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AHOTALIIS

Po3po0bka i3omeTpuunoi 2.5D rpu 3 Bukopuctanasm Unity 6 Ta SRP ¢peiimBopky
// KBamigikamiitna pob6oTta ocBiTHbOro piBHA «bakamaBp» // TitkoB Bnaaucnas
BikTopoBuu // TepHOmiNbChKHUI HaIllOHATBHUN TEXHIYHMM yHIBEpCcUTET iMeH1 [BaHa
[Tymrost, akyapTeT KOMIT'IOTEpHO 1HGOPMAIIMHUX CHCTEM 1 IMPOrpaMHOiI 1HXKEHepii,
kadenpa nporpamuoi imxenepii, rpyna CII1-43 // Tepuomnins, 2025 // Ct. — 72, puc. — 43,
Taba — 2, kpeci. — 0, goxar. — 3, 616miorp. — 20.

KitouoBi cnosa: Unity 6, SRP, URP, i3ometpis, C#, komm’totepHa rpa, Unity
DevOps Version Control, New Input System, Visual Studio Code.

["onoBHOIO MeTOMO 1i€i KBamidikaiiiiHoi poOOTH € JOCIHIJKEHHS €TaIliB aHaji3y,
NPOEKTYBaHHS, CTBOPEHHS Ta TECTYBaHHS KOMII IOTEPHOI TPH 3 BHUKOPUCTAHHAM
CYyYaCHHUX TEXHOJIOTIH Ta IHCTPYMEHTIB y raiy31 po3po0OKH KOMIT FOTEPHUX 1rop.

[lepmmii po3Ain TPUCBAYEHO JTOCIHIKEHHIO MPEAMETHOI 00JacTi Ta aHajizy
HAWIOIIMPEHIIINX INPOBUX PYILIiB.

VY apyromy po3aisii po3rJIIHYTO MPOIEC MPOEKTYBAHHS KOMIT FOTEPHOI I'pH, BUOIP
apXITEKTYpHOTO PIIIEHHS, a TAKOX MIJMOTOBKY Ta HaJalITyBaHHA CEpPEAOBHINA IS
PO3pPOOKHU.

VY TperboMy pO3aiidl HaBEACHO pe3yJibTaTH TECTyBaHHS I'PU HAa KOMII'IOTepax 3
PI3HUMH CHCTEMHHUMH XapaKTEPUCTUKAMHU, a TaKOXX PO3TIISTHYTO MOKJIMBI HAMpsSMU i

MOAANBIIOTO PO3BUTKY, IK OKPEMOTO MPOIAYKTY.



ABSTRACT

Development of an isometric 2.5D game using Unity 6 and SRP framework //
Qualification work for the educational level ‘Bachelor’ / Titkov Vladyslav Viktorovych
// Ternopil National Technical University named after Ivan Puluj, Faculty of Computer
Information Systems and Software Engineering, Department of Software Engineering,
group SP-43 // Ternopil, 2025 // Pp. - 72, Fig. - 43, Table - 2, Drawings - 0, Supplement
- 3, Bibliography - 20.

Keywords: Unity 6, SRP, URP, Isometric, C#, computer game, Unity DevOps
Version Control, New Input System, Visual Studio Code.

The main purpose of this qualification work is to study the stages of analysis, design,
creation and testing of a computer game using modern technologies and tools in the field
of computer game development.

The first section 1s devoted to the study of the subject area and the analysis of the
most common game engines.

The second section describes the process of designing a computer game, choosing
an architectural solution, as well as preparing and setting up the development
environment.

The third section presents the results of testing the game on computers with different
system characteristics, as well as possible directions for its further development as a

separate product.



ITEPEJIIK YMOBHUX [TIO3HAYEHbL, CUMBOJIIB, OAMHNIb, CKOPOYEHD I
TEPMIHIB

[eiimaeB — 1ie cdepa, 1m0 po3podiise KOMITIOTEPHI ITpH UM ITPH A7 1HIIMX
wiatdopm (koHcoui, MOOUTEHI Tenedonn). [Ipu po3poOiii BUKOPUCTOBYIOTHCSA Cy4acHi
TEXHOJIOT1i JIJIsl IEpe/IaHHs SIKOMOTa KPaIioro KOpUCTyBallbKOTO JIOCBITY.

Unity — 1ie irpoBwii pyurii, o 3aToueHuit Ha po3po6iii sk 2D irop tak i 3D irop, a
TaK0’X MOOUIBHUX Yd BeO 3aCTOCYHKIB.

C# — 11e 00’ €KTHO-OpIEHTOBaHA MOBA MTPOrpaMyBaHHSI.

New Input System — nokpaiiena Unity cuctema BBEAEHHS KOTpa MPAIlO€ HE JIUIIIE
13 CTaHJIaPTHUMHU IPUCTPOSIMU BBEACHHS, a U 13 KoHTposiepamu. KpiM Toro us cucrema
Ha0araro rHydYKilla B HaJallITyBaHHI OPIBHAHO 13 OpUTIHAIBHOIO cuctemoro Unity.

Visual Studio Code — 11e 6€3K0IITOBHUM, TOTYKHUH peIaKTOP KOy, IO MATPUMYE
Oarato MOB IIporpaMyBaHHs1, Ma€ BOyJJ0BaHUH TepMiHal, gedarep /st 3py4HOi po3pOOKH.

SRP (Scriptable Render Pipeline) — cucrema koTpa [103BOJSIE MOKPAIIUTH
MPOIyKTUBHICTh TPY Ta KOHTPOJIFOBATHU Bi3yalIbHUMU e(PeKTaMu, Ja€ MOXKIIUBICTh TUCATH
CBI1M KOJ Jis Bi3yaJbHUX €(DEKTIB.

URP (Universal Render Pipeline) — BUKOpPUCTOBY€TBCS ISl HIMPOKOTO KOJIA
1aTGopM, ONTUMI30BAaHUM Ta JIETKUH IS CJIAOKUX MPUCTPOIB.

HDRP (High Definition Render Pipeline) — BHUKOpHUCTOBYETHCS il JAOCATAHHS
BHUCOKOSAKICHUX rpadiyHuX e(EeKTiB Ha MOTYXKHHUX TUIaTPopMax TaKuX sK: MepCOHATbHI
KOMIT FOT€PH Ta KOHCOJI1 HOBOT'O ITOKOJIIHHS.

Unity DevOps Version Control — 11e 1HCTpyMEHT KOHTPOJIIO BEpCiil Ta KepyBaHHS
BUXI1JTHUM KOJIOM JIJISl CTY/I1 PO3pOOKH irop OyIb-aKoro po3mipy. CTBOPEHHI Ha OCHOBI
texHosorii Plastic SCM, Unity Version Control mpomnonye ontumizoBaHi poOoul
npoLecH Ui XYJ0KHHMKIB 1 MPOrpaMiCTIiB Ta YyJOBY HIBUAKICTH POOOTH 3 BEIUKUMU
daiinamu 1 ABIHKOBUMH (aiiiamu.

Isometric/I3omeTpist — 11€ CTHIIb IEPCIIEKTUBH, /i€ 00'€KTH BUTJISAIAIOTH 00'€MHUMH,

ayie 30epiraroTh OJHAKOBI MPOMOPIli, 300pakaroyu TPOCTIp 0€3 MEePCIEeKTUBHUX



CIIOTBOPEHb, TaKUl METOJ MEepPCIEeKTUBU A€ MOXJIMBICTH OTPUMATH IIMPIIUN OTJIS
IpaBIIsl.

2.5D rpa — Bimeorpa kotpa nmoegaaye B coo0i enementu 2D ta 3D rpadiku. B Takmx
Irpax BUKOPUCTOBYIOThCS a00 2D-00’€KTH KOTP1 MOXKYTh pyXaTHUCh Mo ocsiM XY Z, abo
3D-00’exTu KOTpP1 0OMEKYIOThCS JHUIIIE OCSIMH XY .

Asset — pecypcHu SiKi BUKOPHUCTOBYIOThCSI B Tpi: CKpHUNTH, MOJEINi, TEKCTYpH,
CIPAaTH Ta 3BYKH.

Copaiit — 1me  OKpeMe [ABOBHMIpHE 300pa)K€HHS, IO 3aCTOCOBYETHCS B
KOMI'TOTEepHIN rpadirli Sk yacThHa OUTHIIOT0 300payKeHHSI.

Prefab — ma6ion 06’ekTa, KOTpUii MOKe OyTH BUKOPUCTAHUMN OE3MEXHY KUIbKICTh
pasis.

[eiinep — MOKe OMUCYBATH CKIIAHI MPOIECH, TaKl K MOTJIMHAHHS i PO3CIIOBaHHS
CBITJIa, HAKJIaJCHHS TEKCTYp, BIAA3EpPKAJICHHS W 3aJIOMJICHHS, 3aTIHCHHS, 3MIIICHHS

MOBEPXHI, & TAKOX 3aCTOCYBaHHS €()EKTiB OCTOOPOOKH.
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BCTVII

Bigeoirpu € omHMM 13 Cyd4acHHX MOKJIMBOCTEH PO3BAXUTHUCH, KPIM TOTO irpoBa
IHIYCTpis SK 1 KIHO 1HAYCTpis Mae OaraTo »aHpiB Ta € JOCUTh MHPHOYTKOBOIO.
Hailinonynsapuimni skanpu Bifgeoirop €: souls-moaioni, MOBA, 3maraiibHi CTpUISHKH,
’Kaxu, MaHApiBHI OoioBHMKH. IrpoBa 1HAYCTpis € HEBiI €MHOIO YAaCTHHOIO CYy4acHOT
KYJbTYPH Ta € OJTHUM 13 CUJIBHUX PYIIIiB PO3BUTKY OCOOHCTOCTI.

[{s OakanaBpchka poboTa Hece 3a CO00I0 METy po3poOuTH 130MeTpuuny 2.5D rpy
BUKOPUCTOBYIOUM cydyacHUil pymiid Unity 6, KOTpuil MOPIBHAHO 13 MHHYJIOK BEPCIEIO
npUHIC 13 c00010 BOyn0oBaHy miaATpUMKY SRP (peliMBopKy, 1110 J03BOIUTH BUPOOISTH
KpacHUBillll Ta MPOYyKTUBHIIII BiJI€OITPH.

B mnporeci po3poOKu rpH IUIAHYETHCS PO3POOUTH 3pO3yMUIMM Ta IHTYITUBHUI
JIM3aiiH KOPUCTYBAIbKOIO IHTEp(EICY, Ta MOeAHATH ABa )kaHpu: souls-like Ta Opoauniky.

[lepenbavaeThcsa, 1O poO3poOKa TI'PU TAKOrO THUITY 30UIBIIUTH MNPUIUIUB 0
YKpaiHCBKO1 1rPOBOi 1HAYCTpli OUIbIIIE 1HBECTOPIB, KPIM TOTO 1€ YyJ0Ba MOMIJIHUBICThH
OTpUMATH MEPUIMI KPOK B ITPOBINA 1HAYCTPII, K HE3aJNEKHUN PO3POOHUK, MOKAZYHOUH
BMIHHSI BUKOPUCTOBYBATH Cy4YacCH1 TEXHOJIOTI JUIsl: OCBITJICHHS Ta 3aTIHEHHS, KOHTPOJIIO
BEpCIsIMHU, TU3aiHY piBHIB. B ckiamHux mpoekTax, modyaoBanux Ha ocHoBi Unity/Unity
6, B3aeMOJII 13 TIHSAMH Ta OCBITJICHHSAM € OJHIECIO 13 BaXKJIIMBUX IIUIEH IS JTOCATAHHS
peaTicTUYHOro 300pakeHHsI, a00 CTBOPEHHSI HEOPJAUHAPHOTO rpad)iqHOrO CTHIIIO.

OuikyeTbcsi, MO B XOJI IILOTO JOCHIKEHHS BUCHOBOK Ta i€l OyAyTh CHPUSTH
pPO3BUTKY cepu IrpoBOi 1HIYCTPii HE3AJEKHO Bif >KaHPY Ta CTWIKO BIJIEOITOp KOTPi

PO3POOIIIIOTHCS.
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PO3/IUI 1. JOCJIP)KEHHS ITPEAMETHOI OBJIACTI TA AHAJII3 ITPOBUX
PVIIIIIB

1.1  Icropis Bimeoirop Ta ix sIKOCTi 300paKeHHS

IcTopist Bimeoirop posmoyanacs y cepenuHi XX CTONITTSA, KOJM KOXKHA Tpa
CTBOpIOBAJIACS OKPEMO JIUIS 1HAUBIAYaIbHUX cucTeM. Lli mpoekTn Mamu npocty rpadiky
Ta (QYHKIIOHYBAJIM Ha ITPOBUX aBTOMATAaxX JJIA SKUX BOHHU Oyyd 3po0JieHl. 3roJaoM TakKi
BIJICOITPH CTaJW BIJIOMI SK apkajHi. BoHM XapakTepu3yBaJMCs MPOCTUM Bi3yaJbHUM
CTHJIEM, OOMEXEHUM KIJIBKICTIO KOJIBOPIB Ta MPUMITHBHOIO aHIMAII€IO.

Onuiero 3 HaisicKpaBimuxX apkaaHux irop crama “Pac-Man” (1980) [1], sika
MPOJIEMOHCTPYBaJia, HACKUIbKM 3aXOIUTMBUM MOXE OYyTH ITPOBHMM MpOIEC HaBITh 3a
MIHIMAJbHOTO TEXHIYHOTO OCHaleHHS. ['paBellb KepyBaB *KOBTHUM IEPCOHAXKEM, IO
nepecyBaBcsl J1aOIpUHTOM, 30MpaB Kpankyd W YHHKaB 31TKHEHHs 3 MpUBHAAMH, a00 13
MOCWJICHHSIM MIT TakoX 1 ictu iX. [Ipocta koHIENIliss BUKOPUCTAHHA OOMEKEHHX

pecypciB 3pobuna “Pac-Man” ojHi€10 3 IKOH paHHBOI €MIOXHU B1ACOITOP.

iup HIGH SCORE
O Lyl

Pucynok 1.1 — Apkanna rpa “Pac-Man”
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Jlo BU3HAYHUX apKaJHUX BIJCOITOp TOrO 4acy Takoxx HanexaTh “‘Donkey Kong”,
“Digger”, “Battle City” ta “Mortal Kombat”. He3Baxkxaroun Ha 0OMeKeHHS Bi3yaJIbHUX
3ac00iB, KOKHA 3 IHMX IrOp MaJla BJIAaCHUW CTHJIb 1 MEXaHIKd, 10 JO3BOJISIIN 1M
BUJIIJISITUCS CepeJl YMCIICHHUX aHaloriB. BoHU cTamu JKepesioM HaTXHEHHS JJIs 11JIOro

MOKOJIIHHS pO3POOHUKIB, K1 3rOJIOM 3aKJIayTh OCHOBH Cy4acHOi irpoBOi 1HAYCTPIi.

OOZFO0 Q0OFES0

Pucynok 1.2 — Apkanni irpu “Donkey Kong”, “Digger”, “Battle City” Ta “Mortal
Kombat”

VY cepeauni 1980-x pokiB 13 MOsSBOIO 8-OITHUX IrpPOBUX KOHCOJIEH, BiAOyBCS
CYTTEBHM TPOPUB y PO3BUTKY Tpadiku. 300pakeHHS CTadM SICKPaBIIUMH WU

JeTa130BaHIIMMHA, a KUIBKICTb OJHOYACHO JOCTYIHHMX KOJHOPIB 3HAYHO 3pocia.
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3aBAsKkU KapTpUHKaM BIJIEOITpU TEnep MOXKHA OyJIo TpaTu MpsiMO 3 JOMY, IO 3HAYHO
PO3IIMPHUIIO IXHIO ayAUTOPIIO.

[Tomanpmmii Kpok yriepea 0yB 3po0ieHwuit 13 mpuxoaoM 16-6iTHOT eroxu. Irpu miel
re’epaitii 1IEeMOHCTPYBaJIM CKIIAAHINI Bi3yalbH1 edeKkTh: OaraTomapoBi nmapaiakc-(poHu,
OUTBII MJIaBHY aHIMAIlIIO0 Ta 3HAYHO BHILY PO3AUIBHY 3/aTHICTH CHpalTiB. XyJ0KHUKA
OTpUMAIA MOKJIMBICTH CTBOPIOBATH TIMOOKI Ta XUBI CBITH, a ITPOBUI MPOIEC CTaB
PI3HOMAHITHIIIUM Ta HACUYEHIIITNM.

Kapaunaneni 3miaM cranucs y Apyrid monoBuHi 1990-x pokiB 13 mpHUXO0I0M
TpuBUMIpHOI Tpadiku. Bigeoirpu Ha 3pazok “Super Mario 64” ta “Tomb Raider”
BIJIKpUJIM JUIsI TPaBLIB HOBI MOMIIMBOCTI — BIJIbHE MEPECYBaHHS TPUBUMIPHUM
IPOCTOPOM, B3a€EMOJIIO 3 00 €KTaMu Ta HOBUM PIBEHb 3aHYPEHHS Y BIpTyaJbHHH CBIT.
Xoua panHi 3D-mozeni OyJid BiIHOCHO MPOCTUMU 1 MICTUJIM TpyOl MOJITOHHU, came I

TEXHOJIOTIYHA PEBOJIIOIIISl BU3HAYMIIA HATIPSIMOK PO3BUTKY BiZ€OITOP.

Pucynok 1.3 — Bigeoirpu “Super Mario 64” ta “Tomb Raider”

CydacHi 1HHOBalii Ha KIWITAIT TpacyBaHHS mnpomeHiB Ta HDR-texnonoriit
rpadiuHa SKICTh y Bijieoirpax Jocsria piBHS maixke (OoTOpeaicCTUYHOTO TpadidHOoro
ctunro. CyyacHi irpu 37aTHI TiepeIaBaTH HE JIHIIe aeTaidl (GI3UMIHOro CBITY, a M TOHKI
eMOLIIHI CTaHW 4epe3 CBITJIO, TIHI Ta TEKCTYpH, MEPETBOPIOIOUM ITPU Ha CIPaBXkHI
MHUCTEIbK1 BUTBOPH.

OcBiTieHHs i nepejaya TiHe! BiIIrpaloTh BaXKJIMBY POJIb HE JIHUILE Y TPUBUMIPHUX,

aje W y JBOBUMIPHUX Bifeoirpax. 3aBAsSKd MPaBWIbHINA pOOOTI 13 CBITJIOM Ta TIHSIMHU
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HaBiTh 2D-irpu OTPUMYIOTH BIAYYTTS MPOCTOPOBOI TNMMOMHM U 00’emy. OCBITICHHS
JIO3BOJIAE TIIKPECIUTH aTMOc(epy CIEHH, CTBOPUTH BIAYYTTA PEATICTUYHOCTI Ta
EMOIIIfHOT ~ HACHMYEHOCTI, HAJAl0Yd CTATUYHUM  300pPKECHHSAM  JKHBOTO  Ta
OaratomapoBoro xapakrepy. Takum 4MHOM, CydacH1 TEXHOJIOTII Bi3yaJi3allii BIUTUBAIOTh

Ha BC1 JKaHpH Ta (JOpMAaTH 1rOp, PO3MIUPIOIOYH 1X XYJ0KHI MOKIIMBOCTI.

1.2 Awnami3 pymiiB Ta BUOIp ONTUMAIBEHOTO

Hacamnepen notpiOHO 3p03yMITH SIKMU pyIIIA MiAIAAE 11 PO3POOKU TpH, aaKe
Bl LbOro Oyjae 3ayexaTH I CTPYyKTypa, SIKOI0 MOBOK IporpaMyBaHHs BOHa Oyne
HanucaHa. KpiM Toro pyriii BU3Hayae MOXJIMBOCTI Bi3yasi3allii Ta OnTUMI3aIli.

J1st po3poOku MHOMO OyI10 BUKOpUcTaHo pyuriii Unity, a TOUHIIIE HOTO CyYacHIILy
Bepcito Unity 6, BiH Jla€ YUCENbHY KUIBKICTh MEepeBar MOPiBHAHO 3 HIIMMH PYIIisSIMHU,
30KpeMa 1 B rpa)lyHOMY aCIEKTI.

[acTpymMenTu po3podku: Unity 3abe3nedye MOIYJIbHY CTPYKTYPY Ta MOXJIHMBICTh
PO3LIMPEHHS, IO Aa€ 3MOTY J0JIaTh JAOJATKOBI IHCTPYMEHTH. 30KpeMa 3a JI0IOMOTOI0
Horo asset store MoXHa 3py4HO Ta 0€3 MpoOJIeM 3aBaHTaKyBaTH NMPUI0aH1 MOTYI.

I'padiuna 6a3a: panime B Unity URP/HDRP #inumm sik okpemi MOTyJIi, Ta 3 BEpCI€r0
Unity 6 BoHM nToYanu UTH K BOYIOBaHI, 11e 3a0e3neuye 0e3 JIUIIHIX PyXIB TIAKIIOUYUTH
HEOOX1THUI TpadgiuyHuil MOIyNb, MmO 3abe3reuye, sSK ONTHMI3aIlil TaK 1 SKICTh
300paKEHHSI Ta MOJIMBICTh KEPYBAaTH pPECypcamu, IO B3aEMOJIIOTH 13 rpadivyHOI0
CKJIQZI0BOIO T'PH.

@iznunuii pymriit: Unity 6 3Ha4HO BIOCKOHANMMIA (GhI3UYHHM PYIIIiH, 0 3a0e3meuye
MOKpAaIIeHl MOJeN KOJi3ii, TOYHIMMK po3paxyHOK 3ITKHEHb Ta HOBI MOKIIMBOCTI 13
B3aeMO/Ii€0 PI3MUHUX MaTepiaiiB i iX B3aeMo/ito 13 00’ ektamu. Kpim TOTO0, MiBHUIIIEHO
OPOAYKTUBHICTh CUMYJIALIIT.

Hapuansauit pecypc: Unity 6 mae odiuiiiHy TOKYMEHTAIlil0 1O BCIM acreKkTam

pyIisi, Bil CTBOPEHHsI 00’ €KTy Ha CIIEHI JO MIAKIIOYEHHS OQIIIHHUX MOIYIIB Ta SK
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B3a€EMOJIISATH 13 HUMU. TakoX Ma€e BEIMKY 0a3y BiJIeO-ypOKiB i moyaTkiBiliB. Lle poOuTh
Unity nocTynmHUM JIs BCI1X KJIaciB pO3pOOHHUKIB, BiJl MOYATKIBIIIB /10 podecioHamis[2].

CroinpHoTa: Unity 6 Mae MOTyXKHY ¥ aKTHBHY CHUIBHOTY, 10 3a0€3MeUy€ BEIUKY
KUTBKICTh KOPUCTYBAIIbKUX MOJIYJIIB, aCCETI TAKOXK OE3MEXHY KUTBKICTh B1JI€0-YPOKIB IO
PI3HUM acTeKTaM PyIIis BiJi CHUIBHOTH IO MOJAEKY AU MPOAYKTHUBHIIIE aHDXK 3 O(ILIHHAX
JOKepen.

BbararomnardomHicTh: pyIiil mpairoe Ha BCiX KOMIT IOTEpHUX TuTaTdhopMax, TaKuX
ax: Windows, Linux, MacOS. A cami Biie0irpyu MOKYyTh PO3MOBCIO/IKYBATHCh OKPIM IIUX
matdopMm noxgatkoBo W Ha Android, 10S, WebGL Tta koHcomi, mo 3a0e3nedye
PO3pOOHMKAM BUAABATU CBOI I'PU HE JIUIIIE HA SIKYCh OJHY IIaTGopMy.

[aTepdeiic: mopiBHAHO 13 cBOiMU aHanoramu Unity 6 Mae 3pydHuid Ta 3p03yMIUIHN,
JUIS TIOYATKIBLS, 1HTEp(delc KOTpUid MOXKHA Jy’Ke MIBUJIKO 3araM’siTaTH, 10 3a0e3Mneuye
HIBUJKE OCBOEHHS B pyuuli. KpiM Toro iHtepderic MoxHa 3MIHMTH MiJ ce0e Ta CBOI

3pYYHOCTI.

START
SETTINGS

EXIT

EEEEEbBRECRR

Pucynok 1.4 — KopucryBaupskuii intepdeiic Unity 6
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[ToMixk 1HIIKMX Py1IIiB Bigeoirop Moxy BuALIMTH Taki: Godot[3], Unreal Engine[4]
ta Source 2 [5].

Godot — 1e pymriit 3 BIAKPUTUM KOJOM, IO A€ HOMY 3HAYHY MEpeBary mopiBHIHO
3 IHITUMU PYIIiSIMHU, TIPO T€ BIH HE TaKUM THYYKUM B HAJAIITYBaHHSX TIHEH, OCBITICHHS
Ta Bi3yanpbHuX edekTiB. UynoBuil BuOip A HE3aJIEKHUX PO3POOHHMKIB MOYATKIBIIIB

yepe3 WOro CKpUNTOBaHICTS [3].

Scene Project Debug Editor Help 1330 K Script dl AssetLib

FileSy O Game X 1 Pscene

+ O R d4 8 a & Edit view + &

Inspector
E @
O Game

default_env.tre Game.tscn

Output Debugger Audio Animation

Pucynok 1.5 — KopucryBaupbkuii intepdeiic Godot

Unreal Engine mae noTy>kH1 IHCTpYMEHTH sIK rpadiyHi Tak 1 115t po3pooku. Uy o080
MIJIXOAUTh JJI1 CTBOPEHHs 1rop 13 peanicTuyHolo rpadikoro. Takox cepen mepepar €
nigTpumka Blueprint mo go3Bossie cTBoproBaTH irpu 0e3 HamucaHHs komy. [Ipote B
Unreal Engine € BaroMi MiHycHu: Oro onTuMizalisi Ta HOro nNpoayKTiB, BUCOKAN MOPIT
BXOJDKeHHs, ckiagnuil iHTepdeiic. Kpim Toro Unreal Engine 3ocepemxkenuii cyto Ha
po3pobiti 3D irop, To xk cTBOproBatu 2D Oyae nmpobiematnyHo. Takox BiH MiAXOIUTh

JUTsl CTBOpEHHS (poTo-peanictTuyHux 3D mynbTdinbmis [4].
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Pucynox 1.6 — KopucryBanpbkuit intepdeiic Unreal Engine

Source 2 HOBHWH pyIIiii po3poOieHuit KoMmiaHiero Valve Mae B cobi MOTyXHi
IHCTpYMEHTU JJIsl: pelaryBaHHS I1rPOBOi MICIIEBOCTI, B3aemMojii (Pi3MuHUX OO0’ €KTIB,
KEpyBaHHA MOroJIol0 Ta OCBiITIEHHSM. lIpoTre BiH Mae BaromMuili MIHyC — WHOro
JIOCTYIIHICTh, Ha JAaHUM MOMEHT JOCTyn J0 Source 2 Mae cama Kommanis Valve Ta
JIeK1JIbKa PO3POOHUKIB SIKI BJKE JIOBFMH Yac CIIBOPALIOIOTH 13 HUMH. J(OTATHYTHCH 10
YaCTUHH IHCTPYMEHTAPIIO PYIIIisi MOKHA 3a JOTIOMOTO10 Tpu “S&B0X”, KOoTpa € Ha naHui
MOMEHT B 3aKpUTOMY TECTyBaHHI1 [6], a00 B pelakTopax Mall IHIIUX MPOAYKTiB Valve.

Pymiiit BukopucToBy€e MOBY nporpamyBanHst C# 11 CKpUNITUHTY [5].

3o6paxenns 1.7 — KopuctyBanpki inTepdeiicu “S&Box” Ta penakropa mar
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Takum unHOM pymrid Unity 6 € onTUMaJIbHUM BapiaHTOM JJIs pO3POOKH 3aBIISKU
CBOIMl JOCTYIHOCTI, TPOCTOTI OCBOEHHS, HU3bKMM HaBaHTAKEHHSM Ha CHCTEMYy Ta
ITUPOKHUM CHIeKTpoM 0i0ioTek Ta MoayaiB. Unity 6 Hamae Bce HEOOXiTHE a0 CTBOPUTH
MPOAYKT KOTPHUHM 3aJ0BUIBHUTH MOTPEeOM CydaCHHUX TpaBIlIB, Ta Oyje MHiATPUMYyBaTH

CydacHI TeHJEHIIi irpopoOcTBa.
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PO34UI 2. ITPOEKTYBAHHA BIJIEOI'PU

2.1 AHaumi3 )aHpy Ta CTHIIIO B1ICOTPH

[Ticast BUOOPY irpoBOro pyIiisi HOTPIOHO BUSHAYUTH KaHP Ta CTUIIb TpU. B Moemy
BUTAIKY I1e Mae 0ytu 2.5D [12] rpa 3 )xanpamu: souls-like [7], adventure [8]. I'pa, koTpa
Oyne po3poOiieHa, Ma€ JIaTH 3MOTY TPaBIEBl JOCIIKYBAaTH JIOKAIlli 1 OTpUMYBaTH
KOPHCHI IPEIMETH, a TAKOXK Ma€ JIaTH MEBHY CKJIAIHICTH Mij yac 60iB. Tox pe3yabTaTtom
Mae OyTH TIOETHAHHS IIUX JBOX JKaHPIB irop.

Souls-like — sxanp irop sxuit Mmae moxopkeHHs Bija Bineorpu “Demon Souls” [9],
fKa cTaja MaTip’l0 BCIX IrOp B IbOMY aHpl 1 modajsa BHOYAOBYBaTH Moro, naiui

HacaiaHuKOM ctana rpa “Dark Souls” [10] xoTpa 1 3akpinmia e >xadp, sk “Souls-

like” [7].

Pucynok 2.1 — Bigeoirpu “Demon Souls” Ta “Dark Souls”

Adventure — >xaHp Bijeoirop, sikuii chOKyCOBaHUM Ha JOCIIHKEHHI Ta B3a€EMO/I11
31 CBITOM, PO3BUTKOM Ta B3a€EMOJIIEI0 13 MepcoHaxamu. [IpukiIagoM Takux irop Moxe
oytu “The Last of Us” [11]. ¥ 6ararbox adventure-irpax KJito4oBY poJib BIJIITPAE CIOKET,
10 BEJIe TPaBIlI Yepe3 eMOIIMHO HACUYEHI MOJii Ta CKIaAHl MopaiabHi Bubopu. Yacto
reiMIUIield BKJIFOYA€ BUPIIIEHHS TOJOBOJIOMOK, MOCTIIKEHHS JIOKAIid 1 MmoOyaoBy

CTOCYHKIB 13 epcoHakam# [8].
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Pucynok 2.2 — Bineorpa “The Last of Us”

2.5D irpu mMaroTh B co01 MEBHUI MIapM Ta MOEAHYIOTH B co01 cTiiti 3D Ta 2D irop.
YymoBuM IpHUKIAIOM TaKOTO CTIITIO € Tpa “Star Ocean: The Second Story R” [13] koTpa

noesiHye B co01 2D crpaiitu nepconaxiB Ta 3D cBit 13 mikcensHOI0 Tpadikoro [12].

Pucynox 2.3 — Bigeorpa rpa “Star Ocean: The Second Story R”

Bu3HauuBIIKCE 13 )KaHPOM Ta CTUJIEM T'pH, OyJI0 MPUNHHATO PILLICHHS CTBOPIOBATU
MPOEKT Ha OCHOBI 3D-00’€kTiB 13 mocCTynoBUM JoaaBaHHsIM 2D-enementiB. Ilpote
MpoIeC PO3POOKM MOKE BHUKIMKATA TI€BHI YCKJIAIHEHHs, 30KpeMa y poOoTi 3

OCBITJICHHSIM, TIHAMHM Ta Bi3yaJbHUMHU edektamu. KpiM TOoro, HeoOXigHO Oyze
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MPABIJILHO HAJAIITYBATH PAKypc KaMepH i oOepTaHHs 00’ €KTIB MMiJ] OTHAKOBUM KYTOM,
mo0 yce BUMIANATIO MPHUPOJAHBO H OpraHiyHo. TakuM YWUHOM, MPOEKT € JICIIO0
CKIIQIHIIIMM y peaii3ailii, OJJHaK 1€ PIIICHHS T03BOJISE MAHIMYJIIOBATH JBOBUMIPHUMH
o0’eKTaMu SK TPUBHMIpHUMH. B pesynbrari Oyne oTpuMamMaHO 130METPUYHHUN BHJ

KaMepH Ta XxapakrepHui 2.5D-cTuns rpu.

2.2 BukopucTaHHs HIeHIepiB pyIisl B BiIeorpi

Hacamnepen noTpiOHO JieTalbHIlIe PO3TISHYTH IO K TaKe MIeHIep Ta 3p03yMiTH
pi3HHII0 MK BOynoBanumH meiaepamu B Unity Ta URP/HDRP.

[eitnepy — 1e mnporpamyd OJHOTO 13 CTyINEHIB rpadidyHOro KOHBEepa, IO
BUKOPUCTOBYETHCSI B TPUBHUMIpPHIN Tpadili A1 BU3HAYEHHS OCTATOYHUX IMapameTpiB
o0'ekta 4yu 300pakeHHsA. BoHa Mo)ke MICTUTH B €001 JIOBUIBHOI CKJIQJIHOCTI OITHC
NOTJIMHAHHS Ta PpO3CIIOBAHHS CBITJA, HAKIAJEHHS TEKCTYpHU, BIAJ3EpKAICHHS 1
3aJIOMJICHHSI, 3aTIHCHHS, 3MIIIICHHS MTOBEPXHI1 1 epekTu moct-oopodku [14].

Takox 1meiepy NoAUISIOTHCS Ha TPU TUIIH:

e Bepmunni meigepu (Vertex Shader) — omnepyrooTh HaHUMH BEPIIUH
OaraTorpaHHUKIB: KOOPJAMHATH BEPIIUH B IPOCTOP1, TEKCTYPHI KOOPIAUHATH,
TaHT€HC-BEKTOP, BEKTOP O1HOpMAaJi Ta BEKTOp HopMadi. JlaHu Tut menaepin
MO3Ke OyTH BUKOPHCTAHUH JJIs1 BUOBOTO Ta MEPCIEKTUBHOTO TIEPETBOPCHHS
BEPIIINH, PO3PAXyHKY OCBITIEHHS, TreHepallii TEeKCTypHUX KOOPAUHAT 1 TOMY
noaioHe.

e ['eomerpuuni meiaepu (Geometry Shader) — MOpiBHAHO 13 BEPIIMHHUMU
nieiiepamMu, TeOMeTpUYHI MOXKYTh 0OpOOUTH HE JIUIIE OJHY BEpUIMHY, a U
i npumitTuB. BiH Moxke 00poOMTH 1O IIECTH BEPIIUH TPUKYTHOTO
npumiTuBy. KpiMm Toro reomeTpuyHi meniepy 31aTHi TeHEpyBaTH NPUMITHBU

B PEaJIbHOMY 4Yaci, IPH LbOMY HE 3a1y4alouH LIEHTPAIBLHOTO MPOLIECcopa.
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o O@parmentni meinepu (Pixel Shader) — BHUKOpHCTOBYIOTHCS Ha OCTaHHIM
cTazii rpadiuHOro KoHBeepa i ¢popmyBaHHs dhparmenTa 300pakeHHs. [1ix
¢dbparmMeHTOM 300pa)KCHHSI BBAXKAETHCSA IIKCEIb, KOTPOMY IOCTABJICHO Y
BIMOBIAHICTG JACsIKUK HaOlp arpuOyTiB: Kosip, TNMHOWHA, TEKCTYpHI
KOOPJIMHATH.

Pizauist mix BOynoBanumu meinepamu Unity Ta URP/HDRP € nocuts cyTTeBOIO.
BOyznoBana cuctema 103BOJIsiE CTBOPIOBATH BJIACHI IIEHIEpH, OJTHAK BOHA OOMEkKeHa B
MOKJIMBOCTAX onTuMizaiii. OCHOBHA ONTHUMI3allisl TYT 3BOJUTHCS /10 HAaJAIITyBaHHS
SIKOCTI TIHEH Ta OCBITJIICHHs. Uepes 11e mpy HU3bKHUX TpadidHUX HAJAIITYBAHHAX MOXYTh
3’ aBIATHCS apTedakTH, Taki sK (10JEeTOBI BIMOJMCKU YU TiHI 3 PI3KO OKPECICHUMU
MIKCEJIbHUMH KPasiMu.

Ha Bigminy Bim BOygoBanux meiaepie, URP ta HDRP Bxe MaroTh BOymoBaHy
ONTHUMI3allil0 Ta CydacHi rpadiuHi MOXIMBOCTI. BOHU 10O3BOJISAIOTH CTBOPIOBATH OLJIBII
CKJIaJH1 Bi3yaJbHl €(EeKTH, HAIPUKJIAJ, Bi3yalbHl UII031i, A€ B KyO1 po3mipom I1xl1xl
MOXYTbh "moMicTuTHCS" KUTbKa OyniBenb 3 pizHOW (popmoro. Kpim toro, URP/HDRP
MOXHa THYYKO HAJIAIITOBYBAaTH IIiJI MOTPEOM TMPOEKTY: 3MIHIOBATH JAIbHICTh
POMAJIbOBKM TIHEW 3aJ€XHO BiJ IpadiuHMX HaJIalITyBaHb, BMUKATH 3IJIJKyBaHHS
TiHEH ab0 3aCTOCOBYBaTH €(PEKTH IMOCT-00POOKH.

Came 3 npuuun ontumizauii URP/HDRP cranu BOymoBanumM 1ieWaepamu B
Unity 6. Jlo Toro x meinepu URP tTa HDRP noGynosani Ha ¢perimBopky SRP, uepes
[0 3pYYHO Ta JETKO MOKHA HAJAIITOBYBATHU iXHIO MOBEMIHKY ITiJI KOHKPETHI 3aja4i:
JI0/1aBaTH BJIACHI €(EeKTH Ta 3a0e3MeUnTH Kpally MaclTabOBaHICTh MPOEKTY 3aBISKU
HU3BKOPIBHEBOMY JOCTYIy 10 mpolecy peHaepunry. Kpim Toro HOBI BOyJoBaHi
el Iepyu MarTh B ¢O01 Bi3yaJdbHUM pelakTop, Yepe3 110 CTBOPIOBATH IIEHIEPH CTaJIO0

Habararo 3py4Hilie 3a 3p03yMUIIIIIE.
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Pucynok 2.4 — Bizyansnuii penakrop meinepis URP/HDRP

2.3 [IpoekTyBaHHS BIIEOTPU

[IpoekTyBaHHs Biaeorpu mnpumano Ha yac npoBeleHHs “Global Game Jame
2025 [15], ToMmy OCHOBOIO TpH cTajia Tema npoTudii aeindopmartii. [licis BuzHaueHHs
TEMHU TpH, 1 MPUCTYNHB 10 (HOpMyBaHHS OCHOBHMX (DYyHKIIM Bigeorpu. Tak sik TepMiH
CTBOPEHHsI OyB OOMEKEHMI B 4aci, OyJ0 BUPIIMIEHO 3pOOUTH TPy 3 TPHOX KOPUIOPIB.
OCHOBHOIO MEXaHIKOIO Tpu MOBUHHA OyTH OoifoBa cuctema. OcHOBHUU mporec Oyze
NoJIAraTv B Mi0MpaHHi 3anucok, B3aemoii 13 HllTamu (He Irposuii [lepconax). Koxxen
KOPHUIOP XapaKTEpHU3y€e CKIAAHICTh BUOOPY, TaK SIK B IMEPIITIM KOPUOPI JICTIIE 3pO3yMITH
ne iHbopMmarlis mpaBanBa, a e OpexHs Yd MPOCTO CIIYX, 1 TaK 3 KOKHHUM 13 KOPHIOPIB
Oyne Baxde. KiHIIEBOIO METOIO I[bOIO HABYaJBLHOIO pIiBHA OyJe: MepeMorTu
nesiagopmaiiiro Bcepenuni ronosu HIlla, skuit Ham mocTiitHO Oyae 3yCcTpidyaTuch Ha
nuisixy. OCHOBHUM acleKTOM TPH € 3alHCKH, TaK SK Ha KOXKHIM 13 HUX € TIeBHA
iH(dopmartis kotpa miareepkye cioa HIlla, abo cpocToBye ix.

Peanizariist cuctemu eexTis:
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3anucku 3 TMpaBAOIO: 30UIBLIYIOTh MaKCUMaJbHY KUIBKICTH 370pOB’Sl B
IpaBIis, Ta 3MEHIIYIOTh HOTO B BOPOT'iB.

3amucku 3 cyXaMu: He BIUTMBAIOTh HA TPABIl YU BOPOTiB, IPO TE€ MOXKYTh
JaTH TIAKA3Ky JIe € IpaBaa, a e OpexHs.

3amucku 3 OpexHEI: 3MEHIIYIOTh MaKCHUMallbHy KUIBKICTH 37I0pOB’S B
IpaBIls, Ta 301IBIIYIOTH HOTO B BOPOTiB.

Takox cucrtemMa e(dEKTIB Ja€ MOXJIUBICTh B MallOyTHHOMY JOJATH 1HIII

IpeIMEeTH 3 PI3HUMH epeKTamu, 10 POOUTH i1 THYUYKOIO.

Peasizarist 001M0OBOI CUCTEMHU:

VY nap 30po€ro OMKHBOTO 0010 Ta MOCTPII 30PO€r0 AATBHBOTO 00TO.
MO>XJTMBICTh MIBUIIIE IEPECYBATUCH Ta BAKOPUCTOBYBATH PUBOK.

3apsiau eHeprii: 3apsau eHeprii moTpiOHI AJig TOro, abu 3amycKaTu CHapsij
30po€r0  JaIbHHOrO 0010, a00 3aCTOCOBYBAaTU Oap’ep 4YM BiAHOBIIIOBATH
BTpaueHe 3740poB’s. EHepris KpyTUThCS OPOITOIO TOBKOJIA TPABLISL.
BinHOBNIEHHS 310pOB’s: BUTpadya€e MOTOYHY KUIBKICTh €HEPril Ta BITHOBIIOE
37I0pOB’S 3a Takow (QOpMyJIor: KUIBKICTh €Heprii * 3HadYeHHS It
B1JTHOBJICHHSI.

bap’ep: BUTpauae moToOYHY KiJIBKICTh €HEPT1] Ta 301IbIIIY€ a0COPOIIiT0 IIIKOAN
3a Takow (opMyJI0r0: KUIBKICTH eHeprii * 3HadeHHs mia aOcopOrii.
JonaTkoBo 6ap’epy KpyTAThCS MIBUIIIE BiJl KUIBKOCTI BUKOPUCTAHO1 €HEpril

Ta 3HaYEHHS a0CopOIii.

Peauizariist Boporis:

Boporu noainsroTees Ha TpY TUTIH: OJWXKHINA 011, JanbHINA 01, MIITAHUHA THIT
0010.

Boporn MawoTh MOXIHBICTH, a00 YXWIMTHCh BIJ aTaku Tpasls, abo
3a0nokyBaTu. [Ipu OnoKyBaHHI aTaku rpaBelb Oyjae 30UTHIl 3 TAHTEIUKY, Ta
HE 3MOE PyXaTHUCh MPOTIATOM OJIHI€T CEKyHIU. TaKoK BOPOTH MAIOTh JIOTIKY
BIJICTYIy SIKIIIO 1€ JajdbHINA THII, Ta JIOTIKY Hamamgy SKIIO e OJmkHIA abo

MIIIIAHUI THIIL.
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e Konu BOporu cTaroTh JOBKOJIA TPABILs, a0M HE HAKJIAJaTUCh HAa OJHOMY MiCIIi
B HUX € JIOTiKa OTOYEHHS, TOMY BOHH OYZyTh HAMaraTtuch He IMPOCTO BCTATH 1
OUTH TpaBls, @ U OTOYUTH Horo (IMpalroe JUIIe A OMMKHBOTO THITY
BOPOTiB).

e Boporu MaioTh pajiyc, B IKOMY BOHH [TOUYHYTh IOMIYaTH TPaBIS Ta OKPEMHUIA
paziyc B IKOMY BOHU MOYHYTh IOMIYaTH CHAPS, YU aTaKy, abu MPUCTYIUTH

70 Jii YXHWJICHHS YU 3aXUCTY.

Peaunizaris meiaepis:

e CrtBOpeHHS ePEeKTy BIHbETKH.
e 3aTeMHEHHS MIX IEPeX0JAaMHU MO0 KOPUAOPAX.
e CiTka TekcTyp s 00’ €KTY TiJIOTH.

e TymaH BIMHHU.

OpHi€ro 13 BOXIMBUX CKJIAJOBUX T'PH € MOJAHHS CIOKETY Yepe3 B3aEMOJIII0 13

OTOYEHHSIM, 1110 € YaCTUHOIO adventure »aHpy, Ta CKJIaIHICTIO OO1B, 1110 CTAJI0 YaCTHHOIO

souls-like >xanpy. Takum 4YMHOM y MPOEKTYBAHHI BIJICOTPHU 5 3MIT MOETHATH JIBa JKaHPH.

Takox 0yJI0 CTBOPEHO AlarpaMu BapiaHTIB BUKOPUCTAHHS Ta MOCT1JOBHOCTEH,

110 JT03BOJISIE BI3yalIbHO B1IOOPA3UTH CIieHapii B3a€EMO/Iii TpaBIlsl 13 CUCTEMOIO Tpu. Ta

J0/1aHo Tabull (PyHKITIOHAIBHUX Ta HEDYHKIIOHATLHUX BUMOT, 337151 3pyYHOTO

aHani3y norped rpu

Tabmuus 2.1 — OcHOBHI (QyHKIIIOHAJIbHI BUMOTH

Kon Ha3sa dynkuii Ommc

FR-01 Bukopucranns I'paBens Moxe miaAOMpaTH Ta
AKTUBHUX MPEIMETIB BUKOPHUCTOBYBATH 3aITUCKH 3
(3amucoK) npaBAor0, OpexHero abo ciyxamu

FR-02 Bruius 3anmcok Ha 3anucka 3 mpapaow — +HP
XapaKTEPUCTUKHU rpasirio, -HP Bopory; 3 OpexHero —

HaBIaKH; CIYX — I Ka3KH

FR-03 ATaka 30po€to I'paBenb MOKe HAHOCUTH yap
OJIMKHBOTO OO0 30J1M3bKa

FR-04 Crpinb0a 3 1abHBOT 3a BUTpaTy €HEPTii 3aIyCKaeThCA
30poi cHapsij




[TponorxenHus Taduii 2.1
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FR-05

Buxopucranns puBka

I'paBenib MOke POOUTH IIBUIKUIMA
PUBOK JIJI1 YHUKHEHHS aTak

FR-06

BigHoBieHHs 310pOB’ s
p

Enepris BUTpadaeThcs Ha
JIKyBaHHS: €HEepris X Koed.
B1THOBJICHHS

FR-07

Bbap’ep

3axucT: eHepris X xoed.
abcopOrii; HIBUAKICTH OOEpTaHHs
3aJIC)KUTH BiJl EHEPTii

FR-08

Bopoxe I

Boporu pearyroTs Ha Aii rpaBIis
(yxuneHHs, 0J0K, aTaka)

FR-09

Jlorika oTo4eHHSI

Boporu 6immxHpOT0 6010
HaMararThCS HE CTOSITH B OJTHOMY
MICIIi, @ OTOYUTH TPABIIS

FR-10

Paniycu BusiBieHHs

Boporu npoBoKyIOThCS Ha TPaBIs
B MIEBHIM paJilyci

Tabnuusg 2.2 — HedyHkilioHanbH1 BUMOTH

Kon Tun Bumora

NFR-01 [IpoyKTUBHICTH I'pa mae npamtoBatu 3 FPS He
menie 60 Ha cepennix 11K

NFR-02 3py4HICTb [aTepdeiic iHTYITUBHO

BUKOPHUCTaHHS 3pO3yMIJIUH, KEPYBaHHS —

crangapT WASD + muma

NFR-03 Haniiinicts I'pa HE NOBUHHA 3aBHCATH NIPU
0JIHOYaCHOMY BUKOPHCTaHHI
KUJIBKOX MEXaHIK

NFR-04 ['HyukicTh Cucrema edekTiB Mae
HiATPUMYBATH JIETKE 10/1aBaHHS
HOBUX MPEIMETIB

NFR-05 Ecrernka I'padiuni egextr BiAMOBIIAIOTH

CTHUITIO TPH, TIOCHITIOIOTh
atMocdepy aesindopmariii
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Pucynok 2.5 — Jliarpama BapiaHTIB BUKOPUCTAHHS TPaBLs
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IrpoBa cMCcTeMa CucTema edpekTie ‘ | EoloBa ccTema ‘ | CucTemMma eHepril

-

[]
|
| 3acTocyBaTW ediekT NpeaMeTa
]
|

> EchekT 3acTocoBaHo

Obpobka bnvmHbol aTakw

I >

< LUkooa HaHeceHa

| DHOBMTW MNO3WLiHD rpaBsL A
- |

: MNepegipka eHeprii

=
. 0Bpobka AankHLOT aTaKw

.
UkoOa HaHeceHa

CTeopnTwK Bap’ep

| Bap’ep cTBOpEHD

EHepria BUTpa4eHa

A A

MNepeBipKa eHeprii

BioHoBneHHA 3nopoB’A

LYo LY

IFpoBa cMcTeMa | CuncTema edhekTie ‘ | Eoloea ccTema ‘ | CucTema eHepril

Pucynok 2.6 — /liarpama nociigoBHOCTEN

2.4 TlinroToBKa A0 pO3pOOKHU

[Ticnst BUOOPY py1ist At po3pOOKH Ta JAETaTbHOTO OMPAIFOBAHHS MPOEKTYBAHHS,
HACTYMHUM  KPOKOM €  TMIJArOTOBKa  JIOMIOMIXHUX  IHCTPYMEHTIB,  $IKl
BUKOPHCTOBYBATUMYTHCS IPOTATOM YChOTO TIPOIIECY CTBOPEHHS irPOBOTO MPOIYKTY.

Tax six peanizailisi TyMaHy BIMHM € CKJIaJHOIO 33Ja4ye€i0, MHOIO OyJIO BHUPIIICHO
npuadatu acceT 13 odiuiiiHoro Marazuny Unity.

Pixel-Perfect Fog Of War nanae rHyukuil (yHKIIOHa7d HaJIalITYBaHHS TyMaHy,
HNIATPUMY€E BC1 pEeHAEp-TIAWIIaiiHU, Ma€ BHCOKY MPOIYKTUBHICTh, HEOOMEXKEHUN B

MaciTadl CIIEHH Ta HE CIIOKHBA€E TaM STl ITi19ac BUKOHAHHA [16].
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Fog Of War Quick Start Guide

First of all, thank you for choosing Pixel-Perfect Fog Of War. As a small

creator, your patronage makes a big difference. If you're a fan of the
system, | would also greatly appreciate a review on the asset store, as

they help me out a ton :)

PucyHnok 2.7 — I'yran JOKYMEHT 13 IHCTPYKIISIMU BUKOPUCTAHHS

Taxum yunom Pixel-Perfect Fog Of War € gouuibHuM pilieHHSIM BUKOPUCTAHHS
TyMaHy BIMHU B MPOEKTI, 3aBJSKM HOro MIMPOKiM cyMmicHOCTI, Ta ontuMizalii. Lle nae
3MOTy pOOUTH SAKICHUH TIPOIYKT 13 MEHIITUM HABaHTAKEHHSM Ha TIPUCTPOI TPaBIIIB, IO €

BKJIMBUM YMHHUKOM ISl YCIIIITHOI pO3p00OKH Ta peaiizallii rpu.
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2.5 HanamryBanHs cepeioBuiiia po3poOKu

[Ticyist mpoekTyBaHHS BiJICOTPH Ta BUOOPY JOMOMIKHUX 1HCTPYMEHTIB PO3POOKH,
noTpiOHO oOpatu Bepcito Unity B skoMy Bce Oyae CTBOPIOBATHCH, 00paTh HEOOX1THUI
pEeHIep-NalIlIaliH Ta CTBOPUTH IPOEKT T'PH.

Crnepury noTpiOHO Mpo 1HCTAIIOBATH JayHYEp 3 SKOro Oyje 3alyCKaTUCh pyIlaun,
M JayHuepom € Unity Hub [17].

st po3poOku Bifeorpu Oyina obpana Bepcis Unity 6 (6000.0.35f1), korpa Ha
MOMEHT HalMcaHHs KBali(ikaiiiHoi poOOTH € HAMHOBIIIOK Ta HAWCTAOUIHHINIOKO.

[Ipu iHcTanmsAuii pyuris noTpiOHO 0OpaTH MOIy1, aOK MAaTH MOAJIMBICTB 3aIlyCTUTH

BIJICOTPY Ha PI3HUX IJIaThOpMax: KOMIT FOTepHU, KOHCOJII, TOIIIO.

Add modules for Unity 6

Add modules Required: 1.59 GB Available: 70.11 GB

Microsoft Visual Studio Community 2022 Installing...

Android Build Support Installed 1.96 GB

OpenJDK Installed 22732 MB

Android SDK & NDK Tools Installed 3.16 GB
i0S Build Support Installed 113 GB

tvOS Build Support 236.76 MB

Continue

Pucynok 2.8 — [HCTasibOBaH1 HEOOX1HI MOAYJII
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[Ticnst iHCTANAIIT MOTYJIIB HACTAE €Tal BUOOPY Ha SIKOMY peHAep-naiIiaiti 0y e
ctBopeHo mnpoekT. Tak, sk HDRP BukopucToBy€eTbCs 111 OUIBII SKICHMX TiHEH 1
OUTBIIOrO PO3IIMPEHHSI TEKCTYp, MHOIO OyJIO MPUHHATE PIMICHHS BUKOPHUCTOBYBATU
URP, kotpuit Oyne HajilaBaTh HE TaKy AKICHY KapTUHKY IIE€WepiB, MpoTe OyJe Jermum
utst cnabkux mpuctpoiB. Kpim Toro HDRP npairoe numre asis 3D mpoekTiB, 110 4aCTKOBO

MEHI HE IMIXOIUTh.

Unity Hub 3.12.0-beta.l

New project
Editor Version: 6000.0.35f1 L1s

All templates

Core

Universal 2D n
i Universal 3D
Core

Sample This template includes the settings and
assets you need to start creating with the

Learning Universal Render Pipeline (URP).
Universal 3D

Core & Read more

High Definition 3D

Core )
Project name

My project
3D Mobile

Core Location
D:\projects\Unity Game Editor

2D Mobile 1nity Oraanizatinn

Cancel Create project

Pucynox 2.9 — Bubip penaep-naiiiaiiHy npu CTBOPEHH1 IPOEKTY

[Ticnst cTBOpEHHS MPOEKTY MOTPIOHO MPO 1HCTATIOBATH JOTIOMIKHUN aCCET TyMaHy
BitHM. [[7151 TOrO abu Moro iHCTaIIOBaTH, MICIISI IPUA0AHHS, TOTPIOHO: HAa CTOPIHII aCCETy
HaTUCHYTH KHOMKY “Open in Unity” — noroautuck Biakputu “Unity Editor”, micmis yoro

noTpiOHO Oyze IMIOPTYBaTH HOTO.
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Pixel-Perfect Fog Of War

2.6.1- April 28, 20

(#® Import update 2.7.0 to proje

Imported

Pucynox 2.10 — Incramsmis “Pixel-Perfect Fog of War” B mpoekt

Hami, abu Ttyman BiiiHM npautoBaB Ha URP moTpiOHO 3aiiT B Teky 13 BciMa
KOMIIOHEHTaMu Ta oOparu ¢aitn 3 HazBow “FOW-URP” Ta immopryBaTtu Bce

3aIIpOITIOHOBAHC.

ssets > FogOfWar

imlm e 2

cripts Cancel Import

Pucynok 2.11 — ImnopryBanus niarpumku URP
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[Ticnist boro, 3rigHO 3 1HCTPYKIIIEI, TOTPIOHO 3alTH B HAJAIITYBAaHHS PEHACP-
naimniaiiHy, Ta nogati B komipky “Renderer Feature” xomnonent “Fog Of War Render

Feature” Ta aktuByBaTH miATpUMKY rnOuHN TeKcTyp B “URP Asset”.

=
L7

Open

Renderer Features

Checkout

Rendering

ire (Full Screen Pass

Add Renderer Feature

n 2% Bilinear

yrawer Disabled

Pucynox 2.12 — HanamryBanss po6otu B3aemojis 13 “Renderer Feature” ta “URP

Asset”

Tenep accer Tymany BiitHu anst URP mieiinepiB HanamroBaHuii i TOTOBHI 10 TOTO

abu oro BUKOPUCTOBYBATH.

2.6 [IpoexTyBaHHS apXITEKTYPH BIIEOTPU

ApXiTeKTypa MpOrpaMHOro 3a0e3MeueHHs € KIOYOBUM €JIEMEHTOM IIpH HOTO
CTBOPEHHI, aJ)K€ CaM€ BOHA 3aJa€ OCHOBY JJisg TMOAAIBINOI po3poOku. Bim sikocTi
apXITEeKTYpHUX  pIlIEHb 3aJ€XUTh, HACKUIBKM cucreMa Oyae CcTaOUIbHOIO,
MacmTaboBaHOIO Ta JIETKOIO Y CYNPOBO/i. ¥ KOHTEKCTI PO3POOKH Irop 11e Mae 0COOIMBE
3HAQYECHHS, OCKIIBKH BIJEOrpa CKJIQNAEThCS 3 BEIUKOI KIJIBKOCTI B3a€EMO3AJICKHHUX
KOMIIOHEHTIB, SIK1 MalOTh MPAIIOBATH Y3TOIKEHO Ta 06e3 300iB.

[Ipomiec MpOEKTYBaHHS TIOYMHAETHCA 31 CTPYKTYpYyBaHHSA KIIOUOBUX YACTHUH

porpamMu Ta MOJEIIOBAHHS B3a€MO/Ii1 MK HUMHU. ['pa MOBUHHA BKJIIOYATH B c€0€ HU3KY
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BOKJIMBUX (PYHKIIIOHAIBHUX OJIOKIB: CHCTEMY 3/I0pPOB’sl, JIOTIKY CTBOPCHHS 3apsiB,
cucreMy e(eKTiB, Ta MPEIMETIB, TOJOBHE MEHIO, BIKHO HAJIAIITyBaHb, JIOT1KY ITOBEIIHKU
IPOTUBHUKIB, CHCTEMY JI1aJIOT1B Ta 1HIIIE.

Marouu 3arajgbHe OaueHHs apXiTEKTYpHOI MoOyI0BHU, Aaii IOIIIBHO NEePEerTH 10
aHaJli3y OCHOBHUX KJIACiB, sIK1 (POPMYIOTH SAPO BIICOTPH, IXHIX BIACTUBOCTEN 1 METO/IB,
1110 320€31e9yI0Th QYHKITIOHATBHICTh TPH.

[TouaTu BapToO 13 TJI00ATBLHUX KJIACIB KOTP1 OyAyTh HAJIEKATH a00 B3aEMOJIATH, K

13 TpaBIIEM TaK 1 BOPOraMH, UM BILUTUBATH HA BCIO CIICHY.

©Audiolnstance ©Item @StoryRoots ©PauseManager ©NPCDiaI0gue ©0bjectPooI

uses uses / \aferences uses

©Effect5ystem © Dialogue ©Pla yerStats © PoolConfig @iDisposabfe

©StackableEffect @)Dialogut—:Entryr

Pucynox 2.13 — liarpama kiaciB Global

Tenep MoxHa feTanbHiIIE PO3TIASHYTH Aeskl kiacu Teku Global.
Kinac Audiolnstance gae 3Mory BUKJIMKaTH 3ByKOBI (pailin HE CTBOPIOIOYH OKpEMI
KOMIIOHEHTH B KJIacax KOTp1 BUKJIMKAIOTh 3BYK, B 1I0auy 10 IBOTO 1€ 3pyUYHE Miclie AJis

MEHEKMEHTY BCiX 3ByKOBUX (haiiiIiB IO B)KE€ BUKOPUCTOBYIOTHCS.
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@ Audiolnstance

o AudioClip attackClip

o AudioClip shootClip

o AudioClip healingClip

o AudioClip shieldClip

o AudioClip dashClip

o List=AudioSource> audioSources
o static Audiolnstance instance

o AudioClip Attack

o AudioClip Shoot

o AudioClip Healing

o AudioClip Shield

o AudioClip Dash

o List=AudioSource> AudioSources

o static Audiolnstance Instance

m void Awake()

Pucynok 2.14 — Kinac Audiolnstance

PosrnstHeMo 1Ba, TICHO ITOB’A3aHMX MK co0oro kiacu Item ta StackableEffect.
Kiac Item nae 3mory rpaBiieBi miaOupatu nIpeaMeT, 1o JeKUTh Ha 3eMil. Kiac mir Ou
3HaxoAuTHCh B Temi Player, mpore uepe3 Te, mo npeameTd Ta ePexTd 1€ OUIbII

rjio0ajabpHa B3acEMOIA 13 CBITOM LW Ki1ac 3HaxoauThesa B Teil Global.

@ Item

o string itemMName

o string description

o RectTransform window

o StackableEffect effect

o TMP Text TMPTitle

o TMP_Text TMPDescription
o Button[] buttons

o Collider player

o bool _isHasMenu

void Awake()

void RemovelListeners()

void OnWindowCall()

void OnDecline()

void OnAccept()

void OnCollect()

void OnTriggerExit(Collider other)
void OnTriggerEnter(Collider other)

Pucynok 2.15 — Kiac Item

Knac StackableEffect B cBoto uepry Bkazye Ha iM’sl épeKTy, CKIJIbKH pa3iB BiH

MOJKEC HaK/JIaaaTuChb OJWH Ha OJHOI'O, Ta BIIJIUB KOTpI/Iﬁ BiH HaJae IpcamMcETy.
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© StackableEffect

o string name

o int value

o int maxStacks

o int prevValue

o UnityEvent<int> onStackChange
o UnityEvent<int> onDeactivate

Pucynox 2.16 — Knac StackableEffect

Knac StoryRoots gae MOXIMBICTH MPOWTH TPy Ha pi3HI KiHIIBKU. Lli KiHIIBKH

3aJIe’KaTh BiJl KUIBKOCTI MPAaBWJILHO MiAI0paHUX 3aIMCOK.

@ StoryRoots

o string positeEffectName

o string negativeEffectName
o GameObject goodRoot

o GameOQObject normalRoot

o GameObject badRoot

o EffectSystem effectSystem
o int positiveEffect

o int negativeEffect

o int maxNegativeEffect

o int maxPositiveEffect

e void Awake()
@ void OnUppdateRoot()

Pucynok 2.17 — Knac StoryRoots

EffectSystem — knmac xoTpuif Hajgae JOTiKy 1 ceHC kiacam StoryRoots, Item Tta
StackableEffect. B3aemomie HampsiMmy nuine 13 TpaBlieM, MPOTE MOXKE BIUIMBATH HA
BOPOTiB TAKOX 3 TiJ1a 00’ €KTa IPaBlis, 110 Ja€ OUIbIIE BapIaTUBHOCTI BUKOPUCTAHHS JIJIS

HEraTUBHUX €(EKTIB.
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© EffectSystem

o List=StackableEffect> effects

@ void Start()

= void Update()

o void AddEffect(StackableEffect newEffect)

o void AddEffect(string effectName)

o void RemoveEffect(string effectName, int stacksToRemove = 1)
o int GetEffectStacks(string effectName)

@ int GetMaxEffectStacksi(string effectName)

Pucynox 2.18 — Kinac EffectSystem

Kinac NPCDialogue — notpiOen jyisi Toro adbu B J1aJJOTOBOMY BIKHI BUBOJMBCS
TEKCT 13 BMICTOM JI1aJIOTy MPU KOHTAKTI 00’ €KTy rpaBiis 13 00’ ektom Hllla, uu 30HOI0 B

SIK1 Ma€ BUHUKHYTH J1aJI0T.

@ NPCDialogue

o RectTransform window

o List=Dialogue= dialogues
o KeyCode skipKey

o TMP Text tmpName

o TMP Text tmpDialogue
o Button _nextButton

o int _currentDialoguelndex
o int _currentEntrylndex

o bool _isDialogueActive

o float lastSkipTime

o float skipCooldown

oint stayCount

o void Awake()

e void Update()

o void OnWindowCall()

e void OnNextDialogue()

@ void AdvanceToNextDialogue()

@ void EndDialogue()

@ void UpdateDialogue()

@ void ShowDialogueWindow(bool show)
e void OnTriggerEnter(Collider other)

e void OnTriggerStay(Collider other)

Pucynok 2.19 — Kinac NPCDialogue

DialogueEntry — 1e kiac KoTpuil HEOOXIAHMN Uil TOrO aOu 3allOBHUTH TEKCT

J1aJioTy, Ta JaTH MOMJIMBICTH 1aJIOTy BIUIMBATH HA CBIT 3a MOTPEOHU.



@ DialogueEntry

o bool isPlayerTum
o string text
o UnityEvent Action

Pucynok 2.20 — Knac DialogueEntry
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Dialogue mMae ocHoBHy 1H(popmariito i nepeaadi B kiac NPCDialogue, Taki sik

iM’s1 TpaBi, iM’s HIlla 3 sskum To# rOBOPUTH, Ta OJHY 13 CTOPIHOK JIaJIOTy.

© Dialogue

o string npcName
o string playerName

o bool isCanStay
o bool IsValid

o List=DialogueEntry> dialogueEntries

Pucynok 2.21 — Knac Dialogue

[Ticns ornsimy Teku Global, MoXHa repelTH 0 OTJISAY OJHIET 13 BaXKIUBUX TEK Y

rpi, 40 TeKH TpaBis. Po3rasiHeMo ioro giarpaMmy KiaciB Ta PO3IJIIHEMO JESKI KJIach

JETAIBHIIIE.
@ IProjectileSystem @ SmoothCamera
I
I
@ PlayerMovement @.-’StatsSystem @ PlayerProjectile @ PlayerSphere @ IAttackSystem
&
Lses uses LISes /"
uses @PlayerStats Uses @Playemttack
uses
©UfeChange

Pucynok 2.22 — Jliarpama kiaciB Player




38

Posrnsaemo kitac PlayerSphere, 1110 € kimacom aiis 06epTy 3apsijiiB eHeprii 10BKoJIa
opOITH TpaBIl, Ta BIATOBIAE 3a JIOTIKY peasi3allii [uX 3aps/iiB: 3aCTOCYBaHHS 0ap’epy,

3aCTOCYBAHHS BiJTHOBJICHHS 3/I0POB’SI Ta BUCTPLI 3apsA0M B HAMPSIMKY KypCoOpy.

© PlayerSphere

o int _maxCount

o GameObject projectilePrefab
o float orbitRadius

o string poolid

o float rotationSpeed

o bool reverseRotation

o float projectileSpeed

o float projectileResetDelay
o float healPerOrb

o float rotateSpeedPerOrb

o float armorPerOrb

o float shieldDurationPerOrb

o int spawninterval { get; private set; }

o float shieldCooldown { get; private set; }
o bool isShieldActive { get; private set; }
o int spawnCount { get; private set; }

o int currentCount { get; private set; }

o ObjectPool objectPool

o ListeGameObject> activeProjectiles
o Vector3[] preCalculatedPositions

o PlayerStats statsSystem

o float lastShieldTime

e void SetProjectileSpawnCount(int count)
o void ResetProjectiles()

o void HealingProjectile()

e void ShieldProjectile()

e void ShootProjectile()

o void SetSystem(PlayerStats stats)

o float FindZeroForSpeed(int quantity)

o float FindZero(int quantity)

m void Awake()

m void Start()

m void Update()

m void PreCalculatePositions()

m bool TrylnitializeObjectPool()

m void HandleProjectileSpawning()

m void SpawnProjectile()

m void RotateProjectiles()

m void OnValidate()

m void ReturnToPool()

m IEnumerator DisableShieldAfterDuration()
m |IEnumerator ReturnProjectileToPoolAfterDelay{GameObject, float)

Pucynok 2.23 — Knac PlayerSphere

Knac PlayerStats mictuth B c001 iHpOpMAITiIO PO XapaKTEPUCTUKHU TPABIIA, TaKi

K OT 3JI0pPOB’sl, MBHUAKICTh pyXy, 3Ha4eHHs Oap’epy 1 T.4. Takox 1ed kimac aonae
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OoAaTKOBI e(EeKTH CTaHIB TPaBII0, Takli SK CHOBIJILHEHHs, 3HEPYXOMJIEHHA abo

po30poenHHs. Takox J10AaTKOBO po3rstHEMO OB’ si3aHui kiac StatusEffectData.

@ PlayerStats

o0 baseMaxHealth : float

o baseDamage : float

o baseArmor : float

o baseSpeed : float

o baseAttackSpeed : float

o modMaxHealth : float
o modDamage : float

o modArmor : float

o modSpeed : float

o modAttackSpeed : float

o _maxHealth : float

o _damage : float

o _armor : float

o _speed : float

o _attackSpeed : float
o currentHealth : float
o islmmortal : bool

o isCanAction : bool

o enum StatusEffect { None, Slow, Stun, Disarm }

o currentStatus : StatusEffect

o statusEffects : Dictionary<StatusEffect, StatusEffectData=
o activeStatusEffects : Dictionary<StatusEffect, Coroutine=

o onStatsUpdated : UnityEvent

o InitializeBaseStats()

o UpdateAllStats()

o TakeDamage(damage : float)

@ Heal(amount : float)

o ApplyStatus(status : StatusEffect, duration : float)
o SetCanAction{canAction : bool)

m RemoveStatusAfterDelay(status : StatusEffect, duration : float)
o BaseAmorModifier(modifier : string)

o BaseHealthModifier(modifier : string)

o BaseAttackSpeedModifier(modifier : string)

& SecondaryArmorModifier(modifier : string)

@ SecondaryHealthModifier(modifier : string)

o SecondaryAttackSpeedModifier(modifier : string)

525

@ StatusEffectData

o speedMultiplier : float
o damageMultiplier : float
o canAct : bool

Pucynok 2.24 — Knacu PlayerStats ta StatusEffectData
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Ha octanok B temi Player posrisinemo kiac PlayerMovement koTpuii BioBiIae
3a mepeMilleHHsa rpaBis. Llell kimac TakoXk Jae 3MOry BUKOPHCTOBYBATH PUBOK YU

MPUILIBU/IIIYBATH TIEPEMILICHHS TPABIIS.

@ PlayerMovement

o InputActionReference moveAction
o InputActionReference sprintAction
o InputActionReference dashAction

o float dashDuration
o float moveSpeed

o float sprintMultiplier
o float dashForce

o float dashCooldown

o Rigidbody rb

o Vector2 movelnput

o Vector? lastMoveDirection

o bool isSprinting

o bool canDash

o bool isDashing

o float dashTimeLeft

o float dashCooldownTimelLeft

o SpriteRenderer spriteRenderer

o SpriteAtlas atlas

o Dictionary<string, Sprite> spriteCache
o Vector2 lastDirection

o string currentSpriteName

e void Awakel()

@ void SetuplnputActions()

e void OnEnable()

e void OnDisable()

e void Start()

o void Update()

o void FixedUpdate()

e void Move()

o void StartDashi()

e void HandleDashTimen()

e void InitializeSpriteCache()

e void UpdateSprite()

o string DetermineSpriteName()
e void SetupRigidbody/()

o void UpdateLastMoveDirection()

Pucynok 2.25 — Knac PlayerMovement
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Posrnsaemo miarpamy kiaciB Enemy, Ta petaipHile MoJuBUMOChH Ha JBa KJIACHU:

EnemyStats Ta EnemyAl

@Enemyﬁpawner

creates

A 4

@ EnemyController

(©)Enemyal

uses \creates creates manages /manages Uuses
©Enemy5tat5 ©Enemy,&ttack ©Enemyl‘-’lwement @EnemyDeter:tinn
creates
4

@ EnemyProjectile

Pucynok 2.26 — Jliarpama knaciB Enemy

Tenep moxxHa po3risaHyTy ki1ac EnemyStats. Bin Moke 31aTUCh CXOKUM JI0 KJ1acy

PlayerStats, npote BiH Ma€ CyTT€BY Pi3HULIIO — BIACYTHICTb JOJAATKOBUX MOAU(IKATOPIB.

Takox Kj1ac XapakTEPUCTHK BOPOTa, SIK 1 KJIaC XapaKTePUCTUK T'PaBIlsi Ma€e B co01 Kiac

e(heKTIB CTaHIB.



@ EnemyStats

o baseMaxHealth : float

o baseDamage : float

o baseArmor : float

o baseSpeed : float

o baseAttackSpeed : float

o _maxHealth : float

o damage : float

o _armor : float

o speed : float

o attackSpeed : float
o currentHealth : float

o enum StatusEffect { None, Slow, Stun, Disarm }
o currentStatus : StatusEffect
o statusEffects : Dictionary<StatusEffect, StatusEffectData=

o onStatsUpdated : UnityEvent

e Initialize BaseStats()

o UpdateAllStats()

o TakeDamage(damage : float)

e Heal(amount : float)

o ApplyStatus(status : StatusEffect, duration : float)
m RemoveStatusAfterDelay(status : StatusEffect, duration : float)
e HealthModifier(modifier : float)

= DamageModifier{(modifier : float)

o AmmorModifier(modifier : float)

o AttackSpeedModifier{modifier : float)

@ OnlyHealthUpdate()

o OnDeath()

LISES

@ StatusEffectData

o speedMultiplier : float
o damageMultiplier : float
o canAct : bool

Pucynok 2.27 — Knacu EnemyStats Ta StatusEffectData
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Posrngnatoun kinac EnemyAl mokHa 3po3yMITH HACKUJIBKA BaXXKO POOUTHCA

MIPUMITHBHA JIOT1Ka BOPOTIB 1 HACKUJILKY 11€ BaXKKUM MPOIIEC CTBOPEHHS BOpOTa 1110 Oy1e

MAaTH JIOTIKY Ta IOBEAIHKY. B IbOMy BUIIaIKy BOPOT Ma€ YOTUPH TUIIU TTOBEIAIHKU Ta TPU

THIIN.



o Tumm:
o Melee — OnmxHIN THII.
o Ranged — manpHiii Tum.
o Both — mimanuii tumn.
e [loBeninka:
o Idle — ouikyBaHHS1.

o Pursuing — nepecinigyBaHHs.

o Evading — yxuneHHs, npo Te 1ie BKazye 1110

3a0m0KyBaTH 00 YXUIUTHUCH.

o Attacking — aTaxa.

(© Enemyal

o projectileDetectionRadius : float
o playerDetectionRadius : float
o blockArmor : float

o blockDuration : float

o dodgeCooldown : float

o blockCooldown : float

o dodgeDistance : float

o dodgeDuration : float

o hasShield : bool

o stunDuration : float

o isEnableAl : bool

o learningRate : float

o randomActionChance : float
o rangeOffset : float

o attackType : AttackType
o range : float

o projectileSpeed : float

o attackDelay : float

o currentState : EnemyState

o player : Transform

o statsSystem : EnemyStats

o objectPool : ObjectPool

o detectedProjectiles : List<PlayerProjectile>
o actionRewards : Dictionary<string, float=
o lastDodgeTime : float

o lastBlockTime : float

o lastAttackTime : float

o nextAttackTime : float

o lastActionChoiceTime : float

o stunCount : int

[Enums\

BOpPOT
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Oyne mMatu BUOIp:

o void Awake()

o void Update()

e void DetectThreats()

o void UpdateState()

e void ExecuteStateBehavior()

o void PursuePlayer()

o void Attack()

o void Dodge(PlayerProjectile projectile)

e void Block()

e void HandleThreats()

o void ExecuteAction(string action, PlayerProjectile projectile)
o void MoveTowards(Vector3 target, float speed)

e void AvoidAllies()

o void InitializeRewards()

e void FindPlayer()

@ bool TrylnitializeObjectPool()

o string ChooseBestAction()

e IEnumerator SmoothDodge(Vector3 dodgeDirection)
o |[Enumerator ResetArmorAfterBlock()

o |IEnumerator ReturnProjectileToPoolAfterDelay(GameObject projectile, float delay)
e IEnumerator AttackWithDelay()

o void PerformAttack()

o void DeactivateAttack()

o bool IsThreat(PlayerProjectile projectile)

e void OnDrawGizmosSelected()

o void IsEnableAl(bool isEnable)

® AttackType

@ EnemyState

Melee
Ranged
Both

Idle
Pursuing
Evading
Attacking

Pucynok 2.28 — Kitac EnemyAl



44

Ha miarpamax kmiaciB KOTpi OyJiM 1IIOCTPOBaHI B1IOOpakalOTh B3aEMOJIII0 MiX
OCHOBHMMH KOMIIOHEHTAMH B1JIEOTPH, SIK1 € BaXIMBUMU AJiA ii GyHKIIOHYBaHHA. KoxkeH
KJIaC BUKOHY€ 3aJ]laHy MOMY POJIb, pEali30BYIOUH ITPOBI MEXaHIKH Ta (PYHKIITIi.

ITepeBipka B3a€MO3B'sI3KIB Ta OpraHizallii KJIaciB JEMOHCTPYE, IO MPOEKT MICTUTh
yc1 He0OXi/THI KOMITIOHEHTH I TIOBHOIIIHHOI I'pU. 371aro/pKeHa B3aeEMOJIISl MIXK KJIacaMH
3a0e3rneyuye 1iTicHe Ta epekTuBHE QYHKI[IOHYBaHHS CUCTEMH. Taka 4iTka apXiTeKTypHa
CTPYKTypa CYTT€BO CIpOIlye MaWOyTHE pO3MIUPEHHS (YHKIIOHATY Ta TEXHIYHY
HiATPUMKY, pOOIISTYH MPOLIEC OHOBJICHHS IPU OUIBII 3pYYHUM Ta KEPOBAHHUM.

Takum ymHOM, PO3pOOJIEH] Jai1arpaMu KJIaciB MATBEPIKYIOTh, 10 CIPOEKTOBaHA
BiJIeOrpa BKJIIOYAE BCl KPUTHUYHI apXITEKTYpHI €JIEMEHTH, HEOOXIH1 AJii PO3pOOKH
CTaOUIBHOTO Ta SIKICHOTO MPOAYKTY, KM 3aJ0BOJIbHSAE Cy4YacHI CTaHJIAPTH IrpOBOI

IHIYCTpIii.
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PO3UJI 3. TECTYBAHHA BIJEOI' P

3.1 TectyBaHHs OCHOBHUX (DYHKIIIOHAJILHUX BUMOT BiJI€OTpU

TecTtyBaHHS € OJHMM 13 BaXJIMBUX €TamiB pPO3POOKH, apKe II€ TapaHTye
HaA1HICTh, CTAOUTBHICTH Ta BUKOHAHHA (DYHKIIOHAJIBHUX BHMOT.

VY Bijeoirpax TecTyBaHHS  3ailMae o0coONMBE 3HAYEHHSA, OCKUIBKA Tpa €
IHTEPaKTUBHOIO CHCTEMOIO 13 0€3JIU4I0 CKIaJ0BUX — Trpadika, MEXaHIKH, Bi3yaTbHUMHU
Ta aynio edexramu. Bce 1l MOBUHHO MpaIloBaTH $SK OAWH BEJIUKUN OpraHi3M,
3]IaroJPKEHO Ta 0e3 mpoOsieM, abu HalaTy TPaBIIO 3aHYPUTHUCH B ITPOBHM CBIT Ta HE
BUOMBATHUCH 13 HBOTO.

Tak sk rpa mpamroe ynuire Ha cuctemMax Windows 1 € OJHO-KOPUCTYBAIbKOIO,
TeCTyBaHHA Oyzie Bi0OYBaTHUCh HAa TIEpCOHATbLHOMY Komit totepi. Hacammepen moTpiOHO
3aIyCTUTH irpoBuil pexkum B Unity, abo 30y1yBaTu irpoBHil MPOEKT, Aalli IEPEBIPUTH YU
BeCh (DYHKITIOHAJT TIPAITOE BIMOBITHO.

Jl1s moyaTKy HEOOXiTHO MEPEBIPUTH CUCTEMY A1aJIOTOBUX BIKOH T'PH.

PRISM

OkAY, I HAVE TO REMEMBE
AMD THE TRUTH MAKES ME S

Pucynoxk 3.1 — TectyBaHHS CHCTEMHU [11aJIOTOBUX BIKOH I'PH
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Ak Oyno moka3zaHO Ha PUCYHKY 3.1, Ha MOYaTKy I'pd BUBEJIO A1ajOroBE BIKHO 3
MO>KJIMBICTIO TIEPEHTH 10 HACTYMHOTO MOBIJIOMJIEHHS B IIbOMY  BIKHI 32 JJOTIOMOTOIO
KHOIIKM Ha KOPUCTYBAIbKOMY iHTep(eiici, un Ki1aBimoro “space”.

Ham BigOyaeThcsi mepeBipka gk mpaimroe B3aemonis 13 HIllamu Tta migbopom

IPEIMETIB 13 3eMIIL.

PAPPER

oz
*

ACCEPT
DECLINE

Pucynok 3.2 — TectyBanns B3aemogii 13 HIITamu Ta mpenmeramu

Ha pucynky 3.2 moxHa moGauwntw, sk mpu HaOmmwkeni mo HIlla BuBoguThCs
JI1aJIOTOBE BIKHO, HA IKOMY ITOKa3y€EThCS HOTO 1M’s Ta TEKCT 10 BiH HAM TOBOPHUTH, a IIPH
HAOJMKEH1 J10 TPEIMETY BUBOJIUTHCS BIKHO 3 MOXKJIMBICTIO BIZIMOBUTHUCH BiJ] IPEIMETY,
NPUIHATH Or0, ONUC IpeAMETY Ta Horo imM’st. Tox po3risiHeMO IeTajdbHIIIE K MPAIIoe

CHCTCMa HpeI[MeTiB.

PAFPPER

SOME EYEWITHESSES SAY
THAT THE MISSING
PEOPLE SAW A STRANGE
LIGHT BEFORE THEY
DISAPPEARED.

ACCEPT
DECLINE

Pucynok 3.3 — TectyBanHs HaTucKaHHA KHONIKU “Decline”
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IIpu HatucHenHi kHOMKHM “Decline” mpeaMeT 3aIMIIUTHCS BHUCITH Ha CTiHI, YH
JIeKaTH Ha 3€MJIl, a J1aJoroBe BIKHO 3HUKHE. SIKIIO MOBTOPHO MIJIMTH 10 MPEIAMETY

J1aIOrOBE€ BIKHO 3HOBY 3’ SIBUTHCSL.

PAFPPER

SOME EYEWITNESSES SAY
THAT THE MISSING
PEOPLE SAW A STRANGE
LIGHT BEFORE THEY
DISAPPEARED.

ACCEPT
DECLIME

Pucynok 3.4 — TectyBaHHs HaTUCKaHHS KHOIIKH “Accept”

[Tpn HaTHckaHHI KHONKK “Accept”, mpeaIMeT 3HHMKA€E 13 CTIHM Yd 3€MIIi, a Horo
eeKT A0JAEThCS B CITUCOK €EKTIB, 3BUUANHO AKIIO MPEMET HOTO MaB.
To x nHa pucynkax 3.3 Ta 3.4 MOkHa MOOAYUTH SIK MPAIIOE€ CUCTEMA T1AJIOTOBUX

BIKOH TpH.

Pucynox 3.5 — TectyBaHHS TOTiKH BOPOTiB
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Ha pucynky 3.5 BUIHO SIK JIesIKI BOPOTHM MPOOYIOTh OTOYUTH TpaBIs, a JEsKI
aTaKyTb Ha BIJCTaHI.
Hactymnne o motpiGHO Oy/e mpoTecTyBaTH, e CUCTEMY €HEepTii, Ta pereHepartii

3/10pOB’s1, 4u Oapepy.

Pucynok 3.6 — TecTyBaHHS cUCTEMU €HEprii

Ha pucynky 3.6 BuaHO ABI cuHI chepu TOBKOJNA MEPCOHAXA, IO O3HAYAE JIBA
MOBHOITIHHUX 3apsiAy €HEeprii KOTpl MOXHA TPATUTHU HA: TIOCTPIJ €HEPri€ro, JIKyBaHHS
3I0POB’sl, CTBOPEHHsI Oap’epy. 3i7iBa B BEPXHHOMY KyTl BHJIHO JIBI CMYTH: CHHS Ta
KojabopoBa. CHHS cMyTra BIJIOBIJA€ 32 HAKONMMYEHHS 3apsily €Heprii, cama eHepris
HAKOMMYYEThCSI 3 KOXHOIO arakolo 1o Bopory. KombopoBa cMmyxka — 310poB’s

NepCOHaXA.
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Pucynox 3.7 — TectyBaHHsI CTBOpEHHS Oap’epy

[Ipu HatuckanHi anrmiicekoi kimasimi “E”, ykpaincekoi “Y” — cdepu eneprii
301BIIYIOTECSA B PO3MIPI Ta MPHUIIBUIIIYIOTH CBOE OOEpTaHHS, SIK 1€ 300pakeHO Ha

pucyHky 3.7. BukopucTtanHs 3apsiiiB eHeprii ajis 6ap’e€piB BUTpavae ix BCl.
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/

Pucynok 3.8 — TectyBaHHsI BIZHOBJICHHS 310POB’ sl

[ToguBuBIIMCE HA PUCYHOK 3.8 MOXKHA MOOAYUTH SK MPaALIOE BIIHOBJICHHS
3I0pPOB’S 3 3apsi AU eHeprii. J{7is BITHOBIEHHS TaKO1 KUJIBKOCTI 3JJ0pOB’ s OYJI0 TOTPavYeHO

J1Ba 3apsiiy.

3.2 PO3BHUTOK BiI€OTpH Ta BUCHOBKHU

[IpoBiBIIM TECTyBaHHS BIJIEOTPU, BIAJIOCS OTPUMATH TMOBHE YSBJIEHHS PO ii
GbyHKIIIOHATBHICT, Ta poO0Ty. [lepeBipka OCHOBHUX KOMIIOHEHTIB, TAKUX SIK: CHCTEMa
J1aJIOTOBUX BIKOH, CHCTEMa B3a€MOJIIi 13 PEeAMEeTaMH, CUCTeMa €HEprii, JIKyBaHHS Ta
Oap’epu 3a JIOMIOMOIOK €Heprii — IMokaszaja, 10 rpa BiJANOBIJAE CBOIM OCHOBHUM
BHMOTaM, BUBHAYEHUM I1/14aC MPOEKTYBAHHS.

[Ipore, OKpiM HasBHOCTI CTaOUILHOrO (YHKIIOHYBaHHS, Bijeorpa mnoTpedye

PO3BUTKY B oAaNbIOMY Yaci. B MailOyTHROMY, J1S TOAAJBIIOTO PO3BUTKY MPOEKTY, SIK



51

BJIACHUM HE3aJIe)KHUU MPOAYKT, MOTPIOHO OyJe BUIPABUTH NEBHY KUIBKICTH OariB Ta

npobJieM, a came Taki:

[Ipu 3arubeni TpaBIis, HOro MOBMHHO MOBEPTaTH HAa OCTAHHIO TOYKY
30€epeKEeHHS.

[Tpu 3aru6eni rpaBis BOPOTH MOBUHHI IEPECTaTH aTaKyBaTH HOTO.

[Ipu BIAKPUTTI MEHIO Tay3H, TpaBellb HE Ma€ MaTH 3AaTHOCTI 3aCTOCYBATH:

Oap’ep/BITHOBIICHHS 370POB’si/aTaKy.

Takox rpi HE BHCTaya€ IUIBHOIO CIOKETYy Ta IMOKpalleHb MEXaHIK, TOMY B

MOJIaIbIIIOMY PO3BUTKY BIJICOTPH, SIK OKPEMOTO MPOIYKTY, Ma€ OyTH MOKpPAIIEHO Ta

JI0JIaHO HACTYTIHE:

[TokpallleHHs] CUCTEMH JI1aJIOTIB Ta J[1aJIOTOBUX BIKOH.
[TokparmieHHs: CUCTEMH MPEIMETIB.

JloaBaHHS CUCTEMU HABUYOK.

[ToxpaieHHs cuCTeMHU IPEIMETIB.

[TokpaiiieHHs JIOT1KH BOPOTiB.

CTBOpeHHsl TOBHOLIHHUX BEJIMKHX pIBHIB, B SKHUX Oyne BigOyBaTHUCH
PO3BUTOK, SIK TOJIOBHOT'O IEPCOHAXa TaK 1 APYTOPSAHUX T€POiB.
[TokpareHHs Bi3yaqTbHOTO CTHIIIO.

[Tokpaienns iHTepdeicy.

[TokpaiileHHs JIOT1KH BOPOTiB.

JlonaBaHHs OUIBIIOT PI3HOMAHITHOCTI BOPOT1B.

JlomaBaHHSI CUCTEMH 30€pEKEHHS.

JlonaBanHst BUOOPY MOB.

bepyun miacymMKy MOKHA CKa3aTH HACTYIHE — rpa BCeE 1€ CUPUH MPOAYKT, STKHMA

IJIAHY€EThCS MIATPUMYBATUCh Ta PO3pPOOIATUCH B MailOyTHROMY, IO B KIHIIEBOMY

pe3yabpTaTi Ma€e MPUBECTU A0 3aXOIUICHHS BEJIMKOI KUIBKOCTI ayauTopii. | mokpaieHHs

Ta JIOTIOBHEHHSI 1110 OMKCaH1 BUIIE MAIOTh JJOTIOMOTTH 13 KIHIIEBOIO METOIO0 — BUXOY TpH

“Pagefinder” Ha cBITOBUI PUHOK.
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PO3AUI 4. BE3IIEKA XUTTEAIAIBHOCTI

4.1 JloroMora npu TEeIIOBUX 1 COHSIYHUX yJlapax

TenoBi Ta COHSYHI yIapH € CEp03HOI0 HEOE3MEeKOI0 I MPaIliBHUKIB, 3aMHATUX
Ha BIAKPUTOMY MOBITP1 a00 B yMOBaX BHCOKUX TemrnepaTyp. HaiOinbimmii pu3uk MaroTh
MOKEKHUKHM, TPAIiBHUKA METATYPriiHUX MIANPUEMCTB, OYIIBEIbHUKH, IaxTapi,
arpapii, IpaliBHUKN TPAHCIIOPTY Ta Ti, XTO BUKOHYE (I3UUHY POOOTY B yMOBaX CHEKH
a00 MPSAMOT0 COHAYHOTO BUIPOMIHIOBAHHS.

TeroBuil yaap BUHMKA€E BHACHIIOK MIEPETPiBaHHS OpraHi3My IiJ JI1€10 30BHIIIHIX
TEIJIOBUX (PAKTOPIB.

XapakTtepHi o3Haku. ['0J0BHUI O171b, 3aIIAMOPOYCHHS, HY10Ta, OJIFOBOTA, IITyM
y ByXax, clipara, IKipHi IOKPUBHU 01111, XOJIO/IH1, ITyJIbC Ta JUXAaHHS MPUCKOpeHI. byBae
HOCOBa KpOBOTeYa. Y BaXXKWX BHUMAJKaX MiJBUILYETHCA TEMIlepaTypa Tiia, BTpaTa
nam'siTi, mosiea cyaomu [ 18].

MexaHi3M HaJaHHS TOMEANYHOI TOTIOMOTH TIPU TEIUIOBUX 1 COHSYHUX yaapax

Jlanuii anaropuT™M BCTAHOBIIIOE NPOLEAYPY HaJaHHS HEBIIKIAAHOI JTOMOMOTHU
ocobamu 0e3 MeIMYHOI OCBITH, SIKI 3a CBOIMH MpodeciiHuMu 000B's13KaMu 3000B's13aH1
HA/IaBaTH JOMEIUYHY JOMOMOTY MOCTPaKIAINM BiJl TETUIOBUX YAapiB.

BusHaueHHs TemI0BOro yaapy

TennoBuii yaap siBisie cCOO0I0 KPUTUYHUM CTaH OpraHi3My, CIIPUYMHEHUI BILTMBOM
H1BUIICHOT TEMIIEPAaTypy OTOUYIOUOTO CEPEIOBUINA, L0 MPU3BOAUTH 10 KOMIUIEKCHUX
nopyuieHb GyHKIIOHYBAaHHS CUCTEM OpraHi3My.

KJ1iH14HI NPOSIBY TEMJIOBOTO yAapy: MiABUILIEHHS TEMIEPATYPH Tijla 10 KPUTHUHHUX
noka3HuKiB (Moxe csaratu 41°C), 3MiHa KOJbOPY Ta CTaHy MIKIPHUX TTOKPUBIB (U€PBOHUI
KOJIp, MIJBUILIEHA TEeMIEeparypa, CyXiCTb), MOPYUIEHHS MOBEIIHKHM Ta CB1JIOMOCTI
(arpecuBHICTb, N1€30pI€HTAIll, HEMPUTOMHICTH), 3MIHU JIUXANbHUX (QYHKLINA (4Yacte,
HETJIMOOKE JUXaHHS).

AJITOpUTM HaJaHHS JOMEIUYHOT JOTIOMOTH TP TEIJIOBOMY YJapi:
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1. Ominka Oe3mekw cuTyalii ISl BCIX YYaCHUKIB MOJII Tepea MoYaTKOM
HaJ[aHHS JOTIOMOTH.

2. IlcuxonoriyHa miATPUMKA MOCTPAXKAATIOro Ta i1HGOPMYBaHHS PO MOAAIBIII
mii.

3. Heraifuuii KOHTakT 31 CHyX00I0 €KCTPEHOI MEAMYHOI JOMOMOTH 3
JOTPUMAaHHIM 1HCTPYKIIiil oneparopa.

4. YCyHEHHs TEIJIOBOTO BIUIMBY HUISIXOM TMEPEMIIIEHHS MOCTPAXKIAIOro [0
MPOXOJIOTHOTO MICLISL.

5. KonTposp TemmnepaTypu Tijia 3a JIOIIOMOI'OIO BIJIIMOBIAHOTO oOJiaHaHHS (3a
HAsSIBHOCTI KBatidikarlii Ta npuiiaiis).

6. 3acToCcyBaHHS METOJIB 3HMWKEHHS TEMIIEpaTypu Tila: TMpU TeMIepaTypl
noHana 40°C - moBHe 3aHypeHHs y poxoyioaHy Boay (18-26°C) no 3umkeHHs
temneparypu Hrkde 39°C. AnbTepHATUBHE OXOJOMKEHHS: BUKOPUCTAHHS
XOJIOZIOBUX  IAKETIB, BEHTWISATOPIB 13 3BOJIOKEHUMH CEPBETKAMHU,
3a0e3nedyeHHs 0e3MeKu TUXaNTbHUX MUISIXIB i1 Yac IPOLEeIyp.

7. be3nepepBHUN KOHTPOJIb CTaHy MNOCTPAXKIAIOTO A0 NPUOYTTS MEIUYHOI
Opurasu.

8. 3abe3nedyeHHs piAUHOIO NP 30€peKEeHH] CB1JOMOCTI.

9. TloBTOpHMIT BUKJIMK €KCTPEHOI JOTIOMOTH P MOTIPIIEHH] CTaHY.

10.361p aHaMHECTUYHUX JaHUX IS TIepeiadl MeIUYHUM TpalliBHUKaM.

Oco0IMBOCTI COHSIYHOTO yAapy

ConsiuHU# yAap pO3BHBAETHCS BHACHIIOK O€3MOCEPEIHHOTO BIUIUBY COHSYHUX
MIPOMEHIB Ha 00JIaCTh TOJIOBH.

CumnTomMaTHKa COHSIYHOTO yaapy: unedaniris, BeCTUOYISPHI PO3Iaau, TUCTICNTUYHI
SBUIIA, TINEpeMis WIKIpH, TIMEepPriApo3, MOXIJIMBA HOCOBA KpPOBOTEYA, TaxiKapIis,
TaxiMmHoe, TIepTepMis, y CKIaJHUX BUMAJKaX - BTpaTa CBIJOMOCTI, CyJJOMHUNA CHHIPOM.

HeBigkinanna qomomora Mpu COHSYHOMY yaapi: MEpeMIlIeHHs] MOCTPaKIaioro B
3aTIHEHE MicCIle, 3aCTOCYBAaHHS XOJOJOBOI0 KOMIpECy Ha 00JacTb T'OJOBH, Y BAKKHUX
BUIAJIKaX - OOrOPTaHHS 3BOJIOKEHOIO TKAHUHOIO.

Kputnuni cutyairii



54

VY pasi BTpaTH CBIIOMOCTI MOCTpPaXJAIUM JIO MPUOYTTS MEIUYHOI Opuramu
HEOOXiTHO KepyBaTHCsI MPOTOKOJAMU HaJaHHS JOMEIUYHOI TOTIOMOTH TpU 3yIHHII
KpOBOOOIry BIANOBIAHO 1O BIKYy MOCTPaXXAajaoro, 3aTBEpKEHMMH MIiHICTEpCTBOM

OXOPOHM 370poB'st Ykpainu [19].

4.2 3axoau 100 AaBTOMAaTH3allll BUPOOHWUYMX TPOLECIB, 5Kl CIPHUAIOTH

MOKPAIICHHIO YMOB Iparii.

VY cyuyacHOMy BUpOOHHMIITBI aBTOMAaTu3allisi BUKOHY€E KIIOUOBY pOJIb HE JIMLIE SIK
IHCTpYMEHT TIJBUILIEHHS TPOJYKTUBHOCTI, a Hacamiiepes K 3acid 3abe3nedeHHs
Ge3IeuHuX YMOB Mpalli. [i 3acTocyBaHHS 0COOIMBO BaXJIUBE B TATy3sX, ¢ NPALliBHUKK
HIOJIHA MIJAI0ThCSI PU3HKY Yepe3 eKCTpeMallbHl a00 HeOe3neuHl BUPOOHUYI YMOBU: Y
TipHUYIA COpaBi, MeETaNyprii, XIMIYHIA TPOMHUCIOBOCTI, TMOXKEKHO-PATYBAIBHUX
ciIyx0ax, aTOMHIA EHEpPreTHlll, CUIbCBKOMY TOCHOAApCTBI, OYAIBHULITBI Ta I1HIIMX
raimyssx.

OcHoBHI QyHKIIIT aBTOMaTH3alIi1:

1. 3amiHa Baxkkoi ()13MYHOI Mpami — OCOOJIMBO AKTYaJIbHO Ha AUISIHKAX, /€
BUKOHAHHS 3aBJIaHb IOB'sI3aHE 3 MOCTIMHUM (BiI3MIHMM HaBaHTAKCHHSAM a0o0
OJIHOMaHITHUMH, MOBTOPIOBAHUMHM oOmepaiisiMi. PoO0OTH30BaH1 KOMILIEKCH,
KOHBEEPU, MAHIMYJISATOPU Jal0Th 3MOTY YCYHYTH JIOACBKY Yy4acTb 3
HaWBUCHAKITUBIIINX TPOIECIB.

2. BukoHaHHs poOIT y HeMpUAATHUX a00 HeOE3NeYHUX AJI JIIOJAUHU yMOBaX —
aBTOMATH30BaHI CUCTEMH JI03BOJISIIOTH KEPYBATHU MPOLECAMHU JUCTAHIIHHO
a00 TMOBHICTIO 0€3 yyacTi JIOJWHU B CEPEJOBHUINAX 13 BUCOKHUM THCKOM,
TEMIEPATypoOl0, TOKCUYHUMH YH BHOYXOHEOE3NMEUYHUMH pPEUYOBHHAMH, B
YMOBAaxX pU3MKY OOBaJIIB UM MOKEKX.

[lepeBaru aBToMaTH3aIlli 3 TOUKH 30py OXOPOHU Mpalli:
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1. MiHimizaiisi pu3MKy JJIsI SKUTTSA 1 370pOB’S NPAIIBHHUKIB: JHUCTAHIIHHE
KepyBaHHS TIpHUYMMH KOMOAWHAMHU Yy BYTUJIBHUX IIaXTaX 13 BHUCOKHUM
pu3uKOM 00BasliB 200 METaHOBOrO BHOYXY, aBTOMAaTH30BaHI CHCTEMHU
HeWTpasizalii XIMIYHUX BUKHU/IIB Ha MIAMPUEMCTBAX XIMIYHOI ramy3i.

2. 3umwkeHHs  (PI3UYHOTO Ta  TICHXOEMOIIIMHOTO  HABAHTAXKCHHS  —
ABTOMaTH30BaH1 CUCTEMH 3MEHIIYIOTh BTOMY IMPAIiBHUKIB, TO3BOJIAIOUU M
30CepeKYBAaTHCh HA YIIPaBJIiHHI Ta KOHTPOJI1 MPOIIECIB, a HE Ha BaXKKUX a00
MOHOTOHHHUX Jifx. Hampukian, y JoricTuili — copTyBajbHI KOMILJIEKCH, 110
3aMIHIOIOTh PYYHY IpaIlio.

3. 3MeHIIeHHs BIUIMBY IIKIJJIMBUX BUPOOHUYUX (haKTOpiB — IIyM, BiOpaiiis,
W, OTPYWHI PEUOBUHH, IMEPEBAHTAKEHHS, EKCTpEeMalbHI TeMIepaTypH,
aBTOMATHU30BaHE oOOJaJHAaHHSA JO3BOJISIE 3HAYHO 3MEHIIMTH KOHTAaKT
IpaliBHUKA 13 TUMU 3arpo3amMu, abo B3arajii HOro yHUKHYTH.

4. IligBUIIEHHS TOYHOCTI 1 KOHTPOJIbOBAHOCTI TEXHOJIOTIYHHUX IPOLECIB —
ABTOMAaTHKa JO3BOJISIE BUKIIOUUTH JIIOJACHKUNA (PAKTOp Yy KPUTHUHHUX
BUPOOHUYHUX OIEparisix.

5. CkopoueHHsI KIJTBKOCTI aBapiii Ta BHPOOHHYOTO TpaBMaTH3My — Y 30HaX
MiJBUIIIEHOT HeOe3nmeku (poOdoTa Ha BUCOTI, B 3aMKHEHHUX IMPOCTOpax, Oiis
PYXOMHUX MEXaHI3MIB) BUKOPUCTAaHHS JUCTAHIIMHUX CHCTEM 1 POOOTIB
1CTOTHO 3HIKY€ HMOBIPHICTh HEIITACHUX BHUIA/IKIB.

[Tpuknaau 3acTocyBaHHs aBTOMaTH3alli y HEOEe3MeYHUX BUPOOHUIITBAX:

1. IlaxTapchka TPOMHUCIIOBICTB: JUCTAHIIMHO KEpPOBaHI MPOXITHUIIBKI
MalIuHU, aBTOMaTUYH1 BEHTHISIIIHI CUCTEMHU, CUCTEMU MOHITOPUHTY PIBHS
METaHy.

2. Meranyprisa: aBTOMaTHU30BaHI  JIMBApHI  YCTAHOBKH, pOOOTH A
3aBaHTA)KCHHS/BUBAHTAXKCHHSI TapsidMX 3aroTOBOK, TEIUIOBI3IMHI CHUCTEMU
KOHTPOJTIO.

3. XiMiyHa raay3b: aBTOMaTU4YHI CHUCTEMH MOJadi Ta 3MIIIyBaHHS PEarcHTIB,

JATYMKU BUTOKY, aBapiiiHi 3ylIUHKH.
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4. TloxexHO-pITYBaIbHI CIYXKOM: POOOTH-PO3BIIHUKUA JJii pOOOTH B 30HI
3arOpsIHHS, TOBITPSHI POOOTH ISl TIOBITPSHOTO CIOCTEPEKEHHS JI1COBHX
TTOXKEK.
5. CinbChbKe TOCHOAAPCTBO: ABTOHOMHI MAIIMHUA IS OONPUCKYBaHHS Ta
30MpaHHs BpOXKar0, CHCTEMH aBTOMATHYHOTO TOJIMBY, KOHTPOJIb KJIIMaTy B
TETUTUIISX.
6. ByniBHUIITBO: aBTOHOMHI KpaHHW, CHCTEMH KOHTPOJIIO CTIKOCTI pUILITYBaHb.
Bigmosimao a0 3akony VYkpainum «IIpo oxopony mparmi» [20], poboTomaserb
3000B’sA3aHUN BKUBATH TEXHIYHUX 3aXO(1B 1010 YCYHEHHS HEOE3MEUHUX BUPOOHUIMX
daktopiB. OJHUM 3 TaKUX € BIPOBAHKCHHS aBTOMATHU30BAHUX CHUCTEM YIPABIIIHHS
TEXHOJIOTITYHUMHU MPOLIECaMHU.
ABTOMaTH3aIlisl BAPOOHMYMX MPOIIECIB — 11€ CyYaCHUM IHCTPYMEHT 3a0e3MeUeHHS
MIPOMUCIIOBOT O€3MEeKH, 1110 3a0e3Meuy€e OpraHizailito poOoYuX CepeIOBUILl TAKUM YHHOM,
11100 BUKJTIOUKTH a00 3BECTHU 10 MIHIMyMY y4acTh JIIOJUHU B HeOe3neuHux nporecax. Le

crpusie 30epeKEHHIO 37I0POB’ S MPALIBHUKIB Y HAUPU3UKOBAHIIINX MPOQECISX.
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BUCHOBKU

B pesynbpraTi BUKOHaHHS KBamidikaiiifHOT poOOTH, MHOIO OYJIO0 JOCHIIKEHO Ta
po3pobieHo 2.5D rpy 3 BukopuctanusM SRP dpeiimBopky Ta pymrist Unity.

PesynbpTatom € Bigeorpa, 1o BiAmoBijae 0a30BUM moTpedaM Ta BMIIIye B coOi
Souls-Like Ta Adventure sxanpu. BuxopuctoBye URP nmns 3abe3nedeHHs
MIPOYKTUBHOCTI Ta 30€pEKEHHS SIKOCT1 300pa’keHHS 3a JIOTIOMOTI'0F0 IIEHIePiB.

Bu6ip Unity BimOyBcsi 3aBAsikM HOTro mepeBaram: 3py4yHICTH 1HTepdeicy Ta
MO>KJIMBICTh MOTO HallalITyBaTH MiJ cebe, maibke Oe3MekHa Oa3a MarepiaiiB st
HaBYaHHSI, Ta IOT0 MPOIYKTHBHA i TOBApUCHKA CIUIFHOTA, JIETKICTh OCBOEHHSI.

Byno cTtBopeHo rpy: 13 nekinbkoMa cytuukamu i3 HITTom, Tpu kopugopu, Tpu TUnu
MPEAMETIB Ta Pi3HI iX BIUIUB Ha Cepe/lOBUIIE (Ha TpaBIls Ta BOPOriB), O0HOBa apeHa 13
JIEKIJIbKOMa BOPOTaMH Ta TPU BapiaHTa PO3BUTKY MOJ1M. Byno 1ogaHno TymaH BIMHM IS
OOMEXXEHHSI TOJIsl 30py TPaBIEBl, 10 TOTO X Il¢ HabaraTo MNPOAyKTHUBHIIIE, aHIK
BUKOPHUCTOBYBaTH 00’ekTH. Takox OyJO0 CTBOpPEHO WHIeHnep-CiTKy, ISl 3allOBHEHHS
00’ €KTy 3eMII1 — 1€ JOTIOMOTJIO 3MEHIIUTH KUJIbKICTh BUKOPUCTOBYBaHMX 00’ €KTIB 3€MIII,
Ta MOXJIMBICTh BUKOPHUCTOBYBATH OUIBIN JMHAMIYHI TEKCTYpH IJisi 00’€KTy 3eMJIi 3a
JOTIOMOTOl0 Macku. Macka Oyna mMoAileHa Ha TpU KOJbOPHU, IJsl TPbOX TEKCTYP:
YEpPBOHUM, 3€JICHUHN, CUHIH.

ITpoBenena pobora BimoOpakae po3poOKy BiJICOIrOp 3a JOMOMOTOK Cy4YacHHX
1HCTpYMEHTIB po3poOku. Bukopuctanus Unity ta SRP ¢peiimBopky Hamamo 3mory
CTBOPUTHU TPY, 110 HE JIUIIIEC BUTISAIAE HE3BUYHO, aji€ i 3 HETIOMITHUM BUKOPHUCTAHHIM
TPHOX BUMIpHUX 00’€KTiB. J[aHHA pO3pOoOKa TOBOAUTH BAXKIHMBICTh MOETHAHHS TBOPUHUX
Ta TEXHIYHUX HABUUOK Pa3oM i3 Cy4aCHHUMH TPHIAJISIMU PO3POOKH IS AOCATHEHHS

pe3yJNbTaTiB B rally3i TeM/IEBY.
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Honatok A — Te3u koHdepentii

VIl Mo podea CmydenmchEs HEJROSO - MEXHMHE KoHhe peHLin
“MPHPOQHMY TA IYMAMTAPH HAVKH. AKTYATBH MHTAHHA™

VIK 004 .4
Titkos B. —c1. rp. CI1-43
Tepronitecexui nayionatenut mexuivwull yuigepcumem imeni leana [ymos

PO3POBKA 3D I'PH 3 BHKOPHCTAHHAM UNITY 3 TA SRP
GPEHMBOPKY

Hayxosuii kepisaik: K. T.H., go1. Croanoe H).M.

Titkov V.
Ternopil fvan Puluj National Technical University

3D GAME DEVELOPMENT USING UNITY 3 AND SRP FRAMEWORK
Supervisor: PhD Yurn Stoianov

Kmiosomi cnosa: insenepia nporpasboro sabesnevenns, Unity, Unity 3, SRP, 30, rpa
Key words: software engineering, Unity, Unity 3, SRP, 3D, game

CraopeHHa  irpoedx 31 cRITIB, FHVYKA IHTErpalld rpadiyHiy  KOMOOHEHTIE |
ATANTHEHA NOOYIOBA CLEHH — BCE LE CTAE MOKIHBHM JARIAKH CYHACHHM TeXHoIoray Unity
3, Akl w@heaneuyvioTe JYHIAMERT 11A porpolk Irop HOBOTO NOKNIIHHA. YTIERHEHO HAPOIIYE
noTyxHocTi SRP dpelimBopi, Axuil Q03ponse NporpasHo  KOHTPOMOBATH  PEHIEPHHT,
ONTHMITYBITH NPOIYKTHEHICTE | BHBOJAHTH BiTyankHi edekTH Ha pibeHbe AAA-NPOTVETIE.
CrabineHo MIATPHMYETECA POIBHTOK IHAMBIOYAORHHX peHfep-nalinnaiinie, kacTosizalis
URP ta HDRP, enpoBaMkeHHs CBITIOBHX Texsonorifi nma sofilisHux  nnardops i
foTopeaniavy onHodacuo. Mu enesneni, wo enposammenns SRP (Scriptable Render
Pipeling) — s®UTTERO HeoOXiTHe 118 KOHEYPEHTHOT poapobky.

Hakonudenns npaktik  ontimoanii, SRP Batcher 1 momynennx  mefinepis
Jabeineylne IHAYHE IMEHINeHHA HapaHTasenHs Ha CPU ta GPU, 1 8k Hacoigok —
0IIBMIEHHA WBHAKDCTI PEHASPHHTY, 30KPEMA B NPOSKTAX 3 BEIHKOK KUIRKICTIO OJHAKOEEX
o0 ekTIE. MM nparHeso IHTErPYBITH peHAep-cUeHapll B CHHEPreTHUHOMY NOEIHAHHI 3
IrPOBOKY NOFKOK), & Takok 3a0eInsydTH poapofHHKiE TOMHHME IHCTPYMEHTAMH (el IHHry,
OCBITHEHHA, Kasepd § Ovipepie rmudHul. 3aniskd ksaniikoBaHHM KAApas, BIIKPHTIH
apxitektypi SRP 1a odiumiiisniil gokysedranii Unity [1], imaycTpis oTpusye spyusmil
inTepdelic ana cTROpeHHA KAcTOMHHX nafinnalfinie, ki BigofpaaloTh BITVATEHI BHMOTH
ROHEPETHOT FpH abo cTyiil.

Yoepuene macwradyveaHHA, TexHlvHa BopasHicTe, SRP Debugger 1 npodaiinep
3abeineyiin rHYYKe YNPIBTIHHA PecYpCcaMi Ta OposiaHy ponk Unity cepen pywiis ans
kpocnaarfopsenol poapodkn, OaHa 3 HalfiIEIIHY TEXHOIOMYHAE MAaTHopM HATAE MOBHIT
CTek IHCTpyMeHTIR, Bemodaioai Universal Render Pipeline ana cepennboro knacy npucTpols
i High Definition Render Pipeline — gna wafisnfarnusimux npoektie. Hama seTta npocta
safeInedeHHA AKICHOTO BIIVANLHOID CEPeloBHILA, ANANTOBIHOID N1 BHMOrH nuardops, 3
AKLEHTOM Ha NPOIYKTHEHICTE, BI3YaNkHY €CTETHKY Ta PeanicTHYHICT. Mil BHEOPHCTORYEMO
noTy#HicTs Unity Shader Graph, Forward ta Deferred pengepunry, a Takos dipefivpopr URP
AK yHiBepcansHui iHCTpyMeHT poapolHHKa AN peanizaull irpoBHX CRITIE, NPOLEIVPHHX
EEKTIE T A0ANTHRHOTO OCBITIEHHA [2].

JliTeparypa:
1. Unity Documentation. URL: hitps:/docs unity3 d.com202 2. 3/ Documentation M anual ndex_himl.
2 SRP: Scriptable Render Pipeline. URL: hitps:/funity.com/ features'srp.
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Honatox b — Jlictunr xoay Grid meiaepa

Jlictunr koxy Grid.shader
Shader "Exavi/GridURP"

{
Properties
{
_Color ("Color", Color) = (1,1,1,1)
[Space(10)]
[Header(Texture Settings)]
[Space(5)]

_MainTex ("Texture 1", 2D) = "white" {}
_SecondTex ("Texture 2", 2D) = "white" {}
_ThirdTex ("Texture 3", 2D) = "white" {}
_MaskTex ("Mask Texture", 2D) = "white" {}
[Space(10)]

[Header(Rotation Settings)]
_EnableRandomRotation ("Enable Random Rotation", Float) = ©
[Space(10)]

[Header(Grid Settings)]

_TileSize ("Tile Size", Float) = 1.0

_GridScale ("Grid Scale", Range(0.1, 10)) = 1.0
_Seed ("Random Seed", Float) = 1.0

}

SubShader

{

Tags
"RenderType" = "Opaque"
"RenderPipeline" = "UniversalPipeline"
"Queue" = "Geometry"

}

Pass

{
Name "ForwardLit"
Tags { "LightMode" = "UniversalForward" }
HLSLPROGRAM

#pragma vertex vert
#pragma fragment frag
#pragma multi_compile _ _MAIN_LIGHT_SHADOWS
#pragma multi _compile _ MAIN_LIGHT_SHADOWS_CASCADE
#pragma multi_compile _ _ADDITIONAL_LIGHTS_VERTEX
_ADDITIONAL_LIGHTS
#pragma multi_compile _ _SHADOWS_SOFT



63

#include "Packages/com.unity.render-

pipelines.universal/ShaderlLibrary/Core.hlsl"

#include "Packages/com.unity.render-

pipelines.universal/ShaderLibrary/Lighting.hls1"

struct Attributes

{

float4 positionOS : POSITION;
float2 uv : TEXCOORDO;

float3 normalOS : NORMAL;

}s

struct Varyings

{

float4 positionCS : SV_POSITION;
float2 uv : TEXCOORD®;

float3 positionWS : TEXCOORD1;
float3 normalWS : TEXCOORD2;

}s

TEXTURE2D(_MainTex);
TEXTURE2D(_SecondTex);
TEXTURE2D(_ThirdTex);
TEXTURE2D(_MaskTex);
SAMPLER(sampler_MainTex);

CBUFFER_START(UnityPerMaterial)
float4 _Color;

float TileSize;

float _GridScale;

float _EnableRandomRotation;
float _Seed;

CBUFFER_END

float hash(float2 p)
{

float3 p3 = frac(float3(p.xyx) * float3(.1031, .1030, .0973));

p3 += dot(p3, p3.yzx + 33.33);
return frac((p3.x + p3.y) * p3.z);

}
float2 RotateUV(float2 uv, float rotation)
{

float2x2 rotationMatrix = float2x2(c, -s, s, c);

uv -= 0.5;
uv = mul(rotationMatrix, uv);
uv += 0.5;
return uv;
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}

Varyings vert(Attributes IN)

{

Varyings OUT;

OUT.positionCS = TransformObjectToHClip(IN.position0S.xyz);
OUT.positionWS = TransformObjectToWorld(IN.position0S.xyz);
OUT.normalWS = TransformObjectToWorldNormal(IN.normalOS);
OUT.uv = IN.uv;

return OUT;

}

half4 frag(Varyings IN) : SV_Target
{
float2 tilePosition = floor(IN.positionWS.xz * _GridScale /

float2 tileUV = frac(IN.positionWS.xz * _GridScale /

float randomValue = hash(tilePosition + _Seed);

if (_EnableRandomRotation > 0.5)

{
float rotation = randomValue * 6.28318530718;
tileUV = RotateUV(tileUV, rotation);
}
half4 mask = SAMPLE_TEXTURE2D(_MaskTex, sampler_MainTex,

half4 color;

if (mask.r > 0.5)
color SAMPLE_TEXTURE2D(_MainTex, sampler_MainTex,

else if (mask.g > 0.5)
color = SAMPLE_TEXTURE2D(_SecondTex, sampler_MainTex,

else if (mask.b > 0.5)
color = SAMPLE_TEXTURE2D(_ThirdTex, sampler_MainTex,

else
color = half4(e, o, 0, 1);

Light mainLight =

GetMainLight(TransformWorldToShadowCoord(IN.positionWsS));

float3 normalWS = normalize(IN.normalWsS);
float NdotL = saturate(dot(normalWS, mainLight.direction));
float3 ambient = SampleSH(normalWS);

color.rgb *= Color.rgb * (mainLight.shadowAttenuation *

NdotL * mainLight.color + ambient);
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return color;

}
ENDHLSL

Pass

Name "ShadowCaster"
Tags
{

}

ZWrite On
ZTest LEqual
ColorMask ©
Cull[_Cull]

"LightMode" = "ShadowCaster"

HLSLPROGRAM
#pragma target 2.0

#pragma vertex ShadowPassVertex
#pragma fragment ShadowPassFragment

#pragma shader_feature_local _ALPHATEST_ON
#pragma shader_feature_local fragment
_SMOOTHNESS TEXTURE_ALBEDO_CHANNEL A
#pragma multi_compile_instancing
#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/DOTS.hlsl"
#pragma multi_compile _ LOD_FADE_CROSSFADE

#pragma multi_compile_vertex _ _CASTING_PUNCTUAL_LIGHT_SHADOW

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl”
#include "Packages/com.unity.render-
pipelines.universal/Shaders/ShadowCasterPass.hlsl"”
ENDHLSL
}
Pass
{
Name "GBuffer"
Tags
{
"LightMode" = "UniversalGBuffer"

}
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ZWrite[_ZWrite]
ZTest LEqual
Cull[_Cull]

HLSLPROGRAM
#pragma target 4.5

#pragma exclude_renderers gles3 glcore

#pragma vertex LitGBufferPassVertex
#pragma fragment LitGBufferPassFragment

#pragma shader_feature_local _NORMALMAP

#pragma shader_feature_local_fragment _ALPHATEST_ON

#pragma shader_feature_local_ fragment _EMISSION

#pragma shader_feature_local_fragment _METALLICSPECGLOSSMAP
#pragma shader_feature_local fragment

_SMOOTHNESS_ TEXTURE_ALBEDO_CHANNEL_ A

#pragma shader_feature_local_ fragment _OCCLUSIONMAP

#pragma shader_feature_local _PARALLAXMAP

#pragma shader_feature_local _ DETAIL_MULX2 _DETAIL_SCALED

#pragma shader_feature_local_fragment
_SPECULARHIGHLIGHTS_OFF
#pragma shader_feature_local_fragment
_ENVIRONMENTREFLECTIONS_OFF
#pragma shader_feature_local_fragment _SPECULAR_SETUP
#pragma shader_feature_local _RECEIVE_SHADOWS_ OFF

#pragma multi_compile _  _MAIN_LIGHT_SHADOWS
_MAIN_LIGHT_SHADOWS CASCADE _MAIN_LIGHT_SHADOWS_ SCREEN
#pragma multi_compile fragment _ _REFLECTION_PROBE_BLENDING
#pragma multi_compile_fragment
_REFLECTION_PROBE_BOX PROJECTION
#pragma multi_compile fragment _ _SHADOWS_SOFT
_SHADOWS_SOFT_LOW _SHADOWS SOFT_MEDIUM _SHADOWS_ SOFT HIGH
#pragma multi_compile fragment _ DBUFFER_MRT1 _DBUFFER_MRT2
_DBUFFER_MRT3
#pragma multi_compile fragment _ _RENDER_PASS ENABLED
#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/RenderinglLayers.hlsl"

#pragma multi_compile
#pragma multi_compile
#pragma multi_compile
#pragma multi_compile
#pragma multi_compile _ DYNAMICLIGHTMAP_ON

#pragma multi_compile _ USE_LEGACY_LIGHTMAPS

#pragma multi_compile _ LOD_FADE_CROSSFADE

#pragma multi_compile fragment _ _GBUFFER_NORMALS OCT

LIGHTMAP_SHADOW_MIXING
SHADOWS_SHADOWMASK
DIRLIGHTMAP_COMBINED
LIGHTMAP_ON
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#include with_pragmas "Packages/com.unity.render-
universal/ShaderLibrary/ProbeVolumeVariants.hlsl"
#pragma multi_compile_instancing
#pragma instancing_options renderinglayer
#include_with_pragmas "Packages/com.unity.render-
universal/ShaderLibrary/DOTS.hls1"
#include "Packages/com.unity.render-
universal/Shaders/LitInput.hlsl”
#include "Packages/com.unity.render-
universal/Shaders/LitGBufferPass.hlsl"
ENDHLSL
}
Pass
{
Name "DepthOnly"
Tags
{
"LightMode" = "DepthOnly"
}
ZWrite On
ColorMask R
Cull[_Cull]
HLSLPROGRAM
#pragma target 2.0
#pragma vertex DepthOnlyVertex
#pragma fragment DepthOnlyFragment
#pragma shader_feature_local _ALPHATEST_ON
#pragma shader_feature_local_fragment

_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A

#pragma multi_compile _ LOD_FADE_CROSSFADE

#pragma multi_compile_instancing

#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/DOTS.hlsl"

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl”
#include "Packages/com.unity.render-

pipelines.universal/Shaders/DepthOnlyPass.hlsl"

ENDHLSL
}

Pass



pipelines.

pipelines.

pipelines.

pipelines.

Name "DepthNormals"
Tags
{

}

ZWrite On
Cull[_Cull]

"LightMode" = "DepthNormals"

HLSLPROGRAM
#pragma target 2.0

#pragma vertex DepthNormalsVertex
#pragma fragment DepthNormalsFragment

#pragma shader_feature_local _NORMALMAP
#pragma shader_feature_local _PARALLAXMAP
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#pragma shader_feature_local _ _DETAIL_MULX2 _DETAIL_SCALED

#pragma shader_feature_local _ALPHATEST_ON

#pragma shader_feature_local_fragment
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A

#pragma multi_compile _ LOD_FADE_CROSSFADE

#include_with_pragmas "Packages/com.

universal/ShaderLibrary/RenderinglLayers.hlsl"

#pragma multi_compile_instancing

#include_with_pragmas "Packages/com.

universal/ShaderLibrary/DOTS.hls1"

#include "Packages/com.
universal/Shaders/LitInput.hlsl”
#include "Packages/com.
universal/Shaders/LitDepthNormalsPass.hlsl"
ENDHLSL
}
Pass
{
Name "Meta"
Tags
{
"LightMode" = "Meta"
}
Cull Off
HLSLPROGRAM

#pragma target 2.0

unity.

unity.

unity.

unity.

render-

render-

render-

render-
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#pragma vertex UniversalVertexMeta
#pragma fragment UniversalFragmentMetalit

#pragma shader_feature_local_ fragment _SPECULAR_SETUP

#pragma shader_feature_local_fragment _EMISSION

#pragma shader_feature_local_fragment _METALLICSPECGLOSSMAP

#pragma shader_feature_local_fragment _ALPHATEST_ON

#pragma shader_feature_local fragment

_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_ A

#pragma shader_feature_local _ DETAIL_MULX2 _DETAIL_SCALED

#pragma shader_ feature_local fragment _SPECGLOSSMAP

#pragma shader_feature EDITOR_VISUALIZATION

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl"”
#include "Packages/com.unity.render-

pipelines.universal/Shaders/LitMetaPass.hlsl"

ENDHLSL
}
Pass
{
Name "Universal2D"
Tags
{
"LightMode" = "Universal2D"
}

Blend[_SrcBlend][_DstBlend]
ZWrite[_ZWrite]
Cull[_Cull]

HLSLPROGRAM
#pragma target 2.0

#pragma vertex vert
#pragma fragment frag

#pragma shader_feature_local_fragment _ALPHATEST_ON
#pragma shader_feature_local fragment _ALPHAPREMULTIPLY_ON

#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/DOTS.hlsl"

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl”
#include "Packages/com.unity.render-

pipelines.universal/Shaders/Utils/Universal2D.hlsl"
ENDHLSL
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Pass

Name "MotionVectors"
Tags { "LightMode" = "MotionVectors" }
ColorMask RG

HLSLPROGRAM
#pragma shader_feature_local _ALPHATEST_ON
#pragma multi_compile _ LOD_FADE_CROSSFADE
#pragma shader_feature_local_vertex
_ADD PRECOMPUTED_VELOCITY

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl"”
#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/ObjectMotionVectors.hlsl"
ENDHLSL

}

Pass

Name "XRMotionVectors"
Tags { "LightMode" = "XRMotionVectors" }
ColorMask RGBA

Stencil

{
WriteMask 1
Ref 1
Comp Always
Pass Replace

}

HLSLPROGRAM
#pragma shader_feature_local _ALPHATEST_ON
#pragma multi_compile _ LOD_FADE_CROSSFADE
#pragma shader_feature_local vertex
_ADD_PRECOMPUTED_VELOCITY
#define APLICATION_SPACE_WARP_MOTION 1

#include "Packages/com.unity.render-
pipelines.universal/Shaders/LitInput.hlsl"”
#include_with_pragmas "Packages/com.unity.render-
pipelines.universal/ShaderLibrary/ObjectMotionVectors.hlsl"
ENDHLSL

}
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Honarok B — I'pamora GameJam

GLOBAL GAME JAM®
2025

CERTIFICATE
OF

PARTICIPATION

PRESENTED TO
Vladyslav (Exavi)

PerioHanbHuii KoopauHaTop
BceykpaiHcbKa 3BepeHa Global Game Jam 8 YKkpaiHi

nokauis GGJUA I38aar08 O.B.

Site Name Signature, Site Organizer

INNOVATION.
COLLABORATION.
EXPERIMENTATION.
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