








AHOTANIA

bakanaBpcrka quriomHa poboTa ckiagaeTbes 3 86 cTopiHok popmary A4, Ha SIKUX €
65 puCyHKH, CIMCOK BUKOPUCTAHUX JHKEpesl MICTUTh 14 HailMeHyBaHb.
bakanaBpchka po0oTa MPHUCBSYEHA CTBOPEHHIO KOMIT IOTEPHOI Tpu «JIOHTGOpAMHTY
Ha 0a3i irpoBoro pymris Unity. ¥V miii 6akamaBpchkiii poOOTi Oyim po3poOIieHI CKPUIITH,
HeoOXiaHI s GYHKI[IOHYBaHHS I'pU Ta BCl HEOOXiAHI eleMeHTH iHTepdeticy Ha 6a3i Unity
3 BUKOPUCTAHHSIM MOBU IiporpamyBanHs C#.
KirouoBi cioBa: KoMIT'toTepHa Tpa, JioHrOopxa, Unity, 30epekeHHs, CKpHIIT,

TEUMILIEN.



ABSTRACT

The bachelor thesis consists of 86 pages of A4 format, on which there are 65
figures, the list of used sources contains 14 names.

The bachelor thesis is devoted to the creation of the computer game
"Longboarding™ based on the Unity game engine. In this bachelor's work, the scripts
necessary for the functioning of the game and all the necessary interface elements were
developed based on Unity using the C# programming language.

Keywords: computer game, longboard, save Unity, script, gameplay.
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BCTYII

AKTYyaJIbHICTb TeMH

Po3pobOka koM’ toTepHOi rpu «JIOHrOOpAUHTY € nyXe aKTyalbHOI0, OCKIIBKH
icCHye 6arato KOpUCTyBauiB, SKUM I[ikaBa TeMa JIOHT'OOPAMHTY B 1HiloMy. Yacto came
IIMM KOPUCTYBa4yaM MOTPiOCH MEBHUN CMOCIO MEepeBIpUTH, YU JINCHO LIEH BUJ CIIOPTY
Mo>ke OyTH 1M IikaBHil O6e3 BennKuX (piHaHCOBHX iHBecTUIIH. KoM toTepHa rpa Moxe
OyTH HallKpallliM COCOOOM HaJaHHS Takoi 1HQopMaIlii, OCKUJIbKU JO3BOJISE JIETKO Ta
3py4YHO OTPUMYBATH IMITAIIIIO BIIUYTTS KaTaHHS Ha JIOHTOOPII.

byne nmnpoBegeHo aHami3 HaMOUIBII MOMYJSIPHUX ITOp 3  TEMAaTHUKOIO
noHroopauury. llepeBarm 1 HENOMIKA KOXHOI TpU 3BAKYBATUMYTHCA IS
BJIOCKOHAJICHHsI (DIHAJILHOTO MPOAYKTY. KpiM TOro, aHamizyBaTUMYTbCS Pi3HI ITpOBI
pymIii Ta cepenoBullla pO3pOOKH JJIs ONTUMIZAIlll Tpolecy po3poOku. BaxiuBum
eTanoM poOOTH TakoXk OyJlie po3poOKa CKPUITIB JUIs AESKUX (PYHKIIN TpH, TAaKUX K
¢d13uKa pyxy, yIpaBIiHHS NEPCOHAKEM, TallMEP TOLIO.

JlocnmikeHHsT  JOTIOMOXKE€ CTBOPUTH €(QEKTUBHY KOMIT'IOTEpHY Tpy, SsKa
MOJICTIINTh TPABLUSAM 3aHYPEHHsS B CBIT JIOHFOOPJAWHTY 3 YpaxXyBaHHSIM CYy4YaCHUX
TEXHOJIOTTYHUX BUMOT 1 3MiH Ha PUHKY.

Mera gociigKeHHst

Meta HOCHIIKEHHSI MOJSArae y pO3IIMPEHH] (YHKUIOHATBHUX MOXIUBOCTEU
KOMIT IOTEPHUX 1rOp >KaHPYy JIOHTOOPAMHT Ta BIPOBAIKEHHI €()EKTUBHUX METOJIIB
MPOEKTYBaHHS, pO3poOKuM Ta TectyBaHHS 3D Tpu y ’kaHpl JIOHTOOPIWHT, IO
3a0€3Me4YnTh BUCOKY SIKICTh KOPUCTYBAILBKOTO JTOCBIY, CTAOUIBHICTH POOOTH T'pH Ta ii
KOHKYPEHTOCTIPOMOKHICTh Ha PUHKY KOMITFOTEPHHX 1TOP.

3apaui qocaixKeHHs

Jns  MOCSATHEHHS TOCTAaBJICHUX IUJIEM HEOOXITHO TMOJajblle BUPILIICHHS
HACTYIHUX 3aBAaHb JOCTIKCHHS:

— OOrpyHTyBaHHS  JOUUIBHOCTI  CTBOPEHHS  KOMIT IOTEPHOI  TpH

«JIoHrGOpIUHT
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— AmHani3 icHyrouux pimens: [IpoBectu anami3 icHyrouux 2D 1 3D irop y
aHpP1 JIOHTOOPJIMHT J1JIi BU3HAYCHHS HAMKpaIuX MPaKTUK Ta BUSBJICHHS
MOKJIMBOCTEH ISl IHHOBAITiH.

— [IIpoexTyBaHHS MPOrPaMHOTO MOJYJISl KOMI FOTEPHOI TPH.

— Peanizanis xomm’ioTepHoi Tpu “JOHrOOpAMHT” Ha 6a3l IrPOBOTO PYIIis
Unity.

— TecTyBaHHS KOMII'IOTEPHOI I'pH, 1100 BIIEBHETUCH y BIJICYTHOCTI 3001B Y
rpi.

IIpeamMerom [OC/iIKeHHSI € aNrOPUTMH POOOTH KOIIM IOTEPHOI T'PHU KaHPY
“IOHrOOpAMHI”, MOJENl peaii3alii IFPOBHX CHUCTEM, KOMII'IOTEpHA TIpa KaHpy
“IOHrOOpAUHT" 3 BUOOPOM PIBHIB, KOPUCTYBAILIbKUHN 1HTEPQEIC, IrPOBUI ITUKII.

00'exTOM gocaigxkeHHs € npouec cTBopeHHs 3D rpu y kaHpi JOHTOOPIUHT,
BKJIFOYAIOYM MPOEKTYBAaHHA, pO3pOOKY, TECTyBaHHsS Ta ONTHUMI3ALiI0 ii KOMIIOHEHTIB,
TaKUX SIK KOPUCTYBallbKUM 1HTepdenc, IrpoBHM IUKI, aJrOpuTMH poOOTH Ta
IHTErpalisi irpOBUX CUCTEM.

IIpakTH4YHOW WIiHHICTIO O/J€epPKAHMX Pe3yJbTATIB € MOJYJIbHI CKpPHUIITH,
HaIlMCaHl y MpPOILECi CTBOPEHHS TPH, SKI PO3POOHUKM MOKYTh BUKOPHUCTOBYBATH Yy
THIITNX MTPOEKTaX.

Iyoaikamii

3a pe3yibTaTaMu OaKaJIaBpPChKOi JUIJIOMHOT poOOOTH omyOJikoBaHA Te3a
nomoBini Ha KoHpepeHiii «IX MixHapoaHa HayKOBO-TIpaKTH4YHA KOH(DEpeHIis
INNOVATIVE DEVELOPMENT OF SCIENCE, TECHNOLOGY AND
EDUCATION» (M. Bankysep, Kanazga) [1].

BnpoBaxxeHHs

Pesynbratn OakanaBpcbkoi poOOTH Oyl0 BMOPOBAIKEHO 3TIIHO 3 aKTOM

BrpoBamkeHas Ne 2 / 31.05.2024.



1 AHAJII3 IPEJMETHOI OBJIACTI KOMIT'FOTEPHOI I'PH
«JIOHT'BOPJIUHI »

1.1 OOrpyHTyBaHHS AOUiJIBLHOCTI

Po3pobka xomm’totepHoi rpu "Jlonr6opaunr" Ha 6asi irpoBoro pymris Unity €
BXXJIMBUM KPOKOM Y PO3BHUTKY KOMIT'IOTEPHUX I1rOp, IO BIANOBIAAIOTH Cy4acHUM
3aUTaM KOPHUCTYBayiB Ta PHUHKOBUM TeHJAEHIIAM. lle OOIpyHTOBYETHCS HHU3KOIO
IPUYKH.

[TomynsipHICTh JOHTOOPAWHTY Ta 1HTEpeC A0 HBOTO. JIOHTOOPAWHT, SK BUJ
CropTy, HaOyBae Bce OUIBIIOI MOMYJISIPHOCTI cepel MojioAl Ta gopociux. barato
JTOJeN IIKAaBIATBCA IIMM BHJIOM AaKTUBHOCTI, aje HE BCl MalTh MOXJIHUBICTh
BUNPOOYBAaTH MHOro0 Ha TMpakTHULl Yepe3 (QiHaHCOBI, reorpadiuni abo (iznyHi
oOMexeHHs. Komm’torepHa rpa Moke CTaTH JOCTYNIHHUM Ta OE3MEYHMM CIIOCOOOM
BUIIPOOYBATH JOHTOOPJIUHT, IO TO03BOJISIE TPABISM BITUYTH aapeHAiH Ta HACOJOIY
BIJl ILOTO CHIOPTY 0€3 pU3MKY AJIs 30POB's Ta 3HAUHUX (DIHAHCOBHX BUTpAT.

BifcyTHiCcTh TOCTaTHROI KUIBKOCTI SIKICHUX ITOp Ha PUHKY. AHami3 ICHYIOUHX
pilIeHb MOKa3ye, N0 Ha PUHKY Hapa3i ICHye 0OMeXeHa KUIbKICTh BUCOKOSIKICHUX 1MOp
y KaHpi JOHrOOpAUHTY. binbiiicTe 3 HUX a00 3aHAATO MPOCTi, a00 HE BIAMOBIIAIOTH
Cy4acHUM BUMoOTaM 111010 Tpadiku Ta (izuku pyxy. CtBopeHHs rpu Ha 6a3i Unity, sika
BpaxoBYy€ TMEpeBard 1 HEIOJIKUA TMONEPETHUKIB, TO3BOJUTh CTBOPUTH 1HHOBAIIMHUN
IPOJIYKT 3 BUCOKOIO SKICTIO KOPUCTYBAIIBKOTO JTOCBITY.

Po3rnsiHyTI HW)K4Ye irpd BUKOPUCTOBYBaIM irpoBuil pymid Unity. Unity e
MOTY)KHUM ITPOBUM DpYIIiEM, SKUH BHUKOPHCTOBYETHCS IS CTBOPCHHS JBO- Ta
TPUBUMIPHUX ITOp, @ TAKOXK 1HTEPaKTUBHUX noAaTkiB. Unity 3a0e3neuye po3poOHUKIB
3pYYHUM CEPEJOBHUIINEM Il PO3pOOKH, sIKe BKIOYae B cebe (i3uKy, aHiMaIlio,
PEeHIEPUHT Ta 0arato iHIMX (YHKIIH, HEOOXITHUX IS CTBOPSHHS CydacHHX irop. [2]

OcHoBauMH niepeBaramu Unity e:

1. I'myukicth Ta miarpumka: Unity Ta OB’ s13aH1 3 HUM TEXHOJIOTIT MIHUPOKO

nommpeHi Ta 7o0pe miaTpuMytoThes. Lle Hamae po3poOHUKAM THYYKICTh
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y CTBOPEHHI 1rop 3 pi3HUMHU (DYHKIISIMU Ta AU3AHOM. 3aBASKH BEIUKIN
CHUIBHOTI KOpPUCTyBauiB Ta po3poOHuKiB Unity, 1i TEXHOJOTIT MaroTh
Oarato pecypciB Ta MiITPUMKH.

2. IlpuBabnuBa kpuBa HaBuaHHs: 11[00 mpamoBatu 3 Unity, HEe TOTpPiOHO
BOJIOAITH TJIMOOKMMH 3HAHHSIMH BCIX TE€pEpaxoBaHUX TEXHOJIOTIH.
HoBauku MOXyTh BUKOPHUCTOBYBAaTH BidyalibHuil 1HTepdeiic Unity mms
CTBOpeHHsI 0a30Boi rpu 6e3 koxy. JlocBimueHi pPO3pOOHUKHA MOXKYTh
BUKOPHCTOBYBaTH po3miupeHi MoxiauBocti Unity A  CTBOpEHHS
CKIAQAHUX 1 (YHKIIOHATBHUX 1TOP 3  YHIKQIBHUM  JU3aHOM.
Buxopucranns C# npu po3pobui rpu Ha Unity 103BOJSIE CTBOPIOBATU
Cy4acHi, IMHAMI4Hi, Bi3yaJlbHO MpUBAOJIMBI Ta 3py4HIi JJI1 KOPUCTyBaya
1rpH.

3. CninpHoTta: Unity Ma€e BEIUKY CIIJILHOTY PO3pOOHMKIB, sIKa Hajae 6arato
OE3KOIITOBHUX Ta IUIATHUX KYpPCIB, PECypciB Ta MIATPUMKHU. Tomy,
BUPIIIYIOUM 3aBJaHHS, JIETKO MOKHA 3HAWTHU BIAMOBIAL HA MOCTABJICHE
3alMTaHHS, W0 POOUTH MPOIEC PO3POOKH OuUTbIl e(EeKTUBHUM Ta

IIPUEMHUM.

1.2 Anani3 icHyl04nX NPOAYKTIB

Irpu B xaHp1 «JIOHTOOPJUHTY € AJOCUTDH PIAKICHUM SIBULIEM JJI IFPOBOI 1HTyCTPii
y 3B’SI3KY 3 HU3BKOIO O013HAHICTIO MO0 BIAMIHHOCTEH JOHTOOPAMHTY BiJ 3BUUAHHOTO
cketOopauury. Jljigs MOIIyKy ICHYHOYMX HPOAYKTIB OYyJI0 BUKOPHCTAaHO BeOCANT
itch.io.

Ha pucynky 1.1 mogaHo 3HIMOK €KpaHy TedMIUIeHOro mpoiecy rpu « Tanuki
Sunsety. BrpomoBx TeUMIIEHHOr0 MPOIECY BIIUYYTHO OCOOJUBOCTI MEXaHIKU
JOHrOOpAy Ta BHJHO CBOEPIAHY IiKaBy cTwmizamto rpu. Ilig vac reimruieitHoro
MpOIIECY MOXKHA CIrocTepiratu 0arato HasBHUX (QYHKIIA TPH, TakKi SK CBOEPITHE
KEpyBaHHS, 0COOIUBOCTI (hi3UKU Ta MPUBAOIMBHIA TeUMIUTICHHUI mporiec [3].

Jlo mepeBar ONMCAHOrO JOJaTKa MOXKHA BIJHECTH IIIKABHMM Ta CBOEPITHHMA

CTWJIb, IIUPOKUM CIEKTp MexaHIK. Takoxk He 001Huuiocs 6e3 MIHYCIB, cepell SIKUX



OJIMH 3 HaWOUIBIIMX — HEPEeaiCTUYHICTh KEPYBaHHA, aJ)K€ BOHA IO3MIIIOHYE cede
came sk rpa JIoHrOopauHr, ane OUIBIIICT, MEXaHIK TPH € 3aHAJTO apKaJHUMH Ta HE
MarTh HIYOTO CIUJIBHOTO 3 JOHTOOpPAMHIOM. TakoX 10 MIHYCIB MOXXHa BIJIHECTH
HaBKOJIMIITHE CEPEJIOBHINE, a/PKe BOHO MAa€ 3aHANATO SICKpPaBi KOJMBOPH 1 BHCOKHH

KOHTPACT, SIKHW MOK€ BUKJIMKATH HETaTUBHI BITUYTTS Y TPaBLIIB.

>

Pucynok 1.1 — 3HIMOK ekpaHy IiJ1 yac reidMIuieiiHoro nporecy rpu « Tanuki Sunset»

PosrnsHemo nuzaiin reimiuieiinoro mpoiecy rpu «Turn your Longboard into a
game controller», sxwit HaBemenuit Ha pucyHky 1.2. L1 rpa Mae yHIKaJIbHY
0COOJIMBICTh, KA POOUTH ii BUIALISETHCSA CEpPEel 1HIIMX — MOKJIUBICTh BUKOPUCTAHHS
BJIACHOTO JIOHTOOP/Y Y SIKOCT1 KOHTpoJsuiepa. Lle moaae rpi 0co6aMBOro mapmMy i Moxe
MPUBAOUTH JTIOOUTENIB JIOHTOOPAUHTY, OCKITBKH BOHU 3MOXKYTh BITYYTH CIPABKHIO
i3y Ha JIOHrOOPIi, KEPYHUX HUM IIij] yac rpu [4].

Cama rpa TakoX MO3UIIOHYE cebe siK rpa 3 Tematnkoro JIoHrOopauHr, ane ii
BI3yaJIbHUM NTU3aiiH 3HA4HO crpolieHnii. Bona He mae ckmanHux rpadiuaux edexTiB
a00 JeTai30BaHUX MOJICIICH, 1110 MOXKe OyTH SK IUTFOCOM, TaK 1 MiHYCOM, 3aJI€KHO BiJl

yno1006aHb TpaBiiB. OCHOBHOIO «PO3UHKOIO» TPH € CaMe€ MOXKIIMBICTh BUKOPUCTAHHS



BJIACHOTO JIOHTOOpJly Y SIKOCTI KOHTpOJUIEpa, 10 € 1HHOBAIIMHUM MiAX00M 1 MOXE
3HAYHO MOKPAIUTH IrPOBHI JOCBII.

Takum uymHoM, rpa «Turn your Longboard into a game controller» Mae
MOTEHIT1a] 3aBSKH CBOIM YHIKaJIbHIN 0COOJIMBOCTI, aje JJIsl JOCATHEHHS CIIPaBKHBOTO
yCHiXy HEOOXiTHO BJOCKOHAJIUTH ii Bi3yaJbHHM nu3aitH Ta reimiuieit. [le mo3BoauTh
MPUBAOUTH O1IbIIIE TPABLIB 1 3pOOUTH TPy OLIBII KOHKYPEHTOCIIPOMOKHOIO Ha PUHKY

irop.

y
I
[
|
I
I
1
|
I
[
|
[
I
[
|
|

Pucynox 1.2 — 3HIMOK eKkpaHy Tij] 4ac TeHMIUICHHOTO mporiecy Ipu « Turn your
Longboard into a game controller»

[Tpoanamnizyemo reiiMmiuiei Ta musaiin rpu «Skater-girl (2018)» [5] (puc. 1.3).
I'pa BUKOHAHA y MIHIMAJIICTUYHOMY JIU3aiHI, IKMH HE TEepEeHaBaHTAXye O4Yl IpaBlif,
refMIuiell MakCHMaJIbHO TPOCTHH, aje YacTKOBO PEATICTUYHUN, Yy TpH HEMae
OoCHOBHO1 «Pom3uHkuy», ska pobwna 6 ii BIAMIHHOIO Bif 1rop Mpo CKEUTOOPAMHT B

[1JI0MY. 3 TOJIOBHHX TE€peBar BapTo BUALUTUTH MIHIMANICTUYHUNA IWU3aiH IpH, IKUH € 11
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HaOUTbIIUM TUTFOCOM. Llelt au3aiiH 103BosIsie TpaBIsAM 30CEpEIUTUCS Ha caMiid Tpi, a
HE BiABOJIKATUCS Ha Apyropsiani getani. Kpim Toro, mpoctota rpadiku A03BOJsE Tpi
MpAaIlOBaTH TUIABHO HABITh HA MEHII MOTYXHUX MPUCTPOSX, 1110 POOUTH i1 JOCTYITHOIO
JUIS UpInoi ayauTopli. 3 HEAOJIKIB — BIJACYTHICTh IJII Ta 3arajibHE BIAUYTTS
HE3aBEPIIICHOCTI Y TpoekTa. ['pa Morma 6 3HAYHO BUTPATH BiJl JOJABAHHS YITKUX
3aBAaHb Ta JIOCATHEHb, sIKI O MOTHBYBAJIM IpaBliB NpoAOBKyBaTU rpatu. Kpim toro,
BBEJICHHS HOBHX PEXHUMIB Ipu ab0 JOJATKOBHX E€JIEMEHTIB, TAKMX SK KacTOMIi3arlis
nepcoHaka abo 3MaranabHI PEeKUMH, MOTJIO O 3poOHTH Tpy OLIBII 3aXOIUIMBOIO Ta
pizHoMaHiTHOIO. Takum uwmHOM, «Skater-girl (2018)» € mnpuemMHOIO TpoO 3
MIHIMQJTICTHYHAM JU3aiHOM, ajie¢ BOHA MOTpeOye NESKUX TOJIMIIEHb, 00 CTaTh
OUTBbII TPUBAOIMBOIO JJIsi MIMPOKOTO Koja rpaBliB. BaximBo, 1mo0 po3poOHHUKU
BpaxyBaJld BIATYKH TpaBIIB 1 J0AdaIM B TPy CJIEMEHTH, sAKI O MMABUIIAIN i

peirpabenbHICTh Ta 3p00uiH 11 ORI YHIKAIHHOIO Ha PHHKY IFOp PO CKEHTOOPIUHT .

Pucynok 1.3 — 3HiMOK eKpaHy Tij yac reiiMIUIEHHOrO nporiecy rpu «Skater-girl
(2018)»

Ha ocHOBI Bullle HaBEIEHUX XapaKTEPUCTHK OyJI0O CTBOPEHO TaOIMIIIO ITepeBar

Ta HEJIOMIKIB ICHYIOUHX PILIEHb 1 CTBOPIOBAHOTO MPOAYKTY.
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Tabmuis 1.1 — IlopiBHsUIbHA XapaKTEPUCTHKA 1ITOP

Hazga Tanuki Sunset | Turn your Skater-girl Po3pobnenmii
Longboard into | (2018) JI0JIaTOK
a game
controller

[lixaBicTh Tak Tak Tak Tak

TEUMILIEIO

Peanictuunictes | Hi Hi Tak Tak

TEUMILIEIO

I'padiuna Tak Hi Tak Tak

pUBaOJIUBICTh

Oco0OmBa Hi Tak Hi Hi

cxema

KepyBaHHS

I'padiune Tak Hi Hi Hi

MepeHaBaHTAXKE

HHS PiBHIB

OcHOBHA IIlJTb Tax Hi Hi Tak

BincninkoByBan | Tak Hi Hi Tak

HSI TIPOTPECY

TpaBIlsd

Ha ocHOBI npoBeieHOr0 aHalli3y ICHYIOUHX 1FOp Ha TeMY JOHTOOPAMHTY MOKHA
JTIATH BUCHOBKY, III0 CTBOPEHHS KOMII IOTEpHOI Ipu Ha TeMy «JIoHrOopauur» e
JOLIJIBHUM Ta Ma€ MpakTUYHE 3HAUEHHSI.

Taka rpa Oyne HampaBiieHa caMe B TedMITIEH Ta CUMYJISIIO BIMUYTTS KaTaHHS
Ha JIOHMOOp/l, a HE apKaJHICTh Ta OCOOJMBI CXeMH KepyBaHHs. Taka rpa Oyne
0e3ko1mToBHO. KitodoBMMH 0COOIMBOCTAMM CTBOpPEHHSI Tpu «JIOHrOOpauHI» €
HaJallITyBaHHS ITPOBOro iHTEpQeicy Ta MNPUIIJIEHHS YyBaru mig0o0py KOJIbOPOBUX
BiATIHKIB. HamamryBanHsi iHTepdelicy Ta piBHIB OyJe BUKOHAaHO 3 aKIEHTOM Ha
MPUBAOIMBUY JAW3aiiH Ta BUOIpP TapMOHIMHUX KOJBOPIB, 00 3a0€3MEUUTH BI3yaJIbHO
npueEMHUM 1rpoBUil J0CBiA. OCOOMMBOCTSIMH  pPO3pOOKM  CTaHyTh  HasSIBHICTH

CTHJIBHOTO Ta YHIKQJIbHOTO JAW3aiiHy, 0COOIMBOTO peaniCTUYHOrO FreiMILIEHO.
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1.3 ITocTanoBKa 3aaa4i JOCTITKEHHA

[TpoananizyBaBim iCHyI0U1 irpH *aHpy JOHTOOpauHT, Taki Ak «Tanuki Sunsety,
«Turn your Longboard into a game controller» Ta «Skater-girl (2018)», Oys10 BUsBICHO
KUIbKa CyTTEBUX AacleKTiB, 10 MoTpeOyroTh mokpaiieHHs. ['pa «Tanuki Sunset»
BUPI3HAETHCSA CBOIM I[IKABHUM CTUJIEM Ta IIUPOKUM CIEKTPOM MEXaHiK, MpoTe ii
KepyBaHHS € 3aHAATO apKAJHUM 1 HEPEATICTUYHUM Jis >KaHpPy JOHTOOpIUHTY, a
HABKOJIMIIIHE CEPEIOBHUINEC MAa€ 3aHAATO SCKpPaBl KOJIBOPH, IO MOXKE BHUKIHKATH
HeraTuBHI BIA4yTTA y TpaBiB. ['pa «Turn your Longboard into a game controller» mae
YHIKaJIbHY OCOOJIMBICTh BUKOPUCTAHHS BJIACHOTO JIOHTOOPLY SIK KOHTPOJIEpa, 0 JOJa€
il mapmy, mpoTe ii Bi3yaJbHHM AM3aliH € 3aHAATO CHOPOLIEHUM, II0 MOXE OyTH SIK
HepeBarolo, Tak i HEIOJIKOM, 3aJIeKHO Bija ymomo0aHb rpasiiiB. «Skater-girl (2018)»
B1/I3HAYA€THCSI MIHIMAJIICTUYHUM JU3alHOM, IO JIO3BOJISIE TPABISAM 30CEPEIUTHUCS HA
reiMIuiei, ane rpa norpedye T0AaTKOBUX 3aBjJaHb Ta €JIEMEHTIB, SIKlI O MIABUIIWIMN il
peirpadenbHICTh Ta 3pOo0WJIH 11 OUIBIN YHIKATBHOIO HA PUHKY.

Ha ocHOBI 11X BUCHOBKIB 0yJ10 c(hOpMyThOBAHO TaKi 3aBAaHHS JOCIIKCHHS:

[IpoekTyBaHHSI TPOrPaMHOTO  MOJIYJII  KOMIT IOTepHOiI Tpu. Po3poOka
apXITeKTYpu MPOTPAMHOTO MOMYJS JJsi TPU Yy >KaHpl JIOHTOOPAMHT, BH3HAYCHHS
OCHOBHUX KOMIIOHEHTIB TP Ta iX B3a€MOJil, MJIaHyBaHHS CTPYKTYPH Ta JIOTiKHA TPH.
Oco06nuBa yBara Oy/ie mpu/IiJieHa HaJallTyBaHHIO 1HTepdeicy Ta piBHIB 3 aKI[EHTOM Ha
MpUBa0IMBUI AU3aliH Ta FAPMOHIMHI KOJIbOPOBI BIATIHKH, 11100 320€3M€YNTH Bi3yaJIbHO
MPUEMHUN ITPOBUIA JTOCBI/I.

Peanizamisi komm’rotepHoi rpu «JIoHroopauar»y Ha 6a3i irpoBoro pymris Unity.
Bubip Ta HamamTyBaHHS IHCTPYMEHTIB po3poOKH A cTBopeHHs 3D rpu, peanizaiis
OCHOBHHMX KOMITOHEHTIB T'pH, BKIIOUAIOUX MOJEINI, aHiMarlii, (Gi3uKy Ta MEXaHIKy TpH,
3a0e3neveHHs] 1HTerpauli BCiX KOMIIOHEHTIB Y €JUHY CTaOlIbHY IIPOBY CHCTEMY.
OcHoBHa yBara Oyjie NpuU/IIJIeHa PETiCTUYHOCTI TeHMILICIO Ta BIIYYTTIO KaTaHHS Ha

JOHTOOPI.
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TecTtyBaHHS KOMII IOT€pHOI rpu. [IpoBeAEHHS NETaNbHOTO TECTYBaHHS T'PU JIA
BUSIBIICHHSI Ta BUIIPABJICHHS MMOMMIOK, 3a0€3MEeYeHHs] BUCOKOI CTaOIBHOCTI Ta SIKOCTI
KOPHUCTYBAIIbKOTO JOCBIAY.

TakuMm 4MHOM, JOCIIHPKEHHS CIPSIMOBAHE HA CTBOPEHHS SIKICHOTO MPOAYKTY Y
KaHp1 JIOHTOOPJMHT, IO BIAMOBIAATHUME CYYaCHHM BHMOTaM PHUHKY KOMII'IOTEPHUX

irop Ta 3a0€3MeUnTh KOPUCTyBadaM 3aXOILIIOIYUHN Ta CTa0lILHUM ITPOBUIMA JTOCBI/I.

1.4 BucHoBok

Bbyno oOrpyHTOBaHO JOLUIBHICTH pPO3poOKH Tpu «JIoHrOopauHr» Ha 0a3l
irpoBoro pymis Unity.

Byno mociimkeHo iCHyroudl KOHUENUli irop >kaHpy JIOHrOopauHr. Irpu sxaHpy
JIOHTOOPJIMHT 3a3BUYail MalOTh CIPOILEHE YIPABIIHHS, 110 POOUTH IX TOCTYITHUMU IJIs
IIUPOKOI ayIUTOpii, BKIIOYAIOUN JIITEH Ta JOPOCIUX. 3BAKEHO iX IUIIOCH Ta MIHYCH.
[Tpuknagom monyssipHOi rpu 1BOTO XaHpy € Tanuki Sunset.

Byno mpoBeaeHo aHami3 irpoBoro pyirs Unity Ta #Horo mopeyHICTh s

peanizalii rpu «JIOHTOOPAUHTY.
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2 MPOEKTYBAHHS IPOTPAMHOI'O MOJYJISI KOMIT IOTEPHOI I'PHU

2.1 IIpoexTyBaHHs iHTEepdeiicy KopucTyBaya

[aTepdetic kopucTtyBaua 11e TpadgiyHi €JIeMEHTH, K1 3a0e3MeUyI0Th B3aEMOJIII0
KOPUCTyBa4a 13 3acTOCyHKOM. IIleBHI BikHa, MEHIO, KHONKH € HaWYaCTIIIAMH
CKJIAJIOBUMU eleMeHTamu 1HTepdeiicy. OcHOBHA MeTa pO3pOOHUKIB, KOJIH MAEThCS TIPO
CTBOPEHHSI KOPUCTYBALBKOTO 1HTEp(dEicy — 3p0OUTH HOTO IKOMOTa (DYHKIIIOHAJIbHUM,
[IPH IbOMY YHUKAIOYH BTPATH 3PO3YMIJIOCTI.

Ockinbku equHoro 1atdopmoro rpu Oyne IIK, to mo yBarum Oyino B3STO
BUKJIIOYHO CXEMYy KEpyBaHHS 3a JOMOMOIOK KiaBiaTypu Ta Muml. B iHCTpykii
KopucTyBaua OyAe 3a3Hau€HO, IO Ipa HE MIATPUMYE BHUKOPUCTAHHSA I1rPOBOTO
KOHTpOJIepa.

Y mpomeci MpOEKTyBaHHA 1HTEp(EHCY BHUBEIEHO CIHCOK CXEeM, WIO0
BUKOPUCTOBYBATUMYThHCS i yac Horo ¢iHamizarii:

1. T'onoBHE MEHIO — OCHOBHE MEHIO IpH. JlaHe MeHIO0 HaJaBaTUME AOCTYH J0
HACTYITHOTO MEHIO Ta BUXOAY 3 rpu. CXeMy TOJOBHOTO MEHIO 300pa)K€HO Ha
pucyHky 2.1

2. MeHro BubOpy piBHIB — JaHE MEHIO OyJie BiJMOBIAATH 32 HABITALIIO TPaBL MiX
piBHsIMH. CXeMy MEHIO BUOOPY PIBHIB 300pa’K€HO Ha PUCYHKY 2.2.

3. Expan mepeMoru — Ha €KpaHi mepeMoru Oyae 300pa’keHO pe3yJbTaTH TPaBIIs.
CxeMy ekpaHy nepeMoru 300paxeHo Ha PUCYHKY 2.3.

4. ExpaH mopa3ku — i 4ac TEMMIUIEHHOTO MPOIECY TaKOX MOJKJIMBA MOpa3Ka,
micas  sKoi TpaBLHiO OyjAe 3ampoIlOHOBAaHO IMEPE3allyCTUTH piBEHb, ado
MOBEPHYTHUCS 7O TOJOBHOTO MeHio. CXeMy eKpaHy MOpa3Kud 300pakeHO Ha

PUCYHKY 2.4.
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Pucynok 2.1 — Cxema ronoBHOro MeHIO

Ha pucyHky 2.1 BiAnoBiHO:

1. HazBa rpu

2. Knomnka “Play”

3. Knomka “Quit”

MaxkcuManbHO  CHpOIIEHE TOJIOBHE MEHIO JI03BOJIUTH TPaBLEBI  JIETKO
OpIEHTYBATUCh B HBbOMY, L0 € YK€ BAXKJIMBUM JJIs 3PYYHOCTI KOPUCTYBAHHS Ta
3arajbHOTO 33J0BOJIEHHS BiJ Ipu. Take CpoIIeHHs CIpUsie TOMY, 10 HAaBITh HOBAUYKHU
3MOXYTh IIBHUJIKO 3HAWTH MOTPiOHI GYHKIIT 1 po3moyaTu rpy 6e3 3aTpuMOK. Takox,
MIHIMAJTICTUYHE TOJIOBHE MEHIO BUTJISIIATUME OUIBII CTHJIBHO Ta JOBEPIICHO, TOAAI0Un
Ipl Cy4aCHOTO BUIJISIAY 1 MIJKPECTIOIOUH 11 YHIKAIbHUHN Au3aiiH. MiHIMali3M y Au3aiHi
MOXK€ CTaTH Ba)JIMBOIO OCOOJMBICTIO, SIKa MPHUBEPHE yBary IpaBliB, fKi IIHYIOThH

€CTETUYHY MPOCTOTY 1 (PYHKI[IOHAJIbHICTD.

Takox, HEBeNMKa KUIbKICTh €JIEMEHTIB MIAKPECIIOE MOXJIHUBICTh BiATBOPEHHS
MEHIO B CE€perHI IrPOBOT0 CBITY JJIsI IEMOHCTpaIlii Tpadiku rpu 3 MEpIIOro 3aImycKy.

Ile o3nauae, MmO TpaBelb 3MOXE BiApazy 3aHYpPUTHUCh y aTrMocdepy TpH, He
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BIJIBOJIIKAIOYKMCh Ha CKjIadHl iHTepdelicu. BiaTBOpeHHS MEHIO B CEpeIMHI 1IrpOBOTO
CBITy MOE€ TaKOX JOMOMOITH TMOKa3aTh rpadiduHi MOXJIMBOCTI TPU Ta 3aTydUTH
IpaBls 3 MEPIIUX CEKyHJ. Takui MiaXid T03BOJIIE CTBOPUTU OUIBII IHTETPOBAHE 1
rapMOHiiTHE irpoBe CEPEIOBUIIIE, 1€ MEHIO € YaCTHHOIO 3arajlbHOTO irpOBOTO JAOCBITY, a
HE OKPEMHUM E€JIEMEHTOM.

TakuM YMHOM, MaKCHMAaJbHO CIIPOINECHE T'OJIOBHE MEHIO 3 MiHIMaTiCTUIHUM
IU3aiHOM 1 JIOJIaTKOBUMHU aHIMAIlMHUMU e(deKTaMu MOXKe 3HAYHO MOKPALTUTH
KOPHUCTYBAITLKHUI TOCBIJI, POOJISIYN HOTO OUTBIIT 3pYyYHUM, CTHIIBHUM Ta IHTEPAKTUBHUM.
BiaTBopeHHs MEHIO B CepeauHl ITPOBOTO CBITY JOJATKOBO MiAKpecItoe rpadidHi

MOXJIMBOCTI I'PH 1 I0TIOMAarae rpaBIsiM IIBUAIIE 3aHYPUTHUCH Y 1i aTMOochepy.

[ ]

1

Pucynox 2.2. — Cxema MeHIO0 BUOOpY PiBHIB

Ha pucyHnky 2.2 BiANOBIIHO:
1. Tlanens piBHIB

2. Knormka nepiioro piBHs
3. Kuomka apyroro piBHs

4. KHormka TpeTboro piBHs
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5. Kuomnka IMOBCPHCHHA 1O I'OJJOBHOI'O MCHIO

Pucynok 2.3. — CxeMa ekpaHy nepemMoru

Ha pucyHky 2.3 BiANOBIIHO:
Hammc “You’ve got a *na3Ba megami™* medal!” / “No medal”
Yac rpasus

Yac 30510T01 Mema

1
2
3
4. Yac cpiOHoi Megami
5. Yac O6poH30BOi Menali
6. Haiixpamuii yac rpaBus
7. Hanwuc mnng masirarmii gami

BuBenenns, sky came Menanb OTpUMaB KOPUCTyBad 1 4YaciB, sSKi HEOOX1THO
MOOWTH JIsl KOXKHOI MeJai, MiJBUILYE PeirpadeibHICTh TPU INUIAXOM HaJaBaHHS
KOPHUCTyBaueBl MeTH 1 Oa)kaHHS MOKPALIUTH CBIM 4Yac, 0 B CBOI 4Yepry 30UIbIIYeE
TOBXHHY 1rpoBoi cecii. Takuii miaxig He TITLKH MOTUBYE T'PABIiB HAMATraTUCS JTOCATTH

KpallluX pPe3yjbTaTiB, ajie¢ ¥ CTBOPIOE 3MarallbHUM €JIEMEHT, KU MOXE 3aly4duTd

OlibIIIe KOpUCTYBadiB. BIpoBaKEHHsI CUCTEMHU MeAayiell TaKoXX J03BOJISE€ TPaBIsIM
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BiTUyBaTH TMPOTPEC 1 MOCSITHEHHS, M0 € Ba)XJIMBHUM AacCIeKTOM s 30epeKeHHs
1HTEpecy A0 TP MPOTATOM TpUBaioro dacy. Kpim Toro, nogaBaHHs OHJIANWH-TaOMUII
JigepiB, € KOPHUCTyBadi MOXKYTh IOPIBHIOBATH CBOi pe3yJbTaTH 3 pe3yJbTaTaMu
IHIIMX TPAaBIIB, I OIbIIE MIJCUINTh KOHKYPEHTHUM yX 1 CTUMYIIOBAaTUME YacCTIIII

IMOBCPHCHHA A0 I'pH.

Pucynok 2.4. — Cxema ekpaHy nopa3ku

Ha pucyHnky 2.4 BiANOBiAHO:
1. Hamuc mpo nopasky

2. Hammc g gasirami gami

2.2 TIpoexkTyBaHHS aJITOPUTMY POOOTH NMPOrpamMu

Anroputm po6otu 3D Bigeorpu kaHpy “TOHTOOPIMHI” TOYHUHAETHCS 3 TOSBU
rpaBIlsd Ha piBHI. [)paBenb MOke BUTLHO pyxaTucs 1mo piBHiO. Komu rpasers nepetnHae
Tpurep crapt/(iHinry, TO 3amycKaeTbcs TalMep, SIKUW BIICHIAKOBYE TNEpEeTHHAHHS
TPUTEPiB YEKMOIHTIB. [ 0JIOBHOIO HEOE3MEKOI € KOHTAKT 31 CTIHOIO MPHU SIKOMY T'PaBeIlh

porpae.
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ITicnst mepeTwHy BCiX YEKIOIHTIB, TpaBellb TMOBUHEH TIEPETHYTH TPUTEP
cTapT/(iHimry, o0 3aKiHYUTH PiBEHb Ta OTPUMATH €KpaH MEePEMOTH.
biok-cxemy anroputmy po6otu 3D Bifeorpu xkaHpy “JIOHrOOpAUHT” 300paKeHO

Ha PUCYHKY 2.5

Moyatok

Pyx rpaeUR

pagele zauenue cTiHy?

pagels NepeTHYE CTapT/@iHIW?

Movatok Tadmepa

<
paselle NePETHYB HACTYNHIA OJ
YEKIOIHT?

Lo. Lle oCTaHHii YeknoiHT?

3ynuHEa TafMepa

l

Mopa3ka Mepemora

Hineus

Pucynox 2.5. - biok-cxema anroputmy po6otu 3D Bigeorpu kaHpy “TOHTOOpIUHT

DyHKIIOHAIbHA MOJIEJIh MIEPCOHAXKA 300pakeHa Ha pPUCYHKY 2.6.



INpOEMIA NepCoHaR

BuxopucTaHHRA
DUCTPOIE BEEOEHHS

h

MepemilleHHA (pyx
rpaeLA)

|
. . . i
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MosopoT Nisopyy pPUCKOpEHHA EnoBinsHeHHR MosopoT Npasopyd

Pucynok 2.6 — dyHkirioHanbHa MOJIEIb IEPCOHAXKA

Ha ¢ynkiionanbHii Mojieni mepcoHaka BUBEJIEHO YC1 MOTEHITIHI BUOOpH, TI10
HaJIal0ThCA TPaBIIIO 1] Yac irpoBoi cecii, a came:
1. TlpuckopeHHs Ta BIOBUILHEHHS,

2. TloBopoTH JIIBOPYY Ta MPABOPYHY.

2.3 IIpoexkTyBaHHs1 MojeJi peatizauii irpoBoi cucreMu

[Ticnst BX0my Ha irpoBY CLIEHY, MOAYJIb OOPOOKH KOHTPOJIIO TIEPCOHAXKEM
OOMIHIOETHCSI JAaHUMH 3 HEIO Ta MOJIyJieM 00poOKH it rpaBiisi. Moayas 00poOKH Jiiid
TpaBIlsd HaJa€ HEOOXIIHI JJaH1 ay/110 MOIYJIIO Ta OOMIHIOETHCS 3 MOAYJIEM TaltMepy Ta
MOJIYJIEM >KUTTSI rpaBlsd. Moaysb )KUTTS rpaBls HAJA€E J1aHl IrpoBiil ciieHi. Moy b
TaliMepy HaJla€ AaHi IrpoBii CIIEHI Ta MOYJIIO TIepeMoru. Mo TyIib IepeMOTH Hala€e

naHi irpoBii cueHi. Ha pucynky 2.7 300paxkeHO MOZeNb peanizalii irpoBoi CHCTEMH.



.

Irpoea cueHa e

h

Momgynes oOpodm
KOHTDOMN
MEPCOHEHEM

I

h

Aygio Mogynk

Y

Mopynt o0poden gin
rpaeuA

A

h

Mooyne ¥MTTA
rpaeus

2.4 TIpoeKkTyBaHHS irpoBOro HMKJIY

JliarpamMa irpoBOro LMKJIY € BI3yaJlbHUM B1AOOPAKEHHSIM OCHOBHOTO LIMKITY
dbyHK1IOHYyBaHHs irpu. BoHa BKa3ye MOCIiIOBHICTh Ta B3aEMOJIII0 MK OTEpaIlisiMH, SKi
BiZIOYBAIOTHCS B IPi BiJl MOMEHTY 3aITyCKy irpoBoi cecii 1o MOMEHTY ii 3aBeprieHHs [7].

OcHOBHAa MeTa JiarpaMH IrPOBOTO IIUKIY - TIOKa3aTH, SK ITPOBHM Py
OTpaIlbOBY€ BBEJIEHHS BIiJ TpaBlsi, OHOBJIIOE CTaH T'PHU, OTPUMYE Ta IeEpeAae HaHi
IrpOBOMY CBITOBI Ta BiJ0Opaxka€ OHOBJIEHUM cTaH Ha ekpaHi. Ls giarpama HeoOXinHa
JUTSL PO3YyMIHHSI pOOOTH TPU Ta BUKOPUCTOBYETHCS YCiMa, XTO MPAIFOE HAJ TPOIO Bij

PO3POOHUKIB 0 TEXHIYHMX apXITEKTOPIB JUIsl aHAI3y Ta BIOCKOHAJIEHHS ITPOBOIO

nporecy [7].

3a3Buuail giarpaMma irpoBOro MUKy BKIIFOYAE TaKi €TAIH:

Mogyne TaimMepy

Mooyne nepemord

Pucynok 2.7 — Moaenb peanizaliii irpoBoi CUCTEMH
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1. IlepeBipka BBOmy: I'pa mepeBipse Oyap-iKe BBEJIEHHS KOPHUCTyBauya.
Haityacrime 1e HaTUCKaHHA KJaBill 4d pyx mumii. L{eil eran € KpUTUYHO BaKIMBUM,
OCKIJIbKHM JIO3BOJISIE TPABIIEBl B3a€EMOJIATH 3 TPOIO B peadbHOMY uaci. BBeaeHHs
KOPHUCTYBaua MOX€E BKIJIIOUATH TAKOK BUKOPHUCTAHHS TeiiMmazna ado 1HIIMX MPUCTPOIB
BBEJICHHSI, 1110 JI0/1a€ PI3HOMAHITTS MOKJIMBOCTEHN JJIs KEPYBaHHSI TPOIO.

2. OHOBIIEHHS CTaHy rpH: ['pa OHOBIIIOE CTaH BCIX 00'€KTIB Y CBITI I'pU, TAKUX SIK
pYXu TpaBlls, BiJoOpaskeHHs aHiMalid, ¢izuyHi oOpaxyHKH B3aemonii Ttomio. lle
O3Hauae, 10 KOXEH 00'€KT y Ipl pearye Ha BBEJEHHS KOPUCTyBaua Ta I1HII MOALI, 10
BiIOyBaloThbes y Tpl. Hampukiaa, BOporu MOXKyTh NEpPEeCyBaTHCh Yy BIJIMOBIIb Ha il
IpaBIl, @ HABKOJIMIIHE CEPEIOBUILE MOKE 3MIHIOBATUCH 3AJIEKHO BlJ yacy abo moaiil y
rpi.

3. 3MiHa ctaHy rpu: ['pa mepeBipsic yMOBH ISl 3MIHU CTaHy TpU, TaKl K KOJ131s
13 MEPEIIKO/I0I0, BUKOHAHHSA 3aBJaHHA ToIlo. Ha 1ioMy eTami BU3HA4arOThCs KITFOYOBI
nojii, sIKl BIUIMBAIOTh HAa PO3BUTOK Tpu. Hampukiaza, sKIio rpaBellb 31ITOBXYETHCS 3
BOPOTOM, Tpa MOXE 3MEHIIUTU KUIbKICTh HOTo 370pOB'st ab0, SIKIO IpaBellb JOCSATaE
MEBHOT TOYKH Ha KapTi, 11 MOKE BUKIIMKATH IMOYATOK HOBOI MICIii UM PiBHS.

4. BimoOpaxenHnsi rpadiku: I'pa oHOBIIO€e TpadiyHe BUBEICHHA HA EKpaHi,
BIJI0OpaXkatouM OHOBJICHHWI CTaH TIpu rpaBuesi. Lleil eTtan BkiIro4ae peHIEPUHT BCIX
00'eKTIB 1 CIIEH, 1100 TpaBelb MIT OAYUTH Pe3yJbTAaTH CBOIX 1M 1 MOTOYHHI CTaH TPH.
Ile moke BKJIFOYATHM OHOBJICHHSI aHIMallild, 3MiHYy OCBITJICHHS, B1IOOpa)K€HHS HOBUX
€JIEMEHTIB 1HTep(deicy TOIIO.

Jliarpama irpoBOTO IHKITY - 11€ BaXXJIMBHM 1HCTPYMEHT JJISI PO3POOHUKIB, SKHIA
JoTIoMarae iM Kpaiie po3yMmiTH Ta KepyBaTtu poOoToro rpu. Bona npeacrasisie co6oro
Bi3yaJibHEe 300pakKeHHS OCHOBHHMX €TalliB 1 TPOIECIB, SKI BIAOYBAarOThCS TIiJ dYac
BUKOHAHHSI TPH, BKIIOYAIOUH 1HIIIaTi3a11if0, 00pOOKY BBEICHHS, OHOBJICHHS CTaHy TpU
Ta peHAEepUHT Ipadiku. 3aBIsSKHU Alarpami iIrpoBOro MUKIY, pO3POOHUKH MOXKYTh JIETKO
i1eHTU(IKyBaTH BYy3bKI MICIS, ONTHMI3yBaTH MPOAYKTHBHICTb Ta 3a0€3MeUUTH
IJIaBHUM 1TPOBUHM JTOCBiA IS TpaBIiB. [le 0coO0MMBO BaXXJIMBO B YMOBaX CKJIaJIHUX
Cy4YaCHHUX Irop, /i€ KOOpJHHALIs MK PI3SHUMU KOMIIOHEHTaMHU Ta CHCTEMaMu Tpae

KITFOYOBY POJIb. 300paskeHHs AlarpaMu 3HaXOAUThCA Ha PUCYHKY 2.8
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'| IrpoB MIA pywii U nity

Y

Mepesipka BBEAEHHA

OHOBNEHHA PABLA
Ta 06K TiB

v v

CTamyHi 00'6KTH OHUHAMIYHI 0G'EKTH

v

Mepesipka ¢ TaHy rpu

A

BinoGpaeHHs
rpadiku

Pucynok 2.8 — [liarpama irpoBoro mukiy

2.5 BucHoBok

Y npyromy po3nauti TUTIOMHOI po6oTu Oyj0 CHPOEKTOBAHO KOPUCTYBAIlbKUI
iHTEepdeic, po3podiaeHo aroput™ GyHKIIOHYBAaHHS T'PH, CIIPOEKTOBAHO ITPOBUM LIUKII
Ta CTBOPEHO JCTAIbHY MOJIEIh peatizalilii irpoBoi CUCTeMH I KOMIT I0OTEPHOI Tpu
«JIoHrGOpIUHT.

[Ipoliec mnpoekTyBaHHS KOPUCTYBalbKOro iHTepdeiicy Oyino mnoyato 3
BHU3HAUEHHS KJIIOYOBHX €JIEMEHTIB, 1110 3a0€3MeUy0Th IHTYITUBHUM JOCTYH 10 (QYHKIIIH
rpu. Ha nipomy etami OyJio CTBOpEHO MakeTu iHTepdeiicy, Kl 3a0e3MeuyoTh 3pyUHy

B3a€EMO/IiI0 KOPUCTYBaya 3 Irporo.
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CTBOpEHHS aIropuTMy poOOTH T'pH BKIIOYAIO PO3POOKY MexaHI3MIB 0OpOOKH
Iiil TpaBuUs Ta YNpaBMiHHS IrpoBUMH moAisiMu. OCHOBHUN alroputMm 3alesnedye
cTablapHy POOOTYy TPHU Ta BHCOKY IPOJYKTHUBHICTH 3aBASKH €(HEKTUBHUM METOJaM
00poOKM JaHUX Ta KepyBaHHS pecypcamu. BiH BpaxoBye pi3HI IrpoBi cCIieHapii,
BKJIIOYAIOYW BUIIQIKOBI IMOAIT Ta JUHAMIYHI 3MiHHM ITiJ] 9ac Tpu [8].

[IpoekTyBaHHsI IrpOBOr0 IIMKJIY OXOIUIIOBAJIO BCl HEOOXiJAHI cTaaii BiAg
1HiIlami3amii rpyu 10 3aBeplIeHHs cecii. BU3HaueHo KJII0YOBI eTamnu, Taki sIK MOYaToK
rpu, ocHOBHa (ha3a, 0OpoOKa 3ITKHEHb Ta 3aBEPIICHHS I'PH, 0 3abe3neuye HITICHICT
IrpoBoro npotecy. IrpoBuil UK po3po0IIeHO TaK, 100 3a0€3MeYnTH MJIaBHUH Hepexin
MDXK PI3HUMH €TallaMy IpU Ta MIATPUMYBATH IHTEPEC IPABI IPOTATOM YCIET Cecli.

CtBOpeHHsT MoOJeni peamizaiii 1IrpoBoi CHUCTEMH BKIIIOUAJO  PO3POOKY
CTPYKTYPHUX KOMIIOHEHTIB TpH, iX B3a€EMOJII0 Ta IHTerpaimito. Bukopucranhs
00'€eKTHO-OPIEHTOBAHOTO MIIXOAY /10 PO3POOKH T'pU AO3BOJMIO CTBOPUTU THYUKY Ta
MmaciTaboBany cucreMy. lle 3abe3nedye MOXKIHMBICTH MOAAIBIINX Moaudikaimiii 6e3
HEOOXI1THOCTI MOBHOTO MEPENPOCKTYBaHHS CUCTEMHU.

Ha npomMy etarii Takoxx OyJi0 MpOBEEHO TECTYBAaHHS OKPEMUX KOMIIOHEHTIB TPy
TUTst 3a0€3MeUeHHS 1X MPaBHJIbHOT pOOOTH Ta 1HTErpallii y 3arajibHy cuctemy. BusBieni
MOMUJIKM OyJIM IIBUAKO BUIIPABJICHI, 10 3HAYHO MIABUIIWIO CTaOUIBHICTh Ta
HaJIAHICTB ITPOBOi CHCTEMHU.

Pe3ynbTaT 1OTO PO3JINTY CTBOPIOIOTH MIIHUN (PyHAAMEHT MJis1 TOAAIBIIOI
po3po0KH Ta peainizallii rpu. BoHu 3a0e3meuyroTh BUCOKY SIKICTh KIHIIEBOTO MPOAYKTY
Ta 3a/I0BOJICHHS BUMOT KOPUCTYBayiB, CTBOPIOIOYH KOHKYPEHTOCTIPOMOXHHUM MPOIYKT
Ha PUHKY 1rop. 3anpornoHOBaH1 PIIEHHS JA03BOJIAIOTH CTBOPUTH TPy, siKa OyJe I1KaBOIO
Ta 3aXOIUTIOIYOI0 JUISi MTUPOKOTO KOJja TPaBIliB, 10, Y CBOIO YEPry, CIPUATUME il

MOMYJISIPHOCTI Ta YCIIXy Ha PUHKY.
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3 PO3POBKA KOMIT'IOTEPHOI I'PU «JIOHT'BOPJIUHI » HA BA3I
IT'POBOI'O PYHIIA UNITY

3.1 Anaui3 MmoB nporpamyBanus ta IDE

C# OyB BuUOpaHMii i1 JAHOTO MPOEKTY 3aBJSIKKM MOr0 YHCIIEHHUM IiepeBaram y
po3pobui irop 3 BukopuctaHHsM Unity. Ockinbku Unity BukopuctoBye C# sk
OCHOBHY MOBY IIporpaMyBaHHs, II¢ 3a0e3reuye Oe370raHHy I1HTErparfiio 3 IrpOBUM
pylIieM Ta AOCTYN A0 NOTYyXKHUX APl 1mo 3HauHO crHpolye peasizaliio TaKux
¢yHKUIA, K (i3MKa, aHIMalisg Ta yOpaBiiHHSA BBeIeHHAM. Tomy C# € HalOLIbII
ONTHUMI30BaHUM Ta MIATPUMYBaHUM BapiaHToM Jij1st pobotu B Unity [9].

Cuntakcuc C# € OpocTUM 1 3p03yMIIUM, IO MOJIETIIY€E HOTO0 OCBOEHHS HABIThH
HOoBaukaM. lle 103BoJisie pO3pOOHMKAaM HIBUAKO PO3MOYaTH poOOTY HaJ MPOEKTOM 1
3ocepeauTrcs Ha (yHKIIOHAIBHOCTI Tpu. CTpora Tumizailis Ta maTpuMKa 00'€KTHO-
opieHToBaHoro mnporpamyBanHs (OOII) pgomomaraioTh MUCAaTH CTPYKTYPOBAaHMIA,
yuTaOENbHUN Ta JETKUH Y MATPUMII KOJI.

[Ipocrota y BuBYeHHI Ta BukKopuctanHi: C# — 1€ BHCOKOpIBHEBa MOBa
nporpamyBaHHsi 3 0arator0 (yHKI[IOHQJIBHICTIO Ta 3pYYHOI CHHTaKCUYHOIO
CTPYKTypOIO. i Jermie BUBYUTH, Hixk 6araTo iHIMX MOB, Takux Kk C-++ abo Java, 1m0
poOUThH 1i AOCTYMHOI ISl MOYATKIBIIB. 3aBISKU CTPOTIA CTPYKTYypl Ta HasBHOCTI
aBTOMAaTUYHOTO  ympaBiiHHA mnaMm'satTio  (garbage collection), C# no3Bomsie
PO3pOOHUKAM 30CEpPEAUTHCS Ha JIOTIII TPH, a HE HA TEXHIYHUX JCTAJSIX YIPaBIiHHS
pecypcamu.

[TopratuBHicTh 1 Kpocmiarpopmenictb: C#  103BOJIIE  CTBOPIOBATU
KpocriaTpopMeHi 1rpu, sKi MOXKYTh OyTH 3amyIieHi Ha pPI3HUX MPUCTPOSX 1
onepauiiHux cucremax. 3aasku Unity, rpu, Hanucani Ha C#, MOXyTb OyTH
ekcroptoBadi Ha 1iatdopmu, Taki sk Windows, macOS, Linux, i0S, Android, 1

HaBiTh Ha KoHcomi, Taki sk PlayStation, Xbox Ta Nintendo Switch. Ile nae



25

MOXJIMBICTh OXOMHUTH IIMPOKY ayJAUTOPIIO TpaBIliB 0€3 HEOOXITHOCTI MEepenucyBaTH
KOJ JUIsl KOSKHOT MIaTGopMHu.

Bucoka mnponyktuBHicTh: C# 3a0e3nedye BHCOKY NPOIYKTHUBHICTH 3aBISKU
koMnuisiii y npomixauit ko (IL), sikuit Bukonyerbest B cepenonuii .NET. Cy4dacHi
KoMImiyiaTopu Ta cepemoBuma BukoHaHHsS (CLR) onmTtumi3yioTh BHKOHAHHS KOMY,
3a0e3neuyroun BUCOKY HIBUIKICTh POOOTH irpoBux noaatkiB. Kpim toro, Unity Hamae
MOXKJIMBICTh OINTHMI3allll Tpyu Ha piBHI Tpadiku Ta (I3UKH, MO JO3BOJSE JIOCATTH
BHCOKOT SIKOCTI IrpOBOTO MPOIIeCy HaBITh Ha MPUCTPOSIX 3 0OMEKEHUMHU PeCypcaMu.

[upoxi moxnuBocTi 610110TeK Ta pperiMBopkiB: C# Mae OaraTy eKOCHUCTEMY
010110TEK Ta GPEUMBOPKIB, SIKI MOKYTh OyTH BUKOPHUCTaH1 AJis1 po3poOku irop. Kpim
Unity, icHytoTh iHIII HOmyJspHi (peidMBOpkU, Takl Ak MonoGame, sKI TakKoX
niaTpuMyoTh C# 1 J03BOJIAIOTH CTBOPIOBAaTH BHCOKOSIKICHI 1rpoBi jomatku. L1
010J110TEKH HAJAlOTh LIMPOKHUI CIEKTp IHCTPYMEHTIB i poOOTH 3 rpadikoro,
3BYKOM, MEPEXKEI0 Ta IHIIMMH acCleKTaMu IrpOBOTO IMPOILECY, 10 3HAYHO IOJIETIIYE
PO3pOOKY.

[TinTpmka 00'€eKTHO-OpIEHTOBAHOIO IporpamyBaHHs: C# miaTpuMye 00'€eKTHO-
opientoBane nporpamyBanHs (OOII), mo g03BoJISIE PO3POOHMKAM BUKOPHUCTOBYBATH
MPUHIIMIIKA MOTYJIbHOCTI, TOBTOPHOTO BUKOPUCTAHHS KoMy Ta iHKancymsii. Lle myxe
KOPHUCHO TP po3po0Ili BETUKHX 1 CKIAJHUX 1TOP, 1€ BAXKJIUBO 30epiraTu KOl YUCTUM 1
opranizoBanuM. OOII Takoxk mMoJyeriye KOMaHAHY pOOOTY, OCKUIBKH Pi3HI YaCTUHU
I'pU MOXKYTb OyTH pO3p0o0JIEHI OKpEMUMH KOMaHJaMH, a TIOTIM IHTETPOBaH1 y €IUHUMN
MIPOEKT.

[linTpumMka acuHXpOHHOTO mporpamyBaHHsa. C# Mae BOyIOBaHy MiATPUMKY
ACMHXPOHHOTO NPOrpaMyBaHHs 3a JOMOMOTOI0 KIIOUOBHMX CIIB async i await. Ile
703BOJISIE  €(PEKTUBHO  YMPABIATH ACUHXPOHHUMH  OMEpallisiMd, TaKUMH 5K
3aBaHTaXEHHSI PECypciB, MEpPEKEB1 3alUTH Ta IHIII omepalii BBOJIY-BUBOIY, 0e€3
OJIOKyBaHHS TOJOBHOTO TOTOKY TpH. 3aBISKH I[bOMY MOXHAa CTBOPIOBATH OiIbII
YyiiHI Ta MJIaBHI IrPOB1 TOJATKH.

[ToryxHe cepenoBuiie po3poOku: Po3poOka irop Ha C# 3a3BrUuail 311HCHIOETHCS

3a JIONOMOTOI cepenoBuia po3podoku Microsoft Visual Studio a6o Rider Bia
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JetBrains. 1li IDE HamaoTh IMMPOKUN CHEKTP I1HCTPYMEHTIB JJid HAamMCaHHSA,
HAJIAroJDKEHHs] Ta TECTyBaHHS KoAy. Bonu minrpumyrors iHTerpamito 3 Unity, mio
poouTh mpoliec PO3poOKH OUIbII 3pyYHUM Ta e(PeKTHBHUM. HasBHICTH TaKux
iHCcTpyMeHTiB, Ak IntelliSense, qomomarae po3poOHMKAM IMIBUJKO MHCAaTH KOJ Ta
3MEHIIYBAaTH KUIbKICTh IOMHUJIOK.

[aTerpoBane cepenosuine po3pooku (IDE) € BaxiuBUM 1HCTpyMEHTOM, Ha
AKOMY PO3pOOHHMKHM TpamioloTh I HamucaHHS koxy. |IDE  3a0e3medyrorh
O6araToyHKIIOHAIbHI TEKCTOBI PEAAKTOPH 3 MOXKIUBOCTSMH  HaJallITyBaHHS
IJIariHiB, BCTAHOBJIEHHA HEOOXIAHUX O10J10TEK, HAJAINTYBaHHS TrapsyuX KJIaBill
tomo. Taki MOXIMBOCTI MPOTPaMHOTO CEPENOBHUINA JOMOMAralOTh IIBUIKO
CTBOPIOBATU MpoTrpaMHi NpoAykTu. s po3podbku rpu Oynu obpani Visual Studio
Code Ta Unity Hub.

Visual Studio Code (VS Code) — e 0e3KOMTOBHHMIA, JISTKHH Ta pO3IIHPIOBAHHUN
penakTop koay, po3pobienuii Microsoft. BiH MIMpOKO BUKOPHUCTOBYETHCS SK IS
dbpoHTeH, Tak 1 st OEKeH ] PO3pOOKU 3aBISIKH CBOIM MOTYXHUM (DYHKIIIOHAILHUM

moxxmuBocTsIM. [10] Bikao pepakropy VS Code moka3aHo Ha pucyHKy 1.4.

lni6Coll Spacssd UTFE CRF ¢¢ @ O

Pucynok 3.1 — 3aranpHuil BUTIsA iHTEpPEHCHOTO BiKHA

nporpamuoro npoaykry VS Code
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Ocnosni nepesaru Visual Studio Code:

PozmmproBanicts: Visual Studio Code minrpumye Benukuii Habip pO3LIUPEHbD,
SK1 JTO3BOJISIIOTH PO3POOHWKAM A07aBatu (yHKIIOHAT 3a ToTpeboro. Bix miaTpumku
PI3HHX MOB IpOTrpaMyBaHHS JI0 IHTErpallii 3 CUCTeMaMH KOHTPOJIIO Bepcii, sk-oT Git,
VS Code nerko agantyeTbces mil Oyb-sIKi 3aBIaHHS.

Boynosanmit Tepminan: VS Code mae BOyIOBaHHME TepMiHa, IO J03BOJISIE
pO3pOOHMKAM BHKOHYBaTH KoMaHAu Oe3mocepenanno 3 IDE, mo 3HayHO mosermnye
pobouuii mporec.

IntelliSense: s ¢yHkiis 3a0e3nedye 1HTEICKTyalbHy aBTOAOINOBHEHHS KOIY,
[0 BKJIFOYA€E 3aBEPIICHHS] CUMBOJIIB, MiJIKa3KK (PYHKIIIH Ta pedaKTOPUHT, 110 3HAYHO
M1JBUILY€E MPOAYKTHUBHICTb.

Debugging: VS Code Mae BOy/OBaHI IHCTPYMEHTH JJisi HAJaro/PKCHHS KOJY,
110 JT03BOJIsIE €PEKTUBHO 3HAXOAUTH Ta BUMPABIISTH IIOMUJIKH.

Unity Hub — 1ie odimiitanii menemkep npoektiB Big Unity Technologies, sikuit
BUKOPHUCTOBYEThCS JIJIsl OpraHizailii, ynpasiiHHs Ta 3amycky mpoektiB B Unity. [11]

Bikno pegakropy Unity Hub nokazano Ha pucysky 3.2.

B
]
5]
B
]
]
B
B
B
-]
L]

Pucynok 3.2 — 3aranpHuii BUTIISI iHTEpPEHCHOro BIKHA

nporpamuoro npoaykry Unity Hub
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OcHoHi rrepeBaru Unity Hub:

VYmpasaiaas npoektamu: Unity Hub mo3Bossie J1eTko CTBOPIOBATH, BIAKPUBATH
Ta OpraHi3oByBaTH NpoekTH. Lle 3pydHO s pO3pOOHMKIB, SKI MPAIIOIOTh Ha
KUJIbKOMa IIPOEKTaMHU OJTHOYACHO.

Iacransis Bepcid Unity: Unity Hub no3Bosisie BCTaHOBIIIOBATH Ta KEepyBaTH
KuibkoMma BepcisiMu Unity, 0 BaXJIMBO JIJIi CYMICHOCTI PI3HUX MPOEKTIB 3 PI3HUMHU
BEPCIAMH PYILIs.

Hoctyn o nokymeHTalli Ta HaBuainbHUX MartepiaiiB: Unity Hub 3abe3neuye
MIBUAKANA JIOCTYN JO JOKyMEHTAIlli, TyTOplajiB Ta HaBYAJIbHUX MaTepiajiB, IO
MOJIETTIIY€ TIPOLIEC HaBYaHHS Ta OCBOEHHS HOBUX (yHKII1H Unity.

Komannna po6ota: Unity Hub minrpumye iHCTpyMeHTH A KoJ1abopailii, Taki
gk Unity Teams, 1110 103BOJISIIOTH PO3POOHUKAM CIIUIBHO MPAIIOBATH HAJ MPOEKTAMH,
CUHXPOHI3YBaTH 3MiHU Ta 30€piratu Bepcli MPOEKTIB y XMapl.

[arerparis 3 Visual Studio: Unity Hub inTerpyerscs 3 Visual Studio ta Visual
Studio Code, 1o A03BOJIsIE BUKOPUCTOBYBATH iX SK OCHOBHI PEJAKTOpH KOAY MJis

npoekTiB Unity, 3a0e3neuyroun €IuHuid poOoUHii mporiec.

3.2 Po3pooka 3D mopaedeit

Ha piBHiI 3 anropuTMaMu Ta MeEXaHIKaMH 3aCTOCYHKY, Ipadika € OCHOBHUM
KOMITOHEHTOM B3a€MOJIli KOpHCTyBaya 3 mpoaykroMm. Jlns Toro, mo0 rpasemns OyB
3alliKaBJICHU B MPOAOBXKEHHI T'PH, MOJENl 1 TEKCTypH MOBHHHI OyTH Bi3yaJIbHO
MIPUBAOJIHBI.

Y npoueci po3poOku rpu  OyJi0 MNPUHHATO PILIEHHS BUKOPUCTOBYBATH
Oe3komToBHI Mojei 3 caiiri sketchfab.com ta assetstore.unity.com.

Ha pucynky 3.3 HaBeneHo rosioBHuUN Halip aceriB, a came — «Cartoon Race

Track — Oval» [11].
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Pucynok 3.3 - Cartoon Race Track — Oval

Takox Oyno Bukopuctano taki moxeni: Arcadia Longboard [12] Ta Longboard
texturing practice [13].

Jlyis cTBOpEeHHS Pi3HUX PiBHIB OYyJIO MPUHHATO PIllIEHHS BUKOPUCTOBYBATH TOM
camMHil Tpek, OOMEXYIOUU MepecyBaHHs IPaBIliB 3a JOMOMOIOI0 CTiH 3 MOKPHUIIOK, L0
CTBOPIOE pI3HI KapTH 3 OJHOIO TIrAHTCBKOTO TpeKy. Takuil mMmiaxig 103BOJISIE
pPO3pOOHMKAM €KOHOMHUTH PECYpPCH Ta 4ac Ha CTBOPEHHsS HOBHUX TPEKiB, OJHOYACHO
3a0e3neuyyrour TpaBIsIM  BIJUYTTS HOBH3HM Ta pPI3HOMaHITTA. BuxopucrtaHss
MTOKPHIIIOK SIK 0OMEKEHb JI03BOJISE JIETKO 3MIHIOBaTH KOH(DIrypaIliro Tpac, CTBOPIOIOYH
HOBl BUKJIMKHM JJIs1 TPaBLIB HAa KOXHOMY piBHI. BUIJIsiA MOBHOTO TpeKy 3BEpXy
300pak€H0 Ha PUCYHKY 3.4, a BUIJIAJ NEPIIOr0 PIBHSA 3 OOMEKEHHSIMU Yy BUTJIAII
YOPHHX Ta KOBTHUX MOKPHUIIOK 300pakeHO Ha pUCYHKY 3.5. lle pimeHHs Takox qoaa€e
Ipl €JIeMEHT Ma3ia, OCKUIbKM TpaBILsM MOTPIOHO 3HAWTH HAWIIBUALIMM HUIIX yepes
0o0OMeXeHy Tpacy, 110 T0AATKOBO CTUMYJIIOE 1HTEPEC 1 3alTy4EeHICTh y MPOILIEC TPH.

[ToniGHuil nu3aitH 103BOJIIE TpaBLsSIM 3HAHOMUTHCA 3 0a30BUM TPEKOM 1
MOCTYIOBO JIOCHIKYBAaTH MOro pi3HI Bapiallii, IO CIPHUSE€ PO3BUTKY HABUYOK Ta
CTpaTeriyHoro MUCJICHHS. BBeieHHS HOBUX 0OMeXeHb Ha KOKHOMY PiBHI 30epirae rpy
CBIKOIO Ta IIKaBOI, 3MYIIyIOYM TpaBLIB aJanTyBaTHCS A0 HOBUX YMOB Ta

BUMPOOOBYBATU CBOI 3J{10HOCTI y HOBUX CUTYaIlisX.
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Pucynoxk 3.5 — 3006paxxkenns 1-ro piBHs

3.3 Po3pobka kopucTyBanbKoro inrepgeiicy

ba3yrounce Ha cxemax KOPUCTYBalbKOro 1HTEpdeiicy, ki OyJin CIPOEKTOBAHI y

po3aini 2, OyJI0 CTBOPEHO IrpOBI MEHIO 3a JOMOMOTOK BOYTOBAaHWX 1HCTPYMEHTIB
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irpoBoro pymis Unity. Ha pucynky 3.6 300pakeHO po3poOiieHEe TOJIOBHE MEHIO

KOMIT toTepHOI pu [ 14].

TRACK DAY
LONGBOARDING

Pucynok 3.6 — IrpoBe MeHI0 po3po0iieHe Ha OCHOBI CIIPOEKTOBAaHUX MOJIETICH

Ha pucysnky 3.7 300pakeHe MEHIO BUOOPY piBHIB, CTBOPEHE Ha OCHOBI CXEM
KOpHCTyBalpkoro intepdeiicy. KoxxeH piBeHb TaKOX BiIOOpaXEHO 31 CXEMOIO TpacH,
00 HaJaTH KOPUCTYyBaueBi OibIle iHGOpMAIIil Ta CIIPOCTUTH HABITAIIiIO 10 piBHIO. [le
PIIIEHHS JO3BOJISIE TPABIIM Kpallle 3p03yMITH CTPYKTYpPY TPEKy Iepe/ TOYaTKOM TPH,
1o Jonomarae e(eKTUBHIIIE MIaHyBaTH CBOi Aii. KpiM Toro, MeHto BUOOpY piBHIB
MO>K€ MICTUTH JI01aTKOBI 1H()OpPMaIiiiHI €1eMEHTH, TaKl K CKJIAJAHICTh PiBHS,
PEKOMEHIOBAaHUH Yac MPOXOHKEHHS 1 TOCATHEHHS, IKI MOYKHA OTPUMATH Ha I[bOMY
piBH1. Taka neranbHa iH(OpMAaLlis JOTIOMArae rpaBLsSM OLIIHUTH CBOT MOXKJIMBOCTI Ta
oOpaTu piBeHb, SIKUI BIAMOBIIa€ iIXHIM HABUYKAM 1 OYIKYBaHHSIM.

HasBHICTh BI3yaJIbHUX CXE€M Tpac Y MEHIO BUOOPY PIBHIB PpOOUTH IIPoIieC BUOOPY
IHTYITHBHO 3pO3YMUIMM 1 3pY4YHUM, @ TAKOXK MIABUILYE 3araJbHUI KOPUCTYBALbKHIA

JIOCBI/I.
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Pucynok 3.7 — MeHnto BuOopy piBHIB

Ha pucynky 3.8 300pakeHO eKkpaH IEpeMOTH, pPO3POOJICHUN Ha OCHOBI

CIIPOEKTOBAHUX Y 2-My PO3JILIIl CXEM.

You've got a Gold medal

Yoir Time: 00:55:860

Gold Time: 01:00:000

Silver Time: 01:30:000

Bronze Time: 02:00:000_
/Vlsrersonal Best: 00:55:860

Press "R" to restart
ll 1 = -

Pucynok 3.8 — Expan nepeMoru, po3po0yieHHii Ha OCHOBI CIPOEKTOBAHUX Y 2 PO3/LII

MOJIEIIE.
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Ha pucynky 3.9 300pakeHO eKpaH IIOpa3KH, pPO3pOOJICHE Ha OCHOBI

CIPOEKTOBAHUX y 2 PO3ILIL CXEM.

You Fell!

Press "R" to restart
Press "Q" to quit to main menu

Pucynoxk 3.9 — Expan nopa3zku, po3po0JieHe Ha OCHOB1 CITIPOEKTOBAHUX Y 2 PO3ILITI

MOJEIEN.

3.4 Po3po6ka 0CHOBHHMX MOAYJIIB 10JATKY

OCHOBHUM MOJyJIEM KOMIT FOTEPHOT I'PU «JIOHTOOPAMHT» Ha 6a31 IrpOBOTO PYIIIis
Unity e kmac FPController, sxuii BigmoBizae 3a KepyBaHHS MEPCOHAXEM, Ta HOTO
B3aEMO/IIIO 3 ITPOBHUM CBITOM.

Pyx mepconaka BigOyBaeThCsl 3a paxyHOK KHOINOK Ha KiaBiaTypi. Peamizamis
pyxy BimOyBaerbcs y meroni Update. PisHi yacTmHM (YyHKI[IOHATY pyXy pO3AieHi
perioHaMu y Koai. YacTWUHM KOAy, IO PEATi30BYIOTh PyX TpaBlld HABEACHO Ha

pucynkax 3.10, 3.11 ta 3.12.
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forward = transform.forward;

canMove &% !timerController.itEnded
if (Input.GetAxis( i ") » )
currentSpeed = P f.Min(currentSpeed + T deltaTime * acceleration, maxSpeed);
f ertical 8)
ax(currentSpeed - Time.deltaTime * acceleration,
if (!timerController.itEnded && currentSpeed < 8.¢

currentSpeed =
movementDirectionY -= gravity * Time.deltaTime;
moveDirection = forward * currentSpeed + > (@, movementDirectionY, @);
if (currentSpeed 8.81

currentSpeed = currentSpeed - 8.01f;

characterController.Move moveDirection * Ti

Pucynok 3.10 — Perion Handles Movement, sikuii BianoBigae 3a epeMillieHHs TPaBIst

y TIpoCTOpi

if (currentSpeed > @ &% Input. ical") != @ && currentSpeed < maxSpeed &% canMove && !timerController.itEnded

bobbingOffset = -M; Sin(Time.time * cameraBobSpeed) * cameraBobAmount;
if (bobbingOffset

bobbingOffset *=
isDescending =

isDescending = -
lowestBobbingOffset =

targetCa itio originalCameraPosit @, bobbingOffset, 8);
playerCamera.transform.localPosition = targetCamer:

if (isDescending)

{

lowestBobbin, set = Mathf.Min(lowestBobbingOffset, bobbingOffset);

}

if (isDescending && bobbingOffset <= lowestBobbingOffset)

{

audioSource.Play();

playerCamera.transform.localPosition 3.Lerp(playerCamera.transform.localPosition, originalCameraPosition, Time.deltaTime * 5f);
lowestBobbingOffset = .Maxvalue;
isDescending =

Pucynok 3.11 — Perion Handles Camera Bobbing, sxuit Binmosinae 3a moxkauyBaHHS

KaMepH JUIsl CUMYJISALIT BIAIITOBXYBaHHS BIJ] 3€MJT1
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and Tilt
nMo: roller.itEnded

rotationX += -Input.GetAxis ") * lookSpeed;
rotationX = Mathf.C rot ., -lookXLimit, lookXLimit);

oat turnInput = Input.GetAxis("Horizontal”);
if (turnInput != 8)

transform.rotation *= Quaternion.Euler(@, turnInput * turnSpeed * Time.deltaTime, @);

TiltAngle = maxTiltAngle * -turnInput;
ion.Euler(@, @, targetTiltAngle);

Quz on currentCameraRotation = Qi ler(rotationX, playerCamera.transform.localRotation.eulerAngles.y, @);
playerCamera. tr form.localRotation n.slerp(playerCamera.transform.localRotation, currentCameraRotation * targetTiltRotation, Time.deltaTime * tiltSpeed);

Pucynok 3.12 — Perion Handles Rotation and Tilt, sskuii BignoBizae 3a HOBOPOTH Ta

HaxuI1 KaMepH Mpu NOBOPOTI

VY perioni Handles Movement pyx mpornucaHo Tak, 1o 3MiHHa currentSpeed — mie
IIBUIKICTB, SIKOT HAMAraeTbCs yBECh 4ac JOCATHYTH MojieibKa rpaBis. [Ipu 3aTuckanHi
Kkiaimi “W” 1i1p0Ba MBUIKICTS 301IBITYETHCS, MPHU 3aTUCKAaHHI KiaBim “S” 1iJIboBa
MIBUJKICTh HaBNAKW 3MeHIIyeThCs. 11100 yHUKHYTH 3BOPOTHBOTO pyXy, MIHIMajbHE
3HAYEHHS IIBUIKOCTI IpaBLs JOPIBHIOE HYO. Takox, 00 YHUKHYTH HEPEATICTUYHHUX
IMIBUAKOCTEH, MaKCHMajbHE 3HAYEHHs IOpPiBHIOE MaxSpeed, sKe JIerko 3MIiHWTH B
IrpOBOMY penakTopi 1 OyJlo BHU3HAUYEHE EKCIEPEMHHTAIbHUM LUISIXOM. Takox, s
CUMYJISLIT TepTd 1 BIOBUIBHEHHS B pEaJbHOMY MKHUTTI, I[UIbOBA IUBHJKICTH IyXke
HOBUIBHO, aJI€ MOCTYMOBO 3MEHILYETHCS 10 HYJIS.

3 moYaTKOM PpPO3pPOOKH, CTajl0 3pO3YyMUIO, 10 HEOOXITHO CHUMYJIIOBATH
BIJIIITOBXYBAHHS TP PO3TOHI 1 3YIMUHIIL, sIKE BIOYBAETHCS 1 Y peaTbHOMY JKHUTTI, 11100
3pOOUTH TPy peanicTUUHINIOKW. Perion Ha pucyHky 3.11 BiamoBigae 3a MOronayBaHHS
KaMmepH, sIKe, BJIACHE, 1 € CHUMYJIAIIE HIMX BIAMTOBXYBaHb. Kamepa Oulbil pi3Ko
OIYCKA€EThCS JOHU3Y 1 OUTBII TUIABHO MiAINMAEThCs JOTOpU. TakoXk, MO0 JOBEPITUTH
CUMYJISLIIO BIAIITOBXYBaHHS, y LOMY pErioHi OyJo I0JAaHO MpoTrpamnl 3BYKOBOTO
e(deKTy KpOKy TO/li, KOJIM KaMepa J0CATaE HAHMKIO01 TTO3HIII].

Perion “Handles Rotation and Tilt” BignoBigae 3a moBopoT rpasi. Kox Oymo
HAlMCaHO TaKUM YWHOM, 000 3 TPUCKOPEHHAM TpaBIsd pajiyC TOBOPOTY
301IbIIIyBaBCA, @ KaMepa HaXWIsIach BIATIOBITHO IO KYTY IMOBOPOTY, 11100 CUMYJIIOBaTH

peaiCTUYHUM MOBOPOT Ha JOHTOOP/Ii.
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B xoni po3poOku Oyyio BUPIIIEHO, III0O CTBOPIOBATH OKpeMi KoJiaaepu s
Mporpanry rpaBlisd BUTPATUTh 3aHAATO Oarato yacy. B pesymnbrari, Oymo po3poOsieHo
IHIIMHA METOJT BU3HAUYCHHS IMpoTrpally Tpabisd. 3a 1e BiamnoBigae kiac SpeedMonitor,
Update metop sikoro 300pakeHo Ha pucyHKy 3.13. [I{opasy, Koiu rpaBellb CTUKAEThCS
3 TEPEeNIKOJ0r, HOro peajabHa WIBHIKICTH IMagae, TOAi sk currentSpeed 3 kimacy
FPController 3anumaerbcs He3MminHOO. ToX, B JaHOMY Kiaci OyJio AOJaHO 3MIHHY
actualSpeed, sika oTpuMye maHi 3 irpoBOi CIIEHH MPO IIBHIKICTh TPABI y HAMPIMKY
pyxy. SKmio peaibHa MIBUIAKICTh TpaBlLisd MEHINAa Ha TMEBHE 3HAYEHHS, HIK IIbOBA

HIBI/IIIKiCTI), I'paBOA 6y,[[€ 3YIIMHCHO 1 TTOKa3aHo CKpPaH IIOPA3KH.

Update()

if (fpController !-= && characterController != &% !timerController.itEnded

Vector3 horizontalvelocity = 3 (characterController.velocity.x, 8, characterController.velocity.z};
actualSpeed = horizontalveloc agnitude;

speedDifference = Mathf.Abs(actualSpeed - fpController.currentSpeed);

if (speedDifference > speedDifferenceThreshold)

{

fpController.canMove = 2
fpController.currentSpeed = 8;

" + actualSpeed + ", Current speed: " + fpController.currentSpeed);

Pucynok 3.13 — Meton Update kimacy SpeedMonitor

Knac Skatingaudio Bimnosimae 3a 3Byk jioHrOopay. [Ipu mepBuHHIM po3poOir
JaHUM KJIac IporpaBaB 3BYK KOJIIC JIOHMOOpAY MijJ Yac pyxy, ajie B X0/l TECTYBaHHS
OyJ0 NpPUHHATO PIIMIEHHS BJAOCKOHAJIWTU 1€MW MPOIEC, BIEBHUBIIUCH B TOMY, IIO
MIBUAKICTh 3BYKY, LIO MPOTPAETHCSA BIJIMOBIJAE IMIBUAKOCTI IpaBlsi. 3a JIOMOMOTOHO
(GYHKII MamuHry, 3MIHIOETHCS MIBUAKICTh 3BYKY BIIMOBIJIHO JO IIBHJKOCTI T'PaBIIS.

Metona Update kiacy Skatingaudio (puc. 3.14) Biamogimae came 3a Iie.
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if (speedMonitor.actualSpeed > B8.81f

at nor

malizedSpeed = Mathf.Clamp@l(speedMonitor.actualSpeed / fPController.maxSpeed);

~loat pitch = Mathf.Lerp(@.5f, 1.8f, normalizedSpeed);

audioSour

ce.pitch = pitch;

audioSource.pitch = 8;

Pucynok 3.14 — Metoxn Update kiracy Skatingaudio

Knac TimerController Bigmosinae 3a taiimep miciast ctapty i A0 ¢inimnry. Ogpasy

OyJ10 0YEBUIHO, 10 0€3 YEKNOIHTIB I'PaBIli NPOCTO MEPETUHATUMYTh CTapT/(PiHIII ABIU1

3a paxyHOK PO3BOPOTY, 110 BUKJIMKAIO O MOMEHTaJIbHY 3YNMUHKY TaiiMepa 1 (piHaIbHUN

ekpaH. byno mnpuiiHATO pilIeHHs MAO0JAaTH YEKIOIHTH 10 YCbOMY TpPEKy, 100

BIICBHUTHCH

y BIPHOMY MpOXOPKEHHI piBHS TIpaBieM. Takox Oyjo po3poOieHo

CUCTEMY, sIKa BIJICIIIKOBYE TOCIHIIOBHICTh OTPUMAaHHS YEKIOIHTIB, 100 3amoOirtu

«o0MaHy» Tpu IUIIXOM TNEpPeTUHAHHS OJHOTO YEKIOlHTa Kijabka pa3iB. Kiac

TimerController mae Taki metonu:

1.

Update (puc. 3.15) BiamoBigae 3a TaliMep Ta HOro BiAOOpa)keHHS Ha
€KpaH1 IpaBlIsl.

OnTriggerEnter (puc. 3.16) BiamoBimae 3a BIJACHIIKOBYBaHHS KOJi3il
rpaBls 3 YEKMOIHTaMHU 200 cTapT/(iHIIIHOIO JIHIETO.

StartTimer 1 StopTimer (puc. 3.17) BianoBizarTh 3a 3MIHY CTaTycCy
Taumepy.

GetNextCheckpointTransform (puc. 3.18) BigmoBimae 3a 3HAXOKCHHS
HACTYITHOTO YEKIOIHTY.

FormatTime (puc. 3.19) Biamosigae 3a popmMaTyBaHHS Yacy.
UpdateTimerDisplay (puc. 3.20) BiamoBijgae 3a OHOBJICHHS TaiMepy Ha

eKpaHi.



timer += Time.deltaTime;
overlay.SetActive( )
UpdateTimerDisplay();

timerRunning

overlay.SetActive( );

Pucynok 3.15 — Merox Update knacy TimerController

OnTriggerEnter(Collider other)
if (checkpoints.Contains{other)
checkpointIndex = checkpoints.IndexOf(other);
e

it (checkpointIndex == currentCheckpointIndex + 1)

{
currentCheckpointIndex = checkpointIndex;
Debug. Log| oint " + (currentCheckpointIndex + 1

> if (checkpointIndex != currentCheckpointIndex + 1)

Debug. Log( "Cheating detected! Player skipped che
cheated =

else if (other == startFinishCollider
if (!timerRunning)

StartTimer();

> if (!cheated && currentCheckpointIndex > 1)

StopTimer();

Pucynok 3.16 — Meton OnTriggerEnter kiracy TimerController
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StartTimer()

timerRunning
Debug.Log("Timer st:

StopTimer()

saveNumber. Save
timerRunning =

storm GetNextCheckpointTransform()
currentCheckpointIndex < checkpoints.Count - 1

return checkpoints[currentCheckpointIndex + 1].transform;

return

Pucynoxk 3.18 — Meron GetNextCheckpoinTransform kmacy TimerController

FormatTime( timeInSeconds)

minutes = Mathf.FloorToInt(timeInSeconds / 68):

seconds = Mathf.FloorToInt{timeInSeconds % 68):

milliseconds = Mathf.FloorToInt
return .Format

InSeconds - Mathf.Floor(timeInSeconds)) * 1ee@);
, minutes, seconds, milliseconds);

Pucynok 3.19 — Meron FormatTime kmacy TimerController
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pdateTimerDisplay()

if (timerText != null

timerText.text = "Timer: " + FormatTime{timer);

Pucynok 3.20 — Meton UpdateTimerDisplay knacy TimerController

Knac EndScreenController, wactuna sikoro 300paxeHa Ha pHCYHKY 3.21,
BIJITIOBIJIA€ 3a €KpaH MepeMoru rpasil. BiH BiioOpakae yac TpaBIils, yac meaanen i
HalKpalui yac rpaBls 3a Bci cipodu. Kpim Toro, ekpaH nepeMoru MoKe BKIIIOYaTH
JI0JIATKOB1 €JIEMEHTH, TaKi SIK MOBIJOMJICHHSI TIPO JIOCATHEHHS, rpadidHi eIeMEHTH IS
M1JIBUIICHHS Bi3yaJIbHOI MPUBAOIMBOCTI Ta KHOMKHU JIJIsI IEPEXOY J0 TOJOBHOTO MEHIO
a00 MOYaTKy HOBOI IPH.

Lleit kmac ¢yHKIIOHYE B TaHaeMl 3 kiacom SaveNumber, sKuil BiATOBITA€E 3a
30€pEKEHHST HAMKpaIIoro pe3yibTaTy TpaBld Yy cHEliadbHUM (daiisl 3 pO3UIUPEHHSIM
«.sav». SaveNumber obupae HalikpaIuii yac rpaBIls MUISTXOM IMOPIBHSIHHS OCTAaHHBOTO
yacy 1 vacy 3amucaHoro B (aitm. fAkimio ¢aiiny He iCHye, BIH CTBOPIOETHCS 1 TyIU
3aMHUCY€ThCAd OCTaHHIM 4ac TpaBisd. Takuil MiAXiJ rapaHTye, 10 NPOrpec IpaBIsd
3aBXKIU Oyjae 30epekeHWi, HaBITh AKIIO Tpa Oyae mepesamyimieHa. lle 3abe3meuye
J0JTAaTKOBY MOTHUBAIIIFO IS TPABIIiB HAMAraTHCs TIOKPAIIUTH CBOi pe3yIbTaTH, 3HAIOUH,
110 iXHI JOCATHEHHS OyayTh 30€peKeHi.

Metonu Start, Save 1 Load kmacy SaveNumber 300paxkeHi Ha pucyHkax 3.22,
3.23 1 3.24 BigmosimHOo. Meton Start BiamoBigae 3a IHIIATI3AI0 HEOOXIIHUX
mapamMeTpiB Ha TOYaTKy, MeToJl Save 3a0e3mneuye 30epeeHHS HAMKPAIIoro 4dacy y
daiin, a meron Load BiamoBigae 3a 3aBaHTaKE€HHS 30€pEXKEHUX JTAHUX MPU 3aITyCKY
rpu. Bcil i mMetoau pasom 3a0e3nedyroTh CTaOUIbHY 1 HaJliiiHy poOOTy MeXaHi3my
30epexeHHsT 1 3aBaHTAKEHHS MPOTPECY TPaBIs, IO € BAXJIMBOK CKIIAIOBOIO JIJIS

3a0e3ne4eHHs MO3UTUBHOTO KOPUCTYBAI[bKOTO JOCBIAY.
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Kpim Toro, kmac EndScreenController mo)ke MicTUTH MeETOAM ISl aHAJI3Y
MPOAYKTHUBHOCTI T'PAaBIsl, TaKl K OOUYMCICHHS CEPEIHBOTO Yacy MPOXOHKCHHS PIBHIB
a00 TiapaxyHOK KUIBKOCTI CIpOo0, HEOOXITHUX JJIsI JOCSITHEHHS MEBHOTO PE3yJbTaTy.
Ili maHi MOXyTbh BioOpa)kaThcsl Ha €KpaHl MepeMOorH, HaJaloud I'PaBIsSIM JICTAIbHIITY
3BOPOTHY 1H(OpMaIli0 Mpo iXHIO Tpy. Takuil (QyHKIIOHANT CHOpUSE I1IBUIICHHIO
3aIliKaBJICHOCTI IPaBILiB y MOJIMNIICHH] CBOIX HABUYOK 1 HAJA€ JOJAATKOBUM CTUMYIT JIJIS

MOTAITBIIINX CTIPOO.

Update( )

timerController.itEnded && !timerController.timerRunning

playerTimeText.text ' r Time: " + FormatTime(timerController.timer);
goldTimeText.text = " im " + FormatTime(goldTime);
silverTimeText.text ne: " + FormatTime(silverTime);
bronzeTimeText.text = = Time: " + FormatTime(bronzeTime);

it (saveNumber.lLoad() != -MaxValue)

{

personalBestText.text = " nal Best: " + FormatTime(saveNumber.load

}

endScreenCanvas.SetActive(

FormatTime timeInSeconds)

minutes
seconds

Start()
directoryPath = Path.Combine(Env nent.GetFolderPat nt.SpecialFolder.MyDocuments), "Tr
filePath = Path.Combine(directoryPath, levelName +
y.Exists (directoryPath)

.CreateDirectory(directoryPath);

Pucynok 3.22 — Metop Start kimacy SaveNumber



42

Save( )

if (timerController.itEnded && timerController.timer < Load()

e number: {e.Messagel”);

if (File.Exists(filePath))
{
ile.ReadAllText(filePath);
number} )

r: {number}”);

. LogWarning("Failed to parse numb
MaxValue;

LogWarning("File de
.Maxvalue;

.LogError($“Failed to load number: {e.Message}”);
urn .MaxWalue;

Pucynok 3.24 — Meron Load knacy SaveNumber

Kmacu SceneTransition Tta MainMenu MakcuMalJIbHO CXOXi MIDK CO0O0X0.

DyHKIIIOHA KJIACiB MOJSTaE B TUIABHOMY TEPEMIIIEHHI KaMepu BCEpPEIMHI MEHIO Ta
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MiX PiBHSIMH KPUBOIO 3 BU3HAYEHUM KYTOM 3a JOTOMOT0r0 KprBoi besbe. PizHUIS Mix
HUAMH TIOJIITae B ToMmy, mo SceneTransition TakoX BIAMOBiIA€ 3a Tepexia HA PiBEHb B
Toit vac, sk MainMenu numie nepemimae kamepy. Metoau OnPlayButtonClicked ta
CalculateBezierPoint ognakoBi B 000X Kiacax Ta 300pakeHi Ha puCyHKY 3.25 1 3.26
BimoBiaHO, Metoa SmoothTransitionTolLevelSelection kmacy MainMenu (puc. 3.27)
Ma€ Ha OJIHY CTPIYKy MEHIIIC 3a TaKHil camuii MeTo 1 Kiaacy SceneTransition (puc. 3.28).
L5 cTpiuka BiMOBIAA€ 32 3aBAaHTAKECHHS CLICHU PiBHS.

OxpiM TUTaBHUX TiepexofiB, kimacu SceneTransition ta MainMenu MOXyTb
BKJIFOYATH JIOMATKOBI  (YHKINi I TIOKpamieHHS KOPHUCTYBAIBKOTO  JOCBIiIY.
Hamnpuknazn, xnac SceneTransition MOXxe MaTH aHIMalLiiHI e€(eKTH, sKI 3'SBISIOTHCS

IIpY 3aBaHTAKEHH1 PIBHS.

OnPlayButtonClicked( )

StartCoroutine(SmoothTransitionTolLevelSelection());

tor2 CalculateBezierPoint(Vector3 pa,

1f - t;
- 1t * tj

=u * u;

Vector3

nt = uu * p@;
pﬂiﬁt v * u E i * pl_;
point * p2;

return point;

Pucynok 3.26 — Metox CalculateBezierPoint kiacie SceneTransition ra MainMenu



IEnumerator SmoothTransit:
Time = of;
tartTransitionPosition = mainMenuCamera.transform.position
ndTransitionPosition = levelSelectionCamera.transform.position;
controlPoint startTransitionP on + endTransitionPosition
controlPoint + up * arcHeigh
transitionCamera.gameObject.SetA: / 3

transitionCamera.transform.position = startTransitionPosition;
transitionCamera.transform.rotation = mainMenuCamera.transform.rotation;

mainMenuCamera.gameObject.S

elapsedTime < transitionDuration

J/ transitionDuration;

itionCamera.transform.position

transitionCamera.transform.rotation =

transitionCamera.transform.position = endTransitionPosition;

transitionCamera.transform.rotation = levelSelectionCamera.transform.rotation;

transitionCamera.gameObject.SetAct
levelSelectionCamera.gameObject .S

trolPoint = (startTransitionP
ntrolPoint + p * arcHeight;

transitionCamera.gameObject.SetActive ;]
transitionCamera.tran m.position = startTransitionPosition;
transitionCamera.tran m.rotation = mainMenuCamera.transform.rotation;
mainMenuCamera.gameObj .SetActive
elapsedTime < transitionDuration
elapsedTime += Tim eltaTime;

t sedTime / transitionDuration;

CalculateBezierPoint(startTransiti ition, ntrolPoint, endTransitionP

lerp(mainMenuCamera.transform. rotati electionCamera.transform.rotation, t);

n = endTransitionPosition;
electionCamera.transform.rotation;

sitionCamera.gameObj .SetActive
levelSelectionCamera.gameObject.SetActive
.LoadScene( 1 1 neName ) ;

Pucynok 3.28 — Meron SmoothTransitionToLevelSelection kiacy SceneTransition
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3.5 Pe3yJbTaTH TECTYBAaHHA MPOrPAMHOI0 MOYJIsi KOMIT’FOTEPHOI rpH

[lepmiM KpoOKOM TeCTyBaHHS KOMIT'IOTepHOi Tpu «JIoHrGopauHr» Ha 0asi
irpoBoro pyurig Unity € ii 3amyck. [licis 3amycky rpaBiisi 3ycTpidya€e ToJIOBHE MEHIO 3
kHonkamu «Ilouatu rpy» Ta «Buxim». Pesynprar 3amycky 300paxeHO Ha PHUCYHKY
3.29. Ha pucyHky 4iTKO BUJHO BCi €JI€MEHTH T'OJIOBHOT'O MEHIO, IO JTO3BOJISE OL[IHUTH
Horo (yHKIIOHAJIBHICTh Ta €CTETUYHHM BUIIIAA. TakoX MOXKHa TEPEBIPUTH
KOPEKTHICTh BiJOOpaXKEHHS BCIX KHOIIOK 1 €JIEMEHTIB iHTepdeicy, 10 € BaKINBOIO

YaCTUHOIO MPOIECY TeCTYBaHHS, 100 3a0€3MeYnTH 3pYUHICTh 1 KOM(MOPT JIJIs TPABIIIB.

TRACK DAY
LONGBOARDING

Pucynox 3.29 — 3aranbHuii BUTJIS TOJIOBHOTO MEHIO KOMIT IOTEPHOI TpH

[Ticns watuckanHs kHomku «llouatu Tpy» BiIOYBAa€ThCS MPOIEC MEPEHOCY
KaMepu /0 MEHI0 BUOOpY piBHIB. Pe3ynbrar 1poro mnepeHeceHHs 300pakeHo Ha

pucysky 3.30.
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Level1 | Levell |, _ Level1

Pucynox 3.30 — 3aranbHuii BUTJIsi] MEHIO BUOOPY PIBHIB KOMIT FOTEPHOI I'pU

[Ticns mepexogy Ha pIBEHb, PO3MOYMHAETHCA TECTyBaHHA reuMiuiero. s
MOYaTKy MOTpiOHO 3aTuCHYTH “W”, 1100 mepeTHyTH cTapT/diHiil, pe3yIbTaTOM YOro
OyJZile MEHIO IrpOBOTO MPOLIECY, AKE BKIOYAE B cede Taiimep. BaxxnuBo nepeBipuTH, yu
MPaBWIBHO Mpaloe TaiMep, YU BiH 3alyCKA€ThCS BUACHO, KOJM I'paBellb NEPETUHAE
CTapToBY JiHItO. TakoX HEOOX1THO MEPEBIPUTH, YU KOPEKTHO B1IOOpakaeThcs yac Ha
TaiiMepl i 4Yac rpu, m00 NepeKoHaTHCs B MOro TOYHOCTI. Pe3ynbTar modarky rpu
300pakeHo Ha pucyHkKy 3.29. Ha npoMy puCyHKY MOXXHA MOOQ4MUTH, SK BUTJISAIAE
irpoBuid 1HTEpdeiic miJg yac aKTUBHOTO TEHMIUIEI0, L0 AO03BOJISIE OLIHUTH HOro
3py4HICTh Ta (yHKIIOHANBHICTh. lle Takox nae MOXKIUBICTH BUSBUTH TOTEHIIIIHI
MTOMUJIKK a00 HEJOJIKH, sIKI MOXKYTh BIUTMHYTH Ha ITPOBUM JTOCBIJI, 1 BHECTH HEOOX1THI

KOPEKTHUBH IS iX YCYHEHHSI.



00:00:818

Pucynok 3.31 — 3aranbuuii BUrsn intepdeiicy modarky rpu

[TonanpmiM KpokoM OyJe TeCTyBaHHS IOBHOLIHHOIO pyXy II€pCOHaXka.
KepyBanHs 5OHrOOpOM 3IIHCHIOEThCS 3a gomnoMorow kinaBimm WASD, mo e
CTaHAAPTHUM JJisi 0araThboX irop, 3a0e3mevyroun 3py4YHICTb Ta 1HTYITUBHE PO3YMIHHS
st rpaBuiB. Ilin yac TecTyBaHHS HEOOXIAHO NEPEBIPUTH, UM MEPCOHAX KOPEKTHO
pearye Ha HAaTHCKaHHS KOKHOI 3 IuX KiaBiml. Hampuknan, nmpu HatuckanHi “W”
MEPCOHAXX TOBUHEH PYyXaTHCh BMEpel, MpU HaTUCKaHHI “S” - Hazam, “A” 1 “D”
BIINOBIIAlOTH 3a PyX BJIIBO 1 BIIPABO BiAMOBIIHO.

BaxnuBo mepeBipuTH TIJIaBHICTH 1 YyTJIMBICTh KEPYBaHH, 00 MEPEKOHATHCH,
10 MEPCOHAX pyXaeTbcsl 0€3 3aTPUMOK 1 PI3KUX PUBKIB. lle BKiIOYae TECTyBaHHS
PI3HMX CHEHapiiB, TakuWx SK pi3Ka 3MiHA HaAOpsIMKy, pyX MO JllaroHalli, a TaKOX
MepeBipKa TOTO, SIK MEPCOHAXK pearye Ha KOMaHIH MPU Pi3HUX MIBUAKOCTAX. [1aBHICTH
aHIMallii 1 BIAMOBIAHICTh PyXiB pealicTUUHINA (Pi3UIll TAKOK MAIOTh BEIMKE 3HAUCHHS
TUTST 3a0€3MeUEHHS 3aXOTUTIOI0YOTO 1 pealiCTUYHOTO IrPOBOTO JTIOCBITY.

Oco06nMBYy yBary BapTo NPUAUIMTH TECTYBAHHIO aHIMAIlli pyXy MepcoHaxa, oo
MEPEKOHATUCS, IO BCl PYXHM BHUKOHYIOTHCA IUIaBHO 1 mnpupoaHo. lle Bkitouae

CHUHXPOHI3AI[I0 PYyXIB Tila 3 PyXOM JIOHTOOpJy, a TaKOoX IMEpPeBIpKy MPaBHIBHOCTI
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BIIOOpaXeHHs TiHI 1 B3aEMOJIl TMEpcoHaka 3 TOBepxHer. HeoO0XigHo Takox
MEePEKOHATHUCS, IO aHIMAIlisl BIAMOBIAA€ MIBUIKOCTI PYXYy Ta 3MIHIOETHCS BIJMOBIIHO
710 PI3HUX J1H, TAKUX SIK TPUCKOPEHHS a00 TalbMyBaHHS.

Pe3ynbTaT HaTMCKaHHS Ha KHOIKH PyXy IMEpCOHaka 300pa)K€HO Ha PUCYHKax
3.32 ta 3.33. Ha pucyHkax MO>kKHa MOOAYUTH, SIK IEPCOHAXK 3MIHIOE CBOE MOJOKEHHS Yy
IPOCTOpl Y BIJNOBiAbF Ha HATUCKAaHHS BUAMOBIAHUX KiaBiml. Ile mo3BoJise OIIHUTH,
HACKUTBKA TOYHO 1 KOPEKTHO MpaIfoe cuctema ympasiiHHA. KpiMm Toro, Ha pucyHKax
MOXKHA TIPOAHAJI3yBaTH, SK BiIOYyBA€ThCSA B3AEMOJIS TEPCOHAXKA 3 OTOUYCHHSIM: YU
IPOXOJIUTh BiH Kpi3b 00'€KTH, UM MPABUIBLHO pearye Ha KoJji3ii, 4ud Hemae Oyab-sSKhX
rpadiuyHux apTedakTiB ad0 TIIIOKIB.

TecTyBaHHS TaKOXK BKIIIOUAE TIEPEBIPKY TOTO, K MEPCOHAK PYXAETHCS MO PI3HUM
MOBEPXHAM 1 yxwiaM. Hampukiaa, HeoOXiTHO MEPEKOHATUCS, IO MEPCOHAXK MOXKE
MPAaBWJIbHO IIJIHIMATUCh HA CXWJIM Ta CIYCKaTUCA 3 HHMX, IO KWOro MIBHIKICTH 1

KOHTPOJIb HaJ JIOHT'OOPIOM PEATICTUYHO 3MIHIOIOTHCS 3aJICKHO BiJl HAXHMITY TTOBEPXHI.

Pucynox 3.32 — 3araneHuii BUrsi iHTepdeiicy mpu moBOpoOTI HATIBO
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Pucynox 3.33 — 3aranbuuii BUrisi inTepdeiicy npu noBopoTi HApaBo

['paBenib Mae 3MOry B3aEMOMISTH 3 NEPELIKOJAMU Ta CTIHAMHU pIBHS, IO €
BXJIMBUM €JIEMEHTOM T'€MMIUICIO, OCKUIBKH JIOJa€ BUKJIMKIB Ta HANpPYXKEHHA. SIKIIO
rpaBellb HE BYACHO OMMHAE iX, TO 1€ MPU3BOJIUTH A0 Topa3ku rpasis. [lepemkoan
MOXYTh OyTH PI3HOTO THUITy, BKIIFOUAIOYH HEPYXOMi 00'€KTH, Taki SIK CTIHU 1 Oap'epwu.
Ile poOute rpy OLIBII MUHAMIYHOIO 1 HemependadyBaHOI0, BUMAarar4u BiJl TPaBIlsd
IIBUJKHUX PEAKIIN Ta CTPATETIYHOTO MUCIICHHS.

Ha pucynky 3.34 300pa)keHO MOMEHT MOpa3Ku TpaBisl. Y I[bOMY MOMEHTI
MOXXHa TO0AYUTH, SIK MEPCOHAX CTHUKAETHCS 3 MEPEHIKOA0I0 1 3a3Hae mopasku. lle
MOXe OyTH BUPaXXEHO uepe3 pi3Hl Bi3yaslbHI Ta 3BYKOBI €deKTH, Takl SIK CHaJIaxw,
BUOyXH a00 3MiHA KOJBOPY €KpaHy, SIKi CUTHANI3yIOTh MPO TE, M0 TpaBellb HE 3MIr
YHUKHYTH HeOe3neku. Takuil 3BOpPOTHHMI 3B'SI30K BaXKJIMBHM [JIsi TPaBIsl, OCKUIbKU
JI03BOJISIE YITKO 3PO3YMITH MPUYMHY MOPA3KH 1 CIIOHYKA€ WOTO JI0 MOKPAIIEHHS CBOIX

HaBHYOK.



50

You Feht—

Press "R" to restart
Press "Q" to quit to main menu

Pucynox 3.34 — 3araneHuii BUrisi inTepdeicy micis mopasku rpaBIist

OcTaHHBOIO YACTHHOIO TPU € €KpaH MEePEMOTH TPaBIs, IKUN € BAXKIMBUM €TallOM
JUTSl BIIOOpaXKeHHsI TOCSATHEHb TPaBLS 1 BU3HAYEHHS HOTO YCIIINTHOCTI B MOTOYHOMY
payHmi um piBHi. Llei expaH 3'SBISETHCSA MICHS YCHINIHOTO 3aBEPIICHHS KOJIAa YU
JOCATHEHHSI IEBHUX I[JIEH IpaBLIEM 1 Ma€ Ha METI MiICyMyBaTu HOTo JTOCSTHEHHS.

Ha expani mepemMoru KOpeKTHO BiA0OpaKatoThCSl HACTYITHI €JIEMEHTH:

1. Haiikpammii yac rpaBus: [loka3zyeTrbcs wac, SKUil TpaBelb 3MIT JOCITTH B
JaHOMY payH/il 4M piBHi. l{e BaXIMBHI MOKa3HUK YCIIIIHOCTI 1 MOKE CIIyTyBaTu
JUTS TIOPIBHSIHHSI PE3YJIbTATIB MIXK PI3HUMH CIIPOOaMH TPpaBIls.

2. Menani: B 3amexHOCTi Bi JOCATHYTOTO 4Yacy a0o IHIIUX KPUTEPIiB Tpa MOXKeE
BPYUYUTH TpaBLEBl MeJamti, siki BiIOOpaxaroTh HOro pesynbTaTu. 3a3BUYail 1€
Moxe OyTu 30510Ta, cpibHa abo OpoH30Ba Menaii, SKI BIAMOBIIAIOTH 3a
JIOCATHYTUHN PiBEHb YCHIIIHOCTI.

3. Yac morounoi cnpoou: ITokasyerbest wac, sskuid Oyj0 BHUTPAUYCHO HA MOTOYHY
cripoOy uu pays. Lle 103BoJsie€ TpaBIeBi 3p03yMITH, HACKUIBKY OJIM3bKO BiH OYB

710 CBOTO HAWKPAIIIOTO PE3yJIbTaTy abo IiJeH.
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Expan nepeMoru rpaBiisi € BaKJIMBUM MOMEHTOM B IrpOBOMY IPOILIEC], OCKIJIbKU
BiH HAJA€ TPABITIO BIAIYTTS 3a0BOJICHHS BiJl TOCATHEHHS YCITIXy Ta MOTHUBYE HOTO JI0
NoJQIBIIMX JOCSITHeHb. [IpaBuibHe BigoOpakeHHs 1HQoOpMaIli Ha IbOMY €KpaHi
JI03BOJISIE TPABIIEB] YITKO OLIIHUTHU CBOT HABMYKHM Ta BUKOHAHHS, & TAKOX CTUMYIIIOE J10
MOKpAIEHHS pe3yIbTaTiB Y MalOyTHIX rpajbHUX CECIsX.

Ha pucynky 3.35 300paxkeHO MOMEHT miepeMoru rpaBms. lleli pucyHok
UTIOCTpYE, SIK BUIJISIa€ €KpaH 3 MOKa3HWKAMM HaMKpaioro 4acy, BpydeHl Mejaii Ta
gac moTouHoi chpobu. YiTke 1 mpuBabiuBe Bi3yalibHE MPEICTABICHHS JJI03BOJISIE

IPAaBITIO BIIUYTH ce0€ B IIEHTP1 YBaru 1 OIIHUTHU CBOT JOCATHEHHS B IPi.

You've got a Gold medal
-

Your Time: 00:58:839
A 3
Gold Time: 01:00:000

Silver Time:-01:30:000
“Bronze Time: 02:00:000

Personal Best: 00:55:860

Press "R" to restart
Press "Q" to quit to main menu

Pucynok 3.35 — 3aranpHuii BUrisig iHTepdeicy micius nepeMoru rpaBLs

3a pesynbTaTaMu TECTyBaHHS KOMIT IOTepHOI Tpu «JloHrGopauur» Ha 0asi

irpoBoro pyuis Unity miATBEpIKEHO Mpale3AaTHICTb YCIX QYHKIIIHN.

3.6 BucHoBOK

Y TperbOoMy poO3aUTT AUIUIOMHOI pOOOTH JETalbHO PO3IIIAJAETHCA MPOLEC

CTBOpeHHs Ta TecTyBaHHS 3D rpu y xaHpi JoHrOopaunry. Lleil posnin oxoruiroe
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OCHOBHI €Tamu, Takl K KOHIIENTyai3allisi, IPOSKTyBaHHs, peaiizallis Ta TECTyBaHHs,
10 JO3BOJIMJIO CTBOPUTH KIHIIEBHII MPOTYKT BUCOKOT SIKOCTI.

Ha erami mpoekTyBaHHS PETENbHO MIAOMPAIUCS 1HCTPYMEHTH Ta TEXHOJOTIT,
HE0OX1/1H1 Jy1s po3poOku rpu. byno o6paHo irpoBuil pyiii, SKui HaliKpale MmaxoauB
mia  peamzamii 3D rpadikm Ta 3abe3meuyBaB JIETKYy IHTErpaimil0 3 IHIIMMH
nporpaMHuUMH 3acobamu. Bubip pymiis 6a3yBaBcs Ha #Moro (yHKIIOHaJBHHUX
MO>KIIUBOCTSIX, THYYKOCTI Ta 3pYYHOCTI Y BHKOPHCTaHHi. Takox Oyio oOpaHO MOBY
nporpaMyBaHHs, sika 3a0e3medyBana ONTUMAIbHY MPOAYKTHBHICTh Ta JIETKICTh Yy
HaBYaHHI 1 BUKOPUCTAHHI.

Peanizamiss rpu BKJIIOYaJa CTBOPEHHS OCHOBHUX IrpOBUX MeXaHik. byro
PO3p00JIEHO cUCTEMY PyXy NIEPCOHAXA, KA J103BOJIsUIA FPABLISIM JIETKO KEPYBAaTU CBOIM
HNEePCOHAXKEM, CUMYJIIOIOUM KaTaHHS Ha JJOHroopai. Takox OyJio BIPOBaIKEHO CUCTEMY
B3a€MO/IIi 3 00'eKTamu, siKa BKJItOYaJia 3ITKHEHHS 3 iepenikogamu. Kpim toro, cucrema
MeJiasiei Ta piBHIB 3a0e3euyBaia MOTHUBAIIIIO TPABIIiB J0 MPOXOXKEHHS TPH.

PerenpHe TecTyBaHHsS TapaHTyBaJl0 BHCOKHMH pPIBEHb CTAaOUIBHOCTI TpU Ta ii
TOTOBHICTh J0 BHITYCKY. 3aBJISKM CHUCTEMAaTHUYHOMY HIiAXOAY IO TECTyBaHHsS Oyiu
BUSBJICHI Ta BUNPABJICHI OUIBIIICTh MOMUJIOK HA pPAaHHIX €Tanax, 10 J03BOJIHJIO
YHUKHYTH CEpHO3HUX MpoOjeM Ha (iHanbHOMY etami po3poOku. Lle 3abesneumnno

BHUCOKHI PIBE€Hb TOTOBHOCTI MPOJIYKTY A0 KOMEPIIIHHOTO BUKOPUCTAHHS.
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BUCHOBKHA

[TocraBiieni nepes 6akagaBpChbKOIO KBai(iKaIliiHOW poOOTOO 3a/1a4l BUKOHAHO
B IIOBHOMY 00cC$31, a came:

— OOrpyHTyBaHO JAOUUIBHICTh CTBOPEHHS KOMIT I0T€PHOI IpH «JIoHrOGopIuHT»

— TlpoanamnizoBaHo icHyroul pimeHHs: [IpoBeaeno anamni3 icayrounx 2D 13D irop y
aHpl JIOHTOOPAMHT JUIsi BU3HAUEHHS HAaMKpalMX MPaKkTUK Ta BUSBICHHS
MOXJIMBOCTEH JJIsl IHHOBAII1H.

— CrpoekToBaHO NMPOTPaMHUNA MOAYJTh KOMIT I0TEPHOI TPH.

— PeanizoBaHo KoM IOTEPHY TPy “TOHrOOpaUHT” Ha 0asi irpoBoro pymuris Unity.

— IIpoTtecToBaHO KOMIT FOTEPHOI I'pH, 10O BIEBHETUCH Y BIJICYTHOCTI 3001B y I'pi.

— CTBOpEHO IHCTPYKIIIIO KOPUCTYBaya.

VY Xoll BUKOHaHHs OaKalaBpChkoi poOOTH OyiaM MpOaHali30BaHI METOAU Ta
OPUHIIMIN PO3POOKH KOMIT'FOTEPHUX IrOp >KaHpy JOHTOOpauHT. Po3risiHyTo cydacHi
MpOTpaMHi aHAJOTH Irop LbOro >kaHpy. BiamoBimHO 10 3aBaaHHs OakanaaBPCHKOI
pobotu Oynu po3poOJieHI CTPYKTYpHA cXeMa MPOrpaMHOr0 MOJYJIsl, METOJIU OOpOOKH
Ta ympaBiiHHSA 0a3aMu JaHUX TPaBIIB Ta AITOPUTM POOOTH OCHOBHHUX ITPOBUX
MEXaHiK.

Tako OyJi0 IPOBEICHO TECTYBaHHS PO3POOJICHOT TPH.

Merta pocnmipkeHHS - pO3MIUPEHHST  (YHKIIOHATBHUX  MOXJIMBOCTEH
KOMIT IOTEPHUX 1rOp >KaHPYy JIOHTOOPAMHT Ta BIPOBAIKEHHI €()EKTUBHUX METOJIIB
MPOCKTYBaHHS, pO3poOKu Ta TectyBaHHS 3D Tpu y ’kaHpl JIOHTOOPIWHT, IO
3a0€3Me4YnTh BUCOKY SIKICTh KOPUCTYBAILBKOTO JTOCBIY, CTAOUIBHICTH POOOTH T'pH Ta ii

KOHKYPEHTOCIIPOMOKHICTh HA PUHKY KOMIT'FOTEPHUX 1TOpP.
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JIOJATOK B (OBOB’SI3KOBHIA)

AKT BIIPOBAKCHHSA

Y3IOJKEHO 3ATBEP/IXKXVYIO
Hupexkrop LIIO BHTY 3aBigyBau kadpeapu KH
K.T.H., 1o1. kad. BMIOEC I.T.H., ipoecop
Tyxancekuii C. €. Aposuit A.A.

« » 2024 poky « » 2024 poky

AKT BIIPOBAJKEHHS Ne 2/31.05.2024
pe3yJbTaTiB 0aKaJIaBPCHKOI JUIJIOMHOL pO00TH

3amoBHUK: lleHTp mipkuTamizaii OCBITHLOTO MPolecy BIHHUIILKOrO HAlIOHAILHOTO
TEXHIYHOTO VHIBEPCUTETY

(natimenysanns opeanizayii)

[luM akTOM MIATBEPIKYETHCS, IO pe3ynbTaTu podbotn — «Komm'torepHa rpa
JloHrOoopauHr Ha 6a3i irposoro pyiiisg Unityy

(HatimeHyeanHa memu)

o BukoHaB cryaeHt rp. 3KH-206, MatBieako A. .. Ha TpOMaaCBEKHUX 3acaiax

(suxonaseywv)

BIAMOBIIHO A0 IutaHiB poOiT LlenTpy aymkuTamsaiii ocBlTHROro nporecy BHTY wa 2023-
2024 p. Ta BOpoBaHKEHO V BIHHHIIBKOMY HAIIOHAJIHLHOMY TEXHIYHOMY VHIBEPCUTETI

(cmpoku sukonanms) (HatMeny8anHs opeanizayii, 0e 30ICHI08ANOC 6NPOBAOIICEHHSL)

1. Bua BopoBakeHUX pe3yIbTaTiB: KOMI IOTEpHA rpa

(excniyamayis eupo6y, pobomu, mexHonozii)

2. XapakTepucTrKa MaciiTady BIPOBAKEHHS: OJUHUYHE

(VHiKanbHe, 0OOuUHUYHe, napmis, macose, cepiiine)

3. ®opma BNPOBAKEHHS: KOMIT'IOTEpHA I'pa JUIs HABYaHHS KaTaHHSI Ha JIOHTOOP/Ii

4. HoBu3Ha pe3ysibTaTiB pOOOTH: IFPOBI MEXaHIKU KaTaHHS HA JOHTOOpIax

(nionepcoKi, NPUHYUNOBO HOBI, IKICHO HOBI, MOOUpIKayii, MoOepnizayis cmapux po3po6oK)

5. BopoBampkeni: y reimidikaiiii HaBYaJIbHOTO npotiecy Hi3KyJIbTypu
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6. ComiagrbHUM Ta HAyKOBO-TEXHIYHMM e€(EKT: CTyIeHTaM OyJie Jiernie HaBYUTHCh
KaTaHHIO Ha JIOHrOOpJax, OCKUILKH BOHH 3MOXYTh Kpallle BIIYYTH MEXAHIKY KaTaHHsI Ha
joHroopai. I'apHo BiAIpanbOBaHa TEXHIKA KaTaHHS JIO3BOJIUTL VHHUKHYTH (h13MYHHX
TpaBM IPHU KaTaHHI HAa CHOPTUBHOMY MaiJIaHYMKY, 4 TAKOK Ha BYJIHUISIX MICTa

(0X0pOHA HABKOMUUHBO20 Ceped08Uyd, NONINUEHHS 1l 0300POBICHHS YMO8 Npayi, YOOCKOHANEHHs CIMPYKMYPU Kepy8aHs, HAYKOBO-MeXHIYHUX HANPAMKIS, chneyianbhe npusHavenns)

Bix Bukonasnd: Bin LenTpy mimxuranizarii
cryaeHt rpynu 3KH-206 ocBiTHROTO TIpoiecy BHTY, aupekTtop,
K.T.H., 7011. kap. BMIOEC:

Martsienko Al Tyxancekuit C.€.

KepiBauk: acucrent kapeapu KH Mamniniu LIL
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JTIOJATOK B
IHCTPYKIIA KOPUCTYBAYA KOMITIOTEPHOI I'PU JIOHTBOPIAHT
HA BA3I ITPOBOI'O PYIIISA UNITY

1. BigkpuBaeMo mamnky 3 MpOeKTOM Y MPOBIIHUKY ONEpPaIiiHOl CHCTEMH

2. 3amyckaemo ¢aiin ProjectLongboarding.exe

l MonoBleedingEdge
l Projectlongboarding_Data
& ProjectLongboarding.exe

File folder
File folder

Application
® UnityCrashHandlergd.exe

Application
B unityPlayer.dil

Application exten...

Pucynox b.1 — 3o00paxenns ¢aiina 3amycky

3. IlepernsmaeMo roioBHE MEHIO TPH, IEPEXOAUMO Ha €KpaH BUOOPY PiBHIB

TRACK DAY
LONGBOARDING

4 }{’]

4%

Pucynok b.2 — 3aranbHuii BUTIISIT MEHIO POTPAMHOTO MOAYJIS

4. Tlicnsa BuOOpY piBHSA, IOYHITH TPy, Kepyrouu 3a gormomororo kiasiim WASD
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Pucynok b.3 — 3aranpHuii BUTIISI IPOTPAMHOTO MOAYJIS



JOJATOK I' (000B’s13Kk0BMIA)
JIICTHUHI IPOT'PAMUA

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

[RequireComponent (typeof(CharacterController))]
public class FPController : MonoBehaviour
{
public Camera playerCamera;
public float acceleration = 1of;
public float maxSpeed = 1200f;
public float gravity = 1of;
public float cameraBobAmount = 1f;
float bobbingOffset = of;
float lowestBobbingOffset = float.MaxValue;
bool isDescending = false;
public AudioClip bobSound;
private AudioSource audioSource;
public float cameraBobSpeed = 50f;

public float lookSpeed = 2f;
public float lookXLimit = 45f;

public float turnSpeed = 50f; // Variable to control the turning speed
public float maxTiltAngle = 15f; // Maximum tilt angle for the camera
public float tiltSpeed = 5f; // Speed at which the camera tilts

Vector3 moveDirection = Vector3.zero;
public float currentSpeed = of;

float movementDirectionY = of;

float rotationX = of;

Vector3 originalCameraPosition;

public bool canMove = true;

CharacterController characterController;
[SerializeField] TimerController timerController;

void Start()

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

originalCameraPosition = playerCamera.transform.localPosition;
audioSource = GetComponent<AudioSource>();
audioSource.clip = bobSound;
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void Update()

{

#region Handles Movement
Vector3 forward = transform.forward;

if (canMove && !timerController.itEnded)
{
if (Input.GetAxis("Vertical") > 9)
currentSpeed = Mathf.Min(currentSpeed + Time.deltaTime *

acceleration, maxSpeed);

else if (Input.GetAxis("Vertical") < @)
currentSpeed = Mathf.Max(currentSpeed - Time.deltaTime *

acceleration, of);

9);

}
else if (!timerController.itEnded && currentSpeed < 0.01)

{

currentSpeed = of;

movementDirectionY -= gravity * Time.deltaTime;
moveDirection = forward * currentSpeed + new Vector3(@, movementDirectionyY,

if (currentSpeed >= 0.01)

{
currentSpeed = currentSpeed - 0.01f;
}
characterController.Move(moveDirection * Time.deltaTime);
#endregion

#region Handles Camera Bobbing
if (currentSpeed > 0 && Input.GetAxis("Vertical") != @ && currentSpeed <

maxSpeed && canMove && !timerController.itEnded)

{

bobbing0ffset = -Mathf.Sin(Time.time * cameraBobSpeed) * cameraBobAmount;
if (bobbingOffset < 9)

{
bobbing0ffset *= 6f;
isDescending = true;
}
else
{
isDescending = false;
lowestBobbingOffset = float.MaxValue;
}

Vector3 targetCameraPosition = originalCameraPosition + new Vector3(o,

bobbingOffset, 0);

playerCamera.transform.localPosition = targetCameraPosition;



}

else

{
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if (isDescending)

{
lowestBobbingOffset = Mathf.Min(lowestBobbingOffset, bobbingOffset);

if (isDescending && bobbingOffset <= lowestBobbingOffset)
{

audioSource.Play();

playerCamera.transform.localPosition =

Vector3.Lerp(playerCamera.transform.localPosition, originalCameraPosition,
Time.deltaTime * 5f);

}

lowestBobbingOffset = float.MaxValue;
isDescending = false;

#endregion

#region Handles Rotation and Tilt
if (canMove && !timerController.itEnded)

{

// Handle vertical rotation
rotationX += -Input.GetAxis("Mouse Y") * lookSpeed;
rotationX = Mathf.Clamp(rotationX, -lookXLimit, lookXLimit);

// Gradual turning

float turnInput = Input.GetAxis("Horizontal");
if (turnInput != 0)

{

transform.rotation *= Quaternion.Euler(®, turnInput * turnSpeed *

Time.deltaTime, 0);

}

// Camera tilt
float targetTiltAngle = maxTiltAngle * -turnInput;
Quaternion targetTiltRotation = Quaternion.Euler(@, 0, targetTiltAngle);

// Combine tilt with vertical look rotation
Quaternion currentCameraRotation = Quaternion.Euler(rotationX,

playerCamera.transform.localRotation.eulerAngles.y, 9);

playerCamera.transform.localRotation =

Quaternion.Slerp(playerCamera.transform.localRotation, currentCameraRotation *
targetTiltRotation, Time.deltaTime * tiltSpeed);

}

#endregion



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

public class TimerController :

{

[SerializeField] private
start/finish line

[SerializeField] private
triggers

[SerializeField] private
component for displaying the

[SerializeField] private

[SerializeField] private

MonoBehaviour
Collider startFinishCollider; // Collider for
List<Collider> checkpoints; // List of checkpoint

TMP_Text timerText; // Reference to the TMP Text
timer

GameObject overlay;

SaveNumber saveNumber;

public bool itEnded = false;

public bool timerRunning = false;
public float timer = of;
private int currentCheckpointIndex = -1; // Initialize to -1 to indicate player

hasn't reached any checkpoints yet
private bool cheated = false;

void Start()

// Make sure the start/finish collider is set to be a trigger

// Make sure all checkpoints are set to be triggers

{
startFinishCollider.isTrigger = true;
foreach (Collider checkpoint in checkpoints)
{
checkpoint.isTrigger = true;
}
}

void OnTriggerEnter(Collider other)

{

// Check if the player collides with a checkpoint
if (checkpoints.Contains(other))

{
int checkpointIndex = checkpoints.IndexOf(other);
if (checkpointIndex == currentCheckpointIndex + 1)
{

currentCheckpointIndex = checkpointIndex;

Debug.Log("Checkpoint

reached!");

}

+ (currentCheckpointIndex + 1) +

else if (checkpointIndex != currentCheckpointIndex + 1)

{

Debug.Log("Cheating detected! Player skipped checkpoints.");
cheated = true;



// Else, player revisited previous checkpoint, no action needed

}
// Check if the player collides with the start/finish line

else if (other == startFinishCollider)

{
if (!timerRunning)
{
StartTimer();
}
else if (!cheated && currentCheckpointIndex > 1)
{
StopTimer();
}
}
}
void Update()
{
if (timerRunning)
{
timer += Time.deltaTime;
overlay.SetActive(true);
UpdateTimerDisplay();
}
if (!timerRunning)
{
overlay.SetActive(false);
}
}
void StartTimer()
{
timerRunning = true;
Debug.Log("Timer started!");
}
void StopTimer()
{
Debug.Log("Timer stopped!");
itEnded = true;
saveNumber.Save();
timerRunning = false;
}

void UpdateTimerDisplay()

{
if (timerText != null)

{
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timerText.text = "Timer: " + FormatTime(timer); // Format timer value to
two decimal places
}
}
public Transform GetNextCheckpointTransform()
{
if (currentCheckpointIndex < checkpoints.Count - 1)
{
return checkpoints[currentCheckpointIndex + 1].transform;
}
else
{
return null; // If there are no more checkpoints, return null
}
}

private string FormatTime(float timeInSeconds)
{
int minutes = Mathf.FloorToInt(timeInSeconds / 60);
int seconds = Mathf.FloorToInt(timeInSeconds % 60);
int milliseconds = Mathf.FloorToInt((timeInSeconds -
Mathf.Floor(timeInSeconds)) * 1000);
return string.Format("{0:00}:{1:00}:{2:000}", minutes, seconds,
milliseconds);

}

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using System.Collections;

public class SceneTransition : MonoBehaviour
{

[SerializeField] private Camera mainMenuCamera;

[SerializeField] private Camera levelSelectionCamera;

[SerializeField] private Camera transitionCamera;

[SerializeField] private Button playButton;

[SerializeField] private float transitionDuration = 1.0f;

[SerializeField] private float arcHeight = 2.0f; // Adjust the arc height as
needed

[SerializeField] private string levelSceneName = "Levell";

private void Start()

{
playButton.onClick.AddListener(OnPlayButtonClicked);



private void OnPlayButtonClicked()
{

StartCoroutine(SmoothTransitionToLevelSelection());

private IEnumerator SmoothTransitionTolLevelSelection()

{
float elapsedTime = of;

Vector3 startTransitionPosition = mainMenuCamera.transform.position;
Vector3 endTransitionPosition = levelSelectionCamera.transform.position;

// Calculate control point for the Bezier curve

Vector3 controlPoint = (startTransitionPosition + endTransitionPosition) /
2f;

controlPoint += Vector3.up * arcHeight;

transitionCamera.gameObject.SetActive(true);
transitionCamera.transform.position = startTransitionPosition;
transitionCamera.transform.rotation = mainMenuCamera.transform.rotation;

mainMenuCamera.gameObject.SetActive(false);

while (elapsedTime < transitionDuration)
{
elapsedTime += Time.deltaTime;
float t = elapsedTime / transitionDuration;

// Calculate position along the Bezier curve
Vector3 bezierPosition = CalculateBezierPoint(startTransitionPosition,
controlPoint, endTransitionPosition, t);

// Smoothly interpolate the position
transitionCamera.transform.position = bezierPosition;

// Smoothly interpolate the rotation

transitionCamera.transform.rotation =
Quaternion.Slerp(mainMenuCamera.transform.rotation,
levelSelectionCamera.transform.rotation, t);

yield return null;

// Ensure the transition camera ends at the exact position and rotation of
the level selection camera

transitionCamera.transform.position

transitionCamera.transform.rotation
levelSelectionCamera.transform.rotation;

endTransitionPosition;
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transitionCamera.gameObject.SetActive(false);
levelSelectionCamera.gameObject.SetActive(true);
SceneManager.LoadScene(levelSceneName);

// Calculate position along a Bezier curve

private Vector3 CalculateBezierPoint(Vector3 p@, Vector3 pil,

{
float u = 1f - t;
float tt =t * t;
float uu = u * u;
Vector3 point = uu * po;
point += 2f * u * t * pil;
point += tt * p2;
return point;
}

using System;
using System.IO;
using UnityEngine;

public class SaveNumber : MonoBehaviour

{

private string directoryPath;

[SerializeField] private TimerController timerController;

private string filePath;
[SerializeField] private string levelName;

private void Start()
{

directoryPath =
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Vector3 p2, float t)

Path.Combine(Environment.GetFolderPath(Environment.SpecialFolder.MyDocuments),

"TrackDayLongboarding");

filePath = Path.Combine(directoryPath, levelName +

// Ensure the directory exists
if (!Directory.Exists(directoryPath))

{

Directory.CreateDirectory(directoryPath);

public void Save()

{

'.sav");

if (timerController.itEnded && timerController.timer < Load())

{
try



{
File.WriteAllText(filePath, timerController.timer.ToString());
Debug.Log($"Number {timerController.timer} saved to {filePath}");
¥
catch (Exception e)
{
Debug.LogError($"Failed to save number: {e.Message}");
}
}
¥
public float Load()
{
try
{
if (File.Exists(filePath))
{
string content = File.ReadAllText(filePath);
if (float.TryParse(content, out float number))
{
Debug.Log($"Loaded number: {number}");
return number;
}
else
{
Debug.LogWarning("Failed to parse number from file.");
return float.MaxValue;
}
}
else
{
Debug.LogWarning("File does not exist.");
return float.MaxValue;
}
}
catch (Exception e)
{
Debug.LogError($"Failed to load number: {e.Message}");
return float.MaxValue;
}
}

using Systenm;
using System.IO;
using UnityEngine;

public class SaveNumber : MonoBehaviour
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private string directoryPath;

[SerializeField] private TimerController timerController;
private string filePath;

[SerializeField] private string levelName;

private void Start()
{
directoryPath =
Path.Combine(Environment.GetFolderPath(Environment.SpecialFolder.MyDocuments),
"TrackDayLongboarding");
filePath = Path.Combine(directoryPath, levelName + ".sav");

// Ensure the directory exists
if (!Directory.Exists(directoryPath))

{
Directory.CreateDirectory(directoryPath);
}
}
public void Save()
{
if (timerController.itEnded && timerController.timer < Load())
{
try
{
File.WriteAllText(filePath, timerController.timer.ToString());
Debug.Log($"Number {timerController.timer} saved to {filePath}");
}
catch (Exception e)
{
Debug.LogError($"Failed to save number: {e.Messagel}");
}
}
}
public float Load()
{
try
{

if (File.Exists(filePath))

{
string content = File.ReadAllText(filePath);

if (float.TryParse(content, out float number))

{
Debug.Log($"Loaded number: {number}");
return number;

¥

else

{
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Debug.LogWarning("Failed to parse number from file.");

loat.MaxValue;

ning("File does not exist.");
.MaxValue;

"Failed to load number: {e.Message}");

return f
}
}
else
{
Debug.LogWar
return float
}
}
catch (Exception e)
{
Debug.LogError($
return float.MaxValue;
}

using UnityEngine;
using UnityEngine.UI,;
using System.Collections;

public class MainMenu : Mono

{
[SerializeField] private
[SerializeField] private
[SerializeField] private
[SerializeField] private
[SerializeField] private
[SerializeField] private

needed

private void Start()

{
Cursor.lockState = C
Cursor.visible = tru
playButton.onClick.A
mainMenuCamera.gameO
levelSelectionCamera
transitionCamera.gam

private void OnPlayButto
{

StartCoroutine(Smoot

private IEnumerator Smoo

{
float elapsedTime =

Behaviour

Camera mainMenuCamera;

Camera levelSelectionCamera;

Camera transitionCamera;

Button playButton;

float transitionDuration = 1.0f;

float arcHeight = 2.0f; // Adjust the arc height as

ursorLockMode.Confined;

e;
ddListener(OnPlayButtonClicked);
bject.SetActive(true);
.gameObject.SetActive(false);
eObject.SetActive(false);

nClicked()

hTransitionToLevelSelection());

thTransitionTolLevelSelection()

of;
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2f;

Vector3 startTransitionPosition = mainMenuCamera.transform.position;
Vector3 endTransitionPosition = levelSelectionCamera.transform.position;

// Calculate control point for the Bezier curve
Vector3 controlPoint = (startTransitionPosition + endTransitionPosition) /

controlPoint += Vector3.up * arcHeight;

transitionCamera.gameObject.SetActive(true);
transitionCamera.transform.position = startTransitionPosition;
transitionCamera.transform.rotation = mainMenuCamera.transform.rotation;

mainMenuCamera.gameObject.SetActive(false);

while (elapsedTime < transitionDuration)

{

elapsedTime += Time.deltaTime;
float t = elapsedTime / transitionDuration;

// Calculate position along the Bezier curve
Vector3 bezierPosition = CalculateBezierPoint(startTransitionPosition,

controlPoint, endTransitionPosition, t);

// Smoothly interpolate the position
transitionCamera.transform.position = bezierPosition;

// Smoothly interpolate the rotation
transitionCamera.transform.rotation =

Quaternion.Slerp(mainMenuCamera.transform.rotation,
levelSelectionCamera.transform.rotation, t);

yield return null;

// Ensure the transition camera ends at the exact position and rotation of

the level selection camera

transitionCamera.transform.position = endTransitionPosition;

transitionCamera.transform.rotation

levelSelectionCamera.transform.rotation;

transitionCamera.gameObject.SetActive(false);
levelSelectionCamera.gameObject.SetActive(true);

// Calculate position along a Bezier curve
private Vector3 CalculateBezierPoint(Vector3 p@, Vector3 pl, Vector3 p2, float

{

float u = 1f - t;
float tt =t * t;
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float uu = u * u;

Vector3 point = uu * po;
point += 2f * u * t * pil;
point += tt * p2;

return point;

using UnityEngine;
using UnityEngine.SceneManagement;

public class SceneController : MonoBehaviour

{

public string restartSceneName;
public string nextSceneName;

private void Update()

{
if (Input.GetKeyDown(KeyCode.R))
{
RestartScene();
}
else if (Input.GetKeyDown(KeyCode.Q))
{
ChangeScene();
}
}
private void RestartScene()
{
SceneManager.LoadScene(restartSceneName);
}
private void ChangeScene()
{
SceneManager.LoadScene(nextSceneName);
}

using System.Collections;

using System.Collections.Generic;
using System.Runtime.CompilerServices;
using Unity.VisualScripting;

using UnityEngine;

public class Skatingaudio : MonoBehaviour

{
[SerializeField] FPController fPController;
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[SerializeField] SpeedMonitor speedMonitor;
private AudioSource audioSource;
// Start is called before the first frame update
void Start()
{
audioSource = GetComponent<AudioSource>();
audioSource.loop = true;

// Update is called once per frame
void Update()
{
if (speedMonitor.actualSpeed > 0.01f)
{
float normalizedSpeed = Mathf.Clamp@l(speedMonitor.actualSpeed /
fPController.maxSpeed);
float pitch = Mathf.Lerp(0.5f, 1.0f, normalizedSpeed);
audioSource.pitch = pitch;
¥

else

{

audioSource.pitch = 0;

using UnityEngine;

public class SpeedMonitor : MonoBehaviour
{
public FPController fpController; // Reference to the FPController script
public float speedDifferenceThreshold = 5f; // Threshold for the difference
between actual speed and current speed
public float actualSpeed = ©;
private CharacterController characterController;
[SerializeField] TimerController timerController;
[SerializeField] private GameObject deathSreen;

void Start()

{
deathSreen.SetActive(false);
// Ensure the FPController reference is set
if (fpController == null)

{
fpController = GetComponent<FPController>();

// Get the CharacterController component
characterController = GetComponent<CharacterController>();
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void Update()
{

if (fpController != null && characterController != null &&

ItimerController.itEnded)

{

// Calculate the actual speed of the player using the

CharacterController's velocity
Vector3 horizontalVelocity = new Vector3(characterController.velocity.x,
0, characterController.velocity.z);
actualSpeed = horizontalVelocity.magnitude;

// Calculate the difference between the actual speed and the current

speed

float speedDifference = Mathf.Abs(actualSpeed -
fpController.currentSpeed);

// Check if the difference exceeds the threshold
if (speedDifference > speedDifferenceThreshold)

{

// Stop the player by disabling movement
fpController.canMove = false;
fpController.currentSpeed = 0;
deathSreen.SetActive(true);

Debug.Log("Player stopped due to large speed difference. Actual
+ fpController.currentSpeed);

speed:

}

using UnityEngine;
using TMPro;

+ actualSpeed +

,» Current speed:

public class EndScreenController : MonoBehaviour

{

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

private
private
private
private
private
private
private
private

private float goldTime =

private float silverTime =

private float bronzeTime

void Start()
{

TMP_Text playerTimeText;
TMP_Text goldTimeText;

TMP_Text silverTimeText;
TMP_Text bronzeTimeText;
GameObject endScreenCanvas;
TimerController timerController;
TMP_Text personalBestText;
SaveNumber saveNumber;
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endScreenCanvas.SetActive(false);

void Update()
{

if (timerController.itEnded && !timerController.timerRunning)

{

playerTimeText.text = "Your Time:

+ FormatTime(timerController.timer);

goldTimeText.text = "Gold Time: " + FormatTime(goldTime);

silverTimeText.text
bronzeTimeText.text = "Bronze Time:

+ FormatTime(silverTime);
+ FormatTime(bronzeTime);

"Silver Time:

if (saveNumber.Load() != float.MaxValue)

{

personalBestText.text = "Personal Best:

+

FormatTime(saveNumber.Load());

}

endScreenCanvas.SetActive(true);

private string FormatTime(float timeInSeconds)

{

int minutes
int seconds

Mathf.FloorToInt(timeInSeconds / 60);
Mathf.FloorToInt(timeInSeconds % 60);

int milliseconds = Mathf.FloorToInt((timeInSeconds -
Mathf.Floor(timeInSeconds)) * 1000);
return string.Format("{0:00}:{1:00}:{2:000}", minutes, seconds,

milliseconds);

}
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Pucynoxk /1.1 — Cxema roioBHOT0 MEHIO

[ 1

1

Pucynox /1.2 — Cxema MeHI0 BUOOpPY PIBHIB
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Pucynok /[.3 — Cxema ekpaHy nmepemMoru

Pucynok /1.4 — Cxema expaHy nopasku



TpaBeLis MEPETHYE CTAPT/MIHIL?

MMouatok TaliMepa

<
PaBellb NEPETHYE HACTYNHIM OJ
YEKNOHT?

Llg oCTaHHIA usknoiRT?

3ynuHKa Taimepa

l

Mepemora

Moyatok
Pyx rpasus
0 paBeLis 3348MMB CTiHY?
1
1
1
Lo
Mopaska
KiHels

Pucynox /1.5 - biok-cxema anroputmy po6otu 3D Bigeorpu kaHpy “nOHrOOpIUHT
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IrpOEMA NepcoHa

BuxoprcTaHHA

pUCTPOIE BEEOESHHA

¥

[MepenileHHA (pyx

rpaeuA)

v

v

v

v

[NosopoT Nisopyy

MpUCKOPEHHR

EnogintHEHHR

MosopoT npasopyd

Pucynox /1.6 — dyHkirioHambHa MOICIb IEPCOHAKA

v

[rpoea cueHa R

¥

Moayne 0GpoGim

KOHTRONW
nepcoHa¥em

Ayaio Mogynk

F

¥

Mogyns oopoSkn gl

rpaeus

Y

F

¥

Mooyne #UTTA
rpaeuA

Mogyne Taimepy

Moagynt nepemorn  |—

Pucynok /.7 — Mopens peanizaiiii irpoBoi cucteMu
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-

IrpoBuiA pywii U nity

.

MNepeBipka BBEEHHA

OHOBNEHHA MPaBLA
Ta 00'ek TiB

v

CTamMyHi 06'ekTH

!’

OuHaMiuHi 0G'ek™M

v

MepeBipka C TaHy rpu

4

BinobpaxeHHA

rpadiku

Pucynok /1.8 — [liarpama irpoBoro mukiy
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2\

3

TRACK DAY
LONGBOARDING

é

Pucynok /.10 — 3aranbauii BUrIIsiT MEHIO BUOOPY PiBHIB KOMIT IOTEPHOT TpU
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Timer: 00:00:818

Pucynox /1.11 — 3araneHuii BUrisiy inTepdeiicy nmoyarky rpu

Pucynox J1.12 — 3araneHuii BUrisiy inTepdeiicy npu moBopoTi HATIBO




Pucynoxk /.13 — 3aranpauii BUrisia intepdeiicy mpu moBOopoTi HAIIPaBo

You Ffe

!
Press "R" to reszart
Press "O" to qui 1

Pucynok /1.14 — 3aranbauii BUrisia inTepdeiicy miciis mopasku rpaBist




]
You've got a Gold medal
N,
Your Time: 00:58:839
Gold Time: 01:00:000
Silver Time:.01:30:000
Bronze Time: 02:60:000
Personal Best: 00:55:860 ™

Press "R" to restart
Press "Q" to quit to main menu

Pucynox J1.15 — 3aranbuuii BUrisiy intepdeiicy micis nepemMoru rpaIiis
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