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I[TEPEJIIK YMOBHUX ITO3HAYEHD

APl — Application Programming Interface (intepdeiic mnporpamyBaHHs
J0JIaTKIB)

DOF — Degrees of Freedom (ctymeni cBo6o 1)

HMD — Head-Mounted Display (mrosiom BipTyaabHOT peaabHOCTI)

IK — Inverse Kinematics (3BopoTHa KiHeMaTHKa)

LOD — Level of Detail (piens aeranizariii)

NPC — Non-Player Character (aeirpoBuii mepcoHax)

RPG — Role-Playing Game (posiboBa rpa)

SDK — Software Development Kit (#abip iHCTpyMEHTIB pPO3pOOKH MTPOrPaMHOTO
3a0e3TCUCHHS)

Ul — User Interface (kopuctyBarpkuii inTepdeiic)

UX — User Experience (mocBig KoprucTyBaya)

VR — Virtual Reality (BipTyanbHa peabHICTb)

XR — Extended Reality (po3mmupena peaabHICTB)

BCTYII

Bipryanesna peanbhicte (VR) 3a  ocranHi poku mepeTBopuiacs 3
€KCIIEPUMEHTAIBHOI TEXHOJIOT1] Ha MOBHOLIHHY IUIATQOPMY JUIsl CTBOPEHHS ITPOBHX
Ta 1HTEpAaKTHUBHUX NPoeKTiB. OcoOMuBUIi IHTEpEC CTAaHOBHUTH BHUKopucTaHHA VR y
xanpi ponboBux irop (RPG), amke moeaHaHHs TITHOOKOIrO 3aHYPEHHS Ta B3a€MOJIIT

pOOUTH IrpOBUil TIpolec OLIBII 3aXOIUTIOIOYHM I TpaBIlsl. BUKOpHCTaHHS CydacHUX
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VR-npuctpoiB 31 3pOCTar0u0l0 MPOJYKTUBHICTIO Ta TOYHUM BiJICTEKEHHAM pPYXIB
JI03BOJISIE CTBOPIOBATH HOBI ITPOBI MEXAHIKH, K1 BIJPI3HAIOTHCS BT TPAAUILIIMHUX 1TOP
Ha IHIIUX TIaTdopMax.

AkrtyanbHicTh TeMu. Ha Hamy gymky, po3pooka VR-RPG rpu € akryanbhoto 3
OTJISily Ha CTPIMKE 3pOCTaHHS puHKY VR-TexHOJOTiH Ta moTpely rpaBIliB y HOBUX
3aXOIUTIOIOYMX BpaxkeHHsX. [lo-nepiie, aHamiTUKU TPOTrHO3YIOTh CTA0IbHE 3pOCTaHHS
punky VR-irop (3a aeskumu oninkamu — 10 $40+ mupa 10 2025 poky), 1110 3yMOBIIEHO
nocrynHimuMu 1mojgomamu (Meta Quest 3, Valve Index, PS VR2 Tomo) Tta
po3mmpeHHsM  ayautopii  Ilo-mpyre, cywacHi rpaBUl OparHyTh OTpUMATH
MaKCUMaJIbHO pealiCTUYHHUM 1 3aXOILTIOIOYUIN JTOCBif, sKUi MOxiauBuid came y VR.
Kanp RPG, 3 #ioro okycom Ha CIOKET 1 pO3BUTOK MEPCOHAXKA, 17I€aTbHO BIIOBIIAE
it motpe6i. [To-Tpete, TexHiuHMIA Tporpec (MOBiIOMIICHHS PO TOYHE MTO3UIIFOBAHHS,
BIJICTEKEHHS KECTIB, BUCOKA PO3/iIbHA 3JaTHICTh JUCILICIB, YaCTOTa OHOBJICHHS
90-120 I') no3BoOJIsE peani3yBaTH IPUPOJIHI B3aEMOIIT IpaBIis 3 irpoBuM cBiToM. VR
7A€ MOJKJIMBICTh BIPOBA/KYBAaTH I1HHOBAIlIHI TeHMIUICH-MEXaHIKH. pPEaiCTUIHY
poboTy 31 30po€ro, (PizuMuHy B3aEMOJAII0 3 MpeaAMeTaMyd Ta JUHAMIYHI COIllaidbHI
B3a€MO/I1i 3 HEIPOBUMH NepcoHaxamu. Hapelri, monpu BeIUKUN MOTEHL1all, HasBHI
VR-RPG-npoekTn moku 1m0 He 3a0e3MedyroTh OJIHOYACHO IOBHOIIIHHUN CIOXKET,
cuctemy nporpecii 1 bdoky VR-B3aemoito. Lle cTBoproe Hilly A1 HOBO1 pO3pOOKH.

Mera Ta 3aBaaHHs pobotu. MeToro 11i€l poOoTH € CTBOpEHHS MOBHOIIHHOT VR-
irpu y »kanpi RPG na 6a31 .NET, o nmponoHyBaTuMe rpaBIisiM iIMMEPCHUBHUHN JTOCBiA
13 IPUPOJHUMHU MEXaHIKAMU B3a€MO/I11, PO3BUHEHOIO CUCTEMOIO MPOTpecii MepcoHaxa
Ta I[IKaBUM CIOKETOM. J[JIs1 TOCSITHEHHSI METH TIOCTABJICHO TaKi 3aB/IaHHS:

. [IpoananizyBaTu npeaMeTHy 00JacTh: HocHiauTu cydyacHuit ctaH VR-
TEXHOJIOT1# Ta XapakTepHi o3Haku RPG-irop.

. Busnauntn ¢QyHKIIOHATBHI Ta HEQYHKI[IOHAIBHI BUMOTH 10 CHCTEMH
(mepenix ¢pynkuin, VR-koMpOPT, POAYKTUBHICTB TOIIIO).

. [ToOynyBaT KOHIENTyaJIbHY 1 CTPYKTypalbHYy MOJAEIb MaiOyTHBOT
cuctremu 3a gomomoror UML-giarpam (mpereaeHTH, MOCIIAOBHOCTI, aKTHBHOCTI,

KJIACH, TIAKETH).



. Po3pobutu noriyHy MOJENb JaHUX Ta (PI3UYHY apXITEKTYPY NPOEKTY.

. PeaxizyBaTu mporpamui MoyJi rpu 3 BukopucTtanasm Unity Ta NET/C#,
BKJIIOYAIOYH OCHOBHI irpoBi cucTemH (pyX, Oiif, iIHBEHTap, KBECTH, J1aJIOTH TOIIO).

. [IpoBecTn TecTyBaHHs IFPOBOrO JOAATKY Ha BIAMOBIOHICTE BUMOIAM
(cTabinpuumii FPS, 3pyunicts VR-B3aemoii TOII10) Ta MiATOTYBATH CUCTEMY 0 3aITyCKY
Ha [[UTbOBUX IIaTdOopMax.

Metoau Ta incTpymMeHTH. J{iis peanizalii npoekTy OyayTh BUKOPUCTaH] Cy4acH1
TexXHoJoril: irpoBuii pymriii Unity (3Bepuenns g0 C# ta .NET), na6ip SDK mis VR
(OpenXR mnst 6imbmocti PC/VR  mpuctpoiB), 6i0miorexkn it Gi3ukd Ta 3BYKY.
IIporiec po3poOkuM opraHizoByeThCs 3a Meromosoriero Agile 3  ireparuBHHM
NPOTOTHUITYBAaHHIM 1 TecTyBaHHsAM. Bukopucrani 3acobu: Visual Studio 2022 sk
cepenoBuine mporpamyBanHs, Git III KOHTPOJIO BEpCiif, CUCTEMH BiJICTSKCHHS
MOMUJIOK Ta 3a1a4. /[ MoentoBaHHs CUCTEMH 3acTocoBaHo Habip UML-miarpam, a

1H(popmaliiiny 0a3y COpOEKTOBAHO 3 BUKOPUCTaHHAM miaxoay ER-niarpam.

Anpobaliis
Tesu - Po3pooka VR-RPG rpu 3 Bukopuctanusam texuosoriii .NET Ta Unity.
TeopeTnyHi Ta MNPUKIATHI ACTIEKTH PO3POOKH KOMIT IOTEPHUX CHUCTEM'.

HayxoBo-ipakTruHa KOH(EpEeHIIisl CTYyACHTIB 1 aCIlipaHTiB.
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PO3/1J1 1. CUCTEMHUI AHAJI3 NPEJMETHOI
OBJIACTI

1.1. Onuc npeaMeTHOI 00J1acTI

Amnani3 cyyacHoro crany VR-TexHomnorii
BipTyanbHa peanbHICTh MPOUIIIIA TOBIUH IUISIX PO3BUTKY BiJl KOHLIENTYAIbHUX

€KCIIEPUMEHTIB J0 MACOBOI'O CIIO’KUBYOTO TPOTYKTY.

1.1.1 Cranom Ha 2024-2025 poxu punok VR-TexHO0J10Tiii XapaKTepu3y€eThcs

TAKAMH O0COOJMBOCTAMM:

1. Cran VR-texnosoriidi. CyudacHi VR-cuctemu nocsiriiv BUCOKOTO PiBHS
3pyunocTi Ta edexruBHocti. Octanni moaeni moaomie (Meta Quest 3, Apple Vision
Pro, Valve Index Toi1o) nponoHyoTs po3iabHY 3AaTHICTh AUCILICIB oHa ] 2K Ha 0Ko,
mmpoke mosie 30py (~120°) i Toune BimcTexkeHHs pyxy (SiX degrees of freedom —
6DOF). ITosiBa aBroHOMHUX (Standalone) npuctpoiB (Meta Quest, Pico) cipoctuia
noctyn a0 VR, a Takoxx mpoAoBXKYyIOTh po3BuBaTuCs BucokompoayktuBHi PC VR
wiatdopmu Ta koHcosbHI pitnenns (PlayStation VR2). Iporpec BiacTekeHHS: Bij
30BHIIIHIX 0a30BMX cTaHIii g0 Inside-out TpekiHry, IO J03BOJIIE JIETKO
HanamToByBaTy cuctemy. CydacHi VR-I10JI0MU BiJICTEKYIOTh HE JIUIIE PyXH TOJOBH i
PyK, a ¥ TajbliB Ta OYCH, MJABUIYIOYH IPHUPOJHICTH B3aemojii. BaximuBumu
YHMHHUKaMU IMEPCHUBHOCTI €. 3arpumMka MeHiie 20 mMc (uis KoM(pOpTHOTO BIATYKY),
yacToTa OHOBJICHHS KajpiB 72—120 I't, cyOMiTiMeTpoBa TOYHICTh TPEKIHTY, BUCOKA
pO3MiIbHA 3AaTHICTHh M peanicTuuHoi rpadiku. 3aBasku craHgapty OpenXR
3a0e3MeYy€eThCsl CYMICHICTh 3 PI3HUMHU HPUCTPOSMH, IO 3HAYHO CIPOIIYE PO3POOKY
kpocmuiatrpopmenux VR-nonaTkis.

2. PiznomaniTHicTh mnatdopm: Punok VR-nipuctpoiB MoxkHa po3auiuT Ha
TPU OCHOBHI KaTeropii

o ABtoHoMHI (Standalone) mpuctpoi — He MOTPeOyHTh 30BHIIIHBOTO

xomir'rotepa (Meta Quest 3, Pico 4)
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° PC VR — Bumararots migkmroderss jgo motyxHoro [TK (Valve Index,

HTC Vive Pro)

o KonconbHi — inTerpoBani 3 irpoBumu koncossimu (PlayStation VR2)

Koxxna 3 nmx kareropiii mae cBOi TEXHIYHI OOMEXKEHHS Ta TEpeBard, Iio
BIUIMBAIOTh HA MPOLEC PO3POOKHU.

3. Texnosnorii BifcTexeHHs: EBOMIOMIOHYBaNIM BiJl 30BHINIHIX JaTYUKIB
(external tracking) mo BimcTexeHHs «3cepeauHu-Ha30BHI» (Inside-out tracking), mio
CYTT€BO CIIPOCTHJIO HaNAIITyBaHHs Ta BUKopucTtanHs VR-cuctem. CyuyacHi npucTpoi
3/1aTHI BIJICTEKYBAaTU HE JIMIIE PyXH TOJOBHU Ta PYK, aje W MasblliB, O4eil Ta HaBITh
BUpa3y OO0JIMYUs KOPUCTYBada.

4, UunHuky iMepcuBHOCTI: KiltoyoBUMU mapaMeTpamu, IO BIUIMBAIOTh Ha

skictb VR-gocBiny, €:

o JlarentHicth (Mae Oyt Menine 20 Mc 11 KOM(GOPTHOTO TOCBIY)

° Yacrora onosieHns (Minimym 60 I'ii, ontumansro 72-90 I'ix)

o TouHicTh BigCTeXKEHHS (CyOMiTIMETpOBa TOYHICTh I MPUPOIHOT
B3a€MO/II1)

o Po3ninbHa 3paTHicTh (Big 1832%1920 Ha 0KO y CydacHHX MPUCTPOSIX)

S. Crangapruszanis: 3 nosiBoro OpenXR — Biakpuroro crangapty aist XR-
JOJIaTKIB — 1HAYCTPisS PYXAEThCS B HAMPSMKY OUIBIIOI CYMICHOCTI MK PI3HUMH

IPUCTPOSIMH, 110 CIPOILILYE PO3POOKY KpoctiaT(opMeHuX T0AATKIB,

1.1.2. OcobauBocrti :xxanpy RPG y VR

o [lepconax 1 mporpecisi: TOJIOBHUIN Tepoil 3 HAOOPOM XapaKTEPUCTHUK 1
HAaBMYOK, cHUcTeMa 300py JOCBIIy Ta IMJABUIIEHHS pPIBHS; HASBHICTh KJAciB Y
creniaaizaliii; 1epeBo TAIAHTIB 3 HOBUMH 3/110HOCTSIMU.

o HapartuB: HeniHIMHUN CIOXKET 13 TUIKaMu BUOOPY; JlaJiorTd 3 BHOOPOM
PEILTiK; CHCTeMa OCHOBHUX 1 TOOIYHUX KBECTIB; PETEIHHO OMPAIlbOBAHUH CBIT (JIOpOM)

1 IepCOHaXI.
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o IrpoBi cuctemu: iHBEHTap Il 30epiraHHS MPEAMETIB; EKOHOMIKa 1
TOpriBis; OOWOBI cucTeMH (BBiJ IOKPOKOBUX Ta action); AOCHiIKEHHS CBITY 3
MOLITYKOM CKapOiB.

o CouianpHa B3aeMoist: BiiHocuHU 3 NPC ; MOXJIUBI CYyITy THUKH; HACIIIKH
BUOOpY TpaBLIs JJIs CBITY ¥ MEPCOHAXKIB.

o CeiT: BigkpuTUd a00 JIOKAaLIMHWI ITPOBHM  CBIT; PI3HOMAHITHI
cepenoBuina (Micta, mia3emMesuis, 610MH1); HATPUKIIA, JUHAMIYHA CUCTeMa THS/HOYI 1

MOTOJIY /7151 O1IBIIIOT TTPaBIONO110HOCT!.

1.1.3. Bumoru VR-po3pooxu

Po3pobka s VR Haknamae cnenudiuai BuMorn Ha TpoOekT. ['oioBHE —
3a0€e3MeYNTH MPUCYTHICTH IPABIISL Y CBITI Ta MPUPOAHICTD Mii:

o IMepcuBHICTB: 00’ €KTH MAIOTh PEATICTUYHUI MacTad; pyXxH 1 B3a€MOii
MaroTh OyTH MPUPOJTHUMH (HAMIPHUKIAM, PyX KOPITYCOM JIJIsl TICPEMIlICHHS, CIIPaBXHI
KECTU JUIsl aTaKW YM 3aXHCTY); 3BYKOBUM u3aiiH (IPOCTOPOBHI 3BYK) IMiJCHIIIOE
OpIEHTALIIO Y BIpTyalbHOMY IPOCTOPI.

o [aTepdeiic: Tpaauiiitai 2D-meHto He 3aBxau 3pyuH1 y VR. [lepeBaxkarots
nieretnani Ul (inTepdeiic BOymoBaHUI Y CBIT I'pH, HAPUKJIIAI, BipTyaabHI MaHe i ado
wianmeT). HeoOxigHo po3pobisaru intyituBHI 3D-iHTepdeiicu, sKi rpaBeilb MOXe
«Opatm» Ta pyxaTh. TakTWIbHUN BiATyK (BiOpaliss KOHTpOJIEPIB) IMiABHIILYE
PEATICTHYHICTD.

o Texniuni oomexenHs: VR Bumarae Bucokoi npoayktuBHocTi: 60-90 FPS
0e3 maninb 1 3arpumok. IloTpiOHa omnrtumizamis rpadikd Ta Gi3zukd (MiHIMI3aIsa
CKJIaTHUX IIeHAepiB, TMOMABIWHUI pEHACPUHT ULl JBOX oueil). BpaxoByroTbes
0OMEKEHHS Pi3HUX MPUCTPOIB (Bix MOOLTBHUX 10 oTy)HUX [1K).

o KomdopT: HeoOXiqHO yHHMKATH Pi3KHX PyXiB Kamepu (mo0 3amobirtu

HyJI0Ti a00 KHHETO3y). BHKOPHCTOBYIOTH albTEpPHATHBHI METOAU IEPEMIllICHHS
13



(TenmenopTaltis, MJIABHHUHA PyX) Ta MOXIJIMBICTh HAJIANITYBaHHS MapaMmeTpiB (IIMpHHA
HoJisi 30py, IIBHIKICTH pPyXy). IHTepdeiich MaoTh OyTH €pProHOMIYHUMH, 1100
3MEHIIUTH (H13UYHE HaBaHTAXKEHHSI MPU TPUBAIH TPI.

° B3aemomis: rpaBerns MaHinmymroe 00’ekTamMu (BI3MYHO. Xarmae, KHJIae,
BIIKpUBae. [l 1pboro moTpiOHO peamnizyBaTH peadicTHUHY (GI3UKY B3a€MOJIL 1
NpUPOHI KecTh (HampuKIajd, 3aXOIUICHHS 00’€KTa 3a peanbHy pyky). Cucrema
BIJITYKY Yepe3 KOHTPOJIEPH AOMOBHIOE 3aHYPEHHS.

Taxum ynHOM, 17151 yernimaoro VR-RPG nmpoekty noTpiOHO moeqHATH KIIaCHYH1
mexaHiku RPG 3 Bumoramu VR: rmmboka cucrteMa po3BUTKY MEPCOHAXKA Ta CIOXKET,

HAaCUYEHHI IrpOBUH CBIT, a TaKOX 3po3ymina Ta kompopTHa VR-B3aemois.

1.1.4. KnouoBi komnonentu VR-RPG rpu
JUist yeminHoi peanizanii poiaboBOi IpU y BIPTyajbHIA peaibHOCTI HEOOX1THO

IPUAUTATHA OCOOIMBY yBary TakuM KJIFOYOBUM KOMIIOHEHTAM:

1. B3aemoist 3 BIpTyalbHUM CBITOM:

o [HTYiTUBHE 3aXOIJICHHS Ta MaHIMyJIALIs 00’ €KTaMu

° [TpupoaHi criocodu B3aeMOJii 3 eleMeHTaMH CBITY (IBepi, MexaHi3MHu,
TOIIIO)

. TakTunbHUN 3BOPOTHUIN 3B’ SI30K TTPH B3aEMOJIT

o MoxIMBiCcTh B3a€MOJIIT 3 00’ €KTaMH Pi3HUMHE crioco0amu (IITOBXaHHS,

KHAJaHHS, 00epTaHHS)

2. Cucrtema po3BUTKY MEPCOHANKA'

° Ananraris Tpaguiiianx RPG-mexanik 1o VR-cepenosuiia

o [HTYiTHBHI Ta IMMEPCHBHI CIIOCOOU TMPEJICTABICHHS XapaKTEPUCTUK
epCOHaXa

o CucrteMa HaBHYOK, Opi€eHTOBaHa Ha (13UYHI 1 KOpHUCTyBaya

o BizyanbsHe BioOpaxeHHsI MPOTpecy Ta pO3BUTKY MEPCOHAKA

3. CroXeT Ta OTOBi/Ib:

° Apnanrariisi HapaTUBHUX npuiioMiB 1 VR-cepenoBuia

14



o Cucrema 111anoriB 3 IPUPOTHUM BUOOPOM PETLTIK

o [HTErpallist CI0)KEeTHUX €JIEMEHTIB y IrpOBUI Mpoliec

4, boiioBa cucrema:

° ®dizugHa B3a€MO/Iis 31 30POEIO Ta CIIOPSIKESHHIM

o Peanictnuni MexaHiku 0010, 1110 BUKOPUCTOBYIOTh pyXH KOPUCTYBaya
o bananc Mix peasii3MOM Ta irpoOBOI0 YMOBHICTIO

o CucrteMu NpULILTIOBaHHS Ta OJIOKYBaHHS aTak yepe3 (Pi3uuH1 pyxu

o PiznomaHiITHI THIH 30pOi 3 YHIKAJILHOIO MEXaHIKOIO BUKOPUCTAHHS

1.2. AHaJjii3 BUMOT 10 NPOTPAMHOI CUCTEMU

1.2.1. ®yHKUioHAJbLHI BUMOTH:

Cucrema moBMHHA peajli3yBaTH KJIIOYOBHUH ITPOBUI MPOIIEC ITPOBOTO CBITY y
VR:

o Pyx rpaBms: mepembadyeHo  JEKUTbKa  PEXKHUMIB  TEPEMIIICHHS:
TenenopTaiis (A8 3MEHIICHHS AMCKOMQOPTY) Ta IUIABHUN pyX (Ui AOCBIIUECHUX
KopuctyBadiB). [loBuHHa OyTH MOXIUBICTH IMEPEMUKATUCS MK pEKHMaMU Ta
HAJIAIITOBYBATH iX.

o B3aemomisi 3 00’ ekTamMu: peanizyeThCsi MPUPOIHA B3AEMO/TIS — 3aXOTIICHHS
NpeAMETIB 3 PeasiCTUYHOI0 (PI3MKOI, MOXJIIMBICT, OOEpTaHHS, KUIaHHS OO0 €KTIB.
[HTEepaKkTHBHI MeXaHi3Mu (BaXKelli, KHOIIKH, JIBEPi) MOBUHHI pearyBaTH Ha JIii TPaBIIs;
30p0osi Ta IHCTPYMEHTH BUKOPHUCTOBYIOTHCS BIATIOBITHO /10 iX (pI3MYHUX BJIACTUBOCTEH.

o [HTepaKTMBHE OTOYECHHS. CEPEAOBHINA MICTATh PYWHIBHI EIEMEHTH
(00’exTH, 110 MOXKYTh OyTH 3HHIICHI), pearyioTh Ha il rpaBus (Hampukiaa, 3MiHa
3BykiB). [lepenbaueHo auHamMiuHE OCBITIEHHs ¥ TiHi, (i3WKy piauH i B3aemomii 3
HABKOJIUIITHIM CBITOM.

o Cucrema pO3BHTKY TMEpCOHaXa. TPHUCYTHS TMPOTPEciss  —OUYKH

XapaKTEePUCTHK JIJIS PO3MOJILTY MPU 3pOCTaHH1 PIBHS, Pi3HI THUIH 30poi Ta iX MeXaHIK
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° KBecToBa cuctemMa: € OCHOBHA CIOYKETHA JIIHIA 3 TIJIKAMH, a TAK0K OO14H1
3aBAaHHS 3 BIacHUMHU Icrtopisimu. CucreMa BIACTEXKYyE TNPOrpec KBECTIB,
BUHATrOPOJDKYE IPaBLs JOCBIIOM, IPEAMETAMHU.

o [HBeHTap Ta eKimipyBaHHS: TrpaBellb Ma€ I1HBEHTap.. € MOXIUBICTb
HOCIHHS CIIOPSDKSHHS Ha TIepcoHaxi (3MiHa 30poi).

o Cuctema npeIMeTiB : pi3Hi Karteropii mpeamMeTtis (30post, OpoHs, BUTpaTHI
Mmatepianu). € o0coOJNMBI YHIKaJbHI MPEIMETH 3 YHIKaJIbHHUMH BJIACTHBOCTSAMHU.
[Tepenbaueno Toprisiro 3 NPC (kymiBiis/mpogax mpeaMeTiB).

o JiamoroBa cuctema:. rpaenib Moxke cruikyBatucs 3 NPC. Iarepdeiic
mianoriB npexacrasiaennid y VR-mpocropi (BipTyanbHi maHeni abo TEKCT y CBITi).
Jlianoru MaroTh T1IIKA 3 BUOOPOM PEIUTIK, BapiaHTHU JIAJIOTIB 3aJeXaTh MOMEPETHIX
pilIEeHb.

° Bzaemonis 3 NPC: NPC marote HabOip aHimalili mig yac Jiajioris,
pearytoTs Ha jii rpaBus y cBiTi; NPC mocTymHi asist TOpriBii Ta iHIIAX B3a€EMOZIiH o3a

J1aJIOTOM.

1.2.2. He¢pyHK1ioHATbHI BUMOTH:

o [IpoyKTUBHICTB: Ipa MOBMHHA MIATPUMYBATH CTAOUTbHY BUCOKY YACTOTY
kazapiB (Minimym 60 FPS Ha minmsoBux npuctposix). [loTpiOHa ontumizaltis 1j1s pi3HUX
VR-miatdopm (IIK VR, aBTOHOMHI 1110JT0MH), MiHIMI3allis 3aTPUMKH TIpoIiecopa JJIst
TUTABHOTO BiATBOPEHHS.

o Biaryk cucremu: 3aTpuMka MIX JI€10 TPaBIls Ta PEAKII€I0 CUCTEMU HE
nosuHHa nepeBunryBatu 20-30 mc. AHimamii MaroTh OyTH IUITaBHUMHU 0€3 PHUBKIB.
®di3uyHUH Py TOBUHEH KOPEKTHO Ta CTAOUTBHO 0OpOOIISITH 3ITKHEHHS Ta B3aEMOJI1.

o Komdopr VR-gmocBigy: cucremMa TOBMHHAa MIHIMI3yBaTH PHU3UK
BUHUKHEHHS VR-XBOpOOU: YHUKATH HEMOTPIOHUX PI3KUX PYXiB KaMEPH, rapaHTyBaTH
CTaOlIBHY 4YacTOTy KaJpiB, MATPUMYBAaTH IUIaBHI repexonu (HampuKia,
TEJICTIOPTAllis, IUIaBHE MPHUCKOpEHHs). Mae OyTH MOXKIIUBICTh HaIAIITYBaHHS

napameTpiB KoMpopTy (IIHpUHA MOJIS 30PY, IBUIKICTh PYXY, TUII IEPECYBAHHS).
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o Epronomika: inTepdeiicu MaroTh OyTH IHTYITUBHUMH Ta TPUPOTHUMHU.
Minimi3yBatu (i3uvHe HABaHTKEHHS MPU TPUBATiK rpi (HApHUKIAd, Mepea0oadynTh
ormopu abo Tmay3W s BiAMOYMHKY). BpaxoByBatu pi3Hi (pi3MuHI MOMXIMBOCTI
KOPHUCTYBadiB (peryIroBaHHsS BUCOTH MTEPCOHAXKA).

o HaniitHicTh: cuctema 00po0bIisie 30epekeHHs/3aBaHTaXCHHS porpecy 0e3
BTpaT JaHuX. BUKOPUCTOBYIOTHCS MEXaHI3MU pPE3€PBYBAHHS TAHUX.

o MiHiMallbHi ~ BUMOTH:  BHM3HAY€HO  MIHIMadbHI  XapaKTEPUCTUKHU
oOnagHaHHS: 10J0M 3 BijicTexeHHsIM 6DOF, koHTponepu 3 MO3ULIMHUM TPEKIHTOM,
gactota oHoBiieHHs > 60 I'm; s TTIK — mpomecop Intel 15 (9-ro mokosinHs) a6o
ananoriuanit AMD, 16 GB RAM, Bineokaprta e Hikue GTX 1660.

s xnacudikamiss BUMOI 3aKJIaJa€ OCHOBY JUIsl MPOEKTYBAHHS apXiTEKTypH
CUCTEMHU Ta ToJajbInoi po3poOku. BpaxoBani TexHosoriudi moxiauBocti VR Ta

cnenudika xxanpy RPG 3abe3nedyars OBHOI[IHHE TOKPUTTS (PYHKI[IOHAIBHOCTI.

1.3. MoaeaoBaHHsI IpeAMeTHOI 00J1acTi

MonentoBanust npeameTtHoi obmacti VR RPG-tpu € xmrodoBum eramom y
OpoLeci po3poOKU MPOrpaMHOro 3a0e3MEYeHHs, L0 JI03BOJIIE CTPYKTypyBaTH Ta
BI3yaJli3yBaTH CKJIAJHI B3a€MO3B’A3KH MDK KOMIIOHEHTaMu cucTeMu. KoMriiekcHuit
miaxin 13 BUKOpUCTaHHSIM pizHUX THOIB UML-miarpam 3a6esneuye BcebiuHe

PO3YMIHHS apXITEKTypH, (QYHKI[IOHATBLHOCTI Ta IMHAMIKH IIPOEKTOBAHOT CUCTEMHU.

1.3.1. ®yHKuioHaJIbHEe MOJEJTIOBAHHS CUCTEMH

1.3.1.1. Jliarpama npeuneaentiB (Use Case)

Jliarpama npeneAacHTIB BigoOpajkae B3aeMOJi0 KopucTyBauya (rpaBipt) i3
CHCTEMOIO Ta BH3HA4Ya€ OCHOBHI (PyHKIioHanbHI MOkauBocTi VR RPG-rpu. Ha puc.
1.1 npencraBneHa jiarpamMa NIPEIEACHTIB, fSKa JIEMOHCTPYE KIIOYOBI (YHKIIII,

JOCTYTHI1 KOPHUCTYBauEeBl
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Puc. 1.1. Jliaepama npeyeoenmise VR RPG-2pu
AKTOpH:
. ['paBentr — cTBOpIOE TIEpcOHaXKa, oOupae 30poro, mpuiiMae Ta
BUKOHYE€ kBecTH uepe3 Ul.
. NPC — Buaae kBecrT.
. IaTepdeiic — mokaszye onmuc KBeCTy, MPOrpec Ta OMIIii B3a€MO/III.
. IrpoBuii py1Iiit — OHOBIIIOE CTATyC KBECTY 3a MOJIISIMH B T'pi.



OCHOBHI npeneIeHTH:

Hananus kBeCTy 1 OTpMaHHS KBECTY.

CtBopeHHs nepcoHaxka, Bubip 30poi, Bukopuctanus intepdeicy.

Bino6paxxenns indopmariii — ommc, yMOBU i HAarOpOJIu.

BukoHaHHS KBeCTy — Jii rpaBLUs B CBITI TpH.

OnoBinieHHs cTany kBecty (pyimiii) Ta ioro BigoOpaxkenns (Ul) —

PO3UINPIOE JIAHIIOT BUKOHAHHSL.

1.3.1.2. liarpama nociigoBHocTi (Sequence Diagram)

Jlnst OUIbIN I€TAIbHOTO aHali3y TMOBEIIHKH CHUCTEMH PO3pOO0JICHO Jiarpamy

MOCTIAOBHOCTI, 110 MOJENMIO€ mpotiec B3aemoii rpasist 3 NPC Ta oTpuMaHHS KBECTY

(puc. 1.2).

NPC IrpoBuiA

I’paE.seu,b

"
—_—

Mokaszatudianor()

A 4

F-----4

PYLUIK IHTEptEC

.

oTpUMaTUIHGOpMaLiolIpoKBeCT()

-l
-

nokazatuiHhopMalipoKeecT()

h 4

NOBEPHYTM AETani KBecTy

MOBILOMWTH NPO NPUAHATTA KBECTY]

.

NpHAHATUKBECT()

RIS |

-

T
'
'
'
'
0
——

OHOBUTUCTaTYCKBECTY()

A

OHOBUTHIHTEpODEHC()

A v L KB
BiOOPa3MTH OHOBINEHMIA CTATYC KBECTY'

Puc. 1.2. Jliaepama nocrniooenocmi npoyecy ompumanHs K8ecmy
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JliarpaMa MOCHIIOBHOCTI JEMOHCTPY€E XPOHOJIOTIYHUM MOPSAOK OOMIHY
MOB1JJOMJICHHSIMH M13K 00’ €KTaMU CUCTEMHU:
1. I'pagsenp inimiroe gianor 3 NPC
NPC Hanae 1OCTyIHI KBECTH
['paBens oOupae xkBect
Cucrema peecTpye KBECT Y CITUCKY aKTUBHUX 3aBJaHb IPaBIls

NPC oHOBIIIOE CBi#f CTaTyC, MO3HAYAIOYH KBECT SIK BUJIAHUN

o oA w N

[aTepdetic kopuctyBava BigoOpaxae iHpopMaIliro Mpo HOBUH KBECT

BaxxnuBuM ejleMeHTOM JiarpamMu € 4acoBa IIKania, 10 JO03BOJISE BiJICTEKUTU
MOCITITOBHICTh B3a€MOJIiN Ta OIMIHUTH €QEeKTHBHICTH mporiecy. [IoTik MoBiOMICHB
BioOpakae sIKk CHHXPOHHI BUKJIMKHU (OYiKyBaHHS BIAMOBI/I), TaK 1 aCHHXPOHHI MOIT
(koM BiIIOBiZIb HE OYIKYETHCS HETAIHO).

Bukopucranns giarpaMu mMociaiJOBHOCTI JI03BOJISE:

. BusiBuTu noteHIiiiHi npooiemMu y B3a€MO/11i KOMIIOHEHTIB

. OnTuMizyBaTH IOPSIOK BUKJIMKIB JIJIS1 TIBUIIIEHHS MTPOTyKTUBHOCTI

. 3abe3reunTd TPaBWIbHY CHHXPOHI3AII0 i y 0araTOKOMIIOHEHTHIM
CHCTEMI

1.3.1.3. Jiarpama aktuBHocti (Activity Diagram)
JliarpaMa akTUBHOCTI OITUCY€ AUHAMIYHI ACTIEKTH IMOBEIIHKU CUCTEMH, 30KpeMa

pobouwmii mporiec nmpoxopkeHHs kBecty B VR RPG-rpi (puc. 1.3).
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Puc. 1.3. [liaepama axmuenocmi npoxoosicenHs keecmy
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JliarpaMa akTUBHOCTI BI3yajli3y€ MOCIIIOBHICTb i, MOYMHAIOYHN 3 OTPUMaHHS

3aBJIaHHS 1 3aKIHIYFOYH HOT0 BUKOHAHHSIM:.

1. [TouaToxk nporecy — orpumanHs kBecty Bijg NPC

2 AHai3 3aBIaHHs — BU3HAYCHHS METH Ta YMOB BUKOHAHHS
3. [TepemimenHs 10 T0KaIlli KBECTY

4 Posrany>keHHs JIOT1KU 3aJIEKHO B1J] TUITY KBECTY:

0 3HaliTu peameT

0 [Tepemortu Bopora

0 JlocmauTu noKaIiro

5. Bukonanus HeoOX1THUX I

6. [Toepuennst 1o NPC s 3aBepiiieHHs KBECTY

7. OTpuMaHHs BUHArOpoOau

Oco0OMHBICTIO JllarpaMu € HasSBHICTh TOUOK IPUHHATTS PIIlIEHb, 10 JO3BOJISIOThH
MOJIENIIOBATH Pi3HI CLEHapii BUKOHAHHS 3aBllaHb. [aKOX B1IOOPa)KEHO MapaieNbHI
IpOLECH, HANPUKIAA, OJHOYACHUN MOHITOPUHT 370POB’S MEPCOHAXka Ta MPOTpecy
KBECTY.

JliarpaMa aKTHBHOCTI HaJa€ LUIICHE MPEACTABICHHS IMPO JIOTIKY KBECTOBOI
CUCTEMHU Ta 3a0e3Ieuy€e OCHOBY /I pO3POOKH aITOPUTMIB 1 IX MOJANBINOI peami3artii

B KO/

1.3.2. CTpyKkTypHE MO/JI€JTIOBAHHS CHCTEMH

1.3.2.1. BuzHaueHnHs a0cTpakuiil npeaMeTHOI 00acTi

Ha ocnogi ananizy npeametnoi o6macti VR RPG-rpu Oynu Bu3Ha4eHi KITIOYOBI

abcrpaxilii, mo GopMyIOTh KOHIIETITyalIbHy OCHOBY cucTemHu (puc. 1.4).
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AbcTpakuin: MepcoHax

AbcTpakuia: NPC

BnacTMBOCTI: iMA, piBeHb, 300P0E'R,
EMCHE¥NMAECE, MPEIMETH

BnacTtuBOCTi: iM'A, TMN (TOproBeLs,
KEECTOOaEelUsL, BOPOr), dianorm.

OD0B 'A3KK: OTPUMYEATH JOCEIA,
EMEDDUCTOBYBATH NPEegMETH, BE3EMOIATH 3
NPC, BUEOHYBETKH KBECTW, STaKYBaATA T
3AXMLLETHCA.

ODOB'A3KM: HAO3EATH KEECTH, NPOOSEATH
NpeqMeTH, pearyeati Ha fil rpasuUs, HaaasaTu
HAaropoay KBecT.

AbcTpakuin: Keect

AbcTpakuin: 30poR

BnacTveOCTI: Ha3ea, ONUC, HAaropoga, cTaH
(BKTHEHWIA, 38EEDLIEHWA).

BrnacTHBOCTI: TUM (Mey, NyE, JEODYYHHUA Mey,
LLWT), CHNa araku.

ODOB AZKK. 3MIHKDEATH CTATYC NPW BMEOHAHHI
33BaHb.

ODOB'AZKK: 3380888TH LUKOOY EOPOram

ABcTpakyin: IHTepdeic rpu

AbcTtpakuin: Noxawil

BnacTMBOCTI: KapTa, CTaTyC NepcoHasa.

BrnacTHBOCTI: Hasea, posmip, HareHicTe NPC
Ta BOPOTIE.

O0oB"A3KM: BinodpaxaTt IHDopMaLUiD
paBLHD.

OD0B 'A3KM. EM3HAYETH MEXI NepemilLeHHA
nepcoHa®a.

Puc. 1.4. Jliaecpama abcmpaxyiii npeomemuoi ooracmi

Bunineni ocHOBHI aOCTpaKIii:

1. [lepconaxx — 1EHTpaibHA

CYyTHICTh, KEpOBaHa TPaBIIEM,

XapaKTEpU3y€EThCS MOKa3HUKAMHU 3/I0POB's, PIBHS Ta HAABHICTIO IHBEHTaps
2. NPC — HeirpoBi nepcoHaxi, siki B3aEMOJIIFOTh 3 TPaBIIEM, HAJal0Y1 KBECTH

Ta 1HpOpMaIIio

3.  KBectu — cTpykTypoBaHI 3aBJAaHHA 3 YMOBaMH BHKOHaHHS Ta
BUHAropoJ0I0
4, 30post — mpeaMeTH Jist 0010, 10 MAKOTh Pi3HI XapaKTEPUCTHKH (Med, JIyK,

II0COX, TOIIO)
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5. [nTepdeiic — cucrema Bi1OOpakeHHs IrPOBOi 1H(OpMaIIii Ta B3aEMOII 3

TpaBIEM
6. Jlokamii — mpocTopoBi 007acTi IrPOBOrO CBITY 3 YHIKaJbHUMHU
XapaKTEePUCTHKAMU

Busnaueni abcrpakiiii BigoOpakaroTh Kit0ouoBi KoHentu romeny VR RPG-irop

Ta CIYTYIOTh OCHOBOIO JIJIsl TOOYI0BH JIETalIbHOI 00'€KTHOT MOJIEJ1 CUCTEMH.

1.3.2.2. liarpama kJiacisB

Jiarpama kiaciB jeTanizye abCTpakiiii mpeaMeTHoi 00JacTi Ta MPECTaBIISIE iX

B3a€MO3B'SI3KH Y BUTJISI CTPYKTypoBaHoi mozeni (puc. 1.5).

Puc. 1.5. Jliaepama xnacie VR RPG-epu
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OCHOBHI KJIaCH CHCTEMH Ta 1X B3a€MO3B'SI3KH.

1.  TI'pasemns (Player):

0 ATpuOyTH: IM'sl, pIBE€HB, 3/I0POB'sl, MaHa, IHBEHTApP

0 Meroau: ataka(), 3axuct(), nepemimmeHHsi(), B3aemois(),

orpumatuKsect(), 3aBeprntuKBect()

0 3B's3ku: koMmno3uilis 3 [HBeHTaps, arperanis 3 30pos, acomiaris 3 Ksect
2. NPC:

0 ATpulyTH: iIM's1, poJib, focTynHIKBEeCTH

0 Metomu: BugatuKsect(), posmosisatu(), mepenarullpenmert()

0 3B's3kH: acorrialis 3 Quest

3. Kgecr (Quest):

) ATpulOyTH. Ha3Ba, OMMKC, CTATyC, HATOPOa
0 Metoau: onoButuCraryc()
0 3B's3ku: acorairis 3 Player i NPC

4, [aBenTap (Inventory):

0 ATpUOYTH. CIIUCOK IIPEIMETIB

0 Meroau: nonatulIpeameT(), BunanutulIpenmer(),
Bukopuctarul Ipenmet()

0 3B's13kM: KoMIo3uilis 3 Player

5.  306pos (Weapon):

0 ATpuOyTH. Ha3Ba, K01, TUII
0 Metoau: arakyBaTw()
0 3B's13ku: arperaiiis 3 Player, y3aranbHeHHS pi3HHX THIIIB 30poi

1.3.2.3. liarpama nakertiB

Jlst 3a0e3nedeHHs MOAYJIBHOCTI Ta OpraHi3allii Koay po3poOJieHO miarpaMmy

HaKeTIB, 10 BioOpakae JOridyHe rpynyBaHHs KiaciB cuctemu (puc. 1.6).

25



BLASPaKSE CTaN MPABLR @

Interface l
| I
HUR Inwentory

[

| REEAE NESAMETAMH
i

GameCore
OTEHMYT
SRECT Player R Kl
B!-atl-l-ﬂ..:lt::
I BASE KBACT "’
Lo T S NPEC

Haxogarsca
i CHiiT

R T Ty S0P

" aTay'C DORARED

Puc. 1.6. iarpama nakeriB VR RPG-rpu

OCHOBHI TAKETH CUCTEMHU.

1.

(0]

Warld

Locadon

CombatSystem

1 OTRNE

Weapon |

Enamy

GameCore — nieHTpaabHUN MaKeT, 110 MICTUTh:

Player — kimac rpaBis

NPC — kiracu HeirpoBUX MEPCOHAXKIB

Quest — cuctema KBecCTiB

CombatSystem — 6oiioBa cuctema:

Weapon — kiacu 30poi

Enemy — Boporu Ta ix snorika

Gamelnterface — kopucrtyBalbkuii iHTepdeiic:

HUD — BinoOpakeHHs cTaTycy IpaBLs

Inventory — cuctema ynpaBiliHHS iHBEHTapeM

World — irpoBe cepenoBuiiie:

Location — sokariii Ta o0iacTi cBiTy
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B3aemMo03a1eXHOCTI MK MaKeTaMd peaji3oBaHl 3a MPUHIMIIOM MIHIMaJIbHOI
3B'SI3aHOCTI, 10 3a0e3meuye He3aJIeKHy po3poO0Ky Ta TeCTYBaHHS OKPEMHX MOIYJIiB
cuctemH. [liarpama makeTiB cripusie Kpalilii opraHizailii Ipo€eKTy Ta MOJIETIIY€e MPOIIeC

pO3pO0OKH Yepe3 YiTKE PO3MEKYBaHHS BIAMOBIAATBHOCTI.

1.3.3 BuCHOBKH 111010 MOZIETTIOBaHHS IPEIMETHOI 00J1acTi

[IpoBenene MmoaemtoBanus npeametHoi odaacti VR RPG-rpu 3 BUkopucTanHIM
pizaux TtuniB UML-giarpam 3a0e3neuye KOMILJIEKCHE PO3YMIHHS CTPYKTYpH Ta
MOBEIIHKK cucteMu. Po3po0bieHi Mmoaen 103BOJISIOTh.

1. BusHaunuty (QyHKUIOHANBHI BHMOTM 4Yepe3 [larpaMH MpPeLe/IeHTIB,
MOCITIIOBHOCTI Ta aKTUBHOCTI, IO OMHUCYIOTh B3a€MO/Ii}0 KOPUCTYBava 3 CHCTEMOIO Ta
MOTIK ONeparii.

2. CtpykTypyBaTu apXiTeKTypy CHUCTEMH 3a JIOMOMOTOIO JliarpaM KJaciB i
MaKEeTIB, 110 3a0€3MeUyI0Th MOIYJIbHICTh Ta CIa0Ky 3B'SI3aHICTh KOMIIOHEHTIB.

3. CnpoektyBatu (i3uyHy peaiizailifo uyepe3 JiarpaMd KOMIIOHEHTIB 1
pPO3rOpTaHHs, SIKI BU3HAYAIOTh OPraHi3aIlilo MporpaMHOro Koy Ta WOro po3mojii Ha
anapaTHHX By3Jax.

Po3po6rneni moaeni ¢GpopmMyrOTh MIIHY OCHOBY JJisi MOJAJIBIIOI IMIUIEMEHTALl1
CUCTEMH, 3a0€3MeUyrodr YIiTKE PO3yMIiHHSA i CTPYKTypH, (GYHKIIOHAIHHOCTI Ta
B3a€MO3B'A3KIB MK enemeHTamu. Buxopucranns UML-giarpam Ttakox cropusie
MOKPAIICHHIO KOMYHIKAI[li M’ PO3pOOHUKAMHU Ta 1HIIIUMH 3aI[IKaBIECHUMU CTOPOHAMH
IIPOEKTY.

Hactynnum etanom po3poOku Oyjae KOHKpEeTH3alis apXITEeKTYpHUX pilIeHb Ta
IMITJIEMEHTAIlI OMUCAaHUX (DYHKINH 1 CTPYKTYp Y MPOTpaMHOMY KOJI, 3 ypaxyBaHHSIM

cnenudiku VR-TexHomoriii ta ocoonuBocteit RPG-xanpy.
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1.4. Orasip iHpopManIiHUX JKepesi Ta iCHYIOYHX pillleHb

Y upomy miapo3auti mpoBenaeHO aHani3 icHyrounx VR-irop y skanpi RPG,
PO3IIISTHYTO OCHOBHI TEXHOJIOTIT Ta IHCTPYMEHTH JJis po3poOku VR-101aTKIB, a TAKOK

IPOaHaJi30BAHO NIEPEBArk Ta HEJOJIIKU ICHYFOUHX PILIEHb.

Amnaniz icaytouux VR-irop y xxanpi RPG
Ha cyuacHomy punky VR-irop mpencTaBieHO KiUTbKa MOMITHHX IMPOEKTIB Y
x)aHpi RPG, ski 1eMOHCTPYIOTh Pi3HI MIAXOAM J0 aJanTailii TpaJulliiHuX POJLOBUX

MEXaHiK JJig BIpTyalabHOI peasibHOCTI. PO3riissHEMO HalO1IbI 3HAYYIII 3 HUX:

1.  The Elder Scrolls V: Skyrim VR (Bethesda Game Studios, 2017) Skyrim
VR e amanrariero nomymsipHoi RPG mnst BipTyansHOT peanbHOCTI. ['pa 30epirae Bci
OCHOBHI €JIEMEHTH OpHUTIHANY, BKJIIOYAIOYM BIJKPUTUH CBIT, CUCTEMY PO3BHUTKY

NEPCOHAXa Ta KBECTOBY CTPYKTYPY.

llepesacu:

. BenuvesHuii BIAKPATHI CBIT 3 COTHSIMH T'OJIUH ITPOBOTO KOHTEHTY

. [ToBHOIIHHA CHUCTEMa PO3BUTKY XapaKTEPUCTHK Ta HABHUOK

. Pi3HOMaHITHICTh iIrPOBUX aKTUBHOCTEH (001, KpadT, TOCITIIHKECHHS)
Heoonixu:

. Oomexena VR-B3aemois (0arato MmexaHik mepeHeceHo 0e3 ajanTaiiii)
. 3acrapini Bi3yalibHi ehexTu

. Henocrarus ontumizanis muist VR-muiardopm

2. Asgard's Wrath (Sanzaru Games, 2019) Asgard's Wrath € oxuiero 3
HartamOiTHIIIX VR-RPG, po3pobieHux cremanbHo 1 BipTyanbHOI peanbHOoCTi. ['pa
MIPOIIOHYE MOBHOIIHHY KaMITaHii0 3 €JIEMEHTaMU €KIIIEHY Ta TOJIOBOJIOMOK.

Ilepesacu:

. Po3pobneno crientiansho a1 VR 3 BiAMOBITHUMU MEXaHIKaMH

28



. BucokosikicHa rpadika Ta Bi3yalibHi eeKTH

. [HHOBamIHA cucTeMa 0010 3 (PI3UIHUMHU B3a€EMO/TISIMHU

Heooniku:

. JliniiiHa CTpYyKTYypa piBHIB (BiJICYTHIil TOBHOIIIHHUHN BIJIKPUTHH CBIT)
. ObMmerxeHa cucTeMa PO3BUTKY NIEPCOHAXA

. JoctymHa nuire Ha miatdopmi Oculus

3. Until You Fall (Schell Games, 2020) Until You Fall npencrasisie co6oro

poranaiik-RPG 3 mporeaypHo-TeHEpOBaHUMH PIBHSAMHU Ta aKIIEHTOM Ha OOHOBY

CUCTEMY.
llepesacu:
. [HHOBaIIIHA O0li0Ba cucTeMa 3 (PI3MUHUMU PyXaMU
. Bucoka peirpa®enpHICTh 3aBASKA TPOLEIYPHIN reHeparii
. Bigminnaa onrrumizaris juis pizanx VR-mmatdopm
Heoonixu:
. OOMexeHHI HapaTUB Ta PO3BUTOK CIOKETY
. CrpoiieHa cuctema mporpecii nepcoHaxa
. Bincytricts comianbuux B3aemonuini 3 NPC

4, Blade & Sorcery (WarpFrog, 2018) Blade & Sorcery e cumyssitopom 6010

3 enemeHTamMu RPG, o pokycyerbcs Ha peanicTuuHii Gi3ulll B3aeMOIii 31 30po€to Ta

Mariero.
Ilepesacu:
. [Tepenosa cucrema (hi3U4UHOI B3a€MOIII 31 30pOEO
. I'muboxi MexaHiku 0010 3 ypaxyBaHHAM (i13UKH
. AKTHBHA CHIUIBHOTA MOJZIEPIB, 1110 PO3LIMPIOIOTH TPy
Heooniku:
. BiacyTHICTh TOBHOIIIHHOT CIO’KETHOT KaMmaHii
. OOmexeHa cucTeMa Mporpecii nepcoHaxa
. doxkyc Ha 60sx 3amicTh KommiekcHOTo RPG-nocBiny

[TopiBrsutbHUM aHami3 icaytounx VR-RPG mnpencraBneno B tabmuii 1.1, me

OIIHEHO KJIFOYOB1 aCMEKTH KOXKHOI rpu 3a 10-0a1bHOI0 MIKAJIO0.
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[TopiBusimpHUH anani3 icaytounx VR-RPG pimens

Tabmuma 1.1.

I'pa VR- I'padika | boitoBa | IIporpecis Croxer | Binkputuit
B3a€MOJIs CHUCTeMa | IepCOHaXKa CBIT

Skyrim 5 6 5 9 8 10

VR

Asgard's |9 9 8 7 8 6

Wrath

Until You |8 7 9 6 4 3

Fall

Blade & |10 7 10 5 2 5

Sorcery

AHaJi3 iCHyI0UrX pillIeHb IEMOHCTPYE, 110 Hapa3i Ha puHKY BiAcyTHI VR-RPG,

K1 0 OJJHOYACHO MPOMOHYBAIU MNHOOKY CUCTEMY PO3BUTKY NMEPCOHAXa, BIAKPUTHMA

CBIT JIJIs1 TOCJIIJIPKEHHS Ta MOBHOI[IHHO BUKOPUCTOBYBAJIH MOKIUMBOCTI VR-B3aeMoii.

Ile miarBepmKye akTyalnbHICTh po3poOku HOBOi VR-RPG, 1110 moeHae 111 eneMeHTH.

[TopiBHsUTEHUY aHaNI3 pyLIiiB A1 po3pooku VR-irop

BuOip irpoBoro pyiisi € KpUTUYHO BaKIMBUM €TaroM npu po3poodii VR-rpu.

Jlns anamizy Oyso oOpaHo nBa HaimomysgpHimux pyiris: Unity Ta Unreal Engine, siki

HIMPOKO BUKOPUCTOBYIOTHCS JIJ1s1 CTBOpeHHs VR-nonaTkis.
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Taomuns 1.2.

[TopiBHSHHS IrpOBUX PyMIiiB 17151 po3poOku VR-irop

Kpurepiii Unity Unreal Engine
MoBa nporpamyBaHHs C# C++, Blueprint
Iarerpamist 3 .NET HaruBna Ob6mexeHna
[TinTpumka VR- | Binminaa Bigminaa
maTpopm
[Tpoxgykrusnicts VR Hobpa Binminna
BizyanbHa SKICTh HobGpa Biaminna
KpuBa HaBuanus [Tomipna Bucoxka
Inctpymentu miis VR Buuepnni Buuepnni
Po3mip ciimbHOTH Jyxe Benuka Benunka
JlokyMeHTaIis Buuepnna Jlobpa
Jlinen3zyBaHHs beskomToBHO 10 meBHOro mnopory | Posnti BIJ
TOXO0Ty TOXO0Ly

Ha ocHoBi mpoBeneHoro anami3y miast po3pooku Hamoi VR-RPG 6yrio o6pano

pymriii Unity 3 HacTyITHUX MIPUYXH:

. Harusna ninrpumka C# ta ekocuctemu .NET

. bararuii HaO1p iHCTpyMeEHTIB A po3podku VR

. binem moctynHa KpuBa HaBYaHHS

. BiaminHa noKyMeHTallis Ta BeJIMKa CIUIBHOTA PO3POOHUKIB
. [Mayukinma Moiens JTIeH3yBaHHS IJIs1 HEBEITUKHUX MTPOEKTIB

Ornsg VR SDK Ta ¢periMBOpKiB

st 3abe3nedeHHs B3aemomnii 3 pisHUMU VR-IpUCTposIMH  iCHY€ KiJIbKa

criemianizoBannx SDK Ta dpeiimBopkiB. B Tabmuii 1.3 npeacraBiaeHo MOPiBHIIbHUI

ananiz ocHoBHUX VR SDK, noctymuux s interpanii 3 Unity Ta .NET.
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[MopiBusnpHui ananiz VR SDK Ta dpeitmBopkiB

Taomuns 1.3.

SDK/®peiimBop | ITinrpumysan | Interpan | Inrerpar; | [IpocroTa AKTHBHIC
K i margopmu | is 3 Unity | is 3 .NET | Bukopucran | b

HS PO3pOOKH
OpenXR VYHiBepcansH | Bigminna | lobpa Cepenns Bucoxka

1507

SteamVVR/Open | SteamVR- Binmminna | JloOpa Cepenns Bucoxka
VR CyMICHI
Oculus Oculus/Meta | Bigminna | Jloopa Bucoka Bucoka
Integration
Mixed Reality | Windows Bigminna | Bigminna | Cepents Bucoxka
Toolkit MR, pi3Hi

Ha ocHoBi ananizy st po3po6ku Hamoi VR-RPG Gyiio 06pano TexHomorio:

OpenXR sk GazoBuit APl ans 3abe3meueHHs cyMmicHOCTI 3 pi3HuMH VR-

IIPUCTPOSMU

Taka komOiHalisi 3a0e3MeunTh MaKCHUMallbHy CyMICHICTh 3 pizHuMHu VR-

iatrpopMaMu Ipu 30€peKeHHI BUCOKOT MPOTYKTHBHOCTI Ta 3pYYHOCTI pO3POOKH.

AHaJti3 TeXHOJIOT1H B3aEMOIT Y BIpTyalibHIM peaabHOCTI

OpHiero 3 KIOYOBUX MpodsieM pu po3pod1i VR-1rop € cTBOpeHHS 1HTYITUBHUX

Ta KOM(MOPTHUX MEXAHIK B3a€MO/I11 KOPUCTYBay4a 3 BIpTyaabHUM cBiTOM. B Tabmui 1.4

IIPOAHaTI30BaHO OCHOBHI TEXHOJIOT1] Ta MIX0/IX JI0 peai3allii Takoi B3aeMOIIi.
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Taomurg 1.4.

Amnami3 texnosorid VR-B3aemonaii

TexHomoris [IepeBaru Henoniku 3acTOoCyBaHHA B
RPG

3axonjIeHHs [HTYiTUBHICTB, Bumarae TouHoro | IuBentap,

o0'extiB (Grab) peaiCTUYHICTh BIJICTE)KCHHS npeaMeTH, 30post

Tenenoprariis Komdopr, Meniu [lepemimienuss Ha
3an00iraHHs IMMEpPCHBHA, HDK | BEJIMKI BiJICTaH1
KIHETO3Yy BUIBHUH PyX

BinbHuii pyx | MakcumanbHa Pusuk VR- | JocmixeHHs

(Locomotion) IMMEPCHBHICTb XBOpOOH CBITY

Bka3ziBka Bzaemonis Ha | MeHI Hianoru, Ul, Bubip

npomeHem  (Ray | Bixcrani peaicTuyHa inen

casting)

®di3nyna Bucoxkuii piBeHb | TexHiuHo ckiagHa | bolioBa cucrtema,

B3a€EMOJIS IMMEPCHUBHOCTI peanizamis TOJIOBOJIOMKH

Ha ocnogi ananmizy s Haioi VR-RPG Oyiio 06pano koMOiHOBaHUM MTIJIX1T, 1110

BKJIIOYAC:

. Di3nyHe 3aXO0IUIEHHS IS B3aeMOI11 3 00'ekTaMu OJIMKHBO1 30HU

. OCHOBHUI METO/ IEPEMIIICHHS PEKUM BUIBHOTO PYXY

. ®Di3uuHy B3a€MOJI0 JIsI 00HOBOI CUCTEMH 3 PEATICTUYHUM BiTIYTTSIM
30poi

IlepeBaru Ta HE1OMMIKM ICHYFOUHMX PIILIEHb

Amnani3 icayrounx VR-RPG BusiBuB psijf 3aranpHuUX poOsieM Ta 0OMeKeHb, sKi
noTpeOyIOTh BUPILIEHHS [IPU pO3pOOIIi HOBOT'O IPOEKTY:

3aranbHi Heoniku icHyounx VR-RPG:

1. Henocrarag aganramis RPG-mexanik mis VR:

. Bbararo irop npocTo nepeHocsTh TpaauliiiHi IHTepdercu Ta MEXaHIKU B

VR
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. MeHt10 Ta iHBEHTap 4acTO He BUKOPUCTOBYIOTh moTeHIIian 3D-mpoctopy

. bolioBi cucremu HE TOBHICTIO aJanTOBaHl J0 MPUPOJHUX PYXiB
KOpHUCTYyBaua

2. TexHiyH1 OOMEKEHHS:

. Kommpowmic Mixk Bi3yalbHOIO SIKICTIO Ta MPOAYKTUBHICTIO

. OOMmexeHa IHTEepaKTUBHICTh CBITY Uepe3 pEeCypCHI OOMEKEHHS

. Crpomreni ¢Gi3zuaHi MOACII A MATPUMKH cTabimpHOTO FPS

3. [Ipo6iemu 3 kKOMpOPTOM KOPHUCTYBaya:

. Henocrartus yBara o 3ano6iransst VR-xBopo0i

. Browma Big TpuBasioro (Gi3sMYHOr0 HABAHTAKEHHS

. Henponymana epronomika intepdeiicin

4, Oo6mexennst RPG-cucrem:

. CrporieHi cuctemMu nporpecii mopiBHIHO 3 Tpaauiiitnumu RPG

. OO0OMexeH1 MOKIIMBOCTI coliaibHol B3aemoaii 3 NPC

. Memia rmubuHa KBECTIB Ta IFPOBOTO CBITY

BusiBieni Hemomiku JOMOMOINIM CPOPMYJIIOBATH BHUMOTH Ta MIAXOAH JI0
po3pobku Hamoi VR-RPG, cipssMoBaHi Ha MOA0JIaHHS ITMX 0OMEKCHb.

[IponnoHOBaHI BIOCKOHAICHHS:

1. [rHoBamiitH1 VR-iHTEpdeticu:

. Po3po0Oka nmiereTnuHux iHTEpPENCiB, BOyAOBAHUX Y CBIT IPU

. Buxopucranns Gpi3udHUX penpe3eHTalii s MEHIO Ta IHBEHTapIo
. [TpupomaHi sxecTr JUist TOCTYIY J0 IrpoBUX (PYHKIIIH

2. Amanramigs RPG-mexanik wia VR:

. Cucrema po3BUTKY MEPCOHAXKA 3 Bi3yaJbHOIO pernpesenTaiieo y VR
. ®di3znyHa 60K0Ba cCUCTEMA 3 ypaXyBaHHSAM HAaBUYOK NIEPCOHANKA

. [aTYyiTHBHI MeXaHiKu KpadTy Ta B3a€MOIII 3 MpeMETaMuU

3. TexHOJIOT1YH] BIOCKOHAIEHHS:

. Buxopucranns agantusaoro LOD nmist ontumizaiiii mpoayKTHBHOCTI
. Po3po6ka epextuBHOT cucTeMu ¢i3uKku 00'€KTIB

. 3acTocyBaHHS ONTUMI3ALIMHUX TEXHIK U1 cTablIbHOTO FPS
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4, ®okyc Ha KOM(DOPT KOPUCTYyBaya:

. Po3pobka cuctemu HanmamTyBaHb AJ1s PI3HUX PIBHIB KOMPOPTY
. BnpoBamkeHHss MexaHik, 1110 3ano0irarote VR-xBopo06i
. 3MEeHIIEeHHS (P13MYHOT0 HAaBAaHTAXEHHS JJI1 TPUBAJIUX IFPOBUX CECIH

1.5. IlocTanoBKa 3aBAaAHHA

Ha ocHOBiI mpoBeeHOro aHamizy MHpeaMeTHOi 001acTi, BUBUECHHS ICHYIOUYHX
pilliecHb Ta BU3HAYCHHS BHUMOT JI0 TPOTPAMHOI CHCTEMH MOXXHA C(hOpMyITIOBaTH
KOHKPETHI 3aBJIaHHA JaHOi KBaJi(ikaIiiHoi poOoTH.

Merta po3pobku

Po3po6utn noBHoninHy VR-rpy y xanpi RPG 3 BUKOpHCTaHHAM TEXHOJOTIH
NET, mo nmpomoHyBaTuMe TpaBIiM IMEPCUBHUN ITPOBUU JOCBIJl 3 1HTYITHBHUMU
MEXaHIKaMM B3a€MOJii, PO3BUHEHOI0 CHUCTEMOIO Tporpecii mepcoHaxa Ta
3aXOILUTIOI0UYMM HAPATUBOM.

Bumorwu no po3pobmatoBanoi VR-rpu

1. 3arajibHl BUMOTHU:

. MinpoBi mmatpopmu: PC VR (SteamVR-cymichi mpuctpoi) Ta
Oculus/Meta Quest

. [TinTpuMka KoHTpOJEpiB pyxy 3 6DOF BincTexeHHAM
. MinimansHa yactoTa kajapis: 60 FPS

. MiHiMalibHa TPUBAJIICTh MPOXOKEHHS 6-8 roauH

2. CucTteMH1 BUMOTH:

. IrpoBuii pymriii: Unity 2022.1 a6o HoBimi

. Moga nporpamyBanns: C# (.NET)

. VR SDK: OpenXR 3 iarerpariero VRTK

. Minimanesi Bumoru jpo IIK: mpomecop Intel 15 9-ro mokominHs a6o
aganoriuauiit AMD, 16 GB RAM, GPU NVIDIA GTX 1660 a6o anamzoriuna

3. Mexaniku Ta GyHKI10HATBHICTS!

. Cucrema nepecyBaHHs: TeJIENOPTaLlis Ta ONIIOHAIBHUI BUIBHUN PyX
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. bolioBa cucrema: (izuuHa B3aeMozis 31 30po€ro

. [aBenTap: di3udHa B3aEMOIis 3 MpEeAMETaMH, PealiCTUYHE eKiMipyBaHHS
. Cucrema po3BUTKY: XapaKTEPUCTUKN, HABUYKH, TAITAHTH

. Hianorosa cucrema: inTepaktuBHi po3mosH 3 NPC

. KBecToBa crcreMa: OCHOBHI Ta IMOOIYHI 3aBIaHHS

. Cuctema kpadTy: CTBOPEHHS Ta BIOCKOHAJICHHS MPEIMETIB

OOGcsr Ta po3aiiau poooTH

B pamkax kBamigikaniiinoi po6oTu O0yyo CTBOPEHO (PYHKIIOHATBHUI MPOTOTHI
VR-rpu y xanpi RPG na mnardopmi Unity 3 Bukopucranasm texuosorid .NET ta
OpenXR. BaxiauBo BiA3HAYUTH CYTTEBI OOMEXKEHHS, SKI BIUIMHYJIW Ha 0OCST
peaii3oBaHOro (PyHKI1OHATY:

1. YacoBi 0OMeXeHHs: pPO3poOKa 3AliiCHIOBaJIaCh B MeEXax OJHOIO
HaBYAJILHOTO CEMECTPY .

2. PecypcHi oOMeXeHHS: TPOEKT peandi3oByBaBCcs OMHOOCIOHO, 0e3
3aJTy4eHHS] KOMaH]IU CTICIaIiCTIB

3. Texniuna cknagHicTh: VR-po3poOka BuMarae iHTerpauii cnemupiaHux
TEXHOJIOT1i Ta MOCTIMHOTO TECTYBaHHS HA NIUTLOBOMY 00JIaTHAHH1

Bapto miakpecnuTu, 1mo po3poOka MOBHOIIIHHOI KoMepIliiHoi VR-Tpu y xanpi
RPG 3a3Buuaii motpeoye:

. Komanmu 3 10-20+ cmemiamictiB (mporpamictu, ausaiiHepu, 3D-
MOJICIICPH, AaHIMATOPH, TECTYBATHHUKH)

. TepmiHiB po3poOku Big 12 1o 36 micsiriB

. 3HAYHOTO OFOJKETY JJIs1 MOKPUTTS BCIX BUPOOHUYMX BUTPAT

3amiaHoBaHui QYHKIIOHAT (3TiHO PO3ALTY 2)

[IpoexTHe pimeHHs nependavano creopenHs komruiekcHoi VR-RPG cuctemu 3
HACTYIMTHUMHU KOMIIOHEHTaMU:

. Cucrema nporpecii nepcoHaxka: piBHi, XapaKT€pUCTUKH, JEPEBO HABUUOK

. Hianorosa cuctema: posranyxeti gianoru 3 NPC 3 BIuimBoM Ha irpoBHid
CBIT
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CIICMCHTHU

CucreMa KBECTIB. HEJIHIMHA JIOT1KA, 3aJIE)KH] Ta HE3aJIE)KH1 3aBIaHHs
[aBenTap Ta eKoHOMIKA: 301p, 30epiranHs, TOPTIBI IPEIMETAMH

botioBa cuctema: ¢izudHa B3aeMo/1ist 30poi, p13H1 TUIIKM BOPOTiB, TAKTUYHI1

Cucrema 30epexeHHs Iporpecy: 30epexeHHs CTaHy MepcoHaXka Ta CBITY

VR-naBiramiss Ta B3aeMOis: TeJenoprailis, IUIaBHE IepecyBaHH!,

¢bi3udHa B3aEMOIIs

CHUCTCMHU

Al ta animarnii NPC: moBeninkoBa jiorika, peakiiii Ha rpaBlis, aHIMaIliiH1

PeasizoBaHi KOMIIOHEHTH B MeXax JUIIOMHOI poOOTH

®okyc po3poOku OyB 30CEpEKEHUI HA CTBOPEHH] (PYHKIIOHAIBHOTO sIpa Ipu

Ta HalOuTbm kputnuHux VR-mexanik, mo (GopMyrOTh OCHOBY HJisi MOJAIBIIOTO

PO3BUTKY:

1.

00'ekTamu

disuuHo-peanictnuna VR-B3aemomis:

Imnnemenrtaniss XR-migcucteMu sl 3aXOIJICHHST Ta MAaHIMTYJISIi

Peanictnyni aHiMauii pyk 3 AUHAMIYHOO aIaNTALIEI0 10 KOHTPOJIEPIB
®di3udHa B3a€MO/Iisl 00'€KTIB 3 HABKOJIUIITHIM CBITOM

[aTepdeiic Ta iHBEHTap KOPUCTYBaYa:

AnanroBanuit 1 VR inTepdeiic iHBeHTapst 3 MPOCTOPOBOIO B3AEMOIIEI0
Jlorika ympaBJliHHS IpeaMeTaMu (J10/1aBaHHs, CTEKYBaHHs, BUIAJICHHS)

B3aemogis 3 00'ekTamu 1HBeHTaps yepes npupoaHi pyxu B VR

Cucrema OJIM>KHBOTO 00I0:
di3nuHa MexaHiKa BOJIOIHHS X0JI0IHO0 30po€ro (Med, COKUpa)
CucTema BUSBJICHHS 3ITKHEHb Ta HAHECEHHS MOIIKOKCHD

Kommnonent SliceObject mis B3aemoii 30poi 3 pyiHHOBaHUMH 00'€KTaMH

CucremMa QUCTAHIIHOTO 00IO:

Peanictuuna MexaHika CTpiiibOu 3 JIyKa
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o ®dizuyHe MOICTIOBaHHS MOJIBOTY CTPLI

o CucrtemMa NpUIILUTIOBAHHS Ta HATSATYBAHHS TATUBU

5. [HTEpaKTUBHI aKTUBHOCTI

° Mini-irpu ms nemoHcrparitii VR-B3aeMomii

o [HTEepaKTHBHI €IEeMEHTH HaBKOJIMIITHHOTO CEPEAOBHUIIA

6. ba3oBuii BipTyasbHUI CBIT:

o OnTumizoBanuii nanamadt 3 BukopuctanasM Unity Terrain
o [HTerpanis Boau, pOCIMHHOCTI Ta MPUPOJHUX E€JIEMEHTIB

o OnTumizanis 1uist cTadiIbHOT TPoayKTUBHOCTI Y VR

7. OpenXR-iaTerpartis Ta KoH)Iryparis:
o Hanamrysanust XR Interaction Toolkit mis pizaux npuctpois
o Kondgiryparis XR Origin ta cucteM BiJCTEKCHHS

o ImmnemenTariist kompopTHUX VR-MeXaHiK IepecyBaHHS

OOGrpyHTYBaHHS 00CATY peanizarii

PeanizoBani koMmMrnoHeHTH (opmyroTh (dyHKIiOHanbHEe sAnpo  VR-rpu,
JEMOHCTPYIOUH TEXHIYHY CIPOMOKHICTH JI0 CTBOPEHHS IMOBHOI[IHHOTO MPOIYKTY.
OcHoOBHUM aKIeHT 0yJ10 3p00JIEHO Ha:

1. TexuiuHil peanizaimii kiodoBux VR-MexaHik, 1mo € GyHAaMEHTOM IS

oyne-sikoi VR-rpu y xaupi RPG

2. 3abe3reueHH]l ONTUMAaIbHOT TPOAYKTUBHOCTI 1jisi koMmdopTHOoro VR-
JOCBITY

3. CTBOpeHHI apXiTeKTypH, IO JO3BOJISIE MAacIITa0yBaTH TMPOEKT Y
MaiOyTHHOMY
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BucnoBok

[ToTouna peamizaitiss AeMOHCTpye mpodeciituuit miaxin 10 VR-po3poOku Ta
CTBOPIOE MIIHUK (DYHIAMEHT ISl TTOAAIBIIOT0 PO3BUTKY IPOEKTY. Bei peanizoBaHi
KOMIIOHEHTH BIAMOBIJAIOTH apXiTEKTypl Ta KOHIIEMIIii, OMUCaHii y po3aimi 2, a oocsr

peaizarliii € afleKBaTHUM JIJIS.

1. OnHO00CIOHOT PO3POOKH B 0OMEKEHUX YaCOBUX paMKax

2. JlemoHCTpaIii TEXHIYHOT CIIPOMOKHOCTI 10 cTBOpeHHS VR-TIpoekTy

3. [TinTBepKEHHS )KUTTE3ATHOCTI KOHIIEHIIIT Ta 0OpaHUX TEXHOJOTTUHHUX
pilIeHb

PesynbraTti poOOTH MOXKYTh CIYyTyBaTH OCHOBOIO ISl MOAAIIBIIOTO PO3BUTKY
MIPOEKTY B MEXKaX KOMEPIIHOT po3po0ku abo HayKOBHX JociimxeHb y chepi VR-

TEXHOJIOT1i Ta IHTEPAKTUBHHUX PO3BAKAIBHUX CUCTEM.
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PO3JLJ 2. MPOEKTYBAHHA IHOOPMAIIMHOI'O
TA ITPOI'PAMHOI'O3ABE3SIIEYEHHSA

2.1. Jloriuna mojaesb naHux y suriasaai ER-giarpamu

| antary [t
Inwenlonyil} IEmi
PlayeriD (FK}] Be —— — o —
i : =t = Name
el (FK) | Type
WeapoenlD (FK) I Descnplion
Fiay I Weapon
PlayerlD I WeaponD
Cuest [ E—
Namea OuestD Y Mame
Level ues L
Heath NPC_ID [FK) Damage MPC
PlayedD (FK) NPC_ID
Tite . MName
Desecnplon Role
Reward LocatonlD (FK)
f‘,[a:u-g *
EnamylDi (FK) i
| -
= |
| ]
&> Locabon
Enemy LacatenlD
EnamylD % e
MNama o i i ] Dascripton
AstackPower
LocationlD (FK)

Puc. 2.1. Jloziuna moodenv oanux VR RPG-2pu

Jloriuna moaens manux 1 VR RPG-rpu npencrasnena y Burnsaai ER-niarpamu
(Entity-Relationship Diagram), sika BimoOpaskae OCHOBHI CyTHOCTI CHCTEMH Ta 3B’ SI3KU
M1 HUMHU.

OCHOBHI CyTHOCTI:

1. I'paBentb — 1EHTpandbHAa CYTHICTh, IO MICTUTh 1H(GOPMAIIIO TPO
NepCcoHaka KOPUCTyBaya:

o InenTudikarop

° IMm’sa
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° PiBennb

o 310poB’4

2. NPC — HeirpoBi nepcoHaxi, SKi B3a€MOJIOTh 3 TPABIEM:
o InenTudikarop

o Im’st

o Tum (Toproseis, KBeCTOJaBEIlb, BOPOT)

o Jlokanis

3. KBecT — 3aBnanHs A1 rpaBIs:

o [nentudikarop

° Hazsga

o Onnc

. Cratyc (aKTUBHHI, BAKOHAHUH, TIPOBAJICHH)
° Bunaropona

4, [Ipeamet — 00’ €kTH, SIKi MOXKYTh OyTH y TpaBLid B IHBEHTapi:
o InenTudikarop

. Hasga

o Tum (30post, OpoHs, BUTpaTHUI MaTepia)

o Onnc

d. Jlokartist — irpoBi MpOCTOPHU:

o Inentudikarop

° Hazsga

o Onuc

o Tum (MicTo, mia3eMers, Jiic)

s noriyuHa Mopenb JaHUX 3a0e3leyye CTPYKTYpOBaHY OCHOBY JUIS

POEKTYBaHHS IHPOMAIIITHOT CHCTEMU Ta B3a€EMO/I1i KOMITIOHEHTIB Y CUCTEMI.
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2.2. liarpama kJaciB Ta Koonepauii

Puc. 2.2. Jliaepama xnacie ma koonepayiiti VR RPG-2pu

Hiarpama kiaciB € ¢GyHIAMEHTAIBHOIO IS TPOEKTYBAHHS MPOrPAMHOTO
3a0e3neuenHss VR RPG-rpu, ockinbku BigoOpaxae CTpyKTypy CUCTEMHU Yepe3 KJlacHu,
ix aTpuOyTH, METOIA Ta B3a€EMO3B’ SI3KH.

OcCHOBHI KJIacu:

1. I'pasens (Player)

0 ATpuOyTH: iM’s, pIBEHb, 3I0POB’sI, IHBEHTAP

0 Metoau: ataka(), 3axuct(), nepemimiennsi(), B3aemoaia3lIpeameramu(),

B3aeMoaisI3NPC(), orpumanusaKsecty(), 3aBepmenasKBecty()

2. NPC
0 ATpulyTH: iIM’s1, poib, noctynHiKBecTn
0 Metomu: BunauaKsecty(), posmosa(), nepenagal Ipeamery()

3. Ksecr (Quest)
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(o]

(o]

ATpuOyTH: Ha3Ba, OMUC, CTATyC, HArOpoia
Metoau: onoBneHHssCrarycy()

IaBenrap (Inventory)

ATtpubytu: cniucoklIpenmeris

Merou: nomarullpenmer(),

BukopuctatulIpenmer()

S.

(o]

(o]

36pos (Weapon)

ATpuOyTH. Ha3Ba, MKOA, TUTI

MeTtoau: BukopucTatH()

Bopor (Enemy)

ATpuOyTH: 1IM’s1, 37T0pOB’ 51, PIBEHb
Meronau: ataka(), 3axuct()

Jloxkarris (Location)

ATpubyTtu: Ha3Ba, onuc, ciucokNPC
Meroau: nogatuNPC(), BuganutuNPC()

Iarepdeiicl pu (Gamelnterface)

suganutullpenmer(),

ATpubytu: kaprta, cnucokKsecTiB, inTepdericluBentaps

Meroau: BimoOpasutuKapry(), BinoopasuTuCrmcokKBecris(),

BimoOpazurulaeenTap()

B3aeMo03B’13K1 MIXK KJIaCaMU .

1.

[0}
B1J] HHOT'O

2.

[0}
IpaBIIs

3.

(o]

4.

Kommnosutiis (Player — Inventory)

[HBeHTap € HEBi/ €MHOIO YaCTUHOIO IPaBLs 1 HE MOXKE ICHYBaTH OKPEMO

Arperaris (Player o-Weapon)

I'paBenib Moxe Matu 30poro, ane 30posi MOXKE ICHYBaTH HE3aJIEKHO BiJl

Acomiaris (Player — Quest)

I'paBenib B3aEMO/I1€ 3 KBECTAMU, IPUIMAIOYM T4 BUKOHYIOUH iX

Acomiamist (NPC — Quest)

NPC mosxe BuaBaTH KBECTH I'PaBIIEB1
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5. V3araasuenns (Enemy extends NPC)
0 Bopor € cnerudiganm tummom NPC 3 1o1aTKOBUMU BIaCTUBOCTSIMU

JliarpaMa KjaciB HAOYHO JIEMOHCTPYE CTPYKTYPY CHUCTEMH Ta B3a€MOJIIO i

KOMIIOHEHTIB, 1110 € BaYKJIMBUM JUIA ITOJAJIBIIOL IMIUIEMEHTAIII].

2.3 JliarpaMma KOMIIOHEHTIB

JliarpaMa KOMIIOHEHTIB BifjoOOpa)ka€ OpraHizallilo Ta 3aJIeKHOCTI MIXK

IpOrpaMHUMH KOMIIOHEeHTaMu cuctemu (puc. 1.8).

WR RPG GAME

Input —‘
Phiysics
éwmmmnwtcs é RigidBody cs |

" ? PriysicsEngme cs
]

I'Ij CollissonDetection o ‘

rljnmlr.ianapercs s_‘l‘|=nhermnHmd&ercs

C L

¥

Soung i EaE

| R  ——————

_l_'[ Saundilanagpen cs L_[J MusicFinyercs Rendearer cs

; ; -1 lpah | ooder cx
:'[ : PunticE fects cs % Terturehlanager cs

Puc. 2.3. [liaepama xomnonenmie VR RPG-2pu

OcCHOBHI KOMITOHEHTH CUCTEMU:
1. InputComponent — o6poOka BBOIy KOpUCTyBaya:
o VRControllerinput.cs

. InputManager.cs
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KoMmnoHneHTn B3aeMOJiIOTh uepe3 BU3HAUEHI 1HTEpdeicH, 1o 3ade3neuye

cnabKy 3B'S3aHICT, Ta MOXJIMBICTh HE3aJeXKHOI 3aMiHM peanizamiid. Kirouosi

InteractionHandler.cs
PhysicsComponent — ¢i3uyHmiA pymiii:
RigidBody.cs

PhysicsEngine.cs

CollisionDetection.cs

SoundComponent — 3BykoBa mijicucTema:
SoundManager.cs

MusicPlayer.cs

AudioEffects.cs

RenderingComponent — Bizyaurizartis:
Renderer.cs

TextureManager.cs

MeshLoader.cs

B32€EMO3B'I3KH.

InputComponent — PhysicsComponent: nepenada nojiii kopucTyBava

1S Gi3ugHOT 00pOOKHU

RenderingComponent — SoundComponent: cuHxpoHi3aIlisi 3BYKOBUX

edeKTiB 3 Bi3yaIbHUMH MOISIMHU

JliarpaMa KOMIIOHEHTIB JEMOHCTPYE MOJYJBHICTh CHUCTEMU Ta 3abe3reuye

OCHOBY JJI OpraHi3anii BUX1THOTO KOJ1y IPOEKTY.
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2.4 Jliarpama po3ropTaHHs

Jliarpama posropranus (puc. 1.9) BimoOpaxkae (isMuHy apXiTEKTypy CHCTEMH

Ta PO3MOJILI MPOTPAMHUX apTe(aKTiB Ha arlapaTHUX By3JIax.

VR Headset
==gevice=>
VR Client App
DaHi pyxie
rpaewun
VRControllerinput
USE 3.0
MVIFI
Gaming PC
==gevice==
Unity Game
YuTasHA 3anuc
IrpoBMx gaHux
==filg==
Game Date File

Puc. 2.4. Jliacpama pozeopmanus VR RPG-2pu

OCHOBHI By3JI1 CUCTEMH
1. VR Headset (VR-momaom Ta KOHTpOJIED):
o Apredakt: VR Client App, VRControllerinput
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o 3abe3reuye Bi3yallbHE BIITBOPEHHSI irPOBOT'0 CEPEIOBHINA Ta BiAMOBI A€
3a 30ip JaHUX Big KoprcTyBada (I0J0KEHHS PYK, Opi€HTAIlisl, HATHCKAHHS KHOIIOK)

2. Gaming PC (IrpoBwuit komn'toTep):

. Apredakru: Unity Game, Game Data File

o BukoHye ocHOBH1 00UYHCIICHHS, pEHEPUHT, (P13UKY Ta JOTIKY TPU

JiarpaMa Takox B1100pakae (p13M4HI 3B'I3KH MK BY3JIaAMH:

. 3'ennanns VR-monoma 3 irpoBuM kommiorepom uepe3 USB 3.0 a6o
0€371pOTOBUH 3B'SI30K

JliarpamMa po3ropTaHHS JEMOHCTPY€e (GI3UYHY apXIiTeKTypy CHCTEMHU Ta
B32€MO/I1I0 MK PI3HUMH arlapaTHUMHU KOMITIOHEHTaMH, 1110 € BaXXJIUBUM ISl PO3YMIHHS
noBHOI KapTuHH (QyHKII0HYBaHHA VR RPG-Tpu.

KoMmmonenTy, BU3HAUeHI B JiarpamMi KOMIIOHEHTIB, pO3rOpTalOThCS Ha
BIJIMOBIAHUX (PI3UYHUX MPUCTPOSIX, 3a0€3Meuyroud LUIICHICTh Ta e(EeKTUBHICTD

pOOOTH CHCTEMH B IILIIOMY.
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PO31JI 3. PEAJIIBAIIA ®YHKIIOHAJIBHUX
MEXAHIK VR-T'PH Y KAHPI RPG

3.1 CTBopenHsi 6a30Boro Janamadry y cepexoBuimi Unity

®opMyBaHHS OCHOBHOTO irPOBOTO CEPEAOBHIIA € KPUTUYHUM €TarloM PO3pOOKHU
VR-nipoexty. Y nmaniit po6oTi nms moOyaoBu JdaHamadty Oyno oOpaHO KOMIIOHEHT
Terrain cepemoBuina Unity, sikuii HaJga€ MOTYKHI Ta 1HTYITHBHI IHCTPYMEHTH IS
MOJIEJTFOBaHHS BIPTYaJbHOT'O CBITY.

3a gomoMoror Habopy iHcTpyMeHTiB Terrain Tools 6yso ctBopeHo penbed i3
PI3HOMaHITHUMU reorpadiyHIMU eJIeMeHTaMU : TOpaMH, T0JMHAMU Ta BOJOWMAaMHU, 1110
dopMyrOTh OCHOBY irpoBoro cBity (puc. 3.1). IloBepxHs penbedy Oyna BpydHY
00pobiieHa nuisixoM 'papOyBaHHS BIAMOBIAHUMHU TEKCTYpaMH — TPaBOIO, KaMIHHSIM,
MICKOM Ta IHIIMMU NPUPOJHUMHU MaTepiaiamy, 1o 3a0e3nedye peaicCTHYHUNA BUTIISA
naHamadry.

[lin yac crBopeHHs JaHamapTy OyJ0 BUKOPUCTAHO 3HAHHS, OTPUMAaHI 3
naBuanbHoro Bigeo Build a beautiful 3D open world in 5 minutes | Unity [1], mo mano
3MOTY IIBUKO OCBOITH 06a30B1 TEXHIKU I'€HEpallii BIIKPUTOTO CBITY, 30KpeMa poooTy 3
IIyMaMH BHUCOTH, IJIaBHI NEPEXOAN MIXK TUIIAMU MOBEPXHI Ta 0a30BY ONTHUMI3ZALIIO
cuenu. lle m03BoIMI0 €PEKTUBHO CTBOPHUTH Bi3yaJIbHO MPUBAOIUBE i MIPUAATHE IS

VR-nocBiny cepenoBuiie.
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Puc. 3.1. bazosuii ranowagpm VVR-npoexmy

Becy nmanamagt O6yB chopMoBaHHMI BpydyHY 3 BHUKOPHUCTAHHSIM BOYIOBAHUX

MOKJIMBOCTEH pemaryBaHHs Terrain 8 Unity, 3 momanpIiuM AeTalbHAM HaHECCHHSIM

TEKCTYP JUIS IOCATHEHHS PealiCTUYHOTO 30BHIITHLOTO BUTIIALY (puc. 3.2).

= v Terrain

Paint Texture

Paints ted material lay

Settings

Terrain Layers

und_Layer_rt_normal_u: Color_rainnund Terrainock Terrainl NewLayer rerdesature NewLayer MewlLayer 1 NewlLayer

olor_Roc kWi

& Edit Terrain Layers...

Puc. 3.2. Texcmyposanuii nanowaghm

Jlnis 30araueHHs cepeloBUINa Ha CTBOPEHHH pesibed Oyl po3MiIeH] eJ1eMEeHTH

IPUPOAHOTO OTOYCHHS. JIepeBa, Ky, TpaBa Ta iHIN pociauHHI 00'extu. Ile Oyro
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pealti3oBaHO 3 BUKOpUCTaHHIM KomroHeHTiB Terrain (Tree, Detail) Ta immoproBanux

3D-mopeneii (puc. 3.3, 3.4).

#= v Terrain

Paint Trees

e_Tree_03_reneric_Rochric_Shrub_0
L2 Edit Trees... Refresh

Settings
40

Tree Height Random? ¥

¢ Width to Height v

Add Component

Puc. 3.3. Pocrunnicme na nanowagmi: oepesa ma mpasa
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s v Terrain

Paint Details

4

Details

£ Edit Details... Refresh

Brushes New Brush...

Add Component

Puc. 3.4. Jlemanvnuii suensno pocaiunHocmi
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Puc. 3.5. 3acanvnuii uenso nanowaghmy 3 pocaunnicmio
Boani 00'ekTu peamizoBaHo sk Iutocki moBepxHi (Plane) 3 namamrToBaHuM
IS IEPOM BOJIH, 110 CTBOPIOE peaicTHIHUH eeKT BogHOT moBepxHi (puc. 3.6). Takwuii

l'IiJ_IXiJ_I € OIITUMAJIBHHUM 3 TOYKHU 30PY HpOI[YKTI/IBHOCTi CHUCTCMMU.

Puc. 3.6. Boona nosepxus 3 HanraumosarHum wetoepom
Jlnis1 3a6e3nedeHHs BUCOKOi mpoayKTUBHOCTI VR-ciieHu 0yI10 BOPOBAIKEHO P
TEXHIYHUX OITHUMI3ALlI:
. Hanamropano pieni geram3zarii (LOD) mis Beix cknaguux 3D-monenei
. BiaxmrodeHo komaiinepu 1uist BijjraneHux 00'€KTiB
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. BuxopucTano nmpocTi II0CKI NOBEPXHI 3 MEHAepaMH 3aMICTh CKIIATHUX
PIIMHHUX CUMYJISIIH SIS BOJOMM

Taki meToau ontumizarlii KpUTUYHO BaxJuBl ;s VR-cepenoBuia, ockiibKu
BOHH 3a0e3MeuyloTh CTaOiIbHUNA (pedMpedT (4acToTy KaapiB), HEOOXITHHU IS
koMdopTHOTO MepedyBaHHsI KOPUCTYyBaya y BIpTyaJbHINA PEaIbHOCTI Ta 3aroOiraHHs

sBunry VR-xBopoOu, 1110 MOKe€ BUHUKATH MPY HU3BKIN MIBUKOCT1 BiJOOpaXKEHHSI.

3.2 HanamryBannsa VR-npoexkTy Ta inTerpaunisa OpenXR

[Ticns mobyaoBu 6a3oBoro yaHamadTy HACTyMHUM BaXXJIMBHM €TalloM cTajia
KOH(]Irypalist MpoeKTY IS BIPTYallbHOI peanbHOCTI. JIJist 3a0e3neueHHst CyMICHOCTI 3
pizaumu  VR-mpuctposimu  Oyno obpano cranmapt OpenXR, sxuit 3a0esneuye
yHIBEepCaIbHUI 1HTEpPEic B3aEMO/I1T 3 MIMPOKUM crieKTpoM VR-rapHiTyp.

Y XR Plugin Management Unity Oyno aktuBoBaHo tuiarin OpenXR, 1o
rapantye Kpoc-tuiaropmeHy CyMicHICTh 3 pizauMu VR-cuctemamu, BKIIFOUarO4w
Oculus Quest, HTC Vive Tta iumi. Y nHamamryBanHsax OpenXR Oyno oOpaHO
BIJIMOBIHI TTPO(1II KOHTPOJIEPIB Ta MIAKIIOYEHO HEOOXIAHI PO3LIMPEHHS, 30KpemMa

niarpumky Oculus Touch (puc. 3.7).
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ﬂ v XR Controller (Action-based)

Update And Before Render
v
ition Action
el
rence 1df tion (InpL tion Reference)

Rotation Action

tion Reference)

Input

Enable Input Actions

Select Action

XRI LeftHand lonfActivate (Input Action Reference)
Value (Inpu n Referen®

rence | 1 tion/Ul Press ({Inp

Ul Press Action Value

\d Interaction/U| Pres e (Input Action Referen @&

Jns po3mupenHs ¢yHkmioHanbHOCTI VR-B3aemonii Oyno immoproBano XR
Interaction Toolkit — waGip xommonenTiB Unity, mo Hagae CcTaHIapTH30BaHI
iHcTpyMenTu 1yt VR-B3aemoiit. OCHOBHI BUKOPUCTaH1 KOMIIOHEHTH BKITIOYAIOTh!

. XR Origin (Rig) — 6a30Buii KOMIIOHEHT, 1[0 MICTUTh KaMEpy Ta MOJIEII
"pYK-KOHTpOJIepiB" rpaBLs

. XR Controller — xommoneHT ynpagsiinasa VR-koHTposiepaMu

. XR Interactor — cuctema B3aemMoii 3 00'eKTaMu
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. XR Grab Interactable — xommoHeHT, 10 J03BOJIsIE O0'€KTaM OyTH
3axorieHuMu y VR

Y cueni Oyio mamamToBano mnpedad XR Origin (Rig), mo 3abe3mneuye
IpaBUJIbHE MO3ULIOHYBAaHHS KaMEPH BIANOBIAHO 10 PYXIB KOPUCTyBayay (pi3HUHOMY
npoctopi. s 3abesneueHHs komdoptHoro VR-mocBigy ocoOnmBy yBary Oyio

OPUAUIEHO NapaMeTpaM rpadiku Ta NpoayKTUBHOCTI:

. BcranoBneHo 1iTbOBY pO3AUTEHY 30aTHICTE 1 VR-peraepuHry

. HanamroBano ninpoBy wactoty kaapiB (72-90 FPS) mns craGinbHOI
pobotu

. OnTuMi30BaHO PEHJEPUHT CIICHW JUIsl 3MCHIICHHS HaBAaHTAXXEHHS Ha
CUCTEMY

JUis HaBiramii y BIpTyaJIbHOMY CBITI OyJM IMIJIEMEHTOBaHI cTaHiapTHi VR-
MEXaHIKU TIEPEeMIIICHHs, M0 3a0e3MedyloTh 3py4YHE TMepecyBaHHS TpaBIIs
naHAmadToM, BpaxoByI0UM 0OMexXeHHs (P13MYHOT0 IPOCTOPY KOPUCTYBaya.

3acrocyBanHs OpenXR y moemnanni 3 XR Interaction Toolkit 3a6e3neunio
equHui 1HTEpderc mig pizHuX VR-MpUCTpOiB, 0 3HAYHO MPUCKOPUIIO PO3POOKY
CTaHAAPTHUX MEXaHIK B3a€MOJIi 3 00'€eKTaMu Ta cepeAOoBHILEM. BukopucTaHHs 1UX
NEepPEeBIpEHNX KOMIIOHEHTIB TapaHTy€ ONTUMI30BaHY MPOJYKTHUBHICTh Ta CTAOUIbHY
poboty VR-cuenu, mio € HeoOX1JHO YMOBOK KOM(MOPTHOIO 3aHYpPEHHS TpaBLsl y

BIPTYaJIbHHI CBIT.
3.3 MoaesaoBannd Ta animanis pyk y VR

Jlns 3a0e3mnedeHHs pealicTUYHOI B3a€MOJIIi KOPUCTyBaua 3 BIPTyaJbHUM
CepeIOBUILEM PO3POOIJIEHO cUCTEMY MOJIeNItoBaHHs Ta aHiMaii pyk y VR. Ha Biaminy
BiJl aOCTpaKTHUX KOHTPOJIEPIB, BHUKOPUCTAHHS MOJENEH PYyK 3HAYHO IIiJIBUIIYE
BIIUYTTSI IPUCYTHOCTI Ta IHTYITUBHICTh B3a€MO/I1i 3 BIPTYaJIbHUMHU 00'€KTaMHU.

Jlist BimoOpaxkxeHHsT pyK MepcoHaka BUKOpUCTaHO 3D-momeni iBoi Ta mpaBoi

PYKH 3 HaJalITOBAHUMH CKEJIETHUMH aHIMAIlisIMU.
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Jlo mmx Momenel oJaHO KOMITIOHEHT Animator, y skomy peajii3oBaHO JBa
OCHOBHI mapameTpu yrpaniiaas (puc. 3.8):
. Grip — BiAMOBI A€ 3a CTUCKAHHS KyJ1aKa

. Trigger — KOHTPOJIIOE 3THHAHHS BKa31BHOTO MAJIBIIS

I_hand_skeletal_lowres

0:00 (OUD:U'E?}.Fra_r_'slf__E
Puc. 3.8. Hanawmysanus animayii pyx
Awnimariini kiainu (ldle, Grab Ta ixmn) 3amaHo 3a J0MOMOIOI CTaHIAPTHOT

cucremu Unity Animation (puc. 3.9, 3.10).

Puc. 3.9. Animayitini cmanu pyx

56



[ v Animate Hand On Input (Script)

Pinch Animation Action
Lise ce v
B XRI RightHand Interaction/Activate Value (Input Action Referen @
Hand Animator » Right Hand Model (Animator)

Puc. 3.10. Ilapamempu animayii pyx

Jist 3B'3Ky (pI3MUHUX PyXiB KOHTPOJEPIB 3 aHIMAIEI BIPTyaIbHUX PYK
peanizoBaHo creriangizoBani CH#-CKpUNTH, 1O 34YUTYIOTh CUTHAJIM 3 TPUTEPIB Ta

KHOTIOK VR-KOHTpOJIEepiB 1 mepeaaroTh iX y cucteMy aHimarii puc. 3.11.

s AnimateHandOnInput : MonoBehaviour

c InputActionProperty pinchAnimationAction;
¢ InputActionProperty gripAnimationAction;

lic Animator handAnimator;

=()

1t triggerValue = pinchAnimationAction.action.ReadValue<f1l
handAnimator.SetFloat("Trigger", triggerValue);

£ gripValue = gripAnimationAction.action.ReadValue<f
Animator.SetFloat("Grip", gripValue);

Puc. 3.11. Koo 06pobxu 0anux 3 koHmponepie 0.1 npasoi pyxu

VY ckpunti HandAnimatorController (nuB. Jlonatok A) peanizoBaHO MeXaHi3M
3UWTYBaHHA 3HaY€Hb aHAJIOTOBUX TPUTEpIB KOHTPOJIEPIB Ta Mepenayl iX JO CUCTEMHU
aHiManii. Hampuknazn, 3HaueHHS HATHCKAaHHS TpUTEpa TEPEHAETHCS Yepe3 METO[
animator.SetFloat("Grip", value), ne value — cryminp HaTHCKaHHS. TakuM YHHOM,

3ropTaHHs NajblIB Y MOJEI pyKH TOYHO BIANOBIAAE (PI3UYHUM AisIM KOPUCTyBaya.
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Mogeni pyk Takox ocHameHo kommoHeHTamu —XRDirectInteractor i
XRGrablInteractable, sxi 3a0be3meuyroTh aBTOMATHYHY aHIMAIIO 3aXOINICHHS TpH
B3aeMoO/Ili 3 mpeaMeramu. Lle mo3Boisie MonmensiM pyK NPUPOAHO aAANTyBAaTHCh O
dbopmu 3aXOIUTIOBaHUX 00 €KTIB.

Po3pobnena cucrema 3abesneuye MIaBHy Ta y3rojpKeHy aHiMmalliio pyk y VR
BIJIMOBITHO JI0 PYyXiB KOPUCTYBaya, 110 CYTTEBO MIABUIILYE BIAYYTTS MPUCYTHOCTI Y
BIpTyaJdbHOMY CBiTi. Bi3yamizamis peamicTUYHMX pPYK 3aMiCTh aOCTpakTHUX
KOHTPOJIEPIB 3HAYHO IMOJIETIIYE KOPUCTYBAdy OPIEHTAIlII0 Y MPOCTOPi Ta 3abe3neuye

IHTYITUBHE MaHIIyJIFOBaHHS BIPTYaJlbHUMH 00 €KTaMH.

3.4 Po3poOka MexaHIK1 XO0JI0IHO1 30poi

BaxnuBuMm enemeHTOM IirpoBOi MexaHikM po3pobsienoi VR-rpu € cucrema
X0JIOZHOT 30poi, sika peallizye pealicTUUHy (13UYHY B3a€EMO/IIIO TPaBIls 3 00 €KTaMU
cepenoBuIa 4epe3 30poro. Po3pobieHO KigbKa THIIB XOJOJHOI 30poi 3 pi3HHUMH

XApaKTCPUCTUKAMHU Ta crocodbaMu BHKOPHUCTAaHH.

3.4.1 ®i3u4H1 BIACTUBOCTI 30poi

KoxxeH ek3emruisip xoJomHOI 30poi (Med, COKHMpa TOIIO) CHPOCKTOBAHO 3
ypaxyBaHHSIM peajicTUYHUX  (Pi3uyHux BiactuBocted. CTpykTypHO 30posi
CKJIAJIA€THCS 3 IBOX OCHOBHHX YaCTHUH:

1. PykiB'st (pyKosiTKa) — YaCTHHA IS yTPUMaHHS

2. Jleso — pixydalynapHa yacTuHa

PykiB'ss ocuameno kommonearom XRGrablnteractable, o go3Boise rpasiesi
3axormnoBatu 30poto y VR. Ha nte30 i pykis's nogano okpemi konaiaepu (BoxCollider

a6o MeshCollider) nns xopexTHOi peectparii 3iTkHeHb (puc. 3.12).
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Puc. 3.12. Mooenv oonopyunozo meua 3 koaratioepamu

VY ¢13uyHUX HanamTyBaHHIX 30poi 0cOo0JIMBa yBara mpUilJIeHa LIEHTPY Macu
(RigidBody.centerOfMass), 110 3abe3mneuye mpupoIHy MOBEIIHKY 30pOi pH po3mMaxy
(puc. 3.13).
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B v Center Of Graviry (Script)

None

Discrete

Lay 2rrides

ﬂ v XR Grab Interactable

» Edit..
> Added Check in Undo

Puc. 3.13. Hanawmysanns ¢hizuunux eracmusocmeu meua (2Co8mMum no3HaueHo

YEeHMP MSAIHCIHHA)

3.4.2 Pi3HOBHIHU peasti3oBaHOI X0JI0AHO1 30poi

CrpykTypa 0JJTHOpYUYHOI 30poi

OnHopyuHa 30posi (Medi, HEBEIHKI COKHpPH) Ma€ OJHY TOYKY 3axXBary, IO
JI03BOJISIE YTPUMYBaTH 11 ojHi€t0 pykoro (puc. 3.14, 3.15).

& Handler

|

(1) GrabPoint
() Blade

Puc. 3.14. Cmpykmypa pykosimku 00HOPYYHO20 Meua
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Puc. 3.15. Touxa 3axeamy (GrabPoint) oonopyunozo meua 3 BoxCollider
BaxnuBuMm eneMeHTOM KOHCTPYKIi € Touka 3axBary (GrabPoint), sika mae

Biacuuii BoxCollider, mo Bu3Hauae 30Hy B3aemoii 3 pykoro rpasus (puc. 3.16, 3.17).

Puc. 3.16. Konatioep mouxu 3axeamy
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None (XR Inter

Default

Collider Position

Instantaneous
v

v

O

Point (Transform)

MNone (Transform)
0.5

Default (Recommended)

Starting Multiple Grab Transformers

Starting Single Grab Transformers

Puc. 3.17. Hanawmysanus mouku 3axeamy
Cucrema peectpaiiii yiapis
Jlns peecTpalili yaapiB Ta peaiizailii MexaHiKu po3pi3aHHs 00'€KTiB Jie30 30poi

OCHAIICHO CITeIiaTbHIM KOJIalepoM Ta ToUuKaMH BifcTexxeHHs (puc. 3.18, 3.19).

Puc. 3.18. Cmpyxkmypa neza meua

62



Puc. 3.19. Touxku giocmedxcenHs novyamky ma KiHYsa J1e3a 01 GU3HAYEHHS.
geKkmopa yoapy

JIBopyuHa 30post

Jlis mBopydHOI 30poi (ABYpy4HiI Medi, BEJIIMKI COKHpPH) CTBOPEHO JIBI TOYKH
3axBaTy Ha PyKiB', 10 JO3BOJAIOTH YTPUMYyBATH IpeameT asoma pykamu (puc. 3.20,
3.21).

53 Sword_DH
&) Handler

Puc. 3.21. Jleopyunuii meu 3 cucmemoro Koaauoepis
PykosiTka nBopy4HOi 30poi MICTHTB JBI TOUKH 3aXBarTy, IO PO3TallOBaHI Ha

ONTUMAJIBHIHN BijficTaHi 1151 IBOpYUYHOTro yrpuManus (puc. 3.22, 3.23).

) Handler
0] Grabpointl

7} Grabpoint2

Puc. 3.22. Touxu 3axeamy 06opyuroco meua
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Puc. 3.23. PosmawysanHs mo4ok 3axeamy Ha 080PY4UHOMY Meyi
OnHOpYYHUI TOMIP
Tomip Mae OBy pyKOSTKY Ta MAaCHBHE JIe30 cKaaaHoi popmu (puc. 3.24). Moro

MO>KHA BUKOPUCTOBYBATH SIK OJIHI€I0, TAK 1 JIBOMA PyKamH.

Puc. 3.24. Mooenv oonopyurnozco monopa

CtpykTypa TOmopa BKJIIOYAE PYKOSTKY Ta JIe30 3 ONTHMI30BAaHUM Kojaiaepom

(puc. 3.25, 3.26).

Puc. 3.25. Cmpyxmypa oonopyunozo monopa
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Puc. 3.26. Onmumizosanuu BoxCollider ons cknaonoi ¢popmu neza monopa

JloBra pykosiTka Tomopa 3a0e3leuye MOXJIMBICTD 3PYYHOIO TPUMAaHHS SK

OJiHI€rO, TaK 1 1BOMa pykami (puc. 3.27).
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Puc. 3.27. Pykosimxa monopa 015 080py4H020 MPUMAHHS

JIBopy4HUii TOIIp

JIBOpYyUYHHMI1 TOTIIP Ma€ MAaCUBHY PYKOSTKY Ta MOJABIHHE JIe30 CKJIaJHOI reoMeTpii

(puc. 3.28).

Puc. 3.28. Mooenv 06opyunoeo monopa
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PykosTka o0amHana gpoma Toukamu 3axsary (puc. 3.31).

Puc. 3.29. Pykosmka 0sopyunoco monopa 3 060mMa mouKamu 3axeamy
Jle3o JBOPYYHOIrO TOMNOpa CKIAMAEThCS 3 JBOX OKPEMHX YacTHH 3

iHAuBiTyanbHEMH Kosaiaepamu (puc. 3.30, 3.31).

Puc. 3.30. [oosiiine ne30 0sopyurnozo monopa
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&) Handler
o) Blade

Puc. 3.31. Jlemanvna cmpykmypa 001020 3 1€3 monopa

Jlns ontuMizanii ¢Gi3udHOT B3a€MOii KOXKHA YacTHMHA Jie3a Ma€ OKpPEeMHi

BoxCollider, mo Binmosinae ioro dpopmi (puc. 3.32).
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Puc. 3.32. Konatioepu yvacmun neza ma mouxu 8i0cmedicerHsi 015 6eKmopa yoapy

AJIbTEpHATUBHUN IBOPYYHUN M€Y
PeanizoBaHo TakoX albTEpPHATUBHHUI BapiaHT JABOPYYHOIO Meya 3 I1HIIUMHU

Bi3yaJIbHUMHU Ta (I3UYHUMU Xapaktepuctukamu (puc. 3.33).

Puc. 3.33. Anemeprnamusnuti 0sopyunuti mey

Jlns  opraHizaiii MeXaHIKM po3pi3aHHS A0 30poi J0JaHO KOMITOHEHT
VelocityEstimator (i3 XR Interaction Toolkit), sikuii 00uuCITIOE MBUAKICTH PyXy JBOX
TOYOK: 1o4aTkoBoi (Oist pyKiB's) i KiHieBoi (Ha BepiumHi Jie3a). Ilig gac po3maxy,
AKIIO 11 TOYKH (OPMYIOTH NPSAMOJIHIMHMI NUIAX dYepe3 Miapi3aHuil 00 'eKT,
3aITyCKAEThCS MPOIIeC Po3pi3aHHs (IeTaTbHUN omrc y po3aiti 3.6).

Po3po6iena cucrema x0510/1HO1 30poi 3abe3reuye peaaicTUUHy MOBEIIHKY 30poi
pu B3aEMOJIT 3 00'€KTaMU CEpEeIOBUILA, MTPU I[bOMY 3aJUIIAI0UYKUCh ONTUMI30BaHOIO

1St cTabimpHOT poboT y VR 3 HE0OXiTHOIO 9aCTOTOIO KaIPiB.
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3.5 Peauizanist 1yka Ta cHCTeMHM CTPLILOM

JIJist po3MIMpPEHHS ITPOBUX MEXaHIK 0yJio po3po0JeHO CHUCTEMY AMCTAHITIHHOT
30poi, 30KkpeMa JIyk 31 ctputamu. Ll cucrema 3abe3neuye 1HTYiTUBHE Ta pealiCTUYHE

BUKOPHUCTAHHS JIyKa y BIPTYaJbHINA PEaIbHOCTI 3 YpaxXyBaHHIM (DI3UYHUX MPUHLMUITIB.

3.5.1 KoHcTpykuist iyka

Moienb Jyka CKIaIa€ThCs 3 ABOX OCHOBHMX YacThH (puc. 3.34):

1. OcHOBHA YaCTHHA JyKa 3 PyKiB'M

2. TeTtuBa, peanizoBaHa sik He3aJICKHUN 00'€KT

Puc. 3.34. Mooenw nyka 3 memusoio

OcHoBHa yactuHa J1iyka mae BoxCollider, koMmoHeHT Gi3MKH Ta TOYKY 3aXBaTy

GrabPoint (puc. 3.35, 3.36).

None

Discrete

Puc. 3.35. @izuyni komnonenmu 0CHO8HOI YaCMUHU JIYKA
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ﬂ v XR Grab Interactable

Default

Collider Position
MNone |
Single
Single

Instantaneous
v
W

‘aint (Transform)

Default (Recommended)

Starting Multiple Grab Transformers

Starting Single Grab Transformers
Interactable Filters

Interactable Events

Puc. 3.36. Hanawmysanus 63aemo0ii 3 0CHOBHOIO YACMUHOIO TIYKA

3.5.2 Cucrema TeTUBH
TeruBa peanmizoBana sk okpemuit GameObject 3 BaacHMM KoJaljepoMm i

cucteMoro B3aemoii (puc. 3.37).

71



wl Transform

Pasition
Rotation

Scale

& v Box Collider
Edit Collider

Is Trigger

Provides Contacts

Material

Center

Size

Layer Overrides
Layer Override Priority
include Layers

Exclude Layers

#2  Rigidbody
Mass

Drag

Angular Drag
Automatic Center Of Mass
Center Of Mass
Automatic Tensor
Inertia Tensor

Inertia Tensor Rotation
Use Gravity

Is Kinematic
Interpolate

Collision Detection
Constraints

Layer Qverrides

n + XR Grab Interactable
v' Bow String Controller (Script)

References
Interactable
WB_string

Bow

n v XR Socket Interactor
n Arrow Socket Activator (Script)

X 0.112 D298
Al =80 Y 0
X 9.044059 8.04406

MNone (Physic Material)
X 0.001217927 ¥ 0.00032580489
X 0.001604153 ¥ 0.00206511

0
Nothing
Nothing

v
None
Discrete

None (XR Grab Interactable)
A WB_string (Transform)
A Wooden Bow (1) (Transform)

B WB_string (XR Socket Interactor)

0.001
90
9.044058

e 3

0.0034375086
0.01413032

Puc. 3.37. Hanawmysanna memusu 3 KOMNOHEHMOM 83A€MOOii
TeruBa 3akpimuieHa Ha MoOJENl JyKa B JBOX TOYKax 1 Mae MOXKIIMBICTb

PO3TATYBAHHA B 6y,I[I>-5IKOMy HaIIPpAMKY. Bona OCHaIlleHa TAKUMU KOMIIOHCHTaMMU.
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Konaiiaep nnst B3aeMo/ili 3 pyKoOro IrpaBIst
XRGrablnteractable ms 3axorieHHs 1 HATSATyBaHHS
XRSocketlInteractable ns BcTaBiaeHHs cTpiin

CreniamizoBanmii  ckpunt  BowStringController nmns  xepyBaHHS

[IOBEIIHKOIO TETUBU

Cxpunt BowStringController Biqnosinae 3a kepyBanHs HaTsiroM TeTHBH y VR-

CEPEIOBHIILII Ta BUIIYCK CTPLIM MPH BiAmyckanHi TeTuBH (puc. 3.38).

ﬂ v Bow String Controller (Script)

References

Puc. 3.38. Ckxpunm BowStringController ozs kepysanus memusoio

OcHoBHi (yukii ckpunta BowStringController:

O06pobOka B3aemoii rpaBiis 3 TETUBOIO Yepe3 VR-KoHTposiepu
Peanizariisi MexaHiku HATATYBaHHS 3 (PI3MUYHUM BIATYKOM
KepyBaHHs BUTTyCKOM CTPiJIM 3aJI€)KHO BiJl CHIIM HATSTY

Po3paxyHOK Tpa€ekTopii CTpUIM HAa OCHOBI HANPSMKY Ta CHJIU HATSTy
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3.5.3 Cucrema ctpina

Crpina peanizoBaHa K OKPEeMUM OO'€KT 3 KOMIIOHEHTaMHU JJII B3aeMOJIi 3

rpaBiem ta Jiykom (puc. 3.39).

Puc. 3.39. Mooenv cmpinu 3 komnonenmamu 83a€mooii

Crpina cki1aaeTbes 3 TPbOX CTPYKTYPHUX €JIEMEHTIB!

1. Haxoneunuk — 0oiioBa yacTuHa
2. JIpeBKO — OCHOBHA YaCTHHA
3. XBICT — cTab1II3aTOP JJIs TTOJTBOTY

Crpina ocHamena komnonenramu XRGrablnteractable ans minbopy pykamu Ta

ckpunrom ArrowController (puc 3.40) s kepyBaHHS 11 JKUTTEBUM IIHKIOM.
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v Arrow Controller (Script)

Autofind settings

MNone (XR Socket Int )

Bow Transform A Wooden Bow (1) (Transform)

% Arrow (4) (Rig

Rh

Puc. 3.40. Hanawmyesanus ArrowControlle

Cxpunt ArrowController 3a6e3neuye:

1.

ABTOMAaTHYHE IT1AKIIOYEHHS 10 €JIEMEHTIB:
3unaxomxeHHs XRSocketinteractor (coker syka) 3a Terom BowSocket
BusHaueHHs 00'€KTa, JI0 SIKOTO KPIMUTHCS CTpija (JIyK)

KepyBanus ¢izuxoro ctpiau yepe3 Rigidbody

B3aemoniro uepes VR-konTponepu:
OO0poOky migusTTs crpinu rpasiem (OnGrab())

O0po6Oky Bimnmyckanus ctpim (OnRelease())

BcraBnenns B nyk:
Busiiienns 3itkaenns 3 pykom (OnTriggerEnter())
[To3uiionyBaHHS CTPUIH B TOYHY MO3UIIIIO HA YTl

BumkHeHHs Gi3uku npu 3aKpiTuIeHH] Ha JTYIT
Harsr ta momit:

CrnigyBaHHS 32 TETUBOIO MIPU HATATY

3amyck cTpinu 3 BignosigHoto cwioro (Fire(force))
VY BIMKHEHHS (D13UKH ISl PEATICTUYHOTO TIOJIBOTY
B3aemoniro 3 miasmu:

BusiBiienns Biyderns B 06'ekt (OnCollisionEnter())
3akpimneHns crpinim B muti (StickToTarget())

Buknuk peakuii i Ha Biy4enns (OnHit())
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3.5.4 Peasizania caraiigaka

Jliist 30epiranHs CTpij po3po0JICHO MOJIENIb caraijaka 3 CHCTEMOIO CIIOTIB (pHC.

3.41).

Puc. 3.41. Mooenw cazaiioaka ons 36epicanns cmpin

Caraitnak mae komrnoneHT XRGrablInteractable qs nepenecenns ta Habip 3 9

cokertiB s ctpin (puc. 3.42, 3.43).
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) SocketArrow

= O N B W

ﬂ v XR Socket Interactor
& v Box Collider

0
Nothing
Mothing

a Quiver Restrictor (Script)

B0 et Inter

Quiv

Add Component

Puc. 3.43. Hanawmysanus 63aemo0ii 3 ca2atioakom

Koxen i3 9 cokeriB mae BoxCollider ta Socketlnteractor, manamrosanuii Ha

B3aeMOIiI0 31 cTpinamu (puc. 3.44).
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B + XR Socket Interactor

Mothing
Everything
Default
Arrow
quiver
Arrow_Body

weapon

Add layer..

Puc. 3.44. Hanawmysanmns coxemis caeauoaxa 0151 cmpin

Po3pobiena cucrema Jiyka 1 CTpil CTBOPIO€E peanicTuunnii VR-10CBi: TpaBelh
HATATY€ TETUBY BJIACHOIO PYKOIO M BUIYCKAa€ CTPUTY 3 (PI3UYHOIO CHIIOKD, 3aJIEKHOIO
Big HaTsary. Buxopucranus XRSocketInteractor 3abesneuye TouHe MO3UIIOHYBaHHS
CTpiaH y aymi, a ¢pizuunuii pymiid Unity rapantye peamicTuaHui momit crpinu. Take
NO€IHAHHA pOOUTH MPOIEC CTPUIBOM IHTYITUBHO 3pO3yMUIMM 1 IIJJaBHUM, UIO

M1JICHITIOE 3aHYPEHHSI TPaBLs B IrpOBUH TIPOIIEC.

3.6 Po3pizanus 00'ekTiB Ta Mexanika SliceODbject

OpHi€lo 3 KIIOYOBUX ITPOBUX MeXaHIK po3pobneHoi VR-rpu € auHamiyHe
po3pizaHHS 00'€KTiB, MmO 3a0e3Medyye peaiCTUYHy B3aEMOJII0 XOJIOAHOI 30poi 3
00'eKTaMu BIpTyaIbHOTO cepeoBuia. L{s Mmexanika moaioHa 10 CHCTEM, peai3oBaHUuX
y Takux irpax sk Fruit Ninja, ane amanroBana ais VR-cepenoBuina 3 ypaxyBaHHIM
ocoOnuBOCTEH (h13MUHOT B3aEMO/IIT y BIpTyalbHIN peaabHOCTI.

Jlns peanizamii miel Gyukuii Bukoprcrano 6iomioreky EzySlice, sika mo3Bosisie
AUHAMIYHO po3aiasaTi 3D-Merni Ha YaCTHMHU B PEKUMI peaibHOTro yacy 0e3 3Ha4YHOTro
HABaHTAXKEHHS Ha cucTeMy. Bces jorika po3pi3aHHsS 1HKancyiabOBaHa B CKPHIITI
SliceObject, sixuii € 0ofHUM 13 KIFOYOBHUX KOMITOHEHTIB PO3POOJICHOT CHCTEMHU.

Jloriky peaizariii 6a30BaHO Ha IiIX0/li, MPOJAEMOHCTPOBAHOMY B HABUYAILHOMY
Bigeo «How to Slice in VR — Unity XR Tutorial» (aBrop — Valem Tutorials) [2], ne

OIMCAHO peajtizalito po3pizanus 00'ekTiBy VR 3a monomororo Unity XR. V pesynbrari
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BCsl QYHKIIIOHANIBHICTH OyJia iHKancysiapoBaHa B ckpunti SliceObject, skuii € oqanm i3

KITFOUOBUX KOMITOHEHTIB pO3pO0OJIEHOT CHCTEMH.

3.6.1 Texniuna peaJtizanisi MexaHiku po3pizaHHs

JI0 KO’KHOTO piXkydoro npeamera (Meda, COKUPH) MPUKPITUICHO J1Ba CICIiaabHi
nopoxkui GameObject'n — startSlicePoint ta endSlicePoint. 1li Toukn BH3HAYAIOThH
TEOMETPUYHY JIIHIIO yIapy Jie3a Ta € KPUTHYHO BAXKIMBUMU ISl TOUHOTO BU3HAYCHHS
IJIOMMHM po3pi3y. BoHU po3TaiioBaHi TaKUM YUHOM, 100 (popMyBaTH NpsMy JIiHIIO,
sIKa MPOXOJINTh YepPe3 HAUTOCTpIllly YacTHHY Jie3a (puc. 3.5).

Ha xoxxHOMYy Kazipi ¢dizndaroro pos3paxyHky (meron FixedUpdate()) BukonyeTbest
orepailis TpacyBaHHs (raycast) Midk UMK TBOMA TOYKAMU:

C#

Physics.Linecast(startSlicePoint.position, endSlicePoint.position, out hit,
sliceableLayer)

Ils omepartiss mepeBipsie, 4u TEpPETUHAE JNiHIA yaapy Oyab-sKi 00'€KTH, IO
3HAaXOIAThCA B cCHelianbHO Bu3HaueHomy mapi SliceableLayer. Bukopucranus
OKpemMoro mapy sl 00'eKTIB, SKI MOXKHA pO3pi3aTH, J03BOJIIE ONTHUMI3YBaTH
NEPEeBIPKU 3ITKHEHb Ta YHUKHYTH HEMOTPIOHUX PO3PaxXyHKIB IJIsi 00'€KTIB, IO HE

H1JISTal0Th PO3PI3aHHIO.

3.6.2 BuzHaueHHs NJIOIUHU PO3pPi3y

SIKIo cucTemMa BUSBISIE TEPETHH, BUKOHYETHCS OOYHCICHHS IapaMeTpiB
IUTOIIMHK PO3pi3y. st boro BUKOpucTOBy€eThCs KomnoHneHT VelocityEstimator, skuii
00YHMCITIOE BEKTOp MIBHJIKOCTI KiHUMKa 30p0oi B MOMEHT mepeTuHy 3 00'ektoM. et
BEKTOP IIBUIKOCTI € KIIFOYOBHM JJIsI BU3HAUCHHS HAIIPAMY yaapy.

Hopmanps mmomuHu po3pisy OOYUCIIOETHCA 3a JIOTIOMOTOI0 BEKTOPHOTO

MHOXEHHS (KPOC-TIPOIyKTY) Mi>K BEKTOPOM IIBHIKOCTI pyXy 30p0oi Ta HAmpsAMKOM JTiHii

ynapy.

C#
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Vector3 planeNormal = Vector3.Cross(sliceDirection,
velocityVector).normalized,;

Taka maTemaTu4Ha orneparis J03BOJSIE OTPUMATH BEKTOP, MEPIEHIUKYISPHUIMA
JI0 TUIOIIMHU, YTBOPEHOI HANPSAMKOM PYXY Ta JIHIEIO Jie3a, 10 B pe3yJibTaTl Ja€ HaM
17IeaIbHy TUIOIIMHY PO3pi3y, AKa BIAMOBigae reomMeTpii pyxy 30poi B mpocrtopi. Lleit
niaxig 3abesneuye peayiCTUYHY IMOBEIIHKY CHUCTEMH, KOJHU 30posi MOXKE po3pi3aTu

00'€KT JIMIIIE P BIAMOBITHOMY KYT1 yAapy 3 JOCTAaTHHOIO HIBUAKICTIO.

3.6.3 IIpomec po3pizanHs 00'ekTa

[Ticnst BU3HAuYEHHSI MapaMeTpiB IUIOMIMHU PO3pI3y BUKOHYETHCS CaM IIPOIIEC
pO3pi3aHHs 3a TOMOMOro0 MeToay 3 6idmiorexu EzySlice:

C#

SlicedHull hull = target.Slice(planeWorldNormal, planeWorldPosition,
crossSectionMaterial);

Lleit meTon moBeptae ctpyktypy SlicedHull, sska mictuTh 1Bi yacTuHM Menty —
BEPXHIO Ta HIKHIO BiHOCHO muromuHu po3pi3y (upperHull i lowerHull). Ha rpansx
PO3pi3y 3aCTOCOBYETHCS CIEIliabHO po3polseHmit MaTepian CrossSectionMaterial,

SIKAW 3a0e31euye Bi3yalli3allilo BHyTPIIIHBOT CTPYKTYPH PO3p13aHOTO 00'€KTa.

3.6.4 ®i3uyHa MoBeAIHKA PO3pPi3aHUX YACTUH

[Ticnst reoMEeTpUYHOTO PO3pi3aHHsI OPUTIHAIBHUM 00'€KT JI€aKTUBYETHCS, a Ha
H0ro MICIIl CTBOPIOIOTHCS JIBa HOB1 00'€KTH, 110 BIAMOBIJAIOTH OTPUMAHUM YaCTHHAM.
Jlo KOXHO1 3 LIMX YaCTHUH JOJAOTHhCSA HEOOXIJHI KOMIIOHCHTH IS 3a0e3IeUYeHHS
¢biznuHOl B3aeEMOJIIT B Mexkax gonoMikHoro metoay SetupSliceComponent():

C#

private GameObject SetupSliceComponent(GameObject slicedObject) {

Il Hooaemo Rigidbody ons ¢hizuunoi e3acmooii

Rigidbody rb = slicedObject. AddComponent<Rigidbody>();

rb.interpolation = RigidbodylInterpolation.Interpolate;

Il Hooaemo MeshCollider na ocnosi pospizanoco meuty
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MeshCollider collider = slicedObject. AddComponent<MeshCollider>();

collider.convex = true;

return slicedObject;

¥

Koxxna wactuna orpumye xommonentd Rigidbody i MeshCollider (3 ommiero
convex = true mms onTmMizamii (i3MYHUX PO3paxyHKiB). Jas JOCATHEHHS OUIBII
peanictuuHoro edexrty '‘po3pizaHHsA” 10 000X YaCTHH 3aCTOCOBYETHCS HEBEIIHMKA
iMnynbcHa cuiia yepe3 metoa AddExplosionForce():

C#

rb.AddExplosionForce(explosionForce, hit.point, explosionRadius);

Ile ctBOproe edekT po30pu3KyBaHHs (parMEHTIB MiJ 4Yac PO3pi3aHHs, IO
3HAYHO IMJIBUIIYE PEATICTHYHICT, B3aEMOJII Ta 3a0esneduye BizyanbHUU (igdex

TPAaBIIIO.

3.6.5 OnTumi3zanis Ta ynpasJiiHHSI pecypcaMu

[I{o6 yHUKHYTH 3aXapallleHHs CIIEHH BEJIMKOIO KUIBKICTIO pO3pi3aHUX 00 €KTIB,
JI0 KOXXHOT yTBOpPEHOI 4YacTHHU HoJa€Thcs KommoHeHT DestroyAfterTime, sxwii
3HUIIYE 1X MICIIs IEBHOTO MMPOMIXKKY Yacy:

C#

slicedObject. AddComponent<DestroyAfterTime>().timeToDestroy =
destroyAfterSeconds;

el migxin 3a0e3nedye MpaBUJIbHE YIPABIIHHA NaMATTIO Ta HIATPUMYE
cTabUIbHY TPOMYKTUBHICTH VR-I01aTKy HaBITH MpPHU IHTEHCUBHOMY BUKOPHCTaHHI

MEXaHIKH pO3pi3aHHs.

3.6.6 IrpoBa Jiorika Ta HapaxXyBaHHS O4YKiB

SIkino po3pizanuii 00'ekT MaB neBHU# Ter (Hanpukiazn, 'Beat" abo "Enemy" s

BoporiB), ckpunt SliceObject Bukivkae BiAmoOBiHI MO/IT Ta HAPAXOBYE IPABIIIO OYKH:

C#
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If (hit.transform.CompareTag("Beat")) {

GameManager.Instance.AddScore(pointsPerSlice);

OnBeatSliced?.Invoke();

by

I{s cucrema m03BOJISIE IHTETPYBATH MEXAHIKY pO3pI3aHHS 3 IHIIMMU ITPOBUMU
CUCTEMaMH, TAKUMHU SIK CUCTEMa MiJPaXyHKy OYOK, IPOrpecy rpaslsi abo TpUTepiB

ITPOBUX IOIIH.
3.6.7 Pe3yabTaTHi Ta BiT4yTTA NPUCYTHOCTI

PeanizoBana cuctema JUHAMIYHOTO po3pi3aHHS 00'€KTIB 3a0e3leuye BUCOKUI
PIBEHb IHTEPAKTUBHOCTI Ta 3HAYHO MIBUIIYE BITIYTTS MPUCYTHOCTI Y BIPTyaIbHOMY
cBiTi. Ha BiMiHY Bij TpaJuIiitHUX 1rOp, 1€ pO3pI3aHHs YaCTO IMITYEThCA 3a3/1aJeriab
MiTOTOBJICHUMH aHIMaIisiMi a00 TPOCTUM 3HUKHEHHSIM O0'€KTiB, I CHCTEMa
3abe3reuye CIPaBXHIO JUHAMIYHY IHTEPAKTHUBHICTB, JI€ PE3yJbTaT 3aJCKHUTh BIJl
KOHKPETHHX il rpaBiy (IIBUIKOCTI, HAPSIMKY Ta KyTa yaapy).

['paBenb oTprMy€e€ MUTTEBUN 1 OYEBUAHHMM (I3UYHHA BIATYK HA CBOI Mii —
00'ekTH OYKBAJILHO PO3PI3aI0THCS MEPe.T HOro oYrmMa BiAMOBIAHO 10 pyXy 30poi (puc.
3.7). Takwmii miaXig 3HAYHO MOCWIIIOE BIAUYTTS PEabHOI B3a€MOil 3 BipTyaJbHUM

CBITOM, ITI0 € OJHUM 13 KJIFOUOBUX acMeKTiB ycminmHoro VR-mocBiny.

3.7 Mini-rpa "'Po3pizanus ky0iB"

JUis  neMOHCTpalli MpakKTUYHOTO 3acTOCYBaHHS pO3pOOJEHOI CHCTEMHU
pO3pi3aHHs 00'€KTIB OYJI0 CTBOPEHO MOBHO(YHKIIIOHAIbHY MIHI-TPY y CTHJII CJEIIepa,
KOHIICTITYaJIbHO TI0T1I0HY J10 momyisipHoi VR-rpu Beat Saber. /lana MiHi-Tpa 103BOJIsE
KOpUCTyBauy BUKOPHCTOBYBATH BIPTyaJlbHy 30pOIO AJIsi pO3pi3aHHS I€OMETPUUYHUX

00'€KTIB, 10 PyXalOThCS Y KOTO HAMPAMKY 13 3aaHOI0 MIBUJIKICTIO Ta TPAEKTOPIETO.
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3.7.1 Konuenuist Ta reiiMiiei

OCHOBHOIO METOIO MIHI-TPH € TECTYBaHHS PeakKilii Ta TOYHOCTI PYXiB I'paBLs y
BIpTyasibHOMy  cepenoBuill. KopucrtyBay, ekimipoBanuii VR-moinomom Ta
KOHTPOJIEPAMH, B3aEMOJIIE 3 BIPTYaJIbHOIO 30pO€I0 Ta HAMAra€ThCS Mepepi3aTi KyOiuHi
00'eKTH, 110 JIETATH y MOr0 HAIIPSIMKY.

IrpoBuii mpouiec 6a3yeTbcs HA HACTYTHUX KIIOYOBHX MEXaHIKax:

. JTUHaMIYHa TeHeparlis KyOiB 3 pi3HOMaHITHUMHU TPAEKTOPISIMH PYXY;

. NOCTYIIOBE MIABUIIEHHS CKIIAJHOCTI 4Yepe3 30LIbIIEHHS LIBHUJKOCTI Ta
YaCTOTH MOSBU 00'€KTIB;

. cUCTeMa MiAPaxXyHKYy OYOK Ta BiAOOpaXe€HHS CTaHy 370pOB'sS TPaBIId,

. MEXaHi3M IMOKapaHHs 3a MPOIyIIeH] KyOu (3MEHIIIEHHS 3I0POB's).

3.7.2 ApxiTekTypa Ta TexHiuHa peanizauis

Bes irpoBa Jorika MiHI-TpU 1HKAmCyJbOBaHAa B UEHTPAIBHOMY CKPHUITI
FireOnCube, sxuii kepye reHepalli€ero, pyxoM Ta B3aEMOJi€l0 KyOiB 3 TpaBleM.
OCHOBHI KOMIIOHEHTH CUCTEMHU BKJIFOUYAIOTh!

KittouoBi napameTpu KOHQIrypari:

. bullet — mpedabd xyba mas1 CTBOPEHHS iIrpOBHX 00'€KTIB;

. spawnPoint Ta EndPoint — Touku mo4aTKy Ta 3aKiHYCHHS TPAEKTOPIi
PYXYy;

. fireSpeed ta firelnterval — mBuaKICTh pyXy Ta IHTEPBAT MiX 3aITyCKaMH;

. mapaMeTPpH BUITaIKOBOIO 3MIIIICHHS MTO3MIIIT Ta HAPSAMKY PYXY;

. kommoHeHTH Ul miist BimoOpakeHHs 310pOB'S Ta paXyHKY TPaBIIf.

3.7.3 Cucrema renepanii Ta pyxy 00'eKkTiB

OCHOBOIO ITpOBOTO TMPOIIECY € aNTOPUTM JMHAMIYHOI TeHepali KyOiB 3
BUIIQJKOBUMHU NapameTrpamu pyxy. [IpuHIun poboTH cuCTeMHU MOJSrae y CTBOPEHHI
00'€eKTIB 3 BUIAIKOBUMHU 3MIIICHHIMU MO3ULIT Ta HAIPSIMKY PyXY:

C#

Il Cmeopenns eunaokosux smiugerb no3uyii ma HaAnPIMKy
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Vector3 randomPositionOffset = new Vector3(
Random.Range(-positionOffsetRange, positionOffsetRange),
Random.Range(-positionOffsetRange, positionOffsetRange),
Random.Range(-positionOffsetRange, positionOffsetRange)

);

Il Bemanoenenns wmeuOKocmi 3 ypaxyeauHsam HAnpsimKy pyxy

spawnedBullet. GetComponent<Rigidbody>().velocity =
spawnedBullet.transform.forward * fireSpeed;

Taka  peamizamisi ~ 3a0e3medye  pPI3HOMAHITHICTh  TEHUMIUICI0  Yepes

Herepen0auyBaHICTh TPAEKTOPIHM pyxy KyOiB Ta iX MOYaTKOBHX MTO3HIIIH.

3.7.4 MexaHi3Mu ynpaBJ/iiHHSI CTAHOM IPH

Cuctema OHOBIIGHHSI CTaHy TpH (YHKIIOHY€ 3a MPHHIMIIOM MOKaIPOBOTO
MOHITOPHUHTY Ta BKJIFOYA€ TPU OCHOBHI MiICUCTEMHU:
KounTtpoas renepanii 06'exriB: CrucreMa BiICTEKY€E 4ac MK CTBOPEHHSIM KyO1B

Ta JUHAMIYHO PEryJIIO€ MapaMeTpu CKIAIHOCTI:

C#

if (timeSincelLastFire >= firelnterval) {
FireBullet();
fireSpeed += 0.5f; Il 36invwenns weuokocmi

fireinterval -= 0.1f;  // 3menwenns inmepesany

}

JeTekuisi mponmymeHuXx o00'€KTIiB: AJTOpPUTM TMEpPEBIpsS€ TO3MINI0 BCIX
AKTUBHUX KyOlB BIJIHOCHO KIHIIEBOI TOYKM Ta aBTOMATUYHO 3HUIIYE OO0'€KTH, IIO
MIPOUIIUTH TTOB3 TPABIIs, 3 BIAMOBIIHIUM 3MEHIIIEHHSM 3I0POB'SI.

YnpapiiHHs JKUTTEBUM HUKJIOM rpu: [Ipu 1OCATHEHHI KPUTUYHOTO PIBHS
3I0pPOB'St CHCTEMa aBTOMATUYHO CKHUIA€E€ IMMapaMeTpH TPHU A0 IMOYATKOBUX 3HAUCHB,

3a0€e3Meuyr0ur MOXKIUBICTh TOBTOPHOTO MTPOXO/PKEHHSL
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B v Fire On Cube (Script)

Shader Standard w | Edit:

@ Added Check in Unda

Puc 3.35 — Ilapamempu ckpunma ons1 mini epu "Pospisanns ky6ie" 6 iHmepaxkmopi

3.7.5 InTerpauisi 3 cucTeMOI0 po3pizaHHs 00'€KTIB

B3aemonist Mi>k MiHI-TPOIO Ta OCHOBHOIO CHCTEMOIO PO3pi3aHHs peasi3oBaHa
yepe3 MexaHi3M TeryBaHHs 00'ekTiB. [Ipu ycnimmHoMy po3pizanHi Ky6a 3 Terom 'Beat"
AKTUBYETHCSA JIOT1KAa HApaxXyBaHHS OYOK:

C#

If (hit.transform.CompareTag("Beat")) {

GameManager.Instance.AddScore(pointsPerSlice);
OnBeatSliced?.Invoke();
}
Takuii miaxin 3a0e3neuye TICHY IHTETPAIlii0 MiHI-TPU 3 OCHOBHUMH MEXaHIKaMu

ITPOCKTY Ta JO3BOJIAE I_[eHTpaHi?)OBaHo KEpyBaTu CUCTCMOIO BUHAropo/.

3.7.6 BizyanbHuii intepdeiic Ta KopucTyBallbKHH 10CBi
InTepdeiic miHi-rpu po3pobieHo 3 ypaxyBaHHsIM crneuudiku VR-cepenosuina
Ta BKJIFOYAE IHTYITUBHO 3PO3YMLITI €JIEMEHTH KEPYBAHHS CTAHOM TPH.

BizyanbHe npeAcTaBieHHs BKIIOYAE:
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. Ikany 3ma0pos's rpasus (healthBar), mo 3MeHuryeTbes mpu mpormycky

KyOiB
. JliunnpHUK 0o4ok (ScoreText), mo BigoOpaskae MOTOYHUH pe3yJIbTar
TpaBIs

. Bizyamizaitito ky0iB, 110 JETATh Ha TPaBlLs 3 PI3HUX HAMPSMKIB

Puc 3.36 — Jlokayis mini epu " Pospizanns ky6is"
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Pucynok 3.37 - Jlemoncmpye akmusry ¢hazy epu 3 8i000pasceHHIM WKAIU 300P08'5l,

JIYUTLHUKA 040K ma KY0i8, Wo pyXaromuvcs y HanpsamKy epasys.

KittouoBi enemMeHTH iHTEp(ECy BKIIOYAIOTh:
. IHAMKATOP 37I0POB'sl TPaBld 3 Bi3yaJlbHUM 3MEHIICHHSM IPHU MPOIMYCKY
KyOiB;

. JIYMJIBHUK OYOK 3 JUHAMIYHUM OHOBJIEHHSM [P YCIIIIHUX PO3PI3aHHSAX;

IPOCTOPOBE BiOOpaKEHHSI KyOiB 3 peaiCTUYHOI (Pi3UKOI0 PYXY.

3.7.7 OnTumisailiss NpoxyKTHUBHOCTI

Jlns 3a06e3nedeHHs cTabiabHo1 poOoTH MiHI-rpH Y VR-cepenoBuilli peanizoBaHO

KOMILJIEKC ONTUMI3ALINHUX PIIIEHb:
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YnpapiiHHS )KUTTEBUM IUKJIOM 00'€KTiB: ABTOMAaTUYHE 3HUIIEHHS KyOiB
yepe3 BU3HAYCHUH yac abo MpH JOCITHEHHI KIHIIEBOI TOUKH 3amo0irae HakKOMWYEHHIO
HEeMOTPIOHUX 00'€KTIB y TaM 'ATi.

EdexTuBanii nomyk 00'€kTiB: BUKOpUCTaHHS CUCTEMU TET'1B 3aMICTh MOIIYKY
3a iMeHaMu 200 KOMITOHEHTaMU 3HAYHO IT1IBUIILY€ TPOYKTUBHICTH OTEepaIiii 1eTeKIIii.

KontpoaboBana ckiaaaHicTh: OOMEXEHHS MIHIMAJIbHOTO I1HTEpPBAILY MIXK
reHepairiero KyOiB 3amo0irae KpUTUYHOMY TEPEBAHTAKEHHIO CUCTEMU MPU BUCOKHUX

PIBHSIX CKJIQTHOCTI.

3.7.8 Pe3yJbTaT Ta NEPCHEKTUBH PO3BUTKY

PeanizoBana MiHI-Tpa YCHIIIHO I€MOHCTPYE MPAKTUYHE 3aCTOCYBaHHS CUCTEMHU
po3pizaHHs 00'€KTIB Ta CTBOPIOE 3aXOIUTIOKYMI irpoBuid AocBia y VR-cepenosuii.

Krouosi JOCSTHCHHS BKIIFOYAIOTh.

. BUCOKUH pIBEHb IHTEPAKTUBHOCTI 3 MHTTEBMM BIATYKOM Ha il
KOPHUCTYBaua,

. JTUHAMIYHY CUCTEMY PETYIIOBaHHSI CKIIQHOCTI,

. e(eKTUBHY IHTETpallil0 3 OCHOBHUMHU MEXaHIKaMH MPOEKTY;

. ONTHMI30BaHy NPOAYKTUBHICTB 111 VR-3aCTOCYBaHb.

[ToTeHmiitHi HAOPSAMKH IMOJAJBIIOTO PO3BUTKY BKIIOYAIOTH PO3IIMPCHHS
TUIOJIOTIi 00'€KTIB, IHTETpaIlil0 3 ayJIOCHCTEMOIO JIJIi PUTMIYHOI CHHXPOHI3aIli,
J0JJaBaHHS BI3yaJbHUX €(PEKTIB Ta PO3POOKY CUCTEMH MPOrpecii 3 pI3HUMHU PIBHIMHU
CKJIQJTHOCTI.

CtBopeHa MiHI-Tpa € HE JIMIIE TEXHIYHOK JAEMOHCTPAIEI0 MOXKIMBOCTEH
CHUCTEMH PO3pi3aHHS 00'€KTIB, a ¥ CaAaMOCTIHHHMM IrPOBHUM MPOIYKTOM, IO HAIAE

KOpHUCTYBaueBl MOBHOIIHHUM VR-10CB11 B3a€MO/I1i 3 BIPTYaJIbHOIO 30POEI0.

3.8 Po3poOka MiHi-irop 3 BUKOPUCTAHHSIM CHCTEMH JyKAa

Jliist neMoHcTpatlii eheKTUBHOCTI PO3pOOJIEHOT CUCTEMHU JIyKa Ta CTpLIbOU OyIiio

CTBOPEHO JIBI MIHI-TPH, K1 JO3BOJSIOTH KOPHUCTyBauy BUIIPOOYBATHU CBOi HAaBUYKU
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CTpUILOM 3 JyKa y BIpTyalbHIN peanbHOCTI. Lli irpu ciayxaTh HE Jdille NPaKTUIHUM
IIPHUKJIAJIOM 3aCTOCYBaHHS pO3PO0ICHOT CHCTEMH, ajie i Haal0Th MOXKIIMBICTD OLIIHUTH

SKICTh B3a€MO/IIT 3 BIPTyaJIbHUM CEPEJOBHIIEM Y pO3BaKaaIbHOMY (hOopMari.

3.8.1 Mini-rpa ""CrauionapHi mimeni'

[lepmia MiHI-rpa siBIsi€ COOOI0 KIACUYHY CTPUICIIBKY Taliepero 3 TpboMa
MILIEHSAMU Pi3HUX po3MipiB. OCHOBHa Me€Ta TpU TMOJATa€E y MEpeBIPLI TOYHOCTI

MPUITUTFOBAHHS KOPUCTYBava Ta HOTO 3JaTHOCTI BIy4aTy B AMHAMIYHI MIIICHI.

3.8.1.1 IrpoBa mexanika

Sk mokazaHo Ha pucyHKy 3.48, irpoBuii mpoiiec 0a3yeTbCsi Ha B3aEMOIIT 3
PYXOMUMH MIIICHSIMH, K1 CTBOPIOIOTH JOJATKOBUN BUKIUK s rpaBig. Cucrema
BKJTFOUYA€ HACTYTHI KJIFOUOB1 €JIEMEHTH:

Cucrema pyxy mimeneii: KoxHa MilieHp BUKOHY€E MEPIOJUYHI BEPTUKAIIbHI
KOJIMBAHHS 3 1HIUBIIyaIbHUMU MTapaMeTpaMH aMIUTITY/IM Ta MIBUAKOCTI, IO CTBOPIOE
p13HUM PIBEHb CKIJIAHOCTI JIJIs1 KOKHOT LTI,

Mexanika B3aemopnii: [lpu BiIyueHHI CTpUTM MIIIEHb pearye 3TiIHO 3
Gb13UYHUMHU 3aKOHAMU — TTAJ1A€ 11T II€F0 TPpaBiTallii Ta Yepe3 BUBHAUCHUH IHTEpBaJ Yyacy

ABTOMATH4YHO ITIOBCPTAETHCA Y BI/IXiI[He IMOJIOKCHHA JJIA IIPOAOBXKCHHA I'PH.

¥

Pucynox 3.48 — Ieposuti npoyec mini-epu "' Cmayionaphi miweni' 3 mpboma miteHsamu

PI3HO20 pO3MIDY
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3.8.1.2 PeaJjizanisi cucremMu MillieHen

ApxiTeKkTypa MillleHeW mnoOyjoBaHa Ha MPUHIUII MOJYJIBHOCTI, JI€ KOXXHa
MillIeHb TpeACTaBIseTbess okpeMuM GameObject i3 HaOOpoM KOMIOHEHTIB IS
00p0oOKM KOJI311 Ta KEPYBaHHSI TTOBEIHKOIO.

OcHoBy (yHKIIOHAJIBHOCTI 3a0e3rneuye ckpunt TargetMover, sikuii peanizye
TPH KJITIOYOBI ACTIEKTHU TIOBEIIHKU MIITICHI:

KonmuBanpHmii pyx: BukopucToByeThCS CHHYycOigalbHA (QYHKINS IS
CTBOPEHHSI TJIABHOTO BEPTUKAIBHOTO PYyXY 3 MOXKIIMBICTIO HaJAIITYBaHHS aMILIITy I
Ta MIBUIKOCTI IJIs1 KOXKHOT MIIIIEH] 1HANBIyaIbHO.

Peakuiist Ha BayueHHs . [Ipu neTekilii 31TKHEHHS 31 CTPLJIOI0 CUCTEMa BUMHUKAE
KiHeMatnyHuid pexum Rigidbody ta 3acrocoBye ¢izuuHy cuiny ais peanmicTHYHOTO
[MaJ1HHSA MIIIEHI.

Cucrema BigHoOBJIeHHs1: Uepe3 3a1aHuil IHTEpBaJ Yyacy MillleHb aBTOMATHYHO

MIOBEPTAETHCS Y TOYATKOBE MOJIOKEHHS Ta BITHOBJIIOE CBIM pyX.

ﬂ v Target Mover (Script)

Movement Settings

None
Discrete
Layer Overrides

Add Component

Pucynox 3.49 — Hanawmyeanus komnonenmis miweni ¢ Inspector Unity
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BaxxnuBoro 0coONMBICTIO peanizalii € KepyBaHHS OOMEKEHHSIMH OOepTaHHS
Rigidbody. ¥ HOpmanbHOMY cTaHi MillleHh OOMEKeHa B o0epTaHHi 1Mo ocsax X ta Z
JU1s 3a0€3MeUYeHHS CTa0lTbHOTO KOJTUBAJIBHOTO PYXY, aJI€ TIPU BIIyY€HHI BC1 0OMEXKEHHS
3HIMAIOTHCA ISl IPUPOIHOTO A IIHHS

C#

Il Obmedsicenns obepmanms nio 4ac HOPMAILHO20 PYXY

rb.constraints = RigidbodyConstraints.FreezeRotationX |

RigidbodyConstraints.FreezeRotationZ;

Il 3uamms obmedsicenv npu ényuenti

rb.constraints = RigidbodyConstraints.None;

3.8.2 Mini-rpa "XBUIbOBUI CTpiIEHb

Jlpyra MiHi-rpa npeacTaBiisie OUIbII CKIaAHY Ta IUHAMIYHY BEPCIIO CTPLIEIBKOT
ranepei 3 MPOrpeCUBHUM HApPOCTAaHHSIM CKIAAHOCTI Ta CHCTEMOIO0 OOMEKEHOTO Jacy,

10 CTBOPIOE HATIPYKEHUH ITPOBHM MPOTIEC.

3.8.2.1 IrpoBa mexaHika

Konneniis rpu 6a3yeTbcsi HA CUCTEM1 XBWJIb 13 MOCTYMOBUM 30LIBIICHHSIM
ckmagHocTti (pucynok 3.50):

IIporpecuBHa cucTemMa XBWIb: ['pa po3MOYMHAETHCS 3 OJIHIET BEJIMKOT MIIIICH],
3 KOXKHOIO HACTYIHOIO XBMJICIO KUIBKICTh MiIIEHEH MOJIBOIOETHCS, a iX PO3MIp
MPOIOPIIITHO 3MEHITYETHCS.

Yacosi oOme:keHHs: ['paBenib Mae 0OMEXEHHI yac Ha 3aBEPIICHHS BCIX XBUJIb,
110 JI0Ja€ €JIEMEHT CTPATEr1yHOrO MIaHyBaHHS.

Cucrema BHHAropoa: 3a KOXKHE BIIYYCHHS HApPAXOBYIOTHCS OUKH, a TaKOX

HAJA€ThCS OOHYCHUI Yac, po3Mip SIKOTO 30UIbIIYETHCS 3 KOKHOIO HOBOIO XBUJICIHO.
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Pucynox 3.50 — Inmepdgheiic epu "' Xeunvosuii cmpineyv" 3 8i006pajiceHHAM NOMOYHOT

X6uni ma 4acy

3.8.2.2 ApxiTekTypa irpoBoi Jioriku

[lentpanbHuM enemeHToM cuctemu € ckpunt ArcherGameController, sxuit
KOOPAMHYE BC1 aCIEKTH 1IrPOBOT'0 MPOILIECY:

KepyBanns cranom rpu: KoHTposep BIACTEXY€E MOTOYHUM CTaH I'pH, yac 110
3QJIMIITUBCS, PAXyHOK TPABIl Ta OHOBIIIOE BIMIMOBITHI €IEMEHTH KOPHUCTYBAI[bKOTO
iHTepdeicy B peaJbHOMY Yaci.

Cucrema renepanii MmimeHeii: ANTOPUTM CTBOPEHHS HOBHUX MIIIEHEN
BpaxoBy€ HOMEP MOTOYHOI XBUJI1 AJIS1 pPO3paxyHKy KUIBKOCTI, po3Mipy Ta IIBHUIKOCTI
pyXy Luiei. BUKOpUCTOBY€ETHCS CHIEIIAIbHAM aJlTOPUTM PO3MIILICHHS JIJIs 3a11001raHHs
NEPEKPUTTIO MIIIICHEH Yy POCTOPI.

IIporpecis ckiaagHocTi: 3 KOXHOIO HOBOK XBMJICIO CHUCTEMa aBTOMATHUYHO

30UIBIIIY€ KITBKICTh MIIIEHEH, MIABUIIYE MIBUAKICTD X PyXy Ta 3MEHILYE PO3MIp s
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CTBOPEHHS IIPOTPECUBHOTO BUKJIUKY.

# Archier

g Untagged Layer Dafatlt

Transform

B  Archer Game Controlkar (Script)

Target Seitings

Floating Text

Add Componant

Pucynok 3.51 — Ilapamempu ckpunma " Xeunvosuii cmpineys" y inmepaxmopi

3.8.2.3 Cucrema yacoBux 00HYCIiB

VYHIKaJIbHOI OCOOJIMBICTIO TPH € aJalTUBHA CHCTEMa YaCOBUX BUHArOpOJI, sSKa
JI0J1a€ CTPATErYHUM eIeMEeHT J0 IrpoBoro mpoiecy. Po3aMip 00HyCy po3paxoByeThCs
3a opmyIioro:

C#

float bonusTime = baseTimeBonus + bonusPerWaveMultiplier *

Mathf.Log(currentWaveSize, 2);

Jlorapudmiune macmTabyBaHHs 3a0esnedye 30aJaHCOBAHE  3POCTAHHS

BUHATrOPOJIM BIATIOBITHO /IO CKJIAJIHOCTI XBUJIl, MOTUBYIOUH I'PABIIS 10 TOYHOI CTPLIHOU

Ha TI3HIX eTanax rpu.
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Puc 3.52 - Ieposuti npoyec na nizuix emanax epu " Xeunvosuii cmpineys"

3.8.3 OnTumisaiiss NpoxyKTHUBHOCTI

Jnist 3a0e3rieueHHst CTabUIBbHOI pOOOTH CUCTEMHU TPH 30UIBIICHHI KUTBKOCTI
MIIIIEHEeH Ha MI3HIX XBWISIX OyJI0 peai30BaHO KUIbKa ONTUMI3AIIMHUX PIIIEHb:

AaroputM po3mimieHHs:t 0e3 mepekpurrsi: CucTeMa BHUKOPUCTOBYE
e(eKTUBHUN aJITOPUTM TMEPEBIPKU BIJACTaHEW MDK MO3MUIISAMU I 3aro0IraHHs
HaKJIaIaHHIO MIIICHEH, 1110 MOKpaIIye K BI3yaJIbHY CKJIaJIOBY, TaK 1 IrPOBUNA JTOCBII.

YHijpikoBanmii inTepdeiic mimeneii: CTBOpeHO 3arajabHuil iHTEepdeiic ans
BCIX THIIB MIIIEHEH, 110 J03BOJISIE JIETKO aIalTyBaTH CUCTEMY JIJIsl PI3HUX ITPOBUX

crieHapiiB 0e3 qyOroBaHHS KOTY.
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EdexTnBHe KepyBaHHSI JKMTTE€EBHUM LHUKJIOM: MieHi aBTOMaTUYHO
BHUJIAJITFOTHCS ITICIISI BAYYCHHS 3 HEBEIMKOIO 3aTPUMKOIO, 110 3ar00irae HaKOIMMYICHHIO

HETMOTPIOHUX 00'€KTIB y CIIEHI.

3.8.3 Pe3yJbTaTi T2 BUCHOBKH

Po3pobmnieni MiHI-Irpy YCHINIHO AEMOHCTPYIOTh (YHKIIOHATIBHI MOKJIUBOCTI
CUCTEMHU JIyKa y BIPTyaJlbHIi peaibHOCTI Ta MIATBEPAKYIOTh €()EKTUBHICTH OOpaHUX
TEXHIYHHUX PIIICHb:

IntyiTuBHicTh B3aemogii: [IpuponHicTs kepyBanHs JiykoM y VR-cepenoButi
3a0e3neuye MBUJIKE OCBOEHHS CUCTEMHU KOPUCTYBa4aMHM PI13HOTO PiBHS MIATOTOBKH.

MacimTadoBaHicTh  CKJIAQAHOCTI. AIanTHBHI  MEXaHIKA  JO3BOJISIOTH
CTBOPIOBATH ITPOBUI JTOCBIJI, 110 MiAXOIUTH SIK JUIsl HOBAUKiB, TaK 1 JIJIsl IOCBIAYEHHUX
kopuctyBauis VR.

Texniuna cradiibHicTh: CrucTeMa 1eMOHCTPY€E CTaOUIbHY pOOOTY HaBITh MPHU
BUCOKOMY HAaBaHTXKEHHI1 3 BEJIMKOIO KUIbKICTIO JMHAMIYHUX 00 €KTIB.

IMoTtenmian po3mupennsa: MojyinbHa apXiTeKTypa CTBOPIOE OCHOBY JIJIS
PO3pOOKHU OUIBII CKIAAHUX ITPOBUX CIIEHAPIiB 3 BUKOPUCTAHHAM JYKY Yy MalOyTHIX
IPOCKTax.

CtBOpeHi MIHI-ITPH HE TIUIBKH CIyXaTh JIEMOHCTPAINEI0 TEXHIYHUX
MOMJIMBOCTEH PO3POOJIEHOT CUCTEMHU, aie ¥ (GopMmyroTh 0a3uc yis MOAATBIIOTO
po3BuTtKy VR-momaTkiB 3 BUKOPUCTaHHSIM TPATUIIAHOT 30poi y BIpTyaabHOMY

IPOCTOPI.

3.9 Peauizanisi inTepakTuBHOI VR-KkHONIKH

Jlns 3abe3mneveHHst 3amycky po3poOsieHux MiHi-irop (“Pospizanus kyOiB" i
"XBUnboBUH cTpinenp'’) Oylno CTBOPEHO CIIEIiali30BaHUl KOMIIOHEHT BipTyaJlbHOI
KHOIIKH, III0 BUIMOBiZae 3a 0OpoOKy B3aeMOJIl KOPHCTyBada Ta aKTHBAIIIIO

BIJIMOBIAHUX ITPOBUX CIICHAPIIB.
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3.9.1 Ctpykrypa Ta KOMNOHeHTH VR-KHONKH

Po3po6iena VR-kHOIKa CKJIaJaeThbCsi 3 TPbOX OCHOBHHUX €JIEMEHTIB, SIK

MoKasaHo Ha puc. 3.53:

0 Collider

Puc. 3.53. Iepapxiuna cmpyxmypa VR-knonku 6 incnexmopi Unity

KoMIoHeHTH KHOTIKY BKITFOUAOTh:

1. ba3a KHONKM — CTaTUYHUN KOMIIOHEHT, IO CIYXHTh OCHOBOIO IS
PyXOMO1 YaCTUHU

2. Pyxoma ydacThHa KHONKM — I1HTEPAKTUBHHUI E€JIEMEHT, 110 pearye Ha
B32€MO/IIIO

3. Konaiinep-tpurep — KOMITIOHEHT AJIS BHSIBICHHS 3ITKHEHb 3 PYKOIO
KOpPHCTYBaua abo 1HIIMMHU 00'€KTaMHU

Taka TpPUKOMIIOHEHTHa CTPYKTypa 3a0e3nedye peajiCTUYHE BIITBOPEHHS
¢b13u4HOT B3a€EMOJIII 3 KHOIMKOIO y BIPTYaJIbHOMY IPOCTOPi, CTBOPIOIOYH BiTUYTTS

HATHUCKaHHS peabHOTO (Hi3UYHOTO 00'€KTA.

3.9.2 BizyasibHe npeacTaB/JeHHs Ta JU3aiH KHONKH

B mpoekTi BUKOpPUCTaHO JW3ailH KHOMKH, IO BIAMOBIA€ 3araibHOMY
CTHWJIICTUYHOMY PIIIEHHIO BIPTYaJbHOTO cepenoBuia. Sk mokazaHo Ha puc. 3.54,
KHOIIKA Ma€ 3arajJbHUil BUIJISLA, IO IHTYITUBHO MiAKa3y€ KOPUCTYBau€Bl MOKIHUBICTD

B3aEMOJIIT:
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Puc. 3.54. 3acanvnuii éuenso VR-knonku y cyeni

ba3a knomnku BI/I)_IiJ'IeHa IIoMapaH4YCBUM KOJBOPOM IJIA IMPUBCPHCHHA YyBaru

kopuctyBaua (puc. 3.55):

Puc. 3.55. baza knonku 3 nomapanuesum nioceivy8anHsIM
Pyxoma yacTuHa KHONKM BUKOHAaHAa B HEUTpPAJIbHOMY KOJBOP1 JUISI YITKOTO

Bi3yaJIbHOTO PO3MEKYBaHHS IHTEPAKTUBHOTO enemMenTa (puc. 3.56):
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Puc. 3.56. Pyxoma yvacmuna xHonxu
Jlns 3a0e3nedyeHHs 1HTEPAKTHBHOCTI, Ha KHOIKY BCTAHOBJICHO HEBUIMMUMN

KOJIAIep-TpHUrep, M0 BIAMOBIAAE 3a peecTparlito B3aemoii (puc. 3.57):

Puc. 3.57. Bizyanizayis konatioepa-mpueepa KHONKU

3.9.3 Kondirypanisi KOMIOHEHTIiB KHOTIKH

Jlns 3a0e3nedeHHs BCiX (yHKIIIOHAIBHUX MOKIIMBOCTEH, Ha KOJalaep-Tpurep

KHOIIKHM BCTAHOBJICHO KOMITIOHEHT BUttonVR Ta BignosigHi HanamryBan#s (puc. 3.58):
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] -~ Awdio Source

B ~ Button VR [Script)

Bdd Componant
Puc. 358 Komnonenmu ma HajiauimyeaHH: KOJzaﬁdepa KHONKU 6 icheKmopi

Sk BUITHO 3 PUCYHKA, KHOTIKA MICTHUTh:

. [TocunanHs HA pyXOMY YaCTHHY KHOIIKA

. ITonmii onPress Tta onRelease, mo akTUBYIOTHCS NMPU HATHUCKAHHI Ta
BIJIITyCKaHHI

. Kommnonent AudioSource st 3ByKOBOTO CyIIPOBOJTY

. Kommnonent Box Collider 3 ypimkaernM pexumonm IS Trigger

3.9.4 ®@yHKk1ioHAJbHI MOKJIUBOCTI KHONIKH

VR-kHOTIKa pearnizoBaHa uepe3 ckpunT ButtonVR, skuii BHKOHYe HacTymHI

OCHOBHI (pyHKIIIT:

1. BiacrexeHHs cTaHy HATUCKaHHS
2. BizyanbHa aHiMarlis pyxy KHOTIKY TTPH B3a€EMOJIIT
3. 3BYKOBUH CYyNpPOBIJl HATUCKAHHS
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4, Bukiuk noaiil nmpu HaTUCKaHHI Ta BiyCKaHH1
KittouoBor0 0coONMBICTIO peati3allii € BUKOPUCTaHHS cucteMu moxii Unity
(UnityEvent), mo mo3Bossie THYYKO MpHUB'S3yBaTH pPi3Hi (PyHKIII 10 B3aeMoOmil 3

KHOIIKOI0 0€3 HeoOX1AHOCTI MoaudiKallii Koay KOMIIOHEHTA.

3.9.5 Texuiuna peaJiizaiis MexaHikKu KHOIIKH

Mexanika poOboTH KHONKH 0a3yeThcst Ha cucteMi TpurepiB Unity. Komxm 00'exr
(mampukitan, koHTposiep VR abo BipTyanbHa pyka KOPUCTYBada) BXOIUTH Y 30HY
TPpUI'CPa KHOIIKH, dAKTUBYETHCA MEXaH13M HATUCKAHHS:

C#

private void OnTriggerEnter(Collider other)

{

if (YisPressed)

{

button.transform.localPosition = new Vector3(0, 0.187f, 0);

presser = other.gameObject;

onPress.Invoke();

sound.Play();

iIsPressed = true;

¥

by

[Ipu 1boMy BiIOYyBarOThCS HACTYIIHI i

1. 3MiHa Bi3yaJibHOT MO3UIliT KHOMKH (iMiTallisi HATUCKAHHS)

2 3anaM'aToOBYBaHHs 00'€KTa, 1110 HATUCHYB KHOIIKY

3. Buknuk moaii onPress st aktuparii mpuB'si3aHuX QyHKIIIHN

4 BiaTrBopeHHs 3ByKy HaTUCKAHHS

5 BcranoBneHHs npamnopiist CTaHy KHOTIKH

Tak camo mpu BuxO0al 00'€kTa 13 30HM TpHUTepa BIAOYBAETHCS 3BOPOTHA
MOCJIIA0OBHICTb Jii:

C#
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private void OnTriggerExit(Collider other)

{

button.transform.localPosition = new Vector3(0, 0.197f, 0);

onRelease.Invoke();

IsPressed = false;

}

3.9.6 InTerpauis 3 MiHi-irpamu

KHomka iHTerpy€eTbes 3 po3po0IeHUMH MiHI-irpaMu yepe3 cucTemy moaii Unity.
JIns KOKHO1 MIHI-TPU HaJAIITOBAHO BIAMOBIIHI TMOAll, N0 AaKTUBYIOThCA TMpHU
HATUCKaHHI HA KHOTIKY:

1. Jlnst mini-rpu "Po3pizanHs KyOiB':

0 Buxmmk wmeromy StartFire() 31 ckpunrta FireOnCube, mo iHimitoe
TeHepalliio Ta pyx KyOiB

2. Jlist miHi-Tpu " XBUIBOBUM CTpLiIenp

) Bukmuk mertony 3amycky rpu y ckpunrti ArcherGameController, mo
MOYMHAE TeHEepalliio MIIIEHEeH Ta BIJJIIK Yacy

Takwuil miaxia 703BOJIsIE BAKOPUCTOBYBATH KHOTIKU SIK YHIBEpCallbHI aKTUBATOPU
JUIST  PI3HUX ITPOBUX CIleHApiiB 0€3 HEOOXIMHOCTI CTBOPEHHS cHeruiaHuX

KOHTPOJIEPIB JIJIs1 KOYKHOT MiHI-TPH.
3.9.6 3BykoBHuii cynposia B3aemouii

JIns mocwiieHHsT peaicTUYHOCTI B3aemonii, VR-kKHOMKa ocHaleHa 3ByKOBHM
komrnonenToM AudioSource, mo BiATBOPIOE 3BYK HATHCKAHHS. 3BYK aKTHBYETHCS B
MOMEHT BXO/y 00'€KTa B 30HY TpUrepa KHOTIKU:

C#

sound.Play();

PeanmicTnynuii  3ByKOBHMI BIATYK TIJABUIILYE 3aHypEeHHS KOPHUCTyBaya Yy
BIpTyaJIbHE CEPEIOBUIIE, CTBOPIOIOYH JOJATKOBHUN KaHaJl CEHCOPHOTO 3BOPOTHOTO

3B'SI3KY.
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3.9.7 IligBuIeHHA CTIMKOCTI 10 MOMUJIOK

Jlns1 3a6e3nedeHHs HaliiiHOT poOOTH KHOIIKM B PI3HUX CUTYallisIX, peasli30BaHO

3aXHUCT BiI[ IIOMHJIKOBHX CIIPpAllbOBYBAHb.

1. [TepeBipka cTaHy KHOIKH mepe]; 00poOKOI0 B3aEMO/II:
C#

if (TisPressed)

{

Il Obpobra namuckanns

ks

2. [Himiani3anis MOYaTKOBOI'O CTAHY KHOIIKH MPHU 3aIyCKY:
C#

void Start()

{

sound = GetComponent<AudioSource>();
IsPressed = false;
I1i 3axomau 3amo0iraloTh 0araTopa3oBii aKTHUBAIlll MO KHOIKH IPH OJHOMY

HAaTHUCKaHHI Ta 336631'[6‘{}7}0’1‘13 KOpeKTHI/Iﬁ MMOYaTKOBHUM CTaH CUCTEMHU.

3.9.8 BucHoBKHM 110,10 MexaHi3My VR-KHONOK

BnpoBamxenuit mexanizsm VR-kHOMOK 3Ha4HO po3mupioe GyHKIIOHATBHI
MOJIMBOCTI PO3POOJIEHOT CUCTEMH, 3a0€3MEeUyIOUH:

1. [HTYITUBHICTH B3a€MOII — KOPHCTYBad MOXE 3aMyCKaTH MiHi-irpu
IPUPOIHUM PYyXOM BipTyabHOI pyKH a00 KOHTpOJepa

2. VYHiBepCcalbHICTh — MEXaHI3M KHOIMKH MOXHa BHUKOPUCTOBYBATH IS
aKTUBAIlii pi3HUX PYHKIIIH cHCTEMH

3. 3BOPOTHHM 3B'SI30K — BI3yaJIbHUH Ta 3BYKOBHH BIATYK IIiJBUIIYE
3aHypEeHHS KOpPHCTyBada

4, MonynbHICTh — 3aBIIKM BUKOPHCTaHHIO cucTeMu mogiid Unity,

(GYHKIIOHATBHICTH KHOIIKH JIETKO PO3IIHPIOETHCS
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Po3pobnena VR-KHOMKa CIyUTh HE JIMIIE IHCTPYMEHTOM I 3allyCKy MiHI-
irop, aje  JEMOHCTPY€E 3arajbHUN IMAX1JT 0 CTBOPEHHS 1HTEPAKTHUBHUX CICMCHTIB
yIOpaBJiHHS y BIpTyaldbHOMY cepenoBuimi. Llel miaxig moxke OyTu poO3MIUPEHUN B
MalOyTHBOMY TSI peajtizaiii OUTbI CKIIaTHUX 1HTep(PEHCHIX KOMITOHCHTIB, TAKUX 5K

nepeMuKayi, ciaiiepu ado BipTyaiabHI MaHel yIpaBIiHHS.

3.10 Jlokamii Ta 10aaTKOBI iHTepAKTHUBHI 00'€KTH BipTyaJbHOTO
cepeoBHINA

VY Mexax mpoekTy 0yJio po3po0sIeHO KOMILJIEKC B3aEMOTIOB SI3aHUX JIOKAIIlH, 1110
dopmytors mumicHe Ta iMmepcuBHe VR-cepemoBumie. KoxHa mnokariis He nwiie
3abe3reuye yHIKQIBHUN ITPOBUM JOCBII, ajie W JEMOHCTPYE Pi3HI (DYHKIIIOHAILHI
MO>KJIMBOCT1 PO3po0sieHoi cucteMu. Cpo€eKTOBaH1 BIPTYalibHI TPOCTOPH 103BOJISIOTh
KOPHCTYBau€B1 MOBHOIIIHHO B3a€EMOJIISTH 3 HABKOJIMIIIHIM CBITOM, JIOCIKYBaTH HOTO
Ta BIANPAlbOBYBATH PI3HOMAHITHI IrpOBI MEXaHIKM B KOHTEKCTI BIPTYaJbHOI

pEaIbHOCTI.

3.10.1 TpenyBasibHa apeHa

[ToyaTKOBO¥O JIOKAITIEIO JIJIT KOPUCTYBaya € TpEHyBajbHA apeHa — CIICIiaIbHO
CIPOEKTOBAHUM BIIKPUTHUI TPOCTIp, IO CIYTye A O3HAHOMIIEHHS 3 0a30BUMHU
eleMeHTaMu reiimIuiero. Ll mokariiss BUKOHY€E poOJib 1HTEPAaKTUBHOTO HABYAIHLHOTO
CepeIoBUIIIA, e KOPUCTYBa4 MOKE O€3MEUHO OMaHyBaTH OCHOBHI MEXaHIKHU B3a€MO/I11
3 VR-cBiTOM.

[{eHTpanbHUM €IeMEHTOM apE€HH € CTEH/I 31 30POE€I0, J€ MPEACTABICHO KOJIEKII0
MEYiB Pi3HUX THITIB, JIyKiB Ta cTpis (Puc. 3.59). KoxkeH npeameT 030pO€HHS OCHAIIICHO
xomnonentom XRGrablnteractable, mo 3abe3meuye MOXIHUBICTH I1HTYiTHBHOTO

3aXOIUICHHS Ta MaHIMyJIAL1i 3a Jo1oMoror VR-KoHTposepis.
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Puc. 3.59. Cmeno i3 xonexyieto 30poi Ha mpeHnysanvHiil apeni

MiHiManicTUYHUN nu3aiiH JoKalii 3 0OMEXKEHOI0 KITBKICTIO BiJBOJIIKAIOUUX
€JIEMEHTIB JI03BOJIsSI€ KOPUCTYBAaUEBi CKOHIICHTPYBATHCS HA OCBOEHHI 0a30BHX irpOBUX
MexaHik. Takuil miaxij He JIMIIEe MOKpallye MPOIeC HaBYaHHsS, ajie U 3abe3nedye
cTabuUIbHY MPOAYKTUBHICTH VR-CIleHn Ha eTarli Mo4aTKoBOro 3HaHOMCTBA 3 TPOIO, 110

€ KpUTUYHUM (PAKTOPOM JIJIsl TO3UTUBHOIO NIEPILIOT0 BPaXKEHHSI KOPUCTYBAYiB.

3.10.2 TemaTnuHi cepegoBuIa

J171s1 CTBOpEHHSI IIJIICHOTO ITPOBOT0 CBITY, OKPIM TPEHYBAIBHOT apEHH, Y TTPOEKTI
peani3oBaHO KiJIbKa TEMAaTUYHUX JIOKAlld, 110 PO3IIMPIOIOTH IrPOBUH HPOCTIp Ta
30araqyroTh HapaTUBHUHN NoTeHmian rpu. Cepesl HUX BapTO BiI3HAYUTH:

1. CepennpoBiune micto (Puc. 3.60) — neranizoBaHe MiChbKe CEpEIOBHIIE 3
XapaKTEPHOIO  apXiTeKTypOlO, BYJWYHUMH €JIeMEHTaMH Ta  aTMocdeporo

CepEeIHBOBIYHOTO ITOCETICHHS.
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Puc. 3.60. Ilanopamnuii 6uenso cepeonbogiunoco micma
2. Ceno (Puc. 3.61) —okariist 3 TpaauI[iiHUMK OYIIBISMHY, 1110 JTOTIOBHIOE
MICBKE CepeloBUIIE Ta 3a0e3leuye KOHTPACT MDK PI3HUMHM THIAMH IOCEJIEHb

CepeIHLOBIUYHOIO CBITY.

Puc. 3.61. 3acanvuuii suennd cepednvosiuno2o cena
[{i mokarii MICTUTh IHTEPAKTHUBHI €JIEMEHTH, creuu@ivuni JUis BiAMOBIIHOTO

cepeIoBUIIIA, 1110 MiIBUIIY€E PIBEHb IMEPCUBHOCTI Ta PEaTiCTUYHOCTI IrPOBOIO CBITY.

3.10.3 InTepakTUBHHUH CLIbCHKOTOCTIOAAPCHLKUIA CUMYJISITOP

Jlns peMoHcTpallli po3MIMPEHUX MOXKIUBOCTEH B3aeMOil 3 BIPTyaIbHUM
CEPEOBUIIEM PO3POOJICHO CIHeIliaTi3oBaHy JOKAIlIo 13 CLIBCHhKOTOCIIOAAPCHKOI0
TeMaTUKO0. L{eHTpabHIM eIeMEHTOM I1i€1 JOKaIlii € CUCTeMa BUPOITYBaHHS Ta 300py
PI3HOMAHITHMX OBOYEBHUX KYJBTYp, peaji3oBaHa y BUIJISAI YOTUPHbOX TEMATHYHHUX

rpsanok (Puc. 3.62).
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Puc. 3.62. InmepaxmuesHi epsoxu 3 0804e8uMU KYIbMYPAMU

Jlnisa 3a0e3neueHHs] €peKTUBHOTO Ta THYYKOI'O CTBOPEHHSI TPSIIOK PO3pOOIJIEHO
crerianizoBannii ckpunt GardenSpawner, 1o aBTOMAaTH3y€ MPOIEC PO3MIIICHHS
pocnuH y BipTyanpHOMY mpoctopi. ['padiunmii inTepdelic HamamTyBaHHI CKPUNTA

npeacTasieHo Ha Puc. 3.63.
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® Inspector ® Lighting

E[j v Farmi

- Tag Untagged

n v Garden Spawner (Script)

MNpedab oeova
refab

Poamip rpagkm

MouaTkoBa ToYka
Start Poini L5 (Transform)

3arnnbneHHs oBOYa B 3eMII0

Add Component

Puc. 3.63. Ilapamempu xougpieypayii ckpunma GardenSpawner ¢ incnexmopi Unity
dyHkmioHaNbHICTH ckpurita GardenSpawner
Ckpunt GardenSpawner 3a0e3mnedye mporpaMHE CTBOPEHHS TPAIOK i3

THYYKMMH IapaMeTpaMy HAJIAIUTyBaHHS !

. dopMyBaHHS BIIOPSAKOBAHOI CITKH POCIIMH Y Psiax 1 KOJOHKaX

. HanamryBanHs BiACTaH1 MK OKPEMHUMH POCIIMHAMHU

. PerymoBanus riuOuny "mocanku’ (3ariaubaeHHS 00'€KTIB 1M1 ITOBEPXHIO
IpyHTY)

. HanamryBanHs BUMIAAKOBUX KyTIiB PO3MIIIICHHS POCIIWH TSI ITiIBUIIICHHS

BI3yaJIbHOI'O PI3HOMAHITTS
BaknmuBUM €JIEMEHTOM CHCTEMH € MEXaHi3M IHTepaKTHBHOCTI, IO J03BOJISE

KOPUCTYBaueBl '30MpaTu Bpokail — B3a€EMOJIATH 3 POCIMHAMHU, BUUMAIO4W iX 13
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rpyHty. Jns peanmizauii 1€l (PYHKIIOHAJIBHOCTI KOXKE€H OO'€KT  POCIMHHU
HAJIAIITOBYETHCSI HACTYITHUM YHHOM:

Taka cucrema He JuUIIe JIEMOHCTPYE MOMJIMBOCTI MEXaHIKM B3a€MOJIi 3
00'exkTaMu, aje i CTBOPIOE OCHOBY JJIsl PO3IIMPEHOIO IrPOBOTO IUKITY, MOB'I3aHOTO 3

OTPUMAaHHSM, 00pOOKOIO Ta BUKOPUCTAHHIM pecypciB y VR-cepenoBuii.

3.10.4 ®izuyni cumyJauii: iHTepakTUBHA piaMHAa

JUtss  TABUINIEHHS PEATICTHYHOCTI BIPTYyaJIbHOTO CEPEIOBUINA B JICSKUX
JIOKAIIsIX BIPOBAHKEHO NMPOCYHYTI (hi3nuH1 cumyJisiii. OHUM 13 HAHOUIBII TEXHIYHO
CKJIQJHUX €JIEMEHTIB € CHCTeMa IHTEPaKTHUBHOI PIJIMHU, peayli30BaHa y BUIJIAIL
CKISIHKM 3 PIJMHOIO, [0 pearye Ha pyxd KopuctyBada (puc. 3.64).
[Tigxin go peamizamii 1i€i cucteMu 0a3yeThCsi HA METOJIUIN, TPOJIEMOHCTPOBAHIN Y

HaBJasbHOMY Bijgeo «Liquid Physics for VR in Unity» (aBrop — Valem Tutorials) [3].

Puc. 3.64. Bizyanizayis inmepaxmusroi piouHu y CKIsAHYI

[eitaep nast cuMysiLii piguHu
KirrouoBo10 CKJ1aJ10BOI0 CHUCTEMHU € CIeIliadi3oBaHUN IIehep, 10 Bi3yalli3ye

noBeniHky pigunu (Puc. 3.65, 3.65, 3.67).
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Puc. 3.66. Bizyanizayis pobomu wetidepa npu pisHUX pi8HAX 3aN0EHEHH s
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Puc. 3.67. Koughicypayis mamepiany 3 wetioepom piouu

ApXITEKTypa CUCTEMU 1HTEPAKTUBHOI P1AHU

Cumynsiiss piguHUA peajli3oBaHa 3a JIONMOMOTOK KOMIIO3MINT HACTyIHHUX
KOMITOHEHTIB:

1. @i3uyHUlA  KOHTEWHEpP — MOJIeJb CKJISHKM 3  KOMIIOHEHTOM
XRGrablInteractable ms 3a06e3nedeHHS MOKIUBOCTI 3aXOIUICHHS Ta MaHIITY IS

2. BizyanpHuii map piAMHM — aAanToOBaHUM JyOdiKaT BHYTPIIIHBOI
JaCTHHU CKJITHKU 3 3aCTOCOBAHHM CITCITiaTi30BaHUM IIEHIepOM

3. Ckpunt Wobble — kommnoneHT, 1O BiANOBITAE 3a PO3PAXyHOK
napaMeTpiB KOJMBAHHS MOBEPXHI PITUHU 3aJICKHO Bl pyXy KOHTEHHEepa

[Tapamerpu HanamryBanus ckpunra Wobble moctymuo B incmektopi Unity
(Puc. 3.68), mo 103BOJIsIE THYYKO ITiIJIAIITOBYBATH MOBEIIHKY PIIMHU i Pi3HI THITH

KOHTEHHEPIB Ta Pi3HI BIACTUBOCTI CUMYJIHOBAHUX P1/IMH.
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@ Inspector @ Lighting

[:ri-j v Sphere_0

v
Tag 'Untagged Layer weapon

Transform

Sphere_0_0_0 (Mesh Filter)

Ho v Mesh Renderer
W EVCIETES

Element 0 ® L ugvid

Lighting

Probes

Blend Probes
Blend Probes
e (Tran

Additional Settings

B} ~ wobble (Script)

Lugy =1) [ 7 RerL

Shader Shader Graphs/New Shader Graph v Edit... =

Added Check in  Undo

Add Component

Puc. 3.68. Ilapamempu xonghicypayii komnonenma \Wobble

OcHoBHa JIOTiKa 00YMCIICHHS KOJIMBaHb TOBEPXHI PIMHU pealli3oBaHa B METO/II
Update() ckpurnra Wobble:

C#

void Update()

{

Il Obuucnenns smiwenns 6i0HOCHO nonepednvoi nosuyiilobepmanns

Vector3 angleVelocity = transform.rotation.eulerAngles — lastRot;
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Vector3 velocity = transform.position — lastPos;

Il 3acmocysanns napamempis konusanms 00 wetioepa
wobbleAmountX = Mathf.Lerp(wobbleAmountX,
angleVelocity.z * wobbleMultiplier, Time.deltaTime * recovery);
wobbleAmountZ = Mathf.Lerp(wobbleAmountZ,

angleVelocity.x * wobbleMultiplier, Time.deltaTime * recovery);

Il Onoenenns napamempis wetioepa
renderer.material.SetFloat(«_WobbleX», wobbleAmountX);

renderer.material.SetFloat(«_WobbleZ», wobbleAmountZ);

Il 36epearcenns nonepeonix snauensv s HACMYNHO20 KAOPY

lastPos = transform.position;

lastRot = transform.rotation.eulerAngles;

JUist 3py4HOCTI €KCHEPUMEHTYBAHHS 3 IMapaMeTpamMu CUMYJIALIl B PEXHUMI
pealIbHOTO Yacy, pealli3oBaHo crieriani3oBannii iHTepderic HanamryBanHs (Puc. 3.69),

JOCTYIHUI Oe3nocepeiHbo B [HCTIEKTOPI.

Surface Inputs
Fill

T

Puc. 3.69. Inmepdpetic nanawmysannsn napamempie piounu 6 VVR-cepedosuuyi

3.10.5 InTepakTHBHI 00’ €KTH AJI51 po3pi3aHHS

BaxxnuBuM e1eMEeHTOM IHTEPAaKTHBHOCTI BIPTYaJIbHOTO CEPEOBHINA € CUCTEMA
po3pizaHHsA 00’€KTIB, IO JIO3BOJISIE B3a€EMOISATH 3 BIPTYaJlbHUMHU IMpPEIMETaMHU 3a

JOTIOMOT 010 XOJIOAHOT 30poi. OO0’ €KTH, PU3HAYCHI TS PO3pi3aHHs (SIHUKH, GPYKTH
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Ta 1HIIOI TPEIMETH), HaJle)KaTh JI0 creniaasHoro mapy SliceLayer, 3 skum B3aemojiie

CUCTEMa BHUSIBJICHHS KOJIi3iH 111 X0510,1H01 30poi (Puc. 3.70).

Puc. 3.70. O6°’exmu, npuznaueni o po3pizanHs y 8ipmyaibHOMY cepedosuli

TexHiuHa peanizaiis 00’ €KTIB 1751 PO3pi3aHHs

O0’exTH, mpuUmaTHI JUIsi PO3pI3aHHS, XapAKTEPHU3YIOTHCA HACTYMHUMHU
KOMITOHEHTaMHU:

. MeshFilter ta MeshRenderer mist Bi3yaabHOTO IpeacTaBiIeHHS 00’ €KTa

. BoxCollider abo MeshCollider, o Buznauae Mexi 00’ exta 1ist Pi3HUHUX
B3a€MOIIH

. Hanexnicts no mapy SliceLayer, mo 103BoJisie cucteMi po3mi3HaBaTH iX
SIK 00’ €KTH, IPUAATHI 711 pO3pi3aHHs

HasBHICTP Takux O0O0’€KTIB y pI3HUX JIOKALISX JJ03BOJIIE KOPUCTYBayeBl
EKCIIEpUMEHTYBAaTH 3 MEXaHIKOI0 pO3pi3aHHS B PI3HUX YMOBax Ta CEPEIOBHUINAX,
3a0e3Meuyoun K TPeHyBaHHS HaBUYOK MOBOJIKEHHS 31 30po€ro, TakK 1 MiBUIIYIOUH

3arajJbHUN PiBEHb IHTEPAKTUBHOCTI BIPTYaJIbHOTO CBITY.

3.10.6 Cucrema animauii BOAHOr0 TPAHCHIOPTY

JUisl MiIBUILIEHHS PEaiCTUYHOCTI BOJHOTO CEPENOBUILA Y BIpTyalbHOMY CBITI
Oyn0 po3po0JICHO CrHeliani30BaHy CHUCTEMY aHiMallli JIOAOK, IO IMITye TPHUPOIHE
MOXUTYBaHHA Ha BoAl. Ha mipci po3mitieHo Tpyu Mojies1i BOAHOTO TPAHCIIOPTY, KOXKHA 3

SIKMX OCHAIIICHA 1HINBITyaJIbHOK CHCTEMOIO aHiMaIlii KoimBabHUX pyxiB (Puc. 3.71).
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Puc. 3.71. Posmiwenns 600020 mpancnopmy Ha nipci

TexHiuHa peasizanis cMcTeMH MOXUTYBAHHS

J1J1st CTBOpEHHS peallicTUIHOTO €(heKTy MOXUTYBAHHS JIOJOK Ha BOJI1 PO3POOICHO
cremiaiizoBanuii kommoHeHT TrayWobble, mo 3abe3mnedye mporpamMHe ynpaBIiHHS
KOJMBAJIbHUMU pyXxamH 00'ekTiB. CuctemMa 0a3zyeThCs HA MATEMATHYHUX (PYHKIIISAX
CUHYCa JII CTBOPEHHS TUITABHHUX Ta MPUPOIHHUX PYXIiB.

OcHOBHMMH MapaMeTpaMu HayamtyBaHnHs cuctemu € (Puc. 3.72):

. Ammiiryna xoauBanus (angleAmplitude) — wakcumanbHUR KyT
BIIXHWJIEHHS 00'€KTa B[ II0OYATKOBOT'O ITOJI0KEHHS

. IIBuakicTs kosmmBanus (WobbleSpeed) — wacroTa koMBaNBHUX PYyXiB

. Bicb oGepranns (rotationAxiS) — HanpsMOK, B3J0BX SIKOT'O

BiJI0YBA€ETHCS MOXUTYBAHHS

B - Tray Wobble (Script)

MapaMmeTpwn KONWBaHHA

Add Component

Puc. 3.72. [lapamempu xoughicypayii komnonenma animayii noxumyeauHs.
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IIpuHuMI podoTH cUCTEMH

Anroput™M poOOTH CUCTEMHU 0a3yeThCsi HAa OOYHMCICHHI KYTOBOTO 3MIMICHHS
00'eKTa BITHOCHO IMOYATKOBOI MO3UIII1 3 BAKOPUCTAHHSAM TPUTOHOMETPUIHUX (DYHKITIH.
B xoxHOMY Kajpi BIATBOPEHHS CUCTEMAa PO3pPaxOBY€ MOTOYHHMM KYT BIAXWUJIEHHS Ha
OCHOBI1 4aCOBOI'0 TapaMeTpa Ta 3aIaHUX XapaKTEPUCTUK KOJIMBAHHSL

JIns  JOCSTHEHHS MAaKCUMAaJIbHOI peajiCTUYHOCTI e(EeKTy KOXKHa JIoJKa
HAJAIITOBaHA 3 IHJIWBIAyaJbHUMHU TapamMeTpaMH KOJHMBAHHS MO JEKIIBKOX OCSX
OJIHOYACHO, IO IMITY€ CKIAIHUN XapakTep MPUPOJHOIO MOXUTYBaHHS Ha BOIHIN

MOBEPXHI M1J BIUIMBOM XBWIb Ta TEYii.

3.10.7 MoayabHa CTPYKTYypa JoKauii

Bei po3pobrneni jokamii 00’e¢AHaHI B €IMHY CHCTEMY 3 BHKOPUCTAHHSIM
moaynbHoro migxoay (Puc. 3.73), mo 3a0e3mneuye 3Ha4YHI IEpeBard 3 TOUYKH 30Dy

PO3pOOKH, ONTUMI3ALIIT Ta MAaCIITA0OBAHOCTI IPOEKTY.

OpenWorld Samplesc...

Puc. 3.73. Cxema mooynvnoi opearnizayii nokayitl y npoexmi

[lepeBaru MOIyIBHOTO MiIXOTY

OOpanuii miaxij 10 opraHizailii JIOKaiii HaJjae HaCTYIHI MOMJIMBOCTI:

1. JluHamiyHe ynpaBiliHHS peCypcaMu — JIOKallli MOKYThb 3aBaHTaXyBaTHUCS
Ta BHBAHTA)XyBaTHCA 32 MOTPeOU uepe3 cucteMmy ympasiiaasa cuenamu Unity (Scene
Management) abo depe3 akTHBaIIiO/1€aKTUBALIIIO MOAYJIIB BCEPEANHI OHIET CLICHH

2. OnTuMizaniss BUKOPUCTAHHSA OOYMCIIOBAJBHUX PECYPCIB — BiIAAJICHI
00’€KTH aBTOMATHYHO CIPOIIYIOTHCSA (3MECHIIICHHS KUTBKOCTI MOJIIFOHIB, CIIPOIICHHS

KOJIaliIepiB) 3a IOMIOMOTO0 CHCTeMH piBHIB aeramizaiii (LOD)
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3. [InaBH1 mepexou MixK JTOKaIisIMA — peajai30BaHO CUCTEMY MOPTAJIIB, 1110
3abe3nedye O€3II0BHI MEPEX0Id MK PI3HUMH YaCTUHAMU BIPTYyaJIbHOTO CBITY

Moy nbHUH MIAX1]T 10 OpraHi3allii JJoOKaliil 3HaYHO I IBUIIY€ MaCIITa00BaHICTh
IPOEKTY, AO3BOJISFOYH [TOCTYINOBO PO3LIMPIOBATH ITPOBHIA CBIT 0€3 CYTTEBOIO BILIUBY
HAa TPOAYKTHUBHICTH cHUCTeMH. BiH Takox 3a0esneuye eheKTHUBHE YMPaBIIHHS
nam’ATTIO, 10 € KpUTHYHUM (aktopoMm st VR-3acToCyHKIB, 0COOJHUBO THX, IIO
NpaIiol0Th HAa ABTOHOMHHUX TMPHUCTPOSX 3 OOMEKEHHMH OOYHCIIOBATHLHUMU

pecypcamu.

3.10.8 Cucrema HaBiramii Mix JJOKaisMu

Jlns  3a0e3nedeHHs IUIABHOTO TEPEMIIEHHsS KOpUCTyBadya MDK PI3HUMH
JIOKaLIsIMU BIPTYyaJIbHOTO CBITY PO3pO0JICHO CHElIalli30BaHy CUCTEMY TeenopTaiti,
mo 0a3yeThCsl HAa MPUHIMII TPUTepHUX 30H. Ll cucrema 103BOJISIE KOPHCTYBAYEBi
IHTYITUBHO TEPEXOAMTH MIXK PI3HUMH CI€HAMHU MPOEKTY LUISIXOM HAOJIMKEHHS 10

CHGI_IiaJ'IBHO BHU3HAYCHUX TOYOK IICPCXOIY.

Puc. 3.74. Bizyanizayis 30nu menenopmauyii Misic 10Kayiamu
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Kongirypauisi cucremu ynpapJ/iiHHSI CHEHAMHA

J171st KOpeKTHOTO (PYHKITIOHYBAHHS CHCTEMH TIEPEXO 1B HEOOX1JHO HAJIAIIITYBAaTH
lepapxil0 CIIeH y TmapaMmerpax 30ipku mTpoekTy. KoxHIH CIleHI TpPHCBOIOETHCS
YHIKQJIbHAW YACTIOBUH 1HIEKC, 110 BUKOPHUCTOBYETHCS CHCTEMOIO YITPABIIHHS CIICHAMH

Unity mst inentudikamii miasoBoi jgokarii (Puc. 3.75).

Scenes In Build

Puc. 3.75. Konghieypayis inoexcie cyen y Haiauimy8aunHsax 30ipku

ApXiTeKTypa KOMIIOHEHTA MePexoay

Cucrema mepexomy MK JIOKAIiIMH  pealli3oBaHa 3a  JOMOMOTO0
creriani3oBaHoro kommnoHeHTa NextScene, 1m0 NPUKPIIIIIOETBCS A0 00'€KTiB-
TEJIETIOPTIB Y BIpTyallbHOMY IpocTopi. KoMmoHeHT 3a0e3euy€e THyYKe HalaIllTyBaHHS
napaMeTpiB nepexoy uepe3 increkrop Unity (Puc. 3.76).

r Next Scene (Script)

Hasea abo ingeKc HacTynHol cueHn
Scene Name OpenWorld

Scene Index 1

Puc. 3.76. Ilapamempu xoughicypayii komnonenma nepexooy Midc cyeHamu

IpuHuMn podoTH CUCTEMU TeJienopTauil

MexaHi3M Tiepexoay aKTHBYEThCS INMPH MEPETHHI KOopucTyBadem (00'ekToM 3
terom "player") 3omum Tpurepa tenenopra. CucTeMa MIATPUMYE JBa CIOCOOH
1meHTrudikarmii iI50BOI CIICHH:

1. InenTudikania 3a Ha3BOKW CIHEHHM — BHUKOPUCTAHHA TEKCTOBOTO
iaeHTudikaTopa CreHH i OLIbII IHTYITHUBHOTO HAJIAIITYBaHHS

2. InenTudikania 3a iHAeKCOM — BUKOPHUCTAHHS YHCJIOBOTO 1HJIEKCY

CLEHU JJI4 OLIbII €PEKTUBHOTO YIPABIIHHS Y BUMAJIKY BEITMKOI KIJTbKOCTI JIOKALIIH
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[Ipu akTuBalii Tpurepa cucTeMa aBTOMaTUYHO IHILIIOE TMPOLEC 3aBaHTAXKEHHS
IEOBOI clieHW Yepe3 BOymoBaHmii MeHemkep cier Unity, 3abe3meuyroun riaBHHANA
nepexig Mix JIOKaIisMu 6€3 po3pUBY IrPOBOTO MIPOIIECY .

Taka apxiTekTypa cucTeMH HaBiraiii 3a0e3neuye MacIiTaboOBaHICTh IPOEKTY Ta
J03BOJISIE JIETKO JTOJaBaTH HOBI JIOKaIlli 0e3 HeoOXimHOCTI MoaudiKallii iICHYI4Oro

KOIy.

3.11 Peanizanis cucremu inBentaps y VR cepexoBuimi

VY manomy miipo3Aii PO3TISHYTO MPOIIEC MPOSKTYBAHHS Ta peai3aiii CHCTEMHU
1HBEHTAaps JIJISl BIPTyaIbHOI peaibHOCTI, IO € KIOYOBUM €JIEMEHTOM PO3POOIIIOBAHOT
RPG rpu. Cucrema inBeHTaps 3abe3neuye 30epiranns, rpymyBaHHs Ta BUKOPUCTAHHS
BHYTPIIIHBOITPOBUX MPEAMETIB, M0 CYTTEBO BIUIMBA€ HA MEXaHIKH TEUMIUICIO Ta
3arajibHUil KOPUCTYBAIbKUM TOCBIJ.

3a ocHOBY OysO B3STO 3arajbHy KOHIEMIIIO I1HBEHTaps, MPEJCTAaBICHY Y
HaBuanbHOMY Bimeo «Unity VR Development for Oculus Quest: Inventoryy (aBTop —
RealaryVR) [4]. Ognak peamizalfisi B JaHOMY IPOEKTI € aBTOPCHKOIO, OCKUIbLKH
OpUTIHAIBHUN TMIAXiJA OpieHTOBaHO Ha iHmYY Iwiatopmy 3 iHmmuM SDK.
ITix gac po3poOku Oyio 3AIMCHEHO ajanTalliio 10 OOpaHOTO CEPeJOBHINA, 3MIHEHO
apXITEKTYpy B3a€MO/11 3 00’ €KTaMH Ta BAOCKOHAJIEHO JIOTIKY YIIPABIiHHS IHBEHTApEM.
VY pesynbTaTi peangizoBaHO BIacHY MOJU(]IKOBaAHY CUCTEMY, SKa BPaxoBYe crienu]iky

oOpanoro VR-monoma ta norpedu rpu.

3.11.1. ITpoekTyBaHHA KOPUCTYBalbKOTO iHTepdeiicy iHBeHTaps

[IpoekTyBaHHSI KOPHUCTYBalbKOTO iHTEepQeEiicy IHBEHTaps po3modanocs 3
PO3pOOKH Bi3yaJlbHOTO MakKeTa y IporpamHoMy cepeaoBuili Figma. ILleit eran
JI03BOJIMB BU3HAYUTHU OCHOBHI €JIEMEHTHU 1HTep(eicy Ta iX po3ranryBaHHs, MEPII HIX

HEPEeXOIUTH J10 Oe3rnocepenHbol iMmieMenTarltii B Unity.
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Pucynok 3.77 - Maker iHTepdeiicy iHBeHTaps1, po3pobieHuit y Figma
[Ticns 3aBepIIeHHS pO3POOKU MAKETY, EJIEMEHTH 1HTEp(eiicy OyiiH eKCIOpTOBaHi

IUTSL TIOJJATTBIIIOTO BUKOPUCTAHHS B irpoBoMy pymrii Unity.

Group 7 {2) Group 7 (3) Group 7 (4)

Pucynox 3.78 - Excnopmosani enemenmu inmepgeticy ¢ Unity

KirouoBy yBary B nporiieci IpoeKTyBaHHsI OyJ10 MPUIICHO TAKUM aCIIEKTaM:

. Epronomiunicts B3aemonii B VR cepemosuri

. [HTYITUBHO 3p03yMiJie TIPEICTaBICHHS BMICTy IHBEHTapSI

. BisyanpHa iHIuKallisg cTaHy CI0TIB (3aiHATHI/BITLHUI)

. BizyanbHe Bi10OpaskeHHS KUTBKOCTI 3rpyNOBaHUX MTPEAMETIB

[Ticns 3aBeplIeHHS MPOCKTYBaHHS MakeTy B Figma, TekcTypu Ta eleMeHTH
iHTepdeiicy Oynm excnioproBaHi y dopmat, cymicauid 3 Unity, i gani iHTerpoBaHi B

IIPOEKT.

3.11.2. CTpykTypa cucteMH iHBeHTaps

P03p06neHa CHUCTCMAa iHBeHTapﬂ CKIAAa€TbCAd 3 HACTYIIHHX KIHOYOBHX

KOMITOHEHTIB:

1. [Tanenb iHBEHTApS - OCHOBHUI KOHTEUHED, 1110 MICTUTh CIOTH
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2. CnoTu - oKpemi KOMIPKHU JiJ1s1 30€piraHHs MpeIMeTIB

3. Cucrema BIICTE)KCHHS MPEAMETIB - MEXaHI3M, 1[0 JI03BOJISIE BU3HAYATH,
SIK1 IPEIMETH 3HAXOIATHCS Y 30H1 B3a€MO/IIT 31 CJIOTaMH

4, MexaHi3M akTUBaLli 1HBEHTaps - CUCTEMa, IO BIANOBIAAE 3a MOSBY Ta
3HUKHEHHS iHTep(elicy IHBeHTaps Yepe3 BU3HAUCHI KOPUCTYBAIIbKI [T

VY peanizoBaHiii cucTeMi iIHBEHTAp CKJIAIA€ThCS 3 HOTUPHOX CJIOTIB. KoxkeH cioT
(GYHKIIIOHY€E SIK OKpEeMHUU KOHTEHHep, 3JaTHHM 30epiratu MmpeiMeTd Ta TpyIyBaTH
moa10H1 00'eKTH.

&0 Inventory
&0 Title Canvas
) Slot 1
Slot 2
Slot 3

Slot 4

A
|
A

T
..T'
& T

T

- |

Pucynox 3.79 - Cmpyxkmypa ineenmaps 3 vomupma ciomamu
CtpykTypa ClIOTYy 1HBEHTaps

CrnoT 1HBeHTapsl BKIIFOYA€ HACTYITHI KOMIIOHEHTH:

. Canvas (IOJOTHO) - OCHOBHHUM KOMIIOHEHT mjisi BimoOpaxkenus Ul
€JICMEHTIB

. Image (300paxkeHHs) - Bi3yaJIbHE TIPEJCTABICHHS CIIOTY

. TextMeshPro Text - TekcTOBUI €IEMEHT IS BiIOOpa)XCHHS KiIBKOCTI

IPEIMETIB Y CIOTI

&1 temCount

Pucynox 3.80 - /lemanvua cmpykmypa cromy ineenmapsi

C#

[Header("UI References")]
public Image slotimage;
public TMP_Text countText;

private Color originalColor;
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private HashSet<ltem> blockedltems = new HashSet<Item>();

Diefault

ﬁ v Box Collidad

Maothing
" Rigidbody

A S

UoUSs Spoculative

B - Siot (Seript)

Ul Raleramoes

Add Component

Pucynok 3.81 - Komnonenmu ckpunma cioma 6 incnekmopi

CnoTy BUKOHYIOTH KiJIbKa BaXKJIUBHUX (DYHKITIH:

. BuznaueHHs1 MOKIIMBOCT1 pO3MIIIIEHHS MTPEMETa B CJIOTI
. BizyanbHe BiioOpakeHHs cTaHy (3aiHATHI/BITbHHIA)
. [TigpaxyHoK 1 BijoOpakxeHHs KIJIbKOCTI IPEIMETIB OJTHOTO TUITY
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. VYrpaBiaiHHsA (I3UMYHUMH BJIACTUBOCTSAMH MPEAMETIB MPU PO3MIIIEHH] B

CJIOTI

3.11.3. Aaroputm ynpaJiiHHSI PpeAMeTaAMH

Po3pobnenunii anroput™m ympaBiiHHS MpeaMeTaMu 0a3yeTbcs Ha TPUHITUII
ABTOMATHUYHOT'O PpO3Mi3HABAaHHS THUIMY OO'€KTa Ta MOTo BIJAMOBIAHOCTI YyMOBam
pPO3MIIIIEHHsT y KOHKpeTHOMY cjoTi. Cuctema 3IIHCHIOE BaTiAIlil0 MOXKJIUBOCTI
PO3MIIIEHHS MTPEAMETA, BPaXOBYIOYH MOr0 TUIT Ta TOTOYHUHN BMICT CJIOTA.

Ki1t040B010 0COOJIUBICTIO ANITOPUTMY € IHTEIEKTyalbHE YIPABIIHHS (PI3UYHUMHU
BJIACTUBOCTSIMHU TIPEAMETIB TMPHU 1X pO3MIllIeHHI B iHBeHTapi. [Ipu morparuisHHI 70
clI0Ta TMpeaMeT aBTOMATUYHO BTpadae (I3UYHY AaKTUBHICTh Ta (DIKCYEThCS ¥
BU3HAYEHIN MO3UIli1, 0 3a0e3meuye CTablIbHICTh CUCTEMH Ta 3anodirae HeOaKaHUM
(bI3UIHUM B3aEMOJTISIM.

[Ipomec BrIydeHHS TpeaMeTa 3 iHBEHTApsl CYMPOBOIKYETHCS BiTHOBICHHIM
1oro (i3MYHMX BIACTUBOCTEH Ta BiJl'€IHAHHSM Bia cuctemu cIoTiB. Lle mo3Bossie
KOPHUCTYBauy 3HOBY B3a€MOJIISITH 3 MPEIMETOM Y BIPTYalbHOMY MPOCTOP1 MPUPOJTHUM

YUHOM.
3.11.4. Cucrema rpynyBaHHsI IpeIMeTiB

PeamizoBana cucrema rpynyBaHHS (CTEKyBaHHS) OJHOTHUIIHHX IPEIMETIB
ONTHUMI3y€ BUKOPUCTAHHS OOMEKEHOTO MPOCTOPY 1HBEHTAPs. AJITOPUTM I'PYITyBaHHS
Ipalloe Ha OCHOBI TMOPIBHAHHS THUIIB MPEIMETIB, BU3HAUYEHUX 4Ye€pe3 BIAMOBIJIHI
BJIACTUBOCTI KOMIIOHEeHTa ltem.

[IpuHiun poOOTHM CHUCTEMHU TIOJSITa€ y aBTOMAaTUYHOMY pPO3Mi3HABaHHI
OpeIMETIB OJHOI0 THUIY Ta iX O0'€IHAaHHI B MeXkax oAHoro ciota. llpu mpomy
BI3yaJIbHO BIJIOOpaXa€ThCS TUIBKA OAMH €K3eMIUISp TMpeAMeTa 3 YHCIOBUM
1HIUKATOPOM KiTbKOCTi. Taka opradizaiisi 103BoJis€ €(pEKTUBHO BUKOPUCTOBYBATH

0oOMexKeHY KUTbKICTh CIOTIB IHBEHTaps.
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JInst mpeaMeTiB, SKi He MUISIraloTh TPyNyBaHHIO (YHIKaIbHI abo0 creriaibHi
IpEMETH), CHCTEMa aBTOMAaTHYHO OJOKYE MOXKIHUBICTh CTEKyBaHHS, 3a0e3Meuyr0un

IHIMBIAYyallbHE 30epiraHHs KOKHOT'O €K3eMILIspa.

3.11.5. InTerpanis inBentaps 3 VR koHTpoJepamu

[aTerpamiss cucremu iHBeHTapss 3 VR KOHTposiepamu pealizoBaHa uepes
CHeliali30BaHul MOJyYJb, 10 3a0e3nedye IHTYITMBHY B3a€EMOJII0 KOPUCTYyBaua 3
iHTepdeiicom. AKTHUBAIlIS 1HBEHTAPs 31MCHIOETHCS Yepe3 NMPU3HAUYCHY KHOMKY X Ha

KOHTpPOJIEP], IO BIANOBIJA€ 3arajJibHONPUUHATAM cTaHaapraM VR i1HTepdeiciB.

Pucynox 3.82 - Cxemamuxa VR konmponepa 3 knonkoro akmusayii ingenmapsi

[lanens 1HBEHTAapsd JWHAMIYHO TO3ULIOHYETHCS BIJHOCHO JIIBOI pYyKHU
KOPHUCTYBaua, 3a0€3MeUyroYd ONTUMAIbHUM KYT OTIJISAY Ta 3PYYHICTh B3a€MOJII.
Cucrema aBTOMaTUYHO KOPUTYE MOJTOKEHHS MaHesl 3aJIeKHO Bl PyXiB KOPUCTYBaya,

HiATPUMYIOUH CTaOLIbHY BUIMMICTB iHTEpdeEiicy.
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* Event Bystem

v Standalons Input Moduie

Replace with InputSystemUlinputhd odule

u + Inventory VR [(Script)

Add Component

Pucynox 3.83 - Hanawmyeanus peacy8anHs Ha KHONKY KOHMpPoaepa

Oco0nuBICTIO peai3allii € BAKOPUCTaHHS CHCTEMH MPHB's13ku (anchor system),
sKa 3a0e3neuye cTabiibHEe TTO3UIIOHYBaHHS 1HTep(deNcy BIIHOCHO PYKH KOPUCTyBayda
HaBITh MPU aKTUBHUX pyxaX. [{e KpUTUIHO BaXKIUBO 171 3a0e3MmeueHHss KoM()OPTHOTO

KOPHUCTYBaHHS IHBEHTAPEM ITi]] 4ac TUHAMIYHOTO TeUMILIEHO.

3.11.6. CucTema ynpaBjiiHHSI CTAHAMHU NMpeAMETIiB

Po3pobnennii koMnoHeHT [teMm cily>kKUTh OCHOBOIO JJisi YIPABIIHHS CTaHaAMU
BCIX MPEIMETIB, IO MOXYTh B3aEMOIISATH 3 CHCTEMOIO 1HBEHTaps. KoOMIIOHEHT
BIJICTEXKY€ TOTOYHUH CTaH MpEIMeTa, HOro pOo3TallyBaHHS Ta MPHHAICKHICTH 0
KOHKPETHOTO CJIOTA.

KirouoBoro (hyHKITIOHATBHICTIO KOMIIOHEHTA € 00poOKa MO 3aXOIUICHHS Ta

BIJITYCKaHHA NpeaMera KopuctyBaueM. llpu B3aemonli 3 mHpeaMETOM cHCTEMa
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aBTOMATUYHO OHOBIIIOE HOr0 CTaH, 3a0€3MeUy04H KOPEKTHY POOOTY BCiX MOB'A3aHUX
MEXaHI3MiB.

OCHOBHI BIACTUBOCTI CUCTEMHU BKJIFOYAIOTh:

C#

public string itemType;

[HidelnlInspector] public bool inSlot = false;

[HidelnInspector] public Slot currentSlot;

public Vector3 slotRotation = Vector3.zero;

Taka cTpykTypa 103BOJIIE CUCTEMI €()EKTUBHO BIJICTEKYBATH CTaH KOXHOTO
npenMera Ta 3a0e3MedyBaTH KOPEKTHY B3a€EMOJII0 MIX PI3HUMU KOMIIOHEHTaMU

CHUCTCMHU iHBeHTapH.

3.11.7. Cucrema rpynyBaHHs peMeTiB

VY po3po0ieHiii cucteMi IHBEHTaps peaizoBaHO (PYHKIIOHAIBHICT FPYITyBaHHS
(cTexyBaHHS) OJHOTHITHHX IPEAMETIB IS OINTHMI3allil BUKOPUCTAHHS CIIOTIB.

AnTopuTM TrpynyBaHHs 0a3yeTbcs Ha MEPEBIPIl TUIY NpeIMeTa 4Yepe3 BIACTUBICTD

itemType.

[TpunIun po6oTH cCUCTEMHU TPYITyBaHHS:

1. [Ipenmern ©Oe3 BHW3HAYEHOTrO 3HauYcHHS ItemType He miIsAralTh
TpyIyBaHHIO

2. [IpenMeru 3 ogHAKOBUM 3HaUYEeHHAM IteMType MoKy Th OyTH 3rpyIioBaHi B

OJIHOMY CJIOTI

3. [Ipu TpymyBaHHI MpeaMETIB BiIOOPAKAETHCS YHUCIOBHA 1HIUKATOP
KUIBKOCTI

C#

private void OnTriggerStay(Collider other)

{

var obj = other.gameObject;

var item = obj.GetComponent<item>();
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If (item == null || item.inSlot) return;

Il Axwo itemType nopooicnitt => ne cmexamu 6invbuie 00HO20

bool isNonStackable = string.IsSNullOrEmpty(item.itemType);

Il Axwo esice € npeomemu 6 ciomi

if (itemsinSlot.Count > 0)

{

var firstitem = itemsInSlot[0].GetComponent<item>();

bool firstNonStackable = string.IsSNullOrEmpty(firstitem.itemType);

If (firstNonStackable || isNonStackable || item.itemType != firstitem.itemType)

return;

¥

if (blockedltems.Contains(item)) return;

var grab = obj.GetComponent<XRGrablnteractable>();

If (grab.isSelected) return;

Insertitem(obyj);

¥

J11st OHOBJIEHHS BIAOOPaXKEHHSI KUIBKOCTI MPEAMETIB Y CJIOTI BUKOPUCTOBYETHCS
METO/I:

C#

private void UpdateCountUI()

{

if (itemsInSlot.Count <= 1)

countText.text = string.Empty;

else

countText.text = itemsInSlot.Count.ToString();
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¥

3.11.8. Pe3yabTaTH peaJtizanii Ta TecTyBaHHsI

Po3pobiena cucrema 1HBEHTapsi YCHINIHO IHTETpOBaHA Yy BipTyajbHE
CEpEeIOBHILIE Ta JEMOHCTPYE €PEKTUBHY POOOTY MpPH B3a€MOZIl 3 PI3HUMHU THUIIAMU

npenmetiB. [1i yac TecTyBaHHS MIATBEPIKEHO KOPEKTHY POOOTY HACTYITHUX aCIEKTIB!

1. AKTHUBAaIlis Ta AeaKkTUBAallisl iHTepdency 1HBEeHTaps
2 Po3MilieHHs peiMeTiB y cloTax

3 ['pynyBaHHS OTHOTHITHUX MPEIMETIB

4, BuitydyenHs npeMeTiB 31 CIIOTIB

5 Bino6paskeHHs KUTBKOCTI 3rpyIOBaHUX MPEAMETIB

Inventory

Pucynox 3.84 - Ineenmap 3 posmiwenum npeomemom
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Pucynox 3.85 - [lpuxnao epynysanns oonomunnux npeomemie (060uis) 6
IHBeHmapi
Cucrema A1eMOHCTpY€E CTaOLIbHY pOOOTY B PI3HHUX CIEHAPiAX BUKOPUCTAHHA Ta

3a0e3nedye IHTYITUBHO 3p0O3yMIINI MEXaH13M B3a€MOIIT ISl KOPUCTyBava.

3.11.9. BucHOBKH

Po3po6nena cucrema inBentaps s VR RPG rpu 3abesneuye edexkTuBHUN
MEXaHI3M YIPaBJIiHHSA ITPOBUMH TMpeaMeTaMH 3 ypaxXyBaHHSM OCOOJUBOCTEH
B3a€EMO/IIT Y BIpTyallbHIN peabHOCTI. KiTtouoBrMHE TiepeBaraMu peari3oBaHOl CHCTEMH
€.

1. [HTYyiTHBHO 3p0o3yMinuii iHTepdeiic, aganToBanuii 111 VR cepenoBuiia
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2. EdekTrBHE BUKOPUCTaHHS ITPOBOrO MPOCTOPY 3aBASKUM MEXaHI3MY
TpyIyBaHHS IPEIMETIB

3. ['HyuKkicTh y HaamTyBaHH1 B3aEMOJIIT IJIs PI3HUX THUIIIB MPEIMETIB

4, OntumizoBaHe  TO3UIIIOHYBaHHS  BIJHOCHO  KOpPUCTyBaua  JUist
3a0€3MeUeHHS 3pYYHOT0 JJOCTYITY

[Tomampmmii ~ pPO3BUTOK  CUCTEMHM  MOKE  BKIIOYATH  PO3LIMPEHHSA
(GYHKITIOHATBHOCTI 4Yepe3 MOJaBaHHS KaTEropiil MpeaMeTiB, peai3aiii0 CHUCTEMHU
HIBUKOTO JOCTYIY JI0 YaCTO BUKOPUCTOBYBAHUX IMPEMETIB Ta ONMTUMI3aLlII0 MPOIIECY

B3a€EMOJII1 IJIs MABUIIIEHHS KOM(OPTY KOpUCTYyBaya

3.12. Peamizamisa cucremu Body Inventory mast VR cepenoBuima

VY nanomy miipo3/iai po3TISHYTO MPOIIEC TPOCKTYBAaHHS Ta peasizallii CUCTeMHU
Body Inventory (iHBeHTaps Ha TiJli IEpCOHAXa) JUIS BIPTYalIbHOI PeaibHOCTI, IO €
J0JaTKOBUM ejneMeHToM po3poOmoBanoi RPG rpu. Cucrema Body Inventory
3a0e3nedye OUIbII IMMEPCUBHUN TOCBIJI B3aEMO/IIi 3 PEAMETAMH Y TPi, 103BOJISIOUU
TPaBII0 PO3MINIYBaTH Ta OTPUMYBATH TPEAMETH O€3MOCEePEAHhO 3 BIPTyaIbHHX

"croTiB" Ha TII1 IepcOoHaXa.

3.12.1. Konuenuisi Ta ocodsmBocti Body Inventory

Ha BinmMiHy BiJl KJIaCHYHOTO 1HBEHTAps, OMMCAHOTO B miapo3aiai 3.11, cucrema
Body Inventory cTBoproe BipTyaibHi CIIOTH, po3TalloBaHi HaBKOJIO Tijia rpaBisg y VR
CepeoBHILI, 110 3a0e3neyye OUTbII MPUPOIHY Ta IHTYITUBHY B3a€EMOIIIO 3 IrPOBUMU
npeameramu. OCHOBHI MepeBaru Takoro IMiaxouy:

. [linBuILIEHHA pIBHS IMMEPCUBHOCTI 32 PaXyHOK MPUPOJHUX PYXIB IS
JTOCTYIY JI0 TIPEAMETIB

. [IBuaKui 1OCTYN 1O 4aCTO BUKOPUCTOBYBAHUX MPEIMETIB 0€3 BUKIIUKY
MEHIO 1HBEHTaps

. PeanictuyHe Biq4yTTS HOCIHHS CIIOPSPKEHHS HA T1J1 IEPCOHAXa

Body Inventory mopmiieHO Ha KiJibKa CIICIiadi30BaHUX 30H, KOXHA 3 SKHX

npu3HaueHa JIst 30epiraHHs MeBHOTO TUITY MPEAMETIB!
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1. [Tosic (caraiinak) - 1uist 30€piraHHs CTPLT

2.  Cnuna - y1s 30epirants 30poi (Me4iB, COKHP)

&) XR Origin (VR)
) Camera Offset
) Main Camera
&0 Left Hand
5 Right Hand
7] Bodylnventory
&) Sphere

&) Cube

Pucynox 3.86 - Cmpyxmypa Body Inventory 3 xomnonenmamu onst nosicy ma

Cnuru

3.12.2. ApxitrekTypa cucremu Body Inventory

Cucrema Body Inventory 6a3yernscst Ha konteniii "body sockets" (cioriB Ha
Tii), SIKI JMHAMIYHO MO3HUI[IOHYIOTHCSA BiAHOCHO mosioskeHHs VR momoma (HMD -
Head-Mounted Display) kopuctyBaua. KoxeH ciioT Ma€e BU3HAYCHE CITiIBBITHOIICHHS
BUCOTH BigHOCHO TiosioxkeHHst HMD, 110 103Bostsie cucteMi aganTyBaTHCs i 3picT Ta
IOJIOKCHHS KOPUCTyBava.

CrtpyKTypa CUCTEMU BKJIIOYAE:

1. Knac BodySocketlnventory - ocHOBHHUIT KOMIIOHEHT, III0 KEPYE CHCTEMOIO
IHBEHTAaps Ha TLI1

2. Kuac bodySocket - ctpykTypa gaHux Uit OHCy OKPEMOTO CJI0Ta Ha TiJi

3. Mexanizm  BiacTtexxeHHs — nojoxeHHs HMD  nns kopekTHOTro

MO3UIIIOHYBAHHS CJIOTIB

3.12.3. Peanizaris caraiijaky Ha Tosici

OpauM 13 kmodoBux enemeHTiB Body Inventory e caraiimak Ha mosci
KOPHUCTYBauda, peai3oBaHW y BUIIISAI CHEPUYHOTrO KOjaiaepa, IO BIICTEKYE
MOJIOKEHHSI KaMepHu Ta PO3TAIIOBYEThCS HA BipTyaldbHOMY mosici rpaBis. Llei
KOMITOHEHT MpU3HAYEHUI A 30epiraHHs CTpLl Ta IHIIMX OPIOHMX IpPEIMETIB, L0

MaroTh OyTH JIETKOIOCTYITHUMH TIi]] 4ac TPH.
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Pucynox 3.87 - Cohepuunuii xonaiioep onsa peanizayii caeatioaxy Ha nosci

HanamryBanns caraimaky B increktopi Unity BkiIroyae HaCTyIHI apaMeTpPH:

ﬂ v Tag Restricted Socket (Script)

N
Default

None (Trar

Non Interactable)

guiver

Pucynox 3.88 - Hanawmyeanus micys ons cazatioaxy 6 incnekmopi Unity
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OCHOBHI BJIaCTUBOCTI Caraiiaky:

. JluHamiuHe O3UIIIOHYBaHHS BITHOCHO BUCOTH KOPUCTYBayda
. ABTOMaTHYHE 00EPTAHHS Pa30M 13 MOBOPOTOM KOPHUCTyBaua
. MO>XITUBICTh BIITYYECHHSI TIPEIMETIB MPUPOTHAM PYXOM PYKH JI0 TIOSICY

Pucynox 3.89 — Buensao peanizayii' y epi
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3.12.4. Peani3auisi cjioTa 1151 30poi Ha ciiuHi

Jlns po3minieHHs1 30poi HAa CHUHI NEpPCOHa)ka peaji3oBaHO CIIeIiani30BaHUN
CIOT y BUIIANI KyOa 3 komaiinepom. Lleil cioT po3TamoByeThCS 3a CIHUHOIO

KOpHCTYyBaua Ta 3a0e3neuye 3pyqHe 30epiranHs BeJIuKoi 30poi.

Pucynox 3.90 - 3acanvruii 6uenso kyba ons 30epicanus 30poi 3a cnuHorw0

HanamtyBanss ciiorta jyist 30poi B 1HCIIEKTOPI:

a v XR Socket Interactor

weapon

None (Transform)

(XR Base Interactable)

Pucynox 3.91 - Hanawmyeanus cnoma 015 30poi 6 incnexkmopi Unity
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Oco0nuBoCTI cnoTa AJid 30poi:

. PosramryBanHsa 3a CIMHOIO KOPHWCTyBaua ISl PEaTiCTUYHOTO BIAUYTTS
HOCIHHS 30poi1

. ApanTartis mo3uirii BiIMOBIAHO JI0 3pOCTY Ta MOBOPOTY KOPUCTyBada

. Cucrema KomaiiepiB IS TPAaBWIBHOTO BU3HAYEHHS MOMEHTY

po3MileHHs 30poi

Puc. 3.92. I1io uac epu akmusosanuti crom 306poi
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O Inspector @ |ighting

@,

v Bodylnventory

Tag Untagged v Layer Default

Transform

2 Sphere

Add Component

Pucynox 3.93 - 3acanvnuii éuenso cucmemu Body Inventory y incnexkmopi

3.12.5. AnroputMm B3aemozii kopucryBaua 3 Body Inventory

Jliist 3abe3neueHHs 3pyqHoi B3aemoii 3 Body Inventory pospo6ieHo anroputm,

110 JTO3BOJISIE TPUPOJTHUM YHHOM PO3MIIIYBATH Ta BIUIyYaTH TIPEAMETH 3 BIATIOBITHUX

CJIOTIB:

1.

(o]

(0]

(o]

Posmimmenss npeamera:
KopucryBau HaOamxkae npeIMeT 10 BIIMOBIAHOTO CJIOTA HA T
CucrtemMa BU3HauYa€e BXO/KEHHS TPEAMETA y 30HY KoJailepa ciorta

HpI/I BiIIHYCKaHHi KHOIIKHM  3aXOIUICHHA IMIpCAMCT aBTOMATHUYHO

MO3UIIIOHYETHCS Y CIIOTI

2.

(o]

Bunyuenns npeamera:
KopucrtyBau HabGnmxae pyky A0 clioTa 3 PeIMeTOM
[Ipu HaTHCKaHHI KHOTIKU 3aXOIJICHHS! KOPUCTYBay Oepe mpeaMeT

[IpenMet nepexoauTh y CTaH 3aXOIJICHHS Ta BIJIOKPEMITFOETHCS BiJl CII0TA
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Leit anroputm 3a0e31euye iIHTYITUBHUNA Ta IMMEPCUBHUN TOCB1J B3a€EMO/III, 1110

BIJIMTOBIJIA€ TIPUPOJTHHUM JIOJICHKUM PyXaM Y pealbHOMY CBITI.

3.13 IlpoexkTyBaHHs Ta peaJiizaunis intepgeiicy kopucryBaya

3.13.1 KonuenrtyajabHi pilneHHs1 q1u3aiiny intepdeiicy

Pospobka inTepdeticy kopuctyBada st VR-RPG rpu motpebyBana 0cobamuBoro
X0y, AKUH BpaxoBye crelu(iKy BipTyalbHOI pealbHOCTI Ta dKaHPOB1 0COOIMBOCTI
poJIbOBUX irop. OCHOBHOIO KOHLEILIEIO CTANO0 CTBOPEHHSI IMMEPCUBHOTO 1HTEp(deiicy,
SIKUW OpTaHIYHO IHTETPYETHCA y BIPTYaJbHUHN CBIT TPH.

BizyanpHa cTummicTuka

J171s1 CTBOPEHHS LIUJIICHOTO Bi3yalIbHOTO CTUJIIO 0YJI0 OOpaHO MiAX1/I, 1110 MOETHYE
KJIACUYHI eJlIeMEeHTH (PEHTEe31MHOTO >KaHpy 3 CyYaCHUMU MOXJIUBOCTAMH VR-
TeXHOJIoTiiH. OCHOBHI IPUHITUIHN AU3aliHy BKIIOYAIOTH:

Texctypuuii miaxin 10 opopmieHHs (GoHy: BukopucTaHHs 1eTalbHUX TEKCTYP
CTBOPIOE BITUYTTS MaTepiaIbHOCTI Ta TITMOMHH, 110 OCOOJIMBO BAXKIJIMBO Y BIpTyalbHIN

peanbHOCTI AJI JOCSITHEHHS €()EeKTY MPUCYTHOCTI.

Pucynox 3.94 - Texcmypnuti 3a0nii ¢hon inmepgpeticy
CrunizoBaHa paMkoBa cuctema: Po3po0iieHo yHIKaIbHY CUCTEMY JEKOPATUBHUX

PaMOK, SIKI BAKOPUCTOBYIOTHCS JUIsl 0OpamiieHHs iHTepdericHuX eneMeHTiB. L1 pamku:

. CTBOPIOIOTH Bi3yallbHY €JHICTh BCIX €JIEMEHTIB IHTEpdeiicy
. [TinkpecnioroTh (peHTe31iHYy aTMOochepy Ipu
. 3a0e3neuyoTh 4YiTKE BIAOKPEMJICEHHA I1HTEPQEHCHUX €JIEMEHTIB Bij

IrPOBOT0 CEepPEeIOBUIIA
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Pucynox 3.95 - Jlexopamuena pamxa ons inmepghetichux eiemenmis

MonynbHa no0yioBa iHTeppeiHCHIX EIeMEHTIB

st 3abe3nedyeHHs THYYKOCTI Ta MacmTaboBaHOCTI iHTepdelicy Oyio
BIIPOBAPKEHO MOAYJIbHUM MiaXia 10 cTBopeHHs Ul-eneMeHTIB:

1. CerMeHTallis AeKOpaTUBHUX eJIeMEHTIB: CKIIaH1 paMKH PO3IUISIOTHCS HA

OKpeMi KOMITIOHEHTH, 110 J03BOJISE:

0 AJjanTyBaTH pO3MIpH MiJ PI3HUM KOHTEHT
0 CrtBOproBaTH HOB1 KOMOiHAIIT ICHYIOUHX €JIEMEHTIB
2. Komnozutiithuit niaxia: 30upanus ¢iHanbHUX 1HTepdeicHuX OJIOKIB 3

MiTOTOBJICHUX MOJYIIB 3a0€3Medy€e KOHCUCTEHTHICTh JU3aliHy Ta CIPOIIYE MPOIecC

PO3pPOOKH.
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Pucynox 3.96 - 36ipxa ginanvnoco inmepgheiicnoco enemenmy 3 MOOYIbHUX

KOMNOHEHMIB

3.13.2 InTerpanis 3 VR-cepenoBuiem

Cucrema B3aeMoii

Jlns 3abe3neueHHs 1HTYITMBHOI B3aeMojii 3 iHTepdericom y VR-cepenopui
OyJ10 KOHIIETITYaJIbHO peajTi30BaHo:

Kontponepn 3 nydoBor Hapiramiero: Cuctema MNPOMEHEBOTO HaBEICHHS
J03BOJIIE TOYHO BUOMpaATH 1HTEep(dEMCHI eIeMEeHTH Ha BIJCTaHi, II0 € KPUTUYHO

BaYKJIMBUM JJ11 KOM(POPTHOT B3a€EMO/I1i Y BIpTyallbHIN peanbHOCTI.
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Pucynox 3.97 - Cucmema xommponepié 3 1y4o8um HABEOEHHAM MA NCEBOO-

mevem

Taktunpuuit Gpindex: Bukopucranus BiOpaiii KOHTPOIEPIB IS M ATBEPIKEHHS

BUOOpY Ta HaBiramii Mo MEHI0 MIABUIIYE BIAYYTTS B3a€EMOJIi 3 BIpTyalbHUMHU

00'ekTamu.

3.13.3 Tunm niamoroBux iHTEp(DEHCiB

VY xontekcti VR-RPG 0yno Bu3HaueHO, M0 HAWOLIBIT TOPEYHUM € 3MIillIaHuN

THII JIIAJIOTY, SIKAW BKJIIOYAE.

MeHro-opieHTOBaHUH Aiaior
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[eit miaxin nependayvae:

. [IpencraBneHHs BapiaHTIB PEIUTIK Y BUTIISII IHTEPAKTUBHOTO MEHIO
. BizyanbHe BUAUICHHS JOCTYITHUX OIIIIiH
. [HTYiTHBHY HaBirauiro 3a 7onoMorow VR-KOHTpoJiepiB

[lepeBaru meHto-opieHToBaHorO migxony y VR:

. YiTKICTh JOCTYITHUX BapiaHTIB Jii
. 3MeHIIIEHHS KOTHITUBHOTO HABaHTAKCHHS Ha TPaBIIs
. [IpocToTa peaizanii Jokamizamii

[HTerpanis 3 irpoBUM CBITOM

BaxnuBuM  acrieKTOM — TPOEKTYBaHHsS ~ CTaja  OpraHiyHa  IHTerparis
1HTep(ENCHUX €IEMEHTIB Y CBIT IPHU:

. JlianoroBsi BiIKHa CTHJI130BaHi MiJl CyBO1 a00 MaridyHi eKpaHu

. AHimalii TosIBU Ta 3HUKHEHHS BIJMOBIMAIOTH (I3MYHUM 3aKOHAM

BIPTYaJIbHOT'O CBITY

3.13.4 Texniuna peasizanis

[HcTpymMeHTH po3poOku
Jlsist cTBOpEeHHs Ta 1HTerpatii iHTepdeiicy BUKOPUCTOBYBAIHUCS
Figma: s npoeKTyBaHHS CTATHYHUX MAKETIB Ta CTBOPEHHS TU3alH-CUCTEMHU.

bazens (Bezel): BeO-miarpopma mis  mpororumyBanHs VR-ciieH, 110

J03BOJIMIIA:
. [IBuako TecTyBaTH po3MIIIEHHS 1HTEPENCY Y TPOCTOpi
. OuiHIOBaTH 3pY4YHICTh B3a€EMO/I11
. ItepyBatu nu3aitn 6€3 HEOOX1THOCTI MOBHOT 301pPKH MPOEKTY
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Pucynox 3.99 — Konyenm mento opienmosanoco oiancy ¢ Basel 6i0 nepuiozo

uys
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3.14 BUCHOBKH /10 po3aii1y

VYci po3pobneni komnonentu VR-cuctemu GopMyroTh TICHY €KOCUCTEMY, 1€
okpeMi Mexaniku (mepemimieHass y VR-mpoctopi, B3aemomist 3 00'ektamu, 0OHOBI
CHCTEMH, MiHi-irpH) B3aEMOJIIOTH MiXK COOOI0, CTBOPIOKOUM KOMIUIEKCHUH irpOBHIA
nocBig. Jns 3a0e3neueHHs eheKTUBHOI 1HTErpallli KOMIIOHEHTIB OyJI0 3aCTOCOBAHO
PAI apXITEKTYPHUX PIIeHb Ta MiIXO/A1B A0 PO3POOKH.

ApPXITEKTypHI PIIlICHHS IS IHTETpaIlii KOMIOHEHTIB

1. VuidikoBaHacucrema B3aeMOIIT

VYci iHTepakTUBHI 00'€KTM B MPOEKTI BUKOPHUCTOBYIOTH KOMIOHEHTH XR
Interaction Toolkit (XRGrablnteractable, XRSocketInteractor rormo), mo 3a6e3neuye
equHUM 1HTepdeic B3aeMOo/I1i I pi3HUX THUIIB 00 'eKTiB. Lle 103BoJIsIE KOPUCTYBaYEBI
3aCTOCOBYBAaTH OJIHAKOBI >KECTH Ta Ml s B3a€EMOJIi 3 PI3SHUMHU €JIIEMEHTAMHU
BIPTYaJIbHOTO CBITY, MiJIBUIIYIOYH 1HTYITUBHICTh YNPABIIHHA Ta CIPOIILYIOYHU MIPOIIEC
HaBYaHHS.

2. MoaynpHa apXiTeKTypa

Koxen ¢yHKI[iOHAIbHUE eleMeHT (30posi, MilleHi, IHTCPaKTHBHI 00'€KTH)
pealli3oBaHO SIK HE3AJICKHUI KOMITOHEHT, 1[0 MOKe OyTH MOBTOPHO BUKOPHCTAHUHN Y
PI3HHX KOHTEKCTax. MomynpbHUM MiAX1J 3HAYHO CHPOIIY€E MPOIeC PO3pOOKH HOBHUX
CYTT€BHX 3MiH B apXITEKTYpl POEKTY.

3. IlomieBa MoJIE I KOMYHIKAITIT

B3aemonist Mk KOMIOHEHTAMHU 3{1HCHIOETHCS IEPEBAXKHO YEPE3 CUCTEMY TOJIIN
Unity (UnityEvent), oo 3MeHIIye 3B's3aHICTh KOAY Ta ITiIBUIIYE THYYKICTh CHCTEMHU.
Takuil miaxiJ T03BOJIIE KOMIIOHEHTaM KOMYHIKYBAaTH MK COOOI0 0€3 KOPCTKUX
3QJIEKHOCTEM, 110 3HAYHO CIPONIYE TMPOIEC TECTyBaHHS, BIJJIArOJKEHHS Ta
Moaudikailii OKpeMUX €JIeMEHTIB CHCTEMH.

4. bararopiBHeBa onTUMI3allis

Ha Bcix piBHSX pO3pOOKHM — BiJ OKpPEeMHX MeEXaHIK A0 IUIICHUX CIEH —

3aCTOCOBAHO pPI3HOMAHITHI TEXHIKHM ONTHMI3aIli, 10 3a0e3MeuyloTh CTa0lIbHY

142



npoaykTuBHICTE Y VR-cepenoBuii. OcobivBa yBara OpUAUISIETBCS ONTHUMI3ALIT
G13MYHUX PO3paxyHKIB, PEHIIEPUHTY Ta YMPABIIHHIO PECypCaMH, 10 € KPUTUIHUMU
dbakTopamu s 3a0e3nedeHHsT KOM(DOPTHOTO JOCBIAY KOPHCTyBada y BIpTyaJIbHIN
peaIbHOCTI.

IlepeBaru o6paHOTO MiAX0MY 10 1HTETpaIlii

Onucanuii BUIlE MIAXIA 10 IHTErpaunii KOMIIOHEHTIB JO3BOJISIE HE JIMIIE
iATPUMYBATH HasiBHY (DYHKIIIOHATLHICTB, ajie i 3a0e31evuye 3HAUHUA MOTEHITIaM JIs
MOJAIBIIIOTO PO3IMIMPEHHS MPOEKTY. MOIYIBHICTD, cilabKa 3B'S3aHICTh KOMIIOHEHTIB
Ta yHi(ikoBaH1 iHTep(eiicu B3aeMO/11 CTBOPIOIOTh (PYHIaMEHT JJIs 10/IJaBaHHSI HOBUX
MEXaHIK, JIOKaIlii Ta IrpoBUX pPEKUMIB 0€3 HEOOXITHOCTI CYTTEBOI IEepepOOKH

ICHYIOYOTO KOZLY.

143



PO3LI 4. PEKOMEH AL 11 (0% (0
BITPOBAJKEHHS TA EKCILIYATALIICUCTEMM

4.1 BuMoOru 10 anapaTHoro Ta NporpaMHoro 3ade3ne4eHHs

Jlyist 3a6e3nedeHHs ONTUMAaIBLHOTO JIOCBIMy cepenHboBiuH0i RPG y BipTyanbHiid
peabHOCTI HEOOXITHO BpaxXyBaTH HACTYITHI BUMOTH JIO allapaTHOTO Ta MPOrPaMHOTO

3a0€3ICYECHHS,

4.1.1 Bumoru a0 IIK (a5 pexumy PC VR)

MiHimMaabHI BUMOTH:

. [Mponecop: Intel Core 15-9400 / AMD Ryzen 5 3600

. OmneparusHa nam'site: 16 'b RAM

. Bineokapra: NVIDIA GeForce GTX 1660 / AMD Radeon RX 5600 XT
(6 'b VRAM)

. Micre Ha qucky: 2 I'b BinbHOTO npoctopy (SSD pekoMeH0BaHO)

. Onepaniiina cucrema: Windows 10 (64-6it)

. [Tporpamue 3a6e3neuenns: .NET 8 Runtime, OpenXR-cymicHuii apaiieep

Pekomen10BaHi BUMOTH:

. [Mponecop: Intel Core i7-10700K / AMD Ryzen 7 5800X ab6o
MOTYKHIIITHI
OneparuHa nam'ath. 16 I'b RAM 1 Ounbiiie

. Bineokapra: NVIDIA RTX 3070 / AMD RX 6800 XT (8+ I'b VRAM)

Micre Ha aucky: 2 I'b BinbHOro npocropy (SSD 060B's13k0B0)

HNonatkose [13: Ocranni apaiisepu GPU, Meta XR Plugin (s Oculus

Link)

4.1.2 Bumoru 10 aBTOHOMHOT0 BUKkopucranas (Meta Quest 3)

. BuyTpimas nam'ste: minimym 2 I'b BitbHOTO IIpocTOpy
. Bepcis nmpommBku: octanHs pocrymnHa 1 Meta Quest 3
. Pexxum po3poOHKKa: aKkTUBOBAHHH (JIJ1s1 TECTYBaHHS)

144



. besnporose 3'ennanns: Wi-Fi 6 (802.11ax) pexomenmoBano mias Oculus
Air Link

. Oculus Developer Hub: Bcranosnenuii Ha ITK my1s po3poOku

4.1.3 Bumoru 10 VR-rapHityp

. [MiarpumyBsani [TK-rapuitypu: Meta Quest 2/3 (uepes Link), Valve Index,
HTC Vive (Pro), Windows Mixed Reality

. AstonomHi rapuitypu: Meta Quest 2, Meta Quest 3

. Kontponepu: VR-xontposmepu 3 6DOF BigcTexeHHsIM, MiATPUMKA
XarnajabHUX KECTIB

. MinimManbHHA piBeHb BifacTexkeHHs: 6DOF (mricTh cTymneHiB cB000 M) A5
MOBHOI[IHHOTO 3aHYpPEHHS

. JlolaTKoOBI1 akcecyapy: 30BHILIHI TPEKEPH AJI MOKPALLEHHS BIACTEKECHHS

pyXiB Tija (OMIiOHAILHO)

4.1.4 Cneundiuni BuMoru ajis cepeanboBiunoi RPG

. IrpoBuii mpocTip: MiHIMYM 2X2 METpPH Ui MOBHOIIIHHOTO Bi1ITBOPEHHS
00MOBOT MEXaHIKU

. JlonatkoBi Bumoru Juis rpadiuanx edekris: migrpumka DirectX 12 a6o
Vulkan aiist peamicTHIHOTO peHICPUHTY CEPEIHBbOBIYHHX JIOKAIIIN

. Ayaio; peKOMEHI0BAHO CTEPEOHABYIITHUKU 3 MPOCTOPOBUM 3BYKOM LIS
MOBHOT'O 3aHYpPEHHS

. Latency: makcumym 20 mc st kom@opTHUX OoiloBUX creH 0e3

cumntoMiB VR-xBopoOu
4.2 Ilpouec BCTAHOBJIEHHS TA PO3rOPTAHHS CUCTEMHU

4.2.1 Beranosiiennst Ha IIK minardgopmi (Steam)

1. ITinroroBKa 40 BCTAHOBJICHHS.
0 [TepeBipka BiAMOBIAHOCTI CHCTEMHUM BUMOTaM
0 OHoBJEHHS ApaliBepiB B1ICOKAPTH A0 OCTAHHBOI Bepcii

0 Iacramsamis .NET 8 Runtime (skmro BigcyTHiit)
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0 BcranoBnenns ta HanamrtyBanHsa Steam VR

2. IIporec iHCTANSITIT

0 3aBaHTaXKECHHS TpU yepe3 KIieHT Steam

0 ABTOMaTHYHa IEPEBIPKA HASIBHOCTI 3aJIEKHOCTE:

. Visual C++ Redistributable 2019 a6o HoBime

. .NET 8 Runtime

. OpenXR Runtime

0 HanamryBannas napametpiB VR-cucremn uepes iHCTaIATOP

3. Ilepme HamamryBaHHS:

0 ABTOMaTuyHe Bu3HaueHHs Tuity VR-rapHiTypu

0 KanibpyBanHs irpoBoOro npocTopy Juisi ONTUMaIbHOI B3a€MOJIii
0 BceraHoBiieHHS MOYaTKOBUX rpaiyHUX HaJIAalITyBaHb BIANOBIIHO [0

XapaKTepUCTUK CUCTEMU

0 ["enepartis daitniB irpoBoro npodiio

4.2.2 Becranonjennsa Ha Meta Quest 3

1. [TinroToBKa rapHITYypH:

0 Omnosnenns npommmBky Quest 3 10 octanHBOI Bepcii

0 AKTHBAIlIA PEKUMY PO3pOOHUKA Yepe3 MoOUThHUIN JonaTok Meta
0 Bxirouenns "HeBimomux pkepen’ y HaJdalTyBaHHIX

2. [Ipomnec iHCTANSIIIT:

0 Bapiant 1 (uepe3 Oculus Developer Hub):

. [Tigxmouenns Quest 3 go I1K
. 3apantaxxenHs APK depes Oculus Developer Hub
. [TepeBipka BCTaHOBJICHHS Ta 3aIlyCK MIPOTPaMHU

0 BapianT 2 (uepe3 SideQuest):

. Bcranosnenns SideQuest ma ITK
. [Tinxmrouenns Quest 3 uepes USB
. Bcranornenns APK depes SideQuest intepdeiic

0 Bapiant 3 (uepe3 Meta App Lab):
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. [MTomyk rpu y karano3i App Lab gepe3 moGinbHuii nogarox Meta

. 3aBaHTa)KEHHS Ta BCTAHOBJICHHSA 33 CTAaHAAPTHOIO MPOLIETYPOIO
3. Ilepiue HamamryBaHHS:

0 ABTOMaTHYHE BU3HAYCHHS XapaKTEPUCTUK TapHITypU

) Hanamrysanust 30au Guardian st 6e3rme4Horo reiMIuieto

0 OnTtuMizanis rpadiyHUX napameTpiB IiJ NpoAyKTUBHICT Quest 3

4.2.3 OcobnuBocTi po3ropranis RPG-komnoHeHTiB

. [TowyaTkoBI pecypcu: reHepallis MOYaTKOBOTO iHBEHTapI Ta IPEIMETiB
IIPH TIEPIIIOMY 3aITyCKY

. IrpoBi cBiTH: OETaITHE 3aBaHTAKEHHS BEJIMKUX CEPEIHbOBIYHUX JIOKAITIi
JUTSA OIITHMI3AIll] HaM'saTl

. RPG-cucrema: HanmamrTyBaHHS CKJIQAHOCTI Ta OajaHCy MMia TEXHIYHI

MO>KJIMBOCTI TIPUCTPOIO
4.3 OHOBJIEHHSI Ta TeXHIYHA MiATPUMKA

4.3.1 CTparerisi BUIIyCKY OHOBJIEHb

. BepcionyBaHHS:  BUKOPUCTAHHA  CEMaHTUYHOIO  BEPCIOHYBaHHS

(MAJOR.MINOR.PATCH)

0 MAJOR: 3gauni 3minu rerimmiiero, HoBi RPG-mexaniku

0 MINOR: nonaBaHHs HOBOTO KOHTEHTY (KBECTH, 30p0si, JIOKaIlii)
0 PATCH: BumpapiieHHSI TOMUJIOK, OIITHMI3aIlis

. Kananu penizis:

0 Cral1npHuUi: IepeBIPEH1 OHOBIIEHHS JUIsl BC1X KOPUCTYBaylB

0 bera: TecTyBaHHS HOBOTO KOHTEHTY JIJIsl JOOPOBOJIBIIIB

0 ExcniepuMeHTanbHuiA: TecTyBaHHS HOBUX RPG-mexaHik (OIMioHaIbHO)
. YacToTa OHOBJIEHB:!

0 [Matui (PATCH): 3a HeoOXiaHICTIO, 2-4 pa3u Ha MiCAIb

0 Kontentni onoierns (MINOR): mokBapTaibHO

0 Benuki onosnennst (MAJOR): 2-3 pasu Ha pik
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4.3.2 TexniuHi 3aco00M po3M0OBCIOIKEHHSI OHOBJIEHb

[Tnardopma Steam:

Buxopucranns Steamworks i aBTOMaTHIHUX OHOBJICHb
HudepeniiioBani maTyi Jjisi 3MEHIIEHHS 00CATY 3aBaHTaKEHb
Cucrema BiiKaTy J0 MOMNEPEIHIX BEPCiil y pa3i mpoliaem
[Tnardopma Meta Quest:

Onosnenns uepe3 Meta App Lab/Store

PesepBHe komitoBaHHS 30epeKeHB Mepe]] OHOBICHHSIM

[ToeTanmHe po3ropTaHHs JjIsl BUSBICHHS MOTEHIIIHHUX MPOOIIeM
CI/CD inctpymeHTH:

Buxopucranns Jenkins/GitHub Actions aiis aBromaru3arii 30ipku
ABTOMaTHYHE TECTYBaHHS CyMICHOCTI 3 pisHUMH V R-1matdopmamu

HanamryBanHs cucteMu CrOBIIIEHb PO KPUTHYHI TOMUJIKA

4.3.3 MoHITOPHUHT i 3BOPOTHHI 3B'A30K

0
(0]

CPU/GPU)

(o]

Cucrema noryBaHHS:
Peectpaiiisi moMUI0K 3 KOHTEKCTHOO 1HPOPMAITIEIO

Anonimi3zoBaHa TenmeMeTpist mpoxyktuBHOcTi (FPS, 3aBaHTakeHHS

Bincresxxenns mporpecy B RPG-kBectax A BUABICHHS AUcOaIaHCy
B3aemonis 3 kopuctyBauamu:

[HTETpOBaHA CHCTEMa 3BITiB PO MTOMIIIKH

dopyM cribHOTH U1 00TOBOPEHHS reiMIIIeio Ta OamaHcy
Perynspni onuTyBaHHS 111010 BIIO100aHb Ta OYIKYBaHb

AHaJIITHKA FredMILICIO:

30upaHHs aHOHIMHUX JaHHUX MPo poxokeHHss RPG-koHTeHTy
AHati3 B3aeMO/Iii 3 IrPOBUMH MEXaHIKaMu

BiacrexxeHHs BUKOPUCTAHHS PI3HUX KJIACIB MEPCOHAXIB Ta 30poi
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4.4 be3neka Ta KOH(iIEeHIIIHICTH KOPUCTYBAYiB

4.4.1 3axucT NepcoHAJIBLHUX JAHUX

. Tunu nqanux, Mo 30MparTHCS:

0 OO060B'sA3K0BI1: 00IIKOBHI 3aMKC, HANMAIITYBaHHS, IPOBUI IIporpec

0 OnuioHanbHI: TEIEMETPIsl, CTATUCTUKA BUKOpUCTaHHS VR-KOHTposepiB
0 di3ios0riuHi: BiICTeKEHHS PyXiB Tijia (aHOHIMI30BaHO)

. be3neune 30epiraHus:

0 IudpyBanns qanux kopuctyBada (AES-256)

0 [307151115 TEpCOHATIBLHUX JTAHUX BiJ T€JIEMETpii

0 JlokanbHe 30epiraHHs 4y TIMBO1 1HPOpMaLii

. [lepenaua nanux:

0 Buxopucranas HTTPS/SSL st BCix MepekeBUX KOMYHIKaIIik
0 MiHimizanig o0csary JaHuX, IO MepeaatThes

0 AHOHIMI3aIIis TIepe]] arperamicro 11l aHaATITHKH

4.4.2 BinnoBigHicTh 3aKOHOaBCTBY

. GDPR:

0 UYitke iHpOpMyBaHHS PO 301p Ta BUKOPUCTAHHS JaHUX

0 MOXITMBICTh EKCTIOPTY Ta BUAAICHHS MEPCOHANBHUX JTAHUX

0 MexaHi3M# OTpUMaHHS 3TOJU Ha 301p PI3HUX THIIB JaHUX

. YKpaiHChKE 3aKOHOJABCTBO:

0 Bianosinnicts 3akoHy Ykpainu "IIpo 3aXUCT nepcoOHATIbHUX JaHUX '
0 Anarnrarist oJITUKH KOH(D1ISHIIIHHOCTI 10 MICIIEBUX BUMOT

0 3a0e3nedeHHs MpaB KOPUCTYBAYiB HA KEPYBaHHS CBOIMH JJAHUMU
. BikoBi oOMexeHHS:

0 Peasizatiis mepeBipku Biky BiamosigHo g0 Bumor PEGI/ESRB

0 OOMexeHHS! KOHTEHTY JIJIs1 HETOBHOJIITHIX KOPUCTYBAyiB

0 JlomaTkoBi HaJamMTyBaHHS 0aThKIBCHKOTO KOHTPOJIIO
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Rift)

4.4.3 be3neka nNporpaMHoOro 3aée3nevyeHHs

. 3axuCT Bl HECAaHKIIIOHOBAHOI'O JOCTYILY:

0 Hudpose niagnucyBaHHs TPOrPaAMHOTO KOy

0 OO6dyckariiss KpUTHIHHX KOMITIOHEHTIB

0 3axwuct Bij Moaudikaiii irpoBux JaHUX (AHTUYHUT)
. TecTyBaHHs O€3MEKU:

0 PerynspHuii ayauTt Koy Ha Bpa3JIUBOCTI

0 Penetration testing mepes BeIMKUME OHOBJICHHSIMU
0 Code review KpuTHYIHAX KOMITOHEHTIB OC3IeKH

. PearyBanHs Ha 3arpo3u:

0 [1nan onepaTUBHOIO BUITYCKY MAT4iB O€3MEKU

0 Cucrema croBillleHHS KOPUCTYBAYiB PO KPUTHUUHI OHOBIICHHS
0 [Iponenypa eckanarii iHITUAEHTIB O€3MEKU

4.5 Ananranis 1o VR-nmiargopMm Ta po3noBCIOAKeHHA

4.5.1 Tlnardopma SteamVR (ITK)

. TexHIYHA aJanTallis;
) [Tigrpumka OpenXR ta SteamVR Runtime

0 Ontumizanis mig pizai VR-rapuitypu (Valve Index, HTC Vive, Oculus

0 HanamtyBanHs BUCOKOSKICHUX rpadiuHuX MpeceTiB s moTyxkHux [TK
. [aTETparis 3 ekocucTemMor Steam:

0 Peaizanist nocsiraeHs, moB's3anux 3 RPG-miporpeciero

0 [Minrpumka Steam Workshop ans kopuctyBarpkux Moaudikarii

0 Buxopucranns Steam Cloud mis cmaxpoHizaiii 30epekeHb

. Oco06MMBOCTI PO3MOBCIOIKCHHS:

0 CtBOpeHHs TpUBAOJIUBOI CTOPIHKH I'PU 3 CEPEITHBOBIUHOIO TEMATHUKOIO
0 [TinroToBKa MapKETHHIOBUX MaTepiaiiB (Tpelaepu, CKPIHIIIOTH)

0 VYuyactb y hecTuBaIAX Ta akiigax Steam

. Amanramigs RPG-mexaHik:
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HanamryBanss ynpasiinHs Ay pi3HuX TumiB VR-koHTponepis
MacmradyBaHHS CKIaIHOCTI 00MOBOT CUCTEMH ITi/I TEXHIYHI MOXKIIMBOCTI

Hetamnizartis rpadiku s 3aHYPEHHS Y CEPEIHbOBIYHUMN CBIT

4.5.2 Tlnardpopma Meta (Quest)

(0]
BEPCi€l0
(0]

SSAA)

(o]

MCHIO

(o]

(o]

TexHiuyHa ONITUMI3ALIA:

3MeHIlIeHHs oJIIroHaIbHOTO HaBaHTaxkeHHs Ha 30-40% nopiBusHo 3 [1K-

Bukopucranus edektuBHux MetomaiB penaepunry (MSAA 3amicTh

OnTuMizartis meiaepiB Ta TEKCTyp st MmoobinsHoro GPU
Agnanrariist ynpaBJiHHS

[Tepebymosa intepdeticy mig Oculus Touch korTpoICpH
Cnpomenns neskux RPG-MexaHik 1151 3py4HOCT] yIpaBIIiHHS

Bukopucranns BOyaoBaHux xecTiB QUESt jyisi MIBUAKOTO JOCTYIY 10

Posnogscrokenns yepe3 Meta exocucremy:
[TinroroBka 10 peB’r0 y Meta App Lab/Store
Yitke noTpuMaHHsa BuMor Meta 111010 KOHTEHTY

Bukopucranns comianbHuX ~GyHKOiH Meta s MyasTUILIeEpa

(omrioHaIBHO)

.
[0}
(0]
(0}

pexuMy

ABTOHOMHI1 MOKJIUBOCTI
Hezanexwnicts Bia [1K mpu 30epexenHi kirodoBux RPG-enemeHTiB
Cunxponizanis nporpecy mix [1K 1 Quest-Bepcisimu

Onrtumizamisi BEIUKUX CEPEIHbOBIYHUX JIOKAIM i1 aBTOHOMHOTO

4.5.3 Kpoc-niargopmena cyMicHicTh

(o]

(o]

€11Ha cucTeMa akayHTIB.

CuHXpOHI3allsd POrpecy MiX yciMa MIATPUMYBaHUMU IUIaTGopMaMu

30epeeHHs IHBEHTapIO Ta XapaKTEPUCTUK MePCOHAKA
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0 Kpoc-nnargopmenHi 1ocarueHHs

. AJanTHUBHI HaJaIITyBaHHS:

0 ABromaTtnuHe Bu3HaueHHs VR-1ardopmu npu 3amycky

0 MacmTabyBaHHs AKOCTI Tpadikd BIANOBIIHO JO XapaKTEPUCTUK
IPUCTPOIO

0 ABTOMAaTHYHE HANAIITYBAHHS CXEMU YIIPaBIIHHS

. [TinTpumka corianbHUX QYHKITIH:

0 Kpoc-mnardopmennuit MynbpTuriieep (Ko nepeadoadeHuin)

0 CrisibHa TaOnUI JIIAEPiB MIXK PI3HUMH M1aTHopMamMu

0 CywmicHicTb 30epeKeHb Ta MPOrpecy

4.5.4 MaitOyTH1 HAMPSMKH PO3BUTKY

. [linTpumka HoBUX VR-muatgopm:

0 ['oToBHICTH 10 afanTarii i HOBI rapHiTypu Big Sony, Pico

0 MomniTopuHr TeHAeHLii puHky VR 1151 paHHBOr0 BX0/1y Ha IEPCIEKTUBHI
wiatopmu

0 MonysibHa apXITEKTypa JJIsl CIPOILIEHHS OPTYBaHHS

Pozmmpenns RPG-¢dynkiionany:

0 [MnanyBanus DLC 3 HOBUMU perioHaMU CEPETHbOBIYHOTO CBITY

o

BnpoBamkeHHs: HOBUX KJ1aciB IEPCOHAXIB Ta OOMOBUX MEXaHIK
0 Pozmmpenns cucrtemu kpadTy Ta EKOHOMIKA

. TexHOJIOTIYH] BIIOCKOHAIECHHS:

o

BnpoBamxenHst TexHosorii mrydHoro intenexty st NPC

o

[Tokparmenns ¢hi3uku B3a€MOIIT 3 CEpeTHROBIYHUMU 00'€KTaMU

o

Po3poOka 1o1aTKOBUX CUCTEM JIJIsl MiIBUIIICHHS IMMEPCUBHOCTI

4.6 Pe3yabTaTl TECTYBAHHS

Cuctema OyJia mpoTeCTOBaHA HA HACTYMMHUX KOHDITyparisx:

TectoBa koH(piryparis 1:
152



. Windows 10 Pro 22H2

. AMD Ryzen 5 3600, 3.6GHz

. 32,0 T'B (4x8), DDR4-3600MTI 11
. AMD Rx 5600 XT

. [Tonom Lenovo Windows Mix Reality

Pe3ynbTat TecTyBaHHs MMOKa3aB CTaOUIbHY IPOAYKTUBHICTD 1 IUIABHICTh pOOOTH
Opu CepelHiX HanamTyBaHHAX rpadiku. CucTema yCHIIIHO Tpaiioe 3 yciMa

katodoBumu GyHKIIsSMU VR-iaTEepdeiicy Ta RPG-Mexanikamu.

Puc. 4.1 — Pezynomamu mecmysanus koughicypayii' 1
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Puc. 4.2 — Pe3ynomamu mecmysanus koughicypayii' 1

TecroBa koHpirypartis 2:

. AMD Ryzen 7800X3D

. NVIDIA RTX 4080 Super
. 32 T'b DDRS 6400MHz

. [Tomom Oculus Quest 3:

Ha naniit kondirypaiii cucrema mparftoe 3 oomexxensasim Ha 72 FPS BiamoBinno

JI0 4acTOTHU OHOBJIeHHS VR-TapHiTYpH.
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Graphics: 72.0 FP¢

CPU: main 13.9ms render thread 13.0ms
Batches: 1483 Saved by batching: 8

Tris: 843.5k Verts: 1.2M

Screen: 3420x1194 - 46.7 MB

SetPass calls: 230 Shadow casters: 80O
Visible skinned meshes; 0

Animation components playing: 0

Animator components playing: 2

Puc. 4.3 — Pe3ynbTaTu TecTyBaHHS KOHDIrypartii 2

ITpornecop 3arpyxennii Ha 20%, BineokapTa Ha 43%, 1110 CBITYNTH PO 3HAYHUN
3amac MpPOJYKTUBHOCTI CUCTEMH 1 MOMJIMBICTh POOOTH 3 MOJIBIHHOIO YACTOTOIO KaJIPiB
Ipy HEOOX1THOCTI.

MpoayxTusHicTs Bg anycreme noms 3apnarea

I'pa :.’pi YHWKA N pouecop NVIDIA GeForce RTX 4080 SUPER

HWHA NPoLUE 43%

76/316Th

Puc. 4.4 — Pe3ynomamu mecmysanus koughicypayii 2
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TectoBa koHpiryparis 3:
Intel 17-10700kf

DDR 4 - 169
AMD-RX7600

[lomom Oculus Quest 2:

Hacrora xaapis 72

CEPEAHIN NEPIOA ...  13.92 mc
NEPIOA KAAPY 13.89 mc
99-ik nepueHTUL K... 70

MIKPO®DPI3N 0.0 %
Graphics APl DX11

Puc. 4.5 — Pe3ynoemamu mecmyeanns kougicypayii' 3
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4.7 BUCHOBKM 10 PO3/iJy

Y po3mini 4 Oyno MpoaHATi30BaHO Ta BH3HAYEHO HEOOXINHI BUMOTU JIO
amapaTHoro Ta MPOTPAMHOTO 3a0e3nedyeHHs JJIs YCHIIIHOTO (PYHKI[IOHYBaHHS
po3pobieHoi VR-cuctemu 3 cepennpoBiunoto RPG-Temarnkoro. JlerambsHO omucaHo
MPOLIECH BCTAHOBJIICHHS Ta PO3TOPTaHHS CHCTEMM Ha Pi3HUX IIaTdopMax, a TaKoxXK
peKOMeHaIlli 111010 OHOBJIEHHS Ta TEXHIYHOI MiATPUMKHU.

OcobnuBa yBara Oyja mpuAUICHA TUTAHHSAM OE€3MEeKH Ta KOHQIIEHIIHHOCTI
KOPHUCTYBauiB, BIAMNOBIAHOCTI 3aKOHOJABYMM BHMOTaM Ta 3aXUCTy MPOrpamMHOrO
3a0€e3MeUeHHs BiJI HECAHKIIOHOBAHOTO A0CTymy. Po3poOieHo crparerito amamrtaiii
cuctemu a0 pizHux VR-mnardopm, Brimtouatoun [IK 3 SteamVR ta aBTOHOMHI
npuctpoi Meta Quest.

Pe3ynpraTn  TecTyBaHHS ~ Ha  PpI3HUX  amapartHUX  KOHQpirypamisx
IPOJIEMOHCTPYBAIU CTA0UIBHICT, Ta MPOAYKTHBHICTH CHUCTEMH, IO MIATBEPIKYE
NPaBUIBHICTh TPUUHATUX TEXHIYHUX PILIEHb Ta ONTHUMI3allli.

3anmponoHOBaHI peKoMeHAallll 3a0e3neuyoTh eEeKTHUBHE BIPOBADKEHHS Ta
eKCIUTyaTaIlio po3po0IeHoi CucTeMH, 11 MaciTadyBaHHs Ta aJanTalliio 10 MalOyTHIX

TEXHOJIOTTYHUX 3MIH Yy raiy3l BIpTyaJIbHOI peajJbHOCTI.
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BHCHOBKU

VY pamMkax BUKOHaHO1 po6oTu Oyiio po3pobieHo nporpamue 3ade3neuenns VR-
irpu )xanpy RPG na ocnoBi Texnomnoriit .NET. PeanizoBano ocHOBHI (pyHKIIiIOHAJIBbHI
MEXaHIKH TPU. CHCTEMHU PyXy TpaBIlsi Ta B3aeMOil 3 oroueHHIM Y VR (BimcTexeHHS
PYXIB TOJIOBH ¥ PYyK JUIsl 3aXOIUICHHS ¥ TEepEeMillieHHs MPEIMETIB), OOHOBY CHCTEMY,
IHTEPaKTUBHI MIHI-I'pH, CUCTEMY IHBEHTaps Ta 1HIN IrpoBl eneMeHTH. Jljig 1bporo
CTBOPEHO MOBHOIIHHUIA IPOTOTHM IpH. JlOCATHYTO KOMITJIEKCHOI peaizallii KIIF0UOBUX
acriekTiB  VR-irpoBoro mocBily — BiJ IMMEpPCHUBHOI B3aemoiii 3 00’€KTamMu
BIPTYaJbHOT'O CBITYy IO 3BUYHHX eleMeHTIB rpu. OcoOnMBY IHHICTH Li€i poOOTH
CTaHOBUTH cUHTE3 crienudigyaux VR-MexaHik 13 TpauIIHHUMH ITPOBUMH CUCTEMaMHU
xaHpy RPG i cTBopeHHs Ha 1iif OCHOBI Ji€BOTO MpoTOoTUMy. [IprcTpoi BipTyanbHOT
peanbHOCTI  3a0€3IMeUyloTh MPOCTOPOBE  BIACTEKEHHS  IIOJIOKEHHS  T'OJIOBH,
KOHTPOJIEPIB Ta KHUCTEH, IO IIJBUIIYE OYIKYBaHHS TICHOI (hi3WYHOI B3aeMOii 3
HABKOJIMIIHIM CEpPEJOBUILEM: KOPUCTYBayl MOXYTh MiJHIMATH Ta MAaHIMYJIIOBATH
BIpTyaJIbHUMH  00’ekTaMu. OTpuMaHuii mpoToTun 3abesneuye 360°-mocBin:
KOPHUCTYBa4 TOBHICTIO 3aHYPIOETHCA B IHU(PPOBE CEPEAOBUIIEC i MOXKE MPHUPOIHO
JOCIIIKYBATH MOT0, MaHIITYJTFOI0YH MTPeAMETaMu, HiIOU OyB (pi3MUHO MPHUCYTHIN y TPi.
Ile BiamoBizae JOBEACHOMY B rajy3i ysBJICHHIO, 1110 iMepcuBHa VR-Tpadika qo3Bosse
IPaBISIM «IIOBHICTIO 3aHYPUTHUCS» B BIPTyaJbHUH CBIT Ta aKTUBHO OpaTH ydacTb y
JOCIIKEHH1 CBITY. Pe3ynpTaTu TecTyBaHHS MIATBEPAWIN YHIBEPCATBHICTD PIIIICHHS.
[TpoToTun Oyyo mepeBipeHO Ha TPHOX PI3HHMX amnapatHUX KoHQirypamisx (BiacHa
TECTOBAa CHCTEMa Ta JIBl CTOPOHHI), 0 IPOJAEMOHCTPYBAJIO CYMICHICTh T'PH 3 PI3HUMHU
Moaemsimu  VR-monomiB. ['pa cTabiapHO TMpalioe HE3aJIeKHO Bl OCOOJIHMBOCTEH
oOnagHaHHs, U0 CBIIYUTH MPO BUCOKY aJanNTUBHICTH po3podiieHoro I13 mo pizHux
VR-mnarpopm Ta cepemoBuin. Po3pobneHuii mpoTOTUN Ma€ BIAYYTHY MPUKIATHY
3HAYYIICTh.

[Tomanpii MepCcneKTUBY PO3BUTKY IPOEKTY OB’ A3aH1 3 PO3MIMPEHHSM IFPOBOTO

HAMOBHEHHs Ta (QyHKIIOHATY. MOXKIIMBI HAIPSIMKU BKJIFOYAIOTh:

o Honasanns Boporis Ta NPC 11t 0:KUBJIEHHS BIPTYaJbHOTO CBITY.
158



o BnpoBamxenns cuctemu Toprisii Mixk nepconaxkamu 1a NPC.
o Po3poOky croxkeTHOI KamMmaHil Ta pi3HOMaHITHUX aKTUBHOCTEH (KBECTIB,

BUIIPOOYBaHb) Ha IrPOBIi Mari.

o Cucremy piBHIB EpCOHAIKA.
o [HTEerpamito MyJbTHUIUIEEPHOTO pEXUMY JUIl CHUIBHOI  B3a€MOJIL
JEKUTHKOX TPaBIIiB.

OTtxe, y BUKOHaH1H poOOTI peali3oBaHO KOMIUIEKCHE IpOorpaMHe 3a0e3MeUeHHS
VR-rpu B xanpi RPG, noeqnano cydacuni VR-mexaHiku 3 irpOBUMH CUCTEMaMH Ta
MiATBEPKEHO TpaIe3aTHICTh TOTOBOTO mpoToTumy. Lli pe3ynbratu miakpecioTh
aKTyalbHICTh MoeAHaHHS VR-TeXHONOTr 3 KIACHYHUMHU ITpOBUMH KaHpPaMH Ta

CTBOPIOIOTH 0a3y JJIsl TOIABIIOT0 PO3BUTKY VR-TIPOEKTIB y po3BakaibHil chepax
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NOOATOKA
ArcherGameController
using UnityEngine;
using UnityEngine.Ul;
using TMPro;
using System.Collections;
using System.Collections.Generic;
public class ArcherGameController : MonoBehaviour
{
[Header("Target Settings™)]
public GameObject targetPrefab;
public Transform spawnOrigin; // 3asBuuatii 11e cam Acher (1ieii 06'€KT)
public float spawnRadius = 2.5f;
[Header("UI™)]
public TMP_Text scoreText;
public TMP_Text timerText;
[Header("Game Settings")]
public float totalTime = 60f;
private float timeRemaining;
private int score;
private bool isGameRunning;
private List<TargetController> currentTargets = new List<TargetController>();
private int currentWaveSize = 1;
[Header("Time Bonus Settings")]
public float baseTimeBonus = 0.5f;
public float bonusPerWaveMultiplier = 0.2f; // 60Hyc 3pocTa€e Ha KOXKHY HOBY XBHJIIO
[Header("Floating Text")]
public GameObiject floatingTextPrefab;

public void StartGame()

161



Debug.Log("Game Started!");
isGameRunning = true;
timeRemaining = totalTime;

score = 0;

currentWaveSize = 1;
ClearAllTargets();
SpawnTargets(currentWaveSize, true);

StartCoroutine(GameTimer());

UpdateUl();
}
private IEnumerator GameTimer()
{
while (timeRemaining > 0Of)
{
timeRemaining -= Time.deltaTime;
UpdateUl();
yield return null;
}
EndGame();
}
private void EndGame()
{

isGameRunning = false;
ClearAllTargets();
Debug.Log("Game Over! Score: " + score);

}
private void UpdateUl()

{

if (scoreText !=null)
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scoreText.text = "Score: " + score;
if (timerText !'= null)
timerTexttext = "Time: " + Mathf.CeilTolnt(timeRemaining);

}
private void ClearAllTargets()

{

foreach (var target in currentTargets)
{
if (target != null)
Destroy(target.gameObject);
} currentTargets.Clear();

}
public void OnTargetHit(TargetController target)

{
if (isGameRunning) return;
score +=1,
currentTargets.Remove(target);

float bonusTime = baseTimeBonus + bonusPerWaveMultiplier *
Mathf.Log(currentWaveSize, 2);

timeRemaining += bonusTime;
UpdateUl();
if (currentTargets.Count == 0)
{
currentWaveSize *= 2;
SpawnTargets(currentWaveSize, false);

}
if (floatingTextPrefab != null && target != null)

{

Vector3 spawnPos = target.transform.position + Vector3.up * 0.5f;
GameObject textObj = Instantiate(floatingTextPrefab, spawnPos, Quaternion.identity);
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FloatingText ft = textObj.GetComponent<FloatingText>();
if (ft = null)

ft.SetText("+" + bonusTime.ToString("0.0") + "s™);

}
private void SpawnTargets(int count, bool isFirstWave)
{
ClearAllTargets();
float amplitude = 0.3f + 0.2f * Mathf.Log(count, 2);
float speed = 1.5f + 0.5f * Mathf.Log(count, 2);
float scale = Mathf.Clamp(1f - 0.2f * Mathf.Log(count, 2), 0.3f, 1f);
float minDistance = scale * 1.2f;
List<Vector3> usedPositions = new List<Vector3>();
for (inti=0;i<count; i++)
{
Vector3 localPos;
int attempts = 0;
do
{ if (isFirstWave && i ==0)

localPos = Vector3.zero;
break;
}
// PAJIIYC CITABHY (Hanp. MmHO>kuMO Ha 1.5f)
localPos = (Vector3)(Random.insideUnitCircle * spawnRadius * 1.5f);
attempts++;
if (attempts > 100)
{
Debug.LogWarning(“Could not find non-overlapping position after 100 attempts.");

break;
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}

} while (IsTooClose(localPos, usedPositions, minDistance));
usedPositions.Add(localPos);
Vector3 worldPos = spawnOrigin.TransformPoint(localPos);
// CITIABH 13 PO3BOPOTOM 1o X
Quaternion rotation = Quaternion.Euler(180f, Of, Of);
GameObject targetObj = Instantiate(targetPrefab, worldPos, rotation);
TargetController tc = targetObj.GetComponent<TargetController>();
if (tc '=null)
{

tc.Init(this, amplitude, speed, Vector3.one * scale);

currentTargets.Add(tc);

}

private bool IsTooClose(Vector3 newPos, List<Vector3> existing, float minDist)

{

foreach (var pos in existing)

{

if (Vector3.Distance(newPos, pos) < minDist)

return true;

}

return false;

}

ArrowController

using UnityEngine;

using UnityEngine.XR.Interaction.Toolkit;

using System.Collections;
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public class ArrowController : MonoBehaviour
{
[Header("Autofind settings™)]
[SerializeField] private XRSocketInteractor socket;
[SerializeField] private Transform bowTransform;
[SerializeField] private Rigidbody rb;
private bool isInserted = false;
private bool wasFired = false;
private bool isHeld = false;
private Vector3 initialLocalPosition;
private Quaternion initialLocalRotation;
private Transform stringTransform;
private void Awake()
{ if (rb == null) rb = GetComponent<Rigidbody>();
if (socket ==null)
{var sockObj = GameObject.FindWithTag("BowSocket™);

socket = sockObj != null ? sockObj.GetComponent<XRSocketInteractor>() :
FindObjectOfType<XRSocketinteractor>();}

if (socket == null)

Debug.LogError("ArrowController: No socket found!");
stringTransform = socket.transform;
if (bowTransform == null)

bowTransform = stringTransform.parent;
if (bowTransform == null)

Debug.LogError(*ArrowController: No bowTransform assigned!");
rb.isKinematic = false;
if (socket !=null)

socket.socketActive = false;
XRGrablnteractable grab = GetComponent<XRGrablnteractable>();
if (grab = null)
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{grab.selectEntered.AddListener(OnGrab);
grab.selectExited.AddListener(OnRelease);} }
private void Update()
{if (lisInserted)
return;
Vector3 Ip = initialLocalPosition;
Ip.x = stringTransform.localPosition.x;
transform.localPosition = Ip;
transform.rotation = bowTransform.rotation * initialLocalRotation; }
private void OnGrab(SelectEnterEventArgs args)
{
isHeld = true;
if (socket !=null)
socket.socketActive = true;
var activator = FindObjectOfType<ArrowSocketActivator>();
if (activator != null)
activator.EnableForArrow(GetComponent<XRGrablnteractable>());
}
private void OnRelease(SelectExitEventArgs args)
{isHeld = false;
if (lisInserted && socket !=null)
socket.socketActive = false;
var activator = FindObjectOfType<ArrowSocketActivator>();
if (activator != null)
activator.DisableSocket();
}
private void OnTriggerEnter(Collider other)
{if (isInserted || wasFired || lisHeld) return;
if (other.GetComponent<XRSocketInteractor>() == socket)

{InsertintoSocket();
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}

private void InsertintoSocket()

{isInserted = true;
wasFired = false;
isHeld = false;
var grab = GetComponent<XRGrablnteractable>();
if (grab = null)

grab.enabled = false;

transform.SetParent(bowTransform, false);
transform.localPosition = new Vector3(0f, 0.31f, -0.01f);
transform.localRotation = Quaternion.Euler(0Of, Of, 270f);
initialLocalPosition = transform.localPosition;
initialLocalRotation = transform.localRotation;
rb.isKinematic = true;
rb.velocity = Vector3.zero;
rb.angularVelocity = Vector3.zero;
BowsStringController bowStringController = FindObjectOfType<BowsStringController>();
if (bowStringController !=null)

{

bowsStringController.SetCurrentArrow(this);

}

Debug.Log("Arrow inserted into socket successfully!);

}

public void Fire(Vector3 force)

{
if (isinserted) return;
rb.collisionDetectionMode = CollisionDetectionMode.ContinuousDynamic;
rb.isKinematic = false;

isInserted = false;
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wasFired = true;
transform.SetParent(null);
var grab = GetComponent<XRGrablnteractable>();
if (grab !=null)
{
grab.enabled = false;

grab.interactionLayers = 0;

Destroy(grab);
}
if (socket !=null)
{

var selected = socket firstinteractableSelected;
if (selected != null)
{
socket.EndManuallnteraction();
socket.interactionManager.SelectExit(socket, selected);
}
socket.socketActive = false;
Invoke(nameof(ReenableSocket), 1f);
}
float minForceThreshold = 1f;
if (force.magnitude < minForceThreshold)
force = force.normalized * minForceThreshold;
StartCoroutine(ApplyForceNextFrame(force));
Invoke(nameof(ReenableArrowlnteraction), 1f);

}

private IEnumerator ApplyForceNextFrame(Vector3 force)
{
yield return null;

rb.velocity = Vector3.zero;
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rb.angularVelocity = Vector3.zero;
rb.AddForce(force, ForceMode.Impulse);

}

private void ReenableArrowInteraction()

{

Debug.Log("Reenabling arrow interaction...");

var grab = GetComponent<XRGrablnteractable>();

if (grab = null)

{
grab.interactionLayers = InteractionLayerMask.GetMask("Default");
grab.enabled = true;

}

wasFired = false;

}

private void ReenableSocket()

{

if (socket !=null)

socket.socketActive = true;

private void OnCollisionEnter(Collision collision)

{
if (wasFired && collision.gameObject.CompareTag("Target"))

{
StickToTarget(collision);

}

private void StickToTarget(Collision collision)

{
170



rb.isKinematic = true;
rb.velocity = Vector3.zero;
rb.angularVelocity = Vector3.zero;
Rigidbody targetRb = collision.rigidbody;
if (targetRb !=null)
{

targetRb.isKinematic = false;
}
transform.SetParent(collision.transform);
TargetMover target = collision.gameObject.GetComponent<TargetMover>();
if (target !=null)
{

target.OnHit();
}
ContactPoint contact = collision.contacts[0];
transform.position = contact.point;
Vector3 direction = rb.velocity.normalized,;
if (direction !=Vector3.zero)

transform.rotation = Quaternion.LookRotation(direction);

1}
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BowStringController
using UnityEngine;
using UnityEngine.XR.Interaction.Toolkit;
public class BowStringController : MonoBehaviour
{
[Header("References")]
[SerializeField] private XRGrablnteractable interactable;
[SerializeField] private Transform WB_string, Bow;
private Transform interactor;
private Vector3 initialPosition;
private float tensionForce = Of;
private float lastTensionForce = Of;
private ArrowController currentArrow;
private void Awake()
{interactable = WB_string.GetComponent<XRGrablnteractable>();
initialPosition = WB_string.localPosition;
}
private void Start()
{interactable.selectEntered.AddListener(PrepareBowsString);
interactable.selectExited. AddListener(ReleaseBowsString);
}
private void PrepareBowsString(SelectEnterEventArgs arg0)
{interactor = arg0.interactorObject.transform;
WB_string.SetParent(Bow, true);
tensionForce = Of;

}

private void ReleaseBowsString(SelectExitEventArgs arg0)

{

interactor = null;
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WB_string.SetParent(Bow, true);
WB_string.localPosition = initialPosition;
FireArrow();

}
private void Update()

{

if (interactor != null)

{WB _string.SetParent(Bow, true);
Vector3 locallnteractorPosition = Bow.InverseTransformPoint(interactor.position);
locallnteractorPosition.x = Mathf.Clamp(locallnteractorPosition.x, -0.4f, Of);
Vector3 newlLocalPosition = initialPosition;
newLocalPosition.x = locallnteractorPosition.x;
if (locallnteractorPosition.x <-0.01f)
{tensionForce = Mathf.Abs(localinteractorPosition.x) * 8f;

lastTensionForce = tensionForce;

Debug.Log($"Tensioning! localX: {locallnteractorPosition.x}, tensionForce:
{tensionForce}");

}

else

{tensionForce = Of;

}

WB_string.localPosition = newLocalPosition;

if (currentArrow != null)

{Vector3 arrowPosition = currentArrow.transform.localPosition;
arrowPosition.x = newLocalPosition.x; // [IpuB'si3yeMo pyx CTPiiu 10 TETUBU

currentArrow.transform.localPosition = arrowPosition;

}

private void FireArrow()
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if (currentArrow == null)
{currentArrow = FindObjectOfType<ArrowController>();
}

if (currentArrow != null && lastTensionForce > Of)

{

Debug.Log("Firing current arrow with force " + lastTensionForce);
currentArrow.Fire(Bow.right * lastTensionForce);
currentArrow = null;

}

else

{Debug.LogWarning("No arrow to fire or bow not tensioned!");

}
}

public void SetCurrentArrow(ArrowController arrow)

{currentArrow = arrow;

Debug.Log("Arrow set as current in BowStringController!™);

}

ButtonVR;

using System.Collections;

using System.Collections.Generic;

174



using UnityEngine;
using UnityEngine. Events;
public class ButtonVR : MonoBehaviour
{public GameObject button;
public UnityEvent onPress;
public UnityEvent onRelease;
GameObject presser;
AudioSource sound;
bool isPressed,;
void Start()
{sound = GetComponent<AudioSource>();
isPressed = false;
}
private void OnTriggerEnter(Collider other)
{if (tisPressed)
{button.transform.localPosition = new Vector3(0, 0.187f, 0);
presser =other.gameObject;
onPress.Invoke();
sound.Play();

isPressed = true;

}
private void OnTriggerExit(Collider other)

{ button.transform.localPosition = new Vector3(0, 0.197f, 0);
onRelease.Invoke();

isPressed = false;}}
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FireOnCube

using System.Collections;
using System.Collections.Generic;
using System.Net;
using TMPro;
using UnityEngine;
using UnityEngine.Ul;
using UnityEngine.XR.Interaction.Toolkit;
public class FireOnCube : MonoBehaviour
{
public GameObject bullet;
public Transform spawnPoint;
public Transform EndPoint;
public float fireSpeed = 10;
public float firelnterval = 5.0f;
public float positionOffsetRange = 0.5f;
public float directionOffsetRange = 5f;
private float timeSincelLastFire;
public bool startFire=false;
public int HP = 100;
public Image healthBar;
public TextMeshPro scoreText;
void Start()
{

timeSinceLastFire = Of;

}
void Update()

{

timeSinceLastFire += Time.deltaTime;
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if (timeSinceLastFire >= firelnterval)
{
if(startFire==true)
{
FireBullet();
fireSpeed += 0.5f;
timeSinceLastFire = Of;
if(firelnterval>1.5)

firelnterval -= 0.1f;

}
GameObject[] beatObjects = GameObject.FindGameObjectsWithTag("Beat");

foreach (GameObiject obj in beatObjects)

{
if (Mathf.Abs(obj.transform.position.z) < Mathf.Abs(EndPoint.position.z))

{
Destroy(ob));
HP -= 10;
healthBar fillAmount = HP / 100f;

if (HP <=0)

{
scoreText.text ="0";
startFire = false;
fireSpeed = 10;
fireInterval = 5.0f;
HP = 100;

healthBar fillAmount = HP / 100f;
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}
public void StartFire ()
{

startFire = true;
}
public void FireBullet()
{

Vector3 randomPositionOffset = new Vector3(
Random.Range(-positionOffsetRange, positionOffsetRange),
Random.Range(-positionOffsetRange, positionOffsetRange),
Random.Range(-positionOffsetRange, positionOffsetRange)

)i

Quaternion randomDirectionOffset = Quaternion.Euler(
Random.Range(-directionOffsetRange, directionOffsetRange),
Random.Range(-directionOffsetRange, directionOffsetRange),
Random.Range(-directionOffsetRange, directionOffsetRange)

);

GameObject spawnedBullet = Instantiate(bullet);

spawnedBullet.transform.position = spawnPoint.position + randomPositionOffset;

spawnedBullet.transform.rotation = spawnPoint.rotation * randomDirectionOffset;

spawnedBullet.GetComponent<Rigidbody>().velocity = spawnedBullet.transform.forward
* fireSpeed,;

spawnedBullet.tag = "Beat";

Destroy(spawnedBullet, 10); }}

GardenSpawner

using UnityEngine;
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using UnityEngine.XR.Interaction.Toolkit;
public class GardenSpawner : MonoBehaviour
{[Header("TIpedab oBoua™)]
public GameObject vegetablePrefab;
[Header("Po3mip rpsaaku™)]
public int rows = 3;
public int columns = 4;
[Header("Biactaub mMixk oBouamu™)]
public float spacing = 1.5f;
[Header("IlouaTkoBa Touka")]
public Transform startPoint;
[Header("3arsin6ieHHst oBoYa B 3eMJIi0")]
public float undergroundOffsetY = -0.3f;
[Header("IloBopoT oBo4a npu cnasHi (Euler)")]
public Vector3 spawnRotationEuler = new Vector3(-90f, Of, Of);
void Start()
{if (vegetablePrefab == null)
{Debug.LogError("IIpedpab oBoua He nmpu3HaveHo!");
return;
}
if (startPoint == null)
{
startPoint = transform;
}SpawnGarden();
}void SpawnGarden()
{for (int x = 0; x < columns; x++)
{for (intz=0; z <rows; z++)

{Vector3 spawnPos = startPoint.position + new Vector3(x * spacing,
undergroundOffsetY, z * spacing);

Quaternion rotation = Quaternion.Euler(spawnRotationEuler);
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GameObject vegetable = Instantiate(vegetablePrefab, spawnPos, rotation, transform);

SetupVegetable(vegetable);

}
void SetupVegetable(GameObject vegetable)

{
Rigidbody rb = vegetable.GetComponent<Rigidbody>();
if (rb ==null)
{
rb = vegetable. AddComponent<Rigidbody>();
}
rb.isKinematic = true;

XRGrablnteractable grab = vegetable.GetComponent<XRGrabinteractable>();

if (grab == null)
{

grab = vegetable AddComponent<XRGrablnteractable>();
}

grab.selectEntered.AddListener((args) =>
{Vector3 pos = vegetable.transform.position;
pos.y = 0f; // lligHiMaeMo 0BOY Ha MOBEPXHIO

vegetable.transform.position = pos;

b;

InventoryVR
using UnityEngine;

using UnityEngine.InputSystem;
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public class InventoryVR : MonoBehaviour
{public GameObject Inventory;

public GameObject Anchor;

public InputActionReference togglelnventoryAction;

private bool UlActive;

private void OnEnable()

{togglelnventoryAction.action.performed += OnTogglelnventory;
togglelnventoryAction.action.Enable(); }

private void OnDisable()

{ togglelnventoryAction.action.performed -= OnTogglelnventory;
togglelnventoryAction.action.Disable();

}

private void Start()

{Inventory.SetActive(false);
UlActive = false;
Inventory.transform.SetParent(Anchor.transform, false);

}

private void Update()

{if (UlActive)
{Inventory.transform.localPosition = new Vector3(0f, 0.5f, Of);

Inventory.transform.localEulerAngles = new Vector3(2f, Of, Of);

}

private void OnTogglelnventory(InputAction.CallbackContext context)
{UlActive = IUlActive;

Inventory.SetActive(UlActive); }}
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itemType
using UnityEngine;
using UnityEngine.XR.Interaction.Toolkit;
[RequireComponent(typeof(XRGrablnteractable))]
public class Item : MonoBehaviour
{public string itemType;
[HidelnInspector] public bool inSlot = false;
[HidelnInspector] public Slot currentSlot;
public Vector3 slotRotation = Vector3.zero;
private XRGrablnteractable grablnteractable;
private Rigidbody rb;
private void Awake()
{ grabinteractable = GetComponent<XRGrablnteractable>();
rb = GetComponent<Rigidbody>();
}
private void OnEnable()
{grablinteractable.selectEntered.AddListener(OnGrab);
grablnteractable.selectExited. AddListener(OnRelease);
}
private void OnDisable()
{grablinteractable.selectEntered.RemoveListener(OnGrab);
grablnteractable.selectExited.RemoveListener(OnRelease);
}
private void OnGrab(SelectEnterEventArgs args)
{if (inSlot && currentSlot != null)
{currentSlot.RemoveOneltemFromStack(this);
inSlot = false;

currentSlot = null;
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DetachAndEnablePhysics();
}
private void OnRelease(SelectExitEventArgs args)
{DetachAndEnablePhysics();
}
private void DetachAndEnablePhysics()
{transform.SetParent(null, true);

if (rb !'=null)

{rb.isKinematic = false;

rb.WakeUp();
I

NextScene
using UnityEngine;
using UnityEngine.SceneManagement; // noTpi6Ho A1 3aBaHTaXKeHHS CI[eH
public class NextScene : MonoBehaviour
{
[Header("HasBa a6o ingekc HacTynHoi cueHu")]
public string sceneName;
public int scenelndex = -1;
private void OnTriggerEnter(Collider other)
{
// TlepeBipsieMo, 1110 TpaBellb YBIHIIOB Y TPUTED
if (other.CompareTag("player™))
{

Debug.Log("TpaBenp yBilI0B ¥y 30HY nepexoay");

if (Istring.IsNullOrEmpty(sceneName))
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SceneManager.LoadScene(sceneName);

}

else if (scenelndex >=0)

{

SceneManager.LoadScene(scenelndex);

else

Debug.LogWarning("He Bka3aHo clieHy /iJisi 3aBaHTakeHHs!");

1}

SliceObject

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using EzySlice;

using TMPro;

using System.Net;

public class SliceObject : MonoBehaviour

{
public Transform startSlicePoint;
public Transform endSlicePoint;
public VelocityEstimator velocityEstimator;
public LayerMask sliceableLayer;
public TextMeshPro scoreText;
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private int scoreCounter=0;
public Material crossSectionMaterial,
public float cutForce = 2000;
// Start is called before the first frame update
void Start()
{
if(int. TryParse(scoreText.text, out int initialScore))
{scoreCounter = initialScore;
}
else
{scoreCounter =0;

Debug.LogWarning("Failed to parse scoreText. Initialized scoreCounter to 0.");

}
void FixedUpdate()

{bool hasHit = Physics.Linecast(startSlicePoint.position, endSlicePoint.position,out
RaycastHit hit, sliceableLayer);

if (hasHit)
{GameObject target = hit.transform.gameObject;

Slice(target);

else

///scoreCounter = 0;

Debug.LogWarning("Failed to parse scoreText. Initialized scoreCounter to 0.");

public void Slice(GameObject target)

{
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Vector3 velocity = velocityEstimator.GetVelocityEstimate();

Vector3 planeNormal= Vector3.Cross(endSlicePoint.position - startSlicePoint.position,
velocity);

planeNormal.Normalize();
SlicedHull hull = target.Slice(endSlicePoint.position, planeNormal);
if (hull = null)
{GameObject upperHull = hull.CreateUpperHull(target,crossSectionMaterial);
SetupSliceComponent(upperHull);
GameObject lowerHull = hull.CreateLowerHull(target, crossSectionMaterial);
SetupSliceComponent(lowerHull);
Destroy(target);
if (target.CompareTag("Beat™))
{scoreCounter++;
scoreText.text = scoreCounter.ToString();
}
Destroy(upperHull, 20f);
Destroy(lowerHull, 20f);

}

public void SetupSliceComponent(GameObject slicedObject)

{Rigidbody rb = slicedObject. AddComponent<Rigidbody>();
MeshCollider collider = slicedObject. AddComponent<MeshCollider>();
collider.convex = true;

rb.AddExplosionForce(cutForce, slicedObject.transform.position, 1); }}

Slot

using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.XR.Interaction.Toolkit;

using System.Collections.Generic;
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using TMPro;
public class Slot : MonoBehaviour

{

private List<GameObject> itemsinSlot = new List<GameObject>();

[Header("Ul References™)]
public Image slotimage;

public TMP_Text countText;

private Color originalColor;
private HashSet<ltem> blockedItems = new HashSet<ltem>();
void Start()
{
slotimage = GetComponentInChildren<image>();
originalColor = slotimage.color;

UpdateCountUI();

private void UpdateCountUI()
{
if (itemsInSlot.Count <= 1)
countText.text = string.Empty;
else
countText.text = itemsInSlot.Count. ToString();

}
private void OnTriggerStay(Collider other)

{
var obj = other.gameObiject;
var item = obj.GetComponent<item>();

if (item == null || item.inSlot) return;
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// fxmio itemType nopokHiit => He CTeKaTH GiJibIlle OJJHOTO

bool isNonStackable = string.ISNullOrEmpty(item.itemType);

// {K1io Bxke € mpeIMeTH B CJIOTI

if (itemsinSlot.Count > 0)

{
var firstitem = itemsInSlot[0].GetComponent<item>();
bool firstNonStackable = string.IsSNullOrEmpty(firstitem.itemType);
if (firstNonStackable || isNonStackable || item.itemType !=firstitem.itemType)

return;

}

if (blockedltems.Contains(item)) return;

var grab = obj.GetComponent<XRGrablnteractable>();

if (grab.isSelected) return;

Insertitem(obyj);

private void OnTriggerExit(Collider other)

{

var item = other.GetComponent<item>();
if (item !=null)

blockedltems.Remove(item);

void Insertltem(GameObject obj)

{

// 1) Grab the item's current *world* scale

Vector3 worldScale = obj.transform.lossyScale;

// 2) Attach it

obj.transform.SetParent(transform, worldPositionStays: false);
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// 3) Reset position & rotation
obj.transform.localPosition = Vector3.zero;

obj.transform.localEulerAngles = obj.GetComponent<item>().slotRotation;

// 4) Compute the proper *local* scale so that:
// (localScale * parent.lossyScale) == worldScale
var parentScale = transform.lossyScale;
obj.transform.localScale = new Vector3(
worldScale x / parentScale.x,
worldScale.y / parentScale.y,
worldScale.z / parentScale.z
)i
var rb = obj.GetComponent<Rigidbody>();
rb.isKinematic = true;
var itemComp = obj.GetComponent<item>();
itemComp.inSlot = true;
itemComp.currentSlot = this;
itemsinSlot. Add(obj);
slotimage.color = Color.gray;
UpdateCountUI();
}

public void RemoveOneltemFromStack(ltem item)
{
if (litemsInSlot.Contains(item.gameObject)) return;
itemsInSlot.Remove(item.gameObject);
blockedltems.Add(item);
if (itemsinSlot.Count == 0)
slotimage.color = originalColor;

UpdateCountUI();
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}
TargetMover

using UnityEngine;

public class TargetMover : MonoBehaviour
{
[Header("Movement Settings™)]
public float amplitude = 0.5f;
public float speed = 1.5f;
[Header("Respawn Settings")]
public float fallDuration = 3f;
public float respawnDelay = 2f;
private Vector3 startPos;
private Quaternion startRot;
private Rigidbody rb;
private bool isHit = false;
private float timer;
private void Start()
{
startPos = transform.position;
startRot = transform.rotation;

rb = GetComponent<Rigidbody>();

if (rb ==null)
{

rb = gameObject. AddComponent<Rigidbody>();
}

rb.isKinematic = true;

rb.useGravity = true;
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rb.constraints = RigidbodyConstraints.FreezeRotationX |
RigidbodyConstraints.FreezeRotationZ;

}
private void Update()

{
if (NisHit)
{
float offsetY = Mathf.Sin(Time.time * speed) * amplitude;

transform.position = startPos + new Vector3(0f, offsetY, Of);

else

timer +=Time.deltaTime;
if (timer >=fallDuration + respawnDelay)

{
ResetTarget();

}
public void OnHit()

{
if (isHit) return;
iIsHit = true;

timer = Of;

rb.isKinematic = false;
rb.constraints = RigidbodyConstraints.None; // Jlo3BosisieMo BCi 06epTaHHS
rb.angularVelocity = Vector3.zero;

rb.velocity = Vector3.zero;
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Vector3 forceDir = (-transform.forward + Vector3.down).normalized;

rb.AddForce(forceDir * 5f, ForceMode.Impulse);

private void ResetTarget()
{

isHit = false;
rb.isKinematic = true;
rb.velocity = Vector3.zero;

rb.angularVelocity = Vector3.zero;

rb.constraints = RigidbodyConstraints.FreezeRotationX |
RigidbodyConstraints.FreezeRotationZ;

transform.position = startPos;

transform.rotation = startRot;
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