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3 pozButkoM IT-iHAYCTpii Ta MpONUBITAHHSM IHAYCTPIi irop, irpu CTalOTh BCE
OLIBII MOMYIIIPHUMH, JIe KOPUCTYBadi MOXKYTh OJJHOUYACHO B3aEMOISTH APYT C IPY-
TOM Y BipTyaJIbHUX, OHJIAHHOBUX CBITaX, SIKi CTBOPEHO JIMIIE ISl HUX.

Ha cporomHi irpu € BeIMUE3HOI YaCTHHOIO BCECBITHBOI iHIYCTpIi po3Bar, Ta
CTOSITH Y OJHOMY DIy 3 KiHO IO IpoiioBoMy 06opoty. KinbkicTh rpaBIiB i cyma
rpolieil BpaxkaroTh.

Cranom Ha 2021 pik y Fortnite HapaxoByeTbcst 120 MiJIBI{OHIB aKTHBHUX Ipa-
BIIIB, a BCHOTO 3apeecTpoBaHo 350 MiibHOHIB.

B 2021 pomi BinOyBcs BcecBiTHIN yemmionar y rpi Dota 2 ¢ npuzoBuM ¢oHaoM
y 46 minbitoniB nonapi CIIA. Cepis Call of Duty, oHa 3 HaliHONyJIApHILIKX Mpe -
ctaBHUKIB xaHpy «First-person Shooter» [1], irpu sikoi BUXOAITH KOXKHOTO POKY, Ta
PO3XOTHCS OaraTo MijbHOHHHM THPXKOM MPOTATOM MEPINNX KiIBKOX AHIB MICHs
BUXO0y. IrpoBa iHyCTpisl TOYMHANA CBiil PO3BUTOK 3 MPUMITHBHUX irOp 1 aKTUBHO
PO3BHBANACs 3 KO)KHUM POKOM.

ChoroziHi rpaBui OUTBII BUMOTIIMBI IO MOXIIMBOCTEH TpH, 1 rpadiky Ta, 3BH-
YaiiHO K, ONTUMI3allii, ocodinBo y xaupi FPS («First-person Shooter»).

Bci npukiiany HaBesieH1 Bulle OyJn Tye YCIIiHI i 100pe onTUMI30BaHi irpy,
TOMY MOJKHa CKa3aTH 110 ONTUMI3allis TPY OJMH 3 KIIFOYOBUX MOMEHTIB ii ycmixy.

MeTo1o 10M0Bifi € TOCHIIPKEHHS Ta aHaJI13 METOJIIB ONTHUMI3aLlil cepeain po3-
po6ku irop Unity y »xanpi «First-person Shooter», a Takox MeToA1iB onTUMIi3allii Ta
ITPOBUX apXITEKTYp B ILILIIOMY.

B momoBizi HABOASITHCS Pi3Hi CrIocoOu onmTuMi3artii Ta ix mepesaru [2] st pi-
3HOTO POJy irop, a TAKOXK YOMY ONTHUMI3AIlisl TPU € Jy)Ke BOKJIMBOK YACTUHOIO ii
yermimHol pearizartii [3, 4].
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