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ABSTRACT
The creation of a qualification paper covers several processes: the process of

writing code and creating computer graphics and writing an explanatory note. The
work includes an introduction, three chapters, conclusions, a list of used sources and
an appendix.

The text part is laid out on 82 pages.

The explanatory note has 51 pages of annexes. The list of used sources contains
20 names and occupies 2 pages. The work contains 43 figures and 1 table. The total
volume of work is 142 pages.

Keywords: UNITY, GAME, SOFTWARE, JETBRAINS RIDER, PREFAB,
3D, CLASS, C#, ADVENTURE.
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INEPEJIIK YMOBHUX CKOPOYEHb

I13 — nporpamue 3abe3neueHHs.

I — mrTy4HUii IHTETIEKT.

RB - rigidbody - me omuH 3 OCHOBHMX KOMMOHeHTiB y Unity, skuii

BUKOPHUCTOBYETHCS J1JIs1 3a0€3MeUeHHs] (PI3MYHOT TOBEAIHKU 00'€KTIB y Ipi.

OOIl — e mapaaurMa mporpamMyBaHHS, siKa PO3TIISAIAE MPOrpaMy SIK HaOlp

00'€eKTIB, 1110 B3aEMOJIIIOTH MK CO00I0.
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BCTYII

Axmyanvuicms memu. AKTyalbHICTh TeMU irop Adventure mossirae B ixXHIN
3JJATHOCTI CTBOPIOBATH HEMOBTOPHI CBITU Ta HAJMXATH T'PaBLIB HAa BIAKPUTTS HOBHX
rpaneil BipryanbHOi peanbHOCTi. Ili irpm BimoOpaxaioTh €000 KOMOIHAIIIIO
3aXOIUTIOIOUUX MTPUTO, PO3B'sI3aHHS 3araJI0K Ta IHTPUTYIOUHX CIOKETIB, 1110 pOOUTH 1X
NOMYJIIPHUMU CEPEJl PI3HUX BIKOBUX I'PYIL.

Adventure irpu 9acTO BUKOPUCTOBYIOTBCS SIK 3aCi0 NIl pO3BUTKY KPUTUYHOTO
MUCJICHHS, JIOTIYHUX HABUYOK Ta TBOPYOTO MHCIEHHS TI'paBIiB. BOHH CTHMYIIOIOTH
aKTUBHY y4acTh Y BUPIIICHHI 3aBJIaHb Ta BUKJIMKAIOTh HEOOXIJHICTH CTPATEr1YHOIO
TUTaHyBaHHs. 3aBSKU THYYKOCT1 Y TedMILIel 1 MOXKIIMBOCTI Bubopy, Adventure irpu
JO3BOJISIOTH TPABILSIM BIUIMBATH Ha PO3BUTOK MOJIM Yy Tpl 1 BiAYyBaTU OCOOUCTY
BIIIIOBITAJIBHICTD 3a 1i BUIJIAL.

Kpim Toro, Taki irpu 4acTO BHKOPUCTOBYIOTHCS ISl CTBOPEHHS HaBUYaJbHUX
porpam, siki J03BOJISIIOTh BUBYATH 1CTOPIIO, KYJIbTYPY Ta 1HILI HAYKOB1 ACIIEKTH Yepe3
B3a€MO/III0 3 BIPTyalbHUM cepefoBuieM. Lle poOuTh ix He jauile po3BakaJbHUMU, a
#  OCBITHIMM IHCTPyMEHTaMH, CHPUSAIOYM 30UIBIICHHIO 1HTEPAKTUBHOCTI Ta
NorIMOJICHHIO 3HaHb Y TPaBIIiB.

3aranom, Adventure irpu 3aIMIIAIOTHCS AKTyaIbHUMHM 3aBJISIKH CBOIM 3/1aTHOCTI
TpaHC(OPMYBATH T'PABI[IB Y aKTUBHUX YYACHHUKIB BIPTYyaJbHOI'O CBITY, /1€ KOXHA JIis
MOK€ MaTH BaroMy 3HAYYIIICTh ISl MOJAJIBIIOTO PO3BUTKY ICTOPIi Ta pe3ybTaTiB
TpH.

Memoro keanigixayitinoi pobomu € CTBOPEHHS MPOrPaMHOT YaCTUHA Il TPHU B
xanpe Adventure.

06 ’ekmom docniodcenns s KBamiikaiiHoi poOOTH € CTBOPEHHS TPOTPAMHOI
YaCTUHU ITPOBOTO JIOATKY

Ilpeomemom oocnioxcennss € Bukopuctanus IDE Jetbrains Rider na mosi
nporpamyBanHs C#, ta irpoBuid pymriii Unity /uisi CTBOpEHHSI IFPOBOIO BCECBITY Ta
B32€EMO/III0 MK CKPUIITAMH.

B pamkax Temm kBamidikariiiHoi pobotu Oyyno omyOJIKOBAaHO TE3H:

- I'pap M. C., Coin E. E.Ananiz mpoOremu CTBOpPEHHS IITYYHOTO I1HTEJIEKTY
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Amnani3z npoOjeMu CTBOpPEHHS IITY4YHOro iHTenekry. [HdopMmariiiHo-KoMIT I0TEpHI
TEXHOJIOTIi: CTaH, JOCSATHEHHS Ta TEPCIEeKTUBH PO3BUTKY, 25-26 mmctomama 2021
poky.Kutomup ; «KutoMupcbka  MOJITEXHIKa», 2021. C.107-108.
- I'pad M. C., Coin E. E. ChatGPT nns mpoBenenns ananizy. [HdopmariitHo-
koM ’roTepHi  TexHojorii — 2023 30-31 Oepesns 2023  poxky. Kuromwup

«Kuromupcrka monitextikay, 2023.C.69-70.
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PO3JAIJ 1. AHAJII3 TTPOBJIEMATUKHU, METOIIB TA 3ACOBIB
BUPILIEHHA 3AJAYI

1.1 IlocTranoBKAa 3ajaui

Meroro kBanmidikaiiitHoi poOOTH € CTBOPEHHS MTPOTPAMHOTO YaCTUHA ISl TPU B
xanpi Adventure.

OCHOBHOIO METOIO PO3p0OKHU rpu B xkaHpl Adventure € CTBOPEHHS OCHOBHHX
MEXaHIK [bOTO YaHPY, a TAaKOXK JOJaBaHHS YHIKAJbHUX €JIEMEHTIB, SIKi TAPMOHINHO
BITUIITYThCS Y KOHTEKCT JTAHOTO JKaHPY irop, 3a0€3Me4YeHHS TOBHOTO irpOBOTO ITUKITY.
BaxnuBuMHu acniekTamu €:

1. Excrutopaitiss Ta HamiBBIIKPUTHH CBIT: TpaBellb Oyae JOCIHIKYBaTH
pi3HOOApBHUM 1 3araJIkOBUW CBIT, BUBYAIOUM HOBI JIOKAIli 1 3HAXOASYM TAEMHUY1
apTedaxTu Ta pecypcH.

2. boiioBa cucrema: po3poOka BapiaHTIB OOpOTHOM 3 BOpoOraMu, sKi
BUMAararoTh CTpaTerii Ta TaKTUYHOTO MHUCJEHHS, 3a0€3MEeUeHHS JTUHAMIYHUX
IHTEpaKIid MI>K TpaBILIEM 1 BOPOTaMH.

3. Cucrema mporpecy: BIPOBADKCHHS CHCTEMH IMPOKAaYyBaHHS TPaBIs Ta
PO3BUTKY HOTO HABUYOK, IO JO3BOJISIE TOKPAITYBATH XapaKTEPUCTHUKH 1 310HOCTI i
qac rpu.

4. JunamiyH1 nojiii Ta BUIPOOYyBaHHSA: BKIOYEHHS PI3HOMAHITHUX MOJ1N Ta
BUTIPOOYBaHb, K1 TECTYIOTh HABUYKHU TPABIIS 1 IPOMOHYIOTH BapiaTUBHI CIICHAPII.

JIJist ycminHOro BUKOHAHHS KBaji(ikaniiHoi poOOTH HEOOX1THO pO3poOHUTH Ta
peani3yBaTH KJIIOYOBI IrPOBI MEXaHIKM, CTBOPUTH CTPYKTYpYy KJaciB Ta 310paru
MIPOEKT:

[lepmwii eran. 3poOUTH HANIBBIAKPUTHI CBIT:

1. 3poOUTH HAMIBBIAKPUTHIA CBIT Ta 3a JOTOMOTOIO KOJAMAEpiB 3aKpUTH
JIesIK1 YaCTUHU CBITY

Hpyruii eran. CTBOpUTH NEpEMILIEHHS TPaBLIS:

1. [lpuaymat Ta CTBOPUTHM TEPEMINIEHHS TpaBlsS TaKoX 3poOUTH

CIIAKYI04Yy Kamepy Bix 3 ocobu [1]

2. Jlonatu cTprOOK Ta MPUCKOPEHHS y TPABIIA.
E.E. COIH Apk.
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3. 3po0OuTH TECT 1 MEPEBIPUTH YU BCE KOPPEKTHO MPAITIOE.
Tpertiit eramn. Po3poOka cucteMu iHBEHTAp:
1. CrBoputn Canvas ctBoputu Ul enement Panel Tta 3pobutu Panel

novipHiM dsemeHToB Canvas.

2. CTBOpUTH JCKUIbKA SYECK K1 OyAyTh JOUIpHIMHU ejaeMeHTamu Panel miis
1HBEHTAapIO.

3. CtBOpuTH 00'€KTH K1 MOKHA Oy/I€ MiI0upaTH.

4, PeanizyBatu MOXIMBICTH MiAOMpPAaTH BUKOPUCTOBYBATH Ta BUOpacyBaTu

00'eKTH 3 IHBEHTaPIO
5. 3poOuTH MepeBipKy.

UYerBeptuii eran. Po3poOka cuctemu 0010 J1Jisi TpaBLIs:

1. CtBOpuUTH Ta oAaTH 30pOIO.

2. Jonatu 30poro Ha Mary Jia JJOJAaTH MOKJIUBICTS ii miaOupaTH.

3. CtBOpuUTH BOpOra sIKOro MOKHa OyJie OUTH.

4, PeanizyBaTu MOXIIMBICTD IiI0MpPaHHs 00'€KTa B IHBETap Ta JOCTaBUT MY
3BIIATH.

5. 3poOuTH TECT MEePEBIPKY.

I’situit etan. Po3poOuTy BOpOriB Ta PO3MICTUTH IX HA MarTi

1. CTBOpPHUTH BOPOTiB I0JATH Ta CTBOPUTH JAEKIJIbKA BaplaHTIB MOKJIUBOCTI
BOPOT'B.

2. Po3pobutu Bopora 6JuKHBOTO 0010 Ta PO3MICTUTH HOTO Ha Mari.

3. Po3pobutu cucrtemu 6010 A1 BOpora.

4, Po3pobOka pexiapbka MOXIMBOCTEM y BOpora TaKWX SK TIOTOHS 1
naTpyJIIOBaHHS

S. CTBOpPUTH CHCTEMY 3/10POB’S.

6. Po3poOutu aniMailii Ta ix nepexoau Ta 10AaTH iX BOPOry

7. 3poOuUTH TECT MEPEBIPKY.

[ocTuit eran. 3poduTtn 00'€THAHHS BCiX MONEPEIHIX EIEMEHTIB
1. CTBOpHUTH CIICHY Ha SKii OYIyTh IPOXOIUTH BC1 OCHOBHI €TaIu

2. 3po0OuTH HaMiBBIAKPUTHI BCECBIT Ta MEPEHECTH Ha HHOTO BOPOTa.

E.E. COIH Apk.
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3. CTBOpUTH TpaBIIS Ta IEPSHECTH 1HBEHTAP.

4. CTBOpUTH JIEKIJIbKA CIICH Ta MEPEX0 AU MK HUMHU.

S. 3poOuUTH TECT MEPEBIPKY.

1.2 AnaJi3 aHaJI0TiB MPOTrPaAaMHOI0 MPOAYKTY

Jlns Toro mo0 moYaTu po3poOUTH TPy IO MepIie MOTpiOHO MpoaHaTi3yBaTH
PUHOK Ta MOJIMBUTHUCS CXOXK1 ITPOB1 I0AATH TOTO K >KaHPYy B HAc 11eil »kanp Adventure.
Jlns anamizy OyIio MpoaMBIICHO JEKIIbKa irop xkaHpy Adventure.

«Absolver» [2] — e 6otioBa rpa, sika KOMOIHY€E €JIeMEHTH OOHOBOr0 MHCTEIITBA
1 posieBoi rpu. Bona 3ocepemxkyeTbest Ha 6010 ouH 10 ogHoro (PvP) i cniBmparti (PvE)
MDK TPaBIsIMU B YHIKQJIbHOMY BIPTyaJIbHOMY CBiTi. I'pa IpomoHye riauboKy cUCTEMY
OOHOBHX MaHEBPIB 1 HAJIAIUTYBAHHS MIEPCOHAXKA, JI€ TPaBIl MOXKYTh BJOCKOHAIIOBATH
CBO1 0OMOBI BMIHHS 1 OTPUMYBATH HOBI PyXH, 00 CTAaTH CHPaBXKHIMH MaicTpaMu
OO0MOBUX MHUCTEIITB.

Xoua "Absolver" Mae eneMEHTH NPUTOJHUILIBKOTO JKaHPY, 30Kpema
JTOCITI/DKEHHSI BEJIMKOTO BIPTYaJbHOTO CBITY 1 B3a€EMOJIII0 3 I1HIIMMH T'PaBISMH,
OCHOBHUU aKIEHT 3p0o0IeHui Ha 00MOBHX MEXaHIKax 1 CIIBIpalli/3MaraiHi 3 1HITUMH
y49acHUKaMU. TakKuM YMHOM, BOHA O1IbIIIE MOKE BBaxaTHCsl 00ioBoro rporto (fighting
game) 3 eIeMEHTaMHU POJILOBOT TPH, a HE TPATUIIIHHOIO TPUTOJHHUIILKOIO TPOIO.

"Absolver" - me rpa, nme rpaBemb KOHTpPOINIOE OONHOBHMKA, SKUW BHBYAE
pi3HOMaHITHI OOMOBI MHCTEIITBA, TOKpAIIy€e CBOI HAaBHYKH Ta B3a€EMOJIE 3 1HIIIHMH
nepcoHaxamMu y (paHTaCTUIHOMY CBITI

"Absolver" BUIUIA€ETBCA cepel] IHIIMX IrOp CBOIM YHIKaJbHUM MIJIXOJIOM 0
00110BOi cucTeMH, sika 0a3yeThcsl Ha pealbHUX OOMOBHMX MHUCTEITBaX 1 BUMAarae Bij
IpaBIsl BMIHHS TaKTUYHO TUTAHYBAaTH 1 BUKOHYBAaTH yJapu Ta Ojoku. Takoxx BapTo
BiJI3HAYUTH WOTO YHIKAJIbHY MEXaHIKy MYJIbTIIUIEEPA, 1€ TPABIIl MOKYTh B3aEMOIISATH

OJIMH 3 OJIHUM Yy PEXKHUMI PeaIbHOTO Yacy, MPOBOJIAYM OUTBU a00 KOOMepaTUBHI Micii

(puc.1.1).

E.E. COIH Apk.
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Pucynok 1.1 — 3acraBka rpu «Absolver

[lepeBaru MexaHik Ipu:

1. VYuikanpHa 00tioBa cuctema: "Absolver" BiIpi3HIETHCS BiJl 1HIIMX irop
CBOEIO CKJIQJHOIO 1HTEPAKTUBHOIO OOMOBOIO CHUCTEMOIO, siIka 0a3y€ThCsl HA pealbHUX
OoloBUX MHCTeNTBaxX. ['paBli MOXYTh CTBOPIOBATH Ta HAJIAIITOBYBAaTH KOMOiHAIli
yaapiB, OJIOKIB 1 YHHKIB, IO JIO3BOJISIE CTBOPIOBATH BJIACHUM YHIKQJIbHHM CTHIIb
6o010.(Puc.1.2).

2. MucTtenTBo BIWHU: Tpa akKIEHTYEThCS HA BUBYEHHI PI3HUX CTHIIIB
OOMOBHX MHUCTELTB 1 BUKOPUCTaHHI iX y 00r0. ['paBiii MoxxyTh HaBuatucs Bijg NPC
IHCTPYKTOPIB, @ TAaKOX BIJ 1HIIMX IPaBLIB, U0 POOUTH I'Py BEJIbMH MI3HABAIBHOIO 1
PI3HOMAaHITHOIO B aCTIEKTI OOMOBUX TEXHIK.

3. MynbpTUIUICEpHA B3a€EMOJiS: Tpa CHPHUSE CIIIBHOMY T'PaBEIbKOMY
JIOCBiTYy, JIe TPaBIli MOXYTh B3aEMOJIATA OAWH 3 OJHHUM Yy PEXKHUMI PEATIbHOTO Yacy.
BinOyBatoThcst sIK CyTHUKHU OJIMH HA OJIMH, TaK 1 CIIJIBHI MICii U TPEHYBaHHS.

4, [Tepconanizariis nepcoHa)ka: TpaBlii MOKYTh HAJIAIITOBYBATH 30BHILIHIN
BUTJISII CBOTO TMEPCOHAXKA, a TAKOXK BUOWpPATH 1 MPOKAYyBaTH PI3SHOMAHITHI PyXH 1
BMIiHHS, 1110 JI03BOJISIE CTBOPUTH YHIKATBHHUIA CTUJIb TPH.

S. Junamiu"a atmocdepa: rpa Mae Bpaxarouy rpadiky i atmocdepy, 110
no/ae 10 IMMEpCUMBHOCTI rpu. MictuuHa atmocdepa cBity "Absolver" 1 ioro

3arajJIKoBICTb NMPUBAOIIOIOTH IPaBIIiB YChOT'O CBITY.
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Pucynok 1.2 — VuikanpHa 6oiioBa cuctema: "Absolver"

+95.6
S0 Ne O

MexaHika 1HBEHTApIO 3acCIyroBy€ yBary Tak sK IS MEXaHika TakoxX Oyia

peamizoBana y rpi "Hixton's adventure". Ile myxe morpiOHa MexaHika st 30epiraHas

alTEeMOB sIKi TpaBellb Oy/ie 3HaXOJUTHU TiJ] Yac CBOIX MPUTOJ y TPl Ta SKIIO I SKICh

pedi siki MoKHa Oy/le Ha MPUKIIaAl Med 3a IOTIOMOTOI0 SIKOTO TpaBelb Oyae outucs abo

SIKach 1Xka 3a JJOIMIOMOT00 SIKOTO TpaBellb Oye BUikyBaTu cede (puc. 1.3)

Pucynok 1.3 — (a) mpukian inBeHnTapto B rpi "Hixton's adventure", (0)npukian

Henoniku B MexaHikax rpu:

iHBeHTapio B rpi "Absolver" ,

Xoua rpa mMae nyxe 06araTo MO3UTHUBHUX ACTEKTIB ajie € 1 HEraTWUBHI OJHUM 3

IIUX HEJOJIIK BUSBJISETHCS JTYy)KE€ KOPOTKHH CIOKET Ta He 0arary KUIbKICTh BOPOTIB 1

6ociB y rpi (puc. 1.4).

E.E. COIH

P.B. [IETPOCAH
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Pucynok 1.4 — Bopor y rpi "Absolver"

[Ile omHUM HETOIIKOM Ha JaHUN MOMEHT 1€ HEBEJIUKHUI OHJIANH U MPoOJIeMu 3
cepBepaMu B JIy:ke Oaratbox Bumnajkax y PVP pexumax y rpaBus OyayTh TenenopTu
MDK BOPOTaMH.

HacrymHoro rporo 0yae «Life is Strangey» [3] — 1ie eMOIidHUN TPUT0IHUAILKHHA
IHTepaKTUBHHM B1€0-CIOKETHUM KaHp. [ pa cKi1amaeTbes 3 M'STH €Mi30/11iB, J¢ IPaBellb
KOHTPOJIIO€ ToI0BHOTO Teposi Makcin Konding, sika Boo/ie€ 3AaTHICTIO MepeMiliaTh
yac Hazajd. ['paBli mOpuiiMaroTh pillIeHHS, SKI BIUIMBAlOTh Ha MOJIi 1 KIHI[IBKH,
CTBOPIOIOYH YHIKaTbHUN JOCBI JIJIs1 KOXKHOTO TPABIIAL.

Ocnogna uub rpu "Life is Strange" nossirae B po3BUTKY 1CTOpIi Ta B3a€EMOJIIT 3
MEPCOHAKAMHU Yepe3 MPUUHSITTS BOKIMBUX PIIICHbB, SKI BIUTMBAIOTh HA MOJIIi B TPi.
['paBui Buctynatote y poni Makc Kondina, Momomoi CTyIEeHTKH, siKa BOJIOJIE
3JTATHICTIO MepeMIIaTh yac Ha3ad. OCHOBHI LIl TPU BKIIOYAOTh:

1. PoscnigyBanHs Ta BUPIMICHHS TAEMHUIIb: TPABEIh PO3KPUBAE TAEMHHUIII,
10 OTOYYIOTh T'OJIOBHY T'€pOiHIO Ta IHIIUX MEPCOHAXIB, 30HUparoun iHPOpMAaIlio Ta
PO3B'A3yI0UH I'OJIOBOJIOMKH.

2. B3aemoniss 3 mepcoHaxkaMu: BIJHOCHHHM 3 I1HIIMMH TEPCOHAKAMHU
PO3BUBAIOTHCS 3aJIEKHO BiJ| PIllIeHb, SIKI TpaBellb MpUMAaE IiJl 4Yac AlajoriB Ta
B3a€MOIII.

3. [TpuitHATTS BaXKJIIMBUX PIIICHb: TPaBeIllb 3MYIICHUN MPUAMATH CKIIaIHI

MOpaJIbHI Ta €THUYHI PIIIEHHS, SIK1 BIUTMBAIOTh HA X1/ MOJ1H 1 KIHUEBUI PE3ynbTaT rPH.

E.E. COIH Apk.
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4, JlocmiKeHHs! 1HTEPaKTUBHUX CEPEAOBHIL: TI'PaBElb MAa€ MOXKIUBICTb
JOCITI/DKYBaTH JIeTali30BaHl PIBHI Ta B3aEMOJIATH 3 PI3HUMH 00'€KTamu, IO
JIOTIOMArae po3KpUTH JOJATKOBI JIeTall 1CTOPIi.

5. EMortiliHe 3aHypeHHS: rpa HaJa€ EMOIIMHHA JOCBIJ Yepe3 CHUIbLHHM

CIOKET Ta TEPCOHAXIB, SIKI CTUKAIOTHCA 31 CKIATHUMH €MOI[IHHUMH 1 OCOOMCTUMH
BUKJIMKaMu (puc.l.5).

Pucynok 1.5 — 3acraBka rpu «Life is Strange»
[TepeBaru mexaHik Tpu:

"Life is Strange" mae Kiibka KIIOUOBUX I€peBar y CBOiX MeEXaHIKaX, SKI
BU3HAYAIOTh HOTO K YHIKAJIBHY TPY:

1.

Cucrema BMOOpY 1 HACHIJIKIB: TpaBellb Ma€ MOXJIHMBICTh MPUHMATH

pileHHs, sKi Oe3rnocepeHbO BILIMBAIOTH HA MOl y I'pl Ta PO3BUTOK croxery. Lli
pIIlICHHS 4YacTO MaloTh JTAJICKOCSKHI

HACNTIIKK, 10 CTUMYJIOE TIOBTOPHE
MIPOXOJIPKEHHS TPH IS TOCTIIPKEHHSI pI3HUX ClieHapiiB (puc. 1.6).

2.

31aTHICTh TMEpeMIIaTH 4Yac Has3ad: I MeXaHika JO03BOJISIE TpaBLEBI

NepersigaTH CBOI PINICHHS Ta BUOWpATH ajdbTEpPHATHBHI NUIAXW. BoHa He mwuiie

PO3IINPIOE TEUMIUICHHI MOXKJIMBOCTI, a i BIUIMBAE HA B3a€EMOJIII0 3 TIEPCOHAKAMU Ta
BUPILIEHHS TOJIOBOJIOMOK.

3.

EmoriitHa 1 rnmboka icTopis: Tpa BiJIOMa CBOEI 3alamMOpPOUIIUBOIO

ICTOpI€10, KA 3MYIIY€ TPABI[IB BIIUYyBaTH IIMPOKUNA CIIEKTp eMouiid. Temu apyxou,

JT000B1, BTPATH 1 CaMO BIJKPUTTS BUTPAIOTH BAXIIMBY POJIb y IPUBEPHEHH] yBaru J0
irpoBoro cBity (puc. 1.7).

4.

[HTEepakTUBHE OTOYEHHA: TpaBll MarOTh MOXJIMBICTH B3AEMOIISTH 3

HABKOJIMIIHIM CEpPEOBUIIEM, 110 JIOIOMarae iM Kpauie 3p03yMITH IMEPCIMHUI CBIT
I'PH 1 3HAXOAUTH JIOJIATKOB1 JAeTal icTopii.

E.E. COIH
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S. XynoxHs rpadika Ta arMocdepa: YHIKAIbHUH CTWIb MATIOHKY 1

aTMocdepa I'pH JI0Jal0Th JI0 3araJIbHOTO HACTPOIO 1 EMOIIMHOCTI IOCBIAY I'paBIIs.

3mo geicmbue 6?em e
nocAegemfls.

2) 6)

Pucynok 1.6 — (a)llpuknan cuctema Hacniakis ,(0) [Ipuknaa cuctema BuOOpYy.

Pucynox 1.7 — EMorriiina i rmuboxka icTopis.

Henoniku mexanik rpu:

"Life is Strange" oTpumasa B iJioMy MO3WTHBHI Bi/IT'YKH BiI KPUTHUKIB 1 TPABIIiB,
ajie JesKi HeJ0JIIKK OyJIM BiJI3HAYCH] CIIIJILHOTOIO Ta ISSIKUMH oryisigadamMu. Ock Ieski
3 HUX:

1. TexniuHI TpOOIEMH: AESIKi TPaBIll CTUKAIKCS 3 TEXHIYHUMU MPOOIeMaMu,
TaKUMU SIK MMaJIHHS KaJpiB, 3aTpUMKHA a00 Oaru, siki BIUIMBAJIW Ha 3arajJibHUN JOCBI
TpH.

2. Jiamorn 1 CroeT: Xxod4a CIoKeT OyB 3arajioM BHCOKO OI[IHCHHH, JesKi
IpaBIll BiJ3HAYalld HE CYTTEBICTh ab0 BHOIp MiaJIOTiB, SKI BOHHM 3JIIMCHIOBAIIH,

BIUIMBAJIM HA MOJAJIBIINN pO3BUTOK icTOpii.(puc. 1.8).
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3.  IlcuxonoriuHi acmeKkTH MEepPCOHaXIB: 4yacTo OyJi0 BiA3HAYEHO, IIO AEAK]
NEPCOHaXKI MOTJIM O BUXOJMTHU 32 MEXKI apXETHITIYHUX PHUC, IO 37aBajOCs IITyIHUM
YU HEPEaJTiCTUYHUM.

4, Mexanika 4acy: Xxoya MeXaHiKa MepeMOTyBaHHS 4acy Oyia KIIFOUOBUM
CJIEMEHTOM TpH, JesKl TpaBIll BiAUyBald, IO ii peaiizallis HE 3aBXKIud Oylia
MOCIIAOBHOIO 200 1HTYITUBHO 3p0O3yMIJIOI0.

o. 3aBepIeHHs TPHU: JIeAKi TPaBIll BiA3HA4aId, 10 ¢iHaIbHA YACTHHA TPH

a0o i 3aBepIilieHHs MOTJIM O OyTH OUIbII 3a0BIILHUMH 200 JIOT1YHO 3aBEPIICHUMHU.

v :?/

"\
T

ictoriafiikemizachel? |
A

[+

What happened toF
(¥
I'm fore-confused, let's talk later
Pucynox 1.8 — Ilpuxman gianoris.

«Tomb Raider (1996)» [4] — 1ie knacu4Ha Bijieorpa B kaHpi eKimH-puroau. ['pa
CTajia OJIHI€0 3 HAMBIUIMBOBIIIMX 1 HAMMOMYJISPHIIIKX Y CBOIH €M0Cl, 3HAYHOIO MipOIO
3aBJSKU CBOil HOBATOpChKii 3D-rpadiii Ta reiimuiero.

Y "Tomb Raider" rpaBui 6epyts Ha cebe ponb Jlapu Kpodt, apxeonora i
ITYKQ4KH MMPUTO/I, SIKa BUPYIIIA€ HA TIONTYKH CTapOJaBHIX apTe(aKTiB 10 BChOMY CBITY.
Jlapa nmogoposxye A0 pi3HUX €K30THYHUX JIOKaIlii, Takux sk [lepy, ['pemis, €runer ta
Atnantuaa. OCHOBHA METa rpy — 3HANUTH YacTUHU apTedakTy mijx Ha3Boro "CuioH".

Ieitmmuteir y "Tomb Raider" moemnye B co6i mutargopmep, TOJOBOJIOMKH Ta
eJleMeHTH yTepy. ['paBisiM MOTPIOHO JOCIIHKYBATH BEJIMKI PiBHI, IMOBHI IMACTOK,

BOPOTIB Ta 3arafiok, K1 MoTpiOHO BUPIMIMUTH, 11100 pocyHyTucs aami. Jlapa Kpodt mae

E.E. COIH Apk.
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IMIMPOKUIM CHEKTP PyXiB, BKIIOYAIOUM Oir, CTpHOKH, TMaBaHHS, JIa3iHHS 1 HaBITh
BUKOHAHHS aKpoOaTHUyHUX TproKiB. KpiM Toro, rpasui MOXXyThb BHUKOPHUCTOBYBATHU

PI3HOMAaHITHI BUAM 30pO0i, 11100 3aXUILATUCS Bl BOPOTiB, BKIOYAIOYU AUKUX TBAPHH 1

JIOJICHKUX MTPOTUBHUKIB (puC.1.9).

Pucynok 1.9 — 3acraBka rpu « Tomb Raider»

[lepeBaru mexaHik Ipu:

Hoeamopcovkuii mpusumipnuii eeumnien .

= "Tomb Raider" crana onHi€ero 3 mepmux irop, sika yCHilIHO peajizyBalia
TPUBUMIPDHUN TeWMIUIEd Yy KaHpi eKWH-npuroau. lLle no3Bonmio rpaBusm
JOCIIIKYBATH BEJIMKI, BIIKPUTI JOKAIlli 3 BUCOKOIO CBOOOOI0 MEpeCcyBaHHS, 10 HA
TOI Yac 0yJI0 HOBUHKOIO.

Iumyimusne ynpageninms:

— rpa TMPOIOHYBada MIUPOKUI CIIEKTP PYXiB 1 dil JUIsl TOJIOBHOI TE€POiHi,
Jlapu Kpodr, Takux sk Oir, cTpuOKH, MJIaBaHHS, JIa31HHS 1 BAKOHAHHS aKpOOATUYHUX
TPIOKIB. [HTYiTUBHE ymOpaBmiHHSA 3pOoOWMIO Ii Jii JIETKUMH JJIsi BUKOHAHHSI,
3a0e3neuyroun 3aXOIUTMBUH ITPOBUIA JJOCBI.

Kombinayis exwny i 20108010MOK:

- "Tomb Raider" wMaiicrepHo mo€qHana  €JIEMEHTH  €KIIHY 3

rojoBojioMkamu. ['paBiii TMOBUHHI Oyl HE TUIBKM OOpPOTHICS 3 BOpOraMu, ajie i

E.E. COIH Apk.
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BUPIIITYBaTH CKJIQJHI TOJIOBOJIOMKH, IO JOJABAJIO PI3HOMAHITHOCTI Ta TJIIMOWHU
TEUMILIEIO.

Piznomanimuicms noxauyiii.

- rpa MpoIoHyBajia pi3Hl eK30TUYHI JIoKauii, Taki gk Ilepy, I'penis, €runer
ta Atnantuaa. KokHa jokaliisi Majga yHIKQIbHUN Ju3aiiH 1 atMocdepy, 1mo poouso
JOCIIIIKEHHSI KOXKHOTO PIBHS I[IKaBUM 1 HenepenodadyBaHum (puc. 1.10).

3axonnioouuii ciodcem:

— "Tomb Raider" mpeacrtaBuia 3aXOIUTIOIOYUN CIOKET, SIKU MOTHBYBaB
TpaBliB MPOJOBKYBATH CBOi MPUTOAU. IcTOpis NpPO TONIIYKH CTapOJaBHHOTO
apredakty "CuioH" BKiIOYana I1HTPUTH, HEOE3MEKU 1 3arajkoBl NOAll, IO
M1JICUITIOBAJIO 3arajibHe BPaXXEHHS BiJl TPU.

Bapiamusnicmo 6010

- IpaBIl Majd JOCTYH J0 PI3HOMAaHITHOI 30poi, BKJIIOYAIOUU MICTOJIETH,
TpOOOBUKHM Ta TPAHATOMETH, IO JO03BOJISJIO BUKOPUCTOBYBATH PI3HI TAKTHUKH IS
60poTKOH 3 Boporamu. L{e pobusio 601 ikaBuMu Ta crpareriynumu (puc. 1.11).

Bucoka peiepabenvricmo:

- 3aBASKA  CKJIQJHUM  TOJIOBOJIOMKAM, TPUXOBAHUM  CEKpeTaM 1
pizHOMaHiTHUM BoporaMm, "Tomb Raider" mana Bucoky peirpaGenbHicTs. ['paBii

MOTJIY TIOBEPTATUCS JI0 TPH, TII00 3HANUTH BC1 CEKPETH 1 MOBHICTIO TOCTIANTH BC1 PiBHI.

(a) (6)

Pucynok 1.10 — (a) mepiuuii pisHOBU JOKAIlii 3 IEKIIbKOX MOXKIIMBHX, (0) ApYyTrHit

PI3HOBU/I 3 IEKITBKOX MOYKJIMBUX.
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Pucynok 1.11 — Pi3noBuz 36poi

Henomniku MexaHik rpu:

Cknaone ynpagninus:

- NOTpU 1HHOBAIIKWHICTh, ynpasmiHHs Jlaporo Kpodrt y rpi Oymno mocuth
CKJIaAHUM 1 He3rpaOHuM. ['paBisiM yacTo OyJi0 BaKKO TOUHO BUKOHYBATH CTPUOKHU Ta
1HIIT aKpoOaTUYH1 TPIOKH, IO MIPU3BOJIUIIO IO YACTUX MOMMIIOK 1 pO34apyBaHb.

Obmedicena kamepa:

- KaMmepa B rpi Maya (pikcoBaHI KyTH 1 4acTO HE CiiAyBalla 3a rpaBLEM
HAJICKHUM YrHOM. lle yckmamHroBajmo opieHTarit0o B mpocTopi 1 poOuio Oid 1
1aTGOPMIHT HE3PYYHHUMH, OCOOJIMBO B TICHUX MPUMIIICHHSIX ab0 i yac OUTB 3
BOPOTaMHU.

Heoocmammus inmyimusnicms 201080710MOK:

— JIesIKl TOJIOBOJIOMKH B Tpi OyJM 3aHAATO CKIAQJHUMU 1 HE 3aBKIU
IHTYITUBHO 3p03yMUIMMHU. ['paBlii 4acTo 3acTpsAraiy Ha MEBHUX PIBHSX, HE PO3YMIIOUH,
10 TOTPIOHO 3POOUTH NJIsl X MPOXO/KEHHS, 0 MOTJIO BUKJIMKATH PO3YapyBaHHS
(puc. 1.12).

Biocymuicmo mooicnusocmi 36epesicents y 6y0b-aKuil MOMEHM.:

E.E. COIH Apk.
P.B. [IETPOCSIH KH.KP.b — 122 — 24 — 113 20
3mn. | Apx. Ne dokym. ionuc | Jama




- rpa J103BoJisIa 30epeKEeHHS JIMIEe Y CIeliaIbHUX TOYKax, 10 1HOA1 0yJi0
He3py4HHUM. ['paBIili MOTJIM BTPATUTH 3HAYHUN TPOTPEC, SIKIIO HE 3MOTIIN TICTATUCS JIO
TOYKHU 30€PEIKEHHS TIepe;] 3aru0esuio a0 BUXO0I0M 3 TPH.

Jlimimu animayiv i pyxis:

— animarii Jlapu Kpodt Oynu oOMexeHumu, 1 ii pyxu 1HOAI BUTIISAIATU
MEXaHIYHUMHU 1 HeTpupoaHuMH. L{e BrmuBano Ha 3arajgbHe BpakKeHHs B1J] FeHMILIEIO 1
MOTJIO 3aBaXKaTH MOBHOMY 3aHYPEHHIO B IpY.

IIpobaemu 3 xoniziero:

- y I'pl 4acTO TpAIULLIIUCS IPoOIeMH 3 KoJli31€10 00'ekTiB, Koyt Jlapa moria
3aCTPSTTH B TEKCTypax abo pyxarucsi udepe3 oO'ektu. lle morio mpusBectd 10
HECIpaBeUIMBUX CMEpTEH a00 BTpaTH MpOrpecy.

Oonomanimuicms 60i8:

— 001 3 Boporamu OyJid JOCUTh OJJHOMAHITHUMHU 1 HE BUMarajiu ocoOIUBOi

TaKTHKHU ab0 cTparerii. ['paBiii 3a3Bu4ail BAKOPUCTOBYBAJIU T1 caMi METOAN OOPOTHOM,

10 3MEHIIIYBAJIO 3arajibHy Pi3HOMaHITHICTh Fe€HMILIEIO.

Pucynox 1.12 — HegoctatHs iHTYiTUBHICTH TOJIOBOJIOMOK.
1.3 O0rpyHTyBaHHSI BUOOPY IHCTPYMEHTAJIbHHUX 3aC00iB
[Tpu po3pobui komm'torepuoi rpu "Hixton's Adventure" y xanpi Adventure
game, 0yJi0 00paHo BUKOpHCTaHHs irpoBowuit pymriit Unity[4]. el BubGip 3yMoBIIeHUI

HU3KOI BaXJIMBUX ImepeBar, ski Hagae Unity TMOpIBHSHO 3  IHIIMMU
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IHCTPYMEHTAJIbHUMH 3aCO0aMHU.

1. KpocmnardopMeHicTh

Unity miarpumye kpociiaTropMeny po3poOKy, 1110 J03BOJISIE€ CTBOPIOBATH ITPU
JUTSI PI3HUX OTIEpAlIfHUX CHCTEM Ta TuiatdopmM, Bratogatoun Windows, macOS, Linux,
10S, Android, a takox koHcoii (PlayStation, Xbox, Nintendo Switch). Ile 3nauHO
PO3LIMPIOE MOTEHIIIIHY ayIUTOPiO TPU Ta MOJIETHIYE 11 PO3MOBCIOIKEHHS.

2. [ToTy>XHUM IHCTpYMEHTApI ISl pO3pOOKHU

Unity Hajgae MHMPOKUNA CHEKTP IHCTPYMEHTIB JUIsl PO3POOKH, BKIHOYAIOYU
NOTYXXHUN PEAAKTOpP, CUCTEMY KOMIIOHEHTIB, a TaKOX BI3yaJbHI pPEJaKTOpH s
pobotu 3 3D-monensiMu, aHiMmalisiMu, 3Bykamu Ta edexramu. Lle mo3Bossie 3HaYHO
CIPOCTUTH IPOLIEC CTBOPEHHS T'PU Ta 3pOOUTH HOro OUIbII €(h)EKTUBHUM.

3. Bennka crisibHOTA Ta MATPUMKA

Opnietro 3 kio4oBUX nepeBar Unity € BeslMKa 1 akTUBHA CIIUIBHOTA PO3POOHUKIB.
Ile o3Hauae HaAsBHICTh BEJIMKOI KUIBKOCTI HABYAJBHUX MaTepiaiB, (hOpPyMiB, Bi€O
YPOKIB Ta MPHKJIAIIB KOAY, IO POOUTH JICTITUM BHPIIMICHHS Oyab-SKUX MPOOIeM Ta
OCBO€HHA HOBUX (GyHKIIH nBMKKa. Kpim Toro, Unity Mae BiAMiHHY TOKyMEHTAIIIO Ta
oimiiiHy mMATPUMKY.

4, [aTerparis 3 C#

Unity [5] BukopuctoBye MoBY mporpamyBanHs C#, sika € OJHIEO 3 HAHOLIBIII
MOMYJISIPHUX Ta 3pYYHUX MOB Il po3poOku irop. C# [6] 3abe3medye BHCOKY
NPOJYKTUBHICTb, MPOCTOTY Yy BHUKOPUCTaHHI Ta BEJIHMKY KUIBKICTh O10J10TeK 1
(GpeiiMBOpKIB, IO JJ03BOJIAE IIBUAKO Ta €()EKTUBHO peani3oByBaTH HEOOXIIHI
MEXaHIKH Ta (PYHKI[IOHAJ TPH.

5. BOynoBani ¢i3uuHi Ta aHIMAIlIHI CUCTEMU

Unity Hafae moTy>kHi 3ac00u 17151 po60TH 3 hi3uKOI0 Ta aHIMaIisiMu. BOy1oBaHi
G13MYHI CUCTEMHU JI03BOJISIOTH JIETKO HAJAIITOBYBATH IMOBEIIHKY OO0'€KTIB y Tpi,
BKJIIOYAIOUM KOJII31i, TrpaBiTaiito Ta 1HII (HI3UYHI BIACTUBOCTI. AHIMaIlilHI
iHcTpyMeHTH Unity J03BOJISIIOTH CTBOPIOBATH IUIABHI Ta pEATICTUYHI aHIMaIli

MePCOHAXI1B Ta 00'€KTIB, 110 3HAYHO MOKPAIIY€E 3arajlbHUI BUTJISA]L Ta BIAUYTTS BiJ] TPH.

6. Po3muproBaHicTh Ta MOJYJIBHICTb
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Unity € ay’ke THYYKHM 1 JO3BOJIsiE pO3pOOHMKAM CTBOPIOBATH BIJIACHI IUIArIHU
Ta PO3MIMUPEHHS IS ToJaBaHHs crienudiuHoro ¢GyHkiioHaty. Lle poouTs MOXKINBUM
aIanTalliio ABMXKA 10 YHIKAJIbHUX MOTPEO MPOEKTY Ta CTBOPEHHS KACTOMHHUX PIILIEHb
JUISL PI3HHUX aCIIEKTIB I'PH.

7. MOITHBOCTI JJTsI IPOTOTUITYBaHHS

Unity 3abe3neuye mBUIKE CTBOPEHHS MPOTOTHUIIIB, IO € BAKIUBUM €TAIIOM Y
nporieci po3poOkwu irop. IlIBuaKe CTBOPEHHS 1 TECTYBaHHS ITPOBUX MEXAHIK JI03BOJISIE
BUSIBJISITH Ta BUIPABJISITH IIOMUJIKA HAa PaHHIX CTaIisfX, IO 3MEHIITYE€ BUTPATH Yacy Ta
pecypciB.

[Mopisusuus Unity Ta Godot:

Unity 1 Godot — e aBa momyssipHi IrpoBl pyIlii, SKI MalOTh CBOI YHIKaJIbHI
nepeBard 1 Hejoiku. Unity € O1IbIIT TOTYXKHUM Ta yHIBEPCATHHUM 1HCTPYMEHTOM, IO
HNIIXOAUTH JUIsI PO3POOKH PI3HOMAHITHUX 1rop, BiJ MOOLIBHHUX JOJATKIB [0
BUCOKOsIKICHUX 3D-mpoekrtiB. BiH miarpumye moHan 25 minaTdopm, BKIIOYAIOYH
Windows, macOS, Linux, 10S, Android, xoncom Tta WebGL, mo nmo3Boise
pO3poOHKKaM JIETKO cTBOproBaTH OaraTomiatdopmoBi irpu. Unity TakoX MPOINOHYE
OE3KOIMTOBHY BEpCi0 IS PO3POOHMKIB 3 HEBEIWKHM JOXOJIOM, a IUIaTHI Bepcii
HAJAI0Th J0JIaTKOB1 PYHKINT Ta TpodeciiiHy miATPUMKY.

Godot, 3 iHIIOTO OOKY, € MOBHICTIO OE3KOIITOBHUM 1 3 BIAKPUTUM BUXITHUM
KOJIOM, TII0 pPOOUTH MOTO MPUBAOIMBUM JIJIsl 1HA1-PO3POOHHKIB Ta HEBEIMKUX CTYIiM.
Bin miaTpumye ocHOBHI tuiardopmu, Taki sk Windows, macOS, Linux, i0OS, Android
ta HTMLS, ane iioro miaTpuMKa KOHCOJIEH € MEHII po3BuHEHOr. Godot Bigommii
CBOE€IO JICTKOIO Baror 1 MIBUJKICTIO, 0co0aMBO miisa 2D-irop, ame minsa Benukux 3D-
NPOEKTIB MOXE 3HAJOOUTHCS OiNble 3yCWIb [UIsl JOCATHEHHS ONTHMAIbHOI
IPOTyKTUBHOCTI.

Unity Mae iHTYiTUBHO 3po3yMuIMid iHTEepdeiic Ta OaraTuii Hablp IHCTPYMEHTIB,
BukopuctanHs C# sK OCHOBHOI MOBH MPOTpaMyBaHHS POOUTH HOTO JTOCTYITHUM JIJIst
OaratboX po3poOHUKIB. Benmnuesna cmiapbHOTa, JeTallbHA JOKYMEHTAIlis Ta Oe3mid
CTOPOHHIX peCcypcCiB TOJICTIIYyIOTh HaBYaHHS Ta BHpilmieHHs mnpobiem. Godot

BUKOPHCTOBYE BIIaCHY MOBY nporpamyBanus GDScript, sika cxoxa Ha Python 1 1erko
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3aCBOIOETHCS, AJle 3arajbHa €KOCUCTEMA IHCTPYMEHTIB Y HHOI'O MEHII PO3BUHEHA.

Unity NOCTIHHO OHOBIIIOETHCS, JOJA0UYM HOBI (DYHKIIT Ta TMOJIIMIIECHHS, 10
3abe3rneuye HWoro crabiibHE BIOCKOHAJEHHs. Bennka croiipbHOTa 1 0€37114 FOTOBUX
pimenb B Unity Asset Store 3HaYHO MPHUCKOPIOIOTH Tporiec po3pooku. Godot Takoxk
PEryJsipHO OHOBJIIOETHCS, aJIe TEMIT PO3BUTKY MOKe OyTH MOBUIbHIIINM.

Otxe, Unity € ineaibHUM BUOOPOM JJI PO3POOHUKIB, SIK1 PAarHyTh CTBOPUTHU
npodeciiiHi Ta KOMEpIIHHI Irpu 3aBASIKM WOTO TMOTY>KHOCTI, YHIBEPCaIbHOCTI,
MIUPOKIM  MATpUMINI MiIaTdopMm, BeNMKId CHOUIBHOTI Ta OaratoMy Habopy
iHCTpyMeHTIB. (Godot, xo4a 1 € YyJOBHMM BapilaHTOM [UIsl 1HI1-PO3POOHUKIB Ta
HAaBYAJIbHUX TMPOEKTIB, Bce IIe mnoctynaeTbcsi Unity 3a KUIBKICTIO JOCTYHHHUX
1HCTPYMEHTIB Ta MIATPUMKOIO IIIaT(HOPMH.

Buoip JetBrains Rider sik IDE cepenoBuie:

JetBrains Rider — ne motyxHe inTerpoBane cepenopuile po3podku (IDE).
Binome cBoero miarpumkoro NET, Rider Hagae po3poOHMKaM MIMPOKUN CIEKTP
IHCTPYMEHTIB JUIsl HATMCAHHS, HAJIarOJKEHHS Ta TECTYBaHHA MporpaMHoro komay. Lle
cepenoBulie 00'eqnye kpamii MoxiuBocTi ReSharper i1 IntelliJ IDEA, npononyrouun
PO3pOOHUKAM 3pYyUHI IHCTPYMEHTH ISl T ABUIIICHHS TPOYKTUBHOCTI.

Rider miaTpumye moBu niporpamyBanss C# [7], VB.NET, ASP.NET, JavaScript,
TypeScript, HTML, CSS Ta 6arato iHmux. 3aBIgKu BOYyJOBaHOMY aHaj13aTopy KOy,
Rider nmomomarae po3poOHHMKAaM IIBUAKO 3HAXOAWUTH Ta BUIIPABISATH TOMUIIKH,
ONTUMI3yBaTH KOJ Ta TOKpallyBaTh Horo cTpykrypy. CepemoBulle TaKoX Mae
MOTYKHI 1HCTPYMEHTHU IJisi pe (PaKTOPUHTY, IO JO3BOJSAIOTH JIETKO 3MIHIOBATH
CTPYKTYPY KOy 0€3 pU3HKYy MOPYIIUTH HOTO poOOTY.

Onniero 3 rosnoBHuUX niepenar Rider € itoro kpocmiardgopmenicts. IDE mpairtoe
Ha Windows, macOS Ta Linux, mo poOouth HOTO YHIBEpPCAITbHUM IHCTPYMEHTOM IS
PO3pOOHUKIB, HE3AJIEKHO BiJl 00paHOi omnepaniiiHoi cucremu. Rider iHTerpyerbcs 3
TaKMMH CHUCTEMaMU KOHTpoiro Bepciid, sk Git, Mercurial Ta SVN, 3abe3neuyroun
3pYYHHI TOCTYII IO PEMO3UTOPIiB Ta MOJETIIYIOYU CIIBHY pOOOTY HaJl TPOCKTaMHU.

Rider Takoxx mpomoHye BiaMiHHY maTpuMKy Unity, 1m0 poOuTh #Horo

NOMYJISIPHUM cepesl po3poOHHUKIB 1rop. IncTpymenTu aist podotu 3 Unity BKIHOYAIOTh
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MOXJIMBOCTI JUIsl HAJIaroJ»KEHHs, aBTO3aBEPILCHHS KOy, pe (DaKTOPUHTY Ta aHaJi3y
MPOYKTUBHOCTI, 0 3HAYHO MOJIETTIYyE PO3POOKY 1rop.

3aBasiku cBOeMY Oararo(yHKIIOHaIbHOMY 1HTep(elcy, BUCOKIN IIBUAKOCTI
po0OOTH Ta MUPOKIN mATpUMINI MOB mporpamyBanHs, JetBrains Rider € imeanbaum
BUOOpPOM i1 PO3POOHMKIB, SKI IMIYKAIOTh IMOTYXHE Ta €()EKTUBHE CEPEIOBUIIC
PO3pOOKH ISl CBOIX IIPOEKTIB.

[TopiBusinug JetBrains Rider 3 inmumu IDE cepenoBumamu:

JetBrains Rider vs IntelliJ IDEA:

1. ®okyc Ha .NET: Rider cnemianizyerscst Ha .NET po3po6ii, Toai sk
IntelliJ IDEA ¢okycyetncs Ha Java Ta iHmmx JVM-MoBax. Onnak o6uasa IDE marots
0araTo CIiJIbHUX 1HCTPYMEHTIB 3aBJISKU CIUIbHINA OCHOBI.

2. [TinTprmka MOB porpaMmyBanHs: Rider miaTpuMye MUPOKUi CIIEKTP MOB,
Birouatoun C#, VB.NET, JavaScript, TypeScript, HTML 1 CSS, Toai six IntelliJ] IDEA
HalKpale miaxoauTh s po3poOku Ha Java, Kotlin, Groovy 1 Scala.

3. InTerpamis 3 iHmmMu iHCcTpymMeHTamu JetBrains: obunsa IDE nerko
IHTErpyl0ThCA 3 IHIMMU 1HCTpyMeHTamu JetBrains, Takumu sik TeamCity, YouTrack
ta Upsource, 3a0e3neuytouu MOBHUN ITUKIT PO3POOKH.

JetBrains Rider vs Visual Studio:

1. Kpocmnardopmenicts: Rider mpaitoe Ha Windows, macOS Tta Linux, Toai
sk Visual Studio odimiitHo miarpumye Tinbku Windows, xoda € Bepcist Visual Studio
st Mac.

2. [IIBuakicTh 1 Jerkicthb: Rider 3a3Bu4ail BBaka€eThCs OUIBII MIBUAKUM Ta
JerkuM y mopiBHsSHHI 3 Visual Studio, mo moke OyTH BaXKJIMBUM IS BEIIMKUX
MIPOEKTIB.

3. IaTerparis 3 ReSharper: Rider mae BOymoBani moxumBocti ReSharper,
1o 3abe3nevye MOTYKHUM aHalli3 KOJAy Ta pe (pakTOpHHI, y TOW 4dac sk s Visual
Studio ReSharper € okpemum miarinom, sikuii Moxe crioBuibHIOBaTH podoty IDE.

4, [{ina: oOuaBa MPOAYKTHM MArOTh MUIATHI JineHsii, aie Rider 3a3Buuaii
MIPOTIOHYE OLIBII THYUYKI YMOBH JIsl KOMaH]T pO3POOHHUKIB.

BucHOBKHM /10 IepHIOro PO3ALLY
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Y nepmiomy po3gini Oyiao JeTadbHO PO3TJISHYTO OCHOBM CTBOPEHHS
KoMM'toTepHOi Ipu B xkaHpi Adventure. [IpoBeneHuit ananiz iCHyrOUYMX aHAJIOTIB J1aB
3MOT'Y BU3HAYUTH KJIIOUOBI €JIEMEHTH Ta MEXaHIKH, AKi MalOTh OyTH BpaxoBaHi Mpu
po3pobmi rpu "Hixton's adventure". Bbyimo BcTaHOBIIEHO, IO IS YCHIITHOTO
MIPOCKTYBAHHS Ta peati3allii rpu HeoOX11HO 3a0€31eUnTH AKICHY TpadiKy, IHTYiTUBHO
3po3yMUIHi iHTEpeiiCc Ta 3aXOIUTIOUNIA ITPOBHI MPOIIEC.

Takox OyJo TPOBENEHO MOPIBHSIHHS PI3HUX 1HCTPYMEHTAIBHUX 3aCO0IB IS
po3pooOku, 3okpeMa Unity Ta Godot. [lepeBaru Unity, Taki SK MOTYXHI 3aCO0U st
CTBOPEHHS TPUBUMIPHOI Ipaiky, BEIHKA KUIBKICTh TOCTYIHUX PECYPCIB 1 MIATPUMKA
CHIJIBHOTH, POOJISITH MOr0 HaWKpaliuM BHOOPOM IS peali3ailii Halioro IMpOeKTY.
HonatkoBo po3risiHyTo BukopucTaHHs JetBrains Rider sik ocHOBHOTO cepenoBuiia
PO3pOOKH 3aBISKH MOTO MIBUIKOCTI, 3pyYHOCTI Ta rauOokii inTerparii 3 .NET.

TakuM 4YMHOM, MEpUIMH PO3AUT 3aKJIaJa€ MILHY OCHOBY JUIsl MOAAJBLIOL
pO3pOOKM TpH, BU3HAYAKOYM HEOOXIJHI I1HCTPYMEHTHM Ta TEXHOJIOTIi, a TaKoXK
OKPECIIIOI0YM OCHOBHI BUMOTH 10 MpoeKkTy. HacTymHi eTanu poboTH BKIIOYaTUMYTh
JeTallbHE TPOCKTYBAHHS MEXaHIK TPH, CTPYKTYpH KIAciB Ta pealli3aiiro OCHOBHHUX

€JIEMEHTIB irPOBOTO TPOIIECY.

E.E. COIH Apk.
P.B. [IETPOCSIH KH.KP.b — 122 — 24 — 113 26
3mn. | Apx. Ne dokym. ionuc | Jama




PO3A1J1 2. MPOEKTYBAHHA TA PO3POBKA ITPOTPAMHOI'O
3ABE3IIEYEHHASA

2.1 Bizyauizanisi npoueciB po3po0Ku NporpaMHoro 3ade3ne4yeHHst

Hiarpamu[8] — e 4y oBwHii criocid HAOYHO TTOKA3aTH JIaHi, iIHPOpMaIIito uu iei.

BoHu BUKOPHCTOBYIOTH pi3HI (OpMH, JIiHIT Ta CUMBOJIH, 00 3poOuTH 1H(DOpMaIIito

3pO3YMUIIIIO Ta JIETHIOK MJi COPUUHATTS. 3a JOMOMOTOI0 JiarpaM MOKHA JIETKO

no0auYnuTH B3a€EMO3B’SI3KH MIXK €JIEMEHTaMHU, CTPYKTypy Mporecy abo CTaTHUCTUYHI

nani. Hampuknazn, aiarpama irpoBoro mukiy (puc. 2.1) mokasye, sik BiaOyBaeTbcs

IPOLIEC TPU BIJ CAMOTr0 MOYATKy 3alyCKy 10 MOMEHTY BUXOAY 3 I'pH, 1 sIKI A1l MOXKe

BUKOHYBATH I'PaBelb y PI3HI MOMEHTH T'PH.

Pucynok 2.1 — Jliarpama irpoBoro mukiy

Ha miarpami irpoBoro 1mukiny (auB. puc. 2.1) umocTpye Bech mpoliec Tpu Bif 1l

3aMyCKy J0 3aBEpIICHHS, MOKa3yOUHd BCl MOXJIMBI [Iii, SIKI MOYK€ BUKOHATU I'paBellb

nig yac rpu. Ha mouaTky rpu rpaBeup MOINAaga€e y CTApTOBE MEHIO JI€ BIH MOXKE

HATUCHYTHU TPHU KHOIIKH SIK1 Oy Iy Th BIJMOBIIaTH 3a Aesiki 11i a came kHonka “START”
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OyZe BIANOBIAATH 3a MOYATOK Ta 3ammyck rpu, kHomka “SETTINGS” Oyne Bianosinatu
3a HaJIamTyBaHHs y rpi Ta kHonka “EXIT” ska Oyjae BiNOBIIaTH 3a BUXI1J 3 TPH.

Komu rpasenp HaTtucHe kHonky “START” iioro nepeHecyTh Ha 1HIIY CLHEHY TaK
3BaHy JIM Jie TaKOX OyAyTh aHAJOTIYHI Jii IPH BIAKPUTTI MeHIO ane kHonka “EXIT”
Oyze BiAMOBIaTH 3a T€ 1I00 MOBEPHYTH I'PaBI 10 CAMOT0 ITOYaTKOBOT'O MEHIO JI€ BXKE
MO>XHa OyJie MOBHICTIO BHWTH 3 TpU. Y camiil MOYATKOBIM JIOKAIlll I'paBelb MOXKE
NepeMIITyBaTHUCs MA0UpaTH, BAKOPUCTOBYBATH (Pi3UyH1 00'€KTH.

Hanpuxnag rpaBerns Moxe miaiOpaTd Med Ta B3aEMOJIATH 3 OTOUYHOUHM
CepeZIOBUILEM HANPUKIIA] MACTKaMU Ta ACSIKAMHU JIOTIYHUMHU 3arajkaMu B JIESKHX
BUIMAJKaX TPaBIf0 MOTPIOHO OyJae KUHYTH KaMIHHS Ha SKyCh IuiatgopMmy 1100
BITYMHUTH SKYCh YaCTHUHY a00 HAWTH IUIUTH Ta HAXaTH 11 TAKOXX € MOXJIMBICTH IO
noTpiOHO Oy/ie 3HANWTH 00'EKT Ta MEPETITHYTH KOTO JI0 IBepel 1 MOKIAcTH 011 100
BITYMHUTH nBepl K1 BITHOCSITHCS bi o) i€l JIOTTYHOT 3aJa4KHU.

Tako SIK TUTBKH TPaBellb CIIABHUTHLCS TO CIIABHATHCS TAKOXK 1 BOPOTH Y SIKUX €
MO>KJIMBICTh ATPYJIIOBAHHS Ta MepeciiyBaTu rpasiid. [laTpynroBaHHs Npalioe TaKuM
YHHOM SIKIIO BiJ] TPaBId 0 BOpOora Qy>K€ BEJIHMKAa BiJICTaHb TO BOPOT MATPYIIOE
MICIIEBICTh 32 SIKy BIH BIIMOBIIA€ AKIIO IO HHOTO MIIXOJUThH OJIM3HKO TPABEIh TO BiH
MOYMHAE MO0 TMepeciilyBaTH O TOr0O MOMEHTY MOKH TpaBellb HE BIAO1KUTH JTAJICKO
BiJl BOPOTO SKIIO TpaBellb BCE XK TaKU 3MIT BHPBATHUCH TO BOPOT 3HOBY MOYHHAE
naTpyJIIOBaTH MICLIEBICTD 3a AKY BiH BiJIIOBIAAE.

SIK1o TpaBelh He 3MOKEe TIEPEeMOTTH, BUPBATHCH 3 JIall BOpOTra i BOPOTH HOTo
NEPEMOXKYTh 200 rpaBellb MOTPANUTh y MACTKY 3 SIKOT BIH HE MOK€ BUOpATUCS TO BCE
noTpiOHO OyJie moynHaTH 3HOBY. ['paBerb OyJie 3HOBY 3aclaBlieHUWN Ha JIOKallii BCi
00'exTH AK1 BIH 310paB noTp10HO Oyne 30upaTtu 3HOBY

Ocp sik Oyie BUTTISAATH ITPOBUH ITUKI Y Tpi. B 3a1€KHOCTI BiJl TOTO SIK TPaBeIlh
OyJZie IPOXOJIUTH PIBEHb Oy/i€ OTPUMYBATH Pi3HI I[IKABOCT1 HAMPUKIIA]T y TIOYATKY TpU
rpaBellb OTPUMYE Me4, MPU NPOXOHKEHHI JIEBEIIB 3a MAcTKaMH Ta JIOTTYHUM
3arajikaMy TpaBellb Oy/e OTPUMYBATH Pi3H1 HATOPOJHU TakKl sk Tpodei K1 BiH 3MOXKeE
niaiopaTy y CBii 1IHBEHTAp.

Jiarpama BapianTiB y rpaBusg (Variant Diagram) (puc. 2.2). Bona Bka3ye Ha
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Take SKi Jii rpaBelb MOKe POOUTH 1] Yac yciei rpu.
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—»( Use
—T Interective Drop()}—»{_Drop
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Player ‘ Menu
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Pucynok 2.2 — Jliarpama BapiaHTiB

Ha nmaniét miarpami BapiaHTIB MOKa3aHO BCI MOKJIMBOCTI Kl MOKE 3pOOUTH
IpaBellb TaKl AK OIJIAJATUCSA YU MEPEMIIIATUCS TMITHATU 00'€KT SIKIIO HOro OyJio Bike
B11I0paHO B IHTBETAp TO MOro MOKHa ab0 BHUKOpPHUCTATH a00 BUKHWHYTH SIKIIO IICH
00'eKT IHTEPAKTHUBHUMN TO TAKOX JOJATH AESKI MOXJIMBOCTI HANPUKIIAJ €KIMpyBaTh
ab0 BUKOpUCTaTH 1eW 00'ekT(Hampukmam 3’icTh sS0MOKYy abo eKkempyBaTH Med).

Takoxx y TpaBisl € MOXJIHMBICTh TIOCTAaBUTH TPy HA May3y Ta BUUTH 3 TPH i
nepeTH Ha royioBHy cueHy. g ¢yHKLis gocTynHa Ha 001 CLEHI Ta CTaill IpH.

['onoBHOIO MexaHl rpu OyayTh BBaXKATHUCS TEPECYBAHHS, Yy SIKE€ BXOIUTh
nepeMilieHHs, CTPUOOK, MPUCKOPEHHS, MiI0MpaHHs MPeIMETIB, IHBEHTAp KU OyJie
30epiratu mpeameTu ski Oyzae migibpaTy TpaBellb, eKiMmpyBaHHS Ta BHKOPUCTAHHS
MPEIMETIB 3 IHBEHTAPIO Ta BOPOTH SIK1 OYIyTh MaTPyJIIOBATH MICIIEBICTh Ta TAHATUCH
3a rpaBlieM SIKIIO BiH MOMNajaae y Mol 30py Bopora.

JliarpamMa aKTHBHOCTI JJIi TPU - 1€ CHOCIO TMOKa3aTH, SK BiIOYBAETHCS
MOCTIAOBHICTh Al abo mojii y rpi. Bona BimoOpakae Bci fii, siki MOX€ BUKOHATH
rpaBellb, 1 K Il i noB's3aHl MK co0or0. Taka Jiarpama jonomarae 3po3yMiTH, sIK
IIpaLroe rpa, BiJl MOMEHTY 1 3aIyCKYy hi(o) 3aBEpILICHHS.

Jlnst rpu OyJs10 peanizoBaHO HACTYIIHI JlarpaMy aKTHUBHOCTI: TiA01p Tki, mia0ip

Ta eKIIyBaHHs 30poi, y1ap, Ta BAKOPUCTAHHSL.
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Jlyist Toro 1mo6 rpaBenb 3MIr miaiopaT ixky (puc. 2.3) moTpiOHO MITIATH 0 %Ki
SKa JIGKUTh y SKOMYCh MICIll, MOTPIOHO MiAINTH Omx4de o0 perkacT JOTATHYB 110
K1 Ta HATUCHYTHU KJaBllly MiAOOpPY, Aajll MepeBIPAEThCA YU PEUKACT JOTIATYETHCS 110
XK1, CTIpaItoBaIO SIKIO iKa 3’ SIBISETHCS B IHBEHTAPI, SKIO Hi TpaBellb HE i IINAIIOB,
a00 He HATUCHYB KJIaBIIIy Mia00py To iXka Oyae maimi jexaTtu. Takox e mepeBipka
YH CTAKAKOTCS AUTEMH UM H1, SIKIIO H1 TO CTBOPIOIOTHCS AYEHKH 1] e allTeM Ta SIKIO
rpaBellb 3HOBY MMiI0epe el &Ke alTeM TO B iIHBEHTapi MpocTo Oyie +1 B KOJIOHY 3 UM
aliteM Ta OyJie B1IOOpakaTHUCS 110 BXKE € 2 TaKUi alTema, SIKIIO Hi TO 1T KOKEH HOBUI

aiitem OyZly BUAUIATHCHh HOBA TYEHKa.

Miabip i

Yu

OVBUTbCA Uu

rpaBelb
Ha DKy

Minbupascs
Un Takui
CTaKaeTbes anTem go

HaTUCHYTa
KHOMKa
[opatu aiitem B

iHBETap B TY KOMOHKY
ne Bys Uel antem

[onatw aiitem
B iHBETPA

Pucynox 2.3 — Jliarpama akTUBHOCTI JUIsl iA00PY 1K1

[Ilo6 moxkHa Oyno migiOpaTd Ta eximipyBaTu 30poro (puc. 2.4) motpiOHO
3pOOUTH JIeKiJIbKa MEePEeBIPOK MepIa 3 1UX 1€ MepeBipKa YU TUBUTHCS MEPCOHAXK HA
IIeH aifiTeM SKIIO0 TaK TO MOKHA MPOJIOBXKYBATH il Ta 3pOOUTH MEPEBiPKYy YU TpaBellb
HATHCHYB KJIaBIIIy sIKa BIAMOBIAAE 3a MA00p aiTeMy SKIIO TaK TO aliTeM MmiaoupaeMo
B IHBEHTAP MICJISI I[HOTO POOKMO III€ OJIHY MEPEBIPKY UM €KIMIPOBAHUI Il aliTeM SIKIIO
TaK TO rpaBellb MOKE 3alTH y IHBEHTAp Ta HATUCHYTH KHOIKY €KIMIPYBaHHS SIKIIO BiH
y>Ke eKIMPOBaHUA MU MOro npuOUpaemMo 3 pyK rpaslsl. SKIIO rpaBelb HE JUBUTHCS

Ha 30poro a00 HE HATUCHYB KJIaBIIIy eKiMpyBaHHs TO 30p0s 3JIMIIIAETHCS HA MICIII.
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Migbip
36poi

Yn Yu
OUBUTbCA HaTUCHYTa
rpaseLb KHOMKa
Ha 36poto ninGopy

MinBwpi 36poi y
iHBETap

anTem
eKinoBaHum

Pucynok 2.4 — Jliarpama akTUBHOCTI JJIs MAOOPY Ta eKimipyBaHHs 30poi

st peamizanii yaapy (puc. 2.5) moTpiOHO JeKiIbKa MEepeBIPOK UM HATUCHYB
rpaBellb KHONKY yJaapy, SKIIO TaK TOJI MPOJOBXKYEMO [ii Ta MEPEBIPIEMO UH
eKiMmpoBaHa 30pos y rpaBLs, SKILO TaK TO MPOJIOBKYETHCS [I1i Ta poOMMoO yaap. Ko

YMOBH HE BUKOHYIOTHCS 200 30p0si HE eKilmpoBaHa TO yJaap HE BiI0OyBa€ThCA.

M HATUCTYHA KHOM

Pucynok 2.5 — [liarpama akTUBHOCTI JIs1 yAapy
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J171st BUKOpUCTaHHS aliTeMi 3 IHBEHTapro (puc. 2.6) 1715 MOYaTKy MU MEPEBIPSIEMO
YM € y 1HBETApI0 alTeMM SIKIIO TaK MU MPOJOBXKYEM Ta MEPEBIPIEMO YU HATUCHYB
rpaBellb KHOMKY BUKOPUCTAHHS SIKIIO TaK TO MU BUKOPUCTOBYEMO aWTEM Ha SIKUM
rpaBellb HaBIB, HA MPHUKIIAJl SKIO MEY TO BiH CKIMPYETHCS SKIIO 1€ AKHICH 1HITAN
aiiteM sikuii nonmae uum BigHiMae XII To Koiu rpaBelb HaTUCKAE TO IIeH 1HBETap
nponajae 3 IHBETAPIO SIKIIO BiH HE CTACKAETHCS SIKIIO BiH CTACKAETHCA 1 3HAXOUTHCS
OinbIe HiXK 1 eK3eMIUISp TO TPAIUIAETHCA BIIHIMAHHS OJTHOTO €K3eMIULIpY. SIKIIo B

1HBETap1l HEMAE HIYOTO 0 MOKHA BUKOPUCTATH TO HIUOTO HE Oyje CIpalbOByBaTH.

BITKOPIICTaHHA

Pucynox 2.6 — Jliarpama aKkTUBHOCTI JJI1 BAKOPHCTAHHSI
Takox Oyno CTBOpeHO miarpamu KiaciB. Jliarpamu Ki1aciB CTBOPIOIOTHCS IS
TOTrO, MO0 TMOoKazaTu Mojaudikalli, yCrmajKyBaHHS Ta B3a€MO3B'S3KM MDK Pi3HUMU
KJIACaMH.
Ha miarpami (puc. 2.7) 300pakeHa miarpama KJaciB rpaBIlsi Ta iHBEHTapIo, sSKa
JIEMOHCTPYE B3a€MO3B'SI3KM MIX KIFOYOBUMHU KJIacaMH, IMOB'S3aHUMH 3 TPaBIEM Ta

iHBeHTapeM. Ll miarpama UIroCTpye, sIK pi3HI KJIacu B3a€EMOJIIOTh Mk c00010, 1100
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3a0e3neynT PyHKIIIOHyBaHHS NEpCOHaKa Ta IHBEHTaps B Ipi. BoHa Bkitouae kiacu,
BIIMOBIAQJIBHI 3a YIPaBIIHHSA PyXoM, OOWOBHMH [iSIMH, IHBEHTApeM Ta I1HIIUMH
acnektamu rpaBud. KokeH kiac Mae CBOI yHIKaJbHI aTpuOyTH 1 METOAM, SIKI
BU3HAYAIOTh MOTO MOBEIHKY 1 POJIb y 3araibHii CTpyKTypl rpu. [iarpama no3Bossie
JIETKO 3PO3YMITH, K JIaHi 1 QYHKINT pO3MOIIISIOTECA MiXK KJlacaMu, IO JIOIIOMarae y

MPOEKTYBAaHHI Ta peai3allii iIrpOBUX MEXaHIK.

Inventory
Class
noBehavious

Pucynok 2.7 — [liarpama KiaciB rpaBLs

1. Knac PlayerMoving € omHuM 13 HallBaXJIHBIIINX KOMIIOHEHTIB Y
pO3po0I11i TPH, OCKUIHKY BIH BIJMOBIJIAE 32 MEPEMIIIEHHS TPaBIIs 10 IrPOBOMY CBITY.
[leit kiac 3a0e3neuye OCHOBHI MEXaHIKU PyXy MEpPCOHAXka, BKIOYAIOYU XOK0Y, Oir,
ctpubku. [IpaBmibHa pearnizallis IbOr0 KJacy KPUTHYHO BAXKIWBA NJISI CTBOPEHHS
MJIAaBHOTO 1I'POBOTO JIOCBI Y.

2. Knac PickUp Bianosigae 3a mia0ip ailTeMiB rpaBLeM, iX 30epiraHHs Ta
MOXJIMBICTh BUKHJIAHHS Ha 3emito. Bin 3abe3meuye OCHOBHI Jii, TOB's3aHl 3
B3aEMOJIIEI0 TPaBIl 3 TpeIMeTaMH y Tpi, [0 J0Ja€ PEaTiCTUYHOCTI Ta
IHTEPaKTUBHOCTI IFPOBOMY TIPOIIECY.

3. Knac ObjectGrabble € nmouipnim kmacom PickUp 1 BigmoBimae 3a
po3lIMpeHHs (PYHKIIOHAY HiAOOpY MPEIMETIB, A0JIal0YM MOKJIMBOCTI B3a€MOJIIT 3
oO0'ektamu B OUThIN ckmamHuii cmociO. [lel kmac m03BoMsiE TpaBHIO HE TUTHKA
Mi0MpaTH 1 BUKUIATH NMPEIMETH, ajle i MaHINyJIFOBaTH HUMH Y TIPOCTOP1, HAITPUKJIIA],
MepeMilIyBaTs iX a00 BUKOPUCTOBYBATH y Pi3HUX KOHTEKCTaX T'PH.

4, Kimac Throw BiamoBigae 3a peamizamilo MeXaHIKH KHJIAHHS OO'€KTIB,

30KpeMa KaMiHIIB, Ha BU3HAUYEHI IJIAT(HOPMU AJid BUPILICHHS JIOTTYHMX 3aaad. Llei
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Kjac 3abe3nedye TOYHE Ta KOHTPOJIbOBAHE KHJAHHS MpPEIMETIB, M0 MOXe OyTu
BUKOPHUCTAHO JIJIT aKTUBAIlli MEXaH13MiB a00 PO3B'sI3aHHS I'OJIOBOJIOMOK Y TPi.

S. Knac HealthBar BignmoBigae 3a ymnpaninHsa 370poB'sMm (XII) rpaBus,
BKJIIOUAIOYM HOro 30epeKeHHS Ta 3MIHY IIiJl dac irpoBoro mporecy. Llei kmac
BIJICTE)KY€ TTIOTOYHHUI PiBEHB 370pOB's TPaBIIs 1 Hajae iHTepdeiic 11 3MEHIIEHHS a00
30upIeHHs XI1 3anexHo Big MOAlHN y Ipl, TAKUX SIK OTPUMAaHHS IKOJX a00 3IIICHHS.

6. Krac Inventory € KIF040BMM KOMITOHEHTOM Y peajizailii iHBeHTapro B IPi.
Bin BignoBigae 3a 30epiranssi, yrpaBaiHHS Ta B3aEMOJIIIO 3 IPEAMETaMHU, SIK1 TpaBellb
MO>Ke 30MpaTy Ta BUKOPUCTOBYBATH MiJ yac rpu. [IpaBuipHa pearizallis HbOTo Kiacy
3a0e3reuye rpaBIeBl 3pyyHUl 1 €EKTUBHUHN CIIOCIO KepyBaHHs CBOIMHU pecypcamu Ta
npeaMeTamHu.

1. Kimac Item € oCHOBHMM KjacoMm, SKMi BIJIIOBIJAa€ 3a IPeACTaBICHHS
iHpopmarlii mpo okpemuil mpeaMer B rpi. Llel kimac BUKOPUCTOBYETbCS B KJlacl
Inventory nnst 30epiraHss, oprasizaulii Ta YNpaBJIiHHSA PI3HUMH NpEAMETaMHU, SKI
rpaBellb MOKE MaTH y CBOEMY 1HBEHTapi.

8. Kiac Currentltem € yacTunoIO peanizaiiii iHBEHTapIO B TPl 1 BIJIMOBIIA€E 32
BIJICTE)KEHHSI TOTOYHOTO AaKTHUBHOTO TIpEeIMeTa, SKHM BHUKOPUCTOBYETHCS abo
IIOKA3y€ThCS TPABLUIO B JTaHUM MOMEHT. Ller kiac 103BOJIsI€ 3pyYHO KEpyBaTH THUM,
KU caMe TIpeIMET B IaHWH Yac BUKOPUCTOBYETHCS IPABIIEM 31 CBOTO 1HBEHTAPSI.

9. Knac Switch BignoBinae 3a exinmipyBaHHA Meuy 1 3a0e3nedye MexaHi3M
JUTS KepYBaHHSI, SIKUM MPEIMETOM a00 3HApSAISIM KOPUCTYEThCS TpaBellb Y JAaHHUN
MOMEHT.

10. Kunac Drag BiamoBijiae 3a peajizallifo MEXaHIK1 TIEPEMIIeHHS alTeMiB y
prok3aky rpaBis. lleii kmac 3a0esnedye MOXKIWBICTh TMEPETIATYBATH alTeMH MiX
PI3HHMH CIIOTaMH B 1HBEHTApi, 1110 JO3BOJISIE TPABITI0 OPTaHI30BYBATH Ta yIPABISATH
CBOIM 1HBEHTApEM 3pYUHHM CIIOCOOOM.

Ha nactynHomy Kpolii MU po3IJIIHEMO Jiarpamy KjiaciB BoporiB [9] (nuB. puc.
2.8), e BimoOpakeH1 OCHOBHI KJIaCH BOPOTIB Ta iX B3aeMois. L giarpama momomarae
HaM Kpalie 3pO3yMITH CTPYKTYpY NPOTPAMHOIO KOy, sIKa BKJIIOYA€ KJIAacH, iX

aTpuOyTH (IOJIST) Ta METOIM, a TAKOXK 3B'I3KM MK HUMH. L{e BaXKITMBO 17151 HaJIeKHOTO
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oprasizaiii JIOT1KM TpU Ta B3a€MO/1i PI3HUX €JIEMEHTIB IrpOBOTO CBITY.

Id]leBeheviour

ChaseBehebiour
PatrolBeheviour Class
Class
A

teMachineBehaviou
[StateMachineBehaviou

AttackBeheviour
Class

5 tateMachineBehaviou

DamageScript
Class
ehav Lour
LoakAtPLlayer
Class
ehaviour

Pucynok 2.8 — Jliarpama kiaciB Bopora

1. Kinac EnemyScript € k11040BUM KOMIIOHEHTOM y CUCTEMI, 1110 BIAMOBIa€
3a peaizallilo BOPOKUX MepcoHaxiB y rpi. OCHOBHI PYHKIIIT I[bOTO KJIACY BKIIOUYAIOTh
30epira”ss Ta ynpasiiHHs 370poB'saM (XI1) Bopora, peanizaiito aHiMaliiHUX e(peKTiB
JUTS PYXIB 1 aTak, a TaKOX 00pOOKY OTPHUMAHOTO YPOHY BiJI TPaBIIsl a00 1HITUX JHKEPET.
Lle#t xmac B3aemMojii€ 3 THIIMMH KOMIIOHEHTaMU TPU JJIS pealiizallii iIrpoBuX MexaHik,
TaKMX SK BHUSABJICHHS KOII3iH, OOMIH MOBIHOMIICHHSAMH 3 IHIINMH OO'€éKTaMu 1
B3a€EMO/IIS 3 ITPOBUMU TIOTISIMHU.

2. B knaci IdleBehaviour peanizoBaHo pi3HI acleKTH MOBEIIHKHM BOPOTa B
rpi. Bin BimmoBizmae 3a animariito "aiian" (CTaH CMOKO), KOJW BOPOT HE BUSBIISIE
aKTUBHOCTI a00 He momivae rpaBis. llei kimac Takox BKIOYae B cebe MEXaHI3MU
MOIIIYKY TPaBIIs, 10 MOKYTh OyTH BUKOPHCTAHI JIsl BUSBJICHHS HAsSBHOCTI TPaBIIs B

obmacti BuAMMOCTI Bopora. Kpim Toro, BiH mMae (yHKIIOHAN MaTPYJIIOBAHHSA, SIKUH
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J03BOJISIE BOPOIOBl PyXaTHUCh B3JIOBXK 33JaHOr0 MapuipyTy abo obmacti. [HImmM
BKJIMBUM aCIIEKTOM € MOXJIMBICTh MEPEXO0JIy O CTaHy MOTOHI 3a TOJOBHUM IepOEM
y BUNAJKYy BHSBJICHHS TpaBlsl, KOJU BOPOI PO3MI3HAE HeOe3neKy abdo BHpIIIYE
3O1MCHATH Hamaz.

Le#t kiac qormomMarae CTBOPIOBATH BIUYTTS PEaiCTUYHOT TTOBEIIHKU BOPOTiB y
Ipi, IO 3MYLIY€ TPaBIsl OOMPATH ONTUMAJIbHI CTpATErii Ta TAKTUKY JUIsl IEPEMOTH B
PI3HHUX CUTYyaIlisX.

3. B kmaci ChaseBehaviour ommcano moeninky Boporie y rpi. Moro
OCHOBHOIO BIJIOBIJAIBHICTIO € 3A1MCHEHHS MOroHI 3a rpaBueM. Boporu OyayTh
aKTUBHO MEPEeCHiyBaTH TpaBlid, SAKIIO0 TOM MOTPANMUB y iX pajlyc BUAMMOCTI abo
paaiyc ataku. L{eil kmac Takok BU3HAYAE, SIK JAJIEKO BOPOI MOKE MPOCIIIKYBATH 3a
rpaBIleM, TEPII HIXK BiH IEPECTaHE MOTO MePECITiTyBaTH.

OcHoOBHI GyHKITIOHATIBHI MOXJIMBOCTI KJIACY BKJIIOUAOTh BU3HAYCHHS BIJICTaHI,
Ha sIKii BOPOT 37]aTEH pearyBaTH Ha IpaBlid, Ta CIOCIO, SKUM BiH B3aEMOJIIE 3 1HIIUMHU
o0'ekTaMu y rpi mijg yac noroHi. Lle BaKauBO 11 CTBOPEHHS BIAYYTTS HANpyrud Ta
HeOe3MeKH I1]T 4ac irpoBOT0 MPOIIECY, a/IKe BOPOTH OYIyTh BECTH aKTUBHY MOTOHIO 32
TpaBIIEM, SIKIIIO TOM 3HAXOMUTHCS B X 30HI BUIUMOCTI 200 aTaKH.

4, Kmac PatrolBeheviour BiamoBimae 3a marpymioBaHHs. OCHOBHa HOTo
BIJIMOBIJANBHICTG 1€ MaTPYJIIOBAaHHS M1 MacHUBOM TOYOK y SIKHWCH MEpioJ 4Yacy BIH
MIEPEXOAUTH 3 OJTHIE€T TOUKH JI0 1HIIION.

5. Kinac AttackBehaviour BiamoBijae 3a moBeIIHKY BOpoOra ITij1 yac aTaku Ha
TOJIOBHOTO TpaBIlsl. BiH BKitouae B ceOe JOTiKy MONIYKY TpaBIlsl B MEXax 3aJlaHOro
paaiyca Ta akKTHBAIll0 BIAMOBIAHOI aHiMamii ataku. KpiM Toro, kiac BH3Hauae
MaKCHMaJIbHY JHMCTAHIIII0, Ha K BOPOT MOYKE HAHOCHUTH ypoH Tpasiesi. Ilix dac
aTaky BOPOT MOK€ BUKOHYBATH Pi3Hi [ii, 10 BKIIFOYAIOTh HAHECEHHS IIIKO/IA TPABIIEBI
a00 BUKOHaHHS cremanbuux arak. Kiac AttackBehaviour B3aemomie 3 1HIIMMHA
KOMIIOHEHTaMU TpH JJI 3a0€3MEUCHHS BIAMOBIHOTO PIBHS CKJIAHOCTI Ta peaiaizmMy
O0HOBUX CIICHAPIiB.

6. Kmac DamageScript Bianosigae 3a oOpoOKy ypoHY, SIKMM BOPOT MOXKE

3aBJIATH TOJIOBHOMY Ieporo B Ipi. BiH 3a3BHyail MICTUTH JIOTIKY JUIsl pO3PaxyHKY Ta
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3aCTOCYBaHHs YIIKOJKEHb J0 3/I0pOB's rpaBLs IpHU 3ITKHEHH1 3 Boporom. Llei kiac
MOXK€ BKJIIOYATH METOAM [JIsi BU3HAYEHHS BEIMYMHHM YIIKOJKEHb, B3a€EMOIIIO 3
CUCTEMOIO 3/J0POB's I'PaBII Ta IHIIMMU €JI€MEHTaMU IrpOBOT0 MPOLECY, HEOOXITHUMU
111 0OpOOKH YPOHY B Tpi.

7. B xmaci LookAtPlayer peanizoBaHo JOriKy, SKka BIANOBiZae 3a
aBTOMAaTUYHE CIIJKYBaHHS BOPOTOM 3a FOJOBHUM repoem y Tpi. Lleit knac 3a3Buuaii
BKJIIOYA€ METOAW JUIsl OpIEHTAIii MOJCII BOpora B HampsMKY TpaBlsd, 100
3a0€3MeUnTy Te, 10 BOPOT 3aBXK]U CIPSIMOBAHUNA Ha CBOIO 1LlJIb. BUKOpUCTOBYIOUH
1eil KJ1ac, BOPOT MOXKE€ aBTOMAaTHYHO 00epTaTH CBOIO MOJIETb B HAMPSAMKY T'PaBIif, IO
JI03BOJIS€ 320€3MEUUTH OUIBII HAaTypalbHy 1HTEPAKIIII0 MI>K BOPOT'OM 1 TpaBIEM Y TPi.

JiarpamMa KOMIIOHEHTIB (puc. 2.9) AeMOHCTpye MIIKIIOYEHHS (PI3UYHUX

CJIEMEHTIB y CUCTEMY.

M UnityEngine;

Pucynok 2.9 — Jliarpama KOMIIOHEHTIB
Ha niarpami KOMIOHEHTIB TPEACTABICHO 3 SIKUX OCHOBHMX KOMIIOHEHTIB
CKJIQJIA€ThCS Tpa a caMe : KOMIIOHCHTA T'PaBIls KU € OJHUM 3 HAWBAXUIMBIIIMX Ta

BKJIIOYA€E y ce0e KOMIOHEHT OWTBU Ta KOMIIOHEHT MEPECyBaHHS SIKUH TaKOX € He
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MEHII Ba)KJIMBUM, KOMIIOHEHT reHepauli piBHsA. Tak € mie Jekiibka KOMIIOHEHTIB SIK1
TAaKO’XK HE € MEHII Ba)JIMBUMH, a caMe KOMIIOHEHT MeHo Kl BKitouae y cede
UI/UX eneMeHTH, KOMIIOHEHT 1HBEHTAp SIKUW BKJIIOYA€E y ceOe KOMIOHEHT JaHUX,
KOMITOHEHT BOPOTiB, KOMIOHEHT KOH(Irypaiiii, KOMIOHEHT BOpOra Ta KOMIIOHEHT
MonoBehaviour sikmii Bkitoyae y cebe kommoHeHT Oi0miorexku UnityEngine.

Bizyamizanis po3roptaHHs - 1€ METOJ MPEACTABICHHS (DI3UYHOI apXITEKTypH
nporpaMHoi cuctemMu abo mporpamHoro mnpoaykry. lLle o3nauae, mo ngiarpama
pPO3ropTaHHs MOKa3ye, IK KOMIIOHEHTH CUCTEMU PO3MIILIEHI Ha 001aHaHH1 ((P13UUHUX
cepBepax, KOMIT'IOTepax ado 1HIIKUX MPUCTPOSX) Ta IK BOHH B3a€EMOAIIOTh MK COOOI0
yepe3 MepeKeBl 3'€THaHHS.

Jiarpama po3ropTaHHs 3a3BUYail BUKOPUCTOBYE TaKl €JIEMEHTH, SIK By3JH (200
CepeZoBUIA), KOMIIOHEHTH MPOrpaMHOro 3abe3neueHHs (Hampukiaa, JoJaTKu abo
CEpBICH), MEPEXKEB1 3'€JHAHHS (HAMPHUKIIAJ, MEPEXKEBI KaHaIU ab0 MPOTOKOJHU) Ta
¢d1314H1 00'eKTH (CepBepU, KOMIT'IOTEPH, 30€pIraHHs JaHUX TOILLO).

IIniocu euxopucmanns oiazpam po32opmanHs.

1. Bizyamizanis apxitektypu: J03BoJisie sICHO 1 3p03yMio BijoOpa3uTH, siK
¢b13u9HO opraHizoBaHa cHUCTeMa a00 MPOTPAMHUN MTPOIYKT.

2. [InanyBanHst po3roptaHHs: [lomomarae po3poOHUKAM 1 apXiTeKTopam
IUTaHYBaTH, SIK KOMIOHEHTH pOrpamMu OylyTh PO3TAIIOBAHI HA CepBepax Ta IHIIOMY
o0aHaHHI.

3. Komynikaris: 3a0e3neuye epeKTUBHY KOMYHIKAI[IIO MK PO3POOHUKAMH,
apXITEKTOpaMu Ta IHIIMMHU YYaCHUKAMH MPOEKTY W00 (Pi3UYHOI apXiTeKTypu
CUCTEMH.

4, Hoxymentanisi:  CTBOprO€  IIHHY  JOKYMEHTAllll0, sSIKa&  MOXe
BUKOPHUCTOBYBATHUCS JUIsI PO3YMIHHS 1 MIATPUMKH CUCTEMHU MPOTITOM ii KHUTTEBOTO
TUKITY.

S. BusiBnennss mpoOrnem: [lomomarae BUSBISTH NOTEHLIMHI mpoOnemMu 3
PO3rOPTaHHSAM IPOTPAMHOI CUCTEMM L€ A0 i1 BHPOBAIKECHHS.

B niarpami posropranns s Unity mpoekty (puc. 2.10) mokaszaHi OCHOBHI

KomMnoHeHTH, Taki sk Unity Editor Ta xommn'torep, Ha sikomy Oyne BHKOHYBaTHCh
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IIPOEKT.

Library

Compiler

Sctipt

Pucynox 2.10 — Jliarpama po3ropTaHHsi.

BinoGpakeHna miarpama uUTIOCTpPYE, SIK Pi3HI CKIIAJOBl MIPOEKTY, TaKi SIK CLEHHU,

aceTw, KOMOUIATOpU Ta 010y10TeKkH, mpoxoAsTs mpouec 30ipku B Unity Editor 1

NIEPETBOPIOIOTHCS HA TOTOBY I'py Ha KOoMIT'toTepi. L{g Bizyaumizalis Biirpae Ba)JIMBY

poiib 'y KOHirypamii Ta e(peKTHBHOMY BIPOBAXKEHHI NPOEKTY Ha Mmiatdopmi,

JIOTIOMAaraloud 3pO3yMITH KJIFOYOBI KOMIIOHEHTH MPOEKTY Ta iX B3a€EMOJIIIO i Yac

MPOILIECY PO3TOPTAHHS.

Takuil miaxig J03BOJISE€ HE JIMIIE YITKO HAJNAITYyBAaTH MPOEKT Uil poOOTH Ha

pi3HHX MaTdopMax, a ¥ crpuse BIOCKOHAJICHHIO YCIX aCMEKTiB Bill PO3POOKH [0

3aBEPILIEHHS.

2.2 BUKOpPHUCTAHHS KOMIIOHEHTIB Mi/l 4ac po3poOKu rpu

[Tepmmm Ta OgHUM 3 HAWBAKIMBIIIUX KOMIIOHEHTIB OyB BHUKOpHCTaHHA Nav

Mesh Agent

Nav Mesh Agent B Unity[10] - me KOMIIOHEHT, SIKUH NPU3HAYCHUH IS
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3mn.

Apk.

Ne ooxym.

ITionuc

Jlama

KH.KP.b - 122 - 24 - 113

Apk.

39




KEpyBaHHS aBTOMAaTUYHUM NEPEMIIICHHSIM IrpOBUX OO0'€KTIB Y TPUBUMIPHOMY
cepenoBuili. Bin BUKopucTOBYy€eThbCs B moeaHanHl 3 NavMesh, 1mo € HaBiramiiHoo
CITKOIO, ONTUMI30BaHOIO JUIsSl IMIBUAKOTO Ta €EKTUBHOIO PO3PAXYHKY ILISAXIB PyXy
MIEPCOHAXKIB.

OcHoBHi xapaktepuctuku Ta Gynkitii Nav Mesh Agent B Unity[11]:

1. ABTOMaTHUYHE TIEPEMIILICHHS

Nav Mesh Agent no3Bossie irpoBUM 00'€éKTaM aBTOMATHYHO 3HAXOIUTH
ONTUMATBHUNA NIISAX A0 IiTi, BPaXOBYIOUM IMOTOYHE IMOJIOKCHHS, MEPEHIKOIN Ta
Tonorpadito cleHH, 3ai1any B NavMesh.

2. IaTerparis 3 NavMesh

NavMesh npexacrasisie coOo0r HaBiraliiiHy CITKy, sKa BH3HA4ae 00J1acTi,
JOCTYIIHI JIJIsi TiepeMilieHHs1 mepcoHaxiB. Nav Mesh Agent BHKOpHUCTOBYE ITt0
1H(pOopMaIIito JUIst OOYKMCIICHHS HUISXIB 1 IEPEMIIICHHS.

3. Kontponbs napamerpis pyxy

Kommonentr Nav Mesh Agent 3a0e3neduye KepyBaHHS  HIBUIKICTIO
MEePEMIIIICHHS, PaJilyCOM BUSBIICHHS TMEPEIIKOJ, TOYHICTIO HaBiramii Ta 1HIIUMH
napamMeTpaMH, SKi BIUTUBAIOTH HA IMOBEIIHKY MMEPCOHAaXA.

4, Ananramig 10 JMHAMIYHAX 3MIH

Nav Mesh Agent 31aten agantyBatucs A0 3MiH y CLEHI, TAKUX K IEPEMILIEHHS
a0o0 1oAaBaHHS MEPEIIKOJl, aBTOMAaTUYHO MEPEPaxoBYIOUH HULIX i1 00X01y HOBHUX
MIEPETIOH.

S. BukopurcTaHHs B IITyYHOMY 1HTEJIEKTI

Nav Mesh Agent € OCHOBHMM IHCTPYMEHTOM ISl peaiizailii MTy4YHOTO
inTenekty (Al) y irpax, po3sonsoun NPC Ta iHIIMM nepcoHa)kaM aBTOMATHYHO
nepeMilaTHCs MO CIEHI Ta B3aEMOJISATH 3 HaBKOIMIIHIM cBiToM. Nav Mesh Agent B
Unity monermrye mporec CTBOPEHHS Ta KEpPYBaHHS CKIIATHOK TIOBEIIHKOIO
MepcoHaxiB, 3a0e3Meuylourd iM MOKJIMBICTh HaBiraiii Mo CIeHl 3 MiHIMaJlbHUM
BTPYUYaHHSM PO3pPOOHUKA.

Takox 111e 0IMH KOMITIOHEHT, IKUi OyB BUKOpHCTaHUH, 11e Rb

B Unity xomnonent Rigidbody[12] Bimirpae kito4oBy pojib y [d0JaBaHHI
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¢i3nuHoi moBeniHku irpoBuM o0'ektam. Komu Bu xouere, mo6 00'eKT pearyBaB Ha
CWJIM, Takl K rpapitaimiss abo 3ITKHEHHsA 3 1HIMMHU o0'ekTamu, came Rigidbody
JIOTIOMO3K€ BaM 1IbOT'0 JOCATTH. JlaBaiiTe po3riisitHEMO, K MPAIIO€ el KOMIOHEHT 1 5Kl

MOKJIMBOCTI BIH HAJA€.

2.3 OcHoBHI eTanu peaJiizauii rpu

Po3pobka komm'roreproi rpu "Hixton's Adventure" y skaHpi Adventure
CKJIQJIA€ThCSl 3 KUIBKOX BaXJIMBUX eTamiB. CrioyaTKy HEOOXITHO YITKO BH3HAYUTHU
KOHLEILIIO TpH, ii PyHKIII Ta OCHOBHI XapakTepucTuki. Lle 1o3Boiisie nporpamicram
3pO3YMITH, K OyIyTh peali30BaHi IrpOB1 MEXaHIKH Ta sIKI KOMIIOHEHTH TOTPiOH1 IS
ix BOpoBa/uKeHHs. Hampukian, Ko rpa MICTUTh CKIaAHY (Pi3HKy a00 B3a€MOJIIIO
00'eKTiB, CITiJ] BU3BHAYUTH, siKi cucteMu Unity, Taki sk Rigidbody a6o Collider, OyayTh
BUKOPUCTOBYBATHUCS 1L TOCATHEHHS OTPIOHOT (PYyHKI1OHATBHOCTI.

Jam ¥ige CcTBOpeHHs Ta IHTerpamis IrpOBUX MEXaHIK, JUIsi 4Oro MO’KHa
CKOPHUCTATHUCS PI3HOMAHITHUMHU 3aco0amu 1 TexHikamu. Unity BUKOPHUCTOBYE MOBY
nporpamyBaHHs C#, 110 T03BOJISIE CTBOPIOBATH CKPUITH JJII KOHTPOJIO TMOBEIIHKA
irpoBux 00'ekTiB. [Iporec po3moumHAETHCA 3 OpraHizamii MPOEKTY, MO0 BKIIFOYAE
CTBOPEHHSI CTPYKTYPOBAaHUX MAMNOK JJisi 30epiraHHs CKPUNTIB, IrPOBUX MO/IENEH, ClIeH
1 maridiB. Skumo noTpiOHI 1OAATKOBI IUTariHM 4u O10J10TEKH, iX HEOOXIJTHO
3aBaHTAXUTH Ta JOJATH JI0 IPOEKTY.

[Ticnst 1bOTO CKPUNTH JOAAIOTHCS JO BIAMOBIIHUX ITPOBUX OO'€KTIB Uepe3
iaTepdeiic Unity Editor. Ile Bkitodae He TibKM [OOAaBaHHSA CKPUNTIB, aje W
HaJAIITyBaHHSA BCIX HEOOXITHMUX KOMITIOHEHTIB, Takux sk Rigidbody ansa ¢dizuku abo
Animator ang aHiMauii, Ta KoH]irypamito ix mnapameTrpiB. BaximBum acrnekTom
po6oTtu 3 Unity € 3a0e3meueHHsT KOPEKTHOT pOOOTH BCIX HAIAIITOBAHUX KOMIIOHECHTIB.
[le o3Hauae, MO Micisg CTBOPEHHS CKPUMTIB Ta iX IHTErparlii 3 iIrpOBUMH 00'€KTaMu
HEOOX1IHO MPOBECTH PETEJIbHE TECTYBaHHS MJId MEPEBIPKU (PYHKIIIOHAIBHOCTI Ta
BUSIBJICHHS] MOKJIUBUX TIOMHJIOK.

HanamryBanns ckpuntiB B Unity Editor takox € BaximBuM etanom. lle

BKJIFOYA€ HAJIAIUTYBAHHS BIIACTUBOCTEW CKPUNTIB, BA3HAYEHHS 3B'A3KIB MIXK 00'€KTaMu
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Ta 3a0e3MeYeHHs] KOPEKTHOT O pearyBaHHs Ha noii B rpi. Beck nmpouec mporpamyBanHs

Ha Unity € KOMIUIEKCHMM 1 OararoeTanHMM, BHMAara€ peTEJbHOrO IJIaHYBAaHHS,

HaJalITyBaHHS Ta TECTYBaHHS JUIsl CTBOPEHHS (DYHKIIIOHAJIBHOI Ta CTab1JIbHOI TPH.
OcHogHi xapakTepuctuku Ta QyHkiiii Rigidbody:

1. Maca

Maca 00'exTa BU3HAaUa€, HACKIIBLKU BiH 1HEPTHUH. TsKKiI 00'€KTH Bakue
MPUCKOPUTH 200 3YNMUHHUTH, TOJI K JIETKI 00'€KTH JIeTIe MiAAal0ThCS BIUIMBY CHIIL.
Hanpukmnan, npu 31TKHEHHI1 JIeTKa KyJIs BIACKOYUTH Jaii, HIXK BaKKUH KaMiHb.

2. ['paBiTartis

— [Ipu BBIMKHEHHI TrpaBiTailii Ha O0'€KT MOYMHAE AISITU CUJIA TSKIHHS,
3MYIIYIOYHM Horo nagatu BHU3. Lle m103Bossie erko cTBOproBaTH 00'€KTH, K1 BEAYTh
ceOe peaniCTUYHO, HAPUKIIa/, Nagardl SUMKA a00 MepCOHaXIB, 10 CTPUOAIOTH.

3. Cunu Ta iMIyJibcu

- Bu MoxeTe mpukiagaTé cuid A0 00'€kTa I MOro MpUCKOpeHHs abo
3MIHM HamnpsMy pyxy. Hampuknan, mo0 3amycTUTH 00'€KT y MOBITPS, MOKHA
3aCTOCYBaTW BHUOYXOBY cuiy. IMOynbCH AIIOTH aHAJIOTIUHO, ajieé 3aCTOCOBYIOTHCS
MUTTEBO, 110 KOPUCHO JJII CTBOPEHHS €(hEeKTIB MUTTEBOTO MTPUCKOPEHHSI.

4, Hemndysannsa (Damping)

- JlemnpyBaHHS J03BOJSE 3MEHINYBAaTH IIBHAKICTH O0'€KTa 3 YacoMm,
IMITYI0UYH omip MoBiTpsi abo TepTs. JliHiliHe AemMmyBaHHS CIIOBUILHIOE PyX, a KYTOBE
— o0epTaHHsI.

S. Komizii Ta Tpurepu

= O6'extu 3 Rigidbody MOXyTh CTHUKATHCS OIUH 3 OJHHUM, CTBOPIOIOYHU
peanicTUuHl (Pi3UuHI B3aeMoAli. Tpurepu O03BOJSIOTH BU3HAYATH MOAll, Takl SK
NEPETHH 00'EKTOM MEXi TIEBHOT 30HMU.

6. Tunu pyxiB

- Dynamic: OOG'€eKT MOBHICTIO MIAMOPSAAKOBYEThCS (DI3UYHUM CHJIAM 1
3ITKHEHHSIM.

- Kinematic: OG'ekT KepyeTbCs CKPUITAMH, aj€ MOXE B3aEMOIATH 3

TUHAMIYHUMH 00'€KTaMH.
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- Static: O0'ekT HepyXOMUH 1 HE MIATAETHCS PI3UYHUM CHJIAM.

1. O6mexenns (Constraints)

- OOMexxeHHsT J03BOJISIIOTh (PikCyBaTH pyx abo oOepraHHs 00'ekTa 1O
neBHUX ocsx. Lle kopucHO, KoM MOTPiOHO, 100 00'EKT pyXxaBCsl TUIBKU B OJHOMY
HaAMPSAMKY a00 3aJIUIIAaBCS HEPYXOMUM HABKOJIO OJTHI€T OCI.

Ipuxnaou suxopucmanus Rigidbody

1. ®Di13UYHO KOPEKTHI 00'€KTH

- Honasum Rigidbody no irpoBoro o0'ekTa, BU 3poOUTE MOTO Mi/IBIAIHUM
bi3uyauM cwiam. Hanpukman, m'suuk 3 Rigidbody Oyzae BimckakyBaTu Bif CTIH 1
M1JJIOTH, a KaMiHb Oyjie maJaTu 1 KOTUTUCS BHU3 TIO CXUITY.

2. VYrpaBiaiHHS IEpCOHAKEM

- Rigidbody MoxHa BHUKOpPHCTOBYBATH JIsI CTBOPECHHS MEPCOHAXKIB, SKi
MOXYTh B3a€EMOJISITA 3 HAaBKOJMIIHIM cepenoBuilieM. Hampukian, nepcoHax Oyne
najaTy 3 TiaTGopM, MTOBXATH 00'€KTH Ta CTUKATHCS 3 TIEPEIIKOIaMHU.

3. Cumynsnii Ta edekTu

- Rigidbody mno3Bosisie CcTBOprOBaTH peanmiCTUYHI CHUMYJSILIL, Takl SK
KaTsmics KaMeHi, majarodi smuku 1 Buoyxu. lle momae rmbuHy Ta peanizMm Bamomy
IrPOBOMY CBITY.

Opnum 3 ocHOBHUX KiaciB OyB PlayerMoving BiH OyB CTBOpEHMI MEpIIMM.
Knac PlayerMoving [13] BianoBigae 3a KepyBaHHs MepEeCyBaHHSIM MEPCOHAXKA Yy TPi,
ctBopeHii Ha Unity. Bin 3a0e3neudye pyx, CTpuUOKHM, MEPEBIPKY CTaHy 3eMIIl Ta
KepyBaHHS MBUAKICTIO. OCHOBHI (YHKITIT ITHOTO KJIACy MOXHA PO3JIIJIUTH Ha KiTbKa

KJIFOUOBHUX ACIEKTIB:

Onuc KOMIIOHEHTIB

[Header("References™)]

_orientation: ITocunanHs Ha 00'€KT, KUl BU3HAYA€E HAIPSIMOK PyXy I'PaBLs.
[Header("Keybinds™)]

_jumpKey: Knagima st crpu6ka (3a 3aMOBYYBaHHIM IPOOLT).
[Header("Move")]

_Speed: IIBuakicTs pyxy rpaBIis.

_realSpeed: ®akTHyHa MBUIKICTH (HE BUKOPUCTOBYETHCS B KOJ1).
_FastSpeed: IlIBuaxicTs mix yac 6iry.

[Header("Jump™)]
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_jumpForce: Cuna ctpudka.

_jumpCooldown: 3aTpumMka Mix CTpUOKaMU.

_airMultiplier: MHO>KHMK IIBUAKOCTI pyXy B IOBITpi.

_canJump: [Ipanopenb, K1l BA3HAYAE, YU MOXKE I'PaBELlb CTPHOATH.
[Header("Ground™)]

_distanceToGround: BincTanb 10 3emii.

_groundGrag: Omnip Ha 3eMIi.

_groundLayer: Ilap 3emi.

_grounded: ITpamopens, IKUi BU3HAYA€E, UM CTOITH TPaBeIb Ha 3eMIIL.
OcHOBHI 3MiHHI

_horizontal: 36epirae ropuzonranshuii BB (A/D abo cTpinkn).
_vertical: 36epirae BepTukanbauii BBig (W/S abo cTpinkm).
_moveDirection: HanpsiMok pyXy IpaBIIiL.

_rigidbody: Komnonent Rigidbody, o nogaetscst 1o 06'exTa rpaBIis.

Metoau
Meron Start(), skuii BUKOHYEThCS OIWH pa3 MpH 3amMycKy ckpumnrta. Bix

BHUKJIMKA€ MCTOOH TJIA OTPUMAHHA KOMIIOHEHTIB 1 IIOYaTKOBHUX HaJIallTyYBaHb.

private void Start()

{
GetComponents();

Settings();
}

Merton FixedUpdate(), sikuii BUKOHYETBCS 3 OCTIMHOIO YaCTOTOIO 1 BIJIIOBIIA€E

3a (p13uYH1 po3paxyHKU. BUKIIMKae METO AJi pyXy rpaBLs.

private void FixedUpdate()

{
MovePlayer();

}
Meron Update(), sikuii BUKOHYETHCSI KOXKEH Kazp. BiH mepeBipsie cTad 3emii,

00po0JIsie BB1JT KOPUCTYBada 1 KOHTPOJIIOE MIBUIKICTb.

private void Update()

{
CheckGround();

SetInput();
SpeedController();

}
Merton Setlnput() mst 00poOku BBOy KopucTyBaua. [lepeBipsie, uu HATUCHYTO

KJIaBiIy cTpuOKa, 1 BAKOHYE CTPUOOK, SKIIO 11€ MOXKJIMBO.

private void SetInput()
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_horizontal = Input.GetAxisRaw("Horizontal");

_vertical = Input.GetAxisRaw("Vertical");

if (Input.GetKey(_jumpKey) && _canJump && _grounded)
{

_canJump = false;

Jump();

Invoke(nameof(ResetJump), _jumpCooldown);

}
Meton MovePlayer() nis pyxy rpaeig. Jlonae cuny 1o Rigidbody 3anexHo Bif

TOTO, YU CTOITh TPaBellb Ha 3eMJli 200 B MOBITPI.

private void MovePlayer()

{
_moveDirection = _orientation.forward * _vertical + _orientation.right * _horizontal;
if (_grounded)
{
if (Input.GetKey(KeyCode.LeftShift))
{
_rigidbody.AddForce(_moveDirection.normalized * _FastSpeed * 10f, ForceMode.Force);
}
else
{
_rigidbody.AddForce(_moveDirection.normalized * _Speed * 10f, ForceMode.Force);
}
}
else
{
_rigidbody.AddForce(_moveDirection.normalized * _Speed * 10f * _airMultiplier, ForceMode.Force);
}
}

Meron SpeedController() mis koHTponto MWBUAKOCTI Tpabis. OOMexye

MaKCUMaJIbHY HIBUJIKICTh PYyXY.

private void SpeedController()

{
Vector3 flatValue = new Vector3(_rigidbody.velocity.x, Of, _rigidbody.velocity.z);

if (flatValue.magnitude > _Speed)
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Vector3 limitedValue = flatValue.normalized * _Speed;

_rigidbody.velocity = new Vector3(limitedValue.x, _rigidbody.velocity.y, limitedValue.z);

}
Merton Jump() mist ctpubka rpaBus. Jogae BeptukanbHy crity 10 Rigidbody.

private void Jump()

{
_rigidbody.velocity = new Vector3(_rigidbody.velocity.x, Of, _rigidbody.velocity.z);

_rigidbody.AddForce(transform.up * _jumpForce, ForceMode.Impulse);
}
Meron ResetJump() 11st CKuaHHS MOXKIIMBOCTI CTPUOKA TIICHS 3aTPUMKH.

private void ResetJump()

{

_canJump = true;
}
Meton CheckGround() nns mepeBipku cTaHy 3emii. BukoHye mepeBipky 3a

noroMororo Raycast.

private void CheckGround()

{
_grounded = Physics.Raycast(

transform.position, Vector3.down, _distanceToGround, _groundLayer);

if (_grounded)
_rigidbody.drag = _groundGrag;
else
_rigidbody.drag = 0f;
}
Merton Settings() [u1si TOYaTKOBUX HAJAIITYBaHb.
private void Settings()

{

_canJump = true;
}
Meton GetComponents() i OTpUMaHHS KOMIIOHEHTIB, HEOOXIIHUX IS

poOOTH CKpHUTITA.

private void GetComponents()

{
_rigidbody = GetComponent<Rigidbody>();

_rigidbody.freezeRotation = true;

}
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JliarpaMy akTHBHOCTI [TIEPECYBaHHS T'OJOBHOIO reporo HajaHo Ha (puc. 2.11)

Pucynox 2.11 — JliarpamMa akTHBHOCTI IIEpeCyBaHHS T'OJIOBHOTO T€POIO.

Takoxx OyB Hamucanuii kiac Inventory skuil BiANOBIAA€ 3a YNpPaBIIHHA
IHBEHTapeM rpasls B irpoBoMy cepefoBuili Unity. OCHOBHUMH (YHKIISIMH LIBOTO
KJIacy € YIpaBJIHHS MPeIMETaMU, K1 TpaBelb MOXKe 310paTH, iX BioOpaKeHHs y BiKHI
1HBEHTapsI, @ TAKO MOXKJIMBICTh B3a€MO/I1i 3 HUMHU Yepe3 KIIaBiilli Ha KJIaBiaTypi.

OcHOBHI KOMITOHEHTH 1 (yHKIIIT KJ1acy:

1. 3MiHHI KJIacy:

item: Criucok npenmeTiB y iHBeHTapi.[14]

DataBase: [locunanns Ha 6a3y JaHUX ITPOBUX MIPEIMETIB.

cellContainer: Konteitnep 111 BigoOpaxeHHs! IPEIMETIB Y BIKHI 1HBEHTApA.

ShowInvenotry: Knagima st noka3zy/nmpuxoByBaHHs 1HBEHTapsI.

TakeButton: Kiagima st 30upaHHs MpeIMETiB.

Point: I'padiuauit 00'exT, 110 BUKOPUCTOBYETHCS JJIsI BIJOOpaKEHHS Kypcopa

TpaBIIs.
2. Meromau iHimiami3aiii Ta ynpaBiiHHS:
a. Start(): IHimiamizye mMOYaTKOBI YMOBU 1HBEHTaps, BKJIIOYAIOUYU

MPUXOBaHHS 00'€KTIB, HAJAIITYBAHHS 3MIHHUX Ta HAJIAINTYBAHHS CIyXadiB MOJIM.

void Start()
{
toolTypeObj.SetActive(false);
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item = new List<ltem>();

cellContainer.SetActive(false);
for (int i = 0; i < cellContainer.transform.childCount; i++)

{

cellContainer.transform.GetChild(i).GetComponent<Currentltem>().index = i;

for (int i = 0; i < cellContainer.transform.childCount; i++)

{
item.Add(new Item());
}

}

b. Update(): OnHoBitO€ 1HBEHTap, MEPEBIpsS€ HATUCKaHHS KIABIMI, 1100

310paTH MPEeIMETH, 1 B3aEMOJIIE 3 HUMHU.

void Update()
{
Togglelnventory();
if (Input.GetKeyDown(TakeButton))
{
Ray ray = Camera.main.ViewportPointToRay(new Vector3(0.5f, 0.5f, 0.5f));
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 10f))
{
if (hit.collider.GetComponent<ltem>())
{
Addltem(hit.collider.GetComponent<ltem>());
Item currentltem = hit.collider.GetComponent<Iltem>();

Message(currentltem);

3. JlomaTkoBi QyHKITIT:

a. Message(): BinoOpaxae moBigoMIEHHS PO 310paHuii MpeIMET.

void Message(ltem currentltem)

{
GameObject msgObj = Instantiate(Massage);

msgObj.transform.SetParent(MassageManager.transform);

Image msglmage = msgObj.transform.GetChild(0).GetComponent<image>();

msglmage.sprite = currentltem.lcon;
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TMP_Text msgText = msgObj.transform.GetChild(1).GetComponent<TMP_Text>();

msgText.text = currentltem.nameltem;

}

b. Addltem(): Honae 310paHuii mpeaAMET 0 1HBEHTaps, BPaxOBYIOUU HOTO

THUI (CTEKOBUN a00 HECTEKOBUH).

void Addltem(ltem currentltem)

{

if (currentltem.isStackable == true)

{
AddsStackableltem(currentltem);

}

else

{
AddUnstakableltem(currentltem);

C. Togglelnventory(): Ilokazye a6o

JIOIIOMOTI'OXO BIAMOBIIHOI KJIaBIIII.

void Togglelnventory()

{
if (Input.GetKeyDown(ShowInvenotry))

{

if (cellContainer.activeSelf)

{
cellContainer.SetActive(false);
Time.timeScale = 1;
Cursor.visible = false;
Point.SetActive(true);

}

else

{
cellContainer.SetActive(true);
Time.timeScale = 0;
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;
Point.SetActive(false);

IPUXOBYE

IHBEHTaps 3a

d. Displayltems(): OnoBmo€ Bi3yanbHE BiIOOpa)XeHHsI MPEIMETIB y BiKHI
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1HBEHTaps, 3 YpPaxyBaHHSIM iX KIJIbKOCTI Ta 300paKeHHS.

public void Displayltems()
{
for (inti =0; i <item.Count; i++)
{
Transform cell = cellContainer.transform.GetChild((i));
Transform icon = cell.GetChild(0);
Transform count = icon.GetChild(0);
TMP_Text txt = count.GetComponent<TMP_Text>();
Image img = icon.GetComponent<Image>();
if (item[i].id = 0)
{ img.enabled = true;
img.sprite = item[i].Icon;
if (item[i].countltem > 1)
{ txt.text = item[i].countltem.ToString();
}

else

{

txt.text = null;

}

else

{ img.enabled = false;
img.sprite = null;
txt.text = null; }

4, Metoau poOOTH 3 IpeIMETaMU:
a. AddUnstakableltem() ta AddStackableltem(): JlomaroTh HeCTEKOBI Ta

CTEKOBI ITPEAMETH B 1HBEHTAp.

void AddUnstakableltem(ltem currrentltem)

{
for (inti=0; i <item.Count; i++)
{
if (item[i].id == 0)
{
item[i] = currrentitem;
item[i].countltem = 1;
Displayltems();
Destroy(currrentltem.gameObject);
break;
}
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}
Kinac Inventory BUKOPUCTOBYEThCS JJII CTBOPEHHS Ta YIPaBIIHHS (YHKIISIMH

1HBeHTaps y TIpi, 3alesneuyroun 30ip, BIAOOpa)KEHHS 1 B3a€EMOMII0 3 ITPOBUMHU
npeaMeramMu d4epe3 iHTepdelric kopuctyBaua. J[liarpama akKTHBHOCTI 1HBEHTAapIO
BKa3aHa Ha (Puc.2.12)

Takox 100 CTBOPUTH caM 1HBEHTAap HaMm MOTpiOHO 3podutu npedad (Prefab)
siYeeK ISl TOro 100 iX MOTIM MOKHA 0YJI0 3HOBY BU3BATH.

IIpedad (Prefab) y Unity — e oaMH 3 OCHOBHMX IHCTPYMEHTIB JUJIs
pO3pOOHUKIB, SKHH JO3BOJISIE CTBOpIOBaTH, 30epiraTu Ta  0Oararopa3oBo
BUKOPUCTOBYBATH CKJIaJeHI 00'€kTH. 3aMmicThb TOro, o0 KOXHOTO pa3y 3aHOBO
CTBOPIOBATH SYEIKU IHBEHTAPIO, MOXHA 30€perTu Horo sk npedad 1 MOTIM BCTaBIATH
y CBIf IPOEKT CKIJIbKU 3aBTOJTHO Pa3iB.

Komnu Bu ctBOproete npedad, Bu 1o cyTi 30epiraere 00'eKT pa3oM 3 yciMa Horo
KOMIIOHEHTaMU Ta HajamTyBaHHIMU. L{e Moxke OyTH 1110 3aBroHO: BiJ IPOCTOro Ky0a
0 CKJIQJHOTO TIepcoHa)ka 3 aHiMamisaMu, ¢i3ukor Ta ckpunramu. [Ipedad

30epiraeTbcst y BUTIISA1 OKpeMOoro (aidry B IPOEKTI, 1 BU MOKETE IIPOCTO MEPETATHYTU

HOro Ha ClieHy, 1100 CTBOPUTH HOBUM €K3EMILISIP IbOTO 00'€KTa.

Pucynok 2.12 — Jliarpama akTUBHOCTI JIJIsl 1HBETAPIO.

Jlo kimacy Inventory Takoxx BimHOcHThCS Kiaac Currentltem sikuii BimmmoBigae 3a
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B3a€MOJIIIO 3 €JIeMEHTaMu 1HBeHTaps B rpi. OCHOBHa MeTa I[bOro Kjacy - oOpoOka
KJIMKIB HA MPEAMETH 1HBEHTapsl Ta KEPYBAHHS MPEAMETAMHU IiJl Yac NEepeTAryBaHHS
(Remove and Drop) B inTepdeiici KopucTyBaua:

Tlona

[HidelnInspector]

public int index;
private GameObject inventoryObj;

private Inventory inventory;
- index - iHaeKC MOTOYHOIO IIPeIMETa B IHBEHTApI.
— inventoryObj - 00'exT, sikuii MiCTUTh KOMITOHEHT 1HBEHTApSI.
— inventory - kommoHeHT Inventory, sikuéi MICTHTH iH(OpPMAIiO PO BCi

MpeIMETH 1HBEHTapsI.

void Start()

{
inventoryObj = GameObject.FindGameObjectWithTag("InvetoryManager");

inventory = inventoryObj.GetComponent<Inventory>();

— Start() meTom 3HaXomuWTh OO0'€KT I1HBEHTapss B CIEHI 3a TETOM
InvetoryManager 1 oTpuMye KOMIIOHEHT Inventory.

Merton knacy OnPointerClick():

public void OnPointerClick(PointerEventData eventData)

{
if (eventData.button == PointerEventData.InputButton.Left)
{
if (inventory.item[index].customEvent != null)
{
inventory.item[index].customEvent.Invoke();
}
if (inventory.item[index].isRemoveble)
{
Remove();
}
}

if (eventData.button == PointerEventData.InputButton.Right)
{
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if (inventory.item[index].isDropped)
{

Drop();

Remove();

- OnPointerClick meton 00po0asie KIIKA Ha TPeAMETH 1HBEHTapSI.

— JliBa KHOMKa MUl SKIIO OpeaMeT Mae noAito customEvent, 1 momist
BUKJIMKAETHCS. SKIO mpenMeT MoxkHa BUgaauTH (iISRemoveble), BUKITUKAETBCS METO
Remove().

- [TpaBa KHOMKA MMUILII: SIKILIO NpeaMET Moxe O0yTh BUKUHYTHH (1sDropped),
BUKJIMKAETHCS METO]T Drop() 1 MOTIM Remove().

Merton kinacy Remove():

public void Remove()

{

if (inventory.item[index].id != 0)

{

if (inventory.item[index].countltem > 1)

{

inventory.item[index].countltem--;

}

else

{

inventory.item[index] = new Item();

inventory.Displayltems();

= Remove meTon Bupanise OIWH €K3EMIUIAp MpeaMeTa 3 1HBeHTaps abo
MOBHICTIO BUJIAJISIE TIPEAMET, SKIIO KUIBKICTh €K3EMIUISIPIB 1IbOTO MPEIMETa TOPIBHIOE

1. TTotim oHOBIIOE BiIOOpaXeHHs iIHBEHTapsI 3a AornoMoroto inventory.Displayltems().

Merton knacy Drop():
public void Drop()
{
if (inventory.item[index].id !=0)
{
for (int i = 0; i < inventory.DataBase.transform.childCount; i++)
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Item item = inventory.DataBase.transform.GetChild(i). GetComponent<ltem>();
if (item)
{

if (inventory.item[index].id == item.id)

{
GameObject droppedObj = Instantiate(item.gameObject);

droppedObj.transform.position = Camera.main.transform.position +

Camera.main.transform.forward * 6;

}

— Drop MeTos BHKHJAa€ MPEIMET 3 1HBEHTaps B CBIT I'pu. BiH 3HaAXOIUTH
BIAMOBIAHUN 00'€KT y 0a3l MaHWX MPEAMETIB 1 CTBOPIOE HOTO KOIIO B CBITI MEpe
KaMepoIo.

Meton knacy OnDrop():

public void OnDrop(PointerEventData eventData)

{
GameObiject draggedObj = Drag.draggedObyj;

if (draggedObj == null)
{

return;

Currentltem currentdraggeltem = draggedObj.GetComponent<Currentltem>();

if (currentdraggeltem != null)

{

Item currentltem = inventory.item[GetComponent<Currentltem>().index];
inventory.item[GetComponent<Currentltem>().index] = inventory.item[currentdraggeltem.index];
inventory.item[currentdraggeltem.index] = currentltem;

inventory.Displayltems();

— OnDrop meton 00pobiisie mepeTsAryBaHHS TpEeIMETiB B 1HBeHTapi. Bin
OOMIHIOE TIPEAMETH MICHSAMH MK CIOTOM, KyJIu OYB MEPETATHYTUM Mpeamer, i
MIOYAaTKOBUM CJIOTOM TEPETIATHYTOTO Tpeamera. [licis oOMiHy BUKIIMKAETHCS METOJ

inventory.Displayltems(), 106 oHOBUTH Bi0OpaXeHHS IHBEHTAPSI.
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Kitac Drag Takox BigHOCUTBCS 110 Kiacy Inventory , BiH BiinoBigae 3a 00OpoOKy
noAii nepersaryBanHs (drag and drop) B iHBeHTapi rpu. Knac peanizye intepdeiicu
IBeginDragHandler, IDragHandler i IEndDragHandler 3 UnityEngine.EventSystems,
10 JI03BOJISIIOTh BU3HAYMTH TMOBEIHKY ITiJl Yac MOYATKy, MPOIECY Ta 3aBEpPIICHHS
TIepeTATYBAHHSI.

Ilonsa

public static GameObject draggedObj;

private Inventory inventory;

- draggedObj - craTudne moste, o 30epirae MOCWIAHHSA Ha 00'€KT, SIKUH
Hapasl MepeTATY€EThCA.

— inventory - mocuJiaHHsA Ha KOMIIOHEHT Inventory, 10 BUKOPHCTOBYETHCS
JUIsl JIOCTYyIy JO IHBEHTaps y Tpi Ta Oylae BHUKOPUCTAHWNW B JAJBHINIOMY.

Merton knacy Start():

void Start()

{
inventory = GameObject.FindGameObjectWithTag("InvetoryManager").GetComponent<Inventory>();

}
Merton Start() 3Haxonutb 00'ekT 3 TeroM InvetoryManager 1 OTpuMy€e 3 HHOTO

KOMITOHEHT Inventory, 100 B3aEMOJIISATH 3 IHBEHTapeM.

Merton knacy OnBeginDrag():

public void OnBeginDrag(PointerEventData eventData)
{
draggedObj = gameObject;
inventory.DragPrefab.SetActive(true);

inventory.DragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = false;

if (draggedObj.GetComponent<Currentitem>() != null)
{
int index = draggedObj.GetComponent<Currentltem>().index;
inventory.DragPrefab.GetComponent<Image>().sprite = inventory.item[index].lcon;
if (inventory.item[index].countitem > 1)
{
inventory.DragPrefab.transform.GetChild(0).GetComponent<TMP_Text>().text =
inventory.item[index].countltem.ToString();
}

else

{
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inventory.DragPrefab.transform.GetChild(0).GetComponent<TMP_Text>().text = null;

if (inventory.DragPrefab.GetComponent<lmage>().sprite == null)

{
draggedObj = null;
inventory.DragPrefab.SetActive(false);

- OnBeginDrag MeToa BUKIMKAETHCS, KOJIM MOYMHAETHCS MEPETATYBaHHS

- 30epirae nepersaryBaHuit o0'ekT y ctaruanoMy nodii draggedOb;.

- AxtuBye DragPrefab, o npezacrasisie ikoHKY NepeTAryBaHOTo 00'e€KTa.

- BcranoBmtoe 300pakeHHs Ta KUIbKICTh IpeaMeTta B DragPrefab Ha ocHoBI
JTaHUX 3 IHBEHTapsl.

- Bumukae nepetsryBaHHs, SKIIO 00'€KT HE Ma€ CIipaiTa.

Merton knacy OnDrag():
public void OnDrag(PointerEventData eventData)
{
inventory.DragPrefab.transform.position = Input.mousePosition;
}

- OnDrag MeTo/1 BUKIIMKA€ETHCS i Yac MepeTsATryBaHHs 00'€KTa.
- Bcranosimoe nozutito DragPrefab BinnoBigHo 10 mo3uiii Muiii.

Merton knacy OnEndDrag(PointerEventData eventData):

public void OnEndDrag(PointerEventData eventData)
{

if (IEventSystem.current.IsPointerOverGameObject())
{
draggedObj.GetComponent<Currentltem>().Drop();
draggedObj.GetComponent<Currentltem>().Remove();
}
draggedObj = null;
inventory.DragPrefab.SetActive(false);

inventory.DragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = true;

}
—  OnEndDrag MeToj BMKIMKA€THCA, KOJNU IIEPETATYBaHHA 00'€KTa
3aBEpILYEThCSL.
E.E. COIH Apk.
P.B. IETPOCSIH KH.KP.b —-122 — 24 — 113

56

3mn. | Apx. Ne dokym. ionuc | Jama




- ko o0'exT He Ha iHTepdeiicom kopuctyBaua (GUI), BUKIMKae METOIU
Drop() Ta Remove() y komnonenta Currentltem, 1o 103BoJj1si€ BUKUHYTH TIPEIMET 31
CJIOTa 1 BUAAJIMTH MOTO 3 IHBEHTApSI.

- Ckupnae draggedObj Ha null.

- Bumukae DragPrefab 1 no3Bonsie 3HOBY BHKOPHCTOBYBATH HPOMEHI
B3aemoii (blocksRaycasts = true).

[eit kiac 3abe3neuye MOBHY (YHKIIOHAIBHICTh MEPETATYBAHHS MPEIMETIB B
iHBeHTapl. Bim mowaTKy nepeTsryBaHHS, 4epe3 IMPOoIeC MEepeTATyBaHHSA Ta 0
3aBEpILICHHS NIEPETITYBaHHS, BIH I03BOJISIE KOPUCTYBayaM B3a€MOJIISITH 3 IPEIMETaMHU

B 1HBEHTApI, NEPEMILIYIOUH iX MK CIIOTaMU a00 BUKUAAKOYM iX 31 CBOTO 1HBEHTAps.

Jliarpamy aKTHBHOCTI HaBeJeHO Ha (puc. 2.13).

Pucynok 2.13 — Jliarpama aktuBHOCTI 117151 [lepeTsiryBanHs aiiTeMiB B 1HBETapi.
Takox kiac Item Bu3HAYae CTPyKTypy AJis 30epiraHHs TaHUX MPO MPEIMETH B
rpi. Kiac BUKOpHUCTOBYETHCS NIl CTBOPEHHS MPEIMETIB, M0 OyayTh 30epiratucs B
iHBeHTapi rpaBid. KoxkeH mpeaMeT mae KilbKa BIACTUBOCTEH, SIKi ONMHUCYIOTH HOTO

XapaKTePUCTHUKHU Ta MOBEIIHKY.

public string nameltem;
public int id;
public int countltem;

public bool isStackable;
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[Multiline(5)]

public string descriptionltem;
public bool isRemoveble;
public bool isDropped;
public Sprite Icon;

public UnityEvent customEvent;

- nameltem - psamok, mo 30epirae Ha3By mnpenmera. lle im's Oyne
BiloOpakaTucs B iHTepderici KopucTyBaya.

- id - yHiKaJIbHUH i7eHTU(IKATOP MTPEIMETA, SKUH BUKOPUCTOBYETHCS IS
BIJIpI3HEHHS MOT0 BiJl 1IHIIUX IIPEAMETIB.

— countltem - 1ime YucioO, MO BKa3ye€ Ha KUIBKICTh IBOTO TPEIMETA.
BukopucToBy€eThCS AJ1 IPEAMETIB, SIKI MOYKHA CKJIAJaTH (CTEKYBaTH).

- isStackable - OymeBuii mpamopernb, 0 BH3HAYAE, YU MOXKE MPEIMET
CKJIQJATHCS Y CTEKH (TOOTO UM MOKHA 30epiraTH JeKUIbKa TAKUX MPEAMETIB B OJJTHOMY
CJIOT1 1HBEHTAap).

- descriptionltem - psmgok 3 omucom mpenmera. [lome 3 aTpubyTom
[Multiline(5)] no3Bosie BBoauTH 6araTopsakoBuii TeKCT B iHcIekTopi Unity.

— iIsSRemoveble - Gynesuit mpanopetip, 1110 BKa3ye, 4u MOXKE MPEAMET OyTH
BUJIAJICHUH 3 IHBEHTAPHI.

- isDropped - OyneBuii mpamopelp, 0 BKa3ye, YA MOXKE NpPEIMET OyTH
BUKUHYTHM 3 THBEHTapSI.

= Icon - mome tumy Sprite, mo 30epirae i1KOHKY mpeamera. IkKoHka
BUKOPHUCTOBYETHCS JIJIs1 BIIOOpaXKEHHs MpeAMeTa B IHTepdeiici IHBEHTapsl.

- customEvent - mnone tumy UnityEvent, sike m03BOJsiE BHU3HAUYUTH
KaCTOMHY MO/I1t0 Jiy1s mpeaMeta. Lle moske OyTu Oyib-gKa 1isl, SKy MOYKHA BUKIJIUKATH,
KOJIM B32EMOJIIOTH 3 TIPEIMETOM.

Takox OyB peamizonaBuii kimac ToolType y mpomy Koai BigmoBiae 3a
BiJI0OpaxkeHHs miaka3ku (tooltip) 3 iHPopMali€ro PO NpeIMETH B 1HBEHTApI, KOJIU
rpaBellb HABOAWTH HAa HUX KypCOp MUIIi(HANpPHKIAAI BHBOJUTH HA3By Ta OIIHC
npeamerty). L{e mormomMarae rpaBIfo OTpUMATH JAeTaIBHY iH(pOpMaIIito mpo npeaMeT 6e3
HEOOX1IHOCTI ~ BUKOPUCTOBYBAaTM MOro YW  BIAKPUBATH  JOJATKOBI  BIKHA.

[Tonsa knacy:
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private Inventory inventory
Merton knacy OnDisable():

private void OnDisable()

{
inventory.tool TypeObj.SetActive(false);

}
[leit MeToa BUKIMKAETHCS, KOJIU O0'€KT JI€aKTUBYEThCS. BiH mpuxoBye 00'€KT

M IKa3KH.

Meton knacy Start() BHUKIAKa€eTbCs OJWH pa3 MPU CTBOPEHHI 00’ €KTY:

void Start()

{
inventory = GameObject.FindGameObjectWithTag("InvetoryManager").GetComponent<Inventory>();

}
VY meroai Start BingOyBaeTbes nomyk o0'ekra 3 Terom "InventoryManager" Ta

OTPHUMAHHA KOMIIOHCHTA Inventory JIIsA MOJAIbIIO1 pO6OTI/I 3 HHUM.

Meton wmacy Update() BHKIMKAEThCS OAWMH pa3 3a KOXKEH Kajp:

void Update()
{

inventory.toolTypeObj.transform.position = new Vector2(Input.mousePosition.x + inventory.offsetX,
Input.mousePosition.y + inventory.offsetY);

}
Merton Update mocTiifHO OHOBIIOE TO3HUINI0 00'€eKTa MiAKa3KH, 00 BiH

CIilyBaB 3a KypcopoM wMwmimi 3 3amanuM 3MmimeHHsaM (offsetX Tta offsetY).

Merton KJ1acy OnPointerEnter(PointerEventData eventData):

public void OnPointerEnter(PointerEventData eventData)

{

Currentltem currentltem = GetComponent<Currentltem>();

Item item = inventory.item[currentitem.index];

if (item.id 1= 0)

{
inventory.tool TypeObj.SetActive(true);

inventory.icon.sprite = item.lcon;
inventory.itemName.text = item.nameltem;

inventory.itemDescritprion.text = item.descriptionltem;

}
Ileti MmeTO1 BUKIIUKAETHCS, KOJIM KypCOp MHIII BXOJUTh B 00JIaCTh 00'€KTa, 10

SKOTO TPUKPITUICHUH 11el cKpunT. BiH oTpuMye mpeAaMeT iHBEHTapsi Ha MOTOYHOMY
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1HAeKCl Ta BigoOpaxkae oro iHpopMallito y miaKasili, IKIo npeamer icaye(itoro id ne

JOPIBHIOE HYJIIO).

Merton KJ1acy OnPointerExit(PointerEventData eventData):

public void OnPointerExit(PointerEventData eventData)
{
inventory.tool TypeObj.SetActive(false);
}

[leit MeTO BUKIMKAETHCA, KOJIU KypCcOp MHUIII 3aiiuiiiae 00iacth o0'ekta. Bin
MIPUXOBYE 00'€KT MiTKA3KH.

Kmac ToolType mnpusnauenuit s 3ab0e3nedeHHS  (GyHKIIIOHATBHOCTI
B1100pakeHHs MiIKA30K JJIs MpeIMETiB B iHBeHTapi. Koy rpaBeiib HaBOJUTH Kypcop
Ha MPEJIMET, MiJIKa3Ka 3'aBJISE€ThCs OIS Kypcopy, OKa3ytouu 300pakeHHs IpeIMeTa,
fioro Ha3By Ta onuc. Komu kypcop 3anuimiae o0i1acTh mpeaMeTa, migkaska 3Hukae. Le
MOKpaIly€e B3a€EMOJII0 KOPUCTYBayda 3 IHBEHTApEM, HAIAI0YH HOMY IIBUJKHN TOCTYII
10 1H(dopMalii Ipo MpeIMETH.

Kiac PatrolBeheviour[15]

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Al,

public class PatrolBeheviour : StateMachineBehaviour
{
private float timer;
private List<Transform> points = new List<Transform>();
private NavMeshAgent agent;
private Transform player;
private float chaseRange = 10;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{ timer = 0;
Transform pointsObj = GameObject.FindGameObjectWithTag("Points").transform;
foreach (Transform t in pointsObyj)
{ points.Add(t); }
agent = animator.GetComponent<NavMeshAgent>();
agent.SetDestination(points[0].position);

player = GameObject.FindGameObjectWithTag("Player").transform; }
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override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerlndex)
{ if (agent.remainingDistance <= agent.stoppingDistance)

{ agent.SetDestination(points[Random.Range(0, points.Count)].position); }

timer += Time.deltaTime;

if (timer > 10)

{ animator.SetBool("IsPatrolling", false); }

float distance = Vector3.Distance(animator.transform.position, player.position);
if (distance < chaseRange)
{ animator.SetBool("IsChasing", true); } }

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{ agent.SetDestination(agent.transform.position);}

}
Ie#t kmac pearnizye MOBEAIHKY MAaTPYyJIIOBAHHA JUIsl Bopora. BiH BUKOpHUCTOBYE

MexaHi3M craHiB (State Machine) Ta NavMeshAgent i pyxy Bopora no BU3Ha4eHHX
TOYKaXx.

- OnStateEnter: BukinukaeTbcs, KOJIM BOPOr BXOAUTh Yy  CTaH
naTpyiaoBaHHs. [Hiiamizye TaiiMep, 3aBaHTaKye TOYKHU MATPYJIOBAaHHA 3 00'€KTa 3
teroMm "Points", BCTaHOBIIOE NeEpIly TOYKY MPU3HAYEHHS MJIsi areHTa Ta OTPUMYE
TpaHchOpM TPaBIIsL.

= OnStateUpdate: BuxkinkaeTbcsi Ha KOKHOMY KaJpi OHOBJICHHS B IIbOMY
cTaHl. SIKIIO areHT Jocsrae MOTOYHOI TOYKM NpPU3HAYEHHS, BUOUPAETHCS HOBA
BUIIAJIKOBA TOYKa. Takoxk TaliMep 30UIBIIYETHCS 3 KOKHUM KaJapoMm. SIKIIo Taimep
nepeBulrye 10 cekyH]1, CTaH NaTPyIIOBAHHS 3aBEPIIYETHCS. SKIO IpaBelb MiIX0IUTh
OnmxKYe 10 Bopora, Hixk Ha 10 onMHHIb, BOPOT MEPEXOAUTH Y CTAH NEPECIIITyBaHHS.

- OnStateExit: BukimkaeThcsi, KOIM BOPOT BHUXOAUTH 31 CTaHy
naTpyJIIOBaHHS. 3yMUHSE areHTa.

[leit kyac A03BOJISIE BOPOTY MEPEMIIIATUCS MIXK KUIBKOMa TOYKaMU Ha Kapri,
MOKHY HE 3aKIHYUTHCS TaiimMep ad0 MOKHU TpaBellb HE MOTPANUTh Y 30HY BUSBICHHS.

Kinac LookAtPlayer

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

public class LookAtPlayer : MonoBehaviour
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public Transform camera;
/I Update is called once per frame
void LateUpdate()

{

transform.LookAt(camera);

}
Leii xnac BiamoBigae 3a Te, 00 00'€KT MOCTIMHO MOBepTaBcs 0 rpaBis. B

OCHOBHOMY, BiH BUKOPUCTOBYETHCS JJII BOPOTiB a00 00'€KTIB, AKI MOBUHHI 3aBXKIU

JAUBUTHUCA HA KaMCPy I'paBLI.

- LateUpdate: Buknukaetscs micnsa Update 1 06poOisie Bci HeoOXiJHI

OOYMCIICHHS 1711 TOBOPOTY 00'€KTa 10 KaMepu T'PaBIIS.

Le#t xnac 3a0e3neuye, 0 00'€KT 3aBXKIU MOBEPHYTUH 110 TPaBIIs, CTBOPIOIOYHU

e(eKT crocTepekeHHs ad0 yBaru.

Knac IdleBeheviour
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class IdleBeheviour : StateMachineBehaviour

{

private float timer;

private Transform player;
private float chaseRange = 10;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{
timer = 0;

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

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerIindex)

{

timer += Time.deltaTime;

if (timer > 5)

{

animator.SetBool("IsPatrolling”, true);

}

float distance = Vector3.Distance(animator.transform.position, player.position);
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if (distance < chaseRange)

{

animator.SetBool("IsChasing", true);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerIndex)

{

}
Le#t knac peanizye CTaH O4iKyBaHHS AJis Bopora. BiH 103BoJisie BOpPOTY CTOATH

Ha MICL1, IePII HIK NEPEUTH 10 MaTpyII0BaHHA a00 MmepeciiayBaHHs TPaBLIs.

— OnStateEnter: [nimianizye TaiiMep Ta 3HaXOIUTh TPAHCPOPM T'PABIIS.

- OnStateUpdate: 36inbirye TaliMmep Ha KOXXKHOMY Kajapi. Skmio taiimep
MEPEBUIITYE 5 CEKYHI, BOPOT TMEPEXOAWTh Yy CTaH MaTPyJIOBaHHSA. SIKIIO TpaBelb
IIXOIUTH OJIMKYe 10 Bopora, Hik Ha 10 oquHUIIb, BOPOT IIOYHWHAE ITEPECITiTyBaHHS.

- OnStateExit: BukinkaeThcs, KOJIM BOPOT BUXOAUTH 31 CTaHY OUiKyBaHHS.

[eit kitac 103BOJIsIE BOPOTY Mepe0yBaTH B CTaHI OUIKYBaHHS Ha MICIIi, EPII HIkK
pO3MoYaTy MaTpyIOBaHHS a0 TepeciTiTyBaHHS TPABIIS.

Kiac EnemyScript

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class EnemyScript : MonoBehaviour
{

private int HP = 100;

public Animator animator;

public Slider healthBar;

public GameObject Sword;

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

{
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healthBar.value = HP;

public void TakeDamage(int damageAmount)

{

HP -= damageAmount;
if (HP <=0)
{
animator.SetTrigger("death™);

GetComponent<Collider>().enabled = false;
healthBar.gameObject.SetActive(false);
Sword.GetComponent<Collider>().enabled = false;

}

else

{

animator.SetTrigger("damage");

}
Le#t kmac kepye 3J0pOB'SIM BOpora Ta BIJANOBiAa€ 3a BIAOOPaKEHHSI CTaHy

3JI0pPOB'sl Ta MOBE/IIHKY MPHU MOIIKOIKEHH1 200 CMEPTI.

- Update: OHoBitO€ 3HAUEHHS 3/I0POB'SL HA MIKAJI1 3JJOPOB'S] KOXKEH KaJp.

- TakeDamage: 3meHIIye 310pOB's BOpora npu OTPUMAaHHI MKOIU. SIKIIO0
3JI0POB'SL 3HIKYETHCS 10 HyJsl a0 HIDKYE, BUKJIMKAE aHIMAII0 CMEPTi, BIAKIIOUYAE
KOJUJTaIEpy Ta IIKaldy 340pOB's. SIKIIO 340pOB'S BCE II€ BUILE HYJIS, BUKIHKAE
AHIMAaI[IO MMOIIKOKEHHS.

Ileit xmac 3abes3reuye ymOpaBiaiHHA 370pOB'SIM  BOpPOTa, BKJIIOYAKOYHU
BiJIOOpa)KeHHS CTaHy 370pOB'sS Ta 0OpOOKY aHIMAIIi¥ MPY MOIIKOKEHHI Ta CMEPTI.

Kirac DamageScript
using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class DamageScript : MonoBehaviour

{
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public int damageCount = 10;

private void OnTriggerEnter(Collider other)

{
StartCoroutine(FindObjectOfType<HealthBar>().Damage(damageCount));

}
Lleit knac BIAMOBIMAE 32 HAHCCCHHS IIKOAM O0'€KTaM, SIKI BXOHISTH B HOTrO

TPUTEPHY 30HY.

- OnTriggerEnter: Bukiukaerbcsi, Koy 1HIIMN 00'€KT BXOJUTh Y TPUTEPHY

30HY 1IbOTO 00'ekTa. Buknukae kopytuny Damage 3 HealthBar, 3mentryroun 310poB'st

Ha damageCount.

[eit kyac 703BOJISIE HAHOCUTH IIKOAY 1HIIUM OO0'€KTaM MpPU 31TKHEHHI 3 UM

00'eKTOM.

Kitac ChaseBeheviour

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al;

public class ChaseBehebiour : StateMachineBehaviour
{
private NavMeshAgent agent;
private Transform player;
float attack_range = 2;
private float Chase_Range = 10;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{
agent = animator.GetComponent<NavMeshAgent>();
agent.speed = 4;

player = GameObject.FindObjectOfType<PlayerMoving>().transform;

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerIindex)
{

agent.SetDestination(player.position);

float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance < attack_range)

{

animator.SetBool("IsAttack", true);
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if (distance > 10)
{

animator.SetBool("IsChasing", false);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{

agent.SetDestination(agent.transform.position);
agent.speed = 2;

}
[eit knac peanizye NOBEAIHKY MEPECIIilyBaHHs sl BOpOra.

- OnStateEnter: BcTraHOBII0€ MOYAaTKOBI MapamMeTpu MpPU BXOAI B CTaH
NepeciilyBaHHs, BKJIIOYAIOYM 30UIbIIEHHS IIBUJAKOCTI areHra Ta BU3HAYEHHS
TpaHchOpMy I'paBIIsl.

- OnStateUpdate: OHOBIIIO€ MO3HIIIIO areHTa Uil IEPECIiTyBaHHs IPaBL.
Sxio rpaBenb MiIXOAUTH ONFKYe, HIK Ha 2 OJAWHUIN, BOPOT MEPEXOJUTh Yy CTaH
ataku. Skmio rpaBenp BigamsieTbes Oinbin HiX Ha 10 OJUHUIG, BOPOT MPUITHHSE
TIEPECITiTyBaHHS.

- OnStateExit: BinHoBII0€ MOYaTKOBY MIBUAKICTH areHTa Ta 3yMHUHSE HOTO
nepeciiiTyBaHHS.

[e#t xmac mO3BOJISIE BOPOTY TEPECIiTyBaTH TPABI, 3MIHIOIOUH MIBHIKICTH Ta
CTaH B 3aJICKHOCTI BiJl BIICTaHi 0 rpaBIIsl.

Knac AttackBeheviour

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

using UnityEngine;

public class AttackBeheviour : StateMachineBehaviour

{

private Transform player;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{
player = GameObject.FindObjectOf Type<PlayerMoving>().transform;
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override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{

animator.transform.LookAt(player);

float distance = Vector3.Distance(animator.transform.position, player.position);
if (distance > 3)

{

animator.SetBool("IsAttack", false);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{

}
Leli kiac peaiizye MOBEAIHKY aTakH JJIsl BOPOTa.

— OnStateEnter: Otpumye Tpanc@opM rpaBiis Mpu BXO1 B CTaH aTaKu.

- OnStateUpdate: Bopor mnocTiiHO TMOBEpPTaETbCS 1O TpaBlsl, IOKHU
3HaXOJUTHCS B CTaHI aTaku. SIKIIO TpaBelh BIAMANAETHCS OUTBHIN HIXK HA 3 OJWHHUIII,
BOPOT TPUTTHHSIE aTaKYy.

- OnStateExit: BukiukaeTscs, KOJIM BOPOT BUXOIUTH 31 CTaHy aTaku.

Lle#i kac T03BOJIIE BOPOTY aTaKyBaTH T'PaBIIs, MATPUMYIOUYH MIPH IIOMY HOTO
OpIEHTAIlII0 HA TPABI Ta MPUMHHSIIOYN aTaKy, SKIIO TPaBellb BUXOIUTH 32 MEXKI
JOCSYKHOCTI.

Knac ActivateStalactite

Ie#i xmac BiAMOBIZAE 32 aKTUBAIlIO CTAIAKTHUTIB y rpi. CTaJakTUTH B IBOMY
KOHTEKCTI € 00'€eKTaMH, SKi IMOYWHAIOTHh NaJaTH, KOJHM TpaBellb HAaOIMKAETHCS O
neBHO1 o0sacTi. Och sIK Mpaltoe 1el Kiac:

3MiHHI KJacy:

_stalactite: MacuB cTanakTuTiB, SKi HOTPIOHO aKTUBYBATH.

Meton Awake():

B nbomy MeTO11 OTpUMYIOTBCS BC1 00'€KTH CTAIAKTUTIB Y CIICH] 1 30epiraroThCs

y MacuBl _stalactite.
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Meton OnTriggerEnter(Collider other):

Buxnukaerscs, Koau HIIMA 00'€KT 3 KOJaiiiepoM MOTpAIuIsie y TPUrep IbOro
o0'exTa.

[TepeBipsie, un Mae 00'€KT, IKHI TOTPANIUB y TpUTEp, KOMIIOHEHT ActiveTrigger.

S0 yMOBa BUKOHYETHCS, aKTUBYETHCSI KOKEH CTAJIaKTUT y MacuBi _stalactite,
BHUKJIMKAIOYH iX MeTo]1 activeStalactite().

Knac FallingTrap

Ie#i xac mpeACTaBIsge MACTKY, sIKa aKTUBYETHCS, KOJIM TpaBellb HATpAIUIsIe Ha
HEl 1 TPU3BOJUTH O ii 3HUILIECHHS.

MeTton OnCollisionEnter(Collision collision):

BuxknmnkaeTbcs npu 31TKHEHHI 3 IHIIUM KOJalAepoM.

[TepeBipsie, un 00'eXT, 3 IKMM cTanacs KoJji3isa, Mae komnoHeHT PlayerMoving.

Akimo ymoBa BUKOHYEThCS, BHUKIMKaeThbesi Destroy(gameObject), 110
MIPU3BOIUTH JI0 3HHUINEHHS CaMOi MACTKH.

Kinac ShootArrow

[eit kac BiAMOBIAA€E 3a CTPUILOY CTPLIAMHM 3 KUJIBKOX TOYOK Ha CIICHI.

3MiHHI KJacy:

ArrowSpawnPoint, ArrowSpawnPointl, ..., ArrowSpawnPoint4: Toukwu, 3 aKux
MOYMHAETHCS PYyX CTPLIL.

ArrowPrefab: Ilpedab ctpinm, sikuii Oyne BUKOPUCTOBYBATHUCS JJISI CTBOPSHHS
CTpiJL.

arrow, arrowl, ..., arrow4: CTBOpeHi ek3eMIuIsipu npedady CTpiiIu.

arrowForce: Cuna, 3 SIKOI0 pyXaeTbcs cTpijia.

EndPosition, EndPositionl, ..., EndPosition4: KiniieBi mo3uiiii, 10 IKHX MalOTh
JUATH CTPLIIH.

CanShootArrow: Jloriuna 3MiHHa, 110 BKa3y€ Ha MOXKJIMBICTh CTPLILOU.

Merton Start():

B ibomy MeTo11 CTBOPIOIOTHCS €K3eMILISIpH Ipealy CTPLIM Ha KOXKHIN 3 TOUOK
novatky ArrowSpawnPoint, ..., ArrowSpawnPoint4.

Merton Update():
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Axmo CanShootArrow true, BUKIHKaeTbCs MeTo shootArrow().

Merton shootArrow():

[lepeBipsie, uu cTpina gocsria cBoel KiHuenoi no3uiii EndPosition.

S0 Tak, TO CTpijia JEaKTUBYETHCA 1 MOBEPTAETHCS HA MOYATKOBY TO3UIIIIO.

[nakmie crpina pyxaetbes B HampsmMky EndPosition 3 3amaHoOr0 MIBHIKICTIO

arrowForce.

Knac Stalactite

Leli xnac mpeAcTaBiisie CTANAKTUT, KWW CIIOYATKy HE pyXaeTbes (TpaBiTarlis

BUMKHEHA), a MICJIsl aKTUBAIll CTAa€ MaaTH.

3MiHHI KJacy:
rb: Komnonent Rigidbody, sikuii ynpasisie pizukoro o0'exra.
Merogn Start():

B npomy metoni orpumyerbesi koMnoHeHT Rigidbody o6'exta 1 BUMHKaeThCsS

rpasitamis (rb.useGravity = false).

Meron activeStalactite():
Bwmukae rpagiTartito i CTaJJaKTHTY, IO IPU3BOINTH JI0 HOTO IMOYATKY M iHHS.
Kiac TrapWithArrow

Lle#i kmac axkTuBye CTpUIbOy cTpinm 3 kimacy ShootArrow, Koiu TpaBellb

HaTparusi€ Ha IacTKy.

3MiHHI KJacy:

_shootArrow: Ilocunanus Ha 00'exT kiacy ShootArrow, sKuii BiAMOBigae 3a

CTpUIBOY CTPLL.

Meton OnCollisionEnter(Collision collision):
BukinvkaeTscs npu 31TKHEHH1 3 1HIITUM KOJa#epOM.
[Tepeipsie, un 00'€KT, 3 TKUM cTasacs Komizis, Mmae kommoHeHT PlayerMoving.

Sxmo ymoBa BukoHyeTbes 1 CanShootArrow B ShootArrow e false, To

BcTaHoBIr0€ CanShootArrow B true.

Kinac TrapWithSpike
Ile#t xac akTUBYE MACTKY 3 IIUIIAMHU MPH 3iTKHEHHI TPaBILIs 3 HEIO.

3MiHHI KJacy:
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Spike: [Ipedad o0'ekta mutmiB.

spikeActivate: Jloriuna 3MiHHa, 1110 BKa3ye€, YA aKTHBOBAaHA IMAcTKa 3 IUTIAMHU.

Metona OnCollisionEnter(Collision collision):

Buxnmkaerbces rpu 3iTKHEHHI 3 1HITAM KOJalaepoM.

[TepeBipsie, un 00'eXT, 3 IKUM cTanacs KoJji3is, Mae KomnoHeHT PlayerMoving.

Axmo spikeActivate € false, To cTBoproeThes exzemiuisip Spike, 1110 BiAnoBigae
MaCTIT.

Sxmo spikeActivate € true, To He BiIOyBa€TbCS HISIKUX MOJIIH.

i kiacu cimy>xaTh IJis peanizallii pi3HOMaHITHUX ACTOK y TP, IKI pearyroTh Ha
nii rpaBus abo IHIIUX O0'€KTIB y clieHl. BOHH NEMOHCTPYIOTh OCHOBHI IPUHIIUITH
00poOKHM K031, aKTUBAIIll pyXy 00'€KTIB, CTPLIILOM Ta 1HII OCHOBU MPOrpaMyBaHHs
MOoBeIIHKK 00'exTiB y 3D irpax.

BucHOBKHM 10 APYroro po3aiiy

Byno mnponeMoHCTpoBaHO Bi3yali3alil0 MPOLECIB PO3POOKH MPOTPAMHOTO
MPOYKTY, A€ OYyJI0 TOKa3aHO Pi3H1 TUIIU Jiarpam, 10 BKa3yrTh HA €Talu Ta IEMEHTU
LUKy po3poOKH mporpamu. Bukopucrani giarpaMu BKIIIOYAIOTh JlarpaMH BapiaHTIB
BUKOPUCTAHHA, JlarpaMl aKTUBHOCTI, JiarpaMu KJaciB, a TaKOoX JlarpaMu
KOMITOHEHTIB 1 po3roptanHsa. KoxkHa 3 mmx jgiarpam Oyjia JOKJIagHO OINKMCaHa Ta
MOSICHEHA, IO JO3BOJIMJIO YiTKO MPECTABUTH MPOIEC PO3POOKH Ta B3aEMO3B'I3KH MiXK
PI3HUMH €JIEMEHTAMH MPOTPAMHOTO TIPOIYKTY.

VY nporeci po3poOku mporpamMHoOro npoAykTy B Unity 0yJio BUKOPHUCTAHO KiJIbKa
KJIFOUOBUX KOMIIOHEHTIB [JJisi JIOCSATHEHHS (DYHKIIOHAJIHOCTI Ta BiATBOPEHHS
OYIKYBaHOTO KOPHUCTYBAIIbKOTO JOCBilMYy. BukopucTaHHS iX y TpPOEKTI J103BOJUIIO
JOCSTTH OakKaHUX Pe3yJIbTaTiB y PO3poOILll MpOorpaMHOro mpoaykty s Unity.

Byno onricano ocHOBHI eTanu peani3allii Tpy, BKIIOYAI0UU CTBOPEHHS TPaBIIs Ta
BIJIMOBIHUX KJIACiB, TakuX K Peasizaliisi MexaHik TpaBIis Ta iHBEHTapro, Peaizaris

BOoporiB Ta CTBOPEHHS MACTOK Ta MPOCTUX JIOTTYHUX 3a4a4. B poboTi Oynu 1okaaaHo

PO3IIISIHYTI BC1 €Taru po3poO0KH Ta KIIFOUOBI CKPUIITH, SIK1 OyiH UTFOCTpOBaHI1
JlarpaMaMH.
E.E. COIH Apk.
P.B. IETPOCHH KH.KP.b — 122 — 24 — 113

70

3mn.

Apx. Ne dokym. ionuc | Jama




PO3/I1J1 3. OIUC POBOTH 3 TPOTPAMHHNM JOJATKOM TA HOTI'O
TECTYBAHHA

3.1 Ilopsaaok BCTAHOBJIEHHSI TA HAJIAIITYBAHHS CUCTEMH

Hixton's Adventure — e 3axoruioroya rpa kanpy Adventure, cTBOpeHa 3a
JOTIOMOTOI0  TOTYy>kHOro irpoBoro pymis Unity3D. I'pa mepeminnye rpaBuiB y
YyapiBHUM CBIT, MIOBHMI 3araJioK, MacTOK Ta HEMMOBIPHUX NPHUroA. 3aBIAKU Oaratiii
rpadimi, 3axOIUTIOIYOMY TEeWMIUICI0 Ta pPI3HOMaHITHUM 3aBAaHHsM, Hixton's
Adventure crane He3a0yTHBOIO TIOIOPOIKIO JJISI KOMKHOTO TPABIISL.

Bepcis rpu Oyzae noctynHa s onepauiiitHux cucteM Windows.

1. CuctemHi BUMOTH

Ilepen BCTaHOBIJIEHHSIM I'pU MEPEKOHAWTECS, IO Balll KOMII IOTEpP BIJIMOBIIAE
HACTYITHUM MiHIMQJIHbHUM BHMOTaM:

- Onepariitna cucrema: Windows 7 abo HOBIIIa Bepcis

- [Tpouiecop: Intel Core 13 a00 exBiBaIeHTHHI

- OmnepatuBHa nam’s1th: 4 GB RAM

— Bineokapta: DirectX 11 cymicha Bigeokapta 3 1GB Bigeo mam'siTi

- Micnie Ha aucky: 10 GB BinpHOTO MicIIs

- DirectX: Bepcis 11

2. 3aBaHTaXEHHS I'PU

- [lepeitniTe Ha BeO-caiit, Ae po3mileHa rpa «Hixton's Adventurey.

- 3HaNAITh KHOTIKY JIJIsl 3aBaHTAXKCHHS TPU Ta HATHCHITH HA HET.

— Bubepits Bepcito mis Windows 1 30epexiTh IHCTANSIIIHHUHN (aiin Ha CBIN
KOMIT'FOTEP.

3. BcranoBneHHs rpu

- Binkpwiite manky, KyJiv BU 3aBaHTAXIIHA 1HCTATSIIHHINA (aii.

- JIBidi KJAIHITP HA I1HCTANAMIMHUN ¢aina, 1mod 3amyCTHUTH IPOIEC
BCTaHOBJICHHSI.

- JloTpuMyiTECh THCTPYKIIIH MaiiCTpa BCTAHOBJICHHS:

— [TpuitmMiTh JILEH31MHY yTOAY.
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- BubepiTh manky s BCTAHOBJIEHHS TIpU (3a 3aMOBUYBaHHSM Oyje
3alpONOHOBAHO CTaHJAAPTHY MAIIKY).

- HatucHits «lani» 1 fouekaitecs 3aBepIIeHHs [IPOLIECY BCTAHOBJIECHHS.

- [Ticas 3aBepIiIeHHS BCTAHOBJIEHHSI HATUCHITH «['O0TOBO», 1100 3aKkpuUTH

MaicTpa BCTAHOBJICHHS.

3.2 InTepdeiic Ta NOPSIAOK POOOTH 3 NPOrPAMHHM J0JATKOM
[Ipu 3amycky rpy Ha KOPUCTyBaya YeKa€e MMPOCTEHBKE TOJIOBHE MEHIO.
B meH0 rpaBens MoXke, po3noyaTH rpy HATUCHYBIIM Ha KHOTIKY «Play» B sikii

BiH Tepeii/ie Ha OCHOBHY CIICHY a00 BUITH 3 TPU HATHCHYBIIH KHONKY «EXity (puc.

3.1).

Pucynok 3.1 — I'onoBHE MeHIO Tpu

[Ticns natuckanusa kHonku «Play»

ITicas Toro, sk rpaBeub HaTHCKae KHONKY «Play», moumHaeTbcs crpaBikHA
npuroza y cBiti Hixton's Adventure. Binpasy micist HaTUCKaHHS 1i€1 KHOIKH, TpaBelb
MOTpaIUIsie Ha Xa0-JIOKaIlilo CTBOpeHy 3a gornoMororo ProBuilder[16]. Xa6-noxkarttis €
OJIHIEIO 3 KJIIOYOBMX Yy TIpl, OCKUIBKM caMe€ 3 Hel rpaBellb PO3NOYMHATHME CBOIO

MIOTOPOK TICIS KOKHOTO 3aBEPIIICHOTO 3a0iry.
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Xab-nokarris: Bama 6aza nepen nmpuronamu
[Ticnst 3aBaHTa)KeHHs Xa0-JIOKaIlli rpaBelb ONMUHSIETHCS B 3aTUIITHOMY OYJIUHKY
I'ikcToHa, sikuii ciyrye 0a3010 Ta MICIIEM BIAMOYUHKY MiX MpUrogamMu. Bike Ha iboMy

eTari rpaBellb MOKe KepyBaTH IEPCOHAXKEM 1 TOCHIIKYyBaTh Oy IuHOK. [HTEepderic rpu

3MIHIOETHCS, BIIKPUBAIOYN HOBI €JIEMEHTH Ta MOKJIUBOCTI.

Pucynox 3.2 — Xab noxarrii(aimM rpaBiis)
Akmio rpaBenp Mmije Aaii MO 10, BiH HATpamuTh Ha JBEpi, A€ MOXKHa OyJe

HepelTy J10 irpoBoi Jokartii (puc. 3.3).
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Pucynoxk 3.7 — Ilepexia 3 oMy Ha BYJIUIIIO

B GoiioBiii crieHi, TpaBenb 3’ IBISETHCS HEAAICKO Bia momy (puc. 3.8).

&

Pucynox 3.3 — 36pos
35iBa 3BEpXy Ha €KpaHi rpaBellb MOKE MOOAYUTH CMYTY 370pOB'Sl TIEpCOHAKA
[17]. Le#t enement inTepdeiicy € HaA3BUYAHO BAXKIMBHM, OCKUIBKM BiH TIOKa3ye
IIOTOYHUM CTaH 310pOB's epcoHaxa. CMmyra 310poB's 3MEHIIY€ThCs, KOJIA ITEPCOHAXK

OTPUMYE YIIKOJKEHHS BiJl BOPOTiB a00 MACTOK, 1 30UIBIIYETHCS MPU BUKOPUCTAHHI
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JIKyBaJIbHUX MpeAMEeTiB abo IHIMMX CrmocoOiB BIJHOBIEHHS 340poB'a. Bizyanbhe

B1IOOpakeHHs 37I0pOB'Sl JT03BOJISE€ TPaBIICBI IMIBUIKO OPIEHTYBATHUCS B CHUTyallli Ta

npuiMaTi HEOOX1H1 PIIIEHHS JIJIsl BU>KUBaHHS B Tpi. puc (3.3)

Pucynok 3.3 — Cmyra 310poB's

Sxmro rpaBerns migidae 10 30poi MOAMBUTHCSA Ha HEl Ta HATHCHE KIIABINIY

migbopy TO MpeaAMeT 3’ IBUThCS B iHBeHTapi (puc. 3.4).

Pucynoxk 3.4 — ITin6ip 30poi y iHBeTap

Ha (puc. 3.5) mpeacraBieHo CKPIHIIOT 3 THUM SIK MiAHIMAEThCS 30pos Ta IO

BUBOJSTHCS 11 Ha3Ba Ta OIHUC
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9>
.E ’ Sword
EE Sword

Pucynoxk 3.5 — IauBeTap 31 30poe€to
Jlasi rpaBelb MOKe €KiMipyBaTH el aiiTeM 1 BiH 3 ABUTHCA Y pyKaX TOJIOBHOTO

repos (puc. 3.6).

Pucynok 3.6 — EximipyBanss 30poi

VY neskux Touka Ha Marr OyAyTh 3HaXOAUTHCS BOPOru[ 18], y sKuX € MOXKIINBICTh

E.E. COIH Apk.
P.B. IETPOCAH KH.KPB - 122 - 24 - H3 76
3mn. | Apxk. Ne ooxym. Iionuc | dama




NaTPyJTIOBaHHS MK TOYKaMH Ta MOToHEo 3a rpasuemM[19](puc. 3.7).

NOoTPiOHO MOMACTH KaMiHHAM Ha miaTtdopMy 1 OyayTh BiTUMHEH] ABEpI

Pucynok 3.7 — Bopor Ta natpyJiroBaHHs

Ha (puc. 3.8) npogemMoHCTpoBaHa HEBEIMYKA JIOTIYHA 3a7a4a B sIKi T'PaBIIO

Pucynok 3.8 — HeBenuuka JioriyHa 3aj1auka
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a) 0)
Pucynok 3.9 — HeBenuuka JiorigHa 3aj1auka Jie rpaBIio MMOTPIOHO 3 OJIHIET TOUKHU
nepeHecTu 00'eKT 10 1HIIOT 00 BIAYUHUTH ABEP1
(a) miaHATTA 00'€KTy Ta 3aKpuTa nBepi (0) MOT0KUB 00'€KT Ha TUIATGOPMY Ta BIAKPUB
IBepi
S0 rpaBeIs AMBUTHCS Ha SIKUHUCH ITIKAI Ta HATUCKAE KHOMKY ITiTHATTS TO BiH
migHIMae 00'€KT B IHBETAp Ta TaM BXKE€ MOKE HOTO BUKOPUCTATH Y KOKHOTO 00'€KTY €
CBIil OMMC Ta Ha3Ba ABJSITHCA CIIpaBa 3BEPXYy KOJU TI'paBellb WOTro MigiiiMae a OImuC

3’ ABJIIETHCS KOJIU TPaBellb HABOJIUTH MHUIIY Ha IIeH aiteM y iHBeTapi (puc. 3.10).

Pucynox 3.10 — [limaaTTs mikamis

Ha (puc. 3.11) mpomeMoHCTpoBaHa TMacTKa 3 CTpLIaMH, SIKIIO TpaBeilb
MPOXOJIUTh Ta HAXKMMAE HA TUTUTY TO CHPAIbOBYE MEXaHi3M Ta BUITYCKA€ JNCKITbKA

CTpiJ 31 CTIHH
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Pucynox 3.11 — I[Tactka 31 cTpitamu

Takoxx npu oTpuMaHH1 YpoHY OyB peanizoBanuii HeBenukuit Ul enemMeHT sikuii

BUKJIMKA€E TIOYEPBOHIHHS TIPU OTpUMaHH1 ypoHy(puc. 3.12)

Pucynox 3.12 — [louepBOHIHHS €KpaHy [IPU OTPUMaHI YpPOHY

3.3 TectyBaHHA poOOTH IPOIPAMHOIO A0AATKY

[IpoBeneHo TecTyBaHHS yChOTO IpOrpaMHoOro npoAykry [20], 3a i7st BUSIBICHHS

0ariB Ta MOMWJIOK. Y Cl MyHKTH TECTYBaHHA BKa3aH1 B TaOauii — tabmus 3.1
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Tabiauusa TectyBaHHSA

Taomuns 3.1

o | Ompumani
Ha3Ba tectyBaHHs Bxinni nani OuikyBaH1 JaH1 .
JaH1
_ Hartuckanns aBa pa3u Ha _ .
Bxin B rpy Binkpurrs rpu | PeanizoBano
Ipy
Haruckanus _ . .
Kiik no kaomnui "Play" ITouatok rpu | PeamizoBano
kHomnku "Play"
HaTtuckanns . . .
' Kk mo kot "Quit ' '
kHOTKH "Quit Buxin 3 rpu PeamizoBano
Game"
Game"
ITepenecenns B Bukonanns komanau "Go . . .
_ ITepexiny mim | PeamizoBano
xa0 JOKaIio to home"
[TepecyBanns Bukonanus merony '
Pyx rpaBus PeamizoBano
rpaBLA "MovePlayer"
IlepecyBanns Peaxkriist rpu Ha .
Pyx Mu1ku PeanizoBano
MUIIKOIO PYX MHILIKOIO
[lepexin Ha IrpoBY BukonaHHs [lepexin Ha .
. PeanizoBano
JIOKAIIIIO Merony"MovelntoOut" BYJIULIIO
o 3aBaHTaKEHHS OJJHOI'O Bino6paxxenus '
I'eneparis piBHSA . _ PeanizoBano
piBHS piBHs
JlomaBanHs
[Tin6ip 36poi [Tin6ip npeamety 30poi 1o PeanizoBano
1HBEHTaps
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[Tponosxenus Tabmuus 3.1

o Buxonnans o
ExinipyBaHHs ExinipyBaHHA y pyKy _
METOY PeanizoBaHo
30poi ) IpaBIls
SwitchSword
Haruckanns .
Y nap o BUKOHAHHS yJapy PeanizoBano
xiasimn "Firel"
Po3smimenns PO3MIIIEHHS . . _
_ _ ITosiBa BoporiB Ha Mami | PeanizoBaHo
BOPOTiB BOPOTiB Ha MaIty
KopekTna pobdota | B3aemonist Boporis .
. PoGota HII PeanizoBano
BOPOTiB Ta TPaBIIsd
Cwmepts Bopora | BouscTtBo BoporiB | Cran cmepTi y Bopora | PeanizoBano
BigaimManas 3MEHILIEHHS 3JI0POB'S .
ATtaka Bopora . PeanizoBano
3I0pOB'sl y TpaBLs Ta BiIOOpaKeHHS
[lepezamyck manu '
' CwmepThb rpaBis [Iepe3anmyck manu PeanizoBano
IpU CMEPTI
[MimiiimanHs o JlonaBaHHs ailTemy 110 .
. [Tin6ip npeameTty . PeanizoBano
aliTemiB 1HBEHTaps
JonaBanus abo
Bukopucrtanus BiJIHIMaHHS 37I0pOB'S B .
_ Bukonanus eBeHTy o PeanmizoBano
ailitemi 3aJIEKHOCTI B1J
npeamMeTy
[TepeTuckanus
Jloriyua 3agaga ailiteM 3 oqHI€el Bigkputtsa nBepeit PeamizoBano
TOYKHUH B 1HITY
Haruckanns . L .
ITacTka Bumirt cTput 31 cTiHu PeanizoBano

I'paBLCM Ha IIJIATY

VY nporueci po3pobku rpu "Hixton's Adventure" Oyyiu BUsIBIIEHI KiJIbKa TOMUJIOK.

Hampuknaa, Ha mOYaTKOBUX e€Tamax Tpa HE 3aBKIM KOPEKTHO pearyBajia Ha
HaTHCKaHHs KHOMKH "Play", abo Boporu Moriiv npoxoauTH Kpi3hb CTIHU. Takox Oyiu

npobsieMr 3 TPAaBHJIBHUM BiTOOpaKEHHSM pIBHS 370POB'S MEpPCOHa)Xka Ta 3 HMOTO
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nepecyBaHHSIM.

Bci mi momunkm Oynu JAeTaJbHO TPOAHATI30BaHI 1 BHUIIPaBIICHI. 3aBISKH
pEryJISIpHOMY TECTYBaHHIO 1 HAJIArO/PKEHHIO, KOMaH/a pO3pOOHUKIB 3MOTrJia JI0CATTH
CcTab1IpbHOT 1 KOpeKTHOI pobotm rpu. Lle mo3Bommio 3a0e3MeunTH IUIABHUK 1
3aXOIUTIOIOYUH ITPOBUM MPOIIEC JIJIsT KOPUCTYBAUIB.

BucHOBKHM /10 TPETHOI0 PO3ALLY

VY 1mpoMmy po3auti OyJio MOKIAAHO PO3TIASHYTO TMOPSIOK BCTAHOBIIGHHS Ta
HajamtyBaHHd cuctemMu st rpu "Hixton's Adventure". Takox Oysio omucaHo
1HTEp(Eeic rpu Ta MOPSAOK poOOTH 3 NMPOrPaAMHUM JIOAATKOM, BKJIIOYAKOUM PIi3HI
byHKIIIT Ta 111, 1K1 MOYKe BUKOHYBATH IpaBellb, Bijl MOYATKY J0 3aBEPIICHHS rpy. bynu
IIPOaHaJI30BaHi Ail, iK1 TpaBellb Ma€ BUKOHATH JJIs1 IEPEXO/Ty Ha 1HII1 JIOKALIi, a TAKOX
BUMOTH J0 CUCTEMH ISl 3a0e3MeueHHs ONTUMaIbHOI pOOOTH TpH.

Byno mpoBeneHo TecTyBaHHs pOOOTH IPOTPAMHOTO JOJATKY, Pe3yIbTaTH SKOTO
Oy mpeacTaBieHl y BUTIIAA1 Tabuuii. B nponeci TectyBaHHs OyJi0 BUSIBIEHO KiJIbKa
MOMWIOK, TAKUX SIK HEKOPEKTHA peakxilis Ha HaTUCKaHHs KHonku "Play", mpoxomkeHHs
BOPOTiB Kpi3b CTIHU, NpOo0JIeMH 3 BiJOOpaKEHHSM PIiBHS 3I0pPOB'sl IEpCOHaXka Ta MOro
nepecyBaHHsAM. YCi Il TTOMWIKH OyJiM JETalbHO MpPOAHATI30BaHI Ta BUIPABIICHI.
3aBASKA PEryJIpHOMY TECTYBAHHIO Ta HaJlaroJKEHHIO, KOMaHJa PO3POOHHKIB
JocsITIa CTablIbHOT Ta KOPEKTHOT pOOOTHU TPH, 110 JI03BOJIMIIO 3a0€3MEUUTH TIJIABHUIN

Ta 3aXOTUTIOIOYUH ITPOBUI MTPOIIEC 1T KOPUCTYBAYiB.
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BUCHOBKH

VY naniii kBanmidikaliiHii po6oTi OyJI0 YCHIIITHO pO3p0O0JIEHO KOMITIOTEPHY TPy
"Hixton's Adventure" 3a momomororo irposoro pyuris Unity3D. Ilpouec po3podku
BKJIIOYAB KiJIbKa KJIIOUOBHX €TaITiB: Bl aHAM3y IPOOJEeMaTHKU Ta IIOCTAHOBKH 331241
JI0 IPOEKTYBaHHS, PO3POOKU MPOTrpaMHOro 3a0e3MeUeHHs Ta HOro TeCTyBaHHS.

AHani3 Ta mocTtaHoBka 3agavi: Ha mouatkoBoMmy etami Oyjo JeTanabHO
IIPOAHATI30BaHO aHAJIOTIYHI irpH Ta BU3HAYCHO OCHOBHI BUMOTH J0 IIPOEKTY. byio
BCTAaHOBJIEHO, 1110 JUIs yCHIIIHOI peajizailii rpu He00X1HO 3a0€e3MeYNTH BUCOKY SIKICTh
rpadiky, 3pydyHHil 1HTep(elc Ta 3axOoIUIIOKYUil irpoBuid mpouec. byno obOpano
Unity3D sk OCHOBHUM IHCTPYMEHT PO3POOKHU 3aBJSIKK HOTO MOTY>KHUM MOYKJIUBOCTSAM
y CTBOPEHHI TPUBUMIPHOT Ipa(iKu Ta BEIHKINA KUIBKOCTI TIOCTYITHUX PECYPCIB.

[IpoekTyBanHss Ta po3poOka: Y mporeci MPOEKTyBaHHS OyJIO CTBOPEHO
PI3HOMAaHITHI Jiarpamu, 10 BioOpa)katoTh €TalM Ta €JIEMEHTH PO3POOKU MPOrpaMHu.
BukopucraHi qiarpaMy BKJIHOYAOTh AlarpaMy BapiaHTIB BUKOPHUCTAHHSI, aKTUBHOCTI,
KJIaCiB, KOMIIOHEHTIB 1 pO3rOpTaHHs. byso geTanbHO po3riiiHyTO KoMmoHeHTH Unity,
BUKOPHUCTaHI B MPOEKTI.

Peanmizamis: OcHOBHI eranmm peaiizallii Tpu BKJIIOYATH CTBOPEHHS MEXaHIK
rpaBIlsl, TEHEPAIlil0 PIBHIB, peai3allilo MITy4HOTO 1HTEJIEKTY BOPOTIB Ta PO3pPOOKY
NAcTOK. Y CI eTanu Ta KJIIYOB1 CKpUINITU OyJIM JETaJIbHO OMKCaHI Ta MPOUTIOCTPOBaHI
JiarpamMamu, 10 JOTIOMOTJIO YiTKO MPEACTaBUTU MPOIeC PO3pOOKH Ta B3aEMO3B'SI3KH
MiX PI3HHUMH €JI€MEHTaMU IPOTPaMHOTO MPOITYKTY

TectyBanHs Ta BUIpaBieHHa MOMWIOK: [1i1 yac TecTyBaHHs Oynv BUSBIICHI Ta
BUIIPABJICH]1 KUJIbKAa MOMUJIOK, BKIIOYAIOUM HEKOPEKTHY PEaKIlii0 TP HAa HATHCKAHHS
kHonku "Play", HenpaBuibHE Bi1oOpakKeHHs piBHS 37J0pOB'S IEPCOHAXKA Ta MPOOJIeMU
3 TepecyBaHHSM BOpOTriB. PerynspHe TecTyBaHHS Ta HajaroJKEHHS JO3BOJIIIN
JOCSITTA CTaOUIbHOT Ta KOPEKTHOI poOoTH Tpu, 3a0e3NMeuMBIIM TUJIaBHUM Ta
3aXOIUTIOI0YUH ITpOBUI MTPOLIEC ISl KOPUCTYBAYIB.

BucHoBkrn 10 po3auniB: Y KOXHOMY pO3AUI OyJio JAETalbHO OIKUCAHO
pe3yabTaTH poOOTH, BKIIIOYAIOYH MIHIMAJIbHI Ta PEKOMEHI0BAH1 BUMOTH JI0 CUCTEMH,

(yHKLIOHAN I'pH, pe3yJIbTaTh TECTYBAHHS Ta BUIIPABICHHS MOMUIIOK. Lli BUCHOBKHU
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JIEMOHCTPYIOTh JIOCATHEHHS IOCTaBJICHUX IIJIEH Ta YCHIIIHY pealli3aliio IPOeKTy.

Otxe, po3pobka rpu "Hixton's Adventure" crajma NpUKIAJIOM YCIIIIHOTO

BUKOHAHHA CKJIAJHOI'O IIPOCKTY 3 BHUKOPHCTAHHAM CYYaCHHX iHCTPYMeHTiB Ta

TEXHOJIOT1H, 10 MATBEPKY€E AONIIbHICTE BuOOpY Unity3D Ta iHmux 3aco0iB s

peaizalii KOMI'FOTEpHHUX 1rop.
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CIIMCOK BUKOPUCTAHUX JIZKEPEJI

1. Youtube - THIRD PERSON MOVEMENT [EnextpoHHui
pecypc]: https://www.youtube.com/watch?v=UCwwn2q4Vys

2. Absolver [Exektponnuii pecype| — Pexum goctymy mo pecypcey:
https://store.steampowered.com/app/473690/Absolver/

3. Life is Strange [Enexrponnuii pecypc]. — Pexxum mpoctymy 1o

peCypcCy:
https://store.steampowered.com/app/319630/Life is Strange Episode 1/

4.  Tomb Raider | (1996) [Enextponnuii pecypc|. — Pexxum gocrymy

hi (o) pecypcy:
https://store.steampowered.com/app/224960/Tomb Raider | 1996/

5. Unity - Unity Documentation [Enexrponnuii pecypc]:

https://docs.unity.com/

6. C# Guide - w3schools [Enekrponnmii  pecypc]:

https://www.w3schools.com/cs/index.php

7. C# Guide - Programming concepts (C#) [Enekrponnuii pecypc]:

https://learn.microsoft.com/uk-ua/dotnet/csharp/programming-quide/concepts/

8. draw.io - Work with layers in draw.io [Enexkrponnmii pecypc]:

https://www.drawio.com/doc/layers

0. Logic of Enemy - Enemy Al Flow charts [Enekrponnuii pecypc]:

https://thevideogamediaries.wordpress.com/2017/05/12/enemy-ai-flow-charts/

10. Unity - Scripting API: NavMesh [Enexktponnuii pecypc]:
https://docs.unity3d.com/ScriptReference/Al.NavMesh.html

11.  YouTube - New Al Navigation in Unity [Enekrponnmii pecypc]:
https://www.youtube.com/watch?v=u2EQtrdgfNs&t=44s

12.  Unity - Scripting API: Rigidbody [EnexrponHuii pecypc]:
https://docs.unity3d.com/ScriptReference/Rigidbody.html

13. Unity — Character Controller [Enexktponnuii pecypc]:
https://docs.unity3d.com/ru/2018.4/Manual/class-CharacterController.html
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https://www.youtube.com/watch?v=UCwwn2q4Vys
https://store.steampowered.com/app/473690/Absolver/
https://store.steampowered.com/app/319630/Life_is_Strange__Episode_1/
https://store.steampowered.com/app/224960/Tomb_Raider_I_1996/
https://docs.unity.com/
https://www.w3schools.com/cs/index.php
https://learn.microsoft.com/uk-ua/dotnet/csharp/programming-guide/concepts/
https://www.drawio.com/doc/layers
https://thevideogamediaries.wordpress.com/2017/05/12/enemy-ai-flow-charts/
https://docs.unity3d.com/ScriptReference/AI.NavMesh.html
https://www.youtube.com/watch?v=u2EQtrdgfNs&t=44s
https://docs.unity3d.com/ScriptReference/Rigidbody.html
https://docs.unity3d.com/ru/2018.4/Manual/class-CharacterController.html

14. YouTube - C# Lists and Dictionaries in Unity! - Intermediate
Scripting Tutorial [EnexrponHunii pecypcl:
https://www.youtube.com/watch?v=0WdWiF_Si4l

15. Unity - Enemy Al in Unity [Enextponnuii pecypc]:

https://gamedevbeginner.com/enemy-ai-in-unity/

16. Unity - How to design a simple level using Probuilder in Unity
[Enextponnmii  pecypc]:  https://blog.logrocket.com/design-level-probuilder-
unity/

17.  Unity — Manual: User interface (Ul) [EnektponHuii pecypc]:
https://docs.unity3d.com/Manual/UlToolkits.html

18.  Unity - Unity User Manual Framework for Unity3D [Enexkrponumuii
pecypc]: https://docs.unity3d.com/Manual/index.html

19. Unity - Animator - Scripting APl [Enektponnuii pecypc:
https://docs.unity3d.com/ScriptReference/Animator.html

20. pinglestudio - What is the game testing process? [EnexrponHuii

pecypc]: https://pinglestudio.com/blog/game-testing/what-is-the-game-testing-
process
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https://www.youtube.com/watch?v=0WdWiF_Si4I
https://gamedevbeginner.com/enemy-ai-in-unity/
https://blog.logrocket.com/design-level-probuilder-unity/
https://blog.logrocket.com/design-level-probuilder-unity/
https://docs.unity3d.com/Manual/UIToolkits.html
https://docs.unity3d.com/Manual/index.html
https://docs.unity3d.com/ScriptReference/Animator.html
https://pinglestudio.com/blog/game-testing/what-is-the-game-testing-process
https://pinglestudio.com/blog/game-testing/what-is-the-game-testing-process
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daiin

using System;

using Unity.VisualScripting;

using UnityEditor;

using UnityEngine;

public class PlayerMoving : MonoBehaviour

[Header("References™)]

[SerializeField] private Transform _orientation;

[Header("Keybinds™)]

PlayerMoving

Jlomarok A

BIIITOB1Ia€ 3a nepeMIIICHHS Bpara:

[SerializeField] public KeyCode _jumpKey = KeyCode.Space;

[Header("Move™)]

[SerializeField] private float _Speed;

private float _realSpeed;

[SerializeField] private float _FastSpeed;

[Header("Jump™)]

[SerializeField] private float _jumpForce;

[SerializeField] private float _jumpCooldown;
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[SerializeField] private float _airMultiplier;

[SerializeField] private bool _canJump;

[Header("Ground™)]

[SerializeField] private float _distanceToGround;

[SerializeField] private float _groundGrag;

[SerializeField] private LayerMask _groundLayer;

[SerializeField] private bool _grounded;

private float _horizontal;

private float _vertical;

private Vector3 _moveDirection;

private Rigidbody _rigidbody;

private void Start()

GetComponents();

Settings();

private void FixedUpdate()
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MovePlayer();

private void Update()

CheckGround();

SetInput();

SpeedController();

private void SetInput()

_horizontal = Input.GetAxisRaw("Horizontal");

_vertical = Input.GetAxisRaw("Vertical");

if (Input.GetKey(_jumpKey) && _canJump && _grounded)

_canJump = false;

Jump();
E.E. COIH Apk.
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Invoke(nameof(ResetJump), _jumpCooldown);

private void MovePlayer()

_moveDirection = _orientation.forward * _vertical + _orientation.right * _horizontal,

if (_grounded)

if (Input.GetKey(KeyCode.LeftShift))

_rigidbody.AddForce(_moveDirection.normalized * _FastSpeed * 10f, ForceMode.Force);

else

_rigidbody.AddForce(_moveDirection.normalized * _Speed * 10f, ForceMode.Force);

else

_rigidbody.AddForce(_moveDirection.normalized * _Speed * 10f * _airMultiplier, ForceMode.Force);
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private void SpeedController()

Vector3 flatValue = new Vector3(_rigidbody.velocity.x, Of, _rigidbody.velocity.z);

if (flatValue.magnitude > _Speed)

Vector3 limitedValue = flatValue.normalized * _Speed,;

_rigidbody.velocity = new Vector3(limitedValue.x, _rigidbody.velocity.y, limitedValue.z);

private void Jump()

_rigidbody.velocity = new Vector3(_rigidbody.velocity.x, Of, _rigidbody.velocity.z);

_rigidbody.AddForce(transform.up * _jumpForce, ForceMode.Impulse);

private void ResetJump()
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_canJump = true;

private void CheckGround()

transform.position, Vector3.down, _distanceToGround, _groundLayer);

{
_grounded = Physics.Raycast(
if (_grounded)
_rigidbody.drag = _groundGrag;
else
_rigidbody.drag = 0f;
}

private void Settings()

_canJump = true;

private void GetComponents()
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_rigidbody = GetComponent<Rigidbody>();

_rigidbody.freezeRotation = true;
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daiin PickUp BIJIIOB11a€ 3a M THATTSA

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

using UnityEngine;

public class PickUp : MonoBehaviour

[SerializeField] private Transform playerTransform;
[SerializeField] private Transform objectGrabPoinTransform;
private ObjectGrabble objectGrabble;

[SerializeField] private LayerMask _layerMask;

private float pickUpDistance = 100f;

// Update is called once per frame

void Update()

Vector3 rayOrigin = new Vector3(0.5f, 0.5f, Of);

Ray ray = Camera.main.ViewportPointToRay(rayOrigin);

Debug.DrawRay(ray.origin, ray.direction * pickUpDistance, Color.green);

Jlonaroxk b

00’ €KTIB:

/I Debug.DrawRay(playerCameraTransform.transform.position,playerCameraTransform.transform.position , Color.red);

if (Input.GetKeyDown(KeyCode.E))
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RaycastHit hit;

if (objectGrabble == null)

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

if (hit.transform.TryGetComponent(out objectGrabble))

objectGrabble.Grab(objectGrabPoinTransform);

Debug.Log(objectGrabble);

else

objectGrabble.Drop();

objectGrabble = null;

E.E. COIH

P.B. IETPOCSIH KH.KP.b —-122 - 24 - 113

3mn. | Apx. Ne dokym. ionuc | Jama

Apk.

96




lonaroxk B

daiin ObjectGrabble 3aiimMaeTbcsi yNnpaBIiHHSAM MPOIECOM MITHATTS 1 BIAMYCKaHHS

00'eKTIB:

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class ObjectGrabble : MonoBehaviour

private Rigidbody objectRigidbody;

private Collider objectCollider;

private Transform objectGrabPointTransform;

private float lerpSpeed = 10f;

private LayerMask _layerMask;

private void Awake()

objectRigidbody = GetComponent<Rigidbody>();

objectCollider = GetComponent<Collider>();

public void Grab(Transform objectGrabPoinTransform)
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this.objectGrabPointTransform = objectGrabPoinTransform;

objectRigidbody.useGravity = false;

objectCollider.enabled = false;

public void Drop()

this.objectGrabPointTransform = null;

objectRigidbody.useGravity = true;

objectCollider.enabled = true;

}
private void FixedUpdate()

if (objectGrabPointTransform != null)

Vector3 newPosition = Vector3.Lerp(transform.position,

lerpSpeed);

objectRigidbody.MovePosition(newPosition);

objectGrabPointTransform.position, Time.deltaTime *
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daiin HealthBar BIJIIIOB11a€ 3a XI1

using System;

using System.Collections;

using System.Collections.Generic;
using System.Security;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.Ul;

public class HealthBar : MonoBehaviour

public GameObject RedOverlay;

public void AddHealth(int value)

GetComponent<Slider>().value += value;

private void Update()

Death();

Homarok I'

reposi:
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void Death()

if (GetComponent<Slider>().value <= 0)

public IEnumerator Damage(int damageCount)

GetComponent<Slider>().value -= damageCount;

Time.timeScale = 1;

RedOverlay.SetActive(true);

yield return new WaitForSeconds(.5f);

RedOverlay.SetActive(false);

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex);
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daiin AttackScript

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

public class AttackScript : MonoBehaviour

private Animator animator;

// Start is called before the first frame update

void Start()
{

animator = GetComponent<Animator>();

}

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

if (Input.GetButtonDown("Firel"))

animator.SetBool("Attack", true);

else if (Input.GetButtonUp("'Firel"))

animator.SetBool("Attack", false);

BIIIIOB1a€ 3a

Honatok /I

aTaxy:

E.E. COIH

P.B. IETPOCAH

3mn.

Apx. Ne dokym. ionuc | Jama

KH.KP.b - 122 - 24 - 113

Apk.

101




Homarok K

daiin Throw BIJIIIOB1Ia€ 3a METaHHSA KaMIHHS:

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Serialization;

public class Throw : MonoBehaviour

public Transform RockSpawnPoint;

public GameObject RockPrefab;

public Transform cameraFold;

private Rigidbody rbRock;

private GameObject rock;

private bool CanThrow;

private Vector3 viewDirection;

public float throwForce = 5f;
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private void Start()

CanThrow = true;

rock = Instantiate(RockPrefab, RockSpawnPoint.position, RockSpawnPoint.rotation);

rbRock = rock.GetComponent<Rigidbody>();

rock.SetActive(false);

/I Update is called once per frame

void Update()

viewDirection = transform.position - new Vector3(

cameraFold.position.x, transform.position.y, cameraFold.position.z);

if (Input.GetKeyDown(KeyCode.F) && CanThrow)

CanThrow = false;

throwRock();

Invoke(nameof(ResetThrow), 3f);
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private void throwRock()

rock.SetActive(true);

rock.transform.position = RockSpawnPoint.position;

rbRock.velocity = new Vector3(0,0,0);

rbRock.AddForce(viewDirection.normalized * throwForce, ForceMode.Impulse);

private void ResetThrow()

CanThrow = true;
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daiin ThirdPersonCamera BIZIIIOB1Ia€ 3a

using System;

using System.Collections;

using System.Collections.Generic;

using System.Security.Cryptography.X509Certificates;

using UnityEngine;

public class ThirdPersonCamera : MonoBehaviour

[Header("References™)]

[SerializeField] private Transform _player;

[SerializeField] private Transform _playerBody;

[SerializeField] private Transform _orientation;

private Rigidbody _rbRigidbody;

[Header("Settings™)]

[SerializeField] private float _rotationSpeed;

private Transform _currentTransform;

private float _turnSmoothVelocity;
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private void Start()

GetComponents();

CursorSettings();

private void Update()

RotationProcess();

private void RotationProcess()

CalculateOrientation();

RotatePlayerBody();

private void CalculateOrientation()

Vector3 viewDirection = _player.position - new Vector3(

_currentTransform.position.x, _player.position.y, _currentTransform.position.z);
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_orientation.forward = viewDirection.normalized,;

private void RotatePlayerBody()

float horizontal = Input.GetAxisRaw(""Horizontal");

float vertical = Input.GetAxisRaw("Vertical");

Vector3 inputDirection = _orientation.forward * vertical + _orientation.right * horizontal;

if (inputDirection != Vector3.zero)

_playerBody.forward = Vector3.Slerp(_playerBody.forward, inputDirection.normalized,

Time.deltaTime * _rotationSpeed);

private void CursorSettings()

Cursor.lockState = CursorLockMode.Locked;

Cursor.visible = false;

}
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private void GetComponents()

_currentTransform = GetComponent<Transform>();

_rbRigidbody = _player.GetComponent<Rigidbody>();
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Daiin AttackBeheviour

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

BIJIIIOB1a€ 3a CTaH aKTaKu

public class AttackBeheviour : StateMachineBehaviour

{

private Transform player;

override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

player = GameObject.FindObjectOfType<PlayerMoving>().transform;

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{

animator.transform.LookAt(player);

float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance > 3)

animator.SetBool("IsAttack", false);

}

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerIndex)
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Joxarok JI

daiin ChaseBehebiour BiamoBizae 3a craH IepeciiyBaHHS y BOpora 3a IpaBlieM

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Al;

public class ChaseBehebiour : StateMachineBehaviour

private NavMeshAgent agent;

private Transform player;

float attack_range = 2;

private float Chase_Range = 10;

override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

agent = animator.GetComponent<NavMeshAgent>();

agent.speed = 4;

player = GameObject.FindObjectOfType<PlayerMoving>().transform;

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerlndex)
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agent.SetDestination(player.position);

float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance < attack_range)

animator.SetBool("IsAttack”, true);

if (distance > 10)

animator.SetBool("IsChasing", false);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

agent.SetDestination(agent.transform.position);

agent.speed = 2;
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Honaroxk M

®aiin  EnemyScript 1e CckpinT BIiANOBIZA€ 3a BOPOTO HWOro X, aHIMAIIiIo

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

public class EnemyScript : MonoBehaviour

private int HP = 100;

public Animator animator;

public Slider healthBar;

public GameObject Sword;

// Update is called once per frame

void Update()

healthBar.value = HP;
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public void TakeDamage(int damageAmount)

HP -= damageAmount;

if (HP <= 0)

animator.SetTrigger("death");

GetComponent<Collider>().enabled = false;

healthBar.gameObject.SetActive(false);

Sword.GetComponent<Collider>().enabled = false;

else

animator.SetTrigger("damage");
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JdomaToxk H

daiin IdleBeheviour BIIIIOB1Ia€ 3a CcTaH CIIOKIIO y BOpOra:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class IdleBeheviour : StateMachineBehaviour
{
private float timer;
private Transform player;
private float chaseRange = 10;
override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{
timer = 0;
player = GameObject.FindGameObjectWithTag("'Player").transform;
}
override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
{
timer += Time.deltaTime;
if (timer > 5)
{
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animator.SetBool("IsPatrolling”, true);

float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance < chaseRange)

animator.SetBool("IsChasing"”, true);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)
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dain

using System.Collections;

PatrolBeheviour

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Al,

BIJIIIOB1a€ 3a CcTaH

public class PatrolBeheviour : StateMachineBehaviour

private float timer;

private List<Transform> points = new List<Transform>();

private NavMeshAgent agent;

private Transform player;

private float chaseRange = 10;

Jomarok 11

[MaTpyJIrOBaAHH:A:

override public void OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

timer = 0;

Transform pointsObj = GameObject.FindGameObjectWithTag(""Points").transform;
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foreach (Transform t in pointsObj)

points.Add(t);

agent = animator.GetComponent<NavMeshAgent>();

agent.SetDestination(points[0].position);

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

override public void OnStateUpdate(Animator animator, AnimatorStatelnfo statelnfo, int

layerindex)

if (agent.remainingDistance <= agent.stoppingDistance)

agent.SetDestination(points[Random.Range(0, points.Count)].position);

timer += Time.deltaTime;
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if (timer > 10)

animator.SetBool("IsPatrolling", false);

float distance = Vector3.Distance(animator.transform.position, player.position);

if (distance < chaseRange)

animator.SetBool("I1sChasing", true);

override public void OnStateExit(Animator animator, AnimatorStatelnfo statelnfo, int layerindex)

{

agent.SetDestination(agent.transform.position);
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dain

using System.Collections;

Currentltem

using System.Collections.Generic;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.EventSystems;

BIJIIIOB11a€

3a KOHHKPETHUM

public class Currentltem : MonoBehaviour, IPointerClickHandler, IDropHandler

[HidelnInspector]

public int index;

private GameObject inventoryObj;

private Inventory inventory;

// Start is called before the first frame update

void Start()

inventoryObj = GameObject.FindGameObjectWithTag("InvetoryManager");

inventory = inventoryObj.GetComponent<Inventory>();
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public void OnPointerClick(PointerEventData eventData)

if (eventData.button == PointerEventData.InputButton.Left)

if (inventory.item[index].customEvent != null)

inventory.item[index].customEvent.Invoke();

if (inventory.item[index].isRemoveble)

Remove();

if (eventData.button == PointerEventData.InputButton.Right)

if (inventory.item[index].isDropped)

Drop();

Remove();
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public void Remove()

if (inventory.item[index].id '=0)

{
if (inventory.item[index].countltem > 1)
{
inventory.item[index].countltem--;
}
else
{
inventory.item[index] = new Item();
}
inventory.Displayltems();
}
}

public void Drop()
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if (inventory.item[index].id '=0)

for (int i = 0; i < inventory.DataBase.transform.childCount; i++)

Item item = inventory.DataBase.transform.GetChild(i). GetComponent<ltem>();

if (item)

if (inventory.item[index].id == item.id)

GameObject droppedObj = Instantiate(item.gameObject);

droppedObj.transform.position = Camera.main.transform.position + Camera.main.transform.forward * 6;

public void OnDrop(PointerEventData eventData)

GameObject draggedObj = Drag.draggedObyj;

if (draggedObj == null)

{
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return;

Currentltem currentdraggeltem = draggedObj.GetComponent<Currentltem>();

if (currentdraggeltem !'=null)

Item currentltem = inventory.item[GetComponent<Currentltem>().index];

inventory.item[GetComponent<Currentltem>().index] = inventory.item[currentdraggeltem.index];

inventory.item[currentdraggeltem.index] = currentltem;

inventory.Displayltems();
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Honatok C

Daiin Drag BIJINTO/TIBAE MEPETATYBAHHS

using System.Collections;

using System.Collections.Generic;

using TMPro;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.EventSystems;

using UnityEngine.Ul,

public class Drag : MonoBehaviour, IBeginDragHandler, IDragHandler,IEndDragHandler

public static GameObject draggedObj;

private Inventory inventory;

// Start is called before the first frame update

void Start()

inventory = GameObject.FindGameObjectWithTag("InvetoryManager").GetComponent<inventory>();

// Update is called once per frame

void Update()
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public void OnBeginDrag(PointerEventData eventData)

draggedObj = gameObject;

inventory.DragPrefab.SetActive(true);

inventory.DragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = false;

if (draggedObj.GetComponent<Currentitem>() != null)

int index = draggedObj.GetComponent<Currentltem>().index;

inventory.DragPrefab.GetComponent<image>().sprite = inventory.item[index].lcon;

if (inventory.item[index].countltem > 1)

inventory.DragPrefab.transform.GetChild(0).GetComponent<TMP_Text>().text

inventory.item[index].countltem.ToString();

else

inventory.DragPrefab.transform.GetChild(0).GetComponent<TMP_Text>().text = null;
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if (inventory.DragPrefab.GetComponent<limage>().sprite == null)

draggedObj = null;

inventory.DragPrefab.SetActive(false);

public void OnDrag(PointerEventData eventData)

inventory.DragPrefab.transform.position = Input.mousePaosition;

public void OnEndDrag(PointerEventData eventData)

if ('EventSystem.current.IsPointerOverGameObject())

draggedObj.GetComponent<Currentltem>().Drop();

draggedObj.GetComponent<Currentltem>().Remove();
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draggedObj = null;

inventory.DragPrefab.SetActive(false);

inventory.DragPrefab.GetComponent<CanvasGroup>().blocksRaycasts = true;
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Daiin Inventory

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.Ul,

public class Inventory : MonoBehaviour

[HidelnInspector]

public List<ltem> item;

public GameObject DataBase;

public GameObject cellContainer;

public KeyCode Showlnvenotry;

public KeyCode TakeButton;
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public GameObject Point;

[Header("Massage™)]

public GameObject MassageManager;

public GameObject Massage;

[Header("ToolType™)]

public float offsetX;

public float offsetY’;

public GameObject tool TypeObyj;

public Image icon;

public TMP_Text itemName;

public TMP_Text itemDescritprion;

[Header("Drag™)]

public GameObject DragPrefab;

// Start is called before the first frame update

void Start()

toolTypeObj.SetActive(false);
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item = new List<ltem>();

cellContainer.SetActive(false);

for (int i = 0; i < cellContainer.transform.childCount; i++)

for (int i = 0; i < cellContainer.transform.childCount; i++)

item.Add(new Item());

// Update is called once per frame

void Update()

Togglelnventory();

if (Input.GetKeyDown(TakeButton))

cellContainer.transform.GetChild(i). GetComponent<Currentltem>().index = i;

Ray ray = Camera.main.ViewportPointToRay(new Vector3(0.5f, 0.5f, 0.5f));
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RaycastHit hit;

if (Physics.Raycast(ray, out hit, 10f))

if (hit.collider.GetComponent<ltem>())

Addltem(hit.collider.GetComponent<Item>());

Item currentltem = hit.collider.GetComponent<ltem>();

Message(currentltem);

void Message(Item currentltem)

GameObject msgObj = Instantiate(Massage);

msgObj.transform.SetParent(MassageManager.transform);

Image msglmage = msgObj.transform.GetChild(0).GetComponent<image>();

msglmage.sprite = currentltem.lcon;

TMP_Text msgText = msgObj.transform.GetChild(1). GetComponent<TMP_Text>();
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msgText.text = currentltem.nameltem;

void Addltem(ltem currentltem)

if (currentltem.isStackable == true)

AddStackableltem(currentltem);

else

AddUnstakableltem(currentltem);

void AddUnstakableltem(ltem currrentltem)

for (inti=0; i <item.Count; i++)

if (item[i].id == 0)

{
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item[i] = currrentltem;

item[i].countltem = 1;

Displayltems();

Destroy(currrentltem.gameObject);

break;

void AddStackableltem(Item currentltem)

for (inti=0; i <item.Count; i++)

if (item[i].id == currentltem.id)

item[i].countltem++;

Displayltems();

Destroy(currentltem.gameObject);

return;

AddUnstakableltem(currentltem);
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void Togglelnventory()

if (Input.GetKeyDown(ShowInvenotry))

if (cellContainer.activeSelf)

cellContainer.SetActive(false);

Time.timeScale = 1;

Cursor.visible = false;

Point.SetActive(true);

else

cellContainer.SetActive(true);

Time.timeScale = 0;

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

Point.SetActive(false);

}
}
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public void Displayltems()

for (inti=0; i <item.Count; i++)

Transform cell = cellContainer.transform.GetChild((i));

Transform icon = cell.GetChild(0);

Transform count = icon.GetChild(0);

TMP_Text txt = count.GetComponent<TMP_Text>();

Image img = icon.GetComponent<Image>();

if (item[i].id 1= 0)

img.enabled = true;

img.sprite = item[i].lcon;

if (item[i].countltem > 1)

txt.text = item[i].countltem.ToString();

}
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else

txt.text = null;

else

img.enabled = false;

img.sprite = null;

txt.text = null;
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Jonarok Y

daiin Item BIIITOB1Ia€ 3a npeaMeTu y 1HBETapIO:

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

using UnityEngine.Events;

public class Item : MonoBehaviour

public string nameltem;
public int id;

public int countltem;

public bool isStackable;
[Multiline(5)]

public string descriptionltem;
public bool isRemoveble;
public bool isDropped;
public Sprite Icon;

public UnityEvent customEvent;
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®aiin ToolType BiamoBigae 3a BiioOpakeHHS 1T1/1KA30K:

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.EventSystems;

public class ToolType : MonoBehaviour ,IPointerEnterHandler, IPointerExitHandler

private Inventory inventory;

private void OnDisable()

inventory.tool TypeObj.SetActive(false);

// Start is called before the first frame update

void Start()

inventory = GameObject.FindGameObjectWithTag("InvetoryManager").GetComponent<inventory>();
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// Update is called once per frame

void Update()

inventory.tool TypeObj.transform.position

public void OnPointerEnter(PointerEventData eventData)

Currentltem currentltem = GetComponent<Currentltem>();

Item item = inventory.item[currentltem.index];

if (item.id 1= 0)

public void OnPointerExit(PointerEventData eventData)

inventory.tool TypeObj.SetActive(true);

Input.mousePosition.y + inventory.offsetY);

inventory.icon.sprite = item.lcon;

inventory.itemName.text = item.nameltem;

inventory.itemDescritprion.text = item.descriptionltem;

Vector2(Input.mousePosition.x +

inventory.offsetX,
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inventory.tool TypeObj.SetActive(false);
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