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JIOJIATOK A

['padiununii marepian kBajidikaiiitnoi poooTH

XapKiBCbKUI HaLlioHanbHWUM YHIBEpCUTET
pagioeneKTpoHiku
Kadepgpa EOM

KeanidikauinHa po6oTa
MepLunin (6akanaBpcbkuii) piBeHb

Mo6inbHui 3acTocyHok 3D-rpu Ha ocHoBi pyLuist Unity

ABTop: KepiBHuK:
3akinHumn KocTaHTUH AHppyceHko tOnia
ctya. rp. KIYKI-21-6 ac. kapegpu EOM

) Posnopin poxopis irpoBoro puHKy

49%

$1008 Mobile

$808

' o\
AKTyarnbHICTb 23%
TeMm

$208

26%)

Console

$0

Console PC Mobile



NocTaHoBKa 3apaui

@l ]

Po3po6ut Mmo6inbHy 3D-rpy y 3abe3neunTy TEXHIYHY orTuMi3aLliio 3abe3rneunT MOXUBICTb
YXaHpi royIoBOSIOMKU irpoBoro npotiecy MaclLUTabyBaHHS MPOEKTY B
MainbyTHEOMY

MocTaHoBKa 3afaui € BaXKITMBUM E€Tarom, AKUn
[Joromarae 30cepeuTUCs Ha KITFOUOBUX LISIX MPOEKTY.

I[HCTPYMEHTU pO3pPO6KU

Blender Marmoset Toolbag

CtBopeHHst 3D-mopenen [MonepepHin nepernapg,
Mogaenen
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BukopucTaHi TexHonorii

[padika Ta mogeni

IrpoBUIA pPyLLI Ta NpOorpamMyBaHHS

Llini irpoBoro gusanHy

v —
V' —

© 4o
MnaBHa kpuBa JloriyHa nocnigoBHIiCTbL
CKJTaHOCTI 17

3pyyHuit iHTepdeiic
ain

3aHypeHHs B irpoBuin
CBIT

IrpoBuii aun3zainH popmye 3aranbHe CMPUAHATTA MPU rpaBLIEM | BU3HaYaroTb XapaKTep Moro B3aeMogii 3
irpoBUM cepefioBULLIEM.

Unity 3D
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IrpoBa koHUEenujA

Baaemogﬂ = ieonario >> CTpyKTypa piBHIB >> MpoxoppkeHHs1 piBHIB

IrpoBa KoHLienLjis — Lie 3aranbHa iges no6yaoBu rpy: ik rpaBeLib B3aeMofie 3 cepeoBuULLEM, SKi NpaBuna,
MeXaHiKu Ta Lini BU3Ha4atoTb reMMrien.

TexHonorii ormmmi3aLil

3aspanerigb o64ncneHa iHpopmallis NPo OCBITNEHHSA
Baked Lighting 36epiraeTbcs y CBITNIOBUX KapTax, o6 CKOPOTUTU PO3paxyHKun
OCBIT/IEHHSA B peanibHOMY Yaci.

3MeHLLEHO pPO3AinbHY 34aTHICTb TEKCTYP i po3mipu dannis ans

Texture Optimization it o i
P MiHiMi3aLiT BUKOPUCTaHHSA NaM'ATi Ta Yacy 3aBaHTaXEHHS.

CnpouyeHHs 3D-moaeneit 3a paxyHOK 3MeHLUEeHHS! KiNlbKOCTi

Polygon Reduction P A % .
Y9 noniroHie 6e3 BTpaTu BidyanbHOI TOYHOCTI.

BukopucToByBaB 6a30Bi, epeKTUBHI LLENAEPU 3 MEHLLOKO
Shader Simplification KinbKicTo GpyHKLi ANA NOKPaLLEHHS NPOAYKTUBHOCTI
PEHAEpUHry.




emoHcTpauist po60TU 3aCTOCYHKY

BUCHOBKU

1. byno peanizoBaHo NoBHOUHHY MobinbHy 3D-rpy y »kaHpi ro/10BOIOMKM, IKA MICTUTb
B cobi 10 yHiKa/IbHMX PiBHIB.

2. Ha temy kBanigikaujiHoi pobotv byno HanmcaHo Ta onybnikoBaHo Te3n AonoBigj
ana XV MHTK “CydacHi Hanpamn po3BUTKY iHdopMaLifHO-KOMYHIKaLIAHMX
TEXHO/0Ti Ta 3acobiB ynpasniHHA".

3. [pa mae MacLUTaboBaHy CTPYKTYpY, LLLO I03BOJIAE JIETKO A0A3BaTH HOBI PIBHI,
rOfIOBO/IOMKM Ta hYHKLOHAbHI EEMEHTH.

4, 'pa byna ycniwHo BunyLieHa B Google Play nig Hassoro Mystical Puzzleum a Ha
[JaHni MomeHT nepebysae Ha etani mogepaji nepes, nybii4HMM Po3MILLIEHHAM Ha
riatdopmi.
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JIOJIATOK B

Kop 3actocynky

b.1 Cxpunt ButtonController.cs

using UnityEngine;
using System.Collections.Generic;

public class ButtonController : MonoBehaviour
{
public bool isPressed = false;
private bool isOpen = false;
private Animation anim;
private Renderer childRenderer;
private List<string> animations = new List<string>();

private void Start ()

{
Transform secondChild = transform.GetChild(1l) ;
childRenderer = secondChild.GetComponent<Renderer> () ;

UpdateColor () ;

anim = GetComponent<Animation> () ;

if (anim != null)

{
foreach (AnimationState animState in anim)
{

animations.Add (animState.name) ;

}

void Update ()
{
if (RaycastController.Instance.isPressed &&
RaycastController.Instance.hit.collider.gameObject ==
gameObject)
{
if (l'anim.isPlaying && animations.Count >= 2)
{
anim.Play (isOpen ? animations[1]
animations([0]);
isOpen = !isOpen;

if (isOpen)
OnOpen () ;



else
OnClose () ;

}

public void OnOpen ()

{
isPressed = true;
UpdateColor () ;
ButtonPuzzleController.Instance.Check () ;

}

public void OnClose ()

{
isPressed = false;
UpdateColor () ;
ButtonPuzzleController.Instance.Check () ;

}

private void UpdateColor ()
{

if (childRenderer != null)

{
Color color = isPressed ? Color.green : Color.red;
childRenderer.material.color = color;

b.2 Ckpunt ButtonPuzzleController.cs

using UnityEngine;

public class ButtonPuzzleController : MonoBehaviour,
ITtemHasClue

{
public ButtonController[] buttonControllers;
public GameObject exitKey;
public bool IsDone { get; set; } = false;
public static ButtonPuzzleController Instance;

void Awake ()
{
Instance = this;
}
public void Check ()
{
bool[] targetState = new bool[9] { true, false,
false, true, false, true, true, false };

false,
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for (int i = 0; i < buttonControllers.Length; i++)

{
if (buttonControllers[i].isPressed !=
targetState[i])
return;

}

exitKey.GetComponent<Rigidbody> () .isKinematic = false;
IsDone = true;
for (int 1 = 0; i < 9; 1i++)
{
Destroy (buttonControllers[i]) ;

}

b.3 Ckpunt DoorController.cs

using UnityEngine;

public class DoorController : MonoBehaviour, IItemUsable
{
public AnimationController animationController;
public GameObject finishlevel;
public float animationDuration = 1f;

public void OnItemUsed()
{

animationController.PlayAnimation (0) ;
StartCoroutine (ShowPanelAfterAnimation());

}

private System.Collections.IEnumerator
ShowPanelAfterAnimation ()

{
yield return new WaitForSeconds (animationDuration) ;
finishLevel.SetActive (true);

b.4 Ckpunt LampEmissionController.cs

using UnityEngine;

public class LampEmissionController : MonoBehaviour

{
public int id;
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public WardrobeController wardrobeController;

private Renderer rend;
private Material mat;

void Start ()

{
rend = GetComponent<Renderer>();
mat = rend.material;
DisableEmission () ;

}

void Update ()
{
if
(RaycastController.Instance.inputContinueHoldingFirstObj &&
RaycastController.Instance.hit.collider.gameObject ==
gameObject)
EnableEmission () ;
else
DisableEmission () ;

if ((RaycastController.Instance.isReleased &&
RaycastController.Instance.hit.collider.gameObject == gameObject
&& RaycastController.Instance.firstAfterSwitchHolding)
| | (RaycastController.Instance.isEndHoldingFirstObj &&
RaycastController.Instance.lastHoldingObject == gameObject))
{
wardrobeController.CheckPassword (id) ;
AudioManager.Instance.Play ("LampaSFX") ;

if (wardrobeController.isPasswordCorrect)
{

DisableEmission () ;

Destroy(this);

void EnableEmission ()
{

mat.EnableKeyword (" EMISSION") ;
}

void DisableEmission ()
{

mat.DisableKeyword (" EMISSION") ;
}



B.5 Cxpunt TorchColorChanger.cs

using UnityEngine;

public class TorchColorChanger : MonoBehaviour

{

private ParticleSystem particleSys;

[SerializeField] public int currentColorIndex = 0;
[SerializeField]

private Color[] colorSequence;

private void Start ()

{
particleSys = GetComponent<ParticleSystem> () ;
ApplyColor (colorSequence[currentColorIndex], 6f);

private void Update ()
{
if (RaycastController.Instance.isPressed &&
RaycastController.Instance.hit.collider != null &&
RaycastController.Instance.hit.collider.gameObject ==
gameObject)

{

currentColorIndex = (currentColorIndex + 1) %
colorSequence.Length;

ApplyColor (colorSequence|[currentColorIndex], 8f);
TorchesController.Instance?.CheckPassword() ;

void ApplyColor (Color baseColor, float intensity)
{

var psRenderer =
particleSys.GetComponent<ParticleSystemRenderer> () ;

MaterialPropertyBlock block = new
MaterialPropertyBlock () ;
psRenderer.GetPropertyBlock (block) ;

block.SetColor (" EmissionColor"™, baseColor * intensity);

psRenderer.SetPropertyBlock (block) ;
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Bb.7 Cxpunt TorchesController.cs

using UnityEngine;

public class TorchesController : MonoBehaviour, IItemHasClue
{

public static TorchesController Instance { get; private set;
}

public GameObject passworQuad;

public bool IsDone { get; set; } = false;

public TorchColorChanger[] torchColorChangers = new
TorchColorChanger[5];

private readonly int[] correctPassword = new int[5] { 1, O,
0, 1, 2 };

private void Awake ()
{
if (Instance != null && Instance != this)
{
Destroy (this) ;
return;
}

Instance = this;

public void CheckPassword()

{
for (int i = 0; 1 < torchColorChangers.Length; i++)
{

if (torchColorChangers[i].currentColorIndex !=
correctPassword[i])

{

return;
}
}
IsDone = true;
passworQuad.GetComponent<AnimationController> () .PlayAnimation (0)

for (int i = 0; i < torchColorChangers.Length; i++)
{

Destroy (torchColorChangers([i]) ;
}
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b.8 Cxpunt TVcontroller.cs

using UnityEngine;

public class TVcontroller : MonoBehaviour, IItemUsable

{

public VideoPlayerController videoPlayerController;
public GameObject TVvideo;

public void OnItemUsed ()

{

videoPlayerController.PlayNextVideo () ;

b.9 Ckpunt WardrobeController.cs

using UnityEngine;

public class WardrobeController : MonoBehaviour, IItemHasClue

{

public AnimationController animationControllerSingle;
public int[] correctPassword = { 0, 1, 1, 0 };

public int[] userPassword = {
public bool isPasswordCorrect

2, 2, 2, 2, };
= false;

public GameObject password;
public bool IsDone { get; set; } = false;
private bool hasStartedAnimation = false;

void Start ()

{

animationControllerSingle =

GetComponent<AnimationController> () ;

}

public void CheckPassword (int newNumber)

{

for (int i = 0; i < userPassword.Length - 1; i++)
{
userPassword[i] = userPassword[i + 1];

}
userPassword|[userPassword.Length - 1] = newNumber;

for (int i = 0; i < correctPassword.Length; i++)
{
if (userPassword[i] != correctPassword[i])
return;
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}

isPasswordCorrect = true;

void Update ()
{
if (isPasswordCorrect &&
'animationControllerSingle.isPlaying)
{
if ('hasStartedAnimation)

{

password.SetActive (true);

animationControllerSingle.animat.Play(animationControllerSingle.
animations[1]);

hasStartedAnimation = true;

return;

if (!animationControllerSingle.isPlaying)

{
Destroy(animationControllerSingle) ;
IsDone = true;



