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This work is devoted to the development of the game. The purpose of the
current study is to develop an algorithm for creating unique fish. The main
advantage of this approach is that it allows the player to fish a unique fish. This
approach allows you to reach a large audience of users. Virtual reality
technology can help solve some problems. For example, to analyze the stability
of fisherman, you can monitor the movements of the controller and display them
as a graph and for accuracy analysis you can designate multiple zones on a
target in the virtual world and assess hits on different zones in different ways.

CroromHi Irpu € 3aXOIUICHHSAM 0araThOX JIIOACH pi3HOTO BIKY. Jltoam
MOXYTh BUOWpATH 111 ceOe PI3HI ITPH 1O JKAHPY 1 CETTUHTY. Irpr KOXKEH pik
PO3BUBAIOTHCA, TOTPEOH ITPOKIB POCTYTh. 3 HOBOIO TEXHOJIOTIEIO BIPTYyabHOI
peambHOCTI  (VR) U1 OTpuMaHHSA  3a/0BOJICHHS TpaBellb  MOTpeOye
MaKCUMaJTbHOI peaibHOCTI. OCKUTbKH TeXHOJI0T1i po3pobku VR Ha TemepinmHin
yac 1€ HEJOCTaTHbO PO3BHHYTI, TeHMIu3aiiHepaM MOTPIOHI JeTallbHI
QITOPUTMH, SKI BIATBOPIOIOTH TOBEAIHKY TEBHUX <(OKUBHX» CJIEMEHTIB TPH.
PosrnsHemMo onuH 3 WAXOAIB PO3B’SA3YBAHHS 1€l MPOONEMH Ha TPHKIAII
cTBOpeHHs rpu «Pubamka» y skanpi cumynsatopy. [lepconaxem rpu € pubanka, a
OKABHMY» €JIeMEHTOM € puOu. Jlyia Toro mod BIATBOPUTH peajibHY CHUTYAIIIIO
pubasiku, y Tpi MOTPIOHO PO3POOHUTH aTOPUTM TIOBEMIHKH JUTSI KOKHOI PHOH.

Aximo anroputM MOBEMIHKH pubOW Oy/e MPUMITHBHHM, TO K TIOKA3aJik
JOCITI/HKCHHS, Ha PI3HUX PIBHIX CKIIQTHOCTI T'PH KUTBKICTH 3apo0JeHUX OaiB y
OLTBITIOCTI BHMAMKIB Oyne OMHAKOBOK. B 3amadl po3poONICHHS alrOpUTMy
MOBEAIHKA PUOMW BXITHUMH JaHUMH € KUTBKICTH BHAIB pub Ta iX mapaMeTpu:
YyacToTa MOSBH, Bara. BUXITHIMH JaHUMH € 3arajbHa KUIBKICTh PHO Ta OIlIHKA B
0aJtax 1bOT0 BHJIOBY 3a I'POBY CECIIO.

OOGpanuii rpaBIeM PiBEHb CKIAAHOCTI JO3BOJIAE€ BUSBUTH, B SKHMX YMOBaX
KOPUCTYBau 3axodue pubamutH. Y 3alpoloHOBAHOMY aJITOPUTMI  pHOH
CTBOPIOIOTHCSA HAa KOKHOMY ITPOBOMY PIBHI Yy BHITAQIKOBIH KUTBKOCTI 1 PI3HUX
pPO3MIpPIB, pUOM € YHIKATBPHAMH 32 PaXyHOK BXIMHHUX mapameTpiB. Koxna puba
Oyae TPUHOCWUTH TEBHY KUTbKICTh OamiB. Ha pucynky 1 mokazaHo CKpIHIIOT
(dbparmenTy porpamu renepariii puo:
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class AFishManager : public AActor

{
GENERATED_BODY ()

public:
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)

TArray<UClass*> flockTypes;

PROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
TArray<float> numInFlock;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
float minZ = -9000.0f;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
float maxZ = -950.0f;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
float underwaterBoxLength = 10000;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
bool attachToPlayer = false;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)

bool DebugMode = false;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Config)
UClass* playerType;

AActor* player;

// get min z

float getMinZ();

// get min z

float getMaxZ();

/** Constructor */

AFishManager(const FObjectInitializer& ObjectInitializer);

Pucynox 1 — CkpiHImoT hparMeHTy mporpamMmu

Po3pobmeni anropuTMu BUTIAAKOBO1 TeHEpallli, pyxy 00’ €KTIB Ta CUCTEMH
BUHAropoad TpaBIl MOXHA BHKOPUCTOBYBATH Yy VR-TexHojoOriax mis
3a0€3MeUCHHAS] MaKCUMAJIFHOTO Peajli3My Y KiOepmpocTopi.
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