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I[NHEPEJIIK CKOPOYEHbL, YMOBHHMX I[IO3HAYEHD I TEPMIHIB

AAA - BUCOKOOIOIKETHI 1 JOPOTi IPOCKTH

3D - TpuBumipHa rpagika

UI - KopuctyBansHuUIIbKHI 1HTEpPEIiC

EM - Pexum penaryBaHHs

OM - Pexxum 00'exTa

LOD - Level Of Detail - CtBopeHHs JeKiTbKOX BapiaHTIB OAHOTO 00'€KTa 3
PI3HUMU CTYIICHSIMU JeTai3allii

FBX - Onun 13 popmariB Unity

BCTVII



IrpoBuii IBUXKOK - EHTPAJIBHUM MTPOTPAMHUAN KOMIIOHEHT KOMII'FOTEPHUX Ta
Bijleoirop a0o IHIMUX IHTEPAKTUBHHUX JIOJATKIB 3 Tpadikoro, oOpoOIrOBaHOI B
peanbHOMY 4aci. Bin 3a0e3nedye OCHOBHI TE€XHOJIOT1I, CIPOIIY€E pO3pOOKY 1 4acTO
Ja€ TPl MOXKJIMBICTH 3aIyCKaTUCS Ha JIEKUIBKOX Iutargopmax, TaKuX SK IrPOBi
KOHCOJI1 Ta HaCTUIbHI onepaliiiai cuctemu, Hanpukiaag, GNU / Linux, Mac OS X i
Microsoft Windows.

OnHak, He3BaXalOUM HAa BEIUKY KUIBKICTh OaratoyHKIIOHATBHUX
IHCTPYMEHTIB, BiJl pO3pOOHHKa BCE OJHO MOTPIOHA AY’KE BEJIMKA KUIBKICTH Mpaili,
o0 CTBOPUTU JIHCHO IiKaBUi MPOAyKT. OJHO3HAYHUM TUIFOCOM PO3POOKH
KOMIT'FOTEpPHOI TIpH Ha BXE TOTOBOMY IHCTPYMEHTI (JABMXKKY), € LIBUIKICTb
pPO3pOOKM TPOrpaMHOi YaCTUHU. SIKIIO paHilie MporpamicTty MOTpiOHO OyIo
nucatu 0e3mid  psAKIB KOOy, 100 BHUKOPUCTOBYBAaTH MPOCTY MOXKIIMBICTb
MEepeBIpKU 3ITKHEHHS MDK JBOMa O0'€KTamMH, TO Temep BCl Il OOYHCIEHHS
poONATHCA 3a BCE OJHIEID KOMAaHJIOK. TakuM YWHOM, ITPOBI JBWKKH CHIIBHO
CIPOCTHIIM KUTTS TmporpamictaM. OJHAK, MNpOTrpaMyBaHHA II€ TUIBKH OJHA
JacTHHA PO3pOOKH KOMM'tOTepHOI rpu. CTBOPEHHS SIKICHOTO ITPOBOTO MPOIYKTY
Oyne Tak caMO BKJIKOYaTH B ceOe CTBOPEHHS BEIUMKOro o0cAry rpadiqHoro
Mmarepiainy. | 10 Bcboro iHIoro, Oyje moTpioHo 3pO0UTH SIKICHE 03BYYCHHS TPH.

Po3poOkoro Bizmeoirop Moke 3ailmMaThcs SK OJHA JIOAWHA, Tak 1 ¢ipma.
Po3pobka AAA mpoekTy (BUIIMNA KJac) KOWITY€E BiJl MUIbHOHA J0JIapiB 1 OLIbIIIe.
[Ipomiec po3poOku 3BUYANHOI Cy4acHOi Tpu 3aiiMae OJIM3bKO POKy, st AAA-
MPOEKTIB MOXe 3aTArHytuca 10 2-3 pokiB. Hukin po3poOku 3BHYANHUX
«KazyaJdbHUX» 1rop 3aiiMae 01u3bK0 4-6 MICAIIIB.

OCHOBHOIO METOIO JTUIJIOMHOI'O MPOEKTY € po3podutu survival horror rpy 3a
noroMororo irposoro aBuxkka Unity 3D, anme Tak Sk JaHUM ITpOBHM JBUIKOK €
JUIIE KOHCTPYKTOPOM, TO JIOBEJEThCS TaK CaMO BUKOPHUCTOBYBATH BITbHUU
npodeciiiHuil MakeT Uiss CTBOPEHHS TPUBUMIPHOI KOMIT'IOTEPHOI Trpadiku
"Blender" BiH Bkitouae B cebe 3aco0M MOJICIIOBAHHS, aHIMAIlii, peHJepHHTra 1
MOCTOOPOOKH.

OcHOBHI 3a7a4i sIKi MOTPIOHO BHKOHATHU y XOJ1 BHUKOHAHHS JUIUIOMHOTO
MIPOEKTY:

— OgznaitoMutucs 3 irpoBuM asuxkoM Unity 3D;

— Ogsnaitomutucsk 3 rpadivauM pegaktopom Blender;

— HaBuutucs coznaBatu 3D 00BEKTH JUIsl HAILIOTO MPOEKTA Y CTUII1 )KaXIB;

— HaBuuTucs skcnoptyBatu o0bekTH 13 rpadiuynoro pemaktopa Blender y

Unity 3D.
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Busuuth Beck (pynkuionan Unity 3D q1st npaBuiibHOrO (PyHKI[IOHYBaHHS
00'€KTIB.

Jlonatu 10 mpoekty 3Kckimo3uBHUKN PyHKIioHan Unity 3D sikuii cripusie
30upeHHIo FPS.

CxommnemroBaty mpoekT Ha OS Windows ai1s 3ammycky.

1 AHAJII3 PUHKY KOMITIOTEPHUX IT'OP
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1.1 IlepcieKTUBHI HAPSAMKHU PO3POOKHU

B epy BHCOKOIMBUIKICHOTO IHTEpHETY BEJIMKa YaCTHHA ITPOBOI 1HIYCTPIi,

TaKk YH

1HaKIle, OpleHTOBaHa Ha OHJIaH. Ha nanuii MoMeHT icHye Oe3niu

PI3HOBHIIB 0araTOKOPUCTYBAIlbKUX 1rop. 3alieKHO Bij mapaMmerpa Kiacudikarii,

JaH1 TP MOKHA PO3IUIUTH HA:

bpaysepni 1 ximieHTchki rpu. Y Opay3epHux Iirpax web-0Opaysep
BUKOPHCTOBYETbCA SIK OmepaliiiHa 000J0HKa, abo BHUCTYIMAe B poIi
KOHTEHHepa JiJIs BipTyaJIbHOI MallTuHU, IKa BUKOHYE KO/ TPH.

Irpu, moOymoBaHi Ha MPUHIMUII TONIYKY MapTHEPIB Ta IHTEPAaKTUBHI
cBiTd (a00 MacoBi Irpu AJid AEKUIbKOX rpaBuiB). [lo mepmioi rpymnu
HaJIeXKaTh TPH 3a THIIOM IIaxXiB, MIANIOK, MOPCHKOTO OO0 1 iM MOMIOHMX 1
BIJIPI3HSIIOTHCS MMPOCTOTOIO B MOPIBHSIHHI 3 JIPYTOIO.

Ha nanuit MOMEHT HaWO1IBII MOMUPEHUMH THUIIAMU € IHTEPAKTUBHI CBITH 1

TPH JIJIS COIIAIBHUX MEPEK.

KpiM TexHounoriil peanizalii 6araToKOpucTyBalbKUX 1rop, MPOIYKTH TAHOTO

CEerMeHTa PUHKY J0oOpe MOMITHI 32 yKaHPaMH:

MMORPG (Massively Multiplayer Online Role-Playing Game, macoBa
po3paxoBaHa Ha Oarato KOpUCTYBauiB poJieBa OHJIAWH-TPA)

MMOFPS (Massively Multiplayer Online First Person Shooter, macoBuii
OaraTokopuCcTyBallbKUi OHJIaliH-shooter Bij nepiioi ocodu)

MMORTS (Massively Multiplayer Online Real-time Strategy, macosa
po3paxoBaHa Ha 0araTo KOPUCTYBaudiB OHJIAWH-CTpPATETis B PEATbHOMY
qaci)

OnnaliH-1rpy B »KaHpl time-managment (TaliM-MEHEIKMEHT, BIIOMUI
TaKOX 1] HA3BOIO «IIPUHECH-TIOA)

Iami - pi3Hi KOMOIHAINT BHUIEONUCAHMX JKAHPIB, a TaKOX MEHII
MOIIUPEH1, KEK30TUYHI» KaHPH.

Benuuesnoro momynspHICTIO cepesl TPaBIliB KOPUCTYETbCs KaHp Survival

Horror. sxaHp KOMI'TOTEPHUX 1TOP, XapPAKTEPHUM JJIsl SIKOTO € YIOp Ha BUKUBAHHS

IrpOBOro TMEpPCOHa)ka 1 HarHiTaHHs, MOAIOHO JiTepaTypi kaxiB 1 (UIBMIB KaxiB,

atMocdepn cTpaxy 1 TpeBoru. Sk mpaBwio, irpu xaHpy survival horror

IIPOTOHYIOTh I'PaBIIEBl MPOOUPATHUCS Uepe3 JIsKarouil JJabipUHTOINOI10H1 BIpTyalbHI

CBITH, PO3IIYKYIOYH CHOCOOM MPOCYHYTHCS Jaii 1 MiJJal0YUCh HECIOJiBaHUM

Harajam BOpOriB a0 IHIIMM CTPAIIHUM HeOe3MeKaM.

OpHiero 3 yHIKaIBHUX PUC XKaHpPy survival horror € Te, 1110 BiH BU3HAYA€ETHCS

B OUIBIIII Mipl 3arajJibHOIO aTMOC(Eepor0 I'pH, HIK ITPOBHI MEXaHIKOK. Xoua
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survival horror 3a3Bmuaii acomiroeTbes 3 reiimmeeM Resident Evil 1 Silent Hill,
ICHy€ JIOCUThb NPEJCTABHUKIB >KaHPY, L0 HAragyrTb NOOMH iX yCiX, KBECTH,
POJILOBI ITPH Ta NIYyTEPH BiJl IEPIIIOT OCOOH.

Bei irpu mporo sxkaHpy 00'€IHYIOTb TE€MHU CTpaxy, HEMOSICHEHHMX SBHIL,
KOPCTOKOCTI 1 TOMY T10110HOTO.

Ha Biaminy Bij irop »kaHpy action-adventure, 1o sikux rpu survival horror
Omm3bki, B survival horror rpaBernr He MOX€ IOBHICTIO 030pOiTH IrpOBOIO
nepcoHaka abo TOCTaTHIM YMHOM MiATOTYBaTH HOro 10 Mail0yTHixX OMTB. ['paBelb
MOJKE€ CTHKAaTUCS 3 BEJIMKOI KUIbKICTIO BOpPOriB, MpPU LbOMY KUIbKICTb
Ooempunaci s 30poi TOMITHO MEHIIIE, HIK B IHIITUX ITpax, a MOTykHa 30posi Ha
3pa30K paKeTHUX YCTAHOBOK € PIJIKICHUM ab0 30BCIM BIJCYTHS B Ipi. B cuity 115010
IrpOBU TIEpCOHAX OLIBII BpPa3IMBUM, HDK B IHIIMX Irpax, 1 IepeBara 3aBXIu
3HaXOJIUTHCSI HA CTOPOHI BOPOKOIro OTOUeHHS. TakuMm yuHOM, B survival horror 601
BIJICTYIIAIOTh Ha APYTUH IUIaH, a TpaBelb MOBUHEH HABUMTHUCS YHUKATHU BOPOTIB
a00 BUKOPHUCTOBYBATH MPOTU HUX €JIEMEHTU OTOUYCHHS.

CroxxeT TUIIOBOI I'pH B 3kaHpi survival horror Bkitoyae B cede po3ciiayBaHHs
JESIKUX TAEMHUIB 1 3ITKHEHHS 3 CTPAIIHUMU CUJIAMH, TaKMM YMHOM, IFPH MOXKYTb
BUKOPHCTOBYBATH TEMU 1 00pa3u 3 (DJIbMIB 1 JITEPATYPH KaX1B, IEPETBOPIOIOYH iX
B MEPENIKOAN AJis TpaBls. PaHHI rpu aHpy BUKOPHUCTOBYBAJIM XapaKTEpHI UIs
¢biIbMIB KaxiB MPUHOMHM, TMOB'S3aHI 3 TOJOKEHHSM KaMepH - 3aBISKUA LbOMY
BOpOTM MOTJIM MepebyBaTH TO3a yBarowo rpabis. barato irop mporo >xaHpy
BUKOPHUCTOBYIOTh 3aKaJpoOBY MY3HUKY 1 3BYKH, IONEPEKAIOUA TpaBLs IIPo
HeOe3neky. Taki 3ByKOBI MiIKa3KU JOMOMAaraloTh I'paBlLEBl B MPOCYBaHHI MO Ipi,

aJie TaKOX MIJCThOOYIOTh BIAUYTTS TPUBOTH 1 HEBU3HAUYEHOCTI.
1.2 Icnytoui survival horror-irpu
1.2.1 Onuc The Forest

The Forest (3 anri. - «Jlicy) - koMn'roTepHa rpa, B »kaHpi survival horror 3
BIJIKDUTUM CBITOM 1 BHJOM BiJ IEPIIOi OCOOH, IO PO3POOISETHCS KOMITAHIEIO
Endnight Games na nBmxky Unity 5. Panus ansda-Bepcis rpu Oyiia BUITyIICHA B
Steam 30 tpaBus 2014 poky.

['pa mpucBsiueHa BIDKMBAHHIO Ha HACEJIEHOMY OCTPOBI: ITPOBUM MEPCOHAK,
AKUU MOTPAINKB HA OCTPIB B pe3yJbTaTl aBlakaTacTpo(du, MOBUHEH 3HAXOJIUTU cOO1
DKy 1 J1aX, @ TAKOX OOOPOHSITHCS BiJl CTpAITHUX TYOLIbIlIB-KaH10aiB. Po3poOHuKH
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MOCTaBWJIM TIEpe]l cOOO0K0 3aBIaHHs 3pOOUTH HE3BUYANHY TPy, HE CXOXY Ha 1HIII
irpu B >kaHpi survival horror, Taki sik Resident Evil 1 Silent Hill.

Pucynok 1.1 - Ckpinmot abopurena 13 rpu The Forest

Ta6muis 1.1 - Ouinka npoekta The Forest pizHuMu BUaBHUKaMU

IrpoBe BuanHs O1igka
Electronic Games 9213 100
Megagame 9513 100
PC-Gamer 8913 100
OuiHKa KOpUCTyBaviB 8.713 10

I'pa orpumana nactynHi Haropoau: "Golden Joystick Awards 2015" y
kareropisx: "Hailikpamia opurinansHa rpa', "Haitkpamia ['padika", "I'pa poky".

1.2.2 Omuc Alien:Isolation
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Alien: Isolation (3 anrn. - «Yyxwuii: [305wis») - KoMn'toTepHa rpa B KaHpi
Survival Horror 3 enementamu cresnca, po3podieHa kommaHiero «Creative Assem-
bly» 1 Bunana komnaniero «Sega». Buxia rpu BinOyscs 7 xoBTHs 2014 poky.

['pa Oyna po3pobieHa 3 BEIUMKUM OpieHTHpoM Ha ¢iaeM 1979 poky
"Uyxuity (B Tpl ayxe Oarato arpuOyTtuku 3 ¢iabMy), aXX 10 TOro, IO BecCh
aHTypax (paHTaCTUYHOIO MaHOYTHHOI'O 300pa’KEHUI Tak, sIK BIH MPEJICTABISABCS B
1970-x. I'pa Tpoxwu itie Bpo3pi3 3 OuIbIle OPIEHTOBAHUM Ha eKIiieH ¢iapMoM 1986
poky «YUyxki» 1 € TepuIo KOMI'IOTEpHOIO Tporo B cepii Uykoro, redMmieit sKoi

noOy0BaHMI HAa cTpaxy BUXKMBAHHSL.

Pucynox 1.2 - Ckpunmior 13 rpu Aliens:Isolation

Ta6muis 1.2 - Ouinka npoekrta Aliens:Isolation pi3HUME BUIaBHUKAMU

IrpoBe BuaaHHs Perion Orinka
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PC-Gamer MixxHapoaHuii 93 13 100
New Statesman BenukoOputanis 96 13 100
Kotaku Australia ABcTpanis 8.713 10
Or1iHKa KOpUCTYBaviB 891310
Igromania MixxHapoaHuii 8.613 10

I'pa orpumana O6e3niu Haropona: "lIpemis 3a Haiikpamuii 3ByK", "Kpara
rpa", "Kpama 6putanceka rpa", "Kpamuii reiimaizaiin", "HaitOiibimn iHHOBaIIITHA

n

rpa".
1.2.3 Oouc SOMA

SOMA - komn'totepHa rpa B xaHpi Survival Horror, po3po0OieHa cTyniero
Frictional Games, Bimomoi cBoiMu cepismu irop Penumbra i Amnesia. lis rpu
pO3ropTaeThcsl Ha MIABOAHOMY JUCTaHIIHHOMY aochigHoMy o0'ekti PATHOS-2,
Jie MalllMHY TIOYMHAIOTh HAO0YyBaTH JIIOJICHKI pucH. AHOHC T'pu BiOyBcs 11 BepecHs
2013 poxy. 22 Bepecus 2015 poky rpa HagidnILIa B MPOJAK.

SOMA mnepebyBana B po3po6iii 3 2010 poky. Lle mepmia rpa Ha JBUXKKY
HPL3 Engine. ¥V kBitHi 2014 poky cTajo BIiOMO, IO CETTUHT Tpu Oyje
miBogHUM. Y Oepe3Hi 2015 poky po3pOOHUKH OTroJIOCKIIM MPO Te, 0 po3podKa
I'pH Maibke 3aBepiieHa. 29 TpaBHS 3'IBUBCS NMEPITUN TeUMIUICHHUN Tpeiiep rpH i
Oyna oronomena gata pemi3y - 22 BepecHs 2015 poky. ¥V xBithi 2015 poky
BIIOyJOCS  3akpuTe  Oera-TecTyBaHHA. 24  cepnHsS  CTaB  JIOCTYNHHM
nepea3aMoBiIeHHS TU(POBOT KOIIii rpy B MarasuHax mudpoBoi qucTpudyIii Steam
1 GOG.com. 16 BepecHs rpa crana AOCTyIHa JUIsl MpeA3arpy3ki B HudpoBomy
cepaici Steam.

3a mepiui micTh MICSIIB NpoAaxiB Oyio peanizoBaHo 250 THCSY KON TpH.
3riJIHO 31 CTaTUCTHKOIO cepBicy SteamSpy, Ha 5 ciuns 2017 poky npomano 372
TUCSY1 KOTIIH.




Pucynok 1.3 - Ckpunior 13 rpu SOMA

Tabmuis 1.3 - Oninka npoekta SOMA pi3HUMH BHIaBHUKaMH

IrpoBe BumaHHs Orminka
Metacritics 8313 100
GameRankings 84,3513 100
PC-Gamer 86 13 100
Or1riHKa KOpUCTYBaviB 7.913 10

1.2.4 Ommuc The Evil Within
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The Evil Within (pyc. 310 Bcepenuni), Bioma B AnoHnii sk Psychobreak -
KOMITIOTepHAa Tpa B jkaHpax survival horror 1 mryrepa Bix TpeTboi ocoow,
po3pobieHa kommaniero Tango Gameworks 1 Bumymiena kommnaniero Bethesda
Softworks ms mmardopm Microsoft Windows, PlayStation 3, Xbox 360, PlaySta-
tion 4 1 Xbox One B 2014 pori. ['pa 6yna po3po6iena mig kepiBHUITBOM [iHMKI
Muxkamu, tBopus cepii Resident Evil. Bona He mae croxxeTHoi 3B's3Ky 3 Resident
Evil, ane Bkiiroyae B cebe psjg CXOKUX TEM, 00pa3iB 1 €JIEMEHTIB.

Pucynok 1.4 - Ckpunmor 13 rpu The Evil Within

['pa orpumana 3mimiaHi BIATYKH IrpoBOi MPECU: KPUTHUKHU BUCOKO OIIHWIIA
XOppOp-CKJIaJ0BY TpU 1 JU3ailH PIBHIB, aj€ BIJ3HAYMUIM il BTOPUHHICTH IO
BIIHOIICHHIO J0 OUIBII CTapuX Irop aHpy 1 YHMCIEHHI TEXHIYHI MPOOJIEMHU.
Bynyuu rpoto, opieHTOBaHOi Ha 3axigHy ayaurtopito, The Evil Within orpumana
komepiiinuit ycmix B CHIA 1 €Bpomi, ane MNOMITHO MEHIIMM Ha CBOil
OaTpkiBIIMHI - B AnoHii. CroxkeT rpu OyB MPOJOBKEHUN B TPbOX JTOTIOBHEHHSX.

2 BUBIP [TPOI'PAMHOI'O 3ABE3IIEYEHHSA JI51 PO3POBKA

2.1 IopiBHsIBHA XapaKTEPUCTUKA ITPOBUX JIBUKKIB



Unity - HalnmonmyJsipHIIIMNA ABUXKOK st cTBopeHHs 2D- 1 3D-irop.
be3nepeuno, BiH cTaB JiepoM 1HAYCTPIi, 1, SIK TUIbKH 3'ABIISAE€THCS HOBA IrpOBa,
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abo rpadiyHa TEXHOJIOTIsA, pO3pOOHUKHN HeraiHo peanizyroTh ii B Unity. J[Brxok

Unity o0coOnuBO MIHHMIA 3a HHU3bKUN TMOPIr BXO/DKEHHS JUIsl TOYATKIiBIIIB
KOPUCTYBauiB, 3aBJSKUA I[bOMY, a TaKOX TOMY, IO 1HJI-Bepcid OE3KOLITOBHA,

HABKOJIO JIBMJKKA OpPraHi3yBajocs BeJIMYE3HE CIIBTOBapuUCTBO. Husbkuii mopir
BXOJ/DKEHHS € PE3yIhTaTOM TPAaMOTHOTO JIU3aiHYy TPOrpaMu, Oarato pedeil MoxHa
BUKOHATH 3a JOMOMOIOI0 PI3HUX PEAAKTOPIB, HE HANMHUCABIIM NPH ILOMY HI

CTPOYKHU KOJY.

M + Bzl DL TOOlbal' T (&) [Account_-] [Layers -] [Defaukt_-]

= Hisrarchy «=| Fscene € Game == | © Inspector FE

Create =| (GrAll Shaded 20| | % |l | M=) | Glzmes 7| (Al |! ‘ B [pronantarge. sperrel Wetate v
¥ |-
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: T,.t:f”a R :' A~ Transfor .l E
Positio 13.277
| Rotat
: h - Inspector
Hierarchy | : ﬂ
. " Window
Window |
| Rece
!" Materia
I | Size 1 =
i Element 0 prop_fan_large_aj ©
Large . | Use Light Probes |
support_014 | Reflection Probes | Blend Probes k]
el I Anchor Override |None (Transform) | @
prop_fanLarge_aperture, |
prop_fanLarge_motor_0( prop_fan_large_aperture_r (@
v » W Sheder (Lo S umand S
@ Project L A=
| Creats - : Ly | Add Component |
| ﬂ/ Favorites & Aggets » Art « _Textures » Heavy Machinery Textures » Materials
Vi Assets .
&4 Animations
& Animators
vEs Art . .
Yeu Texti
i Project Window
...... =
F& Chara
* {8 Environmen
&l Otherdnimation
= sky
(3 Astrella Scene = -

CSpdia e

Pucynox 2.1 - Ocxosnuii intepdeiic Unity 3D

Tabmums 2.1 - Ilepesaru 1 nepomniku Unity 3D
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Henoniku IlepeBaru

€ Henmomiku s pizHUX | beskomropauit mis Indie-

matpopm PO3pOOHUKIB
Pennep mae HapikaHHS bararonmargopmoBuii
Hewmae kpecnenn [IpocTuii B 0CBO€EHHI

Hemae BuxigHoro kony | baratuii Mara3uH akTUBIB

[IBraxa KOMIIISIIA

baraTo noxymeHnTanii ta

YPOKiB

Torque 2D / 3D, 6yB cBoro yacy aiepom, ajie mij Hatuckom Unity BTpaTuB
cBoi moswuilii. [Ipore A0 1mUX mip Ha HHOMY PO3POOJSETHCS O3y YCIIITHUX
IIPOCKTIB, OCKUIBKH BiH aKTHBHO PO3BHUBAETHCS CITUIBHOTON. BiaMiHHOCTI Mix
JIBOBUMIPHO1 1 TPUBUMIPHOI BEpPCISIMU JOCUTh 3HAUHI, ajie € 1 3arajibHi €JIEMEHTH,
HaIpUKJIaJ PO3BHHEHA MepexkeBa miacuctema. Ilicias BUXOAy B CBIT open source
T3D 306epir 1 HaBITH 301IBIIUB CBOT MOXJIMBOCTI, @ T2D, HaBmaku, 6arato BTpaTuBs.
Hamnpuknan, BiH BTpaTuB aOCOIIOTHO BCi BOYJOBaHI PEIaKTOPH, SIKi, OYEBHJIHO,
Oynu BUJTydYEHI 3a MEBHUX IOPUANYHUX yroA. [IpoTe Ha HbOMY MOKHA pO3pOOIATH
irpu s Tprox miatdopm: Windows, OS X 1, mio Haiuikasime, 10S (1 mpogaBatu
irpu B App Store, He BIJpaxoBYIOYH Hi KOIMIWKU aBTOpaM JIBMKKA). JlaHUI TBHKOK
- ue onHa kojgoBa 0Oa3a Ha C ++ 0e3 MOJATKOBUX €KCHopTepiB. fIK BUIHO,
dbynaamenTanbai  BiaMiHHOCTI 2D 1 3D - Bepcit mossiraloTh B rpadiyHOi
nigcuctemi: T2D s Bizyamizanii BukopuctoBye OpenGL, a T3D - Direct.

B sixocti ckpunroBoi moBu B T2D, sik 1 B T3D, BukopucroByetbest Torque
Script. Pazom 3 Tum B T2D 1151 onucy irpoBux enemMeHTiB ciayxuTh XML-moaiOHa
moBa TAML. Bona pn0o3BoJisic BH3HAYMTHM BJIACTUBOCTI OO0'€KTIB HaA cramil
iHiIiamizamii piBus rpu. s BiarBopeHHs 3ByKiB T2D BukopucToBye 010110TEKY
OpenAL. Cumynsiis Gi3uku 341MCHIOETHCA 3a JI0MIOMOrow ABuxkka Box2D, mio
CTaB CTaHJAPTOM B JBOBUMIPHUX (Pi3nyHUX oOumcieHHsX. He3paxkarouu Ha Te 110
B nBoBumipHomy TOPK me moku Hemae xonctpyktropa GUI, 3a momomororo
3ac00iB JBMXKa (B CKPUITOBOMY KOJ1) MOXHa CTBOPIOBATH NPU3HAYECHUM IS

KOpHUCTyBada iHTep(elic 3BUMHIMH KOMIIOHEHTaMH, a HEe TMPOCTUMHU CIIpaiiTamu.
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OpnHak, SKIIO HEOOXIJHUU KOMIIOHEHT BIACYTHIM, HOro MOKHa CTBOPUTH Ha
OCHOBI cripaiTiB. Matouu aHayoriuny 3 3D-Bepciero MepexeBy cucremy, Ha T2D
MOXHa PpO3pOOJISATH MYJbTUIUICEPH] ITpH, SIKI HAOMPAIOTh TOMYJSPHICTD, -

Hanpukiaa P2P 3 minanmeTis.

e
210 w 5 Do W $2 u L .n LR 4

i & ¥ i is P 1
748 A = [ eyt vl s o o v )

Pucynox 2.2 - OcHoBnuii inTepdeiic Torque 3D

Tabmuns 2.2 - [lepeBaru 1 Hemomaiku Torque 3D

Henomniku IlepeBarn
Hemae sixicHoro L
o SIkicHun
peaakTopa piBHIB
[ToBiIbHA KOMIILIALIS baraTomnardopmoBuit
Bucoki BuMoru 110 3aiiza Jlerkuii B OCBOEHHI

Hewmae BuxigHOTO KOy beskomToBHUMN




21
CryEngine 3 Oepe mouatok cBoei ictopii B 2001 pomi, komum Oyrna
aHOHCOBaHa mepia po3podiiena Ha HboMy rpa Far Cry. 3 Tux mip muHyno 6araro
yacy, 1 MOTOYHA Ha JaHUM MOMEHT W'siTa - OCTaHHS Bepcid Oyia BUIYIIEHA B
#0BTHI 2016-ro. Po3poOHMKYK 1IbOTO JABUXKKA 3 CAMOr0 MOYaTKy Majld Ha METi HeE
caMUM CTBOPIOBAaTH Ha HHOMY ITpH, a MPOJABATH MOTO SK TexHoioriro. OTxe, BCl
po3pobnenni Crytek'om irpoBi mporpamu - me 3 METOK 3pPOOUTH J0JATKOBY
peKjiaMy CBOEMY TOJIOBHOMY MPOAYKTY. Xoua JUisi BUBYEHHS BIH JOCTYIHUUN
O€3KOIITOBHO, MO0 pO3pOOISITH HAa HHOMY KOMEpIINWHI MPOEKTH, HEOOX1IHO
3aIuIaTUTH, NIPYU YOMY I[iHa MyOJIiYHO HE OrojoiyeTbes. B pesynbrari mineHsiat
OTPUMYE JIBUKOK, TOKYMEHTAIlI}0 (HaBYaJIbHI MaTepiaiu), BUXITHUN KO, a TAKOX
omnepaTuBHy MiATpUMKY. KpiM Toro, mpoiiec JileH3yBaHHS ABUXKa TaiTh B coO1
0e3/114 MiJBOJIHUX KaMEHIB - Xo4ya O Te, 10 JIIEH3yBaTh WOr0 MOXE TUIbKU
IOpUANYHA 0co0a, sSIka Mae€ HaJaTu JaHi Mpo po3poO0JieH] MPOAYKTH 1 B OKPEMHUX
BUIAJKax PO BCIX CBOIX CIIBPOOITHHUKIB.

File | Edit Modify Display ConfigSpec Group Prefabs Brush  Terrain  Sound Game Al Clouds Too

Ctrl+0

Level Narie (.0, MyFolder MyName):

Open Cancel

Pucynok 2.3 - OcnoBnuii inTepdeiic CryEngine 3
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Tabmuusg 2.3 - [lepeBaru 1 Henoniku CryEngine 3

Henomiku ITepeBaru

He 0e3ko1mToBHUMA SIkicHUM

) ) ) bararo nmokymeHrariii Ta
IToB1IbHA KOMITUIALIS .
YPOKIB

Bucoki Bumoru 10 3airisa Jlerkuii B OCBOEHHI

He 6aratonnardhopmoBuii

HemoxnuBo mpoagaBaTnu

CBO1 aCCETH Ta CKPINTH

Ha BigmiHy BiA momepenHiX ABMKKIB JiHINKKA (siki Oynu BukitouHo PC-
opientoBanuMu), CryEngine 3 opieHTOBaHUII Ha CTBOPEHHS KPOC-TLIATHOPMHUX
irop, npusHauenux st PC 1 koHconel. B nanuii yac miaTpuMyroTbes miatrGopmu
Xbox 360, Xbox One, PlayStation 3-4, WiiU, a Takox TeXHOJOTIi Bi3yai3alii
HactutbHOT Windows - DirectX 9-11. Sk Mo)kHa ITOMITHTH, TIATPUMKH MOOLIBHUX
mwiaropm HemMae. Y HBOMY CIOYAaTKy NPHUCYTHS MIATPUMKA TI00AIBHUX
mynbrimieepaux (MMO) irop. CryEngine 3 Bosiofi€ MpUTOIOMIIITUBUM CIIHCKOM
TEXHOJIOT1H Bi3yaniizailii, OCh JIeSKl 3 HUX: JUHAMIYHE OCBITJICHHS 1 3aTIHCHHS B
pealbHOMY 4aci, 3aTyMaHEHHs, KapTH HOpMajed 1 Mapaiakc-MarllliHr,
MiJMOBEPXHEBE PO3CIIOBAHHA, CBITJIOBI MPOMEHI 1 XBHJII, YNPaBIIHHSI PIBHEM
netanizamii Janamadry, a Takox 6araro iHIoro. Mi3MYHUN KOMIOHEHT JIBHXKKA
CryPhysics Takox mpaitoe HezanmexHo Biax ¢izuyamx API, takux sk PhysX.
BOyaoBana cuctema aHiMallli MPOMOHYE KUIbKa BIJIMIHHMX I1JICHCTEM:
IHMBITyalli3alis MepCOHaXIB, MapaMeTpUYHA CKEJIeTHA aHiMallis, MpoIeaypHe
nepopmyBaHHs pyXxy. Takoxk 3aciIyroBye Ha OKpeMy yBary BOyJIoBaHa cHuCTeMa
AA, sKa J103BOJISE OOpPOOJISITH TOBEAIHKY HE TUIBKM TEPCOHAXIB, ajie 1
TpaHCHIOPTHUX 3aco0iB. BoHa ckiamaeTbest 3 TPhOX MOJYIIB: PO3yMHI 00'€KTH,
QITOPUTMH JWHAMIYHOTO BWSIBICHHS IUIIXY, a TaKOX CHCTeMa, KepoBaHa
CIICHapIsIMHU.

UDK - ne 6e3komroBHa Bepcis ABuxka Unreal Engine 3, mo Bojojie BCiM
yCIaJKOBAaHUM 1HCTPYMEHTApIEM OCTAaHHBOT'O JJIi CTBOPEHHS IIPOBHX CBITIB.
Crucox miATpUMYBaHHUX TUIATGOPM HE Takuil mupokuid, sk y Unity, ane 1mporo
IIIJTKOM BHCTavae, moo6 okynuTu po3podky: Windows PC, Windows Store, OS X,
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10S, Android 1 KOoHCOII TEpeAOCTaHHBOTO MOKOMIHHS. /)i CKpUNTHHTA B ABMXKKY
BUKOPUCTOBY€EThCS BiacHa MoBa - UnrealScript. Ha caliti po3poOHHKIB
MPE/ICTABIICHO 0arato HaBYAJLHUX MaTepiaiiB, SK TEKCTOBHX, TakK 1 BiJI€O, K IO
penakTtopy, Tak 1 mo ckpuntudry. UE3 orpumaB 0e3niy  Haropojx Ha
IHAYCTpIaJIbHUX 3aX0/laX, a TaKok B KiHemarorpagi 1 HE pa3 CTaBaB KpalluM
irpoBuM / TpadiyHUM IBUKKOM poKy. Moxkna ckazatu, mo UDK Bigpi3HseThCs
Bi1 UE3 TUIbKHU BIICYTHICTIO BUX1JTHOTO KOJY.

.qm—m.-_b-tumuu _
'.hﬂi--ﬂlﬂ-;'l-l—-.ﬂ

o S e (R Y e RS il 1 R
wors * | PLEIOE@SISSDE B Ae RO F

Qe # O+« TLAEISEEIISORIE B 2 =0

'E.1I-:!I;".; [e—r— L0000 Lbwe  Lowe  Lwed i TIE A BE o @F B OF

Pucynok 2.4 - OcunoBuuii inTepdeiic UDK

Ta6nuis 2.4 - [lepesaru 1 Henoaiku UDK

Henomnixku IlepeBaru
Tinbku st be3komrtoBHe
npodecionamnia PO3IMOBCIOKEHHS

, . [Ipoctuii, 3pyunuii
[ToBinbHA KOMIUISALIS : :
iHTepdeiic;

Benukwuii Habip

He cami nepenosi . .

IHCTPYMEHTIB JJIs
TEXHOJIOT11 )
CTBOPEHHS 1T0P;

He 6araromnardgopmoBuii |  bararomnardopmoBuii
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[Ilo mo ¢dyHKIIOHATY, THYYKa CHUCTEMa aHiMallii J03BOJSE€ KOHTPOIKOBATH
KOXKHY JIeTaJlb aHIMOBAaHOTO 00'ekTa. AHIMAaIliiHAa MOJEIb KOHTPOJIIOETHCS
cuctemoro AnimTree, sika BKIIIOUa€ HACTYMHI MEXaHI3MHU: KOHTPOJIEpP 3MillIaHHS
(Blend), xontposiep KepoBaHM AaHMMH, (I3UYHI, MOPOLEAYPHO-CKEJIETHI
KoHTpoJiepH. st iMmopTyBaHHSI 00'€KTiB BUKOPHUCTOBYeThCa ¢dopmar FBX, mio
CTaB CTAaHAAPTOM JJI1 €KCIOPTY Mojieneil Mk penakropamu. Jns Bizyamizanii UE3
BUKOpUCTOBYE 64-0iTHUI KonmbopoBuid HDR rpadiunmii koHBeep, SIKUM 31HCHIOE
raMmMa-KOpPEKI[it0, PO3MUTTA PyXOMHUX OO'€KTIB, 30BHINIHIO OKKJIIO3UIO 1 1HII
edekTr mocToOpoOKu. JIBIXKKOM MIATPUMYIOTHCS BC1 Cy4acH1 e(heKTH OCBITIIEHHS 1
TEXHOJIOTi Bi3yasi3allli: HopMasi30BaH1 KapTH, MapaMeTpU30BaHe OCBITICHHS IO
@®onry, pi3Hi aHi3orponHi edextu Ta iHme. UE3 BimomMuii CBO€H BHUCOKO
ONTUMI30BaHOI0 MEPEKEBOIO APXITEKTYPOIO, 110 BKIIOYAE MIATPUMKY OHJIANHOBUX
Oarainiid Juist irop pi3HUX KaHPIB.

Frostbite Engine - irpoBuii nBMXOK, po3poOsneHuii kommaniero EA Digital
[llusions CE; 3acTOCOBY€ThCS SK y BIACHUX PO3pOOKax, Tak 1 MPOEKTaX IHIIUX
¢imaniB Electronic Arts (EA). Ilepmioio rpoto, CTBOPEHOIO 3 BHKOPUCTAHHSIM
nporo nBmwkka ctana Battlefield: Bad Company 2008 poxky. JIBuxkok OyB
pO3pOo0IeHM [UIsl 3aMiHM TEXHIYHO 3acTtapiyioi TexHousorii Refractor Engine, sxa
BUKOPHUCTOBYBAJAcCs B MOIEPEHIX irpax Gipmu.

¥ FrostEd [main] - MP_Subway*

File Edit View Tools Scene Temain Window Help

Edoojd #r 22 2@%. B M xdcacshi@eds
MP_Subway*

& View Filter User Interface Inclusion  Terrain
a

Position

i ) Height

« Color 8 CLO Y Magnification 1

T Physics T L ; 5% Brush gradient 0
=

% Destruction depth

I Heightfield Pressure 30
Apply spacing (%) 0
Terain layers:
MP_Subway Mud
Backdrop Trees
Underground Rubble
W Gravel
Il Flowerbed White
Flowerbed Pink
M
|

Grass Tall with Rubbish MeshScatteringly... = (2 items) X+

MeshScatteringEna.. [/
e - s 2 Shading
Grass v - ; OpaqueMaskEnable [V
Terrain layouts: -~ A i . Shader + @ MPO15_Di... % L
- DebugColor W10 ¥
SingleTerrainLayerData ?

Underwater

] MP_Subway_TerrainLayout

Pucynok 2.5 - OcHoBnuii inTpedeiic Frostbite Engine
Ta6muns 2.5 - [lepeBaru 1 Hepodiku Frostbite Engine
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Henoniku IlepeBaru

IneanvHe pyliHyBaHHS
He Ge3komToBHuMiA
nanamadTy

He GaratonnardopmoBuii | JlMHaMiuHE OCBITIICHHS

) _ IrpoBuii penakTop
Bucoki1 Bumoru o 3aiisa

FrostED
HewmoxnnBo nponasatu Biracauit 3BykoBuii
CBO1 aCCETH Ta CKPIINTH JIBUYKOK

JIBIOKOK BIIHOCHTBCS O THUITy TOANPOTPAMMHOIO 3a0e3MedeHHs (aHTJI.
Middleware) 1 siBnsie c00010 3B'SI3KY IEKUIBKOX KOMIIOHEHTIB, TAKUX K IpadiuHuii
JIBUKOK, 3BYKOBUU JBIXKOK 1 T.1. B omepariiiniii cuctemi Microsoft Windows
ITpOBUI JBWKOK MIATPUMYE BimoOpakeHHd rpadiku 3a gomnoMororo Mantle
nounHarouu 3 Bepcii 3, DirectX 9, DirectX 10, DirectX 10.1, a mounnarouu 3 Bepcii
1.5 - 1 DirectX 11. OgHniero 13 3asBIICHUX OCOOJIMBOCTEN € ONTUMI3aLlIs AJ1sl pOOOTH
Ha OaraTosiIEpHUX MpoLiecopax.

Texnonoris 3matHa o0OpoONATH 3HHINEHHA JaHAMA(PTY 1 OTOYCHHS
(manpuknan, OyniBenb, JAepeB, aBTOoMOOUTIB). I[linTpumyerbcst AUHAMIYHE
ocBITJICHHS 1 3aTiHeHHS 3 (yHKiero HBAO, mpouenypuuii medauHr, pi3Hi MOCT-
edbextn (nampukian, HDR 1 depth of field), cucrema uactuHOK 1 TEeXHIKH
TEKCTYpUpPOBaHMS, Taki, SK OamI-MammiHr. MakcuMaabHUNW pO3MIp JIOKaIli
CTaHOBUTH OOMexeHHs B 32 x 32 kimomeTpu BigoOpaskaemoi mmomii 1 4 x 4
KUIOMETpU 1rpoBoro rmpoctopy. KpiM 1poro, 3a TBEpIKEHHSIM TBOPLIB,
MaKCUMaJIbHa JIUCTAHIlIS MPOMAIbOBYBAHHS JI03BOJISIE TIOOAYUTH PIBEHH aX [0
ropu3oHTy. Takoxx BOyJOBaHUM BJIACHMN 3BYKOBUU JBUXKOK, IO HE BUMArae
BUKOPHUCTAHHS CIEIlai30BaHuX 3ac001B, moaionux EAX.

3ragana nuIIe Mi3epHa YacTWHA AOCTYMHUX S BUKOPHCTAHHS ITPOBUX
JIBUKKIB.

Tabnuug 2.6 - JlonomikHa NOPIBHsUIbHA XapaKTEPUCTUKA YCIX JIBHXKKIB
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XapakTepucTuka Bumoru Unity | Torque | CryEngi | UDK | Frostbite
3D 2D/3D |ne3 Engine
PexxuMm penaepunra 3D + - + + +
3BYKOBUM JIBHIKOK - - - + +
D13nyHUI TBUKOK + + + + +
Irposwnii 11 + - - + +
[{i1b0BUI XaHP RPG + + + - +
Moga po3pobku C# nnu + - + - +
JavaScript
InTerpaitis 3 IDE Visual Studio + + + +
OC nisg po3poOku Windows + + + + +
[inboBi mutardopmu | Windows, OSX + + + + +
I{ina 0€3KOIITOBHO + + - +
[{imroBa aynutopis s Tak Tak Tak Hi Taxk
npodecioHaiB
SIkicTh 3 2 2 |
JIOKYMEHTAaIli1
[aTepoeiic 3 2 3 3 2
KOPHUCTYyBaya
Pe3ynbpryrounii 6 4 5 4
PEUTHHT

2.2 ®yuskiioHanbH1 MoxiauBocTi Unity 3D

Unity - 11e iIHCTPYMEHT 1l pO3pOOKH JABOX-1 TPMBUMIPHUX JIOAATKIB Ta 1rop,
110 Tpaltoe i onepariiaumu cuctemamu Windows, Linux 1 OS X. CtBopeHi 3a
nonomororo Unity mporpaMu npairorTh i1 onepanifaumMu cuctemamu Windows,
OS X, Windows Phone, Android, Apple 10S, Linux, a Takox Ha IirpoBHUX
npuctaBkax Wii, PlayStation 3, PlayStation 4, Xbox 360, Xbox One i MotionPar-
allax3D
Hanpukiag, Nettlebox. € MOXIUBICTP CTBOPIOBATH JOJATKU JUIsL 3allyCKy B

muctiesx  (MpUCTpOi IS BIATBOPEHHS  BIPTyaIbHUX  TOJIOTPaMm),

Opaysepax 3a momomororw creriansHoro moayist Unity (Unity Web Player), a
WebGL.
eKCIIepUMEHTaJIbHA MIATPUMKA peaii3anii MpoekTiB B paMkax Mmoayiia Adobe Flash

TaKoXX 3a JOMOMOTOI  peaiizamii  TEXHOJOTil Panime Oyina

Player, ane mi3Hime komanja po3poOHuKiB Unity npuiiHsaiga CKJIajHE pPillICHHS
I10JT0 BiJIMOBH BiJ[ ITHOTO.




Pucynox 2.6 - bpaysepna rpa 3amymiena 3a nfonomororo Unity Web Player

Platform
" HTML
@J PC, Mac & Linux Standalone E WebGL
& i05 Development Build -
Autoconnect Profiler
‘t\j w05 Scripts Only Build L

ﬁ Android
6;.: Tizen

Xbox One 3 _
Learn about Unity Cloud Build

| Switch Platform | [ Player Settings... Build |[__Build And Run

Pucynok 2.7 - Texnonoris WebGL s 3anmycky Opay3epHUX irp

Honatku, cTBOpeHi 3a gornomoroto Unity, miarpumytotrs DirectX 1 OpenGL.
AKTHUBHO JIBU’)KOK BUKOPUCTOBYETHCS SIK BEIMKUMHU po3poOHuKamu (Blizzard, EA,
QuartSoft, Ubisoft), Tak 1 po3podbnukamu Indie-irop (manpuxnan, Pathologic, Ker-
bal, Space Program, Slender: The Eight Pages, Slender : The Arrival, Surgeon
Simulator 2013, Baeklyse Apps: Guess the actor Ta iHII) B CHUJIy HasBHOCTI
0€3KOIMTOBHOI BepCii, 3pydHOro iHTEpPEiCy 1 MPOCTOTH POOOTH 3 ABHKKOM.

Penakrop Unity mae mpoctuit Drag & Drop intepdeiic, sikuil jaerko
HAJAIITOBYBAaTH, W0 CKJIQJAa€TbCd 3 PIZHUX BIKOH, 3aBISKH YOMY MOXHA
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MPOBOJIUTH HAIATO/PKCHHSI TPU TMPsAMO B pemakTopi. JIBMKOK miaATpuMye Tpu
cuenapuux moBu: C #, JavaScript (mommdikariis), Boo (mianext Python). Boo
npubpanuii B 5-ii1 Bepcii. Po3paxynku ¢i3uku BupoOisie Gi3sUIHUA JBUKOK BIJ
NVIDIA.

Unity 5 Bosiofie BeIMYE3HOIO KUIBKICTIO MepeBar nepej 1HIIMMH ITPOBUMHU
nexkkamu. Kom'toHiTi Unity 5 Ha ChOTOJIHINIHIA MOMEHT € HaWOIIbIIUM B CBITI.
Ha odimiitHomy caiiti Unity € cnemiaabHui po3Ail, B SKOMY MOXHA 3HAUTH
CTaTUCTHKY IO iTPOBUM JBIDKKaM. 3a 1uMu faHnuMu Unity 5 BUKOPUCTOBYE MOHA]
50% po3pobuukiB Bineoirop, 20% nanexats Unreal Engine, a pemra irpoBux
nBIKKIB - 30%. Jlns po3pobku 2D a6o 3D igmgi-irop Unity 5 miaxoauTh 3a BciMa
napaMeTpamu.

Po3spobka AAA-npoekrtiB B Unity - HaiickmanHimui npouec. [lo-nepire,
OyIb-SIKMI1 CKPUIIT BiApa3y TATHE 3a COOOI0 KyMy MOMMIIOK, SIK1 B MallOyTHbOMY
HeoOX1HO BUMPABUTH, a00 Mepenucatu CKpunt 3aHoBo. [lo-npyre, Unity 5 Bce e
Ma€ TMOraHy ONTHMi3alilo. Bech KOHTEHT skuil cToiTh y BikHI Project, ame He
CTOITh B CII€HI, Oy/ie 3aleueHuid, a 3HaYuTh 1110 rpa OyJe BaXUTH B pa3u OLIbIIE,
HIX niependaydanocs. Unity B HalOMM>KYOMY OHOBJIEHHI BUIIPABUTH II0 MPOOIEMY.
VY nBuxky € psia npoOiem 31 ckporuHroM. Ilpu nmpubnexenHi no oO'ekta B
NEeBHUM MOMEHT KaMepa HaOMMKaeTbCsd TOBUIbHIMIE. SIKIO  MOTPiOHO
MaKCUMaJIbHO OJM3bKO HAOMU3UTHCS 0 3€MIIl, TO 1HOJI 1€ OyBa€ IyXe CKJIaTHO
3pobutu. IlIBuame 3a Bce B HAWOMMKYUX OHOBJICHHSX CKPOJIHT TaK Ccamo

BHUIIPABJIATD.
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3 3D PEAAKTOP BLENDER TA CTBOPEHHA CXOAIB UJIA I'PU

st 3D-mopentoBanHsi OyB BUKOpHCTaHHU pemakTtop Blender - BunbHMIA,
npodeciiiHuil MmakeT Juisi CTBOPEHHS TPUBHUMIPHOI KOMM'IOTEPHOI Tpadiku, IO
BKJIFOYae B cebe 3acoOM MOJIENIOBaHHS, aHIMAIlll, peHJEpUHTra, MOCTOOPOOKH 1
MOHTaXy BiZI€O 31 3BYKOM, KOMIIOHYBaHHS 3a TomoMoror «By3miB» (Node Com-
positing), a TakoX JUIi CTBOPEHHS IHTEPaKTUBHHX 1irop. B nmaHuii wac
KOPHUCTYEThCS HAMOUTBIIIO MOMYJISIPHICTIO cepes] 6e3komToBHUX 3D pegakTopis B
3B'SI3KYy 3 WOro IMIBUJIKUM 1 CTaOUIBHUM PO3BUTKOM, SIKOMY chpusie mpodeciiiHa
KOMaH/1a pO3pOOHHMKIB..

XapakTepHoto ocoOnuBicTIO TakeTy Blender € iioro HeBenukuil po3mip B
NOPIBHSIHHI 3 IHIIMMHU MONYJSAPHUMU NakeTamu ais 3D-monentoBanHs. Y 0a30By
MOCTaBKY HE BXOJWTHh PO3TOPHYTAa JOKYMEHTAIllsl 1 BeJIUMKa KUIbKICTh
JEMOHCTpPAIIMHUX CIICH.

dyHKIIIT makera:

— IligTpuMka pi3HOMAHITHUX TE€OMETPUYHUX MPHUMITHBIB, BKJIIOYAIOUU
MOJTITOHAJIbHI MOJIEJIl, CUCTEMY IIBHJKOTO MOJIEITIOBAHHS B PEXHMi sub-
division surface (SubSurf), kpusi be3re, moBepxai NURBS, metaballs
(MeTacdepu), CKyIbNTYpHE MOJICIIIOBAHHS Ta BEKTOPHI IIPUPTH.

— VYmuiBepcanbHi BOyJOBaHI MEXaHI3MU pEHJEpUHTa 1 IHTErpamis 3
3oBHIIIHIM penaepep YafRay, LuxRender 1 6aratbma iHITUMU.

— I"cTpymenTu aHimarlii, cepea SKHX I1HBEpPCHa KiHEMaTHKa, CKEJIETHA
aHiMallisl 1 ciTkoBa Jaedopmarlisi, KJIOUOBI KaJpu, HENiHIWHA aHIMaIlis,
penaryBaHHsS BaroBUX KOe(]illIEHTIB BEpIIWH, OOMEXyBaui, JUHAMIKa
M'SKUX TUT (BKJIFOYAIOUYM BU3HAYEHHS KOJI31i 00'€KTIB TIpH B3aeMOJI1),
JMHaMIKa TBEpJMX TUI HAa OCHOBI (izuuHoro asmxka Bullet 1 cuctema
BOJIOCCS] HA OCHOB1 YaCTHHOK.

— Python BuKOpUCTOBYeETbCS K 3acid CTBOPEHHS IHCTPYMEHTIB 1
MPOTOTHUITIB, CUCTEMH JIOTIKM B irpax, K 3aci0 IMIOPTY, Ta €KCIIOPTY
¢aitni (nanpuxiag COLLADA), aBromaTu3ariii 3aBJaHb.

— ba3osi ¢yHKIIT HENHIHHOTO pearyBaHHs 1 KOMOIHYBaHHS BiZI€O.

— Blender Game Engine - miampoektr Blender, mo Hamae iHTepaKTHBHI
GyHKIT, TaKl sIK BU3HAYEHHS KOM131i, TBUKOK JUHAMIKH 1 MPOrpaMOBaHa
norika. Takox BIH J03BOJISIE CTBOPIOBAaTH OKpeMi real-time momaTku
MOYMHAIOYH B1Jl apXITEKTYypHOI Bizyai3auli 70 Bi€O 1rop.
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Blender maB penyramito mporpaMu, CKJIaJHOI JJi1 BUBYEHHA. lIpakTudHO
KoKHa (YHKIIIS Ma€ BIAMOBIIHE 1M MOEIHAHHS KIaBill, 1 BpaXOBYIOUM KUIBKICTh
MOJKJIMBOCTEH, 10 HajaroThesl Blender, kokHa KjaBilia BKIIOYEHA B OLIBII HIX
onne noenHanHs (shortcut). C tux mip sik Blender craB mpoekTtom 3 BIAKpUTUM
BUXITHUM KOJIOM, OyJM MIOJaHi TMOBHI KOHTEKCTHI MEHIO 10 BCiX (yHKIIH, a
BUKOPUCTaHHS IHCTPYMEHTIB 3p00JIEHO OUIBII JIOTTYHUM 1 THYYKUM. Jlogamo croau
NoJlajbllle  MOJIMIIEHHS KOPUCTYBAJIBHUIIBKOTO 1HTEpQEHCy 3 BBEICHHSIM
KOJIIPHUX CXEM, MPO30pUX IJIABAIOYUX EJIEMEHTIB, HOBOIO CHUCTEMOIO NEPErIIsy
nepeBa 00'€KTIB 1 pI3HUMU APIOHUMHU 3MIHAMHU.

Biaminni pucu iHTepdeiicy kopuctyBaya:

— Pexumu penaryBanus. J[Ba ocHoBHI pexxumu OO0'extHuil pexxum (Object
mode) 1 Pexum penaryBanas (Edit mode), ski mnepeMuKarOThCA
knasimero Tab. O0'eKTHHI peXUM B OCHOBHOMY BUKOPUCTOBYETHCS ISl
MaHINyJAMid 3 1HAUBIAyaTbHUMH OO0'€KTaMH, B TOM dYac SIK PEXKHUM
penaryBaHHi - IS MaHINyJIsaUuid 3 (akTUYHUMH JaHUMU 00'€KTa.
Hanpuknaa, nmas MOMITOHAIBHOI MOJAENT B O0'€KTHOMY pEXHUMI MU
MOXXEMO TepeMIIaTH, 3MIHIOBATH PO3MIp 1 00epTaTh MOJENb IUIKOM, a
PEKUM peJaryBaHHS BUKOPHUCTOBYETHCS I MAHIMYJSIIl OKpeMux
BEPIIMH KOHKPETHOT Mojieli. TakoX € KUJIbKa 1HIITUX PEeKUMIB, TAKUX SK
Vertex Paint Ta UV Face select.

— Illmpoke BHKOpPUCTaHHS TapsA4YMX KIaBill. bBigbIIicTh  KOMaH[
BUKOHYETBCS 32 JOMOMOTOI0 KiaBiaTypu. J{o mosBu 2.X i oco0nuBo 2.3x
Bepcii, 1e OyB €IuHUM NUIAX BUKOHYBAaTH KOMaHIW, 1 1e Oyio
HAWOUIBIIIO MPUYMHOIO CTBOpeHHs pemyTanii Blender'y sik ckmamHoi
JUisl BUBYEHHs mporpamu. HoBa Bepcis mae Outbll moBHE rpadiyHe
MEHIO.

— VYnpapmiaasS pobounM mnpoctopoM. ['padiunmii iHTepdeiic Blender'a
CKJIaJIa€ThCsI 3 OJJHOTO a00 JEKUIHKOX €KpaHiB, KOXKEH 3 SIKUX MOXe OyTH
PO3IUICHU Ha CeKIii 1 MIACEKIi, SKi MOXYTb OyTH OyIb-SIKOIO
yactuHoo 1HTepdeiicy Blender'a. I'padiuni emeMeHTH KOXHOI CEKIIii
MOXYTh KOHTPOJIIOBATUCA THUMH >K I1HCTPyMEHTaMM, IO 1 JyIs
MmaHinymsnii B 3D mpocTtopi, [UiA OpUKIAAy MOXHA 3MEHIIYBAaTH 1
30UTbIIYBAaTH KHOMNKK 1HCTPYMEHTIB THM K€ uuisixoMm, mo 1 B 3D
neperasgl. KopucTyBad TOBHICTIO KOHTPOJIIOE  PO3TAIlyBaHHS 1
opraHizamito  rpagiyHoro iHTtepdelcy, 1Ue poOUTb MOXKIMUBHUM
HaJalITyBaHHA 1HTepdency T KOHKPETHI 3aBAaHHS, Taki fK
penaryBaHHs Bigeo, UV mapping 1 TEKCTypyBaHHs, 1 NPUXOBYBaHHS
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eJIeMeHTIB 1HTepdeicy sKi He TOTpiOHI AJis naHoro 3aBAaHHs. Llei cTtuib
rpadgigHoro iHTepdecy Ay’ke CXOXKHM Ha CTWUJIb, BUKOPHCTOBYBAaHUHN B
penaktopi UnrealEd kapt mst rpu Unreal Tournament.

Po6ounii mpoctip Blender'a BBaxkaeTbcsi OHUM 3 HAWOLIBIIT HOBATOPCHKUX

KOHIIEMIIH TpadiuHoro iHTepdeiicy st rpadiqyHUX 1HCTPYMEHTIB 1 HATXHEHHHUM

Iu3aiiHOM TpadivyHoro iHTtepgeilicy naTeHTOBaHUX MporpaM, Takux sk Luxology's

Modo.

JlogaTkoB1 0COOIUBOCTI:

VY nporpami Blender cyTHICTb, 1110 B3a€MO/Ii€ 3 HABKOJIUIIHIM CBITOM 1 ii
naHi (popma abo ¢dyukimii 06'ekra) pazaensemocti. CraBnenHs OO0'ekT-
Jlan1 nipeAcTaBisieTbCsl BIAHOMIEHHSAM 1: n (TEpMiH, IO BIAHOCUTHCS A0
Teopii 0a3 JaHUX, T03HAYa€ MOXJIUBICTb JEKUIBKOX 00'€KTIB
BUKOPUCTOBYBATH OJIHI 1 T1 X JaHI1 - OAMH J10 0araTb0X abo CIOPbEKLIIS).
Buytpimnus ¢daitioBa cucrema, 1Mo 103BoJisIE 30epiraTd KijdbKa CIIEH B
equHOMY (haiini (3Banomy .blend daitn).

Bci «.blend» daiinu cymicHi sk 13 cTapilliuMu, Tak 1 3 OLIbII HOBUMH
Bepcisimu Blender. Tak camo BCi BOHU IEPEHOCATHCS 3 OJIHIET MIaTHOPMHU
Ha 1HIIY 1 MOKYTh BUKOPHUCTOBYBATHUCS SK 3aC10 MMEPEHECEHHSI CTBOPEHUX
paHiiie pooiT.

Blender po6uts pesepBHi Komii IPOEKTIB i Yac BCl€l poOOTH Mporpamu,
110 JI03BOJIsIE 30€perTy JaHi Mpu HernepeadadyeHnX 00CTaBUHAX.

Bci cuienu, 06'extu, Matepianu, TEKCTypH, 3BYKH, 300paxeHHs, pOst-pro-
duction edext MOXYTh OyTH 30epexeHi B enuHui «.blend» dariin.
HanamryBannss poOodoro cepemoBuilia MOXKYThb OyTH 30epekeHi B
«.blend» ¢aiin, 3aBaSKH 4OMy NpHU 3aBaHTAaXEHH1 (aillly BU OTPUMAETE
caMme Te, 1110 30eperiiu B Hboro. Bu Moskere 30epertu ¢aiii K «BJIacHI 3a
3aMOBUYBaHHSIM», 1 KOXEH pa3 mpu 3amycky Blender Bu Oynere
OTpPUMYBAaTU HEOOXiJHUW HAOIp 00'€KTIB Ta MIATOTOBIECHUN A0 poOOTH
1HTEpdEiic.

OpuH 13 00'€KTIB CTBOPEHUX ISl TpH 3a gonomororo Blender ne "Cxomu".

[TokpokoBa 1HCTPYKIIisl IO CTBOPEHHIO CXO/IIB:

1.

Buninimo ky0, mepeiimemo B pexkum peaaryBanus (Tab), po3Taraimo
Horo mo oci-Y 1 3MEHUIUMO 1O OCI-Z 70 po3MipiB MailOyTHBOT CXOJUHKH.
[Totim, 3a gomomororo ekcrpynyBanHs (E), ctBopuMo BuCTym cnepeny 1
1o Kpasix.



User Ortho

Pucynok 3.1 - CTBOpeHHS CXOAMHKH 13 KyOy

2. YV pexumi BuAUICHHS pebOep, BUIIIUMO BEPXHE PeOPO CXOJIUHKHU 1
OKPYTJIMMO KOTO, 3a JoroMororo iHcTpymeHty Bevel (Ctrl + B).

Pucynok 3.2 - OKpyTJIeHHS] CXOJIUHOK
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3. IMicns mporo momamo meiaep Smooth 1 moaudikatop Edge Split. Ha
IIbOMY CTBOPEHHS CXOJUHKH 3aKiHUCHO.

4. Tenep moTpiOHO CTBOPUTH KiTbKa KO TaHOT CXOMUHKH. [[7st X misiei
imeanpHOo  mimidne Moaudikatop Array. Jlomamo Horo, BKa)XXeMo
napametp Z = 1, a mapamerp X Takui, no0 He Oyl0 3a30piB MIiX
cxonuHkamu. 3HaueHdsa Count BuctaBumo 12.

Fixed Count

~"  Relative Offset

Pucynox 3.3 - BcTaHOBTI0EMO KIJTBKICTh CXOJAMHOK 12

5. B pesynbraTi, BHiiie oCh Taka JpaOuHKa:

Pucynok 3.4 - KiHueBuil pe3yabTaT CTBOPEHHS 12 cXOAMHOK
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6. Tenep 3aiiMeMocs CTBOpPEHHSIM OINOpPHOro croBma. [lomamMo B clieHy
mutiaap (Shift + A> Mesh> Culinder), 1 Bigpa3y »* BUCTaBUMO JIsl HHOTO
HACTYITHI 3HAYEHHS:

(1) Cwlinder

Pucynoxk 3.5 - HanamryBaHHs BEpIIMH, pajiiycy Ta TIIyOuHU

7. Tenep 3HOBY TOBTOpUMO TIpoleAypy 3 Moaudikatropom Array.
BucrtaBumo manuii muiniHAp Ha TEpIIid CXOMUHIN, a MOTIM J0JaMo
Moaudikatop 1 BiAperyioeMo 3HaueHHs X 1 Z, mo0 B pe3ysbTaTi
BUMIUIO TaK:
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Pucynok 3.6 - YcraHoBka onopy Juisi KO)KHOI CXOJIMHKH

8. CtBopuMO ayOITiKaT OMOPHOTO CTOBIIA JIJISl 1HIIIOI CTOPOHU CXO/IIB:

9. OctanHbor JaeTamuio Oyae cTBopeHHs mnepui. [Jomamo B cieHy KyO
(Shift + A> Mesh> Cube), 3MeHIIIMO oro MacmTad 1 pO3TSITHEMO TIO
BC1M JOBXKMHI CXO/IIB.

Pucynok 3.7 - CTBOpeHHs IepuII 3 0THOTO OOKY 3a JIOTIOMOTOI0 Ky0a

10. ITotim cTBOpUMO noB's3anuit ayoumikat (Alt + D), 1 po3ramryem ioro Ha
IPOTUJICKHOMY Oorri. Buminuemm nBa BepXHiX pedpa 3akpyriiMo ix, 3a
nonomoroto iHcTpymeHTy Bevel (Ctrl + B).

L —

Pucynox 3.8 - CTBOpeHHS ny0ITikaTy 3 Apyroro 00Ky
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11. Cxomu roTOBI 1 Temep MOXHA HaJallTyBaTU OCBITIEHHsA 1 cBIT. Ha
BKJIQJI CBITY BHUCTAaBMMO MOBHICTIO YOpHUM KoJjip. JloJaMo B ClieHy
mwionuHy (Shift + A> Mesh> Plain), po3ramryemo ii Haj cxomamu,
301uIpIIeMO ii MacmTad y 5 pasiB (S | 5 | Enter) 1 moBepHEMO NmpuOINU3HO
Ha 30 rpamyciB.CtBopumo uisi Hei Marepian Emission 1 cuity CBITIHHS

(Strength) 30. BucraBumo kamepy mnepej cXoJaMu 1 3poOUM MpOOHUN
peHzep.

| '
|

Pucynoxk 3.9 - KiHneBuii BUrIisii cXoiB

12. Tenep MoKHA HAKJIACTH OYIb-IKY TEKCTYPY JIepeBa a00 K CKOPUCTATHUCS
MPOLIETYPHOIO TEHEPALIIEI0 TEKCTYPH, 1 BUKOHATH (PIHATBHUI peHep.
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4 PO3POBKA CIHEHU B CEPEJIOBUIIII UNITY 3D
4.1 36ipka cueH. Gameobjects 1 Components

IrpoBi 00'extu (GameObjects) - e HaiiBaxknupim 00'ektu B Unity. [yxe
BaXJIMBO PO3yMITH, 1110 Take GameObject 1 ik HOro BUKOPHUCTOBYBATH.

Koxen o0'ext B 1pi - e GameObject. Ognak, GameObject'n Hidoro HE
poOsTh caMi o coO1. BoHu BUMararoTh creniaibHOi HAaCTPOMKH, MepII HIXK CTaTH
MepCoHaKaMH, IMPeIMETaMH OTOYEHHSIM a00 CrieriaIbHUMH e(eKTaMHU.

GameObject'n € koureliHepamu. [lopoxHs KOpoOka, siKa MOXXE MICTUTH
BCEpEAMHI PI3HI €JIEMEHTH, TaKl SIK OCTPIB 3 3aleuyeHUMU TiHAMU a00 (Di3UYHO
KopekTHuM aBTOMOOLTL. I[Illo6 mificHo 3posymitn GameObject'n, noTpiOHO
3pO3YMITH 1X CKJIaJIOBl, SIKMH Ha3uBalThcs KoMmroHeHTamu (Components).
3aJIe’KHO BiJI TOTO, SIKMH MM XOYE€MO CTBOPUTH 00'€KT, MH OyJIeMO JT0JaBaTH Pi3HI
koMOiHali komnoHeHTiB 10 GameObject'y.

Biakpuitmo Oyne-siky crneny Unity, ctBopimo HoBuit GameObject
(BuxopuctoBytoun Shift-Control-N B Windows a6o Shift-Command-N B Mac),
BUOEpIMO Horo 1 nmorstHuMO B iHciekTop (Inspector).

~ [ |GameObject []static -
Tag | untagged #) Layer|Defauit ]

¥ .~ Transform d *
Position x[0 Y0 z'0 |
Rotation x 0 AL 'zlo |
Scale X(1 |v |1 lzl1 |

Pucynok 4.1 - Incnektop nopoxusoro GameQObject'a

3BepHIMO yBary, 1o HaBiTh nopoxkH1 GameObject'u maroth iM's, Ter (Tag), 1
map (Layer). Koxken GameObject Takox MicTUTh KOMITIOHEHT Transform.

VY Unity nemoxmuBo ctBoputu GameObject 6e3 kommnonenta Transform.
Komnonent Transform - oawH 3 HaWBaXIWBINIMX KOMIIOHEHTIB, TaK SK BCI
BrnactuBocTi GameObject'a moB'si3ani 3 TpaHchoOpMaIliiIMA BUKOPUCTOBYIOTH ITIeH
KOMMOHEHT. BiH Bu3Hauae mojoxkeHHs, oOepTanHs 1 Macimitad GameObject'a B
irpoBomy cBiTl / BikH1 Scene. fkmo GameObject He Matume KommnoHeHTa Trans-
form, BiH Oyne He OuiblIe HIXK JEAKOI0 1H(OpMalli€lo B MaM'aTi Komm'rorepa. Bin
HE 3MOe e(PEKTUBHO ICHYBaTH B IPOBOMY CBITI.
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Komnonent Transform BaxnuBuit st Bcix GameObject'oB, ToMy BiH € y
kokHoro GameObject. Anie GameObject'n MOXYTh MICTUTH ¥ 1HIIII KOMITOHEHTH.

M Main Camera _ ) | [static -
Tag | MainCamera ¢ | Layer| Default ™
¥ .~ Transform %,
Position X0 [¥ |1 |Z -10 |
Rotation X0 ¥0 'zlo |
Scale X1 ¥l 1z1 |
v & ¥ Camera L #
Clear Flags | Skybox ]
Background . b4
Culling Mask | Everything el
Prujecljun [ Perspective H ]
Field of View > 60 |
Clipping Planes Mear |0.3
Far 1000
Viewport Rect X |0 Y |0
w1 H 1
Depth [-1 |
Rendering Path | Use Player Settings 8]
Target Texture |Mone (Render Texture) | @
Occlusion Culling [
HDR -
¥ &' ¥ GUILayer &
¥ @ & Flare Layer %,
¥ @ [ Audio Listener &,

Pucynok 4.2 - GameObject mijg HazBoro Main Camera, SKuii T04a€ThCS B
KOXKHY HOBY CIIEHY 3a 3aMOBUYBaHHSIM

[TornsnyBmm Ha GameObject Main Camera, Mu MOKeMO TOOAYUTH, IO BiH
MICTHUTh Pi3HI KOJIeKIlIi koMmoHeHTiB. OcobnuBo, komnoHeHT Camera, GUILayer,
Flare Layer, i Audio Listener. Bci 1i KOMIOHEHTH HaJalOTh JIOJATKOBY
¢ynkuionansHicTh GameObject'y. be3 Hux He Oyino 0 KoMy 3aiiMarucs
peHJIepuHTOM 1rpoBOi Tpadiku s rparovoi groaunu! TBepal Tina, Koiaiaepu,
YaCTHHKH, aydio - I BCE Pi3HI KOMIIOHEHTH (200 KOMOiHAIlli KOMIOHEHTIB), SKi
MOXYTh OyTH JoAaH1 0 Oyae-sikoro GameObject'y.

Opnni€ro 3 4YyIOBUX OCOOJMBOCTEHM KOMIIOHEHTIB € THYYKicTh. [lpm
MIJIKJII0YEHHI KOMIIOHEHTa JO0 IrpOBOro 00'€KTy, ICHYIOTh Pi3HI 3Hau€HHs a0o
BiacTUBOCTI (Properties) B KOMIIOHEHTI, SIKI MOXYTb 3MIHIOBATUCA B PEIAKTOPI
IIpY CTBOPEHHI I'pu ab0 yepe3 CKPUIITH B 3amylleHld rpl. € nBa OCHOBHUX THIIH
BiactuBocTel: 3HaueHHs (Values) 1 mocunanns (References).
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[TonuBumocs Ha puc 4.3., ne nopoxHii IrpoBuii O0'€KT 3 KOMIIOHEHTOM

Audio Source. Bci mnapamerpu komnonenta Audio Source B IHcmektopa
BHCTaBJICHI 32 3aMOBUYBaHHSM.

w ] ¥ Audio Source & =,
AudioClip sswocall @
Dutput Mone (Audio Mixer Group) =
Mute -

Bypass Effects —
Bypass Listener Effects [
Bypass Rewverb Zones —
Play On Awalke [
Loop (I
Priority 128
High Lows
Wolume 0|1
Pitch 1
Stereo Pan
Left Right
Spatial Blend Controlled by curwe
Reverb Zone Mix Controlled by curwve
W 2D Sound Settings
Doppler Lewvel 1
Spread Controlled by curwve
Wolume Rolloff | Custom Rolloff 3 |
Min Distance Controlled by curwve
Max Distance 500

H Volume B Spatial M Spread M Low-Pass 0 Rewerb

Pucynok 4.3 - nopoxsiit Irpouit O0'ext 3 kommonenTom Audio Source

KoMIOHEeHT MICTUTh OAHY BJIACTHBICTH-TIOCWJIAHHS 1 CIM BJIACTHUBOCTEH-
sHaueHb. Audio Clip - ne BnactuBicThb-nocuiianHs. Komm e ayaio mxepeno
NOYMHAE TpaTH, BIH OyJle HaMmaraTucs mporpatu (aiiyi, Ha SKUN MOCHIAETHCS
BrnactuBicTh Audio Clip. Skio Takoro nmocuiaHHs HE BUSBUTHCSA, TO BHUHUKHE
MOMUJIKA, Tak sK Hisike ayaio HE Oyae nporpano. Mu nmoBUHHI IPU3HAYUTH (Paiii
B iHCcekTop. [lepersrHemo daiin 3 Project View Ha BiacTUBICTh-TIOCHUTIAHHS 200
3a oromMoror Bubopy o6'exta (Object Selector).

Bci inmi BnactuBocTi micas Audio Clip e BracTuBOCTI-3Ha4YeHHs. Bonu
MOXYTh OyTH BIJIPEryJiIbOBaHI MPSMO B IHCHIEKTOP. BiacTUBOCTI 3HAYECHHS MICHs
Audio Clip - e Bce mepemMuKayi, YUCIOBlI 3HAYECHHS 1 BHIAAal0ui MEHIO, alie
BJIACTUBOCTI-3HAYEHHSI MOXXYTh TaKOXX OyTH TEKCTOBUMH DSAKAMHU, KOJIbOPaMH,
KPUBHUMH 1 IHIIUMHU TUTIAMHU.
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4.1.1 IlyGmikarrist 301pok

VY Oyab-sIKHii MOMEHT pO3pOOKH IPU MOKHA 3aXOTITH MOJIMBUTHCS HA T€, SIK
BOHA BUIJISJA€E 1034 PEJAKTOPa, MPU CKJIAJaHHI B SKOCTI CAaMOCTIMHOIO J0/JaTKa
ab0 BeO-mporpaBaya.

[Tynkt mento File-> Build Settings ... no3Bossie Binkputu BikHO Build Set-
tings. Y HbOMY BUBOJUTHCS PEIarOBAaHUI CIIUCOK CIIEH ISl BKIFOUEHHS B 301pKy

IpH.

= N Build Settings

Scenes In Build
[ Main.unity 0

Add Current

Platform
‘m Web Player _ @ Web Player
*_ ¥ PC and Mac Standalone < Streamed -
- Offline Deployment  [_]
E i05 Development Build [l
) Autoconnect Profiler [
ﬂ Android Script Debugaing -
@ Xbox 360
=3 P53 [
w
[ Switch Platform ][ Player Settings... ] [ Build H Build And Run ]

e

Pucynox 4.4 - Build Setting y skoMy MOKHO CKOMIILITIOBATH HAIIl TPOEKT

Crrcok OyJie MOpPOKHIM NP MEPIIOMY BIAKPUTTI LIbOIO BIKHA B MPOEKTI. B
TaKOMY BHIIQJKy, IIPH CKJIaJjaHHi, B Ipy OyJe BKIIOUEHA JIUIIE IOTOYHA BIJIKpUTA
CLICHA.

Konu Oynemo roroBi o myOumikamii cBoe€i 30ipku, BUOEpaeMo MOTPiOHY
mwiatdopmy B ciucky Platform, maBnportu Hel 3naxonutbes jgorotun Unity; SKIIO
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1I€ HE TakK, TOJl HaTUCHUMO KHOMKY Switch Platform, mo6 nmoBimomutu Unity mpo
Te, mia sgKy mmiatropmy MU Oaxkaemo 3aiiicHroBaTH 30ipky. Ilicims 1woro,
HaTUCHUMO KHOTIKY Build. Binkpuerbest cTangapTHe 1iaioroBe BIKHO 30€pEKEeHHS
¢aiiny, B SKOMy MM MOXXEMO BHOpaTu iM's 1 posramyBaHHs i rpu. Ilicns
HaTtucKkaHHs KHonkH "30epertu" Unity 30epe BaIll 10JaTOK.

4.1.2 PenaryBaHHs B1aCTUBOCTEN

Properties (BiaacTuBOCTI) - mapamMeTpu 1 OMIlli KOMIIOHEHTIB, SKI MOXHa
penaryBaTd B IHCIICKTOPI.

v . M Light G2l %=,
Type | Point i ]
Range 10
Color | | 2
Intensity —) 1
Coolkie Mone (Texture) @
Shadow Type | No Shadows ¢ |
Draw Halo L]

Flare None (Flare) | @
Render Mode | Auto i
Culling Mask | Everyihing ¢ |
Lightmapping | Auto t |

Pucynok 4.5 - Komnonenr Light BigoOpaxkae pi3Hi 3Ha4€HHs 1 BIaCTUBOCTI-
HOCUJIaHHS

BractuBOCTI MOKHA IIUPOKO PO3AUIUTU Ha KaTteropii "mocusianua" (3B'13Ku
3 iHmMMHA o0'ekTamMu 1 Accetamu) a00 BeNMWYWHU (YHCIIA, TIPANopIli, KOJBOPH 1
T.1.).

[Tocunanas MoxXyTh OyTH TpU3HAYCHI MIJISXOM IMEPETATYBaHHS 00'€kTa abo
AcceTa BIANOBIAHOTO THUIy Ha BIANOBIIHUM MyHKT B i1HcmekTopl. Hampuknan,
komnoHeHTy Mesh Filter Tpe6a mocnatucs Ha Accetr Mesh nech B 1IbOMYy MPOEKTI.
Komm KoMIOHEHT TUTBKM CTBOPEHO, IIOCUJIAHHS 11I€ HE TPU3HAYCHA!

¥ |- Mesh Filter: [none] i,
Mesh Mone (Mesh) (o]

Pucynok 4.6 - [locunanHst He Ipu3HAYEHE
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aje MU MOXKEMO Npu3HauuTH Homy Mesh musixom nepetsryBaHHs Accet-
Millla Ha HbOTO:

¥ . Door Frame 1 (Mesh Filter) (il ?:t._
Mes h il doorFramel | @

Pucynok 4.7 - IlocuiianHs npu3HadeHe

Mu Takox Moxkemo BukopuctoByBatu Object Picker, mo6 BuOGpaTu 00'eKT 1
3B'S13aTH MOT0 3 BJIACTUBICTIO. SIKIIO MU KJIAIIHIMO Ha 3HAYOK HEBEJIMKOIO KOJa B
MpaBiii YaCTUHI BIACTUBOCTI B IHCIIEKTOP1, MU MOOAYMMO MOAIOHE BIKHO:

& i Select Mesh
-~ ™
.\Q\ | 1
_Assets | Scene ——
I el .
bottombLock

daarFramel

. . I\‘_#-
v

doorFramel

Mesh

350 verts, 272 tris

uwv,uwv2

Assets [Objects/Environment/Doo rs,fl:/
i

Pucynok 4.8 - Object Picker nmst momyky o0'ekTa B clieH1 b0 acceTtax

Object picker (Bubip o0'ekTa) 103BOJISIE IIYKATH U BiOipaTi 00'€KTH B CIIEHI
a6o B Accer mpoekry (iHdopmariiini nmaHeni B HuxHIA yacTu BiKHa MO’KHA
migHiMaTi U omyckari 3a baxanoB). Jlns BuOopu o00'ekta Ha BIACTIBICTh-
ITOCHUJIAHHS, npocto HeobxoauMo ABIYl HaTicHYTI Ha Hero B Object Picker.

Komu BnactiBicTe-IIOCUJIAHHS BigHOCITBCS 1O KOMIOHEHTY THITY
(manpumep Transform), Mu moxemo momicTiTi B [0 BIacTiBICTh OYyAb-sIKHIA

00'ext; Unity BusHauiTh nepiivii KOMIIOHEHT [bOTO THUITY 3yCTPIYAIOUiNiCA B IIbOM
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o0'ekti u mnpusHauuna Ha I[IOCUJIAHHA. Eciu B o6'ekta HE BusiBuio

KOMITOHEHTIB BIATIOBITHOTO THUITY, TPU3HAUYCHHS OYJie epepBaTH.
[Tpu ximiky mo komipHoi BrmactuBocTi, BiakpieTses [lamitpa xomsopis (Color

Picker).

800 Color

Brightness

Saturation

R I 173
1 .

c I 178
- T 1

B | | |198 !
AN [ 55)
T —

Hex Color # |[ADBZCH !

¥ Presets =

@ Click to add new preset

Pucynox 4.9 - BikHO nmamiTpu KoJIbOpiB

Unity BUKOPHCTOBY€E BJIACHY CHUCTEMY KOJhOPOBOI manitTpu, aine Ha Mac OS
X MU MOXXE€MO BHOpaTu CUCTEMHY cucteMy 3 MeHio Preferences (mento: Unity>
Preferences 1 motim Use OS X Color Picker 3 maneni General).

4.2 BuxopucrtanHs BikHa Scene View

Bikno Scene View - 1e 1HTepakTMBHa micOYHUIS. byaemo
BUKOpHUCTOBYBaTH Scene View st BUOOpPY 1 po3TalllyBaHHS OTOYEHb, IpaBIld,
KaMepH, BOPOTiB, 1 BCIX 1HIIUX ITPOBUX 00'€KTIB. YTIPaBIiHHS Ta MaHIMTyJIIOBaHHS
00'eKTaMU 3 BUKOPUCTAHHSM BikHa Scene View € OfHI€I0 3 HAMOUIbII BaXJIMBUX

¢ynxkiin Unity, TOMy Ba)XITHBO BMITH POOUTH 1€ MIBHJIKO.
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4.2.1 Hasirariis y BikHI Scene

BikHo Scene wmae ©Habip HaBiramitHUX €JIIEMEHTIB yOPABIIHHSI, SKi
JOTIOMOTal0Th OPIEHTYBATUCS B HbOMY IIBHUJIKO 1 €(EKTUBHO.

Jlist  mepemilieHHss 1O CIEeHI MOXKHa BUKOPHUCTOBYBATH KJIaBimii 31
cTpuikamu. KnaBimi Bropy i1 BHU3 NEPEMIIIYIOTh KaMepy BIIEpe] 1 Ha3al B TOMY
HamnpsIMKy, B iK€ BOHa JuBUThCS. Kiapim BiaiBo a00 BIPaBO MOBEPTAIOTh KaMepy
B crtoponu. I[lpu BuKOpUCTaHHI CTpUIOK, 3aTucHUMO KiaBimry Shift ans
IPUCKOPEHOT0 MEePEMIIIICHHSI.

Axmo BuOpatu reMoO'eKT B iepapxii, MOTIM MOMICTUTH MHIN HaJ Scene
View, 1 Hatucuytu Shift + F, Bug xoHueHTpyetbcs Ha BUOpaHomy o0'exti. Lls
MOJKJIMBICTh HA3UBAETHCA Ka/ipyBaTu BujieHe (frame selection).

Frame Selected F
Lock View to Selected +F
| Find 2BF
| Select All FEA

Pucynok 4.10 - DnemenTu pokycyBaHHS

[Tepemimenns, o0epTanHs Mo opOiTi 1 MacITaOyBaHHS - KJIFOYOBI orepartii
HaBirauii y BikHi Scene View, ToMy Unity Haja€e KulbKa albTE€PHATUBHUX IUIAXIB
iX BUKOHaHHS JUIsl MAKCUMAaJIbHOT 3pYYHOCTI.

4.2.2 Tlo3uiionyBaHHs IrpOBUX 00'€KTIB

[Tig yac CTBOpEHHS TpH, sl MOBUHEH PO3MICTUTH 0arato pi3HUX 00'€KTIB Y
irpoBoMy cBiTi. J[J1s 11bOr0 Oy/IyTh BUKOPHUCTAH1 1HCTPYMEHTH TpaHchopmarlliii B
MaHel 1HCTPYMEHTIB JUIsl NEPEMIIIECHHs, 00epTaHHs 1 MAacIITa0yBaHHS OKPEMUX
00'exTiB. KokeH 1HCTpyMEHT Mae BIANOBiAHE ['M3MO, sike 3'SBISETHCS HABKOJIO
BUJIJICHOTO 1rpoBOTrO 00'ekTa y BikHI Scene. MoKHa BHUKOPHMCTOBYBAaTHM MHII 1
MaHIMyJIOBaTH OyIb sKOW Biccto ['m3mo st 3miHM KommoHeHTa Transform
IrpoBOrO 00'€KTa, a00 MOKHA BBECTH 3HAYEHHS OE3MOCEPEHbO B YHCIIOBI TMOJIS
KOMIIOHEHTA B IHCIIEKTOPI.

Koxen 3 Tppox pexuMiB Moke OyTu oOpaHui rapsiauMu KiaBimamu - W
i nepemimieHus, E s obepranns 1 R ms macitabyBaHHs.
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Translate (W) Rotate (E) Scale (R)

Pucynok 4.11 - [lepemimenns, ooepTaHHs 1 MaciITabyBaHHS
4.2.3 Tlomyk B Scene

[Ipu po6OTI 3 BENIMKUMU 1 CKIAJHUMH CLIEHAMH OyJe KOPUCHUU MOIIYK
neBHUX 00'ekTiB. BukopucrtoByroun wMoxiuBicTh Search B Unity, MmoxxHa
BiAQ1IbTpyBaTH 00'€KT abo rpymy 00'exTiB. MokHa mrykaTu AcceT 1Mo iMeHi, IO
TUITY KOMITIOHEHTA, 1, B JISIKUX BUITQJIKaxX, o MiTkax Accet (nuB. Huxue). MoxxHa
BUOpATH PEKUM TOUIYKY 3 BUNAgal04doro MeHio Search.

VY BikHax Scene i1 Hierarchy € mone mormyky, o A03BoJisie (UIBTPYBATH
o0'ektn o iMeHi. Tak sk 11 BiKHA, MO CyTi, IPOCTO JIBa BapiaHTH BiIOOpaKEHHS
OJTHUX 1 THUX ke 00'€KTIB, Oy/Ib-SKil MONIYKOBIi# 3anuT Oyne AyOmroBaTrucs B 000X
MOJISIX TOIIYKY 1 3aCTOCOBYBATHUCSI OJTHAKOBO JI0 000X BIKOH.

3BepHEMO YyBary, M0 KOJIM TIONIYK AaKTUBHHM, OOWIBA BIKHA TPOXHU
BIIPI3HSAIOTHCA: BIKHO Scene Oyje MOKa3yBaTh O0'€KTH, SIKI HE MPOUIUIM IO
¢bubTpy cipuMm, a y BikHi Hierarchy OynyTh BigoOpaxaTHCs TUIBKH Ti 00'€KTH,
IMEHa SIKUX BIAMOBIAAI0Th MOIIYKOBOMY 3aIUTY:



File Edit Assets GameObject Component Wind

i | =] =4 Center | © Global @ Collab ~
[ = Center[ @ Global [ & Collab - |

Cube.001

& Project
Creata *

Pucynoxk 4.12 - Tlomryk meBHOTO 00'€KTa y IPOEKTI

HeBenukuit XpecTHK MpaBoOpyY Bif] MO TMOUIYKY BHIAISIE MOITYKOBOT 3aITUT
1 TOBEpTa€ BIKHO JI0 HOPMAJILHOTO CTaHy. B MeHro 311iBa BiJl 1OJIsI MOKHA BUOpATH
GbiIpTp MOIIYKY - MO iMEH1 00'€KTa, 3a oro Tumy, abo 000M UM apaMeTpam.

4.3 Ilpedab (Prefabs)

Hocuts 3pyuno mpaitoBatu 3 GameObject B ClieHi, 107at091 KOMIIOHEHTH 1
3MIHIOIOUHM iX 3HAYEHHS Ha MOTPiOHI y iHcnekTopl. OHaK, 116 MOXKE CTBOPUTHU PSJI
npo0JieM B TaKUX BUIAJAKaX, KOJIU npairoemMo Haj cTtBopeHHsIM NPC, 06'ekTom abo
IpeIMEeTOM, SKUA YacTO 3YCTPIUaeThCs B CIEHI. 3BUYAlHO, MOXHa MPOCTO
CKOITIOBAaTH 111 O00'€KTHW JJII CTBOpPEHHS JyOJikaTiB, ajge BCl BOHU OYIyTh
penaryBaTucs He3aJeXHO OJUH BiJ OJHOTO.

B Unity Moxna ctBOoptoBaTu mnpedad. Lle ocobmupuit tTunm Acceta, 110
no3Bojsie 30epiratu Bech GameObject 3 yciMa KOMIIOHEHTaMH 1 3HAYEHHSIMHU
BractuBocTeil. [Ipedad BucTymae B posi madIOHy JJIsi CTBOPEHHS €K3EMILISIPIB
30epiratoyoro oO'ekta B cueHl. byap-ski 3miHM B mnpedabi  HeraiHo
Bi0OpakatoThes 1 Ha BCIX WOTO MPUMIPHUKAX, IPH IIbOMY MOXKHA TEpEBU3HAYATH
KOMITOHEHTH 1 HACTPOMKH JJI1 KOKHOTO ek3eMIuisipa okpemo. Konu nepetsryemo
¢aitnoBuit Accer (Hanmpukiaja, Mell) B CLIEHYy, Oy/ie CTBOPEHHI HOBUHM €K3EMILISP
TaKoro 00'exTa 1 BC1 TaKl €K3eMIUIAPU 3MIHATHCS IIPU 3MIHI OPUTTIHAIBLHOTO AcceTa.
Onnak, X04 HOro MoBeAIHKA 1 CX0Ka, ajie AcceT - 11e He npedald, Tak 110 He BUNIS
J0JTaTH JI0 HBOTO KOMIIOHEHTH a00 BUKOPHUCTOBYBATH Oyab-sIKi 1HIIN OMHCaHi
HIDKYE BJIACTUBOCTI IIpedhadoB.
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Moxna ctBoputu npedad, Bubpasiu Asset> Create Prefab 1 mepersrnysiim
00'exT 31 ciieHH B "mopokHii" npedad, 1m0 3'sBuBcs B mpoekTi. [icis yoro moxxkHa
CTBOPIOBATH €K3eMIUIsipH mpedabda mpocTo mepeTsaryroun Woro 3 BikHa Project Ha
cueny. IMeHa 00'exTiB peanizoBaHux npedadom, OyayTh MiJICBIUYBATUCA CHHIM Y
BikH1 Hierarchy (imeHa 3Bu4aifHuX 00'€KTIB MalOTh YOPHUIA KOJIIP).

Sk yxke 3ragyBajiocs BUllle, 3MIHU B ripedad aBTOMAaTUYHO 3aCTOCYIOThCS J10
BCIX 11 €K3eMILISAPIB, OJJHAK MOXKHA 3MIHIOBATH 1 OKpeMi ek3eMIuisapu. L{e kopucHo
HanpuKJIag B pas3l, Koiau OakaeMo CTBOPUTH Kimbka cxoxux NPC, ame 3
30BHIIIHIMUA BIIMIHHOCTSIMM, 11100 JojaTu peanictuuHocTi. 106 Oyno 4iTko
BUJIHO, IO BJIACTHBICTh B €K3eMIUIpI mpedad 3MiHEHO, BOHO TOKA3YyEThCS B
IHCIIEKTOp1 KUpHUM MIpU(PTOM (AKIMIO [0 MNpuUMipHUKa Tmpedada ToAaHMM
a0COJIOTHO HOBUM KOMIIOHEHT, TO BCl HOro BIacTHBOCTI OyAyTh HamucaHi

KUPHUM LIPUPTOM).

LTS [ Mesh Renderer G %,
Cast Shadows -
Receive Shadows [
¥ Materials
Size |1
Element 0 @ Default-Diffuse o]
Use Light Probes -

Pucynok 4.13 - Mesh Renderer Ha ex3eMiuisapi npedabda 3 mepeBU3HAYCHOIO
BnactusicTio "Cast Shadows"

4.4 Jlxxepena cBiTia

Jlxepenma cBiT/Ia € HEBIJI'€MHOK YaCTHHOIO KOXHOI CIICHH. Y TOH dYac sK
MEUIH 1 TEKCTYpU BU3HAYaI0Th (POpMY 1 30BHILIHINA BUTJIS] CUEHU, JDKEpEa CBITIA
BU3HAYaIOTh Kouip 1 atMocdepy Bamoro 3D oroueHHs. Oprauizaiiis ix 0JlHOYaCHOI
poOOTH BHMarae HEBEIWKOI TMPaKTUKH, aje pe3ysibTarT Moxke OyTu

IMPUTOJIOMIIJINBUM.
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# scene i Asset Store € Game

Shaded =20 )| ¥ (4| - Gizmas *| (arAll

1 Project [}

Pucynox 4.14 - [Ipocta KOMIIOHOBKA JIBOX JIKEPEIN CBITIIA

Jlxepena cBiTJIa MOXXYTh OyTH IOJaHI B CIIEHY 3 BUKOPHUCTAHHSIM MEHIO
GameObject-> Create Other. Ilicns Toro, sik mkepeno cBiTiaa Oyae I0AaHO 0
CIIEHU, MOXHa KepyBaTH HUM sK Oynp-skuM iHIUM GameObject'om. Takox,
MOXXHa JgojaTd KoMrmoHeHT Light 1no Oyap-skoro BUAUIEHOrO O00'€KTYy
BukopuctoBytoun Component-> Rendering-> Light.

Kommonent Light mae 6Garato pi3HHX BIACTUBOCTEH, SKI MOXXHA
3MiHIOBaTU B iHCniekTopa (Inspector).

v ' [ Light Q@ % |
Type | Spot ™
Baking | Baked ™
Range 10
Spot Angle -, 30
Color | #
Intensity - 0.5
Bounce Intensity —

Shadow Type | Hard Shadows d

Baked Shadow Radius 0

Draw Halo -

Flare Mone (Flare) (o]
Render Mode | Auto ]
Culling Mask | Everything i

Pucynok 4.15 - BnactuBocti komnonenTta Light B iHciekTopa
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[Tpocro 3MiHONOuYM BiactuBicTh Color (komip) [kepena CBITIA, MOXHA

JIOJIaTH CIICH1 30BCIM IHIIIUMA HACTPIM.

# Seene | £ Asset Store € Game
Shaded ML

Gizmas 7| (CrAll

1 Project

Pucynok 4.16 - TToxmypi mxepena cBiTia

4.5 CTBOpeHHs Ta pefaryBaHHs terrain'os

MoxHa nomatu o0'eKT terrain'a B cieHy, BuOpapmu GameObject> Create
Other> Terrain 3 MeHr0 (IIe TaKOX J10JacTh BiAMOBIAHUN AcceT terrain'a B BIKHO
Project). Ilpum mpomy, manamadT croyaTtky Oyjae HIYMM IHIIUM, SK IPOCTO
BEIIUKHM, TUIOCKOIO piBHUHOW. OMHAK, SKIIO TOJAMBUTHUCS HAa IHCICKTOpP MPH
BUJIEHOMY 00'ekTi terrain'a, mo0ayumMo , IO TaM MPEACTaBICHUN psij
IHCTPYMEHTIB, SIKI MO’KHA BUKOPUCTOBYBATHU JIJIsi CTBOPEHHS OYyIb-IKMX MOTPIOHUX

naHamagTiB.

= [ Terrain {(Script) 0 i
B o (a2 [ ] %%
| Raise / Lower Terrain .

Click to raise. Hold down shift to lower.

Brushes

T T TP

Settings
Brush Size 3 100
Dpacity « ) | 100

Pucynok 4.17 - [actpymenTtu penaryBanHns terrain'a
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3a BUHATKOM IHCTPYMEHTY PO3MILIEHHS JEpPEB 1 MaHEl HaIAITyBaHb, BCl
1HII 1HCTPYMEHTH Ha IMaHeNl 1HCTPYMEHTIB 3a0e3rneuyroTh HaOip "kucten" 1
HaJAIITYBaHb JUIsl pO3MIpy 1 TPo30pocTi KUCTL. Te 110, 111 KUCTI CXOXKI HA KUCTI 3
rpadgiyHUX peAaKkTOPiB - HE BUMAJAKOBO, TOMY III0 caMe TaK CTBOPIOKOTHCS ACTall y
terrain'a, 3a JomoMororo ix "MantroBaHHs" Ha naHamadTi. K0 BUOEpaTH MEepIIHii
3J11Ba IHCTPYMEHT Ha naHeni iHcTpyMeHTiB (Raise / Lower Terrain) 1 nepecyHnyTH
MHUII HaJl terrain'oM y BIKHI Scene, MU 00auuMo, 1110 Kypcop Harajaye mnposkeKTop
Ha noBepxHi. KIIKHYBIIN KHOMKY MUII, MOXHA HaMaJlOBaTH MOCTYMOBI 3MIiHH B
BUCOTI JaHAmAadTy B TOYIl pO3TallyBaHHS MHIIKH. MokHa 3MiHIOBaTH (opmy
kucti B ma”en Brushes. Omii Brush Size 1 Opacity BrumBatoTh Ha 006J1aCTh KHCTI 1
cuity "HaTHCKY" BiAMOBIJIHO.

[lepmi Tpu IHCTpYMEHTH Ha TaHENl IHCTPYMEHTIB I1HCIEKTOpa terrain'a
BUKOPHCTOBYIOTHCA JJIsl MAIFOBaHHS 3MiH BUCOTH Ha terrain.

al | ad | ak

Pucynox 4.18 - [ncTpymeHnTH 115t 3MiH BUCOTH

[lounnaroun 3iiBa, TepiIa KHOMKa akTUBye 1HCTpyMmMeHT Raise / Lower
Height (migBumuTty / 3HU3UTH BHCOTY). Konu MaaioeMO BHKOPUCTOBYIOUH IIEH
IHCTPYMEHT, BUCOTa Oy/ie 30LIbIIYBAaTHCS MOKH KEPYEMO MHILIKOKO 3 3aTUCHYTOIO
JIBOIO KHOMKOIO Mo terrain'y. Bucora Oyjae migcymMoByBaTHcs, SIKIIO OyJIeMO
YTPUMYBATH KypcOp B OJJTHOMY MIiCIli, aHAJIOTi4HO edekTy aeporpadii B rpadiaamnx
penakTopax. Skuio 3atucHyTH KHomky shift, Bucora Oyzae 3HmKyBatuca. MoxHa
BUKOPHCTOBYBATH PI3HI KUCTI JIJIsi CTBOPEHHS pi3HuX edexTiB. Hampukian, MoxxHa
CTBOPUTHU TOPOMCTY MICUEBICTh 3a JOMOMOTIOI 30UIBLIEHHS BUCOTH TEH3JIEM 3
M'AKAMHA KpasMH 1 TIOTIM BHpI3al04M KPYyTi CKeJl 1 PIBHUHHU 3a JOTIOMOTOIO

SHUKCHHA BUCOTH IICH3JICM 3 TOCTPUMHU KpasiMU.
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Pucynox 4.19 - 'opbucta micieBicTb 3 pi3KO BUIICHOIO PIBHUHHOIO

Hpyruii 3miBa iHcTpymeHT, Paint Height, ananmoriunuii inctpymenty Raise /
Lower, TiTbKM LOTO pa3y € JOJAaTKOBA BIIACTUBICTH JJIS YCTAHOBKU ILIHOBOT
Bucotu. Ko manoeMo Ha 00'eKTi, terrain 3aHUKYBAaTUMEThCS B OOJACTSAX BHIIIE
i€l BUCOTH 1 3aBUIIYBAaTUMETHCS B 0OJIACTAX HIDKYE I[IJILOBOI BHCOTH. MoOkHa
BUKOPUCTOBYBATH ciaiiep BiracTtuBocTi Height nns ycTaHOBKM BHCOTH BpYYHY,
a0o KJIIKaTu 1o terrain'y 3 3aTHCHYTOO KiaBimiero shift iy B3STTS 3pa3ka BUCOTH
B TIOTOYHIN TO3UIlT MUIIKK (aHAJIOTIYHO 'mimeTrke" B TpadiuHMX pemakTopax).
[Topsin 3 morpibHuMu Height € knonka Flatten, sika mpocTo BCTaHOBIIIOE BUCOTY Y
BChOTO terrain'a B 3ajmaHe 3HaueHHs. lle 3pydHO ANig MIIHATTA PIBHS 3eMI,
HaMpUKIaa, SKIO OaxaeMo MO0 JaHAMA(PT BKIOYAB SK MaropOu BUIIE IHOTO
piBHS, TaK 1 pIBHUHU HIDKYE Hboro. Paint Height 3pyunwmii 1ist CTBOpEeHHS 11aTO B
CLIEHI 1 TaKOX U1l JOJABaHHS IITYYHUX €JIEMEHTIB, TAKUX SIK JOPOTH, MIaTHOopMHU
abo CTyIICHI.

Pucynok 4.20 - Cxun marop6a 3 ImI0CKOI0 JI0POroio
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Tperiii 3miBa iHCTpyMeHT, Smooth Height, He minHimMae abo onmyckae 3Ha4HO
BHCOTY terrain'a, a CcKopilie, ycepeaHwoe cyciaHi ooOmacti. Ile mom'skirye
naHAmadT 1 3MEHIITY€ MOsBa PI3KUX 3MiH, IOCh HA 3Pa30K IHCTPYMEHTY PO3MUTTS
B rpaiyHOMY pElaKTopi.

4.6 Texctypu

MokHa pgomaBaTH TEKCTYpH Ha TIOBEPXHIO terrain'a [jisi CTBOpPEHHS
3a0apBiieHHS 1 Ap1OHUX neraneld. Tak sk terrain' JOCUTH BeNMKi 00'€KTH, 10 HUX
3a3BUYall 3aCTOCOBYIOTh TEKCTYpH, SIKI MOXXHA OECIIOBHO CTHKYBaTH, 100
3aMOCTUTH HHUMH TIOBEPXHIO (TIOBTOp 3a3BWYaii HE TOMITHHUH 3 TOYH 30Dy
MEPCOHAXKA, SIKUW 3HAXOIUTHCS OMU3bKO 70 3eMi). OHa TekcTypa Oynie CIyKUTH
K "(oHoBa" KapTHMHKa MO BChOMY JaHAIIA(TY, aje TAaKOK MOXXHA MaJIFOBaTH
00J1acTi, BUKOPHUCTOBYIOYH 1HIII TEKCTYPH, OO0 CUMYJIIOBATH P13HI MOKPUTTSI, TaKi
K TpaBa, ImycTens 1 cHir. HamamboBaHI TEKCTypu MOXKYTh OyTH 3aCTOCOBaHi 3
PI3HOI0 TPO30OPICTIO, TaK, 1100 BUWIIOB IJIABHUW Mepexifi MIX TpaB'sHUCTOT

MICIIEBICTIO 1 MIIIAHUM TUISDKEM, HAITPUKIIA/I.

# Scene | £l Asset Store € Game

| Shaded EEEAETI

Pucynok 4.21 - Terrain ¢ 3eJI€HOIO TEKCTYpOIO Ha (POHI Tip
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Cnouarky y terrain'a HE Oyne TekcTyp, nmpu3HayeHUX [Js MajllOBaHHS.
SAximo By kinanHiTh KHONKY Edit Textures 1 3 BunaB Menro Budepith Add Texture,

BU 1M00AYNTE BIKHO, B SIKOMY BH MOKETE BKa3aTH TEKCTYPY 1 ii BIIaCTUBOCTI.

@ 1 () Add Terrain Texture

Texture Mormal Map

Mone
{Texture2D)

| & Assign a tiling Exture

Slze Offset
% (15 0
¥ 115 0

Add b

Pucynok 4.22 - Bikno Add Texture
4.7 CTBOpEHHS IepeB

Terrain'u B Unity MoxxyTh OyTH J0omOBHEHI epeBaMu. OCTpiBIIi 3 IepeBaMU
MO>KHa MaJIFOBaTH NPsIMO Ha terrain'e, aHaJOTYHO MaJIFOBaHHS KapT BUCOT 1
TEKCTYp, aJie JiepeBa - MoBHOIIHHI 3D 00'ekTH, iK1 pocTyTh 3 moBepxHi. Unity
BUKOPHUCTOBY€E ONTHMI3allii (HAPUKIIaA, IEPETBOPIOE BIIyUECH1 AepeBa B CIPANT)
1151 30epeKeHHs TapHOi MPOYKTUBHOCTI PEHIEPUHTA, TaK 110 MOKHA MaTH
IIUTHHO 3aCaJKEH1 JIICH 3 TUCSAYAMU JIEPeB, 1 30epiraTi Ipu IbOMY PUHHITHY
4acTOTy KaJpiB.

V¥ Unity € cBiif iHCTpyMeHT AJig cTBopeHHs Aepes (Tree creator), sikuid
MO’KHA BUKOPHCTOBYBATH JJIsl CTBOPEHHS HOBUX ACCET JIepeB, alie TAKOK MOXKHA
BUKOPUCTOBYBATH 1 CTaHAAPTHI Iiporpamu ajist 3D MoIetoBaHHS sl [bOTO
3aBmaHHs. Memn nepeBa noBuHeH MaTH moHaiMente 2000 TpuKyTHUKIB (117151
M1JBULIEHHS MTPOYKTUBHOCTI) 1 LIEHTp 00€pTaHHA MOBUHEH OyTH pO3TalllOBaHUI
npsIMO B MIACTaB1 IepeBa, TaM, Jieé BOHO CTUKY€ETbCA 3 3eMiieto. Melll 3aBxu
MTOBMHEH MaTH PIBHO JIBa MaTepiajiu, OJUH AJi1 CTOBOYypa 1 T'UIOK, IHIIUHN AJis

JIUCTSL.
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JlepeBa nmoBuHH1 BUKOpUCTOBYBaTH 1mieiaepu Nature / Soft Occlusion
Leaves 1 Nature / Soft Occlusion Bark. [[{o6 BukopucToBYBaTH I1i MICHIEPH,
MOTPIOHO MOMICTUTH JIEPEBO B CHEIIaIbHY MAaIKY, Ka MICTUTh B IMeH1 "Ambient-
Occlusion". Koxu moMicTiMO MOJIEIb B 110 TANKY 1 TOBTOPHO IMIOPTYEMO ii,
Unity npopaxye M'sike po3CisiHE 3aTIHEHHS CIIEL1aJIbHO CTBOPEHUM ISl IEPEB
cniocobom. llleitnepu "Nature / Soft Occlusion" cniuparoTecsi Ha yroay mpo
IMEHYBaHHS MAIOK, 1 IEPEBO HE OTMATIOETHCSI KOPEKTHO, SKIIO HE Oy1eMO HOTo
JIOTPUMYBATHUCS.

[Ticns 30epexxenns AcceT nepesa 3 maketa st 3D monentoBanHs, Oye
noTpiOHO HATUCHYTHU Ha KHOMIKY Refresh (BimoOpaxkaeTbcs B iHCIIEKTOpa, KOJIU
oOpaHMil ITHCTPYMEHT MaJIIOBaHHS JIepEB) JUIsl TOTO, 00 MOOAYMTH OHOBJICH1
JiepeBa Ha terrain'e.

#t scene
Teswred

RGE

i
a

20 | ¢ | <3 | Effects 17| | Gizmos * | (@A b

Pucynok 4.23 - Terrain 3 nepeBaMu
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BHUCHOBKH

JocnimkeHHs: IpeIMeTHOI 001acTi, 6€3yMOBHO, € Ba)XJIMBUM, OCOOJIMBO B
TOMY BUMAJKY, SKIIO MPEIMETHY 00JIacTh MOTPIOHO MpoaHali3yBaTH Ta BUSBUTH
HEJIOJIIKM Ta MepeBary.

Unity 3D BukoHye Benukuii o0csar poOoTH. B oCHOBHOMY I1e HaJalITyBaHHS
00'€KTIB Ha CIIEHI Ta 1X B3a€MO/II M1 COOOI0.

byna ctBopena "Survival Horror" rpa s peanizarii sikoi OyB BUKOHAHUMN
aHaI3 ICHYIOYUX IrPOBUX JBIKKIB Ta rpadiunux 3D pegakTopis.

3a nomomororw rpadiuHoro pemaktopy Blender 3D Oyno cTBopeHO OuIbII
Hik 20 iIrpoBUX 00' EKTIB BIACHOPYY, JIJIi BUKOPUCTAHHS X y MPOEKTI.

OcHOBHOI0O po3poOKkoro rpu Oyna ciieHa B Unity 3D sika ckanaeThes 3 OLIbIIT
Hik 100 irpoBux 00'ekTiB cTBOopeHux y Blender 1 B3aeMoiero Mixk HUMHU.
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