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AHOTALIA
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CrapueHko T. B.[lpoektyBaHHsi remmichikoBaHUX OCBITHIX
npoueciB-roriloBoNIoMoK (Ha npuknagi rpu Granny): BUNYCKHa
KBanicgikauyinHa pobota Ha 30400y TTA 6aKanaBpCbLKOro piBHA BULLOI
ocBiTM 3i cneuianbHOCTi «122 Komn’ioTepHi Hayku». — Opeca:
OTYLU, 2025. -13 c.

Pobota npucBavYeHa OOCNIMKEHHIO Ta CTBOPEHHIO |MnnemeHTauiqa
3acobiB iHTeneKkTyanbHOro aHanisy cuTyauihn B YymMoBax 3MiHHOMO
cepefoBvlla Ha npuknagi KOMM'IOTEPHOI PW, HATXHEHHOI BigOMUM
iHai-npoektom Granny. [onoBHa MeTa rpu — BWXUTU B OBMeEXeHOMY
cepefoBuLLi, YHUKHYTU nepecnigyBaHHs Bopoxoro NPC Ta posragatu
cepito rosioBOSIOMOK AN BTedi. ATMocdoepa cTpaxy nigTPUMyeTbCH
Yyepes3 3BYKOBWW CYMpoBiA, BidyanbHWUW OM3aWH | AWHAMIYHY MOBEAIHKY
BOpora.

AKTyanbHiCTb 0oOpaHOl TeMun 3ymoBfeHa MonynspHICTIO XaHpy horror
cepeq rpasuiB K Ta 3pocTaHHAM iHTepecy A0 iHAI-po3pobok, Lo
CTBOPIOKOTBCA HEBENUKMMU KOMaH4amMu abo okpeMumu aBTopamu. lrpu
Takoro Tuny He NoTpebytoTb BENMKNX BrogKeTiB, ane 3gaTtHi 3abe3neunTtun
BUCOKUM PiBEHb 3any4YeHHs Yyepes Hanpyry, IHTpUry Ta iMMepCuBHICTb.

O6'eKTOM OOCNIAKEHHSA € MEXaHikM B3aEMOAII Y Xopop-irpax Ta iX BMauB
Ha rpaBeubkun goceig. Y npoueci pobotn 6yno nocraBneHO HACTYMHI
3aBOaHHS:

e [lpoBecTn aHani3a HanNoONynApHILLMX KOMN' KOTEPHUX horror-irop ans
BUABMNEHHS eqEeKTUBHUX IirpoBUX MexaHiK, iHTepdencis Ta
noBeaiHKM NPOTUBHUKIB.

e OO6paTu BigNoOBIAHI IHCTPYMeHTN ans po3pobku (Unity, C#, Blender,
Audacity Towo) Ta 0brpyHTYyBaTH IX BUKOPUCTAHHSI.

e Po3pobutn 6asosuin npototunn rpu ansa MK 3 NigTpMMKO ronoBHUX
MEXaHiK: CTenc, nepexoByBaHHsA, B3aemodia 3 ob’ektamum,



BIOKPUTTS ABEPEN 3a OOMNOMOIOH0 KMHOYIB | KOAiB.

e [lpoBecTn TecTyBaHHA NpauesgatHocTi rpu, nepesipky UI/UX, a
TakoxX 6as3oBy onTuUMiI3auito Nig Pi3Hi KOHQirypauii nepcoHanbHUX
KOMM'IOTepiB.

e Peanizysatu cuctremy nosegiHku Al. [emMoH BWKOPUCTOBYE
cuctemy Hairauii Unity NavMesh gns opieHTauil y npocTopi.

e PeanisyBatn nosegiHky noniuencbknx NPC. [Ona noniuencbkmnx
CTBOPUTK cucTeMy cTaHiB (State Machine), wo gossonse rHy4vko
KepyBaTu IX NOBEAIHKOK Ta B3aEMOAiAMM B 3aNeXHOCTI Big nogin y

rpi.

Y npoueci nNigrotoBkn 3BiTY Oynv BUKOPUCTaHI SK APYKOBaHi, TakK i
€NeKTPOHHI [Kepena, a TaKoXX BUKOHAHO TMOPIBHANbLHUMA aHani3
apxiTekTypu NoAibHUX iHAi-NPOEKTIB.
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BCTYTI

YNpoOoBX OCTaHHIX AecATuniTb IHOQYCTPIA Bigeoirop akTUBHO
PO3BUBAETHLCS, NOCTYMNOBO NEPETBOPIOKYNCE HA OAHY 3 HAMBMIMBOBILLINX
Ta HaunpubyTKOBIWKMX cdep UMPPOBUX TEXHOMOrIN. Irpy AaBHO
nepectanu 6yTn nuwe 3acobom po3Bar — BOHWU CTann MOTYXHUM
IHCTPYMEHTOM  couianbHOro,  MMUCTEUbKOro Ta  TEeXHOSOri4yHoro
camoBupaxeHHd. OcobnuBy ponb Yy UbOMY npoueci BigirpalTb
iHAI-NPOEKTK, K, Nonpu obmexxeHnn BIoOKeT, 30aTHi NPUBEPHYTH yBary
MISIbMOHIB  rpaBUiB 3aBOSKM UiKaBuM igesam Ta aTtMocepHomy
BUKOHAHHIO.

Ha cborogHi xaHp horror survival 3anmae okpemy Hilly cepep
reMMepcbKOl  CriflbHOTU, OCKINbKW MPOMOHYE YHiKanbHWA OocBig —
Hanpyry, ctpax, HeoOXigHICTb LUBMAKO NMPpUUMaTK pilleHHs Ta BopoTucs
3a BMXWBaAHHA Yy CKNagHWX ymoBax. AckpaBuM npencTaBHUMKOM LbOro
XaHpy ctana rpa Granny, sika 30o0yna 3HadyHy NonynspHiCTb 3aBAAKU
NPOCTIN peanisauil, HanpyXeHoOMy renMmnsielo Ta ngakarodin atmocdepi.
Came uen npoekT ByB 0OpaHuin K JpKepeno HaTXHEeHHS OS] CTBOPEHHS
BNACHOro NpoTOTMMY KOMM KOTEPHOI rpu.

Y pamKkax gaHoi BUNyCKHOI KBanidikauinHoi poboTn po3pobnsascs
iIrpOBUIA NPOEKT, WO € aganTavieto OCHOBHUX igen Granny 3 ypaxyBaHHAM
aBTOPCbLKOro BayeHHs1, cy4acHUX BUMOr SO iHTepdency, renmansanty ta
nporpamMHoi peanisauii. Ocobnuey yBary 0yno npugineHo CTBOPEHHIO
MOriKN  WITYYHOro iHTENEeKTy CynpOTUBHWKA, MNoOBeAdiHui o06’ekTiB B
OTOYEHHI, rpaBeLUbKi B3aemodil 3 cepeaoBuLlleM, CUCTEMI 30epexxeHHs
nporpecy Ta peanisauil aTMmocepun cTpaxy 3a AONOMOroK 3BYKOBOIO 1
Bi3yarnbHOro cynposogy.

[MpeomeTHOO 0BnacTo MPOEKTY CTano CTBOPeEHHs desktop-rpu
ANs NepcoHanbHNX KOMM'IOTEpIB Y XaHpi survival horror. @yHKUiOHANBHI



KOMMOHEHTM TPU  BKMKOYAKTb MNEPEMILLEHHS  rpaBus, MeXaHiKy
NnepexoByBaHHS, MOLUYKY KIOYIB Ta IHCTPYMEHTIB, BIOKPUTTA OBEpeEw,
B3aemogito 3 ob’ektamm Ta 3arposy y Burngagi LWI-npoTtmBHMKa, WO
NOCTINHO Nepecrnigye rpasus.

3 TexHi4YHOI TOYKM 30py po3pobka oxonntoBana MOBHUM LMKN
CTBOPEHHS rpu: Big Bubopy iHCcTpymeHTiB (Unity, C#, Blender Towwo) i
NPOEKTYBaHHA NOrikM 00 peanisadil, TeCcTyBaHHA Ta HarnaromXeHHs
pobOTM Ha PI3HMX KOHQIrypauisix KoMmn'totepis. Y poboTi Takox AetasnibHO
PO3rMAHYTO OM3alH irpoBUX CUEH, IHTepdenc Kopuctysada, MexaHiamu
onTumisauil Ta 6asosi npuHunnu UX y xopop-irpax.

HacTynHi po3ginn MicTaTb aHania obpaHoro »aHpy, apxiTektypy
pO3pobneHol rpu, TEXHIYHE 3aBOaHHS, NPUKNagu peanisauii Kno4oBux
MoAayniB, pes3ynbrat TecTyBaHHA Ta OOroBOPEHHS TPYAHOLWIB, WO
BUHUKaANW y npoueci CTBOPEHHA Trpu. TakoX OnucaHo Wngaxu IX
NoOoNaHHs, BUKOPUCTaHIi MeToam M 3acobu, a TakoX HagaHO BUCHOBKMU
LLIOO0 AOCArHYTUX pes3ynbTarTiB.

TEXHIMHE 3ABOAHHA OO MNMPOEKTY

THE RUNAWAY
(3a 3paskom epu Granny)

3aranbHum onuc

[MporpamHe 3abes3neyeHHsa (13) npusHayeHe ONS CTBOPEHHS
OLHOKOPUCTYBaLbKOT KOMM'KOTEPHOT rpu B XaHpi horror escape room.
CyTb rpu nonsirae y BTeYi MNepcoHaxa i3 3aMKHEHOro cepenoBuula
(Byaieni), yHuKaroumn nepecnigyBaHb 3 60Ky Bopoxoro NPC, Bupiwytoum
rONoBOSIOMKM Ta LWyKawyuM Buxig. [pa opieHTOBaHa Ha MNCUXOSOTNYHUM
TUCK, rpaBeLb NOBUHEH YHUKATWN ry4YHUX 3BYKIB, B3AaEMOAIATK 3 06'ekTamu
AOBKINNs, 3éupartn Kno4oBi NPeaMeTn N 3HaXoauTU LWNAXN ONs BTeu.

OcobnuBICTIO CUCTEMW € HasIBHICTb  LUTYYHOrO IHTENEKTY
CYynpOTMBHMKA, AMHAMIYHOIO 3BYKOBOIO CYMNpOBOAY, CKPUNTOBAHUX NOAIN,
a TakoX cuctemm 3depexeHHa nporpecy. Baaemopgia mixk KOMNOHEHTaMu
nobygoBaHa 3a KNIEHT-CEPBEPHMM MNPUHUMNOM (4N  BHYTPILLHBOI
MOAYNbHOI CTPYKTYPU rpn, HE MEPEXEBOI rpu).



[Mpn3HaveHHs

[pa CTBOPKETLCA SK IrPOBUN IHCTPYMEHT OOCIIOKEHHA MeXaHiK
CTpaxy Ta BWXMBAHHS, 3 NoLanbLUOK MOXMAMBICTIO Mogudikalil piBHIB,
mMozenen, cueHapiiB. [1pOeKT [O03BOMSIE  BUBYMTU  apXiTEKTYpy
KOMM'IOTEPHUX irop, a TakoX MexaHiamm nobyqoBun  renMmnneto,
BidyanbHOro Ta aydio odopmMneHHs. Cuctema noBuHHa OyTU
mMacwTaboBaHO, 3 MOXIMBICTIO [OOMOBHEHHA HOBMMW PiBHAMWU,
BOpOramu, nogiamu Ta npeameTamu.

Bumorn oo dyHkuioHany (o6oB’siskoBa YacTuHa)
[0noBHE MEHIo

e CraptoBa cueHa 3 Bubopom onuin: «lloyatn  rpy»,
«HanawTyBaHHAY», «Buntmn.

e Bisyanizauis artmocdepn rpu (Mysmka, TeMHe OCBITNEHHS,
aHimauir).

o OOMexeHMM  doyHKUiOHan Ona  O3HAWOMIIEeHHs:  nepernsg
Tpewnnepa/iHCTpyKuil.

[pa

e [paBeub NepeMillyeTbCS Big nepLuoi ocobu y Gyaisni.

Llinb rpu - 3HanUTW Kntodi, npegMeTn Ta 3HanTu BUXig

e Bopoxun NPC nartpyntoe npumiweHHs. BiH 3gateH iHTepakTyBaTu
C npegmetamn B OyauHKY, BUMUKATWU CBITNO, BigKpMBaTU OBEPI
TOLLO.

e |HBeHTap rpaBus: 30MpaHHA npegMmeTiB, oOMexeHa KiSlbKiCTb
KOMIpOK.

e (CXOBaHK/: MOXNUBICTb NepexoByBaTUCL y Lwadax.

e [0ONOBOMNOMKW: 3aMKN, KOAWU, NPeaMETU, AKi NOTPIBHO 3HANTW.

HanawTyBaHHS

e 3MiHa ry4yHoCTi, KepyBaHHS, rpadiku, MoBa.

ApxiTekTypa



3 mae 6yTn cnpoeKTOBaHe 3a MOAYNbHOK CTPYKTYPOHO:

Mockup — npoTtotun iHTepdency Ta irpoBUxX ekpaHis 3 nepexogamm
MK cueHamu (cTBoproeTbes B Figma abo Unity Ul Tools).

Core Logic — BHyTpilWHS irpoBa norika: ynpasriHHA rpaBueM,
obpobka nogin, nosegiHka NPC.

Graphics and Audio — mogyni mogenen, TeKCTyp, OCBITIIEHHSA,
MY3UKUM Ta 3BYKOBUX eDEKTIB.

Persistence — cuctema 36epexeHHs1 nporpecy, AaHux npo
NPOXOPKEHHS.

Ul - BigobpaxeHHa iHTepdency rpu (iHBeHTap, MEHIo,
NOBIAOMMNEHHS).

TexHonoril

Unity

C#

Mirror Networking

Blender (rotoBi mogeni 3 Asset Store abo camocTiHe
MOZENBaHHSA)

Audacity ons o6pobku 3ByKiB

3BIiTHICTb

KoxxeH y4yaCHUK CTBOPIOE:

[MpaKTUYHY YacTuHY:
MocunaHHA Ha peno3nTopin 3 PO3NOAINEeHHSAM ponen (KOMITwu,
rinkn), poboya 36ipka rpm (build).

e ABTOpedepar:

Onuc cBoei 4actmHu pobotn, BMBIp piweHb, peani3adis,
TpyaHoLi, NiACYMKWU. Y OOKYMEHTI MOBUHHI ByTW: CTPYKTypa rpwu,
po3noain 3agad, BUKOPUCTaHi pecypcu, BUCHOBKM.



PO3AIIT 1

3ATAJIbHA XAPAKTEPUCTUKA CNCTEMA

3rigHO 3 TexHiYHUM 3aBgaHHaAM (T3), Hawa KomaHga nposena
aHania  MOXNMBUX  apXiTEKTYPHUX  pilleHb Ons  NporpamMHoro
3abe3neyeHHs. Bpaxosytoun NPOLYKTUBHICTD, 3py4HiCTb  Angd
KOpUCTyBaya, a TaKOX aKTyamnbHiCTb nigxoais [0 po3pobkn, 6yrno
NPUNHATO pieHHa obpatn apxitektypHuin ctunb SPA (Single Page
Application) sk ocHOBHMI ANs peanisaduii cepsicy.

ApxiTekTypa nporpamMHoro 3abesneyeHHs po3fdineHa Ha 4oTupu
HesanexHi moayni:

- Design;

- Frontend;
- Backend;
- DevOps.

Design

[nsanH y pamkax Halworo npoekTy Bidirpas yHOaAMeHTasbHy
posib i BWUCTYNaB He MNPOCTO [JEeKOPaTUBHMM KOMMOHEHTOM, a
MOBHOLIHHMM [HCTPYMEHTOM (OOpMYyBaHHSA rpaBeubkoro gocsigy. Mwu
po3rnagann Am3amH He nuwe K Habip BidyanbHUX enemeHTiB, a sk
hinicHy cuctemy, €Ka noBuHHa ©Oyna 3abe3neuntn iHTYITUBHE
CNPUNHATTA, KOM(POPTHY HaBirawuito i CTBOPEHHS eMOLINHOIO OOHY rpu.
36anaHcoBaHun Ou3anH [OO3BONSE rpaBUEBi He Jfvwe  fierko
OpiEHTYyBaTUCA B IrPOBOMY CepefoBULLi, a 1 NOBHICTIO 3aHyproBaTucA y
CBIT Ipu, OTPUMYIOHN 3a40BONEHHSA Bif KOXXHOI B3aemMogil.

[Mig Yac CTBOpPEHHs Bi3dyasibHOI YaCTUHM MU OPIEHTYBANMCA Ha UinboBy
ayouTopito, BpaxoByko4n 1i OMiKyBaHHS, BidyaribHi ynogobaHHs Ta irposy
noseniHky. Lle 0o3Bonnno npaBunbHO PO3CTaBUTU aKUEHTU Y CTUMICTULI,
nobynoB.i nokauin, iHTepdenci Ta 3aranbHin nogadi rpw.

[HCTPYMEHTMU, SIKi MW aKTUBHO BMKOPWUCTOBYBAIMN:



e Adobe lllustrator — pna cTBOpeHHs 2D-rpadikn, CTaTUYHUX
erieMeHTIB iHTepdency, ikOHOK Ta KOMMO3ULK;

e Adobe Photoshop — ana getanbHOI 0BpOBKM TEKCTYP, XYOOXKHIX
intocTpauin, a Takox rmmbokoi KONbOPOBOT KOPEKLT;

e Blender — ona mogentoBaHHA Ta aHimauii 3D-o06’ekTiB, Wo 6ynn
IHTEerpoBaHi y BipTyanbHe cepenoBuLLE;

e Audacity / Voicemod / Vegas Pro — ans CTBOpeHHs Ta 06pobku
3BYKOBUX e(peKTiB, a TakoXX poboTu 3 rofilocammn nepcoHaxis.

KntovoBi 3aBOaHHS:

e AHarniz ma pegepeHcu. M1 onpautoBany 3Ha4vyHy KifbKiCTb CXOXWUX
irop, npoaHanidyBanu ixX CTWnb, reumnsien Ta nobygoBy CUeEH, Lo
AOMNOMOTIIO BU3HAYNTU BEKTOP BAACHOMO CTUNIHO.

e Kapma cueH ma igposull ¢brioy: Byno cknageHo MNOCnigoBHICTb
nepexodiB Mk ekpaHamu rpu (MeHto, noboi, cueHa rpu, nporpatu,
nepemora), 3 YiTKOI JIOriKOK HaBirauii.

e /Hmeepauyis Ul e Unity. yci cTBOpeHi MakeTn Bynn nepeHeceHi B
irpoBe cepeposuile 3 BukopuctaHHam Canvas, TextMeshPro, Ul
Toolkit. Mu peanizyBanu aHimauil Yepe3 Animator Ta nokanisauito
yepes Unity Localization.

e [IpeseHmauiluHi mamepianu:. onsa diHanNbHOro NpeacTaBfeHHss MU
3MOHTYBanu reMMmnnenHi Tpeunepu, sukopucrtosyo4dn Vegas Pro,
Ta 0pOpMUIIN peKnamHi Bidyanu.

Frontend

Frontend y Hawomy npoektTi - uUe He npocTo rpadidvHum
iHTepdrenc, a AgMHamMiyHa Ta rHy4yka cuctema B3aemofil KopuctyBaya 3
irpoBuMm cBiToM. Came 4yepe3 Ul rpaseub oTpumye iHbopmauito npo
MOTOMHUW CTaH TPW, BUKOHYE Aii Ta BigdyBae 3B’A30K i3 nogiamu y
BipTyanbHOMY cepegoBuLli. My npuginunu Benuky yeary TOMY, LWOO
iHTeppenc  OyB  ogHOYACHO  MiHIManNICTUYHMM,  3pPO3YMINUM |
JoyHKLiOHASTbHUM.

Baxnneo 6yno gocArt BUCOKOrO PiBHA 3pYYHOCTI BUKOPUCTAHHSA
(UX) — wob xogHa Ais He BWKNIMKana y rpasBus CymHiBiB abo
Henopo3yMiHHS. [1ns uboro 6yno BNpoBagXXeHO HU3KY CyYaCHUX PilleHb i
nigxoais go nobyaoswu Ul.

[locarHeHHs B peani3auil poHTeHay:



e Cmunicmu4yHa uinicHicms: yCi ernemMeHTu iHTepdency

po3pobnanuca B €OuHIM  BidyanbHin  napagurMmi, 3  YiTKUM
BUKOPUCTaAHHAM naniTpyu KomnbopiB, CTuMiB WpudTie, ¢opMm Ta
aHimauin.

AdanmusHicmb: 3aBasakn Canvas Scaler, Layout Groups, Anchors
Mu  3abesneunnin  KopekTHe BigobpaxeHHsa Ul Ha pisHMX
PO3LUMPEHHAX €eKpaHa, WO O0cobMMBO BaXNMBO ANS LUMPOKOro
CMEKTPY MOHITOpPIB.

Egekmu e3aemodii: pogaHo nNnaBHIi nepexoan, iHTEepPaKTUBHI
NiACBIYYBaHHA, 3BYKOBI CUrHamuM npuv HaTUCKaHHI, a TaKoX
aHiMOBaHi iHOMKaTOpPW 3aBaHTaXXeHHS 4n cTaTycy.

Backend

Backend yactuHa 6yna peanisoBaHa 3a OOMOMOIOK apXiTEKTypu

XOCT-KJIIEHT, WO € OonTUManbHUM MiAX04OM AN iHOI-rPU 3 HEBESTNKOK
KOMaHOOK Ta BIACYTHICTIO BnacHoro BuAineHoro cepsepa. OcHOBHa
norika rpu obpobnsanaca Ha CTOPOHI XOCTa, WO 3HA4YHO 3MEHLUYBarno
HaBaHTa)XXEHHS Ha KMIEHTM N nonerwysarno HanarogXeHHs irpoBux nogin.

OCHOBHI enieMeHTn apXiTeKTypu:

Xocm-cepeep: OOVH i3 rpaBLiB CTBOPIOBAB irpoBY CeCito, BUCTYMNaB
y poni cepsepa, obpobnas nogil, pyx, Ail iHWKWX YyYacHUKIB i
KOOpAWHYBaB IXHI0 CUHXPOHI3aU,ito.

Cucmema nobbi: ctBopeHa Ha 6a3i Steamworks - posBonsina
OpraHi3yBaTu Cecito, WyKkaTu OOCTYMHI KiMHATK, nepegasaTtn imeHa
rpaBLiB Ta napameTpu rpu.

JlokanbHe 36epexeHHs: Ans 30epexXeHHs AaHuMX KOopuUcTyBaua,
TakMx siIKk MOBa, 3BYK, HACTpPOWKM - Byno BukopuctaHo PlayerPrefs,
a nokanisauis s3gincHioBanaca vyepes Unity Localization Tables.
ObwmiH ieeHmamu: nofdii rpu (BIOKPUTTS OBepen, BUKOPUCTAHHSA
npegMeTiB TOWO) nepegasanucs y Burnagi 6antosnx NoBigoMMeHb
yepes3 Steam P2P, i3 ueHTpanizoBaHo 06pobKO Ha XOCTi.
besneka: aBTeHTUdIKaUia Yyepe3 Steam ID, KOHTponb JocTyny Ao
Cecil, MOXNMBICTb BUMAANEHHs TrpaBuiB 3 nobbi, nigTpumka
Relay-cepsepiB y pasi npobnem 3 NAT.



DevOps

HesBaxatoum Ha HEBENUKUK CKrag KoMaHau, Mu BrnpoBaguim
HU3Ky DevOps-pilleHb, €Ki go3sonunn 3pobuTtu npouec po3podbku
npo3opuM, 3pydyHuM Ta ©Ge3neyHuMm. Mwu  noginvnu  3aBAaHHS,
opraHidyBanu BepcitoBaHHA Koay, aBTomaTudyBanu 36epexeHHsa 6inais,
TEeCTyBaHHS i nybnikadito.

Hawi npaktnkmn DevOps:

e Unity Collaborate: Tak sik HeobXxigHO Oyno 36epertv BENuUKi CLeHn
Ta npedabun, M1 BUKOPUCTOBYBAIM BHYTPILLHI cepsicn Unity.

e TecmysaHHs:. perynspHe BukopuctaHHa Unity Test Framework
(Edit Mode / Play Mode), HanucaHHs unit-TecTiB ONa KPUTUYHUX
erfieMeHTIB IOriKW.

e 36epexeHHs1 b6indie: koxHa cTtabinbHa 306ipka 36epiranaca Ha
Google Drive, 3 Ha3Bolo Ta iHAeKcauielo 3a BepCieto.



PO3AIN 2

PEANI3ALIA CEPBEPHOI YACTUHU

CepBepHa YaCcTuUHa NPOEKTY peani3oBaHa y BUrMaai po3nogisieHol
peer-to-peer apxiTekTypu, WO igeanbHO MigXoauUTb AN HEeBEeNuKol
KoonepaTtuBHOI rpuU, e OAWH i3 KMIEHTIB BUCTyNae XoCToM cecil. [Ans
3abe3neyeHHs cTabinbHOI, HaginHOI Ta ©0e3nevyHoli B3aemMoail Mk
rpasusmm  ©yno obpaHo nnatgopmy Steamworks, ska Hagana
MOXIMBICTb oOpraHidyBatn cecil 4epe3 Steam Lobby System Ta
3abes3neunTtn P2P-3’egHaHHA MK ydaCcHUKaMn rpu.

KoMnoHeHTn cepBepHOI YaCTUHMU:

e Steam Lobby System - BukopuctoByeTbCsa 49 CTBOPEHHS, NOLLYKY
Ta ynpasriHHSA iIrpoBMMU cecisiMu. KoxXHa cecisl iHILIFDETbCA OQHUM
i3 rpaBuiB, AKMW aBTOMATUYHO OTPUMYE ponb xocta. Cucrema
nigTpyumye nepegady metagaHux (iM’s no66i, KinbKicTb rpasuis,
cTaTyc Towo) Ta goinbTpauio 3a napamMmeTpamu.

e Peer-to-Peer apxiTektypa - 06MiH irpoBMMM JaHUMK peanisoBaHNn
6e3 ueHTpanizoBaHoOro cepsepa. Bci noBigoOMMNEHHA MixXK KIiEHTaMu
nepenatotbcs 4epesd Steam Networking API, wo 3abeanedvye
MiHIMasibHi 3aTPUMKM Ta aBTOMaTUYHY MapLUpyTm3aLito Tpadiky.

e JlokanbHe 306epexeHHs OaHuX - yCi HanawTyBaHHS KOpucTyBaya
(MOBa, Ty4HiCTb, iHBepcCia ynpaBmiHHSA, iM'S rpaBus ToOLWO)
30epiratotbcss Ha 6oui knieHTa 3a gonomoroto PlayerPrefs, wo
3abesnevye WBMOKMA OOCTYN OO NepcoHanbHUX napameTpis 6e3
A00AaTKOBOrO HaBaHTAXXEHHS HA MEPEXY.

BukopucTtaHi MoK, cepefioBuLLla Ta TEXHOSOTT

e Mosa nporpamyBaHHsa: C#
e Cepeposuila po3pobku: Unity, Visual Studio, Visual Studio Code



e [linkntodeHi OibnioTekn Ta nnariHu:

o Steamworks.NET - 6ibnioteka ans iHTerpadii 3 Steam API;

o Unity Input System - cyyacHa cuctema o6pobku BBOAY 3
NiATPMMKOI HanaluTyBaHb KOPUCTYBaYa;

e Irposi TexHonorii Unity:

o Unity Ul Toolkit - nobynosa iHTepdency 3 MOXIMBICTIO
FHYYKOro peaaryBaHHs;
TextMeshPro - a4ns BUCOKOSIKICHOIrO peHaepPUHrY LWPUAITIB;
Addressable Assets - kepyBaHHs1 pecypcamu 6e3 noTpedu
nepesaBaHTaXXeHHS CLEHN;

o Animator Controller - ang ynpasniHHS aHimaviamm
NepcoHaxiB Ta 06’eKTiB;
NavMesh - HaBirauis ana NPC (aHTaroHicTa).
Animation Rigging - To4He HanawTyBaHHA aHiMauin Ta
IHBEPCHOT KiHeMaTUKM 4N peaniCTUYHOro pyxy rnepcoHaxis i
B3aemMogil 3 npegmeTamu.

o Localization Tables — ueHTpanizoBaHa cuctema nepeknagis
AN NiaTpuMKkn 6araToMOBHOCTI Y Ipi.

o Light System — guHamiyHe Ta cTaTtuyHe OCBITNEHHS AN
CTBOPEHHS aTMocepun Hanpyrn Ta Xoppopy.

o Post Processing — nokpalLleHHs BidyanbHOI SKOCTI
300paXkeHHs Yepes cyyacHi epekTn rmmnbuHm pisKoCTi, LWyMmy,
bloom, BiHbETYBaHHS TOLLO.

Cucrtema nokanisauii

[Ons peanisaudii 6araTOMOBHOro iHTepdency Mu BUKOPUCTaNn
B6bygosaHy B Unity Localization System, ska gossonuna 3abesneynTu
MNOBHY NIATPUMKY AeKinbKox MoB 6e3 aybntoBaHHA cueH yYmn Ul.

OCHOBHI XxapaKTepucTUKK peanisauii:

e YCi TeKCTOBi enemeHTu IHTepdency, BKMHOYHO 3 KHOMKaMu,
NOBIAOMMNEHHSAMM, Migkaskamu Ta Aianoramu, Oynn BUHECEHI B
Localization Tables;



e BukopuctaHo gopmart String Tables y noegHaHHi 3 Addressables,
LLIO 0O3BONUMO 3MiHIOBaATU MOBY "Ha NboTy", 6e3 nepesanycky rpu
YN CLUEHMU;

e [liaTpumyBaHi moBu:
o YKpalHCbKa — OCHOBHa MOBa MNPOEKTY;

o AHMminceka — 4K ansTepHatMBHa, [ANA  PO3LINPEHHS
AOCTYMNHOCTI NPOEKTY Ha MiXKHapOOHY ayauTopito;

e [paBeub Mir 3aMiHATM MOBY B HanawTyBaHHSX, MICrA 4Yo0ro BCi
IHTepeNCHI eneMeHTN OHOBOBASIMCA aBTOMaTUYHO.

TecTyBaHHSA cepBEPHOI YaCTUHU

e ODyHKUiOHaNbHE TEeCTyBaHHSA P2P-3’egHaHb Ta no66i
3OicHIOBanNocs Yy nokanbHOMY cepefoBulli 3a  4OMNOMOror
TpaHcnopTHMX 3acobis no Tuny KCP.

e OHiT-TecTyBaHHA BuMKOHYyBanocd 4epe3 Unity Test Framework vy
pexxumax PlayMode Ta EditMode;

e OcobnmBy yeary 6yno npuaineHo nepesipui KOPEKTHOCTI
CUHXPOHI3auil irpoBMX NoAin MiXK KNiEHTaMu, a TakoX CTabinbHOCTI
3’egHaHHs npu BTpaTti ogHoro 3 rpasuiB abo npu noraHomy
IHTEPHET-3’€AHAHHI.



PO3AIN 3

PEANIBALIA AOMIHICTPATUBHOI YACTUH

BaxnnBoro cknagoBoKO irpoBOro MNpoLecy € cuctema HeirpoBux
nepcoHaxiBe (NPC), aki dopmyloTb AuMHaMIKy irpoBOro cepegosuila,
CTBOPIOKOTL aTMocdepy MNCUXOMOrivyHOI Hanpyrm Ta 3abe3nevyloTb
ctoXXeTHun po3sutok rpu. Came NPC 3agatoTb 3MiHHOBaHMA Temn
NPOXOOKEHHSA, (POPMYIOTb BigvyTTa Hebesnekn Ta HenepenbayyBaHOCTI,
aKTMBHO B3aEMOAi04M 3 rpaBLEM Ta OTOUEHHSAM. Y Mexax NpoekTy Byno
peanizoBaHO pekinbka TvNiB NPC, KoXeH 3 SKMX Mae YHiKarbHi
NOBeAiHKOBI CLieHapil, MexaHiky B3aemogil Ta BaXSiMBY posib y 3arasibHin
nobyanosi remmnnetd Ta diHanbHOl cueHun. Peanisauia cuctemn NPC
noegHye B cobi poboTy 3 HaBirauieto, aHiMauissMn, NOMKOK LUTYYHOro
IHTENEeKTY Ta IHTEPaKTUBHOK B3AaEMOLIEI 3 iIrPOBUM CBITOM.

[leMoH

OCHOBHMM BOPOroM TrpaBuiB € [OEMOH, SKMAN NepeLlKomXae
NPOXOMKEHHIO PU Ta CTBOPIOE aTtmocdpepy nocTiHoi 3arposn. Woro
nosiBa peanisoBaHa 4epe3 iBeHT «OxoTta» - AEMOH He TMPUCYTHIn
MNOCTINHO, a nepioguyHo 3'dBNAETbCA Ha KapTi AN aKTUBHOro
nepecnigyBaHHs rpaBuUiB.

OcHoBHa noBeaiHka

[Mig yac akTuBauii iBeHTy «OxoTa» OAeMOH 3'aBfsIETbCA Ha KapTi,
CYNpPOBOAXKYIOYN CBOK MOSIBY XapakTepHUMMU 3BYKOBMMU edekTamu Ta
BidyanbHUMKN 3MiHaMK (TPEMTIHHSA KaMepu rpaBud, cheuianbHi 3BYKW,
MEepPEXTIHHA cBiTNa).

MpoTtarom nepwwmnx 6 cekyHn nicna nossuM OeMOH nepebysae y
cTaHi ldle, gato4un rpaBUAM MOXIUBICTb BTEKTW.



Hani gemoH nepexoantb y Walk State, nodmHatroum naTpyntoBaHHS
TepuTopii 3a Hanepen BW3HAYEHUMM TOYKaMM MapwpyTy. TouKM
naTpyntoBaHHA 0bMpalTbCa BUNAAKOBUM YMHOM.

Ao geMoH BugBnge  rpaBus  (NOTpannaHHA B pagdiyc
BUABMNEHHS), BiH HEramHo nepexoauTb Y PEeXUM TMOroHi, 3MIHIKYM
MapwpyT Ha nepecnigyBaHHA rpaBud. Y pasi BTpaTtM KOHTaKTy -
NnoBepTaeTbCA 4O BUNALKOBOro NaTtpyroBaHHS.

PiBHi Hebe3nekun

Heski iBEHTM MOXYTb NepeBOAUTUM [Py Ha HOBUM pPIiBEHDb
cknagHocti - «Demon Phase», WO CynpoBOOXYETLCA YEpPBOHUM
QinbTPOM  Kamepu, HOBMM  3BYKOBMM  CYMpOBOAOM Ta  3MiHOW
XapaKkTePUCTUK OEeMOHa: 3pOoCTae NMOoro LWBUAKICTb, 30inblUyeTbCA padiyc
BUABSIEHHS | TPMBAnNICTb aKTUBHOCTI. Y UbOMY peXuMi AeMOH OTpUmye
HoBunM cTaH Crawling, nepexogsyM OO aHiMauil nepecyBaHHS Ha
YyeTBepeHbKax ANA NOCUITEHHA Hanpyru.

B3aemopia 3 oToueHHsAM
[eMOH aKTUBHO B3aEMOZI€ 3 CepeaoBULLEM:
e BigKpuBae gBepi;
® BVMWUKAE CBITMNO;
e MaHinyntoe ob’ekTamn (Hanpuknag, MoXe BUMKHYTU KOMIT'IOTEpP Yn
MOBHICTIO 3HECTPYMUTU BYANHOK Yepes3 eneKTPOLLNT);
e CTBOPKE BUMNAOKOBI  KOPOTKOYACHI  ngdkatodi  nosBu  Angd
NiATPUMaHHSA aTMocepu CTpaxy.

TexHivyHa peanisauiga

Hasirauia peanizoBaHa 4epe3 NavMesh i NavMeshAgent, wo
[03BONSAE OEeMOHY BiflbHO MepecyBaTUCb MO AOMY, Miginmatnca no
cxogax, 3HaxoAuTuM onTumanbHi MapwpyTu. KepyBaHHA MOBEAIHKO
3nincHeTbesa Yepesd GhostManager, sikui Kepye ycima gismm gemoHa Ta
TXHIM TaUMIHIOM.

Cucrtema BUKOPUCTOBYE INiYUNbHUKM 3 BUNALKOBUMM iHTepBanamun gns
PI3HMX TUMIB AiN:
e |HTepBan nosisu nosntoBaHHA: 120—-240 cekyHA.



e |HTepBan BUNAAKOBUX iHTepakUin (Hanpuknag, BiaKpUTTS OABEPEN):
40—-60 cekyHA.

e |HTepBanu apfanTylTbCA B 3anexHocTi Big o06paHoro piBHA
CKIlagHOCTI rpw.

[Ans BigobpaxeHHA noBediHKOBMX CTaHiB BUMKOPUCTOBYETbCA Animator,
LLIO NepeMuKae aHiMauil BignosigHO A0 Ai AeMOHa.

NPC — lNoniyencobki

®iHanbHa 4YacTMHa rpu nos’sa3aHa 3 NpUBYTTAM MOMILENCLKUX
NiCns YCNILWHOro BUKITMKY rpaBLiEeM OOMOMOIM.

[Micnsa BUKIWKY aKTUBYETLCA (iHaNbHUW IBEHT «Xaocy», Mig vac
SIKOr0O AEeMOH OTpMMYE [O04aTKOBY Cuiy, a B OyAWHKY MNOYUHAOTb
nesityBatm npegMmetTun. [pasBui MalOTb MEPEXUTU OCTaHHIO XBUSTUHY
nepen npubyTTam OonoMorn. AKWo rpaBusM BOAETbCA BWXKUTKU, Ha
noasip’l 3'9BNATLCA NOMILENCHKI MaLLUHW.

OawuH i3 noniyencbknx Bubusae asepi OyANHKY Ta Yekae BUXOAY rpaBLiB.
IHWi NPC BMKOHYOTb CBOI aHiMaLii, SKi 3anexaTb Bif akTMBaLii Tpurepis:
Buxig 3 aBTomobing, nepecyBaHHa 00 B6yaMHKY, OXOpoHa nepumeTpa.

Ans  KOXHOro nosiuencbKoro  BUKOPUCTOBYETLCA  iHOMBIOYyarbHUN
Animator 3 yHikanbHUMK aHiMaLUisiM1 NMOBELIHKMN.

3actocoBaHo Animation Rigging Ana npaBunibHOro BigOOpPaXKeHHSA
no3uuii pyk nig 4vac TpuMaHHs 36poi, cuaiHHA B aBTOMOLINSX Ta
BMKOHAHHSA iHWKNX CKNagHUX aHiMauinHUX no3.

[Mpn OOCArHEHHI rpaBUsSIMM €BaKyaUilnHOro TPaHCNOPTHOro 3acoby, oauH
i3 NPC nposogutb iHaneHuin Agianor i3  BHYTPILWHBOIrPOBUMMU
AiTbMU-NepcoHaxamu, Nicris 4Yoro rpa 3aBepLUyeTbCS.



MwupHa dpopma gemoHa (ctoxxeTHuin NPC)

3a pPO3BUTKOM CIOXKETY OEMOH MOCTAE He TifIbKM SIK aHTaroHicT,
ane n B obpasi AUTUHM — NOMEpPIOiI CECTPU FONOBHOI repoiHi. llicns
BMKOHAHHA OAHOMO0 3 KIIOYOBUX 3aBAaHb (PO3MILLEHHA MNPOKIIATOro
NpeaMeTy B NeHTarpamy B nigBani), 3'aBNseTbca MMpHa doopma ayxa:

NPC pgiBunHKM Mae BnacHuin Animator i3 pydHO aHimauieto, ska
A03BOSISIE BiA0Opa3snTn nepenady Knroda rpasLio.

3a ponomoroto Animation Rigging Ta iHBepCHOI KiHeMaTUK1 3abe3nevyeHo
NpaBurbHE TMOSIOXKEHHS PyK MNpyv nepegadi npegMetra Ta TPUMaHHI
NPOKNATOro aptedakTy.

[Micns nepegadi knoya AiB4nHKa nepexoauTtb y cTaH ldle, a Yepes Kinbka
CEKyHA 3HMKae, 3anuiiaroym 3a coboro Kpuasum crig.



BucHoBkM

Po3pobneHa cuctema NPC € ofHielo 3 Kn4OBUX CKNagoBUX
peani3oBaHOro irpoBoro npouecy. 3aBAsKkM KOMMMEKCHOMY niaxoay 00
nobynoBn MNOBEAIHKOBUX MoOAeSien HeirpoBuMx MNepcoHaxiB BAarocs
CTBOPUTU  MUOOKUIA  IHTEPaAKTUBHMIA CBIT, Ae KoxHa pgis NPC
b6e3nocepeaHbO0 BNMMBAE Ha irpoBUK MNpouec Ta HacTpin rpasus.
30Kpema, peanizoBaHUin AeMOH-Npecnigysad NoegHye cKnagHy cuctemy
Hasirauii, 3MiHOBaHy noOBefiHKy, BWNAAKOBI IBEHTU Ta aKTUBHY
B3aEMOAil0 3 OTOYMEeHHAM, WO [JO03BOSISIE CTBOPHOBATU  MOCTIMHY
aTMocdepy CTpaxy Ta Hamnpy>XeHHS.

BrnposagxeHa cucrtema JUHaMIYHOro naTpynioBaHHA,
afanTMBHUX PIBHIB 3arpo3v, peakuid Ha nosiBy rpaBuUdA, a TaKoxX
MOXISIMBICTb  KEepyBaHHA  HaBKOMWULWIHIMKM  oB’ekTamm  3abesnednnu
GaraTopiBHEBUN pPO3BUTOK cueH cTpaxy. [ogatkosi ctoxeTHi NPC,
3okpema obpas AUTUHU-NpUMapW, goganu emouinHoi rmubuHn Ta
ApaMaTUYHOro KOHTEKCTY Y piHanbHUX eTanax rpu.

Peanizauia NPC-noniuencbkux crtana noriyHMM 3aBepLleHHAM
iIrpOBOI  Cecil, 3aKkpinnoyYM CIHOXKETHUA biHan i MigCcuUoYn BiaYyTTS
OOCATHEHHS MEeTU Ans rpasuiB. BUKOpUCTaHHA Cy4aCHUX IHCTPYMEHTIB
Unity — Takmx 49k NavMesh, Animator, Animation Rigging,
GhostManager Ta iHWi — [03BONWNO CTBOPUTU afanTUBHY Ta MOLYMbHY
apxiTeKTypy MOBEIHKU, LLIO NIErKO PO3LLMPIOETLCA | HANaLWTOBYETLCSA A4
ManByTHIX OHOBNEHb Pu.

Takmm  4mHOM, po3pobneHa cuctema NPC He nuwe
ypisHOMaHiTHMNa revmnren, ane W crana BaXMMBOK OCHOBOK AnNA
nobygosu atmocdepu, yrnpasriHHA TEMMOM Py, HAPOLLLYYBaHHSA Hanpyru
Ta popmMyBaHHSA YHiKasribHOro irpoBOro JOCBIAY.



[Nepenik BUKOpUCTaHUX oxepen

1. Unity Manual — Animator Controller
https://docs.unity3d.com/Manual/Animator.html

2. Unity Manual — Addressable Asset System
https://docs.unity3d.com/Packages/com.unity.addressables@1.21/
manual/index.html

3. Unity Ul Toolkit Documentation
https://docs.unity3d.com/Manual/UlElements.html

4. Unity Al Navigation (NavMeshAgent, Al Agents)
https://docs.unity3d.com/ScriptReference/NavMeshAgent.html

5. Unity Animation Rigging Package
https://docs.unity3d.com/Packages/com.unity.animation.riggin 1.

2/manual/index.html

6. Unity Developer Tutorials https://www.youtube.com/@Brackeys

7. Observing playres behaviour playing horror games
https://www.twitch.tv/

8. Unity TextMeshPro Documentation
https://docs.unity3d.com/Packages/com.unity.textmeshpro@3.0/m
anual/index.html

9. Vegas Pro Online Tutorials
https://www.vegascreativesoftware.com/us/online-tutorials/

10. Learn Photoshop https://www.adobe.com/learn/photoshop

11.  Unity Post Processing Stack Documentation
https://docs.unity3d.com/Packages/com.unity.postprocessing@3.2/
manual/index.html

12. Unity Localization Package
https://docs.unity3d.com/Packages/com.unity.localization@1.3/ma
nual/index.html

13. Steamworks APl Documentation
https://partner.steamgames.com/doc/sdk

14. Steamworks.NET (obroptka Steamworks SDK ans Unity)
https://steamworks.github.io/

15.  Mirror Networking Documentation
https://mirror-networking.qgitbook.io/docs/



https://docs.unity3d.com/Manual/Animator.html
https://docs.unity3d.com/Packages/com.unity.addressables@1.21/manual/index.html
https://docs.unity3d.com/Packages/com.unity.addressables@1.21/manual/index.html
https://docs.unity3d.com/Manual/UIElements.html
https://docs.unity3d.com/ScriptReference/NavMeshAgent.html
https://docs.unity3d.com/Packages/com.unity.animation.rigging@1.2/manual/index.html
https://docs.unity3d.com/Packages/com.unity.animation.rigging@1.2/manual/index.html
https://www.youtube.com/@Brackeys
https://www.twitch.tv/
https://docs.unity3d.com/Packages/com.unity.textmeshpro@3.0/manual/index.html
https://docs.unity3d.com/Packages/com.unity.textmeshpro@3.0/manual/index.html
https://www.vegascreativesoftware.com/us/online-tutorials/
https://www.adobe.com/learn/photoshop
https://docs.unity3d.com/Packages/com.unity.postprocessing@3.2/manual/index.html
https://docs.unity3d.com/Packages/com.unity.postprocessing@3.2/manual/index.html
https://docs.unity3d.com/Packages/com.unity.localization@1.3/manual/index.html
https://docs.unity3d.com/Packages/com.unity.localization@1.3/manual/index.html
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https://steamworks.github.io/
https://mirror-networking.gitbook.io/docs/

	ТЕХНІЧНЕ ЗАВДАННЯ ДО ПРОЄКТУ 
	Загальний опис 
	Призначення 
	Вимоги до функціоналу (обов’язкова частина) 
	Головне меню 
	Гра 
	Налаштування 

	Архітектура 
	Технології 
	Звітність 

	РОЗДІЛ 1 
	 ЗАГАЛЬНА ХАРАКТЕРИСТИКА СИСТЕМИ 
	Design 
	Frontend 
	Backend 
	DevOps 

	РОЗДІЛ 2  
	РЕАЛІЗАЦІЯ СЕРВЕРНОЇ ЧАСТИНИ 
	Компоненти серверної частини: 
	Використані мови, середовища та технології 
	Система локалізації 
	Тестування серверної частини 

	РОЗДІЛ 3 
	РЕАЛІЗАЦІЯ АДМІНІСТРАТИВНОЇ ЧАСТИН 

