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AHOTALIISA

CrtpykTypa Ta o0csar poOoTH.

[TosicHroBanbHa 3anucka KBajigikaliiiHoi poOoTH 6akanaBpa CTyI€HTa IPYIH
KH 2021-1 cnemianeuocti 122 Kowmm’rorepui Hayku Jlyxaunbkoro Hikitu
OnexcHanpoBrya Ha TeMy «CTBOpPEHHs ayaiOoCylIpOBOAY Ta IHTErparis 3ByKOBHX
edekTiB y 2D-rpy B cepenoBuii Unity» mae 4 po3ainu, Bkitovae 10 pucyHkis, 3
TabnuIb, 22 JHKepen, 3 ToAaTKy.

[IpeameT nocaimkeHHs: ayaiocuctema 10 2D-IpUroAHUIBKON TPU B kKaHPi
KBECTY.

Meta poboTu: po3poOUTH ayI0OCUCTEMY 0 TPH, peali3yBaT HaJalllTyBaHHS
3BYKY, CTBOPEHHS PHUTMIYHOI MIHI-T'PH, IHTErpaiisi 3BYKIiB B ITpPOBI MEXaHIKH,
IPUB'A3KA 3BYKY /10 aHIMaIlii.

MeToau AOCTIIKEHHS: METOIM aHaNli3y MPEAMETHOI 001acTi, MPOEKTYBAHHS
IiICKHCTEeM, TECTYBaHHS IPOrpaMHOTo 3a0e3meueHHs!.

[Iporpamue 3ab6e3neuenns: Unity 2022.3.18f1, C#, Audacity (Bepcis 3.7.3)
BoscaCeolil, Visual Studio 2022.

Pesynpratu: IlpuB'sa3ka 3ByKy [0 aHIMallid, ayaloCynpoBia ISl CTENC
MEXaHIKH, ayJ11I0CyNpOBIJ B3aeMO/Ii 3 00'€KTaMM, HANAIITYBaHHS 3BYKY B MEHIO, a
TaKoX 1HTerpaiisg ayaiocynposoay B Ul, MiHI-pUTM Tpa, MpOBEIEHO TECTYBaHHS Ha
IPUCTPOI 3 MiHIMAIIBHUMH XapaKTePUCTUKAMHU.

Pexkomenpaiii o0 BUKOPUCTAaHHS PE3yJbTATIB: CTBOPEHUHN MPOEKT MOXKE
3aCTOCOBYBATUCA Y HABYAJIBHUX LIISX JIJI1 BUBUEHHS PO3POOKHU 1rop.

["anmy3s 3acTOoCyBaHHS: IrpoBa 1IHIYCTPisl, HABYAJIbHI ITPOEKTH.

3HauyUICTh pOOOTH Ta BUCHOBKHU: PO3POOJIEHUN MPOEKT CHPHUSE PO3IBUTKY
HAaBUYOK CTBOPEHHS Irop y KOMaH[l, pO3yMIHHS ayalOCUCTEM Ta I1rop, MPOEKT
J03BOJIsIE TOOAYUTH HAPATUBHY 1 TEXHIYHY CKJIAJ0BY B MY3HIIi, 1 OZIHOYACHO 3 I[UM
MOKpAIIy€ COIPUAHATTS JKEPesl CTBOPEHHS 1rop.

KmrouoBi cmosa: 2D-I'PA, UNITY, AVIAIO, C#, IHTEI'PALLA,
OIITUMI3BALLA, PUTM-IT'PU.



ANNOTATION

Structure and Scope of the Work.

The explanatory note of the bachelor's qualification thesis by the student of
group KN 2021-1, specialty 122 Computer Science, Dukhnytskyi Nikita
Oleksandrovych, on the topic «Creation of audio accompaniment and integration of
sound effects into a 2D-game in the Unity environment» has 4 sections, includes 10
figures, 3 tables, 22 sources, and 3 appendices.

Subject of research: The audio system for a 2D adventure game in the quest
genre.

Objective of the work: To develop an audio system for the game, implement
sound settings, create a rhythmic mini-game, integrate sounds into game mechanics,
and link sound to animations.

Research methods: Methods of domain analysis, subsystem design, and
software testing.

Software: Unity 2022.3.18fl1, C#, Audacity (version 3.7.3), Bosca Ceoil,
Visual Studio 2022.

Results: Linking sound to animations, audio accompaniment for stealth
mechanics, audio accompaniment for object interaction, sound settings in the menu,
as well as the integration of audio accompaniment into the UI, a mini-rhythm game,
and testing conducted on a device with minimum specifications.

Recommendations for the use of the results: The created project can be used
for educational purposes for studying game development.

Field of application: The game industry, educational projects.

Significance of the work and conclusions: The developed project contributes
to the development of skills in team-based game creation, understanding of audio
systems and games; the project allows one to see the narrative and technical
components in music, and at the same time, it improves the perception of game

creation sources.



Keywords: 2D-GAME,  UNITY, AUDIO, C#, INTEGRATION,
OPTIMIZATION, RHYTHM-GAMES.
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BCTVII

Bineoirpu — oxgHa 3 HaipizHoOapBHIIUX (GopM mudpoBoro mucrenrsa. Ha
BIJIMIHY BiJl KIHO, JIITEPATypH YU My3UKH, BOHU MOEAHYIOTh y 001 Maiike BCi TBOpY1
W TexXHIYHI Tajy3l: BiJ Bi3yaJlbHOr0 o(pOpMJIEHHS Ta aHIMaIlli JO MporpamMyBaHHs,
CLEHApHOTO MAaMCTEpHOCTI ¥, 3BICHO, 3BYKY. Y KOXHIM TIpi M1 €JIEMEHTH
NEpeIuITaloThC  MO-pi3HOMY. B OJHUX NpO€KTax akUeHT poOUThCs Ha
TEXHOJIOTIYHICTh 1 BI3yaJlbHy pEaliCTHUYHICTh, 3apaJd 4YOro KOPHUCTyBaul
OHOBJIIOIOTH CBOE «3aJT1130», HAMAralounch MoOAYUTH CKIaAHiII eekTn Ta rpadiky,
HaOMmKeHy 10 KiHematorpady. B IHIIUX — rojloBHE iCTOPis: CBITY, MEPCOHAXKIB,
171e#, 3akiafeHuX po3poOHUKaMH. | TyT HAMBaKIUBINIY POJb MOYUHAIOTH TPATH
3BYK 1 My3HKa, aJ[)ke caMe BOHH MOXYTh TTTHOOKO BILUIMBATH HA CIIPUMHSATTS.

SIK11o0 B KJIACMYHHUX Irpax, Takux ik Doom, reiimiuiei 0yB Ha MepIIOMY MiCIIi,
a ayaioCyIpOBiJl JUIIE MiJKPECIOBAaB TEMI 1 HAIPY>KEHHS, TO CbOTOJIHI CUTYaIlis
3MmiHuIacs. TexXHIYH1 MOXJIMBOCTI 3pOCiH, 1 TeNep HaBITh HEBEJIUKI 1H/1-KOMaH]I1
MO>KYTh CTBOPIOBATH YHIKaJIbHI 32 aTMOC(EPOIO CBITH, JI€ 3BYK 1 My3HKa BIJIITPAIOTh
HE MEHII BaXJHUBY pOJib, HK BidyasibHa udacThHa. CIOXKET, 3BYKOBa PEXHCYpa,
CTUJIICTUKAa BHKOHAHHS — BCE L€ MOXKE€ 3aHYPHUTH T'paBlisl B CBIT HE TIpIIE, HIXK
BisyansHUM psn. [Ipukmagom e irpu, taki sk Undertale Ta NieR: Automata, ae
MYy3HKa Ta 3BYKOB1 €()EeKTH aKTUBHO B3a€EMOJIIIOTH 3 TPABIIEM, ITEPEAAIOYN EMOIIIHHY
CKJIQJIOBY 1CTOPIT Ta BIUITMBAIOYN HA TEUMILICH.

CyvacHa po3po0OKa MpornoHye BeTU4e3HU BUOIp CIeliai30BaHUX MPOTpaM:
JUIS. MAJTIOBaHHS — I TMIKCEIb-apT, MICHIepH, BEKTOPHY aHIMAIIilo; JUIs ayio —
BIpTyasibHI IHCTPYMEHTH, MIKIIIEPU, CEKBEHCOPHU. 3aBIISIKU 1IbOMY 3BYK OLIbIIIE HE €
(OHOBUM €JIEMEHTOM, a CTa€ CaMOCTIMHHM 3aco0oMm BupakeHHs. Hampuknan, B
1HJII-IFpaxX 4acTO OOMEXKEH1 peCypcy Ha CKIIaJIHy Tpadiky, aje 3aBIsIKA CUIbHOMY
MY3UYHOMY O(OPMIICHHIO BJIA€ThCSI CTBOPUTH IJIMOOKY eMOliiHy aTtMmocdepy,
nepeiaTi HaCTpid CIEHH, MIJKPIIUTH XapakTep MEePCOHa)Ka YW HaBITh MOCUIIUTH

TEeUMIUICIH] €JIEMEHTH.
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MosxnuBoCTI 00pOOKH 3BYKY CHOTOJHI JO3BOJISIOTH HE MPOCTO «BCTABHUTH
MYy3UKY», a (opMyBaTH BiacHE 3By4YaHHs CBITY, BUKOPHMCTOBYBAaTH YHIKaJIbHI
TeMOpH, TOHAJIIBHOCTI, IMyMH Ta e(eKTH, SAKi CTaloTh YaCTHHOIO HapaTuBy. B
NEPCICKTUBI MOJKHA YSBHTH PO3BHUTOK CHCTEM, 3JIaTHUX aJanTyBaTH MY3HKY
3QJIE)KHO Bl TTOBEIHKHU TPaBIl, 10 3pOOUTH 3BYKOBE CYIPOBOJIKCHHS I11€ O1IbIII
KUBUM 1 IHTEPAKTUBHUM.

Takum 4YWHOM, ayaio CKJIaJoBa — 1€ HE NPOCTO MIATpPUMKa Bi3yaly, a
PIBHOLIHHUM 1HCTPYMEHT OMNOBIAl. 3BYK, SIK 1 KapTHHKAa, MOXE pPO3NOBIAATH,
pearyBaTu, HampaBisaTH. | came B 1IbOMY MOJIArTae OCOOJUBICTH B1JCOIrOp: BOHU
JA0Th BIAYYTTS y4acTi i B3a€EMO3B SI3KY.

s qumioMmHa po60Ta BUKOHYETHCS B MEKaX KOMaHHOTO MPOEKTY, HA/T TKUM
mpairoe 4eTBepo CTyneHTiB. KoxeH ydacHHMK BIAMOBiIAaE 3a okpeMy cdepy:
reiimau3aiiy, ayzaio, rpadiuyne odopmiieHHs Ta BidyanbHi edektr. Han rpadikoro
IpaloBajid JIBOE€ YYaCHUKIB: OAMH CTBOPIOBAB Ta HAMOBHIOBAB Ipy rpadiyHUM
MeZlakoHTeHTOM (aptu, (oHu, iHTepdeic), HIMI — po3pobiidB Ieiaepu M
HAKJIaJaB Bi3yalbHl €(pEeKTH Ha B¥KE MIATOTOBIEHUNH KOHTEHT. (00€ TaKoXK
BIJIMOB1AJIM 3a aHIMAIlII0 1 3a0e3MeuyBajiu Bi3yallbHy AUHaMIKy 00'exTiB. KoxkeH He
TUIBKH PO3pOOJIIB KOHTEHT, a W CAaMOCTIMHO peaji30ByBaB MOro mporpamHy
IHTErpalio J0 rpu 3a gonomororo 3aco6iB Unity 1 MoBU nporpamyBaHHs C#.

Mo€o 30HOI0 BIAMNOBIJAJIBHOCTI, a TaKO0X OO0'€KTOM IOCHIIKEHHSI €
CTBOPEHHS ayJI0CYIIPOBOIY Ta MpOTrpaMHa iHTEerpailis 3ByKoBUxX edekriB y 2D-rpy.
Oco0MuBICTh MIIXOMY MOJISITAE B TOMY, IO ayJ10 HE MPOCTO JOJIA€THCS J0 CIEH —
BOHO IHTETPYETHCS B IFPOBY JIOTIKY, pearye Ha IMo/ii, 3SMIHIOEThCS 3aJIeXKHO BiJT 1
IpaBIlsl Ta ITPOBOTO KOHTEKCTY. YC€ 1€ peani3yeThCsi 3a JOMOMOTOI0 CKPHUITIB,
HancaHux Ha CH#.

Mertoro gaHoi poboTu € po3podKa MOyl IHTEPAKTUBHOTO Ay 110CYITPOBOTY
st 2D-rpu, ctBopeHoi B cepemoBuinl Unity, a TakoX JAeMOHCTpallisi HOro

MOBHOIIIHHOI pOOOTH B paMKaX KOMaHIHOTO IFPOBOTO MPOEKTY.
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BinmoBimHO 10 moOcTaBieHOT METH, 3aBIaHHS IUILNIOMHOI pobotu Oynu
MOJIUJICHI HA TaKi eTaru:
— TMPOBEJEHHS aHaTI3y MPEIMETHOI 00IaCTl Ta IrPOBUX AYIOCUCTEM;
— OIUISAJI ICHYIOUMX ITPOBUX AHAJIOTIB 13 SIKICHOIO 1HTETPaIlI€l0 3BYKY;
— MPOEKTYBAHHS apXITEKTypH 3BYKOBOI CHCTEMH B MEXaxX TpH;

— cTBOpeHHs ayaiodaiinis, ix 00poOKa Ta MAroTOBKA J0 IHTErpaIlii;

po3poOka Ta peamiszanis CKPUNTIB Il IHTEPAKTHUBHOIO 3BYKOBOIO
CYNIPOBOY;
— TECTYBaHHsI, HAJArO/PKEHHsS Ta JEMOHCTpallis pPoOOTH MOIYJIsS aynaio B

ITPOBOMY CEpEIOBHILL.
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PO3JILT 1

3AT'AJIBHI ITOJIOKEHHA

1.1 Onuc npeamMeTHOro cepeIoBUIIa

VY cBOEMY IEPBUHHOMY PO3YMIiHHI BIA€OITPHU — 1€ IHTEPAKTUBHI CUCTEMH, 1110
CTaBJIATH MEpeJ TpaBIeM MEBHI 3aBAaHHS A po3B'sizaHHA. LI 3aBnaHHsS MOXYTh
OyTH CyTO MEXaHIYHUMH, BUMAraTu JIOT1KU, CTPATETIYHOIO MUCJIEHHS a00 IHIIUX
KOTHITUBHUX HABUYOK. 3aJie)KHO B1JI JKaHPy TpH, 1i LUIbOBOI ayJauTopli Ta
matopmu, Ha SIKiii BOHA PO3MOBCIOHKYETHCS, BAMOTH JI0 TPaBL MOXKYTh CYyTTEBO
BIZIPI3HATHCS. AJle y OyJIb-IKOMY pa3l caMe B3a€MOJIisi — MK TPABIIEM 1 TPOIO — €
[EHTPAJIbHUM €JIEMEHTOM, HAaBKOJIO SIKOTO BHUOYJOBYETHCS BCS CTPYKTypa
MPOYKTY.

[Ipuknagom MexaHI4HO1 I'pU MOXKe cIyryBaTu «Asteroidsy (1979) — knmacuuna
apkaja, y sikiii rpaBellb Kepye KOCMIYHUM KOpalJjieM 1 3HHIIY€E acCTePOIiaN B KOCMOCI
[1]. efimruieii 1i€i rpy HAA3BUYAMHO MPOCTHUH 1, MO CYTI, SABJIsI€ COOOIO Bapiallito Ha
TeMy THpY 3 0a30BUM mepecyBaHHsIM. OCHOBHAa MeTa — BHKHUTH SIKOMOTA JIOBIIIE,
PO3CTPUIIOIOYM 3arpo3u, IO 3'BISAIOTHCS Ha eKpaHi. Uepe3 anapaTHi 0OMEKEHHS
ITPOBUX aBTOMATIB TOTO 4Yacy CKJIAQAHINI MexaHiku Oynu HemocTymHi. ['padika
CKJIaiaacs 3 MPOCTUX TEOMETPUYHUX (HOPM, a 3BYK — 13 KOPOTKHUX CHHTE30BAHUX
CUTHATIB. Ay/IOCYTPOBiJ] BUKOHYBaB MEPEBAKHO CUTHAIBbHY (DYHKIIIIO — HaJaBaB
3BOPOTHUM 3B’SI30K Ha Il TpaBIs: TMOCTPUI, BHOYX, 3ITKHEHHS. 3BYKH Oyid
KOPOTKUMH, IIUKJIIYHUMH, CXOKUMHU Ha eJeKTpoHHI Oiru. [IpoTe HaBITH y TakOMy
BUTJISIII ayJ110 BiAIrpaBajio Ba)XJIMBY POJib: BOHO CTPYKTYPYBaJlO ITPOBHH JOCBII,
HaJaBajgo HOMYy pUTMY Ta TMHAMIKH.

3 pO3BUTKOM TEXHOJIOTIH ayJi0 CTajJl0 HE JUIIe JOMOBHEHHSIM, a U
HEBIIIUVIBHOKO YaCTUHOK TehMIUIel0. 3BYKOBUH CYINpPOBIJI TMEPETBOPUBCA 13
JIPYrOpsIHOTO KOMIIOHEHTa Ha MOBHOI[IHHUIM IHCTPYMEHT CTBOPEHHS arMoc(epH,
reiMau3aiiHy Ta HaBITh MEXaHIKHU I'pU. SICKpaBUM MPUKIAIOM LILOTO € PUTM-ITPH,

Taki sk «osu!» abo «Guitar Hero» [2][3]. ¥V «osu!» rpaBenb BUKOHY€E TOYHI il —
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HAaTUCKaHHS, TMepeMilleHHs abo yTpUMaHHS KHONOK — Yy PHTMI MY3HUKH,
OpIEHTYIOUYHUCH Ha Bi3yasbHI 1 3ByKOBI MiJKa3KU. BizyanbHuii psii CHHXPOHI130BaHUMN
13 MY3HMKOIO, 1[0 CTBOPIOE CUJIbHE BIMYYTTS PUTMY U 3allydeHHs. Y 3MaralbHOMY
CEpeIIOBHINI I T'pa BBAKAETHCS HAI3BUYAWHO CKJIQJHOIO AWCIUILIIHON, J€ AJIs
JIOCSITHEHHSI BUCOKUX PE3YJIbTaTIB KPUTUYHO BKIIMBI IIBUIKICT PeakKilii, TOYHICTh
Ta MOYYTTS] PUTMY. AYIi0 TYT HE MPOCTO CYMPOBOKYE Aii — BOHO KEpye HUMH,
BHU3HAYAIOUM TEMII 1 Xopeorpadito rpaBlisl.

[Toxibuo 10 nporo, Guitar Hero cumystoe rpy Ha ritapi: HATHCKaHHS KHOIIOK
Ha CIELIaJIbHOMY IFPOBOMY KOHTPOJIEpPI CHHXPOHI3YIOTbCS 3 MY3UKOIO Ta
BI3yaIbHUMH «HOTam», L0 CHaJaloTh HAa €KpaH. ['paBelb HE MPOCTO «CIyXae»
MY3HUKY — BiH ii «BUKOHY€», OTPUMYIOYH 3BOPOTHUM 3B’ SA30K y BUTIISII TISAAIBKOT
peakirii (BipTyaiabHOi) Ta ayaioBi3yaJbHOT0 €(PEeKTy YCHIITHOIO ad0 MOMMIKOBOTO
HATUCKaHHS. Y TakuX Irpax reuMmIuied OyKBajJbHO «3IIUTHN» 3 aynio: 0e3
MY3WYHOTO CYIIPOBOJY Trpa BTpadae cBid ceHc. lle mnpukiag makcUManbHOL
1HTErpallii 3ByKy 3 IrpOBUM IIPOLECOM.

[Ipore ponp 3BYyKYy B IrpOBOMY CEpEAOBHILI HE OOMEXYETbCS JIHUIIE
PUTMIYHUMU YU MEXAHIYHUMH AacleKTaMu. AyJ10 TaKoX MOXe OyTH HOCIEM
HapaTuBy, arMochepu Ta emoriil. CydacHi irpu akTHBHO BUKOPHCTOBYIOTh MY3UKY
1 3ByKOBi edektu ansi pOopMyBaHHS HACTPOIO, Mepeadi MCUXOJIOTIYHOTO CTaHy
NEPCOHAXIB, CTBOPEHHS HANpPYrd YM HABIAKU — YMHUPOTBOpEHHs. SckpaBuii
npuknan — rpa Valiant Hearts: The Great War [4]. V 1boMy NpO€EKTI OCHOBHUM
aKIIEHT 3p00JIEHO Ha ICTOPIi 3BUYAMHUX JIFOJIEH, SIKI OTPaNIn y BUp noii [lepmioi
CBITOBOi BiiiHU. ['eiimmuielt 30cepepkeHul HE Ha OOMOBUX JMisIX, & HA BUPIIICHHI
r0JIOBOJIOMOK, JTOCI)KEHH1 HABKOJUIITHBOT'O CEPEIOBUIIA Ta eMOLIIMHIN B3aeMO/T1i
3 IHIIMMHU [IEPCOHAKAMH.

Y Valiant Hearts nepcoHaki He pPO3MOBISAIOTh y 3BUYHOMY CEHCI:
KOMYHIKallisl BIJOYBA€ThCS 4epe3 Bi3yallbHI XMapu 3 300paXeHHSAMU AYMOK abo
HaMIpiB, KOPOTKI 3BYKH, iHTOHalii. CaMe B Takomy (opmaTi My3HKa il 3BYKOBI
edeKTH CTaloTh TOJOBHUMH IHCTPYMEHTAMU Tepeadi eMOIlild, CTBOPEHHS HalpyTu

9M MIIKPECICHHS IpaMaTHIHIX MOMEHTIB. Hampukia, mij 9ac CrieHu po3IyKu MixK



15

NIEPCOHAKAMU CYMHA MEJIOisl IOCUITIOE Bi3yalIbHHI 00pas3, CTBOPIOIOYH TIIMOOKUH
eMOIIIHUHN BIATYK. B 1HIIIN CIieHi, /e TOJIOBHUM Tepoil pATYE MOPAHEHUX, My3HUKa
IPUCKOPIOETHCS, CYIPOBOKYIOUM HAapOCTalOdy TPUBOTY 1 BIANOBiNaiIbHICTH. Lle
JOBOJINTH, 110 3BYK 3/1aT€H HE JIUIIE CYMPOBOJKYBAaTH Bi3yaJIbHy CKIAQJOBY, a i
KOHKYpPYBaTH 3 HEO Y 3HaYYIIOCTI.

OxpiM TOro, y [eSKHX TMPOEKTaX 3BYKOBAa CKJIagoBa CTa€ 3aco0oM
IHTepaKTUBHOI pO3MOBI/AL. Y HU3II 1H/I-1rop, sK-0T Inside, Limbo abo Journey [5],
3BYK HE JIUIIE JJOTIOBHIOE aTMOC(epy, alie i CITyKUTh HaBITAI[IHIM IHCTPYMEHTOM.
V¥ Journey rpaBenp B3a€EMO/II€ 3 IHIIUMU I'PABLSIMU JIMIIE 32 JOIIOMOTOI0 MY3UYHHX
curHaniB. Lle cTBoproe yHikanbHy (OpMy KOMYyHIKallii, A€ 3BYK — €IUHUI MICT MIXK
JBOMAa y4YacHUKamu TrpH. Taki NPUKIAIA JEMOHCTPYIOTh TOTEHIAT ayJio SK
MOBHOIIIHHOTO CHOCO0y BHpPaXEHHSI CEHCY, €MOIll, a 1HOJAI — 1 CIOKETHHX
MIOBOPOTIB.

VY mincyMmKy, NMpeIMETHE CEpelOBHIIE CYYacHOI BIJEOTPU € KOMIUIEKCHOIO
B3a€EMO/IIEI0 MK BI3yaJIbHUM, T€UMIUIEHHUM Ta 3ByKOBUM PIBHSMU. SIKIIO paHiiie
3BYK OYB JIMIIE JONOMIKHUM €JIEMEHTOM, TO HUHI — 1I€ IHCTPYMEHT (POpMYyBaHHS
I'POBOTO JOCBilYy, MEXaHIKM 1 HapaTHBY. YcCe€ yacTilie po3pOOHHUKH 3BEPTaIOTh
yBary HE TUIbKM Ha SKICTh BI3yaJlbHOIO O(OpPMIIEHHS, ajeé W Ha 3BYKOBUU
naaamadT: GoHOBA My3UKa, 3BYKH JOBKIUUIA, PEAKTHUBHI ay/i0epeKTH — yce Iie
dopmye Tnubmie 3aHypeHHss B rpy. Came TOMY TMpH CTBOPEHHI TPH 3BYKOBHMA
CYNPOBiJT HEOOXITHO TMPOEKTYBATH HE SIK «JOJATOK», a K HEBIIJIUIHHY CKJIAJI0BY
BCl€T KOHIIETII].

OckibKH 00’€KTOM JOCHIKEHHSI € Tpa, CTBOPEHA B MEXKaxX JUIIJIOMHOTO
IPyIOBOIO IPOEKTY, KA HAJIEKUTH JI0 XKaHPy KBECT 1 peaiizoBaHa y CEpeJOBHILI
Unity [6], TOIIITIBHO PO3TISHYTH OCOOIMBOCTI BUKOPUCTAHHS ay110CYIIPOBOIY CaMe
B IIbOMY >KaHPOBOMY KOHTEKCTI, a TAKOK MOXJIMBOCTI pyuuist Unity ams iHTerpamii
3BYKY.

VY KOHTEKCTI OKpEeMHX >KaHpIB, 30KpE€Ma KBECTIB, pOJIb 3BYKOBOIO
odopmiienHs HaOyBae mie OuIbinoi Baru. KBecT — 1e kaHp, y SKOMYy HapaTuB,

JOCTIJKEHHSI CBITY Ta B3a€EMOJis 3 MpeAMETaMu 1 TMEepPCOHAKaMU 3aiiMaloTh
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HeHTpaigbHe Micie. [paBenb 3a3BUYail IPOCYBAETbCA IO CIOKETY uepe3
po3raayBaHHS TOJOBOJIOMOK, 30MpaHHS IPEIMETIB, MIaJIOTH Ta JOCIHKCHHS
Jokamii. Yepes 1e TemMn Takux irop MOBUIBHIIINK, a yBara Jio JeTajie — Buima. Y
TAaKOMY CEpEIOBHII ayJ/i0 CTa€ KIIOUOBUM EJIEMEHTOM aTMOC(epHu: BOHO 37aTHE
HaIpaBJIsATH yBary, BAKJIMKATH €MOIlli Ta CTBOPIOBATU €(DEKT 3aHyPEHHS.

VY kBecTax YacToO 3aCTOCOBYIOThCS JMHAMIYHI (DOHOBI KOMIO3WIIII, SIKI
3MIHIOIOTBCS 3aJI€XKHO BiJ] [TO/1I HAa eKpaHi: HApUKIIAJl, HApy>KeHa My31Ka B CLEHI
NOroH1 a00 CIOKiMiHA MeNoAis MiJ 4Yac JOCHIKEHHs JoKauid. BaxxiauBy posib
BIZIITPAIOTh 3BYKH B3a€MOJIIi 3 00'€KTaMM — BIIKPUBAHHS HIyXJIA, CKPUII JBEPEH,
KJIAIIaHHS 3aMKIB TOIO. BOHM HE TUIBKH ITiICHITIOIOTH PealiCTUYHICTh CEPEIOBHUINA,
ajyie ¥ MOXXYTh CITY>)KUTH T1JKa3KaMu il TpaBils. Hanpukias, npuriymennii 3ByK
BIJIKpUBaHHS I1ady MOXKE CUTHAJII3yBaTH PO 11 BAXKIMBICTh Y KOHTEKCTI 3a/1a4i.

OxkpiM TOTO, y KBECTAaX YaCTO peaii3yloThCs IOJIOCOBI PEIUIIKA IEPCOHAXKIB,
K1 CYIPOBOKYIOTH J1aJIoTH 200 BHYTPIIIHI MOHOJIOTH Tepos. SKImo rpa He Mae
TTOBHOT 03BYYKH, BXKJIMBY POJIb IIOYMHAE BiIrpaBaTH My3U4HE 0(DOPMIICHHS CIICH:
BOHO 3aJla€ HACTpPiil, MOKE 3MIHIOBATH TEMIl TE€WMILUICIO 1 HaBITh BUKOHYBATU
(GyHKLIIO eMoliifHOro koMeHTaps a0 noxii. Hanpukman, menaHxomiiiiHa Tema y
MOMEHTI BTpaTH COIO3HUKA a00 TPUBOYKHA MEJIOIIA IM1J1 Yac BaXXJIMBOTO BUOOPY.

Vi 11 MOXKIIMBOCTI pealtizallii ayio 4yA0BO MiATPUMYIOThCS CEPEIOBUIIIEM
Unity. Unity € omHUM 13 HaUMOIMUPEHIUX PYIIiB JJIsi CTBOPEHHS 1HMII-IrOp, 1
KBECTH — He BUHATOK. VIOro mepeBaroio € rHydka cHCTeMa KepyBaHHS aysio, sKa
JI03BOJISIE 1HTErpyBaTH SK TPOCTI 3BYKOBI €(eKTH, TaK 1 CKIagHI MYy3U4HI
KOMITO3HIIIT 3 MOMIIMBICTIO PEaKIlii Ha irpoBi Moii.

Unity Hamae I1HCTpYMEHTH Il poOOTH 3 ayaioKIinaMu, JJ03BOJISIOUN
BIITBOPIOBATH 3BYKH, 3MIHIOBATH iXHIO T'YUHICTh, IPOCTOpOBE MojoxkeHHs (3D-
MO3UIIIIOBAaHHS), a TaKOoX KepyBaTu e(eKkTamMu HakJajgaHHd (HAMpUKIIAI,
peBepOepallisl y 3aKpUTUX NMPUMILIEHHAX). Yepe3 cucreMy cKpunTiB Ha MoBi C#
pPO3pOOHMK Ma€e 3MOTY TMPOTPaMHO KOHTPOJIIOBATH BIATBOPEHHS 3BYKY,

peani3oByOUYM CKIIAJHI ClieHapli — HAIpHUKIad, MOCTYHOBY 3MIHY MY3HYHOI TEMHU
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IIpY 3MiHI JIOKAI(ii a00 CTBOPEHHS 3BYKOBOTO €(EKTy, IO 3aIyCKAEThCS JIHIIE 3a
IIEBHUX YMOB.

Unity TakoX MATPUMY€E ayAIOMIKIIYBaHHS B peaJbHOMY Yaci 4epes
koMioHeHT Audio Mixer, 110 103BOJISIE PErYIIOBATH T'YYHICTh PI3HUX I'PYI 3BYKIB
(My3uKa, e(peKkTH, TOJIOCH) 1 CTBOpIOBAaTH €(EKTH 3arjiylieHHS, €xo0, (uibTparii
tomo. Hanpuknaz, y cieHi, e mepcoHax nepedyBae IiJi BOJOK, MOXKHA 3MIHUTH
YaCTOTHI XapaKTEPUCTUKU YCiX 3BYKIB, 100 BOHU 3ByYadd MHPUIIYLIEHO — L€
CTBOPIOE BpaKeHHA (DI3MYHOT MPUCYTHOCT] Y 3MIHEHOMY CEPEIOBHIIIL.

Ille ogHa cunpHa cropoHa Unity — 1e MOXJIMBICTH IHTErpalii CTOPOHHIX
aymiocucreM, Takux sk FMOD a6o Wwise, siki 1ar0Th 11e OUTbIIIe KOHTPOJO Ha
3ByKOBHM JaHamadTom rpu. Ile ocoOIMBO akTyanbHO JJIS KBECTIB, /I BaKJIMBI
JWHAMIYHI 3MIHM 3BYKY Ta TOYHE IMO3MIIIOBaHHS e(PEeKTiB. 3a JOMOMOIroK TaKHX
CHUCTEM MOXKHA peaii3yBaTd, HAPHUKJIAA, 3MIHY MY3UYHOI TEMU B 3aJIEKHOCTI B1J
EMOI[IfHOTO CTaHy TMepcoHaka a00 HAKOMWYEHHS TPUBOXKHOCTI Yy CKIJIAJHUX
CUTYyaIlisiX, 0 3MIHIOE My3UUHY HaIITPy TPH.

[Ile oxuiero BaxuBorO nepeBaroro Unity € 3pydHICTh ONTUMI3ALIT ay/110 IS
30epekeHHsI MPOTYKTUBHOCTI TpHU. Y TMPOEKTAX, J€ BUKOPUCTOBYETHCS BEIHKa
KUIBKICTh 3BYKOBUX (DaiiIiB, KPUTUYHO BAXKJIMBO 3MEHIIMTH HABAaHTAXCHHS Ha
nam’sTh 1 mpouecop. Unity 103BOJIsiE ONTUMI3yBaTH ayaiodaiisiu 3a JONOMOTOIO:

— (opmariB crucHenHs, Takux sk Compressed in Memory abo Streaming — 11e
JI03BOJIsSIE EKOHOMUTH PECypCcH, 0COOIMBO ISl TOBTUX TPEKIB;

— 3MIHM YaCTOTH AUCKPETU3AIlii — AJI1 BTOPUHHUX a00 OHOBUX 3BYKIB MOKHA
BUKOPUCTOBYBATH HIKYY SAKICTH (22 050 I'tr 3amictsb 44 100 I'11) 6e3 3HauHOT BTpaTn
SIKOCT1 3BYYaHHS;

— MEpEeBEACHHS B MOHO, SIKIIO cTepeoedeKT He KPUTHUHUN (HApUKIA, AJIs
KOPOTKHX 3BYKIB Jil), 110 JO3BOJISIE€ 3MEHIITUTH OOCST Y JIBa pa3H;

— aBTOMATHYHOTO TPEMPOIECUHTY — O0Opi3aHHA TUII, HOpMai3alli,

HaJaITyBaHH [IUKJIIB BIATBOPEHHS 0€3 BUKOPUCTAHHS CTOPOHHIX PEIaKTOPIB;
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— IYJIHTY Ta KeIIyBaHHS ay/11000’€KTIB, 100 YHUKATH TOBTOPHOI'O CTBOPEHHS
JDKepeNl 3BYKYy B peaJbHOMY daci, M0 OCOOJMBO €()EeKTHUBHO [Jsi 4YacTo
MOBTOPIOBAHUX €(EKTIB (HAIPUKIIAJ, KPOKIB 200 KIIallaHb).

Kpim TOro, TectyBaHHS 3BYKOBUX IMOJid MOXHa 3AIMCHIOBATH TPSIMO B
peaaKTopi, M0 MO3BOJSE 3HAYHO MPHUIIBUAIMIATUA IUKI PO3pOOKUA. MOKIUBICTH
MONEePEIHHOTO MPOCTYXOBYBaHHS 3BYKIB y BIJIMOBIAb HA I'POBI TPUTEPH JIA€ 3MOTY
TOYHO HAJIAIITYBAaTH PEAKIIi0 Ha MOAI.

Otxe, BukopuctanHs Unity y po3poOlii KBECTIB JJa€ PO3POOHUKY IIMPOKHUI
CHEKTp IHCTPYMEHTIB i1 poOOTH 31 3BYKOM. Bin mpocTux e(peKTiB 10 CKIaaHO1
MY3WYHOI JIpaMaTyprii — yce 1e MOXKJIMBO peaizyBaTu 0e3 MoTpedu y 30BHIMIHIX
3acobax. A SIKIIO MPOEKT BUMArae Imie OLIbIIOiI THYYKOCTI, CEPEIOBHUIIE JIETKO
IHTErpyeThCs 3 podeciiHuMu ayaioMoayismMu. Takum uynHOM, Unity BUCTyIa€e HE
JUIIEe TEXHIYHUM KapKacoM JUIsl CTBOPEHHS I'pH, a i TTOBHOIIIHHUM CEPEIOBUIIEM
JUISL TBOPYOTO Ay I10U3aiHYy, 10 I03BOJISE MEepeiaBaTH Yepe3 3BYK eMOIlli, HacTpik

1 TIMOMHY ITPOBOTO CBITY.

1.2 Orisa HassBHUX aHAJIOTIB

VY mpoueci po3poOKH IpylOBOTO JAUILIOMHOIO MPOEKTY, COPSIMOBAHOIO HA
ctBoperHs: 2D-rpu B cepenoButii Unity [6], Oyso mpoaHai3oBaHO HU3KY BKE
peasli3oBaHUX IrpoBUX MNpoaykTiB. OCHOBHAa MeTa TaKOTO aHami3y Mmojsraia y
BUBYCHHI MIAXOMIB 10 MOOymoBH ayaiocucTeMu B 2D-kBecTax, BH3HAuYCHHI
TEXHIYHUX PIIlIeHb, SIKI 3a0€3MeuyoTh aJalTUBHICTh 3BYKY, 3aHYpEHHS TPaBls B
aTMocdepy IpH, a TaKOX y3arajJbHEHHI TBOPYUX MPUHIIMITIB CTBOPEHHS (POHOBOI
MY3HWKH, 3BYKOBHX €(EKTIB 1 3B’SA3Ky MDK ayJi0 Ta HapaTUBHOK YaCTHHOIO.
Ocob6nuBy yBary OyJa0 NOpUAUIEHO IrpaM, sKI TOEIHYIOTH SIKICHE 3BYKOBE
O0(OpMJIEHHS 3 XyJI0XKHIM CTUJIEM Ta 00pe CTPYKTYPOBAHUM T'€HMILICEM.

3 orysay Ha Te, 110 Hall MPOEKT peanizoByBaBca B Unity, JloriuHuM Oysio
3BEPHYTUCA 1O BXKE€ peaji30BaHMX Irop, CTBOPEHUX Ha Iiil ke miardopmi.

Haii6inpury miHHICTS y IIbOMY I1aH1 cTaHoBUIM My Brother Rabbit [7] Ta Fran Bow
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[8] — mBi Bimomi 2D-kBecT-rpH, [0 AKTUBHO BUKOPHUCTOBYIOTH 3BYK HE MPOCTO SIK
(GbOHOBHII €leMEHT, a K IHCTPYMEHT HapaTUBHOTO PO3KpUTTA. OOHIBA MPOEKTH
pO3pO0JIEHI HE3aIeKHUMHU CTYAISIMHU, aje NpHU IOMY JIEMOHCTPYIOTh BUCOKUU
piBeHb TEXHIYHOI peaii3ailii, M0 € JOCSHKHMM HaBITh B yMOBaxX OOMEXEHHX
pecypcis.

My Brother Rabbit [7] BusiBr1acst Bkpaii moka3oBoO 3 TOYKU 30py MOOYI0BU
3BYKOBOT'O CE€PEOBUIIA, SKE MOBHICTIO 3aMillly€ COOOI0 TpaaulliiH1 aianoru. Y rpi
HOBHICTIO BIJICYTHI TEKCTOBI PEILIIKH, TOXK yCsl €eMOLIHA KOMYHIKallisl MOKJIaJeHa
Ha MY3HKY, iHTep¢eiiCHI 3ByKH Ta 3MiHY TOHAJIBHOCTEH y 3aI€KHOCTI Bix moxii. I3
TEXHIYHOI TOYKH 30py TIpa BUKOPHCTOBYe Halip aynio-kommnoHeHTiB Unity,
BKIIo4aroun craaaptHi AudioSource s BIATBOPEHHS JIOKATI30BaHUX 3BYKIB,
AudioMixer i KOHTPOJIIO 3arajibHOr0 OajlaHCy T'yYHOCTI, a TaKOX TPHUTEPH, SIKi
AKTUBYIOTh TI€BHI1 3BYKOBI CIIEHH 3aJIC)KHO BIJ JIOKaIlil I'paBIild a00 KOHKPETHUX
noAii y rpi. Came Takuii miaxig 0yJio aganToBaHO Y HAIIIOMY JUIIJIOMHOMY MTPOEKTI.
3aMicTh KJIaCHYHOI MOJAayi MiajoriB MM TaKO0X YaCTKOBO TMOKJIAIHUCS Ha 3BYKOBY
aTMocQepy, 10 3MIHIOETHCS B 3aJIEAKHOCTI B1JI MiCIIsl TepeOyBaHHS TOJIOBHOTO Iepost

a00 B3aemo/iii 3 meBHUMU 00’ ekTamu (puc. 1.1).

Pucynok 1.1 — Ilpuknan remmero rpu «My Brother Rabbity
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Fran Bow [8], mompu HasBHICTH AiajoriB 1 TEKCTOBHX BCTaBOK, TaKOX
AKTUBHO BHUKOPUCTOBYE 3BYK SIK 3aCi0 CTBOPEHHS IICHMXOJIOTIYHOI HAMpyTru Ta
BITUYTTS cClOppeanidmMy. Y i rpi OyJlO TOMITHO, HAaCKUIbKH TPaBHIBHO
CUHXPOHI30BaH1 3BYKOB1 €(DEKTH 31 3MIHOIO CTaHy T'OJIOBHOI T'€pOiHI: MpU Mepexoii
MDK PEaJbHICTIO Ta TaJIOIUHAIISIMU 3MIHIOETHCSI HE JIMINIE Bi3yaJlbHUM CTHIIb, a U
ayJIiOCYTIPOBIJT — MOCHIIIOETHCS (POHOBUH IIyM, 3 SBISIOTHCS TPHUBOXKHI YaCTOTH,
3aCTOCOBYIOTBCS CIHOBUIbHEHI Ta peBepcoBaHl edekTu. g peamizamii Takux
mexaHik B Unity BHKOPUCTOBYIOTbCS ayaloQUIbTPH, AMHAMIUHI IIApU Ta MO/,
npuB’s3aHl 0 aHIMamii 1 mepemukadiB ctany. Came Il MiAXiJ HAaAUXHYB Ha
CTBOPEHHS Yy HaIIii rpi KIJIbKOX PIBHIB ()OHOBHUX 3BYKIB, SIKi aKTUBYIOTHCSI 3aJIEKHO

BiJI CHTYaIIii, 110 J03BOJIsI€ e(PEKTUBHIIIIE KOHTPOJIIOBATH HACTPIH ciieHn (puc. 1.2).

['ﬁ\gdgo} is locked, Fran... Don't even trfyiit.
[ e : ,

Pucynok 1.2 — ITpukinan remmeto rpu «Fran Bow»

Kpim texuiynoro anamizy irop Ha Unity, Ha TBOpUMUA MIAX1A 10 CTBOPEHHS
HAIIOl TPU CYTTEBO BIUTMHYJIM H 1HIII, HE MEHII 3HaKoB1 MpoekTH. 30kpema, GTA:
San Andreas — TouHimie, ojlHa 3 i BHYTpIIIHIX MiHIIrop mia Ha3Boro Lowrider
Challenge [9] — crana HaTXHEHHSM IS TOOYJOBU OKPEMOTO €JIEMEHTa HaIlloro

refiMIUIe0: pUTMIYHOI MIHITpU. B opuriHaii rpaBelb MaB HaTUCKAaTH CTPUIKH Ha
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KJIaBiaTypi B TOYHOMY PHUTMI 3 MY3UKOIO, IO JI03BOJISIII0O BUKOHYBATH TAHITFOBATLHI
pyXy aBTOMOOLIS B YHICOH 3 TPEKOM. [iest Takoro mnmoeaHaHHs 3BYyKY, TAUMIHTY Ta
iHTepakTUBY Oyna aganTtoBaHa iy Qopmar 2D-rpu. VYV HamoMmy HOpoOeKTI
peasizoBaHa MIHITpa, Jie TpaBellb MOBUHEH HATHUCKATH KJIABIIIl B PUTM 13 MY3UKOIO.
TexHI4HO 11€ peali3oBaHO Yepe3 00poOKy TailMepiB, CHHXPOHI30BAaHUX 13 TEMIIOM

MY3HKH, Ta CUCTEMY TOJI1{, K1 pearyroTh Ha TOYHICTh HaTUCKaHH (puc. 1.3).

quir:

; SYNCHRONIZED!
SCORE: 5200

Pucynox 1.3 — Ilpuxmnan mini rpu «Lowrider Challenge»

[Ile oHUM Ba)XJIMBUM JIKEPEJIOM HaTXHEHHs cTana iHai-rpa Undertale [10],
AKa, HE3BAKAIOUM HAa BI3yaJbHY IIPOCTOTY, NPOIOHYE NyX€ CHJIbBHY MY3UYHY
CKJIaZIoBy. My3HKa B I'pl CTBOpPIOBaiacs 3 BUKOPUCTAHHSAM MPOCTUX BIPTYAJTIbHUX
THCTPYMEHTIB, alie 3aBASKH MPOAyMaHUM TeMaM 1 MOBTOPIOBAaHMM MOTHBaM BOHA
3amamM’ITOBY€ThCS i BUKJIMKA€E eMOIIIIHY peakiiito. BaxxinBo, 1110 IpakTHYHO KOXKHA
MEJOis B Tpl Ma€ HapaTUBHY (PYHKIIIO: BOHA aCOIUIOETHCS 3 MEPCOHAXEeM abo
BaXJIMNBUM MOMEHTOM, 3aBJISIKH YOMY (POPMY€EThCS €MOLIINHUI 3B 30K 13 IPaBLEM.
Came Takuii miAXia 10 HAMMCAHHS My3UKH OYB Y35 THI 32 OCHOBY Y HallIOMY ITPO€EKTI

— TPOCTI MeJoJii, $KI MOXYyTh BapilOBATHUCS, ajié MAalOTh YITKY MY3WYHY
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IICHTUYHICTh, CTBOPEHY CIIEIIaIbHO IS KOHKPETHOT CIIEH! YU MepCOHaxka (puc.

1.4).

* haven't you seen a guy
with two jobs before?

Pucynox 1.4 — Ilpuknan remmuieto rpu «Undertale»

Takum ynHOM, BUBYCHHS HASBHUX QHAJIOTIB JAJI0 3MOTY HE JIUIIIE MIEPEHHITH
OKpeMi TEeXHIYHI1 pIIeHHs, ajie i chOpMyBaTH 3arajbHy KOHIICIIIIO 1HTETparfii
ayJio B irpoBHii mporiec. I '0J0BHIM BUCHOBKOM CTAJIO PO3yMIiHHS TOTO, IO 3BYKOBE
opopMiIeHHSI Ma€ OyTH THTEPAKTUBHUM, TUHAMIYHUM Ta KOHTEKCTHO 3aJICKHUM —
JIMIIIE B TAKOMY BHUIAJKy BOHO CIIPHSIE€ 3aHYPEHHIO TPaBIIs B CBIT I'pu. SIK moKazaiu
JOCIIDKEH] TPUKJIaIU, HaBITh Y 2D-1rpax 3 00OMeXeHOI0 Bi3yaJbHOI CKIIQJIHICTIO
MOKHA JOCSTTH TJMOOKOI €MOIIIMHOCTI came 3aBASKH MPaBUILHO OpraHi3oBaHIN
po6oTi 31 3ByKOM. | 11€ 3aBAaHHS MMOBHICTIO JIATA€ Ha TIJIeYl HE JIMIIE KOMITO3UTOPIB,
ajie il po3pOOHUKIB, SIK1 IHTETPYIOTh ay/[10 B CUCTEMY JIOTIKHU TPH.

[lincymMoByrOUH, CIiJl 3a3HAYMTH, IO TEXHIYHI TPUKIaaH, SK-0T My Brother
Rabbit 1 Fran Bow, nokazanu epextuBHi ciocobu podoTu 3 ayaio B Unity, 30kpeMa
BUKOPUCTAHHS TPUTEPIB, IIApiB, MIKIIEPIB Ta JUHAMIYHOTO YIIPABIiHHS T'YYHICTIO.
VY cBoro uepry, tBopui npukianu 3 Undertale Ta GTA: San Andreas mo3Bommim

Kpalie 3po3yMiTH, K My3WKa i IHTEPAaKTHB MOXXYThb TapMOHIMHO CIiBICHYBaTH,
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30aradyro4u irpoBHil TOCBiA. Yci 1Ii HampaloBaHHA Oylu aanToBaHi B HAILIOMY
MPOEKTI BIAMOBIIHO 10 OOpPaHOTO >KaHPY, XYAOKHBOTO CTHJII0 W TEXHIYHHUX

MO>KJIMBOCTEHN TIaTHOPMHU.

1.3 IlocranoBKa 3ama4il

VY Mexax AUIUIOMHOTO MPOEKTY mnependadaerbes po3podka 2D-rpu y xaHpi
KBECTY, [l SIKOI PO3rOPTAETHCS Yy BHUIaJaHOMY CBITI HalepeAaoJHl BOEHHOTO
KOHGIIKTY. OCHOBHOIO METOI0 JaHOi POOOTH € CTBOPEHHS KOMIIJIEKCHOTO
ayioCymnpoBOy Ta IHTErpallis 3BYKOBUX €(EKTIB y TEUMIUICH 3 BUKOPUCTAHHSIM
MoknuBocTed pymriss Unity. Ayaio Mae He JWIle CyNpOBOKYBAaTH TOMiil, a ¥
AKTUBHO BILJIMBATH Ha IrpOBE CIIPUHHATTS, popMyBaTtu arMocdepy, emMoriiiauii Gox
1 JICUJTFOBATH B3a€EMO/III0 TPABIIA 3 IrPOBUM CBITOM.

3 ypaxyBaHHSIM 3arajibHOr0 KOHIENTY MPOEKTY Ta MOCTABIEHOT METH, MOXKHA
c(hopMyITIOBaTH OCHOBHI 3aBJaHHS, 1110 TOTPEOYIOTh BUPIIICHHS:

1. aHani3z ocobnMBOCTEN ayaioAM3aiiHy B Irpax >KaHPy KBECT — BU3HAYUTHU
TUIIOBI 3BYKOBI pIIIEHHS, SKI BUKOPUCTOBYIOTHCS B MOMIOHMX NPOEKTAX, Ta
aJanTyBaTH 1X I BIACHOI I'PH;

2. po3po0Ka CTPYKTypH ayAlOoCYIIPOBOJY — CTBOPUTH CLIEHApiii BUKOPHUCTAHHS
¢boHOBOI My3MKH, NWHAMIYHUX 3BYKOBHX €(EKTIB Ta O3BYUCHHS B3aEMOJINA 3
OTOUYCHHSM, 3 YpaXyBaHHSIM OCOOJIMBOCTEH IeHMILICIO Ta JIOTIKH irpOBOI0 CBITY;

3. iHTerpamis aynio y cepemosuie Unity — peanizyBaTH CHUCTEMY 3BYKOBOTO
CyNpoBOAY 3a JIonomMororo cranaaptaux 3aco6iB Unity (Audio Source, Audio Clip,
Audio Mixer), BukopuctoByroun CH#-CKpUNTH 1Ji KEPyBaHHS BiJATBOPEHHSM,
NepEMUKAHHSIM Ta PEakili€ro 3ByKiB Ha MOJII B I'pi;

4. ontumizauist  ayaiogaiiiB —  HaJalITyBaTH  KOMIIPECIIO,  YacTOTY
JTUCKpeTu3ailii, gopmar 30€peKeHHsI 3BYKIB JJIs 3MCHIICHHS HABaHTa)XCHHS Ha

cucteMy 0e3 BTpaTH SKOCT1 3By4YaHHs, BAKOPUCTOBYIOUH 1HCTpyMeHTH Unity;
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5. peaiizallis 3ByKOBUX TPHUTEPIB y CIIEHaX TPH — JIOAATH JIO JIOKAI[iil 3BYKOBI
MoJii, 0 aKTUBYIOTHCS ITJI Yac MepecyBaHHS TPABIlA, B3aEMOJII 3 MpeIMETaMH,
NPC a6o 3MiHH ITpOBOTO CTaHY;

6. TECTYBaHHs Ta HAJIArOKCHHS — TMEPEeBIpUTH POOOTY ayIdioCHCTEMHU B
I'POBOMY CEpEIOBUII, YCYHYTH TEXHIYHI TTOMUJIKH, 3a0€3MEUUTH CTAOUIBHICTD 1
KOPEKTHICTh 3ByKOBOT'O CYMPOBOAY B YCIX CLIEHAPIsIX;

7. mMATrOTOBKA A0 MacmTa0yBaHHS — 3aKJIACTH THYYKY CHCTEMY, IO JO3BOJIUTH
JeTKO J0AaBaTH HOBI 3BYKH, MY3WYHI TpeKd abo0 MIAKIIOYATH CTOPOHHI
ayniocucremu (Hanpukiaa, FMOD) y pasi po3mupeHHs rpu.

Takum unHOM, peamizaliis 3a3HaYeHUX 3aBJaHb JO3BOJUTH CTBOPHUTH
AKICHUN, aTMOC(hepHUH 1 PYHKIIOHATBHUN ayaioCynpoOBi JIJIs TPH, 10 HE JIHIIE
CYNpOBO)KYBaTUME TeMMILIEH, alle i 30araduyBaTUMe ITPOBHM JTOCBIJ 32 PaXyHOK

rIMOOKOTr0 EeMOIIHHOTO 3aHYPEHHS Ta IHTEPAKTHUBHOCTI.

BucHoBku 10 po3aity

VY nepmoMy po3aiut Oysio PpO3TIASHYTO OCHOBHI AaCHEKTH MPEIMETHOTO
cepefoBullla, B SKOMY (DYHKI[IOHYE po3poOjieHa TIpa, a TaKoX OCOOJIMBOCTI
aynioau3aiHy B cydacHux 2D-npoekTax. Byno BcTaHOBIIEHO, 10 3BYK Yy BiJI€OIrpax
y)K€ JaBHO BHMIIOB 3a MexXi (OHOBOI (yHKINI: BiH CTaB IMOBHOIIHHUM
THCTPYMEHTOM MO0y 10BU aTMoc(epu, BIUIMBY Ha TEUMILICH 1 BUpa)KEHHSI HAPATUBY.
Oco051BO 11€ BaXXIJIMBO JIJIS ITOP KAHPY KBECT, Ji€ TEMI 3a3BUYail yIOBUIbHEHUH, a
3aHypeHHs B aTMOC(hepy — KpUTUYHO BAKIIUBE ISl CIIPUMAHATTS 1CTOPII.

VY Mmexax po3aily mpoaHalli3oBaHO MPUKIAAN YCIIIMIHOI 1HTErpallii aygio B
irpu, 30kpemMa My Brother Rabbit, Fran Bow, Undertale Ta inmii. Bonu noka3zanmu,
10 HaBITh y TEXHIYHO HECKIAAHMX 2D-NpoeKTax MOMXKHA JTOCATTH BUCOKOIO PiBHS
€MOIIMHOTO BILUIMBY Ye€pe3 rpaMOTHO MOOYyIOBaHy 3BYKOBY cucTeMy. Lleit anami3
JI03BOJIMB BUOKPEMUTH HU3KY €(DEKTMBHUX TEXHIYHUX Ta TBOPUUX IIAXOMIB, SIKI

CTajJiu OCHOBOIO JIJIsl peasi3allii ay/1ioCylpoBOAY Y BIACHOMY ITPOEKTI.
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Taxox O6ysno obrpynToBano BuOip pyuris Unity sik TeXHIYHOT 06a3H, 110 HAJa€e

PO3pPOOHUKY IIUPOKUN CIIEKTP IHCTPYMEHTIB JjIsl pOOOTH 31 3ByKOM — BiJl IPOCTUX
aymioeekTiB 10 CKJIQJHOI JWHAMIYHOI MY3WKH, aJallTOBaHOI JO0 IrpoBOTO
KOHTEKCTy. TakuM 4YHMHOM, OTpUMaHi 3HaHHSA c(QOpMyBaauM TEOPETUYHY Ta

PaKTUYHY OCHOBY JUIsI MOAQJIBIIIOTO €Taly — pO3POOKH apXITEKTypH ay110CUCTEMU

Ta ii mporpamMHoi peasizalii.
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PO3/ILJI 2

[HOOPMAILIIMHE TA MATEMATUYHE 3ABE3IIEUEHHS

2.1 Anani3 npeaMeTHoi 001acTi

VY pamkax naHoi kBamidikaiiiHoi poOOTH MPEIMETHOI 00JIACTIO € CTBOPEHHS
(YHKLIOHATBHOT ayJIIOCUCTEMHU Uil Bieorpu y kaHpi 2D-kBecTy. 3BYKOBE
oopmIIeHHS BHCTyHa€e HE TMPOCTO CYNPOBIAHUM €IEMEHTOM, a BHUKOHYE
1HTerpaTUBHY (YHKIIIIO: BOHO JOMOMAarae TpaBlEeBl 3aHYpUTHCS B HapaTHB,
OTpUMATH 3BOPOTHUH 3B'SI30K BiJl [IIi Ta OPIEHTYBATUCS Y BIPTyaIbHOMY MPOCTOPI.
Came Tomy peatizallisi ay/1llOCUCTEMHU MOTPEOY€E pETETLHOTO aHAII3y MEXaHIK TPH,
0COOJIMBOCTEH JIOKAITi} 1 TOBEIIHKH T'PABIISL.

IrpoBuii mporec po3ropTaeTbcsi B YMOBHO-MHUPHOMY CEPEIOBHII, SKE
MOCTYIIOBO 3MIHIOETHCS TiJ] BILTUBOM CIOKeTy. OCHOBHI MEXaHIKH I'PH BKIIIOYAIOTh
nepecyBaHHS TOJIOBHOI TepoiHi MO KIMHAaTax TypTOXKUTKY, B3aEMOMII0 3
npeameramu, NPC, BHKOHaHHS KBECTIB Ta y4acTb Yy MIHIIrpax. 3BYKOBE
HAIMlOBHEHHS B1Irpae KPUTHUYHY POJIb HA BCIX e€Tamax.

B pamMkax mpoekTy Oyji0 BU3HAYEHO TPU OCHOBHI PIBHI 3BYKOBOI CUCTEMH, SIK1
BIJMIOBIJAIOTH 32 P13H1 ACHEKTH FEHUMILICIO:

1) ®oHoBUIT piBEeHb — My3HWKa Ta atMoc(epHi 3BYKH, IO CYHNPOBOKYIOThH
rpaBIlsl Ha JIOKamisix. Hampukman, Ha BEPXHBOMY IMOBEPCI TYPTOXKHUTKY 3BYUYUTH
CIOKIMHA TeMa, SIKa IMOCTYMOBO 3MIHIOEThCS a00 3aTWXae MpU HAOMMKEHHI 110
CIOKETHO BaXJIMBOi 30HU. Lle M03BOsiE CTBOPUTH HACTpId Ta MepefaTd 3MiHY
irpoBoro crany. Ilepexiii Ha HOBY JIOKallil0 1HIIIIOE€ 3aBaHTa)KEHHS HOBOI TEMH
yepe3 cucteMy AudioManager, abo 3MiHy MmapaMeTpiB I1CHYH4YOi (TY4YHICTb,
¢dinbTpais, fade-in/fade-out).

2)[lonieBuii piBeHb — 3BYKH, 110 BUHUKAIOTH Yy BIAMOBIAL Ha Jii IpaBlsd ado
noAii B cepenonuiii. Hanpuknan:

— HATUCKAaHHA KHOIOK Y MEHIO;

— BIAKPUTTS JABEpEH;
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— 3BYK KpPOKIB (13 BpaXyBaHHSM THILYy TOBEPXHI1);
— BUKOPHUCTaHHS IPEIMETIB 3 IHBEHTAPIO;
— cTapT Ta 3aBepuieHHs Alanory 3 NPC.

Jliist peanizanii nux mojii nepeadadeHo cucreMy tpurepis Ta AudioSource-
KOMITOHEHTIB, SIKI TMPUKPIMUIIOIOTHCA 10 00'€KTIB a00 KEePYIOThCS IIEHTPATI30BaHO
yepe3 EventAudioSystem.

3)HapatuBHuii piBeHb — 3BYKOBI e(eKTH, fKI MIIKPECTIOITh CIOKETHY
JUHaAMIKy. Y TIeBHMX 30HaX (Tak 3BaHI «EMOI[IHI TPUTEPU») AKTUBYIOTHCS
CrieliayibH1 3ByKOB1 MOJI1: HaNPUKIIaa, 3MiHA IMIBUIAKOCTI (P)OHOBOT MY3HKH, MOSBA
JOJIATKOBOTO 1IyMy (HampuKiIaa, TPEMTSUuid peBepO), ad0 MPUTITYLIEHHS PEIlTH
3BYKIB JUISl 30CEpPEIKEHHs Ha HapaTuBi. Taki eQgeKkTH peanizoBYIOThCS 3a
JIOTIOMOTOI0 CLIEHApiiB, B SIKUX 3BYKOBI MOJi1 MPUB'I3aHO A0 MO3HUIIIT TpaBLsl yepes
OnTriggerEnter2D.

OxpiM OCHOBHOI'O ayJiOCYIpPOBOAY, BaKJIMBOI YACTHHOIO TPOEKTY €
peaizaitis puTMidHOi MiHIrpu. BoHa BHCTYyIIa€ OKPEMOIO TEHMITIICHHOIO OTUHUTICIO
Ta MOTpeOy€ TOUHOTO TAMMIHTY BIITBOPEHHS 3BYKIB 1 CHHXPOHI3AIlil 3 BI3yaJIbHUMHU
eleMeHTamMu. Y MiH MmiicucTeMi EHTPaIbHOI 3a7aueio € TOYHA MPUB’sI3Ka MOIiN
0 pUTMy, OOpoOKa IHIYTy KOpPHCTyBauya Ta HaJaHHS MHUTTEBOTO 3BOPOTHOTO
3B’SI3KYy 4Yepe3 3BYKHM BIy4YaHHS, IPOMaxy, 3MIHU 3[I0pOB’s ToIlo. PUT™M 1 po3kian
HOT 30epiraeTbcst B 00'exTi StageData, a koxna Hora uepe3 NoteSpawner
TeHEepPYEThCA B 3a/IaHUHl MOMEHT 4acy.

Takox y MpOEKTI peasi3oBaHO CHCTEMY HaJallTyBaHb T'Yy4YHOCTI, SKa

JI03BOJISI€ TPaBLIEBl KEPYBATH:

3arajibHOI0 TYYHICTIO;

T'YYHICTIO MY3HUKU;

— TYYHICTIO TIOJIIN;

T'YYHICTIO (POHOBUX €(EKTIB.
KoxHa 3MiHa BIITBOPIOE TECTOBUM 3BYK AJIS 3pYYHOI'O HaJAIITYBaHHS — 1€
Jla€ 3MOTYy MHUTTEBO OI[IHUTU BIUIMB 3MIH. YCl 3Hau€HHs 30€piraroThCs Yepes

PlayerPrefs 1 3acTocoBytoTscst uepe3 AudioMixer.
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Takum YwHOM, aHami3 TPEAMETHOI O0O0JacTi M03BOJISE CHOPMYITIOBATH
KJTFOUOB1 BUMOTH JIO ay[IOCUCTEMH TPU: MOJIYJIbHICTh, PEAKTUBHICTD, Uy TJIMBICTH 110
MO3MIIT TpaBIlsd, MOXJIUBICT, KacToMizallli Ta MIATPUMKA CHHXpOHI3aIlii 13
30BHIIIHIMH ITOISIMH.

2.1.1 Bxigui nani

BximaumMu ngaHuMm# Ui MOOYAOBH  ayAlOCUCTEMU TPH BUCTYIIAIOTh SIK
KOPHUCTYBAIIbKI Jii, TaK 1 BHYTPIITHBOITPOBI MO/I1i, 10 1HIIIIOIOTh a00 3MIHIOIOThH
3BYKOBE BIJITBOPEHHSI.

J10 OCHOBHUX BXIJIHUX JJAHWX HAJICKATh:

1) [Toxii B3aemotii rpaBus:

— HATHCKaHHA KJIaBill (HampUKiIad, KJIaBilll B3a€EMO/li, IepecyBaHHs, y4acTi B
MIHITp1);

— "atuckaHHa Ul-eneMeHTIB (MEHIO, TTOB3YHKHM T'y4HOCTI, KHomku “Hazan”,
“I'patu’ TOI110);

— BUOIp OMIlii y MEHIO HATAIITYBaHb 3BYKY.

2) ITo3wuIriitH1 O/IIi:

— BX1J1 a0o BUXiJ rpaBis 3 TpurepHux 301 (OnTriggerEnter2D);

— HaOnmxeHHsT 10 OO0’€KTiB, 10 MawTh 3BYyKoBUH cymnposin (NPC, nsepi,
CIOJKETH1 TOYKH).

3) YacoBi mapameTpu:

— 3HauY€HHS NOTOYHOTrO iIrpoBoro yacy (Time.time, Time.deltaTime);

— BUIIIK 0 moaii y purmiuHiid MiHIrpi (Ha ocHoBi Note.spawnTime Ta
StageData.startTime);

— 3aTpuMKa BBeaeHHs (input delay), ska Moxe BpaxoByBaTHUCsS IS
CHUHXPOHI3aIli1 HOT.

4) IrpoBi craHu:

— 3MiHa Jokarrii abo cuenn (SceneManager nouii);

— 3MiHa CTaHy TMepCcOHa)xka (HANpUKIAA, MOYaTOK Jlajiory, B3aeMOJIIA 3

peaMETOM);
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— BTpara abo MOMOBHEHHS 310pOB’S B MIHITPI.

5) HanamryBanHs rpaBus:

— 3HAYEeHHS TYYHOCTI 30epexeni uepe3 PlayerPrefs;

— 0o0pani mapameTpu OanaHCy, peXuMIB (HAMPHUKIAA, ‘‘MOBYA3HUN PEKUM,
“peKUM HapaTuBy).

6) Cuenapii Ta TaOIHIll pUTMY:

— macuBu NoteData[] 31 StageData;

— turm HOT (NoteType) Ta 3amnanoBaHi 4aCoBi BIIMITKH X MOSBU;

— craH 370poB’st B MmiHIrpi (Health value) — ans Bu3HaueHHS MOgANBIIUX
e(eKTiB.

i BXimHI aHI CIPUHAMAIOTHCS Yepe3 BiAMOBIIHI KOMIIOHEHTH (HAIPHUKIA,
Notelnput, AudioMenuUI, NPCTriggerSound, SceneAudioController) Ta
NepealoThCsl 10 ayli0CMCTEMH uYepe3 BUKIMKUA MoAid abo Hampsmy uepe3 API
Unity (AudioSource.Play(), AudioMixer.SetFloat() Torno).

2.1.2 BuxigHi madi

BuxigHuMu maHUMHU ayJIOCHCTEMH € 3BYKOBI CHUTHaU, sIKi (OPMYIOTh
aKyCTUYHUN 3BOPOTHUH 3B’SA30K, arMocdepy, a TakoX 3a0e3NeuyroTh
(GyHKLIOHATIBHY MIATPUMKY T'€HMILIEIO.

OCHOBHI THUIIY BUXIJHUX JAaHUX:

1) BiatBopeHHus 3BykoBux edekriB (SFX):

— edekTu B3aeMOii: KJIallaHHs KHOMOK, MiA01p MpeIMETiB, BIAKPUTTS ABEPE;

— KOHTeKCTH1 edektu: 3ByK HaOmmwkeHHs NPC, 3anmyck mianmory, BIIKPUTTS
HOBOI 30HH;

— peakiii B pUTMIYHIA MIHITpi: Biy4yaHHs/mpomax (Hanpukiaza, HitSound,
MissSound);

— BiOpauiifHi/eeKTH Hanpyru B CHEliaJIbHUX clieHax (Hampukiana, lowpass
(GUIBTp MpU HAIPY3i).

2) BiarBopenHs GoHoBoi My3uku (BGM):
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— MY3W4YHI TpEeKd i1 KOXKHOI CHEHHM abdo TMIJICKOKETHOI 30HM (depes
AudioManager);

— 3MIHHI MapaMeTpy MY3UKHU: TYUHICTb, 3aTyXaHHS, TEMII;

— mepexoau Mix Tpekamu (crossfade, 3arpumMka abo mapanenbHe HAKJIAACHHS).

3) AlunaMivuH1 3BYKOB1 pPEaKITii:

— BIATBOPEHHSI PEAaKTHMBHUX 3BYKIB Ha [li KOPHUCTyBaya 3 YpaxyBaHHSIM
3aTpUMKHU (HANPUKIIAJ, BIJIKJIaJlcHEe BIyYaHHS B PUTMIYHIA Tpl 3 KOMIICHCAITIEIO
input lag);

— onoBieHHs: Ul depe3 3BykoBI mifKa3ku (Hampuikiaa, 3MiHA TYYHOCTI —
TECTOBHUU 3BYK).

4) Perynsiiist Ty4HOCTI:

— 3aCTOCYBAaHHS HOBUX 3HAY€Hb T'YYHOCTI J0 okpemux aynio-rpyn (Master,
Music, SFX, Ambience) uepe3 AudioMixer.SetFloat() Ha oCHOBI 3MiHU
Slider.value;

— 30epexeHnHs 3MiH y PlayerPrefs.

5) CucteMH1 CUTHAJIM JIJISI IIarHOCTUKHU:

— TOBIJOMJICHHS B KOHCOJb TPHU TMEBHHUX TOMiAX (HAMpHKIad, TOMHUIIKA
BIITBOPEHHS 3BYKY, IPOIyIIEHa HOTA, BIICYTHIN KOMIIOHEHT);

— MOXJIMBICTh PO3MIMPEHHS CUCTEMH JIOTYBaHHS MO (Y MailOyTHbOMY MOXKe
OyTH nojaHo 4yepe3 kacToMHy cuctemy SoundEventLogger).

TakuM YMHOM, BHXIJHI [JaHl pPEAT3YIOThCA SK ayJl0-BUXOAU IS
KOpPUCTyBauya Ta CTPYKTYpOBaHI peaklii CHUCTEMH Ha OCHOBI OOpPOOKH MOIiN.
3ByKOBa CHCTeMa BIJITpa€e SK €CTETHUYHY, TaK 1 (PyHKUIOHAIbHY pOJb, TOMY il
BUXOJU MMOBUHHI OyTH TOYHUMH, CHHXPOHI30BAaHUMHU Ta aJalTUBHUMH JIO ITPOBUX

CIICHApIiB.

2.2 Onuc nporpaMHUX MOJYJIIB Ta KOHCTPYKIIIN

[IpoexTyBanHsi aymiocuctemu s 2D-rpu € BaXJIMBOK CKJIAJOBOIO

3araJIbHOTO apXITEeKTYPHOTO PIICHHs, [0 BU3HAYAE SKICTh B3a€MOJI1T KOPUCTYyBayua
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3 IrPOBUM CEpEeOBUIIIEM. AYIIOCYIIPOBi Y TPl BUKOHYE HE JIUIIE JEKOPATUBHY
byHKIIIIO, aNe W € HeBIAIUIFHOK YaCTHHOKO ITPOBOT MEXaHIKH, SKa IMiJCUITIOE
atmocdepy, dopMmye HacTpiii cueH, iHpopmye npo aii rpasus Ta NPC, a Ttakox
MiAKPECITIOE KIF0YOBI MOMEHTH HApaTHBY.

VY mexax po3poOku cuctemMu Oyii0 MOCTaBIICHO 3aB/IaHHS CTBOPUTH THYUYKHIA,
MacmITabOBaHWM 1 3py4YHHM Yy MIATPUMII MPOrpaMHUM MOIYNb, 3JaTHUN
3a0€3MeUnTH KOMIUJIEKCHY poOOTYy 3 (DOHOBOIO MY3UKOIO, 3BYKOBUMH €(heKTaMu,
rOJIOCOBMMH BCTaBKaMU Ta 3Bykamu iHTep(ericy. OcolauBy yBary 0ysio mpUaLICHO
MO>KJIMBOCTI K€pYBaHHS 3BYKaMU 3 PI3HUX YACTUH MPOEKTY: MEHIO, IrPOBUX CLEH,
30H [iaJioTy, a TaKOXX PUTMIYHOI MIHITPH, SKa peaizye OKpeMy JIOTIKY
CUHXPOHI3aIlil 3BYKY 3 TPaBIIEM.

Cucrema noOysoBaHa 3 BUKOPUCTAHHSIM 00'€KTHO-OPIEHTOBAHOTO MIIXOMY,
IO JO03BOJISIE JIETKO PO3IIUPIOBATH (PYHKI[IOHAIBHICTb, J0/JaBaTH HOBI THUIU
ayiomno/ii, a TakoXk LIEHTPATI30BaHO YIIPABISATH yciMa 3ByKOBUMHU MOTOKaMu. J{ist
30epiraHHs MmapameTpiB ay/ai0 HajallTyBaHb peali30BaHO JIOKaJbHE 30epeKeHHs,
10 3a0e3nevye 3pyUHIiCTh KOPUCTYBaHHS JUIsl TPaBLS.

3aranom apxiTeKTypa OXOIUIIOE KiIbKa KIIFOUOBUX MOJYJIIB: MEHEIKEP ayAlo
(kUi BIAMOBIZA€ 3a BIATBOPEHHS Ta KOHTPOJb T'YYHOCTI 3BYKIB), TPUTEPHU IS
aKkTuBallii 3BYKOBUX €(EKTIB y CIIeHaX, CHUCTEeMY B3a€EMOIl 3 KOPHUCTYBaueM
(BKITIOUAIOYHN €JIEMEHTH MEHIO), a TAaKOXK CIIeIiali30BaHy YacTUHY, IO BIAMOBIIA€
3a poOOTy MY3UYHOI MIHIITPH.

VY HacTymHUX MiApo3Aiiax Oyne pO3TsSHYTO MPOEKTYBAHHS CTPYKTYpPH
30epiraHHs ayaioJlaHuX, OO'€KTHY MOJIeNIb CHCTEMH Ta B3a€MO3B’SI3KH MIXK

OCHOBHUMHU KOMIIOHCHTAMU IIPOI'paMHOI'O 3a0e3IeYeHHS.

Jlnst peanizaiiii MOBHOLIIHHOT Ta (DYHKI[IOHAJILHO Oararoi ayaioCHUCTEMH B
Mexax 2D-rpu Oyno po3poOieHO HU3KY HPOrpPAMHHUX MOJYJNIB, KOXKEH 13 SIKUX
BIJINOBIIA€ 32 KOHKPETHUM acneKT oOpoOKH Ta BIATBOPEHHS 3BYKOBOI 1HPOpMAIIii.
ApxiTekTypa cHUCTEeMH MOOyJOBaHAa 3a MPHHIMIAMUA 00’ €KTHO-OPIEHTOBAHOTO

nporpaMyBaHHs, IO 3abe3rnedye MOMAYJNbHICTh, THYYKICTb Yy BUKOPHCTaHHI
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KOMIIOHEHTIB Ta IX MacHITa0OBaHICTh y pa3i MOJAJbIIOrO PO3BUTKY TpH. Takuii
1IX1]1 TO3BOJISAE 130JIF0BATH JIOTIKY 3BYKOBUX €(DEKTIB Ta My3UYHOTO CYIIPOBOTY BiJl
OCHOBHOI 1IrpOBOi JIOTIKH, 1110 MOKpAIy€e MATPUMKY KOJy Ta CHPOILY€E TECTyBaHHS.

2.2.1. 3arasibHa CTPYKTypa ayai0CUCTEMHU

OCHOBHOIO ~ «BICCIO»  ayJIIOCUCTEMHU € LEHTPAJbHUI MEHEeIKep —
AudioManager. BiH BHUKOHy€ pOJIb €IMHOTO IOCEPEIHUKA, SKUHA ONpalbOBYE
3alUTH Ha BIATBOPEHHS 3BYKOBUX (PaillliB, KEPY€E T'YUHICTIO, IEPEKIIIOUECHHSIM TPEKiB
130epirae MOTOYHUM CTaH ayi0. 3aBASKH IbOMY 3a0€3I1eUyeThCS IEHTpaTi30BaHUN
KOHTPOJIb 32 BCIMa ay110/[KepeiaMu, 110 TIJIBUIILYE y3roKEHICTh POOOTH CUCTEMU
Ta Jla€e 3MOry peani3yBaTu Taki (yHKIIl, fK IUJIaBHE MEPEeMHUKAaHHS MY3UKH,

JUHAMIYHE PEryJIIOBaHHS I'YYHOCTI Ta MMay3y BIATBOpeHHS (puc. 2.1).

Mipcucrema
IHTepdpeiicy

 provides data provides data |

calls playback

Migcucrema
rpaBus

Migcucrema
TpaBus

Mipcucrema
MiHi-rpy

calls playback
calls playback

configures -
>
>

calls playback

~ calls playback | calls playback | calls playback

IrpoBwii CBIT

Pucynox 2.1 — 3aranpHa apxiTeKTypa ayJJ1I0CUCTEMU TPU

OcHoBHi ¢yHKIiT AudioManager:
1. 3aBaHTaXEHHS Ta KEITyBaHHS ay110(aililiB AJ1sl IBUIKOTO IOCTYIY;
2. BIATBOpPEHHS KOPOTKUX 3BYKOBHX edekTiB (SFX) Ta (poHOBOro My3uyHOro
CYTIPOBO/Y;
3. peryoBaHHs TyYHOCTI JUIsS PI3HUX THUIIIB 3BYKIB (My3HKa, €EKTH, roJI0c);
4. miaTpUMKa ~ OJHOYACHOTO  BIATBOPEHHS  KUIBKOX  ayJiojkepen 13
IPIOPUTETU3ALIIEIO;

5. peauizailis ay3u Ta BIIHOBIIEHHS 3BYKY IPHU NIEPeXoJaX MK CIIEHAMHU.
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Lle#t moaynb peanizoBaHuil sk CIHTATOH (Singleton), 1o rapanTye iCHyBaHHS
€IMHOTO €K3eMIUIsipa MEHEKepa IMPOTArOM >KHUTTEBOTO LUKIY TIpu. Buxmmk

MetoaiB AudioManager 3A1iCHIOETBCS Yepe3 CTaTUUYHUM 1HTEpdEHC, 10 CIPOIIyE

IHTETpalliio 3 IHIIUMH MOTYJISIMH.
[[fo6 Hao4YHO MPENCTABUTU AapXITEKTypy B3a€EMOJIi ayJiOMOJIYJIB B

iHTepdeiici Ta OCHOBHIH rpi, HUXKYe Togano UML-niarpaMy kiacis, sika BijoOpaxkae

KJIFOYOB1 KOMITOHEHTH Ta 3B’ SI3KM MK HUMHU (puc. 2.2).

-AudioSource audioSource

+AudioClip hoverSound
+AudioClip clickSound
AudioSettingsUl

+0OnPointerEnter({)

+0nPointerClick ~ -AudioM: audioManag
1 | configures -slider musicSlider

l -slider sfxSlider
PlayerWhistle
AudioManager

-A udiFISO!HOe audio SI.JIJ rce calls +InitializeUI()

+AudioClip[] weakWhistSounds PR »| +static instance le— +0OnMusicVolumeChanged|float value)

+AudioClip[] mediuWhistleSounds |-~ ' -AudioSource musicSource calls +0nSFXVolumeChanged(float value)

+AudioClip[] strongWhistle Sounds -AudioSource sfxSource +0nSFXVolumeChanged|(float value)

- whistleLevel int +Save Settings()

J

+ PlayMusic(AudioClip clip) L
+ PlaySFX{AudioClip cli B
y SEX(A p clip) .

-PerformWhitle()
+SetVolume(string channel, float volume)
calls
AudioTriggerZone

QuestGiverinteraction -__| -AudioManager audioManager
+AudioClip zone Sound

-AudioSource audioSource L,
+Dialogue Step[] mainDialogue

Dialogue Step

+0nTriggerEnter2D(Collider2D other)
+0nTriggerExit2D{Colider2D other)

+string npcAnimationTrigger
+AudioClip dialogue Sound

contains +float duration
\ RandomizedAudio

-AudioManager audioManager

PlayerClimbing
— +AudioClip[] audioClips
+float mininterval

+float maxinterval

- RunDialogue(Dialogue Step[] dialogue)
-ShowDialogue Step(Dialogue Step step)

-PlayerMovement playerMovement | .
+AudioClip climbSound uses |

PlayerNovement

. DO »| +float speed
+0nClimSound() _bool canMove -PlayRandom Sound()

L.

" +IsFacingRight{) : bool
PlayerFootstepsWhith Surfaces oo »| +GetCanMove() : bool
' uses |

PlayerMovement playerMovement | A
+AudioSource footstepAudioSource

+PlayFootstep()

Pucynok 2.2 — UML-niarpama kiaciB ay1ioCUCTeMH TSl iHTepdeiicy Ta OCHOBHOL

I'pH.
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Jlana miarpama UTIOCTPY€E CTPYKTYPY OCHOBHHUX KJIAacCiB, MO OEPYTh y4acTh B
oprasizarii ayzio B rpi. 30kpeMa, moka3aHo eHTpaabHuil ki1ac AudioManager ta
noB’si3an1 3 HUM Moayini: UISoundPlayer, AudioSettingsUI, DialogueSoundPlayer,
AudioTriggerZone Tomio. BinoOpakeHO OCHOBHI METOAM, TMOJISI Ta 3B S3KH MIXK
KJIacaMH, BKJIFOYAIOYH arperaiiiro, Hacli{yBaHHS Ta BUKJIUKH.

2.2.2 Mopyni juist iHTerpaitii ayaio B inTepderic KopuctyBada

InTepdeiic kopuctyBaua (Ul) mae 3HaUHMI BIUIMB HA 3arajibHE BPaXKCHHS BiJ
TpU, TOMY 3BYKOBE OGOpPMJICHHS KHOIOK, MEHIO, CIIOBIIIICHb € Ba)IJIMBOIO
ckianoBoro. [ mmporo po3podieno moayns UlSoundPlayer, sikuit Bignosimae 3a
O3BYUYEHHs [ii KOpPHCTyBaya B MEHIO: HATHCKAaHb KHOIMOK, HAaBEIEHHS KypCopy,
BIJIKPUTTS/3aKPUTTS MTaHETEH.

Ocnosni Mmetoau UISoundPlayer BkimtouaroTs:

— PlayClickSound() — BinTBOpeHHSs 3ByKY HaTUCKAHHS;
— PlayHoverSound() — BinTBOpeHHsI 3ByKYy HaBEJECHHS;
— PlayTransitionSound() — 3Byk nepexoiy Mi MEHIO a00 BKJIaJKaMHU.

B3aemonist 3 AudioManager BigOyBa€eTbcsl yepe3 Iepenady BIIIOBLAHUX
kimouiB  ayaiokmimiB. Takum uymHoM, UlSoundPlayer He wicTuTh BilacHHX
ayJll0/1aHUX, a KEPY€ BUKIIFOUHO JIOTIKOIO BUKIIUKY BIATBOPEHHSI.

JJist HalaHHSI KOPUCTYBavy MOKJIMBOCTI HAJIAIITYBAHHS TYYHOCTI MY3UKH Ta
edekTiB cTBOpeHo okpemuii Moayib AudioSettingsUI. Ileit kommoHeHT peainizye
iHTepdeiic 13 moB3yHkamu (sliders), siki J03BOJISIIOTH B pealibHOMY 4Yacl peryJitoBaTH
piBEHb 3BYKY. 3HAUEHHS T'YYHOCTI 30€piraloThCsl y HaJAITYBaHHSAX KOPUCTyBayda
(PlayerPrefs) Ta mnepematorbesi g0 AudioManager, sKuii KOpUTYy€e TYUYHICTh
BIJIMOBIAHUX ay/110KaHAJIB.

Oyukuii AudioSettingsUI BKII0YaIOTh:

— iximiamizanis Ul-eneMeHTiB BIAMOBIIHO 0 30€peKeHUX HANAIITYBaHb;
— 00poOKa mo/ii 3MiHU 3HAYEHb MTOB3YHKIB;
— 30epe’KeHHs OHOBJICHUX MapaMeTPIB I'YYHOCTI;

— noBigomieHHs AudioManager npo 3MiHy TapaMeTpiB.
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2.2.3 Mopyi st CTBOPEHHS 3BYKOBOTO OTOUYEHHS

JlJist CTBOpEHHSI KUBOTO Ta aTMOC(EpPHOTO 3BY4YaHHS IFPOBOTO CBITY OYyJ0
pO3p00JICHO ABa KIIIOYOBI IMJIXOH, IO MPAIOIOTh Y TaHAEMI: CTaTUYHI 3BYKOBI
30HU Ta AMHAMIYHI paHI0MI130BaH1 e(peKTH.

AudioTriggerZone — craTuyHi 3BYKOB1 30HHU.

[leit Mmoaynb peanizoBaHuM sk KOMIOHEHT Unity, 1110 0a€ThCs 70 00’ €KTIB
CUEHHU, SKI BH3HAYyalOTh IIE€BHI 3BYKOBI 00JacTi (Hampukiaa, Jic, KIMHaTa
TYPTOXKHUTKY, Kopuaop). Komu rpaBers 3axoAauTh y TaKy 30HY, TPUTEP AKTHUBYE
BiZITBOPEHHS MOCTIHOTO (DOHOBOTO 3BYKY (ambience), 110 3a/1a€ 3arajJlbHAN HACTPIN
JIOKaItii.

Jlorika po6otu: BukopuctoBye konaitnepu ta Tpurepu Unity aiisi BUSBICHHS
BXOJly Ta Buxony rpasig. [Ipu Bxoml BiH Bukimkae AudioManager ajisi 3amycky
BIJIMOBITHOTO ay/110, a MpY BUXO/I1 3a0e31euye MmIaBHe HOro 3aracaHHsl.

RandomizedAudio — nunamiuni atMochepHi eheKTH.

Jlns mornu6ieHHst atMocdepu Ta yHUKHEHHSI MOHOTOHHOCTI, 1IT0 BUHUKAE BiJT
MOCTIHHO TMOBTOPIOBAHOTO ()OHOBOTO 3BYKY, OYB pO3poOJieHUil MOAYJb
RandomizedAudio. Moro mera — BiITBOpIOBaTH BHIAmKOBi, KOPOTKi 3BYKOBi
e(eKTH (CKpHII IBEepeH, KPUK MITaxa) Yepe3 HEPEryJsipHi MPOMIKKHU Yacy.

Apxitektypa MoayJist: CKpUIIT MPaLIOe 3 MACUBOM ayAI10KIIMIB Ta 3aJaHUMHU
JacoBUMU 1HTepBanmamu. [licisi BIITBOpPEHHS OJHOTO BHUIAAKOBOTO 3BYKY BIH
BUYIKY€ BUIQJKOBUI MPOMIDKOK Yacy TMepes TUM, SIK BIITBOPUTH HACTymHUU. [J[s
JIOJIaHHST TIPUPOJHOCTI BIH TaK0X HE3HAYHO 3MIHIOE BHCOTY TOHY Ta TY4YHICTb
KOXKHOT'0 3BYKY, miaTpuMytoun edektu Fade In/Out aiist muraBHUX nepexo/iiB.

Kowmo6inaris AudioTriggerZone ta RandomizedAudio 103Bossie cTBOproBaTH
OaratopiBHEBE 3BYKOBE CEpEIOBMINE: MEPIIMM 3ajae 3arajdbHUNl TOH JIOKalii, a
JPYTUil HAMOBHIOE ii YHIKaIbHUMHU, Hellepea0auyBaHUMHU JAECTAISIMU, pOOJISUN CBIT
OUIBI YKUBUM Ta PEATICTUYHHUM.

Skio i MoayJl BIAMOBINAIOTH 3a MACMBHUM (DOHOBHM 3BYK, IO 3aJICKUTH
BiJl MICIIE3HAXO/DKCHHS TPaBIs, TO HACTYIMHUWA KOMIUIEKC MOIYJIIB peati3ye

AKTUBHUHN 3BYKOBHM CYIPOBIJ, IO TEHEPYETHhCS OE3MOCEPETHBO JisIMH CaMOTO
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nepcoHaxka. [IpoexTyBaHHS 1€l MACUCTEMH € TIPUKIAJIOM KOMAaHIHOI B3a€MOIII:
OCHOBHI MoxyJi pyxy, PlayerMovement ta PlayerClimbing, 6ymu po3poOieHi
IHIIMM YYaCHHMKOM KOMAaH/¥, a MOIM 3aBJIaHHSAM OyJIO IHTErpyBaTH B IIi T'OTOBI

KOMIIOHCHTH 3BYKOBY J'IOFiKy.

2.2.4 Mopyni B3aeMoIii TpaBIis 31 3ByKOBUM OTOUYCHHSM

Axmo AudioTriggerZone BiAmoBimae 3a macuBHUM (OHOBUN 3BYK, IO
3QJIEKUTh BiJl MICHE3HAXO/KEHHsSI TPaBIsl, TO HACTYMHUW KOMILUIEKC MOJYJIB
peanizye aKTUBHUI 3BYKOBUM CYIPOBIJ, SIKUN T€HEPYEThCS OE3MOCEePETHBO TiSIMU
caMoro mnepcoHaxa. [IpoekTyBaHHS IIi€i MIJICUCTEMU € SICKPAaBUM IMPHUKIAIOM
KOMaH/IHOT B3a€MO/I1i: OCHOBHI Moyl pyxy, PlayerMovement ta PlayerClimbing,
Oysu po3po0JieH] 1HIIMM YYaCHHMKOM KOMaH[IM, KMl peaii3yBaB y HUX (DI3UKY
NEpeMIlIEHHsT Ta JIOTIKY B3a€MOAIl 3 OTOYEHHAM. MoiM 3aBHaHHsIM Oyio
IHTETpyBaTH B LI TOTOBI KOMIIOHEHTH 3BYKOBY JIOTIKY, HE MOPYILIYIOUHU iX OCHOBHOI
(GYyHKII1I0HATBHOCTI.

PlayerMovement — ocHOBa /11 3BYKOBO{ JIOT1KH PyXY.

Ileit wmomynp, mo Kepye (I3UKOK TEpeMIllleHHsT IepcoHaxka, OyB
BUKOPUCTAHUN MHOIO SIK JIKEPEJIO JaHUX MPO MOTOYHUM CTaH TPaBls: YH PyXa€ThCS
BiH, B SIKOMY HaIlpsIMKY, Yd JJO3BOJICHO HOMY pyXaTuch B3araii. bymno iHTerpoBaHo
CUCTeMY, sIKa  JO3BOJIA€  IHIIUM  3BYKOBUM  MOAYJSIM, TakuM  SIK
PlayerFootstepsWithSurfaces, orpumyBatu 11 gaHi Jjs yXBajJ€HHsS PIILIEHHS MPO
BIJITBOPECHHS 3BYKY.

PlayerFootstepsWithSurfaces — inTerpamis AuHaMi4HOI CHUCTEMH 3BYKIB
KPOKIB.

Ileit Momymnb, po3poOJeHU MHOIO, BIAMOBIAAE 3a peaiCTUYHE O3BYUYCHHS
XOJB0H MepCOHaXA, afaNTyIOUHCh 10 MoBepXHi. Moro apxiTekrypa Ga3yeTbcst Ha
JTUHAMIYHOMY aHalli31 OTOYEHHs Ta TICHIM 1HTEerparlii 3 ICHy;OUMMH KOMITOHCHTaMMU:

— MexaHi3M BHM3HA4YCHHS TOBEPXHI BUKOPUCTOBYE CKPHUIT BUKOPHCTOBYE
Raycast, crnpsmoBanuii BHU3 Bij mo3ulii rpaBms. [Ipu 3iTKHEHHI NMpPOMEHS 3

MOBEPXHEIO BIH 3UUTYeE ii Ter (Hanpukiaa, « Woody», «Carpet», «Tiley).
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— CrpykTypa JaHuxX I 3BYKIB, B SKIA MJISI KOXXHOIO THUIY MOBEPXHI
nependadeHo okpemuid Habip aymiokiimiB. Ile peamizoBano uepe3 MacuB 00'€KTiB,
JIe KOKeH O0'€KT TMOB'A3y€ TEr MOBEPXHI 3 BIAMOBIIHUMHU 3ByKaMHU JIJIsl 3BUUAWHOT
X0/1bOM Ta XOJBOU y MPUCS/II.

— IHTErparis 3 aHIMAIIEO € KIIOYOBHM €TalloM MO€ET poOOTH cTasia MpHUB'sI3Ka
BIITBOPEHHS 3BYKY 10 BJKE€ ICHYIOUMX aHIMaIliil uepe3 nojgaBanHs Animation Events
Oe3nocepeIHbO B aHIMaIlIHI KIiK X0Ap0u. [{e rapanTye ij1eaqbHy CHHXPOHI3AIIII0
3BYKY 3 MOMEHTOM, KOJIM HOTa IIEPCOHAXKa BI3yaJIbHO TOPKAETHCS 3EMIII.

PlayerClimbing — 03By4eHHS! BEpTHUKaIbHOI B3a€EMO/II1.

AHAQJIOTIYHO J0 TMONEPEeIHbOr0 MOAYJsA, OyJlIO I1HTErPOBAHO 3BYKOBUU
cynpoBiz A0 Bxke roroBoro ckpunty PlayerClimbing. Jlorika BUsiBIEeHHs NEepeIKo.
yepe3 Raycast Bxke Oyna peanizoBaHa, TOMY B SIKOCTI BUKOHABYOTO 3aBJaHHS OyJio
J0JaTH BIATBOPEHHS 3BYKY KapaOkaHHS. [l 1poro Takok OyJ0 BHUKOPHCTaHO
Animation Event B animariii Climb, 63 BTpy4aHHs B OCHOBHY JIOTIKY ITEPEMIIIICHHS.

Takuii miaxing, e 3ByKOBa CHCTEMa IHTETPYETHCS B TOTOBI MOJIYJI PyXY,
JTIO3BOJIMB YITKO PO3LIUTH BIAMOBIIAIBHICTE MK pO3pOOHHUKAMHU. X0Ya 111 MOTYJI1
HE BUKOPUCTOBYIOTH TriggerZone y KIaCUMYHOMY PO3YMiHHI, iX MEXaHI3M MOXHa
pO3IIIsIIaTh SIK CHUCTEMY MIKpOTpurepiB, jae Raycast Ta aHimamiiHi mofii
BUCTYTAOTh TOYUKOBUMHU TPUTEPAMHU, IO aKTUBYIOTh 3BYKOBY JIOTiKY, CTBOPIOIOUH
MIMOOKO 1HTEPAKTUBHE 3BYKOBE CEPEIOBUILIC.

2.2.5 InTerpaiiist 3ByKy B IHTEPAKTHUBHI I'pOB1 MEXaHIKH

OxkpiM 6a30B0Oi B3a€EMO/I1i 3 OTOYEHHSIM, T'pa MICTUTh YHIKAIbHI MEXAHIKH, SIK1
notpeOyBanu creurdigHoro 3sBykoBoro cynposoay. Moayni QuestGiverlnteraction
ta PlayerWhistle, mo peanizyroTh J0OriKy KBECTIB Ta MPUBEPHEHHS YBaru BOPOTiB,
OyJsii po3poOJieH1 IHIIUM YYaCHUKOM KoMaHAu. MoiM 3aBaHHsIM OyJi0 IHTeTpyBaTH
B HUX 3BYKOBHH TIap, IO MiJICHUIIIOE€ EMOIIIHHUN BIATYK Ta 1HOOPMATUBHICTD IHX
CHCTEM.

QuestGiverlnteraction — 03By4YeHHS A1aJIOTOBUX PEILTIK.
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[ett Moysib Kepy€e CKIATHOIO JIOTIKOIO B3aeMozii 3 NPC, mepeBipkoro yMOB
BUKOHAHHS KBECTY Ta BUJA4er0 Haropo . Jjist mo)KBaBlIeHHS J11ajioriB OyJI0 10aHO
JI0 HUX CUCTEMY O3BYUEHHS OKPEMHUX PEILIIK.

— Crpykrypa DialogueStep, B sikiii Oys0 pO3MIMPEHO ICHYIOUY CTPYKTYpPY
JIAaHUX, SIKa OMUCY€E KOXKEH KPOK Jiajory, Aojaasiu a0 Hei nmosie tuny AudioClip. Le
JI03BOJIMJIO MPU3HAYATH YHIKQIBHHUMA 3BYK JUISI KOXKHOI PEIUTiKK Oe3MocepeiHho B
iHcnektopi Unity.

— Jlorika BIATBOPEHHS Y METO/I1, III0 BIATOBIAE 32 BIAOOPaXKEHHSI J11aJIOTOBOTO
BIKHA, SIKa MEpEeBIps€ HAABHICTH ayIIOKIIIY AJIS MOTOYHOI'O KPOKY 1, SIKILO BIH €,
BiATBOpIoe Horo uepe3 AudioSource, mo Hanexutb NPC. Lle ctBoproe edext
«pO3MOBHOI MOBH», /i€ KOXKHa PeIlIiKa CYMPOBOKYETHCSI KOPOTKMM 3BYKOBHUM
e(eKToM, 0 pOOUTH Aianory OLIBII KUBUMH Ta JHHAMIYHUMH.

PlayerWhistle — 3BykoBwHii cynpoBif jIs1 CHCTEMHU MPUBEPHEHHS YBaru.

Monynb CBUCTY J03BOJISIE TPABIEBI CTBOPIOBATH 3BYK PI3HOI CHUIIH, 1100
pPUBEPHYTH yBary BoporiB. OCHOBHa MeXaHika (BHOIp CHJIM CBUCTY Ta BU3HAYCHHS
paniycy naii) Bxke Oyna peanizoBaHa. Mosi IHTerpailis mojsraja B J0/JaBaHHI
3BYKOBOT'0 OpOpMJICHHS, iK€ O BIAMOBIAAIO OOpaHii CHJIL.

— Judepenuiaiis 3ByKiB 3a cuiioro: gojae Tpu okpemi macuBu AudioClip st
c1abKoro, CepeHbOr0 Ta CUJIIBHOTO CBUCTY. lle m03BoNIMIIO MpU3HAYUTH PI3HI
Ha0OpH 3BYKIB JJIsl KOKHOT'O PIBHS CHJIH.

— Bunaakose BiaTBopeHHs: [Ipu miaTBEepaXKeHHI CBUCTY MOsI JIOTiKa OOHpae
BIJIMTOBITHUM MacHuB 3BYKIB 3aJIEKHO BiJl oOpaHoro rpasuem piBHs (whistleLevel) 1
BIATBOPIOE 3 HBOro BUNaAkoBui kimin. lle momae BapiaTMBHOCTI Ta 3amoOirae
MOHOTOHHOCTI.

— Interpamiss 3 AudioSource: 3a0e3meuye, MO0 CKPUNT KOPEKTHO
BUKOpUCTOBYBaB AudioSource, NpUKPIMJIEHUIA A0 TPaBLsl, AJi1 BIITBOPEHHS 3BYKY

CBUCTY, III0 CTBOPIOE MPABWIIbHE MMPOCTOPOBE MO3UITIIOBAHHS 3BYKY.
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2.2.6 Tlincucrema puTMIYHOT MIiHITpH

Oxpemuii 1 HAUOUTBIN CKITATHUI KOMIIJIEKC CTAaHOBUTH ITIICUCTEMa PUTMIYHOT
MIHITPH, 110 € YaCTUHOIO IIPOBOTo TIporiecy. BoHa peanidye iHTepaKTUBHUN ay110-
BI3yaJIbHUM JTOCBIJ, /i€ TPABEIb B3AEMOJIIE 3 HOTAMHU Y PUTM1 MY3UKH.

[TizcucTema BKIIIOUYAE TaKi KJIFOUOB1 MOJTYI:

1. StageData — 30epirae mapamMeTpy TIOTOYHOTO PIBHs, TaWMIHTH HOT,
TPUBAIICTH KOMITO3UIIIi;

2. NoteSpawner — BiIIIOB1J1a€ 3a JUHAMIYHE CTBOPEHHS HOT Ha CIIEH1 3T1JIHO 13
3aJIaHAM PUTMOM;

3. Note — kimac, IO TpeaCTaBise OKPEMY HOTY, BKIIOYA€ JIOTIKY pyXy Ta
NePeBIPKU MONaJaHHS;

4. Notelnput — 06po0OJisie HATUCKAHHS TPaBIs Ta IMOPIBHIOE Yac HATUCKAHHSA 13
4acoM IOSIBH HOTH;

5. HitZoneFeedback — Bi3yanmbHa Ta 3ByKOBa peakilis Ha IomajgaHHs abo
npomax, 3a0e3nevyye 3BOPOTHUH 3B S30K;

6. HealthDisplay — BimoOpaxkae cTaH 3740pOB’S TpaBls y MIHITP], SKHUM
3MEHIITY€ThCS TTPH MTPOMaxax.

[{a cucTeMa mpairoe 3a MPUHLIKUIIOM CUHXPOHI3allil ayAlo Ta BXIIHUX MOJIN
KOPHUCTYBaya 3 BUCOKOK TOYHICTIO, BUKOPUCTOBYIOUM BHYTpIlIHIN Taiimep Unity
(Time.deltaTime) ays KOpekTHOTO BiJIIKYy yacy. KoxeH MOAynb peani3oBaHO SK
okpemuii kommoHeHT i3 uiTkuMm API, mo nosBomse merko moaudikyBatu adbo
po3IMpIOBaTh (HyHKITIOHAT.

Jlisi HAaoyHOCTI Ha PHUCYHKY Hipkue nogaHo UML-miarpamy kimaciB, sika
BiJIoOpaXkae apxiTEKTypy HIJCUCTEMH PUTMIYHOI MIHITPH, BKJIIOYAIOYM OCHOBHI

KJIaCH, 1X IOJIsI, METOAM Ta 3B’SI3KK MK HUMH (puc. 2.3).
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HitZoneFeedback

-feedback Sprites: Sprite[]
-spriteRenderer: SpriteRenderer

StageData
agena HealhDisplay

-notes: List<Notelnfo=

-bpm: float -hearts: Image[ ]

<y -health: int

+ ShowHit (type: HitResult) : : void

| + GetNoteTimil : : List<float=
.+ etNoteTimings() : : List<floa ‘ ‘ +SetHealth(value: int) : : void .

+ Animateloss( ) : : void

L s

-tipe: NoteType
-hitZone: Collider2D
-speed: float

use

+ Move() : : void
- + CheckHit() : : void
composition +0nMiss() : : void

Note Spawner

-stageData: StageData
-notePrefab: GameObject -keyBindings: Dictioanary<NoteType,
-spawnPoints: Transform[] KeyCode=

-timeOffeset: float - activeNotes: List<Note>

+StarStage() : : void . +Update( ) : : void
+SpawnNotes() : : void +Checkinput{noteType: NoteType) : : void

S

J

Pucynok 2.3 — UML-aiarpama kiaciB OiICUCTEMU PUTMIYHOI MIHITPH

2.2.7 B3aeMois Ta 3a1€KHOCT1 MOJTYJIiB
Vi BuIIe3a3HauEH1 MOJTYJII MPALIOIOTh Y €MHINA apXITEKTYPHIN CTPYKTYpi 3
BU3HAYCHUMHU 3aJIC)KHOCTSIMH:
— AudioManager € 1EHTpaJlbHUM KOMIIOHEHTOM, 4Yepe3 SIKUH Bi0yBa€ThCs
B3a€EMOJIIS 3 yciMa ayIioelIeMeHTaMu;
— Ul-monymi  (UISoundPlayer,  AudioSettingsUI)  3BepratoTbcsi 110
AudioManager 1151 KepyBaHHS 3ByKaMu 1HTepQeicy;
— 3BykoBi Tpurepu (AudioTriggerZone) ta DialogueSoundPlayer iHiliro0Th
BIJITBOPEHHS ayaio uepe3 AudioManager BiJIIIOBIAHO JI0 ITPOBUX MOJIIH;
[lincucrtema pUTMIYHOI MIHITPU Ma€ BJACHI CIELiai30BaHI MOy, SKi
KOOPJMHYIOThCSI MK cO0010, aje MpH [IbOMY BUKOPUCTOBYIOTh AudioManager nmst
BIITBOPEHHS ay/I10 Ta €()eKTiB.
Buxopucranns ditkux iHTepdeiiciB Ta abcTpakiiii y KOIi J03BOJISE
HIATPUMYBATH cla0Ke 3B A3yBaHHS MK KOMIIOHEHTAMH, [0 3HAYHO IIJABHUIILYE

HAJIUHICTh CUCTEMM Ta TOJIETIIyE MOAaNblly MIATpUMKY. Hampuxman, 3miHa
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aynioopmaty abo 3amiHa KOHKPETHOTO 3BYKOBOTO (pailiry moTpedye MiHIMaTbHUX

3MiH y Kol (Tabm. 2.1).

Tabmuusg 2.1 — Onuc 0OCHOBHUX MPOrPaMHUX MOYJIIB ayJ10CUCTEMHU

1HTEerparlis 3ByKy B

iajoru

Hazsa momyns [Tpu3HaueHHs KirouoBi pyHKIii
1 2 3

AudioManager LenTpanpHuit 3aBaHTa)KE€HHS ay[10, BIITBOPEHHS MY3UKHU Ta
MEHEeJDKep ayaio, e(eKTiB, KepyBaHHS T'YYHICTIO, CIHIJITOH
KOHTPOJIb T'YYHOCTI1
Ta BIATBOPEHHS

UISoundPlayer O3ByueHHs Iiit BinTBopeHHS 3BYKiB HATHCKaHb, HABEJICHb,
kopuctyBaya B Ul | mepexoxis

AudioSettingsUI | InTepdetic PerymnroBanHs Ta 30€peeHHS PiBHS 3BYKY MY3UKH
HaJIallTyBaHb Ta e(eKTiB
TYYHOCTI

AudioTriggerZone | BinTBopenHus AKTUBYE€ 3BYKH IIPH BXOJI1/BUXO/1 IPpaBLis, IJIaBHE
3BYKIB y NEBHUX 3aracaHHs
IrPOBHX 30HAX

PlayerMovement | KepyBanus pyxom | Peanizanis gisuxu pyxy, HaJaHHS JaHUX [P0 CTaH
rpaBiis (OCHOBa IpaBLs 1715 3BYKOBUX MOJTYJIIB
JUISL IHTerparii
3BYKY)

PlayerFootsteps- | Junamiune Busnauenns noBepxHi uepe3 Raycast, inTerparis

WithSurfaces O3BYUYEHHS KPOKIB | 3BYKIB B aHIMalio yepe3 Animation Events
TpaBIIs 3aJIEKHO
BiJl TOBEPXHI

PlayerClimbing [nTerpanis 3ByKy Buxopuctanss icHyrouoi noriku Raycast mis
TS 11T KapaOKaHHS | TIEPEIIKo I, CAHXPOHI3AIliS 3BYKY 3 aHIMAIIi€0
0 CTiHAX

QuestGiver- KepyBanns [pus'a3ka AudioClip 10 KOKHOI PeTuTiKH,

Interaction KBECTaMH Ta BIZITBOPEHHS 3BYKY CHHXPOHHO 3 TEKCTOM
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[TponorxxenHs Tabmuii 2.1

CTaHy 3710pOB’s

TpaBIsl y MIiHITPI

1 2 3

QuestGiver- KepyBanus [Ipus'a3ka AudioClip 10 KOKHOI perutikH,

Interaction KBECTaMH Ta BIZITBOPEHHS 3BYKY CHHXPOHHO 3 TEKCTOM
1HTerpallis 3ByKy B
iajioru

PlayerWhistle Mexanika BinTBopeHHs pi3HUX 3BYKIB 3aJI€KHO BiJ 00paHol
MIPUBEPHEHHS CWJIM CBUCTY (ClaOKHii, cepeHii, CUIbHUIN)
yBaru Ta ii
3BYKOBHH CyTPOBiJ

StageData 30epiraHHs TalMiHTH HOT, TApaMeTPH PiBHS
napameTpiB
PUTMIYHOI MIiHITPH

NoteSpawner CrtBopeHHs HOTY | /IlMHaMi4HMIA CITaBH HOT 32 TAMMIHTOM
PUTMIYHINA MIHITP1

Note Jlorika pyxy Ta Pyx HOTH, IepeBipKa momnaaHHs
00poOKH HOT

Notelnput OO6pobxka BBeeHHs | [lopiBHSIHHA Yacy HaTUCKaHHS 3 TAliMIHTOM HOTH
rpaBLs

HitZoneFeedback | Bizyanbna Ta BinoOpaxeHHs eeKTiB 3BOPOTHOTO 3B’ SI3KY
3BYKOBA PEaKIis
Ha
TIOTIaTaHHS/TIPOMax

HealthDisplay BinoOpaxenns Bisyamizarist 310poB’si, 3SMEHIIICHHSI TIPU ITpOMaxax

2.3 MareMaTuyHe Ta alrOPpUTMIYHE 3a0€3TMCUCHHS

VY cydacHMX IHTEpPaKTHMBHHUX Irpax ayAaloCHUCTeMa BIJIIrpa€ BaXKJIMBY POJb Y

dbopmyBaHHI

atMocdepu,

MOKpaIleHHI

IrpOBOr0  JOCBIAy Ta MiJABUIIEHHI

3aJIy4eHOCTI rpaBlsd. B 0CHOBI SIKICHOTO ayaioCynpOBOY JIEKUTh HU3KA CKIaJHUX

QITOPUTMIB Ta MAaTEMAaTUYHUX MOJIEINIEH, sIKi 3a0e3MeUy0Th TOYHY CUHXPOHI3AIIII0
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3BYKOBUX TIOMINA 13 JIIMA KOpPUCTyBada Ta irpoBuM mporecoMm. Came 3aBAsKd
pETENbHO OMpalbOBAHUM AJITOPUTMIYHUM DINICHHSIM ayJiOCHCTeMa MOXKe
e(eKTUBHO pearyBaTh Ha BBEJEHHS TpaBls, AUHAMIYHO 3MIHIOBATH TYYHICTH,
MIKIIIYBaTH Pi3HI ayAloKaHaIM 1 3a0e3MevyBaTy IJIaBHE BIJITBOPEHHS MY3UKH Ta
3BYKOBHX €()EKTiB.

Marematuka B aymioCUCTEMi BUKOPHCTOBYEThCS HE JIUIIE IS PO3PaXyHKY
Jyacy TMOSIBU 3BYKOBUX €JIEMEHTIB, a W JUIsl KOPEKIii 3BYKYy 3 ypaxyBaHHSIM
0COOIMBOCTEH JTIOJCHKOTO CIIyXY, 3a0€3MeUeHHs aJIeKBaTHOI OOPOOKH CUTHAIIIB Ta
ontuMizamii pecypciB. IHTepakTuBHa 00pOOKa 3BYKYy B Irpax BHMAara€ BHCOKOI
TOYHOCTI BIIJTIIKY 4acy Ta MIBUIKOCTI pearyBaHHs Ha MO/Iii, 10 BUHUKAIOTH i1 9ac
rpu. Lle mocsAraerbcs 3aBASKM BUKOPUCTAHHIO BHYTPIIIHBOIO TaiiMepa IrpoBOTO
pyuiis (3okpema, Time.deltaTime B Unity), a Takox MaTeMaTHYHUM MOZEIISIM, IO
BHU3HAYAIOTh ITPaBUIIa B3a€EMOJIT MK KOMIIOHEHTAMH ay[1I0CHCTEMH.

Y upoMy po3auil  JETalbHO PO3MVISIHYTO KJIIOYOBI aJTOPUTMIYHI Ta
MaTeMaTU4H1 aClIeKTH, 110 JIeKaTh B OCHOBI peaizallii ayJloCUCTEeMH Halllol TpH.

3okpema, Oye OMMCcCaHO METOAM CHHXPOHI3AIll HOT 13 MY3UYHHM PUTMOM,
00poOKy BBEJIEHHA KOPHUCTyBaya B PUTMIYHIA MIHITPl, aJITOPUTMU 3MIHU MO3UIT
HOT, PO3paxyHOK 370POB’S TPaBIIs, @ TAKOK MaTeMAaTUYH] MPUHIIUIHN PEryTIOBaHHS
T'YYHOCTI 3BYKY 3a gonomororo AudioMixer. Lli enementu GpopmyroTs QpyHIaMeHT,

Ha SIKOMY 0a3y€eThCsl SIKICHUM ayA10CyIPOBiI Ta IHTEPAKTUBHICTH TPH.

2.3.1 MaremaTtu4Hi acnieKTH HajamTyBaHHs 3ByKy B Unity

B cydacHux irpax sKiCTh 3ByKOBOTO CYIPOBOJY € HAJI3BUYANHO BAKIMBOIO
CKJIQJIOBOIO 3arajbHOTO BpaxkeHHs. JIJIsi mboro mOTpiOHO HE JIHINNE MPABHIBHO
migiopaTu ayAlOKOHTEHT, a i 3a0€3MeUNTH KOPEKTHE MaTEeMaTUYHE OINpaIfOBaHHS
3BYKOBUX IMapaMeTpPiB, TaKUX SK TY4YHICTh, OajlaHC, MPOCTOPOBE MO3UIIIFOBAHHS
tomo. Unity Hamae MOTYyXHI 1HCTPYMEHTH IJsi poOOTH 31 3BYKOM, Cepell SIKHX
KJIIOYOBY poJib Bigirpae AudioMixer — KOMIIOHEHT JUIsl MIKIIYBaHHS KUIBKOX

ayaioJKepen 13 MOXKIIUBICTIO THYYKOT'O KEPYBaHHS T'YYHICTIO Ta epeKTaMHu.
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2.3.1.1 OcHoBHU poOOTH 3 TYYHICTIO: JIiHI/HA Ta JIorapu(MidHA IIKAIA

B irpax 1 aymioinxkeHepii ry4HICTh 3BYKY 4acTo 3a7aeThes y aenudenax (dB),
110 € jjorapudmiynoro mkanoro [11]. Lle mosicHioeTbest 0COOMMBOCTIIMU CIIPUNHATTS
JIOJICBKUM CITyXOM: Hallla 3[JaTHICTh PO3PI3HATH 3MIHU T'YYHOCTI HE € JIIHIMHOIO, a
HAOIMKAETHCS J10 JIorapu(@MIYHOT 3a1€KHOCTI.

['yuHicTh, BUMIpsiHA B JeinOenax, 00UUCIIOEThCS 3a (HOPMYIIOH0:

L =20 logo(;)), (2.1)
0

ne L — piBeHb 3ByKy B aeuuOenax, p — BUMIpsSHa aMIUIITY/1a 3ByKOBOT XBUII,

Po — ONOpHA aMILTITy1a (TIOPIr YyTHOCT1).

s g poBoi 06podku B Unity TydHICTb MOJAETHCS Y BUTIISAAI 3HAUCHHS B
mianmazoni Bigx O go 1 (miHiiHA mmIKama), aje y BHYTPINIHIX HaJallITyBaHHSIX
AudioMixer BoHa KOHBEpPTY€TbCA y AelMOEIH il KOPEKTHOTO PperyiroBaHHs
3BYKY.

2.3.1.2 O6pobxka ryunocti uepe3 AudioMixer 1 hopMyH IEpPEeTBOPEHHS

Unity AudioMixer 103Bosie 3a1aTH TYUHICTh ayAlOKaHAy y Jenuoenax, /e
0 dB — me BuxigHa ry4HICTh 0€3 OciiabJieHHs, a HETaTUBHI 3HAYEHHSI 03HAYAIOTh
3MEHIIeHHS Ty4HOCTi. JIyiss KoHBepraiii 3 JIHIMHOrO 3HA4YeHHS (HAMPUKIA],

noB3yHKa ryqrocti Bij 0 10 1) y aerubenu BUKOpUCTOBY€eThCs hopmyia [12]:
Volumedgg = 20 - log;o(Volumeyjpear) (2.2)

Opnnak, ockuibku log,o(0) He Bu3HaueHu#, anga 3HadeHHs (0 3a3BUYAA
3a/1al0Th MIHIMaJILHUH TIOpir, Hanpukiaa — 80dB, 110 ekBiBaJIGHTHO Maike MOBHIN
tuiii. B Unity e peanizoBaHo Tak, o0 HE BUHUKAJIO apTe(akTiB MPU MOBHOMY

BUMHKAHHI 3BYKY.
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3BOpOTHA KOHBEPTAILIis 3 IeUOENIB y JiHITHE 3HAaYCHHS] BUKOPUCTOBYETHCH,
KOJIM HEOOX1JIHO BCTAaHOBUTH TYYHICTh MOB3YHKa, 0a3ylOuuMcCh Ha BHYTPIIIHbOMY

3HaueHHl AudioMixer:

Volumegg

Volumejjpear = 10 -

(2.3)

i mepeTBOpEHHS JAIOTh 3MOT'Y IJIABHO PETYJIOBATU T'yUHICTh 3 ypaXyBaHHSIM
(b131070TIYHUX OCOOIMBOCTEH CIIPUIHSATTS 3BYKY.

2.3.1.3 Ilpuniunu HopMai3allli 3ByKy, afanTallis 10 JIOJCHKOTO CIyXy

KpiM koHBepralii I'y4yHOCTI, BaKJIMBO BPAaxOBYBAaTH, IO JIIOJCBKUI CITyX
Yy TJIMBUI 0 PI3HUX YacCTOT Mo-pizHOMY. Hanpukian, cepenni yactotu (mpuliamu3Ho
2-5 k') cnpuiiMaroTbes SIK OUTBII Ty4YHI MPH Ti camiil aMIUTITYyAl TOPIBHSHO 3
Iy’K€ HU3bKMUMHU a00 Jy>K€ BUCOKMMH YaCTOTaMHU.

Jliist kopexkinii 1mi€i 0coOIMBOCTI B ayAl0CHUCTEMaX BUKOPHCTOBYIOTHCS Pi3HI
binpTpH, a Takoxk crangaptu ryunocti, Taki sk LUFS (Loudness Units relative to
Full Scale), mo 103B0s10Th HOpMaITi3yBaTH 3arajbHUN PIBEHb T'YYHOCTI 3BYKY B
Irpax 1 YHUKHYTH PariTOBUX TEpenaiB.

V¥ Unity AudioMixer MOKHa 3aCTOCOBYBAaTH P13HOMAaHITHI €(peKTu 1 QLIBTPH,
HalpUKIaJ], eKBaJal3epu, KOMIIPECOPH, sKi 0a3ylOThCid Ha  CKIQIHHUX
MaTeMaTUYHUX ajlroputMax uppoBoi o0podku curHaiiB (DSP). i anroputmu
MPAIiOITh Y peaTbHOMY 4Yaci, KOPUTYIOYH ayIIOTIOTOKH 3aJIKHO Bij 3aJaHUX

napameTpiB, 110 3a0e3neuye OUIbIN MPUPOTHE 3BYyUAHHS.

2.3.2 AAropuT™MHU AMHAMIYHOTO PETYIIOBAaHHS TYYHOCTI 1 MIKIITYBaHHS

B mporeci CTBOpeHHs SIKICHOTO ayIiOCyIpOBOAY B I'pl yXkKe BaXKJIIUBUM €
JTUHAMIYHE PETYJIOBAHHS TYYHOCTI JJIS CTBOPEHHS TPHUPOIHUX TMEPEXOIiB MiXK
3ByKaMy Ta YHUKHEHHS PI3KUX 3MiH, fKI MOXYTh MOpyIIyBaTu arMmocdepy ado
3aBaXkaTH KOpUCTyBauy. Takox edeKTUBHE MIKITYBaHHS ayaiOMOTOKIB J03BOJISIE
OJIHOYAaCHO KEpyBaTH JEKUIbKOMa 3BYKOBUMH JDKEpeIaMH, HalpUKIIad MY3UKOIO,

edexramu Ta roisocamu NPC.
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2.3.2.1 Aaropurmu maBaoro nepexoay ryqrocti (Fade In / Fade Out)

[MnaBuuii mepexin ry4dHocti (fade) € 6a30BOI0 TEXHIKOI [JIsi TUIABHOTO
YBIMKHEHHSI Y BUMKHEHHS 3BYKY. BoHa 7103BoJIsi€ TOCTYnOBO 301nbInyBaTH (fade
in) abo 3meHuryBaru (fade out) ry4HIiCTh ayIIOKJIIITY MPOTATOM 33JJaHOTO IIPOMIKKY
qacy.

OcHoBHa ifea peanmizaiii — 1e JiHidHe (a00 HeniHIAHE) 1HTEePIOIOBaHHS

3HAYEHHsI TYYHOCTI B1Jl TOYaTKOBOIO /10 KIHIIEBOTO:
t
V() = Vo + (V1 —Vp) X o (2.4)

ne V(t) — moTouyHe 3HAYEHHS TYYHOCTI Y MOMEHT uacy t, V, — modarkoBa
ryuHicTh (Hanpukiaz, 0 mpu fade in abo 1 npwm fade out), V; — xinnesa ry4sicTs (1
s fade in a6o 0 ms fade out), T — 3aranpHa TpUBaIiCTh TIepexoay, t — vac, 1o
MUHYB BiJl mo4atky nepexony, 0 <t < T.

VY Unity ne 4acto peanizyeTbCsi 4epe3 KOpUTYBaHHS mapamerpy volume y
AudioSource abo AudioMixer 3a 1OMOMOrol0 KOPYTHH 20O OHOBJIEHHSI Y METO1
Update(), ne Time.deltaTime rapaHTye IJIaBHICTh 3MiH HE3aJeKHO BiJl YaCTOTH
KaJIpiB.

KpiMm niHIHHOTO IHTEPHONIOBAHHS, JJIS OUIBII MPUPOJHOTO 3BYUYAHHS
BUKOPHUCTOBYIOTh KpHBI easing (HampukiIaa, KBajapathuHi abo KyOiuHi), IO
3MIHIOIOTh TEMI 3MIHH I'YYHOCTI, IMITYIOUH (PI3UYHI BIACTUBOCTI 3aTyXaHHS.

2.3.2.2 KepyBaHHs napamMeTpaMu 4Y€pe3 CKPUIITU

JUiss  TuHAMIYHOTO KEpyBaHHS 3BYKOBUMM napamerpamu B Unity
BUKOPUCTOBYIOTbCSI CKpUNTH Ha C#, sIKI MOXYTh PEryJllOBaTH TyYHICTh PI3HHUX
ay/ll0KaHaJIIB Y peaJlbHOMY Yaci.

Hanpukman, s TUIaBHOTO TMEPEXOAYy TYyYHOCTI BHUKOHYETHCS IOCTYITOBE
3MiHEeHHs BiacTuBOCTI volume AudioSource abo mnapamerpiB AudioMixer 3a
3a1aHOI0 (POPMYIIOIO.

CKpHNTH MOXYTh TAKOK BPaXOBYBAaTH ITPOBI MOJI1, TaKi 5K:

— 3MiHa CleHH (TIJIaBHA 3MiHA MY3UKH);
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— aKTUBallis crele(eKTiB;
— TOIIKO/XKEHHS MepCcoHa)xa (3MEHIIEHHS TYYHOCT1 MY3UKH M1 4ac 0010);
— HaJJAlITyBaHHS KOpHUCTyBaya (perynoBaHHsa rydyHocTi yepes Ul).

Take mporpamue yrpaBiiHHS 3a0€3Me4y€e THYYKICTh 1 I03BOJISIE CTBOPIOBATH
CKJIaJ[H1 3BYKOB1 KOMIIO3UIIii, SIK1 aIaNTYIOThCS M1 KOHTEKCT TPH.

3.3.2.3 Po3noain ayaionoTokKiB (My3uka, €(heKTH, ToJ0C)

JUIss 0lHOYacHOroO BIITBOPEHHS PI3HUX THUIMIB 3BYKIB y I'pl ayaiocucTeMa
peanidye MIKITYBaHHS — TIO€THAHHS JCKUIBKOX aymio/KEpesl B OJUH 3BYKOBHMA
MOTIK.

Y Unity mans mporo 3a3Buyail 3actocoByeThbesi AudioMixer 3 OKpeMUMHU
KaHaJlaMU:

— Music Channel — 1715t GOHOBOTO My3UYHOT'O CYITPOBO/LY;

— SFX Channel — nmst 3B8ykoBuX epeKkTiB (KPOKH, HATHCKAHHS KHOTIOK, BUOYXHU
TOLIO);

— Dialogue Channel — a1 03By4YeHHs IEPCOHAXKIB 1 J11aJIOT1B.

KoxeHn xaHan Mae BiIacH1 HaJIAIITYBaHHS TYYHOCTI, sIKI MOKHA PETyJIIOBaTU
OKpeMO K IporpamHo, Tak i yepe3 Ul.

Jis  mpaBWIBHOTO — OamaHCyBaHHS  3BYKY  BaXJIHMBO  BpPaxoOBYBaTH
IPIOPUTETHICTh MOTOKIB: HAIPUKJIIA, 1aJI0TH 3a3BUYail MalOTh BULLIUNA IPIOPUTET 1
MOXKYTh MPUIITYIIYBaTH MY3HKY a00 e(eKTH, 100 rpaBelb YITKO YyB PEILIIKH
EPCOHAXKIB.

Kpim Toro, AudioMixer m03BoJsie 3aCTOCOBYBaTH pi3HI  e€eKTH
(peBepOepalrito, KOMIIPECIO, €KBajai3ep) A0 OKPEMHUX KaHalliB, IO IIiJBHIIYE
SKICTh 3ByYaHHS.

3 TOYKHU 30py aJTOPUTMIB, MIKIITYBAaHHS PEATi3y€ThCs MUISIXOM CYMYyBaHHS
ayI0CUTHAIIB 13 BpaXyBaHHSM iX T'YYHOCTI Ta TAaHOpaMyBaHHS.

2.3.3 AropuT™M# PUTMIYHOT MIHITP

Putmiuna MiHIrpa € 1HTEPAKTUBHUM ayAi0-Bi3yaJIbHUM KOMITOHEHTOM, IO
noTpedye TOYHOrO MATEMaTUYHOTO Ta aJITOPUTMIYHOTO 3a0e3reueHHs s

CHHXPOHI3aIll1 3ByKOBUX TO1H 1 peakiiii Ha Jii KOpUCTyBaya.



48

2.3.3.1 Aaroput™ CHHXpOHI3aIlii HOT
OcHoBoto cuHxpoHi3ailii HOT € mapameTp BPM (beats per minute) — KiJIbKiCTb
ylIapiB y XBHJIWHY, 1110 33/1a€ TEMIT MYy3UKHU. /{151 TOYHOTO pO3MIIIEHHS HOT Yy 4Yaci

BUKOPHUCTOBYETHCS (hopMyIia:
noteTime = % X beatNumber + timeOffset, (2.5)

ne noteTime — yac mosiBU KOHKPETHOT HOTH B ceKyHIaX, BPM — temn My3uku,
beatNumber — nopsikoBuii HoMep 6OiTa (ynapy), timeOffset — mogaTkoBa Kopexiiis,
10 KOMIIEHCY€ 3aTPUMKH BIATBOPEHHS 200 arapaTH1 3aTPUMKH.

3HayenHs timeOffset Moxe OyTH HaJlallITOBaHE EKCIIEPUMEHTAIBHO IS

3a0e3neYeHHs] MaKCUMaJIbHOI TOYHOCT1 CUHXPOHI3allii.

2.3.3.2 O6pobOka BBEICHHS KOPUCTyBaya

JIJisi BU3HAYEHHS TOYHOCTI IOIAJAHHS 1O HOTI BHUKOPHUCTOBYETHCS KJac
Notelnput, sikuii pearye Ha HaTUCKAHHSI KJIaBill a00 KHOIIOK.

Komu kopucTyBad HaTHCKA€E KIaBilly, CUCTEMA MMOPIBHIOE Yac HATUCKAHHS 3
4acoM NOSIBY BIANOBIAHOTI HOTH noteTime. /{151 1bOro BUKOPUCTOBY€ETHCA IEPEBIPKA
NONaJaHHs y BU3HAYEHOMY 4acoBoMy BikHI (tolerance window), Hanpukiazn +0.15
CEKyH/IH.

Skmo pizHAI MDK 9acoMm HaTuckadHs 1 noteTimenoteTimenoteTime He
NEPEeBUIIy€E 1€ BIKHO, BBaXaeTbcd ycmimHuM mnomnaganHsM (hit), iHakme —
TpoMaxom (miss).

TaliMiHT 00pOOJIAE€ThCS Yepe3 BHYTPIIIHIN TaiimMep, mo O0a3zyeTbest Ha Unity
API — Time.deltaTime, skuii 3a0e3nedye TOYHUN BUIIIK Yacy MK Kajapamu 1
JI03BOJISIE KOPEKTHO CITIBCTABUTH PEATbHUIA Yac TPU 3 My3HYHUM PUTMOM.

2.3.3.3 3BOpOTHI# 3B’SI30K Ta BiOOpaKeHHs 3/10pPOB S

[Ticnst BU3HAaYEHHs pe3yJbTaTy MoMaJaHHs abo MpomMaxy CUCTeMa BUKOHYE
3BOpOTHIil 3B’ 130k — HitZoneFeedback, mo Bxitouae:

— BizyanspHi epextu (cranaxu, aHiMarlii);
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— BiaTBopeHHs crnenialbHUX 3BYKOBUX €(EKTIB;
— 3MiHHU cTany 1HTepdeicy (mmynbcailis, 3MIHa KOJIbOPY).
Boanouac BigOyBa€eTbCcsi OHOBJICHHS IOKa3HHMKAa 370pPOB’S TPaBLs uepes3
komroHeHT HealthDisplay, skuii BimoOpakae cTaH y BUIJISAl IIKadun abo
iHAuKaTopa. [lpu mpoMaxax 310poB’sl 3MEHIIYEThCS, a IPU YCIIIIHUX MONaJaHHIX

MOKE BIJHOBJIIOBATUCS a00 3aJIMIIATHUCS CTA0OIbHUM.

2.3.3.4 TaiiMiHTH 1 BHYTPIIITHINA TaliMep

Buxopucranns Time.deltaTime € xmrodoBuM Juisi peasnizailii KOpEeKTHOI
poOOTH MIHITPU, OCKIIIEKH JTO3BOJISIE BpaXOBYBATH Yac, 110 MUHYB MIXK KaJpamu, Ta
HIATPUMYBATH CHHXPOHHICTh pUTMY He3allexHO Bia yactotu kaapis (FPS).

[HTEepBanyu OHOBIEHHS MO3MIIH HOT, MEPEBIPKM HATHCKAHb Ta OHOBJICHHS
CTaHy 3710pOB’si 0a3yIOThCS Ha CyMi 4YaciB, 1110 HAKOMMMUYYIOThCS 3 KOKHOTO KaJpy,
10 FapaHTYy€E MIABHICTh aHIMaIlli 1 TOUHICTh aJITOPUTMIB.

Takum urHOM, MOEAHAHHS TOYHUX MAaTEeMATHIHUX (POPMYII IJIsT pO3PaXyYHKY
4Jacy HOT, BpaXyBaHHsI BBEJICHHS KOPUCTyBaya 3 YaCOBUMH BIKHAMU Ta JHHAMIYHO]
peakiii CHCTeMH dYepe3 3BOPOTHIH 3B’SI30K 3a0€3MedyloTh BUCOKUW pPIBEHb

IHTEPaKTUBHOCTI Ta IPUEMHHUI ITPOBUI JTOCBI/I.

BucHoBKH 10 po3iny

Y 1mpoMy po3nuii OyJio MPOBENCHO KOMIUICKCHUN aHajli3 Ta OMHUC MPOIEeCy
IPOEKTYBaHHS M peanizauii ayniocucreMu 2D-rpu B cepenoBuii Unity. Po3rusin
OXONUB SIK 3arajibHl acleKTH NpPeIMETHOI 00JacTi, Tak 1 MPaKkTUYHI TEXHIYH1
pilIeHHs, 1110 3a0€3MeUyI0Th TOBHOLIHHY 1HTErpalil0 My3UKH Ta 3BYKOBUX €(DEKTIB
y TEUMILIEN.

Ha erani anamizy mpeameTHoi o0iacti OyJio BU3HAYEHO BXIiJHI Ta BHUXITHI
JaHl CHUCTeMH, C(POpPMYyIIbOBAHO BHUMOTH 10 (PYHKI[IOHYBaHHS 3BYKY B MEXKax
IrpOBOTO cepenoBuilia. BpaxoBaHO 0COOIMBOCTI B3a€MOIIT 3 KOPUCTYBayeM, THIIH
ayiOKOHTEHTY ((hoHOBa My3HKa, 3BYKH JI1{, 11aJJOTH TOIIO) Ta TEXHIUYHI OOMEKEHHS

aTGopMHu.
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[IpoexTyBaHHS CHCTEMH OXOMWJIO AapXIiTeKTypy ayAiOMOJYJNiB, 30Kpema
poboTy aymiomeHemKepa, TpurepiB, 00pooku 3BykoBux noxaid y Ul, miagoroBmx
CUCTEM Ta PUTMIYHOI MIHIrpH. ONHMCAHO TPUHIMUNU TOOYAOBH MPOTPAMHUX
MOJYJIIB, @ TAKOX BI3yaJli30BAaHO iX B3a€MO3B’s3KU 3a jornomoroo UML-niarpam.
CdopMoBana cucTeMa € THYYKOIO, PO3MIMPIOBAHOID Ta MPHUAATHOIO JI0
MaciTabyBaHHS.

Y po3aini MaTeMaTMYHOTO Ta AJITOPUTMIYHOTO 3a0e3MedeHHs JAOKIaJTHO
PO3TIIIHYTO JIOTIKy OOpOOKHM dYacy, CHHXPOHI3aIii0 aymaio 3 MJisIMA TpaBIlf,
peanmizamiro pUTMIYHUX MexaHIK Ta BukopuctanHs Unity AudioMixer mns
JUHAMIYHOTO KEpyBaHHS TYYHICTIO. bByno TpoaeMOHCTpOBAHO 3aCTOCYBaHHS
JgorapuMiYHUX TEPETBOPEHb, MPHUHIUIIB IETEKI] 1HIYTY, KepyBaHHS CTaHAMU
HOT Ta IHTerpailio 3 rpadiyHuM iHTepdericoM KOpHUCTyBada. YCI Ii aIrOpUTMHU
JI03BOJIMJIA CTBOPUTHU THTYITMBHO 3pO3yMily, TEXHIYHO CTIHKY 3BYKOBY CHCTEMY,
sKa MIICUITIOE aTMocdepy Tpu.

3arajioM, po3/ia 3acBIUYE, 10 MPOEKTYBAHHS Ta peaizailis ayaioCUCTEMU
NOTPeOYIOTh  PETEIBLHOTO0  TEXHIYHOrO  MIAXOMAy, TOE€JAHAHHS 3HaHb 13
nporpamMyBaHHs, MaTEeMaTUKH, TeOpii 3BYyKy Ta reimauszaiiny. Pesynbratom e
(yHKL10HATIbHA, aIallTUBHA CUCTEMAa 3BYKOBOI'O CYIIPOBOJIY, SIKa BIIIrPA€ BAXKIIUBY

poib y (hopMyBaHHI IrpOBOTO JTOCBiAY.
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PO3JILI 3

I[TPOI'PAMHE TA TEXHIYHE 3AGE3IIEYEHHA

3.1 3acobu po3podku

Jist  peamizamii mpoekTy 3 po3poObku 2D — rpu 3 IHTETPOBAHOIO
ayal0CUCTEMOIO OYyJIM BUKOPUCTaHI Cy4acH1 MporpaMHi 3aco0u, sIKi 3a0e3MedyroTh
NOBHHM LIUKJI CTBOPEHHS TPH: BiJ PO3POOKM TeUMILICIO Ta CLIEHAPIiB 10 00poOKu
ay/lio Ta HanmucaHHs Koly. Hubkue HaBeleHO OCHOBHI 1HCTPYMEHTH, IO Oyin
3aIy4eH] B paMKaX MPOEKTY.

Unity (Bepcis 2022.3.18f1 LTS) — me mnomymspHe KpocmiaThopMeHe
cepeIoBHIIE PO3POOKH irop, sike 3abe3neuye 3pyuyHuid iHTepdeic 1 BI3yalbHOTO
KOMITOHYBaHHS CII€H, a TaKoK Mae BOyJ0BaHI 3aco0u poOOTH 3 ayiio, (i3uUKOIo,
animariiero Ta Ul. Came B Unity OyJio peasizoBaHO OCHOBHY JIOTIKY T'pH, Bi3yaJbHY
YacTUHY, a TAKOXX CHUCTEMH IHTerpamii 3BYKOBUX e(eKTiB Ta (OHOBOI MY3UKH.
Buxopucranass LTS (Long Term Support) Bepcii rapantye cTaOUIBHICTB 1
CYMICHICTb 13 IIUPOKUM CHEKTPOM MPUCTPOIB.

Visual Studio 2022 BukopucTOByBaJiaCch SIK OCHOBHE CEpEIOBHIIE s
HamucaHHs cleHapliiB Ha MoBi1 C#. 3aBasku riambOokiid iHterpanii 3 Unity, Visual
Studio 3abe3nedye edeKTUBHY POOOTY 3 aBTOJOIOBHEHHSM KOy, JeOariHrom, a
TaKOX JTO3BOJISIE 3pYYHO OPraHi30BYBaTH MPOEKTHY CTPYKTYPY CKPHUIITIB.

Audacity (Bepcist 3.7.3) — BUIbHUI peAaKTOp ay/Ii0, SIKAW 0yJI0 BUKOPUCTAHO
JUIS TIonepeIHL01 00pOoOKM 3BYKOBHX (haiiiiB: oOpi3KW, HOpMai3allii, 3HIKCHHS
IIyMy, eKBajii3allli Ta eKCnopTy B moTpioHoMy dopmarti. Lleit iHcTpyMEHT 103BOJIMB
aJanTyBaTH 3BYKOB1 €(DEKTH 1]l TEXHIYHI BUMOTH I'pu O€3 BTPATH SKOCTI.

BoscaCeoil — 1ie mpocra, ajie notyxHa nporpama Jjisi CTBOPEHHS YINTIOH-
MY3UKU. Y paMKax MPOEKTYy BOHA BUKOPUCTOBYBAJach JUIsi HAMMCaHHS (HOHOBHX
MENO/1N Ta My3UYHHUX BCTABOK y PETPO-CTUJIL, K1 MIJKPECIIOIOTh €CTETUKY I'PH Ta
JIOTIOBHIOIOTh HapaTUB. 3aBASKU BidyajdbHOMY iHTepdeiicy Ta miarpumii MIDI-

€KCIIOPTY, CTBOPEHI TPEKH JIETKO 1HTeTpytoThes B Unity.
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3aranom, oOpanmii Habip 3ac001B PO3POOKH JO3BOJIMB pealli3yBaTH BCl eTamu
CTBOPEHHS T'pH: MIPOrpaMyBaHHs, CTBOPEHHS ay/IIOKOHTEHTY, pe/laryBaHHs 3BYKIB,
HalMCaHHsA MY3UKH Ta TOBHOIIIHHY IHTErpalfif0 BCiX KOMIIOHEHTIB y IrpoBe
cepenoBuie. [HCTPYMEHTH B3a€EMOJIOTNIOBHIOIOTh OJHE OJIHOIO Ta CTBOPIOIOTH
edeKTUBHUN pPOOOYMI TMpolec, IO O03BOJIMB JOCSTTH TIOCTABJICHUX IIUICH

JTUTUIOMHOTO MPOEKTY.

3.2 BUMOrH 10 TEXHIYHOT'O Ta IPOrPaMHOI0 3a0€31eYeHHS

Po3pobka Ta 3anmyck 2D-rpu B KaHpI TPHUTOAHUIILKOTO KBECTY 3
IHTErPOBAHOIO 3BYKOBOIO CHCTEMOIO MOTPEOY€e HASIBHOCTI BIIMOBITHOTO TEXHIYHOTO
Ta MPOrPaMHOro 3a0e3MeUeHHs K Ha CTOPOHI KIHIIEBOIO KOPHCTyBaua, TaK 1 Ha
CTOpOH1 po3poOHKKa. OcoOIUBY yBary B MPOEKTI MPUILIICHO ay110CyTIPOBOY, SIKUM
BKJIFOYA€ JUHAMIYHI 3BYKOB1 €()eKTH, H1ajoroBi €JeMEHTH, (POHOBY MY3HUKY Ta
IHTEpaKTUBHY PUTMIYHY MiHIrpy. Lle Hakiiamae n0omaTkoBl BUMOTH 0 0OpOOKH
3BYKY Ta 3arajbHOi CTaOUIBHOCTI POOOTH ayI10CUCTEMH I/ 4YaC BUKOHAHHS TPHU.
OCKUIbKY OJHIEIO 3 3a7a4 MPOEKTY € ONTHUMI3alisd MiJ MAJIOMOTY>HI MPUCTPOL, Y
bOMY MIAPO3AUTI PO3TISJAIOTHCA MIHIMAJIbHI TEXHIYHI XapaKTEPUCTUKHU ISt
KOPHUCTYBaya Ta po3pOoOHHKA.

JIisi  KIHIIEBOTO KOpHUCTyBaua, SIKAHA 3allyCKae TPy, BCTAHOBJIEHO TakKi
MIHIMaJbHI TEXHIYHI XapaKTePUCTUKH, SKI TMIATBEP/KEHI TECTyBaHHSIM Ha
peaTbHUX MPUCTPOSIX:

— MpoLecop 13 JABOMA sJIpaMH Ta YOTHpMa MOTOKAMHU 3 0a30BOI0 TAKTOBOIO

gactoToro 2.5 I'T'm;

oreparuBHa mam’a1tb 00’emoM 4 I'b DDR3;

— iHTerpoBaHa Bijeokaprta 3 64 Mb Bineornam’sTi Ta miarpumkoro DirectX 11;

He menmie 1 I'b BiumbHOTO Miclig Ha GI3UYHOMY HAKOITUYyBayl;
— HAasIBHICTH KJIaBIaTypH Ta KOMI IOTEPHOI MHUIIIL;

— JIHCIUIEH 3 MIHIMAJIbHOIO pO3aUIbHO0 3/1aTHICTIO 800%600.
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HaBenena xoHbirypaitis m03BoJiss€ 3a0€3meYnTH CTaOUTbHE BiATBOPEHHS
3BYKOBUX €(eKTiB, (DOHOBOI MY3HKH Ta OOpOOKY B3a€MOJIM TpaBIlsl 3 ITPOBUM
CBITOM, BKJIIOYHO 3 HapaTUBHMMHU 30HaMHU Ta MIHITPOIO, HABIThb 32 OOMEXKEHUX
anapaTHHX PecypcCiB.

Jist po3poOHMKa, IO TMpaiioe HaJ MOpoekToM Yy cepenosuinl Unity,
MIHIMaQJIbHI TEXHIYHI BHUMOTH JEIIO BHIII, OCKUIBKA HEOOXITHO 00poOIsITH
OJIHOYaCHO BEJMKY KUIbKICTh OO’€KTIB, CII€H, 3BYKOBHX TMOJIA 1 BI3yaJlbHUX
€JIEMEHTIB:

— TPOILIECop i3 YOTHpPMA siIpaMH Ta BiCbMOMa MOTOKaMH 3 0a30BOI0 TAKTOBOIO
yactoToro 2.8 I'T';

— onepaTuBHa nnam’ st 00’emMoM 12 I'b DDR3;

— nuckpertHa Bineokapra 3 4 I'b Bigeonam’ari ta miarpumkoro DirectX 11;

— He MeHue 128 I'b BUTbHOTO MiCIIsl Ha HAKONTUYYBauyl AJ1s1 30€piraHHs IPOEKTY,
penaktopa Unity, cepeoBuiiia po3poOKH Ta 30BHIIIHIX 010110TEK.

Taki BUMOTrM J03BOJIAIOTH €(PEKTUBHO MpALIOBAaTH 3 ayAl0CUCTEMaMU,
penaryBaT 3BYKOBI IIapH, TECTYBaTH PUTMIUHY MIHITPY, IHTEIpyBaTH I1aJIOTOBI
TIOCJTITOBHOCTI Ta TPOBOJUTH HAJIArOJDKEHHS 3BYKOBOI JIOTIKM Ha PI3HUX eTarax
PO3pOOKH.

Hlono mporpaMHOro 3a0e3neyeHHs,, KOpUCTyBad MOXE 3allyCKaTH Ipy Ha
TaKUX ONEPALITHUX CUCTEMAX:

— Windows 10 x64 (36ipka 19045 1 Bue);
— macOS;
— Linux.

Ile 3abesneuye kpocmiaaThOpMHy CYMICHICTh. JIJIsi KOpPEKTHOI poOOTH Ha
matdopmi Windows 060B’s3koBa niaTpuMka DirectX 11 1 BctaHOBIEH1 apaiiBepu
rpad1gyHOTO aanTepa, 1o J03BOJISE€ rapaHTyBaTH CTaOUIbHICTh BUBOAY Irpadiku Ta
BIJITBOPEHHS ay/lio.

Jliss po3poOHMKa BaXKIMBO MaTH HAJAIITOBAHE CEPEIOBHUIIE, IO BKIIOYAE
Unity Editor (Bepcis 2022.3) ta Visual Studio a6o inmmii C#-cymicHUI pegakTop

KOAY.
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JlonaTKOBO BHUKOPHCTOBYIOThCS BOyIoBaHi Moayni, ak-oT Audio Mixer,
komroHeHTH AudioSource i AudioListener, siki 6e3mocepenHbO BILUTUBAIOTH Ha
IHTEPAaKTUBHICTh CIIEHU Ta CHHXPOHI3AIllI0 BI3yaJIbHUX 1 ay/110€JIEMEHTIB.

TakuMm 4YMHOM, 3a3HAY€HI TEXHIYHI W MporpamMHi BUMOTU TOBHICTIO
BIJIMOBIJAIOTh 33/lauaM TMPOEKTY — CTBOPEHHIO 1HTEepakTuBHOI 2D-rpum 3
PO3BUHEHOIO ayJIIOCUCTEMOI0 Ta PUTMIYHOIO B3a€EMOJIIEI0, 3 MOXKIIUBICTIO 3aITyCKY

Ha MIMPOKOMY KOJII IPUCTPOIB.

3.3 Onuc nporpamMHoi peanizaiii

3.3.1 ApxiTekTypa IHTerpaiiii ay/iilo0 B OCHOBHY I'py
[aTeTrpartis ayaio B irpoBHii MPoOIIEC peaizoBaHa Ha OCHOBI IIEHTPaJi30BaHOT
apXITeKTYpH, y IIEHTPI SKOi 3HAXOAUThCs MOaysb AudioManager. Lleit koMmoHeHT
€ OCHOBHUM KOOPJMHATOPOM JIJISI BCIX 3BYKOBHX MO TPH — Bil (POHOBOI MY3UKHU
710 KOPOTKHX 3BYKOBHX eekTiB iHTepdeiicy, NPC Ta HaBKOJIMIITHHOTO CEPEIOBHUIIIA.
3aBsKHU TaKid IEHTpati3allii BAaIOCS JOCITTH Y3roPKEHOCT1 y BIATBOPEHHI 3BYKIB,
CKOPOTHUTH AyOJIFOBaHHS KOAY Ta 3a0€3MeUUTH 3PYUYHUN TOCTY 10 ayAlopyHKIIIH 3
THITUX MOJYJIIB.
3.3.1.1 3aranpHuM OTJISIT CHCTEMHUX MOIYJIIB
VY Mexxax OCHOBHOi JIOTIKM TP BUKOPUCTOBYETHCS HU3KA CKPUIITIB, SKI
BIJIMOBIAAIOTH 32 IHTETPAIlIIO ay/I10 JO KOHKPETHUX €JIEMEHTIB IreiMIiieto. 30Kpema:
— SettingsManager — o0OpoOka HajamtTyBaHb T'y4HOCTi, 3B’si30k 13 Ul Ta
AudioMixer;
— ButtonSound — peasnizye 3BykoBi epeKTH JJ1s1 €IEMEHTIB iHTepdeiicy;
— PlayerMovement,  PlayerFootstepsWithSurfaces, = PlayerClimbing  —
BIJITBOPEHHS 3BYKIB PyXY, X0/b0H, KapaOKaHHS, MPUB’sA3Ka 10 aHIMAIIii;
— TeleportSystem — 3amyck ayaioedeKTy Imija yac MepeMileHHs: MK ClICHaMU;
— PlayerWhistle — cuctema CBUCTY 3 aIalTHUBHOIO 30HOIO [lii Ta 3BYKOBHUMH
PIBHSIMU,

— QuestGiverInteraction — o3ByueHnHs fianoriB NPC Ha 0CHOBI peruik.
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[{i ckpurnTu peanizoBaHi K HE3aJISKHI MOYJI, K1 Yepe3 MyOJiuyHI METOIH
B3a€MO/I1I0TH 13 AudioManager, BUKOPUCTOBYIOUH ITIX1]] CIIAOKOTO 3B’ SI3yBaHHSL.
3.3.1.2 UenTpanizoBane yrpaBiiHHsI 3ByKoM uepe3 AudioManager
Monyns AudioManager peanizoBaHHil y MIPOEKTI K CIHIJITOH, IO JO3BOJISE
JIETKO 3BEpPTATUCSA JI0 HHOTO 3 OYIb-SKOr0 MICIl KoMy 0€3 MmoTpeOu CTBOPEHHS
HOBUX ek3eMIuisapiB. OcHoBHI PyHKIiT AudioManager BKIIIOYatOTh:
— BiaTBopeHHs 3ByKoBUX edektiB (PlaySFX), my3uku (PlayMusic), miamoris
(PlayDialogue), armocdepnux 3BykiB (PlayAmbient);
— 3yNHUHKA Ta IEPEeMUKaHHS TPEKIB;
— noctym 1o mapametpiB AudioMixer [t peryItoBaHHs TYYHOCTI;
— peamnizamis edextiB Fade In/Out myist mmaBHOTO Mepexoy Mixk ayaiodaniaamu.
[leti xommoHeHT 3abe3medye JIOTIKYy MPIOPUTETHOCTI MDK TMOTOKaMHU
(HampuKJIaJ, MPUTIyIIeHHS (POHOBOI MY3HMKH Iij Yac J11aJioTiB), a TAKOXX BPaxoOBYeE

rJ100abH1 MapaMeTpu TYYHOCTI, K1 33JJal0ThCS Yepe3 MEHIO HAJIAITyBaHb.

3.3.1.3 O6po6xka ryunocti Ta Bukopuctanus AudioMixer

KepyBanHs TyuHICTIO pealli3oBaHO uepe3 KoMmoHeHT AudioMixer, sxuii
JI03BOJISIE HAJAIITOBYBATH TYYHICTh OKpeMHuX KanamiB: Master, Music, SFX,
Dialogue. Yci moB3yHKH B MEHIO 3B’SI3YIOThCS 3 IapamMeTpaMH MiKilepa, 1o J1a€
3MOTy 3MIHIOBAaTH TYYHICTh y pealbHOMY 4aci 0e3 HEeoOXiJHOCTI Mepe3amycKy
3BYKY.

Jlis 38°s13ky Ul 1 AudioMixer BukopucToByBaBcs CKpunT SettingsManager, B
AKOMY pEaJli30BaHO IMPUB’SA3KY IOB3YHKIB JO ayaiolapaMeTpiB 4Yepe3 MeEeTOA
AudioMixer.SetFloat(). 3nauenns 30epiratothest 3a monomororo PlayerPrefs, mio
3abe3nedye 30epeKCHHS HATAITYBaHb M1k CECISIMU TPU.

Kpim nporo, AudioMixer 103BoJIss€ HaKJIaaaTH aymaioedekTH (HAIPUKIIAI,
lowpass-GiIbTp IS CTBOPEHHS TMPUIIIYIICHOTO 3BYYaHHS), SKI aKTUBHO
BUKOPHUCTOBYIOTHCS II1Jl Yac 3MIHM ITPOBUX CTaHIB — HaMPUKIA, MPU BXOMAl IO

CIO’KETHHUX 30H a00 IIpH BTPATI 3710POB’S B MIHI-TPI.
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3.3.2 Peamnizariis ayJJioHaJIaIITyBaHb

AyioHaaITyBaHHS B TPl peai3oBaHi 3 ypaxyBaHHSIM MMOTPed KOPUCTyBayda
1010 MepcoHai3aIlli TydHOCT1 pi3HUX 3BYKOBUX KaHaiiB. Lle mo3Bossie rpaBlieBl
IHJUBIIyallbHO HaNallITyBaTH pPiBEHb (DOHOBOrO 3BYYaHHS, €(PEKTIB 1 3arajbHOl
I'YYHOCTI BIJMOBIIHO 7O CBOiX ymojo0anb abo ymoB rpu. Peamizartis 1riei
¢dyHKI10HATBHOCTI OyJia BUKOHAHA 3a JOMOMOIor0 ckpunta SettingsManager, sikuii
pO3pO0JIsAB OJIMH 13 YYaCHUKIB KOMaHIU, @ MHOIO OyJIO BIIPOBA/IKEHO 30€peKEHHS
HaJallTyBaHb I'yYHOCTI Ta iX MPUB’SA3KY /10 apaMeTPIB ayJIOMIKIIEpa.

OxpiM ria00anbHOrO KepyBaHHS T'YYHICTIO, 3HaYHa yBara OyJia MpUAlIeHa
JIOKAJbHUM 3BYKOBHM edeKTaM, IO MiJBHINYIOTh SKICTh B3aeMoii. SIcKkpaBuM
npukiaagoM € ckpunt ButtonSound, po3poOieHMil 1Jis O3BYyYEHHS EJIEMEHTIB
KopHucTyBalpkoro inrepdeiicy. Lleit camomocTaTHiii KOMIIOHEHT, IO J0JA€THCA
OesrocepenHbO 10 KHOMOK, peanizye iHTtepdeiicu [PointerEnterHandler Ta
[PointerClickHandler gyist MUTTEBOTO BIATBOPEHHS 3BYKIB IPU HABEJICHHI Kypcopa
Ta HAaTHCKaHHI. Xo04Ya T'Y4YHICTh IMX €(EKTIB KEPYEThCS TJIO0ATBHO Yepe3 KaHal
«SFX» B AudioMixer, caMm MeXaHi3M iX BUKIHUKY € JIOKali30BaHUM. Lle no3Boiisie
e(PEeKTUBHO «OKUBUTH» 1HTEpdeiic, 3a0e3neuyroun YITKUI 3ByKOBUHM BIATYK Ha i1
IPaBIs, HE MIEPEBAHTAKYIOUHN TIPH IIbOMY IIEHTPAIbHY CUCTEMY KEPYBAaHHSI 3BYKOM.
Takum uYmHOM, HOCATAETHCSA OamaHC MK TI00aTbHUMH HANAIMITyBAaHHSIMH Ta
JIOKAJIHbHOKO THTEPAKTUBHICTIO.

JleTanpHa peanizarisi KIFOUOBUX MOAYJIIB, IO BIAMOBIJAIOTH 32 B3a€MOIIIO 3
iHTepdencoM Ta HATAITYBaHHSIMUA MOXHO O3HAMOMUTHUCH B JlogaTky A.

3.3.2.1 Ornsan ckpunra SettingsManager

SettingsManager BUKOHy€ pOJb KOHTpoOJiepa MIDK KOPUCTYBAIbKUM
iHTepdercom (MMOB3yHKaMU T'YYHOCT1) Ta CHCTEeMHUM KoMimoHeHToM AudioMixer. ¥
IIbOMY CKPHIITI 3UUTYIOThCS Ta 30€pIraloThCs MOTOYHI 3HAYCHHS T'YYHOCTI, K1 Jai
3aCTOCOBYIOTBHCS JIO BIAMOBIAHUX KaHaJliB Mikiiepa: Master, Music, SFX.

VY peanizariii 0ynu BpaxoBaHi Taki aCTeKTH:

— KOeH MoB3yHOK (Slider) mae okpeMuii 0OpoOHUK MOI1H;

— 30epeXeHHsI 3HaueHb Bi0YBAETHCS OApa3y MICis 3MIHU MTOB3YHKA,
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— yci mapamMeTpu MaroTh 3HAYEHHS 332 3aMOBUYBAHHSM, SIKIIO MOIMEPEIHI HE

Oy 30epekeHi.

3.3.2.2 36epexenns ryynocti uepe3 PlayerPrefs

[I{06 3a0e3meunTy 30epe’KeHHS 3MiH TPaBIld MK CECISIMU, BAKOPUCTOBYEThCS
cuctema PlayerPrefs. [lns koxkHoro mapamerpa rTyuyHOCTI (masterVolume,
musicVolume, sfxVolume) cTBopeHO OKpeMi KIOYi, 10 SKHX 3alMUCYHOTHCS
3Ha4eHHs y niHikAHINA mkani (Bix 0 go 1). [Ipu 3amycky rpu CKpUNT 3UUTY€E 3HAUCHHS
3 maM’sITi Ta BCTAHOBJIIOE iX Ha BIIMOBIIHI TTOB3YHKHU.

Takum 4rHOM, HaBITH MICHS MEPE3aNyCcKy TpH TpaBelb HE BTpadae CBOIX

1HIMBIAyaJIbHUX HAJIAIITYBaHb.

3.3.2.3 3B'130K MMOB3YHKIB 13 MapaMeTpaMu MiKIlepa

Jl71s1 3B'SI3Ky 3Ha4€Hb MOB3YHKIB 3 TYUHICTIO ayJiOMOTOKIB BUKOPHUCTOBYETHCS
AudioMixer.SetFloat(), skuit 3MiHIOE TlapaMmeTpu Ty4dHOCTI y neumbenax (dB).
Ockutbku Jenubenu — 1€ JorapudmivyHa Ikana, 3HA4eHHS MOB3YHKIB (JIiHiMHA

11Kajaa) KOHBEPTYIOThCS MEPE]] MEPENAUueto:

float dB = Mathf.Log10(volume) * 20 (3.1)

[le nmo3BONsIE KOPEKTHO aganTyBaTH CIOPUUHATTS 3MIiH TYYHOCTI [0
JTIOACHKOTO CIyXy. JIs BUTIQAKy, KO 3HAYCHHS MOB3YHKA MOpiBHIOE 0, 3aMiCTh
JA0rapu(MIYHOTO OOYMCIIEHHS BCTAHOBJIIOETHCS MIHIMAJIbHUN PIBEHb TYYHOCTI,
Hanpukiaza, —80 dB.

OxpiM 1IBOTO, 3MiHA TYYHOCTI CYHPOBOIKY€ETHCSA BIATBOPEHHSIM KOPOTKOTO
TECTOBOTO 3BYKY (SIKIO I1e TiependadeHo B iHTepderci), mobd rpaBers Mir oapasy
nouyTu ePeKT 3MiHH. Takui MiAXiJl MOKpaIlye 3pYYHICTh KOPUCTYBAHHS Ta HAJA€
BITYYTTSI KOHTPOJIIO HAJT IrPOBUM OTOYCHHSIM.

3.3.2.4  HamamryBaHHS  BapiaTUBHOCTI  3BYKOBUX  e(ekTiB  3a
noromororo RandomizedAudio

OxkpiM TIpsIMOTO HAJIAIITYBaHHS TYYHOCTI, JJIi CTBOPEHHS OUTBII KUBOTO Ta

MEHIII MOHOTOHHOTO 3BYKOBOTO cepefloBHIa Oylio po3po0JIeHO MOIYJh
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RandomizedAudio. el ckpunt € rHyYKMM IHCTPYMEHTOM J/Jis HaJAIITyBaHHS
BIITBOPEHHSI BUMAJKOBUX 3BYKIB, II0 JO3BOJSE YHUKHYTH MEXaHIYHOTO
MOBTOPEHHS. X04Ya BIH BUKOPUCTOBYETHCS JJII CTBOPEHHS aTMOC(EpPH, 32 CBOEIO
CYTTIO BIH € CUCTEMOIO KOH(DIrypaiiii 3ByKOBUX MOJIIH.

OcHOBHI apaMeTpH, 1110 HaJamToBY0ThCs B RandomizedAudio:

— Bubip ayaiokJiniB: MOyJIb MPAITIOE 3 MACUBOM 3BYKIB, 3 SIKOT'O BUIIAIKOBUM
YUHOM OOMPAETHCS HACTYITHUMN ISl BIATBOPEHHSL.

— YacoBi iHTepBaiau: 3a JonoMorow mnapamerpiB minlnterval Ta maxInterval
HAJAIITOBYETHCS BUMAKOBHM MPOMIKOK 4acy MiK 3BYKOBUMH €(EKTaMH.

— BapiatuBnHicte 3ByKy: Ilapamerpu pitchVariation Tta volumeVariation
J03BOJISIIOTh HANAINTYBAaTH JIiala3oH, Yy Mekax sAKoro OyayTh HE3HAYHO
3MIHIOBATHUCS BUCOTA TOHY Ta TYYHICTh KOYKHOTO 3BYKY, IO AOAA€E MPHUPOTHOCTI.

— IlnaBHicTh nepexoiB: MOXKIUBICTh YBIMKHYTH Ta HalallITyBaTU TPUBAJICTh
e¢ekriB Fade In ta Fade Out ny1s1 muiaBHOTO 3'IBJIEHHS Ta 3HUKHEHHS 3BYKIB.

Takum umHoM, RandomizedAudio BucTymae sk po3lmupeHa cHCTEMA
HaJIAIITYBaHb, 10 JI03BOJISIE JU3aUHEPY HE MIPOCTO BKA3aTH, SIKUW 3BYK I'paTH, a i
HAJAITYBaTH, SK 1 KON BiH OyJe BIITBOPIOBATHCS, CTBOPIOIOYH JUHAMIYHY Ta
HernepeadauyBaHy 3ByKOBY KapTHHY.

3.3.3 3BykoBe 0(hOpMIICHHSI il TPABIIS

3BYKOBUU CYIIPOBiA il TPaBIll BUKOHYE BAXIUBY poJib y (OpMYyBaHHI
BITUYTTS 3aHypeHHS B irpoBuil cBiT. KokHa i mepcoHaka — mepecyBaHHS,
NPUCIIaHHS, MiAHOM TI0 TOBEpPXHAX abo B3aeMojis 3 TpeaMeTaMu —
CYIPOBOJIKYETHCS BIAMOBIAHUMU ay1i0ePeKTaMu, 110 Y3TOIKYIOTHCS 3 BI3yaIbHUM
B1JIOOpaKeHHSM 1 CTAaHOM aHiMallii. Peaizalis i€l cCHCTeMH OXOIUTIOE TP OCHOBHI
ckpunth: PlayerMovement, PlayerFootstepsWithSurfaces ta PlayerClimbing.

JleTanbHa peanizallisi KIIOYOBUX MOAYJIIB, IO BIIMOBIJAIOTH 32 EPECYBAHHS
I'PaBIIs, @ TAKOK B3aEMOJIIIO 3 00'eKTaMH MOKHO nobavit B Jlogarky b.

3.3.3.1 Ckpunrt PlayerMovement

Le¥i ckpunt OyB po3po0IeHUI 1HIIMM YYaCHUKOM KOMaH/IH Ta BIAMOBIIA€ 3a

0a30By JIOTIKYy TE€pecyBaHHsI rpaBlisi: oOpoOKy KIaBill, 3MiHY CTaHIB, a TaKOX
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B3a€MO/I10 3 00’ ekTaMu. JIOTOBHEHHSM B 1€ CKpHUNT OyJIO peasizali€eio 3ByKOBHX
e(eKTIB, SIKI CHHXPOHI30BaH1 3 JIISIMUA TPaBIIS:

— 3BYK KPOKIB — aKTHUBY€ThCSA JUIIE TPU PYyCl, BPaXxOBYIOUM HAIPSMOK Ta
IIBUJIKICTB;

— 3BYK MIA0Opy TPEAMETIB — aKTUBYETbCS TIPH YCHIIIHIA B3aeMomil 3
eJIeMEHTaMH 1HBEHTapIo a0 KBECTOBUMHU 00’ €KTaMU;

— MpUB’s3Ka JI0 aHIMAIlli — 3BYK KPOKIB aKTHUBY€EThCs uepe3 Animation Events,
110 JIO3BOJISIE TOYHO CUHXPOHI3YyBaTH ayJIi0 3 aHIMAIlIEI0 PyXY.

[le no3BoJIsiE AOCATTH BHCOKOi TOYHOCTI 3BYKOBOTO CYIIPOBOAY HaBiTh MPH

3MiHaxX MIBUJIKOCT1 Y MOBEAIHKH TPaBIIS.

3.3.3.2 Ckpunr PlayerFootstepsWithSurfaces

[leli ckpunt Takox OyJIO peani30BaHO IHIIUM YYAaCHUKOM KOMAaHIU SIK
YaCTUHY MEXaHIKM TepecyBaHHS, BKIIIOYAIOUM MPUCIIaHHS Ta BU3HAYEHHS THUITY
NOBEpPXHI MiA TpaBieM. Mosi ydacTh moJifAraja B I1HTerpauii 3BYKiB KpPOKIB 13
H1ATPUMKOIO PI3HUX THITIB TOBEPXHI, 1110 JJOJIa€ TUHAMIYHOCTI Ta IMTMOWHU ITPOBOMY
CEpEeIOBUIILY.

Cucrema BpaxoBye Ter ado (pi3nyHuil MaTepiall HOBEPXHI, MO K1 pyXaeTbes
rpaBellb, 1 BIITBOPIOE BIAMOBIAHUN ayTIOKIIN (HANPUKIIAJ, JEpeB’sHA ITIJIOra,
miTKa, O0etoH). [[ms 1iboro BHKOpPUCTOBYETHCS Raycast BHM3 Bij rpaBIis abo
3unTyBaHHs konanaepa yepe3 OnCollisionStay.

Takox 10 ckpunTa O0yJ0 101aHO:

— 3MIHHY 3aTPUMKY MK KPOKaMH — 3aJI€KHO BiJl IIBUAKOCTI repecyBanHs (Oir,
x0/1p0a, MPUCITaHHA);

— TEepeBIpKY CTaHy pyXy — 100 YHUKHYTH BIITBOPEHHS 3BYKY IIiJ] 4aC CTOSTHHS
a0o0 MOJIbOTY.

3.3.3.3 Ckpunrt PlayerClimbing

CkpunT BIANOBIA€ 3a JOTIKY MiIHOMY MO ApabuHax abo MOBEpXHSX, 1 OyB
CTBOPEHHI HIIIUM YJIEHOM KOMaHau. 3 MOTo 00Ky OyJI0 peanizoBaHo:

— MpUB’A3KY 3BYKY KapaOKaHHS J0 aHIMaIli miaiomy;
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— BpaxyBaHHSA PUTMY PyXy — 3BYK JIyHa€ TUIbKM TOJl, KOJU BIIOYBAa€ThCS
3MIIIICHHS 10 BEPTHKAJIL;
— 130JIAI1I0 3BYKOBOTO MIapy — 11100 3BYKHU MiAHOMY HE HaKJIaJallcCh Ha 3BYKU
KpOKiB 200 1HII 1ii.
3aBAsSKH IIOMY MAHOM 1O cX0Aax ad0 IHITUM BEPTUKATHHUM €JIEMEHTaM IPH
CIPUIMAETHCS OUIBII PEAICTUYHO Ta HAJIA€ TPABIIIO Ay 110BITIUYTTS MEPEMIIICHHS.
3.3.4 CynpoBijz nepeMileHHsT MIXK JTOKaIlisIMU
[TepemiteHHs! MK JIOKALISIMH Y TPi CYTIPOBOJIKYETHCS HE JTUIIIE Bi3yallbHUMHU
3MiHaMH, a ¥ 3BYKOBUMHU €(deKTaMu, IO JO3BOJISIIOTH TPaBIEBl YITKO 3pO3yMITH
MOMEHT MEPEXOay Ta MIACWINTU BIIUYTTs npocTopy. s 1iporo Oyso peanizoBaHO
BiJIMOBIAHE ayaiooopMieHHs y Mexkax ckpunta TeleportSystem.
besnocepenHio JOriKy Telenoprailii peanizyBaB 1HIIMN YyYaCHUK KOMaHIM,
IpoTe caMe€ 3BYKOBHM CympoBiJy OyB I1HTErpOBaHUN aBTOPOM 1Ii€i YaCTHUHU
JUIUIOMHOTO TPOEKTY. 30KpeMa, MpU aKTUBALIl Telaenopra (BUKIUKY (QYHKIII
NEepEMIIICHHS Ha 1HIILY CLIEHY Y4 B M€XaX CLE€HH ), IPOrPAETHCSI KOPOTKUH 3ByKOBUI
CUTHAJI — I1e MOXe OyTH XapaKTepHui «OJIMK» abo crokiitHa menois fade-out, o
MIO3HAYA€ 3aBEPIICHHS ITOTOYHOI Ail.
3ByKoBUN e(ekT BUKIHKaeThCs yepe3 AudioSource abo IEHTpaTi30BaHO
yepe3 AudioManager, 1110 J03BOJII€ Y MaliOyTHBOMY JIETKO 3MIHUTHU ayA10JIOPIKKY,
HE 3MIHIOIOYM JIOTIKY camoro ckpunTta. Lle 3a0e3nedye rHydkicTh Ta MOBTOPHE
BUKOPUCTAHHS KOJY.
OcHOBHI 3aBaHHs, peali30BaHi aBTOPOM Y IIbOMY CKPHIITI:
— 1HIIIaTI3alis ayIiopKepeta A TeJenopTallii;
— TOpUB’s3Ka 3BYKOBOTO €(EKTY /0 Jii MepeMillleHHS;
— 3a0e3IeueHHs 0JTHOPA30BOro 3alyCcKy 3BYKY Ha MOMEHT Tenenopraiii (106
YHUKHYTH TyOJIIOBaHHS);
— 3a notrpebu — r1uiaBHe 3aracaHHs (fade out) ¢doHOBOI My3uKH Tepen

3aBaHTaXECHHSIM HOBOI JIOKAIlii.
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Takum 4YWHOM, CYIpOBiA TMEpEeMIleHh MIDK JIOKAIIIMH BUKOHYE SIK
iH(OpMaTUBHY, Tak 1 aTMochepHy (YHKIIIIO, TOMOMAaralour rpaBlieBl HE BTpadyaTu

KOHTEKCT MO 111 Yac 3MIHU CIEH.

3.3.5 Ayniopeaxkiiist NPC Ta B3aemozis uepes 3ByK

Y rpi peamizoBaHO JBa KIIOYOBI MEXaHI3MH, SKI 3a0e3MeUYyIOTh
ay110B3a€eMO/Ii0 3 HeirpoBuMu nepcoHakamu (NPC): 03BydeHHsI J1iaioriB Ta BIUIUB
Ha MMOBEAIHKY BOpOTiB uepe3 3Byk. OOuaBa MiIX0AU MPAIIOIOTh Ha CHIJIbHY METY —
NIJBUILIEHHS PIBHS 3aHYPEHHS TpaBlisl y CBIT I'pu Ta 3a0e3MeUYeHHsI 3BOPOTHOTO

3B’SI3KY Yepe3 3BYKOBY B3a€MOIIO.

3.3.5.1 O3Byuenns mianoriB NPC: QuestGiverInteraction

KirogoBy postb y 1t gactuni Bigirpae ckpunt QuestGiverInteraction, sikuit
peanizye Joriky paiamoroBoi B3aemojii 3 NPC. Ilig wac akTtuBaiii kBecty abo
BUKOHAHHS YMOB, CHCT€Ma IOKa3ye J1ajoroBl «00Jlayka», a TaKOX BIATBOPIOE
IHUBIIyalbHUM 3BYKOBUH CYIpPOBIA I KOKHOI PEIUIIKH, 3aJlaHUid Yy MacuBl
DialogueStep|[].

Koxen enement wmacuBy DialogueStep wmictute mone AudioClip
dialogueSound, mo mo3BOMsIE TMpU3HAYATH YHIKAIBHUN 3BYK ISl KOHKPETHOT
pertiku. [lim wac Bukonanns mianory meton ShowDialogueStep() Bukimkae
BIITBOPEHHS BiIMOBIIHOTO ayxaio yepe3 AudioSource. Takum 4nHOM, J1a7OTH HE €
0€33ByYHUMH — KOKHa CIIEHa JOTMOBHEHa KOPOTKUMH BHUTYKAMH, IIyMamH a0o
«BUTA/IaHOI0 MOBOIOY» TIEPCOHAXKA.

Ie pimeHHs 103BOJISIE:

— O0XUBHUTH CIIeHY 0€3 TTOBHOI 03BYYKH,
— HaJaTH TPaBIEB1 IHTYITUBHUI 3BYKOBUI 3BOPOTHHM 3B’S30K;
— 3pOOWTH JiaJIOTH JUHAMIYHUMHU, 3 YpaxXyBaHHSAM aHIMallii Ta rpadiku.

Kpim Toro, peanizoBaHo THyuke KepyBaHHs ayaio yepe3 AudioSource, skuii
MOkHa abo miakaouuTu Oe3nocepenbo 10 NPC, a0 BUKOpUCTATH KOMIIOHEHT
330BHI, 3aJI€)KHO BiJl CTPYKTYpH CLieHH. Take pilIeHHS Ja€ 3MOTY PO3IIUPIOBATH
(YHKUIOHATIBHICTh, MIJKIIOYAIOYM O3BYYEHHS $AK JO OCHOBHHMX, TaK 1 [0

JIPYTOPSITHUX TIEPCOHAKIB.
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3.3.5.2 BuuB Ha otoueHHs yepes 3Byk: PlayerWhistle Ta EnemyController

OpHi€elo 3 0COOMMBOCTEN TpU € MOMJIMBICTh BIUTMBATH Ha OTOYCHHS 3a
JIOTIOMOT'O10 3BYKY, 1110 peajli30BaHO Yepe3 MEeXaHiKy cBHUCTY. LIs cuctema no3Bolisie
IpaBIIEBl CTpaTeriyHo B3aemoiaT 3 Boporamu (NPC), cTBOprorouM BiBOJIIKAIOY1
3BYKOBI CUTHAJIU.

Ckpunrt PlayerWhistle 6yB po3po0ieHutii IHIIMM yYaCHUKOM KOMaH/IU, OJHAK
camMe aBTOp Ili€l YaCTMHU TPOEKTY peaji3yBaB JIOTIKY 3BYKOBOTO CYMIPOBOIY:
IporpaBaHHsl 3BYKIB CBUCTY 3aJIEKHO BiJl 00OpaHOro pPIiBHSI T'Y4HOCTI (CIaOKui,
CepelHiii, cuibHUK). 3BYKOBI €(EeKTHM 3rpyloBaHli B TPU  MACHUBHU:
weakWhistleSounds, mediumWhistleSounds, strongWhistleSounds, 3 skux
00HMpPAETHCS BUITAIKOBUM KITIII.

3BYKOBUN €(EKT CYMPOBOKYETHCS BI3yaJIbHUM IHIUKATOPOM 30HU i
(mpepad WhistleArea), mo MacmTabHO BigoOpaxkae cuiy curHany. Ilicus
MiATBEpDKeHHS i1 depe3 kiaimy «R» Bukonyetbcs PerformWhistle(), mio
aKTUBYE 3BYK uepe3 AudioSource Ta po3MmoOBCIOIKY€ HOTO Y CIIEHI.

Bianogigna peakitist NPC peanizoBana y ckpunti EnemyController, ne meton
MoveToNoise(Vector2) n1o3Bossie BOporaM pyxaTUCh Y HalIPSMKY JKEpea IIymy.
Bci NPC y paniyci (Busnauenomy uepe3 Physics2D.OverlapCircleAll) oTpumyroTs
110 KOMaH]1y, 1110 CTBOPIOE IMHAMIYHY PEAKIIil0 OTOUCHHS Ha All IPaBIIs.

Ocob6mmBOCTI peai3arii:

— 30Ha Jii 3ByKY 3aJIeKHUTh Bil 00paHOTO PIBHS CBUCTY;

IpaBellb MAa€ MOKJIMBICTh BUKIMKATH a00 B1/IBOJIIKATH BOPOTIB;

MOBHA IHTErpaLlisl 3ByKY 3 FeMIUIEHHOI0 MEXaHIKOIO;

IMEpPCUBHUI ayA10-Bi3yaJIbHUI 3BOPOTHUH 3B’ SI30K.

I{a cucreMa jerko macmrtaboBaHa: y MalOyTHbOMY ii MOYKHA PO3LIMPUTH
3ByKaMW BiJl TIAJIHHS TPEAMETIB, BIAKPUTTS ABEPEH TOINO, IO JO3BOJIUTH IIE
O1bIIIE TOTTIMONTH B3a€EMO/II0 TPABIIS 31 CBITOM I'pH Yepe3 3BYK.

3.3.6 Peauizartiss puTMI4HOI MiHITPH

PurmiuHa MiHIrpa BHCTYIIa€ OKPEMOIO T€MMIUIEHHOIO CEKLIEI Y CTPYKTYpI

rpu, IO TOENHYE ayJi0 Ta Bi3yalbHI €JIEMEHTH, CTBOPIOIOYHM I1HTEPAKTHUBHUU
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MYy3WYHUN BUKIIMK JJIs TpaBils. BoHa pearnizoBaHa sK camMOCTiifHA MiJcHCTEMa 3
TOYHMM OOJIIKOM Yacy, CHHXPOHI3alll€l0 3 MY3UKOI Ta 3BOPOTHUM 3B’SI3KOM.
MiHirpa € He JuIle PO3BaKaIbHUM €JIEMEHTOM, a i BaXJIMBOIO YACTUHOIO CIOXKETY,
JI03BOJISIFOUY TPABIICBI 3aHYPHUTUCS Y PUTM TO/I1i, MPUHMATH PIllICHHS Ta TPEHYBAaTH
peaxKIrito.
JletanbHa peanizalis KIHOYOBUX MOYJIB, IO BIAMNOBIIAIOTH 33 PITM-TPY
MOHO nobauitu B Jlogatky B.
3.3.6.1 Apxitekrypa MOy iB
[lincucreMa pUTMIYHOT MIHITPM peaji3oBaHa Ha OCHOBI MOJYJIbHOI
apXITEKTYypH, /1€ KOXKESH CKPUIIT BUKOHYE OKpeMy posib. OCHOBHI KOMITOHEHTH
— StageData — 36epirae BPM, MacuB HOT, TaiMIHTH Ta 1HII1 [TapaMETPH PIBHS.
Bin BUCTymae mKepenoM MpaBIuBUX MY3HUHUX JTaHUX, 30KpeMa 4acy MOSIBU HOT
(spawnTime), 1110 € KPUTUUHUM J1JII CHHXPOH13AIIi.
— NoteSpawner — BiANIOBIa€ 3a T€HEPaLII0 HOT Ha CLEHI Y NOTPIOHUIA MOMEHT

3r1JIHO 3 PO3paxyHKaMH Ha OCHOBI (POPMYJIH:

noteTime = 60 / BPM * beatNumber + timeOffset (3.2)

Komnonent Bpaxoye timeOffset nys komrieHcarlii anapaTHux abo 3aTpUMOK ayio.

— Note — 1HKaICyJIIO€ JIOTIKY PyXy HOTH, niepeBipku Ha BiaydaHHs (CheckHit) i
00poOku npomaxy (OnMiss). KoxkHa HOTa pyXa€eTbCsl y HAPSIMKY 30HH BIIyYaHHS 3
3a/1aHOI0 IIBUJIKICTIO.

— Notelnput — 006po0sisie BBeIEHHS I'paBlls, 31CTaBJsi€e HATUCKaHHS KJIABIINI 13
AKTUBHUMH HOTAaMH y CTUCKY. BU3Hauae, 91 MOTpamnuB rpaBelpb y «BIKHO TOYHOCTI»
(mampuxnan, £0.15 ¢), 1 mepenae pe3ynbTar Bi3yalbHOMY 3BOPOTHOMY 3B’SI3KY.

— HitZoneFeedback — mokasye pe3ynbrar (BiaydaHHs/IpoMax) uyepe3 aHiMailii
a00 3MiHY CIIPalTIB.

— HealthDisplay — onoBIO€ 1IKaITy 340pOB’s, IKa 3MEHIIY€ETHCS MIPH MPpOMaxax

1 30epirae nmporpec rpasiisd BIPOJAOBK MIHITPH.
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3.3.6.2 AnroputMidyHa OCHOBA: TAUMIHTH Ta TOYHICTh

OmHUM 13 TOJIOBHUX BUKIIMKIB OyJI0 3a0€3MEYUTH TOYHE MOTPATUITHHS HOT Y
3apanuii put™M. s nboro BukopuctoByethess API Unity Time.deltaTime [13], sikuii
rapaHTy€e 0JIHAKOBY IBUIKICTh 00p0oOKHU HezasnexHo Bia FPS. Vci nepeminenns Hot
Ta 3ICTaBJICHHS 3 4acoM [ii KOopuCTyBaua 0a3ylOTbCs Ha HAKOIMYEHHI 4acy y
KOXKHOMY KaJIpi.

TouHicTh nepeBipse€ThCS NUIAXOM BiIHIMaHHS Time.time Big note.spawnTime
Ta BU3HAYCHHS, YU BXOJUTH PE3yNbTaT y 3a1aHuil iHTepBai. Lle 103Bomnsie yHUKHYTH
npo0JieM 13 JECUHXPOHI3aIlI€l0 1 3a0e3Ieuye CTa0UIbHICTh MEXaHIKH.

3.3.6.3 3BOpOTHMII 3B 530K 1 cCTEMa 370pOB’ sl

[Ticnst KOXHOT 2111 rpaBLUs MIHITPA pearye HeraiHo:

— Ilpu BiaydaHHI NOKa3yeTbCs MO3UTUBHHUIA €(EeKT (3eJeHMid cranax, 3BYK
H1ATBEPIKECHHS).
— Ilpu npomaxy — HeraTUBHUN (TPEMTIHHS, YEPBOHUH cianax, 3ByK HeBJaul).

OpnnouacHo oHoBO€eThea HealthDisplay, mo iHdopmye rpasis npo nporpec
a00 HaOMKEHHS 10 TIOPA3KH.

3.3.6.4 Inrerpauis 3 AudioManager

Vi 3ByKoOBI 10111 (3BYK HOTH, MIATBEPHKEHHS, IPOMaX) MEPEJatOThCs Yepe3
AudioManager, 1110 rapaHTye LEHTPAII30BaHE KEPYyBaHHS F'YYHICTIO Ta KaHAJaMHU.
Lle no3Bonse:

— PerymoBatu ry4HICTh OKPEMO BiJl PELITH TPH;

— 3actocoByBaTu eexTu, Hanpukiaa Lowpass npu 3HUKEHHI 3JI0POB’S;

— 30epiratu y3roKeHICTb y CTUJI1 3ByYaHHS.

MiHirpa TakoX BUKOPHUCTOBY€ HaJAlITYBaHHS T'YYHOCTI, O0OpaHi rpaBLEM
gyepe3 AudioSettingsUI, ToMy MOBHICTIO I1HTerpoBaHa B 3arajbHy 3BYKOBY
apXITEeKTYpy.

3.3.7 Bizyamizaiist CTpyKTypH: Jlarpama iepapxii miacucTem

JIiss Hao4HOTO BiOOpaKEHHS apXITEKTYpH TPOrPaMHOI pearizarii Ta

B32€MO3B’SI3KIB MK OKPEMHUMH KOMIIOHEHTAMH ayJIIOCUCTEMHU B MEXKax Tpu OyJIo
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CTBOPEHO miarpaMmy iepapxii mijgcucteM 13 Ha3zBamu ckpuntiB (puc. 3.1). La
JiarpaMa Bi1oOpakae JOT1YHY CTPYKTYPY MPOEKTY, JIe:

— BKa3zaHl KIIOYOBI MOAYJi, 1o Oylud peani3oBaHi B paMKax po3poOKu
aya10CUCTEMHU;

— BUIUICHO CKPHUITH, HAIHWCaHI IHIIUMHU YICHAMH KOMaHIW, B sKi OyJo
iHTerpoBaHo  (YyHKIIOHAT BIATBOPEHHA 3BYKy (Hamp., SettingsManager,
PlayerMovement, TeleportSystem);

— MO3HAYEHO IHJWBIAYaJIbHO peajli3oBaHl MOJYJI, 30KpeMa IiJACUCTEMY
putmiuHoi MiHIrpH (NoteSpawner, Notelnput, HealthDisplay Ta ix11).

s miarpama € BaXJIMBUM IHCTPYMEHTOM JUJIS PO3YMIHHS PO3MOAUTY
BIJIMOBIAJILHOCTI B KOMaH/I1, @ TAKOX JIONIOMarae mpoCTeKUTH BHECOK aBTOpa came
B YaCTHHI 1HTErpallii Ta peani3anii 3ByKOBUX MEXaHIK. 3aBJIIKH [[bOMY YUTa4 MOXKE
JIETKO 11IeHTU(]IKYBATH, SIKI CKPUIITH OyJIM 3MIHEHI, JIOMTOBHEHI 200 CTBOPEHI 3 HYJIA
B paMKax KBami]ikaiiiHoi poOOTH, a TaKOX SIK BOHH CITIBBIIHOCSTHCS 3 PEILTOIO

CHCTCMMU.
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Pucynok 3.1 — Jliarpama iepapxii miacuctem
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3.4 TecryBaHHs

3.4.1 3araibHa METOAMKA TECTYBaHHS

MeTolo TecTyBaHHA ayJIlOCUCTEMH TpH € 3a0e3MeueHHs KOPEKTHOTO
(GyHKIIOHYBaHHA BCIX 3BYKOBUX KOMIIOHEHTIB, BIJIMIOBITHICTh OYIKyBaHIH
MOBEJIIHII i Yac B3aeMOJIIi 3 rpaBIleM, a TAKOX JIOCATHEHHS E€MOIIHHOIO Ta
IHTYITUBHOTO 3BOPOTHOTO 3B’513KYy. 3BYKOBHUH CYIIPOBIJ Ma€ HE TUIbKHU MpaIOBATH
6e3 300iB, a il rapMOHIMHO BIMCYBATHUCh Y 3arajbHUI IrpOBUI MPOILEC, TIACUIIOBATH
HapaTUB 1 HE BUKJIMKATU JTUCKOMDOPTY.

VY mpoueci mnepeBipku OyiM 3acTOCOBaHI pI3HI THUMNM TECTYBAaHHS, IO
OXOIUTIOIOTh SIK OKpPEMI €JIEMEHTH ayJlOCUCTEMHU, TaK 1 I B3a€MOJII0 3 IHIIMMU
MOJIYJISIMU TPH.

MonynpHe TeCTyBaHHS MOJSATANO B 1HAWBIMYaNbHIN TEPEBIPIi CKPHUITIB,
MOB’SI3aHUX 13 BIATBOPEHHSM Ta OOpoOKOI 3BYKy. Hampukmanm, TecTyBaauch
byHKIii AudioManager, PlayerFootsteps WithSurfaces, PlayerWhistle,
SettingsManager. Y K0)KHOMY 3 HUX MEPEBIPsIaCh KOPEKTHICTh BUKIIUKY 3BYKOBUX
nojiii, nepenaya napamerpiB y AudioSource, HassBHICTh KOMIIOHEHTIB Ta BUHSITKOBA
MOBEIHKA [P BICYTHOCTI KJIiMiB 00 HEMPaBUILHOMY HaJallITyBaHHI.

[nTerpaniiine TecTyBaHHs nepeadayalio NepeBIpKy B3a€MO/1l MK MOAYJISIMU
ayalocucTeMu. 30Kpema, OyJio mpoTecToBaHO 3B’si30k MK AudioManager 1
AudioMixer, mnepeBipeHO, SK 3MiHa HajamTyBaHb y  SettingsManager
BIIOOpa)kaeThCsl B MIKIIEpl. TakoX TecTyBajacs B3a€MOJisl 3BYKOBUX TPUIEPIB 3
OCHOBHUM KOHTpoJiepoM clieH, a peakiis NPC Ha 3Byk — 3 JIOTIKOIO
EnemyController.

Cuenapue TectyBanHs (playtesting) mpoBouI0Ch Y POPMI MPOXOKEHHS TPH
3 MOJIETIOBAHHSIM THIIOBHX CHUTYyaIlliil. 3JilicHIOBaNach IEpeBipKa, YU 3BYy4YaTh
npaBWIbHI €DEKTH Yy BIAMOBIIHUA MOMEHT (HANpUKIad, KPOKU, JBEPi, J1aJOrH,
NMEepEeMIIIEHHS] MDK JIOKAI[iIMHM, 3allyCK MIHIITpH). YBaXHO BIJCTEKYBAIUCS
MOMEHTH 3MIHU T'YYHOCTI, IJTABHOCTI mepexoiiB, KopekTHocTl fade-in/fade-out, a

TaKOX 3arajbHa y3roJI)KeHICTh MIXK JISIMH TPaBIlS T 3ByKOBOIO PEAKIIIEIO.
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KO3a6initi-rectyBanHs mependadano 3adydeHHS CTOPOHHIX TPaBIiB 0
TepeBipKu CIIPUIHATTA aydio. IM TPONOHYBalIOCh HANAINTYBAaTH 3BYK Ha CBiif
pO3Cyl, MPOUTH KiIbKa CIIEH, BKIIOYHO 3 PUTMIYHOK MIHITPOI, Ta HaJaTH
3BOPOTHIN 3B’SI30K. 30KpEMa, OLIIHIOBAJIUCH 3PYUHICTh 1HTep(delicy HalallTyBaHb,
pO30IpaUBICTh 3BYKIB, BIAMOBIIHICTh T'YYHOCTI Ta putMmy. Lleli Tum TecTyBaHHS
JI03BOJIUB BUSIBUTH MEHII OYEBU/IHI TPOOJIEMHU, TTOB’A3aH1 3 0ajJaHCOM ay/lioKaHaiB
Ta COPUUHATTSAM Ha Pi3HUX THIAX MPUCTPOIB.

Crix BpaxoByBaTH, 1110 TECTYBaHHS 3BYKY Ma€ MEBHY CyO €KTUBHICTb, aJ[XKe
CHOPUMHATTS T'YYHOCTI, 4acTOT 1 HaBITh TEMOpPY 3HAYHOIO MIpOIO 3aJIEKHUThH BIJ
cimyxada. Takoxk BETUKY pOJb BiJIirpa€ CEPEeNOBUINE TECTYBaHHS — HASBHICTh YU
BIJICYTHICTh HABYIIIHUKIB, aKyCTHKAa MPUMIIIEHHS, TYYHICTh CHCTeMH. ToMy BCi
NEePEeBIPKUA MPOBOJUIUCH Y ACKUJIBKOX YMOBaX: Ha HaBYIIHUKAX, BOYIOBaHHUX
JTUHaMIKaxX HOyTOyKa Ta 30BHIIIHIA aKyCTHIII.

Takum uyuMHOM, OararopiBHeBa METOJIMKa TECTYBaHHS  JO3BOJIHIIA
NEePEeKOHATUCS B KOPEKTHOCTI POOOTH 3BYKOBOi CHUCTEMHM Ta ii BIJIIOBITHOCTI
ITPOBUM LIJISM.

3.4.2 TectyBaHHs ayIIOMOYJIIB Y paMKaXx CII€HU

J1J1st mepeBipKH Mpare3aaTHOCTI ayII0OCUCTEMHU B IPOBOMY CEPEIOBUII OYJI0
MIPOBEJICHO CEPil0 TECTIB Y MeXax pealibHUX clieH rpu. Lle m103BoMIO0 OLIHUTH,
HACKUIbKM CTa0UIBHO 1 KOPEKTHO BIATBOPIOIOTHCS 3BYKH B IHTEPAKTHBHUX YMOBAX,
a TaKOX INEPEBIPUTH B3aEMOJII0 MK OKpeMHMHU MoxayJsiMu. OCHOBHa yBara
OPUILISIACE 30HAM, /1€ BUKOPUCTOBYETHCS TPUTEPH, PEAKIisl HA TTO3UIIIIO I'PaBIId, a
TaKOX 3MiHa cepeioBUIIIA.

Oco6nuBy posib y TecTyBaHHI Bifiirpas ckpunt PlayerFootstepsWithSurfaces,
0 BiATOBIZA€ 3a BIITBOPEHHS 3BYKIB KPOKIB 3aJIe)KHO BiJl THUIy IOBEpXHI. Y
mpolieci TecTyBaHHsS OyJiO 3MOJIETbOBAHO TMEPEMIIIEHHs MepCcoHa)xa MO PIZHUX
Marepiajax — IepeB’stH1i MiA1031, 0eTOHHIN TUTUTIN, KUIUMY. {715 KOKHOT TOBEpXHI
nepeBipsiach BIIMOBIHICTh 3BYKOBOTO €(PeKTy Ta HOro mpuB’si3Ka jJ0 aHiMallii. Y

pa3i IpUCITIaHHS TaKOX MepeBIpsIach KOPEKTHICTh NMEPEMHUKAHHS TEMITy 3BYKY.
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Byno BcranoBIIeHO, 110 crCcTeMa CTabIBbHO PO3MI3HAE 3MIHY MaTepiaiy i HoraMu
Ta BIJITBOPIOE BIAMOBIAHUHN ayiiodaiina 6e3 3aTpUMOK.

TectyBaHHsT 3BYKIB Yy  JIQJIOTOBHX  B3a€EMOJIAX  MPOBOAMIIOCT 3
BukopucTtanHsaM ckpunrta QuestGiverlnteraction. Jis koxxaoro NPC nepeBipsiuch
TaKi MmapameTpH, K BIATBOPEHHS 3BYKY IPH aKTUBAIlT PETUTIKU, PeaKIlisi Ha TPUTepu
BXOJly/BUXO/Y, @ TaKOX BIJOOPaKEHHsSI 3BYKOBOT'O CYMNPOBOAY JJIsi MOBTOPHHUX
mianoriB. 3BYKM OOMpalnuCh IHAUBIIYaIbHO JUIsI KOXKHOTO MEpCcOoHaxa 3
BignmoBigHoro MacuBy dialogueSound. ¥ xomi mepeBipkm 3BepTanach yBara Ha
OasaHC TYYHOCTI MIXK JiaioroM Ta OHOBUMH eeKTaMHu.

Kpim Toro, mepeBipsuiach (QyHKIIIOHAIBHICTh 30HATBHOTO 3BYKY 3a
nomoMoror komrnoneHTiB AudioTriggerZone. ¥V ciieHax 3 MOAUIOM Ha BHYTPIIIHI
Ta 30BHINIHI MPUMIIICHHS, TP BXO/1 B KOHKPETHY 30HY 3aITyCKaJuCs BiAMOBIIHI
aTMOC(EepHI TPEKU — HANPHUKJIIAJ, IIIyM BITPY HAJIBOP1 YM MPUTIYIIEHE TYJIHHI B
kopuaopi. TecTyBaHHsS MPOBOIMIIOCH [IJISi CHUTYyalllil IIBUIKOTO MEPEXOAY MIXK
30HaMH Ta iX MEPEKPUTTS, 3 AKIIECHTOM Ha IUIaBHICTh 3atyxaHHs (fade out) Ta nmosiBu
(fade in) 3ByKkiB. Byno miaTBEpAKEHO, 110 CUCTEMA HE JOITY CKa€ KOH(PIIIKTY KUTbKOX
TPUTEpPIB 1 CTa0LIIbHO BU3HAYAE aKTUBHY 30HY.

OxkpeMo mnepeBipsutach noseninka AudioManager mij 4ac Mnepexony Mix
cueHamu. [[ns 1poro 3A1MCHIOBABCS MEpPeXiJl 3 MEHIO JO0 IrPOBOi CLEHH, MIXK
JOKAllisIMM, a TaKoXX IOBEPHEHHA Ha3aA. byno mepeBipeHO, Yyl HE BUHUKAE
HAKJIAQJEHHS TPEKiB, 4YM 30epiraloThCsi 3HAYCHHS TyYHOCTI, YU AaKTUBYETHCA
npaBuiIbHUN (POHOBUM TpeK y HOBIM ciieHl. CucTeMa KOpEeKTHO 3aBepIilyBalia cTapi
3Byku dyepe3 fade out, a HOBI 3aBaHTaxXyBaja 3 BHUKOPUCTAHHSM KEIIOBAHHUX
pecypciB. Lle 103BOIMIO YHUKHYTH 3aTPUMOK Ta 3001B MpU 3MiH1 CEPEIOBUIIA.

TakuMm 4yMHOM, y pe3ysbTaTi CUEHOBOTO TECTyBaHHA OYJIO MIATBEPIKEHO
(YHKIL10HAJIBHICTh YCIX KJIFOUOBUX ay110MOAYJIB, IXHIO 3/JaTHICTb a/1allTyBaTUCA /10
KOHTEKCTY Ta CTa0UIbHY pOOOTY Y pealibHOMY IrpOBOMY 4aci.

3.4.3 TecTyBaHHS pUTMIYHOI MIHITPU

PutmiuHa MiHIrpa € OJHUM 13 HAMOLIBII YYTIMBUX /10 TAMIHTY €JIE€MEHTIB

IpU, TOMY ii TECTYBaHHS BUMAarajo ocOOJMBOI yBark JO TOYHOCTI CHHXpPOHI3AIlli
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aymio Ta Bi3yanbHUX ejeMeHTiB. OCHOBHUM 3aBAaHHSM OyJiO0 TEpeBIpUTH
BIJIMIOBIHICTh TMOSBH HOT 33J]aHOMY PUTMY, KOPEKTHICTh CIPUNHATTS BBEICHHS
KOPHCTYyBaya Ta CTa0IbHICTh MOBEAIHKH MPU 3MiHI TEXHIYHUX YMOB (HAIIPUKJIIA],
FPS).

IlepemyciM mpoBoauiach IMepeBipKka TaMIHTIB HOT BiNnoBiiHO 10 BPM
(beats per minute) kommosuilii. Ha ocHoBi o0'ekta StageData BuzHavauch

OYIKyBaH1 MOMEHTH TOSIBH KOXKHOT HOTH 3T1JHO 3 (popMyIio10:

noteTime = 60 / BPM * beatNumber + timeOffset (3.3)

VY Xxoai TecTyBaHHS 3BepTajlach yBara Ha T€, YM 3 ABJISIIOTBCA HOTH Y
BI3yasIbHIN 30H1 BiAMOBIAHO A0 aymio. IlinTBepmkeHo, mo cucrema NoteSpawner
CTBOPIOE 00'€KTH 3 TOYHOIO MPUB’SIZKOIO 10 MY3UIHOTO PUTMY.

Oco0iMBO peTenbHO MepeBipsIach MexXaHlKa IOMaJlaHHs Ta IpoMaxy,
peanizoBaHna y ckpurnti Notelnput. ['paBerib MaB HaTHCKATH KJIaBillll Y MOMEHT, KOJIA
HOTa BXOIuTh y 30HY B3aemomii (HitZone). byna mporecroBana cucrema BikHA
TO4HOCTI (tolerance window), sika ¢ikcye BaydanHs npu BigxuieHHi £0.15 cek Bia
17IealIbHOTO TaWMIHTYy. Y pasi MepeBUIIEHHS IOTO MOPOry cucTema (ikcyBana
npoMax. PesynbTaT 00pOOKM BUBOJWIIMCH Yepe3 Bi3yalibHI Ta 3BYKOBI CHTHAIU
(3BOPOTHUH 3B’S30K), 110 JIO3BOJIMJIO JIETKO TMEPEBIPUTH JIOTIKY pOOOTH Mij dYac
TECTyBaHHS.

OxpeMe TecTyBaHHSI TPOBOIUIIOCH Y CHMYJILOBAHOMY CEPEIOBHII 3 HU3BKOIO
npoaykTuBHICcTIO (3MeHIeHo FPS no 20-30 xaapiB 3a cekyHAy), 100 NEPEBIPUTH,
SK CHCTEMa CIpaBlse€Tbcsl 3 BiIkoM uyacy uepe3 Time.deltaTime. Bbyno
BCTAHOBJICHO, 1[0 HE3aJICKHO B1JT YACTOTH KaJpiB, IHTEPBAIHN IOSBHU HOT Ta 00poOKa
HATUCKaHb 3AJIMINAIOTHCS cTabuThHUMH. Le 3acBiguye, 1m0 Jac y rpi BIACTEKYETHCS
MPaBUIBHO, 3 YpaxyBaHHSIM HAKOMWUYEHOI MEIbTH KaJpiB, IO KPUTUYHO JIJIst
CUHXPOHI30BaHOTO TeUMILIIEIO.

JlonatkoBy yBary npuaiieHo cuctemi HitZoneFeedback, sxa Binmosigae 3a

BIJITBOPCHHS 3BYKIB I1OI1a/IaHHS a00 TpoMaxy. byro nporecroBaHo 6alaHC TYYHOCTI
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3BYKiB (pimOeKy BiMHOCHO ()OHOBOI MY3HMKH, a TAKOX Bi3yasbHI epeKTH (cranaxu,
3MiHa KOJIbOPY). Y Ci 3BYKOBI CUTHAJIM YITKO CITIBBIIHOCATHCS 3 JIISIMU TPABIlS, HE
3aTPUMYIOTHCS 1 HE BUKJIMKAIOTh apTedakTiB. Lle marBepkye yCmimHy iHTerpaio
ayJ1i03BOPOTHOTO 3B’S3KYy B 3arajibHy CUCTEMY.

3aranoMm, puUTMIYHA MIHITpa TMPOMIUIA TOBHUM MK TECTYBaHHS,
MPOJICMOHCTPYBABIIM BUCOKY TOYHICTh CHHXPOHI3allil Ta CTIUKICTh 10 TEXHIYHUX
3miH. CucTema BHSBWJIACS HAMIWHOIO Ta aJalTUBHOIO, 110 OCOOJMBO BaXKIMBO JIJIS

MEXaHIK, /1€ 3BYK € OCHOBHUM OPIEHTHUPOM.

3.4.4 TecTyBaHHS CUCTEMH HAJIAILITYBaHb

TecTyBaHHS CHCTEMHM 3BYKOBUX HaJallITyBaHb IPOBOJIUIOCH 3 METOIO
NEPEBIPUTH  KOPEKTHICTh B3a€EMOAII MK KOPUCTYBaUbKHM 1HTep(ercoMm,
BHYTPIIIHBOIO  JIOTiKOIO  SettingsManager, mnapamerpamu AudioMixer Ta
30epexeHHssM  koH(pirypamii depe3 PlayerPrefs. VYcsa  dynkmionansHiCTh
TECTyBajach SK y MeEXaxX OKpPeMOi CIEHHM 3 HaJaIllTyBaHHSIMH, TaK 1 MiJ Yac
3BUYAHOI0 IrpOBOTO MPOIIECY.

[lepmum ertamoMm cTaja TepeBipKa BIAMOBIIHOCTI 3HAa4YeHb ITOB3YHKIB
(Sliders) y wmeHIO HajamrTyBaHb peajdbHOMY edekTy Ha 3ByK. [ns 1poro
3MIHIOBAJIMCh 3HAYEHHS 3arayibHOi TyyHocTi (Master Volume), rygyHocTi My3HKH
(Music Volume), 3BykoBux edekriB (SFX Volume) ta armochepHux 3BYKiB
(Ambience Volume), micis 4oro TecTyBajoCs, YU 3MIHIOIOTHCA BIJMOBIIHI
napamerpu B AudioMixer. Yci 3MIHM KOPEKTHO TMEpEAaBaliuCh Yepe3 METO
AudioMixer.SetFloat(), a aymio curHam HerailHO pearyBaB Ha 3MiHU PIiBHS, IO
CBITYUTH TIPO MIPABUIIBHY peai3allito JIOTiKY MpuB’ 3Ky 3HaueHb Ul 1o mikmepa.

Jpyrum BaxJIMBUM eTaroM OyJia epeBipka MexaHi3My 30€peKeHHs 3HAYCHb
HajamrtyBaHb. [licist 3MiHM TYYHOCTI 3HaYeHHs 3anucyBanuch y PlayerPrefs yepes
meton PlayerPrefs.SetFloat() y SettingsManager. ¥V pe3ynbTaTi nepesamycky I'pu
3HAYEHHS 3YUTYyBaIMCh Ha cTapTi uepe3 PlayerPrefs.GetFloat() 1 BcTraHOBMIOBaINCH
JUIS BCIX BIJIMOBAHUX MapaMmeTpiB. Lle M03BomMIIO MiATBEPAUTH, IO TPaBEllb HE

BTpayvae 1HJIMBIAyaIbH1 ay110HAJIAIITYBAHHS MMICIIA BUXOAY 3 TPHU.
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OxkpeMo TecTyBanach (yHKINSI BIATBOPEHHS TECTOBOTO 3BYKY MpU 3MiHI
rydHocti. Ilig Jac mepemiieHHs MOB3yHKA JUIS KOXKHOTO 3 MapaMeTpiB OJipasy
BIJITBOPIOBABCS BIAMOBITHUM KOPOTKUM aya10KIIII, 11O JO3BOJISIIO MUTTEBO OI[IHUTH
pe3yibTaT HalamTyBaHHSA. Takuii 3BOPOTHUN 3B’SI30K CIIPHUSB  ITiJIBHINCHHIO
3pY4YHOCTI JJIsl KOPHCTyBaya 1 3a0e3nedyBaB MIBHUJIKE HaJalITyBaHHs 0e3 moTpedu
MTOBEPTATHCS JIO TPH.

diHanbHa NEpeBIpKa CTOCYyBajdach MNOBTOPHOIO 3alyCcKy TIpH: IMicas i
nepe3anycky 0yJio miaTBEepKEHO, [0 3HAUYCHHSI BCIX HaJaIlITyBaHb 30€pIratloThes 1
3aBaHTAXYIOTbCS aBTOMATHYHO. Lle CBITUUTH MpPO CTAOUIBHICTH peani30BaHOl
JIOTIKM Ta TIOBHY IHTETpaIlito 30€peKeHHs MapaMeTpiB y CHCTEMYy HalalllTyBaHb
Unity.

Takum umHOM, cHucTeMa 3BYKOBHUX HalallITyBaHb I[IOKa3ajia BHCOKY
HAJIUHICTh 1 CTaOUIBHICTh y poOOTI, 3a0e3Meuyrour IHTYiTUBHY B3a€EMOJIII0 3
KOPUCTYBaueM Ta BIAMOBIIHICTh OUIKyBaHHAM. Lle M03BoJIsIE KOXKHOMY TpaBIICBI
aJanTyBaTH 3BYYaHHS TPHU IIiJ BJIacHI BIIOJOOAHHS, HE MOPYIIYIOYH 3arajlbHOTO
OaylaHCy 3BYKY.

3.4.5 TecTyBaHHS 3BYKOBUX MEXaHIK T€HMILICIO

Y Mexax 3arajJlbHOro TECTYBaHHS ayJlOCUCTEMH OCOOJIMBY YBary OyJio
IPUALIEHO MEepeBipLl 3ByKOBUX MEXaHIK, Kl 0e3MocepeaHbO MOB’3aHi 3 IrPOBUM
npouecoM. L{i MexaHIKM He JMIIEe CYNpPOBOJKYIOTh [Ii rpaBls, aje ¥ MaroTh
(yHKLIOHATBPHUN BIUIMB Ha HaBKkoJuiuHe cepenouiie Tta NPC. TectyBaHHs
IIPOBOJIUIIOCS B IEKUTPKOX TEMAaTUYHUX HAMPSIMKaX.

Mexanika cucty (PlayerWhistle) mepeBipsutach 3 morisify KOPEKTHOCTI
3amycKy, MpOTpPaBaHHsS 3BYKY, MacITaOyBaHHS 30HM [ii Ta peakilii BOPOTIB.
['paBerts Mae 3MoTy BUOpaTH PIBEHHb CUIIM CBUCTY, 1110 BIUIMBAE HA Pajlyc 30HU — IIi
3HAYEHHSI TECTyBaIMCh uepe3 B3yanbHuil iHAMKaTOp (WhistleArea). Ilicns
akTuBallli CcBUCTY BHUKIMKanack ¢yHKis PerformWhistle(), sxa mnporpasana
ayI0KJIIN 13 MAaCUBY BIATMOBIHOTO PIBHS I'yYHOCTI (CIIaOKUM, cepeiHii, CUIbHUN),
a Takoxk Mmykaga NPC y BuszHaueHoMmy pajiyci. 3a pe3yJbTaTaMu TeECTIB

HIATBEPAKEHO: yC1 BOPOTH, SIK1 IepedyBalld B MEXaxX 30HH, PEaryBajid Ta pyXajauch
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y  HampsSMKy  TpaBlsg, M0 JOBOJAWTH TMPaBWIbHY  pOOOTY  JIOTIKH
EnemyController.MoveToNoise().

[lepexin Mix JIOKalisiMu nepeBipsBcs yepe3 cucreMmy TeleportSystem, B Ky
OyJi0 iHTerpoBaHo 3BykoBe oopmiieHHs. [lepen nepeMrKkaHHsIM CIIEH ITpOorpaBaBcs
KOPOTKHUM aynioedexT, 1o CUrHajiizyBaB mpo Tejenoprarito. Ile 3abe3neuyBaiio
I'PaBIIEBI CEHCOPHUI Mepexij 1 CpUsIO CIPUUHATTIO O€31I0BHOTO niepexoay. byio
IPOTECTOBAHO JCKIIbKA Bapi1aHTIB TEJIECTIOPTALI — MK T'YPTOKUTKOM, TOBEPXaMHU,
KIMHATaMH - y BCIX BHITAJIKaX 3BYK KOPEKTHO CIIPAIlbOBYBAB JI0 3aBAHTAXCHHS HOBO1
CIICHH.

B3aemomisi 3 o6'ektamu Ta iHTep(dEcOM TaKOX CyIpPOBOKYBalacCh
aymioBiarykom. Hampukian, B3aeMopis 3 1HBEHTapeM, BIAKPUTTS JBEpEH,
HaTHCKaHHs KHOTIOK B MEHIO a00 akTuBaIlis aiajorie uepes QuestGiverlnteraction —
KOKHA 3 IMX Jid BUKIMKalIa TMPOTrpaBaHHS BIJIMOBIHOTO 3BYKY 4epe3
AudioManager a6o 6e3nocepentubo 3 AudioSource. Byiio nepeBipeHo peakxiiiro Ha
MOBTOPHI HATUCKAHHSI, IIBUKI IEPEMUKAHHS Ta HEOUIKYBaHY 3MIHY CLIEH — 3BYKOBI
e(heKTH Mpu IOMY 3aJTUIIATUCh CTa0lIbHUMU, 0€3 HaKJIaJlaHHs Yd KOH(IIKTIB M1XK
TDKEpETaMu.

VYci pe3ynbrati NiATBEPIUIIH, IO 3BYKOBI MEXaHIKU TE€HMILICIO MPAIIOI0Th
CTaOUIbHO, B3a€EMOAIIOTH 3 JIOTIKOW TP W MNIACWIIOIOTH 3aHYPEHHS TpaBLs Y
BipTyaipbHe cepenouine. Ile 3abesmedye He smme armocdepy, ane u

byHKIIOHATBHUHN 3B’ 130K MIXK JTISIMU KOPHCTYBada Ta PEAKIIIE0 CBITY T'PH.

3.4.6 BUCHOBKH 3a pe3yJbTaTaMH TECTYBaHHS

VY pe3ynbTari MpoOBEACHOTO TECTYBAaHHS ayJIIOCHCTEMH I'PH MOKHA 3pOOUTH
KUJIbKa BaXKJIMBUX BUCHOBKIB 111010 11 CTa01IbHOCTI, SIKOCTI peajtizallii Ta moTeHIiary
710 TOJAJIBIIIOTO PO3BUTKY.

ITix wac TecrtiB Oynu BUSIBJICHI HE3HAUYHI MOMUJIKHM. Hampukiman, Ha paHHIX
eTanmax y JesKHX CIEHaX CIIOCTepIrajiocs HakIaJaHHs KUIbKOX 3BYKIB IpHU
mBUAKOMY HaTuckaHH1 UI-KHOTIOK, 110 3r0/1oM OyJIO YCYHYTO HUIIXOM OOMEXEHHS
MIOBTOPHOTO BHKJIMKY 3BYKY. TakoX Ha OKpPEMHUX IPUCTPOSX 13 HHU3BKOIO

IPOJYKTUBHICTIO 3aTPUMKHU Yy BIATBOPEHHI HOT y PUTMIYHIA MIHIIpl CTaBajiu
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nomiTHimMU. [l mpobiiema Oyira 4aCTKOBO BUPIIICHA Yepe3 ONTHUMI3AIliI0 KOy,
BukopuctanHs Time.deltaTime 1 3MmeHIIeHHS TrpapiqyHOr0 HABaHTAXEHHS ¥
BIJIITOBITHUX MOMEHTAX.

VY oMy cucrema rnokasajia BUCOKY CTa0lIbHICTh. BiATBOpEHHS 3BYKIB 0YJI0
HAJIIHHUM Yy BCIX TUIIOBHUX CLICHAPISAX: Yy Jlajorax, IiJi yac HaBiraiii 1o jJokamisx, y
MIHITpi, TpH B3aemojli 3 mpeameramu. AudioManager KOpPeKTHO 0O0poOIIsIB
nepexoau MK CIEHaMHd Ta HE BUKJIMKaB 300iB, a mapamerpu, 30epexeHl B
PlayerPrefs, 3aBxau yCHiIIHO 3aCTOCOBYBAIHCH TICIS TOBTOPHOTO 3aITyCKY TPH.

Oco0JMBO IIHHUM CTAJIO TECTYBAHHS 3 3aJlyYEHHSM TpaBLiB. 3a iXHIMU
BIITYKaMu, 3By4aHHS y Tpi 100pe nepeaaBaio armocdepy, Oyio 4iTKo MpUB’sa3aHe
710 TIOfi}, a 3ByK CBHUCTY Ta JI1aJIOTiB JIOAABaIM >KUBOCTI. Takox OyJ0 MO3UTHBHO
BIJI3HAUEHO, IO MIHITpa 30CEpe/PKeHa Ha PUTMI, a HE JIHIIC Ha Bi3yaJlbHHX
eJIeMEeHTaxX, IO MiJBUIIYE 3ATYYEHICTb.

[Torpu crabuipHy peaiizaiiio, OyJad BHU3HAYEHI TEPCIICKTUBHU IS
BIOCKOHANCHHS. Cepeln HuX:

— JIoAaBaHHS MIPOCTOPOBOTO 3BYKY JIIsI 00’ €MHOTO TTO3UIIIOHYBAaHHS JHKEPET;

— pO3IIMPEHHS Bapiailiit ayaioeekTis, 100 YHUKHYTH MOHOTOHHOCTI;

— aJlaliTUBHE KOPUTYBAHHS TYYHOCTI 3aJIEKHO BiJ MOAINA Ipu (HampuKiIad, y
MOMEHT1 HaIIPY>KEHHS — aBTOMATUYHE MPUTITYIICHHS ()OHOBUX 3BYKIB).

TakuM 4yuMHOM, TECTyBaHHS MIATBEPAMIIO, IO ayAiOCHCTeMa BHUKOHYE BCi
3asBJieH1 (YHKINi, BIAMOBIJA€ TEXHIYHUM 1 XYyJOKHIM BHMOTaM TpU Ta Mae

MOTEHIIIAJ JJIsl TOAAJIBIIIOTO PO3IIMPEHHS 3 YPaXyBaHHSIM OTPUMAHOI0 JOCBITY.

BucHOBOK 110 po3airy

VY tperboMy po3aim OyJio eTaabHO PO3TIISHYTO K 3aCO0M PO3POOKH, TaK i
MOBHY peajizallito aymiocucteMu B 2D-mpuromHuibkii rpi. Ha mepmomy etami
0yJi0 0OTpYHTOBAHO BUOIp IHCTPYMEHTIB — cepenoBuina Unity, peJakTopiB KOy Ta
ayJlio, a TaKOK HaBEJCHO BHUMOTH JI0 TEXHIYHOTO Ta MPOTPAMHOTO 3a0e3rmeueHHs

JUTst 3a0e3eUeHHs CTaOUIbHOTI pOOOTH I'PU Ha PI3HUX MPUCTPOSIX.
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OcHOBHAa  YacTMHA  PO3AUTY  TPUCBSIYEHA  aHAMI3y  peamsarii
ayniodyHKIlOHaNIbHOCTI. byna ommcana 1eHTpadi3oBaHa —apXiTeKTypa 3
BUkopuctanHaM AudioManager, sika 103BoJisi€e €(EKTUBHO KepyBaTH 3BYyKaMu B
Mexax yciei rpu. JleranizoBaHo onmrcaHo MOAYJI, peai30BaHi IK CaMOCTIIHO, TakK 1
y CHiBIpami 3 IHIIMMHA 4YWIeHaAMH KOMaHJM, BKIrOYaroud SettingsManager,
PlayerMovement, PlayerWhistle, QuestGiverInteraction Ta iHmii.

OxkpeMa yBara MpuAlUICHa PUTMIYHIA MIHIrpl — ii MOJYJIbHA CTPYKTYypa,
MaTeMaTU4YHa TOYHICTh CHHXPOHI3allil HOT Ta IHTerpalis B 3arajibHy CUCTEMY ay/io.
Takox po3MISIHYTO, SIK Oy710 3a0€3ME4YeHO y3roKeHE BiATBOPEHHS 3BYKY ITiJT 9ac
T TpaBIl, MEPEXOAIB MiXK JoKamisasMu, B3aemoaii 3 NPC 1 BUKOpHUCTaHHS IrpOBHUX
MEXaHiK.

BaxxnuBuM TOMTOBHEHHSM JI0 OMKCY CTajla JiarpaMa iepapxii mijicucTeMm, sika
JI03BOJISIE€ TOOAUUTH 3B’ I3KM MK CKPUIITAMU, PO3AUTMTH BIATOBITAIBHICT Y MEXKaxX
KOMaH/I Ta BUBHAUUTH OCOOMCTUH BHECOK aBTOpa Y PO3pPOOKY ay/1I0CUCTEMHU.

TakuM YMHOM, y MeXax TPEThOro po3auly OyJo peayli3oBaHO KIIFOYOBI
3aBlaHHS JUIUIOMHOTO TIPOEKTY: TMOOYJOBaHO MacmTaboBaHy, MOAYJbHY,
IHTEIpOBaHYy  ayAloCUCTeMYy, sKa  BIONOBIOAE K  TEXHIYHUM, TakK 1

reMMIn3aiHEePChKMM BUMOTaM Cy4acHOi 2D-rpu.
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PO3JILI 4

OXOPOHA TIPALII

4.1 PeryntoBaHHsI TUTaHb OXOPOHU Ipalll Ha 3aKOHOJaBYOMY PiBHI

OxopoHa mnpaiii B YkpaiHi € 000B’SI3KOBUM €JIEMEHTOM oOpraHizailii Oyab-
SIKOTO BHAY TPOQeciiHOl ISIIBHOCTI Ta PETYIIOEThCS HU3ZKOI0 3aKOHOJABYUX 1
HOPMATHBHO-IIPABOBUX akTiB. OCHOBY IPaBOBOI'0 PEryJIIOBaHHS CTAHOBHUTH 3aKOH
Vkpainu «IIpo oxopony mpami» [14], saxuii Bu3HAuae mpaBa Ta OOOB’A3KU
poOOTOMABIIIB 1 MpaIiBHUKIB y Tamy3i 3a0e3medeHHss Oe3MeKH, Tiril€Hu mpari Ta
BUPOOHNYOTrO cepenoBuiia. Kpim Toro, 10 0CHOBHUX TOKyMEHTIB HanexaTh Kogekc
3aKOHIB Mpo npaio Ykpainu, Koncruryiis Ykpainu, Konekc IuBUIBHOTO 3aXUCTY
VYkpainu, a Takoxk MixkHapoaHi JokyMeHTH — Konseniriss MOIT Nel187, TupextuBa
Panu €C 89/391/€EC, crangaptu ISO 45001:2019, ISO 26000 [16] Tor0.

JISIBHICTE Y MeXaX JAUILIOMHOTO MIPOEKTY — CTBOPEHHS ayA10CYIIPOBOY Ta
1HTerpaiis 3ByKoBux edektiB y 2D-rpy — nepenbdayae podoTy B yMOBax 0(iCHOTO
a00 JMCTAHILIIHOrO CepeloBHILNA 3 BUKOPUCTAHHSIM KOMII FOTEPHOI Ta 3BYKOBOIT
TexHIKH. OCHOBHMMH (PakTOpaMy, MO NOTPEOYIOTh PETYIIOBAHHS 3 MOIISIAY
OXOpPOHH TpaIlli, €; TpUBaJIa poOOTA 32 KOMIT FOTEPOM, HABAHTAXKCHHS Ha CITYXOBUH
amapat mij 9ac oOpoOKH 3BYKY B HAaBYIIHHKAaX, IICUXOEMOI[IHHE Ta KOTHITUBHE
MEePEBAHTAXKEHHS, a TAKOXK €JIEKTpoOe3rneKa Mpyu BUKOPUCTAHHI €IEKTPOHHOTO Ta
aymioobnagHanus [15][19][20].

Jliist 3a6e3neyeHHst O€3MeKH B TaKMX YMOBAX 3aCTOCOBYIOTHCS MOJIOKEHHS
Jlep>xkaBHUX caHITapHUX HOpM 1 mpasumi, 30kpema: JICH 3.3.6.042-99 — mono
Mikpokiimary npumimienb, JIbBH B.2.5-28:2018 — momo ocsitienns, HCanlliH
3.3.6.096-2002 — 1OA0  E€NEeKTPOMArHiTHOIO  BUIIPOMIHIOBaHHS.  Takox
BPaxOBYIOThCSI HOPMH I'PaHUYHO JOMYCTUMOIO UIyMOBOI'O HaBaHTAXEHHS 3T1IHO 3
JICH 3.3.6.037-99 [18].

PeryntoBanus oxoponu mnpaii B IT-cdepi, 30kpema B irpoBiit po3poOiri 3i

3BYKOBOIO KOMITOHEHTOIO, € BAXJIMBOIO CKJIAJIOBOIO MPodeciitHol 6e3nexu. 3 0/HOTO
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00Ky, BOHO 3a0e3reuye 30€peKeHHs 3I0POB’S Ta Mpare3aTHOCTI PO3pOOHUKA, 3
IHIIOTO — CIPHUSE MIJABUINCHHIO €(PEKTUBHOCTI Ta SIKOCTI KIHIIEBOTO IPOIYKTY.
BpaxyBanHs BHMOT 3aKOHOJAaBCTBA B MPOIIECI IPOEKTYBAaHHS MPOrPaMHOIO
3a0€3MeUeHHS — 1€ HE JIMIIE BUMOTa 4acy, aje i MposiB BIAMOBIIATILHOTO MMIIXOTY

10 cydacHoi nudpooi npari [15][16].

4.2. BusiBieHHs NOTEHLIMHUX HEOE3MEeK CTOCOBHO 00’ €KTa MPOEKTYBAHHS

Po3pobka aymiocuctremu mns 2D-rpu B cepemoBumii Unity mepembavae
TpUBady pOOOTYy 3a KOMIT'IOTEPOM 13 BUKOPUCTAHHSM CHEIIaTi30BaHOTO
nporpamHoro 3adesnedenns (Unity, nudposi ayaiocTaHIli, peJakTopy 3BYKy) Ta
ayaioo0nagHaHHs (HABYIIHMKH, MIKpO(OHH, 3BYKOBI KapTu). Taka MisSUTBbHICTH
OB’ s13aHAa 3 HU3KOIO MOTEHIIHHO HEOE3MEeUHUX 1 IIKIIJIMBUX BUPOOHUYUX (PaKTOPIB

[15],[18],[19] saxi kinacudikyrOThCs BIAMOBIAHO 10 X mpupoau Aii (Tadma. 4.1).

Tabmuua 4.1 — Knacudikanis HeOe3MeYHMX 1 MIKAJIMBUX BUPOOHUYMX

(akTOpiB y MPOEKTI

I'pyna KoHKkpeTHi mposiBH y MPOEKTI MosxB1 HacHIi KU
(bakTopiB
®izuuni | [ligBuieHuii piBeHb MIyMy B HABYIIIHUKAX, [ToripmeHHs cayxy,
HE/IOCTATHS OCBITJIEHICTh, IEPErpiB 00T THAHHS, 30pYy, 3arajibHa BToMa

BHCOKa TeMIIepaTypa MoBITpsi, BiOpalii Bij

30BHIIIHBOI TEXHIKU

XiMiyai | MoxJrBe BUKOpUCTaHHS (DIIFOCIB Ta MastHHS TPU [Hransmis mKiaIuBIX
PEMOHTI TEXHIKH PEYOBUH, NIOAPA3HEHHS
[Tcuxodizi | TpuBasa craTuyHa 1032, PO3YMOBE ITopymenHns nocrasu,

OJIOTiYHI | TIepeHanpy>KeHHs, MOHOTOHHICTh 3aBJaHb, €MOIliifHE | XpOHIYHA BTOMA, CTPEC

BUT'OPAHHS
Enextpnu | HenocraTHe 3a3eMiIeHHS, BAKOPUCTAHHS KUITBKOX VYpaxeHHs
Hi IIPUCTPOIB OJJHOYACHO €JIEKTPOCTPYMOM,

neperpiB MPOBOJIKH
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JleTanpHimIe:

1. ®i13uuHi GakTopu B OCHOBHOMY TIOB’SI3aH1 3 YMOBAaMH TIpaIlli: OCBITJICHHSIM,
IITYMOBUM HaBaHTaXEHHSM (0COOIMBO MpH poOOTI 3 HABYITHUKAMU MoHaa 85 nb),
Temrneparyporo mnpumimeHHss [17]. Takoxk BapTo BpaxoBYBaTH TpHUBAJEC
nepeOyBaHHS B CTATUYHIN T1031.

2. XimiuHi (aKTOpU MOXKYTh 3 SBUTHCS y pa3l OOCIyroByBaHHS TEXHIYHOTO
o0JiaIHaHHSI BPYYHY — HAIPUKJIAJ, IIPU PEMOHTI aKyCTUYHUX CUCTEeM abo0 MasHHI
MIKpOCXEM 3BYKOBHX iHTepdeiiciB. Lle cynmpoBomKy€eThCS BUAICHHSIM MapiB QIirocy
Ta IHIIMX PEYOBHH.

3. biosioriuHi (akTopu HE MAIOTh CYTTEBOTO BIJIUBY B YMOBaX pO3pOOKHU I'pH,
SKIIO HE WAEThCs Tpo crienudivni 1abopaTopHi a00 MOIHOBI YMOBH.

4. Ilcuxodizionoridydai  (HaKTOPH CTAHOBJIATH OJWH 13 TOJOBHUX PH3HUKIB:
IPOrpamicTH ¥ 3BYKOPEKHUCEPU YaACTO MPAIIOIOTh B yMOBaX MOHOTOHHOI, aiie
IHTEHCUBHOI JIISUJIBHOCTI, IO BUKJIMKA€ BTOMJIIOBAHICTh, CUHIPOM «BUTOPAHHS,
BTpaty KoHueHTparii [15],[19].

5. EnextporexHiuHi (paKTOpH MOB’s13aH1 3 BEJTUKOI KUTbKICTIO 00naaHanHs: [1K,
MOHITOpH, ayaioiHTepdenicu, CTyAliiHI MOHITOPU, $KI MOXYThb CTBOPIOBATH
HEeOe3eKy KOPOTKUX 3aMUKaHb, IEPEBAHTAKEHHS MEPEKI 00 ypaKEHHSI CTPYMOM.

[TincymoByroun, poOoTa Haj ayaio B rpi mepeadadae mepeBakHO (i3WUHI,
ncuxo]i310JI0T1YHI Ta eJIEKTPOTEXHIYH] HeOe3nekH [15], ki MOXXyTh OyTH yCYHEH1
a00 MIHIMI30BaH1 HUISXOM BIIPOBA/DKCHHS OPTaHI3alifHUX 1 TEXHIYHMX 3aXOJiB

0e3rekH, 1o OyAyTh PO3TIISIHYTI B HACTYITHOMY T1PO3.ILI.

4.3 JlocmiKeHHST PU3MKY peajizallli MOTEHIIMHUX HeOe3NneK Ha 00’€KTI

POEKTYBAHHS Ta po3po0Ka 3aX0/IiB LI0/I0 iX MOMEPEIKEHHS

[Ipouenypa OLIHIOBaHHA NPOQPECIHHUX PU3UKIB € BAXKIMBOK CKJIaJ0BOIO
CHCTEMH YIpaBJliHHA oxopoHoro mpami [15]. Ii MeToro € BUABIEHHS MOTEHIiiHO

HeOe3MeYHUX CHUTyalllif, BU3HAYEHHS PIBHS PU3MKY iX peainizalii Ta po3pooOka
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3aXO0iB 13 3amo0iraHHs Y¥ MiHiIMi3allii BIUTUBY TaKUX 3arpo3. 3aBAaHHSMU OIIHKH

PHU3HKIB €:
— imeHTHdiKaIis JKepes HeOe3NeKH;

— BU3HAYCHHS WMOBIPHOCTI peai3aliii HeOe3MeKr Ta MOYKIMBUX HACIIJIKIB;

Kiacudikailis pu3HKiB 3a piBHEM MPUUHITHOCTI;

po3po0Ka TEXHIYHUX, OpraHizaiiHux abo MpodUTaKTHYHUX 3aXO0IiB.

BianmoBigHO 10 METOAWYHUX BKAa31BOK, JJIS IMPOBEICHHS KIIbKICHOI OIIHKH
PUBHKIB BUKOPUCTOBYETHCS MATPHUIIS OILIHKK PHU3UKIB, fKa 0a3yeThCcsl Ha JBOX
napamMeTpax: WMoBipHIcTb oAil (P) Ta cepiio3HicTh HacikiB (S). KomOinaris nux
(bakTOpiB J03BOJIAE€ OLIHUTH PIBEHb PHU3MKY 3a IIKAJOK BIiJ JOMYCTUMOIO JI0

Hemnpuiyctumoro (puc. 4.1).

ManolmMoBipHa Moxnrea MmogipHa

HW3kbKa OonycTHMKUA JonycTUMUA CepenHin

CepenHna NonycTymMmi CepegHin Bwcokwi
Bucoka CepenHin Bucorui HenpunycTUMKA

Pucynox 4.1 - Ilpuxnan - MaTpuils OIIHKY PU3HKIB

KonbopoBe KOIyBaHHS: 3€JICHHH — JIONMYCTUMHM; >KOBTUH — CepeaHiid;
OMapaHY€BHI — BUCOKHI; Y4ePBOHUHN — HEMPUITYCTUMUN PIBEHb PUBHKY.

4.3.1 Ilpukiiau OIIHKY TUIIOBUX PU3UKIB

Ha ocHOB1 nmaHux, 310paHuX y NONEpeaHbLOMY MIAPO3/LI1, MPOoaHaTI3yeEMO
KUIbKa XapaKTepHUX HEOe3NeK, 5KI MawTh Miclleé B poOOTI po3poOHMKa

ayaiocynpoBoay B 2D-rpi (Tab:n. 4.2).
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Ne | HasBa HeOe3mneku Cepiio3HICTh ﬁMOBipHiCTB PiBensn Pexomenmarii
HACIIKIB BUHUKHEHHS | PU3HKY
1 | IlepeBaHTa)xeHHs Bucoka Cepenns Bucoxkuit ObmexyBau

CIyXy mpu poboTi B TYYHOCTI, TIepepBU

HaBYIIHUKAX moroauan, LUFS-
MOHITOPUHT

2 | IIcuxoeMoriiiine Cepenns Bucoka Bucoxkuii PermamenTtoBani

BHCHAXECHHS npu MepepBH,

MOHOTOHHIH POOOTI YepryBaHHs
3aBJIaHb,
npodinakTuka
BUTOpaHHS

3 | Ilopywenns noctaBu | Cepeans Bucoxka Bucoxkuit Epronomiune

npu HE3pyUYHOMY Kpico,

MOJIOXKEHHI Tija HaJaITyBaHHS
MOHITODA,
pO3MUHKA  KOXHI
45-60 xB

4 | YpaxeHHsa Bucoxka Huzbka Cepenniit Texniuna

EIeKTPUYHUM nepeBipKa,

CTpyMOM BiJl 3a3eMJICHHS,

HECIIPaBHOI TEXHIKH

MepexeBi GpuUIbTpU
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MopyYLWEHHE CAyxy

Tpueana poboTa B HasywHnLax BrcokWA piBEHE Ty4HoCTI

BigcyTHicTs nepepn / Biney rHic e ofsesynass tysocri

[

/

f

BlOCYTHICTE TARMEDY KOHT DO BlEcyTHICTE LUFS-M0HITODHHMY

Pucynoxk 4.2 — JlepeBo BinMoB «IlopyiieHHs ciyXy»

Omuc pobotu nepea BinmoB «Ilopymenns ciuyxy»(puc. 4.2):
OcnoBHa nonist: [lopymienns ciyxy po3poOHuKa
[TpranHYM TIEpIIOTo PiBHS:

— TpuBajia poOOTa B HABYIIIHUKAX;

— BHUCOKHUH PiBEHb T'YYHOCTI.
[IpuynHM IPyroro piBHA:

— BIJICYTHICTb NI€PEPB;

— BIJICYTHICTh TaliMepy KOHTPOJIIO;

— BIJICYTHICTh OOME)XyBaua T'y4YHOCTI;

Biacyraicte LUFS-MoHiTOpHHTY.
Ile mepeBo neMoHCTpye, 10 (iHaTbHA HeOaKaHa IOJis BUHUKAE Uepes
CYKYITHICTh HE3aJeKHUX (PAKTOPiB, YCYHEHHS OYIb-KOTO 3 SIKHX BXKE 3HUIKYE
PU3HK.
4.3.2 PexoMeHI0BaH1 3aX0I1 O€3IIEKH
1) TexHiuHi:

— cepTu(dikoBaH1 HABYITHUKH 3 JIIMITOM TYYHOCTI (110 85 nb);
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— ayxioinTtepdeiicu 3 MoHiTopuHroM LUFS Ta oOMexyBaueM piBHS BUXOY;
— eproHoMiyHe poOoye Micie (BUCOTa CTOJY, MOJ0XKEHHSI MOHITOPA, OIIopa JIst
HIT).
2) Opranizaimiifti:
— nepepsu moroauau (pexxum 50/10 abo Pomodoro);
— 4ITKHi rpagik poOOTH, NIIaHyBaHHS 3aB/aHb;
— YepryBaHHs TEXHIYHUX 1 TBOPUMX 3a/1a4 7151 YHUKHEHHS MOHOTOHHOCTI.
3) CaniTapHO-TITi€HIYHI:
— TMPOBITPIOBaHHS KIMHATH, TemreparypHuii pexum 20-24°C, Bonoricts 40—
60%;
— KOHTPOJIb IIIyMOBOT'O HaBaHTakeHHs Ha ¢oHi (< 40 1b);
— IIIOJICHHI BIIPaBH JIJIS OYCH 1 IImi.
4) IlpeBeHTHBHI:
— peryisipHa nepeBipka TEXHIYHOTO CTaHy 00JiaTHAHHS;
— MPOBEJEHHS NEPBUHHOTO IHCTPYKTAXY 3 OXOPOHH Ipaili;
— BUKOPHUCTaHHS MEPEKEBUX (PUIBTPIB 1 MPUCTPOIB 3aXKUCTY B1JI IEPEHAIIPYTH.
3aBASKM TOETAHOMY aHami3y 1 Kiacu@ikaiii TUIOBUX 3arpo3, a TaKOoX
noOy/I0Bi IepeBa BiIMOB Ta MAaTPUIll PU3HKIB, OyJI0 3alIPOIIOHOBAHO HU3KY JIEBUX
pimens. Ix peanizaiis 1a€ 3MOTy 3HU3UTH HMOBIpHICTb MPOQeECiHHNX 3aXBOPIOBAHD,
MIJBUIIUTH TPOSYKTUBHICTH Mpalll Ta 3arajibHuii KoMGopT poOOYOro Mporecy

PO3pOOHUKA ay1I0OCUCTEM TPH.

BucHoBku 10 po3aity

Metoro po3auty «OxopoHa mpaui» € aHaii3 (akTopiB PU3UKY Ta PO3poOKa
3aXOAIB 1IOJ0 3a0e3leyeHHs Oe3MeYHuX YMOB Ipall Ha poOodomy MicIi
po3poOHMKa, SIKUM 3aliMaeThCsl CTBOPEHHSM ayxaiocympoBoay B 2D-rpi B
cepenosuii Unity. Y po3aini po3risiHyTO 3aKOHOAABYE PEryIIOBAaHHS OXOPOHH
npaiti [14][16] ineHTH(dIKOBAHO THIOBI IIKIIMBI Ta HeOE3MeuHi (paKTOpH, BIIACTHBI

s odicaoro cepemoumia [15][18][19] IT-daxiBusg, 30kpeMa 3BYKOBOTO
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TU3aifHepa, a TAKOX JOCIIHKEHO PU3HK peaizailii ux (pakTopiB i3 BUKOPUCTAHHSIM
MaTpHIll pU3MKIB Ta fepeBa BinMoB [15][20].

[IpoBeneHo aHami3 YOTHPHOX THUIIOBUX  CUTyallid, cepel  SKHUX:
NIEPEBAHTAXKEHHS CIYXOBOTO amapary, MCUXOEMOIlIHE BUCHAXCHHsI, TIOPYIICHHS
MIOCTaBU Ta PU3UK YPAKEHHS €JIEKTPOCTpyMOM. JIJisi KOXKHOTO 3 IMX BHUIAJKIB
BU3HAUECHO PIBEHb PHU3UKY Ta HAJaHO OOTPYHTOBAaHI pPEKOMEHJallli I10/J0
3MEHIICHHS HOT0 JI0 TIOIyCTHMOTO PiBHSI.

3anpornoHOBaH1 3aX0Jy MOAIEHO Ha TEXHIYHI (€proHOMIYHE OO0JaJHAHHS,
ayJ1lIOMOHITOPUHT), OpraHi3aliiiHi (periiaMeHTOBaH1 IepepBy, MIaHYBaHHS 3a/1a4),
CaHITapHO-TITi€EHIYHI (TTPOBITPIOBAHHS, KOHTPOJIh MIKPOKIIMATy) Ta MPEBEHTHBHI
(mepeBipka 007aMHAHHSA, IHCTPYKTaXi). IX BHPOBAKEHHS O3BOJAE ICTOTHO
3HU3UTH HMOBIPHICTh PO3BUTKY NpodeCiiHMX 3aXBOPIOBaHb, IABUIIUTH
IPOJyKTUBHICTh, KOHIIGHTpAIlII0 Ta 3arajJbHUi A0OpOOYyT MpaIlliBHHUKIB y cdepi
M (POBOTo 3BYKOBOIO JIU3ANHY.

Takum dYMHOM, TIOCTaBlIEHA METa PO3ILTY JOCATHYTa, a 3alpOoIOHOBaHI
3aX0AM € €(QEeKTUBHMMM Ta aKTyaJbHUMH [JIsi NPOEKTYBAHHS W oOpraHizarii

0e3meyHoro pobovoro cepeioBuina y chepi CTBOPEHHS ayaio s 1rop.
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BUCHOBKU

VY X0/l BUKOHAHHS JUIUIOMHOI poOOTH OYJ0 JOCHIIKEHO, CIIPOEKTOBAHO Ta
peani3oBaHO IHTEPAKTUBHY ayaiocucteMy st 2D-rpu y »aHpi NPUTOJHUIBKOTO
kBecTy. OCHOBHa yBara NpuaUIAiach HE JIMIIE TEXHIYHOMY BIATBOPEHHIO 3BYKIB,
ajne ¥ ramOoKii 1HTerpallii ayaio B irpoBy JIOTIKY, 3 YpaxXyBaHHSAM JUHAMIKH MO,
B3a€MO/IIH 13 TpaBLEM, CLIEHAPHUX TPUTEPIB Ta HAPATUBHUX 30H.

Byno noBemeHo, 1m0 3BYK Yy Cy4acHid T'pl mepectae OyTH IpYropsiiHUM
€JIEMEHTOM — BIH MEPETBOPIOETHCS HA MOBHOLIIHHUI 3aC10 KepyBaHHS €MOLIIIHUM
CIPUUHATTSAM, 3aHYPEHHSM Yy CBIT I'pU Ta HaBITh Ha MEXaHIKY BIUIMBY Ha TeWMILICH
(K y BUMAJKY peaii3ailli CHCTeMHU CBUCTY YW PUTMIYHOI MiHIrpu). Takuii miaxina
CTaB MOXJIMBHUM 3aBJSIKU BUKOpUcTaHHIO py1uist Unity Ta mporpamuoi Mou C#, siki
HaJaIM BCl HEOOXiNHI 1HCTPYMEHTH [IJIi CTBOPEHHS THYYKOi, PEaKTHUBHOI Ta
MacITaboBaHOI ay/1I0OCUCTEMH.

[Ipotsirom po6oTu Oy0 BUKOHAHO MOBHUU IUKI PO3POOKHU: BIJ aHAIIZY
IpEeIMETHOI 00JIacTI Ta BUBYEHHS aHAJIOTIB JO CTBOPEHHS BJIACHOI apXITEKTYpHU
3ByKOBOI mifcucteMud. OCHOBHI KOMIOHEHTH cucreMu — AudioManager,
SettingsManager, AudioMixer, PlayerFootstepsWithSurfaces,
QuestGiverlInteraction, MOayal MIHITpM Ta 1HII — OyJM IHTErpOBaHI B €AMHY
CTPYKTYPYy 3  IIEHTPaJi30BaHUM  KEPyBaHHSM, MIATPUMKOK  TyYHOCTI,
PIOPUTETHOCTI KaHAIB 1 00pOOKHU TpUTEPIB.

Oco051BOi yBaru 3aciiyroBy€ peaizallisi puTMIYHOI MIHITPH, SKa MO€qHANA
ayaio 3 TOYHOK OOpOOKOI 1HIYTY KOPHCTyBaya, CHHXPOHI3AIlI€I0 TaWMIHTIB Ta
BI3yaJlbHUM 3BOPOTHUM 3B’si3KOM. Ile cTajno CBOEpPITHOI JIEMOHCTPALIIEIO
MOTEHIII1aJTy 3BYKOBOI B3a€MO/I1i y TeUMILIE].

[lin wyac TecTtyBaHHs OyJiM BHABJICHI OKpeMl HE3Ha4yHl MpodieMu
CUHXpOHI3allll B yMOBaxX HU3bKOi MPOJYKTUBHOCTI, OJHAK 3arajbHa CTaOUIbHICTb
cucteMu Oyia MiATBEp/KEHA HA PI3HUX MPUCTPOSIX 1 cepenoBulax. PesynpraTtn

103a01TITI-TECTYBaHHSI TPOJIEMOHCTPYBaK, 110 OUIBIIICTh TPaBIIB MO3UTUBHO
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COpUKMAIOTh 1HTErpallil0 3BYKY, OCOOJMBO B YacCTHHI PEAaKTUBHUX €(EKTIB,
J1aJJOTOBUX CUTHAJIIB 1 MIHITPH.

Takum uyMHOM, y Mexax IIi€i KBamidikaiiiHoi poOOTH OyJI0 YCHIIIHO
JOCATHYTO TMOCTABJICHOT METH — CTBOPUTH IMOBHOIIIHHUN 1HTEPAaKTUBHHUIA MOIYJIb
ayJlloCyIIpOBOAly, SIKMH OpraHIYHO JONOBHIOE IIPOBHUI Ipolec, MIATPUMYE
HapaTUBHY CTPYKTypy Ipu Ta 30araduye eMOUIMHUN JOCBiJ rpaBisg. OTpumani
pe3yJIbTaTd MOXKYTh OyTH BHKOPUCTaHI SIK OCHOBA JJIA MOAABIIONO POIIUPEHHS
IOPOEKTY, 30KpeMa, JOJAaBaHHS CHCTEMHM JIMHAMIYHOI TeHepalli MYy3HKH,
npoctopoBoro 3D-3Byuanns abo iHTerpamnii ctoponHix pimens (FMOD, Wwise) 3

METOIO MMiJIBUILEHHS THYYKOCT1 HAJIAIITYBaHb.
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Jlotatok A

JIicTUHT KOy ayTMCUCTEMHU B3a€EMO/IIT IPABIlS 3 MEHIO Ta HAJIAITYBaHHS 3BYKY

ButtonSound:

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;

public class ButtonSound : MonoBehaviour, IPointerEnterHandler, IPointerClickHandler
{

public AudioSource; // MocunaHHa Ha AudioSource

public AudioClip hoverSound; // 3BYK npu HaBepeHHi

public AudioClip clickSound; // 3BYK Mpu HaTUCKaHHi

// CobbiTe HaBepeHUs Kypcopa
public void OnPointerEnter(PointerEventData eventData)

{
if (audioSource != null && hoverSound != null)
1
audioSource.PlayOneShot(ChoverSound, 1.0f);
}
}

// TMopisa HaBefeHHs Kypcopy
public void OnPointerClick(PointerEventData eventData)

{
if (audioSource != null && clickSound != null)
{
audioSource.PlayOneShot(clickSound, 1.0f);
}
}

// ABToMaTU4HO popjaeMo 06po6HUK OnClick
void Start()

{
Button = GetComponent<Button>();
if (button != null)
{
button.onClick.AddListener(() => OnPointerClick(null));
}
}
}
SoundMixerManager:

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

public class SoundMixerManager : MonoBehaviour

{
// Start is called before the first frame update
void Start()
i

}

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



{

}
}
SettingsManager

using UnityEngine;

using UnityEngine.UI;
using UnityEngine.Audio;
using TMPro;

public class SettingsManager : MonoBehaviour

{

[Header("Settings UI")]

public Slider sliderMasterVolume;
public Slider sliderMusicVolume;

public Slider sliderSFXVolume;

public Slider sliderAmbientVolume;
public TMP_Dropdown dropdownResolution;
public Toggle toggleFullscreen;

public Toggle toggleVSync;

public Button btnSave;

public Button btnBackFromSettings;

[Header("Audio™)]
public AudioMixer;

private Resolution[] resolutions;
private float savedMasterVolume, savedMusicVolume,

savedAmbientVolume;

private int savedResolutionIndex;
private bool savedFullscreen, savedVSync;
private bool hasChanges;

private void Start()

1
}

SetupSettings();

private void SetupSettings()
{
// NepeBipsdemo, 4u ue nepunii 3anyck
bool isFirstLaunch = !PlayerPrefs.HasKey("Initialized");

// NoyYaTKoBi 3HaYeHHs AN Mepworo 3amycKy
if (isFirstLaunch)
{

// Po3pinbHa 3paTHicTb: 1920x1080

savedResolutionIndex = FindResolutionIndex(1920, 1080);

90

savedSFXVolume,

PlayerPrefs.SetInt("ResolutionIndex", savedResolutionIndex);

// 3Byk: 80% (0.8)
savedMasterVolume = 0.8f;
savedMusicVolume = 0.8f;
savedSFXVolume = 0.8f;
savedAmbientVolume = 0.8f;

PlayerPrefs.SetFloat("MasterVolume", savedMasterVolume);
PlayerPrefs.SetFloat("MusicVolume", savedMusicVolume);
PlayerPrefs.SetFloat("SFXVolume", savedSFXVolume);
PlayerPrefs.SetFloat("AmbientVolume", savedAmbientVolume);

// TIOBHOEKpaHHMI pewuMm: yBiMKHeHOo
savedFullscreen = true;
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PlayerPrefs.SetInt("Fullscreen", 1);

// V-Sync: BuMKHeHo (3a 3aMOBYYBaHHAM)
savedVSync = false;
PlayerPrefs.SetInt("VSync", 0);

PlayerPrefs.SetInt("Initialized", 1);
PlayerPrefs.Save();

else

// 3aBaHTamyemo 36epemeHi 3Ha4YeHHd

savedMasterVolume = PlayerPrefs.GetFloat("MasterVolume", 0.8f);
savedMusicVolume = PlayerPrefs.GetFloat("MusicVolume", 0.8f);
savedSFXVolume = PlayerPrefs.GetFloat("SFXVolume", 0.8f);
savedAmbientVolume = PlayerPrefs.GetFloat("AmbientVolume", 0.8f);
savedResolutionIndex = PlayerPrefs.GetInt("ResolutionIndex",

FindResolutionIndex(1920, 1080));

savedFullscreen = PlayerPrefs.GetInt("Fullscreen", 1) == 1;
savedVSync = PlayerPrefs.GetInt("VSync", 0) == 1;
}

// Iniuianizapia UI

sliderMasterVolume.value = savedMasterVolume;
sliderMusicVolume.value = savedMusicVolume;
sliderSFXVolume.value = savedSFXVolume;
sliderAmbientVolume.value = savedAmbientVolume;

resolutions = Screen.resolutions;
dropdownResolution.ClearOptions();

int currentResolutionIndex = savedResolutionIndex;
for (int i = 0; i < resolutions.Length; i++)

{
string option = $"{resolutions[i].width}x{resolutions[i].height}";
dropdownResolution.options.Add(new TMP_Dropdown.OptionData(option));
if (resolutions[i].width == Screen.currentResolution.width &&
resolutions[i].height == Screen.currentResolution.height)
{
currentResolutionIndex = 1i;
}
}

dropdownResolution.value = currentResolutionIndex;
dropdownResolution.RefreshShownValue();

toggleFullscreen.isOn = savedFullscreen;
toggleVSync.isOn = savedVSync;

// Npue'asyemo noaii
sliderMasterVolume.onValueChanged.AddListener(OnMasterVolumeChanged);
sliderMusicVolume.onValueChanged.AddListener(OnMusicVolumeChanged);
sliderSFXVolume.onValueChanged.AddListener(OnSFXVolumeChanged);
sliderAmbientVolume.onValueChanged.AddListener(OnAmbientVolumeChanged);
dropdownResolution.onValueChanged.AddListener(OnResolutionChanged);
toggleFullscreen.onValueChanged.AddListener(OnFullscreenChanged);
toggleVSync.onValueChanged.AddListener(OnVSyncChanged);
btnSave.onClick.AddListener(SaveSettings);

// Iniuianiszauia kHonku Save
hasChanges = false;
btnSave.interactable = false;

// 3acTocoByemo 36epemeHi HanawTyBaHHs
ApplySettings();
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private int FindResolutionIndex(int width, int height)
{

resolutions = Screen.resolutions;
for (int i = 0; i < resolutions.Length; i++)

{
if (resolutions[i].width == width && resolutions[i].height == height)
{
return i;
}
}

return 0; // fdkwo 1920x1080 He 3HalOEHO, BUKOPUCTOBYEMO Mepwe [OCTYMHe
po3WMpPeHHs

// 06pobHuku 3MiH (3BYK y peanbHoMy Yaci)
private void OnMasterVolumeChanged(float value)

{
audioMixer.SetFloat("MasterVolume", Mathf.LoglO(value) * 20); //
3aCTOCOBYETbCA B peasbHOMy Yaci
CheckForChanges();
}
private void OnMusicVolumeChanged(float value)
{
audioMixer.SetFloat("MusicVolume", Mathf.Logl0(value) * 20);
CheckForChanges();
}
private void OnSFXVolumeChanged(float value)
{
audioMixer.SetFloat("SFXVolume", Mathf.LoglO(value) * 20);
CheckForChanges();
}
private void OnAmbientVolumeChanged(float value)
{
audioMixer.SetFloat("AmbientVolume", Mathf.LoglO(value) * 20);
CheckForChanges();
}
private void OnResolutionChanged(int index)
{
CheckForChanges();
}
private void OnFullscreenChanged(bool value)
{
CheckForChanges();
}
private void OnVSyncChanged(bool value)
{
CheckForChanges();
}
private void CheckForChanges()
{
bool changed = sliderMasterVolume.value != savedMasterVolume ||
sliderMusicVolume.value != savedMusicVolume ||
sliderSFXVolume.value != savedSFXVolume ||
sliderAmbientVolume.value != savedAmbientVolume ||
dropdownResolution.value != savedResolutionIndex ||
toggleFullscreen.isOn != savedFullscreen ||

toggleVSync.isOn != savedVSync;



20);

}

hasChanges =
btnSave.inte

changed;

ractable = changed;

private void SaveSettings()

{

}

// 36epiraem
savedMasterV
savedMusicVo
savedSFXVolu
savedAmbient
savedResolut
savedFullscr
savedVSync =

// 36epiraem
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.
PlayerPrefs.

0 MOTOYH1 3HAYEeHHSA

olume = sliderMasterVolume.value;
lume = sliderMusicVolume.value;

me = sliderSFXVolume.value;

Volume = sliderAmbientVolume.value;
ionIndex = dropdownResolution.value;
een = toggleFullscreen.isOn;
toggleVSync.isOn;

o B PlayerPrefs

SetFloat("MasterVolume", savedMasterVolume);
SetFloat("MusicVolume", savedMusicVolume);
SetFloat("SFXVolume", savedSFXVolume);
SetFloat("AmbientVolume", savedAmbientVolume);
SetInt("ResolutionIndex", savedResolutionIndex);

SetInt("Fullscreen", savedFullscreen ? 1 : 0);
SetInt("VSync", savedVSync ? 1 : 0);
Save();

// 3acTocoByemo HanawTtyBaHHa (gnsg po3ginbHoi 3paTHocTi Ta V-Sync, 3ByK
3acTOCOBaHUI)

ApplyNonAudi

// BuMuUKaemo
hasChanges =
btnSave.inte

oSettings();

KHonky "36eperTtu"
false;
ractable = false;

private void ApplySettings()

{

}

// 3acTocoey

audioMixer.SetFloat("MasterVolume", Mathf.LoglO(savedMasterVolume) * 20);

audioMixer.S
audioMixer.S
audioMixer.S

// 3acTocosy
ApplyNonAudi

€MO 3BYK

etFloat("MusicVolume", Mathf.LoglO(savedMusicVolume) * 20);
etFloat("SoundFXVolume", Mathf.Logl0(savedSFXVolume) * 20);
etFloat("AmbientFXVolume",  Mathf.LoglO(savedAmbientVolume)

€Mo iHWi HanawTyBaHHA
oSettings();

private void ApplyNonAudioSettings()

{

}

// 3acTocosy
Resolution =

€MO po3AinbHY 3AaTHiCTb
resolutions[savedResolutionIndex];

93

BHe

*

Screen.SetResolution(resolution.width, resolution.height, savedFullscreen);

// 3acTocosy
Screen.fullS

// 3acTocoey
QualitySetti

€MO MOBHOEKPAHHUI pemuM
creen = savedFullscreen;

emo V-Sync

ngs.vSyncCount = savedVSync ? 1 : 0;

public void ResetToSavedSettings()

{

// Ckupaemo
sliderMaster
sliderMusicV

uI
Volume.value =
olume.value =

savedMasterVolume;
savedMusicVolume;
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sliderSFXVolume.value = savedSFXVolume;
sliderAmbientVolume.value = savedAmbientVolume;
dropdownResolution.value = savedResolutionIndex;
toggleFullscreen.isOn = savedFullscreen;
toggleVSync.isOn = savedVSync;

// BipHoBnweMo 36epexeHi 3BYKOB1 HanawTyBaHHSA
ApplySettings();

hasChanges = false;
btnSave.interactable = false;

RandomizedAudio

using UnityEngine;
using System.Collections;

public class RandomizedAudio : MonoBehaviour
1

[Header("Audio Clips Settings")]

[Tooltip("Macue 3BykiB, 3 skoro 6yae Bunagkoeui Bubip (Hanpuknag, pisHi BapiaHTu
3BYKiB KpokiB mo cxogax).")]

public AudioClip[] audioClips;

[Header("Playback Timing Settings")]
[Tooltip("MinimanbHuit inTepean (y cekyHpax) mimx BipTBOpeHHsM 3BYKy.")]
public float minInterval = 15f;

[Tooltip("MakcumanbHuit iHTepBan (y cekyHaax) Mim BiaTBOpeHHAM 3BYKy.")]
public float maxInterval = 30f;

[Header("Sound Variation Settings")]
[Tooltip("Bapiauia ryyHocti (+ Bip 6a30BOoro 3HauveHHs).")]
public float volumeVariation = 0.2f;

[Tooltip("Bapiauia ToHy (+ Bipg 6a30BOro 3HayeHHsa).")]
public float pitchVariation = 0.1f;

[Header("Fade Effect Settings")]
[Tooltip("YBiMKHYTM edeKT mocTynoBoro 36inbweHHsa ry4yHocTi (fade-in).")]
public bool useFadeIn = true;

[Tooltip("TpuBanicTb 36inbweHHa ry4dHocti (y cekyHpgax).")]
public float fadeInDuration = 2f;

[Tooltip("VBimMKHYTM etheKT MOCTYMOBOro 3MeHweHHd ryyHocTi (fade-out).")]
public bool useFadeOut = true;

[Tooltip("TpuBanicTb 3MeHweHHs ry4yHocTi (y cekyHgax).")]
public float fadeOutDuration = 2f;

private AudioSource;

private float initialVolume;

private float initialPitch;

private float timer;

private bool waitingForNextSound; // MNpanopeub Ang BiAcTemeHHA O0YiKyBaHHSA

void Start()

{
audioSource = GetComponent<AudioSource>();
initialVolume = audioSource.volume; // 36epiraemo noyaTKoBYy ry4yHicTb
initialPitch = audioSource.pitch; // 36epiraemo no4yaTKoOBUII TOH
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audioSource.volume = 0Of;

if (CaudioClips.Length > 0)
{

}

PlayRandomSound(); // BinTBopwemo nepuuit 3ByK oApasy

}
void Update()
{

if (waitingForNextSound)

1
timer —= Time.deltaTime;
if (timer <= 0)
{
PlayRandomSound();
waitingForNextSound = false; // Ckupaemo npanopeub nicng BigTBOpeHHSA
}
}
if (audioSource.isPlaying && useFadeOut)
1
float timelLeft = audioSource.clip.length - audioSource.time;
if (timeLeft <= fadeOutDuration && audioSource.volume > 0)
{
float fadeProgress = timelLeft / fadeOutDuration;
audioSource.volume = Mathf.Lerp(0f, initialVolume, fadeProgress);
}
}
else if (laudioSource.isPlaying && !waitingForNextSound)
{
// 3BYK 3aBepumBCcS — NMOYMHAEMO Bipgnik iHTepBany
timer = Random.Range(minInterval, maxInterval);
waitingForNextSound = true;
}
}
void PlayRandomSound()
{
if (CaudioClips.Length == 0) return;
audioSource.clip = audioClips[Random.Range(0, audioClips.Length)];
audioSource.volume = initialVolume; // BcTaHOBMKWEMO MOBHY ry4yHicTb
audioSource.pitch = initialPitch + Random.Range(-pitchVariation,
pitchvariation);
audioSource.Play();
LogSoundStart();
if (useFadeIn)
{
audioSource.volume = 0Of;
StartCoroutine(FadeIn());
}
}

void LogSoundStart()
{

string clipName = audioSource.clip.name;

float volume = audioSource.volume;

float pitch = audioSource.pitch;

float duration = audioSource.clip.length;

string fadeInStatus = useFadeIn ? $"Yes (Duration: {fadeInDuration}s)" : "No";

string fadeOutStatus = useFadeOut ? $"Yes (Duration: {fadeOutDuration}s)"
IINOII ;
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Debug.Log($"Sound started: Name = {clipName}, Volume = {volume}, Pitch =
{pitch}, Duration = {duration}s, FadeIn = {fadeInStatus}, FadeOut = {fadeOutStatus}");
}

IEnumerator FadeIn()
{
float timer = 0Of;
float targetVolume = initialVolume;
while (timer < fadeInDuration)
{
timer += Time.deltaTime;
float progress = timer / fadeInDuration;
audioSource.volume = Mathf.Lerp(0f, targetVolume, progress);
yield return null;
}

audioSource.volume = targetVolume;

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

public class SoundMixerManager : MonoBehaviour

{
// Start is called before the first frame update
void Start()
{

}

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

{

}
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JlotaTtok b

JlicTuHT KOy ayIUCUCTEMHU MEePEeCyBaHHS I'PABI, @ TAKOXK B3a€MOIISI 3 00'€KTaMH.

PlayerMovement

using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
[RequireComponent(typeof(AudioSource))]
public class PlayerMovement : MonoBehaviour

{

[Header("Movement")]
public float speed = 5f; // lWBupkicTb pyxy
private float moveInput; // BxipHe 3HauyeHHsa oci "Horizontal"

private bool facingRight = true; // Hanpsamok, B daKOMYy AMBUTbCA MEPCOHAK
private bool canMove = true; // MNpanopeub, WO A03BOASAE PyX

[Header("Pickup Settings")]

public AudioClip pickupSound; // 3ByK nip6opy npegmeTa
private Rigidbody2D rb; // KomnoHeHT Rigidbody2D pnsa ¢izuku
private Animator; // KomnoHeHT Animator gns kepyBaHHA aHimauisamu

private AudioSource; // KomnoHeHT AudioSource pgns BiATBOpeHHS 3BYKY
private void Awake()

{

}

// OTpumyemo KomnoHeHTM Rigidbody2D, Animator Ta AudioSource
rb = GetComponent<Rigidbody2D>();

animator = GetComponent<Animator>();

audioSource = GetComponent<AudioSource>();

private void Update()

{

}

if (!canMove)

{
// AKwo pyx 3a60poHeHO, CKMBAEMO aHimauikw pyxy
if (animator != null)
{
animator.SetFloat("HorizontalMove", 0f);
}
return;
}

// 34nTyemo BXin AN rOpPU3OHTANIBHOTO PyXy
moveInput = Input.GetAxis("Horizontal");

// NepepaemMo 3Ha4YeHHA pyxy B aHimaTop
if (animator !'= null)

{
}

animator.SetFloat("HorizontalMove", Mathf.Abs(moveInput));

private void FixedUpdate()

{

if (!canMove) return; // Buxogumo, €KwWo pyx 3a60poOHEHO

// MepemiyeHHs nepcoHamxa no oci X
rb.velocity = new Vector2(moveInput * speed, rb.velocity.y);

// NepeBopoT MepcoHaxa, AKWO 3MiHMBCA HANPSAMOK pyXy



if (!facingRight && moveInput > 0) Flip();
else if (facingRight && moveInput < 0) Flip();
}

/// <summary>
/// Do3eonae a6o 3a6OpPOHAE pyX MEPCOHaa.
/// 9Kkuwo 3a6opoHeHO — O6GHYNAE€TbCA WBMAKiICTb i cKkupaeTbcsa aHimauis.
/// </summary>
public void SetCanMove(bool value)
{
canMove = value;
Debug.Log($"SetCanMove called with value: {value}, canMove is

{canMove}l"); // Bipnagka

if (!value)

{
rb.velocity = Vector2.zero; // 3ynuHsemo pyx
if (animator != null)
{

animator.SetFloat("HorizontalMove", 0F);

}
h

/// <summary>

/// BuknukaeTbca 3 Animation Event y aHimauii nip6opy.
/// BipTBopwe 3ByK i noBipomnsde npo nip6ip npegmeTa.
/// </summary>

public void OnPickupItem()

{

Debug.Log("OnPickupItem called"); // Bignagka

if (audioSource != null && pickupSound != null)

{

audioSource.PlayOneShot(pickupSound); // BinTeopwemo 3ByK nip6opy

}

Pickup.OnItemPickedUp(); // Noeipomngaemo Pickup, wo npegmeT nipi6paHo
}

/// <summary>

/// NepeBipse, 4u AUBUTbLCHA NEPCOHaH NPABOPYM.
/// </summary>

public bool IsFacingRight()

{

}

return facingRight;

/// <summary>

/// TepeBopoT nepcoHaka no oci X.
/// </summary>

private void Flip()

{
facingRight = !facingRight; // 3miHwemo Hanpsmok
Vector3 scaler = transform.localScale;
scaler.x *= -1; // Bipasepkanwemo mMacwTab no oci X
transform.localScale = scaler;

}

/// <summary>
/// TMpumycoBuii NepeBopoT ANA CXOOKEHHA Mo ApabuHi.
/// </summary>
public void FlipForLadder()
{
FlipQ);
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now:
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/// <summary>

/// ToBepTa€, 4YM [O3BOJIEHO PYyX MEPCOHAaKY.
/// </summary>

public bool GetCanMove()

{

}

return canMove;

PlayerFootstepsWithSurfaces

using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Rigidbody2D))]
public class PlayerFootstepsWithSurfaces : MonoBehaviour

{

[System.Serializable]
public class SurfaceFootsteps

{
[Tooltip("Ter nosepxHi (Hanpuknag, 'Wood', 'Carpet', 'Tile').")]
public string surfaceTag;
[Tooltip("Macue 3ByKiB KpokiB gnda uiei noeepxHi nip 4yac 3BMYaiiHOI xopbbu.")]
public AudioClip[] footstepClips;
[Tooltip("Macue 3ByKiB KpoKiB Ang uiei nosepxHi nipg yac xoabbu HaBnpucagku.")]
public AudioClip[] crouchFootstepClips;

}

[Header("Surface Detection Settings")]
[Tooltip("lWlap, Ha akomy 3HaxogaTbca nosepxHi (Hanmpuknag, 'Ground').")]
public LayerMask groundLayer;

[Tooltip("[doBHuHa NpoMeHd ANA BUSBEHHA NoBepxHi nip rpasuem.")]
public float raycastDistance = 1f;

[Header("Footstep Settings")]
[Tooltip("Cnucok noBepxoHb i BignoBipgHux 3BYKiB KpokiB.")]
public SurfaceFootsteps[] surfaceFootsteps;

[Tooltip("[Oxepeno 3BYKY Ans BigTBOpeHHsA Kpokie.")]
public AudioSource footstepAudioSource;

[Header("Movement Reference")]
[Tooltip("CkpunT ynpaBniHHa pyxom nepcoHaka (PlayerMovement). BkawiTb, gKuwo

3HaxoguTbcA Ha iHwoMmy 06'ekTi.")]

public PlayerMovement;

[Header("Crouch Reference")]
[Tooltip("CkpunT ynpaBniHHa npucipaHHam nepcoHama (PlayerCrouch). BkawiTb, sKuo

3HaxoguTbCA Ha iHwomy 06'ekTi.")]

public PlayerCrouch;

private int lastPlayedClipIndex = -1;

private AudioClip[] currentFootstepClips;
private AudioClip[] currentCrouchFootstepClips;
private Rigidbody2D rb;

private bool isMoving = false;

private bool isCrouching = false;

void Start()

1
rb = GetComponent<Rigidbody2D>();



if (playerMovement == null)
{

playerMovement = GetComponent<PlayerMovement>();
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Debug.Log("PlayerMovement auto-assigned from current object: " +
(playerMovement != null));
}
else
{
Debug.Log("PlayerMovement manually assigned: " +
playerMovement.gameObject.name);
if (playerCrouch == null)
{
playerCrouch = GetComponent<PlayerCrouch>();
Debug.Log("PlayerCrouch auto-assigned from current object: " +
(playerCrouch != null));
}
else
{
Debug.Log("PlayerCrouch manually assigned: " +
playerCrouch.gameObject.name);
currentFootstepClips = new AudioClip[0];
currentCrouchFootstepClips = new AudioClip[0];
if (footstepAudioSource == null)
{
Debug.LogWarning("Footstep Audio Source is not assigned!");
}
else
1
Debug.Log("Footstep Audio Source assigned: " +
footstepAudioSource.gameObject.name);
}
if (surfaceFootsteps.Length == 0)
{
Debug.LogWarning("No surface footstep data assigned!");
}
}
void Update()
{
// TNepeBipsieMo, 4K pyxaeTbcs NepcoHaH
bool canMove = playerMovement != null ? playerMovement.GetCanMove() : true;
isMoving = canMove && Mathf.Abs(rb.velocity.x) > 0.1f;
Debug.Log("Is Moving: " + isMoving + " | Velocity X: " + rb.velocity.x + " |
Can Move: " + canMove);
// TNepeBipsieMo, 4K MepcoHax 3HAXOAMTbCA Yy MpucipaHHi
isCrouching = playerCrouch != null ? playerCrouch.IsCrouching : false;
Debug.Log("Is Crouching: " + isCrouching);
UpdateSurface();
}
void UpdateSurface()
{
RaycastHit2D hit = Physics2D.Raycast(transform.position, Vector2.down,

raycastDistance, groundLayer);
if (hit.collider != null)
1

string surfaceTag = hit.collider.tag;
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Debug.Log("Surface detected: " + surfaceTag);

bool foundSurface = false;
foreach (var surface in surfaceFootsteps)

{
if (surface.surfaceTag == surfaceTag)
i
currentFootstepClips = surface.footstepClips;
currentCrouchFootstepClips = surface.crouchFootstepClips;
Debug.Log("Footstep clips set for surface: " + surfaceTag + " |
Normal Clips count: " + currentFootstepClips.Length + " | Crouch Clips count: " +

currentCrouchFootstepClips.Length);
foundSurface = true;

break;
}

}

if (!foundSurface)

{

Debug.LogWarning("No footstep clips found for surface tag: " +
surfaceTag + ". Check Surface Footsteps array in Inspector.");

}
}
else
{

Debug.Log("No surface detected under player!");
}
if (currentFootstepClips == null || currentFootstepClips.Length == 0)
{

currentFootstepClips = new AudioClip[0];
}
if (currentCrouchFootstepClips == null || currentCrouchFootstepClips.Length

== @)

{

currentCrouchFootstepClips = new AudioClip[0];
}

}

// MeToa, Akuii byde BuKnuKaTuca 3 Animation Event
public void PlayFootstep()

{
AudioClip[] activeClips = isCrouching ? currentCrouchFootstepClips
currentFootstepClips;
if (activeClips.Length == 0 || footstepAudioSource == null)
i
Debug.Log("Cannot play footstep: Clips length = " + activeClips.Length +
" | AudioSource = " + (footstepAudioSource != null));
return;
}
if (!isMoving)
1
Debug.Log("Not playing footstep: Character is not moving.");
return;
}
int newClipIndex;
do
{

newClipIndex = Random.Range(0®, activeClips.Length);
} while (newClipIndex == lastPlayedClipIndex && activeClips.Length > 1);

lastPlayedClipIndex = newClipIndex;
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footstepAudioSource.PlayOneShot(activeClips[newClipIndex], 0.7f);

Debug.Log("Playing footstep: " + activeClips[newClipIndex].name + " |
Crouching: " + isCrouching);
}
void OnDrawGizmos()
{
Gizmos.color = Color.red;
Gizmos.DrawRay(transform.position, Vector2.down * raycastDistance);
}
}
PlayerClimbing

using UnityEngine;

[RequireComponent(typeof(PlayerMovement))]

public class PlayerClimbing : MonoBehaviour

{
[Header("HanawtyBaHHA KapabkaHHA")]
public float rayDistance = 1f; // OucTaHuis npoMeHd AN BUABMEHHS MOBEPXHi
public LayerMask climbableLayer; // llap 06'ekTiB, no 9Kux MoxHa KapabkaTtucs
public KeyCode climbKey = KeyCode.Space; // KnaBiwa pgns no4aTKy KapabKaHHS

[Header("3eykoei edekTn")]
public AudioClip climbSound; // 3BYK KapabKaHHA

private PlayerMovement; // KoMnoHeHT KepyBaHHSA pyXoM

private bool isClimbing = false; // lpanopeub cTaHy KapabKaHHS
private Animator; // MocunaHHsa Ha aHimaTop

private Rigidbody2D rb; // MocunanHs Ha Rigidbody2D

private AudioSource; // MNMocunaHHa Ha AudioSource

private void Awake()

{

// Iniuianiszauia komnoHeHTiB

playerMovement = GetComponent<PlayerMovement>();

animator = GetComponent<Animator>();

rb = GetComponent<Rigidbody2D>();

audioSource = GetComponent<AudioSource>(); // OTpumyemo AudioSource
}

private void Update()
{
// flkuo rpaBeub B#e KapabKaeTbcd — Hiyoro He po6umMo
if (isClimbing)
return;

// BU3HayaeMo HAnNpPsIMOK MPOMEHS Ha OCHOB1 CTOPOHM, B SKY AUBUTbLCHA rpaBelb
Vector2 direction = playerMovement.IsFacingRight() ? Vector2.right
Vector2.left;

// Bunyckaemo npomiHb Ana euaeneHHa climbable-noeBepxHi
RaycastHit2D hit = Physics2D.Raycast(
transform.position,
direction,
rayDistance,
climbableLayer
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Debug.DrawRay(transform.position, direction * rayDistance, Color.yellow);
// TounHaeMo KapabKaHHA, SKWO MOBEPXHKW 3HAalAeHO Ta HaTUCHYTa Knaeiwa

if (hit.collider != null && Input.GetKeyDown(climbKey))

1

}

StartClimbing(Q);
}

private void StartClimbing()

i
// BNOKYeMO KepyBaHHA 1 (gi3uKy, akTuUByeMO aHimauii
isClimbing = true;
playerMovement.SetCanMove(false);
rb.isKinematic = true;
rb.velocity = Vector2.zero;

if (animator !'= null)

1
3

animator.SetTrigger("Climb");

}

/// <summary>

/// BuknukaeTbcsa yepes Animation Event B aHimauii kapabkaHHs.
/// BipTBoOpwEe 3BYK KapabKaHHSA.

/// </summary>

public void OnClimbSound()

{
Debug.Log("OnClimbSound called"); // Hanarop#eHHs
if (audioSource != null && climbSound != null)
1
audioSource.PlayOneShot(climbSound); // BipTBopleMo 3BYK KapabKaHHA
}
}
public void OnClimbAnimationEnd()
{
// 3aBepuyemo KapabKaHHS, MOBEPTAEMO KepyBaHHA Ta (i3uky
isClimbing = false;
rb.isKinematic = false;
playerMovement.SetCanMove(true);
Debug.Log("KapabkaHHs 3aBepuweHo, KepyBaHHSA MOBepHYTO.");
}
private void OnAnimatorMove()
i
// 3acTocoByemMo root motion gna nepemiweHHs rpaBua nip 4Yac KapabKaHHA
if (isClimbing && animator != null)
{
Vector3 delta = animator.deltaPosition;
delta.z = 0f; // IrHopyemo 3miwmeHHsa no oci Z
transform.position += delta;
}
}

QuestGiverlnteraction

using UnityEngine;

using UnityEngine.Events;

using TMPro;

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

[System.Serializable]
public class DialogueStep
{
[Tooltip("3o06pameHHs gna xmapuHku NPC.")]
public Sprite npcBubbleSprite;
[Tooltip("AHimania NPC pna uiei pennikm (Hanpuknag, 'Wave' a6o 'Deny').")]
public string npcAnimationTrigger;
[Tooltip("306pakeHHa onsg XmapuHKM rpasus.")]
public Sprite playerBubbleSprite;
[Tooltip("AHimauia rpasus ana uyiei penniku.")]
public string playerAnimationTrigger;
[Tooltip("Yac y ceKyHmpax Ona nokasy uiei penniku nepepn nepexogom Ao
HacTynHoi.")]
public float duration = 1f;
[Tooltip("AKwo yBimKHeHOo, usa pennika 3aBepuwye KeecT.")]
public bool completesQuest = false;
[Tooltip("3ByK, wo BipgTBOpWETbHCA Npu BipgobpameHHi uiei penniku.")]
public AudioClip dialogueSound;
}

public class QuestGiverInteraction : MonoBehaviour

{
[Header("HanawTyBaHHSa KBecTy")]
[Tooltip("MocunaHHa Ha 06'ekT 3 QuestManager y cueHi.")]
public QuestManager;
[Tooltip("Homep kBecTy, aKkuil 3aBepuye usd B3aemopis.")]
public int questId;

[Header("Tun B3aemopgii")]

[Tooltip("dkwo yBiMKHEHO, KBECT 3aBepuwyeTbCA MpU BXoAi B 30HY. SKWO BUMKHEHO,
noTpi6Ho HaTucHytm E.")]

public bool isTriggerBased = false;

[Header("Bumoru (onuioHanbHo)")]

[Tooltip("MpeamMeTn, 9ki noTpi6Hi ANSA BUKOHAaHHA KBecTy.")]

public ItemDatal[] requiredItems;

[Tooltip("4Yu BupanaTu npegmMeTn 3 iHBeHTapsa Nicns BUKOHaHHA KBecTy.")]
public bool removeRequiredItemsOnSuccess = true;

[Header("Haropopa (onuioHanbHo)")]

[Tooltip("dkwo yBiMKHeHO, rpaBeub OTPUMAE HAropogy nicnd BUKOHAHHA.")]
public bool giveReward = false;

[Tooltip("Cnucok npegmeTiB, AKi rpaBeub oTpuMae K Haropogy.")]
[SerializeField] private ItemDatal[] rewards;

[Header("Hacnipku")]

[Tooltip("Nopii, aki Bip6yAyTbcA nicng BUKOHaHHA KBecTy (Hanpuknag, yBiMKHYTHM
06'ekT).")]

public UnityEvent onInteractionSuccess;

[Tooltip("4Yn BupanuTy ueit 06'eKT nicna BUMKOHAHHA KBecTy.")]

public bool shouldRemoveObject = false;

[Header("HanawTtyBaHHa pianory")]

[Tooltip("06'ekT 3 xmapuHkokw gna NPC.")]

public GameObject npcBubble;

[Tooltip("06'ekT 3 xmMapuHkol gnd rpaeusa.")]

public GameObject playerBubble;

[Tooltip("KomnoHeHT aHimauii NPC.")]

public Animator npcAnimator;

[Tooltip("KomnoHeHT aHimauii rpaBud (noTpibeH 06'eKT rpaBusa y cueHi).")]

public Animator playerAnimator;

[Tooltip("KomnoHeHT AudioSource gnd BiaTBOpeHHa 3BykiB gianory (aKwo He
npusHayeHuii, BukopucToeyeTbcs AudioSource 3 06'ekTta NPC).")]
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public AudioSource;

[Header("OcHoBHuit gianor")]

[Tooltip("Cnucok KpokiB ocHoBHoro pianory mim NPC Ta rpasuem.")]

public DialogueStep[] mainDialogue;

[Tooltip("dkwo yBiMKHEHO, OCHOBHWMI Aianor nporpaeTbca nuwe oauH pas.")]
public bool playMainDialogueOnce = false;

[Header("MoeTopHuit gianor")]
[Tooltip("Cnucok kpokiB pianory, dkuit nporpaeTbcs nicng nepworo pa3sy (aKwo

OCHOBHMIN ogHopa3soBuit).")]

abo

public DialogueStep[] repeatDialogue;

[Header("Oianor npu HeBga4di")]

[Tooltip("Cnucok KpoKiE gianory, SKWO KBeCT He MomHa BuMKOHaTU (Hemae npeameTis
kBecTy).")]

public DialogueStep[] failDialogue;

[Header("KepyBaHHa rpasuem")]
[Tooltip("dkwo yBiMKHeHO, rpaBeub He Mome pyxaTuca abo AaiaTtu nip Yac gianory.")]
public bool lockPlayerDuringDialogue = true;

private bool isPlayerInRange = false;
private bool isDialogueActive = false;
private bool hasPlayedMainDialogue = false;
private GameObject player;

private void Awake()

{

// Skwo AudioSource He npu3HayeHuii B iHcnekTopi, Hamaraemocs oTpumaTu ioro 3

06'ekTa NPC

if (audioSource == null)

{
audioSource = GetComponent<AudioSource>();
if (audioSource == null)
{

Debug.LogWarning($"AudioSource BigcyTHii Ha 06'ekTi

{gameObject.name} i He npusHaveHuit B iHcnekTopi. [opaiiTe AudioSource pnsa BigTBOpeHHSA
3ByKiB pgianory.");

}
}
private void Start()
{
if (npcBubble != null) npcBubble.SetActive(false);
if (playerBubble != null) playerBubble.SetActive(false);
}
private void OnTriggerEnter2D(Collider2D other)
{

if (other.CompareTag("Player"))
{

isPlayerInRange = true;
player = other.gameObject;

if (!isTriggerBased && !isDialogueActive)

if (!CanInteract() && failDialogue.Length > 0)
{

}
}
else if (CanInteract())
{

StartDialogue(failDialogue);
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PerformInteraction();
}
}
}
private void OnTriggerExit2D(Collider2D other)
{
if (other.CompareTag("Player"))
{
isPlayerInRange = false;
if (npcBubble != null) npcBubble.SetActive(false);
if (playerBubble != null) playerBubble.SetActive(false);
isDialogueActive = false;
UnlockPlayerControls();
player = null;
}
}
private void Update()
{
if (!isTriggerBased && isPlayerInRange && Input.GetKeyDown(KeyCode.E) &&
lisDialogueActive)

{
if (CanInteract())

{
StartDialogue(playMainDialogueOnce && !hasPlayedMainDialogue ?

mainDialogue : repeatDialogue);

else
{
Debug.Log("B3aemopgia Hemomnusa!");
if (failDialogue.Length > 0) StartDialogue(failDialogue);

}
}
}
private bool CanInteract()
{
if (!questManager.IsQuestAvailable(questId)) return false;
if (requiredItems.Length > 0 && !HasAllRequiredItems()) return false;
return true;
}
private void StartDialogue(DialogueStep[] dialogue)
{
if (dialogue.Length == 0)
{
if (CanInteract()) PerformInteraction();
return;
}
isDialogueActive = true;
if (lockPlayerDuringDialogue) LockPlayerControls();
StartCoroutine(RunDialogue(dialogue));
}

private IEnumerator RunDialogue(DialogueStep[] dialogue)
{
for (int i = 0; i < dialogue.Length; i++)
{
DialogueStep step = dialogue[i];
ShowDialogueStep(step);
yield return new WaitForSeconds(step.duration);

if (step.completesQuest && CanInteract())
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PerformInteraction();
break;

}

if (npcBubble != null) npcBubble.SetActive(false);

if (playerBubble != null) playerBubble.SetActive(false);
isDialogueActive = false;

if (dialogue == mainDialogue) hasPlayedMainDialogue = true;
if (lockPlayerDuringDialogue) UnlockPlayerControls();

}
private void PerformInteraction()
{
questManager.CompleteQuest(questId);
if (removeRequiredItemsOnSuccess) RemoveAllRequiredItems(requiredItems);
if (giveReward && rewards != null)
foreach (var reward in rewards)
{
if (reward != null) Inventory.Instance.AddItem(reward);
}
}
onInteractionSuccess?.Invoke();
if (shouldRemoveObject) Destroy(gameObject);
}
private bool HasAllRequiredItems()
{
if (requiredItems == null || requiredItems.Length == 0) return true;
List<ItemData> inventoryItems = new List<ItemData>();
foreach (Slot in Inventory.Instance.Slots)
{
if (slot.HasItem) inventoryItems.Add(slot.CurrentItem);
}
foreach (var requiredItem in requiredItems)
{
if (!inventoryItems.Contains(requiredItem)) return false;
inventoryItems.Remove(requiredItem);
}
return true;
}
private void RemoveAllRequiredItems(ItemDatal[] items)
{
if (items == null) return;
foreach (var item in items)
{
Inventory.Instance.RemoveItem(item);
}
}

private void ShowDialogueStep(DialogueStep step)

{
if (npcBubble != null && step.npcBubbleSprite != null)
{

npcBubble.SetActive(true);
SpriteRenderer npcRenderer =
npcBubble. transform.Find("Content")?.GetComponent<SpriteRenderer>();
if (npcRenderer !'= null) npcRenderer.sprite = step.npcBubbleSprite;
}

if (npcAnimator != null && !string.IsNullOrEmpty(step.npcAnimationTrigger))
npcAnimator.SetTrigger(step.npcAnimationTrigger);
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if (playerBubble != null && step.playerBubbleSprite != null)
{

playerBubble.SetActive(true);
SpriteRenderer playerRenderer =
playerBubble.transform.Find("Content")?.GetComponent<SpriteRenderer>();
if (playerRenderer != null) playerRenderer.sprite =
step.playerBubbleSprite;
}

if (playerAnimator != null &&
Istring.IsNullOrEmpty(step.playerAnimationTrigger))
playerAnimator.SetTrigger(step.playerAnimationTrigger);

// BipgTBopweEMO 3BYK Aianory, SKwWo BiH npu3HadeHwuii
if (CaudioSource != null && step.dialogueSound != null)

{
audioSource.PlayOneShot(step.dialogueSound, 0.8f); // lyyHicTb 0.8 ang
6anaHcy
}
}
private void LockPlayerControls()
i
if (player == null) return;
PlayerMovement movement = player.GetComponent<PlayerMovement>();
if (movement != null) movement.enabled = false;
}
private void UnlockPlayerControls()
{
if (player == null) return;
PlayerMovement movement = player.GetComponent<PlayerMovement>();
if (movement != null) movement.enabled = true;
}
}9kwo AudioSource He 3agaHuit y iHcnekTopi — npobyemo oTpumaTu ioro 3 06’exkTta NPC
if (audioSource == null)
{
audioSource = GetComponent<AudioSource>();
if (audioSource == null)
{

Debug.LogWarning($"AudioSource BigcyTHili Ha 06’eKTi
{gameObject.name} i He 3apjaHuit y iHcnekTopi. [opaiiTe AudioSource ana BiATBOpeHHd
3ByKiB pianory.");

3
}
private void Start()
{
if (npcBubble != null) npcBubble.SetActive(false);
if (playerBubble != null) playerBubble.SetActive(false);
}

private void OnTriggerEnter2D(Collider2D other)

i
if (other.CompareTag("Player"))

{
isPlayerInRange = true;
player = other.gameObject;
if (!isTriggerBased && !isDialogueActive)

if (!CanInteract() && failDialogue.Length > 0)
{

}

StartDialogue(failDialogue);
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else if (CanInteract())
{
PerformInteraction();
}

}
private void OnTriggerExit2D(Collider2D other)
{
if (other.CompareTag("Player"))
{
isPlayerInRange = false;
if (npcBubble != null) npcBubble.SetActive(false);
if (playerBubble != null) playerBubble.SetActive(false);
isDialogueActive = false;
UnlockPlayerControls();
player = null;
}
}
private void Update()
{
if (lisTriggerBased && isPlayerInRange && Input.GetKeyDown(KeyCode.E) &&
!isDialogueActive)

{
if (CanInteract())

{
StartDialogue(playMainDialogueOnce && !'hasPlayedMainDialogue ?

mainDialogue : repeatDialogue);

}

else
{
Debug.Log("B3aemogia Hemoxnuea!");
if (failDialogue.Length > @) StartDialogue(failDialogue);

private bool CanInteract()

{

}

if (!questManager.IsQuestAvailable(questId)) return false;
if (requiredItems.Length > 0 && !HasAllRequiredItems()) return false;
return true;

private void StartDialogue(DialogueStep[] dialogue)

{

}

if (dialogue.Length == 0)
{

if (CanInteract()) PerformInteraction();
return;

}

isDialogueActive = true;
if (lockPlayerDuringDialogue) LockPlayerControls();
StartCoroutine(RunDialogue(dialogue));

private IEnumerator RunDialogue(DialogueStep[] dialogue)

{

for (int i = 0; i < dialogue.Length; i++)
{
DialogueStep step = dialogue[i];
ShowDialogueStep(step);
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yield return new WaitForSeconds(step.duration);
if (step.completesQuest && CanInteract())
{

PerformInteraction();
break;

}

if (npcBubble != null) npcBubble.SetActive(false);

if (playerBubble != null) playerBubble.SetActive(false);
isDialogueActive = false;

if (dialogue == mainDialogue) hasPlayedMainDialogue = true;
if (lockPlayerDuringDialogue) UnlockPlayerControls();

}
private void PerformInteraction()
{
questManager.CompleteQuest(questId);
if (removeRequiredItemsOnSuccess) RemoveAllRequiredItems(requiredItems);
if (giveReward && rewards != null)
foreach (var reward in rewards)
{
if (reward != null) Inventory.Instance.AddItem(reward);
}
}
onInteractionSuccess?.Invoke();
if (shouldRemoveObject) Destroy(gameObject);
}
private bool HasAllRequiredItems()
{
if (requiredItems == null || requiredItems.Length == 0) return true;
List<ItemData> inventoryItems = new List<ItemData>();
foreach (Slot in Inventory.Instance.Slots)
{
if (slot.HasItem) inventoryItems.Add(slot.CurrentItem);
}
foreach (var requiredItem in requiredItems)
{
if (!inventoryItems.Contains(requiredItem)) return false;
inventoryItems.Remove(requiredItem);
}
return true;
}
private void RemoveAllRequiredItems(ItemDatal[] items)
{
if (items == null) return;
foreach (var item in items)
{
Inventory.Instance.RemoveItem(item);
}
}

private void ShowDialogueStep(DialogueStep step)
1
if (npcBubble != null && step.npcBubbleSprite != null)
{
npcBubble.SetActive(true);
SpriteRenderer npcRenderer =
npcBubble. transform.Find("Content")?.GetComponent<SpriteRenderer>();
if (npcRenderer != null) npcRenderer.sprite = step.npcBubbleSprite;
}
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if (npcAnimator != null && !string.IsNullOrEmpty(step.npcAnimationTrigger))
npcAnimator.SetTrigger(step.npcAnimationTrigger);

if (playerBubble != null && step.playerBubbleSprite != null)
1

playerBubble.SetActive(true);
SpriteRenderer playerRenderer =
playerBubble.transform.Find("Content")?.GetComponent<SpriteRenderer>();
if (playerRenderer != null) playerRenderer.sprite =
step.playerBubbleSprite;
}

if (playerAnimator != null &&
Istring.IsNullOrEmpty(step.playerAnimationTrigger))
playerAnimator.SetTrigger(step.playerAnimationTrigger);

// BipTBOpeMO 3BYK Aianory, 4Kwo BiH 3apaHulid
if (audioSource != null && step.dialogueSound != null)

{
audioSource.PlayOneShot(step.dialogueSound, 0.8f); // lyyHicTb 0.8 gnsa
6anaHcy
}
}
private void LockPlayerControls()
{
if (player == null) return;
PlayerMovement movement = player.GetComponent<PlayerMovement>();
if (movement != null) movement.enabled = false;
}
private void UnlockPlayerControls()
{
if (player == null) return;
PlayerMovement movement = player.GetComponent<PlayerMovement>();
if (movement != null) movement.enabled = true;
}
}
TeleportSystem

using System.Collections;
using UnityEngine;
using UnityEngine.UT;

public class TeleportSystem : MonoBehaviour
i
[System.Serializablel]
public class TeleportPoint
{
public Transform point; // Touka TenemopTtauii
public SwitchFrame targetFrame; // SwitchFrame, noe's3aHuil 3 yiew To4Kolk
[HideInInspector] public BoxCollider2D collider; // Konaiigep To4ku
(iniyianisyeTbcs B Start)

[Header("IHamBipgyanbHi HanawTyBaHHA Touku")]

public AudioClip teleportSound; // 3Byk Tenenoptauii ana uiei Touku

public GameObject teleportIcon; // IkoHka y cBiTi (Hanpuknap,
SpriteRenderer)

public float fadeDuration = 1f; // TpuBanicTb 3aTeMHeHHS Ona uiei Toukwu

public float loadDelay = 1f; // 3aTpvMKa 3aBaHTaMeHHa AN uiei To4Kwu

}

[Header("HanawTyBaHHA akTuBauii")]
public KeyCode activationKey = KeyCode.E;
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[Header("Touku Tenenoptauyii")]
public TeleportPoint teleportPointA;
public TeleportPoint teleportPointB;

[Header("UI enemeHTn")]
public Image fadeImage; // UI-enemeHT Ond 3aTEeMHEHHS EKpaHy

[Header("3Byk")]
public AudioSource teleportAudioSource; // 3aranbHe pmepeno 3BYKY

[Header("Mocunanua™)]

public Transform playerTransform;

public PlayerMovement; // MocunaHHA Ha CKPUNT KepyBaHHA rpaBLEM

public ManagerSwitchFrames frameManager; // MocunaHHa Ha ManagerSwitchFrames

private bool isTeleporting = false;

void Start()
{

// llykaemo rpaBuf, SKWO BiH He 3agaHuil
if (playerTransform == null)

GameObject playerObj = GameObject.FindGameObjectWithTag("Player");
if (playerObj != null)
{

playerTransform = playerObj.transform;
else

{

Debug.LogWarning("lpaBus He 3HaligeHo! Bbyab nacka, npusHadTe
playerTransform B iHcnekTopi.");

}
}
// llykaemo PlayerMovement, SKWo He 3apaHuit

if (playerMovement == null && playerTransform != null)
{

playerMovement = playerTransform.GetComponent<PlayerMovement>();
if (playerMovement == null)

Debug.LogWarning("CkpunTt PlayerMovement He 3HallieHO Ha 06'ekTi

rpasua!");

}

}

// llykaemo ManagerSwitchFrames, akwo He 3apgaHwuit

if (frameManager == null)

{
frameManager = FindObjectOfType<ManagerSwitchFrames>();
if (frameManager == null)
{

Debug.LogWarning("ManagerSwitchFrames He 3HailijeHo Ha cueHi!");
}
}

// Iniuianiszyemo konaipepu

if (teleportPointA.point != null) teleportPointA.collider
teleportPointA.point.GetComponent<BoxCollider2D>();

if (teleportPointB.point != null) teleportPointB.collider
teleportPointB.point.GetComponent<BoxCollider2D>();

// BUMUKAEMO iKOHKM TenenopTy
SetTeleportIconActive(teleportPointA, false);
SetTeleportIconActive(teleportPointB, false);
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// Iniuianisyemo fadeImage
InitializeFadeImage();

}
void Update()
{
if (isTeleporting || playerTransform == null)
return;

// NepeBipsemo, 4M 3HAXOAMTbCHA rpaBeub B 30H1 oaHiei 3 To4yok TenenopTy

bool nearA = teleportPointA.collider != null &&
teleportPointA.collider.OverlapPoint(playerTransform.position);

bool nearB = teleportPointB.collider != null &&
teleportPointB.collider.OverlapPoint(playerTransform.position);

// Bipo6pamaeMo iKOHKM Ond TOYOK, SKWO rpaBeub Nopy4
SetTeleportIconActive(teleportPointA, nearA);
SetTeleportIconActive(teleportPointB, nearB);

// 06pob6Ka HaTWUCKaHHA KnaBiwi TenenopTtauii
if (Input.GetKeyDown(activationKey))

{ if (nearA)
! StartTeleport(teleportPointA, teleportPointB);
ilse if (nearB)
! StartTeleport(teleportPointB, teleportPointA);
) }

}

private void StartTeleport(TeleportPoint fromPoint, TeleportPoint toPoint)

{
if (isTeleporting || toPoint.targetFrame == null ||
toPoint.targetFrame.activeFrame == null) return;

// AKkTuByEMO uinboBy foKauil ofpasy NicAs HATUCKAHHA KHOMKMU
if (!toPoint.targetFrame.activeFrame.activeSelf)

1
3

toPoint.targetFrame.activeFrame.SetActive(true);

// 3anyckaemo KOpyTUHY TenenopTauii
StartCoroutine(TeleportCoroutine(fromPoint, toPoint));

}

private IEnumerator TeleportCoroutine(TeleportPoint fromPoint, TeleportPoint
toPoint)
{

isTeleporting = true;

// BUMMKAEMO KepyBaHHS rpaBLeM
if (playerMovement != null) playerMovement.SetCanMove(false);

// BipTeopwemMo 3BYK TenenopTauii (BUKOPUCTOBYEMO 3BYK 3 TOYKM BipnpaBneHHs)
PlayTeleportSound(fromPoint);

// NnaBHe 3aTeMHeHHsA eKpaHy (fade out), BUKOPUCTOBYEMO MapamMeTpu TOYKU
BignpaBneHHs
yield return FadeScreen(0f, 1f, fromPoint.fadeDuration);

// Yekaemo 3apaHuit vac (imitauia 3aBaHTameHHS)
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yield return new WaitForSeconds(fromPoint.loadDelay);

// Nepemiwyemo rpaBus B LiNbOBY TOYKY
if (playerTransform != null) playerTransform.position =
toPoint.point.position;

// Moeigomnsdemo ManagerSwitchFrames npo nepexip y HoBy nokauik
if (frameManager != null && toPoint.targetFrame != null)
frameManager.SwitchToFrame(toPoint.targetFrame);

// NnaeHe noeepHeHHd cBiTna (fade in), BMKOPUCTOBYEMO MapamMeTpu TOYUKMU
NMPU3HA4YeHHA
yield return FadeScreen(lf, Of, toPoint.fadeDuration);

// Bumukaemo fadeImage, AKWO eKpaH MOBHiCTW npo3opwuii
if (fadeImage != null && fadeImage.color.a == 0f)
SetUIElementActive(fadeImage, false);

// BMMKAEMO KepyBaHHSA TrpaBLeEM
if (playerMovement != null) playerMovement.SetCanMove(true);

isTeleporting = false;

}

private IEnumerator FadeScreen(float startAlpha, float endAlpha, float duration)

{
if (fadeImage == null) yield break;

// Bmukaemo fadeImage, SKWo BiH HeaKTUBHMI
if (!fadeImage.gameObject.activeSelf) SetUIElementActive(fadeImage, true);

float elapsed = 0f;
Color = fadeImage.color;
while (elapsed < duration)

elapsed += Time.deltaTime;

color.a = Mathf.Lerp(startAlpha, endAlpha, elapsed / duration);
fadeImage.color = color;

yield return null;

color.a = endAlpha;
fadeImage.color = color;

}

private void PlayTeleportSound(TeleportPoint point)

! if (teleportAudioSource != null && point.teleportSound != null)
teleportAudioSource.PlayOneShot(point.teleportSound);

}

private void SetTeleportIconActive(TeleportPoint point, bool isActive)
{
if (point.teleportIcon != null)

{

point.teleportIcon.SetActive(isActive);
}

private void InitializeFadeImage()
{
if (fadeImage != null)
{
SetUIElementActive(fadeImage, false);
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Color = fadeImage.color;
color.a = 0Of;
fadeImage.color = color;

}

private void SetUIElementActive(Image uiElement, bool isActive)

{
if (uiElement !'= null)

{
uiElement.gameObject.SetActive(isActive);
}
}
}
PlayerWhistle

using UnityEngine;
using TMPro;

[RequireComponent(typeof(AudioSource))]
public class Playerllhistle : MonoBehaviour

{
[Header("Whistle Settings")]
public LayerMask enemylLayer; // lap Boporie
public TMP_Text hintText; // NMocunaHHa Ha TeKCT 3 nigkaskamu

public GameObject whistleAreaPrefab; // Mpeda6 30HM cBUCTY

[Tooltip("KomnoHeHT AudioSource and BipTBOpeHHa 3BYKiB cBucTy (sKwo He
npu3HadeHuii, BukopucToByeTbca AudioSource 3 06'ekta).")]

public AudioSource; // Ny6niynuit AudioSource

[Header("Cuna ceuctie")]
[Tooltip("3Byku ana cnabkoro ceucty (piseHb 0).")]

[SerializeField]

private AudioClip[] weakWhistleSounds; // 3BYKM pns cnabkoro CBUCTY
[Tooltip("3Bykn ona cepepHboro ceBucTty (piBeHb 1).")]

[SerializeField]

private AudioClip[] mediumWhistleSounds; // 3ByKu Ona cepegHbOro CBUCTY
[Tooltip("3Byku ana cunbHoro ceucty (pieeHb 2).")]

[SerializeField]

private AudioClip[] strongWhistleSounds; // 3BykuM ONd CUABHOTO CBUCTY

private readonly float[] whistleRadii = { 10f, 15f, 20f }; // O®ikcoeaui pagiycu
ansa pieHiB cBuUCTY

private GameObject currentWhistleArea; // MoToyHa 30Ha CBUCTY

private WhistleArea whistleAreaScript; // MocunaHHA Ha CKpUNT 30HW CBUCTY

private int whistleLevel = 0; // PiBeHb cunu ceucty (0 = cnabkwuii, 1 =
cepepHii, 2 = cunbHuin)

private bool isWhistleMode = false; // Yv aKTuBHWI pexum BUGOPY CBUCTY

private Rigidbody2D rb; // Rigidbody pna nepeBipku pyxy

private void Awake()

i
rb = GetComponent<Rigidbody2D>(); // OTtpumyemo Rigidbody2D rpasus
// Akwo AudioSource He npu3HaYeHWih B iHCnNeKTopi, oTpuMyeMo ioro 3 06'eKTa

if (audioSource == null)

{
audioSource = GetComponent<AudioSource>();
if (audioSource == null)
{

Debug.LogWarning($"AudioSource eigcyTHiii Ha 06'ekTi
{gameObject.name} i He npusHayeHuit B iHcnekTopi. [opaiiTe AudioSource ana BiATBOpeHHS
3ByKiB cBuCTy.");

}
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private void Update()
{

// CKMAAEMO CBUCT, SKWO rpaBeub PyXa€Tbcs
if (isWhistleMode && rb.velocity.sqrMagnitude > 0.01f) // fkwo rpaeeub
pyxaeTbca

CancelWhistle(Q);
}

if (Input.GetKeyDown(KeyCode.T)) // VYBiMKHeHHA a6o 3MiHa cuIM CBUCTY

if (!isWhistleMode)

{
ActivateWhistleMode();
}
else
{
CycleWhistleLevel();
}
if (isWhistleMode)
{
if (Input.GetKeyDown(KeyCode.Q)) // CkacyBaHHA CBUCTY
{
CancelWhistle();
}
if (Input.GetKeyDown(KeyCode.R)) // MinTBepm#eHHs CBUCTY
{
Confirmwhistle();
}
}

}

private void ActivateWhistleMode()
{
isWhistleMode = true;
whistleLevel = 0;

// CTBOpIEMO 30HY CBUCTY

currentWhistleArea = Instantiate(whistleAreaPrefab, transform.position,
Quaternion.identity);

whistleAreaScript = currentWhistleArea.GetComponent<WhistleArea>();

UpdateWhistleArea();

// Tokaszyemo nipkasky
if (hintText != null)

{
hintText.gameObject.SetActive(true);
hintText.text = "'T' - 3miHuTM cuny ceucty; 'Q' - ckacyBatum cBuct; 'R' -
nipTeepaMTn cBucT";

}

private void CycleWhistleLevel()
{

whistleLevel = (whistleLevel + 1) % whistleRadii.Length; // Uukniuyne
nepemMnKaHHa piBHSA

UpdateWhistleArea();
}

private void UpdateWhistleArea()
{
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if (whistleAreaScript != null)
{

// OHoBnEMO papiyc 30HK
float radius = whistleRadii[whistlelLevel];
whistleAreaScript.UpdateRadius(radius);

}

private void CancelWhistle()

! isWhistleMode = false;
// Npnbupaemo 30HYy CBUCTY Ta nipkasky
if (currentWhistleArea != null)

1
3

if ChintText !'= null)
{

}

Destroy(currentWhistleArea);

hintText.gameObject.SetActive(false);

Debug.Log("MigroToBKY [0 CBUCTY CKacoBaHO.");

}

private void ConfirmWhistle()

{
isWhistleMode = false;

// TNpubupaemMo 30HY CBUCTY Ta NifKa3Ky

if (currentWhistleArea != null)

{

Destroy(currentWhistleArea);

if ChintText != null)
{
}

Performwhistle();

hintText.gameObject.SetActive(false);

}

private void PerformwWhistle()

{

float radius = whistleRadii[whistlelLevel];

// Bubupaemo MacuB 3BYKiB 3afeHO Bip piBHSA CBUCTY
AudioClip[] selectedSounds = whistleLevel switch

{
0 => weakWhistleSounds,
1 => mediumWhistleSounds,
2 => strongWhistleSounds,
_ => null

H

// BipTBOpHWEMO BUMAOKOBUM 3BYK i3 BU6GpPAHOro MacuBy
if (audioSource != null && selectedSounds != null && selectedSounds.Length >

{
AudioClip randomSound = selectedSounds[Random.Range(0,
selectedSounds.Length)];
if (randomSound != null)

{

0)
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audioSource.PlayOneShot(randomSound, 0.8f); // lyyHicTb 0.8 ang
6anaHcy

}

// 3HaiTn Boporie y papiyci
Collider2D[] enemies = Physics2D.0OverlapCircleAll(transform.position,
radius, enemylayer);

foreach (var enemy in enemies)

{
EnemyController = enemy.GetComponent<EnemyController>();
if (enemyController != null)
{

enemyController.MoveToNoise(transform.position); // Bimnpaensdemo
BOPOriB Ha MOTOYHY no3uuii

}

Debug.Log($"Ceuct Ha papgiyci {radius} akTueoeaHo!");
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Honatok B

JIicTUHT KOy pUTM-TPH

HealthDisplay

using UnityEngine;
using UnityEngine.UI;

public class HealthDisplay : MonoBehaviour

i

[Tooltip("Macue 306pameHb—cepaeub, WO NpeacTaBnAwTb 3g0poB'sa rpasua")]
public Image[] hearts;

[Tooltip("Mpo3opicTb ana noeBHoro cepus (3gopoe'sa 36epemeHo)")]
[Range(0, 1)1
public float fullAlpha = 1f;

[Tooltip("Mpo3opicTb Aana BTpayeHoro cepud (uTTa BTpaveHo)")]
[Range(0, 1)1
public float lostAlpha = 0.5f;

/// <summary>
/// OHoBnwe Bipo6GpameHHs 300poB'S.
/// <param name="currentHealth">noTo4yHa KinbkicTb muTTiB (Hanpuknag, 5, 4, 3,

.).</param>

/// Cepus 3 iHpekcom meHwe currentHealth 6yayTb moBHuMMKM, iHwi - Hanienpo3opumu.
/// </summary>
public void UpdateHealth(int currentHealth)
{
for (int i = 0; i < hearts.Length; i++)
{
Color c = hearts[i].color;
c.a = (i < currentHealth) ? fullAlpha : lostAlpha;
hearts[i].color = c;

HitZoneFeedback

using System.Collections;
using UnityEngine;
using UnityEngine.UTI;

public class HitZoneFeedback : MonoBehaviour

{

[Tooltip("CnpaiiT, akuii BigobpamaeTbca 3a 3aMoBYyBaHHAM")]
public Sprite defaultSprite;

[Tooltip("CnpaiiT, akuit Bipo6pamaeTbca npu ycniwHomy nonapaHHi")]
public Sprite hitSprite;

[Tooltip("CnpaiiT, akuii BipobpamaeTbca npu npomaxy")]
public Sprite missSprite;

[Tooltip("TpuBanicTb Bipo6pameHHs 3miHeHoro cnpaiTy (B cekyHmax)")]
public float feedbackDuration = 0.5f;

private Image imageComponent;

void Awake()
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{
imageComponent = GetComponent<Image>();
if (imageComponent != null && defaultSprite != null)
{
imageComponent.sprite = defaultSprite;
}
}
public IEnumerator ShowHitFeedback()
{
if (imageComponent != null && hitSprite != null && defaultSprite != null)
imageComponent.sprite = hitSprite;
yield return new WaitForSeconds(feedbackDuration);
imageComponent.sprite = defaultSprite;
}
}
public IEnumerator ShowMissFeedback()
{
if (imageComponent != null && missSprite != null && defaultSprite != null)
1
imageComponent.sprite = missSprite;
yield return new WaitForSeconds(feedbackDuration);
imageComponent.sprite = defaultSprite;
}
}
}
Note

using UnityEngine;
using UnityEngine.UI;

public class Note : MonoBehaviour

{
[Tooltip("Tun HoTM, wWo BM3HA4Ya€ Hanpamok a6o giw HoTu")]
public NoteType;

private RectTransform destroyZone; // 3oHa 3HuweHHA HoTu (npu nponycky)
private float speed;
private NoteSpawner spawner;

/// <summary>

/// IHiuyianisauis HOTWM 3 3ajaHUMM MNapaMeTpamu.

/// </summary>

/// <param name="destroyZone">30Ha, npu AocsarHeHHi fKoi HoTa BBamaeTbCH
npomaxom</param>

/// <param name="noteSpeed">llBupkicTb pyxy HOTU</param>

/// <param name="spawnerRef">MocunaHHa Ha NoteSpawner ana peecTtpauyii
noMunok</param>

public void Initialize(RectTransform destroyZone, float noteSpeed, NoteSpawner
spawnerRef)

this.destroyZone = destroyZone;
speed = noteSpeed;
spawner = spawnerRef;

}
void Update()
{
// PyX HOTM 0O 30HW 3HUWEHHS

transform.position = Vector3.MoveTowards(transform.position,
destroyZone.position, speed * Time.deltaTime);



// Akwo HoTa Habnusunacsa o DestroyZone (npomax), peecTpyeEMO MOMUIKY
if (Vector3.Distance(transform.position, destroyZone.position) < 5f)

{
spawner.RegisterError();
Destroy(gameObject);
}
void OnDrawGizmos()
{
RectTransform rt = GetComponent<RectTransform>();
if (rt != null)
{
Gizmos.color = Color.green;
Vector3[] corners = new Vector3[d];
rt.GetWorldCorners(corners);
for (int i = 0; i < 4; i++)
{
Gizmos.DrawLine(corners[i], corners[(i + 1) % u]);
}
}
}
}
Notelnput

using UnityEngine;
using UnityEngine.UTI;

public class Note : MonoBehaviour

{
[Tooltip("Tun HoTM, wo BM3HA4Ya€ Hanpamok a6o giw HoTu")]
public NoteType;

private RectTransform destroyZone; // 3oHa 3HuweHHA HoTu (npu nponycky)
private float speed;
private NoteSpawner spawner;

/// <summary>

/// IHiuyianisauis HOTWM 3 3ajaHUMM MNapaMeTpamu.

/// </summary>

/// <param name="destroyZone">30Ha, npu pocArHeHHi fKoi HoTa BBaMaETbCH
npomaxom</param>

/// <param name="noteSpeed">llBugkicTb pyxy HoOTU</param>

/// <param name="spawnerRef">MocunaHHa Ha NoteSpawner gna peecTtpauyii
nomunok</param>
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public void Initialize(RectTransform destroyZone, float noteSpeed, NoteSpawner

spawnerRef)
{
this.destroyZone = destroyZone;
speed = noteSpeed;
spawner = spawnerRef;

}
void Update()
{

// Pyx HOTU A0 30HM 3HULWEHHS
transform.position = Vector3.MoveTowards(transform.position,
destroyZone.position, speed * Time.deltaTime);

// fAkwo HoTa Habnusunacs o DestroyZone (npomax), peecTpyeEMO MOMUIIKY
if (Vector3.Distance(transform.position, destroyZone.position) < 5f)

{
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spawner.RegisterError();

Destroy(gameObject);
}
}
void OnDrawGizmos()
{
RectTransform rt = GetComponent<RectTransform>();
if (rt !'= null)
{
Gizmos.color = Color.green;
Vector3[] corners = new Vector3[4];
rt.GetWorldCorners(corners);
for (int i = 0; i < 4; i++)
{
Gizmos.DrawLine(corners[i], corners[(i + 1) % u]);
}
}
}
}
NoteSpawner

using System.Collections;
using UnityEngine;

public class NoteSpawner : MonoBehaviour

{

[Header("HanawTtyeaHHa npedabie Ta Touok")]

[Tooltip("Macue npegabie HoT, iHgekc BipnoBipae 3HauveHHiw NoteType")]
public GameObject[] notePrefabs;

[Tooltip("Touka noaeu HoT (mo3uuia cnasHy)")]

public RectTransform spawnPoint;

[Header("3oHu")]
[Tooltip("UI-enemeHT HitZone, pe Bin6yBaeTbcHA nepeBipKa nonafaHHS

(BukopucTtoByeTbca B NoteInput)")]

public RectTransform hitZone;
[Tooltip("UI-enemeHT DestroyZone, npu AOCATHEHH1 SKOro HOTa BBAMAETbCSH

npomaxom")]

public RectTransform destroyZone;

[Header("NapameTpu rpu")]
[Tooltip("MakcumanbHa kinbkicTe nomunok CxkuTTiB) A0 nepesanycky etany")]
public int maxErrors = 5;

[Header("ETanu (HanawToBywTbCcS B iHcnekTopi)")]
[Tooltip("MacuB paHux eTaniB, WO BU3HA4YaKWTb MNOCNifOBHiCTb HOT Ta ixHii putm")]
public StageData[] stages;

[Header("HanawTtyBaHHa My3uku")]

[Tooltip("KomnoHeHT AudioSource gnd BiaTBOpeHHa My3uKu")]
public AudioSource musicSource;

[Tooltip("Aygioknin gnsa mivi-rpu")]

public AudioClip backgroundMusic;

[Range(0, 1)]

[Tooltip("T'y4yHicTb My3uku")]

public float musicVolume = 1.0f;

[Header("Bipo6paieHHa 3popoe'a")]
[Tooltip("MocunaHHa Ha kommnoHeHT HealthDisplay gns oHoBneHHS BipoGpameHHs

¥mTTis")]

public HealthDisplay;
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private int errorCount = 0;

private int currentStage = 0;
void Start()
{
if (musicSource != null && backgroundMusic != null)
{
musicSource.clip = backgroundMusic;
musicSource.volume = musicVolume;
musicSource.Play();
}
// OHoBneMo Bipo6pameHHs 300pPOB'S — crnoyaTKy Bci cepusa noBHi
if (healthDisplay != null)
{
healthDisplay.UpdateHealth(maxErrors);
}
StartCoroutine(SpawnStages());
}
IEnumerator SpawnStages()
i
while (currentStage < stages.Length)
{
StageData stage = stages[currentStage];
Debug.Log("Mo4aTok eTany: " + stage.stageName);
float localBeatInterval = 60f / stage.bpm;
for (int i = 0; i < stage.noteSequence.Length; i++)
{
NoteType = stage.noteSequencel[il];
SpawnNote(noteType, stage.noteSpeed);
float delay = localBeatInterval;
if (stage.noteDelays != null && stage.noteDelays.Length > i)
delay = stage.noteDelays[il];
}
yield return new WaitForSeconds(delay);
}
yield return new WaitForSeconds(1f); // May3a mix eTanamu
currentStage++;
}
Debug.Log("VYci eTanu 3aBepueHo!");
}

// MeTop npuilMae wBMaKicTb HOTWM i nepepae destroyZone pna o6pobku npomaxy
void SpawnNote(NoteType noteType, float noteSpeed)

{
int index = (int)noteType;
if (index < 0 || index >= notePrefabs.Length)
{

Debug.LogError("Hemae npetaba gna HoTu " + noteType);
return;

}

GameObject noteObj = Instantiate(
notePrefabs[index],
spawnPoint.position,
notePrefabs[index].transform.rotation,
transform
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);

Note = noteObj.GetComponent<Note>();
if (note != null)

1
note.noteType = noteType;
note.Initialize(destroyZone, noteSpeed, this);
}
}
public void RegisterError()
1
errorCount++;
Debug.Log("<color=red>Momunka! MoTo4yHux nomusok: " + errorCount +

"</color>");

// OHoBneMO BipobpameHHA 340POB'S: KinbKicTb MUTTiB, wWo 3anvuunaca =
maxErrors - errorCount

if (healthDisplay != null)

{

}

healthDisplay.UpdateHealth(maxErrors - errorCount);

if (errorCount >= maxErrors)
{

Debug.Log("<color=red>[ocArHyTo MakKcuManbHOi KinbKoCTi momumoK.
Nepesanyck eTany...</color>");
RestartStage();
}

}

void RestartStage()
{
StopAllCoroutines();
foreach (Transform child in transform)

1
3

Destroy(child.gameObject);

errorCount = 0;

// BipgHoBnwemo 3p0poB'a — BCci cepud MoBHi
if (healthDisplay != null)

{

}

healthDisplay.UpdateHealth(maxErrors);

StartCoroutine(SpawnStages());

NoteType

public enum NoteType

{
Up, //
Down, //
Left, //
Right, //
UpLeft, //
UpRight, //
DownLeft, //
DownRight //
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StageData

using System;
using UnityEngine;

[Serializable]

public class StageData

{
[Tooltip("Ha3Ba eTany and 3pyyHocTi B iHcnekTopi")]
public string stageName;

[Header("NapameTpu putmy")]

[Tooltip("BPM (ymapiB Ha XBunMHY) ONg AaHoro eTtany. ®opmyna: 60/BPM")]
public float bpm = 120f;

[Tooltip("lleuakicTb pyxy HOT Ana paHoro etany")]
public float noteSpeed = 300f;

[Header("MNocnipoBHicTb HoT")]

[Tooltip("MocnipoBHicTb HOT Ang pgaHoro etany (KoxeH enemeHT BipnoBipae
Hanpamky)")]
public NoteType[] noteSequence;

[Header("3aTpumku mim HoTamu")]
[Tooltip("Macue 3aTpumok Mim HoTamu (B cekyHAax). fKWO AOBHMHA MeHWa 3a

KinbKicTb HOT, ANS pewTn BUKOPUCTOBYETbCS iHTepBan, wWo ob6yucnweTbcs 3 BPM")]
public float[] noteDelays;
}

TargetZoneGizmo
using UnityEngine;

public class TargetZoneGizmo : MonoBehaviour

{
void OnDrawGizmos()
{
RectTransform rt = GetComponent<RectTransform>();
if (rt !'= null)
{
Gizmos.color = Color.yellow;
Vector3[] corners = new Vector3[d];
rt.GetWorldCorners(corners);
for (int i = 0; i < 4; i++)
{
Gizmos.DrawLine(corners[i], corners[(i + 1) % u]);
}
}
}





