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ANNOTATION

Androshchuk Bohdan. Development of a Horror Game Prototype Based on the
Unity Game Engine. Manuscript.

Bachelor’s qualification paper in the study program “Computer Science”.
Lutsk National Technical University. Lutsk, 2026.

The bachelor’s qualification paper consists of an introduction, four chapters,
conclusions, a list of references, and appendices.

The first chapter provides an analysis of the subject area, examines the features
of horror games and similar interactive game systems, and defines the main
approaches to implementing location-based control and user interaction with the
game environment.

The second chapter contains the specification of functional and non-functional
requirements for the software product, a description of the system structure, and the
definition of the main components of the game logic.

The third chapter presents the development of a horror game prototype based
on the Unity engine, including the implementation of a character control system, a
camera control system, a location interaction mechanism, and a system for defining
and using game object spawn points. Basic visual effects were also implemented to
highlight the active location and improve the user experience.

The fourth chapter describes the prospects for further development of the
software product, including the expansion of gameplay mechanics by adding different
types of enemies, an item system, and improvements to visual and audio components.

The conclusions summarize the results of the work and confirm that the
developed prototype can be used as a foundation for further development of a full-
scale game.

Keywords: Unity, horror game, C#, game engine, prototype, location

interaction, camera, spawn points, game development.
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BCTYII

VY cyyacHOMy CBiTI ITU(PPOBUX TEXHOJIOTIH IHTEPAKTUBHI PO3BaKaIbHI CUCTEMHU
3aliMalOTh BAXJIMBE MiCIle B I1HAYCTpii mporpamHoro 3a0esnedyeHHs. OcoOauBO
MIBUJAKUMH TEMIAMH PO3BUBAETHCS cdepa KOMIT'IOTEPHHUX Irop, fAKa IMOETHYE
JIOCSITHEHHSI TIPOTPaMHOI 1HXKEHEpii, KOMIT'IOTepHOi Tpadiku Ta IHTEPAKTHUBHOIO
nu3aitHy. CydacHi irpoBi IPOJYKTH BXKE JIaBHO BUXOMSTH 3a MEXI MPOCTUX PO3Bar i
NIEPETBOPIOIOTHCS HA CKJIAIHI MPOTPaMHI CUCTEMH 3 PO3BUHEHOIO JIOTIKOIO B3a€MO/IIi
Ta BUCOKUM pPIBHEM 3aHYPEHHS KOPHCTyBadJa.

OpHuM 13 MOMYJISIPHUX YKAHPIB € XOPOP-IrpH, sIKI COPSIMOBaHI Ha CTBOPEHHS
aTMoc(hepHu HaInpy>XeHHsS, HeBU3HAUYEHOCTI Ta €MOIIHHOTO 3aHypeHHs rpaBis. Taki
Irpy 4acTO BUKOPHUCTOBYIOTH OOMEXKEHY 1H(POpPMAIIO MPO IrPOBUN CBIT, TUHAMIUHE
OCBITJIEHHSI Ta ayJi0Bi3yaibHi epekTu s (GOpMyBaHHS BIAMOBIIHOTO €MOIIITHOTO
JOCBiy. Y IIbOMY KOHTEKCTI BaXIMBHM € HE JIMIIE XYJO0XHE OQOPMIICHHS, ale i
TEeXHIYHA peajizailis MeXaHiK B3aEMO/IIi KOPUCTYBava 3 IrPOBUM CEPEIOBHIIIEM.

3 orJisAly Ha 11e BUHUKAE MOTpeda y po3poOIll MPOTOTHUIIIB ITPOBUX CUCTEM, SIKi
J03BOJIAIOTh  TOCHI/DKYBAaTH MIAXOAM 1O peamsallii KepyBaHHA IEPCOHAXKEM,
KaMepol Ta IrPOBUMH O00’€KTaMH B yMOBaX OOMEXKEHOTO0 TIPOCTOpY Ta
CTPYKTypOBaHUX JOKamiii. Taki MpOTOTHNM € BAXKIWBAM €TalioM Yy TMpoIeci
CTBOPEHHSI TOBHOLIIHHUX ITPOBUX TMPOIYKTIB, OCKUIBKH JTO3BOJISIIOTH IEPEBIPUTH
apXITEKTYpH1 PIiIlICHHS Ta OCHOBHI MEXaHIKH B3a€MO/III.

Mertorw nanoi kBamidikaiiiHoi poOoTu OakanaBpa € po3poOKa MPOTOTHUITY
Xopop-rpu Ha 0a3i irpoBoro pymris Unity 3 BUKOPUCTAaHHSM MOBHU IpPOTpaMyBaHHS
C#, mo 3abe3neuye peanizaiiro 0a30BUX MEXaHIK B3a€MO/Iii KOPHUCTyBaya 3 irpOBUM
CEPEIOBHILIEM.

O0’eKTOM [OCHIKEHHSI € TPOIEC pO3POOKM I1HTEPAKTUBHHUX ITPOBHX
3aCTOCYHKIB Y cepeloBHUILll irpoBoro pyiris Unity.

[Ipenmerom nocmiKeHHs] € METOAM Ta MPOrpaMHi 3aco0u peanmizalii iIrpoBUX
MEXaHIK KepyBaHHS TMEepPCOHa)XeM, KaMepoW Ta B3aeMOAIl 3 JIOKAIisIMH Y

TPUBUMIPHOMY ITPOBOMY CEPEOBHIIII.
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Jlist HoCsiITHEHHsI MOCTABJICHOT METH HEOOX1THO BUPILINTH HACTYIIHI 3aBJIaHHS:

— TMpoaHaji3yBaTH OCOOJUBOCTI CY4YaCHMX XOpOp-irop Ta MiAXOAH JIO
peamizaiiii ixHix 60a30BUX MEXaHIK;

— copMyITIOBaTH BUMOTH JI0 IPOTPAMHOTO MPOTYKTY;

— pPO3pOOUTH apXITEKTYpy MPOTOTUITY TPH HA OCHOBI pyuisi Unity;

— peani3yBaTH OCHOBHI ITPOBI MEXaHIKH, 30KpeMa KEpyBaHHS MEPCOHAKEM,
KaMepoIo Ta B3aEMOJIIEIO 3 JIOKAIiSIMU;

— 3a0e3MeunTd MOXKIIMBICTh MOJANBIIOTO PO3IMIUPEHHS (YHKIIOHAIBHOCTI

PO3pO0JIEHOr0 MPOTOTHITY.



PO31LI 1
AHAJII3 MTPEAMETHOI OBJACTI

1.1 AHaJi3 cy4acHOro cTany npoosjemMu

CyyacHa 1HAYCTpiS KOMIT FOTEPHUX ITOpP € OJHIEI0 3 HAWOUIBII JUHAMIYHO
pPO3BUHEHHX Tamy3eil mporpamuoi imkeHepii. Ll{opiune 3poctanHs o0ciIry puHKY,
MosiIBa HOBUX ITPOBUX IIAT(HOPM Ta BJOCKOHAJIEHHS 1THCTPYMEHTIB PO3POOKH CYTTEBO
3HIKYIOTh TOPIT BXOAY VIS HE3aJEKHUX PO3POOHUKIB 1 CTUMYJIIOIOTH MOSIBY HOBHUX
IrpOBHUX KOHIIEMITN. Y IbOMY KOHTEKCTI OCOOJIMBOI aKTyaIbHOCT1 HaOyBa€e po3podka
IrPOBHUX MPOTOTHUIIIB K METOY TOCIIIKEHHS Ta MEPEBIPKU apXiTEKTYpPHUX PIIICHb
710 TIOYaTKy TIOBHOIIIHHOTO BUPOOHUIITBA [4; §].

OnnuM 13 kaHPiB, 10 CTaOUIBHO 30epirae MOMYJSIPHICTH Cepejl TPaBIliB, €
horror. Irpu 1bOro ’xaHpy Opi€HTOBaHI Ha CTBOPEHHS €MOLIWHOTO BIUTUBY Yepes
aTMoc(epy HaIpy>KeHHs, HEBU3HAYEHOCTI Ta cTpaxy. Ha BimMiHy Bim OLIbIIOCTI
IHIIUX JKaHPIB, JI€ YCHIX BHU3HAYAETHCS IMEPEBAXKHO TEXHIYHOK CKJIQJHICTIO abo
INIMOMHOI0 ITPOBUX MEXaHIK, Y XOpOop-irpax KIIOYOBY pOJb BIAIrpae CyKyHHICTb
B3a€EMOJIIOYMX EJIEMEHTIB: CHCTEMH KEpYBaHHsS TIEPCOHaXEM, JUHAMIYHOTO
OCBITJICHHS, ayAiOBI3yaJbHUX €(EKTIB Ta CTPYKTypu IrpoBoro mpoctopy [5; 7].
TunoBumu npencraBHukamu sxkanpy € Outlast Ta Amnesia: The Dark Descent [11;
12], y AKuX OCHOBHHMH akIIEHT 3poOJIeHO Ha JOCHIIKEHHI JIOKallii, OOMEeXeHii
1H(popMallii o IrpoBUH CBIT Ta Oe3MocepeAHLOMY KOHTPOJII IEPCOHAXKA TPABILIEM.

3 TEeXHIYHO1 TOYKH 30py peajizailis XOpop-Ipy € HETPUBIAJLHUM 3aBJaHHSIM,
OCKUIBKM TMOTpedye 1HTerpaimii AEKUIBKOX CKJIAgHUX TIJCUCTEM: KepyBaHHS
MIEPCOHAKEM 1 KaMeporo, B3aEMOII 3 ITPOBHM CEPEIAOBUINEM, CUCTEMHU aHIMAIli Ta
reHepailii irpoBux o0’ekTiB. CKJIAgHICTh MOJISITA€ HE JIMIIE B peaizallii KOXHO1
MJICUCTEMHU OKPEMO, a i y 3a0e3medeHH1 IXHhOI KOPEKTHOI B3a€MOIIi B MEXaxX €IHHOT
apxiTekTypu. [loMuiIKu Ha eTamni NPOEKTYBAHHS apXiTEKTYPH MOXKYTh IMPU3BECTH J0
3HAYHUX BUTpAT Ha pedakTOPUHT Ha MI3HIMIKMX eTanax po3pooku [14; 16].

Jlns  BupimeHHS  [OHUX  3aBAaHb  IIUPOKO  3aCTOCOBYETHCS  MIAXIJ

MPOTOTUITYBAaHHA — PO3POOKU CHpOIIeHOI (DYHKIIOHABHOI Bepcii MalOyTHHOTO
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MPOAYKTY, IO JO03BOJISE TEPEBIPUTH KIIOUOBI apXITEKTYpHI PIIICHHS Ta I1rPOBI
MEXaHIKd Ha paHHboMy etami. IrpoBuii pymiit Unity € oHUM 13 HaWMOIIKUPEHIINUX
IHCTPYMEHTIB Il TAKOro pOAY pO3POOKM 3aBASKH KOMIIOHEHTHO-OPI€HTOBAHIM
apxXiTekTypi, miaTpumill MoBu C# Ta BEIMKIN KUIBKOCTI BOYJAOBaHUX 1HCTPYMEHTIB
st pobotn 3 (dizukoro, animariiero Ta inrepdeiicom [1; 3]. Bomnowac muranHS
ONTHUMAJbHOI OpraHizamii B3aeMoAli MiX IrpoBuMHu migcuctemamu B Unity
3aJIUIIAE€THCSA AKTyaJIbHUM, OCKUTBKH BiJ] MPaBUIBHOCTI MPUUHATHX apXiTEKTypHUX
pillleHb  3aJleXUTh  MAacIITabOBaHICT, 1  HIATPUMYBAHICTH  MPOEKTY B

MaiiOyTHboMy [13].

1.2 Anani3 a”HaJOTriYHMX NMPOrpaM, CHCTeM Ta OOIPYHTYBaHHSI BUOPAHOTO

HANIPAMY

Jlis BU3HA4YeHHsSI ONTHMAJIbHOTO HAMpsMy PO3pOOKH OyJO MPOBEACHO aHaTi3
ICHYIOUHX ITPOBUX PIII€Hb, K1 YACTKOBO Peai3yloTh HEOOX1THUI (yHKITIOHA.

Cepen irop 13 MexaHlKaMH YIOpaBliHHA pecypcamu Bapto Buminutu Fallout
Shelter, sika neMoHCTpye €EeKTUBHY peati3allilfo CHCTEMHU PO3BUTKY 0a3u, B3a€MO/Iii
3 MEepCOHakKaMU Ta YMpPaBIIHHS BHYTpilHIMU mporuecamu [9]. I'paBens 3aiiicHIOE
KOHTPOJIb HaJ PI3HUMHU acmnekTamMu (YyHKLUIOHYBAaHHS YKPUTTA, M0 3abe3mneuye
IMOUHY 1ITPOBOTO MPOIIECY.

[Hmmm npuknagom € This War of Mine, ne peanizoBaHO OiIbII CEpHO3HHUMA Ta
EMOIIHHO HAaCWYEHUW MIiAXiJ 0 BIKMBaAHHS. ['pa Mo€nHye €IeMEHTH YIpaBIIIHHS
pecypcamMu 3 MOpaJdbHHUMH BHOOpaMH, IO CTBOPIOE JOJATKOBUH piBCHb
3anypenHs [10].

VY cBorw uepry, kiaacuuHi horror-irpu, Ttaki sik Outlast Ta Amnesia: The Dark
Descent, 3a0e3neuyoTh BUCOKUN PiBEHb HANpPYTW Ta CTPaxy, aje He mepeadadyaroTh
CKJIQJTHUX CHCTEM YIpaBiIiHHS 0a3010 abo pecypcamu [11; 12].

[TpoBeneHmii anamniz 103BOJIIE 3pOOUTH BUCHOBOK, IO KOXKEH i3 PO3TISTHYTHUX
MiAXO/AIB Ma€ CBOi IEpeBaru, aje OJEH 13 HUX He 3a0e3ledye MOBHOI[IHHOTO

IHOEAHAHHA:
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— CHCTEM YIPaBJIiHHA pecypcami,

— PO3BUTKY 1HYPACTPYKTYpH,

— atmocdepu horror.

VY 3B’s13Ky 3 IMM 0OpaHO HaIpPSM PO3POOKHU TPH, KA TOETHYE:

— MEXaHIKH MEHEDKMEHTY Ta CUMYJIALIT,

— CHUCTEMY BUIAIKOBHX MOJIIH,

— €JIEMEHTH TICUXOJIOTTYHOTO HAIPy>KEHHSI.

Sk ocHOBHI MeToau peanmizaiii oOpaHO MOAIEBO-OPIEHTOBAHMN MIAXiA, IO
JI03BOJISIE  CTBOPIOBATH JWHAMIYHUM IrpOBHH MpoOLEC, a TaKOXX BHUKOPHCTAHHS

aNTOPUTMIB BUITaIKOBOT Te€HepaIli Mo i Jyis miABUIIEeHHS peirpadenbHocTi [16].

1.3 AHaJi3 i BUOIp 3ac00iB MPOEKTYBAHHS KOMII'IOTEPHOI I'PH

JUJi BU3HAUYEHHS ONTHUMAJIbHOTO HAMpsMy po3poOKH Ta BUOOPY apXiTEeKTypHUX
MiAX0AiB OYyJIO MPOBEACHO aHali3 ICHYIOUMX ITPOBUX pIIIeHb, SKI peaTi3ylroTh
MEXaHIKH, CXO0X1 J0 THX, IO 3aIUIaHOBaHI y PO3pPOOIIOBAHOMY MPOTOTHIT. AHAI3
OXOIUTIOBAB SIK KJIACUYHI XOPOP-IrpU 3 MPSIMHUM KEPYBAHHSM MEPCOHAXKEM, TaK 1 IrpH
3 HEMPSIMUM KEpyBaHHSAM depe3 BUOip JoKarliil.

Cepen mpencTaBHUKIB KaHPY horror 3 MpsSIMUM KEPYyBaHHSM IEPCOHAKEM
Bapto Buaumtu Outlast [11] Ta Amnesia: The Dark Descent [12]. O6unsi rpu
JEMOHCTPYIOTh BHCOKHI piBeHb peamizaiii arMochepu HampyKeHHsS Ta CTpaxy
3aBISIKH IIO€AHAHHIO JIMHAMIYHOIO OCBITJICHHS, OOMEXEHOI BHIMMOCTI Ta
PEaKTUBHOI MOBEIHKK BOPOTiB. 3 TEXHIYHOI TOUKH 30y IIl irpy peai3yoTh CKIIaIHI
CHUCTEMHU KepyBaHHS NIEPCOHAKEM BiJ Tepinoi ocodu, (izuky B3aeMoii 3 00’ ekTamu
Ta MPOCYHYTUH IITYYHUHN 1HTENEKT BOporiB. OJHAK iXHS apXiTEKTypa po3paxoBaHa
Ha TOBHOLIHHUN KOMEPLIMHUN MPOAYKT 1 HE € MPUIAATHOIO JUIsl MPOTOTUITYBAHHS —
CKJIQJHICTh IMIJICHCTEM YHEMOXJIMBIIIOE 1X BIATBOPEHHS B paMKaxX HABYAIBHOTO
MPOEKTY O€3 CYTTEBUX CIPOIIEHB [5; 7].

Inmmm peneBantHuM mpukianom € Five Nights at Freddy’s — xopop-tpa, B

K1} TpaBellb Kepye HEe MEPCOHAKEM O€3MOCEPEIHbO, a 3/IIMCHIOE CIIOCTEPEKEHHS 3a
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JIOKaIIsIMA 4Yepe3 KaMepu Ta B3aemojie 3 00’exktamu iHTepdeicy. Takui maxia €
KOHIIENTYalbHO OJM3BKUM JIO PO3POOITIOBAHOTO TMPOTOTHILY: TpaBelb obupae
JoKario 1y (Gokycy yBaru, a He 0e3mocepeHbO MEePEMIITy€e TIEPCOHAXka B MPOCTOPI.
[le miaTBepIKy€E MEPCHEKTHUBHICTH OOPAHOTO HAMPSMY Ta JOBOAWTH, IO MEXaHiKa
KepyBaHHS dYepe3 BHOIp JIOKamiii MOXe €(PEeKTUBHO TMOEIHYBATHUCh 3 aTMOCHEPOIO
xopop [4; 5].

This War of Mine [10] € mnpukiagoMm rpu, A€ peai3oBaHO MEXAHIKY
HEMPSIMOTO KEPYBaHHS TMEpPCOHaKaMHW dYepe3 BHOIp JoKamiii 1 3aBmaHb. [pa
JIEMOHCTPYE, 10 TIEPEMIICHHsI TePCOHAXKIB MK TOYKAaMHU Ha KapTi 3 aBTOMAaTUIHUM
BUKOHAHHSM il € 3p03yMiJIOI0 Ta MPUUHATHOIO JJISi TPaBLs MOACIUIIO B3a€MOII.
Pa3zom 13 TUM 111 Tpa Opi€HTOBaHA HA MEXAHIKHA BIXKHBAHHS Ta MOPAJIBHOTO BHOODY, a
HE Ha CTBOpEHHsA aTtMmocepu cTpaxy, MO OOMEKYE MOXKIUBICTh MPSIMOTO
NEepeHeceHHs 11 MAXO0/IB Y XOPOP-KOHTEKCT.

[IpoBenenuit anamiz J03BOJIIE CHCTEMATU3yBaTHU TIEpEeBard Ta HEIOJIKU
pO3TIsIHYTUX pilieHb. [[OpIBHAIBHY XapaKTEpUCTUKY aHAJIOTIB HAaBEICHO B TaOJHIIl
1.1.

Ta6mung 1.1 — [HopiBHSUIBHUH aHaJI13 XapaKTEPUCTUK aHAJIOT1B

I'pa Mexanika KepyBaHHS Atmocdepa | [IpuiiHaTHA CKIIaIHICTD
horror peaizanii
Outlast [Tpsime kepyBanHs (1-ma oco6a) | Bucoka Hi
Amnesia: TDD [Tpsime kepyBanus (1-ma ocoba) | Bucoka Hi
FNAF Henpsime (BuOip xamep) Bucoka YacTkoBO
This War of Mine Henpsime (Bubip stokartiii) Husbka Tax
Po3pobmoBanuii Hemnpsime (BuOip Jtokartiit) Cepenns Taxk
IPOTOTHII

Ha ocHOBI mpoBeneHOro aHajiily BH3HAU€HO HAMpPSIM PO3POOKU: MPOTOTHUIL
XOpOp-TpH 3 HENPSIMUM KEPYBAHHSIM IEPCOHAXKEM uepe3 BUOip sokariii. Takwii
X1 TOETHYE:

— MEXaHiKy BHOOPY JIOKaIliil 13 aBTOMaTUYHUM IMEPEMIIIECHHSIM IIePCOHaXa, 1110
3HIKY€ TEXHIYHY CKJIAQIHICTh peaii3ailii MOPIBHAHO 3 MPSIMHUM KepyBaHHSIM Bij
nepIoi ocodu;

— Bi3yaJbHE BUIUICHHS aKTUBHOI JIOKAII1 Ta CUCTEMY SPawn-TOYOK K OCHOBY
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U1 IOJAJIBIIOTO PO3IIUPEHHS ITPOBOT'O KOHTEHTY;

— arMoc(epHi eJIeMEHTH XOpOp-KaHpy, IO Peai3yloThCs Yepe3 CHUCTEMY
Bi3yaJbHUX €(EKTIB Ta 3allJJaHOBAHE ay/110Bi3yajbHe 0(OPMIICHHS.

Sk OCHOBHMI IHCTpYMEHT peanizaiii oOpaHo irpoBuid pymiid Unity 3 MOBOIO
nporpamyBanHs C#, mo 3a0e3neduye HEOOXITHMI (YHKIIOHAT MPH BIAHOCHO
HEBUCOKOMY TMOpO31 BXOAY Ta HIMPOKiA JokymeHntoBaHocTi [1; 3]. KomnonentHo-
opieHTOBaHa apxiTekTypa Unity moOpe Bia{moBijae oOpaHOMYy TMIAXOAY: KOXHA
HiJICHCTEMa peani3yeThesl K OKkpeMuil koMrnoHeHT MonoBehaviour, mo 3a6e3neuye

HE3aJICKHICTh MOJIYJIIB Ta 3pYYHICTh IXHBOT'O TECTYBAHHS 1 pO3IIUPEHHS [15]

1.4 IlocTaHoBKa 3aBJaHHSA HA KBaJi(ikauiiiHy podoTy 0akanaspa.

Mertoro kBamidikauiiHoi podOTH € po3poOKa MPOTOTUITY KOMI IOTEPHOI IpH
xaHpy horror Ha 6a3i irpoBoro pymuiis Unity 3 BAKOPUCTaHHSIM MOBH MPOTpaMyBaHHS
C#, mo 3abesneuye peanizaiiro 0a30BUX MEXaHIK B3a€MOJIii KOPHUCTyBaya 3 irpOBUM
CEPEIOBHILIEM Yepe3 CUCTEMY KepyBaHHs JIOKAI[ISIMU.

JI71s1 AOCSITHEHHSI TTOCTaBJICHOI METH HEOOX1THO BUPIIIUTH TaKi 3aBJIaHHS:

— IpoaHaNi3yBaTH Cy4aCHUH CTaH PO3pOOKHU irop ’kaHpy horror Ta BUSBUTH

— TMPOBECTH OTJISAJ ICHYHYHMX aHajJoriB 1 OOrpyHTyBaTH BHUOIp HaNpsMmy
pPO3pOOKH Ta IHCTPYMEHTAILHUX 33aC001B;

— PO3pOOUTH apXiTEKTypy NPOTOTUIy TPH HA OCHOBI KOMIIOHEHTHO-
opieHToBaHOrO TiAxoay Unity 3 BH3Ha4Ye€HHSM OCHOBHHUX MPOTPAMHHUX MOJYIIB Ta
3B’S3KIB MK HAMH;

— peami3dyBaTh CHCTEMY KepyBaHHS TMEPCOHAXEM 13 aBTOMATUYHHUM
NEePEeMILIEHHSIM MK JIOKAI[ISIMU Ta CHHXPOHI3alli€0 aHIMAIlIHHUX CTaHIB;

— peami3yBaTd CHCTEMY KEPyBaHHS KaMepoOl 3 TMIATPUMKOIO BIIHHOTO
nepeMilieHHs, MacTabyBaHHS Ta aBTOMAaTUYHOTO IIEHTPYBaHHS;

— peati3yBaTH CHCTEMY B3a€MOJII 3 JOKAIliIMHA Ha OCHOBI MexaHi3Mmy Raycast

13 Bi3yaJII>HI/IM BI/I,Z[iJ'ICHH}IM AKTUBHOI KIMHATH Ta OHOBJICHHSIM Spawn-TO40K;
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— TpoBeCTH (YHKIIOHAIBHE TECTYBaHHS pPO3pPOOJEHOTO MPOTOTHUIY Ta
MIJTBEPAUTH KOPEKTHICTh POOOTH BCIX MIJICUCTEM;
— OUIHUTH MAaciTabOBaHICTh peali30BaHOi apXIiTEKTypd Ta BU3HAYUTH
HAIPSMU TIOIAJIBIIIOTO PO3BUTKY MPOAYKTY.
O0’eKTOM [OCHIJKEHHSI € TPOIEC pO3POOKM I1HTEPAKTUBHHUX ITPOBHX
3aCTOCYHKIB Yy cepeoBHILI irpoBoro pyiuis Unity.
[IpenmeToM nOCTiKEHHS € METOAM Ta IMPOTrpaMHi 3aco0u peaiizallii iIrpoBUx
MEXaHIK KepyBaHHS TIEPCOHAKEM, KaMepOr Ta B3aEMOJIi 3 JIOKAIlsIMHA Y

TPUBUMIPHOMY ITPOBOMY CEPEIOBHIIII.
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PO31JI 2
CIIEIIU®PIKAILISA BUMOT 10 PO3POBJIIOBAHOI CHCTEMUA
2.1 OO0rpyHTryBanHsi BMOOpPY HLIAXiB, TEXHOJIOTiH i 3ac00iB BHpilIeHHS

MMOCTABJICHOI'O 3aB/IaHHA

Po3poOka koM’ 1oTepHOi Ipu kaHpy horror 3 eleMeHTaMu CUMYJISILIT MOTpedye
BUOOPY ONTUMAJILHUX TEXHOJIOTIH, K1 3a0e3medyaTh 0alaHC MK (DYHKI[IOHAJIBHICTIO,
NPOAYKTUBHICTIO Ta  CKJIQAHICTIO  peanmizaimii. BpaxoByrwoun  0COOIMBOCTI
MOCTABJICHOTO 3aBJaHHS, KIIOYOBUM €TallOM € BHU3HAYCHHS TMPOTPaAMHOTO
Cepe/IoBHUINA, AapXITEKTypHOTO TIAXOMy Ta aJropuTMIB peaiizaiii irpoBoi
joriku [1; 14].

Sk OCHOBHUH 1HCTpYMEHT po3poOku Oyio oopaHo Unity, sikuii € yHIBEpCaTbHUM
irpoBuM pyuriem nans ctBopeHHs Ak 2D, Tak 1 3D mpoektiB. [lanuit BuOIip
0OyMOBJICHUH PSAJOM TEpeBar, cepeil SKuX: MATPUMKA MOBU mporpamyBanHHs CH#,
HasBHICTh BOYOBaHO1 (PI3MKU, CUCTEMHU aHIMAIIH, a TAKOXK MTUPOKI MOKIMBOCTI JJIst
CTBOPEHHS KOPUCTYBAI[bKOTO 1HTEpeEHCy.

Buxopucrtanas moBu mporpamyBaHHs C# no3Boiisie peaiizyBaTé 00’ €KTHO-
OpPIEHTOBAHWUU MIAXiA 70 PO3POOKH, MO € OCOOJMBO BAXKIMBUM TPU CTBOPCHHI
CKJAJHUX CHCTEM 13 BEJIMKOI KIJBKICTIO B3a€EMOJIIOYMX KOMIIOHEHTIB, TaKUX SK
MePCOHaX1, PECYpCH Ta MO/IIi.

Jlnst  peamizariii irpoBOTO TMPOIECY 3aCTOCOBYETHCSA TIO1€BO-OPIEHTOBAHUM
X171, SKUi epegoadae oOpoOKy 1rpoBHUX MO (HaNmpUKiIaj, aTaka BOPOTiB, aBapii,
3MIHU CTaHy pecypciB) yepe3 cuctemy TpurepiB 1 oOpoOHukiB. lle mo3Bosie
CTBOPUTH JIWHAMIYHUI 1 HenepenoauyBaHui IrpoOBHil Tpoliec.

Takok BHKOPHUCTOBYETHCS MOIYJBHUN MiAXil A0 MOOYAOBH CHUCTEMH, TPH
SAKOMY OKpeMi KOMIIOHEHTH (cHCTeMa pecypciB, YIpPaBIIHHA MEPCOHAXKAMHU,
reHeparis Moiil) peanizyloTbes K He3aJIeKHI MOy, 1[0 B3aEMOIIOTH MK COOOI0
yepes3 YiTKO BU3HauUeH1 inTepdericu [16].

Jlna 30epekeHHs CTaHy IPU 3aCTOCOBYIOTHCA MEXaHI3MU cepialtizaiii JaHuX, 10

JO3BOJISIIOTh  3alMCYBAaTW MOTOYHHMM CTaH IrpoBOro cepenoBumia y Qain Ta
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BiTHOBJIFOBaTH MOTO TPU MTOBTOPHOMY 3aITyCKY.
Otxe, oOpaHi TEXHOJOTII Ta MiAX0aU 3a0e3MeuyroTh €(EeKTUBHY peaizalliio

IMMOCTABJICHOTO 3aBJIaHHA Ta JO3BOJIAIOTH CTBOPUTHU MaCHITa6OBaHy 1 THYYKY CUCTCMY.

2.2 OyHKIiOHATBHO-CTPYKTYPHA cXeMa po00TH 00’ €KTA MPOEKTYBAHHA

OYHKIIIOHAIBHO-CTPYKTYpHA CcXeMa po3poOJIIOBaHOI CHUCTEMHU BII0Opakae
OCHOBHI MpPOrpaMHI KOMIIOHEHTH TPH Ta JIOTIKY iXHBOI B3a€EMOJII MIX COOOIO.
Cuctemy moOyJI0OBaHO 3a MPUHIIMIIOM PO3MOALTY Ha He3alekH! (PYHKIIOHAJbHI
MIJICUCTEMH, KOKHA 3 SKMX BHKOHYE YITKO BHU3HAUYCHHMI HaOIp 3a1ad 1 B3aeMojie 3
IHIIMMHU Yepe3 CTUTbHI iHTepdelich Ta eHTpalIbHe CXOBUIIE CTaHYy.

BepxHiit piBeHb CXeMH TPEACTABIISE€ 30BHINIHIO CYTHICTh — KOPUCTYBaya, SIKUH
B3a€MOJII€ 3 TPOI0 BHUKJIIOYHO 4Yepe3 MOIyJb KopucTyBambkoro inrepdeiicy (Ul
Manager). Ul Manager npuiiMae mofii BBeIeHHS (KIIKM MHUI, MPOKPYyUyBaHHS) 1
TPAHCIIOE 1X y BUKJIMKH JIO IICHTPAIBHOTO KOOpAMHATOpa cuctemMu — Game Manager.

Game Manager € Kepyro4nuM MOAYJEM CHCTEMH, 110 BIAMOBIIAE 3a 3araibHUMA
CTaH Ipy Ta KOOPAMHAIIIO POOOTH BCIX MijcucTeM. BiH iHiIIam13ye KOMIIOHEHTH TIPU
3aImyCKy, YIIPaBJIsiE iIrPOBUM IMKJIOM 1 3a0e3medye nepenady KOMaH I 10 BiAMOBITHUX
nigcucteM. Bin Game Manager BiAramyXyroTbCs YOTHUPU OCHOBHI (DyHKIIOHAJIbHI
M1JICUCTEMU: SelectObject, PlayerMovements, CameraManager Ta
AnimationManager.

J10 OCHOBHUX KOMITOHEHTIB CUCTEMHU HAJICKATh:

— Game Manager — KOOpIMHY€ 3arajdbHUIA CTAH TPH Ta ITPOBUH ITHKIT,

— Ul Manager — 06po0iisie Aii koprcTyBaua Ta BimoOpaxae cTaH iHTepdeicy;

— SelectObject — peanizye Mmexani3Mm Raycast 11 Bu3HaueHHs BUOpaAHOi JIOKaIii
Ta Mepeadi CUTHAITY PO MEePEeMIIeHHs IEPCOHAXKa;

— PlayerMovements — 3a0e3nedye aBTOMaTUYHE MEPEMIIICHHS MTEPCOHAXa MIX
waypoint-aMu, 3MIHy OpI€HTAIlll Ta CTaHy aHIMaIlii;

— CameraManager — kepye€ nepeMileHHsIM KaMePH 1O CIIeHI, 3MIHOIO MacITady

Ta aBTOMAaTU4YHUM LOCHTPYBAHHAM Ha HCpCOHa)Ki;
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— AnimationManager — ynpaBnse crtaHama Unity Animator, 3a0e3nedye
NepeMUKaHHsI aHIMAIITHUX KJIITIB JJ1s IEPCOHAXKA 1 JIOKAIii;

— RoomStats — menTpamizoBaHe CXOBHWINE TMOTOYHOTO CTaHy piBHS: 30epirae
NOCHUJIAaHHS Ha aKTHBHY JIOKAIIiF0, MACHBH Waypoint-iB Ta Spawn-TOUYOK;

— SaveManager — BUKOHYye cepiam3aiito crany rpu y ¢opmar JSON Ta
3aBaHTAXEHHS 30€PEKEHOTO CTaHy.

OyHKIIOHAIBHO-CTPYKTYPHY CXEMY HaBEJEHO Ha pUCYHKY 2.1.

s N
KopucryBau
A J{ _/

‘ UI Manager |

O6pobka KaikiB MHILI, BijoOpakeHHs

J

Game Manager
KoopauHallisi cTaHy I'pH, irpoBHil 1TMKI

Raycast, Bubip nokauii Pyx, opienTajis, animaris Pyx, zoom, leHTpyBaHHA Cranu Animator, Kninu

/[

AKTHBHa JIOKallisi, waypoints, Spawn-TOYKH

| SelectObject | | PlayerMovements | | CameraManager | | AnimationManager |

RoomStats

SaveManager

JSON-cepiasnizaiiis, 30epeeHHs CTaHy

: 3oBHilIHIH D Koopaunatop [:I IHTepdeiic D IMigcucremu D CrninpHHi cTaH D 30eperkeHHs

Pucynok 2.1 — @yHKIIIOHAIbHO-CTPYKTYpHA cCXeMa

IPOrpamMHOro 3abe3neyeHHs rpu

[leHTpaJlbHUM €JIEMEHTOM B3a€EMOII MDK IIJICHCTEMaMH € KOMIIOHEHT

RoomStats, sxuii BuUCTynae CHUIBHAM CXOBHUIEM cTaHy piBHA. [licms BuGopy
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KOpHCTyBaueM HOBOI Jiokalii moayib SelectObject onoBmoe mgaHi B RoomStats:
3amucye MOCUJIAHHS Ha aKTUBHHUU IrpoBUM 00’€KT Ta (popMye MacuBH waypoint-iB,
TOUYOK reHepaiuii npeametiB 1 BoporiB. Kommonent PlayerMovements 3unTye 11i gaHi
JUIs. BU3HAYEHHS LIUJIbOBOI TOYKM TepeMilleHHs, a AnimationManager — JJis 3MiHU
aHIMAIIMHOTO CTaHy BIAMOBIMHMX 00’€kTiB. Taka apxiTekTypa 3a0e3medye ciaOKy
3B’SI3aHICTh MIX ITIJICKCTEMaMH Ta €MHY TOYKY CHHXPOHI3aIlli CTaHy.

B3aemomisi MK KOMIIOHEHTaMH 3AIHCHIOETBCS uepe3 TMpsMi TMOCUJIAHHSA Ha
komnonentu Unity (SerializeField) Ta Bukimuk BiAMOBIZHMX MyOJIYHUX METO/IB.
Game Manager iHilir0€ Ali y micCUCTeMaXx, MIJCUCTEMH OHOBJIIOIOTH CHIJIBHUM CTaH
yepe3 RoomStats, a SaveManager 36epirae 3HIMOK CTaHy IICJIS KOXXHOI 3HAYYIIO1
nomii — 3MiHM JOKarlii abo 3aBepIieHHs irpoBoi cecii. Taka cTpykTypa 3a0e3meuye
THYYKICTh 1 PO3IIMPIOBAHICTh CUCTEMU: JOJaBaHHS HOBHUX MIJICUCTEM (HAIPHUKIIA,
MOJyNs BOpOriB abo iHBeHTapsi) He moTpedye 3MiH Yy BXKE peaiz0BaHUX

KOMIIOHCHTAX.

2.3 CTtBOpeHHs MojeJti 0a3u JaHUX

Jlnst 3a0e3nedeHHs 30epexeHHsT Ta OOpOOKH JaHUX y PO3POOTIOBaHINA CHUCTEMI
HEOOX1HO CTBOPUTH BIJIMOBIAHY MOJENb MAaHUX. Y KOHTEKCTI KOMII IOTEPHOI T'pH
MOJIeIh JTaHUX OXOIUTIOE 1H(OpMaIlilo MpO MOTOYHUN CTaH TPHU, XaAPAKTECPUCTUKU
nepcoHaXka, 1rpoBi JIOKaIlli, reHepoBaHl O0’e€kTH Ta mporpec rpasisl. KopekTHo
CIIPOEKTOBaHA MOJIETh JaHUX € (PyHAAMEHTOM JIsl pO3IIMPEHHs (PYHKIIOHATY TPH Yy
MOAANBIINX 1TEPALiSX PO3POOKH.

OckinbKH Tpa pO3poOISETHCS 3 BUKOpHUCTaHHAM pyiis Unity, TOLIIBHO
3aCTOCYBaTH BOYJOBaHI 3acoOM 30epekeHHs Ta OpraHisaiii JaHUX, a came:
ScriptableObject ny1st cTaTHyHUX KOHPITYpaLiiHUX JaHUX (XapaKTEPUCTUKH BOPOTIB,
nmapamMeTpu TpeaMeTiB) Ta cepiamizamito 'y ¢dopmar JSON nmns  30epexkeHHs
JWHAMIYHOTO CTaHy I'pH MDK cecisiMu. Takuit mijaxia A03BOISE€ YHUKHYTH 3aJIeKHOCTI
BT 30BHIIIHIX CHCTEM KepyBaHHS ©0a3aMH [JaHUX, CHPOILYE PO3TOPTAHHS

IpPOrpaMHOro MPOAYKTY Ta 3a0e3mnedye JAOCTATHIO MPOAYKTUBHICTH MJIS 1rop
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noAioHOTO MaciiTady.

Ha ocHoOBi aHamizy (QyHKI[IOHAIFHUX BUMOT 0 MPOTOTHITY Ta 3allJJaHOBAHUX
HANpsSMKiB MOrO PO3BUTKY BHU3HAUEHO II'SITh OCHOBHUX CYTHOCTEW MOJENI JaHUX.
KoxHa CyTHICTH BIANOBIA€E OKPEMOMY ITPOBOMY €JIEMEHTY Ta MICTUTh HaOIp
aTpuOyTiB, 110 OMUCYIOTh HOro cTaH 1 moBendiHKy. llepenik cyTHOcTed 13 IXHIMHU
aTpuOyTaMu HaBeAeHO B Ta0mui 2.1.

Ta6mui 2.1 — OCHOBHI CYyTHOCT1 MOJIEJII JAHUX

CyTHicTh OcHoBHi aTpuOyTH Tumn 30epiranss

I'paBens (Player) playerld, currentLocationld, healthPoints, | JSON (SaveData)
inventoryltems[], progressFlags|]

Jlokaris (Location) locationld, locationName, isActive, | ScriptableObject
animationState, connectedLocationlds[]

[lepconax (Character) characterld, currentWaypointlndex, isMoving, | MonoBehaviour
moveSpeed, animationState (Runtime)

IrpoBwmii mpeamer (Item) | itemld, itemType, itemName, description, | ScriptableObject
spawnWeight, effectValue

Bopor (Enemy) enemyld, enemyType, healthPoints, | ScriptableObject
moveSpeed, detectionRadius, patrolPoints|[]
[Moxist (GameEvent) eventld, eventType, triggerCondition, | JSON (EventLog)

affectedEntityld, consequence

CyTtHicTh «I'paBerb» € IEHTPaATBLHOI0 B MOJICI TAHUX: BOHA 30€pirae moTOYHHIA
Iporpec TpaBIld, BKIIOYAIOUM 1IEHTH(DIKATOP aKTHBHOI JIOKallii, TTOTOYHHUU CTaH
3I0pOB’sl Ta CHHCOK MigiOpanux mpeameriB. CaMe I CYTHICTh cepilami3yeTbes y
JSON-(aitn npu 30epexeHH1 IpH Ta Jiecepialli3yeThCs MPH i1 3aBaHTaXKEHHI.

CytHocTti «IrpoBuii npeamer» Ta «Bopor» € KoH}pIrypamiiHuMu: iXHi JaH1 HE
3MIHIOIOTBCS M1 Yac Ipu 1 ToMy 30epiraiotbes sk ScriptableObject-akThBH y MPOEKTI
Unity. Ile nmo3Bomsie 3pydHO pemaryBaTH mapameTpu OajaHcy Oe3mocepenHbO B
1HCHIEKTOp1 penakTopa 6e3 3MiH y mporpamHomy koai. CytHicte «llomis» dikcye
IrpOBi MOA1T B *KypHaJIl U1 MOJAJIBIIOro aHalizy abo peanizaiii CHCTEMH TOCSTHEHb.

3B’S3KM MDK CYTHOCTSIMU BIJIOOPaKarOTh JIOTIKY B3a€MOJIi IrPOBUX €JIEMEHTIB
Mk co0oro. [IpaBuibHO BH3HAYeHI 3B’A3KM 3a0€3MeUylOTh LUTICHICTh JAaHUX Ta
JIO3BOJIAIOTh YHUKHYTH JyOIrOBaHHS 1H(oOpMaIii mpu poO3MUPEeHHI (PyHKIIIOHATY

cuctemu. OCHOBHI 3B’S3KH M1’K CyTHOCTSIMUA HaBeJIeHO B TaOuIl 2.2.
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Tabnuis 2.2 — 3B’S3KU MK CYTHOCTSIMU

CytHicth | | Tun 38’s13ky | CYTHICTB 2 Omnuc 3B’ 513Ky

['paBerb 1:1 Jlokaris ['paBenib nepeOyBae B OAHIN aKTUBHIN JIOKAITii

I'paBenb I:N IrpoBuii mpeamer | I'paBentb MoOXe MaTH KidbKa TMPEAMETIB B
iHBEHTapi

Jlokaris 1:N Bopor Y nokartii MOXe 3HaXOJIUTHUCH KiJIbKa BOPOTiB

Jlokaris 1:N IrpoBuii npeamer | V nokairii Moke OyTH KiJTbKa MMPEAMETIB

Jloxkarist M:N Jlokaris Jlokarrii moB’si3aHi MiXK COOOI0 MepeXoaaMu

IMomis N:1 Jlokamist [Toxis mpuB’si3aHa 10 KOHKPETHO1 JIOKAITi1

Ilepconax | N:1 Jlokaris Ilepconax mnepeMillyeTbcss B MeXax aKTUBHOI
JIoKari

KirouoBuM 3B’S13KOM I IOTOYHOT peani3allii € BIAHOIIEHHS MK CyTHOCTSIMHU
«Ilepconaxx» 1 «Jlokaris»: mpu 3MiHI AKTUBHOI JIOKAIlii CHUCTEMa aBTOMATHYHO
OHOBJIIOE MacWUBHU Wwaypoint-iB NEpPCOHa)ka uepe3 KOMMOHEeHT RoomStats, mo €
IPOrpaMHUM BiJIOOpaKEHHSAM LIOTO 3B’SI3KYy B apXITEKTypl TpH. 3B 530K «Jlokarris-
Bopor» Ta  «Jlokamis-IrpoBuii  mpeaMer»  peali3oBaHO — uyepe3  MacHBHU
enemySpawnpoints Ta itemSpawnpoints BiIITOBIIHO.

g 30epekeHHs AUHAMIYHOTO CTaHy TpU MDK CECiIIMH BUKOPHUCTOBYETHCS
cepiamizarisa ganux y gpopmar JSON 3aco6amu Unity. BOynoBanmii kiac JsonUtility
3abe3neuye neperBopeHHs: C#-00’ekTiB y JSON-psaI0K Ta y 3BOPOTHOMY HANPSIMKY
0e3 3aje)xHOCTel BiJ 30BHIMIHIX O010mioTek. Maitn 30epexeHHs] PO3MIIIYEThCS Y
nupekTopii Application.persistentDataPath, o rapantye qocTynHICTh HUISXY 3aMUCy
Ha BCIX MIATPUMYBaHUX MIaTPopMax.

Crpykrypa JSON-daiiny 30epexeHHs BijoOpakae ctaH CyTHOCTI «['paBerp» Ta
MOB’SI3aHMX 13 HEIO AuHaMIYHUX daHnX. OCHOBHI 1o ¢ainy 30epeKeHHS HaBEIECHO
B Ta0mmi 2.3.

Ta6mus 2.3 — Ctpykrypa JSON-daiiny 30epexeHHs

[Tone JSON Tun ganux Omnuc

playerld string VYHiKanbHUHN 11eHTH(IKATOP 30epeKeHHS
currentLocationld string InenTudikaTop MOTOYHOI aKTUBHOI JIOKAITi{
healthPoints int [ToTouHuMiA piBEHH 370POB’ S TPABIIS
inventoryltems string][] Macus ineHTH(}iKaTOpiB MPEIMETIB B IHBEHTAp1
progressFlags bool[] MacuB nparnopiiiB BAKOHAHUX 3aBJIaHb/TOIIH
sessionTime float 3aranpHUI yac MOTOYHOI IrpoOBOI cecii y ceKyHaax
lastSaveTimestamp string JlaTa Ta yac OCTaHHBOTO 30epeKEHHS
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s pobotu 13 JSON-30€epekeHHSIM peali30ByBaTUMEThCSI OKPEMHU KOMIIOHEHT
SaveManager, 110 I1HKaICy/JlO€ JIOTIKY 4YHMTaHHS Ta 3anucy ¢aiiry 30epeKeHHs.
Cepiamnizamist BukoHyBaTuMeThes depe3 JsonUtility. ToJson(), mecepiamizaiist — gepes
JsonUltility.FromJson<SaveData>(). Bukiuk 30epexeHHs TUIaHy€e€ThCS 3/I1IMCHIOBATH
aBTOMATUYHO MPH MEPEXO0/I1 MIXK JIOKALISIMU Ta TPU 3aKPUTTI TPH, 10 YOE3MEUUTh BiJl
BTpaTH MPOrpecy.

Craruuni koH(irypamiiHi JaHi Tpu — IMapaMeTpu BOPOTiB, MPEAMETIB Ta
JoKarii — 30epiratotbest y Burisiai ScriptableObject-aktusiB Unity. ScriptableObject
€ KOHTCHHEpPOM [aHUX, IO ICHYE SIK OKPEeMHH aKTHB Yy MPOEKTI Ta MOXe OyTu
NpU3HAYCHUN OYJb-IKOMY ITpOBOMY OO’€KTY 4Yepe3 I1HCIEKTOp 0e3 ayO0JIroBaHHS
nanux. lle BIAMOBIa€ MPUHIMITY €IWHOI BIAMOBIAAIBHOCTI Ta 3a0e3medye 3pydHe
penaryBaHHs OajaHcy Tpu 0€3 3MiHU MPOTPaAMHOTO KOJY.

JUis  KOXXHOTO THIy IrPOBOTO OO’€KTa CTBOPIOETHCS OKPEMHU  Kilac
ScriptableObject. Hanpuxnan, xmac EnemyData wmictute mnons healthPoints,
moveSpeed ta detectionRadius, a kmac ItemData — nonsa itemType, description Ta
effectValue. KonkpetHi akTuBu CTBOPIOIOTHCS y penakTopi Unity sk eK3eMIUIspu
BIJIMOBIHUX KJIACIB 13 1HIUBIyaIbHO HAIAIITOBAHUMY 3HAYEHHSIMH MapaMeTpiB.

[lepeBaroro TaKoro miAXoIy € MOBHA HE3AIEKHICTh KOHPITYpaIIitHUX JaHUX BiJ
JIOTIKM TpU: AW3aiiHEp MOKe 3MIHIOBATH MapamMeTpu OanaHCy Oe3mocepeaHbo B
iHcriekTopi Unity 6e3 ydacti nporpamicra. Kpim Toro, onun ScriptableObject-aktus
MOKe OyTHM OJHOYACHO MPHU3HAUYEHUN KUIBKOM ITPOBHM 00’€KTaM, IO BUKIIOYAE
JTyOJIFOBaHHS JaHUX Y MaM’STi.

TakuM 4MHOM, MOJEIH JaHUX PO3POOJICHOTO MPOTOTHUITY MOETHYE ABA ITiIXOIU
no oprasizamii nmanux: ScriptableObject s craTuuHHX — KOHDIrypamiiHux
napametpiB Ta JSON-cepianizaliito g TMHAMIYHOTO CTaHy I'pu. BusHadyeH1 CyTHOCTI
Ta 3B’A3KM MDK HUMH BIJOOpa)KaloTh KIIIOUOBI IFPOBI €JIEMEHTH Ta 3a0€3MeuyroTh
JIOCTATHIO THYYKICTh JJIA peadi3allii 3alUlaHOBaHUX pO3MIMPEHb (YHKIIOHATY
— CHUCTEeMHM MPOTUBHHKIB, MPEIMETIB Ta 30€peKEHHs Mmporpecy — 0e3 HeoOXiTHOCTI

NEpErIsiAy 3arajibHOI CTPYKTYPH TaHHUX.
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PO3/11 3
PO3POBKA KOMIT’IOTEPHOI I'PM JKAHPY HORROR

3.1 llpakTu4yHa peaizanis KOMII’IOTEPHOI I'PH

Po3pobka mpoToTHITy XOpOp-TpH 3A1MCHIOBANACS 13 BUKOPUCTAHHSM ITPOBOTO
pyuiss Unity Tta MoBu mnporpamyBaHHs C#. B OCHOBY MNpOEKTHOTO pIIICHHS
MOKJIAJICHO KOMITIOHEHTHO-OPIEHTOBAHUW MIAX1J, BIAMOBIIHO JI0 SIKOTO KOXEH
irpoBuil 00’€xT popmyeThCs 13 HAOOpy He3zanekHUX KoMIOHeHTiB MonoBehaviour,
10 BIJIMOBIAAIOTh 32 OKPEMI aCleKTH MOro MoBeMIHKU. Takuit miaxig € CTaHAapTHUM
st Unity 1 3a0e3nedye MOBTOpHE BUKOPUCTaHHS KONy, 3pY4YHICTh TECTYBaHHS Ta
HE3aJIe)KHE PO3IINPEHHS] OKPEMUX IT1JICHUCTEM.

[Iporpamue 3a0e3medyeHHs NPOTOTHUIY CKIANAEThCA 3 II'SITH OCHOBHMX
(GYHKIIIOHATPHUX MOJYJIB: CHCTeMHU KepyBaHHA mnepcoHaxem (PlayerMovements),
cucteMu kepyBaHHsS kameporo (CameraManager), cuctemMu B3a€MOJIl 3 JIOKAIlISIMH
(SelectObject), cucremu animariili (AnimationManager) Ta HEHTPAJIBHOTO CXOBHIIA
crany piBHa (RoomStats). B3zaemomiss Mixk MOAynsiMu opraHizoBaHa 4epe3 00 €KT
RoomStats, sxuii BUKOHY€ POJIb CHIIBHOTO KOHTEKCTY: MICIs BUOOPY HOBOI JIOKAIIi
JI0 HBOTO 3aMMCYIOTHCS aKTyalbHI MaCMBU waypoint-iB, Spawn-TO4OK MPEAMETIB Ta
Spawn-TOYOK BOPOTIB, a BC1 1HIIII KOMIIOHEHTH 3UUTYIOTh 111 JaH1 3a TOTpe0oIo.

[leHTpanbHUM €JIEMEHTOM apXiTeKTypu € OO0’€KT KepyBaHHS pIBHEM
(RoomStats), sikuii 30epirae MOCKUIaHHS Ha TOTOYHY aKTUBHY JIOKAIIiF0, MACUB TOUYOK
nepeMiimieHHss nepcoHaxa (playerWaypoints), MacuB TOUYOK TeHepallii MNpeaMeTiB
(itemSpawnpoints) Ta MacuMB TOYOK TOSIBU BOpOTiB (enemySpawnpoints). [
IporpaMHi KOMIIOHEHTH OTPUMYIOTh HEOOXiJHI JaHl 4epe3 3BEPHEHHS [0 I[OTO
00’ekTa, 110 3a0e3meuye eHTpali30BaHe KepyBaHHS CTAaHOM IPOBOTO CEpeOBUIIA
Ta YHUKHEHHS TyOIroBaHHS 1H(GOpMaLli MIX MOIYJISIMU.

Cucrema animariii Unity Animator 3acTOCOBY€ThCS AJisl KEPYBAHHSI Bi3yaJIbHUM
BIIOOpaXEHHSAM CTaHy TIIepCOHaXa Ta CTaHy Jiokamid. IlepemukanHs Mix
aHIMaIlIMHUMK CTaHAMH 3J1HCHIOETHCS Yepe3 NUIOYHMCENbHAN MapaMeTp animState,

3HAUYCHHA KO0 BCTAHOBJIIOETBCA IIPOrpaMHO Bi,Z[HOBi,Z[HO J0 ITIOTOYHHX ,Z[lﬁ
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KOpUCcTyBauya abo craHy irpoBoro 00’ekta. CucremMa B3aeMOJii KOpUCTyBaya 3
IrpOBMMH JIOKAIIIMH peajii3oBaHa 3a I0NOMOroro MexaHizMmy Raycast, sikuit 1o3BosIsie
BU3HAYATH IrPOBi1 00’ EKTH 32 MO3UINIEI0 Kypcopa MHIII Ha €KpaHi.

CTpykTypy MporpamMHOro 3a0e3nedyeHHs CIPOEKTOBAHO 3 YpaxXyBaHHIM
NOJIaJbIIOT0 PO3MHMPEHHS PyHKIioHaTy. CHUCTeMa Spawn-TOYOK MiATOTOBJICHA AJIS
reHepalii BOpOriB 1 MpeIMEeTIB y HACTYMHUX iTepaliiax po3pooku. JlojaBaHHS HOBUX
TUIB IrpoBUX 00’ €KTIB HE NOTpeOyBaTHMME CYTTEBUX 3MIH y BXKE peasi3oBaHIl
apXITEKTypI.

Cucrema kepyBaHHSI IEpCOHaXeM 3a0e3redye aBTOMAaTUYHE MEpeMIIICHHS
IrPOBOr0 MEPCOHAXKA MIXK JIOKAIISIMU TIICJISI BUOOPY KIMHATH KOPUCTyBaueM, 3MiHY
Opl€HTAIl] MOJENI 3aJIeKHO BiJ HANPSIMKY PyXy Ta CHHXPOHI30BaHE BIATBOPEHHS
aHIMAI[IMHUX CTaHIB.

[Ticns Bubopy kopucTyBadeMm HOBOI Jiokalii momayis SelectObject onoBmroe
macuB playerWaypoints y komnonenti RoomStats Ta akTuBye npamnopeus isMoving y
koMrioHeHTl PlayerMovements. OtpuMmaBiiu 1€l CUTHaJ, CHCTEMa KEpyBaHHS
NEPCOHAXEM BHM3HAYA€ IIIbOBY TOUYKY MEPEMILICHHS SIK MEPIIUN €JIeMEHT MacHBY
waypoint-iB 1 BUKOHy€ IUIaBHUH pyx 10 Hei. [loganbpmuii pyX BHKOHYETHCSA

aBTOMATHUYHO, 0€3 J0JJaTKOBOT'O BTpyYaHHs KopucTyBaya (puc. 3.1).

Bub6ip nokauii

7

f~ )

Ul% OTpumaHHs waypoint

7 ,
3anyck pyxy g%
7

3MiHa aHiMauil

. 2

( ™)

[ OCArHeHHs TOYKHU

J

[nepexip, y CTaH OquyBaHHﬂJ g

Pucynoxk 3.1 — Cxema po6oTu pyxy mepcoHaxa
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st peaizarii nepeMIIIeHHS BUKOPHUCTOBYETHCS METOJI
Vector3.MoveTowards(), sikuil 703BOJIsIE€ IJIABHO MEPEMIIyBaTH IrpOBHM 00’ €KT 10
3aJ1aHOi TOYKH 3 TIOCTIMHOIO MIBUAKICTIO, HE3aJIEKHO BiJl TOTOYHOI YaCTOTH KaJpiB
3aBIsAKM MHOXKHMKY Time.deltalTime. VY wmeroai MovePlayer() mokaapoBo
00YHCIIIOETHCSA MTOTOYHA BiJICTAaHb MIXK NMEPCOHAXEM Ta LITLOBHUM Waypoint-oM; KOJIH
I BIACTaHb JOCATa€ HyJd, npamopeub isMoving CKHOA€TbCs Ta pyx

3aBepuryerhes (micT. 3.1).

Jlictunr 3.1 — Peanizaltis nepemileHHs nepcoHaxa
private void MovePlayer()
{float distance = Vector3.Distance(
transform.position,roomStats.playerWaypoints[@].position);
float step = moveSpeed * Time.deltaTime;
transform.position = Vector3.MoveTowards(
transform.position, roomStats.playerWaypoints[@].position,step);
if (distance == @) { isMoving = false; }}

KiHelb JicTuHry 3.1

VY pesynbrari BUKOHAHHSA KOAY (JIicT. 3.1) mepcoHa)x IIOKaIPOBO 3MIIYEThCS
Ha KpOK, III0 BU3HAYAETHCS TOOYTKOM IIBUIKOCTI Ta yacy kaupy. Ilicis mocsrHeHHS
IITHOBOI TOYKM PyX aBTOMATHYHO 3YMHUHSETHCS, M0 YHEMOMJIMBIIIOE HEKOPEKTHE

HaKOMMYEeHHS 3MiIeHb (puc. 3.2).

Pucynox 3.2 — Pyx nepconaxa g0 waypoint
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JIsist mokpanieHHsl Bi3yalbHOi JOCTOBIPHOCTI pyXy peajli3oBaHO aBTOMATHYHY

3MiHY opieHTallii 3D-Moen MmepcoHa)ka 3aJIe)KHO BijJi TOPU30HTAJIBLHOIO HAMPSIMKY

nepemimiendsi. Merton FlipCharacter() mopiBHIOE koopauHaTy [| mepcoHaxka 3

KOOPAMHATOIO || UIbOBOTO waypoint-a (Jict. 3.2).

Jlictunr 3.2 — Peaizaltist 3MiHM HAaIPsIMKY MEPCOHAXKA

private void FlipCharacter()

{

if (transform.position.x <
roomStats.playerWaypoints[@].position.x)
{transform.rotation =
Quaternion.Euler(@, 0, 0);}
Else {transform.rotation = Quaternion.Euler(0, 180, 0); }}

KIHeI[b JIICTHHTY 3.2

Sxmo wiah po3TalloBaHa IpaBillie 3a IOTOYHY TO3MIII0 TMEePCOHaXa,

3aCTOCOBYETBCSI CTaHJapTHA OpieHTAIlls MoJenl (KyT obepTaHHs 1o oci Y JIOpiBHIOE

0°). ¥V mporunie:xxHoMy pasi MoJielib ToBepTaeThbess Ha 180° HaBKOJO BEPTUKAIBHOI

oci, 1o 3abe3nevye MPUPOAHUN BUIJISA PyXy y 3BOPOTHOMY HaIpsIMKy Oe3 3aMiHH

cripaiiTy abo 1oaaTKoBHUX pecypcis (puc. 3.3).

Pucynok 3.3 — Pyx nepcoHaxka B 3BOPOTHbOMY HAIIPSIMKY
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CuHXpoHI3allil0 aHIMaIlli MepcoHa)ka 3 HOTro pyXoM 3a0e3redye KOMIIOHEHT
AnimationManager, sSKuii OTpUMY€E IIiJIe YHCIO-1IeHTU(IKATOp CTaHy Ta Iepenae

fioro mapametpy animState koHTposiepa Animator (JicT. 3.3).

Jlictunr 3.3 — 3MiHa aKTUBHOTO CTaHy aHIMaIlli

public void ChangeAnimationClip(int i)
{

}

_anim.SetInteger("animState", 1i);

KiHeIlb JIICTUHTY 3.3

3ane)kHO BiI 3HAUeHHsA TMapamerpa animState KoHTpoiep Animator
NEPEeXOIUTh 0 BiAMOBiAHOTO cTaHy: 0 — OdiKyBaHHS, | — BHWAUIEHHS aKTHBHOTO
00’ekTa, 2 — TOBEpPHEHHS J0 HEUTPAILHOTO CTaHy. Takui MmAXiJ J03BOJISE
IEHTPaJi30BaHO KepyBaTHM BCiMa aHIMAIIMHUMH TIepexojamMu 3 OyIb-IKOTO
KOMITOHEHTA TPHU Yepe3 €IUHUNA METOI.

VY pesynbrari peanmizailii CHUCTEeMH KEpyBaHHS IEepCOHaKeM 3a0e3MedyeHo:
aBTOMATH30BaHE MEPEMIIIEHHS MiXK JIOKAIISIMU 3 KOPEKTHUM 3YITUHEHHSM Y IIJIbOBIM
TOYIN, JAWHAMIYHE BiA3EpKaJeHHS MOJEl BIAMNOBIAHO 70 HANPSIMKY pyXy Ta
CHHXPOHI3AIII0 MEPEeMIIIEHHs 3 aHIMAIIHHUMHM CTaHAMU 4Yepe3 €JUHHN MeXaHI3M
napaMeTrpa animState.

Cucrema KepyBaHHA KaMmepor 3a0e3medye KOM(POPTHY  B3aEMOJIIO
KOpPHCTYyBaua 3 ITPOBUM CEPEJIOBMINEM 4Yepe3 TPU OCHOBHI (DYHKINi: BIIbHE py4HE
nepeMileHHs, aBTOMaTHYHE I[EHTPYBaHHSI Ha MEPCOHAX1 Ta MacIITa0yBaHHS MOJIS
30py.

[lepemimeHnHss KaMepy BHKOHYETHCS MPH YTPUMAHHI MPaBOi KHOMKH MHUIII.
[I{oxagpoBo 34UTYIOTHCS 3HAUEHHS MEpeMillleHHsI Kypcopa mo ocsix [ Ta Y uyepes
Input.GetAxis(), micias 4oro 1l 3Ha4Y€HHsI TOMHOXKYIOThCS Ha KOE€(III€EHT MBUIKOCTI
ta Time.deltaTime 1  3acTOCOBYIOThCS 110  TO3WINI  Kamepw  4Yepes
Transform.Translate(). [ns 3amobiranHs BHUXOAYy Kamepu 3a MEX1 IrpOBOTO PiBHSA
IiCIsl KOKHOTO TIEPEeMIIlIEeHHS! BUKOHYEThCS TMEpEeBipKa KOOPAMHAT BiTHOCHO

3a37aJIeTiIb BU3HAYCHUX TPAHUYHUX 3HAYCHB (JTICT. 3.4).



Jlictunr 3.4 — Peasnizaliist nepeBIpKy MeX MEpPeMIEHHs] KaMepu
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private void StayInBoundaries()

{
if (transform.position.x < boundaryXmin)
{
transform.position = new Vector3(
boundaryXmin,
transform.position.y,
transform.position.z);
}
if (transform.position.x > boundaryXmax) {
transform.position = new Vector3(
boundaryXmax,
transform.position.y,
transform.position.z);
}
}

KiHeI[b JIiCTUHTY 3.4

ﬂKIIIO IIOTOYHA KOOpJAHMHATa KaMCPH BHUXOIUTL 3a BCTAHOBJICHI MC}Ki, BOHa

IpUMYCOBO (DIKCY€ThCS HA TPAHUYHOMY 3Hau€HHI. MexXi 3aat0ThCsl SIK cepiaii3oBaHi

MOJIsl KOMITOHEHTA 1 HaJaIlTOBYIOThCS Y peaaktopl Unity 6e3 3minu kony (puc. 3.4).

AHaznoriuHa mnepeBipKka BHUKOHYETHCS 1 JUIsi KOOpAMHATH Y, 10 OOMEXye 00IacTb

neperssiay Juiie MexKaMu IrpoBOro piBHSI.

B v Camera Manager (Script)

Speed 120

Center On Player Speed 0.025
Centering

Boundary Ymin -5
Boundary Ymax 5
Boundary Xmin -30
Boundary Xmax 30
Boundary Zmin 0]
Boundary Zmax 0]

Player A Warrior_Sheet-Effect_0 (Transfor ®

Pucynok 3.4 — HanamryBanHs napaMeTpiB OOMEXEHHs IePEMIIIEHHS KaMepu
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JUIs  IIBUAKOTO TOBEPHEHHS JO TIOTOYHOTO TIOJOKEHHS TEepCOHaXa
peasi3oBaHO  MEXaHi3M aBTOMAaTUYHOTO IIEHTPYyBaHHSA. BOHO  aKTHUBYETHCS
HATHUCKAHHIM CEPEIHbOI KHOIKY MUII Ta BUKOHY€EThCS MPOTsroM 0,5 CeKyHaH depes
KOpYTHHY, sKa BCTAHOBIIOE Mpamopelns centering Ha dac BuUKoHaHHSI. CaMm pyx
KaMepu N0 TMepCOoHaXka 3IACHIOEThCS 3a gomomoror ¢yukimii Mathf.Lerp(), mo

3a0e3rnevye TIaBHe HAOIMKEHHs 0e3 pi3KuX CTpUOKIB (JIicT. 3.5).

Jlictunr 3.5 — Peaunizailisi IEeHTpYBaHHsI KaMEpU Ha MEPCOHAXKI
private void CenterOnPlayer()

{

Vector3 currentPosition = transform.position;
float targetX = Mathf.Lerp(
currentPosition.x,
player.position.x,

centerOnPlayerSpeed);
float targetY = Mathf.Lerp(
currentPosition.y,
player.position.y,
centerOnPlayerSpeed);
transform.position =
new Vector3(
targetX,
targety,
currentPosition.z);

KiHeI[b JIICTUHTY 3.5

Oynkiis Lerp() 1mMokaapoBO 3MEHIIY€E BIJICTaHb MK IMOTOYHOIO TMO3HUIIIEI0
KaMepu Ta TO3UINEI0 TEepCOHaka Ha 3amaHy dactky (centerOnPlayerSpeed), mio
CTBOpIOE e(eKT miuaBHOro HabmmxeHHs. Koopaunarta Z mpu HbOMY 3aJIMIIA€THCS
HE3MIHHOIO, OCKIJIbKM KEepyBaHHS TJIMOMHOI OIISANY 3IiHCHIOETBCS OKPEMHUM
MEXaH13MOM MaclITaOyBaHHS.

MacmrabyBaHHs TOJISI 30py peaizoBaHe Yepe3 3MiHy KOOpIWHATH Z KaMepu
BIINOBITHO 10 3HAYEHHS TPOKPYTKH KOJeca MHUII, OTPUMAHOTO dYepes
Input.GetAxis("Mouse  ScrollWheel") (mict. 3.6). Ockinbku pymiit  Unity
BUKOPHUCTOBY€E OpTOrpadiuHy MPOEKIIII0, 3MIIIEHHS KaMepu Mo oci Z eKBIBaJCHTHE

HaOIMKEeHHIO a00 BIAJIaJICHHIO B IrPOBOT CLICHH.
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Jlictunr 3.6 — Peanizaiiis 3MiHM MaciTady KaMepu

private void Zoom()
{ float scroll =
Input.GetAxis("Mouse ScrollWheel");
transform.position =
new Vector3(
transform.position.x,
transform.position.y,
transform.position.z + scroll);

KiHeI[b JIICTUHTY 3.6

Takum ymHOM, cucTeMa KepyBaHHS KaMepOlO HaJae KOPUCTyBady MOBHUUN
KOHTPOJIb HaJl 00JIACTIO MEPErJisAay: BUIbHE MEepPEMIIICHHS 3 OOMEXEHHSIMH, 3pydHE
MOBEPHEHHS 10 TIEPCOHaKa OJTHUM HATHUCKAHHSIM Ta MacITaOyBaHHS IS I€TaTbHOTO
a00 3arajJpHOTO OTJISAY ITPOBOTO CEPEIOBHIIIA.

Cucrema B3aeMOIi 3 JOKAIISIMU € KIFOYOBHUM €JIEMEHTOM IrPOBOTO TPOIIECY:
BOHa 00po0JIsie KIIKM MHUIIT KOPUCTyBaya, BU3HAYa€ BUOpaHy KIMHATY, OHOBJIOE ii
BI3yaJbHUM CTaH Ta TNepelae akTyalbHl JaHl [P0 AaKTHUBHY JIOKAIlI0 I1HIIUM
MiJICUCTEMaM TPH.

Jlnst Bu3HA4YeHHsT BUOpaHOTO 00’€KTa BUKOPHUCTOBYETHCS MeXaHi3M Raycast.
[licns HaTUCKaHHS JIi1BOI KHOMKH MHII (OPMYETHCS MPOMIHb 13 MO3WINT KaMepu
yepe3 KOOpIWHATH Kypcopa Ha eKpaHi. SIKIIo TpoMiHb TEpeTHHAae KoJanaep
IrpoBOTO 00’€KTa, MOCUJIAHHS Ha 1€l 00’ €KT 30epiraeThest ISl MOAAIBIIOT 0OPOOKH

(mct. 3.7).

Jlictunr 3.7 — Buznauenns BuOpaHoi jokaiiii 3a jonomororo Raycast

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

if (Physics.Raycast(ray, out hit))

{raycastObjectHit = hit.transform.gameObject;}

KiHelb JiCTUHTY 3.7

HaBenenwnit ¢pparment koxy (mict. 3.7) peanizye NOBHUM LUK OOPOOKHU KIIIKY:
Iepil HDK 3aCTOCYBaTH BHJAUICHHS JI0 HOBOTO 00’€KTa, CHCTEMa IOBEpTae

MONEPEHIO aKTUBHY JIOKAIII0 0 HEUTPAJIbHOTO aHIMAIIMHOTO cTaHy (mapametp 2).
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[Ticns mboro BU3HavaeThesi HOBUM hit-00’€KT, OHOBIIOETHCS 1HGOpMaILlis PO KIMHATY
Ta BCTAHOBIIOETHCS TMpamnopers isMoving, mo 3amyckae epeMillieHHs] TepCOoHaXxa.
Hapermti, Ha HOBOMy 00’ €KT1 aKTUBY€EThCSI aHIMallis BUIICHHS (Tapametp 1).

3MiHa aHIMalIMHOTO CTaHy aKTHUBHOI JIOKAIlli 31HCHIOETHCA Yepe3 METOJ
ChangeAnimation(), sKuii aelerye BUKIMK 0 KOMIOHEHTa AnimationManager
BIJIMTOBITHOTO 1IrpoBOTO 00’€KTa. e m03BOIIsAE TIEeHTpaIi30BaHO KEPYyBAaTH 30BHINIHIM

BUTJISI/IOM JIOKAIlI uepe3 enuHuil intepdeiic (Jmict. 3.8).

Jlictunr 3.8 — 3MiHa crany BUOpaHoOi JIOKaIi
private void ChangeAnimation(int i)

{

selectedObject_AnimationMgr
.ChangeAnimationClip(i);

KiHeI[b JIICTUHTY 3.8

[Ticast BU3HAYCHHSI aKTHBHOI KIMHATH BHKOHYETHCSI OHOBJICHHS I[EHTPATBLHOTO
cxoBumia crany RoomStats. Meton UpdateRoomStatistics() 3anucye mocunaHHsa Ha
0aTbKIBCHKMI IrpoBHM 00’€KT BHOpaHOI JOKallii, MICJIS 4YOro 3amyCKalThCs TpU

OKpeMi METOJIM OHOBJICHHSI MAaCHUBIB TOYOK (JIIiCT. 3.9).

Jlictunr 3.9 — OHoBneHHs 1HGOpMaLlli PO aKTUBHY JIOKALIIO
private void UpdateRoomStatistics()

{

_roomStats._selectedObject =
raycastObjectHit
.transform.parent.gameObject;

}

KiHeIllb JicTUHTY 3.9

3aBAsSKM TakOMy TJIXOJy BCI HEOOXiAHI JdaHl Mpo TOTOYHY KIMHATY
ABTOMATUYHO CHHXPOHI3YIOTHCS MICISI KOKHOT B3a€MO/IIi KOPUCTyBaya 3 JIOKAIIIMU
(puc. 3.5). lle yuukae ay6aroBanHs iHQopMaIlii Mixk MOAYJISIMH Ta 3a0€3Meuye €uHy

TOYKY ICTUHH JIJIsl CTaHy irpOBOTO PiBHSI.
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Pucynok 3.5 — [Ipuknan BuGopy akTHBHOI JOKaIlii KOPUCTYBaueM

Cxema poOoTu BuAIeHHS KiMHaT B BikHI Unity Animator 300pmaxeHa Ha

PUCYHKY 3.6.

Pucynox 3.6 — Cxema po6otu BuaisieHHs KiMHAT B BikHI Unity Animator

Cucrema reHeparllii irpoBux 00’€KTiB BiAMOBigae 3a (OpMyBaHHS MAacHUBIB
Spawn-TOYOK y MeXaX aKTHUBHOI JOKalii Micias KOXHOI B3a€MOJIi KOpUCTyBada 3
kiMHatoro. Ili Touku € cnoemianbHUMHU choyk00BuMHU 00’ektamu  Unity 13
BIJIMOBITHAMH TEramMH, PO3MIIMIEHUMHU SK JOYIpHI €JIEMEHTH ITPOBUX JIOKAIIA Y
1epapxii CLIeHH.

JlJis BU3HAUEHHS TOUYOK TEPEeMIllleHHS TepCOHaka BUKOHYETHCS TMOMIYK YCiX
00’extiB 13 Terom '"PlayerWaypoints", mo € g04ipHIMH CTOCOBHO TIOTOYHOTO
aktTuBHOTO 00’ekTa. LINQ-3anmut ¢inerpye pesynbpratu 3a ymoBoto IsChildOf() Ta

nepeTBoproe iX y macuB Tpancdopmis (mict. 3.10).
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Jlictunr 3.10 — ®opmyBaHHS MaCUBY TOYOK MEPEMIIIEHHS EPCOHAKA
_roomStats.playerWaypoints = GameObject
.FindGameObjectsWithTag("PlayerWaypoints™)
.Where(wp => wp.transform.IsChildOf(
_roomStats. selectedObject.transform))
.Select(wp => wp.transform)
.ToArray();

KiHelb JicTuHry 3.10

[lepen dopmyBaHHSM HOBOTO MAacHUBY MOMEPEAHIM MACHUB SIBHO OYMILY€ETHCS
metogoMm Array.Clear(), mo0 YHMKHYTH BHUKOPHUCTAHHS 3acTapiiuxX JTaHUX BIJ
nonepeaHbo BuOpanoi mokarii. Ilicns BUKOHAHHS 3amUTy OTPUMaHHI MacuB
BUKOPHUCTOBYEThCSI cucTeMoro PlayerMovements aisi BU3HAYeHHS IUJIOBOI TOYKH
HACTYITHOTO TEPEMIIIICHHS MTePCOHaXKA.

AHaNOTIYHUNA MIIXiJ 3aCTOCOBYEThCA Il (OpPMYBaHHS MAacCHUBY TOYOK

reHepairii npeaMeriB (ricT. 3.11) Ta MacuBy TOYOK MOsiBU BOpoOTiB (JTicT. 3.12).

Jlictunr 3.11 — @opmyBaHHS MacUBY TOUOK I'€Hepallii mpeaMeTiB
_roomStats.itemSpawnpoints = GameObject
.FindGameObjectsWithTag("ItemSpawnPoints")

.Where(wp => wp.transform.IsChildOf(
_roomStats. selectedObject.transform))
.Select(wp => wp.transform) .ToArray();

KiHels icTuary 3.11

O6I/I,Z[Ba MaCHMBHU TaKOX OYMINYIOTBHCSA IICPC] HAIIOBHCHHAM HOBHUMHU OaHHUMMH

BimoBimHO 10 TeriB "[temSpawnPoints" ta "EnemySpawnPoints".

Jlictunr 3.12 — ®opMmyBaHHS MacUBY TOYOK T'€Hepailii BOPOTiB
_roomStats.enemySpawnpoints = GameObject
.FindGameObjectsWithTag("EnemySpawnPoints")

.Where(wp => wp.transform.IsChildOf(
_roomStats. selectedObject.transform))
.Select(wp => wp.transform)
.ToArray();

KiHeIb JicTHHTY 3.12
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Ha nmotounomy erari po3poOku cpopMOBaHI MACHBH BUKOPHUCTOBYIOTHCS JIUIIIE

JUIsl 30€peKeHHs TMO3UIIKA MOTEHIIMHOrO po3TallyBaHHS 00’€KTiB. Y HACTYIHUX
BEpCIAX TMPOEKTY 1Ml JaHl OymyTh 3aCTOCOBaHI Il aBTOMAaTUYHOI TeHeparii
MpeaMETIB, CTATUYHUX BOPOTIB Ta MOOUIHPHUX MPOTUBHUKIB 0€3MOCEPEIHHO B MEXKaX

obpanoi yokarii (puc. 3.7).

Pucynoxk 3.7 — Ilpukias po3TainryBaHHs TOUOK reHepallii 00’ €KTIB y CepeIOBHIIII

Unity (4epBOHa — rpaBellb, (i0JIeTOBa — BOPOT, 3€JIeHa — IPEAMETH )

Cucrema BizyanbHUX e(deKTIB iHTepdeicy BiANoBiaae 3a Bl (QYHKINI: IJIaBHE
3aTEMHEHHSI ITPOBOI CIICHHW 1M/ Yac TMEpPeXOJiB MDK JOKAIisIMA Ta BUIAUICHHS
aKTUBHOI KIMHATU cepel ycCiX eneMeHTiB piBHA. OO0uaBl (QyHKIIT MiJBUIIYIOTH
9UTa0CIBHICTh IFPOBOTO CEPEOBHINA Ta JOMOMAraroTh KOPUCTYBAaUy OPi€HTYBATHCS
y B3a€MO/IIi 3 00’ €KTaMu.

Edexr 3aremHeHHs peamizoBaHmii uepe3 kommoHeHT CanvasGroup, 1o
HAKJIAIa€ThCSl TIOBEPX IrpoOBOi CIIEHW y BUTISAI HamiBmposoporo mapy Ul Meron
FadeScreen() peanizoBaHmii K KOPYTHHA Ta IUJIABHO 3MIHIOE 3HAYCHHS MapaMmeTpa
alpha Bix mDOTOYHOrO A0 MIIBOBOTO MPOTATOM 3agaHoro uyacy (mict. 3.13).
Buxopucrtannss Mathf.Lerp() rapanTye piBHOMIPHICTh MEpPEXOJy HE3AJIEKHO BIJ

YaCTOTH KaJIpiB.



34

Jlictunr 3.13 — Peanizaniis edekTy 3aTeMHEHHS €KpaHy

private IEnumerator FadeScreen(float duration, float targetAlpha)
{ float startAlpha = canvasGroup.alpha;
float time = of;
while (time < duration)
{ time += Time.deltaTime;
canvasGroup.alpha = Mathf.Lerp(
startAlpha,
targetAlpha,
time / duration);
yield return null; }
canvasGroup.alpha = targetAlpha; }

KiHeIb JicTuHry 3.13

VY naBeneHomy (pparmenTi koay (mict. 3.13) yac BUKOHAHHS KOPYTHHHU Ta I1IHOBE
3HAYEHHS MPO30POCTI MEPENaloThCs SIK apryMEHTH, 10 J03BOJISIE BUKOPUCTOBYBATH
OJIMH 1 TOM camMuii MeTOJ sIK AJsi 3aTeMHeHHs (targetAlpha = 1), Tak 1 nns mosiBu
cuenu (targetAlpha = 0). SIBHe npucBoenHsa canvasGroup.alpha = targetAlpha micius
BUXOJIY 3 IUKIIy TAPAHTYE TOCATHEHHS TOYHOTO I[IJThOBOTO 3HAYCHHSI.

Buninenns akTUBHOT J0Kallli BUKOHYEThCS Yepe3 3MiHy aHIMAIliHHOTO CTaHy 00’ €KTa
kiMHatu. Ilicns BuGopy HoBoi kimMHatu Meron ChangeAnimation() mnepenae
imenTudikatop crany 1 g0 komnoHeHta AnimationManager BuOpaHoro o0’ekTa, a
NpU 3HATTI BUAUICHHS — ineHTudikatop 2 (mict. 3.14). lle akTuBYe BiANMOBIAHUIN
nepexin B Unity Animator, 1mo 3MiHIO€ 30BHIIITHINA BUTIISL KIMHATHU (IM1ICBIYyBaHHS,

3MiHa KOJIbOPY a00 1HIIIOTO Bi3yalIbHOT'O MapameTpa) 0e3 3MIHU irPOBOi JIOT1KH.

Jlictunr 3.14 — AxTuBaIlis Bi3yaJabHOTO BUIICHHS JIOKAII1

private void ChangeAnimation(int i)
{ selectedObject_AnimationMgr.ChangeAnimationClip(i); }

KiHeIb JicTuHry 3.14

CuctemMa BI3yabHHUX e(EKTIB IHTErpOBaHa 3 MEXaHI3MOM B3aEMOJIl 3
JOKAIisIMU: 3aTEMHEHHS Ta BUJIIJICHHSI 3aCTOCOBYIOTHCSI aBTOMAaTUYHO ITICIISI KOKHOTO
BUOOpPY HOBOI KIMHATH. Y pe3yibTaTl peaiizaili boro MOIyJs 3a0e3reueHo
nokpameHHss UlJ-ckinamoBoi Tpu, NIABUIICHHA IHTYITUBHOCTI B3aeMonii Ta

(dbopMyBaHHS YITKOTO Bi3yaJbHOTO (DOKYCY HAa aKTUBHUX €JIEMEHTaX CLECHH.
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3.2 TecTyBaHHS TA HAJIATO/I’KEHHS CHCTEMU

Ha 3aBepmanbHOMy eTari po3poOKd MPOTOTUITY HMPOBEACHO (PyHKIIOHAIbHE
TecTyBaHHS y cepenoBuinl Unity HUISXOM 3alycKy IrpoBOI CLIEHM Ta IEpPeBIpPKU
KJIIOYOBHX CIIEHApiiB B3aemojli. MeTor TeCcTyBaHHS € MIATBEPIKEHHS KOPEKTHOI
poOOTH KOXXHOTO TIPOTPAMHOTO MOAYJS Ta TMPABHJIBHOCTI B3a€EMOJIT  MiX
MIJICUCTEMaMU I'PU B IIJIOMY.

TectyBanus 3aiiicHIOBasIoch 6e3nocepennbo y pexkuMi Play pemaktopa Unity
Editor, mo mo3Bosisie mepeBipsATH MOBEIIHKY CUCTEMHU B PEXKUMI peabHOro yacy 0e3
HEeoOX1HOCTI 30ipku BHUKOHYBaHoro aiiry. KoxHa mijcucrema mnepeBipsiach
OKPEMO, a TMOTIM Yy CKJIaJl 3arajlbHOTO IrpoBOro LUKIY. /(751 BUSBICHHS MOMUIIOK
BUKOPHUCTOBYBajlach BOyaoBaHa koHcosib Unity (Console window), sika BigoOpaxkae
BUKJIFOUCHHS, TOMEPEKCHHS Ta BIIIaro/KyBaJibHI TMOBIJOMIICHHS Y pPEaTbHOMY
qaci.

3aCTOCOBYBABCSI METOJI YOPHOTO SIIIMKA: TIepEeBipsUIach BIAMOBIIHICTh BX1THUX
Al kopucTtyBaua (KJIIKM MHINI, TPOKPYUYyBaHHS) OYIKYBAaHOMY pE3yJbTaTy
(mepemileHHs epcoHaXka, 3MiHa BUTIISIAY JIOKAIlIM, peakiiiss kamepu). JJisi KO)KHOTO
MoayJsi chopMoBaHO HAOIP TECT-KEHCIB, MO OXOIUIIOIOTH K CTaHAApPTHI CIeHapii
BUKOPHUCTAHHSA, TaK 1 TPAaHUYHI BUIIAKU.

OkpiM TepeBIpKM KOPEKTHOCTI POOOTH OKPEMHX MOJYIIB, TECTyBaHHS
OXOIUTIOBAJIO 1HTErpalliiiHl CIeHapli, y SKHUX JeKUIbKa MIJCUCTEM B3a€MOMIISIN
OJIHOYACHO. 30Kpema, IepeBipsutach MOCIiTOBHICTh «BHOIp JIOKAIli — OHOBJICHHS
Spawn-TOYOK — 3aIyCK MEepeMiIlleHHs MepCOoHa)ka —> 3MiHa Bi3yallbHOTO CTaHy
KIMHATH», III0 € OCHOBHUM ITPOBUM IMKJIOM MPOTOTUITY. KOpEeKTHE BUKOHAHHS IIHOTO
JAHITFOKKA TATBEPPKYE HE JIMIIE MPaBUIIBHICTH peaiizallii KOXXHOTO KOMITOHEHTa
OKpEeMO, a ¥ Y3TrO/KEHICTh iXHBOI B3a€MOJIi uepe3 CHUIbHE CXOBHILE CTaHy

RoomStats. Tect-keiicu HaBeneHo B a0 3.1.
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No | Tecr-ketic OuikyBaHHil pe3yJbTaT DaKkTUYHUN
pe3yabTar

1 Kimik miBor  kHOmkor | Kimuara BUIIISAETHCS; nepcoHax | Bianmosinae

MHUIII Ha KIMHATI nepeMillyeTbesi 70  waypoint; TonepeaHs | O4iKyBaHHIO
KIMHAaTa 3HIMa€ BAIUJICHHS

2 | Kmik ©Ha Bx)e aktuBHiU | Ctan HE 3MIHIOETHCS, nmoBTOpHE | Bignosinae
KIMHATI MIepEeMIITICHHS HE 3aITyCKAE€ThCsI OYIKyBaHHIO

3 | [lepemimienns kamepu | Kamepa  mmaBHO — mepeminnyeTbes;  He | Biamosimae
(ITKM + pyx muiii) BHUXOJHTH 32 MEX1 PIBHSA OYIKyBaHHIO

4 | Haruckanns cepennboi | Kamepa muiaBHO IIeHTpyeThcs Ha mepcoHaxi | Bimmosinmae
KHOIIKH MUTITI npotsirom 0,5 ¢ OYIKyBaHHIO

5 | IlpoxpyuyBanHs  kosieca | Macmrab ciieHu 30UTbITyEThCS/3MEHITY€eThes | Biamosinae
MHUILI BIEpe/Ha3an OYiKYBaHHIO

6 | Bubip KIMHATH — | MacuBu playerWaypoints, itemSpawnpoints, | Bianmosinae
nepeBipKa MacuBIB spawn- | enemySpawnpoints OHOBIIOIOTHCS JIMILIE YIS | OYiKyBaHHIO
TOYOK AKTUBHOI KIMHATH

7 [Tepexing wmixk xkimHatamu | CiieHa ILUIaBHO 3aTEMHIOETHCS Ta | Bigmosigae
— e(eKT 3aTeMHECHHS MTOBEPTAETHCS IO HOPMAIIBHOI SICKPABOCTI OYIKyBaHHIO

Y mporeci TeCTyBaHHS BHSIBICHO Ta YCYHEHO OJIHY MpoOjeMy: Tpu
BIJICYTHOCTI KOMMoOHeHTa AnimationManager Ha 00’€KTi, SKWM TOTpamuB IIiJ
Raycast, BunukaB NullReferenceException. [lomunka mposBisigach MpH KIIKy Ha
IrpoBUX 00’€KTax, IO HE € JIOKaIlisMU (HANpHKIIaJ, Ha eleMeHTax (DOHy CIICHH).
[IpobGnemy ycyHeHo momaBaHHsSM TiepeBipku selectedObject AnimationMgr != null
nepes 3MIHOK aHiMaliiHoro ctany (Jict. 3.7, psagok 4), mo 3a0e3Mneunsio cTadlibHy
po0OTY cucTemu 3a OyIb-IKHX YMOB B3a€MO/Ii1 KOPUCTyBaua 3 00’ €KTaMH CIICHH.
JIoaTKOBO BHSIBJIIEHO, LI0O MAaCHMBU SPAWN-TOUOK HE OYHIYBAIUCh KOPEKTHO
Py TOBTOPHOMY BHOOP1 Ti€l X JIOKAIlli, SIKIIO PO3MIp MacuBY JOPIBHIOBAB HYIIIO.
Bumnpasnenns mnonsramo y mepeBipii

Array.Clear(),

OOBXXMHHU MaACHUBY IICpEA BHKIIMKOM

3aI100irjilo0 BUHUKHEHHIO

110 IndexOutOfRangeException 'y
BiJITIOBITHUX METOAAaX OHOBJICHHSI TOYOK.

3a pe3ynbTaTaMy TECTYBAaHHS MIATBEPKEHO Mpare3aTHICTh Ta CTa0UTBHICTh
yCiX OCHOBHHMX IiJCHUCTEM TIPOTOTHUIY: TEPEMIIICHHS TIepPCOHAXKa, KepyBaHH:I
KaMeporo, B3aEMOJII1 3 JIOKAI[ISIMH, OHOBJICHHSI SPAaWN-TOYOK Ta BI3yaJIbHUX €(EeKTiB.
Bci BusBneni nedexktu ycyHeHo 10 (iHanbHOI Bepcii mpoToTumy. MiHIMalbHI Ta

PEKOMEHIOBaH1 CUCTEMHI BUMOTH JUIsl 3alTyCKY MPOrPAMHOIrO MPOAYKTY HAaBEJIEHO B

tabmui 3.2.
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Ta6mung 3.2 — MiHiMabHI Ta pEKOMEHI0BaH1 CHCTEMHI BUMOTH

Kommonent MiHiIMaJIBEHI BUMOTH PexomenmoBani BUuMoru

Onepariiina Windows 10 64-bit / macOS 10.14 Windows 11 64-bit / macOS 13

cUCTeMa

[Ipomuecop Intel Core 13 2,0 I'T'1; abo aHamor Intel Core 15 3,0 I'T'1; abo aHanor

OneparuBHa 4Tb RAM 8 I'b RAM

1mam’siTh

Bineokapra Intel HD Graphics 4000 a6o Direct[] | NVIDIA GT[1 1050 / AMD RI[1 570
11

JuckoBa mam’ate | 2 I'b BiabHOTO Micis 5 I'b BiIbHOTO MicCIIS

Unity Unity 2022.3 LTS Unity 2022.3 LTS a6o HoBiIIa

Hapeneni cucteMHi BUMOTM  BIANOBIJAIOTH MOMJIMBOCTSM  CEPEIHBOTO
Cy4acHOTO KOMII'IOTepa, L0 MIATBEPIKYE AOCTYMHICTh PO3POOJIECHOr0 MPOTOTHUITY
JUI  IIAPOKOro Koja KopuctyBauiB. Bukopucranns Unity 2022.3 LTS sx
000B’SI3KOBOT  YMOBHM  3a0e3medyye CTaOUIbHICTh CEpeJOBHINA BUKOHAHHS Ta

CYMICHICTb 13 yCiMa peai30BaHUMU MPOTPaMHUMH KOMIIOHEHTaMH

3.3 IHcTpykmis KopucTyBaya 3 IHCTAJANII Ta BHKOPHCTAHHSA

NPOIrPaMHOIO MPOAYKTY

[lepen mouatkoM poOOTH HEOOXITHO MEPEKOHATHUCS, IO KOMII IOTEP
BI/IMOBIZIa€ MIHIMAJIBHUM CHUCTEMHMM BHMOTaM, HaBeleHHM y Taomuii 3.2. Jlms
3aIlyCKy MPOTOTHUILY XOPOP-TPH HEOOX1AHO BCTaHOBUTH irpoBuid pyuriii Unity Bepcii
2022.3 LTS abo nHosimoi. PekomenmyeThcsi BukopuctoByBaTtu came LTS-Bepciro,
OCKUJIbKM BOHAa € HaMOUIbIN CTaOIBbHOIO Ta MATPUMYETHCS MPOTITOM TPUBAJIOTO
gacy. Unity Hub — menemxep Bepciil pyuriss — JOCTyNMHMNA AJisl 3aBaHTaKEHHS 3a
aapecoro https://unity.com/download.

[Topsimox BCTAaHOBIIEHHS Ta BIIKPUTTS MPOEKTY:

— 3aBantaxkutu Ta BcraHoBUTH Unity Hub 3 odimiiinoro caiity. Ilicns
BcTaHoBIeHHs 3anyctuTd Unity Hub Ta yBiliTu B oOmikoBuii 3anuc Unity ID (abo
3apeecTpyBaTUC O€3KOLITOBHO).

— VY Unity Hub obpatu Bkmanky «Installsy Ta natucuytu «Install Editor».
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O6patu Bepciro Unity 2022.3 LTS. V nepeniky Moy no3Hauutu « Windows Build
Support (IL2CPP)» ms Windows abo «Mac Build Support (IL2ZCPP)» s macOS.
Hatucnytu «Install» Ta qouexarucs 3aBepIieHHs.

— Ilepeiitn no Bkiagku «Projectsy Ta HatucHyTH «Open» — «Add project
from disk». ¥ mianmoroBomy BikHI BKa3aTW HUIAX A0 MAalKW 3 MPOEKTOM (Iarka, 1o
MmicTuTh (paitn Assets, ProjectSettings Toro).

— Unity Hub Bigkpue npoekt y BiamoBiAHINA Bepcii pymris. Ilpu mepromy
BIJIKPUTTI BiAOYAETHCS KOMITUIAIISI CKPUTITIB Ta IMIIOPT aceTiB, M0 MOKE TPUBATU 2—
5 XBWJIMH 3aJIe)KHO BiJ] MPOJAYKTUBHOCTI KOMIT IOTEpa.

— Ilicns 3aBepiieHHs 3aBaHTaxeHHs y BikH1 Unity Editor nepelitu 10 BKiaaku
«Projecty y HIKHIM maHenm Ta BIAKpuTH Assets — Scenes — MainScene noBIHUM
KITIKOM.

— Hatucnytu xHonky «Play» y BepxHiii maHeni penakropa. ['pa 3amycTutecs y
pexxuMi TecTyBaHHA Oe3nocepeanso B Unity Editor.

ITicns 3amycky rpu y pexumi Play kopuctyBau 0auuTh TPUBHUMIPHY ITPOBY
CIIEHY, [0 CKJIAJAEThCs 3 HA0OPY KIMHAT-JIOKAIlIK Ta irpoBoro mepconaxka. KiMaaru
pO3MIIlIeHl Ha CIeHl Ta MaloTh BUAUMI Mexi. llepcoHaxk 3a 3aMOBUYBaHHSIM
3HAXOJUTHCS y TMOYATKOBIM MO3MIII Ta HE MEPEMIIY€EThCA M0 OTPUMAaHHS MepUIOi
KOMaH/Au. Y BEpXHIN 4YacTUHI €KpaHa BiOOpakaeTbCs MOJE 30py KaMmepu, SKUM
MOJKHA KepPYBaTH HE3aJIe)KHO BiJ| MOJIOKEHHS IIEPCOHAXKA.

AkTuBHa (BuOpaHa) KiMHAaTa BI3yaJIbHO BIAPI3HSAETHCS Bl 1HIIUX: BOHA
MIJICBIYY€EThCS a00 3MIHIOE CBIM BUTJIS BIAMOBIIHO J0 HaJaIITyBaHb aHIMAIlIMHOTO
KoHTposiepa. lle mo3Bosisse KOpHWCTyBady 3aBKIW YITKO OauuTH, SKa JIOKAIlis €
MOTOYHOIO METOIO MepeMileHHs nepcoHaxka. [Ipu BuOopi HOBOT KIMHATH MOIEpeIHs
ABTOMATUYHO MTOBEPTAETHCS 10 HEUTPAIBHOTO CTaHY.

Jlnis B3a€MOIi 3 TPOI0 BUKOPHUCTOBYETHCS MHUIIKA. YCi i1 BUKOHYIOTHCS 32
JIOTIOMOTOI0 TPHOX KHOMOK Ta Kojeca MpokpydyBaHHS. KiaBiaTypa Ha mOTOYHOMY

eTari po3poOku He 3aaisiHa. OCHOBHI €JIEMEHTH KepyBaHHS HaBeJeHO B Ta0uIll 3.3.
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Ta6mung 3.3 — Enementu kepyBaHHS

Hist EnemenT kepyBaHHs

BuGip kiMHaTH U1 iepexoay nepcoHaxxka | JliBa KHOMKa MuUII (KJIiK Ha KIMHATI)

[epemimienHst KaMepH 10 CLEH1 [IpaBa kHOMKa MU (YTPUMaHHS + pyX)
[lenTpyBaHHS KaMepH HA MEPCOHANKI CepenHst KHOTIKA MHUIIT (HATUCKAHHS)
Ha6mmwxenns / BigganeHas (zoom) Koneco npokpydyBaHHs MHIII

o0 BigmpaBUTH MEpcOHaka 1O KIMHATH, HEOOXITHO HABECTU Kypcop
Oe3nocepeIHbO Ha 00’ €KT JIOKaIlli Ta KIIKHYTH JIIBOKO KHOIKOK MHUII. SKIIO KITIK
NOTpanuB Ha MPaBUJIBHUKA 00’ €KT, KIMHATA MiJACBITUTHCS, & TIEPCOHAK aBTOMATHUYHO
IOYHE pyX [0 BIAMOBIAHOrO waypoint-a. SIKIIO X KK MOTPAlvB y MOPOKHIO
YaCTHHY CIIeHH a00 Ha 00’ekT O6e3 KkoMIoHeHTa AnimationManager, >KOJIHUX 3MiH He
BIIOyNEeThCSI — cucTeMa OOpoOJsie Taki BUMAAKKA KOPEKTHO 3aBASKHA peai30BaHUM
nepeBipKam.

JlJist 3py9HOTO OTJIsy ITPOBOTO PIiBHS CIIiJi yTPUMYBATH MPaBy KHOMKY MHUIII
Ta MEpeMillyBaTH Kypcop y MOTpIOHOMY HAmpsSIMKy — KaMmepa pyXaTHMETbCS
BiAnmoBiAHO. [Tpu HaOMMIKEHH] 1O MEX PIBHS KaMepa aBTOMATUYHO 3yMUHUTHCS, HE
BUXOJSIYM 32 BCTAHOBJICHI OOMEXKEHHS. SIKIIO MepcoHaX BUUIIOB 13 TOJSA 30Dy,
JIOCTaTHHO HATHCHYTH CEPEIHI0 KHOMKY MHINI — KaMepa IJIaBHO IMOBEPHETHCS [0
MOTOYHOTO TOJIOKECHHSI TIEpCOHaka MpoTsroM mpubnausHo 0,5 cekynau. Macmtad
OTJISIy PETYIIOETHCS KOJIECOM MTPOKPYUYBaHHS: MIPOKPYTKA BIEPET HAOIMKYE CIIEHY,
Ha3ag — Blagalisec.

Y pexumi peraktopa Unity 11 3yIUHKH TPU TOCTATHHO MOBTOPHO HATUCHYTH
kHonky «Play» y BepxHiii maHeni, 10 MOBEpTae pyuIid A0 CTaHy peaaryBaHHS.
BaxnuBo mam’saratu, 1mo OyIb-sIKi 3MIHM, BHECEHI Mmia 4dac pexumy Play (3miHa
3HaYeHb KOMIIOHEHTIB Yy 1HCIEKTOp1 TOILO), HE 30epiraloThCs MICHS 3YMUHKA — 1€
crangaptHa noseninka Unity Editor.

JIns CTBOpPEHHSI CaMOCTIMHOTO BUKOHYBaHOTO (aiimy rpu 0e3 HEeoOXi1THOCTI
Unity Editor motpibno Bukonatu 30ipKy (Build). s mporo ciig BiIKpUTH MEHIO
File — Build Settings, o6patu nuiboBy miardopmy «PC, Mac & Linux Standalone»,

y momi «Target Platform» Bkazatu omepauiiiny cucremy (Windows abo macOS),
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HatucHyTH «Switch Platform» mnst 3minu mnardopmu, a notim «Build» ab6o «Build
And Run» s HerailHOro 3aIycKy Iicis 30ipku. Y J1aJlorOBOMY BiKHI BKa3aTu
nanky s 30epexeHHst (aitniB 30IpKM Ta JOUYEKATHUCS 3aBEpPUICHHS IPOILIECY.
['oToBUi1 BUKOHYBaHWU (haiil MOKHA 3amyCcKaTH Ha Oyab-SKOMY KOMIT FOTEpi, IO
BIJIMOBI/Ia€ MIHIMAJILHUM CUCTEMHHM BUMOTaM, 0e3 BcranoBieHHs Unity.

Y pasi 30ipKkd  OKpEeMOTo BHUKOHYBaHOTO (hailily TIpy MOXKHA 3aKpHUTH
CTaHJIAPTHUM crioco0oM — koMOiHarriero knaBim Alt+F4 abo Command+Q, a6o uepe3

MEHIO 3aKpUTTS BIKHA OTEPaIiiHO CUCTEMHU.
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PO3JILI 4
CHELIAJBHI PO3PAXYHKH

Po3po6ienuii mpoTOTUIT XOpOP-TpU peaiizye 0a30By apxiTEKTypy Ta KIIFOYOBI
MEXaHIKH B3a€MOJIl KOPUCTyBada 3 ITPOBUM CEpEOBHUINEM. MOIyJbHA CTPYKTypa
IPOTrPaMHOTO 3a0e3MeUeHHs, MO0Yy/I0BaHa Ha KOMIIOHEHTHO-OPIEHTOBAHOMY ITIIXOI
Unity, CTBOpIOE TEXHIYHY OCHOBY ISl TIOETAITHOTO PO3MIMPEHHS (PYyHKIIOHATY 0e3
HEOOX1IHOCTI KapAMHAJIbHOI Mepe0yJ0BH BXKE peasi30BaHUX MIACUCTEM. Y LBOMY
pO3MdiNIi  PO3TIIATAIOTECS OCHOBHI HANpPSMKH IOJAJBIIOTO PO3BUTKY MPOEKTY Ta
OIIIHIOETHCSA TXHSI TEXHIYHA PEali30BYBaHICTh Y MEXaX 1ICHYI0UO1 apXiTEeKTYpH.

[loToyHMii cTaH MPOTOTHILY XapaKTEPU3YETbCA MOBHICTIO (PYHKIIOHATHHUMHU
MeXaHIKaMi BHOOpY JIOKAIlli, MepeMillleHHsI TMepCoHa)ka Ta KEepyBaHHS Kameporo.
BonHouac psim irpoBHX €JlIE€MEHTIB peasli3oBaHO JIMIIE Ha PIBHI 1HPPACTPYKTYpPH:
MacHBH Spawn-TOUYOK JJIsi BOPOTiB 1 IpeaMeTIB (POPMYIOThCS, ajie BIAMOBIAHI 00’ €KTH
e He TeHepyrThes. Lle cBimoMe apXiTeKTypHe pillieHHS, IO JO03BOJISE MOCTYIIOBO
HapolyBaTu (yHKIIOHAT 0€3 MmepenucyBaHHs ICHYI0UoTo Koay. OCHOBHI HaNPsIMKH
PO3BUTKY HaBeeHO B Ta0mwmili 4.1.

Tabmuis 4.1 — OCHOBHI HANPSIMKU PO3BUTKY MIPOTOTHUITY

Hanpsmok IloTouHuii cTan [InaHoBaHMl pe3yabTaT

Cucrema Spawn-Touku cdopmoBaHO; Jorika | /[Ba  Tumm  BoporiB i3 pi3HUMH
MPOTUBHUKIB | BOPOTIB BiJACYTHS AITOPUTMaMU TTOBEIIHKH

Cucrema Spawn-Touku chopmoBano; | [linOupanHs npenmerTiB, iHBEHTap, BIUIUB
IPEIMETIB reHeparlist BiJICYTHS Ha ITPOBHI MPOIEC

Bizyanbhe BbazoBi Tekctypu, 6e3 mocroOpodbku | URP-ocBitnenns, Post Processing, equamii
o opMIICHHS XOpOP-CTUJTh

3BYKOBHH Bincyrniit ATmocdepHi 3BYKH, €QEKTH B3aeMOIi,
CyNpOBiJl ayIOTpUTEPH

36ipka Jlume pexum Play y penaktopi BukonyBanuii  daitn  mgns  Windows  /
(Build) macOS

OpHuM 13 MPIOPUTETHUX HAIMPSIMKIB PO3BUTKY € BIPOBAIKEHHS MMOBHOILIIHHOI
cucteMu Bopori. Ha moToyHoMy eTtarii cuctemMa spawn-TO4OK BKe IMiJATrOTOBJIEHA JI0
re’eparii BOpoKux 00’ €KTIB — MacuB enemySpawnpoints (popMyeThCsI aBBTOMAaTUYHO
micist BUOOpy KokHO1 Jjtokamii. Lle mo3Bomnsie peanizyBaTH MOSBY NPOTHUBHUKIB 0Oe3

3MiH y BXK€ ICHYFOUOMY KO/JIi B3a€MO/IIT 3 JIOKAI[ISIMHU.
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[InanyeTbcst  peamizailisi  JBOX  THUITIB  BOPOTIB, IO  BIAPI3HSIOTHCS

MOBEAIHKOBUMH aJITOPUTMaMU Ta PIiBHEM 3arpo3u isg rpaBis. llopiBHAIBHY
XapaKTepUCTHUKY TUIIIB BOPOT'iB HABEICHO B Ta0nuii 4.2.

Tabnuis 4.2 — XapakTepuCTHUKA TUITIB MPOTUBHUKIB

[TapameTp Tun 1: Cratnunuit Tun 2: MoOinpHuA

[epemimenus BincyTthe [MaTpymoBanHS MK waypoint-amu

Peaxuist Ha rpaBLs Bincytus 3MiHa CTaHy Ha IepeciiyBaHHs

ANTOpPUTM MTOBEIIHKI Po3mimenns y spawn-tourti | FSM  (marpyns / mnepecmimyBaHHS /
aTaka)

Kommonent Unity Instantiate() y spawn-tounii | NavMeshAgent + FSM-konatponep

CkuasiHicTh peanizanii Huzbka Cepenns

[lepmwmii T — CTATUYHI TIPOTUBHUKHA — PO3MILLYIOTHCS Y BUSHAYEHUX TOYKAX
JOKallii Ta BMKOHYIOTH POIb 0a30BHX IIEPENIKOJ. 1X MOsBA peali3yeThes uepes
BUKIMK Merony Instantiate() Unity 3 mnepemadero KOOpAMHAT 3 MAacHUBY
enemySpawnpoints. J[pyruii Tan — MOOUIbHI NPOTUBHUKH 3 0a30BOI0 CHUCTEMOIO
natpyiaoBaHHsa. JIus X TepeMileHHs IJIaHYE€ThCsl BUKOPUCTAHHS KOMIIOHEHTA
NavMeshAgent 13 BOymoBaHoi cuctemu Hagiramii Unity NavMesh, 1mo mo3Bosise
aBTOMATUYHO MPOKJIAIaTh MapUIPYT MK TOUYKaMH 3 YpaXyBaHHIM T'€OMeTpii PiBHA.

Jlsis KepyBaHHS MOBEAIHKOI MOOUTPHUX MPOTHUBHUKIB JIOIIBHO 3aCTOCYBAaTU
narepH «CkiHueHHu# aBToMar ctaHiB» (Finite State Machine, FSM). OcHoBHI cTaHu:
naTpyJIOBaHHS, TepeciiayBaHHS Ta  araka. llepexogu MK  CTaHaMH
BU3HAYATHUMYThCSI BIJCTAHHIO /10 TpaBlsl Ta IHIIMMU ITPOBUMH YMOBaMHU. Takuii
MNIAX1 € CTaHAapTHUM JUIsl peaiizallii ITy4YHOrOo IHTEJIeKTy B irpax 1 ao0pe
IHTErPYETHCS 3 KOMIIOHEHTHO!O apXiTekTypoto Unity [16].

Jpyrum HanpsMKOM MacliTaOyBaHHS € BIPOBAKEHHS CUCTEMHU IIPOBUX
npeaMeTiB. AHAIOTIYHO JO0 CHCTEMH BOPOTIB, MacuB itemSpawnpoints Bxe
dopMyeTbes micist BUOOpPY KOXKHOI JIOKallii, 1m0 3a0e3mneuye ToTOBy 1HPPACTPYKTYPY
JIJIS1 PO3MIILIEHHS TIPEIMETIB Y CIICHI.

[IpenmMeTn MOXYTb BUKOHYBaTH pi3HI (YHKI[IOHAJIBHI pOJII 3aJE€KHO BiJ
notped irpoBoro nu3aiHy. OCHOBHI KaTeropii irpoBUX MPEIMETIB HaBEICHO B

tabnui 4.3.
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Ta6muis 4.3 — Kareropii irpoBux npeaMeTiB

Kareropis [Tpuknaan BrumiB Ha irpoBuii mpoiiec

Pecypcu Anteuku,  Oarapediku  ans | BiZHOBIEHHS 300pOB’S, MPOJOBKEHHS

BIDKUBAHHS JTiXTaps qacy aii JixTaps

Kito4oBi 06’ ekt Kitoui, kapTku goctyny, kogu | Po30igokyBaHHs HOBHX JIoKamiii  abo
MEXaHi3MiB

CroxetHi enemenT | Hotatku, moaeHHuKH, GOTO PO3KpHTTS JIOPY Ta CIOKETY IPH

[HCTpYMEHTH JlixTap, KaMiHHs, TAaCTKH TakThdHI  MOXJIMBOCTI  B3aemMomii 3
BOpOTaMH

B3aemogist rpaBis 3 MpeaMETOM pealli3oByBaTUMEThCS Uepe3 BXKE i1CHYHOUHN
MexaHi3M Raycast — kiik Ha 00’€KTI mpeaMmeTa 3amyCcKaThMe BIAMOBIAHY JIOTIKY
nigoupanHs a00 BUKOpUCTaHHs. J{Jis yrpaB/liHHS IHBEHTApEM IUIAHY€EThCS peai3ailis
oKpeMoro kKommoHeHTa InventoryManager, mo 30epiraTuMe CIIMCOK ITiII0OpaHux
npeaMeTiB  Ta 3a0e3nedyBaThMe JOCTYN J0 HHUX 3 IHIOMX THIACHCTEM TpH.
BinoOpakeHHs1 1HBeHTapsi KOpUCTyBaudy 3jiiicHIOBaTUMeThcs uepe3 Ul-manens Ha
ocHoBi komnoHeHTiB Canvas Ta ScrollView Unity.

BaxxnuBuUM HampsIMKOM pO3BHUTKY € TMiJIBHIIEHHS SKOCTI Bi3yaJIbHOTO Ta
3BYKOBOTO OQoOpMIIeHHS Tpu Il (OpMyBaHHS MOBHOLIHHOI atMocdepu Xopop-
xaHpy. Ha mnoTouHoMy erTami NpOTOTHUN BHUKOPUCTOBYE 0a30Bi TeKcTypu 0O€3
nocToOpoOKM Ta HE Mae 3BYKOBOTO CYIMPOBOAY. 3aljlaHOBaHI IOKPAIICHHS
OXOIUTIOIOTH JIB1 B3a€EMOIIOB’sI3aH1 CKJIa/I0BI.

VY yactuHi BizyanbHOro oopmiieHHs mianyetbes nepexia Ha Unity Universal
Render Pipeline (URP) 13 BopoBamKeHHSM CHCTEMH JIWHAMIYHOTO OCBITJICHHSI.
ToukoBi Ta cpsMOBaH1 JKepesa CBITia 3 mapaMeTpaMH KOJbOpYy Ta IHTEHCHUBHOCTI
J03BOJIATE  (OPMYyBaTH XapaKTepHy atMocdepy 3 HYEpryBaHHSIM OCBITJIICHHUX 1
3aTeMHeHUX 30H. JlogaTkoBO mependadaeTbCs 3aCTOCYBaHHS CTEKY MOCTOOPOOKH
300paxkenHns (Post Processing Stack) 3 epexramu Bloom, Vignette Ta Color Grading,
M0 MiACWIATH BIAYYTTA Hampy>KEHHS W HEBU3HAYEHOCTi. 3aMiHa THMYACOBHUX
TEKCTyp Ha (iHaIbHI rpadiuHi pecypcu, po3pobiieH! BIAMOBIIHO IO €IUHOTO XOPOp-
CTHIIIO, 3aBEPUINTH (POPMYBAHHS LIJIICHOTO Bi3yaJlbHOTO 00pa3y Ipu.

Y d4acTuHi 3BYKOBOTO O(OpPMIICHHS IUIAHYEThCS I1HTErpalliss KOMIIOHEHTa

AudioSource Unity st BigTBopeHHS! (POHOBHX aTMOC(EPHUX 3BYKIB Ta JOKAJIbHUX



44
3BYKOBUX €(eKTIiB B3aemoAil 3 00’ektamMu. [l [EHTpami30BaHOTO KepyBaHHS
ay/110CUCTEMOIO JIOIIJILHO peanizyBaTH OKpeMuil kommoHeHT AudioManager 3a
natepHoM Singleton, 1m0 3a0e3neunTh YHUKHEHHA KOH(QIIIKTIB MK OJHOYACHO
BIITBOPIOBaHUMU 3Bykamu. CrierianbHi ay1iajibHI TPUTepH, MOB’3aHi 3 MOSBOIO a00
HAOMMKEHHSIM TPOTHBHHKIB, 3HAYHO MIJBHUILATH PIBEHb EMOILIMHOTO 3aHYpPEHHS
TPaBIl Ta MIACWIATH ICUXOJIOTTYHUIA BIUIUB TPH.

PeanizoBana apxiTekTypa MPOTOTUIY JE€MOHCTPYE JOCTaTHIA  pIBEHb
MacmTabOBaHOCTI VIS MIATPUMKH BCIX 3alUTAHOBAHHWX PO3IIMpPEHb. LleHTpanizoBane
cxoBule ctany RoomStats 103BosIsI€ IETKO 10/1aBaTH HOBi THUIH JaHUX MPO JIOKAIIIO
0e3 mMoaudikalli 1HIIMX KOMIIOHEHTIB: JTIOCTaTHHO OTOJIOCUTH HOBUM MAacHB y KJaci
Ta BIAMOBIAHUN MeToa oHOBIeHHS B SelectObject. Cuctema spawn-To4oK Ha OCHOBI
teriB Unity € He3aJeXHOIO BiJI KOHKPETHUX THUIIIB 00’ €KTIB, 110 T€HEPYIOTHCS, TOMY
J0JJaBaHHSI HOBHX KaTETroOpiil irpOBUX 00’ €KTIB 3BOJUTHCS 0 BBEJACHHS HOBOTO TETY
Ta MacuBy y RoomStats 6€3 3MiHH JIOTIKH B3a€EMO/IIT 3 TOKAITISIMH.

JInsi 00’ €KTUBHOI OIIIHKK CTaHy PO3pOOKM BHKOHAHO aHai3 peaai3oBaHOro
(GyHKIIOHaTy BIIHOCHO 3aIlJTAHOBAHOTO MOBHOTO 00csry rpu. Pe3ynabTatu HaBeaeHO
B Ta0umi 4.4.

Tabmuns 4.4 — CTyniHb TOTOBHOCTI TJICUCTEM

Ilincucrema Craryc I'oTtoBHicTB, %
KepyBanus MePCOHAKEM (mepemimenss, | PeanizoBaHo MOBHICTIO 100

aHIMalIIis)

KepyBanus kameporo (pyX, zoom, ieHTpyBaHHA) | PeanizoBaHO MOBHICTIO 100

B3aemonis 3 nokarisimu (Raycast, BUmineHHs) PeanizoBano noBHICTIO 100

Cuctema spawn-To4ok (iHppacTpyKTypa) PeanizoBano MoBHICTIO 100

I'eneparis BOporiB Ta iXHs MOBEIHKA 3amiaHoBaHO 0

Cucrema npeMeTiB Ta iHBEHTap 3amiaHoBaHO 0

Bizyansne odopmienns (URP, moctoOpobOxka) YacTkoBo (6a3oBi Tekctypu) | 20

3BYKOBHUI CyIPOBIiJ 3arnaaHoBaHO 0

€IMHIM TOTEHIIIHHUM OOMEXESHHSIM MPOTYKTUBHOCTI € BUKOPUCTAHHSI METOLY
FindGameObjectsWithTag() npu koxHiil 3MiHI JIOKallii, 110 MOXE MPU3BOIUTH 10
HE3HAYHOTO 3HIKEHHS MPOJYKTHUBHOCTI MPH BEIUKIM KITBKOCTI 00’€KTIB Ha CIICHI.

JUis yCcyHEHHS LbOTO OOMEXEHHS Yy MOJAibIIMX BEpCisiX JOLUUIBHO KEIIyBaTH
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MOCUJIaHHA Ha O0’€KTH MijJ 4Yac 1HIIiami3aimii CIIEHH 3aMiCTh IXHBOTO IOIIYyKY B
peXHMIi peasbHOro vacy. Takuil MiaxiJ € CTaHJApTHOIO ONTHMI3AIIEI0 JJIs 1Irop Ha
pyuii Unity 1 He moTpeOye 3MiH y 3arajgbHii apXITEeKTypl IPOEKTY.

Takum YMHOM, pPO3pOOJECHUN MPOTOTHUII MOXKE PO3TJILAATHCS SK CTallabHA
TEXHOJOTIYHAa OCHOBA I CTBOPEHHS IMOBHOILIIHHOTO ITPOBOTO MPOIYKTY B >KaHPI
xopop. Horo apxitekrypa 3afesmedye MOXIIMBICTH IIOSTATHOTO HAPOLIYBAHHS
dbyHKITIOHATY — BiJl peaiizallii CHCTeMH MPOTHUBHUKIB 1 TPEAMETIB JI0 TOBHOI[IHHOTO
ayJ1i0BI3yaJIbHOTO O(QOpPMIIEHHS — 31 30€pEKEHHSIM CTaOITLHOCTI BXKE peasli30BaHUX

miJicucTeM Ta 6€3 HeOOX1THOCTI CYTTEBOTO PehaKTOPUHTY ICHYIOUOTO KOJY.
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BUCHOBKH

VY pesynpTaTi BUKOHAHHS KBadiQikamiifHOT poOOTH PO3pOOIEHO MPOTOTHIL
KOMIT'FOT€pPHO1 T'pHu >kaHpy horror Ha 6a3i irpoBoro pymist Unity 3 BUKOPHUCTAHHIM
MoBH TmporpamyBanHHsi C#. IlocraBneHy MeTy [OCSTHYTO B IOBHOMY OOCS3i:
CTBOPEHO (YHKIIOHATLHUN TPOTPAMHHUI MPOAYKT, IO peaidye 0a30BI MEXaHIKH
B3a€EMOJII KOpHCTyBada 3 IrPOBHM CEpEIOBHINEM dYepe3 CHCTEMYy KepyBaHHS
JIOKAITISIMH.

VY nepioMy po3aiai MpOBEAEHO aHalli3 MPEeAMETHOI 00JIacTi Ta Cy4acHOTO
CTaHy pO3pOoOKH 1rop »x)aHpy horror. Po3rissHyTo 0COOIMBOCTI KaHPYy, BU3HAUYECHO
KJIIOYOB1 MIIXOAU O peaiizamii arMochepu Hampy>KeHHS Ta B3a€MOJIi TpaBUs 3
irpoBuUM cepefoBuiieM. Ha oCHOBI MOpiBHsUIBHOTO aHajizy ananoriB — QOutlast,
Amnesia: The Dark Descent, Five Nights at Freddy’s ta This War of Mine —
oOrpyHTOBaHO BHOIp MEXaHIKHM HEMPSAMOIO KepyBaHHS INEpPCOHaKeM uepe3 BUOip
JIOKAIl K ONTUMAJBLHOTO MIAXOAYy 3 TOYKM 30py OallaHCy MiX CKJIQJIHICTIO
peatizaiii Ta irpoBOIO I[IHHICTIO. SIK OCHOBHHII IHCTPYMEHT po3poOku odopano Unity
2022.3 LTS y noegnansi 3 moBoro CH#.

Y nmpyromy posauni chopMOBaHO crenudpikamico BUMOT 0 MPOTPAMHOTO
OPOAYKTY, po3po0sieH0 (PYHKIIOHAIBHO-CTPYKTYPHY CXEMY CHCTEMHU Ta BHU3HAYEHO
MOJIENb TaHUX. APXITEKTypy MOOY/I0BaHO Ha KOMIIOHEHTHO-OPIEHTOBAHOMY ITiAXO/I1
Unity, mo 3a0e3nedye HE3aJEKHICTh MOJIYJIB Ta 3PYYHICTh iXHHOTO MOJANBIIOTO
po3mmpeHHs. LleHTpanbHUM €JIeMEHTOM apXiTeKTypH BHU3HAYEHO KOMIIOHEHT
RoomStats sik criiibHe CXOBHUIIE CTaHy PiBHSI.

Y TperboMy pO3ILIl  3AIMCHEHO MPAKTHUYHY peali3alilo MpOTOTHUITY.
Po3pobieHo Ta peanizoBaHO I'SITh OCHOBHHMX MPOTPAMHHUX IMIJCHUCTEM: CHUCTEMY
KEepYBaHHsI TEPCOHAXKEM 13 aBTOMATHYHUM IMEPEMIIIEHHSIM MK waypoint-amu Ta
CHUHXPOHI3AIlI€I0 aHIMAI[IHUX CTaHIB, CUCTEMY KepyBaHHS KaMepolo 3 MiATPUMKOIO
BIJTLHOTO TMEPEMIIlIeHHs, MacIITa0yBaHHS Ta aBTOMAaTUYHOTO IICHTPYBaHHS, CUCTEMY
B3a€MOJII 3 JIOKAaIiIMA Ha OCHOBI MexaHi3my Raycast, cucteMy BH3HAUE€HHSA Ta

dbopMyBaHHS MAacHBIB SPawn-TOYOK JJIsg MEpPCOHaXka, MPEIMETIB 1 BOPOTIB, a TaKOXK
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cucteMmy BizyanbHUX edekTiB iHTepdeiicy. [IpoBeneHo (yHKIIOHATBLHE TECTyBaHHS
METOJIOM YOPHOIO SIIUKa, MIATBEPKEHO KOPEKTHICTh POOOTH BCIX MiJCHUCTEM 1
YCYHEHO BUSIBJICHI Te(heKTH.

VY 4yeTBepTOMYy PO3ALTI BUKOHAHO CHEIliadbHI PO3pPAaXyHKH, IO OXOIUTIOIOTh
aHalli3 TEpCNEeKTHB PpO3BUTKY Ta MaciuTadyBaHHS MPOTPAMHOTO TMPOAYKTY.
BusHaueHO OCHOBHI HampsiMH TMOJANBLIOTO PO3LUIMPEHHS: peali3alilo CUCTEeMH
MPOTUBHUKIB JABOX THUIIIB Ha ocHOBI maTtepHy FSM Ta kommonenta NavMeshAgent,
BIIPOBA/KEHHSI CHCTEMHU ITPOBHX NPEIMETIB Ta IHBEHTaps, BIOCKOHAJIECHHS
Bi3yanbHOTO OoopmiienHst 3acobamu Unity URP Ta Post Processing Stack, a Takox
pO3pOOKYy  TIOBHOIIIHHOTO  3BYKOBOTO  cympoBoay.  I[IpoBemeHo — OIiHKY
MacIITabOBaHOCT! peani30BaHOi apXiTEKTypu Ta MIATBEPIKEHO ii MPUAATHICTH IS
OiATPUMKH 3aIUITAHOBAHHMX PO3IIMPEHb 0€3 CYTTEBOTO pedaKTOPHHTY i1CHYIOYOTO
KOAY.

[IpakTiuHe 3HauYeHHS POOOTH MOJSTae B TOMY, IO PO3POOJICHUN MPOTOTHIL
MoOke OyTH BUKOPHCTAHUMN SIK TEXHOJOTiYHA OCHOBA JJIsl CTBOPEHHS MMOBHOI[IHHOTO
IrpoBOro MpoAyKTy B >kaHpi horror. PeamizoBana MoaynbHa apxiTekTypa Ha 0asi
Unity 103BoJIsSi€ MOCTYMOBO HAapoIlyBaTH (YHKIIOHAJ IIJISTXOM JOJAaBaHHS HOBHUX
KOMIIOHEHTIB 0€3 3MIHU BXKE PEai30BAHUX MIJACUCTEM, IO MIATBEPIKYE MPAKTHUHY

I[IHHICTh OOPAHOTO apXITEKTYPHOTO MIIXOTY.
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public class CameraManager :

{

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

private
private
private
private
private
private
private
private
private
private

private void Start()

{
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JTOJATKH

HonaToxk A
MonoBehaviour

float speed = 120f;

float centerOnPlayerSpeed = 0.025f;
bool centering = false;

float boundaryYmin;

float boundaryYmax;

float boundaryXmin;

float boundaryXmax;

float boundaryZmin;

float boundaryZmax;

Transform player;

player = GameObject.FindGameObjectWithTag("Player").transform;

}

private void Update()

{

if (Input.GetMouseButton(1))

{

float moveX

Time.deltaTime;

float moveY

Time.deltaTime;

Input.GetAxis("Mouse X") * speed *

Input.GetAxis("Mouse Y") * speed *

transform.Translate(moveX, moveY, 0);
StayInBoundaries();

}

if (Input.GetMouseButtonDown(2))

{

StartCoroutine(CenterOnPlayerTransition(0.5f));

}

if (centering)

{
}

Zoom();

CenterOnPlayer();

}

private void StayInBoundaries()

{

if (transform.position.x < boundaryXmin)

{

transform.position = new Vector3(boundaryXmin,
this.transform.position.y, this.transform.position.z);

}

if (transform.position.x > boundaryXmax)

{



transform.position = new Vector3(boundaryXmax,
this.transform.position.y, this.transform.position.z);

}

if (transform.position.y < boundaryYmin)

{
transform.position = new Vector3(this.transform.position.x,
boundaryYmin, this.transform.position.z);

}

if (transform.position.y > boundaryYmax)

{

transform.position = new Vector3(this.transform.position.x,
boundaryYmax, this.transform.position.z);

}
}
private void CenterOnPlayer()
{

if (player != null)
{
Vector3 currentPosition = transform.position;
float targetX = Mathf.Lerp(currentPosition.x,
player.position.x, centerOnPlayerSpeed);
float targetY = Mathf.Lerp(currentPosition.y,
player.position.y, centerOnPlayerSpeed);
transform.position = new Vector3(targetX, targety,
currentPosition.z);

}
}

private IEnumerator CenterOnPlayerTransition(float _seconds)
{

centering = true;

yield return new WaitForSeconds(_seconds);

centering = false;

}

private void Zoom()

{
float scroll = Input.GetAxis("Mouse ScrollWheel");

if(Input.GetAxis("Mouse ScrollWheel™) > 9)
{
transform.position = new Vector3(transform.position.x,
transform.position.y, transform.position.z + scroll);

}
if (Input.GetAxis("Mouse ScrollWheel") < 9)

{
transform.position = new Vector3(transform.position.x,
transform.position.y, transform.position.z + scroll);

}
}
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Jonaroxk b

public class SelectObject : MonoBehaviour
{
/*
* Bubip obekTa
* 3MiHa aHimauil BubpaHOro ob6eKTy
*/
[SerializeField]
private GameObject raycastObjectHit;

[SerializeField]
private AnimationManager selectedObject_AnimationMgr;

[Header("Script References")]
[SerializeField] private RoomStats _roomStats;

[SerializeField] private PlayerMovements playerMovements;

private void Start()

{
if(_roomStats == null)
{
_roomStats = GetComponent<RoomStats>();
}
playerMovements =

GameObject.FindGameObjectWithTag("Player").GetComponent<PlayerMovements>(
)5

}

private void Update()

{
if (Input.GetMouseButtonDown(9))

{

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit))

{
if (selectedObject_AnimationMgr != null)
{
ChangeAnimation(2);
}
raycastObjectHit = hit.transform.gameObject;
UpdateRoomStatistics();
playerMovements.isMoving = true;
}

selectedObject_AnimationMgr =
raycastObjectHit.GetComponent<AnimationManager>();
ChangeAnimation(1);

}
¥

//3MiHWEMO aHimauikw BubpaHoro obekTa
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private void ChangeAnimation(int i)

{
}

selectedObject_AnimationMgr.ChangeAnimationClip(i);

private void UpdateRoomStatistics()

{
//

_roomStats._selectedObject =
raycastObjectHit.transform.parent.gameObject;
AjustPlayerWaypointArray();
AjustItemSpawnpointArray();
AjustEnemySpawnpointArray();

}
private void AjustPlayerWaypointArray()

{
//O4YMIYEMO MAaCUB TOYOK CMaBHY
System.Array.Clear(_roomStats.playerWaypoints, O,
_roomStats.playerWaypoints.Length);
//3anoBHIWEMO MacuB TOYOK CMaBHY
_roomStats.playerWaypoints = GameObject
.FindGameObjectsWithTag("PlayerWaypoints™)
.Where(wp =>
wp.transform.IsChildOf(_roomStats. selectedObject.transform))
.Select(wp => wp.transform)

.ToArray();
}
private void AjustItemSpawnpointArray()
{

//O4YMIYEMO MACUB TOYOK CMaBHY
System.Array.Clear(_roomStats.itemSpawnpoints, O,
_roomStats.itemSpawnpoints.Length);
//3anoBHIWEMO MacuWB TOYOK CMaBHY
_roomStats.itemSpawnpoints = GameObject
.FindGameObjectsWithTag("ItemSpawnPoints")
.Where(wp =>
wp.transform.IsChildOf(_roomStats. selectedObject.transform))
.Select(wp => wp.transform)

.ToArray();
}
private void AjustEnemySpawnpointArray()
{

//O4YMIYyEMO MAaCMB TOYOK CMaBHY BOpOriB, W06 YHUKHYTM 3aNUWKOBUX
AaHuMX Bip nonepegHbo BubpaHoro obekTa

System.Array.Clear(_roomStats.enemySpawnpoints, 0,
_roomStats.enemySpawnpoints.Length);

//3anoBHWEMO MacUB TOYOK CMaBHY BOpOriB, fAKi € AO4YipHiMM OBEKTamMu
BMbpaHoro obekTa

_roomStats.enemySpawnpoints = GameObject

.FindGameObjectsWithTag("EnemySpawnPoints")



.Where(wp

wp.transform.IsChildOf(_roomStats. selectedObject.transform))
.Select(wp => wp.transform)
.ToArray();
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Jlonatoxk B

public class RoomStats : MonoBehaviour

{

public GameObject _selectedObject;

public Transform[] playerWaypoints;
public Transform[] itemSpawnpoints;
public Transform[] enemySpawnpoints;
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Jomatoxk I'

public class AnimationManager : MonoBehaviour

{

/* *reference animator

* *change animation clip

* *tpiger the animation clip */
Animator _anim;

[SerializeField]
private int startingClip;

private void Start()
{

_anim = GetComponent<Animator>();
_anim.SetInteger("animState", startingClip);

}

public void ChangeAnimationClip(int i)
{

}

_anim.SetInteger("animState", i);
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