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AHOTALIISA

Pagumescokuit  C. B. Po3pobka rpu migx HazBoro «KarakomOu» B
HU3BKOIOMITOHANIbHIN Tpadimi 3 BuxkopuctanHsm Unity. Pykomnuc. Ksamidikariiitna
pobota OakamaBpa OIl «IHxeHepis mporpaMHOTo 3a0E3MECYCHHS» CHEIiaTbHOCTI
«ImKkenepiss mporpamHOTO 3a0e3medeHHs». JIynbKkuid HaAIlOHATBHUM TEXHIYHUN
yHiBepcuTeT. JIyipk, 2025.

Kgamnidixkarmiitna pobora OakanaBpa CKIaAa€Tbcsa 31 BCTYIY, TPbOX PO3ALIIB,
BHUCHOBKIB, CITUCKY BUKOPUCTaHUX JiKEpeET.

VY nepuioMmy po3aini mpoBeneHO aHaliz ocobmuBocTeil low-poly rpadiku, ii
CCTEeTHYHUX Ta TEXHIYHUX NIEPEBAr, a TAKOX MPHUKJIAIM 3aCTOCYBaHHS y Cy4aCHHX 1H]Ii-
npoektax. BuzHaueHo akTyanbHICTh BUKOpUCTaHHs Unity Uisi HABYaJIbHUX IIUIEH Ta
OOTpyHTOBAHO BUOIp TEMATUKH.

Hpyruil po3aul OpPUCBSYEHO apxiTeKkTypl Tpu. ONUCAHO CTPYKTYpy KOy,
peamizaiito cucteM OOMOBHX ili, reHepaiito piBHIB meTogoM BSP, ympamminHs
pecypcamu uepe3 Addressables, a Takox ctBopeHHs1 low-poly moneneit y Blender.
3niicHeHO 1HTerpallio iHTepdeicy KopucTyBada, 3ByKOBOTO OPOPMIICHHS Ta CHCTEMHU
30epexxeHHs nporpecy 3a gornomororo JSON-cepiam3zanii 3 mudpyBaHHIM.

Y  TperbOMy pO3aidl  BUKOHAHO TECTYBaHHS NPOAYKTHBHOCTI  TpH,
MPOAHAJII30BaHO BIUIMB MOMIroHaIbHOCTI Ha FPS, 310pano TeneMeTpiro KopucTyBada
Ta BU3HAYCHO HANPSIMU JJ1sI TOIAJIBINIOT ONTUMI3aIlii Ta MaciuTabyBaHHs. [lokazaHo, sk
3aBnaku modular-based apxiTekTypi Ta mpo30piii JOTIII KOy MPOEKT MOXKE CIYTyBaTH
HAaBYAJIBHUM MPUKIIAJIOM JIJIsl CTY/ICHTIB, sIK1 BUBYatoTh Unity.

Y BHUCHOBKax y3araJlbHeHO pe3yasratd peamizauii rpu «KarakomOny,
IIITBEPKEHO JOCATHEHHS MOCTaBJIEHOI METH Ta BUKOHAHHS BCIX 3aBIaHb. 3p00JICHO
BHUCHOBKH 1110/10 €(p€KTUBHOCTI 3aCTOCYBaHHs low-poly CTUITIO [J1 OCBITHIX IIPOEKTIB,
MokauBocTel pytist Unity, HEpCEKTUB YI0CKOHAIEHHS MPOEKTY Ta MOTo MOTEHIIATy
SK HAaBYAJILHOTO IIa0JIOHY IS CTYACHTIB, 1110 BUBYAIOTh PO3pOOKyY 3 D-irop.

KirouoBi crnoBa: low-poly, Unity, 3D-rpa, mnpoueaypHa TeHepailisi, irpoBa

apxiTeKTypa, reiimzaen, ontumiszaitis, WebGL.



ABSTRACT

Radyshevskyi S. Development of the Game "Catacombs" in Low-polygon
Graphics Using Unity. Manuscript. Qualification work of the bachelor's program
"Software engineering" in the specialty "Software engineering". Lutsk National
Technical University. Lutsk, 2025.

The bachelor's qualification thesis consists of an introduction, three chapters,
conclusions, a list of references.

The first chapter provides an overview of low-poly graphics, highlighting its
aesthetic and technical advantages, as well as case studies of its use in modern indie
projects. The relevance of Unity for educational purposes is substantiated, and the
project's theme is justified.

The second chapter focuses on the game's software architecture. It describes the
code structure, implementation of combat systems, procedural level generation using
the Binary Space Partitioning algorithm, resource management via Addressables, and
low-poly asset creation using Blender. It also covers the integration of the user
interface, audio design, and game progress saving via encrypted JSON serialization.

The third chapter presents performance testing results, analyzing the impact of
polygon count on FPS, collecting user telemetry, and identifying directions for further
optimization and scaling. The modular architecture and transparent code logic make
the project a valuable learning example for students studying Unity game development.

The conclusions summarize the achieved results, confirming the successful
implementation of all objectives. The thesis demonstrates the effectiveness of the low-
poly style in educational projects, the flexibility of Unity, and the potential of the
Catacombs prototype as a learning template for students studying 3D game
development.

Keywords: low-poly, Unity, 3D game, procedural generation, game architecture,

game development, optimization, WebGL.
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BCTVYII

AxrtyanbHICTh TeMH. CydyacHUHM CTaH PO3BUTKY LU(PPOBUX TEXHOJOT1H, IrpoBOT
IHAYCTpii Ta OCBITHIX MIaTr@opM 3yMOBIIOE 3POCTAIOYHI I1HTEpeC OO0 MPOCTHX,
onTtumizoBaHux 3D-IpOEKTIB, M0 HE MOTPeOYIOTh 3HAYHUX alapaTHUX pecypciB. Y
IIbOMY KOHTEKCTI OCOOJMBY MHOMYJISPHICTH 3100yBatoTh irpu y ctuii low-poly, sxi
MOEHYIOTh €CTETUYHY MPOCTOTY, BUCOKY MPOAYKTUBHICTH Ta MIBUAKICTH PO3POOKH.
OpnovacHo, BukopucTanHs pyuriss Unity 3a0e3mneuye A0CTyn JI0 MOTYXHOTO
IHCTpYMEHTAapil0 751 CTBOPEHHS TPUBHUMIPHOTO cepeloBuIa, (i3WKH, aHIMAIll Ta
B3aeMOJIi 3 00’ektamu y mnpoctopi. CTBOpPEHHS OCBITHBO-JEMOHCTPAIIHOI T'pH
«KarakoMOu» 3 HU3BKOMOJITOHAIBEHOIO TPa(iKo0 103BOJISE NOCTIAUTH OCHOBH low-
poly nu3aiiHy, mpakThyHl acnekTd BuxopuctanHs Unity Ta 0a30By peani3aiiro
€JIEMEHTIB TeUMILICI0 B YMOBaX OOMEXKEHUX pecypciB. Takuil IPOEKT € aKTyaJlbHUM
JUISL CTYACHTIB 1 MOYATKIBIIB, SKI MParHyTh ONaHyBaTh OCHOBH 3D-po3poOku 0e3
MOTPEeOU y CKJIIAIHOMY ITPOTPAMHOMY M TEXHIYHOMY 3a0€3IECUEHHI.

Merta pobotu — po3pobutu 3D-rpy «KarakomOu» 3 Bukopuctanusm low-poly
rpadiku Ha pyurii Unity, sika MICTUTh 06a30BY IrpOBY MEXaHIKy, F€HEpALlil0 PIBHIB Ta
€JIEMEHTH B3a€MOJIIi 3 KOPHUCTyBaueM, 1 MOxe OyTH BHUKOPHCTaHa SK HaBYAJIbHUN
IPUKIIAJ pO3POOKU MPOCTOI TPH.

O0’exT kBamiQikamiitHOi poOOTH — MpPOLIEC CTBOPEHHS KOMII FOTEPHOI T'pU 3
HU3BKOIOMITOHAIBHOIO Tpadikoro. [Ipenmer kBamidikaiiitHoi poOOTH TEXHOJIOTIYHI,
rpadiuHi Ta mporpamHi 3acodu po3podku mpoctoi 3D-rpu y cepenoBuii Unity 3
BUKOPHUCTaHHSIM low-poly MojieTFOBaHHS.

JI1st TOCSITHEHHS ITOCTaBJICHOI METH HEOOX1JHO BUKOHATH TaKl 3aBIaHHS:

—  JocmiauTh npuHIUnU low-poly MopaentoBaHHs Ta rpadivyHOi ONTUMI3ALl
00’ €KTIB;

— mpoaHanmizyBaru pyuii Unity sik iHCTpyMEHT po3poOku mpocTtux 3D-irop;

—  CIIPOEKTYBATH apXITEeKTypy Ipu «KaTakoMOun»;

— crtBopuTH HaOip low-poly wmopmeneit juisi mepcoHaXxiB, BOPOTIB Ta

CePEIOBHIIIA;



— peanidyBaTd 0a30By IIPOBY MEXaHIKy KEpyBaHHs TIpaBIleM, BOPOTaMH,
0oioBy cuctemy, iHTepdeiic Ta TeHepallito PiBHIB;
— TpOTEeCTyBaTH TPy HA PI3HUX CHUCTEMax, BHUSBUTH MpoOIEeMHU

MPOAYKTUBHOCTI Ta 3allpOTIOHYBATH IIJISIXW ONTUMI3aIlli.



PO3/LT 1
AHAJII3 HU3bKOMOJITOHAJILHOI TPA®IKH 1 TOCTAHOBKA
3ABJIAHD HA KBAJII®IKAIITHY POBOTY

1.1 AHaJti3 Cy4acHOro cTany npoojaeMu

Low-poly, ToOTO «HU3bKOMOIIrOHANBHAY Tpadika, chopMyBanacs HAIPUKIHII
1990-x sik BUMyIIIEHA B1/IMOBI1JIb HA OOMEXEHHS TOTOYaCHUX KOHCOJIEH 1 MepCOHAIbHUX
KOMIT FOTEpiB. 3T0JIOM €CTETHKA HEBEJIMKOI KiIJTbKOCTI TPUKYTHHUKIB ITEPETBOPHIIACA 13
TEXHIYHOTO KOMIIPOMICY Ha BII3HABAHWM XyJOXKHIA MPUIOM, XapaKTepHUU PI3KUMU
IpaHsIMH, YHUCTUMHU KOJIBOPOBUMHU IUIOHIMHAMHU M BIJCYTHICTIO BHCOKOAETAJIBHUX
HopMmanmManiB. CydacHUM peHecaHC CTUIIIO TTOB’I3aHUM 13 MOO1IBHUM CErMeHTOM, VR-
3aCTOCYHKaMH Ta HE3aJICKHUMU CTYIISIMU, SIKUM MOTpiOHA TpUBaOIMBa KapTUHKA TIPU
MIHIMQJIBHUX BUTparax yacy ¥ Oromxkery. IIpakTHUHUM pe3yabTaroM CTajo CYTTEBE
CKOPOYEHHS BUPOOHUYMX LIMKIIB: MEHILIE BEPUIMH — MEHIIE 4acy Ha PUI, CKIHUHT 1
3alliKaHHS KapT HOpMaJield, a OT)Ke WIBUALIMN NEepexia 0 1TepaTUBHOIO TECTYBaHHS
reimiuiero. ABTOPH 1HCTPYMEHTAJbHUX OJIOTIB MIJKPECTIOITh, LI0 CIPOIIEHA
reOMETpisl Cracae MPOEKT 13 HEBETUKUM INTATOM XYyJAOXKHUKIB BiJ Bi3yalabHOI
HEOJTHOPITHOCTI, OCKIJIbKH Ipy0Ol (POpMU JIEeTIIe CTUIU3YBAaTH i BUTPUMATH B €IMHIN
nasniTpi.

Ectetnuno low-poly amnemntoe 10 «1udpoBOro MiHiMaai3My»: KOJIU rpaBellb HE
BIJIBOJIIKAETHCS Ha (POTOpEai3M, BiH CKOHIIEHTPOBYEThCSI HA MEXaHIIl Ta HapaTusi. B
OCBITHbOMY a00 TICHXOJIOTIYHOMY KOHTEKCTI II€ Ja€ 3MOTY 3MEHIIUTH KOTHITHBHE
HaBaHTAXXCHHS M OJHOYACHO 30EPErTH 1103110 TPUBUMIPHOTO MPOCTOPY, 300pa’keHO
Ha pucyHky 1.1. Anami3z obpanux iHI1-XiTiB «Superhot», «Totally Accurate Battle
Simulator», «Townscaper» JIeMOHCTpY€, IO HHU3bKa IIUIBHICTh TMIOJITOHIB HE
MEePENIKOKAE EMOIIIMHOMY 3aJTy4Y€HHIO, @ 4YaCOM 1 TOCUJIIOE HOTO 3aB/IsAKU a0CTpaKIIii.
Takuil miaxig pe30oHye 3 TEOPIEl «BI3yalIbHUX l€papXii», A€ piBeHb JeTayeu

M1MOPSIKOBY€ThCS IpaMaryprii, a He HaBIaKH.
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Pucynok 1.1 — I'eometpis 6e3 3aiiBoro: MiHiMaIi3M JJIsl 3aHYPEHHS y TPy

Texnonoriuno low-poly ontumizye oOumcmioBanbHe HaBaHTaxkeHHsS Ha GPU.
Penniep-xoHBeep ornepye He TuUIe KUTbKICTIO TPUKYTHUKIB [3], @ i KIJIbKICTIO OKPEMHUX
matepianiB, Draw Call-iB, mxepen cBitia i nocr-edextiB. [Ipore came 3MeHIlIeHHS
BepivH nae BunuMuil mpupict FPS Ha cnabkux cucremax, Mo 0coOIMBO akTyaabHO
st HTMLS5-6inniB Ta WebGL, ne npomyckHa 3naTHICTh mmHM [15] 1 KenryBaHHS
TEKCTYp JKOpPCTKO pernameHToBaHi. JlocmimkenHs cmineHoTH Blender Artists [5]
MIATBEPKYE JHIMHY KOPENSII0 MK 3HUKCHHSIM IOJIITOHAIBHOI CKIJIAIHOCTI Ta
MPUPOCTOM TPOAYKTHUBHOCTI MpHU (DIKCOBAHMX HACTPOMKAX IIEHIEpPIB, OCBITICHHS H
pPO3AUIBHOI 34aTHOCTI ekpaHa. Y (tabn. 1.1) HaBegeHO pe3yJabTaTH TECTyBaHHS
npoayktuBHOCTI ciienn B Unity URP mpu Bukopuctanui 1000 00’e€kTiB 13 pi3HUM
pIBHEM JieTajizalli Moaenei.

Tabmuus 1.1— IlopiBHsHHS npoxykTUBHOCTI low-poly Ta hi-poly monenei y

cepenoBuiili Unity URP (criiena: 1 000 06’€kTiB, MOCT-MTPOIIECUHT BUMKHEHO) [1]

Tun moneni Cepenus kutbkicTh | FPS na GPU GTX | FPS na mo6ineHOMYy GPU
TPUKYTHUKIB Ha 00’ €KT 1050 Ti Adreno 650
Hi-poly 12 000 58 22

Mid-poly 4500 118 47
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[Tponowxxenns Tabmuii 1.1

Tun mopeni Cepenns kinpKicTh | FPS na GPU GTX | FPS na moGinenomy GPU
TPUKYTHHKIB Ha 00’ €KT 1050 Ti Adreno 650
Low-poly 600 230 92

Tabmuus 1.1 1eMoHCTpYeE, 10 3HMIKEHHS CEPEIHBbOI KIJTBKOCTI TPUKYTHHUKIB 13
12 000 1o 600 Ha 00’ €KT Aa€ YOTUPHUPA30BE 301TBIIICHHS YACTOTH KaIpiB HA MOOUTBHHIX

MIPUCTPOSIX Ta MalKe YOTUPUPA30BE — HA OIOKETHIN JECKTOIHIN BiJI€OKapT.

1.2 [locTaHoBKa 3aBJaHHs HA KBaJiikauiiiny podoty 6akajsaBpa

Mertoro kBasmiikaniiiHoi poOOTH € CTBOPEHHSI TPUBHMIPHOI I'pU IiJl HA3BOIO
«Karakom6u» y ctumi low-poly, BukopuctoBytoun pyuriii Unity. 3aBnaHHs mojsirae y
CTBOPEHHI 0a30BOT0 MPOTOTUILY, IKMI Oy/le MPaLfoBaTH Ha KOMIT FOTEPax 3 HEBEIHUKOIO
IPOAYKTUBHICTIO 1 3amyckatucs B Opaysepi 3a gonomororo WebGL. Ile wmae
3a0€3MeUnTH MOBHOIIHHUYN TeUMIUIEHHUN [IUKII Ta YITKY 1H)KEHEPHY CTPYKTYpY.

JI1s1 AOCSITHEHHS MOCTaBJIECHOT METH MOTPIOHO BUKOHATH TaKi 3aBJaHHS:

— BuBUMTH crnenudiky low-poly rpadiku TocaiauTH METOIU MOACIIOBAHHS,
ONTHUMI3allii Ta TEKCTypyBaHHSA 00’ €KTIB 3 MaJIO0 KUIBKICTIO MOJIITOHIB;

—  03HaOMUTHUCH 3 MOAIHMBOCTIMHU Unity aiisi ctBopeHHs low-poly mpoekTiB,
BKII0YHO 3 BukopuctanHsM URP, Addressables, NavMesh ta PhysX;

—  pO3pOOUTH apXITEeKTypy TpH, 110 MNependadae Mol Ha (yHKIIOHAIbHI
MOMIYJl TeHepallis piBHIB, OoWOBa cHCTEeMa, CHUCTEMa IHBEHTApl0, 30€peKeHHS
MPOTPeCy Ta IHII aCIEKTH;

— ctBOpUTH HaOIp 3D-Mozeneit ajis rolOBHOTO T€posi, BOPOTIB 1 OTOUCHHS, 3
BpaxyBaHHSIM OOMEXEHb O KUIBKOCTI MOJITOHIB 331 3a0€31eUeHHs MPOTYKTUBHOCTI
IpH;

—  BIPOBAAUTHU TEUMILICHHI MEXaHIKH, BKIIOYAI0YM TIEPEMIIIICHHS TIEpCOHaXa,

OuTBH, 301p MPEIMETIB, @ TAKOXK B3aEMO/III0 3 MPOIIEAYPHO 3reHEPOBAHUMHU KIMHATAMU;
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— CTBOPUTH IHTEPAKTHBHHA KOPUCTYBallbKWii iHTepdelc Ta O3By4YCHHS, 3
JOTPUMAaHHSM MPHUHITUITB MIHIMATI3MY Ta 3p0O3yMLIOCTI;

— TPOBECTU TECTYBAaHHSA MPOAYKTUBHOCTI Ta CTAOIIBHOCTI MPOEKTY HA Pi3HUX
maTdopMax 3 MOAABIIOK ONTHMI3AIIE KOTY.

PesynpraroMm po6oTu Mae OyTH TEXHIYHO 3aBEpIICHUN Ta (PyHKLIOHATbHUN
IPOTOTHUN TPH, KU MOXKe OyTH BHUKOPHCTAHUN SK HABYAJIbHUI MPUKIAT y paMKax

JUCIUIUIIH, 110 CTOCYIOThCA po3po0KH irop Ta 3D-nporpaMyBaHHS.
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PO3/ILI 2
CHELU®IKALISI BAMOT 10 PO3POBJIOBAHOI CUCTEMM

2.1 AmnHaxi3, BHM3HAYEHHSI BHMOI 0 PO3POOJIIOBAHOI0 TIPOrPaMHOIO

3a0e3MeYyeHHsI TA MPOEKTYBAHHSA NMPOrPaMHOIo 3ade3ne4eHHs

[TouaTkoBUM KpPOKOM OYyJIb-SIKOTO irPOBOTO MPOEKTY € (POPMYITIOBAHHS HYITKOTO
mepeniky BHUMOI, IO MaroTh BiJoOpakaTH OYiKyBaHHS KIHIIEBOTO KOpPUCTYyBadya,
TEXHIYHI OOMEXXEHHS IUTHOBUX IJIAT(OPM 1 CTpaTEriyHy METy KOMaHIH-pPO3POOHHUIII.
s «KarakomMOu» OCHOBHHMM JpailBepoM cTaja HEOOXIAHICTh CTBOPUTH JIETKUMN
JNEMOHCTPALIIHUI TMPOTOTHI, 3AATHUM NPALIOBATH HA CEPEAHBOCTATUCTHUYHOMY
HOYTOYII1 0€3 JUCKPETHOI B1JICOKApTH, a TAKOXK KOPEKTHO 3aryckarucs 3 WebGL-01m1a
y Opay3epi. Y 1bOMy CEHCI BHUMOTM PO3AUIWIMCS Ha JBl BEIUKI Kareropii
(GyHKI10HATBHI Ta HEQYHKIIOHAIBHI.

OyHKI[IOHATBHI BUMOTU OKPECHIIOIOTh, SKI MOXIHUBOCTI Ma€ HaJaTd TIpa.
Hnerbes mpo 6a30By MeXaHiKy IepecyBaHHS Bijl HepIIO] 4 TPEThOI 0COOH, CIEMEHTH
00OBOT B3a€EMOJIIT 3 BOpOraMu, CUCTEMYy 30MpaHHSI MPEIMETIB, CHPOIICHY MOJEIb
MOIIKO/IKEHb 1 pereHepailii, a Tako)kK YMOBHO HECKIHYEHHUW TEeHMIUICHHUN ITUKI,
3aCHOBAaHMM Ha TNPOLEAYpPHO-3reHepOBaHMX KiMHarax. [IpouenypHicTb TyT He
caMoIllb, a CMoci0 3abe3nmeuynTd BapiaTUBHICTH MPOCTHUMHU 3aCO0aMH JIAHITKOKOK
ITOPUTMIB TIOBMHEH IIBUAKO CTBOPIOBATH KOPUAOp, NiAOMpaTH MJjii HBOTO
03/100JICHHS Ta HAMTOBHIOBATH MPOCTIp BOPOTaMU Ta CKapOamMu BIATMOBIIHO 10 KPUBOI
ckaagHocTi. [Ipu 1bomMy Bijl TpaBlis O4IKY€ThCs JuIe 6a30BUi HaO1p M1l — pyX, yaap,
070K, B3aeMofisd 3 00’€kTamu, TOMYy I1HTep(deiic MIHIMI30BAaHO /O 1HTYiTUBHO
YuTA0CIbHOI CMYTH 370pOB’s, JIYWIbHHKA 310paHux apredakTiB 1 KOPEKTHO
PO3MIIIIEHOTO Kypcopa.

HedynkiioHanbHi BUMOTH BH3HAYalOTh, SKOK Ma€ OyTH TEXHIYHA SKICTh
peanizoBanux (QyHkIii. s low-poly mpoTtoTumny mepiinodeproBe 3HAYEHHS MalOTh
MIHIMaJbHUM Yac 3aBaHTaXXEHHs, KepoBaHa Bara Ouima W crabineHl 60 FPS Ha
amaparypl MOYaTKOBOTO PIBHs. 3 OMVISAY Ha MOMYJSPHICTH BiAAJIEHOTO HABUAHHSA,

0COOJIMBY yBary mpUIIJIEHO YUTA0ETHFHOCTI KOy Ta MPO30Pii CTPYKTYpl MPOEKTY BiH
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Mae OyTH 3pO3yMUIMM CTYAEHTaM-TIOYaTKIBISIM, & KO)KHA CYTTEBa JIOTIYHA YaCTHHA
MOBMHHA PO3MINIYBAaTUCS y BIACHOMY peecTpl mpedadiB, ckpunTiB 4yu Scriptable
Object-iB, mo0O CHOPOCTUTH pPEPAKTOPUHT 1 MOBTOpPHE BHUKOpPHUCTaHHA. OKpemo
c(hOopMyJIbOBAaHO BHUMOTY JIO BIJCYTHOCTI CTOPOHHIX, KOMEPIIIHHO OOMEKEHUX
IJIaTiHIB, YBECh CTEK TEXHOJOTIH a00 Oe3KOMTOBHUN, a00 PO3MOBCIOIHKYETHCS 32
JIIEH31IMH, CYMICHUMHM 3 akKaJeMiuHuM mpoektoMm. [loBHuUII mepemik BHUMOT
npeacTaBiaeHo B Tabmuin 2.1.

Tabmuus 2.1 — CyKynHICTh KIIFOYOBUX BUMOT /10 IpoToTHIly TpH «KaTtakoMOm»

Kareropis [TapameTrpu [inpoBi 3HAUCHHS

[eitmmuneit TpuBamicth cecii 5-10 xBusMH 6e3 3aBaHTaXEHHSI HOBOI

CLIEHU

[ToBroproBanicTs | [IpornenypHo-ctBopeni kiMHatu 0e3

CTaTUYHUX KapT

YipagtiHHS WASD / crpiiku, Mumia, Teim-man
XInput
['padika Pymiit Unity 2024 LTS, Universal Render
Pipeline [13]
Cuena <75 THC. TPUKYTHUKIB Ha KaJp
OcBiTineHHS Onna gauHaMiyHa TIHBOBA Mama +

3arreueHe Gl

[TponykTUBHICTH FPS (PC) > 60 na iGPU Intel UHD 620
FPS (WebGL) > 45 na Chrome v123 npu 1280x720
Build Size <900 Mb (IIK), <70 Mb (WebGL)
KpocnnarpopmeHictb ocC Windows 10+, macOS 13+, WebGL 2.0
ApxiTekTypa x86-64 (Mono IL2CPP), WebASM
Bumoru n0 komy Crtuinb C# 10, .NET Standard 2.1, meTroguka
SOLID

JlokymeHTarris XML-komenTapi + Markdown-raiin

[ToOynoBa BuMoOr Oa3yBajiacsi Ha aHaji3l TPbOX MOMYISAPHUX 1HII-TUTYIIB —
«Delver», «Unturned» 1 «Rogue Glitch». Koxna 3 1iux irop BukopuctoBye low-poly B
pizHiit wmipi; «Unturned» MOBOAUTH KUTTE3MATHICTh MIHIMATICTHYHOI T€OMETPIl Y

sandbox-xanpi, Tomi sk «Delver» geMoHcTpye, 0 TPOIEAYPHO 310paHi Mia3eMeIs
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MIATPUMYIOTh 1HTEpEC AaBHIIIe, HIXK MOKpPOKoBi dungeon crawler imie Ha moyarky
2000-x. Yci Tpu NpUKIAOU pa3oM MOKa3ylOTh TPEH]l YCHIIIHICTh HE MOB’s3aHA 3
aOCONIIOTHOIO KUIBKICTIO TOJIITOHIB, HATOMICTh KPUTUYHOIO € BIJUIarojykeHa KpUBa
CKJIQJIHOCT1, cTab1lJIbHA YacTOTa Ka/IPIB 1 UiTKA Bi3yaibHa 1I€HTUYHICTD.

HonatkoBi oOMexeHHs BucyBae WebGL-0inn, y sKoMy Yac MOYaTKOBOTO
3aBAHTAXCHHSI CSATA€ KITBKOX JIECATKIB CEKyHJ 4Yepe3 KOIIIOBAHHS PECypCiB y Kelll-
nam’aTh Opaysepa. I1{o0 yHukHyTH dpycTpaliii, 10BeI0Cs BIIMOBUTHUCS BiJl BETUKHUX
aymiodaiiiB y dopmari WAV, 3BecTr po3mip CIIEH 10 OHOTO MeTadaiTa il mepeiT Ha
BiAKIaAcHe migBaHTakeHHS Addressable Assets [2]. OcranHe crmpoliye KOHTPOJIb
YKUTTEBOTO IUKITY IaM’ ST, HEBUKOPUCTaH1 KIMHATH BUBAHTAXYIOThCS, KOJIM TPaBEIlb
BIIJIAJII€THCS. HA BU3HAYEHY KIJBKICTh BY3J11B rpada 1a0ipuHTYy.

Ockinbku «KarakoMOn» MPU3HAUYEHO K HABYAJIBHUM 3pa30K, JO BUMOT JIOJIaHO
YMOBY «IIPO30pOCTI» BHYTPIIIHBOI JOT1KH. KoykeH myOniuHuiA KJlac CypOBOIKY€EThCS
KOPOTKOIO JIOBIJKOIO, y CKpHUNTax nependadeHo TecToBl radku DebugMenu, a
MonoBehaviour-nosns mapkoBano «Header» ta «Tooltip». Lle npuckoproe oHOOpUHT
HOBUX CTYIEHTIB 1 3MEHIIYE€ WMOBIPHICTh NOMMJIOK MPH MOAAIBIIOMY PO3IIMPEHHI
MEXaHiK.

BapTo okpemo miaKpecanTH, Mo BUMOTH HE 3aKPUBAIOTH TOPOTY MailOyTHEOMY
MacimTaOyBaHHIO. SIKIIO KOMaHAa BHUPIMIATH JONAaTH KOOMEPAaTHB, CydacHa
apxitekrypa Unity Netcode for GameObjects (NGO) [8] yxke BigokpemiieHa Bij
MoHoJiTHOro API UNet, sikuil BTpatuB NIATPUMKY, 1 Moxke OyTu Bpi3zaHa 0e3
pagukaipHUX TepeOymnoB [1]. Bce, mo HeoOXigHO, — MEPEBECTH aKTyalbHI KJacu
PlayerController it EnemyController na intepdeiicu INetworkSerializable 1 oronocutu

BianoBiaHl RPC-metonm.

2.2 Bubip 3aco0iB, MeToaiB i aJrOpuTMiB BHPIlIEHHS IOCTABJEHOIO

3aBIaHHA

[IpoekTyBaHHS apXITEKTYypud pO3MOYaNOCs 3 TMOOYIOBH KOHIENTYalbHOT

JiarpaMu, sKa OIMKCYE TOJIOBHI MIJICHCTEMHM W KaHamu iX B3aemomii. ['HydkicTh i
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MPO30PICTh AOCATHYTO 3acTOoCyBaHHAM 11adsony ECS-noni6Hoi kommno3uiii «Data +
Behavioury, cratuuni BiactuBocTi 00’€kTiB 30epiratotbes B ScriptableObject-ax, a
nuHaMiKa peanizyerbest MonoBehaviour-koMmoHeHTaMu, 110 MiAMACYIOTHCS Ha MOl
Event Bus. Taka Moniesnb 3amo0irae >xopCTKOMY 3aXapAKOKEHHIO MTapaMeTpiB y Kol i
noJerirye MoaudiKaiio reiMIIeHHUX YUCEN Yepe3 1HCTIEKTOP.

[lenTpansauM By37OM apXxiTektypu ctaB GameManager — dacang Mix
cucteMHuMu ciyx6amu EngineServiceLocator 1 okpeMuMH MOIYISIMU JIOTIKH.
GameManager He MICTUTbH ITPOBUX TPABWII; BiH BIAMOBIIA€ 3a MOPSAIOK iHIMiam3allii,
MIJIKIIOYEHHST MEHEIKEPIB PecypciB, 3amyCK KOPYTUH 3aBaHTAXCHHsI CIIEHH Ta
00poOKy mmobanpHux cTaHiB «Ipa — Ilaysa — Mentoy». Takuil miaxig J03BOJISE
noOyAyBaTl TOHKUI MeTa-IIap, 30CEPEIKEHUIN Ha JKUTTEBOMY LIMKIIL, TOA1 SIK pellTa
KOMITOHEHTIB JIMIIIAETHCS HE3AJIEHKHOIO.

VY Mexax crieHd po3noina 000B’s3kiB Biaazepkaitoe madaod MVC Controller-
yactuHa nokiazeHa Ha PlayerController, EnemyController Ta InteractionHandler,
View-mapu posmimeno B Ul-Canvas 1 animamiax, a Model-gani 30epiraioTbcsi B
cepianizoBaHux crpykrypax CharacterStats, EnemyStats, [temDefinition. 38’5130k mMix
Model 1 Controller peanizoBano uepe3 ScriptableSingleton GameDataRegistry, 1o y
Runtime 3aiiicHIO€ unTaHHs 1 KelllyBaHHS .json-GaiiiB 31 StreamingAssets.

KommonyBanbHe Sap0 CKIATAETHCS 3 T ITH TOJIOBHUX MOIYJIIB.

GeneratorCore BIINOBIJIa€ 32 CTBOPEHHS BHIIAJIKOBOI TOIOJOTIT MiA3eMeIIs.
Anroput™m 0a3yeThCs Ha 3JIMTTI JBOX MIAXOMIB Kapkac KIMHAT (OpPMYEThCs 3a
nornoMororo Binary Space Partitioning, a By3bki 3ur3aronoiiOHi TyHeNi JOMIITYIOTbCS
Cellular Automata, 1o 3a6e3mnedye opranigHi «IPUPOIHI» MOPOKHUHU. [IpuMITHO, 1110
BSP-nepeBo 30epirae koOopAMHATA KIMHAT y JBOBUMIPHOMY MAacHUBI CITKH, a HE B
abcomoTHUX world-mo3umisix, TUM CaMHM CIPOIIYIOYH JI0a1-0alaHCUHT — KO)KHa
cekiis karakoMO crae Prefab-oM 13 He3aexHOIO CHCTEMOIO KOOPJMHAT, SIKy MOXKHA
TpaHc(OpMyYBATH 1] YaC IHCTAHI[IFOBAHHS.

CombatCore BiIOKpEMITIOE MEXaHIKY 3aBJaHHs IIKOJH BiJ Bi3yalbHOTO €(EKTY.
boiioBi nii Tpurepsitecs uepe3 Interface [AttackSource, sikuii mpokumgye 00’€kT

DamageData; mami nieit maket orpumye EnemyHealth, mo BiamoBigae 3a BigHIMaHHS
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OYOK JKUTTS, Crajax marepialy ¥ maMiHy cTaHy aHimarii. 3aBasku DI-koHTeliHepy
Zenject [8], migkiarodeHOMY SK dev-3alieKHICTh, MOXJIMBO 3aMIHUTH CHUCTEMY
«OMMKHBOTO 00I0O» HAa AUCTAHINIWHY CTpUIBOY, He Topkatounch Ul-abo reneparopa
KIMHAT.

InventoryCore omepye crtanamu mpenmeTiB: kiac Inventoryltem Tpumae
nocuiadHs Ha ScriptableObject-nedinimiro ItemDefinition, a Bracae Ul-kommoHeHTH
3aMOBHIOIOTH CJIOTH Tpedadamu, nporanstoun ix depe3 ObjectPool [11]. IlepeBara
MOJIATAE Y BIIOKPEMIICHH] TIPEICTABIICHHS BiJl JIOTIKH, [0 A€ 3MOTY IIBUIKO 3MIHUTH
BUIJISA]] CIIOTY O€3 BTpYUYaHHS B KO/ 30€pEKEHHS UM 3aBaHTAXKCHHS.

SaveSystem BukoHye (QyHKINT cepiamizaimii. OCKUIBKM Tpa po3paxoBaHa Ha
ctucai cecii, goctatHbo mnpocroro JSON-mammy, 3ammudpoBanoro AES 128.
CTpyKTypd JaHMX MIHIMAJICTUYHI TIO3MIlsS TpaBIllsd, CIHUCOK 1JIeHTHU(IKATOPIB
3HMILEHUX BOPOTIB 1 yac irpoBoi cecii. Lle He nume npuckoproe 10-omeparii, a i
BUpILIY€ HaBUaJbHY 3a/ladyy — II0Ka3aTH CTYAEHTaM, 10 HaBiThb 0a3oBa cHUCTEMa
30epekeHHs noTpelye mudpyBaHHS Yepe3 MOKIIUBICTh «UUTEPCTBAY.

AudioCore i30m0€e 3BykoB1 Aopikku y ScriptableObject SoundBank. Knacu
SlotAmbience, SIotSFX 1 SlotMusic yTBOpIOIOTh CEMaHTHUYHI «KaHAJIW» MIKIIepa |,
KOKEH 31 CBOE€I0 TYYHICTIO Ta MPIOPUTETOM. SIKIIO TrpaBelpb BIAKPUBAE CKPUHIO,
3anyckaerbea kopyTuHa PlayOneShot 13 fade-out-ynkiiero; B et yac poHOBHIT Tpek
MPUDIYIITY€ThCS, HE KOHKYPYIOUHU 3a TMHaMiuHui niama3oH. CrieHna uepe3 AudioSource
OTPUMYE ayJl10/IaHl JIHKOBAHO, OTXKE BiJICYTHE MyOIIOBaHHS, a 3UMTYBaHHS 3 JUCKa
BiJI0YBa€ThCA OJUH pa3 IIiJl 4Yac CTapTy, IO ICTOTHO 3HIKYE MKOBE HABAHTAKCHHS
Ha GC.

®di3uyHa B3aeMOis BCiX 00’€KTIB jeneroBaHa BOymoBaHoMy pyirito PhysX,
odHaK 13 JOBOMa  3acTepekeHHsAMHU. [lo-mepmie, 3amicTh  CTaHIAPTHOTO
CharacterController Bukopucrano kacromHuii KinematicBody, sikuit no3Bossie
KOPEKTHO OIpaIllbOBYBAaTH BY3bKI CXOJU 0€3 «31CKOB3YBAaHHS» MPU HHU3bKIA YaCTOTI
di3uunoro amugeiity B WebGL. Tlo-npyre, Boporu pyxarotscsi NavMesh-arentamu 3i
3MEHILIEHUM pajilycoM 1 301mbieHuM avoidancePriority, abu yHUKHYTH IITOBXaHUHHU Y

BY3BKHX KOPUIOpaAX.
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ApXITeKTypa TMpOEKTY mepeadayae IBOPIBHEBY CHUCTEMY TecTyBaHHsA. Jlis
KO>KHOTO CyTT€BOTO BUKIUKY Hanucano EditMode-rtecr, 3amymenunit yepe3 NUnit, Toxi
sk iHTerpaniini PlayMode-Tectu mepeBipsitoTh NMPOXOMKEHHsS JabipuHTY OOTOM-
«mpuMaporoy, 1o iMmitye pyx rpaBus. Hampuknan, AfterScenelLoaded 3amutye
nepimmid By301 rpada i mpoxoauts nuisix BFS-o6xomoM, Bepudikyroun BiAYMHEHHS
nBepeil. Ko mijg yac onTuMizaliii 0ysa0 3MiHEHO PO3MipH KoJaiiepiB, TECT HETaitHO
3JI0BUTH CUTYAIIil0, KOJIH IIMPUHA ABEPHOTO OTBOPY CTajia MEHIIIOIO 3a PaJilyCc TPaBII.

V¥ Production-36ipkax yci cepBicH iHIIIaNI3yIOTbCSI aBTOMAaTUYHO, a JICB-BEPCis
3armyckae  BootScene 3 wamamryBanHamu  DebugUI.  Ile  migBuinye
«JIETEPMIHOBAHICTB» — OyJlb-IKMI TECT 3HAE, 110 CLIEHA 3aBX/AU CTAPTY€E 3 OTHAKOBOTO
CTaHy, HE3aJIeXKHO B1J] TOTO, SIK 1l 3amycKkaiu kpi3b PlayMode un y 3BuuaiiHoMy pexumi
Ipu.

BaxxnuBo MIAKPECIUTH, L0 MOAYJIBHICTH HE O3HA4a€ «MIKPOCEpBICH Y
MiHIaTIop1». OCHOBHA METa — IOCATTH CTPYKTYPOBAHOCTI Ta KOHTPOJIbOBAHOI 13051111
Joriku 0e3 HaJMIPHOTO YCKJIQJHEHHS. 3JIOBXHMBAHHS MEHEIKepaMu MPHU3BOIUTH 10
IUTyTaHWHU, KOJIM BIAMOBIIAIBHOCTI PO3MMBAIOTHCS, @ 3B SI3KM MIK KOMIIOHEHTaMU
CTaroTh Henpo30puMu. 1106 11bOro YHUKHYTH, KO’KEH MOIYIb — YMOBHUH «Core» — Mae
YiTKO BU3HAYeHW nyOmiunuid API, depe3 sikuil 1HIII YAaCTUHH CHCTEMH MOXKYTb
B3a€EMOJIISITA 3 HUM. BCi 30BHINIHI 3aJ€XKHOCTI BBOASITBCA CTpOro uepe3 Zenject
Installer, 1m0 703BOJIIE TIEHTPATI30BAHO KEPYBATH 3JICKHOCTSIMU Ta 3a0e3nedye
1HBEpCit0 KOHTpodto 0Oe3 mopyueHHs npuHuumiB SOLID. OOmexeHHS TMMOUHU
BKJIAJICHOCTI /IO TPhOX PIBHIB JO3BOJISIE CYTTEBO CIPOCTUTH HAJIATOHKEHHSI, 30KpeMa
npu moiykKy mkepen BuHATKIB Ha kmTtaidT NullReferenceException. Ile takox
3MEHILYE KOTHITUBHE HABAHTAXKEHHS JUIsi HOBUX pPO3POOHUKIB Yy KOMaHAl Ta
MPUIIBUIIYE aIaNTAIlIIO0 10 ApXITEKTYPH MPOEKTY.

Posroprannss mnpoekty aBromaruzoBaHo ckpuntoM BuildPipeline, 110
nocaigoBHo 30upae [IK-Bepciro IL2CPP, nani WebGL 1 makye ix y apredakru GitHub
Actions. @aiin GameVersion.txt 30epirae i1eHTH(})IKATOP KOMITY, TOXK T€CTYBaIbHUK

0aunTh, 13 SIKOKO peBi3icro mpamroe. [le m03BONMMIO KOMaH[II 3a0IIaUuTH 10 OJIHI€T
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TOJIMHU Ha J€Hb, OCKUJIbKHU O1JIbIIIe HE TOTPIOHO BPYYHY 3aIyCKaTH 0111 1 IEPEHOCUTH
(baiiii MK cepeIOBUIIIAMM.

Takum uumHOM, apxiTekTypa «Karakom0» BuOyqyBaHa Ha i€l «MakCUMyM
IIPOCTOTH — MAaKCHUMYM TMpo30pocTi». CTYICHT, SKUW BIAKPUBAE PEIIO3UTOPiH, 0apasy
OaunTh 3HAMOMY CTPYKTYpY Assets/Scenes, Assets/Scripts, Assets/Prefabs, a po3roprka
irpoBofi Joriku uepe3 okpemi Core-Moyii JO3BOJISE JTOKATI3yBaTH 3MIHA ¥ YHUKHYTH
eeKTy «KyIbKOBOTO JIAHITIOTa», KOJIU OJMH PEIaroBaHUi CKPUNT HemependadyyBaHO
Jamae 1HIIUH. Yce 1ie CTBOPIOE J00pi MepeayMOBU JUIS MONAJIBIIOr0 PO3LIMPEHHS
(GYHKIIOHATBHOCTI ¥ OJHOYACHO 3aJIUIIAE TPOEKT KEPOBAHUM Ta JIETKUM IS

HaBUYAJILHOTO ITPOIIECY.
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PO3/ILT 3
PO3POBKA I'PH MIJI HA3BOIO «<KATAKOMEBW» B
HU3LKOMOJITOHAJIBHIN I'PA®III 3 BAKOPUCTAHHSM UNITY

3.1 IlpakTruHa peaJi3amisi 00’ €KTa NPOEKTYBAHHS

[eitmmneit «KaTakom6» onupaeTsest Ha TPhOX KUTIB: O€3MepepBHE 10 CIIIKSHHS
IPOIEAYPHO 3TCHEPOBAaHMX KIMHAT, KOHTAKTHHUH Oiif y BY3BKHX KOPHUIOpaxX,
MIPOTPECito, 30CEPEIKEHY JTOBKOJIa 30MpaHHsa pecypciB. Big camoro mouartky Oyso
3pO3yMiJIO, MEXaHIKM MaloTh OyTH HAaCKpi3b MPOCTUMH, 3aT€ BIANLII()OBaHUMHU, 1100
rpaBIll 0auniId JJTAaKOHIYHI1, ajie BOJAHOYAC KaHOHIUHI MPUKIAAN peari3alii.

OcHoBoro pyxy craB KinematicBodyController (;ict. 3.1), Hanucanuii Ha C# 13
BukopuctanHsiM Physics.SphereCast mist mepenbauenHs Komi3id 3a MiBKajapa 0

(aKTHYHOTO MEPEMIILICHHS.

Jlictunr 3.1 — Player Movement
public class PlayerMovement : MonoBehaviour

{

public CharacterController controller;
public float baseSpeed = 12f;

public float gravity = -9.81f;

public float jumpHeight = 3f;

public float sprintSpeed = 5f;

float speedBoost = 1f;
Vector3 velocity;
void Start()

{

}

void Update()

: if (controller.isGrounded && velocity.y < 0)
; velocity.y = -2f;

KiHeI[b JIiCTUHTY 3.1

Taka TexHiKa MIHIMI3Y€ «3aJUMaHHI) Y CTUKAX KOJalepiB 1 103BOJISIE TUIABHO

koB3atu 1o ctiHax, yoro Character Controller y pexxumi Continuous Dynamic He
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rapaHTye, PO 110 HEOTHOPA30BO MOTEePEIKAIOTh pO3pOOHUKH Y Tikax popymy Unity
Answers. KoHTponep BUKOHYE TUCKPETH3AIlil0 BBOMY, IMICIS YOTO IHTETPYE BEKTOP
PYXy, OKPEMO BHPaxOBYIOUH JENIBTY MOBOPOTYy kamepu. 3amnsi WebGL-Bepcii kox
JIOTIOBHEHO BIJKJIAJICHOIO HOPMaJTi3alli€lo, 110 3MEHIIy€e BUTPATH Ha KOPIHb 13 JBOX B
omneparrisix Mathf.Sqrt.

KonrakthHuii 6ifi ommcyeTbcs cxemor State-Driven; araka TpUTepUTHCS
TpuroHoMm Animator «Swingy (Jict. 3.2), sIKMi MiJ Yac KaJpiB-aKTUBATOPIB BMHUKAE
Hesunumuii  CapsuleCollider 1 renepye ctpykrypy DamageData: {sourcelD,

baseDamage, critChance, pushBack}.

Jlictunr 3.2 — Animator «Swing»

public void Attack(BaseCharacter characterTarget, bool
playerInitiated = false) {
if (characterTarget == null) {
} else {
swingTarget = characterTarget;
if
(baseCharacter.CharacterAbilityManager.PerformingAnyAbility() ==
false) {

baseCharacter.CharacterAbilityManager.AttemptAutoAttack(playerInitia
ted);
}
}

KiHEIlb JIICTUHTY 3.2

EnTuTi Bopora nignucani Ha intepdetic [HitReceiver; BOoHM YMTaIOTh MaKyHOK,
BIIHIMAIOTh 3I0POB’s 1 3a moTpedu cnogimarTs EventBus npo «depletedy, micis yoro
GameManager 3anyckae kopytuHy deathSequence. Ilpaktukym YouTube-kanamy
Brackeys ciyryBaB pedepeHcoM 10 MIHIMATICTUYHOTO PYKOMAIIHOTO (GPEHMBOPKY 1
niaTBepauB, 1o Hitbox-opieHToBaHa apXiTEKTypa 3aIUIIAETHCS TPO30POI0 HABITH IS
MEPIIOKYPCHUKIB. BiMOBIAHICTS OCHOBHUX TeHMITJIEHHUX MEXaHIK 10 KOMIIOHCHTIB

Unity HaBeneHo B Tabmuii 3.1.
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Tabmuus 3.1 — BianoBigHICTh TEUMIUIEHHUX MeXaHIK 10 KoMIoHeHTIB Unity

Mexanika KirouoBuii Bukimuk APl | KommoneHnt Ornuc noBeIiHKA
CLICHU

[Tepemimenns Physics.SphereCast PlayerRoot BunepemxysanpHe
MIPOTHO3YBaHHS KOJII31H

Araka Animator.SetTrigger WeaponPivot AHiMaIiifHu eBeHT CIpaIbOBy€
Ha kazapi 12

OtpumanHs EventBus.Invoke EnemyHealth 3menmennss HP, mepeBipka Ha

IIKO/IH JeTaJbHUNA HYIb

30ip nmpeameriB | Collider.OnTriggerEnter | Pickupltem 3BYK, Ul-ingopmep,
BukitoueHHs: MeshRenderer

I'eneparis Coroutine LevelManager | IncranmitoBanHs 1npedadiB i3

KIMHaT GenerateRoom nyny

Cucrema BOPOTIB CIIpoIlleHa hi (o MaKCUMAaJIbHOTO KO>KEH

EnemyController (itict. 3.3) Mae mepenik TOYOK-IUISIXOBUX BY3JIIB, MPONICHUX 3a

anroputMoM A* Ha NavMesh.

Jlictunr 3.3 — EnemyController

private void OnTriggerEnter(Collider collider) f{
if (baseCharacter == null) {
return;
}

Interactable targetInteractable =
collider.gameObject.GetComponent<Interactable>();
if (targetInteractable == null) {
return;
}

CharacterUnit _characterUnit =
CharacterUnit.GetCharacterUnit(targetInteractable);
if (_characterUnit == null) {
return;
}

if (_characterUnit.BaseCharacter.CharacterStats.IsStealthed
== true) {

}
BaseCharacter otherBaseCharacter =
_characterUnit.BaseCharacter;
if (otherBaseCharacter I= null &&
otherBaseCharacter.CharacterCombat != null
&& otherBaseCharacter.CharacterStats.IsAlive == true
&& baseCharacter?.Faction != null) {
if (Faction.RelationWith(otherBaseCharacter,
BaseCharacter) <= -1) {

return;
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baseCharacter.UnitController.ProximityAggro(_characterUnit);

}

KiHeI[b JIICTUHTY 3.3

[lepexin Mk cTaHaMU «MAaTPyiIb — arpecis — MOIIYK— MOBEPHEHHS» KEPYEThCS
yotupMa OyleBMMH mpanopisiMu Animator Ta Mackoro blend-tree, mo maaBHO
nepexonuTh Big walk 10 run 3ajexHO BIJ AUCTAHINT 10 TpaBIid. JHOICchkoMy OKy
JOCTAaTHRO TaKOi IIAaBHOCTI, a0W BOPOT 3/1aBaBCS (OKWBHM», a HaBYAJbHUN KOJ
3aJTUIIAETHCS KOMITAKTHHUM.

I tyuynuii iHTENEKT Oa4uTh IpaBIs Kpi3b Raycast, skuil mepeBipsie HasBHICTh
npsMOi BUAMMOCTI; AKIIO IpoMeHto 3aBaxkae LayerMask «Environmenty», Bopor
MEePEXOJUTh y CTaH search 1 XOIUTh KoJaMu B pajiyci TpboX MeTpiB. Takuil KOIOBHI
MOIIIYK b1 (S11(9:37178 3aMICTh CKJIQJJHOTO CKPHUIITY BUKOPHUCTAHO
Random.insideUnitSphere, HopmanizoBanuii y miockocti XZ.

[IpouieypHuii reHepaTop KIMHAT — cepiie peirpadeabHOCTl. Y KOKHOMY JIUCTI
BUIMAJKOBUM YHHOM IHCTaHIIitO€Thcsl arperaT RoomPrefab, sikuit micTuth TOYKH
CIIaBHY BOpPOTIB, JYTy Ta CBITWJIBHUKIB. YCYHEHHS TMOBTOPIB 3a0€3IE€UYEThCS XElll-
Tabuiero koopauHar [ 14]; e He g1a€ TBOM KIMHATaM TOJBOITHCS B OJTHOMY MICIII.

CoporeHa cuctema i1HBEHTapo 30epirae m’siTb CIOTIB: 30posi, KIIk0U1, CIIOKHUBYI
CIKCUPHU, KBECTOBI MpPEIMETH W 3arajbHUN JYWIBHHUK 30J70Ta. KokHUI cioT —
ScriptableObject InventorySlot 3 mosiem currentID; mpu mignsTTi Pickupltem Buknukae
meton InventoryCore. TryAdd, mo nmoseprae pesynsrar Enum Status, oaxe Ul-nanens
MOXKE€ KOPEKTHO BIIOOpA3WTH YCHINIHE YU BIIXHWICHE 30UpaHHS 0€3 >KOPCTKUX
YMOBHHUX OIEPaTopiB.

3BYKOBUH CyIPOBi MOOYAyBaJId 332 MPUHITUTIOM BEPTHKATHHOTO PEMIKCYyBaHHS
€ 6a3oBa aMOIEHT-TOPI’KKA Y MIHOP1, IOBEPX KO MIAMINIYEThCS MEPKYCIHHUN 11ap,
KOJIU BOpOT TMepexoauTh Yy state «arpecis». Menemkep AudioCore depes
ScriptableMixer 3HKMXYy€ rydHICTh aMOi€eHT-KaHay Ha 6 b, miaHiMae yaapHi Ha 3 1b

1 Bmukae gyn skcl-xmlID=Perc2. fk Tiabku BOpoOr MOBEPTAETHCS 10 MaTPYI,
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kopytuHa FadeAudio pobuth 3BOpoTHHMIT Kkpocdein. TakuMm 4YMHOM eMolliiiHa
HaIPYKEHICTh 3MIHIOETHCS 0€3 T0AATKOBUX JIOTTUHUX 3aJIEKHOCTEH.

[omo 36epexenHs mporpecy, SaveSystem cepianizye y JSON nuie abcomroTHi
KOOpAMHATH rpaBiis B MaTpuili BSP 1 nepenik ynukanbaux yrpynoanux D 3HuiieHux
BOPOTIB; TMpPH 3aBaHTAXCHHI TI'pa PEKOHCTPYIOE€ TUIBKM BUAMMY YACTHHY KapTKH.
3aBmsaku Addressable Asset-karanory 3amyck BigOyBa€eThCs y JBa €TalM: CHOYATKY
3aBAHTAXYETHCA «IOPOXKHS 000JOHKa» KIMHATH, 1110 Baroro ctaHoBuTh 78 Kb, mami
OeKrpayH/I-IOTOKOM JOBAaHTAXYIOTbCA MaTepiaid W maTdi JyTy. I3 Ii€l0 TEXHIKOIO
xononuuit crapt WebGL-Bepcii ckopoTuBcsi 3 copoka CEKyHA 0 CIMHAAILSTH Ha
3’eaHaHH1 25 MOiT/c.

3aBepIye apxiTeKTypy IrpoBOi METIi CUCTEMA TeIEMETPii, Ka 30upae gaHi mpo
MUTTEBY JOBXKUHY HUISIXY, CEPEIHINA Yac Mk OOSIMH 1 BIZICOTOK MIAHATUX MPEIMETIB.
HapuanbHuii iHTEpEC MOISATae B TOMY, 110 CTAaTUCTUKY MOXHa ekcroptyBatn y CSV
JUTSL TIONAJIBIIOTO aHajli3y; TPaBll BXKE HA NEPIIMUX JIA0OpaTOpHUX Oadark, SIK «CyXi
udpu» BIUTMBAIOTH HA OaJlaHCy TeHMILIEIO.

Y  miacyMKy TiApo3AlT  AEMOHCTpYeE, sIK oOMexeHHs low-poly-cTuio
TPaHC(HOPMYIOTHCSI Y KOHKPETHI BHPOOHHMYI TMPAKTUKH, Maly KUIBKICTh IOJIITOHIB
KOMIIEHCYIOTh MPOJYMAHOI0 MaIITPOIO, @ MPOCTI FeMMILIEHHI MEXaHIKU CIUPAIOThCS
Ha niepeBipeHi mabmonu Unity, mo 30epiratoTh YuTaOEIbHICTh 1 MACIITa00BaHICTh
koxy. HaBiTh 3a MiHIMaIbHOTO OIOIKETY Yacy Ta pecypciB «KarakomOu» mokasyroTsb,
o0 J00pe CTPYKTypOBaHa CII€HA, 130JIbOBaHa JIOTIKA ¥ MPOLEIYpPHO KEpOBaHMIA
KOHTEHT CIIPOMOXKHI JIaTH KUBUH, TTOBTOPIOBAHUM JTOCBI, IKUH HE JIMIIE PO3BaXKaE, a

Y CIIY’)KUTh HAOYHUM HaBYAJIbHUM KEHCOM.

3.2 TecTtyBaHHS Ta HAJIATO’KEHHS iH(pOPMALIHHO-KOMITI’OTEPHOI CHCTEMH

YenimHa po3poOka HaBITh HAUMPOCTINIMX ITPOBUX MPOTOTUIIIB HEMOXKIIUBA 0€3
CUCTEMHOTO MIAXOAY 10 TECTyBaHHS (PYHKI[IOHAIBHUX KOMIIOHEHTIB. B irpoBomy
npoekTi «KaTtakoMOm» KIH040BOIO METOIO (PYHKIIIOHAJILHOTO TECTYBaHHS € TIepeBipKa

KOPEKTHOI peaiizalriii 0a30BMX MeEXaHIK: MEPEeMINICHHS MEepPCOHaXKa, B3a€EMOMIl 3
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OTOYCHHSM, O0MOBOI cUCcTeMH, 300py MpEeAMETIB, pearyBaHHsS BOPOTIB Ta reHeparlli
HOBUX KiMHAT. OCKUIbKY Tpa NpU3HAYEHA MEePeayCiM ISl OCBITHBOTO €KCIIEPUMEHTY,
ciig Oyno 3a0e3nedynTd BUCOKY TMPO30PICTh 1 BiATBOPIOBAHICTH PE3YIbTaTIB
TECTyBaHHS, a TAKOX MOXKJIMBICTh HETAaHOTO BUSIBJICHHS Ta BUIIPABJICHHS J1€(EKTIB.

Crouatky Oyno BHOpaHO MiAXiJl «TECTyBaHHS 3HU3Y BrOpy», KOJIU MEPUIIMU
TECTYIOThCSI HAWHMKY1 PIBHI JIOTIKH, a BXKE MOTIM B3aeMoisg M HuMu. Hanpuknan, y
pasi MepeBIpKU pyXy IMEPCOHAKa CIOYATKy CTBOPIOBAIUCS MOMAYJIbHI TECTH JIs
OoKpeMux (YHKIII — MepeBIpKU MPaBUIBHOCTI OOYMCIIEHHS BEKTOPIB pyXy (JiCT. 3.4),
KOPEKTHOCTI PO3paxyHKy CHJIOBHX B3a€MOJIIM 13 KojaijepamMu Ta Bamijarii 3MiHH
cTaHiB aHiMarlii. TIIbKK TIICIS YCIIIIHOTO MPOXO/KCHHS IMX OJWHHYHHX TECTIB
B1J10yBaJlacs IHTETpallisl JIOTIKK PyXy A0 CUEHHU 3 KaMepaMH i JaHAma(ToM.

[Iportiec TecTyBaHHs MOYMHAETHCS 13 (hOpMyBaHHs OKpeMoi aupekropii as Edit
Mode-tectiB 3a gomomoroiro BOyaoBaHoro ¢peiiMBopky NUnit, 1mo 103BoJIsi€
3allyCKaTH OJIMHUYHI TEeCTH O€3 3allyCKy CLEHH. TecTh pOo3MILIEHO B Karajo3l
Assets/Tests/EditMode, a Ko)kHUN TECTOBUM Kjac MICTUTh OJHY-JIBI METOIUKH, SIKI

NEePEeBIPSAIOTh KPUTUYHI (DYyHKIIIT.

Jlictunr 3.4 — I[lepeBipka METOY, IO OOYMCIIIOE HOPMATI30BaHUN BEKTOP PyXY B
pocTopi

[Test]
public void
ComputeMovementVector_GivenInput_ReturnsNormalizedDirection()
{
Vector2 input = new Vector2(0.3f, 0.4f);
Vector3 expected = new Vector3(0.3f, 0.4f, 0).normalized;
Vector3 result =
PlayerMovementUtility.ComputeMovementVector(input);
Assert.AreEqual(expected.x, result.x, 0.0001f);
Assert.AreEqual(expected.y, result.y, 0.0001f);
Assert.AreEqual(expected.z, result.z, 0.0001f);

KiHeI[b JIiCTUHTY 3.4

[Ipn BUKOHAHHI1 bOTO TECTY nepeBIpSEThCS, 9u METOJ
ComputeMovementVector nmoBeprae o4iKyBaHO HOPMaJIi30BaHUI BEKTOP, HE3AJIEHKHO

Bil BXiAHMX KoopauHar. [logiOHMM uYmHOM OynmM peani3oBaHl TECTH MJIs 1HIIHX
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OKpEeMHX BJIACTUBOCTEM: IMepeBipKa reHepailii BunagakoBoro 3epHa BSP, kopekrHocTi
JI0JJaBaHHS HOBOTO MpeaMeTa J0 IHBEHTaps, 3MIHU 3HAYE€HHS 37I0POB’ sl BOpOTra.

[Ticna ycmimuoro mpoxomkeHHss Edit Mode-tectiB OynyBanucs PlayMode-
TECTHU JIJIs1 KOMIUIEKCHOT OLIIHKY B3a€MO/I1i MK KOMIIOHEHTaMH. L1 TecTH BUKOHYIOTBCS
B)XKE y CEpeIOBHILII 3aITyCKy TPH, JIE MOXKHA TIEPEBIPUTH PeasibHy MOBEAIHKY 00’ €KTIB Y
pamkax ciienn. Boru po3minieni B katano3si Assets/Tests/PlayMode. Onna 3 ki1rouoBux
3a/1a4 ToJsIrayia y TEpeBIpIll CIEHApilo «rpaBellb MOTpAIUise B KIMHATY, 3yCTpidae
BOPOTa, 3aBJa€ HOMY IIKOy Ta OTPUMYE JOCBLI.

Tunosuit PlayMode-TecT BUKOHYBaBCSl HACTYITHUM YHHOM:

—  1HiIia;i3alis TeCTOBOI CIIEH! 3a JIOTIOMOTO1O METOY
SceneManager.LoadSceneAsync("Test Scene") B1J10YBa€ThCS 3aBaHTAKECHHS
CHeLiaJIbHOT TECTOBOI CLIEHHU, B SIKiil BK€ CTBOPEHO KOPUAOP 3 OAHIEIO KIMHATOIO Ta
paccnabienuii HaO1p npedadiB — TOUKY CIIaBHY TPaBIIs 1 BOPOra;

—  IHIMami3amnisa napaMeTpiB IPaBiisl Ta BOPOTa 3A1MCHIOBABCS MPSMUNA TOCTYI
1o komnoHeHTiB PlayerController i EnemyController uepe3 arpudyT [ UnityTest], micis
YOro 3a/aBaJiMCs MOYATKOBI 3HAYEHHS 310pOB’ s, no3ulii, ID npedadis;

—  CHUMYJIALIS pyxy rpaBIls HITYYHO BUKJIMKAJTHUCS METONIN
PlayerController.Move(Vector3.forward), 1o 3mMy1ryBaau repost IpoCyBaTUCs BIEpe]]
y3JI0BXK KOpPHUIOpa, JOMOKM BIH HE 3YCTpPIB Bopora, abo >k Oe3nocepenHss 3MiHa
BJIACTUBOCTI transform.position JJis MPUCKOPEHHS T€CTyBaHHS;

— BUKJIMK araku BUKkinKoM PlayerController. Attack() imiTyBanocst HaTUCKaHHS
KHOIIKH aTakH, sike CTBOproBasio 00’ ekt DamageData 3 He0OX1JHUMU TTapaMeTpaMH;

— TepeBipKa CTaHy BOpOTa IMICIs KUIBKOX ITepallii BUKIWKIB aTakud KOJ
nepeBipsiBcs  depe3 Assert mus  BinactuBocTi  EnemyHealth.CurrentHP, 1106
YIEBHUTHUCA, 1110 BOPOKUN 00’ €KT BTpava€ KUTTS BIAMOBIIHO 10 0230BOTO 3HAYCHHS
IIKOJIM TIEPCOHAXKA;

— TepeBipKa OTPUMAaHHS JOCBIIy KOJHM BOPOT MEPEHINOB y CTaH «MEPTBUI,
meton EnemyController.Died() cmoBimaB EnemyManager, sikuii, y CBOIO Uepry,
3amyckaB GameManager.AddExperience(expValue). Tect cTBepaXyBaB, 110 3B’ 30K

MIK UMK KOMIIOHCHTAMHU IIPpAlO€ KOPCKTHO.
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Takuii ixi7 rapaHTyBaB, 110 IHTETpallis MK KOHTPOJIEpaMu, MEHEKEpaMU Ta
O13HEC-JIOTIKOIO TMPAITIOE 371ar0/PKEHO, a Yac BIATYKY JIOTIKH BiJIIOBIJIa€ OYiKyBaHOMY.
30kpeMa, KUTBKICTh KaApiB, HEOOXITHWUX IS 3HUIICHHS 0a30BOTO BOpOTa, HE
NEepeBUlyBaJla TPhOX B CEPEAHHOMY, IO BIJANOBIAAE pO3paxyHKaMm OajlaHCy
CKJIaIHOCTI TPH.

Oxpemo Oyi0 BHALICHO €Tarl OLIHKHA 3pYYHOCTI iHTep(eicy Ta YuTa0enbHOCTI
iHdopmarii Ha ekpani. JJ1g bOTO 3aiTydanucs JIeKijabka JOOPOBOJIBIIB — IPaBIiB 13
pI3HUM ITPOBHM JOCBIIOM, XTOCh paHimie rpaB juiie B 2D-mmardopmepu, XTOCh
3HaoMui 13 Benmukumu 3D-apenamu. CKOpodeHU ClieHapiil BUTIISIIAB TaK:

— YYacHHKY HajaBajucsi 6a30Bi iHCTpyKIii po kepyBaHHs (« WASD» — pyx,
«JIKM» — araka, «E» — B3aemonis);

—  MICJI KOPOTKOTO O3HAMOMYOTO PIBHS JaBaJIM 3aBJIaHHS 3HAWTH TPU CKPHUHI
13 apredakTamu 3a 5 XBUJIUH;

— (bikcyBasacs WBUIKICTh Opi€HTALli B 1a0IpUHTI, KUIBKICTh HEBAAIHUX CIIPOO
BIIKPUTH IIPOTHUIICIKHI JIBEPi, peakilis Ha noBigomiieHHs HUD;

—  MICIs UbOro JOOPOBOJIBIEBR] MPOIMOHYBAIOCS 3alIOBHUTH aHKETY YU 3By4YaB
TOJIOCOBMIA CYMPOBIJT 3p03yMUTNM, 4M OyB qocTaTHii koHTpacT B Ul, un Baxkko Oyso
no0aYUTH 00JIACTh 310POB’S Ta JIYWIBHHUK apTe(aKTiB.

Pe3ynbraTl mokaszasu, 110 HOBI TPaBIli 3a3BUYA OPIEHTYBAIHCS y MPOCTOPI A0
nBOX XBWIMH, ToHaA 70 % ydacHUKIB ofjpa3y 3BepTaiu yBary Ha cTpiuky «HP» y
BEPXHBOMY JIIBOMY KYTi, aje jguuie 40 % momivaiu JiYWIbHUK Y HUDKHBOMY JIIBOMY.
JlomaTkoBO 3ayBakyBaJIOCs, IO TOJIE JJIs1 KOHTEKCTHOTO MijikazHuka « E» Mano Haaro
MaJguil mWpuQT, MO0 MOPU3BOIUIO JO TOTO, IO TpaBill Haruckanmu «E», komm
MOBITOMJICHHSI 3HUKAJIO, BUTPAYarOun JT0JaTKOBUI yac. Ha ocHOBI 1ux mgaHux Oys0
BUpIIIEHO 301MBIUTH MWpUPT y mpboMy Ul-enementi 3 28 pt mo 32 pt i 3MiHUTH
KOJIIpHUM KOHTpAcCT 13 ciporo Ha Oummil 13 yopHuM oOpucoM. LI kopuryBaHHs
MOBEPHYJIUCS JI0 TIOBTOPHOTO OOCTEKEHHS, 1 BXKE Mij] Yyac JAPYroro Koja J00pOBOJIbII
BUKOHYBAJIM 3aBIaHHS IMIBUIIE B CEPEAHHOMY Ha 15 cexyHI.

OcHOBHUMI pU3UK Yy TPOIEAYPHIA TeHepallli Mojsirac B TOMY, IO MOXKJIMBE

CTBOPEHHS «MEPTBUX 30H» 0€3 BUXO/IIB 200, HABIMAKH, 3aHAATO KOPOTKUX JUISHOK, 1€
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rpaBellb OYYeE JIUIIE ITyM MacTOK 1 0JIpa3y 3ajJUIIUTh KIMHATy 0€3 MOMIJIMBOCTI 3HAUTH
BoporiB uu ayT. [I[o6 yHUKHYTH 1OTO, Oy/lO po3pobiaeHO Habip aBTOMaTH30BAaHHUX
CIICHapiiB, SIKI HA OCHOBI TECTOBOTO TEKCTOBOTO CKPHIITA MEPEBIPSIOTH KOPEKTHICTH
3MIIIYBaHHS KapT.

AJNTOpUTM IpaLOBaB TakK:

— imimiam3yerbes LevelGenerator.Initialize(seed), ne seed mepemaetncs Ha
Bx111 BSP-norimi;

- s 1 BiJ 1 hi (s samplesCount BUKJIMKAETHCS
LevelGenerator.GenerateLayout(); pe3yapTrar — MacuB KIMHAT 13 KOOpAMHATAMHU
LICHTPY;

— TIEPEHOCUTHCSA MATPHIl KIMHAT Yy BHYTPINIHIO CTPYKTYpPy MaHHX, €
BUKOPHUCTOBY€EThCsT ainroput™m BFS nisi oOuucieHHss MakcUMalbHOI BIJCTaHI MIX
BY3JIaMU;

— MEpeBIPAETbCA, YW OTpUMaHa [MOMHA (TpaHuLd CWIbHOI KPHUBOI
CIPUMHSATTS] BAKOPUCTAHHS KOHTEHTY) JISKUTh ¥ Mexkax [minDepth, maxDepth];

— TPOTOKOIYIOTh PE3yIbTaTH SKIIO IUGPH BUXOOATh 3a MEXI, TECT
MPUNMHSAETHCS 3 ACTAIBHUM JIOTY (seed, oTprMaHa BUYHUCIICHA IMTMOMHA, MTapaMeTpH,
K1 BUKJIUKAQIA BIIXUICHHS).

Pe3ynbTaTii aBTOMaTHYHOTO CKPUIITA MTOKa3aiu, o B 97 % BUMAIKIB 1aOIpUHTH
3 10 xiMHaT Malu MaKCHMajlbHy TIHOWMHY Big 2 10 4 KIITHH, a TI HMOOJWHOKI
BIJIXWJICHHSI CTBOPIOBAJIM 3aHAATO KOPOTKI ab0 AOBI1 KOpuAopHu. JlJis HUX BPYyUHY
HaAIMCaHl JOTIOBHEHHS Y BUIISII «trimy» (YHKINI, SKa MiHIMI3yBaja HMOBIPHICTb
KapJAMHAJIBHUX aHOMAaJil, 3aCTOCOBYIOUM JMONaTKOBI 00pi3ku nepeBa BSP micis
NEepIIOro PO3OUTTS.

[Ticas koxHoro paynay Edit Mode- ta PlayMode-tecTiB hopmyBaBcs 3BIT Ipo
nedextu. Incrpyment Unity Test Runner aBromarnuno reHepyBaB .xml-aitnm 3
pe3ynbTaramu, sKi MapCcuiiMcs 30BHIMHIM Python-ckpunToM, 1110 101aTKOBO BigMidaB
TECTH, IO BIAJK, 1 YaCOBl 3aTPpUMKH iX BUKOHaHHS. lle mamo 3mory OiIbII TOYHO

BUABJIATH TECTH, SIK1 BUKOHYBAJIMCA 3aHaATO AOOBIO (HaHpI/IKJIa,Z[, aBTOMaTH4YHa
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nepeBipka reHepamnii 1000 piBHiB 3aiimana Ounbiie 30 CeKyHA — CUTHaAN s
ontumizaiii anroputmy BSP).

Koxen nedekr knacudikyBaBcs 3a IPIOPUTETOM:

—  KpUTHUYHI MOPYIIEHHS OCHOBHUX MEXaHIK (HEMOXJIMBICTh PyXaTHUCs, aTaKu
HE 3aBAAIOTh IIKOJA, CEHB HEKOPEKTHO 30€pIiraeThCsl Ui 3aBaHTAXKY€ETHCS);

— BHUCOKI HEKOPEKTHUH peHaep rpadiku (iaeHTH]IKAIis TEeKCemns, MPOIYCK
KOJIaJIepiB, «KMEPTB1 30HW» B JA0IPUHTI);

— cepenni npobmemu 3 UX (3aHAaATO MOBrUE XOJOTHWUK CTapT, HEMOMITHI
nigkasku Ul);

— HHM3bKI KOCMETHYHI  HEJOJIKM  (HEOMHO3HA4YHI  Ha3BU  3MIHHUX,
HEBIJIMOBIJIHICTh KOJIBOPIB MaTepiaiiB, BIACYTHICTb €()EKTy Ha BUIVISLA BOpOra i €0
KPUTHYHOTO YJIapy).

[Ticnsa xknacudikamii agedexTiB BigOyBaiocs iX MPIOPUTH30BAHE BUIIPABICHHS.
Kputnuni Oarum ozapa3y Opanucss Ha BHIIPABICHHS, a BXKE IICIS BIIJIArOIKEHHS
OCHOBHHUX MexaHik nepexomwin no UX-neraneil. Hampuxmnan, oqHUM 13 KpUTHUYHHUX
OyJI0 BUSBIICHO, IO MICJA KUIBKOX IIBHAKUX yIapiB BOPOT BCE OAHO MPOAOBKYBaB
arakyBatu, ockiibku EnemyController He nepeBipsB ogHodacHO komMaHay «Atack» Ta
cTaH «Stuny. BunpaiieHHs moJsAraio B J0JaBaHH1 101aTKOBOi yMOBH y StateMachine:
SIKIIIO BOPOT OTPUMAB IIKOJY, BiH HE MOKe aTaKyBaTu HacTynHi 0,2 c.

VY pe3ynbrari ABINKOBOTO YEPTyBaHHS MIXK TECTYBAIbHUKAMU Ta PO3POOHUKAMHU
OyJI0 TOCATHYTO cUTyallli, Kojiu nmoHaa 95 % aBTOTECTIB MPOXOAUIN CTabUIBLHO 0€3
BIJIMOBH, a 4Yac HEPOOOUOTO NEPioy (Yac Mk TECTOM, 1110 BIIaB, 1 MOMEHTOM (pikcartii

npoOieMH) He TiepeBUIIyBaB 12 roauH.

3.3 Opranui3zauis 30epe:keHHsI POrpecy

JlJi1 HaBYaJIBHOTO MPOTOTUIY KPUTUYHUM 3aBJAHHSIM € CTBOPEHHS MEXaHI3MY
30epeKeHHs, AKUi OU BoIHOYAC OyB MPOCTHUM JIJIsl pO3YMIHHS, 3pyYHUM Yy PoOOTI Ta
CTIAKUM JI0 HECAaHKI[IOHOBAaHUX 3MiH, 1[0 YaCTO Ha3UBAIOTh «YUTEPCTBOMY». OCKUIbKU

PlayerPrefs y Unity 30epirae nmani y Gopmari «KJIIOY—3HAYCHHS» y BIIKPUTOMY
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TEKCTOBOMY BUIJISAZI ¥ oOMexye oOcar iHdopmallli juiie KigbkoMma KijgoOalTamu,
BUKOPUCTAHHS IIl€1 CcHUCTEeMHU € HenpuiHiaTHUM. [lo-mepine, TekcToBl (aiau
PlayerPrefs yerko BinkpuTH Ta 3MIHUTH HaBITh HEIIITOTOBIICHOMY KOPHUCTYBAuEeBi, 10
3HEIIHIOE aKaJIeMIuHy 3a/lady CTBOPEHHS KOPEKTHOIO MPOTOTHIY 3 MPAKTHYHOIO
JeMOHcTparliero o6e3neku nanux. [lo-apyre, obcar 30epexkenns B pamkax PlayerPrefs
3a3BUYall MPU3HAUYCHUH IS HEBEJIMKUX HAJAIITyBaHb, TAKUX SK TYYHICTh 3BYKYy YU
MOYaTKoB1 omiii rpadiky, ajge HiIK HEe IS IUIICHOTO OIKMCY CTaHy TpH, SKHH Y
«Karakombax» BKJIIOYa€ TMOJOXKEHHS TPaBIls, IPOrpec 3HHUILEHUX BOPOTIB, CIHCOK
310paHuX MPEIMETIB Ta 1HIII CyTTEB] MapaMeTpH, HEOOX1/1H1 JIs1 BIIHOBJIEHHS IrPOBOTO
IPOLIECY.

Came Tomy Oyno mnpuifHATO pimeHHa 3actocyBatd JSON-cepiamizamio y
noeHanHl 3 anroputMoM mmudpyBanHs AES-128 ta mexanismom Addressables.
[ToemnaHHS 1TUX TPHOX KOMITOHEHTIB J1a€ Ofipa3y Kilbka BaXTUBUX nepesar. [lo-nepire,
Addressables 103BONSIOTH BIIKJIA/IEHO 3aBAHTAXKyBaTH BeNuKi 00’exTH piBHA (level-
data) nuie B Toil MOMEHT, koiiu reneparop BSP noxoauts 10 HE0OX1AHOTO By3ia, 10
CYTTEBO 3MEHIITY€ BUTPATH IIaM’SIT1 TI11 4ac MOYaTKOBOTO 3aBaHTAKEHHS IPU, 0COOTHBO
B Opay3zepHiii Bepcii Ha WebGL. Ilo-npyre, ennna Touka JOCTYITy 70 BCiX 30€peXeHb
y Addressables [2] poouts API inentuunum sik ais [IK-Bepcii, Tak 1 1 WebGL, a e
3HAYHO CHPOUIY€ MIATPUMKY Ta aedar. Ilo-Tpere, 3aBISKHM MOXKIMBOCTI MIK(pyBaTH
JUIIE «rapsdy» YacTUHY CeWBYy, sIKa MICTUTh KOHQIAEHIIAHI JaHl TMpo
MiclenepeOyBaHHs TPaBlisl, TOKa3HUKH 3[I0POB’Sl Ta CIUCOK YHIKaJIbHUX BOPOTiB, IO
OyJIu 3HUIIEH], OTHOYACHO BIJKPUTOIO 3aJMIIIAETHCS BerKa yacTuHa level-data, sxa €
3arajJbHOIOCTYIHOIO Ta MICTUThH JIMIIE CTATUYHY 1H(MOPMAIIIO MPO PO3TAllyBaHHSA
esieMeHTiB JabipuHTy. Lle ckopouye uac BBenenns/BuBony (I/0) Ta pobuts goctym 10
caMUX JaHUX IIBUIIIAM, HIX SKOM BCl (aliam mpoxomuiu uepe3 mu@pyBaabHUN
MOTIK.

VY Hamomy BUNaAKy ¢opmMar rakera cakyBaHHs Ha3BaHO Save v1.1 (Tabm. 3.2).
Bin cnouatky cepianizyerbcs y JSON, a moTiM mpoxXoauTh 4Yepe3 MYIbTUETAITHUN
MpoIleC CTUCHEHHS 1 mudpyBaHHsS. Y TaONUIl 8 HaBEACHO IETAJIbHUN OMUC TOJIIB

ObOTO ITaKeTa.
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Tabmuus 3.2 — @opmar nakera Save v1.1 (cepiamizyerbes y JSON, micist 4oro

U PYyETHCS)
[Tone Tun Komenrap
seed Ulnt32 3epHo BSP-reneparopa (nae qerepMinoBaHUM J1a0ipUHT)
playerPos Vector3 KOOPJIMHATH LIEHTPOIAa KaMepH
[Tone Tun Komenrap
hp Byte notroyHe 310poB’s (0-255 — 0-100 %)
inventoryIDs | Ulnt16[] nepenik ID akTuBHUX npeaMeTiB
enemyHash | Ulnt64][] bloom-(hinbTp 3HUIIIEHUX BOPOTIB
playTime Ulnt32 CEKYH/IU BiJI ITOYaTKy cecii
ver String «1.1» ms aBTOMaTUYHOT Mirpartii

Y MOMEHT BUKIUKY MeToqy Save(), sikuil peaiizoBaHO B Kjaci SaveSystem,
Bi10yBaeThca HactynHe. Croyarky cuctema 30upae JaHi 3 yCiX MiJCUCTEM, SKi
peanizoByroTh iHTepdetic ISerializableSubsystem. Jlo Takux MiJICHCTEM HaJIeKaTh,
Harpukia, PlayerCore (Jiorika Ta mo3utiis rpasiis), InventoryCore (CIIUCOK aKTUBHHUX
npenMeTiB Ta iX igeHTudikaropiB) 1 EnemyManager (iHdopmariiss mpo BOpOriB, sKi
Oynu 3HuineHi). Meron GatherData(), Buknukanmit y GameManager, miarsrye
3HAYEHHS BJIACTUBOCTEHM WUX MOAYIIB 1 00’€qHye iX y €IHHY CTPYKTYypy
GameSnapshot. Bcepenuni GameSnapshot mosist BiZioBi1ar0Th TOYHO TUM Ha3BaM, 10
3a3HaveH1 y Tabnuii 8, ane y Bursiai o0’ ektiB C#.

Komu ctpykrypa GameSnapshot cpopmoBana, HaCTyITHUM KPOKOM BUKOHY€ThCSI
cepiamizaris 1miei cTpykrypu B TekcTtoBuit JSON. Jls 115010 3acToCcOBaHO 01010TEKY
Newtonsoft.Json [10], ockinbKM BOHA JJ03BOJISIE TOYHO KOHTPOIIOBATH (opmMar
B1JIOOpa)KEHHSI YMCITIOBUX 3HAYCHBb (HAPUKIaA, KOAyBaHHs Vector3 y MacuB 13 TPbOX
yucen) Ta Jjerko iHTerpyerbcs 3 Unity depe3 NuGet. Kpim Ttoro, 3aBasku
HajlalToBaHUM aTpudyTaMm «JsonProperty» Ta «Jsonlgnore», y dinansuuii JSON-
MakeT HE TNOTPAIUBIIOTh 3aiBi TMOJSA, IO JO3BOJISE TPUMATH pPO3MIP JaHHUX

MaKCUMaJIbHO KOMIaKTHUM (JTicT. 3.5).

Jlictunr 3.5 — [Mpubnuznuii mabmoH kineBoi JSON-cTpykrypu

{
"seed": 1234567890,
"playerPos": { "x": 12.34, "y": 1.00, "z": -U5.67 1},
"hp": 243,



32

"inventoryIDs": [101, 205, 307],

"enemyHash": [1234567890123uU56, 98765U43210987654],
"playTime": 678,

"Ver" : Ill.lll

KiHeI[b JIICTHHTY 3.5

CdopmoBanuit Takum ynHoM JSON pmaini mepenaeTscsi B MPOLEC CTUCHEHHS
yepe3 DeflateStream. Came 11e CTUCHEHHSI JTO3BOJISIE 3MEHIIUTH OOCST TEKCTOBUX
naHux Ha npubau3Ho 45 %. Hanpukinan, sikiio cupuesuit JSON 3aiimae 3 000 6aiit, To
nicna Deflate BignmoBiguuii MacuB OalTIB MOXKE CKOPOTHUTHCS A0 Mpuomm3Ho 1 650
0allT. Y pe3ynbTaTi 3HUKYETHCS KUIBKICTh OMEPAlLliil 3a1IMCy Ha IUCK YH Y BIpTyaJIbHY
daitnoBy cuctemy Opaysepa (mist WebGL) [9], 110 0COOJMBO BaXXJIMBO Yy BHUMAAKY
MOBUILHUX 200 HU3bKOIIBUAKICHUX HAKOMMUYYyBayiB.

[Ticns eramy Deflate gani nepexonsTe 10 mpoueaypy MU(pyBaHHSA. AJITOPUTM
mudpyBanns — 1e komOiHamis HMAC-SHA1 nns reHepaiiii KOHTPOJBHOI CyMH
(miamucy) # AES-128 y pexxumi CTR (Counter Mode). AES-128 Gyno o6pano uepes
Joro OamaHc MDK 3anmuTamMu 4acy mMU@pyBaHHS Ta HaAiiHicTIO (128-01THUI Kiro4
O3HAuae, 110 CIPOO BraJiaTé MOro METOAOM «IPyOO0i CHIIM» JIJISi Cy4aCHUX KOMIT FOTEPIB
npakTuuHO HeMOXJIuBO). Pexxum CTR 3abe3neuye HezanexHe mudppyBaHHS KOXKHOTO
050Ky, 110 A00pe MIAXOMUTH ISl MOTOKOBHX CIIEHApIliB Ta J03BOJISIE 31MCHIOBATU
mudpyBaHHs W JemudpyBaHHS «HA JbOTY» y BHIIAJKy IMOTPEOM y YaCTKOBOMY
YUTaHHI (HApPUKIIAJl, OHOBJIEHHS JIMIIIE OIHOTO MOJISl B PeajbHOMY 4Yaci).

Kmtou mmdpyBanus 30epiraetbcs y 3BUYAHHOMY TIPOCKTHOMY IIJISXY
Assets/Resources/EncryptionKey.prefab, ane npu ¢inansHOMy 30ipHOMY mpoLEeci
(Production build) aBromaruunuii ckpunt 6111y BUAISIE 1€k npedad 13 MakeTy, o
BUKJIFOUA€ MOXJIMBICTh po3iOpartu 310panuii O6uin 1 BuTartu AES-ximrou. VYV Takwii
CHoCiO JTOCTYN JI0 «CEKPETHOrO» KJo4a OOMEXKEHO JHIIE cepel] po3poOHHUKIB, a
KIHIIEBOMY KOPHCTYBa4€Bl BiH HEIOCTYIHHUH, HABITh SIKIIO BIH MaTHUME JOCTYI IO
BJIACHOTO O17171a.

[Ticns mmdpyBanHsa GopMyeThCs piHATBLHUMN (Qaiin 13 pO3MMUPEHHAM .Save, SIKUl

3a 3aMOBYYBaHHSAM PO3MIIIYETHCS y TUPEKTOPIi, 110 Bianosigae miardopmi. Jms [TK-
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Bepcii nuisix BkazaHo sk Y0 APPDATA%/Katacombs/saves/<Username>/savefile.save.
Y pa3t WebGL-6inma, Unity BHKOpHUCTOBYE BIpTyadbHy (ailioBy cucremy
Emscripten [11], posramoBany 3a nuiaxom /idbfs/Katacombs/saves/savefile.save.
Inimiam3anis Addressables kaTanory nmo4mHaeThCs mapaieiabHO 3 MPOLIECOM YUTAHHS
[LOTO daitny, BUKIIUK Addressables.InitializeAsync().Completed +=
OnAddressablesInit; rapanTye, mo B MOMEHT, KOJIHM I1HCTAHIUIOIOTHCS CHPAUTH Ta
npedabu piBHS, yCi pecypcH (SKIIO BOHU III€ HE 3aBaHTaXKEH1) OyyTh MiJBaHTAXKEHI
«lazy load»-om 3a motpe6du.

Y WebGL-6in11 Addressables mpaifioroTh TpoxH 1HakIe, ake Opay3epHa
Bepcis BukopuctoBye IndexedDB [12] sik 6exenn mi1s aitnoBoi cucremu. Came ToMy
xonoguuit crapt 3 WebGL, npunaitmMui Ha TectoBi koHpirypaiii Chrome v123 i3
Mepexero 25 MOit/c, ckopoTuBcst 3 opieHToBHO 17 ¢ g0 11 ¢ micas mepexomy Ha
Addressables 1 mudpyBaHHs IHIlIE «TrapsA40i» YACTUHU ceiiBy. PaHilie, koo Bech (aiin
30epiraBcst y Bigkpuromy JSON, Opay3ep MyCHB 3aBaHTaKUTH U JieCh 30epertu y
nam’sITi BC1 IaHi, IEpIIl HIXK mepeaaTu ix Ha 00poOKy, 1110 BUKIIMKAJIO 3aTPUMKH. Ternep
e, ockuibku level-data (sika MOXke BaKUTH JECATKA MEra0aiT) € BIIKPUTOIO 1 HE
mudpyeThes, Opay3epy N0CTaTHBO MIJBAHTAKUTH JUIIE HEOOX1THI CTPYKTYPH JaHUX
JUTSL BIJHOBIIGHHSI CTaHy TPaBIs, PEIITYy MOXHA 3aBaHTaKyBaTH (POHOBUM ITOTOKOM
napa’jenbHo 3 iHilian3amiero cuenu. [e BianoBigae cyvyacHii npaktuil «fast-starty y
WebGL-npoekrax Unity, omucaniii y gokymeHTtarii Unity ¥ mATBepHKEHIN Yy
oOroBopeHHsX Ha popymaxdiscussions.unity.com Ta dev.to .

Oxkpemy yBary B peai3aliii IpuIiJICHO MiATPUMII Bepciid ceiiBiB. Sk Bimomo, 13
JacoM CTPYKTypa JaHUX MOXKE 3MIHIOBATHUCS, 3 SBIISIIOTHCS HOBI1 ITOJIS, 3MIHIOIOTHCS
TUINW JESKUX 3Ha4eHb a00 cam ¢opmart. I1lo0 He momycTUTH cuTyalii, KOJIU MicCJs
OHOBJICHHS TP BC1 CTapi CEWBM CTAIOTh HEMPUJIATHUMHU, JTOIAHO MPAMIOPEIIh «VEr» Y
dinansromy JSON. Moro 3maueHHs — psmok, mo izeHTHOIKYye Bepciio (opmary,
Harnpukian, «1.1». Komu GameManager iHiIlII0€ 3aBaHTaKEHHSI CEMBY 4epe3 METOJ]
Load(), cmouarky BinOyBaeTbes nemudpyBanss Ta posnakyBanas JSON-psaka. Jani,
nepen TUM SK TOYMHATH TPHCBOIOBATH 3HAYEHHS TIONSAM, Y KO IEpPEeBIpSETHCS

notoyHa Bepcis. Skuio y 3aBaHTaxxeHOMY (hailill Bepcisi HE BIANOBIIA€ OYIKYBaHIM,
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BUKOHYETBHCSI JIAHITIOKOK TPOIIECIB MIrparlii JaHWX: KOHBEpTallisl MOJIIB, JOJAaBaHHS
MyCTUX 3allOBHIOBAYIB JJII HOBUX BJIACTUBOCTEH a0O0 KOMIIOBaHHS 3HAYEHB 13 OJHMX
CTPYKTYp y HOBI. 30KpeMa, y IPHUKJIa/i, SKHi BUKOPUCTOBYBAJIU B HAIIOMY TIPOTOTHITI,
nepexia Bia Bepcii 1.0 g0 1.1 monsiraB y nepeHeceHH1 3Ha4eHHs J0CBITY (Xp) 3 00’ €KTa
Player y okpemuii ScriptableObject Profile. Ile peanizyBanu mpocto, micis po30opy
JSON i3 Bepciero 1.0 ko BU3HAuUaB, IO MOJS «Xp» HEMAaE cepell HOBUX, TOMY BiH
BPYUHY JI0JIaBaB HOT0 10 HOBOTO MiCIIsl, Iepe3anucyBaB «ver: «1.1» 1 Tunosum Save()
CTBOPIOBAaB OHOBJICHMH (aitn. TuM camum cTapi KOPUCTYBAIbKI (ailiii HE BUBOAMIU
rpy 3 Jiajly, a aBTOMaTU4YHa MIrpailisi BUKOHAJIACS HETIOMITHO JIJIsl TPaBIIs.

Takum ymnoM, iHTerparis Ul, aymio 1 ¢GyHKIIOHATBHOI CHCTEMH 30€peKeHb y
€IMHOMY IUKJIl CTBOPIOE 3aBEPIICHMM, X04a ¥ MiHIMAIbHUM, TeUMIUIEHHUNA JTOCBII.
['paBenib opa3y BiuyBa€e TUHAMIYHE MTOEHAHHS BI3yalIbHOI M ay/110-CKJIaJI0BUX: 3MiHa
(OoHOBOI MY3HKH 1]l 4ac 0010, IJIABHE 3MEHILEHHS T'yYHOCTI aMO1€HTY, BIATBOPEHHS
3BYKY MHIJHATTA NpeIMeTa Ta MUTTEBUM BIATYK y BUIJIS/I OHOBJICHHS JIIYMJIbHUKA
apredaxTiB. Pazom 13 TUM MeXxaHI3M celBy 3a0e3reuye MOXKIIUBICTh NIEpPEpBaTH TPy
Oyab-sIKOi MUTI W TMiClg Mepe3almycKy I[OBEpHYTHCS TOYHO TYyIW, 1€ TIpaBelb
3aJIMIIUBCA, — 1 HaBITh y Opay3epi, 3 ypaxyBaHHAM ocoOnuBoctet WebGL, miBumako
3aBaHTAKUTH JUIIE HEOOX1THE, a HE BeCh BesiKuii MacuB level-data. Yce 1ie 3aBepirye
noOyI0oBy HaBYAIBHO-IPYKHBOTO MPOEKTY, Y SIKOMY 30€peXeHHS pOorpecy He JIHIIe
Ipaifoe cTablIbHO Ta IMBUJIKO, & 1 BUKOHYE POJIb HABYAJIBHOI LTFOCTpAIlii TOTO, SIK Yy
pearbHOMY ITPOBOMY ITPOEKTI MOB’13aTU €KOHOMIIO PECYPCIB 31 30€pEKEHHSIM O€3IMeKu
JAHUX.

[Ticns Toro, sk (YHKIIOHATBHI TECTH 3aCBIAYMIM KOPEKTHICTh peaizailii
0a30BUX MEXaHIK, HACTYITHUM KPUTUYHUM €TaloM CTaB aHaji3 Ta ONTUMI3allis
OPOAYKTHUBHOCTI. Metoto Oymno 3abe3meuntd  CcTabulbHY poOOTY Tpu Ha
cepennbocraructTuyHux koHpirypauiax [1K (Intel 15, 8 I'b O3I1, inTerpoBana rpadika
Intel UHD 630) 1 mo6inpHuX npuctposax (GPU Adreno 640) i3 yacToToro KaapiB He
mentie Hix 60 FPS (I1IK) ta 30 FPS (WebGL).
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Jns Unity 2024 LTS ocHOBHUM iHCTpyMeHTOM TmpodiatoBanHs ctaB Unity
Profiler [12], sxuit mae okpemi Bkiaaku 111 CPU, GPU, Memory, Rendering, Physics,
Ul Ta Audio. /IomaTkoBO BUKOPHUCTOBYBAITUCS:

— Frame Debugger nae 3mory mo6auntu noeranHo koxuuit Draw Call (Bin
MaJTIOBaHHS OHOTO 00’€KTa /10 KIHIIEBOTO KaJIpy), 10 OyJI0 KOPUCHO JJIsi BUSIBICHHS
HAJUTUIIIKOBUX MaTepiaiiB 1 HemoTpiOHux Object.SetActive;

— Memory Profiler (rutarin Unity) 103B0JIMB Bi3yalli3yBaTH PO3MOILT aM’ STl
MK pizauMu 00’ ekramu (Texture, Mesh, AnimationClip) Ta BusBUTH (pparMeHTaIliIo;

— Command Buffer Profiler 3a momomororwo 1poro iHcTpymMeHTa Oyio
MIPOKOHTPOJIBOBAHO, 4YM BUKOPHUCTOBYeThCcsi SRP Batcher kopexkTHo, Ta BuUsBIEHO
nyonikat kemoBanux Compute Shader-iB.

[Tormpu Te, mo low-poly Mozeni 3a 3aMOBYYBaHHSIM MarOTh Majly KiIbKICTh
TPUKYTHUKIB, y «KarakomOax» HaliuyBajJuCs COTHI TaKUX MOJENIEd OJHOYACHO B
KaJipl — MOJYJ1 CTIH, MIJJIOTH, BOPOTiB, Aekop. ToMy 3aBAaHHsl ONTUMI3ALli]l MOJIATaI0
HE JIUIIE Y MIATPUMIIl 3arajibHOI KITBKOCTI TPUKYTHHUKIB Y IPUHHATHUX MeXax, a il y
3MmeHiIeHH1 Draw Call Ta epekTHBHOMY BUKOPHCTAaHHI aTjIaciB.

Baking Static Batching s He3MiHHMX Yy TpocTOpi 00’€KTIB (MOIYy/IbHI
dbparmMeHTH CTiH, MJJIOTH, JIEKOp) akTHUBOBaHO omilito Static Batching. Unity 00’ ennye
iX y BEJIMKHI CTaTUYHHMIA T€OMETPUYHUNA HaOlp, 0 3MeHIye KuibKicTh Draw Call.
[lepBunnuii npodaitn nokazaB Omuspko 450 Draw Call y TumoBux KiMHaTax Ha
MOYaTKOBOMY eTari, micis Static Batching 1ieit nokasHuk ymnas 10 cepeanso 120.

Dynamic Batching kopucHuii aji1 HEBEJIMKUX MOjeNed (HANPUKIAJ, 1KOHOK
MpenMEeTiB), ajie Mae oOMexeHHs: He Ouibme HiK 900 Bepmmuam Ha Oatd. [lo
KOMIIOHEHTIB, 1110 3MIHIOBAJIMCS P1AKO, HaJIeXKaTh ApiOHI 00’ €KTH 1HTEP €py — (akenu,
KaHzensaopu. AxTuByBaBIIM Uit HuX Dynamic Batching, Bmamocs nomarkoBo
smeHmiutd Draw Call na 15-20. SRP Batcher aBromaruuyno arperye menaepHi
BUKJIMKH, SIKIIO0 MaTepian He 3MiHtoeTbes. s low-poly mieiinepiB 13 MiHIMAJIbHUMHU
monudikatopamu (VertexLit Shader) SRP Batcher 3abe3neuyBaB icTOTHMIA TTPUPICT

IPOAYKTUBHOCTI.
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Ontumizariss MarepiajaiB Ta ariacyBaHHa s Bcix low-poly 00 ekTiB
BUKOPUCTOBYBaBCs ofuH ariac 1024x1024 px, skuit MiCTUB TU(Y3HI KOJIHOPU, MACKY
omucky (Metallic), a Takox kanan ewmicii (Emission). ITpu immopti momeni B Unity
BucrtasieHo napamerp Non-Power of Two sik None, a Compression — Ha 3Ha4€HHS
High Quality, mo no3Bommio 3HW3UTH 00CsT BiHIrpeTy TekcTtypu Ha 40 %, He
3HIKYIOUYH Bi3yaJbHOI 4ITKOCTI. 3aBaHTaxkeHi atiacu uepe3 Addressables kenryBanucs
y VRAM opHouacHO i BCIX KIMHAT, 1[0 MIHIMI3YBaJO TOBTOPHI BHUKJIHUKH
LoadTexture.

HacrporoBanus Lightmap Baked Gl mns crarmunux ¢parmeHTiB J1aGipuHTY
(cTiHM, TUIOTH, HEpYXOMU Jekop) 3actocoBaHo Lightmap Baking i3 Lightmapper
pexumoM Progressive CPU. HanamtyBanHs Oyau Taki:

— Resolution: 40 texels/m;

— Padding: 2 px;

— Max Atlas Size: 2048%2048 px;

— Indirect Samples: 32;

—  Environment Lighting: 3anano Color Picker 31 3nHauennssm RGB (30,30,45).
VY pesynbrati yac 61y Lightmap TpuBaB Gnu3bko 5 XBWIMH, a TIPU 3aBaHTaKCHHI
cueHu koHcomigoBadi Lightmap 3alimamu 8§ Mb VRAM. lle nano MOXIMBICTH
BIAKTIOYMTH yci auHamiuHi TiHi (Realtime Shadows) Ta Bukopucratu nume Mixed
Lighting ans ronmoBHoro nunamivynoro jkepena cBimia (TorchLight), mo 3menmmmno
HaBaHTaxeHHs Ha GPU npubnuszno Ha 25 %.

LOD Group Ta BigmajleHe BHMHUKAHHS JUIS BOPOTIB Ta JEKOpy OYyIIo
HajamroBano Tpu pieHi LOD (LODO, LOD1, LOD2), siki nepeMUKaroThCs 3aJIE€HKHO
BiJl BiAcTaHl 70 kamepu. [loporu O6ynu Bucrasieni 'y 10 m (LODO qo LODI) ta 20 m
(LOD1 po LOD2). Koxuuit LOD-nepexia 3MeHIIyBaB KiJIbKICTh TPUKYTHHUKIB Y
cepennbomy BaBidi. [Ipodins nokazas, mo npu BukopuctanHi LOD y kanpi npucyTHi
He OUIbIlIe HIXK J]Ba BOPOT'M HAa BUCOKOMY PIBHI JieTai3allli, TOAl K yCi 1HII1 Oyau BKe
3BeneHi 10 HU3bkux LOD. Pe3ympraty omrmmizaiiii Ha pi3HUX €Tanax HaBEACHO B

tabmum 3.3.
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Tabmuus 3.3 — 3miHa KubKocTi TpUKyTHUKIB 1 Draw Call 3anexno Big LOD Ta

OardyBaHHS

Cuenapiit TpukyTHUKHU Draw Call | FPS FPS
(pu611.) (pu6I1.) (TTK) (WebGL)

be3 ontumizanii (LODO + 6e3 | 120 000 450 38 18
Static Batching)
Crarnuyne OaruyBanHs + Dynamic | 110 000 150 62 34
Batching
Honasanus LOD (LOD1, LOD2) 60 000 95 112 76
LOD + Lightmap Baking + SRP | 60 000 65 158 120
Batcher

Ak BumHO 3 Tabnuil 3.3, KoMOIHYBaHHS YCiX METOAMWK ONMTHUMI3allii M1 IBHUIIIIIO
IPOAYKTUBHICTB Y cepeiHboMY B 3-4 pa3u. 3okpema, WebGL-Bepcis 3Momia cTadiibHO
tpumaTt 60 FPS y cepennpoMy Mo TECTOBIM JoKarlii, 0 OUTbIIE HIK TOCTaTHBO JJIS
npoctoro low-poly mpoekry.

Bararo cdep ontumizaiiii crocyBasiucs He jauiie rpadiky, a i Joriku. ['o10BHUM
«By3bkUM MicuieM» y CPU-npodini Oyma cuctema Komi3id [ajii BOPOTIB, MIO
BUKOHYBanacsi KOKHOro kazapy. Ilpm kinmbkocti BoporiB monax 20 y kaapi e
MPU3BOJMIIO 10 NaaiHHs npoaykTuBHOCTI Ha 30 % y Briaai CPU Usage.

106 BupimuTH 1110 MpodIemMy, Oyiio 3po0IeHO Taki Jii:

— 3MeHIIeHHS 4YacTtoTu Raycast. 3amicTh BukoHaHHs Raycast miokaupy,
CUCTEMa CTajia MepPeBIPATH BUIUMICTh TpaBls ofAuH pa3 koxkHi 0,2 c. J{ns uboro Oyino
BukopuctaHo meron InvokeRepeating(«CheckPlayerVisibility», 0f, 0.2f) y ckpumnri
EnemyController. ¥ pe3ynbrari 11e CKOPOTUIIO KUIBKICTh BUKIIMKIB Raycast mpuOnn3Ho
3 12 000 3a cexynay g0 6000 Ha 1 ¢, 1110 Ja10 MPUPICT TPOAYKTUBHOCTI O1u3bK0 12 %);

— BuxopuctanHs Physics.OverlapSphere s monryky OHOBIIEHHX BOPOTIB.
J171s1 monryKy BOpOTiB, 10 MOTPANINA y IEBHY 00J1aCTh (HallpUKJIad, KIMHATY ), 3aMiCTh
nepebopy Bcix 00’exTiB y cueHi yepe3 FindObjectsOfType<EnemyController>(), mu
CTBOPUJIM OJIHY HEBENHKY chepuuHy 30HY 3 pagiycoM 10 M, mo obOuuciroBanacs pa3
Ha 0,5 c¢. Buxopucrannas Physics.OverlapSphere st oTpumanHs MacuBy Kojaiaepis
BOPOTiB 3MEeHIIMIIO BUOIpKY 3 120 BoporiB (y pasi BEJIMKOi JOKaIlii) A0 cepeanso 12y

MEKax IMOTOYHOI KIMHATH;
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— oOmexeHHs ¢izuyHoro amaedTty. HanamryBanus Fixed Timestep Oyio
smeniere 3 0,02 ¢ (50 FPS) 1o 0,01666 ¢ (60 FPS), o BupiBHs10 Di3nyHUM anjgenrt
miJ Jac BOyIOBaHUX TeCTiB. /[0MaTKOBO B HaNAIITyBaHHSAX IMPOEKTY BCTAHOBJIECHO
Maximum Allowed Timestep six 0,02, 1100 YHUKHYTH CUTYaIlll, KOJIU B pa3i KOPOTKOTO
«3aMOPO3KY» TpH (hi3MKa BIAIPAIOBYE OLTBIITUMHU CTPUOKAMH, III0 MOKE TIPU3BOIUTH
JI0 BIJIBOTIB JIBEPEH Y¥ BUPHUBAHHS TPABIS KPi3b KOJIAWIEPH;

— Object Pooling nys ckpunb 1 Boporis. it reHepaiiii Ta BUJaaeHHs BOPOTiB
1 mpenmetiB «loot» Oynma peamizoBana cucrema mymiHry (Object Pooling). 3amicthb
BUKIIMKIB Instantiate / Destroy, mo BuximkarooTh 3HayHi ¢parmenraiii B Heap,
BUKOPHCTOBYBAaBCS BJIACHWM myi, skuii 30epiraB g0 50 BoporiB i 20 CKpuHb y
HEAKTUBHOMY CTaHi. [{e 3MeHIInI0 3aTpUMKH 111 Yac BXOAY/BUXOAY 00’ €KTIB y CIIEHY
Ha 35 % Ta 3HuW3wiIO HaBaHTaxkeHHs Ha Garbage Collector, sxuii mnepecras
CIIPaIbOBYBAaTH IIIOCEKYHIN;

— wMiHIMi3amisg anokamid y meronax Update(). Ilpu anamizi CPU-npodinro
BUSIBIICHO, 1110 MeTof Update() y ckpunri PlayerController HapaxoByBaB 0araro 3ailBux
aJloKaIlii psAaKiB AJist moOymoBu nosigomiieHb Debug. e BunpapieHo NUISIXOM 3aMiHU
BukinkiB  Debug.Log("Player pos: " + transform.position.ToString()); Ha
stringBuilder.Clear(). Append("Player pos: ").Append(transform.position.x). Append("
").Append(transform.position.y). Append(transform.position.z);
Debug.Log(stringBuilder. ToString()). JlomaTkoBo 3MEHIIEHO KUIBKICTh BHUKIIHMKIB
GetComponent<>y Update(), a ay1s1 OTpMaHHS JOCTYITY 10 HEOOX1THUX KOMITOHEHTIB
cepsep Cache npucBoroe mocuaaHHs ouH pa3 y Start() 3aMiCTh KOXKHOTO Kapy.

OckUIbKM B Tpi MPUCYTHI KiJIbKa KaHATIB 3BYKYy — (hoHOBUIN amOieHT, OoioBa
My3HKa, €(peKTH B3a€EMOJIii, ayli0 CeTan MIr CTaTU € OJHUM «BY3bKUM MICIEMY.
[Tpobnemu BusBnsnucs y Bkianaii Audio Profiler sk mepeBantaxenns DSP (Digital
Signal Processing) omnakoBumu edexramu. [[o0 3HM3UTH HaBaHTa)XeHHs, OyJ0
MPUIHATO TaKe PlIICHHS:

— oxuH AudioSource Ha KiMHaTy. 3aMiHEHO Kiibka JokanbHUX AudioSource

(HampuKIIa, OUH JUIsl KOKHOTO Bopora) Ha cnuibHui RoomAudioManager;
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— 3BYKOBI eHBeJionu Ta GuIbTpu. JJIs TIJIaBHOTO TIepexoy Mixk aMOiEHTOM Ta
My3uKoI0 11 4Yac Ooro BukopuctaHo AudioLowPassFilter 3amicte moBHOTO
BUKIIIOUCHHSI TOPIKKU ¥ yBiMKHEHHS 1HIIO1. Ile 3am3mno ctpubku CPU Ha 10 %;

— crucHeHHs ayniogaiinis. Bei eextu «loot» Ta «hity Oynu nepexogoBaHi y
dopmari Ogg Vorbis 13 ciBBiHOMmIEHHM OiTpeiiTy 48 KOiT/c. st GoHOBOI My3HUKH
BUKOPHCTOBYBaacs PyHKITis Streaming, 110 JO3BOIMIIO 3MEHIITUTH HABAaHTAKCHHS HA

aMm’ siTh.

3.4 Po3poOka noxkymMeHTaNil J1JIsl IPOrPAMHOIO MPOAYKTY

CtBOpeHHs Bi3yalibHOT cki1aoBoi «KarakoM6» nmoyanocs 3 GopMyBaHHS €IMHOT
XyIO)KHbOI MOBH, y SKIA yce — BIJ CHJIyeTy Tepos J0 JiXTaps Ha CTiHI —
HiATOPSAKOBY€THCSI TPUHIIMIIOBI «MIHIMYM TOJITOHIB — MaKCUMyM YHUTa0EIbHOCTI»
300paxkeHO Ha pucyHKy 3.1. MeTonuka MOJEIIOBaHHS CHHUpajacs Ha KIACUYHHM
workflow «block-out — cunyetne yrounenuss — UV-po3ropTtka — KOIOp-OJOKIHTY,
peKOMeHIOBaHNK crmibHOTOI Blender Artists 1 miaTBepmKEeHUN YUCICHHUMHU
ocBITHIMU Kypcamu 3 low-poly y Blender, ne Haronoc poOuTthkcsi Ha YUCTIH TOMOJOTTT

Ta B1JICyTHOCTI1 3aliBUX BEPILHH.

# Scene o Game
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Pucynok 3.1 — Cuntyeru repoiB
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VYci citku OyayBanucss KBaAPUYHOK TOIOJIOTIEI 30€pirarour YiTKUM KOHTPOJIb
HaJl MepexoaaMu rpaHei, piski pedbpa odopmimroBanucs «split-edge», abu YHUKHYTH
¢dparmenTanii HopMmanei mixg dvac iMmopty y Unity. 3 omisigy Ha HaBYaJIbHO-
JEMOHCTPALIIHUI XapaKTep MPOeKTY Oyi0 3aKIaeHO OOMEKEHHS: JKO/IHA OJIMHUYHA
MOJIENIb HE TIEPEBHIIYE ABOX THCSY TPUKYTHHUKIB y LODO, a 3aranpHuii myn MatepiasiB
00MEXY€ETHhCSI BOCBMHUKOJIBLOPOBOIO MANITPOIO, 3amedeHoro B amiac 1 024x1 024 px.
Takuii aTmac BUCTYMAa€ OJTHOYACHO M KOJOP-CKEMOIO, M TH(]Y3HOI0 TEKCTYypOro, IO
cKkopouye KinbKicTh draw call mig dac pennepy i 3Menmrye kem-nmoouttss GPU na
cnabkux cucremax (tadm. 3.4).

Tabnuis 3.4 — 3anac MoyiroHiB 1 TEKCTYPHUX PECYPCIB JIJIs1 KITFOUOBUX KaTeropii

aKTHBIB
Tum aktuBy LODO, tpuxkytnuku | UV-tutoma B | [Ipumitka mono netanei
arnaci, %

[Tepconaxx-repoi 1 800 18 AHimartiitai e
«xonba/yaap/cMepThy»

Crangaptauii Bopor | 1 200 12 JIBi KoutipHi Bapiariii uepe3 palette
swap

EnitHuii Bopor 1 600 15 Jlomani  TEOMETPUYHI  «POTH»,
OKpeMa Macka OJIHCKY

Monynb cTiHI 260 6 Tpn BapiaHTH po306uToCTi,
3aneueHud AO

Jexop (paxen, | <400 <4 Okpemuii  emissive-kaHain  y

CKpHHSI) anbda-mapi

KomipHi pileHHsT TPYHTYBajduCs Ha KOHTPACTI TEIUIO-XOJIOMHO: TpaHi CTIH
OTpUMAJ TPUIIYINICHUA TEMHUW KOPUYHEBO-UYOPHHUM TPAJIEHT 300pa)KEeHO Ha
puCyHKy 3.2, 1m0 CTBOpIO€ arMocdepy BOJIOroi MiA3EMKH, TOJl SIK 1HTEPaKTHUBHI
00’exTH (CKpHUHI1, KIF041, BOPOTH) TM1JCBIUYIOTHCS TETJIMMU aKCEHTaMH OKCHJIA MiJll Ta
tepakoroBoro mirMeHTy. ®ynkuis ColorRamp y Blender no3Bonuna 3a onHe
HATUCKaHHS IUKJIIYHO BapirOBAaTH BIATIHKM, MICJISI YOTO Marepiajl eKCIOPTYBaBCs Y
FBX paszom i3 mpukpimieanmu vertex-color, siki B Unity URP migxorurororbes

meiinepom VertexLit.
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Pucynok 3.2 — TeMHO-KOpHUYHEBH Ipadi€eHT K 3aci0 aTMochepHOi NIMOUHU

KicTkoBa aHimarlisi 3Boauiach 0 JBAALSTH II'SITMU CYIJIOOIB y Teposi Ta HE
NepeBUIIyBaJia TPUALSITH B €IITHUX BOPOriB; 1e nae 3mory SkinnedMeshRenderer-y
MOMICTUTHCS Y JIBI MaTpu4Hi KoHCTaHTHI OydepHi cropinku GPU nHaBite y WebGL-
pexumi. [{ns Boporis, siki TOTpeOyIOTh pO3Maxy pyK, J0 Kapkaca JOAAHO OKPEMH
KICTSIK-XBICT, 1[0 B peEajJbHOMY 4Yaci KOJMBAETHCS 3a JOMOMOToio Job-cucremu
Animation Rigging, oT:ke He CII0)KHBA€E CBITY KOHTEKCTY TOJIOBHOTO MOTOKY.
OTOoYeHHS MOJENIOBAIOCh MOMAYJIBHO: JIECATh YHI(PIKOBAaHUX CEKIlId CTiH, YOTHPHU
BapiaHTHU MiJJIOTH ¥ JABOPIBHEBUN HAOIp «KYTiB» YTBOPIOIOTH MANETKy, 3 sAKkoi BSP-
TeHEePaTop CKIIAJa€e KOPUAOPH.

[Ticns 3aBepmieHHs reomeTpii HactaBaB eranm UV-po3ropTku 3 >KOPCTKUM
NPIOPUTETOM «OAUH OCTPIB — OAMH KOJIp». TEKCTYpHI IIBH CBIIOMO >KEPTBYIOTHCS
3apajy YITKUX T€OMETPUYHUX TpaHel; MOoAaIbIIOro (oropeanisMy He IIaHyeTbCs,
ToMy (Pi3MYHO-KOpEKTHA 3ropTka HopMasiel He moTpibHa. Ilepen excroprom mozeni
IPOXONIATh AaBTOMAaTH4HY TmepeBipky ckpuntoMm Python-Blender, mo Busiise
HEMOTPiOHI HraroHW Ta BHYTPIIIHI TPaHi; TAKUN ayTUT €KOHOMHUTH J0 JECITH XBHIJIUH

JIIOICHKOTO Yacy Ha KOXKHIH iTepartii.
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3.5 CTBopeHHst MiHiMaJILHOTO iHTEpdeiicy Ta 3ByKOBOIo 0(popMJIeHHS

Minimamictnaanii HUD — me CHMHOHIM HIBUIKOTO CHIPUHHATTSA 1H(OpMAIii:
KOJHHUX 3alBUX €JIEMEHTIB, TIJIBKH JKUTTEBO BAKIWBI METPUKH, IO YHTAOTHCS 3
ogHoro norsigy. Y «KarakomOax» BizyanbHa MOBa IHTEpQECy CIHpPAEThCS HA Ti K
OPUHLINIMY, 110 ¥ Tpadika piBHIB: pi3Ki KyTH, BEIHMKa IUIOCKA 3ajJMBKa, 0OMEXeHa
nanitpa. s mpudtiB Bukopuctano TextMesh Pro 13 MOHOIIUPUHHOIO TapHITYPOIO
32 pt, abu BOeperTd HHU3BKOMONITOHAJIBHY CTWJIICTHKY BiJ JTHUCOHAHCY 3
aHTHajiacuHroBuM penaepom. Kommnosuris 6a3oBux Ul-enemeHTiB HaBeneHa B
Tabmuui 3.5.

Tabmuis 3.5 — Komnosuriiisa 6a3osux Ul-enemeHTiB

Enement Touxka kpimienns Canvas | OHOBJIEHHS Oco0nuBocTi
OnTHUMI3aIi1
[Tooca 3m0poB’s Top-Left, Render Mode = | koxHuU# Kaap 3miHwerbes  fillAmount
Screen Space - Overlay uieiiiepa; aHiMarop He
BUKOPHCTOBYETHCS
JliunnpHUK Bottom-Left nozist OnPickup SetText() BUKIUKa€eTHCS
apredakTiB TUTIBKH npu 3MiH1
3HAUCHHSI
KonTexctuuit Center To/Iist Canvas Group 13 anbpa-
niaka3Huk E OnTriggerEnter beitnom; BUMKHEHMH
RaycastTarget
Bubip 36poi Bottom-Right pu crnot-npedadu
OnWeaponChange | mpaiftoroTh yepes
ObjectPool
CrnnuBatoue World-Space Canvas, | 0,75 c micns xita DOTween pyxae TekcT
IMOB1JOMIICHHS MPUB’SI3aHUN 10 KICTKH mo Y, micagd  dYoro
TITKOJTH BOpora MIOBEPTAE B ITYI

Unity-pekomenaaiis «po3ousaru Canvas» nmociiioBHO 3actocoBaHa: Overlay-
map (HUD) Bimokpemneno Bin World-Space Canvas (rmon-anu mkoau) — e 3HUKYE
Bukiuku dirty-Bepctku Ta ekoHoMuTh CPU Big 12 % 10 19 % Ha TecToBUX ClieHax.
o6 ynuknyTH 3aiiBux Graphic Raycaster-iB, yci HEIHTEpaKTUBHI €JIEMEHTH MalOTh
BUMKHEHUH mpanopenb Raycast Target unity.com.

Ha mo6inpHOMY 1 WebGL-11i5151X TOJOBHUM BOPOTOM MPOTYKTUBHOCTI CTAIOTh
Layout Group-u, 1o mnepepaxoBylOTh T€OMETPII0 MpU KOKHOMY 3MiHax. CHHCOK

MpenMeTiB pealizoBaHo 0e3 HuX: cior-npedad miarsaryetscsi 3 Object Pool-y,


https://unity.com/how-to/unity-ui-optimization-tips?utm_source=chatgpt.com
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KPIMUTKCSA 10 1HJEKCOBI, a MO3UIlisl po3paxoByeThes uepes ¢popmyrny anchoredPosition
= BASE +1 * STEP. V¥ pesyasrari HUD tpumae 0,05 mc na Ul yacTuHy kaapy npoTu
0,38 mc y BapianTi 3 Vertical Layout Group.

3BykoBa clleHa MOOy/lIOBaHAa «BEPTUKAIBHUM peMikcom» (Tabm. 3.6).
CranmaptHoro Unity Audio (0e3 3oBHimHbOro middleware) gocratHpo, ajge MakeT
TPEKiB CIIPOEKTOBAHO Tak, MI00 3a moTpedu mir Oytu mepenecenuir y FMOD a6o
Wwise 3a 0JJUH CIIPUHT.

Taomuus 3.6 — Jloriuni kananu Audio Mixer-a

Kanan Bwmict KirouoBuit napametp | Tum ducking
RTPC
Music Loop | 6a3oBwuii pon y minopi | Intensity (0—1) Duck mo —6 nb npu SFX-
miKkax
Ambience Kparuti, BiTep, mia3emHi | ReverbSend Duck no —3 nb npu romoci
€x0 NPC
SFX yaapw, BIIKPHUTTS | — Master duck Music
CKpUHb
Ul KJIAI[aHHS, MKTOTPaMu | — be3 duck-y, ¢dikcoBano -2
nb
Voice peaxiii mepcoHaxa LipSync Duck ycix inmmx no —10 n1b
(omiitHO)

[IpakTryHi peB’r0 1HAI-TPEHAIB MOKa3ylOTh, O s KoMaHg <5 ocio FMOD
BUTIIHIMK 3a Wwise uepe3 Oe3lUIaTHUM CTapToBHMM Tapud 1 MpocCTimie
HajamTyBaHHs npodaiinep. Tox y 6eti moctarubo pigHoi Unity-cucteMu, a mepexif
Ha FMOD He norpeOyBarume mnepeOyl0BH IIMHH, IOCTaTHRO €KCIOPTYBATH KJIACH

PlayClip() Ta SetRTPC() y Bnacumii wrapper-intepdeic.

3.6 Ouinka pe3yJbTaTiB Ta peKOMEHIAIII 11010 BAOCKOHAJIEHHS

Ha 3aBepianbHOMY eTarii IPOEKTY MPOBEIEHO KOMIUIEKCHY OLIIHKY PE3YJ/IbTaTiB,
OTPUMAaHUX M1J] Yac TECTyBaHHs Ta onTuMizaiii. OCHOBHUMHU KPUTEPISIMU BUCTYTHIIN
cTabinpHICTh YacToTu KajapiB (FPS), wac xomonunoro crapry (Launch Time), o6csr
nam’sati (Memory Usage), mocBig kopuctyBada (User Experience) 1 SKiCTh

nporeaypHoi redepaiiii 1ad6ipuaTiB (Dungeon Quality).
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s TIK-Bepcii, 3anyiienoi Ha koHdirypaii Intel 15-8400 (6 sinep), 8 I'b O3I1
ta GeForce GTX 1050 Ti (4 I'b VRAM), pesynbratu cepeiHi MO TUIOBUX PIBHAX
Tabmmi 3.7.

Tabmuus 3.7 — Iokaznuku nponykruBHocTi [TIK-Bepcii

IToxazHuk Be3s omrrumizarii [Ticnsa orrrumiszari IlinpoBe
3HAYCHHS
Cepenniii FPS y tunosiii kimHati | 42 158 > 60
Maxkcumanbai Draw Call 450 65 <100
3arasbHa KiIbKiCTh TpUKYTHUKIB | 120 000 60 000 <80 000
Yac 3aBanTaxkeHHs cienu (Scene | 3,8 ¢ 1,2 ¢ <I1,5¢c
Load)
O6csir  VRAM  (npu6n., Static | 1 450 Mb 800 Mb <1Tb
Scenes)

[Ticnst peanizarii onucaHuX ONTUMIZAIIMHUX 3axo/iB cepenHiii FPS 3pic i3 42
70 158 mpu TuX camMuX HaJlAIITYBAaHHSIX, [0 3HAYHO TMEPEBUIILYE IIJIbOBE 3HAYCHHS.
3uamxenHa Draw Call 13 450 no 65 no3Bonuiio yHUKHYTH niepeBanTaxkeHHss GPU nHa
noyaTkoBiil ¢asi peHaepy. Yac 3aBaHTaxeHHs ClieHU 3HM3UBCA 3 3,8 ¢ 10 1,2 ¢, 10
TaKOXK 3HAXOJUTHCA y Mexkax 1 < 1,5 c.

s WebGL-Bepcii, mporectoBanoi Ha Opay3epi Chrome v123 (Windows 10) 3
niaKIrodeHAasM 25 Moit/c (tabm. 3.8).

Tabmuis 3.8 — [Mokasnuku npoayktuBHocti WebGL-Bepcii

[Toka3HuK be3 ontumizaii | [Ticng ontumizanii | [linboBe 3HaUeHHS
Cepenniii FPS 15 120 >30

UYac xomoxuoro crapty (Cold Start) | 40 ¢ 11c <I15c

[Tam’saTh y 6pay3epi (Heap Size) 320 Mb 105 Mb <200 Mb

GPU Time (Single Frame) 22 Mc 8 Mc <16 mc

Uac 3aBaHTa)KEHHS ayJIio 32¢c 1,1c <2c¢

Big migkopenns mini 3 WebGL-Bepci€ro criepiny BiIMOBIIIHCS Ye€pe3 CKIIaIHICTh
anapecarii AssetBundles, omnak 13 BBemeHnsm cuctemu Addressables Ta
mU(GPYBaHHIM «TrapA40i» YaCTHMHM CEWBY BAajocs HOcArTH crabinpHux 120 FPS 'y
MKOBI MOMEHTH, [0 3HAYHO MEPEBUIILYE OYATKOBY METY, 1 CKOPOTUTHU XOJIOJHUM CTAPT
1o 11 cexyna. Onrtumisaliis pecypciB I03BOJIMIIA 3HU3UTH OOCAT mam’sTi y Opaysepi
no 105 Mb, mo € nmpuiHATHUM a8 Cy4aCHUX HPHUCTPOIB HaBITh 13 CEPEIHbOI

MPOAYKTUBHOCTI. J[0MaTKOBO, BUKOPUCTAHHS TEKCTypHHX atiaciB (texture atlases)
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7o 3MOTy 00 €HATH BEIMKY KUIBKICTh APIOHUX MarepialliB y KUIbKa CHIJIBHUX
TEKCTYp, 1110 3HAYHO 3MEHIIIIO KiIbKICTh draw call-iB Ta HaBaHTaxkeHHs Ha GPU min
Yac PEHICPUHTY CIICHH. 3aBISKH IIhbOMY OyJ0 3HIDKEHO HE JIWIE Bary OuImy, a i
MOKPAIIIEHO Bi3yaJlbHy OJHOPIAHICTH 1HTEep(dEicy Ta OTOYEHHS B IrpOBOMY MPOCTOPI,
mo ocobnuBo BaxuBo anss HTMLS5/WebGL-BapianTi, 1e mpomyckHa 31aTHICTD 1
pecypcu 0OMEsKeH.

[Ticyist 3aBepiieHHs TUKITY QYHKITIOHATBHUX TECTIB YC1 BUSBIICHI 1e(DEKTH PIBHS
CKPUTHYHUN» Ta «BUCOKHUI OYyJI0 YCHINIHO yCyHYTO. Pe3ymbrarom crano:

— BIJICYTHICTh CIIEHapiiB, KOJM TpaBellb «3acTpsAraB» y Kojiaiaepl Mpu
TIepEeMIIICHHI;

— KOpPEKTHa TIOBEIiHKA BOPOTIB Yy BY3BKHX KOPHUAOpaX; BHUKIIOYCHHS
«31CKOB3YBaHHS» KPi3b MMEPELIKO/IH;

— CIpHUH pO3paxyHOK IIKOAM U OHOBJIEHHA BJIACTUBOCTEH 370pOB’S Ta
MOKa3HUKIB JIOCBIAY;

— cralinpHe 30epekeHHS Ta 3aBaHTaXEHHS Mporpecy 0e3 BTpaTu JaHuX.

[Ticnst 3aBepiieHHS OCTAaTOYHOTO HUKIY mepeBipok y PlayMode-tecrax He
3JTMIITUIIOCS KOAHOTO HEBUIIPABJICHOTO Ne(DEKTY, IKUi OM MPU3BOAMB JI0 aBapiitHOTO
3aBepIieHHs mporpaMu. lle cBiAUMThH Mpo CTAOLIBHICTH 1 HAAIMHICTH peai3oBaHuX
IPOBUX MEXAaHIK, & TaKOX MIATBEP/UKY€E iX BIAMOBIAHICTH MOYATKOBHM TEXHIYHUM
BUMOTaM Ta O4iKyBaHHSIM KOpHCTyBadiB. [IpoBeeHe TecTyBaHHS 03BOJISiE€ BIIEBHEHO
CTBEpIKyBaTH, 1110 0a30Ba JIOTIKA I'pU (PYHKIIOHYE KOPEKTHO, a BUSBIICHI paHIIIE
MOMIJIKK OyJTM YCHIIITHO YCYHYTI B MpoIeci po3poOku. TakuM 4MHOM, MPOEKT TOCST
HEOOX1THOTO PIBHS SIKOCTI JJIA MEpPEeXoay IO HACTYIHOTO €Tamy — pPO3IMIHUPEHOTO
TEeCTYBaHHs, ONTUMI3aIlli a00 pemi3y.

[lepue koo UX-TecTyBaHHS BUSBHIIO HU3KY HENOJIKIB Y YMTA0EIbHOCTI Ta
CIpsIMYBaJIO Ha ONTHUMI3alli0 MIPU(PTOBUX €eMEHTIB. [[pyre Koio miaTBepaAnsIo, Io:

— 85 % rpaBIiiB micisi KOPUTyBaHHS po3Mipy WPUGTY MiaKka30k «E» BuKkoHanu
3aB/laHHs 0€3 3aBMUPAHHS;

— 30UIbIIEHO MBHUAKICTH opieHTamii Ha 20 % 3aBAsKu 3MiHI KOJIPHUX

koHTtpactiB y HUD;
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— OUIBIIICTh YYaCHHUKIB MO3UTHBHO OIIHWIA MIHIMAJICTUYHUNA CTHIb low-
poly Ta Bka3aiu, 1110 BiH HE BIIBOJIIKA€E BiJl OCHOBHOTO IEHMILIEIO.

JUis  moAasiblIoro  yIOCKOHANEHHS KOPUCTYBAIIbKOTO JOCBIAY JAOIIIBHO
npoBectd A/B TecTyBaHHS, y MeXKax SIKOTO OJHa Tpyla rpaBlliB B3a€EMOAISTUME 3
6a3oBoro Bepcieto rpu, ne HUD (iaTepdeiic kopucTyBada) Mae CTaHIApTHUN YOPHUN
¢doH, a iHIIa TpyTa — 3 aTLTEPHATUBHOIO BEpCi€ro, y sikiit hon HUD BukoHaHO B TEMHO-
CUHBbOMY KOJIbOpi. Takuii miaxi J03BOIUTH 310paTu 00’ €KTUBHI JIaHl PO CIPUHHATTS
iHTep(delicy B pi3HUX Bi3yalbHUX Bapiallisx.

AHani3 pe3ynapTariB TECTYBaHHA, 30KpEMa METPUK 3aTy4deHOCTI, CepeaHbOi
TPUBAJIOCTI ITPOBOI cecii, piBHS BTOMH O4Y€il (32 ONMUTYBAHHSIMHU YU HEMPSIMHUMHU
O3HaKaMHM), & TAKOXK Cy0 €KTHBHMX BIATYKIB KOPUCTYBayiB, JaCTh 3MOT'Y BHU3HAUYHUTH,
sxuit Bapiant oopmiiennss HUD e 6inbin 3pydyHuM, MpuBaOIMBUM Ta €PEKTUBHUM Y
JOBroTpuBamiii B3aeMosnii. OTpUMaHI CTAaTUCTUYHO 3HAUYIll pEe3yJIbTaTH CTaHYThb
OCHOBOIO I TPUHHATTA OOTPYHTOBAaHOTO PIMICHHS MIOAO OCTAaTOYHOTO AHM3AiHY
iHTepdeicy Tpu, OpIEHTOBAHOTO Ha KOMQOPT 1 3aJ0BOJEHHS KOPHUCTyBaya.
ABTOMaTH30BaH1 CKPUNTH BUSBWIH, 110 cepen creHepoBanux 10 000 nabipuHTIB 13 20
KIMHAT cepefHsl IMTMOMHA aKTUBHO KoJIMBajacs Big 8 mo 12, 1m1o Jiexalo B Mexax
OYIKyBaHUX 3Ha4€Hb. [[pOIEHT BUIAKIB «KMEPTBHUX 30H» (Mail’ke 3aMKHYTUX paliOHIB
0e3 BuxoaiB) csaruyB auiie 0,2 %. Pemry cutyatiii Oy/o yCyHYTO HUISIXOM JOJaBaHHS
Joriku «trimy micst BSP.

VYV xomi UX-TecTyBaHHS, MPOBEICHOTO 13 3allydeHHSM J0OpPOBOJIBIIIB, OYI0
BUSIBJICHO, II0 KOPHCTYyBauaM 3HAYHO JIETIIE OPIEHTYBATHCS Y MPOCTOPl TPH, KOJIU
apxIiTeKTypa piBHA Ma€ OLIbII CUMETPUYHY Ta JIOTIYHO CTPYKTYpOBaHY pO30MBKY
KIMHAT.

Boanouac y 15 % TecToBUX ceciil TpaBIli Bii3HAYATU TPYIAHOI 3 BUSBICHHIM
BUXOMy 3 KiMHaTH a00 BU3HAUEHHSM HampsMy pyxy. OCHOBHOIO MPHYMHOKO IIHOTO
BUSIBUJIACS HECTaya Bi3yallbHUX OPIEHTHUPIB, TAKUX SIK JDKEpesa CBITJIa, OCOOIHUBO Y
BENUKHX a00 cKiIaHo chopmMoBaHUX pUMIiTIeHHIX. Hanpukian, BiZICYyTHICTD (akeiB
ab0 1HIIMX CBITJIOBUX MAapKepiB Ha CTPATEriyHO BAXKIMBHUX JUISIHKaX 3HA4YHO

3HIKYBaJla IHTYiTUBHY 3pO3yMUIICTh IPOCTOPY.
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SKI1110 B3STH 10 yBaru arperoBaHi MOKa3HUKU SKOCT1 (KIJIbKICTh «KMEPTBUX 30HY,
OJTHAKOBUH cepeAHiil yac MPOXOMKEHHSI KOPUIOPY, OILIIHKA 3PYYHOCTI MPOXOIKEHHS
71a0ipuHTY), MOXKHA C(HOPMYITIOBATH TaKl KIIOYOB1 BUCHOBKHU:

—  npubau3Ho 98 % 3reHepoBaHUX Ja0IpPUHTIB € TPOXITHUMU O€3 HEOOX1THOCTI
PYYHOTO JI0OTIPAIIOBAHHS;

— OalaHC MK «KJIIEHTCBKHM» 1 «CEpBEpHUM)» CEKTOpaMu JabipuHTY B
mogneneit Ad-hoc nmoku mo ontumansHui npu criBBigHomeHH] KiMHAT 30:70 (30 %
OunpIMX pocTopiB, 70 % By3bKUX KOPUIOPIB);

— HEBEJMKI JIOMOBHEHHS Y BUIVISI BUMAJAKOBHX BHUOYXiB YOPHOTO UMY UM
KUIBKOX PO30UTHX (haKelliB 3HAYHO MIJABUIIYIOTh BIIUYTTS PEAJbHOCTI, HE CYTTEBO
301JIBIIIYIOYM HABAHTAKCHHS.

Ha ocHoBI npoBefieHOTO TecTyBaHHS M aHali3y OTPUMAHUX PE3yJbTaTiB Ipyna
PO3pOOHUKIB Ta TECTYBAJIBHUKIB C(hOpMyBajia HU3KY PEKOMEH AL, SIKI MOXKYTh CTaTH
OCHOBOIO ISl TIOJAJIBIIOIO PO3BUTKY HPOTOTUIy a00 MacmTaOyBaHHS y OUIbIIWEI
IPOEKT:

— TMOCTYNOBHH mepexia 10 mynbsrurieepy. Bukopucranns Unity Netcode for
GameObjects (NGO) mo3BonuTh qoaaTi 6a30B1 QyHKIIIT KOOTIEPATUBHOTO PEXUMY (10
4 TpaBIliB), 110 3HAYHO MIJBUIIUTH peirpadeiabHICTh. [ 11bOro HeoOX1IHO Moa0aTH
PO CHUHXPOHI3AII0 CTaHy Ja0IpUHTY Ta MO3UIIIM TpaBIlliB, a TAKOXK MependaynuTh
MeXaHi3M 30epeXeHHs y CIijIbHOMY (hopMaTi;

— SAKIIO KUIBKICTh OJIHOYACHO MPHUCYTHIX BOPOTIB y CLEHI 301IbIIUTHCS
(mpukIan: MacoBi OUTBM), Ao1IbHO Aoaaty yetBeptuid LOD (LOD3) 13 Hag3Bu4aitHO
CIIPOIIEHOI0 TeoMeTpiero e st ¢popMm Ta cuiayetiB. HaBite 150 BoporiB y kaapi
crangaptHoi low-poly cuenn 3 LOD3 tpumatumyTth crabuibuuii FPS;

— po3aunTu BenuKi rpynu 00’ ekTiB (Tpydi BSP-npedadbu, Boporu, nexop) Ha
okpeMi rpynu Addressables, 1110 103BOJUTH 3a MOTPeOU OHOBIIOBATU JIUIIE YACTHHY
KOHTEHTY 0e3 TepecKiIaJaHHs BChOTO MPOEKTY;

— morubJIeHU aHam3 HOUHN TA01PUHTY;
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— JI0JaTH BTOPUHHUU eTamn MepeBIPKU, 10 BPAXOBYE HE JIMILE BIJICTaHb, a U
«CHTPOMII0» MNUIAXY — HaNpHUKIaA, KUIbKICTh MOBOPOTIB. Lle A03BONUTH YHUKHYTU
JIOBTUX MPSIMUX KOPUIOPIB, K1 HE MPUHOCATH CKIIAJHOCTI;

— 3ampoBaJUTH TEXHIKY «canvas culling», 1m0 103BOJIsAE€ BiIKIIOYATH
HEnoTpiOHI eneMeHTH 1HTepdeicy, KOIM BOHM 3HAXOISATHCS T03a Kameporo
(HampuKIaa, pop-up IIKOAM BOpOra Io3a 30HOK0 BHIMMOCTI), 3aMiCTh TOTO I100
3aJIMIIATH X aKTUBHUMU;

—  BOPOBAHKCHHS (PYHKIIIT BigkianeHoro 30iry crieHapiiB (Deferred Shading);

— HaBiTh y low-poly crena moxke Burparu Bij BuxopuctanHs Deferred
Shading, sK110 KUIBKICTh MaJICHBKUX JKEpen cBiTia 3pocte. s 11poro HeoOXiIHO
3HU3UTHU KUIBKICTh TEKCTYp, MEPEHECTH YAaCTUHY BX1JHOro ocBiTieHHs y GBuffer ta
3aJIMIIUTH JIWIIE HAaWO1IBII 3HAYYIII JKEpeia cBitia B pexkumi Forward,

— mepeBipuTH yce, mo 3amydeHo yepe3 NuGet, 30kpema Newtonsoft.Json,
Zenject, DOTween [7], Ha peAMET OHOBJIEHB, K1 MOXYTh JaTH JOJATKOBUHN MPUPICT
MPOAYKTUBHOCTI 00 CTaO1IHHOCTI;

— 3BaXAIOUM HA pe3yJbTaTH aHKeT, OyJo O KOPHCHO JIOAaTU OIIIII0
macimtabyBanus HUD, a takox pexum «color-blind friendly» ans tux, xto mae
poOJIeMH 3 pO3MiI3HABAHHAM KOJIbOPY;

—  MOHITOPUHT MOBEIIHKU KOPUCTYBayiB y MPOJAKIICHI;

—  BHUKOPHUCTaHHS JIETKuX TeneMeTpiinux 3anutiB (Google Analytics for Unity
abo BJIACHUI MIKPOCEPBIC) JI03BOJIUTh B1JICJIIKOBYBaTH JTUHAMIKY
BMUKaHHS/BUMHUKAHHSI 30€pEKEHHS, CEepeHId uac, MPOBEACHUN y Tpi, HANHOULIBII

B1JIBi{yBaH1 KIMHATH, HAWO1JIBIII YaCTI BYy3JIM «CTarHalii» rpaBIliB.
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BUCHOBKH

VY xoni BukoHaHHs KBauiikariitHoi po6otu «Po3poOka rpu «KarakomOu» y
HU3BKOIOMITOHANIbHIM Tpadimi 3 BukopucTtaHHsM Unity» Oylno TOCTaBICHO METY
CTBOPUTH TPOCTUH, ayie BOAHOYAC MIicHUH mpototun 3D-rpu i3 enemeHTaMu
MPOIIEAypHOI TeHeparii piBHIB, 0a30BOI0 OOMOBOIO MEXaHIKOI, MiHIMaJIbHUM
KOPHUCTYBAI[bKUM 1HTEp(PEHCcOM 1 CTIHKOI0 CHCTEMOI0 30epekeHHs. JJisi JoCATHEHHS
i€l Metu Oynu TMOCTIOBHO BUIIIEH! HU3Ka 3aBJaHb: BU3HAYECHI Ta OOIPyHTOBaHI
TeopeTuyH1 3acaau low-poly nuzaitHy i moxnuBocTi pyuris Unity, CIIpOEKTOBaHO
apxITeKTypy TpH, po3pobieHo 0a3oBi low-poly monemi Ta redmruieiiHi MeXaHIKH,
peanizoBaHO (PYHKIIIOHAJIbHI KOMIIOHEHTH I1HTEp(EiCy, 3ByKOBOrO O(QOpPMIICHHS Ta
cucTeMy 30epeKeHHs, a TaKOXK MPOBEICHO KOMIUIEKCHE TECTYBaHHS M ONTHMI3allilo
IPOAYKTUBHOCTI.

Ha erani BuOopy TeopeTuuHoi 6a3u Oyino BUSABIECHO, 110 CTHIb low-poly Mae He
JMILIE TEXHIUHI NepeBaru y BUIVIAL 3HMKEeHHs HaBaHTakeHHs Ha GPU i1 ckopouyeHHs
yacy CTBOPEHHS MOJEJ, a i €CTETUYHI NepeBaru — YITKICTh CHUIIYETY, YHIKAJIbHICTb
Bi3yallbHOI MOBHU Ta 3pO3yMUIICTh [JIsi KOPUCTyBaya. AHali3 aHAJOTIYHUX 1HJI-
npoekTiB, Takux gk «Delver» 1 «Unturned», 3acBigumB, 1mo peanizaiis low-poly
NIAXONY Y MOEIHAHHI 3 MPOLEAYPHOIO T€HEpall€l0 PIBHIB JO3BOJIAE YTPUMYBATH
IHTEpEC TpaBIlsi MPOTITOM TPHUBAIOrO 4Yacy 0e3 HEOOXITHOCTI CTBOPIOBATH BEJIUKY
KUIBKICTh PYYHHMX JIOKaliid. 30Kpema, Oyl0 BCTAHOBJICHO, IO JJIS JOCSTHEHHS
sarmmaHoBanux 60 FPS Ha cepemnix cucTtemMax JIOCTaTHBO JIOTPUMYBATHCS
pPEKOMEH Al 1010 OOMEKEHOTO 3armacy noJiroHiB (Makcumym 1 800 TpUKYTHHKIB
1u1st rosioBHOTO repost Ta 1 200-1 600 asist BOporiB) Ta BUKOPUCTOBYBATH aTiIaCyBaHHS
TeKCTyp 13 po3mipom 1 024x1 024 px.

VY nporect n0caiKEHHs] BCTAHOBIIEHO, 10 CTHIIb low-poly 3abe3neuye He Juie
3HIKEHHs HaBaHTaxxeHHs: Ha GPU, a i cTBOpIO€ HiTKy Bi3yaJIbHYy MOBY, IO TiIXOAUTh
JUTSL 1HAI-ITOp 1 OCBITHIX TpoToTUIiB. byno cpopmoBaHo Habip TEXHIYHUX BUMOT J0
MojieNiel: OOMEXKEHHS KIJIBKOCTI TPUKYTHUKIB, BUKOPHUCTAHHS TEKCTYp-aTiacy

(1024x1024 px), split-edge nnst akientyBanHs ¢gopm, xopctke UV-posropranHs Ta



50

3ammikanHs Ambient Occlusion. e 103BoMI0 30€perTy YHIKaaIbHUM CHUITYeT KOXKHOTO
00’€ekTa npu 30epeKeHH1 ONTUMAJIBHOT MMPOTYKTUBHOCTI.

Unity BusiBuBCS €()EKTUBHUM pPIIIEHHSM [UIsi CTBOPEHHS MPOTOTHUIIIB 13
HEBEJIMKAMH pecypcaMi. MOro MOMIMBOCTI IIOZO KOMIIOHEHTHOI apXiTeKTypH,
cepiam3ariii, yrpasiiHHS pecypcamu yepe3 Addressables Ta BUKOpUCTaHHS MIAOIOHY
«Data + Behaviour» na 06a3i ScriptableObject 3abe3neumiv THYYKICTb,
pPO3IIMPIOBAHICTh 1 YMTAOCNBHICTh KOAY. I[HTerpaiis CcuUCTEeMH aHiMallii depe3
Animation Rigging Ta TreHepamii ocBiTieHHs uepe3 Lightmap Baking
MPOJAEMOHCTPYBAIHN MIPAKTUYHY MPUIATHICTH PYIIis 715 pearizaiii low-poly mpoekTis.

ApxiTekTypa rpu Oyna moOyqoBaHa Ha MPUHIHUIAX MOAYJIbHOCTI. OCHOBHI
cuctemu — renepatop piBHiB (BSP + Cellular Automata), 6oiioBa cuctema, ITYYHUM
1HTEJIEKT BOpoOriB, iHBeHTap, Ul — Oynu peanizoBaHi ik OKpeMi KOMIIOHEHTHU 3 YITKUM
noJIoM BignoBiganbHOcTe. Ceplanizalis AaHUX peali3oBaHa 3 BUKOPUCTAHHSAM
JSON i3 0azoBum mmudpyBanHsaM. lle cTBOpmiIO OCHOBY [isi MaciiTaOyBaHHS,
po3MpeHHs GYHKI[IOHATY ¥ TOBTOPHOTO BUKOPUCTAHHS KOTY.

Byno ctBOpeHo Habip low-poly wmomenedt 13 AOTpUMAHHSAM NPUHIUIIIB
orntumizamii. Mogemi LODO wmictumu o 2 000 TpUKYTHHKIB, BUKOPUCTOBYBAJIU
€IMHHUIN TEKCTyp-ariac 1 MPOCTy CKEJIETHY aHIMaliio (10 25 KICTOK Ha MEepCOoHaXka).
3aBasKM OOMEKEHHIO KIJIBKOCTI MarepialiiB 1 CTaHAapTiB 10(QOpMiIeHHS (HAPUKIIA/,
enuanii AO bake) Bmamocsi mocartu OanmaHC MK Bi3yaJIbHOIO YHIKaJbHICTIO Ta
MPOAYKTUBHICTIO.

byno nposeneno Edit Mode Ta PlayMode Tectu, ki oXorumoBajau OCHOBHI
irpoBi creHapii (pyx, O1if, 30ip mpenmeriB). UX-TecTyBaHHS 3 BOJIOHTEPAMHU
JIO3BOJIMJIO BHUSIBUTH TPOOJIEMH 3 BI3yaJIbHOIO HaBiraii€ro, siki Oyiau BHUpIIIEHI
JOJITaBaHHAM CBITJIIOBHX oOpieHTHpiB. OnTUMIi3aiis TeHeparopa piBHIB 3HHU3WJIA
WMOBIPHICTh HEKOpEeKTHUX KoHQirypamiii nmo 0,2%. IIponykTuBHICTH Oys0
MIITBEP/KEHO Ha cUcTeMax 13 BOynoBaHoto rpadikoro (Intel UHD), a Takox y WebGL-
Opay3epHiii 30ipiii, M0 IEMOHCTPYE MMPOKI MOKIMBOCTI MacIITaOyBaHHS.

VY Mexax peanizailii irpoBoi MeXaHIKH OyJ0 CTBOPEHO MOBHOLIIHHY CHUCTEMY

KEepYBaHHS TEpcoHaxeM, 1o 0a3yerbest Ha kommoHeHTI KinematicBodyController 13
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BUKOPUCTAHHSAM TMPOTHO3yBaHHSA Kodi3ik uepe3 Meroa Physics.SphereCast. ILle
3a0e3neunsio CTablIbHICTh PyXy Ta YHUKHEHHS TOMUIIOK THUITY <«3ajJUIMaHHSI» B
00’extax. boiioBa cuctema QpyHKIII0HY€ yepe3 BUKOpUCTaHHA TpurepHux 30H (hitbox),
SK1 aKTUBYIOTBCSI Y BIJITIOBIIHI MOMEHTH aHIMallii, a 0OYMCIICHHS KOOI NEPEIAEThCS
CTpyKTypoBaHO uepe3 komnoHeHT EnemyHealth 3a nomomororo 06’ekra DamageData.
tyynuil iHTENIEKT BOPOTiIB peaizoBaHO 3 BUKOpucTaHHSAIM NavMesh Agent, 1o
N03BOJISIE €PEKTUBHO TIEPECYBATUCA DPIBHAMM, a TMEPEBIPKM HAa BUJIUMICTH TPaBIIs
3M1ACHIOIOTRCA Yepe3 Raycast. [IporieaypHa rerepaiiist piBHIB MOETHYE JBA T1IXOIN —
MOJILTT IPOCTOPY 3a Jonomororo Binary Space Partitioning st cTBOpeHHSI KIMHAT 1
Cellular Automata 151 yTBOpEHHSI IPUPOHUX KOPUAOPIB — IIO JO3BOJIAE JOCSTTH
OanaHCy MDK BaplaTUBHICTIO CTPYKTYpPH Ta KOHTPOJEM HaJ JIOTIKOK MPOXOJKEHHS.
MinimanicTuaHu# iHTEpPEiic MICTUTH yC1 HE0OX1/IHI €IEMEHTH J1Jisi 6a30BO1 B3aeMO/IIi
rpaBUs 3 TPOIO: IHIUKATOP 3M0POB’sl, MIAKA3KU i, JIYUIBHUK apTedakTiB 1
B1JI0OpaKeHHs1 aKTUBHOI 30p0i, BUKOHaHU 3a gonomorot TextMeshPro ta Canvas-
rpyn i3 (oKycoM Ha NPOAYKTHBHICTh. 3BYKOBE OQOpPMIICHHS MOOyJ0BaHE Ha
neHTpanbHoMy aktopi AudioCore, sSIKMil Kepye MY3UKOIO, aMOIEHTHUMH 3BYKaMmH,
edexkramMu Ta 3Bykamu iHTepdeiicy. [ 3MeHIIeHHs HaBaHTaKEHHS Ha IPOIIECOP
uudpoBoi 06podku curHaiiB (DSP) Oyno peanizoBaHO CHUIBHE JKEpPENO 3BYyKY Ha
KIMHATy, 3aMICTh 1HAMBIAyadbHUX AudioSource s KOXXKHOTO BOpoOra, 3 IJIaBHUMHU
nepexogaMu Mk Tpekamu 3a gornomororo AudioLowPassFilter.

3aranoM KBami(piKaLIMHUI MPOEKT HOCAT CBOEI TOJOBHOI METH CTBOPEHO
poOounii mportotun 3D-rpu y low-poly crwimi, sikuéi MICTHTH yci mependOadeHi
KOMITOHEHTHU — TIPOLIEYPHY T€HEPAIIit0 PIBHIB, KOHTAKTHHI O1i, IHTETPOBAHY CUCTEMY
30epekeHHs 3 MU(pyBaHHSAM, MPOCTHH 1HTEepdeiic 1 6a30Be 3ByKOBE O(POPMIICHHS.
AHaJi3 OTpUMaHKX PE3yJIBTATIB 3aCB1IUMB, 10 HABITh 32 OOMEKEHUX PECYPCIB MOXKHA
peamizyBatu sikicHy 3D-rpy, sika mpaimtoe craduibHo sk Ha IIK 13 BOymoBaHoO
rpadikoro, Tak 1 B Opay3epi. KomOinaiiss HacTtaHoB 3 Teopii low-poly nu3aiiny,
MoxkuBocTel pyurist Unity Ta CyBOpHUX METOIMK TECTYBAaHHS i ONTUMI3allii JO3BOJIMIIA
JOCSTTH 30aJJaHCOBAHOTO PILIEHHS, 1[0 JEMOHCTPYE OCBITHIO I[IHHICTb 1 CIPSIMOBAHO

Ha NOAAJBIINN PO3BUTOK.
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VY BHUCHOBKY CJIiJI 3a3HAYUTH, 1110 peajizailis JOMOBHIOE TEOPETUUHUIN Oa3uc 13
HU3BKOTIOJIITOHANBHOT Tpadiku Ta MPOIEAYypHOi reHepallii JIabipuHTIB, IOKa3ye
MPaKTUIHUHN MPUKII]] TOOYITOBH HABYAIHHOTO MTPOEKTY 3 MIHIMAILHUMH PECYPCaMHU U
MOJKE CIyTyBaTH 3pa3KoM [JIsl BUKIAQJAaHHA CTyAeHTaM. Po3poOneHuil mpoToTHIl
«KarakomOu» Ma€ TOTEHIan I TOMAJBIIOr0 MacmTaOyBaHHS: JOJaBaHHS
0araToKOpUCTYBAI[bKOTO PEXKUMY, PO3LIMPEHHS Ha00Opy BOPOTIB 1 MpEIMETIB,
1HTerpallisi CHCTeMH KBECTIB 1 OKpaiieHHs ayaio yepe3 middleware (FMOD, Wwise).
[IpoTe OCHOBHI apXiTeKTYpHI pIIICHHS Ta MiAXOIW, BUKJIAJACH] y POOOTi, TO3BOJSIOTH
OyJb-KOJM BIPOBAJAUTU II 3MIHM 3 MIHIMAJbHUMHU 3YyCHJUIAMH, 30€pITIIH BXKE
pOo3po0IIeH] MOAYII Ta METOUKH. TakuM criocoboM kBamidikaiiiiHa podoTa cTBOpUiia
HE JIMIIE 3aBEPIICHUA TPOTOTHUII, a ¥ TarGopMy sl MOMATBIIOTO PO3BUTKY 1

[IMOIIIOTO 3aHYPEHHSI Y CBIT po3po0ku low-poly irop Ha Unity.
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