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[TosicHroBanmbHa 3amucka kKBamidikamiiaoi podotu: 65 c., 30 puc., 1 gox.,

16 mxepenn.

PVIIIN, KOPUCTYBALIbKMI IHTEP®ENC, OOII, CLEAN
ARCHITECTURE, SOLID, CKPUIITOBI OB’€KTHU, PEHJEPIHI', CKPUIIT,
BEHAVIOR TREE.

Meroto kBamidikaliiiHoi poOOTH € CTBOPEHHS ITPOBOTO JOJATKY Y KaHpi
cuMyIsITOp pepmepa.

VY xoxi BUKOHaHHS KBajiikaiiHoi poOOTH OyJI0 CTBOPEHO IPy-CUMYIIATOP
dbepmepa miist Windows Ha Unity 3 BukopuctanHsiMm moBu C#. ['pa BkIto4ae Bci
OCHOBHI €JIEMEHTH >KaHPYy: BUPOIIYBAaHHS POCJIMH, CUCTEMY peuei, B3a€EMOJIIIO 3
HEIrPOBUMH MEPCOHAXaMu, Oy IIBHUIITBO, 3aBJIaHHS Ta CTBOPEHHS MIPEIMETIB.

[Ipu po3poOlii BUKOPUCTOBYBAIUCA CydacHl MIAXOAW JO MPOTrpaMyBaHHS:
Clean Architecture Ta mpunnunu SOLID, mo poOuTh Koa 3p03yMUTUM Ta JIETKUM
JUTSL PO3BUTKY. TEXHIYHO MPOEKT MOOYJO0BaHUN HA OCHOBI CKPHIMTIB KOHTPOJIEPIB
Ta ScriptableObjects, BIacHHX peJakTOpax Ta CHCTEMI MOBEAIHKH MEPCOHAXIB
yepe3 Behavior Tree.

OcobOsmuBa yBara mnpuauIsIacss 3pyYHOCTI 1HTepdelcy Ta MPOCTOTI
yOopaBiiHHSA. B pe3ynbrari OTpuUMand MOBHOLIHHY Tpy 3 1HTYITUBHUM
YOPABIIHHSAM Ta PI3HOMAHITHUMU MOXJIMBOCTSIMHU, SIKa BIATOBITA€ Cy4aCHUM
BUMOTaMm 10 (hepMepPCbKUX CUMYJISITOPIB.

CTBOpeHU# MPOEKT AEMOHCTPYE YCHIINTHE 3aCTOCYBaHHS TEOPETUYHUX 3HAHD

Ha HpaKTI/IHi Ta MOKC CIIYKUTH OCHOBOIO JJIS IMMOAAJIBIIOTO PO3BUTKY.



ABSTRACT

Bachelor’s thesis: 65 pages, 30 figures, 1 appendix, 16 sources.

ENGINE, USER INTERFACE, OOP, CLEAN ARCHITECTURE, SOLID,
SCRIPTABLE OBJECTS, RENDERING, SCRIPT, BEHAVIOR TREE.

The purpose of the qualification work is to create a game application in the
farming simulator genre.

In order to demonstrate the ability to apply theoretical knowledge in practice
and to develop a complete game product, a farming simulator game for Windows
was created during the qualification work using the Unity engine and the C#
programming language.

The game includes all the core elements of the genre: growing plants,
managing an inventory system, interacting with non-playable characters, building
structures, completing tasks, and crafting items.

During the development process, modern software engineering practices
were applied — including Clean Architecture and SOLID principles. This helped
ensure that the codebase remained well-structured, maintainable, and scalable.
Technically, the architecture of the project is based on controller scripts and
ScriptableObjects, supported by custom editor tools and a character behavior
system implemented through Behavior Trees.

A particular focus was placed on user interface convenience and intuitive
controls. As a result, the final product is a fully functional farming simulation
game that offers a smooth user experience and features that meet the expectations
of modern players within the genre.

The developed project clearly demonstrates the successful integration of
theory and practice and can serve as a solid foundation for further expansion and

improvement.
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CKOPOYEHHA TA YMOBHI ITO3HAKH

AOT — xomminsaTop (anri., Ahead-of-Time)

DRY — npunIun nmporpaMyBaHHSI «HE MOBTOpIO#cs» (aHri., Don't Repeat
Yourself)

FPS — xagpis 3a cekynnay (anria. Frames Per Second)

HDRP - texnomnoris 3D pennpepinry (anmi, High Definition Render
Pipeline)

IDE — xoMIIeKCHE MporpamMHe pillleHHS JUIsi pOo3pOoOKH MPOrpaMHOIO
3a0e3nedenHs (anri., Integrated Development Environment)

KISS — mpunuun nporpaMmyBaHHS «KOPOTKO Ta mpocto» (anri., Keep It
Simple Stupid)

LINQ — 3anuTu inTerpoBaHi y MoBy (aHri., Language-Integrated Query)

LMB — niBa xknonka mutii (auri. Left Mouse Button)

NPC — ne irpoBuit nepconax (anri., No Player Character)

PC — nepconanbauit koM 1otep (anri. Personal Computer)

SOLID — mpunIunu o0'€KTHO-OPIEHTOBAHOTO MTPOTrpaMyBaHHS

UI — intepdeiic kopuctyBaya (anri., User Interface)

UX — nocsin kopuctyBaua (anri., User Experience)

VFX — Bizyanbhi edextu (anria. Visual Effects)



BCTVII

Bimeoirpy — 1e iHTepakTUBHE TporpamMHe  3a0€3MEeueHHs, sSKe
BUKOPUCTOBYETHCS JJIsl PO3BAr, POJIbOBUX ITOp Ta CUMYJIALL. Y BIJCOIrPH MOXKHA
rpatu Ha kKoMmm 'totepi 3 OC Windows, MoOuTsHOMY TpHCTpoi ab0 cremiaabHin
irpoBiit KoHco, Hanmpukiag Xbox abo PlayStation [1].

VY Ham yac BiJIeOIrpU MEPETBOPUIIUCS HA OJIUH 13 KJIIOYOBHUX EJIEMEHTIB
upOBOi €MOXH Ta KyJIbTYpHOTO MpocTopy. OXOIUTIOI0YHN BETUYE3HY ayTUTOPiIO,
IrpoBa 1HAYCTpisl TMPOMOHYE PI3HOMAHITHUN KOHTEHT: BiJ| JIETKUX apkaj [0
MacIITaOHUX OHJIAWH-TIPOEKTIB 3 BEJIMKOIO KIUIBKICTIO YYAaCHHUKIB. 3aHypeHHS Y
BIPTyaJIbHI TPHUrOAM HE JMIIE pPO3BaXKae, ajle W PO3BUBAE: TIpaBLl IOCTIHHO
TPEHYIOTh TBOpYE MHUCIIEHHS, OMAHOBYIOTh MHCTELTBO PO3B'SI3aHHSA CKJIAIHHUX
3aa4 Ta BJIOCKOHAIIOIOTh HABMYKH CTPATETIYHOTO TUIAHYBAHHS, CTUKAIOYUCH 13
PI3HMMH BUIIPOOYBaHHSMHU B TUHAMIYHOMY ITPOBOMY CEPEIOBHILII.

CyyacHi TeXHOJIOT1T MiIHSUIA BiJIEOITPU HA HOBUI pIBEHb, 3a0€3MEUUBIIH 1X
Bpa)karo4oro rpadikoro Ta peaqicTUUHO (Pi3UKOI0, IO CYTTEBO 30arauye irpoBUi
nocBin. CTBOpEeHHs 1Irop TMEpPeTBOPUIIOCS HA KOMIUIEKCHE MHCTELTBO, JI€
MEPETUTITAIOTHCS. TIPOTpaMyBaHHs, AU3aifHEpChbKa MalCTEPHICTh, 3BYKOPEKHCYpa
Ta aHiMamiss. CpOrofHi BIPTyallbHI CBITM MPOMOHYIOTH TPaBISIM HE MPOCTO
po3Bary, a il MMOOKe 3aHypPEHHS Y MPOCTIP, A€ MOPYIIYIOTHCS BAXIJIMBI CYCIIIbHI
MATAHHS Ta BII0OPAXKAIOTHCS KYJIbTYPHI IIIHHOCTI.

CumynsTopd TMOCIAAIOTh BHU3HAYHY T[IO3UINIO B PI3HOMAHITHOMY CBITI
Bigeoirop. Llel yHikanbHUMN KaHP AO3BOJISIE KOPUCTYBayaM OMAHYyBaTH KepyBaHHS
PI3HOMAHITHUMHM BIPTyaJIbHUMH CHUCTEMaMHM, SIKI JIOCTOBIPHO BIATBOPIOIOTH
peasibHl KHUTTEB1 Tmpouecd. Jliama3oH cuMyJSIiil Bpaxae: BiJ ONaHyBaHHS
TPAaHCHOPTHUMHU 3aco0amMu  (aBTOMOOLISIMA Ta JIITAKaMH) 1O  YINpPaBIiHHSA
MaclITaOHUMU MPOEKTAMHU, IK-OT p0o30y/10Ba MICT YU KEPyBaHHS M1IMIPUEMCTBAMHU.
[ToenHanHsT MOCTOBIPHOCTI Ta IHTEPAKTHBHOCTI TEPETBOPIOE CUMYJISITOPH Ha
NOTY)XKHWI 1HCTPYMEHT, 110 HE JMIIE pPO3BaXKae, a i HaByae, JOMOMAraroyu

PO3BUBATH MPAKTUYHI HABMYKH Ta BIATOYYBATH YIPABIIHCHKI 3110HOCTI.
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VY CBITI CUMYJITOPIB OCOOJIMBOIO MOMYISPHICTIO KOPUCTYIOTHCS (hepMepPChKi
irpu, A€ TpaBii OepyTh Ha cebe pojb Trocmoaaps CiIbChbKOTOCIIOAAPCHKOTO
nignpuemMcTBa. Lli MpPOeKTH NPONMOHYIOTh YHIKaIbHUN JOCBII B3aeMOMli 3
PUPOTHUMH ITUKJIAMH, BKJIIOUAIOUN BUPOIIYBAaHHS KYJIBTYp, JOTJIS 32 XyJI00010
Ta palioHaJbHE BUKOPUCTAaHHSA pecypciB. DepMepCchKi CUMYIATOPU — 1€ HE TPOCTO
po3Bara, a ¥ Tuiarpopma IS PO3BUTKY CTPATETIYHOTO MHCICHHS, € TpaBIli
BYATHCS JIOJIATH PEATICTUYHI BHUKJIMKH: BPaxOBYBaTH CE30HHI 3MiHH, KEpyBaTH
¢dinancamMu Ta e(PEKTHBHO PO3MOAUIITH pecypcH. Taka KOMOIHAIlisl BUKIIUKIB
pPOOUTH ITPOBUH IIPOIIEC OJTHOYACHO 3aXOIUITMBUM Ta OCBITHIM.

[{s xBamidikamiitna podoTa Ma€ Ha METI CTBOPEHHS ITPOBOrO 3aCTOCYHKY B

XaHpl cumyJsisatopa pepmepa Ha pyurii Unity mis onepaniiinoi cuctemu Windows.
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1 AHAJII3 ITIPEJIMETHOI OBJIACTI

B xoni BukoHaHHs KBamidikamiiftHOi poOOTH CIIiJ BUPIIIMTH 3a4a4i:

- MpoaHali3yBaTH ICHYIOYl Ha JaHUW dYac CHUMYJSATOpU (HEepMEepChKUX
TOCIIOIAPCTB 3 TOYII 30py HEJOJIKIB, sIKI HUM MPUCYTHI;

- pO3pOOUTH CTPYKTYPY 3aCTOCYHKY 3 YpaxXyBaHHAM BCiX HEOOXiTHUX
MEXaHIK TpH;

- moOymoBaTH 3aCTOCYHOK, SIKMM Oyne MaTh XapakTepHI pUCH A
CUMYJIATOPIB (hepmepa;

- pO3poOWTH AM3aiiH CBITY TpHu, KUK Oyae mpuBaOIUBUM JJIsi TPaBIs Ta
BIJIITOBI1JATH TEMATHII];

- 3abe3neuynTH 3aM0BUTbHUNM gocBin BukopuctanHs Ul ta UX, noisxom

BIIPOBA/PKCHHSI IHTYITUBHOI HaBITallll Ta MPUEMHOTO JJI OKA JTU3ANHY.

1.1 Anani3 iCHyIOUUX pillleHb

Ha nanuii yac icHye KijbKa TOTOBHI pillleHb, 110 HA/IAIOTh MPEICTABICHHS
TOTO K MalOTh BUIIISIIATH Ta MPALIOBATH ITPU Yy KaHpl cumyistop gepmepa. Ll
pIlIEHHS] MarOTh HEOOXIIHUWA (YHKLIOHAN, KM 3aJI0BOJIbHSIE MOTPEOM TrpaBId,
OpoTe KOXKHE 3 HUX Ma€ CBOI NepeBaru Ta HENOJIKU. PO3risiHeMO JeTasbHille

KUJIbKa MOMYJISIPHUX ITOP I[LOTO KaHPY .

1.1.1 I'pa-cumynsitop Slime Rancher

Slime Rancher (pucynok 1.1) — 1e rpa y kanpi cumyistop depmepa, 1e
IPaBIfIO, JOBEACTHCS B3SITH IMiJI CBOE KEPYBaHHS CTape paH4o, Ha SKOMY Tpeba
OyJle BUpPOIIYBaTH KyMEIHHX CTBOPIHb «ClaiiMiB», 100 OTpUMYBATH BiJ HUX
«IIOpAW» Ta MPOJABATH iX HA PUHKY [2].

I'pa Slime Rancher crtBopmia BiacHy Hinly B JkKaHpi (pepMepchKux

CUMYJISITOPIB,  3alpOIOHYBABIIM  HE3BUYHUN  MIAXIJ A0  TPaTUIIMHOTO
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TOCIOIapCTBA. 3aMICTh 3BHYHHUX CUIBCHKOTOCMONAPCHKUX TBApUH Ta KYJBTYP,
IpaBIli OMIKYIOThCS BECETMMHU CTBOPIHHSAMH — «CIaMaMuy», II0 HA/la€ MPOEKTY
HEMOBTOPHOTO Xapaktepy. ['pa Bmamo mnoegHye enemMeHTH (epmepcTBa 3
MO>KJIMBICTIO BUTBHO JOCHII)KYBAaTH HAaBKOJIUIIIHINA CBIT, PO3MIUPIOIOYH MPOCTIP s
TBOpPUOCTI Ta  eKcrepuMeHTiB. [lpuBaOnuBuil  Bi3yanbHH  Au3aiiH 3
KUTTEPANICHUMHA KOJIBOPAMU CTBOPIOE PO3CIIa0Ody arMochepy, a 3po3yMii
MEXaHIKM KEpyBaHHS pPOOJATH TPy AOCTYINHOIO SIK JJii HOBAaykKiB, TaKk 1 JJIs

JOCBIYCHHUX TPABIIIB.

Pucynok 1.1 — Kaap 3 rpu «Slime Rancher»

[Ipore rpa wMae cBoi oOmexeHHs. [lopiBHSHO 3 TpaguIiHHUMU
(bepMepChKUMU CUMYJIITOPAMU, TYT CHPOILEHA CUCTEMAa YIPABIIIHHS pPecypcaMu Ta
E€KOHOMIKOI0, TII0 MOK€ PO34apyBaTH JIFOOUTENIB CKIAIHUX CTPATETIYHUX PIIICHb.
JlocBiueHi TrpaBili MOXKYTh 3HAWTH IrPOBUN TPOIEC 3aHAATO MPOCTUM, a
NOBTOPIOBaH1 Aii 3 JOIJSIAy 3a Cau3aMu Ta 300py pecypciB pUBHMKYIOTh CTaTH
MOHOTOHHUMHU. BiacytHicTs B3aemonii 3 NPC, sxa 3a3Buuail 30arauye mojioH1
IrpU COLIAJIBHUM €JIEMEHTOM, CTBOPIOE BIAUYTTSA caMOTHOCTI y rpi. Lli dakropu

MOXKYTh OOMEXHUTH JOBTOTPUBAINI THTEPEC 10 MPOEKTY.
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1.1.2 Cepis irop-cumyssatopiB Bijg Farming Simulator

Farming Simulator (pucynok 1.2) — me cepisi peamiCTHUHUX CHUMYJSTOPIB
dbepmepcTBa, A€ TpaBelb KEPyeE CYYaCHOI CUIBCHKOTOCIOIAPCHKOI0 TEXHIKOTO,
BUPOIILYE KYJIbTYPH, JOTJIAJA€E 32 TBAPUHAMU Ta PO3BHUBAE BJIACHE I'OCHOJIAPCTBO,

IIPOJAK0YX BpOKai Ha pUHKY [3].

Pucynok 1.2 — Cinbecbkorocnoaapcebka Texnika B Farming Simulator

Farming Simulator BcTaHOBIIOE BHUCOKY TUIAaHKY B aHpPl (PepMepchKux
CUMYJISITOPIB 3aBJIIKM CBOEMY IMPArHeHHIO 0 MAaKCUMaJlbHOI JOCTOBIpHOCTI. I'pa
NPOTMOHY€E TIMOOKE 3aHYPEHHS y CBIT CY4YacHOTO CUTBCHKOTO TOCIOAApCTBa, e
IpaBIll KEPYIOTh TOUYHUMH KOTMISIMU PEAIbHOI CUTBIOCTEXHIKH Ta 3aiiMal0ThCs BCIMa
acriekTaMu  (pepMepchKOi  JISJIBHOCTI  — BIJl BHUPOIIYBaHHS POCIUH IO
TBapUHHUILITBA Ta TOpriBiai. OcoOMUBY IIHHICTH I'pl J101a€ aKTHBHA CIIJIbHOTA
MOJIEPIB, KA MTOCTIHHO CTBOPIOE HOBUI KOHTEHT, PO3LIUPIOIOYN MOKJIMBOCTI TPH.

BTtiMm, Taka BigmaHicTh peanizMy Mae 1 3BopoTHUM Oik. Hecmimuuii Temi
reiMIIel0 Ta 30CEpeXKEHICTh Ha TEXHIYHMX JAETalsiX MOXYTh BIUIAKYBaTH
rpaBliB, SKI MparHyTh OUIBII >XKBABOrO Ta PI3HOIJIAHOBOI'O IrPOBOIO MPOILIECY.
HoBaukam moske OyTH CKJIaJHO OCBOIiTHCA B Tpl yepe3 il cnenudiunicts. Kpim

TOT0, OOMEXKEH1 MOKJIMBOCTI COLIaJbHOI B3a€MOJIi CTBOPIOIOTH BIIYYTTS MEBHOI
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BIIIPBAHOCTI BiJ KHUBOT'O CBITY, 110 KOHTPACTYE 3 IHIIMMHU IrpaMU I[bOTO >KaHPY.
Opnnak came I yBara JI0 JieTajieid Ta peaJiCTUYHICTh 3pOOUIIN TPy IMOMYJISPHOIO
Cepel CIpaBKHIX EHTY31acTiB CUTBCHKOTO TOCIIOAAPCTBA, SIKI MIHYIOTh MOXKJIMBICTh

BUINPOOyBaTH cede y poJil mpodeciiinoro dpepmepa.
1.1.3 Inni-rpa npo cinbebke rocnogapctBo Stardew Valley
Stardew Valley (pucynox 1.3) — rpa, B sikiii TpaBenb yCIIaIKOBY€ 3aHe0aHy

depmy, 1 HOro 3amauoro, MarO4M JIMIE HE BEJIUKI (IHAHCH HAa TIOYATKY TpH,

PO3BUHYTH BllacHE (epMepChKe rocrnoaapcTBo [4].
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Pucynox 1.3 — Kazap 3 rpu Stardew Valley

Stardew Valley mpuBabitoe cBO€r OararorpaHHICTIO, /1€ KOXKEH TIpaBellb
MOK€ 3HAWTH ymoOJleHe 3aHATTSA: Bl TpaauiliiiHOro QepMepcTBa Ta
TBApUHHUIITBA 0 PUOOJIOBI, CTBOPEHHS PEMICHMYMX BHUPOOIB Ta 3aXOIJIMBHUX
npuros y miazemenisix. Taka pi3HOMaHITHICTh JO3BOJISIE CTBOPIOBATH YHIKAJbHUMN
IUISAX PO3BUTKY BIACHOTO rocrmojapctBa. ['pa BUAUIAETHCS TITHOOKOK CHCTEMOIO
B3a€EMOBIJHOCHUH: CIIJIKYBAHHS 3 XUTEISIMU MICTEUKa, MOXJIMBICTH PO3BUBATH
JIpy>KOy Ta HaBITh OyyBaTH POMAaHTHUYHI CTOCYHKH JOJIaf0Th €MOIIMHOTO BUMIpPY

irpoBoMy Tiporiecy. Po3ranyxeHa cucrema KBECTIB Ta MOJii 3a0e3neuye nocTiiiHe
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BiTIYTTSl PO3BUTKY Ta MPOCYBAHHS BIIEPE/I.

[Ipote He BciM MOKe IPUMNACTH J10 Ayl MiKceNlbHa rpadika B peTpo-CTUll, a
MOYATKOBI €Tany IPU MOXKYTh 3[aTHCS HAATO MOBUILHUMH. JlesiKi TpaBili MOXYTh
BTOMUTHUCS BIJ IMKIIYHOCTI IIOACHHUX (QepMepchkux 3aBiaanb. CrpolieHa
CHUCTeMa CTBOPEHHS IMPEAMETIB MOXE pO34apyBaTH THX, XTO MIyKae OUIbII
KOMIUIEKCHI MeXaHIKM CTBOpeHHs peueil. Xoua Stardew Valley cTBoproe yapiBHy
Ta 3aTHUIIHY aTMocdepy, ii 0a30B1 MEXaHIKM MOXKYTh 3AaTHCS HAATO MPOCTUMH JIJIst

TPABIIiB, K1 3BUKJIM JI0 OUTBIN CKIIATHUX CUMYJISTOPIB.

1.1.4 Onnaiin rpa po pepmepcrke rocnonapctso FarmVille

FarmVille (pucynok 1.4) — e oHnaitH-Tpa y *)aHpi cuMmyssitopa dhepmepa,
JIe TpaBellb KePye BIIACHOIO BipTyalbHOIO (DEPMOFO: BHPOIILY€E KYJIbTYpPH, OTISAAE
3a TBapMHAMHU Ta MpuKpamrae (epMmMy, BHUKOHYIOYHM 3aBIaHHS JJIS PO3IIUPCHHS

rocroJapcTBa 1 B3aeEMOJII1 3 py3samu [5].

Pucynok 1.4 — Kanp 3 rpu FarmVille

FarmVille Binpi3userbcs Big 1HIUX (GEPMEPChKUX CHUMYJISITOPIB CBOIM
aKLIEHTOM Ha coLialbHIM ckiagoBiil. I'pa 3aoxouye B3aEMOJII0  MIXK

KOpUCTyBadYaMH YC€pPE3 CHCTECMY B3d€MOJOIIOMOIM Y PO3BUTKY TOCIIOAApPCTB, HIO
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dbopMye aKTHBHY CHUTBHOTY Ta TIABHILYE 3aJ0BOJICHHS Big TpH. [HTYiTHBHO
3pO3yMUII MEXaHIKM Ta MOJJIHBICTh TI'pPaTH KOPOTKHMH CECISIMH POOJISITH TPy
MPUBAOJIMBOIO JJIs1 casual-TpaBIiB Ta TUX, XTO Mae oOMexxeHui vac. [locTiiinuit
MOTIK HOBOTO KOHTEHTY Ta CIeIialbHUX MO JomoMarae MigTpUMyBaTH
3aJTy4eHICTh ayAUTOPI].

Boanouac 6i3Hec-moens Tpu, No0y10BaHa Ha CUCTEMI BHYTPIIIHBOITPOBHUX
MOKYTIOK, MOXX€ CTaTH KaMEHEM CIOTHUKaHHS ISl THX, XTO Haja€ IepeBary
TpaauIiiHIA cuctemi orutati. OJHOMAHITHICTH IMIOJEHHUX 3aBaHb IMOCTYIIOBO
3HIKYE €HTy31a3M TpaBIliB, a 0a30BI MEXaHIKM YyMpaBlliHHSI (EpMOIO Ta MPOCTI
C€KOHOMIYHI B3a€MO3B'SI3KM HABPSI UM 3alIKABJIATH JIIOOUTEIB MPUAMATH CKIIaHI

pILIEHHS JJIs1 IPOXO/KEHHS Ta MTMO0KOT CUMYJISILIIT TOCIIOIAPCTBA.

1.2 ITocranoBka 3aiaui kBamdikaiiiuoi poooTu

3 ormamy Ha omuc 3amadvi, Tpeba po3podutu rpy Ha PC, sxa matume

HACTYIHUI Ha01p MOKIIMBOCTEH:

BIJKPUTTSI TOJIOBHOTO MEHIO MIPH 3aIyCKY I'pH;

- HaJJalITyBaHHS I'pH (3BYK, BUIUMICTh KAMEpH);

- TIepecyBaHHs Ta KEPyBaHHS MEPCOHAXKEM Y TPi;

- BUPOIIYBaHHS Ta 301p BpOXKalo;

- mpojax Ta Kynisis ToBapy B NPC;

- B3aemonis 3 NPC;

- KYMIBJIS Ta pO3MIIIEHHS Oy/1iBEIb;

- CHCTEMa CTBOPEHHS peuei;

- MOXJIMBICTb B3SITTS Ta BUKOHAHHS BHYTPIIITHHOITPOBUX KBECTIB;

- cucTteMa 30epekeHHs pedeit (IHBeHTap).

[Ipu crtBOpeHH1 (epmepcbkoro cumynaropa Ha Unity KIIO4OBY poJib
BiJIiIrpac JTOTPUMAHHS (PYHIAMEHTAIBHUX NPHUHIMIIB PO3POOKH MPOTrpamMHOTrO
3a0e3nedeHHs. 3okpema, BOpoBakeHHs npuHiunie SOLID  3abe3neuye

CTBOPEHHS HaJiHOI apXITEKTypHOI OCHOBH, SIKA JIETKO MIJAA€THCS MOAU(IKALISIM
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Ta poO3MMUpeHHI0. Takuil MiAXIJ TapaHTye€ MIHIMQIbHY 3B'S3aHICTh MIXK
KOMITOHEHTaMH, 10 OCOOJMBO BaXJIMBO JJISl 1rOp, SIKI MOTPEOYIOTh PEryJIIpHUX
OHOBJICHb T MacIITa0yBaHHS.

Peanizanis npunnuny DRY nonmomarae YHUKHYTH HaAJIMIIKOBOCTI B KOJII,
0 OCOOJMBO aKTyalbHO MJI ITPOBHX MPOEKTIB. Y KOHTEKCTI (epMepChKOTO
CUMYJIATOpPA II€ CTOCYETHCS, HAMPHUKIAJ, CTBOPEHHS YHIBEPCATBHUX MEXaHIK
B3a€EMOJIii 3 ITPOBUMH 00'€eKTaMu — OyJb TO POCIMHHU, HEIPOBI MEPCOHAXKI UU
iHBeHTap. Takuil MiIXiJ 3HAYHO MOJIETIIYE MPOIEC OHOBICHHS Ta PO3IIMPEHHS
byHKIIOHATY TPH.

[Mpunun KISS 3aknukae 10 MakcUMaIbHOI MPOCTOTH Y peallizailii MPOEKTY
Ha Unity. Ile o3Hauae, mo sk IrpoBI MEXaHIKH, Tak 1 1HTepdelc KopucTyBaua
MalTh OyTH IHTYITMBHO 3pO3YMUIMMH JUIsI BCIX YYacCHHUKIB MpOIECYy — BiJ
IpOrpamicTiB 10 KIHIIEBUX KopHcTyBadiB. IIpocTtora pimeHp MiHIMIZYye
HMOBIPHICTh TOMWJIOK, CHpPOLIYyE€ TECTYBaHHS Ta 3HIXKY€E PU3UMKA MaHOYTHIX
yCKJIaJgHEHb [6].

BukopucTaHHs 1UMX TPUHUOUIIB CTBOPIOE MINHUA (QyHAAMEHT IS
NOJAJbIIOTO PO3BUTKY NpoekTy. JloOpe CTpyKTypoBaHHIl KOJ MOJETUIye
BIIPOBA/PKCHHSI HOBUX (YHKLIA Ta BUIpPABICHHS MOMWIOK 0€3 HEO0OXITHOCTI
CYTTEBOI'O MEPENUCYBaHHS ICHYIOUOI 0a3u. Y KOHTEKCTI IFpOBOi PO3pOOKHU, A€
BUMOTH TIOCTIITHO €BOJIIOIIIOHYIOTh, TaKa THYYKa apXiTEKTypa I03BOJISE JIETKO
amanTyBaTH TPy 10 HOBUX NOTpe® — BiI JOAaBaHHS HOBOTO KOHTEHTY JIO
BIIPOBA/DKCHHS CKJIQJAHUX ITPOBHX MEXaHIK IO POOHUTH MPOIEC PO3POOKH Ta
NIATPUMKA ~ cuMyssTopa ¢epmepa Outbil  €DEKTUBHUM K 171 KOMaHIU

PO3pOOHUKIB, TakK 1 Ui 33J0BOJICHHS OYIKYyBaHb I'PaBIIiB.
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2 AHAJII3 TEXHOJIOTIH, 1110 BUKOPHUCTOBYIOTLCS ITPY PO3POBILII
ITPOBOT'O JOJIATKY

2.1 Orunsin 3aco01B po3poOKH

2.1.1 Moga nporpamyBanHus C#

C# mocrtae cydacHOIO O00'€KTHO-OPIEHTOBAHOIO MOBOIO IPOTPaMyBaHHS,
po3pobneHoro  Microsoft st CTBOpeHHST  PI3HOMAHITHOTO  IPOTPAMHOIO
3a0be3neuenHs B exocuctemi .NET. Bona Oyna mpexacraBinena y 2000 porri sk
CKJIaJIoOBa CTpaTerii po3BUTKY MDKMOBHOI miatrdopmu s Windows, MoBa
ychaJKyBajla CUHTakcu4Hi pucu Java, C++ Ta 1HIIMX BUCOKOPIBHEBHX MOB, IO
pOOUTH ii TIErK03aCBOIOBAHOO AJIs MPOQPECIHHUX MPOTPaMICTIB [7].

BusnauyanbHOO XapaktepucTukoro C# € 1i MOTyXHI MOBHI KOHCTPYKIIIi,
COpSMOBaHI Ha CTBOPEHHS YITKOIO Ta JIETKOYMTHOTO KOAY. ABTOMAaTHYHE
KEepyBaHHA MaM'ATTIO Yepe3 MexXaHi13M 30upada CMITTS MIHIMI3Y€ PU3UKUA OMUIIOK
naMm'siTi, a MIATPUMKA CKJIAAHUX KOHIICHIIIH, SK-OT JeNeraTtH, IoAli, aHOHIMHI
meroau Ta LINQ, 3a06e3neuye rHyukicTh Ta €peKTUBHICTh PO3POOKU JOIATKIB.

MoBa niaTpUMy€ pPI3HOMAHITHI CTpaTerii KOMMIUILIl, 110 PO3IIHUPIOE ii
yHiBepcanbHICTh. Just-In-Time (JIT) xomminsiisi D03BOJIIE ONTHUMIZYBAaTH KO
0e3nocepeIHbO 1]l Yac BUKOHAHHS MPOrpamMu, IO € CTAaHJAPTHUM MIiAXOJ0M Yy
NET. HonmatkoBa MoxiauBicTh AOT-koMOuIsIii BUSBISETHCS KOPUCHOIO TIPH
CTBOPEHH1 BHCOKONPOAYKTUBHUX JOJATKIB I TPHUCTPOIB 3 OOMEKCHUMH
pecypcamu.

3aBngku OaratoMy 1HCTPYMEHTapito, IHTYITUBHOMY CHHTAaKCHCY Ta
NOTYXHIA CHUIBHOTI po3poOHMKIB, C# mepeTBopuiiacs Ha MPOBIAHY MOBY JUIs
CTBOPEHHSI IIUPOKOr0 CIEKTpa 3aCTOCYHKIB: BiJ HACTUIBHUX Mporpam [0
MOOUTIBHMX 3aCTOCYHKIB, BeOCEpBICIB, ITPOBUX IPOEKTIB (30KpeMa Ha OCHOBI
Unity) ta xmapaux cepiciB uepe3 .NET Core ta Azure. [locTiiiHu#f po3BUTOK

MOBH pOOUTH 11 aKTyaJTbHUM BUOOPOM ISl Cy4aCHUX PO3POOHHUKIB.
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2.1.2 IrpoBuii pymriit Unity

Unity — e npoBigHUil irpoBUH pyIIiH, KU HaJae po3pOOHUKAM yHIKaJIbHI
MOXJIMBOCTI IS CTBOPEHHSI IHTEPAKTUBHMX 3aCTOCYHKIB Ta BIJICOIrOp Ha
pizHomaHiTHUX mIaTtdopmax. Bin Oy mpencraBnenuit y 2005 poii, MIBHIKO
3aBOIOBAB MPOBIAHI MO3WIII y CBITI pPO3pOOKH 1rop 3aBASKH TMPOCTOTI
BUKOPHUCTAHHA, TMOTYKHOMY (YHKIIIOHAy Ta aKTHUBHINH MIATPUMII TJI00AIbHOI
CHUIBHOTH pO3pOOHHKIB [8].

BusznauansHoto mepeBaroro Unity € Horo kpocriaThopMeHHICTh. Pymriii
JI03BOJISIE CTBOPIOBATU MPOTPaMHI MPOJIYKTH, AK1 JIETKO aJanTyHOThCs OUIBII HIXK
70 25 pi3HUX MIaT(OpM — BiJl KOMIT'IOTEPIB Ta MOOUIBHUX MPUCTPOIB A0 ITPOBHX
KoHcosie Ta cucteM BipryanbHOi (VR) Ta nmomoBuenoi peasnbHocTi (AR). Taka
THYYKICTh CYTTEBO OITHMI3y€E TMpPOLEC PO3POOKH Ta MIHIMI3y€E BUTpaTH Ha
aJanTalliio IPOEKTIB.

[TinTpumka moBu nporpamyBanHs C# poouts Unity 3pydyHUM 1IHCTPYMEHTOM
JUIS. peaiizaiii CKJIQJHMX IrPOBUX MEXaHIK Ta Jorikd. BOymoBaHa cucrema
KOMITOHEHTIB JI03BOJISIE PO3POOHMKAM IIBHAKO J0JaBaTH (PYHKI[IOHAIBHICTH [0
IrpoBUX O0'€KTIB 4epe3 I1HTYITUBHO 3pO3yMUIMi 1HTepdelc, M0 3HAYHO
MPUCKOPIOE TPOLIEC CTBOPEHHS MPOTOTHUINIB Ta HAJAIITYBAaHHS B3a€EMOJII MiX
eJIEMEHTaMH TPHU.

I'padpiuni moxmBocTi Unity BpakalOThb CBOEIO YHIBEpPCAIbHICTIO. Pymmiii
HNIATPUMYE SK JTBOBUMIPHY, TakK 1 TpUBUMIpHY Tpadiky, Hamarouu mpodeciitHi
IHCTPYMEHTH JIJIsl CTBOPEHHS PEealliCTUIHUX CIIeH. Taki 10JaTKOBI IHCTPYMEHTH, SIK
Shader = Graph, cucremMa  1OCTOOpPOOKM  300pakeHh  Ta  TEXHOJOTii
BucokornpoayktusHoro pernepunry HDRP (High Definition Render Pipeline) Ta
URP (Universal Render Pipeline), 103BOJISIIOTh 1OCATaTH BpaKarOUuX BI3yaJIbHUX
edexTiB. AHiMaliitHa cuctema Unity, mo Bkiatouae B cebe Mecanim ta Timeline,
HaJa€ po3poOHMKAM 3pydHI 3acoOM IS CTBOPEHHS TIUIAaBHUX aHIMaIliid Ta
KiHeMaTorpapiyH1X CLEH.

Unity € yHIKanpHOIO MIATHOPMOIO, IO MiAXOAUTH JJIsi PO3POOHUKIB OyIb-
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SIKOTO PIBHS IMIJATOTOBKH — B1J] TOYATKIBIIIB, sIKI pOOJISATH MEPIIi KPOKU y CTBOPEHHI
irop, a0 mpodeciiHMX KOMaHJ, SKi MPalioloTh HaJ CKIAJHUMU MAacCIITAOHHUMHU
npoexTaMu. MOro THYUKICTh, JOCTYIHICTh Ta HOTYXHHH (yHKIIOHAN POOIATH
Unity HenepeBeplIEHUM 1HCTPYMEHTOM Yy CBITI pPO3POOKH 1HTEPAKTUBHHUX

JIOJIATKIB.

2.1.3 IurerpoBane cepenonuiie po3pooku Visual Studio 2022

Visual Studio 2022 € cy4acHUM MOTY>XKHHM IHTETPOBAHUM CEPEIOBUIIEM
po3poOku Biag Microsoft, sike mpornoHye KOMIUIEKCHI THCTPYMEHTH JUIsl CTBOPEHHS
IPOrpaMHUX JOJATKIB Ha pi3HUX Iuiat@opmax. [linTpumka 64-61THOI apXITEeKTypH
3a0e3nedye HaJliifHy poOOTy 3 MacIITA0HUMU MPOEKTAMU, TapaHTYIOUH BHUCOKY
CTaOUIBbHICTh Ta MPOJAYKTUBHICTH PO3POOKH.

CepenoBullie TMATPUMYE IMUPOKUNA CIIEKTP MOB MPOTPaMyBaHHS, 30KpeMa
C#, C++, Python, JavaScript Ta iHmi, 1 Mae rmboky iHterpaiito 3 .NET 6, mo
JI03BOJISIE CTBOPIOBATH KPOCIUIAT(OPMHI JOIATKH.

Visual Studio 2022 nponoHye MOTYKHI MOKJIUBOCTI JJI1 PO3POOHUKIB 1rop,
aki mpaimorTe 3 Unity. Pemaktop 3a0e3nedye koM@OpTHE cepefoBUIIE s
HaIMCaHHA IrpoBUX CKpuUITIB HA MOB1 C#. Kpim Toro, BOy10BaHUi HaJIaroaxyBay
Unity n03BoJIsiE pO3pOOHHKAM PETEIbHO BUBYATH IMPOIIEC BUKOHAHHS CKPUIITIB,
Mar4u 3MOTYy MHUTTEBO CIIOCTEpIraTH 3a 3HAYCHHSIMHU 3MIHHHMX Ta BIJCTEXKYBaTH
KOXEH KpOK Koay Oe3mocepeqHbo MiJ 4Yac poOOTH Tporpamu, IO 3HAYHO

TMIOJIETIITY € TIPOIIEC HAJATrO/HKCHHS Ta ONMTUMI3AIlii IFPOBOTO KOTY.

2.1.4 Cucrema KoHTpoOJtO Bepciit Git

Git € cy4acHOIO CHCTEMOIO KOHTPOJIO BEpClid, sSika Hajae po3poOHUKaM
MIUPOKI MOXKITMBOCTI JIJIs1 CIIIJTLHOT pOOOTH Ta BiJICTEKEHHS €BOJIIOIIT MPOTPAMHOTO
kony. Cucrema MiATpUMYy€ JBa THUIHN PEMO3UTOPIIB: JIOKAJIBHI, IO PO3MIIICHI

Oe3rnocepeHbO Ha KOMITHOTEPI pO3pOOHWKA, Ta BIAJAJEHI, SKI 3HAXOMSIThCA Ha



21

cepBepax Takux miaatdopm, sk GitHub [9].

[Ipu po3poObi11i JaHOro MPOEKTY BUKOpUCTOBYBanacs cuctema (it Ta cepsic
GitHub. LienTpanbHuM e1€MEHTOM € TUIKA main, y sSIKy 3JUBAIOTHCS BCI 1HIII TUIKH
31 3miHamu. g monermeHHs po6otu 3 Git BUKOPUCTOBYETHCS BHYTPIIIHIH
iHTCpyMeHTapiit Visual Studio, sikuii mosermrye poOoTy.

3acTocoByeThCs cTpaTerist imeHyBaHHA riiok y gpopmati TYPE/N-TASK, ne
TYPE — Ttun 3amaudi, N — nHomep 3amaui, a TASK — iMeHyBaHHs 3aBnaHHs. Ha
MOYaTKy KOXKHIM 3a7adl NMpUCBOIOEThCs Tum (Hampukian back-end, fix ta iH.),
HOMED Ta iM’sl, MICJISI YOTO CTBOPIOETHhCS OKpema ruika. Takuit miaxin 3ade3nedye
MPO30PYy CHCTEMY Opraizallii Koy, IO J1a€ 3MOT'y KOMaH/I1 JIETKO BiJCTEXYyBaTH
NOTOYHUH CTaH NPOEKTY Ta OPIEHTYBATUCS B MHOXHMHI MapajiebHUX TIJIOK.
Oco06mmBo1 ePeKTUBHOCTI 1€l MeToj Ha0yBae camMe B KOMaHJHIN po3poOii, je
BAXKJIMBA YITKAa CTPYKTypa Ta y3TOJKEHICTh poOOTU HaJ Pi3HUMH KOMIIOHEHTaMU
npoekty. GitHub no3Bonsie HamamTyBaTH MPOEKT TakK, OO yci 3MIHU B TUIKy dev
BHOcuimcs 4depe3 Pull request. Takuit miaxin gae 3Mory I1HIIMM pPO3pOOHUKAM
neperisiiaTi 3alponoHOBaH1 3MIHU, 3aJUIIATA KOMEHTapl Yd 3ayBaKE€HHS 11010
MO>KJIMBHX MTOMUJIOK 200 HETOYHOCTEH. ABTOp 3MiH, Y CBOIO YEPry, Ma€ BpaxyBaTH

OTpUMaHUM 3BOPOTHHM 3B'S130K Ta TOONPALIOBATU KOJ ITEPEL 3aTBEPIKCHHSM.

2.1.5 3D-penaxrop Blender

Blender — e GaratodyHnkiiioHanbHa nporpama ais po3pooku 3D-rpadikwy,
fgKa Ja€ TBOPILSAM, MHUTISIM Ta MPOEKTYBAIbHUKAM YHWCICHHI 1HCTPYMEHTH IS
TPUBUMIPHOTO MOJEIIIOBAaHHSA, CTBOPEHHS aHIMallil, Bi3yamizaiii Ta creuedexTis.
Zanymenuit 'y 1995 pori, Blender meperBopuBcs Ha OWH 3 HAWMOMYJISIPHIIIAX
3acO0IB y Taily3l TpUBUMIpHOI Tpadiku 3aBasku OE3KOIITOBHIN JIIIEH3I],
peryJISIpHUM  YJIOCKOHAQJICHHSM  Ta  MIATPUMII  CBITOBOi  CHUIBHOTH
kopuctyBauis [10].

[Iporpama MICTUTh KOMIUIEKCHUN 1HCTpyMEHTapiil 1jsi crtBopeHHs 3D-

MojieJiell, HaHeCEHHSI TEKCTYyp, HU(POBOi CKYJIBNTYPH, aHIMyBaHHS Ta (DI3UUYHOTO
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MozentoBanHs. BOynoBanuit Mmoaynp Geometry Nodes 3a0e3nedye MOMXKIMBOCTI
JUIS. CTBOPEHHS TPOIICAYPHUX OO'€KTIB Ta KOMIUIEKCHUX €(eKTiB 0e3 HarucaHHs
KOJY, 1110 3HAYHO TOJIETUIY€e pOOOTY HaJl CKIATHUMHU MPOEKTAMHU.

Cucrema Bizyauizailii € BaxymBoro nepeBaroto Blender. [Iporpama Bkitouae
Cycles — penumepep Ha OCHOBI (PI3MYHO KOPEKTHOTO TpacyBaHHS TMPOMEHIB, a
Takok Eevee — mBuakuii peHaepep peaqbHOTO 4Yacy, SKHM 3a0e3leuye sSKiCHI
pe3yabpTaTi 6€3 TpUBAIUX 00YUCIICHb.

Yepes CyMICHICTh 3 IHIIMM MNpOTpaMHUM 3a0e3nedeHHsaM, 30kpeMa Unity,
Blender crae yHiBepcalbHUM pIMICHHSIM [JIi pO3pOOKHM KOMM'IOTEPHUX 1rop,
KiHO€(DEeKTIB, apXITEeKTYpHHUX Bi3yalli3alliili Ta mojeneit nis 3D-apyky.

Blender 3agoBonbpHsie moTpeOW sk HOBaukiB y cBiTi 3D-rpadiku, Tak i
NOCBimUeHNX (axiBI(iB, fAKi NpAIIOOTh HAJ MACIITAGHMMH HPOEKTaMH. Moro
MOTY>HI MOXJIMBOCTI, aJanTUBHICTh Ta BUIbHAa eKocucrtema poOisaTh Blender

OJIHUM 13 TIPOBIJTHUX 1HCTPYMEHTIB y chepi uudpoBoi rpadiku.

2.1.6 MarazuH acetiB Unity AssetStore

Unity Asset Store — e odimiiiHuii iHTepHET-MarasuH KOMIIOHEHTIB JJisi
irpoBoro asuryHa Unity, sSKuii TpONOHYE TBOPISM 1rop AOCTYH 10 PO3MAITTS
TOTOBUX €JIEMEHTIB, IO JIOMOMAararTh MPUIIBUIIIUTH PO3POOKY IrpoBUX Ta
IHTEPaKTUBHUX TMpO€EKTIB. Bimkputuit y 2010 pomi, marasuH IIBUIKO CTaB
HE3aMIHHUM CEpBICOM SIK JIJISi HE3aJCKHMX PO3POOHMKIB, TaK 1 IJIsI BEIMKUX
KOMIaHI#, 03BOJSIIOYM CYTTEBO E€KOHOMHTH PECYpCH Ta KOHIIEHTPYBAaTHCS Ha
OpUTTHAJIBHUX aCTEKTaxX CBOiX MPOEKTIB [11].

I'onosna minHicTe Unity Asset Store mossirae B oro oOmmpHin 6i6morerti
pecypciB, 10 BKJIIOYAE TPUBUMIPHI MOJIEN1, aHIMAallliHI MOCIIIOBHOCT1, TEKCTYPHI
Matepianu, ayaioeexTu, My3udHi TPEKH, MeWIepHi NporpaMu, IpOrpaMHHUI KO/,
YTWIITA A7 PO3pOOKH, a TaKOXK TOTOBI CHUCTEMU JUIsl INTYYHOTO IHTENEKTY,
(GI13MYHOTO MOJIETIOBAHHS, 1HTEP(ENCy KOpUCTyBaua Ta 0araTbOX 1HIIMX ITPOBUX

KOMIOHEHTIB. lle nae MOXIUBICTH PO3POOHMKAM ONEPATUBHO BIPOBAKYBaTH
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rOTOBI PIIIEHHS y CBOi MPOEKTH, HE BUTpAYalOYM 4Yac Ha CTBOPEHHS 0a30BUX
CJIEMEHTIB.

OcobmuBicTio Asset Store € MOCTYIHICTH SK O€3IIaTHUX, TaK 1 IJIaTHUX
IpeMiyM-pecypciB, 110 pOOUTH IIaTGOPMY KOPUCHOIO ISl PO3POOHHUKIB 3 PI3HUMHU
(1HAaHCOBUMH MOKJIMBOCTSIMHU. BE3KOITOBHI pPeCcypcH O3BOJSIOTH MPOOYBATH
HOBI MIAXOAW Ta BYUTHUCS, B TOW Yac sK MNpoQeciiiHi TUIaTHI pIlICHHS
3a0€3MeuyloTh BHUCOKY SIKICTh Ta 4YacTO BHKOPHUCTOBYIOTHCS Y KOMEPILIHHHX
MPOEKTAX.

3aBasku  OesmepeOiHi  B3aemomii 3 Unity, pecypcu MOXHa JIETKO
3aBaHTAXXyBaTH Ta BIIPOBAJKYBATH OE3MOCEPEHHO B CEPENOBUILL PO3POOKU
Unity, mo pamioHamizye poOouuit nporec. KpiM Toro, MarasuH Mae CHUCTEMY
pPEUTHHTIB Ta KOMEHTapiB, fKa JIONIOMarae KOPHCTyBauaM BHUSBIISITH SKICHI
pecypcH Ta YHUKATH HESIKICHUX MPOYKTIB.

Unity Asset Store € He3aMIHHUM PECYpCOM IJisi PO3POOHUKIB YCiX PIBHIB —
BiJl HOBAYKiB, SIKI IIYKaIOTh IIBUIKI PIIMICHHS MJii HaBYAJIbHUX IPOEKTIB, [0
npodeciiiHuX KOMaH[, Kl BUKOPUCTOBYIOTh MarasvH AJisi ONTUMI3alii poOounx
mporeciB Ta 3MEHIIGHHS BUTpAT. VOro BeNMKMH acCOPTUMEHT, IIPOCTOTA
BUKOpUCTaHHA Ta TicHa 1HTerpamis 3 Unity poOnste Asset Store ogHuM 13

HaWBAKJIMBIIIMX ITHCTPYMEHTIB JIJIsl CY4YaCHUX PO3POOHMKIB BiI€OITOP.

2.2 ApXITEeKTypHI MIAXOM Ta IPUHLIUIH

2.2.1 Apxitexrypnuii mabion Clean Architecture

Clean Architecture, po3pobnenuit Pobeprom C. MaptiHoMm, €
apXITEeKTYpHUM MIIX0J0M, SIKUW 3a0e3nedye THYUYKICTb, 3pYUYHICTh TECTYBaHHS Ta
IPOCTOTY MiATPHMKH IIPOrPAMHUX CHUCTEM. MIOro ronoBHa ifes MoJirae y 4iTkoMy
MO/ BIATIOBIJATBHOCTEH MIK PIBHSAMH apXITEKTYpH, IO 3HIDKYE 3B’ S3HICTh
KOMITOHEHTIB 1 I03BOJISI€ HE3AJIEKHO 3MIHIOBATH Pi3HI YACTUHU CUCTEMHU. Y LEHTP1

apXITeKTYpH 3HAXOIUThCS OI3HEC-JIOTiIKA, 130JIbOBaHA BIJ JETaNe peasizarlii,
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TakuXx K pperMBOpKU, 0a3u gaHuX abo 30BHiIIHI cepBicH [10].

KitouoBUM MpUHIMAIIOM € CHOPSIMOBAHICTh 3aJIEKHOCTEH BCEpEAUHY:
30BHIIIHI IIapU MOKYTh 3aJIe’KaTH BiJ BHYTPINIHIX, aiie HE HaBmaku. Hampuxmar,
Oi3Hec-JIoTika HE 3aJeKUTh BiJI KOHKpPETHOI 0a3u JaHux 4M 1HTepdeincy
KOpHCTyBaya, IO JO3BOJIAE€ 3MIHIOBAaTH III €IEMEHTH O3 BIUIUBY HAa OCHOBHY
(GYHKIIIOHATBHICTH CHCTEMHU.

[TepeBaru Clean Architecture BKIIIOUYalOTh THYUKICTh, JETKICTh T€CTYBaHHS
Ta HE3AJEKHICTh BiA 1HCTpyMeHTIB. KokeH IIap apXiTeKTypH MOXHa TECTyBaTd
OKPEMO, 1110 CIPOIIYE CTBOPEHHSI MOAYJIBHUX Ta IHTErPAIIfHUX TECTIB, 1110 POOUTH
CUCTEMY JIETIION Yy MIATPUMII Ta MacmTaOyBaHHI, OCKIIBKM 3MIHM 30BHINIHIX
TEXHOJIOT1i, HAaIPHUKJIaa, 3aMiHa 0a3u JaHUX 4 (ppedMBOpKaA, HE BUMAraroTh 3MIH

y O13HEC-JIOTIII].

2.2.2 BUKOpPUCTaHHS NAaTEPHY NMPOEKTYBAHHS

[TatepH mpoekTyBaHHS — 11€ CTAHAAPTHUM MIAXiA 10 BUPIIICHHS TUIIOBUX
3a/1a4, sIKi BAHUKAIOTH Mij yac po3poOku apxiTektypu [13. Ha BiamiHy Bij roToBUX
¢byHkuii ado 0107110TeK, NAaTEPH HE € TOTOBHM JO BUKOPUCTaHHS KOJIOM, SIKHI
MOXHa MPOCTO BCTAaBUTH B Iporpamy. BiH mnpeacTaBisie co0Ow0 3arajibHy
KOHIICTIIIF0 a00 TPUHIMI BUPIMIEHHS MpoOJeMHU, IO BUMArae ajamnTarfii 1o
KOHKPETHUX NOTped Ta ocobmuBocTed mpoekTy [12].

Opnum 3 Takux maTepHiB € Singleton, sikuif 3a0ecrieuye CTBOPEHHS JIMIIIE
OJTHOTO €K3eMIUIsipa Kjaca, Ta HaJlae ri00anbHUN JOCTYN O HBOTO ISl BCIET
nporpamiu. Lle KopucHo AJig B3a€MO/IIi 3 TJI00AIBHUMH CKpUINITaMU (MEHEIKEPH Ta
KOHTPOJIEPH ), K1 BUKOHYIOTh OCHOBHY JIOTIKY TPH.

BukopuctanHs TaTepHIB MPOEKTYBAHHS CHpPHSE CTBOPEHHIO J00pe
CTPYKTYpPOBaHUX CHUCTE€M, SIKI MPOCTI Yy MIATPUMII Ta pPO3MMpPEHHI. BoHu
nornomMararoTh gotpumyBatucsa npunnumB SOLID Ta BOpoBamKyrOTh HaWKparii
MPAKTUKKU MPOTpaMyBaHHs, 110 POOUTH KOJ OUIBII 3pO3yMIIMM Ta 3pYYHHUM JIJIS

M0JIaJIBIIIOTO OOCIYTOBYBaHHS.



25

2.2.3 bazosuii ki1ac MonoBehavior

MonoBehaviour — 1ie ocHoBHMit kitac B Unity, Bif SKOTO HACHIAYIOTHCS BCl
CKPHUITH, 110 NOBUHHI B3a€MOJIATU 3 ITPOBUMHU OO'€KTaMU Ta KOMIIOHEHTaMH B
creni. Lleit kiac € KIIOYOBUM JJi11 CTBOPEHHS B3a€EMOJII1 3 IFPOBUM CEPEIOBHILIEM,
OCKLUIBKH JT03BOJISIE CKpUNITaM (PYHKIIIOHYBaTH B KOHTEKCTI irpoBuX 00'ekTiB Unity,
BUKOPUCTOBYBAaTH MOXJIMBOCTI KOMIIOHEHTIB Ta B3a€EMOMAISITH 3  IHIIUMHU
eJIEeMEHTaMU TPH, TaKUMH AK (i3uKa, aHIMaIlis ab0 BBEIEHHS BiJ KOPUCTyBaua.
3naueHHss MonoBehaviour mnonsirae B ToMy, IIO0 BiH JI03BOJISIE aBTOMATHYHO
OpUB'sI3yBaTH OO0'€KTM Ta KOMIIOHEHTH [0 IrpoBOro 00'eKTa B perakTopi,
3a0€e3Meuyour 3py4YHe YIPaBIiHHS KUTTEBUM IIUKIOM 00'exTiB [13].

KutreBuit mukn B Unity € MOCHIIOBHICTIO TMOAIN, IO BiIOyBalOThCS 3
00’€KTOM BIJ] MOr0 MOYaTKy IMOSIBY HA IFPOBIM CLIEHI W J0 HOro 3HUIIEHHS, a0
3aKPUTTA CIIEHU. 3aBISIKU III€1 MOCIIJOBHOCTI MOYKHA HaJNAIITYBaTH JaHl Ta 1HII
KOMITOHEHTH, [0 MPUCYTHI HA HbOMY, ITiJ] Yac 1HiIai3ailii, irpoBoro mporecy 4u
3aKIHUEHHS TPH, 1110 JO3BOJISE THYYKO MAHIMYJIOBATH JIOTiKOIO Tpu. KpiM 1boro0,
KUTTEBUM LMKJI JO3BOJIAE€ MO3UTUBHO BIUIMHYTH Ha ONTUMI3ALII0 MPOEKTY,
OYILIYIOYM MOCUJIAHHS Ha HEaKTUBHHMI 00’€KT Ta HEMOTPiOHI pecypcH, Kl JIyxKe

JOBI'o HC BUKOPHUCTOBYBAJIUCA I'PaBLICM.
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3 OIIMC ITPOI'PAMHOI PEAIIBALIIL JOJATKY

3.1 Ornan CTpyKTYpH IPOEKTY

Y paMkax TIPOEKTYy BHUKOPHCTOBYEThCA 3arajbHa apXiTeKTypa, 0
xapakTepra Unity mpoekTam — po3AUICHHs KOKHOTO (pailiry Ha CBOI creriami3oBaH1
nankd. Ha pucynky 3.1 mpeacTaBieHO CTPYKTypy MNpOekTy. Takuii miaxin
JI03BOJIIE OTPUMATH MPOCTY HABIraIliio MO MPOEKTY Ta JO3BOJIIE€ MacIITa0yBaTu

foro 6e3 BTpaTH BaXXJIMBUX (DailiiiB.

s Assets
i Al

Pucynok 3.1 — CtpykTypa npo€ekTy

Hns xomy 3actocyerbesi apxitekrypHuil minxin Clean Achitecture, mio
nependavae  pO3NUICHHS KOy Ha JIOTIYHO PO3AUICHI Iapu 3 YITKUMHU
BiAMOBIAabHOCTAIMUA. Ha pucyHKky 3.2 npencTaBieHO CTPYKTypa KOy.

CKpUNTH-KOHTPOJIEPH — BEPXHIM ImMap, IO HampsMy B3aEMOIIIOTH 3
00’exTaMu rpu. Bci 1HIIN CKpUNTH, 1110 3HAXOASATHCS B 1HIIMX ManKax, 3HaXOAThCS
Ha HUKYOMY IIapi, B SIKOMY OIpPalbOBYIOTHCSA JaHl MOTPiOHI JIJIsi KOHTPOJEPIB, i

HE K Ha TpsAMYy HE B3a€EMOIIOTH 3 00’ ekTamu. Takuii miaxia JT03BOJIsLE 30eperTu
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HE3aJIC)KHICTD KOMHOHCHTiB, IIOJICTIIY € HaBiFaHiIO Ta JO3BOJAE€ JICTKO BHOCHTH

HEOOX1/TH1 3MiHHU B MPOEKTI HE PU3YKYIOUH OTPUMATH CEPHO3HI TOMUIKUA B pOOOTI.

DD

o

cFREN
™

Pucynok 3.2 — CtpykTypa Koay

3.2 Karamor Animations

Karanor Animations MICTUTh aHIMaliiHI (¢ailid: aHIMaliiHI  KJIiNU
(Animation Clip) Ta animariiitai koutposaepu (Animation Controller). Animariitai
KJIIIA MICTATH iH(OpMaIlito po 3MiHy 00’€KTa, 0€3 BUKOPUCTAHHS CKPHUIITIB, MIXK
nBOoMa a00 OLTBIIOI0 KUIBbKICTIO KIIF0UoBUX KazapiB (Key frame). B kiinax MoxXyThb
3MIHIOBATHCS Pi3HI BIACTUBOCTI 00’ €KTA: TIOJIOKEHHS, pO3Mip, 00epT, KOJIIp Ta 1H.

[HOMI N1t oIHOTO 00’ €KTa MOXKE OYTH JEKIJIbKa aHIMAlIMHUX KB, W JJIs
TOro MO0 iX MOEJHATH ICHYIOTh aHIMAaIlliHI KOHTpOJIepU. 3aBISKH HUM, MOKHA
HaJAIITyBaTU TEPEXOJd MIDK KJIiMaMd Ta BUCTABUTH YMOBU TMEpPEXOny, 00
aHiMarlis OyJa IJIaBHIMIOK Ta JIOT1YHO 3B’sA3aHO0I0. TakoX 3 KOHTPOJIEpaMH MOXKHA

3B’SI3yBaTUCA Ye€pe3 CKPUNT, IO JO0MOMAarae 3MIHIOBAaTH JEsAKi JaHl aHiMarli,
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HaIpUKJIaJ MBUAKICTh MporpaBaHHs aHiMmaiii. Ha pucynky 3.3 mMoxkHa modauutu

aHIMAaIIHHUNA KOHTPOJIEP, 110 BIAMOBIAA€E 3a aHIMAIlli IpaBIIs.

Pucynox 3.3 — AnimariiHuii KOHTpOJIEp TpaBLs

3.3 Karanor Editor

Karamor Editor y mnOpoekTi MICTUTh CKpPHUITH, W0 PO3LIUPIOIOTH
dbynkuionansHicTh Unity Editor Ta BUKOPHUCTOBYIOTHCS BUKIIFOUHO B CEPEIOBHUII
pO3po0KH. Y HBOMY 30CEPEIPKEHO 1HCTPYMEHTH, K1 MOJETIIYIOTh CTBOPEHHS Ta
HAJaro/PKeHHs IMPOBMX MeEXaHIK. 30KpeMa, B IbOMY KaTaylo3l 3HaXOASIThCS
KaCTOMHI BIKHa Ta KOMIIOHEHTH, IO JO3BOJISIOTH PO3POOHUKAM IpalOBATH 3
BHYTPIIIHIMH CUCTEMaMU TPy 0€3MO0CEPETHHO Uepe3 peaaKkTop.

Jiist nobynoBu rpadiyHoro iHTepdeiicy BUKOpUcToBYyrOThCS (ainun UXML,
K1 BU3HA4aroTh CTPyKTypy enemeHTiB Ul momiono mo HTML, a takox daitnm
USS, mo 3agatoth cTrii opopmiieHHs, aHaidoriyao Ao CSS. OaHuM 13 KIHOUYOBHUX
€JIEMEHTIB LbOTO KaTajory € BIKHO /Ui CTBOPEHHS Ta peJaryBaHHs JiepeBa

noBeninku NPC (mictunr 3.1). 3aBasku IIbOMY pEAaKTOPCHKOMY 1HCTPYMEHTY



MOJKJIMBO 3pyYHO KEpyBaTH JIOTIKOIO INTYYHOTO 1HTENEKTY, JOJAl0uH
HAJAIITOBYIOUM BY3JIM JEpeBa BI3yallbHO, 03 HEOOXIJHOCTI BTpyYaHHS

IIPOTPAMHMM KOZ.

Jlictunr 3.1 — Metog PopulateView ckpunta BehaviorTreeView

internal void PopulateView (BehaviorTree tree)
{ _tree = tree;
graphViewChanged -= OnGraphViewChanged;
DeleteElements (graphElements) ;
graphViewChanged += OnGraphViewChanged;

if ( _tree.RootNode == null)
{ _tree.RootNode = tree.CreateNode (typeof (RootNode)) as
RootNode;

EditorUtility.SetDirty( tree);
AssetDatabase.SaveAssets () ;

}
_tree.Nodes.ForEach(n => CreateNodeView(n)) ;
_tree.Nodes.ForEach(n =>

{ var children = tree.GetChildren(n);
children.ForEach (c =>
{ NodeView parentView = FindNodeView (n) ;
NodeView childView = FindNodeView (c) ;
Edge edge =

parentView.Output.ConnectTo (childView. Input) ;
AddElement (edge) ;
}) s
}) s

3.4 Karanor Effects
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Karanor Effects mictuts BizyansHi edextu (VFX), 1110 BUKOPHUCTOBYIOTHCS

JUIsl CTBOPEHHS SCKPAaBUX Ta JUHAMIYHUX CIIEH y Tpl. Y Karano3i 30epiraroThcs

3aroTOBKM €(EeKTIB, CTBOPEHI 3 BUKOPHUCTAHHAM CHUCTEM YaCTHHOK a0o0 I1HIIHMX

Bi3yasibHUX 3ac001B Unity. BoHM 3aCTOCOBYIOTHCS IS MiJICUIICHHST BPAKEHHS BiJ

N1l rpaBlst 400 OTOUEHHS, TAKUX K yJIapy, MariyHi Jii, BUOyXu TOIIIO.

OaHuM 13 KIIOYOBUX EJIEMEHTIB I[LOTO Karajory € eexkT BHOyXy, SKHii

BUKOPUCTOBYEThCS JUIsl Bidyauli3alli pyHHYBaHHS 00'€KTIB a00 CHJIBHMX YJapiB.

3aBAsku TakuM eQeKTaM ITPOBHM MPOIEC CTAa€ OUTBII BUPA3HUM Ta €MOIIIAHO

HAaCHU4YCHHM.
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3.5 Karanoru FBX, Images ta Input

Karanor FBX mictuts 3D mozeni gopmary fbx, ix TekcTypu Ta mMaTepianu,
110 HAKJIaJal0Th TEKCTYpy B camiil rpi. @opmart fbxX € ofHUM 3 HAUMPOCTIIMX IS
HajamrtyBanHs B Unity. BiH mo3Boiisie po3kiacTy 00'€KT Ha OKpeMi €JIEeMEHTH
(MaTepianu, TEKCTYpH, CiTKa, aHIMaIlii Ta iH.), 0 03BOJSE IX pemaryBaTH 3T1THO
HEOOX1THUX JIJIsI TPOEKTY BUMOT.

Karanor Images mictuth yci Qaitnu 300pakeHp, 110 BUKOHYIOTh THMYACOBY
pOJIb TEKCTYyp Il O0’€KTIB Tpu. Aje KpiM IHX 300pakeHb, B KaTajao3l MOXe
MICTUTHCSI CIpalTH — 300pakeHHs, SK1 BiJ0Opa)KalOThCSA y KOPHUCTYBAIbKOMY
1HTEp(eicl KOpUCTyBaya.

Karanor Input mictute aitnu InputAction (pucyHok 3.4), B IKUX 3aKJIaJIeHO
yOpaBiiHHSA Trporo. InputAction — 1e AO0BOJI NPOCTUM CHOCIO HajalTyBaTH
KEpyBaHHS 3a JOIMOMOI0I0 BBOAY Maibke 3 OyIb-aKoro rnepedipiitHoro mpucTporo
(knaBiaTypa, MHUI, JHKOWCTUK, IUCIUIEH TeNeQOHy TOILy) BUKOPUCTOBYIOUH

MIHIMaJbHUM 00’ €M KOy .

+

Action Maps Action Properties
Gameplay a
Value

Vector 2

Interactions

+
+
+
+
+
+
+

Pucynox 3.4 — InputAction asns rpaBiis

Taxox KpiM BiJICTIAKOBYBAaHHSI HATUCKAHHS KJIABII YU KHOMOK, InputAction
JT03BOJISIE OTPUMYBATH JOJIAJIKOBI JlaHi, HAMPUKIIAJ, KOOPAUHATH KypCOpPY MHMIIIL,
[0 CHPOIIY€ 00paxyHOK JaHUX, SIKI 3ajeXaTh Bil BBOAY. lle mae THy4KicTh aiis
CTBOPEHHSI 3pYYHOTO YMpPaBIIHHS, IO Ja€ PO3pOOHUKAM JIETKO 3MiHIOBaTH abo

JI071aBaTh HOB1 CXeMH 0€3 MepernucyBaHHs JOTIKH.
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3.6 Karanoru Materials Ta Object

Karanor Materials MicTUTh TUMYACOBI Matepiayiv, Jjisi 00’ €KTiB, 5Kl OyJu
CTBOpeHI BcepeauHi pemakropa Unity. Marepiany BHW3HA4alOTh, SIK TOBHHHA
BiITBOPIOBATHCS TIOBEPXHS, BKIIOYAIOYM ITOCHJIAHHS HAa TEKCTypH, SKi BOHA
BUKOPHUCTOBYE, 1HGOPMAIIIIO TIPO MO3aiKy, BIATIHKHA KOJIbOPIB TOmIO [15].

Karamor Object micTuTh nmmre 06’ ektu iHmmX GopmartiB (He fbx 00’ekTH), a
TaK0X BOHH € THMYACOBUMH, 1 BUKOPUCTOBYETHCS JIUIIIE JIJIS1 TECTYBAHHS JIESIKOTO

(GyHKIIOHATY.

3.7 Karanoru Plagins ta Prefabs

Karamor Plugins € crangaptHuM cucteMHUM — Katajgorom  Unity,
MpU3HAYEHUM JUIsl 30epiraHHs CTOPOHHIX IUIariHiB, 010J1I0TE€K Ta 30BHINIHHOTO
KOAY, SIKUH IHTETPYETHCS B MPOEKT. Y IbOMY KaTauo3l MOXYTb MICTUTHUCS SIK
rotroBi pimeHHs y Burisaal .dll ¢aimie, Tak 1 Ul OiAKaTadord 3 KOJOM, IO
3a0e3nedye JOJaTKOBY (PYHKIIIOHAIBHICTh, HE TIOB’SI3aHy O€3MocepeHbo 3
OCHOBHOIO JIOTiKOIO Tpu. Unity aBTOMaTUYHO OOpPOOJsS€ BMICT II€i TaNKU
OCOOJIMBUM YMHOM, 30KpE€Ma MOKE BHIUIATHU 1i 3aJI€KHOCTI MPHU 301pIl MPOEKTY
st pizHux miatdopm. Po3MillieHHS TUTariHiB y IbOMY KarTajo3i Jiormomarae
NIATPUMYBATH MOPSAIOK Yy IPOEKTI Ta 3a0e3Meuye KOPEKTHY 1HTErpallio 30BHIMIHIX
IHCTPYMEHTIB.

Karanor Prefabs mictuth 1ma0a0Hu 00’€KTIB, K1 MOKHA BUKOPUCTOBYBATH
11 o0y 10BU clieH abo mig yac pobotu mpoery. IIpedadu (Prefab) — ne myxe
3pyunnit iHcTpyMeHT B Unity. Bin mo3Bossie cTBoproBatH 1m1abaoH 00’ €KTY 31 BCIM
noTpiIOHMM KoMy (QYHKIIOHAJIOM, KOMIIOHEHTaMU Ta 3MIHAMH, $KI 3pOOUB
po3pobHuk. KpiM Toro sikumio y mpoekTi Oyjae iCHyBaTH JEKUIbKa KOMii OJHOTO
mabJIoHy, siKi Tpeda 3MIHUTH, TO IOCTATHHLO BHECTH 3MIHHM JIMIIIEC B OJHY KOIIIO Ta
30epertu ix, mo0 yci iHII Komii NpuiiHsau 111 3MiHU. Lle 103BoJisie eKOHOMUTH
BEJIMKY KYITy 4acy B poOOTI HaJ MPOEKTOM, i JJO3BOJISIE HE 3MIHIOBATH IMOIITYYHO

KOKHY KOITIFO0 OJTHOTO I11a0JIOHY.
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3.8 Karanoru Resources ta Scenes

Karanor Resources € ognum 3 3a3epBoBanHux kartajoriB B Unity. Bin
30epirae (aitnn, ski MOTPIOHO 3aBaHTAKYyBAaTH IIiJl Yac BHKOHAHHS TpH,
3a0e3reuyound JOCTYIl JI0 pecypciB (TEKCTyp, MoOJeieH, 3BYKIB ToOII0) 0e3
HEOOX1THOCTI OTIEPEAHBOT IIPUB'SI3KH 70 CIIEHU YM 00'€KTIB. AJie 11 BUKOPUCTaHHS
CIIiJi OOMEXXyBaTH Yepe3 BIUIMB Ha MPOIYKTUBHICTH 1 po3Mip 301pKH, OCKIIBKHU BCi
daiimm 3 1i€i Nankd BKIIOYAIOTBCS B TPy HE3QIEKHO BIJl TOrO, 4YH
BUKOPHCTOBYIOTHCS BOHH.

Karanor Scenes micTtuTh (hailii CUEH, IO BUKOPUCTOBYIOTHCS B IPOEKTI.
Cuena B Unity — 116 OCHOBHA po0oua OJUHUIIS, KA MPEACTABISIE CEPEIOBUILE TPU
a00 oKkpeMy ii YaCTHHY, JIe PO3MIILYIOThCS 1 B3aEMOJIIIOTh 00'€EKTH TaKl SIK MOJIENI,
OCBITJICHHSI, KaMEpH, 3BYKH Ta CKpUNTH. BoHa BUKOPUCTOBYETHCS ISl TOOYAOBH

PIBHIB, MEHIO YH 1HIIUX YACTHH I'PH, 3 MOKIIUBICTIO MEPEXO/IIB MK HUMH.

3.9 Karanor ScriptableObjects

Karanor ScriptableObjects wmicTUTh crHemiajibHi CKPUNTOBAaHI 00’ €KTI
(Scriptable Object). Scriptable Object B Unity — 11e crieniaJibHui TUI 00'€KTa, SKUN
30epirae JaHi B OKpEMHUX pecypcax Io3a CLIEHOIO, JT03BOJISIIOUM OPraHi30BYBaTH,
30epiraTi Ta MOBTOPHO BHMKOPUCTOBYBATH HAJIAIUTYyBaHHS a00 AaHl (HANpUKIAL,
napamMeTpu MEepCOHaXiB, KOHQIrypali piBHIB UM IHBEHTap) Oe3 TPHB'S3KU [0
KOHKPETHOT'O IFPOBOr0 00'€KTa, 110 CHPHSE 3PYYHOCTI YNpaBIiHHA JAHUMU Ta

OITHUMI3ALll mam'sTi.

3.9.1 ScriptableObject BehaviorTree

Ckpunt BehaviorTree peanizye cuctemy nepeBa moBeninku aiasi NPC, 1o
BUKOPHUCTOBYETHCS JII CTBOPEHHS THYYKOTO Ta BI3yaJbHO PEIaroBaHOTO
mTyyHoro iHTenekty (mictuHr 3.2). ScriptableObject 30epirae kopeHeBHiA By3071

JiepeBa, CIHUCOK ycixX By3JiB Ta "dyopHy nomky" (Blackboard) — cmisnibHe cxoBwuiie
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JaHUX, SIKe MOKYTh BUKOPHUCTOBYBATHU Pi3HI BY3JIH.

[Tin yac BUKOHaHHS TPU JEPEBO OHOBIIOETHCS Yepe3 KOPSHEBHM BY307, i
roro crtan 30epiraerbesi. Y pemakropi Unity meit CKkpunT Takox Hagae QyHKITT 15
CTBOPEHHS, BUJJAJICHHS, KOIIFOBAaHHS Ta 3B’ sI3yBaHHS BY3IIiB, IO JO3BOJISIE 3pyUHO
OymyBaTu 1 pemaryBaTH CTPYKTYpY JepeBa mpsmMo B iHTepderici pegaktopa. Kpim
TOTO, peaji3oBaHa MOXKJIMBICTH OOXOAYy JepeBa 3 BHKOHAHHSIM TIEBHOI Iii Ha
KOKHOMY BY371i, KIIOHYBaHHS JIepeBa pa3oM 3 yciMa HOro eJIeMeHTaMH, a TaKOXK
npuB’si3ka JepeBa A0 KoHkpeTHOro NPC, mo0 KoKeH By30J MaB JOCTYIl /10
KOHTpoJIepa TIEpCOHaKa Ta JO 3arajbHOr0 CXOBWINA JaHHUX. 3aBISKH I[HOMY
CKpPHUNTY 3a0e3MeuyeThCsl MOJAYJIbHA Ta MacliTadoBaHa CHUCTEMa TPUNAHSATTS

pimens At NPC, siky MOKHA JIErKo pefjaryBaT Ta HOBTOPHO BUKOPUCTOBYBATH.

Jlictunr 3.2 — Metop CreateNode ckpunta BehaviorTree

public Node CreateNode (System.Type type)
{ Node node = ScriptableObject.Createlnstance (type) as Node;
node.name = type.Name;
node.guid = GUID.Generate () .ToString();
Undo.RecordObject (this, "Behavior Tree (CreateNode)");
Nodes .Add (node) ;
if(!'Application.isPlaying)
{ AssetDatabase.AddObjectToAsset (node, this);
}
Undo.RegisterCreatedObjectUndo (node, "Behavior Tree
(CreateNode) ") ;
AssetDatabase.SaveAssets () ;
return node;

3.9.2 ScriptableObject Node

Ckpunt Node € 6a30BUM KJ1acoM JiJist BCiX By3JiB y nepeBi moeninku NPC.
Bin ommcye 3aranbHy CTPYKTYpy Ta JIOTIKY BHUKOHAHHS BYy3Ja, BKIIIOYAIOUU
YKUTTEBUH LIUKII: TIOYATOK, OHOBJICHHS Ta 3aBepiiueHHs (mictuHr 3.3). Koxen By3oi
Mae CBill CTaH (BUKOHY€ETHCS, YCIIIIHO 3aBEPIIECHO a00 3aBEPIICHO 3 MOMUIIKOIO), a
TakoXk 30epirae ciyx00By 1H(POpPMAIIiI0, TAKy SK MO3ULIIS Y PEAAKTOPI, YHIKATbHUN

ineTudikatop, nocwianiga Ha NPC 1 4opHy HOIIKY 3 JaHUMH. 3aBISKH LbOMY
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KJIacy 3a0e3nedyeThcsl €IUMHUI MAXII A0 peati3alii BY3/IiB y JAepeBl MOBEIIHKH,

oo JO03BOJII€ JICTKO MaCIHTa6yBaTI/I Ta HiI[TpI/IMYBaTI/I CUCTECMY MLITYYHOI'O

IHTEJICKTY.

Jlictunr 3.3 — Meton Update ckpunta Node

public StateEnum Update ()
{ if (!Started)
{ OnStart () ;
Started = true;
}
State = OnUpdate() ;

if (State == StateEnum.Failure ||

StateEnum. Success)
{ OnStop () ;
Started = false;

}

return State;

3.10 Karanor Scripts

Karanor Scripts MICTUTh yC1 OCHOBHI CKPHUIITH, K1 MPAIIOIOTh HA MPSAMY 3

00’kTamMu (CKpUNTHU-KOHTPOJIEPU) Ta Ti, IO ONMPAIbOBYIOTH JaH1 JUIsI OTPUMAHHS

NOTPIOHOTO PE3yJIbTATY, 10 OyJ€ BUKOPUCTOBYBATHUCS CKPUIITAMU-KOHTPOJIEPaMHU.

3.10.1 Ckpunt AudioController

Ckpunt AudioController BiamoBizae 3a KepyBaHHS 3ByKoM y rpi. Bin

HEeHTpali3ye poOoTy 31 3ByKOBOw cuctemoro FMOD [16],

JO3BOJJIAOYN

KOHTPOJIIOBaTH TY4YHICTb MY3UKH, 3BYKOBUX €(EKTIB Ta 3arajbHy TYy4YHICTb

(mictunar 3.2). Ilicns 3amycky Tpud BiH aBTOMATHYHO IIOYHHAE BiATBOPIOBATH

¢boHOBY My3uKky. CKpHUINT Takoxk 3a0e3leuye MOXKJIUBICTH CTBOPEHHS OKPEMHUX

3BYKOBHUX TOJIIA Ta TapaHTYe, 10 3BYKH KOPEKTHO 3aBEPIIYIOTHCS MPHU BUXOJI 31

cieHd. Takuil MiAXiJ A03BOJSIE JIETKO Ta THYYKO KEpyBaTH ayJllio y MPOEKTI,

3a0e31euyoun AKICHE 3BYKOBE 0(hOPMIICHHS.
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Jlictunr 3.4 — Meton Awake ckpunta AudioController

private void Awake ()
{if (instance == null) {
instance = this;

}
studioSystem = RuntimeManager.StudioSystem;
studioSystem.getCoreSystem (out coreSystem) ;
coreSystem.getMasterChannelGroup (out masterChannelGroup) ;
musicBus = RuntimeManager.GetBus ("bus:/Music");
sfxBus = RuntimeManager.GetBus ("bus:/SFX");
_music CreatelInstance (FMODEvents.instance.BackroundMusic) ;
_music.start();

3.10.2 Ckpunt BuildController

Ckpunt BuildController BiamoBinae 3a ynpaBiiHHA OyAIBIsIMH Yy Tpi,
BKJIIOYAIOYM TEPEBIPKY pecypciB sl KpadTy Ta OHOBJICHHS OYAiBIl, a TaKOX
B3a€EMOJIII0 3 IHBEHTApeM 1 rpaBueM. BiH Mmae mpuBaTtHi mojis Ajig 30epiraHHs
KOJIEKL1M Kpa@TiB Ta MOKpaUIEHb, PIBHA OYIIBJ1 Ta BIACTUBICTH AJIi OTPUMaHHS
Koe(dimieHTa 3MEHIIIEHHSI BUTpAT PECypCiB 3ajJeKHO Bl PiBHS, KIIOYOBI METOIU
BKJIIOUYAIOTh NIEPEBIPKY HASIBHOCTI HEOOX1THUX MIPEAMETIB Yy rpaBlis (JiCTUHT 3.5).

CKpunT TakoX BIAMOBIJA€E 32 OHOBJICHHS 1HTEP(EHCY MPU BIIKPUTTI MEHIO
KpadTy, MEpeBIPKY MOKIMBOCTI 3[IMCHEHHs Jii Ta BUKOHAHHS anrpeiny. Bin
B3aemozie 3 InventoryController, PlayerController Ta UIController, 3a0e3neuytoun

[EHTPaII30BaHy JIOTIKY KEpyBaHHs OyIiBIISIMHU.

Jlictunr 3.5 — Meton IsHasNeededItem ckpurnra BuildController

private bool IsHasNeededItem(List<Item> items, InformationModel
infoModel, List<int> amount = null)

{for (int 1 = 0; 1 < infoModel. neededItems.Count; i++) {
NeededItem neededItem = infoModel. neededItems[i];

List<Item> neededItems = items.Where (item =>{

if (item == null) return false;

if (item. id != neededItem. item. id) return false;

return true;}) .TolList ()

if (neededItems.Count == 0) return false;

int itemsAmount = neededItems.Select (item => item.Amount) .Sum{() ;
if (itemsAmount < (amount == null ? neededItem. amount
amount[i])) return false;}

return true;}
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3.10.3 Ckpunt ChestController

Ckpunt ChestController BinmoBizae 3a ympaBiiHHS 1HBEHTapeM CKpHHI Ta
Horo IHTErpamir0 3 CHCTEMOIO IHBEHTapr0 U 1HTepdeiicom KopucTyBaua
(mmictunr 3.6), 3a0e3nedyylour KOPEKTHY B3a€EMOJII0 MK CKPUHEI0 Ta IHIIMMH

KOMIIOHCHTaMHU TI'pH.

Jlictunr 3.6 — Meton LoadChestInventoryToUI ckpunta ChestController

public void LoadChestInventoryToUI ()
{InventoryController.GetInstance () .SetChestInventory( inventory);
UIController.GetInstance () .SwitchActiveChestMenul() ; }

3.10.4 Ckpunt InventoryController

Ckpunt InventoryController € kimto4oBUM eneMEHTOM ISl YIHpPaBIiHHSA
IHBEHTapsIMU B Tpi, 3a0e3medyroun poOOTy 3 TOJIOBHUM 1HBEHTApEM, 1HBEHTapeM
IpaBlsl Ta IHBEHTapeM CKpuHI. BiH KOHTpoitOoe Bci omeparii, MOB’d3aHl 3
J0JITaBaHHSM, TIEPEMIIICHHSIM, BHJAJICHHIM Ta CKUJAHHSIM TMPEAMETIB, a TaKOX
BIJINOBIJIa€ 3a 3MIHY AaKTUBHOTO TMpeAMeTa, SKUi TpuMmae TpaBenb. CKpPUMT
peai3ye CUHIJITOH, IO JO3BOJISIE I100aNbHUI TOCTY JI0 LIbOTO KOHTPOJIepa.

B inBeHTapi rpaBis BigoOpaxaroThCsl MPEAMETH, SKI MOXKHA OOUpaTH s
BUKOPUCTaHHA, & TOJIOBHUU IHBEHTAp Ta IHBEHTAp CKPHHI MiATPUMYIOTH OLIBIIL
oOcsaru 30epiranHs npeameTiB. Bel B3aeMoii MK 1HBEHTApsSIMU peajli3oBaHi yepes
MOJIEeJIb TIEPEMIIICHHS IPEIMETIB, IO (PIKCYye JaHl MPO OCEPEIOK 1 TUI IHBEHTAPIO
1 oOpaHoro npeaMera. KoHTposiep 3a0e3mnedye mepeMillieHHsT TPEeAMETIB MK
KOMIpKaMH OJHOTO IHBEHTaps a00 PI3HUX 1HBEHTApIB, MIATPUMYIOUH MEXaHIKY
CTeKyBaHHS (00'eTHAHHS OJHAKOBUX TMPEAMETIB). TakoX CKPUMNT 03BOJSE
CKUJATU MPEIMETH Yy CBIT T'PU, CTBOPIOIOYM iX KOIMIK Yy BUIUISAAL IIAOJIOHIB Ta
po3Minyroun Oifist pyku rpaBisg. KpiM Toro, BiH MOXe BUAQIATH MPEAMETH 3
1HBEHTapIO, 30KpemMa IIiJ] 4ac BUXOAY 3 TPH, 1100 BUKIUKATH 1X IECTPYKIIIIO.

3MiHa aKTUBHOrO MpejameTa 3abe3leuye B3aEMOJII0 T'paBls 3 1HBEHTapeEM,

JI03BOJISIIOUHM TTEPEMHUKATUCST MK KOMIpKaMU 1HBEHTaps rpaBlis, a TAKOXK OHOBIIIOE
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Bi3yasbHE B1JJ0OpaKeHHS uepes iHTepdeiic kopuctyBaua (Jictudr 3.7). [arerparris
3 Ul peanizoBaHa [jisi OHOBJICHHS BiJOOpaXKeHHsI 1HBEHTApiB MicCis OyAb-SKHX

3MiH, SIK-OT MEPEMIIICHHS Y1 BUIAJICHHS MMPEIMETIB.

Jlictunr 3.7 — Metog ChangeActiveltem ckpunta InventoryController

public void ChangeActiveltem(bool isPositiv = true, int index =

-1){if (! isCanChangeActiveltem) return;

int oldActivePlayerItemIndex = activePlayerItemIndex;
if (index == -1) {

_activePlayerItemIndex += isPositiv 2 1 : -1;}

else{ activePlayerItemIndex = index;}

_activePlayerItemIndex = Mathf.Clamp( activePlayerItemIndex,
MechConstants.MAX ITEMS IN PLAYER - 1);

if (_activePlayerItemIndex != oldActivePlayerItemIndex)
ApplyActiveltem() ;}

Kpim TOro, KoHTpojep HIATPUMY€E OAAaBaHHS MPEIMETIB JO TOJOBHOIO
1HBEHTAaps1, MEPEBIPSAIOYN JIOCTYIHI KOMIPKH, 1 JIO3BOJISIE 3UUTYBATHU BMICT PI3HUX
1HBEHTapiB IS MOAAJbINOi B3aeMo/ii abo BuBeneHHs B Ul. B3aeMosis 3 rpaBiem
peaizyeTbcsl uepe3 aKTHBHUM TIPEAMET, SKUM 30epiraeThcs Ta OHOBIIOETHCS

BIJIMOBIHO /10 00paHOi KOMIpKH.

3.10.5 Ckpunt ItemController

Ckpunt ItemController —kepye mnoOBemiHKOW  mpeaMeTa B Ipi,
BUKOPHCTOBYIOUM TPUB’A3KY JO O00'€KTa, SKUM TMpeAcTaBisie mnpeamer. Bin
3abe3reuye pi3HOMaHITHI omeparlii, Takl K 1HIIiani3aiis, OHOBJIEHHSI, 3HUIIICHHS
(mictuar 3.8) Ta mnpunuHeHHS poboT 3 mpeameToM. CKpuNT 3ade3neuye
BIJICTeXKEHHSI CTaHy TMpeaMeTa, a TaKOoX 3IIHMCHIOE HOTO B3aEMOJII0 3 1HIIUMHU

CUCTEMAMHU TPH.

Jlictunr 3.8 — Meton ApplyltemBroke ckpunrta ItemController

private void ApplyItemBroke () {

if (! itemObject.IsItemCountZero()) return;
InventoryController.GetInstance () .Removeltem() ;
Destroy (gameObject) ; }
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3.10.6 Ckpunt PlantController

Ile#i ckpunT ympasise poCiaMHAMHU B TPl — BiJ MOCAIKH 0 300py BPOXKAIO.
BiH cifkye 3a TUM, U Tpeba pOCIUHY MOJIMTH, UM HE 3aCOXJIa BOHA, YU BUPOCIA, 1
yn Oyna mipkuBiieHa qoopuBamu (mictudr 3.9). [Iporpama mokasye iKOHKY, KOJIA
poCiIMHAa XOYe MHUTH, 3alycKae aHIMaIlil0 pOCTy, 3MIHIOE BUTJIAJ 3€MJIl MiCIs
yI0OpeHHsI Ta BUPaxXOBY€E, CKIJIbKH BpOXKAKO JacTh pociuHa. Komm rpaBenb
MOJINBAE POCIUHY, BOHA MEpecTae "mpocuTr" BOIY 1 MOYHWHAE POCTH. SIKIO JOBTO
HE TOJUBATH — POCIMHA 3aCHUXa€ Ta 3MiHIOE CBIM Bursia. Komu mpuxoauts ydac
30MpaTH BpOXkal, rpaBellb OTPUMY€E BpOXkail, a pociauHa 3HuKae. CKpUIT MOETHYE

BCI Il IPOILIECH pa30M, 11100 Ipa MpairoBalia MIABHO 1 3pO3yMIJIO JIJIsi TPABIIA.

Jlictunr 3.9 — Metop PatchHarvesting ckpunta PlantController

public void PatchHarvesting ()
{ i1f ( isPlantGrow)

{ RuntimeManager.PlayOneShot (FMODEvents.instance.Harvest,
transform.position);
InventoryController.GetInstance () .AddItemToMainInventory ( _harves
t.Copy (), _harvestAmount);

Destroy (transform.parent.gameObject) ; }
if (_isPlantDry)

{ Destroy(transform.parent.gameObject) 1

3.10.7 Ckpunr PlayerController

Cxkpunt PlayerController kepye MoOBeIIHKOIO TEpcOHa)»a B T'pi, 30KpeMa
Horo pyxamu, B3aEMOJIl€l0 3 00'€eKTamMHu, YNPaBIIHHAM 1HBEHTapeM Ta
BHUKOPHUCTAaHHSM NpeaMeTiB. BiH Mae 6arato 3MiHHUX, 1110 30epiraroTh iHGpopMariio
Npo CTaH pyxy, OOepTaHHsA, YTpUMyBaHl o0O0'€ekTH Ta rpoi. BaxiuBumu
koMroHeHTaMu € CharacterController, sKuii BUKOPUCTOBY€ETbCA ISl KEPYBaHHS
pyxamu niepcoHaxka (mictuHr 3.10) Ta pi3Hl 3MiHHI JjIsi 0OpOOKM OO'€KTIB, SKi
NEPCOHAXK MOXKeE MigHIMATH abo BianmyckaTu. CKkpunt oOpo0Iisie pi3Hi aclieKTH TPH,
30KpeMa pyXd TMepcoHaka (3a JOMOMOTOI0 BBEIEHHS 3 KiaBiaTypu abo

KOHTpOJIepa), YIpPaBIIHHSA TpaBIeM Y MOBITpi (TrpaBiTailisi, CTpUOKH), a TaKOXK
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yTpUMaHHs 1 TIepeMillleHHsI 00'€KTiB. SIKIO MEPCOHAXX TpUMAE OO'€KT, CKPHIIT
JI03BOJIIE HOTO TiepeMimaTd abo CKUHYTH, a TaKOoXX BHU3HA4Ya€, YU MOXKHA
IMIHIMATH HOBI 00'€KTH 3aJIE)KHO BiJ IX MACH.

KpiM Toro, CKpunT A03BOJIsIE TIEPEMIIIATH Ta BUKOPUCTOBYBATH MPEIMETH 3
1HBEHTapsl, 3MIHIOIOYM aKTUBHUI MpeAMET y pylli nepconaxa. [lepeMukanHs Mix
MOJIMBICTIO ~ pyxaTHcs, oOepTaTHCS Ta  BHUKOPUCTOBYBATH  MPEAMETH
KOHTPOJIIOETbCS  4Yepe3  cremniaibHl  MeToAau. CKpPUNT TakoX B3aEMOJIE 3

IHBEHTapeM, J0J1at0ur a00 BUIAIISIOUH MPEAMETH 3aJI€KHO BiJT il IEpCOHaXka.

Jlictunr 3.10 — Meton ApplyMovement ckpunta PlayerController

private void ApplyMovement () {

if (! isCanMoving) {

_inputMovement = Vector2.zero;

return;}

Vector3 direction = (_inputMovement.y * transform.forward) +
(_inputMovement.x * transform.right);

_direction.x = direction.x;

_direction.z = direction.z;

_chController.Move ( _direction * PlayerConstants.MOVEMENT SPEED *
Time.deltaTime) ;}

3.10.8 Ckpunt QuestSystemController

Ckpunt QuestSystemController BiamoBimae 3a yOpaBIiHHS CHCTEMOIO
KBECTIB y Ipl, BKJIIOUAIOUM 1HII1AT13a11}0, OHOBJICHHS Ta NEPEBIPKY BUKOHAHHS
KBECTIB. BiH BUKOPUCTOBYE JIBI OCHOBH1 KOJICKIIil JIJIi KBECTIB: JIEHHY KOJIEKIIIO
(kBeCcTH, AOCTYIHI JJI1 BUKOHAHHS MPOTSATOM JHS) Ta KOJEKIII0 KBECTIB I'paBLIs
(mporpec rpaBIsl y BUKOHAHHI 3aBAaHb). [lig "ac 3amycky Tpu JeHHA KOJCKITIS
HIIATI3Y€ThCS BUMAJIKOBUMHU KBECTaMU 3 3araibHOi 0a3u (mictunr 3.11).

CKpHNT TakoX B3a€EMOJIIE 3 THBEHTAPEM IPaBIs, IEPEBIPSAIOUN, YU € Y HHOTO
JIOCTaTHHO HEOOXITHUX TPEIMETIB /IS 3aBEPIICHHS KOHKPETHOTO KBecTy. MeTton
nepeBipku BuKoprctoBye LINQ st momryky BIAMOBIIHUX MPEIMETIB Y KOJIEKIIIT

IHBEHTAaps1, TOPIBHIOIOYH iX 32 KUTHKICTIO Ta 1IEHTU(IKATOPAMHU.
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Jlictunr 3.11 — Meton InitializeDayQuests ckpunta QuestSystemController

public void InitializeDayQuests () {
_dayContainer.Container.Clear () ;

for (int 1 = 0; 1 < MechConstants.MAX DAY QUEST; i++) {
bool questlIsAdded = false;

while (!questIsAdded) {

int indexQuest = Random.Range (0, collection.Quests.Count);
questIsAdded =
_dayContainer.AddQuest ( collection.Quests[indexQuest]);}}}

Kpim Toro, uepe3 B3aemofito 3 iHTep(deiicoM KOpPUCTyBaya CKpHUIIT
BIIMOBIa€ 3a BigOOpa)KCHHS AaKTHMBHUX KBECTIB Yy BIAMOBIIHUX MeHI0. BiH
rapaHTye, 110 JCHHI KBECTH OHOBJIIOIOTHCS Ha TIOYATKY KOXKHOTO JHS 1 10 CITHMCOK

IIPOTpecy IpaBUs JOCTYIIHUM ISl IEPETIALY .

3.10.9 Cxpunt ShopController

Cxkpunt ShopController peanizye ¢hyHKIIOHaT MarasuHy B I'pl, 103BOJISIOUN
rpaBlsIM KyIyBaTH Ta MpOJaBaTH MpeaMeTH. Mara3uH Mae Ba OCHOBHI CIHCKHU:
MOBHUM CIIMCOK TOBApiB, MOCTYIHUN JIJIST TIPOJIAXKy Ta CHHCOK TOBApiB JHS, SKHIM
OHOBITIOETHCS MIOJIHA a00 3aJIeKHO BiJl HANAIITYBaHb. [1i7 yac crapTy rpu ToBapu
1HILIATI3YI0ThCsl 3 0a30BMX JAaHMX, BKJIIOYAIOYM iX KUIBKICTh Ta IiHY. ['paBelb
MOJK€ KyMyBaTh TOBapH 3 JCHHOI'O AacCOPTHUMEHTY, MEpeBIpsoYd HasBHICTh
JIOCTAaTHBOI KUIBKOCTI rpomiei (mictuHr 3.12), a TakoXX OpojaBaTH MpPeaMeTd 3
1HBeHTaps. [ ynpaBiiHHSA MpOJaXeM BUKOPHUCTOBYETbCS CIIOBHUK, SIKUN
30epirae TOBapH, JAOCTYIHI JUIs MPOJAaxy, iX KUIBKICTb Ta IiHY. Mara3un
IHTErpOBaHUN 3 1HBEHTapeM Ta IHTeppercoM KOopucTyBaya, W0 J03BOJIE
OHOBJIIOBAaTH CIHCOK JOCTYIMHHX TOBAapiB y peXUMI pealbHOro dYacy Ta

BiJI0OpaxkaTu ix y BignosigHomy UL

Jlictunr 3.12 — Meton BuyltemFromShop ckpunta ShopController

public void BuyItemFromShop (int index) {

if (PlayerController.GetInstance () .Money <
_goodsForDay[index] .Price) return;
_goodsForDay[index].Count--;
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PlayerController.GetInstance () .Money -=

_goodsForDay[index] .Price;

Item soldGoods = goodsForDay[index] .Goods.Copy () ;
soldGoods.Init () ;
InventoryController.GetInstance () .AddItemToMainInventory (soldGoo
ds, 1);

1f ( goodsForDay[index].Count == 0) goodsForDay[index] = null;
LoadGoodsForDayToUTI () ; }

3.10.10 Ckpunrt TreeController

Ckpunt TreeController xepye nepeBom y rpi, sIke MOXE POCTH, JTaBaTU
10/, TOTPEOYBaTH MOJIUBY, 3aCUXaTH a00 OyTH 3pyOaHuM.

[Iporpama BijicTeKy€ Pi3HI CTaHU AEPEBa: UM XOUYE BOHO MUTH, YA TTOBHICTIO
BUPOCJIO, UM 3'SIBUJIMCS IUJIOJIM, CKUTBKK BPOXaiB YK€ 310paHO Ta CKUIBKU yJapiB
HaHeceHo miisi pyOanHst (mictunr 3.13). Komm nepeBo IOBro He MOJMBAIOTH,
3aIyCKAaeThCsl TaliMep, MICHS SKOrO0 BOHO MOMHPAE — CTAa€ YOPHUM, aHIMalli
3YNMUHSIOTBCA Ta JEPEeBO IepecTae mpaioBaTu. [Ipu monamBi Moyogoro aepeBa
3aIyCKa€ThCS aHIMAIlisl POCTy, a SKIO JAEPEBO BXKE JOPOCIE — MOYHE 3'SBIATUCS
ypoxai. Komu mimonu mo3pinm, rpaBelb MOXKe 310paTh BHITAJKOBY KUIBKICTb
GpyKTIB, SKI MOTPAIUIAIOTh B 1HBeHTap. [licis meBHOI KiIBKOCTI 300piB J1€pEBO
BMHpae. TakoX MOKHa 3py0aTh JepeBO — KOXKEH yaap paxyeTbes, 1 KOJH
HaOupaeThCs MOTPIOHA KITBKICTh, IEPEBO 3HUKAE, a TPaBellb OTPUMYE IPOBA.

CKpunT Mokasye 1KOHKY, KOJIHM JEpeBO MOTpeOye BOAM, KEpye aHIMAIIsIMU
gyepes3 CrelliajibHl KOMIIOHEHTH 1 B3a€MOJIIE 3 CUCTEMOIO iHBeHTaps. Lle cTBoproe

peaNiCTUUHy TIOBEIIHKY JIepeBa, 3 SKUM MOKHA MO-PI3HOMY B3a€EMOJIISITH B TPi.

Jlictunr 3.13 — Merton TreeHarvesting ckpunra TreeController

public void TreeHarvesting()
{ if ( _isFruitGrow)
{ int fruitCount =
Random.Range (MechConstants.MIN TREE HARVEST,
MechConstants.MAX TREE HARVEST) ;
_collectTimes += CollectFruit();
if ( collectTimes == MechConstants.MAX COUNT OF HARVEST)
{TreeDead() ;}
InventoryController.GetInstance () .AddItemToMainInventory ( harves
t.Copy (), fruitCount); }}
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3.10.11 Ckpunt UlController

Ckpunt UlController BigmoBigae 3a ynpasmiHHS iHTep(]eiicoM KopucTyBada
B I'pl, 3a0e3neuyrodn (PYHKIIOHAT JJIs PI3HUX MEHIO, TAKUX K 1HBEHTap, Mara3uH,
KBECTH, PEMECTIO Ta B3a€MOJIS 31 CKPUHIMH. Y HBOMY DPEali30BaHO JIOTIKY MJis
OHOBJICHHS TEKCTOBOI 1H(MOpMAaIlii, BKIIFOYAI0YH Yac, KITbKICTh TPOIICH 1 KBECTIB, a
TaKoXX BigoOpakeHHsI mporpec-6apy 3 MOXKIMBICTIO BHUKOHAHHSA J1i IICIA
3aBepIIeHHs TaiMepa (Jmictur 3.14).

Ckpunt J03BOJISIE TEPEMUKATH AKTHUBHUW CTaH PI3HUX EJIEMEHTIB
1HTepdeicy, OHOBIIIOBATH iXHINA BMICT Ta KEpyBaTH IHTEPAKTUBHUMU €JIEMEHTAMU,
TaKUMH SIK CIMCKH IpPEIMETIB y MarasWHl 4M CHUCKHA KBecTiB. KpiMm TOro, tyr
peanizoBaHO (DYHKIIIIO 3aKpIIJICHHS MPEIMETIB Ha Kypcopl MHIII, a TaKOX BUOIp
KJIIITUHOK 1HBEHTAPIO IpaBlis 13 3MIHOIO KOJBOPY i yac BUOopy. OCHOBHA JIOTiKa
OHOBITIOETHCS IIOKAAPOBO, BKIIIOUAIOUM (PYHKUII I PyXy Kypcopa, OHOBIJICHHS
TEKCTOBHX IIOJIB Ta KOHTPOJIIO CTaHy THporpec-0apy. 3aBIsSKH I[bOMY
3a0€e3Meuy€eThCsl IHTEPAKTUBHICTh Ta AMHAMIYHICTH B3a€EMOJIII 3 KOPUCTYBaueM y

peanbHOMY Yaci.

Jlictunr 3.14 — Meton UpdateProgressBar ckpunrta UlController

private void UpdateProgressBar ()

{

if (PlayerInputSystem.holdingLMB && usingProgressBar) {
_indicatorTimer += Time.deltaTime / timerMultiple;
radialIndicatorUI.enabled = true;

radialIndicatorUI.fillAmount = indicatorTimer;
if ( indicatorTimer >= maxIndicatorTimer) {
_indicatorTimer = 0.0f;
radialIndicatorUI.fillAmount = 0.0f;
eventProgressBar.Invoke () ;

b}

else {

_indicatorTimer = 0.0f;
radialIndicatorUI.fillAmount = 0.0f;

radialIndicatorUI.enabled = false;
_usingProgressBar = false;
eventProgressBar.RemoveAllListeners ()}

}
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3.10.12 Ckpunt WorldController

Ckpunt WorldController BinmoBigae 3a nuHaMiyHy 3MiHY OCBITJICHHS Ta
yacy J100u B IrpoBOMY CBiTi. BiH aBTOMaTHYHO OHOBIIIOE BI3yallbHI IapaMeTpH,
Taki SIK KOJHOPH OCBITJICHHS, TyMaHy Ta HampsIMOK OCHOBHOIO JKEpelia CBITIA,
3aJeXHO Bl miuHy 4acy (nmictur 3.15). Cucrema peanizye MmiaBHy 3MiHY dacy 1

BiIoOpakae mepexia Mixk pi3HUMH ¢dazamu J00HU.

Jlictunr 3.15 — Meton UpdateLighting ckpunta WorldController

private void UpdatelLighting(float timePercent) {
RenderSettings.ambientLight =

_preset. ambientColor.Evaluate (timePercent) ;RenderSettings.fogCo
lor = preset. forColor.Evaluate (timePercent);

if( directionallLight != null) {

_directionallLight.color =

_preset. directionalColor.Evaluate (timePercent); directionallLigh
t.transform.localRotation = Quaternion.Euler (new

Vector3 ((timePercent * 360f) - 100f, 170, 0));1}}
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4 IHTCPYKLIA KOPUCTYBAYA

[Ticns 3axomy B Tpy, KOPHCTyBady BIAKPHUETHCS TOJIOBHE MEHIO TpH
(pucyHok 4.1), 1e BiH MOKe MOYaTH ITPOBUIA MPOIIEC, HANAIITYBATH TPy a00 BUUTH
3 IpH, MO0 3aKIHYUTU CECito. Y BHUIAJKY, SKIIO T'paBellb HAaTUCHYB HAa KHOIIKY
«settings» TO HOMY BIAKPHBA€EThCA MEHIO HamamTyBaHHs (pucyHok 4.2). B
JTaHHOMY MEHI0O KOPHUCTYyBad MOJKE HaJalITyBaTH 3BYK, UYYTJIHMBICTb MHUIII

(IIBUIKICTH MUIII), @ TAKOXK TOJIE 30py (HATAIITYBaHHS KaMepu).

PwannajGol
To The'County

Pucynok 4.1 — I'osioBHE MEHIO Tpu

Settings

Master
Muric

ect

Serrutvity

Fleld of View

Pucynok 4.2 — MeHIo HaJTalTyBaHHs Ipy
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4.1 OcHOBHUH ITPOBHIA MPOIIEC

Sk TiIBKM TpaBellb HATUCHE Ha KHOMKY «Play» BiH mepeMicTUTBHCS Ha ITPOBY
CIIEHY, JIe ¥ TIOYHEThCS OCHOBHUM irpoBuil mpoiiec. KopuctyBau ONUHSETHCS B
CTapTOBOMY OYAHMHKY, 7 BiH Oa4uTh irpoBuil iHTepdeiic (pucyHHOK 4.3):

- 3HM3Y-IIOCEpPEANHI: IHBEHTApP IIBUIKOTO JOCTYIIY;

- 3HH3Y-3J11Ba: KIJIBKICTh I'POIICH Ta Yac JHS;

- 3BepXy-3J1iBa: BEpPCisi TPH Ta MiJKa3KU 3 yIPaBIIHHS;

- 3BepXy-cmpaBa: KuUibKicTh FPS.

i e

Pucynok 4.3 — CtaroBuii OyuHOK Ta irpoBuii iHTepdeiic

Bcepenuni OyiuHKy rpaBelih MOXKe 3HAWTH TIEPIIll IHTPYMEHTH: JIiiiKa, camka
Ta COKMpa. SIKIIO0 HANpaBUTH KaMepy B CTOPOHY IHTPYMEHTY (200 OyIb-sSKOro
00’€KTy 3 SIKUM MOYKHa B3a€MOJISITH) MOCEPE] €KpaHy HAIUIIE Ha3BYy MPEIMETY
(abo nmiro, sKy Tpeba 3poOMTH), KHOMKY Ha KJaBiaTypi abo Mwullli, sIKy Tpeda
HAaTUCHYTH, 1100 B3aEMOJISITH 3 00’€KTOM, PIBEHb 00 €KTY (SIKIIO II€ 1HTPYMEHT)
Ta #oro KiuibkicTh (pucyHok 4.4). IHpopmaris 3HHMKAae aBTOMATUYHO, IIOHHO
rpaBellb BIJIBOJIUTH KaMmepy BiJg 00’€kTa, IO J03BOJISE HE IEPEBAHTAXKyBaTH

iHTepdeiic Ta 30epiraTu yBary Ha redMILiei.
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[E] Pickup Hoe Level 1xI1

Pucynok 4.4 — Indopmariist mpo mpeaMer

[Ticast Toro sk mpeaMet Oyzae migiOpaHo, BiH OMUHIETHCS B IHBEHTAp1, SIKUH
MO>KHA BIAKPUTH 32 JOTIOMOTOI0 KiaBimii «I» (pucyHok 4.5). Ciig 3a3HaunTH, 10 B
1HBEHTap1, rpaBellb 0auyuTh ycCl CBOi mpeaMmeTu. BiH iX Moke mepeMilatu Mix
KOMipunH, moOaunTtu iHGOpMAII0O MPO HHUX, adO MEPEMICTUTH B 1HBEHTAp
HmIBUAKOTO foctyny. Konu npeaMer nepemicTuiu B aKTUBHY KOMIPYUHY 1HBEHTaps
IIBUIKOTO JOCTYIy (3€JIeHa KOMEpYWHa), TO BIH Ofpa3y OepeThCsi B PYKH
(pucyHok 4.6), 10 103BOJIsIE BUKOPUCTOBYBATH HOro, sIKIIO 1€ MOxJuBo. 1100
nepeMUKaTHCs MDK KOMIpYMHAMM 1HBEHTaps IIBUJIKOTO JOCTymy, Tpeba
BUKOPHUCTATU KOJIECO MHIII, ad0 CKOPUCTATUCS KiaBllIaMU KJaBlaTypu, a came

nudpamu Bix 1 g0 3.

Inventory

Pucynok 4.5 — IuBeHTap
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PucyHok 4.6 — B341Ts mpenMeTy B aKTUBHY KOMIpUHUHY

OcHOBHA IIJIb TPU — BUPOIIYBAHHSA BpPOXKAr0, MpOJaka WOTro, OTPUMaHHS
npuOyTKy Ta 30umpmeHHs cBoei ¢epmu. I[llo6 mowatm me poOutH, Tpeda
CKOPHUCTATUCSl BCIMA 1HCTPYMEHTaMH, IO € B Ipl. 3a JOMOMOTH Calu, I'paBelb
MOKe poOMTH TpsaAaky. HaBiBmin kamepy Ha 3eMIII0, TPUMAIOYH carmy, Ha 3eMJIi
3’BUTHCSI NIPO30pa Ipsijika, sika BKa3ye Je ii MOKHa pO3MICTUTH (pUCYHOK 4.7 a).
Axmo rpsAaka TMpUiiMae YEepBOHOTO BIIAIHKY TO 3HAYWTh HAa IBOMY MICIll ii
PO3MICTUTH HE MOXHa, ¥ Tpeba i1i mepemMicTUTH. SIKIIO HIYOro HE 3aBakae ii

po3Mictut, TO 3amaBmi [MB, uepe3 mneBHMII dYac 3pOOMTBHCS TpsaKa

(pucynok 4.7 6).

a) 0)

Pucynok 4.7 — Pob6ota 3 rpskaMu: a) Bizyasizaiis; 0) mpoiec CTBOPEHHS
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Jlnis Toro mo6 movaTtd BHPOIILYBAaTH POCIWHHU, Tpebda CXOIUTH IO IIEHTpa
Maru, e OyayTh 3HaxoauTucs marasuau. Cepes HuX OyJe MarasuH, 110 MPOJA€e
HaciHHA (pucyHoK 4.8). [Ipu B3aeMomii 3 HUM, BIIKPUBAETHCS MEHIO MarasuHy, e
MU MOKEMO MOKYIaTH Ta MpojaaBaTH mpeaMeTH (pucyHok 4.9). Y npojasiis ToBap
3MIHIOETHCS KOXXKHUN HOBHH JCHB. ¥ MEHIO MarasuHy, MOXHa IMOOA4YUTH 10 BiH
npojae, CKUTbKA BOHO KOILITYE Ta sKa KIJIBKICTh TOBAPY B HHOTO JAOCTYMHA. SIKIIO B

IpaBIIsl 1OCTATHBO IPOIIEH, TO BIH MOXKE KYITUTH HEOOX1THUHN TIpeIMET.

5 V"l‘

{15 B s R A i1 L

F & -

PucyHnox 4.8 — 30BHILIHUI BUTJISA MarasuHy

PucyHnok 4.9 — MeHro marazuny
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[Ilo6 mocamutu HaciHHA, Tpeba HaTucHyTd LMB 1o rpsami tpumarouu
HAclHHA. Y KOXHOI pociuHU € 5 eramiB pocTy (pucyHok 4.10), ki 3MIHIOIOTHCS
yepe3 neBHUM yac. Ha meBHUX eTamax pocty, pocinuHy Tpeba monutu. Komm e
HEOOXIJTHO, TO HaJa TPSAKOI0 3’ ABISE€TbCS 3HAYOK Boau (pucyHok 4.11). Iloku
pOCIIMHA BUMArae BOAM, BOHA POCTU HE Oyze. SIKIIo 3a MeBHUM MPOMIXKOK Yacy He

MIOJIUTH POCIIMHY, TO BOHA TIOYOPHIE, i HE TacTh Bpoxkail (pucyHok 4.12).

Pucynok 4.11 — HeoOXi1HICTh IOJIUTH POCTUHY
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[El Clear dead plant

Pucynok 4.12 — MeptBa pocinuHa

[Ilo6 monuBaTH pociauHy, Tpeda CKOpucTaTucs Jiiikow. B miiiii oomexeHa
KUIBKICTh BOJAM, TOMY 11100 i1 MTOHOBUTH, TpeOa MiIATH A0 KPUHHUIIL.

Konu pociauna nomupae ii HeoOxigHO npuoOpatu. g uporo tpeda miaiiTu
70 TPAJIKH Ta HATUCHYTH Ha KHONKY «E», mo6 mpubpatu ii. Texx came Tpeba
3pOOUTH, KOJU POCIMHAH TMOBHICTIO BHpocia (pucyHok 4.13). HatucHysim

kiasiiy «Ey», rpsaka 3HUKHE, @ BpOKail OMMHUTHCS B 1HBEHTAPI.

[E] Harvest Beet

Pucynok 4.13 — Pocnnna, o Bupocna

SIK TITBKH y TPaBIIS B IHBEHTAP1 OMUHUTKCS MIPEAMET, SIKHHA MOKHA TIPOJATH,
B MarasuHi, B kianmi «Sell» 3’saBuTbes mpeameru Ha npoaax (pucyHok 4.14). B

Mara3uHi TMOKa3ye€ThCs 3arajibHa KUIbKICTh MpPEIMETIB, SKI MOXXHa MpOJaTH, a
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TaKOX Jar0Th BUOIp OakaHOI KUIBKOCTI MpeaMeTiB Ha npodax: 1, 10 Ta yci. Ilicns

MPOJIAXy YCIX MPEIMETIB, BOHU 3HUKAIOTh 3 Mara3suHy.

Pucynok 4.14 — I[Ipogax mpenMeTiB

e omuH TUM pOCIHMH, sIKI MOXXKHAa BHpOINyBaTH — Iie jaepea. L[o6 ix
MOCaauTH Tpeba B3SITHU MapoCTO B PYKH Ta HaBECTUCH Ha 3eMito (pUcyHOK 4.15).
Sxuio Bizyani3allisi AepeBa HE YEpBOHA, TO 3HAYUTh MOro MOXKHA MOCAJAUTH HA

IIOMY MICITi.

Pucynox 4.15 — Bizyanizaiist nepesa
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JlepeBa poCTyTh JAOBILE 3a 1HII POCIMHHU, a TaKOX iX Tpeda MOoJMBATU
yacTime. [IpoTe BOHM 1ar0Th BpOXKai 5 pa3iB 3a CBO€ XUTTS (pucyHok 4.16). Konu
BC1 Bpokai 310paHi, abo SKIIO AEpEeBO BYACHO HE MOJHUTH, BOHO MTOMHPAE Ta CTAE
JOpHUM, ¥ 1mI00 Horo mpudpaTu Tpeda CKOPUCTATUCSA COKHPO (pucyHOK 4.17).
Yrpumytoun LMB, Tpumaroun coxupy B pyKax, I€peBO MOYHE pyOaTHcs W Micis

NEBHOI KITBKOCTI y/1apiB BOHO 3HUKHE, & B IHBEHTAp1 3 ABIATHCS KOJIOIH.

N -

Pucynok 4.16 — Pict mioiB Ha AepeBi

{Hold LMBI| Chop

Pucynok 4.17 — MepTBe aepeBo
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4.2 [HCTpyMEHTH IJIs TPU

B rpi npucyTHi Tpu THUIM IHTPYMEHTIB: cara, Jiiika Ta COKUpa. Y KOXKHOTO 3
IHCTPYMEHTIB € CBOi TIE€BHI XapaKTEPUCTHUKU. Y calu 1€ MPOYHICTh Ta Yac
BUKOITyBaHHS TPsIKU. B COKMpU — MpOUHICTh, Yyac pyOKH, KUTBKICTh yAapiB AJis
3pyOsieHHs naepeBa. B ifikm — TPOYHICT, Ta €MHICTh BOJHM. 3HAUEHHS IIMX
XapaKTePUCTHK 3aJICKHUTh BIJl PIBHSA ICHTpyMEHTa. Tak Ha MEepIIoMy piBHI BOHU
Halripii, a Ha 5 — Halminmi. PiBeHb i1HCTpyMEHTa MOXKHA J13HATHUCS 32 KUTbKICTIO
3ipoK Ou1s 1KOHKHM. TakoX MiJ 1KOHKOIO MOXKHA IMOMITUTH PIi3HI IIKaiu, SIKI
BKa3yIOTh HA MPOYHICTH IO 3aJUIIMIACS B 1HCTpYMEHTa (200 KIJIKICTh HAasIBHOT
BOAM, SKIIO LE Jiiika). Bci 1HCTpyMEHTH MO’KHA MOAUBUTUCA Ta KYNHUTH B
okpemMomy MaraszuHi (pucyHok 4.18). Uum Bumuil piBeHb, TUM JOPOXKUUN OyIe

IHTPYMEHT.

* 7 tod toddr

5 5 5 5

3 ] » »
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st $  n ) )
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Pucynox 4.18 — Mara3uH i1HCTpYMEHTIB

4.3 IrpoBi KBeCcTH

[TigioBIIM 10 TTOIITOBOTO SIIIMKA, TPABEI[b MOXKE BIIKPUTH MEHIO KBECTIB.
B nanomy MeHro, OyyTh KBECTH, CyTh SIKMX 310paTH MEBHY KUIbKICTh MPEIMETIB.

Komu rpaBeup ix Bci 30upae, TO OoTpuUMae Haropoiay y Burisai rpomeit. Ilpu
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HAaTUCKaHHI Ha KBECT, BHM3y MEHI0O MOkHa Oyje moOauutd iHdoOpMaliio mpo
HbOT'0: KUIbKICTh MPEIMETIB HEOOIXHUX ISl 3aKIHUYEHHSI KBECTY, a TAKOX Haropoja

(pucyHok 4.19).

Beginning!

Is it long and hard?

Pucynok 4.19 — MeHro kBecTiB

Bceroro rpaBens Mmoke B3sTH 10 5 kBecTiB. 11l00 moauBUTHCS KBECTH, SKI
BIH B35B, TpeOa BiAKpUTH BKIanKy «In Progress», ne Oyne mokaszaHi BCi B3SITI
KBECTH, a TaKOX KUIBKICTh B3STHX KBecTiB. Konm rpaBenb BUKOHYE KBECT, TO B
HBOTO 3 SIBJISIETHCS MICLE 1100 B3ATH 1€ 0JAUH. KBECTH OHOBIIIOIOTHCS HA MOYATKY
THS, aje SKIO0 BOHHW OyJIM B3STI HA BUKOHAHHS, TO BOHHU 3QJIMIIATHCS y TPaBIIf,

[IOKH BiH TX HE BUKOHAE.

4.4 bynisni Ta kpadT

VY crmeuiasibHOMY Mara3uHi, MOXHa KyOUTH OyIiBii, $KI MOXYTb

nepepoOUTH Bpokai, 310paHuil 3 TpsiIok ado JepeBa, Ha CKIIQIHIII TPOAYKTH, K1

MoskHa mpoaatu aopoxue. 1100 po3mictuTu OyaiBi0 Tpeba MOMICTUTH 11 B PyKHU
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Ta HaBeCTHCh Ha 3eMit0 (pucyHok 4.20). fkmo Bizyamizaiis He MNpUAMae

YEPBOHOIO BIIJIIHKY, TO 3HAYUTH OYIBIII0O MOKHA PO3MICTHUTH.

Pucynox 4.20 — Po3mimensst OyaiBai

BinkpuBmm MeHr0 OyaiBii, MOXXHa TOOAYUTH TPOAYKTH, SIKI MOXKHA
ckpadtutu 3 Bpoxkaro, abo iHmUX npenmeriB. o6 3pobutu OaHY OJMHMINIO
OPOAYKTY, TpeOa BUTPATUTH MEBHY KIIBKICTh BpOXKar0, BKA3aHOTO y MEHIO. SIKIIo

B TPABIIA JOCTATHBO BPOXKaI0, BiH 3MOKE 3pOOUTH HOBHH MPOAYKT.

4.5 Buxopucrtanns HeirpoBux nepconaxin (NPC)

[lim wac rpu, MOXKHa TOOAYUTH, IO TO Mari MEePEMINIAIOTHCS HEIrpoBi
nepcoHaxi. Takox X MOXHa TOOAUYUTH 0111 Mara3uHiB. Y KOXHOTO 3 HE ITPOBHUX
NEPCOHAXIB, € CBIM PO3KJIaa JHS: 3 8 paHKY 0 8 Bedopa BOHM XOJATh IO Marli abo
MPOJIAI0Th pedi, a 3 8 Bedopa i 710 8 paHky — WayTh 10 nomy. NPC MoxHa B34TH
Ha PYKH, ¥ BigHecTH y Oyab-ske Miciie Ha mami (pucyHok 4.21). Komu rpaseup
BIJIMTyCKA€ HE ITPOBOTO MEPCOHAXKA, TO BIH HAMAra€ThCsl TOBEPHYTUCS HA JOPOTY,
00 MPOJOBXKUTH TYJSITH Maror. Skmo rpasens B3siB NPC, mo croith OuIs
MarasuHy, TO MICIisi TOTO SIK MOTO TOCTaBJISATh HA 3E€MIII0 BiH MOBEPHETHCS JI0

MarasuHy.
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Axmo 611 marazuna He Oyae NPC, sxuii ctosB O11s1 HBOTO, TO TpaBellb
HIYOTO HE 3MOKE KYIUTH B HbOMY. Te€ caMme CTOCY€ThCS HIYHOrO 4acy, KOJIM He
ITPOBHI TEPCOHAX Wae M0 JoMa — MarasuH He mpaiftoe. [Iporte, skmo rpaseib
npuHece NPC 110 cBoro marasuny, To BiH 3MOe a00 III0Ch KYIUTH YU TTPOJIATH.

SAxuro BimHectu NPC y Bomy, BiH 3HMILIETHCS Ta 3’SIBUTHCS y cebe aoma.

[Ticnst MOBTOPHOT MOSABH, BiH 3HOBY Oy/i€ MEpEeMIIaTUCs 10 Marti.

Pucynok 4.21 — Tpumanns NPC Ha pykax
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BHUCHOBOK

Jana kBanmiikariitna poboTa NpUCBIYEHA CTBOPEHHIO KOMIT'IOTEPHOI TPy B
*aHpl (epMepchKOro CUMYJATOpa Ha OCHOBI 1irpoBoro ABwxkka Unity ams
omnepariitnoi cuctemun Windows. JlocaiKeHHS BKIIIOYANIO BECh CIEKTP €TalliB
IrpoBOi pO3pOOKK — MOYMHAIOUM 3 BUBUEHHS HAsBHHUX IMPOIYKTIB HAa PUHKY Ta
3aBEPIIYIOYU BIPOBAIKEHHSIM MOBHO(PYHKIIIOHAIBHOTO 1FPOBOTO MIPOTOTHUITY.

Jlitst peanizariii mpoekTy OyIiio 3aAisTHO TIEPEIOBI TEXHOJIOT1T PO3POOKU: MOBY
C#, nnardopmy Unity, iHTerpoBane cepenoBuie Visual Studio 2022, Git mis
BepciiiHoro koHTposo Ta Unity Asset Store uist OTpUMaHHS JOJAaTKOBUX PECYPCIB.
[IpoekT BKJIIOYAE OCHOBHI ITPOBI CUCTEMH CHUMYJISITOpA: HaBITAIlll0 MEPCOHAXKA,
YOpaBIIHHSA 1HBEHTapeM, MEXaHIKy CIOPY/DKCHHS, CHCTEMY pPOCIMHHUIITBA,
KoMepuiiiHy B3aemonito 3 NPC, kBecTOBy cucTeMy Ta JIOAATKOBI Te€HMILICIHI
KOMIIOHEHTH.

CtpykTypa mpoekTy TpyHTyeTbcss Ha kouemnmii Clean Architecture i3
IMIMPOKUM BHKOPUCTAHHIM ITa0JIOHIB MPOEKTYBaHHSI Ta CYBOPUM JIOTPUMAHHSIM
npuniunie SOLID, DRY rta KISS. Takuii miaxin rapantye MOAyJIbHY OYIOBY,
aJaNTUBHICTh Ta MPOCTOTY MaMOyTHHOIO OOCIYrOBYBaHHA U YJOCKOHAJIEHHS
cucremu. OcoOmBy yBary OyJio 30CEpeKeHO Ha CTPYKTYypyBaHHI MPOrPaMHOTO
KOJly, po3po01ii iHTepdelicy KopucTyBaya Ta ONTHUMI3allii poOOTH 3 CHCTEMHUMU
pecypcamu.

[TlincymkoM pobGoTu crana HajiliHa, MaciiTaboBaHa irpoBa maTdopma,
3[aTHA CIYKUTU QYyHIaMEHTOM ISl MOAANIBIINX yIOCKOHAJIEHb a00 KOMEPLIIHOTO

BUKOpPHUCTAaHHA.
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