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PEDEPAT

TekcToBa yacTuHa KBamidikaiiiHOi poOOTH Ha 3700YTTS OCBITHBOTO CTYMEHS
Oakanagpa: 60 cTop., 6 Tab., 20 puc., 28 mxepen, 3 J01aTKH.

Mema pobomu - TIABUIIEHHS 3aHYPEHHS TPaBIsl y BIPTyallbHE CEPEIOBUIIE
survival-rpu 3a paxyHOK po3pooku 3D-nogatky TwilightTails 3 peamicTuaauM mMITYyIHIM
iaTenexkroM NPC-TBapuH, IMHAMIYHUM CBITOM 1 KOOTIEPATUBHUM MYJIBTHILICEPOM Yepe3
Steam.

O6'exkm Oocnioxcennss - TPOIEC CTBOPEHHS 1HTepakTUBHOro 3D-cepemoBuiia
KOMIT'FOTEPHO1 TPH Y JKaHP1 BUKUBAHHS.

IIpeomem oocnidxcenns - nporpamue 3ade3neuenns 3D-rpu TwilightTails y sxanpi
BIDKMBAHHS, peani3oBaHe Ha irpoBoMy pymli Unity 3 HIATPUMKOIO KOONEPATUBHOIO
PEXKUMY TPH.

3ag0annsn 0ocnioxcenHs: MPOAHANI3yBaTU CyYaCHUM CTaH PUHKY Ta BUOKPEMHTH
XapaKTEpHI PHUCH >KaHPY BH)KUBAHHS; BUKOHATH MOPIBHSJIBHUN aHail3 MPOBIIHUX
NPOrpaMHUX aHAJIOTIB Ta ITPOBUX PYIIiB 1 OOIPYHTYBaTH TEXHOJOTIYHUN CTEK;
CIIPOEKTYBATH apXITEKTYPy 3aCTOCYHKY 1 CTPYKTYPY MIJCUCTEM (KOHTPOJIEP MEPCOHAXKA,
MITYYHUN 1HTENEKT, pickup, OyJIIBHUIITBO, IIUKI JCHB/HIY, 30€pEKEHHs); peai3yBaTH
nporpamue 3ade3neueHns rpu TwilightTails y popmari MVP; npoBectu (hyHKIIOHATBEHE
TECTYBaHHS 1 BUMIPIOBAHHS MPOyKTUBHOCTI.

Memoou 0ocnioxcenns: CACTEMHUN aHa13 JJIsl JOCIIJKEHHS PEIMETHOI 001aCTi
Ta MOPIBHSHHS aHAJIOT1B; 00'€KTHO-OPIEHTOBAHE MPOEKTYBAHHS ISl TOOYAOBH MOIeTIei
MIJICUCTEM; €KCIEPUMEHTATBHUIN MIAX1A JJIS BUMIPIOBAHHS MPOAYKTHUBHOCTI y Unity
Profiler; TecTyBaHHS METOJOM «HYOPHOI CKPUHBKH» MJIsi MEPEBIPKU (PYHKITIOHAITBHHUX
BHMOT.

VY pe3ynbTaTi pob0oTH po3p0obIieHO nmporpamue 3ade3nedeHHs rpu TwilightTails y
dopmari MVP (MiHIMaIbHO XUTTE3AATHOTO MPOAYKTY) Ha irpoBoMy pyuni Unity 6
MoBOI0 C#. Peani3oBaHO KepyBaHHS EPCOHAKEM-EHOTOM Y BIAKPUTOMY TPUBUMIPHOMY
CEepPEeIOBHUIIIl 3 TMIATPUMKOIO CKEJIETHOI aHiMallli Ta I1HBEpPCHOI KIHEMaTHKH Jall;
IHTEpPaKTUBHY cUCTeMy pickup 1 HOCIHHSA OJHOTO MpeaMeTa y MEePeaHIX Jianax; PeKUuM
BUTLHOTO OY/IBHUIITBA 3 TMOTEPEIHIM MEPErIsaaoM, 00epTaHHAM 1 (IKCAIli€l0 CIOPY,;
MTYYHUN 1HTEJEKT 1mIeCTH BUJIB TBapuH (€HOT-NPC, 3aenp, aucuiis, BOBK, BEIMijb,
*aba) Ha OCHOBI TNOBEAIHKOBUX JAepeB Behavior Designer 3 nudepeniiiioBaHuMu
CTpaTeriaMH JUIsl XMXKaKIB 1 34001Yl; 10OOBUI LMK 3 BIUIMBOM Ha MOBEIIHKY (ayHH 1
napamMeTpy CepeOBUINA; aBTOMAaTHYHE 30epekeHHs cTaHy cBity y ¢opmati JSON y

karanosi persistentDataPath; mokamizamiro iHTepdelicy yKpaiHCHKOIO Ta aHTJIIHCHKOIO



MoBaMmH Ha 0a3i makera Unity Localization. 3araasHuii oOcsT BJaCHOTO KOAY - OJIM3BKO
4500 psankiB y 86 ckpunrtax C#, TOIIOBHEHUX 1HTErpalli€lo KoMepiiiHux naketiB Malbers
Animal Controller, Behavior Designer, BiolK, Enviro 3 ta The Vegetation Engine.
TexHonoriyny eeKTUBHICTh OOPAHOT0 CTEKA MIATBEPIKEHO CEPIEI0 HAaBAaHTAKYBaIbHUX
TECTIB y TPbOX CIIEHApisiX (IeHHA rpa, akKTUBHUN pyX 3 MPUCYTHIMHU TBapuHAMH, HIYHA
CIIleHa 3 JIOIIeM 1 BITpOM) Ha JABOX pedepeHCHHX amapaTHuX KoH]irypamisx. 3a
pe3ysbTaTaMu MPOJTYKTUBHOCTHOTO TECTYBAaHHS CEpeIHs KaJpoBa YacTOTa CTAHOBUTH
BiJ1 45 1o 60 kaapiB 3a CEKyHy Ha HOyTOYYHOMY CTEH/II HI)KYOTO Kjacy 1 ctabiibH1 60
KaJIpiB 32 CEKYH]ly Ha CT€H]I1 BUILIOTO KJIacy.

Cdeporo 3acTocyBaHHS pe3yibTaTiB € MOJANBIINA PO3BUTOK I'PU 3 BUXOJOM Ha
miatgopmy Steam, a TaKOXK BUKOPHUCTAHHS PEai30BAaHUX MOJYIIB 1 apXITEKTYpPHUX
pllIEHb y HaBYABHUX Kypcax 3 IrpoBoi po3poOku Ha irpoBomy pyumi Unity Ta sk
pedepeHcHoro npukiaay iHTErparii MoBeIIHKOBUX JEPEB Y CAMOCTIMHUX CTYJAECHTCHKUX
npoekTax. OKpeMuil MOTEHUIad pe3yJbpTaTiB moysirae 'y QopMyBaHHI 0a3zu ISt
NOpPTYyBaHHA NMPOEKTY Ha miaTdopmu macOS Ta Linux, po3mupeHHs Ha KOOTIepaTUBHUM
OHJIAWH-PEKMM Ha OCHOBI BXX€ IHTErpOBaHOI apXITEKTypHOi 3aroToBku Mirror
Networking, a Takox y nomyJisipu3aliii >kaHpy survival-irop 3 nepcoHaxeM-TBapuHOIO Ha

YKpPaiHCbKOMY PUHKY HE3aJIeKHOI pO3pOOKH.

KJIIOUOBI CJIOBA: KOMITIOTEPHA T'PA, BIDKMBAHHS, BIJKPUTUI
CBIT, UNITY, IITYYHUI IHTEJEKT, ITOBEJIHKOBI JIEPEBA, ITUKJI JIEHb-
HIY, JIOKAJII3ALIIA.
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HEPEJIIK YMOBHMUX IIO3HAYEHb

Al - mryunuit inTenekT (artificial intelligence)

API - nporpamuutii intepdeiic nonatky (Application Programming Interface)

BT - nepeBo noseninku (Behavior Tree)

DOI - uudposuii inentudikarop ob'ekra (Digital Object Identifier)

FPS - kanpiB 3a cexynny (frames per second)

FSM - ckinuennwmii aBromar (Finite State Machine)

GOAP - mnanyBanbHUK It Ha ocHOBI misel (Goal-Oriented Action Planning)
GPU - rpadiunnii mporecop (Graphics Processing Unit)

GUI - rpadiunuii kopuctyBanpskuii inTepdeiic (Graphical User Interface)

GUID - rnobGanpHuii yHIKQIBHUH 11€HTU(IKATOD

HDRP - xonBeep Bucokoi sikocti peraepunry Unity (High Definition Render Pipeline)
HUD - ingukarop crany rpasus (Heads-Up Display)

ID - inentudikarop (Identifier)

IK - inBepcHa kinematuka (Inverse Kinematics)

ISBN - mixkHapoaHuii crangapTHuid KHMKKoBHH HOMep (International Standard Book Number)
JSON - TekcroBwmii popmar odominy ganumu (JavaScript Object Notation)

LOD - piens aeramizartii mogemi (Level of Detail)

MVC - apxitektypHuii marepa «Monenb-Iloganns-Kontpoaep» (Model-View-Controller)
MVP - minimManeHO XuTTe3AaTHUN TPoAYKT (Minimum Viable Product)
NavMesh - Hairaiiliga citka

NPC - meirposuii nepconax (Non-Player Character)

P2P - B3aemois TUIy «piBHUM 3 pIBHUMY (peer-to-peer)

PC - nepconansuuit komm'rorep (Personal Computer)

RPC - Bignanenwmii Bukinuk npouenypu (Remote Procedure Call)

SDK - nabip 3aco0iB po3pobnuka (Software Development Kit)

SOLID - n'saTb NpUHIUIMIB 00'€KTHO-OPI€EHTOBAHOTO MPOEKTYBAHHS

SSD - tBepaoTinbHUI HakonuuyBay (Solid State Drive)

TVE - The Vegetation Engine

UI - xopuctyBanbkuii intepdetic (User Interface)

UML - ynidikoana moBa monemntoBanHs (Unified Modeling Language)

URL - ynidikoanuii mokatop pecypcy (Uniform Resource Locator)

URP - yniBepcansHuii kouseep penaepunry Unity (Universal Render Pipeline)
UX - xopuctysaubkuii nocsig (User Experience)

WASD - knaBiini W, A, S, D 1151 KepyBaHHS IEpCOHAKEM Y KOMIT'IOTEPHUX 1rpax
3D - three-dimensional, TpuBUMipHHIA

113 - ImxeHepist mporpaMHOro 3a0e3neveHHs

JACTY - llepxaBHuil crangapt Y kpaiHu

JAVIKT - lep>xaBHuit yHIBepcUTET 1H()OPMALIIHHO-KOMYHIKAIIIHHUX TEXHOJIOT1H
OC - onepariitna cuctema

13 - mporpamue 3abe3nedeHHs



BCTYII

AKTyanbHICTh TeMH. 3a JAaHUMHU aHATITUYHOrO areHTcTBa Newzoo, y 2024 pori
CBITOBUI PUHOK KOMI'IOTepHUX irop nepeBumiuB 184 mapna gonapis CIIA. bauzbko
YBEPTI I[HOTO 00CITY (HOPMYy€E CETMEHT MepCOHANBHUX Komm'toTepiB. Cepen apaiBepiB
3pOCTaHHS JIOCITHUKH OKPEMO BUAUISIOTH PO3KBIT He3aekHOT (1H/11) po3poOKH. Y 3BITi
anamitTnaHoi areniii GameDiscoverCo 3a 2024 pik 3adikcoBaHO, IO iHII-CErMEHT Ha
mwiargopmi Steam ngaB moHan 35 % HOBUX Irop poOKy, MPUUOMY MPOJaXi II'ATH
HAWBIJIOMIIINX OJIMHOYHMX SUrvival-mpoekTiB MEpeTHYJW MO3HAYKY B OJWH MUIBHOH
KOITii.

Kanp Br>KuBaHHS Y IbOMY TIpolieci 3aitmae ocoonuBe mictie. Irpu The Forest [3],
Rust [4], Subnautica [5], ARK: Survival Evolved [6] 1 Green Hell [7] moeanyroTh
MEXaHIKd 300py pecypciB, XapuyBaHHs, OYJIBHUITBA ¥ OOpOTHOM 3 BOPOKUM
cepenoBuileM. AHami3 icTOpii po3pOOKH AEKIIbKOX YCHIIIHUX 1HJI-IIPOEKTIB I[HOTO
xaHpy [19] cBIIUUTS, 1110 HABITh 3 OOMEKEHUM OIOJIKETOM 1 MaJIOI0 KOMaHJI0K0 MOXHA
JTOCSTTH KOMEPIIMHOrO yemixy y survival-cermenTi. Ile po6uts survival nmpuBabiamBum
JUISL HEBEJIMKUX KOMaH]T Ta OJUHOYHUX PO3POOHUKIB.

TexHiuHa peanizamiss TakKUX TMPOEKTIB MOB'SI3aHAa 31 3HAYHOK KUIBKICTIO
1HmxeHepHuX 3a7a4. Cepe HUuX - MPOEKTYBaHHS JaHAMA(Ty BIAKPUTOTO CBITY, TOOY10Ba
IITYYHOT'O 1HTEJIEKTY TBapHH 3 PI3HOIO MOBEAIHKOIO JUISl XMXKAKIB 1 3100141, CUMYJISILIIS
JUHAMIYHOTO JHA W TMOTOAHUX YMOB, TiJcHUCTeMa 30€peKEeHHS MPOrpecy, cucTeMa
pickup-B3aeMo/1ii 3 OTOUEHHSIM, PEKUM BUTHHOTO Oy 1IBHUIITBA, IHTEPAKTUBHUHN TyTOpIall
1 MATpUMKA JEKUTbKOX MOB iHTepdeiicy. Po3B's13aHHs ux 3a/1a4 y popMaTi IUIITIOMHOTO
MPOEKTY JIO3BOJISIE TPOJEMOHCTPYBATH BOJIOMIHHS KIUIbKOMA Taly3siMU 1HXKEHEpil
mporpamMHoOro  3abe3nedeHHss - O00'€KTHO-Opi€HTOBaHUM  TpoekTyBaHHsM, LI,
ONTUMI3AIIIEI0 PEHACPUHTY, CEplai3alli€lo JaHUX.

Buxoasun 3 HaBeneHOro, TeMa pO3pOOKH TPUBUMIPHOI OJIMHOYHOI TPH KAHPY

BIKMBAHHS € aKTYaJIbHOIO 1 MAa€ MPAKTUYHY LIHHICTb.



Mema pobomu - MABUIIEHHS 3aHYPEHHsI T'paBls y BIpTyalbHE CEpEIOBUIIE
survival-rpu 3a paxyHok po3po0ku 3D-nonatky TwilightTails 3 peanicTUHUHUM IITYYHUM
iaTenexkroM NPC-TBapuH, IMHAMIYHUM CBITOM 1 KOOTIEPATUBHUM MYJIBTHILICEPOM Yepe3
Steam.

O6'ekm Oocnidoicenns - TIpolleC CTBOpPEHHS 1HTepakTUBHOTO 3D-cepemoBuina
KOMIT'FOTEPHOI TPH Y KaHP1 BUKUBAHHS.

Ilpeomem docnioxcenns - nporpamue 3ade3nedenus 3D-rpu TwilightTails y xanpi
BIDKMBAHHS, peasli3oBaHe Ha irpoBoMy pyirii Unity 3 MiATPUMKOIO KOOIEPATHBHOTO
PEXUMY TPH.

3aBmaHHA JAocHiKeHHS. Jlng JOoCArHEeHHS MeTd poOOTH MOCTaBJIEHO TakKl
3aBJIaHHS:

1) mpoaHamnizyBaT Cy4acHHUI CTaH PUHKY KOMII'TOTEPHUX 1TOp KaHPY BUKUBAHHS,
BHU3HAUMTH XapaKTEPHI PUCH KaHPY 1 BAOKPEMHUTH BUMOTH JIO BIIACHOT peaizallii;

2) BUKOHATH OTJISA] IPOBIIHUX MPOrPAMHHX aHAJIOTB 1 MOPIBHATHU IrPOB1 PYILII 1151
OOTPYHTOBAHOT'O BUOOPY TEXHOJOTIYHOTO CTEKA;

3) pO3rASHYTH TIAXOAU 10 MOOYJOBM IUTYYHOI'O IHTENEKTY B irpax 1 oOpaTu
HaWOLIBII JOMIBHY MOJIEIIb JIJISl 3aCTOCYBaHHS B pOOOTI;

4) CcHOpoOeKTYBaTH 3arajibHy apXITEKTYpy 3aCTOCYHKY 1 CTPYKTYpY OKpeMHUX
MIJCUCTEM - KOHTpOJIepa MEePCOHaXKa, IITYYHOIO 1HTENIEKTY, cucteMu pickup, pexumy
OyIIBHUIITBA, ITUKITY JICHB/HIY, 30€pEKCHHS CTaHy;

5) peanizyBatu nporpamue 3adesneueHHs rpu TwilightTails y dopmari MVP -
MIHIMAJIHO KUTTE3AATHOTO MPOAYKTY 3 OCHOBHUMHU MEXaHIKaMH >KaHPY;

6) npoBecTd (YHKIIOHATBLHE TECTYBAaHHS 1 BHUMIPIOBAHHS MPOTYKTUBHOCTI

PO3pO0JICHOT0 MPOrPaMHOTO 3a0€3MEUCHHS;

Metoau jgociipkeHHs. Y poOOTI 3aCTOCOBAHO CHUCTEMHUN aHami3 s
JOCJIDKEHHST TIPpeAMETHOI 00JIacTi Ta TMOPIBHSHHS aHAJIOTIB;, 00'€KTHO-OpPIEHTOBAHE
MPOEKTYBAHHS JJIsi MOOYJAOBH MOJENCH MIJACUCTEM; €KCIePUMEHTATbHUN MAX1T IS
BUMIpIOBaHHs TpoaykTtuBHOCTI y Unity Profiler; TecTtyBaHHsS MeTOIOM «4YOpHOI

CKPUHBKI» JIJIsl IEPEBIPKU (DyHKIIOHATEHUX BUMOT.



[IpakTiyHe 3HAYE€HHS OTpPUMaAHUX pe3yibTariB. Po3pobiiene mnporpamue
3a0e3neUeHHs peai3ye KI0U0Bl MEXaHIKH KaHPY BUKMBAHHS: KEPYBaHHSI IEPCOHAKEM-
eHotoM y 3D-cepemoBuiii, cuctemy pickup 1 HOCIHHS MpenMeTiB, Xap4yyBaHHS,
MOJIFOBaHHS Ha AP1OHY TUUHHY, PEKUM BUTILHOTO Oy IIBHUIITBA, JOOOBHUH IIUKJI 3 BILTUBOM
Ha TOBEIIHKY (ayHH, IITyYHUH IHTENEKT TBAapUH IIECTH BHUIIB Ha OCHOBI JEpeB
noBeninku (Behavior Tree, mami - BT), iHTepakTuBHMII TyTOpias, JOKadi30BaHUI
iHTepdeiic mictebMa MoBamMu. Po3pobiieni moayni - miacucrema BT-3agad moBediHkH
TBapuH, cucTema 30epekeHHs crany y (opmati JSON, KoHTposep NHMKIY ICHB/HIY,
pPEXUM BUIBHOTO OYJIBHHUIITBA - € CAMOJIOCTATHIMU KOMIIOHEHTAMH, SIKI MOXYTh OyTH
NEPEBUKOPUCTAHI B TMOJMAIBIIUX MPOEKTAX ITPOBOTO MPOTPAMHOTO 3a0€3MEUeHHs] Ha
irpoBomy pyiuii Unity.

Crpykrypa Ta obcsr po6oTu. PoboTa ckimamaeThes 31 BCTYMy, YOTUPHOX PO3ILIIB,
BHCHOBKIB, TIEPEITIKY BUKOPUCTAHUX JHKEPET Ta TOAATKIB.

VY nepioMy po3/iii MpoaHaai30BaHO MPEAMETHY 001acTh: PO3TISHYTO Cy4acHUM
CTaH >KaHPY BWKMBAHHS y KOMITIOTEPHUX Irpax, BUKOHAHO MOPIBHJIBHUN aHaMi3 IT'SITH
MPOBIAHUX MPOrPAMHUX AHAJOTIB, 31CTABJIIEHO IrPOBI PyUIli Ta TOTOBI PILIEHHS IS
CUMYJISIIT TPUPOJHOTO CEPEAOBHINA, PO3TISHYTO MIIXOAU IO MOOYJOBH IITYYHOTO
1HTEJEeKTy B irpax. Ha ocHOBI mpoBeieHOro aHani3zy c(popMysIbOBaHO BUMOTH J0 BIACHOI
peanizarii.

Y npyromy po3aull TMPEACTaBICHO pe3yJbTaTh MPOEKTYBAHHA: 3arajibHY
apXiTEeKTypy 3aCTOCYHKY, ONHUC KOHTpOJiepa IMEPCOHaXKa, MOJEIb ITPOBOTO CBITY,
CTPYKTYPY MIJICHCTEM IITYYHOTO 1HTEIEKTY, 30€peKEHHs CTaHy Ta KOPHUCTYBAIbKOTO
iHTEepdeicy.

Y TperbOoMy pO3AUII  OMMCAHO peaiizamilo IPOrpaMHOIro 3a0e3MeUYeHHS:
OOTPYHTOBAHO BUOIp 1HCTPYMEHTAJIBHUX 3aCO0IB Ta HaBEACHO peati3allifo mepcoHaxka-
€HOTa, cUCTeMHU pickup 1 pexumy OyIIBHMIITBA, MIJCUCTEMHU IITYYHOTO 1HTEIEKTY
TBApUH, IIUKJTY JICHb 1 HIY, MACUCTEMHU 30€pEeKEHHS CTaHy Ta JIOKaJi3aIllii.

Y derBepTOMY PpO3IUI  HABEACHO pe3yJabTaTH  (DYHKI[IOHAIBHOTO  Ta

IPOAYKTUBHOCTHOTO TECTYBAaHHsI pO3pOOJIEHOTO MPOTrpaMHOro 3a0€3MeUeHHs], OIUCaHO



KOH(]Irypaliiro TeCTOBOI0 CTEH/y, MEPEIiK BAKOHAHUX TECTOBUX CIIEHAPIiB Ta OTPUMaHI1
MOKA3HUKHU KaJIPOBOi YACTOTH HA IBOX pe(depeHCHUX anapaTHUX KOHDIryparisx.

Armpo0arrito OCHOBHUX pe3yJIbTaTiB pOOOTH MPOBEACHO HA JBOX BCEYKPATHCHKUX
HAyKOBO-TEXHIYHUX KOH(epeHiisx y JlepkaBHOMY YyHiBepcuTeTi iHdopMaliitHo-
KOMYHIKAIIHHUX TeXHONOT1H y muctonaai 2025 ta kBitHi 2026 poKiB; 3a Marepianamu
poOoTH OIyOJIiKOBAaHO ABI TE3M JOMOBIACH Yy CIIBABTOPCTBI 3 HAYKOBHM KEPIBHUKOM.
[lepmra Te3a mpucBAYEHA aHAJI3y KIIOUOBUX OCOOJIMBOCTEH T'eMMILICI0 KOMIT'IOTEPHUX
irop JKaHpy BW)KMBAHHS Ta TOPIBHSJIBHOMY JOCHIJUKCHHIO TPOBIAHUX AaHAJOTIB
CerMeHTy. Jlpyra Te3a BUCBITIIIOE pO3pOOKY cUCTEMHU MITY4YHOro iHTesnekty NPC-TBapun
y TPUBHUMIpPHIN Tpl Ha BUKUBaHHA Ha irpoBoMy pyiii Unity, ommcye 3acTocoBaHy
apXITEKTypy IMOBEIIHKOBUX JE€peB Ta AU(EpeHLIHOBaHI CTpaTerii MOBEAIHKHA IS
XIDKAKIB 1 3710014i.

[TpakTiuHe 3HAaYEHHS PO3POOJICHOrO MPOTPAMHOTO 3a0E3MEUYCHHS TMOJIATae Y
CTBOpEHHI Mpane3natioro MVP koMmMm'toTepHOi Irpu KaHpPy BHJKMBAHHS 3 MOBHOIO
YKPaTHCHKOIO JIOKATI3alI€l0, SIKUH MOKe OyTH BUKOPHUCTAaHUH SIK OCHOBA JJIsl IOJANIbIIO1
KOMEpUIHHOI TpU 3 BUXO0JI0M Ha Iuargopmy Steam. OkpiM TOro, peanizoBaHi MOAYJI1
pickup, pexumy OyJIBHUIITBA, TOBEIIHKOBUX JEPEB TBapHH 1 ILHUKIY JICHB/HIY
c(hOpMOBaHO SIK MEPEBUKOPUCTOBYBAHI KOMIIOHEHTH 1 MOXKYTb OYTH B35Tl 32 OCHOBY y
CaMOCTITHUX HaBUYaJbHUX IMPOEKTAX CTYAEHTIB CTAPUIMX KYpPCIB CHEL1aJbHOCTEH 3
1HXEeHepil MporpaMHOTO 3a0e3neueHHs Ta KoMn'torepHoi rpadiku. OTpuMaHuil mi yac
BUKOHAHHS POOOTH TEXHOJOTIYHHUMN JIOCBIA 1HTErpalli CTOPOHHBOTO 1HCTPYMEHTapito
(Malbers Animal Controller, Behavior Designer, Enviro 3, The Vegetation Engine) y
€IUHY apXITEKTypHY CHCTEMY € IIIHHUM 1 JJIs MOJaibInoi mpodeciiiHol TisIbHOCTI

PO3pOOHUKA.
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1. AHAJII3 IPEJMETHOI OBJIACTI TA TIOCTAHOBKA 3ATAUI

1.1. 7KaHp BHKMBAHHA Y Cy4acHiil irposii inaycrpii

XKanp BuwxuBanHs (survival) sk okpeme SBUIIE B KOMITIOTEpHUX irpax
dbopmyBaBcs nmoctymnoBo. Jlocaigauku [14] moB'sa3yr0Th HOTO OCTaTOYHE BUOKPEMIICHHS
3 BuxojoM irop Don't Starve y 2013 porii ta The Forest y 2014-my. 3rogom no xaHpy
nomyumiucs Rust [4], ARK: Survival Evolved [6], Subnautica [5], Valheim, Green Hell
[7], a B 2020-x pokax Sons of the Forest, Palworld Ta inmi. 3a 1aHuMu aHATIITHYHUX
ornsaAiB [8], kaHp mepeOyBae y CTIMKIA (a3l 3pOCTaHHS MOIYJSPHOCTI MPOTATOM
OCTaHHBLOT'O JECSITHIITTS.

AHami3 copoka HAMOMyJSPHIMIUX ITOp IBOTO KaHPY 3a CTATHUCTUKOIO CEPBICY
Steam Store [9] 103BoJIsIE BHOKPEMUTH TaK1 TUIIOB1 O3HAKHU:

1) 0OMexXeHICTh pecypciB - TpaBellb Ha CTapTi Ma€ MiHIMAJIbHUM HAO1p MPEAMETIB
1 3MylIeHU BU00yBaTH BCE HEOOXI1THE CAMOCTINHO;

2) 0OOB'SI3KOBI MPOIECU KUTTEAISUIBHOCTI MEPCOHaXa - roJIoJl, clpara, BTOMa,
TeMIlepaTypa Tijia, 0 3HUKYIOTHCS 3 YACOM 1 BUMAraroTh yBaru rpaslis;

3) Bopoke ab0 HEHTpaibHE ITPOBE CEPEAOBUIIIE - IUKI TBAPUHU, MOHCTPH, TTOTOJTHI
YMOBH, 1110 CTAHOBJIATH 3arpo3y;

4) HasBHICTh KpadTy Ta OYyIIBHMIITBA - MOJIMBICTH CTBOPIOBATH TMPEIMETH 1
CHOpYAH 13 310paHuX PECYpCIB;

5) BIACYTHICTh YITKO BHM3HAYEHOi KIHIIEBOi Il - IrPOBUM MPOIEC BIIKPUTHUIA,
peKopJiaMi BHUCTYNalOTh KIJIBKICTh MPOXKUTHX JHIB, 00CSAT MOOYAOBAaHOTO, KUIBKICTh
3100yTUX peCypCiB.

[TomiTHA TEHIEHIISI OCTAaHHBOTO MECATUIITTS - 3POCTaHHS YACTKH OJMHOYHUX
1H1-survival 3 Bupa3Hum aBTopchbkuM ctuiieM. Y 3BiTi GameDiscoverCo 3a 2024 pik [15]
3apikcoBaHO, IO cepel ABAALSTH HAMyCHIIIHIIIMX HOBHX peEli3iB jKaHpy Ha Steam

JIBAHAIIATh € MPOEKTAMU HEBEIMKUX KOMaH[ (10 mecstu oci0) 3 dokycom Ha single-
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player abo acuHXpoHHY B3aeMofit0. llepexin MOSCHIOETHCS HACHUYEHICTIO PHUHKY
yMHUMU A A A-TIPOEKTaMU 1 3aITUTOM ayJIUTOPil HA «THX1», aTMOC(HEpHI ITepeKUBaHHS.

Y miteparypi [14, 16] BuAUSIIOTh MAKIACH >KaHPY, SKI MAlOTh 3HAYEHHS IS
oOy0BH BIIACHOTO MPOEKTY:

- hardcore survival (Rust, DayZ): akimeHT Ha BOPOXXOMY CEPEIOBHIII,
MIepMaHEHTHINA CMEPTi, BUCOKIN CKIIQTHOCTI;

- cosy survival (Don't Starve, Among Trees): armocdepHe HOCHITKEHHS,
CIIOKIMHUIA PUTM, yBara 10 €CTCTUKH;

- crafting-survival (Minecraft, Valheim): akimeHnT Ha OyAiBHUIITBI, Mporpecii
TEXHOJIOT1H;

- wildlife-survival (Shelter, Endling, TwilightTails): rosoBuuii repoit - TBapuHa,
aKIICHT Ha EMOIIIMHOMY BUMIPI.

I'pa TwilightTails, mo po3pobisgeTbess B Mexkax Ii€i poOOTH, HAIEKUTH 0
OCTaHHBOTO TiJKIacy. [OJJOBHUM TIEpCOHAXEM BHUCTYMAE€ €HOT, ITPOBUU CBIT €
€BPONEHCHKUM JIICOM 3 IIUKJIOM JCHB 1 HI4, OCHOBHHUI aKIIEHT 3p00JICHO Ha JIOCIIHKEHH1
1 B3aeMOIii 3 ¢hayHOIO0, a HE Ha 3MaraHHi rpaBIliB Mk coboro (player versus player, PvP)

YU Ha MEXaHIKax HaKOIMMYCHHS PECYpCIB.

1.2. Orusig nporpaMHMX aHAJIOTIB

Jnst o6rpyHTOBaHOr0 1000py (YHKI[IOHAJIBHUX BHMOT JI0 BJIACHOI peai3allii
MPOBEICHO OIS M'SAITM TNPOBIIHUX MporpaMHux aHayoriB. I[lepernik 1mux aHamoris
chopMOBaHO 3 OrJIsy Ha TMOKA3HUKU TMpoaaxiB y Steam Store [9], crnopiaHEHICTb
KAHPOBHUX MEXaHIK Ta JOCTYIHICTh BIIKPUTHX B1JIOMOCTEH MPO TEXHOJIOTTYHHUM CTEK.

1.2.1. The Forest

Po3po6nuk Endnight Games, gata Buxoay 2018 pik [3]. TpuBumipHa rpa xaHpy
horror-survival 3 HATPUMKOIO KOOIMEpAaTHBY 10 BOCBMH Y4acHHKIB. PeanizoBana Ha
irpoBomy pymii Unity. Al-ekocucrema BKIIIOYa€ OCHOBHUX AareHTIB-KaHIOamiB 3
IpyNoOBOIO0 TOBEAIHKOIO (pO3BiJKa, OTOYEHHS, MEpeciiayBaHHS), MYTaHTIB-OOCIB Ta

(OHOBUX TBApHWH - OJICHIB, KPOJIIB, Uepemnax i puo, 1mo GopMyOTh XapuOBUN JTAHITIOT.
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CunpHi cTopoHU: aTMocdepa IMCHUXOJOTIYHOTO Kaxy, MpoaymaHa cuctema Al
KaH10aTiB-IIPOTUBHUKIB 3 TPYIIOBOIO TAKTUKOIO 1 IEHHO-HIYHUMHM ITUKJIAMH aKTUBHOCTI.
Cnalki CTOpOHU: CKJIaJHUN OHOOPAMHI, BICYTHICTh MOBHOIIIHHOTO TYyTOpiamy,
Opi€HTaIlid Ha JOCBIIUEHUX TpaBIiB. ApXITEKTypHE PIIICHHS, BaXJIWBE IS
3al03WYECHHS, - CHUCTeMa IMHAMIYHMX MOJIA 3 TBapMHAMH Ta BOPOraMH Ha OCHOBI

TpUrepiB AUCTAHI1 10 TpaBisl. ExpanHa ¢opma rpu HaBeZeHa Ha pUCyHKY 1.1.

B

-

Pc 1.1 EKpaHHa ¢dopma rpu The Foreét

1.2.2. Rust

Po3pobnuk Facepunch Studios, opurinansuuii peniz 2018 pik [4]. TpuBumipHa
PvP-opientoBana survival-rpa 3 miarpumkoro 10 250 rpaBiiiB Ha OJHOMY CEpBepi.
PeanizoBana Ha Unity. Al-ekocrucrtema MiHIManbHa: BeIMEl, BOBKH, OJICHI 1 KabaHu 3
MPOCTO0 TIOBEJIHKOI «CIOKIM - TepeciigyBaHHs/BTeua - araka» 0e3 MIDKBHUIOBOI
B3a€MO/I1i; OCHOBHA 3arpo3a I'paBIls - 1HIII TPABIII.

CunpHI CTOpOHM: MacHITabHA MPOIEYPHO 3TeHEepOBaHa KapTa, IIHO0Ka CUcTeEMa
kpadry 3 nonazg 100 penentamu.

Cnabxi cTopoHHU: BOpoka atMmoc(epa M0 HOBaukiB, crpoimieHa Al-ekocucrema.
Kopucue myis 3amo3uwdeHHS - apXiTEKTypa CEPBEPHOrO aBTOXOCTY dYepe3 BHUIIICHI

cepsepu. Ekpanna ¢opma rpu HaBeJeHa Ha pucyHky 1.2.
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Puc. 1.2 EKaHHa dbopma rpu Rust

1.2.3. Subnautica

Po3pobnuk Unknown Worlds Entertainment, peniz 2018 pix [5]. IliaBonna
survival-rpa BiJ nepiroi ocoou. PeanizoBana Ha Unity 3 BIaCHUM Bi3yaJIbHUM CTEKOM.
Al-exocucteMa CTpyKTypoBaHa 3a OioMamu: ApiOHI puOu-(pypaxkepu y MIUIKOBOAIL,
cepelHi HeUTpalbHI BUAM (TIMI, TaplyHH) Y MaHTPOBOMY TOSCI, arpeCHUBHI XM)KAaKU
(pimep-neBiadan, ryiprep) y MOOKHAX 30HAX; YCI areHTH MAIOTh PadlyCH CIPHAHSITTS,
71000BI1 IMKJIA aKTUBHOCTI Ta PEAKIII0 Ha JKEPENO CBITIIA IPaBIIs.

CunpHi CTOpOHU: TIMOOKa aTMocdepa JOCTITKEHHS, OPUTTHAIBHHUM IT1IBOTHUMN
ceTHHT, nudepeniiiioBana 3a 6iomamu Al-exocucrema.

Cnabki  CTOpOHH: OJTHOKOPHUCTYBaIllbka  (BIACYTHICTH  KOOIEPAaTHRBY),
MMOBTOPIOBAHICTh TeUMIUICIO y cepeAHii yacTuHi rpu. KopucHe 1jsi 3amo3uyeHHs -
CHUCTEMa TUTABHOI IMiJIBaHTa)XKyBaHOCTI OioMiB Ta LOD-onTumizariis majis BiIKpUTHX

npoctopiB. ExpanHa ¢opma rpu HaBegeHa Ha pucyHky 1.3.
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SUBNAUTICA

Puc. 1.3 Expanna ¢opma rpu Subnautica

1.2.4. ARK: Survival Evolved

Po3pob6uuk Studio Wildcard, pemiz 2017 pik [6]. Survival 3 enemeHTamu
oJioManTHeHHs nuHo3aBpiB. [ligTpumye no 70 rpasiiiB Ha cepBepi. PeanizoBana na Unreal
Engine 4.

CunpHi cTopoHu: posmupeHa Al-ekocucrtema 3 nonaj 150 BumaMu 1CTOT, poJibOBa
pOrpecis.

Cnalki CTOpOHM: BHUCOKI CHCTEMHI BUMOTH, TPUBaJl CeCii, HAATO CKJaaHa JJIs
HOBUX TpaBmiB. KopucHe s 3amosuueHHsi - apxitekrypa Al-ekocuctemu 3
nudepeHIliHoOBaHOIO MMOBEIIHKOIO XMKaKiB 1 3M100u4i. ExpanHa hopma rpu HaBegeHa Ha

pUCyHKy 1.4.

Puc. 1.4 Expanna popma rpu ARK: Survival Evolved
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1.2.5. Green Hell

Po3pobuuk Creepy Jar, peniz 2019 pik [7]. Survival-cumynarop y TponiyHUX
TOKYHTISIX AMaszoHku. PeanizoBana Ha Unity 3 mMATPUMKOIO KOOTIEPATHBY J0 YOTHPHOX
ydacHUKiB. Al-exkocucreMa BKIIIOYaE TUKHUX TYOUIBIIB 3 TPYMOBUMH MATPYJISIMHU,
XIDKaKiB (Aryap, aHAKOHJIa, KaliMaH), OTPYHHHX 3Miii 1 TaBYKIB, a TAKOXK APIOHY TUUUHY
(Tamipu, OpoHEHOCIII, puOH) - KOXKEH BUJ Ma€ BIACHI 30HU MEIIKaHHS Y JUKYHIJIAX, il
YU Ha y3J11CCl Ta MOXKE CTAaTH JKEPEJIOM PU3UKY 3aXBOPIOBaHHS a00 K.

CunbHI CTOPOHU: BUCOKA PEATICTHYHICTh CUMYJIAINT (XBOPOOH, TICUXIYHHNA CTaH,
paHm), neraigizoBana (iopa i payHa 3 610JI0TTYHO MTPABAONOAIOHIM MOJIIJIOM Ha apeatH.

Cnabki CTOpOHU: CKJIQAHICTh OajaHCy, PU3MK paHHIX (pycTpaliii HOBAuKiB.
Kopuche nns 3amo3uyeHHs] - MOJieNb CUMYJIALIT (i310JI0TIYHUX TOTpeO MepcoHaxa 3
nudepeHIiioBaHMMU TlapameTpamMu (ToJiof, crpara, TeMmreparypa Tiula, TICHXIiKa).

ExpanHa popma rpu HaBeZeHa Ha pUCYHKY 1.5.

-
9 s <
s, b

Puc. .5 Exkpanna q)op rpu Green Hell



1.2.6. Y3arajibHeHuil NOPIBHAJLHUH aHAJII3
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3icTaBIICHHS PO3ITEAHYTUX aHaJIoT1B 3a €IMHOIO CUCTCMOIO KpI/ITCpﬁB HaBCJICHO B

tabmu 1.1

Taomug 1.1

[TopiBHSIHHS MPOTPAMHUX aHAJIOTIB 32 KIIIOUOBUMHU KPUTEPIIMU

. The Subnautic Green | TwilightT
Kpurepin Rust ARK )
puTep Forest a Hell ails
XBOWHUN | BIAKPUTHUH | M1ABOJHU OCTpIB JDKYHIJIL | €éBpoIeiic
Cetunr . P A JMHO3aBpl1 Y POIIC]
JIic nasHAmadT | | CBIT 5 AMa30HKHU | bBKUH JIIC
) BHCOKa
CkJitazmHic : TTyKe )
BHCOKa HHU3bKa oMipHa nomipua | (BT, 6
Tb Al BHCOKa ;
BH/TIB)
ByniBuun
TBO 3
MoNepeIHI . .
iy TaK TaK H1 TaK H1 TaK
neperisig
oM
bararoko
pucTyBaIl PvP o koor/PvP
o KOOI JI0 8 HeMac KOOIl 10 4 | HEMaeE
BKUU 250 1o 70
PEKUM
[HTEepakTn
BHUM H1 H1 TaK H1 TaK TakK
TyTOpiaa
Ykpaince
Ka ) ) ) ) )
) H1 Hi Hi1 H1 H1 TaK
JIOKaJIi3all
1
[Tepcnekr
nepiia nepia nepima TPETs nepima TpETS
hBa
oco0a oco0a oco0a oco0a oco0a oco0a
KaMepH
IIporaron TBapHHa
. JIFOAHA JIFOIMHA JIFOIMHA JIFOTMHA JIFOTMHA
1CT (eHoT)
uxn
JIEHL/HIY 3 | YaCTKOBH ) ) JaCTKOBH )
. H1 Hi . H1 TaK
BIUIUBOM | U 5
Ha Al
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Sk BuaHO 3 Tabnuii 1.1, )K0/1eH 3 N'ATH NPOBIAHUX Survival-mpoeKTiB HE MPOIOHYE
OJIHOYACHO TMOBHOT0 Habopy puc, 6axanux aisa rpu TwilightTails: mtygynuii iHTENIEKT
TBapUH Ha OCHOBI MOBEAIHKOBUX JIEPEB 13 3aJICKHICTIO BiJ] Yacy 100M, TOBHY YKPaiHCHKY
JIOKaJIi3aIliio, IHTepaKTUBHUM TyTOpia, MEPCIEKTUBY BiJl TPEThOI 0COOHU 3 MEPCOHAKEM-
TBapuHOl. Taka komOiHaiisi puc ¢opMye BUIBHY pPHHKOBY HINly, y SKii rpa
TwilightTails Moxe cTatu HIIIEBUM MPOAYKTOM, HE BCTYHAIOUYH y TIPSIMY KOHKYPEHIIIO

3 MPOBIIHUMH MTPOEKTAMHU TaTy3l.

1.3. llopiBHsAHHSA irPOBUX PYLUiIiB

CyyacHuil pUHOK ITPOBUX PYIIIiB BKJIIOYA€E JAEKUJIbKA BEIMKUX TPaBIIB. Y Mex)ax
po0OOTH pO3TISTHYTO TpH HaMnomysipHin Bapiantu: Unity, Unreal Engine, Godot.

Unity (kommaniss Unity Technologies) [11]. Bepcis Unity 6, Bunymena y 2024
pOIll, € OCHOBHMM IHCTPYMEHTOM IS HE3QICKHUX PO3poOHUKIB. biauszpko 60 %
MOOUIBHMX 1rOp Ta 3HayHa yacTtka PC-irop 1HaycTpli BAKOPUCTOBYIOTh CaMe LIEW PYILIN.
Moga nporpamyBanHs ckpunTiB - C#. Mae 1Bl OCHOBHI cucteMu peHaepunry: Universal
Render Pipeline (URP) st mupokoi cymicHocTi 3 obnaananasm ta High Definition
Render Pipeline (HDRP) nns dotopeanictuunoro penaepunry. IliaTpumye Beauky
KUTBKICTh CTOPOHHIX IHCTPYMEHTIB uepe3 cepic Asset Store.

Unreal Engine 5 (Epic Games). TexHiYHO NOTYXHIII1I, OpieHTOBaHUI Ha AAA -
npoexkTi. MoBa Blueprints (Bi3yasbHe nporpamyBanHs) Ta C++. Mae kpaiy rpadiky «3
kopoOkm» (Lumen, Nanite), ane BuIa CKIagHICTh OCBOEHHS Ta BHII CHCTEMHI1 BUMOTH.
Jlinensisa nependayae posuiti 5 % 3 mpoaxiB moHaj 1 MIIH J01apiB.

Godot 4. be3komToBHMI pyIIiii 3 BIAKPUTUM BUXIIHUM KoioM. BmacHa moBa
GDScript, cxoxka Ha Python, mmtoc miarpumka C#. [IIBUAKO pO3BUBAETHCS, aje Mae

3HAYHO MEHIINH IMyJ1 TOTOBUX IHCTPYMEHTIB 1 00MeskeHil 3aco0u 3D-peHiepunry.
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3 ornsgy Ha MaciTad AUIUIOMHOTO MPOEKTY, OOMEKEHUM 4Yac po3poOKH Ta
noTpeOy BUKOPHCTOBYBAaTH T'OTOB1 O10JIOTEKH ISl TBApUH, POCIMHHOCTI W MEpexi,
gouimeHUM € BuOip Unity 6 [11]. Leit pymiii 3abe3nedye HalOLIbII MPHUIAHITHE
CIIIBBIJTHOIIIEHHS  MPOJAYKTUBHOCTI, JOCTYNMHOCTI 1HCTPYMEHTapil0 Ta 3pUIOCTI
€KOCHCTEeMH CTOPOHHIX MakKeTiB A skaHpy BmwkuBanHs. Unreal Engine 5 y mexax
OJIMHOYHOTO TPOEKTY 3 MEPCOHAKEM-TBAPUHOIO HAIMIPHO CKJIAJHUN y HaJaIITyBaHHI,
noTpedy€e 3HAYHO OLIBIIUX OOYHCIIOBAIBLHUX PECYPCIB ISl PO3POOKH Ta MA€ HIDKIY
3pLIICTh MakeTiB sl Al MOBEIIHKOBUX JiepeB TBapuH y nopiBHAHHI 3 Behavior Designer
st Unity. Godot 4, nmornpu BigkpuTicTh 1 mpocty MoBy GDScript, moctynaeTscsi o00om
KOHKYpPEHTaM 3a SKICTIO TOTOBUX pIIIEHb JJIi POCIMHHOCTI, JTMHAMIYHOI MOTOJU Ta
iHTerpamii 31 Steam, 10 JUIsl TPOEKTY 3 IMJIAHOBAHUM BHUXOJOM Ha If0 MIATPOpMy €
KPUTUYHO BAKIJIMBUM.

OOpannii Unity 6 Takox Hajae cydacHi kKoHBeepu penaepury URP ta HDRP, mo
703BOJIsI€ MaciiTadyBatu rpadiuHy SKICTh BIJAMOBIAHO 10 KOHQIryparli IiJI50BOr0O
amapaTtHoro 3a0e3neyeHHs 0e3 nepenucyBanHs koay. OKpeMuM apryMeHTOM Ha KOPHUCTh
Unity 6 € HasBHICTb 3pUIOI €KOCHUCTEMH HABYAJIIBHUX MaTepialliB yKPaiHChKOIO Ta
aHTJIICHKOI0O MOBaMH, aKTHBHA YKpaiHOMOBHA CIUJIBHOTa PO3POOHMKIB, a TaKOXK
MIATBEPIXKCHHST €(PEKTUBHOCTI PyIIis JJIs >KaHpy survival 4MCIEHHUMH YCHIIITHUMU
penizamu Ha matgopmi Steam (30kpeMa, MpoaHaAII30BaHUMU Y TIOTIEPEIHIX MiAPO3ILIaX
The Forest, Subnautica, Green Hell).

3a pesynbTaTamMu PO3MVIAHYTUX KpPUTEpIiB MOOYJOBAaHO MIJCYMKOBY TaOIMUIO
MOPIBHSHHS TPHOX PYIIIiB 32 BiCbMOMa KJIFOUOBUMH 03HAKAMH - MOBOIO IMPOTPaMyBaHHS,
THUIIOM JIIEH311, IIIJIbOBUMU IIaT(HOpMaMu, HaIBHICTIO TOTOBUX Al-pilieHb, iHTETrpaIi€eio
31 Steam, JOKyMEHTaIli€l0, 00CATOM CIUIBHOTH Ta MOPOTOM BXOJKEHHS ISl HOBOTO
PO3pOOHUKA.

3icTaBlICHHS KJIIOUOBHUX XapaKTEPUCTHUK MOJAAaHO B TadmuIl 1.2.
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PO3pOOKHU

Tadomurs 1.2
[TopiBHSIHHS ITPOBUX PYIIIiB
Kpurepiii Unity 6 Unreal Engine 5 Godot 4
Moga C# C++ / Blueprints GDScript / C#
: : 0€3KOIITOBHA J10 e MOBHICTIO
JlineHsis posinti 5 %
MIEBHOT'O MOPOTY O€3KOIITOBHA
SIxicTh Tpadiku «3 .
BHCOKA JTy’K€ BUCOKA noMipHa
KOPOOKI»
[Topir BXOKEeHHS HU3BKUH BHUCOKHH HU3BKUU
Po3mip criiibHOTH 1 .
TTy’KE BEJIMKa BEITMKA nmoMipHa
JIOKyMEHTaIli1
KinpkicTh TOTOBUX
. BeJIMKa BEJIMKA oOMerxeHa
acceTiB
[TinTpumka Steam
MOBHA MOBHA oOMexeHa
SDK
[TinTpumka
MOOUTBHUX CUJIbHA nomipHa CUJIbHA
maThopm
Bumoru o
amapaTypH mij yac | HOMIipHi BHCOKI HU3BKI

1.4. ITixxoam 1o cumyJsiii AMHAMIYHOTO cepepoBuina B Unity

Atmocdepa survival-rpu 3Ha4HOIO MIPOIO TPUMAETHCS HA KMBIM HABKOJMILIHIN

CIIEH1 - Ha BUJIMMHUX 3MIHAX 4acy J00H, MOTOU, TOBEIIHKH pociuH. Y cepenoBuii Unity

11l 33/1a41 pO3B'sI3yI0Th a00 BIACHUM KOJIOM, 200 TOTOBUMHU KOMEPIIHHUMHU PIIICHHSIMH.

ba30B1 npuHLIKIIN peHIepUHTY HEOa, 00'eMHUX XMap Ta aTMOC(PEPHOTO PO3CIFOBAHHS, 1110

MOKJIAJICHO B OCHOBY TaKUX IMAKETIB, JOKJIATHO OMHUCAHO Y (YyHIaMEHTAIbHOMY

nociOHKMKY 3 Komm'torepHoi rpadiku [17]. ¥V poOOTI po3risiHYTO YOTUPH IMAKETH, L0

MaloTh HAaHOUIbIIY YACTKy BUKOPHUCTAHHS Cepel 1HII-POEKTIB, 3a KPUTEPISIMU SIKOCTI

peHaepy, npoayKTuBHOCTI, iHTerpariii 3 Universal Render Pipeline 1 BapTocTi.
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Enviro 3 Big Hendrik Haupt [25]. Komepmiiinuii maker Ha Asset Store,
CIIpSIMOBaHUN Ha TMOBHUW IMKJ JIEHB/HIY 1 JUHAMIYHY TOTOAy. Mae ToToBi IpeceTu
CE30HIB, MPOPAXyYHOK O0'€MHUX XMap, cUCTeMy omafiB, iHTerparito 3 URP i HDRP.
[lepeBaroto € BiqHOCHO HeBenuKke HaBaHTaxeHHd Ha GPU 3a paxyHOK BUKOpPUCTaHHS
skybox-1eiiiepiB 3aMiCTh pealbHOTO TPAaCyBaHHsI CBITJIA.

AzureSky Dynamic Sky System. [HImii monynsipHuii makeT, Opi€HTOBAHHA JTUIIIE
Ha HeOO i ocBiTIeHH. Mae (PiI3MUHO-KOPEKTHUN pO3paxyHOK po3citoBaHHs Penes 1 Mi.
Cnabma miaTpuMKa MOTOAHMX SIBUIN - JIOII 1 CHIT peasi3oBaHi 06a30BO 1 MOTPeOyIOTh
JI0JTaTKOBOTO JIOTIPAIFOBAHHSI.

UniStorm. Oaun 3 Haiictapimux naketiB kateropii. [linTpuMye ce30HHI 3MiHH,
MoroAy, TemrneparypHi BIuiMBH. Ciallile TpuMae MPOAYKTHBHICTh Y BIAKPUTOMY CBITI
4yepe3 BEIUKY KUTbKICTh OKPEMHUX KOMITOHEHTIB.

The Vegetation Engine + NatureManufacture Assets [26, 27]. He cami no co01
CUMYJISITOPH MOTO/IM, a CIOJIyYHA JIaHKa M1XK IIEHIepOM POCIUHHOCTI Ta TJI00aIbHUMU
napameTpaMu BITPY, JOILy, TeMIepaTypu. [[03BOSIOTh pealicCTUUHO «THYTH» JIepeBa 1
KYIL1 Ha BITP1, 3MIHIOBATH KOJIIp JIUCTSA 32 ce30HaMu 0e3 nepedynoBu menB. [IpamooTs
y 3B's31i 3 Enviro 3.3 ornsaay Ha moTpeOy B KOMILIEKCHOMY DIIIEHHI 31 CIIEHApieEM
JI€Hb/HIY, TOTOAOI0 1 y3roJIKEHOI0 pociuHHIcTIO, A1 rpu TwilightTails o6pano 3B'13Ky
Enviro 3 [25] 1 The Vegetation Engine [26] 3 aktuBamu NatureManufacture [27]. Lleit
HaOlp TMOKpUBAE Maibke BCl MIANOTPEOM CUMYIIAIII MPUPOJHOTO cepefoBHINa 0e3
NOoTpeOu MucaTH BIACHI IIEWIEPH, a BUIbHI MapaMeTpH (IIBUAKICTh BITPY, HACUYECHICTh
JIOIly, 1HTEHCHUBHICTh COHSYHOTO CBITJIa) BHHOCSTBHCS Y €IUHUNA KOHTPOJIEP
DayCycleManager jyist moJaibIioro KEpyBaHHs 3 iIrpOBOTO KOY.

3icTaBieHHS PO3IJISHYTHUX PillIeHb HABEACHO B Tabmwuii 1.3.
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Taomug 1.3
[TopiBHSIHHS PIIIEHb I CUMYJIALIT IPUPOJTHOTO CEPEOBUIIA
- . . Bnacua
Kputepiii Enviro 3 AzureSky UniStorm .
peanizauis
: . . . noTpedye
[y neHb/Hid | MOBHUM MOBHUM MOBHUH
pO3po0OKHU
JluHamiuHa JTOIILI, CHIT, 5 IIOBHA, 3 noTpedye
a3oBa .
noroja TyMaH, rpo3a rpajlieHTaMu PO3pOOKH
. : noTpedye
Ce30HHI 3MIHH | TaK H1 TaK peby
PO3po0OKHU
[TinTpumka
MOBHA MOBHA YaCTKOBa -
URP
IaTerparis 3 ) yepes BIIACHI
P . yepe3 TVE B1JICYTHS pv -
POCJIMHHICTIO menaepu
JlokyMeHTallisi | 1eTajibHa MOMIpHa 3acTapiia -
Yac ocBO€HHSL | MOMIpHUI HU3BKUI BHCOKHUU Iy’K€ BUCOKUI

1.5. Ilinxoau 10 peanizauii IITYYHOr 0 IHTEJIEKTY B irpax

[ToBeniHKa HEUTPOBUX MEPCOHAXKIB Y KOMIT FOTEPHUX Irpax 1CTOpUYHO OymyBanacs
Ha pi3HUX (hopMabHUX MojensX. [IopiBHAIBLHUN aHAII3 YOTUPHOX OCHOBHUX ITiJIXO/IIB
JU1sl pOOOTOTEXHIKU Ta irpoBoro Al HaBeneHo y gociikeHHi lovino ta iHmmx [1].

Kinnesi aBromatu (Finite State Machines, FSM). Haiinpocrima moaens, y skii
NEpPCOHaX TMepedyBac B OJHOMY 3 BH3HAUCHUX CTaHIB (HANpUKIaA, «CIHOKIN»,
«TEepecilyBaHHs», «aTakay, «BT€4Ya») 1 MEPEeXOAUTh MK HUMH 3a (PIKCOBaAaHUMU
npaBuiamu. llepeBaroto € mpocrtota Ta mependadyBaHicTh. HemomikoM € mBuake
3pOCTaHHS CKJIAJIHOCTI JilarpaMu CTaH1B 31 301IbIIICHHSAM YHCiIa TOBEIIHKOBUX CUTYaIlIN
[1].

Hepesa noseninku (Behavior Trees, BT). lepapxiuna monens, y gKiii moBeAiHKA
OTUCYEThCS JEPEBOM BY3JIB. By3lu MOAUIAIOTBCS HAa KOMIIO3UTHI (TTOCHIAOBHICTb,
CEJICKTOp, mapajiens), MoaudikaTopu Ta quctu (ymoBH 1 aii). [lepeBaroro mopiBHSIHO 3

FSM € MomymnpHICTB: OKpeMi MiJTUIKA MOKHA MOBTOPHO BUKOPHUCTOBYBATH B PI3HUX
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koHTekcTax [1]. Lleit miaxig mmupoKo 3aCTOCOBY€EThCA B KOMEPLIMHUX 1rpax, MOYMHAIOYU
3 cepii Halo. [loegHaHHs MOBEIIHKOBUX JI€PEB 13 CHCTEMaMH CIPUUHATTS J103BOJISIE
noOyayBaTu MpaBAONoIi0Hy MOBEIIHKY BIPTyallbHUX TBapUH Y BIIKPUTOMY ITPOBOMY
cBiTi [2]. ¥ Unity-cepeioBuilll HAaWMOMIMPEHIIIAM IHCTPYMEHTOM I POOOTH 3
JiepeBaMu TIOBEAIHKY € KoMepIliiiauii maket Behavior Designer Bix Opsive [13].

Yrunitapauii mryuanii inTenekt (Utility Al). Koxniit MoxuBii il mepcoHaxa
CTaBHUThCSA Y BIJMIOBIIHICTh YMCIIOBA (DYHKIIISI KOPUCHOCTI, SIKa BPAaXOBY€E IMOTOYHUMN CTaH
cBiTy. Ilepconax obOupae amiro 3 HailBUImMM 3HaueHHsM. llepeBaroro € mpupoaHa
NOBE/IHKA 3 TUIABHUMU Tiepexogamu. HemonikoM € ckianHicTh HanmarokeHHs [18]. YV
nociikeHH1 [21] 3a3HaueHo, 1o eH miIxig HalKpalie npaioe y KoMOiHaIlii 3 1HITUMHI
MOJEIISIMH, HAIIPUKJIIAJ, 1J1s1 BUOOPY Mk T'JIKAMH TIOBEIIHKOBOTO JepeBa.

Anroputmu mianyBaHHsa (Goal-Oriented Action Planning, GOAP). Ilepconax
dbopmyliIoe METy Ta aBTOMATUYHO OyJye€ TOCHIAOBHICTh MM i ii JOCSTHEHHS.
HaiiBinomimmii npuknaa BukopuctanHs - rpa F.E.A.R. YV cywacHuMX mnpoekrax
3aCTOCOBYIOTBCS PiJIIIe Yyepe3 CKIaAHICTh peaizariii [18].

Hns mpoexty TwilightTails o0pano miaxig Ha OCHOBI JIepeB MOBEAIHKH,
peanizoBanuii uepes3 naket Behavior Designer [13]. Takuii BuGip 00yMoBIIeHHI TphOMa
MIPDKYBAHHSIMU: BI3yaJIbHUWA PEAAKTOpP CHPOIIYE HAJNArOJKEHHS OKPEMHUX TIIOK
MOBEIIHKU; € MOKJIUBICTh CTBOPEHHS BiacHUX 3a11a4 (Action, Condition) 6e3 3mMiHU sipa
IUIariHy; iCHye rotoBa iHTerpaimis 3 makerom Malbers Animal Controller, sikwuit

BUKOPUCTOBYETHCS 111 KOHTPOJIIO PyXy TBApHH.

1.6. ITocTranoBKa 3a1au4i

Ha ocHOBI HaBeaeHOro aHami3y Ta OMPAIIOBAHHS TEXHOJOTIYHOTO CTEKa
c(hopMyIbOBaHO BUMOTH JI0 BIIACHOT peatizarltii.

1.6.1. ®yHKIiOHAJBbHI BUMOTH

[Iporpamue 3a6e3nedyenns rpu TwilightTails moBuHHE 3a0e3neyyBaTH:

1) BUIbHE NEpeMIlIeHHs] TOJIOBHOTO MepcoHaxka (eHota) y 3D-cepenoBuiii Bix
TPETHOi 0COOU 3 MIATPUMKOIO CKEJIETHOT aHIMaIlii, IHBepCHOT KIHEMaTHKH Jiat 1 pi3udHOT

B3a€EMO/I1 3 penbedoM, MepenIkoilaMy 1 MpeIMeTaMu;
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2) cuctemy noTped NEpcOHa)ka 3 IMapamMeTpamMu 3/0pOB's, TOJOIy, CIparu,
TEMIIEpaTypyd 1 BUTPUBAJIOCTI, 3 MPOTPECUBHUM 3HIKEHHSIM 3HAY€Hb y dYacl Ta
BI3yaJIbHOIO 1HIUKAITIEI0 KPUTUYHUX CTAHIB,;

3) cucremy pickup-B3aemoii 3 OTOUCHHSIM: MEPCOHAXK TPUMAE B MEPEIHIX Jlarax
OJIMH TIpenMeT 3a pa3 (ika, apiOHa TBapwHA, OyIIBEIbHUNA MOMIYJh), MAa€ 3MOTY HOTO
BUKOPHUCTATH, 3'ICTH a00 CKHHYTH; OJTHOYACHE YTPUMAHHS JICKITLKOX MTPEAMETIB CB1IOMO
00OMeKeHO /1Jis 30epeKeHHsI TBAPUHHOI HATYPaIbHOCTI KEPYBaHHS;

4) pexxum OyJIBHUIITBA 3 MOMEPETHIM MEPETIISIIOM KOHCTPYKIIT HAMiBIPO30PUM
KOHTYPOM, TIEPEBIPKOIO KOJI31i, CIIMCAHHIM pecypciB Ta 0a30BUM HAOOPOM CIIOPY/I;

5) Al-exocuctemy 3 mectu 6a3oBux BuiB TBapuH (eHOT-NPC, 3aensp, nucuis,
BOBK, BeIMiJb, >kaba) Ha OCHOBI moBeAiHKOBUX JepeB Behavior Designer 3
nudepeHIIHOBaHOO MOBEAIHKOI XM)KaKIB, 31001l Ta HEUTPAIBHUX BU/IIB;

6) CHUMYJIALII0 JAWHAMIYHOTO cepefoBullia uepe3 ImiariH Enviro 3 3 mukiaom
JI€Hb/H1Y, TIOTOJIHUMH YMOBaMH (1011, TYMaH, I'po3a), CEC30HHUMU 3MiHAMU POCIMHHOCTI,
3 BIUIMBOM Ha IrPOB1 MEXAHIKU;

7) cucteMy 30€peKEeHHs 1 3aBaHTAXXEHHS INPOBOT'0 CEaHCYy Ha OCHOBI cepiai3alii
ctany cBiTy y JSON-(aiin y kartanosi persistentDataPath, 3 MOXJIHMBICTIO TPOTIOBKUTH
rpy HICHs BUXOLY;

8) MexaHIKy MOJIOBAHHS M XapuyBaHHS 3 PI3HUMHU CLIEHAPIAMHU ISl KOKHOT'O BUJTY
3110014l Ta MTpaBUIaMU HACUYCHHS/OTPYEHHS 3aJICKHO BiJl TUITY 1K1,

9) 3BykOBUI CyNpoOBiJ CBITY - (DOHOBUIM €MOIEHT JIICY 3 HAIIAPYBaHHSIM TOJIOCIB
nTaxiB 1 TPU3YHIB, TOTOAHI 3BYKH, MY3UYHI TEMH JEHHOTO W HIYHOTO Hacy uepes
MusicManager;

10) iHTErpoBaHUi TyTOpiaji, IO MOCTYNOBO 3HAHOMUTH TPABI 3 KIHOUOBUMU
MexaHikamu (KepyBaHHsI, pickup, xapdyBaHHs, peXUM OyiBHUIITBA) Yepe3 CIUIMBAIOY1
maka3ky 1 BiagmideHi 1un Ha HUD;

11) onTumizamiiiHi MexaHI3MH (IMHAMIYHE 3aBAaHTAXKEHHS AaCCETIB 4epe3
Addressables, BigkmOueHHsS TOBEAIHKOBOTO JepeBa y BimmaneHux TBapuH, LOD-
CUCTEMH POCIMHHOCTI) AJid 3a0e3neueHHs cTa0lIpHuX noHaa 60 kaapiB 3a CEKyHIy Ha

[ITLOBOMY 00JIaTHAHHI.
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1.6.2. HepyHkuioHaibHi BUMOTH

1) IlpoayKTHBHICTB: CepeHs YacToTa KaJpiB He HIbkue 60 KaJpiB 3a CEKYHy Ha
TUTIOBOMY irpoBoMy koMmi'torepi (Bigeokapta piBast NVIDIA GeForce RTX 3060, 16 I'b
OMEepPaTUBHOI MaM'sTi) MPU CTAHAAPTHUX HATAIITYBAHHAX SKOCTI.

2) Cucremni Bumoru: OC Windows 10 a6o HOBima 64-po3psiiHa; mporecop He
amxk4de Intel Core 15 moctoro mokomiHHS; o0car onepatuBHOI mam'ati Bix 8 I'b; obcsr
Bijeornam'siTi Bia 4 I'b; ButbHE Miciie Ha nucky 6ym3bko 15 I'B.

3) MacmtaboBaHICTh CBITY: MOKJIMBICTh 301JIBIICHHS PO3MIpPY JIOKAIIIi 1 KITBKOCTI
onHovyacHO akTUBHUX NPC-TBapuH 06€3 MPHUHIIMIOBOI 3MIHU apXiTEKTypU MIJICUCTEMHU
1.

4) Po3muproBaHiCTh: MOJYyJbHA CTPYKTypa KOy, IO TO3BOJISE J0JAaBATH HOBI
BUJIM TBAPHUH, PECYpPCiB 1 Oy iBesIb 0€3 3MIHU 1CHYIOUUX MoayIiB. OkpeMo nependayeHo
apxXiTeKTypHy 3arotoBky Mirror Networking pans MalOyTHBOTO PO3MIMPEHHS
MIPOTPaMHOTO 3a0€3MeUeHHS Ha KOOTIEPATHBHUN PEIKHM.

5) JlokainizoBaHICTh: psiIKU 1HTEp(]ecy BUHECEHO B OKpeMi TaOJIHIIl, JO1aBaHHS
HOBO1 MOBH HE BUMAarae rnepeKoMIUIALIL KOITy.

6) 3pO3yMUIICTh: HasABHICTh TyTOpiady, II0 HaBYae 0A30BUM MeEXaHIKaM HOBHX
rpaBliB 0€3 YUTAHHS 30BHIIIHBOI JIOKYMEHTAIII].

7) Mexi1 peanizaiiii: oJjHa 1rpoBa JIOKAIlisl - €BPONEHCHKUI JIIC TIOLIEI0 OJIM3bKO
OJTHOTO KBaJpaTHOTO KijoMmeTpa; micTh BuAiB NPC-TBapuH (€HOT, 3a€1lb, JTUCHUIIS, BOBK,
BEIMIJb, jka0a); BIAKPUTUN TrelmIuield Oe3 CIOKETHOI KaMIlaHli - irpoBUH Mpouec
Oe3nepepBHUN, KIHIICBA METa BU3HAYAETHCS IPABIICM.

8) Jlokamizaliss KOpPHUCTYyBaIbKOro iHTepdeiicy: OaratoMoBHUl i1HTEepdelc 3

HiATPUMKOIO YKPATHCHKOI Ta aHTIChbKoi MOB Ha 0a3i makera Unity Localization.

VY nepmomy po3aiti poO3MISIHYTO CTaH Cy4YacHOi IrpoBOi 1HIYCTpli B CErMEHTI
KaHpy BIDKMBaHHS. BCTaHOBIEHO, 110 XaHpP AEMOHCTPYE CTiiike 3pOCTaHHS, a MOMiTHA
YacTHHA YCHINIHUX PENi3iB OCTaHHIX POKIB MPUIIAJIA€ HA 1HJI-KOMaHIH 3 (HOKycoM Ha

aTMochepHuil oquHOYHMIA reimIe [9, 15].
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BukoHaHO MOpIBHSJIBHUN aHaMI3 M'STH MPOBIIHMX NporpamMHux aHanoriB (The
Forest [3], Rust [4], Subnautica [5], ARK: Survival Evolved [6], Green Hell [7]).
BcranoBieno, 1o ko Ha 3 po3rsHyTHX 1rop HE MOKPUBAE OJHOYACHO YCHOTO HAOOPY
puc, OaxaHux s survival-rpu 3 mepcoHa)XKeM-TBAPUHOIO Ta MOBHOIO YKPAiHCHKOIO
JoKasi3aili€ero, - came 1 Hima oopana amns rpu TwilightTails.

Oo6rpynroBano BuOip irposoro pymrist Unity 6 [11] sk mimardopmu 3 Haikpamum
0ajaHCOM MDXK THYYKICTIO, JIOCTYITHICTIO 1HCTPYMEHTApil0 Ta BapTICTIO JireH3ii. Jis
CUMYJISIIT MPUPOIHOTO cepenoBuina obpano 3B's3ky Enviro 3 [25] 1 The Vegetation
Engine [26]. Jlns migcucTeMu MITYYHOTO 1HTEIEKTY OOpaHO MiJIXiJ Ha OCHOBI JE€peB
MOBEAIHKUA 3 BUKOPHUCTaHHSAM KoMmepiiiiHoro nakera Behavior Designer [13] - takuit
BHUOIp BIJIMOB1/1a€ BUCHOBKAaM HAyKOBHX Mpailhb [ 1, 2] mpo nepeBaru iepapXiyHux Moaeieu
NPUUHATTS pillleHb HaJl KIIACHYHUMU CKIHUEHHUMU aBTOMATaMH.

CdopmynboBaHo (QyHKIIOHATBHI Ta HEQYHKIIOHATBHI BUMOTH J0 MPOrPaMHOTO
3a0e3neuenHss rpu TwilightTails, Bu3zHaueHo oOMexeHHs peanmizamii. 3o0Kpema
(yHKI[IOHAaJbHI BHUMOTHM OXOIUIIOIOTh KEPYBaHHS IE€PCOHAXKEM-EHOTOM, CHUCTEMY
MIA0MPAHHS MIPEAMETIB, PEXKUM OYyIIBHUITBA, IITYYHUU 1HTEIEKT IIECTHU BUAIB TBAPHH,
IIUKJI JIEHb 1 Hi4, 30€peKEHHs CTaHy Ta JOoKaji3aiiio iHTepdeicy MIicCThMa MOBaMU;
He(yHKIIIOHAJIbHI - MPOAYKTUBHICTh Ha piBHI 60 KapiB 3a CEKYHy Ha CEPEIHIM SKOCTI
rpadiky, HIILOBI anapaTHi KOHQIrypauli Ta iHTerpauio 3 miargopmoro Steam.

OTpumaHi y mepumioMy pO3JAUI pPe3yJbTaTh CTBOPIOIOTH (YHIAAMEHT ISt
MOJAJIBIINX €TariB POOOTH: BUSHAYEHHUI TEXHOJIOTTYHHUM CTEK 1 ChOpPMYTIbOBaHI BUMOTH
CIIYTYIOTh BX1IHUMH JaHUMH JJIsl IPOEKTYBAHHS apXITEKTYpH 3aCTOCYHKY, OMHCY HOTO
KITFOUOBUX IMIJICHCTEM Ta OOTpYHTYBaHHSI BHOOpY MAaTEpHIB peaizaiii - Il MUTaHHS

PO3KpUTO Yy APYroMy po3aui KBamidikaiiitHoi poOoTH.
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2. NPOEKTYBAHHS ITPOI'PAMHOI'O 3ABE3IIEYEHHA

2.1. 3arajgbHa apxiTeKTypa 3aCTOCYHKY

Ha ocHOBI BuUMOT, chHOpPMYJIBOBAaHUX Yy MOMNEPEIHBOMY PO3MLT, MOO0YIOBaHO
3arajibHy apxIiTeKTypy MalOyTHBOTO 3aCTOCYHKY. SIK MeTomoJiorisi o0paHo 00'€KTHO-
OpIEHTOBaHY pPO3pOOKY 3 €JIeMEHTaMH KOMIIOHEHTHOI apXITEKTYpH, 10 € HMPUPOJIHUM
nigxoaoM y cepenoBuii Unity [11]. Pymriit rpyntyerbes Ha natepi Entity-Component,
y sikoMmy irpoBuii 00'ekT (GameObject) BUCTymHae CyTHICTIO, O SIKOi MPUKPITUIAIOTHCS
koMrioHeHTH (MonoBehaviour-ckpunTh), 1o ONUCYIOTh KWOro MOBEOIHKY. ba3oBuil
KaTaJIoT MaTepHiB MpoeKkTyBaHHs irpoBux cucteM (Component, Game Loop, Observer,
State, Object Pool) y3aransueno y [20]; oOpaHa apXiTeKTypa CIHPA€EThCA HA 111 TaTepHU
B ajantoBaHii 10 Unity dopmi.

APXITEKTYpHO J0JaTOK MOJUICHO Ha YOTUPHU mapH (auB. puc. 2.1):

- Ipe3eHTAIlIHHUHT [ap - Bi3yalli3allisi IrpOBOT0O CBITY, KOPUCTYBAlIbKUH iIHTEp(EiC,
3BYKOBE CYNPOBOJIKCHHS;

- ap 1IrpoBOi JIOTIKU - KOHTPOJIEPH ITPOBUX 00'€KTIB, IITYYHHUI 1HTENEKT, irpOBI
MpaBUIIa;

- Iap CepBICIB - 30€peKEeHHs CTaHy, JIOKaji3ailis, oOpoOKka BBOAY, CUMYJISAIls
JIOBK1JIIS;

- wap mwiardopmu - irpoBuit pyuriit Unity Ta iHTErpoBaHi CTOPOHHI IJIAriHHU.
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Takuit Mo1a T03BOJIIE 3aMIHIOBATH pealli3allifo B KOXKHOMY IIIapi HE3aJIeKHO BiJl
iHmmx. 36epexenHs crany y gopmati JSON MmoxxkHa 3aMiHUTU Ha OiHapHUH dhopmat 0e3
BIUTMBY Ha irpoBy Joriky. Behavior Designer TeopeTHuHO MOXHA 3aMIHUTH Ha BIIACHY
peanizaniro FSM 6e3 3MiHU KOHTPAKTIB IrpOBUX 00'€KTIB. APXITEKTYPHO y PETO3UTOPIii
TaKOX 3aJIUIIICHO 3ar0TOBKY MEpeXHOTO mapy Ha 6a3i Mirror Networking [12] - BoHa He
3ajisHa y MOTOYHIM 30ipIi, ame Moxke OyTH aKTHBOBaHAa Ha MailOyTHHOMY eTarli
PO3IIUPEHHS Ha KOOTIEPATUBHUI PEXKIM.

Yuacnigok ocobnuBocteit Unity-cepefoBuilia y HbOMY HEMAa€ YITKOT MEXI MIX
KJIACaMU-CYTHOCTAMHM Ta KoHTpoJiepamu. KoXeH CKpUNIT € HalagkoM KIacy
MonoBehaviour 1 ogHoyacHo omwucye 1 naHi, 1 moBeAiHky [11]. Tomy TpaaumiitHuit
ma6sioH MVC 3acTocOBy€eThbCA B aJanTOBaHIN (popMi: MOjeIl MpeICTaBiIeHl KiacaMu
ScriptableObject (manmpuknan, ResourceData), konTponepu - MonoBehaviour-

CKpUIITaMU, IPEICTaBIICHHs - KoMrnoHeHTamu Canvas 1 UL

2.2. Onuc KOHTPOoJIepa MepPCoOHAaKA

[lepcoHak-€HOT € LEHTPAJbHUM €JIEMEHTOM IrpoOBOro0 JOCBily, TOMY HOro
KOHTPOJIEp - OJHA 3 HAWOUIbII HACHMYEHUX MIACUCTEM NPOrPaMHOrO 3a0e3MeyYeHHS.
CtpykTypa KOHTpoJiepa Oy myBanacsi HABKOJIO TPhOX BUMOT: TIPUPOIHA aHIMAIIIs pyXy Ha
HEpIBHOMY JaHAma(Ti, peakTHBHA B3AaEMOMAIS 3 OTOYEHHSM 1 YITKAA PO3MOILIT
BIJIMOBIAAIBHOCTI M1%K MOIYJISIMHU.

2.2.1. lllapoBa opraxi3aiisi mepcoHaska

KoHTponep eHoTa po3kJiaJieHO Ha YOTHUPH JioriyHi mapu. KoxkeH map peanizoBaHo
OKPEMUM KOMIIOHEHTOM, 1110 JI03BOJISI€ 3aMIHIOBATH YU PO3IIMPIOBATH MOTr0 HE3AJIEHKHO
B1JI 1HIIINX.

- map GizuyHOro pyxy - komrnoHeHT MAnimal 3 nakera Malbers Animal Controller
[24]. Bignoigae 3a nepeMiiieHHs, 00epTaHHs, IHEPIIII0, PEAKII0 Ha HAXWIA Pebedy.
[Tins's3anuit 1o Rigidbody 1 CapsuleCollider;

- map aHiMamii - crauaaptHuii Animator Controller Unity 3 roTtoBoo JepeBomM
craniB Big Malbers. Ilepemuxaetscs Tpurepamu (Jump, Eat, Attack) i mapamerpammu

(Speed, Vertical, Horizontal);
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- map iHBepcHOi kiHeMatuku - kommnoHeHT I[KController Ha ocnoBi BiolK.
HanamroBye mosio)KeHHs Jiall MEpPCOHa)Ka IiJi 4ac pyXy IO HEPIBHOCTAX, MOBEPTAE
roJOBy Yy HampsAMKy oO'€kTa B3a€eMOJii, AaKTUBYE O4Yi 3a JOMOMOTOIO
RaccoonEyesController;

- mIap irpoBoOi JIOTIKM - BIacHHUM ckpunT Raccoon, mo 30epirae mocuiaaHHs Ha
HIDKHI IIapH 1 pealtizye cuenudiuni Juist rpu noaii (miadupaHHs npeaMeTa, CrioKUBaHHS
k1, OTpUMaHHsI YPOHY, PECIIaBH).

2.2.2. O6poOka BBOXY

BBin 06pobnseTses uepes InputManager - o6roprky Haza Unity Input System. Ti
3a/1aya - 130JIF0BaTH ITPOBUI KOJT B1J] KOHKPETHOTO JKepesia BBoIy (KiaBiatypa, reliMmal,
CEHCOpHUW €KpaH y MailoyTHboMmy). InputManager nyOmnikye momii pyxy, IMOBOPOTY
Kamepu, M1l (pickup, aTtaku, BIIKpUTTS MEHIO HANAIITYyBaHb), Ha SIKI MiAMHCYIOTHCS
Raccoon 1 UIManager.

Oxpemo omparboBaHO MePEMUKAHHS PEKUMIB KEPYBAHHS: KOJIM aKTUBHHUM PEKUM
OyIIBHUIITBA, OOMEXY€EThCSI KEPYBaHHS KaMEPOIO; KOJIM BIAKPUTE MEHIO HAJIAIITYBaHb -
0JIoKyeThCcst BB pyxy. L[t0 JOTiIKy 1HKAmnCyJbOBaHO B CT€K AKTUBHUX KOHTEKCTIB
InputContext, 1mo m03BOJIIE KOPEKTHO IMOBEPTATUCSA IO TMOMEPETHHOTO CTaHy ITiCIs
3aKpUTTS MEHIO.

2.2.3. Bzaemogaisi 3 0TOYCHHAM

BusiBieHHsT 1HTEpakTUBHUX OO0'€KTIB peaji3oBaHO uepe3 KOMOIHAI JBOX
MEXaH13MiB:

1) cdhepa-Tpurep (ikcoBaHOTO pajiiyca HaBKOJO TMEPCOHaXKAa MOCTIHHO 30upae
crucok 00'exTiB 3 komnoHeHnToMm IInteractable;

2) npu HaTucCKaHHI kiaBimi B3aemonii (E) BUKOHyeThCsS MOIAaTKOBHI raycast 3
KaMepu B HANPSIMKY IEHTPY €KpaHa - MPIOPUTET OTPUMYE OO'€KT, Ha SKUW TpaBellb
JTUBUTHCS.

Taka koMOiHaIis 1a€ IHTYITUBHY MTOBEIHKY: MPEIMETH I11]1 HOTaMU Mi0UPAOTHCS
aBTOMATUYHO, a BUOIPKOBI A1l (HAMPUKIIAJl, aKTUBAIIIS KyIIla 3 SIT0JJaMU CEpe.l JEKIITbKOX

Opy4) KEPYIOThCS MPULILIIOM.
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[TocnimoBHICT OOPOOKH OJHOTO 1HTEPAKTHMBHOI'O JKECTY HaBEeJACHA HAa PUCYHKY

2.2:

rpaseus InputManager Raccoon Tpurep-cchepa Camera linteractable RaccoonFoodHolder UlManager
HaTHCHEeHHA Knasiwi E
Action.Interact nogjin
GetNearbylnteractables()

< cnucok linteractable

Raycast 3 yeHTpy ekpasa

i YA e

Interact(this)

[y cnucky Tpurepa € ob'exr]

alt_J [RaycastHit enyuus @ linteractable]
Interact(this) (nepwmi 3i cnucky)

AttachToPaw(this) |
success
ShowNatification("Nigibpano”)

[Tun = EatableObject]
C {Hunger, +30)
NextFoodStage()
e

opt _J|[Tun = Building (interact)] ‘

apt /| [Tun = Pickable (Resource / EatableAnimal)]

OpenBuildingMenu()

S — .......success/fail ]
< Bi3yanbHWI/3BYKOBHA BIATYK

Fpaseus InputManager Raccoon Tpurep-cpbepa Camera linteractable RaccoonFoodHolder UlManager

Puc. 2.2 TlocniioBHICTh 00pOOKU B3a€MO/IIi TPaBIls 3 OTOUCHHSIM

[lepeBaroro Takoro mixoay € Te, 110 JOJIaBaHHS HOBOIO THUITYy B3a€MOJIi HE
BUMarae 3MiH y Raccoon: qoctaTHRO CTBOpUTH HOBUM Kiac, 1o peanizye lInteractable.

Ie BinmoBinae mpuHIMMIY BiakputocTi/3akputocti SOLID [22].

2.3. Moaeasb irpoBoro cBity

[rpoBuii CBIT npeACTaBICHUIN OAHIEIO JIOKAIIEIO - AUISTHKOK €BPONEHCHKOTO JIICY
TJIOMIEI0 OJIM3BbKO OAHOTO KBAJIPATHOTO KUIOMeTpa. Y HbOMY BUIICHO TaKi CyTHOCTI:

- rpaBellb (Raccoon) - kepoBaHa TBapUHA-EHOT;

- nuki TBapunu (Wildlife) - HekepoBaHi TBapuHU, 110 HACENSIOTH Jic. [loainsroTecs
Ha JiBa KJIaCH: XM>)Kaku (BOBK, BEJIMIJIb, JIUCUIIS) Ta 310014 (3a€lb, xadba, eHoT-NPC).
[Tigxin 10 MojentOBaHHS IXHBOI MOBEIIHKH BIATNOBIA€ PEKOMEHAIlISIM, HABEJICHUM Y
[2];

- pecypcu (Resources) - 00'extH, 1110 30Mpar0Thes rpaBleM. IcHye Tpu Tumu: ixa
(rpubmu, M'sco), Oy niBesbHI MaTepiaiu (IepeBruHa, KaMiHHs), BOJa. MOXKYyTh yTBOPIOBATH

CKYITYEHHS (CTEKH);
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- Oyxisii (Structures) - 00'€KTH, sIK1 IpaBellb MOXKE CTBOPUTH 3 310paHUX PECypPCiB.
Po3minnytoThbest Ha TepeHi Ta 30epiratoThes MK CECIsIMH;

- mpupoaHe cepenosuiie (Environment) - manmgmadT, pOCIUHHICTH, MOTOJHI
yMOBH, 49ac 1001. CTBOPIOETHCS HA eTalll MATOTOBKH CIICHHU, HE 3MIHIOETBCS Mij Yac Ipu
(3a BUHSTKOM OCBITJICHHS).

UML-giarpama kj1aciB MOJIEJIi CBITY MOJaHa HA pUCYHKY 2.3:

WorldEntity
-id : GUID
-position : Vector3
-rotation : Quaternion
#spawnTime : DateTime

+Save() : ObjectData

+Load(data : ObjectData) : void
A =
LivingEntity

« -blueprint : GameObject
*» -placedBy : Raccoon
-placementTime : DateTime

Resource
#health : float
#hunger : float -type :‘ResqurceType
#thirst : float -quantity ; int
#stamina : float -prefabld : string
+ModifyStat(id : StatID, value : float) : void +Pickup(holder : RaccoonFoodHolder) : bool
+lsAlive() : bool +Save() : ObjectData
e +Load(data : ObjectData) : void
+0nDeath() : void ] T
/d \ ¥ mae,
~ 1
«MonoBehaviour» N |
AiAnimal AN N !
-species : Species :
-behaviorTree : BehaviorTree 2 ResourceType| |
-aiControl : MAnimalAlControl IDamageable Food X
-activationDistance : float +TakeDamage(amount : float, source : GameObject) : void Material :
+EnableAl() : void Water '
+DisableAl() : void !
+lsActive() : bool 1
+0nDeath() : void !
i
00177 nepecninye \\ mae X
1
5 on i
Raccoon i
-Instance : Raccoon Species !
-animator : Animator \
-animal : MAnimal Wolf !
-foodHolder : RaccoonFoodHolder Bear !
-ikController : IKController Fo;b_ |
+DropPosition : Transform Ea it )
+Health : int RFOQ — '
+0nHealthChanged : Action<int> accoon !
+Interact(target : linteractable) : void :
+StateOn(statelD : int) : void |
+0nDeath() : void :
» po3MicTHB :
1
Building 1
1
|
i
!
'

]

+Save() : ObjectData ;
+Load(data : ObjectData) : void o
Y L
linteractable

+Interact(initiator : Raccoon) : void

Puc. 2.3 UML-niarpama kiaciB MoJiesi irpoBoro cBiTy

bazosuii kitac WorldEntity npencrapisie Oynb-sikuid 00'eKT, 1110 iICHY€E Yy CBITIL. Bia
HBOTO YCHAJKOBYIOTHCS TPH T'OJIOBHI TUIKHU:

- LivingEntity - mae mapaMeTpu >KUTTEAISUIBHOCTI 1 JUIMTbCS Ha TpaBLs Ta
KEpOBaHy MITYYHUM IHTEIEKTOM TBAPHHY;

- Resource - onmcye npenMer 1yist 30MpaHHS;
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- Building - onucye nobyoBaHy rpaBieM CIiopyuy.

2.4. CTpyKTypa miICHCTEeMH IITYYHOI 0 IHTEJIEKTY

[ToBeninka IMKKUX TBApHH OpraHizoBaHa sk AepeBo noseninku (Behavior Tree) na
ocHoBi makera Behavior Designer [13]. 3aranpHa CcTpyKTypa JAepeBa € €IUHOIO IS
OUIBLIOCTI BUJIIB 1 BU3HAYAETHCSA HAOOPOM 3a/ay (HOAIB), a crenu@ika KOKHOTO BUIY
3a/1a€ThCS Yepe3 NapamMeTpH.

Jliarpama AisIbHOCTI, 1110 OIHMCYE MPOLIEC YXBAJIEHHS PIIIEHb TBApUHU, HaBEJCHA

Ha PUCYHKY 2.4:

_ i
| AKTHBYSATI par aaHy mm«mﬂ

Behavior Tree (BT) akTuaHe Behaviar Tree (BT} BHMKHEHD

i BuAANHTH 3 ResourcesPlacer
false L =

Rigidbody kinematic

—— true ;o o false |
e |
Ammmnamr‘ I S— IsHungry R F
rue, 7 fal
| Mavcraunscmoou| IsThirsty?

o se
l Brewa y NpoTMRENRHNA BiK L MoveToClosestWaterPoint | wander |
Eat ! ¥ )
[ Drink SetTarget aunanKosy ToHKy

! !
[Mosrystats cmirs | [Meve xo rown

true,

[ Moditystats (Hunger |

LN
O

Puc. 2.4 liarpama Aisi7IbHOCTI MOBEIIHKU TBAPUHU

[ToBeninka 0oOMpaeTbCA 3a MPIOPUTETOM: CHEPILY MEpPEBIPSETbCS, YU OAYUTh
TBapuHa XWKaka (g 37100M4i), MOTIM - YM TOJIOJIHA, MOTIM - YW CHOparja, 1 JHIlIe B
OCTAHHIO Yepry TBapHHA MEPEXOUTH J0 BUITAJIKOBOTO OJyKaHHS. Y Takiid MOJEINI JIETKO
J0J1aBaTH HOBI JIKY MOBEIIHKH, HAITPUKJIIA, COH, CIIAPIOBAHHS, BT€UY MPH YIIKO>KEHHI.
[Tixxin BiAmoBigae peKkoMeHaalisiM, HaBeIeHUM y npansx [ 1, 2].

Jns onTtuMmizaiii TPOIYKTUBHOCTI peai3oBaHO MEXaHI3M aKTHBAlli IITy4YHOIO
IHTEJIEKTY 3a BIJICTAHHIO: SIKIIIO TBAapWHA 3HAXOJIUTHCS Jajl 3a THUCSYY METPIB Bij
HaWOMIKUOTO TpaBlld, il JEPEeBO TOBEMIHKA THMYACOBO 3yMUHSETHCA, a O00'€KT
NEPEBOIUTHCS Y CTATUUHMIMA cTaH. Lle 103BoJise yTpUMyBaTH Ha CLEH1 ACKIJIbKA IECATKIB
TBapWH 0€3 3HAYHOTO BILIUBY Ha YaCTOTY KaJPiB.

KactomHi 3ama4i mjist qepeBa MOBEIIHKH pO3pOOJIEHO AT TUX CIIEHApIiB, SKI HE
NOKpuBaroThcsi 0azoBuM Habopom Behavior Designer. Ilepernik po3poOieHux 3amau

HaBeZleHo y Tabnuui 2.1.
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Tabmuusa 2.1

[Tepenik BIacHUX 3a7a4 JJIs1 IepeBa MOBEIIHKU

Hassa 3agaui

Tun

[Ipu3HaueHHA

MOIIYK HalOIMKIOTO

MoveToClosestFood Action o0'exta 3 TeroM «Food» 1
PYX J0 HbOTO
BU3HAYCHHS HAHOIMKYIO1

MoveToClosestWaterPoint | Action TOYKU MEXI1 BOJa-CyIla 1
PYX J0 HEl

AvoidPredator Action BTeua Y MPOTHICKHHH Bl
XuxKakKa 01K

Attack Action aKTHBALllA CTaHy aTakn B
aHIMaI[IHHOMY KOHTpOJIEp1
aTaka KOHKPETHOI 111111 3

AttackAction Action BUKopuctanuam IK s
OTJISITY

Wander Action BUIMAKOBE 6nquHHa y
3aIaHOMY paJilyci

SetTarget Action BCTAHOBJICHHSI HOBOI 1ILJT1
s Al

SetMode, SetStance, : yIIpaBIIiHHS CTaHAMH

: Action CL

SetAnimalSpeed aHIMaIlIMHOI'O KOHTpOoJIepa
3MiHa MTOKa3HUKIB (TOJIOJ,

ModifyStats Action crpara) Ha 3aJjaHy
BEJIMYMHY

ChangeState, : CEpBICHI i1 3 KEpyBaHHS

: Action :

StopFollowingTarget MOBEI1HKOIO

ChangeDetectionRadius Action JUTHAMITHA 3MIHa pailyca
BUSIBJICHHSI XM)KaKa

i . nepeBipka MOKa3HUKIB

IsHl.Jngr‘y, IsThirsty, Condition P p. :

IsTired JKUTTEAISJIBHOCTI
nepeBipKka HassBHOCTI

SeePredator Condition XIKaKa B pajiyci
BUJIUMOCTI
KOMO1HOBaHa MepeBipKa

IsInSightOrNear Condition OJIM3BKOCTI Ta 30POBOTO
KOHTaKTy

IsTargetDead Condition nepeBipKa, Y1 MEPTBA II1JIb
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2.5. CTpykrypa nmiacucremu 30epesKeHHsl CTaHy

[Tincuctema 30€peKEeHHS CTaHy peajli3ye€ Bl OCHOBHI (DYHKIIIi: aBTOMaTHYHE

30epeskeHHs IOTOYHOTO CTaHy CBITY KOXHI I'ITh CEKYH/I Ta 3aBaHTaXCHHS 30€pEKEHOT0

CTaHy IIPH 3aIlyCKy I'pH.
30epexyBaHi JaHi MOIIJICHO HA JBI KaTETOPii:
1) Hani rpasis (PlayerData) - mo3uitisi, o00epTaHHs, TOKa3HUKH 310POB's, TOJOY,

crpard, BTOMH, iIeHTU(IKaTOp MpeaMeTa, IKUil 3apa3 nepedyBae B jlanax MepcoHaxa.
3anuCyrOThCSA B €UHUHN CIIOT TPABIIs, OCKIIBKHA IIPOTpaMHE 3a0€3TMEUCHHS PO3Pax0OBaHE
Ha OJJMHOYHUI CEaHC.

2) Jani oO'extiB cBity (ObjectData) - mosuuis, oGepranss, im's mnpedady,
Ipanopelb BUKOPUCTAaHHS, crienu(ivH1 1aHl (HalpUKIa, KUIbKICTh 3aIHILKY JJISl CTEKY
pecypciB). CTOCYyIOThCS TUX 00'€KTIB, 1110 MAalOTh KOMIIOHEHT-Mapkep SavableObject.

®opmar 30epexenHss - JSON, peamizoBanuil yepe3 cranaaptHuid kmac Unity
JsonUtility [11]. ®aiin 30epekeHHs] pO3MILIYETHCS B CTaHAAPTHOMY IS IUIAT(HOPMHU

MicIli, OTpUMaHOMY 4epe3 BiacTuBicTh Application.persistentDataPath.

UML-niarpama kiaciB mijicKCTEMHU 30€peKeHHS TT0/1aHa Ha PUCYHKY 2.5:

«MonoBehaviours»
PlayerSpawnHandler
-startingPoint : Transform

+Start() : void
-SpawnAtSavedPosition(data : PlayerData) : void

-SpawnAtDefault() : void
‘calls LoadGameData()',

Savel nager .
-Instance : SavelLoadManager '
-savelnterval : float v
-saveFilePath : string |
+SaveGame() : void

+LoadGameData() : SaveData

+DeleteSaveFile() : void
-AutoSaveCoroutine() : IEnumerator

X: collects :!’ applies
'

SaveData !

MonoBehaviour
SavableObject
hlecr Serialization via JsonUtility. +player : PlayerData
ﬁ%reagon:yi guu;i .bls\il:r\ng « stri Path: Application.persistentDataPath/save.json +objects : List<ObjectData> ,J
eaconypneiab v a M eS| Atomic write via temporary file. +worldTime : float /
+saveTimestamp : DateTime | |,

+Save() : ObjectData
+Load(data : ObjectData) : void
L
NN t N
A creates \ v
ObjectData PlayerData
. +position : Vector3
+rotation : Quaternion

+guid : string
+prefabName : string .
+position : Vector3 :Rﬁ:‘tzr' -ﬂf?oaatt
+rotation : Quaternion +thir§t . float
:Icstisl:(e;i\:tlg?:gl' strini Hstamina : float

. 9 +helditemPrefabld : string

Puc. 2.5 UML-niarpama nigcuctemMu 30€peXeHHS CTaHy
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OcoOmuBICTIO ~ peaimi3alii €  BUKOPUCTAHHS  TJIOOQJIBHO  YHIKaJbHHUX
inentudikatopie GUID nmns posmizHaBaHHS 00'ekTiB MDK cecisiMu. [lpu mepuiomy
po3MimieHHi o0'ekTa y cBiTi (abo0 Tpu dogaBaHHI KoMImoHeHTa SavableObject y
pemaktopi) reHepyerbes GUID 3a  10mOMOror  CTaHAAPTHOTO — METOAY
System.Guid.NewGuid. Ile#i inenTudikatop 30epiracrbcs pa3oMm 3 JaHUMH 00'€KTa 1

JI03BOJISIE TIPY 3aBaHTAXKCHHI 3HANTH MOTPIOHMI €K3EMIUISIP Cepe/l COTEHb 1HIIINX.

2.6. IIpoekTyBaHHS KOPUCTYBANLKOIO iHTepdeiicy

KopucryBaipkuii iHTEp(Eiic rpyu NOAISETHCA HA TPU OCHOBHI I'PYNH €KpPAHIB:
rojioBHe MeHto, irpoBuit HUD 3 maneio mBHIKOro TOCTYIy, MEHIO HaJallITyBaHb.

2.6.1. I'o;10BHE MEHIO

CknagaeThes 3 JIOTOTUITY TpU, KHOMOK «Single Gamey, «Settingsy», «Exit Gamey,
a TakoX OJIOKYy 3 JaHUMHU PO3pOOHMKIB (3:11Ba BHU3Y). DOH CTAaHOBUTH 3a3/JaJIETiIb
MIATOTOBJIEHA CIIEHa 3 JICOM, €HOTOM IO LIEHTPY 1 MaHOPaMOK0 3aXOJy COHIIS.
[lepenbaueHo HEBENUKY MapajiakC-aHIMAIIO [JIi OKUBJICHHS CTaTUYHOTO (HOHY.
3aBaHTaXE€HHS 1IrPOBOi CLEHU CYNPOBOKYEThCS OKpemMuM Loading-ekpanom 3
JIOTOTUIIOM 1 CHiIaMM Jian. 30BHIIHIN BUTJIA TOJIOBHOTO MEHIO HABEAEHO HA PUCYHKY

3.1.

TWILIGHT
TAILS
" ad

&
"

A

Puc. 3.1 I'onoBue mento rpu TwilightTails
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2.6.2. Irposuit HUD

CkItaiaeTbes 3 €JIEMEHTIB, 10 BiA0OpakaroThCs MMOBEPX ITPOBOTO CBITY:

1) imAMKATOPH MMOKA3HUKIB IIEpCOHAXKa (30POB'sl, TOJIOJ, CIIpara) y BUTJISAI TPhOX
KPYIVIMX 1KOHOK Yy HIDKHIN JIIBIM YacTHHI €KpaHa; 4YeTBEPTHM IOKa3HUK - BTOMaA -
BUKOPHUCTOBYEThCSI BHYTPIIIHBO Ui peryiroBaHHs mBuakocti Oiry iy HUD ne
BHUBOJIUTHCS,

2) maHedb TYTOpIaJIbHUX IMJIKA30K y BEPXHHOMY MPABOMY KYTi: CIUIMBaIoOul
MOBITOMJICHHSI 3 IIJUTFO 1 CITMCKOM KJIABIINI JUIT BUKOHAHHS 1ii (Hampukman, WASD -
Move, Space - Jump, Shift - Sprint, Ctrl - Crouch nns etany 6a3zoBoi tokomortii; E - Pick
Up aunia erary iHTEpaKIlii);

3) Mapkep B3a€eMO/IIi 3 OTOUEHHSIM, 110 3'ABIIA€TbCs Ha 00'ekToM IInteractable, Ha
KWW HaBeJeHuH npuii (1koHka kimasini E + HazBa mii: «Iligasatny, «Eaty, «ATtakay);

4) cnoBieHHs po noAli (madupaHHs NpeaMeTa, OTPUMAHHS YPOHY, BAKOHAHHS
eTany TyToplaja) y BUIJISIII THMYACOBUX MOBIIOMJIEHB 3 aHIMALIIELO.

CBiioMO 00paHO MIHIMANICTUYHUN MiAX17 Oe3 MOBHOEKPAHHOTO 1HBEHTApS:
MEPCOHAX-TBAPUHA HE Ma€ «KAapMaHiB», TOMY MOJEIb «OJWH MpPEIMET Y Jamax»
BUTJISIIA€ TIPUPOJIHIIIE 1 BiJMOBIAa€ BUOOPOBI npoTaroHicTa. 3oBHimHIN Burisin HUD 3

AKTUBHUMU TYTOPiaJIbHUMH MiIKa3KaMU PyXy HaBEACHO Ha PUCYHKY 3.2.

- Move

< Jump

- Sprint 4

= Crouch

Puc. 3.2 Irposuit HUD 3 akTUBHUM TyTOpiajioM KepyBaHHS
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2.6.3. MeHI0 HAJIAIITYBaHb

BuknukaeTrbcss 3 TOJOBHOIO MEHIO Ta 3 IFPOBOTO Ipolecy Kiasimer Esc.
PeanizoBane y BUIJIsiAI €AMHOI MPOKpydyBaHoi maHeni «Game Options» 3 yoTupma
MOCIIIIOBHUMHU po3aiiamMu (3Bepxy BHU3): «Control Settings» (xepyBanhs), «Graphic
options» (rpadika), «Localization» (moBa), «Audio Options» (3Byk). JlocTymHi
napaMmeTpHu:

- yytnuBicTh My 1o oci X ta Y (Control Settings); - pexkuM BikHa, pO3/1JIbHA
3/IaTHICTh, YBIMKHEHHs V Sync, HIJTbOBa YacTOTa KaJpiB, PIBEHb 3IJIaJ)KyBaHHS, PIBEHb
axocti rpadgiku High Fidelity / Balanced / Performant (Graphic options); - BuGip MoBU
iHTepdeiicy 3 BumagHoro cmucky: English / Vkpainceka / Deutsch / Espaiiol
(Localization); - 3arajgpHa T'y4HICTbh, TY9HICTh MYy3UKH 1 e(hekTiB okpemo (Audio Options).

Po3ninu kepyBaHHs 1 rpadiku HaBEJACHO HA PUCYHKY 3.3, po3/iia BUOOPY MOBU 3

PO3KpUTUM BHIIAIHUM CIIUCKOM - Ha PUCYHKY 3.4.

CGame Options

Control Settings
X Axis Sensitivity 1.000
Y Axis Sensitivity 1.000
Craphic options
Full Screen Mode Full Screen (Windowed)
solution 1920x1080
VSync

Target Framerate

Puc. 3.3 MeHo HanamTyBaHb: KepyBaHHs 1 rpadika
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-

Game Options

Target Framerate
Anti-Aliasing TAA
Craphics Quality High Fidelity

Localization
Language

Audio Options

Master Volume

A Rr,

Puc. 3.4 MeHnto HanamtyBaHb: BUOIp MOBH 1HTEp(Eicy

Y napyromy po3aiuni  BUKIAIEHO pe3yJbTaTH MPOEKTYBAHHS MPOrPAMHOIO
3a0e3nedyeHHs. ChopMOBaHO  YOTHPUINAPOBY  apXITEKTYypy  3aCTOCYHKY,  fKa
B1JIOKPEMITIOE TIPEICTABIICHHS, ITPOBY JIOTIKY, cepBicH 1 matdopmy. Lle nae MOXKIUBICTD
PO3BUBATH KOXEH Iap OKpeMo 0e3 mepedylnoBU CYCIIHIX - HaNpUKIaA, 3aMIHUTU
Behavior Designer na Bnacauiit FSM-aBukok abo nepenucatu 36epexenHs 3 JSON y
OiHapHM PopMmar.

OnucaHo apxiTEKTypy KOHTpoJiepa MEPCOHa)Ka 3 YOTHUpPMA JIOTIYHUMHM IIapamMu
(p13uunnii pyx Malbers, animanis, iHBepcHa kiHeMatuka BiolK, irpoBa morika),
pO3KIIaieHO 00pOoOKY BBOIY uepe3 cTek KOHTeKCTiB InputContext 1 cxemy BHSABICHHS
IHTepaKTUBHUX OO0'€KTIB yepe3 KoMOiHallito Tpurep-cepu 1 mpuiiasHoro raycast. Taka
JEKOMIIO3UIIIsl 3HUKY€E 3UCTICHHS KOAY 1 BianoBijgae npunuunam SOLID [22].

Po3pobiieHo Mozenb irpoBOTO CBITY 3 TphbOMa OCHOBHUMHU CYTHOCTSIMU (KHBa
icToTa, pecypc, OymiBis) Ta BJacHI 3ajaaul i JepeBa MOBeAIHKM TBapudH [13].
CdopMoBaHO CTPYKTypy migcuctemu 30epexeHHs cTaHy Ha ocHOBI JSON-dopmary 1
r7100anbHO YHIKaJIbHUX 1A€HTU(IKATOPIB.

OxpeMo OIpanboBaHO APXITEKTYpPY KOPHUCTYBAIbKOTO 1HTEp(eENcy: BU3HAUYECHO
CKJIaJ] TOJIOBHOTO MEHIO, MEHIO HAaJlalTyBaHb 3 MIAPO3IIaMu KepyBaHHS, Tpadikw,
JoKadi3alii Ta 3ByKy, a TaKOX CTPYKTYypy BHyTpimiHboirpoBoro HUD 3 innukaTopamu

3I0pOB's, TOJIOAY, CIpard Ta yMOBaMU KOHTEKCTHOi B3aemoli. Taka ctpykrypa Ul
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BIJIMOBIAA€ Cy4YaCHUM KOHBEHIIISIM survival-irop 1 3abes3neuye MiHIMaJIbHUN TTOPIT BXOTY
JUTSI HOBHX TPaBIIiB.

Omnucani y OpyroMy po3[iuT apXiTeKTYpHI DIIIEHHS CTBOPIOIOTH OCHOBY ISt
Oe3nocepeIHbOI MPOTrPpaMHOi peatizallii: BU3HAYECHO MEX1 BIAMOBIAAIBHOCTI KOXXHOTO
mapy, BiJJOKPEMJICHO JIOTIKY BiJ] TNIaT(hOPMO3aIeKHOTO KOy, IO T03BOJISIE BAKOHYBATH
peanizaliro miACUCTEM y MOBUITLHOMY TOPSIKY Ta HE3aJICKHO TecTyBaTH iX. [IpuiiHATI
MIPOEKTHI pillieHHs BiAnoBiAat0Th npuHiunaM SOLID Ta apXiTeKTypHUM peKOMEH1allisiM
Clean Architecture [22]: BepXHi mapy HE 3aJIeKATh BiJl HUKHIX, IO J1a€ 3MOTY 3aMIHUTH
KOHKpeTHI peanizamii (Hampukiaa, JsonUtility mms cepiamizanii un Unity Localization
JUTsI TIepekIiay ) Oe3 BIUIUBY Ha ITPOBY JIOTIKY.

[TinroroBneni UML-giarpamMu UIIOCTPYIOTh K CTaTUYHY CTPYKTYpy (Kiacw,
KOMITOHEHTH), TaK 1 JWHaMIYHy TIOBEIIHKY (TIOCHIOBHICTh B3a€MOJIl, Jiarpama
nismpHOCTI  Al-TBapuH, CTaHW MIACUCTEMH 30€pexeHHs), 1o (QopMye MOBHY
cnequ@ikaniio Uisi NOAATBIIOI peami3anli. 3anpoekTOBaHA MOJYJIbHA apXITEKTypa
MICTUTb YITKO BU3HAYEH1 TOUYKH PO3IIUPEHHS: MICUCTEMY IITYYHOTO IHTEJIEKTY MOKHA
PO3IIMPUTH J0JIaBaHHAM HOBUX KacTOMHHUX 3anady s Behavior Designer; niacucremy
30epexeHHs - T0JaBaHHAM HOBHMX KOMITIOHEHTIB-HamaakiB SavableObject; migcucremy
JIOKaJi3allli - 10/jJaBaHHsIM HOBMX MOBHMX Ta0u1k y Unity Localization 6e3 3MiHU KOy
[lepeabaueHo TakoX apXITEKTYPHI TOUKU PO3IMIUPEHHS JJI1 KOOIEPATUBHOTO PEXXUMY Ha
ocHoBl Mirror Networking 3 miATPUMKOIO CHITBHUX CECIM O YOTHPHOX T'PaBIliB, IO
dbopmye 3a11 1711 MailOyTHHOTO PO3BUTKY MPOEKTY.

Oco0nuBOCTI TIporpamMHoi pearizaiii oOpaHuX apXITEKTypHHUX PIlIeHb 3aco0amu
Unity 6 Ta cymmyTHIX MaKETIB AETAILHO PO3MISIHYTO Y TPETHOMY PO3/1iI1 KBasi(hiKaIiiHoT

pooOOTH.



45

3. PEAJIIBALIA ITPOI'PAMHOI'O 3ABE3ITIEYEHHSA

3.1. O0rpyHTYBaHHS BUOOPY IHCTPYMEHTAJIBHUX 32C00iB

Jlst peastizartii mporpaMHOTO 3a0e3ne4eHHs] 00paHO CTEK TEXHOJIOT1H, 1110 BKIFOYAE
ITPOBUI PYIIiM, TOTOBI KOMEPINHHI MaKeTH JIS TBapUH, POCIMHHOCTI, IITYYHOTO
IHTEJIEKTY Ta CEPEIOBHILA, a TAKOXK IHCTPYMEHTH 30€peKeHHS CTaHy ¥ JoKasi3aiii (AuB.
tabn. 3.1). KokeH KOMIIOHEHT CTEeKa XapaKTePHU3YEThCA CTaOIILHUMH peli3aMH,
AKTUBHOIO KOPUCTYBALbKOIO CHUIBHOTOIO 1 pO3rOpHYTOIO JOKyMeHTauiewo [11, 12, 13].
[ToniO6HMiT BUOIp MIHIMI3y€ PU3HK NOTPAIUISTHHS y TEXHOJIOTTYHUNA TIIYXUHM KYyT IiJ 4ac
NOJaNbIIOI PO3pOOKH Ta 3MEHUIY€E Yac, sIKHH MO>KHa OyJio O BUTPaTUTU HA MOBTOPHY
peanizaniro 06a30BO1 (YHKIIOHAJIBHOCTI, JOCTYHMHOI Y BWIJISIAI TOTOBUX MOJYJIB.
OcobOmuBy yBary mpu (OpMyBaHHI CTe€Ka MPUIIIICHO IHTETpAIlifHIA CyMICHOCTI
KOMITOHEHTIB: yc1 00paHi nmakeT o(pimiitHo mATpUMyIOThCa po3pooHukamu g Unity 6
y HDRP ta URP koHBeepax peHAEpUHTY, MAIOTh MEPEXPECHY CYMICHICTh M COOO0IO
(Behavior Designer mpaitoe 3 Malbers Animal Controller uepe3 amantepu; Enviro 3
cunxpoHizye 3 The Vegetation Engine depe3 crniibHy rio0ajibHy 3MIHHY 4acy J00W;
Unity Localization inTerpyerbcsi 3 ycima Ul-enementamMu dYepe3 CTaHAApTHI
TextMeshPro nost). 3aransHa BapTicTh KOMEPIIIHHUX MAKETIB CTEKa y PO3APIOHUX IIHAX
Marazuny Unity Asset Store ctanoBUTH 0J113bk0 350 nonapiB CHIA, 10 aJ1s1 OIMHOYHOTO
TH/I-TIPOEKTY € MPUIUHATHOIO CYMOIO, OCOOJIMBO 3 OIJISITY Ha Ce30HH1 3HMKKHU 110 70 % 1
HaBYaJIbHI1 JIIEH311 U1l CTYICHTIB.

OOpanuii cTeKk TEeXHOJOrid 3ale3medye peanizamito  (YyHKUIOHATBHUX Ta
He(DYHKITIOHAIbHUX BUMOT, C(HOPMYJIBOBAHUX Yy TIEPIIOMY pO3iTi, Ta HaJa€
IHCTPYMEHTH JJIs pO3B'I3aHHS 3a/1a4, MOB'SI3aHUX 13 MIATPUMKOIO aHIMAaIlli YeTBEPOHOTUX
NEepPCOHAXIB, MOOYAOBOIO INTYYHOTO IHTENEKTY TBAPUH, CUMYJIALIEI0 MPHUPOIHOTO

CepeoBHILa, JIOKaTi3alielo iHTepdelicy Ta 30epekeHHsIM CTaHy CBITY.
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Taomung 3.1

Kareropis

[HCTpYyMEHT

Bepcis

OOrpyHTYyBaHHS
BHOODY

IrpoBuii pymriit

Unity [13]

6000.0.4311

IIMPOKA CITUJIBHOTA,
0€3KOIITOBHICTB J10
IIEBHOT'O TTOPOTY,
HasIBHICTH
MOTPIOHMX TOTOBUX
ITAaKETIB

Mosga
MpOorpamMyBaHHs

C#

NET Standard 2.1

cranaapt y Unity-
€KOCUCTEMI

KonTtponep tBapun

Malbers Animal
Controller [26]

aKkTyasibHa stable

ITOBHOI[IHHA

JIOKOMOIIIS JUTST
YETBEPOHOTHX,
iHTerpaiis 3 Al

JlepeBa MoBeAIHKH

Behavior Designer
[15]

aKTyasibHa stable

Bi3yaJIbHUN
penaKkTop,
MO>KJIUBICTD
PO3IIMPEHHS
3aa4aMu

IuBepcHa
KIHEMATHKA

BiolK

aKkTyajibHa stable

cTabliabHa, Mpale
0€e3 101aTKOBOI'O
HaJIAIITyBaHHS

PociiiHHICTB

The Vegetation
Engine [28]

aKkTyasibHa stable

ONTUMI30BaHa
POCITMHHICTD 3
GPU-instancing

peaicTUIHI MOoJIei

[Tpupoani moxaem NatureManufacture aKkTyasibHa stable LEHTPaJIbHOEBPOIIE
CEVP Vol.1 [29] " :
HCBKOTO JIICY
Gaia Pro 2023 IIBUKE CTBOPEHHS
I'eneparnis penvedy | (Procedural aKTyalbHa stable BEJIUKUX
Worlds) JaHAmadTiB
o : . IIPOCTOTA, HYJIHOBI
Cepiamizanis ganux | Unity JsonUtility BOy/I0BaHa SUTEKHOCT
oiIIHHAI MaKeT,
Jlokamizars Unity Localization | 1.5.4 1HTerpartis 3
Addressable Assets
Kamepa Cinemachine 2.10.3 CTAHAAPT THAYCTPIL

st kKamep y Unity
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3.2. Peasizaunisi mepcoHaka-€HOTA

[{eHTpanbHUM KJIacOM, 110 OMKCYE rpaBlis, € Raccoon. Bin 30epirae nocuiaaHHs Ha
KOMITOHEHTH-3aJICKHOCT1 (KOHTpPOJIEp JIOKOMOIIii, aHIMaIliiiHy CHCTeMY, IHBEPCHY
KIHEMaTUKy, TpUMad K1) 1 opraHizye B3aemojito Mix HuMmH. Kiac moOyjoBaHuii 3a
naTtepHoM Singleton: mocuiaHHS Ha TpaBls JOCTYIHE 4Yepe3 CTaTUYHY BIACTHBICTh
Raccoon.Instance, mo copomrye moctym 3 iammx miacuctem (Ul, TyTopian, pexum
OyIIBHUIITBA).

3.2.1. Ckaan npegada rpaBust

Ha nipedabi nepconaxa po3milieHo Taki KOMIIOHEHTH:

- MAnimal (Malbers) - kOHTpoJIEp JTOKOMOIIIi TBAPUHU;

- MPickUp (Malbers) - cuctema B3aemMoii 3 IpeIMeTamMu;

- Animator - craHAapTHUW KOHTpojep animaiii Unity, mnpus'szaHuil 10
RaccoonAnimatorController;

- Rigidbody, CapsuleCollider - ¢13U4HI KOMIIOHEHTH;

- RaccoonFoodHolder - BilacHa JIOT1Ka TPUMAHHSA 1K1 y TIEPEIHIX JIalax;

- RagdollController - akTHBALIA Para0JbHOI (PI3UKHU NpPU CMEPTI;

- RaccoonEyesController - KepyBaHHS MOPTraHHSM 1 CIiAyBaHHSIM 31HHIIb 3a
00'eKTOM 1HTEpECY;

- IKController - ympaBiiHHS IHBEPCHOI KIHEMATHKOIO TOJIOBH Ta Jam 4yepe3
BiolK.

Cnpomuenuii nmictuHr kiacy Raccoon nasegeno B Jlonatky b.

3.2.2. Jlokomouist

Jloxomorris moBHICTIO MOKIaeHa Ha akeT Malbers Animal Controller [24]. Lei
nakeT Hajae cranu pyxy (Idle, Locomotion, Jump, Swim, Fall, Death, Sit), nepexoau mix
HUMU 1 aHIMaIliitH1 mapametpu. Biacuuii kog Raccoon nuiie Hagcuinae y Malbers BekTop
pPYyXy 1 CriocTepirae 3a noAisiMu 3MiHH cTany. JlJig BUNaKiB, KOJIM MOTPIOEH crieliaibHUN
CTaH (HampuKIaj, «idiHHS»), BUKOpucTaHOo Mode System 3 makera - y pemakTopi

BMHKA€ETHCS BIJIIMTOBITHUI TIPECET.
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3.2.3. InTerpauisi 3 iHBEpPCHOI0 KiHEMATHKOIO

Oxpemuii moayinb IKController kepye MOJ0XKE€HHSAM TOJIOBM 1 TMEpeaHIX Jamn
nepcoHaxka. ['onoBa o6epTaeThes y HaNpsIMKY 00'€KTa, HA KW HABEICHO MPUIILT (71
IIPUPOJTHOTO «OTJISIY»), a JIalld KOPUTYIOThCS 10 BUCOTI penbedy uepes RaycastHit. Yei
oOuncnenHs Bukonytotecs B LateUpdate, miciist Toro sik Animator BU3Ha4MB 6a30Bi1 103H,
10 YHHUKA€E e(PEeKTy «ImepepBaHOi» aHiMallii.

Oui peamnizoBaHo okpemuM KommoHeHToM RaccoonEyesController. Bin mae
MOpraHHs 3a BUIMAJAKOBUM 1HTEPBAJIOM (CEpeqHs 4acTOTa - OJHE MOpPTaHHS Ha YOTUPHU
CEeKYHJIM) 1 CIIiIyBaHHS 31HHUIL 3a 00'ekToMm, sikuii BctaHoBuB IKController. IpiOoHuit
HITPUX, aJie caMe BiH POOUTH MEPCOHAKA «KUBUM).

3.2.4. [losiroBaHHS Ta iliHHA

[TonroBanHs peanizoBaHo uepe3 komoOiHalio Malbers Mode System (ctan ataku)
1 BnacHoro kinacy EatableAnimalController. IIpu ycnimuomy yaapi o aApiOH1iA TBapHHi
(3aenp, xkaba) ii MAnimal-koHTpoJiep BUMHUKAEThCS, N0JaeThes komnoHeHT Pickable, 1
TBapWHA NIEPETBOPIOETHCS HA MPEMET, SIKU MOXKHA T1AHATH.

[Tornuuanua i1 00poOssieTbest knacom RaccoonFoodHolder. Toi camuii kiac
BIJIMIOBIZIA€ 32 YTPUMAaHHS OYyJIb-SIKOTO MiAI0paHoro mpeameTa y mepeaHix jamax (IuB.
puc. 3.7). [Ipu HaTUCKaHHI MPaBOT KHOMKKU MHUIII, SIKIIIO Y JlanaxX 3HaXOAUThCS iCTIBHUM
NpeaAMeT, akTuByeTbcs ctaH Eat y Malbers, sikuii BIATBOpPIO€ BIJNOBIJIHY aHIMALIIO.
ITicist KOKHOTO MUKy aHIMaIlli BUKIHKaeThes MeTo BiteFood, 1o 3MenIye nokasHuk
roJiofly 1 3MIHIOE MEITY Ta TEKCTYpYy 00'€KTa Ha HACTYMHY CTaJlto (3a JO0NMOMOTOI0 KJlacy
FoodModelStates). [Ticns octaHHBOI cTalii 00'€EKT 3HUIILYETHCS.

3.2.5. PecniaBH i cMepTh

CwmepTth nepconaxka 00pooisie RagdollController - Bumukae Animator 1 MAnimal,
aktuBye Bci Rigidbody Ha ckeneri, 1o 1ae npupoHe naainHs Tijga. Yepes Tpu ceKyHau
BUKiMKaeThesl PlayerRespawner, sxuii BuOupae HalOMMK4yy 10 TOUKK CMEPTI Oe3neuny
NO3ULII0 (BIACYTHICTh XMKaKiB y pajiycl M'SITHAAUATA METPIB) 1 MOBEpPTAaE rpaBUs y
3BUYANHUI CTaH 3 MOBHUM 37I0POB'SIM, aji€¢ 3 YACTKOBUM CKUJAHHSM IMOKA3HUKIB TOJIOY
1 Bromu. OKpemMuil ekpaH pecnaBHy 3 KHONKamu «I'patu 3HOBY» 1 «I OJIOBHE MEHIO»

HaBEJICHO Ha PUCYHKY 3.5.



49

Puc. 3.5 Expan pecrmaBHy Mmiciis cMepTi IEpcOHaxa

3.3. Peanizanis cucremu pickup ta pesxkxumy OyaiBHUIITBa

3.3.1. Pickup i HOCiHHSI OTHOTO IpeAMeTA

[TircucremMa HOCIHHS MPEIMETIB CB1JIOMO 0OMEXKEHA OJIHIEI0 OJUHUIIEIO 3a pa3. Lle
MPOJUKTOBAHO BUOOPOM MPOTAroHiCTa: MEPCOHAXK-EHOT TPUMAE MPEIMET y TMEepenHix
nanax 1 He Mae «kapmadiB». Taka mozgenb cropourye UX (Hemae OKpemMoro BiKHA
1HBEHTaps1) 1 BIAMOBIA€ TBAPUHHIN HATYPAIBHOCTI.

Texniuno pickup peanizoBaHo yepe3 CTaHIAPTHHI KOMIIOHEHT MPickUp 3 makera
Malbers Animal Controller [26] y moenHaHHI 3 BIaCHUM KjacoMm RaccoonFoodHolder.
MPickUp o6po0isie HatrckanHus kinasini B3aemoii (E), 3HaxoauTe HaitbmmKk4uii 06'exT
3 KOMIIOHEHTOM Pickable y pajiyci TpUrep-30HHU 1 NPUKPIILIIIOE HOro A0 TOYKH BoneIK
JiBOI epenHboi Janu yepe3 Joint. RaccoonFoodHolder nomae noriky, cnenudiuny ams
rpy: BU3HA4YeHHS Tumy mpenmera (icTiBHUK / OyniBenbHUI / 3100WY), aKTHUBAIlIIO
BianoBiHOTO pexumy Malbers (Eat-Mode / Build-Mode), onoBnennss HUD-mapkepa nii.

k1o B namax BxkKe € IPeIMET 1 rpaBellb HaTUCKae E Ha HOBOMY 00'€KT1, TOTOYHHIA
MpeAMET aBTOMATUYHO CKHUAAE€THhCS Ha 3eMJIt0 (BUKOHYEThCS MPickUp.DropItem()).
CkunyTtuit npeamer 3anumiaerses y cBiti 1 Mae GUID uepe3 kommnoHeHT SavableObject,
TOMy 30epiraerbcsi MiX cecisiMd. 3pa3ok iHTepakiii pickup mpu HaOIWKEHHI 10
iI0MpaHoro npeameTa (Ha CKpiHi - AEpeB'siHA TUIKa-PECype 3 KOMIIOHEHTOM Pickable)

HABEJCHO Ha PUCYHKY 3.6, a BUIJIS/ IEpCOHaXka Micis MiAOUpaHHs - Ha pUCYHKY 3.7.
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Pickup food and eat it

- Pick Up

@ -Eat

Pick up foodand eat it

- Pick Up

@ -Eat

Puc. 3.7 YTpumanus nigidpaHnoro npeaMeTa y janax nepcoHaxa

Kiac EatableAnimalController momaeTbcs O ApIOHUX TBapuH (3a€llb, kaba,
eHOoT-NPC). Ilpu ycnimnoMy yaapi no Takiid TBapuHi ii Al BUMUKaeTbCs, TOAAETHCS
KOMIIOHEHT Pickable, 1 TBapPpHHaA IIepeTBOPHETHCA Ha IIpeaMerT.
'paBelb MOXe il OiZHATH 1 3'ICTH — IIUKJ «IOJIIOBAHHSA — iZiHHS»
3aBEepPIIYETHCA TYT Xe, 6e3 HIOTpebHu Yy IPOMINHOMY «pO3pi3aHH1»
UM OKpeMOMYy iHTepderici.

3.3.2. PexxuM OyAiBHUIITBA

Pexxum Oy niBHUITTBA peaizoBaHo y kiaci BuildMode, sikuit mae yotrpu cTaHu:
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1) Inactive - peXkMM BUMKHEHO, I'pa MOBOJUTHCS Y 3BUMAMHOMY PEKHMI;

2) Placing - aKTHBOBAHO PEXUM PO3MIIIEHHS, TIepe ] IPaBlieM BiI0OpaKaeThCs
HAaITIBIPO30PE MPEB 10 CIIOPY/IH;

3) Rotating - KopHCTyBad HATHCHYB KjiaBimy R 1 Moke oOepTaTu mpeB’io
oOepTaHHAM KOJeca MHUIII;

4) Translating - KOpUCTYBa4 HATUCHYB KJaBinry Q 1 MOXe MepeMillyBaTH MPEB’ 10
BIlepe-Ha3a]] KOJIECOM MUIIII.

[Tepexin y pexxuMm Placing akTHBY€ThCS aBTOMATHYHO, SIKIIO B JIalaX MEpCOHaXKa
3HaXOAUThCS OyAiBeapbHUM npeamet (Hanpukiaj, BuildingObject 3 flag IsBuildable). ¥
pexumi Placing aktuByeTbest Metos; MoveBlueprint, 1110 OHOBITIO€ TO3UIIIO MIPEB 0 HA
OCHOBI MO3UIII1 TPaBLs 1 BEKTOPA HAMPSAMKY MOTJIALY KaMepH.

Hatuckanns miBoi kjaBimi wuimil  y  pexkumi  Placing BukoHye MeTon
PlacePreviewObject: cTBOpro€ peallbHUI €K3eMIUISIp CIOPYyAM B TO3UIIT TpeEB’Io,
BHUJIAJISl€ MPEAMET 3 Jial MEepCOHaXka 1 MOBEpTae rpy y 3BUYailHMI ctaH. HaTtuckaHHs
IPaBOi KJIaBILIl MU CKACOBY€E PO3MIILIEHHS - PEAMET 3aJIMIIA€THCS B JIanax.

3.3.3. /lunamiyHe po3MillleHHS pecypciB

Knac ResourcesPlacer 3a0e3meuye ymMoBH, 1m0 B pajiyci aKTUBHOCTI T'paBIis
3aBXKAM € JOCTAaTHsS KUIbKICTh pecypciB st 30upanHs. [Ipu BigmaneHH1 rpaBus BiJ
panie 310paHux 00'€KTIB BOHM 3HUIIYIOTHCS, a B 30HI MOOJIM3Y TPaBIsl CIIABHIOIOTHCS
HOBI 3T1HO 3 KBOTOIO (HAIIPUKJIaJl, HE MEHIIIE M'sITH TpuOiB Ha paaiyc cTo MeTpiB). Llei
MIIX11 JO3BOJISIE CTBOPUTH 1TEO31K0 HECKIHYEHHOTO CBITY 0€3 HEOOXITHOCTI 30epiraTi y

nam'sTi BC1 pecypcu OJHOYACHO.

3.4. Peaizanisi miicucTeMy IITYYHOIO iHTEJIEKTY TBAPHH

3.4.1. AkTuBalif 3a BiICTAHHIO

VYropaBiiHHA aKTUBHICTIO INTYYHOTO IHTEJEKTY BHKOHYye Kiac AiAnimal,
MPUKPIIUICHUN 0 KOKHOi TBapuHHU. Y Metoqi Update kiac MmopiBHIOE BIJICTaHb BiJl
TBApUHU 10 HAHOJIMKYOTO TPaBLsl 3 MOPOroM (THCSYa METPiB). SKIIO BiACTaHb O1JIblIA,

nepeBo moBeainku Behavior Designer [13] Bumukaerbcs, a xommnoHeHT Rigidbody
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MEePEBOJUTHCS Y KIHEMATHUYHHUI PEXKUM, 1110 MOBHICTIO yCyBa€ (pi3U4HI OOUMCICHHS JIJIs
BIJIJTAJICHUX TBApHUH.

JIy1st yHUKHEHHS KOJIIMTHOTO HaBaHTAKEHHSI TTONITYK TPABIIS KEITYETHCS: TTOCHIIAHHS
Ha KOMIIOHEHT Raccoon oTpuMyeThcst OIMH pa3 mpu cTapTi, a Metoau Vector3.Distance
BHUKJIMKAIOTHCS HE YACTIIE BOX Pa3iB HA CEKYHIY.

3.4.2. Peanizanis 3axa4 Behavior Designer

Koxna BracHa 3ajauda jJepeBa MOBEIIHKM € HamaakoMm kiacy Action a6o
Conditional 3 makera Behavior Designer [13]. dna ynidikamii moctynmy no Malbers
Controller ctBopeno 6azoBuii kiac MACBaseAction, 1m0 OTpuMye MOCUJIaHHS Ha
koMmroHeHT MAnimal y metoai OnAwake. IloxiaHi 3a1a4i yepes e JOCTyH KePYHOTh
CTaHAMU TBapUHMU.

Sk npukian HaBeaeHo peamizamiro 3amadl ModifyStats, 1m0 3MeHIITye TTOKa3HUK

roJIONY:

public class ModifyStats : MACBaseAction {
public StatID statID;
public float amount;

public override TaskStatus OnUpdate() {
var stats = m_Animal.GetComponent<Stats>();
var stat = stats.Stat Get(statID);
if (stat != null) {
stat.Value += amount;
}

return TaskStatus.Success;

AHanoriyHo peaiizoBaHo iHIN 3aaadi. [lepeBara migxomy mojsira€ B TOMY, IO
3amaul € camojocraTHiMu: Bci mapametpu (StatID, amount, 1minpoBuil Ter i T. iH.)
BUHECEHI Yy BJIACTUBOCTI Ta 3aJar0Thes uepe3 1HcnekTop Behavior Designer 0e3 3miHM
Koay. Taka apXiTeKTypHa MOJEIb Y3TOUKY€EThCS 3 peKoMeHaarismMu pooit [1, 2] momo
MOYJIbHOCTI B CUCTEMAaX MOBEIIHKOBUX JEPEB.

3.4.3. Oco0smBOCTI peaJiizamii A1 pi3HUX BUAIB TBAPUH

Xuxaxu (BoBK, BeIMiIb, JIUCUIIS) MAIOTh V IepeBi noBemiuku
IOmaTKOBY rijmky SeePredator — Attack, mo akTHUBYETHCH, AKILO
Y pagiycl copoka MeTpiB BUSABJIEHO TBAPHHY 3 TEer'OM «3TO06MU».

3mpobuu (3aenp, waba, eHOT—NPC) Mae oOxpeMy TiJky
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AvoidPredator, mo 3HaXOZUTH HAMOJIHUXUOI'O XMXaKa 1 06UUCIIE
HAIPSAMOK HAJS BTeui. 3pa30K irpoBOro KazZpy 3 aKTuBHUM Al
3aMIlld HaBeJgeHO Ha PUHCYHKY 3.8 — Ha IOepemZHbOMY IIJlaHl
IIepCOoOHAX—€HOT, Y I'JIM6MH1 Kapzpy 6imun cujayetr 3auns—NPC,
craTyc—6ap Behavior Designer yHu3y (RabbitAI: Is travelling to:

(1538, 245, 812)) MIATBEPIXKYE, 110 IEPEBO MOBEAIHKU BUKOHYETHCSI.

Pick up food'and eat it

@ -Pickup

® -Eat

Puc. 3.8 AxtuBHuit NPC-3a€enp y nicoBOMy cepeoBHILI

Jns xabu peamizoBano cremianbHy Condition-3agauy IsFroglanded, o
nepeBipsie, Yu 3aBepliwiiacs aHiMaiis crpuoOka. lle mo3Bossie nepeBy MOBEIIHKH HE
BUKOHYBATH [I1i, MOKH >kaba y MOBITPI.

Brnache nepeBo moBEAIHKM OIHOTO 3 areHTIB (BOBKa) y cepedoBuii Behavior
Designer HaBeneHo Ha pucyHkKy 3.9. Ha HpOMY BHJIHO i€papxiuHy CTPYKTYypy 3
KOPEHEBUM CEJIEKTOPOM, T'iIkaMu nepeBipku yMoB (SeePredator, IsHungry) 1 gouipHimu

Action-By3namu (Attack, MoveToClosestFood, Wander).
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«r oW
WolfAl - Behavior

Puc. 3.9 JlepeBo noBeninku BoBka B cepeaonuiii Behavior Designer

3.5. Peasizaniss HMKIY AeHb I HiY

[uxn nens 1 HIY peanizoBaHo y kiaci DayCycleManager. [leHTpaibHOIO 3MiHHOIO
€ currentTime Tuny float B intepsani Bia 0 10 24, 1110 Mo3HaYa€ MOTOYHY TOAMHY JTOOH.
ITpwu ii 3miH1 Bukiukaerbes noaisi OnTimeChanged, Ha sSiKy TIANUCYIOTHCA MOMYJII, IO
3anexath BiJ yacy (Ul roguHHMKa, OCBITICHHS, (POHOBHIA 3BYK).

Jlorika oHoByieHHS 4acy BUKOHYeThbcsi B Metofi FixedUpdate. Koxxen ¢iznunmii
TUK JI0 3Ha4YeHHs currentTime nogaeThes BeauuuHa, nponopitiitna dayLengthInMinutes
(TpuUBaJIiCTh ITPOBOTO JIHA B peajbHUX XBWIMHAX, HAJAIITOBYETHCA MapaMeTpoOM Yy
penakTopi).

¥ meroai OnTimeChanged BUKOHYIOTHCSI YOTUPH J1i:

1) oHoByieHHs TekcTy rogunnuka B HUD;

2) obepranHg 00'ekTiB Sun Ta Moon y BUTJIAJII KPYTOBOIO PyXy MO HEOOCXUITY;

3) iHTEepHoJIALIs KOJIbOPY Ta IHTeHCUBHOCTI direction light Mixk mpeceTamu «aeHbY
Ta «HIYY;

4) KepyBaHHS IHTEHCHUBHICTIO 3IpDOK Yepe3 3MiHY 3HAauy€HHs NapameTpa
StarsIntensity y mpodini Volume cucremu pennepunry URP.

JI71st mmaBHOCTI MEpexoy JIeHb-HIY BUKOpUCTaHO PyHKIi0 AnimationCurve, 1o
3a/ae HeNiHINHY kpuBy iHTepnosii. [To6mm3y vacy 3axoay conrs (18:00) kpuBa mae

KPYTIIINI HaXWJI, IO BIATBOPIOE €PEKT MBUAKOTO HACTAHHS CYTIHKIB, XapaKTePHUH IS
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MIUPOT LEHTpaabHOI €Bponu. 3pa30K KaJpy HIYHOI CUEHU 3 aKTUBHHM TYTOpIaJoM
HaBeJeHO Ha pUCYHKY 3.10 - BHJIHO MiHIMaJbHE OTOYYIOYE OCBITJICHHS, BUCOKY

IHTEHCUBHICTb 31POK 1 TEMHI CHITYeTH JCPEB.

R @ - Nepecysannsn

- Crpubok

- Npuckopenns /

- Kpactues

Puc. 3.10 Hiuna ciieHa irpoBoro cBiTy 3 aKTUBHUM TYTOPiaJIoM

3.6. Peanizanis miacucreMu 30epe;KeHHs CTaHy Ta JOKaJi3amil

3.6.1. 30epexkeHHs cTaHy

Knac SaveLoadManager ycnaakoBye MonoBehaviour 1 peanizye mnartepH
Singleton. ¥V metoni Start 3amyckaeTbcsi KOPyTHHA, IO KOXHI N'SITh CEKYH]I BUKJIUKAE
meto SaveGame. MeToJ1 30Mpae MOTOUHUIN CTaH CBITY: JIJISl TPABIISl CTBOPIOETHCS 3aIKC
PlayerData 3 mo3uili€to, MOBOPOTOM 1 TMOKa3HUKaMU; JUIsl KOXHOTO 00'€KTa 3
koMmrnoHeHTOM SavableObject - 3anmuc ObjectData. Yci 3amucu 00'enHYIOTBCS B 00'€KT
SaveData 1 cepianizytorscsi y JSON.

Cepianizartiist BuUKoHyeThes uepe3 JsonUtility. ToJson [11] i3 dopmaTyBaHHIM J71s1
3pyuyHocTi uuTaHHs. Dain 3amucyetbes B Application.persistentDataPath/save.json.
30epekeHHs] BUKOHYETHCS aTOMapHO uepe3 TuMuacoBuit (paitsr i Move - 11e 3axuiiae Bif
TIOIITKO/KEHHS save-(haiiity, SIKIIIO MPOIlec TPY 3aBEPIIUTHCS ITiJ] 9ac 3aIucy.

3aBaHTa)KEHHS CTaHy BUKJIUKaeThes 3 Kiacy PlayerSpawnHandler. ¥V meroni Start
nepeBipsAEThCS HAsBHICTh (ailiny 30epekenHs. ko (ailn icHye, 3 HbOrO 3UUTYIOTHCS

PlayerData 1 ObjectData, a rpaBenib Ta 00'€KTH MEPEMILTYIOTHCS y 30€pEKEHI MO3UIIII.



56

Axmo ¢aiity Hemae, TpaBellb cHaBHyeTbes y Touri StartingPoint, 3a3mganeriab
PO3CTaBJICHIN Ha CIICHI.

3.6.2. Jlokami3aist

Jlokanizauis moOynoBaHa Ha odimiiitHomy makeri Unity Localization [11]. ¥V
MPOEKTI aKTUBOBAHO JIBI MOBHU: YKpAiHCBKY Ta aHIJIMCBHKy. TexcTu 30epirarorbes y
dopmari String Tables i1 nmpus's3ani g0 kmtodiB. Lle q03BoMsIE MOTaBaTH HOBI MOBH 0€3
3MiH y IPOrpaMHOMY KOIl.

Yeci pagxu inTepdeiicy Buneceno y Tpu String Table Collection: MainMenu (psiaku
roJIoOBHOTO MeHI0), MainScene (psanku irposoro HUD), Settings (psnku MeHro
HanamrtyBanb). Tabmuill 3aBaHTaxyr0ThCs uepe3 Addressable Assets.

3MiHa MOBHM BHKOHYEThCs KilacoM LocalizationSelector, 1o npukpimieHui mo

BUITaTHOTO CIIUCKY Y MEHIO HalamTyBaHb. [Ipy BUOOPI MOBH BUKOHYETHCS:

LocalizationSettings.SelectedLocale =
LocalizationSettings.AvailablelLocales.Locales[index];
PlayerPrefs.SetInt("LocalKey", index);

Bubip 30epiraetbest B PlayerPrefs min kimouem «LocalKey» Ta 3aBaHTaxyeThcs
[IPU HACTYTTHOMY 3aITyCKy TPH.

Y TperboMy PpO3IiIi ONMHUCAHO peadizalmilo BCIX 3alIAHOBAHUX IIJCHCTEM
nporpamHoro 3aoesneueHHs. CPOpMOBAHO CTEK TEXHOJOTIN, Y LEHTPl SIKOTO ITPOBUMN
pymiii Unity 6 [11], maket Malbers Animal Controller nnst mokomortii TBapus 1 Behavior
Designer [13] ana mryyHoro iHTenekTy. CUMyssUis OPUPOAHUX SBHIL (JI€HB/HIY,
Moroja, BITEp y POCIMHHOCTI) nmoOyaoBaHa Ha 3B's31l Enviro 3 [25] 1 The Vegetation
Engine [26].

CTBOpeHO KOHTpoJiep MNepcoHaka Raccoon, SIKMil IHTETpye BIACHY JIOTIKY 3
rOTOBUMH KOMIOHEeHTaMHu Malbers 1 kepye JIaHIFO)KKOM CYMyTHIX MOJYJIB - IHBEpCHA
KiHemMaTuka Jan 1 rtojoBu uepe3 BiolK, wmopranHs 1 ciuigyBaHHS 3iHUI Y
RaccoonEyesController, parnonbna ¢isuka npu cmepti B RagdollController, pecnaBu y
6esmneuniit Toutrl yepes PlayerRespawner. PeanizoBano cuctemy pickup-HOCIHHS OJTHOTO
npeamera y jamnax yepes 3B's:3ky MPickUp 1 BmacHoro RaccoonFoodHolder, pexum
OyIIBHMIITBA 3 TIONMEPEIHIM TMEperyisiioM, OOEpTaHHAM 1 MEpPEeMIIIeHHSAM CHOPY.H,

JUHAMIYHE PO3MIIIEHHS PECYypCiB Y pajilyci aKTUBHOCTI TPaBIIS.
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Po3po6eno BinacHi 3aa4i s A€peB MOBEIIHKU TBAPUH 3 MIATPUMKOI aKTUBAITI]
3a BIJICTAHHIO JIJI1 ONTHMI3alli MPOJYKTUBHOCTI. APXITEKTypHa MOJCNIb BIJIOBIIAE
PEKOMEHAIlIIM HayKoBHX mpails [1, 2] momo moOymoBH i€epapXidHUX MOBEAIHKOBUX
JepeB 13 By3naMu-koMmmosutamu Selector 1 Sequence, a TakoX 3agadam-JIUCTaM JJist
KoHKpeTHHX At (Move, Eat, AvoidPredator). PeamizoBano nuki 1eHb 1 HIY Ha OCHOBI
AnimationCurve 3 BIUIMBOM Ha MapaMeTpH OCBITJICHHSA, IHTEHCHUBHICTh TyMaHy Ta
MOBEIHKY (hayHM: JACHHI BUIW (3a€Ib) 3HUKYIOTh aKTMBHICTh BHOUYI, a HIYHI (BOBK) -
HaBIAKW, aKTUBI3yIOThCA. [HTErpoBaHO NWHAMIYHY TOTOoay 4Yepe3 makeT Enviro 3 3
TphOMa CIICHapisiMU (SICHO, JIOIII, IPO3a) Ta Y3TOJKEHUM BIJTYKOM POCIMHHOCTI 4Yepe3
The Vegetation Engine: mij yac o1ty JUCTS IpUiiMae BOJIOTUNA BUTIISI, a BITEP BILJIMBAE
Ha KOJUBaHHS TUIOK.CTBOPEHO CHCTEMY aBTOMATUYHOIO 30€pEKEHHsI CTaHy CBITY 3
nepioIMyHICTIO T'ATh cekyHn y ¢opmari JSON y katanosi persistentDataPath.
[ligkimrodyeHo miATpUMKY Jokamizauii yepe3 makeT Unity Localization 3 MOXIIMBICTIO
MepEeMUKAHHS MOBH 0€3 Tepe3aBaHTaXEHHS CIIEHW Ta 3 BHHECEHHSIM YCiX TEKCTOBHX
pecypciB y crieliagbHi TabJIUII TepeKIaIiB.

Vi peanizoBani Moyl chOpMOBAHO SIK IEPEBUKOPUCTOBYBAHI KOMIIOHEHTH 31
cTabulbHUM  yOmiyHUM  iHTepdeiicom.  PeamizoBana  moBHa  JIOKamizailis
KOPHUCTYBAIbKOTO 1HTEpdeiicy micTbMa MOBaMHU (YKpaiHCbKa, aHTJIIMCHhKA, HIMEIIbKA,
ICTIAaHChKA, SMOHChKA, KUTaWChKa). 3aralibHUil OOCSIT HAMUCAaHOTO BJIACHOTO KOMIY

cTaHOBHTH 0JM3bK0 4500 psaakiB y 86 ckpunrax C#.
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4. TECTYBAHHS TA PE3YJIBTATH

4.1. Ilnan TectyBaHHsA

TecTyBaHHS TpOrpaMHOTO 3a0€3MEUCHHS BUKOHAHO Y TPH eTanu: (DyHKI[IOHAJIbHE
TECTYyBaHHS, TECTYBaHHS MPOJYKTUBHOCTI, TECTYBaHHS KOPHUCTYBAIIbKOTO JOCBIY.
[Iporpamy BumnpoOyBaHb CKJIaJICHO 3 OIJISAy Ha CHOPMYJIbOBaHI y IEPIIOMY PO3Jii
¢yHKIIOHaTBHI Ta HePYHKIIOHATbHI BUMOTH. TecTyBaHHS MPOBEACHO HAa TECTOBOMY
CTEH/I1 3 TAKOI0 KOHPITypaIli€ro:

- ipouecop Intel Core 17-12700; - oneparuBHa nam'ste 16 I'b DDR4; - Bigeokapra
NVIDIA GeForce RTX 3060 3 12 I'b Bigeonam'sari; - OC Windows 11 64-po3psiana,
Bepcis 23H2; - nakonuuysau SSD NVMe Samsung 970 Evo 1 Th.

TecTyBaHHS KOPUCTYBAIILKOTO JIOCBITY JAOJATKOBO IMPOBEACHO Ha HOYTOYYHOMY
cTeHl Hk4doro kiacy (mpouecop Intel Core 15-1135G7, 16 I'b onepaTuBHOi mam'sri,
interpoBana Iris Xe Graphics) - s mepeBipkM KOPEKTHOCTI poOOTH TpuU Ha

KOH(Dirypaiiii, HaOJMKEHOI 10 MIHIMAJIbHUX CUCTEMHUX BUMOT.

4.2. Pe3ynbTaTH (PyHKIIOHAJIBHOTO TECTYBAHHS

OyHKIIOHAIbHE  TECTYBaHHA BHKOHAHO METOJAOM  «YOPHOI  CKPUHBKH.
[TepeBipeno yci pyHKIIOHATBbHI BUMOTH, COpMYJIbOBaH1 y myHKTI 1.6.1.

VYci TecToBi keiicH y GaKTHUHOMY 3aITyCKY BiJOBIAAIM OYIKYBAaHUM PE3yJIbTaTaMm,
3a BUHSTKOM Te€CTOBOro Keiicy 10. ¥V HbOMY BUSIBJIICHO JiBa MOOJWHOKI BUIAJIKH, KOJHU
TBapWHA-XIKaK (BOBK) 3acTpsAraia y CKIAIHIA TeoMeTpii JepeB Ha KPyTHUX CXHIIAX:
JIEPEBO MOBEAIHKHA MPOJIOBKYBAJIO BUKOHYBATH TUIKY TepeciiayBanHs, aie NavMesh-
areHT HE MITI' MNPOKJIACTH NUIIX. 3ayBaKEHHS HE OJIOKye TeHMIUIeH 1 YCYBa€eThCs

MOKpaIieHHsIM po3cTaBieHdss NavMesh-nepeniko mix yac moaabInoi JOpoOKH.
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4.3. Pe3yJbTaT TECTYBAHHS NIPOAYKTHBHOCTI

st BUMIpIOBaHHS TPOJYKTUBHOCTI BHKOpHUCTaHO BOymoBanuii 3acid Unity
Profiler [11] 1 croponniii maker Tayx Graphy, mo BimoOpakae 4yacToTy KaJpiB 1
CTIO)KMBAHHS NaM'sITi psMO y Tpi. TecTyBaHHS BUKOHAHO B TPHOX CIICHAPIAX:

1) nenna rpa, 6a3oBe MOJIOKEHHS TPaBIIS HA JTICOBIM rajisiBUHI, TOMIpHA IIUIbHICTD
POCIIMHHOCTI;

2) JleHHa rpa, mepedir mo JoKaili 3 aKTUBAIE MIOHAWMEHINE JIECSITH TBapUH
(xmKkak# 1 370014);

3) HiYHa cleHa B YyMOBax JOIly, 3 AaKTUBHUM BITPOM Y POCIMHHOCTI 1
MaKCHUMAaJIbHUM B13yaJIbHUM HABAHTAKECHHSM.

Pe3ynbTaTu TECTiB HaBeIeHO B Ta0Omuil 4.1.
Tabmuus 4.1

[Toka3zHMKHK TPOAYKTUBHOCTI MPOrpamMHOTO 3abe3mneueHHs (cepenniit FPS)

Ski High Sxi
Cuenapiit KI?TB f< '8 Sxicte «Balanced» ete
Fidelity» «Performanty
Cuenapii a 88 124 162
(cTaTuuHuUiA)
Cuetapiii 6 64 96 134
(TUHAMIYHMIA)
CueHnapiii B (HIYHa 5) 24 118
rpo3a)

Ha HOyTOy4YHOMY CTEHJI HMXKYOro Kjacy mpu sikocTi «Performant» oTpumano
CcTiK1 45-60 KaapiB 3a CEKYHY Y CIIEHapisX a 1 0, 110 1a€ MPUHHATHUIN redMIUIe HaBITh
Ha MIHIMaJIbHIM KOH}ITYpaIrii.

[inpoBuUi Moka3zHuk y 60 KaipiB 3a CEKYH1y JOCSITHYTO Y BCIX CIIEHAPIsAX Ha SAKOCTI
«Balanced» 1 Bumiid. Ha sikocti «High Fidelity» y naiicknaanimomy crieHapii yactoTa
KazpiB 3HIKYEThCs 10 52 FPS, mo 3HaxoauThcs y Mekax MPUAHATHUX 3HAYCHB IS

CTaTUYHOI'O CEpeloBHUIla (HIYHA rpo3a He mependayae MBUAKUX pedIESKTOPHUX il

rpaBLs).
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CrioxvBaHHS ONEPATUBHOI MaM'sITl Y HaABaKYOMY CII€Hapii He TTepeBUIIyBaio 4.2
I'b, mo BigmoBizae BUMOraM J0 CHCTeMU Ta 3abesreuye 3amac O0iau3bko 20 % Bin
BcTraHoBieHoro oomexxenuss 5 I'b. TlpodimoBanus Update-uukiy y Unity Profiler
MOKa3aJio, 110 TOJOBHUMH CIIO)KMBadyaMU 4acy € IMiJICUCTeMa IITYYHOTO IHTEIEKTY
TBapuH (pubau3Ho 18 % Big KagpoBOro vacy) i menaepu pocimaHOCTI The Vegetation
Engine (mpubnuszno 14 %). I[limcucremu 30epekKeHHS CTaHy Ta JOKami3allii MaroTh
MIHIMAQJIbHUNA BIUIMB Ha MPOAYyKTUBHICTH (Huxk4e 0.5 % cymapHO), 10 HIATBEPKYE
KOPEKTHICTh apXITEKTYpPHOTO pIIICHHS BUHECTH 30epeXeHHA y (OHOBUU KOPYTHH 3
NEPIOJIMYHICTIO T'SATh CEKyHJ 3aMICTh KOXXHOKQJpOBOTO 3amucy. Businene Ha
CTPECOBOMY CII€Hapli OJIMHUYHE 3ayBakeHHS moa0 3actpsranHs NPC y ckiamHiit
reOMETpIi Ma€ JIOKAJIbHUM XapaKTep 1 HE BIIMBA€E HA 3araJIbHUM 1rpOBUI MPOLEC - KOTO
YCYHEHHsI IUIAaHYEThCS Y HACTYMHIN iTepallii yepe3 TOHKE HaJallTyBaHHS MapamMeTpiB
NavMesh Ta nomaBanns pojmatkoBux Off-Mesh Link Ha mnpoOiemHuX Jokarisx.
[IpoBeneH1 BUMIPIOBAaHHS OXOIMJIN JIECATh HE3aJIEKHHUX 3aIyCKIB KOXKHOTO 31 CLIEHapiiB
3 YCepEHEHHAM PE3yJIbTATIB JIJIsl 3MEHIICHHS BIUIMBY BHUMAJIKOBUX KOJUBAaHb TAaKTOBOT
4acTOTH Ipoliecopa Ta (POHOBHUX MPOIECIB ONMEPAIIITHOT CUCTEMH.

Oxkpemo OyJI0 MepeBipeHO CTAOUIBHICTh TPU i 4Yac TPHUBAIUX ITPOBUX CeCiit
TPUBAJIICTIO 0 OJHI€T TOJIUHHU, JIe HE BUSIBJICHO MOMITHUX BUTOKIB IIaM'sITi Ta erpagaiii
KaJIpOBOi YacTOTH, IO CBIAYNTH MPO KOPEKTHE KEPYBAaHHS KUTTEBUM ITUKIIOM ITPOBUX
00'exTiB uepes crenapii OnDestroy Ta Object Pooling ny1st TBapuH 1 pecypciB. 3arajiom
pe3yibTaTH TECTyBaHHS CBIOQ4aTh NpO TOTOBHICTH MVP-30ipku 10 myOnivHOi
JEMOHCTpallili Ta TMOJANBIIOTO PO3MUPEHHS (YHKIIOHATBHOCTI y KOMEpLIHHOMY
HaMNPSMKY, a OTPUMaH1 METPUKH MTPOYKTUBHOCTI MOXKYTh CIYTyBaTh 0a30BOI0 TOUKOIO

BIJUTIKY U1 MOPIBHSHHS MPU MOJAJBIINX ONTUMI3ALISNX TPH.
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BUCHOBKH

Y pe3ynbTaTi BHKOHaHHA KBamiikamiitHoi poOOTH po3poOJIEHO MPOrpaMHe
3a0€3Me4YeHHs] TPUBUMIPHOI OJMHOYHOI KOMIT'IOTEPHOI TpU >KaHPY BIKUBAHHS
TwilightTails y dopmati MVP (MiHIMQJIBHO JKHTTE3MATHOTO MPOAYKTY), IO peajizye
OCHOBHI MEXaHIKA J>KaHPy: KEpyBaHHS [EPCOHAXKEM-TBAPUHOIO, BWXUBAHHA ¥
BiIKpUTOMY 3D-CBITI, INTYYHHUI 1HTEIEKT TUKUX TBAPUH, CUMYJIAIIIO TPUPOTHUX SBUIII,
OyIIBHHUIITBO Ta 30€peKEHHS TIPOTpeCy.

3a mijicyMKamMi BUKOHAHUX 3aBJIaHb OTPUMAaHO TaKl pe3yJbTaTu:

1) IlpoaHanizoBaHO CTaH PUHKY KOMIT'FOTEPHHUX ITOp Y CETMEHTI BUXKMBAHHS Ta
BUSIBJICHO CTIMKE 3pOCTaHHS YaCTKU OJMHOYHUX 1HJI-IIPOEKTIB 3 BUPA3HUM aBTOPCHKUM
ctuneM. PosrasayTo m'sth npoBigHux aHanoriB (The Forest, Rust, Subnautica, ARK:
Survival Evolved, Green Hell) 3a BicbmoMa kputepisiMu: xaHp, kepyBaHHs, Al-cuctema,
IIMKJI JICHB/HIY, JWHAMIYHA II0T0Jia, PEKUM OyMIBHUIITBA, JIOKATI3allis, THI TPaBII.
BcranoBieHo, 1o yKo/1Ha 3 PO3TIISIHYTUX ITOP OJJHOYACHO HE MPOTIOHYE MMOBHOTO HAOOPY
puc, 6axkaHUX IS TPU 3 TEPCOHAKEM-TBAPUHOIO, 1[0 CTAHOBHUTH BIbHY HIIIy 7S
npoekty TwilightTails.

2) BukoHaHo nopiBHsIbHUN aHami3 irpoBux pymiiB (Unity 6, Unreal Engine 5,
Godot) Ta roToBUX piIIeHB JUIsl CUMYJIAILIIT TpupoaHoro cepenosuia B Unity (Enviro 3,
AzureSky, UniStorm, The Vegetation Engine). 3a kputepisiMu JileH3ii, MOpory
BXOJIPKE€HHS, MPOJAYKTUBHOCTI Ta IHTErpallii 3 MaKeTOM JoKami3alli 00IpyHTOBaHO BUOIp
TexHoJsoriyHoro creka: Unity 6 + C# 8.0 + Behavior Designer (Al) + Malbers Animal
Controller (animanii TBapuH) + Enviro 3 (nens/niu i norona) + The Vegetation Engine
(pocnunHICTE). ChopmynboBaHO (YHKIIOHATBHI (4 TPYNH MEXaHIK) 1 HeyHKITIOHATHHI
(TIpOAYKTUBHICTh, CYMICHICTB, JIOKaJi3allisl MIiCThMa MOBaMH, MOJyJIbHa apXITEKTypa)
BUMOTH JI0 BJIACHO1 peaizarlii.

3) CopoekTOBaHO YOTHUPHILAPOBY apXITEKTYpy 3aCTOCYHKY 3 B1JIOKPEMIICHHSM
NPEe3eHTAlIMHOrO IIapy, Mapy irpoBOi JIOTIKH, IIapy CEPBICIB Ta IIapy IMIAaT(HOPMHU.

OrnpailbOBaHO KOHTPOJIEP MEPCOHa)Ka 3 YOTHUPMA JOTIYHUMHU 1mapamu ((i3udHuil,
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animariiiauii, IK, irpoBa norika), Moaenb irpoBoro cBity 3 14 kjacamu, MmiJCUCTEMU
IITYYHOT'O 1HTEJIEKTY TBApHUH Ha OCHOBI MoBeAiHKOBUX AepeB Behavior Designer (BT) 3
KaCTOMHHUMH 3aJladaMHu, 30epexeHHsI CTaHy CBITY Ha OCHOBI cepiamnizaiii y JSON, pexum
OyniBauITBa 31 ctaHamu Placing/Rotating/Translating, Ta miacucremy nokam3zaiii Unity
Localization 3 mingrpumkoro mectd MoB. [lobynoBano m'ate ocHoBHHX UML-miarpam:
MIPEIEICHTIB, 3araJIbHa apXITEKTypa, OCIIIOBHICTh B3aEMO/IIT, AlarpaMa JisiabHOCTI Al-
TBapHH, JllarpaMa KjiaciB 30epeKeHHs CTaHy.

4) PeanizoBaHO BCl 3aIIaHOBaHI IMJICHCTEMH: KOHTpPOJEp mepcoHaxka Raccoon 3
iHTerpaniero Malbers Animal Controller 1 kepyBaHHSIM 1HBEPCHOIO KIHEMATHUKOIO Yepe3
BiolK; cuctemy pickup-HociHHS 0fHOTO npeameTa y nepeaHix ganax yepe3 MPickUp Ta
RaccoonFoodHolder; pexum BinpHoro OyaiBauirBa BuildMode 3 Tpboma cranamu
(po3MilieHHs, OOepTaHHs, MEPEMIIICHHs); IITYYHUN 1HTEJIEKT IMIECTH BHJIIB TBApUH
(3aenb, JHCHUIS, BOBK, BeIMilb, kaba, €HOT-NPC) Ha OCHOBI TMOBEIIHKOBUX JI€PEB
Behavior Designer 3 gudepeHiiiiioBaHUMHU CTpaTErisIMH ISl XUXKAKIB 1 3700141, UK
nenb/Hiu yepe3 DayCycleManager 3 BIUIMBOM Ha TMOBENIHKY (ayHU; IMIJICUCTEMY
30epexxenHs SavelLoadManager 3 aBTo30epexeHHIM KOxHI 5 cexkyHa y JSON-daitn;
nokamizamiro iHTepdeiicy mictbma MoBaMu uepe3 Unity Localization. 3aranbauii o6csr
BJIACHOTO KOy - 6sn3bko 4500 psaakiB y 86 ckpuntax C#.

5) IlpoBeneHo (yHKILIOHAIbHE TECTYBaHHS METOJIOM «YOPHOI CKpUHBKH» (13
TECTOBUX CIIEHAPIiB 3 MOKPHUTTIM KJIFOYOBUX MEXAHIK) 1 TECTYBaHHS MPOAYKTHUBHOCTI y
Unity Profiler Ha nBox pedepencuux koH@irypamisx. [{impoBuil nokazHuk y noxaza 60
KaJIpiB 3a CEKyHAY JOCATHYTO Ha skocTi «Balanced» y Bcix tectoBux creHapisx. Ha
HOYTOYYHOMY CTEHJII HIDKYOTO KJacy rpa 30epirae mpuilHsATHY NpOAYKTHUBHICTH 45-60
KaJIpiB 3a CeKYH]y Ha siKocTi «Performant», a Ha cTeHal BULIOTO Kiacy - cTalduibH1 60+
kaapiB HaBiTh y pexumi «High Fidelity» 3 akTUBHUM BITpOM Yy PpOCIHMHHOCTI 1
MaKCHUMaJIbHUM Bi3yaJbHUM HaBaHTAKCHHSIM.

[IpakTuyHe 3Ha4YeHHs pPOOOTH TMOJSITa€ Yy CTBOpPEHHI mpane3dgatHoro MVP
KOMITFOTEPHOI TPU JKaHPY BIDKMBAHHS, SIKUWA TIATBEPIKYE TEXHIYHY peasli30BaHICTh
obpanoro TtexHojoriunoro crteka (Unity 6, Behavior Designer, Malbers Animal

Controller, BioIK, Enviro 3, The Vegetation Engine) y ¢opmaTi mOBHOTro LUKIY
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reiMIvies 1 Moke OyTH BUKOPUCTAHHUM SIK OCHOBA JUIsl TTOAQNIBIIOI KOMEPIINHOI TpH 3
BUXO0JIOM Ha tuatgopmy Steam. OkpeMi MOy TPOrpamMHOro 3a0€3MEUEHHS -
migcucremMa Behavior Tree (BT)-3amau moBemiHKM TBapuH IIECTH BHUIIB, CHUCTEMa
30epexeHHs crany y ¢dopmari JSON, KOHTpoJiep ULHMKIY JEeHb/HIY Ha 0a3l
AnimationCurve, I1apoBHil KOHTPOJIEP MEPCOHAXKA-TBAPUHU 3 IHBEPCHOIO KIHEMATHKOIO,
MOJYJIb JAUHAMIYHOTO PO3MIIEHHS PEeCypciB y pajiycl akTUBHOCTI TpaBUi - €
CaMOJIOCTaTHIMHM 1 MOXXYTh OyTH MEPEBUKOPHUCTaHI B MOAAIBIIMX MPOEKTAX ITPOBOTO
nporpaMHOro 3abesmneueHHs: Ha irpoBomy pyiri Unity. [ligTBepmkeHo, mo miaboBHiA
noka3HuK 60 KaapiB 3a CEKYHJy JOCATAEThCS HA CEPelHIM SIKOCTI Trpadikud y BCIX
CIIEHapisX, a Ha HOYTOY4YHIA KOH]Irypalli HUXKYOro Kjiacy rpa 30epirae mpuiHSATHY
MPOAYKTUBHICTB 45-60 KaJipiB 3a CEKYH]Y.

[lepcriekTHBaMM MOAATBIIOTO PO3BUTKY MPOEKTY €:

- PO3IIMPEHHA KUJIBKOCTI BU/IIB TBAPUH Ta JOJIABAHHS CE30HHHUX 3MIH CEPEIOBHUILA;

- peaizaliisi CHCTEMH Kpa@Ty 3 peLENTaMu;

- PO3LIUPEHHS PEeKUMY OYIIBHUITBA IO CUCTEMH NOCENIEHb 3 (YHKIIOHATIBHUMU
Oy IBJISIMU;

- TOJIaBaHHS CIO’KETHOT KaMITaHii 3 HEMHIMHUM pO3Taiy>KeHHSIM;

- PO3ILIUPEHHS IPOTrPaMHOT0 3a0e3MeUEHHS Ha KOOTIEPATUBHUN PEXXUM Ha 0a3i BiKe
IHTErpOBaHO1 apXITEKTypHOi 3aroToBku Mirror Networking 3 MmiATPUMKOIO CHIJIBHUX
ceciil 10 YOTUPHOX TpaBIliB uepe3 Steam P2P;

- moptyBaHHs Ha margpopmu macOS 1 Linux yepe3 odimiitHi MoxkauBocTi Unity
Build Settings;

- noxaBanHs 1HTerpaiii 31 Steam Cloud Saves aiisi cHHXpOHI3aAIlT TPOrpecy MixK
PUCTPOSIMH.

Po3po6nene nporpamue 3abe3neuenns rpu TwilightTails miaTBeprxye TeXHIUHY
peaiizoBaHicTh OfuHOYHOI 3D-TpH KaHpPY BIIKUBAHHSA 3 TEPCOHAKEM-TBAPUHOIO Ha
irpoBomy pyiuii Unity 6 cuiaMu OJTHOTO pO3pOOHHKA 1 MOKE CIIYTyBaTH OCHOBOIO IS
MOTAJIBIIIOTO PO3BUTKY MPOEKTY B HAMIPSIMKY KOMEPIIIITHOTO peni3y Ha rmatdopmi Steam.
VYci chopmynboBaHi y 3aBAaHHI (DYHKIIOHAIbHI BUMOTH BUKOHAHO, LIJIbOB1 MOKa3HUKU

MPOTyKTUBHOCTI JOCSATHYTO, KBamidikarliiiHa po6oTa Moxke OyTH TOMyIIeHa 10 3aXUCTY.
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PoGoTa npoiima anpoodartito. 3a ii pe3yjapraramu 0yJjo omyOIiKOBaHO HACTYMHI
TE3U TOMOBIACH:

1. Hpoxomuyk II. C., 3omoryxina O. A. AHami3 KIIOYOBHX OCOOJMBOCTEM
reidMIUICI0 KOMIT' FOTepHUX 1rop Ha BrkuBaHHsA. II BceykpaiHchbka HayKOBO-TEXHIYHA
KoH(epeHiist «BUkianku Ta pileHHs B MporpaMHii 1HxeHepii», 26 aucronaaa 2025 p.,
KuiB, [lepxaBuuii yHiBepcUTET 1H()OPMALIMHO-KOMYHIKAIIIMHUX TEXHOJOTINH. 301pHUK
te3. - K JAVIKT, 2025. - C. 407-408.

2. Ilpokomuyk I1. C., 3omotyxina O. A. Po3poOka cucTeMu MTYYHOTO 1HTENEKTY
NPC-tBapun y 3D-rpi Ha BwxkuBanHs Ha pymii Unity. VII Bceeykpaincbka HaykoBO-
TeXHIYHa KOoH(pepeHIis «3acTocyBaHHSI MPOTPAMHOTO 3a0e3MeyueHHsl B 1H(POpMaIiifHO-
KOMYHIKaIItHUX TexHoJorisix», 23 kBiTHA 2026 p., Kuis, JlepxkaBHuil yHIBEpCUTET

1H(MOopMaIIHO-KOMYHIKaIIMHUX TexHoJoT1i. 30ipHuk Te3. - K.:JIYIKT, 2026, C.160-162

Pobouy 30ipky MVP-Bepcii rpum TwilightTails 3aBanTa)keHO y BHYTpIIIHE
CXOBHIIE MPOEKTY 1 MIIFOTOBJICHO IHCTPYKI[IIO 31 BCTAHOBJICHHS Ta 3aIlyCKY, HABE/ICHY Y
Honatky B. JlicTUHIH KIFOUOBHMX MOJYJIIB MPOTPAMHOr0O 3a0€3ME€YEHHS HABEIEHO Yy
Honatky b, nemonctpartiitni marepianu - y Jlonatky A. 3araabHuii 00CAT BIIACHOTO KOTY
ctaHoBUThH 0M3bK0 4500 psinkiB y 86 ckpunrax C#, JOMOBHEHHMX IHTETPALIEI0 IIECTH
koMepuiiinux naketiB Unity Asset Store (Malbers Animal Controller, Behavior Designer,
BiolK, Enviro 3, The Vegetation Engine, NatureManufacture Vegetation Pack), 1o
MIATBEPIKYE JOIUIBHICTE OOpaHOi cTpaTerii BUKOPUCTAHHS TOTOBUX PIMIEHb IS
NPUCKOPEHHST po3poOku. Bukonane kpamidikaiiiiHe JOCHIKEHHS JIEMOHCTPYE
MO>KJIUBICTh PO3POOKHU KOHKYPEHTOCTIPOMO>KHO1 I'PH KAHPY BUKUBAHHS 3 OPUTTHATHBHUM
MEePCOHAXKEM-TBAPUHOIO CUJIAMH OJTHOTO PO3POOHMKA 32 OOMEKEHUM Yac 13 MPUUHITHOIO
TEXHOJIOTIYHOIO BaPTICTIO, IO (DOPMYE OCHOBY JIJISl TIOJANIBIIIOTO POIMIUPEHHS MPOEKTY
710 TOBHOLIIHHOTO KOMEPIIHHOTO MPOAYKTY. YCe 1Ie Y CYKYIHOCTI OpMy€e MOBHUI MaKET
pe3yJbTaTiB  KBaMi(iKaliiHOi poOOTH, TPUIAATHUNM SK Ui arectarii, Tak 1 s
MpPE3eHTallli MPOEKTY MOTEHIIMHUM 3alliKaBJICHUM CTOPOHAM - 1HBECTOpaM, BUIABIISM,
CIIUIBHOTI HE3AICKHUX PO3POOHMKIB Ta akKaJAeMIYHIM ayauTopii, M0 I1KaBUTHCA

CYyYaCHHUMH MiJIX0/1aMu JI0 o0y 10BU Al-KepoBaHUX ITPOBUX CBITIB.
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JOJATOK A. IEMOHCTPALIIIHI MATEPIAJIN

e LEPYABHUI YHIBEPCUTET
‘ ﬂ U | |‘|T IHOOPMALIMHO-KOMYHIKALIMHUX TEXHONOM
o }

HABYA/IbHO-HAYKOBUM IHCTUTYT IHOOPMALIIMHUX TEXHOIOTN

KA®EAPA IHXEHEPIT NPOrPAMHOTO 3ABE3MEYEHHA

Po3podka 3D koMn'loTepHOi Irpu B ’KaHPi BUKUBAHHS

Bukonas: cryaent rpynu I1/]-43

IMasno ITPOKOITYYK

KepiBuuk: nonent xadeapu 1113, kanauaar TexHIYHUX HayK
Okxcana 30JIOTYXIHA

Kuis - 2026

META, OB'EKT TA NIPEAMET JOC/IIZKEHHSA

MeTa poboTH - NiABULLEHHA 3aHYPEHHA rPaBLA Y BIPTyanbHe cepeoBuLLe survival-rpu 3a paxyHoK
po3pobku 3D-poaatry TwilightTails 3 peanicTU4HUM WTYYHUM iHTenekTom NPC-TBapvH, AUHAMIYHUM CBITOM
i KoOnepaTMBHUM MyNbTUNNEEPOM Yepes Steam.

O6'eKT AoCNiaXKeHHA - NPOLEC CTBOPEHHA IHTePaKTUBHOrO 3D-cepeaoBuULLa KOMM'HOTEPHOI rpu y
H{aHpi BUXWMBAHHA.

MNpeameT AocnigmeHHs - nporpamHe 3abesnevyeHHa 3D-rpu TwilightTails y aHpi BUXKKBaHHA,
peanisoBaHe Ha irposomy pywii Unity 3 nigTPMMKOIO KOONEPATUBHOTO PEXKMMY FPu.
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3AJIAUYI KBAJI®IKALNIAHOI POBOTH

1) NpoaHanisyBaTv Cy4acHW CTaH PUHKY KOMN'IOTEPHUX irop XKaHPy BMKWBAHHSA, BU3HAUUTK
XapaKTepHi PUCK aHPY | BAOKPEMUTM BUMOTK A0 BAACHOI peanisauii.

2) BUKOHaTK Ornag NpoBigHMX NPOrpaMHMX aHanoris i NOPIBHATM irpoBi pywii gna
06r'pyHTOBaHOrO BUHOPY TEXHONOTIYHOIO CTEKA.

3) Po3rnsaHyTH Nigxoaun Ao nobyaoBu WTYYHOro iIHTENEeKTY B irpax i 0bpaT Halbinbw AouiNbHY
Mmoaenb ANA 3acTocyBaHHA B poborTi.

4) CnpoeKTyBaTH 3aranbHy apXiTEKTYpY 3aCTOCYHKY | CTPYKTYpY OKpemux nigcuctem (KOHTponep
NepcoHaa, WTYYHUI iHTeNeKT, cuctema pickup, pexum ByaiBHUUTBA, UMKA AeHb/HIY,
3bepereHHA cTaHy).

5) Peanisysatu nporpamHe 3abesneyeHHs rpu TwilightTails y popmati MVP (miHimanbHo
HUTTE3ILATHOIO NPOAYKTY) 3 OCHOBHMMM MEXAHIKAMU KaHpY.

6) NpoBecTH GYHKLiOHaNbHE TECTYBaHHA | BUMIPIOBAHHA NPOAYKTUBHOCTI po3pobaeHoro
nporpamHoro 3abesneyeHHs.

ITapameTp The Forest Subnautica ARK Green Hell TwilightTails
I'epoii-TBapuna - - - - - +
Al TBapuH Ha nomip. MiH. noMip. BHCOK. nomip. BHCOK.
MOBEJIIHKOBHX
JiepeBax
VkpaiHcbka - - - - - +
JloKai3anis
InrepakTuBHmi - - + - - +
TyTOpian
Jenb/Hiu — - - - - - +
noseinka Al
ByaiBuunrso 3 + + + +
preview




BUMOI'U 10 NIPOT'PAMHOI'O 3ABE3IIEYHEHHSA

dyHKUiOHaNbHi BUMOrH:

1) KepyBaHHA NePCOHAXKEM-TBAPMHOI 3 MOBHMM LMK/IOM BUMMBAHHA (pyX, XKa, NONOBaHHA,
pickup-HOCiHHA);

2) WTYYHWUI IHTENEKT TBAPWH LLECTM BUAIB Ha OCHOBI AEPEB NOBEAIHKM;

3) cumynauis npyupoaHoro cepenosuila (A060BUIA LMK, AMHAMIYHA Noroaa, AMHaMIYHI
pecypcu);

4) pexmm BinbHOro byaiBHUUTBA 3i 36epeeHHAM cTaHy csiTy y JSON.

HedyHKUiOHaNbHi BUMOrHK:

1) NpoAyKTMBHICTb - cEpeaHsa KagpoBa YacToTa noHaa 60 Kaapis 3a cekyHAy Ha cepeaHix
HanawTyeaHHAX, 0bcAr onepaTnBHOT nam’aTi He Binbwe 5 G;

2) cymicHictb 3 Windows 10/11 (DirectX 12);

3) nokanisauis KOpUCTYBaLbKOro iHTepdeiicy wictbma mosamm (ykp / aHrn / Him /icn / an /
KUT);

4) iHTepaKTUBHMIA TYTOPIan y KOPUCTYBaLbKOMY iHTepdeici Ana 03HANOMNEHHA 3 MexaHiKamu;
5) MmoaynbHa apxiTeKTYpa 3 MOMK/IMBICTIO 417 MalByTHLOIO PO3LWMPEHHA Ha KOONEPaTUBHUIA

PEXUM. 5

IMMPOT'PAMHI 3ACOBHY PEAJIIBALLII

1! Unity

IrpoBui pywii Unity 6

C#8.0

6
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JIIATPAMA MPELEJEHTIB (USE CASE)

> Po3nouaTh How Ry
//, et s> -
/ > MpoATw TyTopian b
/ _; Kepynarn nepconaen
'M" 1
! P 36upati pecypcu

———— Nonosatn

Fpaneus

I\
I\

|
|\ | /
| \A > | /
‘ .

| CnocTepiraTi UKMKA Aekb/HIY ||

—
Cromusat bxy | /

" Hanawryearw rpagixy 0 | /

| 36epert nporpec <
| extepds -

o
ByaysaTu cnopyas
| 3aBAHTAXMTH NPOTPEC

«external system».

\ Steam SDK
\1 -

APXITEKTYPA 3ACTOCYHKY

1. Npe3eHTauiWHui Wwap

(=)
Camera

[S)
| Ul / HUD

2. Wap irpoBoi norikm

a
Player Controller

[=]
Food Holder

l Al Manager

3. Wap cepeicis

(=]
Input Manager

[=
Save / Load Day Cycle

[=]
Build Mode

Tutorial

4, Wap nnatdropMmn

a
Behavior Designer

[=]
Localization

[=] [=]
Unity 6 Malbers

[m]
TVE



IITYYHUM IHTEJIEKT TBAPUH

Behavior Tree (BT] Taapmme — alarpama alnsunocti

true ot false

i
true, false
< 1000 M7 1 paraonsHy Hiauky

Behavior Tree (BT) axTusHe | Behavior Tree (BT) -mmeno]
Bupanute 3 ResourcesPlacer
true, false
7 Rigidbady kinematic

¥

ue, false

e
) P

tn
losestFood
Bresa y npaTMnemmii Bix
SetTarget Bunaaxosy Touky
ModifyStats (Hunger)
Move no TourM ]

l ModifyStats (Thirst] ]

JAIATPAMA KJUIACIB IIIICUCTEMMU 3BEPEXKEHHSA CTAHY

PIayorsh‘awanndlnr
-startingPoint : Transform

+Start() : void
-SpawnAtSavedPosition(data : PlayerData) : void
-SpawnAtDefault() : void

| calls LoadGameData()',

SavelLoadManager ]

-savelnterval : float
-saveFilePath : string
+SaveGame() : void
+LoadGameData() : SaveData
+DeleteSaveFile() : void

ine() :

\\ collects {v applies
MonoBehaviour 4
SavableObject SaveData P
id : stri Serialization via JsonUtility. +player : PlayerData ¥
:{readon:y} 9”'? 'bi:""g Koo Path: Applicati i json | +objects : List<ObjectData> | |
{readonly} prefabName : string ‘Atomic write via temporary file. +worldTime : float '
+Save() : ObjectData +saveTi : DateTime | |
+Load(data : ObjectData) : void '
J
"\ A creates !
ObjectData PlayerData
e — s +position : Vector3
+quid : string iR +
+prefabName : string ::\l::ltkll?'-‘ ’.‘é)autalernlon
+position : Vector3 S R er" float
+rotation : Quaternion +lhirsgt % lioat
fcs::t‘;"’n:[)z‘:gl, striny +stamina : float
- 9 +helditemPrefabld : string
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EKPAHHI ®OPMU

Tlosi0BHE MeHIO Menio HaJIalITYBaHb

EKPAHHI ®OPMH

Pickup-B3aemonis Hiuna cuena 3 TyTopiajiom
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JAEMOHCTPAIIA POBOTHU ITPOI'PAMU

AITPOBALIA PE3VYJIBTATIB JOCILIKEHHSA

1.Npokonuyk M. C., 3onotyxiHa O. A. AHani3 KAW4YoBUX ocoBAMBOCTER rermnneto
KOMN'IOTEPHMX irop Ha BMXKMBaAHHA. |l BceyKpaiHcbka HayKOBO-TEXHIYHA KOHdepeHuin
«BUKNMKK Ta pilleHHA B NporpamHii iHxeHepii», 26 nuctonaga 2025 p., Kuis, [deprKasHui
yHiBepcuTeT iHbOpMaLiiHO-KOMYHIKaUiMHKMX TexHonorin. 36ipHuk Te3. - K. AYIKT, 2025. - C.
407-408.

2. Npokonuyk M. C., 3onoTyxiHa O. A. Po3pobKa cuctemu wityyHoro iHTenekty NPC-teapuH y 3D-
rpi Ha BMXMBaHHA Ha pyuwii Unity. VIl BceykpaiHCbKa HayKOBO-TEXHIYHA KOHdepeHuin
«3acTocyBaHHA nporpamHoro 3abesnevyeHHA B iHPOPMALIMHO-KOMYHIKaLIMHUX TEXHONOTIAXY,
23 KBiTHA 2026 p., Kuis, JepaBHWW yHiBepcuTeT iHPOPMALIMHO-KOMYHIKaLIMHMX TEXHONOTIN.
36ipHuK Tes. - K.:AVIKT, 2026, C.160-162
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BUCHOBKH

1) MpoaHanizoBaHO PUHOK survival-cermeHTy, BUABAEHO BiNbHY Hily rpy Big iMeHi TBApUHM 3a
pesynbTaTamu NopiBHAHHA N'ATK npoBigHUX aHanoris (The Forest, Rust, Subnautica, ARK, Green
Hell) 3a Bicbmoma KpuTepiamu.

2) O6rpyHTOoBaHoO BMbIp TexHonoriyHoro creka: Unity 6 + C# 8.0 + Behavior Designer + Malbers
Animal Controller + Enviro 3 + The Vegetation Engine.

3) CnpoeKTOBaHO YOTUPMLLIAPOBY apXiTEKTYPY 3aCTOCYHKY (NpeacTasneHHs / norika / cepsicu /
nnatdopma) Ta nobyaosaHo 5 Kntouoemx UML-giarpam.

4) PeanizoBaHo BCi 3an/laHOBaHi NiacUCTEMW: KOHTpoNep eHoTa 3 |K, Al 6 BUAiB TBapKWH Ha
noBeAiHKOBUX AepeBax, pickup-HOCIHHA, pexum ByaiBHMUTBA, UMKA AeHb/Hid, JSON-
3beperkeHHs, NoKanizauia 6 mosamu. BnacHuii Kog - 6an3bko 4500 pagkis y 86 ckpunTax CH.
5) NpoBeaeHo ¢pyHKUioHanbHe (13 cueHapiiB) i HaBaHTaXyBaNbHe TECTYBaHHA: LiNbOBY
KaapoBy YacToTy noHag 60 Kaapis 3a ceKyHAY AO0CATHYTO Ha AKocTi «Balanced» y Bcix
cueHapinax; Ha akocTi «Performant» - cTiiKki 45-60 KaapiB HaBiTb Ha HOYTBYYHOMY CTeHAI
HUX4YOTrOo Knacy.
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HOJATOK b. IICTUHI' OCHOBHUX MOAYJIIB ITPOI'PAMMU

B.1. Raccoon.cs

OcHOBHUH CKPHIIT T'OJIOBHOI'O

nepcoHaxka (enora). Peanizye marepH

Singleton, TUCIIETYEPUBYE noii

aHiMarliiHoro koHTpojepa Malbers 10

TyTOpiaJIbHOT ~ CHUCTEMH,  OIpPaIbOBYE

CMEpPTh 1 pecliaBH.

using MalbersAnimations.Controller;
using System;

using UnityEngine;

using MalbersAnimations;

using UnityEngine.SceneManagement;

public class Raccoon : MonoBehaviour

{

[SerializeField] private GameObject
camTarget, StatsUI;

[SerializeField] private Animator animator;

[SerializeField] private MAnimal animal;

[SerializeField] private RaccoonFoodHolder
foodHolder;

[SerializeField] private IKController
ikController;

public Action<int> OnHealthChanged;
public static Raccoon Instance;
public Transform DropPosition;
public int Health = 100;

void Awake()

{
if (Instance == null)
Instance = this;
else if (Instance != this)
Destroy(gameObject);
}

private void Start()
{

animal.OnStateChange.AddListener(StateOn);
animal.OnModeStart.AddListener(ModeOn);

Scene scene =
SceneManager.GetActiveScene();

if (scene.name != "Menu")

{
camTarget.SetActive(true);
StatsUI.SetActive(true);

}

else

{
animal.enabled = false;
StatsUI.SetActive(false);

PlayerSpawnHandler.instance.LoadSavedPosition(th
is);

}

public void StateOn(Int32 statelD)
{
// XyK pns cuCcTeM, WO pearywTb Ha 3MiHy
cTaHy (Hanpuknag, UI iHaukaTopw)

}

public void ModeOn(Int32 modeID, Int32
ability)
{
// Xyk pna aktuBauil Mode-cTaHiB
(ipiHHa, aTaka)

}

public void OnDeath()
{

PlayerRespawner.Instance.OnRespawnMenu();

}

public void OnSprint() =>
TutorialManager.instance.Sprint = true;

public void OnJump() =>
TutorialManager.instance.Jump = true;

public void OnCrouch() =>
TutorialManager.instance.Crouch = true;

public void OnMove() =>
TutorialManager.instance.Move = true;

public void OnEat() =>
TutorialManager.instance.Eat = true;

public void OnAttack() =>
TutorialManager.instance.Attack = true;

}

Bb.2. DayCycleManager.cs

Monyne ~ KepyBaHHS  ITUKJIIOM
neHb/Hi4. OHOBIIOE Yac 100U Yy
FixedUpdate.

using System.Collections;

using TMPro;

using UnityEngine;

using UnityEngine.Rendering;

using UnityEngine.Rendering.HighDefinition;

public class DayCycleManager : MonoBehaviour

{
[SerializeField]
private float DayTemperaturelLight,
NightTemperatureLight, DayTemp, NightTemp;
public float blendDuration = 1.0f;



[SerializeField] private TextMeshProUGUI
TimeDisplayText;

[Header("Time settings")]
[Range(@, 24f)] public float CurrentTime;
public float TimeSpeed = 1f;

[Header("Light settings")]

public Light SunLight;

public float SunPosition = 1f;

public float SunIntensity = 1f;

public AnimationCurve SunIntensityMultipler;

public bool IsDay = true;

[Header("Moon Settings")]

public Light MoonLight;

public float MoonIntensity = 1f;

public AnimationCurve
MoonIntensityMultipler;

[Header("Stars")]

public VolumeProfile VolumeProfile;
private PhysicallyBasedSky SkySettings;
public float StarIntensity = 1f;

public AnimationCurve StarsCurve;

void Start()

{
UpdateTimeText();
SkyStar();

void FixedUpdate()
{
CurrentTime += Time.deltaTime *
TimeSpeed;
if (CurrentTime > 24f) CurrentTime = of;

UpdateTimeText();
UpdatelLight();
SkyStar();

void UpdateTimeText()
{
if (TimeDisplayText == null) return;
TimeDisplayText.text =
Mathf.Floor(CurrentTime).ToString("@0") + ":" +
((CurrentTime %
1) * 60).ToString("e0");
}

void UpdatelLight()

{
float sunAngleX;

if (CurrentTime >= 6f & CurrentTime <

18F)
{
float t = (CurrentTime - 6f) / 12f;
sunAngleX = Mathf.Lerp(10f, 170f,
t);
}
else
{

float t = CurrentTime >= 18f
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? (CurrentTime - 18f) / 12f
: (CurrentTime + 6f) / 12f;
sunAngleX = Mathf.Lerp(170f, 1ef,
t);

SunLight.transform.rotation =
Quaternion.Euler(sunAngleX, SunPosition, of);

if (sunAngleX >= 15f && sunAngleX <= 30f
&& !IsDay)
{

StartCoroutine(SmoothSwitch(DayTemperaturelLight,
DayTemp));
IsDay = true;
}
else if (sunAngleX >= 150f && sunAngleX
<= 165f && IsDay)

{

StartCoroutine(SmoothSwitch(NightTemperatureLigh
t, NightTemp));
IsDay = false;

}

void SkyStar()

VolumeProfile.TryGet<PhysicallyBasedSky>(out
SkySettings);

SkySettings.spaceEmissionMultiplier.value =
StarsCurve.Evaluate(CurrentTime /
24f) * StarIntensity;
}

private IEnumerator SmoothSwitch(float
targetTemp, float targetIntens)
{
float Inten = SunLight.intensity;
float Temp = SunLight.colorTemperature;
float elapsedTime = of;

while (elapsedTime < blendDuration)
{
elapsedTime += Time.deltaTime;
float t = elapsedTime /
blendDuration;
SunLight.intensity = Inten +
(targetIntens - Inten) * t;
SunLight.colorTemperature = Temp +
(targetTemp - Temp) * t;
yield return null;

}
}
}
B.3. BuildMode.cs
Monyns pexumy  OyAiBHUITBA.
BinoOpakae  HamiBmpo3ope  IpeB’r0
CIIOPYJIM Tepel TpaBleM, J03BOJISIE



obepTtat 1 mepeMmillyBaTH il KOJIECOM

muiii, (Qikcye o00'€ekT 'y CBITI HOpH

HATUCKAHHI J11BOT KHOIIKHA MHUIIII.

using MalbersAnimations;
using MalbersAnimations.Controller;
using UnityEngine;

public class BuildMode : MonoBehaviour

{
[SerializeField] private StanceID DefStance;
[SerializeField] private MPickUp pickUp;
public GameObject objectToPlace;
private GameObject blueprint;
private bool isPreviewing = false;
public float placeDistance = 2f;

private int rotationAxis = 1;
private int moveAxis = 0;

private float rotationAngle = of;
private bool isMovingMode = false;
private bool isRotatingMode = false;
private float offsetX = of;

private float offsetZ = of;

private float moveLimit = 1.5f;
private bool builded = false;

private void Start()

{
pickUp.OnDropping.AddListener(Reset);

}

private void Reset(int o)

{
rotationAngle = of;
isMovingMode = false;
isRotatingMode = false;
offsetX = of;
offsetZ = of;

}

void Update()

if (Input.GetMouseButtonDown(1l))
{
if (objectToPlace != null &%
blueprint == null)
ShowBlueprint();
}

if (isPreviewing && blueprint != null)
MoveBlueprint();

if (Input.GetMouseButtonDown(0) &&
isPreviewing)
PlacePreviewObject();

if (Input.GetKeyDown(KeyCode.R))
{

TutorialManager.instance.RotateBuildMode = true;
isRotatingMode = !isRotatingMode;
isMovingMode = false;
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if (Input.GetKeyDown(KeyCode.Q))
{

TutorialManager.instance.MoveBuildMode = true;
isMovingMode = !isMovingMode;
isRotatingMode = false;

if (Input.GetKeyDown(KeyCode.G))

{
if (isRotatingMode) rotationAxis =
(rotationAxis + 1) % 3;
else if (isMovingMode) moveAxis =
(moveAxis + 1) % 3;

TutorialManager.instance.ChnageDirBuild = true;

}

if (isRotatingMode &&
Input.mouseScrollDelta.y != 0)
{

AdjustRotation(Input.mouseScrollDelta.y);

TutorialManager.instance.RotateOrMoveBuild =
true;

}

if (isMovingMode &&
Input.mouseScrollDelta.y != 0)
{

AdjustPosition(Input.mouseScrollDelta.y);

TutorialManager.instance.RotateOrMoveBuild =
true;

}
}
void ShowBlueprint()
{
TutorialManager.instance.EnterBuild =
true;

blueprint =
Instantiate(objectToPlace.GetComponent<Building0
bject>().PreviewObject);

blueprint.GetComponent<Collider>().enabled =
false;

blueprint.transform.localScale = new
Vector3(1, 1, 1);

MakeTransparent(blueprint);

blueprint.gameObject.layer = 28;

if (blueprint.transform.childCount > ©)

blueprint.transform.GetChild(@).gameObject.layer
= 28;
isPreviewing = true;

}

void MoveBlueprint()
{
Vector3 forwardPos = transform.position
+ transform.forward * placeDistance;
Vector3 groundPos =
GetGroundPosition(forwardPos);



groundPos.x += offsetX;

groundPos.z += offsetZ;

blueprint.transform.position =
groundPos;

}

void AdjustRotation(float scrollInput)
{
rotationAngle += scrollInput * 15f;
Vector3 rotationVector = Vector3.zero;
rotationVector[rotationAxis] =
rotationAngle;
blueprint.transform.rotation =
Quaternion.Euler(rotationVector);

}

void AdjustPosition(float scrolllInput)
{
float moveStep = 0.1f;
if (moveAxis == 0)
offsetX = Mathf.Clamp(offsetX +
scrollInput * moveStep, -moveLimit, movelLimit);
else if (moveAxis == 2)
offsetZ = Mathf.Clamp(offsetz +
scrollInput * moveStep, -movelLimit, movelLimit);
MoveBlueprint();

}

Vector3 GetGroundPosition(Vector3 startPos)
{
if (Physics.Raycast(startPos +
Vector3.up * 2f, Vector3.down, out RaycastHit
hit, 5f))
return hit.point;
return startPos;

void PlacePreviewObject()

if (blueprint != null)
{

TutorialManager.instance.ApplyBuildMode = true;
builded = true;
pickUp.DropItem();
objectToPlace.transform.position

blueprint.transform.position;
objectToPlace.transform.rotation

blueprint.transform.rotation;

objectToPlace.GetComponent<Rigidbody>().isKinema
tic = true;

objectToPlace.GetComponent<Collider>().enabled =
true;

Destroy(blueprint);

objectToPlace = null;

blueprint = null;

GetComponent<MAnimal>().Stance =
DefStance;

isPreviewing = false;

}

void MakeTransparent(GameObject obj) { /*
. ¥/}
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b.4. SaveLoadManager.cs

Monynb 30epeKEeHHS 1

3aBaHTaxeHHs1 cTaHy cBiTy. Cepiamizye

maHi rTpaBmsg 1 00'ekTiB y  JSON,

aBTOMATHYHO 30epirae mporpec KoXKHi

n'aTh CEKYHJ, BIJIHOBIIIOE CTaH TIPH

3aIyCKy I'pH.

using System.Collections;

using System.Collections.Generic;
using System.IO;

using UnityEngine;

public class SaveloadManager : MonoBehaviour

{
private string savePath;
public static SavelLoadManager instance;

[Header("All spawnable savable prefabs")]
public List<GameObject> savablePrefabs;

private Dictionary<string, GameObject>
prefabLookup;

private void Awake()

{

if (instance == null) instance = this;

savePath =
Path.Combine(Application.persistentDataPath,
"saveData.json");

prefabLookup = new Dictionary<string,
GameObject>();
foreach (var prefab in savablePrefabs)
prefabLookup[prefab.name] = prefab;

private void Start() => LoadGameData();

void SaveGameInternal()

{
List<SavableObject> objects =
new(FindObjectsOfType<SavableObject>());
SaveGame(Raccoon.Instance, objects);
Debug.Log("Game Saved");

public void SaveGame(Raccoon player,
List<SavableObject> objects)
{
SaveData saveData = new SaveData();
saveData.Player = new
PlayerData(player);
foreach (var obj in objects)

saveData.Objects.Add(obj.GetSaveData());



string tmpPath = savePath +
File.WriteAllText(tmpPath,
JsonUtility.ToJson(saveData, true));
if (File.Exists(savePath))
File.Delete(savePath);
File.Move(tmpPath, savePath);

.tmp";

}

private void OnApplicationQuit() =>
SaveGameInternal();

public void DeleteSaveFile()
{
if (File.Exists(savePath))
{
File.Delete(savePath);
foreach (var item in
FindObjectsOfType<SavableObject>())
Destroy(item.gameObject);
Debug.Log("Save file deleted.");

public SaveData LoadGame()

{
if (File.Exists(savePath))

{
string json =
File.ReadAllText(savePath);

return
JsonUtility.FromJson<SaveData>(json);
}
return new SaveData();
}
public void LoadGameData()
{
SaveData loadedData = LoadGame();
// 3aBaHTaxuTu nosuuyik rpasua
if (loadedData.Player != null &&
Raccoon.Instance != null)

{

Raccoon.Instance.transform.position
loadedData.Player.Position;

Raccoon.Instance.transform.rotation
= loadedData.Player.Rotation;

}

// Bupanutm o6'exkTu, AKMX Hemae y o¢anni
36epexeHHs
HashSet<string> loadedIDs = new();
foreach (var objData in
loadedData.Objects)
loadedIDs.Add(objData.ObjectID);

foreach (var obj in
FindObjectsOfType<SavableObject>())
if
(!'loadedIDs.Contains(obj.UniquelID))
Destroy(obj.gameObject);

// BipHOBWTM CTaH abo CTBOpUTM HOBi
06'€eKkTHU

Dictionary<string, SavableObject>
existingObjects = new();
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foreach (var obj in
FindObjectsOfType<SavableObject>())
existingObjects[obj.UniqueID] = obj;

foreach (var objData in
loadedData.Objects)

{
if
(existingObjects.TryGetValue(objData.ObjectID,
out var existing))

{

existing.LoadFromData(objData);
}
else if

(prefabLookup.TryGetValue(objData.PrefabName,
out var prefab))

GameObject newObj =
Instantiate(prefab, objData.Position,
objData.Rotation);

newObj.GetComponent<SavableObject>()?.LoadFromDa
ta(objData);
}
}

StartCoroutine(startSavingWithDelay());

private IEnumerator startSavingWithDelay()

{

yield return new WaitForSeconds(2f);

InvokeRepeating(nameof(SaveGameInternal), of,
5F)5
ResourcesPlacer.instance.LoadedData =
true;
}
}

Bb.5. RaccoonFoodHolder.cs

Monaynb JIOTIKH TPUMAaHHs

npeaMeTa y IepeHix janax €HoTa.

using MalbersAnimations;

using MalbersAnimations.Controller;
using System.Collections;

using UnityEngine;

public class RaccoonFoodHolder : MonoBehaviour

{
[SerializeField] private MAnimal animal;
[SerializeField] private MPickUp pickUp;
[SerializeField] private ModeID eatMode;
[SerializeField] private Transform
mouthPoint;
[SerializeField] private float
biteIntervalSec = 1.2f;

private GameObject heldItem;
private FoodModelStates currentFood;

private void Start()
{



pickUp.OnPicking.AddListener(OnPicked);

pickUp.OnDropping.AddListener(OnDropped);
}

private void OnPicked(GameObject item)
{
heldItem = item;
currentFood =
item.GetComponent<FoodModelStates>();

if (currentFood != null)
TutorialManager.instance.PickedFood
= true;

}

private void OnDropped(int reason)

{
heldItem = null;

currentFood = null;

}
private void Update()
{
if (heldItem == null) return;
if (Input.GetMouseButtonDown(l) &&
currentFood != null)
{
animal.Mode_Activate(eatMode.ID);
StartCoroutine(EatRoutine());
TutorialManager.instance.Eat = true;
}
}

private IEnumerator EatRoutine()

{

while (currentFood != null &&
currentFood.HasNextStage)

{

yield return new
WaitForSeconds(biteIntervalSec);
BiteFood();

}

if (currentFood != null &&
IcurrentFood.HasNextStage)

{

Raccoon.Instance.ChangeStat(StatID.Hunger,
+30f);

Destroy(heldItem);

heldItem = null;

currentFood = null;

private void BiteFood()

{
currentFood.NextStage();

Raccoon.Instance.ChangeStat(StatID.Hunger, +5f);
}

public bool HasItem => heldItem != null;
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public string HeldItemId => heldItem != null
? heldItem.name : string.Empty;

}

B.6. IKController.cs

Mopaynp  1HBEpCHOI  KIHEMAaTHUKH

T'OJIOBU IICPCOHAXKA.

using UnityEngine;

public class IKController : MonoBehaviour

{

[SerializeField] private Animator animator;

[SerializeField] private Transform headBone;

[SerializeField] private float lookSpeed =
5f;

[SerializeField] private float maxAngle =
80f;

public Transform LookTarget { get; set; }
private Quaternion currentRotation;

void OnAnimatorIK(int layerIndex)

{

if (animator == null) return;

if (LookTarget != null)

{
animator.SetLookAtWeight(1f, ©.3f,
1f, 1f, 0.5f);

animator.SetLookAtPosition(LookTarget.position);

}

else

{
}

animator.SetLookAtWeight(0f);

void LateUpdate()
{
if (LookTarget == null || headBone ==
null) return;

Vector3 dirToTarget =
LookTarget.position - headBone.position;

Quaternion targetRot =
Quaternion.LookRotation(dirToTarget,
Vector3.up);

float angle =
Quaternion.Angle(headBone.rotation, targetRot);
if (angle <= maxAngle)
{
currentRotation = Quaternion.Slerp(
currentRotation, targetRot,
Time.deltaTime * lookSpeed);
headBone.rotation = currentRotation;

}



B.7. MoveToClosestFood. cs (nmpuxian

KacToMHOI 3a1a4i Behavior Designer)
[Tpuxman BnacHoi 3a1a4i AJs [epeBa

[IOBEIIHKHU.

using BehaviorDesigner.Runtime.Tasks;
using MalbersAnimations.Controller.AI,;
using UnityEngine;

[TaskCategory("Malbers")]
public class MoveToClosestFood : MACBaseAction

{
public LayerMask foodLayer;

private MAnimalAIControl aiControl;

public override void OnStart()

{
aiControl =
GetComponent<MAnimalAIControl>();
}

public override TaskStatus OnUpdate()
{

if (aiControl == null) return
TaskStatus.Failure;

GameObject[] foodSources =
GameObject.FindGameObjectsWithTag("Food");

GameObject nearestFoodSource = null;

float closestDistance = Mathf.Infinity;

foreach (var foodSource in foodSources)

{
if (((1 << foodSource.layer) &
foodLayer) != 0)
{
float distance =
Vector3.Distance(

aiControl.transform.position,

foodSource.transform.position);
if (distance < closestDistance)

{
closestDistance = distance;
nearestFoodSource =
foodSource;
}
}
}
if (nearestFoodSource == null) return

TaskStatus.Failure;

if (Vector3.Distance(transform.position,
nearestFoodSource.transform.position) < 1.5f)
return TaskStatus.Success;

aiControl.SetTarget(nearestFoodSource.transform.
gameObject);
return TaskStatus.Running;

}
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JOIATOK B. IHCTPYKIIA 3 YCTAHOBJIEHHSA TA 3AITYCKY

J1Jis1 BCTaHOBJICHHS MTPOTPaMHOTO0 3a0e3MeueHHsT He0OX1THO BUKOHATH TakKi Jii:

1) 3aBanTaxkutu apxiB 3 Ourmom rpu TwilightTails Build.zip 3 pemno3utopiro
MIPOEKTY;

2) po3makyBaTH apxiB y Oyab-SKy ManKy Ha JUCKY; Y TOBHOMY IIJISAXY J0 TAK{
HE TTOBUHHO OyTH CHMBOJIIB KMPUJIHIIL;

3) 3anmyctutu BUkonyBanuil gaitn TwilightTails.exe;

4) y ronoBHOMYy MeHI0O oOpatu «Single Game»; sKImIO Yy Karanosi
%APPDATA%\ . .\LocalLow\TwilightTails\save.json IpUCYTHIi (aiis1 30epe’keHHs, Tpa
MIPOJIOBKUTH MONEPEHIO CECII0; SKIIO (haiii BIACYTHIN - pO3NOYHETHCS] HOBA Ipa.

MiHiMallbHI CUCTEMHI BUMOTH JUISI 3aITyCKY TPH:

- onepariitHa cuctrema Windows 10 (64-po3psiiHa) abo HOBIIIIA;

- nenTpanpHuit nporecop Intel Core 15 mocToro mokoiHHSA a00 €KBIBAJICHTHUI
AMD Ryzen;

- onepaTUBHA MaM'sATh - HE MeHIle 8 ['b;

- rpadiunmii aganTep 3 oOcsarom Bimeomam'sati He MmeHmie 4 I'b ta miaTpuMKOrO
DirectX 12;

- BUIbHE MICIIE Ha HaKOMM4yBaul - 61u3bko 15 I'B.

[Ipu mepiromy 3amycky Tpa MPOINOHYE MPOUTH 1HTEPAKTUBHUM TyTOpiaj, IO
3HAOMUTbH 3 OCHOBHUMH MEXaHIKaMu: KepyBaHHSM, pickup-B3aeMoi€r0, XapuyBaHHSIM,

pexuMoM OyAiBHUIITBA. TyTOpiana MOXKHA TIPOITYCTUTH 3 MEHIO HAJIAIITYBaHb.



