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AHOTALIA

Y naHiii poOOTI MpoaHaNI30BaHO MOXKJIMBOCTI Ta I1HCTPYMEHTapid JIBOX
MOTY)XHUX TIporpamMHux cepenosuil — Unity Ta Blender — mms cTBOpeHHs irpoBuX
3acTOCYHKIB. OCHOBHI HampsIMKH JOCJTIIPKCHHS — MOJICTIOBaHHS Ta aHIMallis B
Blender, a Takox iHTerpailisi CTBOpeHOro KOHTeHTy B Unity JIJIsl MOJAIbIIOL pO3pOOKH
rpu. TakoX yCIIITHO peaizoBaHo MpoToTun 3D rpu, sKuil BKIIFOYa€ TaKi KOMITOHEHTH
SK: aHIMOBaHI Ta TEKCTypOBaHI MOJEJi; KOHTPOJEPH aHIMAIlii; CUCTEMY BBEICHHSI
KOPUCTYBAI[bKMUX KOMaH/I; IHTCPAKTUBHI €JIEMEHTH.

Pe3ynbrati HOCHIIKEHHSI CBiUaTh, 110 KoMOiHaIlis MoxiauBocte Blender 1
Unity € eQexkTuBHUM TIiAXOAOM g CTBOopeHHs 3D irpoBHX 3aCTOCYHKIB.
PekomeHnyeTbcss MNOMIMOJNIEHE BUBYEHHS MOXJIMBOCTEM 000X  1HCTPYMEHTIB,
PO3UIUPEHHS MPOTOTHUITY JOJJaBaHHIM HOBUX ITPOBUX MEXaHIK, a TAKOXX ONTHUMI3aIlis
MPOAYKTUBHOCTI TPU JJI PI3HUX IIIATPOPM.

Kirouosi cnosa: Unity, Blender, 3D monentoBaHHs, aHiMallis, IrpoOBUN PYIIIi,

IHTEpPaKTUBHI €JIEMEHTH, IPOTOTHUII TPH.



ABSTRACT

The possibilities and tools of two powerful software for creating game
applications — Unity and Blender — are analyzed in this work. The main areas of study
are modeling and animation in Blender and integration of created content in Unity for
further game development. A 3D game prototype was also successfully implemented,
which includes such components as: animated and textured models; animation
controllers; user command entry system; interactive elements.

The research results show that the combination of Blender and Unity capabilities
is an effective approach for creating 3D game applications. An in-depth study of the
capabilities of both tools, expansion of the prototype by adding new game mechanics,
and optimization of game performance for different platforms are recommended.

Keywords: Unity, Blender, 3D modeling, animation, game engine, interactive

elements, game prototype.
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BCTYII

AKTYaJIbHICTh T€MH. Y Cy4aCHOMY CBITI IFpOBa 1HIYCTPIs € OHIEIO 3 TaTy3ei
1HGOpMAIIITHIX TEXHOJIOT1H, 110 TMHAMIYHO PO3BUBAEThHCS. BoHa He nulle BIuMBae Ha
pO3Baru Ta JI03BULIA, ajieé TAKOXK 3HAXOAUTh 3aCTOCYBAHHS B OCBITI, TPEHYBAaHHAX Ta
HaBITh B MEIMYHUX MporpaMax. OJTHUM 3 KIIFOUOBUX ACTIEKTIB CTBOPEHHS 1Irop € BUOIp
BIJIMOBITHOTO TPOTPAMHOTO 3a0e3MeyYeHHs], SKE J03BOJISIE peallizyBaTd KOHIEMINT
pO3pOOHUKIB, 3a0e3Meduyroud BHCOKY SKICTh Tpadiku, aHiMalii Ta 3arajbHy
(YHKI1OHATBHICTh ITPOBUX 3aCTOCYHKIB.

VY naniit poOOTI 0COOMMBY yBary mpuAiJICHO JOCITIIKEHHIO MOXIMBOCTEH ABOX
MOMYJISIPHUX 1HCTPYMEHTIB 11 cTBopeHHs 3D-irop: Unity Ta Blender. Unity € onaum
3 HAWMOIIMPEHIIIMX ITPOBHX PYIIiiB, BIAOMUN CBOEK THYYKICTIO Ta MOXJIHMBICTIO
KpocruiargopmeHHoi po3pooku. Blender, y cBoto yepry, Hajiae MOTY H1 IHCTPYMEHTH
st 3D-MonentoBaHHs, aHIMalli Ta PEeHJIEPUHTY, MO0 pOOUTH HOT0 HEBIA'€MHOIO
YaCTHHOIO MIPOIECY CTBOPEHHS KOHTEHTY JUIA irop.

Hocmimkenuss moxiuBoctedt Unity Tta Blender nnst crBopeHHs irpoBux
3aCTOCYHKIB € aKTyaJbHUM 3aBIaHHSIM, OCKUTBKH BOHO JTO3BOJISIE PO3KPUTH MOTEHITIAI
IIUX IHCTPYMEHTIB Ta po3poOuTH €(heKTUBHI METOIM 1X BUKOPUCTAHHS Y PI3HHX €Tarax
PO3pPOOKH IrPOBUX MPOCKTIB.

O0’exT Ta mnpeaMer aociaixkKeHHs:. OO0’€KTOM JOCHIJDKEHHS € MpoIec
po3pobku 3D irpoBux 3acTocyHkiB 13 BukopuctaHHsMm Unity Ta Blender.
[IpeqmeTroM MOCHIKEHHS € METOAM 1 TEXHOJOTil MOJEIIOBaHHs, aHIMallii,
TekcTypyBaHHs y Blender Ta inTerpaiiiis ctrBopeHoro koHTeHTy B Unity 17151 CTBOpEHHS
MOBHO(YHKITIOHATBHHUX ITPOBUX 3aCTOCYHKIB.

Mera pocaimkeHHsI: aHalli3 MOTEHLIANy Ta MOxJMBocTed pymriiB Unity Ta
Blender y KOHTEKCTI CTBOpEHHsI ITpOBUX 3aCTOCYHKIB: OIlIHKA, ONTUMI3aIlis Ta
MIPaKTUYHE BUKOPUCTAHHSI.

3aBIaHHA TOCTI’KEeHHS:

— gpocmigutu  iHTerpoBaHe cepenoBuiie UNITY  po3poOku  mporpamMHOro

3a0e3mneueHHs JjIsl CTBOPEHHS ITPOBHX 3aCTOCYHKIB;
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— BU3HAYUTH KJIIOUOBI XapaKTEPUCTUKH Ta MOXKIIUBOCTI IPOTPAMHOTO0 3a0€3eUEeHHSI
BLENDER;

— 3MIUCHUTH  TPAKTUYHY  peaji3amilo  3aCTOCYBaHHS  CTEKy  TEXHOJIOTIH
UNITY/BLENDER, peanizauito npototumty 3D 3acTOCyHKY.

MeTonm nociigaKeHHs: aHATI3 JITEpaTypHUX JDKEpEN Ta JOKyMEHTallii 1010
dbynkiioHansHUX MoxiuBocTed Unity Ta Blender; emmnipuuni MeTonu, BKIIOYAIOUU
eKCIIepUMEHTaJIbHEe MOJICNIIOBaHHS Ta aHiMaliio y Blender, a Takox iHTerpartito
irpoBux eneMeHTiB y Unity; MOpIBHSUIBHHUM aHaMI3 JJIsl OIIIHKYU MepeBar Ta HEJOMIKIB
BUKOPHUCTAHHS 3a3HAYEHUX IHCTPYMEHTIB.

Amnpobanisa pe3yabTariB JoCHaiKeHHA. Pe3ynbratm gocnigkeHb  Oynu
OTPUWJIIOTHEHI Ha HAyKOBiM KOH(EepeHIlii 3100yBadyiB BHUIOI OCBITH 3a MiJCyMKaMU
HAP y 2023-2024 wnaByanbHOMy pori 9-10 xBithHa 2024 poky, m. Kawm’sHers-
ITominschkmit [5].

IIpakTuyHe 3Ha4YeHHs. Pe3ynsratu MOCTIKEHHS MOXYTh OyTH BUKOPUCTaHI
pPO3pOOHMKaMHM 1rop JJIs ONTUMI3alli npouecy cTBOpeHHs 3D IrpoBHX 3aCTOCYHKIB.
3anpornoHOBaHI METOJAW I1HTErpalli KOHTeHTy, cTBopeHoro y Blender, y Unity,
JTO3BOJISIFOTh  3HAYHO TJBUIMUTH €(EKTUBHICTh PO3POOKH Ta SAKICTh KIHIIEBOTO
MPOAYKTY. Pe3ynbrat Takoyk MOXKYTh OyTH 3aCTOCOBaHI y HaBYAJIBHUX Mporpamax 3
po3poOku irop Ta 3D MoeIrOBaHHS.

Crpykrypa po6oru. Ksamidikamiitna pobOora OakanaBpa CKIaZa€eTbes 31

BCTYITY, TPhOX PO3/I1JIIB, BACHOBKIB, CHMCKY BUKOPHUCTAHUX JIKEPEN Ta TOAaTKIB.



PO311JI 1. IHTET'POBAHE CEPEJJOBHMIIE UNITY PO3POBKHA
ITPOI'PAMHOI'O 3ABE3IIEYEHHA JJIS1 CTBOPEHHSA I'POBUX
3ACTOCYHKIB

Unity — 11e IHTErpoBaHe CepeIOBUIIE PO3POOKH MPOTPaAMHOTO 3a0e3MeUeHHS, 110
BUKOPUCTOBYETbCA JJII CTBOPEHHS 1 PO3TOPTaHHA IrPOBUX 3aCTOCYHKIB Ta
IHTEPaKTUBHUX BipTyanbHUX cepeaosuil. Po3pobnene Unity Technologies, 1e
nporpaMHe 3a0e3leueHHs] 3HAaXOAWTh IIMPOKE 3acTOCyBaHHS y cdepi possar,
HaBYaHHS, apXITEKTYpHOIO [W3aiiHy, Bi3yasi3allli JaHuX, MEIMIIMHU Ta 1HIIMX
raimys3sx.

[le oauH 3 HAUMOMYISAPHIMIKUX Ta NOTY>KHUX THCTPYMEHTIB JUIsl PO3POOKHU 1rop,
BIPTyaJlbHOT PEaJbHOCTI, PO3MIMPEHOI pEeaTbHOCTI Ta IHIIUX IHTEPAKTUBHHX
3actocyHkiB. Unity Hagae po3poOHUKaM JIOCTYH A0 PI3HOMAHITHUX (PYHKIIOHAIBHHUX
MOJKJIMBOCTEH, 110 JOIOMAratoTh B CTBOPEHHI BPAKAIOUUX Ta TUHAMIYHUX €(EKTIB:

— Ipadiunuii pemaxtop: Unity Hagae 3pyuHuid rpagiuyHuil 1HTEepdenc s
CTBOPEHHSI Ta peJaryBaHHS CIIEH, O0'€KTIB, aHIMaIliii, MarepiayliB Ta IHIIHUX
KOMITOHEHTIB T'PH.

— CxpunrtyBaHHS: JO3BOJISIE pO3POOHUKAM IPOTPaMHOTO 3a0€3MeUeHHS J01aBaTH
(GYHKITIOHATBHICTh JI0 CBOIX MPOEKTIB 3a JOMOMOTOI0 CKPHUIITIB Ha MOBax
nporpamyBaHHs, Takux sik C# abo JavaScript.

— @izuune MogemoBaHHsa: Unity wmae BOygoBaHy cuctemy (pizMuHOrO
MOJICTIIOBAHHSI, SIKa JIO3BOJISIE CTBOPIOBATH PEATICTUYHY MOBEIIHKY O0'€KTIB Y
BIPTYaJIbHOMY MPOCTOPI, BKJIFOUAIOYU TpaBITAIll0, 3ITKHEHHS Ta 1HIN (Pi3UYHI
BJIACTUBOCTI.

— Apxirekrypa rpu: Unity HaJae CTpYKTypOBaHY apXiTEKTypy I'pH, siKa T03BOJISIE
JIETKO YTMpPaBJsATH O0'€KTaMH Ta KOMIIOHEHTAMH, OpraHi3yBaTH JIOTIKYy IpH Ta
B3aEMOJIISITH 3 PI3HUMH CHCTEMaMH.

— Posroprannsa Ha pizHux miatdopmax: Unity 103BOISIE PO3TOPTATH CTBOPEHI

IIPOEKTH Ha pi3HuX 1uardopmax, Takux ak Windows, MacOS, Android, 10S ta
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1HII, 110 POOUTH HOro YHIBEpCaJbHUM 1HCTPYMEHTOM MJii PO3POOKU KpOC-
m1aT(GOPMOBHUX 3aCTOCYHKIB.

[lepeBaru ta Hemoiku irpoBoro pymiist Unity monamo y tadmumi 1.1.

Tabnuys 1.1
Xapakrepuctuka irposoro pyuiist Unity [5]
Ilepesacu Unity Heoonixu Unity

Kpocmarpopmenicts: Unity Bapricts: [ToBHa Bepcist Unity Moxe
JT03BOJISIE PO3POOIATH ITPH JIA PI3HUX | OyTH J0pora, 0COOIUBO IS
1at(opm, BUKOPUCTOBYIOUHU OJHY HE3aJIC)KHUX PO3POOHUKIB a00 MaJIUX
KOJIOBY 0asy. CTyHIH.

Benuka cninbHoTa: Unity mae [IponyxTuBHICTD: [[7151 BEIUKUX
BEJIMKY aKTHUBHY CIIJIBHOTY IPOEKTIB YU ITOP 3 BUCOKHM PIBHEM
PO3pOOHUKIB, SIKa HAJIA€ MIATPUMKY, JeTanizaili MOXyTh BUHUKATH
pecypcH Ta JOTIOMOTY. po0JIeMH 3 IPOAYKTUBHICTIO, 0COOJIHUBO

BizyanbHuii penaktop: [HTYiTUBHO Ha MOOUTbHUX MPUCTPOSIX.
3pO3yMUIHI Bi3yaJIbHUM peaakTop
JI03BOJISIE ITBUJIKO CTBOPIOBATH 1TPOBI
00'€KTH, HAJIAIITOBYBATH 1X apaMeTpH
Ta B3aEMOJIISITH 3 HUMHU.

Asset Store: Unity mae BenuKy
61067110TeKy TOTOBUX PECYPCiB, SIKi
MOYKHa BUKOPHCTOBYBaTH B MPOEKTAX,

110 3HAYHO TIOJIETIIYE MPOIEC PO3POOKH.

1.1. Pizuune monenoBanHs Ta Class Physics B Unity

®izuka B Unity — 1e cucrema, ska J03BOJISIE CHMYJIOBATH PEaJiCTUUHY
MOBE/IIHKY 00'€KTIB y BIpTyallbHOMY cepeaoBuili. [l cuctema Bkitodyae B cede pisHi
KOMITOHEHTH Ta (PyHKIII JIsl B3a€MOJIli 00'€KTIB, iXHBOTO PYXY, 31TKHEHb Ta 1HIIMX

(I3UYHMX SIBHIIL.



OcHogHI ckJanoBi cuctemu ¢izuku B Unity:

— Komizii (Colliders). Konadimepn — 11¢ KOMIOHEHTH, SKI BH3HA4arOTh (PopMy
o0'ekTa 1 B3aeMOJIl 3 IHIIUMH 00'ekTamu y npoctopi. Unity Mae pi3Hi TUNH
KOJIAMJIepiB, Taki SK KOpoOKa, Kyisl, Kamcyjia, Menl (Mojeib), sIKi MOXKHa
BCTAHOBJTIOBAaTH Ha 00'€KTH.

— ®izuyne Tumo (Rigidbody). Pimkuadoai — 1ie KOMIOHEHT, KU gogae (HizudHi
BJIACTUBOCTI 70 oO0'ekta, Takli SK Maca, IIBHJAKICTb, OOEpTaHHS.
BukopucToBy€eThCS 11 CUMYIIALI peanicTUYHOrO pyxy 00'ekTa Bix Aii cuiH
TSOKIHHS Ta 1HITUX CUJL.

— @izuyni marepianu (Physics Materials). ®i3uunHi Marepiaaud BU3HAYAIOTh
(13U4HI BIaCTHBOCTI OBEPXHI 00'€KTA, TaKl K TEPTs, MPYKHICTh 1 CKOB3aHHS.
BoHU BUKOPHUCTOBYIOTHCS /111 BUSHAYEHHS TOTO, SIK 00'€KTH B3a€MOJIIIOTH MIX
co0010 TIPH 3ITKHEHHI.

— Cucrema aerekiii 3itkHeHb (Collision Detection). Unity mae pi3Hi MeTonu
JeTeKIli 31TKHEHb, TaKl K JuckpeTHa (discrete) Ta HemepepBHa (continuous).
JluckpeTHa JAETEKIlisi BUKOPUCTOBYETHCS JJIsI CTaTUYHUX ab0 TMOBUIBHUX
00'eKTIB, a HeMepepBHA — IJis MIBUIAKUX OO'€KTIB 200 OO'€KTIB 3 BEITUKUMU
HIBUKOCTSIMH.

— ®i3uyni cunu (Physics Forces). B Unity € MOXIHBICTh 3aCTOCOBYBATH Pi3HI
Gb13UYH1 CWIIH, TaKl K TSOKIHHS, CHJIa TUCKY, CUJIa TePTS 1 T.1., 711 MOJETIOBaHHS
pI3HUX (PI3UYHUX SIBUIII.

Kiac Physics B Unity — 11e craTuuHMii Kj1ac, SKUH MICTUTh PI3HOMAHITHI METOIN
1 BIACTUBOCTI, MOB's13aH1 3 (I3UYHOIO0 CHUCTEMOTO TpH. L{ei Kirac 103BoJIsI€ B3a€EMOIISTH
3 gi3uuHUMH 00'€KTaMu, OTpUMYBATH 1H(OpMAIliI0 MPO 3ITKHEHHS, 3aCTOCOBYBATU
¢b13u4HI cuiK Ta 6ararTo 1HILIOTO.

— Raycasting. Meronu, Ttaki sk Physics.Raycast Ta Physics.RaycastAll,
BUKOPHUCTOBYIOTHCS JIJIsI BU3HAUEHHS, YU TIEPETUHAE MMPOMIHb MIEBHUI KOJIaiiep.

[{e yacTo BUKOPUCTOBYETHCS JIJIsl BUSIBJICHHS 00'€KTIB y 3a3HAYEHOMY HAIPSIMKY.
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— Overlap. Metoau, Taki sk Physics.OverlapSphere 1 Physics.OverlapBox,
JIO3BOJISIIOTh 3HAXOMUTH BCl KOJaiiepH, SKi MEepeTHHaloTh abo 3HAXOIATHCS
BCEPE/IMHI MIEBHOT 00J1aCTi B IPOCTOPI.

— Collision Detection Mode. 3a JIOTIOMOT OO BJIACTHBOCTI
Physics.defaultCollisionDetectionMode  MoOkHa  BCTAHOBJIIOBAaTH  PEKUM
JeTeKTYBaHHs 3ITKHEHb 3a 3aMOBUYBaHHSM ISl BCiX 00'ekTiB y creHi. Lle
J03BOJISIE KEpyBaTH TUM, K Unity BUSBIIsi€ 3ITKHEHHS M1k 00'€KTaMH.

— Layer Masks. Physics.LayerMask mo3Bosisie BU3HAUUTH, 3 SKUMU IIapaMu
bi3uku B3aeMofit0Th 00'ekTH. Ile 103BOJsSE€ BaM HajamTyBaTH, sKi 00'€KTH
B3a€EMOJIIIOTh MK CO0010 Y (D13UYHIN CHUCTEMI.

— Cwuu 1 ¢di3uuni BractuBocTi. Kinac Physics Takok MICTUTH pi3HI METOIU ISt
pobotn 3  ¢di3uyHuMM  cuinamu, TakuMu sk Physics.ApplyForce,
Physics.ApplyTorque 1 T. 1., 10 T03BOJISIE 3aCTOCOBYBATU CHIIM J10 (DI3UUHUX

00'eKTIB.

1.2. TI'pa¢iunuii penakrop Unity Ta iioro intepdeiic

['padiuamii penakrop Unity mpezactaBisie coO0l0 1HTErpOBaHE CEPEIOBUIIEC
PO3pOOKH TPOrpaMHOTO 3a0€3MeUeHHS, 10 J03BOJISIE€ CTBOPIOBATH Bi3ya bHO 3py4Hi Ta
(YHKIOHATBHO CKJIagHi irpoBi Ta iHTepakTHBHI 3acTocyHKH. Moro iHTepdeiic
pO3po0IIeHNI 3 ypaxXyBaHHSIM MPUHIIUITB €PrOHOMIKM Ta JIOTIYHOTO PO3TAIlyBaHHS
€JIEMEHTIB JJI1 MAKCUMAJIbHOI MPOYKTUBHOCTI PO3POOHUKA.

IaTepdeiic rpadiunoro pemaktopa Unity (puc. 1.1) ckiamaerscsi 3 KUTBKOX
KJIFOYOBHUX €JIEMEHTIB, 51Kl 3a0€3MeUyI0Th YNPABIiHHS PI3HUMH ACTIEKTaMU PO3POOKHU.

— TIlanens iepapxii (Hierarchy Panel). Ils manens BimoOpaxkae iepapxito Bcix

00'exTIB y MOTOYHIN creHl. PO3poOHMKM MOXYTh OpraHi3oByBaTH OO0'€KTH Y

BIIMOBIAHUM CITOCIO Ta KEpyBaTH iXHIM PO3TAIllyBaHHSIM Ta CTPYKTYPOIO.

— Bikno iHcniekropa (Inspector Windows). [le BikHO BimoOpaskae BIacTUBOCTI Ta

KOMITOHEHTH BHOpaHOTo 00'ekTa. PO3pOOHMKN MOXKYTh 3MIHIOBATH MapaMeTpu
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o0'ekTa, M0JaBaTh HOBI KOMIIOHEHTH Ta B3a€MOJISITU 3 HUMHU 0€3M0CEPETHBO
yepe3 11€ BIKHO.

— Bikna ciienu (Scene Windows). BikHa crieHM Hagar0Th MOXKIIUBICTh IEPETIISITY
Ta pearyBaHHs 00'€KTiB y MOTOYHIM ciieHi. PO3pOOHUKH MOXYTh MepeMilaTy,
obepTaru Ta MacmTadyBaTH 00'€KTH, BCTAHOBIIIOBATH 1X MO3MUIIIT TA B3aEMOIISITH
3 HUMH BI13yaJIbHO.

— Ilanens npoextiB (Project Panel). Ll manens BimoOpaskae Bci (aiiau Ta pecypcu,
Kl BUKOPUCTOBYIOThCS B MOTOYHOMY mpoekTi Unity. Po3poOHHMKH MOXYTb
KepyBaTu pecypcaMu, OpraHi30ByBaTH iX y MAlKu Ta IMIOPTYBaTH HOBI (pailiiu.

— [lanens accoptumenty (Asset Store Panel). L1 nanens 1o3Boisie po3poOHUKaM
NEPEnIsIIaT Ta 3aBaHTAXyBaTH JIOJATKOBl PECYPCH, TAKl K MOJEII, TEKCTYPH,
ayqio Ta iHII akTuBH, 3 Marazuny Unity Asset Store. Ha puc. 1.2. — BikHO

MepeIKepa aKTHBIB.

om e e

Puc. 1.1. Inutepdeiic penakropa Puc. 1.2. MeHnemxep akTHUBIB

1.3. MetonoJiorii peasi3auii pyxy 00'ekTiB

3BakarouM Ha XapaKTEPUCTUKU BIPTyalbHUX ITPOBUX CEPEIOBUIIL, pyX 00'€KTIB
B pamkax Unity moxke Oyt peanizoBaHUM 3a JOMOMOTOI0 pizHUX Meromosorii. Lli
METOAM MOXKYTh BKJIFOUATH: 0OpOOKY BBEICHHS KOPUCTYyBada JJisi KOHTPOJIO PyXy 3a
JIOTIOMOTOI0 KJIaBiaTypu a00 KOHTpOJiepa, BUKOPUCTAHHSA (DI3UYHUX JBUTYHIB JUIS
CUMYJIAIT  peamicTHIHOr0 (I3MYHOTO B3a€EMOJII 3 OTOYYIOUMMH O0'€KTaMu,

BUKOPHUCTaHHS aHIMalllil s mepedadl pI3HOMaHITHMX pyXiB Ta Al rpaBld, 1
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BUKOPUCTAHHS alTOPUTMIB IITyYHOTO 1HTENEKTY [UIsl YHOPABIIHHS IOBEIIHKOIO
MIEPCOHAXIB B 3aJIC)KHOCTI BiJ] OTOUYEHHS Ta METHU TpaBIls. BUOip KOHKPETHOTO METOTY
peanizaliii pyxy 00'€KTIB BU3HAYAEThCS CMEIU(IYHUMH BUMOTaMH 1 0COOJUBOCTSIMU
KOYKHOTO KOHKPETHOTO TPOEKTY.

YV KOHTEKCTI BIpTyaJbHUX ITPOBHUX CEPEOBUII, KEPYBAHHS PYyXOM MEpCOHAXKA 3a
JIOTIOMOTOI0 KJIaBiaTypu a00 KOHTpoJiepa € OJHUM 13 OCHOBHHUX CITOCOOIB B3a€MOJIT
rpaBUs 3 BipTyaqpHOIO oOOcTaHOBKOIO. lleit meronm mnepenbadae 3acTOCyBaHHSA
aNropuTMiB  OOpOOKM BBEAEHUX JaHUX, 10 HAAXOIATh BiJI 30BHIIIHBOTO
KOHTPOJIIOIOYOT0 MPUCTPOIO (KJaBiaTypu ab0 KOHTpoJiepa), 3 METOI BU3HAYEHHS Ta
BUKOHAHHS BIJMOBIJHUX J1i, Kl BIUIMBAIOTh HA PYXOBI MOXKJIMBOCTI MEPCOHAXKA B
IrPOBOMY CBITI.

BBeneni nmaHi, 1m0 HaaXoAsTh BiJ KOpUCTyBaya yepe3 BUOpaHUU KOHTPOJIEP,
MIEPETBOPIOIOTHCSA B ITU(POBI CUTHAJH, K1 CUCTeMa oOpoOJIsI€e 3riHO 3 3a37ajeriab
BU3HAYCHUMU TIpaBWJIaMH Ta Jiorikoro rpu. Ilel mnpomec Moxke BKIIOYATH
IHTEPIPETALl0 BBEICHUX KOMaH/ Ta X NEPETBOPEHHS HA KOHKPETHI 1T BIAIOBIAHO 10
MOTOYHOTO CTaHy TPU Ta MapaMeTpiB MepcoHa)ka. Hampukiaa, HaTUCKaHHS KJIaBIII
"Brepen" Moxe MPU3BECTU 10 30UIBIICHHS MIBUAKOCTI MEPECyBaHHS MEPCOHAXA Y
BIJITOBITHOMY HamNpsIMKY, 00 HaTUCKAaHHS KHOTKH "CTPUIATH" MOXKE BUKJIMKATH JIIO
0 BUCTPLITY 31 30p0i mepcoHaxa.

Kpim Toro, KepyBaHHS MEPCOHAXKEM 3a JOMOMOTOI0 KiaBiarypu abo KOHTposiepa
MOke OyTH peasizoBaHe 3 ypaxyBaHHSIM MPUHIIUIIB €PrOHOMIKUA Ta BIAMOBIIHO O
3BUYAWHUX KOHIIEMIIH iHTepdeiicy B3aeMOIii 3 KOPUCTYBaUEM, 3 METOIO 3a0€3MeUEHHS
3pYYHOTIO Ta IHTYITUBHO 3p03yMLIOr0 JOCBITY TPH.

Cucrema BBeaeHHs Unity (Unity Input System) € cydacHUM MeXaHI3MOM IS
0o0OpoOKM BBEIICHHS KOPHUCTYBaudiB y mnporpamHomy cepeaouini Unity, 1o Hagae
po3poOHMKaM OiIbII THYYKI Ta MacimTaboBaHI I1HCTPYMEHTH I 1HTerpaiii
PI3HOMaHITHUX MPUCTPOIB BBEJCHHS, BKIIIOYAIOYM KJIaBlaTypH, MHII, TeUMIaan Ta
CEHCOpHI eKpaHu. BBeneHa sik 3aMiHa cTapoi cUCTeMH BBelEeHHs, HoBa Input System
3a0e3neuye MOKpaiieHy OoOpoOKy Mol BBENEHHS, KOHQITypalilo MNPUCTPOIB 1

pOBI_HI/IpeHi MOKJIMBOCTI AJIs1 HAJIAITyBaHHA BBCACHH.
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OcnoBHi KomnonenTu taki:

Input Action Asset. OCHOBHUN KOMIIOHEHT CHUCTEMH BBEACHHS, 110 CIYTY€E
KOHTEHHEpPOM JIJIsl BUBHAYEHHS /I1H Ta iX MPUB'S30K A0 KOHKPETHUX MPHUCTPOIB
BBe/IeHHA. BiH 103Bosisie po3poOHMKaM BU3HAYATH Pi3HI KOHTEKCTH BBEJICHHS,
Taki SK irpoBuii mpouec, meHio abo Ul.

Action Maps. Jloriuni rpyn Aiii, 110 MpeICTaBIsAIOThH Pi3HI CTAaHU BBEACHHS a00
pPEeXUMHU, B IKUX MOXKYTh repedyBatu rpasiil. Lle 703Bois€ 1eTko epeMuKaThCs
MK PI3HUMHU Habopamu Iiii, HanmpuKIad, MDK KEpyBaHHSIM IMEPCOHAXKEM Ta
KEPYBaHHSM MEHIO.

Input Actions (puc. 1.3). Oxpemi nii, sKi TPEICTaBISAIOTh KOHKPETHI MOMIIi
BBEJICHHA, Takl K HATUCKAHHS KiaBilll, pyX MMl abo MepeMIilleHHs
aHaAJIOrOBOTO CTHWKAa. BOHM MOXyTh OyTH HajalITOBaHI JJisi OOpOOKH PI3HHUX
THUIIIB BBEACHHS, TAKUX SIK HM(POBI, aHATOTOB1 400 BEKTOPHI 3HAUYEHHS.
Control Schemes. HaGopu mnpuctpoiB BBeAEHHS, 10 BU3HAYAIOTh, SIKI caMe
MPUCTPOi BUKOPUCTOBYIOThCS Jisi OOpOoOKHM i y MeBHOMY KOHTeKcTi. lle
JI03BOJISIE JIETKO MIATPUMYBATH PI3HOMAHITHI KOH(Irypailii MpucTpoiB, Takl SK
KJIaBiaTypa 3 MUILEI0 abo reimnan.

Input Actions y cucremi BBeaeHHs Unity mpeacTaBisitoTh co00r0 adcTpakiiii

MO/ BBEICHHSI, SIKI BAKOPUCTOBYIOTHCA JUJIS 3B’ sI3yBaHHS (DI3UYHUX J1d KOPUCTyBadya

(HaTUCKaHHS KHOIOK, PYX MHII, MAaHIMYJIALI] JPKOMCTUKOM TOIIO) 3 JIOTiKOO Tpu. Lle

3abe3reuye OUTBbII 1HTYITMBHMMA 1 MacmTaOoOBaHHMM MiAXiJ 10 OOpOOKHM BBEIEHHS

MOPIBHSHO 3 TPAJAULIMHUMHU METOAAMH.

Input Actions po3po6ieHi AJis CTBOPEHHS PO3MIMPIOBAHOI, KPOCIUIATPOPMOBOI

CUCTEMHU BBEJICHHA, sKa 3a0e3ledyye THYYKICTh 1 3pY4YHICTh BHKOpPUCTaHHSA. Bonu

JIO3BOJISIIOTH a0cTparyBaru (pi3M4Hi A1l BBEACHHS Bij JIOTIKH TPH, IO COPUSIE OLIBII

YUCTIN 1 MOYJIBHIN apXITEKTypP1 KOAY.

Ha puc. 1.4 — BikHO 3 HanamToBanuM Input Handler.
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Check in  Undo

Puc. 1.3. CtBopennii Input Action y Puc. 1.4. HanamroBanuit Input

BikHI1 Inspector Handler

BukopucTaHHSI CKPHIITIB € KITFOYOBUM €JIEMEHTOM JJISl peai3allii pyXy rpasIis.
Ckpunrty, 10 NUIIYThCS Ha MOB1 mporpamyBanHs C# abo UnityScript (Javascript),
BUCTYNAIOTh SIK OCHOBHUM 1HCTPYMEHT [IJIi BU3HAYEHHS TOBEIIHKH OO'€KTIB Y
BIPTYaJIbHOMY CEPEIOBHILII.

B npomeci  po3poOku, mporpamicT 3a3BUYail CTBOPIOE CKPUNTH, SKi
MPUB'SI3YyIOTHCS 10 00'€KTIB, 1110 BIJIMOBIIAIOTh TpaBIieBl y Tpi. L1 CkpunTH BU3HAYAIOTh
PI3HI acneKTHu pyXy rpaBlis, Taki K MIBUAKICTh, HAMPSMOK Ta 1HII TapameTpH, 110
BIUIMBAIOTh HA MOTO MEPEMIIICHHS BITHOCHO BIPTYaJIbHOTO CEPEIOBHUIIIA.

Ckpuntu pyxy rpaBlsi MOXKYTh BKJIIOYaTH B ceO€ Pi3HI €JIEMEHTH MpOrpaMHOl
JIOTIKM, Taki SIK OoOpoOKa BBEJEHHS KOPHCTyBadya 3 KiaBiaTypu ab0 KOHTpOJEpa,
00YMCIIEHHSI HOBOT MO3MIIiT TPaBIisi HA OCHOBI OTO BBEACHHS Ta 1HIIUX (PAKTOPIB, SIKI
BIJTMBAIOTh HAa PYX BIPTYaJbHOTO IMEPCOHAXKA.

[Tin yac HamucanHs ckpuntiB (puc. 1.5), po3poOHUK BpaxoBye (Pi3uyHI 3aKOHH
BIPTYaJIbHOTO CBITY, Takl SIK KOMi31i 3 IHIIMUMH 00'€KTaMu, TpaBiTallisl Ta 1HEPLIs, 110
MOXKYTh BIUIMBATH Ha PyX MepcoHaxa. BukopuctoByoun (QpyHKIIIOHATEHI MOKITUBOCTI
Unity API, po3poOHuK B3aeMomie 3 00'€kTaMH TPU Ta BU3HAYAE iX TIOBEMIHKY

BIJIMOBITHO /10 TIOTPEO MPOEKTY.
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Project > Scripts

BA

Puc. 1.5. CtBopeHni ckpunTH y rpadiuHoMy iHTEpPeiici

Y Unity, mis peanizamii KepyBaHHS MEpPCOHAXXEM 3 KiaBlaTypH, ICHYIOTb
JeKIIbKa METOMAIB, SKI MOYXHA BHKOPHUCTOBYBaTH IS OOpPOOKM BBEICHHS BIJ
KOpHCTyBada Ta BU3HAYEHHS PYyXy IMEPCOHA)KA BIAMOBIIHO J0 HATUCKAHHS KJIABIII.
Jlexipka OCHOBHHUX METO/IIB BKJIIOUAIOTh Yy cele:

— Meron Input.GetKey/GetKeyDown/GetKeyUp. Lli MmeToan BUKOPUCTOBYIOTHCS
JUISL TIEPEBIPKM CTaHy KJaBilll B TMOTOYHOMY KaJipi, BHU3HAYEHHS 4Yacy
HATUCKaHHS Ta 3BIJIbHEHHS KJIABIIIIL. Hampuknan, METOJT
Input.GetKeyDown(KeyCode.W) moxe OyTH BUKOPUCTaHUM JUIsi BU3HAUCHHS
yacy HaTUCKaHHs Kiasimm "W" 11 mepeMilieHHs epcoHa)ka BIepe].

— Merton Input.GetAxis. Lleit MeTo 103BOJIsIE OTpUMATH 3HAYEHHSI OC1 3 BBEICHHS
KJIaBlaTypu a00 KOHTpoOJiepa, sIKI MOXKYTh OyTH BUKOPHCTaHI JJisi TUIABHOTO
KepyBaHHs pyxoM nepcoHaxa. Hanpukian, Input.GetAxis("Horizontal") moxe
MOBEPHYTHU 3HAYEHHS BiJl -1 10 1 711 TOPU3OHTAILHOTO PyXy MEPCOHAXKA.

— Po6Gora 3 dizukoro. Y neskux BUMAAKaX, ISl PEATICTUYHOTO PyXy MEpCOHaXa
MOKYTh BUKOPHCTOBYBAaTHUCS (P13MUHI KOMIOHEHTH, Taki sik CharacterController
abo Rigidbody, ski MoxHa KepyBaTH 3 KiaBlaTypu ab0 KOHTposiepa 3a
JIOTIOMOTOI0 CKPHIITIB.

[{1 MeTou, BUKOPUCTOBYIOUM MPOrPaMHI CKPUIITH, OOpOOIISIOTh BBEICHHS BiJ
KJIaBlaTypu Ta BU3HAYAIOTh, SIKUM YHHOM TIEPCOHAX TMOBHHEH pearyBaTd Ha IIe
BBEJICHHSA, BKJIIOYAIOYM HOTO pyX, 00epTaHHs, ad0 B3a€MOJII0 3 1HIIUMHU 00'€KTaMu
BIPTYaJIbHOTO CepeoBuIa. Taki METOIU B3a€EMOMAIIOThH 3 1HIIMMH KOMITIOHEHTaMH Ta
cuctemamu Unity 711 CTBOPEHHS IUIABHOTO Ta PEATICTHYHOTO JOCBIAY PYXy TPaBIIsl y
BIPTYaJIbHOMY CBITI.

AxtuBaris ¢i3U4HOT Mojieni B cepenoBuill po3podku Unity Bkirouae B cede

IHTErpamilo KOMIIOHEHTIB (I3UKH, 110 J03BOJSAIOTH CHUMYIIOBATH peasibHI (P13MUHI
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BJIACTUBOCTI 00'€KTIB Ta 1X B3a€MOIIi BIAMOBIIHO 0 MPaBUII 1 3aKOHIB MeXaHiKu. J{Js
aktuBaiii ¢izuku y Unity HEOOXiHO BUKOPUCTOBYBaTH (Pi3WYHI KOMIIOHEHTH, IIO
HaJal0Th 3aCO0M MOJICTIOBAHHS PEAbHOTO PYXY, KOMi31M Ta TWUHAMIYHUX B3a€MOJIIM
00'eKTiB y BIpTyaJbHOMY MPOCTOPI.

[Tin yac akruBamii (izuku B Unity, po3pOOHUKH MOXYTh BUKOPHUCTOBYBAaTH
pI3HOMaHITHI KOMIOHeHTH, Taki Kk Rigidbody (puc. 1.6), Collider (puc. 1.7), Joint 1
1HII, A7 3afaHHs (DI3SUYHUX BIACTHUBOCTEH O0'€KTIB Ta ix B3aemomiil. Hampukmnan,
komnoHeHT Rigidbody m03Bojsie BCTaHOBIIOBATH Macy, IIBHAKICTh, CHJIy Ta 1HIII
napameTpu 00'ekTy, 110 BIUIMBaKOTh Ha Horo pyx. Kommonent Collider Bu3nauae
dbopmy Ta 001aCcTh KOMI31i1 00'€KTY, 110 BU3HAYAE HOTO B3a€EMOJIIO 3 THITUMHU 00'€KTaMU
y CIIEHI.

3a 10mOMOrOI0 CKPUINTIB IPOrpaMyBaHHs, pO3pOOHUKH MOXKYTh KOHTPOJIOBATU
MOBEAIHKY (piI3MUHUX OO'€KTIB Y peajbHOMY Yaci, BUKOPUCTOBYIOUH Pi3HI METOIU Ta
¢ynkuii, mo Hagatotbess Unity APIL. lle no3Bosisie cTBOpIOBAaTH CKJIaaHI (Pi3MUHI

CUMYJIALIT, TaKl SIK CUMYJISLIA FpaBiTalli, KoJi31i, pyXy TUI I BIUIMBOM CHJI 1 T. [I.

4 Rigidbody o & v Box Collider

Edit Collider

None
Discrete

Nothing

Nothing Layer Overrides
Puc. 1.6. Komnonent Rigidbody, Puc. 1.7. Komnonent Box Collider,
JOJTAHUH 10 ITPOBOTO 00’ €KTY B JOJJaHUH 0 ITPOBOTO 00’ €KTY B IHCIIEKTOPI,
1HCIIEKTOP1, Ta KO0 HaNAIITYyBaHHS Ta MOr0 HAJIAILITYBaHHS

J171s1 KOHTPOJIIO PyXy NEPCOHAKA BUKOPUCTOBYEThCS Velocity.
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Velocity, BU3Ha4YeHa SIK BEKTOPHA BETMUMHA IIBUIKOCTI, € KJIIOUOBUM MOHSATTSIM
y (i3uiii, M0 3aCTOCOBYETHCS 10 PyXy MEPCOHAXKY B cepemoBuilli po3podku Unity. Y
KOHTEKCTI MPOTrpaMyBaHHS Ta CHUMYJISIT (hI3UKH, BEKTOP IIBUAKOCTI, BITOMHUH SK
velocity, mpezacTaBisie co000 O0'€KTHY BIIACTHUBICTh, SIKA BU3HAYAE IIBHIKICTH Ta
HaANpPsIMOK PyXy MepCcoHa)xa y TPUBUMIPHOMY MIPOCTOPI.

BusznaueHHs mapaMeTpiB MIBUIKOCTI:

— Velocity B Unity BH3HauaeTbcs SK TPUBUMIPHUN BEKTOp, IO BKIIIOYAE

KOMITOHEHTH IIBUKOCTI MO0 KOOPAUHATAM X,  Ta Z.

— 3a 3aMOBYYBaHHSM, MIBHJAKICTH PYyXy TNEpCOHa)Xka 3aJa€ThCA y METpax Ha
ceKyHly (m/s) abo 1HIII# BiAMOBIAHIN MacIITaOHIM OJUHUIIL.

VYrpaBiiHHS pyXxoM 3a Aoromororo velocity:

— IIBuaKicTh pyXy HEpCOHaKa KOHTPOJIIOETHCS 3a JOTIOMOTOI0 BCTAaHOBJICHHS

BI/IMOBIHUX 3HAYEHB ISl KOMIIOHEHTIB velocity.

— 3MiHa MIBUJKOCTI MOXeE BiJIOYBAaTHCS 3a JOMOMOTO 3MIHH BJIACTUBOCTEH
velocity BIAMOBIAHO 10 YMOB a00 MOAiH y rpi.

[Tpukiaayn BUKOPUCTAHHS:

— Ilix yac pyxy mepcoHaxa Briepen, velocity Mmoxke OyTH HajlallITOBaHa Ha
MO3WUTHBHI 3HAUEHHS B KOMIIOHEHTI 31 MIBUIKICTIO B3JIOBX BiCl X.

— Jns crpubka, KOMOOHEHT 31 MIBUAKICTIO B3IOBX BICi y Moxe OyTu
HaJIAlITOBAaHWN Ha MEBHE 3HAYEHHS, 00 3a0e3MeUuTH PyX MEepcoHaxa
BIODY.

[Ilomo nuuamMiyHOTO yTpaBiiHHs, TO velocity Moke OyTH 3MiHEHA B peaIbHOMY
yacli IMUIIXOM 3aCTOCYBaHHsS CHUJ a0o0 IMIYJIbCIB, IO MOJACNIOIOTH 30BHIIIHI YU
BHYTPIIIIHI BIUIMBY HA MIEPCOHAXKA.

Peanizariiss MOXXJIMBOCTI MOJIEII TPaABILIsSl O3UPATUCH IO CTOPOHAX Y BIPTYyalbHOMY
cepeNoBUII BiI0YBAETHCS Uyepe3 MporpaMHe KepyBaHHS 00€pTaHHSIM Tijia a00 TOJIOBU
TPaBIIs, 1110 MOJICTIOETHCSA K YaCTHHA TedMIIIeiiHoT MexaHiku. [ pyHKkiioHansHICTh

JIO3BOJISIE TPABIEB1 JOCIIKYBaTH CBOE OTOYEHHS, CIIOCTEpIraTd 3a MOMIAMHU Ta
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pearyBaTi Ha HUX, MiJIBUIIYIOYH CTYIMIHb IMMeEpCii Ta B3aeMOIl y Ipl abo 1HIIOMY
BIpTyaJIbHOMY JTOCBIJI.

MogentoBaHHs 00epTaHHS FPABII:

— TrpaBelb MoOXe OyTH MpPENCTaBICHUN SK MOJENb, 110 CKJIANA€ThCA 3 PI3ZHUX

YaCTHH, TAKUX SK TIJI0, TOJIOBA Ta 1HII €JICMEHTH;

— 4epe3 MporpaMHe KepyBaHHS 00CPTaHHSAM ITUX YaCTUH MOXKHA JOCSATTH €(DeKTy

O3UpPaHHS TPaBL 10 CTOPOHAX.

JIyist 3unTyBaHHS BBEJCHHS KOPUCTYBaya, IO BKa3ye Ha OakKaHHS O3WPHYTHCH,
BUKOPHUCTOBYIOTHCSI METOAM 200 MO/I1i BBOAY BIAMOBIIHO 10 BUKOPUCTAHO1 I1aThopMu
(knaBiarypa, MUIIa, JPKOUCTHK TOIIO).

BianoBinHO 10 BBENEHHS KOPUCTYBaya, 3MIHIOETHCA 3HAUYECHHsS OOepTaHHS
TOJIOBH UM IHIIUX YaCTUH Mozeni rpaBig. Lle Moxxe OyTu 3miMCHEHO HMUISIXOM 3MIHU
3HAYEHb KYTIB eijiepa Mojieli abo 3aCTOCYBaHHS MTOBOPOTY 10 HEd.

OO6epTaHHsa MOJIETIl OHOBJIIOETHCS B PEAIbHOMY Yacl B 3aJIC’KHOCTI B1Jl BBEICHHSI
KopuctyBauya. Lle 3abe3nedye IUIaBHUM Ta pEATICTUYHHI €QEeKT O3UpaHHS IO
CTOpOHax. 3a MOTpeOdu MOXKYTh OyTH BCTAHOBJICHI OOMEXEHHSI Ha 00€pTaHHS MOJEITI,
1100 YHUKHYTH HEOUIKyBaHUX PE3YJIBTATIB YU KOH(DIIKTIB 3 TPOIO.

Jlns peanizaiiii o0epTaHHs MO TpaBIlsi BUKOPUCTOBYIOTH Kitac Quaternion Ta
MO0 METONIH.

Quaternion — 1€ TUN JaHUX, 10 BUKOPUCTOBYETHCS JUISI TIPEICTaBICHHS
o0epTraHb 00'€KTIB B TPUBUMIPHOMY MHPOCTOpl B cepenoBuill po3podku Unity. Lleit
MaTeMaTUYHUN O0'€KT BUKOPUCTOBYETHCA I 30€piraHHs 1 OOYMCICHHS O0OepTaHb
00'€KTIB HABKOJIO BiCEl KOOpAMHAT, IO JO3BOJIIE TOYHO Ta €(PEKTHUBHO KepyBaTu
iXHBOIO OPIEHTAIIIEIO B POCTOPI.

Quaternion BUKOPUCTOBYETHCS JIJISl MPEACTABICHHS 00€pTaHb B TPUBUMIPHOMY
npocrtopi. Bin 30epirae iHpopmariito npo KyT MoBOpoOTY Ta BiCh OOEpTaHHS.

Quaternion Moxe OyTH TPEICTABICHUN $SK YOTUPUBUMIPHUN BEKTOp, SKUH
CKIIQJAETHCS 3 TPhOX KOMITOHEHT, 110 BIAMOBIIAIOTH BEKTOPY OOEpPTaHHS, Ta OTHOTO

CKaJIsIpPHOI'O KOMIIOHCHTY, SIKWW BU3HAYa€e KYyT IIOBOPOTY.
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Quaternion TakoX Mae psi MaTEMAaTUYHUX BJIACTUBOCTEH, SKi poOIsATH HOTrO
KOPHUCHUM 71 pOOOTH 3 00€pTaHHSMH, TaKi SK acCOIIaTUBHICTh, KOMyTaTHBHICTh Ta
1HIIII.

Quaternion BUKOPUCTOBY€EThCS B Unity /1t ipeicTaBieHHs 00epTaHb 00'€KTIB,
TakuX sIK 00'€eKTH T'pu, kKamepu Ta 1HII. BiH € HeBia'eMHoro yactuHoio API Unity 1
BUKOPHUCTOBYETHCS B Oarathox (YHKIIISX Ta METOJAX, MOB'A3aHUX 3 TIEPEMIILICHHSIM Ta
o0epTaHHsAM 00'€KTIB B IPOCTOPI.

Quaternion BHUKOPUCTOBYETHCS Il OOUMCIICHHS HOBOTO TIOJIOKEHHS Ta
oOepTaHHs 00'€KTIB MiJ Yac IXHbOI TpaHchopmarlii B IpOCTOpi.

s peanizaiiii ooepTaHHs MOJIeNi TpaBlls € MeToAu Kiacy Quaternion.

Meronu Quaternion.Lerp Ta Quaternion.Euler € BaxiauBumu 3acobamu
VOpPaBIIHHS 00€pTaHHAMH OO'€KTIB B TPUBUMIPHOMY HIPOCTOPl y CEpPEAOBUILI
po3pobku Unity. Jl03BOJIAIOTH BOHM 3[IMCHIOBATH 3py4YHE Ta TOYHE KEpyBaHHS
OpI€EHTALIEI0 00'EKTIB y TPl UM 1HIIOMY BIPTyaJIbHOMY JOCBIJII.

Meton Quaternion.Lerp BUKOPHCTOBYETbCSI JJIA JIHIMHOI IHTEPIOJALIT MIXK
JIBOMa KBaTCpHIOHAMH, IO JIO3BOJISIE IIJIABHO IEpeMillyBaTh OO0'€KT BiJ OJHOTO
oOepTaHHs /10 1HIIOTO.

JlinifiHa 1HTEpHoJIALis 3a0e3euye MIaBHUNA Ta KOHTPOJIHOBAHHUM Mepexis MK
cTaHaMu 00'€KTa, 110 MOKPAILy€e IMMEPCIIO TPaBIIS.

Meton Quaternion.Euler BUKOpHCTOBY€TBCS [Uisl CTBOPEHHSI KBaTEpHIOHA Ha
OCHOBI KYTIB eijiepa — KyTiB MMOBOPOTY 00'€KTa HABKOJIO KOXHOI 3 Tphox oceil (X, ¥,
Z). Leit Meron A03BOJSIE 3pYyYHO 3aJaBaTH OpIEHTALI0 O0'€KTa y MpocTopi 3a
JOTIOMOTOI0 3p03yMUIHUX THTYITUBHO KYTIB.

Bukopucranus:

— OO6uzaBa MeTOnM IIMPOKO BHKOPHUCTOBYIOTHCS JUISl KEpyBaHHsS OOEpTaHHSAMU
00'ekTiB y rpadiuHiil aHiMallii, BIpTyaJlbHUX CEPEAOBHILAX Ta Irpax.
— Quaternion.Lerp 103BoJIsi€ TIaBHO aHIMyBaTH oOepTaHHSA O0'€KTIB 3 OJHOTO

CTaHy y 1HIIM.

— Quaternion.Euler 1o3Bosisie 3pyyHO 3a1aBaTu KyT MMOBOPOTY 00'€KTa HA OCHOBI

Horo KyTiB einiepa.
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CuHrakcuc:

— Cunrakcuc merony Quaternion.Lerp Bursae tak: Quaternion.Lerp(from, to, t),
ne from — movaTkoBHii KBaTEpHIOH, t0 — KIHIIEBUI KBaTEPHIOH, t - MTapaMeTp Jacy
THTEPITOJISITI.

— Cunrakcuc merony Quaternion.Euler Bumsnae tak: Quaternion.Euler(x, y, z),

1e X, Y, Z— KyTH eijiepa HaBKOJIO BIATIOBITHUX OCEH.

1.4. Kamepa B cepenoBuili po3podku Unity

Kamepa B cepenoBuiii po3poOku Unity € BaKIMBOIO CKJIQIOBOIO IS
BIJITBOPEHHS Ta Bi3yalli3alli BIPTyaJIbHOTO CBITY, fIKa HAJa€ MOXJIMBICTh MEpPErIsLy
CIICHU 3 TOYKH 30py rpaBlid 4M iHIIOro o0'ekra. Kamepa BimoOpaxkae rpadidyHuil BUXia
IPU Ha €KpaHl, a TAKOXK MOXE KOHTPOJIOBAaTH NaHopamMy, ()OKyC Ta IHIII aCIEKTH
rpadiku Ta Bi10OpaKeHHS.

Kamepa B Unity Mae pi3HOMaHITHI TapaMeTPH, sIKI BA3HAYAIOTh 11 OBEAIHKY Ta
BioOpaxkeHHs. Croau BXOASATH MO3MIIis, opieHTtaiis, noie 30py (FOV), Bincrans
BlJTaJICHHS, aCHEKTHUN B1IHOIIEHHS Ta 1HIIII.

Kamepa BUKOpUCTOBY€ThCA AJiA BiIOOpa)xeHHs rpaiyHOro BHXOAY Ipu abo
IHIIIOTO BIPTYaJIbHOTO JOCBIAY Ha €KpaHi.

Bona Moxxe OyTu po3minieHa B Oyab-sIKiid TOYIll CIEHU JJISI CTBOPEHHS PI3HUX
e(eKTIB KaMepHu, TaKUX SIK Meperisy 3 MEepCIEeKTHUBU TPaBlis, 300paKEHHS 3BEPXY,
CJI1TyBaHHA 32 00'€KTOM TOIIIO.

Kamepa Moxke pyxaTuch y TPUBHMIPHOMY HIPOCTOPI B 3aJIEKHOCTI BIJ
MporpaMHoOi JIoriku abo nii rpaBig. lle moxke OyTu 3aiMiCHEHO uepe3 MporpaMHe
KEepPYBaHHS TO3UITIEI0 Ta OPIEHTAIIEI0 KAMEPH.

Kamepa moxe Oytu aHiMoBaHa abo0 MoauQikoBaHa ISl CTBOPEHHSI PI3HUX
e(eKTiB, TAKUX K 3yM, TpaHCHOpMaIlis MK ClieHaMU, €(eKTH PyXy KamepH Ta 6arato

IHIIIOTO.
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VY rpi kamepa MOke BUKOPHCTOBYBATHUCS i1 CTBOPEHHSI PI3HUX CLIEHAPIiB I'pH,
BKJIFOUAIOYM BU3HAYEHHS OOJACTi BHIMMOCTI TpaBIl, CIIyBaHHS 3a TEPOEM,
BIITBOPEHHS B1JI€O Ta IHIIIE.

BukopucTaHHsl CKpUNTY, U0 MICTUTD JIOTIKY CIilyBaHHS KaMepH 3a TPaBILIEM B
cepenoBuii Unity, 703BOJIS€ CTBOpPIOBAaTH €(EKTUBHI Ta peamicTU4yHI edeKTu
nepcrekTuBy Tpabis. Lleil ckpunt kepye pyxoMm Kamepu, Tak 1100 Kamepa 3aBkIu
3HaXO/AUJIacs B MOTPIOHOMY IMOJIOKEHH1 BIITHOCHO TPaBIIs, IO MOJETIIY€E HAaBITaLlllo Ta
CTBOPIOE 3pYUHHUI IMMEPCUBHUI JOCBIJ JJIs1 KOPUCTYBaya.

1. OTpuMaHHS TOCUJIAHHS Ha 00'€KT TpaBLIsl.

Crodarky CKpUNT OTpUMY€E MOCUJIaHHS Ha 00'exT rpaBus B cueni Unity. Lle
MOke OyTH 3I1MCHEHO uepe3 MyOIliuHe MMoJie CKPUNTY, B IKe MO)KHA TIPUCBOITH 00'€KT
rpaBug yepes iHTepdeiic kopuctyBada Unity abo nmporpamHo.

2. Po3paxyHOK HOBOI MO3UIIIi KAMEPH.

3a JOMOMOIOI0 JIOTIKH, BOYHOBaHOI B CKPHIIT, BU3HAYAETHCSI HOBA IMO3UILS
kamepu. L{e moke OyTH 3p00IeHO HA OCHOBI IOTOYHOT MO3UIIT IPaBII Ta apaMeTpIB,
TaKHX SIK BIJICTaHb, BUCOTA, KYT OIVISAY TOLIO.

3. 3MiHa NO3ULIi Ta OpIEHTALll] KAMEPH.

[Ticnst po3paxyHKy HOBOi MO3UIllI KaMEpH, CKPUNT BCTAHOBIIOE TMO3MINIO Ta
OpIEHTAIlII0 KaMepH BIJMOBIIHO IO pO3paxoBaHUX 3HaueHb. e Moxke OyTu 3111liCHEHO
4yepe3 AOCTyN A0 KOMIOHeHTy Transform kamepu Ta BCTAaHOBJICHHS HOBHX 3HAYCHb
MIO3HUIIIT Ta OpiEHTAITI].

4. OHOBIIEHHS KaMepH.

Jlorika ciigyBaHHS KaMepH 3a TpaBlieM MOBUHHA BUKJIMKATHCS KOXKEH KaJap st
3a0e3MneueHHs OCTITHOTO OHOBJICHHS MO3HUIIIT Ta OpPIEHTAITIT KaMEPH BITHOCHO TPaBIIS.

5. JonarkoBi PyHKIIII.

3aJIe’)KHO BiJl KOHKPETHUX BUMOT, CKPUIT MOKE MICTUTH JOAATKOBI (PYHKIII1, TaKi
AK OOMEXeHHs 007acTi TMepeMIlIeHHS KaMepH, 3[Ia/pKyBaHHS PyXy, peami3allis

MJITABHUX MEPEXOiB MIXK IMOJI0KEHHSIMU KaMEPH TOIIIO.
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BucHoBok 10 po3miny 1

®izuyna cuctema Unity 103BOJIsIE CTBOPIOBATH PEANICTUYHI CUMYISLIT PyXy,
31ITKHEHb Ta 1HIMX (I3UYHUX SBUII, 10 POOUTH i1 MOTY)KHUM 1HCTPYMEHTOM ISl
PO3pOOKH irop Ta IHTEPAKTUBHUX 3aCTOCYHKIB.

Buxopucrtanus ckpuntiB y Unity s peamizaiii pyXy TIpaBlsl € Ba)JIUBUM
€JIEMEHTOM MPOrpaMyBaHHS B ITPOBOMY CEPEIOBHIII, IO J03BOJSIE CTBOPIOBATU
peanicTU4Hi Ta JUHAMIYHI B3a€MOJI1 MK TPaBLIeM Ta BipTyaJIbHUM CBITOM TpH.

Cucrema BBeneHHsi Unity mnpexacraBisie co0OI0 TMOTYXHUH Ta THYYKUH
IHCTPYMEHT J1J1s1 0OOpOOKH BBEICHHS KOPUCTYBAu1B, 10 BIAMOBIIAE CyYaCHUM BUMOTaM
JI0 PO3pPOOKHM IHTEPAKTUBHMX 3aCTOCYHKIB. 3aBIsSKH CBOiM MaciiTabOBaHOCTI Ta
MOKJIMBOCTSIM HaJallITyBaHHS, BOHA 3a0e3revuye po3pOOHUKIB yCIM HEOOXITHUM IS
CTBOPEHHSI BHMCOKOSIKICHMX ITOp Ta 3aCTOCYHKIB 3 MIATPUMKOIO Pi3HOMAaHITHUX

MIPUCTPOIB BBEACHHSI.
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PO3I1JI 2. KITIOYOBI XAPAKTEPUCTUKHU TA MOKJIMBOCTI
ITPOTPAMHOTI'O 3ABE3IIEYEHHSA BLENDER

2.1. MoneaoBanusa B Blender

Blender (pumc. 2.1) — 1me BiNmbHE, BIOKpUTE MpPOTPaMHE 3a0C3MEUCHHS IS
MOJIETIIOBAHHS, aHIMallli, peHJEPUHTY, KOMIIOBUTUHTY Ta pelaryBaHHs Bigeo Ta 3D-
rpadiku. Bin ctBopenuit hongom Blender Foundation Ta miarpuMyeTbcsi CIijbHOTOIO
PO3pOOHHUKIB 1 KOPUCTYBaUiB MO BCbOMY CBITY.

— MogemntoBanns. Blender Hagae mmpoki MOXIJIMBOCTI JJ1sI MOZCTIOBaHHS 00'€KTIB

y TPUBUMIpPHOMY MpocTopi. BiH miaTpumMye pi3Hi TEXHIKH MOJAEIIOBaHHS, TaKi
K TIOJIITOHAJIbHE, CKYIBITYPHE, pYKOBOJAHE Ta 1HIII.

— Amnimaris. Blender no3Bosisie cTBoproBaTM CKJIaaHI aHIMalii AJjisl 0O'€KTiB,
MEPCOHAXIB Ta ClEH. BiH Mae I1HCTpyMEHTH Il KaJpyBaHHS, KIIOYOBOI
aHIMaIlli, CKeJICTHOI aHIMaIlll Ta 1HITUX TEXHIK aHIMaIlli.

— Pennpepunr. Blender mae motyxHuil BOyIOBaHUM peHIEpEp, SAKUU J03BOJISE
CTBOPIOBATH BI3yaJIbHO 3aXOILUTIOOUl 300pakeHHS Ta aHiMailii. Bin miarpumye
pi3H1 ABWkKUA penaepinry, Taki sk Cycles Ta EEVEE, axi HanawoTh pi3Hi
MOXKJIMBOCTI Ta €(PEKTH.

— Komnosutunr Ta penaryBaHHs Bineo. Blender wmae iHcTpymMeHTH 1S
KOMITO3UTHHTY Ta pelaryBaHHs BiJI€O, 110 JA03BOJIAE€ 00'€IHYBaTH Pi3HI LIapH,
e(heKTH Ta peaaryBary BiJIcO-KOHTCHT.

— Biakputuit ko Ta crnibHOoTa. OHIEO 3 KIOUuoBUX TnepeBar Blender € Te, mio
BIH € BUIbHUM Ta BIJIKPUTUM MTPOTPaMHUM 3a0€3MEUEHHSIM, 1110 03HAYaE, 1110 BIH
JOCTYIIHUM JIJI1 BUKOPHUCTaHHS Ta Momudikarii Oe3komrToBHO. Benuka Ta
aKTHMBHA CIIUJILHOTA PO3POOHMKIB Ta KOPUCTYBaviB HAJAA€ MiITPUMKY, HABUAIbHI
MaTepialid Ta Pi3HOMaHITHI PECYpCH AJi1 PO3BUTKY BMiHb Ta 3HAHb.
MognentoBanus B Blender — 11e mporiec cTBOpeHHsI TpUBUMIPHUX 00'€KTIB Ta 1X

penaryBaHHs y BIpTyallbHOMY cepefoBuiili. Blender Hamae po3poOHMKaM HMIMPOKUN

CHEKTpP IHCTPYMEHTIB J/Jii CTBOPEHHS PI3HMX THUMIIB OO0'€KTIB — BIJ MPOCTUX
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reoMEeTpUYHUX (POPM 10 CKIAJHUX MEPCOHAXKIB Ta apXITEKTypHUX cropya. Ock aesiki
KITFOYOB1 acTieKTH MojietoBanHs B Blender:

— CrBopennst 00'extiB. Y Blender Bu moxxere cTBOproBaTé pi3Hi TUMHU 00'€KTIB,
Takl sK Kyou, cdhepu, HMIWIHAPU, KOHYCH TOIIO, 3a JOIMOMOIOI BOYIOBaHHX
iHcTpymeHTiB. Kpim Toro, Blender miaTpumye cTBOpeHHsI CKJIagHIX 00'€KTIB 3a
JIOTIOMOTOIO0 MOJIEJTIOBAHHS 3 MelieM (MOJIIrOHaMu), OUTBII CKIIAIHUX KPUBHUX
a00 BUKOPUCTAHHS PI3HUX MOAU(IKATOPIB A1 GOpMyBaHHS 00'€KTIB.

— PenaryBanns 06'exriB. Ilicas cTBopeHHs 00'€KTIB BHM MOXETE iX pemaryBarw,
nepeMilnyoud, ooepTarour ado MacImTadyroud iX 3a JIOMOMOTO BOYTOBaHUX
IHCTpYMEHTIB pefaryBaHHs. Bu Takoxk MOXeTe BHIANATH, J0AaBaTh ado
3MIHIOBaTH OKPEMI €JIEMEHTH 00'€KTiB, TaKl sIK BEPIINHH, peOpa abo TpaHu.

— MopnentoBanHs nepcoHaxiB. Blender Hagae 1HCTpyMEHTH maJii CTBOPEHHS
CKJIaJIHUX TPUBHUMIPHHUX Mojeliel nepcoHaxiB. [{e Bkitouae B cebe CTBOPEHHS
OCHOBHO1 (pOpMU NIEPCOHAKA, HAHECEHHS I€TAJIEH, TAKUX K O0IMYYs, BOJIOCCS
abo ofir, a TakoX poOOTy 3 aHiMalliero ckenera (pira) Ta mMopdom (Iewur
KJIFOUIB).

— Tomnomoriss moneneit. Ilpu MopenoBaHHI BaXXJIMBO BPaXOBYBaTH TOIOJIOTIIO
MoJIeTTi, TOOTO PO3MOLT BEPIIKH, pedbep Ta rpaHel, sikuil BU3Ha4ae Gopmy Ta
CTpYKTypy o00'exta. IIpaBuibHa TOMOJOTIS 03BOJISE€ 3a0€3MEUUTH IIAJIKICTh
00'eKTa, MATPUMKY aHIMaIlli Ta ONTUMaJIbHE MOJICITIOBaHHSI.

— Mopaudikatopu. Blender mae psa moaudikaropis, ki J03BOISIOTh 3MIHIOBATH
dbopmy 00'ekTiB O3 3MiHM iX 0a30BOi reomeTpii. Lle 103BoJIsIE BaM CTBOpIOBATH
ckiaagHi  (GopMH  IIIAXOM  KOMOIHYBaHHS Ta  3acCTOCYBaHHS  PI3HHX

Monu(dikaTopis.
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[lepeBaru ta Hemoniku nporpamMuoro nakery Blender monamo y tabmummi 2.1 [5].

Tabnuys 2.1

XapakrtepucTtuka rmporpamuoro naketry Blender

llepesacu Blender

Heoonixu Blender

beskomrroBHicTh: Blender €
MOBHICTIO O€3KOLITOBHUM MPOrPAMHUM
3a0€3MeueHHsM, 10 POOUTH HOTO
AOCTYIHHUM JIJIsl IIUPOKOTO KOJia
PO3pOOHUKIB.

PisnomaniTHicTh QyHKIIH: Blender
Mae€ MMUPOKI MOXKIJIMBOCTI JIJIsl CTBOPEHHS
3D-mogpeneii, aHiMarlii, TEKCTyp Ta
PEHIEPUHTY, 110 JO3BOJISIE peasizyBaTu
PI3HOMAaHITHI i/1ei.

Po3muproBanicTh: 3a J0MOMOTOIO
J0AATKOBUX MOJYJIB Ta IJIAT1HIB,
Blender moxe 6yTu po3mupeHuit 1is
MIATPUMKH Pi3HUX (QYHKIINA Ta MOTped

PO3pPOOKHU.

Busuenns: Blender mae nemio
BHUCOKHUH MOPIT BXOIKEHHS, 1 1JIs
HOBAYKIB MOJKE 3HAJJOOUTHCS Yac, 100
3pO3YMITH BC1 HOTO MOKJIUBOCTI.

He cTinpku opieHTOBaHUN Ha
po3poOKy irop: Blender He €
creniagi3oBaHUM IHCTPYMEHTOM IS
PO3pOOKHU Irop, TOMy MOXKE OyTH MEHIII
IXOASIIIM JUIS CKIIQTHUX 1TPOBHUX

IpOEKTIiB MopiBHIHO 3 Unity.
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2.2. Awmnimaumii y Blender

Amnimartii y Blender BioOpakaroTh NMpoIiec CTBOPEHHS PyXOMHUX 300paKeHb Ta
CIIeH, KM 3IIHCHIOETHCS 3a JIOMIOMOTol0 Komm'toTepHoi mporpamu Blender. Llei
Ipolec BKIIIOYAE B ceOe CTBOPEHHS Ta pelaryBaHHs pPyXiB 00'€KTiB, MEPCOHAXIB Ta
KaMepH JUIsl CTBOPEHHS BpakalouMx aHIMallliHUX CIEH.

OcHoBHI eTanu nporiecy aHimailii B Blender BkiouaroTs:

— CrBOpeHHsI KIIO4OBUX KajpiB. [loyaTkoBuM eTamoM aHiMallii € BHU3HA4YEHHS
KJIIOUOBHUX KaJIpiB, sIKI BU3HAYAIOTh [TOYATKOBE TA KIHIIEBE MOJIOXKEHHS 00'€KTa UM
nepcoHaxka. L1 KiIFo4oB1 Kaipy BCTAaHOBIIIOIOTHCA HA IEBHUX KAApax y TalMIIaiiHi
aHiMari.

— IIpomixni kanpu (intepriossinisi). [licist BCTaHOBICHHS KIIIOUYOBUX KaJlpiB,
PO3pOOHUK MOXE J10/1aBaTH MPOMDKHI KaJIpH, SIKI BU3HAYAIOTh pyX 00'€KTa MK
KJIIO4OBUMHU Kazapamu. lleil mpouec Bkiodae B ceOe BHUKOPUCTAHHS PIZHUX
METOJIB 1HTEPHOJAIIi, TaKWX fAK JHIWHA, KBajgparuyHa abo KyOiuHa, IS
TUTABHOTO TIEPEXOy MIXK KaJpaMHu.

— PenaryBanHs Tpaektopii pyxy. Po3poOHUK MOe pefaryBaTé TPA€EKTOPIIO PYyXy
00'€KTIB Ta MEPCOHAXIB, BU3HAYAIOUM IUIAX iX pyXy B mpocrtopi. Llel mporec
BKJIIOUA€ B c€0€ BUKOPUCTAHHS IHCTPYMEHTIB TPAEKTOPIi Ta rpadikiB 11 TOUHOTO
HaJIAIITyBaHHS PYXY.

— JlomaBanus animariiinux edekrtiB. [licist CcTBOpeHHS OCHOBHOI aHiMarlii
PO3pOOHUK MOKE J10/IaTH PI3HOMAHITHI aHIMaI1iH1 €(peKTH, TakKl sIK 3MiHa POopMHU,
nedopwmairisi, BuOyxu, 4acTUHKOBI edektu Tomro. Blender Hanae mumpokuit BuOip
IHCTPYMEHTIB JIJIs1 CTBOPEHHS PI3HOMAHITHUX aHIMAIIMHUX €(DEeKTiB.

— Pennpepunr ta ekcriopt. [licns 3aBepiieHHs mpoliecy aHiMallli po3poOHUK MOXKE
3MIACHUTH PEHACPUHT aHIMAIIMHOI CIIEHW Ta €KCTIOPTYBATH ii y BiAMOBIIHUN
dbopmart a1 MOAATBIIIOT0 BUKOPUCTAHHS a00 MyOTiKatii.

J171st CTBOpPEHHS aHIMALIITHUX CKEJIETHUX CUCTEM ISl TPUBUMIPHUX 00'€KTIB, 110
J03BOJISIE M pyXaTHcs, neopMyBaTucs Ta B3aEMOIIATH y BipTyaJdbHOMY MPOCTOPI

BUKOpHCTOBYIOTh Rigging y Blender — nponec cTBOpeHHs! aHIMALIMHUX CKEJETHUX
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CUCTEM JJIi TPUBUMIPHUX OO'€KTIB, IO O3BOJSE M pyxaTucs, nedopmyBarvcs Ta
B3aEMOJIISTH Y BipTyabHOMY mpocTopi. Llei mporiec € KiIro9oBUM €TanoM y CTBOPEHHI
aHIMaIlIiHUX CIIeH Ta nepcoHaxiB y Blender.

OcCHOBHI KOMIIOHEHTH PUTTIHTY B Blender Bkito4aroTh:

— CTBOpEHHS CKeeTy. PUTTIHT MOYMHAETHCS 31 CTBOPEHHSI CKEIIETHOI CHCTEMH, 1110
CKJIQJA€ThCSl 3 KICTOK Ta CIELIaJbHUX KOHTPOJBHUX ejeMeHTiB. Lli KicTku
J03BOJISIIOTH BUBHAYUTHU CTPYKTYPY Ta pyXu 00'€KTa mij yac aHiMallii.

— IlpuB's3ka ckenery g0 wmogeni. [licis CTBOpeHHsSI CKENETHOI CHUCTEMH, i
HeoOX11HO mpuB's3atu a0 mozmeni. Lle 3abe3medye 3B'SI30K MK KICTKaMH Ta
BI/IMOBIJHUMHU YaCTUHAMU MOJIEJII, TAKUMH SIK PYKH, HOTH, T1JIO TOIIIO.

— HanamtyBaHHSI KOHTPOJIBHUX TOYOK. PUTTIHT TakoX BKJIIOYAE HAIAIITYBaHHS
KOHTPOJIBHMX TOYOK, SIKI BHKOPHUCTOBYIOTBCS [IJIi KEpPYBaHHS pPyXOoM Ta
nedopmariiero o0'ekra mijg yac aHimaiii. 1[I KOHTPOJIbHI TOYKH 10O3BOJISIOTH
aHIMaTopaM 3py4YHO KepyBaTH 00'€KTOM Ta MOT0O CKEJIETHOI CUCTEMOIO.

— BcranoBneHHs oOMeXeHb pyXy. PHITIHT Takok BKJIIOYAa€ BCTAHOBJICHHS
OOMEXKEeHb pyXy ISl KOXKHOI KICTKH, 110 JI03BOJISIE OOMEXUTH i1 pyX y MEBHHUX
HanpsiMKax Ta obnactsax. Lle monomarae yHUKHYTH HENPUPOAHUX JePopMaliiii
Ta 3a0€3MeUNTH PeaiCTUHUHUN PyX 00'€KTa.

— TecryBanns ta HanaromxkeHHs. [Ticiis 3aBepIIeHHS! pUTTIHTY BaXKJIMBO MTPOBECTHU
TECTYBaHHSI CKEJIETHOI CHCTEMH Ta BIJMOBIAHOCTI MOJENl, a TaKOXX BHECTHU

HEOOX1TH1 KOPEKTUBHU JJIsl TOCSITHEHHS ONTUMAJILHOTO PE3yJIbTaTy.

2.3. UV-BinoOpa:kenHsi (po3roprka)

UV-Bino6paxxenns (a6o UV-posroptka) y Blender — 1ie npouec npuzHaueHHs
JBOBUMIPHUX KOOPJAMHAT TEKCTYPH TpUBUMIpHOMY 00'exTy. KOkHiii TOUII HA TOBEPXHI
00'eKTa MPUCBOIOETHCS BIJIMOBIIHA TOUKA HA TEKCTYp1, IO J03BOJISIE MTPOrpami 3HATH,
Ky YaCTHUHY TEKCTYpY NOTPIOHO HAHECTH Ha KOXKHY TOUKY 00'ekTa. Le mye Ba>KIuBO

JUISL CTBOPEHHS PEATICTUYHMX Ta JICTAI30BaHUX MOJENEH, OCKITbKH TEKCTypH
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JI03BOJISIIOTH HaZaTh 00'€eKTaM Bi3yalibHY 1H(POpPMAIIiIO, TaKy SIK KOJTbOPH, TEKCTYPH Ta
1HIIT TeTati.

UV-Bi100pa>keHHS BHUKOPUCTOBYETHCS Il PI3HUX IUJIEH, BKIIOYAIOUH
HAHECCHHS JCTaJICH, KOJbOPiB, MAOJOHIB Ta IHIMUX TpadidHux e(PeKTiB Ha MOJICIb.
[le#t mpoiec € BaXJIMBUM KPOKOM y CTBOPEHHI PEalliCTUYHUX Ta JACTali30BaHUX
TPUBUMIPHUX OO0'€KTIB y Bi3yaJlbHUX 3aCTOCYHKaX, TaKMX K 1rpH, Bizyamizaiii abo
aHIMaIlis.

VY Bimomux rpadiuaux mporpamax, Takux sik Blender ta Unity, kopucTyBaui
MOXKYTh MaHiImytoBaTu KoopauHatamMu UV 11st KOXKHOT TOYKH MOJIET, pelaryrouH ix,
100 MOCITTH MOTPIOHOTO Bi3yaidbHOTO edekty. Ile Moxke BKIIOYATH PO3MIIIEHHS Ta
MacITaOyBaHHS TEKCTYp JJIA KPalloro BiIOOpakeHHs, a TAaKOX CTBOPEHHSI CKIIAHUX
TEKCTypHHUX €(DEKTIB, TAKUX SIK peIbe(PU, MATIOHKH Ta TEKCTYPHI IIEPEXOJIH.

CrBopennst UV-po3ropTku o3Haya€e NpU3HAYEHHS JBOBUMIPHUX KOOPJIUHAT
TekcTypu o00'ekty. Y Blender me moxke OyTu 3po0JIeHO pI3HUMH CIOCOOamu,
BKJIIOYAIOUM aBTOMATHUYHE PO3TOPTAHHA, pPydYHE pO3MIMICHHA ab0 BHUKOPHCTAHHS
PI3HMX aJbTEPHATUBHUX METOIB, Takux sik Smart UV Project.

[Ticns ctBopenHst UV-po3ropTku MOXHa BUKOPUCTOBYBATH Pi3HI IHCTPYMEHTH
T 11 omTuMizallli Ta pemaryBaHHs. Lle Moxke BKIIFOUATH TMEepeMilleHHs, 0OepTaHHS,
MaciTaOyBaHHd a00 BHUpPI3aHHS PI3HUX YaCTHUH TEKCTypH, W00 3abe3neunTtu

ONTUMAaJIbHE BUKOPUCTAaHHSA npocTtopy UV-koopauHar.

BucHoBok 10 po3ainy 2
MonentoBannsa y Blender BinoOpakae BaXJIMBHiIl eTan y MpoOLECl CTBOPEHHS
TPUBUMIPHUX 00'€KTIB Ta CIICH JUIsl BAKOPUCTAHHS Y BiJIeOITpax, aHIMaIlii, Bizyaizamii
Ta 1HmMX cdepax komm'torepHoi rpadiku. Borjogiooun  pi3HOMaHITHUMHU
IHCTpyMEHTaMH Ta TexHikamu, Blender no3Bosisie po3poOHMKaM CTBOPIOBATU CKJIAIHI
Ta 3aXOIUTIO0Y1 TPUBUMIPHI 00'€KTH 3 BUCOKHM CTYIIEHEM JeTai3allii.
Amnimanii y Blender € BaxiauMBUM eTanmoMm y Mpolleci CTBOPEHHS Bi3yaJbHO

3aXOIUTIOIOYMX Ta JWHAMIYHMX aHIMAIIMHUX CIeH. 3aBIJKH  PO3IMIHMPEHUM
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MOKJTUBOCTSIM Ta IHCTpyMEHTaM, 110 Hagae Blender, po3poOHUKH MOXYTh CTBOPIOBATH
CKJIaJIHI aHIMAIIiH1 e(PeKTH Ta TUHAMIYHI PYXU 3 BUCOKUM CTYIICHEM JIeTati3allii.

Rigging y Blender — nporiec cTBOpeHHs aHIMAI[IHHUX CKEJIETHUX CHUCTEM JIJIst
TPUBUMIPHHUX 00'€KTIB, 110 T03BOJISAE M pyXaTtucs, 1eopMyBaTUcCs Ta B3a€MOIISTH Yy
BIpTyaJIbHOMY MPOCTOP1 € KJIIOYOBUM €TalloM y CTBOPEHHI aHIMAallIMHUX CIIEH Ta
nepcoHaxiB y Blender.

Y BupimenHi mnpobmemu UV-BinoOpakeHHS BaXIJIMWBY pOJIb BIIITPalOTh
JITOPUTMU PO3TOPTaHHSI TEKCTYp, SIKI aBTOMATUYHO ONTHUMI3yI0Th po3mimieHHss UV-
KOOpJAMHAT Ha TOBEpXHi Mozeni. Lle monomarae yHUKHYTH TIEpEKpUBaHHS TEKCTYp Ta
IHIIMX apTedakTiB 1 3a0e31euye BUCOKOSKICHE Bi3yallbHE MPEACTABICHHS MOJEINI B

rpadiuHUX 3aCTOCYHKaX.
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PO3/LJ]I 3. 3BACTOCYBAHHS CTEKY TEXHOJIOI'TH UNITY/BLENDER

Buxopucranusi Blender pasom 3 Unity € monyiasipHUM MIIXOIOM Yy Taily3i
po3po0Km Bifeoirop Ta Bizyamizariii. Blender, sik moTyxHuii mporpaMHuii makeT JIst
3D-MonentoBaHHs, aHIMAIlli Ta PEHACPUHTY, 3a0e3Medye po3pOOHIUKAM MOXKIIUBICTh
CTBOPEHHS CKJIQJHUX Ta JETaTi30BaHMX OO'€KTIB, a TAaKOXX aHIMAIIMHUX CILIEH IS
BUKOPHCTAHHS B iIFPOBOMY CEPEIOBHIIIL.

Unity, 3 iHmoro 00Ky, € iHTerpoBaHuM cepenoBuiieM po3poOku (IDE) mis
CTBOPEHHS irop Ta iHIIKX iHTEPAKTUBHHUX 3aCTOCYHKIB. F10ro MOIIMBOCTI BKITIOUAIOTH
y cebe 1Mmopr Ta 00poOKy 3D-mozenel, CTBOpEHHS (I3MKH, NPOrpaMyBaHHS
reMMIUICHHHX JIOTIK Ta Bi3yalli3alliio.

IlepeBaru:

— Ekcnopt y ¢opmaru, cymicHi 3 Unity: Blender miaTpumye excnopt mozaeneu y
dbopmaru, siki MOxkHa 6e3nocepeanno iMnopryBat B Unity, Taki sk FBX a6o OBJ,
30epirarouu CTpyKTypy 00'€KTiB, TEKCTYPH Ta aHIMAIIIIO.

— IHrerparis 3 iHmMME actiekramu po3pooku B Unity: [Ticns imnopTyBaHHs Mozieneit
y Unity, po3poOHUKH MOXKYTh JIOJATH iX JIO CIICH, HAJNAIITYBaTH KOJi3ii, (Gh13UIHY
NOBEAIHKY Ta IHIII MapaMeTpu, 00 IHTErpyBaTH iX B TOTOBY TIpy abo

1HTEPAKTUBHUN 3aCTOCYHOK.

3.1. Excmopry ¢opmaru, cymicHi 3 Unity

Excriopr y ¢dopmaru, cymicai 3 Unity, mpencraBisie co000 Mpoliec
NEPETBOPEHHS TPUBUMIPHUX MOJeNed Ta NaHux 13 ¢GopmMary, U0 HIATPUMYETHCS
Blender, y dopmatu, sxuit Mmoxe OyTu 6e3mocepeHb0 IMIOPTOBAHUMA y CEPEIOBHIIE
po3pooku Unity. Ileit mporiec mae BaxiIMBE 3HAYEHHs JJIA IHTETpallli CTBOPEHHUX
00'eKTIB, CIIEH Ta aHIMaIliil y po3po0JIeHy Ipy YM IHIINI IHTEPAKTUBHUIN 3aCTOCYHOK.

VY 3B's3ky 3 TuM, mo Unity miarpumye pizHOMaHITHI Gopmartu (aitiiB s

TpuBUMIpHOI rpadiku, Taki sk FBX, OBJ ta inui, ekcriopt 13 Blender B 11 opmaru €
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NepeBaKHOIO MpakTUKoro. I{e 3abe3medye cymiCHICTh MOZICNICH, TEKCTYD, aHIMAIlIl Ta
IHIIIMX eJIeMeHTIB, cTBOpeHuX y Blender, 3 cepenoBuiieM po3pooku Unity.
[Ipouec excniopty y ¢popmatu, cymicHi 3 Unity, BKIIOYa€ HACTYIIHI €TaIH:

— Po3poOHUK MOBWMHEH TOMEpenHbO MiATOTYBaTH Mojenb y Blender, Bkmtodaroun
HaJIAIITYBaHHS TEKCTYp, MaTepiajiB Ta aHIMallii.

— TIlicnst 3aBepmieHHss miaAroToBKH Mojeii B Blender, po3poOHuK BHOMpAE OIMIIii0
EKCIOpTy Ta 0oupae popmar daiiny, sskuii miarpumyethest Unity, Hanpukian, FBX.

— Ilix gac ekcropTy po3poOHUK MOXE HaJAIITyBaTH IMapaMeTpH, Taki K MacIiTao,
KOOpDJMHATA Ta IHIIl BJIACTUBOCTI MOJENl, 00 3a0e3MeYynuTH MpaBUIIbHE
BijIoOpaxkeHHs y Unity.

— OtpuManuii aitsn iMIopTyeThes y cepenouine po3podku Unity, 1e po3poOHHUK
MOXX€ MPOJOBKUTU POOOTY 3 MOIEIUIIO, JIOAABaTH il 10 CII€HHU, HAJIalITOBYBAaTH

¢b13uKy Ta 1HII TapaMeTpH BIAMOBIAHO O BUMOT TPU YU 3aCTOCYHKY.

3.2. Iurerpauis Blender 3i cuenHamMu, CKpunTamMu, KOJi3issMu,

¢piznuHoI0 NoBeninkow B Unity

InTerparis Blender 31 ciienamu, ckpuntaMu, KoJi3iaMH, (Gi3HMIHOIO TTOBEAIHKOIO
Ta IHIIUMHU acnekramu po3poOku B Unity BimoOpakae CyTTEBUM eTam Mpolecy
CTBOPEHHSI BIJIMIHHOI Bi3yaJbHOI Ta (PYHKIIIOHATIBHOI TPU YH IHTEPAKTUBHOIO
3aCTOCYHKY. LIs iHTerparis BKIOYae B ceOe 37aro/KeHy B3aEMOJII0 PI3HOMaHITHUX
€JIEMEHTIB, 1110 00'€THYIOTHCS AJI1 CTBOPEHHS 371ar0JI)KEHOTO BUPOOY.

— Cuenu 1 o0O'ektu. Blender no3Bossie po3poOHMKAM CTBOPIOBATH CKJIAJHI
TPUBUMIPHI MOJIETI Ta CLIEHH, SKI MOTIM iMnopTytoThest y Unity. Lli cuenu ta
00'€KTH MOXYTh OyTH JIETKO po3MillieH1 B ciieHax Unity, 1€ po3pOOHUKH MOXKYThb
JIOJIaBaTH JIOAATKOB1 €()eKTH, OCBITIICHHS Ta 1HII KOMIOHEHTH IS JOCATHCHHS
Oa)XaHOTO pe3yybTary.

— Ckpuntu Ta mporpamyBanHs. Unity Hagae MOMXJIMBOCTI IS MPOTrpamMyBaHHS

pi3HOMaHITHUX (DYHKIIIH Ta TOBEAIHKY T'PH 32 JIOTIOMOTOI0 CKPHIITIB, HAITMCAHUX
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MOBaMH IporpaMmyBaHHs, TakuMmu Kk C# ab6o JavaScript. Po3poObHuKN MOXYTh
IHTErpyBaTH CKPUMTH 7Sl yIPABIIHHS pyXoM 00'€KTiB, B3a€MOJIi1 3 TpaBIeM Ta
OaraTtbMa 1HIIMMU aClIEKTaMU T'PH.

— Komizii Ta dizuka. [Ticas imnopryBanns 00'ektiB 3 Blender y Unity, po3poOHuku
MOXYTh JIETKO JO/JaBaTH KOMi3li Ta HANTAIITOBYBaTh (DI3UUHY TOBEIIHKY
00'exTiB. Lle 103BOJII€ CTBOPIOBATH PEATICTUYHY B3a€EMOJIII0 00'€KTIB Y I'pi, TAKy
SIK 3ITKHEHHS Ta B3a€EMOJIIS 3 HABKOJIMIITHIM CEPEIOBHIIECM.

— AmniMaris Ta pyxu. Blender 3a0e3neuye notyxHi IHCTpYMEHTH Ji1 CTBOPEHHS
aHIMaIIHHUX CIeH Ta nmepcoHaxiB. L{i aHiMaiii MOXyTh OyTH €KCHIOPTOBaHI y
dopmari, mo miaTpuMyeTbea Unity, 1 IHTETpOBaHi y TPy 3a IONOMOTOK0 CKPHUIITIB

Ta 1HIIKUX 3aC001B PO3POOKH.

3.3 Peauaizauis npororumy 3D 3acToCyHKY

Ha mpakTuiil ycninso peanizoBaHo npototun 3D rpu, sskuii BKJIIOYa€ HACTYIHI
KOMITOHEHTH:
1. AHiIMOBaHi Ta TEKCTYpPOBaH1 MOJIEIII.
V¥ Blender cTBopeHo Ta aHiMOBaHO AeKuIbka 3D Mojeneit, siki miciist boro Oyiu
TEKCTYpOBaHI JIJIsl OUIBIIOT pealiCTUYHOCTI.
[Ipotiec cTBOpeHHs MOMEII:
— CtBopenHst 6a30Boi (opMu. BukopucTaHHS 1HCTPYMEHTIB MOJIETIOBAHHS JIJIS
CTBOpEHHs 0a30BOi (hopMH MOJIEI.
— Jeramizamis. JlogaBanHs aeranei 3a JOMOMOTOIO CKYJABIITUHTY Ta MOAU(DIKaTOPIB.

Ha puc. 3.1 BimoOpaskeHO CTBOPEHY Ta JIeTalli30BaHy MOJIETb.
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Puc. 3.1. CtBopeHa Ta merajnizoBaHa MOJIEITh

— UV-posroptka.  CrBopenHs  UV-posropTkun  ans  MOJAJIBIIOTO
TEKCTYPYBaHHSI.

— TexctypyBanHs. HaHeceHHS TEKCTYp 3 BUKOPUCTAHHSAM Pi3HUX IIapiB Ta
MaTepiaiB.

Ha puc. 3.2. BinoOpaxeHo TEKCTypOBaHy MOJEb.

Puc. 3.2. TekctypoBaHa MOJENb
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[Ipomec animartii:
— CrBopeHHs piriB (ckeneTiB). HamamTyBaHHSI CKEJETHOT CTPYKTYPH IS
MOJIEI.
— Amnimamia piriB (puc. 3.3). BuxopucraHHs piriB Ui CTBOPEHHS

aHIMAIIHHUX TTOCTIIOBHOCTEH, TAaKHUX SIK X0Ah0a, OIT, CTPUOKH TOIIIO.

Puc. 3.3. AniMoBaHa MOJIEJb 3 TPUB’ I3aHUM PIFOM

2. KonTponepu aHimarrii.
VY Unity 31iiiCHEHO HaJIaIITYBaHHS KOHTPOJEPIB aHIMAaIlii, sIKI 3a0€3MeUyIOTh
IJIaBHI IEPEXOU MK PI3HUMHU CTaHAMU aHIMAallii.
HanamryBanHst KoHTpoJepa aHiMariii:
— CrBopeHHs aHiMarliiiHoro kontposiepa. B Unity cTBOpeHO KOHTpoJIEp,
KU Kepye aHIMalIMHUMH CTaHAMH.
— CTBOpEHHsI CTaHIB Ta MepexoliB. BH3HaueHHs pI3HUX aHIMaLIMHHUX
craHiB (Hanpukian, Idle, Walk) Ta HanamTyBaHHS epexo/liB Mi>k HUMH.
— HanamryBanus napamerpiB. Bukopuctanss napameTpiB Ajisi KepyBaHHS
nepexoaMu MIX CTaHaAMU (HaPUKIIA, IBUAKICTD, HAITPSIMOK).

Ha puc. 3.4 — BikHO 3 HAJIAIITOBAHUM KOHTPOJIEPOM aHIMAIIii.
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Auto Live Link

Puc. 3.4. HanamroBanuii KOHTpoJsiep aHiMaIin
3. User Input Ta cucrema BBeICHHA
PeanizoBaHO cucTeMy BBEIEHHS KOPHUCTYBAallbKUX KOMaHJ, $Ka BKIIIOYA€E
00pOoOKy BBEJEHHS 3 KJaBiaTypu Ta MHUIII 3a JOMOMOTOI0 HOBOI CUCTEMHU BBEJCHHS
Unity Input System.
HanamryBanHs cucteMu BBEICHHS:
— CtBopenns Input Actions (puc. 3.5). Busnauenns aii, siki MOBUHHI OyTH BUKOHAHI1
IIPY HATHCKAaHHI KJIaBill 400 KHOMOK MUIII.
— IlpuB'sizka 10 CKpUNTIB. 3B'I3yBaHHSA BBEJIEHHS KOPUCTYyBaya 31 CKpHUIITAMH, SIKi
KEepPYIOTh MOBEIIHKOI IIPOBUX 00'€KTIB.

Auto-Save

Action Maps -+ Actions =+ Action Properties

Player Movement I ]

Pass Thrc~
Vector 2 «

Puc. 3.5. HanamrroBanuii Input Action
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BucHoBok 10 po3ainy 3

[arerpanis Blender 3 cuenamu, ckpuntamu, Komi3isiMu, (i3MIHOIO MTOBEAIHKOIO
Ta THIIMMH acriekTamMu po3poOku B Unity € KIIFOHOBUM €TaroM y NpoIeci CTBOPEHHS
irop Ta IHTEpaKTUBHUX 3aCTOCYyHKIB. Ll 1iHTerpaiiss A03BOJsiE PO3POOHUKAM
CTBOPIOBATH CKJIQJHI Ta 3aXOIUIIOI0Y1 Bi3yalibHI Ta IrpoBi €()eKTH, BUKOPHUCTOBYIOUH
MOTYXKHICTh 000X I1aThopM.

Yepes xombinamio Blender ta Unity po3poOHHKU CTBOPIOIOTH Bpaxatodi 3D-
cepeNoBHIIa Ta IrPOB1 JOCBIIU, TOEAHYIOUH MOTY>KHICTh IHCTPYMEHTIB MOJICJTFOBAaHHS
Ta aHiMallli 3 MOXKJIMBOCTSIMU MPOTpaMyBaHHs Ta Bizyanizailii, o npononye Unity.

3aBasiKM Mpolecy excrnopry y ¢opmaru, cymicHi 3 Unity, po3pOoOHUKH MOXYTh
e(eKTUBHO 1HTErpyBaTH MOjEINi, aHIMaIli Ta iHmI TpadidyHi pecypcu, CTBOPEH1 Y
Blender, y mponec po3podku B Unity, cnpusitodud TaKMM UYHWHOM IIBHAKOMY Ta

MPOAYKTUBHOMY CTBOPEHHIO 1rOp Ta IHTEPAKTUBHUX 3aCTOCYHKIB.
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BUCHOBKU

Y Xoml JgaHoOro JOCHiDKEHHS Oyld0 MpoaHalli3oBaHO MOXKJIMBOCTI Ta
IHCTpyMEHTapiil IBOX MOTYXXHHUX IporpamHux cepenosuin — Unity Ta Blender — ans
CTBOPEHHSI ITPOBUX 3aCTOCYHKIB. OCHOBHUMHM HampsMKaMHu JOCIHIJKEHHS Oyiau
MOJIeJIFOBaHHs Ta aHiMmallis B Blender, a Takox iHTerpariisi CTBOPEHOT0 KOHTEHTY B
Unity ais momansiinoi po3poOKu Tpu.

Ha mpaktuii Oyno ycminmmHo peainizoBaHo nNpoToTun 3D rpu, sSKui BKIIFOYAE:
aHIMOBaH1 Ta TEKCTypOBaH1 Mojei, KoHTposepu aHiManiv, User Input Ta cuctemy
BBEJ/ICHHS, 1HTEPAKTUBHI €JIEMEHTH.

V¥ Blender Oyiio cTBopeHOo Ta aHIMOBaHO JeKiibKa 3D Moene, Kl mics 1bOro
OyJIi TEKCTYpPOBaH1 JjIsl O1IBIIOT pealiCTUYHOCTI.

V¥ Unity O6yno HalamToBaHO KOHTPOJEPH aHIMAIlH, SKi 3a0€3MeUyI0Th TUIaBHI
MEePEXOIU MK PI3HUMH CTaHAMU aHIMaIlii.

PeamizoBaHo cuCTEMy BBEICHHS KOPHCTYBallbKUX KOMaH, SKa BKIJIFOYAE
00poOKy BBEACHHS 3 KJaBlaTypH Ta MHUIII 3a JIOIMOMOTOK HOBOi CHCTEMH BBEICHHS
Unity Input System.

VY mporotumi peanizoBaHO 0a30By B3a€EMOAII0 MK ITPOBUMH 00’ €KTamMH Ta
IpaBIIeM, 110 JI03BOJISIE JIEMOHCTPYBAaTH OCHOBHI MOXKJIMBOCTI irpoBoro pymrist Unity.

HocnimxenHs mnokaszano, mo komOiHauis Blender 1 Unity € edexruBHUM
nigxonom st ctBopeHHst 3D irpoBux 3actocyHkiB. Blender 3a0e3meuye BHCOKHIA
pIBEHb KOHTPOJIO HaJ MOJEISMU Ta aHiMalisiMu, Toai sk Unity Hajgae MOTYy»XHI
THCTPYMEHTH ISl IHTETpallii HUX €JIEMEHTIB Y (PyHKL1OHAJIbHUMN ITPOBUIA MTPOTOTHII.

Y mincymky, BuxopuctanHs Blender Tta Unity pgo3Bonsie e(eKTUBHO
peanizoByBaTH CKJIaAH1 IFPOBI MPOEKTH, HAJIAI0UU PO3POOHUKAM MOTY>KHI IHCTPYMEHTH

JUTSI CTBOPEHHS SIKICHOTO KOHTEHTY Ta MOTo 1HTErpallii B irpoBe CEPeIOBHUIIIE.
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JMooamox A

Omnmuc 6a30BOro Kiaacy ycix kosaaigepis B Unity

Le# kon - wactuHa npoctopy iMeH UnityEngine 1 onucye 0a3oBHii kiac BCIX

konaitaepi y Unity - Collider.

[TpocTopu iMeH 1 BU3HAUYEHHS KJIACy:

Kon 3naxonutees B mpoctopi iMeH UnityEngine.
Knac Collider € 6a30BuM kiacom st BCix konaitaepis y Unity.

ATpubyTH KIacy:

[RequireComponent(typeof(Transform))]: Lleit atpuOyT Bka3ye, 1110 KOMIOHEHT
Transform 060B'13k0BO MOBHHEH OyTH NOJAHUM IO TOTO K 00'€KTa, HA SIKOMY
pO3MIIIEHUH 1Iel KoJlaiiep.

[RequiredByNativeCode]: Ileit atpuOyT Bka3ye, 110 KJac € HEOOXITHUM IS
BHYTpIIIHBbOr0 Koy Unity.

[NativeHeader("Modules/Physics/Collider.h")]: Bkasye, mo indopmaris mpo
kiac Collider 3naxonuthes B 3aronoskoBomy daiini Collider.h momyns dizuku
Unity.

BractuBocri:

enabled: Bkazye, uu € xonaiiiep akTHBHHIM.
1sTrigger: Bkasye, un € Kosnaiiiep TpUrepom.
contactOffset: Bigctanb Mk KonaiiiepaMu, Ha SIKiii BOHH 31IITOBXYIOTHCS.

Metonu:

ClosestPoint(Vector3 position): [loBepTae HaitbaM>Kuy TOUKY Ha KoJlalepl 10
3a7aHol MMO3MIII].

ClosestPointOnBounds(Vector3 position): [loBepTae HallOIMXK4y TOUKY Ha
Mexax KoJlaaepa J10 3aJaH01 MO3HIIii.

Raycast(Ray ray, out RaycastHit hitinfo, float maxDistance): Buxonye
MIPOMEHEBE BUSBIICHHS 31TKHCHHSI 3 KOJIAMICPOM.

Bukiviku MetofiB, peanizoBaHUX HATUBHO:

bararo METO/I1B OMIYEeHI aTpudyTOM
[MethodImpl(MethodImplOptions.InternalCall)], mo Bkazye Ha iXHIO
peaizallito Ha piBHI MOBH nporpamyBanHs C++ ado CH.

Hesiki meromu nomideni [MethodImpl(MethodIlmplOptions.InternalCall)] i1
extern, 10 BKa3ye Ha BUKIUK 30BHIIIHBOT (PyHKIII].
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€ BUKIIMKU METO/IIB, 5IK1 30€pIratoThCsl HATUBHO.

OTxe, 11eH KOJT ONTUCY€E OCHOBHI XapaKTEPUCTUKU Ta PyHKIIOHANBHICTH Kitacy Collider
B Unity, Taki ik aKTUBallisl, TPUT€pHU, TPOMEHEB1 BUSBIICHHS 31TKHEHb Ta 1HIIIE.

using System.Runtime.CompilerServices;
using UnityEngine.Bindings;
using UnityEngine.Scripting;

namespace UnityEngine

{
//
// A base class of all colliders.
[RequireComponent(typeof(Transform))]
[RequiredByNativeCode]
[NativeHeader("Modules/Physics/Collider.h")]
public class Collider : Component

{
//
// Enabled Colliders will collide with other Colliders, disabled Colliders
won't.
public extern bool enabled
{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;

}

//
// Ceogka:
// The rigidbody the collider is attached to.
public extern Rigidbody attachedRigidbody
{
[MethodImpl(MethodImplOptions.InternalCall)]
[NativeMethod("GetRigidbody")]
get;

//
// Ceogka:
// The articulation body the collider is attached to.
public extern ArticulationBody attachedArticulationBody
{
[MethodImpl(MethodImplOptions.InternalCall)]
[NativeMethod("GetArticulationBody")]
get;
}

//
// Specify if this collider is configured as a trigger.
public extern bool isTrigger
{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;

}

//
// Contact offset value of this collider.
public extern float contactOffset

{



[MethodImpl(MethodImplOptions.InternalCall)]

get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;
3
//
// The world space bounding volume of the collider (Read Only).
public Bounds bounds
{
get
{
get_bounds_Injected(out var ret);
return ret;
}
3
//
// Specify whether this Collider's contacts are modifiable or not.
public extern bool hasModifiableContacts
{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;
}
//
// Whether or not this Collider generates contacts for
Physics.ContactEvent.
public extern bool providesContacts
{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;
}
// A decision priority assigned to this Collider used when there is a
conflicting
// decision on whether a Collider can contact another Collider.
public extern int layerOverridePriority
{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;
}
// The additional layers that this Collider should exclude when deciding
if the
// Collider can contact another Collider.
public LayerMask excludelLayers
{
get
{
get_excludeLayers_Injected(out var ret);
return ret;
}
set
{
set_excludeLayers_Injected(ref value);
}
}

//
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// The additional layers that this Collider should include when deciding
// Collider can contact another Collider.
public LayerMask includelLayers
{
get
{

get_includeLayers_Injected(out var ret);
return ret;

}
set
{
set_includeLayers_Injected(ref value);
}
3
//
// The shared physic material of this collider.

[NativeMethod("Material")]
public extern PhysicMaterial sharedMaterial

{
[MethodImpl(MethodImplOptions.InternalCall)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
set;
}
// The material used by the collider.
public extern PhysicMaterial material
{
[MethodImpl(MethodImplOptions.InternalCall)]
[NativeMethod("GetClonedMaterial™)]
get;
[MethodImpl(MethodImplOptions.InternalCall)]
[NativeMethod("SetMaterial")]
set;
}
// Returns a point on the collider that is closest to a given location.
// Location you want to find the closest point to.
// The point on the collider that is closest to the specified location.
public Vector3 ClosestPoint(Vector3 position)
{
ClosestPoint_Injected(ref position, out var ret);
return ret;
}

private RaycastHit Raycast(Ray ray, float maxDistance, ref bool hasHit)

Raycast_Injected(ref ray, maxDistance, ref hasHit, out var ret);
return ret;

}

public bool Raycast(Ray ray, out RaycastHit hitInfo, float maxDistance)

{
bool hasHit = false;
hitInfo = Raycast(ray, maxDistance, ref hasHit);
return hasHit;

}

[NativeName("ClosestPointOnBounds")]
private void Internal_ClosestPointOnBounds(Vector3 point, ref Vector3 outPos,

ref float distance)

{

Internal_ClosestPointOnBounds_Injected(ref point, ref outPos, ref

distance);
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// The closest point to the bounding box of the attached collider.
//

// TapameTpbl:

//  position:

public Vector3 ClosestPointOnBounds(Vector3 position)

{
float distance = 0f;
Vector3 outPos = Vector3.zero;
Internal_ClosestPointOnBounds(position, ref outPos, ref distance);
return outPos;

3

[MethodImpl(MethodImplOptions.InternalCall)]
private extern void ClosestPoint_Injected(ref Vector3 position, out Vector3
ret);

[MethodImpl(MethodImplOptions.InternalCall)]
[SpecialName]
private extern void get_bounds_Injected(out Bounds ret);

[MethodImpl(MethodImplOptions.InternalCall)]
[SpecialName]
private extern void get_excludelLayers_Injected(out LayerMask ret);

[MethodImpl(MethodImplOptions.InternalCall)]
[SpecialName]
private extern void set_excludeLayers_Injected(ref LayerMask value);

[MethodImpl(MethodImplOptions.InternalCall)]
[SpecialName]
private extern void get_includeLayers_Injected(out LayerMask ret);

[MethodImpl(MethodImplOptions.InternalCall)]
[SpecialName]
private extern void set_includeLayers_Injected(ref LayerMask value);

[MethodImpl(MethodImplOptions.InternalCall)]
private extern void Raycast_Injected(ref Ray ray, float maxDistance, ref bool
hasHit, out RaycastHit ret);

[MethodImpl(MethodImplOptions.InternalCall)]
private extern void Internal_ClosestPointOnBounds_Injected(ref Vector3 point,
ref Vector3 outPos, ref float distance);

}
}

HHooamok b

Jlorika kepyBaHHsI rpaBueM

using System;

using System.Collections;

using System.Collections.Generic;

using System.Security.Cryptography.X509Certificates;
using UnityEngine;

public class PlayerlLogic : MonoBehaviour



//3aronoeku Hap nonamu B IHCnekTopi Ana 3pyyHocTi BipgnaropmeHHS
[Header("Visuals")]

public GameObject playerModel;

public float rotatingSpeed = 2f;

public Animator playerAnimator;

[Header("Equipment")]

public gunLogic gun;

public KnifelLogic knife;

public GameObject sandThrowPrefab;
public float throwingSpeed;

public int sandAmount = 5;

public int bulletsAmount = 40;

[Header("Movement")]
public float movingVelocity;
public float jumpingVelocity;

private bool canJump;
//cTBopeHHs 06'ekTy knacy Rigidbody

private Rigidbody playerRigidBody;
private Vector3 originalPlayerAnimatorPosition;

// MeTop Start BMKIMKAETbCA Mepep nepuuM OHOBNEHHAM Kappy (frame)
void Start()

{
//3anuc B 06EKT KNAcCy KOMMOHEHTY
playerRigidBody = GetComponent<Rigidbody>();
originalPlayerAnimatorPosition = playerAnimator.transform.localPosition;
}

// MeTop Update BMKNUKA€ETbCA OAMH pa3 Ha Kapp
void Update()
{
//nepeBipka 4M MOMHa CTpu6aTU
RaycastHit hit;
if (Physics.Raycast(transform.position, Vector3.down, out hit, 1.35f))

canJump = true;

void ProcessInput()

{
playerRigidBody.velocity = new Vector3(
9,
playerRigidBody.velocity.y,
0);
}
ProcessInput();

//YTpuMaHHa aHimaTopy nepcoHaky Ha micui
playerAnimator.transform.localPosition = originalPlayerAnimatorPosition;

//cTpubok
if (canJump && Input.GetKeyDown("space"))
{

canJump = false;
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playerRigidBody.velocity = new Vector3(
playerRigidBody.velocity.Xx,
jumpingVelocity,
playerRigidBody.velocity.y);
}

bool isPlayerMoving = false;

//Pyx Ha WASD
if (Input.GetKey("d"))
{
playerRigidBody.velocity = new Vector3(
movingVelocity,
playerRigidBody.velocity.y,
playerRigidBody.velocity.z

playerModel.transform.rotation =
Quaternion.Lerp(playerModel.transform.rotation,
Quaternion.Euler(0,90,0),Time.deltaTime *rotatingSpeed);
isPlayerMoving = true;
}

if (Input.GetKey("a"))
{

playerRigidBody.velocity = new Vector3(
-movingVelocity,
playerRigidBody.velocity.y,
playerRigidBody.velocity.z

playerModel.transform.rotation =
Quaternion.Lerp(playerModel.transform.rotation, Quaternion.Euler(0, 270, 0),
Time.deltaTime * rotatingSpeed);
isPlayerMoving = true;
}

if (Input.GetKey("w"))
{
playerRigidBody.velocity = new Vector3(
playerRigidBody.velocity.Xx,
playerRigidBody.velocity.y,
movingVelocity

playerModel.transform.rotation =
Quaternion.Lerp(playerModel.transform.rotation, Quaternion.Euler(®, 0, 0),
Time.deltaTime * rotatingSpeed);

isPlayerMoving = true;

if (Input.GetKey("s"))
{
playerRigidBody.velocity = new Vector3(
playerRigidBody.velocity.Xx,
playerRigidBody.velocity.y,
-movingVelocity

)i

playerModel.transform.rotation =
Quaternion.Lerp(playerModel.transform.rotation, Quaternion.Euler(0, 180, 0),
Time.deltaTime * rotatingSpeed);
isPlayerMoving = true;
}

playerAnimator.SetFloat("Forward", isPlayerMoving ? 1f : 0f);



if (Input.GetKey(KeyCode.LeftShift) && Input.GetMouseButtonDown(0))
{

}
if (Input.GetMouseButtonDown(0))
{

knife.StrongAttack();

knife.Attack();
}

if (Input.GetKeyDown("x"))
{

ThrowSand();
}
if (Input.GetKeyDown("c"))
{
if (bulletsAmount>0)
{
gun.Attack(Q);
bulletsAmount—-;
}
}
}
private void ThrowSand()
{
if (sandAmount <= 0)
{
return;
}

GameObject sandObject = Instantiate(sandThrowPrefab);

sandObject.transform.position = transform.position +
playerModel.transform.forward;

Vector3 throwingDirection = (playerModel.transform.forward).normalized;

sandObject.GetComponent<Rigidbody>() .AddForce(throwingDirection*throwingSpeed);
sandAmount—-;
}

JMooamoxk B

Jlorika ciigyBaHHSl KaMepH 3a rpaBLeM

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

public class NewBehaviourScript : MonoBehaviour

{
//uinb po akoi npuBA3lyeTbca Kamepa i cnipye 3a Hew
public GameObject target;
//3MiHa 9Ka BM3HA4Ya€ MNoNoOMeHHA Kamepu BipgHocHo uini
public Vector3 offset;
//3miHa pnga 3rnamyBaHHA pyXy Kamepu 3a uinnw
public float focusSpeed = 1f;
// Start is called before the first frame update
void Start()
{



}

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

//OHOBJ'IEHHH KaMepu BUKIIMKAETbCA KOXMeEH Kapp
transform.position = Vector3.Lerp(transform.position,
target.transform.position + offset, Time.deltaTime*focusSpeed);

}
}
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