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TexkcroBa wacTMHa KBamiikamiifHOI poOOTH Ha 3M00yTTS OCBITHBOTO CTYIICHS
Oaxamnaspa: 43 ctop., 3 Tabm., 22 puc., 21 mxepen.

Mema pobomu — MIABUIIEHHS 1HTEPAKTUBHOCTI MOOUTbHOT 3D Tpu Ka3yaabHOTO
XKaHPY, IIJITXOM BIPOBAKEHHS JUHAMIYHOI 3MiHU (DI3UYHUX BIACTUBOCTEN 00’ €KTA.

06’exkm Oocnidxcennss — TPOLEC CTBOPEHHS MOOLIBLHOI 3D-rpum 31 3MIHOIO
(G13UYHUX BIACTUBOCTEH 00’ €KTA.

Ilpeomem Oocniodcennss — METOAW peaiizaiii IrpoBHUX MEXaHIK 31 3MIiHOIO
(b13MYHUX BIACTHBOCTEW 00’€KTa MOBOIO TporpamyBanHs C#, Ta omTtumiszallii rpu s
wiaropmu Android.

Kopomxkuii 3micm pobomu: B poOOTI nochixeHo 0coOnMuBOCTI MOOUIRHUX 3D
Irop Ka3yaJbHOTO aHPYy Ta PO3IISTHYTO 3aCTOCYBaHHS (DI3UYHOTO MOJETIOBAHHS Y
Cy4yaCHUX IrpOBUX 3aCTOCyHKax. BUKOHAHO aHami3 ICHYIOUHX Irop 13 (PI3MYHUMHU
MEXaHIKaMH, a TaKOX MPOTPaMHUX 3aco0iB, IO BUKOPHUCTOBYIOTHCS HJISi PO3POOKHU
MoOUTRHUX 1rop, 30kpeMa Unity, Blender, Firebase, Figma ta Audacity. Po3po6Gieno
apxITeKTypy MoOuUIbHOI 3D Ipu Ta mpOrpaMHO peai3oBaHi OCHOBHI (PyHKIIIOHAJIbHI
MOKJIUBOCTI, 30KpeMa: CUCTeMY KepyBaHHS Kyiero, (pi3uyHi pexxuMu 00’ €KTa, CUCTEMY
PIBHIB, KOPHUCTYBallbkui 1HTepdeiic Ta cucremy 30epeXeHHS MPOrpecy TIpaBIIs.
[IpoBeneHo ¢yHKIIOHATbHE TECTYBaHHS I'PU METOIOM «UOPHOI CKpUHBKH». B poboti
BUKOpHUCTAHO irpoBuil pymriii Unity, MoBy nporpamyBanns C#, Blender nnst ctBopeHHs
3D-moneneit, Firebase st 30epexxeHHs] JaHUX KOpUCTyBada, Figma aiis npoeKkTyBaHHs
inTepdeiicy Ta Audacity nmst o6poOku ayio.

Cdeporo BHUKOPHUCTAHHS 3aCTOCYHKY € Oprasizaiisi caMOCTiiHOI poOoTH

CTYAEHTIB B MIPOLIECI BUBUCHHS AUCIUILIIHUA «POOOTOTEXHIKAY.

KIIIOYOBI CJIOBA: MOBIJIbBHA KA3VYAJIbHA TPA, UNITY, ®I3UYHI
BJIACTUBOCTI, C#, I'POBI MEXAHIKH, FIREBASE, BLENDER.
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BCTYII

AxmyanvHicmob 00CaI0NHCEHHS

Cdepa MOOUIBHUX ITOp € OAHUM 13 HAWMOMYJISAPHIMIMX HANpPSIMIB y CydacHid
1HAyCTpii mporpaMHoro 3abesnedeHHs. [Llopoky 301bIIy€eThCS KUTBKICTh KOPUCTYBAYiB,
SKI BUIIAIOTh IepeBary irpaM Ha cMapTdoHax sK IMPOCTOMY 3aco0y BiJIIOYHHKY,
MIBUJIKOTO 3aHYPEHHS y PO3BAXAJIBHUU TPOIEC Ta MOXKIUBOCTI MPOBOIUTH KOPOTKI
irpoBi cecii 0e3 mpuB’A3KM 10 cremianizoBaHoro oo6magHaHHsA. OcoOnuBe Miciie Ha
PUHKY 3aiiMalOTh Ka3yalbHi IrpH, IO XapaKTepU3YIOThCS MPOCTOTOI0 OCBOEHHS,
IHTYiITUBHUM KEPYBaHHSIM Ta PI3HOMAHITHICTIO MEXaHIK, Kl HE MOTPeOyIOTh CKJIaJAHOI
[T ITOTOBKHU.

OaHuM 13 MEepCNEeKTUBHUX HANPSIMIB PO3POOKH KazyaJIbHUX 1ITOp € BUKOPUCTaHHS
(b13MYHUX BIACTHUBOCTEH OO’€KTIB K KIIOYOBOTO €JIIEMEHTY TelMIUIer0. 3MiHA MacH,
IIBUJIKOCTI, CHJIM TEPTS Ta IHIIUX TapaMeTpiB JIO3BOJISIE CTBOPIOBATH YHIKaJbHI
CIIEHapli MPOXOKEHHS, BIIKPUBATU HECTAHJAPTHI CIIOCOOM B3a€MOJIT 3 OTOUYCHHSIM Ta
MIJBUILYBATH 3ay4deHiCTh KopucTyBadiB. [lompu icHyBaHHs Oaratbox mMoOuUTbHUX 3D
irop, 1€ HEIOCTaTHhO JOCTIHPKEHO 3aCTOCYyBaHHS (PI3MYHMX MEXaHIK SK OCHOBH
reMIIeI0 KazyalbHUX MpoekTiB. Lle oOymoBmioe morpedy y MpoBeneHHI HayKOBOTO
JTOCTIDKEHHST 3 PO3POOKM TaKHUX 1rop, M0 € aKTyaJdbHUM JUIS PO3BUTKY 1HIYCTPii
MOOUIBHOTO TEUMIHTY Ta CTBOPEHHS KOHKYPEHTOCIIPOMOKHUX MPOAYKTIB B YKpaiHi.

Cmyninb Hayko8oi po3pooKu

3apyOikH1 Ta BITYHU3HSIHI JOCIIKEHHS 3 MPOOJIeMH po3poOKH MOOUIBHUX 1TOp 3
(Gi3MYHIMHE MeXaHIKaMU OXOIUTIOIOTH 3A€OLIBIIOT0 OKpPEeMi aCleKTH: BUKOPUCTAHHS
¢b13uunux pymiiB y 2D ta 3D npoekrax, OoNTUMI3aIlii0 redMIIEI0, IHTErpaliio IpOCTUX
b13uyHuX Mozeneil. OHaK cucTeMaTHYHUM MiAXia 10 moOya0BY KazyainbHoi 3D rpu, ae
3MiHa (DI3UYHUX BJIACTUBOCTEH OO0’€KTIB € OCHOBOIO TIeHWMINUICIO, IIIE HE OTPHUMAaB
JOCTaTHHOTO  BUCBITICHHS. BiAcyTHs  y3araibHeHa METOAMKA MPOEKTYBaHHS
apXiTEeKTypH TaKUX 1rop 13 BpaxyBaHHSIM MacIITaOOBAaHOCTI Ta BaplaTUBHOCTI

MIPOXOJIPKEHHS PIBHIB.



IIpakxmuune 3HauenHs 00epiHcanux pe3yibmamie

PesynbraTu nocnipkeHHs: MOXKYTh OyTH BUKOPUCTAH1 JJISL:

po3poOku MOOUTEHUX 3D KazyanbHUX 1rop 13 PI3UYHUMH MEXaHIKaMH; (PI3UIHOTO
MOJICTIOBAHHSI, TIPOCKTYBAHHS apXITEKTypu Tpu Ta (POopMyBaHHS MEXaHIK, IO
3a0€e3MeuyIoTh BapiaTUBHICTh MIPOXOIKEHHS PIBHIB Ta MACIITA00OBaHICTh IPOEKTY.

Mema oocnioocenns

Metoro JOCHIDKEHHS € MiABUINEHHS 1HTEPaKTUBHOCTI MoOUIbHOI 3D rpm
Ka3yaJbHOro >KaHpy 3a JOMOMOrow irpoBoro pyimris Unity, HUISIXOM BOPOBAKEHHS
JTUHAMIYHOI 3MIHH ()13UYHUX BIIACTUBOCTEH 00’ €KTA.

Pe3zynomamu docnioocenns

Y mnporeci poOOTH TUTAHYETHCS CTBOPEHHS KOHIIENTYaJdbHOI MOJENl TpU Ta
JEMOHCTPALIIHOTO MPOTOTHITY, IO JO3BOJUTH OIHUTH €(EKTHUBHICTH 3aCTOCYBAaHHS
¢13uuHUX MexaHik y rpi. JlJig 1boro BUKOPUCTOBY€ThbCs irpoBuid pymiid Unity, sikuid
HaJa€ MOXJIMBICTh MOJEIIIOBATH (Pi3MYHI BIACTHBOCTI 00’€KTa Ta HWOTO B3aEMOIIIO 3
oroueHHsIM Y 3D-npocropi. Po3poOka nependayae moOymaoBy JIOTIKHA iTPOBOTO MPOIIECY,
ONTHUMI3aIliI0 B3aEMOAIT 00’€KTa 3 MEPEIIKOAaMH, OpPraHi3alil0 CTPYKTYpH pPIiBHIB Ta
CTBOpEHHs 1HTep(eiicy KopucTyBaya 3 ypaxyBaHHSIM MacIITa00OBAaHOCTI IPOEKTY.

Bucnosxu ma nepcnexmueu

Po3pobOka moOinpHOT 3D Tpm KaszyalbHOTO >KaHpPYy TNependadae 3acTOCYBaHHS
3MiHK (I3UYHUX BJIACTUBOCTEH 00’€KTa [JIi CTBOPCHHS PI3HOMAHITHUX CIIEHAPIiB
IpOXOJKEHHs piBHIB. KoHIENIIA Ipy CIPOEKTOBaHa 3 ypaxyBaHHSIM MaclITaOOBAaHOCTI,
0 JO03BOJISIE JI0JIaBaTH HOBI MEXaHIKM Ta PiBHI 0€3 3HA4YHOI IMEepepoOKHU KO.y.
[lepcnexkTuBH pPO3BUTKY TI'pU BKIIOYAIOTh BIPOBAKEHHS HOBHMX PIBHIB, (I3UYHHUX
PEXHUMIB, ITPOBUX MEXaHIK, CHCTEMHU AOCATHEHb, a TaKOX aJanTalliio TpH Mia pi3Hi
MOOUTBHI ~ TIATGOPMH, IO CHOPHUATAME PO3MIMPEHHIO  (YHKIIIOHAIBHOCTI  Ta

M1ITPUMAHHIO 3aI[iKaBJICHOCTI KOPUCTYBAYiB.
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1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 CyTHicTh T2 0CO0IMBOCTI MOOIJIBHUX IrOpP Ka3yaJbHOIO KAHPY

Ha cporoanimHii 1eHb MOOLIBHI ITPH € OJHUM 3 HAWTOMYISPHIIINX HANPSIMIB B
po3podiii irop. [omoBHAa 0COOMUBICTH IrOp Ha MOOUIBHI MPUCTPOI — II€ CEHCOpHE
KepyBaHHS Ta HEOOXIAHICTh ONTHUMI3AIl MiJ iX amapatHi BuMoru. Ha Biaminy Big 11K
Yl KOHCOJIeH, MOOUIBHI TPHUCTPOi MaroTh Ciallll TPOIEecOopr Ta MEHIIWN 3arac
omepatuBHOi mam’saTi. ToMy pO3poOHMKY 3aBXKIUM NOTPIOHO  KOHTPOJIIOBATH
HABAaHTAKEHHS Ha 3aJ1130 1] 9aC CTBOPEHHS TPH.

Cepen ycix kaHpiB MOOUIBHHMX IrOp HaWOUIBIIY ayAMTOPII0 MaloTh Ka3yalbHi
irpu. Yepe3 Te, 1O ITPU TAKOTO »AHPY MAarOTh HHU3bKHUI MOPIr BXOIKEHHS, BOHH
OXOIUTIOIOTh Maiike BCl BIKOBI Kareropii. [paBIfo He MOTPIOHO BHWBUYATH CKJIAIHI
MeXaH1K1 a00 MPOXOJUTHU JOBI1 TyTOpiajin, TOMY IO TaM BXKE BCE O/Ipa3y 3pO3yMLIIO.

MoskHa BUJIIUTH OCHOBHI O3HAKH KazyaJlbHUX 1TOp:

— KOPOTKI 1IrpoBIi cecii;

— IJIaBHE Ta MOCTYIOBE 3POCTAaHHS CKJIAHOCTI PiBHIB;

— MPOCTOTA TEUMILIEIO;

— Opi€HTAIlls Ha JItoJiel OyJIb-SIKOTO BiKy Ta PiBHsI IrpOBOTO JOCBIY.

OcHoBoO Oyab AKOi I'pH € ii redMIuied, To0TO Te, SIK TpaBelb B3aEMOJIE 3 TPOIO.
S0 ympaBiiHHS CTBOPEHO HE3PYUYHO, a ITPOBUM MPOIEC HYIHUMA TO, MaJI0 MMOBIPHO,
10 XTOCh Oy/ie IpaTu B II€.

3apa3 HaBiTh MPOCTI MOOUIBHI IrpK HaMararoThcsi poobutu B 3D, ToMy 1110 06’ €MHI1
MOJIEJIl Ta TapHa B3aEMOIisl 31 CBITJIIOM POOUTH I'py OUIbII MPHUBAOIMBOIO. AJle, TOCTIMHI
PO3paxyHKH peanicTUYHOI (PI3UKU Ta TapHOi rpadiky CUIBHO HABAaHTAXYIOTh MOO1IBHI
npuctpoi. Tomy nipu po3poOiri rpu MOTPIOHO IIe BPaXOBYBAaTH Ta ITyKaTH OanaHc 1100

rpa BUIIIA1aja IpUBaOIMBO 1 MPU IbOMY BHAaBasia ctabiabHui FPS.
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[Ilo6 3poOuTh TeWMIUIeH IIKABIIIMM PO3POOHHMKH JOJAIOTh B CBOi ITPH SKICh
yYHIKQJIbHI MEXaHIKM. 3a JIONOMOTOI0 I[hbOTO BOHM BHUJIUISIOTBCS HA PHUHKY 1

NpUBaOIIIOIOTH OLIBIIY ayAUTOPI0, HIXK ITPH 3 MPOCTUM IrPOBUM MPOLIECOM.

1.2 Buxopucranus ¢izuunoro mogenoBanusa 'y 3D irpax

3aBasku (i3uili B TPUBUMIPHUX Irpax TpaBellb MOXE JIETKO Iepea0auuTH
NOBEAIHKY OyIb-IKOr0 00’€KTa, aJKe BCl B3a€MOJIli CUMYIIOIOTh peajbHUM CBIT a00 €
MaKCUMallbHO HaOMMkeHUMu 10 Hboro. [lomiOHa cumynsiiss pyxy, 4iTka 0OpoOka
3ITKHEHb Ta BPAaXyBaHHS CWJIM TSOKIHHS POOJIATH TPy KUBOIO, IPUYOMY HATAIITYBaHHS
TaKMX MEXaHIK Ma€ 0CcOoOIMBEe 3Ha4YeHHs came y 3D-TpoekTax, OCKUIBKH BECh ITpOBUMI
nporiec Bi0yBa€eTbCsl y MOBHOIIIHHOMY 00'€éMHOMY MPOCTOPi 3a KIJIbKOMa HampsIMKaMu
OJTHOYACHO.

3a po3paxyHOK YCiX INepeMillleHb, MBUIKOCTEH Ta B3aEMOJIM y TPl BIAMOBIIAE
b13uyHui pymniil. Bin aBToMarnyHo 0OUUCIIOE MMOBEIIHKY 00’ €KTIB Ha CII€HI HAa OCHOBI
3aKJIaICHIX MaTeMaTHYHUX 3aKOHIB. J[0 KIII0O40BUX (PYHKITIM TaKOTO PyIITis HAJIEKAaTh:

— CHUMYJISIIlS KIHEMAaTHKH: sKa BUIMOBIZAE 3a MPOpPaxyHOK TpaekTopli Ta
MIBUAKOCTI PyXY;

— O0YHCIIEHHS TUHAMIKH: BPaxoBye€ Macy TiJ 1 MPUKIIAJICH] O HUX CUJIH;

— 00poOKa Koi3ii: sika (pikcye caMi MOMEHTH TOPKaHHS UM y/IapiB MPEIMETIB;

— MOJENIOBaHHS MapaMeTpiB  MarepiaidiB: B OCHOBHOMY BH3HAY€HHS
BJIACTUBOCTEH TePTs, MPY>KHOCT1 a00 KOB3aHHS Ha MTOBEPXHI.

Hapasi € kinbka NONyJsipHUX TOTOBUX pIIIEHb, CEpel SIKUX MOXXHA BUIUIUTH
PhysX, Havok, a Takox BOymoBani (pizuuni moayii B irposi pymrii Unreal Engine abo
CryEngine. Ilpore myist po3poOku MOOUIBHHMX 1TOp JIJAEPOM 3aJIMIIAEThCS TuIaTgopma
Unity, yepe3 Te 1o pymii 3abe3neuye BUCOKY ONTHMI3AIliI0 MMijJ MOOLIbHI MPUCTPOI,
MPOTIOHYE 3pYyYHI 1HCTPYMEHTH JIA HaJalTyBaHHsS ()I3UYHHX BIIACTUBOCTEH Ta Mae
JeTaIbHy JTOKyMEHTAIlil0 Ta BEJIHWKY CHIJIBHOTY PO3POOHHKIB, IO 3HAYHO TOJIETIIYE

pOLIEC CTBOPEHHS T'PH.
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VY mnpormeci po3poOKH TPUBUMIPHUX Irop 3a3BHYail KOMOIHYIOTH PI3HI THIH
b13UYHUX MoJIeTeH.

Kinemarnuni Mmomeni:

3MIHIOIOTh CBOi KOOPAMHATH Yy IMPOCTOpPl CyTO dYepe3 Kol abo 3a3majerilib
CTBOpPEHY aHIMallil0. BOHM MOBHICTIO ITHOPYIOTh 30BHIIIHI yIAapH UM CUITY TSXKIHHSA, 110
€ 3pYYHUM JJI IPOrpaMyBaHHs pPyXOMHX IatgopM abo JidTiB;

JluHaMI4H1 MOJETI:

HaBnaky MOBHICTIO MiANOPSAKOBAaHI 3aKOHaM (PI3MKH, OCKUIBKM BOHH MalOTh
Bary, IaJIafoTh IiJ JI€0 rpaBiTallii, peagiCTUYHO BiJICKAKYIOTh BiJl IEPEIIKO/] Ta MOXKYTh
IITOBXATH 1HIII MPEIMETH Ha CIIEHI;

Cucremu Komi3iii ab0 KoJalepu:

BignosizaroTs 3a Te, mo0 irpoBi 00’ €KTH HE MPOXOAWIN KPi3b CTIHM YU MIAJIOTY,
YITKO 0OMEXYIOUH IXHE MEPEMILIEHHS B MEXaX KapTu.

3a3Buuail mig 4dac ctBopeHHs 3D-irop koMmOiHYIOTH pi3HI TUMH (DI3UIHUX
MOJICIICH:

— KIHEMaTW4YHI MOJENi: 3MIHIOIOTh IMO3HINI0 00’€KTa CYyTO Uepe3 aHIMaIlifo ado
KOJI, ITHOPYIOYH Ha MOIITOBXH 1HIIMX OO’ €KTIB, 110 € 3pyYHUM JIJIsl CTBOPEHHS PYXOMHUX
margopm ado MEPEIIKo/;

— JWHAMIYHI MOJIEJIi: TOBHICTIO MPAIIOIOTh 3a 3aKoHaMU (PI3MKH, ajpKe BOHHU
MaroTh Macy, BIZICTAKylOTh 1 MOXKYTb 3CYBATH 1HII 00’ €KTH;

— CHCTEMH KOJI131i1: BIANOBIIAIOTH 3a T€, 00 IrpOBU 00’ €KTU HE MPOXOAMIIN KpI3
CTIHM YU TIJIJIOTY, OOMEXYIOUH iX pyX.

Jlomatu Taky JIOTIKY B TPy MOXKHa 3a JOIOMOTIOI0 Bke BOYIOBaHOTO (hi3UYHOTO
pyurisi, a00 HamucaTd BIacHI aJTOPUTMH JJIsl KOHKPETHUX MEXaHIK, JPYyTuidl BapiaHT
Kpalie TUM, 10 1€ JO03BOJISIE 3HAYHO IMiIBUIIUTH MPOYKTUBHICTh I'PpU. AJie Hall4acTiiie
BUKOPHCTOBY€ETHCSI KOMOIHOBAHMM MIJX1A, KOJM PYyIIiil BIAMNOBIAAE 32 MPOCTI MPOLECH
Ha KINTaJT rpaBiTailii, a yHIKaJlbHI MEXaHIKM CTBOPIOIOTHCS BPYUYHY 3a JIOMOMOTOIO
KOJY.

Ockinpku cMapToHU MarOTh cnadmi Mpouecopu Ta OOMEXEeHHH O00csT

OMEepaTUBHOI MaM’siTi, (PI3UKY JOBOAUTHCS OOMEXKYBaTU. Y MOOUIBHUX Irpax HE MOXKHA
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JO3BOJINTA PO3pPaxOBYyBaTH 00 €Ky COTHI IHIIUX OO’€KTIB OMHOYACHO, Yepe3 T€ IO
KO’KE€H 00’ €KT OHOBJIIIOE CBOIO TTO3UIIIIO 1 MPOPAXOBYE KOKEH JOTUK 00’ €KTIB, 10 CUJIBHO
HaBaHTaXye MOOUIbHUN mpucTpiil. ToMy pO3pOOHHMKH CHPOIIYIOTH KoJaiiaepu i
00OMEXYIOTh KUIBKICTh OHOBJICHD (D13UKH Ha CEKYH]TY.

3aranom € Tpu TUNH (PI3UKH B Irpax:

— peanicTuyHa (i3UKa: MAaKCUMAJIbLHO TOYHE BIATBOPEHHS 3aKOHIB MPUPOIH, 1110
YacTillle BUKOPUCTOBYETHCS B CUMYJIsITOpax abo AAA-irpax;

— apkajHa a0o irposa (pi3uKa: KOJIM 3aKOHU BCECBITY CB1JIOMO CIIOTBOPIOIOTH 200
CIPOLIYIOTh 3apaJyl TOTO, 100 rpa 3aIuIIagacs TMHAMIYHOIO Ta BECEIIOI0;

— 3MillIaHa: KOMIIPOMIC M1 CTa01JIbHOIO YaCTOTOK KaJIpiB Ta pealiCTUIHOIO
KapTHUHKOIO.

Inest moOyoBM redMILICIO TPU HABKOJIO MEXAaHIKM 3MiHU (DI3UWYHUX BIACTUBOCTEH
00’ekTa MOXe OyTu rapHuM pimeHHsM. lle Jgomae MOXKIUBICTH CTBOPIOBATH Pi3HI
BapiaHTH PIBHIB, IIKaBl MaCTKU a00 JUISTHKU PIBHIB, 1 IPH LIbOMY 1€ HE MEPEBAHTAKYE

IpaBIls CKIaJHUMU MEXaHIKaMU, Ta 3aJIMIIAE 3aIIKaBICHICTh MPOXOPKEHHSI PIBHIB.

1.3 AHaui3 iCHYIOYHX aHAJIOTIB irop i3 QisMYHUMHI MeXaHiKaMHU

Jlist anamizy Oyrno oOpaHo irpu, y akuX (i3udHI MEXaHIKH CYTTEBO BIUTMBAIOThH HA
MPOXOHKEHHS PiBHIB. Taki MPUKIAANA JO3BOJISIOTH OIIHUTH Pi3HI MIIXOAU A0 IHTETpallii
¢13uuHux mMozenen y 3D kasyasbHI irpy Ta BU3HAYUTU MOMIIMBOCTI JUIsl BAKOPUCTAHHS
IIUX MEXaHIK Y BJIaCHOMY IPOEKTI.

Rolling Sky — mo0inbHa rpa, y sIKiil rpaBelb Kepye KYJIbKOIO, 110 PYXAETHCS 1O
Tpaci 3 mnepemkogamu. Dizuka pyxy OO0’€KTa BH3HAYa€E TPAEKTOPIIO Ta CHOCIO

npoxo/keHHs piBHA. Ha pucynky 1.1. mokazano npukiia irpoBOro mporecy.
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Puc. 1.1. Ckpiamot rpu Rolling Sky

Going Balls — Mo0inpHa Tpa, €6 KOPUCTyBa4 KEPYE KYJIBKOIO, PYXarOuuCh IO
nabipuntax. Di3uka pyxy Ta HIBUIKICTh KPUTUYHO BIUIMBAIOTH Ha YCIIX, a Pi3HI PiBHI

BHMAararTh TOUHOT'O IUIaHyBaHHA pyxy. [Ipukiaa reiimruiero HaBeeHO Ha PUCYHKY 1.2.
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DEE UBSTAGLES =

Puc. 1.2. Ckpiamor rpu Going Balls

Switchball — rpa ms [1IK Ta MoOinmeHUX TIaTOpM, Y AKil 00’ €KT 3MIHIOE CBOT
(GI13UYHI BIACTHBOCTI JJIA TOAOJAHHS CKJIQJAHUX pPiBHIB. Pi3HI BIaCTHBOCTI KYJIBbKH
CTBOPIOIOTH HOB1 CIOCOOM MPOXOPKEHHSI PIBHIB Ta BIUIMBAIOTH HA ITPOBY CTPATETIO.

[eliMIuielt IEMOHCTPYEThCS Ha pUCYHKY 1.3.
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Puc. 1.3. Ckpinmor rpu Switchball

Super Monkey Ball — cepis irop mis koHConei Ta MOOUTbHUX mardopm, jae
rpaBellb KePye KYJIbKOIO, y AKil 3HAXOAUTHCS TMepcoHax. Di3uka mMacH, MBUAKOCTI Ta
HaxwWjily BH3HA4Ya€ pe3yJabTaT NPOXOKCHHS PIBHIB, CTBOPIOIOYM JUHAMIYHUNA Ta

BapiaTuBHUY reimIuiei. [Ipukias irpoBoro mporecy mokasaHo Ha pUCyHKy 1.4.

F ) SANANACS

22 mph
B FLeOR 3

Puc. 1.4. Ckpiamor rpu Super Monkey Ball
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Taonuis 1.1
AHani3 irop
Haszsa rpu | Tun ¢izuku | OcHoBHa | Briuius OcobamBocT | BucHoBKM
MexaHika | ¢i3uku Ha inana IS
reMmiILIen MOOITBHUX | BJACHOIO
miargpopm MPOEKTY
Rolling Hunamiuna | KepyBanus | Cepenniii — | CeHcopHe Mexanika pyxy
Sky ctepa KYJIBKOIO TpaEKTOPIs KepyBaHHs, |chepu
BU3HAYAETHCS | JIETKa [EHTpaJbHa
¢izuxoro rpacgika JUTSI TEAMILIEI0
Ballance Hunamika + | bamancysa | Bucokuii — | CeHcopHe dizuka pyxy 1
rpaBiTalisl | HHS KYJIbKH | pyX 1 0anaHCc | KepyBaHHS piBHOBara
KPUTUYHI1 OCHOBOIO PIBHIB
Switchball | Iunamika + | 3miHa Bucoxnii — [1K/mo01u1bHa | BukopuctanHus
BJIACTUBOCTI | BIIACTUBOCT | BIACTUBOCTI | aJlanTauis PI3HUX
00’ekTa €1 KyJIbKM | BIUIMBAOTh b13MIHIX
Ha BJIACTUBOCTEMN
IPOXOKEHH TUTS TEUMILIIEIO
s
Super Kinemaruka | KepyBanust | Cepenniii — | Koncoms / Koutponb
Monkey + IWHaMiKa | KyJbKOIO Ta | Maca i MOO1JIbHA b13uKu 1S
Ball 301p [IBUIIKICTD ajanraris OayraHCy piBHIB
MPEJAMETIB | BIUTUBAIOTH
Ha
POXOIKEHH
S

VY Ttabmumi 1.1 HaBeaeHO aHam3 irop 3a TUIMOM (i3WKH, OCHOBHOI MEXaHIKH,
BIUTUBOM (Di3MKU Ha ITPOBUUA TPOIEC Ta OCOOJMBOCTEH yMNpaBiIiHHA HAa MOOUIBHHUX
IPUCTPOSIX, IO J03BOJISE BHIUIMTH KIIFOUOBI IMIIXOAU JI0 1HTErpamii Gi3uIHNX MEeXaHIK
B irpax 1 chopMyBaTy BUCHOBKH JIsl BJIACHOT TPH.

Ha ocHoB1 1boro anamizy MO>kHa BU3HAYUTH TUTIOCH Ta MIHYCH ICHYIOYHX 1TOp 3
¢b13uuHrMH BIacCTUBOCTAMH. |0 mepeBar Mo)KHa BiTHECTH:

— BUKOPHUCTaHHS (PI3MYHHUX BJIACTUBOCTEH SIK sJipa TEHUMILICIO, 0 MIIBUIILYE

3QJTy4CeHICTh TPaBIIS;
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— BapIaTHUBHICTh MPOXOPKCHHS PIBHIB 3aBIAKH PI3HUM (PI3UYHUM BIACTUBOCTSIM
00’ €KTIB;

— IHTYITUBHO 3p03yMiJia B3aeMOIisl 3 00’ €KTaMU uepe3 IPUPOIHi 3aKOHU (D13HKU;

— MOXIJMBICTh CTBOPEHHS YHIKaJbHUX ITPOBHX CHTyallli ©0e3 CKJIaJIHOTO
CLICHApHOTO AW3alHY.

BoxHoyac MokHa BUIIJIATHA TaKl HEIOMIKH:

— CKJIaJIHICTh OalaHcyBaHHs (Di3UKH 111 3a0e3nedeHHs] KOM(GOPTHOTO KEPyBaHHS;

— MIJBUILIEH] BUMOTH J0 ONTUMI3allil HAa MOOUTBHUX IPUCTPOSIX;

— pHU3HK HemepeadauyyBaHOi TOBEAIHKH 00’ €KTIB, IO MOXKE YCKIJIQJHIOBAaTH
TIPOXOIKEHHS;

— oOMeXeHHS y Bi3yaJbHI CKIIQMOBIA pPIBHIB 4Yepe3 CIaOKICTh MPOIEeCcOpiB
MOOUTBHUX TPHUCTPOIB.

Lle miaTBEepAXKYy€E, 110 PIICHHS BUKOPUCTOBYBATU 3MIHY (DI3UYHHUX BIACTHBOCTEM
00’€KTa TOJIOBHOIO MEXaHIKOIO TpH € BUIpaBAaHuM. [IpakTuka TmoOKaszye, 1110
KOPUCTYBavy IlIKaBillIe TPaTy TOJ1, KOIU (Pi3vKa MpsiMO BILJIUBAE HA MPOIEC 1 IO3BOJIATH
JOJIaTH TIEPEIIKOIM Ha PIBHAX PI3HUMH BapiaHTamMu. [OJOBHUM IMiJ 4ac pPoO3poOKH €
NPUAUICHHS MaKCUMaIbHOT YBaru onTUMI3aIlli Ipu i MOOUIBHI MpUCTPOi, 1100 Pizuka
pO3paxoByBajiacsi CTabUTFHO a KepyBaHHS 00’ €KTOM 3aJIMIIAIOCH MPOCTHM 1 MPUEMHHUM

IJIs1 KOpHUCTyBava.
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2 BUBIP 3ACOBIB PO3POBKH ITPOI'PAMHOI'O 3ABE3IIEYEHHA

2.1 IrpoBuii pyuriid

CrBopennsi MoOuTbHOTO 3D mpoeKkTy 3 aKTUBHUM BHUKOPHCTaHHSM (Pi3UKH
BHUMarae mjadopy Cy4acHOTO irpOBOTO PyIis, sikuit Oyze 37aTeH CTa0lIbHO ITPaIIOBaTH 3
3D-rpadikoro Ta mpopaxoByBaTu (pi3UYHE MOJECIIOBAHHS B peaibHOMY yaci. OCKUIbKU
KIHIICBUH TPOAYKT OpIEHTOBaHM Ha CMapTQoHH, OOpaHe CEepeloBUIE Ma€
3a0e3mneuyBaTi BUCOKY MPOAYKTUBHICTh MPU OOMEXEHHUX alapaTHUX pecypcax, a TaKoxK
Ha/JaBaTH 3py4HI I1HCTPYMEHTHM JUIs IIBUJIKOTO MPOTOTUITYBAaHHS MEXaHIK Ta
PO3LIMPEHHS APXITEKTYPU KOLY.

Ha cborogni migepamMu cepell IHCTPYMEHTIB Il CTBOPEHHS MOOUIBHHUX 1rop €
Unreal Engine, Unity Ta Godot:

— Unreal Engine: nponoHye 1HCTpYMEHTHU JIJIsl TeHepallli peanicTudHoi rpadiku,
pOTe BiH BHCYBAa€ BUCOKI BHMOTH JO amapaTHUX pPecypciB cMapTdoHa, depe3 IIo
YacTillle 3aCTOCOBYEThCS Il MacIITaOHUX mpoekTiB AAA-knacy. [atepdeiic nomarky

MOKAa3aHO Ha PUCYHKY 2.1.

»>

205 >N @) £ Details

$ Chair

§Z Chair (I

Pawn

Point Light

@ PlayersStart

@ Al > Content > Starte

Q Q
Q

OutputLog B Cmd v

Puc. 2.1. Inrepdeiic irpoBoro pymrist Unreal Engine 5
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— Godot: mpuBabIIIOE BIAKPUTUM MTOYATKOBHUM KOJOM Ta HU3bKUM HaBaHTAXKEHHSIM
Ha CHCTEMY, NMpPOTE€ Ha MOTOYHOMY €Tami PO3BUTKY Mae OOMexeHy 0a3y TOTOBHUX
IHCTPYMEHTIB ISl peatizalii ckiaaaux 3D-npoekTiB MoO1IpHOTO cermMenTa. [nrepdeiic

JIOATKy TTOKAa3aHO HA PUCYHKY 2.2.

scene Project Debug Editor Help '2p 1430 Kscript & AssetLib

Scene O MainMenu X
4+ @ Filter 5 . e 0 0 B = ¥ b a B

O MainMenu

O control
Layout

Anchors P... ) |l Full Rect v
Transform

Size

Output Debugger SearchResults Audio Animation Shader Editor

Puc. 2.2. Tnrepdeiic irpoBoro pymrist Godot

— Unity: € HailOUIbII parioHAIBHUM BUOOPOM I Ka3zyallbHUX MOOUIBHHX 1rop,
TOMY IO HAsBHICTh BEJIUKOI KUIBKOCTI JIOKYMEHTAIlii Ta BEIUKOI O10J10TE€KH TOTOBUX
pillieHb TO3BOJISIOTH €(DEKTUBHO OMTHUMI3YBaTH TPy TiJ OOMEXKEH1 pecypcu MPUCTPOIB
Ta 30CEPEIUTUCS Ha PO3poOIll YHIKAIBHOI IrPOBOT JIOT1KH, 3aMICTh BUTPAYaHHS Yacy Ha

CTBOpEHHS 0a30BUX CUCTEM 3 Hys. [HTepdelic 1o1aTKy MmoKa3aHo Ha PUCYHKY 2.3.
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Assets > Quick Access

N
Wk Aa O

Puc. 2.3. Inrepdeiic irpoBoro pymrist Unity

[TopiBHsIBHUIN aHAII3 KIIOUYOBUX XapaKTEPUCTUK PYIIIIiB HaBeAeHO y Tabmwuil 2.1.

Tabmums 2.1

AHai3 iIrpoBUX pyIuiiiB
IMoxka3Huk Unity Unreal Engine | Godot
[TinTpumka MOOLITBHUX TIIATHOPM + + +
Sxicts 3D rpadiku BHCOKa | qy’Ke BHUCOKa cepenHs
di3uuHui pymrii PhysX Chaos BOy/IOBaHU I
[IpocToTa ocBOEHHS CepelHs | CKJIagHa nmpocTta
Onrumiszaris 11 MOOLIIBHUX BHCOKa | cepeaHs cepeniHs
[TigxoauTh 115 Ka3yalbHHUX 1rop TaK YaCTKOBO TaK
Kpocmnargopmenictb + + +
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[Tponosxkenns Tabmuii 2.1

AHai3 iIrpoBUX pyluiiiB

IMoxka3zHuk Unity Unreal Engine | Godot

HasiBHicTb iHCTpyMeHTIB a1t 3D + + +

PO3pOOKH

[TinTpumKa po3nIupeHb + + +

MogBa nporpaMmyBaHHS C# C++/ GDScript /
Blueprints C#

[TopiBHsiHHA 1rpoBUX pymiiB y Ta6mumi 2.1 mokasye, 1O IS Ka3yalbHOT
MoOUTRHOT 3D-rpu Halikpamie miaxoauts came Unit. ,Ha Bimminy Bim Unreal Engine,
KU € 3aHaJTO BUMOIJIMBUM JO alapaTHUX XapaKTepUCTHUK CMapT(HOHIB 1 MIBUIKO
po3pskae Oarapero, Unity 3a0esnedye cTaOLIbHY NPOAYKTHBHICTH Ha MOOUIBHHMX
OpUCTPOsiX, ToAl sk pyurito Godot Bce mie Opakye roToOBUX 1HCTPYMEHTIB ISl SIKICHOL
po0OOTH 3 TPUBUMIPHOIO TpadiKorO.

TonoBHi npuuran BuOOpy Unity A IbOTO MPOEKTY:

— BoOynosana @¢izuka (NVIDIA PhysX): pymiii Mae roroBl ajropuTMu ajis
pO3paxyHKy TrpaBiTallii, Macu Ta 3ITKHEHb, IO JO03BOJISE€ HE MHCATH MaTeMaTH4HI
dbopMynu pyxy BpYYHY, IO AYXKE BaXIMBO IS TPH, AC TeUMIUICH MoOyqOBaHHWA Ha
(b13MYHIX MEXaHIKaX.

— KoMrmoHeHTHa CTpyKTypa: JiOrika TpH pPO3AUIEHAa Ha OKpeMi OJIOKH
(koMIoHeHTH). MoXHa JIeTKO 3MiHIOBaTH a00 J0JaBaTH CKPUIITH HA OAWH O0’€KT, HE
MOPYITYIOYH MPH [IbOMY POOOTY 1HIITUX €JIEMEHTIB.

— Cucrema npedabiB: qa€ MOXKIMBICTh CTBOPIOBATH TOTOBI IIA0JIOHU 00’ €KTIB Ta
MIBUJIKO PO3CTaBIATH iX Ha irpoBuX piBHsX. [Ipm 3miHi 0azoBoro mabnoHy Bci Horo
KOITi1 Ha CIIEHaX OHOBIIIOIOTHCS ABTOMAaTUYHO, 1[0 3HAYHO €KOHOMHTH 4ac PO3POOKH.

Unity no3Bosisie MIBUAKO peali3yBaTH IrpoBy JIOTIKY Ta J00pe ONTHMI3yBaTH
3aCTOCYHOK i1 MOOLIhHI ipucTpoi Android Ta 108, 110 MOBHICTIO BiAIIOBIIa€ BUMOTaM

710 TIPOEKTY.
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2.2 MoBa nporpamMmyBaHHS

JIyist HanrcaHHs irpoBOi JIOTIKH, HAMAMITYBaHHS (i3uKH, iHTEpdericy Ta 00poOKH
I rpaBilsd MOTpiOHA MOBA IPOrPAMYBAHHSI, SIKa MPAIIOE MIBUIKO 1 IPU IbOMY JT03BOJISIE
3py4HO OyIyBaTH CTPYKTYypy Koay. Bim 1iporo BUOOpY Oe€3MOCEpeaHbO 3aJICKUTh, YU
OyJie Tpa mpalfroBaTh cTabUIBHO IIiJ] Yac JOBTHX CECiil 1 UM JIerko Oyze JoJaBaTy 10 Hel
HOBI (PYHKIIIT B MpoI1eci po3poOKH.

OcHoBHuM 1HCTpyMeHTOM B Unity € mMoBa C#. 3 ii 1OMOMOIoOK0 NUIIYTHCS BCi
CKpHUIITH, HAJIAIITOBYETHCS B3a€EMOJISI MK OO0’€KTaMHM Ha CIEHI Ta KepYIOThCS
BHYTPIIIHI MPOLECH CAMOT'0 PYIIisl.

Jlo romoBHEX mepear C# MO)KHA BiTHECTH:

— Crpora Tumizaiiisi: 1oroMarae 3HaX0JJUTH W BUIIPABJISATH MOMUJIKY I1I€ Ha eTarll
HAIMCaHHs KOy, 0 pOOUTH JIOTIKY I'pH OLIbII HAIIHHOLO;

— ABTOMaTHYHE KEepyBaHHS IaM SATTIO: 3aBISKH BOYIOBAaHOMY 30Mpady CMITTS
(Garbage Collector) po3poOHUKY HE TTOTPIOHO BPYUHY OUHIIATH PECYPCH, IO CIPOIILYE
KOHTPOJIb 32 HABAHTAKEHHSIM Ha MPOLIECOD;

— Cy4acHHI CMHTaKCUC: MOBa Ma€ 3py4HI KOHCTPYKIIii, K1 JO3BOJIAIOTH MHUCATH
KOJ[ IIBU/ILLIE, @ CaM BIH 3QJIUIIAETHCSA IPOCTUM 1 3pO3YMIIUM JAJI YATAHHS.

Ockinbku C# TICHO TIOB’SI3aHUM 13 CaMHUM pYIIIiEM, 4epe3 KOJ MOXHa JIETKO
KepyBaTH BciMa eJIeMEHTaMU Ha CIIeHI. 3a3BUYaii HalMCaHl CKPUIITH B3a€EMOIIIOTH 13
TakuMu 0a30BUMHU KoMIoHEeHTaMu Unity:

— Transform: BigmoOBiga€ 3a KOOPAWHATH, PO3MIP Ta IMOBOPOT OO'€KTIB Yy
TPUBUMIPHOMY MIPOCTOPI;

— Rigidbody: nomae 06’ekram (hi3uuHI BIACTUBOCTI, JO3BOJSIOUHM HANAIITyBaTU
iXHIO Macy, rpaBITaIlil0 YU MBUJKICTb PyXY;

— Collider: 3amae (i3uyHi Mexi NpeaAMETIB 1 (PIKCye MOMEHTH, KOJIM BOHHU
CTUKAIOTHCSI MK COOOIO Ha PiBHI;

— Animator: kepye craHamMu OO’€KTIB 1 B MOTPIOHMI MOMEHT 3aIlyCKa€e rOTOBI

aHIMaIi;
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— Ul-cucrema: BiamoBizae 3a poOOTYy MEHIO, KHOIMOK Ta IHIIUX EJIEMEHTIB
1HTEepdeiCcy, 3UNTYI0UM JOTUKH 10 €KpaHa cMapTdoHa.

OckinpKku rpa po3poOasieThest 111 MOOUTBHUX MPUCTPOIB, ii cTabinbHa poboTa 6e3
raJibMyBaHb € TOJOBHUM TipiopureToM. /[l mporo miag 4Yac 30uUpaHHS NPOEKTY
3actocoByeTbest TexHomoris IL2CPP, sika nepeBoauTh Bech Hanmucanuii ko y C++, 1o
Ty)Ke TIABUINY€E 3arajbHy MNpOAYKTHBHICTH. [1[00 yHUKHYTH 3aBHCAaHb €KpaHa Ta
NaJIHHS YaCTOTH KaJPiB IiJ] 4ac 3aBaHTaXCHHS HOBHUX PIBHIB UM 30€peKEHHS MPOrpecy,
BUKOPHCTOBYIOTHCS KOPYTMHU Ta aCHHXPOHHI (YHKIIi, 32 JONOMOIOI SKUX BCl Il
¢hoHOBI MpoIecH MPOXOAITH A0COITIOTHO HETIOMITHO JIJISl TPABIISL.

Omna 3 mepeBar C# 1ie Benmue3Ha 0a3a 3HaHb Ta aKTHMBHA CHUIBHOTA, MIO
JIOTIOMO>KE TITBUIKO 3HAWTH B)KE TOTOBE PIIICHHS a00 MiIKa3KYy.

Came ToMy IS HamuCaHHS JIOTIKM Tpu Oyno obGpano moBy C#. Bona 06e3
3aTPUMOK 00pOOJIsiE 3ITKHEHHS MK OO ’€KTaMu 1 3arajoM 4YyJAOBO MiJXOAUThH MJIs

ontumi3zaiii rpu mig Android Ta i0S.

2.3 Bu0ip 1onoMikHMX IHCTPYMEHTIB Ta cepBiciB

[ToBHOIIIHHE TIpOEKTyBaHHS MOOLIRHOTO 3D mpoekTy, KpiM 06a30BOr0 irpoBOTO
pYIIIis, BUMarae 3aIydeHHs] KOMIUIEKCY CIEIiaji30BaHOTO MPOrPaMHOTO 3a0e3MeYeHHS.
Ili iHCTpyMeHTH HEOOXiJHI [JIi CTBOPEHHsS TPUBUMIPHOTO BI3yajy, IiATOTOBKU
€JIEMEHTIB  KOPUCTYBalbKOTO  1HTepdeiicy, penaryBaHHs  ayJilOCyNpOBOLY  Ta
HaJIAIITYBaHHS XMapHOi apXiTeKTypH Uil 30epexeHHs JaHuX. CrijibHe BUKOPUCTAaHHS
CTOPOHHIX CEPBICIB JJO3BOJIIE aBTOMATU3yBaTH PYTUHHI IPOLECH PO3POOKH Ta rapaHTye
BUCOKY SIKICTb KIHIIEBOT'O IPOIPaMHOTO MPOAYKTY.

Bech crek momaTkoBUX 1HCTPYMEHTIB Ta CEPBICIB, 3aJy4eHHUX O PO3POOKHU T'pH,
MO>KHA PO3AUINTH 32 (PYHKIIOHAJTbHUM MPU3HAYEHHSIM Ha TakKi KaTeropii:

I'padiune MoaentoBaHHs Ta MPOCKTYBaHHS 1HTEpPeiicy

Blender: npodeciitnuii makeT 111 poOOTH 3 TPUBUMIPHOIO rpadikoro 3 BIAKPUTUM
KOZOM. Y MOTOYHOMY IPOEKTI BiH 3aCTOCOBY€ETHCA /IS MOOYTOBY HU3BKOOIITOHABHUX

(Low-Poly) moneneit irpoBux 00’€KTiB, HaJAIITYBaHHS PO3TOPTKHU, TEKCTYPYBaHHS Ta



25
onTuMi3ailii MoMroHanbHOi CiTKU. OCKUTBKM MOOUIBHI TPOILIECOPH MalOTh OOMEKEH1
pecypen, y Blender npoBoauThest pydHHil KOHTPOJIb KITBKOCTI BEPIIUH Ta TPUKYTHHUKIB,
o6 30epertu OamaHC MK JeTali3alli€lo Bidyally Ta MPOAYKTHBHICTIO. [0TOBi acetu
EKCIIOPTYIOThCS Y cTaHAapTHU dopmat .fbx nis 6esnepemkogHoro iMmnopry B Unity 13

30epexeHHsIM onopHuX Toyok (Pivot Points).

Z) File Edit Render Window Help Layout &5+ Scene 1} &+ ViewLayer

#2v W ObjectMode v View Select Add Object 12, Global v (Pv 9 i (o Ny @Yy 3 OO0 v B W O
Options v

User Perspective
(1) Collection | Cube

N, Cube

M v Cube
v Transform
Locatio...

Z

Rotation...
Y
Z

PPE P&

Mode XYZE..v

Scale X 1.000 1 e
Y 1000 e
Z 1000 G e

> Delta Transform

@+ Playback v Keying v View Marker I« o« 4 P re | & start 1 End 250

> Relations
1l 20 40 60 80 00 120 140 60 80 200 220 240

> Collections

Puc. 2.4. Intepdetic cepenosuia Blender

Figma: xmapHe cepenoBuIie isl BEKTOPHOTO AM3aiiHY Ta MPOTOTHUITYBaHHS.
[HCTpyMEHT BUKOPUCTOBYETHCS JJII CTBOPEHHsS MakeTiB rpadiunoro intepdeiicy (Ul),
BKJIFOUAIOYM TOJIOBHE MEHIO, aHell HanamTyBanb, HUD-enemenTH irpoBoro expana ta
BIKHa 3aBeplueHHs piBHA. [lomepenHe makeryBaHHA y Figma no3Bonsie 3a3manierisib
IPOTECTYyBaTH 3PYYHICTh KEpyBaHHs, BHOYIyBaTH MPaBUJIbHY HaBIraliifHy JIOTIKY Ta
niaroryBatu rpadiyHi Hapi3Ku KHOIMOK Ta 1KOHOK ISl iX MOJAJIbIIOrO MEPEHECEHHS B

Unity Ul-cucremy.
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Design  Prototype
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[
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Puc. 2.5. Inrepdeiic cepenoruina rpadignoro nuzariny Figma

CepBepHa yacTuHA Ta 30€peKESHHS TaHUX

Google Firebase: xoMmruiekcHa XMapHa miaargopMma, IHTETPOBaHA B MPOEKT IS
peamizaiii cepBepHuX (PpyHKIN 63 HE0OX1THOCTI pO3ropTaHHs BIACHOTO 3ajiza. BoHa
3aKpHUBAE TaKl TEXHIUHI 3aBIaHHS:

— Realtime Database: xmaphe 30epeXeHHsI IrpOBOTO MPOTPeECY, MOTOYHOIO PiBHS,
KUTBKOCTI 310paHuX MPEMETIB Ta HAJAIITyBaHb KOPUCTYBaUa;

— Authentication: 06a3oBa imeHTU]IKAIS TpaBIiB Mg CHUHXPOHI3alii iXHIX
JOCSTHEHb MK PISHUMU IPUCTPOSIMU;

— Analytics: 30ip TexHIuHOT iH(hOpMAIIii PO MOBEIIHKY KOPUCTYBauiB, TPUBAIICTh
ceciii Ta MOXJIMBI KPUTHYHI MOMUJIKH, 10 HEOOX1AHO JJIs MOAAJIBIIOr0 OalaHCYBaHHS
PIBHIB Ta ONTHUMI3AIIi] KOJY.

Po6ora 31 3BykoM Ta aymioedekramu

Audacity: kpocmiatGopMeHuil aymiopeaakTop, 3aJdyuyeHHM IS IiJATOTOBKHU
3BYKOBOTO CEPEIOBUIIA TPU. 3a JIOMOMOTO0 I[hOTO IHCTPYMEHTY BHKOHYETHCSI 00pi3Ka,
OYHMIICHHS BIJ NIYMIB Ta HOpMaji3aiis Ty4YHOCTI 3BYKOBUX edekTiB (SFX) —

HaNpUKIaA, 3BYKiB 3ITKHEHHS cdepu 3 MepemkogamMu, 300py OOHYCIB UM aKTHBAIii
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TpurepiB. OOpoOieH1 aymiogOpiKKKA KOHBEPTYIOThCcs y dopmaru .wav abo .mp3
(3a71e’KHO B1JI BUMOT J0 CTHCHEHHS) JJIs TOJAJBIIOT0 BIATBOPEHHS Yepe3 KOMIIOHEHTH

AudioSource B Unity.

= Audacity

File Edit Select View Transport Tracks Generate Effect Analyze Tools Help

oo L| U 1 ' ' ' I ' ' ' 1
s aa Q@ gy L 1 B0 5448 42 3600 26 -18-12 6 0
n » K f o O f O B 3 — ::‘3_’ I e
P72 SR T ) AudioSetup.  SharsAudio :: ) - 54 45 42 36 30 24 -18 -12 5
] 1] 30 1:00 1:30 200 2:30 3:00 330 4:00
¥ Audio Track  ~ -+ Clip-handle drag-bar with Clip title
Mute Solo
Effects
>
O
L R
O

— ——
% Label Track  ~ -~ «5} (|2 Region label
< >
_Tempo  Time Signature  [Osnap B Il 00 h 00 m 56.234 5 /[ NG 4
SN Sicn ST — 00 " 00 M 00 S Ry
Stopped. Click and drag to select audio

Puc. 2.6. Intepdetic cepenopuia o0podku 3ByKy Audacity

CdopmoBanuit Habip momoMiKHHX 3acobiB, mo Bkitodae Blender, Figma,
Firebase Ta Audacity, mo3Bojsie opra”izyBaTv MOBHMM, 3aMKHEHHUH LUK PO3POOKH
MOOUTBHOT Tpu. IHTerpaiiss UMX pillleHb 3a0e3rneuye THYYKICTh Ha KOXKHOMY eTarll
CTBOPCHHSI TPOAYKTYy — Bil TEPBHHHOTO Bi3yaJlbHOTO HAdepKy J0 XMapHOI

CUHXPOHI3aIlll JaHUX Ha cMapT(OHaX KOPUCTYBAUiB.
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3 IPOEKTYBAHHSI TA PEAJII3ALIISAA MOBLJIBHOI 3D I'PH

3.1 3araabHa apxiTektypa Mo0inibHoi 3D rpu

B ocHoBi po3poOnenoi MoOuUTbHOI 3D rpu JEKUTh KOMIIOHEHTHA apXiTEKTypa
irpoporo pymris Unity. Takuii miaxig 3abe3nedye MOAYIBHICTb CHUCTEMH, BUCOKY
MIBUJKICTh  HAJAropKEHHS KOAY Ta MOXIIMBICTH THYYKOTO MAacIITaOyBaHHs
dbyHKIioHAY 0e3 moTpedu B MIOOANIbHOMY IMEpPENUCyBaHHI MporpamHoi Joriku. Bes
CTPYKTypa MpPOEKTY pO3AUIEHAa Ha JOrIYHI CUEHU Ta (PYHKIIOHAJIbHI MOAYII, IO
JI03BOJISIE 130JTI0BATH OKPEMIi €TaIu IrPOBOTO MPOIIECY.

ApPXITEKTYPHO MPOEKT MOLISETHCS Ha KUJIbKA KIIFOUOBUX PIBHIB:

— PiBenp iHTEpdeiicy: craproBuil By301 cucteMd. Crony BKJIIOYEHO T'OJIOBHE
MEHIO, TIaHEeJ1 HaJallTyBaHb Ta CHUCTeMy BHOOpY piBHIB. Llg clieHa BHKOHYE pOJIb
[IEHTPaJIbHOTO AUCIIETYEPA, 110 KePy€E HABITAIIEIO Ta 3aBAaHTAXKEHHSIM KOHTEHTY.

— PiBeHb irpoBOro mporecy: KokHa CLEHa PIBHS € CAMOCTIMHUM CEPEJOBUILEM 13
BJIACHOIO T€OMETPI€r0, HAOOPOM MACTOK, 00’ €KTIB Ta TpUTepiB. Taka 1307111 TO3BOJISIE
J0JIaBaTh HOBI PiBHI K OKpeMmi (hailjid ClIeHH, HE BIUIMBAIOUU HA CTaOUIBHICTh OCHOBHO1
JIOT1KH TPH.

— Monynb KepyBaHHSI TpaBIEM: OKPEMHI KOMIIOHEHT, IO 1HKAICYIIOE JIOTIKY
PYXY, pEaKIIi0 Ha Ta4-BB1J Ta (P13UUHY B3a€EMOAIIO C(hepu 3 IrPOBUM OTOUEHHSIM.

— Cucrtema KaMmepu: MOAYNb, 10 3a0e3rnedye TJIaBHE CIITyBaHHS 3a 00’ €KTOM
IpaBIls, MIATPUMYIOUYM CTAOUTBHUNA KYT OISy HE3aJIEAKHO Bl IMHAMIKH PYXY.

— CucreMa iHTepdelicy KopucTyBaya: map BifoOpakeHHs, IO BIAMOBITAE 3a
BUBEJICHHA IOTOYHOI CTATUCTUKH, MpOrpecy Ta OOpoOKy MOl HATHCKaHHSA Ha
€JIEMEHTH eKpaHa.

Jlns Bizyamizamii JOTIYHMX TIEPEXOJIIiB Ta IMOCIHIJIOBHOCTI Jiil TpaBIs B CHUCTEMI

OyJs10 moOyI0BaHO Alarpamy JisIbHOCTI.
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Puc. 3.1. Jliarpama misuTbHOCTI irpOBOTO MPOIIECY
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Hiarpama BigoOpaxkae MOCHIAOBHICTb 1 KOPUCTyBaya: 3aIyCcK I'pH, BUOIp pIBHS,

IIPOXOIKEHHS IrPOBOTO PIBHS Ta MEPEBIPKY YMOBHU 3aBEPIICHHA. Y pa3l MOpa3Ku PiBEHb

Nepe3anyCcKaeTbCs, a IMpPU YCHIIMIHOMY MPOXOKEHHI

HACTYITHOTO PiBHS a00 MOBEPTAETHCSA A0 CIIEHH BHOOPY PIBHIB.

rpaBelb MEPEeXOJIUTh 10

BukopucranHs KOMIOHEHTHOTO MIiIXOAY Ta YITKUH IMOAUT Ha CIIEHU CTBOPIOIOTH

CTAaOUIbHUI apXITeKTypHH Kapkac. Lle MiHiMI3ye 3B’A3HICTh MDK MOAYJISAMH, IO

KPUTUYHO BAXKJIUBO JIJISl TOAAIBIIOTO PO3BUTKY MPOEKTY, OCKUILKU Oyab-siKi 3MIHH B

TeOMETpil UM JIOTII[i KOHKPETHOTO PIBHS HE MPU3BOAATH JO MOPYIICHHS poOOTH

100aJIbHUX CKPUNTIB KEPYBAHHS.
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3.2 IIpoeKkTyBaHHH iIrPOBUX MEXaHIK

OcHoBa irpoBOro MpoIeCcy — I1e KepyBaHHS KYJI€0, sSika MOBUHHA JOJIATH PiBHI Ta
OMMHATH Pi3H1 nepenrkoau. KopuctyBad B3aeMojii€ 3 rporo 3a J0MOMOTO0 BipTyaIbHOTO
JoKoncTHKa. Pyx irpoBoro 06’exra modyaoBaHuii Ha BOyI0BaHiM (i3ulll, ika MPOPaXOBYE
MOBEIIHKY KyJii B peaibHOoMY Yaci. Cuctema BpaxoBy€e Macy 00’ €KTa, CHITy MOIITOBXY Ta
nito rpasiTallii. Yepes 11e Kyisi KOTUThCS AyKe MIPUPOTHO Ta MA€ BIACHY 1HEPIIIO.

lonoBHa (imka reimIuiero, sKa 104a€ Ipl IHTEPAKTUBHOCTI — 1€ MOXIIMBICTh
3MiHIOBaTH (I3MYHI BIACTUBOCTI Kymi. [[s1 11bor0 OyJIO CTBOPEHO TpPU PEXKUMH, SKI
MAaloTh Pi3HY Bary, MIBUAKICTb Ta PO3MIPH:

— MIBUJKUN PEKUM: KYJISl CTA€ JETKOIO 1 pyXaeThCs HA MAaKCUMAIIbHIN IBUAKOCTI;

— BOKKHUU PEXKUM: KyJis CTa€ OUTBIIOI 1 KOTUTHCS TOBLIBHIIIE, ajie BOHA OLIbIIT
CTiiKa Ha miuaTgopMi i MOXKE JIETKO PO3LITOBXYBAaTW abO 3CyBaTW JeErki OJOKU Ta
NepPENIKoIU Tonepeny cebe;

— MAarHiTHUW PEXUM: TIOCTYIIAE€ThCS THITUM PEXUMaM y IIBHIKOCTI, ajie 1a€ KyJIi
YHIKaJIbHY BIIACTUBICTh MPHUTATYBATHUCS A0 3aJI3HAX YM MATHITHHX CTiH Ta TIaTGOpM,
110 JTO3BOJISIE OJIaTH BEPTUKAIBHI JUISHKH 200 KOTUTHUCS IO CTiHI.

Bcest B3aemonis y rpi moOynoBaHa 31TKHEHHSIX 00’ekTiB. [lepemikonu Ha piBHSIX
OyBaloTh PI3HUMU: OJIHI 00’ €KTH MPOCTO OJOKYIOTH pyX ab0 BiAOMBAIOTH KYIIO, a 1HII
— PYXawThCs, TOMY TpaBlEBl JOBOJUTHCA YEKATH MPABUIBHOTO MOMEHTY, 100
IIPOCKOYHTH TIOB3 HUX. SIKIIO KyJsl TOPKAEThCS MACTKH, TpaBelb oapasy nporpae. ITicis
IILOTO PIBEHb IEPE3ayCKAeThCsl 3 CaMOTO IMOYaTKy, a0 3 OCTAHHHOTO AKTUBOBAHOTO
YEKIIOTHTY.

PiBHI yCKIamHIOIOTBCA TMOCTYMOBO, BiJl MEPIIOTO J0 OCTaHHBhOro. Ha mepmmx
JIOKAITISIX HeMAa€ HIYOTo CKJIAJHOTO, 100 IpaBellb MIT CIIOKIMHO po3i0paTucs, K KyJs
pearye Ha JOTHMKHM 1 SIK BOHA KOTUThCA. AJie Jajli Ha PIBHAX 3 ABIISIIOTHCS BaXKKI
KoMOiHaIii 3 pyxomux OJ0KiB Ta mactok. [1[o6 mpoiTu Taki MicIs, TOBOAUTHCS IIIBUJIKO
pearyBati W TIOCTIHHO TIEPEMHKATH PEXUMHU Kyl (HAIMPUKIIAJ, CTaBaTH BAXKKUM YU
MarHiTHUM). 3aBASKM TAKOMYy IUIABHOMY I[€pEXOoAy TIpa He HaOpuaae 1 B HeEl cTae

I[IKaBIIIe TPATH.
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3.3 PeaJtizanist irpoBoi JIOTIKH

Kon Oyno peanizoBano 3a momomororo MoBu TmporpamyBaHHs C# B Unity,
PO3IUIUBIIM KOJ HA OKpPEMI MOJYJi. 3a JOMOMOIOI TaKOro MiAXOMy OOOB’SI3KU MIXK
KJIJaCaMU PO3MOJUISIOTECS YITKO, /€ OKpEeMHUN MOIyidh Kepye (i3ukoro pyxy, a iHI
BIJIMOBIAAIOTh 3a 00pOoOKYy 3iTKHEHb. Lle m03Bomsie MoaudikyBaTu Ko 0€3 BTpy4aHHS B
1HIII MO, 1110 3HAYHO CIIPOCTUTH POOOTY.

Cucrema kepyBaHHS IrpOBUM 00’€KTOM (KyJier0) 0a3yeTbCs Ha B3a€EMOJIT TaKMX
KJIAC1B:

— BallSettings: 06’ekt Tumy ScriptableObject, mo 30epirae Habip Gi3UIHEX
XapaKTepUCTUK (Maca, MBUJIKICTh, PO3MIp, CHila CTpUOKa). BukopucTaHHs 11bOro Kiiacy
JI03BOJIsIE THYUKO HaJaIITOBYBaTu OajaHc rpu uepe3 iHcnekTop Unity 6e3 3M1HU KOAY.

— BallTypeSettings: koHTeiHEp, SIKUW OB’ A3y€ KOHKPETHUN (PI3UYHUN pEKUM
(HampuKian, «BaXKWi» ab0 «MarHiTHW») 3 BIANOBIJHUMHU HalalITyBaHHSMU
BallSettings Ta Bi3yaJlbHUM MaTepiaioMm.

— BallController: konTposep, 1o 30epirae mocuiiaHHs Ha MOTOYHUN cTaH cepu
Ta 1HILIIOE MepeMUKaHHs (QI3MYHUX KOH(ITYypalii i 4ac NPOXOAKEHHS PIBHSL.

— BallMovement: kiac, sSikuii oTpuMy€ BXIiJHI JaH1 BiJ KOpHucTyBada, oOpooIise
BEKTOPH CUJIY Ta Tepesae ix Ha koMrnoHeHT Rigidbody mist 3aificHeHHS (h13UYHOTO PYXY.

— BallCollision: Mmoxynp, 10 BIANOBIA€E 3a peecTpaLiio 3ITKHEHb Yepe3 METOAU
OnCollisionEnter Ta OnTriggerEnter, nepenatoun momii 70 CUCTEMHU KepyBaHHS PIBHEM
IPY KOHTAKTI 3 MaCTKaMu 4M (PIHIITHUMU 30HaAMU.

s cTpykTypa [03BOJISIE HE3alNEKHO TECTYyBaTH KOXEH OKpEeMHUH Kiac
(meranpHIIIUK KO HaBeaeHo y JlomaTky b).

Pyx 00’ekra B IrpoBOMY CBITI 0a3yeTbCid Ha MNPSMOMY KepyBaHHI (DI3UYHUM
pymrieM Unity:

— 3actocyBaHHSI CWJI: BEKTOpM BBOAY KOpHUCTyBaua 3 Tad-iHTepdeiicy

TpaHCPOPMYIOTbCA y (Pi3WUHI CUITH, 10 AiF0Th Ha neHTp Mac Rigidbody.
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— JluHamiyHe OHOBJIEHHS: Mpu 3MiHi (izudyHoro pexxumy BallController MmutTeBO
oHOBMIOE MapameTpu B BallMovement (macy, MIBUIKICTh, YyTJIMBICT), IO JTO3BOJISIE
TPAaBITIO BiIUyBaTH 3MIHY XapaKTEPUCTUK KYJl B PEXKHMI PETBHOTO 4Yacy 0e3 3yIMMHKU
TpU.

— @i3uyHa iHepIis: 00’€KT BpaxOBYe€ CWIM TEPTSA Ta TpaBiTallii, 110 CTBOPIOE
npuponny s 3D-cepenoBuiia moBeIIHKY.

Opranizarris B3aeMoIii MK KOMITOHEHTaMH MoOyJ0BaHa Ha MIPUHIIUIAX 1HKATICYJISIIII:

— Kepyrour knacu nuiie mnepenaroTh MNapaMeTpyd, a BUKOHaBYl KJacu
BallMovement, BallCollision 6e3nocepenbo BIUTMBAIOTh HA CTaH IrPOBOTO 00’ €KTA.

— Ilpm xowtakti 3 mepemkomamu  BallCollision  3Bepraethcs 10
LevelStateManager mns dikcamii pe3ymnbraty (mporpam abo mepexia Ha HacTymHUH
PIBEHB).

JiarpamMa noka3zye CTPYKTYpy KJaciB 1 SIK BOHHU B3a€EMOJIIOTh MK COOOIO.
TonoBny ponb Bipirpae kinac BallController, sikuii KOHTpOITIOE 3MiHY (Bi3MUHUX PEKUMIB
00’exta. Kiac BallMovement BignoBizae 3a pyx 00’ekta 1 B3aemosie 3 BallController
mwia 3mian pexkuMiB. A kiac BallCollision 06po6msie 3iTKHEHHST 00’€KTa 3 1HIIUMH
00’ eKTaMH.

3aBAsSKM Takiii CTPYKTYypl KJacu sKI BIJMOBIIAIOTh 3a pyX 00’€KTa MpalolTh
OKpPEeMO BiJI IHIIKUX TPOIECIB 1 HE MOTPeOyIOTh 3MIHM KOAY B IHINIHUX KJIacax SKIIO

NOTPIOHO 1IOCh BUMPABUTH a00 10aaTu HoBe. Lle myke crpoliye nogaibiry TiATPUMKY.
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3.4 Peanizauis inTepgeiicy kopucryBaya

KopucrtyBanpkuit intepdeiic (Ul) rpu pos3pobnenuid Ha 6a31 cTaHmapTHOL
cuctemu Canvas B Unity. Apxitektypa iHTep(deiicy moOymoBaHa 3a MPUHITUIIOM
PO30UTTS HA OKpEMi JIOT1YHI €KpaHHU, KOXKEH 3 SKUX BIJIMOBI/Ia€ 3a IEBHUI CTaH IrPOBOTO
uukiy (mento, HUD, BikHa HanamryBanb Tomio). Lle 3a0e3neuye 3pydHicTh KepyBaHHS
Ta IHTYiTUBHO 3pO3yM1ly HaBITaLilo.

T'o;10BHE MEHIO Ta HaBIrais

CrapToBa CIleHa TpH CIIYTYE «XaboM», 3 SKOTO TpaBellb OTPUMYE JOCTYI J0 BCiX
(yHKLIIOHATBHUX PO3/LTIB:

— Knomnka Play: iHimitoe nepexia 10 BUOOPY irpOBHX PiBHIB.

— Kunonka Shop: BigkpuBae MeHI0O BHOOpPY 30BHINIHBOTO BHUIISAAY 00" €KTa
(CKuHIB).

— KHomnka Settings: akTUBy€ HaJallITyBaHHS MapaMeTPIB IPU.

Puc. 3.3. To10BHE MEHTIO
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[Tpu nepexosi 10 BUOOPY PiBHS BIAKPUBAETHCS OKpeMHi iHTep(DEHCHHMI map, 1o

BiIoOpakae Tporpec TpaBlsd Ta J03BOJSE OOparv JOCTYHHY JUISl TMPOXOJKEHHS

JIOKALIIIO.

Puc. 3.4. Expan BubGopy piBHIB

HanamryBanns

MeHio HalalTyBaHb J03BOJISIE KOPUCTYBAUEBl aIallTyBaTH TEXHIYHI Ta rpadivHi
napaMeTpH MiJ anapaTHi MOXKIJIMBOCTI cMapThoHa:

— Music / SFX: cnaiimepu st OKpeMOro PeryiroBaHHS T'YYHOCTI MY3WYHOTO
CYIIPOBOZY Ta 3BYKOBHUX €()EKTiB.

— Shadows / Effects: mepemukaui nais BBIMKHEHHS/BUMKHEHHS TIHEW Ta
JOJIATKOBUX  BI3yaJIbHUX €(eKTiB (MoCcT-00poO0KH), IO JO3BOJISIE ONTHUMI3YBaTH

MPOAYKTUBHICTh Ha CIAOKUX MPUCTPOSIX.



Music (@ e
Sound =—(———

Shadows & Effects &

Puc. 3.5. MeH1o HalamtyBaHb

IrpoBuii inTepdeiic (HUD)

[lin dac mpoxomkeHHs piBHA Ha ekpaHi BigoOpaxkaerbcss HUD (Heads-Up
Display), 1110 MICTHTb IHCTPYMEHTH KEpYBaHHS Ta IHAUKATOPY CTaHY:

— KepyBaHH: BIpTyaJIbHHM JHKOMCTUK (HAMPSMOK PyXY) Ta KHOIMKA CTPUOKA.

— O@i3uuHl pexuMH: OJIOK 13 TPbOX KHOMOK MJii MHUTTEBOTO TEPEeMUKaHHS
(13MYHUX BIACTUBOCTEH KYIi.

— Inpukamis: TaiiMep TPOXOKEHHS, JIYWIBHUK 310paHUX MpPeIMETIB Ta
1HAMKATOpP KUTTIB.

— CucreMHe: KHOIIKa BUKJIMKY MCHIO I1ay3H.



Puc. 3.6. Irposuii inTepdeiic (HUD)

Cucremni expanu (ITay3a Ta ctanu piBHS)

— Menro naysu: 3ynusse ¢iznuny cumymsmiro (Time.timeScale = 0) 1 mpomonye
omnuii BiIHOBJIEHHS, IIepe3anycKy a0 BUXOAY B TOJIOBHE MEHIO.

— Expanu 3aBepiieHHs: okpemi iHTepdeiicHi npedadu 11 ctaniB «llepemoray ta

«[Topaskay, 110 3’ IBIAIOTHECA 3aJI€KHO Bix pe3yinsrary LevelStateManager.
M



Puc. 3.7. Mento nay3u

Puc. 3.8. Expan nepemoru
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Y,OU,
Try again?

A C

Puc. 3.9. Ekpan nopasku

Buxopucranus MomynpHOi cuctemu Canvas [03BOJIsI€ JIETKO Moau(]iKyBaTu
30BHILIHIN BUDIISN iHTEpQeiicy, 1o1aBaTH HOBl KHONKY UM aHIMallii, He 3a4ilaiodu MpH
IIbOMY OCHOBHY IrpoBy Joriky. Bci enementu Ul HanmamrToBaHi 3 ypaxyBaHHSIM

ajanTarii mij pi3Hi CHiBBIIHOUIEHHS CTOPIH €KPaHIB Cy4YaCHUX MOOUIbHUX MPUCTPOIB.
3.5 Po3po0ka 3D-monedeid

BisyanpHa ckiajoBa rpu pealizoBaHa 3a JOMOMOTOK TPUBUMIPHUX MOJEIEH, sKi
(GbOpMYIOTh ITPOBE CEPEIOBHUIIE Ta 3a0€3MEUYIOTh CIPUIHATTS IrPOBOTO MPOILIECY.

OcHOBHI OO’€KTH CLIEHHM, BKJIIOYAIOYM IJIaT(GOpMH, MEPEHIKOAN Ta AOMOMIXKHI
€JIeMEeHTH, Oyl CTBOPEHI 3 ypaxXyBaHHSIM BHUMOI JO MPOJYKTUBHOCTI MOOUIBHUX
IIPUCTPOIB.

st monemtoBaHHsA Oyinio BHKOpHCTaHO cepenoBuiie Blender, mo mo3Bonuio
CTBOPUTH oOMNTHMI30BaH1 low-poly Momeni 3 HEBENUKOK KiTBKICTIO ToiroHiB. Ilei
miaxing 3a0esmedye cTabilbHy poOOTY TpM Ha PI3HHX MPHUCTPOSX 0e3 3HAYHOTO

HAaBAHTAKCHHA Ha CUCTCMY.
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VY nporeci po3poOku Mozesneii 0ylio BpaxoBaHO:
— CHPOUIEHY FeOMETPII0 00’ €KTIB IS MiIBUILIEHHS MPOYKTUBHOCTI;
— BUKOPHUCTAaHHA 0a30BUX MaTepiajiB 0e3 CKIaJHuX HIeiiepiB;

— Y3TO/DKEHUHN CTUJIb YCiX €JIEMEHTIB CEPEIOBHIIIA.

CrBopeHi mozeni iMnoptyioThesi y Unity Ta BUKOPUCTOBYIOTHCS SIK CKJIaJI0BI
irpoBux cueH. Ilicng iMnopTy A HUX HAJAITOBYIOThCS Marepiaiu, KoJlaijepu Ta, 3a
HEOOX1AHOCTI, (PI3UYHI TapaMETPH.

Ha pucynky 3.10 mnpencraBneHo mpukian Habopy 3D-mopmeneit, 1o

BUKOPHUCTOBYIOTBCS Y Ipi.

Puc. 3.10. HaGop 3D-moneneit rpu
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3aBASIKM ONTHUMI30BAHMM TOIOJIOTISIM OO’€KTIB Tpa HE BTpadae Bi3yaJbHOI
CKJIQZIOBOi, 3MEHILIYIOYM MPU [bOMY HaBAHTAXKEHHS HA cJIa0Ki MOOUIbHI IPHUCTPOI 3
oOMeXeHUMU amapaTHUMU pecypcamu. Lle mo3Bose rpaBiieBi KOM(POPTHO B3aEMOIISTH

3 00’ekTamu 6€3 3aTPUMOK Y PEHACPUHTY CIICH.

3.6 Peanizanis cucremu piBHIB

Cucrema piBHIB y I'pl I0Oy0BaHA HA BAKOPUCTAHHI OKPEMUX CIIEH Y CEPEIOBHILII
Unity. KoxkeH piBeHb peaizoBaHO sIK CAaMOCTIHA CII€Ha, III0 MICTUTh BJIACHY CTPYKTYPY
00’€KTiB, TEepenIko/l Ta yMOB Mpoxo/keHHs. lle 3a0e3mnedye He3anekHICTh PIBHIB 1
COpOIIyE MOJaBaHHSI HOBUX e€TamiB 0e3 BHECEHHS 3MIH Yy 3arajibHy apxiTeKTypy
IIPOEKTY.

[Tepexin Ha piBHI 3M1ACHIOETHCS Y€pe3 MEHIO BUOOPY PIBHIB, /i€ TpaBellb MOXKE
oOpatu HEOOXITHUW WOMY pPiBEHb. 3aBAaHTAXEHHS PIBHS PEai30BaHO 32 JIOTIOMOTOIO
cTaHgapTHux 3aco6iB Unity.

KoxeH piBeHb Ma€ TUTIOBY CTPYKTYPY, sIKa BKJIIOUAE:

— CTapTOBY IO3HUIIIIO TPABIIS;

— IrpOBY MOBEPXHIO (T1aTPOPMU);

— MEPEIIKOIU, 1110 YCKIAAHIOIOTh MPOXOIKEHHS;

— (hiHIIIHY 30HY, JOCATHEHHS SIKO1 O3HAYa€ 3aBEPIICHHS PIBHS.

Ha pucynky 3.11 npeacraBieHo npyKiIaa irpoBOro PiBHS.
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Puc. 3.11. IIpukian omHOTO 3 piBHIB

Jlorika TpoXO/KEHHSI piBHS 0a3yeTbcs Ha JOCSITHEHHI KIHIEBOI TO4YkH 0e3
3ITKHEHHSI 3 HeOe3neyHuMu oO0’ekTamMu. Y paszl JOCATHEHHS (DiHINly TPaBIfiO
BIJOOpa)Ka€eThCsl €KpaH MEePEeMOTrH, TOJ1 SIK 3ITKHEHHS 3 MEpeIIKoiaMy MPU3BOIUTH 10
3aBEpIICHHS CIIPOOU Ta BiIOOpaKeHHS eKpaHa MOpPa3KH.

[lepe3amyck piBHS MOXKE BUKOHYBATHCS:

— aBTOMAaTUYHO TIICTISl TOPA3KY;

— BPYUYHY Y€pe3 MEHIO Nay3u;

— IIJISIXOM [TOBTOPHOTO BUOOPY PiBHS B MEHIO.

JUist kepyBaHHsI CTaHAMU pIBHS BUKOPHUCTOBYeThCsl ckpunt LevelStateManager,
AKUI 00poOJyisie Tofil 3aBepLIEHHS pIBHA, IHOro mepe3amycKy Ta IepexodiB Mix
CLICHaMH.

31 30UIbLICHHSIM HOMEpa pIBHA CKIAIHICTh MOCTYIOBO 3pPOCTA€ 3a PaxyHOK
YCKJIQAHEHHS! CTPYKTYpPH PIBHA, 30UIBIICHHS KUIBKOCTI TMEPEIIKOA Ta HEOOXITHOCTI

BUKOPHUCTAHHS PI3HUX (PI3UYHUX PEKUMIB KYIi.
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3.7 Peanizanis cucremMu 30epe:keHHS JaHUX Ta Oe3nmeKn

Jlnisa 3a0e3mnedeHHs: XMapHOi CHHXPOHI3aIlil irpOBOTO Mporpecy Ta iaeHTudikamii
KOpUCTYBauiB y TpoekTi iHTerpoBaHo miatdpopmy Google Firebase. Buxopucranus
IIOTO CEpBICY M03BOJIAE TPaBIsIM 30epiraTh JOCSITHEHHS Ta MPOJOBXKYBaTH TPy Ha
PI3HHUX MPUCTPOSX, 30€pIrarodu IMUTICHICTh TaHUX.

ApXITEKTypa CUCTEMH 30€PEIKCHHS

Cucrema onepye ABoMa piBHAMM 30epiraHHs 1H(popmarli:

— Xwmapue cxoBuie (Firebase Realtime Database): nmpusHauene ajisi KpUTHIHO
BXJIMBUX JIaHMX, IO MPHUB’sA3aHI A0 OOJIKOBOTO 3allkMCy KOpUCTyBaua (IMOTOYHUI
piBEHb, CTATyC PO30JOKOBAHMX JIOKAIIH, ITPOB1 JOCSITHEHHS).

— JlokanpHe cxoBuie (PlayerPrefs): BukopucToByeTbcst s 30epiraHfs
HajalTyBaHb rpaikud Ta 3BYyKy (piB€Hb TI'YYHOCTI, MEpeMHKaul TiHEH Ta e(EeKTIB).
JlokanbHe 30epiranHs UX MapaMeTpiB 3abe3nedye MUTTEBHI BIATYK iHTepdeicy 0e3
noTpedu B MEPEIKEBUX 3aIHUTAX.

Mexani3m ayTeHTHdIKAMIT Ta i1eHTH(IKAIT

besneka manux 0a3yeTbcs Ha yHIKaNbHIN 1neHTHGIKail kopuctyBada (UID).
[Ipouec mparroe 3a TaKUM AJITOPUTMOM:

1. Tlpum 3amycky rpu cucTeMa 1HIIiIo€e 3anuT 10 Moy Firebase Auth.
2. Ilicns ycmimHO1 aBTOpM3allii KopucTyBad oTpumye yHikanpHui UID, saxuii

CIIYTYy€ KJF0YEM JIsl BCIX omeparlliii 3 0a3010 JaHUX.

3. Bci 3anuTu Ha 3anuc a0 YUTaHHS aBTOMATHYHO (PUIBTPYIOTHCS CEPBEPOM 3T1THO

3 LIUM 11€HTU(IKATOPOM.

[IpaBuna 6e3nexku

Kontponb noctymy a0 maHux peanizoBaHO Oe3nocepeHhO Ha CTOPOHI cepBepa
Firebase. IlpaBuna Oe3nexku KOH(DIrypylOTbCSd TAaKMM YHUHOM, 00 YHEMOXXJIUBUTH
JOCTYTI OJTHOTO KOPUCTyBava 110 iHGopMallii 1HIIIOTO:

— YuTaHHs: 103BOJICHO JIMIIIE B TOMY BUMAJKY, SKIIO0 request.auth.uid cniBnagae 3

igeHTudikaropom, mij sIKuM 30epiratoThCs JaHi.
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— 3amuc: 0OMEXEHO aHAJIOTIYHO, OMEpallis JOCTYIHA JIMIIE BIACHUKY 3aIluCy

(Bmacauky UID).

Puc. 3.12. IlpaBuna noctyny no nanux y Firebase

[Toka3zaHi mpaBuiIa 03HAYAIOTh, 10 KOPUCTYBAU MOXKE YUTATH Ta 3MIHIOBATH JIUIIIE
Tl JaHi, AKi HaJIEeXaTh Horo oOJIIKOBOMY 3amucy. byab-siki cripoOu JOCTYIy J0 JTaHUX
IHIIMX KOPUCTYBayiB OJOKYIOThCS Ha piBHI 0a3u nanux. Lle 3a0e3neuye 0a30BHil piBEeHb
3aXUCTy JaHUX 1 3amo0irae HECAHKI[IOHOBAHOMY JOCTYIy 10 iH(popMaIii I1HIINX

I'PAaBIIIB.
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4 TECTYBAHHS ITPOBOT'0 3ACTOCYHKY

4.1 OcobauBocTi TecTyBaHHsI MOOLTBHOI 3D rpu

TectryBanus moOUTEHOT 3D Tpu € BaXKIMBHM €TalioM PO3POOKH, OCKUIBKH
JT03BOJISIE TIEPEBIPUTH CTAO1IBLHICTh POOOTH 3aCTOCYHKY, KOPEKTHICTh peaizallii irpoBoi
JIOTIKM Ta 3pYYHICTh B3a€MO/11 KOPUCTYBaya 3 €JIeMEHTaMU KEPYBaHHS.

Oco0nuBy yBary Iij 4ac T€CTyBaHHS OyJIO IPHUILICHO:

— po6oTi Pi3UYHUX PEKUMIB KYIIi;

— KOPEKTHOCTI TIEPEMUKAHHS MK PEKIMaMU;

— poOOTi CUCTEMH 3ITKHEHb;

— CTaOUIBHOCTI 3aBaHTAXXEHHS PIBHIB;

— KOPEKTHOCTI POOOTH KOPUCTYBAIILKOTO 1HTEpPEICy;

— poOoTi cucteMu 30epekeHHs porpecy uepes Firebase;

— aJIanTarii rpu 10 MOOUTBHOTO KEPYBaHHSI.

Jlns mepeBipku (YHKIIIOHATBHOCTI TPH BUKOPHUCTOBYBAJIOCH (DYHKITIOHATBHE
MaHyaJIbHe TeCTyBaHHS. TecTyBaHHS MPOBOAMIOCH IIJISTXOM BHUKOHAHHS OCHOBHUX

ITPOBUX CIICHAPIiB Ta MEPEBIPKU PeakKilii CHCTEeMH Ha Jiii KOpHUCTyBaya.

4.2 TecroBi cueHapii rpu

TectyBaHHS TpH BHUKOHYBJIOCH 3a JOMOMOTOK PYYHOTO (DYyHKI[IOHAIBEHOTO
TECTYBaHHA 13 3acCTOCyBaHHSIM MeToay '"dopHoi ckpuHbku". OCHOBHa YyBara
OPUALUISIACE  TEPEBIPIll  KOPEKTHOCTI poOOTH ITPOBUX MEXaHIK, 1HTepdency
KOpUCTyBaya Ta CHCTEMH B3aeMOJli 00’€kTiB. TecTyBaHHS NPOBOAUIIOCH IIISXOM
BUKOHAHHS TUIMOBHUX Il KOPUCTyBa4da B I'pl Ta MEPEBIPKHU BiAMOBITHOCTI (HAKTUIHOTO

pe3yabTaTy O4lKyBaHOMY.



TECTOBHX CIICHAPIIB,

iHTEepdericom, cuCTeMy PIBHIB Ta CUCTEMY 30€pEKEeHHS MPOTPECY.
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Jlnst mepeBipku Tpane3gaTHOCTI OCHOBHUX (YHKIINA Oyno chopMoBaHO Habip

0 OXOIUIIOIOTh KJIFOYOBI 1IrPpOBI MEXaHIKH, B3aEMOJII0 3

TecToBi crieHapii Ta pe3y/bTaTH iX BUKOHAHHS HaBeACHO B Taonuii 4.1.

Tabmuus 4.1.
TecToBi crieHapii rpu
Ne | TecroBuii cuenapiii | OuikyBaHUI pe3yabTar DakTUYHHN
pe3yibrar
1 [lepeminieHHs Kyns pyxaetscs y BignoigHoMy | Biamosinae
JDKOMCTHKA HaMpsMKy OYIKyBaHOMY
KEpyBaHH:
2 [lepemukanus y HIBuAKICT Ky 30UIBIIY€ETHCA Binnoginae
HIBUJIKUI pexuM OYIKyBaHOMY
3 Haruckanns kaonku | Kynst Bukonye ctpubok Bianosinae
CTpuOKa OUYIKyBaHOMY
4 [lepemukaHHs y Kyns pyxaeTbcs MOBLUIBHILIE Ta Binnosinae
BAKKUU PEXKUM MOJKE IITOBXATH 00’ €KTH OY1KyBaHOMY
5 [lepemukaHHs y Kyns nputsryerbest 1o marniTHux | Biamosinae
Mar”iTHUN peKUM | IOBEPXOHb OY1KyBaHOMY
6 31TKHEHHS 3 BigoOpaxaeTbcst €KkpaH mopa3Ku Biamosigae
NEPEILKOI0I0 OYIKyBaHOMY
7 31TKHEHHS 3 BigoOpaxaeTbest ekpaHn mopasku 3 | Biamosigae
NEPEIIKOIOKO MICAs | MOXJIMBICTIO BIIHOBJIEHHS Ha OY1KyBaHOMY
JNOCSITHEHHS YEKIOIHTI 32 OJTHE JKUTTS
YEKIOTHTY
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[TponoBxenus Tadmuiti 4.1.

TecToBi cuenapii rpu

8 Binnosnenns micng | ['paBens nponosxkye npoxomxeHHs | Bixnosigae
Nopa3Ku 3 OCTaHHbOTO YEKITOTHTY OY1KyBaHOMY

9 JlocsaraeHHs BigoOpaxaeTbcest exkpan nepemoru | Bianosigae
GbiHIIIHOT 30HU OUYIKyBaHOMY

10 | [lepemimenHs PiBeHb r'y4HOCTI MY3HUKHU BianoBigae
noB3yHka Music y 3MIHIOETHCS O4Y1KyBaHOMY
MeHIO Settings

11 | [lepemimeHHs PiBeHb r'y4HOCTI 3BYKIB Binnoginae
noB3yHka Sound y | 3MiHIOETBCS OUYIKYBaHOMY
MeHIo Settings

12 | Hatuckanug Ha TiHi y Tpi BMUKarOThCS a00 Biamosigae
nepemukad Shadows | BUMHKaIOThCS OY1KyBaHOMY
y MeHI0 Settings

13 | Haruckanus Ha BizyanbHi eekT BMUKAIOThCS Bignosigae
nepemukad Effects y | abo Bumukarorscs OY1KyBaHOMY
MeHIo Settings

14 | HaruckanHs KHONKH | BinkpuBaeThcsi MEHIO May3H, Ta Binnosinae
Pause 3YNUHSAETHCA Yac y Ipi OY1KyBaHOMY

15 | Hartuckanus kHonku | [loTounuii piBeHb BigmoBigae
Restart y may3i repe3anyCcKaeTbCs O4Y1KyBaHOMY

16 | Haruckanus kHonku | Bukonyerbcs mepexia y ronoBue | Binmosigae
Menu y nay3i MEHIO OYIKyBaHOMY




48
[TponoBxenus Tadmuiti 4.1.

TecToBi cuenapii rpu

17 | BuOip piBHA y MeHIO | 3aBaHTaxyeTbcs oOpaHuii piBeHs | Binmosinae
OUYIKYBaHOMY

18 | ABropu3auis Buxonyetscs Bxig uepes Firebase | Biamosinae
KOpHUCTyBaya Authentication OY1KyBaHOMY

19 | IloBropuuii 3anyck | [Iporpec xopucryBada Binnosinae
rpu 3aBaHTaxXyeTbes 3 b/l O4Y1KyBaHOMY

4.3 Pe3yabTaTu TECTYBAHHA

VY pe3ynbTari TeCTyBaHHs OyJ10 MIATBEPIKEHO KOPEKTHICTh pOOOTH rpu Oe3 3001B.
Jlnst tectyBaHHA Tpu, Oya0 BHKOpUCTaHO 2 MOOUTHHI mpucTpoi Ha Android. Ile
JIOTIOMOTJIO TEePEKOHATHCS, 110 1HTep(deiic rpu aanToBaHMM i1 Pi3HI pO3MIPH €KpaHiB,
a elleMeHTH iHTep(elicy pearyroTh Ha JOTUKH KOopucTyBada. He Oyiio BUSBIEHO HISIKHX
cepilo3Hux OariB, 3aBHcaHb 400 BUIBOTIB 3 TPH.

[lepeBipka mokasana, 1o BCi YaCTHHU TPU MPALIOIOTH KOPEKTHO:

— Pyx 00’exTy: Kyss 4iTKO KOTUTHCS 3a HaIllpaBICHHSIM JKOWCTUKY Ta CTpuOae
IIPY HATUCKAaHHI Ha KHOTIKY CTPUOKY;

— D13U4HI PeKUMU: IIBUJIKUI, BaXKKUI Ta MAarHiTHI peXXUMU NIEPEMUKAIOTHCS 0€3
3aTPUMOK 1 BIJITOBI/Ial0OTh CBOIM XapaKTEPUCTUKAM;

— InTepdeiic: BCl KHOMKHM, MOB3YHKU T'YYHOCTI Ta NMEPEMHUKAYl B HAJAIITYBaHHAX
IPALIOI0Th 0€3 MOMUJIOK 1 BAKOHYIOTh CBOI (DyHKIIIT;

— 30epekeHHA Ta 3aBaHTAXKEHHSA JaHUX: CHCTEMa 3aBaHTaXye Ta 30epirae
IrpoBUi Mpoliec KOpUCTyBavya 0e3 BTpaTu 1H(hopmMallii.

3aBmaku omtmMmizamii  3D-00’€kTiB, MarepiadiB Ta KOay Trpa mpamroe 0e3
3arpuMoK. POHOBI MPOIECH, TaK] SK 3alKMC Ta 3aBAaHTAXKCHHSI IaHUX KOPUCTyBaya y 0azy

JaHUX, HEC BUKJIMKA€ 3aBUCAaHb YU HaI[iHHH HpOI[YKTI/IBHOCTi rpu.
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BUCHOBKH

VY pesynbrari BUKOHaHHS KBajidikaliiHid poOoTi Oya0 mpoaHalli30BaHO aHAIOTH
MOOUTPHUX Ka3yaJbHHMX ITOp 1 Ha OCHOBI aHalli3y pO3pOOJEHO Ta MPOTECTOBAHO
MOOUIBbHY Ka3yajbHy 3D-rpy 3 IMHaMI4HOIO 3MiHOIO (DI3MYHUX BIACTUBOCTEN 00'€KTa.
3MmiHa (I3UYHUX BIACTUBOCTEH 00’€KTa y Tpl J0AAE€ IHTEPAKTHBHOCTI y TPy, IO
MIJBUINYE 3alliKaBJICHICTh KOpucTyBauya. Ha ocHOBI mpoBeneHOi poOOTH MOKHA
copmyBaTu Taki MiJCyMKHU:

1. ITpoBeneHoO KOMITJIEKCHUHM aHa13 Ka3yalbHUX MOOLTEHUX 3D irop, y Xoi sIKoro
JOCIHIJIKEHO crneludiKy BHKOPUCTaHHSA (I3MUHHUX MeXaHiK y reiimzaeBi. Ha ocHoBi
aHaNi3y ICHYIOUMX aHAJIOTiB C(HOPMOBAHO TEXHIYHI BUMOTH 0 peajizailii BIacCHOTO
POrPaMHOTO MPOIYKTY.

2. OOrpyHTOBaHO JOLIBHICTH BUKOPUCTAHHS irpoBoro pymris Unity. JloBeneHo,
mo moegHaHHs BOymoBaHOi (izuuHOi cucteMu PhysX Ta KOMIOHEHTHOI apXiTeKTypH
703BOJIIE €(EKTUBHO MOJIETIOBATH B3a€MOJII0 OO0’€KTIB, 3a0€3MeUyloud IpH LbOMY
BUCOKY MPOAYKTHUBHICTh 3aCTOCYHKY Ha MOOUTbHUX MPUCTPOSIX.

3. CopmoBaHOo HaOip MporpaMHUX IHCTPYMEHTIB JJis peanizallii npoekry. s
HalMCaHHs 1IrpoBoi JIOTIKM oOpaHO MoBy mporpamyBaHHs C#, 3D-mozgentoBaHHS
BUKOHAHO y cepenoBuiili Blender, mpoektyBanns intepdeiicy — y Figma, a inTerpartito
XMapHUX CepBICiB Ta ayTeHTHdIKaIli KOpUCTyBadiB 3a0e3MeueHo I1aTGopMoro
Firebase.

4. CnpoeKTOBaHO Ta peasli30BaHO apXITEKTypy I'pH, ska 0a3yeTbcs Ha MOALI
JIOTIKM 3a CIIEHAaMM Ta BHUKOPUCTAHHSIM MOAYJIHHUX KOMIIOHEHTIB. Takuil miaxin
3a0€3MeurB BUCOKY CTYIIIHB 130751111 CHCTEM, IO JO3BOJISIE MACIITa0yBaTH MPOEKT Ta
JI0JIaBaTH HOBI1 piBHI 0€3 BTPy4YaHHS B OCHOBHY CTPYKTYPY KOZY.

5. Po3pobneHo Ta IHTErpoBaHO KJIFOYOBI I'POBI MEXAHIKH, IO IPYHTYIOThCA Ha
JUHAMIYHIA 3MiH1 (DI3UYHUX BIACTHUBOCTEH TOJOBHOrO 00’e€kTa. PeanmizoBaHi pexumu
pyXy 3a0e3nedyroTh BapilaTUBHICTH ITPOBOTO MPOIIECY Ta ajanTallil0 MPOXOKCHHS

PIBHIB /10 YMOB OTOYEHHSI.
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6. CTBOpEHO MOBHOIIIHHY CHCTEMY PiBHIB Ta KopucTyBalpkuii inTepdeiic (HUD).
PeanizoBano (QyHKIIOHaNbHI €KpaHW (MEHIO, Tay3a, pe3yJbTaTH MNPOXOKEHHS) Ta
HAJIAIITOBAaHO HAMIWHUN MeEXaHI3M CHHXpPOHI3alii Imporpecy TIpaBls 3a JOIMOMOTOIO
xMapHux cepBiciB Firebase.

7. IlpoBeneHo ¢GyHKIIOHAIBHE TECTYBaHHS PO3POOJIEHOTO 3aCTOCYHKY METOIOM
«UOPHOI CKpUHBKWY». Pe3ynbprat mepeBipKd MIATBEPAWIN CTAOUTBHICTH POOOTH BCiX
ITPOBUX MEXaHIK, KOPEKTHICTh OOpOOKH 3ITKHEHb, €PrOHOMIYHICTH KEpyBaHHS Ta
0e3MeYHICTh 30€peKEHHS TaHUX KOPUCTYBaya, 10 CBIAYUTH MPO FOTOBHICTH MPOAYKTY

JI0 eKCILTyaTarii.

Po6ota npotinuia anpo0Oaiiiro Ha TBOX HAYKOBUX KOH(EPEHITISNX:

1. Tuxonuenko 1.0., KoBanenko [[.C. Po3pobOka MobinbHai 3D rpu ka3yaabHOTO
XKaHpy 31 3MIHOIO (I3MYHHMX BiacTuBocTeil 00’extra. Marepianu Il Bceykpaincbkoi
HAyKOBO-TEXHIYHOI KOH(epeHinii « BUKIMKN Ta pillleHHs B MPOTpaMHill 1HXeHepii», 26
muctonana 2025 poky, Kuis, Jlep:kaBHuil yHIBEpcUTET 1H(POpMAIIHHO-KOMYHIKAIIHHUX
texnomnorii. 30ipauk te3. K.: JJVIKT, 2025. C.414-416.

2. Tuxonuenko 1.O. 3aGe3neuennust 6e3neku iHPopmalii y MobuibHiM 3D rpi 31
3MIHOKO  (I3MYHUX  BJacTUBOCTEd  00’ekra.  Marepianu  BceykpaiHcbkoi
HayKOBO-TeXHIYHOI koH(pepeHIii «[{udposa Tpanchopmariiis kibepoesnekm», 29 KBITHA

2026 poxky, Kuis, 1YIKT. 36ipauk te3. K.: JIVIKT, 2026. C.77-78.
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JIOOATOK A. JEMOHCTPAIIIHI MATEPIAJIA

' ‘ OEPXABHWW YHIBEPCUTET

IHOOPMALIAHO-KOMYHIKALIMHUX TEXHONOTIN

‘ El H I HT HABYAJTbHO-HAYKOBWUW IHCTUTYT IHGOPMALIMHUX TEXHOIOTIA

KA®ELPA IHXXEHEPII MPOrPAMHOIO 3ABE3NEYEHHA

Po3pobka mob6inbHOI 3D rpu KasyanbHOro XaHpy 3i 3MiHOK
disnyHMX BnactmueocTen ob’ekTa

BukoHaB cTygeHT 4 Kypcy

rpynu Ma-41

TuxoH4YeHKo Irop OnekcaHgpoBuY
KepiBHUK poboTun

CT. BUKN. kad. IM3, goktop dinocogii (PhD)
KoBaneHko [danuno Ceprinosuy
Kunie — 2026

META, OB’€KT TA NMPEOMET OOCNIOXKEHHA

MeTta poGoTu: NigBULLIEHHS IHTEPAKTUBHOCTI MOBinbHOI 3D rpu KasyanbHOro
XaHpy, LWNAXOM BMpoOBamXKEHHS AUHAMIYHOT 3MIHU pisMYHUX BracTUBOCTEN
ob’ekTa.

OO6’ekT pocnigXkeHHA: npouec CTBOpeHHst MobBinbHoi 3D-rpu 3i 3MiHoO
disanyHMX BNactmeocTen o06’ekTa.

NMpeametr pocnipgkeHHA: MeToau peanisaudii iIrpoBUX MeXaHiK 3i 3MiHOH
disnyHMX BnactuBocTen ob’ekta MoBo nporpamyBaHHa C#, Ta onTumisadii
rpy gnsa nnatgpopmn Android.
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3ALAYI KBAMI®IKALIMHOI POEOTU

[poBecTn aHani3 icHyr4Mx aHanorie MobinbHMX 3D irop kasyarnbHOro xaHpy
3i 3MiHOK Pi3nYHUKX BracTnBocTen ob’ekTa.

BusHaunTn pyHKUiOHanNbHi Ta HedyHKLUiOHaNbLHi BUMOr 4o rpu.
MpoaHanisyBaTt nporpamMmHi 3acobu T1a TexHonorii Ansg po3pobkn Mob6inbHOT
3D rpu.

O6patu nporpamHi 3acobu Ta TexHonorii gns po3pobkn MmobinbHoi 3D rpu.
CnpoektyBatn apxitektypy MobinbHoi 3D rpu Ta CTpyKTypy ii OCHOBHUX
MoayniB.

PeanisyBaTtu irpoBi MexaHiku, CUCTEMY PIBHIB, KOPUCTYBaLIbKUIA iHTepdelc Ta
cucTeMy 36epexeHHs JaHuX.

[MpoBecTn TecTyBaHHA MOBinbHOI 3D rpn Ha KOPEKTHICTb poBOTM OCHOBHUX
MeXaHiK, iHTepgency Ta cucteMu 36epexeHHs nporpecy.

AHATI3 AHATNOTI'IB

Super
XapakTepucTuka Monkey Rolling Sky Going Balls Switch Ball Roll&Morph
Ball
PeanictuuHa 3D
biava + + + + +
3miHa diznyHnx
BracTMBOCTel - - - -+ .
ob’ekTa
[urHamiyna
B3aeMopisi 3 + + + + E
nepeLukoaamu
CywmicHictb 3 OC
Android + + + -
OnTumisauis nig,
cnabki npucTpoi - - - -
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KOHUENT 'PU

lMicna cTapTy piBHSA rpaBeLb KepYe KyrbKoK B TPUBUMIPHOMY MPOCTOPI Ta NpoXoanTb
MapLLPYT, YHUKaK4UM nepeLkos, i HeGeaneyHmux 30H.

IrpoBuin Npouec 6asyeTbCcA Ha 3MiHi iI3NYHMX BNacTUBOCTEN 06’eKTa, L0 BNIIMBaE Ha
LUBWUAKICTb PyXy, Macy Ta B3aEMOL,I0 3 OTOYEHHSIM.

HocTynHi Tpu disuyHi pexnMmn: WeMAKUA (NigBULLEHA LUIBUAKICTL), BaXXKUI (3MiHa Macu Ta
BNAIMB Ha 00’'eKTW), MarHiTHAM (MPUTSIryBaHHSA 40 cneuianbHUX NOBEPXOHb).

PiBeHb 3aBepLUyeTbCs Micnsa AOCArHEHHS QiHILLHOT 30HN abo Y pasi 3iTKHEHHA rpaus 3
nepeLLKoaoHo.

BUMOTI' OO NMPOIrPAMHOTIO 3ABEIINEYEHHA

@yHKLUiOHaIbHI BUMOTU:

o srN -

KepyBaHHS KyNbKOK K OCHOBHUM irPOBMM OB’EKTOM.
3MiHa hisnuHMx BNacTneocTeit 06’eKkTa nig, yac rpu.
3abesneyeHHs piBHIB 3 NepeLlKogamMm PisHOT CKNaaHOCTI.
B3aemogin o6’ekTa 3 nepellkogammn Ta enemMmeHTamMmm piBHs.
36ip 6oHyciB Ta NPOXOAXKEHHS PiBHS 3a NEBHUI Yac.
36epexeHHs Ta 3aBaHTaXeHHS Nporpecy KopucTtysaya.

HedyHKUioHamnbHI BUMOIn:

o as N~

CymicHicTb 3 OC Android.

CT1abinbHa npoaykTUBHICTL 6e3 3aTpumok (45-60 k/c).

MinimaneHi anapatHi Bumoru: Mpouecop: Snapdragon 410 (abo eksiBaneHT), RAM 2 I'B.
PekomeHgoBaHi anapatHi Bumoru: Npouecop: Snapdragon 660 (abo ekBiBaneHT), RAM 4 I'b.
AnanTtnsHuil iHTepdenc Ans pisHUX Po3MipiB eKpaHiB.

OnTumisauiss rpn 3a paxyHOK CrMpOLUEeHHs MartepianiB i NOBTOPHOIMO BMKOPWUCTAHHA Matepianis
(batching).
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MPOrPAMHI 3ACOBW PEANISALLII

2 JHCR

Unity VS Code
Firebase Blender Figma AudaC|ty
AOIAFPAMA OIAJIbHOCTI

OGpobKa BBOAY
rpasys

OHOBNEHHA
pizukm Kyni

O6poGKa Konisii

I'pa Tpueae

I'py 3agepweno




OIATPAMA KITACIB KEPYBAHHA OB’€EKTOM

BallMovement

TA CTAHOM PIBHA

- controller : Controller

-move : InputAction

- b : Rigidbody

- sphereCollider : SphereCollider
- ballTransform - Transform

- ballController : BaliController
- ballForce : float

- jumpForce - float

- speed - float

- ballMass : float

- sphereRadius - float

- rotationSpeed  float

- baliScale - float

- isGrounded : bool

- groundLayer : LayerMask

- magneticLayer : LayerMask

- magneticRange : float

- isStuck - bool (static)

- cameraFollow - CameraFollow
- surfaceNormal - Vector3

BallController

- ballTypeSettings : List<BallTypeSettings>
- ballMesh : MeshRenderer

- currentType : BallType

- currentSettings : BallSettings

-1 : Rigiabody

+C

BallTypeSettings

BallCollision

+0nC Collision) - void

+ CurrentType : BallType

+ ballType : BallType
N -

+ © Material

+ Awake() : void

+ SwitchToNormal() - void

+ SwitchToHeavy() : void

+ SwitchToMagnetic() : void

- UpdateSettings() : void

+ SefCurrentSettings(type : BallType) - void

+ Awake() : void

+ OnEnable() : void

+OnDisable() : void

+ Start() - void

+ FixedUpdate() : void
+OnDrawGizmos() - void

- CalculateDirection() : Vector3

- CalculateMagneticDirection() - Vectord
- GetMoveDirection() : Vector3

- MoveBall(moveDirection : Vector3) : void
- ChangeBaliScale() : void

- Rotation(direction : Vector3) - void

- TryMagnetStick() : void

- Jump() : void

- SetBallSettings() - void

- ApplySettings() - void

- IsGrounded() : void

+OnTriggerEnter(other : Collider) : void

LevelStateManager

BallSettings

EKPAHHI ®OPMW

Burnan ogHoro 3 piBHiB B Unity

+ ballForce : float

+ ballMass : float
+speed : float

+ jumpForce - float

+ colliderRadius - float
+ scale : float

+Instance : LevelStateManager
+ isDiamondCollected : bool
+timeToCompleteSeconds : float
~timer : Timer

- player : GameObiject

- checkpointPosition : Vectord

- checkpointTime - float

+ OnRevive - Action

+OnLose : Action

+OnWin : Action

+ OnHeartsChanged : Action

+ OnRevivesuceess * Action

+ OnReviveFall : Action<string>

+Awake() : void

+ OnPlayerLose() : void

+ OnPlayerFinished() : void

+ OnDiamondCollected(diamond : GameObject) : void
+ SetCheckpoint(position : Vector3) : void

+ BuyRespawnOnCheckpoint() - void

+ VideoRespawnOnCheckpoint() : void

- Respawn() : void
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BIOEO POBOTUN SACTOCYHKY

11

TECTYBAHHA

Byno npotectoBaHo:

No ok wh~

PobBoTy kepyBaHHSI KyNbKOK Ta CTPUOKa;

[MepemukaHHs isnYHNX pexnmis;

Cucrtemy 3iTKHEHD;

3aBaHTaXeHHS Ta NPOXOAXKEHHS PIBHIB;

PoboTy kopucTyBaLbKoro iHTepdeicy;

Cuctemy aBTOpmM3aLii;

30epexeHHs Ta 3aBaHTaXeHHs Nporpecy Kopuctysaua.

PESyJ'I bTaTu TECTYBaHHA:

ok wbd~

Yci TecToBi cueHapii BUKOHaHI YCMiLLHO;

KpuTnyHux nomunok Ta 3060iB He BUSIBIEHO;

IHTepdenc KopeKTHO aaanTyeTbCs Mif, Pi3Hi pO3MipK eKpaHiB;

['pa cTabinbHo npautoe Ha Android-npuctposx 6e3 3aBncaHb Ta BUNbOTIB;
Cucrema 30epexeHHs AaHnX nNpaLltoe KopekTHo 6e3 BTpaTu nporpecy.
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AMNPOBAULIA PE3YIBTATIB AOCNIAXEHHA

TuxoHueHko |.0., KosaneHko [1.C. Po3spobka MobinbHai 3D rpu kasyanbHoro
XaHpy 3i 3MmiHow  pisMuHUX BnactuBocten ob’ekta. Martepianm I
BceykpaiHCbKOT HayKOBO-TEXHIYHOT KOHdbepeHuii «Buknukn Ta piweHHa B
nporpamHin iHxeHepii», 26 nuctonaga 2025 poky, Kuie, [HdepxaBHun
yHiBepcuTeT iHdopMaLinHO-KOMYyHiKaliMHUX TexHonorii. 306ipHuk Te3. K.:
OYIKT, 2025. C.414-416.

TuxoHyeHko 1.O. 3abesneyeHHs Ges3nekn iHdopmauii y mMobinbHin 3D rpi 3i
3MiHO  pisnyHMX BractuBocTen ob’ekta. Martepiann BceykpaiHcbKoi
HayKOBO-TEXHIYHOI KoHdepeHLuii «LindpoBa TpaHcdopmauis kibepbesnekm»,
29 kBiTHA 2026 poky, Knie, OYIKT. 36ipHuk Tes. K.: AYIKT, 2026. C.77-78.
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BUCHOBKU

[MpoBeneHo aHanis icHyounx aHanorisa mMobinbHUX 3D irop kasyanbHOro XaHpy 3i 3MiHO
isnyHMX BracTuBocTelr 06’ekTa Ta BU3HAYEHO OCHOBHI (OyHKLIiOHaMbHI Ta HedyHKLioHaMNbHI
BMMOTM 00 MOGINbLHOT rpu.

O6GpaHo nporpaMHi 3acobu Ta TexHonorii po3pobkn MobinbHoi 3D rpu, 3okpema Unity, C#,
Blender, Firebase, Figma Tta Audacity, wo 3abesneuynnu peanisauito OCHOBHWX irpOBMX
MexaHiK Ta nigTpuMKy MobinbHoT nnatdopmm Android.

CnpoekToBaHo apxiTekTypy MobinbHoi 3D rpu Ta CTpykTypy T OyHKUiOHanNbHMUX Mopynis,
BKITIOYAOYM CUCTEMY PiBHIB, KOPUCTYBALIbKUIA iHTEpPdEIC | cucTeMY 30epeXeHHs AaHunX.
PeanizoBaHO OCHOBHI irpoBi MexaHiku1, 3acHOBaHI Ha 3MiHi isndHKMX BracTuBoCcTEl 00’eKTa,
30KpeMa LIBUOKUIN, BaXKKWMIA Ta MarHiTHUI peXuMn B3aeMmogii 3 irpoBUM cepefioBULLEM.
lMpoBeneHo TecTyBaHHsA MoOOGiNbHOT 3D rpu, pesynbTaTt SKOro nigTBEPAMIIM KOPEKTHICTb
poBOTU OCHOBHMX MeXaHIK, iHTepdpelicy KopucTyBada Ta cuctemu 36epexeHHs! Nporpecy.
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JAOJATOK b. JIICTUHT'U IPOT'PAMHUX MOAYJIIB

// BallMovement.cs

using System;

using UnityEngine;

using UnityEngine.InputSystem;

public class BallMovement : MonoBehaviour
{

private Controller controller;

private InputAction move;

private Rigidbody rb;

private SphereCollider sphereCollider;

[SerializeField] private Transform ballTransform;

[SerializeField] private BallController ballController;

Header("BallSettings")]
SerializeField] private float ballForce = 5f;

SerializeField] private float jumpForce = 5f;

SerializeField] private float sphereRadius = 0.5f;

[
[
[
[SerializeField] private float speed = 10f;
[
[
[SerializeField] private float rotationSpeed = 5f;
[

]
]
SerializeField] private float ballMass = 1f;
]
]
]

SerializeField] private float ballScale = 1f;

private bool isGrounded = true;

[SerializeField] private LayerMask groundLayer;

[Header("Magnetic")]
[SerializeField] private LayerMask magneticLayer;

[SerializeField] private float magneticRange = 1.5f;
[HideInInspector] public static bool isStuck = false;

[Header("Camera")]
[SerializeField] private CameraFollow cameraFollow;

private Vector3 surfaceNormal = Vector3.up;

private void Awake()
{
controller = new Controller();
rb = GetComponent<Rigidbody>();
sphereCollider = GetComponent<SphereCollider>();

private void OnEnable()
{
controller.Enable();
move = controller.Player.Move;
controller.Player.Jump.performed += OnJumpPerformed;
controller.Player.SwitchToNormalMode.performed +=
OnSwitchNormalPerformed;
controller.Player.SwitchToHeavyMode.performed +=
OnSwitchHeavyPerformed;
controller.Player.SwitchToMagneticMode.performed +=

OnSwitchMagneticPerformed,

}

private void OnDisable()
{
controller.Player.Jump.performed -= OnJumpPerformed;
controller.Player.SwitchToNormalMode.performed -=
OnSwitchNormalPerformed;
controller.Player.SwitchToHeavyMode.performed -=
OnSwitchHeavyPerformed;
controller.Player.SwitchToMagneticMode.performed -=
OnSwitchMagneticPerformed,

controller.Disable();

private void Start()

{
SetBallSettings();

private void FixedUpdate()

{
Debug.DrawRay(rb.worldCenterOfMass, -transform.up,

Color.green);

Vector3 moveDirection = GetMoveDirection();

IsGrounded();

MoveBall(moveDirection);



ChangeBallScale();

private void OnDrawGizmos()

{
Gizmos.DrawWireSphere(transform.position,
magneticRange);

}

//Ball direction

private Vector3 CalculateDirection()

{

Vector2 movelnput = move.ReadValue<Vector2>();

movelnput = Vector2.ClampMagnitude(movelnput, 1f);

Vector3 camForward = cameraFollow.transform.forward;

Vector3 camRight = cameraFollow.transform.right;

camForward.y = 0;

camRight.y = 0;

camForward.Normalize();

camRight.Normalize();

Vector3 moveDir = camForward* movelnput.y +

camRight* movelnput.x;

if (!isGrounded)

return moveDir/2.3f;

return moveDir;

//Magnetic Ball direction

private Vector3 CalculateMagneticDirection()

{

Vector2 movelnput = move.ReadValue<Vector2>();
movelnput = Vector2.ClampMagnitude(movelnput, 1f);

Vector3 camRight = cameraFollow.transform.right;

camRight.y = 0;
camRight.Normalize();

Vector3 forward = Vector3.Cross(camRight,

surfaceNormal).normalized;
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Vector3 right = Vector3.Cross(surfaceNormal,

forward).normalized;

Vector3 moveDir = forward * movelnput.y + right *

movelnput.x;

if (moveDir.sqrMagnitude > 1f)
{

moveDir.Normalize();

cameraFollow.SetRotationSide(surfaceNormal.x);

return moveDir;

private Vector3 GetMoveDirection()

{

Vector3 moveDirection;

surfaceNormal = Vector3.up;

if (ballController.CurrentType == BallType.Magnetic)

{
TryMagnetStick();

ballController.SetCurrentSettings(isStuck ?

BallType.Magnetic : BallType.MagneticGrounded);

SetBallSettings();
moveDirection = isStuck ?

CalculateMagneticDirection() : CalculateDirection();

}

else

{

moveDirection = CalculateDirection();

return moveDirection;

private void MoveBall(Vector3 moveDirection)

{

Vector3 targetVelocity = moveDirection * speed;

if (!isStuck)
targetVelocity.y = rb.velocity.y;



rb.velocity = Vector3.Lerp(rb.velocity, targetVelocity,
ballForce * Time.fixedDeltaTime);

if (rb.velocity.sqrMagnitude < 0.01f)
{

rb.velocity = Vector3.zero;

Rotation(rb.velocity);

private void ChangeBallScale()
{
float newScale =
Mathf.MoveTowards(ballTransform.localScale.x, ballScale,
Time.fixedDeltaTime * 3f);
ballTransform.localScale = new(newScale, newScale,

newScale);

}

private void Rotation(Vector3 direction)
{
if (direction.sqrMagnitude < 0.01f)

return;

if (surfaceNormal == Vector3.up)
transform.rotation =
Quaternion.Euler(transform.eulerAngles.x,transform.eulerAngl

es.y,0);

Quaternion  targetRotation =
Quaternion.LookRotation(direction, surfaceNormal);
transform.rotation = Quaternion.Slerp(transform.rotation,

targetRotation, rotationSpeed * Time.fixedDeltaTime);

float distance = rb.velocity.magnitude *
Time.fixedDeltaTime;
float angle = ((distance / sphereRadius) ) *
Mathf.Rad2Deg;

ballTransform.Rotate(Vector3.right, angle, Space.Self);

private void TryMagnetStick()
{
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Collider[] hits =
Physics.OverlapSphere(rb.worldCenterOfMass,
magneticRange, magneticLayer);

float closestDistance = Mathf.Infinity;
Vector3 closestNormal = Vector3.up;
Vector3 contactPoint = Vector3.zero;

bool found = false;

foreach (var col in hits)
{
Vector3  closest =
col.ClosestPoint(rb.worldCenterOfMass);
Vector3 dir = rb.worldCenterOfMass - closest;

float distance = dir.magnitude;

if (distance < closestDistance)
{
RaycastHit hit;
if (Physics.Raycast(rb.worldCenterOfMass,
-dirnormalized, out hit, magneticRange -+  0.1f,
magneticLayer))
{
closestDistance = distance;
closestNormal = hit.normal;
contactPoint = hit.point;

found = true;

if (found)

{
rb.useGravity = false;
rb.velocity = Vector3.zero;

rb.angularVelocity = Vector3.zero;

Quaternion targetRotation =
Quaternion.FromToRotation(transform.up, closestNormal) *
transform.rotation;

transform.rotation =

*

Quaternion.Slerp(transform.rotation, targetRotation, 20f

Time.fixedDeltaTime);

rb.MovePosition(contactPoint + closestNormal *

sphereRadius * ballTransform.localScale.x);

surfaceNormal = closestNormal;



isStuck = true;
}
else
{
rb.useGravity = true;

isStuck = false;

private void Jump()
{
if (isGrounded)
rb.AddForce((Vector3.up) * jumpForce,
ForceMode.Impulse);

}

private void SetBallSettings()

{
ballForce = ballController.CurrentSettings.ballForce;
jumpForce = ballController.CurrentSettings.jumpForce;
speed = ballController.CurrentSettings.speed;
ballMass = ballController.CurrentSettings.ballMass;

sphereRadius =
ballController.CurrentSettings.colliderRadius;

ballScale = ballController.CurrentSettings.scale;

ApplySettings();

private void ApplySettings()
{

sphereCollider.radius = sphereRadius;

rb.mass = ballMass;

private void IsGrounded()

{

isGrounded = Physics.Raycast(transform.position,

Vector3.down, (0.1f + sphereRadius), groundLayer);
}

private void
OnJumpPerformed(InputAction.CallbackContext context)

{
Jump();
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private void
OnSwitchNormalPerformed(InputAction.CallbackContext
context)
{
isStuck = false;
ballController.SwitchToNormal();
SetBallSettings();

private void
OnSwitchHeavyPerformed(InputAction.CallbackContext
context)
{
isStuck = false;
ballController.SwitchToHeavy();
SetBallSettings();

private void
OnSwitchMagneticPerformed(InputAction.CallbackContext
context)
{
ballController.SwitchToMagnetic();
SetBallSettings();

// BallController.cs

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class BallController : MonoBehaviour
{
[SerializeField] private List<BallTypeSettings>
ballTypeSettings;
[SerializeField] private MeshRenderer ballMesh;
private BallType currentType;

private BallSettings currentSettings;

public BallSettings CurrentSettings => currentSettings;

public BallType CurrentType => currentType;

private Rigidbody rb;
private void Awake()

{
rb = GetComponent<Rigidbody>();



currentType = BallType.Normal;
UpdateSettings();

public void SwitchToNormal()

{
currentType = BallType.Normal;
UpdateSettings();

public void SwitchToHeavy()

{
currentType = BallType.Heavy;
UpdateSettings();

public void SwitchToMagnetic()

{
currentType = BallType.Magnetic;
UpdateSettings();

private void UpdateSettings()
{
rb.useGravity = true;
foreach (var item in ballTypeSettings)
{
if (item.ballType == currentType)
{
if (currentType == BallType.Magnetic)

rb.useGravity = false;

ballMesh.material = item.ballMaterial;
currentSettings = item.ballSettings;
Debug.Log(currentType);

break;

-

public void SetCurrentSettings(Ball Type type)
{

foreach (var item in ballTypeSettings)

{
if (item.ballType == type)

{

currentSettings = item.ballSettings;

break;

// BallCollision.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class BallCollision : MonoBehaviour

{

private void OnCollisionEnter(Collision other)

{
if (other.gameObject. CompareTag("Trap"))

{

LevelStateManager.Instance.OnPlayerLose()

private void OnTriggerEnter(Collider other)

{

if (other.gameObject. CompareTag("Diamond"))

{
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LevelStateManager.Instance.OnDiamondCollected(other.game

Object);
}

else if (other.gameObject. CompareTag("Finish"))

{

LevelStateManager.Instance.OnPlayerFinished();

}

else if (other.gameObject.CompareTag("Trap"))

{

LevelStateManager.Instance.OnPlayerLose();

// BallType.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;



public enum BallType
{
Normal,
Heavy,
Magnetic,
MagneticGrounded

// BallSettings.cs
using System;

using UnityEngine;

[CreateAssetMenu(fileName = "BallSettings")]
public class BallSettings : ScriptableObject
{

public float ballForce;

public float ballMass;

public float speed;

public float jumpForce;

public float colliderRadius;

public float scale;

// BallTypeSettings.cs
using System;

using UnityEngine;

[Serializable]

public class BallTypeSettings

{
public BallType ballType;
public BallSettings ballSettings;
public Material ballMaterial;
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