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The work explores the utilization of virtual reality tools in a computer game
made with Unity engine, including but not limited to built-in XR Interaction
Toolkit, Oculus XR Plugin, OpenXR Plugin, Al navigation, Input System, Shader
Graph and Universal Render Pipeline packages; and C# programming language
where player can handle different weapons and test them in various scenarios such
as shooting range. Game features projectile ballistics, realistic optical scopes,
FPV drone control and, possibly in the future, Al based on Goal-Oriented Action
Planning (GOAP) algorithm.

PoGoTa mocnimkye BUKOPUCTaHHS 1IHCTPYMEHTIB BIpTyajabHOI peaIbHOCTI B
KOMIT IOTE€pHIN I'pi, CTBOPEHI 3a mornomoroto pyiuist Unity, BKIItoUarouu, ajie He
oOMexyrounch, BOynoBanuMu nakeramu XR Interaction Toolkit, Oculus XR
Plugin, OpenXR Plugin, Al navigation, Input System, Shader Graph ta Universal
Render Pipeline; Tta 3actocyBanHsiM MoBH mporpamyBaHHsi C#. ['paBenb Moxe
MIPAIIOBATH 3 PI3HUMU MOJIEISIMU 30p01 Ta BUTTPOOOBYBATH ii B pi3HUX CIICHAPIAX,
TaKuX SK CTpUIBOUIE. Y TPi € MOJETIOBaHHS OATICTUKUA CHAPSAIB, peaTiCTHIHI
ONTHYHI NPULILIH, KepyBaHHs FPV 0e3ni10THUKOM Ta, MOKIIMBO B MallOyTHbOMY,
3aco0M WITY4YHOrO IHTENEeKTYy Ha ocHoBi amroputmy Goal-Oriented Action
Planning (GOAP).

Jlist peantizatiii B3a€EMo1ii rpaBIisl 13 BIPTyaJIbHUM CEPEIOBUIIEM 3aCTOCOBY-
eThest makeT Input System. Lleit makeT € HOBOIO, OUIBII THYYKOIO CUCTEMOIO, sSKa
JI03BOJISIE BUKOPUCTOBYBATH OY/Ib-SIKHI MPUCTPid BBEICHHS JIJIs1 KEPYBaHHS BMi-
cToM rpu. Bin mpusHaueHuit 11 3aMiHU KJIacu4YHOi cucteMu BBeAeHHs Unity.

CtBopeHo koutposiep FPV npona. Busnauumo Bektopu a = (ax, ay) Ta
b = (bx, by), 0 mo3HauarOTH BBEIEHHS IPaBIld HA CTIKAX JJIs BEJIUKOTO MAJIbII,
I = (ix, ly, I;) — TO3UIlisT MOTOpA BITHOCHO JIPOHA, M — MHOKHUK cwH, a f(a) Ta
g(b) — xpwuBi, 1110 BUpakarOTh CTYITIHb BIIKJIMKY Ha Jit0 KOpUCTYBada. BuzHaunmo
cuny F, mo cTBopeHa MoTopaMu JApoHA, BOHA PO3MOAUISIETHCSI KOHTPOJIEPOM IO
MOTOpaM APOHa 32 HACTYITHUM TIPHHITUTIOM:

F=f(a,-05+05)m(l—x)(1—-y)
x = {0, aKmo i, b, < 0 g(|by])
y = {0, gaxmo i, b, < 09(|by|)

Jlist MoAienroBaHHS I MITYYHOTO 1HTEJIEKTY B JIAHOMY ITPOBOMY IPOEKTI
IanyeTrbes 3acrocyBatu anroputm Goal-Oriented Action Planning (GOAP).
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[eit anroput™m € noxinuum Big anroputmy STRIPS (STanford Research Institute
Problem Solver), sikuif cknagaeTbes 3 1UIeH Ta i, /1€ 111 ONMKUCYIOTh NMEBHUN
OakaHUUM CTaH CBITY, SIKOTO MU XOYE€MO JOCSITH, a J1i BU3HAYAIOTHCS 3 TOUKHU
30py nepeayMoB Ta edekty [1]. BukopuctanHsi Takoro MeToay MOJIEIIOBAHHS
MOBEIIHKU MITYYHOTO 1HTEIEKTY Ma€ HU3KY MepeBar, nepiia nepesara — 1e 3/aT-
HICTh PO3AUIUTH I1JI1 Ta i1, JO3BOJIUTH PI3HUM THIIAM MIEPCOHAXKIB 33 JOBOJIBHATH
T pi3HUME criocobamu. Jlpyra mepeBara CUCTeMH TJIaHYBaHHS MOJSTAE B TO-
JIETIIEHH]I MIapyBaHHS MPOCTUX MOJENEH MOBEMIHKU JJII CTBOPEHHS CKJIATHOL
CIIOCTEPEKYBAHOT MOBEAIHKH. TpeTs mepeBara — HaIJICHHS MIEPCOHAXKIB 37aTHI-
CTIO TUHAMIYHOTO BUPIMICHHS mpooiieM [2].

IrpoBuii npoekt 3acrocoBye iHcTpyMeHTH nakety Visual Effects Graph. Ia-
ket Visual Effects Graph € Bi3yaqbHUM pIIIEHHSIM Ha OCHOBI BY3JIB, IO /A€
3MOTY PO3pOOJISTH Bi3yaibH1 €(PEKTH, B1JI IPOCTOI MOBEAIHKM YACTHHOK JI0 CKJIa-
JTHUX CUMYJISIIH, 110 BUKOHYIOThCSI Ha rpadiunoMy nporecopi. [Ipukiamom 3a-
CTOCYBAHHS 1IbOI'O IHCTPYMEHTY B IPOBOMY MPOEKTI € e(PEKT BUXOY MOPOXOBUX
rasiB 31 cTBoJia 30poi. Tak 3aCTOCOBYIOTHCSI HACTYITHI Bi3yasibHI BY3Ju: Spawn —
el By30J1 BU3HAYa€ MpaBHiia MOsIBU HOBUX YacTUHOK; Initialize Particle — 1nimi-
ai3ye HOB1 YaCTHHKH Ta 3a/1a€ TaKl MapaMeTpH K MO3UIlisl, OpIEHTAIlis Y TIPOC-
TOp1, MIBUKICTH Ta 4Yac ®KUTTSA yacTuHokK; Update Particle — Bu3Hauae siki eexTu
JIOTh HAa YACTHHKHU KOKHOTO KpoKy cumyirsiii; Output Particle Unlit — BuzHauae
Bi3yaJIbHI ACTIEKTH YACTUHOK, TaKi SIK OPIE€HTAILISl Y TPOCTOPI, 3aJIEKHICTh PO3MIPY
Ta KOJIHOPY YaCTUHOK BiJl 4acCy IXHBOTO KHUTTS.

[Tpoext 3acTocoBye iHCTpyMeHTH nakeTy Shader Graph. Shader Graph — e
IHCTPYMEHT, SIKUH Ja€ 3MOTY Bi3yaJbHO CTBOPIOBATH HI€iiepu. 3aMICTh HaIH-
CaHHS KOJIy, KOPUCTYBa4 MAKETy 3’ €IHY€E BY3JIM B CTPYKTYpi rpada, TaKUM YHHOM
CTBOPIOIOYM PiI3HI MOeN BioOpakeHHs! 00’ ekTiB. Lleil iHCTpyMeHT Hajae MUT-
T€BE B1JI0OpakeHHs 3M1H BHECEHUX Yy Tpad. B nanHomy irpoBomMy NpoOEKTI MmeHaep
ONTUYHOTO MPHUIILTY peaslizoBaHo uepe3 iIHcTpyMeHTH Shader Graph, Tak 6a3oBuii
KOJTip ()parMeHTHOTO IIeiiepa BUPAXOBYETHCS IUITXOM MOKOMIIOHEHTHOTO Tie-
PEMHOXKEHHS CHJIM BIHBETKH 3aTIHEHHS Ta 300paskeHHs B puiiiii [3—5]. BinbeTka
3aTIHEHHSI BUPAXOBYETHCS IUISIXOM JIICHHS BIJCTaHi BiJi 0OpOOJIFOBAHOTO ITIK-
ceJst 10 BIpTyasbHOI KaMepH Ha MmapaMeTpu ONTUMAIbHOI TUCTAHIIIT TOTIISTY Ta
pajiyca BIHBETKH, IEPEBEACHHS KOOPAUHAT Y MOJISPHI 3 pagiaIbHAM MacIITaboM
y O0YHCIICHE 3HAUYCHHSI, ITTHECEHHSIM JI0 TIEBHOTO CTEIIEHHS, 110 BU3HAYAE M SIK-
ICTh BIHBETKH, Ta BIJHIMAHHSM OJWHHUIN BiJl OOYHMCICHOTO 3HA4YeHHS. 300pa-
YKEHHS B IPUIIUTI BUPAXOBYETHCS LUISIXOM 3aCTOCYBAHHS (DYHKIIIT JTIHIAHOI 1HTe-
priostsitii Lerp 3a 300pakeHHsIM 3 BIPTyalbHOT KaMepH MPUIILTY Ta 300paskeHHSIM
CITKH HPHUILILTY, IO aJibpa KaHaTly OCTaHHBOI'O 300paxkeHHs. sl CEeMIUTIHTY TeK-
CTYp TaKOX 3aCTOCOBYIOTHCS BiacHi meperBopeHHss UV KoopauHAaT 31 3MilleH-
HSIM, III0 BUPAXOBYETHCS MIJISIXOM BIJIHIMAHHS TJI00aIbHUX KOOPAUHAT 00pOoOIItO-
BaHOT'O MIKCeJd Bij M00aTbHUX KOOPAMHAT KaMEpH, NMEPEBEACHHS HANPSIMKY 3
rJ100aJIBHOTO JI0 IOTUYHOTO MPOCTOPY T4 MHOXKEHHSI OTPUMAHOTO 3HAYEHHS Ha
napameTp MacimTaoy.
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B nigcymky Mu MaeMo po3poOieHui IrpoBUil MPOEKT, 1O YCHIIIHO 3aCTO-
COBYye 1HHOBaliH1 3acobu pyuist Unity Ta nakeriB XR Interaction Toolkit, Input
System, Shader Graph ta Universal Render Pipeline, mo n03Bossie nokpamutu
KOPHUCTYBAIIbKUM JOCBIJ MPU B3aEMOJI1 3 IHTEPAaKTUBHUMHU 00’ €KTaMU Yy BIpTya-
JBHIN peanbHoCcTi. OKPIM IOTO MPOEKT YCIIIIHO 3aCTOCOBYE 1IHCTPYMEHTH JIeT-
KOTo y TUIaHl BUKOPUCTAHHS pecypciB KoHBeepa Bizyamizamii Universal Render
Pipeline.
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