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PO3POBKA 3D I'PU «ROBOT ESCAPE» B )KAHPI IIJIAT®OPMEP
Kponuska Biaaguciaas, IlysikoBa AHHa
LlenmpanvHoyKpaincbKuli 0eparcasHuli neda2o2iuHuLl yHigepcumen imMeHi

Bonooumupa Bunnuuenka, m. Kponusenuyvxuii, Yxkpaina

Ionynapuicms KOMR TOMEPHUX T20p 3POCAE 3 KOHCHUM POKOM, A 3 PO3BUMKOM THPOPpMAYIUHUX
MEeXHON02I 3 'A61AEMbC NOmpedba CMmeopsamu Hosi OLibu THHOBAYIUHI NPOSPAMHI NPOOYKMU, 5Ki
0y0ymu 3a00801bHAMU NOMPEOU CYYACHUX KOPUCTYBAUIS.

YV cmammi nagedeno cmucauti onuc 00c¢g8idy po3pobKu ideocpu 8 dcaupi niamgopmep 3a
oonomoeoio pywis Unity ons onepayiunoi cucmemu Windows. Oxpecneni numanmns pospooku
cyenapiro epu, cmeopenns 6azoeux 3D-mooeneil nepconadicie ma narawimyseawHs ix avimayii,
HanUCAHHsA CKpUNmis pyxy Nepcouasica, CmeopenHs ioKayil. 3asHaueni npoepamui 3acobu, ki Oyiu
BUKOPUCMAHT HA KOJCHOMY 3 emanis po3pooKu npocpamHo20 npooyKmy.

Kniouosi cnosa: komn tomepua epa, niameopmep, pywit Unity.

Development of 3D game *"Robot Escape™ in the genre of platformer

V. Kropivka, A. Puzikova
Volodymyr Vynnychenko Central Ukrainian State Pedagogical University,
Kropyvnytsky, Ukraine

The popularity of computer games is growing every year, and with the development of
information technology, there is a need to create new, more innovative software products that will meet
the needs of their users.

The article provides a brief description of the experience of developing a platformer video game
using the Unity engine for the Windows operating system. The issues of developing a game scenario,
creating basic 3D models of characters and adjusting their animation, writing scripts for character
movement, and creating locations are outlined. The software tools that were used at each stage of the
software product development are indicated.
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Ha crhoromuimHii JeHh PUHOK KOMIT'IOTEPHUX ITOp pPOCTE 1 PO3BUBAETHCS
HalmBuame y cBiti. 1100 BTpUMaTu KOHKYPEHTOCHPOMOXKHICTh, PO3POOHMKH, SKi
OOMEXEeHI y 3JIaTHOCTI CTBOPIOBaTHM JOPOTOBAapTICHY Ta CKJIaaHy rpadiky,
MOKJIAIAI0THCSA Ha 1HHOBAIIMHICTH irpoBoro mporecy. Tak, cepex irop, siki 3700yiu

MIKHAPOJIHOTO YCIMiXy 3aBJSKH CBOIM TBOPUOCTI pO3pOOHMKIB 1 3a7aJId HOBUM TPEH] B



iayctpii, cramu Cuphead, Ghost of a Tale Ta Hollow Knight. L1i irpoBi BigHOCATBCS 110
WI1aT(GOpPMHHUX irop.

[Inatdhopmep — >kaHp KOMM'IOTEPHUX Irop, J€ OCHOBHOIO PHCOIO IFPOBOIO
mporecy € cTpuOaHHs o TwIaTdopMax, JIA3iHHS MO CXO/Aax, 30MpaHHS MPEAMETIB, SKi
HEOOX1H1 s 3aBepiieHHs piBHA. Komekiiiai npeameTtu, 30poss Ta maBepanu
30MparoThCsl 3a3BUYail MPOCTUM JOTUKOM IMPOTArOHICTA 1 HE BUMAraloTh CIELIAIbHUX
i 13 60oky rpaBis [5].

CyvacHu#l IrpOBUI PUHOK MEPENOBHEHUN IrpaMu KaHpy MaTGopMep, OCKUIbKU
el JKaHp € OJHHMM 13 HallCTapiliuxX 1 Ma€e BeNUKy (paH-0azy. Ajne OUIBIIICTh LUX 1rOp
MalTh OJIHOTUIOBHI I1rpoBUM mpouec, NoOyAoBaHWMII Ha cTpuOKax 1 30upaHH]
IpeaMeTiB, Ta BUKOHaH1 B cTwil 2D. 3Bakaroun Ha Te, 110 HA CHOTOJHINIHIN JEHb Y
IPaBUiB OJHUM 13 HAWBAXKJIMBIIIUX KPUTEPiiB BHOOPY rpu € 1i rpadika, miar@opMHi
irpu, BUKOHaH1 B 3D-cTuJii, CKIIaAaloTh 3HAUHY KOHKYPEHINIO 1HITUM MTPOEKTaM.

Takum uwmHOM, po3poOka BIacHOi IUIATGOPMHOI TP BUKOHYBalach 3
ypaxyBaHHSIM BUMOI pHUHKY, Yy 3D-ctwmi, 13 3a0€3MeUeHHsIM 3HA4YHOI KIJIBKOCTI
PI3HOMaHITHHUX JIOKAIli, @ TAKOXX OCOOJIMBOCTEH MEXaHIKH ISl KO)KHOT'O HACTYITHOTO
PiBHS, IO CIIPUsi€ yTPUMAHHIO YBAru 1 3aliKaBJIEHOCTI TpaBIIsl.

Jlnst cTBOpeHHs rpu Oyno o6pano pymiit Unity', skuii Ha ChOTOJHIIIHI JCHB €
HAWUTIOMYJISIPHIIIIUM cepell PO3POOHHKIB, OCKIIBKH 32 JOMOMOIOK HOTO MOTYKHHUX
MO>KJIMBOCTEN MPOIIEC PO3POOKU I'PU MOKHA TPUCKOPUTH B KUJIbKa pasiB, a OTKE 3 HOTo
BUKOPUCTAHHSAM HEBEJIMKI KOMaHJIA MOXYThb CKJIACTH KOHKYPEHIII BEIUKUAM CTYIisIM.
Jlo Toro x 0a3a IHCTPYMEHTIB I[LOTO PYIIIs PO3IIMPIOETHCA 3 KOKHUM POKOM. Takox
3ayBa)KMMO, 110 BEJUKI CTY/Ii 4aCTO CTBOPIOIOTH CBOI BJIACHI IFPOBI PyIIIi, 1110 BUMAarae
3HAYHUX 3aTpaT 4yacy.

Meroto cTarTi € ctuciauid onuc nocBigy po3pooku Bigeorpu «ROBOT ESCAPE»

B *KaHpi matdopmep 3a gormomoroto pyiris Unity.

! Unity — ue kpoc-rumathopmumii irpoBuii pymriii, po3po6enuii Unity Technologies. Pyrmiii moctymoBo
PO3IIUPIOETHCS ISl MIATPUMKHU PI3HOMAHITHUX HAaCTUIbHUX, MOOUIBHHUX, KOHCOJIBHUX Ta BIPTyaJbHUX
iathopm.



Bxigaumu ganumu po3poOJIeHOi mporpamu € irpoBl HAJAIITYBaHHS, K1 oOupae
KOPHUCTYBad, a TAKOXK yMPABIIIHHS aBaTapoM IIij 4ac irpoBOTO MPOIECY, 3a TOTTOMOTOI0
KJIaBlaTypH.

Buxigaumu nanuMu — € rpadiyHa iHTepIpeTallis mpolecy Ipyu Ha eKpaHi Ta 3BYK,
SAKUH 11 cynpoBopkye. 11T rpaBlis BIUIMBAIOTh HA CTaH ITPOBOI CIICHH.

BignoBigHo 110 00paHOro >KaHpPYy TpH, OJHIED 3 BUMOT J0 (YyHKIIIOHATY
po3po0IeHOr0 MPOAYKTy Oyia Taka: «OCHOBHI MEXaHIKH TPHU MOJISTAIOTh B MOYKIIUBOCTI
IpaBIld B3a€EMOJISATH 3 HEOOXITHUMHU ISl MPOXOJKEHHS PIBHIB 00’€KTamu, 30UpaTu
IpEeIMETH Ta BHUKOPUCTOBYBATH iX MJIsi B3a€MOJIl 3 IHIIMMHU O0’€KTaMH, MEpEeCcyBaTH
00’€KTH, IepecTpruOyBaTH Ta OMUHATHU MEPEUIKOJIN.

ANroput™ po3poOKH KOMI'IOTEpHOI I'pu [4] 30iraeTbes 3 aJropuTMOM PO3POOKH
OIBIIOCTI MPOTPAMHUX MPOJYKTIB Ta BKJIKOYA€E B ce0Oe Taki CTajli: MPOEKTYyBaHHS,
po3poOKa, BUAAHHS Ta IMiATPUMKA.

B mporeci pobotr Haa MpoayKTOM OYJI0 peajli3oBaHO PO3POOKY CIIEHApIil0 I'pH,
IrPOBOTO MEPCOHAXKY, MEPEIIKO/, MPOTUBHUKIB, MPEAMETIB JJIA B3a€EMO/IIi IEPCOHAXKA,
ITPOBHUX JIOKAIli#; irpoBoro iHTepdercy, OCHOBHI (DYHKIIIT Ta MEXaHIKHU TPH.

JUIst [OCATHEHHS TOCTAaBJIEHUX 3a/Jad BHKOPUCTOBYBAJIUCH TaKl MpPOrpamMHi
3aco0u:

- Blender 3D [3] — mst ctBopennst 3D mopeneii Ta X aHiMaIrii.
- Adobe lllustrator [1] — mist ManroBaHHS BEKTOPHUX 300pa)KCHb Ta EJICMEHTIB

KOPHCTYBAILKOTO 1HTEPGEHCY.

- Adobe Substance 3D Painter [2] — my1st cTBOpeHHSI TEKCTYp Ta MaTepiaiB.
- Visual Studio Code — nyist nancanust C# ckpunTiB.
- Unity Editor — qyis po3poOku camoi rpu.

Cuenapiii Tpu MICTUTh KOPOTKHI OMUC PIBHIB I'PH, 1l OCHOBHI €JIEMEHTHU Ta TOIii.
BignoBigHo a0 ciueHapito Oynu po3poOsieHi €CKi3W IrpOBHX MEPCOHAXIB Ta ix 0a30Bi
moxeni. bazoBa 3D-Mozens romoBHOro reposi — pobota, sika Oyna po3poOieHa Ha 3

MOJYJI1 BIMIOBITHO /IO KO>KHOTO IrpOBOTO PIBHSI, HABEICHA HAa pUCYHKY 1.
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Puc. 1. bazosa 3D-mooenv 201081020 2epost

[Ipyu MopentoBaHHI TMEepcOHaka TIpud OyJ0 BpaxoBaHO TE€, IO MOTPIOHO
JOTPUMYBATUCSI HOPMHU B KIJIBKOCTI IMOJITOHIB MOJIEN, OCKIJIBKH 32 BEJIMKOI KUIBKOCTI
MOJIITOHIB 3 SABIIAE€THCS 3HAYHE HABAaHTAKEHHS Ha rpadiuyHU IPpoLecop.

[Ticnst ctBopenHst 3D-Mozeneil mepcoHaxkiB y mporpaMHoMy 3aco0i Substance
Painter Oyyio CTBOPEHO Ta HAJAIITOBAHO KapTy s KoxHOT Mojem (UV-po3ropTky), siK
TOKa3aHO Ha PUCYHKY 2, a TAKOXK — TEKCTYPH Ta MaTepiaid JJIs KOYKHOTO 3 TIEPCOHAXKIB.

Ckener nepcoHa)ka € OJHUM 3 KJIIFOYOBUX KOMIIOHEHTIB Il CTBOPECHHS aHIMallli
TYMaHOITHUX TEepPCOHaXIB. JIJisi CTBOpEHHS Ta HaNAIITyBaHHA CKeleTa (IuB. puc. 3)
OyJ10 BUKOPUCTAHO BOYI0BaH1 MOKJIMBOCTI nporpamu Blender.

ba3oBi aHimarii ays mepcoHaka OyJlIO CTBOPEHO TaKOX 3 BUKOPHUCTAHHAM
MoxuBocTerd Blender. 3a cuieHapiem rpu B TOJOBHOTO T'epos € TPH PI3HI CTaHU: 0€3
MOJYJIIB, 3 MOAYJIeM JieBiTalii Ta 3 MoayyieMm Hir. KoxkeH 3 1ux cTaHiB nependayan
CTBOPEHHsI CBOTO HAOOPY aHIMaIlli, TaKUX SIK: CIOKIN; pyX Ta IMIBUIKUNA PyX; B3aEMOIIS
3 00'€KTOM; B3a€EMOJIsl 3 MPEIMETOM; CTpUOOK (IS CTaHy 3 MOJyJeM JieBiTalii abo 3
MOJYJIEM HIT); TpOrpail; MTOBXaHHS 00'ekTa (IJIs CTaHy 3 MOJYJEM MOJbOTy abo 3
MoayJeM Hir). Takoxk J0IaTKOBO OyiH CTBOPEHI aHIMaIlii /Ui CYyMpPOBOKEHHS 3MIHU

MO/TYJIIB.



Puc. 2. Poseopmka 6a3060i mooeni 201081020 2eposi

Puc. 3. Hanawmyeanns sipmyanvho2o ckerema

HactynHuii etan mossraB y HalMCaHHI CKPUNTIB PyXy MEPCOHa)Xa Ta 3aJaHHS
YMOB BIITBOPEHHS KOXKHO1 aHiMarlii. Hudye HaBeIeHO TMepeiK OroJIONIEHUX
KOMIIOHCHT Ta 3MIHHUX, BUKOPUCTAHUX B JIICTUHTAX aHIMAIlIHHUX METOIIB:

- public CharacterController controller — ocHoBHHMIT KOMIIOHEHT, SIKHii Ma€ BJIACHI
napaMeTpu Ta 3MiHHI, 3a JOTIOMOTOI0 SIKUX MO>KHA 3aJ/1aBaTH PyX;
- public Vector3 move — 3MiHHa, 110 BIAMOBIZa€ 3a TMapaMeTpHd KOOPAWHAT B

TPUBUMIPHOMY MPOCTOPI;



- public float playerSpeed — 3miHHa, 1O BIJANOBiAa€ 3a IMBHIKICTH PYXY
IIEPCOHAXKA.

- public float jumpForce — 3miHHa, 1110 3a7a€ BUCOTY CTPUOKA.

- [SerializeField] private float gravity — 3minHa, 110 BiAMOBIAA€E 32 CHIY TSHKIHHSL.

- public float targetAngle; public float angle; public float turnSmoothTime = 0.4f;
public float turnSmoothVelocity; — 3miHHi a1 3agaHHS KyTy IIOBOPOTY
MepcoHa)xka Ta HOro MIBUJKOCTI 1 TIJIaBHOCTI.

Hwxkue HaBemeHo micTuHT MeToay «Movey, BUKOHAHHS SKOTO 3a/Ja€ HampsSMKQ

PYXY, a TAaKOXKX O03BOJII€ BUKOHYBATH IIAaBHUU ITOBOPOT Ta ITOBHC KCPYBAHHA I[i}IMI/I.

private void Move () {

move = new Vector3 (Input.GetAxis ("Horizontal"), 0, Input.GetAxis ("Vertical")):;

if (move != Vector3.zero) {

targetAngle = Mathf.Atan2 (move.x, move.z) * Mathf.Rad2Deg;

angle = Mathf.SmoothDampAngle (transform.eulerAngles.y, targetAngle, ref
turnSmoothVelocity, turnSmoothTime);

transform.rotation = Quaternion.Euler (0f, angle, 0f);

b}

Ha erami mimanyBaHHs Takok Oy po3poOJieHI cxeMu JIoKallid. 30Kpema, cxema
Jokanli «30Ha MEepeBIPKU» MICTUTh KIMHATH, CXOJAM, CKAaHEpHW, Jiazep Ta yCl HOro
KOMIIOHEHTH, JIAMITH [JIS JUKEpesa CBiTia, smuku Ta iH. (auB. puc. 4); 3D-mozaens 1iel

JIOKaIli HaBe/IeHa Ha PUCYHKY 5.

f—— A1 Frmer e 2y = o, L S —_

.III 1t I'I,I =] \ =

Puc. 4. Cxemamuunuii nnan noxayii «30Ha nepesipkuy



User Perspective
(0) Lamp | Lamp

Puc. 5. 3D-mooens noxayii «3ona nepesipxuy

CtBopeni Mozeni Oymu iMrnopToBaHi B pegaktop Unity Ta po3MillleHH] Ha CIIEHI.

Ha erami peanizamii (yHKIIIOHaTBFHOI YaCTUHU, CTBOPEHO MEPEUIKOAN Y BHUTIISAI
CKaHepa, KU aKTHBY€ YE€pPBOHE CBITJIO JIa3epiB Ta MiJl Yac TPUBOTU. TaKOX HAMHUCAHO
CKPHIITH ISl 3aIlyCKy PyXy aBTOMATHYHHX JBeper (sSKki po3MilleHi Maibke Ha BCiX
nepexoaax MK KiMHaTaMu), MEeXaHiKk 00’€KTiB (110 BUKOPHUCTOBYIOTHCS SIK YKPUTTS
BiJI J1a3€piB), IJIsl 3MIHU MOJIYJISI pyXy IO 3aBEPIICHHIO TPOXOKEHHS JIOKAITii, TOIIO.

3a3HayuMo, 110 JJIs MOJETWEHHs MPOTPaMHO1 peani3alli rpu 0yJ10 CIPpOeKTOBAHO
UML — miarpamu KiaciB, po3po0JIeHO OJOK—CXEMy aJIropuTMy 3[I1HCHEHHS X011y, a
TaKO0» 3MOJIEIbOBAHO OCHOBHY JllarpaMy BaplaHTIB BUKOPUCTAHHS.

[Ticns peamizamii  QyHkmioHamy Oyno BHUKOHaHO TpadiuHi HaTaMITyBaHHS
odopMIieHb MaTepialliB 1 JKEpes CBITJIa BIAMOBIAHO 10 OOpPaHOTO CTUIIIO, OKpPEMUU
pe3yabTaT SIKUX HaBEJCHO HAa PUCYHKY 6.

B ocrannio uepry B mporeci po3poOKH 3/1HCHIOBAJIOCH HATAILITyBaHHS TOJIOBHOTO
MEHIO, OCHOBHOIO BHUMOTOIO0 110 SKOTO €: «['0JloBHE MEHIO HE TMOBHHHO OyTH
nepeBaHTa)XEHUM, ajie B TOM camuil Yac wmae Oytu (QyHKIIOHAIBHUM Ta
1HpOpMaTUBHUMY». TakuM YMHOM, TOJIOBHE MEHIO CKJIQJa€ThCS 3 TaKMX KOMIIOHEHTIB:

MoYaTH Tpy; MPOJOBXKUTH TPY; HAJAIITyBaHHS; I0MOMOTra; BUXiJ (IUB. puc. 6).



Puc. 6. Cxkpinwom noxayii « Kougecpue npuminjenusy
HaGytuii mim wac CTBOpEHHS ONUCAHOI BHUIIE BIJCOTPU JIOCBIA JI03BOJISIE
CTBEpJIKYBAaTH, 110 MOXJIUBOCTI nojaTky Blender BkitouaroTh HEOOXiAHI IHCTPYMEHTH
JUIS IIBUIKOTO 1 JIETKOTO cTBOpeHHS 3D-Mojeneidt Ta adimallii, oCOOJMBO 3aBIsSKH
CUCTEMI 1HBEPCHOT KIHEMATHUKH, JIJI1 BUKOPUCTAHHS K0T HEMOTPIOHO OaraTto 3yCcuiib.
Takox 3ayBakKMMO, IO 3aBASKM JOOpOTHIA BOymOBaHIM 010mioTeni TEKCTyp,
MaTepiajiB Ta 1HIIMX THCTPYMEHTIB mporpamHoro noaatky Adobe Sabstance Painter

BJIaJIOCSl CTBOPUTHU FapHy Ta JIOCUTH JI€TallI30BaHy Tpadiky.

OBOT ESCAPE

START GAME

LOAD GAME
SETTINGS
HELP

Puc.6. I'onosne mento sioeoepu «ROBOT ESCAPEY 6 orcanpi nramgpopmep



B cBoro wepry, moximBOCTI irpoBoro pymris Unity Oynu BHKOpHCTaHi st
CTBOPEHHS CLIEH, aHIMalllid, HAlMCAHHS CKPHUIITIB, HAJAIITYBAaHHA OO0'€KTIB, CTBOPCHHS
Ul Ta KOMIIIALIT TPOCKTY.

TakuMm 4MHOM, CTBOPEHHUN NPOrPAaMHUMN MPOAYKT € MPUKIAAOM BIICOTPH, SKHUN
MOKHa BHKOPUCTOBYBAaTH SIK JJIsi PO3BUTKY JIOTIYHOIO MMCIEHHS Ta TPEHYBaHHS
peakuiiHUX HaBUYOK TpaBls, TaKk 1 B HaBUaJIbHOMY IIpOLEC] MPU BUBYEHHI KypCy

«IIporpamyBaHHs».
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