazine();
muzzleBehaviour = attachmentManager.GetEquippedMuzzle();
ammunitionCurrent = magazineBehaviour.GetAmmunitionTotal();

}

public override Animator GetAnimator() => animator;
public override Sprite GetSpriteBody() => spriteBody;

public override AudioClip GetAudioClipHolster() => audioClipHolster;
public override AudioClip GetAudioClipUnholster() => audioClipUnholster;

public override AudioClip GetAudioClipReload() => audioClipReload;
public override AudioClip GetAudioClipReloadEmpty() => audioClipReloadEmpty;

public override AudioClip GetAudioClipFireEmpty() => audioClipFireEmpty;

public override AudioClip GetAudioClipFire() =>

muzzleBehaviour.GetAudioClipFire();
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public override int GetAmmunitionCurrent() => ammunitionCurrent;

public override int GetAmmunitionTotal() =>
magazineBehaviour.GetAmmunitionTotal();

public override bool IsAutomatic() => automatic;
public override float GetRateOfFire() => roundsPerMinutes;

public override bool IsFull() => ammunitionCurrent ==
magazineBehaviour.GetAmmunitionTotal();
public override bool HasAmmunition() => ammunitionCurrent > 0;

public override RuntimeAnimatorController GetAnimatorController() => controller;
public override WeaponAttachmentManagerBehaviour GetAttachmentManager() =>
attachmentManager;

public override void Reload()

{animator.Play(HasAmmunition() ? "Reload" : "Reload Empty", 0, 0.0f);}
public override void Fire(float spreadMultiplier = 1.0f)
{

if (muzzleBehaviour == null)return;

if (playerCamera == null)return;

Transform muzzleSocket = muzzleBehaviour.GetSocket();

const string stateName = "Fire";

animator.Play(stateName, 0, 0.0f);

ammunitionCurrent = Mathf.Clamp(ammunitionCurrent - 1, 0,
magazineBehaviour.GetAmmunitionTotal());

muzzleBehaviour.Effect();

Quaternion rotation = Quaternion.LookRotation(playerCamera.forward *
1000.0f - muzzleSocket.position);

if (Physics.Raycast(new Ray(playerCamera.position, playerCamera.forward),
out RaycastHit hit, maximumDistance, mask))
rotation = Quaternion.LookRotation(Chit.point - muzzleSocket.position);

GameObject projectile = Instantiate(prefabProjectile,
muzzleSocket.position, rotation);

projectile.GetComponent<Rigidbody>().linearVelocity =
projectile.transform.forward * projectileImpulse;

public override void FillAmmunition(int amount)

{
ammunitionCurrent = amount != 0 ? Mathf.Clamp(ammunitionCurrent + amount,
0, GetAmmunitionTotal()) : magazineBehaviour.GetAmmunitionTotal();

}

public override void EjectCasing()

{
if(prefabCasing !'= null && socketEjection != null)
Instantiate(prefabCasing, socketEjection.position, socketEjection.rotation);

}

Projectile

using System;

using UnityEngine;

using System.Collections;

using Random = UnityEngine.Random;

public class Projectile : MonoBehaviour {
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[Range(5, 100)]

public float destroyAfter;

public bool destroyOnImpact = false;
public float minDestroyTime;

public float maxDestroyTime;

public Transform [] bloodImpactPrefabs;metalImpactPrefabs;dirtImpactPrefabs;
public Transform []concreteImpactPrefabs;

private void Start ()
{

var gameModeService = ServicelLocator.Current.Get<IGameModeService>();
Physics.IgnoreCollision(gameModeService.GetPlayerCharacter().GetComponent<Collid
GetComponent<Collider>());

StartCoroutine (DestroyAfter ());
}

private void OnCollisionEnter (Collision collision)

{
if (collision.gameObject.GetComponent<Projectile>() != null)return;
if (!destroyOnImpact) {StartCoroutine (DestroyTimer (J);}
else {Destroy (gameObject);}

if (collision.transform.tag == "Concrete")
{
Instantiate (concreteImpactPrefabs [Random.Range
(0, bloodImpactPrefabs.Length)], transform.position,
Quaternion.LookRotation (collision.contacts [0].normal));
Destroy(gameObject);
}

EnemyHealth enemyHealth = collision.gameObject.GetComponent<EnemyHealth>();

if (enemyHealth != null)

{

Vector3 hitDirection = transform.forward;
float baseDamage = 25.0f;

float finalDamage = baseDamage*(1l.0f+UpgradeManager.Instance.bonusDamagePercentage);
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bool isCrit = false;
if (Random.value <= UpgradeManager.Instance.critChance)

{
finalDamage *= UpgradeManager.Instance.critDamageMultiplier;
isCrit = true;
}
enemyHealth.TakeDamage(finalDamage, hitDirection, isCrit);
Destroy(gameObject);
}
}
private IEnumerator DestroyTimer ()
{
yield return new WaitForSeconds
(Random.Range(minDestroyTime, maxDestroyTime));
Destroy(gameObject);
}
private IEnumerator DestroyAfter ()
{
yield return new WaitForSeconds (destroyAfter);
Destroy (gameObject);
}
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