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PE®EPAT

TexcTroBa yacTuHa KBadidikaniiHOT poOOTH Ha 3700yTTS OCBITHBOI'O CTYIEHS
Marictpa: 76 crop., 37 puc., 21 mxeperno.

Haykose 3a60anns — po3poOKa IHTEpPAKTUBHOI T'PU Y JKaHPI1 Bi3yaJbHOI HOBEIH 13
BUKOPHUCTaHHSAM MOBU nporpamyBaHHs C# Ta pymris Unity.

Mema pob6omu — CTBOPUTH IHTEPAKTUBHY TPy, siKa 3a0e31meuye eMoIliiiHe 3aHypeHHs
TpaBlis Ta JI03BOJISIE TUHAMIYHO a/IaliTyBaTH CIOKET 3aJIEKHO Bi HOro BHOOPIB.

06’ekm OocniodceHHs — TPOLEC CTBOPEHHS THTEPAKTUBHUX IrOp 13 HENIHIHHUM
HapaTUBOM.

IIpeomem Oocniodcenns — TEXHOJOTI] pO3POOKU IHTEPAKTHUBHUX ITOp y >KaHPi
Bi3yaJIbHUX HOBEIL.

Memoou 0ocniosxcenns — aHall3 CydaCHUX IHTEPAKTUBHUX HAPATUBIB 1 BI3yaJIbHUX
HOBeJ. IIpoekTyBaHHsS apXiTeKTypu TpU. AJNTOPUTMI3AIlS 1aJOTOBUX CHUCTEM 1
CIO’)KETHHX T'1JIOK. Bukopucranus METO0JIOT11 00’ €KTHO-OPIEHTOBAHOTO
poTpaMyBaHHSI.

Kopomxuit 3micm pobomu:. IlpoBemeHo aHami3 I1HTEPAKTUBHUX HApaTHUBIB Yy
CydacHHMX BIZ€OIrpax, JOCITIPKEHO OCHOBHI (pYHKIII Ta MEXaHIKH Bi3yaJbHUX HOBEI.
PosrisiHyTO 0COOIMBOCTI )KaHPY, BKIFOYAIOUX O0araToBapiaHTHICTh CIOKETIB, B3AEMOIIIO
TpaBIls 3 MEPCOHAXKAMH Ta MOXKJIUBICTH MMOBTOPHOTO MPOXOKeHH. [IpoekTyBaHHS rpr
BUKOHAHO 3 BuKopuctanHsaM Unity Ta MoBu nporpamyBanHs C#. PeanizoBaHo cuctemy
mianoriB, BUOOpIB Ta IHTEpAaKTHBHUX MEHIO 3 BHKOpHcTaHHSIM Scriptable Objects.
TecTyBanHs TOKa3aqo0 TOBHY BIAMOBIAHICTE PO3POOJICHOTO MPOAYKTY MOCTABICHUM
3aBAaHHAM. ['pa BKIFOYAa€ KiIbKa KIHIIIBOK, IO 3aJie)KaTh BiJl BHOOPIB TpaBIf,

3a0e3Mneuyoun TOBTOPIOBAHUM ITPOBUI JOCBIJ.

Kiro4oBi ciioBa: iHTEpaKTUBHI ITpH, BizyanbH1 HOBeIM, Unity, C#, clieHapHi TUIKH,

J11aJIOTOB1 CUCTEMHU.



ABSTRACT

Text part of the master's qualification work: 76 pages, 37 pictures, 21 sources.

Scientific task is to develop an interactive game in the visual novel genre using the
C# programming language and the Unity engine.

Goal of the work is to create an interactive game that ensures emotional immersion
of the player and dynamically adapts the storyline based on their choices.

Object of research — the process of creating interactive games with nonlinear
narratives.

Subject of research — technologies for developing interactive games in the visual
novel genre.

Research methods — analysis of modern interactive narratives and visual novels.
Design of game architecture. Algorithmization of dialogue systems and branching
storylines. Application of object-oriented programming methodology.

Summary of the work: An analysis of interactive narratives in modern video games
was conducted, and the main features and mechanics of visual novels were studied. The
unique characteristics of the genre were reviewed, including storyline branching, player-
character interaction, and the possibility of replayability. The game design was
implemented using Unity and the C# programming language. A dialogue system, choice
mechanics, and interactive menus were developed using Scriptable Objects. Testing
demonstrated that the developed product fully meets the set objectives. The game
includes multiple endings, which depend on the player's choices, providing a replayable
gameplay experience.

Keywords: interactive games, visual novels, Unity, C#, branching storylines,

dialogue systems.
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BCTYII

[HTepaKkTHBHI HAPATUBH € BAXKIMBOIO CKJIAJIOBOIO CYYaCHHUX BiZICOIrop, aKe BOHU
JO3BOJIAIOTH TPaBILSIM BIUIMBATH Ha PO3BUTOK CIOKETY depe3 BUOIp a1l Ta pimeHs. Lle
3a0e3nedye JMHAMIYHICTh IFPOBOrO TMPOLECY, YHIKAIbHUM JOCBIJ HJsi KOXHOTO
KOPHUCTYBaua Ta CIPHSE 3aHYPEHHIO Y BIPTyadbHUU CBIT. 3aBASKH TaKUM CIEMCHTaM,
BIJICOITPU CTAIOTh HE JIMILIE JKEPEJIOM pOo3Bar, a W MOTYKHUM I1HCTPYMEHTOM JJis
EMOIIIITHOT B3a€MOTi1, PO3BUTKY KPUTHYHOT'O MHUCJICHHS T4 BUBUYEHHS BIUIMBY MOBEIIHKH
Ha pi3Hi cuieHapii. OcobIMBY yBary NpuBepTaIOTh IrPH, sIKI BAKOPUCTOBYIOTh TEXHOJIOT11
NpOrpaMyBaHHS JIJI1 CTBOPCHHS JMHAMIYHHUX, QJalTHBHUX HapaTUBIB, 3IaTHHX
3MIHIOBATHCS B PEATBHOMY Yaci 3aJI€KHO BIJ] PIIICHb TPABIIS.

AKTYaJbHICTh TEMH TIOJIATAE Y 3pOCTAOUOMY TIOMHKTI HA ITPH 3 IHTEPAKTUBHUMU
HapaTHBaMH, 0 aaNTYIOThCS 10 BHOOPY rpaBiiss. BUKOpHUCTaHHS MOBH IPOTrpaMyBaHHS
C# y moeHaHHI 3 IHTEPAKTUBHUM CIICHAPHUM JIU3aHHOM JIO3BOJISIE CTBOPIOBATH THYUKI
Ta 3aXOILIMBI1 irpoBi cBiTH. Takuii miaxix poOUTH TPy HE TUIBKU IIKABUM JIO3BLLISAM, a U
THCTPYMEHTOM ISl JIOCIHIKEHHS €MOIIMHOT B3aeMOJli MK TpaBleM Ta IrpOBUMH
EpPCOHAXKaAMHU.

MeTo10 TUIIIOMHOT POOOTH € JOCITIIKEHHS MIX01B 10 PO3POOKH iIHTEPaKTHBHUX
HapaTUBIB Yy BiJIeOirpax Ta CTBOPEHHS MPOTOTHUITY TPH, KA aJaNTy€eEThCS 10 €MOIIIHHUX
pIIIICHB TPABIIA.
3aBIaHHAMM POOOTH €:

— AHani3 iICHyI0YHMX MiJX0/(iB 0 CTBOPEHHS IHTEPAKTUBHUX HAPaTHBIB.

— Po3pobka mMozelni iHTEpaKTHBHOTO CIICHAPI0, IO 3MIHIOETHCS BiIIMOBIIHO
710 BUOOPY TpaBIIsl.

— Peamizaris mpoToTUIY TPH 3 BUKOPUCTAHHSM MOBH mporpamyBaHHs C#.

— TecryBaHHS IHTEpaKTUBHOI TpPH 3 METOK OIIHKA €(EeKTUBHOCTI ii
HAapAaTUBHOI CTPYKTYPH.

— BuBueHHsS BIUIMBY IHTEPAaKTUBHOTO CIOKETY Ha 3allydyeHICTh Ta
3aJIOBOJICHHSI TPABIIAL.

006’€KTOM JOCIIJIKEHHSI € MPOLIEC CTBOPEHHS Ta BIPOBAJKEHHS THTEPAKTUBHUX

HapaTUBIB y BIJCOITPH.



IIpeamerom AOCHIIPKEHHS € METOAU Ta TEXHOJIOTIT pO3pOOKH 1HTEPaKTUBHUX
CIOXETIB, 1110 aJaNTYIOTHCS J10 PIIEHb IPABIB, 13 BAKOPUCTAHHSAM MOBH IIPOrPAMYBAHHS
C#.

Pe3ynpTaT NOCHIIKEHHS MOXYTh OyTH BHUKOPUCTaHI JJii CTBOPEHHS HOBHUX
I'POBUX MPOAYKTIB, OPIEHTOBAHUX HA IHTEPAKTUBHICTH Ta AUHAMIYHICTh, @ TAKOX JJIs
BJIOCKOHAJICHHSI ICHYIOUUX IrOp IIJISXOM BIPOBAKEHHS aJaNTUBHUX CIOKETHHUX JITHIM.
Po3poOnenuii mpoTOTMN CTaHE MPHUKIAIOM IHTErpamii Cy4acHUX MpOrpaMHUX
TEXHOJIOT1H 13 HApaTUBHUM JU3aliHOM, L0 JI03BOJUTH I'PABISIM OTPUMATHU YHIKAJIbHUM

I'pOBHI TOCB1J/I, 3aCHOBAHU Y Ha iXHIX PIIMICHHSIX Ta €MOIIIs
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1 3ATAJIbHA YACTHHA

1.1 ITocTanoBka 3axaui

Meroro numaoMHOi poOOTH € CTBOPEHHS IHTEPAaKTUBHOI I'pM Ha OCHOBI MOBH
nporpamyBanHs C#, sika peallizye THyYKUH IHTEpaKTUBHUN HApaTHB, 10 aAalTy€EThCS J0
BUOOpIB TpaBlsl Ta WOro emouiiHux pimeHb. OCHOBHA KOHLEILIS TpU MOJSATae y
CTBOPEHHI CIOKETHOI CHCTEMH, SKa pearye Ha il TpaBIl B peaJbHOMY 4aci,
3a0e3Meuyoun YHIKQIBHUHN ITPOBUI JOCBI TSI KOKHOTO MPOXOKCHHS.

JIJIsl TOCSATHEHHS TTOCTABJICHOT METH HEOOXiTHO BHPIIITUTH TaKi 3aBIaHHS:

— Po3poOuTtu apXiteKTypy TIpH, IO BKIIOYAE IHCTPYMECHTH IS 3PYYHOTO
CTBOPEHHS J11aJI0T1B, MOHOJIOT'IB, 33JIHIX (JOHIB Ta MEHIO BUOOPY TpaBIIs.

— PeanidyBaTu cuCTEMy I1HTEpPAKTUBHUX J1aJIOTiB, SKa J03BOJISIE TPABIICBI
BIUTMBATH HA PO3BUTOK CIOKETY HUISIXOM MPUHHATTS PillI€Hb.

— IaterpyBatu 3acobu Unity mis 3a0e3leueHHs] 3pYYHOTO YMpPaBIIIHHS
CIIEHapHHUMH €JICMEHTaMHU, TAKUMH SIK 3MiHa (OHY, TEKCTy Ta BUOIPKOBHX
BapiaHTIB BIJIOBIICH.

— 3abe3neunTd THYYKICTh Yy 3MIiHI Ta MacimTta0yBaHHI KOHTEHTY TIpH,
BUKOPHUCTOBYIOYHM 00'€KTHO-OPIEHTOBAHI IiIXO/IH 10 TPOTpaMyBaHHS.

I'pa 6yzae cTBOpeHa y ’aHpi Bi3yaJIbHOTO pOMaHy, JIe TpaBellb, KEPYIOUH TOJIOBHUM
repoeM, B3aEMOJIIE€ 3 TPhbOMa MAariyHUMHU ICTOTAaMU — JyXOM JICy, (€€l Ta TIHHIO.
CroxeT OyyeThCs HA OCHOB1 €eMOIIIMHIX BUOOPIB IPaBILs, 1[0 BUZHAYAIOTH OJTHY 13 MIECTH
MO>KJIMBUX KIHITIBOK. Ba)XTMBUM €IEMEHTOM € MOJIHMBICTH TTOBTOPHOTO MPOXOIKCHHS
T'PH 3 METOIO JIOCIIKCHHS aJIbTePHATUBHUX CIICHAPIIB.

[Iporpamua peamizaiiis rpu Oyze 3aiCHEHA 3a JOTIOMOTOI0 MOBH ITPOTrpaMyBaHHS
C# y cepenoBuiti Unity. BuGip Unity 3ymoBieHU# 11 MOTY>)KHUMHU MOKJIHUBOCTSIMU JIJIS
CTBOPEHHS IHTEPAKTUBHUX HAPATUBIB, MIATPUMKOIO pOOOTH 3 1aJIOTOBUMU CUCTEMaMU

Ta rpadiyHUMH THTEpPericamu.
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OdiKkyBaHUM PE3YJIbTATOM € CTBOPEHHS IHTEPAKTUBHOI'O MPOAYKTY, IO MOETHYE
Cy4yacHI TEXHOJIOT1i MPOrpaMyBaHHs 3 TBOPYMUM MIIXOJ0M JI0 CLEHApHOro nu3aiiHy. ['pa
Ma€e MPOJEMOHCTPYBATH, SIK IHTEPAKTUBHHUI HAPATUB MOXE BIUIMBATH HAa €MOLIIMHHIMA

JOCB1JI TPpaBIiB Ta (POPMYBATH TUHAMIYHUN CIOKET.

1.2 JdocaimkeHHs i aHaJi3 00’€KTa NPOrpaMyBaHHS

KoMm'toTepHi irpu € 0HUM 13 HAUTIOMYJISIPHIIIMX BUAIB pO3Bar y Cy4acHOMY CBITI.
Ixniit po3BuTok posnoyascs y 1950—-60-x pokax, Koiau Oyiiu cTBOPEHi IepIli MPUMiTUBHI
nporotun#, sik-oT Tennis for Two (1958) a6o Spacewar! (1962). 3naunuii mpopuB y
NOMYJIAPHOCTI irop ctaBes y 1980-X, 13 MOMUpPEHHSIM apKaJIHUX aBTOMATIB 1 JJOMAITHIX
koHcone. Came Toai mouanacs auBepcudikailisi >KaHpiB, SKI BKJIIOYAIU EKIICHH,
cTpaterii Tta cumynsaTopu. OJHAaK cepel pI3HOMAHITTA KaHPIB OCOOJUBY yBary
NPUBEPHYJIHM IHTEPAKTUBHI HAPATUBH, K1 CTAIM OCHOBOIO JIJISI KaHPY BI3yaJIbHUX HOBEJ.

Kanp BizyanbHMX HOBen BUHHMK Yy 1980-X pokax, aje CHpaBXHBOTO BU3HAHHS
HaOyB y 1990-x B SImoHii 3aBAsSIKA MPOEKTaM, SKi IMOEIHYBAIN y cO01 TEKCTOBI 1CTOPIi,
uTrocTparlii Ta iHTepakTUBHICTh. OAHIEIO 3 MEPIIMX BIJOMHUX BI3yaJIbHHMX HOBEN Oyra
Kanon (1999), sxa 3amana HOBI CTaHAAPTH JJIS LBOTO KaHPY, NMPOMOHYIOYH TPaBISIM
3aXOIJIUBHM CIOXKET, 0araTOBUMIPHUX MIEPCOHAXKIB 1 MOYKJIMBICTh BIUTMBATH HA PO3BUTOK
ictopii. TlomymsipHICTH IBOTO >KaHPY 3pOCia 3aBASKKA MOTO 3JaTHOCTI 3aHYypIOBATH
TPaBIiB y 1HTEPAKTUBHUU IOCBiJ, IO TMOEMHYE JITEPATYpHUU CTHIb 13 TpadiuHuM
au3aiiHoM 1 My3ukoro. Ha pucynky 1.1 300pakeHO TUIOBUN NpUKIaf 1HTEpQeEicy

KJIACUYHOI Bi3yaJlbHOI HOBEIIH.
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\ “Uguu... That really hurt.”

~ v . )

Pucynok 1.1 — Inrepdeiic kmacuuHoi Bi3yalbHOI HOBEIU

[HTepakTHBHI HapaTHBU Yy CYYaCHUX Bijeoirpax HaOyBalOTh BcE OUIBIIOT
MOMYJISIPHOCTI, a/Ke J03BOJISIOTH CTBOPIOBATH YHIKAJIBHI ITPOBI CIieHApIi, sIKi 3aekKaTh
BiJl BUOOpPY TpaBIls. Lle 0co0MMBO akTyanbHO IJIs )KaHPY Bi3yaJdbHUX HOBEJ, JI€ CIOXKET 1
MeXaHiKa B3a€MOJIi TOBHICTIO (OKYCYIOThCA Ha icTOpii, €MOIlIMHOMY BIUIMBI Ta
ocoOuCTii ydacTi rpaBis. BizyanabHi HOBEIU € )KaHPOM BiJI€OIrop, KUl MOETHYE B COO1
TEKCTOBMI CIIEHApii, cTaTH4H1 a00 aHIMOBAaHI UTIOCTpallii Ta IHTEPAKTUBHI €JIEMEHTH.
['paBenib, BUKOHYIOUM pOJb TOJOBHOTO TEposi, MpHUIMAae KIIOYOBI PIIMIEHHS, 10
BIJTUBAIOTh HA PO3BUTOK CIOKETY, B3AEMHHM 3 TIEPCOHAKAMU Ta KIHIIIBKY TPH.

VY Bi3yaJbHUX HOBEJAX CIOKET € IIEHTPAJIbHUM E€JIEMEHTOM, SIKHM JJOTIOBHIOETHCS
Bi3yaJlbHUM O(OPMJICHHSM, 3BYKOBUMH e(exTamu Ta My3ukor. OmHIEI0 3 KIHOUYOBUX
0COOJIMBOCTEN TAKUX ITOP € MOYJIMBICTH TOBTOPHOTO MPOXOHKSHHS, aJI’Ke Pi3HI BUOOpHU
I'PaBIlS IPHU3BOJIATH A0 YHIKAJIBHUX CIICHAPIiB, PO3BUTKIB MO/IiH Ta KiHIIBOK. Hampukia,
y tpi Steins;Gate BuGopu rpaBiis (OPMYIOTH KiTbKa PI3HUX CIOKETHUX JIHIN, fKi
B32€MOIIOB’ 13aH1 Ta BIAKPUBAIOTH TITUOWHY MEPCOHAXKIB Ta IXHIX B3a€EMHH.

PisHOMAaHITTS >KaHpy BI3yallbHMX HOBEI MOKHAa KiIacu(iKyBaTh 3a pPIBHEM
iHTepakTUBHOCTI. Kitacu4Hi HOBenu 30cepeKeHl Ha TEKCTI Ta CTATUYHUX 300paKeHHSX,
3QJIMIIAI0YM IHTEPAKTUBHICTh MIHIMAIbHOW. Taki Irpu MiAXOASTH IJii CTBOPEHHSA

PO3rOPHYTUX ICTOpPIM 13 YMCIEHHUMHU [lajoramMM Ta onucamu. Y TOH XKe uac
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KiHeMaTorpa@iuHi HOBEIW OUIbIIE CXOXKI Ha IHTEPAKTUBHE KIHO, BUKOPUCTOBYIOYHU
O3BYYEHI [1aJIOTH, aHIMallli Ta BHCOKOSAKICHY Tpadiky, sK L€ peaji30oBaHO y Tpi

Danganronpa. Ileli migxin OpoOUTIOCTPOBAaHO HA PHUCYHKY 1.2, SKUM JEMOHCTpYE

Pucynok 1.2 — I'padiune opopmiieHHs y kKiHeMaTorpadgiyHuX HOBEIaX

Irpu, sKi MOEAHYIOTH YHIKaJdbHI MEXaHIKM 3 IHTEPAKTHUBHUMHU HapaTHBaMH,
JIEMOHCTPYIOTh HOBI ITIIXOH J10 TTOOYIOBH CIOJKETIB Ta 3aJydeHHs rpaBiiB. Hampukian,
Oxenfree BUKOPUCTOBYE IHTEPAKTUBHY CUCTEMY JIaJIOTIB y peaJbHOMY Yaci, 0 poOUTh
ITpOBHI TpoIlec OUTHII JUHAMIYHMM. Peruriku oOuparoTbest 0e3 mays3u, IO iMITye
MPUPOAHUI XiJl PO3MOBH Ta BUMAarae MIBUKOI peakilii Bil rpaBIis.

[ammii mpuxman — Undertale, rpa, sika 3MIHIOE YSIBIEHHS TPO MPOXOIKCHHS
ClokeTiB. BoHa 1J03Boiii€e TpaBIIO TPOWTH BeCh CIOKET 0€3 HaCWIbCTBA,
BUKOPUCTOBYIOYM MEXaHIKH MEpPEeroBopiB a00 BTedi. Takwil MiaxiJ CTBOPIOE CHIIbHHMA
EMOIIIITHUI 3B’SI30K 13 IEPCOHAKAMU, aJ)Ke BUOOpHU T'PABI MalOTh 3HAYHUU BIUTUB HA
CIOXKET 1 KIHIIBKH.

e ofHUM TOMYJSIPHAM BHJIOM Bi3yaJ bHUX HOBEJ € Ti, IO BKIIOYAIOTH JOIATKOBI
reiMIUIeiHI MeXaHiKd, SK-0T MIHI-IFTPU 4M ToJoBoJIoMKU. Hampukian, y cepii Phoenix

Wright: Ace Attorney rpaBelib BUCTYNA€ aJBOKATOM, SIKMI TOBUHEH BUPILIYBAaTH IPABOBI
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rOJIOBOJIOMKH, 110 BIUIMBAIOTh HAa PO3BUTOK CIPaBHU Ta CIOKeTy 3arajom. Lli irpu BMmisio
MOEIHYIOTh IHTEPAKTUBHUI HApATUB 13 €J1eMEHTAMHU JIOTTYHOTO MUCJICHHS.

Bi3yasibH1 HOBENM TaK0X YacTO BUKOPUCTOBYIOTh (DYHKIIOHAN, SKUH J03BOJISIE
rpaBlIto OUIbIIE KOHTPOJIOBATH CBiil nocBiA. Hampukinaz, nianorosi qepeBa NponoHYOTh
BUOIp peruniK, uo GOpMyrOTh CTOCYHKH MK NEpCOHaXaMH. [HTEepaKTUBHI MEHIO JalOTh
3MOry BHOMpATH PI3HI i1 UM HANPSIMHU PO3BUTKY MOJIi, a rajepei ClieH 1 IePCOHaXIB
J03BOJISTIOTH TIEPETJISIIaTH BAXKIIMBI MOMEHTH 1CTOPIi MICHIsI 3aBEPIICHHS TPH.

OcHoBHI QyHKIIIi Bi3yaJbHUX HOBEJ BKJIIOYAIOTh CUCTEMY BUOOpY, SiKa BU3HAYAE
nepeoir icTopii, 3MiHy (OHIB 1 MY3UKH 3aJI€KHO BiJl KOHTEKCTY CIICHH, & TAKOX 3pyUHUN
iHTepdeiic AJig YuTaHHS JIajoriB 1 YIpaBiiHHSA BUOOpamMu. BaXJIMBUM €IE€MEHTOM €
OaraToBapiaHTHICTH ICTOPIi, IO JO3BOJISIE CTBOPIOBATU YHUCJICHHI KIHI[IBKH. 3aBISKH
[bOMY TpaBlll MOXYTh JOCIIKYBaTH BC1 MOJIMBI pe3yJbTaTH CBOIX pIIIEHb, IO
MJBUIIYE I{IHHICTH TOBTOPHOTO MPOXO/KCHHS.

TakuM 4HWHOM, >XKaHp Bi3yaJlbHUX HOBEJ JIEMOHCTPYE, K IFPOBUM MPOIEC MOXKE
OyTH 30Ccepe/KEHUI Ha CIOXKETI Ta BUOOpaX IpaBlisl, CTBOPIOIOYN €MOILIIMHO HACHUEHHM
ITpOBHIA TOCBiI.

PosrnsiHemMo neranbHilIe iCHyH041 IHTEpaKTHUBHI iTpH.

Posrasiremo rpy Detroit: Become Human, sixa 306paxena Ha pucyHky 1.3

Detroit: Become Human € kinematorpagidHo0 iIHTEpaKTHBHOIO I'POIO, CTBOPCHOIO
cryniero Quantic Dream. [[ist rpu BinOyBaeThCs y MallOyTHbOMY, Jie¢ POOOTH-aHAPOI TN
CTaJld HEBIJ'€MHOI0 YacCTHHOIO CycHulbcTBa. ['paBelb Kepye TpboMa TOJIOBHUMU
MEePCOHAKAMU-AHAPOIaMHU, KOKEH 13 SKHX Ma€ CBOIO YHIKaJIbHY CIOKETHY IIHIIO.
['onoBHa 0COOIUBICTH TPU — CHUCTEMa BUOOPIB 1 HACIKIB, sIKa BIUTMBAE HA TIOIABIITUI
PO3BUTOK TMOJIH 1 KIHIIBKY iCTOPIi.

OcHoOBHI GYHKIIIT: TUHAMIYHI J1aJOroBi JepeBa, IO 3MIHIOIOTHCS 3aJICKHO Bij
BUOOpIB TpaBiisg;, OaraToBapiaHTHICTh CIOKETIB, KiHeMaTOrpa(iyHWl CTHJIb IOJadi;
eMOIIiiTHa 3aTy4eHICTh Yepe3 TITMOOKHI CIieHapii.

Detroit: Become Human Oyna Bumymiena 25 tpaBHs 2018 poky KoMIaHi€ro

Quantic Dream.
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Pucynok 1.3 - IrpOBm”I npotec rpu Detroit: Become Human

Posristnemo rpy Life is Strange, sika 300pakeHa Ha puCyHKy 1.4

Life is Strange — 1e emi3zoguyHa iHTepaKTHBHA MPHUroja, po3po0JieHa CTYIIEl0
Dontnod Entertainment. Croxxer rpu obepTaeThcs HaBkoiao Makc Kondina, aiBunHu-
dotorpada, sika BUSABISE 3MATHICTH MOBEPTATH Yac Haszajd. ['paBellb BUKOPUCTOBYE IIIO
3IATHICTH JUISl IPUHAHATTS KJIIOUYOBHUX PillleHb, K1 3MIHIOIOTh PO3BUTOK TOJ1H y Tpi. Life
is Strange npuBepTaE yBary CBOiM €MOIIITHUM CIOKETOM 1 MOPATbHUMU JUIIEMaMH.

OcHoBHI (yHKIIII: cucTeMa ympaBiiHHS 4acoMm, OaraToBapiaHTHICTh PIICHb 1 iX
HACJIIJKIB, CHJIbHA €MOIlIHHA CKJIaJ0Ba, My3UUYHUM CYITPOBI, 11O JOTIOBHIOE aTMOchepy.

Life is Strange 6yna Bunymiena 30 ciunast 2015 poky kommaniero Square Enix.

Doh't be se.modest, Doctor Caulfield..

Pucynok 1.4 - Irposwuii npouec rpu Life is Strange
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Pozrnssaemo rpy The Walking Dead, sika 300paxeHna Ha pucyHky 1.5

The Walking Dead — inTepakTiBHa apama, ctBopeHa cryaiero Telltale Games.
['pa ©Oa3yerbcs Ha MONMYJSApHIA cepli KOMIKCIB 1 NEpPEHOCUTh TpaBls y CBIT
MOCTANOKAIINTUYHO1 30Mbi-anokaiincuca. ['paBens kepye nepconaxem Jli EBeperrom,
KU MMOBUHEH 3axuIlaTu AiBYMHKY KnemeHnTuHy. CroKeT rpu 3MIHIOETHCS 3aJ1€KHO BiJl
pillIeHb TpaBlisl, CTBOPIOIOYU aTMOC(EPY MOPATIbHUX JUIIEM 1 HAIIPYTH.

OcHoOBHI (yHKIIIT: cucTeMa MOpaJbHUX BHOOpIB, €MI30AMYHA CTPYKTypa TpH,
rJIMOOKI B3aEMUHU MK MEPCOHAXaMu, EMOIIIHUI BIUIMB Ha TpaBLs.

The Walking Dead 6yna Bunymiena 24 kBitas 2012 poky crynieto Telltale Games.

[ ]

......

Pucynok 1.5 - Irposuii mpouec rpu The Walking Dead

Posristnemo rpy Heavy Rain, sika 306paskena Ha pucyHky 1.6

Heavy Rain € iaTepakTuBHOIO apamoro Bim crtynii Quantic Dream. I'pa
(boKyCyeThbCs Ha iICTOPii HOTUPHOX MEPCOHAKIB, K1 TyKAIOTh BUKpaada AiTeH, BiTOMOTO
ak "Maiicrep Opirami". ['paBenb Kepye TMEpCOHaKaMHU Ta MPHUIMAE pIlIeHHS, SKi
3MIHIOIOTH CIOKET 1 BU3HAYaIOTh, XTO 3 IepoiB BKMBE A0 KiHig icTopii. Heavy Rain
Bpakae KiHeMaTrorpadidHOI TI0Jauer0 1 PealiCTUYHUM 300paKCHHSIM EMOIIIHHUX

MEPEIKUBAHbD.
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OcHoOBHI (QyHKIIi: 6araTroBapiaHTHICTh KIHIIIBOK, HEJIHIMHUNA PO3BUTOK MOJIH,
VIOPABIIHHS KUIbKOMA NMEPCOHAKAMHM, KIHEMATOrpa(iuHUi CTUIIb 13 CUIIBHUM aKLIEHTOM
Ha emouli.

Heavy Rain Oyna Bunymniena 18 motoro 2010 poky kommnaniero Quantic Dream.

Pucynok 1.6 - Irposuii nporec rpu Heavy Rain

KirouoBrmu (pyHKITIOHAIEHUMY €JIEMEHTaMU Bi3yaJIbHUX HOBEJI €:
— IHTEepaKkTHBHI J1AJIOTOBI JAepeBa: BOHU JO3BOJSIOTH TPABII0 POOUTH BHOID,
KU 0€31M0CepeTHRO BILTMBAE HA CIOXKET.
— Cuctemu mam’sTi BUOOPY: 111 MEXaHIKHU 3a0€311eUyIOTh 3MIHY MOIH 3aJI€KHO
BiJI pillICHb, IPUHHATHX Y TIOTIEPEAHIX eTanax rpu.
— IHTyiTHBHUI iHTepdelc: MOXKIUBICTh TPOMYCKY CIEH, MePersmy
norepeHiX BUOOPIB a00 BUKOPHUCTAHHS 3PYYHUX KHOTOK JUISI B3a€EMOJIT

nigBuIye KoMpopT rpu.

1.3 BuxkopucTtani nporpamsi 3acoou

Unity — ie cyqacHuil pyIrii u1st po3po0KH irop, KU JI03BOJISIE CTBOPIOBATH irpH

s 6aratbox matdopm, Brmouaroun Windows, macOS, Android, 10S, PlayStation,
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Xbox 1 HaBiTh BeOOpaysepu. lleit pymiii mintpumye 2D- Ta 3D-irpu, ame ocoOauBO
NOMYJISIPHUI cepell pO3pOOHUKIB IHTEPAKTUBHUX ITOP, TAKUX K Bi3yaJbHI HOBEJIH.
Sk 300pakeHo Ha pucyHKy 1.7, ocHoBHe cepenoBuiiie Unity CKllagaeTbes 3 BiKHA

CIIEHH, iepapXii 00’ €KTiB, IHCIIEKTOPA BIACTUBOCTEN Ta KOHCOJII.

Pucynok 1.7 - Cepenourtie po3pooku Unity

Hnst Temu iaTepakTUBHUX irop Unity € onTUMandbHUM BHOOPOM dYepe3 CBOIO
MIATPUMKY KOMIIOHEHTHOI MOJIEJi, MOXKJIMBICTh IHTErpallli pi3HOMaHITHOTO KOHTEHTY
(300paxeHHs, 3ByKH, BiIeO) Ta MIMPOKUN CIIEKTP HAJAIITYBaHb JJI YIIPABIIHHS JIOT1KOIO
TpU.

Unity mpairioe Ha 6a31 KOMIOHEHTHOI apXiTEKTYPH, JIe KOKEH 00’ €KT y TPl MOXKeE
MaTHu MPHUKPITUICH] 10 HhOTO KOMIIOHEHTH, Taki sk Tpancopmaris (Transform), dhizuani
BrnactuBocTi (Rigidbody) abo kopucTyBarbki CKpHUIITH.

Ha pucysky 1.8 mokazaHo TpuKIag HaJalITyBaHHS KOMIIOHEHTIB IS

BioOpakaHHs IHTEPAKTUBHOTO MEPCOHAXKA, 1110 BUKOPHUCTOBYETHCA Y TPi.
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Pucynok 1.8 - HanamryBaHHS KOMITIOHEHTIB BiioOpakaHHs repconaxka B Unity
[acniexktop (Inspector) mo3Bossie po3poOOHUKY 3MIHIOBATH MapaMeTpu 00’ €KTIB y
peaNbHOMY 4aci, HANpUKIAJ, JO0JaBaTH 300pakeHHA (OHY, 3MIHIOBATH MOBEHIHKY
MEPCOHAXIB a00 HANAITOBYBATH cieHapii. /(s iHTepakTUBHUX Irop L CTPYKTypa €
KITFOUOBOI0, aJPKE JI03BOJISIE MOJTYJIBHO HAIAIITOBYBATH KOKEH €JIIEMEHT.
Unity mpomnoHye mOTY»XH1 IHCTPYMEHTH JUIsl PO3POOKH Bi3yaqTbHUX HOBEII:
— Cucrema Ul: BUKOPUCTOBYETHCS ISl CTBOPEHHS TEKCTOBUX OJIOKIB, KHOTIOK
BUOOpY 1 11aJTOTOBUX BiKOH.
— Scriptable  Objects:  mo3BoysSItOTH ~ 30epiraTd  CLEHApii,  PEIUIIKH,
HajamTyBaHHs (OHIB 1 nepcoHaxiB. Lle nae 3Mory Jierko HaJalITOBYBAaTH

PI3H1 ClIEHU I'pU 0€3 HEeOOX1THOCTI MEePEeNnucyBaTH KOJI.
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— lepapxis cueH: [03BOJs€ 3MIHIOBaTH JIoKalli rpu 1 3a0e3nedye
MOCHIAOBHICTh Y PO3MOBI/II.
Unity miarpumye I1HTErpaiil0 MyJbTHUMeEJla JJIsi CTBOPEHHS TOBHOILIIHHOTO
IrpOBOTO JI0CBINY:
— 3o00paxeHHs (HOHIB: TOAAIOTHCS K CIPANUTHU ISl BITOOPaKEHHS MiCIlb Jii.
— 3BYKOBI1 e(heKTH: TonoMaralTh rnepeaaT arMochepy Ipu, HapUKIIaJl, 3ByK
Jicy abo MIeMIT MEePCOHAXKIB.
— My3uka: 1o7a€ eMOILIHY CKJIaJ0BYy, CYIPOBOKYIOUN KIHOUOBI MOMEHTHU
CIOXKETY.
— AmniManii: BUKOPHUCTOBYIOTHCS JUISI OXKWBJICHHS TEPCOHAXKIB, CTBOPCHHS
JUHAMIYHKMX CIICH YU Bi3yasizallii eMoIlii mepcoHaxiB.
JUist TeMu 1HTEpPaKTUBHHUX Irop, TaKUX SIK Bi3yajdbHI HOBEIH, MYJbTHUMEJia €
BaXJIMBUM €JIEMEHTOM, 1[0 TOTIOMArae CTBOPUTH 3aHYPECHHSI Y CBIT TPH.
Unity BUIUIAETHCS cepejl IHITMX PYIIIiB 3aBJISIKA CBOiM YHIBEPCATBHOCTI.
— TlpocTtora iHTerparlii 11ag0riB, sIKi € OCHOBOIO OY/Ib-SIKO1 Bi3yaJIbHOT HOBEJTH.
— IlinTpuMka cucTteMu BUOOpY, SIKa I03BOJISIE CTBOPIOBATU PO3TaNyKeHi
crieHapii 3 6ararbma KiHI[IBKAMH.

— IHCTpyMEHTH I TECTYBaHHS I'PH, 30KpeMa JIJIs IEPEBIPKU JIOTIKH BUOODY.

Visual Studio — me inTerpoBane cepemopuine po3podku (IDE), sike migrpumye
HAIMCAaHHS, TECTYBaHHS Ta HAJAaTO/PKCHHS KOJYy Ha PI3HMX MOBaX IMpOrpaMyBaHHS,
BKItoyatoun C#.

Moro OCHOBHMMH IlepeBaraMH € IPOCTOTa BHKOPHCTAHHS, HASBHICTH
IHCTpYMEHTIB s aBTo3amoBHeHHS koxy (IntelliSense) Ta 3pyunmii iHTepdeiic s

HaJIarOJKEHHS, IKUW 300pakeHNU Ha PUCYHKY 1.9
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Pucynoxk 1.9 - Cepenosuiie po3podku Microsoft Visual Studio

Penakrop xony y Visual Studio Haymae Taki MOXJITMBOCTI:

— [TlizcBidyBaHHS CHHTAKCHUCY: JIOTIOMArae MBUIKO iMeHTU(IKYBaTH TOMUIKA
y KOJI.

— AsrozanoBHeHHs IntelliSense: nmpuckoproe HanMCcaHHS KOAY, MIPOMIOHYIOUH
BapiaHTH METOIIB, KJIACiB UM 3MIHHUX.

— @opmaTyBaHHs: aBTOMAaTHYHE BUPIBHIOBAHHSI 1 OpraHizarlis Koay.

Visual Studio Mae MoTyXH1 1HCTPYMEHTH JJIs HaJIarOJDKCHHS, IO JTO3BOJISIOTH
aHami3yBaTH KoOA y peanbHOMy uaci. Hampuxmnan, ¢ynkmis "breakpoints" (Touku
3YIIUHKH) TOTIOMAara€e 3HaxOIUTH MOMIUIKHU. SIK 300pakeHo Ha pucyHky 1.10, po3poOHHK
MOX€ CTEKHUTH 32 BUKOHAHHSM CIIEHApil0 1 3MIHIOBaTH MapameTpu 0e3 3yNUHKH

MPOrpaMHu.
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Pucynok 1.10 - Bukopucranns Toyok 3ynunku y Visual Studio

Visual Studio minrpumye iHTerpanito 3 Git npsmo B cepenoBuilli po3pooku. Lle
JI03BOJISE:
— 30epiraTu pe3epBHI KOIIii POEKTY.
— TIlpamroBaTu B KOMaH/i HaJl OJJHUM MTPOEKTOM.
— BixcrexxyBaT 3MiHH y KOJIi Ta TIOBEPTATHUCS JI0 TIOTIEPEIHIX BEPCii.

Visual Studio miaTpuMye BCTaHOBJICHHS JIOJATKOBHMX ILIATIHIB, K1 MOKPAIIYIOTh
podory 3 Unity ta C#. Hanpuxman, IiCHYIOTh pPO3MIMPEHHS [UIsl ONTUMI3AIli
aBTO3aMOBHEHHS uH criporieHHs poootu 3 Ul y Unity.

C# € OCHOBHOIO MOBOIO TMpoOrpamMyBaHHS HJsi CTBOpeHHs irop B Unity,
3a0e3Meuylour BUCOKY TPOJAYKTUBHICTh 1 IMUPOKHH CIEKTP MOMXJIMBOCTEH. 3aBISKH
CUHTAKCHUCY, SIKHWA € OTHOYACHO MPOCTUM JJIsi HOBAYKIB 1 MOTY>KHUM JIJIS1 TOCBITYEHUX
po3poOHuKiB, C# M03BOJIsIE CTBOPIOBATH 1HTEPAKTUBHI ITPOBI MEXaHIKH, 30KpeMa, s
Bi3yaJIbHUX HOBEIL.

Unity BukopuctoBye C# 1jsi CTBOpEHHS CIIEHApiiB, SKi peani3yloTh OCHOBHY
Joriky rpu. Hampukian, KokeH 00'€KT y Ipl MOXKE MAaTH CBI CKPUIT, IO JO03BOJISIE

KepyBaTl HOro noBeAiHKO0. L{i CKpUNTH CTBOPIOIOTHCS 1 pEaryloThCsl B IHTETPOBAHUX
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cepenoBuIax po3poOku, Takux sik Microsoft Visual Studio. Ha pucynky 1.11 nokaszano

MpuKJIa] podoYoro cepeoBuIla, B IKOMY pefaryerbesi ckpunt Ha C#.

Pucynok 1.11 - Kox va moBi C# y cepenopuiii Visual Studio

C# mae BOymoBaHi MOXauBOCTI Jijisi podotu 3 API Unity, mo 103BoJsi€ JETKO
B3a€EMOJISITH 3 oO0'ekTamu crieHW. Hampukman, 3a JOMOMOTOI0 CIIEHApliB MOKHA
3MIHIOBaTH MO3UIIII0 00'€KTIB, MpAIIOBATH 3 aHIMaIisIMUA a00 BUKIMKATH (DYHKIIIT mpH
MEBHUX TMOMAISNX, TaKUX K HAaTUCKaHHS Ha ekpaH. lle € KpUTUYHO BaXKIMBUM IS
CTBOPCHHS IHTEPAKTUBHUX JI1aJIOT1B, SIKI € OCHOBHOIO MEXaHIKOIO Bi3yaJbHUX HOBEIL.

Onwniero 3 BaxauBux GyHKIii C# € Horo 31aTHICTH 0 peari3allii CKIIaJHUX CHCTEM
noriku. Hampukman, st CTBOpEHHs JepeBa JIialioriB BUKOPUCTOBYIOTHCA KIIacH 1
CTPYKTYpH HOaHuX, fKi 30epiraroTs iHdopmario npo Bubip rpaBug. l[li BuOopu
BIUTUBAIOTh HA TOJAJBIINA PO3BUTOK CIOKETY, CTBOPIOIOUM TIMOOKUHN IHTEPAKTUBHUI
nocBin. Sk mokazano Ha pucyHky 1.12, xom ma C# Moke pearyBatu Ha BHOIp T'paBIlf,

3MIHIOIOUM TEKCT Y T1aIOTOBOMY BiKHI 200 3MiHIOIOUN (DOH 3aJIeKHO BiJ PIIICHHS.



Pucynok 1.12 - Kox ansa peanizaiii BUOOpy B IHTEpaKTUBHHX Jianorax

C# Takox no3BoJise iHTerpyBaTu aHiMarlii ta einementu Ul lle 3abesneuye
IUTAaBHUN TEepexiJi MK clieHaMH, e(eKTH HAaTHUCKAaHHS KHOIIOK Ta B3a€MOJIII0 3 1HIIUMU
o0'ekTamu Tpu. 3aBIAKH MIATPUMIL TTOAIH 1 generartiB, C# 103BoJIsIE pO3POOHUKAM JIETKO
JI0/TIaBaTH JUHAMIYHICTH JIO IFPOBOTO MPOIIECY, IO € KIFOYOBUM €JIEMEHTOM Y CTBOPEHHI

Cy4aCHUX BI3yaJTbHUX HOBEI.

1.4 Bumoru 10 anmapaTHoOro Ta NporpamMHoro 3ade3ne4yeHHs

MinimansH1 Bumoru 1o I1K:
— TIIpomnecop: Intel Pentium III 800 MI'm abo aHamoTi9HMIA;
— OC: MS Windows 7;
— OnmneparuBna nam’sate: 1 I'b O3I1;

— TI'padiuauit nporecop: Intel HD Graphics abo ekBiBaJIeHT 13 MiATPUMKOIO
DirectX 9.0;

— Binwae micue Ha xopcTkoMy aucky: 500 Mb.
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Pexomennosani sumoru no I1K:

[Ipouecop: Intel Core 13 2.0 I'T'y aGo Bue;
OC: MS Windows 10;
OneparuBnHa nam’sth: 4 I'b O3IT;

I'padpiunnii nmponecop: NVIDIA GeForce GTX 750 a6o aHanoriuHuii i3
niaTpuMkoro DirectX 11;

BinbHe miciie Ha sxopcTkoMy aucky: 1 I'b.
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2 TIPAKTUYHA YACTHUHA

2.1 CTBOpeHHS Ta HAJIATO/I’KEHHSI IPOTrpPaMu

Ha nouatky po60oTu Haa MpoeKTOM OyJIM BU3HAY€H1 OCHOBHI1 BUMOTH JIO CUCTEMHU,
micJist 4oro ii po3poOka BUKOHYBaJacs MOETAIHO, Y BUTJISA1 TOCHIOBHUX Bepcii. KoxxHa
BepcCisl MpejcTaBisuia co000 3aBepUICHUI 1 Mpale3aaTHU TPOAYKT, SKUH MOCTYIOBO
JIOTIOBHIOBABCS HOBUMHM (DYHKI[IOHAIIbBHUMH MOKJIUBOCTSIMHU.

[Tepmia Bepcia micTuna 6a30Bi GyHKIIIT, HEOOXITHI 11 pOOOTH MPOTPaMH, TOJ1 K
HACTYIHI Bepcii po3MMpIOBain ii PyHKIIOHANBHICTh, TOKK HE OYJI0 OTPUMAHO MOBHY
cuctemy. [HKpeMeHTaIbHa MOJIEIb )KUTTEBOTO IIUKITY Oylia oOpaHa Jijisi po3poOKH uepes
il 3py4YHICTbH y peanizalii IpOBUX CUCTEM, JI€ € YITKE YSABJIECHHS PO KIHIIEBUH pe3yibTar,
siKa 300paxkeHa Ha pucyHky 2.1.

I1s Momenb n03BOJIslE MOOAUUTH pe3yabTaTH poOOTH BXKE HA paHHIX eramax
po3poOku. Ilicnsg cTBOpeHHs mnepmioi Bepcii MOKHa OyJlo KOpPUT'YBaTH BHMOTH,
BIOCKOHAJIIOBATH MPOJIYKT a00 3alIPONOHYBATH MO0 MOAJIbIy ONTUMI3ALIIIO.

[HKpeMeHTanbHa MoOJENb O00’€IHye €JIEMEHTH BOJOCHAJHOTO MiAXOAy 3
iTepaliiHoro po3pookoro. KokHa JiHIMHA TOCIIIOBHICT CTBOPIOE I1HKPEMEHT —

3aBepIieHUH (QYHKI[IOHATLHUM KOMIIOHEHT MPOTPAMHOT0 3a0e31eUCHHS.

Iocrauanns
1-mit iHKpeMeHT 1-ro inkpementa

Tocrauanus
2-nif iHKpeMeHT 2-ro iHKpeMeHTa

‘ Amnani3 ‘—P{ [IpoexryBanus TectyBaHHsA

. IMocrauanns
3-iit inKpeMeHT 3-ro iHKpeMeHTa

Pucynok 2.1 - [nkpemeHTaIbHA MOJIEITH
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Po3poOka nmporpamu po3nouanacs 31 CTBOpeHHs1 HoBoro npoekty B Unity Hub. Jlns
poro Oyno oopano mabmon 2D (Built-In Render Pipeline), sikuii € onTuManbHUM TSI

Bi3yasibHUX HOBeJ. Ha pucynky 2.2 moka3aHo mpoiiec cTBOpeHHs nmpoekTy B Unity Hub.

on: 2021.3.38f1 ¢
= Alltemplates

2D (Built-In Render Pipeline)

3D (Built-In Render Pipeline)

2D (Built-In Render Pipeline)

Universal 2D
Universal 3D

:?D EampcenelKRE: LegendsOfTheEnchantetForest

Create project

Pucynok 2.2 - CtBopenns npoekty B Unity Hub

[Ticist cTBOpEHHS MPOEKTY OYJII0 OpPraHi3oBaHoO (HalIOBY CTPYKTYPY, SKa BKIIOYaIa
TaKi ManKu:
— Prefabs - mi1s roroBux 00’ €KTiB;
— Scenes - 11 clieHapiiB Tpu;
— Scripts - a1st HarKUCaHHS KOY;
— Sprites - st rpadiuHUAX pecypciB;
— TextMeshPro - mis HanamTyBaHHS TEKCTOBUX KOMITOHEHTIB Unity;
s cTpykTtypa 3abe3medye 3pydyHE YIpaBIiHHSA pecypcamMu TMPOEKTY Ta
BIIOPSIIKOBAHICTH Y Tpotieci po3pooku. Ha pucyHky 2.3 moka3aHo CTBOPEHY CTPYKTYPY

IIaII0K.
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I Project B console
+ -

W Favorites

[ Assets

=

Pucynok 2.3 - CtpykTypa nanok npoexkTy

Jlani 6yno BukoHaHo HanmamTyBaHHs Build Settings, ge 10 CIUCKY CIIEH J0JIaHO
MainMenu i Chapterl. Ili cuienn BiamoBiAalOTh OCHOBHOMY MEHIO TPH Ta IEPIIOMY

po3ainy. Ha pucynky 2.4 nokazano HanamrtyBaHHs Build Settings.

Add Open Scenes
Platform 2 Windows, Mac, Linux

Q Windows, Mac, Linux

E Dedica

Compression Method Default

Import Overrides

Learn about Unity

Build v B

Pucynok 2.4 - HanamryBanus Build Settings
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VY npoekTi cTBOpeHO ABlI OcHOBHI cieHu: MainMenu ta Chapterl. Cuena
MainMenu Binnosizae 3a BiqoOpaX€HHs OCHOBHOI'O MEHIO rpu. BoHa Bk/IIOYae Taxi
00'eKTH:

— Canvas — ocHOBHUI 00'eKT 1J1s1 yHpaBiiHHS 1HTepdeiicoMm cuenu. Jlo Hboro
noaaHo koMmrnoHeHT Main Menu (Script), 1o BiAMOBIZa€e 3a B3a€EMOAIIO 3
KHOTIKaMH.

— Kuonka Start — 3amyckae nepexiJ A0 Mepiioro po3auly rpu.

— Knomnka Quit — 3aBepirye poOoTy rpu.

Ha pucynky 2.5 nokaszaHno iepapxito ciienu MainMenu.

= Hierarchy

+v «

Text (TMP)

Pucynok 2.5 - Iepapxis cuenn MainMenu

Cuena Chapterl € nepmum po3UIOM I'pH Ta BKIIOYAE HACTYITHI €JIEMEHTH:

— Canvas (Say) — o0'exT 1 BiTOOpaXKeHHS JIAJIOTiB MiXK IepcoHaxamu. J[o
HBOTO JOJaHO KOMMIOHEHT Say (Script), SKud MICTUTh TIOCWJIAHHS Ha
30BHIIIHI (a3 TeKcTamMu JiajoriB 1 3abe3meuye iX gUHaAMIYHE
BioOpaXeHHS Ha €KpaHi.

— Titles — manenp qist BigoOpakeHHS 3ar0JIOBKY PO3JILTY.

— Background — o0'ekt i3 ¢GoHOBUM 300pa)keHHSM, IO 3aJa€ aTMochepy
CIICHHU.

— Character — cnpaiiT nepcoHaxka, SKHA 3MIHIOETHCS 3aJICKHO BiJI pO3BUTKY
CIOXKETY.

Iepapxito cuiienu Chapterl HaBeieHO HA PUCYHKY 2.6.
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= Hierarchy

mmanaoer

Pucynok 2.6 - lepapxis cuenu Chapterl

Takox y mento Preferences, y posznini External Tools, 6ymo o6pano Visual Studio
SK OCHOBHHI penaktop koxy. Lle 3a0e3meunsio iHTeTpallito cepeoBHINa A 3pyIHOTO
penaryBaHHs ckpunrtiB. Ha pucynky 2.7 300paxeno HamamryBaHHS External Tools y

Unity.
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2 Preferences

eral External Tools

Animation External Seript Edito Visual Studio 2019 [16.11.352
te Importer

Open by file extension
Solirl s RS E Visual Studio 2019 [16.11.33529]
Emit ;
! v Visual Studio 2019 [16.11.35229]

Visual Studio Code [1.96.0]

code.cmd (internal)

Browse...

Regenerate project files

Image application Open by file extension

Custom Tool
Browse

mand line

ommand line

Pucynok 2.7 - HanamryBanus External Tools y Unity

JJist 3py4HOCT Jo1aBaHHs A1aJIOTiB y Tpy OYB CTBOPEHUM TEKCTOBUN JOKYMEHT, Y
SIKOMY TIPOTIMCAHO BC1 PEIUTIKK TIEPCOHAXKIB, OMUCH CIICH 1 BapiaHTH PO3BUTKY CIOKETY.
Ile nmo3Bomsie eeKTUBHO OpraHi3yBaTH CLIEHApPIi Ta MIBUIKO mepeHocutu ix y Unity. ¥V
TEKCTOBOMY JIOKYMEHTI CTPYKTYypa J11aJIOTiB BKJIIOYAE:

— Omnwuc cuenu: ¢pon, atMmocepa, TOYATKOBI MOII.
— CroBa aBTOpa: TEKCT, IO OMUCYE Jii a00 Moil, sIKi BiIOyBatOTHCS.
— Perutiku TepcOHaXIB: KOXHA pEIUIiKa CYMPOBOKYETHCS EMOIIMHUM
OMHUCOM (HAIIPHUKIAJ, «3JIOBICHOY, «3 JIYKABOIO YCMIIIIKOIOY).
— BapiantTn BHOOpPY TrpaBHd: BKa3aHO MOXIIHMBI Jii a0o0 BIAMOBIII, sKi
BIUTMBAIOTh Ha PO3BUTOK CIOXKETY.
[Tpuknaa TEKCTOBOTO IOKYMEHTA BUTJISIIAE€ HACTYITHUM YHHOM:
Tiap
— O0epu MeHe, 1 4 BIAKPUIO MPaBAy, AKOT TH OOTIICS.
JlicoBuk

— Wnaum 31 MHOT0O, 1 51 TOKa)XY TOO1 TBOT KOpPEHI.
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Des
—  Miit nuisx HaitsickpaBimuid. Xi0a TH HEe XO4Yelll BIA9YTU CBOOOY?
ABTOp
— Komy Tu goBipuiil cBOIO 10J1H0?
Bubip: Tinb
ABTOp
— Tu npoctaraem pyky o Tidi. Ii mornsy HamoOBHIOETbCS 3a70BOJIEHHSM.
Bona npoBoguth Tebe g0 craporo xpamy, Jie BCi TBO1 3a0yTi crioraau
MOCTAIOTh Mepe]l TOOOK, MOB IIIMATKH PO30OUTOrO J3epKalia.
TiHb
— Tenep v 3Haem npaBay. Ajie Y 3MOXKEII TH KUTHU 3 IIUM?
ABTOp
— Tu ni3Haemics, mo BTpaTUB maM'aTh uyepe3 yroay 3 TiHHIO, sika 3abpana
YaCTUHY TBOEI JyIi, abW BpSATYBaTH KOTOCh JOpororo. Tenep Tv BUIbHHMA,
aJyie YaCTUHKA TEMPSIBU HA3aBXIH 3aJTUIIUTHCS B TOOI.
Turpu:

— Tu moBepHYB CBOIO MaM'siTh, aJIe Pa30M 13 HEIO — TATap MUHYJIOTO. Tenep

TH KUBEII 13 TIPAB0I0, KA Mepeciiaye Tede y KOXKHOMY KPOIIi.

Bubip: JlicoBuk
ABTOp
— Twu posipsem JlicoBuky. Bin Beme Tebe 10 BEIMUYE3HOrO JepeBa, KOPEHi
SIKOTO CATAIOTh TJTMOOKO B 3eMITIO. TH BiTUyBa€l, K M[OCh 3HAHOME KITH4e
Tebe.
JlicoBuk

— TBos gymia 3aBxkau OyJia YaCTUHOIO IILOTO Micils. Tenep TH Baoma.
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ABTOp
— Twu 3ragyei, 110 KOJIKCH OYB 3aXUCHUKOM JIICY, IKUM 00epiraB 1€ MiCIie Bijl
HeOe3neku. Brpara mam’sTi cTajia HacHiIKOM JaBHbOI OMTBH, aje Tenep TH
HOBEPHYBCS J10 CBOTO 00O0B’SI3KY.
Turpu:
— Twu cTaB 4acTUHOIO JIICY, HOTO 3aXUCHUKOM 1 Horo rojocoMm. [Ipuponaa tenep

TBOE JKUTTS, 1JIIC 3aBXKU Oyze BASYHHI TOO1 32 TBOIO BIPHICTb.

2.2 Onuc nporpaMu Ta ii aJropuTmin

Jliarpama mpenenentiB. [liarpama mnpemeneHTiB — 1€ MOJENb, IO OIHCYE
(GYHKITIT CHCTEMH Ta CEPEIOBHUIIE, Y SKOMY BUKOHYIOThCSI OCHOBHI mpoliecu. Ha pucyHky
2.8 peacraBiieHo (GYHKIIT CUCTEMHU y BUTJISIL JlarpaMu IPEIEACHTIB 13 OJJHUM aKTOPOM
- KOPHCTYBAYEM.

KopucryBau Mmoxe:

— TI0YaTH Ipy, OOpaBIIK BapiaHT i3 TOJOBHOT'O MEHIO;

— BUWTH 3 TpU, OOPABIITN BapiaHT 13 TOJOBHOT'O MEHIO;

— B3AEMOJIISTH 3 MEPCOHAKAMH Yepe3 CUCTEMY J1aJIOT1B;

— TEeperyisaIaTH AIbTEPHATHBHI CIOKETHI JIiHI{, MpUIMalouu pi3Hi pillICHHS;

— 3aBEPIINTH TPy, OTPUMABIIHU OJHY 3 TPHOX MOKJIUBHX KIHITIBOK.



MepermaAg
ANLTEPHATHBHMX
CHIMETHWEX NiHIA

MpyEMaHHA pilLeHs
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BzacMomin 2
MEepCoHaHaMA

JapepLUeHHA rpH

User

Pucynok 2.8 - Jliarpama npeneneHTiB Jjisl KOpUCTyBaya

Hiarpama kaacis. J[iarpama kiaciB BijjoOpaxae CTpyKTypy CUCTEMH, BKIIFOYAIOUU

KJIacH Ta 3B’s13KM Mk HUMH. Ha pucynky 2.9 npezacraBieHo aiarpamy KjiaciB IporpaMmH.

1. Interface:

— iCommand.cs — inTepdeiic ams KOMaH/, 110 3a1a€ 0a30By CTPYKTYPY IS

BUKOHAHHS PI3HUX JIIM y CHCTEMI.

2. Menu:

— MainMenu.cs — BiamoBigae 3a JOTIKy T'OJOBHOI'O MCHIO TPH, 30Kpema

00poOKy BUOOPIB KOpHCTYBaya.

3. SO (Scriptable Objects):

— Command:
o BG.cs — BinoOpaxeHHs (hOHY CIICHH.
o Character.cs — kepyBaHHs nIepcoHaxaMu (TIO3HIII1, aHIMAITii TOIIO).
o Choise.cs — 006poOka BHOOpY KOPUCTyBada y Ipi.
o Monolog.cs — BimoOpakeHHsSs MOHOJIOTIB TIEPCOHAXKIB.
o Stop.cs — peaizariis may3u y rpi ab0o 3ynMHKH MTEBHOT KOMaH/IH.
o Subtitles.cs — BuBeeHHs CYyOTUTPIB HA EKpaH.
— BlockCommand.cs — o0'eqnaHHs KiIBKOX KOMaHJ JJIs TOCIIJTOBHOTO

BUKOHAHHA.



36

— ListCommand.cs — kepyBaHHS CIIUCKOM KOMaHJI y Tpi.

— Storagelmage.cs — 30epexeHHs Ta BioOpaxeHHs 300pakeHb y Ipl.
4. View:

— BG.cs — knacc 30epexkeHHs hoHy.

— Character.cs — kiacc 30epexeHHs 300pakeHHsI IEPCOHAKIB.

— ChoiseButton.cs — kiacc 30epekeHHs IHTEPaKTUBHUX EJIEMEHTIB.

— ChoiseView.cs — kiacc 30epexeHHs 300paKeHHsT BUOODIB.

— Say.Cs — kepyBaHHsI JlajioraMu Ta iX BiI0OpaKeHHS.

— TitleOverlay.cs — moka3 3aroyioBkiB a00 iHIIIUX OBEPJICHHUX CIEMEHTIB.
5. Write:

— Write.cs — 3amuc i BUBEJICHHS TEKCTOBOI iHPOpMaIlii y mporieci rpu.

6. Commander.cS — OCHOBHHIA KJIac, 110 KOOPUHYE BUKOHAHHS KOMaHJ y TPi.

Commander

private ListCommand
private ViewBG
private Say

private ViewChoise

private TitleOverlay

private Character

Character
ListCommand
private Image
private BlockCommand
private Color

— TitleOverlay

BG

private Canvas

enum BgType

ChoiseView = Say private GameObject
private Sprite
| private Canvas private Commander private TextMeshProUGUI
private BgType
private Transform private TextMeshProUGUI _name | | Private Button
private ChoiseButton private TextMeshProUGUI _text
private ChoiseView

Pucynok 2.9 - Jliarpama KiaciB mpoeKTy

AJTOpUTM pOOOTH CUCTEMU
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[Ticnsa 3amycky rpu KOpUCTyBau MOTpAIUIs€ B FOJIOBHE MEHIO, J€ MOXe o0patu
OJIMH 13 JOCTYIHUX BapIaHTIB: pO3MOYaTU Ipy abo 3aBepiintu nporpamy. [Ipu Bubopi
nyHKTY «Po3moyatu rpy» rpaBellb MEPEHOCUTHCS 10 MEPIIOi CLEHH, 1€ MTOYMHAETHCS
CIOJKET 13 TPOOY/KEHHS reposi B JIICI.

VY mporieci rpu:

I'paBenb B3aeMo i€ 3 IEPCOHAKAMU YE€PE3 CUCTEMY J1aJIOT1B, 0OUparOUH BIAMOBIII
abo mii.

Koxen BHOip TpaBisl BIUIMBA€ HA TMOMAJBIINNA PO3BUTOK CHOKETY, aKTHBYIOUU
BIJIMTOBI1JIHI CIIEHAP1i Ta CIICHH.

I'pa 3aBepiryeThcst OAHIEIO 3 TPHOX KIHI[IBOK 3aJIC)KHO BiJl 1M TPABIIA.

Ha pucynky 2.10 npencraBieHuii anroputM poooTH Mporpamu.
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MNeperosan ganonia

Exsoaons 3
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Bulip rpamus
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CinOrEa e

l

Timpu

Pucynok 2.10 - Aaroputm po60oTH mporpamMu
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2.3 IncTpykuis nporpamicra
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Jus  mepernsigy Ta pelaryBaHHS IPOEKTY MOTpiIOHO BHUKOPUCTOBYBATH

cepenouiie po3pooku Unity Editor. [IpoekT BiaKpuBaeThcsi 3a IOMOMOrow Gainy

cueHu a0o HajamTyBaHb y Assets. [[nst po6otu B Unity ciij 3aBantaxuty Unity Hub Ta

BCTaHOBUTHU HeoOX1aHY Bepcito Unity (Hanpuknazn, 2021.3.38f1, sk y uboMy npukiai).

1106 cTBOpUTH HOBUI MPOEKT ab0 BIAKPUTH Bxke icHyrouuid, y Unity Hub

HeoOX1HO 00patu BKIIaAKy Projects, micis 4oro HaTUCHYTH KHONKY Open Ta BUOpaTH

HUIIX 10 (aiaiB OpoekTy, 300pakeHo Ha pUcCyYHKY 2.11. O00B'I3K0BO IIepeKOHaTECS
2 9

1o Bepcis Unity BimoBigae Bepcii, 3 IKOO MPOEKT pO3POOISIBCS.

Projects

NAME

LegendOfTheEnchantedForest

B 3vorcomnsiorep > Hoswiitom (G:) + Unity

Jata namenenua

Manka: | LegendOfTheEnchantedForest

= [m}

Restart now Dismiss

New project

Tun

Manka ¢ daii.
Manka ¢

Mania c ¢
Manka ¢ aiinamn
Manka ¢ gainamm

Manka ¢ dainamn

Pucynok 2.11 - BiakpuTTs iCHYIO4OTO MIPOEKTY

Jlnst manamryBaaHs pegakropa Unity HeoOXigHO:

— Bigkputu Unity Hub Ta BcTanoButum mabmon 2D/3D nns cTBOpeHHs

MIPOEKTY.

— IlepexoHatucs, 10 CEpPENOBUIII HAJAIITOBAHI TaKl KOMIIOHEHTH, SIK

TextMeshPro nnst pobotu 3 Tekctom 1 Sprite Editor nisi pegaryBaHHs

CIIpaMTIB.
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— OpraHizyBaTd NOpOEKT Yy JAUPEKTOpli Assets 3 YITKOIO CTPYKTYpPOIO
(manpuxnan: Scripts, Prefabs, Scenes, Sprites Toro).
st po6otu 3 nmpoekToM y Unity BuKopucTOBY€EThCS MexaH13M [Create AssetMenu],
SKUWA J103BOJIsiE cTBOproBaTU pi3HI Scriptable Object nnst 30epexkeHHS AaHUX Ta
HaJaITyBaHb TpU. Y BAIIOMY MIPOEKTI MPOTpaMiCT MOXKE OOUpATH TUTIU 00'€KTIB, TaKl K
BG, BlockCommand, Character, Choise, ListCommand, Stop, Storage Image, Subtitles,
110 JJa€ 3MOT'Y 3py4HO OyJyBaTH ClieHapii.
[Ipouec ctBopenns o0'extiB yepe3 [IKM y maneni Project, sikuil 300pakeHo Ha
pUCYHKY 2.12:
Create — Game — Data — Command BiAKpUBa€ CUCOK TOCTYMHUX omniiii. [Tics
BuOOpy oxaHoro 3 TumiB (Hampukiag, BlockCommand) y maneni Inspector mokna

HaJaITyBaTH 00'€KT BIIMOBIIHO /10 HOTO (DYHKITIOHATY.

Pucynok 2.12 - CtBopeHHs HOBOTO 00’ €KTa

BG (Background). Lleit Tun 00’ €kTa BUKOPUCTOBYETHCS /IS 3aBaHTAXKEHHS (POHY
cuenu. Ilicns crtBopenHs BG y momi Sprite HEoOXigHO 3aBaHTAXUTH 300paKeHHS
3anHbOTO (POHY, sike Oyae BimoOpaxaTucs min dac rpu. Y BikHI Inspector (puc. 2.13)

JOCTYITHI TaKi MOJIS:
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— Sprite — y e mosie 10Aa€ThCs 300paXKEHHSI, sIKe OyJle BUKOPUCTOBYBATHCS
aK QoH cueHu. nsg uporo HeoOX1AHO BUOpaTH (aili 31 CIUCKY HasBHUX
pecypciB abo IMIIOPTYBaTH HOBE 300paKEHHS.

— Type — Bubip cnocoOy BimobpaxkenHs ¢ony. Hanpuknan, napamerp Show
BKa3ye Ha Te, 0 (POH MOBHHEH OYTH aKTMBOBAHUM 1 MOKA3aHUM OJpa3y

ITICJI9 BUKOHAHHS KOMaHOH.

0 Inspector

6) Choise BG (BG)

Asset Labels

Pucynoxk 2.13 — IIpuknaz 3anosaenoro mexio BlockCommand

BlockCommand. Ileit 06’€KT BUKOPHCTOBYETHCS SIK KOHTEHHED I 30eperKeHHs
CIIUCKY KOMaH/I, SIKi BUKOHYIOThCA TOCIiOBHO. Y BikHI Inspector (puc. 2.14) mocTymHi
TaKi MoJst:

— Command - cniucok KomMaH I, SIKi TOJAThCs 70 1oro 0J0Ky. Hampukian,
e MoXXyTh OyTu Subtitles (Texct miamory), BG (don) abo Stop (komanma
3ynuHk®). Jls momaBaHHS €IIEMEHTIB HATHCKAEThCS KHOMKA +, a s
BUJIAJICHHS -.

— Element - xoxeH eleMeHT BifnoBiae okpeMiii komauai. BuOpani komaHu

JOIAI0THCA J10 CLIEHAPIIO 1 BUKOHYIOTHCS MO uep3i, POPMYIOUH JIOTIKY TPH.
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Command

Element 0

Element £
Element §
Elemen
Element 7
Elemen
Elemen
Element 10
Element 17
Element 12
Element 13
Element 14
Element 15
Element 16
Element 17
Element 18
Elemen
Elemen
Elemen

Elemen

Elemen

Elemen

Element 25

Pucynoxk 2.14 - [Ipuknaz 3anoBuenoro meHto BlockCommand

Character. Ileit 00'exT BimmoBimae 3a 300pakeHHsI TEPCOHAXIB y Tpi. Y BIKHI
Inspector(puc. 2.15) gocTymHi Taki moJis:
— Storage — Bubip miciis 30epexeHHs MepcoHaxa, 3 AKoi Oy/1e 3aBaHTaKEHHS
300paKeHHS IEPCOHAXKY.
— Name — imM's mepcoHaxa, sika BiJIITOBIIa€ IMEHI y MicIie 30epeKCHHS.

— Number — HOMep crpaliTy y CIIUCKY Y MICITi 30€peKeHHS.
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O Inspector

Characters (

Mame Character in Storage

Mame

Mumber sprite
Mumber

Asset Labels

Pucynok 2.15 - Ipuknan 3anmoBaenoro MeHto Character

Choise. OG'ekt Choice cTBOprO€ BapiaHTH BHOOpY B Jiajorax Tpu. Y BIKHI
Inspector(puc. 2.16) mocTymH1 Taki MoJs:
— Choise — criucok BUOOpY, SIKHI JOJAETHCS 10 IBOTO OJIOKY. JlJist toaBaHHS
€JIEMEHTIB HATUCKAEThCS KHOIKA +, a IS BUJAJICHHS -.
— Text — tekct BUOOPY, KW rpaBellb 0aUYnUTh Ha €KPaHi.
— Goto — nmocunanasg Ha 00’ekt BlockCommand, mo BUKOHY€ETBCS TMiCis

BHOOPY I'paBlieM KOHKPETHOT'O BapiaHTa.

Choises

Tu npacTAracww pyry Ao TinL T xonogHdil GoTHE BUKN
T T npocTAraew pyky oo TiHi. [T xonogHWi oo
12

el goeipuTHeA Nic

elwca ao dej.

Pucynok 2.16 - Ilpuknaz 3anoBaeHoro mento Choise
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ListCommand. Lleit 00'ekT MICTUTh CIIMCOK KOMaHJ I BUKOHAHHS. BIH cX0XHit
Ha BlockCommand, ane BUKOPUCTOBY€EThCS AJi IPyIyBaHHS BEIUKUX HAOOPIB KOMAH/I.
V BikHi Inspector(puc. 2.17) noctymnHi Taki mois:
— Choise — cmucok OJOKBIB, SKUH AOJAETHCS A0 JAUCTa KomaHz. [[is mogaBaHHS
€JIEMEHTIB HATUCKAETHCS KHOMKA +, a 111 BUJAJICHHS -.
— Element — cnmcok komaH, SIKi BHKOHAIOTHCS OJHA 3a OJHOIO. Y IIE MOJIe

nonarorbes nocwiandsa Ha Block Command.

0O Inspector

Gh Block List Command (List Command)

Blocks
Element O St 3 | Command)
Element Start } ¢ Command)
Element 2 St (Block Command)

Element 3 ChoiseEnd (BI ammand)

Asset Labels

Pucynok 2.17 - [lpuknaz 3anmoBaenoro meHto ListCommand

Stop. O6'ekT Stop BUKOPUCTOBYETHCS ISl 3yITUHKY BUKOHAHHS KOMaH] y CIieHapii
rpu. Lle Moxe OyTH KOpPHCHO JUIsl JOJaBaHHS IMay3W MK JisIMA a00 I PO3ALICHHS
pi3HUX YacTuH crieHapiro. [loms mas 1poro 00'€KTa BIACYTHI, BiH CIYXHUTH JIUIIE SK

KOMaH/ia 3yIUHKHN y COUCKY KoMaHa(puc. 2.18).
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Asset Labels

Pucynok 2.18 - MeHnto Stop

Storage Image. OO6'exkt Storage Image BHKOPUCTOBYETBCS ISl 30€PEKCHHS
CIIPAMTIB MEPCOHAXKIB, K MOXKYTh BUKOPHCTOBYBAaTHCS y Pi3HUX clieHax Ipu. KoxkeH
€JIEMEHT I[bOro 00'eKTa BKIItOUa€ IM'sa mepcoHa)a Ta CuCcoK CIPanTiB, K1 BiT0OpaxaroTh
Pi3H1 €MOIIii YU CTaHU MePCOHaXKA.

Ak 300pakeHo Ha pucyHky 2.19, o0'ekT Mae GyHKITIOHAT MU 1OJaBaHHSI HOBUX
€JIEMEHTIB 3a JOMOMOTOI0 KHOIMOK «+» (Ji1 CTBOPEHHS HOBOT'O 3aIUCy) Ta «-» (IS
BHJIAJICHHSI 3aITHCY).

Ilons ni1s KO>KHOTO eleMeHTa:

— Name — Im's mepcoHaxka, sK€ A03BOJIIE TOB'SI3aTH CHpPANTH 3 TMEBHUM
repoEM.

— Sprites — Crmcok 300pakeHb (CTHpalTIB), MO OMAOTHCSA IiJ NTEBHUMHU
Homepamu. KoxeH HOMEp BIINOBiTa€ KOHKPETHOMY CTaHy abo eMoIlii

MepCoHaXka.



O Inspector

Mame List image
WET

Images

Element 0

Shadow
Mame List image
Mame Shadow
Images

Element 0

Fairy

Mame List image
Mame Fairy

Images

Element O o lcons_2

Wood

Mame List image
MName

Images

Element 0

Empity

Mame List image
MNarme

Images

Element O

Asset Labels

Pucynok 2.19 - IIpuknan 3anoBHeHOro MeHto Storage Image
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Subtitles. Lleil 00'ekT BinmoBijae 3a BUBEACHHS TEKCTOBUX THUTPIB Ha €KpaH.
[Iporpamict cTBOproe Subtitles, BBOAUTH TEKCT, SIKUW MOTPIOHO MOKa3aTH, 1 AOJAE LEH
00'ext y BlockCommand a1 nocmiiioBHOT0 Bi10Opa)keHHs A1ajIoriB a00 MOBIAOMIIEHD Y
rpi. ¥ BikHi Inspector(puc. 2.20) noctymnHi Taki mosi:

— Text — tekcT, sikuii 6yae BigoOpaxaTUCs Ha EKpaHI.

sub {Subtitles)

Subtitles

5 UACTUHOM Ni ' XACHHKOM | ROro rof Mpupoaa Tenep
WATTA, | Nic 3: y OAYHKWA ToBi 3a TBOW Th.

Asset Labels

Pucynok 2.20 - 3anmoBHeHHs1 MeHIO Subtitles

Opranizairist IpoeEKTy

VYci ctBopeHi 00'ekTH citif 30epiraTé y BIATIOBIIHUX TMaNKax y ITUpeKTopii Assets.
Hanpuxnan:

— Sprites — m1st rpadiuHUX peCypciB.
— Scripts — mist 30epiraHHs Kofy.
— Scenes — 1t piBHIB TpH.

[lanens Inspector BUKOPUCTOBYETHCS IJIsi peJaryBaHHS MapaMeTpiB KOKHOTO
o0'exkta. CTBOpEHHS Ta pefaryBaHHs 00'€KTIB BiJOYBA€ThCS Yepe3 KOHTEKCTHE MEHIO, a
HaJAITyBaHHS CIIUCKIB a00 mapameTpiB 00'ekta uepe3 Inspector.

s 1HCTpPYKIIisI JAO3BOJIAE MPOTPAMICTY JIETKO HAIAIMTOBYBATH E€IEMEHTH TpH,

CTBOPIOBATH IHTEPAKTUBHI CIIeHApii Ta 3a0e3nedyBaT THyYKe KEPYBaHHS PECYpCaMH.
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2.4 IucTpyKI1is onepaTopa

[Ticas 3amycKky Ipu BIAKPUBAETHCSA T'OJIOBHE MEHIO, IKE 300paK€HO Ha PHUCYHKY
2.21. Y TOJOBHOMY MEHIO € JEKUIbKa JOCTYITHMX KHOMOK, $Ki 3a0€3MeuyroTh
KOPHUCTYBau€Bl MOKJIMBICTh HaBIrallii 1o Ipi:
— «lloyaru rpy» — 3amyck OCHOBHOT'O IIPOBOIO MPOILIECY.

— «Buxin» — 3aBepieHHs poboTH rpu.

Pucynok 2.21 - I'o10BHE MEHIO TpHU

[Ticnsa HaTuckanHsa Ha KHONKY «IloyaTu rpy», KOpUCTyBay MOTpAIUIsLe 0 MEepIIoi
CIIEHU TPU — 3HAHOMCTBO 3 TOJOBHUM repoeM. Ha expaHi BimoOpakaeThCsl TEKCT BCTYITY
Ta JIIaJIOTH, K IMOKa3aHO Ha PUCYHKY 2.22. ['paBelib B3aEMOIIE 3 TPOIO, YUTAFOYU TEKCTOBI
MOBIIOMJICHHS Ta OOWpalroyYd BIAMOBII, IO BIUIMBAIOTH HAa TOMAJBIIANA PO3BUTOK

CIOXKETY.

[O/T0BHUIA repoi

e a? Lo Tpannnocb?

Pucynok 2.22 - BerynHa cueHa rpu
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B3aemonid 3 aianoramu

OcHOBHa B3aeMOJliI KOpPUCTyBaua 3 TpOI BiAOyBaeThCs Uepe3 AlaJioru
NEpPCOHaXIB. Y HIWKHIA YaCTHMHI €KpaHa 3HAXOJMUTHCS TEKCTOBE BIKHO, J€
B1100pakaloThCsl PEIUTIKK MEPCOHAXKIB Ta OMUCH Toaiil (pucyHok 2.13). Jlins nepexony
710 HACTYMHOI ()pa3u rpaBellb MOBUHEH HATUCHYTH Ha TEKCTOBE BIKHO.

TakuM YKMHOM, TOCTYMOBO PO3KPUBAETHCS CIOXKET TPU, a TAKOX BiIOYBa€ThCS
3HAOMCTBO 3 TE€pPCOHAKaMH, IXHIMM MOTHMBaMHU Ta BUOIp moganbmux aik. [Tpukmian

B3a€MO/II1 3 JliaJloraMu HABEJICHO Ha PUCYHKY 2.23.

TiHb

Twn npokKHyBcs. Lle fo6pe. Ane TBOI croraju... BOHW 3a6/10K0BaHi.
MOXMBO, 51 MOXY [OMOMOITI TOBI IX NOBEPHYTU.

[>

Pucynok 2.23 - Bzaemonis 3 aiagoramu

Ha neBHUX eTanax rpu rpaBellb IOBUHEH 3pOOUTH BUOIp BIAMOBII, IKH1 BU3HAYAE
MOJANBIINI PO3BUTOK CHOKETy. Bapiantu BigmoBifeil BimoOpaxaloTbCs y HIDKHIN
YaCTHHI €KpaHa y BUIJISI KHOIOK, K TMOKa3aHO Ha pucyHKy 2.24. KoxkeH oOpaHwmii
BapiaHT MO’KE MPU3BECTH JI0 3MIHM J11aJIOTy, PO3BUTKY MO/(ii a00 BIULIMHYTH Ha KIiHIIIBKY

rpH.
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Ty npocTsiracll pyky Ao TiHi. [T Xo/1ogHUiA I0TVK BUK/IMKAE Y TEGE JIETKUIA TPENET.

T BU6MpaeLL AoBipuTUCs JlicoBUKY. Voro Tena pyka Haraf%e TOGI NPO CrOKIlA.

Tu 3BepTaceLlcs Ao del. [i 61McKyYi o4i cAl0Tb, | BOHA CMIETHCSI.
| B

elia

KoMy T [10BipuLL CBOIO A0/H0?

Pucynok 2.24 - BuGip BianmoBiai y aiano3i

[Ticast 3aBeplIEHHS! OCHOBHOTO CIOXKETY TI'paBellb OTPUMYE €KpaH MiJACYMKOBOTO
pe3yNbTaTy, Ha IKOMY B110Opa)Ka€eThCs MPONIEHE 3aKIHUEHHS CIOKETY (pUCYHOK 2.25).
VY 3anexHOCT! Biji BUOOPIB, 3pO0JICHUX il Yac T'pU, TpaBellb MOXKE MOOAYUTH OJHE 3
TPbOX MOXJIMBUX 3aKIHUEHb.

Ha npomy expaHi Takox € KHONKa «BUHTH 10 TOJIOBHOTO MEHIO», SKa J103BOJISIE
IPaBLO0 MOBEPHYTHCS HA TOJOBHUU €KpaH T'pH Ul MOBTOPHOI'O HPOXOPKEHHSA abo

3aBepIleHHs pOOOTH.

Tn NpuiiHAB cBO6OAY, SKY Aapye des.

TBOA NaM’siTb 3a/IMLINNACA B MUHY/IOMY,
asie TV 3HOBY 3HaxoauLl cebe B HOBIN
noAopoXi. ManbyTHE — Lie YNCTUIA apKyLL.

BuitTi B ronosHe MeHi0

Pucynok 2.25 - [limcymkoBe 3aKiHUEHHS TpH



BUCHOBKH

JumiomHa poOoTa Ha TeMmy «JlocimiKeHHs 1HTepaKTUBHUX HapaTUBIB Yy Irpax.
[utepakTBHa rpa Ha ocHOBI C#» Oyna mpoBefeHa 3 METOI0 aHaji3y 1HTEPaKTUBHUX
HapaTHUBIB y BiIeOirpax, iXHbOro BIUIMBY Ha €MOLIMHUIN CTaH IpaBLs, a TAK0X pO3POOKH
IHTepaKTUBHOI TPH, IO JEMOHCTPYE MOKIMBOCTI CTBOPEHHS PO3TaIy’)KeHHX CIOJKETIB Ha
OCHOBI KOPHUCTYBAI[bKOTO BHOODY.

VY xoa1 po6oTu 0ys10 po3po0IeHO Bi3yaabHY HOBEIY, KA BKIIFOYA€E OJIMH HEBEIIUKIN
pO3AUl, TPU MOXIMBHX 3aKiHY€Hb Ta IHTEPAKTUBHUN HapaTUBHUN TreWlMILICH.
Po3pobiiene mporpaMHe 3a0e3nedeH s Mae MPaKTHYHE 3HAYCHHS SIK MTPHUKIIA]] peatizalii
HapaTUBHO-OPIEHTOBAHOI TP 3 MOYKJIMBICTIO BapiaTHBHOT'O PO3BHUTKY CHOXKETY 3aJIC)KHO
BiJ] pillIeHb KOPUCTYBaYa.

Byno po3risHyTO TEOpeTHYHI OCHOBM IHTEPAKTMBHUX HApaTHBIB Yy Bifeoirpax.
[IpoBeneno aHai3 ICHYIOUMX KOHIIEMI[IA IHTEPaKTUBHOTO HApAaTHMBY, BU3HAUEHO HOTO
KJTFOUOB1 €JIEMEHTH Ta BIUIMB Ha IrpoBUU JOCBiA. byno mocnimkeHo mOmyJsipHi irpoBi
KaHPHU Ta MEXaHIKH, [0 CUPHUIIOTh CTBOPEHHIO HapaTuBHOI rmuOunu. OcobiMBa yBara
npuIiyieHa MpUKiIaaaM Bigomux irop, Takux sk The Walking Dead, Life is Strange ta
Heavy Rain, g1 7eMOHCTPYIOTh Pi3HI MIAXOH 10 IHTEPAKTUBHOT'O CTOPITEIIHTY.

Byno po3pobieno apxiTekTypy rpu 3a qonomororo UML-aiarpam, 1mo BKIIOYAIOTh
OCHOBHI 00'ekTH Ta iX B3aemojiro. Buxopucrano Scriptable Object mns opranizarmii
JaHUX, 10 3a0€3MeUnsIo THYYKICTh Y HAAIITYBAaHHI IFPOBUX KOMIIOHEHTIB Ta CIICHAPIiB.

OTxe, TOCHIKEHHS IHTEPaKTUBHUX HAPATUBIB Yy BiZICOIrpax MmpoJIeMOHCTPYBAJIO
3HAYMMICTh TIOEJHAHHS HENIHIMHOTO CIOKETy Ta EMOI[IHHOTO BIUIMBY Ha TPaBIIS.
BripoBakeHHs iIHHOBAIIMHIX TEXHOJIOTIH Ta MEXaHIK y Bi3yaJIbHUX HOBEJIAX JO3BOJISIE
JOCSTTA OUTBIIOTO 3aHYPEHHS y TPy Ta CTBOPIOE YHIKAJIBHHUM JOCBIA JJISI KOKHOTO
KOpHUCTyBaua.

PesynpTati MOCTIKEHHS BIAMOBINAIOTH MOCTABICHUM 3aBAAHHSIM 1 CHPHUSIOTH
PO3B's13aHHIO TPOOJIEMH CTBOPEHHS MNIMOOKHUX Ta EMOIIHHO 3a0apBIEHUX THTEPAKTUBHUX

CIOKETIB. 3aIpONOHOBAHMN MIAX1] A0 peanizallii rpu Ha ocHOB1 C# y cepenosuiii Unity



€ TPaKTUYHUM TPUKIAIOM CTBOPEHHS IHTEPAKTHBHHUX HAPATUBIB JJI PO3TaTyKEHUX
1CTOpIi.

Ha ocHOBI1 npoBeieHOr0 DOCTIKEHHS MOKHA 3pOOUTH BUCHOBOK, 1110 PO3po0OKa
IHTEPAKTUBHHUX IFOP € aKTyaJIbHUM Ta MEPCHEKTUBHUM HAIMpPSIMOM y CYYacHIN 1HAYCTpii
Bijleoirop. BukopucTanHs rHy4YKUX IHCTPYMEHTIB, Takux sk Scriptable Object y Unity,
J03BOJISIE 3HAYHO CIPOCTUTH POOOTY HAJ HAPAaTUBHUMM NPOEKTaMH Ta 3a0e3neuye
MO>KJTUBICTH MOAANIBIIOTO PO3BUTKY.

Takum 49WHOM, pe3yabTaTH JOCTIDKEHHS MIATBEP/DKYIOTh  BAKIIHUBICTH
IHTEpaKTUBHOTO HAPATHUBY SK KIIFOUYOBOTO iHCTPYMEHTY JUIsl CTBOPEHHS irop, 110 3JaTHI
BUKJIMKATH €MOIIIIHUI BIATYK y TPaBIiB Ta CTUMYJIIOBATH 1X 10 IPUIHATTS PIIICHb, SKi

BIJIMBAIOTh HA KIHIIEBUH PE3ybTaT ICTOPIi.
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JOIJATOK A - Kox nmporpamu

Koxa komangepa Commander
using UnityEngine;

using Game.Data;

using Game.View;

using ViewBG = Game.View.BG;

using CommandBG = Game.Data.BG;

using CommandChoise = Game.Data.Choise;

using ViewChoise = Game.View.ChoiseView;

public class Commander : MonoBehaviour
{
[Header (SO data™)]
[SerializeField] private ListCommand _listCommands;

[Header("View™)]

[SerializeField] private ViewBG _commandBG;
[SerializeField] private Say _commandSay;
[SerializeField] private ViewChoise _commandChoise;
[SerializeField] private TitleOverlay commandSubtitle;

[SerializeField] private Game.View.Character _commandCharacter;

private int _indexCommand = 0;

private int _indexBlockCommand = 0;
private ScriptableObject _curentCommand;
private BlockCommand _curentBlock;

private void Start() => ExecuteCommand();

public void ExecuteCommand()
{
_curentBlock ??= _listCommands.Blocks[_indexBlockCommand];

_curentCommand = _curentBlock.GetCommand[_indexCommand];

switch (_curentCommand)
{
default:
Debug.Log($"Unknow command, type of command {_curentCommand.GetType().Name}");
break;



case CommandBG bg:
_commandBG.End += EndCommand,

if (bg. Type == BgType.show) _commandBG.Show(bg.Sprite);

else _commandBG.Hide();

break;

case Monolog monolog:
_commandSay.End += EndCommand;

_commandSay.Something(monolog);
break;

case CommandChoise choise:

_commandChoise.End += EndCommand,;

_commandChoise.Add(choise.Choises);
break;

case Game.Data.Character character:
_commandCharacter.End += EndCommand,;
if (character. Type == CharacterType.Show)
_commandCharacter.Show(character.GetSprite);
break;

case Subtitles subtitles:
_commandSubtitle.ShowTitle(subtitles. Text);
EndCommand(_commandSubtitle);
break;

case Game.Data.Stop stop:
stop.OnText();
break;

private void EndCommand(iCommand command)

{

command.End -= EndCommand;

ChoiseView choiseCommand = command as ChoiseView;



if (choiseCommand != null)

{

_indexCommand = choiseCommand.LastChoiselndex;

if (_indexCommand < _curentBlock.GetCommand.Length - 1)
{

_indexCommand++;

ExecuteCommand();

}

else if (_indexBlockCommand < _listCommands.Blocks.Length - 1)
{

_indexCommand = 0;

_indexBlockCommand++;

_curentBlock = null;

ExecuteCommand();

Kon Bimoopaxenns Write
using System;

using System.Collections;

using System.Collections.Generic;
using System. Text;

using UnityEngine;

namespace Game

public class Write

{

public enum Status
{
Enabled,
Diabled

public event Action<string> SelfWrite;

public event Action EndWrite;



public Status SelfStatus = Status.Diabled;

private StringBuilder _builder;
private WaitForSeconds _wait;

public Write(float time)

{
_builder = new StringBuilder();
_wait = new WaitForSeconds(time);

public IEnumerator Get(string str)
{
SelfStatus = Status.Enabled;
_builder.Clear();

int wordIndex = 0O;

while(SelfStatus == Status.Enabled)

{
yield return _wait;
if (wordIndex == str.Length) break;
_builder.Append(str.Substring(wordIndex, length: 1));
SelfWrite?.Invoke(_builder. ToString());

wordIndex++;

SelfStatus = Status.Diabled;
EndWrite?.Invoke();

Kox xomangu BG

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

using UnityEngine;

namespace Game.Data

{
public enum BgType

{



show,
hide

[CreateAssetMenu(menuName = "Game/Data/Command/" + nameof(BG))]

public class BG : ScriptableObject

{
[SerializeField] private Sprite _sprite;
[SerializeField] private BgType _type = BgType.show;
public Sprite Sprite => _sprite;
public BgType Type => _type;
}
}

Kox xomanau Character
using UnityEngine;

namespace Game.Data
{
[CreateAssetMenu(menuName = "Game/Data/Command/"+nameof(Character))]
public class Character : ScriptableObject
{
[Header("Storage images')]
[SerializeField] private Storagelmage _storage;
[Header("Name Character in Storage™)]
[SerializeField] private string _name;
[Header("Number sprite ")]
[SerializeField] private int _number;

[SerializeField] private CharacterType _type;

public CharacterType Type => _type;

public Sprite GetSprite => _storage.Getlmage($"{_name} { number}");

public enum CharacterType

{
Show,

Hide



Kon xomanau Choise

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

using UnityEngine;

namespace Game.Data

{

[CreateAssetMenu(menuName = "Game/Data/Command/" + nameof(Choise))]

public class Choise : ScriptableObject

{
[System.Serializable]

public class ChoiseElement

{

[SerializeField] private string _text;

[SerializeField] private int _goto;

public string Text => _text;

public int Goto => _goto;

[SerializeField] private ChoiseElement[] _choises;

public ChoiseElement[] Choises => _choises;

Kox xomanmu Monolog

using UnityEngine;

namespace Game.Data

{

[CreateAssetMenu(menuName = "Game/Data/Command/" + nameof(Monolog))]

public class Monolog : ScriptableObject
{



[Header(header: "Name character")]
[SerializeField] private string _name;
[Header(header: "Character Speech™)]
[SerializeField, TextArea(5,10)] private string _text;

public string Name => _name;

public string Text => _text;

Kona xomangu Stop
using UnityEngine;

namespace Game.Data

{

[CreateAssetMenu(menuName = "Game/Data/Command/" + nameof(Stop))]

public class Stop : ScriptableObject

{
public void OnText() => Debug.Log("Stop command!");

}

Kox xomanau Subtitles

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

namespace Game.Data

{
[CreateAssetMenu(menuName = "Game/Data/Command/" + nameof(Subtitles))]

public class Subtitles : ScriptableObject

{
[Header(header: "Subtitles™)]

[SerializeField, TextArea(5, 10)] private string _text;

public string Text => _text;



Kon xomanau BlockCommand

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

namespace Game.Data

{

[CreateAssetMenu(menuName ="Game/Data/"+nameof(BlockCommand))]

public class BlockCommand : ScriptableObject
{

[SerializeField] private ScriptableObject[] _command,;

public ScriptableObject[] GetCommand => _command;

Kon xomanau ListCommand

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

namespace Game.Data

{

[CreateAssetMenu(menuName ="Game/Data/Command/"+nameof(ListCommand))]

public class ListCommand : ScriptableObject
{

[SerializeField] private BlockCommand[] _blocks;

public BlockCommand[] Blocks => _blocks;

Kon xomanau Storagelmage
using UnityEngine;

using System.Ling;

using System;

namespace Game.Data



[CreateAssetMenu(menuName = "Game/Data/" + nameof(Storagelmage))]
public class Storagelmage : ScriptableObject

{
[System.Serializable]

public class Storage

{
[Header("Name List image™)]

[SerializeField] private string _name;
[SerializeField] private Sprite[] _images;

public string Name => _name;

public Sprite[] Images => _images;

[SerializeField] private Storage[] _storages;

public Storage GetStorage(string name)

{

return _storages.FirstOrDefault(s => s.Name == name);

public Sprite Getimage(string path)

{
Sprite[] images = GetStorage(path.Split("_"[0])?.Images;

if (images == null) return null;

return images[Convert. Tolnt32(path.Split("_"[1D];

Kon BimoOpaxenns BG
using System;

using UnityEngine;

using UnityEngine.Ul;

namespace Game.View

{

public class BG : MonoBehaviour,iCommand



[SerializeField] private Image _self;
public event Action<iCommand> End,;

private Color[] _colors = new Color[2] { new Color(1, 1, 1, 1), new Color(1, 1, 1, 0) };

public void Show(Sprite source)

{

_self.sprite = source;
_self.color = _colors[0];
End?.Invoke(this);

public void Hide() => _self.color = _colors[1];

Kon Bimoopaxenns Character
using System;

using UnityEngine;

using UnityEngine.Ul;

namespace Game.View

{

public class Character : MonoBehaviour, iCommand

{

[SerializeField] private Image _self;
public event Action<iCommand> End;

private Color[] _colors = new Color[2] { new Color(1, 1, 1, 1), new Color(1, 1, 1, 0) };

public void Show(Sprite characterSprite)

{

_self.sprite = characterSprite;

_self.color = _colors[0];



End?.Invoke(this);

public void Hide()

{
_self.color = _colors[1];
_self.sprite = null;
End?.Invoke(this);

Kon Bimoopaxenns ChoiseButton
using UnityEngine;

using UnityEngine.Ul;

using TMPro;

using Game.Data;

namespace Game.View

{

public class ChoiseButton : MonoBehaviour

{
[SerializeField] private TextMeshProUGUI _text;
[SerializeField] private Button _self;

public void Show(Data.Choise.ChoiseElement choiseElement, ChoiseView choise)

{

_text.SetText(choiseElement. Text);
_self.onClick.AddListener(() => choise.Onclick(choiseElement.Goto));

public void Hide() => Destroy(gameObject);

Kon Bimoopaxenns ChoiseView

using System.Collections.Generic;
using UnityEngine;
using Game.Data;

using System;



namespace Game.View

{

public class ChoiseView : MonoBehaviour, iCommand
{
[SerializeField] private Canvas _self;
[SerializeField] private Transform _parrent;

[SerializeField] private ChoiseButton _prefabs;

public event Action<iCommand> End,;
public int LastChoiselndex = -1;

private List<ChoiseButton> _choiseButtons = new List<ChoiseButton>();

public void Show() => _self.enabled = true;

public void Add(Choise.ChoiseElement[] choiseElement)
{

_choiseButtons ??= new List<ChoiseButton>(choiseElement.Length);

for (inti = 0; i < choiseElement.Length; i++)

{
ChoiseButton tmp = Instantiate(_prefabs, _parrent);
tmp.Show(choiseElement[i], this);
_choiseButtons.Add(tmp);

}
Show();

public void Onclick(int commandindex)

{

LastChoiselndex = commandIndex - 1;
End?.Invoke(this);
Hide();

public void Hide()

{
for (int i = _choiseButtons.Count - 1; i >=0; i--)
{
_choiseButtons[i].Hide();
}

_choiseButtons.Clear();

_self.enabled = false;



Kon BinoGpaxkenus Say
using UnityEngine;

using Game.Data;

using System;

using TMPro;

namespace Game.View

{

public class Say : MonoBehaviour, iCommand

{

[SerializeField] private Commander _commander;
[SerializeField] private TextMeshProUGUI _name;
[SerializeField] private TextMeshProUGUI _text;

[SerializeField] private ChoiseView _choise;

[Header("Time write")]

[SerializeField] private float _time;

public event Action<iCommand> End;

private Write _write;

private Coroutine _coroutineWrite;

private void Awake() => _write = new Write(_time);
private void OnEnable()

{
_write.SelfWrite += Write;

private void OnDisable()

{
_write.SelfWrite -= Write;

private void Write(string str) => _text.SetText(str);



public void Next() => Something(null);

public void Something(Monolog monologue)
{
if (_write.SelfStatus == Game.Write.Status.Enabled)

{

StopCoroutine(_coroutineWrite);
_write.SelfStatus = Game.Write.Status.Diabled;
}

if (monologue == null)
{
End?.Invoke(this);

return;

if (Lwrite.SelfStatus == Game.Write.Status. Diabled)
StartCoroutine(_write.Get(monologue. Text));

_name.SetText(monologue.Name);

Kon Binoopaxenns TitleOverlay
using System;

using TMPro;

using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

namespace Game.View

{

public class TitleOverlay : MonoBehaviour, iCommand

{
[Header("Canvas Settings")]

[SerializeField] private Canvas _hiddenCanvas;

_coroutineWrite



[SerializeField] private GameObject _background;
[SerializeField] private TextMeshProUGUI _titleText;
[SerializeField] private Button _exitButton;

public event Action<iCommand> End;

private void Awake()

{
if (_hiddenCanvas != null)

{

_hiddenCanvas.enabled = false;

if (_exitButton != null)

{
_exitButton.gameObject.SetActive(false);

_exitButton.onClick.AddListener(ExitToMainMenu);
}

public void ShowTitle(string title)

{
if (_background !=null)
{
_background.SetActive(true);
}

if (_hiddenCanvas != null)
{

_hiddenCanvas.enabled = true;

if (_exitButton !=null)
{

_exitButton.gameObject.SetActive(true);

}

if (_titleText = null)
{

_titleText.text = title;



End?.Invoke(this);

public void HideTitle()

{
if (_background !=null)
{
_background.SetActive(false);
}
if (_hiddenCanvas != null)
{
_hiddenCanvas.enabled = false;
}
if (_exitButton != null)
{
_exitButton.gameObject.SetActive(false);
}
if (_titleText I=null)
{
_titleText.text = string.Empty;
}
}

private void ExitToMainMenu()

{

SceneManager.LoadScene("MainMenu");
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MIHICTEPCTBO OCBITK | HAYKW YKPAIHI
NEPABHWA YHIBEPCUTET
IHPOPMALIMHO-KOMYHIKALIIMHWX TEXHOMOMHN

JHILTOMHA POBOTA
HA CTYHIHE BUILOT 0CBITH MATICTP
i3 cmemiaasEocTi 122 Kovn'wrepni nayin

Inrepakrusua rpa ma ocuosi C#

Bukonags: crynent 6 kvpey, rpyns KHIM-61
Cenozanbemii lepyman Ouerormnm
HepiBunk: K. . 0., Jonent CEPHX C.O

Kuie - 2024

JATATLHA NAPAKTEPHCTHEA JHTINIOMHO! POBOTIH

Tema

MeTa TocTiTHReHAR

Hayrone 3aBIAHAA

OF kT ToenimReHAR

TIpeaseT J0CTiTHeHRA

InTepakTHRRA rpa Ha oceosl CF

CcTROPHTH IHTEPAKTHBHY TPy, AEA 3adeimedys eMolifiHe 3aHYpeHHA
TPABIA Ta TOIBOIAE JHEAMITHS AJAMTYBATH CRMHeT SANeH0 Bia fore
BHGOpIE.

po3podEa  iHTepARTHBHO! TpH ¥ ®aHpi  Bisyanemol HoBEIH i3
BHEDPHCTANHAAM MOER Oporpasysanss COF a prong Unity.

MpOUE: CTEOPSHAA IHTEPARTHBHAY irop i3 ReTiRIfANM HAPATHBOM.

TEXHOION poRpotEn IHTePARTHERIK iTop ¥ &aHp BITvATRHAL HOBLT.



HNocranoska 3agadi

JIna J0CcATHSHAA NOCTARTEHO] MeTH HeoSXIIAG BUPIMEHTH TAK] 3ARTAHAA

—  PospolTa apXiTeRTYpy TPH. WO BEIKSAE THCTPYMERTH 1704 SPYIHOM cTROPEHAA Jial0Tis, MOHMIOrE, 3a08ix GoHis Ta Merm

Bfopy TPaBLE.

- Ptﬂ.Ti.'S_\_-'.E-ETH CHCTEMY IHTCPAETHEHHAXY JIATOTIE. KA J03BNIHE FPABNCE] BIOAHBATH HA POTBHTOE CHEECTY IMIIREX0R E[FI]!ﬁ:H.'B'.ITH

pleHs.

—  laterpvestn sacodn Unity 216 sheimeueHia spyaHore VIPARTIHAA CIeHAPHIDMHE 2 TeMeHTAME, TAKIMHA A 3MiHA oMY, TERCTY

Ta BEOIPROBIX BAPIAHTIE BiTNoBided

—  JadcimedHTH THYSEICTE ¥ IMIHL T4 MACITROVEAHH] EOHTCHTY TPH, BHEODHCTOEYEROMH OO0€ETHO-OpIEHTORAHI NITXOXH J0

MPOrpasyBRHHA.

Hocnimaennn i ananiz od’exra nporpaMysanis S

HAHp BIVATEHAX HOBel BHHHE V 1980-X poRax, ale cOpABKHBOIG
BRIHAHAA Halve ¥ 1900-x B Anomil SRIAKH MpoekTas, SKi MOEIHYBATH ¥ codbi
TEECTOR] ICTOPIL, 1IHCTPAOL TA IHTCPAETHBHICTE. (MIHIEH 3 MEPIIHX BLTOMHX
BIIVANEEHX HOBen Gyma Kanon (1999), =xa 3agana HOB] CTAHIAPTH AMH HEOTT
HAHPY, NPOMOHYHMH TPABIEM JAXOITHBHE CHEeT, DAr aroBHMIPHAY MEPCoHAKIE
i MOBITHBICTE BITHBATH Ha POBATOR icTopil, [IONVIAPHICTE UBOTO RAHPY TPOCIa
FBAAKH fioTo 3TATHOCT] BAHYPROBATH TPEBIIE ¥V iHTePAKTHBHHN Jockil mo
NOETHYE TTCPATYPHEE CTHIR 13 rpadi=easl THIANR0M 1 MY IHEDH.

[HTEpPAKTHEHI HAPATHEH ¥ CYYACHHXY BlIs0irpax HaOyeawTs Boe OLIBmMoi
NONYARPHOCTL, AMEE ACIBOARHTE CTEOPHIBATH YHIKAARHL IFPOB] CHEHApL, ®KL
HTeEaTk B BAGopy Tpaend. Lle ocolmHBO aKTVAIRHS 104 AHPY By ATRHHEX
HOBET, [¢ CHGEET 1 MeXAHIEA BIAeModlil NoBHiCTH (ORYCYROTRCA H3 icTopil,
enMOomiRoMY BIIHE] Ta cco0HCTIH yoacTl rpaeus. BisyaisHl HOBEAH € EAHPOM
Blgeoirop, KA noegaye B cobl TexcToRAE cueHApifi. craTHeEl Afo AHIMOBAEHL

UTHMCTPAI] TA IHTCPAKTHEHL eIEMSHTEL.

Pucyrok 1 = Irpoesit nponec rpa Detroit Become Human



Onuc MOBH MpOrpaMyBaHHsA —

Jna peamsami mocTasIeHol 3aga1l §v10 BHEOPHCTAHO
cepeosnme pospodin Unity, Microsoft Visual Studio
Ta MOBY Nporpasysansg C#F .

Unity — ne muatdopma s crsopenns 2D a 3D wrop,
AKA BUKEOpHcToBye CF 178 HANNCaHHA CHOeHapis.
Microsoft Visual Studio — inTerposane cepenosmme
pospokL, axe sabesneTye marpussy Unity Ta MoBi
C# ang pospobEHIrop.

Mosa nporpamysannaa C# — o8'exTHO-0pIEHTOBAHA
MOBA, AKA BIKOPHCTOBYETRCA [UTH HANTICAHHA
cueHaplis v Unity.
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Hdiarpamu npeueaenris

Prcysiox 4 — JIiarpasa NpelcACHTIE JUIA KOPHCTYBAYA
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ANropur™ podoTH CHCTEMH

MicnA 3anycky rpW KOPKCTYEaY NOTRANAAE B rON0BHE

MEHID, 4e maie oDpaTH oOMH i3 SOCTYNIHWX
gaplaHTie: posnoYaT rpy abo 3aseplluTH
nporpamy. MNpkr sruBopi nysrTy cPosnovaa rpys
rpaselb NepeHocMTLCA 40 Nepwol cueHn, ae
NOYMHAETLCA CHOMET 13 NpoBy oM eHHA repod B nici,

Y npoweci rpw:

* [paeelb 833eMOZIE 3 NepeoHaMamK Hepes
cUCTEMY Aianoris, oBupandyy Bianoeini aGo aii.

* Homed subip rpasus BnAMBaE Ha nq.n,anbymﬁ
PO3BMTOK CHHETY, 2KTHBYIOYM BIANOBIOHI
CLEHapil Ta CLEeHHU.

* [pa 3aBEPIYETHCA OGHIEKD 3 TRBOX KiHLIBOK
3ANEMHO Bif, OiW TPaBUA.

Pucyror § — Anropsr poGoTH nporpase

Inrepdeiic rpu

PucyHox 7 — T'onoBHE MEHIO TPH

Pucynok 8 — Berynsa cuena rpn
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Pucysok 10 — Butip BimmoBim y aianosi
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BHCHOBKH

V xogl pofot Gyao pospofiIcHe BI3YLIEHY HOBCIY. AKEA BETKFME OIHE HCBCTHELR poiguL.
TPH MOATHBAX 3aKIHUEHE Ta IHTEpakTHBHHA HapaTHBHd refsmue. Pospodiaene nporpasee
Jadie3MesTeHHA MAE MPAKTHHE IHATEHHA AK MPHETAT Peatisalii HapaTHEH-0pie HTOBAHO TP 3
MOFTHEICTH) BAPIATHEHOID POIRHTEY CHGHETY HCHHD BLY PIMCHS KOPHCTYETA.

Eyo poTriIHyTe TEOPeTHHE] OCHOBH INTEpPAKTHRHID EAPATHEIE ¥ Blecirpax. [posegenc
AHATIS ICHYRFIHX ROHICMIH IHTCPAETHEROTO HAPATHEY., BHIHAICHO HOTD EIHMOBL STCMEHTH TR
BIVIEE B IFpOBEHA JocBia.

Byro pospoliedo apxiTesTvpy TpH 8 Jonosoerow UL-giarpay, 00 BRTHSTARTE OCHOBHL
oF KT Ta Ix B3nesmoaio. Bukopnctano Scriptable Object anm oprasizami apmsce, mo
GO THYMKICTE ¥ HATAITYBAHHE] IFPOBIC. KOMIIOHEHTIE TA CHSHAPITE.

Taxmy 9HACM, PEIVIETATH JCCTITECHHA MATECQTEYHTE BRATHEICTE IHICPaETHEHOID
HAPATEEY A ETHAIOBOTO IHCTPYMEHTY TTH cTBOPERHA irop, L0 3TATHL BHETAEATA esorifimmi
BIATVE ¥ TPARIIE TA CTHMYIROBATH 1X IO DpHAHATTA PpilleHE, AK1 BIUTHEARTE HA KiHIERA
PeIVIRIAT ICTOpIL
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