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BCTVYII

IrpoBa iHAYyCTpist HA CLOTOHIIIHIN JIEHB 1€ AY>Ke MOTY>KHA CUJja, sIka BIUIMBAE Ha
MUJIBHOHU Jr0AEH. [rpy 31aTHI BUKIIMKATH €MOIII1 y JIOJEH 1 3aHypIOBaTH iX y BUTaJaH1
CBITH, JIO3BOJISIFOUM MEPEXKUBATU YHIKaNbHI 1CTOPIii, BIAUYBATH HAIPYTY, PaIiCTh, CTPax
a00 3aXOIUICHHS, @ TAKOXK CIIBIEPEKUBATH MEPCOHAXKAM 1 TPUUMATH CKIIAHI MOpaIbHI
pilieHHs. AJie irpu 11e He JUIIE PO PO3BakalbHUN KOHTEHT, 3a JIOTIOMOT00 IrOp MOKHA
HaBYaTH, MOTUBYBATH, 00’ €QHYBaTH JIOJIEM HABKOJIO CIUIBHUX 17€il a00 I[IHHOCTEH,
(dhopmyBaTu CBITOTJIA, JOHOCUTH 1H(OPMAIIit0, TOIIO.

B Vkpaini us cdepa moci po3BUBAETHCS, XO0Ya BXKE € MNPUKIAAU YCHIIIHUX
MPOEKTIB TakuX sk cepis irop Stalker, Metro, Cossacks 3, Sherlock Holmes series, Toro.
Tomy TpebGa po3UIMpIOBATH aCOPTUMEHT YKPAaiHCHKUX Irop, mpoOyBaTHU Pi3HI KaHPH,
BUBYATU PIi3HI 1HCTPYMEHTU 1 TEHACHIENIi Uil MOJAIbIIOl PO3POOKH MPOEKTIB, SAKI
OylyTh 1IKaB1 JIFOJSM.

Meta po3poOku M€l Tpu MOCHIJKEHHS TaKOro >KaHpy sK horror-survival i
BUBYEHHS METOMAIB 1 IHCTPYMEHTIB NIl po3poOKku irop B miioMy. IIpoekT mo3Bosie
03HAaOMUTHCH 3 €TalaM po3pOoOKH 1rop: Bif 1/1€1 1 popMyBaHHs KOHIIETIIT MEXaHIK, /10
CTBOPEHHSI Bi3yaJIbHOIO CTHIIIO, HAIIMCAHHS CKPUITIB 1 iX TECTYBaHHS.

Jlnst nocsirHeHHss MeTH OyB 00panwuii irpoBuit pymiit Unity[1], skuii Mae HU3bKUMA
nopir Bxoay, 0araTo HaBUaJbHUX MaTepiaiiB, MPUKIAAIB 1 JOBOJI BEIUKY CIUIHHOTY,
tomy Juist iepuioi rpu Unity — e 11€anbHuid IHCTpYMEHT. Takoxk Lel pyuii NiaATpuMye
PO3pOOKY IiJT pi3HI MPUCTPOI. Y MPOILIeCi CTBOPEHHS I'PU BUKOPUCTOBYIOTHCS P13HI aCETU
no tumy NavMesh, sikuil 3a0e3neuye MOXKIMBICTh HaBIralii MmepcoHa)xa mo irpoBOMY
CEepeNOBUILY HUISXOM MPOKIIanaHHs mapupyTiB a gomnomoroto I, 1 3D-monenvku 3
asset store i1 CTBOPEHHS CLIEHU. 3aCTOCOBYIOTHCS 1HIII MaKETU sl pOOOTH 31 3BYKOM,
aHIMAIli€l0, OCBITJIEHHSM Ta (D13UKOI0, 0 MPUIIBUIIIYE PO3POOKY MOA1I0HUX MPOEKTIB.
Takoxx mnpu po3poOili BUHHUKAIU JEsAKi MpoOJeMH, SIKIi 3MIT BHUPIMIUTH HaTTEPH
nporpamyBaHHs Singletone[2].

Pe3ynbpraroM po3poOku € rpa B xaHpi horror-survival, B sikiii peanizoBaHi 6a30Bi
MEXaHIKH TaKl K MaTpyat0BaHHS BOPOTa, IEPECITyBaHHS IPABLA KO HOTO BUSBICHO,

a TaKoX B3a€MO/Iisl 3 00'ekTamMu oToueHHS. ['py MOXKHA 3amyCKaTy Ha Pi3HUX TPUCTPOSIX,
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30KpeMa Ha NMepPCOHATBHUX KOMII IOTEpax, a 3a MoTpedu — ajganTyBaTH JJii MOOITbHUX
miardopm. ITpoekT Moxe ciryryBaTv HaBYaJbHUM MPUKIIAJOM JJIs TOYATKIBUIB Y cdepi
pO3pOOKHU 1rop, a TakoK 0a3010 IS MOJANBIIOT0 BAOCKOHAJICHHS Ta PO3MIUPCHHS

(yHKI10HATY, BUBYEHHSI HOBUX TEXHOJIOT1H 1 €KCIIEPUMEHTIB Y MEXKax jKaHpy.
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1 OCHOBHUH PO3ILI

1.1 Orusg :xanpy horror-survival

1.1.1 T'o10BHi 03HAKH KAHPY

Horror-survival[3] sBiisie co0010 %aHp IpH, IKUI BKIIOYA€E Y ce0e eIEMEHTH Kaxy
1 BbkuBaHHs. Briepiie Takuili TepMin Bukopuctanu y 1996 mns penizy rpu Resident
Evil, sika 3aknana OCHOBH KaHpY.

OCHOBHOIO METOIO Irop y »kaHpi horror-survival € BHXXHBaHHS y BOpPOXKOMY,
HeOe3MeyHOMY cepeloBUllll. ['paBenb Bpas3MBHil 1 HE MAa€ MOBHOTO KOHTPOIIO HaJ
cuTyaniero y rpi. ['paBiiro Moxke HaiaBaTUCh 30pOst 1 BCUISIKI pecypcH JUisl BUKUBAHHS 1
MPOTUCTOSIHHA BOpOram, aje B 0OMEKEHIM KUJIbKOCTi, 00 BOHM MOXYTh OyTH B3arai
BiicyTHIMU. ["paBelib Ma€e JOCUTH OOMEkeH1 (PI3MUHI MOXKIUBOCTI — 3a3BUYail BIH MOXKe
JvIe WTh, OIFTH ¥ MIJHIMATHUCS HA HEBEJIHKI MABUIICHHSA. TaKuM YHHOM I'paBellb He
MOX€E JIOBFO MPOTUIIATH BOpOraMm 1 MOMY JOBOJUTHCS YXWISTUCH, BUPIIIYBATH
rOJIOBOJIOMKH, XOBAaTUCh, TIKATH, TOILO JUIsl IPOCYBAHHS 110 CIOKETY a00 MPOXOIKEHHIO
TpH.

YacTo meToro rpu € 30upanHs peueid. ['paBelib 3HaXOAUTHCS Y 3aKPUTIN JTOKAIIi1,
JIe Ha HbOT'O TOJIF0E€ MOHCTP. 71l mpoxoakeHHs rpu Tpeda 310paTu BCl pedl 1 He OyTH
3JI0BJIEHUM BOPOTOM. Y pasi mporpamty Bce Tpeba MOYMHATH CIOYaTKy. Takox Moxke
OyTH MPUCYTHIM CIOXKET 1 1€K1 TOJIOBOJOMKH.

BaxunmBoro ckianoBorw horror-survival € atmocdepa, sika BUKIUKAE y TpaBLs
CTpax, BIIUYTTS HANpyrd 1 TPpUBOXKHOCTI. [{nsi 11 CTBOpEHHS BaKJIMBI BI3yallbHI 1
3BYKOBI1 €()eKTH.

VY nokamifx BUKOPHCTOBYIOTH NPHUIJIYLIEHE TYCKJE CBITJIO, TyMmMaH, AOLI, abo
noii BiAOyBarOThCA BHOYI. Taki yMOBHU MOTIPIIYIOTh HaBIralil0 I'paBIsd 1 3MyLIYIOTh
Moro Oytu Ourbln oOepexxHumu. YacTto Jokamii po3poOisSOTHCS TEMHUMHU Ta
KJ1aycTpohoOHUMHU, 13 BY3bKMMHU IPOXOAaMHU, OOMEXKEHUMHU paKypcaMu KamepHu Ta
TIHSIMU. XO0Ya Irpy LbOTO KaHPY TaK0X BUKOPUCTOBYIOTh BENIMUYE3HI MyCTI MPOCTOPH.

3BYKOBI €()e€KTH CTBOPIOIOTH BIIUYTTS 3aHYpPEHHS Yy TIpy 1 MOXYTb OyTu

MOBHOIIIHHUM €JIEMEHTOM TeHMIUICI0, KOJHM IS TIPOXO/DKeHHS Tpeba 1me #
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NPUCIyXaTUCh. 3BYKaMU [O3HAYalOTh HAONMKEHHS BOpOra, BCTaBISIIOTH Y
JDKaMIICKepu abo MpocTo OOMaHIOKThH IpaBls, 100 BUKIMKATH TPUBOTY 1 3MYCUTH
0OSITUCSL KOKHOTO HIOPOXY. VY JKaMIICKeWpax 3BYK 1€ HalBaXJIMBIIIA JIeTallb, a0o
came pi3KHid, TY4YHUH 3BYK y IMO€AHAHHI 3 HEOUIKYBAHOIO B13yaJbHOIO MOSBOIO MOHCTpA
BUKJIMKA€ CUJIbHY €MOIIHHY peakililo — 3MuByBaHHs a0o0 mepensik. be3 3Byky edekt

HECHOIBAaHKU 3HAYHO CJIAOIIHNHA.

1.1.2 Orasa anajoris

Eyes the horror game — 6e3komToBHA rpa kaxiB, po3podisieHa Ha pymiii Unity 3D.

['paBens — e 370.11M, sSIKMI TIpOKpaBcst B OAHY 3 JOKaliii(0OCOOHSK, JIKapHS,
IKoja) 1 moBuHeH 310patu 6/12/20/30, 3anexHO BiJl BUOPAHOTO PIBHS CKIIAIHOCTI,
MiIIKiB 3 rpommmma. [1ig yac uporo rpasis Oy/ie nepeciilyBaTi OJAUH 3MOHCTP1 MOHCTP:
Kpeiici, Yapimi abo Jpyxok. I'paBeiib MOke XOBAaTUCh Y KIMHATaX, 10 SIKUX MOHCTPH HE
MarTh JOCTYITY.

Kosxna nokariis mae cBoi ocobnuBocTi. Jlo npukiagy B IIKOJI MiJl Yac Mepeps
JBepl BCiX KIMHATH B OyiBJI BIAKPUBAIOTHCS 1 IpaBellb CTA€ YK€ YPa3JIUBUM B LieH
4ac JOKH MepepBa He 3aKIHYUTHCS, a IBEP1 HE 3aKPUIOTHCS.

['pa mae 4oTHUpHU piBHI CKJIAJHOCTI. 3 KOKHUM PIBHEM 30UIbIIYETHCA KITBKICTh
MIIIKIB 1 BUAKICTb MOHCTPIB. Ha pucynky 1.1 300paxeno nocrep rpu “Eyes the horror

game”.

Pucynoxk 1.1. IToctep rpu “Eyes the horror game”

Outlast[4] — komm'ToTepHa Bifeorpa B kaHpi survival horror Bix mepioi ocodu,

po3poOiieHa ¥ BuUNyllleHa KaHaJcbkolo kommaHielo Red Barrels na mmardopmy

3M.
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Microsoft Windows y 2013 pomi. Ili3Hime Oynu BumyiieHi Bepcii rpu aias macOS,
Linux, PlayStation 4, Xbox One i1 Nintendo Switch. [Toxii B Outlast BinOyBatoThCs B
MOKUHYTIN MNCUXIATPUYHIN JIKapHI, J€ TEepOU-KYPHAIICT CTHKAETHCS 3 KOPCTOKO
HaJalmToBaHUMHU 00keBUTbHUMU. [IpoTaroHict He Mae 30poi ¥ 3MylLIEHUM TIKaTH Ta
XOBAaTHUCA BiJ] BOPOTIB, 110 NEPECTIAYIOTH HOTO.

['paBui MOXyTh XOBaTHCs B madkax 1 MmijJ JbKKaMu, a00 3a4UHATU ABEP1 Mepe
Boporamu. OJIHaAK BOPOTH INYKAIOTh 1X 1 MOXYTh MPOTHUCHYTHUCh 4Y€pe3 HEBEIMKI
MPOCTOPHU, TOMY HOTPIOHO OYTH OOEPEKHUM.

€nuHu TpeaMeT, SKMM Mae TpaBlli, 11e BiJieokaMmepa. BimeokaMmepa mpairoe Bijl
OaTtapei Ta Mae CHCTEMYy HIYHOTO Oay€HHsl, sIka BUKOPUCTOBYETHCS ISl HaBiraiii B
TeMHUX MicIsiX. batapeiiku moTpiOHO 30UpaT MPOTITOM YCi€l rpH, 00 HiYHE OaueHHS

BiZleokaMepH mpairoBaino. Ha pucyHky 1.2 300pakeHO ocTep AaHoi rpu.

Pucynok 1.2. IToctep rpu «Outlasty

Amnesia: The Dark Descent[5] — rpa B sxanpi survival horror, Bunyiiena ctyzai€eio
Frictional Games y 2010 pomi. I'paBens rpae 3a Jlaniens, sKuii NPOKUIAETHCS B
TEMHOMY 3aMKy 0e3 Iam'sTi Ipo cBoe MuHyne. oMy TOTpi6HO 3HaiiTH GapoHa
Onexcanapa bpennenOypra,. [locTynoBo rpaBenp po3KpUBAE CEKPETH, AKI MPUXOBYE
3aMOK, Ta J0JII0 camoro JlaHiens.

I'pa He mependauae mpsimoro OO0 3 BOporamu, BoHa ()OKYCYEThCS Ha CTEJIC-

eJleMeHTax 1 BIWKHBaHHI. ['paBenp 3MyIIEHUWH YHHKAaTH BOPOriB, XoBaTHCs abo
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BUKOPHUCTOBYBAaTHU pi3HI MexaHi3Mu. OJIHI€EI0 3 OCHOBHHUX OCOOJIMBOCTEH € cucTeMa
MICUXIYHOTO CTaHy MEPCOHAXa: SIKIIO BiH nepedyBae B TEMPSIBI, IUBUTHCS HA MOHCTPIB
MOro NCUXIYHUN CTaH NoripiryeTbes. Lle nposBiseTbes B 3MIHEHOMY 30p1 Ta CIIyXOBHX
ramonHanisax. o6 36epertu po3ym, rpaBellb NOBUHEH BUKOPUCTOBYBATH JUKEpesa
CBiTJIa, HANIPUKJIA, JAMITH a00 CMOJIOCKHIIH.

VY mporeci rpu Tako 3yCTpi4aroThCsl FOJIOBOJIOMKH. ['paBells MOBUHEH 30UpaTH
MpeaMeTH, BIJKpUBATH JIBEPl, AKTUBYBAaTH MEXaHI3MU U poO3rajyBaTd 3arajku.
[HBeHTap 0OMEXEHMIT, IO CTBOPIOE TOJATKOBY CKIIAJHICTh, OCKUIBKU PECYPCH HIBUIKO

3aKIHUYIOThCS 1 TOTPIOHO 00epexkHO iX BUKopuctoByBat. Ha pucynky 1.3 300paxkeHo

noctep rpu “ Amnesia .

Annesia

R DARK DESCENT —

Pucynok 1.3. IToctep rpu “Amnesia”
1.2 CrBopenns 3D-cuenu

1.2.1 Iomyk aceris.

Jlnst rpu Oyna BUPIIIEHO CTBOPIOBATHU JIOKAIIIO CTPALIHOTO JICY 1 JAEsKi MiHi-
JOKallil y HbOMY, a MOUIYK aceTiB MPOBOAMBCA B unity asset store. [[nsi cTBOpeHHs
JoKailii Oy mii0paHi HACTYIIHI aCeTH:

1. Environmental Asset Pack (nuB.1.4):
- Ilpedadbu nepes Tree 1, 2, 3, 4;
- Tekcrtypa rpynty Grass3;
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Environmental Asset Pack

JP  Joshua Pearson Kk kK (11) | @ (1216)

FREE

Taxes/VAT calculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA

File size 341.7 MB

EnVl ron mental - Latest version 1.0
Asset Pa C k T Latest release date Jun 12, 2020

Original Unity version @ 2019.2.0

Support Visit site

Reviews & % % iy

m ‘ View Fullbetats

Pucynok 1.4. Acer Environmental Asset Pack

2. Grass And Flowers Pack (quB. 1.5):

- Texcrypa TtpaBu Grass2.

X
Grass And Flowers Pack 1

VP Viadislav Pochezhertsev Kk kkk (98) | @ (4353)

FREE

Taxes/VAT calculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA
File size 721 MB
Latest version 1

Latest release date Jul 18, 2017

Original Unity version @ 434

Reviews % sk %

m ViewFuliberals

Pucynok 1.5. ITak tekctyp Grass And Flowers Pack

3. Cathedral and Cemetery Kit (quB. 1.6):

- Xpectu: Cross 1, 2, 3, 6;

- Hanarpo6ku: Grave 5, 6, 10;

- Kammuus: Chapel Part 1A;

- Cxonm: Steps_1A;

- Ilapkan: Fence 1A, Fence 1C, Fence 1F, Fence Pillar B;
- Bopora: Fence Gate 1 RiFence Gate 1 L;

- JHomosuna: Coffin Closed.

PI108. 24 000. 00 A1 T13
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Cathedral and Cemetery Kit

AM  Aquarius Max ok koK (14) | ®(588)

alculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA
File size 76.2 MB
Latest version 125
Latest release date Jun 19, 2019
Original Unity version @

Support

Reviews s k-

Open in Unity ‘ View Full Details ‘

Pucynok 1.6. Acer Cathedral and Cemetery Kit

4. Traditional Water Well (mus. 1.7):

- Mopgenans Koaoaa3s.

Traditional water well

3 3DMon Jk ok ki (211) | @ (1783)

Taxes/VAT calculated at checkout

Product Information

License agreement ~ Standard Unity Asset Store EULA
License type Site
File size 41 MB
Latest version 11
Traditional Latest release date Sep 25, 2012

- e S Original Unity version @ 35.0

l =4 ‘ Support te
wudots ) Reviews %k ¢

‘ View Full Details ‘

Water Well

Pucynok 1.7. Acer Traditional Water Well

5. Wood Bucket: Standard + Dirty (aus. 1.8):

- JlepeB’sHi Bijpa.

Wood Bucket : Standard + Dirty
K Kaiba (not enough ratings) | @ (105)

FREE

Taxes/VAT calculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA
File size 281 MB
Latest version 1.0

Latest release date Jul 5, 2022

Original Unity version @ 2019.4.31

Support sit s

Open in Unity ‘ View Full Details ‘

Pucynok 1.8. Acetr Wood Bucket: Standard + Dirty

PI108. 24 000. 00 A1 T13
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6. Cursed Toy: Shadowlop (aus. 1.9):

- Mogens Bopoxxoro NPC 3 nsikatounm BUTIISIOM Ta aHIMAIlIsIMU

X

CURSED TOYS Cursed Toy: Shadowlop

SY Serhat Yucekaya *hkkk (3) | @ (218)

FREE

Taxes/VAT calculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA
File size 35.0 MB
Latest version 1.0
Latest release date Feb 8, 2024
Original Unity version @ 2022.3.8

Reviews s % %

Open in Unity ‘ View Full Details

Pucynok 1.9. Acet Cursed Toy: Shadowlop

7. 6 x 3D Cute Toy Models (aus. 1.10):

- Mopaenb M’siKoi irpamiku kpoiuka Rabbit.

X
6 x 3D Cute Toy Models

PG Psionic Games Kk kK (17) | @ (813)

Taxes/VAT calculated at checkout

Product Information

License agreement  Standard Unity Asset Store EULA
License type Site
File size 8.2 MB
Latest version 10
Latest release date Dec 19, 2017
Original Unity version @ 2017.3.0

Support Visit site

Reviews % k%

‘ View Full Details

Pucynok 1.10. Acer 6 x 3D Cute Toy Models

1.2.2 HanamryBanus Terrain

J171s1 cTBOpEHHSI irpoBOi IO BUKOPUCTOBYEThCS 3-D 00’ ekt Terrain[6], ToMmy
[0 Ha HhOMY MO>KHA CTBOPUTHU PEATICTUYHUN pelibe(d MOBEPXHI, a TAKOX BiJl Ma€ BCI
MOTPIOH1 IHCTPYMEHTH JIJIs1 HAaJAlITyBaHHS I€PEB, TPABH, TEKTYPH MOBEPXHI, TOIILIO.

V¥ Terrain Settings Oynu 3agani po3Mipu noepxHi 248*248 1 pucora 600 (nuB

puc.1.11).

Apk.
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Mesh Resolution (On Terrain Data)

Terrain Width

Terrain Length

Terrain Height
Detail Resolution F

Detail Resolution

Pucynok 1.11. HanamryBanHus po3mipiB Terrain

V Bknaaui Paint Terrain ooupaetscs iHcTpyMeHT Raise and Lower Terrain. Moro

OCHOBHA (DYHKI[isl OJIATA€E B MIAHATTI 00 OMyCKaHHI YaCTHHM MOBEPXHI JIaHAmapTy

NUISIXOM MalitoBaHHs neHsneM 1o Terrain. B Unity € noctynHuit Habip meH3mIB 3a

3amMoBuyBaHHIO. Jlyis cTBOpeHHsT penbedy OyB oOpanmii mensensb builtin brush 6 3

HanawmtyBaHHsIMH Brush size - 320 1 Opacity — 3.5. Ha puc. 1.12 HaBeneHo pe3yabrar i

HaJIalOTyBaHHS.

Pucynoxk 1.12. Burnsip terrain 3 qoganum penbedhom

[Ticns cTBOpeHHS penbedy NOBEpXHI Tpeda HaAaTH OUTbII PEaiCTUHYHOTO BUY.

JUJIs 1bOrOo BUKOPUCTOBYETHCSI IHCTPYMEHT IHTPYMEHT Paint texture y Tiil »e BKIAIL1

Paint Terrain. BiH [03BoJise Hakmanath TEKCTypu Ha pi3HI AuisiHka Terrain,

CTBOPIOIOYM MPUPOJIHE NOKPUTTS: TpaBy, IPYHT, KaMiHHs Towo. [1lo0 nonatu Tektypy

Tpeba HatucHyTu Ha Edit Terrain Layers, motim oOpatu Create Layer 1 oOpartu

noTpiOHUM (aiin, o0 A0JAaTH TEKCTYpY AJIA MalOBaHHA. J{J CTBOPEHHS MOKPUTTS 3

acety JP Environmental Asset Pack Oyna Bukopucrana tekctypa tpaBu Grass 3 Y

3M.
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HanamtyBanHsax Tiling Settings nns mapamerpiB Size nmo ocix X Ta Y Oyno

BCTaHOBJIEHO 3HaueHHs 2. Ha puc. 1.13 naBeneni HanamryBanHs ais Paint Texture.

Terrain Layers

L Edit Terrain Layers...

[ 2 Il
Open

Tiling Settings

Pucynok 1.13. HanamryBaHHs iHcTpyMeHTy Paint texture

Hwuxue HaBeeHO BUTIISIA terrain 3 TEKCTypoto (AuB. puc. 1.14).

Pucynok 1.14. Burnsan Tekctypu Ha terrain

[I{o6 cTBOpHUTH BpaKEHHS )KMBOTO CEPEAOBHILA BUKOPUCTOBYETHCA IHTPYMEHT
Paint Details, sikuil 103B0JII€ pO3MILIYBaTH TPaBY, KYII1, KBITH Ta 1HII APiOHI 00'€KTH

Ha nosepxH1 da"amadry. Ilo0 gomatm TekTypy TpaBu noTpiOHO HaTucHyTH Edit

Apk.
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Models 1 o6patu Add Grass Texture. ¥ 1boMy BiKHI 10Ja€ThCA HEOOX1JHA TEKCTypa
TpaBu. [{ns TpaBu Oyna Bukopuctana tektypa Grass 2 3 acety Grass And Flowers Pack
1. [ToTiM y BikHI 0OupaeTbCs NOoTpiOHA TeKkTypa. /L 1aHoi TeKTypH Oy 3acTOCOBaH1
HACTYITHI HAJIAIITYBAaHHS:
- Min Width: 0.5;
- Max Width: 1;
- Min Height: 0.1;
- Max Height: 0.6;
- Detail Density: 5;
- Healthy Color: 636363;
- Dry Color: AGASAS.
Takox HamamTyBaHHS HaBeleH1 Ha puc. 1.15.
3aMiCTh SICKpaBO-3€J€HO1 TpaBU Oyyio 0OpaHO Cipl BIATIHKU JJIsl 3JI0POBOI Ta
CyXOi TpaBH, IO Kpallle BIAMOBIAAE MPUTIIYIIEHIM, TOXMYpiii 1 3aHen0aHii aTMocdepi

horror-cuenn.

Edit Grass Texture n

Detail Texture s Grass 2
Align To Ground (%) [
Position Jitter (%) [
Min Width 0.5
Max Width 1
Min Height 0.1
Max Height 0.6
Noise Seed (0]
Noise Spread

Detail density

Hole Edge Padding (%) @
Healthy Color

Dry Color

Billboard

Affected by Density Scale v

Pucynok 1.15. HanamryBanus tekctypu Grass 2

[Ticns Toro, ik TeKTypa TpaBu Oyya J0JlaHa, HAJNAIITOBYETHCS MeH3elb. byB
oOpanuii nen3ens builtin_brush 1 I vacTynni napamerpu:
- Brush Size:100;
- Opacity: 0.335;
- Target Strenght: 0.627451.

Apk.
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Takox HamamTyBaHHS HaBeJeH1 Ha puc. 1.16.

Details

£x Edit Details... Refresh

Detail patches currently allocated: 1024

Detail instance density: 409600

Brushes New Brush...

"I REEE
@ *

Pucynok 1.16. HanamyBanus iHcTpymeHTy Paint Details

Hwxdye nHaBeaeHo BUTIsA terrain 3 TpaBoto (auB. puc. 1.17).

Pucynok 1.17. Burnan terrain 3 101aHOIO TPaBOIO

[I{o6 cTBOpUTH JIiC CIIOYATKY OyJI0 BUKOPUCTAHO 1HCTpyMEHT Paint Trees, akuit
J03BOJISIE J0JABaTH JepeBa Ha Terrain y JAOBUIBHOMY MOPSAKY 3 ABTOMaTUYHUM
BapilOBaHHAM MaciiTaly, ooepranns Ta Bucotu. 1lod noxatu 3-D moneni aepes Tpeda
HatucHytu Edit Trees, motim BuOpatu Add Trees 1 obpatu moTpiOHY MoOneNb Y

BCIIMBAIOYOMY BIKHI.

Apk.
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Tree 1 Tree 2 Tree 3 Tree 4

Mass Place Trees £¢ Edit Trees...

Settings

Tree Height Random? v

Nidth to Height v

REHER

Pucynok 1.18. HanamryBanus iHcTpymeHTy Paint Trees

[TocTynoBo n07ar0ThCsl BCl MOJIEN1 I€pEB TPOXHU 30UIbIIYIOUM 3HAUYEHHS Tree

Density Bim 50 po 62. Takox OyB BcraHoBieHuid mnapamerp Random Oins

HanawmtyBaHHs Tree height 1 Tree weight, 06 aepeBa Oy pi3HOT BUCOTH 1 IIUPUHMU.

HanamtyBanns HaBeneni Ha puc. 1.18, a pesynbrar Ha puc. 1.19.

Pucynok 1.19. Burinsan terrain 3 1ogaHumu aepeBamu

1.2.3 CrBopeHHH Jicy

HepeBa, siki Oynau JofaHl Ha terrain, BBaXKalOThCS OJHUM LUIMM 3 HUM. lle

3aBakaJlo poOoTi 1HIIOro KoMmnoHeHTa NavMeshAgent, Tomy OyB CTBOpEHUIN CKpPHUIIT

CreateForest 1y oTpuMaHHs BCIX KOOPAMHAT AEPEB 1 3aMUCy iX y json Qaiii, a moTimM

CTBOPEHHSI iX K OKpEMHX 00’ €KTIB Ha CLEHI.

Cnouatky Oyino cTtBOpeHO kinac oOroptky TreeWrapper 3 mnojasamu ajis

3m. | Apk.| Ne moxym. | Iligmuc |[ara
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KOOpJIMHAT, BUCOTH, IIUPUHU 1 1HAEKCY JepeBa. Kiac mno3HadyeHuil aTpuOyToM

Serializable nns Toro, mo6 uei kiac Mir OyTu KOHBEpTOBaHUM Y json ¢opmat y Unity.
namespace Assets.Logic.Scripts

{
[Serializable]
public class TreeWrapper
{
public float x;
public float y;
public float z;
public float widthScale;
public float heightScale;
public int prototypelndex;
}
}

Tak sik 1epeB 0arato, To MOTPIOHO Aech 30epiraTu i 1aHi, ToMmy OyB CTBOPEHHUI
npyruii kinac obroptka ArrayTreeWrapper. BiH Takoxx Mo3HaueHUM aTpuOyTOM
Serializable. ¥V knaci € none macuB tuny TreeWrapper, Tak SiK JUIIE MacHUB MOKHA
KoHBepTyBaTu y Json. I1[o0 3agaTu po3mip MacuBy, y KOHCTPYKTOP KJIaCy MepPeIaeThCs

3MmiHHa length Tumy int.

namespace Assets.Logic.Scripts

{
[Serializable]
class ArrayTreelWrapper
{
public TreeWrapper[] Array;
public ArrayTreeWrapper(int length)
{
this.Array = new TreeWrapper[length];
}
}
}

Jis ctBopeHHst camoro json (aitny y ckpunti CreateForest OyB HammcaHui
Meton CreateJsonFile(). B HboMy 3a J0MOMOrorw akTUBHOIO terrain OTPUMYIOTHCS
€K3eMILISIpU JepeB y 3MiHHY . Jlani 3MiHHa trees nepedupaeThes y nuki foreach. Jlns
KOKHOT'O JIepeBa BUPAXOBYETHCA TI00ATbHI KOOPAMHATH 1 BCl JIaHl 3alMHUCYIOTHCS Y
ex3eMIuisap kiacy TreeWrapper. O06'ext TreeWrapper cepianizyerbes y popmar JSON
3a nonomororo JsonUtility. ToJson.

[Ticnst 3aBepIIeHHS UKy BUKOPUCTOBYETHCSA KOHCTPYKIIIS Using, sika BIIKPUBAE

(baiin ;i 3anucy 1 aBTOMaTUYHO 3aKpUBAE MOro micis 3aBepiieHHs 010Ky. B cepeauni

Apk.
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0510Ky cTBOprOeThes 00'exkT StreamWriter 3 metonoM File.CreateText("trees.json")ass

CTBOPEHHsI HOBOTO (pailly 3 Ha3BOIO trees.json y KopeHeBi mamii npoekty. IToTim

Meroa sw.Write(jsonString) 3anucye TeKCT 3MiHHOT jsonString y json ¢aitn. Lleit metox

BUKJIMKAETHCS y MeTOA1 Start() 1 mpu 3ammycKy rpu CIpalbOBYE.

private void CreateJsonFile()

{

}

var trees = terrain.terrainData.treelnstances;
n

string jsonString = "{\"Trees\":[";
foreach (var tree in trees)

{
Vector3 localPos = new Vector3(
tree.position.x * terrain.terrainData.size.x,
tree.position.y * terrain.terrainData.size.y,
tree.position.z * terrain.terrainData.size.z
)
Vector3 worldPos = terrain.transform.position + localPos;
var item = new TreeWrapper
{
X = worldPos.x,
y = worldPos.y,
z = worldPos.z,
heightScale = tree.heightScale,
widthScale = tree.widthScale,
prototypeIndex = tree.prototypeIndex
s
jsonString += JsonUtility.ToJson(item) + ",";
}

jsonString += "]}";

using (StreamWriter sw = File.CreateText("trees.json"))

{
}

sw.Write(jsonString);

s necepiamizanii BMICTY (aitmy trees.json y kimaci ArrayTreeWrapper Oys

HanucaHuit Mmeto] ReadJson(string fileName). ¥V meToai BigkpuBaeThes 00K using, e

CTBOPIOEThCS €K3eMIUIsip kiacy StreamReader 1 3uurtaro BMmicT (¢ailly METOIOM

ReadToEnd () 1 30epirae MOro y psanok json. IlOTIM 1el psgok aecepianizyerbcs 1

MOTpaIUisg€e y MacuB Array.

public void ReadJson(string fileName)

{

string json = "";
using (StreamReader sw = File.OpenText(fileName))

{
}

var info = JsonUtility.FromJson<ArrayTreeWrapper>(json);
Array = info.Array;

json = sw.ReadToEnd();

3M.
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Hami y ckpunti 6yB ponucanuit meron CreateForestFromJson(). Cnouatky B
HBOMY CTBOPIOETBCSI eK3eMIUlsAp kiacy ArrayTreeWrapper 1 BHUKIMKAae METO
ReadJson(). ITotiMm MmacuB nepebupaeThCst HUKIOM. {7151 KOKHOTO JiepeBa CTBOPIOETHCS

00'€KT Ha CIIEHI METOJIOM Instantiate 13aJa€ BCI MOTPIOHI MapaMeTpHu.

private void CreateForestFromJson()

{

ArrayTreeWrapper listTrees = new
ArrayTreeWrapper(terrain.terrainData.treeInstances.Length);
listTrees.Readlson("trees.json");

foreach (var tree in listTrees.Array)

{
GameObject gameObject = Instantiate(gameObjects[tree.prototypeIndex], new

Vector3(tree.x, tree.y, tree.z), new Quaternion(@, @, 0, 9));
gameObject.transform.localScale = new Vector3(tree.widthScale,
tree.heightScale, tree.widthScale);

}
}
Meton CreateForestFromJson Bukinukaerbest y Start() 1 IpH 3ammycKy HpOEKTY
CTBOPIOIOTHCS 00’ €KTH JiepeB. Y iepapXxii BUAUISIOTHCS YCi AepeBa 1 KomitoroThes. [licns

3aBEPILIEHHS IPOEKTY CTBOPIOETHCS IyCTUH 00’ €KT y 1€papXii 1 Tyl BCTaBISIOTHCS yCl

ckomiiioBaH1 00’ extH (uB. puc. 1.20).

&) Forest
) Tree 2(Clone
) Tree 2(Clone
] Tree 2(Clone
] Tree 2(Clone
) Tree 2(Clone
] Tree 2(Clone
1 Tree 2(Clone

1
( 2
\ 3
4
( <

=

6
7
8
9)

Ny )
e )
g )
Ny )
I )
i )
)
)

) Tree 2(Clone
] Tree 2(Clone

(
(
(
(
(
(
(
(
(

Ny

) Tree 2(Clone) (10)
‘I‘ Tree 2(Clone) (11
) Tree 2(Clone) (12
) Tree 2(Clone) (13
‘1‘ Tree 2(Clone) (14

=

)
)
)
)
)
)
)
) Tree 2(Clone)
)
)
)
)
)
)
)

Pucynoxk 1.20. Burnsig 06’ ekty Forest y iepapxii

Huxue HaBeeHO BUTIISLA JIICY MICIISI BUKOHAHHS CKpUNTY (quB. puc. 1.21).
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Pucynok 1.21. Burnsia cuenu 3 nepesamu

1.2.4 CrBOpeHHs JOKaALIH

[To mepumerpy terrain OyB po3cTaBieHuil napkaH (nuB. puc. 1.22). ITapkan
noTpioeH, mod 0OMEXKUTH MPOCTIP € MOXKHA MepecyBaTucCa. Tak rpaBelb HE MOXKE
BUIMAKOBO Y HABMHCHO BUMTH 3a Me1 Manu. Takox 0 napkaHa Oyyiu J0/1aH1 3aKpUTI

BOpOT. BoHU BiIKPUBAIOTHCS JIUIIIE MICIIS 3aBEPILICHHS TPU.

Pucynoxk 1.22. Jlokaris 3 10JJaHUMH BOPOTaMH 1 TapKaHOM

Takox y Jjici OyJid CTBOPEHI JAEsIKi MiH1 JIOKallii, 100 YpI3HOMAHITHUTH CILIEHY 1

JIaTU MOXJIMBICTH TPABIIO0 OPIEHTYBATHUCh.

Apk.
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[lepmra noxkarris e 3aHen0aHUN KOIOA3b, O171s SIKOTO JIeXKaTh cTapi Biapa.(auB.

puc. 1.23).

Pucynox 1.23. Jlokauis 3 KoIoas3em

Jlpyra nokartist siBJisie COOOI0 JIMIIIE KAITUIIO 31 cxoAgamu (AuB. puc.l.24).

Pucynox 1.24. Jlokauis 3 Kariuuero

Tpets noxkaiiist siBsie COO0I0 JOMOBUHY, KA JIEKUTh HA 3€MJIl, 3 XPECTOM (JIMB.

puc.1.25).

Pucynox 1.25. JIokarist 3 JOMOBHHOIO

Apk.
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Takox 1o yicy Oy po3cTaBl€HI XPECTH 1 HAATPOOKH (auB. puc. 1.26).

Pucynok 1.26. Xpectu 1 HaArpoOku

1.2.5 HanamryBaHHS TyMaHY

HanamryBanHs TymaHy BHUKOHYEThCS 4Yepe3 maHenb Lighting, y BKIAILl
Environment. I1oTpiOHO BCTaHOBUTH Tpamnopens Ol myHKTY Fog 1 Toni 3’sSBisAThCA
HAIAIITYBAaHHA JUIsI TyMaHy. byny HamamToBaHi Taki mapameTpu:

- Color: 6B797D;

- Density: 0.1;

- Source: Color ;

- Ambient Color: 363A42.

HanamtyBanHs HaBeneH1 Ha puCyHKy 1.27.

O Inspector ® Lighting
Scene Environment Realtime Lightmaps Baked Lightma

Environment
® Default-Skybox

None (Light)

Reflections
Skybox
128

v

Exponential
0.1

None (Texture 2D)

Pucynok 1.27. HanamryBaHHs TymaHy y BkJIaaui Environment
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Huxue Ha pucynky 1.28 300paxxeHo peHaep I'py 3 TYMaHOM.

Pucynox 1.28. Burnsan tymany y rpi

1.2.6 HanamrTyBaHHS 3ByKOBOI'0 CYIIPOBOIY

V iepapxii npoekTy Oys0 cTBOpeHO ImycTui 00’eKkT 3 Ha3Bor0 BackgroundSound.

[I{o6 3poOuTH 3BYKOBUM CYNpOBiJ BUKOPUCTOBYETHbCS KOMIOHEHT AudioSource[6],

akui nojgano 10 06’ekty BackgroundSound. ¥V AudioClip o6pano 3Byk mystic-forest-

ambient-23812.mp3 3 nanku npoekty Sound. binsg napamerpy Play On Awake 1 Loop

MOCTaBJIEH] MPAINopIll, 1100 3ByK MOYMHAB I'PATH OAPa3y MICis 3alyCKy I'pH 1 MOCTIMHO

NOBTOpIOBaBcs. 3Byk OyB BcraHoBieHUH B 0.024. Bei HanamyBanHs AudioSource Ha

puc. 1.29.

il v Audio Source

Logarithmic Rolloff
1

500

Pucynox 1.29. HanamryBanus Audiosource 06’ekty BackgroundSound
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Takox 71 MOJaNbIIOi MOKJIMBOCTI PEryJIIOBaTH TYYHICTh 3BYKIB y mamui Sounds
oyno nogano AudioMixer 3 rpynamu Ambient 1 Sounds (nus. puc. 1.30). Toai mikiiep

3 Ha3BOIO Ambient OyB oOpanuii B mapametpi Output

I Project B Console © Animation 4t Audio Mixer

tt Mixers Master Ambient

AudioMixer

=, Snapshots

Snapshot

[ Groups

® v Master

® Sounds

® Ambient {80 {80]

I} Views -80.0 dB -80.0 dB -80.0 dB

View

Attenuation Attenuation Attenuation

Add.. Add... Add..

Pucynoxk 1.30. AudioMixer
1.3 HanucaHHsI OCHOBHOI JIOTIKM TPH

1.3.1 HanamrTyBaHHS OCHOBHHUX KJIACiB | CKPUIITIB

Jlnst mouatky poOoTH OyJIO CTBOPEHO JEKIIbKa KJIACIB SKI HE € CKPUIITAMHU, a €
JOTIOM1KHUMH.

Posrnsnemo knac Gamelnfo. B kmaci peani3oByeThbes AM3ailH  HaTepH
nporpamyBaHHsi Singleton[2] mist Toro, mo6 MaTH 3MOTy OTPUMYBATH OJHY 1 Ty X
iH(opMalIlito 3 pi3HUX CKPUIITIB MPU BUKIKKY 1IbOTo Kiacy. 1106 peanizyBaTu nmarepH
KOHCTPYKTOp Kiacy Oyio 3poOjieHOo private 1 OyJO CTBOPEHO €IWHUM MpPUBATHUM
CTATUYHUN €K3eMIUISp I[LOTO K Kiacy instance. [1[o6 maTu 3Mory B3aeMOAIsATH 3 UM
€K3EMIUISIPOM CTBOPEHO BJIACTUBICTH Instance, sika mocuiaeTbest Ha _instance.

VY kJaci CTBOPEHO HACTYMHI My OI14H1 HOJIS:

- DifficultyType — notouHuii piBeHb CKJIaIHOCTI TPH;

- CollectedToys — KUIbKICTh 310paHUX ITPAIIIOK;

- SumOfToys — 3aranbHa KIIbKICTh ITPAIIOK, SIKY MOTPIOHO 310paTu;
-  EnemyWalkSpeed — mBuakicth Xxo0as0u Bopora;

- EnemyRunSpeed — mBuakicts 6iry Bopora;

Apk.
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- SightRange — nanbHicTh 30py Bopora;

- IsGameOver — OyneBuii nmpamnopelb, 0 NOKa3ye, YU 3aBepIlieHa Ipa;
- PlayerSpeed —mBuaKicTh X040 TPaBILS;

- PlayerRunningSpeed — mBuakicte 0iry rpaBiis;

- PlayerStaminaCapacity — 00’e€M BUTpUBAIOCTI TPaBIIs;

- CursorSensitivity — 4yTJIUBICTb KEPYBaHHS KypCOPOM.

public class GameInfo

¢ private GameInfo() { }
public DifficultyType DifficultyType;
public int CollectedToys;
public int SumOfToys;
public float EnemyWalkSpeed;
public float EnemyRunSpeed;
public float SightRange;
public bool IsGameOver;
public float PlayerSpeed = 0.05f;
public float PlayerRunningSpeed = 0.1f;
public float PlayerStaminaCapacity = 2.0f;
public float CursorSensitivity = 200;

private static GameInfo _instance = new GameInfo();

public static GameInfo Instance => _instance;

}
Takox y knaci € metos1 UpdateGamelnformation(), sikuit 300paskeHO Ha PUCYHKY

1.31. Y Switch Bu3HauaeThcsa piBEHb CKJIAAHOCTI 1 B 3aJI€KHOCTI BiJl HHOTO 3aa€THCS

3HaueHHs noisiM EnemyWalkSpeed, EnemyRunSpeed, SightRange 1 SumOfToys.

Meton  UpdateGamelnformation() g03BOJsie  HalalmITOBYBaTH  OCHOBHI
napaMeTpu TpPU BIAMNOBIAHO 1O BHUOPAHOrO pIBHSA CKIAJHOCTI, IO 3a0e3neuye
IUHaAMIYHY 3MiHYy YMOB rpu. Lle 103Bosisie THY4YKO aganTyBaTH ITPOBUM MPOILIEC M
JOCBIJI TpaBIIs Ta 30ajlaHCYBAaTH BUKIWK. Takui miaxXia MiBUILYE peirpadenbHICTb TpU,
OCKUIbKM KOKE€H PIBEHb CKJIAJHOCTI MAa€ YHIKaJbHI XapaKTEPUCTUKHU. Bci 3MiHU

30epiratoTbcs y €IMHOMY ek3eMIutpl kinacy Gamelnfo, 3aBisiku yoMy 3a0e3neuyeTbest

3M.
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Y3TrOKEHICTh IPOBOT0 CTAHY MIXK PI3HUMH CKPUIITAMH.

Start

Difficulty Type

Switch

|

[ DifficultyType.Easy

SumOfToys = 8;
EnemyWalkSpeed = 2;
EnemyRunSpeed = 4;

SightRange = 10;

!

[ Difficulty Type.Hard J

[ Difficulty Type.Medium

\
SumOfToys = 12; SumOfToys = 20;
EnemyWalkSpeed = 3.5f; EnemyWalkSpeed = 5;
EnemyRunSpeed = 4.5f; EnemyRunSpeed = 6;
SightRange = 15; ) SightRange = 17;

End

Pucynok 1.31. Cxema metony UpdateGamelnformation()

Hani po3rsineMo knac TextManager. Bin Tex peanizoBye narepH Singleton[2],

o0 MaTh MOXJIUBICTH 3MiHIOBaTH Ul-TekcTw 3 1HIIMX CKpHUNTIB. Y Kjacl € JiBa

yOJIYHUX MOJIS:

CounterText —

o0’ekt TMP_ Text, y sikoMmy, BIIOOpaKa€ThCs KIIbKICTh

310paHuX IrpaIiok;

PressC — o0’ext TMP_Text, 1o Moxe Moka3yBaTUCh Ha €KpaHi, KOJIU IPaBellb

HaOJIMKAETHCS 10 KOHKPETHOTO 00’ €KTY.

public class TextManager

{

private TextManager() { }

3M.
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public TMP_Text CounterText { get; set; }
public TMP_Text PressC { get; set; }
private static TextManager Instance = new TextManager();

public static TextManager TextManagerInstance => Instance;

}
Posrnsanemo cxoxuii ki1ac EndTextManager, sikuii TakoXX peaii3oBye HaTEepH

Singleton[2]. Lleit knac motpiOeH Ais nepenayi iHGopMallii y iHITY ClIEHY PO TEKCT,
KWW Ma€ 3’ IBUTHUCH TICIIS 3aBEPIUICHHS TpU. Y KJIaci € Ba myOJiyH1 BIaCTUBOCTI:
- Text — nanuc, sikuif Ma€ 3’ IBUTUCH MICII 3aBEPIICHHS TPU;

- Color — kouip, IKOro Mae OyTH HaIuc.

class EndTextManager

¢ private EndTextManager() { }
public string Text;
public Color Color;
private static EndTextManager _instance = new EndTextManager();
public static EndTextManager Instance => _instance;
}

1106 MaTh MOJIUBICTh BUITH 3 I'pH, CTBOpPEHO mycTuid 00’ ekt CloseManager 31
ckpunitoM Close. Y ckpunTi nepeBipseThcss YU HaTUCHYTa kHomka Escape 1 sikiio

HAaTUCHYTA, TO 3aBAHTAXYETbCA CICHA Menu, 1 I'paBCIb 0aYHTh rOJIOBHE MEHIO Irpu.

public class Close : MonoBehaviour

{
[SerializeField]
private InputActionReference Escape;
void Update()
{
if (Escape.action.IsPressed())
SceneManager.LoadScene("Scenes/Menu");
}
}

1.3.2 IIpoexryBaHHs irpoBoro 00’exry Player

['paBens npencrasienuit y surisiai 3-D kancynu 3 Ha3Borw Player. B iepapxii
00’ekTy Oyno ctBopeHo myctuii 00’ekt PlayerLook i1 mxepeno csitna Flashlight.
Takox g0 00’exty Oyno nomanHo kommnoHeHTH AudioSource, Character Controller,
Player Input i ckpunt Player.

AudioSource notpibeH ais TOro, mo0 Npu NnepecyBaHHI IpaBlsl OyJI0 YyTHO

Apk.
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3BYKHM KpOKiB. 3ByK KpokiB Footstep 29 0yB B3sTuil 3 acety Forest Sounds 2023 Lite.
[eit 3Byk Oyno o6pano y napamerpi AudioClip. ¥V mapamerpi Output o6paHo MiKIIEp
Sounds. Takox OyJin HanalITOBaHI HACTYIIHI TapaMETPH:

- Loop: true;

- Volume: 0.015;

- Pitch: 0.75.

HanamryBannus AudioSource mis Player HaBeneHo Ha pucyHky 1.32.
4 v Audio Source

AudioClip 1 Footstep_29

Output [* Sounds (AudioMixer)

Bypass Effects

Volume
Pitch
Stereo Pan

Spatial Blend

Pucynok 1.32 HanamryBanus AudioSource 06’exty Player

Komnonent Playerlnput[6] BUKOpUCTOBY€ThCS I TOTO, 1100 TpaBelb MIr
KEepyBaTH MEPCOHAXKEM 3a JIOMOMOTOI0 CTBOpPEHOi Buille Manu Aidi Game Actions. Y

napameTpi Actions 0yno oOpano mamy Game Actions (auB. pucto 1.33).

v Player
v
Tag Untagged
A Transform
Position
n
@ X 0.68
Capsule (Mesh Filter)
‘6 v Mesh Renderer
!) v Capsule Collider

B v Player (Script)

n D un (Input Action R

© v Player Input

Game Actions (Input Action Asset)
GreyForestActions
None (Input System Ul Input Module)
None (Camera)

Open Input Debugger

Pucynok 1.33. Inspector 06’exty Player
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Hani 6yno ctBopeHo ckpunt Player. Ha moyaTky oromoiieni cepianizoBaHi moJist

orientation, moveAction i1 runAction. [lone orientation mpuiiMae y cebe 00’e€KT

PlayerLook, moveAction 1 runAction — BianoBimHi Aii 3 Game Actions. [lami

OTOJIOIIYIOTHCS HACTYMHI mpuBatHi nosst. characterController mist KoHTpomO pyXy,

audioSource s 3ByKy, speed 1 runningSpeed Ui IIBUIKOCTI TEpeCyBaHHS,

staminaCapacity Ta timeStamina /1711 BUTpUBAJOCTI, gravity 1 velocity uist rpaBiTaiii.

public class Player : MonoBehaviour

{

[SerializeField]

private

Transform orientation;

[SerializeField]

private

InputActionReference moveAction;

[SerializeField]

private
private
private
private
private
private
private
private

private

}

InputActionReference runAction;

CharacterController characterController;
AudioSource audioSource;
float speed = GameInfo.Instance.PlayerSpeed;

float runningSpeed = GameInfo.Instance.PlayerRunningSpeed;
float staminaCapacity = GameInfo.Instance.PlayerStaminaCapacity;
float timeStamina = GameInfo.Instance.PlayerStaminaCapacity;
float gravity = -9.81f;

float velocity;

Ham y meromi Start() audioSource i1 characterController inimianizyroTbest 3a

nonomororo metony GetComponent<>().

void Start()

{

characterController = GetComponent<CharacterController>();
audioSource = GetComponent<AudioSource>();

}

V¥ Mmeroai Stamina() nepeBipseTbcs UM HATHCHYTO KHOmNKy Oiry Left Shifti1 um

OuIbllIe HYJS BUTPUBAIICTH timeStamina. SIKIIO Tak TOMI MIBHUAKICTH 3MIHIOETHCS Ha

runningSpeed 1 3MiHI0€ThCA pitch 3ByKy. SIKII0 )k yMOBa HE BUKOHYETHCSI, TO IIBUJIKICTh

1 3ByK TOBEPTAIOThCS /10 3BUUaiiHOro ctany. Ha pucynky 1.34 HaBelieHO cxeMy IIbOTO

METOY.

PI108. 24 000. 00 A1 T13
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timeStamina -= 0.01f;
speed = runningSpeed;
audioSource.pitch = 0.91;

runAction.action.|sPressed() &&
timeStamina = 0

speed = Gamelnfo.Instance.PlayerSpeed;
audioSource.pitch = 0.75f;

Pucynok 1.34. Cxema metony Stamina()

Merton StaminaRecharging() nepeBipsie uu HATUCHYTO KHOMKY Oiry. SIKI1o Hi, TO

mBUIKICTh rpaBis nopiBHIOe Gamelnfo.Instance.PlayerSpeed. Takox sikio 3miHHa

timeStamina MeHiia 3a 00’ eM BUTpuBaiocTi staminaCapacity, To 10 timeStamina Oyne

nonasatuch 1o 0.01, o0 BIZHOBUTU 00’ €M BUTPUBAIIOCTI.

private void StaminaRecharging()

{

if (!runAction.action.IsPressed())

{

speed = GameInfo.Instance.PlayerSpeed;

if (timeStamina < staminaCapacity)

{

timeStamina += 0.01f;

}
}

VY Meroni Gravity() mepeBips€eTbcs, UM TpaBellb 3HAXOJIUTHCS Ha 3€MIIl yepes

characterController.isGrounded 1 velocity . fkmo Tak, To Bim 3MiHHOI velocity

BimHIMaeTbest 0.1, mo6 rpaBens He "miackakyBaB". Inakie mo velocity nomaeTscs

3M.
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rpaBiTaiiisi nomHokeHa Ha Time.deltaTime.

private void Gravity()

{
if (characterController.isGrounded && velocity < 0.0f)
{
velocity = -0.1f;
}
else
velocity += gravity * Time.deltaTime;
}

Tenep moxkna posrisiuytu meron Update(). CrowaTky mosioeHHsI 00'ekTa
transform.rotation CHHXpOHI3Y€EThCS 3 HAMPSIMKOM orientation.rotation, 1106 nepcoHax
TUBUBCA y TOM ke OiK, 110 i kamepa. [10oTiM 34uTyeThCsl HAMPSIMOK PyXy I'paBls uepes
moveAction.action.ReadValue<Vector2>() 1 3amucyerbcsi y 3MiHHY action. J[ami
BUPAXOBYETHCS HAMPSIMOK pyXy movementVector 1 BUkinkaetbest metoa Gravity().

Skmo koopauHATH 3MIHHOI action He JOpIBHIOOTh HYO, 00’extT Player
pyxaeTbcsi 31 IIBUAKICTIO 31 3MiHHOI speed 3a  JIONIOMOIoOK0  METOIY
characterController.Move(). SIk110 3ByK KPOKIB III€ HE BIAITBOPIOETHCS, BiH BMUKAETHCS
MetoaoM audioSource.Play().

Jlani BUKIIMKaeTbcsl MeTon Stamina Jjisi OIry 1 SIKIIO PiBEHb CKJIAAHOCTI HE
nopiBHtoe DifficultyType.Hard, Buknukaerscs StaminaRecharging(), sikuif moBuUIbHO
BIIHOBJIIOE timeStamina.

Ao KoOpAMHATH 3MIHHOI action JOpIBHIOIOTH HYJIO, TO 3BYK KpOKIB
BUMMKAETHCS METOJI0OM audioSource.Pause() 1 BUKJIMKAETHCSA METOJI

StaminaRecharging() ayg BiiHOBIEHHA timeStamina.

void Update()
transform.rotation = orientation.rotation;
var action = moveAction.action.ReadValue<Vector2>();

var movementVector = orientation.forward*action.y +
orientation.right*action.x;

Gravity();

movementVector.y = velocity;

if (action.y != @f || action.x != of)
{

characterController.Move(movementVector.normalized * speed);

if(laudioSource.isPlaying)
audioSource.Play();

Apk.
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Stamina();

if (GameInfo.Instance.DifficultyType != DifficultyType.Hard)

{
StaminaRecharging();

}
else if(action.y == Of && action.x == 0f)
{

audioSource.Pause();

StaminaRecharging();
}

}

1.3.3 HanamryBaHHA KaMepH

Jlis Toro mo6 rpaBens MIr 0auuTH, OyJIO HaJallTOBaHO TOJOBHY KaMepy, fKa

BUKOPHUCTOBYETHCS JIJIsl pealiizallli BUTIISIAY BiJ EPIIOro Julld. Y mapameTpax Kamepu

3HaueHHs1 Clear Flags Bctanomieno sik Solid Color, mo6 ¢oH cuienun 0yB KOJIbOPY

6B797D, 3ananoro y napametpi Background. Bci HanamTyBanHs kamepu HaBeICHI Ha

pucyHky 1.35.
@ v Camera

v

Static

Tag MainCamera v Layer Player

c Transform

Position X 0.049995
Rotation X -27.915

Scale & X 1.780563

B v Camera

Clear Flags Solid Color

Everything

Culling Mask

Projection
FOV Axis

Field of View

Perspective
Vertical

Physical Camera

Clipping Planes Near 0.09

0.3999997
-0.436

1.780564 1.780563

e

Far 1005.12

Viewport Rect X 0
W 1

Depth (0]

Y 0
H 1

Rendering Path

Target Texture

Occlusion Culling

HDR

MSAA

Allow Dynamic Resolution

Target Display

i 1 v Audio Listener

Pucynok 1.35

Use Graphics Settings
None (Render Texture)
v

Use Graphics Settings
Use Graphics Settings

Display 1

. Hanamrysanns kamepu

3M.
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Takox kamepa OyJa nepemiiieHa y 00’ext Player.

Jns xamepu OyB Hamucanuid ckpunt PlayerCamera. Y wetomi start ()
BMHUKA€ETHCS OJIOKYBaHHS Kypcopa 1 poOUThCS HOTO HEBUIAMMHUM. Y METOJIl Update ()
3UATYIOTBCA PYXH MHUIII [0 TOPU3OHTANl Ta BEPTUKATl, $AKI MHOXKAThCS Ha
Time.deltaTime Ta YYTJUBICTb. 3HAUEHHSA rotationx OOMEKYEThCS B Mexax Bix -90 1o
90 rpanycis. Ilicas HpOro OHOBIIOETHCS OOEpTaHHS 00'€KTA orientation 3@ BICCIO Y,
[0 BU3HAYa€e HaMpsSMOK pyxy rpaBusg. Kamepa, mixTapuk 1 mo3uilisi KaMepu TaKOX

CUHXPOHI3YIOThCS 3 00'€KTOM orientation.

public class PlayerCamera : MonoBehaviour
{
[SerializeField]
private GameObject flashlight;
[SerializeField]
private Transform orientation;
private float cursorSensitivity = GameInfo.Instance.CursorSensitivity;
private float rotationX = 1.0f;
private float rotationy = 1.0f;

void Start()

{
Cursor.lockState = CursorLockMode.lLocked;
Cursor.visible = false;

}
void Update()

{
var mouseX Input.GetAxisRaw("Mouse X") * Time.deltaTime *
cursorSensitivity;
var mouseY = Input.GetAxisRaw("Mouse Y") * Time.deltaTime *
cursorSensitivity;
rotationY += mouseX;
rotationX -= mouseY;
rotationX = Mathf.Clamp(rotationX, -90f, 90f);
orientation.rotation = Quaternion.Euler(@, rotationY, 0);
transform.rotation = Quaternion.Euler(rotationX, rotationyY, 9);
flashlight.transform.rotation = Quaternion.Euler(rotationX, rotationY, ©0);

transform.position = orientation.position;

}

1.3.4 IIpoexkryBaHHs irpoBoro 00’ekry Enemy

PosrnssHeMo CTBOpEHHSI 1rpoBOro Bopora. Y CIEHY MepeTsaryerbes mnpedad
Shadowlop Mesh. Jlo 06’exTy O0yno nogano kommnonentu Animator, Nav Mesh Agent,
Audio Source 1 ckpunt Enemy (nuB. puc. 1.36). Lli komnoneHnTu 3a6e31euyoTsh 0a30By
(yYHKIIIOHATBHICTh BOpOTa: aHIMallilo, MNEPEMINIEHHs 10 HaBiramiiHii CITIi Ta
BiATBOpeHHs 3BYKiB. Ckpunt Enemy BiAnoBijae 3a J0riKy MOBEAIHKH BOpOra, 30KpeMa

nepecyiyBaHHs TPaBIlsl Ta Peakilito Ha MOli y Tpi.

Apk.

PI108. 24 000. 00 A1 T13

3M.

37

Apk.| Ne moxym. | IMignuc |Hata




Prefab @ Shadowlop_Mesh

Overrides

P Transform

Position

Rotation

Scale @

v Open
o i
X 2423 Y 1.185 Z 139.7

X 0 Y 22.361 Z o0
X 2.32 Y 232 iz 2.32

v Nav Mesh Agent o it
P Enemy (Script)

Player
What Is Player

?é v Animator

Controller
Avatar
Apply Root Motion
Update Mode
Culling Mode

Cl

1% v Audio Source

AudioClip
Output
Mute

Bypass Effects

e it

2 Player (Transform)

Player

* Shadowlop_Mesh

None (Avatar)

Normal
Always Animate

7 MonsterStep

[* Sounds (AudioMixer)

Pucynok 1.36. Inspector 06’exty Shadowlop Mesh

Jlnst Toro 1mo0 BUKOPUCTOBYBAaTH aHiMmallli o0’ekty Enemy Oyio CTBOpEHO

Animator. Y BikHi animMaTop 0yJsio ctBopeHo Blend Tree 1 animarist Screamer (AuB. puc.

1.37).
2l Layers Parameters ® Base Layer
H Q- +v
Moving O
Any State
Jumpsca
Blend Tree
A 4
Screamer
Pucynox 1.37. Burnan Animator
Apk.
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Jlo Blend Tree nmomano tpu animarii Idle, Walk 1 Chase 1 BiamoBiiHO 40 HUX
BucTaBieHo 3HadeHHsS Threshold 0, 1 1 2 (mamB. puc. 1.38). Takox 1100
BUKOPHUCTOBYBATH 11e JiepeBo cTBopeHo [lapametp Tumy float 3 HazBoro Moving. 11100
BUKOPHUCTOBYBATH aHIMaIlil0 Screamer 0yJi0 CTBOPEHO mapameTp Tuity bool 3 Ha3BoIO

Jumpscare.

i | @Inspector @ Lighting

ayer Blend Tree

Shadowlop_IDLE
Blend Tree

Blend Tree

Moving @

Select
Select

Pucynok 1.38. Burisan Blend Tree

Jlnst Toro mo0 BOPOr MITr MEpPEeCcyBaTUCh MO CIEHI OyJ0 BCTAHOBJIEHO MAKET

NavMeshAgent. Jlani y iepapxii npoekTy 0yJsio cTBOpeHo myctuit 06’ ekt NavMesh. 1o
HbOro Oyno gomaHo komrnoHeHT NavMeshSurface (nuB. puc. 1.39), mo0 ctBOpUTH

MOBEPXHIO MO K1 MOKHA MEPECYBATHUCH.

O Inspector ® Lighting

@ v NavMesh
v Tag Untagged v Layer Default
A Transform

Position X 117.5
Rotation X 0

Scale RN X1

[Z v NavMeshSurface

Humanoid
Walkable

Use Render Meshes

Object Collection

Collec cts All Game Objects
Inc S Mixed...

Advanced

Override Voxel Size

Override Tile Size

Minimum

Pucynok 1.39. HanmamryBanus NavMeshSurface
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Posrnsnemo ckpunt Enemy. V nose player nepenaerbcsi KOMIOHEHT Y METOA1

Start() BUKOHYEThCS 1HIIIAMI3allls Toyied agent, animator i audioSource MeTogoM

GetComponent<>(), a TakoX 3YUTYIOTbCA TOYKM JUIsl NaTPYJIIOBaHHS 3 (ailmy

“walkPoints.json”.

[SerializeField]

private

Transform player;

[SerializeField]

private
private
private
private
private
private
private
private
private
private
private

private

LayerMask whatIsPlayer;

Animator animator;

AudioSource audioSource;

NavMeshAgent agent;

float speed = GameInfo.Instance.EnemyWalkSpeed;
float runSpeed = GameInfo.Instance.EnemyRunSpeed;
float sightRange = GameInfo.Instance.SightRange;
bool playerInSightMesh;

Vector3 walkPoint;

bool walkPointIsSet;

bool isCoroutineEnd;

ArrayWalkPointWrapper arrayWalkPointWrapper

ArrayWalkPointWrapper(29);

void Start()

{

agent = GetComponent<NavMeshAgent>();

agent.speed = speed;

animator = GetComponent<Animator>();

audioSource = GetComponent<AudioSource>();
arrayWalkPointWrapper.ReadJson("walkPoints.json");

}

new

Meton ChasePlayer() peanizye J5Oriky mnepeciigyBaHHs TpaBlsl. Y HbOMY

BCTAHOBJIIOETHCS MIBUAKICTh areHTa agent.speed Ha 3HaueHHs runSpeed, nepeBipseThes

49U rpae Bxke 3BYyk yepe3 audioSource.isPlaying 1 sxiio Hi, To 3ByK BMHKa€eTbcs. MeTon

transform.LookAt() moBeptae 06’ekT Enemy /10 rpaBiisi 1 BCTAHOBIIIOE MO3UIIIIO TPaBLIs

player.position sik b ais pyxy. Takoxxk BUKIMKaeThcs MeTon animator.SetFloat(),

AKUW nmapameTy “Moving” nIpUCBOIOE 3HAUEHHS 2, IO 3alycKae aHimaliro 6iry Run.

private void ChasePlayer()

{

agent.speed = runSpeed;
audioSource.pitch = 1.5f;

3M.
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if (laudioSource.isPlaying)

{
}

audioSource.Play();

transform.LookAt(player);
agent.SetDestination(player.position);

animator.SetFloat("Moving", 2);

}
Meton SetWalkPoint() BUKOpPHCTOBYeTbCA A1 BUOOpPY BHUIAAKOBOI TOYKHU

natpyioBaHHs Buknnkaerbcst Meton animator.SetFloat(), saxuii mapamery “Moving”

MIPUCBOIOE 3HAaUCHHS 1, 110 3amyckae aHiMaiito xoapou Walk. [Totim

BUMAJKOBUM YHWHOM OOUpa€ I1HAEKC 3 MACHUBY arrayWalkPointWrapper i IPHUCBOIOE

koopauHaTu 3MiHHINA walkPoint. ITicasa mporo 3miana walkPointlsSet ctae true.

private void SetWalkPoint()
{
animator.SetFloat("Moving", 1);
int walkPointIndex = Random.Range(®@, arrayWalkPointWrapper.WalkPoints.Length -
1);
walkPoint.x = arrayWalkPointWrapper.WalkPoints[walkPointIndex].x;
walkPoint.y = 0;
walkPoint.z = arrayWalkPointWrapper.WalkPoints[walkPointIndex].z;
walkPointIsSet = true;

}
Y wmeton Patroling() mnepeBipsieTbCs, YW 3aJaHU  KOOPJMHATH uepe3

walkPointlsSet. ko  walkPointlsSet nopiBaroe false, 3Byk mNpu3ynuHseTbcs,
BCTaHOBIIOEThCs aHimallisg Idle B 1 3amyckaeThest kopyTrHa Wait(), micist 3aBepIieHHs
axoi BukIukaeTbesa metoa SetWalkPoint(). Sxmo walkPointlsSet == true, 00’ekT
MOYMHAE PYX JO 3aJaHOl TOYKH 3a Jonomoror wmertony Big NavMeshAgent
agent.SetDestination(). Jlami skiio 3ByK HE BIITBOPIOETHCS, BiH 3amyckaeTbes. [licms
OO BUKOHYETHCS TMEPEBIpKA AUCTAHIII MK BOPOrOM 1 TOYKOKO MPU3HAYEHHS
MetonoMm Vector3.Disance(). Skmo Bopor HaOJM3MBCS Ha BiJACTaHb MEHII HIXK 1
onunuiy, 3MinHa walkPointlsSet crae false. Ha pucynky 1.40 HaBeneHO cxeMo JaHOTO
Meroay. Takuii miaXiJ 103BOJIs€ peai3yBaTH MOBEAIHKY NaTPYIOBAHHS, IKa BUTJISAIA€
MPUPOJIHO Ta 3MIHIOETHCS 3aJI€KHO BiJ] YMOB I'pH. 3aBISIKA BUKOPUCTAHHIO KOPYTUHH
Wait() Bopor poOuTh may3u MK MNEPEMINIEHHAMH, IO J0JA€ PEATICTUYHOCTI HOro
noBeniHil. KomOiHaiisi mepeBIpkH BIACTaHI Ta CTaHy aHIMalii J103BOJISIE ILJIABHO

MEePEXOIUTH MK CTAHAMH OYIKYBaHHS Ta PyXY.
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Start

audioSource.pitch = 1.2f;

a

gent.speed = speed;

False

audioSource.Pause();

StartCoroutine(Wait());

animator. SetFloat("Moving”, 0); ]

Wi

alkPointisSet == true

True

<

[ agent.SetDestination(walkPoint);

audioSource.Play();

audioSource.isPlaying== true

_[ audioSource.pitch = 1.2f;

1

a

gent.speed = speed;

walkPointlsSet = false;

Vector3.Distance(walkPoint,

enemyPosition) < 1

l animator. SetFloat("Moving”, 1);

End

Pucynok 1.40. Cxema metony Patroling()
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Tenep posrnsinemo metoa Update(). Y HboMy nepeBipsSe€TbCS YA 3HAXOIUTHCS
rpaBelb y mojii opy Bopora 3a gomnomororo Merona Physics.CheckSphere(). Skmio
playerInSightMesh nopintoe true, To Bukinukaetbcs wmetoa ChasePlayer() pns

nepeciiyBaHHs rpasiid, skio false — To Patroling() nis mepecyBaHHs 1O CIIEHI.

void Update()
{

animator.SetFloat("Moving", 1);
playerInSightMesh = Physics.CheckSphere(transform.position, sightRange,

whatIsPlayer);

if (playerInSightMesh)
{

}

ChasePlayer();

else
Patroling();

}

1.3.5 CTBOpeHHSsI MOraHol KiHIiBKH
JInst KiHLIBKH Jie TpaBiis 310BwIH 10 00’ ekTy Shadowlop Mesh myctuit 06’ ekt

CameraHolder 1 Ending. ¥V 06’ekt CameraHolder nogano kamepy 1 spotlight. Hukue

Ha pucyHky 1.41 3006paxeno akryansauii Burisig Shadowlop Mesh.
ence
Shadowlo F]_‘ﬂ esn
! Root
) Shadowlop

54 CameraHolder

= Ending
<) WalkPoints

Pucynok 1.41. Burnsan o6’ exkry Shadowlop Mesh y iepapxii

o 06’exty Ending 6yno nogano kocnonentu Capsule Collider, AudioResource

1 ckpunt Bad Ending (auB. puc. 1.42).
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O Inspector ® Lighting

Eij v Ending Static

v

Tag Untagged Layer Default

. Transform

Position X 0
Rotation X 0
Scale e X 1

g v Capsule Collider

B} v Bad Ending (Script)

Camera Holder @ CameraHolder
Jumpscare Camera @ CameraJumpscare
Flashlight @ Flashlight (1)
Duration =3

Magnitude 0.05

il v Audio Source

Add Component

Pucynok 1.42. Inspector 06’exkty Ending

Capsule Collider € tpurepom Tomy posrisiHemo OnTriggerEnter. Criouatrky y

IbOMY METOJIl BU3HAYAETHCS OATHKIBCHKHI O00'€KT Ta OTPUMYETHCS KOMIIOHEHT

Animator. [1OTIM BUMHKAETHCSA TOJIOBHA KaMCpa Camera.main 1 AKTUBYETBHCS KaMepa I

CKPpHUMEpPA jumpscareCamera Ta J'IiXTapI/IK. TpHrep aHiMaHﬁ Jumpscare METOAOM

SetTrigger ("Jumpscare") ) 1 BIITBOPIOETHCS 3BYK CKpIMEpa uepe3 playoneshot (). B KiHIT

3HAUEHHS 3MIHHO]I IsAnimationEnd BCTAHOBIIIOETHCS B true.

public void OnTriggerEnter(Collider other)

{

var parent = transform.parent.gameObject;
animator = parent.GetComponent<Animator>();

Camera.main.gameObject.SetActive(false);
jumpscareCamera.SetActive(true);
Flashlight.SetActive(true);
animator.SetTrigger("Jumpscare");

AnimatorStateInfo stateInfo = animator.GetCurrentAnimatorStateInfo(0);

audioSource.PlayOneShot(audioSource.clip);
IsAnimationEnd = true;

PI108. 24 000. 00 A1 T13
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Tenep posramsaemo kopytuny Shake(). Bona Binmosigae 3a e(deKkT TpEeMTIHHS

kamepu. CrnoyaTky 30epiraeTbcsi MOYATKOBE MOJIOKEHHS Kamepu. Jlami B mukii while

MO3HIlISI KaMEpH 3MIHIOETHCS BUMAAKOBUM YHMHOM mo ocsix X Ta Z. llukn TpuBae

MpoTAroM BKazaHoro yacy duration. Ilicis 3aBepiiieHHSI kKamepa MOBEPTAETHCS Yy CBOE

MIOYaTKOBE MOJI0KEHHs, a 3MiHHa [sShakingEnd BcraHOoBIIO€THCA B true.

private IEnumerator Shake()

{

Vector3 vector = jumpscareCamera.transform.localPosition;

float elapsed = 0.0f;

while (elapsed < duration)

{

}

float x
float z

Random.Range(-1f, 1f) * magnitude;
Random.Range(-1f, 1f) * magnitude;

jumpscareCamera.transform.localPosition = new Vector3(x, vector.y, z);

elapsed += Time.deltaTime;

yield return null;

jumpscareCamera.transform.localPosition = vector;
IsShakingEnd = true;

}

Hami posrnsaemo meton Update(). Skmio 3HaueHHs isAnimationEnd nopiBHioe

true, TO 3aMyCKA€THCSl KOPYTHUHA 1 MicIis Hel BIITBOproeThess MeTol Shake(). Jlami gxio

IsShakingEnd nopiBHIOE true, TO 3ama€TbCsi TEKCT 1 KOJIp TEKCTY Kiacy

EndTextManager, 1 3aBaHTaKy€ThCsI MEHIO.

void Update()

if (IsAnimationEnd)

{

}

StartCoroutine(Coroutine());
if (IsCoroutineEnd)

{

jumpscareCamera.transform.localPosition = new Vector3(e, 0, 0);

StartCoroutine(Shake());

if (IsShakingEnd)

{

EndTextManager.Instance.Text = endText;
EndTextManager.Instance.Color = Color.red;
GameInfo.Instance.IsGameOver = true;
SceneManager.LoadScene("Scenes/Menu");

3M.
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1.3.6 CTBOpeHHs CKPUIITY JAJIA BIAKPUTTHA BOPIT

Jlo o0’extiB Gatel 1 Gate2 Oyno nogano ckpunt OpenGate (quB. puc. 1.43) mis

TOro, IHO6 BOpPOTa MOI'JIM 3a4YUHUTHUCS B MIEBHUM MOMEHT.

O Inspector ® Lighting 2 i

N v Gatel Static
N,

Tag Untagged v Layer Decorations

P Transform

Position X 2.2431 Y 0.28848 Z 0.0046
Rotation X0 Y 0 Z 0
Scale & X 1.020113 Y 1.020113 Z 1.02011

#

Cube_151 (Mesh Filter)

B3 v Mesh Renderer

#

ﬁ v Box Collider

[#] Open Gate (Script)

® ®© © ©
Te

7

Angle 156

Delta Rotate 0.1

Main Camera @ Camera
Gate Camera @ GateCamera

Deta 3 (Material)

Standard (Specular setup)

Add Component

Pucynok 1.43. Inspector 00’ ekty Gatel

Posrnsnemo meton RotateGate() ckpunta OpenGate. CriouaTKy CTBOPIOETHCS
3MiHHA 3 KyTaMH y KBaTepHioHax. J{ani 00’ ekTa 00epTaeThCs B HAIPSIMKY I[bOTO KyTa
3a HAOIIOMOI'OK0 Quaternion.RotateTowards, 3 KPOKOM deltaRotate. ITicms ObOro
3aITyCKA€TbCA KOPYTHMHA MCETOAOM StartCoroutine(Coroutine(3)) 3 3aTPHUMKOIO 3
CEeKYHJIU 1 BUKJIUKAETHCS METOJl DeactivateScript (), 0 JACAKTUBYE JAHUW CKPUNT 1

00’ €KT.

private IEnumerator RotateGate()

{

Quaternion targetRotation = Quaternion.Euler(@, angle, 0);

transform.rotation = Quaternion.RotateTowards(transform.rotation,
targetRotation, deltaRotate);

yield return StartCoroutine(Coroutine(3));

DeactivateScript();

Apk.
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1.3.7 IIpoexkTyBaHHs irpoBoro 00’ekry Toy

B mpomeci rpu rpaBio moTpiOHO 30MpaTH Irpamikd, TOMYy HOTpiOHO OyIio
PO3CTaBUTH iX 1O KapTi. ByB cTBOpeHuil mycTuit 00’€KT, KyJId B 1€papXito 10JaBAIUChH
npedadbu Toy. Koopaunatu o0’ekTiB moTpiOHO Oyno Aech 30epiratu, ToMmy Oyio
BUpILIEHO iX 30epiratu y json ¢aiiii. Lle 0yno 3po6iieHO TaKUM TaKHUM CIIOCOOOM $IK 1 3
IpeBaMu, ToMy OyJno cTBopeHo kiacu ooroptku ToyWrapper 1 ArrayToyWrapper, a
takox ckpunt ToyJsonConverter, B SKOMY 3alIUCYIOThCA BCl KOOPAUHATH Y json (haii
toys.json. Ilicns 3anucy ¢aitiny Bci npedadbu Oyiu BUAAICHI.

Tak sk 1Irpalmlok Ha PI3HUX PIBHSIX pi3HA KUIBKICTh Yy  CKPHIITI
CreateObjectsManager ctBopeno metona CreateToysFromJson(int sumOfToys), saxuii
3UUTY€, 3alUCYy€ y MAaCHB 1 CTBOPIOE y CIIEHI JIMIIE MEBHY KUIbKICTh 00’ €KTIB

ToyWrapper B 3anexHOCTI BiJl 3HaueHHs MiHHOT sumOfToys.

private void CreateToysFromJson(int sumOfToys)

{
ArrayToyWrapper listTrees = new ArrayToyWrapper(sumOfToys);
listTrees.ReadJlson("toys.json");

float scale = 0.3f;
Debug.Log(sumOfToys);
foreach (var toy in listTrees.Array)
{
GameObject gameObject = Instantiate(toyPrefab, new Vector3(toy.x, toy.y,
toy.z), new Quaternion(@, @, 0, 0));
gameObject.transform.localScale = new Vector3(scale, scale, scale);
gameObject.transform.Rotate(new Vector3(toy.xAngle, toy.yAngle,
toy.zAngle));

}

Hami ans npedada Rabbit Oyno nogano nmyctuit 06’ekt 3 Hazow Collider. o
uboro 06’exkty O0yno nogano komrnoHeHT SphereCollider, Player Input i ckpunt Toy
(muB. puc. 1.44). YV xonaiiepi BCTaHOBIICHO Mpamnopelb Outa mapametpy IsTrigger 1
st Radius BctanoBneno 3nadenns 0.75. Komnonent SphereCollider 13 BctanoBIeHUM
npanopiieM IsTrigger 103BoJisie pearyBaTu Ha MO/I1i BXOy IpaBlisl B 30HY 0e3 (Ppi3uuHOi
B3aeMoyii. 3aBasku panaiycy 0.75 30Ha BHUSBIEHHS € JOCTATHbO KOMITAKTHOIO JJist
TOYHOI B3aeMoii 3 irpaimkoto. Ckpunt Toy o6poOIsie ToTiKy 300py Irpalliky Ta MOXKe
BUKJIMKATH BIAMOBIIHI MO11, HAPHUKIIAA, 30UIBIIIEHHS JIUYUJIbHUKA 310paHuX 00'€KTIB.

Komnonent Player Input 3a0e3nedye MOXIMBICTH B3aeMOAll 3 00'€eKTOM uyepe3

3M.
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KEpPYBaHHS I'paBLIsl.

v Collider Static ¥
v Tag Untagged v Layer Toy

p Transform

Position X 5.756815 Y 0.44865¢
Rotation X 0 Y O

Scale & X 3.33333. Y 3.33333
€ v Sphere Collider

Edit Collider A

Is Trigger v

Provides Contacts

Material None (Physic Material)
Center X 0 Y 0

Radius 0.75

v Toy (Script)

Pick Up & GreyForestActions/PickUp
Prefab ® Rabbit

© v Player Input

Actions &,Game Actions (Input Action Asset) ©
Default Map GreyForestActions v

Ul Input Module None (Input System Ul Input Module ®

Camera None (Camera) ©

Behavior Send Messages v

Pucynok 1.44. Inspector 06’exty Collider

Posrnsaemo nonanuii 10 00’exty Collider ckpunt Toy.
VY Meronai Start() BukoHyeTbesi noimyk o0’ekty Fence 3a gomomoror meTtony

GameObject.Find() 1 notim iHimianizyersbes noie gateCamera.

public void Start()
{

var fence = GameObject.Find("Fence");
gateCamera = fence.transform.Find("GateCamera").GameObject();

}
Tak sk o0’ekt Collider € TpurepoM, B CKpUNTI HAMUCAH METOA

OnTriggerEnter(Collider other), sxuii cnpanpboBye skimo o0’ext Player BxoauTth y
KoJnaiep.Meroa BCTaHOBIIOE 3HAUEHHs true B ol inArea 1 poouts 00’exT PressC

BUIAVMMUM.

public void OnTriggerEnter(Collider other)
{

inArea = true;
TextManager.TextManagerInstance.PressC.gameObject.SetActive(true);

}
Takox OyB Hanmucanuii Mmeton OpenGate() mns BiAKpUTTS BOpiT.Bin neatuBye

TOJIOBHY KaMepy 1 aKTHUBY€ Kamepy, sika HampaBjieHa BOpPOTa, 1 pOOUTh aKTUBHUMH

ckpuntu OpenGate 00’ ekTiB Gatel 1 Gate2.

3M.

PI108. 24 000. 00 A1 T13

Apk.| Ne moxym. | IMignuc |Hata

Apk.

48




private void OpenGate()

{
gameObject.SetActive(false);

gateCamera.SetActive(true);

GameObject gatel = GameObject.Find("Fence/Gates/Gatel");

OpenGate openGatel = gatel.GetComponent<OpenGate>();
openGatel.enabled = true;

GameObject gate2 = GameObject.Find("Fence/Gates/Gate2");

OpenGate openGate2 = gate2.GetComponent<OpenGate>();
openGate2.enabled = true;

}

V¥ wmeroni Update() nepeBipsieTbest un HaTucHyTa KHomka C 1 yu moiie inArea

nopiBHIO€E true. Skmio Tak, To Bukinkaerbcs Metoll Gamelnfo.Instane.CollectToy() 1

3HUIIY€e nanuil nepdad. Takox nepeBipseTbcs yn Oyiu 310paHi BCl irpalliky, 1 SKIIO

Tak BukiIMkKaeTrbess meton OpenGate(). Ha pucynky 1.45 300paxeHo cxemy LbOTro

METOLY.
inArea &&
PickUp.action.IsPressed()
True False
I Gamelnfo.Instance.CollectToy(); ‘
TextManager. TextManagerinstance. CounterText.text =
Gamelnfo.Instance. CollectedToys. ToString();
I ‘ Destroy(prefab); ‘ l
Gamelnfo.Instance.CollectedToys ==
Gamelnfo.Instance.SumOfToys &&
IgateCamera.activeSelf Fakke
True
| ‘ OpenGate(); ‘ ]
Start
Pucynok 1.45. Cxema metony Update()
Apk.
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1.3.8 CTBOpeHHs XOpOIIOI KiIHIiBKH

Jl71st Toro mo0 rpaBeils MiT 3aBEPIIUTH I'PY BIH MOBUHEH BUUTH 3a BopoTa. s

pOro OyB cTBOpeHuil mycTHil 00’ ekt Gates, Kyau BkiageHo o0’extu Gatel 1 Gate2.

= v = = - J o L4 ~

R Forest H 2, e PR
0 NavMesh w "
& va ¥ M W 2N
. -
=

SR =

w
& &

G& Side3

& Directional Light

Pucynoxk 1.46. Burnsg konaiinepy o6’exty Gates
Jlo 06’ exTy Oyno nomano komnoneHT BoxCollider (nuB. puc. 1.46). Y xonaiinepi
BCTAaHOBJIEHO mpamnopeinb Ouns mapamerpy IsTrigger, mo0 komaiinepoM cCiyryBaB
Tpurepom (nus. puc. 1.47).

0 Inspector @ Lighting

." v Gates

Tag Untagged Layer Default

Good Ending (Script)

>

Edit Collider

v Box Collider

None (Physic Material)
X 0 Y 0.35
X 4.3 Y 2.42

ity 0
Nothing

Nothing

Add Component

Pucynok 1.47. Inspector 06’ ety Gates

Takox 10 00’ ety Gates 0yno nogano ckpunt GoofEnding. ¥ ckpurnrti € meton

OnTriggerExit(Collider other), sxuii BHUKIMKAIOTHCS, KOJM TpaBellb BXOAUTH Y

Apk.
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konainep. Y meroni B EndTextManager nepenaeTbcst TEKCT 1 KOJIP TEKCTY, a TaKOX

3daBaAHTAXKYETHCA CIICHA 3 MCHIO.

public class GoodEnding: MonoBehaviour

{

private readonly string endText = "Win";
public void OnTriggerExit(Collider other)

{

EndTextManager.Instance.Text = endText;
EndTextManager.Instance.Color = Color.green;
GameInfo.Instance.IsGameOver = true;
SceneManager.LoadScene("Scenes/Menu");

}

1.4 CrBopeHnHs irpoBoro inrepdeiicy

1.4.1 CrBopenns MainMenu

VY TonoBHOMY MEHIO TpaBellb MOXKE OOpaTH piBEHb, MOYATH TPy, MOJUBUTHUCH

KJIABIII1 JJIsl TPU 1 BUMTH 3 TpU. [l CTBOPEHHS MEHIO y Mamill NpoekTy Scenes[6] Oyio

CTBOPEHO HOBY CIIEHY 3 Ha3Bol0 Menu (auB. puc. 1.48).

© Animation

Scenes

Pucynok 1.48. Ilanku Scenes

V iepapxii ctBopeno Ul 00’ext Canvas. B nanamtyBannsx Render Mode oOpano

Screen Space — Camera, mo0 iHTepdelic OyB NpuB’si3aHUN 10 KaMepu 1 BUTIISIAB

OJIHAKOBO TpHU OyIb-sIKii po3auibHIN 31aTHOCTI. s upboro B mosne Render Camera

OyJia mpu3HaYeHa OCHOBHA Kamepa cuenu. HanamryBanHst HaBeieH1 Ha pucyHky 1.49.
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O Inspector ® Lighting

@ v Canvas

Tag Untagged v Layer Ul

o~ Rect Transform
®m] v Canvas
Render Mode Screen Space - Camera
Pixel Perfect v
Render Camera mMainMenuCamera (Camera)
Plane Distance 100
Resize Canvas Enabled

Sorting Layer Default
Orderin Layer (0]
Additional Shader Ch TexCoord1, Normal, Tangent

Vertex Color Alway

™| v Canvas Scaler
I v Graphic Raycaster
n v Menu (Script)

Difficulty Text DifficultyText (Text Mesh Pro U®
Right Arrow ® RightArrowButton (Button) (O]
Left Arrow ® LeftArrowButton (Button) ®
End Text Text (TMP) (Text Mesh Pro UG ®
Main Menu $ Main Menu ®
Bindings $ Bindings ®
End Menu $© EndMenu ®

Add Component

Pucynoxk 1.49. Inspector 06’exty Canvas

Takox jy1st KaHBU OyB cTBOpeHuUi ckpunT Menu (quB. puc. 1.49), ne 6yayThb Bci
MeTO/1 711 poboTU MeHI0. Y HboMy uepe3 atpuOyT [SerializeField][6] 3agani nmomns Ha
KOMIIOHEHTH 1HTep(deiicy 3 MeHIo:

- DifficultyText — TekcTOBHIl elleMEHT, 10 BIOOpaka€ MOTOYHUN PIBEHb

CKJIQJTHOCTI.

- RightArrow 1 LeftArrow — KHONKM 151 IEpEMUKaHHS PIBHSI CKJIAJJHOCTI1 BIIIBO
a0o BIPaBo.

- EndText — tekcT, sikuii 3 SIBISAETHCS MICIS 3aBEPIICHHS T'PH.

- MainMenu, Bindings, EndMenu — o00'ekTu MeHI0, $IKi aKTUBYIOTbCS abo
IMPUXOBYIOTHCA.
public class Menu : MonoBehaviour
{
Apk.
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[SerializeField]
private TMP_Text DifficultyText;

[SerializeField]
private Button RightArrow;

[SerializeField]
private Button LeftArrow;

[SerializeField]
private TMP_Text EndText;

[SerializeField]
private GameObject MainMenu;

[SerializeField]
private GameObject Bindings;

[SerializeField]
private GameObject EndMenu;

}
Haniy kauBi 0yno ctBopeno UI[6] 00’ext Panel, mo ciyrye 3aguim ponom. 11106

nonatv oOpaHy KapTUHKY Ha 3aAHid (oH ii moTpiOHO 3pobutu 2-D crpaiiToM, micis
bOT0 KapTUHKY MOKHA TOJAaTH y HanamTyBaHHs Panel y mapamerp Source Image. Jlns
3aTeMHEeHHs 300paxkeHHs1 mapameTp Color OyB BcTaHOBieHUM y 3HaueHHS #767676.
HanamtyBanns HaBeneHi Ha pucyHky 1.50.

4
Rect Transform
Canvas Renderer

v

Sprite Editor

Pucynok 1.50. Inspector 06’exty Background

[ToTiM nogaeThes y KaHBY JOJAETHCSA MyCTHI 00’ €KT 3 Ha3Boro MainMenu. Tyau
nonaetbes TekeT DifficultyText mo cepeauni (quB. puc. 1.52), sskuii mokasye CKIaHICTh
rpu 1 kHoniku RightArrowButton 1 LeftArrowButton mo 6okam y BUTIIsA11 HAMaTbOBaHUX

O1ux ctputok (nuB. puc. 1.51). 111 enementu nepenarotbes y ckpunt Menu.

Apk.
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Rect Transform
Canvas Renderer
v Image
Source Image [s]left-arrow
Color

WEICHE]

Raycast Target

Raycast Padding
Maskable
Image Type

Us prite Mesh

Preserve Aspect

Set Native Size

@® v Button
Interactable v
Transition Color Tint

Target Graphic =l RightArrowButton (Image)

Normal Color

hlighted Color

ressed Color

elected Color

bled Color
Color Multiplier
Fade Duration 0.1

Navigation Automatic

Visualize

On Click ()
Runtime Onlv Menu.RightArrowClick

B Canvas, (I C

Pucynok 1.51. Inspector 06’exty LeftArrowButton

v DifficultyText
v Tag Untagged v Layer Ul

Rect Transform
Canvas Renderer

Cull Transparent Me: v

v TextMeshPro - Text (Ul) 0

Text Input Enable RTL Editor

Easy

Normal

LiberationSz SDF (TMP_Fo
LiberationSans SDF Material v

B | U S ab AB SC
40

Spacing Options (emChz

Line

Alignment

Pucynok 1.52. Inspector 06’exty DifficultyText
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[Ipu HatucHeHH1 Ha cTpuIku BukInkaeTbes mofist OnClick Ha sxy cnpaioBye

meton LeftArrowClick() abo RightArrowClick().

Meton LeftArrowClick cnpanboBye Ha HATUCKAaHHS JIiBOi CTpUIKH. CrHoyaTKy

muist 3MiHHOI difficulty BUpaxoBy€eThCsl piBEHb CKIAHOCTI IIJISIXOM BIAHIMAaHHS OJUHUIIL

Bl motouyHoro 3HadeHHs nons DifficultyType kimacy Gamelnfo. [loTimy y iHmImn

3MiHHIA 11e uucno koHBepryeTbes y DifficultyType 1 Hioro ommc BHBOAMUTBCS Yy

DifficultyText. Sxmo OyB oOpanuii piBeHb ckIagHOCTI Easy, TO miBa cTpuika

NCaKTUBYEThCA, a TMpaBa 3aJIUIIAEThCA AaKTUBHOIO. Ilicms 1bOro HOBHUN pPIBEHb

CKJIQJIHOCTI 30€epiraeTbcs y 3MIHHY DifficultyType Kilacy Gamelnfo.

public void LeftArrowClick()

{
int difficulty = (int)GameInfo.GameInfoInstance.DifficultyType-1;

DifficultyType difficultyType = (DifficultyType)difficulty;
DifficultyText.text = difficultyType.ToString();
if (difficultyType == DifficultyType.Easy)
{
RightArrow.interactable = true;
LeftArrow.interactable = false;

}

else

{

}
GameInfo.GameInfoInstance.DifficultyType = difficultyType;

RightArrow.interactable = true;

}
Meton RightArrowClick() mpamtoe naBmaku, no DifficultyType nomaerbcs

OJIMHMUIIA 1 AKIIO piBEHb CKiIaaHocTi Hard, To AeakTUBy€eThCs MpaBa CTpLIIKa.

public void RightArrowClick()

{
int difficulty = (int)GameInfo.GameInfoInstance.DifficultyType+1;

DifficultyType difficultyType = (DifficultyType)difficulty;
DifficultyText.text = difficultyType.ToString();

if (difficultyType == DifficultyType.Hard)
{

RightArrow.interactable = false;
LeftArrow.interactable = true;

}

else

{
}

LeftArrow.interactable = true;

GameInfo.GameInfoInstance.DifficultyType = difficultyType;
}

Hwuxue Big Hanmucy piBHA CKIAAHOCTI I0JIaHl TPYU KHOTIKHU:

PI108. 24 000. 00 A1 T13
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1. Play - mns mouatky rpu. [Ipy HaTHCKaHHI Ha IO KHOIIKY CIPAIlbOBYE METO]
PLayButtonClick(). Lleit meton Buxnukae meron UpdateGamelnformation 3

kiacy Gamelnfo i 3aBaHTaxye clieHYy 3 CaMOIO TPoIoO.

public void PLayButtonClick()
{

GameInfo.GameInfoInstance.UpdateGameInformation();

SceneManager.LoadScene("Scenes/Forest");

}

2. Options - ais HanamITYBaHHA 3BYKY, 1 Quit, 100 Buiitu 3 rpu. [Ipu HaTHCcKaHHI
BukinkaeTecsi Meroa BindingsButtonClick(), sxuii neaktuBye MainMenu 1

akTuBYy€ MeHI0 Bindings.

public void BindingsButtonClick()

{

Bindings.SetActive(true);

MainMenu.SetActive(false);
}

3. Quit — gnsa 3akputta rpu. [lpu HaTUCKaHHI BUKIUKAETHCA METOJ
QuitButtonClick().
public void QuitButtonClick()
{
Application.Quit();

}

Ha pucynky 1.53 300paxkeHo KiHIIeBUH pe3ybTaT IHTep(eiicy roJIOBHOTO MEHIO.

e= Easy =»

Play
Settings
Quit

Pucynok 1.53. Intepdeiic ro10BHOTO MEHIO
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1.4.2 CrBopenHs Settings

Jlis MeHro Settings y kaHBy OyJio JoJaHO MycTUH 00’ekT Settings (AUB. puc.
1.54), ne 6yno cTBOPEHO TpH claiepa 1 TEKCT MOSICHEHHS 1O HUX, a TAKOX KHOTIKA JJIs

03HaMOMJICHHS 3 KJIaBIIIAMHU TPHU.

s Bu tton

Pucynok 1.54. O0’ext Settings y iepapxii

Takox AJ11 IbOro MEHIO CTBOPEHO CKpunT Settings. Ilpuiimae y cebe 00’ eKTH
kiacy Slider 1 AudioMixer 1 Mae y cobi Tpu MeTO1a.

[Ipn nepersryBaHHl OIryHKy cnaiinepa AbmientSlider BUKIMKa€eTbCS METOJ
ChangeVolumeAmbient(). B HboMy OTUMY€TBCS MOTOYHE 3HAYEHHS B 3MIHHY volume
cnaiigepa 1 moTiM BukiukaeTbesa metosn AudioMixer.SetFloat(), sikuil 3MiHIOE TY4YHICTh

Mikmiepa “Ambient”.

public void ChangeVolumeAmbient()
{

float volume = VolumeAmbient.value;
AudioMixer.SetFloat("Ambient", Mathf.Logl@(volume) * 30);

}
[Ipn nepersaryBanHl OIryHKy cnaiinepa SoundsSlider BHUKIMKA€eTbCS METOJ

ChangeVolumeSounds (). B Hbomy 3MiHIOENMCZ TY4YHICTH MiKiepa “Sounds”.

public void ChangeVolumeSounds()
{

float volume = VolumeSounds.value;
AudioMixer.SetFloat("Sounds", Mathf.Logle(volume) * 30);

}

[Ipu nepetsaryBanHi OiryHka cnaiinepa SensativitySlider BUKIUKa€eTbCS METO
ChangeCursorSensitivity(). B abomy 3Hauenns CursorSensitivity.value nepegaetscs y

nosie Gamelnfo.Gamelnfolnstance.CursorSensitivity.

Apk.
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public void ChangeCursorSensitivity()

{
}

Bropi 3miBa po3rtamoBaHa KHoONKa-cTpuika. I[Ipu HaTthcHeHHI Ha Hel

GameInfo.GameInfoInstance.CursorSensitivity = CursorSensitivity.value;

BUKIIMKaeThcsl MeTo], MenuButtonFromOptionsMenuClick(), sika aktuBye MainMenu

00’€KT.
public void MenuButtonFromOptionsMenuClick()
{
Options.SetActive(false);
MainMenu.SetActive(true);
}

Huxue Ha pucynky 1.55 300paxeHo iHTepdeiic BikHA 3 HATAIITYBAHHSIMU.

=

Volume ambient B ————

Volume sounds QP —

Cursor sensativity — eoge——

See Bindings

Pucynok 1.55. Iutepdeiic MeHIO HanamTyBaHb

1.4.3 CrBopenns Bindings

Jam y xaHBi OyJI0 CTBOPEHO TPETiil mycTHil 00’ eKT 3 Ha3Bow Bindings, y axuit
JOIaHO yCl KHOMKU 1 Hamucu. lle MeHio moTpiOHe Juisi O3HAWMIIEHHS TpaBIls 3
KHOIIKaMH, IKi BAKOPUCTOBYIOThCS Yy Tpi. Kiagimii ohopmieHi y BUrsi1 O1IMX KHOIOK,
[0 HAraJyroTh CIpaBXKHI KJaBilll HAa KIaBiaTypl, a MOPSAJl pO3TAlllOBaHUU TEKCT 3
MOSICHEHHAM Aii.

Bropi 3miBa po3ramoBaHa KHoONKa-cTpuika. I[Ipu HathcHeHHI Ha Hel

BukiukaeThcsi MeToJ, BackToOptionsClick(), sika aktuBye Options MeHIO.

Apk.
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public void BackToOptionsClick()

{
Bindings.SetActive(false);

Options.SetActive(true);
}

Ha pucynky 1.56 300paxkeno intepdeiic BikHa Bindings.

=

Left Shift BERilL

W - pick up toy

- go to menu

Pucynok 1.56. Iutepdeiic Bindings

1.4.4 CrBopenns EndMenu

Jam y xaHBi 0yJI0 CTBOPEHO YeTBEpTU MyCTHI 00’eKT 3 Ha3Boo EndMenu, y

akui Oyno nogano auiie Teket EndText, sikuit nepenaetses y ckpunT Menu, 1 KHOTIKY

MenuButton. Lle MeH!o0 3’IBISIETHCS MICTS 3aBEPIICHHS I'PH 1 OKa3ye TekeT “Win” abo

“Failed”.

VY ckpunti Menu y Metosi Start() cmodaTky po30JIOKOBYEThCSI Kypcop, a MOTiM

nepeBipsieThest nosie Gamelnfo.Gamelnfolnstance.IsGameOver 1 sikio 3HaueHHs true,

BUKIIMKAeThCs MeToa ActivateEndMenu().

void Start()
{

GameInfo.GameInfoInstance.DifficultyType = DifficultyType.Easy;

Cursor.lockState = CursorlLockMode.None;
Cursor.visible = true;

if (GameInfo.GameInfoInstance.IsGameOver)

{
}

ActivateEndMenu();

3M.
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VYV wmeroni ActivateEndMenu() aktuByerbcsi EndMenu 1 y mome EndText

nepeaaeTbes TEKCT 1 Koulip TekeTy 3 kiacy EndTextManager.

public void ActivateEndMenu()

{
EndMenu.SetActive(true);
MainMenu.SetActive(false);
EndText.text = EndTextManager.EndTextInstance.Text;
EndText.color = EndTextManager.EndTextInstance.Color;
}

BHuzy Tekcty posTamioBaHa KHOIKA, M[00 MOBEPHYTUCH JO T'OJOBHOTO MEHIO.
IIpu HaTucHEeHHI Ha Hel BUKIHKaeThbes MeTtoq MenuButtonFromEndMenuClick(), sika

akTuBye MainMenu.

public void MenuButtonFromEndMenuClick()

{
EndMenu.SetActive(false);

MainMenu.SetActive(true);

}
Ha pucynky 1.57 300paxeno iHTepdeiic BikHA, SIKE€ 3 SIBISETHCS MICHS

3aKIHUYECHHS TPHU.

Pucynok 1.57. Intepdeiic ekpany 3aBeplieHHs TpU

1.4.4 CrBopenHs inTepdeiicy mix yac rpu

Jlns inTepdeticy nin yac rpu y cueHi Forest Oyno crBopeno Canvas (quB. puc.
1.58) 1 HanamToBaHO rOJOBHY KaMepy Tak camo SK 1y clieHi Menu. Y nipaBuil BepxHiit
KyT gonano aa TMP_ Text 3 nasBoro SumText, sikuil BigoOpaxae cyMmy Irpalioxk, i

CountText, sxuii Bi1o0pakae CKUIbKH irpaniok 0yso 310pano mijg yac rpu. Takoxx BHU3Y
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kaHBu JonaHo TMP_Text 3 Ha3zBoro PressC, ame B 3BUYallHOMY CTaHI TEKCT HeE

aKTUBHHUM 1 HOTO HE BUHO Ha €KpaHi.

i Forest
) NavMesh
) Canvas

) SumText

) CountText
) EventSystem
) Terrain

Pucynok 1.58. O6’ext Canvas y iepapxii

Came 11 Tpu 00’ektH nepenaroThest y ckpunt CreateObjectManager. CountText

1 PressC 3anucyroteca y TextManager.TextManagerInstance 1 BUKOPUCTOBYIOThCS B

IHIMX ckpunrtax, Akl Oynmu omucadi y nyHkti HOMEPIIYHKTA. B SumText

BUBOAUTKCA 3HaUeHHs 3MiHHOI Gamelnfo.Gamelnfolnstance.SumOfToys.

public class CreateObjectsManager : MonoBehaviour
{

[SerializeField]

private TMP_Text sumOfToys;

[SerializeField]
private TMP_Text counter;

[SerializeField]
private TMP_Text pressC;

[SerializeField]
private GameObject toyPrefab;

void Start()

{
TextManager.TextManagerInstance.CounterText = counter;
TextManager.TextManagerInstance.PressC = pressC;
sumOfToys.text = '/'+GameInfo.Instance.SumOfToys.ToString();
CreateToysFromJson(GameInfo.Instance.SumOfToys);

}

}

Ha pucynky 1.59 300paxeHno intepdeiic mig yac rpu.
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Pucynox 1.59. Intepdeiic nig yac rpu

®diHani3youu, MOKHA CKa3aTH, 110 Ipa Oyjia yCHIIIHO IPOTECTOBAaHA 3 PI3HUX
aCIeKTIB Ta JIOBeJia Mpalle3JaTHICTh Pealli30BaHOr0 3allJIAHOBAHOTO (DYHKI[IOHATY Y

MOBHOMY 00cCs31, I0BEBIIN €(DEKTUBHICTh OOpAHUX TEXHOJOT1H Ta MIAXO/IIB.
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2 EKOHOMIYHUMH PO3A1J1

2.1 Pe3iome

VY numnoMHoMy npoekTi ctBopeHo rpy "Grey Forest" y sxanpi horror-survival na
pyurii Unity 3 peani3oBaHOIO JIOTIKOIO TpaBllsd, BOpOra, KaT-ClIEeHaMH, 3ByKaMu Ta
iHTepdeiicom. SKicTh MPOTPaMHOTO MPOAYKTY OIIIHIOETHCSA 3 MOTJSAYy KOPUCTyBaua,
e(eKTUBHOCTI BHUKOPUCTAHHS pECypciB Ta BiANOBIAHOCTI BuMoram. Jlami Oyne

MPOBEJICHO PO3PaXyHOK TPYJOMICTKOCTI pO3pOOKH TpH.
2.2 BuzHauyeHHH TPyAOMicTKOCTI po3pooku I13

2.2.1 BusHavyeHHS TPYAOMICTKOCTI pO3pOo0OKH MPOrpamMHOro 3ade3ne4eHHs.

TpuBanictb po3pOOKM 3AIEKUTH BiJ OOCITY, TPYIOMICTKOCTI, KBasi(ikaiii
BUKOHABI[IB 1 PUHKOBUX TepMiHIiB. OOCIT mporpaMHOro 3a0€3MeUYeHHsI OI[IHIOETHCS
METOJIOM CTPYKTYpPHOI aHaJorii 3a JOMOMOTro Taliuill aHanoriB (tabm. 2.1), ae Bci

HEOOX1H1 3HAYEHHS BUJILICHO CIPUM.

Tabmauug 2.1 Karasor ananoris

O06csar ¢pynkuii ITIT - V,,
YMOB. MAIIUHHUX KOMaH/IaX.
6. [1I1 aBTOoMaTH30BaHUX PO3PAXyHKIB 1300 — 8600
7. HH' 3arallbHOi MaTeMaTHKH 1 7800 — 8800
IIIT imiTamiitHOTO MOIEIOBAHHS
8. I1I1 opranizailii 004UCITIOBAIBLHOTO IPOLIECY 13000 — 10200

HaiimenyBanns I

BuOpaBmu ananor IIIl, mo mictute Vo B YMOBHMX MAaIIMHHUX KOMaHJax,
TPYAOMICTKOCTI BU3HAUYATH HA OCHOBI Ta01. 2.2

Tabnuis.2.2. O0ciar yMOBHHX KOMaH]]

O6car IIII, THC.yMOB.MAIIMHHUX KOMAH/ Hopma uacy, aron/ron
1.00 229
2.00 244

Ha ocHOBI oTpuMaHHX JaHUX 3a TaONMIEl0 2.2 BU3HAYAETHCS YKPYITHEHA HOpMa
yacy, CKOpUIOBaHa momnpaBo4yHUM koediuieHToM Kk=0,7+0,8 3 ypaxyBaHHSIM yMOB

PO3pOOKH:

I'p = 229%0,7 = 160,3 (1100/200un) (2.1)
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TpyIOMICTKICT BHM3HAYA€THCSI OKPEMO IS KOXKHOTO eTaly po3poOKd 3
ypaxyBaHHSM CKJIQJHOCTI, HOBH3HU Ta BHKOPHCTAHHS CTaHAAPTHUX MOMYJIB 3a
BIAMOBIAHUMHU (POpMYyTIaMU:

Po3pobOka TeXHIYHOTO 3aBIaHHS

T, =T'pxL xK, (2.2)

Po3po0Oka TEXHIUHOTO TPOEKTY

Ty =T pxL,xK, (2.3)
Po3pobka po6ouoro npoekTy

T =T pxLyxK,xK, (2.4)

Jl1s po3paxyHKy HEOOX1JJHI HACTYMHI KOe(I1LI€HTH:
- Li— nutoma Bara i-ro eramy po3poOku (auB. Tadiu. 2.3.);
- KH — nonpaBounuii koedilieHT, 1110 BpaxoBYe CTYMiHb HOBU3HU (AUB. Ta0. 2.4.);
- Kt — nonpaBouHuii KoedilieHT, [0 BPAaXOBYE CTYMIHbL BUKOPUCTAHHS B pO3pOOIII

TUTOBUX MPOrpam (IuB. Tadi. 2.5.).

Tabnuis 2.3. 3HaueHH MUTOMUX KOE(IIIEHTIB TPYAOMICTKOCTI CTaIii B
3arajibHiil TpyomicTkocTi po3poOku I1I1.

Koa craaii CryniHb HOBU3HHM
A b B
T3 (Ly) 0,15 0,12 0,12
TII (L) 0,16 0,15 0,11
PIT (L3) 0,55 0,58 0,61

Tabnuns 2.4. 3HaueHHs MOMPaBOYHOTO KOE(IIIEHTA,

10 BPAXOBY€ CTYNiHb HOBU3HU

Koxa crynens . 3HaveHHHA
CTyniHb HOBU3HM
HOBH3HU Ku
A [TpunmumoBo HoBi [1I1 1,75-1,2
5 [1IT — pO3BUTOK BU3HAYEHOTO 1.0-0.8
napaMeTPUUHOIO Py
B I1IT marouuii ananor 0,7

Tomy mo po3poOka cucrtemu € 10, 10 Mae aHanoOru NPOrpaMHUX NPOTYKTIB, TO
KOJl cTyrneHst HoBu3HM 11t Moro [1O — B, a 3nauenns koedinienta Ky= 0,7. 1o TaGnuii

2.4, 3HAKO4YM KOJ CTYIICHA HOBU3HH, TCIICP MOKHA BU3HAYUTHU 3HAYCHHA HIHUTOMHX
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Koe(]ilieHTIB TPy 1OMicTKOCTI (110 Tabnumi 2.3): L1=0,12; L,=0,11; L3=0,61.

Tabnuns 2.5. 3HaueHHs Koe(illieHTa CTYIEHs BAKOPUCTAHHS B PO3POOII TUIIOBUX

nporpam
Cryninb oxo1IeHHs peaJizoBaHux pyHKUii po3podawBaibHoro | 3uavyenns K,
III1 TunmoBumMu nporpamamu, %
60 1 BumIe 0,6
40-60 0,7
20-40 0,8
Jo 20 0,9

VY po3pobieHoMy MpOrpaMHOMY MPOAYKTI BUKOpHUCTOBYeThCs Bim 40 mo 60
BIJICOTKIB ICHYIOUMX (DYHKIIIH, 11e 3HaunuTh, 0 K= 0.7. Tenep moTpiOHO po3paxyBaTu
TPYJOMICTKICTb IO KOKHOMY €TaIly OKPEMO:

TpyOMICTKICTh TEXHIYHOTO 3aBJAaHHS

Tos=T"P %L *K,= 160,3%0,12%0,7=13,47 (1100/200u) (2.5)
TpyOMICTKICTh pO3POOKH TEXHIUHOTO MPOEKTY
Ton=L"P *[ %K, = 160.3%0,11*0,7=12,34 (1100/200un)  (2.6)
TpynoMicTKICTh pO3pOOKH POOOYOTO MPOEKTY
Tp=T P ALK K= 160.3%0,61%0,7%0,7=47,91 (n100/200un) (2.7)
JIns mojaneliMX poO3paxyHKIB  HEOOXITHO BHU3HAYUTH KUIBKICTh THamepa,
BUTPAYEHOT0 Ha KOXeH eTaml. Nn= 2 (¢1p), Nuw= 3 (cTp), Npr= 51 (c1p), Nus= 54 (c1p)
— TEXHIYHE 3aBJIaHHS, pO3po0Ka TEXHIYHOTO MPOEKTY, PO3poOKa poOOYOro MpPOEeKTY,

MOSICHIOBAJIbHA 3aIKCKa BiAMOBIAHO. Po3paxyHok 3BeieHUN y Tabmuiio 2.6.

Ta6nuis 2.6. Po3paxynok tpygomictkocti T1I1

HaiiMmenyBanHs eTamnis Po3paxyHoK, roquHu.
Pozpoo6xka I111 KOHTPOHB HopmoxoHnTpoias
KepiBHUKA
o TKK:O,7 *NT3: THKZO, 1 5 >kNTZi:
LT3 Ter=13,47 0,7%2=1,4 0,15%2=0,3
. TKK:O,7*NTH: THK:O, 15*Nmy=
2.Po3pobka TII Trm=12,34 0.7#3=2.1 0.15%3=0.45
. TKK:0,7 >X<NpH: THK:O, 1 5 *NpH:
3.Po3pobxka PII Tppr=47,91 0,7%51=35.7 0.15%51=7.65
4.Po3pobOka mosicHIOBaIbHOT | Tpm=1,5*N= Tw=0,7*Nys= Tu=0,15*N =
3aIIUCKHU 1,5*%54=81 0,7*54=37,8 0,15*54=8,1
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[IponoBxenHs Tabamii 2.6

Vcworo, B T.U.: Tuw=248,22
- Ha pO3pOOKY Tp=154,72
- KOHTPOJIh T. =77
KepiBHHUKA
- HOPMOKOHTPOJIb Tw=16,5

2.2.2 Po3paxyHoOK LiHU NPOrPaAMHOI0 MPOAYKTY

VY upoMy po3nuli po3paxoBYEThCA BapTiCTh po3podku 13, 30xpema 3apoOiTHa

1JIaTa BUKOHABINB (Tabia. 6.7), MaTepialibHl BUTPATH Ta 1HII BUTPATU 3 ypaxXyBaHHIM

MiHIManbHOI 3apruiati 8000 rpH 1 cTaBku 46 TpH 3rigHO 3 3aKOHOM po JlepxOromKeT-

2024.
Tabnuus 2.7 Po3paxyHOK OCHOBHOi 3ap00iTHOI MJIATU BUKOHABIIIB.
HajimenyBanust poOir | TpynomicTkicTh T'oguuua Po3paxyHok,
PoOOIT, pol.roxuHu TapudHa I'PH.
CTaBKa,IPH..
1.Po3po6xka IIIT T,=154,72 48,00 7426,56
2.KoHTpOoIbh KepIBHUKA Tw=77 60,00 4620,00
3.HopMOKOHT-POJIb Tw=16,5 60,00 990,00
Yeworo (3o) - - 30=13036,56

3po0uMMO po3paxyHOK MmaTepiadbHUX BUTpaT Ha po3poOky I[III. PozpaxyHok

3BE€IEMO B TAOJIHUIIIO 2.8.

Tabnuis 2.8. Po3paxyHok MaTepiaibHUX BUTpAT Ha po3poOky 110

Yceworo

HaiimenyBanHs c . Hina
] Tun, KiabkicTsb, . .
MarepiajJbHHUX MOXeE _— OMHMIII, BapricTtb, rpH.
BHTPAT T'PH.
[Tamip Jluct A4 93 5,00 465,00
Pazom - - - Bni=465,00
TpaHCHOPTHO — 3aroTiBENbHI Bmp _3=0,1x Bul
Butparu 10% =0,1*465=46,5
BM:BM1+BTp73:

465+46,5=511,5
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Ha mincraBi oTpUMaHUX JaHMX 10 OKPEMHX CTaTTSAX BHUTpAT CKIaJieHa
KaJIBKYJISAIIS TIaHOBO1 coOiBapTocTi B iomy [1I1 3a dhopmorto, mpuBeneHoo B TaOIUII

2.9.

Tabnuns 2.9. Po3paxyHok craTeil BUTpaT MJIaHOBOI COO1BAPTOCTI

CrarTs BUTpAT 3HavyeHHSs, dopmyia po3paxyHKy
TPH.
1. Marepianu 511,5 Bu (muB. Ta6m. 2.8)
2. OcHoBHA 3apo0iTHA TIJ1aTa 13036,56 | 3, (auB. Tabm. 2.7)
3.JlomaTrkoBa 3apo0iTHA m1aTa 1303,66 30=0,1x30=

0,1*13036,56
4.BinpaxyBaHHS 10 €AUHOTO (HOHIY 3154,85 Be.cs.=0,22x(30 + 30)=

COLIAJILHOIO BHECKY 0,22*(13036,56+1303,66)
5. Haknagui BUTpaTH 7821,94 Buax.=0,6x30=
0,6%13036,56
6. IToBHa cobOiBapTICTH 25828,51 Cros=But301t3:+Be.c.B.+BHak.=

511,5+13036,56+1303,66+
3154,85+7821,94

Po3mip mpuOyTKy, IO BKJIIOYAETHCS B IiHY, BHU3HAYAETHCS [0 HACTYIHIM
dbopmyni:

11=(C..*P)/100 = (25828,51*10)/100=2582,85 (epn),  (2.8)
ne P— manoBuit piBeHs peHTadensHocTi (10-15%).
Ornrosa 1iHa (KOIITOPUCHA BAPTICTh) BU3HAYAETHCS MO POpMyi:

1[,=C,, +I[1=25828,51+2582,85=28411,36 (epn); (2.9)
[TonaTok Ha moAaHy BapTICTh BHU3HAYAETHCS MO HACTYMHIN (hopMyIi:

IJ[B=0.2*1],=0,2%28411,36=5682,27 (cpH), (2.10)
Buxonsun 3 oTpumaHMX AaHMX, I[IHA peajizallii po3po0JeHOro MpOrpaMHOTO

MPOJIYKTY Ha OCHOBI HACTyIHOI (POPMYJIH, CTAHOBUTUME:

[=I]+I]JB= 28411,36+5682,27 = 34093,63 2p; 2.11)
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3 PO3A1J1 OXOPOHMU ITPAIII TA TEXHIKH BE3IIEKH

3.1 OCHOBHI MOJIOKEHHS

OxopoHa mpaili moTpiOHa AJig 3aXUCTY 30pOB’s MPALIBHUKIB 1 JIJIi CTBOPEHHS
Oe3neununx ymMoB mpaili. Po3poOka 1aHOro mpo€eKTy TPOBOAMIIACS 32 KOMIT FOTEPOM, TOMY
y IbOMY PO3AUTI PO3TJIAIAI0THCS 3aCTOCOBaHI HOPMH 1 pEeKOMEH/Iallli, 1110 CTOCYIOThCS
KOMIT' IOTEpY, NIl 00JIAlITYBaHHSI KOM(POPTHOrO pododoro micus. byno posriasiHyTo
OCHOBHI BHUMOTH JI0 OCBITJIEHHSI, MIKPOKJIIMaTy, €prOHOMIKH, €IEeKTPO- Ta MOXKEKHOI
Oe3MeKu, IIyMOBOIO HABaHTAXEHHS Ta IHIMMUX (PaKTOpiB, sKI OynM BpaxoBaHi IpHU

opragizaifii po604oro cepeioBHIIa 3 KOMIT FOTEPOM.

3.2 HerarusHi pakTopu mig yac pod0TH 32 KOMII’ OTEPOM

PoGota 3a xoMm’roTepoM Mae 6araTo HETaTUBHUX HACIIJAKIB IS TICUXIKH 1 JJIS
¢i31oorii moanHu. CUAIHHS B OJIHIM MO31 TPUBAJIUN Yac BUKIIMKAE OUIb y CIIMHI 1 Ui 1
npoOJIeMH 3 IUPKYJISLIEI0 KPOB1 Yy BChOMY OpTraHi3Mi, 110 MOPYIIY€ KUBJICHHS TKaHUH,
MOIIKO/IKY€E CTIHKM CYJIMH 1 MPU3BOJUTH JI0 iX po3iupeHHs. llepeBaHnTakeHHs OJHUX 1
TUX CaMUX TPYyI M’s31B MPU3BOJIUTH 10 3aXBOPIOBaHb CYIJIOOIB 1 M’SI31B, @ 3HUXKECHHS
3arajqibHOi (PI3MYHOI AKTUBHOCTI - JO OXHUPIHHS Ta TMOPYIIEHHS OOMIHY pPEYOBHH.
MOoHITOp BUKIIMKAE HATIPY>KEHHS OUEH, 1111 YaC YUTAHHS 3 HHOTO BIACTaHb BiJl TEKCTY 10
JTIOUHYU TOCTIMHO 3aJIUIIAETHCS OJHAKOBOIO, Uepe3 1€ M sA3u ouel nepedyBaroTh y
MOCTIHHIN Hampy3i. 3 4acOM IIe MOK€e MPU3BECTH 10 3HUKEHHS 30Dy .

[Ipu TpuBaiii poOOTI 32 KOMIT FOTEPOM HEPIJKO PO3BUBAETHCS PO3YyMOBA BTOMA 1
nopyuieHHs: yBaru. Kpim Toro, TpuBane nepeOyBaHHS Yy BIPTYaJbHOMY CEpEIOBHILI
3HMJKYE PIBEHb COLIAJBHOI B3a€EMOJIi, M0 MOXXE MPHU3BOAUTH JO E€MOLIWHOIO
BHCHAXEHHS Ta BIAUYTTS 13015111i. BUKOprCTaHHS KOMIT I0TEpa y BEUIpHIi 4ac MOTipIIye

SAKICTh CHY Y€pe3 BIUIMB CUHBOT'O CBITJIa HA BUPOOJIEHHS MEIATOHIHY.
3.3 I'irieHiuHi HOpMHU

3.3.1 Bumoru g0 npuMilieHHs

Jlnst kompopTHOTO Ta GE3MEYHOr0 PO3MIIIEHHSI O0O0JagHaHHS OyJio BIalITOBaHE

poboue micre tiomero 6,0 M2
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B npuminieHHsx, e BUKOPUCTOBYIOTh KOMIT IOTEP, HE MOXKHAa BUKOPUCTOBYBATH
MOJIIMEPH1 MaTepiaiu JJIsl CTiH, K1 BUIUISIOTH NIKIJIMB1 XIMIYH1 PEYOBUHU, TOMY CTIHU
y IpuMileHi npocto nogapoosani. Komip CTiH MPUMIILIEHHS TAKOXK MA€ BaXKIIUBY POJIb.
Konmip € 3acoboM CTBOpEHHS TMCHUXOJOTIYHOTO KOMQOpPTYy Ta  MiJABUILECHHS
MPOAYKTUBHOCTI mpati. Hailbinbin copusTiuBUMU € CBITII, MNACTEIbHI TOHU —
3€JICHYBaTO-OJJAKUTHUM, SICHO-CIpH, 30J0TaBUW, a SCKpaBi, KOJbOPU KOHTPACTHI
MOEAHAHHS BUKJIUKAIOTh BTOMY 1 pO3ApaTyBaHHsA. Y MNPUMINIEHHI 3 poOOYUM MiCIIEM
cTinu Oynu nogapOboBaHi y macTeIbHUN 3eJI€HUN KOJIp.

[TokpUTTS MiAJOTH y NPUMIIIEHHI MaTOBE, HECIM3bKE 1 3 AHTUCTATUYHUMU

BJIACTUBOCTAMM.

3.3.2 Bumoru 10 po06040oro micus

PoGounii crin BIANOBIJAE BHMOraM €proHOMIKM 1 3a0e3nedye ONTHMAaJbHE
po3MillleHHs1 00JialHaHHs Ha poOodilt moBepxHi. Bucora crony 3 Komm rOTepOM
cTaHOBUTH 680 MM, a IIMpPHHA Ta TTUOMHA PO3PAXOBaHI TAKUM YUHOM, 1100 3a0€31MeUnTH
MOXJIUBICTh JIOCTYIy A0 oOOJagHaHHSA y Mexax JocsbkHocti. Ilim ctomom Oyno
BJIAIITOBAHO MPOCTIP JUIsl HIT 3 BUCOTOI HE MeHIIe HiK 600 MM, IIMPUHOIO HE MEHIIIE
500 MM 1 rOuHOIO He MeHIie 450 M.

Po6ounii ctinens OyB mifgiOpaHuil 3 peryatOBaHHSAM 3a BUCOTOIO, KyTOM HaxWiLy
CUJIIHHS Ta CIIMHKH 1 3a BIJICTaHHIO BIJl CIIMHKH JIO TIEPEIHBOTO Kparo CUAIHHA. Takox
MOBEPXHS CUIHHS € TUIOCKOI0, a MepeAHiN Kpal - 3a0kpyriaeHuM. [loBepxHs cUAiHHSA 1
CIIMHKU CTUIbLS HAMIBM SKa 3 HEKOB3HUM, TOBITPOHEITPOHUKHUM MOKPUTTSAM, IO JIETKO
OUMIIAETHCS 1 HE EJIEKTPU3YETHCS.

Momitop Ha poOouiii moBepxHi OYB po3TamioByBaHuii Ha BifcTani 600-700mMm Bix
KOpHCTyBa4a. MOTO TONOXKEHHS 3abe3Neduye 3pydHIiCTH 30POBOTO CIOTNSNAHHSA Y
BEPTUKAJIbHIN MJIOIMHKHI i KyToM 30° 10 HopMai.

Knasiatypa Oyna posramoByBaHa Ha Bijactani 100-300mMm Bim kparo. Bucora
CepeHbOro psAnka kiapiml He nepesBuirye 30mm. IloBepxHs kiaBiaTypu MaroBa 3
koeditienToM BigouTts 0,4.

PosTanryBanHs NpUCTPOIO BBEJEHHS-BUBEICHHS 1H(OpMaIll OpraHi3oBaHO Tak,

00 3abe3neunT 100py BUAUMICTh €KpaHa MEPCOHAIBLHOIO KOMIT IOTEpPA, 3PYUYHICTD
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PYYHOTO KEpyBaHHS B 30HI JOCSIKHOCTI MOTOpHOro moJis Ha Bucoti 900-1300 MM 1 B
Mexax mupuHu 100-500 mm.

Bci napamerpu MoxHa mobaunTH Ha pUCYHKY 3.1.

T

) 2

720

430
L2ey]

T
$
:
3
it

min 350 mox 90 ~»
min 020 mox 080

Pucynok 3.1. [Tapametpu u1st poGodoro micus

3.3.3 Bumoru 0 ocCBiTJIeHHSA

[Ipupoane ocBiTiieHHs 3a0e3euye KoeilieHT NPUPOTHOT OCBITIICHOCTI HE HIXKYE
1,5%. Jlma peryntoBaHHS PIBHS OCBITJIEHHS MPUPOJHUM CBITIOM THepeadadeHo
BUKOPUCTAHHA Kalto3i. Poboue micie, o0nagHaHe KOMII I0TEpOM PO3TAIIOBYBaHE Tak,
100 IpsIME COHAYHE CBITIIO HE nmonaaao B ovl. l1ITydyHe ocBITIAEHHS NpUMileHHS 0yJ10
pOOJIEHO y BWIJISAJII CUCTEMH 3arajJibHOrO PIBHOMIPHOTO OCBITIIEHHS. 3a00pOHEHO
3aCTOCYBaHHS CBITMJIBHHUKIB 0€3 PO3CIIOBauiB Ta EKpPaHYyIOUMX CITOK. PiBeHb

OCBITJIEHOCTI Ha poOodoMy ctoii ctaHoBUThH 300—-500 k.

3.3.4 Bumoru a0 mymy i BiOpaniiu

[lin gac pobotu piBeHb 3BYKYy He nepeBuinyBaB S0abA. Takuil piBeHb HIyMy
3abe3neuye KOM(MOPTHI YMOBHU MJii TPUBAJIOlI PO3YMOBOI IMpali 1 HE 3HUKYE
KOHLEHTpalio yBaru. llepeBuiieHHs OOMYyCTUMHMX pPIBHIB IIYMYy MOXE 3HHM)KYBaTU
MPOAYKTUBHICTh TIpalli, pO3ApaTyBaHHS, TOTIPIIEHHS TMaMm’sTI Ta MiJBUILICHHS

CTOMJIFOBAHOCTI.
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3.3.5 BuMoru a0 MiKpoKJIimMary

[IpuminieHHs: 3 NEPCOHATBLHUMH KOMIT IOTEpamMu Oyyio oOiajHaHE CUCTEeMaMu
OMaJieHHsT 1 KOHJUIIOHYBaHHS TOBITpA. ONTUManbHI 3HAYEHHS MapameTpiB
MIKPOKJIIMaTy y MOpUMIIIEHHI CTaHOBUTH 22-25°C temmeparypu mnoBiTps , 40-60%
BOJIOTOCT1 MOBITPS, 1 MIBHUIAKOCTI pyxy HoBiTpss — He Oumbme 0,1 m/c. Takox

MPUMIILIEHHS TPOBITPIOETHCS KOXKHI 2 TOJIUHH.

3.3.6 Ejexkrpobe3neka

[1ix yac po6OTH 3 €NEKTPONPHIIaIAMU HEOOX1AHO TOTPUMYBATHUCS MIEBHUX MPABUIL,
1100 YHUKHYTH YpaKeHHS eIEKTPUYHUM CTpyMoM Ta iHioro. [lepen mouatkom po6oTu
000B’sI3KOBA TMEpEeBipKa CIPABHOCTI €IEKTPONPHIIAAIB, IITICHICTh iX MPOBOJIB, BUIIOK,
pPO3€TOK Ta KOpIyCiB MpuiadiB. Taki HECHPaBHOCTI MOXYTh CTAaHOBUTU CEPHO3HY
3arpo3y KUTTIO 1 370poB’r0. Ilicnms 3aBepieHHsT POOOTHM BCl  EIEKTPONpPUIAIU
BUMUKAIOTHCS 3 MEPEXKi, [00 3ar00IrTH KOPOTKUM 3aMHUKaHHIM abo neperpiBanHio. He
JIOTIYCKA€ThCSI JIOTUK JI0 €JIEKTPONPUIIA/IIB BOJOTUMHU a00 MOKPUMHU PYKaMU, OCKITTBKU
BOJIa € MPOBIJHUKOM EJIEKTPUYHOTO CTPyMYy 1 MOXKE CHPUUYMHUTU ypakeHHsA. Y pasi
BUSIBJICHHSI Oy/b-5IKOi HECMPABHOCTI €NEKTPOINpUaay HOro HEralHO BUMHUKAIOThH 3

MepexXi Ta BIAIaI0Th HA PEMOHT 200 BUJIy4alOTh 3 KOPUCTYBaHHS.

3.4 IloxkexxkHa O0e3nmeKa

Jlis 3ano0iranHs MoKeK1 OyJiM MPOBENIECHI BIANOBIIHI IHCTPYKTaX1 3 MOKEKHOT
0€3MeKr 1 BAKOHYBAJIUCS MPaBUIa e€IeKTPOOe3NeKu HaBeIeH] BUllle. TaKoX YHUKAIUCS
MepEeBAHTAKEHHS €JIEKTPOMEPEXK], HE BUKOPUCTOBYBAIHUCS HECIIPaBHI 00 MOIIKOIKEH1
npuiagu, He 3aJIMIIANIOCS YBIMKHEHUM O0NaJHaHHs 0€3 HarsiAy, a TAKOXK PEryJspHO
MePEeBIPSUINCS CIIPABHICTh PO3ETOK 1 MOJOBXKYBaYiB.

VY npumiiieHHi Oyiu BCTaHOBJIEHI CIIPaBHI MEPBUHHI 3aCO0U MOXKEKOTACIHHS —
BOrHeracHUKU. HaiiOunpl yHIBEpCalbHUMHM € TOPOIIKOBI a00 BYTJIEKUCIOTHI
BOTHETAaCHUKH, IKUMU MOKHA TaCUTH €JIEKTPONPUIaA, TOMY 1110 BOHU HE MPOBOMSIThH
cTpyM. BorneracHuk OyB JIETKOJIOCTYITHUM, CIIPABHUM 1 PO3MIIIIEHUM Y 3pyYHOMY MICII],
nogani BiA jpkepen Teria. bins Heoro Oyna po3milieHa 1HCTPYKIliS BUKOPUCTaHHS, a

TaKO0X MEePEBIPSBCS TEPMiH MPUIATHOCTI.
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Takox OyB po3p00JIeHHI IJIaH eBaKyallii MpaliBHUKIB, IKUI OyB PO3MIILIEHUI Ha

BUOUMHUX MICISIX.

3.5 OcHoOBHI 3ax0/14 Ta 3aC00M 1010 30epe:KEeHHS 310POB’ s

[1106 30eperTtu 310pOB’ sl BAKOHYBAJIMCS BC1 3a3HaY€HI y MyHKTax BUILE [IPAaBUJIA 3
oXOpoHHM mpail. byno noTpumaHo pexxuMy Mpaitli 1 BIAMOYUHKY 1 poOUIIUCS TIEpEPBU MO
5-10 xBunuH. BukoHyBaTu BopaBu JUisi ouel 1 pO3MUHKA JJiS TUIA, a Y BUIBHHUH yac
B1JIB1J{yBaBCSl CIIOPTUBHUIM 3aJ1.

JInsi 3MEHIIeHHs BIUIMBY CHUHBOTO CBITJIa Ha O4Yl HA MOHITOpPI KOMIT IOTepa
BUKOPHUCTOBYBABCS (DUIBTP ISl 30PY, 110 MPUOUPAE CUHE CBITIIO 1 POOUTH MOTO JKOBTHUM.
Ha pi3Hux npucTposix BOHM MOXKYTb Ha3UBaTUCS 1O pi3HOMY. Hanpuknaa, Ha pUCYHKY

3.2 300paxkeHo BUTIIAL GUIBTPY Ha HOYTOYLI Qipmu Acer.

Pucynok 3.2. Hiunuk Ha HOyTOY1I1 Acer

Takox KOXeH pik nepeadayeHo npodiIaKTUYHI MEIUYHI OTJIAIA y TEpareBTa,
odTanpMoIIora, a 3a MoTpedr — M 1HIIKUX cremiamicTiB. [le 703BOJUTh BUaCHO BUSBUTH

MOXJIMBI MOPYIICHHS 3I0POB’ S Ta 3aMO0ITTH iX MOAAIBIIIOMY PO3BUTKY.
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BUCHOBKH

B pesynbTati po3poOku Oyina ctBopena 3D rpa “Grey Forest” y xanpi horror-
survival. J[nis 1i ctTBopeHHs OyJI0 HOCTIKEHO OCHOBHI €JIEMEHTH JIaHOTO KaHpy. AHaII3
[UX 0COOJIMBOCTEN T03BOJIMB Kpallle 3p03yMITH MEXaHIKH, 1[0 BIUIUBAIOTh HA €MOIlIHE
CIPUUHATTS TPHU, 1 BUKOPUCTATU iX y BIIACHOMY MPOEKTI JJISI MOKPAILEHHS 1IrPOBOTO
JOCBITTY.

JInsi CTBOpEHHSI HANpyX’EHO1 XOpop arMocdepu y rpi Oyna CTBOpeHa ciieHa
TEMHOTO JIiCYy 3 TyMaHOM, JIMBHUMH 3ByYKaMH, 1 JIOKalisMU, 1100 TpaBelb Mir
OpieHTYyBaTHUCh y Jici. ['pa BemeTbes BiJ mepiioi ocoOU sl TIUOIIOro 3aHypPEHHS B
irpoBe cepenoBuiie rpasid. [1i1 yac mpoxoaKeHHs 3a TPaBIEM IOJIIOE MOHCTP, SIKUN
JISIKA€ TPaBIIS 1 3MYIIIy€e HOTO OYyTH 00EPEKHUM 1 MPUCITYXaTUCh IO OTO KPOKIB.

st po3poOKu BUKOPUCTOBYBaBCsi irpoBuid pymriid Unity, skuil ieanbHO
MIIXOAUTh JJisI TOMIOHMX HEBEIUKHX 1 HE3aJeXKHUX IMPOEKTIB, TOMY M0 €
OE3KOIITOBHUM 1 Mae 0Oarato HaBYaldbHUX pecypciB. JlJis HamucaHHS KOAY
BUKOpHUCTOBYBajacsi mMoBa C#, sfka TakoX Mae 0araro HaBYaJIbHUX MaTeplaliB 1 €
00’ €KTHO-Op1€HTOBAaHO0. [[1s1 30epekeHHs iH(dopMallii po rpy Ha Yyac MPOXOIKEHHS
OyB BUKOpPUCTAHMM TaKuil MaTepH MporpaMmyBaHHs sk Singletone, KUl aaB 3MOTY
KOPUCTYBAaTHUCSl OJIHOI 1H(OpMaIli€l 3 pI3HUX CKPUNTIB MPOEKTY. Takox y mporeci
pob6oTu OyJI0 AOCIIIKEHO eTanu po3poOKu 1rop Bij i1ei 10 peanizallii 1 0yJiu oTpuMaHi
HAaBUYKHU TOB’513aH1 3 BUKOPUCTAHHSIM KOMIIOHEHTIB PYIIIisi, TPOTPaMyBaHHSIM JIOT1KH
I'pU, HAJIAIITYBAHHSAM CLIEHH, pOOOTH 3 aHIMAIlIIMH, 3BYKOM Ta 1HTEpdEercoM.

Bci 3D mopaeni Oy B3sT1 3 unity asset store 1 Oynu 6e3komtoBHI. Lle nonomarae
30CepeIMTUCH Ha HAMIMCAHHI JIOTIKM Ta TEXHIYHIN peani3ailii mpoeKTy.

Bci HaOyTi HaBUYKM 1 3HAHHS B MPOILECI BUKOHAHHS JIUILNIOMY MOXYTh OyTH
BUKOPHUCTaH1 Y MaOyTHIX po3p0oOKax, BAOCKOHAJIEH] 1 JOTIOBHEHI 1HITUMU 3HAHHSIMH.

Leli MpOEKT € BayKJIMBUM Ha LUISAXY CTAHOBIJIEHHS 1HI1-PO3POOHUKOM 1 pO3BUTKY Yy 1A

coepi.
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JOIATOK A. ®parmeHTH KOAY KJIACIB JIsl pOOOTH MEHIO,

BOPOTiB Ta KAMepH MEePCOHAKY

// Menu.cs

using Assets.Enumerables;

using UnityEngine.UT;

using UnityEngine;

using UnityEngine.SceneManagement;
using Assets.lLogic.Scripts;

using TMPro;

namespace Assets.Scripts

{

public class Menu : MonoBehaviour

{

[SerializeField]
private TMP_Text DifficultyText;

[SerializeField]
private Button RightArrow;

[SerializeField]
private Button LeftArrow;

[SerializeField]
private TMP_Text EndText;

[SerializeField]
private GameObject MainMenu;

[SerializeField]
private GameObject Bindings;

[SerializeField]
private GameObject Options;

[SerializeField]
private GameObject EndMenu;

void Start()

{
GameInfo.Instance.DifficultyType = DifficultyType.Easy;
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
if (GameInfo.Instance.IsGameOver)
{
ActivateEndMenu();
}
}
public void LeftArrowClick()
{

int difficulty = (int)GameInfo.Instance.DifficultyType-1;
DifficultyType difficultyType = (DifficultyType)difficulty;
DifficultyText.text = difficultyType.ToString();

if (difficultyType == DifficultyType.Easy)
{



}

RightArrow.interactable = true;
LeftArrow.interactable = false;

}

else

{
}

RightArrow.interactable = true;

GameInfo.Instance.DifficultyType = difficultyType;

public void RightArrowClick()

{

}

int difficulty = (int)GameInfo.Instance.DifficultyType+1;
DifficultyType difficultyType = (DifficultyType)difficulty;
DifficultyText.text = difficultyType.ToString();

if (difficultyType == DifficultyType.Hard)

{
RightArrow.interactable = false;
LeftArrow.interactable = true;

}

else

{
LeftArrow.interactable = true;

}

GameInfo.Instance.DifficultyType = difficultyType;

public void PLayButtonClick()

{

}

GameInfo.Instance.UpdateGameInformation();
SceneManager.LoadScene("Scenes/Forest");

public void QuitButtonClick()

{

}

Application.Quit();

public void MenuButtonFromEndMenuClick()

{

}

EndMenu.SetActive(false);
MainMenu.SetActive(true);

public void BackToOptionsClick()

{

}

Bindings.SetActive(false);
Options.SetActive(true);

public void MenuButtonFromOptionsMenuClick()

{

}

Options.SetActive(false);
MainMenu.SetActive(true);

public void ActivateEndMenu()

{

EndMenu.SetActive(true);
MainMenu.SetActive(false);
EndText.text = EndTextManager.Instance.Text;



EndText.color = EndTextManager.Instance.Color;

}
public void BindingsButtonClick()
{
Bindings.SetActive(true);
Options.SetActive(false);
}
public void OptionsButtonClick()
{
Options.SetActive(true);
MainMenu.SetActive(false);
}
}
}
//Enemy.cs

using Assets.Logic.Scripts.Wrappers;
using Assets.Scripts;

using System.Collections;

using UnityEngine;

using UnityEngine.AT;

public class Enemy : MonoBehaviour

{

[SerializeField]
private Transform player;

[SerializeField]
private LayerMask whatIsPlayer;

private Animator animator;

private AudioSource audioSource;

private NavMeshAgent agent;

private float speed = GameInfo.Instance.EnemyWalkSpeed;
private float runSpeed = GameInfo.Instance.EnemyRunSpeed;
private float sightRange = GameInfo.Instance.SightRange;
private bool playerInSightMesh;

private Vector3 walkPoint;

private bool walkPointIsSet;

private bool isCoroutineEnd;

private ArrayWalkPointWrapper arrayWalkPointWrapper = new ArrayWalkPointWrapper(29);

void Start()

{
agent = GetComponent<NavMeshAgent>();
agent.speed = speed;
animator = GetComponent<Animator>();
audioSource = GetComponent<AudioSource>();
arrayWalkPointWrapper.ReadJson("walkPoints.json");
}

void Update()



animator.SetFloat("Moving", 1);
playerInSightMesh = Physics.CheckSphere(transform.position, sightRange,
whatIsPlayer);

if (playerInSightMesh)

{
ChasePlayer();
}
else
Patroling();
}
private void Patroling()
{
audioSource.pitch = 1.2f;
agent.speed = speed;
if (!'walkPointIsSet)
{
audioSource.Pause();
animator.SetFloat("Moving", 0);
StartCoroutine(Wait());
if (isCoroutineEnd)
{
SetWalkPoint();
isCoroutineEnd = false;
}
}
else
{
agent.SetDestination(walkPoint);
animator.SetFloat("Moving", 1);
}
if (laudioSource.isPlaying)
{
audioSource.Play();
}
var enemyPosition = transform.position;
enemyPosition.y = 0;
if (Vector3.Distance(walkPoint, enemyPosition) < 1)
{
walkPointIsSet = false;
}
}

private void ChasePlayer()

{
agent.speed = runSpeed;
audioSource.pitch = 1.5f;

if (laudioSource.isPlaying)

{
}

audioSource.Play();

transform.LookAt(player);
agent.SetDestination(player.position);



1);

}

animator.SetFloat("Moving", 2);

}

private void SetWalkPoint()

{
animator.SetFloat("Moving", 1);
int walkPointIndex = Random.Range(@, arrayWalkPointWrapper.WalkPoints.Length -
walkPoint.x = arrayWalkPointWrapper.WalkPoints[walkPointIndex].x;
walkPoint.y = 0;
walkPoint.z = arrayWalkPointWrapper.WalkPoints[walkPointIndex].z;
walkPointIsSet = true;

}

private IEnumerator Wait()

{
animator.SetFloat("Moving", ©);
yield return new WaitForSecondsRealtime(5);
isCoroutineEnd = true;

}

// PlayerCamera.cs

using Assets.Scripts;
using UnityEngine;

public class PlayerCamera : MonoBehaviour

{

[SerializeField]
private GameObject flashlight;

[SerializeField]
private Transform orientation;

private float cursorSensitivity = GameInfo.Instance.CursorSensitivity;

|
=
()
—h
e

private float rotationX =
private float rotationy =

1
=
()
—h

e

void Start()
{

Cursor.lockState = CursorLockMode.LlLocked;
Cursor.visible = false;

}

// Update is called once per frame
void Update()

{

Input.GetAxisRaw("Mouse X") * Time.deltaTime * cursorSensitivity;
Input.GetAxisRaw("Mouse Y") * Time.deltaTime * cursorSensitivity;

var mouseX
var mouseY

rotationY += mouseX;
rotationX -= mouseY;

rotationX = Mathf.Clamp(rotationX, -90f, 90f);
orientation.rotation = Quaternion.Euler(@, rotationY, 0);

transform.rotation = Quaternion.Euler(rotationX, rotationy, 9);
flashlight.transform.rotation = Quaternion.Euler(rotationX, rotationY, ©0);

transform.position = orientation.position;



}
}

using Assets.Scripts;
using UnityEngine;

using UnityEngine.Audio;
using UnityEngine.UT;

namespace Assets.Logic.Scripts

{

class Settings : MonoBehaviour

{

[SerializeField]
private Slider VolumeAmbient;

[SerializeField]
private Slider VolumeSounds;

[SerializeField]
private Slider CursorSensitivity;

[SerializeField]
private AudioMixer AudioMixer;

private void Start()

{

}

ChangeVolumeAmbient();
ChangeVolumeSounds();

public void ChangeVolumeAmbient()

{

}

float volume = VolumeAmbient.value;
AudioMixer.SetFloat("Ambient", Mathf.Logl@(volume) * 30);

public void ChangeVolumeSounds()

{

}

float volume = VolumeSounds.value;
AudioMixer.SetFloat("Sounds", Mathf.Logle(volume) * 30);

public void ChangeCursorSensitivity()

{
}

GameInfo.Instance.CursorSensitivity = CursorSensitivity.value;



JOAATOK b. Cinaiay MyJbTUMEXIMHOI Ipe3eHTaIlii

Po3poOka 3D-rpu y skanpi
survival-horror
3 HAJIAIITYBAHHAMM PiBHIB
CKJIATHOCTI

ANNNOMHWUM NMPOEKT CTYAEHTKW TPYNWN 4PM-08: ®POIOK JAPUHA
MAKCUMIBHW

KEPIBHUK: KALAH A.C.

BMKOpWCTaHI 03HaKM aHpy Horror-
Survival y npoekTi:

v HanpyeHa atmocdepa (npurayweHe cBiTa10, TYMaH, JioKauis
nicy, 3BYKK);

v ToNI0BHa MeTa rpu — BUMKUTY;
v BOpor Nosoe Ha rpasLsA NPOTArOM rpu;

v' [N 3aKiHYeHHA rpu rpaselb Mae 3ibpaTi NeBHY KibKiCTb
irpaLLoK i BUNTH 3 Nicy;




BUKOpPUCTAHHI
TexHonorii

A 4 4 v

Visual Studio Unity 3D C#

ETanu po3pobku rpu:

1. Po3pob6kKa inei rpu i aHanis HaaBHUX aHanoris(The eyes,
Outlast, Amnesia);

Mowyk acerTis;

CTBOpPEHHA CUEHM Nicy;

HanucaHHA CKpUNTIB | NOTIKN NPOEKTY;

v o N

CTBOpEHHSA iHTEpdeNncy;




ApxiTekTypa

irpooro
3aCTOCOHKY
Y
Acetu
aii Norika Mogaeni Maketn
KapTuHku CueHu 3ByKH MicuesicTb
MeHio
A Y A
PiseHb )
) Moyartok rpu H HHA UX
cxnagHocTi 04aToK rpi anawrTysa Buxig
A4
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Cxema metoay UpdateGamelnformation():

IrpalKka Kpoaunk
Burnag rpasua npu po3pobui

Burnapg soporay rpi




Burnan nicy 3 Kamepu rpasLA
0/8

lomoBuHa JloKauifa 3 xpectamu




TecTyBaHHA rpu

pa TecTyBanaca NpPoTArom BCi€i po3pobKn, Tomy 6yno
3HaMAeHo i BuNpasaeHo ayxe 6arato nomunok. byno
BunpasaeHo 3D 3BYK KPOKiB BOpOra, HenpasuAbHUN NiYNNbHUK
Yy BEPXHbOMY KYTKY €KpaHy, 3HMKHEHHSA irpawKku nicasa ii nigbopy
rpaBuem, 40Bro Niadupannca npaBuIbHi NOKA3HUKK ANA PiBHIB

CKNaAHOCTI, TOWO.

BMCHOBKMW

Mig vac po3pobku 6yn0 OTPUMAHO HABUYKM BUKOPUCTAHHA
irposoro pywis Unity, Woro KomnoHeHTiB, 6ibnioTek i aceTis.
Byno pgocnigxeHo etanu po3pobku irop Big iaei Ao peanizauii,
LLLO A0OMOMOXKe Y MabyTHbOMY Npu po3pobui iHWKX irpoBux
NPOEKTIB. TakoX B6ynu 4ocnigKeHHi OCHOBHI e1eMEHTU XKaHpy

horror-survival, B AKOMYy MO»KHa po3BaTUCb | Hagani.




BCII «OIECBKUM TEXHIYHHIM ®AXOBHN KOJIEIDK OHTY»

PEIEH3IS

Ha IUIUIOMHU# ITPoeKT 3100yBada (3100yBauku) OCBITH

BIJUIIJIEHHS KOMIT FOTEPHHX CHCTEM

Dporwx [lapunu Marxcumienu

(npi3BHINE, iM' 4 Ta 1Mo GaTEKOBI)

CreuianbHicTh 121 «lnocenepis npoepammnozo 3abe3nevenns y
OcsiTtHs Iporpama «Po3pobxa npocpamrozo 3abesneyenns »
KepiBHHK JHILIOMHOrO HPOEKTy (po6oTH) Kadan Apmyp Cepeiiiosuy

(mpisBuine, iM% Ta 0o GaThKOBI)

Tema mumtom=oro npoexry (poboru) F03p0o6Ka 6e6-3acmocynky KOHMPOTIO

EHeP2OCROINCUBAHHS 8 NOOYMOBUX YMOBAX

O6car po3paxyHKOBO-TIOSCHIOBAIBHOI 3aITHCKH 87 CTOPIHOK

OO6csar rpadiunoi (nmpesenTaniiinoi) yacTuau 12 apkymiB (cnaiinis)

XAPAKTEPUCTHUKA JUITJIOMHOT O ITPOEKTY (POBOTH)

a) 3aKJTIOYCHHA IPO CTYTIiHb BiIOBIXHOCTI BAKOHAHOTO AMILIOMHOTO IIPOEKTY 3aBAAHHIO
IIpedcmasnenuii na peyenziio ounnomuusi npoexm 6ionogioae 3ameepoxceniii

meMi ma BUKOHAHUIl 6IONOBIOHO MEXHIYHOMY 3A80AHHIO. J[UnNOMHUI npoexm

NPUCBAYEHUT  I2POBULE memamuyi ma CKIa0demvcs 3 NOACHIOBAIbHOI 3ANUCKL,

000amKy 3 NpOZPAMHUM KOOOM MA MYNbMumeOiliHOl npesenmayii, wo MicCmume

npuxnaou pobomu npocpamu.

0) XapaxTepuCTHKa BUKOHAHHS KOXHOTO PO3ZLTY TUTLIOMHOTO [IPOEKTY

IloscHiosanvna  3anucka  ckAQ0aemucsa 3  OCHOBHO20 po30iny  (ananizy
npeomemnoi  obnacmi, npPoOeKMY8aHHs 3aCMOCYHKY, peanizayii  30CMOCYHKY,

mMeCmy6anHs_3ACMOCYHKY), eKOHOMiYHO20 pO30iLy, po30iny OXOpOoHu npayi ma

dooamxis. Ilepeniueni po30inu noemanno oxonnooms po3pobKy, GUKOHAHI JOKIAOHO

ma obipynmosano. Po30in oxoponu npayi micmumo 3aeanvHy iHopmayio ma

sumozu 00 mexwixu beznexu onepamopa KT. Exonomiunuii po30in npoexmy micmume

pospaxynox eumpam na HJ[P ma peanizayiio npoexmy.

B) OLIHKA SKOCTi BUKOHAHHA MOSCHIOBAJILHOT 3aNMUCKH Ta IPadidHOi YaCTHHM JHUILIOMHOIO IPOEKTY

I'pagiuna wacmuna cknadacmocs 3 12 caaiidis mynvmumediiinoi npesenmayii,
8UKOHAHOL y npocpamuomy npodykmi MS PowerPoint, axi micmsame imocmpamugHi

Cxemu, CKpiHWOmMU pobomu npospaAMHOZ0 3ACMOCYHKY, nepedbayeni MmeXHiuHum

3a0annsam. T10ACHIOBANbHA 3aNUCKA BUKOHAHA AKYPAMHO MA y GiONno8iOHOCMI 00

Hopm. fkicme euxonamnnsa epaghiunoi yvacmunu npoexmy ma nosACHIOGARbHOI 3ANUCKYU

000pa, po3pobKy 8UKOHAHO Y NOBHOMY 0BCA3I.










T) BMIHHSA PO3B’A3yBaTH BUPOOHHYI Ta KOHCTPYKTOPCBKI [TUTaHHS

11i0 uac dunnommnozo NPOEKmMyeants 3000y8auxa oceimu maia 3MO2y camocmitino

_hputimamu piwenns 3 peanisayii ckpunmis i enemuemisg 2pu, wo pospobasna, ma

hokasanqa 6minHA OpP2aHI308aHO npayrosamu  Hao nocmasieHum 3aeaaHHﬂ.M,

CKA0amu cxemu ma npo8odumu pospobixy K00y 3a 00noMmo2010 aKmyanvHux 0Jis
MeMU KOMN_ TOMEPHUX NPO2DaMHUX 3acobis.

Ouinka pospaxyHkoBoi yacTHHY

Biominno
Ouinka rpadivroi yacTHuy Lobpe
3aranbHa onminka Biominno

Ipiseuime, im’s, o 6aTekOBI KEepIBHHUKA IUIIIIOMHOTO IIPOEKTY

Kaoay Apmyp Cepeitioeuy

Micue po6oru i mocama KEPIBHUKA JHITIOMHOIO IIPOEKTY

BCIT
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