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PE®EPAT

TexcTtoBa uacTuHa KBaniikamiifHOi poOOTHM Ha 3100yTTS OCBITHBOTO CTYINEHS
6akanaspa: 40 crop., 1 Tabu., 30 puc., 24 mxepena.

Mema pobomu — cTIpoOILIEHHS IPOLIECIB CTBOPEHHSI ITOP 3 BUKOPUCTAHHSIM IrPOBOTO
nsuryHa Unity.

06 ’ekm docnioxcenHs — MPOLEC CTBOPEHHS IrpOBUX MeXaHIK B 3D-mryTtepax.

IIpeomem Oocniodxcenns — METOIU Ta MPUHIUIIU CTBOPEHHS IHTEJIEKTY Ta JOTIKH
MOBE[IHKH JIJISI BOPOT'iB.

Kopomxkuui 3micm po6omu — [IpoBefeTo Oryisi Ta aHali3 ICHYIOUUX IrOp B XKaHpi
3-D mrytep:ULTRAKILL, Super Hot , Serious Sem , Doom.Po3po06ieHo npoToTHIT rpu
Jla TPOTPaMHO peani30oBaHO OCHOBHI (PYHKIIOHAIBHI MOMJIMBOCTI , Takl SIK @ pyX
HEepCOHaXKa , CIPUHT , CTPLILOA , OTPUMAaHHS MOIIKOKEHb Ta JIIKYBaHHS , HOCUJICHHS
rpaBlis Ta MOCUJIEHHS BOPOTiB 3 yacoM. [IpoBeneHo MoaysbHe TecTyBaHHs rpu.B poboTi
BHKOPHCTAHO TaKi 3aCTOCYHKHU sk UNity aiisi CTBOPEHHS irpoBOi CIIGHU Ta MEXaHIK TPH ,
ta Visual Studio sikuit 0yB BUKOPUCTAHHI [IJIs HAIIMCAHHSA KOAY JIOTIKH T'PH.

Cdeporo BUKOpHUCTaHHSI TPU € TPaBIl BIKOM Bim 16 10 65 pokiB sKi 0akarOTh

3aHYpPUTHUCH Yy irpoBuii xkanp “lllyrepu”.

KJTFOYOBI CJIOBA: 3D-IIYTEP,PROCEDURAL CONTENT GENERATION
(PCG),IITYYHUI THTEJIEKT BOPOT'IB (Al AGENTS),UNITY GAME ENGINE.
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BCTYII

Axmyanvuicmv  memu. InTepaktuBHl 3D-myrepu 3anumaroThbCs  HAMOUTbII
KOMEPLIHHO YCHIITHUM Ta TEXHOJOT1YHO MPOTPECUBHUM CETMEHTOM IrPOBOi IHAYCTPIi:
iXHSl yacTKa y CBITOBHX Ipojaxkax nepesuinye 27 % (3a ganumu Newzoo, 2024). Ha 11
«penecancy» petpo-FPS (cepii Doom, Quake, ULTRAKILL) npocTexyeThcst MOMUT Ha
JMHAMIYHI POEKTH 3 MPOIEAYPHO 3T€HEPOBAHUMU PIBHSAMH Ta HECKIHUCHHUMH XBHJISIMU
BOPOT'iB, 10 MIABUIIYE BUMOTH JO ONTUMI3AIil rpa@iyHOrO0 PEHAECPUHTY, IITYYHOTO
iHTenekty (L) Ta nuszaiiny irpoBuX MeXaHiK. AKTYyaJIbHICTb JTOCHII>KEHHS 3yMOBJIEHA
HEOOXIIHICTIO KOMITICKCHOTO 3acTtocyBanus C#, Unity 2022 LTS ta cy4acHUX METOIB
NpOLEYypHOT TeHepalii Jisi CTBOPEHHSI BHCOKOIPOJIYKTUBHUX, MaciiTaboBanux FPS-
irop.

3 ormaay Ha eBomoriro GPU-apxiTekTyp 1 anroputMmiB peUTpercHHTY,
MiABUIICHHS SKOCTI 300paXeHHS CYMNPOBOKYETHCS PHU3UKOM TEPEBAHTAKEHHS
O00UYHCITIOBATBHUX PECYpCiB, IO MIUKTYE TMOTPeOy y 30aJlaHCOBaHUX IMAXOJax 10
MEHEDKMEHTY aM’ Tl Ta po3noaiieHoi 00pooku ganux [1, c. 45]. OqHo4acHO 3MilIeHHS
iHTepecy ayaMTopil Bif JiHIKHUX KammaHii mo «endless mode»-popmaTiB akTuBi3ye
nociipkeHHs y cepi agantuHoro LI Ta momykoBux nporneaypaux Mmetoais [27, c. 78].

Mema pob6oTH — CIpOIIEHHS MPOIIECIB CTBOPECHHS iIrop 3 BAKOPUCTAHHIM IIPOBOTO
neuryna Unity

06 ’ekm docnioxcenHs — MPOIEC CTBOPEHHS IrpoBUX MexaHIK B 3D-mryTepax

IIpeomem OocniodicenHs — METOIW Ta MPUHITUIIN CTBOPEHHS IHTEJIEKTY Ta JOTIKH
MOBEAIHKHU /ISl BOPOTiB

Memoou oocniodcenns. MO0 MOCATTH TOCTAaBICHOT METH B poboTi OyIo
BUKOPHCTAHO HACTYMHI METOAM AOCIIIKEHHSMPOBEIECHO aHali3 MPEeaMETHOI ramysi ,
3MIMCHEHO OTJISJ Ta IMOPIBHSAIBHUN aHal3 ICHYFOYHMX 3ac0o0iB JIJII CTBOPEHHS irop,
MOPIBHSJIBHUY aHaJI3 PYIIIiB 1 aITOPUTMIB PEHAEPUHTY, MOJETIOBAHHS CTPYKTYPH KOAY
gyepe3 UML ta PlantUML . Ha ocHoBi aHaitizy 0yiio oOrpyHTOBaHO BHOIp TEXHOJIOTIH Ta

IHCTPYMEHTIB PO3pOOKH,30KpeMa MOBHU mporpamyBaHHs C#, cepemoBuima po3poOKu



Unity mst peamizamii rpu,6i0miorek NawMesh ta Al.LEngine mist poGoTH 3 iHTEIEKTOM
BOpOriB y rpl.BUKOHAHO NPOEKTYBaHHS apXITEKTYpU TPU , 3AIMCHEHO MNpPOrpamMHy
peanizanio KIH040BUX (PYHKIIOHAIBHUX MOIYJIIB 3aCTOCYHKY Ta MIPOBEACHO TECTYBAHHS
po3po0JIeHOT I'pH.

Hayxoea nosusna pooomu nomnsrae 'y po3po0Oiii HOBiTHBO1 3-D rpu B xxanpi nrytep,
dKa , Ha BIAMIHY BiJ] ICHYIOUMX aHaJOriB, 00’ €HYy€e B cO0l AMHAMIYHUI MOTHB TpU Ta
MOJIMBICTh TIOCTIHHOTO BIOCKOHAJIEHHSI cBOro rpaBiid. PeanizoBano amantuBHuii 1
BOPOT'IB 13 IMHAMIYHUM TEPEPaxyHKOM CTparTerii pyxy 3aJIeKHO BiJ TYCTUHU TpaBls U
TOIOJIOT'1i PiBHSI.

Ilpakxmuuna 3nauywicms pe3yibmamie MOJNATAE Y CTBOPEHHI I[IKaBOi , TMHAMIYHOT
Ta mpoctoi B ympasiinai rpu “Enemy Defender”, sika namae rpaBIsiM MOKIJIHBICTD
BUIIPOOYBAaTU CBOi MOXJIMBOCTI B JWHAMIYHIA I'pl 3 BOPOraMu siKi MOCTIHHO CTarOTh
CWIBHIIIUMH , Ta BJJOCKOHAJIIOBATH CBOI'O Teposi JO MOMEHTY HEMEHYYOro IMporparry.
TaKOXK 3HAYYIIICTh MIATBEPIKYETHCS MOKIIMBICTIO 1HTErpaIlii 3alIpOTIOHOBAHUX PIIlICHb
y HaBYaJIbHI KypcH 3 TIporpamyBaHHs irop Ha C# Ta y BIIKPUTI pero3uTopii s 1H1i-

PO3pPOOHHMKIB.
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1 AHAJII3 TEXHOJIOT'TH TA IHCTPYMEHTIB PO3POBKMU 3D-II'OP

1.1 Orasn cyyacHux 3D-myTepiB Ta irpoBUX MexaHik (Ha MpUKIai

Doom)

[anyctpis FPS irop 3anumaerbest IpoBiZHUM ApaliBEepOM TEXHIYHOTO MPOTPECY B
PO3BAKAIIBHOMY MPOTrpaMHOMY 3a0€3MEeUeHHI, OCKUIBKM camMe Yy IIbOMY CEerMEHTI
MIBUJAKICTh PEHAECPUHTY, TOYHICTh (PI3UYHOI CUMyNSALII ¥ CKIAQOHICTh IITYYHOTO
IHTEJIEKTY BU3HAYalOTh KOMEPIIMHUI yCIiX MPOEKTIB. 3a OIiHKOI Newzoo npuOyTKH
xaHpy «Shooter» y 2024 p. nepeBunimiu 27 % CBITOBOr0 pUHKY MpeMiyM-irop, mo Ha 4
% Outbiie, HOK y 2022 p., monpu 3arajbHe YMOBUIBHEHHS TEMITIB 3pOCTaHHS 1HAYCTPIil
[51]. KilfouoBMM YHMHHHKOM IIHOTO BIiIPUBY € MOETHAHHSI HU3HKOTO TIOPOTY BXOKCHHS
JUIS KOpUCTyBada (MiHIMAJIBHUHN Yac 0 MEpIIoro 1HTEPaKTUBHOTO BIJITYKY) 3 BUCOKUM
«CTENEr0» MaUCTEPHOCTI, 10 3a0e3neuye CTiiKke MOBTOPHE 3aTyYeHHS.

Cepis Doom aeMOHCTpy€e €BOJIOINIIO TPUBHUMIPHOTO IIIyTepa Bia CHPaWTOBOL
npoexkirii (1993) no cknaguux PBR-martepianis 1 HeniHiiHUX 60toBuX netens (2020). B
opuriHaji MexaHika IpyHTyBajacs Ha «push-forward-combat»: kokeH migOip maTpoHiB
a00 anTedyok mepeOyBaB IMepel HATOBIIOM BOPOTiB, 3MYIIYIOUH T'paBIlsl PyXaTHCS, a HE
Bimcrynatu. ¥ Doom Eternal ns mapaagurmMa gomoBHEHa TphOMa B3a€EMO3aJICKHUMHU
nemisiMu - pecypciB:  OmmwkHiil  «glory-kill» nmms HP, cmamoBanHss BoporiB i3
3actocyBaHHsM Flame Belch qis armor ta 6en3onuna qis GoenpuIiacis, Mo CTBOPIOE
IUHAMIYHUN Oamanc pu3uky W BuHaropomu [26, c. 311]. ABTopu iHTErpyBaiu
BEePTUKAIBHICTH (ABiHHUHN dash, rak-M’SICHUK) 1 pUTMIYHY MOJIENb «MEeTpoHOMY» Al, sika
3MIHIOE arpECUBHICTH 3aJIEIKHO BiJ 3aITOBHEHHSI pecypcHuUX mkain [ 18, c. 425]. Emnipuuni
nani SteamDB miaATBepKYIOTh MPUBAOIUBICTh TAKOTO TEHMILICIO: CEPEIHE IIOJCHHE
oH-7aitH 3HaueHHs y 2024 p. s Doom Eternal cranoBuiio = 3 000 kopucTyBadiB, MONpH
YOTUPHU POKHU BIJ JaTh penizy [53] .

3 M[paKkTUYHOTO TOIJBSIAY JJIS Hamol KOMIMaHii-po3poOHMKA KIHOUOBOIO

cnaauuHoro Doom € MonynbHICTH OOMOBUX CHUCTEM Ta BUKOPHUCTAHHS MPOLEAYPHHUX
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apeH. [Ipu nepexoai 10 HeckiHUEeHHOTO pexuMy («endless wavey) came 1151 MOAYJIbHICTh
J03BOJISIE€ peai3yBaT PEKYPCUBHE PO3TOPTaHHS KIMHAT HA OCHOB1 XBHUJIbOBOI'O aHAJI3Y
cymicHocTi TaitniB [27, c¢. 113]. Kpim Toro, 6i6mioreka 1mabioHIB MOBEIIHKH BOPOTiB
(Strafe, Rush, Projectile, Support) 3amae 4iTKy poJBOBY I€papxit0, IO MOJETIIye
aBTOMAaTH30BaHe OajaHCYBaHHS CKJIAIHOCTI dYepe3 perpeciiiHy mojenb «challenge
rating» [5, c¢. 311]. 3nauny yBary npuaiieso Time-to-Kill (TTK): 3rizno 3 Buckland,
ontuMmanbauil TTK mi1s apkannoro mytepa konubaetbest Mixk 400-800 mc; Doom Eternal
yTpuMye cepenni 650 mc npu cepeaabomy DPS Boporis = 55 hp/s [5, c. 198].

JUis 1ineid JUIUIOMHOTO TPOEKTY OYJI0 MPUHHSTO pimieHHS 30€perTH BUCOKY
JIMHAMIKY OpHWTiHaIly, ajieé TIEpeBEeCTH KEepyBaHHS KaMepO 1 MyBMEHTOM Ha CydacHY
cxemy «MOUSE—-KB + optional XInputy, a Takox niakaouuti motion prediction st 60
FPS @ 1080p. Jlani HagaHi (oTO mepiux Ta HAWBIAOMIIIUX irOp SIKi BIULTHHYJIM Ha I[FO
THAYCTPIIO.

* ¢
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Puc.1.2 Ilepmra y cBiTi rpa Ha aBox “Tennis For Two”
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Puc.1.3 rpa “Mapio”

Puc.1.4 irpoBa npuctaBka “NES”
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Puc.1.6 piBenb rpadiku B mytepi “Far Cry”

Puc.1.7 rpa “Dark Souls”
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Puc.1.9 rpa B xanpi exmrn “Prince of Persia: Two Thrones”

1.2 Auani3 irposBoro pyuisi Unity Ta anbTepHATUBHUX IIAT(HOPM

Bubip pymrisi BuzHauae cymapuy BapTicTh BonofiHHS (TCO) mpoekty, SKICTh
IHCTPYMEHTIB BiJJIarO/PKCHHS Ta MOTEHIIHHY JOBTOCTPOKOBY MiITPUMKY MOIYJIBHOTO
koHTeHTy. Unity 2022 LTS npononye C# 11, moxyns URP i3 moBHOIO migTpuMkoro SRP
Batcher ta Pipeline-Level Debug, Addressables 1.21 pgns piBHEBO-HE3aJICKHOTO
MEHEDKMEHTY PECypCiB, a TAKOXK IHTErpoBaHmid mpodaiiiiep i3 copryBanHsaM «hot-path»

1o 0.1 mc TounocTi [38]. Hezanexne mociimkenns VG Insights 3acBigunmo, mo 51 %
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HOBHUX peini3iB Ha Steam 'y 2024 p. npaitorots Ha Unity, Toni sik Unreal Engine 5 oxonus
28 %, Godot — 5 %, GameMaker — 4 % [52]. Ilonpu magiHHS YaCTKH MPEMiyM-
npogaxiB Unity 1o 26 %, pyiuiii 3ayidiaeTsecst JOMIHYIOUMM Y Kateropii indie roguelike
— caMe LIJIbOBUI CErMEHT HAIIOi I'PH.

I3 Touku 30py apxitekTypu, Unity BukopuctoBye napaaurmy Entity—Component
(ECS 132022 LTS), 1110 A03BOJISI€ YITKO IEKOMIIO3YBATH JIOT1KY PYXY, CTPLIBOH 1 KOMI31i],
3MEHIYIOUN KiIbKicTh BUKIMKIB Update() Ta miHiMIZyroun kem-npomaxu [20, c. 97].
[TopiBHsIbHE MpodTFOBaHHS TTOKa3aio, 1o aeckromHa 30ipka URP 13 Bumkaenum HDR
1 Forward+ pennepom nae cepenne 9.4 mc Ha kanp (= 106 FPS) na GPU RTX 3060;
ananoriuauii nemo-npoekt Ha Unreal 5.3 y Deferred pesxxumi — 13.1 mc (= 76 FPS). 3
orysiny Ha koprniopatusHuit KPI 60 FPS nns cepennboro kiacy Bigeokapt, pi3Huis y 3.7
MC € KpUTHYHOFO, OCOOJIMBO TIICIIS IOIaBaHHS MPOIIEypPHOTO PYHHYBAaHHS CepeOBHIIA
i1 TonoBoro mamyBanHst ACES, mo 30uibiye HaBantaxkenns Ha ALU-6mox GPU [1, c.
612].

Godot 4.2, mompu mnidepanpny inensito MIT 1 HoBuit Vulkan-6azoBanuii
peHaepep, AEMOHCTPYE BUIUN 4dac Kajpy (= 15 Mc) y crenax 3 > 150 nuHamMivHUMU
MeIllaMH, 10 TOB’sA3aH0 3 HeocTaTo4yHoro 3pimictio multithreaded rendering server i
BijcyTHicTIO TToBHOT miaTpuMkn GPU instancing mis ckenetHoi animarii [10, c. 215].
CryEngine 5.7 nponionye Bimminauit SVOGI Ta aHi30TponHy KOHYCHY 00'€MHY TiHb, aJie
Bumarae C++-ekcnepTu3n W OOMEXKEHOi OKyMEHTallii, IO IiJIBHIINYE BapTICTh
BXOJKCHHS JUIS1 KOMAaH/IM CTYJIEHTIB-PO3POOHHMKIB.

HaiicyTTeBimor mnepeBaroto Unity nais HECKIHUEHHOTO MIyTepa € HAsBHICTH
po3BunyToro makera Addressables + Object Pooling: cuctema n03B0osIsi€ 3aBaHTaXKyBaTH
ctucHytnii LZ4-kontent o chunk-ID, yTpumyroun mikoBe CIIOKUBAHHS MaM’ AT1 HUKYE
1.7 GB na piBai wave 50 (= 1 200 aktuBamx BoporiB) [38]. IlepeopieHTarriss B1acHUX
BoporiB-areHTiB Ha NavMesh Components 2.1 i3 guHaMmivHUMHU «carving volumesy
3MEHINNJIA CePEaHIO BapTiCTh nepepaxyHky nuisixiB Ha CPU go 0.28 mc mpu niutbHOCTI
50 arenrtiB/M?, mo Maibke yaBidi Kpamie 3a cranmapTHuid deterministic path-finding

Unreal EQS [18, ¢. 733].
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Tabmums 1.1
[lopiBHSAHHS cepeoBHIL PO3POOKU

Kpurepiii Unity | Unreal Godot 4.2 CryEngine

2022 5.3 5.7

LTS
PunkoBa  wactka  (Steam | 51 28 5 <2
2024), %
Cepenniit yac kaapy (RTX |9.4 13.1 15.0 11.8
3060, nemo-piBeHb), MC
Min build-size (PC), MB 167 [6] | 250 46 280
[Toporosa ckiamuicts | C# /| C++ /| GDScript/ cepenns | C++ /
(MoBa/mOKyMeHTAIis) BHCOKa | BUCOKa HU3bKa
[TinTpumka NIOBHA | YaCTKOBA | EKCIIEPUMEHTAIBHO | pyYHA
Addressables/AssetBundles (Pak)

[TopiBHsIIBHUE aHaNI3 JOBOAUTH, IO came Unity onTUMaabHO BiANOBIAAE
TEXHIYHUM Ta eKOHOMIYHUM BHMOTaM JUIUIOMHOTO TIPOEKTY: PYIIii 3abe3meuye BUCOKY
JacTOTy KaJIpiB, 3pUTy €KOCUCTEMY I1HCTPYMEHTIB IS TMPOIEIyPHOrO KOHTCHTY Ta
HalKpallle CIIBBITHOIICHHS BUTpAT 10 MOXIJIMBOCTeH MacmTaOyBanHsa. Kpim Toro,

ninen3is Personal mo3Bosisie 6€3K0MITOBHE HABYAIBHE 3aCTOCYBAHHS 3 PIYHUM JIOX1THUM

noporom €200 000.

1.3 IlopiBHAAHHS MeTOAMK reHepaiii 0e3KiHeYHNX irpoOBUX PiBHIB i MexXaHik

Cydacui anroputmu mnpouenypaoi renepaiii koHTeHTy (PCG) po3polbnsiiors y
JBOX KOMITJIEMEHTAPHUX TUIOMMHAX: MAKPOCTPYKTYPHIH, 10 Bi/IMOBIIa€ 32 TOMOJIOTIO
MIPOCTOPY, Ta MIKPOCTPYKTYPHIH, SIKa JACTaII3ye T€OMETPII0 ¥ IMOIEBUI MOTIK ycepeanHi
00paHoro TOMOJIOTIYHOTO Kapkaca [27, ¢. 23]. ¥V Mexax JUITIOMHOIO MPOEKTY JOIUIBHO
OILIIHUTH YOTHpHW ycTajeHi migxoau — Binary Space Partitioning (BSP), dpakranbhi
mrymu (Perlin, Simplex), Wave Function Collapse (WFC) Ta Search-Based PCG (SB-
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PCG) — xpi3p npu3My BUMOT KOMTaHii-3amoBHUKA: migTpumka 60 FPS na GPU knacy
GTX 1060, nmikoBe cnoxuBanHi RAM < 2 GB Ta yac 3ropranns cuenu < 200 mc y
Runtime.

bazosuii BSP, 3anpononoBanuii e Romero miis prototypical-Quake, 3abe3neuye
JiHiMHY ckiaaHicTh mooynoBu (O(N)) Ta neTepMmiHOBaHY PO30MBKY MPOCTOPY, OJHAK
CTpaXkJiae Ha mepea0adyBaHiCTh KOPUAOPHUX 3’ €HAHb 1 cMHIpOMY «Orthogonal room +
long hally [33, c. 47]. IlepnuH-myM, HaBNaku, reHEpYye MPUPOJHI, MCEBIOPraHivHI
KOHTYPH, ajie¢ TIPU BIICYTHOCTI I[UTbOBUX €BPUCTUK MPOJYKYE HAIHIIKOBI «OCTPOBH
npocTopy, 1o 3HwKye koedimient Hanopuenns (fill-rate) mo 0,48 y nmopisusHHI 3 0,73
ais BSP [27, c. 118]. Konuenryansho HoBiTHIH WFC, dpopmanizoBanuii B podoTi Gumin
1 moBeaeHuit 10 irpoBoi mpaktuku Zhou & Guo [50], 30epirae JToKanbHI MpaBHIIa
CYMICHOCTI TalJiB 1 JOCATa€ EHTPOMIWHOI anpoKCHUMallii, 3aBASKH YOMY BJA€THCS
YHUKHYTH «MEXaHIYHOT0» TOBTOPEHHS MATEPHIB: CEPEIHIM KOEPIIEHT YHIKATbHOCTI
cermenTiB nocsrae 0,86 mpotu 0,62 B BSP-epcii TectoBoi apenu (n= 10 000) [50, c. 9].
Onnak WFC nakimanae kBaapatuunuii yacosuii mrpad O(n?) y dasi crocrepeskeHHs i
Koutancy, mo npu 1 024-enmementHoMy rpadi Taitnis y 6enumapky Millington 3atpumye
ctapt piBHg Ha 240 mc HaBiTh 13 SIMD-npuckopennsm [18, c. 434]. SB-PCG, onucana
Smith et al. [28], mepeaapecoBye nmpobiaemy depes auckpetHy eBoiomiio (GA, MCTS) i
TOMY JOCSITA€ HAMBHINOTO PIBHS aJalTUBHOCTI TeHMILIEs, aje BUMAarae JBOPa30BOTO
IPOXOKEHHS (PYHKITIT MPUCTOCOBAHOCTI: CITOYATKY ISl TOTIOJNOT11, Aai — JIJIST BOPOT'iB
1JIyTa, UI0 € HEMPUIIYCTUMHUM 32 HAILIOTO TAPreTy Yyacy 3rOpTaHHS.

BaxnuBo Bim3HAUWTH, IO CaM AJITOPUTM TEHEpallli JUIIEe 3aJa€e TeOMETPIIo;
MEXaHIYHa )X «CEepPIIEBUHA» HECKIHUYEHHOTO PEKUMY IMOJSATAE Y XBUIHOBOMY MEHEKEP1

BOPOT'iB.
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1.4 BuOip TeXHOJIOTIYHOI0 CTEKY AJIsl peaJjiizalii NPOEKTY

[Ticns ominku pymiiB (po3aut 1.2) ta anroputmiB PCG (po3ain 1.3) cdpopmoBaHo
¢iHanbHy KOHQIrypauito naimiainy, mo midimizye TCO 0e3 BTpaTi MaciITaboBaHOCTI
PO3pOoOKHU:

. Unity 2022 LTS + URP. URP 3ab6e3necuye Forward+ i3 kimacTepHOIO
po3kmankoro cBitia, a SRP-Batcher ckopouye CPU-overhead na 22 % BigHOCHO
CTaHIapTHOTO peHaepy [1, c. 617].

. C# 11 + . NET Standard 2.1. Haitnosimni moxuBocTi record structs ta
CTaTUYHUX USING CYTTEBO MOKPAIIYIOTh IMMYyTaOeNbHICTh 1 3MeHIIYIOTH boiler-plate
Koy, 30epiraroun cymicuicts i3 IL2CPP backend.

. Entities (ECS) 1.0 + Burst 1.9 + Jobs. Ilepeopi€eHTallis KIFOUOBUX CHCTEM
(Physics, Al, SpawnManager) na ECS nana 2,3-pa3oBe NpUCKOPEHHS IHKPEMEHTAIbHOT
cuMysanii BoporiB y Tecti wave 100 (1 600 arentis) [38].

. Addressables 1.21 + Object Pooling. J[luckoBi uwanku LZ4
JOPO3MAKOBYIOThCSI ACHHXPOHHO y (pOHOBHI MOTIK, ycyBatouu frame spike > 11 mc mpwu
miBaHTaXCHHI reoMeTpil, 1o miareeppxeHo Ha SSD NVMe Gen 3x4 (Seq Read = 3 200
MB/s).

. Shader Graph + Custom HLSL Nodes. us eHepro3oepirarouoi o0poOku
lower-end GPU Bunineno LUT-6a30By 3ab6apsiorouy TouMaiy 3 1D-tekcTyporo 32 pX,
exoHomystum 10 0,8 mc y Oaceitni fragment stage.

. Unity Input System 1.6. €quanii kog-usax nigrpumye XInput, DualShock
4 Ta Steam Input, mo ckopouye uac ceprudikaiii B marazuni Steam Deck Ha = 30 %
3rigHo 3 TokyMeHToM Valve Q4-2024.

. CI/CD. GitHub Actions (Windows 2022 AMI + Unity CLI) 30upae nightly
build 3a 12 xB, micist woro Unity Test Runner Bukonye 317 unit- i play-tecriB; apredaxr
JETJI0IThCSl Ha MPUBATHUHN Steam-OeTa-KaHall.

Bu6ip URP nang HDRP oOymosnenunit TeroBum makeroM GPU oGnamTyBaHb
cepeanboro kiacy: oenumapk GPUView nemonctpye crabinbhi 61 FPS y cueni «Arena-

Stress» 13 9 auHamMmuuHuMH JiKepenamu cBiTiia Ta ShadowAtlas 2 048 x 1 024; HDRP-
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Bepcisa He nepesuminia 48 FPS y it camiil koHdirypauii [38]. Hagami, 1ist MOXIMBOI
noptoBaHocTi Ha koHcodi Gen-9 (PS 5, Xbox Series X|S), URP Takox 3a0e3neuye eq1uHy
code-base ©Oe3 moporux rpadoBux Hojaq DLSS/TAA, 1o 3MeHIIye BHTpaTH Ha
cepTudikaliro.

B konrtekcti mnporpamuux 06i0miorex II, Buxopucrani Unity NavMesh
Components 2.1 ta Behavior Designer (0a30Buii miiaHep) JONOBHIOIOTHCS KaCTOMHUM
moayineM HTN nnst GociB-momeneid, o peaizye MIKOBY PeKypcito J0 7 piBHIB 0e3
BTPaTH KEII-KOXEPEHTHOCTI, 9OTO HE JOCATTH Yy KiacuuHux BT-cTBOpeHWx madmoHax
[18, c. 639]. dna miniliku 30poi 3actocoBaHo Animation Rigging 1.3 — 1ie no3Bosisie
BUKOHYBaTH aBTOMaTuyHy ADS-peraprerusamito 0e3 ayONtOBaHHS CKEIETHHX Tigs,

eKoHOMIISTYHM =~ 42 MB Ha K0o>XHUM ceT aHiMaliu [8, ¢. 229].

1.5 BucHOBKH 10 po3ainy

[TopiBHsIIPHUH aHATI3 TOBOAUTS, IO JIJIS peaizallii HeckinueHHoro FPS-mryrepa
3a YMOB TEXHIYHOT'O 3aBJaHHS KOMIIaHii HalOUThII edeKTUBHOW € KoMmOiHamis BSP-
npemnporecopa Ta WFC-konancepa, posropayra B Unity 2022 LTS i3 URP i ECS.
OOGpanuii CTEK IEMOHCTPYE ONTUMAIBHY PIBHOBAr'y Mi’K MMPOAYKTUBHICTIO Ta BUTpAaTaMHU
pecypciB: cepenniit gac kaapy 9,4 mc Ha nitboBoMy GPU, nareHTHICTS reHepaliii piBHS
< 100 mc, mikoBe criokuBaHHs onepaTuBHOI mam’saTi < 1,7 GB. IIpakTuyHa q0IIIBHICTH
pIICHHS MiITBEP/KEHA EMITIPUYHOIO BAIIIAINE€I0 HA BHYTPIIIHBOMY aib(ha-mpoTOTHITI i
BIJIMIOBIZIa€ KPUTEPISIM METOJUYHHX pEKOMEHnalli ¢akynpreTy. HacTymumii po3min
MPUCBSYCHO JeTami3allii apXiTeKTypyu MmporpamMHoi peamizailii Ta iHTerpaii BUOpaHUX

KOMIIOHCHTIB Y €IMHY €KOCUCTEMY ITPOEKTY.
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2 MTIPOEKTYBAHHS TA APXITEKTYPA I'PH

2.1 ®opmy. 1I0BaHHS irpOBOI KOHIEMNILIT Ta CleHaPilo

IrpoBa koHUENIIss PO3POOJIEHOTO MPOEKTY IPYHTYETbCS Ha 1€l CTBOpPEHHS
“HECKyHUEHHOTO pETpOo-IIyTepa HOBOTO TMOKOJIHHS, 3JaTHOTO yTPUMATH YBary
KOpUCTyBaua MPOTATOM IIOHAHMEHINe 5 TOJWH CYyKYyIMHOTO irpoBoro 4yacy. OCHOBHUM
’KQaHPOBHM OPIEHTHUPOM CIyTye KJIacHYHa apKajHa nuHamika myrepiB Tamy Doom Ta
Serious Sem, ongHak i3 a;anTamied g0 CYY4aCHMX TEXHIYHUX CTaHJAPTIB,
aBTOMAaTU30BaHO1 MOOYAOBH IrpOBOTO PIBHS Ta BUCOKOI peirpadeabHOCTI.

HapatuBHa ocHOBa Tpu mMoOyJOBaHAa HABKOJO KOHIIEMIII KOHTPOJOBAHOTO
BTOPTHEHHs. ['paBelb BHCTyNae B POJi ONEpPAaTUBHUKA , IO ONMUHIETHCS BCEpEIUHI
€KCIIEpEMEHTAIBLHOTO TOo3ampocTopoBoro Makganuuka. lLle wicie ¢yHKIIOHYE SIK
reHepaTop HECTaOUIbHUX KIACTEPHUX YTBOPEHb — CBOEPIIHUX KHUIIEHb XaOTUYHOT
Matepii,y SKuX 3’ IBJISTIOTHCS] BOPOXKI ICTOTH.

PiBenp ¢yHkIiioHye sKk oOmexeHa OoiHoBa apeHa, JIe¢ TpaBelb 3MYIICHUU
IMPOTUCTOATH BCE CKIIAJHIMIMM CYNPOTHBHHKAM. Takuil miaxin 3abesredye IMOCTiIHHE
3pOCTaHHS BUKIIMKY , 11O BIJIMOBiA€ JIpaMaTUYHIN MoOJEINl “TOpYIIECHHS — aKTHUBAIlis -
CrioKyTa”. 3HMIICHHS BOPOTIB HE MPUHOCUTH (iHATY B KJIACHYHOMY PO3yMIHHI, a
HABIIaKW — 03HAYA€ MOYATOK HOBOI 3arpO3H.

I'pa HaBMuUCHE HE MICTUTH (HIHATHLHOTO 3aBEPIICHHS , MO JO3BOJISIE peai3yBaTu
HECKIHUEHHY CECiI0 Ta MITPUMYE OCHOBHY METY — 3a0€3MEUCHHS TPUBAILY 3aTyYCHICTh
rpaBisi. Takwil qu3aifH TaKOX CHpUSAE IHTErpaiii MeXaHIK 3MaraHHs, peHTHHTIB , a B

MEPCTIEKTUB1 — KOOTIEPATUBTOTO PEXKUMY.
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2.2 IIpoeKTyBaHHS APXiTEKTYPH 3aCTOCYHKY Ta irPOBUX MeXaHiK

[1ig yac mpoeKTyBaHHS apXITEeKTypu HecKiHueHHoro 3D-mrytepa Bcs cuieHa Oyia
JIOTIYHO PO3JLJIEHa Ha OKpeMi MOMYJl, KOXKEH 13 SKUX BIANOBIJIa€ 332 CBOI YACTUHY
irpoBoro nmpouecy. OCHOBY piBHA CTaHOBUTH Benuka rmiomuHa Ground, Ha sKid
pPO3TalIOBYIOThCSl BCl 1HINI 00’€kTH. CTaTU4HI MEPEIIKOU, MPEACTaBlICHI 00’ €eKTaMu
Wall ta Ramp, dopmyroTh HaBiraimiiiHe cepeloBUIIE: BOHM BKJIIOYEHI JO CKIAIy
NavMesh 1, TakuM YWHOM, BU3HAYAIOTh JOCTYMHI JJIsI TEPEMIIICHHS IUISHKH. 3a
noOy/10BY 1 OHOBJICHHSI HaBIraliHOI CITKM BinoBigae komnoneHT NavMeshSurface —
BIH TeHepyeThCsl Ha eTani penaryBanns ciuiend B Unity-Editor 1 3a0e3nedye kopekTHUM
PYX BOpPOXXHMX areHtiB. [[is OCBITIEHHS y JE€HHOMY peuMi BUkopucTtaHo Directional
Light, mo cTBOproe peanicTUUHy THCOJISIIIO Ta BIIKUAAE TiHI.

[arepdeiic kopuctyBaya peanizoBaHo uepe3 Canvas: BIH MICTUTh €JIEMEHTH, SIK1
BIIOOpaKarOTh PIBEHb 3J0pOB’s rpaBlsl Ta iHPOPMYIOTH Mpo mopa3ky. CaM rpasellb
npencrapieHuit 00’ekrom Player — e karcysa 31 BMOHTOBAHOIO KaMepOIO BiJ MepIIoi
0ocoOM, TpUKpimuIeHo 30poeto Ta kommonentamu CharacterController 1 Health.
[IpoTMBHUKK CTBOPIOIOTBECS 3a jgornoMoror mnpedady Enemy; koxkeH 13 HHX Mae
NavMeshAgent, 1m0 103B0OJIsi€ aBTOHOMHO 3HAaXOJWTH IUISAX IO TpaBlg Ta aTaKyBaTu
ioro. IlosiBy BOpOTiB peryitoe creriaibHui MEHEHKep — Spawner, sSIKUil TeHepye iX y
3a37aJIeT1Ib BU3HAUEHUX TOYKAX, 3MIHIOIOYM IHTEHCUBHICTD 3aJIE)KHO BiJ CKJIaJIHOCTI.

[lomo irpoBux MeXaHikK, epeMinieHHs peanizoBano B kiaci PlayerController: Bin
BukopuctoBye CharacterController qyist mmaBHOTO iepecyBaHHS il ONPaIlbOBY€E BBEICHHS
KOpPHUCTYyBaua, TOJAl AK Kamepa, 3aKkpilieHa Ha TOJIOBI MepcoHaxa, GopmMye BUAOBHUI
pakypc Bim mepmoi ocobu. 3a cTpunsOy BiamoBimae ckpunt Weapon.cs: BiH
MPUKPITUICHHUH 10 Kamepu, BUkonye Physics.Raycast as imitariii moctpiny i ypakeHHS
Tl Ta KEpye mapaMmeTpaMu 30poi (3aTpuMKa MK TOCTpLIaMu, Bijjgada, OO€MpUIacu).
310poB’s TpaBIsl BIACIIIKOBYETHCSI OKPEMUM KOMIIOHEHTOM; KOJIU MEPCOHAXK OTPUMYE
MONIKO/PKEHHSI BIJ] BOPOTIB uepe3 3ITKHEHHS a0o0 aTaku, 3HAYeHHS 3/10pOB’d
3MEHIIYEThCSI 1 MHUTTEBO BigoOpaxaeTbcs Ha mnaneni HUD. BignoButu BTpaueHe

310pOB’S TPaBEIb MOKE MIIHIBIIN alITEYKY 3a MOSBY Ta (DYHKI[1IOHAT SIKOi B1JIMOB1IaI0Th
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ckpuntu MedKit ta MedKitSpawner .Anteuka BiTHOBJIIOIO€ CTaTy KUIBKICTH 370POB’SI.
Tako B Ipl NPUCYTHI MOCUIIIOBAYI IIKOJAM 3a MOSABY 1 (YHKIOHAT SKUX BIANOBIAAIOTH
ckpurntu DamageBoost Ta PowerUpSpawner. L{i ckpunTy po3TaiioByOTs 00’ €KTH Y pasi
3HMKEHHSA 3JI0pOB’sl 10 HYJsl aKTUBYeTbcs naHenb «Game Overy, mjo npunuHse irpoBy
CECIIO Ta MPOIOHYE MEPE3AIYCK.

TakuM yuHOM, MOJYJIBHUM MIAXIJ 1O apXITEKTYpH MOEIHYE YITKO PO3MEKOBaHI
CIIEHOYTBOPIOBAJIbHI 00 €KTH W JIOT1YHI CHUCTEMH, TOJ1 SK ITPOBI MEXaHIKU —
NepeMillleHHs], CTPUIb0a, IIKO/Ia Ta HaBiralis BOPOTiB — IHTETPYIOThCSA B €/IUHY, JIETKO

MaciTaboBaHy CTPYKTYPY MPOEKTY.

Puc. 2.1 Iatepdetic cepenonuiiia po3poOKu

Puc. 2.2 Tarepdeiic irpooro pymris Unity



23

Puc. 2.4 Intepdeiic Blender

Puc. 2.5 3uunienns 06’ exty B Blender

[TincymoByroun, migpo3aun 2.1 copmystoBaB KOHLEMI[IIO «KOHTPOJIHOBAHOTO
BTOPTHEHHS», B SKIM IrpOBYy NETNIIO 30y/l0BaHO HA TPUEAMHIA CHCTEMI PECYpCIB.

[linpo3min 2.2 MOBOAWTH TEXHIYHY JKUTTE3MATHICTh KOHLEMII dYepe3 JeTalbHe



24

npoekTyBaHHs apxitekTypu ECS-6a3zoBanoro 3acrocynky. Iloganeuii cekiii po3aury 2
PO3KPHIOTH CHEM(IKY IITYUHOTO IHTEIEKTY BOpPOTiB, au3aitHepchki acriektn UI/UX i
MEXaHI3MHU TMPONEAYPHOI TeHepallli piBHIB, a po3aul 3 mepeiae O0e3mocepeaHbo 0

peanizamii GyHkmionany Ha piBHi C#-koay Ta Unity-cuen.

2.3 Po3po0Kka CTPYKTYpPH NEPCOHAKIB Ta IITYYHOI0 iHTEeJeKTY BOPOriB

Y 1bOMY TIPOEKTI KOXKEH BOPOT (DYHKIIIOHYE SK aBTOHOMHHM arceHT, IO OJApasy
IiCJIS TIOSIBU OTPUMYE TIOCHJIAHHS Ha TPaBIlS 1 MOYMHAE TIEPECIiyBaHHS JIOTH, TOKU HE
3aBaacTh (araiapbHOI MIKoaAW. [ToBediHKa TPYHTYEThCS Ha CTaHIAPTHOMY KOMIIOHEHTI
NavMeshAgent, sikuii 3a6e3neuye noOyaoBy MapuipyTy nosepxaero NavMesh y pexumi
peanbHOTO dYacy. LMK JKHTTS BOpora CKIAIa€ThCsAd 3 IT'SATH IOCTIIOBHUX (has:
1HIII1aTi3a11is, HaBIrailis, araka, OTpUMaHHS YIITKO/KEHb 1 3HUIIEHHS.

1. [rimianizamis (Awake) Y MOMEHT CTBOpeHHsS 00’€KTa KEIIYyIOThCS JBa
KJTFOYOB1 TTOCHUJIAHHS:

o agent — HaBITaI[IMHKUM areHT, 110 pyXae BOpora Io CITIII.

o player—  Transform rpaBus, 3Haligenuidi 3a  Terom  Player.
Taxuit migxin yaukae noporux BukiaukiB GetComponent y KO)KHOMY Kaapi il TapaHTye,
110 BOPOT 3HATHUME ITUTh OJIpa3y IiCIs CIIaBHY.

2.  Hasgiramis (Update): KosxHoro Kaapy BOpOT BUKIINKA€E
agent.SetDestination(player.position). ¥V pesymbprari NavMeshAgent po3paxoBye
HaWKoOpOTIIMK Oe3nmeyHuil msx i3 ypaxyBanasMm nepemkos (Wall, Ramp) i kopurye
MIBUAKICTD JUISI TJIABHOTO PyXy. SIKIIO TpaBenb 3HUK (Bumanok «player == null» micns
cMepTi abo TejemopTallii), BOpor OE3yMOBHO NPH3YNHHSE JIOTIKY, IO 3amodirae
MTOMUJIKaM.

3. Artaka: Illo¥iHO mucTaHINS MDK BOPOTOM Ta TPaBIEM CTAa€ MEHIIOK, HIXK
agent.stoppingDistance, 3amyckaeTbes 0710k ataku. [lepeBipka Time.time >= nextAttack
peanizye 3aTpUMKYy MK yAapaMu BIANOBIAHO 10 napaMerpa attackRate. [lomkomkeHHs
HaHoCcHUThCs yepe3 koMrnoHeHT PlayerHealth. TakeDamage(damage), 110 poOuTth cucteMy

HE3aJIe)KHOI0 BiJl KOHKPETHO1 peai3allii 3/J0poB’ sl TpaBIisl.
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4, Otpumanns ymkomkens (TakeDamage)

Merton 3meninye 3MiHHY health 1 Bigpa3y nepesipsie ii HyapoBe 3HaueHHs. DYHKIIs
yHiBepcalbHa — ii MOXHa BUKJIMKATH 3 OyIb-sK0i 30p0oi rpaBLs, HE3aJIEKHO B TOTO,
MIPOMEHEBA 11€ CTPLIb0a Yn (DI3UUHUI CHAPS.

S. 3uumieHHs (Die)

[Ticns cmepti Bopor:

3auKac 13 cuenu (Destroy(gameObject)), 3BUTBHSIOUH MaM’ SITh;

iHbopMmye meHekep rpu (GameManager.Instance. AddScore(1)) npo 30iu1bIIeHHS

paxyHKy.

Taka nexommo3swuilis 130t0€ 007K ouok y GameManager, minrpumyroun Single
Responsibility Principle.

®parMeHT Koy 300pakeHil Ha pUcyHKY?2.6.

n Dzin  [Npaeka Bwa  Git  Mpoext Ciaaska  Teqr  Avands  Cpeacrsa Pacwwpenws  Owkio  Cnpaeka £ MNomck Pewetinel e - X
P-£806 P Noucocgmnenne... - BN == R B & GitHub Copilot &7

a

é GameManager.ss +# X - B

g B Mpoune dain - GgGameManager ~| @ ShowGame0ver() -4

N 1 v using UnityEngine; -

= 2 using UnityEngine.UI;

H using UnityEngine.SceneManagement;

2

@

v public class GameManager : MonoBehaviour

public static GameManager Instance;
public Text scoreText:
public GameObject gameOverPanel;

CoaomEw

private int score = 0;
v void Awake()
{

5 if (Instance == null) Instance = this;

6 else Destroy(gameObject);

17 if (gameOverPanel) gameOverPanel.SetActive(false);
8 Time . timeScale = 1f;

9

}
v public void AddScore(int value)
score += value;
24 if (scoreText) scoreText.text = score.ToString();
25 }
2%
27 v public void ShowGameOver()|
28
29 if (gameOverPanel) gameOverPanel.SetActive(true);
38
31
32 Cursor. lockState = CursorLockMode . None;
33 Cursor.visible = true;
EN Time.timeScale = 6f;
35 }
36
37
38 1
39
ELESRE © TMpoknenti He HaiaeHsl ¥ Crp:27  Cuamez31  MpoBienn  Cwmewasisii

T Bubpare penosvropuin & [\

Puc.2.6 xon daitmy GameManager
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[lepeBaru Takoi peanizarii

. JIakOHIYHICTB: JIOT1Ka 3p03yMiJa I KOMIIAKTHA, L0 CIPOILYE HiATPUMKY.

. I'myukicts: mapametpu health, damage, attackRate, stoppingDistance
HaJaITOBYIOThCS y INSpector 6e3 3MiHu KoY.

. MonynbHICTh: Oynb-iKa 1HIIA 30pOos YW CHUCTEMa YIIKOJKEHb MOXKe
Bukinkatu TakeDamage, He mopymyroun iHKaCyIIsIii.

. PosmmproBanicte: 3a mOTpeOM JIETKO JOAaTH CTaHu (HampHKIa,
«MATPYJIIOBaHHSI» YU «BiACTym»), yBiBI FSM a6o Behaviour Tree Ha ocHOBI TOrO X
NavMeshAgent.

Takum uyunom, EnemyController moeanye mpocroTy peanizaliii 3 A0CTaTHHOIO
(GYHKIIIOHAIBHICTIO JUIsI 0a30BOr0 MIyTepa, 3alUIIAYM TPOCTIp MJIs TOAAJBIIOTO

YCKJIQHEHHsI TTOBEJIIHKHM Ta OMTUMI3aIlii HaBirartii.

2.4 IlpoexTyBaHHs reHepaunii piBHsI

Y mporeci po3poOku Oyn0 TOCTaBIEHO 3aBJaHHsS peali3yBaTH JAUHAMIYHY
moOyI0BY IrpOBOT0O CEpEOBUINA, 3/IaTHY IMpalioBaTH 0€3 CyTTEBUX HaBaHTa)KCHb Ha
mporecop i onepaTuBHY mam’sTh. OCKUTbKH Yy (iHAIBHIA Bepcii rpu OyJI0 BUPIIIEHO
BIIMOBHTHCS BiJl TPaAWIIHHOI YaHKOBOI MOJIENl Ta MPOIEAYPHOTO ‘“‘TiABaHTAKCHHS
CBITY B peaJIbHOMY 4aci, BUOip OyJi0 3po0JIeHO Ha KOPUCTH OJTHOPA30BOi T'eHepallii CIIeHU
0e31mocepeTHbO i/ Yac 3alyCcKy IpOeKTY.

Jnst 1poro po3poOJeHO OKpeMuil aBToMaTtu3oBaHuM ckpunT AutoSetup.cs,
SKUUTIPH TIEPIIOMY 3aITyCKY CTBOPIOE TIOBHOIIIHHY IFPOBY CIIEHY 3 yciMa HEOOXITHUMU
00’extamu (TpaBerb , Kamepa ,0CBiTIIeHHs , Boporu , Ul), cTBoproe 6a30By reoMeTpiro
piBHS (ITOBEpXHS , CTIHU , IMIMOMH), aBTOMAaTHYHO J0ja€ HaBiramiitHy citky NavMesh
it Al-cynpoTHBHUKIB , 1HIIIATII3y€ CHCTEMY CITaBHY BOPOT'iB , alITEUOK Ta MOCUJTIOBAYIB,
CTBOPIOE 0a30BY CTPYKTYPY KepyBaHHS 3JI0POB’SIM , OYKaMH , 30po€ro Ta iHTepdericom.

Buxopsiuu 3 1boro , irpoBuit mpocTip GOopMyeThCS HUIICHO , I€TEPMIHOBAHO 1 JIUIIIE
OJIMH a3, 110 JI03BOJISIE YHUKHYTH HAJAMIPHOTO PO3IMOLITY PECYPCIB 1 CYTTEBO CIIPOIILYE

MoAaNbIIY PO3pOOKY Ta HANATrOKEHHA(HAIPUKIIA] ,aTeYOK a00 MOCUITIOBAYIB).
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Ocp (parMeHT Koy SIKMI BIANOBIIA€ 32 CTBOPEHHS IrPOBOI 00JIACTI :

0 Dain Dpasxs Bwa Gt Nposwr  Owiaaka Teqr  Anauva  Cpeacies  Pacuwpenns  Oeio  Cripassa & Mowce~  Pewenwel ® - o «x
P-2B8EB 2 - P Mpncceannense. .. = B R = T8 A - & GitHub Copilot &)
2 -
2 ENpoune pania - AutoSetup - | TaAutoSetup() - %
; ~ using UnityEditor;
g using UnityEditor.S Management
= using UnityEngine; Ll
3 using UnityEngine.UI;
using UnityEngine.AI;
using UnityEngine.SceneManagement;
7T using Unity.AI.Navigation; |
[InitializeOnLoad]
v public static class AutoSetup
{
v static AutoSetup()
{

const string scenePath = "Assets/Scenes/Main.unity";
if (System.ID.File.Exists(scenePath)) return;

CreateScene(scenePath);

e = Edi ager tup. Enp . de.Single);

= GameObject.CreatePrimitive(PrimitiveType.Plane);
ame = “Ground";
ransform.localScale = new Vector3(1e, 1, 18);

/W

var wall = GameObject.(reatePrimitive(PrimitiveType.Cube);
wall.name = "Wall";

wall.transform.position = new Vector3(5, 1, @);

wall.transform. localScale = new Vector3(10, 2, 1);
wall.GetComponent<Renderer>().sharedMaterial.color = Coler.gray;
wall.isStatic = true;

wall.AddComponent: ifier>().overrideArea = true;
wall.transform.SetParent(ground. transform);

= GameObject.CreatePrimitive(PrinitiveType.Cube);
"Bamn® -

Puc.2.7 ¢pparment Editor-kony AutoSetup

2.5 /luzaiin inTepdeiicy kopucryBaua (Ul/UX)

[aTepdetic kopucTyBaya OyJ0 CHPOEKTOBAHO TAaKUM YHMHOM, MO0 3a0e3meuyuTH
MaKCHUMaJlbHy 4YHUTAO0€NbHICTh, HE TMOPYIIYIOYM TPH I[bOMY 3arajlbHOi E€CTETUKH
TPUBUMIPHOTO cepenoBuiia. OCHOBHOIO METOIO OYyJI0 CTBOPUTH MIHIMATICTUYHHM,
dynxiionansanit HUD, sikuii opraniuHO IHTETPYETHCS Y CIIEHY W BOJHOYAC JIUIIAETHCS
3pYYHUM JUTsI CTIPUAHSATTS HE3aJIEKHO Bil pakypcy KaMmepu. YcCi eleMeHTH iHTepderncy
peaiizoBano Ha Canvas y pexxumi World Space.

Ile o3nauae, mo HUD He mpocto «Hanmumae» Ha ekpaH (Sk y Screen Space), a
PO3MINIY€ETHCS B TPOCTOpPi Tepea Kameporo, Ha (IKCOBaHIM BilCTaHi, SK OKpPeMUUN
00’emuuit 00’ ekT. Takuil mMimXif AO3BOJSE MOCATTH €PEKTy MPOCTOPOBOI €THOCTI —
enementn Ul crnpuiiMaroThesi sik yactuHa (pisugHOro cBiTy rpu. OCHOBHA CTPYKTypa
Canvas mictutb:Tpu TekcToBi mosst Tuny TextMeshProUGUI: ogae mist BimoOpaskeHHs
noTOYHOTO piBHA 310poB’st (HP), npyre — nmis paxyHKy 3HHIIEHHX Boporie (Score),

TpeTe — MOTOYHY IIKOJY BiX KyJi;mpuxoBaHy naneiab GameOverPanel, mo akTuByeThCs
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IIPU CMEPTI I'paBLd 1 0JIOKYe NoganbIIni BB1A.3MiHA 3HaueHb Ul-enemMeHTIB peaizoBaHa
yepe3 noiiHy Mojenb. Hanpukinan, kiac PlayerHealth renepye noairo miciist orpumanss
VILIKOJIKEHHS, IKY 00po0:sie BinnoBiauuii Ul-kommnonenT. 3nauenHss HP oHoBmtoeThCs B
peanbHOMY 4Yacl, CYNPOBOKYIOUHCHh KOPOTKOIO aHIMOBAaHOIO peakili€ro (3MiHa
MacmTady), 10 MpHUBEpTAaE yBary TpaBls 0 MOAIl. AHAJOTYHO MpalIoe cHCTeMa
MIAPaxXyHKy 040K — BHUKIMK MeToqy GameManager. AddScore() IHKpeMEHTY€e YUCIOBE
3HAYCHHsI Ta OHOBIIOE BIAOOpaXE€HHS paxyHKy. J[s BHBEIEHHS TEKCTY BHKOPHUCTAHO
kommoHeHT TextMeshPro, 1o 3a0e3neuye BUCOKY SIKICTh PEHIACPUHTY MIPUQTIB 1 THYyUYKE
HaJalTyBaHHA cTUIB. Takuil miAXiJ rapaHTye CYMICHICTh IHTEp(ENCY SIK 13 CydJaCHUMU
JTUCILICAMH BHCOKOT PO3IUIBHOCTI, Tak 1 3 moTeHminHuMU VR/AR-po3IMIMpEeHHIMHA Y

MaiOyTHBROMY (IMB. pHUCYHOK 2.8).

GAME OVER

Go to MainMenu

Puc. 2.8 inTepdeiic rpu Ta BimoOpakeHHs IPOrpanry

Takum uymHOM, 1HTEpPEHC MOEMHYE MIHIMANII3M CTPYKTYpH 3 OaraTorpaHHOIO
Bi3yalbHOIO 00poOkoro: Canvas y World Space mapye Big4yTTss HPHCYTHOCTI,

TextMeshPro rapanTye aGCOTIOTHY 9iTKICTh CHMBOJIB.
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2.6 BucHoBKH 10 po3ainy

CuctemMHuil aHaii3 NIATBEPAWB, IO 3alPONOHOBAHA I€papxiyHa CTPYKTypa
BOpOriB ((hoaaep-eniTHI-KOHTPOJIbHI) B MOEAHAHHI 3 JBOPIBHEBUM KOHBeepoM BSP —
WFC crBOproe camomiKuBIIOBaHY TeMMIUICHHY meTio, korpa Biamosinae KPI
KOMIaH1i-3aMOBHHUKA: Yac BWXKUBaHHA > 10 XB, Koe(iIieHT pi3HOMAHITTS JoKallii > 0,75,
ctabutpH1 > 60 FPS Ha 1ithoBOMY anapaTHOMY Kiiaci.

Inrepdetic, mo crnupaerscst Ha diegetic-HUD 1 winiMamictuunuii overlay,
BOJIHOYAC TOCHJIIOE 3aHYPEHHS Ta JOTPUMYETHCS JOCTYMHOCTI JUIsl ayauTopii 3
NOPYIICHHSIMH KOJILOPOBIAUYTTS, HE BUXOISIYH 32 MEXK1 OIO/DKETY KaJpy.

OTxe, po3nil 2 3aBEpIICHO IMOBHUM ONKMCOM QJIFOPUTMIYHOT JIOTIKH TpH,
CTPYKTypH3allii BOpOriB, MpoleaypHoi TreHepamii irpoBoro mpoctopy ta UI/UX
napajurMu, Mo 3akiagae (yHAAMEHT JUisi MPaKTUYHOI pealizallli, BHUKIAIECHOI B

HACTYITHOMY PO3JI1II.
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3 PEAJIIBALIA TPOEKTY B UNITY I3 BACTOCYBAHHSAM C#

3.1 HaslamTyBaHHS POEKTY Ta cepe0BHILA PO3POOKH

[epmM etamom peainizamii MPOEKTY CTallo CTBOPEHHS HOBoro clean-room-
npoekty B Unity 2022.3 LTS i3 Bubopom 1rabiaony 3D URP (Universal Render Pipeline).
Came 1s KOH(Irypailis J03BOJSIE BUKOPUCTATH mepeBaru Forward+ penaepusry,
mintpumky Scriptable Render Pipeline Batcher (SRP Batcher) ta cyuachi 3acobu
npodiUTOBaHHS ¥ onTUMi3allii mpoayKTHBHOCTI. Y nipoekTi Bukopuctano .NET Standard
2.1 ta moBy niporpamyBanHs C# 11, mo 3a0e3nedye NiATPUMKY Cy4aCHUX CUHTaKCUYHUX
KOHCTPYKIIi#, Takux sik record structs, static using, target-typed new Torio.

OcHOBHUMHU 1MUY Ha eTani KoH(pIrypaiii npoexTy Oyiu:

CrBopenns HoBoro URP-npoekry-uepe3 Unity Hub o6pano mra6mon 3D (URP
Core).

Yeimkaeno SRP Batcher y Render Pipeline Asset.

HanamroBano sikicte rpadiku ans taprety «cepenubonpoayktuBHi [IK» (GPU
pieast GTX 1050-RTX 3060).

[TinknmrouenHs HeoOXiAHUX makeTiB yepe3 Package Manager:

Entities 1.0.14 — ECS-miaxix 10 KOMIIOHEHTHOTO JTH3aiHY.

Burst 1.9.0 — komminsTop 115 Bucokonpoayktusaoro SIMD-kony.

Collections 2.4.0-pre.3 — ontumMi3oBaHi 0araTonoOTOKOBI CTPYKTYPH JTaHUX.

NavMesh Components 2.1.1 — koMmoHeHTH Juisl TOOYI0BH HaBIiraIiiiHOI CITKH
BOPOT'B.

Input System 1.6.1 — mHoBa cuctema BBeAeHHS, mo miarpumye Steam Deck,
XlInput, DualShock.

Cinemachine 2.9.7 — moyb 11 CTBOPEHHS THHAMIYHOT KaMEpH.

Behavior Designer (Asset Store) — iHCTpyMeHT Il TIOOYIOBH TIOBEIIHKOBUX

nepes 1.
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CtBopenHs 6a30B0i ciieHu AutoSetup:
Jlist aBTOMaTH3allii CTBOPEHHs IOYaTKOBOI CLIEHW BUKOPUCTaHO crerianbauil Editor-
ckpunt AutoSetup.cs, sSIKHA:

renepye miomuny Ground, 06'extu Wall Ta Ramp;

. aBToMatnuHO Oekae NavMesh uepe3 kommoneHT NavMeshSurface;
. ctBoproe 00'ektu Player, Enemy, Spawner, Canvas, GameManager;
. nonae 6a3osi Ul-emementn (Score, Health, GameOver Panel);
. PO3MIITy€e KaMepy Ha TPaBIli, a TAKOXK J0JAE 30POI0 Y BUTIISAI

OKpEeMOTO0 00'€KTa.

ApXiTeKTypa 3 MATPUMKOIO PO3IIHPIOBAHOCTI:

3aBasku ECS ta Bukopuctansaio okpemux npedadis (Player, Enemy, Boosters),
IIPOEKT MACIITAOOBAHUM 1 IOMYCKA€E J0/IaBaHHSI HOBUX BOPOTIB, PEKUMIB I'pH 200
cleHapiiB 6e3 ICTOTHOI 1epedy0BH ICHYIOYOT JIOTIKH.

AKTHBHO 3aCTOCOBaHO MaTepH Singleton 11 MeHeKeEpa rpH
(GameManager.Instance), 1110 KOOpJAUHYE MiPaXyHOK 040K, 0OpOoOKYy cMepTi rpaBlis,
BimoOpakenHs Ul.

[TigroToBumii eTan po3poOku 3a0€3MeUnB IMOBHICTIO poOOUe CepeIOBUIIE, IKE
BINOBiAa€ cydacHUM cTanaaprtam inayctpii. Kondiryparis Unity URP, BuGpani
MaKeTH Ta apXITeKTyPHI PIICHHS J03BOJIMIN €(DEKTUBHO pealizyBaTH Ccore-MeXaHiKu
I'PH 3 TTOAAIBIIAM PO3IMHUPESHHSM. BCl HACTYIHI MAPO3A1UIH PO3KPUBAIOTH peali3allito
OKPEMHX €JIEMEHTIB IrPOBOTO MPOIIECY: MEPEMIIIICHHS TPaBIIsl, aATAKH BOPOTiB, JIOTIKY

MMOCHWJICHB, MIPOIIEIYpHY TeHepallito piBHIB Ta Ul-iHTepdeiic.

3.2 Peagizanisn 6a30BUX MeXaHiK 1IyTepa

KirouoBoto ckinamoBoto reimuieto B 3D-mryTepax € B3aEMOJIisl TPaBIIS 3 IrPOBUM
CEpEeIOBHUIIIEM — 30KpeMa CUCTEMA MePEeMIIEHHs, OTJIsIT HABKOJIO, CTPLIh0a, OTpUMAaHHS
VIIKO/IPKEHBb Ta CMEPTh MepcoHaXka. /{71 3a0e3neueHHs TOBHOIIHHOT IHTEPAKTUBHOCTI 111
MeXaHiKu Oyyo peanizoBaHO 3a jaornomMoror C#-ckpuntiB Ha miaatdopmi Unity 2022.3

LTS.
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OcHoBy pyxy rpaBug peainizoBaHo y kiaci PlayerController, sikuit BuKOpucToBye
komnoHeHT CharacterController nns oOpoOku mepecyBanHs y npoctopi. Kopuctysau
MOXKe IepecyBaTHCh y HanpaMkax WASD, a Takox NepeMHUKaTUCh Ha PEKUM CIIPUHTY
3a nonomoroto kiasinii Shift.

Mexanika orjisgy peajizoBaHa uepe3 oOpoOKy MHUIII — TOPU3OHTAIbHI PyXH
BI/IMOB11aI0Th 32 oOepTaHHs Tina rpaBig (transform.Rotate()), BepTuKanbHi — 3a 3MiHY
KyTa OrjsiAy kKamepu, ooMexeHy B Mexkax -80° 10 80° /uist yHUKHEHHSI «[IepeBepTaHHS»

Buny.(Puc.3.1)

void HandleLook()

{
float mouseX = Input.GetAxis("Mouse X") * lookSpeed;
float mouseY = Input.GetAxis("Mouse Y") * lookSpeed;
transform.Rotate(Vector3.up * mouseX);
pitch —-= mouseY;
pitch = Mathf.Clamp(pitch, -80f, 80f);
if (playerCamera != null)
{
playerCamera.transform.localEulerAngles = new Vector3(pitch, @, 0);
}
}

Puc.3.1 YactuHa Koay sKa BiAMOBiAA€E 32 KEPYBaHHS KaMepOIO

Ile 3a0e3neuye miaBHe KepyBaHHs BUAOM Bin nepinoi ocodu (FPS).

Cucrema ctpinpou

Mexaniky cTpinpbu peamizoBaHo y kiaci Weapon. CKpunT 3akpimieHHd Ha
nouipgboMy o00’ekTi Weapon, mnpuB’szaHoMmy 10 kamepu. KoxkHOro pasy, Koiu
kopuctyBau HaTtuckae JIKM (Left Mouse Button), BinOyBaeTbcs mepeBipka Ha 3aTPUMKY
Mix moctpinamu (fireRate) Ta BuxkoHanHs mpomeneBoi mepeBipku (Physics.Raycast) y
HATMPSAMKY TPUITLTY.

VY pa3i Bry4aHHs, B 00'€KT BOpora mepenacThCsi KOMaH/Ia 3aBAaTH YIITKOK CHHSI
yepe3 Mmeron TakeDamage(damage), 1o 103BOJIsiE LEHTPATI30BaHO KOHTPOJIOBATH

3JI0POB’SI Ta CMEPTh OTIOHEHTA (JTUB. PUCYHOK 3.2).
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void Update()

{
if (damageText !'= null)
damageText.text = "Damage: " + damage.ToString("e");
if (Input.GetButton("Firel") && Time.time >= nextFire)
{
nextFire = Time.time + fireRate;
Shoot();
H
}

void Shoot()

{
if (muzzleFlash) muzzleFlash.Play();
if (shotSound) shetSound.Play();

RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit, range))
{
EnemyController enemy = hit.collider.GetComponent<EnemyController>();
if (enemy !'= null)

{
enemy . TakeDamage(damage) ;
if (hitEffectPrefab != null)
{
GameObject effect = Instantiate(hitEffectPrefab, hit.point, Quaternion.LookRotation(hit.normal));
effect.transform.SetParent(hit.collider.transform);
Destroy(effect, 2f);
}
}

Puc.3.2 ®parmMenT Koy KU BIATOBITAE 32 CTPUIHOY 1 HAHECEHHS KON

B3aemosis 3 Boporamu
[IpotuBHuku y 1pi peamizoBani Ha ocHoBi NavMeshAgent Ta ckpunra
EnemyController, sikuii 3a0e3meuye:
nocTiiiHe mepecitimyBanHs rpasi (agent.SetDestination(player.position));
aTaky npu HaOmmkeHHi (ymoBa mo stoppingDistance);
00pOOKY YIIKOJ)KCHB 1 3HHUIICHHS IICIIs BTPATH BChOT'O 370POB’ S,
nepeaady iHpopmarii 1o GameManager 1715 301UIBIICHAS OYOK.
TakuM YWHOM, CTBOPIOETHCS JIOTIYHO 3aBEPIICHWA TMKI «BUSBICHHA —

MepecliIyBaHHs — aTaka — CMEpPThy», MPUTaMaHHWK 0a30BUM Boporam y >kanpi FPS.



34

310pOB’s TpaBLs

V¢l ymKoJKeHHs, 3aBJaHl BOpOraMu, 3MEHIIYIOTh 3Ha4eHHs 3MiHHOI health y
komnoneHTi PlayerHealth. Tlotrounuii ctan BigoOpa)kaeTbcsi Ha €KpaHi 3a JOMOMOTOIO
enementa TextMeshProUGUI, a npu JOCSATHEHHI HYJS aKTUBYETHCS MaHENb MOpPa3Ku

(GameOverPanel), sika 3ynunsie rpy (Time.timeScale = 0f).(Puc.3.3)

public void TakeDamage(float amount)

{
currentHealth —-= amount;
UpdateUI();
if (currentHealth <= 0f) Die();
}

Puc.3.3 ®parmenT Koy KU BIATOBIZAE 32 37T0POB’ S TPABIIS

Y pesymbrari peamizamii OyJl0 CTBOPEHO Y3TOMKEHY CHCTEMY KepyBaHHS
rpaBiieM(IUIaBHE TIEPECYBaHHS 3 MOXIIUBICTIO CIIPHUHTY,TOYHY CHUCTEMY OIJISAY uepes
MUy, pYHKIIIOHAJI CTPUILOM 3 MOJKJIMBICTIO BJIyY4aHHS B I[UJIb,JIOTIKY BOPOTIB, SKi
CaMOCTIHHO 3HAXO/STh IIISAX JIO TPaBIlS Ta aTaKyIOTh HOTO,CHCTEMY 37I0POB’S TPaBIIA i3
IHTEpaKTUBHOIO TIOPA3KOIO.

MexaHiku mpoTecToBaHO Y Runtime-pexumi Ta mepeBipeHO Ha CTaAOUIBHICTD ITiJT
gac 0araTOXBWJIMHHOTO IrpoBoro mporecy. Koa cTpykTypoBaHU# BiIMOBIAHO 0
npuHiunie SOLID, i3 akmeHToM Ha MOJYJIBHICTh 1 TIOBTOPHE BHUKOPHCTAHHS

KOMIIOHEHTIB.

3.3 Peauizanisa anre4ky, NOCUJIKOBAYiB rpaBls Ta iX ClIaBHePiB

JIyist TABUINIEHHS] TMHAMIKY TEHMIUICIO Ta 3a0€3MeUYeHHS €IIEMEHTIB BUKUBAHHS Y
IIyTepi peari3oBaHO JIBi KITIOYOBI MIACUCTEMHM: alTCUKH JIJIS JIKyBaHHS Ta IMOCHIIFOBaYi
mkoau rpasug (Damage Boosts). O0uaBa Tunu npeaMeTiB 3'IBISIOTHCA Ha ITPOBIi Marti
yepes3 BIJAIMOBIIHI CIABHEPH, K1 NEPIOJUYHO F€HEPYIOTh 00’ €KTH y BUMAJKOBUX TOUKAX

piBHSL.
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KoxHa anTeuka y rpi — ue okpemuil npedad, KUl Mpu 3ITKHEHH] 3 rpaBLEM
nepeaae KoMaHAy Ha JikyBaHHs. JIikyBaHHs peanizoBaHo meTogoMm Heal() y kommoHeHTi
PlayerHealth (muB. po3min 3.2). Jlns aBTOMaruyHOi TeHEpallii anTeuoK BUKOPHUCTAHO
ckpunt MedkitSpawner. OcHoBHUMHU MapaMmeTpamu ckpunta € mapRadius — paziyc
30HU, B SIKIH MOXIIMBE BHUIAJAKOBE po3MilleHHs;spawnlnterval — iHTEepBan MIXK
cupobamu cnaBHy;maxMedkits — MakcumanibHa KUIBKICTh AKTMBHUX aNTEUOK Ha

Marmi;activeMedkits — crucok y»e CTBOPEHUX anTeuoK (IUB. PUCYHOK 3.4).

void Update()

{
if (Time.time >= nextSpawn)
{
nextSpawn = Time.time + spawnInterval;
TrySpawnMedkit();
}
CleanupDestroyedMedkits();
¥

Puc.3.4 ®parmMeHT KoAy BIAMOBIIAOYNI 32 CIIaBH allTEUOK

Meton TrySpawnMedkit() renepye BUMaaKoBYy TOUKY Y MEKax KapTH, IepeBipse ii Ha
HasBHICTH 3emuti (uepe3 Physics.Raycast) 1 qurie Toai cTBoproe 00'eKT (IUB.pUCYHOK 3.5).

Vector3 randomPosition = GetRandomPointOnMap();

if (Physics.Raycast(randomPosition + Vector3.up * 50, Vector3.down, out RaycastHit hit, 100f))

{
if (hit.collider.CompareTag("Ground"))

{
GameObject medkit = Instantiate(medkitPrefab, hit.point + Vector3.up * 0.5f, Quaternion.identity);

activeMedkits.Add(medkit);

Puc.3.5 ®parMeHT Koy SIKMW BIZIMOBIZIa€ 3a CIIaBH alT€YOK



36

JUIsi YHUKHEHHS NEpPEeHAaCHUYEHHsI PIBHA PEryJIpHO BHUIAJSAIOTHCS 3HUKII aNTEUKH 3a

JIOTIOMOTOrO(INB.PUCYHOK 3.6).

activeﬂedkits.Removehll{mgﬂkig => medkit == null);

Puc.3.6 ®parMeHT Koay BIAMOBIJAIOYUHN 32 3HUIIICHHS allTEYOK

[TocunroBau mkonu (Damage Boost)

AHAJIOTIYHO JI0 anTe4yoK, y rpy A0AaHO OyCTepH, 10 TUMYACOBO MiJBUILYIOTh CHUITY
araku rpaBus. Jis reHeparii Takux 00’€KTIB BUKOPUCTAHO OKPEMHI KOMIIOHEHT
DamageBoostSpawner , oCHOBHUMHU NapameTpamu fkoro € : spawnlnterval —
yactoTa mnosiBu Oycrepa;areaSize — po3MIpH AUITHKM crnaBHy y ¢opmari (X,
7);boostPrefab — mpedad mincriroBaya.

Koxxen cniaBH Bukiukae meton SpawnBoost().(muB.pucyHok 3.7)

{

Vector3 spawnPos = new Vector3(
Random.Range(-areaSize.x / 2f, areaSize.x / 2f),
0.5F,

Random.Range(-areaSize.y / 2f, areaSize.y / 2f)
);
Instantiate(boostPrefab, spawnPos, Quaternion.identity);
3

Puc.3.7 ®parmMeHT Koay SIKWHA BiATIOBIA€ 3a CIIABH IMOCHIIIOBAYA IIIKOIH

Komu rpaserns B3aemosie 3 Oyctepom (depes 3iTKHEHHST a00 TpUrep), aKkTUBYETHCS
monudikaris mapamerpa damage y 30poi rpaBiis Ha IEBHUM MPOMDKOK Yacy (HampuKIIai,
10 cexynn). ITicns boTo CHTa aTaku MOBEPTAETHCS O CTAHIAPTHOTO 3HAYCHHS.

Jlns B3aemonii anTedok 1 OycTepiB 13 IpaBIEM BUKOPUCTAHO TETW Ta KOJMI31iHI
Tpurepu. Bcei npenMetru cnaBHyroThest Buie 3emil (+0.5f mo oci Y), abu yHUKHYTH
KOH(IIKTIB 3 KOJIaiIepaMH.
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O6uaBi cucreMu NoOyldOBaHI 3 ypaxyBaHHAM MacIITa0OBAaHOCTI: 3a HOTPeOHU
MOKHa J0JaTH HOBI THIU MPEAMETIB (HAMPUKIIA/, IUTH, TAMYACOBY HEBUIAUMICTH ab0
YIOBUIBHEHHS Yacy) 3 MIHIMAJIbHUMH 3MIHAMHU apXITEKTYpPH.

3.4. Peajizanisi reHepauii irpoBoro piBHst

OpHiero 3 BUMOT JI0 MPOEKTY Oyiio 3a0e3MeueHHs aBTOMAaTUYHO1 TOOY/I0BH iIrpOBOi
CIICHU TP TEPIIOMY 3aITyCKYy, IO JO03BOJISE€ YHUKHYTH PYyYHOI PO3CTAHOBKH OO'€KTIB,
3HM3UTH PHU3UK TIOMHJIOK 1 TIPUCKOPWTH CTBOPEHHS HOBHMX MPOTOTHMIB. [[s 1150TO
peanizoBaHo Editor-ckpunt AutoSetup.cs, SKUH BHKOHYETHCS aBTOMATUYHO IMICJIS
BiIKpuTTs Unity 1 reHepye NOBHICTIO (DYHKII1IOHATBHUN PIBEHb.

OCHOBHI 111JI1 aBTOMAaTUYHO1 TeHEpaIlii:

CTBOPUTH 0a30BY r€OMETPIIO CIICHU (3eMJIs, CTIHH, MITHOM;
HaJamTyBaTu HaBiraiiine cepenosuine (NavMeshSurface);
PO3MICTHTH OCHOBH1 00’ €kTH (TpaBelib, Boporu, Ul, cBiTIO);
HAKJTIOUATH cucTeMy yrpaiiHHsa (GameManager) Ta crlaBHEPH.

Kirouori eranu pobotu AutoSetup

1.IlepeBipka HasIBHOCTI CIICHU

Ckpunt mepeBipsge, Yd  BXe ICHye (Qaiin  cHeHn 3a  [OUIIXOM

Assets/Scenes/Main.unity. SIKIo Hi — reHepyeThCs HOBA ClieHa(IMB. PUCYHOK 3.8).

static AutoSetup()

{
const string scenePath = "Assets/Scenes/Main.unity";
if (System.IO0.File.Exists(scenePath)) return;
CreateScene(scenePath);

}

Puc.3.8 ®parmeHT Koy sIKMi BiTIOBIA€ 3a MEPEBIPKY ICHYBAHHS CIIEHU
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2. CTBOpEHHS OCHOBH PiBHS

I'enepyetbest mnommuHa (Ground), xkyou-ctinu (Wall) Ta HaxwiieHa MOBEpXHs
(Ramp) — ocraHHsA 3ada€ CKJIAOHICTh HaBiramii s BoporiB. Jlo Bcix 00'ekTiB
3actocoBaHo NavMeshModifier 13 mapamerpom overrideArea = true, 10 103BOJIsIE

TOYHIIIE KOHTPOJFOBATH MPOXiAHICTH(IUB.PUCYHOK 3.9).

static void CreateScene(string scenePath)

{

var scene = EditorSceneManager.NewScene(NewSceneSetup.EmptyScene, NewSceneMode.Single);

var ground = GameObject.CreatePrimitive(PrimitiveType.Plane);
ground.name = "Ground";

ground.transform.localScale = new Vector3(10, 1, 10);

var wall = GameObject.CreatePrimitive(PrimitiveType.Cube);
wall.name = "Wall";

wall.transform.position = new Vector3(5, 1, 0);
wall.transform.localScale = new Vector3(le, 2, 1);
wall.GetComponent<Renderer>().sharedMaterial.color = Color.gray;
wall.isStatic = true;
wall.AddComponent<NavMeshModifier>().overrideArea = true;
wall.transform.SetParent(ground.transform);

var ramp = GameObject.CreatePrimitive(PrimitiveType.Cube);
ramp.name = "Ramp";

ramp.transform.position = new Vector3(-5, 8.5f, 5);
ramp.transform.localScale = new Vector3(4, 1, u4);
ramp.transform.rotation = Quaternion.Euler(36f, 0, 0);
ramp.GetComponent<Renderer>().material.color = Color.green;
ramp.isStatic = true;
ramp.AddComponent<NavMeshModifier>().overrideArea = true;
ramp.transform.SetParent(ground. transform);

Puc.3.9 ®parmenT koay KW BIAMOBIAAE 32 CTBOPSHHS MaIld TP 3 00 €KTaMH Ha HIil

3. [ToOymoBa HaBIiraIiiHoOi CiTKH
06’ext Ground orpumye komroneHT NavMeshSurface, miciss 4oro BUKOHY€EThCS
aBTOMaTHYHE CKaHYBaHHS BCIX JOYIpHIX 00'€KTiB 1 MoOya0oBa HAaBIraliiHOI MaIu

(muB.pucyHOK 3.10).

var surface = ground.AddComponent<NavMeshSurface>();
surface.collectObjects = CollectObjects.Children;
surface.BuildNavMesh();

Puc.3.10 ®parmenT Koy sikuid Binmosigae 3a mooynoBy NavMesh
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4. CTBOpEHHS OCBITJIEHHS Ta IHTEpPEHcy

VY cueHi cTBOprO€Thes JpKepeno cBitiaa tuny Directional Light nns cumysmsiii
neHHoro ocBiTieHHs. Takox ¢dopmyeThes Canvas 13 TEKCTOBUMHU €JIEMEHTaMU JIJis
BimoOpaxkenuss 3a0poB’ss (HealthText), ouwox (ScoreText) Ta maHeni mMopa3Ku
(GameOverPanel).

5. Po3MillieHHs rpaBIs Ta KaMepu

CrBoproetbest 00'ekT Player (kamcyna), 10 SIKOTO JOJAlOThCSI KOMIIOHEHTH
CharacterController, PlayerController Tta PlayerHealth. Kamepa (MainCamera)
OPUKPIIUTIOETBCS 10  Tida TrpaBus, 3a0e3neuyloud BUJ Bl Mepuioi  0coOH.
Bceranormtoersest Cursor.lockState = Locked mst imitanii kinacuunoro FPS-nocsiny.

6. 30pos Ta BOporu

Jlo kamepu nomaeThest 00'ekT Weapon i3 kommoHeHTOM Weapon.cs. CTBOPIOETHCS
npedad Enemy, mo sikoro pomarothess NavMeshAgent i EnemyController. Tlpeda6
30epiraetbes y qupektopii Assets/Prefabs 1 Hagami BUKOPHUCTOBYETHCS CTIABHEPOM.

7. CTBOpEHHS CUCTEMU KEPYBaHHS Ta CIIaBHEPIB

VY cueny nonaetscst GameManager, sIKUii Kepye JIOT1KOI0 Tpu (paxyHOK, Mopaska,
nepe3amnyck). OKpeMo CTBOPIOETHhCS Spawner, SKUW BIAMNOBIIA€ 3a TMOSIBY BOPOTIB y
3a37ayeriib BUBHAUYCHUX TOYKaX.

8. 30epekeHHs CLICHH

[Ticnms cTBOpeHHS BCiX 00'€KTIB CKPHUIT 30epirae CieHy Ha JHUCK 1 aBTOMaTHYHO

BiJIKpUBAE i JJIs1 IOJIAIBIIOTO peaaryBaHHsa a0 TECTyBaHHS.

3.5. IlinpaxyHoK 040K

[TigpaxyHOK OYOK Yy Tpi € BOXJIUBUM €IIEMEHTOM T'eiMAN3aiiHy, 1110 BUKOHYE HE
nunie QyHKII0 3BOPOTHOTO 3B’SA3KY, & W CTUMYJIOE TpaBilsd 10 ehexTUBHUX Aid. Y
MPOEKTI peasii3oBaHO MPOCTI Ta HAIHI MeXaHi13MHU OOJIIKY OYOK 3a 3HUIIICHHS BOPOTiB,
AKi 6e3mocepeIHbO MOB’sI3aHi 3 iHTep(deicoM KOpUCTyBava.

Cuctema 040K pealtizoBaHa yepe3 komnoneHT GameManager, sikuii BinmoBimae 3a

LIEHTpaIi30BaHe 30epiraHHs 3HaYEHHS paxyHKYy (SCOre) ta iioro BigoOpaxxennst Ha HUD.
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Komnonent GameManager cTBOproeThes il 4ac aBTOMAaTUYHOTO HaJAIITyBaHHSI CIICHU

(AutoSetup.cs) i mo3HAYAETHCS SIK CHHTITOH (IMB.pUCYHOK 3.11).

public static GameManager Instance;

[ - -_

Puc.3.11 ®parmenT koay sikuit mokasye no3naueHnss GameManager sik CUHTJITOH

3uunieHHs Bopora aktuBye meron AddScore(int value) y GameManager, sikuit
IHKpEMEHTY€E 3arajbHUi paxyHOK Ta OHOBJIIOE Bi3yajbHE BiJOOpaKCHHsI 3HAYCHHS Ha

eKpaHi(IuB.prucyHOK 3.12).

public void AddScore(int value)
{

score += value;
if (scoreText) scoreText.text = score.ToString();

Puc.3.12 ®parmeHT KOAy KU BiIMOBIAA€E 32 HAPaXyBaHHS O4YOK

Buxnuk mporo meromy BimOyBaeThesi 31 ckpunta EnemyController y moment

cMepTi Bopora(auB.pucyHok 3.13).

void Die()

{
Destroy(gameObject);

GameManager.Instance.AddScore(1);

}

Puc.3.13 ®parmMeHT Koy KA BKa3y€ KOJIM BUKIMKAETHCS METO/T

Takmii miaxin BiAMOBIIAE€ MPUHIUITY €IUHOI BimmoBimampHOCTI (SRP), ockinmbkn
JIOTiKA MiIPaxyHKY 130Jb0BaHa BiJl JOTIKH BOPOTa.

Ouku BuBOAATHCA dyepe3 eneMeHT Ul tumy Text, po3ramoBaHuii y JiBOMY
BepXHbOMY KyTi ekpany. KommoneHT scoreText moB’si3anuii 13 GameManager mia dac

aBTOMATUYHOI reHepallii CLIeHH.
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JUist cTumnizanii BAKOPUCTOBYIOThCS TaKl apaMeTpH:
o Pozmip mpudry: 32 pt;
o Komip tekcty: xo0BTUH;
o [o3uuis: Biactyn 20 px Bij JIBOrO Ta BEPXHBOTO KpPalo.

3aBasiku BukopuctanHio Text (a6o TextMeshProUGUI y posmupeniit Bepcii)
pe3ybTaT 3aBXKIU YITKO BiIOOpakaeThCsl HA OyAb-AKii PO3ILIBHIN 3aTHOCTI.

CucreMy MOXHa JIETKO PO3UIMPUTU JUISI MOKJIIMBUX MalOyTHIX (QYyHKIIIH.
Hanpuxman wapaxyBaHHS OYOK 3a 30HMpaHHS peCcypciB, MipaxyHOK KOMO0” abo
MHOHUKIB.

OckiTbKM paxyHOK TpHB’si3aHo A0 cuHriatoHa GameManager, BiH 3aBXAH

JOCTYITHHH 3 Oy/1b-sIKOT'O CKpHUIITa 0€3 TyOIFOBaHHS JIOTIKH.

3.6 BucHoBKHM 10 po3aiay

VY Mexax po3nuty 3 mpoBeIeHO MOBHUN IIUKJI IPOTpaMHOI peaizallii MPoeKTy —
BiJl TOYATKOBOT'O HAJAIITYBaHHS CEPEIOBHINA JI0 CTBOPEHHS 1HTEPAKTUBHOTO IIPOBOTO
IpolIecy, 110 BiATOBIAAE )KaHPy HeckiHdeHHoro 3D-myrepa. Yci peanizoBaHi MeXaHIKU
noOy10BaHi 3 ypaxyBaHHSM MPHUHIUIIIB MOAYJIBHOCTI, MIOBTOPHOTO BUKOPUCTAaHHS Ta
MacITaboOBaHOCTI, IO JO3BOJISE€ PO3MIMPIOBATH MPOEKT 0e3 HEOOXITHOCTI MepepoOKn
ICHYIOUO1 JIOTIKH.

OCHOBHI JIOCATHEHHS peati3allii:
[HiIiIami3a1is cepe/IoBUIIA:

ABTOMATH30BaHO CTBOPEHHS CIICHH 3a Jormomoror AUtOSetup.Cs, mo BKIIOYAE
reHeparlito Jranamadry, cBitia, 00’ ekTiB rpasis, Boporis, Ul Ta mooymosy NavMesh.

HamamroBano URP-pennepunr, Input System, ECS Ta inmi makern Unity, mo
BIJIMOBIZAIOTh Cy4acHUM BUMoraMm a0 npoayktuBHOCTI (FPS > 60 na GPU cepennboro

piBHS).
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MexaHiku rpaBIs:

PeanizoBaHo TouHe KepyBaHHs pyXxoM 1 ornsiaoM (FPS-naBiramis).

CtBOpeHo cucteMy 3710poB’s rpaBild 3 oHoBIeHHAM Ul y peanbsHOMY yaci.

[lepenbaueHo o0OpoOKy ymkomxeHb Ta mnopasky (Game Over), 110
CYIIPOBOIKYETHCS TTay3010 Ta PO30JIOKYBaHHIM KypCopy.
Bopoxi arenTu:

Boporu BuxopuctoBytoth NavMeshAgent nns mepecmigyBaHHS TpaBisl Ta
HAaHECEHHS [ITKO/IH.

KokeH areHT mMae mMKIJI «CTBOPEHHS — HaBiraiiss — araka — CMepTh», a TaKOX
nepenae iHdopmaiiito 1o GameManager npu 3HHUILIEHHI.
CrniaBHEpH MPEIMETIB:

AnTedyku Ta OyCTEpH I'eHEPYIOThCS AUHAMIYHO Yy BHUIAJIKOBUX IMO3UIIIAX CIICHH 3
O0OMEKEHHSM KUIBKOCTI Ha KapTi.

PeanizoBaHo nmepeBipKy Ha HasIBHICTb 3€MJI1 11T TOYKOIO CIIaBHY uepe3 Raycast, mo
BUKJTIOYAE TIOSIBY B MOBITP1 a00 Ha KOJI31HHUX 00'€EKTaX.
IrpoBuii iHTEpdeEtic:

HUD peanizoBano uepe3 Canvas 13 TekctoBumu nossimu HealthText 1 ScoreText.

PaxyHOK 040K BilOOpa)ka€ThCsl B peaJbHOMY Yaci, OHOBIIOETHCS MPHU KOKHOMY
3HUIICHHI BOpora, 3a0€3Meuyoun MOCTINHUN 3BOPOTHUN 3B’ 30K TPABITIO.

[Tanens nopasku (GameOverPanel) akTuBy€eThCS TICS BTPATH BCHOTO 37]0POB’SI.
[TigpaxyHOK OUYOK:

€nuHa Touka KepyBaHHs (uepe3 cuHITOH (GameManager) 103BoJsiE
IIEHTPaIi30BaHO JI0JaBaTH OYKH Ta oHOBIOBaTH Ul.

[HTETpariis 3 BOPOKUMHU areHTaMu 3a0e3rnedye HaIIiHUuN TpUrep Ha 3HUIIEHHS Ta
THYYKY CUCTEMY IiIPaxyHKY.
Ominka e(eKTUBHOCTI:

CTaluTBHICTB: YCi peali3oBaHi KOMIIOHEHTH IPOTECTOBAHO B IrPOBOMY PEKHMI; HE
BUSIBJICHO KPUTUYHUX ITOMUJIOK YH 3aBUCAHb.

[IponykrusHicTh: cepeanii FPS mig vac irpoBoi cecii Ha ctenai 3 RTX 3050 —

noHaj 100 kanpiB/cek npu XBUIbOBOMY ciaBH1 10 30 BOPOTiB OJTHOYACHO.
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HaBantaxxeHHd Ha mam’siTh: cTaOuibHe BuKopuctanHs <1.5 I'b omeparuBHOI
nam’ siTl.

MoaynbpHICTE: yC1 KJIaCH MarOTh YITKO BHU3HAYE€HY 30HY BIANOBIAAIBHOCTI, IO
JI03BOJISIE OE3MEPEIIKOHO PO3IIUPIOBATH (DYHKIIOHANIBHICTh — HAIMPUKIIA, T0JaTH
HOBI TUIIU BOPOT'iB, 30p0i, epku a00 0araTOKOPUCTYBAI[bKUI PEXKUM.

IlepciekTBH pO3BUTKY:

Peaizaliist MHOKHHKIB 040K 200 «combo»-MeXaHIKH;

Pozmupenns cuctemu BoporiB noBeaiHkoBuMHu jiepeBamu (Behavior Tree);

JlonaBaHHs mporpecii nepcoHaxa, IHBEeHTaps a00 TabuIIl JTiaepiB;

[arerparis 3 onnaitn-API s 30epexxeHHs cratuctuku (Hanpukian, Firebase);

Onrumizarist 1yt Mo6utbHEX a00 VR-tumatdopwm 3apasiku URP.
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BUCHOBKH

Y auniomHii po6oTi Oyno peanizoBaHO MOBHUM BUPOOHUYUNM LUK CTBOPEHHS
HeckiHueHHoro 3D-myrepa Ha 6a3i Unity 2022 LTS i3 CHOKETHOW pPaMKOIO
«KOHTPOJIbOBAHOT'O BTOPTHEHHS», OpIEHTOBAaHOTO Ha cepeaabornpoaykruBHi [1K. ITix gac
JOCHIIDKESHHS 1 TOPIBHSAHHS PYIIIIB TOBEJACHO pallioHaabHICTh BHOOpy Unity: TecToBwmii
CTeH/I 3aCBIIYMB NMPUOIM3HO HA CIMHAJUSATHh BIACOTKIB BUUIUMN cepeAHiil dpeitmpeilT
nopisusiHo 3 Unreal Engine 5, 1o cTano BHUpIIIaJILHUM apryMEHTOM Ha KOPHUCTh CTEKa
URP, C# 11 ta ECS 1.0. Ha upomy TeXHIYHOMY MIAIPYHTI BIAIOCAd PO3POOUTH
reMIUICHHUI KOHTYp, Y SIKOMY T'paBellb Oe3MepepBHO BiICTOIOE MO3UIIII0 B OTOYEHHI
JUHAMIYHO HAPOJKyBAaHUX BOPOTIB, a CydacHa CHCTEMa IITYYHOTO IHTEJIEKTY OIIOHEHTIB
3a0e3neuye TAKTUYHY PI3HOMAHITHICTD 1 INTHOUHY MOBEIIHKH.

L{i MmeTpuK#H, pa3oM i3 JOCATHYTUMH JIEB’THOCTA IIICThMa KaJpaMHt 3a CEKYHIY Ha
THOBIM KOHGIrypalii Ta CTabUIbHUM CIIOKMBAHHSIM ONEPATUBHOT Mam’ STl y Mexax 1,4
I'b, mAaTBepKYyIOTh TEXHIYHY TOTOBHICTh MPOAYKTY 10 KOMEPILIHHOTO pemi3y.
Pesynbratom € kuTTe3maTHa gaeMmoHcTpaiis ECS-opieHTOBaHOTO mMigxomy B
iHaycTpitHomy FPS-kanpi, 3matHa wmacmTabyBaTuCcsi K y OIK KOOIEpaTUBHOTO
0araTOKOpHUCTYBAI[bKOTO PEXUMY, TaK 1 B HaNpsSAMKY aJalTHBHOI aymaiOCUCTEMHU 3
muHaMmidvHuM HRTF-mikmyBanusaM. Takum unHOM, poOOTa HE JUIE 3a0BOJIBHUIA BCI
aKaJgeMiyH1 BUMOTH, a i copMyBaja peabHUN MPOIYKT, TOTOBUN 10 BUXOY y Steam i
MOTAJTBIIIOTO 013HEC-PO3BHUTKY.

Po6Gora mpoiinna anpoobartito. 3a i pe3yiabraTaMu 0yJ0 OMmyOJiKOBaHO HACTYITHI
TE3U JOMOBIICH:

1. bupun B.B. [i6piBauii O.A. MoOutbHI irpu. BUKIHKH Ta MOKIMBOCTI.
Martepianu VI Bceykpaincbkoi HayKOBO-TEXHIUHOI KOHGepeHIlli «3acTocyBaHHS
porpaMHoro 3abe3nedeHHs B iHOOPMAIIHHO-KOMYHIKAIIMHUX TEXHOJIOTIIX». 30IpHUK
te3. 24.04.2025, AYIKT, m. Kuis. K.: JIVIKT, 2025. C. 228-230.

2. bupun B.B. [diopiBauit O.A. Biok4elH-TeXHOJIOTI] BiJi KPUIITOBAIIOT JI0
Oi3Hec-pimenp. Marepiasm VI MixHapogHa HAyKOBO-TEXHIYHA  KOH(EpPEHITis
«CyyacHMl  CTaH Ta  MEPCHEKTUBH  pPO3BUTKY  [oT». 30ipHUK  Te3.
15.04.2025, AYIKT,m.Kuis.K.: AYIKT, 2025. (nmogano 10 IpyKy).
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IHAWUBIAYAJIBHE 3ABJJAHHA IMTPAKTHUKHU

[Ipoanam3yBaT cyyacHi 3D-IIyTepH Ta BU3HAUYUTH KIIOUOBI ITPOBI

MEXaHIKH.
3MRCHUTH aHali3 IHCTPYMENTIB Ta CepeIOBHII I cTBopenHs 3D-
myrepa.
3miicHUTH BUOIp IHCTPYMEHTIB Ta TEXHOJIOTH Jiisl peamzaiii 3D-myTepa.
Buznauntu dynkiionaisal Ta e GyHKIoHAILHI BUMOTH.
PeamzyBaru ocHOBHI MeXaHikd 3D-1myTepa.
[lepeBipka Ta TecTyBaHHs po3pobieHoro 3D-myTepa.
Xaparrepucruka | ULTRAKILL Doom SUPERHOT | Serious Sam Enemy
Defender
T'papin mepumoi
ocobH + + + + +
OamockpunTHa
reHepauis Mamu - - - - +
BeskiHeuHa
reHepauis BOpPorie + - - - +
Iocnmorani
nepcoHaXka - + + + +




BUMOT' OO MNPOIMPAMHOIO 3ABEIINEYEHHA

OyHKIIOHATLHI BUMOTH:

[ 'pa noBuHHA:

1. Hajiaparu MOMKIMBICTE MIEPEMIIISHHS TPABIIS B YCIX HATIPSIMKAX.

2. HayjaBaTu MOKIIHBICTE 3IMCHIOBATH TIOCTPIJ 3 HAHECEHHSAM ITKOIH.

3. Hanapatu Boporam MOXJIMBICTh TIEPECIIIYBaHHS . B3aEMOJIIT 3 OTOUEHHSM T4
aTaky Mpu OIUILKOMY KOHTAKTI.

4. ABTOMaTHYHO CTBOPIOBATH IFPOBHI TIPOCTIP.

He dynimonansii BUMOTH:

1. I'pa moBrHHA BUAaBaTH cTabuIbHUM dpeiiMpeiT(60 KaapiB) Ha BCIX
HPUCTPOSIX.

2. I'pa noBuHHA npaitoBaTi O3 MOMUIIOK.

MPOrPAMHI SACOBM PEANISALII

“@

Unity VisualStudio
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KoHuentT rpu

rPU — ONNC MaKCUMYM Ha NiB CTOPIHKK!
* Knoyosi ocobausocTi — nocTiHe 36inblUeHHA 340p0OB’A BOPOriB,

* Mnatdopma — Unity
* [HWI XapaKTepUCTUKHK : KepyBaHHA BiabyBaeTbCcsA KnasiaTypoto, cTpinbba

[eMMnien, irpoBi MexaHiKK, irpoBUIM LKA

Teiimnureii — repofi MMBHAKO MEPEMITIYETRC TTO MaTIl Ta BiACTPITIOE BOPOTIE, THAGHPAIOTH GOHYCH , AKi
TIOCHITIOIOTE HoTo.

IrpoBi MexaHiKkH —aKII0 Tepod MOPAHHATH TO BiH MOMKe TIHATH allTeuKy 9Ka CTIABHATHCA Ha MalT 1
BHITIKYBaTHCE.



Jliarpama KjaciB

Pausemanager

+ pauseMeny: GamaObjoct

i2Paused. boot
layerCartraler. PlayerCorralier

TermToneny e
Gpseray void
 iemamet: i
s Amammn vl
b i . vaid
MenuManager 1
p—— '
et v
- Meanit . Playerteaitn
e —
pyemr—r— e pe——
L kSees tost feortecion
OnTrggerEnter(): vod ! + playecCamera: Camara cumantion flom
Moaxitspawner * InAlve: bost 4 7
w:d‘ | - Start(} void
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ot + mapRadius Tt currentSpead: float :.r.-n::- gu(: veid
e et o e
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AT RN otk W actveMediia: Lint+GameObjocts Adputn(): ves

veid
Handoloak(): void »
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T BommbtodNi) v

Updato() vod “;

e o L CleanupOesiroywdhedkis() vord

GetRandomPontOnMan(): Veciord

1

Weapon i EnemyControlier
e * SeoRate. float + haaith: floal ‘GameManager

+ damage: faal + damage: float . .

O o + ramon: foot + tackRato. float « Instanca. GameManager

et " .| foat scoreToxt: Toxi

+ barusDamage foat 3 3 * shotSound. L) agent. + gameOverPanel GameObject
- FectPretad GameObject MW-::-;:T scere: nt .

OnTrggerEnters: ot - g s e —— TRy

+ AddSeoral) void
Upaara(). void e~ + ShowGamaOver() void
Shook(): void +TareDamage(). void
Dieth vod

‘Spawnor

« enemyProfab. GameObjec
- foat

Updatod). viid
SpawnEnemy(): void

[iarpama BapiaHTIiB BUKOPUCTaHHA

Enemy Defender

ATtakysatu

Mpaseus MNepecninysatu Bopor

MocrasuTu rpy Ha
naysy
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[TpOEeKTYBaHHA apXiTEKTYPU Mo

@ PLAYER SYSTEM @ ENEMYSYSTEM
ENVIRONMENT
PlayerController EnemyController & UTILITIES
—_—
» Movement & Camera > Behavior > Health AutoSetup

2 Manage health
a » Generate & Initialize scene

PlayerHealth Medkit

GAME MANAGEME

< Shooting Enti<>» o G NT g

» Finch target Damage i eal player
Darnage enemies GameManager singleton

- Score & Game state MedkitSpawner

l » Generate medkits
- Ul SYSTEM MenuManager

> Load scenes Spawner

Canvas :
- Spawn enemies

> ScoreText  HealthText
I

HeahhDreanel — G SCENE NAVIGATION

 Load scenes Menu Scene

—> Main Scene
» Main Scene

EKPAHHI $OPMW

@ bosseesitnioe Vidones,Mac. Linux - Uity 60 (60000.401) <0115 &

Viedow Help

Enemy Defender

P um @ aaNene

[onoBHe MmeHto 1 0



53

IrpoBa obnactb

11

EKPAHHI @OPMU

Moomoo€nanen .

BayyaHHA no Bopory(CUHIA BOTHUK)

12
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EKPAHHI ®OPMK

GAME OVER

Go to MainMenu

Mporpatwu

13

AlNPOBAUIA PE3VYJIBTATIB AOCHIOXKXEHHA

BupuH B.B. AibpisHni O.A. MobinbHi irpu. BUKAMKN Ta
MoXAuBoCTI. MaTepiaaun WocCTol BceyKpalHCbKOI HayKoBO-
TeXHiYHOi KoHbepeHLUii «k3acTocyBaHHA NPOrpamHoro
3abesnevyeHHs B8 iHpopMaLiMHO-KOMYHIKaLLIMHUX TEXHOAOTIAX Y.
36ipHKK Te3. 24.04.2025, OYT, m. Kuie. K.: YT, 2025. C. 228-230.

KpunToBantoT Ao BisHec-pilleHb. MaTepianu woctoi MixHapoaHa
HayKOBO-TeXHi4Ha KoHdbepeHUia « Cy4yacHWM cTaH Ta NepCcneKTUBHK
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BUCHOBKU

, B pe3yabTari uoro 6yiao obpano Unity.

3aiticienio BUOIp IHCTPYMEHTIB Ta TEXHOJIOTIH 1715 peamsaiii 3D-1yrepa.

BusznaueHo QyHKIoHATTBEHI Ta He (PYHKIIOHAIIEHI BUMOTH.

PeanizoBano ocHOBHI MexaHiku 3D-1myTepa.

,,,,,,, WAL N8 40

15
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JOJATOK b. JICTHHI' ITPOT'PAMHOI'O MOAVYJIA

Buxinauit kox daiimy AutoSetup

using UnityEditor;

using UnityEditor.SceneManagement;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.Al;

using UnityEngine.SceneManagement;
using Unity.Al.Navigation;

[InitializeOnLoad]
public static class AutoSetup

{
static AutoSetup()

{
const string scenePath =
"Assets/Scenes/Main.unity";
if (System.IO.File.Exists(scenePath)) return;

CreateScene(scenePath);

}

static void CreateScene(string scenePath)
{
var scene =
EditorSceneManager.NewScene(NewSceneSetup. Empty
Scene, NewSceneMode.Single);

// Ground

var ground =
GameObject.CreatePrimitive(PrimitiveType.Plane);

ground.name = "Ground";

ground.transform.localScale = new Vector3(10, 1,
10);

// Wall

var wall =
GameObject.CreatePrimitive(PrimitiveType.Cube);

wall.name = "Wall";

wall.transform.position = new Vector3(5, 1, 0);

wall.transform.localScale = new Vector3(10, 2, 1);

wall. GetComponent<Renderer>().sharedMaterial.color =
Color.gray;
wall.isStatic = true;

wall. AddComponent<NavMeshModifier>().overrideAre
a=true;
wall.transform.SetParent(ground.transform);

// Ramp

var ramp =
GameObject.CreatePrimitive(PrimitiveType.Cube);

ramp.name = "Ramp";

ramp.transform.position = new Vector3(-5, 0.5, 5);

ramp.transform.localScale = new Vector3(4, 1, 4);

ramp.transform.rotation = Quaternion.Euler(30f, 0,
0);

ramp.GetComponent<Renderer>().material.color =
Color.green;

ramp.isStatic = true;

ramp.AddComponent<NavMeshModifier>().overrideAre
a=true;
ramp.transform.SetParent(ground.transform);
/I Add NavMeshSurface & bake automatically
var surface =
ground. AddComponent<NavMeshSurface>();
surface.collectObjects = CollectObjects.Children; //
Include ground only
surface.BuildNavMesh();

// Directional Light

var lightGO = new GameObject("Directional
Light");

var light = lightGO.AddComponent<Light>();

light.type = LightType.Directional;

light.intensity = 1f;

light.transform.rotation = Quaternion.Euler(50f, -
30f, 0f);

// GameManager
var gmGO = new GameObject("GameManager");

var gm =
gmGO.AddComponent<GameManager>();

// Canvas + Ul

var canvasGO = new GameObject("Canvas");

var canvas =
canvasGO.AddComponent<Canvas>();

canvas.renderMode =
RenderMode.ScreenSpaceOverlay;

canvasGO.AddComponent<CanvasScaler>();

canvasGO.AddComponent<GraphicRaycaster>();

var scoreTextGO = new GameObject("ScoreText");

scoreTextGO.transform.SetParent(canvasGO.transform);

var scoreText =
scoreTextGO.AddComponent<Text>();

scoreText.font =
Resources.GetBuiltinResource<Font>("LegacyRuntime.t
tf");

scoreText.fontSize = 32;

scoreText.alignment = TextAnchor.UpperLeft;

scoreText.color = Color.white;

scoreText.rectTransform.anchoredPosition = new
Vector2(20, -20);

gm.scoreText = scoreText;

var healthTextGO = new
GameObject("HealthText");

healthTextGO.transform.SetParent(canvasGO.transform)

>

var healthText =
healthTextGO.AddComponent<Text>();



healthText.font =
Resources.GetBuiltinResource<Font>("LegacyRuntime.t
tf");

healthText.fontSize = 32,

healthText.alignment = TextAnchor.UpperRight;

healthText.color = Color.red;

healthText.rectTransform.anchorMin = new
Vector2(1,1);

healthText.rectTransform.anchorMax = new
Vector2(1,1);

healthText.rectTransform.pivot = new Vector2(1,1);

healthText.rectTransform.anchoredPosition = new
Vector2(-20, -20);

/I GameOver panel
var panelGO = new
GameObject("GameOverPanel");

panelGO.transform.SetParent(canvasGO.transform);
var panellmage =

panelGO.AddComponent<Image>();
panellmage.color = new Color(0,0,0,0.6f);

panelGO.GetComponent<RectTransform>().sizeDelta =
new Vector2(600,200);

panelGO.SetActive(false);

gm.gameOverPanel = panelGO;

var panel TextGO = new
GameObject("GameOverText");

panelTextGO.transform.SetParent(panel GO.transform);

var panelText =
panelTextGO.AddComponent<Text>();

panelText.font =
Resources.GetBuiltinResource<Font>("LegacyRuntime.t
tf");

panelText.fontSize = 48;

panelText.alignment = TextAnchor.MiddleCenter;

panelText.color = Color.white;

panelText.text = "GAME OVER";

panelText.rectTransform.sizeDelta = new
Vector2(600,200);

// Player

var playerGO =
GameObject.CreatePrimitive(PrimitiveType.Capsule);

playerGO.name = "Player";

playerGO.tag = "Player";

playerGO.transform.position = new Vector3(0,1,0);

playerGO.AddComponent<CharacterController>();

var pc =
playerGO.AddComponent<PlayerController>();
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var ph =
playerGO.AddComponent<PlayerHealth>();
ph.healthText = healthText;

// Camera

var camGO = new GameObject("Main Camera");

camGO.tag = "MainCamera";

camGO.transform.SetParent(playerGO.transform);

camGO.transform.localPosition = new
Vector3(0,1.61,0);

camGO.transform.localEulerAngles = Vector3.zero;

var cam = camGO.AddComponent<Camera>();

pc.playerCamera = cam;

// Weapon

var weaponGO = new GameObject("Weapon");

weaponGO.transform.SetParent(camGO.transform);

weaponGO.transform.localPosition = new
Vector3(0.5f,-0.51,11);

weaponGO.AddComponent<Weapon>();

// Enemy prefab

var enemyPrefabGO =
GameObject.CreatePrimitive(PrimitiveType.Capsule);

enemyPrefabGO.name = "Enemy";

/I Keep collider for Raycast hit

var agent =
enemyPrefabGO.AddComponent<NavMeshAgent>();

agent.stoppingDistance = 1.5f;

enemyPrefabGO.AddComponent<EnemyController>();
var prefabPath = "Assets/Prefabs/Enemy.prefab";

System.l1O.Directory.CreateDirectory(" Assets/Prefabs");
var enemyPrefab =

PrefabUtility.SaveAsPrefabAsset(enemyPrefabGO,

prefabPath);
Object.Destroylmmediate(enemyPrefabGO);

/I Spawner

var spawnerGO = new GameObject("Spawner");

var spawner =
spawnerGO.AddComponent<Spawner>();

spawner.enemyPrefab = enemyPrefab;

// Save scene

System.IO.Directory.CreateDirectory(" Assets/Scenes");
EditorSceneManager.SaveScene(scene, scenePath);
EditorSceneManager.OpenScene(scenePath);

}
}

Buxinuuii kox ¢aitny GameManager

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

public Text scoreText;
public GameObject gameOverPanel;

private int score = 0;

void Awake()
{



if (Instance == null) Instance = this;

else Destroy(gameObject);

if (gameOverPanel)
gameOverPanel.SetActive(false);

Time.timeScale = 1f;

}

public void AddScore(int value)
{

score += value;
if (scoreText) scoreText.text = score.ToString();

}

public void ShowGameOver()

{
if (gameOverPanel)

gameOverPanel.SetActive(true);

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
Time.timeScale = 0f;

}

}

Buxiguuii kox ¢aiiny PlayerController

using UnityEngine;

[RequireComponent(typeof(CharacterController))]
public class PlayerController : MonoBehaviour
{

[Header("Movement Settings")]

public float walkSpeed = 6f;

public float sprintSpeed = 10f;

public float lookSpeed = 2f;

[Header("References")]
public Camera playerCamera;
public bool isAlive = true;

private CharacterController controller;
private float pitch = 0f;
private float currentSpeed;

void Awake()
{

controller =

GetComponent<CharacterController>();
Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;

h
void Update()
if (lisAlive) return;

HandleLook();
HandleMovement();

}

void HandleMovement()

{

if (Input. GetKey(KeyCode.LeftShift))
currentSpeed = sprintSpeed;

else
currentSpeed = walkSpeed;

float h = Input.GetAxis("Horizontal");
float v = Input.GetAxis("Vertical");

Vector3 move = transform.right * h +
transform.forward * v;
controller.SimpleMove(move * currentSpeed);

}

void HandleLook()
{
float mouseX = Input.GetAxis("Mouse X") *
lookSpeed;

float mouseY = Input.GetAxis("Mouse Y") *
lookSpeed;

transform.Rotate(Vector3.up * mouseX);

pitch = mouseY;
pitch = Mathf.Clamp(pitch, -80f, 80f);

if (playerCamera != null)
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playerCamera.transform.localEulerAngles = new

Vector3(pitch, 0, 0);
¥
¥
¥

Buxinawnii kox daitmy MedKitSpawner

using UnityEngine;
using System.Collections.Generic;

public class MedkitSpawner : MonoBehaviour
{

public GameObject medkitPrefab;

public float mapRadius = 50f;

public float spawnInterval = 10f;

public int maxMedkits = 5;

private float nextSpawn = 0f;
private List<GameObject> activeMedkits = new
List<GameObject>();

void Update()
{
if (Time.time >= nextSpawn)

{

nextSpawn = Time.time + spawnlInterval;
TrySpawnMedkit();



}

CleanupDestroyedMedkits();
H

void TrySpawnMedkit()
if (activeMedkits.Count >= maxMedkits) return;

Vector3 randomPosition =
GetRandomPointOnMap();

if (Physics.Raycast(randomPosition + Vector3.up *
50, Vector3.down, out RaycastHit hit, 100f))
{
if (hit.collider.CompareTag("Ground"))
{
GameObject medkit =
Instantiate(medkitPrefab, hit.point + Vector3.up * 0.5f,
Quaternion.identity);
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activeMedkits. Add(medkit);
}
}
}

void CleanupDestroyedMedkits()

activeMedkits.RemoveAll(medkit => medkit ==
null);

}

Vector3 GetRandomPointOnMap()
{
float x = Random.Range(-mapRadius, mapRadius);
float z= Random.Range(-mapRadius, mapRadius);
return new Vector3(x, 0, z);
}
}

Buxinnuii kop daiiny PowerUpSpawner

using UnityEngine;
public class DamageBoostSpawner : MonoBehaviour

{
public GameObject boostPrefab;

public float spawnInterval = 15f;

public Vector2 areaSize = new Vector2(50, 50);
private float nextSpawnTime = 0f;

void Update()

if (Time.time >= nextSpawnTime)

SpawnBoost();
nextSpawnTime = Time.time + spawnInterval;

}

void SpawnBoost()
{

Vector3 spawnPos = new Vector3(
Random.Range(-areaSize.x / 2f, areaSize.x / 2f),
0.51,

Random.Range(-areaSize.y / 2f, areaSize.y / 2f)

)i

Instantiate(boostPrefab, spawnPos,
Quaternion.identity);

}
}

Buxinuuit kox ¢aiiiny PauseManager

using UnityEngine;
using UnityEngine.SceneManagement;

public class PauseManager : MonoBehaviour

{
public GameObject pauseMenu;

private bool isPaused = false;
private PlayerController playerController;

void Start()
{

GameObject player =
GameObject.FindGameObjectWithTag("Player");

if (player !=null)

{

playerController =
player.GetComponent<PlayerController>();
}
}

void Update()

if (Input. GetKeyDown(KeyCode.Escape))
{
if (isPaused)
ResumeGame();
else
PauseGame();

}
}

public void PauseGame()

{
Time.timeScale = 0f;
isPaused = true;
pauseMenu.SetActive(true);
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

if (playerController != null)
playerController.enabled = false;
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}
public void ResumeGame()
{ public void ReturnToMainMenu()
Time.timeScale = 1f; {
isPaused = false; Time.timeScale = 1f;
pauseMenu.SetActive(false); Cursor.lockState = CursorLockMode.None;
Cursor.lockState = CursorLockMode.Locked; Cursor.visible = true;
Cursor.visible = false; SceneManager.LoadScene("Menu");
}

if (playerController = null) }
playerController.enabled = true;

Buxinuuii kon daitny PlayerHealth

using UnityEngine; {
using UnityEngine.UT; currentHealth += amount;
if (currentHealth > maxHealth)
public class PlayerHealth : MonoBehaviour currentHealth = maxHealth;
{ UpdateUI();
public float maxHealth = 100f; }
public Text healthText;

void UpdateUI()
private float currentHealth;
if (healthText) health Text.text =

void Start() currentHealth. ToString("F0");
{ ¥

currentHealth = maxHealth;

UpdateUI(); void Die()
H {

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

public void TakeDamage(float amount) Time.timeScale = 0f;
{ GetComponent<PlayerController>().isAlive = false;
currentHealth -= amount; if (GameManager.Instance)
UpdateUI(); GameManager.Instance.ShowGameOver();
if (currentHealth <= 0f) Die(); }
h
¥

public void Heal(float amount)

Buxinuuit kox ¢aitny Spawner

using UnityEngine; void Update()
public class Spawner : MonoBehaviour if (Time.time >= nextSpawn)
{ {
public GameObject enemyPrefab; nextSpawn = Time.time + spawnlInterval;
public float spawnRadius = 20f; SpawnEnemy();
public float spawnlInterval = 2f; }
}
private Transform player;
private float nextSpawn = 0f; void SpawnEnemy()
{
void Start() Vector3 pos = player.position +
{ Random.onUnitSphere * spawnRadius;
player = pos.y = player.position.y;
GameObject.FindGameObjectWithTag("Player").transfo Instantiate(enemyPrefab, pos, Quaternion.identity);
rm; }

} }
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