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AHOTaNIis
OcBaaba B.JI. «CTBOpeHHsI 10AaTKY 3 HiATPUMKOIO 6a3mu 1aHux Ha Unity

Sengine»

B Bunycksii kBamigikamiiiHii poOOTI PO3IIASHYTO  TUIM OCBITHIX 1rop,
MIPOBEJICHO aHali3 iX BUKOPUCTAHHSA Yy OCBITI Ta HaJaHO iX Kiacu(ikallis, TaKoX
PO3IJIIHYTI B)K€ ICHYIOUl OCBITHI irpoBi muiaropmu. Takoxx B BUIYCKHIA poOOTI
MOKa3aHO TOCTIOBHICTh PO3POOKH TP JJIsl IPOBAKEHHS B OCBITHIN TPOIIEC; IKUM
YUHOM BIZOYIEThCs 3B'SI30K 3 0a3010 JaHuUX (HaBYaJIbHI MaTepiaju) Ta eTamu
PO3pOOKH; PO3TIASHYTO XapaKTePUCTHKY IrPOBOTO JBMXKKY Ta TEXHOJIOTIT IS
PO3poOKHU BCi€l TpU. Y PO3aLIl PO pO3POOKY IPU OMHUCYIOTHCS KOHIIENT PO3POOKHU
IpYd, BHUKOpPHUCTaHI eneMeHTH iHTepdeiicy Ta moxiauBocTi Unity Engine Ta 3a
JIOTIOMOT OO SIKUX €JIEMEHTIB BiI0YBa€ThCs B3aeMOJIs 3 023010 JaHUX.

Bunyckna xkBamidikamiina poOota Ha Temy «CTBOpPEHHS JOAATKy 3
niaTpuMKor 0a3u manux Ha Unity Sengine» mictuth 44 cropinku, 1 tabnumro, 14
PUCYHKIB Ta 5 noaaTkiB. CHCOK MOCUiIaHb BKIIIOYa€e 13 MyHKTIB

Kuarwo4oai ciioBa: ocBiTHs rpa, irpoBuil ABMKOK, Unity Engine, 6a3a qaHux.



ANNOTATION

«Develop the application with database of Unity Sengine»

In graduation qualification work, we’ve examined types of games, analyzing use of
this games in education, also get the view on existing game platforms.

Also in graduation qualification work we show sequence of game development for
accepting in studying process, connection with database(learning materials) and
technology of game development. In the section about game develop described
concept of game, used the elements of interface and possibility of Unity engine and
connection with database.

Graduation qualification work at topic «Develop the application with database of
Unity Sengine» including 44 pages, 1 table, 14 figures and 5 additions. List of
sources including 13 points.

Key words: education game, game engine, Unity engine, database
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HEPEJIIK YMOBHHUX ITO3HAYEHBb TA CKOPOYEHbD

GUI - graphical user interface — rpadiunmii KOpUCTYBaTLHUIIBKUI

iHTEepdeiic;

IDE  ——integrated development environment — iHTerpoBaHe cepeIOBHIIEC
pO3po0KHU;

JDK  —java development kit — kommiekT 3aco6iB po3poOku Java;

NDK - Android native development Kit — makeT iHCTpyMeHTapiiB i

010J110TeK, 1110 TO3BOJISIE peaTizyBaTH YacTUHY nporpamu Ha MoBi C/C++;

SDK - software development Kit — komrutekT 3aco6iB po3poOku (Android)

SSAO - screen space ambient occlusion — mporpamHa TexHika (METOIMKA) B
TPUBUMIPHIA KOMMI'IOTEpHIN rpadili, sSka € HaOJMKEHOIO IMITAIEI0 TI00aTbHOTO

OCBITJICHHS



BCTYII

IrpoBi TexHoJoOrii 3aliMalOTh BaXKJIMBE MICIle B HaBUaJbHOMY mpoleci. Irposi
TEXHOJIOT1i MOB'sI3aH1 3 IrpoBol0 (OPMOIO B3aEMOJIi BUKJIaJada 1 CTyIEHTa yepes
peanizailiio MeBHOTO CIOKETY (IrpH, Ka3KH, CIEKTaKIi, cipaBa-iie cnuikyBaHHs). [Ipu
IIbOMY OCBITHI 3aBJaHHS BKIIOYAIOThCS B 3MICT UIpU. B OCBITHBOMY IpoIleci
BUKOPUCTOBYIOTh 1liKaBl, TeaTpayi3oBaHl, [IiJI0Bl, pOJbOBI, KOMII'IOTEpHI ITrpH.
Po3poOkoro Teopii rpu, i1 METOMOJOTIYHHMX OCHOB, 3'ICYBaHHAM il COLIAIBHOT
OpUpPOAM, 3HAYEHHS JUIsl PO3BUTKY YYHS 3aiimManocs yuMano YydeHux. Peamizaris
I'POBUX MPUIOMIB Y HABYaHH1 BIIOYBAETHCS 3a TAKUMU OCHOBHUMH HaIpPSIMKaMUu:

* JMJAaKTHYHA METa CTaBUTHCS Iepes] 3700yBaya MU OCBITH Yy (opMI IrpoBOi
3a1a4i;

* OCBITHS JISUTBHICTb MiAMOPSIKOBYETHCS IIpaBUJIaM I'pH;

* HaBYAJbHUI Marepial BUKOPUCTOBYETHCS B SIKOCTI ii 3ac00y, B HaBYAJIbHY
JISUTBHICT BBOAMUTHCS €JIEMEHT 3MaraHHs, SKUl MEepeBOAUTH TUIAAKTUUHY
3ajiauy B IrpOBY;

*  YCIIIIHE BUKOHAaHHA JUJAKTUYHOTO 3aBJIaHHS 3B'SI3y€TbCA 3 ITPOBUM
PE3YIBTATOM.

Bizyanizaris € ogHuM 3 Halle(DEKTUBHIIIMX METOJIB HAaBUAaHHS, IO JIOMIOMArae
Habarato mpocTimie 1 TaubIie po3idpatucs B CYTHOCTI pi3HUX sBUMI. OcoOIHMBO
KOPUCHUMH € Bi3yali3allii Ta MOJEIIOBAHHS TMPU BUBYCHHI JAWHAMIYHHUX, IO
3MIHIOIOTBCSI B Yaci 00'€KTIB 1 SBHWIN, SKi OyBa€ CKJIAJHO 3PO3YyMITH, JUBISAYUCH HA
OpOCTYy CTAaTWYHY KapTUHKY B 3BUYaiHOMY miapyuyHuky. J[laneko He Bci
EKCIEPUMEHTH MOKHA YU TMOTPIOHO BUKOHYBaTH B ayaurtopli. Toxx He IUBHO, IO

TEXHOJIOT1i TU(POBOTO MOJEITIOBAHHS JTOCUTH MIBUAKO MPUUIILIN B II0 TaTy3b. 3apa3
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y MEpexi IHTEPHET MPEJCTaBICHO IU1a JIiHIIKa MPOrpaMHUX MAKETIB, MPU3HAUYCHUX
I BUKOHAHHS BIpTYaJIbHUX HABYAILHUX €KCTIEPUMEHTIB.

IrpoB1 TE€XHONOrIi HE TUIBKU CHPUSIOTh BUXOBAHHIO IMI3HABAJIBHUX IHTEPECIB Ta
aKTHUBI3aIlli JISJTBHOCT1 3100yBayiB OCBITH, & i BUKOHYIOTh HU3KY THIIUX ()YHKITIMH:
. NpaBWIbHO OpraHi3oBaHa, 3 ypaxXyBaHHSAM cheuudikd martepiaiy, rpa
TpPEeHye NaM'sTh, JoroMarae 3700yBayaM OCBITH BUPOOUTH MOBH1 BMIHHS 1 HABUYKH;
. rpa CTUMYJIIOE PO3YMOBY AISUIBHICTB 3100yBauiB OCBITH, PO3BUBAE yBary 1
Mi3HaBaJbHUM THTEPEC A0 NUCIUIUTIHY;
. rpa - OJMH 3 MPUHOMIB MOJOJAHHS MAaCUBHOCTI 37400yBayiB OCBITH.
@DyHKIIIS TpH - ii pi3HOMaHITHA KOPUCHICTh. Y KOKHOTO BUIY I'PH CBOSI KOPUCHICTD
[rpu mpoinuM TOBrUi NMUIIX CTAHOBIICHHSI BiJl HAMIIPOCTIIIIX TBOKOJIBOpHHUX 2D
irop 1o cydacHux 3D irop 3 Bucokum piBHeM Tpadiku. LleHTpanbHUM mporpaMHUM
KOMIIOHEHTOM KOMI'IOTEpHUX Irop € IirpoBuid pymii. Bin 3abe3nedye OCHOBHI
TEXHOJIOT'11, CIIPOITye PO3pPOOKY 1 4acTO A€ I'pl MOXKIIBICTH 3aIyCKaTIiCsS Ha JEKUIBKOX
miaTdopmax, TaKuX sIK I'pOB1 KOHCOJII Ta HACTLIBHI ONEpaIliifHl CUCTEMH, HAIIPUKJIIAI,
GNU / Linux, Mac OS X i Microsoft Windows.
Unity Engine ie myasTuIuiarOpMeHHNN iIrpOBUil IBUKOK JIJIs1 PO3POOKH TBOX-1
TPUBMMIpPHHUX 1rop, IO MpamiooTh mia onepamidinumu cuctemamu Windows OS X,
Windows Phone, Android, Apple 10S, Linux, a Takox Ha irpoBux mnpucraBkax WIii,
PlayStation 3, PlayStation 4, Xbox 360, Xbox One. € MOXIHBICTh CTBOPIOBATH
IOJATKH JUIS 3aIyCKy B Opay3epax 3a JI0IoMororw creriansHoro moxyist Unity Engine
(Unity Web Player), a Takox 3a pgomomoror peamizamii texHosorii WebGL
(mporpamua 6i061i0TEKa, 110 T03BOJIIE CTBOpIOBAaTH Ha JavaScript intepaktuBHy 3D-
rpadiky). Unity Engine nmiarpumye aBi ciuierapaux MoBu Javascript, C #.
Axmyanonicms  pobomu. 1IpoTArom OCTaHHBOIO Yacy JyXe CTPIMKO
PO3BUBAIOTHCS 1HIYCTPiS HABYAIBHUX KOMITIOTEPHUX IrOp. 1y PO3POOHUKIB irop
3'SIBUTIOCST  OLIbIIE MOMIMBOCTEH, aKTyallbHOIO CTa€ HedopMalibHa OCBITA, SIKY
CTYACHTH MOXYTb OTPUMAaTH BUKOPUCTOBYIOUH IrpoBi miuatdgopmu. Lle mpusBoauts 10

HOBOT'O PO3YMIHHS POJII YHIBEPCUTETCHKOI OCBITH 1 CBOOOJM MJis TBOPUOCTi. Tomy y

Apryw
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LI JUMIOMHINA poOOTI PO3IVISIHYTO Cy4YacHl TEXHOJIOTIl ISl pOo3pOOKH HaBYaIbHUX
Irop, BU3HA4Y€HO KpUTEpii BUOOPY BIPHOTO IHCTPYMEHTY ISl pO3pOOKH 1rop 3ajjis
CIPOUIEHHS IPOrPaMyBaHHS 1 CKOPOUYEHHS TEPMiHIB pO3pOOKH MPOrpaMHOI YACTHHH.
Obtpynmysanns HeobOXiOonHocmi NposedeHHs 0ocaioxcenns. JIOCTITKEHHS €
JOLUJIBHUM OCKIJIBKM BCE OUIbII aKTyaJlbHUM cTae HedopMmallbHa OCBITA, AKY JIOJIU
OTPUMYIOTh 11032 IHCTUTYI[IOHAJIBHUX CTPYKTYP, BUKOPUCTOBYIOUM BIAKPHUTI OCBITHI
pecypcu (BOP) Tta mnardopmu irpoBoro HaBuyaHHsA. lle mnpu3BOauTH 710 HOBOTO
PO3YMiHHSI pOJIl YHIBEPCUTETCHKOI OCBITH.

Memorw pobomu € OOTPYHTYBaHHSI BHOOpPY MPOTrPaMHOrO 3a0e3MEUCHHS 1100
CTBOpPEHHS Ta peanizalii 6a3 TaHUX OCBITHIX 1rop. /{nsa 0ocsieHeHHs nocmasieHoi memu
nompioHO GUpiUMU HACMYNHI 3A80AHHA:

— JIOCTIUTH Cy4acHi OCBITHI IrpPOBI CEPEIOBHUIIIA;

— MpOaHaTI3yBaTH TEXHOJIOT1] IS TX CTBOPEHHS;

— 03HAaHOMHTHUCH 3 iHCTpyMeHTapiem Unity GEngine;

— 3MPOEKTYBAaTH OCBITHIO irpy tumy Pokemon GO ais OIiHIOBaHHS 3HAHbL 3
npeamMeTHoi obaacti Ha aBkky Unity GEngine Ta mokasaTu MOKIMBICTH 3B’SI3KY 3
0a3010 JaHUX.

06 ’exkmom 00cnioxceHHs € ITPOB1 OCBITHI TEXHOJIOT1T 1 CTIOCOOU X CTBOPECHHS Ta
peaizairii Ha IPUKIIaIi 0OpaHOi MpeaAMETHOT 00JIaCTI.

Ilpeomemom Oocnioxcennss € wmetoau Ta J3D-TexHoNOrii poO3poONCHHS Ta
peaJizariii OCBITHIX irop.

Memooom Oocniodxcenns € TOPIBHAJIBHUN aHaNi3 CHOCOOIB peanizaiii pi3HUX
MPOBITHUX KOMIIaHil y cdepi OCBITHIX KOMIT FOTEPHUX 1TOP.

OtpumaHi pe3yJIbTaTH MOKHA BUKOPUCTATH JJIS OIIHIOBAHHS 3HaHb 3700yBaviB

OCBITH Ta B OCBITHBOMY IIPOIIECi

Apryw
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PO31JI 1
PO3BUTOK OCBITHIX KOMIT'IOTEPHHUX IT'OP
1.1 AHaJti3 BUKOPUCTAHHS ITOP B OCBITI

Haii6Ginbiy 1ikaBicTh, B OCBITHbOMY MpOLECI, MPEACTaBISIOTh IPOBI
TEXHOJIOT1i, TaK SIK BOHU HE TUIbKH CIPHUSIOTh BUXOBAHHIO Mi3HABAJIbHUX 1HTEPECIB Ta
aKTHUBI3AIlli JISTbHOCT1 300yBauiB OCBITH, & i BUKOHYIOTbH PAJI IHIIUX (YHKITIH.
Coyioxynemypnuii npusHayents epu. I'pa - HAUCUIBHIIINN 3ac10 coruatizaiii.
QyHKYisE MIDCHAYIOHANbHOI KOMYHIKayii. Irpu HailloHaJIbHI W y TOW K€ 4ac
IHTEepHAIlIOHANIbHI, MDKHAIIOHAJIbHI, 3arajbHOJIOJCHKI. Irpu 1MarOTh MOXKIUBICTH
MOJIENIIOBATH PI3HI CUTYallii KUTTS, IIYKaTH BHUXIJ 3 KOH(IIIKTIB, HE BAAIOYUCH IO
arpecUMBHOCTI, y4aTh PO3MAITOCT]1 €MOLINA Y COPUMHSTTI BChOTO ICHYIOHYOT'O B JKUTTI.
Qyuxyis camopeanizayii 1roounu 6 2pi. JIns JIOAMHU Tpa BaxiuBa sK cdepa
peanizanii cebe sik ocobucrtocti. Came B 1IbOMY IJIaH1 i BaXKIMBUN caM IMPOLIEC UTPH,
a He ii pe3ynbTaT, KOHKYPEHTHICTh a00 TOCATHEHHS OY/Ib-SIKO1 METH.

Komynikamusna epa. I'pa - AisipHICT KOMYHIKaTHBHA, X04Ya 32 YHUCTO ITPOBUM
paBWJIaM 1 KOHKPETHA.

Hiaenocmuuna @yuxyis epu. I'pa Mae MPOTHOCTHYHICTh; BOHA JIIarHOCTUYHIIIA,
HiXK OyJb-sIKa 1HINA AISUTBHICTH JIFOJWHU, IMO-TIEPIIE, TOMY, IO IHIWBIA MOBOJAUTHCS B
Ipl HA MakKCUMYMi MpOsBIB (1HTEJIEKT, TBOPYICTh); MO-APYre, rpa cama 1Mo codi - 11e
0COOJIMBE «I10JIE CAMOBHUPAXKEHHSI.

lepomepanesuuna @ynxyia epu. I'pa Moxke 1 MOBUHHA OyTH BUKOPHCTAaHA IS
MTOJOJIAaHHS PI3HUX TPYJIHOIIIB, IO BUHUKAIOTh Y JIFOAWHU B IMOBEIIHIl, B CIUIKYBaHHI1
3 OTOYYIOYMMH, Y BUCHHI

@ynukyia kopekyii y epi. KopekiiiHi irpw 31aTHI HaJaTH TOTIOMOTY YYHSIM 3

MTOBEJIIHKOIO, IO BIIXWUJISETHCS, JOTIOMOTTH iM BIIOpATUCSA 3 TEPESKUBAHHSIMHM, IO
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MEPEIIKOKAIOTh X HOPMAJIbHOMY CaMONOYYTTIO 1 CHUIKYBaHHIO 31 CBCPCHHUKaMHU B
rpymi.

Possascanvna ¢ynxyis epu. Po3Bara - 1e moTsar 10 pi3HOro, pi3HOMAaHITHOTO.
Po3BakanbHa (pyHKIIIS TpU MOB'A3aHa 31 CTBOPEHHSAM MEBHOTO KOMGPOPTY, CHPUSTINBOI
atMocdepu, IyIIEBHOI pajocTi SK 3aXUCHUX MeEXaHI3MiIB, TOOTO cralumi3aii
0CcOOHUCTOCTI, peainizalii piBHIB i npuTa3anb. Po3Bara B irpax - momryk. I'pa mae marito,
3MaTHY AaBaTH DKy (paHTa3il, BABOJUTH Ha PO3BAXKAIBHICTb.

B octaHHe necATUIITTA B MeAaroriyHii jirepaTypi 3'aBuiiocsi 0arato BU3HAYEHb
rpu. Hanpuknan, nikaBo BuszHaueHHs rpu y [.K.CeneBko «I'pa - 11e BUI AisITEHOCTI B
yMOBax CHUTYyaIliii, COIpSIMOBAHUX Ha BIATBOPEHHS 1 3aCBOEHHS CYCHIJIBHOTO JOCBIIY, B
SIKOMY CKJIaJIa€ThCS M YIOCKOHATIOETHCS CAMOBPSIIyBaHHS MOBEIIHKOI0» [3].
ABTOpPUTETOM B Yy3arajbHEHHI 3B'I3KYy MDK JIOJACTBOM 1 TPOIO € BIIOMUH
dinocod XX cromirrs Moxan Xeiisinra, skuii HamucaB KHUTY mig Haseoro "HOMO
LUDENS" (mronuna rpatoua) [4]. BiH po3riisiHyB MpoIiec XUTTEAISIIBHOCTI Yepes Tpy.
I'pa posraspaerbcst K HaWBaKIWBIIIA XapaKTEPUCTUKA JIOAWHU, SK KYyJIbTYpHOI
icrotu. IlpoBojsum JoKNagHE IOCHTIKEHHS I[MO3HAYEHHS TPU HA PI3HUX MOBax
(AMOHCHKIH, TaTUHCHKIN, CEMITCHKOMY, HIMEIbKIN Ta iH.), BiH Big3Ha4ae, 1m0 B ACIKHX
MoBax (TpelbKiid, KHTAaWChKIA Ta 1H.) TAKOT'O CJIOBA HEMA€, a € JIMIIC Pi3HI CclIoBa s
BU3HAYCHHS 1rop, HAMPUKJIAJ, 3MarajibHi irpH, IrpU-BUCTABH, a3apTHI IrpH 1 T.11.

Crig 3a3HaYMTH, IO HAYKOBOTO €IMHOTO 3arajibHOTO JJIS BCIX BU3HAYCHHS TPU B
JiTEpaTypi HEMAE OCI.

Haii6inpm Bimomi migxoaw g0 rpu B ictopuuHomy acrekti. K.I'pocc. Bin
PO3BHBA€E CBOIO TEOPIIO SK TEOPiIO BIPAB, BBAXKAIOUM, IO Y BUIIUX >KUBHUX 1CTOT,
0COOJIMBO Y JIFOJMHHM, PUPOJIKEH] PEAKIIi € HEJJOCTATHHO PO3BUHEHUMU, TOMY JIOAUHI
JaHO OCOOMMBO [JIOBr€ MAWTUHCTBO JUIsI MIATOTOBKH JIO JKUTTS 3a JIOTIOMOTOIO
HaCJIIIyBaHHS 3BHYOK, 3I0HOCTEH CTAPIIOTO MOKOIIHHS.

CyTHICTB TpH TIOJISATAE B TOMY, IO B Hill Oi7bIIIe BAXJIMBUN HE PE3yJbTaT, a CaM
Mpolec TMepeXnuBaHb, TMOB'I3aHUX 3 IirpoBuMu Jismu. [Ilpu 1bomy, mo-mepie,

BaXXJIMBHUI cam I[OCBiI[ MNCPC)KUBAHHA ITO3UTHBHHUX HO‘-IYTTiB J1 JIIOAWHU, IIO-APYTE,
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yepe3 MepeUBaHHA TUIBKA W MOKHA BUXOBAaTH MO3UTHUBHE CTaBJIEHHS 0 AISUIBHOCTI.
I'pa Mae OGarari MOXIMBOCTI CPOPMYBaTH MO3UTHMBHE CTABICHHS 1 10 HEIrPOBOIi
ISUTBHOCTI.

binbiocTi irop BiiacTUB1 YOTUPH TOJIOBHI PUCH:

- 11 BUIbHA PO3BUBAIOYa JISUIbHICTh, IO 31ACHIOETHCS JIUIIE 32 OaKaHHSM,
3apajy 3a/I0BOJICHHS BiJl CaMOro MPOLECY AISUIBHOCTI, a HE TUIBKUA B PE3yJbTaTy

(mpoueaypHe 3aJOBOJICHHS );

IIe TBOPYHii, 3HAYHOIO MIpOIO IMIIPOBI30BaHUM, Ty’KE aKTHBHHUHI XapakTep
€T T1SUTBHOCTI («I10J1€ TBOPYOCTI»);

- ne  eMmolliiiHa MiAHECEeHICTh JUSTBHOCTI, CYNEPHHIITBO,
3MarajbHICTh, KOHKYPEHIIS, aTpakiisi (4yTTeBa NpUpPOAA TPHU, «EMOIIHHE
HaIPYKEHHS»);

- IIe HasBHICTH MPSAMUX a00 HENpsIMUX MPaBW, 110 BigoOpa)xaroTh 3MICT
I'pH, JIOT1UYHY Ta YaCOBY MOCIIIOBHICTD ii pO3BUTKY.

B crpykrypy rpu SK JIISJIBHOCTiI, OpPTaHIYHO BXOAUTH IIUJICTIOKJIAAHHS,
IUIaHYyBaHHS, peaii3allisi METH, a TaKOX aHalli3 pe3yJbTaTiB, B SKHUX OCOOUCTICTh

MOBHICTIO peaiti3ye cede K Cy0'eKT.

1.2 XapakTepucTUKN KOMIT’IOTEPHHX irop ta ix kiaccudikaumis
daxiBii 3 IrPOBUX TEXHOJOTI B OCBITHIA TMpPakTUIll TMPONOHYIOTh TaKy

kiacudikaiiro irop (tadmmms 1.1).
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Tabnuys 1.1.

Kaacugikauiss koM’ 0OTepHux irop

Tun knacy Ipeaik

no obracmi ) . ) ; ) .
. . Gi3uuHi, IHTEIEeKTyalbHi, TPYJIOBbI, COIialbHI, ICHXOJOTIUHI;

OIANILHOCMI .

3a Xxapakmepom
neoazo2iyHo2o

HaBYAIIbHI, TPEHIHTOBI, KOHTPOJIIOIOYi, y3araJbHIOIY1; ITi3HABAJIBHI,
BUXOBHI, PO3BUBAJIbHI; pENPOAYKTHBHI, IPOAYKTHBHI, TBOPYi,

npoyecy:. KOMYHIKaTHBHI, JIarHOCTUYH1, TPOQOpPIEHTAIIIH], ICUXOTEXHIYHI;
no i2posit . . C e

.. MPEeAMETHI, CIOXKETHI, pOJIBOBI, AUTOBI, IMITAIIHI, ApaMaTHU3aIlii;
Memoouyi.

MaTeMaTH4Hi, XIMI4H1, 610J0T14H1, (PI3UYHI, €KOJIOTT4HI; MY3UYHI,
TeaTpajbHI, JITEpaTypHi; TPYIAOBl, TEXHIUHI, BUPOOHUUY1; (PI3KYJIBTYpHI,
CHOPTHUBHI, BIICBKOBO-TIPUKJIA/IHI, TYPUCTUYHI, HAPOHI;
CYCIUIbHO3HABYI, YIIPaBIIHChKI, EKOHOMIYH1, KOMEPIIHHI;

no npeomMemHoi
oobnacmi:

0e3 TpeMETIB, 3 IPpeAMETaMH; HaCTUIbHI, KIMHATHI, ByJUYHI, Ha
MICIIEBOCTI1; KOMIT'IOTEpHI, TEICBI31iHI, TEXHIUH1 3aCO0M HaBYAHHS
(TCH); TexHiuHi, 13 3aco0amMu epecyBaHHS.

no icpoeomy
cepeoosulyy:.

Komm'toTrepHa rpa - ¢popMa po3BUBAIBHO-PO3BAXKAIBHOI B3aEMO/IiT KOPHCTYBa4a
1 KOMIT'tOTepa, 10 IMITY€E B BIPTyaJIbHOMY MPOCTOPI )KUTTEBI 1 YABHI CUTYyaIlli, 1110 Ma€
3HAYHUK JCASNYSQ TMOTEHIlian, SKHH T[OJIAra€ B CTUMYJIIOBAHHI IMi3HABAJILHOTO
iHTEpeCy.

OCHOBHHMM CIIOCOOOM TOJITY BiJieoirop Ha KaTteropii € moaur mo miatdopmax,
SKMII BKa3ye, Ha SKOMY MPHUCTPOI MOXKHA 3allyCTHTH Ty Yd iHINY rpy. Skmo y
KOpUCTyBaua HeMae 11aTdhopMu, ISl sIKOi IpU3HaYeHa I'pa, TO 1 MOrpaTy B HEl BiH HE
3MOXKE.

Ilepconanvnuii komn'tomep (I1IK, PC, HoyTOYK, HETOYK)

[epenik HalOLIBI TOMyISIpHUX cepiit komm'totepanx OC: Windows (Bin ¢ipmu
Microsoft), Mac OS (Bix ¢ipmu Apple), Linux (6e3komroBHa OC, po3poOiroBaHa
CBITOBOIO IHTEPHET-CITIIBHOTOIO).

Ieposa konconw abo npucmasxa (PS, Xbox, Nintendo)
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Jlo HaiOWIbII MONYJSPHUX TOKOJIHb KOHCOJIEM MOKHA BIAHECTH: SONy
PlayStation (PSP, PSOne, PS2, PS3, PS4), Microsoft Xbox (Xbox, Xbox 360, Xbox
One), Nintendo 3DS, Wii.

Mobinvnuii npucmpiu: tenedoH, tuaHmer, kumeHbkoBuil komm'torep (KIIK,
PDA)

Ha 3acrapinmux TenedoHax rpu € java-IoJaTkd, Ha CydacHHX TenedoHax irpu
3anmyckarTbess min MooutkHumu OC: Windows Mobil i Android. [Iist momupeHHs
MOOLTBHHX ITOp CTBOPEHI 11111 r100abHi cepBicu tummy App Store, Google Play.
Inanwem, cencopruii mobinbHuti menegorn. OKpPEMOIO KaTETopielo HIYTh
TUTAHIICTH 1 TEIC(POHHU 3 MOKIMBICTIO CEHCOPHOTO BBEJCHHS (HATUCKAHHAM IMaJIbIISIMH
no exkpany). OcoOnuBuii crmoci® BBEIEHHS JaHUX J03BOJISIE CTBOPIOBATH TPHU 3
VHIKQIbHUX-HAM TEHMIUICEM, M0 BUKOPHCTOBYIOTH IIi OCOOJIMBOCTI, HANPHUKIA],
MaJIIOBaHHS Ha €KpaHi, HaXuJ MPUCTPOIB JJIS 3MIHM TpaBiTallii B rpi i T. 1.

leposuii asmomam

bpaysepna abo ¢rew-epa (BipTyanbHa iHTEpHET M1aTdopma)

bpayszepni icpu - irpu, 37aTHI 3amycKaTHCs Yy BikHI Opay3epa (mporpamu ist
Neperjsiay IHTepHET-CTOPIHOK). OcoOnuBHIl TpUCTPi Opay3epHUX Irop T03BOJISIE
rpaTh B HUX 3 OYIb-SKOTO MPUCTPOIO, KUK MOXKE MIIKIIOYaTHCS J0 iHTepHeTy. Bci
nomyisapai 6paysepu: Google Chrome, Opera, FireFox, Edge, Safari - miarpumyoTs
3aIyCK HEBEJIIMKUX MPOTPaM MPsiIMO BHYTP. IHTEPHET-CTOPIHOK.

IcHye Takox Kimacudikaimiss KOMIT IOTEpHHX 1rop 3a rpadikor, 3a 3MICTOM
(xkampom — puc.l.2), no cemminey, 3a BUIIABHHYMMHU KPHUTEPISIMH, 32 TUIOM iX

MOITMPEHHS, 32 KITLKOCTIO TPaBIIiB
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Puc. 1.2 — Cxema orcanpis

1.3 IIporpamHi cepBicu Ta mIaT(HOPMH, 10 MAIOTH MOTEHIIAJ IJIA

reiimu ikauii HABYAHHSHA

B nanuit yac meronu ['elimipikanii B HaBYaHHI BIPOBAKYIOTH Pi3HI OCBITHI
YCTaHOBU 1O BChoMy cBiTy (CTOKrojsbMchKa Ikoja iMeHi Biktopa Progbepra, mpoekt
Lingualeo, «Pobotianaus» , «IIpodecis-cop Xirrincy, The Legend of Zelda ta in.). B
XOJll aHaji3y JOCBIAY POCIHCBKHX Ta 3apyODKHMX TIE€JaroriB BHJIUICHI KiUTbKa
KOMITTOTEPHUX CepBICiB 1 IuiaTdop™m, sKi 3 OUIBIIMM YH MEHIINM CTYIICHEM
BIJINTOB11at0Th NpuHIHNaM 1 ixei ['efimidikarrii.

Jlo rpymu irpoBux 1wiatrdopm BimHocsTtees: Classcraft, MinecraftEdu,
LingualLeo, DuoLingo Ta in. Haii0Ginpin momupeHi B OCBITHBOMY CEPEIOBHIII Taki
m1aThopmu, sK:

1. DuoLingo (https://www.duolingo.com) - dymoBuii mnpuKiIam TedM-Iii
HaBYAJIBHOTO TpoIiecy. 3acid 00'enHye B 001 0€3KOMTOBHUM BEO-CalT JJIsI BUBYCHHS
MOB 3 TIUIaTHOIO TUIaTGOpMOIO [JIsi TMepeKiaay TEKCTIB 3 BHKOPUCTAHHSAM
KpayJCcOpcUHTY. BuMmarae mOCTIHHOTO TMIAKIIOYEHHS JO Mepexi [HTepHerT.
[eiimidikaris mporecy HaBYaHHS OpPraHi30BaHA y BWIJISI JepeBa JOCATHEHb, SK Y
crnpaBxHil posboBii Tpi (arri. Role-Playing Game, RPG).

2. Classcraft (https://www.classcraft.com/ru/) - irpoBa miaaTdopma, 1110

BIIHOCUTBCSL 10 cepu mpoekTyBaHHA HaBuaHHA. [lo cyTi, uei cepBic € IrpoBUM
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BaplaHTOM OaJIbHOPEHUTHMHIOBOi CHUCTEMHU. [l OTpUMaHHS JOCTYIly HEOOXITHO
3apeecTpyBaTUCs Ha caiTi (TOOTO 3acTOCyBaHHS PECYpCY MOXIMBO TUIBKH IpHU
HasBHOCTI IHTepHery). Ilicnsa peectpaiiii - eTan HacCTpOWKHM TepcoHa)ka (30BHINIHIN
BUIIISIA, Kiac 1 3a10HocTi). Ha modaTkoBOoMy piBHI MOYKHA OTPUMAaTH TUIBKH OIHY
3natHicTh. 1106 po3BuBaTH 3110HOCTI, MOTPIOHO OTPUMYBATH HOBI piBHI. YTpaBisie
IpOI0 BUWTENb (MaiicTep), BIH XK€ po3gae Oanu 3a Pi3HI JOCSITHEHHS (BUKOHAHHS
3aBJlaHb, BIJIMOBI/1 HA TUTAHH).

VABISAETHCSA CUCTEMA iI‘pOBI/IX 3a0X0Y€EHb 1 ITOKapaHbkb.

Hpyra rpyna nporpamaux 3aco0iB aiis ['elimidikaliii HaB4aIbHOTO MPOIIECy - e
OCBiTHI kBecTH. ¥ 1i#i rpymi Bugiiumo: Scratch, Quandary, RibbonHero.

1. Quandary (http://www.halfbakedsoftware.com/quandary.php) - cepsic s
NPOSKTYBaHHS 3aBJaHb 3 BHOOpPOM xojay. Pobora B cepeloBHINI OPraHi3yeTbes y
BUTJISI 1HTEPAKTUBHOTO JIOCTIKEHHS IO SKIMCh MEBHIN TeMmaTHIll (HampuKIam, s
ypoKy O1oJorii 11e Moxke 0yTu 60poThOa 3a Bpokail, BUPOIIYBaHHS CaJOBUX KYJBTYD;
Ha ypokax Xximii ['efimiikariis 3 1IUM 1HCTPYMEHTOM JO3BOJIMTH B IrpoBiid ¢opmi
BIJIKPUTH HOBY XIMIYHY p€UOBHUHY 1T . 11.). 3 1 BepecHs 2009 poky mporpaMHuii 3acio €
OC3KOITOBHUM, TPU MBOMY (al-IHCTAIATOP 3HAXOAWTHCA Ha OQIIHHOMY CaWTi.
3HauHMM Ui 0araTh0X MIHYC KOHCTPYKTOpa - BIACYTHICTh YKPaiHOMOBHOTO
iHTEepdeiCy.

2. RibbonHero (http://www.ribbonhero.com) - me OGe3komrToBHAa HagOyAOBa JO
odicHoro makery Microsoft Office nns HaBuaHHS KOPUCTYBadiB 3aCTOCYBaHHIO
IHCTPYMEHTIB, JOCTYITHHX B HOBOMY CTpidkoBoMYy iHTepdeiici. [licis ycTaHOBKU TpH
MO>KHA JIETKO TIouaTty 3 Oyab-sKkoi 3 6a3oBux nporpam Office, Takux sk Word, Excel 1
PowerPoint. IrpoBi enemMeHTH yKIamaloTbcs B OTPUMAaHHI OYOK TPH BUKOHAHHI
3aB/IaHb, SIKI 3TPYMOBAaHI B YOTHPHU PO3ALIH: poOOTa 3 TEKCTOM, NHU3aHH CTOPIHKH 1

MAaKeT, XyJ0KHE 0(DOPMIIEHHS 1 BUAKI OKYJISPH.
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3. Scratch (https://scratch.mit.edu) - nmpocra, IHTYITHBHO 3po3yMiJia i HA0YHA MOBa

MpOorpaMyBaHHs Ui 3HAHOMCTBA MOJIOAIIMX IIKOJISIPIB 3 OCHOBAMH ajropiTMizalii i

nporpamyBaHHs. Po3poOnuk Scratch Mituen Pe3Huk BBaxkae, 00 HalOUIbII

e(peKTUBHUM CIMOCOOOM HaBYaHHS € AaKTUBHE III3HAHHSA - TI3HAHHS 4Yepe3

MOJICJIIOBaHHSI HABKOJIMIIHBOTO CBITY. Scratch - O€3KOIITOBHUN MPOAYKT, SAKUN

JI03BOJISIE  CTBOPIOBATH  IHTEPAKTUBHI  JoAaTku. [eiimidikaliiss HaB4YaHHS 13

3acTOCyBaHHSM Scratch m03BoJsiE pPO3BHMBATH TBOPYE MUCIICHHS, MPOCKTYBaTH

edeKTUBHY MPEAMETHY B3a€MO/Iit0; ((OpMYyBaTH HABUYKH CHCTEMHOTO aHAII3Yy.

Cepen cepBiciB, $KI BHKOPUCTOBYIOTbCS nisi ['elimiikanii ynpaBiiHHS

HABUYAHHSIM, HATTOIIUPIHIIITUMU €

1. ClassDojo (https://www.classdojo.com) - Oe3KkoOIITOBHA CHUCTEMa YIpPaBIIiHHS
MIOBETIHKOIO B KJIaci, sIKa J0IOMAara€e BUATEIISIM IMOKPAIyBaTH MMOBEIIHKY B CBOIX
KJ1acax.

2. Goalbook (https://goalbookapp.com) - ne ommaiin-muiatdhopma, sika gormomarae
BUUTEJISIM, OaThKaM 1 CaMUM Y4YHSM CIIUJIBHO BIJACTEKYBaTH iX Mporpec B
HaBuaHHi. Ile oauH 13 nmpuKiIamiB pearnizaiii MeToaiB reimidikaliii KOHTPOJIIO 32
yemimHuictio. [lnatpopma mratHa - Bim 6000 $§ B pik. YkpaiHo-MoBHUI
iHTepdeic BIACYTHIN.

3. Coursera (https://www.coursera.org) - MbXKHapOJHHH HPOCKT B cdepi MacoBOi
oHJIaliH-0CBITH. [IpoekT Hagae aGCOMOTHO OE3KOIITOBHUM MOCTYI J0 BETUKOI
KUTBKOCTI OCBITHIX KYPCIB KpallliX HaBYAIBHUX 3aK/UUIAIB CBIiTY. [ eiimidikarris
HaBYAJIBHOTO MpoIiecy Ha maaTdopmi CouUrsera peangizoBaHa B paMKax KOHTPOIIIO
3a ycmimHicTio. [Iporpec B HaBYaHHI BUMIPIOETHCS IIUITXOM BUKOHAHHS 3aB/IaHb
1 OHJIAMH-TECTIB, SAKi OLIIHIOIOTHECS 0COOMCTO BUKIIagauyeM a00 caMOI0 CHCTEMOKO

4. Brainscape (https://www.brainscape.com) € MoOOUIBHOIO  TUIAT(HOPMOIO
HaBYaHHS, fIKa JOMOMarae CTyJeHTaM BUBYATH 1 3alaM'dTOBYBaTH 1H(POpPMAIIO

Ha OCHOBI creliadbHuX KapTok. [lnatdopma 3acToCOBYyE afanTUBHI aarOPUTMHU
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P CTBOPEHHI LMX KAapTOK HJis 3amaM'sTOBYBaHHs i1HGopmalii B pI3HUX ii
dbopmax (TekcToBa, 4UCIOBa, TpadiuyHa), 3MIHIOIOYHM MOCHIIJOBHICTh MOKa3y
KApTOK B 3aJIEKHOCTI BIJ TOTO, L0 YYEHb 3HA€, a IO BUKIMKAE Yy HBOTO
TpyaHoui. Mertoa, 3acTocoByBaHMM B wLii Iuar@opmi, BiIOMUN SIK METOA
NOBTOpiHHS Ha ocHOBI BreBHeHOCTI (anri1. ConfidenceBased Repetition, CBR).
Cucrema BUMarae mnocTiMHOrO AOCTYNy 10 Mepexi [HTepHeT, ykpaiHOMOBHUM

iHTEepdeiic BIACYTHIM.

1.4. BucnoBku 10 po3ainy 1.

JIOLIBHICTh 3aCTOCYBaHHI IrPOBUX (OPM HABYaHHS B OCBITHBOMY IMpOIlEeCi
O6e3ymoBHa. B menmaroriuHiii AisSIbHOCTI HEOOXIAHO MPUAUIATH OCOOJIMBY YyBary
MexaHI3MaM BIUIMBY Ha MOTHBAIIil0 HAaBUYaHHS, CBIIOMICTh 1 MOBEAIHKY CTy/eHTIB, Lli
3aBJaHHS MOXYTh OYTH BHPIIICHI IMPU 3aCTOCYBaHHI IrpoBUX ()OpM HABYAHHS, TaK SK
I'pH T103BOJISIIOTH €()eKTUBHO OPTaHi3yBaTH TBOPUY B3a€MOJIII0 BUKJIa1aua 1 CTYICHTIB,
CTBOPIOIOTH YMOBH J1Jis1 (POPMYBaHHS OCOOUCTICHUX SKOCTEH.

XapaKTepUCTUKH, CTPYKTypa OCBITHIX Irop, MNPHUHIIMIHN IPOBOi IiSUIBHOCTI
MalTh CBOIO Kiadikaiiro - 3a IirpoBor IIaThopmoro, rpadikor, 3MICTOM,
BUJIABHUYMMHU KPUTEPISAM, TUIIOM iX PO3MOBCIOKEHHS, KUIBKICTIO iIrpokiB. € 6e3nmiu
IporpaMHHUX CepBiciB Ta IwiaTdhop™m, SKi MalTh TMOTEHINAN JUIS redMudikarii

HaB4YaHHA.
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Po3nin 2.
PO3POBKA KOMITI'IOTEPHUX ITOP TA BA3A JAHUX B HUX
2.1. OcHOBHi eTanu po3po00KH KOMII’'IOTEPHOI IPH

Po3pobka koMI'tOTepHHX irop - 1€ JTOCHTh YiTKO HAJAro/pKeHW Mpolec, SKUi
Mae MEeBHI eTally, 10 TaK YU 1HAKIIE IPOXOAATh I'pU MpHU iX CTBOpeHHI. OHAK KUTTA
3a3BUYail BHOCUTH CBOT KOPEKTUBHU HABITh Y caMl YiTKI IJIaHHU.
Jly’xe dYacto pO3pOOHHMKH irop HE MOXYTh BCTUTHYTH JOpPOOUTH Tpy B
CKUTBKMHEOYIb NMPUUHATHUIA TepMiH - sckpaBuil mpukian - Duke Nukem Forever,
BUITYCKY SIKOTO BEChb IFPOBMI CBIT uyekaB 0Oarato pokiB. [IpakTHYHO 3aBXIW MICHs
BUXOAY KOMITFOTEpHOI TpU 3a HEI HIyTh BUIIPABJIICHHS - BCS CIpaBa B TOMY, IO
PO3pOOHUKH, 3HOBY X TaKd, HE BKJIAJIAlOThCS Y BiIBENIEHI iM TEpMiHHU.
Tpeba BpaxyBaTu, 10 B IrpoBOMYy OI3HECI ICHYe€ JBa THIHM KOMIIaHIN -
po3poonuk (developer) i Bumasers (publisher). fkmo po3poOHHMK 1 BHIAaBEIb
30Iratl0ThCsl - TMPOIEC PO3POOKM TPU JIMIINE BHUTPAE - PO3POOHUKY HEMae MOTpeOu
MEePEKOHYBATH CTOPOHHBOT'O BUIABIIS B JOIIBHOCTI KaIliTAIOBKIAJACHb B PO3POOKY.
Tunosi eranmu po3poOKH KOMIT'FOTEPHOT TPH.
1. Konyenmysanns (Concept) Ha mpomy mepimomy Kpoili KOMaHIa MPOIOHYE
KOHIICTIIIIIO TPH, 1 MPOBOJUTH IMOYATKOEY OIpAIfOBaHHS IrPOBOro Au3aiiHy. ['onoBHa
METa JaHOTO eTaly - Ie TedMai3aiiHepchka JOKyMEHTallisl, o BKiIodae B cede Vision
(po3ropHyTHIl HO-KyMEHT, IO OMHCYE TPy, AK KiHIEBUH Oi3Hec-mpoaykT) i Concept
Document (mouaTkoBe OMpaIfOBaHHs BCIX aCTIEKTIB I'PH).

1. [IpotorunyBanus (Prototyping). BaxxnuBuii eran nmpoekTyBaHHs Oyab-sSKOi

TpU - 1€ CTBOPEHHS TpoTOTHUNy. Te, mo Ao0pe BUTISAIAE «HA TAmepi», 30BCIM HE

000B's13K0BO Oy7Ie 1iKaBo B peanbHOCTI. [IpoToTHn peamizyeThCs Il OMIHKKH OCHOBHOT'O
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IrpOBOr0 MPOLECY, NEPEBIPKHU PI3HUX TIIOTE3, IPOBEACHHS TECTIB I'POBUX MEXaHIK, JJIs
MEePEBIPKU KIFOUOBUX TEXHIYHUX MOMEHTIB.

2. Cepiio3Ha TMOMMWJIKA TMOYATKIBLIB pPO3POOHHMKIB - HECTHU TUMYACOBY
IHQPACTPYKTYPY 1 «MUJIMIID peanizalii KoJy B OCHOBHHM MPOEKT.

3. Beprukaneuuii 3pi3 (Vertical Slice) - oTrpumartu MiHIMaabHO MOKJIUBY
MOBHOIIIHHY BEpCil0 TpH, IO BKJIIOYaE B ceO€ MOBHICTIO peani3oBaHUN OCHOBHUU
irpoBuil mpouec. Ilpu 1pbOMYy BHCOKY SIKICTh OMNpallOBaHHS OOOB'A3KOBO MOTPIOHO
BTUIATU TIUIBKH JJIS TUX ITPOBHUX €JIEMEHTIB, sIKIi CYTTEBO BILJIMBAIOTH HA CIPUHHATTS
npoaykty. I[Ipu mpomy Bci 0a30B1 pUuM rpu NPUCYTHI SIK MIHIMYM B YOPHOBIN SKOCTI.
PeanizoBano MiHIMaJIBHUM, aje MOCTAaTHIA JJIs BTUICHHS MOBHOI[IHHOTO IFPOBOTO
nporecy Habip KOHTEHTY (OJIMH PIBEHb a00 OJHA JIOKAIILs).

4, Bupo6uunreo kontenty (Content production). po3poOJsi€eTbesi TOCTATHS
KUTBKICTh KOHTEHTY JUJIsl IEPIIIOTO 3aMyCKy Ha 30BHIMIHIO ayAUTOPif0. PeamizyroThest BCi
¢iyi, 3arIaHOBaH1 10 3aKpUTOTro Oera-rectyBaHHs. e HANOLIBIN TpUBAIMA eTarl, SKUi
MO>KE 3aiiMaTH, JJIsl BETUKHUX KIIIEHTCHKUX MPOEKTIB PiK 1 OIbIIIe.

5. Friends & Family / CBT (3akpute Oera-TecTyBaHHS) - MPOIYKT BIIEPIIE
JEMOHCTPYETHCSI JTOCUTh LIMPOKOMY 3araiy, Xoda 1 JIOSUIBHOMY J0 NPOAYKTY abo
kommanii. Cepen HaWOUIBII BaXKIMBUX 3a/lad HA I[bOMY €Talll BUCTYIAIOTh: MOMIYK 1
BUIIPABJICHHS TeUM-IM3alHEPCHKUX IMOMMJIOK, MPOOJieM IirpoBOi JIOTIKM 1 YCYHCHHS
KpuTHuHUX OariB. Ha 1mipomy ertammi B Tpi IPHUCYTHI BXXe BCl KIIFOYOBI (PUYH, CTBOPEHO
JIOCUTh KOHTEHTY HJisi TIOBHOIIIHOI TpW TPUBAJIMI Yac, HaJallTOBaHi 30ip 1 aHami3
CTAaTHCTHKU. TecTyBaHHS W€ IO TECT-TUIaHy, MPOBOJSATHCA CTPEC-TECTH BXKE 13
3aJly9eHHSM peajbHUX IPABIIiB.

6. Soft Launch / OBT (Bimkputuii 6era-Tect) - TpUBA€E TECTyBaHHS TPH, alie
B)K€ Ha IIUPOKIH aymiTopii. e onruMizanis i BeJMKi HaBaHTaKEHHS. I'pa moBuHHA
OyTh TOTOBa Mg TpUHOMY Benukoro Tpadiky. Y rpi peanizoBaHuid OLTIHT 1
MPUHAMAIOTHCA TUIATEXKI.

7. Release (Bumanns). KiouoBa mera - me Komepiiiamizais - OTpUMaHHS

npuOyTKy. ba3oBuil 3acTOCOBYBaHMI Il OLIIHKA MPUOYTKOBOCTI KPUTEPIid: KUIBKICTh
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TpOIICH, TPUHECEHUX B CEPEIHHOMY OJHUM UTpokoM 3a Bech yac (LTV aka lifetime
value), mae nepeBepiryBaTi BUTpaT Ha 3aiydeHHs mporo rpasus (CPl aka cost per

install).

2.2 IIoHATTHA irpoOBOIo ABHKKA

IrpoBuii aBwxkok (anri. Game engine) - me nporpamHa rmiaTdopma s
CTBOPEHHSI 1 pO3pOOKM KOMI'IOTEPHUX 1rop abo OyAb-KMX IHIIMX JOJATKIB 3
rpagdikoto, 00poOIIOBaHOI B peanbHOMY 4Yaci [8].

[rpoBuii IBMKOK, SIK MIPABUIIO, CKITAIA€THCS 3 HACTYITHUX KOMIIOHEHTIB:

1. I'pagpiunuii osuscox (aurn. Graphics engine) - mporpamMHHull KOMIIOHEHT,
OCHOBHUM 3aBJJaHHSIM SIKOTO € Bi3yauizalis (peHIEpHUHT) ABOMIPHOI a0 TPUBUMIPHOI
KOMIT'FOTEPHOT TpadikH.

2. Dizuunui dsuxcox (auria. Physics engine) - mporpaMHHii KOMIIOHEHT,
SIKUW BHPOOJIsiE MOJICITIOBaHHS (DI3UYHUX 3aKOHIB Y BIpTyaIbHOMY OTOYEHHI.

3. 3eykosuti  Osuxcox (amri. Sound / audio engine) - mporpaMHuii
KOMIIOHEHT, IO
BIJINTOBi/Ia€ 3a BIITBOPEHHS 3BYKY (IIyMOBE Ta My3W4dHE O(OpMIICHHS, T'OJIOCIB

NEPCOHAXXIB) B KOMIT'FOTEPHIH Ipi a00 1HIIOMY JI0JIATKY.
4, Ieposut wmyunuti inmenexm (anri. Game artificial intelligence) - maGip
NPOTPaMHUX METOMK, IKi BUKOPUCTOBYIOThCS B KOMITIOTEPHUX irpax s CTBOPCHHS

UTF0311 IHTENIEKTY B MOBEIHIII IEPCOHAXKIB, KEPOBAHUX KOMIT'IOTEPOM.
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\ CTpyKTypa irpoBoro pyLuis

Ipadiuvmnn pyLuin IrpoBniA pyLuin IHTepdenc Beouy

AHiIMaLlIMHWIA

DiZNUHUN pYLLIA nporpapas
( JedBc

3BYKOBUI PYILIA

Puc. 2.1 — Cmpyxmypa ieposozo 0sudicka/pyutis

Jlo mosiBM IrpoBHX JBMXKKIB HOBI IrpU CTBOPIOBAJIUCA 3 HYyJs, Oyayuu
ONTHUMI30BaHl MiJl LUIbOBY Iuiat@opmy. HeoOXiAHICTP BUKOPUCTaHHS TMOAIOHOTO
MiAX0y OOyMOBIIOBaacs OOMEKEHUMH MOXJIMBOCTSMH arapaTHOrO 3a0e3MeUeHHS
TOTO 4acy, a TAKOXK TUM (AKTOPOM, L0 apXIiTEKTypa anapaTHOTo 3a0e3MeUeHHs 4acTo

3MIHIOBAJIACH.

2.3 XapakTepUCTUKH irPOBUX JABHKKIB

XapaKTepUCTUKH ITPOBOTO JBIKKA K 3aC00y pO3p0OKH 00YMOBIIOIOTH 00J1aCTh
[ioro 3acTocyBaHHs. 3Ha4YHa iX YaCTHHA BHU3HAYAETHCS KOMIIOHCHTAMH, 3 SIKUX BiH
cknagaerbest. CydacHMiA ITpOBUI IBIKOK € KOMIUIEKCHOIO MPOTPaMHOI0 MIaThOpMOIo,
10 CKJIAJAETHCS 3 JEKUTBKOX OCHOBHUX KOMIIOHEHTIB, KOXEH 3 SIKHX MOXE OyTH SK
Oe3rmocepeTHbOI0 YAaCTUHOK JIBMXKKA, TaK 1 mocTaBiasaTuca oOkpemo. Jlami Oyne
PO3TIISIHYTO KOKEH 3 BUKOPHCTOBYBAHUX KOMITOHEHTIB.

I'paghiunuti  dsuxcox (amrn. Graphics engine) - mpoMiKHE MpOrpaMHe
3abesreucHHs (anrn. Middleware), ocHOBHMM 3aBHaHHSIM SKOTO € Bi3yaizarlis
KOMIT'FOTepHOi rpadiku. ['padiunnii IBMKOK BU3HAYAE MOKIIUBOCTI 1O BiTOOPaKEHHIO
KOMII'TOTEpHOI Ipadiky, sIKi BKIIOYAIOTh B ceOe:

1. JoctymHi pexxumu peraepunra (2D / 3D).
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2. [MinTpumyBani nporpamHi intepdeiicu (OpenGL / DirectX).

3. Pi3Hi rpadiuHi XapaKTEepUCTUKHU: JOCTYNHY PO3AUIBHY 3JaTHICTb
(KUIBKICTh TOYOK Ha OJIMHMINO TUIONIL), PO3AUIBHY 3AaTHICTb 1 (UIBTpAIliio
TEKCTYp, NapaMeTPH OCBITIEHHS 1 TIHEH.

I'padpiunuii IBUKOK MOXKE ICHYBAaTH fAK OKPEMHUH MPOJAYKT, aje 4YacTo €
JACTHUHOIO ITPOBOTO JBMXKKA. ['0JIOBHOIO BIIMIHHICTIO IIPOBOTO rpa)UuHOTO JABUXKKA €
00poOKa rpadiku B pexKuMi peajbHOTO Yacy.

Ha mouaTkoBOMYy eTari po3BHTKY KOMIT'FOTEPHUX irop came rpadiuHuii TBHIKOK
CTAaHOBUB OUIBIIY YacTUHY irpoBoro aBuxka (90 - 95%). I 3apas, sik npaBusio, rpadidHi
JIBMKKA HE TIOIIHMPIOIOTHCS OKPEMO BiJl ITPOBUX, TaK SK, IMO-TIEPIIE, CTBOPCHHS
[OUTBbIIOCTI irOop HEMOXIWBO 0Oe3 TrpadiuHOro ABMXKKA (BHHSTOK - JESKI JIOT14HI 1
TekcToBl irpu). [logpyre, rpadiuHoro ABMXKKa camoro mno co0i HEIOCTaTHBO IS
CTBOPCHHS T'PH.

Dizuunui dsuxcox (auri. Physics engine) - mporpaMHHii KOMIIOHEHT, SIKHH
BUPOOJIIE KOMIT'IOTEPHE MOJCIIOBaHHS (DI3UYHUX 3aKOHIB peaJbHOTO CBITYy Y
BIpTyaJIbHOMY CBITi, 3 THM a00 IHIIUM CTyI€HeM HaOJMKEeHHS J0 peadbHOCTl. SK 1
rpadiYHU IBUKOK, IrpOBUN (I3UMYHUN JBUKOK TOBHMHEH TMPAIIOBATH B PEXKHUMI
peagbHOTO Yacy (Ha BIAMIHY, HAIIPUKIIAJ, BiJl HAYKOBOTO (PI3MYHOTO JIBHKKA):
NvidiaPhysX (26,8% punky); Havok (22,7% punky);

Bullet Physics Library (10,3% punky);

Open Dynamics Engine (4,1% puHKy).

3eykosuti osuocox (amrn. Sound / audio engine) - mporpamMHHI KOMIIOHEHT
IrpOBOTO JIBMKKA, SKUH BIJMOBiJae 3a BIATBOPEHHS 3BYKY (IIyMOBE Ta My3HYHE
oopmIIeHHs, TOJOCH TEPCOHAXKIB) B KOMIIIOTEpHIM Tpi abo IHIIOMY J0JIaTKY.
HaifyacrTilie € 4acTHHOI0 IrpoOBOr0 JBM)KKA, MOKE BHKOPHUCTOBYBATH TaKi BIIOMI
nporpamui inTepdeiicu: OpenAL; DirectSound3d; Environmental Audio Extensions

(EAX); FMOD.
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Ieposunt wmyunuu inmenexm (III) (amrm. Game artificial intelligence) -
[POrpaMHUI KOMIIOHEHT 1/ ab0 Ha0ilp MporpaMHUX METOAMK, 110 BUKOPUCTOBYIOTHCA B
KOMIT'FOTEPHUX Irpax JJii CTBOPEHHS UIIO311 1HTENEKTY B MOBEIIHLI BIPTyadbHUX
nepcoHaxi. Ha BigMiHy Bif TpaguuidHoro B irpoBomy Il mmpoko 3acTOCOBYIOTHCS
PI3HOTO POy CHPOIIEHHS, OOMaHM 1 eMYJIAIlll, TaK K 1€ JO3BOJISE: 3HU3UTU OIOJIKET
IpY; 3MEHIIUTH CIIOKUBAaHHS PECYPCIB CUCTEMH.

Linvosi nramgopmu. IrpoBuil IBHKOK BU3HAYA€E JOCTYIHI IUIHOBI MIaTHOPMH,
JUIsE IKMX 3 MOro JI0MOMOrol0 MO)XHa CTBOPUTH ITPH, HANPHKIAJ, MpONpieTapHUN
CryEngine 2, 3a pomomoroio sikoro OyB crBopenuii Oecrtcenep Crysis, mir OyTu
BUKOPUCTAHUHN TUTBKH JIJIsi CTBOPEHHS irop mia miatgopmy Micorsoft Windows. Unity

i Unreal Engine miarpumyroTh Maiike BCl iCHY0U1 TUIATHOPMH.

2.4 3aco0u po3poOKH i ix iHTerpaumis

Jli1st po3pO0OKH KOMIT'IOTEPHHUX irop BUKOPHCTOBYIOThCS Pi3Hi TexHojorii: Adobe
Flash un ActionScript, HTML, CSS, AJAX, Java, Unity3D, Adobe (Macromedia)
Director, C ++, PHP, ASP .NET, Microsoft Silverlight i ixmri. Icropuuno HaniOiLIBII
nomnynspaumu Oyau Flash 1 Java, Tak sik BUKOPHCTOBYIOUHM IIi TEXHOJIOTIT, MOKHA OyII0
JICTKO CTBOPIOBATH IHTEPAKTHUBHI irpH Ta aHimarlliro. OgHak, ciix 3a3Haunty, mo Adobe
Flash 6yna OinbIn momyssipHa mpu po3pooOIri MepeKeBUX irop, Hix Java.

Opnak Oarato xto 3 HuX (Hampukian Adobe Flash) sactapinu i Ha 3miHy iM
OPUAIILITN OUTBII TOTYXH1 3aCO0H.

Unreal Engine

Penaktop Unity Engine - me eauHe cepeioBHINE pPO3POOKH, IO MiATPUMYE
MOBHUM TpOLIEC CTBOPEHHS BIpTyanbHOTo cBITY. [l00ynoBa TpUBHUMIPHOTO MPOCTOPY
3MIMCHIOETBCST OE€3MOCEePEeIHbO BCEPENMHI pEeAaKkTopa, NporpaMyBaHHS JIOTIKM - B
iHTerpoBaHomy cepenonuilli MonoDevelop Ha mMoBax JavaScript abo C #. Bunstok
CTAaHOBUTh MOJICTIOBaHHS CKIagHoi reomerpii: B Unity ENgine moxumBo Jwime

CTBOpEHHsI TpadiyHUX NPUMITHUBIB (KyO, HUIIHApP, chepa) 1 00'eaAHAHHS iX B TPYyIU;
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1HIIIE HEOOXIAHO IMIOPTYBaTH 3 TPUBUMIPHUX peAakTopiB. g mux muiedt oOpaHuit
BiAKpuUTHii 1 6e3komToBHUM 3D-pemaktop Blender.

Jlo 6e3nepeunoi nepeBaru sk Unity, Tak 1 Blender, cmig BimHecTH Benuke 1
aKTUBHE CIIIBTOBAPUCTBO PO3POOHMKIB, 3aBASKH SKOMY MOKHAa IIBUAKO 3HAUTH
PIIIEHHS MPAKTUYHO OYAb-IKUX BUHUKIU IIPU PO3POOIIL MPOOIIEM.

Texnonoeii 36epicanHs i MaAHINYIOBAHHA OAHUMU

OpnHa 3 oCHOBHUX (QYHKUINA CUCTEMU - IIe 00poOKa 1 30epiraHHs 1aHUX, a TaKOXK
KOpPEKTHE 1X BIIOOpa)xeHHs TpH TeHepalii BipTyanbHoro cBity. J[ns mworo
BUKOPUCTOBY€EThCA TEXHOJOTIA A0CTynmy A0 nanux Entity Framework, sika mosBossie
aBTOMAaTUYHO TEHEepyBaTH 0a3y JaHUX 1 BCl TaOJMI[l Ha IMIJCTaBl CTBOPEHUX
PO3pOOHHUKOM CYTHICHHX KJIAaciB 1 3aIIOBHIOBATH iX MOYATKOBUMH JaHWMH, SKIIO TakKi
Oynu iM Bu3HaueHO. J[aHa TeXHOJIOT1sl KOHTPOIIOE BC1 3MIHU, BUKOHAHI B X011 pO3POOKH
CUCTEMH, Ha PIBHI KOJYy 1 MpU HEOOXIIHOCTI 3MIHIOE CTPYKTYpy Oa3u manux. BuOip
Entity Framework BusnauuB 1 Bubip CYB/I: Microsoft SQL Server Tako BXOIUTH B
CIMEHWCTBO TexHoJIOTi Big Microsoft 1 kpame 3a I1HIIMX TapaHTye€ IUIaBHY 1
OE3MOMMIIKOBY POOOTY BHINEONHCAHUX (YHKITIH.

Jlani, HeoOXimHi s (YHKIIOHYBaHHS MalOyTHBROI Tpu «Ilcmut Tpardmy,
30epiraroThCsl B 0a3i JaHUX, JIOTIYHA MOJICNb SKOi HaBeAeHa Ha puc. 2.2. Kpim Ttoro,

JacTHHA JJaHUX 30epiraeThCs Ha CEpBEPl Y BUTIIAL (haIIiB.

Apryw

KHTEY 121 07-12.6P

21

3m. |Apxyw Ne ookym Ilionuc | Hama




MonezoeaTtens

MO nonezoeaTtena

PO —
NoruH
Xew naponsa

HasHadeHHan pone

Fone

KO HazHaYeHHOA ponx

0 ponu

MO ponwm (FE)
KO nonezoeatena (FK)

HazeaHue ponu

| Kype CTaETUCTHKA kypca
| MO kypca - — o VMO CTATHMCTHMKM KYpCa
Hazeanue kypca MpoueHT NpoxXoHIEHKA
JocTrxkenue NnonezoeaTens MpoeensHHOE BREMSA
0 DOCT MAEHHMA NONEZ0EaNA o DA tepEar g AEcEUaHE
P naEr NoAHoro 3aBepWeHH:
O nonezosaTtens (FK) O TemMel MO nonezoeaTtens (FK)
140 aocT vekaHMa (FK) - WM kypca (FK)
FHAUEHMWE Mopsaaokoeei HoMep |
T HazeaHue Temel | .l
| W0 kypea (FK) | CTATHCTHKA TEMEI
| O CTAETHCTHKM TEMEI
Conep#HMoe TeMbl
HocTukeHne Ash -

MO AocTHMKEHWA

HazeaHue
Tun

CTATUCTHKE NekUKH

A0 CTATHUCTUKM AEKLMM

MNpoeeneHHOE BpEMA
0 CTATHCTHKK TeMbl (FK)

MO conepsroro (FK)

Maparpadg
CTATUCTHMES Naparpadga WO naparpaga
O cTaTtucTukKy Nnaparpaca
MopankoBeIA HOMER
MpoYHTEH WAk HeT b Jaronoeok
110 cTatHcTurkK nekumy (FE) Tekct

O naparpada (FK)

_L

I conepskmoro

_4 MpousHT NpoxokaeHuA
MNpoEeneHHOE BpEMA

Tun
O Terb (FK)

HDpﬂ,ﬂKDBbll:i HoMep Yucno I_Ile‘:LD.EHHbI)( TECTOE
HaszeaHue coaepHIMoro

Fnar NpoxoKIAeHHA BCex TECTOE

Par MOSaNEHOID NOOXORAEHHA TECTOE
Par NoNHoro SasepUeHua

MO craTHcTMiM kypoa (FK)

-——-mw— e —_— KO Terb (FK)
¢ Tun
B

MNekuma

0 conepsmoro (FE)

CTaTUCTHKE TECTA

MO conepsrioro (FK)

nnwcTtpaums

MO manoeT pauwi

MNopankoBelA HOMER
MyTE K MZOEpEKEHWID
KO naparpadga (FK)

Tect | MO CTATHCTHKM TecTa
0 conepsaaroro (FK) Pesynetar ]
e 0 CTATHCTHKK TemMel (FK)
Tpegyemeli MUHKMYM
L pond ‘ 2 MO conepsroro (FK) :
Eonpoc l |
M0 eonpoca CTaTMCTHKA EONpoca |
MopanKossE HoMEep MO cTaTucTuekM BoNpoca |
Ty 4 JaTpadeHHOe BpEMA |
MyTe K KEPTHHKE-MOACHEHKWH A0 STaTHCTURM TecTa (FK)
Tun ESPWAHTOE OTEETA VI eonpoca (FK) |
MyTe K KEPTHMHKE C OTEETaMH
10 copepsxurmoro (FK) |
BapuaHTt oTEETA |
MO BapUaHTa OTESTE, Creet |
~ M0 oteeTa |
Mopsokoeei HoMep  E— -
TekcTt MO cTatHcTHrM Tecta (FK)
BepHEIF N1 HeT M0 eapuanTa oTeeTa (FK)
O eonpoca (FK)

Puc.2.2. Jlociuna mooenv 6aszu Oanux cucumemu

Cmpyxkmypa naguanoho2o konmenmy. OCHOBHOIO YaCTUHOIO KOHTEHTY CUCTEMHU €

3a TCMATH4YHHMH O3HaAKaMH.

HAaBYAIBHUN KYPC - CYKYIHICTh TEKCTOBHUX 1 UTIOCTpallifHUX MaTepialiB, 3TPylOBaHUX
CtpykTypa Kypcy Mae JepeBonojioHny dopmy i
Mpe/ICTaBlieHa Ha pHUC.2.2 - KOPiHb JIepeBa PO3MAAAETHCS HA TEMH, IO CKIATAIOTHCA 3
JEKIIN 1 TeCTiB; JeKIli po30MBaIOThCA Ha maparpadu, KOKHHUM 3 SIKMX MOXE Maru
UTIOCTpAIlISIMU; TECTU MICTATH Psifi MUTaHb 3 PI3HOI KUIBKICTIO BapiaHTIB BIAMOBII,

KOXKEH 3 SIKMX MOX€ OyTu BipHUM a00 HeBipHMM. BapiaHTu BiAmoOBill MOXYTb OyTH

3m.
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npejacTaBieHl ado B TEKCTOBOMY (opmari, abo y BUIJIISAII 300pa)K€HHS; KpIM TOTO,
UTIOCTpalli€ro MoXke OyTH 3a0e3MeueHnit caMe MUTaHHS.

3a po3poOKy CTPYKTYypU HABUAJIBLHOI'O KypCy BIJINOBIIAa€ BUKIaAa4, JAJIsS [OTO B
nependayaeTbcsi CHUCTEMI € BOYJOBaHUM pENaKkTOp KypcCiB, 10 Hajae iHTepdenc s
penaryBaHHs, J0JlaBaHHs a00 BHUJIaJICHHsI Oylb-sIKOro eleMeHTy jaepeBa. Kpim Ttoro,
BUKJIaJIad Ma€ MOXJIMBICTh 3aBAaHTAXXUTU HaBYadbHUU Matepian 3 ¢aitny MS Word,

SIKWJ TIOBUHEH MaTu

Haguaiun e \

\ 4
Tema 1 Tema i Tema N
Jekuia 1 Jlekuyia M Tecm 1 Tecm K
‘\ v -
IHapazpagh 1 IHapaczpagh L 3anumannsa 1 3anumanns Q
Bapianm gionoeioi 1
Pucynok 1
‘ ' LR N ] ‘ ' o
Pucynoxk Z Bapianm ¢ionoeioi

Puc. 2.3. Cmpyxkmypa naguanvnozo Kypcy

Cmpyxkmypa 8ipmyanbHo2o npocmopy. TpUBUMIPHUM HaBYalbHUI MPOCTIP
CKJIaJIa€ThCS 3 JIBOX YACTHUH: MOCTIMHOI 1 AMHaMI4HOi. [locTiiiHa yactuHa odopmieHa y
BUTJISII XOJIy, MICTUTh BCTYNHY 1H(OPMAIIiIO PO YHIBEPCUTET, PaKyIbTeTH, KapeapH i
PO3pOOHMKIB, @ TAKOK BKJIIOUAE TEPMIHAM JJIsi BUOOPY KYpPCY 31 CIUCKY BCIX JOCTYIHHUX

KypciB. J[MHamiyHa yacThHA SIBJIss€ COOOK0 HAOIp MOB'I3aHUX KIMHAT / KOPUAOPIB Ta
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MEPCOHAXKIB 1 TE€HEPYEThCS aBTOMAaTUYHO HAa OCHOBI CTPYKTYpH OOpaHOTO Kypcy 1
KIMHAT-IIA0JIOHIB, BCEPEAMHY SKHX 3aBaHTAXYye€TbCs KOHKpeTHHW 3MicT. Ilpuxnan

CXEMU TPUBUMIPHOTO MPOCTOPY MPE/ICTaBICHUN Ha puC. 2.4..

Kivnama mecmyeannsn Jekuitina 3ana
A A
o Kuiil Kimnama
Jexuiiina 3ana Aexuitina sana

A A
A

h 4 \ 4 A h 4 A 4

Mo nexuii Mo mecmy 1 Mo nexuii 1 Mo nexuii || do mecmy 1
Kopuoop memu Kopuoop memu
Ho memu 1 Jlo memu 2

T'onoenuit kopuoop Kypca

!

Tepminan euobopy Kypcy

Tonoenun XOJ1

Indovmauiiini cmenou

Puc. 2.4.Ilpuknao cxemu mpboxmipHo20 HABUAILHO20 NPOCMOPY
B3aemonis xkopuctyBadya 3 00'€eKTaMU BIPTYaJIbHOTO CBITY 3J1MCHIOETHCA YEpe3
MepCOHaXka-aBaTapa.

Cuctema BIACTEXKYE MNPOrpec CTYAEHTa BCEPEAUHI TPUBUMIPHOTO MPOCTOPY 1
30epirae oro B 0a3l JaHMUX, a TAKOXK BIJOOpa)ka€ CTATUCTUKY HMOro A1, BKIIOYAIOYU
MPOBEJICHE B CBITI Yac, YUCJIO MPOIJAEHUX TECTIB 1 BIPHUX BIJAIMOBIIEH HAa MUTaHHS, a
TaKO0XX BIJICOTOK 3aBEPIIIEHHS KypCy / TEMHU.

Skio mporec HaBUYaHHS BKIIIOYAE E€JIEMEHTH ITPOBOTrO MiJIXOAY, B TOMY YHCII
MOCTIMHE 3a0XO0YECHHSI, 3aCHOBaHE HA CHCTEMI OajiB JIOCBIAY 3 POJBOBUX BIAEOITOP;

O0anaMu  HAropoJKYHOTbCsl OyAb-siKl N1 KOpPHCTyBaya, MOYMHAIOYM BijJ HE3HAYHUX
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OpYropsiAHUX (YMTaHHS BCTYMHOI 1H(OpMaIlii, JOCIIIKEHHS CBITY) 1 3aKIHUyIOUYHU
Oe3nocepeHbO HABUAbHUMU (UMTAHHS JIEKI[1H, TPOXOIKEHHS TECTIB).

Apximekmypa cucmemu. Maiixe BCl BIpTyaJbHI HaBYajbHI CEpEIOBUIIA
0a3yl0ThCS Ha TEXHOJIOT1T KIIEHT-cepBep, TOMY rpa «lcnmuT rparoun» He € BUHATKOM.
ApXITEKTypa CUCTEMU IpE/ICTaBlI€HA Ha pUC. 2.5.

Kiientchka yactuHa nepeabdadae mpocTo BeO-Opaysep, KUl BUKOPUCTOBYETHCS
JUTSL TIEPETIISiTy CTOPIHOK Ha cepBepi (KOpUCTyBadYeBl TIILKU HEOOXITHO BCTAHOBUTH Ha
cBoemy komm'torepi HeBenukuil ruiarin Unity Web Player). 3D-ciienu BipTyasibHOTO
cBity iHTerpyroThcsi B HTML-cTOpiHKM, TOMY HaBYarOTh, MOXE MEPEMIIIATUCS 10
BIPTYaJIbHOMY MPOCTOPY TOYHO TaK K€, 5K 3a 3BUYaiHuMU [HTepHeT-caiiTam.

o o\ Kopucmyeau

S~—
7y
Knienmcoka uacmuna
Bpaysep «— Inazin < »| Buxopucmosysanuii paiin
Unity Web Plaver sipmyansrozo ceimy
A Ckpinmu EXtIS HTML-cmopinku
\ Cepeepna wacmuna (apximexmypa M\ C)
y A
Knacu nposeoennsn oooamkie
¢ 7'y
A 4
Ilpeocmaenkuns eeo- Mooenwv oanux
CcMopinoK nopmana Entity Framework

A 4

—— v

MS SQL Server

\ 4

Puc.2.5. Apximexmypa poszpoobarosanoi cucmemu- epu «Ilcnum, epaioquy
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CepBepHa yacTuHa cucteMu peanizye apxitektypy MVC, sxa Bu3Havae Tpu
piBHI:

— pIBEHb NPECTaBICHHS BEO-CTOPIHOK MOPTAIY;

— piBeHb O13HEC-JIOTIKM MPOrpamMu Ta AOCTYILY A0 JaHUX;

— PpIBEHb JIaHUX.
SIk mpoTOKOJTy OOMIHY JaHMMHU MO MEpPEXi BUKOPUCTOBYETHCS TpoTokosn TCP /
IP. Yotupu xoHTposepa 3 rpynu MOBEIIHKH OOCIYrOBYIOTh YOTHUPHU CTOPIHKH CaTy 3
rpynu ysiBieHHs. ['0OJIOBHUM KOMIOHEHTOM MOJedi (pIBEHb JIaHHUX) € KOHTEKCT 0asu
JaHUX; B HbOMY JAa€ThCS NIEpepaxyBaHHs BCIX CYTHICHUX KJIACIB, BKJIIOUEHUX B MO/JIENb,

1 4epe3 HbOI'o NpanrorOTh 3 0a3oro JaHUX BCC KOHTPOJICPU.

2.5.IncTpyMeHTAapiii poOpodKku cucTeMu

Iarepderic Unity cknmamaeTbcs 3 JIEKUIBKOX YaCTHH: BKJIagKa SCene, BKIaIKa
Game, maHenb IHCTPYMEHTIB, BKiIajgka Hierarchy, manesns Inspector, Bkiaaaku Project i
Console. Y koXxHIil 4acTHHI € BJacCHE NMPU3HAYCHHS, IPHU IIbOMY BCi BOHH TI'paioTh
BaXJIMBY pPOJIb B MpoIleci CTBOpeHHs Ipu. Ha pucynky 2.6. 300pakeHnii iHTepdeiic

nporpamu UnityEnige .

o o

= e o

.....

lceccocok

GroundsTs

Puc. 2.6 — Yacmunu inmepgheticy Unity Enige
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Xo4a KOMIIOHOBKA IrPOBUX PECYpCIB BiAOYBAa€TbCA B BI3yalbHOMY PENAKTOPI,
NoTpiOHMI Kepyrounid HUMHU KOX, IO 3a0e3rnedye iHTepakTUBHICTH Tpu. Unity
MiITpUMYy€E BCbOTO 2 MOBH TporpamyBanHs JavaScript i C #.

[TporpamyBaHHs 31idCHIOETBC He Beepeauni Unity Enige, kon icHye y BUrIsii
okpemuXx (aiiiB, MicIle po3TalryBaHHs skux BU moBigomisiere Unity Enige. daiinu
CIICHapiiB MOXYTh CTBOpIOBaTHCS B momatky Unity, ame B Oynb-SKOMY BHIIAJKy Bam
[Oyne morpibHO TekcToBHil pemakTop ado IDE, ne Oynme mucaTucs KoOma Uil ITUX
CMOYaTKy TMOpOXHIX aitmiB. Y kommiekti 3 Unity mnocraBiseTscsl 101aTOK
MonoDevelop sik mixkmaatrgopmeHe iHTerpoBaHe cepenouie po3podku (IDE) mus
MoBu C # 3 BIAKPUTUM BHUXITHUM KOAOM. binbml neraneHy iHQpOpMAIli0 MpO IHO
mporpaMy MOXKHA OTpUMAaTH Ha CTOpIHII Www.monodevelop.com, ane mpu 1soMy
HEOOXITHO BUKOPHUCTOBYBATH BEpCito, 110 iae B KoMmIuiekTi 3 Unity, a He ckayaHuM 3
[[bOI'O CAalTy JOJATKOM, TaK K B 0a30By mporpamy Oys0 BHECEHO psAJl 3MiH JJIs KpaIioi

inTerparii 3 Unity Engine.

2.6. BucHoBKkH 10 po3ainy 2

B naHwmii yac BipTyaJbHa HaBYaJibHa cucTeMa — rpa «lcmuT rparouny
3HaXHJIOTHCS B CTaHI MPOEKTYBaHHS., aJie¢ apXiTEeKTypa MPOrpaMHOro 3a0e3reueHHs Mae
YITKY BU3HAYEHY CTPYKTYPY

OcHOBHI acriekTd po3poOku irop B mimomy i Ha Unity Engine nae mincraBy
3poOWTH BUCHOBOK, IO BIH IMOKa3aB cebe SK MyKe THYYKUW, 3pYIHHH 1 MPOCTHIMA
IHCTpPYMEHT JJIi CTBOPEHHA 1Irop, WI0O HE BHMAara€ YyCTaHOBKH JOJATKOBOTO
porpaMHOro 3a0e3nedeHHs (71 po3pOoOKH TpU BHKOPUCTOBYBaBCs TuUtbku UNity), mpu
IOMY 3HAYHHX HEJIOJIKIB TpH poOOTI 3 HUM momidyeHo He Oyio. Unity Engine
MOCTIHO PO3BUBAETHCS 1 JOCUTH YaCTO BUXOMSTH HOBI BepCii (B SIKUX 3'ABISIOTHCS HOBI
MO>KJIMBOCTI, & TAKOX TOJIMIITYIOTECS CTapi), TOMY JIEsSKi aClIeKTH TaHOi poOoTH OyayTh

HEaKTyallbH1 4Yepe3 JAeskhil yac. BCTaHOBIEHO MOMIIMBICTH BIPOBAKEHHS CHCTEM
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BIPTyaJIbHOI 1 JOMOBHEHOI pEaJbHOCTI JJIsi CTBOPEHHS OCBITHIX 1rop. Bu3HaueHo

0COOJMBOCTI PO3POOKH Irop 3 MPUB'SA3KOI0 10 00'€EKTIB pealibHOTO CBITY 1 KapTH.
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Po3nin 3
PO3POBKA BIJIEOI'PU HA UNITY Engine
[actpyment Unity Engine nHamae modaTKiBISM PO3POOHHKAM MOXKIIUBICTH

HErailHO MPUCTYIUTH 10 POOOTH, aje nepes MM HEoOX1JHO BCe PEeTeIbHO MPOAYMATH 1
oOroBopuTH BCi HroaHCH. HasiBHICTBH Takoro THy4koro iHcTpymeHty sik Unity Enige e
BUpIIIYE BC1 MPOOJIEMHU 1 TOMY HEOOXIJHO YITKO YSBIISITH, IO camMe MOBUHHO BUUTU B

pe3ybTaTi.

3.1 Po3poboka rpu «lcnut, rparodm»

Konyenyia epu. JIns BuBueHHs npuHUUIIB poOoTH 3 iHCTpyMeHToM Unity Engine
pO3pOOIIEHO BiZleOrpy 3 JOMOBHEHOIO pEANbHICTIO, IO BHUKOPHUCTOBYE CIYKOH
T'COJIOKAITil Il MPUB'A3KH iHPOpMAIIii (MO/Ie]Ib BUCHOTO-IIOKEMOHA) JI0 PEaIbHOT TOYKH
Ha MICIIEBOCTI.

3aBJaHHSIM TPYIH CTYIEHTIB OyJe CTBOPUTH CBOK BIpTyaJIbHY KOMaHIY
BIIOMHUX BYECHHUX-CK3aMEHATOpPIB (aHajoriB-okeMoHiB). [IpoTsarom i€l mpuroau BH
3MOXKET€ JI3HATHUCS PO Trajay3b HaykKd a0o TEeBHY IUCHUIUIIHY, BHUKOHATH MICIi,
JOTIOMOTTH THM, XTO TMOTpeOye, 3i10patu mpeaMeTru Ta apredakTu Ta 3B’s3aTHCS 31
CBOIMU Jpy3amu!

Bu 3morxeTe 310paTi KOMaHy BiIOMHX HAayKOBIIIB 3 TIEBHOI ITapUHU HAyKH, aje
JUTSL IILOTO BaM JIOBEJETHCS TOYHO BIJAMOBICTH HA JESKI MUTAaHHS, BUKOHATHU 3aBIaHHS
Ta TECTH, 1[0 CTOCYIOTHCS 11€1 TUCITUILTIHY.

leposuii npoyec i mexanixa. 3pebinbinoro rpadika He Mae OyTH KIIOYOBHUM
KOMIIOHEHTOM IIi€l TpH, CIPOIIEHA €eCTeTHKAa CKJIaJa€ JKaHp caM Mo cobi, 1o,
0e3yMOBHO, MOJ00a€ThCS NeIKUM Jto1aM. [1oi0H1 irpu MPOCTO HE MOKHA TTOPIBHATH 3

IHITMMY irpaMy Ha OCHOBI T€0JIOKAITi1.
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Mexanika rpu Moxe OyTH pi3HOIO — a00 BH, AK 3a3BHYail IMPOCTO MOKA3yeTe
MajJblAMHU 10 €KpaHy, 100 OMISIHYTH KapTy, ab0 OyKBajdbHO mepemimaere TenedoH,
1100 00epTaTUCs HABKOJIO KapTH, U0 pOOUTH B3aEMOIIT 1y>Ke LIKABUMH !

SIK110 TOBOPUTH IPO B3aEMOIIT, TO BCl B3a€MO/IT B TPl CTOCYBATUMYThCS PI3HUX
ranyzeil Hayku ta Texuiku. Uu TO depe3 meperiisag TOTo, M0 MU OyJAeMO Ha3UBaTH
"OCBITHIMU" BI€OPOJMKAMHU YW BUBYEHHSAM MaTepiany MHiAPYYHHKIB, 1100 30upatu
"Aypu" abo oukH Ta 6anu yepe3 BIAMOBIAI HA OKpEeM1 MUTaHHS a00 BUKOHAHHS TECTIB,
KO’KHa B3a€MOJ1Sl CTOCYBAaTUMEThCS TIEBOH]T T'aly31 HAYKH 1 TEXHIKH.

3MICT NHUTaHb 1 TECTIB 3aJ€XKUTh BIJ TOTO, 3[a€ CTYIAEHT ICOUT 3 IMEBHOI
TUCIMIUIIHM YW TPOBOAMUTHCSA TMEpeBipKa 3aJMIIKOBUX 3HAHb CTYyJHTA 3 TEBHOI
cHemiabHOCTI (TOOTO KOMIUIEKCHI TUTaHHHA Ta TecTH). CTBOpEHHS KOHTEHTY
TECTOBUX 3aB/IaHb € OKPEMHUM 3aBIAaHHSIM. MO)KHa BUKOPUCTOBYBATH BiIOMi OH-JIaliH
ceppicu, moxiOHI 1o HaBeneHux B Jlomarky J[. Hampuknan, Heroton Moxke cnuratu
11010 ToJiiHOMY HploTOHA (SIKIIO WAEThCsA Mpo 0OUMCITIOBAIbHY MabeMaTHKY) abo mpo
3aKOHU MexaHIkH (ko mpo [IpukimanHy mexaHiky). Y BHNAAKY MIBUAKOI BIAIOBIiI
ab0 pO3B’A3KYy TeCcTa BYEHUM HAJACTh BaM MiAKA3Ky IIOAO MICIS 3HAXOKEHHS
HACTYITHOPTO BUYEHOTO (MMOKeMoHa). [ BiAMOYMHKY 1 0OMIpKOBYBaHHS BiJIOBiCH B
rpi Tpeba mependaynuTH y JIOJHUX MICIAX «IOKE3YIMHUHKWY, 1€ MOXKHA 3HAWTH IIHHI
peIMeTH

VY Bamoro nepcoHaxa (SKOTo BH MOXKeTe€ 00paTd 3 MOMDK BEJIMHUKOI KUTBKOCTI
aBaTapiB) € TyXOBHICTb, 3JOPOB's, TOJIOA Ta cripara. [IpoTsaroM ycix Bamux MpUro]] BU
MOBUHHI TapaHTyBaTH, IO TPUMAETE IIi MOKAa3HUKHA Ha TimHOMY piBHI. Jis 1mporo
MOXXHA CIyXaTH pi3HI PO3MOBiI Mpo iCTOpit0 abo (inocodio HayKH, JAOMOMOTATH
Apy35M, TOIIO.

Toxi sk rpaBelb NMEPeCyBa€EThCS pPEAJbHUM CBITOM, HOTO aBaTap MOJOPOXKYE
KapTo0 3aBAsku BUKopucTaHHIO GPS. SIkimo mopsia 3HaXOOUTHCS BUCHUN-TIOKEMOH,
rpa TOBIIOMJILE MPO L€ 1 MPOMOHYE BIAIIYKATH IHOro, KOPUCTYIOUHCH Kameporo
cmaptdpoHa UM IUIaHIIETa. 300pa)KEHHS TOKEMOHA HAKJIAJA€Tbcd Ha KapTUHKY

HaBKOJIMIIIHBOTO CBITY, OTPUMAaHy 3 KaMepu. [HOJII OUKHM aypu Ta Oajiv BIAIIYKYHOTHCS
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TaK camo, SIK 1 IMOKEMOHH, 32 HUX BIIOYyBalOThbCS BHYTPIIIHBOIIPOBHIM OOMIH iX Ha
KOPUCHI pedi, sIKi NPUCKOPIOIOTH Mporpec rpaBis. Bci Taki OOMIHM 1 3HAXiAKH
CKJIAJAIOThCS 10 1HBEHTapsl, KUl BMilLye neBHy KuibkicTh (500 y rpi IlokemoH ro)
npeameTiB. [[okeMOHM-BUEHI MalOTh PI3HY CKIJIAJIHICTh TECTIB, MO3HAYEHY KOJIbOPOM
KUIBIISI HABKOJIO HUX.

3Haxoas1uu a00 BUPOILYIOYM HOBUX MOKEMOHIB, PO3BUBAIOYH iX 1 O€pydn ydacTb
y 3MaraHHsx, rpaBelb BIPTyaJbHO 30UIbIIIY€E CBI PIBEHb PO3BUTKY, OTPUMYIOUU HOBI
MOKITHBOCTI. IoMy CTae 10 CHATHM 3HAXOJWTH BCE CHMIBHIIIMX BUCHHX-TIOKEMOHIB (3
OUTbII PEUTUHIOBUMHU 200 MPOCTIIUMH MUTAHHSIMH -T€CTAMH ), BAHATOPOa 3POCTAE.
JlocsATmiv TEBHOTO PiBHS, BiH MOXE JOMYYUTHCS OO OJHIET 3 KOMaH[
(TPEHEPIBY, SIKI 3MAraTUMYThCSI MK COOOIO.

Inwi ocobnusocmi. I'pa MO3BONATHME CHUIKYBaHHS MDK TPaBIIMH B Tpi, IO
JOCUTH IIiKaBOo. Bu MokeTe 3’€IHYBaTHCS i3 CHIBIPYIHHUKAMH, CIUIKYBAaTHCS 3 HUMHU
TOIIIO.

I'pa HE € cyTO po3BaKkaNbHOIO, ii METOIO € JOCSATTH TOTO, 1100 MepeBipKka 3HAHb
poXoaAwiIa y Iikapiil 1 akTuBHIN ¢opmi. [Ipu i1 muranyBaHHI HE MajoCh Ha yBasi, IO
rpa OXOINUTH JIIOJEH T03a TPOMAJOI KaMmIlyca YHIBEPCUTETY, aje s THUX, XTO
IIIKaBUTHCSI HAYKOK 1 TIEBHOKO IAPUHOIO TEXHIKH, II€ 3/1a€ThCS XOPOIIUM CIIOCOOOM
NEePEBIPUTH CBOT 3HAHHSI Ta TIOBECETUTHUCS 3 OJHOJIITKaAMu!

Jlomatok mnepenbadae MPOTYISHKY KaMIyCOM YHIBEPCHUTETY MJIA 3YyCTpidi Ta
3aMpONICHHS TKOMOTa OLTBINOI KUTBKOCTI IFPOBUX MEPCOHAXKIB Ha €Team; monaTok Mae
BUKOPHCTOBYBATH COIiaIbHYy B3a€MOJIil0, TEKCTOBI IOBIIOMJICHHS Ta BimoOpaxaTu
¢bi13uuHiI 3ycTpidi KOPUCTYBAUIB y PI3HUX MICIISIX, II00 3/11MCHIOBATH JOTIOMOTY WICHAM
cBO€T KOMaH 1M a00 1HII 3aBJaHHS, 3Maralo4Yrch 3 HUMH 1 3a]Ty9ar04y 1HIIi € Teams.
310pOB’ s BUMIPIOETHCSI HAOYTUMHU PIBHAMH BOJIU, XJ1i0a Ta TyXOBHOCTI.

Y nomatky TOKa3aHO pI3HI PEUTHHTH TpaBlliB, 1 TPaBIll TaKOX MOXYTh
3aMpOCUTH IHIIUX PEATbHHX JIOZCH, a TAKOXK MEPCOHAXKIB, SIKUX BOHH 3yCTPLIH, OYyTH B

iXHIX KOMaH/aX 3HaBIIIB MIEBHUX PO3/IUIIB HAYKH 1 TEXHIKH.
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3.2. Mpouec pa3podoxu rpu Ha aBu:kKy Unity Engine. CTBopeHHs KapTh
Bceranoputrn Unity Engine wa poOoumii xomm'torep goBosi mpocto (JluB.
Honatok A) Jlnst maHOTO MPOEKTY MOCUTh O€3KomTOBHOI Bepcii. [licis HaTuckanHs Ha
KHOIIKY «O€3KOIITOBHE 3aBaHTaXCHHS» BiJIOYyBAa€ThCS CKadyBaHHS ycTaHOBHHMKA Unity
Engine. Lleii iHcTamaTop BakuTh MeHIIe 1 MO i Bci HeoOXimaHi (aiau ckadye Mmicis
MOYaTKY YCTaHOBKHU.

[Tepebupaemo BCix mepcoHaXIB-MOKEMOHIB, 30epiracMo JaHi Mpo MOKEMOHIB B

3MIHHUX, (aTpuOyTH €JIeMEHTIB MNpUXOAsITh HaM B Gaiil, MU iX nepedupaeMo 1

Gameplay Geslocation

30epiraeMo B 3MIHHUX).

Puc. 3.1 — anxu 3aéanmasiceni ¢ Unity Engine
CTBOpIOEMO KJIacH JUIS 3pYYHOro (popMaTyBaHHS JTaHUX, CTBOPIOEMO CKPHIIT,

MO/ He TIOBUHHI YCIIaJKOBYBATHCS Hi BiJl YOTO.

public class P

{

public int Type { get; set; }

}

Bbepemo 3 Hporo type int . CTBOproeMO HOBHI Kiac (eHyMepaTop). OAaEMO TYAH

iMEHa MepCcoHaKiB-TTIOKEMOHIB

“public enum ET
{
Bulbasaur,
Charmander,

public class PokemonModel

{

public ETypes PokemonType { get; set; }
public int MyProperty { get; set; }

3aaemMo MO3UIIO 1 XapaKTEePUCTUKH TOKEMOHIB

| Apxyw
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Lat - mo3umis x

Lon - mo3uuis y

EXp - piBenb

Damage - mkoau

Health - sxutTs

3aHOCHMO BpPYYHY IIi MapaMeTpy OKeMOHIB B (aiiin xml

<?xml version="1.8" encoding="UTF-8"?>

{pokemons >

{pokemon type="8" lat="42.3637" lon="-71.85686" id="0" exp="0" damage="10"
health="180" ></pokemon>

<pokemon type="2" lat="42.3657" lon="-71.05686" id="1" exp="0" damage="10"
health="180"></pokemon>

{pokemon type="2" lat="42.3687" lon="-71.85686" id="2" exp="8" damage="10"
health="180" ></pokemon>

</pokemons>

CrBoproeMo LSt mokeMOHIB, IKHX OTPUMAaHO 3 cepBepa.

public List<PokemonModel> PokemonModels { get; set; }

Damage Exp Health xouBepTyemo B Tai int.

PockemonModel pokemcnModel = new PokemonModel();

Kamor - ASERE™ r emor
emncC bsb [ ‘emo

int pokemonTypeInt = System.Convert.ToInt32(item.Attribute("type"”).vValue);
pckemonModel.PokemenType = (ETypes)pokemonTypelnt;

type="e" lat="42.3¢

pckemonModel.Id = System.Convert.ToInt32(item.Attribute("id").value);

pckemonModel.Lat = System.Convert.ToSingle(item.Attribute("lat").vValue);
pckemonModel.Lon = System.Convert.ToSingle(item.Attribute("lon").vValue);

pckemonModel .Exp = System.Convert.ToInt32(item.Attribute(“exp").value);

pckemonModel.Damage = System.Convert.ToInt32(item.Attribute("damage”).Value);
pokemonModel .Health = System.Convert.ToInt32(item.Attribute("health”).value);

PckemonModels.Add(pokemonModel) ;

}

ctBoproemo Prefabs

CtBoproemo module mepcoHaxi —tokemonu. IlepenaeMo B HROIO aTPUOYTH.

Koneeptyemo srting B tumn int, micas mporo gogaemo id, Lat . Lon tumy Single (float)
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I nogaemo iM KOMIIOHEHTH

Puc. 3.2 — Mento 3 eubopom npegaba

Nene (Physic Material)
e YU i

Puc. 3.3 — Komnonenmu npeghadis

Tak Burnsagae nanka Prefabs (6a3a qaHux mokeMoHiB)

Assets + Prefabs

Puc. 3.4. — Mooeni noxemoHnis

[Tepebupaemo PokemonModels (momeni mokemMoHiB)

3m.

Apkyut

Ne ooxkym

ITionuc

Jlama
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for (int i = @; i < PokemonModels.Count; i++)
{

var item = PokemonModels[i];

GameObject pokemon = Instantiate(PokemonPrefabs[item.PokemonType]);

MeTtonom Setlocation otpumyemo (item.Lan, item.Lon, item.Origint) micis

I[OT'0 KOKE€H TTOKEMOH CTaHE Ha MOTPIOHY MO3HUIIIIO.

dondo dudh “pad 1

GameObject pokemon = Instantiate(PokemonPrefabs[(int)item.PokemonType]);
SetGeolocation setGeolocation = pokemon.GetComponent<SetGeolocation>();
setGeolocation.SetLoacation(item.Lat, item.Lon, item.Orint);

PckemonHelper pokemonHelper = pokemon.GetComponent<PokemonHelper>();
pckemonHelper . LoadPok|

306epiraeMo MO/IeNIb Ha TOMY 00'€KTI, AKUW IHCTAHTICHTIM

public void LoadPokemon(PokemonModel item)

{

MyPokemonModel = item;

[HiII*0EMO MacuB CTBOPEHMX Ha Marll TOKEMOHIB, K1 BXKe PO3MIIlleH1 Ha Malli

public List<PokemonHelper> PokenonHelperﬂ { get; set; }

Otpumyemo noctyn no game_Helper ans xoppainat GPS

GameHelper :_gameHelper;

CTBOpPIOEMO TIEPEBIPKY ISl BUKOHAHHS

while (!_gameHelper.GpsFix)
{

yield return null;

}

[lepeBipsiemo poOOTy HAIIOTO AOJATKY

| Apxyw
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Puc. 3.5. Bioobpascenns oooamxy 3 nokemonamu y eikni Unity Enige

Pernra arpulyTiB KOKHOTO TIEpCcOHaXKa-TIOKeMOHa HaBesieHa y Jlonatkax b, B

3.3. 36epexennst 6a3u ganux B Unity Engine

Jns 30epekenHss 0Oasu  ganmx B UNity BuKOpuCTOBYBajaucs BOyIOBaHi
PlayerPrefs i sqlite. Sqlite Tenep Mo)kHa BUKOPHUCTOBYBATH 3 KOPOOKH B OE3KOIITOBHIM
Bepcii. bynu 3pyuni sql Tabmwmii nis 30epiraHHs AaHUX MPO KypCH, BHUKJIAJIadiB Ta
cTyneHTiB. HaiiOinpmn 3pydyHUM IHCTPYMEHTOM JJisi YOPAaBIiHHS TaOMUISIMU €
sglitebrowser.

3anuc 1 yutanus B PlayerPrefsmae nactynuuii Burmsn:

public class DB : MonoBehaviour {

public int currentShipBodyState

{
get { return PlayerPrefs.GetInt(*'currentShipBodyState™); }

set { PlayerPrefs.SetInt(**currentShipBodyState™, value); }

}
}

3 HACTYIIHUMH CJICMCHTAMHU Ta 3allMCOM:
db.currentShipBodyState = 100;
int shbs = db.currentShipBodyState;

| ApKywu
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Hns  BuxkopuctanHsa Sqlite B pegakropi JOCUTh CTBOPUTH  Kartajor
StreamingAssets 1 moMmicTuTu Tyau (aitn 6a3u ganux. s Toro mo6 mpairoBaTd 3
0azor0 jgaHux Ha android mpuctpoi, ¢ain 06a3u  NOTPIOHO TOMICTUTH B
Application.persistentDataPath. B oddimiiiniii 1oKyMeHTamli XapakTEepU3YEThCS SIK
3arajbHOJIOCTYITHUM KaTaJor SIKMA TakoX He OyJe Mepe3anucaHo NpH OHOBJICHHI
nporpamu. Takox HeoOxinHO cTBopuTH Katanor Plugins i Plugins \ Android. ¥ neprmwmii
nomicTiTh sqlite3.dll i System.Data.dll B Plugins \ Android momicrits libsqlite3.so.
VYHiBepcaibHUM KOJ /1S 3'€THaHHS 3 0a3010 JaHUX:

public IDbConnection connector()
{
// ecnu uzpa 3anyckaemcsa na IIK
if (Application.platform != RuntimePlatform.Android)
{
/ldatabase.Open(Application.dataPath + "*/StreamingAssets/db.sqlite™);
dbconn = (IDbConnection)newSqliteConnection(*"URI=file:"* + Application.dataPath +
"'/StreamingAssets/db.sqlite™);
dbconn.Open(); //Open connection to the database.

}
/I android

Else
]

Il pacnonoscenue 6aszot dannsnx
string filepath = Application.persistentDataPath + *'/** + "*db.sqlite™;

Il eciu  0azel OAHHBLIX NO 3a0aHHOMYy nymu Hem, pazmeuiaem ee mam if
("File.Exists(filepath))
{

WWW loadDB = new WWW("jar:file://'"" + Application.dataPath + "'l/assets/"" +
"db.sqlite™);

while ('loadDB.isDone) { }

File.WriteAllBytes(filepath, loadDB.bytes);

}

dbconn = (IDbConnection)new SqliteConnection(""URI=file:"" i
Application.persistentDataPath + "'/db.sglite™);
dbconn.Open(); //Open connection to the database.

| Apxyw
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return dbconn;

3anuTH 10 0a3u JaHuX, Iie 3Budaini Sql 3anuTu:

public List<string> getltemInfoFromIslandByltemName(string item)

{

dbconn = connector();
dbcmd = dbconn.CreateCommand();

string sglQuery = “SELECT island_resources.amount, island_resources.weight,
island_resources.title, island_resources.price, island_resources.sell_price,
ship_resources.amount FROM island _resources INNER JOIN ship _resources ON

island_resources.title=ship_resources.title. WHERE island_resources.title=

AND island_resources.island_id="" + zones_filter(current_zone_name) +

dbcmd.CommandText = sqlQuery;
reader = dbcmd.ExecuteReader();

System.Object[] values = new System.Object[reader.FieldCount];
reader.GetValues(values);

List<string> list = new List<string>();

for (inti=0; i < fieldCount; i++)
{
list. Add( values[i]. ToString() );

}

clean();
return list;

}

(11} + item + (11}

int fieldCount =
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3.4. BucHoBku 10 po3ainy 3

Po3po6iieHa OCBITHsSI BiJieorpa Ha OCHOBI TEXHOJIOT1l JOMOBHEHHOI PEaIbHOCTI,
10 BUKOPUCTOBYE MPUB'SI3KY /10 00'€KTIB PEaIbHOTO CBITY 1 KApTH, Ha KIITAIT BIJOMOL
rpu Pokemon Go, npu 10po06i1i sIK0T MOXHA 3 OTPUMATH T1ITHYOCBITHIO IPY.

B Unity 3'scoBaHo ponb KoMmIiaca, akKceJIepoMeTpa 1 ripocKoma JijIs MOCTaHO-
BKM 00'eKTa Ha PiBEHb TOPU30HTY, BUBUEHa MOXIIIBICT, MOPTYBaHUS AAHOI I'pU MiJ
Oyab-aky tiardpopmy (sika miarpumye Unity Engine), 3 HeBeIUKMMH BUTpaTaMu i
HE3HAYHUMU 3MIHAMHU B KOJI.

[Mintpumka Oasu manux B Unity Engine BinOyBaeThcs J0BOJI MPOCTO, 3a

nonomoroto BOynoBanoi PlayerPrefs 1 sqlite.
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BUCHOBKHU
3acTocyBaHHsl IrpoBUX ()OPM HaBUaHHS B OCBITHBOMY MPOIIECI € JOILUIbHHM.

Irpu, abo irpoBi JOAATKW AO3BOJSIOTH €(PEKTHUBHO OPTraHI3yBaTH TBOPYY B3aEMOJIIO
BUKJIaJiaya 1 CTYJE€HTIB, CTBOPIOIOTh YMOBH JUIsl POpMYBaHHSI OCOOUCTICHUX SIKOCTEH.
[cHye 6e37114 IHCTpYMEHTANBHUX 3aC001B I pO3POOKH OCBITHIX irop. OCHOBHOIO
konrenmiero Unreal Engine € BukopucTaHHs B CIiEHI JETKO KEpOBaHUX 00'€KTIB, sKi, B
CBOIO YEpry, CKJIaJaloThCs 3 BEIMKOI KUIBKOCTI KOMIIOHEHTIB. BiH moka3aB cebe sk
Jy)K€ THYYKHH, 3py9HUNA 1 TPOCTHHA THCTPYMEHT JII1 CTBOPEHHS irop, 10 HE BHMarae
YCTAaHOBKM  JIOJATKOBOT'O  IpOrpaMHOro  3abesneueHHs (Mjisi  po3poOKu  rpu
BUKOpHCTOBYBaBCs TiIbku Unity Engine), npu mpomMy 3HaYHUX HEIOJIKIB IMPH POOOTI 3
HUM MoMiueHo He Oyio. Unity Engine mocTiiiHO po3BUBAETHCS 1 JOCUTH YaCTO BUXOISATh
HOBI Bepcii (B SKUX 3'ABISIIOTHCS HOB1 MOXIIMBOCTI, @ TaKOX MOJIMIIYIOThCS CTapi),
TOMY JIeSIK1 aCTIEKTH AaHOi poOOTH OyAyTh HEaKTyalbHI Yepe3 JACsIKUi Jac.

B irpoBux momatkax € MOXJIMBICTh 3aCTOCOBYBAaTH Pi3HI 3pa3KH irop pi3HUX
JKaHPIB, 1 BU3HAYATH KPHUTEpli, SIKUM MarOTh BIAMOBiAaTH OCBITHI irpu. BcTaHoBieHO
MOKJIUBICTh ~ BIIPOBA/KEHHSI CHCTEM BIPTyaJbHOI 1 JOMOBHEHOI pPEATbHOCTI HJid
CTBOPEHHsI OCBITHIX 1rop. OcOOJUBICTIO PO3pOOKH irop 3 MpHB'A3Ka 10 OO0'€KTIB
peagbHOTO CBITY 1 KapTH.

Ha mepcnexkTuBy MNOJAibIIOr0 PO3BUTKY CHCTEMH (ITOPOBTO JOJATKY) CIiA
3rajlaTd peajizalliio peXKuMy, SKAHA J1acTh CHUCTEMI COIIATI3yH4y CKJIaJ0BY, a TaKOXK
JI0JTaBaHHS €KCTIEPTHUX €JIEMEHTIB, 3a JIOTIOMOTO0 KX CUCTEMa 3MOKE a/IalTyBaTHCS
mijg ycmixu abo HeBaadl KOHKPETHOTO KOpPHMCTyBada 1 BHJJAaBaTH WOMY aKTyallbHI
peKoOMeHaaIlli, THM caMHM POOJISYM TPOIEeC HaBYAHHS OUIBII 1HIWBIAyaJbHUM Ta
IHTEeNeKTyalbHUM. B fo/maTky 3'icoBaHO poOjb KOMIIaca, akKKceJIepoMeTpa 1 TipocKora
JUTST BU3HAYEHHS TIOJIOKEHHSI MPUCTPOIO B MPOCTOPI 1 IMIBHAKOCTI PyXy IMEpCOHaXA.

BuBdena MOXXITiBICTh MOPTYBaHUS JaHOI TpH Mix OyAb-saKy miatdhopmy (SKa miaATpUMYye
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Unity Engine), 3 HeBeIMKUMHU BUTpaTaMH 1 HE3HAYHUMH 3MiHAMHU B KOJi. MOXJIHMBE, B
MPOJIOBXKEHHSI PO3pOOKH, JOJaBaHHA JIEKIIbKOX THUIIIB TOKEMOHIB-BYEHUX (abo
BUKJIaJIa4yiB), BUKOPUCTAHHS BXE ICEYIOUMX OH-JIAWH CEpBICIB JJIsl TETOBUX 3aB/aHb,
JOOMPAIIOBAHHS MEHIO (0aTh MOXJIMBICTh HaJalllTyBaHb I'PH), peai3aliio CUCTEMHU
MOJIMIIEHb, 3p00UTH AOJATKOBI PEKUMHU, JOAATU AESKI HEIrPOBI NEPCOHAXKI 1 ONMUCATH
B3a€MOJIII0 3 HUMH, a TAKOX JOOMPALIOBATH CIOXKET I'PH.

CTOCOBHO OCBITHBOI'O TPOLECCY IMIATOTOBKH CTYJEHTIB Ha PiBHI «OakamtaBp»
rany3i 3HaHb 12 «IHdopmariiitni TexHoJsori» Oyno O HemoraHo  mepeadadyuTH
OMpallOBaHHS TaKUX TE€M B OKpeMuX aucuuriiHax «OCHOBH CTBOPEHHS IrpOBUX
nonatkiB (Ha 06a3i GameMaker)» (Basics of Game Applications Development with
GameMaker Studio), «OcobnuBocTi TecTyBaHHs irpoBux goaatkiBy» (Features of Game

Applications Testing).
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JTOJATKH

Jlooamox A
IncTpykuisi mo BcranoBHenHo Unity Engine na nepconanbuuii KIT
Jliis mouaTky HeoOXiqHo BctanoBuTH Unity Engine Ha po6ouuit komn'totep. Jis
JAHOTO TPOEKTY JOCUTh Oe3KoITOBHOI Bepcii. Ilicis HaTUCKaHHS Ha KHOIKY
«0E3KOIITOBHE 3aBAaHTAXKCHHS» BIIOYBa€ThCs ckauyBaHHs ycraHoBHHKa Unity Engine.
Le#t iHcTansTop BaxkuTh MeHiie 1 MO 1 Bci HEOOX1HI Gallian ckauye Mmicis NoYaTKy
yCTaHOBKHU.
Kpim camoi Unity Engine Ha xomm'totep BcranoBimoerbess Mono Develop (IDE
s HamucaHHs cueHapiie  Unity Engine), Bin BukopuctoByeTbes B Unity 3a
3aMOBUYYBaHHSM, OJIHAK B HaJIAIITYBaHHIX MOXKHa 3MiHUTH mapamerp (Puc. A.l) i
BukopuctoByBatu Visual Studio (momepeaHbo HEOOXiTHO BCTAHOBHUTH IUIATIH IS
iHTerpamii 3 Unity Engine). Tam ke, sk BHIHO 3 MaJllOHKA, HCOOXITHO BKA3aTH IILIAX
a0 Android SDK, JDK, NDK, ms kommissiii rpu mig OC Android.
[Tpu 3amycky, Unity Engine npomonye mpoBecTd aBTopu3aiito (e HEOOXiTHO
s podotu 3 Asset Store 3 Unity Enige), mas 1ip0ro HEOOXIZHO CITOYATKY CTBOPUTH
OOJIIKOBUI 3amuc (SIKIIO HATHUCHYTHM Ha CIOBOCIIONYYEHHS «Create one» B Opaysepi
BIAKpHETHCA caitT https://accounts.unity3d.com/sign-up , e i BizOyBaeThCs peecTpariis
HOBHX KopucTyBauiB UNity), ane, sKII0 HeMae HEOOXITHOCTI BUKOpHCTOBYBaTH ASSet
Store, mosxua Bubparu myHKT «\Work offline» (Puc. A.3). [lam MokHa BHOpaTH OAMH 3
ICHYIOUMX MPOEKTIB (Topsy 3 iM'siM MpoekTy HammcaHa Bepeis Unity Enige B skiii BiH
OyB ctBOpeHuit) a6o ctBoputu HOBUM (Puc. A.4). JIns CTBOpeHHS HOBOTO MPOEKTY
MOTPIOHO HATUCHYTH Ha KHONKY «NEeWy, micias 4oro moTpiOHO Oyae BBECTH iM's
MPOEKTY, IUIAX 0 HbOTO, BUOpaTH pexuM 3D abo 2D, a Takok € MOXIIUBICTH BUOpATH

CTaHJIAPTHI HAOOPH pecypciB, s iMIopTy B mpoekT (Puc. A.5).
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Unity Preferences @

External Tools

General External Script Editor MonoDevelop s |

Add .unityproj's to .sln -
External Tools Editor Attaching ™

Colors Image application | Open by file extension 4

Keys Revision Control Diff/Merge

GI Cache | Android
SDK | Browse || Download |

2D JDK | Browse || Download |

NDK | Browse || Download |

Cache Server

. IL2CPP requires that you have Android NDK r10e installed.
(! ) If you are not targeting IL2CPP you can leave this field
" empty,

Puc. A.1. Bixno nanawmysans Unity Engine

[Ticas cTBOpEHHS MPOEKTY BIAKPUETHCS MOPOXKHS CIiEHa, B sIKIM Oyae TUIbKH
onuH 00'eKT - Kamepa. [y modyaTky moTpiOHO 30eperTu CleHy, JJIS [OTO B MEHIO
«File» € mynkt «Save Sceney. Jlyis Toro 1mo0 B MaiOyTHHOMY 3BEpTATHCS 0 CIIEH Ha
iM's, Kpaiie Aatyd iM 3po3yMili iMeHa, TOMY I ClieHa HasuBaeThes «MainLevely, ¥V
BikHi Project (Puc. A.6) mokHa mnpamoBaTd 3 ¢aiiaMu MPOEKTY: IMIIOPTYBaTH
(nuIsIXOM TepeHeceHHs abo yepe3 myHKT "Import package» y BiAMoOBiZHOMY MEHIO),
cTBOpIOBaTU (haitnu, manku (A1 3pyYHOCTI 3a3BUYall CTBOPIOIOTH OKPEMY MAamkKy IMif
KOXXE€H THUI O0'€KTIB: IS CKPHUIITIB, MaTepiajiB, CIPANTIB 1 T.a.), nepemimaru danau

(MK TIarikamu, B CIIEHY 3 TIAllKH TIPOCKTY 1 HaBITaKH ).

Puc. A.2. Cmeopenns nosozo npoexma

[Ticis 1IbOTO CTBOPIOETHCS HOBA TMArKa 3 IM'AM «SCENes», 1 B Hel MOMIMA€eThCs
criera MainLevel. Pema nanok cTBoproBanucst y mipy HeoOxigHoCTi. [Tanka Standard

Assets mictuth iMnoproBanuii 3 Asset Store ogHolMeHHMI HAOIp.
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3aeanmasicenns kapmu . 3aBaHTaXXUMO KapTy, MOTIM IOCTaBUMO Ha HEi TOYKHU
nosiBu "MokeMoHiB-BYeHUX". Touku OymemMo BaHTaxuTH 3 XMI-mokymeHTa, sKuii
noknageMo Ha google-drive. Takox 3poOMMO MPOCTY B3aEMOMIID MiXK IMOKEMOHAMHU i
HedTpamamMu. Y Tpi peamizyeMO MOJXKIMBOCTI BHKOpUCTaHHS GPS-KOOpauHATH
peanbHOro Teiaedony.

Pecypc Man-keecm,

All of your geospatial needs. One
subscription

latitude longitude
n Franci / // [
San Francisco ;{ﬁw | S\ Kiev

37.7749° N, 122.4194° W 30.5234'&

\

Moscow

55.7558° N, 37.6173° E

Rio de Janeiro

22.9068° S, 43.1729°

Puc. A.5. Bubip xoopounam micma

Peecmpayia na man xeecm
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! @ MapQuest Devesc; x (Y1305 Pokemon n . = ¥ [ 00) - Bulasaur |

- L Y x|

“ C | B Nitps drsioper mepquest com ) ' *th ReM:

@ MapQuest -

Puc. A.6 — Peecmpayis na Map Quest
Bubip  Cmeopenns My application

T IR

L=
O Meerooiole

CrTout s sy

—— u

by

Puc. A.7 — Jlooamoxk & Application Creator

Binkpusaemo Unity Engine

Puc. A.8 — Ilpoexm ¢ Unity Engine

Loadmap.cs
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Emn B
P s TVON ey * | %Lt * | @ m— .

D B8CeR vpla

0 references t ve - P
i 4 Epublic class LoadMap : MonoBehaviour ?g-n—-u-n”-n
S ( > o8 Rebwom
6 const string Key - " [ - I fafee
7
8 public Rendev-*lr maprender;
9 p“bl‘( [ [ T NI u— - |
10 || new Vector mesoerry —1x.05686F); //Latitude, Longitude
11 '
12 | int _zoom = 17; '
13 string _maptype = "map"; O Ll o —
14 string _url; Pecene “ex
15 B3 O
0 references
16 = void Start()
17 {
18 StartLoadMap(PlayerPosition);
19 }
Puc. A.9 — 3asanmascenns kapmu ¢ npoexkm Unity Engine
url —agpeca

N e TR~

Puc. A.10 — 3auuc url aopecu 6 npoexmi Unity Engine

3niiicroemo load image

§ PSS ST . L. ADPERORIII. | e leoaiv:Eean o gl =
% 23 { i 0 Sahaion TokumosGaTVON (1 e
§ 24 _url = "http://open.mapquestapi.com/staticmap/v4/getmap?key=| < 7 Iiemecanoncae
25 + "&size=1280,1280&zoom=" + _zoom b Aot
26 + "&type=" + _maptype i
27 + "&center=" + PlayerPosition.x + "," + PlayerPosition.y
28 // Debug.Log(_url);
29
30 StartCoroutine|(LoadImage());
31 | }
32
1 reference i T e T g
! Pogerses -¥x
33 ] private IEnumerator LoadImage() ’
34 { B O
35 | WWW www = new WWW(_url);
36 while (!www.isDone)
37
38 | yield return null;
39 }
aa -




Puc. A.11 — 3asanmasicenns 306pasxcuus kapmu ¢ Ckpunm

3asanmaosicenHs Kapmu

Puc. A.12 — 3asanmasicenns kapmu 6 npoexm Unity Engine

Touka Ha kapti google

Puc. A.13 — Cmeopenns mouxu na Google Map
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JTONATOK B

OT1pumanHs koopauHart irpoka (location service)

9 + EXA0] cemeem D) | M C=0 TN T
oy | bt [ I ™ -
Loy el L RN i
L T
Waw Comann
Oroitane g
e
O
ool o

e

et Gl UCwase Db .
[T AN
AL ) Ay

M e

M

R
M et \ \F \f
LR Sewe e

Auvet ey teten
LT
- o

Puc. b.1 — 3anecenns ckpunmie i oanux ¢ npoexkm Unity Engine

Ckpunm Text.location

RREAS X EL S con 6 cnd] > 0™ " 1O rcomet - B ores - Blionws -

arw oy B ¥ s L I - 0 ipeie as
oo ] .5 Tevtiocatontar e Inpot S410rGt Le
v 4 o’ e ey
Mo Comen
G eitmns e
Tewcas Imparted hject
.
Tevtlacatonter voe -
> Comm -
Cvones yutom
P —
wtng Lymers Cade dere
P Cart Tevia stante con Wamalet bu s
Monwner thwr Mo
(
Fort Baih 7 one b et s rem eeabend
AW v Mo Ry e
vt e
SLaT 4 v n betirw gy g el st
et Secanen e
Wot i serinie mBsters
.t - 0
WA (IR Mt Haan w Lt S N DA Ty S W W et
.o
{
pad ohsn vem Wt Seandel]
et
]
F— orvee 68 Alaice = 0T seiamis
- P € G D camse O e P ¢ movmion « 1)
G 4.5+ T mad vt
T Fevertes Aeeere ! B
R ) ] ;
20 sen

Conmetian bon toted
A rote » (It i atin, sher == aiatns Sor vaDhstun £ abed
e - . LS s

o ke Ve deAei e bein e e aen

[ aseers | R e Smehe ey UTTTD vt brosh
ot )
- e
- tiere <
Acwst g ortnd and locutan s whe ol be ot el

Puc. b.2. Ckpunm Text.location ¢ npoexmi Unity Engine
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1 S /\.'... 3 Tesllocanonberoee + 1 0, S = @ SCO2B 0 pl= "
30 '/ Connection has failed 7
31 f (Input.location.status == LocationServiceStatus.Failed)
32
33 print("Unable to determine device location");
34 yield break;
35
36 i1se
37 t
38 // Access granted and location value could be retrieved
39 print("Locagion: " + Input.location.lastData.latitude + " " + s
49 Input.l % cwswes stData.longitude + " " + $ -9 x
41 Input.location.lastData.altitude o
42 + " " 4 Input.location.lastData.horizontalAccuracy + " "
43 + Input.location.lastData.timestamp);
44
a5
46 '/ Stop service if there is no need to query location updates continu
47 nout.location.Stop();
AR . 0::20|

Game helper

e e

)
*
Z

Poke monGol IVDN_2 CSharp

17
18
19
20
21
22
23
24
25
26
27

WOUOL SN

28
29
30

Puc. 5.3 — Ckpunm Text.location

LOmponenT  vemaTw T

sout “amenene )
Magrender Map (Mesh # enderer ) °
Status Teat TatusTest (Tet) °
Player Postan X 423627 ¥ 718548
xe Yo 2e
Oafault Materal G
T T —

Puc.b.4 Bioobpasicennus mouxu 2pasys y sixkni Unity Engine

. 19, _downivad

public Vector2 PlayerPosition = new Vector2(42.3627f,

private double tempLat;
private double templLon;
public Vector3 iniRef;

int _zoom = 17;

string _maptype = "map"; I

private LocationInfo _loc;
float _download F @;

eferencs

public string Status { set { StatusText.text = value;

int _counter;

IEn

{

er

umerator Start()

-71.05686f *

}}

@ D-SCEH o pla

o1



Puc. 5.6 — Bixno Location service Cmamyc
game helper
'3.‘ I FORE monGA TVIN_2 CSharp. * | ™g Gamenaiper -] St . B OSCER Oy
5 31 int _counter; 2 Sctuton PobsmosGTVON.Z 1 pojct
% 0 references 1 ‘b.”urlmmn
32 = IEnumerator Start() PSR s
33 { [
34
35 | Input.location.Start(5, 5);
36 Input.compass.enabled = true;
37 Status = "Initializing Location Services..";
38 | -
39 // Wait until service initializes e s T
40 while (Input.location.status == LocationServiceStatus.Initia. sese -9 x
- { < A :
42 yield return new WaitForSeconds(1);
43 Debug.lLog("Wait " + _counter);
44 Status = "Wait " + _counter;
45 _counter++;
46 }
47
oY) i€ ( conntan Se WSi4Tima) i
Puc. b.7 linianizayis cmamycy Location service
KOOpOuHamu

Puc. B.5 — [lo3uyis epasys 6 ckpunmi

Location service

LocationService.Start

public void start(float desiredAccuracyinMeters - | f, float updateDistanceinMeters = 10f);

Parameters

Description

Starts location service updates. Last location coordinates could be

Retrieved via Input. location. lastData. Service does not start to send location data immediately. Code should check Input.location.stat
status, desiredAccuracyinMeters - desired service accuracy in meters. Using higher value like 500 usually does not require to tum GPS chip or
power. Values like 5-10 could be used for getting best accuracy. Default value is 10 meters. updateDistanceinMeters - the minimum distance (

device must move laterally before Input.location property is updated. Higher values like 500 imply less overhead. Default is 10 meters.

using UnityEngine;
using System.Collections;
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file §on Vew Pojea B Do T Aronned Tewt ~ - [ ]
© LR - I b A & n
A',.. GATVON 2 5 . Gametwipe o LA 2 S SC PR b=
122 else { + p-
print(“Map Error:" + www.error); * || 29 Schtion Fohmostl TVON.Z (1 piose
Status = "Map Error:" + www.error; « TVON 2 CSharp
yield return new WaitforSeconds(1); : Stomna
maprender.material.mainTexture = null;
}
tempLat = PlayerPosition.x;
plon = PlayerPosition.y;
maprender.enabled = true;
ReSet(); p i
user.gameObject.GetComponent<Renderer>( ).enabled = true;
/ ready = true;
/ mapping = false;
¥ x
}
o)
%
138 - void ReSet()
¥ x
- 9 L oW ) 3 Messages P
ot !
o0
Puc. 5.8 Busnauenns koopounam 2pasys
OmpuMyCMo Koopduﬂamu lepoka
EEEEEG= Y e =
Huerarchy L Al
Craate =) K
* € Main
Main Camera
Dwectionsl Light
TestGps
Tap
¥ Canvas
StatusTest
CventSystem
Flaver

Puc. b.9 — I'paseyv na xapmi y sixnui Unity Engine

Catimu 3 mooensamu NOKeMOoHi8
OCKUIBKM CTBOpPIOBaHAa BEPCiS TPHU € TECTOBOIO, TO B SKOCTI MOJENIeH BUYCHUX-
ITOKEMOHIB OyJ1eMO BUKOPHCTOBYBATH MO/ICJII IIOKEMOHIB, SIKi € B JOCTAaTHIN KIJIbKOCT1

1 € OE3KOIITOBHUMH.
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Puc. b.10 — Mooenv Horomona

2> C_L& htips//www.models-resource.com/3ds/pokemonxy/

THEW{GRESOURCE Wiki  Sprites Models Textures Sounds [\.'[’Jjg )

Puc. b.11 — Caum Iluxauy

3asanmadsicyemo modeni ¢ Unity Engine
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Puc. 3.12 3asanmascenns modeneti ¢ Unity Engine

Mooeni na kapmi

Updaling map 100 %

Puc. 3.13 —Posmiwenns mooneti na kapmi ¢ Unity Engine
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Jlooamox B
AHiMalisi nepcoHazka

Unity Engine Hagae po3poOHHKaM BiIMiHHHIA IHCTPYMEHT JIJIsl pOOOTH 3
a”iMaIliero. Y mepcoHaxa Bxe € komrnoHeHT Animator (puc. B.1). Tenep tpe6a 3pooutu

aHIMaIliil 1 HaJamTyBaTH KOHTPOJIEP aHIMallii.

v & M Animator £,
Controller ‘& PlayerAnimCont ©
Avatar None (Avatar) | ©
Apply Root Motion [ ]

Update Mode | Animate Physics 4l
Culling Mode | Always Animate Al
Clip Count: 3

Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0
7 Muscles: 0 Generic: 0 PPtr: 3
k/ Curves Count: 3 Constant: 0 (0.0%)
Dense: 0 (0.09) Stream: 3 (100.0%)

Puc. B.1 Hanawmysanns komnonenma Animator

Jlns ctBopenHs aniMariii B Unity BukopucToByeThcst BikHO Animation. MoxHa
aHIMyBaTH OYIb-IKUH MapaMeTp OYIb-sIKOTO KOMIIOHEHTa 00'€KTa, HAIpHKIaZ, HOTo
nonoxxends (mapamerp Position kommonenta Transform), abo 3amiHuTH CcHpaiT B
kommonenTti Sprite Renderer. Bikno Animation ckimamaeTbCsi 3 4acoBOI IMIKAIH, €
OyIyTh pO3MIIIYBATUCS KJIIOYOBI KaJpH, KHOMKHW. TIYCK, CTOIN, 3aIluc, JI0JaTH
KJIIOYOBHMH Kajap, AOJATH MO0, 0 HACTYIHOI'O KJIYOBOIO KaaApy, A0 MOMEPEIHBOIO

KJIIOYOBOI'0 KaJpy, a TAKOX 31 CIKCKY aHIMIpyeMux mapameTpis (puc. B.2).

_:ﬁ€hﬁ ole éAnimation
o[> |1 [0 1o 0e]

PlayerIdleAnim +| Samples 60

[ Add Property ]

Puc. B.2 Cmeopenns animayii nepconasica

Otxe, s CTBOPEHHS! aHIMallil MOTPIOHO HATUCHYTU KHOIIKY 3alucy, BUOpaTu
MapaMeTpu 3HAYEHHS, SKUX HEOOXIMHO 3MIHUTH B MPOIECI aHiIMallii, J0Ja€ThCA
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KITIOYOBHMI KaJp, 3MIHIOETHCS 3HAUEHHS MapaMeTpa, IOAA€ThCS M€ OAUH KIIOYOBUN
Kajap 1 T.4. B nanomy BUNajKy 3MIHIOEThCSI CIIpAalT mepcoHaxa. [ aHimali xoapou
BUKOPHUCTOBYETHCA 7 KaJpiB, 4 KaJIpH 3 SIKUX Pi3Hi, @ 3 TOBTOPIOIOTHCS ISl CTBOPEHHS
MOBHOT'O IIUKJTY aHIMaIlii, a JJ1s aHiMallii cTpuoOKa 1 0e31sUIbHOCTI BChOTO 2 KaJpH.
[Tapamerp Samples Bu3Hauae mBHAKICTH aHIMaIli (KUTBKICTh KaJapiB B CEKYHIY).

Tenep HeoOXiAHO HaJlaITyBaTH KOHTpoJiep aHiMauii (puc.B.3). [ns uporo B
Unity BukopucTtoByeThesi BikHO Animator. Kontposep aniMaiii omucye MopsaoK i
yMOBU  BinTBopeHHs aHimariii. Cran (amimamis) PlayerldleAnim  (animaris
0e3IsIbHOCTI) BCTAHOBIIIOETHCSI 33 YMOBYaHHSAM (TOOTO 1 aHiMmalis Oyje
BiaTBOproBatucs nepinoro). Ctan Any State mae nepexin B PlayerJumpAnim (animarris
cTpuOKa), 1€ 03Hayvae 1o 3 OyAb-sIKOTO CTaHy MOKHA NEpEerTH B cTaH cTpuoOka. s
OIKUCY TMEPEeXOJiB BHKOPHCTOBYIOTBCSA [IOJIATKOBI TmapameTp, Taki sk Speed
(mBuakicTs), Ground (OyseBa 3MiHHA BU3HAYAE YU CTOITh MEPCOHAX Ha 3emuti), VSpeed

(BepTUKaJIbHA MIBUAKICTH).

. € | ®2 Animator
\ Layers H Paramete Base Layer | Auto Live Link
(Qrllame )

= Ground

= Crouch o

= vSpeed 0.0

Puc. B.3 Hanawmyesanusa konmponepa animayii

Jlami HEeoOXiHO HAmUCaTH CIEHapii mepcoHaxa. Y HbOMY OYIyTh MICTHTHCS
HOT0 BIACTHBOCTI (3IOPOB'S, MIBUIKICTh MEPECyBaHHS), a TAKOX METOJW BIUIUBY Ha
HBOTO

(oTpUMaHHs IKOJM, 3HUIICHHS MEPCOHAXKa MPH 3Ha4YeHH1 3710poB's MeHIie 0 ado 0).
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JIicCTHHT IpPOrpaMHOro Koay
class TestLocationService

using UnityEngine;
using
System.Collections;

public class TestLocationService : MonoBehaviour {

IEnumerator Start()
{

/I First, check if user has location service
enabled if
(MInput.location.isEnabledByUser)

yield break;

/[ Start service before querying location
Input.location.Start();

/I Wait until service

Jlooamox I’

while (Input.location.status == LocationServiceStatus.Initializing && maxWait >

initializes int maxWait =
20;
0)
{
yield return new WaitForSeconds(1);
maxWait--;
¥
Il Service didn't initialize in 20
seconds if (maxWait < 1)
{
print("Timed out");
yield break;
b

/I Connection has failed

If (Input.location.status == LocationServiceStatus.Failed)
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{

print("Unable to determine device
location"); yield break;

}

else

{

/I Access granted and location value could be retrieved
print("Location: " + Input.location.lastData.latitude + " " +

Input.location.lastData.longitude + " " +
Input.location.lastData.altitude

+" " + Input.location.lastData.horizontal Accuracy +

+ Input.location.lastData.timestamp);

}

I/ Stop service if there is no need to query location updates continuously

Input.location.Stop();

}
}

class SetGeolocation :
MonoBehaviour public class
SetGeolocation : MonoBehaviour

{

public float lat;
public float lon;
public float orientation;

private float initX;
private float initZ;

private bool gpsFix;
private float fixLat; private
float fixLon; private

GameHelper _gameHelper;
void Awake()
{
_gameHelper =
GameObject.FindObjectOfType<GameHelper>();
_gameHelper.GpsFix;

}

gpsFix =
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IEnumerator Start()

{

while ('gpsFix)

{
gpsFix = _gameHelper.GpsFix;
yield return null;

}

initx =

_gameHelper.IniRef.x; initZ

= _gameHelper.IniRef.z;

yield return new WaitForSeconds(1);
GeoLocation();

}

void GeoLocation()
{
Vector3 pos = transform.position;
pos.x = (float)(((lon * 20037508.34) / 18000) - initX);
pos.z = (float)(((Mathf.Log(Mathf.Tan((90 + lat) * Mathf.P1 / 360))
/ (Mathf.P1/180)) * 1113.19490777778) -
initZ); pos.y =0;
transform.position = pos;
Vector3 eAngles = transform.eulerAngles;
eAngles.y = orientation;
transform.eulerAngles = eAngles;

}

public void SetLoacation(float latitude, float longitude, float newOrientation) {
lat = latitude; lon = longitude;
orientation = newOrientation;
GeoLocation();

}
}

class LoadMap
public class LoadMap : MonoBehaviour

{
const string Key = "cydP18CWm7BCYetAANI4DOPcbI8ssckL";
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public Renderer maprender;
Vector2 PlayerPosition =
new Vector2(50.437990f, 30.521626f); //Latitude, Longitude
Il new Vector2(42.3627f, -71.05686f); //Latitude,
Longitude

int_zoom =17,
string _maptype =
llmapll;

string _url;

void Start()

{
StartLoadMap(PlayerPosition);

}

private void StartLoadMap(Vector2 playerPosition)
{
_url = "http://open.mapquestapi.com/staticmap/v4/getmap?key=" + Key
+ "&size=1280,1280&zoom="+ _zoom
+ "&type=" + _maptype
+ "&center=" + PlayerPosition.x + "," + PlayerPosition.y;
// Debug.Log(_url);

StartCoroutine(Loadlmage());
}

private IEnumerator Loadlmage()
{
WWW www = new
WWW(_url); while
("www.isDone)
{
Debug.Log("progress =" +
WWW.progress); yield return null;

}

if (www.error == null)

{
Debug.Log("Updating map 100
%"); Debug.Log("Map
Ready!"); yield return new
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WaitForSeconds(0.5f);
maprender.material.mainTexture = null;
Texture2D tmp;
tmp = new Texture2D (1280, 1280, TextureFormat.RGB24, false);
maprender.material.mainTexture = tmp;
www.LoadlmagelntoTexture(tmp);

}
else {

Debug.Log("Map  Error:" +
WWW.Error); yield return new
WaitForSeconds(1);
maprender.material.mainTexture = null;

}
maprender.enabled = true;
¥
¥

class PokemonHelper
public class PokemonHelper : MonoBehaviour

{

public PokemonModel MyPokemonModel { get; set; }
BattleHelper _battleHelper;
void Start()

{
_battleHelper = GameObject.FindObjectOfType<BattleHelper>();

}

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

{
}

void OnTriggerEnter(Collider other)

{
if (!_battleHelper.IsBattle)

{
_battleHelper.StartBattele(MyPokemonModel);

¥
/I Destroy(gameObject);

}
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public void LoadPokemon(PokemonModel item)

{
MyPokemonModel = item;

}
}

class PlayerHelper
public class PlayerHelper : MonoBehaviour

{
public PokemonModel MyPokemonModel { get; set; }

Il Use this for
initialization  void Start()
{

MyPokemonModel = new PokemonMaodel()

{
PokemonType = ETypes.Pikachu,

Health = 200,
Damage = 10,

Exp =21
}
}

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

{

}
}

class
BattlePokemonHelper
public class BattlePokemonHelper : MonoBehaviour

{
public PokemonModel MyPokemonModel { get; set; }

public int MaxHealth { get;
set; }  public int Health { get;
set; }  public int Level { get;
set; }

public string Name { get; set; }
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public bool IsDead { get;
set; } /[ Use this for
initialization  void Start()

{
}

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

{
}

internal void Load(PokemonModel myPokemonModel)

{
MyPokemonModel = myPokemonModel;

MaxHealth = MyPokemonModel.Health;

Health = MyPokemonModel.Health;

Level = MyPokemonModel.Exp;

Name = myPokemonModel.PokemonType.ToString();

}

internal void TakeDamage(int damage)

{
int health = Health - damage;

if (health <=0)
{
Health = O;
IsDead = true;

}

Health = health:

}
}

class LoadPokemonData
using UnityEngine; using
System.Collections; using
System.Xml.Ling; using
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System.Collections.Generic;
using System;

public class LoadPokemonData : MonoBehaviour

{
public GameObject[] PokemonPrefabs;

string _xml ="";

public List<PokemonModel> PokemonModels { get; set; }
public List<PokemonHelper> PokemonHelpers { get; set; }

GameHelper _gameHelper;

IEnumerator Start()

{
PokemonModels = new List<PokemonModel>();
PokemonHelpers = new List<PokemonHelper>();
_gameHelper = GetComponent<GameHelper>();

while (!_gameHelper.GpsFix)

{
Debug.Log("Wait!");

yield return null;

}

WWW www = new
WWW/("https://docs.google.com/uc?id=0B8_KhHugPhc6YU05aHpFdnA2
Wms"); while (Iwww.isDone)

{

yield return null;

}

Debug.Log(www.text);
_xml = www.text;

XDocument doc = XDocument.Parse(_xml);
XElement element = doc.Element(*"pokemons");
IEnumerable<XElement> elements = element.Elements();

foreach (XElement item in elements)

{

PokemonModel pokemonModel = new PokemonModel();
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/lI<pokemon type="0" lat="42.3637" lon="-
71.05686"></pokemon> int pokemonTypelnt =
System.Convert. Tolnt32(item. Attribute("'type™).Value);
pokemonModel.PokemonType = (ETypes)pokemonTypelnt;

pokemonModel.ld = System.Convert. Tolnt32(item.Attribute("id").Value);

pokemonModel.Lat = System.Convert. ToSingle(item. Attribute("lat").Value);
pokemonModel.Lon = System.Convert. ToSingle(item.Attribute("lon").Value);
pokemonModel.Orint = System.Convert. ToSingle(item.Attribute("orint™).Value);

pokemonModel.Exp = System.Convert. ToInt32(item. Attribute("exp™).Value);
pokemonModel.Damage = System.Convert. ToInt32(item.Attribute("damage").Value);
pokemonModel.Health = System.Convert. Tolnt32(item.Attribute("health™).Value);

PokemonModels.Add(pokemonModel);
}

Debug.Log("PokemonMaodels.Count =" + PokemonModels.Count);

for (int i = 0; i < PokemonModels.Count; i++)

{

var item = PokemonModels[i];

GameObject pokemon = Instantiate(PokemonPrefabs[(int)item.PokemonType));
SetGeolocation setGeolocation = pokemon.GetComponent<SetGeolocation>();
setGeolocation.SetLoacation(item.Lat, item.Lon, item.Orint);

PokemonHelper pokemonHelper =
pokemon.GetComponent<PokemonHelper>();
pokemonHelper.LoadPokemon(item);

PokemonHelpers.Add(pokemonHelper);
¥

}

I/l ' Update is called once per
frame  void Update()

{
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}

internal void DestroyPokemon(PokemonModel myPokemonModel)
{
PokemonHelper remove = null;
foreach (var itemin
PokemonHelpers)

¢ If (item.MyPokemonModel.ld == myPokemonModel.Id)
{ .
remove = item;
¥
¥

Destroy(remove.gameQObject);
PokemonHelpers.Remove(remove);

}
}

class GameHelper
public class GameHelper : MonoBehaviour
{

const string Key =
"cydP18CWm7BCYetAANI4DOPcbI8ssckL™;  const int
WaitTime = 10;

public bool GpsFix { get; set; }

/Il <summary>

/1 Url

propertyes //l

</summary>

string Url = ""; public Transform myMap; int
_multiplier = 2; //1 nna size=640x640 tile, 2 pis
Size=1280*1280

public Renderer maprender;
public Text StatusText;

public Vector2 PlayerPosition =
new Vector2(42.3627f, -71.05686f); //Latitude, Longitude
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private double tempLat;
private double tempLon;
private Vector3 _iniRef;
public Vector3 IniRef
{
get { return _iniRef; }
set { _iniRef = value; }

}

int_zoom =17,
string _maptype = "map";

private LocationInfo _loc;
float _download = 0;
public string Status { set { StatusText.text = value; } }

int _counter;
IEnumerator Start()

{

Input.location.Start(5, 5);
Input.compass.enabled = true;
Status = "Initializing Location Services..";

/l ' Wait until service initializes
while (Input.location.status ==
LocationServiceStatus.Initializing &&
_counter < WaitTime)
{
yield return new WaitForSeconds(1);
Debug.Log("Wait " + _counter);
Status = "Wait " + _counter;
_counter++;

}

if (_counter >= WaitTime)
{

Status =" _counter >=
WaitTime"; yield return new
WaitForSeconds(4);

Application.Quit();
yield return null;

}
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If (Input.location.status == LocationServiceStatus.Failed)
{

Status = "Input.location.status ==
LocationServiceStatus.Failed"; yield return new
WaitForSeconds(4);

Application.Quit();
yield return null;

¥
{

Locationinfo loc = Input.location.lastData; Debug.Log("Input.location.lastData™);
yield return new WaitForSeconds(2);

/// TOMBKO JJISt TEACEHOHOB ===========m=mmm === m oo oo oo oo oo oo

I/ PlayerPosition.x = loc.latitude;

I/ PlayerPosition.y = loc.longitude;

else

//Set Position

_iniRef.x = (float)((PlayerPosition.y * 20037508.34 / 180) / 100);

_iniRef.z = (float)(System.Math.Log(System.Math.Tan((90 + PlayerPosition.x)
* System.Math.Pl / 360)) / (System.Math.P1 / 180));

_iniRef.z = (float)((_iniRef.z * 20037508.34 / 180) /
100); _iniRef.y = 0;

GpsFix = true;
///Bce ryn
LoadMap(PlayerPosition);

}

InvokeRepeating("UpdateMyPosition", 1, 0.5f);
InvokeRepeating("UpdateMap", 1, 3f);
I/l InvokeRepeating("Orientate", 1, 0.05f);

}

public Transform Player;
private bool _mapLoaded,;
public bool UpdatedPossition { get; set; }

private Vector3
_newUserPos;  void
UpdateMap()

{
If (GpsFix && _mapLoaded && UpdatedPossition)
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LoadMap(PlayerPosition);
}

const float DistanceMapUpdate = 2;
Vector2 _lastPlayerPosition;
void UpdateMyPosition()

{

If (GpsFix)

{
LocationInfo loc = Input.location.lastData;
/// TOIBKO ISl TEME(OHOB ==========mmmm == e e oo
I/ PlayerPosition.x = loc.latitude;
Il PlayerPosition.y = loc.longitude;
if (Vector3.Distance(_lastPlayerPosition, Player.position) >

DistanceMapUpdate) UpdatedPossition = true;

// Debug.Log(" - " + Vector3.Distance(_lastPlayerPosition, Player.position));

_newUserPos.x = (float)(((PlayerPosition.y * 20037508.34 / 180) / 100) -
_iniRef.x); _newUserPos.z = (float)(System.Math.Log(System.Math.Tan((90
+ PlayerPosition.x)
* System.Math.P1 / 360)) / (System.Math.P1 / 180));
_newUserPos.z = (float)(((_newUserPos.z * 20037508.34 / 180) / 100) -
_iniRef.z);
Player.position = _newUserPos;

¥
¥
void Orientate()
{
/if ('simGPS && gpsFix)
1{
/I heading = Input.compass.trueHeading;
I}
Ilelse {
/I heading = user.eulerAngles.y;
I}
¥
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private void LoadMap(Vector2 playerPosition)
{
_mapLoaded = false;
Url = "http://open.mapquestapi.com/staticmap/v4/getmap?key=" +
Key + "&size=1280,1280&zoom=" +
_zoom + "&type="+ maptype +
"&center=" + PlayerPosition.x + "," + PlayerPosition.y;
_lastPlayerPosition = Player.position;
UpdatedPossition = false;

StartCoroutine(LoadMap());
}

private IEnumerator LoadMap()

{
WWW www = new WWW (Url);

while (lwww.isDone)
{
_download = (www.progress);
Debug.Log("Updating map " + System.Math.Round(_download *
100) + " %"); Status = "Updating map " +
System.Math.Round(_download * 100) + " %"; yield return null;
¥

if (www.error == null)
{
Debug.Log("Updating map 100 %");
Debug.Log("Map Ready!");
Status = "Updating map 100 %\nMap Ready!";
yield return new WaitForSeconds(0.5f);
maprender.material.mainTexture = null;
Texture2D tmp;
tmp = new Texture2D(1280, 1280, TextureFormat.RGB24,
false); maprender.material. mainTexture = tmp;
www.LoadlmagelntoTexture(tmp);
¥
else {
print("Map Error:" +
WWW.Error); Status = "Map
Error:" + wwwe.error, yield
return new WaitForSeconds(1);
maprender.material. mainTexture = null;
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}

tempLat = PlayerPosition.x;
tempLon = PlayerPosition.y;

maprender.enabled = true;
ReSet();
ReScale();

_mapLoaded = true;

}

void ReSet()

{

Vector3 newPosition = new Vector3(); newPosition.x =
(float)(((tempLon * 20037508.34 / 180) / 100) - _iniRef.x);
newPosition.z = (float)(System.Math.Log(System.Math.Tan((90 +
tempLat)

* System.Math.PI / 360)) / (System.Math.P1 / 180));

newPosition.z = (float)(((newPosition.z * 20037508.34 / 180) / 100) - _iniRef.2);

transform.position = newPosition;

}

void ReScale()
{

Vector3 newScale = myMap.localScale;

newScale.x = (float)(_multiplier * 100532.244f /
(Mathf.Pow(2, _zoom))); newScale.z = newScale.x;
myMap.localScale = newScale;

}

I/l ' Update is called once per
frame void Update()

{

}
}

knacc PokemonModel
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using UnityEngine;
using System.Collections;

public class PokemonModel
{

public int Id { get; set; }  public
ETypes PokemonType { get; set; }

public float Lat { get; set; }
public float Lon { get; set; }
public float Orint { get; set; }

public int Exp { get; set; }
public int Damage { get; set;
}  public int Health { get;
set; }

public enum ETypes
{
Bulbasaur,
Charmander,
Squirtle,
Pikachu,
Pidgey,
lvysaur
}

class loopScript
using UnityEngine;
using
System.Collections;

public class loopScript : MonoBehaviour {

public GameObject chosenEffect;
public float loopTimeLimit = 2.0f;

void Start ()
{

}

PlayEffect();
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public void PlayEffect()
{

}

StartCoroutine("EffectLoop");

IEnumerator EffectLoop()
{
GameObiject effectPlayer = (GameObject) Instantiate(chosenEffect,
transform.position, transform.rotation);

yield return new WaitForSeconds(loopTimeLimit);

Destroy (effectPlayer);
PlayEffect();

class lightScript

using

UnityEngine;

using System.Collections;

public class lightScript : MonoBehaviour
{
bool Impact = false;
public float Sqr;
/I Use this for initialization
void Start ()
{
Impact = true;
gameObject.GetComponent<Light>().intensity = 7;

Sgr = gameObject. GetComponent<Light>().intensity * gameObject.GetCompo-
nent<Light>().intensity * (( gameObject.GetComponent<Light>().intensity < 0.0f) ? -

1.0f: 1.0f);
¥

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

{
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If (Impact)

{
gameObject.GetComponent<Light>().intensity -= (1.0f / Time.deltaTime) * Sqr

*.0001f;
If (gameObject.GetComponent<Light>().intensity <= 0)
{
Destroy (gameObject);
}
}
}

}

class LoadSceneOnClick

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

using

System.Collections;

using

System.Collections.Gen

eric;

public class LoadSceneOnClick : MonoBehaviour

{
public void LoadScenel() {

SceneManager.LoadScene (“etfx_explosions");

}
public void LoadScene2() {

SceneManager.LoadScene ("etfx_explosions2™);

}
public void LoadScene3() {

SceneManager.LoadScene ("etfx_portals");

}
public void LoadScene4() {

SceneManager.LoadScene ("etfx_magic");

}
public void LoadScene5() {

SceneManager.LoadScene (“etfx_emojis");

}
public void LoadScene6() {

SceneManager.LoadScene (“etfx_sparkles");

}
public void LoadScene7() {
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SceneManager.LoadScene (“"etfx_fireworks");
¥

public void LoadScene8() {
SceneManager.LoadScene (“etfx_powerups");

¥

public void LoadScene9() {
SceneManager.LoadScene (“etfx_swordcombat™);

¥

public void LoadScenel0() {
SceneManager.LoadScene("etfx_maindemo");

¥

public void LoadScenell() {
SceneManager.LoadScene("etfx_combat");

¥

public void LoadScene12() {

SceneManager.LoadScene("etfx_");

}
}

class

DragMouseOrbit

using UnityEngine;
using UnityEngine;
using
System.Collections;
[AddComponentMenu(**Camera-Control/Mouse drag Orbit with
zoom™)] public class DragMouseQrbit : MonoBehaviour
{ public Transform
target; public float
distance = 5.0f;  public
float xSpeed = 120.0f;
public float ySpeed =
120.0f;  public float
yMinLimit = -20f;
public float yMaxLimit
= 80f;  public float
distanceMin = .5f;
public float distanceMax
= 15f;  public float
smoothTime = 2f;

float rotationY Axis =
0.0f; float
rotationXAxis = 0.0f;
float velocityX = 0.0f;



float velocityY = 0.0f;
Il Use this for
initialization  void
Start()
{
Vector3 angles =
transform.eulerAngles;
rotationY Axis = angles.y;
rotationX Axis = angles.x;
/I Make the rigid body not change
rotation if
(GetComponent<Rigidbody>())
{
GetComponent<Rigidbody>().freezeRotation = true;
}
¥
void LateUpdate()
{
If (target)
{
if (Input.GetMouseButton(1))
{
velocityX += xSpeed * Input.GetAxis("Mouse X") * distance *
0.02f; velocityY += ySpeed * Input.GetAxis("Mouse Y") * 0.02f;
¥
rotationY Axis += velocityX;
rotationXAxis -= velocityY;
rotationXAxis = ClampAngle(rotationX Axis, yMinLimit, yMaxLimit);
Quaternion fromRotation = Quaternion.Euler(transform.rotation.eulerAngles.x,
transform.rotation.eulerAngles.y, 0);
Quaternion toRotation = Quaternion.Euler(rotationXAxis, rotationY Axis, 0);
Quaternion rotation = toRotation;

distance = Mathf.Clamp(distance - Input.GetAxis("Mouse ScrollWheel") * 5,
distanceMin, distanceMax);

RaycastHit hit; if
(Physics.Linecast(target.position, transform.position, out
hit))

{

distance -= hit.distance;
by

Vector3 negDistance = new Vector3(0.0f, 0.0f, -distance);
Vector3 position = rotation * negDistance + target.position;,
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transform.rotation = rotation;

transform.position = position;

velocityX = Mathf.Lerp(velocityX, 0, Time.deltaTime *
smoothTime); velocityY = Mathf.Lerp(velocityY, O,
Time.deltaTime * smoothTime);

}
}
public static float ClampAngle(float angle, float min, float max)
{
if (angle < -
360F) angle
+= 360F; if
(angle > 360F)
angle -= 360F;
return Mathf.Clamp(angle, min, max);
}
}

class
UlCanvasManager
using UnityEngine;
using
System.Collections;
using UnityEngine.Ul;

public class UlCanvasManager :
MonoBehaviour { public static
UlCanvasManager GlobalAccess; void
Awake () { GlobalAccess = this;

}

public bool MouseOverButton =
false; public Text PENameText;
public Text ToolTipText;

Il Use this for initialization void
Start () {
if (PENameText != null)
PENameText.text = ParticleEffectsLibrary.GlobalAccess.GetCurrentPE-
NameString();

}
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I/l Update is called once per frame
void Update () {

/Il Mouse Click - Check if mouse over button to prevent spawning particle effects while

hovering or using Ul buttons.
if
('MouseOverButton) {
/I Left Button Click
iIf (Input.GetMouseButtonUp (0)) {
// Spawn Currently Selected Particle System
SpawnCurrentParticleEffect();

}

if (Input.GetKeyUp (KeyCode.A)) {
SelectPreviousPE ();
}
if (Input.GetKeyUp (KeyCode.D)) {
SelectNextPE ();

}
}

public void UpdateToolTip(ButtonTypes tool TipType) {
if (ToolTipText = null) {
if (toolTipType == ButtonTypes.Previous) {

ToolTipText.text = "Select Previous Particle Effect";

b
else if (toolTipType == ButtonTypes.Next) {

ToolTipText.text = "Select Next Particle Effect";

by
s
by
public void ClearToolTip() {
If (ToolTipText !'=null) {

ToolTipText.text ="";

¥
¥

private void SelectPreviousPE() {
/I Previous

ParticleEffectsLibrary.Global Access.PreviousParticleEffect();
iIf (PENameText != null)
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PENameText.text = ParticleEffectsLibrary.GlobalAccess.GetCurrentPE-

NameString();
}
private void SelectNextPE() {
/I Next
ParticleEffectsLibrary.Global Access.NextParticleEffect();
iIf (PENameText != null)

PENameText.text = ParticleEffectsLibrary.Global Access.GetCurrentPE-

NameString();

}

private RaycastHit rayHit;
private void SpawnCurrentParticleEffect() {
/I Spawn Particle Effect
Ray mouseRay =
Camera.main.ScreenPointToRay(Input.mousePosition); if
(Physics.Raycast (mouseRay, out rayHit)) {
ParticleEffectsLibrary.Global Access.SpawnParticleEffect (rayHit.point);

}
}

Il <summary>
/Il User interfaces the button click.
Il </[summary>
/Il <param name="buttonTypeClicked">Button type clicked.</param>
public void UlButtonClick(ButtonTypes buttonTypeClicked) {
switch
(buttonTypeClicked) { case
ButtonTypes.Previous:
Il Select Previous Prefab
SelectPreviousPE();
break;
case ButtonTypes.Next:
/I Select Next Prefab
SelectNextPE();
break;
default:
/[ Nothing
break;
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using UnityEngine;
using
System.Collections;

public class PEDestoryTimed : MonoBehaviour {

/I Use this for initialization void
Start () {

}

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

}
}

using UnityEngine;

using

System.Collections;

using

UnityEngine.Ul;

using UnityEngine.EventSystems;

public enum ButtonTypes {
NotDefined,
Previous,
Next

}

public class PEButtonScript : MonoBehaviour, IEventSystemHandler,

IPointerEnterHandler, IPointerExitHandler {

private Button myButton;

public ButtonTypes ButtonType = ButtonTypes.NotDefined;

/I Use this for initialization
void Start () {

myButton = gameObject. GetComponent<Button> ();

}

public void OnPointerEnter(PointerEventData eventData) {

I/ Used for Tooltip

UlCanvasManager.Global Access.MouseOverButton = true;



UlCanvasManager.Global Access.UpdateToolTip (ButtonType);
}

public void OnPointerExit(PointerEventData eventData) {
I/ Used for Tooltip
UlCanvasManager.Global Access.MouseOverButton = false;
UlCanvasManager.GlobalAccess.ClearToolTip ();

}

public void OnButtonClicked () {
// Button Click Actions
UlCanvasManager.Global Access.UIButtonClick(ButtonType);
}
}

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

public class ParticleEffectsLibrary : MonoBehaviour {
public static ParticleEffectsLibrary

Global Access; void Awake () {

GlobalAccess = this;

currentActivePEList = new List<Transform> ();
TotalEffects = ParticleEffectPrefabs.Length;
CurrentParticleEffectNum = 1;

/[ Warn About Lengths of Arrays not matching
if (ParticleEffectSpawnOffsets.Length !=
TotalEffects) {

Debug.LogError ("ParticleEffectsLibrary-
ParticleEffectSpawnOffset: Not all arrays match length, double check counts.");

¥
If (ParticleEffectPrefabs.Length != TotalEffects) {

Debug.LogError ("ParticleEffectsLibrary-ParticleEffectPrefabs: Not all arrays match
length, double check counts.");

}

Il Setup Starting PE Name String
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effectNameString = ParticleEffectPrefabs [CurrentParticleEffectindex].name + "
n +

CurrentParticleEffectNum.ToString() + " of " + TotalEffects. ToString() + *)";
}

I Stores total number of effects in arrays - NOTE: All Arrays must match
length. public int TotalEffects = 0;
public int CurrentParticleEffectindex

= 0; public int CurrentParticleEffectNum =

0; /[ public string[]

ParticleEffectDisplayNames;  public

Vector3[] ParticleEffectSpawnOffsets;

// How long until Particle Effect is Destroyed - 0 = never

public float[] ParticleEffectLifetimes;

public GameObiject[] ParticleEffectPrefabs;

I/ Storing for deleting if looping
particle effect private string
effectNameString =""; private
List<Transform> currentActivePEL.ist;

void Start () {
¥

public string GetCurrentPENameString() {
return ParticleEffectPrefabs [CurrentParticleEffectindex].name + " (" +
CurrentParticleEffectNum.ToString() + " of "' + TotalEffects. ToString() + *)";

}

public void PreviousParticleEffect() {
Il Destroy Looping Particle Effects
If (ParticleEffectLifetimes [CurrentParticleEffectindex] == 0) {
If (currentActivePEList.Count > 0) {
for (inti = 0; i < currentActivePEList.Count; i++) { if
(currentActivePEList [i] != null) {
Destroy (currentActivePEList [i].gameObject);

}

}
currentActivePEL.ist.Clear ();
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/I Select Previous Particle
Effect if
(CurrentParticleEffectindex > 0) {
CurrentParticleEffectindex -= 1;

}else {
CurrentParticleEffectindex = TotalEffects - 1;
}

CurrentParticleEffectNum = CurrentParticleEffectindex + 1;

I/l Update PE Name String
effectNameString = ParticleEffectPrefabs
[CurrentParticleEffectindex].name + " (* + CurrentParticleEffectNum.ToString() + " of
" + TotalEffects. ToString() + *)";
}
public void NextParticleEffect() {
I/ Destroy Looping Particle Effects
if (ParticleEffectLifetimes [CurrentParticleEffectindex] ==
0) { if (currentActivePEList.Count > 0) {
for (int i = 0; i < currentActivePEList.Count; i++) { if
(currentActivePEList [i] = null) {
Destroy (currentActivePEL.ist [i].gameQObject);
}
}
currentActivePEL.ist.Clear ();

}

/I Select Next Particle Effect
if (CurrentParticleEffectindex < TotalEffects - 1) {
CurrentParticleEffectindex += 1;

}else {
CurrentParticleEffectindex = 0;
}

CurrentParticleEffectNum = CurrentParticleEffectindex + 1;

/I Update PE Name String
effectNameString = ParticleEffectPrefabs
[CurrentParticleEffectindex].name + " (" + CurrentParticleEffectNum.ToString() + " of
" + TotalEffects. ToString() +')";

}

private Vector3 spawnPosition = Vector3.zero;
public void SpawnParticleEffect(Vector3 positionInWorldToSpawn) {
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/I Spawn Currently Selected Particle Effect

spawnPosition = positioninWorldToSpawn +
ParticleEffectSpawnOffsets[CurrentParticleEffectIndex];

GameObject newParticleEffect =
GameObiject.Instantiate(ParticleEffectPrefabs[CurrentParticleEffectindex],
spawnPosition,
ParticleEffectPrefabs[CurrentParticleEffectIndex].transform.rotation) as
GameObject;

newParticleEffect.name = "PE_" +
ParticleEffectPrefabs[CurrentParticleEffectindex];
// Store Looping Particle Effects Systems
if (ParticleEffectLifetimes [CurrentParticleEffectindex] == 0) {
currentActivePEList.Add (newParticleEffect.transform);

}

currentActivePEList. Add(newParticleEffect.transform);
// Destroy Particle Effect After Lifetime expired
if (ParticleEffectLifetimes [CurrentParticleEffectindex] !'=0) {
Destroy(newParticleEffect,
ParticleEffectLifetimes[CurrentParticleEffectindex]);

}
}
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Jlooamox []
IlepeJiik BijIbHMX | KOMePUiIHHUX JABUKKIB irop
BuibH1 IBUKKU:
. Agar (anri.) - BUCOKOpIBHEBA Kapkac rpadpiyHOTO J0IaTKy, BUKOPHUC-
3yeMoe 1151 po3poOku sik 2D, Tak 1 3D koMn'toTepHUX 1rop.

. Axiom Engine - BixranykeHHs, 1110 MICTUTh B OCHOBI rpadiuHUN ABHKOK
OGRE.

. Boom - nopt Buxignoro koay rpu Doom Big TeamTNT.

. CheapHack (anr:.) - maue He po3po0JIs€TLCSA ABMKOK HAa OCHOBI
TomazQuake.

. Crystal Entity Layer - po3mmpenns asmkka Crystal Space 3D Engine.
. Crystal Space - moBuuii kapkac st po3pooku 3D nonatkis.

. DarkPlaces - ogus 3 0aratbox YIOCKOHAJICHUX BLILHO MOIIHMPEHOO-
asiemoe Quake engines.

. Daybreak motor - 06'exTHO-0pieHTOBaHa rpadiunmii ABHKOK st XNA
(XNA 3d engine - Xbox, Windows).
. Delta3D (auri.) - 3'equye iniri qo0pe BijioMi O€3KOIITOBHI MPOESKTH B

npocte API, ciouarky po3poo6isases U.S. Navy.

. DGD - o6'ektHO-0pienToBana MUD nBmxoK.

. Eternity Engine - Buxiguuii mopt asuxka rpu Doom.

. Exult (anr:n.) - BitbHa peinkapHaiiis irpoBoro asrkka Ultima VII.

. FIFE (anrn.) - BiteHu# 2D I1SO nBmxok, mo nixrpumye pecypeun Fallout 1
i2.

. Game Blender - min-noxarok Blender mis ctBopeHHs irop.

. Game Maker - 00'ekTHO-OpiEHTOBAaHUI MPOTPAMHUIA MPOIYKT JIJIS pa3-

HUITBa irop 3 drag-anddrop iaTepdelicoMm i CBOIM CKPUIITOBOIO MOBOJO.

. GQ - nBmwxok rpu Quake, sikuii BKirouae B cede puun 3 TomazQuake i
DarkPlaces.

. GZDoom - BuxigHi irpoBoro aBmwkka Doom, 3acHoBani Ha ZDoom.

Genesis3D - 3D aBwxok peanbHoro yacy st Windows.

. GemRB - BimbHa peaiizantis Infinity Engine.
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. HGE - Haaf's Game Engine, nBuxok st ctBoperHs 2D irop.

. Jogre - kiieHT / cepBepHUid IrpOBUI IBUKOK, HallMCaHUW Ha MOBI Java, 3-
tpumae APl 17151 OHTallHOBUX 1rOp peajgbHOTO Yacy, OyAb-TO IIAIIKH, IIaXH, Ta
1HIIIE.

. MGF - Mortem's Game Framework - akTHBHO pO3BHBA€ETHCS IrpOBUI
(GpeiiMBOPK 3 BIAKPUTUM BUXITHUM KOJOM JJis irpoBoi KoHcoui PSP Ha moBi C ++.

. MRPGe - irposwuii nrkok ais Visual Basic, s qsomipaux RPG-irop, 3
BOYJIOBaHUM CKpPUIITMOBOIO. BelbMU 3MIHIOEMO Ha paHHIX CTaisAX PO3POOKH.

. M.U.G.E.N - nBomipHU1 ABHUXKOK JJIs irOp >KaHpy GhalTUHT (HApUKIa,
Mortal Kombat).

. Multiverse Network - MMOG mnatdopma, 1110 BKJIFOYA€E CepBep, KITIEHT, 1
1H-CTpyMEHTapiil.
. Nebula Device - TpuBuMipHUii irpoBuUil IBUXKOK PEaTbHOTO Yacy,

PO3POOUTH KOHCTPYKIIIIO TaHHUHM HiIMElbKO1 cTyAieto irop Radon Labs.

. OctLight - irpoBuii 1BMKOK Ha Java, 1110 BUKOPHCTOBYE scene-graph, i
oTpicoBu-Batomuii Ha 6a3i Lightweight Java Game Library (LWJGL),
Bukopucropyroun OpenGL.

. OMEGA Engine - npoctuii y Bukopuctauti 2D asmkok. BUKOpucToBye B
skocti peraepa Direct3D8 a6o OpenGL, mist 3ByKy - DirectSound.

. OSlib - Old School Library - 6i6ioTeka aiis MOPTYyBaHHS CTapUX irop Ha
PSP a6o namucanns 2D irop B cTuii irop MUHYIUX pokiB Ha MOBi C ++.

. Pentagram - mpoeKT CTBOPIOE iIrpOBHI IBHXKOK, SKUH BUKOPUCTOBYETHCS B

sumymenoi rpi Ultima VIII: Pagan.

. PLIB - irpoBwmii IBMKOK, IO BKITIOYAE B ceOE: TPEXMEPKY, 3BYK, MY3HUKY,
rpa-puueckne iHTepdelic KopucTyBadya, MEHeIKepa BIKOH, 1 TOPTIPyeMOCTh Ha
Linux / Windows / MacOSX.

. pH Engine - motyxuuii i rayuknii OOIT ABMKOK, 110 BUKOPUCTOBYE
Direct3D9 (Pennep), DirectSound (3Byk) i TCP / IP (Mepexa). MoxXIUBICTh

«HAPOUTYBAaHHS» BO3-MOXKHOCTEH 32 JIOMOMOI0OI0 TUIAriHiB.
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ProQuake - BnockonaneHuit 18uxok rpu Quake.

. QSP - nonynsipamii 6araTornnaThopMOBHIl pOCIACEKHUM TBUKOK IS
CTBOPEHHS 1rop B JKaHPi

Interactive Fiction.
. RealmForge - irpoBuit nBuk0K 3 BigkputuM KojaoM st Microsoft NET

Framework, nonepeanuk Visual3D.NET.

. rRenderer - irpoBuii JBMKOK Cy4acHOTO piBHS HamucaHuii Ha VB6, s
DX8.
. Sauerbraten - BockoHaJICHHIA JBMKOK, BiramyeHHs Bin apmwkka Cube.

. SmartX - irpoBuii nBr)0K BukopuctoBye miathopmy .NET Framework.
Ha-nucanuii Ha C #, ajie € MOXJIMBICTb IHTErpallii B MOBH MIATPUMYIOTh
texHousorito .NET.

. Storm3D - aBmwxok BukopucroBye Direct3D 9, nanucanuii Ha C ++.

. Stratagus - 6araroriatrgopMOBHUiA IrPOBUM IBUKOK ISl CTPATET1YHHUX 1rOp
peaIbHOro Yacy.

. Telejano - sminenuii aBMxok rpu Quake.

. URQ - monysisipH#il poCiiChKUIM ABUAKOK I CTBOPEHHS irop B sKaHP1
Interactive Fiction.

. VOGORE - 1BmKOK 3 BIIKPUTHM BHXITHHM KOJOM, Ha OCHOBI SIKOTO MOYKHA
CTBOPHUTH JABOMIPHY OHJIAMHOBY Tpy 3 Aesskumu 3D edexramu.

. Yake - koMIOHEHT-3aCHOBaHUI, 00'€KTHO-OPIEHTOBAHA, YaCTKOBO PO-
JIOBOM JBMIKOK, HanmucaHui Ha C ++,

. ZDoom - onuH 3 6araTbox IMOYaTKOBHX KOoaiB Doom.

KomepmiitHi JBHKKH:
Arcane Engine - po3po6iiennii Wolfpack Studios mst Shadowbane.

. Auran Jet - nBuxoK, po3pobnenuii aBcrpaniiicbkoro kommaniero AURAN i
BUKOPHCTOBYBaHUI B rpi Trainz.

. Baja Engine - nmxok mpodeciiftHOT IKOCTI, SKH BUKOPUCTOBYETHCS JIJIS
rpu The Lost Mansion.

. Blitz3D - rpagiuamii JBUKOK 31 CBOEIO MOBOIO IIPOTPaMMipOBHAIs
BlitzBasic.
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. C4 Engine - 3'IBnsieThCs IrPOBHIA JBIKOK HACTYITHOTO ITOKOJIIHHS BiJl
Epixka Jlenre:n.

. Dark engine - 3acrapinmii ABMKOK, BUKOpHCcTaHuii 1uis irop Looking Glass
Studios.

. Earth-4 Engine - rpadiunuii 1BUXOK, IKHH BUKOPUCTOBYEThCs B Earth
2160.

. Explorations - TBopenb qsomipaux MMO.

. IMUSE - cnienianbHo po3po0JieHrui JBUAKOK SISl CAHXPOHI3a1[1i MYy3UKH 3
BI3yaJIbHUMU JISIMU.

. KjJAPI - Texuonorist C ++ aiist CTBOpEHHS irop 1 TPUBUMIPHUX JOAATKIB
s K.

. Medusa (irpoBuii JBMKOK) - iIrpOBHIA TPUBUMIpHUHN JABHXKOK Ha C ++
pO3poOKTH KOHCTPYKITito TaHHUE Palestar i Bukopuctanwmii B rpi DarkSpace MMO.
VY HBOMY € CUMYIJIALIIS IPOBOTO CBITY, €AUHUN IHCTPYMEHT KOHTPOJIIO BEPCiid,
peaizailisi akTUBIB, KpoccIuiaTopMeHHas MiATPUMKa 1 BOy/I0BaHA CHCTeMa KIIIEHT /
cepaep.

. Odyssey Engine - BUKOpuCTaHH 1J11 CTBOPSHHS TPUBUMIPHUX POTHOBUX
irop, a Takox irpu Star Wars: Knights of the Old Republic.

. ORE - onnaitHOBHUIA IBMKOK JJIsI POJIBOBUX 1TOP.

. Quasar - irpoBuii 00'€KTHO-OPIEHTOBAHUIM HACTYITHOTO TTOKOJIE-HS, 110
po3poodisieThes kommanieto Syide Technologies.

. Power Render - ocHoBHa MeTa bOTO MMaKeTa - po3podKa irop i
TPUBUMIPHUX YSIBIICHb.

. Reality Engine - TpuBuMipHUii irpoBmii [BUX)OK KoMIitaHii Artificial
Studios.
. Retribution Engine - irpoBuii ABM>XOK JUISI CTBOPEHHS irop B CTHJII EKIIH.

. Revolution3D - tpuBumipamii rpadiaHuil IBIKOK, po3podiennii X-Dream
Project.

. Shark 3D - mock cepeane mixk Spinor mis 1K, Bigeo irpamu i
TPUBUMIPHUMU J0JaTKAMH PEajabHOrO Yacy.

. Silent Storm engine - TpuBUMIpHUH ITPOBUI JIBHIKOK JIJISI TAKTHYIHUX

ctparerii (Hamp. Silent Storm).
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. Torque Game Engine - 3miHeHa Bepcist irpOBOT0 TPUBUMIPHOTO JBIKKA,
crovatky po3pobiaena Dynamix ans rpu 2001 FPS Tribes 2.

. TOSHI - 6araronnathopmMoBuil IrpOBUI JBUKOK YETBEPTOIO MOKOIIHHS,

paz-npanroemo Blue Tongue Entertainment.

. Truevision3d - TpuBUMIpHHMIA iIrPOBHIA JBHKOK, 1110 BUKOpUCTOBYE DirectX
API.

. Unigine - 6araromatdopmosuii middleware.

. Unity (game engine) - jierko BUKOPUCTOBYBAaHU IrPOBUI TPUBUMIPHHIA
TBMKOK.

. Vicious Engine - irpoBuii ABHKOK, MOPTipyeMOCTb mif Microsoft

Windows, Sony PlayStation 2, Microsoft Xbox, 1 Sony PlayStation Portable.

. 3DGame Studio - moBHOIIHHU ITPOBUI KOHCTPYKTOP, IijIa CUCTEMA
cucTeMa Jiisl CTBOPSHHS TPUBUMIPHHUX 1rop.

. Visual3D.NET - tpuBumipHa miatdopma Juist Bi3yalbHOT po3po0Ku
okpysxe-Hs, mooymoBara Ha Microsoft .NET 2.0 i XNA Framework st po3pooku
mig PC, Xbox 360, i npuctpois Windows Mobile mixrpumye C #, Visual Basic, J #
(Java), C ++. NET, JScript.NET, IronPython, i Bi3yaJibHe CKpIITOBaHIs.

. Virtools - 1BMKOK Uit CTBOPEHHS irop, TpeHaXKepiB 1 cuMyIaTopis, 3D
Internet i cucTem BipTyaIbHOT pETHHOCTI.

. WGAF - irpoBuii aBuxok, po3podnenuit Guild Software, sikuii BUKO-€ThCS

B ix MMORPG Vendetta Online.

. White Engine - irpoBuii ABHKOK CbOMOT0 IMMOKOJIIHHS, 10 HAJCKHUTh
Square-Enix, 6yae BukopucTanwmii B ix mpoekrtax s PS3. [IpogymaHna MOXIHBICTB
BUKOPHUCTAHHS 3a37ayeriapr HamanboBaHi sikicHoi CGl rpadiku B pearbHOMY Haci.

. Xors3d Engine - 1BWXOK [Tl CTBOPEHHS TPUBUMIpHHUX irop. [Touas cBoto
CYIIECT-BOBaHie K JMHAMIYHO mifgkaouaeThes Mg Blitz3D, ska nmo-3posser
BukopuctoByBaTi GAPI DirectXO.

. ZEero - TpUBUMIPHUI ITPOBUI IBUKOK, IKU BUKOPUCTOBYETHCS B Star

Wars: The Clone Wars, Star Wars: Battlefront, 1 Star Wars: Battlefront II.
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. LyN engine - neuryn xomnanii Ubisoft, skuii BukoprcToBYy€eThCS y
BIIaCHUX po3po0-boTkax.

. Vicarious Visions Alchemy - nemwkoxk xommna#ii Intrinsic Graphics.
. Cry Engine 1-3 - irpoBuii ABMXOK, CTBOPEHUH HIMEIIBKOIO MPUBATHOIO
kommasiero Crytek B 2002 porii i cnoyaTKy BUKOPUCTOBYBaHHIA B IIIyTepe Bil

nepmioi ocobu Far Cry.

. Id Tech - ciMelicTBO iIrpOBHX JBUXKKIB, PO3POOJICHIX aMEPUKAHCHKOT
xorock naniewt id Software.

. Source - irpoBuii IBIXOK, po3pobienuii koproparieio Valve. Horo
0COOJIMBO-CTSMH BBAXKAIOThCS MOJYJIbHA OCHOBA 1 THYYKICTb, CHHXPOHI3AIsl PyXY
ry0 3 MPOMOBOIO, TEXHOJIOT1Sl BUPAKEHHS €MOLI 1 cucTeMa (Di3uku, Ka Mpalroe 1mo
MEpexi.

. Serious Engine - irpoBuii IBUKOK, pO3pOOJICHHI XOPBATCHKOK KOMITAHIEHO
Croteam i Brepiiie Bukopuctanuii B rpi Serious Sam 2001 poky Bumycky. Tex-
MOHOJIOT IepeOyBaa B po3poO1ii MPOTATOM TPbOX POKiB. 3r0JI0M KOMIIa-HUEH
Croteam Oy po3po0JieHi OLIbIIT JOCKOHAI irpoBi ABMXKKH - Serious Engine 2 i

Serious Engine 3.
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