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OCb BOHa -
Bawia 3BIT Npo opUriHanbHICTL!

Mw pagi noBigoOMUTY, WO NepeBipKa BaLLIOro JOKyMeHTa
3aBepLueHa, i pe3ynbTaTu BXe roTosi! Hawwi anropytmmn
CTapaHHO NpauroBanu, Wob 3HanmTn 36iry B Hawmx 6asax
AAHWX.

Ha HacTynHMX CTOpiHKax BM 3HangeTe pe3ynbTati
nepesipKun:

Banu

36iru

NMocnnaHHA

Balu OKyMEHT 6Yy/10 MepeBipeHo 3a TakUMW JKepenamMu:

® Easza gaHux iHTepHeT-gKepen
® bEasza faHyX HayKoBUX cTaTel
O Tnanboka nepesipka (Hall BAOCKOHANEHWIA anropuTM)
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@ 36irn Tekcty 2%
@ MNepedpasyBaHHs 0%
@ UuToBaHwWii TekcT 0%
@ HenpaBunbHe LUTYBaHHS 0%
@ 36iriB He 3HaligeHo 98%

Pusuk naariaty CEPEAHIN

Pun3unk nnariaty BKasye, K 36iru
TEKCTY PO3MOAiJIeHi MO fOKYMEHTY.
BuLmin pmsnk BUHMKAE, Konu 36irn
3'ABNAIOTLCS 6113bKO OANH A0
OZHOTO, Hanpwukaag, y ToMmy camomy
ab3aui abo posgini.

OuiHKa CXOXOCTi %o
OLiHKa CXOXOCTi MOKAa3YyeE, CKiNIbKM

CniB abo CMBONIB Y BaLLOMy
JOKYMEHTI 36iraroTbCs 3 TeKCTamMu
IHLLIMX JOKYMEHTIB, BK/IF0Ua4u
nepedpasoBaHi TekcTn abo
HernpasW/ibHI LTaTw.
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BCTYT

Cy4acHa iHAyCTpis KOMMN'FOTEPHUX irop NOCTIMHO PO3BUBAETLCS, BNPOBAaAXYHOUM HOBI
TEeXHOOriT Ta NiABULLYOUM piBEHb peani3My Ta iHTepakTUBHOCTI. OAHUM i3 K/IF0UYOBUX
acnekTiB CTBOPEHHSA AKICHUX irPOBUX MPOAYKTIB € BUKOPUCTAHHA MOTY>XHUX irPOBUX PYLUITB,
Takmx Ak Unity, AKi HagaoTb PO3POOHVIKaM LLMPOKNY CMEKTP iIHCTPYMEHTIB AN peanisauii
CKNAAHUX MeXaHiK Ta My/IbTUMNIEEPHNX PEXUMIB.

MeToto AaHoro gocnigakeHHs € po3pobka rpm «TANKI 3D» - apkagHOro TaHKOBOrO LLyTepa
ANS ABOX FPaBLiB 3 N0KaNbHUM MynbTUNAeepoM. OCHOBHUM 3aBAaHHAM 6yN0 CTBOPEHHS
MeXaHiK pyxy TaHKiB, CUCTEMW MOCTPINiB, Gi3VKM PUKOLLIETIB, iIHTEPAKTUBHOTO iHTepdeincy Ta
nokanisau,l.

O6'ekTOM A0CAIAKEHHS BUCTYNUB NpoLec po3pobkm 3D-rpu 3 BUKOPUCTAHHAM pyLuis Unity,
BK/IKOUAOUM MoAentoBaHHs Gi3VKM Ta iIHTerpawito KopncTyBaubKkoro iHTepdericy. Ans
JOCATHEHHS MeTV BUKOPUCTOBYBAIMCh aHasli3 iCHYHUNX irpOBUX MexaHik,
eKcnepmMeHTyBaHHSA 3 Qi3NYHUMK NapameTpamm B Unity Ta iTepaTBHUIA NpoLiec po3pobKU.

Po6oTa CKJTAJAETLCA 3 TPbOX PO3AiNiB: TEOPETUYHI OCHOBW KOMM'FOTEPHUX irop Ta
irpoBMX PYLLIiB, TeXHONOTIi po3pobku Unity Ta MOro apxitekTypa, NpakTU4YHa peani3auis rpu
«TANKI 3D» 3 ycima MexaHikaMu Ta iHTepdericoM. PakTONOrNYHOK OCHOBOK AOC/IAKEHHS
cTanu odiuinHa gokymeHTauia Unity, HaykoBi nybnikalii 3 po3pobku irop Ta BAacHUA A0CBIj,
po60TK 3 iIrPOBUMIN PYLLISMU.

1 TEOPETUYHI OCHOBW KOMM'KOTEPHUNX ITOP
1.1 EBONtOLiS IrpOBUX pyLUIiB

IrpoBi pyLuii, ik OCHOBa ANA CTBOPEHHSA KOMM'FOTEPHUX irop, MPOLLIN 3HAaYHWNIA
eBOIIOLINHWIA WAAX Bif NPOCTUX NPOrpaMHmX 6ibniotek Ao CKNAAHUX iIHTErPOBaHMX
cepefioBuLL, 3 peanicTMYHor rpadikoto, Gi3nKoro Ta iHCTpyMeHTaMu A1s1 pO3po6KN.
IcTOpMYHO PO3BUTOK iIrpPOBUX PyLLITB MO>XHa YMOBHO MOZAININTW Ha Ki/lbKa KNHOYOBUX
eTanis.
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3apoyKeHHs irpoBuMX pyLUiiB Bigbynocs B akageMiyHoMy cepegoBuLi 1970-1980-x pokiB.
OAHUM i3 NepLUnX NPUKNaAiB MOXHa BBaXaTu Habip 6ibnioTek, BAKOPUCTAHUX AN
CTBOPEHHS rpn «Spacewar!» y 1962 poui Ha MiHi-komn'toTepi PDP-1. Xo4a ue He 6yB
MOBHOLIHHWIA PYLUi Yy Cy4aCHOMY PO3YyMiHHI, BiH 3aK/1aB OCHOBU A1 MOAY/bHOMO MigXoAy A0
po3pobku irop. Ha pucyHky 1.1 npeactaBneHa rpa «Spacewar!» Ha komn'totepi PDP-1, 1962

PiK.
PucyHok 1.1 - T'pa «Spacewar!» Ha komn'totepi PDP-1, 1962 pik

Y 1970-x pokax 3'aBMANCA NepLUi KOMepLiiHi irpoBi aBToMaTu, Taki Ak «Pong» (1972) Big
Atari. Lli irpy BUKOpUCTOBYBanWM BNAACHi MPOMpPIieETapHi pyLUii, ONTUMI30BaHi A1 KOHKPETHOro
anapaTtHoro 3abesneyveHHs. Ha pucyHKy 1.2 npeAcTtaBneHUr apkagHUA aBTomart 3 rpoto
«Pong».

PucyHok 1.2 - ApkagHuin aBToMaT 3 rpoto «Pong»

Y 1972 poui koMmnaHis Atari Bunyctmna ogHy 3 nepLuimx apkagHux sigeoirop - Pong, sika
MOZe ntoBana HacCTiNbHUM TeHic. Liei aBTomaT cTaB NpPopuBOM Y CBITi LL$pPOBMX po3Bar i
3anoy4yaTkyBaB MacoBe BMPOOHMLTBO apkagHuX irop. Fpasui kepyBann ninatpopmamum 3a
[,0MOMOrOH0 MOBOPOTHWX PYYOK, BilbMBatOUM M'A4 Ha eKpaHi, Lo CTasio NPoCcTuMm, ane
3aX0MNJINBUM iIrpOBMM MPOLECOM A1 TOroYacHOoI Ny6iku.

1980-Ti pok¥ 03HaMeHyBaNNCA NOABOO MePLUNX MEPCOHANIbHUX KOMN'IOTEPIB, TaknX AK
Apple II ta Commodore 64. PO3po6HMKM NoYany CTBOPOBATU irpy 3 BUKOPUCTAHHAM
B/IaCHWX PYLUIIB, HaNMcaHMX Ha MOBax NporpamyBaHHs, Taknx K BASIC Ta Assembler. Ha
pUCyHKy 1.3 npeacTaBneHi NONynsapHi apkagHi irpy novartky 1980-x pokis.

PucyHok 1.3 - lMonynspHi apkagHi irpy noyaTtky 1980-x pokis

1990-Ti poku cTanu nepiogom po3BuUTKy 3D-rpadiku. Irpu, Taki Ak «<Doom» (1993) Ta «Quake»
(1996), BUKOpUcTOBYBanuM BnacHi 3D-pyLuil, AKi 3aKi1any OCHOBW A5 Cy4aCHUX TEXHOJIOTI
peHaepuHry. Ha pucyHky 1.4 npeactasneHi irpu, ski 3anovatkysanu enoxy 3D-rpadiku Ta
3ajann cTaHaapTn xaHpy FPS.

PucyHok 1.4 - Irpu ki 3anoyvaTtkyBann enoxy 3D-rpadiku Ta 3aganuv ctaHgapTu XxaHpy FPS

2000-Ti poKM 03HaMeHyBanncs NosiBOKO MepLUMX KOMePLiiHUX irpOBUX PYLUIIB, TaKNX K
Unreal Engine Ta Unity. Li pywwii nponoHyBann po3pobHuKaMm LLNPOKNA Habip IHCTPYyMeHTIB
ANA CTBOPEHHS irop, BKIOYaroun rpadiyHnin peHaepuHr, Gisnky, WTYYHUI iIHTeNeKT Ta
peAakTop PiBHIB.

2010-Ti poky NpUHeCcAn po3BUTOK MOBINIbBHUX irop Ta BipTyasbHOI peanbHOCTI. IrpoBi pyLuii,
Taki Ak Unity, ctann AoCTyNnHUMW ANS LLMPOKOro Koa PO3PO6HUKIB, A03BONAKOYM
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CTBOPIOBATU irpu AN pisHMX nnatoopm.

2020-Ti poKM XapakTepu3yrTbCA PO3BUTKOM TEXHOJIOFI TPaCyBaHHSA NPOMEHIB,
LUTYYHOrO iHTeNeKTy Ta XMapHOoro reminHry. Irposi pywii, Taki sk Unreal Engine 5,
NPOMOHYTb PO3POOHMKAM IHCTPYMEHTW AN CTBOPEHHSA GpoTopeaniCTUYHUX irop 3
BiAKPUTVM CBITOM.

CbOrogHi irpoBi pyLuUii € OCHOBO NS CTBOPEHHS BiNbLIOCTI KOMM'FOTEPHUX irop. BoHW
NOCTINHO PO3BMBAKOTLCSH, MPOMOHYOUM PO3POBHMKAM HOBI IHCTPYMEHTM Ta TEXHONOTIT ANA
CTBOPEHHS BCe 6inbLU peaniCTUYHNX Ta 3aXONIKYNX irop.

1.2 Knacndikauis irposux pyLliis

Knacmnoikauis irpoBurx pyLUiiB € BaX/INBUM iHCTPYMEHTOM cUCTeMaTun3aLil, Lo J03BOJISE
CTPYKTYpyBaTu pi3HOMaHiTHe nporpamHe 3abe3sneyeHHs 8] A1 PO3POOKM irop 3a cribHUMU
GYHKLISIMUY, MOXJTIMBOCTAMU Ta OCOBMBOCTAMM BUKOPUCTAHHS. YNPOJOBX PO3BUTKY irpoBOT
iHAYCTpii cdopmyBanacsa posranyxeHa cmcrema knacudikauii pywiis, ska NnpoAoBXYe
eBOJIIOLiOHYBaTK 3 MOSIBOKO HOBUX TEXHOJIOTI Ta NiAXOAIB A0 PO3PO6KM irop.

2D-pyLuii - pyLuii, OpieHTOBaHI Ha po3po6KY irop 3 A4BOBVMIPHOO rpagikoro. BoHn yacTo
NPOMOHYIOTb IHCTPYMEHTN AN\ poboTun 3i cnparitaMun, TannosBnumMn kaptamu, 2D-¢i3nkoro Ta
iHWKMK enemeHTamum 2D-irop.

Mpuknaga: g Godot Engine - 6e3kowTOBHU 8] Ta BiAKPUTU [B] PYLUI, AKUA NIATPUMYE K
2D, Tak i 3D po3pobky, ane Mae NOTYXHi iIHCTPYMeHT came ana 2D-irop. Ha pucyHky 1.5
npeacrtaBneHnii iHTepdeiic Godot Engine.

PucyHok 1.5 - ITHTepdeinc Godot Engine

3D-pywuii - pyLii, Apr3HayeHi AnA CTBOPEHHS irop 3 TPMBUMIPHO rpadikoto. BoHn
3abe3neuyoTb PO3PO6HUKIB iIHCTPyMeHTamu P4 a1s poboTu 3 3D-mMoaensimum, TeKCTypamu,
ocBiTNeHHAM, 3D-¢i3rkoto Ta iHWKYMKY acnekTamm 3D-po3pobku.

Mpuknaa: g} Unreal Engine - 041H 3 HarinoOTYXXHILWIKWX Ta HaNonynspHiwmnx 3D-pyLwuiis, AKnii
BUKOPUCTOBYETLCSA A8 CTBOPeHHS AAA-irop, ¢inbMiB Ta iHLIMX MPOEKTIB 3 BUCOKNMU
BUMOramu o rpadikm Ta NpoAyKTUBHOCTI. Ha pncyHKy 1.6 npeactasneHnii P4 iHTepderic
Unreal Engine.

PncyHok 1.6 - InTepdeic Unreal Engine

YHiBepcanbHi pyLii - pyLuii, Aki NigTprMyoTh 8] po3pobKy Ak 2D, Tak i 3D irop, Hagaroumn
PO3POBOHMKaM FHYUYKiCTb Y BU6OPI CTUKO Ta TEXHONOTIT AN CBOIX MPoekTiB. MNpuknag: Unity -
HaA3BMYaNHO NOMYNAPHUIA PYLUIA, AKMIA JO3BONSE CTBOPIOBATY irpy 4151 LUMPOKOrO CNeKTpy
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nnatdopm, Big MobinbHUX NpucTpois fo MK Ta koHconen, Ak 'y 2D, Tak i B 3D. Ha pucyHky 1.7
npeacraBneHnii iHtepdenc Unity.

PucyHok 1.7 P4 - IHTepdeiic Unity

CneuwjianizoBaHi pyLuii - pyLii, po3pobsieHi 15 KOHKPEeTHUX XaHpiB abo Tunis irop,
NPOMOHYHYM ONTUMI30BaHI IHCTPYMEHTU Ta GYHKLIiT ANa umx 3aBaHb. MNpuknag: Ren'Py -
pYyLUiiA, crieuianbHO CTBOPEHWUI 4151 PO3PO6KIN Bi3yasibHUX HOBEJ, MPOMOHYHOUN CAPOLLEeHi
iHCTpyMeHTV P4 A15i pO60TU 3 TEKCTOM, 306paXeHHAMM Ta iIHTepakTUBHUMK enemMeHTamu. Ha
pUCYHKY 1.8 npeacTaBneHuin iHTepderic Ren'Py.

PncyHok 1.8 - IHTepdeiic Ren'Py

BiakpwuTi pywuii - pyLii 3 BiAKPUTVM BUXIAHUM KOAOM, AKi 4O3BONSAKOTL PO3PO6HMKAM
MoandiKyBaTV Ta po3LWIMPHOBATK IX PYHKLIOHANBHICTb BiAMOBIAHO A0 CBOIX NOTPe6.
Mpuknaa: Godot Engine (3ragaHunii BULLLE) € TAKOX MPUKIALOM BiKPUTOro pyLuis, P4 Lo
pPO6UTb MOro FHYYKMM Ta afanToBaHUM A0 Pi3HUX NPOeKTiB. BaXn1Bo 3a3HaunTy, LWo
KnacuikaLis irpoBMX PyLLIiB He € CTAaTUYHOLO, | 3 PO3BUTKOM TEXHONOTIN Ta MOSABOIO HOBUX
NiAXO04iB A0 PO3PO6KM irop Mexi MiX Pi3HMMU KaTeropisMm MoXyTb PO3MUBATUCS.

1.3 Ocob6anBOCTI PO3BUTKY IHAYCTPIT IrPOBUX PYLUIIB

IHAyCTpisA iIrpOBUX PyLUIIB 4EMOHCTPYE ANHAMIYHNI PO3BUTOK Ta CTPiIMKe 3pOCTaHHS, O
CYyNpPOBOAXYETLCA YHiKaNbHMMM Bi3HEC-MOAeNiMU, CTPYKTYPHUMM TpaHCPopMaLligsmMm Ta
COLOKYNbTYPHUMW BNAMBaMWU. AHaNi3 OCHOBHUX TEHAEHLIN Ta 0CO6NMBOCTEN PO3BUTKY LLi€l
ranysi 03BONSE KpaLLle 3p03yMiTu I MOTOUYHWIA CTaH Ta MPOrHO3yBaTh ManbyTHI HaNPAMKU
eBoJIroL,T.

PrHOK irpoBumx pyLLiiB € BaXX/IMBOK CK/1aL0BOK YaCTUHOK LLIMPLLOT iIHAYCTPIT Bigeoirop. Xoua
TOYHI Ldpu WOA0 06CAry pUHKY Came irpoBUX PyLUIiB MOXYTb BYTU CKNagHUMU AN
BM3HAYeHHSA Yepes IX iIHTerpoBaHiCTb y BapTiCTb PO3PO6KM irop, MOXHA Bi3Ha4YNTU KinbKa
KJFOYOBUX TeHAEHLIN. 3i 3pOCTaHHAM 3araJlbHOro PUHKY BiZieoirop 3pocTae i MONUT Ha irposi
pyLii. ¥ 2023 poui rnobanbHUin pUHOK Bigeoirop gocsr obcary B 184,4 minbsapaa Aonapis, Wo
CTBOPIOE CMPUATANBE CepefoBULLE AN PO3BUTKY IHAYCTPIT iIrpoOBKX PyLLUIiB.

PrHOK irpoBumx pyLUiiB 3HaYHOK MiPOK KOHTPOJIKOETHLCS KilbKOMa BE/IMKUMU FpaBLSaMU,
Takumu sk Epic Games (Unreal Engine) Ta Unity Technologies (Unity). IxHi pyuii
BUKOPUCTOBYIOTBCA 4151 CTBOPEHHS LLUMPOKOro CNekTpy irop, Big AAA-NPOEKTIB J0 MOBINBHMX
irop. KomnaHii, wo po3po6astoTh irpoBi pyLUii, BAKOPUCTOBYHOTb Pi3Hi MoAeni MoHeTuM3au;i,
BKJIFOYAKOU M NiLEeH3YBaHHSA, NIAMVCKXA, POANTI BiZ4 NPOAAXIB irop, a TakoX HaJaHHSA
AOAATKOBUX MOCAYT, TaKUX IK XMapHi cepBicy Ta iHCTPYMEHTW ANA PO3POOHIKIB.

IHaycTpis irpoBMX pyLLUIIB TaKoX 3a3Ha€e TpaHcpopmau,ii 6isHec-mogeneli. MogibHoO o Moaeni
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«[porpamHe 3abe3neyeHHs Ak nocayra» (SaasS), irpoBsi pyLUii Bce YacTille NPOMNoOHYTLCS 3a
NiANNCKOIO, LLO JO3BOJISIE PO3PO6HMKAM OTPUMYBATU AOCTYN A0 HAMHOBILLWX QYHKLN Ta
OHOBJIeHb, a TAaKOX CNPOLLYE Npouec po3pobku. KoMnaHii akTUBHO PO3LLMPOOTL CBOI
eKoCMcTeMu, MPOMNOHYHUN PO3POOHMKAM A0AATKOBI IHCTPYMEHTU, NaariHuy, aceTn Ta cepsicu,
CTBOPHOHOYM BiNbLL KOMMAEKCHY Ta 3pyYHy naatdopmy Ans po3pobku irop.

3Ha4yHOro po3BUTKY Habynn mMarasmHm aceTis, Taki Ak Unreal Engine Marketplace ta Unity
Asset Store. BoHM 03BONSIIOTE PO3POBOHMKaM KynyBaTu Ta NpojaBaTi roToBi Mozeni,
TeKCTYpW, CKPUNTK Ta iHLWI pecypcu, Wo 3HaYHO NPUCKOPIOE Npouec po3pobkn. CTpyKTypa
IHAYCTPIT irpOBUX PYLUITB TaKOX 3a3Ha€ 3MiH. CnocTepiraeTbcs KOHCONIAALIA PUHKY, KON
BeNVKi kKoMnaHii, Taki Ak Epic Games Ta Unity Technologies, nornnHatoTe MeHLWi CTyAii Ta
PO3POOHMKIB TEXHOMOTiV, PO3LLNPIOKYN CBOI MOXJ/IMBOCTI Ta AOCTYMN 40 HOBUX TEXHOJIOTIN.

3HayeHHsA BepTUKaNbHOI iHTerpauii TakoxX 3poctae. KomnaHii, Wwo po3pobastoThb irpoBsi pyLuii,
BCe YacTille iHTerpytTb CBOI TEXHOJOTIT 3 iIHLLUMMMK acnekTaMm po3pobKm irop, Taknmm sk
XMapHi cepBicK, iIHCTPYMEHTW ANA pO3p0obKM MynbTUNAeEpa Ta NnaTbopMu ANCTPUBYLIIL.
MNopsag 3 BeNNKNMU KOMePLIiMHUMN PYLLISMU PO3BUBAETLCS CErMeHT iHAI-PYLUIIB, AKi
NPOMOHYITb PO3POBHUKAM AOCTYMHI Ta FTHYYKi IHCTPYMEHTU 4151 CTBOPEHHS irop 3
obMexeHNM BrogKeToM.

[HAyCTpis irpoBMX pyLUITB AEMOHCTPYE TeHAeHLii 4o rnobanisauii Ta nokanisauii. Taki pyLuir,
aK Unity Ta Unreal Engine, 4OCTyrnHi po3po6H1Kam No BCbOMY CBITY, LLO CpUSE rnobanisauii
iHAYCTpIl Bifeoirop. BogHouac KoMNaHii Bce 6inbLue yBarv NpUAINA0Tb noKanisawii cBoix
IHCTPYMEHTIB Ta AOKYMeHTaLlil A5 Pi3HVX perioHiB Ta MOB, 06 3p06uTK ix BinbLu
LOCTYMHUMMN ANS PO3PO6HMKIB Y Pi3HMX KpaiHax. PO3po6bHMKaM TakoX NPONOHYHTLCA
IHCTPYMeHTW Ta GYHKUiT ANS NIATPUMKN perioHanbHNUX 0COBINBOCTEN, TakMX K MOBHI BepCil,
KYNbTYPHi acnekTu Ta TeXHIYHI BUMOTM Pi3HUX naatdopm.

IrpoBi pyLuii MaoTb 3HAUYHN COLLIOKYNbTYPHUIA BNAUB. BOHW HajatoTb pO3pobHMKaM
IHCTPYMEHTW A/151 CTBOPEHHS iIHTePaKTUBHMX PO3Bar, OCBITHIX Nporpam, CUMYAALIr Ta iHLWNX
BUAiIB KOHTEHTY, LLO CNPUSIE PO3BUTKY TBOPYOCTI Ta iHHOBALi. AKTUBHI CNiNIbHOTN
PO3PO6HUKIB, LLLO OBOMIHIOOTECA 3HAHHAMMU, AOCBIZAOM Ta pecypcamMmu, CNpUsoTb PO3BUTKY
npodeciHMX HaBMUYOK Ta cniBnpaui. Kpim Toro, TexHosnorii, po3pobneHi 415 irpoBmx pyLuiis,
3HaX0AATb 3aCTOCYBaHHSA B iHLWNX chepax, TaknX K KiHO, apxiTekTypa, iHxXeHepisa Ta
MeAVLVHA, 4EMOHCTPYOUM iX LUMPOKUK MOTeHLian.

Pa3oMm 3 TUM, PO3BUTOK iHAYCTPIl CynpoOBOAXKYETLCA GOPMYBaHHSM CKNaAHOI TEXHONOTYHOT
ekocmcTeMu. 3'ABNAOTLCA KOMMAHIi, Lo NPOMNOHYHTL CreLiani3oBaHi TeXHOOTII Ta cepBicu
ANA IrpOBUX PYLUIiB, TaKi AK IHCTPYMEHTW ANS ONTUMI3aLil MpoAyKTUBHOCTI, NaariHn Ans
PeHAEPUHTY, CUCTEMU AN PO3POOKM MyNbTUNNEEPA T IHCTPYMEHTU AN LUTYYHOrO
iHTenekTy. IrpoBi pyLUii BCe YacTille BUKOPUCTOBYHOTHCA /11 CTBOPEHHSA KOHTEHTY ANS Pi3HUX
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Megia, Takmx K dinbmMun, TenebayeHHs Ta BipTyasibHa peanbHiCTb, LLO CPUSE KPOCMeAinHIl
iHTerpauii Ta po3LUVPHOE MOXIMNBOCTI BUKOPUCTAHHSA PYLLIIB.

Monpw ycniWwHWI pO3BUTOK, IHAYCTPIS iIrPOBUX PYLLITB CTUKAETHCS 3 HU3KOH BUK/VKIB.
PO3pO6HVKN irpoBMX pyLUIiB NOCTIMHO NPaLOTh Ha4 NOAOIAHHSAM TEXHOOTIYHNX
obMeXeHb, TakuX K MPOAYKTUBHICTb, MaCLLUTabOBaHICTb Ta CYMICHICTb 3 Pi3HUMN
nnatopmamm. PUHOK irpoBUX PyLUIiB € BACOKOKOHKYPEHTHUM, iE KOMMAaHIl MOBUHHI
NOCTIHO iHBeCTyBaTW B AOCNIAKEHHS Ta PO3PO6KN, W06 3anmLaTucs
KOHKYPEHTOCMPOMOXHUMU. TakoX BaX/IMBUM GaKTOPOM € siKiCHa NiATPMMKa pO3POOHUKIB,
HaJaHHS IM HaBYaNbHUX MaTepianie Ta pecypciB Ana epeKTUBHOIO BUKOPUCTAHHS PYLUIiB.

TaknMM YMHOM, PO3BUTOK iHAYCTPIT iIrPOBMX PYLLIIB XapakTepu3yeTbCs KOMMIEKCHUMM
TpaHchopMaLiiMU Ha Pi3HNX PIBHAX - Bifj 6i3HeC-mogener Ta pUHKOBOI CTPYKTYpUY A0
COLiOKYNIbTYPHOrO BMAMBY Ta TEXHONOMNYHMX iHHOBALiA. PO3yMiHHS LIMX NPOLIECiB €
BAXX/IMBMM He AnLLe 415 Y4aCHUKIB iHAYCTpIi, ane n Ans AoCNiAHVKIB LMdpOBOi EKOHOMIKM Ta
Cy4YacHOI Ky/ibTypu 3arasiom.

1.4 TexXHONOorivHi TpeHAN B irpoBUX pyLUiAX

CyuacHi irpoBi pyLuii nepebyBatoTb Ha NepeTHi MUCTeLTBA Ta BUCOKNX TEXHONOTIM, NOCTIAHO
BNPOBaAXYHUM iIHHOBALiVIHI pilleHHSA AN NiABULLEHHS AKOCTi irpoBOro Aocsigy, onTuMisauil
npoueciB po3pobKM Ta PO3LUMPEHHS MOX/IMBOCTEN B3aEMOZII 3 rpaBUsaAMU. AHanI3
TEXHONOTIYHNX TPEHAIB A,03BOJISIE He NMLLIe BiACTEXYBaTV NOTOYHWI CTaH ranysi, ane
NPOrHO3yBaTW HANPAMKW Ti NOAANbLLOIo PO3BUTKY.

OAHiero 3 HaMbiNbL AVHaMIYHNX 0bnacTeil PO3BUTKY € TEXHONOTIT peHAEPUHTY, Lo
[03BONAKOTb CTBOPOBATY BCe BiNbLU peanicTU4HI BisyanbHi edekTn. TpacyBaHHS MPOMEHIB
(Ray Tracing) cTano K14Y0BOK TEXHONOTIELD, LLO JO3BOSE MOAENOBATU MPOXOAKEHHS
CBiT/N1Ia B peasibHOMY Yaci, CTBOPIOOUN GoTOpeanicCTUUHI Bif0bpaxeHHs, TiHi Ta 3aN10M/IeHHS
cBiTNa.

Unreal Engine 5 BUKOPNCTOBYE TpacyBaHHSA NPOMEHIB AN CTBOPEHHS HaA3BNYaHO
peanicTYHOro OCBITNIeHHSA Ta BifobpaxkeHb. Ha pucyHKy 1.9 npeacTaBneHO NpuKnag,
TpacyBaHHs npomMeHiB B Unreal Engine 5.

PucyHok 1.9 - TpacyBaHHA npoMeHiB B Unreal Engine 5

MapanenbHo po3BMBaEeTbCA TexHonoria B4 DLSS (Deep Learning Super Sampling) Big NVIDIA
Ta FSR (FidelityFX Super Resolution) Big AMD, siki BAKOPUCTOBYHOTb LUTYYHUIA iHTENeKT ANs
MacwTabyBaHHSA 306paXkeHHS 3 HVXKYOI PO3A4iNbHOI 34aTHOCTI 40 BULLOI, 03BOISAHOYUN
AOCATHYTY 3HAYHOrO NiABULLEHHS MPOAYKTUBHOCTI 63 NOMITHOT BTPaTV AKOCTi 306paXKeHHs.

Lli TexHoNOriT iIHTErpytoTLCA B irposBi pyu_li'l'p,nﬂ NOKPaLLEeHHA NPOAYKTUBHOCTI PEHAEPUHTY.
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Global Illumination (rnobanbHe ocBiTIeHHSA) Ta 06'eMHi edpekTn (volumetric effects) Takox
CTanu ctaHgapToMm Ana AAA-NpoekTiB, 403BONA0YN BIATBOPIOBATY peanicTuyHi atmochepHi
ABMLLA, TaKi AK TYMaH, A1M, PO3CisiHe CBIiT/10 B NOBITPi TOLLO.

Unity BUKOPUCTOBYE rnobanbHe OCBIT/IEHHA ANA CTBOPEHHSA PeanicCTUYHUX CLEH 3
AVHaMIYHUM OCBiT/IeHHAM. Ha pucyHky 1.10 npeacTasieHo npuknag rnobanasHoro
ocBiTNeHHs B Unity.

PncyHok 1.10 - TnobanbHe ocgiTaeHHs B Unity

LUTYyYHWIA iHTenekT TpaHcbOopMyeE irpoBi pyLUii, 4O3BONAKOUN CTBOPHOBATU NMpoLeaypHO
3reHepoBaHi PiBHi, TEKCTYpU Ta MoAeni. 3aBAAKN reHepaTUBHUM HENPOHHUM Mepexam
irpOBI CBITW CTalOTb YHIKaIbHUMU, @ NePCOHaXi OTPUMYHOTb CKNAAHILLI CHOXKETHI NTiHil.
HeniHinHa noBejiHKa HeirpoBMX NepcoHaxiB 3abe3neuyye 6inbLU peanicTUUHy B3aEMOZito,
BNKOPUCTOBYOUM JlepeBa pilleHb | MalVHHe HaBYaHHS. luHamiuHe 6anaHcyBaHHS
CKNAAHOCTI NiANaLUTOBYE rpy Nif CTUb rPaBLs, CTBOPHOOYNM ONTUMAaNbHNUI A0CBIA,.
IHTerpauis TeXHO/Orii MOBJIEHHS Ta PO3Mi3HaBaHHSA 06/1MYYA NOKPALLYE Aiaforosi cUcTeMu
Ta aHimau,ito.

XMapHUI reMiHr CNPOLLYE AOCTYN A0 irop, 06pobasoum peHaepuHr y xMmapi. Naatdopmu Ak
Google Stadia Ta NVIDIA GeForce Now f03BOMSOTb FpaTh Ha CNabKmMX MPUCTPOsSX 6e3 BTpaTu
NPOAYKTUBHOCTI. IrpoBi pyLUil afanTyoTbCA A5 MOTOKOBOT TPAHCALLT KOHTEHTY. Unity Ta
Unreal Engine BAOCKOHaNOOTLCSA, CPOLLYHOUYM PO3POOKY ANS IHAI-PO3POOHMKIB | BEINKINX
cTyAin. Kpoc-nnatpopmHa po3pobka A03BOASE 3anyckaTu irpu Ha MK, KOHCONSX, MOBINbHUX
npucTposx i VR-cucremax 3 MiHiManbHUMW 3MiHaMu KOZAy.

TexHonorii VR Ta AR po3LLMPIOOTL MOX/INBOCTI 3aHYPEeHHS B irpoBui npouec. CyyacHi
rapHiTypw, Taki sk Oculus Quest 2 Ta Valve Index, 3a6e3neuytoTb BUCOKY AeTasni3al,ito,
LLUMPOKE MnoJie 30py Ta TOUHE BiACTeXXeHHS pyxiB. IrpoBi pyLUii NPOMNOHYTb IHCTPYMEHTN
Ansa ctBopeHHs VR/AR-goaaTKiB. PisnyHi cuMynauii pobnaTb irpy 6inbLl peanicTuYHUMK:
MOZENETbCA PYMHYBaHHA 06'eKTIB, peanicTMyHa rigpoanHamika, aHiMauis TKaHVH i
BOJIOCCH, NpoueaypHa aHimaLisa pyxis.

HoBi TexHonorii, Taki Ak 610k4eiiH Ta NFT, BNpoBaAXyt0Tb KOHLEMNLio LndpoBOi BAACHOCTI.
3aBaskn 5G MOBINbHI irpy CTaroTb WBUALLINMK, @ 6araToKOPUCTYBaLbKi MPOEKTU -
CTabinbHiWMMN. BiomeTpuyHi iHTepdencr aHani3ytoTb Gi3ioNoriYHNY CTaH rpaBuUsa AN
aganTauii rerimnnero. CncTtemMu 3axonaeHHs pyxy BAOCKOHANOTLCS, A03BOSOUMN
nepegaBaTy aKTOPCbKY rpy 3 HarApioHiwmnmn getanammn. WebGL ta HTML5S 3abe3neuytoTb
CTBOPEHHS bpay3epHuX irop 6e3 HeObXiAHOCTI BCTAHOB/IEHHS A04aTKOBOrO [13.

IrpoBa iHAYyCTpisa € pyLUiEM TeXHONOrYHOro nporpecy. PO3po6bHUKY 3HaX0AsATb HOBI
anropuUTMm oNTMMI3au,il, Lo 3ro40M 3aCTOCOBYHOTLCA B HayLi, apXiTeKTypi Ta MPOMUCIOBOMY
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AV3aiHi. 3aBAAKM LibOMY irpoBi pyLUIT CTatoTb AeAani NOTYXHILWVMW, BiAKPUBaOUYM HOBI
ropun3oHTN y chepi LndpoBUX TEXHONOTIN.

2 TEXHONOTTI TA IHCTPYMEHTW PO3POBKW
2.1 jij CepegosuiLe po3pobku Unity

Unity - ue il kpoc-nnatdopmHe i} cepesosuLLe po3pobKM KOMM'IOTEPHUX irop, CTBOPeHe
KoMnaHieto Unity Technologies. 3 MoMeHTY cBOro 3acHyBaHHs y 2005 poui Unity WwBmako
3406y51a NONyNsPHICTb cepe, PO3POBHVIKIB PI3HOro PiBHSA - Bif iHAI-KOMaHJ, 40 BENUKUX
cTyain. CtaHoM Ha 2025 pik, Unity BUKOPUCTOBYETLCA ANS CTBOPEHHSA noHaz 50% ycix
MOGINIBHUX IrOP Ta MAa€ 3HaYHY YacTKy Ha pYHKY MK Ta KOHCONBHUX PO3POHOK.

OgaHiero 3 ronoBHKX nepesar Unity € iHTYITUBHUI iHTepderic KopucTyBaya. E IHTerpoBsaHe
cepegoBuLLe po3pobku (IDE) Unity mae BisyanbHUN pefakTop CLeH, WO A03BOSIE
PO3MilLlyBaTV Ta HaNalLITOBYBaTW 06'eKTW y BOBMMIPHOMY ab0o TPMBMUMIPHOMY NpoCTOpi 6e3
HeobXiAHOCTIi HaNncaHHA KoAy. Lle 3HauYHO cnpoLye npoLec po3pobKn, 0cobanBO ANSA
noyaTKiBL,iB.

ApxiTekTypa Unity 6a3yeTbcsi Ha NPUHLMMNI KOMMOHEHTHO-OPIEHTOBAHOIO MPOrpaMyBaHHS.
KoxeH irpoBuii 06'ekT (GameObject) Moxe MaTu AOBINbHUI Habip KOMMOHEHTIB, AKi
BM3Ha4aloTb MOro nosesiHKy. Takuin Nigxig 3a6esnevye BMCOKY FHYYKiCTb Ta J03BOJISE
PO3pO6HMKAM CTBOPOBATW CKNaAHI cncteMm 6e3 HeobxifZHOCTI nepenncyBaTn Kog, ANs
KOXHOrO efieMeHTa rpu.

Unity niaTprmMye Kpoc-naaTpopMHy po3pobKy, A03BONAKOUM CTBOPIOBATU irpy Ans nNoHag 25
nnatdopm, cepes AKNX E Windows, macOS, Linux, iOS, Android, PlayStation, Xbox, Nintendo
Switch, WebGL Ta VR/AR-npucTpoi. 3MiHa LifiboBOI N1aTtopMm 3a3Bryali He BUMarae
3HaYHNX MoAMIKaLLi BUXIAHOMO KoAy, Lo pobuTb Unity 3py4HnM BU6OpPOM Ans
PO3POOHMKIB, AKi MParHyTb OXOMUTW LLMPOKY ayAUTOPIO.

Baxxnumey ponb y po3BuTKy Unity Bigirpae ogpiuinHnin marasunH pecypcis Asset Store. Y Hbomy
PO3POOHUKM MOXYTb MPUAGATM Ta MPOAATY FOTOBI KOMMOHEHTN, E MoZeni, TEKCTYPU, 3BYKN,
Lenaepu Ta iHLWI pecypcu, Lo 3HAYHO NMPUCKOPHOE MPOoLLeC CTBOPEHHS irop.

JokymeHTauis Unity € ogHi€r0 3 HalbinbLL PO3ropHYTUX Cepej cepesoBuLL, PO3PObKY irop.
3aBAsKN BeNuKil 6a3i HaBYaNbHWX MaTepianiB Ta aKTUBHIN CRiIbHOTI PO3PO6HKKIB HOBaYKMN
MOXYTb LUBUAKO OCBOITUCA B CUCTEMI, @ AOCBiAYeHi paxiBLi - 3HAVTN pilLeHHS ANS CKNaAHUX
3aBJaHb.

CyuyacHi Bepcii Unity BktoUaoTb BAOCKOHaNeHy cuctemMy peHgepuHry Universal Render
Pipeline (URP) Ta High Definition Render Pipeline (HDRP), iHCTpyMeHTU AN CTBOPEHHSA
MynbTUnneepHux irop (Unity Netcode for GameObjects), nokpatueHy niaTprmMky 2D-rpadikm
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Ta Pi3nKM, a TaKOX iHTerpaLito 3 XMapHUMK cepsicamin. MoCTIMHNI PO3BUTOK L€l
nnatdopmuv pobuThb il OAHMM i3 NPOBIAHUX IHCTPYMEHTIB Yy CBITi irpOBOI iHAYCTPIl.

2.2 ApxiTekTypa Ta MOX/INBOCTI irpOBOro pyLuis

ApxiTekTypa Unity nobygoBaHa Ha MoAyIbHOMY MPUHLMNI, Ae Pi3Hi NigcucteMn pyLuis
B33aEMOiIOTb MiXK COBOI0 AnsA 3abe3neyeHHss NOBHOIO LMKY PO3PO6KN Ta PYHKLIOHYBAHHSA
rpwu.

Aapo pywis (Core Engine) BKNtOYa€E HU3bKOPIBHEBI KOMMOHEHTN, LLIO 3a6e3neyyoTb 6a3oBy
PYHKLIOHANBHICTb. [0 HUX HaNeXnTb cUcTeMa yrnpasaiHHA NaM'aTTio, 6baraTonoTokosa
06po6Ka, cMcTemMa Nogili Ta yrnpasaiHHA pecypcamu.

Pywii peHaepuHry (Rendering Engine) ) BignoBiZa€e 3a BigobpaxkeHHs rpadivHmx
efleMeHTiB Ha ekpaHi. BiH nigTpumye pi3Hi rpadiuHi API, Taki sik DirectX, OpenGL, Vulkan Ta
Metal. KoHBeep peHaepuHry 3abesneuye HanalTOBaHI eTany o6pobku 306paXkeHHs,
cMcTeMy LerijepiB Ta MaTepianis, a TakoX QYHKLT OCBITNEHHS, TiHe Ta NOCT-06pobKU.

®isnuHuin pywini (Physics Engine) peanisye cumynsaito ¢isnuHnX B3aeEMOZili. BiH BktoUae
cuctemy TBepaux Tin (Rigidbody), MexaHi3M BUABAEHHS 3iTKHEHb, CUMYSLIi0 TKaHUH Ta
M'AKNX Tifl, @ TaKOX LWAPHIPHI 3'€4HaHHA Ta MPYXUHWN.

Aygio pywin (Audio Engine) BignoBiza€ 3a BiATBOPeHHA Ta 06pobKy 3BYKY. BiH NiagTpnmye
NPOCTOPOBE ayAio, MiKCyBaHHS, ebeKkTn, a TaKoX KOMMPECito Ta gekomnpecito ayaiodaninis.

Cnctema ckpunTis (Scripting System) f03B0NSI€ NporpamMyBaTy N0riky rpu. Unity
BrKOpucToByeE [}l MOBY NporpamyBaHHA C# Ta cepegoBue BUKOHaHHA .NET. [ns
PO3LINPEHHS PYHKLIOHANBHOCTI MOX/INBE BUKOPUCTAaHHA HAaTUBHOIO KOAY Yepes nariHu.

Cnctema aHimauii (Animation System) 3a6e3neuyye peanicTUYHy aHiMaLlito irpoBuX
06'exTiB. BOHa niaTpmMmye KicTkoBy aHimMauito, mopoiHr (Blend Shapes), cuctemy Timeline gns
CUHXPOHI3aLii aHiMaLii 3 NoAiaMKn, a TakoxX rnpoueaypHy aHiMau,ito.

Cuctema UI (User Interface System) BkitoUa€e iHCTPYMEHTU ANS CTBOPEHHS KOPUCTYBaLbKOro
iHTepdericy. BoHa 6a3yeTbca Ha Canvas, NiATPUMYE aganTUBHUI AM3aH Ta CUCTEMY MO
N9 B3AEMOJIT 3 KOpPUCTyBayeM.

Cuctema Hasirauii (Navigation System) 3abe3neuye ¢yHKLiOHaN ANna nepeMilleHHs 06'eKTiB.
BukopuctaHHa NavMesh f03B0/ISiE peanizoByBaTy MOLLYK LUAAXY, YHUKHEHHS NepeLuKos Ta
dopMyBaHHS rpyn 06'ekTiB.

Mepexesuit mogynb (Networking Module) 3a6e3neuye 6aratokopmncTyBaLbKy B3aEMOZItO.
BiH MicTnTb BUcokopiBHeBI API Ansi CMHXPOHI3aLil cTaHy, ynpasiiHHA NigK/IFYEeHHAMMN Ta
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y3ro/pkeHHs g AaHUX MiX KNiEHTaMW.

Unity BMKOpPUCTOBYE apXiTeKTYpHUIA naTepH «Entity-Component-System» (ECS), o
3abe3neyye MOAYNbHICTb | BACOKY MPOAYKTUBHICTb. Y Uil Mmogeni cyTHocTi (Entity) €
KOHTeHepamMu, koMnoHeHTU (Component) fogatoTe GYHKLiIOHANBHICTb, a cnctemu (System)
KepyrTb IXHbOI NoBeAiHKOK. Takni NigXiJ 403BONSAE Nerko KOMbiHyBaTW pi3Hi
efleMeHTU AN CTBOPEHHS YHiKaNbHOI irpOBo'l' Norikn.

2.3 ji} Cuctema KomroHeHTiB Unity

CncremMa KOMMNOHEHTIB € PyHAAMEHTa/IbHOIO KOHLenLUiern apxiTekTypu Unity, Lo peanisye
NPUHLMAN KOMNOHEHTHO-OPIEHTOBAHOrO MPorpamMyBaHHs. Y Uit napagurMmi
$YHKLIOHANBHICTb irpoBMX 06'eKTiIB GOPMYETHCS LLAAXOM KOMBIHYBaHHSA Pi3HNX
KOMMOHEHTIB, 3aMiCTb CTBOPEHHSA CKIaAHWNX IEpapXili Knaci..

OCHOBHI enemMeHTV cMcTemMum KOMMoHeHTiB Unity:

GameObiject - e 6a30BUIA KOHTEHep Yy CLeHi, AKMIA caM No cobi He Ma€ BU3HAYeHOl
nosegiHKM abo BnactmseocTel. KoxxeH GameObject mae nuwe TpaHchopmaito (Transform),
LLIO BM3HAYaE NOro no3sunuito, obepTaHHA Ta MacluTab y NnpocTopi;

Component - ue ¢yHKLIOHaNbHUA MOAYNb, WO AoAaeTbcs 40 GameObject ansa HagaHHSA
MOMY KOHKPEeTHUX MOXIMBOCTen. KOMNOHEHTW peani3ytoTbCs 9K Kaacu, Lo YCNaAKOBYOTbCS
Bif, 6a3oBoro knacy MonoBehaviour;

MonoBehaviour - 6a30BuIA Knac 4na CKpUNTIB, LLO B3aEMOAIOTh i3 CMCTEeMOto nogint Unity.
BiH Hagae fOCTYN 0 OCHOBHUX METOZAIB XXUTTEBOTO LINKIY:

Awake() - BUKNMKAETbCS NPpW iHiLiani3auii ckpunTa, 4O NoYaTKy NepLuoro Kaapy;

Start() - BUKNMKAETLCA nepes nepLumm KasgpoM OHOB/IEHHS;

Update() - BUKNVKAETBbCA KOXEH Kaap;

FixedUpdate() - BUKNMKAETbCA Yepe3 ¢ikCcoBaHi iHTepBanu 4acy, BAKOPUCTOBYETLCSA ANK
bI3VYHMX pO3paxyHKiB;

LateUpdate() - BUKINKAETBLCA NiCNs BCiX OHOBNEHb, BUKOPUCTOBYETLCA ANSA 3aBepLUabHUX
onepauin kagpy.

MNepeBarn KOMMNOHEHTHOI cnctemMun Unity:

MOZYNbHICTb - KOXEeH KOMIMOHEHT BiAMNOoBiAa€ 3a okpeMy GYHKLIiOHaNbHICTb, L0 NoferLye
pPO3pPO6Ky Ta TECTYBaHHS;
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MoBTOPHE BUKOPUCTAHHA - KOMMOHEHTU MOXYTb BYTV BUKOPUCTAHI ANSA PI3HNX irpOBUX
06'ekTiB 6e3 fybntoBaHHSA KOAY;

HYYKiCTb - GYHKLIOHANBbHICTb IrPOBOro 06'ekTa MoXe 6yTV 3MiHEeHa AoAaBaHHAM abo
BMAANEHHSAM KOMMOHEHTIB Nij 4aC BUKOHAHHS;

[HKancynaLUia - KOXXeH KOMMOHEHT iHKarnCyke CBOKO NOTIKY Ta AaHi, O CMPUSAE YACTOTI Kogy.
CraHaapTHi KOMNOHeHTU Unity BK/IIOYaOTh:

Renderer (MeshRenderer, SpriteRenderer) - ans BigobpaxeHHs rpadiku;

Collider (BoxCollider, SphereCollider) - ana Bu3Ha4yeHHA 3iTKHEHb;

Rigidbody - ans cumynsauii ¢isnkm;

Animator - Ana ynpasniHHS aHiMauiaMu;

Audio Source - Ans BiATBOPEHHS 3BYKiB;

Camera - A/191 BASHaYeHHA TOYKW 30pY rpaBLs;

Light - ans ocBiTNEHHSA cueHW.

B3aemogia Mi>k KOMMOHEHTaMU MOXe 3AiMiCHIOBATUCA KilbKOMa Ccnocobamu:

MNpsiMe NOCUNAHHSA — OANH KOMMAOHEHT OTPUMYE MOCUIAHHSA Ha IHLWINI Yepes iHCneKTop abo
MeTtogom GetComponent<T>();

CncteMu Nogit - KOMMOHEHTN MOXYTb 06MiHIOBATUCA NOBIZOMAEHHAMU Yepes nogil C# abo
Unity Event System;

MatepH «CrnocTepiray» - KOMMNOHEHTU MOXYTb NiANVNCYBATUCA Ha NOA(T iIHLUMX KOMMOHEHTIB;
CepBicHi nokaTopu - LeHTpanisoBaHWin 4OCTYN A0 CRiJIbHUX CepBICiB;

Cncrema KoMNOHeHTIB Unity € MOTYXXHUM iIHCTPYMEHTOM A1 CTBOPEHHS CKTa4HUX
irPOBUX CUCTEM 3 MOAY/bHOI, 1IerkO KepoBaHOI KOAOBOI 6a3u.

2.4 TpadiyvHi Ta Gi3nUHI MOXINBOCTI

ApxiTekTypa Unity nobysoBaHa Ha MOAY/IbHOMY NPUHLMNI, Ae Pi3HI NiACNCTeMM pyLUis
B33aEMO/iOTb MiXK COBOI0 AnA 3abe3rneyeHHsi NOBHOIO LINKAY PO3PO6KN Ta PYyHKLIOHYBaHHSA
rpyv. OCHOBHI KOMMOHEHTW apXiTekTypu Unity BKIOYalOTb SAPO PYLUis, PYLUii peHAepUHry,
bi3VYHMA pyLWin, ayAaio pywin, cnctemy cCKpUnTiB, cucteMy aHimau,ii, cuctemy Ul cuctemy
HaBirauii Ta MepexeBuii Moy b.
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S4po pyLlis BiANOBIAAE 3a HU3bKOPIBHEBI KOMMOHEHTK, Lo 3abe3neyyoTb 6a3oBy
$YHKLIOHANBHICTb, 30KpeMa cucTeMy ynpas/iHHA Nam'aTTio, 6aratonoTokoBy 06po6bky,
cucTeMy Nogilt Ta ynpasniHHA pecypcamu. PyLlin peHaepuHry 3abesneuye BijobpaXxKeHHs
rpadiuHMX enemMeHTIB Ha eKpaHi, NiATPUMYHUM pi3Hi rpadivHi API, KOHBEEP peHAepuHry,
CUCTeMy LLeepiB, OCBIT/IEHHS Ta TiHi, @ TaKOX NOCT-06p0o6KY 306paXkeHHs.

Pi3NUHUI pyLLi 403BONSE CUMYNHOBATU Gi3UYHI B3aEMOZIl, 30KpemMa cucTemy TBepAnX Tin,
CUCTEMY BUSIB/IEHHS 3iTKHEHb, CUMYISLII0 TKAHUH Ta M'AKUX Til, @ TaKOX LLUAPHIpHI
3'€HaHHS Ta NPYXVHW. AyAio pyLUi 3a6e3neyye BIiATBOPEHHS Ta 06pO6KY 3BYyKY,
BKJ/IKOYAKOUM MPOCTOPOBE ayAio, MiKCyBaHHS, epekTu, a TakoX KOMMpPeCito Ta 4eKOMMpecito
aygio.

Cncrema CKpUNTiB AO3BONSE NPOrpamMyBaTu N0OTikKy rpu, NigTpumMmye moy C#, cepesoBuiLLe
BUKOHaHHSA .NET i B3aemogito 3 HaTUBHUM KOA0OM Yepe3 nnariHn. Crucrtema aHimauii
BiAMOBIAA€ 3a aHiMaLito iIrpoBMX 06'eKTiB, NIATPUMYE KICTKOBY aHiMaLlito, MOp®iHF, cnctemy
Timeline Ans cMHXPOHI3auii aHiMaLii 3 iIHLWMMW NOAISMU, @ TaKOX NpoueaypHY aHiMau,io.

Cuctema Ul 3abe3nevye CTBOPEHHSA KOPUCTYBaLbKOro iHTepdeincy Ha ocHoBi Canvas,
afanTUBHWUIA AM3aliH, CUCTeMyY MO Ta B3aeMogii. CncteMa HaBirauii LO3BONSE
nepemillyBaTu 06'ekT 3a gonomoroto NavMesh, yHrnkaTn nepeLukos ta ¢opmyBaT rpynm
06'exTiB. MepexeBuin MOAY/Nb BiANOBIAAE 3@ 6araToKOPUCTYBaLbKy B3aEMOZIHO,
CUHXPOHI3auito CTaHy, ynpasniHHA NiAKNOUYEHHAMY Ta Y3roAXKEHHS faHVX MK KNiEHTaMWU.

Unity BUKOpUCTOBYE apXiTekTypHUIA NatepH «Entity-Component-System» (ECS), ge CyTHiCTb
(Entity) € 6a30B1M KOHTeliHepoM (GameObject), komnoHeHT (Component) npeacTaBnse
byHKUIOHaNbHI MOAy NI, WO A0AAKTHCA A0 CYTHOCTEN, a cucTteMa (System) MiCTUTb NIOTiKY, LLO
06p06sE rpynm KOMMNOHEHTIB. Taka apxiTeKkTypa 3abe3neyye rHy4kicTb Ta MOAYNbHICTb
PO3pPO6KU, 03BONAKOYN JIErKO KOMBiIHYBaTW Pi3HI GYHKLIOHaNbHI 610KM 4151 CTBOPEHHS
YHiKanbHOI NoBeJiHKM irpoBuX 06'eKTiB.

Unity Haga€ po3pobHMKaM LLUMPOKUIA CAEKTP iIHCTPYMEHTIB A/151 CTBOPEHHS Bi3yasibHO
NprMBab/INBUX NPOEKTIB Ta peanicTUUHUX Gi3nUYHNX B3aeMOZil. padiuHi MOXANBOCTI pyLUis
BK/IFOYAIOTb Pi3Hi CUCTEeMW PeHAEepPUHTY, OCBITIEHHS, TiHel, epekTiB MOCT-06pobKN,
Lengepis i cMCTeMU YaCTUHOK.

PenpepuHr B Unity Moxe BUKOHYBaTUCA 3@ onomoroto Built-in Render Pipeline, Universal
Render Pipeline (URP) abo High Definition Render Pipeline (HDRP). OcBiTnieHHsi peanisyeTbcs
yepes Global Illumination, Realtime Lighting, Baked Lighting Ta Mixed Lighting. Cucrema
TiHen nigTpumye Shadow Maps, Contact Shadows Ta Screen Space Shadows. Ansi CTBOpeHHS
peanicTU4YHnX epekTiB BUKOPUCTOBYOTLCA Bloom, Depth of Field, Screen Space
Reflections, Ambient Occlusion, Motion Blur, HDR Ta Tonemapping. LLleiigepHa cnctema
BkAtovae Shader Graph, Surface Shaders, Vertex/Fragment Shaders i Compute Shaders.
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Ana poboTtn 3 yactnHKamMum 3actocoByroTbesa Visual Effect Graph, Particle System i GPU
Instancing.

®i3nyHi MoXXAMBOCTI Unity oXontorTb CUCTEMY TBEPAWIX TiJl, CUCTEMY 3iTKHEHb, CUCTEMY
TKaHWH i M'SKWX Tif, CUCTeMy LLIAPHIPIB Ta 3'€iHaHb, @ TaKoX crewianizoBaHi GisnyHi
cuctemMun. TBepai Tila BUKOPUCTOBYOTbL KOMNOHeHT Rigidbody, niatpumytoTe Constraints i
Continuous Detection Ana TOYHOro BUSABNEHHS 3iTKHeHb. [119 06p0o6KU 3iTKHEHb
3aCTOCOBYHOTbCA NPUMITUBHI Konangepwu (Box, Sphere, Capsule), Mesh Collider, Compound
Collider i Trigger Zones.

CncteMa TKaHWH i M'SK1X Tin 3abe3neyye cMMynsLito TKaHWH 3a gonomoroto Cloth
Component Ta gedbopmadito mogenein Yepes Skinned Mesh Renderer. j}j Ans poboTn 3i
3'eAHaHHAMU nepegbaveHi Hinges, Springs, Fixed Joints Ta Character Joints. CreuianbHi
bi3nyHi cnctemu sraoyatote Wheel Collider gns TpaHcnopTy, Character Controller ans
nepcoHaxis, Terrain Collider gna naHawadTy Ta Articulation Body ansa TouHoi cumynauii
pO60TN30BaAHNX MeXaHi3MiB.

®i3nyHi matepiann (Physic Material) 403BONSIHOTb HaNALITOBYBATU TePTHA Ta NPYXHICTb
NOBEPXOHb, @ CUCTEeMA LLIapiB 3iTKHEHb KOHTPOJIHOE B3AaEMOZII0 MiXX Pi3HUMK 06'ekTamu. Unity
NOCTIIHO PO3LUMPIOE CBOI rpadiuHi Ta Gi3NUHI MOXNMBOCTI, BIPOBAAXKYHOUM HOBI TEXHONOTII
Ta OMTUMI3YHOUM iCHYHOMI, LLIO AO3BOJIIE CTBOPHOBATY BUCOKOAKICHI MPOEKTU 3 peasnicCTUYHO
di3vkoro Ta rpagdikoto.

2.5 Cuctema KOHTpoOKO Bepcint Git

Git € ogHi€r0 3 HaMbINbLL MONYNAPHUX PO3MNOAIIEHNX CUCTEM KOHTPOJIHO BEPCil, Ka LLUNPOKO
BUKOPUCTOBYETLCA B iIHAYCTPIT NporpamMHOro 3abesneyeHHs, 30kpemMa B po3pobui irop. BoHa
[03BOJISIE 3PYYHO BifCTeXyBaTV 3MiHWN B MPOEKTi, CNPOLLY€E KOMaHAHY poboTy Ta Hajae
MeXxaHi3M 3axucTy Big BTpaTu AaHnX. OCHOBHI NOHATTA Git:

Peno3uTopiit (Repository) - cxosuLLe aAns daliniB NpoekTy, ke 36epirae BCi 3MiHW Ta icTOpIto
pO3po6KU. Peno3mnTopii NoAinArTbCA Ha N0KaNbHI, SiKi 36epiratoTbCa Ha KOMM'toTepi
pO3pO6HMKa, Ta BigAaneHi, Wo 36epiratoTbcs Ha cepeepi (Hanpuknag, GitHub, GitLab);

KommiT (Commit) - dikcauiss cTaHy NpoeKkTy Ha KOHKPETHUA MOMeHT Yacy. KoxxeH KOMMIT Mae
YHiKanbHU igeHTndIKaTop Ta BKIOYAE 3MiHN Y dainax, NoBiLOMAEHHS MPO 3MiHW, a TaKoX
iHbopmaLito Npo aBToOpa Ta yac;

Finka (Branch) - He3anexHa niHia po3po6bkun B paMmkax NpoeKTy, Lo J03BOJSIE NapanesbHO
npautoBaT Hag HOBMMU GYHKLiSIMM abo eKcnepuMeHTyBaTh 6e3 pusnky Anst OCHOBHOTMO

Koay;
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3nunTTa (Merge) - npouec 06'eHaHHA 3MiH 3 Pi3HUX FIOK NPOEKTY;

KoHonikT (Conflict) - cuTyauis, Konm 3MiHW B Pi3HUX FiIKax HECYMIiCHI MidK COBOHO i
noTpebytoTb PYYHOrO BUPILLEHHS.

HanawTyBaHHsA Git gns Unity npoekTis. ns iHTerpauii Git 3 Unity HeobxigHO NpaBuibHO
HanawTyBaTU iHCTPYMeHT. OCb KilbKa OCHOBHWX acCrekTiB:

®awn .gitignore - e KOHPirypauinHni ¢ann, Wo BU3HaYaE, AKi pannv NpoekTy He NOBUHHI
BiACNiAKOBYBaTUCb CUCTEMOKO KOHTPOJIHO BepCin. Ansa Unity 3a3BMYait irHOpyrTbCA
TMYacoBi gannu, 6ibniotekn, ckoMmninboBaHi darinm Ta iHWI AaHi, LLO He € YaCTUHOK
BUXiZAHOro KoAy.

Tunoswuii BMIcCT $anny .gitignore ana Unity.
# Unity-cneumndiyHi irHopoBaHi dannn
[Aa]ssets/AssetStoreTools

[Bb]uild/

[LI]ibrary/

[LIJocal[Cclache/

[Oolbj/

[Ttlemp/

[Uu]lnityGenerated/

# ®annuv npo 36in

sysinfo.txt

# Meta pavnum Unity3D

.pidb.meta

# ®annum npoekTis Visual Studio Ta iHwwnx IDE
[Ee]xportedObj/

.booproj

.CSproj
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.sln
.Suo
HanawtyBaHHA Unity i)} 4158 poboTu 3 Git:

B HanawTyBaHHsX Unity HeobxigHo yBiMKHYTU «Visible Meta Files» y po3gini «Version Control
Mode»;

PekoMeHAYETLCA BUKOPUCTOBYBATU «Force Text» Ana pexnmy cepianisauii akTnBsis, 06
barnm 6ynun 3py4yHUMN ANA BiACTEXXEHHSA 3MiH.

Git LFS (Large File Storage) - anst epekTBHOI po60TK 3 BEAUKUMW Painamu, TakMmm K
TeKCTypu, Mogeni abo aygiodannu, BmkopuctoyeTbcs Git LFS. Le £03BONIsIE 36epiratn
BeNVKi 6iHapHi ¢ann no3a oCHOBHUM Peno3mUTOPIEM, WO NOKPALLYE NPOAYKTUBHICTb Ta
3MeHLLY€E PO3Mip OCHOBHOIO perno3nTopito. Ans HanawTyBaHHA Git LFS, noTpibHO BMKOHaTW
KOMaHAMW:

git Ifs install;

git Ifs track «.psd»;

git Ifs track «.tga»;

git Ifs track «.tif»;

git Ifs track «.png»;

git Ifs track «.fbx»;

git Ifs track «.wav»;

git Ifs track «.mp3».

Y npoueci po3pobku 3 Git OCHOBHiI KOMaHAN BKIKOUYAKOTh:

IHiyianisayis peno3nTopito - 4151 CTBOPEHHS HOBOIO PENo3nTOPit0 BUKOPUCTOBYHOTb
KoMaHZy git init, a AN KNOHYBaHHS iCHYHOUOro perno3uTopito - git clone <url>;

Po6oTa 3i 3MiHamMu - W06 nepeBipnTK cTatyc dalinis BUKOPUCTOBYOTb KOMaHAy git status,
ANSA AoAaBaHHSA 3MiH 0 peno3uTopito - git add ., a ana dikcauii 3MiH 3 NOBIZOMAEHHAM - git
commit -m «Onunc 3miH». Micnsa LbOro 3MiHKM MOXYTb BYTW HagiCnaHi Ha BigAaneHnM
peno3nTopii 3a gonomoroto git push;

Po6oTa 3 rilkamu - CTBOpeHHS HOBUX TifIoK (git branch <Ha3Ba>) i nepexig MixXk HUMK (git
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checkout <Ha3Ba>).

Ansa ebekTBHOI KOMaHAHOI PO60TY BaXX/IMBO 3aCTOCOBYBATU YiTKY CTPATErit0 FiNKyBaHHS,
sIKa J03BONINTb YHUKATU KOHPNIKTIB Ta 3abe3neunTb 6e3nepepBHUNIA PO3BUTOK MPOEKTY.
3a3BuMYal BUKOPUCTOBYHOTLCA Taki cTpaTerii, K Git Flow abo GitHub Flow, ski nepegbavatotb
HasiBHICTb OCHOBHUX TiJIOK A1 PO3PO6KM, TeCTYBaHHA Ta BUMYCKY HOBUX BEPCil MPOEKTY.

3 PEANTIBALIIA TPN «TANKI 3D»
3.1 NpoekTyBaHHSA Ta peani3aLis OCHOBHMX MeXaHiK

Y npoueci po3pobkn MexaHi3My pyxy TaHKiB Yy rpi s BukopmctaB komrnoHeHT Rigidbody ans
di3nuHOI B3aEMOZIii 3 HaBKOINLLHIM cepefoBuLLEeM, a Takox cTBopuB knac TankController,
KV BiANOBIAAE 32 06POOKY BBEAEHHS BiJ KOPMCTYBaya Ta yrNpaBaiHHA pyxoMm TaHka. [ns
NiATPUMKN LBOX rpaBLiB A peasiizyBaB OKpeMi CXeMu KepyBaHHSA AJ/151 KOXHOro TaHKa, Lo
3abe3neuvye iHTYITUBHO 3p0O3yMine ynpaBaiHHA KOXXHUM TaHKOM He3aneXXHO OAWH Bif OAHOrO.
HanawTyBaHHA koMmnoHeHTa Rigidbody s onTumisyBas Ans 6anaHcy MixX peanicTUYHICTIO Ta
rerMnaerHo 3pyYHICTIO. 30KpemMa, obmMexeHHst obepTaHHSA (Freeze Rotation) 3anobiratoTb
HebaxaHVM nepekngaHHAM TaHka, a Continuous Collision Detection 3a6e3neyye TOUHICTb
3iTKHeHb cHapsaiB. Ha pucyHky 3.1 npeactaBneHa KoHeirypauis komrnoHeHTa Rigidbody ans
TaHka B Unity Inspector.

PncyHok 3.1 - HanawTtyBaHHs Rigidbody TaHka

Ana focsirHeHH:A peanicTMyHoIl Gi3nKK B rpi BUKOPUCTOBYHOTLCS KislbKa KPUTUYHUX
napameTpiB. Maca o6’ekta (Mass = 1) BU3HaAYa€ NOro iHepL,ito - 34aTHICTb YNHUTK ONip 3MiHi
wsunakocTi. FanbmiBHa cuna (Drag Ta Angular Drag = 1) BignoBigae 3a onip nocTynanbHOMy
Ta obepTasibHOMY PyXY, LLO LO3BOSE 3pO6UTU KEpYBaHHSA TaHKOM bi/ibLL CTabiNIbHUM.
ObmexeHHs mo ocsax (Freeze Position / Rotation) 3acTocoBytOTbCA AN 3aN0biraHHs
HebaXkaHOMy 3CyBYy ab0 nepekmaaHHo 06'ekTa. TakoXX BaXK/IMBO BUKOPUCTOBYBATU PEXNM
BUAB/EeHHSA 3iTkHeHb Collision Detection (Continuous), aK1iA 3a6e3rneyye TOUHY 06pObKy
LIBUAKWX OB'EKTIB, TaKUX AK CHapSAAW.

KepyBaHHSA pyXxOM TaHKa peani3oBaHO 3a JONOMOroto KiflbkKOX MeTogiB. MeToj,
HandleMovement() BignoBsifae 3a 06pobky BBOAY KOPUCTyBaya, BU3HaYaum, Ym NOBUHEH
TaHK pyxaTucsa Bnepes, Ha3az abo noseptatucb. Metosa MoveTank() peanisye 6e3nocepesHe
nepemilleHHs i obepTaHHA TaHKa Ha CLeHi BiANOBIAHO A0 BBeAeHUX KOMaHA. LLlo6 yHUKHYTK
HebaXxaHOro HaKOMUYeHHs iHepLil, Ake MoXe CMPUYNHUTUA HEKOHTPOIbOBAHWIA PyX Micns
BiZiNYyCKaHHS KNaBiLl, BUKOPUCTOBYETLCA MeTo/ ResetInertia() - BiH CKMAA€ 3aNMLLKOBY
LWBNAKICTb, 3a6e3neuYytoum TOUHICTb Ta CTabiNbHICTb KepyBaHHSA. Ha pncyHky 3.2
npeactaBsneHa cTpyktypa GameObject TaHka B Unity Editor.
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PuncyHok 3.2 - Iepapxis 06'ekta Tank

O6'eKT TaHKa BK/IFOYAE Ki/lbKa KNHOUOBUX KOMIMOHEHTIB, HEOBXiAHNX AN1A I0r0 MOBHOLIHHOMO
dyHKuUioHyBaHHSA B rpi. KomnoHeHT TankCollider1 BucTtynae sik konangep, Skuii 3abesneuvye
$i3VYHY B3aEMOZiIO TaHKa 3 OTOYEHHSIM, 30KpeMa 3i CTiHaMKn, CHapsgaMin Ta iHLLMK
06'ekTamu. Touka firePoint BUKOPUCTOBYETLCA AK MiCLLe MOSABU CHapsaAiB | 6esnocepesHbO
nos'A3aHa 3 MeTo40M Shoot(), AkuiA BignoBigae 3a cTpinbby. Ansa cTBOpeHHA aTMochepHOCT,
0CO061MBO Y 3UMOBIV TeMaTuLi, 4oAaeTbcsa 06'ekT WinterEF, Lo MicTUTb BisyanbHi ebekTn,
Hanpuknag, YacTMHKW cHiry. HapewwTi, shootpr € npedabom cHapsaaa, SK1IA iIHCTaHLiFETLCA
nig vac cTpinbbun, 3abesneuyoum MexaHiky atakum y rpi.

Metoz HandleMovement() € 0CHOBHMM efleMeHTOM, LLIO0 06pOo6ASi€ BBiA Bif KOpUCTYyBaya AN
BM3HAYeHHS HanNpsMKY pyxy Ta NOBOPOTY TaHKa. B 3aneXHoCTi Bif TOro, AKUin TaHK (nepLumnii
YK APYruin) BUKOHYE Ait0, BUKOPUCTOBYHOTLCS Pi3HI OCi BBOAY.

void HandleMovement(){

float move=0;

float rotate=0;

if(gameObject.name==«Tank1»)}{
move=Input.GetAxis(«Vertical1»)*moveSpeed;
rotate=Input.GetAxis(«Horizontal1»)*rotateSpeed;}
else ifl(gameObject.name==«Tank2»){
move=Input.GetAxis(«Vertical2»)*moveSpeed;
rotate=Input.GetAxis(«Horizontal2»)*rotateSpeed;}
MoveTank(move,rotate);

if(trailParticles!=null){

if(Mathf.Abs(move)>0.1f)
{if('trailParticles.isPlaying)

trailParticles.Play();

telse{

if(trailParticles.isPlaying)
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trailParticles.Stop();}}}

Y faHOMy MeTO/i 1 peanidyBaB nepeBipKy, AKNI TaHK 3apa3 akTuBHUM (Tank1 abo Tank?2),
NiCA YOro AN KOXHOrO TaHKa 34iMICHIOETLCSA 3UMTYBAHHSA BBeAEeHHS 3 ocel «Vertical1»,
«Horizontal1» abo «Vertical2», «Horizontal2», B 3anexHoCTi Big rpasug. Lli oci Bu3Ha4atoTb
HanNpPAMOK pyxy Briepea/Ha3az i MoBOpOT TaHKa. [1icis Liboro s3Ha4YeHHs rnepeaaroTbCs A0
meTogy MoveTank(), Wwo Bignosigae 3a dpakTMUHe NnepeMilleHHsA Ta obepTaHHA TaHKa.

[na peanisauii MynbTUNNEEPHOTO KEPYBAHHSA A HalaLWTyBaB OKpeMi ocCi BBeAeHHSA B Unity
Input Manager. KoxxeH TaHK BUKOPWCTOBYE BlacHi napameTtpu Horizontal/Vertical
(Hanpuknag, Horizontal1 agns TaHka rpasus 1), WO A03BOJISIE NPU3HAaYaTK Pi3Hi Knasiwi abo
rerviMnagHi kKHonkn. HanawtyBaHHSA Sensitivity Ta Gravity 3a6e3neuyroTb NiaBHICTb PyXy, a
Type BU3HAYaE Axepesio BBEAEHHS.

Kpim TOro, uer MeTo TakoX peanisye ynpasniHHS epekTamMmn CNijiB Bif ryCeHULb TaHKa.
AKLO WBUAKICTb TaHKa nepeBuLLye nesHUn nopir (0.1), akTUBYETLCA BIiATBOPEHHS YaCTOK,
Lo iMITYHOTb CNign Big ryceHuub. Ha pncyHky 3.3 npeactaBneHa KoHbirypauis ocei
BBeAeHHs Ans ABoX rpasuiB y Unity Input Manager.

PuncyHok 3.3 - KoHoirypauia Input Manager

[na KkepyBaHHSA PyXOM i CTPi/IbOOO B rpi BUKOPUCTOBYHOTBHCA NapamMeTpu BBEAEHHS, LLO
BM3Ha4aoTb NoBeiHKy eneMeHTiB Horizontal, Vertical Ta Fire. 3okpema, 3aga€tbcs
NPU3HAYeHHS KNaBil, HanNpuknag, knasiwwi «A» i «D» BUKOPUCTOBYHOTLCA Ans oci Horizontal1,
O BiANOBIAA€ 3a MOBOPOT TaHKa BJIiBO Ta BNpaBo. [apameTp yuyTanBocTi (Sensitivity = 3)
BM3HAYaE, HACKINIbKW LLUBNAKO CUCTEMA pearye Ha HaTUCHEHHS - BULL 3HaYeHHS
3abe3nevytoTb b6iNbLU pi3ke pearyBaHHs. 3HayeHHs rpasiTauii (Gravity = 3) BU3Hauae
LWBUAKICTb, 3 AKOK 3HAaYeHHSA OCi MOBePTAETLCA A0 HY/SA MiCNA BiANYyCKaHHS KiaBiLl, Wo
3abe3nevye NnaBHICTb pyxy. HapewTi, Tn BBeAeHHA 3a4a€TbCa K «Key or Mouse Button»,
LLIO O3HAYaAE BUKOPUCTAHHSA KaBill abo MuULLIi ANa akTuBaLii BiANoBiAHOI Aii. Ha pucyHky 3.4
npeactaBneHa 6/10k-cxemMa pyxy TaHKy.

PrcyHoK 3.4 - B/ioK-CXeMa pyxy TaHKy

MeTog MoveTank() Bianosifac 3a pakTnyHe nepemilleHHs TaHKa. 1 BUKOPUCTOBYHO Qi3nyHI
MeToAn KomnoHeHTa Rigidbody, 06 oTprMaT TOUHUM KOHTPOb HaZ PYXOM i rapHy
iHTerpauito 3 ¢isnkoro rpu. na NnaBHOCTI pyxy A 3acTocyBaB MeToam MovePosition() i
MoveRotation(). BoHM 03BONSIOTE MepemillaTi Ta NoBepTaTy TaHK 6e3 BUKOPUCTaHHSA
NPAMOT CUIN, L0 AONOMAarae YHUKHYTU Npobaem 3 KonisiaMun i HenepegbadyBaHUMN pyXamu.

void MoveTank(float move, float rotate){

// TepeMilLeHHA TaHKa
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if (move != 0){

Vector3 movement = transform.forward * move * Time.fixedDeltaTime;
rb.MovePosition(rb.position + movement);}

// ObepTaHHA TaHKa

if (rotate 1= 0){

Quaternion turnRotation = Quaternion.Euler(0f, rotate * Time.fixedDeltaTime, 0f);
rb.MoveRotation(rb.rotation * turnRotation);}}

AKLO move He AOPIBHIOE HY/H0, TaHK PYXaETbCa BRepes abo Ha3aj. 1 064nCaor BEKTOP
PyXy Ha OCHOBI OpieHTaLii TaHka (transform.forward), MHOXy NOro Ha LUBUAKICTb i
Time.fixedDeltaTime, 06 KOMNEHCYBaTW 3MiHHY KiflbKiCTb KagpiB. 3aCTOCOBYHO
rb.MovePosition(), Wwo6 3abe3neunT NNaBHe NepeMilleHHs 3 ypaxyBaHHAM Qi3nUHMX
B33aEMO/N.

AKLLO rotate He JOPIBHIOE HY/HO, TAHK 06epPTaETLCSA HAaBKOO OCi Y. fl CTBOPIOIO KBAaTEPHIOH
turnRotation 3 kyTom, NponopuiiHMM 3Ha4veHHto rotate i Time.fixedDeltaTime, a noTim
3actocoByto rb.MoveRotation() 4nss obepTaHHA TaHKa.

Llen meToz AONOMarae KOHTPOOBATW iHEpPLito TaHKa. SKLO HiYOro He pobuTK, TaHK MOXe
NPOoAOBXYBaTU pyx abo obepTaHHS NiCAs TOro, K A NepecTaB HUM KepyBaTu, Yyepes
Hakonu4eHy iHepuito. LLLo6 yHUKHYTM HenepeabaydyBaHOI Gi3nKkuy, A ckmuaato niHiriHy (velocity)
i KyToBY (angularVelocity) LUBNAKOCTI, LLLO J03BOSE TaHKY MOBHICTIO 3yNMUHUTUCS.

void Resetlnertia(){
rb.velocity = Vector3.zero; // CKuAaHHSA NiHIMHOT LWBNAKOCTI
rb.angularVelocity = Vector3.zero; // CKngaHHs KyTOBOI LLUBUAKOCTI

KomaHpa rb.velocity = Vector3.zero cknaae niHiiHy WBUAKICTb, MOBHICTIO 3YNMUHSAOUN PyX
TaHKa B yCix HanpsiMkax. AHanoriyHo, rb.angularVelocity = Vector3.zero ckuaae KyToBy
LWBUAKICTb, MPUMUNHAIOYM By b-AKe 06epTaHHA TaHKa. 3acTOCYBaHHSA LX KOMaHA €
BaXX/IMBUM A1 TOTO, 06 YHUKHYTN HebaXkaHOro pyxy abo obepTaHHS, KON KOPUCTyBaY
6inbLue He NOJAaE KepyoUunx KOMaHA. Lie 03BONSAE fJOCATTN TOYHOTO Vi NepesbayvyBaHOro
KepyBaHHS 6e3 iHepLil, W0 0C061MBO BaXJINBO A irOP 3 MUTTEBOIO pPeakLieto Ha
HaTUCKaHHSA KNaBiLLl.

1 peanisyBaB c1CTEMY MOCTPINIB 3 06MEXEHO KiNIbKICTHO CHAPSAAIB | aBTOMAaTUYHUM
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nepesapsXaHHAM. B3aemogis cHapAAiB i3 TaHKaMU i CTiHAMW A0AA€ MPi ANHAMIKW i
peanicTUYHoCTI. ANs LbOro BUKOPUCTaB Taki OCHOBHI KOMMNOHeHTW: knac TankController ans
KepyBaHHS noctpinamu, knac Bullet - gns norikn cHapsgis, i KopyTuHy Reload() ans
nepesapsiXKaHHs.

OCHOBHi KOMMOHEHTU CUCTEMW MOCTPINIB:
Knac TankController - BignoBifae 3a kepyBaHHS MNOCTPilaMN TaHKa;

Knac Bullet - peanisye noBegiHKy CHapsiZiB, BK/IHOYaO4YM PUKOLLETY Ta B3aEMOZIT 3 iHLLIMMN
ob'ekTamMu;

KopyTunHa Reload() - peanizye nepesapsfkaHHA CHapsA4iB 3 MeBHVM iHTepBaioOM.

MeTog Shoot() Bignosigae 3a npouec noctpiny. MNpw Moro BUKINKY BiAOYBa€ETbCA NepeBipka
HassBHOCTi CHaPAAIB | MOXJIUBICTb CTPINATU. AKLLO CHaPSAMW €, BUKOHYETLCS KiflbKa Ail:

MepL HiX CTPINATY, NepeBiPAETLCS, UM € CHAPAAN B HAABHOCTI Ta Y/ MOXHa 3pobutn
nocTpin (ymoBa canShoot);

AKLL0 06'ekT muzzleFlash He fOPIBHIOE HYytO, 3aNyCKAETLCS aHiMaLlis cnanaxy;

[HCTaHLETLCA HOBUIA 06'EKT CHapsAa, AKMUIA 3aMyCKaeTbCs Y HaNPsMKY rapMaTii TaHKa 3
MeBHOH LUBUAKICTO;

BigTBOPOETLCA 3BYK NOCTPIiNy;

CHapsg 3HMLWYyeTbCA Yepe3 10 cekyHA Micnsa Toro, K BiH 6yB BUNYLLEHWI, 415 3an06iraHHS
Moro 6e3kiHeYHOMY iCHYBaHHO B Ipi;

[icns KOXXHOrO MOCTPiNy OHOBMKOETHLCA KifIbKICTb CHapAAis B UL
void Shoot(){

if (currentBullets > 0 && canShoot){

canShoot = false;

StartCoroutine(ShootCooldown());

if (muzzleFlash != null){

muzzleFlash.Play(); }

GameObiject bullet = Instantiate(bulletPrefab, firePoint.position, firePoint.rotation);
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Rigidbody rbBullet = bullet.GetComponent<Rigidbody>();
rbBullet.velocity = firePoint.forward * bulletSpeed;

if (audioSource != null && shootSound != null){
audioSource.clip = shootSound;

audioSource.outputAudioMixerGroup =
gameAudioMixer.FindMatchingGroups(«ShootGroup»)[0];

audioSource.Play();}
Destroy(bullet, 10f);
currentBullets—-;
UpdateBulletCountUI();}}

KopyTtnHa Reload() BignoBiga€ 3a aBTomaTM4YHe NONOBHEHHS 60€3anacy cHapsgamu. BoHa
NpawLoe B LMK, MOCTIMHO NepesipArYn, YN € MicLe AN HOBUX CHaPAAIB. AKLLLO NOTOYHA
KiNIbKiCTb CHapAAiB MeHLUa 38 MaKCMManbHO AOMNYCTUMY, 3aMyCKaeTbCs npouec
nepesapsXaHHs 3 iHTepBanoM y 6 cekyHA. IMicns KOXXHOro NonoBHeHHSA 6oe3anacy
OHOBJIOETHLCSA iIHTepdec KopMCTyBaya, Wo6 Bif06PasnTL akTyanbHY KiNbKiCTb AOCTYMHUX
CHapsajis.

IEnumerator Reload(){

while (true}{

if (currentBullets < maxBullets && lisReloading){

isReloading = true;

yield return new WaitForSeconds(6f); // Nepe3apsaaka TpBaE 6 CeKyHA,
currentBullets++;

UpdateBulletCountUI();

isReloading = false;}

yield return null;}}

Knac Bullet BignoBiga€ 3a nosegiHKy CHapsaAiB Nicns IX BUMYCKY, BKAKOYAOUM 3iTKHEHHS 3
iHWWMK 06'€EKTaMIM, PUKOLLIETW Ta B3AEMOZIH0 3 TaHKaMm abo cTiHamMmun. Ha pucyHky 3.5
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npeacTaBneHi KOMMOHeHTV 06'ekTa cHapsaga B Unity Inspector.

PucyHok 3.5 - KomnoHeHT 06'ekTa cHapsaga B Unity Inspector.

Hwxue HaBegeHo Bullet (Script):

Bullet Speed - wBKnAKiCTb NONLOTY (BigNoBiAae napameTpy bulletSpeed y kogi);
Explosion Prefab - npedab ana edpekty Bnbyxy;

Ricochet Sound - 3Byk pukoLueTy (BukopuctoByeTbcs B OnCollisionEnter()).
Hwxxue HaBegeHo Capsule Collider:

Pagiyc (Radius = 0.5) i Bucota (Height = 1) agns TouHoOI geTekuii 3iTKHeHb.
O6pobka 3iTkHeHb (MeTog OnCollisionEnter):

SIKLLO CHapsaA NOTpanse B TaHK (MO3HauyeHWr Terom «Player»), cTBOpHOETLCA BUBYX,
BiATBOPIOETHLCS BiAMNOBIAHWI 3BYK i 3HULLYETLCSA 06'€EKT CHapsaga Ta TaHk. OKpim Toro,
36iNbLUYETLCA PaxXyHOK ANA Bi4MNOBIAHOM0 rpaBLs;

AKLLO CHapsiA NOTPansE B CTiHY, BiATBOPHOETLCSA 3BYK PUKOLLIETY.
void OnCollisionEnter(Collision collision){

if (collision.gameObject.CompareTag(«Player»)){

if (explosionPrefab != null){

Instantiate(explosionPrefab, collision.transform.position, Quaternion.identity);}

PlaySound(explosionSound, explosionMixerGroup, collision.transform.position);
if (collision.gameObject.name == «Tank1»){
ScoreManager.IncrementTank2Score();}

else if (collision.gameObject.name == «Tank2»){
ScoreManager.IncrementTank1Score();}

Destroy(collision.gameObject);

Destroy(gameObiject);}
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else if (collision.gameObject.CompareTag(«Wall»)){
PlaySound(ricochetSound, ricochetMixerGroup, transform.position);}}

AK BUAHO Ha Puc. 3.4, noBegiHKa CHapsia KOHTPOMOETLCS Yepe3 KOMMNOHeHT Bullet, akmia
BUKOPUCTOBYE di3NUHMI MaTepian 3 BifCKOKOM (Bounciness). Lie 3abe3neuye peanicTuyHi
pukoLleTu, onncaHi B metoai OnCollisionEnter().

MeTog FixedUpdate() BuKOprCTOBYHO A/19 3ab6e3neyeHHs CTabiNbHOT LUBMAKOCTI CHapsaAa,
He3aJIeXXHO Bif TOro, Y Bifbynocs 3iTKHEHHS 3 iHWVMUK 06'eKTaMn. Y HbOMY A NepeBipsito
LWBUAKICTb CHAPAAa, | AKLLO BOHA BiAPi3HAETLCA Big 6aXKaHOl, HOpManisyto WBUAKICTb.

void FixedUpdate(X{
if (rb.velocity.magnitude != bulletSpeed){
rb.velocity = rb.velocity.normalized * bulletSpeed;}}

B3aemogis 06'exTiB y rpi peanizoBaHa yepes BOyA0BaHWA GisnuHMA pyLwii Unity, Skuia
BUKOpucToBye KoMnoHeHTU Rigidbody Ta Collider. Lie fo3BONSE CTBOPUTU peanicTUUHY
bi3vKy pyxy i 3iTKHEHb 06'€KTIB, TakMX K TaHKM Ta cCHapsAan. OCHOBHOK MeTok 6yno
3abe3neunTi NpaBaonoAibHy ¢i3nKy pyxy, B3aEMOZIii 3 iHLLUMMM 06'eKTaMK, a TakoX AoaTu
edpekTV BMOYXiB Ta pUKOLLETIB A/15 MOKpPaLLeHHSs irpoBoro Aocsigy. Ha pucyHky 3.6
npeacraBneHo KoHoirypauisa Physic Material gns peanisauii MexaHikn pykoLleTy CHapsiAiB.

PucyHok 3.6 - HanawTtyBaHHA disnuHoro matepiany «Trick Shot» cHapsaa

KnrouoBi napameTpu $i3nkm B rpi 3abesnevuyroTb peanicTMyHy noBesiHKy 06'eKTiB Nig vac
PyXy, 3iTKHeHb Ta pukoLueTig. [lapameTp Dynamic Friction (guHamiuyHe TepTAa) BU3HAYaE onip
pyXxy 06’ekTa Nif Yac KOB3aHHS NO NOBEPXHI. 15 CHapAAiB YacTo 3aa€TbCA HM3bKe
3Ha4veHHs (Hanpwuknag, 0), Wwob MiHiMi3yBaTu ranbMyBaHHS. Static Friction (ctaTuuHe TepTs)
BiANOBIZA€ 3a onip Npw NoyaTKy pyxy Ta 3a3BMYali BCTAHOBKETLCS Ha PiBHI, 6113bKOMY A0
AVIHAMIYHOro TepTd, 415 Y3roAXXeHOl NoBeAiHKN.

MNMapameTp Bounciness (BiAcKiK) € KNHOYOBUM 1A peani3alii pukoLeTiB - BiH BU3HAYaE, AKY
YaCTUHY LWBUAKOCTI 36epexe cHapsaa nicnsa yaapy o6 iHLWi 06'eKTU. 3HaYeHHS LibOoro
napameTpa HanpsMy BMJIMBAE Ha Te, HAaCKINIbKN CUBHO i SK 4acTo CHapsaj byae
BiackakyBaTu. Ha pucyHKy 3.7 npeactaBneHa 610K-cxema CTpinbby Ta ¢isrka cCHapsais.

PncyHok 3.7 - bniok-cxema cTpinbbu Ta ¢i3nkn cHapsais

Ansa peryntoBaHHSA B3aEMOZAIT MiXK MOBEPXHAMU BUKOPUCTOBYHOTLCS PeXMU 06'€AHaHHSA
Bnactmsocrei. Friction Combine (06’eAHaHHA TepTs) YHacTO BCTAHOBJ/IHOETLCA B PEXUM
«Average», L0 3abe3neuye ycepeJHeHe 3HaYeHHs TepTa MiX ABOMa 06'ekTamMu. THLUI
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MOXNMBI BapiaHTV BkItoYatoTe Multiply, Minimum ta Maximum - BOHUM 3MiHIOOTb CNOCi6
KOMbiHyBaHHS TepTa. AHanoriyHo, Bounce Combine (06'eaHaHHS BiACKOKY) TaKOX
BCTAHOB/IOETLCA B «Average», L0 3abe3nedye cTabinbHy 1 nepesbavyBaHy NoBeAiHKY Mpwu
3iITKHEHHAX.

OcHOBHi enemeHTU }i3NYHOI B3aEMOIT B irpOBOMY NpoLeci peanisyoTbcs Yepes Kisibka
BaXNMBMX MexaHi3mis. Metog OnCollisionEnter() BAKOPUCTOBYETLCA A1 BUSABNEHHS
3iTKHEeHb MiXK 06'eKTaMu Ta 06PO6KM HACNIAKIB TaKMUX B3AEMOZIN, HaNpUKNaa, SMeHLIeHHs
370pOB'a UK 3anycky epekTiB. KepyBaHHS LUBUAKICTIO CHapAAiB peani3aoBaHO TakMM YMHOM,
W06 3a6e3neunTu CTaniCTb LWWBNAKOCTI He3aNeXHO Bij 4aCcTOTU KajpiB, LLLO BaX/INBO ANS
TOYHOCTI rermmnnero. Npu 3iTKHEeHHI CHapsAAa 3 TAHKOM MOXYTb CTBOPHOBATUCA Bi3yasibHi Ta
3BYKOBi epekTu BMOYXY, AKi MNigCUIOKTE peaniCTUYHICTb Fpy Ta HaAalTb rpaBLEBI
3BOPOTHUIA 3B'A30K.

BaXxn1Boto YacTUHO $i3NYHOT B3aEMOZiT € 06p06Ka 3iTKHEHb MiX Pi3HUMUK 06'ekTaMm
(TaHKamu, cTiHaMu, cHapsagamm). Ansa uboro BUKoOpmcToByto komnoHeHTK Collider Ta meToz
OnCollisionEnter(). KoxxHoro pasy, Konv cHapsj abo TaHK CTUKAETbCA 3 06'EKTOM, A
BY3HAYato TUM 3iTKHEHHSA | BUKOHYO BifMOBIAHI Ail.

Hanpwvknag, npu 3iTkHeHHi CHapsAa 3 TAaHKOM CTBOPHOETHCA edekT BUOYXY, SHULLYETbCA TaHK
i CHaps4, @ TaKoX 36iNbLUYETHCA PaxXyHOK rpaBLg.

void OnCollisionEnter(Collision collision){

if (collision.gameObject.CompareTag(«Player»)X{

// CTBOpEeHHS BUOYXY Mpu 3iTKHEHHI 3 TAHKOM

if (explosionPrefab != null){

Instantiate(explosionPrefab, collision.transform.position, Quaternion.identity);}
PlaySound(explosionSound, explosionMixerGroup, collision.transform.position);
if (collision.gameObject.name == «Tank1»){
ScoreManager.IncrementTank2Score();}

else if (collision.gameObject.name == «Tank2»){
ScoreManager.IncrementTank1Score();}

Destroy(collision.gameObject);

Destroy(gameObject);}
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else if (collision.gameObject.CompareTag(«Wall»)){
// 3ByK puKOLLEeTY NP 3iTKHEHHI 3i CTIHOO

PlaySound(ricochetSound, ricochetMixerGroup, transform.position);

Ha pucyHky 3.8 npeactaBneHa 4eMOHCTPaL s MexXaHiku pyKOLUETIB.
PncyHok 3.8 - [leMOHCTpaLia MexaHiky pUKoLLeTiB

Ana ctabinbHOI $i3VKK CHapAAIB, Ka He 3aN1eXUTb Bif 4aCcToTU KajpiB, i BUKOPUCTOBYHO
meTog FixedUpdate(). BiH 403BONSIE KOPEKTHO OHOBNOBATU LWBUAKICTb CHAPAAIB He3aneXHo
Bif, KiNbKOCTI BijpeHAepeHnx Kagpis.

3okpeMa, B MeTogi FixedUpdate() nepeBipseTbCs LWBUAKICTE CHapAAa, | AKLLO BOHA
BiAPI3HAETLCA Bi 6aXaHOI, LUBUAKICTE HOPManisyeTbcs 40 3HaYeHHS bulletSpeed. Le
3abe3neuyye cTabinbHy NoBeAiHKY CHapAAIB B rpi.

void FixedUpdate(){
if (rb.velocity.magnitude != bulletSpeed){

rb.velocity = rb.velocity.normalized * bulletSpeed;

}porpamMHi ckpunTu rpy HaBegeHo B JloaaTky A.

AK BUAHO CHapsAmW 36epiratoTb LWBUAKICTb MICAA PUKOLLETY (KOHTPONHOETHCA MapaMeTpoM
bulletSpeed y meTogi FixedUpdate()), a ix TpaekTopisi TOMHO BpaxoByE HOpPMasib NOBepXHi. Ha
pUCyHKy 3.9 npeacTaBneHa 6,10K-CxeMa CUCTeMa OUKiIB.

PucyHok 3.9 - bnok-cxema cructemMa oukiB

Ana noninweHHs irpoBoro JocBiay A0AAETbCA ebeKT 3ByKY, AKUA CYyrNPOBOAXKYE Pi3HI NOAIT,
Taki AK NOCTpinv, BUBYXM Ta pukoLleTn. Bci 3ByKoBi epekTn BIATBOPIOOTLCA Yepes
cneuianbHMin meTog PlaySound(), sKniA CTBOPHOE HOBUIA 06'€KT 3BYKY, BIATBOPHOE OTO i
3HULLYE NiCNsA 3aBepLUEHHS 3ByYaHHS.

MeTog PlaySound() BUKAMKAETBLCA NPU 3iTKHEHHI CHapsaAa 3 TaHKOM abo CTiHOto,
3abe3nevyoun BiANOBIAHWI ayAiOBi3yanbHUM A0CBIA 415 rpaBLs.

private void PlaySound(AudioClip clip, AudioMixerGroup mixerGroup, Vector3 position){

if (clip == null) return;
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GameObject soundObject = new GameObject(«SoundObject»);

AudioSource audioSource = soundObject. AddComponent<AudioSource>();
audioSource.clip = clip;

audioSource.outputAudioMixerGroup = mixerGroup;

audioSource.spatialBlend = 1.0f; // ina 3D 3Byky

audioSource.Play();

Destroy(soundObject, clip.length); // 3HnwWweHHs 06'ekTa Nicna 3aBepLUEeHHS 3BYKY

Aygaioknin clip — ue 3ByK, Aku1iA Byze BIATBOPIOBATUCA Nif Yac neBHOI nogii. mixerGroup
BM3HAYaE, Yepes KNI ayAio MikLiep NpoxXoauTUMe Lieit 3BYK, L0 A03BONSE TOYHO
HaNaLITOBYBATU INYUYHICTb i HANPSAMOK 3BYYaHHS B 3arajbHill MikLLepHil cnctemi. position
BKa3y€e NPOCTOPOBY TOYKY, Aie Ma€ byTu BiATBOPEHWI 3BYK — 3a3BMYail Lie KOOPANHATK
06’eKTa, 3 AKVM CTasIoCA 3iTKHEHHs abo iHLa B3aEMOZis.

OZAHVM 3 BaXINBUX efleMeHTIiB Qi3VKN € pukoLleTn cCHapaais. Ko cHapag noTpannse y
CTiHY ab0 iHLWY TBepAy NOBEPXHHO, I0ro TPAEKTOPIS 3MIHIOETBLCA BiANOBIAHO A0 NPUHLMNIB
bi3vkK. Y Hawin peanisauil pyKoLweT cyrnpoBOAXYETLCA BiMOBIAHVM 3BYKOBUM epeKkToM,
L0 HaJa€ rpi AOAATKOBOI peaniCTUYHOCTI.

else if (collision.gameObject.CompareTag(«Wall»)){

// BigTBOPEHHSA 3BYKY PUKOLLUETY NPU 3iTKHEHHI 3 CTIHOKO
PlaySound(ricochetSound, ricochetMixerGroup, transform.position);}
3.2 Po3pobka iHTepdericy Ta nokanisauis

[na 3a6e3neyeHHs iIHTEPAKTUBHOCTI Ta 3pYYHOCTI FpU 1 pO3PO6MB KiflbKa KAHOUYOBUX
efnieMeHTiB iHTepdelcy kopuctysaya (UI), aki HaAarTb rpaBLeBi BaXxnmBy iHpopMaL,ito npo
Xig rpw. i enemeHTN BKHOYAOTh Bi06paXXeHHs paxyHKY 4151 KOXXHOrO rpaBus, KilbKOCTI
AOCTYNMHUX CHaPSAAiIB, MEHIO May3u, HalalwTyBaHHA rpadikn Ta 3ByKY, a TaKOX 3BOPOTHUN
BiA/1iK Ha MoYaTKy payHay.

Bci enemeHTn Ul 51 peanisyBaB 3a JONOMOrot KOMMOHeHTIB TextMeshPro gnsa TekcTy BUCOKOI
akocTi Ta Canvas 419 No3nLioHYyBaHHSA | MacwiTabyBaHHs Ul eneMeHTiB. BukopuncTaHHs
TextMeshPro 3a6e3neuye YiTKiCTb Ta 3py4YHICTb YNTaHHSA TeKCTy B rpi, a Canvas J03BONSE
edeKTMBHO OpraHi3yBaTu po3TallyBaHHSA Pi3HNX eNeMeHTIB Ha ekpaHi. Ha pucyHky 3.10
npeacTaBneHo KOHIrypawito OCHOBHMX KOMMOHEHTIB iHTepdelicy.
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PucyHok 3.10 - HanawtyBaHHs Ul-enemeHTiB y Unity
OCHOBHi KOMMOHeHTU iHTepdelcy:

PaxyHOK ANA KOXXHOIo rpaBud — nokKa3sye NOTOYHUI PaxXyHOK rpaBud, WO 403BOJIAE CTEXNTU
3a pe3y/ibTataMy;

KinbKicTb AOCTYMHUX CHapsAiB - iHGOPMYE rpaBLs MPO 3a/MNLWOK CHapPSAiB Ta NoTpeby B
nepesapszXKaHHi;

MeHto naysu - HaZla€e rpaBLi0 MOXJ/IVBICTb MPU3YNUHUTY TPy A/ HanaluTyBaHb abo BUXOAY.

HanawtyBaHHA rpadiku Ta 3BYKY - A03BOJISIE rPaBLEBi HaNALTOBYBATU rpadiky Ta 3BYKOBI
edekTV Nig cBOI Nepesaruy;

3BOPOTHUI BiAiK - Bifobpaxka€e yac A0 noyaTky payHAay, Wwob ctBoput atmochepy
Hanpy>XeHHs.

Ha pucyHky 3.11 npeactaBneHo ronoBHUM iHTepdeiic rpu nig yac 6oto.
PncyHok 3.11 - IrpoBuii iHTepderic

IHbopmaUiiHi NnaHeni B iHTepdenci rpu BigirparoTb KAKOYOBY POJb Y HafaHHI rpaBLto
aKTyanbHUX AaHUX Nif Yac irpoBOro npouecy. Y BepxHili YaCTUHI eKpaHa PO3MILLYy€ETbCA
NYNNBHUK PaxyHKY, KNI Bifobpaxae NOTOUHI OUKM ab0 KiNbKiCTb 3HULLLEHNX
CynpoOTMBHIKIB. Lle fae 3mory rpaBuUsM CifKyBaTX 3@ CBOIM NPOrpecoM i 3MaraTmcs Mix
coboto.

Y HUXHIX KyTax eKpaHa - NiBOpyY i NpaBopyY - PO3MiLLYyHOTbCA NaHeni BifobpaXkeHHS
6oenpunacie A5 KOXHOro rpaBLs. BoHM NOKa3yoTh KiNlbKiCTb AOCTYMHUX CHApSA4iB Y
NOTOYHOMY MarasuHi, 403BOJIAKOYN OLIHUTY, KOAW NOTPIGHO Nepe3apsasaXaTuChb.

[l0 iIHTepaKTVBHMX eneMeHTIB iHTepdelicy HanexmnTb KHOMKa nay3u, Ska PO3MiLLyETbCS B
HWXKHI YacTuHi ekpaHa. BoHa A03BOISIE NPU3YNNHUTL TPY, BIAKPUBLLN JOAATKOBE MEHHO
ab0 TMMYacoBO 3yNUHMBLLN irPOBUIA NPOLLEC, LLLO 0COB/IMBO BaXMBO A/1S1 Ka3yabHOro
reiMnsielo Ta MOX/IMBOCTI MePEenoYmHKY.

Ansa 3abe3neveHHs AUHaMiYHOro oHoBneHHsA Ul 5 3po6uB ¢yHKLi, AKi aBTOMaTUUYHO
OHOB/IIOKOTb TEKCTOBI 3HaUEHHS, LLIO Bi06paxatoTb PaxyHOK i KiNnbKiCTb CHapsAAiB.

MeTog UpdateScoreUl() BignoBigae 3a OHOBNEHHS BiA06paXXeHHA MOTOYHOI0 paxyHKy
rpaBuiB. KOXXHOro pasy, Ko 3MIHKETbLCA PaxyHOK, LS GYHKLiS BUKNMKAETLCS ANS
OHOBJIEHHSA TEKCTY Ha eKpaHi.
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void UpdateScoreUI(}{

if (scoreTextTank1 != nully{

scoreTextTank1.text = $»{ScoreManager.Tank1Score}»; // OHOBNeHHA paxyHKy ans Tank1}
if (scoreTextTank2 != nully{

scoreTextTank2.text = $»{ScoreManager.Tank2Score}»; // OHOBNeHHA paxyHKy Ana Tank2}}

Lien meTo/, NnepeBipsi€e HAasABHICTb TEKCTOBMX e/IeMeHTIB A4/1 KOXXHOro TaHKa (scoreTextTank1 i
scoreTextTank2) i OHOBAOE iX Bi4MOBIAHO A0 MOTOYHOIO PaxXyHKY, KNI 36epiraeTbcs y
ScoreManager.Tank1Score Ta ScoreManager.Tank2Score.

Ansa BifobpaxeHHs KinbKOCTI AOCTYNHUX CHapAAiB s ctBopme MeTog UpdateBulletCountUI().
BiH oTpMMy€e nokanisoBaHWN TEKCT ANK BiA0OPaXKeHHS KiNbKOCTi CHapsAiB, WO A03BONSAE
nerko ajanTtyBaTu iHTepdenc A0 Pi3HMX MOB.

void UpdateBulletCountUI(X{
if (bulletCountText != null){

string localizedText = GetLocalizedString(«BULLETS_COUNT»); // OTPUMYEMO /I0KaNizoBaHWM"
PAA0K

bulletCountText.text = string.Format(localizedText, currentBullets); // OHoBNOEMO TeKCT

Lien meTog nepeBipsi€, um € enemeHT bulletCountText ans Bigao6paxKeHHS KiNbKOCTi CHapsAiB,
a NOTiM OHOBJIKOE TEKCT, 3aMiHIOUN LWABNOHHEe MicLe ANs Yncna Ha GakTUYHY KinbKiCTb
CHapsaiB, Wo 36epiraeTbca B currentBullets. Jlokanisauis fo3Bonse 3abe3neunTu
NPaBWIbHUI Nepeknaj TekCTy ANs PiSHUX MOB.

[na 3py4yHOCTi nokanisauii 8 BukopmctoByto Metog GetLocalizedString(), aknii oTpnmye
BiANOBIAHI TEKCTOBI pAAKN AN Pi3HMX MOB. Lie gonomarae nigTprmMyBaTn Kiflbka MOB i 1erko
afanTyBaTU rpy A0 Pi3HUX KYNbTYP.

string GetLocalizedString(string keyX{
// TlceBAOKOA ANA OTPMMAHHS /10KaNi30BaHOro psajKa 3a Kaoyem
return LocalizationManager.Instance.GetString(key);}

TaknM YMHOM, JIOKani3aLis CTa€ BaX/IMBOK YaCTUHO rpu, aZpKe J03BONSE 3abe3neumnTu
YHIBEpPCaNbHICTb irpoBOro iHTepdency AN MiXKHapOAHOI ayANTOpIl.
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Ana nigTpyMKy MynbTUMOBHOCTI A BUKOPUCTaB CUCTeMy Jiokanisauii Unity, Wwo fo3BossE
06uMpaT MiX Pi3HUMKU MOBaMU. Y NMPOEKTI NiATPUMYHOTbCA YKPaiHCbKa Ta aHrilicbka. Bci
TeKCTOBI psAKM 36epiratoTbCa B OKpeMmx Tabnunusax nokanisauii, Lo CrpoLLye 40AaBaHHS
HOBMX MOB i po60TYy 3 TeKCTOBUMU enemMmeHTaMun. Ha pucyHky 3.12 npeactaBneHo Tabauuto
nokanisauii gns iHTepdency rpu.

PucyHok 3.12 - HanawtyBaHHs siokanisauii Tekcty B Unity

OCHOBHI MapamMeTpu HanalTyBaHHSA IOKani3aLii BKIHOYaTb BUOIp MOTOYHOI Tabaunui Ta
pexXuM 3aBaHTaxeHHS. NoTouHa Tabnnus mae Ha3sy UL_TEXT i HanexuTb 4o Tuny
StringTable y cknagi StringTable Collection. BctaHoBneHUIA pexxum poboTtin - Preload, wo
03HayaE€ nonepesHe 3aBaHTaXeHHA BCiX TEKCTOBUX 3aMnCiB 40 NOYATKY CLIEHMU,
3abe3neuyoun WBUAKUIA JOCTYN A0 HUX Mif Yac rpy 6e3 3aTpMMOK.

TexHiuHi geTani KOHGIrypauii Tabanyi TakoX MaroTb 3HAYEHHS A1 ONTUMI3aLii poboTw.
BkasaHo po3mip cTopiHKM - 50 3annciB, L0 J03BONSE ePEeKTUBHO YNPaBAATA BENNKNMUN
obcAramm TeKCToBUX pAAKiB. KpiMm Toro, cncrema nokanisauii nigTpuMye 4si MOBU —
aHrNincbKy (en) Ta ykpaiHcbKy (uk), Lo 3abe3nevye 3pyyHiCTb 415 Pi3HUX FPyrn KOPUCTYBaYiB
Ta aganTauito rpu nig MixkHapoAHy ayAnTOpIto.

CucTtema nokanisaliii J03BONSE JIENKO A0AaBaTy HOBIi MOBV Ta OHOB/IFOBATU TEKCTU 6€3 3MiH
KoZy. HasiBHICTb yKpaiHCbKOI N0oKani3auii MokpaLLlye AOCTYMNHICTb rpy AN YKPATHOMOBHUX
rpasLiB.

OCHOBHi KOMMOHEHTW NoKanisawii:

Tabnuui nokanisawii - AnS KOXHOI MOBM CTBOPEHO OKpeMi Tabauui, Ae 36epiratoTbcs
BiANOBIAHI Nepeknaan TeKCToBMX pPsaakiB (puc. 3.9);

®yHkUia GetLocalizedString() - 403BONSIE OTPUMYBATU NOKAsi30BaHi PAAKW 3a IXHIM KaroueMm;

Cnyxau nogii 3miHn moBu LocalizationSettings.SelectedLocaleChanged - 3a6e3neuye
BiCTEXXEHHS 3MiHV MOBW rpy Ta aBToMaTUYHe oHoBNeHHs Ul enemeHTiB.

Peanizauia nokanisauii. Metog OnlLocaleChanged() pearye Ha 3MiHy BU6paHOi MOBW i
BuKInKae doyHkuito UpdateAllButtonTexts(), w06 OHOBUTM TeKCT Ha BCiX eeMeHTax, Ae
BUKOPUCTOBYETbLCS /I0KaNi30BaHWUI TekcT. e 3abe3neuye gnHaMivHy 3MiHy iHTepdericy npu
3MiHi MOBW 6€e3 HeobXigHOCTI Mepe3anycky rpwu.

private void OnLocaleChanged(Locale locale){
UpdateAllButtonTexts(); // OHOBNeHHS TeKCTiB BCiIX KHOMOK Npu 3MiHi MOBW}

MeToz UpdateAllButtonTexts() Bukinkae okpeMi GyHKUiT 4155 OHOBNEHHS TEKCTY KOXHOT
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KHOMKM abo enemeHTa U, AKMIA BUKOPUCTOBYE /I0KaNisoBaHWI TekcT. Lie aae 3mory
LleHTpanisoBaHO OHOB/OBATY BCi HEOOXiAHI eneMeHTV iHTepdericy npuv 3MiHi MOBW.
private void UpdateAllButtonTexts(){

UpdateSoundButtonText();

UpdateShadowButtonText();

UpdateAntiAliasingButtonText();

UpdateLanguageButtonText();}

®yHKuis GetLocalizedString() € o0CHOBHMM CNOCOH60OM OTPUMAHHSA N0KaNI30BaHUX PAAKIB 3a 1X
KAroYamun. Knrodi BUKOPUCTOBYOTBCA A5 36epiraHHA TeKCTy B Tabanuax aokanisau;i, i
dyHKLiA NnoBepTae BIANOBIAHWI Nepekiaj 3an1exHo BiJ BMOPaHOT MOBW.

private string GetLocalizedString(string key){
Return LocalizationSettings.StringDatabase.GetLocalizedString(tableReference, key);
// OTpurMye nokanizoBaHWI TeKCT 3 Tabauui 3a knr4vem}

Lis dyHKLUis 03BONSE 3BepTaTMCA A0 6a3m JaHUX JIOKANi30BaHUX PAAKIB, e KOXKEeH TeKCT
36epiraeTbcs Mig NeBHUM KatodeM. Hanpuknag, psaok Ans BijobpaxeHHs KibKOCTi CHapsiAiB
ab0 KHOMOK MEeHH0.

Ana nepeMmnkaHHs Mixk MoBamu a1 cTBopuB dyHKLUito ToggleLanguage(). BoHa nepesipsie, fka
MOBa 3apa3 B1mbpaHa (ykpaiHCbka abo aHrNincbKa), i 3MIHIOE i Ha NPOTUIEXHY. TakoXX MOBa
36epiraeTbcs B PlayerPrefs, w06 npu HacTynHOMy 3anycky rpuv 36epiraBcs oCTaHHI BUGIp
MOBMW.

public void ToggleLanguage(){

isUkrainian = lisUkrainian; // NepeMnKaeMo 3Ha4YeHHs MOBW

int languagelndex = isUkrainian ? 1 : 0; // 1 - ykpaiHcbKa, 0 - aHrnincbKa
// 3apaemo BMbpaHy nokanb ANs rpu

LocalizationSettings.SelectedLocale
=LocalizationSettings.AvailableLocales.Locales[languageIndex];

PlayerPrefs.SetInt(«SelectedLanguage», languagelndex); // 36epiraemo Bnbip MOBU B
PlayerPrefs
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PlayerPrefs.Save(); // 36epiraemo HanawiTyBaHHsA}

Lis dyHKUiA fae rpaBLeBi 3MOry 3MiHIOBaTV MOBY Mif Yac rpu, i BU6ip MOBIW 36epiraeTbCsa Mix
cecigaMu, LLO AA€ 3PYYHICTb MPU NOBTOPHOMY 3arnycKy rpu.

3.3 AygioBisyanbHi edpekTn

Ana nokpalleHHs irpoBOro JocCBiAy Ta 3aHYpPeHHs B aTMocdepy A peanidyBaB Pi3HOMaHITHI
3BYKOBI Ta Bi3yasibHi edeKkTun, AKi A0AATb PeaniCTUYHOCTI Ta AUHaMI3MY 0 rpy. 3BYKOBU
CYrNpoBig, i BisyanbHi ebeKkTn NpaLooTb pa3oM, Wob cTBOPUTHK BinbLL XKVBe i AUHaMiuHe
cepegoBuLLe. Y L cekuil onncaHo, ik 9 peanilyBas ayAio- Ta BidyanbHi epekTu B rpi.

3BYKOBI epekTV B rpi BaX/MBi A/19 CTBOPEHHSA aTMocdepn Ta 3abesneyeHHs BiguyTTH
peanicTyHoCTI. N5 uboro s Bukopuctas cucteMmy AudioMixer, Wwo A03BoNsi€ epeKTUBHO
KepyBaTy pPiSHUMMN rpyrnamm 3ByKiB Ta HanalToBYyBaTW iX NapameTpu AN JOCATHEHHS
6axxaHoro edpekTy. Ha pucyHky 3.13 npeactaBneHa CTpyKTypa 3BykoBUx rpyn y Unity Audio
Mixer.

PuncyHok 3.13 - CTpykTypa 3BykoBux rpyn y Unity Audio Mixer

3BYyKOBi epekTV B rpi 3rpynoBaHi 3a kaTeropismMmm Ans 6inbLll TOUHOIrO KepyBaHHS iXHIM
3BYyYaHHAM Ta 06po6KOot0. Jo TaKMX rpyn Hanexarb:

ShootGroup - BignoBigae 3a 3ByKM NOCTPINIiB TaHKIB; y Ui rpyni HafawToBaHO KOMMPECito,
o6 36anaHCyBaTV NYYHICTb HE3aMeXHO Bif, YaCTOTW BOTHIO;

ExplosionGroup - MicTUTb 3BYKM BUBYXiB, ki MatoTb epekT peBepbepadii, Lo foAa€E 1M
NPOCTOPOBOIO 3BYYaHHS;

RicochetGroup - Bi4NOBIfa€ 3a PUKOLLETW; Y Hili BAKOPUCTOBYETLCS 06Pi3aHHA BMCOKMX
YacToT A1 3MEHLUEHHS Pi3KOCTi 3BYKY.

3aranbHWM Aiana3oH ry4HoCTi 3BYKiB BapitoeTbcs Big +20 dB (MakcmmanbHo) o -80 dB
(MiHIManbHO), WO A03BOISE TOYHO HaNalTyBaT 6anaHC Mix PisHUMU 3ByKamu. Kpim Toro,
BUKOPUCTOBYETLCS NapameTp Attenuation - o6MexeHHs ryqHocTi Ha pisHi 80 dB, w06
YHUKHYTW 3BYKOBUX CMOTBOPEHbL Mpu NMepeBuLLEHHI NIKOBUX 3HAUEeHb.

Y rpi a1 BuKopuctoByto 06'ekT AudioSource, W06 Bi4TBOPIOBATU 3BYKW, KON BigbyBatOTbCA
neBHi NoAji, Taki IK NOCTPiN Yn BUBYX. N5 LibOro 1 CTBOPHOK TUMYAaCoBi 06'eKTU
SoundObject, siki BignoBiAat0Tb 3@ BiATBOPEHHS 3BYKY.

public void PlaySound(){

if (audioSource != null){
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audioSource.Play(); // BiaTBOpeHHSs 3BYKY}}

LLlo6 3po6buTn 3BYyKOBI edekTn biNbLu peanicTUY4HUMK, A1s NOCTPINIB Ta BUOYXIB 5
BNKOPVCTOBYIO NPOCTOPOBE BiiTBOPEHHS 3BYKIB. Lle 03BO/ISIE 3ByKaM 3BYy4aTW B 3a/1€KHOCTI
Bif, IXHLOIO MOJIOXEHHS Ha CLieHi, CTBOPHOHOUY BPaXKeHHSA, LLIO 3BYKW MPUXOAATL 3 peanbHuX
HanNpPAMKIB.

private void PlaySound(AudioClip clip, AudioMixerGroup mixerGroup, Vector3 position){
if (clip == null) return;

// CTBOpPEHHS TMIMYaCcoBOro 06'eKTa ANS BiATBOPEHHS 3BYKY

GameObject soundObject = new GameObject(«SoundObject»);

AudioSource audioSource = soundObject. AddComponent<AudioSource>();

// HanawityBaHHs napamMeTpiB 3ByKYy

audioSource.clip = clip;

audioSource.outputAudioMixerGroup = mixerGroup; // Bubip rpynu mikLepa Ans 3BYKiB
audioSource.spatialBlend = 1.0f; // NpocTtoposuii 3ByK (1.0 03Hauae noBHUI 3D-edekT)
audioSource.Play(); // BiaTBOpeHHS 3BYKY

Destroy(soundObject, clip.length); // 3HnweHHs 06'ekTa Nicnsa 3aBepLUeHHS BIATBOPEHHS

BizyanbHi epekT € BaX/IMBOK YaCTUHO PU, OCKIIbKN BOHW JONOMaratoTb CTBOPUTU
aTmocepy Ta 3pobuTn Noaii B rpi 6inbLll guHaMiyHUMKW. ns peanisauii BisyanbHUX edpekTiB
1 BAKOPUCTOBYBAaB cucTeMy ParticleSystem Unity, ska 403BOJISIE CTBOPIOBATW Ta KepyBaTw
Pi3HOMaHITHUMK epekTaMm YacTUHOK. OCHOBHI Bi3yasibHi epekTu:

Cnanaxm npu nocTpinax - epekT BisyanbHUX cnanaxis npyv KOXHOMY NOCTPIiNi;

Brbyxu - 4aCTUHKN BUBYXY NPU 3HULLLEHHI TaHKa;

Cnign Big ryceHnLUb - YaCTUHKK, LWLO Big06paxatoTb CNiAN PyXy TaHKa;

EdbekTn prkoweTy - epekTy YaCTUHOK, LLLO 3'ABASIOTHLCS NPU PUKOLLETAX CHaPSAIB Bij, CTiH.

Mpu KOXHOMY NOCTPINi 3 TaHKa A A0Aato cnanax, Wo nigcUatoe BiAUyTTa peanictuyHocTi. e
edeKT aKTUBYETbCA Yepe3 KOMMOHeHT ParticleSystem.
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if (muzzleFlash != null){
muzzleFlash.Play(); // BiaTBopeHHsA cnanaxy npwv nocTpini}

Ana popaBaHHA epekTy CNifiB Bif ryceHuLb 1 BAKOPUCTOBYBaB CUCTEMY YaCTUHOK
TrailParticles, sika akTUBYETLCA TiNbKM NpU pyci TaHKa. Lle sonomarae BisyanbHO NigKpecanTu
PyX TaHKa i MOKPALLUNTV 30BHILLHIA BUTNSAL FPW.

if (trailParticles != null){

if (Mathf.Abs(move) > 0.1f) // kW0 TaHK pyxaeTbcsa{

if (trailParticles.isPlaying)

trailParticles.Play(); // AKTUBYEMO YaCTUHKW CAify}

else{

if (trailParticles.isPlaying)

trailParticles.Stop(); // 3ynMHAEMO YaCTUHKMN, AKLLO TaHK HEe PyXaETbCA}}

Kpim cnanaxis, B rpi IpUCyTHI BUBYXU Ta pUKOLLETU NPU 3iTKHEHHI CHapsAAiB i3 06'ekTamu.
AN KOXHOro 3 Lnx edpekTiB TaKoX BUKOPUCTOBYHOTLCA YacTUHKM ParticleSystem. Bubyxwu
aKTUBYHOTbCA MPW 3iTKHEHHI CHapsa 3 TAaHKOM abo iHWMMK 06'ekTaMn, a pUKOLLIETU — KON
CHaps4 BiACKAKYE Bif CTiH.

3.4 CTBOpEHHS irpoBUX piBHIB

B pamkax po3po6bku irpoBmX piBHIB 419 MOEI FPU 1 CTBOPWB TPU TeMaTUYHI cepefoBULLa:
OciHb, 3nma Ta BecHa. KoxHe cepefioBuLLe MICTUTL CBOI YHiKabHI Bi3ya/lbHi enemMeHTy,
TeKCTYpW Ta OCBIT/IEHHS, LLO CTBOPHOOTEL aTMocdhepy AN rpn. Ha pucyHky 3.14
npejcTaB/eHa iepapXito 06'eKTiB CLEHMW.

PucyHok 3.14 - CTpykTypa irpoBoi cueHu B Unity
OcBiTneHHs:

Point Light (ToukoBi gxxepena cBitna);

1 Directional Light (HanpsmneHe cBiTno).
CncrtemHi 06'ekTu:

Main Camera (ocHOBHa Kamepa);
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GameManager (kepyBaHHs rpoto);
EventSystem (o6pobka nogin UI).
IHTepdelic:

PANELPAUSE (naHenb naysu);
TEXTGAMEPAUSE (TekcT «[Tay3a»);
KHnonkm SETTINGS, HOME, CLOSE;
PANELSETTINGS (naHenb HanawTyBaHb) .
IrpoBi 06'ekTL:

Tank1/Tank2 (TaHku rpasuiB);

firePoint (Touka noctpiny);

shootpr (npedab cHapsiga);

REDTANK (npedab TaHky);

WinterEF (edpekTn 3MMOBOI TemMaTUKWN).
OTouYeHHs:

«Mnowia» (OCHOBHa irpoBa 30Ha);

«Ivl 2 walls» (CTiHW nabipuHTy);
MHOXWHHI 06'ekTV 3 No3Haukamu «default» (aekopaTtnBHiI enemeHTN).

Y BCiX piBHAX 1 BAKOPUCTOBYIO CTAaTUYHI NabipnHTW Y BUTASAI CTiH, AKi GOpMYOTh
nepeLuKoAn ANA pyxy TaHkiB. Lli cTiHM He pyxatoTbCs, ane BOHM BUKOHYHOTb POJib
obMexyBauiB, Yepes sKi rpaBLi MOBMHHI MaHeBpyBaTW. JTabipUHTM A0Aat0Tb TaKTUYHWUIA
efleMeHT 0 rpu, OCKiNIbKM rpaBL,i MOBUHHI NJ1aHyBaTy CBOI pyxu, Wo6 yH1KaT abo
BNKOPUCTOBYBATW CTiHW AN CTpaTeriyHMX MaHeBpiB. Ha pncyHky 3.15 npeacrtasneHa
CTaTWUYHa CTiHa 3 AKOT GOPMYIOTHECA NabipUHTL.

PucyHok 3.15 - CTaTuyHa CTiHa.
Ha KOXHOMYy piBHI TakoX NPUCYTHI TeMaTUYHI AeKopaLlii, Wo NigCUIoTe aTmochepy:

Ha pucyHky 3.16 npeacTaBneHa TeMaTMyYHa irpoBa CLeHa OCiHb - MOXHa nobauntin
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MOTOPOLLUHI AgepeBa, rapbys3u, CBiYKW.
PncyHok 3.16 - TemaTuyHa irpoBa cueHa “OcCiHb”

Ha pucyHky 3.17 npejcTaBneHa TemaTnyHa irpoBa cLeHa 31Ma - MOKPUTI CHIrom Jiepesa,
HOBOPIYHI NOAAPYHKW, CHIrOBUKMW.

PucyHok 3.17 - TemaTu4yHa irposa cueHa “3uma”

Ha pucyHky 3.18 npejcTaBneHa TemMaTMyHa irpoBa CLieHa BeCHa - 3e/1eHi filepeBa, KaMeHi Ta
iHLI NPUPOAHI enemMeHTn.

PucyHok 3.18 - TemaTuyHa irposa cueHa “BecHa”

BoHM He BN/MBalOTb Ha irpoBuIA Npouec, ane JoAatTb KOIbOPY Ta CTBOPIOKOTL aTMochepy
PiBHS.

Bnbip TeMn piBHA Ta 3aBaHTaXXeHHS BiAMNOBIAHNX CLEH BiAOYyBaeTbCA Yepes CMCTeEMY B
MainMenuController. Micnsa Bubopy rpaseLb MOXe HaCONOAXKYBaTUCA BUNALKOBUM PiBHEM
BiANOBIAHOI TEMATUKN.

public void SelectTheme(string theme){

selectedTheme = theme;

themeSelectionPanel.SetActive(false); // 3akpnBaemo naHenb BUGOPY TemMu
LoadRandomLevelByTheme(); // 3aBaHTaXyeMO piBeHb BifMNOBigHOI TeMun}
private void LoadRandomLevelByTheme(){

// BU3HauYaeMO MacuB pPiBHIB 4151 BMOpaHOi TeMu

string[] levelNames = selectedTheme.ToLower() == «halloween» ? new string[] { «halloween»,
«halloween 1», «<halloween 2»} :

selectedTheme.ToLower() == «winter» ? new string[] { «winter», «winter 1», «winter 2»} :
selectedTheme.ToLower() == «forest» ? new string[] { «forest», «forest 1», «forest 2»}:
new string[0];

if (levelNames.Length > 0¥

// 3aBaHTaXXyeMO BUNAAKOBUY piBEHb i3 CMINCKY
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string randomLevel = leveINames[Random.Range(0, leveINames.Length)];
SceneManager.LoadScene(randomLevel);}}

Lleli kog 3abe3nevye 3aBaHTaXEHHS BMMAAKOBOro PiBHSA 3 BiAMNOBIAHOI TEMATVKW, LLIO Ja€E
rpaBLUEBI HOBUIA JOCBIA KOXHOMO pasy.

OCHOBHVMW NepeLLKoAaMu Ha PIBHAX € CTaTUYHI CTIHW Yy BUTAS4I NabipnHTiB. BoHM
CTBOPHOIOTb CKNAAHICTb Y MaHEBPYBaHHI Ta 3MYLLYHOTb rpaBLiB NiaHyBaTy CBOI pyxu, Wo6
YHUKATW 3iTKHEHb ab0 BUKOPUCTOBYBATU CTIHM AN NOKPALLLEHHSA no3uuii nig Yac 6oro. Ha
pUCcyHKyY 3.19 npeacTaBneHi CTIHKN PiBHA Ha KOXXHOMY 3 PiBHIB € HEPYXOMUMU | MatoT dopmy
nabipnHTIB.

PucyHok 3.19 - Npedab nabipnHTy

AKI yCcKn1agHIOTL MepecyBaHHSA TaHKIB, CTBOPHOOYM A0AATKOBI TaKTUYHI YMOBW A1 TPU.
BoHM MOXYTb 6TV pO3MiLLEHi TaKUM YMHOM, L0 rpaBuUsaM NOTPIGHO NOCTIMHO MaHeBpyBaTH
Ta BUO6MPATW NPaBU/IbHI LWAAXW ANA PyXY, W06 YHUKATM NonajaHb Bif cHapsaais. Li cTiHn He
MatoTb Gi3MYHOI B3aEMOJIT, OKPiM pyKOLLeTy CHapsAiB, AKi MOXYTb BIACKOUNTU Bif HUX,
3MiHIOOUYM HAaNPAMOK.

IHLWIi 06'eKTN, LLO 3'ABNAOTLCA Ha PIBHAX, € YACTO AeKOpPaTUBHUMW. Hanpuknag, SavHKuy,
NoAapyHKM abo iHLWi 06'eEKTU MOXYTb BYTM YaCTUHOK TeMaTUKWN, ajie BOHU He BUKOHYHOTb
POJib MepeLlKos U obmexeHb A8 pyxy. BoHW cnyxaTb TiNbKK A1 BidyallbHOro epekTy Ta
NigBVLLLEEHHSA aTMoCcPepHOCTI. Ha pncyHKy 3.20 npescTaBneHi 4eKopaTUBHI 06'EKTU.

PucyHok 3.20 - TemaTuuHi 06'ekT
3.5 loaaTKoBi MexaHiku

Ana HagaHHS MOXIMBOCTI rpaBLUsM 0brpaTy baxaHy TeMaTuKy PiBHA nepej no4vaTkoMm rpu,
1 peanisysaB c1ucTeMy BUOOPY TeMU. Lie A03BONSAE 3pOOUTN KOXHY Py YHiKaJIbHO, OCKiNbKM
KOXHa TemMa Ma€ cBOK aTmocdepy, Jekopauil Ta MexaHikun. Ha pncyHky 3.21 npeAcTaB/iieHO
iHTepderic MeHIo AN 06paHHS Ce30HHOT TeMaTUKKW IrPOBUX PiBHIB.

PncyHok 3.21 - MeHto BMBOpy TeMaTuKM PiBHIB

KomMnoHeHTV BK1KOUaOTb NaHe b BUOOPY TeMaTUKW, iKa BiA06PaXa€eTbCA Ha CTapTOBOMY
ekpaHi. Takox nepegbayeHo cTaTuyHe none Ansa 36epexxeHHs BUO6paHoi TeMun. PeanisoBaHo
3aBaHTaXX€HHS BiANOBIAHOrO PiBHS, LU0 BiAMNOBiAAaE 06paHOMY KOPUCTYBaYeM CHOXETY.

Koz Anst BiAKpUTTS Ta 3aKpUTTS NaHeni Bubopy Temu.
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public void PlayGame(}{

ScoreManager.ResetScores(); // CKNgaemMo paxyHoOK nepez no4atkomMm HOBOI rpwu
themeSelectionPanel.SetActive(true); // BiakprBaEMo NaHenb BUH6OPY TeMun
SetMainMenuButtonsActive(false); // leakTnByeEMO KHOMKM FOIOBHOIO MEHHO}
public void CloseThemeSelectionPanel(){

themeSelectionPanel.SetActive(false); // 3akpBaemo naHenb BU6OPYy TeMU
SetMainMenuButtonsActive(true); // AKTUBYEMO KHOMKW rOJIOBHOIO MEH}

Lle Koz f,03BONSIE rpaBLUSAM BUOPATU TeMy nepes no4aTkoM rpu, CTBOPHOOUN 6inbLu
nepcoHanisoBaHuin AOCBIA,.

N5t NoKpaLLleHHs KOPUCTYBALbKOro A0CBiAYy S peanisyBaB cMCTeMy MiAKa3ok, sika 4OCTyrnHa
yepes cneujianbHe MeH. Lle MeHo J03BOJISIE rpaBLUsIM 03HANOMUTUCS 3 6Aa30BUMM
KepiBHMLTBaMM Ta Nigka3kamu, Lo AonoMaratTb Mig Yac rpu. Ha pucyHky 3.22
npeAcTaBneHo iHbopmaLliliHe BIKHO 3 OCHOBHMM KepyBaHHSIM Ta CTpPaTeriyHNMU nopagamu.

PucyHok 3.22 - IHTepdeinc niakasok 3 KepyBaHHSAM Ta TaKTUKOH

Koz Ans BiAKPUTTA Ta 3aKPUTTHA MEHIO MiAKa30K.

public void OpenKe(){

keMenu.SetActive(true); // BiakpnBaemMo MeHHO MiACKa30K
SetMainMenuButtonsActive(false); // leakTByeEMO KHOMKW FOIOBHOIO MEHHO}
public void CloseKE(X{

keMenu.SetActive(false); // 3akpnBaEMO MeHHO MiACKa3oK
SetMainMenuButtonsActive(true); // AKTUBYEMO KHOMKW FOJIOBHOIO MeHH}

Liein MmexaHi3M 03BONSIE 3a6e3neUnT Nerknin ZoCTyn A0 iHCTPYKLUIA Y rpi, Lo BaXKAMBO AJIA
HOBUX rpasLiiB.

[na 3a6e3neyeHHs 3py4HOCTi Ta KOMPOPTY Py HA PiSHUX NPUCTPOSX, A peaslizyBaB CMCTEMY
HanawTyBaHb. BoHa 403B0O/ISIE rpaBUAM BMUKATU/BMUKATU 3BYK, HaNaLLTOBYBATW TiHI Ta
3rnagxyBaHHs (Anti-Aliasing) ana onTumisauii rpadikm BignoBigHO A0 X ynogobaHb. Ha
PUCYHKY 3.23 npeAcTaBneHo BiKHO HalalTyBaHb 3 OCHOBHVIMUW NapaMeTpamMin rpu.
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PucyHok 3.23 - MeHo HanalwuTyBaHb rpu

OCHOBHI HanalTyBaHHS BKHOYAKOTb KiNbka BaXIMBUX KaTeropili. No-nepue, rpadiyHi

napamMeTpu: TiHi yBIMKHEHO 419 peanicCTUYHOro OCBIT/IEHHSA, @ 3rNaj)KyBaHHA BCTAHOB/EHO

Ha piBHi 8X AnsA BMCOKOI KOCTi KpaiB. [Mo-Apyre, ayaio-HanawTyBaHHA nepejbayvatoTb
YBIMKHEHHS 3BYKY, L0 3abe3neyye NOBHWIA 3BYKOBUIA CYyrnpoBij,.

TakoX € MOBHI HanalwTyBaHHSA - iHTepdelic N10Kani30BaHO YKPAiHCbKOK MOBOtO. Ans
3PYYHOCTI KOpuUcTyBaya nepegbaveHa kHonka «3AKPUTW», aka 3aKprBaE MeHto
HanalTyBaHb.

[l0 KOMMOHEeHTIB HaNalTyBaHb HanexaTb MOX/IMBOCTI BMUKAHHA Ta BUMUKAHHS 3BYKY,
HanawTyBaHHA TiHeN (iX BKAHOYEHHS ab0 BUMUWKaHHS), @ TaKOX perytoBaHHSA PiBHSA
3rnagxyBaHHSA (Anti-Aliasing).

Mpuviknag koay ANs LMX HanalwTyBaHb.

public void ToggleSound(){

isSoundOn = lisSoundOn;

PlayerPrefs.SetInt(«<SoundOn», isSoundOn ? 1 : 0); // 36epiraemo HanalTyBaHHS
UpdateSoundButtonText(); // OHOBAHOEMO TEKCT KHOMKM

AudiolListener.volume = isSoundOn ? 1 : 0; // BMnkaemo abo BMMMKAEMO 3BYK}
public void ToggleShadows(){

areShadowsOn = lareShadowsOn;{

PlayerPrefs.SetInt(«<ShadowsOn», areShadowsOn ? 1 : 0); // 36epiraemo HanawTyBaHHS
UpdateShadowButtonText(); // OHOBNHOEMO TEKCT KHOMKM
SetShadows(areShadowsOn); // BM1ukaemo abo BUMMKAEMO TiHi}

public void ToggleAntiAliasing(){

antiAliasingLevel = antiAliasingLevel switch{

0=>2,

2=>4,

4=>38,
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_=>0}

PlayerPrefs.SetInt(«AntiAliasingLevel», antiAliasingLevel); // 36epiraemo piBeHb
3rnagxXyBaHHSA

UpdateAntiAliasingButtonText(); // OHOBAHEMO TEKCT KHOMKM

SetAntiAliasing(antiAliasingLevel); // BcTaHOBNOEMO piBeHb 3rNajKyBaHHS

Liei Koz f03BONSAE 3MiHIOBATU 3BYKOBI Ta rpadiyHi HanalwTyBaHHA rpy B peasibHOMY 4aci,
36epiraroun ix Mix ceciamu.

BukopuctoBytoun PlayerPrefs, a 3a6e3neuyto 36epexeHHs HanalTyBaHb MiX ceCisMun rpu.
Lle fa€ 3mMory rpaBLsiM He HaNaLLTOBYBAaTX MapameTpu LWopasy npw 3anycky rpu.

private void Start(){
isSoundOn = PlayerPrefs.GetInt(«SoundOn», 1) == 1; // 3UNTYEMO HanaLLTyBaHHS 3BYKY

areShadowsOn = PlayerPrefs.GetInt(«<ShadowsOn», 1) == 1; // 3UnTyeEMO HanawTyBaHHSA
TiHewn

antiAliasingLevel = PlayerPrefs.GetInt(«AntiAliasingLevel», 4); // 34unTyeEMO HanalTyBaHHSA
3rnajyKyBaHHS

isUkrainian = PlayerPrefs.GetInt(«SelectedLanguage», 0) == 1; // 3unTyeEmMO BUOIip MOBWU

LocalizationSettings.SelectedLocale =
LocalizationSettings.AvailableLocales.Locales[isUkrainian ? 1 : 0]; // BcTaHOBMIHOEMO MOBY

LocalizationSettings.SelectedLocaleChanged += OnLocaleChanged; // CnyxaEmMo 3MiHN MOBU
UpdateAllButtonTexts(); // OHOBAOEMO TEKCTWN Ha KHOMKaX

AudiolListener.volume = isSoundOn ? 1 : 0; // BCTaHOBNOEMO piBEHb 3BYKY
SetShadows(areShadowsOn); // BCTaHOBAIOEMO piBeHb TiHEN
SetAntiAliasing(antiAliasingLevel); // BcTaHOBNHOEMO piBeHb 3rnagXyBaHHS

3MiHa TiHel Ta 3rnafkyBaHHs Yepe3 Unity cnctemMHi HanalTyBaHHS

HanawTyBaHHA TiHeW i 3rnafykyBaHHSA 3MiHIOKTbLCA Yepes CMCTeMHI HanawTyBaHHA Unity:
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private void SetShadows(bool enable){

QualitySettings.shadows = enable ? ShadowQuality.All : ShadowQuality.Disable;}
private void SetAntiAliasing(int level){

QualitySettings.antiAliasing = level;}

Li meToAn A03BONSAOTL 3MIHIOBATU AKICTb rpadikn rpy Ana NOKPAaLLEeHHS i NPOAYKTUBHOCTI
abo Bi3yanbHOro BUrNsAy B 3a/1eXKHOCTI Bif, MOX/INBOCTEN NPUCTPOIO.

3.6 Onuc ta aHanis rpm « TANKI3D»

Y pamkax npoekTy 6yno cteBopeHo 3D-rpy «TANKI3D» - apkaZgHUiA TAHKOBUI LLyTep 415 4BOX
rpaBLiB 3 NOKaNbHUM MyNbTUMAEEPOM. pa po3pobneHa Ha pyLil Unity 3 BUKOPUCTaHHAM
MOBW nporpamyBaHHsA C#, Lo 3abe3neyye NaaBHUM irpoOBUIA NpoLec Ta BUCOKY
NPOAYKTUBHICTb Ha Pi3HUX NpUCTPosix. « TANKI3D» NponoHye AMHaMiUYHi BUTBU 4BOX TaHKIB
Ha PiI3HOMAaHITHUX TEMaTUYHUX apeHax.

[pa Ma€ 3marasnbHUI pexnm A1 ABOX rpaBLiB, e BOHW KepYTb TaAHKaMU Ha OAHOMY
eKpaHi, 3Maratumncb 3a HaBULLMIA paxyHOK. MexaHika kepyBaHHS € MPOCTOO, ane
3aXOMNOKYO: NepLUNY TaHK KepyeTbcsa knasiwamm WASD ansa pyxy Ta knasiweto F ans
CTPiNbOW, a ApYruii - CTpiNKaMu Ansa pyxy Ta knaeiweto RightControl ansa ctpinebu. KoxeH
TaHK Ma€e obMmexeHy KiflbKiCTb 60enpurnacis, BCbOro 5 3apsis, 3 aBTOMaTNYHO
nepesapsiAKoro Mo 04HOMY NOCTPINY KOXHIi 6 CeKyHJ, WO A0AA€ CTpaTeridyHoi rmbunHn. OkpiM
TOro, CHapsiAn MOXYTb Bif6MBAaTUCA Bif CTiH, CTBOPOHOUN HenepeabadyBaHi cnTyauii, Wwo
BMMarae Bif rpaBLiB TaKTUYHOrO MUC/IEHHSA.

BisyanbHi ebekTn Ta 3ByKOBU CyrnpoBif NigBULLYHOTb aTMOCHEpPHICTb rpu: cnanaxm
NOCTPINiB, CNign pyxy TaHKiB, BUOyxu Ta aygioedekTn pobnsaTb npouec we b6inbLu
3aXOMIYMM. TeXHIYHO rpa BUKOPUCTOBYE MOAY/IbHY apXiTEKTYPY KOAY, A€ KOXeH
KOMMOHEHT (TaHKW, CHapsAW, irpoBUiA MeHeKep) peanizoBaHU K OKpeMni Knac 3 YiTko
BM3HaYeHVMW 060B'A3KaMW, LLLO Mosierye nizTPUMKY Ta PO3LLUMPEHHS FPU.

CncTema KepyBaHHS CTAHOM rpu peasiisoBaHa yepes knac ‘GameManager', AKUA KOHTPOIOE
LMK XXUTTA rpY, 30KpemMa 3BOPOTHUI BigNik nepes noYaTKkoM payHAy Ta 3aBaHTaXXeHHS
HOBMX PiBHIB MiCNs 3aBepLUeHHSs MOTOYHOrO. MNigpaxyHok 6aniB 3abe3nevyeTbcs CTaTUYHNM
knacom ‘ScoreManager’, W0 LeHTpani3oBaHO Kepye paxyHKOM rpaBLiiB i 3abe3neuye NpocTunii
AOCTYN A0 UNX JAHUX 3 Pi3HUX YaCTUH rpu. [nsa 36epexxeHHs HanalTyBaHb rpaBLis
BUKOPUCTOBYOTbCA PlayerPrefs’, o f03B0ONISE 36epirat KOPUCTYBaLbKi HanalwTyBaHHSA MiX
ceaHcamu rpwu.

[pa NiATPMMY€E 6araTOMOBHICTb, 30KpPeMa aHrNiNCbKy Ta YKPaiHCbKY MOBU, 3aBASAKN CUCTEMI

Plag 3BiT Npo BuABAeHHs LLI 43



nokanisauii Unity. FpaBLi MOXyTb BU6MPATN MiXX TpbOMa TeMaTuyHMMK ceitTamm (Halloween,
Winter, Forest), KOXeH 3 SKMX Ma€ MO TPW YHiKanbHi PiBHI 3 Pi3HUM AM3aiHOM Ta
nepewukogamMun. IHTepdeinc rpy cnpoekToBaHWUM 3 ypaxyBaHHSAM NPOCTOTU Ta IHTYITUBHOCTI,
BK/IFOUAKOU M FOJIOBHE MEHI0 A/15 BUO6OPY rpn, HanalTyBaHb, e/1leMeHTIB KepyBaHHA Ta
nepernsgy CTaTUCTUKK, @ TaKOX irpoBuUIA iIHTepdeinc, Lo BifobpaXKae paxyHoK i KiflbKiCTb
6oenpunacis.

[HTepdenc TakoX BKAKOYAE MEHIO Nay3u, WO J03BONSE NPU3YMUHUTL TPy Ta 3MiHUTUK
HafawTyBaHHA abo NOBEPHYTMUCS A0 FOJIOBHOMO MeHH0. Y HanallTyBaHHAX MOXHA
perynrBaTh ryyHicTb 3BYKY, AKiCTb rpadiku (TiHi, 3rnag)KyBaHHs) Ta BU6ip MoBW iHTepdelicy.

TexHi4YHO B rpi BUKOPUCTOBYETbLCA BOyA0BaHa ¢isnyHa cnctema Unity ans peanictTMyHoro
PyXy TaHKiB Ta CHapsAiB, a TakoX CUCTeMa YaCTUHOK AN CTBOPEHHS BidyanbHuUX edekTiB.
3BYyKOBI epekTV KepytoTbCs Yepes ayAio mikcep Unity, L0 403BONSE peryntoBaT pi3Hi rpynu
3BYKiB OKpeMoO. BCi Lji TeXHiIYHIi pilueHHA pobasTb rpy 3aXOMNAKYO00 | CTabinbHO, a
MOZY/IbHa apXiTeKTypa KoAy Ta YiTK1IA po3noAin BiANOBIAaNbHOCTI MiXX KOMMNOHEHTaMU
3abe3nevytoTb NerkicTb y NiATPUMLi Ta PO3BUTKY FpU.
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[locnnaHHSA

Lie pxepena BuaineHux 36iriB y Balomy gokymeHTi. KoxxeH 36ir mo3HayeHO TeMHO-3e/1eHUM
4YMC/IOM, SIKe BiANOBIAAE BKa3aHOMY TYT Axepeny. [kepena BNOPAAKOBAHI 3@ CXOXICTHO —

UMM BULLMIA 6an, TUM CUJIbHILLE 36ir.

[xepeno
1 ela.kpi.ua 0.4%
p) jetig.vntu.edu.ua 0.4%
3 openarchive.nure.ua 0.3%
4 rbc.ua 0.2%
5 metod.vntu.edu.ua 0.1%
6 ts2.space 0.1%
7 ela.kpi.ua 0.1%
8 znaki.fm 0.1%
9 researchgate.net 0.1%
10 ua.xdvirtualreality.com 0.1%
11 repositsc.nuczu.edu.ua 0.1%
12 unity3d.com 0.1%
E markiza-pergola.kiev.ua 0.1%
14 confscientific.webnode.com.ua 0.1%
15 isg-konf.com 0.1%
16 dou.ua 0.1%
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https://ela.kpi.ua/bitstream/123456789/43016/1/Dzhanoiants_bakalavr.pdf
https://jetiq.vntu.edu.ua/repository/getfile.php/8464.pdf
https://openarchive.nure.ua/bitstreams/6414f960-a15e-47b8-abfa-e193a48b401b/download
https://www.rbc.ua/rus/styler/k-priskoriti-produktivnist-staroyi-videokarti-1733505674.html
https://metod.vntu.edu.ua/getfile.php/8294.pdf
https://ts2.space/uk/%D0%BC%D0%B8%D1%81%D1%82%D0%B5%D1%86%D1%82%D0%B2%D0%BE-%D1%80%D0%BE%D0%B7%D0%BF%D1%96%D0%B7%D0%BD%D0%B0%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F-%D0%BE%D0%B1%D1%80%D0%B0%D0%B7%D1%96%D0%B2-%D1%8F%D0%BA-%D1%88/
https://ela.kpi.ua/bitstreams/94bc2f85-d716-4ed1-b044-fbd87b0b3ebf/download
https://znaki.fm/uk/teams/onlayn-igri/
https://www.researchgate.net/publication/386046036_A_support_system_for_a_computer_adventure_2D_game_in_the_top_down_genre
http://ua.xdvirtualreality.com/info/types-of-vr-racing-simulator-94944509.html
http://repositsc.nuczu.edu.ua/bitstream/123456789/12476/1/272.pdf
https://unity3d.com/unity/whats-new/unity-5.4.0
https://www.markiza-pergola.kiev.ua/uk-ua/pergola-v-ternopole/
https://confscientific.webnode.com.ua/_files/200000304-8447685440/%2049%20(1)-4.pdf
https://isg-konf.com/wp-content/uploads/2025/03/DEVELOPMENT-OF-INNOVATION-SYSTEMS-TRENDS-CHALLENGES-PROSPECTS.pdf
https://dou.ua/forums/topic/33453/
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