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AHoTaisg

PoGoTa npucBsueHna po3po0Oi1ii rpu 3 BUKOpucTaHHsM ppeiimBopky Unity.
['pa peanizoBana moBoto C# 3 BUKOpPUCTAaHHSIM Jiarpam BopoHoro uist renepariii
IrpOBOTO TIOJIA.

Kirouogi ciora: Unity, giarpama Boponoro.



Beryn

[TocTaHoBka 3aBaaHHs

MeTtoto po6otu 0ysi0 00paHO CTBOPEHHS I'PU BiJl TPETHOTO JIMLA Ha
irpoBomy pyrii Unity 3 6a30BUMH MeXaHIKaMU TIepeCyBaHHS, aTaKH,
JOCIIKEHHS Ta 3 BUKOPUCTAHHAM JiarpaM BopoHoro asis reHepaiiii irpoBoro
OIS

Irpu sik BUJI IHTEPAKTUBHOTO ay/10-Bi3yaJIbHOTO MUCTEITBA HE BTPAYaIOTh
CBOET aKTyaJIbHOCTI MTPOTSTOM JIECATKIB POKIB, a TaKl IHCTPYMEHTH, SIK IrPOBUI
pyunid Unity Ta niarpamu BopoHoro, € 100pe BUBYEHUMH, TOITUPEHUMHU T
e(eKTUBHUMH y BUPIIICHHI IOCTABJIECHOTO 3aB/IaHHS.

OcHoBHA YacTHHA POOOTHU CKIAAETHCS 3 3 PO3JILIIIB.

[lepmmii po3/i1 MPUCBSIYEHO 1CTOPIi BiA€O-1TOp, IXHBOMY MICII Y
Cy4acCHOMY CBITI Ta OTJISIIY HaWOUIbII MTOITUPEHUX ITPOBHUX PYIIIiB.

Hpyruii po3ain MicTuTh 1H(popMariito mpo aiarpamu Boponoro Ta ixHe
3aCTOCYBaHHS y PO3po0IIi Bieo-irop.

VY TpeThoMy pO3ALTI pO3TIAIAE€THCS HOCIKEHHSI OOpaHUX METO/IIB Ta

THCTPYMEHTIB pO3pOOKH TP Ta pe3yJIbTaTH POOOTH.



OcCHOBHA YaCcTHHA

1. IcTopis po3poOKHU B1JI€O-1TOP Ta OTJISIA
MOIIMPEHUX IHCTPYMEHTIB 151 pO3POOKH B1JI€O-
irop

1.1 Icropis Bigeo-irop

IcTopis po3poOku Bigeo-irop moyanacs y 1950-x 3 po3BUTKOM TEXHOJOT1H
Ta MOSBOIO MEPIITNX MiHI-KOMII FOTEPIB 1 TEXHOJIOT1HM BIATBOPEHHS 300payKeHHS Ha
eKpaHax TaKuX KOMI 1oTepiB. [lepiroro rporo 3 BUKOPUCTAHHSIM JUCILICIO

BBaxkaroTh rpy Tennis For Two, mo 6yino po3po6iaeHo y 1958 pori.
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Puc. 1 I'pa Tennis for Two

VY 1962 pomi cryaearamMmu MaccauyceTchbKOro TEXHOJIOTIYHOTO 1THCTUTYTY
Oyno po3pobieHo rpy Spacewar! [1], 1o miaAmMTOBXHYJIO PO3BUTKY NMPUCTPOIB

MPU3HAYEHUX CHEIIaIbHO IS BIITBOPEHHS BIJI€O-1TOP.



Puc. 2 I'pa Spacewar!

BaxxnuBuMm etarnom po3BUTKY 1rop cTano pimenHs komnanieto Id Software
IIPOJIaBaTH JIIEH311 Ha BUKOPUCTAHHS ITPOBUX PYIIIiB, IO 3pOOUIIO pO3POOKY
B1JI€O-1TOP JIETIIO Ta JOCTYITHIIIOK He3aleXHUM po3poOoHuKaM. Y 2000-x
HaOyJ ¥ MOMIMPEHHS OHJIAWH-ITPH, TAKOK PO3TMOBCIOKEHOIO cTajia nudposa
TUCTPUOYIIIS 1rop, IO AAJI0 JOPOTY HE3AJIEKHUM «1HI»-PO3pOOHHKaM[2].
CyvacHuil CTaH pO3BUTKY TEXHOJIOT1H J103BOJISI€ BUKOPUCTOBYBATH TEXHOJIOT 1]
Augmented Reality 1 Virtual Reality Ta mpupiBHIO€ irpu 3a MaciTaboM Ta sSKiCTHO
300paxeHHs 10 KIHO(1IbMIB.

B cydacHux peanisix Bifieo-irpu BUKOPUCTOBYIOTHCS HE JIUIIE JIs1 PO3Bar,

a TaKOXX MOXYTb 6YTI/I HaBYaJIbHUMH 3aCO0aMH YU BHUTBOpaMH MHUCTCITBA.

1.2 CyyacHi IrpoBi1 py1Iii Jj1s1 po3pOOKH B1AEO-1rop

Xoya y CBITI ICHY€ 0€3J114 IFpOBUX PYIIIiB, HAHOIBII MOMUPEHUMHU
BBaxkatoTh pyurii Unreal Engine ta Unity[3].

Unreal Engine — pymii, mo po3poomoeTses kommnanieto Epic Games 3 1998
poky. Pymriit Hanucano Mmoot C++, BiH TIApUMY€E pO3pOOKY Irop st O1IbIIOCTI
MOIIMPEHUX OTEpaliifHuX cUcTeM Ta miaTtdopm, cepen sskux Microsoft Windows,
Linux, Mac OS i Mac OS X, xoncomai Xbox, Xbox 360, PlayStation 2, PlayStation
Portable, PlayStation 3, Wii, Dreamcast 1 Nintendo GameCube.



IcTopis pymiis Unity mounHaerbest y 2002 poiri, Crio4aTKy pyIii
po3pobisaBcs e 11 wiatrgopmu Mac OS[3], xoua 3apas, sk 1 Unreal Engine,
MIATPUMYE OUTBINNICTD MOIMYJISIPHUX OTEPAIliiHUX CUCTEM Ta maT(opm pa3om 3
yke nepenideHumMu. Unity Harucano moBoro CH#.

Py1ii mpornoHyoTh po3poOHHUKY HIMPOKUN BUOIp yHKIIIOHATY Ta 3aC001B
JUTsl pO3pOOKH T'PH, Cepel TKHX:

e Mexani3m Bizyamizanii 1y 2D ta 3D-rpadiku
e OI3UYHMI JBUTYH JJIsl YIPABIIHHS PyXOM

e 3ByK

e Hanucanns crieHapiis

e AmnimMars

e [lItyynuir [aTenexr

e Mepexa

e VmpaBiiHHSA TaM'STTIO

e JHcTpyMeHTH VR

e [linTpumka six 2D-irop, Tak 1 3D-irop

Ocxkutbku Unity Hanucano Ha C#, a UE Ha C++, nepiunii BBaXKaeThCst
MIBUIITAM, OCKUTBKHA C# O1IIbIIE MAXOIUTh IS pO3pOOKH Bijeo-irop. Takox
Unity nponoHye 0u1bllIe KOPUCTYBAILKUX MaTepiaiiB, B HhOTO OlJbIa
KOpHUCTYBaIlbka 6a3a i BiH ORI JOCTYITHUI JIJIs1 TOYATKIBIIIB Yepe3 ICHYBaHHSI
OUIBIIIOT KIJTBKOCTI BIATOBITHUX KypciB Ta ypokiB. B cBoro uepry UE nmpomnonye

Kpauly AKicTh rpaiky Ta BIAKpUTE MporpamMHe 3a0e3neueHHs[4].



2. Jliarpamu BopoHoro

2.1 BuzHaueHHs Ta cnocoOu o0y A0BH Alarpamu

Boposnoro

Hiarpama BopoHOro — BuA po30UTTS METPUIHOTO MTPOCTOPY, IO
BHU3HAYAETHCS BIACTAHSIMU J0 33JaHOI MHOXKMHU TOUYOK I[bOTO IIPOCTOPY.

VY HalinpocTiloMy BUNAJAKy MM MA€EMO MHOKMHY TOYOK IUIOIIUHHU S, K1
Ha3MBaIOThCS BEpIIMHAMU JiarpamMu Boponoro. KoxHiil BepIInHI S HAIEKUTh
koMipka Boponoro V(s), yrBopeHa 3 yCix TOUOK OJMIKUYUX JI0 S HIXK 10 Oy Ib-SIKO1
1HII01 BepmHU. ['panui Ha aiarpami BopoHoro € Bcima TOYKaMH Ha IJIOLIKHI,
SIK1 PIBHOBIIQJICH] BiJl JBOX HaHOMMk4nX BepiinH. By3nu Boponoro — toukm
PIBHOBI1IJIaIeH] B1J TPbOX 1 OUTbIIE BEPIIMH.

Hyanbauit rpad aiarpamu BopoHoro Mae Burisij Tpianryisiii Jlenone miet

K MHO>XHMHH TOYOK.

Puc. 3 [diarpama Boponoro(cyuinpHO00) Ta BiAMOBiAHA i TpiaHTysis Jenone(IyHKTUPOM)



Jisi n > 3 TOYOK Ha IUIOLIMHI KUIBbKICTh BepiiuH Jiarpamu Boponoro
CTaHOBUTH He OuTbIe 2n — 5, a KiIbKICTh pedep He Oinbine 3n — 6.

Opmnaum 31 crioco0iB moOyayBatu aiarpamy BopoHoro € mpoBecT Mix
KOYXHOIO TOYKOIO Ha IUIOIIMHI YSBHI OPsIM1 Ta CEpEUHHI NEPHEHAUKYIISIPHU 10
HuX. TOUYKM NepeTHHy UUX NEPIEeHIUKYJIISAPIB 1 OyAyTh By3JaMu AlarpaMu
Boposoro, a koxHa mij IIomuHa 0OMeKeHa [IUMU TEPIIeHIUKYJIIsipaMu 0y 1e

KOMIPKOIO Jlilarpamu.

Puc. 4 [Iponec noOynoBu yepe3 cepeluHHI NepIeHINKYIISIPU

2.2 BukopucrtanHs aiarpam BopoHoro y po3po0iil
irop
2.2.1 IlpencraBnenus aiarpamu BopoHoro

Buznauumo crpykrypy miarpamu Boponoro y nceBgokoxi. Tyt 1 mami
OyZeMO Ha3MBaTH KIITUHY JiarpaMH perioHOM.
Touka miarpamu MiCTUTH 1H(GOpPMAIIiTO TIPO i1 KOOPAMHATH Ta MOCUJIAHHS Ha

PETriOH, B IKOMY BOHA 3HAXOJUTHCS:

class VoronoiPoint {
float x
float y
VoronoiRegion* region

KoxHuii perioH, B CBOIO Yepry, MICTUTh MOCUJIAHHS HA CBOIO TOYKY Ta

MacuB peOp perioHy:

class VoronoiRegion {
VoronoiPointx point
Edge xedges|[]



Pebpo miarpamu MicTUTh 1HGOPMAITIIO TTPO CBOT TOYKH MOYATKY Ta KIHIIS, 1X
KOOPJIMHATH Ta BIJICTAHb MK TOUYKAMH:

class VoronoiEkdge {
VoronoiPoint* pointA
VoronoiPointx pointB
float distance
float x1, zl, x2, z2

2.2.2 Tlomyk nuIsixy 10 HaOJUKUIOTO MPEIMETY

OpuH 31 criocoO1B BUKOPUCTaHHS AiarpamMu BopoHoro B Biieo-irpax —
3aJa4a MOIIyKy HalOIMKYOro 10 rpaBlsl MpeAMETY. Y 3aJJaHOMY IPUKIIAl MU
HIykaeMo HaOmkuy antedky. KokHa anredka B TakoMy BUIIAAKY OyJie

BEPIIMHOIO Jiarpamu BopoHoro.

Puc. 5 AnTeuku siK BEpIIMHU AiarpaMu

[lepiu 3a Bce HEOOX1HO BU3HAYUTH B IKOMY PET10H1 3HAXOAUTHCS TPaBeLlb.
Hiarpama BopoHoro He Hajae epekTUBHOTO criocoly 3'sicyBaru 1e. OHaK BU

MoOXkeTe 30epiraTtu MocujiaHHs Ha KOXKEH PETioH y KBajapoaepeBi abo R-nepesi,



TOJIl MalOYH MOCHJIAHHS Ha CB1M PEerioH, MU MOYKEMO 3HAWTH MOT0 CYCIJIIB Ta IXHIX
CyCimiB.

Slk1mo B perioHi rpaBIlsd HEMA€E anTEYKH, MTOTPIOHO 3HANTH HANOIMKINIA
PETIOH 3 aNTEeuKol. 3 HAIIOi CTPYKTYpH AlarpaMu BopoHOro mu MoxxeMo
mi3HaTHCA i1 pedpa, a BiIMOBITHO 1 HAMOIMKIHMX CYCiiB, IO TAKOX MICTATH I1i
pebpa. Came B IUX CYCIAHIX perioHax 1 mOTpiOHO IIYKATH alTeuKy.

TyT TakoX MOKHa BUKOPUCTOBYBATH TpilaHTyisiuito [enone. PeOpa
TplaHTyJAIIT OyayTh TO3HAYATH MIISX MK MapaMu antedok. OCKIIbKH Jliarpama
Boponoro 11e Takox 1 rpad, MO)KHa 3aCTOCYBaTH aJrOPUTM MOIyKy A*, 100

3HANTHU NUISIX 10 HAaWOIMKYOT 3 anTedok[5].

2.2.3 Tlomyk HaiOE3MEeUHIIIOro MapIIpyTy

VYsBiMo, 110 TOUKM AiarpaMu BopoHOro 1€ Miciisi po3TauryBaHHsI BOPOTiB.
['paBirio moTpiOHO MPONUTH HaOE3MEYHIIIIMM MapIIPyTOM — TOOTO TaKUM, IIO SIK

MIPOXOJIUTH K MOKHA JaJIl BiJl BOPOTIB.

Puc. 6 Micus posranryBaHHs BOPOTiB

Mo>kHa 3HOBY 3aCTOCYBAaTH aIroput™M A*, 1100 BU3HAUUTH Bary KOXHOTO
pebpa giarpamu. B nanomy BUNIaAKy MU IIyKa€MO HaWBaXK4l AUISIHKH, TOOTO TaKi,
110 3HAXO/ATHCS Haiinami Big BoporiB. B Hammiif cTpyKTypi BiKe 3aKiiajeHa

iH(opMalris po BiACTaHb B pedp 10 TOYOK.



Puc. 7 Jliarpama 3 Baroro KOXXHOTO pebpa

Puc. 8 ®iHanbHUN ONTUMAIBHUAN HIISIX

2.2.4 3rinaaKyBaHHS KyTiB pelbedy

[amre 3acTocyBanns niarpam BopoHOTo — 3riapKyBaHHs TOCTPUX KYTIB HAa
penbedi irpoBoro cBity. Criouarky penbed rpyoo GopmMyroTh 3a JOTIOMOT OO

KBazj aTiB 1o nNpe€acCTaBJIAOTh TpaBy, 3€MJIIO TOILIO.
b b



Puc. 9 [louaTkoBwii pensed
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Puc. 10 [TouyarkoBuii penbed 3 BUIUICHUMHU KBaJpaTaMu

Jlani yTBOpIOIOTH JiarpaMmy BoOpoHOro, KiJbKICTh TOYOK SIKOi BiAMOBIIAE

KUTBKOCTI KBaJIpaTiB penbedy.

Puc. 11 [diarpama Boponoro



ITicns 1poro penbed CHIBCTaBISIOTH 3 jaiarpamor0 Boponoro Ttak, mo0
KOKHOMY KBaJIpaTy MOCTaBUTH Y BIAMOBIIHICTH OJIHY KIIITUHY Aiarpamu BopoHoro.
KBaaparu Ha penbedi 3miHATh Hhopmy Ha GopMy BIAMOBIIHOI IM KIITHHU JlarpaMu

Bopownoro.

Puc. 12 3minenHwuii penbed

Puc. 13 3minenuii penbed 3 BUAUICHUMHA KITIITHHAMHA

Take 3acTocyBanHs miarpaMm BopoHOTO € MpOMIXKHUM €TaroM B 3ajadi
HaJlaHHS penbedy OB MPUPOAHBOTO BUTIIALY. Jlami MOKHa 3aCTOCYBAaTH Tak
3BaHy «peJakcamiroy» miarpamu. JlJIs 1bOTO MEHTPU KIIITUH 3MINYyIOTh TEBHUM

YMHOM HaBKOJIO 3aKPYIJICHUX KyTiB B miarpami (nuB. Puc 14).



Puc. 14 IIpuHIMT 3MILIEHHS BEPIUUH JiarpaMu

[Ticnist 3MilIeHHS BEPUIMH PE3YIbTAT BUTJISAIAE 1€ O1IBIIT TPUPOTHIM.

Puc. 15 Pesynbrat micist 3MileHHS BEPLIHH



Puc. 16 Pe3ynbTar micis 3MilieHHS BEPIIMH 3 BUIUICHUMH KIITHHAMHA

HacTynHuM KpoKoM € OKpyTJIEHHS TOCTPUX KYTiB JiarpaMu[6].

>

Puc. 17 Ilpukmnan okpyTiIeHHS KyTiB

~

Puc. 18 OcraTounuii BapianT

2.2.5 IloOyioBa peaaicTUUHOI MaIu

[Iporniec moOy0BM IrpoBOi Mamu MOYUHAETHCSA 3 MOOYJIOBM BHUIIAJIKOBOT

niarpamu Boponoro.



Puc. 19 [diarpama Boponoro

Knitunau giarpamu BopoHoro cioyaTky Bpy4HY 3aMalibOBYIOTh: CHHIM KOJIp
MO3HAYalTh OKeaH, cipuM — ropu. Ha kapTi Takok € yMOBHUM Mo4aTok A Ta
yMOBHUH KiHellb b — BOHM TOTpiOHI myis TOro, mo0 Aam OymyBaTH KapTy 3a
MEBHUMH ITpaBUJIaMU, a TAKOK MTO3HAYAI0Th TOYATOK 1CTOPIi reposi Ta HOro KiHIEBY

METY.

Puc. 20 3adap6oBana giarpama Boponoro 3 ymoBHUM cTapToM A Ta ¢iHimem b

[Ipu ubOMy J1s1 KJIITUH BBOAATH NpaBuiia. Tak, KOKHA «ITyCcTa» KIITUHA OIS
ripChKOi IEPETBOPIOETHCA HA TIPCHKY, SKIIO BOHA BIAMOBIA€ MEBHUM ymMOBaM. B

JTAHOMY BHUIIAJKy Taka KJIITUHA Ma€ OyTH OUIbII K 3a 5 KIITUH BiJl CTapTy, MEHIII



K 3a 4 KIITUHW Bia QiHINIY, Ma€ MaTH HE OUIbIIE OJHIET CYCIACHKOI T1PChKOI

KIITUHU Ta BIACTaHb J0O CTapTy MEHIIA HDK 3arajpHa BIJCTaHb BiJ CTapTy 10

¢biHimy.

Open

distanceToStart>5
distanceToStart <questDistance
distanceToGoal <4
neighbors(mountain)<=1

Puc. 21 IIpaBuio 3a sIKMM KJIITHHA IEPETBOPIOETHCS HA TIPCHKY

Takox BpyuHy 3aapOOBYIOTH 1HIII PErioHH, IO CKIAAIOTh IHTEpeC s
IpaBIIsl.

HactynHuM kpokoMm Ha many 100aBisitfoTh piuku. Lle Takoxk omnucyerbcs
MpaBUJIaMu: HAPUKIaJ, piuka Oyjie MOYMHATHUCS 3 OKEaHy, IPOXOJIUTH EPEBAKHO

MIDXK TPaHUIISIMH PET10HIB,

Puc. 22 TlpaBuiio 3a SIKUM piuka OYHHAETHCS 3 OKEaHy

Puc. 23 Ilpuknag npaBuia ¢opMyBaHHS PiYKU B PETIOHI $



Puc. 24 Kapra 3 3adapOoBaHMMHU perioHaMu, MOOYA0BaHUMH PiYKaMH Ta TipChbKUMHU MacHBaMU

Hiarpama BopoHOTO BUKOPUCTOBYETHCS B IIbOMY MPUKIAJl, TOMY IO Ma€
NPUPOAHIN BUTIJIS Ta BCS Mama Mo)ke OyTH TpelcTaBiieHa y BUTIAl Tpady, ne
KOKeH By301 rpady 1ie neBHuil perios. Lle monermrye noxanpiry poOoTy 3 Maroio
Ta JI03BOJIA€ BU3HAUUTU CKJIAJHICTh MEBHUX PETIOHIB, SKI BOPOTM HA HBOMY
3yCTpIYaTUMYThCSl TOIIO, MOpaxyBaTH ONTHUMAJIbHI NHUISXHM MDK KIITHHAMU

tomo|[7].




Puc. 25 Mana, npencraBieHa y BUTIISAII Tpady

[Ticns poboTH XyTOXKHUKIB Mara MOXKE€ MaTH TaKui IUIKOM

peaniCTUYHUIA BUTTISI;

Puc. 26 OcTaTouyHUH BATIISAL MaITl



Puc. 27 OcraTouyHwuii BUTIISAI Maly 3 HAKJIaIEHOIO Ha Hel BUXIJHOIO JiarpaMoro



3. Po3poOka rpu

3.1 OOpaH1 IHCTPYMEHTH Ta aITOPUTMHU

3.1.1 Oco6auBocti Unity

Jns peamnizanii podotu 6yno obdpano irpoBuit ABUryH Unity Ha MoBi CH#.

B Unity npocrtip, ne BinOyBa€eThCsl Tpa, MPEACTABICHUN y BUTIIAI CIEHU
(Scene), a Bci 00’ekTH B HI — y BUINIAIL ek3eMIunsipiB kinacy GameObject. Bei
IrpoB1 00’ €KTH MalOTh CTaHJAPTHI BIIACTUBOCTI: PO3MIp, MO3HUIIIS B CBITI, TEKCTYpH,
Konaiaepu Tomo. TakoXX € MOXIMBICTH J0AAaBaTH JIOJATKOBI BIJIACTUBOCTI,
Hanpukiaa, Rigidbody, mo mo3Bosise HagaBatu 00’€KTy (hi3UYHI BJIACTHUBOCTI
(Macy, MIBUIKICTh, TEPTS TOIIO); CKPINTH, IO BU3HAYAIOTHh MOBEMIHKY 00’ €KTa.
InTepdeiic n03BoOsIE KOpUCTYyBauy O€3MOCEPEAHBO B3AEMOMISTH 3 00’ €KTaMU:
nepeMillyBaTH iX M0 iIrpoOBOMY MPOCTOPY, 3MIHIOBATH iX PO3MIPH TOLIO.

B ZeldaVoronoi - Levell - PC, Mac & Linux Standalone - Unity 2020.3.32F1 Personal <DX11> - X
File Edit Assets GameObject Component Window Help

Rigidbody

pts > MapGenerator

=0D0D0DD0Aa0

Puc. 28 InTepdetic Unity

e oxHie0 0COOMMBICTIO YIS € HASBHICTH TaK 3BaHUX MpedadiB
(Prefab) — 6aThKkiBChKHX ITPOBHUX 00’ €KTIB, SIKI MOKHA KOMIIOBATH Yy AOYIPHI
IrpoBi 00’ €KTH, 110 HACIIyBATUMYTh BCl BIACTUBOCTI OATHKIBCHKOT KOTIi.
TakuM YMHOM MPU HAIBHOCTI BEJIMKOI KIIBKOCTI OJTHAKOBUX 00’ €KTIB



(HampuKIIa T MOHET, SIKI TPaBellb MOBUHEH 30MpaTH) Ta NOTPeO1 3MIHUTH TXHI
BJIACTUBOCTI JOCTATHHO 3MIHUTH HEOOX1/IHY BIACTUBICTD JIMILE Y
0aThbKIBCBKOMY 00’ €KT1 1 BHECEH1 3MIHHU 3aCTOCYIOThCS JI0 BCIX JOUYIPHIX

00’ €KTIB.

3.1.2 Anroput™M noOyJ1I0BH CBITY JJI TPy

[Tepmmm kpokoM anroputmy[8] moOyAOBHM Mamu Ha OCHOBI Jiarpamu
Boponoro € BnacHe cTBopeHHs camoi aiarpamu BopoHoro. JIJist 11oro o0upaeThes
3aJaHa KIJIBKICTh JOBUIBHO PO3TAIIOBAaHWX TOYOK, HA OCHOBI SKHX 1 OyayeTbcs
miarpama. HacTynmHUM KpOKOM € 3aCTOCYBaHHS TaK 3BaHOTO aITOPUTMY peliakcarlii
nmiarpamu — aiaroput™ Jhinoina[9]. Bin monsrae y mepemillleHHI KOXKHOI TOYKHU
niarpamMu BopoHoro /10 neHTpoinu ii KIITUHH, III0 MOKE MIOBTOPIOBATUCS MTOTPIOHY

KUIBKICTh pasiB.

Puc. 29 Ipuknax miarpamu BopoHoro 1o Ta micis anroputMy Jlmoiina

Jns ctBopeHHs nairpamu oOpano 0i6miotexy Unity-delaunay [10], mio
peani3oBye TpiaHTyJsito Jlemone ta, BnacHe, aiarpamu Boponoro.

HactynHum KpoKoM € BUBHAUCHHS «BUCOTH» KOKHOT KIITUHU Jiarpamu [11]
— TaK, KJIITHHH, IO 3HAXOJATHCS BUIIE OyIyTh MPEACTABIATH 3€MJII0 YHU TOPH,
HUKY1 KIITHHY OyAyTh BogoiiMamu. [1o kpasim kapTu BucoTa mae 3HaueHHs 0, nami
70 TICHTPY BHCOTa 301bInyeThes. Lle 703Bomsie KapTi MaTH BUTJISIT OCTPOBY, TAKOXK
MOJKJIMBE YTBOPEHHS BOJIOMM, OTOUYEHHUX 3emJieto - o3ep. Ilia KiHeup 1poro eramy
QITOPUTMY MU MA€EMO Jliarpamy, A€ KIITHHH, 1110 MaloTh BUcOTy 0 € BomoiMaMmu,

peliTa KIITHH HE € BOJIOMMaMHU.



HacTynHuM KpokoM € BU3Ha4eHHsI TUIY BojoiiMu. KoxkHa KiTiTHHA BOAH, 1110
MOB’si3aHa 3 KpaeM KapTU Ta HE € TPYHTOM, CTae okeaHoMm. KmituHu BoaM, 11O
OTOYEHI IPYHTOM CTalOTh O3€paMHu.

Jlanmi anropuTM BU3HA4Ya€ KIITHUHHU Oepery — Ti, [0 MalTh Xo4a O OJHOIO
cycija KJIITUHY BOJla Ta Xoua 0 OHOr0 Cycifa KIITUHY 3eMIl.

HacTynHuM KpoKOM € mepepo3noJul BUCOTH KIITHH, 1100 HHMXKYa BHCOTa
OyJa mepeBakHOIO — 1€ 3MEHIIY€E KUIbKICTh Tip Ha Marli.

3a 3HAYCHHSIMM BUCOTU aJITOPUTM paxye, e Ha Malll € cXwid. B Huxunx
TOYKAX MIXK CXWJIAMHM CTBOPIOIOTHCS PIUKM, LIO HPSAMYIOTb B CTOPOHY KIITHH
OKEaHy.

[Ile omHi€X0 BIACTHBICTIO KJIITHUH MAaIlM € BOJIOTICTh, IO HIA B MOJAIBIIIOMY
BU3HAYATUMEThCS THN OioMy. BoJjoricte miiBUILYIOTH JpKepesa MpPICHOI BOAU —
plUuKH Ta o3epa.

OcTaHHIM KPOKOM aJIFOPUTMY € BU3HAYEHHs TUITY 010My 3a MO0 BOJIOTICTIO
Ta BHUCOTOIO: MEHII BOJIOT1 JUISHKM OyayTh IyCTEIsIMH, OUIbLI BOJOTT —

TPOIIYHUMH JIICAMH, BUII JUISTHKA OYTyTh TOPaMH 1 TaK JaJi.

Puc. 30 I[IpuHnmn Bu3HaYeHHS TUITY OioMY



3aJIMIIAETHCS JIUIIE 3aITOBHUTH BC1 KJIITHHU KOJILOPOM Tif Tur 6iomy [12]. B

pe3ynbTaTi OTPUMYEMO MaITy TIOJIJIEHY Ha KOJbOPOBI CEKTOPH.

Puc. 31 Pe3ynbraTt po6OTH anroputmy.

ANTOPUTM MO’KHA JOIMOBHIOBATH Mia MOTpeOUM pPO3POOHMKA, HAPUKIIA]
peanizyBaTH aBTOMAaTUYHE PO3CTABICHHS Y BIAMOBIIHUX 0l0MaxX 00’€KTIB MO THITY

JepeB, TPAaBU, KAMIHHS TOLLO.

3.1.3 CTBOpEHHSI OCHOBHUX ITPOBUX 00’ €KTIB

B rpi € 00’ekt rpaBus — ex3eMmiuisip kiacy Player, o0’extu BOporiB —
€K3eMIUIIpHU Kinacy Enemy.

Knacu wmictate Meronu, HEoOXimHI Al KepyBaHHS 00’ €KTaMH; TaKOXK

BJIACTUBOCTI, TaKl 5IK: KUIbKICTh OYKIB 37I0pOB’sl, KUTBKICTh 30p0i, IIBUAKICTH TOIIIO.



S U 1pL)

Puc. 33 BrmactuBocTi rpaBiis

['paBers Ta BOPOrM MOXYTh BUKOPHCTOBYBATH 30pOI0 Ta HAHOCHUTHU IIKOIY

OJIMH OJTHOMY.



3.2 Pe3ynbpratu

B pesynbrari cTBOpeHO rpy 3 0a30BUMH MOXKJIMBOCTAMM JISI KEpyBaHHS
00’€KTOM TpaBLs Ta BOpPOramMH, II0 MOXYThb HAaHOCHTH TpaBLio mkoxy. I'pa
3aKIHUYETHCSI, KOJM Yy TPaBlsd HE 3aJUIIAETHCS 3M0poB’s. PeamizoBaHo mpocTwuii
iHTEpdEiic, Mo MOBIIOMIISIE YCIO OCHOBHY iH(OpMaIlito mpo cTaTyc rpasis. Mamna

ICHCPYETHCA 3a JOIMMOMOI'O0 AJITOPUTMY OITMCAHOT'O BUIIIC.

Puc. 34 Ilpuxnaz piBHA Tpu



BucHOBOK

PeanizoBano rpy Ha irpoBomy pyirito Unity 3 BHKOpPUCTaHHSIM Jiarpam

Boponoro 1151 noOyA0BH Manu irpoBoro CBITY.



COucoK MPUHUHATHX CKOPOYECHD

AR — Augmented Reality
VR — Virtual Reality
UE — Unreal Engine
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