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PEDOEPAT

KBamnigixkariitna pobora BKIO4ae B cebe MPOIEC CTBOPEHHS KOMIT IOTEPHOI
rpadiky Ta CynpoBiJIHY NOSICHIOBAJIbHY 3anKCKy. OCTaHHS MICTUTh y cO01 BCTYI, TpU
PO31LTH, BACHOBKH, CIIICOK BUKOPUCTAHOT JIITEpaTypH Ta J0JaTOK. TeKCToOBa YacTHHA
BUKJIaJIeHa Ha 83 cTOpiHKax ApyKoBaHOro TekcTy. [loscHioBasibHa 3amucka mae 19
CTOPIHOK A0AaTKiB. CIMCOK BUKOPUCTAaHUX JKEPET MICTUTh 26 HalilMEHyBaHb 1 3aiiMae
3 cropinku. B po6oti HaBeneHo 77 pucyHKiB Ta 4 Tabnuii. 3araasHuil o0csar podoTu
— 102 cTopiHkH.

B nponeci BUKOHaHHs KBali(iKaliiHOT poOOTH OyJI0 CTBOPEHO IHTEPAKTUBHUI
3D cBiT g irpoBoro noaatky B xaHpi Roguelite. Byno peanizoBaHo crenianbHi
meinepu yepe3 Shader Graph, aunamiuni edextu 3 Bukopuctanasm Particle System
Ta MPOBEJICHO TECTyBaHHA rpy. Bukopucrani iHcTpyMeHTH BKIIFOUaroTh: Unity, Shader
Graph, Blender, Particle System ta Unity Profiler. Mera Oyna pgocsrayra:
po3po0IieHUI IrpOBUIl 10AAaTOK BIJAINOBIAA€ BCTAHOBJIEHWM BHMOTaM, Ma€ BHCOKY
AKICTb Tpaiku Ta CTaOIbHY IPOYKTUBHICTb.

KmouoBi cmosa: UNITY, IT'POBUM JOJATOK, IIPOTPAMHE
3ABE3IIEYEHHSA, PE®EPEHCH, LEVEL, DESIGN, 3D, TEXTURE,
ROUGELITE, PBR, SHADER GRAPH, NODES, PARTICLE SYSTEM.,
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ABSTRACT

The qualification work includes the process of creating computer graphics and

an accompanying explanatory note. The latter contains an introduction, three sections,

conclusions, a list of references, and an appendix. The textual part is presented on 83

pages of printed text. The explanatory note consists of 19 pages of appendices. The list

of used sources includes 26 titles and occupies 3 pages. The work includes 77 figures

and 4 tables. The total volume of the work is 102 pages.

During the qualification work, an interactive 3D world was created for a game

application in the Roguelite genre. Special shaders were implemented using Shader

Graph, dynamic effects were created using Particle System, and the game was tested.

The tools used include Unity, Shader Graph, Blender, Particle System, and Unity

Profiler. The goal was achieved: the developed game application meets the established

requirements, has high-quality graphics, and stable performance.
Keywords: UNITY, GAME APPLICATION, SOFTWARE, REFERENCES,
LEVEL, DESIGN, 3D, TEXTURE, ROUGELITE, PBR, SHADER GRAPH, NODES,
PARTICLE SYSTEM.
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[TEPEJIIK YMOBHHX CKOPOYEHD

[Tporpamue 3a0e3nedeHHS

(UV mapping) KoopaunaTHa cucteMa, sika BUKOPHCTOBYETHCS B
KOMIT'FOTEpHIH rpadimi 1y TekcTypyBanusa 3D mozeneit.

Bun xomn'torepHoi rpadiku, ska BHUKOPHUCTOBYE TPHUBHMIpHI
MOJIE1 JUTSI CTBOPEHHS 300paKeHb, 110 MAIOTh MIHOWHY, IAPUHY
Ta BUCOTY

(Red, Green, Blue) xomipHa Mo/eIb, 110 BUKOPUCTOBYETHCS IS
NPEJICTABICHHS Ta BiJIOOpaXEHHS KOJBOPIB Yy EJICKTPOHHHUX
MIPUCTPOSIX.

(Unified Modeling Language) — 1ue yHidikoBaHa MoOBa
MOJIETIOBaHHS, IKa BUKOPUCTOBYETHCS JIJIs Bi3yamizailil
(Physically Based Rendering) metinepu B Unity n03BOJISIOTH
CTBOPIOBATH PEaICTUYHI MaTepiaiu 3a JIOMOMOTOI0 Bi3yallbHUX

IHCTPYMEHTIB.
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BCTVII

AKTyajbHicTh Temu. Roguelite - me »xaHp Bigeoirop, SKWii Mae I[iKaBe
MOXOJKEHHS Ta icTOpito po3BUTKY. Ha3pa >xanpy moxoauts Bix irpu «Roguey, sika
Oyna Bumymena y 1980 pomi. OpurinansHa rpa «Rogue» Mana JOCUTh CKIJIaJHI
IpaBuiia Ta OCOOIMBOCTI, TaKi SIK BUMIAQJKOBO T€HEPOBaH1 PiBHI, HEMPOCTI 3aBAaHH Ta
HA/I3BUYAITHO BUCOKUI pIBE€Hb BUNPOOYBaHb JIJIsl TPABIIiB.

Le#t »xaHp HEe MPOCTO MPOIMOHYE TPABISIM HOBI BUKJIMKU KOXHOTO pasy, a i
CTBOpIOE HemepeadadyyBaHM ITPOBUN JOCBIM, /1€ KOXKHE MPOXOKEHHSI MPUHOCUTH
HOBI CIOJKETHI JIHIi, BpariB Ta cuTyarlii. ['paBiii mMocTiiHO 3MyIIIeHI aAanTyBaTUCS 10
3MiH, 110 3a0e3Ieuy€e BeIMKUI piBEHb I[IKABOCTI Ta JOBIOTPUBAIOrO IHTEPECY J10 TPH.

3a ocranHi poku xaHp «Roguelite» 3100yB MUPOKY MOMYJSIPHICTH 3aBISKH
CBOIM YHIKaJIbHUM OCOOJIMBOCTSIM Ta MOXJIMBOCTSIM, SIKI BiH IPOINOHY€ rpaBusMm. Llei
XKaHp TMO€AHYe B cOOl €JIEeMEHTH BHIAJKOBOI T'€HEpalii pIBHIB, CTPATEri4HOIO
IUTaHYBaHHS Ta MOCTIMHUX BUKIIMKIB Yepe3 CMEPTI epcoHaxa. BiH Tako CTUMYJTIOE
PO3pOOHUKIB 70 IHHOBAIIM B TeMIn3aiiHl, COPUSIIOYN BUHUKHEHHIO HOBUX ITPOBUX
MEXaHIK Ta 17IeH.

¥ Roguelites rpaBiii MOXKyTb 30€piraTu 4aCTUHY CBOTO MPOTPeCy a0 NOCATHEHD
MDK TedMIUIESMH, 110 POOUTH TPy MEHII BHUIIAJKOBOIO Ta JIO3BOJISIE IMOCTYIIOBO
PO3BUBATH CBOTO MEPCOHAXKA.

Opniero 3 KJIIOYOBUX  ocoOnmBocTei  PoramukiB €  1XHS — BelWKa
MepeirpoByBaHICTh. ['paBili MOBEPTAIOTHCS 1O IIUX 1rOp 3HOBY Ta 3HOBY, OCKUIBKU
KOKHA HOBA CITpo0a J1a€ MOXKIJIMBICTh BUBYMUTH HOBI CTpATET1i, BIKPUTH HOBI 00J1aCTI
IpU Ta MOKPAIIUTU CBOI HaBMYKHU. Ll moctiiiHa auHamika poOuTh Poramuku mysxe
3aXOIUTIOIOYMMU Ta IPUBAOJIMBUMHU JJIs1 LIMPOKOI ayAUTOPIi TPaBIIiB.

Roguelites BBaxkaroThCss OMHUMHU 3 HAHOUIBII IHHOBALIMHUAX Ta 3aXOIUIFOIOYHX
YaHPIB, 110 MPOJOBXKYIOTh MPUBEPTATH YBAary sIK JOCBIIYEHUX TeiiMepiB, TaK 1
HOBAUKIB. iXHS aKTyaJIbHICTh TOJISITA€ B HA/I3BUYalHIA THYYKOCTI Ta KPEaTUBHOCTI,
Ky BOHU JIO3BOJISIFOTH PO3POOHUKAM BTUIUTH Y TPi, @ TAKOXK Y MOKJIIMBOCTI CTBOPEHHSI

HerependayyBaHUX Ta 3aXOIUTIOIYUX ITPOBUX JOCBIIB JIJIs TPaBIIIB.

A. O. TVPJIIH Apk.
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Croronni xanp «Roguelite» nponorkye po3BUBaTUCS Ta EKCIIEPUMEHTYBATH 3
HOBUMH 1IeIMU Ta M€XaHiKaMH. BiH cTaB OJTHUM 13 CUMBOJIIB TBOPYOCTI Ta IHHOBALIIH
B IHAyCTpii BiJ€OIrop, HAJAIOYM TPABISIM MOKJIHMBICTh HACOJOKYBATUCS
Hernepea0ayyBaHUM Ta 3aXOILTIOI0YUM ITPOBUM JOCBIIOM.

OTxe, aKTyaJbHICTh TPHU MOJIATAE B 1i 3MaTHOCTI 3a0e3MeuyBaTH yHIKAIbHUIA,
HenependauyyBaHU IrpOBHI  JOCBIA 3 BHCOKHM pIBHEM IMOBTOPHOI TpH Ta
CTUMYJIIOBATH 1HHOBAIII1 B redM IU3aiiHI.

Mertoro kBajidikaniiinoi po6oTH € cTBOpeHHs iHTepakTUBHOTO 3D cBiTY 1yIs
irpoBoro 3acrocynky "Forbidden Forest".

O0’€KkTOM JOCHIIXKEHHSI € BHUKOPHCTAHHS TEXHOJIOTIH JUIi CTBOPEHHS
iHTepaktuBHOrOo 3D cBity "Forbidden Forest" nns momanemoro BUKOPUCTaHHS B
Bijieorpi.

IIpeamerom gocaixkeHHs € po3poOKa IHTEpaKTUBHOTO 3D CBITY JIJIs iIrpOBOTO
3actocynky "Forbidden Forest” 3 Buxopucranusm pymis UNITY, a Ttakox
nanamryBanas Particle Effect ta Shader Graph st mocsirHeHHS TOTPiOHUX

BI3yaJIbHUX €(EKTIB y Ipi.

A. O. TVPJIIH Apk.
0. B. KV3bMEHKO KH.KP.b - 122 — 24 — 113 3
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PO31J 1. AHAJII3 ITPOBJIEMATHUKHA, METOIIB TA 3ACOBIB
BUPIINEHHA 3AJAYI

1.1 IHocTanoBKAa 3axa4i

Meror kBaniikaiiitHoi poOOTH € CTBOpEHHS 1HTepakTHUBHOTO 3D CBITY 115
irpoBoro 3actocyHky "Forbidden Forest".

OCHOBHOIO METOIO0 PO3POOKH € CTBOPEHHS 3aXOIUTIOIOYOTO 1 IMMEPCHBHOTO
IrpOBOTO JIOCBIY JJIs TPABIIIB, KU BIJIOBIIa€ KOHIICMIllT Ta OCOOJIMBOCTSM KaHPY
Roguelite

OCHOBHI acneKTH, sIKi BKJIIOYAIOTHCS Yy CTBOPEHHS JIOKAIl JJIsi TPU B KaHPI
Roguelite, BKITIO4arOTh:

1. IIpouenypna renepariisi: gokauii B Roguelite rpi MoxyTh OyTH TeHEpOBaHI
IPOIICAYPHO, IO J03BOJISE CTBOPIOBATH YHIKAJIBbHI Ta HemependadyBaHi
00'ekTH, TaHAMIAPTH Ta MIITXH KOXKHOTO pasy, KOJIH rpaBellb MOYHMHAE HOBY
rpy.

2. Pi3HOMaHITHICTh: BaXJIMBO 3a0€3MEUUTH PI3HOMAHITHICTH JIOKAIIIM, TAKUX K
JiCU, TOpPHU, PIYKH, TOJS TOIIO, IO CTBOPIOE PI3ZHOMAHITHI 30HU ISt
TOCITIDKCHHS TPABISIMH.

3. Enementu manamadTy: CTBOpEHHS pi3HUX €IEMEHTIB JaHAMAPTy, TAKUX SIK
pIUKH, 03epa, KaMiHHsS, MOCTH TOIIO, IO JOJa€ TIUOMHY Ta peali3M 10
ITpOBO1 30HMU.

4. PosminieHHs 00'€KTiB: pO3MilleHHs 00'€KTIB, sIKi CTBOPIOIOTh atMocdepy Ta
HACTPI JIOKaIlii, TAKKX SIK JIepeBa, KyIIli, IEKOPATUBHI 00'€KTH, MOKE 3HAYHO
1IBHUIIMTH IMMEPCIIO TPaBIIiB.

5. Jlorika Ta MexaHika JOKamid: peani3alis JIOTIKM Ta MeXaHIKd poOOTH
JIOKAIIH, TaKuX SIK CHeIiajibHI Mojii, B3aEMOIs 3 00'€KTaMH, MOKJIIUBICTh
3MiHM JaHamadTy i BIUIMBOM IPABIS TOLIO.

6. ATmocdepHa iMMepcis: CTBOPESHHS JETaJIbHOIO Ta PEaJiCTUYHOIO OTOYSHHS,
10 JOMOMAarae rpaBUEBl BIUYTUCS YaCTUHOIO TPU 1 TOTPY3UTUCSA B CBIT.

/. HapaTuBHI eneMEeHTH: IHTErpailisi HapaTUBHHUX €JEMEHTIB y JIOKalli, SKi

JIOTIOMAararoTh PO3KPUTHU 1CTOPir0 Ta GOHOBI MOIT y Tpi.

A. O. TYPJIIH Apk.
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Y pamkax kBamiikamiiiHoi poOOTH TependadyaeTbCsi CTBOPEHHS ITPOBOTO

3actycuHky "Forbidden Forest", siki BKIIOUaTUMYTh IIUPOKUNA CIIEKTP €JIEMEHTIB IS
CTBOPEHHS 3aXOILTIOI0OYOTO IMMEPCHBHOIO 1IrpoBOro JocBimy. Jljis OCSTHEHHs

MOCTaBJICHOI 3a1a4l MOTPIOHO BUKOHATH TaKi €Tary po3poOKHu:

1. Amnaii3 Ta UIaHyBaHHS:

a.

b.

Posrnspganns kownmemnii Ta imei IS JIOKamii, BKIIOYAOYA TEMATHKY,
00'€KTH, CTPYKTYPY Ta HApaTUBHI €JIEMEHTH.

Po3pobutn netanpHui miIaH pO3pOOKH, BU3HAUMBIIU KPOKH, TEPMIHU
BUKOHAHHS Ta PECypCcH, HEOOXiJHI JJi1 KOXXHOro eramy. Po3poOka

CHUCTEMH PIBHIB JIeTasi3allii.

2. JlocmimKeHHS Ta KOHICTTyasIi3amis:
a. IIpoBecTtu mociKEHHS CTHJIBOBUX Ta TEMATHYHHUX ACTIEKTIB JJIs iIrpOBO1
JIOKAIlii.
b. 3maiitu pedepeHcH, KOHICHT-apTH, CKETYl Ta CXEMH IJIs Bi3yauizamii
TU3aiiHy JIOKAITii.
3. MopnemntoBaHHS Ta TEKCTypYyBaHHS:
a. Crtoputu 3D mogmeni s 00'€eKTIB Ta €JIEMEHTIB JoKamii (aepesa,
CTEXKH, Oy I1BJI1 TOIIIO).
b. JlomaBaHHS TEKCTyp Ta MaTepiamiB JJIs KOKHOI MOJCII, 100 HagaTH M
peaiCTUYHUMA BUTIISI.
4. OcsitiieHHs Ta aTMocdepa:
a. HanamryBaHHS OCBITJICHHSI, BpaXOBYIOUM 4ac JOOH, MOTOJHI YMOBHU Ta
aTMocdepy JoKarri.
b. JlomaBaHHs eekTiB, Taki K TyMaH, CBITJIa, TIHEH Ta 1HIIN aTMOCQEpHI
CJICMEHTH.
5. Jeramizaliis Ta 104aTKOB1 €peKTH:
a. JlomaBaHHs nerajiel, Taki SK pOCIMHHU, KaMEH1, BOJa, TpaBa TOIIO, JJIA
30aradeHHs 00'eMy JIOKaIIii.
b. CrBopenns meiaepiB aHiMallii Ta B3aEMOIiI0Y1 €JICMEHTH, SKIi ITiIBUIIAThH
IMMepCito TpaBIls (PyXJIMBI JIUCTS, PyX BOAM TOIIIO).
A. O. TVPJIIH Apk.
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6. TectryBaHHs Ta ONTHUMI3aLIIS:
a. IlpoBectu TecTyBaHHS JIOKaIlii HA PI3HUX MPUCTPOSX.
b. OnruMizaris Jokarii 1 3a0e3meueHHs IUIaBHOI Ta CTalblIbHOI poOoTH
TpH.
7. Binmmagka Ta 3aBepIieHHS
a. BumpasieHHs MOMHJIOK Ta HEJOJIKIB, BUSIBJICHI ITi]] 4aC TECTYBaHHSI.

b. 3aBepiieHHs po3poOKH JIOKAIIIT Ta MiArOTOBKA 11 JJIsi BUKOPUCTAHHS Y TPi.

1.2. AHajii3 HasiBHOIO TMPOrpamMHOro 3a0e3NedYeHHs] 3a TeMATHKOIO
kBaJgidikaniitHol podoTm.

Jns  anamizy Oyno oOpaHO JEKUIbKa Irop 31 CXOXHUM TEHMIUICEM Ta
Bi3yalli3alli€ro.

«City of Brass» [1] - e nmpuro HUIIbKA I'pa 3 BIIKPUTHM CBITOM, SIKa TIOETHYE B
co0i ememenTn roguelike ta posmmproBaHoro »xaHpy. I'pa po3poOieHa cTyiero
Uppercut Games 1 sunymiena y 2018 porii.

["o510BHI 0COOJMBOCTI TPU BKIIFOYAIOTh BEJIMKI JIOKAIlli, BUIAJKOBO T€HEPOBaH1
piBHI, OOMOBY CHCTEMY 3 PI3HOMAHITHHUMH 30pOSIMA Ta MariyHMMHU HaBHYKAMH,
aTMocepHuil TpadiuHUl OW3ailH 1 BUCOKMI pPIBEHb IMHaMIKM y reimiuiei. ['pa

oTpuMaja TO3UTHBHI BIATYKH 3a CBIM relmIuieil, au3ailH Ta atMocdepy, 1 BOHa

BBAKAETHCSI OJIHIEIO 3 [IKABUX MPEJICTaBHUIIL CBOTO XkaHpy (puc.1.1).

Cﬂi f} B rq,s—s

Pucynok 1.1 — 3acraBka rpu «City of Brass»

A. O. TYPIIIH Apk.
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I'pa «City of Brass»: BukopucroBye ctuitizoBany 3D rpadiky 3 neranizoBaHUMH

o0'eKTaMM Ta apXITEKTypOl, IO CTBOPIOE BPAXKAUMK BIIKPUTHH CBIT IS

nocnimkennsa. KomipHa manmiTpa BHKOPHUCTOBYETHCS [JIsi CTBOPEHHsSI aTtMocdepu

MICTHYHOCTI Ta TAEMHHUYOCTI.

Tabmuus 1.1

KirouoBi aciektu au3aiiny rpu «City of Brassy

[TapameTp

[lepeBaru

Henomikn

Jln3aiiH JToKaIii

Jlokamii B rpi «City of Brass»
BPAXKaKOTh CBOIM CTHUJIEM, SIKHAU
MOENTHYE CJIEMEHTH
(baHTacCTUYHOTO MicCTa,
MyCTEIbHUX MICTEUOK, MarldHUX
neyep Ta Ka3KOBUX JaHIIa(TiB.
KoskHa nokariisi Ma€e yHIKQJIbHUN
JA3alH 1 apXITEKTypHI1
0COOJIMBOCTI, 3a0€3Meuyouu rpi
IJIMOMHY Ta PI3HOMAHITHICTb

J1s1 nesikux rpaBliiB MOXKe
BUSIBUTHCS, 1110 J€TalI3alls
rpadiky HEe Ha TOMY PiBHI, Ha
SKOMY BOHHU OY1KYBaJIH,
0COOJIMBO y TIOPIBHSHHI 3
IHIIMMU CyYaCHUMU ITPAMH.

Jeramnizaris

['pa Bpaxkae CBO€IO IeTalli3alll€r0
SK Y BEIUKUX CTPYKTypax, TakK i
y napioHux geransx. KoxxeH
CJIEMEHT, BIJI TEKCTypOBaHUX
CTIH /0 JEKoparliii, Jormomarae
MOTJIMOUTH IMEPCII0 Ta CTBOPUTH
peaTiCTUYHUN CBIT.

Jeski rpaBiil MOXYThb
BI/IYYTH, IO PIBEHb
netanizaiii rpagiku He
BIJIMOBIa€ Cy4YaCHUM
CTaHAapTaM, 0COOIMBO
MOPIBHSHO 3 THIIMMH ITPaMHU.

Atmocdepa

Crunps rpadiku B rpi "City of
Brass" BiaTBOproe armocdepy
MAariqHoro CBITY, 1€ KOKEH KyTOK
MO’KE€ TIPUXOBYBAaTH TAEMHMIII Ta
HeOe3MeKu.

Xo4a apTCTUIIb MOXKE OyTH
YapiBHUM JJis 0aratbox,
JIesIK1 TPaBIll MOXYTh HE
BIIUyBaTH MOTO BIJMIOBITHUM
CBOIM Boo0aHHSIM a0
CTaHJapTaM.

PizHOMAaHITHICTH
JIOKAIi

Binx BEJIMKHUX MICT bi (o)
3aHen0aHUX TMeuep, BiJl MMaJIaliB
10 TAEMHUYNAX TAEMHHUIIB JICIB -
"City of Brass" mnpomnonye
ITUPOKHUH CIIEKTP PI3HOMAHITHUX
JIOKAIlii, KOJKHA 3 IKUX Ma€ CBOi
VHIKaJIbHI ~ OCOOJNIMBOCTI  Ta
BHUKJIMKH JUISI TPABIIA.

Benuka KiIbKiCTh Pi13HHX
JIOKAIliX Ta apXITeKTYPHUX
CTHJTIB MOYKE TIPU3BOJIUTH JIO
HEOJHOPITHOCTI B
rpadivHOMY BUKOHAHHI Ta
CTHJTICTHIII, IIIO BIJIMBAE Ha
€IHICTH TPH.

A. O. TYPJIIH

O. B. KY3bMEHKO

3mn. | Apk. Ne dokym.

Hionuc | Hama
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I'pa "City of Brass" Mae 6arato CuJIbHUX CTOPIH y CBOEMY JM3aiHI, 0COOIMBO
10 CTOCYEThCS TU3alHY JIOKaIliH, AeTaizaiii Ta atMmocdepu. Bpaxaroui jokariii, ki
MOETHYIOTh €JIEMEHTH (DAHTACTHYHOTO MiCTa, MyCTEIIbHUX MICTEUOK, MAari4HHUX TeYep
Ta Ka3KoBUX JlaHImadTiB, 3a0e3MeuyoTh I'pl IITMOMHY Ta pi3HOMaHITHICTh. KoxHa
JIOKAIlis Ma€ YHIKaTbHUN 1OHU3aiiH 1 apXiTEeKTypHI OCOOJWBOCTI, IO CTBOPIOE

3aXOIUTIOIOYNN IMEPCUBHUM JTocB1a (puc.1.2).

Pucynok 1.2 — ®parment rpu «City of Brassy, npukian au3aiiny jgokaiii
[IpoOneMu MOXYTh BIUIMHYTH Ha CIPUUHATTA T'PU JESIKUMHU TPABISIMHU, ajie
BPaxOBYIOUH 3arajibHy MO3UTHUBHY OLIHKY I'pPHU 1 BUCOKHI pIBEHb 3aJ0BOJIEHHS BiJl
reiimiuiero, 6arato rpasiiB 3HaxoaiaTh y "City of Brass" BenuKky IIHHICTh Y BUTJISII
3aXOIUIIOI0YOT0 Ta BHIIYKAHOTO MPUTOJHULBKOrO JOCBiLy. ['padiuni Hemomiku

MOXYTh OyTH BUITpaBJIeHI a00 MOKpaIEH1 3a 10IMOMOI0K0 OHOBJIEHB Ta MAaTYiB.

BaxxnmBo TakoX BpaxoOBYBaTH, L0 Pi3HI rpaBlil MarOTh Pi3HI OYiKyBaHHS BIJ
rpadikd Ta CTWIIO TpH, TOMY YacTUHA KPUTUKH MOXKe OyTH CyO0'€KTHBHOIO.
HesBaxkarouu Ha 111 nmpo6siemu, rpa "City of Brass" 3anumaeTbcsi HOMyJIIpHOIO cepe
IPaBLiB 3aBJISKU CBOEMY YHIKaJIbHOMY JH3aiiHy, aTMocdepl Ta pi3HOMaHITHOCTI
JIOKAITi}.

VY uinomy, "City of Brass" npornoHye O0araTuii i 3aXOILTIOIOUNI IFPOBUI JOCBI
3 YHIKaQJIbHUM BI3yaJIbHUM CTUJIEM 1 PI3HOMAHITHUMU JIOKAITISIMH, aJIe Tpa TAKOXK Mae
MEBHI aCMeKTH, SAKi MOXXYTh BUMaraTv BIOCKOHAJICHHS JJIsi 33/I0BOJICHHSI OYiKyBaHb

HIUPILIOT Ay IUTOPII.

A. O. TVPJIIH Apk.
0. B. KV3bMEHKO KH.KP.b - 122 — 24 — 113 13
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Pucynok 1.3 — 3acraBka rpu «Borderlandsy

«Borderlands» [2] - me cepis HaykoBO-(paHTACTHYHUX IMYTEPiB BiJl TPETHOI

oco0u 3 elleMeHTaMH POJIbOBOI I'pH, po3pobiieHa kommaniero Gearbox Software i

BUITyITIICHa BimoMuM BuAaBHUITBOM 2K Games. ['oioBHI acmekTd Iii€i cepii, ski

OyIyTh aHaJi30BaHl 32 TEMAaTHKOIO KBaji(iKaliitHOT poOOTH, BKIIOUAOTh TeUMILIEH,

Bi3yaJIbHy €CTETHKY Ta OCOOJIMBOCTI MeXaHiku rpH (puc.1.3).

"Borderlands" posropraetscsi B majekoMy MailOyTHROMY Ha IIaHETaX, SKi

CTIM KEPTBAMH MICISMNOCTANOKATINTAYHUX MOoAIN. ['oloBHUN ymop B CIOXKETI

pOOUTHCA HA MONTYyKax CKapOiB, sIK1 JIEXkKAaTh MO BCIM rajJakTHIl, a TAKOXK Ha OOPOTHO1 3

PI3HOMaHITHUMH BOPOTaMH Ta HEOE3MEUHUMH YIPYTOBAaHHSIMHU.

Tabmni 1

KirouoBi acniektu auzaitny rpu «Borderlandsy

2

[Tapamerp

[IepeBaru

Henomniku

ITyynnit
KOMIKCHUI CTUJIb

OmuuM 13 HaWBHU3HAYHIIINX
eneMeHTiB  rpadiku € i
KOMIKCHUH CTHWJIb, SIKUM HaJae
Ipl yHIKaJbHUW BUIIIAA. Benuki
KOHTYpU, HACHYEHI KOJBOPH Ta
qiTKa JIHIsSA CTBOPIOIOTh
BPaXKCHHS, H10U rpaBelb
nepeOyBae y )KUBOMY KOMIKCI.

OcCkUJIbKM OpHTiHAJIbHA Tpa
«Borderlandsy» Oyna
Bunymena y 2009 pomi, a
rpadivHi CTaHIAPTU IIBUAKO
3MIHIOIOTBCSI, JIeSIKI T'paBlii
MOXYTh BBaXatu rpadiky
3acTapiioro  ab0  MEHII
e(eKTHOI  MOPIBHAHO 3
HOBIIITUMU ITPAMH.

A. O. TYPJIIH

O. B. KY3bMEHKO

3mn.

Apk. Ne dokym.

Hionuc | Hama
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[Tponorxenus Tabmuis 1.2

Jleram3aris

['pa Bpakae CBO€IO JIeTalli3alli€r0
SK Y BEIIMKHX CTPYKTypax, TakK i
y napioHux geransx. KoxkeH
CIEMCHT, BiJI TEKCTYpPOBaHHUX
CTIH /0 JEKoparlliii, Jormomarae
NOrJIOUTH IMEPCII0 Ta CTBOPUTHU
PEATICTUYHUN CBIT.

HesBakatoun Ha Te, IO Tpa
Ma€ CBiM YHIKaJbHUU CTUJIb,

JIESKUM  TpaBIsIM  MOXKE
31aTucH, 110 Opakye
neramisarii y TEIKUX
o0J1acTax, 0CO00JIMBO
MTOPIBHSHO 3 i3

CYYaCHHMH ITPAMHU.

VHIKaJIbHUHA apT-
CTUJIb

«Borderlands»  Bimpi3HsA€TbCS
CBOEPIAHUM XYJTOXKHIM CTHIIEM,
AKAA  KOMOIHy€e  €JIeMEHTHU
KOMIKCIB 3 SACKpaBUMU
KOJIbOpaMH Ta YITKUMHU
oOpucaMud  MEpPCOHAXIB  Ta
o0'extiB. lleit apr-cTuib craB
BU3HAUYHUM JUIsL cepii 1 poOUTH
Ipy BIAPI3HSAIOYOIO CEpeJl 1HIIUX
HIyTepiB

Hesiki rpaBIi MOXYTh HE
OLIIHUTH CTHJII30BaHy
rpadiky Ta BiIIaTu MepeBary
peaTiCTUYHIIIHI rpadiri.
ApT-CTHIIb  MOXE  TaKOX
oOMeXyBaTH ayJUuTOpiIO TPH,
OCKUIBKM HE€ BCIM TpaBIsIM
MoI00al0ThCs TakKl XyHd0XKHI
pILIEHHS.

ImepcuBHU CBIT

I'pa nporonye rpaBusiM BEJIUKUAN
Ta JIETAJILHO OIpaIlbOBaHUMN CBIT
TUTST JOCIILKEHHS. Koxna
JIOKaIist HacU4YeHa
aTMOC(EpHUMHU JETalsIMU, IO
JIOTIOMAara€ 3aHypuUTH TPaBLIB y
rpy. Bigkputuii cBIT [103BOJISIE

BUIBHO JTOCHIKYBaTH,
BUKOHYBAaTH 3aBIaHHS Ta
B3a€EMOJIATH 3 OTOYCHHSM, IO
CTBOPIOE BITUYTTH

PEaliCTUYHOCTI Ta TITHOMHHU.

Benuuesnuii  cBIT  MOXe
BUKJIMKATH y JIEIKUX TPaBLiB
BIIUYTTS [E€PEBAHTAKEHOCTI
Ta  po3ryOJeHoCTi  uepes
BEJIMK KUIBKICTh KOHTEHTY Ta
3aBIaHb. Kpim TOTO,
MOJKJIMBO, IO JI€AKl YaCTUHU

CBITY MOXYTh  3/1aBaTUCS
MyCTHUMHU abo
HEJIONPAIbOBAHUMHU B

MOPIBHSHHI 3 1HIIIUMHU.

ExcrpecuBnicts | [lepconaxi y rpi MaroTh sckpasi | CTumizoBaHa  MiMika  Ta
MEPCOHAXKIB Ta BHUpa3Hi  oOIWYYs, IO | )KECTH MIEPCOHAXKIB
JOoTIOMara€  MiACWINTH  1XHIO | BUITISIAIOTh HAJTO
IHAUBITYAJIbHICTh Ta XapakTep. | KApUKATypHO abo
BoHn BUIIISma0Th XKUBHMH Ta | HepeanmicTudHo. KpiMm ToTO,
3anaM'siTOBYI0ThCS 3aBISKM | TAKUM IMIAX1A  MOXKE  HE
CBOEMY JIA3aAUHY 3aBOAKH | BIAIIOBIIaTH 3arajbHOMY
pETEIBHOMY OTIPAIFOBAHHIO | TOHY T'PH JIJISl TUX, XTO BiJa€e
MIMIKH Ta KECTIB. nepeBary OLTbII Cepilo3HUM
Ta peaTiCTUIHUM
MIEPCOHAYKAM.
A. 0. TYPJIII Apk.

O. B. KY3bMEHKO

3mn.

Apk. Ne dokym.

Hionuc | Hama
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[Tponorxenus Tabmuis 1.2

PiBH1 [Iponienypro reneposadi | [Iponienypna  renepartis
piBHI, 10 3a0e3nedye | MOXKe  TMPU3BECTH 10
YHIKaJIbHUN JIOCBIJT | HEPIBHOMIPHOTO  SIKOCTI
KOXHOTO pa3y IMpH Tpi. piBHIB 1  BiACYTHOCTI
HAJIX)KHOTO OanaHcy.

Temartuka nokarii Pi3zHOMaHITHICTE TEMATHUK | MOXKIIMBICTh 31TKHEHHS 3
1 CTHUIIB JIOKAI[IH, B1JI MICT | HECIIOA1BAHUMU abo
(GyTYPUCTUYHOTO CTHIIIO | HECYMICHIMH TeMaTHKaMHU
110 3aHeA0aHUX |y JIOKAIlsAX, IO MOXKe
NyCTeIbHUX  MICTEUOK, | HOPYILIUTH €IHICTH IpU 200
CTBOPIOIOTh  YHIKAQJIbHY | aTMOCheEpY.

atMochepy Ta TIHOMHY
CBITY.

B "Borderlands" rpagiii BifirparoTh poib MUCIHUBIIB 32 CKapOaMH, sIKi IIyKaIOTh

JereHaapHi ckapOu, 110 MPUXOBAHI HAa PI3HUX IJIaHETaX. Y CBOIX MPUrojax BOHU
3IITOBXYIOTHCS 3 YUCICHHUMH BOPOTaMH, BKIIOUAalOYM OaHJIUTIB, MyTaHTIB, pOOOTIB

Ta IHIIUX HeOe3neyHux cyTHoctel (puc.1.4).

SURDERLAND:

BAME OF T

Pucynox 1.4 - Yaikansuuii apt-ctuiib Tpu «Borderlands»
3aranom, I'pa «Borderlands» Bpa3uiia cBIT CBOIM YyHIKaJbHUM KOMIKCHUM
CTHJIEM, TJIMOOKMMH TIEPCOHAXKaMU Ta BIJIKPUTUM CBITOM JJIsS JTOCIIKEHHS. Ii
JTUHAMIYHUN TEHMIUICH, IMMPOKUN apceHa 30poi Ta IHTPUTYIOUUN CIOKET 3pO0OnH ii
MONYJISIPHOIO cepel TpaBIliB mryTepiB 3 eneMeHTamMmu RPG. I'pa Takox BHUpI3HAETHCS
CBOEI0 KOOTMEPATUBHOIO MYJBTUIUICEPHOID MEXAHIKOI, IO JO03BOJISIE TPABISIM

00'enHyBaTUCS ISl TTPOXOKEHHS MICii 1 00pOTHOU 3 BOporaMu. 3aBIISIKU CBOEMY

A. O. TVPJIIH Apx.
0. B. KV3bMEHKO KH.KP.b - 122 — 24 — 113 16
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HEMOBTOPHOMY TyMOpYy 1 He3a0yTHIM auxojisiMm, «Borderlands» crana kyiabToBOIO

KJIACHKOIO 1 BIUITMHYJIAa HA PO3BUTOK >KaHPY JTyTep-IIyTepiB.

Pucynoxk 1.5 — 3acraBka rpu «The Cycle»

«The Cycle» [3] - 1ie Bijeorpa y »aHpi IIyTepiB 3 BUJIOM BiJl TPeThOI 0COOH

(TPS) 3 enementamMu OaTi-posuly Ta BIAKPUTOTO CBITY. I'pa po3pobiieHa KOMIaHI€0

YAGER Development i Bunymena y gopmarti free-to-play (puc.1.5).

V¥ The Cycle rpaBui BupymaroTh Ha Bijjaineny ruianetry Fortuna III, ne Bonu

3MararoTeCss 3a PECyYypCH, BHUKOHYIOTH 3aBJdHHA Ta BHWHXHUBAKOTL Y BOPOKOMY

cepenoBuill. ['pa moegHye B coO1 €I€MEHTH IIIyTEpa, pOJIEBOI I'pU Ta CTPATErii, a TAKOXK

Ma€ YHIKaJIbHY CHUCTEMY TpH, J€ TpaBIll MOXYTb OOHMpaTH MIDX CIIBIOPAILCIO Ta

KOHKYPEHITI€I0 3 THITUMU YYaCHUKaMHU.

Tabmuusg 1.5
KitouoBi acniektu nuzaitny rpu « The Cycley

[TapameTp [lepeBaru Henoniku

BizyanbHa I'papika «The Cycle» wmae | Moxnusi BUMOTH 110

CTHITI3aLlis Bpa)karouy BI3yaJIbHY | BUCOKOIIPOTYKTUBHOIO
CTHJII3AIlIIO, sIKa MoeAHY€E | OONMaiHaAHHS VTS
HAyKOBO-(DaHTACTUYHI €JIEMEHTH | TTOBHOLIIHHOTO BIJATBOPEHHS
3 IETAJISIMU TIJIaHETHUX NeH3axiB | rpadiku. Brparu
Ta QyTypUCTUYHOI apXITEKTYpH. | aKTyaJbHOCTI  CTUJIIO Y
Le CTBOPIOE Bpa)XEHHS | MailOyTHbOMY, 110  MOXE
JUBOBIKHOTO CBITY, 110 Y€KA€ HAa | BIVIMHYTH Ha TPUBAOIUBICTH
JOCITIUKEHHS rpH.

A. O. TYPJIIH

O. B. KY3bMEHKO

3mn. | Apk. Ne dokym.

Hionuc | Hama
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[Tponorxenus Tabmuns 1

5

[HTEepakTUBHICTH JIOKAITIH

Jlokamii 'y rpi  «The
Cycle» wmaroTh BHCOKHI
pIBEHb 1HTEPAKTHUBHOCTI,
IO JIO3BOJISIE TPABIIM
B3aEMOIIATH 3
OTOYCHHSIM Ta
BUKOPUCTOBYBAaTH  MOTO
TUTSL MOCSTHEHHS IT1JICH.

[HTEpaKTUBHICTH MOKe
Oyth  OOMEXEHOI B
NeSKUX ~ JIOKAIifgX, IO
MOKE€ 3HH3UTH 3arajbHe
3aJI0BOJICHHS BiJ TPH.

Hagirariist Ta opieHTyBaHHS

Jn3aita JIOKaI[ii
JI03BOJISIE TPABIISIM JIETKO
Opi€HTYBaTHCS B
I'POBOMY CBITI 3aBJSKH
YITKAM Bi3yaJIbHUM
MiJKa3KkaM Ta 3py4YHOMY
1HTEepdeicy.

Hesixki  nokamii  MOXYTh
OyTH HaAATO CKIATHUMHU
JUIS HaBIramii, IO MOXKE
BUKJIMKATU (ppycTpaiiito y
IPaBIIB.

ATtmocdepa Ta 3aHypeHHS

Crtunb rpadiku Ta Tu3aiH
JIOKaIn CTBOPIOIOTH
rmboKy atMmocdepy, 110
3aHyplO€  TpaBls Yy
(dhaHTaCTUYHUH CBIT.

Jlesiki  TpaBlli  MOXYTh
BIIUyTH, M0 aTtMocdepa
Ip¥ HE BIJMOBIIAE TXHIM
OuiKyBaHHSIM  abo  He
HACTUIbKHU 3aXOILIIO0Ya.

JleTamizaliisa cepeoBHINa

v rpi Bpaxkaroua
JeTanizallisi CepeoBHINA,
BKJTFOYAI0YH

301bIIIeHHS 00CATY TAaHUX
Ta 4acy 3aBaHTAXKECHHS TPU
yepe3 BEJIUK  KIIBKICTh

Bpaxaroui crierieeKTH Ta
OIUHAMIYHE OCBITJIEHHS,

PI3HOMAaHITHICTh JIeTaJIei. MoXIHUBICTH
POCIIMHHOCTI, pPO3CItOBaHHS yBaru
TEXHOJIOT14HI CIIOPY/IU Ta | TPaBIIiB yepes
HEHUMOBIPHI ~ KPA€BUJU. | IEPEHACUYECHICTD
[le momae iIMMEPCUBHOCTI | ICTAJISIMU.
Ta peaTiCTUYHOCTI
TEeUMILIEIO

Edextu Ta ocBiTaeHHs I'pa BUKOPHUCTOBYE | X04a apTCTUIIb MOXKe OyTH

YapiBHUM IS 0arathox,
JesiKl TpaBIll MOXYTh HE

0 CTBOpPIOE arMmocdepy | BiAUyBaTH foro
3araJIkOBOCTI Ta | BIAIIOBIAHUM CBOIM
HalpyXeHHS B PI3HUX | BIIOJOOAHHSIM.
CIIEHaxX

A. O. TVPJIIH Apk.

O. B. KY3bMEHKO

3mn.

Apk.

Ne dokym.

ITionuc

Jlama
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I'pa «The Cycle» mae OGararo mepeBar, BKJIIOYAIOUM YHIKQJIbHY Bi3yalbHY
CTHJII3aIlil0, BHCOKY JIeTalli3allll0 CepeJOBHINa, Bpakaroul e()eKTH Ta OCBITICHHS,
peamicTuuHy (i3UKy Ta aHiMarlii, a TaKOX IHHOBAIlIMHI TeHMITJICHHI MEXaHIKH Ta
corriaiabH1 B3aeMoii. OcoOJMBO CII1J] BIA3HAYUTH TU3AMH JOKaIlK, SKUH BUPI3HIETHCS
CBO€IO PI3HOMAHITHICTIO Ta IHTEPAKTUBHICTIO.

OpHak, Tpa TaKOX CTUKAETHCS 3 TIEBHUMHU MPOOJIEeMaMU, TAKUMH SIK MOYKJIUBE
BiJICTaBaHHs Tpadiku BiJ Cy4aCHUX CTaHJAPTIB, HEOJHOPIAHICTh Y CTHJII JIOKAIIiH,
CKJIAIHICTh MEXaHIK /I HOBAYKiB 1 TOKCHYHA TOBEAIHKA neskux TpabmiB. Lli
npoOJeMU MOXYTh BIUIMHYTH HA CHPUMHSTTS TPU JEIKUMHU KOPHUCTyBauyaMu, aje
3arajoM rpa OTpUMY€ BHUCOKY OI[IHKY 3a CBOIO 1HHOBAIIHHICTh Ta TITUMOMHY 1TPOBOIO
IPOIIECY.

OT1xe, OyJI0 BUPILIEHO CTBOPUTH BIACHUM 1HTEpaKTUBHUN 3D CBIT 17151 irpoBOTO
3actocyHky "Forbidden Forest" 3 crtumizoBaHowo rpadikoro. BaxnuBo mo0 rpa
BIJIMIOBIJIaj1a TAKUM TpadiuHUM KPUTEPISIM:

1. CrunizoBana rpadika: rpa MTOBUHHA MaTH YHIKaJIbHUN CTHIIb Tpadiku,
AKUH BinoOpaxkae armocdepy Ta HacTpii "Forbidden Forest". Lle cTumizanisa B cropony
denTesi, Marti.

2. Jeramizanig CBITY: CBIT I'pM Mae OyTH JeTali30BaHUM 1 Oaratum Ha
PI3HOMaHITHICTh 00'€KTIB, TaHAIA(PTIB Ta apXITEKTYPHUX €JIEMEHTIB, 100 CTBOPUTH
BpPaXEHHS PEAICTUYHOCTI Ta IMMEpCii.

3. SckpaBicTh Ta HACHYEHICTh: rpadika MOBUHHA OYyTH SCKpaBOKO Ta
HACHYCHOIO KOJIbOPaMHU, 1110 JOJACTh KHUTTS Ta TUHAMIKY JI0 CBITY TPH.

4, ATMochepHe OCBITIICHHS: BUKOPUCTaHHS aTMOC(EPHOTO OCBITICHHS
JIOTIOMOE CTBOPUTHU HACTPINA y PI3HUX YACTUHAX CBITY, TAKUX SIK JIICOBI YarapHUKH,
TEMHI reuep ab0 MICTUYHI 3aMKH.

5. EdexTu Ta animariisi: 1oaaBaHHs cHelaibHUX €(DEKTIB, TAKUX K YACTKH,
CBITJIOBI €(eKTH, PYXJIMBICTh POCIMH Ta 1HII JI€Taai30BaHI aHIMAIlii, IiJBHUIIUATH
piBEHb peanizMy Ta iMMepcii TpHu.

6. ['pacdiunumii CTHIIL MOBUHEH BIANOBIAATH TEMATHUIII TP Ta MIAKPECIIOBATH

il OCHOBHI 171e1, CTBOpIOIOYM aTMocepy, sika Bi1oOpakae KOHIIEIIIIO TPH.

A. O. TVPJIIH Apk.
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3mn. | Apk. Ne dokym. Iionuc | Hdama




1.3 O6rpyHTyBaHHSI BUOOPY iHCTPYMEHTAJILHUX 3aC00iB.

Ha nanuii MOMEHT momnyisipHUMH TuiaTgopMamu At po3poOku irop € Unity,

Unreal Engine, Godot Engine, CryEngine, GameMaker Studio Ta inmii. L{i mmaTdopmu

BOJIOI[iIOTI) BEJIMKOIO KIJIBKICTIO KOpI/ICTYBa‘-IiB Ta IMAPOKUM CIICKTPOM MOKJIMBOCTEHU

JUTs CTBOpeHHs pi3HUX BUAIB irop. Unity Ta Unreal Engine npononytots 6aratuii Habip

IHCTPYMEHTIB JIJIsl CTBOPEHHS BUCOKOSIKICHOT Ipadiky, CKIaaHOI (i3UKH Ta aHIMAaIlii,

10 pOOUTH iX 17I€aTbHUMHM JIJI PO3POOKH SIK 1HI1, Tak 1 AAA MPOEKTIB.

byno mpoBeaeHo anamiz ABOX MOMYJSPHUX IUIAT(GOpPM AJii CTBOPEHHS TpH,

Unreal Engine ta Unity. OOuaBi mporpamMu € MNOTYXHUMH IIaThopMaMu AJis

CTBOPEHHsI TPH, MPOTE KOKHA Ma€ CBOI YHiKaibHI mepeBaru. Unity BijlomMa CBOEIO

IIPOCTOTOK0 BUKOPHUCTAHHS Ta THyYKicTiO, Toal ik Unreal Engine Bpaxae cBOiMH

Bi3yaJIbHUMH MOKJIMBOCTSIMHU Ta PEaTiCTUIHOIO IpadiKoro.

OpnHak BOHM MarOTh pI3HI EPEBAru Ta HEAOJIKHU:

Tabmuusa 1.4
[TopiBusinug irpoBux pymiiiB Unreal Engine Tta Unity
[Tapametp Unreal Engine Unity

I'padika Ta BizyanbHi | Busnadaetncs cBo€ro | Bonogie mmpokum ciekTpom

MO>KJIUBOCTI ITOTYKHOIO rpadikoro Ta | MOXKIIMBOCTEW I PO3POOKHU
MOKJIMBOCTSIMH 2D ta 3D 1rop.
dhoTopeaTiCTUYHUX 300pakeHb.
[le ocoO0MMBO KOPUCHO JJIs
CTBOPEHHSI 1roOp 3 BHCOKOIO
piBHEM JeTajizallii Ta peasizmy.

Edexru ta | Unreal Engine mae BOymoani | Xoua Unity Takox Mae go0pe

OCBITJIICHHS IHCTpYMEHTH JJIi CTBOPEHHS | PO3BUHEHY Tpadiky, BOHa
PI3HOMaHITHUX e(eKTIB, | YacTillie BHKOPUCTOBYETHCS
OCBITJICHHS Ta aHimarlii, 1o |yl CTBOPEHHS 1rop 3
JT03BOJISIE PO3pPOOHUKAM | MEHIIIOIO CTyIIEHEM
CTBOPIOBATH Bpakarodi | JeTajizaiii.
Bi3yasibHi €EeKTH.

A. O. TVPJIIH Apk.
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[Tponorxenus Tadmuts

1.4

CrninpHOTa Ta MiATPUMKA

Hanae nocuth Benmuky Ta
aKTUBHY CHUTBHOTY
pPO3pOOHUKIB, a TaKOXK
MIMPOKYy 0Oa3y 3HaHb Ta
nokymeHTanio. OpHak,

BimoMuii cBO€IO BEIHMKOIO
Ta aKTUBHOIO CIIIJIBHOTOIO,
0  JIO3BOJAE  JIETKO
3HAXOAUTHU BIAMNOBIAI Ha
NUTaHHS Ta OTPUMYBAaTH

odiriitHa OiATPUMKA | JOTIOMOTY — BiJ  1HIIMX
MOke ~ Oytm  MeHII | po3poOHuKiB. Unity Takox
JOCTYITHOIO y | Mae  MHUPOKUK  BUOIp
nopiBHsHHI 3 Unity. iATPUMKA Ta
JIOKYMEHTAIII1.

CKJ’IaI[HiCTI) BHUKOPHUCTAHHA

Unreal Engine mae nesiky
CKJIAIHICTD y
BUKOPHUCTaHH1, 0COOJIMBO
WIS MOYaTKiBIiB. Moro
iHTepdeiic MOXKE
3/1aBaTHCS CKIIAJHUM ¥
nopiBHsHHI 3 Unity uepe3
OBy KUIBKICTh
HaJlallITyBaHb Ta O,

Jlerkii y BHKOpPHCTaHI,
0COOJIMBO JJISi THX, XTO

TUIBKHA MOYHUHAE
3HAOMUTHUCS 3
po3pobkoro irop. Unity

Mae IpocTuii inTepdeiic Ta
MIUPOKU HaOIp TOTOBUX
plllieHb, 110 JO03BOJISIE
IITBUIKO CTBOPIOBATH
IPOTOTHUITH Ta
€KCIIEpUMEHTYBATH 3
1AESIMU.

MosxmBocTi it VR ta AR

Mae BenIuKnil moTeHIIa
s po3podkn VR ta AR
JOTATKIB. Horo
dboTopeanicTUIHA
rpadika Ta MOTYXHICTh
JTO3BOJISTFOTH CTBOPIOBATH
IMMEpPCUBHI  BIpTyaJIbHI
cepeoBuIIa.

€ oaHuMm 3 JniaepiB y
pospoormi VR T1a AR
npoekTiB.  Unity  mae
rOTOBI pileHHS Ta
IIariH  Jyisi  pobotu 3
IIUMH TEXHOJIOTiSIMH, IO
poOUTH HOTO TOMYJIAPHUM
B IUX c(epax.

[{iHOyTBOpEHHS

Unreal Engine npononye
OE3KOIITOBHUN  JOCTYI
JI0 CBOIX 1HCTPYMEHTIB 3
JTINEH31MHOI  YTOJI010,
IO BKIIIOYAE POSUITI Y
po3Mmipi 5% Bix moxomy
IPU  ICHS  JIOCATHCHHS

Unity mnpomnoHye pi3Hi
[JIaHU, BKJIFOYAIOYH
OE3KOIITOBHY BEPCIIO IS
1HIUBI Ty TbHUX

PO3pOOHUKIB Ta
HEBEIUKUX KOMaHa, a
TaKO)X IUIATHI MIJIACKA

MIEBHOTO Nopory | AJis po¢eCiiHOTro
npuOyTky. Ile MoXXe | BUKOpUCTaHHS.
OyTM  BUTIIHUM  JUIsS
HEBEJIMKUX KOMaHJ Ta
1H1-pO3pOOHHKIB
A. O. TVPJIIH Apk.
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[Tponorxenus Tadmuts

1.4

IaTerpamiss 3
1HCTpyMEHTaMHU

IHIIUMUA

Unreal Engine nmoGpe
IHTETPYEThCS 3
IHCTpyMEHTaMHU TUTST
CTBOPEHHSI  KOHTEHTY,
TakuMu sk Maya, 3ds
Max ta Houdini. Ile
JI03BOJISIE JIETKO
IMIIOPTYBaTH Ta
BUKOPHUCTOBYBATH
BHCOKOSIKICHI MOJIeTi Ta
aHiMalii B TMPOEKTax.
Kpim  Toro,  Unreal
Engine wmae motryxHI1
BOY/IOBaHI 1HCTPYMEHTH
VTS CTBOPEHHS
BI3yaJIbHUX e(eKTiB Ta
MaTepiaiB.

Unity Mae IUPOKI
MOXKJIMBOCTI 1HTerparii 3
PI3HUMH 1HCTPYMEHTaMU
Ta IJIariHaMu. Bin
niaTpuMye  pobotry 3
OararbmMa TOIYJISIPHUMU
mporpamMamu TS
CTBOPCHHS KOHTEHTY,
TakuMd gk Blender,
Photoshop Tta Substance
Painter. Unity Takox mae
BnacHuii Asset Store, ne
MOXHa 3HalTH  0e3niy
rOTOBUX  pEecypciB  Ta
IHCTPYMEHTIB TUISt
IPUCKOPEHHS pO3POOKH.

[Tnatdpopmu

Unreal
MIATPUMYE
CIEKTp

Engine
HIMPOKUI
maThopm,
BKJIIOUYAIOYHU IIK,
KOHCOII, MOOLIBHI
npuctpoi, VR ta AR. Lle
JI03BOJISIE  PO3POOHUKAM
CTBOPIOBATH TpHU ISt
pPI3HHX TPUCTPOIB  Ta
ayJIUTOPIM.

Unity Takox HIATpUMYE
0e3miy  matgopm,  BII
MOOUIBHUX MPUCTPOIB 10
IIK Ta xoHCOJEH, a TaKOXK
VR Tta AR. 3aBugku
HIUPOKI HIATPUMIL
mwiatpopM Ta JIETKOCTI
pO3rOpTaHHS  TMPOEKTIB,
Unity € nomynsipHUM
BHOOpPOM IS
PO3pPOOHUKIB, K1
par’yTh JOCSTTH
MaKCHUMAaJIbHOI ayAUTOPIi.

HaguanbH1 pecypcu

Unreal HaJlae
BEJINKUUI BUOIp
oQIITHUX HaBYAIBHUX
pecypciB,  BKIIIOYAIOUYU
BIJIEO-YPOKH,

JIOKyMEHTAITI 0 Ta
dopymu. Epic Games
TaKOXK POIIOHYE
OE3KOIITOBHI KypCH Ta
OCBITHI MpOTpaMu, IO
J0rIoMarae po3poOHUKaM
IBUIKO OCBOITH
BUKOPHCTAHHS JIBUTYHA.

Engine

Unity Hamae BeTUKHUI
BUOIp HaBYaJIbHUX
MaTtepialliB, BKJIOYAIOYU
BIJIEO-YPOKH,
JIOKYMEHTAIIl0, KypCcH Ta
dbopymu. Unity Learn — e
oiiiHUNA TOpTAT IS
HABYaHHS, MO MPOTOHYE
OC3KOIITOBHI Ta IIIATHI
KypCH JIJIsl BC1X PIiBHIB, Bij
MTOYATKIBIIIB 10
npodecioHalliB.

A. O. TYPJIIH

O. B. KY3bMEHKO
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Bbyno ob6pano miardopma po3podku Unity:

1. Jlerkicth BukopucTtanus: Unity BigoMuii CBO€IO JIETKICTIO BUKOPHCTAHHS,

oco0mBO 11st movaTkiBiiB. [HTepdeiic Unity € iHTYITHBHO 3p03yMisTUM, IO

A03BOJIA€ MIBUAKO PO3IIOYATH pO6OTy HaJl ITPOCKTOM.

2. Benwmka criiyibHOTa Ta miarpuMka: Unity Mae BelMKy Ta akTUBHY CITUTBHOTY

PO3pOOHMUKIB, sIKa Hajgae 0araTo KOPUCHUX pecypciB, IOpaj Ta JOMOMOTY.

Ile Ba)XIMBO JJIsi OTPMMAHHS MATPUMKH Ta BUPIIMICHHS MPOOJIeM T Jac

PO3pOOKH TpH.

3. Mynbrumnardopmenicts: Unity A03BoJISIE JIETKO €KCIOPTYBAaTU ITPU Ha

pi3H1 mardopmu, BriIrodaroun Windows, macOS, Linux, 10S, Android, Ta

11 Lle 3a0e3neuye MMpPOKHUil OXOIUIEHHS ay AUTOPIi.

BucHOBKM 10 epmoro po3aiiy

Byno Bu3HaueHo MeTy Ta chopMySIbOBAHO 3aBIaHHs JJi po3pooku. [IpoBeneno

aHaii3 Tprox Bimomux irop (Borderlands, City of Brass, The Cycle), BusBneno ix

CWIbHI Ta cjlabKi CTOpOHM. BH3HaueHO HEOOX1AHY Bi3yali3alilo JJii CTBOPEHHS

inTepaktuBHOro 3D cBiTy irpoBoro 3actocynky "'Forbidden Forest™.

OOrpyHTOBaHo BHOIp iHCcTpyMeHTapiro UNity, mis po3poOku iHTEpaKTHBHOTO

3D cBity Ta Bi3yaui3ailii, siki BAKOPUCTOBYIOThCSI B irpoBoMy 3actocyHKy "'Forbidden

Forest”. PosrnsinyTo mepeBaru Ta HEIONIKH, 10 OyAyTh B HAroJil Jjisl MPOEKTY, IO

PO3pOOJIIETHCS.

A. O. TYPJIIH

O. B. KY3bMEHKO

3mn.

Apk.

Ne dokym.

ITionuc

Jlama
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PO3A1JI 2. TIPOEKTYBAHHS TA PO3POBKA I'PA®IYHUX
EJIEMEHTIB ITPOBOT'O 3BACTOCYHKY
2.1 Bisyauaizauniss npoueciB po3poOku rpaiuyHuX ejgeMeHTIB irpoBoro

3aCTOCYHKY

Hiarpamun  UML (Unified Modeling Language) € 3araapHONpUAHSATHOIO
MOBOIO, $IKY pO3yMilOTh pO3pOOHHMKH, AaHATITHKA Ta 3aMOBHUKHA. BoHm
BUKOPHUCTOBYIOTHCS JUIsl MOJICTFOBAaHHS Pi3HUX acmekTiB cucteMu. [liarpamu ctaHiB
ONHUCYIOTh TMOBEAIHKY OO'€KTIB y CHCTeMi, camoi cucteMu abo eramu po3poOKU
rpadiyHuX 00'€KTIB.

Hiarpama aktuBHOCTEH (puc. 2.1) BimoOpaxkae eranu po3poOku KoHIenIi 3D
CBITY JIJIs1 ITPOBOTO 3aCTOCYHKY. Lleil IHCTpyMEHT noroMarae Kpaiie 3p03yMITH IIPOILIEC
1 TIOCJIIJIOBHICTh 1K, HEOOXIAHUX JUII CTBOPEHHS ITPOBOTO MPOIYKTY, MPEACTaBIISE

eTany po3poOKU KOHUEMI1i KOMIT FOTEPHOI TPH.

H MnaHyeaHHA ]—)[ Bu3aHadeHHA lgel ] »  CTEOpEHHA TepelHy
v

I
Hi

UM BIMCYETLCA B HABKOMMLUKE CEDEAOBULE?

[MpoxXo@#eHHA NPeBipKM Ha cuUeHi fi(ZTBODeHHH S
* OG'ekTiB
PoztawyeanHa
TepeiHy
A

Tak

W i

PozTawyeaHHq s
[ [MepeTeopeHHA ] [ OffexTia ]4—[ CreopexHr OF ema]

Mexepauin Kaptu

TecTyeaHHA

Hi
v V
Ontumizauia Kaptu I_II.EI,FOTOBKEII,HO
Bunycky

Pucynok 2.1 — [liarpama (activity) eramiB po3poOKu irpoBoi KapTu
3a MOYATKOBUU e€Tam MpoIlecy CTBOPEHHs irpoBoi kaptu y Roguelite rpi B
cepenopumii Unity ciig BBaxaTw TUlaHyBaHHsA. Lleil eram BKJIrOYae BHU3HAYCHHS

3arajJlbHOi KOHIIENIlli KapTH 1 BH3HAYCHHS OCHOBHHMX €JEMCHTIB, SKi IOTPIOHO

CTBOPHUTH.
A. O. TVPJIIH Apk.
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[Ticns mnnmanyBaHHS M€ eTanm CTBOpeHHs TepeitHy. Ha 1mpomy erami
pPO3pO0JSETHCS OCHOBHA CTPYKTypa MamM, BKJIOYaoud JaHAmadr, peiabed Ta
piBHuHHU. [licns 1poro e momaBaHHS JETaleH, M0 BKIOYAE B ceOE pO3MIMICHHS
pi3HUX 00'€KTIB, POCIMHHOCTI, Oy IIBEIb TOIIIO.

Jlani ¢ 3aIiikaBUTHCS PO3TAlllyBaHHSIM JeTajeil, mo nepeadayae modyaoBy
JOJJATKOBUX €JIEMEHTIB JI0 TePEiHy, TaKUX SK BOJAOWMH, TOpH, medepH Toro. [licms
HOTO TMPOBOJUTHCS PO3MIIICHHS paHillle CTBOPEHUX JeTajell Ha Marli 3 METOIO
3a0e3MeYeHHsI IOTIYHOTO Ta €CTETUYHOTO PO3TAIIyBaHHS.

[Ticns BUIIE3ralaHUX €TaliB BUKOHYEThCA TeHepallisi MpoLeIypHOi Mally, sKa
nependadae CTBOPEHHsSI MPOLEAYPHUX aAITOPUTMIB JUIs TeHepalli BUIAJAKOBHUX
esieMeHTiB Manu. [1oTiM iiie TecTyBaHHS Mamu JJ1s IEPEBIPKU MPAaBUIIBHOCTI FeHeparii
Ta BIITBOPEHHS Mamu Il TECTyBaHHSA 1rpoBoi MexaHikd. Ilicns TecTyBaHHA
BUKOHYETHCS ONTHUMI3AIlisl Mamu JJIsl BAOCKOHAJICHHS Mald 3 METOI0 3a0e3MeUeHHs
ONTUMAaJIbHOI IPOAYKTUBHOCTI Ta KOCTI I'pH.

Ha 3aBepinienns nporiecy ctBopeHHs irpoBoi kapt y Roguelite rpi B Unity ctae
3aTBEP/DKEHHST ManM, [0 nependayae MIATBEPIKEHHS TOTOBHOCTI MamlM s
BKJIFOUEHHS 11 B Irpy Ta MATOTOBKY 110 BUITYCKY (puc. 2.1).

Hacrynna UML-niarpama akTUBHOCTI OMKMCY€ NMPOLIEC CTBOPEHHS JIOKALIIT JIJIst
Roguelite rpu 3 ypaxyBaHHSM MOXJIMBOCTI 3MIHU KOHLEMNTY TPH.

[TounHaeMoO 3 BU3HAYEHHsS] TEMH, CTHIIIO Ta aTMOC(epHu JIOKalli, BKIYAr0un
BUOIp THIy CEpEelOBHUINA, apPXITEKTYpPHHX €JIEMEHTIB, Mei3axy Ta I1HIIMX
XapaKTEepUCTHK, 110 CTBOPIOIOTh YHIKaJIbHY aTtMocdepy rpu. BaxinBo BpaxoByBatu
KOJILOPOBY MAaJITPY, OCBITJIICHHS Ta 3BYKOBI e(eKkTu, AKi AOJAAyTh TJIMOWHU Ta
pPEaNICTUYHOCTI KOXKHINA Jiokamii. J[am mepexoaMMo 10 AETaTbHOIO MPOEKTYBaHHS
OKpPEMHX 30H, BPAaXOBYIOUH IHTCPAKTHBHI €JIEMEHTH Ta MOXJIMBI MapIIPyTH TPaBIIs.
3aBASKM pEeTeNbHOMY IUIAaHYBAaHHIO Ta W3aliHy, KOXKHA JIOKallis Oyae He JIHIe
€CTEeTUYHO TPUBAOIMBOIO, @ W (PYHKIIOHATIBHOIO, 110 3a0€3MEeYUTh 3aXOIUTIOIYUN
ITpOBUIA TIPOTIEC.

Ham po3polbisieMo 3aralbHU IJIaH apXITEeKTypHu JIOKallli, BKJIOYAIOYU

IUTAHYBaHHS MapIIpyTiB, pO3MILIEHHS KIIOUOBUX 00'€KTIB, BU3HAUEHHSI 30H JOCTYIILY.

A. O. TVPJIIH Apk.
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[ BW3Ha4eHHA TeMaTnEn Ta arMocgepy nokaui ] 4{ CTBOPEHHA creuiansHux edexTis J

[CTBDDQHHH KOHUENTYaNLHOMD MEIKET'_\!’J

¥

[ PoamileHHs oD'exTiE Ha Nokauil ]

Koxuent
nigxoauTe?

loToeo 0o
TECTYBaHHAT

[ pOEKTYEAHHA PXITEKTYPK NOKALT ](—[ 3MiHa KOHLENTY ] [ TeCTyBaHHR Ta ONTHMI3ELIA ]4—[ [0NAEaHHA L0OATKOBKY AeTaned

[ CTBOpEeHHA TeKCTYp Ta Mogened oD'exTie ]7

®iHanizauia Ta nonipysasHA

nokauii

Pucynok 2.2 — Jliarpama akTUBHOCTI, III0 OIIMCY€ MPOLIEC CTBOPEHHS JIOKAIIl1

Jlami CTBOPIOEMO TEKCTYpU Ta MaTepiaid Jjig O0'€KTiB, SKlI JIOMOMAararoTh
CTBOPUTU PEAICTUYHUMN BUIJIAJ 00'ekTaM Ta mnensaxam. Ilicas mporo posminryemo
CTBOPEHI 00'€KTH Ha JIOKAILII1 3T1JTHO 3 ApXITEKTYPHHUM IUIAHOM, JOAK0YH ITPO MPABUIIbHE
PO3TaIlyBaHHS ISl CTBOPEHHS rapMOHIWHOI Ta 11ikaBoi rpu. Toi 101aEMO T01aTKOBI
nerani Ta epexkT, Takl SK OCBITJICHHS, aHIMaIlii, cremiajbHi €(eKTH TOIIO, I
3p00JIEHHS JIOKAIli OUTBII )KUBOIO Ta IMMEPCHUBHOIO.

[Ticnst 3aBepiiieHHST pOOIT TMPOBOJUMO TECTYBAaHHS JIOKAIil JUIsl BUSIBJICHHS
MOMWJIOK Ta ONTHUMI3alli MPOAyKTUBHOCTI Tpu. Ha ocTaHHBROMY eTarl 3aBepiryemMo
po0OOTY HaJ JoKalli€er, GiHAM3yeMO aeTajl, 10AaeMO aTMOC(epHi 3ByKH, CIellialbHi
e(deKTH Ta 1HII JOJATKOBI €JIEMEHTH JJii CTBOPEHHSI IMOBHOIIIHHOTO 1 I1KaBOTO
reiimruiero (puc. 2.2).

JliarpamMu TIOCITITOBHOCT1 BiJI0OpakaroTh, SIK O0'€KTH B3a€EMOJIIOTH y 4aci, 1
B1I00pakaloTh MOBEAIHKY 1TPOBOr0 3acTOCYHKY. Jliarpama mociigoBHOCTI (puc. 2.3)
OIKCYE MOCIIAOBHUI mporec po3podku 3D cBiTy irpoBoro 3acrocynky “Forbidden
Forest". HacripaBi npoiiec Moxe OyTH OLIbII CKIaIHUM 1 MOTPeOYyBaTH T0AATKOBUX

KPOKIB, 3aJIKHO BIJ] THITY IrPOBOT'O 3aCTOCYHKY T4 BUKOPUCTOBYBAHUX TEXHOJIOTIH.

A. O. TYPJIIH Apk.
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£ »

Developer 3D Artist Programmer LevelDesigner Tester World Development Game l?nglne
Team (Unity)

Modatox pozpobkm 3D caity

TTEOPEHHS NOYaTKOBOrG TepeiHy Ta ob'exTis

MoBEPHEHHRA NIATEEPAMEHHS

IHTErpaUia = reAMassKbm

MgBepHeHHR NIATEEPAKEHNHS

Po3polKa OCHOBHWX enemMeHTIs pierie

MoBEPHEHHR NIATEEpANEHHS

HonaeaHHA getaned Ta TeKCTYP

BinofpaxexHs B peansHoMy 4aci

MoBepHeHHs nigTeepAKeHHA

Mepepipxa Ta TecTyeaHHA 3D caity

MoeeplieHts pesynbTaTie TecTyeaHHa

~p

. § . World Game Engine
Developer ] [ 3D Artist ] [ Programmer ] [Le\elDesmner] [ Tester ] [DevelopmentTeam] [ (Unity) ]

Pucynok 2.3 — Jliarpama mociiIoBHOCTI mpoiiecy po3po0ku 3D cBiTYy irpoBoro
3actocyHky "'Forbidden Forest"

[Ipouec po3poOku iHTepakTUBHOrO 3D CBITY I ITPOBOrO 3aCTOCYHKY €
ITepaTUBHUM 1 BUMAarae TICHOI CHiBIpaill MK pi3HUMHU (axiBiugMu. 3D-XyJ0KHUK,
MPOrpamicT, AU3aiiHEep PIBHIB Ta TECTYBAJBHHUK IOCTIHHO MPAIIOIOTh pa3oM, 00
MOKPAIIUTH Bi3yalbHY SKICTh TPU Ta ITPOBUI TTPOIIEC.

Hiarpamu BapiaHTiB BuUKOpucCTaHHA (use case diagrams) ONHCYIOThH
(GyHKI10HAJIBHI BUMOTH JI0 TPOTPaMHOI CUCTEMHU, MIPEACTABIISIIOYN aKTOPiB, BApIaHTU
BUKOPHUCTAHHS Ta BITHOCHHU MK HUMHU. Y JaHOMY BHITQJIKY Jiarpama mocCiiIOBHOCTI
(sequence diagram) onucye nNpoiec OTPUMaHHS Ta BAKOHAHHS POOOTH MO CTBOPEHHIO
roroBoro rpu. BoHa mokasye, sk pi3HI YUYaCHMKU B3a€EMOJIIOTh MK COOO0, sK1 il
BOHHM BUKOHYIOTbH Ta B SIKOMY MOPSIKY, 1100 JOCATTH pe3ynbTatry (puc. 2.4).

Komana po3poOHUKIB 30MpaeThCs 171 BU3HAYEHHS 3arajibHO1 KOHIIEIII IpH Ta
3D cBity. IlpoekTHuii MeHemxep Ta nU3aiiHEp BU3HAYAIOTh OCHOBHI BHMOTH Ta

dbyHKIIoHATBHI MOKIUBOCTI 3D cBiTYy, BKIFOYatouu JaHamadT, 00'€KTH, OCBITICHHS

Ta e(heKTH.
A. O. TYPJIIH Apk.
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Mpouec Poapo0ru

izaui 3 < ineh i Pozpodia o
> (KouenTyanizauin )—BYZHaYEHHA OCHOBHIX ineii T3 koHuenuiFi oM p N
g MpoToTuny N
s

—— CTBOPEHHR NPOTOTUNY rPK 3 DA30BUMK OF'EKTAMM ]
Mporpamict

- Po3podika NanOWaMTy Ta PosMILLeHHA 0O'ekTia
AN m‘ . ALIZEPTY T4 PoaMILY CTBOpeHHA

3D XyoomHMK | MpoToTuny - Naupwadbty

/

| OwzaiHep PigHie

JaTeepaxeHHA roTosoro 3D ceiTy

[lonasanHA feTanei, TekcTyp Ta edekTiea  ~Tletanizauis 1a
- Edbextit

HTerpauir OF'exTia

OnNTUMIzaLLia ANA NOKPALLEHHA NPOaYETUEHOCTI

MpoBeneHHA TECTYEaHHA

Y

TecTyeaHHA OnTumizauia

TecTyBansHuK

Pucynok 2.4 — Jliarpama BapiaHTiB BUKOPUCTAHHS TIpoiiecy po3pooku 3D cBiTy s
CTBOpEHHS irpoBoro 3acrocyHky "'Forbidden Forest"

JuzaitHep po3po0Jise KOHIICMINIO CBITY, BKIIOYAIOYM CKETYl JIOKAIlid, Maru
PIBHIB Ta OCHOBH1 00'ekTH. Xyn0xHUK 3D monentoe 0a30Bi 00'€KTH, Takl SK JAepeBa,
KaMeH1, OyTiBJIi Ta 1HIII €JIEMEHTH, K1 TOTPIOH1 JUIsl CTBOPEHHS MTPOTOTHITY.

XyI0)KHUKH JO0JIal0Th JIeTalll J0 JaHamadTty, Taki sSK TpaBa, KyIi, BOJHI
€JIEMEHTH Ta 1HII npupoaHi 00'ekTH. [IporpamicTu BOYIOBYIOTh peaniCTUYHI €(PeKTH,
TaKi sSK JMHAMIYHA POCIIMHHICTb, aHIMaIlis BOJIU, YACTUHKH MUY TOIIO.

[Tporpamictu po3poOIstOTh JIOTIKY JJIsl B3aEMOJIT 3 00'€KTaMH Ha Marli, TAKUMHU
K B3a€EMOJIS 31 CXOBHUIIAMH, JBEPUMA, PYXOMUMHU OO0'€KTaMH TOIIO. XYAOXKHUKH
CTBOPIOIOTH JIOJAATKOBI 00'€KTH, SIKI PO3UIUPIOIOTH THTEPAKTUBHI MOKIIUBOCTI CBITY,
TaKi K 00JIa{HaHHSI, 30pOsi, MPEIMETH J1Jis 300Dy .

XyAO0KHUKH Ta MPOTPAMICTU CHUTHHO MPAIIOIOTh HAJ CTBOPEHHSM IIEHIEPIB
JUTSI TIOKPAIIEHHS Bi3yaJIbHOTO BPAXXEHHS, TaKUX SK PEaiCTUYHE OCBITJICHHS, TiHI,
BoJHI edextn Tomo. JlomaroThes cremianbHi eeKTH, Takl SK Moroga, YaCTHUHKH

aTMocQepH, BOTHI, sIKi JOTIOMaratoTh CTBOPUTH aTMOCcdepy Ta HACTPiil Tpu.

A. O. TVPJIIH Apk.
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Komanna ~ TecTyBaJbHUKIB ~ TPOBOAUTH  TECTYBaHHS,  MEPEBIPSIOYU
(GyHKIIIOHATBHICTD, TeHMILIEH Ta B3aemMoiro 3 3D cBiToM. [IporpamicTii ONTUMI3YIOTh
CBIT JJIsl MIABUILIEHHS IPOAYKTUBHOCTI Ta 3a0e3meueHHs CTablIbHOCTI TPH.

[Ticnst yeminmHoro 3aBepiiieHHs TeCTyBaHHs Ta ontumizaiiii, 3D cBiT "Forbidden
Forest" 3aTBepmKyeThest sl BKIIOYEHHSI 10 TpH. ['OTyeTbesa 10 BUITYCKY, JI€ TPaBIl
3MOXYTh HaCOJIO)KYBAaTHUCh HOTO0 IMMEPCUBHUMH MOXJIMBOCTSIMH Yy cBiTi Roguelite.

Jliarpama BapiaHTIB BUKOPHCTaHHS OIMKCY€E Mpolec po3podku 3D cBiTy is
irpoBoro 3actocynky '"Forbidden Forest", 3amydaroum pi3Hi poiai B KOMaHII
po3poOHUKIB. OCHOBHI KpPOKH IIHOTO TMPOIECY BKIIOYAIOTh KOHIIETITyali3allilo,
PO3pOOKY IIPOTOTHUITY, CTBOPEHHS JIaHAMmAa(Ty, IHTETrpalio 00'€KTIB, JAeTali3alliio Ta
noaaBaHHs €(eKTiB, ONTUMI3alli0, TECTYBAHHS Ta 3aTBEPIXKCHHS.

VY niarpami BUALICHO TaKi poJIi:

1. «3D XynoxHuK» BIAMOBIIAE 32 CTBOPEHHS I'papiuHUX O0'€KTIB, TEKCTYp Ta

MOJENEH.

2. «IIporpamicT» 3aliMaeTbcs NPOrpaMyBaHHSM JIOTIKM TPH, B3a€EMOJIE 3

redMJIBUKKOM Ta pOOUTH 1HTErpallito 00'€KTIB y CEPEIOBUIIE TPH.

3. «TecTyBabHUK» BIAMOBIJAE 32 TIEPEBIPKY PYHKITIOHATHHOCTI Ta SIKOCTI TPH.

4. «/Iuzaitnep PiBHIB» BIANOBIIA€ 32 CTBOPEHHS PIBHIB I'PH Ta iXHIO IHTETPALIIIO

y 3D cBiT.

[Tporec mounHa€ETHCS 3 BUBHAYCHHSI OCHOBHUX KOHIICTIIIIN Ta i71e 11t 3D cBiTy,
K1 BU3HAYAKOTHCSI KOMaHAO0K po3poOHMKIB. I1icis 1bOro mepexoauTsh 10 po3poOKU
MPOTOTUIY, JI€ CTBOPIOIOThCS 0a30Bi 00'€KTH Ta MoOJETl Ui TMOJAJIBIIOTO
BUKOpHCTaHHA. Jlami ¥ae mporiec cTBOpeHHs JaHamadTy, gojaBaHHA O0'€KTIB Ta
JeTaneu, 1o BUKOHYeTbes 3D Xy 10)KHUKaMU Ta AW3ailHepaMu piBHIB.

[IporpamicTu BiAMOBIAAIOTH 32 IHTETPAIIO WX €JIEMEHTIB, CTBOPEHHS JIOTIKH
B3a€MO/Iii 00'€KTIB y I'pl Ta ONTUMI3AIIIO JJIs1 3a0€3MEUCHHS IBUIKOI Ta CTaOUIBHOL
poGoTu. [Ticns 3aBepiieHHs PO3pOOKHU BiIOYBAETHCS TECTYBAHHS TPH JUTsI IEPEBIPKH ii
¢yHkioHanpHOCTI Ta sikocTti. Ilicng ycmimHoro rtectyBaHHs rotoBuii 3D cBIT

3aTBEPIKY€ETHCS JIJIs1 BKIIFOUEHHSI 10 TPH, 1110 3aBEPIIYE MPOLIEC PO3POOKH.

A. O. TVPJIIH Apk.
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[Is1 miarpama gomomarae Bi3yalli3yBaTd MOCIIIOBHICTh J1HA Ta B3aEMOJII0 MIX
PI3HUMH POJIIMH B KOMaHJII PO3pOOHMKIB, IO chpuse epexkTuBHIM poOOTI Ta

JOCATHEHHIO TIOCTaBICHUX IIIEH y po3poOIIl iIrpOBOTO 3aCTOCYHKY.

2.2 Po3podka inTtepakTuBHOro 3D cBiTy

CrBopenns intepaktuBoro 3D cBiTy s irpoBoro 3acrocyHky ‘‘Forbidden
Forest" BKITIOYa€E JCKiJbKa €TAIIB, AITOPUTM SIKOTO €:

Kpoxk 1: Busnauenns konnentii (puc. 2.1).

REFERENCES - 1/1

Puc. 2.1. Bu3HaueHHs 3arajibHOi KOHIIETIIIT PiBHSI.
3novyaTky MmoTpiOHO BH3HAYMTH 3arajibHy KOHIENIito piBHI. Lle Moxe Oytu
npurofa 4Yepe3 Jic, MOCHTIKEHHS BY3bKHX TIPCBKHX CTEXOK, a00 B3aeMOAis 3
MICIIEBUMH TpagullisiMu 1 Mipamu. O3HalOMIICHHS 3 OCHOBHUMU €JIEMEHTAMU, TAKUMHU

SIK TOPH, JIICH, PIYKH, 1 1I€ € OCHOBHE JDKEPEI0 HATXHCHHS.

REFERENCES - 1/2

Pucynok 2.2 — Pedepercu asist CTBOpeHHs 1HTEpakTUBOTO 3D CBITY.

A. O. TVPJIIH Apk.
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Jani mykaemo pedepeHcH Juist cTBOpeHHs iHnTepakTrBoro 3D ceity Roguelite

rpu (puc. 2.2). Onucyrdu Mpolec Mouyky pedepeHciB, MOKHA PO3TIIIHYTH Taki

KPOKHU:

OmnnaitH-nomyk (puc. 2.3): Ha [IbOMY €Tall BUKOPUCTAHO MOIIYKOBI CUCTEMU Ta

IHTEpHET-pecypcu I TOILIYyKy 300pakeHb, Qororpadiil, UTOCTpalliii Ta IHIIHMX

Bi3yaJbHUX MaTepiaiiB, fKl BIAMOBIIAIOTh BU3HAUYEHIN koHUen il rpu. L{i maTtepianu

CIIyXaTb BI/IXi,IIHOI-O TOYKOK JIA IIOAAJIBIIOTO CTBOPCHHIA iI‘pOBOFO CBiTy Ta MOro

eJIEMEHTIB.

Pucynok 2.3 - OHnaiH-TIONIIyK.

Kuauru Ta xypHanu (puc. 2.4): 3A1iiCHIOBABCSl MOIIYK KHUT Ta >KypHATiB B

OHJIAH-KATAJIOTaX 3 METOI0 3HAXOJKEHHS JIKEPEl, MPUCBSIYEHUX TEMaTHIIl IFPOBOTO

3acrocyHky "Forbidden Forest”. JlocmimpkyBanucss KHUTH Ta XYPHAIH, SKI MICTATh

iHdopmarito npo (eHte3iiHi CBITH, IHTEPAKTHUBHI JOJATKU Ta IHII TEMH, IO

CTOCYIOTBCSI pO3POOKH irop.

ol

Sikuia surnap Kapnatu MaloTs BoceHu: poTo
HalNoNyNAPHILIOro KypopTy Ykpaiu 3apa3 — YHIAH

< Ompaau

Pucynok 2.4 — [lepernsg BipTyaJIbHUX KaTaJIOT1B.

A. O. TYPJIIH
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®doTtorpadii Ta nogopoxi: Gororpadii npupoaHUX JaHIIIA(TIB, CTAPOBUHHUX
OyniBenb, ¢payHu Ta Ghaopu Oy BUKOPUCTAHI JJIsI OTPUMAHHS 171ed 11010 BUTTISTY Ta
nu3ainy nokariiil. Hampukian, 300pakeHHs] CTAPOBUHHOTO 3aMKY MOK€ HaJMXHYTU

Ha CTBOPEHHS PYiH B I'pl.

Pucynok 2.5 — Ilouryk pedepeHciB B IHTEpAaKTUBHUX JIKEpeax.
[nTepakTuBHI Mxepena (puc. 2.5): 1i JKepesa BKIIYaloTh B ce0e pi3HOMaHITHI
JUKEpelia TaHUX Ta PECYpCiB, K1 BAKOPUCTOBYIOTHCS JIJIs HATXHEHHSI, TOCIIJIKEHHS Ta
CTBOPEHHS PI3HOMAHITHHX €JIEMEHTIB rpu. lle BUKOpUCTaHHS 1HTEPAKTUBHUX KapT,
BIpTyaJIbHUX TypiB, 360-rpangycHux ¢otorpadiid, a TakokX BHKOPUCTAHHA
PI3HOMAHITHUX OHJIAWH-IHCTPYMEHTIB /IS Bi3yauizallii iHdopmailii Ta BpaxeHb BiJT

MTOAOPOXKEMN.

Pucynok 2.6 — Ilomyk pedepeHcis B diibmMax

®inmpmMu Ta BigeomatepiamiB (puc. 2.6 - 2.7). mel eram BKIOYaB B cebOe

JeTaNbHUIN aHaM3 pI3HOMaHITHUX (UIBMIB Ta BileoMaTepialiiB, CHPSIMOBAHUX Ha

A. O. TVPJIIH Apx.
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CTBOPEHHSI BIAMOBIIHOI aTMOCc(hepu Ta HACTPOIO ISl (PEHTE31WHOIO JICOBOTO CBITY
rpu. BukopucraHHS Bifeo3ammciB O3BOJIMJIO TOYHO BiOOpa3UTH TPUPOLY Ta

apXITEKTYPHI OCOOJIMBOCTI.

Pucynok 2.7 — [Tomyk pedepeHciB B BieomaTepiaiax
KombinHarist nux JpKepesn A0moMario 3HalTH pi3HOMaHITHI pedepeHcH Ta i11ei
JUIsi cTBOpeHHs iHTepakTuBHOTO 3D cBiTy /Uit rpu "Forbidden Forest". Baxmuso
BUKOPHUCTOBYBATHU 111 pe)epeHCH SIK HATXHEHHSI, @ HE KOMIIOBaHHS, 1 BIPOBAI)KYBAaTH
BJIACH1 TBOPUI 1]I€i B TPOLIEC CTBOPEHHS.

Kpok 2: CtBopenns manu piBHs (puc. 2.8).

jows, Mac, Linux - Unity 202131611 Persanal <DX11>

Pucynox 2.8 — CTBOpeHHS Manu piBHSI.

[1ix yac BUKOHAHHS I[LOTO €Taly NOTPIOHO BU3HAYUTH OCHOBHI 00JIACTI, IJISXU

1 mepemkoan. BpaxyBatu eneMeHTH, AKi € XapaKTEpHUMH i1 (PEHTE31MHOTO CBITY,

A. O. TVPJIIH Apx.
0. B. KV3bMEHKO KH.KP.b - 122 — 24 — 113 33
3mn. | Apk. Ne dokym. Iionuc | Hdama




rpa€ KJIOUYOBY POJIb Y CTBOPEHHI ayTEHTUYHOTO Ta MPUBAOIMBOTO BIPTYaJbHOTO
CEpEeIOBUIIIA.
[Tponiec mmanyBaHHst Manu piBHS a1 Roguelite rpu B QeHTe3iliHOMYy CBiTi

BKJIIOYA€E KUIbKA KPOKIB, IO IOTIOMOTa€ CTBOPUTH IIKaBUH Ta 3aTATYIOUHMM reiMILIeH.

@ Autumn Waterfall E

Cloud_Sky - Windows, Mac. Linux - Unity 20213161 Personal* <DX11> o x

Pucynoxk 2.9 — Bukiuku Ta 3aBJjaHHs 110 BC1i Marli piBHS.
CriouaTKy MOTPIOHO CTBOPUTH 3arajbHy CTPYKTypy piBHs (puc. 2.9 - 2.10),
BpaxoBYIOUH Pi3H1 00IaCTi Ta JOKaIlii, Akl moTpiOHO BKIounTH. Hampukian, me Moxe
OyTH J1icOBa 30Ha, CTapOBUHHE CEJMILE, TipchKa piuyka Ta ropu. byno BcTaHOBIEHO

JIOT14H1 3B'SI3KM MK IUMH OOJIACTAMM Ta IUIAXHU JJIsl IEPEMIILICHHS TPaBIIs.

¢, Linwx - Unity 2021.3,1611 Personal* <DX11

Pucynox 2.10 — 3aransHa CTpyKTypa piBHSI.

Jlaii po3noAiIeHO BUKJIMKHM Ta 3aBJaHHS MO BCid Mami piBHA (puc. 2.9). lle

MOKYTh OyTH T'OJIOBHI 3aBIaHHsI, Kl IPOCYBAIOTh CIOKET, a00 10AATKOBI 3aBIAaHHS,

A. O. TYPIIIH Apx.
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K1 PO3KPHBAIOTh JOJIATKOBI JETall Mpo CBIT rpu. BpaxoBaHO piBEHb CKIQJHOCTI

3aBJlaHb Ta iX 3aJEXKHICTh BIJ PO3KJIaay Mamu. 3aBIsSKH LbOMY MIiAXOMY TpaBIll

OTPUMAIOTh HACHYCHHWI Ta 3aXOIUTIOIOYHMM JOCBiJ, KU MOCTYIIOBO PO3KPHBAE BCI

aCIIeKTH 1rPOBOTO CBITY.

Pucynok 2.11 — Po3MimienHs getaneit Ta atMocepHUX 00'€KTIB.

Hactynaum etanom € po3MillieHHs AeTajiei Ta armochepHux 00'exTiB (puc. 2.11

- 2.12). BcTaHoBICHO AeTalll, sIKi JOMIOMOKYTh CTBOPUTH aTMochepy (peHTe31HHOro

cBITY. BaxyimBO BpaxyBaTH KOXHY J€Tallb, OCKUIbKA BOHHM BHUPIIIYIOTHCS Ha

CTBOPEHHS TMPaBIONOAIOHOTO Ta 3aXOIUTIOIYOro BIpTyalibHOTO CBiTy. JlogaHo

POCIIMHHICTb, SIKa € XapaKTEPHOIO I (PEHTE31MHOTO CBITY, TAKy SK CMEPEKH, SUTUII,

Ta IHIII TIPCHKI POCIMHU. BpaxoBaHO CE30HHI 3MIHM Y POCIMHHOCTI, IKI MOXYTb

BIUTMBATU Ha aTMocdepy (HampuKIad, SUITMHKOBHH JIIC).

Pucynok 2.12 — Po3mileHHs aetaneit Ta atmochepHux 00'€KTIB.

A. O. TVPJIIH Apx.
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HactynmuuM KpokoMm € po3poOka IuisixiB Ta mnepemimeHHs (puc. 2.13).
Bupimrinns, sk rpaBenp Oyje nepemimaTucs Mo Mari piBHA. BcTaHOBIEHO HUIAXH,
7a01pUHTH, CXOBAaHKU Ta 1HIII €JIEeMEHTH JW3aifHy, 10 J03BOJSATH IPABIIO BiIUyBaTU
MPOrpecito Ta JOCHIKYBAaTH Pi3HI YaCTHMHM piBHS. 3a0e3leyeHo IMIKaBICTh Ta

PI3HOMAHITHICT y TEPEMIIICHHI.

@ Ma ! 3 + <DX11> - o x
File ices

—

S 3”"

Pucynox 2.13 — Po3po6ka nuisxiB Ta nepeMiiieHHs.

VYpaxyBanHs MexaHik Roguelite rpu: mig yac TulaHyBaHHS Mamu piBHS Y
dentesiitHomy cBiTi (puc. 2.14). HeoOxinHO BpaxoByBaTH pi3HOMaHITHICTh 00J1acTe
1 IEPENIKO/I, SIK1 XapaKTePU3YIOThCS BUIAIKOBUM PO3MIIIECHHSIM, 1110 JOJA€ TUHAMIKY
1 BUKJIMK rpasitauii 1o rpu. Hlnsxu 1 nepemkoan noBUHHI OyTH PI3HOMAHITHUMHU JJ151
KOXXHOTO TeWMIUIet0, 100 3a0e3MeunTH YHIKAJIbHUNA JOCBIJ KOKHOTO pa3y, KOJU

rpaBelb NPOKJE pPIBEHb.

Mac. Lin

Pucynok 2.14 — YpaxyBanus Mexanik Roguelite rpu

A. O. TVPJIIH Apx.
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Kpim Toro, BaxxuBO nepei0aunTH BUITAIKOBY T€HEpallito ckapOiB, BOPOTIB 1
MacTOK, 1110 3a0€3MeYnTh Hemepe10auyBaHICTh 1 TOCTIHHY 3aIliKaBICHICTh IPaBlsl.
3acTocyBaHHS MPOIICAYPHOI TeHEeparlii TapaHTye, 0 KOKHE MPOXOKEHHS PIBHS
OyJie BIAPI3HATHCS BiJl ITONEPEIHHOT0, CTBOPIOIOYN HOBI BUKJIMKH Ta MOYKJIMBOCTI

JUIS TOCIIIDKEHHS.

Pucynok 2.15 — TecTyBaHHs Ta iTeparii.

HactynHuM KpokoMm € TecTyBaHHs Ta itepamii (puc. 2.15). ITicis cTBopeHHs
nepiioi Bepcii Mamu piBHS MpoBeAeHO TecTyBaHHS. [IpuaineHo yBary Iojo
reiMIUIero, NOTEHLIMHI MpoOJeMu 3 B3a€EMOJIIEI0, aTMOC(EpPy Ta 3arajlbHUN JOCBIA
rpaBus. 3A1HCHEHO HEOOX1THI KOPEKIii Ta iTepartiii, oo 3a0e3rneunTr OnTUMAIbHUI

JM3aiH P1BHSL.

@ MagicReugiike - Main
e

Pucynok 2.16 — TectyBaHHs Ta MOMIMILIEHHS.

TectyBaHHs Ta MOJIMNIICHHS: IIEi MpoLeC IIaHyBaHHS Manu piBHA (puc. 2.16)

JIOTIOMOTa€ BUSIBUTH TIOMHUJIKH, HECTaOUIBHOCTI Ta HeAOIKH. e 103BoJIss€ BUNIpaBUTH
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npoOiemMu Ta 3a0e3NeYUTH KOPEKTHY POOOTYy Tpu MEpeld BUIYCKOM JUIsl TPaBIIiB.

[TominieHHs TpuU MOXKE BKJIOYATH B ce0e ONTUMI3AIi0 MPOAYKTUBHOCTI,

BUTIPABJICHHs 0ariB Ta HEJOJIKIB, TOJaBaHHSI HOBOTO KOHTEHTY (TaKOTO SIK MOHCTDH,

MPEAMETH, JIOKAIIIT) JJIs pO3IIMPEHHS T'eUMILICIO, a TAKOXK BIOCKOHAJICHHS Bi3yalIbHUX

eeKTIB JUIsl CTBOPEHHS OUTbIII IMMEPCUBHOTO JJOCBITY TpaBIIs.

Po6oTta 3 OCBITIIEHHSIM Ta MOCTIPOIECIHTOM € BaXKJIUBOIO CKJIAJIOBOIO MpHU

po3poOiii inTepakTiBHOrO 3D cBiTy Ha Unity. Ocsitienns (puc. 2.17) monomarae

CTBOpUTH aTMOChEpy Ta HACTPIH, a MOCTIPOIIECIHT JO3BOJISE TTOKPAIIUTH Bi3yallbHY

akicTh Ta edekTu. Och KUIbKa KIIIOYOBUX AaCMEKTIB pOOOTH 3 OCBITICHHAM Ta

MOCTIPOIECIHTOM:

Pucynok 2.17 — Po6oTa 3 OCBITICHHSM.

Po3minienHs xepen CBITia: BCTAaHOBJIEHHS Jykepen cBitia (puc. 2.18), Takux

SK TOYKOBI, HampsMJeHI a00 IUIONIMHHI CBITHJIBHUKH, IIOO CTBOPUTH TOTPIOHY

OCBITJICHICTh Yy PiBHI.
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Pucynox 2.18 — Po3mitieHHst xkepen cBitia
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Pucynok 2.19 — Po3mileHHs IKepen CBiTiia Ha KapTi

Tunu cBiTna ta ix mapamerpu: Unity Hajae pi3HI TUINM CBITJA, Takl SK

AUPCKTOPHE, TOYKOBC, aM6i€HTHC, CIIOT, IIPOKCKTOP TOIIO. BYJIO BHU3HA4YCHO

MOTPIOHUIN THUII CBITJIA AJIA KOXHOI CIIeHH a00 00'€KTa, a TAKOXK HAJIAIITOBAHO KOTO

napaMeTpH, Taki K IHTEHCUBHICTb, KOJIp, pajaiyc ocBiTieHHs Touto (puc. 2.19). s

CTBOPEHHSI pPEaiCTUYHOI Ta aTMOc(hepHOi OCBITJICHHS OYyJI0 BUKOPUCTAHO pi3HI

KOMOIHAIl IIMX THINB CBITJA, J€¢ KOXXEH THUI BIJINOBIJA€ 3a CBOI OCOOJMBOCTI B

OCBITJICHHI clieHH. Hampukiaza, TMpeKTopHEe CBITIO0 BUKOPUCTOBYETHCS JIJISi CUMYJISAIII1

COHSIYHOTO CBITJIA 3 TIEBHOTO HAIPSIMKY, TOJ1 SIK TOYKOBE CBITIIO CTBOPIOE BIAUYTTS

JUKEpeJia CBITIIA y BUIJISA1 TOUKH.

@ MagicRouglike - Build - Windows, Mac, Linux - Unity 2021.3.1611 Personal* <DX11> & o x
fil GameObject Component Jobs Services Tools Window Help
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Pucynox 2.20 — Po3minieHHs riao0aabsHOro OCBITJICHHS 0€3 HaJlalTyBaHb
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Peanictuune ocBiTieHHs: BUKOpUCTAaHO TEXHIKH, TakKi sSIK OJMKH, TiHI, PO3CISTHE
OCBITJICHHSI, BIIOJIMCKH, 11100 CTBOPUTH PEATICTUYHUN BUTJIS] OCBITIICHHS J1JISI TPABIIA.

BpaxoBaHo matepianu 00'eKTiB Ta iX B3aeMoif0 31 cBiTJIOM (puc. 2.20 - 21).

|

Pucynox 2.21 — Po3minieHss ri100aasHOTO OCBITICHHS Ha KapTi

[Toctoporiecinrosi edpektu: Unity mae BOyJI0BaHI MOCTIPOLECIHIOBI eeKTH,
Taki sk MoymH-Omop, DOF (rnmbuna pi3kocTi), KOJbOPOBI (UIBTPHU, OJIMKH,
pO3CisiHHS TOIIO. BHUKOpPUCTOBYIOUM 1i €(pEKTH MOXKIWBO IMOKPAIIUTH Bi3yalbHY

SKICTh, HACTPiH Ta ePeKTH.

Pucynok 2.22 — Jlokaitist 6€3 BUKOPUCTaHHSI TIOCTIPOLIECIHTa
[TapameTpu MOCTHIPOIECIHTY: HAJAMITOBAHO MapaMeTPH TMOCTIPOIECIHTY s
JNOCSITHEHHsI  OaxaHux edekTiB. BukopucToBaHO HajalTyBaHHs, Takl K
IHTEHCUBHICTh €()EKTIB, PO3MUTTS, KOHTPACT, HACUYEHICTh TOIO, ISl JOCSATHEHHS

noTpiOHOrO BUTIIAAY Ta HACTporo (puc. 2.22).

A. O. TYPIIIH Apx.
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Pucynox 2.23 — Jlokailis 3 BAKOPUCTaHHS MOCTIPOIIECIHTa
TecTtyBanHss Ta onTUMi3alis: MEPEBIPeHO poOOTY  OCBITIEHHS  Ta
HOCTIIPOLIECIHTY Ha PI3HUX HPUCTPOSAX, LI00 NMEPEKOHATHUCS, 110 BOHU IPAIIOIOTh
HQJIC)KHUM YMHOM Ta HE BIUIMBAIOTh HAa HNPOAYKTUBHICTb. ONTHUMI30BaHO
HaJallITyBaHHsS Ta MapaMeTpH Uil JOCSITHEHHS ONTHUMAJIbHOI MPOAYKTHUBHOCTI 0€3

BTPATH Bi3yalibHOI AKOCTI (puc. 2.23).

@ MagicRougiike - Build - Windows, Mac, Linux - Unity 2021.2.16f1 Personal* <DX11>

Pucynok 2.24 — ®inanpHUM pe3yiabTaT

PoGota 3 OCBITIEHHSM Ta TMOCTIPOIIECIHTOM BHMAara€ eKCIEpPUMEHTIB,
TECTyBaHHS Ta TBOPYOIo Miaxoay. BianpanboBaHo pi3Hi KOMOiHAIIl HATAIITYBaHb Ta
edexTH, 00 CTBOpUTH OakaHy aTMocdepy Ta BidyanbHu cTwib aas Roguelite rpu

Ha Unity (puc. 2.24).

A. O. TVPJIIH Apx.
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2.3 CTBOpeHHH Bi3yaJibHUX e()eKTiB /IJisl irPOBOI0 3aCTOCYHKY

Particle Effects - me moTy)kHuii IHCTPYMEHT IJii CTBOPEHHS Pi3HOMAaHITHHX
Bi3yaJIbHUX €()EKTiB, TAaKUX sSK BUOYXH, BOTOHb, JOII, CHIT Ta Oarato iHmoro. Bona

IPYHTYEThCS Ha 1MiTallli MOBEIIHKA BEJIMKOI KUIBKOCTI MaJ€HBKMX YaCTUHOK, IO

JI03BOJISIE IOCSATTH PEATICTUYHUX Ta JUHAMIYHUX PE3yJIbTaTiB.

Pucynok 2.25 — JlonaBanus komrnonenTa Particle System
[TepmiM KpokoM € jJoaaBaHHs KoMmmoHeHTa Particle System g0 o6'exra
GameObiject (puc. 2.25). Lle moxHa 3poouTH, TiepeTruyBiu npedad Particle System
3 Assets maneni Ha 00'ext GameQObject B Hierarchy manerni, abo 5k 3a JOIOMOI0X0 MEHIO
GameObject > Effects > Particle System a6o komb6inartii kiasim Shift + P.
'E Hierarchy

4+~ o
R Untitled*

Pucynok 2.26 —3naxomkenns Particle System B manemi Inspector
[Ticas momaBanHs kKommoHeHTa Particle System BiH Oyae 3HaXOAWTHCH B
Inspector maneni (puc. 2.26). Koxen mapamerp Particle System wmoxe Oytu
HaJalITOBAaHUM JJI JOCATHEHHS NOTpPIOHOTO BizyajbHOro edexty B rpi. Jami,
HanmamTyBaHHs Particle System posnouwnnaetscst 3 BuszHaueHHs (popmu obsacTi

BUKHUAHHS), KA BKJIIOYA€E B ce0e Pi3HI apaMeTpH:

Apk.

A. O. TYPJIIH
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Pucynok 2.27 — JlonaBanus komrnoneHTa Shape (dopma)

Shape (®opwma): crouatky, BuOpano (opmy o0nacTi BUKWIAAHHS YACTHHOK.
Hampuknaza, Bukopuctano cepy A CTBOpeHHS KyisicToro egekry BuOyxy. [lotim
HaJallBaHO pajiyc cdepu, mo0 BU3HAYMTU 00JaCTh, 3 SKOi YACTUHKH OYyIyTh
BUKHUatucs (puc. 2.27).

« Emission

Time Cycles Interval Probahility

Listis Empty

+

Pucynok 2.28 — JlonaBanus komrnoHenta Emission (Bukuganss):

Emission (BukunauHs): OTiM, BCTAHOBJICHO KUTBKICTh Ta YaCTOTY BHKHIAHHSI
yactTuHOK. Hampuknan, Oyno BcranoBieHo 10 wactuHok koxkHi O cekyHAW s
CTBOPEHHSI TMOCTIMHOTO MOTOKY YacTUHOK (puc. 2.28). Jlami, HajgamrToBaHO 3MiHY
YaCTOTH 3 4acoM, 11100 3MIHIOBATH 1HTEHCHUBHICTH €(PEKTY.

Velocity over Lifetime (IlIBuAKiCTh NPOTATOM YCHhOTO JKUTTS): Jali,
BCTAHOBJICHO LIBUJIKICTh PYyXYy YaCTUHOK. ByJi0 BCTaHOBJIEHO MIBUAKICTH 1 M/cek, 11100
YAaCTUHKHA pPyXalucs BiJ LEHTPy chepu B ycix Hampsmkax. [[omaHO BUIMAIKOBY
HMIBUIKICTh, 00 J0JaTH BHMITAAKOBHA pyX dacTHHOK (puc. 2.29). Kpim Toro,
HaJIAIITOBAHO 3MIHEHHS HIBUAKOCTI MPOTATOM >KUTTS YACTUHKH, 11100 CTBOPUTH O1J1bIII

MPUPOTHUN PYX, TIOCTYTOBO 3MEHIITYIOUU MIBUIKICTH J10 HYJIS.

A. O. TYPIIIH Apk.
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Pucynok 2.29 — JlonaBanns komrnonenTa Velocity over Lifetime

Size over Lifetime (Po3mip mpoTsroM ychoro »HTTs): I MOIYJb JTO3BOJISIE
BU3HAYMUTH KPUBY, SIKa JUKTYE, K PO3MIP YaCTUHKHU 3MIHIOETHCS MPOTITOM 11 KUTTS
(puc. 2.30).

MoxHa penmaryBatd KpuBy B BikHI Inspector. Bice X mpexacrasisie
HopMastizoBaHui 4ac *uTTsd 4yacTuHKU (0 - ctBOpeHHs, 1 - 3HmmieHHs). Bich Y
NPEACTABIIIE PO3MIP BIIHOCHO IOYAaTKOBOILO pO3MIpy, BCTAHOBJIEHOTO B
HAJIAIITYBAHHIX CUCTEMU YAaCTHHOK.

[TocTiiiHO 3pocTaroya KpuBa 3MyCUTh YACTUHKHU POCTH 3 yacoMm. Kpusa y gopmi
JI3BOHA 3MYCHUTh YaCTUHKH CIIOYATKy POCTH, MOTIM CTHUCKATUCS TEpe] 3HUKHEHHSM.

ITocTiiHO CllaiHa KpuBad 3MYCHUTb YaCTHUHKHU CTUCKATUCA 3 YaCOM.

ver Lifetime

Particle System Curves

Remove
1.0 .

Pucynok 2.30 — JlonaBanus komrioneHTa Size over Lifetime
Size by Speed (Po3mip 3a MIBUAKICTIO): 1€l MOJIYJIb BHU3HAYAE 3B'I30K MIXK
IIBUJIKICTIO YaCTHHKH Ta ii po3mipom (puc. 2.31). 3 #Oro aomomMororw MoOXHa
HaJAIITyBaTH YaCTUHKHU TaKUM YHHOM, 100 1X pO3Mip 3MIHIOBABCS B 3aJIEKHOCTI BiJ
MBUAKOCTI pyxy. Hampukian, nmpu OUThIIN MIBHAKOCTI YACTHHKHA MOXYTh CTaBaTH
OTBIIMMHU, a MPU 3HUKEHHI IIBUAKOCTI — MeEHIMMHU. lle nomae auHamiku Ta

pearicTUYHOCTI edeKkTam, poOJIsTuu X OLIBIT MPaBIONOAIOHUMH Ta BUPA3HUMHU.

A. O. TYPIIIH Apk.
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Pucynok 2.31 — JlogaBanss komrnoneHTa Size by Speed

Size: us kpuBa BU3HAUAE, K PO3MIp MACIITA0Y€ETHCS 3AJICKHO BijJ MIBUIKOCTI
yacTUHKHU. Bick X mnpejcraBisie HOpMaii3oBaHy MBUAKICTh YacTHHKH (0 - HepyxoMa,
1 - makcuManbpHa MBHUIAKICTE). Bick Y mpencraiisie po3Mip BIAHOCHO MOYaTKOBOTO
po3Mmipy.

Jliana3oH MIBUKOCTI: BU3HAYAE J1aNa30H MIBUIKOCTEH, 110 BPAXOBYIOTHCS JIJIS
MaciTadyBaHHsl po3Mipy. YUaCTUHKHU 3 MIBUJIKOCTSIMHU, 110 BUXOIATH 32 MEXKI I[bOTO
Jllara3oHy, BAKOPUCTOBYBATUMYTh KiHIIEB1 3HAUEHHS KPUBOI.

Size over Lifetime mpormonye OiabIl TOYHHH KOHTPOJb HaJ 3MIHOIO PO3MIPY
IPOTATOM JKHUTTS YAaCTHHKH, HE3aJIeXKHO BiJ MBUAKOCTI. Size by Speed nuHaMiuHO
pearye Ha IMIBHJAKICTh YAaCTHHKU. Bysno CTBOpeHO edeKT, Je MBI YaCTHHKHU
3MaI0ThCS OUTBIIUMU, IMITYIOUM €(EeKT TOro, M0 OUIbII 00'€KTH 3MA0ThCA, IO
PYXaroThCsl NOBUIBHIIIE.

Bumagku Bukopucrtanss: Size over Lifetime miaxoauts 1uist CTBOPEHHS YITKUX
11a0JIOHIB 3pOCTaHHs a00 CTHCKAaHHS JUIA 4acTHHOK. Size by Speed kopucHuit s
CTBOPEHHSI BIIUYTTs MaciTady Ha OCHOBI pyXy YaCTUHOK. X0ua I1i MOYJI1 MPaIiol0Th
HEe3aJIe)KHO, MOXKHA 00'€THATH 1X JUI OTpUMaHHS cKiamHimmx edexrtiB. Hampukian,
MOJKHa BUKOpHCTOBYBaTH Size over Lifetime mis 3aranbHoi 3MiHM po3Mipy, a MOTIM
BUKOpucTOBYBaTH Size by Speed s Hesnaunux Bapialfiii po3mipy Ha OCHOBI
MIBUIKOCTI.

Bubip mix Size over Lifetime Ta Size by Speed 3anexuts Big 0akaHoro epexry.

k110 moTpiGHO CTBOPUTHU UITKI 3MIHH PO3MIPY 3 4acOM, MOTPIOHO BUKOPUCTOBYBATU

A. O. TYPIIIH Apk.
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Size over Lifetime. SIkiio moTpiOHO 11100 YaCTHHKH 3/1aBaJIUCs OLIBIIMMHU Ha OCHOBI 1X
IIBUIKOCTI, TO OTPiOHO BHKOpHcTOBYBatu Size by Speed. ExcriepuMeHTyBaHHS 3 iX

00'eTHAHHSAM JJa€ MOXKJIUBICTh OTPUMATH OUTBIN CKJIAJHI Bi3yaslbHi €(PEeKTH.

Gradient Editor n

Pucynok 2.32 — JlonaBanus kommonenta Color over Lifetime
Color over Lifetime (Komip mpoTsirom ycboro utts): Lleit Moaysb 103BoJsie
BU3HAYMTH, K KOJIP YACTUHOK 3MIHIOETHCS IPOTATOM il KUTTS (puc. 2.32).
Moxxna penmaryBaTd KpuBYy B BikHI Inspector. Bice X mnpencraBise

HOpMaTi3oBaHui 9ac ®UTTs 4acTUHKH (0 - cTBOpeHHS, 1 - 3HUIICHH).

arate A

icle System Curves

Remove

o

Pucynok 2.33 — JlonaBanus kommonenta Color by Speed
Color by Speed (Komip 3a MBHAKICTIO): 1€ MOAYJIb BH3HAYa€ 3B'SI30K MiXK
IIBUJIKICTIO YaCTHHKH Ta i1 KopopoM (puc. 2.33).
Color (Komip): ms xpuBa BH3HAYa€, SK KOJIP 3MIHIOETHCS 3aJ€KHO BiJ
IIBHIKOCTI YacTUHKHU. Bick X mpejcranisie HopmatizoBany mBuaKicTh yactuHky (0 -
Hepyxoma, 1 - mMakcuMmanbHa MBUAKICTH). Bick Y mpencrtaBnsie Komip, sikuii Oyje

BUKOPHUCTOBYBATHUCA AJIA YaCTHUHKH.

A. O. TYPIIIH Apk.
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Jliara3oH MIBUJIKOCTI: BU3HAYAE Jl1arla30H IMBUAKOCTEMN, 110 BPaXOBYIOThCS IS

3MIHU KOJIbOpY. YactuHku 3 MBUAKOCTAMHU, IO BUXOIATH 3a MEXI ObOT 0 ,Z[iaHaSOHy,

BUKOPHCTOBYBAaTUMYTh KiHIIEBI 3HaueHHS KpuBoi. CTBOpeHO edekT, Ae MIBUIIII

YACTUHKHU MAarOTh OUTBII HACHYEHUN KOJIIP, @ MTOBUIBHIIII - OUTBII THMSHUH.

Texture (Tekctypa): moTim, BUOMpaHO TEKCTYpY AJs yacTUHOK. Hanpukmnan, nst

CBITJIa 00€paHO TEKCTypy MUy abo BiacHE 300pakKeHHS AJSl YHIKaJIbHOTO €(eKTy.

Jonano BuOip 3 BOYJIOBaHUX TEKCTYp a00 BIACHUX 300pakeHb ISl KOYKHOI YaCTUHKHU

(puc. 2.34).

Noise

Pucynok 2.34 — JlonaBanns Texture

(ITym):  BUKOPUCTOBYETHCS JIJII CTBOPEHHS  BHUIIQJKOBHX

abo

MICEBJIOBUIIAJIKOBUX 3MIH Y BJIACTUBOCTSAX YACTHMHOK, TAKUX SIK MO3ULIA, PO3MIP, KyT

oOeprtanHs Ta 111 (puc. 2.35).

Llew mporec MOKHA OMUCATH HACTYITHUM KOJIOM:

using UnityEngine;

public class MagiclLights : MonoBehaviour

{
public ParticleSystem particles;
private void Start()
{
var noiseModule = particles.noise;
// HanawTtyBaHHA Noise pna Position
noiseModule.noise.type = NoiseModule.NoiseType.Position;
noiseModule.noise.strength = 0.5f;
noiseModule.noise.frequency = 5f;
// HanawtyBaHHA Noise pna Color
noiseModule.noise.type = NoiseModule.NoiseType.Color;
noiseModule.noise.strength = 0.2f;
noiseModule.noise.frequency = 2f;
}
}
A. O. TVPJIIH Apk.
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Yacrora Ta Ammutityaa (Frequency & Amplitude): cioyaTtky, BCTaHOBIIOETHCS
4acToTa Ta aMILTITY/la IIyMY, Kl BUBHAYAIOTh, SIK YaCTO Ta HACKUIBKU BEIUKI OYyTh
3MiHM. Benuka aMmrmiiTyna MoXKe MpPU3BECTH A0 OUIBIIMX 3MIH Y BJIACTUBOCTSIX
JaCTUHOK.

[Tpocropora IIsuakicts (Spatial Speed): mapamerp, skuii BU3HAYA€ MIBUIKICTh
3MiH y BJIACTMBOCTSX YAaCTMHOK B MPOCTOPi. bijbIia MBUAKICTS MOXKE MPU3BECTH J0

OLIBII MIBUAKHAX 3MIH.

High (3D)

Pucynok 2.35 — JlonaBanus kommoneHnTta Noise

Yacora [1Isuakicts (Temporal Speed): meii mapameTp BU3HAYAE IIBUIKICTH 3MiH
y BJIACTHUBOCTSX YAaCTMHOK 3 yacoM. Hampukian, Mo)kHa HalalTyBaTH YaCTUHKY Tak,
1100 iXH1 BJAaCTUBOCTI 3MIHIOBAJIMCS 31 30UIBIIEHHSAM 4Yacy B I'pi.

MinimansHe Ta Makcumanbhe 3uadenns (Min & Max Value): i napameTpu
OOMEXYIOTh 3MIHM BJIACTUBOCTEH YacTWHOK. Hampuknaa, SKIIO BCTAaHOBHUTU
MiHIMaJbHE Ta MAaKCUMaJIbHE 3HAYEHHS PO3MIPY, PO3MIp YACTUHOK Oyjie 3MIHIOBaTUCS
B MEXax I[UX 3HaYCHb.

dopwma [lIymy (Noise Shape): Bubip dpopmu 1rymy, Takoro sik urym [eprina abo
Simplex, BriMBae Ha Te, SIK TeHEPYIOThCS 3MiHH BIIACTHBOCTEH YaCTHHOK. Pi3Hi popmu
IIYMY MOXKYTb MaTH Pi3HI XapaKTEPUCTUKHU 3MiH.

Honatkosi [Tapamerpu (Additional Parameters): BoHu BIUIMBarOTh Ha BHUIJIS
HIyMy, Taki sIK Ci IIyMy, SIKHH KOHTPOJIIOE€ MOYAaTKOBUN CTaH 1Iymy, abo macirao,

KW BU3HAYAE MACIITA0 3MIH.

A. O. TVPJIIH Apk.
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Pucynok 2.36 — JlonaBanus komroneHta Renderer

B Unity Particle System napameTpu "Renderer’ Bu3Ha4aroTh criocio Bizyasmizariii
YaCTHHOK 1 BKJIFOUAIOTh TaKl HajamtyBaHHs (puc. 2.36).

Render Mode (Pexxum Bisyasi3ariii): criodaTky BUOMpAEThCs TUN Bizyauizaiii
yacTuHOK, Takuii sik «Billboard» mms 3aBxam 3BepHYTHX 10 KaMepHh YaCTHHOK,
«Stretched Billboard» mns Tekctyp, 110 pO3TATHYTI MiXK IMOYaTKOBOIO Ta KiHIICBOIO
no3utiisimu, «Meshy s Bukopuctanns 3D meri Ta iH.

Material (Marepian): MOTIM oOupaerbcs martepiad, KU
BUKOPUCTOBYBAaTUMEThCA JUIsl Bizyami3auli yacTMHOK. Lle mMoxke OyTtu BOymoBaHMiA
Matepian abo CTBOpEHUN BaMH BJIIACHHIA.

Trail Material (MaTepian ciiay): sSIKIIIO BUKOPUCTOBYETBCS CIIiT ISl YACTHHOK,
TO BUOMPAETHCS MaTepial JJisd Bizyani3alli HbOro CIifdy.

Sorting Fudge (BupiBHIOBaHHS): mapaMeTp, KU BHU3HAYAE 3MIMICHHS IS
COPTYBaHHS YaCTUHOK Y B1J0Opake€HH1, 100 KOPEKTHO B110OpakaTH iX Ha CIICHI.

Sorting Layer (Illap copryBauns) i Order in Layer (ITopsmox y 1mapi
COpPTYBaHHS): BUBHAYAETKCS IIaP COPTYBAHHS Ta MOPSAAOK YACTHHOK Y IIbOMY IIapi JJIst

MPAaBWJIBHOTO BIJIOOPaKEHHS Ha CIICHI.

A. O. TYPIIIH Apk.
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Min Particle Size (Minimansuuii po3mip 4vactuHok) i Max Particle Size
(MakcumanpHUM  pO3MIp  YACTUHOK):  HANAIITOBYETHCS  MIHIMAJIbHUK  Ta
MaKCHUMaJIbHHUI po3Mip YaCTHHOK y Bizyaui3arllii.

Flip (O6epTanHs): mapameTp, SKHH T03BOJISIE 00EpTaTH TEKCTYpy YaCTHHOK
HABKOJIO OCI.

Pivot (LlenTp): BU3HA4Ya€e TOUKY, BiJ AKOi BiIOyBaTUMEThCS MAcCIITAaOyBaHHS Ta
o0epTaHHS YaCTHHOK.

Billboard (binGopx): gacTHHKH 3aBXKI1 00EPTAIOTHCS OOJIMIUSAM JIO KaMEpH.

Stretch Billboard: wactunku 00epTaroThCs OOJIMYYSIM O KaMEpH, ajiec MOXKYTh
TaKOX PO3TATYBATUCH Y3/I0BK HANIPSIMKY PYXY.

CrBopenns God Rays mis 3D cBity irpoBoro 3actocyHky "Forbidden Forest” B
Unity Particle System.

God rays - me Bi3yanbHHU €QEKT, SKHi BHKOPHCTOBYETHCS JUIS IMiTarlii
IIPOMEHIB CBITJIA, 1110 TPOOUBAIOTHCA Kpi3b aTMocdepy abdo inm o0'ektu. Lleit edext
4aCcTO BUKOPUCTOBYETHCS B irpax Ta GpilbMax st CTBOPEHHS ApaMaTHIHOT aTMOChepH

a00 MiAKPECICHHS BaXXJIMBUX €JIEMEHTIB clieHu (puc. 2.37).

Pucynok 2.37 — Cteopennst God Rays B Unity Particle System.
Cropennst God rays B Unity - 1e mopiBHSHO MPOCTHIA TIPOIIEC, AKUH BUKOHAHO
3a jonoMoror cuctemu Particle System. 3aBasku npaBWJIBHUM HaJIAaIITYBaHHSIM 1
BUKOPHCTAHHIO OCBITJICHHS, MOXKHA CTBOPUTH Bpakaroumid edext God rays, sxwii

J0/1a€ TTMOMHU 1 aTMOC(EPHOCTI Oy Ib-AK1i IrPOBI CIICHI.

A. O. TVPJIIH Apx.
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CrBopeno HoBuii Particle System. Ilepexoaumo mo GameObject > Effects >
Particle System abo mpocto Haruckanus kmasim Shift + P, mo6 cTBopuTH HOBHI

Particle System (puc. 2.38).

Pucynok 2.38 — JlogaBanus kommnonenTa Particle System

Hanamrysanns Particle System (puc. 2.39):

W Particle System @ i
Open Editor...

AW_GodRays
- Y Q:

Pucynok 2.39 — Hanamrysanns Particle System
1. Tpusamicts: 5. lle 03Hauae, 110 KOKHA YaCTUHKA OyJie ICHYBAaTU MPOTATOM
5 cekyH/, mepil HiXK 3HUKHYTH.
2. HBuzkicte: 0. Ile o3Hayae, 110 YaCTUHKU HE OyAyTh MaTH IMOYATKOBOI
HIBUAKOCTI.
3. Poswmip: Y Z1, X1 10. lle o3Hayae, 1110 YaCTUHKU OyIyTh MaTH MOYATKOBUI
po3mip 1o oci Y 1 Z, sskuii Oyjie BU3HAYATUCS BUMAJAKOBUM 3HAYCHHSIM M1

11Z1, a mouatkoBuii po3mip 1o oci X Oyne nopisHtoBatu 10.
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[ToBopoT: 2151, 0 YO ZO, 180 0. Ile o3nauae, 1110 4aCTUHKH OYTyTh MaTH
MOYATKOBUI IMOBOPOT MO oci X, sSkuii OyJe BH3HAYATHCS BHIIQJIKOBUM
3HaYeHHAM MiX 2 1 15, mouaTkoBuii moBOpoT 1o oci Y Oyze popiHioBaTH 0,
a TTIOYaTKOBUM MOBOPOT 110 oci Z Oyzae aopipHioBatu 180.

Komip: binmii. Lle o3nauae, mo yacTUHKK OyAyTh MaTH MOYATKOBUHN O1IHiA
KOJIp.

['paBitamiitauit Mmonudikatop: Local 0. Lle o3nauae, 1m0 Ha YacTUHKU Oy/ie
BIUTMBATH CWJIA TSDKIHHS, aje CWia TsDKIHHS Oyne po3paxoBYBaTHCS
JIOKAJBHO, a HE IJI00aJILHO.

[IBuakictes cumyJsmii: Scaled 1. Ile o3Hauae, 10 MBUAKICTH CUMYJISIT

Oyzie MaciTabyBaTHCS BIAMOBIAHO 10 YaCTOTH KaJIpiB.

JHonasanuss Renderer: Ilepexogumo mo Component> Renderers> Sprite

Renderer abo Mesh Renderer. Ile nonae Bi3yanbHuii kommnoneHT jgo Particle System
(puc. 2.40).
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Pucynok 2.40 — HanamryBanus Renderer

Jlani Bubupaemo marepian i BcranoBroemo Additive ado Soft Additive pexxum

onenauury. Lle 103BOAUTH MPOMEHSM CBITIA MPOOUBATHCS Yepe3 1HII 00'€eKTH (pHC.

2.41). Additive GJeHIUHT 10/1a€ KOJIBOPU YACTHHOK JI0 KOJIbOPIB (DOHY, CTBOPIOIOYH

SCKpaBl Ta HACHYEHI CBITJIOBI MPOMEHI.
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Pucynox 2.41 — HanamryBanHs mapaMeTpiB MaTepiaity
Jonasanus napametrpa Maps:
1. Albedo: HDR - OcHoBHa TeKCTypa MaTepiaiy.
2. Emission: Bumkueno - EmiciitHa kapTa /1 CTBOPSHHS CBITJIa BiJl YaCTHHOK.
3. Tiling: X 1,Y 1 - IlnuTtka TEKCTypH.
4. Offset: X 0, Y 0 - 3cyB TeKCTypH.
Honasanus Noise: ITepexoaumo 1o Component > Add Component > Noise. Le

J0/1aCTh €(PEKT pO3MUTTS Ta OPEOJTy J10 IPOMEHIB CcBITIA (pHC. 2.42).

PucyHok 2.42 — JlonaBannsi komroneHTa Noise

— Strength: KOHTPOIOE THTEHCUBHICTH IITyMOBOTO €(EKTY.
— Frequency: Bu3Havyae 4acTOTy MMOBTOPEHHS [ITyMOBOTO MIAa0JIOHY .

— Damping: KOHTPOJIIOE MIBHIKICTh 3racaHHs IIyMY 3 4aCOM.

A. O. TVPJIIH Apx.
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— Octaves: KOHTPOJIOE KUIBKICTh IIApIB IIyMY, SIKI BUKOPHUCTOBYIOTHCS IS
CTBOPEHHS 3arajibHOTO €(PeKTy.
— Quality (SIkicTh): KOHTPOIIOE AKICTh IITyMOBOTO eekty. [llym BUIIOT AKOCTI

BUTJISIIATUME PEATICTHUYHIIIE, ajie HOTo BIATBOPEHHS Oye JOPOKUHM.

Honasanus Color over Lifetime: Ilepexogumo mo Component > Add

Component > Noise. [1e qogacts eheKT pO3MHUTTS Ta OPEOIY JI0 IIPOMEHIB CBiTIa (pHC.

2.43).

SIKUN

Gradient Editor n

Mode Blend

Color Location 0.0

Pucynok 2.43 — HanamryBanus napametpis Color over Lifetime

2.4 Peasizanisi nporpaMHoOro Koy /Jisi CTBOPeHHsI 1eiijepiB

Shader Graph - 1e Bi3yanbHUil IHCTPYMEHT Ui CTBOpPEHHs mieinepis B Unity,

7103BOJIsIE PO3pOOHKMKaM Oe3 riuOokux 3HaHb MoBH mieiaepiB (HLSL a6o Cg)

CTBOPIOBATH CKJAJHI Ta KpacuBl Bi3yalbHl edekTh. 3aMmiCTh HAMHCAHHS KOIY

IICHT

HOJZa

epa, Shader Graph BukopuctoBye rpadiunuii iHTepderic 3 HoJaMu, e KOXKHA
BIJIMOBIJIA€ 3 TIEBHY orepaliio abo GyHKIIo.
[lepeBaru Bukopuctanus Shader Graph:
1. TIIpoctora Buxopuctanus: Shader Graph He noTpebye 3HaHb MOBU
mieiepiB, poOIsSTYN HOTO TOCTYITHUM JIJISl IIIUPIIOTO KOJIa PO3POOHUKIB.
2. IatyiTuBHO 3po3yMminuii iHTepdeiic: BizyanbHe npeacTaBieHHs MIEHAEPIB 3a

JIOTIOMOTOI0 HOJI pOOUTH X OUIBII 3pO3yMUIMMH Ta JIETKUMHU IS

peaaryBaHHs.
A. O. TYPIIIH Apk.
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3. IlIBunke nporotunyBanHs: Shader Graph 103BoJIsI€ MBUIKO CTBOPIOBATH Ta

TECTYBaTH Pi3HI Bi3yaJabHi €(PEKTH, CKOHOMIISTYH Yac PO3POOKH.

4. T'nmyukicth: Shader Graph npomnonye mupoxkuit CiekTp HOA Ta QyHKIIN, 10

Jla€ MOXKJIMBICTh CTBOPIOBATH CKJIAJHI Ta PEATICTUYHI IIEHIEpH.

5. Bizyamzarisa: Shader Graph no3Bosisie BizyanizyBatu pe3yabTaT Iieiaepa B

PEXHMI PeasIbHOTO Yacy, 10 MOJIETIy€e HOTo HalallITyBaHHSI.

Pucynok 2.44 — JlonaBanns Shader Graph

CTBOpeHHS IIeliiepa MOYMHAETHCS 31 CTBOPEHHS HOBOro MaTepiany B Unity ta

BuOepaemo Shader Graph sk Tun meiinepa mis 1poro Marepiany (puc. 2.44). s

1boro noTpioHo neperitu B Create meHto Ta obepatu Shader. O6upaemo PBR Graph

JUTsl CTBOpEHHS meiaepa (iznuHo-kopektHoro penaepunry (PBR), abo Unlit Graph

JUTsl CTBOPEHHS MpocToro meiaepa 6e3 ocsitinenHsa. HasuBaemo cBiit Shader Graph ta

30epiraemMo Moro B MOTPIOHIM marmii.

New Shader Graph

Pucynok 2.45 — Bikao B Graph View

Metal ~

e Opaqi~
Front~
Auto ~
LEquiv

s v
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[Tepersryemo Hoay Color 3 manen Nodes Ha Graph View (puc. 2.45). L1 Hona
Oy/ie BUKOPUCTOBYBATHUCS JIJIS 1711 BCTAHOBJICHHSI HOBOTO KOJILOPY 3 KOO MU OyZeMO
3MIHIOBATH KOJip. Jlo1aeMo By31u KOJIBOPI1B, HATUCHYBIIIH IPAaBOIO0 KHOMKOIO MHUIII Ha
rpadimi i BuOpasmm «Create Node» (CtBoputu By3on) > «Input» (BBenenns) >
«Colory (Kouip).

Graph Insp

Node Settings  Graph Settings

Property: Color

Name Color
Reference _Color

Default |
Default

Inherit
'

Pucynoxk 2.46 — HanamryBanns BiactuBocteit Color

HanamrryBanns BnactuBocteit (puc. 2.46):

3mintoeMo 3HayeHHsi Color, mo0 BcTaHOBUTHM OakaHuil Kojip. MoxHa
BukopucroByBatu Color Picker, mo6 BuOpatu koiip BizyasibHo. [ani, neperaraemo
Hoau 3 nmaneni Nodes Ha Graph View.

Icnye Garato TUMIB HOJ, TAKUX SK HOAM JIJIT MAaTEMAaTUYHUX OTIEpalliid, JOCTYITy
JI0 TEKCTYp, T€HEPYBaHHsI OCBITJICHHS Ta 1H. BUKOpUCTOBYEMO TOMIYK, 11100 IMIBUAKO
3HalTH MOTpiOHI HOoAW. Lle mo3Bossie 3pydHO OpraHizyBaTH poOoYe CepeIOBUINE Ta
HIBUKO 3HAXOAUTH HEOOX1HI IHCTPYMEHTH JIs peajizaliii pi3HOMaHITHUX €(EeKTIB 1
ornepauiid B rpapiyHOMY PeIaKTOPI.

[ToTiM miakIrO9aEMo BY3JIH pa3oM, 1100 cTBoputu Oaxkanuii edext. Hanpukmnan,
By30u1 «Texture 2D» 1o Bysna «Albedo» mis BcTaHOBICHHS TEKCTYpH JUIS YaCTHHOK,
a By3on «Noise» 3'emnaemo g0 By3nma "POSIition" mns gomaBaHHS IIyMY 0O PYXY
YaCTUHOK.

[TinkarouaeMo BY3JIM KOJIbOPIB JI0 OCHOBHUX BY3JIB Ieiaepa. Hampuxmnan,
MIIKJIF0YaEMO BY30J1 KOJIIPHOTO BBeeHHs 10 By3ia «Base Colory (OcHoBHU KoITip)

B rpadiky PBR meitnepa (puc. 2.47).
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Pucynok 2.47 — Iigkmouenns By3miB B Shader Graph

Jl1st Toro 100 3’€IHATH HOJIU MOTPIOHO:

1. Bubpartu BUXiJl OTHOTO HOJA.

2. TlepeTsrHyTH JiHIIO O BXOAY 1HIIIOTO HOJA.

3. 3'eqHaHHs BU3HAYAIOTh MMOTIK JAaHUX B IIEHEpi.

B Shader Graph moyxHa gomaBaty pi3Hi By3JH, SKi IPEACTABIAIOTH Pi3Hi eheKTH

merigepa. Hanpuknan, By3on «Texture 2Dy» mns BubGopy Texctypu, «Color mis

BHOOPY KOJILOPY YacTUHOK, «NOISe» /I A0AaBaHHs IIyMY J0 PyXy YaCTUHOK 1 T.JI.

Shader Graph takox m03BOJsie JmomaBaTH J0JATKOBI e(eKTH, Taki SK

OCBITJICHHSI, 3MIHA KOJIbOPIB B 3aJIe)KHOCTI BIJ KUTTEBOTO IIUKIY YACTUHKH, Pi3HI

B3a€EMO/IIT 3 CEPEIOBUIIEM Ta iHII e(EeKTH 3a JOTOMOTOI0 BIATOBIIHUX BY3JIIB.

Metallizi1)

Pucynox 2.48 — JlonaBanns Homu Multiply
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Jlani nojlaeMo HO JiIst 3MiHM KOJIbOPiB. {715 11bOT0 MOTP16HO:

[lepersiruytu Homy Multiply 3 manemi Nodes nHa Graph View (puc. 2.48).
3'ennaty Buxig RGB nonu Sample Texture 3 Bxogom A Hoau Multiply. Leit 3B's130K
nepeae KoJip TeKCTypH, Skuit Oyje 3MiHtoBaTucs, 10 Hoau Multiply. 3'eqnaTu Buxiz
Color mogu Set Color 3 Bxogom B Hogu Multiply. Lleit 38'130k nepenae xomip, SKui
OyZe BUKOPHUCTOBYBATHCS /Jisi MHOXKEHHA Ha KoJip TekcTypu. Llga xondiryparis
JTI03BOJIUTH 3MIHIOBATH KOJIp 32 JIOMOMOTOK0 MHOKECHHS.

HanamroByemo BiactuBocti Hoau Multiply, aBidi knanaemo Ha HOAl Multiply,
100 BigkputH ii Properties Panel, MmiHroeMo 3HaYeHHS A 77151 KOHTPOJIIO IHTEHCUBHOCTI
3MiHU Koabopy. 3HadeHHs 1.0 Oyne 30epiratv OpuriHaIbHUN KOJIp, @ 3HAYEHHS
MeHme 1.0 Oyzae 3aTeMHIOBaTH HOro.

[TapameTp A KOHTpPOJIIOE TMEPIINI MHOXHHK. Y 1IbOMY BHUIIQJKy BiH OyJe
BUKOPHCTOBYBATHUCS JIsI MHOYKEHHS KOJIbOPY TEKCTYPH.

[Tapamerp B koHTposto€ apyruii MHOKHUK. Y I[bOMY BHUIIQJKy BIH OyJe
BUKOPHCTOBYBATHUCS JUIsl MHOKEHHS KOJIbOPY, 3aaHoro Hojoro Set Color.

Konu nBa xonbopu MHOXKAThCA, KOKeH KoMITOHEHT RGB (uepBoHuii, 3eeHuit,
CUHI/) MHOKUTBCSI OKPEMO.

Hanpuxknan, sikmo xomip tekctypu RGB (0.5, 0.7, 0.3) MHOXUTBCS Ha KOJIIp
RGB (2, 1, 0.5), To pe3ynbrat 0yae RGB (1, 0.7, 0.15).

Lle mpu3Bene 10 3aTeMHEHHS YEPBOHOTO Ta 3€JI€HOTO KOMIIOHEHTIB TEKCTYpH, a

CHUHIA KOMIIOHEHT CTAHE ThbMSIHIIIIHM.

Pucynox 2.49 — JlonaBanus Hoau Lerp
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[Tepersaryemo nomy Lerp 3 maneni Nodes va Graph View (puc. 2.49). 111 Hona
OyZe BHKOPUCTOBYBATHCS IJIsl IUIABHOTO MEPEXOAy MK JBOMa KOJIbOpPaMH, IO
JI03BOJIUTH CTBOPIOBATH OB IJIABHY 1HBEPCIIO.

3'eqnyemo RGB nogu Sample Texture 3 Bxogom A noau Lerp. Lleit 3B's130k
nepenae KoJip TEeKCTYpH, sAKHi Oyne iHBepToBaHo, 10 Hoau Lerp. 3'emnaemo
dixcoanuii Buxiz 1.0 3 Bxogom B Homu Lerp. s B3aemonist Oy/1e BAKOPHCTOBYBATUCS
sk 0a30BHi KOJIip 11 iHBepcii. 3'exnaemo Buxing Color moam Invert 3 Bxogom T HOaH
Lerp. BoHo nepenae iHBepTOBaHM KOJIp TEKCTypu 0 Hoau Lerp.

HanamtyBanss BiacTuBocTe Hou Lerp:

JIBiui Kimanaemo Ha Hogi Lerp mo6 Bigkputu i Properties Panel.

Amount: Ileii napaMeTp KOHTPOJIOE IIJIABHICTh NEPEXOAY MIXK JBOMa
koibopamu. 3HaueHHs 0.0 Oyae BukopuctoByBatu 6azoBuii koiip (1.0), a 3HaueHHs
1.0 Oyzne 3acTocoBYBaTH IHBEPTOBAHMM KOJIIP.

MoskHa HajamrTyBaTd Ied mMmapameTrp, o0 oTpuMaTH OakaHy IUIaBHICTh

1HBeEpCIi.

Channel

Pucynoxk 2.50 — JlogaBanns Honu UV
[Tepetsiraemo Homy uv 3 manen Nodes Ha Graph View (puc. 2.50). s Homa
reHepye koopauHaTu Tekctypu (UV) mis morouroro mikcens. UV-koopauHaTH - 1€
3HaueHHss MDK 0.0 1 1.0, siki BU3HA4arOTh, i€ HA TEKCTypl 3HAXOAMUTHCS IIKCENb.

[Tepetsiraemo Homy Split 3 manem Nodes Ha Graph View. Llst Hoga po3miisie BEKTOp

A. O. TVPJIIH Apk.
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UV Ha yotupu okpemi komnoHeHTH: R, G, B ta A. 3'eHaemMo BHX1J1 HOJH UV 3 BXOJIOM
Hoau Split. ILle mepenacte UV-koopaunaTu 10 Hoau Split a1 po3aisieHHs.

Mosxna BukopucToByBatd Buxoau R, G, B ta A Hoau Split s pi3HUX IUTEH.
3'eqHaeMO oJIMH a00 JeKinbKa BUXO1B HOu Split 3 BXxogoMm Hoju Sample Texture. Le
J03BOJIUTh BUKOpHUCTOBYBaTH UV-KOOpIWHATH I BUOIPKHA KOJBOPIB 3 TEKCTYpPH
nuHaMivyHO. Hampukiam, MokKHa BUKOPHUCTOBYBAaTH KOMIOHEHT R st BuOOpy
YEPBOHOTO KaHATY TEKCTypH, a KOMIIOHEHT G 711 BUOOPY 3€JIE€HOTO KaHaIy.

J103BOIISIETHCST  BUKOPUCTOBYBAaTH KOMITOHEHTH UV 1711 CTBOPEHHS PI3HUX
BI3epyHKIB Ha OCHOBI iX 3HadyeHb. Hampukmam kommnoHeHT G Il CTBOPEHHS
CMYyTacToro Bi3epyHKa, jae 3HadyeHHs 0.0 BiamoBijae 4opHiMl cmy3i, a 3HadeHHs 1.0

Bi/IMOBIAa€ O1Tii cMy3i.

New Shader Graph

« Color

« Color (1)

Pucynok 2.51 — Pe3ynbrat nigkmtouanss By3miB Multiply ta Lerp

Yepes Bukopuctands Hoau Multiply 3 dikcoBanum 3HadeHHSIM, TakuM sk 0.5,
TO pe3yJbTaT Oyne 3areMHeHHs Tekctypu Ha 50%. Buxopucranns Homu Lerp 3
napaMeTpoM Amount, sSIKHH 3MIHIOETbCSI 3 YaCOM, TO BIH Ja€ pPe3yJsbTaT 3 IJIABHUM
MEePEX0JIOM BiJ OPUTIHAIBHOTO KOJIOPY TEKCTYpPHU 0 YOpHOTO (puc. 2.51).

Buxopucroytouun Set Color 3 pikcoBaHHM KOJIBOPOM, TAKUM SIK YEPBOHUH, TO
pe3ynbTaT Oyje 3MIHOIO BIITIHKY TEKCTYPH Ha YEPBOHUH.

Hartuckaemo knomnky Play B Inspector naneni (puc. 2.52).

Shader Graph Oyne Bi3yamni3yBaTH pe3ysbTaT IIEHJepa B PEKUMI peasbHOTO

yacy. MoxHa o0epTratu Ta MacmTadyBaTH KaMmepy, 1100 MOKPAIIUTH Pe3yIbTaT.

A. O. TVPJIIH Apk.
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Pucynok 2.52 — Pe3ynbTaT BUKOpUCTaHHA WIEHAEpA HA CLEHI.

[Ticnst crBopenns melaepa y Shader Graph, 3acTocoByemMo Horo 10 00'€KTiB y
HaII# CIieH], 00 Mo0aYuTH pe3yIbTaTH B PEKUMI PEaIbHOTO Yacy.

30epexenHs Ta Bukopucranusa Shader Graph:

30epexxenHst Ta BukopuctanHs Shader Graph moxxe OyTH JOCHUTH MPOCTUM
npouiecoM. [licnsg cTBopeHHs rpada mieiaepis 1 3a1aHHs BC1X HEOOX1THUX MMapaMeTpiB,
Mu 30epiraeMo Ham rpad Shader Graph, mo0 Matu MOXIUBICTH MOBTOPHO
BUKOPUCTOBYBATH MOT0 Yy MaitOyTHbOMY. J1J1s 11hOTO TIepexo 1Mo 110 tanesi Materials,
7€ MU MOXKEMO CTBOPUTH HOBHMI Marepian abo BuOpaTtu icHyroumid. [Ipu 1mpomy
obupaemo 30epexxenuit paniiie rpad Shader Graph ayis BUKopucTaHHS B 0OpaHOMY
matepiani. CTBOproeMO HOBHIA MaTepiai abo o0epaeMo 1ICHYIOUHUH.

Y Shader dropdown mento, 3Haxoaumo Ta obepaemo «ColorChangeShader.
MoskHa HanamTyBaTH BIACTMBOCTI MaTepiaiy, mo0 kepyBatu Shader Graph,

HaIpUKIIa1, 3MIHIOBATH KOJIIp, IHTECHCUBHICTB 3MiHU a0o 1HBepcii (puc. 2.53).

Surface Options

Surface Inputs

Advanced Options

Pucynok 2.53 — Hanamrysanns Hlelinepa.
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B pesynbrati oTpuMano menaep 3 MOXIJIMBICTIO 3MIHM KOJILOPIB Ha 3aJJaHOMY
00’€KT1 HA CIIEHI.
[Tpuxnan BUKOpUCTaHHS 3MiHA KOJIBOPIB HA MPUKJIIAA1 CTBOPEHOTO HIeHepa s

XMap i irpoBoro 3actocyHky "Forbidden Forest" (puc. 2.54).

-
.

b ¢

e e

Pucynox 2.54 — lleiinep xmap
Xwmapu B irpoBomy 3actocyHky “Forbidden Forest" moxyTh auHAMig4HO

3MIHIOBATH CBIH KOJIIp, CTBOPIOKOYH OUIBII peajicTuuHy Ta atMocdepy (puc. 2.55).

Pucynox 2.55 — Pe3ynbrar BUKOpUCTAHHS MIEHEpa 711 3MIHA KOJIbOPY XMap

[IepeBaru:

. [leit meTom M03BOJISIE JAMHAMIYHO 3MIHIOBAaTH KOJKOpU XMap 0e3
HEOOX1THOCTI MUCATH KOJI.

. Shader Graph Bi3yaJibHO HpPOCTUH Yy BUKOPUCTaHHI, 10 POOUTH HOTroO

JIOCTYITHUM JJIs1 PO3POOHHUKIB 0€3 JOCBIy poOOTH 3 IIeiaepamu.

. Ile MoJKe MOKpAIIUTH Bi3yallbHY SIKICTh iIrpOBOT0 3acTocyHKy "Forbidden
Forest".
A. O. TYPIIIH Apk.
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[I{o6 mporpama iHiIliroBajga BUKOPUCTOBYETHCSI HACTYITHUM KO

Shader "Custom/NewSurfaceShader"

{

Properties

{
_Color ("Color", Color) = (1,1,1,1)
_MainTex ("Albedo (RGB)", 2D) = "white" {}
_Glossiness ("Smoothness", Range(0,1)) = 0.5
_Metallic ("Metallic", Range(9,1)) = 0.0

}

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200
CGPROGRAM

// Physically based Standard lighting model, and enable shadows on all light
types
#pragma surface surf Standard fullforwardshadows

// Use shader model 3.0 target, to get nicer looking lighting
#pragma target 3.0

sampler2D _MainTex;
struct Input

{
float2 uv_MainTex;

1

half _Glossiness;
half _Metallic;
fixed4 _Color;

// Add instancing support for this shader. You need to check 'Enable Instancing'
on materials that use the shader.

// See https://docs.unity3d.com/Manual/GPUInstancing.html for more information
about instancing.

// #pragma instancing_options assumeuniformscaling

UNITY_INSTANCING BUFFER_START(Props)

// put more per-instance properties here
UNITY_INSTANCING BUFFER_END(Props)

void surf (Input IN, inout SurfaceOutputStandard o)

{
// Albedo comes from a texture tinted by color
fixed4 ¢ = tex2D (_MainTex, IN.uv_MainTex) * _Color;
o0.Albedo = c.rgb;
// Metallic and smoothness come from slider variables
o.Metallic = _Metallic;

o.Smoothness = _Glossiness;
o.Alpha = c.a;
}
ENDCG
}
FallBack "Diffuse"
}
A. O. TYPJIIH Apk.
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BuCHOBKM 10 IPYroro po3aiiy

Byno npoaeMoHCTpoBaHO aHai3 mpolecy po3poOKH KOHIEMIIT IHTePaKTUBHOTO

3D cBiTy Ans irpoBOrO 3aCTOCYHKY uepe3 JiarpaMu, 1[0 UTIOCTPYIOTh LIeH TMpoliec.

JleTanbHO OMMCaHO KPOKU PO3POOKH JIOKaIlli Ta CTBOPECHHS BI3yaJIbHUX €(PEKTIB IS

MBUIIEHHS PEealiCTUYHOCTI irpoBOTO JA0CBimMy. Po3polbiieHo BiacHMi meiaep, sSskui

3HAYHO MOKPAIUB Bi3yasi3allilo iIrpOBOTO 3aCTOCYHKY.

pPO3pO0OKH,

JlomaTkoBO, MpOBEICHO aHalli3 €(heKTUBHOCTI BUKOPUCTAHHS PECypPCiB IIiJT Yac

MPOJYKTUBHICTH TPH.

0 JO3BOJWJIO ONTHUMI3YBaTh TMpoLeC Ta 3a0e3MeuYuTH BHUCOKY
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PO3/ILJI 3. OIIUC POBOTH 3 IFTPOBUM 3ACTOCYHKY TA HOI'O

TECTYBAHHA

3.1 Onnc pod0TH 3 iIrpOBUM 101aTKOM

PiBenb nepeHocUTh rpaBiisl B PeHTE31MHUIM CBIT, € KOXKEH KyTOUOK HAalTOBHEHU I

yapaMu Ta npuroaaMu. OCHOBHOIO JIOKAIIEIO € TPAKTHP, KU MOAUIEHUN HA KUTbKa

pizHux 30H. [leTani 106pe mpomanboBaHi, a OCBITJIEHHS €()€KTUBHO CTBOPIOE TEILTY Ta

npuemMHy armocdepy. TpakTup, 3HaAXOAUTHCS B CEPEAHBOBIUHOMY (PeHTe31HHOMY

cBiTl. TpakTup mNpuUKpamieHui PiI3HOMAHITHUMH MpPEIMETaMH, II0 HaJaloTh HOMY

CIJILCBKOTO Ta CepeHBLOBIYHOTO BUTIIIAY (puc. 3.1).

Pucynok 3.1 — IlouaTok piBHS

VY mepenHii 4acTUHI PO3TAIIOBAHMM MPOCTOPHM Oap 3 KUIBKOMa BHCOKHUMU

Ta0ypeTamu, /i€ BiJIBiyBaul MOXKYTbh 3aMOBUTH Hamoi. 3a 0apHOI0 CTIMKOI MOXHA

moOaYNUTH IIOJIMII, 3aCTaBJICH] IUIMIIKAMHA BHHA Ta 1HIIMMH aJKOTOJbHUMHU HAIIOSIMU,

K1 CTBOPIOIOTH aTMOC(epy 3aTHIIKY Ta TOCTUHHOCTI.

VY 1eHTpl TpakTupa pO3TalllOBaHI YUCIEHHI CTOJIM Ta CTUIBIN, /e BIJABiAyBayi

MOKYTbh HACOJIO/IKYBATHCS 1’KEI0 Ta HAIMOSIMU, OOTOBOPIOIOYH CBO1 mpuroau. BaanuHi,

y 3aJHI YacCTHUHI TPaKTUpa, BUAHIETHCS BEJIMKUN KaMiH, 1[0 BUIIPOMIHIOE TEIIe

CBITJIO, 3aMPOITYIOYH TOCTEH 3ITpIiTUCS MICIs JOBroro nus (puc. 3.2).

A. O. TYPJIIH

O. B. KY3bMEHKO
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Pucynok 3.2 — Tpaktup
Jlekop TpakTHpa JONOBHIOIOTh PI3HOMAaHITHI MPEAMETH, LI0 CTBOPIOIOTH
BIIUYTTSl CTAapOJAaBHBOIO CEPEIHBOBIYHOrO CBITy. Ha cTiHax Bucath 30pos,
o0JalyHKH, a 3 CTeJIl 3BUCAIOTh PI3HOKOJIBOPOBI Mpanopu Ta ctaru. Koxen kyTouok

L[bOTO MICLI HAIIOBHEHHUI aTMOC(EpOoro MPUro Ta CTapoIaBHIX 1cTopiit (puc. 3.3).

Pucynox 3.3 — IIpocTtopuii 6ap

BiaBigyBaui TpakTHpa — i€ pi3HOMaHiTHa rpyna moaei. Tyt MoxHa nobauutu
IOPUTOJTHUKIB y OJMMCKYuYuX OOJaJyHKaX, MICLEBHUX XHUTEJIB y MPOCTOMY OAs31 Ta
HaBITh KUIBKOX MOHCTPIB, 110 CIIOKIMHO CHASTH 3a cTOJaMu. BOHM 3alHATI pi3HUMHU
CIpaBaMU: XTOCh I'€ €J1b, XTOCh I'Pa€ B a3apTHI IrpU, a XTOCh PO3MOBIAAE MPO CBOI

MMOJIBUTH.

A. O. TYPIIIH Apk.
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Pucynok 3.4 — KimMHara B TpakTupi

300pakeHHsI MOKa3ye 1HTEp'ep BeMUKOi OaraToyHKI[IOHATBHOI KIMHATH, SKa
byHKI10HYE SIK (PEHTE31MHUN TPAKTUP 1 CKJIa]l OIHOYACcHO (puc. 3.4).

Kinbka epeB'sHUX CTOMIB 1 CTUIBLIB PO3KUAAHI 10 KIMHATI, IO BKa3ye Ha MiCLE
JUIst 310paHb Ta CHUIKYBaHHS BIABITyBadiB. 3iiBa Ha 300pa)X€HHI PO3TAIIOBAHMIA
BEJIMKUN KaMiH, II0 CTBOPIOE TEIUly Ta 3aruiiHy arMmocdepy. IIpaBopyu Ha
300paKeHH1 € MPWIABOK 13 KIJIbKOMa Ta0ypeTaMu, 1110 YTBOPIOIOTh OapHy 30HY. Ha
CTOJIaX MOYKHA MOOAYNTH 3AIHIIKH 1K1 Ta HATIOIB, SIK1 M1JIKa3yIOTh, IO 11€ MICII€ YacTO
BIIBIAy€EThCS JoAbMU. JlepeB'sHi MeOai Ta akcecyapu I0Jal0Th MPUMIIIEHHIO
CUIBCHKOTO IAPMY, I1JKPECITIOI0UH 3arajJbHUi CTHIIb IHTEP'EPY.

Boukwu, smyMku Ta MIMIKA BUCOKO CKJIQJCHI B3J0BXK 3aJHBOI CTIHM Ta B KyTax
KIMHaTH, 110 BKa3ye Ha 30epiraHHs 3amaciB Ta ToBapiB. Ha cTiHax Takox € KijgbKa
MIOJIUIIb 13 PI3HUMU TIPEAMETaMHU, 30po€to, 00IayHKaMu a00 THIITUM CHOPSIKEHHSIM.

KimHara ciabo ocBiTJIEHA, 3 TEIUIMM CBITJIOM, III0 BHUXOJMTHL BiJ KaMiHa Ta
NEeSIKUX JIIXTapiB, AKi BUCATH 31 cTedi. Le cTBoproe aTMocdepHe Ta, MOXKIIUBO, 3aTUIIIHE
BITUYTTS, HE3Ba)KalOUM HAa NPHUCYTHICTh CKJIAACHKUX 3amaciB. Temsje OCBITICHHA
CTBOPIOE TPy TIHEH, J0/1al0U1 MPUMIILIEHHIO 3araJJkoBOCTi Ta ruOunu. Ha 300paxkenH1
HEeMae BUJIUMUX JIFOJIeH, ajie HAsBHICTb CTUIBIIIB 1 HATSAK HAa TPAKTUP MPUITYCKAIOTh, 110
MPaIiBHUKU MOXYTh 9YaCTO BUKOPUCTOBYBATH II€H MPOCTIP /IS BIAMOYMHKY Ta PO3Bar.
ATtMocdepa KIMHATH CBIIYUTH MPO TE, IO 1€ MICLE YACTO CIY>KUTh MPUXUCTKOM BiJ

30BHIIIHIX HETapa3/iB, MPOMOHYIOYH CIIOKi Ta KOM(OPT.

A. O. TVPJIIH Apk.
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Pucynok 3.5 — 3pyiiHoBa BapTOBa Bexka

Cuena 3o0Opaxye 1HTep'ep 3pyHHOBaHOI BapTOBOi BeXl. YJIaMKU Ta
MIOIIKO/KEHHS TI0 BCIM BEX1 CBiIYaTh MPO Te, 1[0 BOHA Iepekuiia OUTBY abo 1HIIE
pyiinyBanHs. CTiHM BapTOBOi BeXk1 3po0ieHi 3 Tpybo oOpobiaeHoro kameHto. Benuki
TPIIMHU Ta 3JlaMaHl OaJKK PO3KUAAaHl MO MIJUI031, HATAKAOYM Ha pPyHHYBaHHS.
MosxiuBo, B 1axy a0 BEpXHIX CTIHAX € JIPKH, yepe3 sIKi CBITJIO MPOHUKAE BCEPEIUHY
(puc. 3.5).

Ha opniii 3 BHYTpIIIHIX CTiH BUCHUTH BeJIMKa JepeB'sHa pgomika. Lls momika
3aBJIaHb, UIMOBIPHO, CIIYTY€ IICHTPOM KBECTIB JJIsI TPABIIIB, HAJA0UH ACTal Ta Tl IS
ixHix mepcoHaxiB. Cama nomka Moxe OyTH 3HOIICHOK a00 MOIIAPIAaHO), IO
BIJINIOBIJIa€ MOMIKOHKEHHAM Bexi. Ha Hiii, iMOBIpHO, pO3MiIlIeH] pi3HI JIeTajll KBECTIB,
BKJIFOYAIOYH:

VY BapToBiil BeXi MOXyTh OyTH M 1HII po3KHAaHi MeOal abo oOsagHaHHS,
3HUIIECHI 200 MOKUHYTI uepe3 nomkopxkeHHs. [IlmaTouku manepy, cyBoi abo MajneHbKI
TOPOMHKM MOXYTh OyTH PpO3KHIAHI Ha MIAJI031 HABKOJO JOIIKA 3aBJaHb,
MIPEICTABIIIOYM TMOTEHITIHAHI MiKa3Ku a00 MOMATKOBY 1H(GOPMAIIO PO KBECTH, SKY
TpaBIli MOXYTh 3HaWTH. ['paBi, peTeapbHO MOCHDKYIOUH Il 3HAXIJIKH, MOXYTh
OTpUMATH IIHHI TiJKa3KH, SKI JOMOMOXYTh iM BHUKOHATH 3aBJaHHS. 310paBIId
HEoOX1HY 1H(OpMAII0 1 MIATOTYBAaBIIUCH 10 MalOyTHIX BUIPOOYBaHb, I'paBelb

OTPUMYE 30pOI0, IKa CTA€ HEB1I'€MHOIO YACTUHOIO HOTO MOIOPOXKI.

A. O. TYPIIIH Apk.
0. B. KV3bMEHKO KH.KP.b - 122 — 24 — 113 68
3mn. | Apk. Ne dokym. Iionuc | Hdama




cTBOpeHoMy Jtici. e jric, CIoBHEHHI TaEMHUIIb 1 HEOE3IEK, 3MIHIOETHCSI KOKHOTO

pa3y, KOJIU TpaBellb BCTYIAE Ha HOTO TEPUTOPIIO0, 3a0€3MeUyI0ur YHIKAIbHUH 1

O30poiBUIMCH, TPaBellb BUXOAUTH 3 BEXKI1 1 OMMHSIETHCS B IPOLIETYPHO

HernepeadauyBaHuit 1ocBia. ['paBenb moBUHEH OyTH TOTOBUM A0 3yCTpidi 3

PI3HOMaHITHUMH BOPOTaMH 1 MEPEIIKOJaMH, K1 YeKal0Th Ha HHOTO B IILOMY

3araJkoBOMY 1 HemepeadaqyBaHOMY cepeoBHII (puc. 3.6).
/. ». ; -
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Pucynox 3.6 — Jlokarrist Jtic

PiBeHb CKIamMa€ThCS 3 KUTHPKOX 3aXOTUTIOIOYMX JIOKAIliH, sIKi 00'€ THYIOTh B CO01

3aXOIUTIOI0Y1 €JIEMEHTH BiI[ SIJITMHKOBOT'O A0 6ep630BOFO J'Iicy. FpaBeuL, OIIMHAETHCA B

npeKkpacHoMy O6epe3oBoMy Jiici. Lleit mic Bpaskae CBOEI0 BATOHUEHOIO KPAcoro Ta HaJae

BpakeHHs1 TaeMHUYOCTi. CTOBOYpH Oepe3 BHCOKI Ta CTPYHKI, 1 BOHH, Ha4e XYJ0KHI

CTOBITH, CIIB3BYYHI Ta BUTKaH1 OJIMH HABKOJIO OJTHOTO (puc. 3.7).

Pucynok 3.7 — bepe3oBuii jic
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Pucynox 3.8 — bepezoBuit jic

3BUBHUCTA I'PYHTOBA CTEXKKA MPOXOJIUTH uepe3 eHTp 300paxkenHs. [1Insax noope
BUTONTAHUH, 110 CBITYUTH MPO YacTe BUKopucTaHHA. IIIIax Beae 1Mo TycToro Jicy 3
YUCJICHHUMH JepeBamMu. COHSIYHE CBITIIO MPOHMKAE KPi3b JIUCTA JEPEB, KUJIAIOUU
IJISIMUCTI TiHI HA IUJISX 1 TPAB'SHUCTY JIUISHKY .

3aranpHui CTWIb (POHY CXUISETHCA JO OUIBII PEATiCTUYHOI ECTETUKH.
Bukopucranss cBiTia 1 TiHi JIsl CTBOPEHHS TJIMOMHM Ta BUMIPIB Jy»KE peaiCTUUHE.
Oco0nuBO MPUEMHUHN TOTHK - T€, SIK COHAYHE CBITJIO (PUIBTPYETHCS KPi3b JUCTS Ta
CTBOPIOE TIJISIMHCTI TiHI.

[pyHTOBa CTEXKa, TpaB'IHUCTA MISHKA Ta JICOBA IIACTHIKA MaroTh
TEKCTYPOBAHUM BUTJIA, IO POOUTH iX OLIBII peatiCTUYHUMH. 300pakeHi JepeBa Ta
POCIIMHU HaraJyrTh pealibHI BUJIU, TaKl IK COCHH Ta 3BUYAIHI 3€JIeH1 KYIIIi.

BukopucTtaHHs  OCBITJIEHHA, TEKCTyp 1 3HaioMoi (JOpu  CTBOPIOE
MpaBIoONoAIOHe cepeoBuIle. Xo4ua HasSABHICTh KOJIBOPOBUX KBITIB MOYKE HATSAKATH Ha
dbenTesi, 11e He BIABOJIIKAE Bij 3arajibHO1 peaicTuaHoi atmMocdepu (puc. 3.9).

JlonaTkoBO, pO3KMIAHI IO 3eMJIl KaMeHl Ta KOpIHHS JIEepeB J0Aal0Th
IMPUPOJHOCTI ¥ Jeraimizalii 70 CIEHH. Yce IIe CTBOPIOE BPaKCHHS, HIOM TI'paBellb
3HaXOJUThCS Y CIPaBXHHLOMY JIicl. AHIMAIl JIUCTS, IO BOPYIIMTHCS Mif JIETKUM
BITPOM, Ta TiHi, III0 3MIHIOIOTHCS 3aJICXKHO BiJI ITOJI0KEHHS COHIIA, IOAAI0Th THHAMIKH

1 KUTTS IO CEPEIOBHIIA

A. O. TYPIIIH Apk.
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Puc. 3.9 SInuakoBuii jic

['paBenb, BHpyIIae B SUIMHKOBUM JIC SKHI PO3rOPTAETHCS SK CHpPAaBXKHE
npupoaHe uynao. Lleil jic HamoBHEHUH HE JIMIIE KPacol BEJIMYHUX SUIMH, ane U

BECEJIMMU O1IKaMH, CTBOPIOIOUH aTMOC(EPY CIIOKOIO Ta B3a€MOIIi.

< ~
A SN
| A Dvrsts

Puc. 3.10 AnunKoBwii Jic
Bucoki Ta BenWYHI SJIMHKU CTOSITh, HAde CTPaXKi MPUPOJU, CTBOPIOKOYHU
HEMOBTOPHUN Tipchkui JaHamadrt. bimodku miTaroTh 3 TIIKA Ha TUIKY, 30uparoun
KON/l Ta TOpixu. IX ’XKBaBiCTh Ta IIyCTpa isNBHICTH POOIATH JIC LIe KUBUM Ta

IiKkaBuM Juis rpaBud (puc. 3.10).

A. O. TYPIIIH Apk.
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irpoBomy pyurii

3.2 llopsAi0K BCTAHOBJIEHHS, HAJTAIITYBAHHS TA TECTYBAHHS 3aCTOCYHKY B

[Ipouec immopty nokamii B Unity MoOxHa po30MTH Ha KiJbKa KpOKIB, SKi

BKJIIOYAIOTh MIATOTOBKY (aijiiB, caM IMIOPT Ta MOJAJIbITy 00pOOKY 1 HaJaIlTyBaHHS

jokamii y mpoekti. [licms iMOOPTY Ba)JIMBO MPOBECTH IMOAANBILY OOpOOKY 1

HaJAIITyBaHHS JIOKAIlll y MPOEKTi, mo0 BOHA BiAMOBigasia moTpedam 1 KOHIEMIIi

MPOEKTY.

Pucynok 3.11 — /lupektopis zie 30epiratotbes Bel (ailiim okaii

mw Autumn Waterfall Environment
1 Demo
m FX
I Materials
s Models
I Models_Animals

- (S ) A ) B [
e Prefab
I Scene

OTxe, CTBOPUMO Manky ado IUPEKTOPIito, B IKYy 30eperaemo Bci (paitinm jJokarii.

[Totim mepeBipsiemo hopmaTu GaitniB, ki MIaHYIOThCA iMmopTyBatu B Unity (puc.

3.11).

Unity miarpumye Taki hopMaT:

1. Mogpeni:. fbx, .0bj, .blend (sixmio Bu BukopucroByete Blender).

2. Texcrypu: .png, .Jpg, .tga, .psd (Takox MOKyTh OyTH BUKOpHCTaHI (hopMaTH

3 KOMIIPECIEI0 AJIs1 ONTUMI3allii po3Mipy (ailiiB).

3. Ayaio: .mp3, .wav, .0gd.

4. Bingeo: .mp4, .avi, .mov. Immopt y Unity:

30epiraemo Bci ¢aiium jokarii y 3pyunomy st Unity popmari. Le moxxe Oytu

Mmamnka 3 TeKCcTypaMu, MmonaeiasMu 3D 00'ekTiB, aHIMaIIIMH, ayal0 Ta IHIIUMU
2 2 2

pecypcamu.

Jlani 30upaemo Bci HeoOxiaH1 ¢aiinu Ta HamamTyBanHs B Unity Package, 1mo6

3pYy4HO IMIIOPTYBATH iX Y 1HILI MPOEKTH Ta HAJICIATH THIIUM KOPHUCTYBaYaM.

A. O. TYPJIIH

O. B. KY3bMEHKO
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[Totim y Unity BuOupaeMo marky 31 CBOiMH pecypcamu Ta (aiiiau, siki moTpioHO
J0JIaTH 70 MakeTy, Ta BuOepaemo omiito «Export Package» (Excrnopt makety) s

crBopenHs Unity Package (puc. 3.12).
Exporting package ‘

Items to Export

[#] SpawnerButtonEditor.cs

v

10.png
11.png

¥ Include dependencies

Pucynok 3.12 — HanamryBanus Export Package

Unity Package - ne dopmar daiiny, skuii BukopuctoByeThess B Unity amst
30epiranHs iHPpopMallii Ta pecypciB MPOEKTY, MO0 iX MOXkKHA OYJI0 JIETKO IMIIOPTYBATH,
EKCIIOPTYBAaTH Ta OOMIHIOBATHCS MK PI3HUMH IPOEKTaMH a00 KOPUCTYBaYaMHU.

Unity Package no3Bossie 30epiratu pi3Hl pecypcu MpOEKTy, Taki K CIEHH,
MOJIeIi, TEeKCTYpH, ayJlio, aHiMaIlli, meiaepu, CKPUIITH, HAJIAIITYBaHHS, IJIariHA Ta
iHe. Bei i pecypeu 30epiratiotbest y GopmMari, SIKHil 3py4HO BUKOPUCTOBYBATH IS
MEePEHECEHHS M1 PI3HUMH MTPOCKTaMU a00 JUIsl IUTUTHCA 3 IHIIUMH KOPUCTYyBayaMu.

Unity Package no3Bossie ekcropTyBatd Bechb a00 YaCTHHY BalllOTO MPOEKTY y
BUTJISIAII MTAKETy, IKU MOKHA MOTIM iMIOpTyBaTH B 1HIII TpoekTH Unity. Ile qo3Bosse
MIEPEHOCUTH OKpEeMI €JIEMCHTH, HANpPHKJIaJ, CTBOPEHI CKPHUIITH, 00'€KTH 31 CIICH,
HaJallTyBaHHS a00 Il Mankh 3 pecypcaM MIXK MpoekTaMu 0e3 HeoOX1JHOCTI
KOMIIOBAHHA Ta BCTaBJISIHHS KOKHOTO €JIEMEHTa OKPEMO.

Unity Package € 3pyunum cmoco6oM OOMIHIOBATHCS pecypcaMu, KOJIOM Ta

HaJAIITYyBaHHSIMHU MK PI3HMMH 4YJ€HaAMU KOMaHIu abo 3 1HIIMMHU KOPHCTyBauaMu

A. O. TYPIIIH Apk.
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Unity. MoX/IMBO CTBOPIOBATH MAKETH 3 MEBHUMH (DYHKIIISIMU, PIBHAMH, 00'€KTaMH
TOIIO, SIKI MOKHA JIOJATH JIO 1HIIUX MPOEKTIB a00 BUKOPHUCTOBYBATH SIK JTIOAATKOBHIA
KOHTEHT JIsI BAaIllOl TP Y 3aCTOCYHKY.

Unity Package no3Bonisie 30epiratd Bepcli pi3HMX YacTHUH MPOEKTY, IO
MOJIETTIIyEe BEPCIOHYBaHHS 1 KEpPyBaHHS PI3HHUMH BapiaHTamu pecypciB. Takox 1e
MoOke OyTH 3pYyYHUM JUIsl PE3EPBHOTO KOMIIOBAHHS KIIIOUOBUX EJIEMEHTIB BaIIOTro

MIPOEKTY, 100 3amo0IrTi BTPATi JaHUX Y BUIMAJAKY HEIIACHOT'O BUIAIKY a00 MOMIIKA

Import Unity Package n

Autumn Waterfall Envirment

v
v Autumn Waterfall Environment

M FX

ERRRRRERERE

]
v
v
v
v
v
v
v
v
v
v
v

Pucynok 3.13 — [Iporniec iMmnopty nmpoekra

Biakpuemo cBiii mpoekt B Unity Ta mepeitnemo y BikHO Project (IIpoekr).
CtBOpUMO HOBY MAIIKY JJIs1 JIOKAIIii, IMIIOPTY€EMO yci (paitnu, siki moTpiOHI, y 10 TANKy
(puc. 3.13).

Jist boro B Unity icHye BOyjoBaHe MeHIO «Importy, ne mokna Bubparu daimu
JUIsL IMIOPTY Ta HaJalITyBaTH MapaMeTpu IMIOPTY, Takl SK MacuTaOyBaHHS,
oOpi3aHHs, HaJaTyBaHHs K031 Toio. [IpepeTsaryeMo ¢aiinu 31 CBOro KoM 'rorepa
no BikHa Project (Ilpoekt) Unity, abo BukopuctoByeMo omiiro Import (Immopr) y
MmeHto Project (Ilpoekt) Unity, 1106 BuOpatu daitau 11t IMIOPTY.

[Ticns iMmOpTy MOXHa MOOAYUTH TOMEPEIHINA MEePeryisa yCiX IMIOPTOBAHUX
daiini y BikHI Project (Ilpoekt) Unity (puc. 3.14). Jlna Moneneir MOKHA J10J1aBaTH
MaTtepiajid, HaJallTOBYBAaTH aHIMAIlil0, CTBOPIOBATH KOJi3ii, M0JaBaTh CBITJIO Ta
edexktr. TekcTypu MoOKHa HajamrToByBath 3a gomomoror Shader Graph abo
BOY/I0BaHMX HaNAIITyBaHb. [lepexoHaeMoch, 1110 Bel (aiiu iMIOPTYBAIUCT KOPEKTHO

1 BUTTISITATOTH SIK O41KYBaJIOCH.

A. O. TYPIIIH Apk.
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Enviroment > Autumn Waterfall Environment

-~ mEEbEb

Demo Materials Models Models_An...

Prefab Scene : OX Terrain

Pucynok 3.14 — [TonepeaHiii neperisa ycix iMInopToBaHUX (haiiiaiB

[ToTtim a1t KOsKHOTO THTTY (paitimy (Moiel, TEKCTYPH, ayi0) MOTPiOHO BUKOHATH
HaJAIITyBaHHS Ta ONTUMI3AIIiIo.

Jlms mopereit: BCTAaHOBIICHHS KOJ31i, IIOO BOHU B3aEMOMISIHN 3 1HIINMU
ob0'ektaMu y rpi 6e3 3aiiBux mnepemkoa. OnTumizaris MOJITOHIB JJIS 3MEHIICHHS
HAaBAHTA)KEHHA HA PEHJEPUHI Ta 30UIBLIEHHS MNPOAYKTHBHOCTI rpH. JlogaBaHHs
aHIMAaIlii Ta aHIMAI[IHHUX KepyBaHb JJIS )KUBJICHHS MOJIEJICH.

JIsist TeKCTyp: MIHIMI3aIlis pO3MIPY TEKCTYP JJI 3MEHIIECHHS 00CATY mam'sTi Ta
MIPUCKOPEHHS 3aBaHTaKEHHS Tpu. HamamryBaHHS MIN-KapT JUIs MiIBUIIEHHS SKOCTI
TEKCTYp IpU 30UIbIIIEHH] Ta 3MEHIIICHHI B1/IJIaJICHOCTI.

Hnst edextiB: ponaBanHs dvacTUHKOBUX edektiB (Particle Systems) s
CTBOPEHHSI PI3HOMaHITHHUX Bi3yaJbHUX €(DEKTIB, TAKUX SIK BUOYXH, IUM, BOTOHb TOLIO.
HanamryBanns mapameTpiB €deKTiB, TaKMX SK MIBUIKICTh, KUIBKICTh YAaCTHHOK,
pO3Mip, KOJIbOPH, 00 JaTH MOTPIOHUMN BUTIISA epeKTam.

Jlnst meiepiB: CTBOPEHHS 1 peAaryBaHHS IeiaepiB 3a momomoroio Shader
Graph a60 moko10BOTO MiAXOAY AJIS peanizallli pi3HUX Bi3yalbHUX €(EKTIB Ta CTHIIIB.
OnTuMizalisl 1meiaepiB sl 3MEHIIEHHST BUKOPUCTAHHSA PECYpPCIB Ta IMIJBUILEHHS
MPOTyKTUBHOCTI TPH.

[Ticns 0OpoOkM (ailnniB Ta HaJAITYBAHHS iXHIX BIACTMBOCTEM MOXHA MOYaTH
po3MilyBaTu 00'ekTH y Jiokalii. Crio4aTky neperaryemMo 00'ekTu (Mojel, TEKCTYpH,
aynio) 3 BikHa Project (Ilpoekt) Unity y Hamry cueny. Po3mimaemo ixX y BiZnOBIAHUX
MICIISIX HAIIIOl JIOKAIlli, HaJIallTyeEMO OCBITJICHHS, KOJi31i, aHIMaIlll0 Ta 1HII AeTa

(puc. 3.15).
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Pucynox 3.15 — [lepeBipka Bcix Mojeleil 3 HaJTATyBaHHSIM
HactynmauM KpoKOM TeCTyBaHHS € TIEpEeBEACHHS MpoekTa B Bepciro Universal
Render Pipeline (URP) B Unity. Lle € BaxxuBUM KpOKOM JUTsl MOJIIIIEHHS Tpadiku Ta

POJYKTUBHOCTI IHTEPAKTUBHOTO 3aCTOCYHKY (pHcC. 3.16).

Automatic

Per Pixel

Pucynok 3.16 — IIpouec mepeBenennsi mpoekta B Bepciro Universal Render
Pipeline

Unity Universal Render Pipeline (URP) - me nerkuii i THy4YKuil peHACpHUIA
nairuiaiiH, MpU3HAYEHUH JUJIsI CTBOPEHHS BHMCOKOSIKICHUX TIpadiuHuX eQeKTiB Yy
npoektax Unity. BiH mo3Bossie po3poOHHMKaM CTBOPIOBAaTH CTUJIbHI Ta JIMHAMIYHI
Bi3yasibH1 €()eKTH 3 HU3bKUM BHUKOPUCTAHHSAM PECypCiB, IO POOUTH HOTO i7eaTbHUM

BUOOpOM il MOOUTbHUX TUIaTGOpM, BEO-Irop Ta IHIIMX MPOEKTIB, J€ BaXXJIMBa

MPOTYKTUBHICTb.
A. O. TYPIIIH Apx.
0. B. KV3bMEHKO KH.KP.b —-122 — 24 - 113 76
3mn. | Apx. Ne dokym. Iionuc | Jama




Pennepuuii naiinnaiin URP npononye HacTymHI MOMXKJIMBOCTI:

Lightweight Render Pipeline (LWRP): y noeananHi 3 monepeaHiM BepCisIMH
Unity, URP panime Bimomuii sk LWRP. lle 3a0esneuye mBuake ta eheKkTuBHE
PEHJIEPIHT CIICHU 3 BUCOKUM PiBHEM ONTUMI3AIII Il MOOUTbHMX Ta 1HIIUX MPUCTPOIB.

URP migtpumye Shader Graph, mo m03BOJsie JE€TKO CTBOPIOBAaTH Ta
HAJIAIITOBYBATH IeWepu 0e3 MmporpamMyBaHHA, IO CHPOIIYE MPOILEC PO3pOOKH Ta
EKCIIEPUMEHTYBaHHS 3 Bi3yalbHUMU e(eKTaMHu.

[Tintpumka Post-Processing edekrti: URP mae BOymoBany miaTpumky Post-
Processing eekTiB, Takux K pO3MHUTTS, KOJIHOPOBI KOPEKIIii, €peKTH KaMepH TOIIO,
10 JI0JIa€ PI3HOMAHITHICTh Ta MNIMOWHY Bi3yaJbHUM e(deKTam.

URP no3Bossie HalaliTOBYBaTH Pi3HI AaCIEKTH PEHAECPUHTY, BKIIOYAIOYU
OCBITJICHHSI, TiH1, MaTepiak Ta 1HII MapaMeTpH, 00 JOCATTU MOTPIOHOTO BUTIISILY
Ta npoxyKTUBHOCTI rpu. Cross-Platform miarpumka URP po3poOnennii 1yist podoTu Ha
pi3HUX MaTdopmax, BKJIIOYAIOYM MOO1IbHI, JIECKTONHI Ta BeO-matopmu, IIo
pOOUTH HOTO YHIBEPCATBHUM PIILICHHSAM JIJIs1 PI3HOMaHITHUX MPOEKTIB

[Ticns HamamTyBaHHS IMIIOPTOBAHUX O0'€KTIB BAXKIIMBO MEPEBIPUTH iX y T'pl IS
BUSIBJICHHS OyJIb-sIKUX TpoOjeM abo HecyMicHOCTeH. TecTyBaHHS JOMOMOXKE
BIICBHUTUCS, W0 IMIOPTOBaHI OO'€KTH TMPallOIOTh KOPEKTHO Ta BIANOBIAAIOTH
BUMOTaM TPOEKTY. J[JIs bOTo 3amyCTUMO TPy AJI TeCTyBaHHs Jokarlii. [lepeBipumo,
Yy BCE BUIUIAAE Ta MPAIIO€ HAJICKHUM YHMHOM, Ta BHOCHUMO HEOOX1JHI KOPEKTHUBH

(puc. 3.17).

Pucynok 3.17 — IlepeBipka 00'ekTiB y Ipi

A. O. TYPIIIH Apk.
0. B. KV3BMEHKO KH.KP.b — 122 — 24 — 113 77
3mn. | Apk. Ne dokym. Iionuc | Hdama




BuCHOBKM /10 TPETHOI0 PO3aiLy

Byno nponeMoHcTpoBaHO iHTEp'ep TpaKTUPY B (PEHTE31MHOMY CBITI, /i€ KOXKEH
€JIEMEHT, Bia Oapy 0 KaMiHa, IPOTOHYE BiJIBilyBauaM TMTMOOKY aTMocdepy icTopiit
Ta Mpuroji. Y BapToBii Bexki 0yJIO MPOJAEMOHCTPOBAHO MOIIKOKEHHS Ta pyWHYBaHHS,
[0 CTBOPIOIOTH aTMoc(epy 3aragkoBOCTI 1 puro. Po3kumaHi mpeaMeTH Ta JOIIKa
3aB/laHb HAJAIOTh TPABII0 MOXJIMBICTh JOCTIKEHHS 1 MOTJIMOJIEHHS y TPYHOBY
B3aeMozito. JlicoBa Jiokallis, BKJIIOYAIOUM STTMHKOBUH 1 Oepe30BHUH JIICH, CTBOPIOE
Bpa)XEHHS >KMBOTO Ta 3MIHIOBAHOTO CcepeloBHIla. B3aeMomis 3 pi3HOMaHITHUMU
MEepeNIKolaMi Ta BOPOTaMH y KOKHIM JIOKAIlil Ha/lae TPaBIIO BEJIUKUH J11alla30H TpU
Ta JIOCBIY.

[IpoBeneHO aHall3 OCHOBHHX €TalliB IMIIOPTY Ta 0OpOOKH JIOKAL1i Ta pecypciB
y Unity, BxIro4arouu MiArOTOBKY (aiiiiB, iX iMmopt, 0OpoOKy Ta HajamTyBaHHS Y
npoekTi. Iloka3zaHo mpouec BaXJIMBOCTI JOTpUMaHHA QopMmariB  (ailis,
miaTpuMmyBaHux  Unity, g yCHimIHOTO IMIOPTY PpIi3HMX THIIB  PECYpCiB.
ITponemoncTpoBano nporec Bukopuctanus Unity Package sk 3pyuHoro 3aco0y miis
30epiraHHs Ta 0OMIHY pecypcaMu MIXK MpoeKkTamMu. TecTyBaHHS JIOKAIli MICIs IMIOPTY
Ta HAJAIITYBaHHS PECYPCIB JOTIOMAra€e BUSABUTH MPOOJIEMH Ta 3a0€3MeUNTH KOPEKTHY

poOOTYy 00'€KTIB y Ipi.
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BucnoBku

[Tim wac BukoHaHHS KBamidikaiiiHOi poOOTH Oylia YCIIIIHO PO3pobIIeHA
KOHIICMIlIA Ta TeXHIYHa 0aza Jisi KoMIT'roTepHoi rpu y cTuii Rougelite. YcminmHo
BCTAHOBJICHO I[1J1b Ta C(hOPMYJIHOBAHO 3aBAAHHSA JJIs1 PO3POOKH ITPOBOTO 3aCTOCYHKY
"Forbidden Forest". IIpoBeaeno aetanpHuii aHam3 TproX BigomMux irop (Borderlands,
City of Brass, The Cycle), mo monomor;io BUSBUTH iX CHJIbHI Ta CJaOKi CTOPOHHU.
BusnaueHo HeoOXimHy Bi3yaumizallito JUisi CTBOpPEHHS iHTepakTuBHOTO 3D CBITY, a
TakoX oOrpyHTOBaHO BUOIp iHCTpyMeHTapito (Unity) 11st po3poOKu.

[IpoBeneno anami3 mpoliecy po3poOKH KOHIEMIli 1HTepakTUBHOTO 3D CBITY
yepe3 JlarpaMd Ta JIETAJbHO OIMUCAaHO KPOKU PO3POOKH JIOKAIM Ta Bi3yaIbHHX
edekTiB. Po3pobneHO BiacHMil MmieWaep HJs TMOKpAIIeHHS Bi3yalisallii irpoBOTO
3actocyHKy. IIpoBeneHo aHami3 €(pEeKTHUBHOCTI BUKOPHUCTaHHS PECYpCIB Mia 4ac
pO3pOOKH, 110 JO3BOJIMJIO ONTHMI3yBaTh TMpoOIeC Ta 3a0e3MeUYUTH BUCOKY
IPOJYKTUBHICTb IPH.

[IponeMoHCTpOBaHO 1HTEP'ep TPaKTUPY B (PEHTE3IMHOMY CBITI Ta ONUCAHO
Bpa)XCHHs BIiJI PI3HUX JIOKallli 1 eJeMeHTIB cepenoBuiia. [IpoBeneHO eTanbHUA
aHaji3 OCHOBHMX €TalliB IMIOPTY Ta oOpoOku Jokamid Ta pecypciB y Unity,
BKJIFOYAIOYM BaXJIMBICTh NOTpUMaHHS GopmatiB (aitniB Tta Bukopuctanus Unity
Package. 3a3HaueHO BaXUIMBICTh TECTYBAaHHS TPU MICHS IMIIOPTY Ta HaJAIITyBaHHS
pecypciB 1Sl BUSIBJICHHS MPoOJieM Ta 3a0e3NeYeHHs KOPEKTHOT POOOTH TpH.

Takum urHOM, po3poOJieHa KOHIIENTyajdhbHA Ta TEXHIYHA 0a3a Tpu B KaHPi
Rougelite BusBuIacs He JMIlE YCHIIIHOKW, ajie 1 BUCOKOC(PEKTUBHOIO 3 TOYKH 30Dy
onTUMI3aIlli pecypciB Ta SIKOCTI reWmruiero. BUsBICHHS Ta yCyHEHHS MOKJIMBHUX
po0JIeM 3 TPOTYKTUBHICTIO IO3BOJIMIIH JOCITTH BUCOKOT IBUIKO/I1T Ta €)eKTHBHOCTI
BUKOPUCTAHHS PECYpCiB, IO € KPUTHYHUM JUIS 3a0€3MedeHHS 3a0BOJICHHS
KOPHUCTYBaUiB Ta 30€peKEHHS pemyTaIlii Tpu.

Buiie BkazaHi pe3yiabTaTH poOJsSTh MIAIPYHTS Uil OJATIBIIOTO PO3BUTKY Ta

YCHIIIHOTO BUIYCKY I'PH Ha PUHOK 1FPOBOI 1HAYCTPIi.
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CIIMCOK BUKOPUCTAHHUX JIZKEPEJI

1. Borderlands [EnexTponHuii pecypc]:- Pexum JTOCTYMY:

https://borderlandsthegame.com

2. City of Brass [Enextponnmii pecypc]:- Pexum  moctymy:

https://www.cityofbrassgame.com

3. The Cycle [EnextpoHHuUiA pecypc]:- Pexum JOCTYTY:
https://thecycle.game

4, Odimiviauit caitt Unity [Enektponnuit pecypcl:- Pexum npoctymy:

https://unity3d.com/ua/unity

5. Game Interface Elements. GUI Scripting Guide [Enexktponnmuii pecypc]:-
Pexum IOCTYILy:

http://docs.unity3d.ua/Manual/Game%20Interface%20Elements.html

6. Unity Manual - Particle Systems [Enektponumii pecypc]:- Pexum

noctymy: https://docs.unity3d.com/Manual/ParticleSystems.html

1. Unity Shader Graph [Enektponnuii pecypcl:- Pexum pocrtymy:
https://docs.unity3d.com/Manual/ShaderGraph.html

8. Unity VFX Graph [Enexktponnuii pecypcl:- Pexum pocryny:
https://docs.unity3d.com/Manual/VVEXGraph.html

Q. Unity Asset Store [Enexrponnuii pecypcl:- Pexum pocrymy:

https://assetstore.unity.com/

10. Blender - odimitinuit caiir [Enexkrponnuit pecypc]:- Pexxum moctymy:

https://www.blender.org/

11. Unity = URP [EnmekTponHuii  pecypc]:- Pexxum JIOCTYIY:

https://docs.unity3d.com/Packages/com.unity.render-

pipelines.universal@10.2/manual/index.html

12.  Unity LOD System [Enektponnuii pecypcl:- Pexum pocrymy:
https://docs.unity3d.com/Manual/class-LODGroup.html

13. Unity  Profiler = [Enextponnuii  pecypcl:-  Pexum  goctymy:
https://docs.unity3d.com/Manual/Profiler.html

A. O. TYPJIIH Apk.

O. B. KY3bMEHKO

3mn.

Apx.

Ne dokym.

ITionuc

Jlama

KH.KP.b -122 - 24 - 113

80



https://borderlandsthegame.com/
https://www.cityofbrassgame.com/
https://thecycle.game/
https://unity3d.com/ua/unity
http://docs.unity3d.ua/Manual/Game%20Interface%20Elements.html
https://docs.unity3d.com/Manual/ParticleSystems.html
https://docs.unity3d.com/Manual/ShaderGraph.html
https://docs.unity3d.com/Manual/VFXGraph.html
https://assetstore.unity.com/
https://www.blender.org/
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@10.2/manual/index.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@10.2/manual/index.html
https://docs.unity3d.com/Manual/class-LODGroup.html
https://docs.unity3d.com/Manual/Profiler.html

14. Unity Visual Effect Graph Documentation [Enexrponnmii pecypc]:-
Pexum JIOCTYIY:

https://docs.unity3d.com/Packages/com.unity.visualeffectqraph@7.3/manual/index.ht

ml

15. Unity Importing Models [Enextponnuii pecypc]:- Pexum mocrtymy:
https://docs.unity3d.com/Manual/HOWTO-importObject.html

16. Unity Particle System [Enexrponnuii pecypc]l:- Pexum pocrymy:
https://docs.unity3d.com/Manual/ParticleSystem.html

17. Unity Package Manager [Enextponnuii pecypc]:- Pexxum pocrymy:
https://docs.unity3d.com/Manual/upm-ui.html

18.  Unity Asset Import Settings [Enextponnuii pecypc]:- Pexxum moctymy:
https://docs.unity3d.com/Manual/FBXImporter-Model.html

19. Unity Terrain Tools [Emexktponnuii pecypcl:- Pexum pmocrymy:
https://docs.unity3d.com/Manual/terrain-Tools.html
20. "The Art of Game Design: A Book of Lenses" by Jesse Schell

[Enextponnmii pecypc]:- Pexum goctymy: https://www.amazon.com/Art-Game-
Design-Book-Lenses/dp/0123694965
21. "Level Up! The Guide to Great Video Game Design" by Scott Rogers

[Enexktponnmii pecypc]:- Pexxum poctymy: https://www.amazon.com/Level-Guide-
Great-Video-Design/dp/1118877160
22. "Real-Time Rendering" by Tomas Akenine-Mdller, Eric Haines, and Naty

Hoffman [Enextponnwuii pecypc]:- Pexxum moctymy: https://www.amazon.com/Real-
Time-Rendering-Third-Tomas-Akenine-Moller/dp/1568814240
23. "Digital Painting Techniques: Practical Techniques of Digital Art

Masters" by 3dtotal Publishing [Enexktponnuii pecypcl:- Pexum pocrymy:
https://www.amazon.com/Digital-Painting-Techniques-Practical-
Masters/dp/0955153077

24. "Rules of Play: Game Design Fundamentals” by Katie Salen Tekinbas and
Eric Zimmerman [EnekTpoHHuit pecypc]:- Pexxum JTOCTYIY:

https://www.amazon.com/Rules-Play-Game-Design-Fundamentals/dp/0262240459
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https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@7.3/manual/index.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@7.3/manual/index.html
https://docs.unity3d.com/Manual/HOWTO-importObject.html
https://docs.unity3d.com/Manual/ParticleSystem.html
https://docs.unity3d.com/Manual/upm-ui.html
https://docs.unity3d.com/Manual/FBXImporter-Model.html
https://docs.unity3d.com/Manual/terrain-Tools.html
https://www.amazon.com/Art-Game-Design-Book-Lenses/dp/0123694965
https://www.amazon.com/Art-Game-Design-Book-Lenses/dp/0123694965
https://www.amazon.com/Level-Guide-Great-Video-Design/dp/1118877160
https://www.amazon.com/Level-Guide-Great-Video-Design/dp/1118877160
https://www.amazon.com/Real-Time-Rendering-Third-Tomas-Akenine-Moller/dp/1568814240
https://www.amazon.com/Real-Time-Rendering-Third-Tomas-Akenine-Moller/dp/1568814240
https://www.amazon.com/Digital-Painting-Techniques-Practical-Masters/dp/0955153077
https://www.amazon.com/Digital-Painting-Techniques-Practical-Masters/dp/0955153077
https://www.amazon.com/Rules-Play-Game-Design-Fundamentals/dp/0262240459

25. "Introduction to Game Design, Prototyping, and Development"” by Jeremy
Gibson Bond [ EnexTponHumii pecypc]:- Pexum JOCTYTIY:
https://www.amazon.com/Introduction-Design-Prototyping-Development-
Second/dp/0134659864

26. "The Indie Game Developer Handbook” by Richard Hill-Whittall

[Enextponnmii pecypc]:- Pexxum mocrtymy: https://www.amazon.com/Indie-Game-
Developer-Handbook/dp/1138828420
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https://www.amazon.com/Introduction-Design-Prototyping-Development-Second/dp/0134659864
https://www.amazon.com/Introduction-Design-Prototyping-Development-Second/dp/0134659864
https://www.amazon.com/Indie-Game-Developer-Handbook/dp/1138828420
https://www.amazon.com/Indie-Game-Developer-Handbook/dp/1138828420
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Homatoxk A

Clouds.shader — meiiiep crBopeHHsI XMap, iX pyxy, 3MiHH KOJIbOPiB TOII0

Shader "Custom/NewSurfaceShader" {

Properties {

_Color ("Color", Color) = (1.000000,1.000000,1.000000,1.000000)
_MainTex ("Albedo (RGB)", 2D) = "white" { }

_Glossiness ("Smoothness", Range(©.000000,1.000000)) = 0.500000
_Metallic ("Metallic", Range(©.000000,1.000000)) = 0.000000

}
SubShader {

LOD 200
Tags { "RenderType"="Opaque" }

// Stats for Vertex shader:

// d3di11: 27 avg math (16..50)

// Stats for Fragment shader:

// d3d11: 155 avg math (133..177), 4 avg texture (2..6), 7 avg branch (6..8)
Pass {

Name "FORWARD"
Tags { "LIGHTMODE"="FORWARDBASE" "SHADOWSUPPORT"="true" "RenderType"="Opaque" }
[17117777177177777777777717777711777

// /7
// Compiled programs //
// /7

11117171777 77177777777717777777711177
[1117777777177777777777777777777777777777777177777777177
Keywords: DIRECTIONAL
-- Hardware tier variant: Tier 1
-- Vertex shader for "d3d11":

// Stats: 16 math, 2 temp registers
Uses vertex data channel "Vertex"
Uses vertex data channel "Normal"
Uses vertex data channel "TexCoorde"

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vector4 _MainTex_ST at 96

}

Constant Buffer "UnityPerDraw" (176 bytes) on slot 1 {
Matrix4x4 unity_ObjectToWorld at ©
Matrix4x4 unity_WorldToObject at 64

}

Constant Buffer "UnityPerFrame" (368 bytes) on slot 2 {
Matrix4x4 unity_MatrixVP at 272

}
Shader Disassembly:
//
// Generated by Microsoft (R) D3D Shader Disassembler
//
//
// Input signature:
//
// Name Index Mask Register SysValue Format Used
R i L
// POSITION 0  Xyzw 0 NONE float XYy ZW
// TANGENT 0 XyzZw 1 NONE float
// NORMAL 0 Xyz 2 NONE float Xyz
// TEXCOORD 0 Xyzw 3 NONE float Xy
// TEXCOORD 1 XyzZw 4 NONE float
// TEXCOORD 2 Xyzw 5 NONE float
// TEXCOORD 3 Xxyzw 6 NONE float
// COLOR 0  Xyzw 7 NONE float
A. O. TYPJIIH Apk.
0. B. KY3bMEHKO KH.KP.b - 122 — 24 — 113

84

3mn. | Apk. Ne dokym. Iionuc | Hdama




// Output signature:
// Name Index Mask Register SysValue Format Used

// SV_POSITION 0 Xyzw 0

// TEXCOORD 0 Xy 1

// TEXCOORD 1 Xyz 2

// TEXCOORD 2 xyz 3 NONE  float xyz
5 4
6 5

// TEXCOORD Xy ZW NONE float  xyzw
// TEXCOORD XyZW NONE  float  xyzw
//
vs_4 0
dcl_constantbuffer CBO[7], immediateIndexed
dcl_constantbuffer CB1[7], immediateIndexed
dcl_constantbuffer CB2[21], immediateIndexed
dcl_input veO.xyzw
dcl_input v2.xyz
dcl_input v3.xy
dcl _output_siv 00.xyzw, position
dcl_output ol.xy
dcl_output o02.xyz
dcl_output o03.xyz
dcl_output o4.xyzw
dcl_output o5.xyzw
dcl_temps 2
0: mul re.xyzw, vO.yyyy, cbl[1].xyzw
1: mad r@.xyzw, cbl[0].xyzw, vO.XXXX, ro.xyzw
2: mad r@.xyzw, cbl[2].xyzw, vO@.zzzz, ro.xyzw
3: add rl.xyzw, r@.xyzw, cbl[3].xyzw
4: mad 03.xyz, cbl[3].xyzXx, vO.wwww, ro.Xxyzx
5: mul r@.xyzw, rl.yyyy, cb2[18].xyzw
6: mad ro@.xyzw, cb2[17].xyzw, rl.xxxx, ro.xyzw
7: mad r@.xyzw, cb2[19].xyzw, rl.zzzz, r@.xyzw
8: mad 0@.xyzw, cb2[20].xyzw, rl.wwww, ro.xyzw
9: mad ol.xy, Vv3.xyxx, cb@[6].xyxx, cb@[6].zwzz

10: dp3 r@.x, v2.xyzx, cbl[4].xyzx
11: dp3 ro@.y, v2.xyzx, cbl[5].xyzx
12: dp3 r@.z, v2.xyzx, cbl[6].xyzx
13: dp3 r@.w, ro.xyzx, ro.xyzx
14: rsq ro.w, ro.w
15: mul 02.xyz, r@.wwww, re.xyzx
16: mov o4.xyzw, 1(0,0,0,0)
17: mov o5.xyzw, 1(0,0,0,0)
18: ret
// Approximately © instruction slots used

-- Hardware tier variant: Tier 1
-- Fragment shader for "d3d11":

// Stats: 133 math, 12 temp registers, 2 textures, 6 branches
Set 2D Texture "_MainTex" to slot © sampler slot 2

Set CUBE Texture "unity_ SpecCube®" to slot 1 sampler slot ©
Set CUBE Texture "unity_SpecCubel” to slot 2 sampler slot -1
Set 3D Texture "unity_ ProbeVolumeSH" to slot 3 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64
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}
Constant Buffer "UnityLighting" (768 bytes) on slot 2 {

Vectord _WorldSpacelLightPos@ at ©
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 3 {
Vector4 unity_SpecCube® BoxMax at @

Vector4 unity_SpecCube@®_BoxMin at 16
Vector4 unity_SpecCube@® ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48

Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel HDR at 112

}

Constant Buffer "UnityProbeVolume" (112 bytes) on slot 4 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL LIGHTPROBE_SH

-- Hardware tier variant: Tier 1

-- Vertex shader for "d3d11":

// Stats: 23 math, 2 temp registers

Uses vertex data channel "Vertex"

Uses vertex data channel "Normal"

Uses vertex data channel "TexCoorde"

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _MainTex_ST at 96
}
Constant Buffer "UnityLighting" (768 bytes) on slot 1 {
Vector4 unity_SHBr at 672
Vector4 unity_SHBg at 688
Vector4 unity_SHBb at 704
Vector4 unity_SHC at 720
}
Constant Buffer "UnityPerDraw" (176 bytes) on slot 2 {
Matrix4x4 unity_ObjectToWorld at ©
Matrix4x4 unity_WorldToObject at 64
}
Constant Buffer "UnityPerFrame" (368 bytes) on slot 3 {
Matrix4x4 unity_MatrixVP at 272
}
// Stats: 160 math, 13 temp registers, 5 textures, 8 branches
Set 2D Texture "_MainTex" to slot © sampler slot 2
Set CUBE Texture "unity_SpecCube®" to slot 1 sampler slot ©
Set CUBE Texture "unity_SpecCubel" to slot 2 sampler slot -1
Set 3D Texture "unity_ProbeVolumeSH" to slot 3 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vectord4 _WorldSpacelLightPos® at @
Vector4 unity_SHAr at 624
Vector4 unity_SHAg at 640
Vector4 unity_SHAb at 656
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Vector4 unity_OcclusionMaskSelector at 736
}
Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 3 {
Vector4 unity_SpecCube® BoxMax at @
Vector4 unity_SpecCube@®_BoxMin at 16
Vector4 unity_SpecCube@® ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48
Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel HDR at 112
}
Constant Buffer "UnityProbeVolume" (112 bytes) on slot 4 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

Keywords: DIRECTIONAL SHADOWS_SCREEN
-- Hardware tier variant: Tier 1

-- Vertex shader for "d3d11":

// Stats: 19 math, 2 temp registers
Uses vertex data channel "Vertex"
Uses vertex data channel "Normal"
Uses vertex data channel "TexCoorde"

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _MainTex_ST at 96

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector4 _ProjectionParams at 80

}

Constant Buffer "UnityPerDraw" (176 bytes) on slot 2 {
Matrix4x4 unity_ObjectToWorld at ©
Matrix4x4 unity_WorldToObject at 64

}

Constant Buffer "UnityPerFrame" (368 bytes) on slot 3 {
Matrix4x4 unity_MatrixVP at 272

}

-- Hardware tier variant: Tier 1

-- Fragment shader for "d3d11":

// Stats: 143 math, 12 temp registers, 3 textures, 6 branches
Set 2D Texture "_MainTex" to slot © sampler slot 3

Set 2D Texture "_ShadowMapTexture" to slot 1 sampler slot 2
Set CUBE Texture "unity_SpecCube®" to slot 2 sampler slot ©
Set CUBE Texture "unity_SpecCubel" to slot 3 sampler slot -1
Set 3D Texture "unity_ ProbeVolumeSH" to slot 4 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vectord4 _WorldSpacelLightPos® at @
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityShadows" (416 bytes) on slot 3 {
Vector4 _LightShadowData at 384
Vector4 unity_ShadowFadeCenterAndType at 400

A. O. TYPJIIH

3mn.

Apk. Ne dokym. Iionuc | Jama

Apk.

0. B. KV3bMEHKO KH.KP.b -122 - 24 - 113

87




}
Constant Buffer "UnityPerFrame" (368 bytes) on slot 4 {

Matrix4x4 unity MatrixV at 144
}
Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 5 {
Vector4 unity_SpecCube® BoxMax at @
Vector4 unity_SpecCube@ BoxMin at 16
Vector4 unity_SpecCube® ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48
Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel_HDR at 112
}
Constant Buffer "UnityProbeVolume" (112 bytes) on slot 6 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL LIGHTPROBE_SH SHADOWS_SCREEN
-- Hardware tier variant: Tier 1

-- Vertex shader for "d3d11":

// Stats: 26 math, 3 temp registers

Uses vertex data channel "Vertex"

Uses vertex data channel "Normal"

Uses vertex data channel "TexCoorde"

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _MainTex_ST at 96
}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector4 _ProjectionParams at 80
}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vector4 unity_SHBr at 672
Vector4 unity_SHBg at 688
Vector4 unity_SHBb at 704
Vector4 unity_SHC at 720
}
Constant Buffer "UnityPerDraw" (176 bytes) on slot 3 {
Matrix4x4 unity_ObjectToWorld at ©
Matrix4x4 unity_WorldToObject at 64
}
Constant Buffer "UnityPerFrame" (368 bytes) on slot 4 {
Matrix4x4 unity_MatrixVP at 272
}
-- Hardware tier variant: Tier 1
-- Fragment shader for "d3d11":
// Stats: 170 math, 13 temp registers, 6 textures, 8 branches
Set 2D Texture " _MainTex" to slot @ sampler slot 3
Set 2D Texture "_ShadowMapTexture" to slot 1 sampler slot 2
Set CUBE Texture "unity_ SpecCube®" to slot 2 sampler slot ©
Set CUBE Texture "unity SpecCubel” to slot 3 sampler slot -1
Set 3D Texture "unity_ProbeVolumeSH" to slot 4 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64

}
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Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vectord _WorldSpacelLightPos@ at ©
Vector4 unity_SHAr at 624
Vector4 unity_SHAg at 640
Vector4 unity_SHAb at 656
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityShadows" (416 bytes) on slot 3 {
Vector4 _LightShadowData at 384
Vector4 unity_ShadowFadeCenterAndType at 400

}

Constant Buffer "UnityPerFrame" (368 bytes) on slot 4 {
Matrix4x4 unity MatrixV at 144

}

Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 5 {
Vector4 unity_SpecCube® BoxMax at ©
Vector4 unity_SpecCube@®_BoxMin at 16
Vector4 unity_SpecCube@® ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48
Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel HDR at 112

}

Constant Buffer "UnityProbeVolume" (112 bytes) on slot 6 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL FOG_LINEAR

-- Vertex shader for "d3d11":

// No shader variant for this keyword set. The closest match will be used instead.

-- Hardware tier variant: Tier 1

-- Fragment shader for "d3d11":

// Stats: 140 math, 12 temp registers, 2 textures, 6 branches
Set 2D Texture "_MainTex" to slot © sampler slot 2

Set CUBE Texture "unity_SpecCube®" to slot 1 sampler slot ©
Set CUBE Texture "unity_ SpecCubel” to slot 2 sampler slot -1
Set 3D Texture "unity_ProbeVolumeSH" to slot 3 sampler slot 1

Constant Buffer "$Globals"™ (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64
Vector4 _ProjectionParams at 80

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vectord4 _WorldSpacelLightPos® at @
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityFog" (32 bytes) on slot 3 {
Vector4 unity_FogColor at ©
Vector4 unity_FogParams at 16

}

Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 4 {
Vector4 unity_SpecCube® BoxMax at ©
Vector4 unity_SpecCube@® BoxMin at 16
Vector4 unity_SpecCube@ ProbePosition at 32
Vector4 unity_SpecCube@® HDR at 48
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Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel_HDR at 112
}
Constant Buffer "UnityProbeVolume" (112 bytes) on slot 5 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL FOG_LINEAR LIGHTPROBE_SH
-- Vertex shader for "d3d11":
// No shader variant for this keyword set. The closest match will be used instead.

-- Hardware tier variant: Tier 1

-- Fragment shader for "d3d11":

// Stats: 167 math, 13 temp registers, 5 textures, 8 branches
Set 2D Texture "_MainTex" to slot @ sampler slot 2

Set CUBE Texture "unity_SpecCube®" to slot 1 sampler slot ©
Set CUBE Texture "unity_SpecCubel" to slot 2 sampler slot -1
Set 3D Texture "unity_ ProbeVolumeSH" to slot 3 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64
Vector4 _ProjectionParams at 80

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vector4 _WorldSpacelLightPos® at @

Vector4 unity_SHAr at 624
Vector4 unity_SHAg at 640
Vector4 unity_SHAb at 656
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityFog" (32 bytes) on slot 3 {
Vector4 unity_FogColor at @

Vector4 unity_FogParams at 16

}

Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 4 {
Vector4 unity_SpecCube®_BoxMax at ©
Vector4 unity_SpecCube® BoxMin at 16
Vector4 unity_SpecCube® ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48
Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel HDR at 112

}

Constant Buffer "UnityProbeVolume" (112 bytes) on slot 5 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL FOG_LINEAR SHADOWS_SCREEN
-- Vertex shader for "d3d11":
// No shader variant for this keyword set. The closest match will be used instead.
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-- Hardware tier variant: Tier 1

-- Fragment shader for "d3d11":

// Stats: 150 math, 12 temp registers, 3 textures, 6 branches
Set 2D Texture " _MainTex" to slot © sampler slot 3

Set 2D Texture "_ShadowMapTexture" to slot 1 sampler slot 2
Set CUBE Texture "unity_SpecCube®" to slot 2 sampler slot ©
Set CUBE Texture "unity_SpecCubel" to slot 3 sampler slot -1
Set 3D Texture "unity_ProbeVolumeSH" to slot 4 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord _LightColore at 32
Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64
Vector4 _ProjectionParams at 80

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vector4 _WorldSpacelLightPos® at @
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityShadows" (416 bytes) on slot 3 {
Vectord4 _LightShadowData at 384
Vector4 unity_ShadowFadeCenterAndType at 400

}

Constant Buffer "UnityPerFrame" (368 bytes) on slot 4 {
Matrix4x4 unity MatrixV at 144

}

Constant Buffer "UnityFog" (32 bytes) on slot 5 {
Vector4 unity_FogColor at ©
Vector4 unity_FogParams at 16
}
Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 6 {
Vector4 unity_SpecCube®_BoxMax at ©
Vector4 unity_SpecCube@® BoxMin at 16
Vector4 unity_SpecCube@ ProbePosition at 32
Vector4 unity_SpecCube@® HDR at 48
Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel HDR at 112
}
Constant Buffer "UnityProbeVolume" (112 bytes) on slot 7 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©
Vector3 unity_ProbeVolumeSizeInv at 80
Vector3 unity_ProbeVolumeMin at 96

}

Keywords: DIRECTIONAL FOG_LINEAR LIGHTPROBE_SH SHADOWS_SCREEN
-- Vertex shader for "d3d11":
// No shader variant for this keyword set. The closest match will be used instead.

-- Hardware tier variant: Tier 1

-- Fragment shader for "d3d11":

// Stats: 177 math, 13 temp registers, 6 textures, 8 branches
Set 2D Texture "_MainTex" to slot @ sampler slot 3

Set 2D Texture " _ShadowMapTexture" to slot 1 sampler slot 2
Set CUBE Texture "unity_SpecCube®" to slot 2 sampler slot ©
Set CUBE Texture "unity_SpecCubel” to slot 3 sampler slot -1
Set 3D Texture "unity_ ProbeVolumeSH" to slot 4 sampler slot 1

Constant Buffer "$Globals" (112 bytes) on slot 0 {
Vectord4 _LightColore at 32
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Float _Glossiness at 64
Float _Metallic at 68
Vector4 _Color at 80

}

Constant Buffer "UnityPerCamera" (144 bytes) on slot 1 {
Vector3 _WorldSpaceCameraPos at 64
Vector4 _ProjectionParams at 80

}

Constant Buffer "UnityLighting" (768 bytes) on slot 2 {
Vector4 _WorldSpacelightPos@ at @
Vector4 unity_SHAr at 624
Vector4 unity_SHAg at 640
Vector4 unity_ SHAb at 656
Vector4 unity_OcclusionMaskSelector at 736

}

Constant Buffer "UnityShadows" (416 bytes) on slot 3 {
Vectord _LightShadowData at 384
Vector4 unity_ShadowFadeCenterAndType at 400

}

Constant Buffer "UnityPerFrame" (368 bytes) on slot 4 {
Matrix4x4 unity MatrixV at 144

}

Constant Buffer "UnityFog" (32 bytes) on slot 5 {
Vector4 unity_FogColor at ©
Vector4 unity_FogParams at 16

}
Constant Buffer "UnityReflectionProbes" (128 bytes) on slot 6 {

Vector4 unity_SpecCube® BoxMax at ©

Vector4 unity_SpecCube® BoxMin at 16
Vector4 unity_SpecCube@ ProbePosition at 32
Vector4 unity_SpecCube@ HDR at 48

Vector4 unity_SpecCubel_BoxMax at 64
Vector4 unity_SpecCubel_BoxMin at 80
Vector4 unity_SpecCubel_ProbePosition at 96
Vector4 unity_SpecCubel_HDR at 112

}
Constant Buffer "UnityProbeVolume" (112 bytes) on slot 7 {

Matrix4x4 unity_ProbeVolumeWorldToObject at 16
Vector4 unity_ProbeVolumeParams at ©

Vector3 unity_ProbeVolumeSizeInv at 80

Vector3 unity_ProbeVolumeMin at 96

Keywords: DIRECTIONAL
-- Vertex shader for "d3d11l":

// No shader variant for this keyword set. The closest match will be used instead.

-- Hardware tier variant: Tier 1

-- Fragment shader for "metal":

Set 2D Texture "_MainTex" to slot © sampler slot 2

Set CUBE Texture "unity_SpecCube®" to slot 1 sampler slot ©
Set CUBE Texture "unity_SpecCubel" to slot 2 sampler slot -1
Set 3D Texture "unity_ProbeVolumeSH" to slot 3 sampler slot 1

Constant Buffer "FGlobals" (336 bytes) on slot 0 {
Matrix4x4 unity_ProbeVolumeWorldToObject at 192
Vector3 _WorldSpaceCameraPos at ©

Vector4 _WorldSpacelLightPos® at 16
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Vector4 unity_OcclusionMaskSelector at 32
Vector4 unity_SpecCube®_BoxMax at 48
Vector4 unity_SpecCube® BoxMin at 64
Vector4 unity_SpecCube@_ ProbePosition at 80
Vector4 unity_SpecCube@® HDR at 96

Vector4 unity_SpecCubel BoxMax at 112
Vector4 unity_SpecCubel BoxMin at 128
Vector4 unity_SpecCubel ProbePosition at 144
Vector4 unity_SpecCubel HDR at 160

Vector4 unity_ProbeVolumeParams at 176
Vector3 unity_ProbeVolumeSizeInv at 256
Vector3 unity_ProbeVolumeMin at 272

Vectord4 _LightColore at 288

Float _Glossiness at 304

Float _Metallic at 308

Vector4 _Color at 320

Shader Disassembly:
#include <metal_stdlib>
#include <metal_texture>
using namespace metal;
#ifndef XLT_REMAP_O
#define XLT_REMAP O {0, 1, 2, 3, 4, 5, 6, 7}
#tendif
constexpr constant uint x1t_remap_o[] = XLT_REMAP_O;
struct FGlobals_Type
{
float3 _WorldSpaceCameraPos;
float4 _WorldSpacelLightPoso;
float4 unity_OcclusionMaskSelector;
float4 unity_SpecCube®_BoxMax;
float4 unity_SpecCube®_BoxMin;
float4 unity_SpecCube®_ProbePosition;
float4 unity_SpecCube@_HDR;
float4 unity_SpecCubel BoxMax;
float4 unity_SpecCubel_BoxMin;
float4 unity_SpecCubel_ProbePosition;
float4 unity_SpecCubel_HDR;
float4 unity_ProbeVolumeParams;
float4 hlslcc_mtx4x4unity_ProbeVolumeWorldToObject[4];
float3 unity_ProbeVolumeSizelnv;
float3 unity_ProbeVolumeMin;
float4 _LightColoro;

A. O. TYPJIIH

3mn.

Apk. Ne dokym. Iionuc | Jama

Apk.

0. B. KV3bMEHKO KH.KP.b -122 - 24 - 113

93




float _Glossiness;
float _Metallic;
float4 _Color;

1

struct Mtl_FragmentIn

{
float2 TEXCOORD® [[ user(TEXCOORDO) ]] ;
float3 TEXCOORD1 [[ user(TEXCOORD1) ]] ;
float3 TEXCOORD2 [[ user(TEXCOORD2) 1] ;
¥

struct Mtl_FragmentOut

{
float4 SV_Targeto [[ color(xlt_remap_o[0]) 1];

1

fragment Mtl_FragmentOut xlatMtlMain(
constant FGlobals_Type& FGlobals [[ buffer(®) ]],
sampler samplerunity_SpecCube® [[ sampler (0) ]1,
sampler samplerunity ProbeVolumeSH [[ sampler (1) 1],
sampler sampler_MainTex [[ sampler (2) ]],
texture2d<float, access::sample > MainTex [[ texture(@) ]] ,
texturecube<float, access::sample > unity_SpecCube® [[ texture(1l) ]] ,
texturecube<float, access::sample > unity_SpecCubel [[ texture(2) ]] ,
texture3d<float, access::sample > unity_ProbeVolumeSH [[ texture(3) ]] ,

Mtl_FragmentIn input [[ stage_in ]])

Mtl_FragmentOut output;
float4 u_xlate;
float4 u_xlatil;
bool u_xlatb1l;
float3 u_xlat2;
float3 u_xlat3;
float4 u_xlat4;
float3 u_xlat5;
float4 u_xlaté6;
float3 u_xlat7;
float3 u_xlats;
float3 u_xlat9;
bool3 u_xlatb9;
float3 u_xlatie;
bool3 u_xlatbll;
float3 u_xlatl2;
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float u_xlatl3;
float u_xlat24;
float u_xlat25;
float u_xlat36;
float u_xlat37;
bool u_xlatb37;
float u_xlat38;
float u_xlat39;
float u_xlat4e;
bool u_xlatb4e;
u_xlat@.xyz = (-input.TEXCOORD2.xyz) + FGlobals._WorldSpaceCameraPos.XxyzX.Xyz;
u_xlat36 = dot(u_xlat@.xyz, u_xlate.xyz);
u_xlat36 = rsqrt(u_xlat36);
u_xlatl.xyz = float3(u_xlat36) * u_xlat@.xyz;
u_xlat2.xyz = _MainTex.sample(sampler_MainTex, input.TEXCOORD@.Xy).xyz;
u_xlat3.xyz = u_xlat2.xyz * FGlobals._Color.xyz;
u_xlatb37 = FGlobals.unity_ProbeVolumeParams.x==1.0;
if(u_xlatb37){
u_xlatb37 = FGlobals.unity_ProbeVolumeParams.y==1.0;
u_xlatd.xyz = input.TEXCOORD2.yyy *
FGlobals.hlslcc_mtx4x4unity_ ProbeVolumeWorldToObject[1].xyz;
u_xlatd4.xyz = fma(FGlobals.hlslcc_mtx4x4unity_ProbeVolumeWorldToObject[@].xyz,
input.TEXCOORD2.xxx, u_xlat4.xyz);
u_xlatd4.xyz = fma(FGlobals.hlslcc_mtx4x4unity_ProbeVolumeWorldToObject[2].xyz,
input.TEXCOORD2.zzz, u_xlat4.xyz);
u_xlatd.xyz = u_xlatd.xyz +
FGlobals.hlslcc_mtx4x4unity_ProbeVolumeWorldToObject[3].xyz;
u_xlatd.xyz = (bool(u_xlatb37)) ? u_xlat4.xyz : input.TEXCOORD2.xyz;
u_xlatd4.xyz = u_xlatd.xyz + (-FGlobals.unity ProbeVolumeMin.xyzx.xyz);
u_xlatd.yzw = u_xlatd.xyz * FGlobals.unity_ProbeVolumeSizeInv.xyzx.xyz;
u_xlat37 = fma(u_xlatd.y, 0.25, 0.75);
u_xlat38 = fma(FGlobals.unity_ProbeVolumeParams.z, 0.5, 0.75);
u_xlat4.x = max(u_xlat37, u_xlat38);

u_xlat4 = unity_ProbeVolumeSH.sample(samplerunity ProbeVolumeSH, u_xlat4.xzw);

} else {
u_xlatd4.x = float(1.0);
u_xlatd.y = float(1.0);
u_xlatd.z = float(1.0);
u_xlatd.w = float(1.0);
}

u_xlat37 = dot(u_xlat4, FGlobals.unity OcclusionMaskSelector);
u_xlat37 = clamp(u_xlat37, ©0.ef, 1.0f);

u_xlat38 = (-FGlobals._Glossiness) + 1.90;
u_xlat39 = dot((-u_xlatl.xyz), input.TEXCOORD1l.xyz);
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u_xlat39 = u_xlat39 + u_xlat39;

u_xlatd4.xyz = fma(input.TEXCOORD1.xyz, (-float3(u_xlat39)), (-u_xlatl.xyz));
u_xlat5.xyz = float3(u_xlat37) * FGlobals._ LightColore.xyz;
u_xlatb37 = 0.0<FGlobals.unity_SpecCube®_ProbePosition.w;

if(u_xlatb37){
u_xlat37 =
u_xlat37 =
u_xlat6.xyz
u_xlat7.xyz
u_xlat7.xyz
u_xlat8.xyz
u_xlat8.xyz
u_xlatb9.xy

{

float3 hlslcc_movcTemp = u_xlat7;

hlslcc_movcTemp.x = (u_xlatb9.x) ? u_xlat7.x : u_xlat8.x;

dot(u_xlat4.xyz, u_xlatd.xyz);

rsqrt(u_xlat37);

z

float3(u_xlat37) * u_xlat4.xyz;
(-input.TEXCOORD2.xyz) + FGlobals.unity SpecCube@_ BoxMax.xyz;

u_xlat7.xyz / u_xlat6.xyz;

(-input.TEXCOORD2.xyz) + FGlobals.unity SpecCube@ BoxMin.xyz;

u_xlat8.xyz / u_xlat6.xyz;
= (float3(0.0, 0.0, 0.0)<u_xlat6.xyz);

hlslcc_movcTemp.y = (u_xlatb9.y) ? u_xlat7.y : u_xlat8.y;

hlslcc_movcTemp.z = (u_xlatb9.z) ? u_xlat7.z : u_xlat8.z;

u_xlat7
}
u_xlat37 =
u_xlat37 =
u_xlat7.xyz
u_xlat6.xyz

} else {

u_xlat6.xyz

}

min(u_xlat7.y, u_xlat7.x);
min(u_xlat7.z, u_xlat37);

hlslcc_movcTemp;

input.TEXCOORD2.xyz + (-FGlobals.unity_SpecCube®_ProbePosition.xyz);
fma(u_xlat6.xyz, float3(u_xlat37), u_xlat7.xyz);

u_xlatd.xyz;

u_xlat37 = fma((-u_xlat38), 0.699999988, 1.70000005);

u_xlat37
u_xlat37

u_xlat37 * u_xlat38;
u_xlat37 * 6.0;

u_xlaté = unity_SpecCube®.sample(samplerunity_SpecCube®, u_xlat6.xyz, level(u_xlat37));

u_xlat39
u_xlat39
u_xlat39

u_xlat6.w + -1.0;
fma(FGlobals.unity_SpecCube® HDR.w, u_xlat39, 1.0);
u_xlat39 * FGlobals.unity_SpecCube@_ HDR.Xx;

u_xlat7.xyz = u_xlat6.xyz * float3(u_xlat39);

u_xlatb4@ = FGlobals.unity_ SpecCube® BoxMin.w<©.999989986;

if(u_xlatb4e){

u_xlatb40@ = 0.0<FGlobals.unity_SpecCubel_ProbePosition.w;
if(u_xlatb4e){
u_xlat4e = dot(u_xlatd.xyz, u_xlatd.xyz);

u_xlat4e = rsqrt(u_xlat49);

u_xlat8.xyz = float3(u_xlat4e0) * u_xlat4.xyz;

u_xlat9.xyz =

u_xlat9.xyz =

(-input.TEXCOORD2.xyz) + FGlobals.unity_SpecCubel_BoxMax.Xxyz;

u_xlat9.xyz / u_xlat8.xyz;
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u_xlatl@.xyz = (-input.TEXCOORD2.xyz) + FGlobals.unity SpecCubel BoxMin.xyz;
u_xlatle.xyz = u_xlatle.xyz / u_xlat8.xyz;
u_xlatbll.xyz = (float3(0.0, 0.0, 0.0)<u_xlat8.xyz);

{
float3 hlslcc_movcTemp = u_xlat9;
hlslcc_movcTemp.x = (u_xlatbll.x) ? u_xlat9.x : u_xlatle.x;
hlslcc_movcTemp.y = (u_xlatbll.y) ? u_xlat9.y : u_xlatle.y;
hlslcc_movcTemp.z = (u_xlatbll.z) ? u_xlat9.z : u_xlatle.z;
u_xlat9 = hlslcc_movcTemp;

}

u_xlat4e = min(u_xlat9.y, u_xlat9.x);
u_xlat4e = min(u_xlat9.z, u_xlat49);
u_xlat9.xyz = input.TEXCOORD2.xyz + (-
FGlobals.unity_SpecCubel_ProbePosition.xyz);
u_xlatd.xyz = fma(u_xlat8.xyz, float3(u_xlat4e), u_xlat9.xyz);
}
u_xlatd4 = unity_SpecCubel.sample(samplerunity_SpecCube®, u_xlat4.xyz,
level(u_xlat37));
u_xlat37 = u_xlat4d.w + -1.0;
u_xlat37 = fma(FGlobals.unity_SpecCubel HDR.w, u_xlat37, 1.90);
u_xlat37 = u_xlat37 * FGlobals.unity_SpecCubel_HDR.x;
u_xlatd.xyz = u_xlatd.xyz * float3(u_xlat37);

u_xlat6.xyz = fma(float3(u_xlat39), u_xlat6.xyz, (-u_xlat4.xyz));

u_xlat7.xyz = fma(FGlobals.unity SpecCube®_ BoxMin.www, u_xlat6.xyz, u_xlatd.xyz);
}
u_xlat37 = dot(input.TEXCOORD1.xyz, input.TEXCOORD1l.xyz);

u_xlat37 = rsqrt(u_xlat37);
u_xlatd.xyz = float3(u_xlat37) * input.TEXCOORD1.xyz;

u_xlat2.xyz = fma(u_xlat2.xyz, FGlobals._Color.xyz, float3(-0.220916301, -0.220916301, -

0.220916301));

u_xlat2.xyz = fma(float3(FGlobals. Metallic), u_xlat2.xyz, float3(0.220916301,
0.220916301, 0.220916301));

u_xlat37 = fma((-FGlobals._Metallic), ©.779083729, 0.779083729);

u_xlat3.xyz = float3(u_xlat37) * u_xlat3.xyz;

u_xlate.xyz = fma(u_xlat@.xyz, float3(u_xlat36), FGlobals._ WorldSpacelLightPos®.xyz);

u_xlat36 = dot(u_xlat@.xyz, u_xlat@.xyz);

u_xlat36 = max(u_xlat36, ©.00100000005);

u_xlat36 = rsqrt(u_xlat36);

u_xlat@.xyz = float3(u_xlat36) * u_xlat@.xyz;

u_xlat36 = dot(u_xlat4.xyz, u_xlatl.xyz);

u_xlatl.x = dot(u_xlat4.xyz, FGlobals. WorldSpacelLightPos@.xyz);

u_xlatl.x = clamp(u_xlatl.x, ©.ef, 1.0f);

u_xlati3

u_xlatl3 = clamp(u_xlatl3, ©.ef, 1.0f);

dot(u_xlat4.xyz, u_xlate.xyz);
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xlat@.x = dot(FGlobals._WorldSpacelLightPos@.xyz, u_xlat@.xyz);
xlat@.x = clamp(u_xlate.x, @.0f, 1.0f);

xlatl2.x = u_xlat@.x * u_xlat@.x;

xlatl2.x = dot(u_xlatl2.xx, float2(u_xlat38));

xlatl2.x = u_xlatl2.x + -0.5;

xlat24 = (-u_xlatl.x) + 1.9;

xlat25 = u_xlat24 * u_xlat24;
x1lat25 = u_xlat25 * u_xlat25;
xlat24 = u_xlat24 * u_xlat25;
xlat24 = fma(u_xlatl2.x, u_xlat24, 1.0);

xlat25 = -abs(u_xlat36) + 1.0;

x1lat39 = u_xlat25 * u_xlat25;

xlat39 = u_xlat39 * u_xlat39;

x1lat25 = u_xlat25 * u_xlat39;

xlatl2.x = fma(u_xlatl2.x, u_xlat25, 1.9);
xlatl2.x = u_xlatl2.x * u_xlat24;

xlat24 = u_x1at38 * u_xlat38;

xlat24 = max(u_xlat24, ©.00200000009);

xlat39 = (-u_xlat24) + 1.9;

xlat4.x = fma(abs(u_xlat36), u_xlat39, u_xlat24);

xlat39 = fma(u_xlatl.x, u_xlat39, u_xlat24);

xlat36 = abs(u_xlat36) * u_xlat39;

xlat36 = fma(u_xlatl.x, u_xlat4.x, u_xlat36);
x1lat36 = u_xlat36 + 9.99999975e-06;

xlat36 = 0.5 / u_xlat36;

xlat39 = u_xlat24 * u_xlat24;

xlat4.x = fma(u_xlatl3, u_xlat39, (-u_xlatl3));
xlatl3 = fma(u_xlat4.x, u_xlatl3, 1.0);

x1lat39 = u_xlat39 * 0©.318309873;

xlatl3 = fma(u_xlatl3, u_xlatl3, 1.00000001e-07);

xlatl3 = u_x1at39 / u_xlatl3;

xlat36 = u_xlat36 * u_xlatl3;

xlat36 = u_xlat36 * 3.14159274;

xlat36 = max(u_xlat36, 9.99999975e-05);

xlatl2.z = sqrt(u_xlat36);
xlatl2.xz = u_xlatl.xx * u_xlatl2.xz;

xlat24 = u_xlat24 * u_xlat38;

u_xlat24 = fma((-u_xlat24), ©.280000001, 1.0);
u_xlatl.x = dot(u_xlat2.xyz, u_xlat2.xyz);
u_xlatbl = u_xlatl.x!=0.0;
u_xlatl.x = u_xlatbl ? 1.0 : float(0.9);
u_xlat36 = u_xlatl2.z * u_xlatl.x;
u_xlatl.x = (-u_xlat37) + FGlobals._Glossiness;
u_xlatl.x = u_xlatl.x + 1.0;
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u_xlatl.x = clamp(u_xlatl.x, ©.ef, 1.0f);

u_xlatd.xyz = u_xlatl2.xxx * u_xlat5.xyz;

u_xlat5.xyz = u_xlat5.xyz * float3(u_xlat36);

u_xlate.x = (-u_xlat@.x) + 1.0;

u_xlatl2.x
u_xlati2.x

u_xlate.x = u_xlat@.x * u_xlatl2.x;

(-u_xlat2.xyz) + float3(1.0, 1.0, 1.90);

u_xlat6.xyz

u_xlate.xyw

u_xlate.xyw

u_xlate.xyw

u_xlat3.xyz
u_xlatl.xyw

u_xlatl.xyz

u_xlat@.x * u_xlate.x;

u_xlatl2.x * u_xlatl2.x;

u_xlate.xyw * u_xlat5.xyz;

(-u_xlat2.xyz) + u_xlatl.xxx;

fma(float3(u_xlat25), u_xlatl.xyw, u_xlat2.xyz);

fma(u_xlat6.xyz, u_xlat@.xxx, u_xlat2.xyz);

fma(u_xlat3.xyz, u_xlat4.xyz, u_xlato.xyw);
u_xlat7.xyz * float3(u_xlat24);

output.SV_Target@.xyz = fma(u_xlat3.xyz, u_xlatl.xyz, u_xlat@.xyw);
output.SV_Targeto.w = 1.0;

return output;
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@ MagicReugiike -
file

SAnuHKOBUH JiC MEpIOoT JIOKaIii

@ MagicRouglike - Build - Windows, Mac, Linux - Unity 2021.3.16¢1 Personal* <DX11»
sess_GameObject Compenent Jobs Services Tools Window Help

SAnHKOBUI JIiC JIOKAITIT 3 1HIIIOTO PAKypCy

18 - Windows, Mac, Linux - Unity 2021.3.16¢1 Personal* <DX11>
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@ Mool
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