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AHJIATIIA

byn mumioMzbIK JKYMBIC calak aTy OWbIHBIHA apHanFad. JKoba op Typii
opTaza cajak aryabl YHPEeHYHl, JKaTTBIFYJbl KKET €TEeTiH MaijalaHylIbUIapra
apHaJIFaH KOCBHIMIIIA.

Castle&Bow KochIMIIachl HaKTHl YaKbITTaFbl jJaMmy Iiatdgopmacekl Unity
OWBIH KO3FANTKbIMbIHAA, C# TimiHAC Ky3ere achIpbUIAbl. BUpTyamasl Ma3MyHIbI
oHaTaThIH KYpbUIFEI peTiHae Oculus Quest 2 ko31AIpirt TaH aIBIH/IbI.

OWbIH Ke3-KENTeH YyaKbITTa, Kail xkepae OoJicaHbl3 Ja, cajlaK aryJaH
JKaTTBIFyFa MYMKIH/JIIK Oepei.
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AHHOTALIMSA

JlanHast auruioMHas paboTa MOCBSAIIEHA UTPEe B CTpenb0y u3 sryka. [Tpoexr-
NPWIOKEHUE TPETHA3HAYCHO [IJIS  IOJbh30BaTeNeH, KOTOPHIM HEOOXOIUMO
HAYYUTHCS CTPEISITh U3 JIyKa B Pa3IUYHBIX CPEIaxX U 0OCTOSATEIHCTBAX.

[Tpunoxenue Castle&Bow peann3oBaHO Ha UTPOBOM IBHIKKE, IIaThopme
pa3paboTku B peasbHOM Bpemenu Unity, Ha ocHoBe s3bika C#. B kauecte
YCTPOWCTBA ISl BOCTIPOM3BEICHUS BUPTYAIbHOTO KOHTEHTA OBLIN BHIOPAHBI OYKU
Oculus Quest 2.

Hrpa mo3BoJIsIeT TPEHUPOBATHCS B CTPENIbOE U3 JIyKa B JTF000€ BpeMsi, Tie Obl
BBl HU HAXOJIHCH.



ANNOTATION

This thesis is dedicated to the archery game. The project is an application for
users who need to learn archery, practice in different environments.

The Castle & Bow application was implemented on the Unity Game Engine,
a real-time development platform, in C#. Oculus Quest 2 glasses were chosen as a
device for playing virtual content.

The game allows you to practice archery at any time, wherever you are.
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KIPICIIE

Buptyanael mbslHABIK (VR) - Oy TeXHUKAIBIK KypajlJdapMeH KYpBUIFaH,
aJlaMFa OHBIH Ce3iMIepi: Kepy, €cTy, TYPTY >KoHe OacKaiapbl apKbUIBI OepilieTiH
aneM. BUpTyalibl MIBIHIBIK OPEKETTI, OPEKETKE JKayanTapIbl Ja AMUTAIUSIANIbI.
[IprHABIK Cce3iMAEpiHIH CEeHIMII KEIIeHIH Kypy YIIH BUPTYaIAbl IIBIHIBIKTHIH
KaCHUEeTTEPi MEH peaKUsIapbIHBIH KOMITBIOTEPIIIK CHHTE31 HAKTHI YaKbIT PEKUMIH/IE
JKY3€ere achIPbUIAIbI.

OKBITY MEH OKY TOXKIpUOECIH jkaKcapTyFa MyMKIH/IIK O€peTiH OHbIH ToCcUIAEpl
MeH BUpTyasibl BIHABIK (VR) opTanapbeiabiy 61piryi, COHBIMEH KaTap HapbIKTa KOJI
xeTiMal VR Oarjmapiamalniblk KacakTamachl MEH JKaOJBIKTApbIHBIH KEH KOJI
JKETIMJIUTITIMEH Heri3JIeNreH, Kelemek 30p Oonamakka ue. Ilaiimamanymisuiap
MacCUBTI OaKpUIAyNIbUIAPJAH TOpl, OChl OKY OpTajJapblHa O€JCeH Il KAThICYIIIbI
pEeTIHJE TapThUIBIIN, 3€PTTEYre HETI3/IEJTeH OKbITY IMapagurMalapblH JaMbITyFa
MYMKIHJIIK Oepei.

Buptyanaelr meiHabIKTEL (VR) OKBITY Kypasibl peTiHle maijanaHy OapraH
cailblH TaHbIMal Ooibll Kenemi. VR - Oy KojamgaHyiibuiap OOBEKTIIEPMEH
OpEKEeTTECe aJlaThIH XOHE HAKThl OpTaja JKYpreHJeH KOo3FaJlaThlH WMMEpPCHBTI
CaHABIK KEHICTIK. BUpPTyanapl IMIBIHABIK TEXHOJOTHSCHI HAKTHI OJIEMIE OKBITY
JIOTUCTUKAIIBIK TYPFBIJIAaH KUBIH, KayiNTI HEMECe MPaKTHKAIBIK eMeC JKaFaaiiapra
KBI3BIFYITBUIBIK TYABIPABL. MEICAibl, XUPYyprTapFa, VIIKBINTapFa XOHE OpT
COHJIIPYIIUIEPTe apHaJIFaH OKBITY Oarmapiamanapbl BUPTYalAbl IIBIHJBIK
YCHIHATBIH IIBIHAWBUIBIK TeH MKEMIUTIKTI maijganaHaabl. VR OKBITYABIH HEri3ri
YKOpaMaJibl - aJIbIHFaH JaFblIap MEH TOKipUOeIep HaKThl OMIPre aybICabl.

MeHiH MakcaThiM - CHOPTIIBUIAPFA JKOHE KE€3 KEJITeH KhI3BIFYIIBUIBIK
TaHBITKAHFa, OPTaHbl OWBIH MOHEPIHJE WMUTAIMANIAY apKbUIbl CaJaKTaH aTyFa,
YKATTBIFYJIap apKbUIbI YHPETY KoHEe (DU3UKAJIBIK CUTIaTTaMalapbiH apTThIpPY.



1 NOHIAIK CAJIAHBI 3EPTTEY K9HE TAJIIAY
1.1 7Ko0aHbIH KaJaMNbl TY:KbIPBIMAAMACHI K9HE KOJIIAHY asiChl

CHopTTBIK JKaTTBIFyJIApFa BHUPTYAIIbl IMBIHABIKTEL KOJIJIAHYABIH OipHeIe
apTHIKIIBUTBIFBI Oap.

e by HOTHXe canbICThIPY YIIIH afamaapra KaKeTTl CIOPTTHIK OpTara (MbICabI,
op TYpJdl KAIUBIKTHIKTAaFbl HbICAHJApFa) HeMmece OipHele KaTThIFy
CepiKTeCTepiHe KOJI )KETKI30eH KaTThIFyJap jkacayFa MyYMKIHJIIK Oepei.

o CHOPTTBIK KATTHIFyJapFa BUPTYaJIAbl IIBIHIBIKTEI ~ OCJIICEHII  eHTI3y
naiananyibiapFa HOTIDKEIIEPIH TIPKEyTe >KOHE OJapIblH JaMybIH MYKHST
KaJlarajayra MYMKIHIIK Oepei.

e VR MacmraObTanatbiH )KoHE BUPTYAAbl OPTaHbI 9p TYPJl TOCUIIEPMEH KypyFa
KoHEe OacKapyFa YIKEH epKiHJIIK Oepeai. by apThIKIIBUIBIKTAp OKY/IaH KOFaphbl
OHIMITIKKE KOJI KETKI3Y YIIIH JoJENI1 9IICTep Il KOJIJIaHyFa YJIKEH MYMKIHIIK
Ooepeni. Mpicasibl, OakpUIay-oTKIZY KyHelepl CHAKTBI 19N OKBITY
3epTTeysiepl KOPCETKeHIEHW, aaaMJap YHEeMl1 KHUBIHIBIKTapFa KEe31KKEH]Ie
JIAFIbUTAPBIH JKAaKChl JaMbITabl. bys Gapiayabl BUPTyaljbl OpTara OKBITYFa
©3TEePrilTIK KOCY ’KOHEe KOJAaHYIIBIHBIH MYMKIH/IITIHE HET13CJITeH KUBIH/IBIK
JEHIeiiH JKYHeml TYpAe TY3€Ty apKbUIbl €HI'13y OHAM.

OKBITY OpTachlH *aKCcapTy MYMKIHIIKTEpPIH OapbIHIIA apTThIPY YUIIH, Kajai
KYPBUIBIM/IayFa OONATBHIHIABIFEIH €CKEPY MAaHBI3Abl. BUpPTyanmbl IIBIHIBIKTAFBI
OeiicOon KaTThIFyJapblHA KOLIYAl TEeKcepy YUIiH 3eprrey xyprizuial. LllsiHaiibl
olieMJie JIONTaH YPY/AbIH KalTajdaHaThIH TXKIPUOECIH kKacaraH TOM, BUPTYaJIJIbl
opTajza JIONTaH YPYIbIH KaWTallaHFaH TOXKIpUOECIH KacaraH TOIMEH JKOHE
BUPTYaJIIbl OpPTaja aJanTHUBTI KATTBIFyJap jKacaraH TOIIEH CalbICTHIPBUIIBL.
3epTTeymiyiep OKBITY aJanTUBTI OonFaH Ke3ne (KATTBIFY Ke3lHJe COTTUIIK
JeHreiine OeiiMaenTeH) TeK KaWTalaHaThlH ToXipuOe aiafFaH €Ki TOIIEH
CaJIBICTRIpFaHAa HAKThl KOPCETKIIITEP alTapibIKTall »KaKCapFaHbIH aHBIKTAJIbI.
AJIlanTHBTI OKBITY aJaMHBIH IICOCpIiK JICHrell MEH OKY TalChlpMachIHBIH
KYpAENIirine 6aiIaHbICThl ©3repill OTHIPAThIH OKBITYBIH Maiiaa 00ybl YIIIH 6T
JKAKChl aKMapaT KaKeT JETeH TYKbIpbIMFa HeErizenreH. VR OKbITyAbIH MOHI
IIBIHAWBI QJIEMJIETI OKYyIbl KalTa Kypy €Mec, HaKThl eMipJie KYPBIIbIMBI KHUBIH
JIONEIIl TPAKTUKAHBIH TPUHIIMITEPIH €HT13y OOJIbIN Ta0bLIAIbI.

VR-11 3epTTey Ke3iH/e KaThICYIIbIHBIH TOKIPUOEC! KAThICYIbIH KYPbUIbIMBIMEH
aHBIKTATYbl MYMKIH. KaTbiCy Typajibl aHbIKTama >KHMl TaJIKbLIaHAAbl, Oipak
oneOueTTerl JKalmbl TaKbIpBINTapAbl aHbIKTayFa Oonanel. Kartbicy - Oy
YKacaJbIHFaH BUPTYaJbl OpTajia «06ap 607y» CyObEKTUBTI CE31M1 )KOHE OChI eIl
OpTa HaKThI dJieM OOJIFaH CHUSKTHI ©31H YCTay JKOHE ce3iHy. VR-neri sxkorapsl 1eHrei
VR w™MopenpaeyiHzeri maimanaHymibl — TOXKIPUOECIH — JKakcapTansl. bypbsiH
KYPTi3UITeH 3epTTeyJiep Kasipri Ke3[eri TeXHOJOTHsIIapMEH JaFIbuIapabl YHPEeHY
yiurid VR-1i KongaHyabiH HaKThl Oarachkl ol 3epTTEIMETCHIMEH, KAThICy JCHTeHl
JKOFaphIpaK OOJFaH Ke3/I€ TarlchlpMa MEH JKYMBIC THIMILUIITT  KOFaphl
OONaTBIHIBIFBIH KopceTeni. VR-aeri 3epTxaHaibiK 3epTTeyep KIMIripiM yariepal
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TapTyFa OeiiiM OOJFaHIbIKTaH, OOMIIBIK IU3alH]Ibl KAMTUTBIH OipHEIIIe 3epTTeyiep
Oap, OiI3MiH KaThICy Typalbl TYCIHIK TOXIpHOEIEeH KEHiHT1 KbhICKa Mep3imii
€CENTEPMEH MICKTEIITECH.

Bbony Toxipubecine kenTereH alHbIMaNbLIAp ocep eTeli. BupTyanabl opTaHbiH
CEHIMIUIIT], SIFHM WMUTAIMSIIBIK MAa3MYHHBIH IIBIHAWBI OJIEMMEH KAHIIAJIBIKTHI
YKCACTBIFbI, KAaTBICyFa BIKMAJ €T€ OTBIPbIN, BUPTYaIbl OpPTaHBIH CEHIMIUTITIH
apTTBIpyFa MyMKIiHAIK Oepei. [laiimananynbIHbIH BUPTYaIIbl OpTaFra KaThICy )KOHE
OHBI ©3TepTy KaO1IeTI HeMece OJIap/IbIH MHTEPAKTUBTUIIK JIGHIell KaThICyFa ocep
eTyl MyMKiH. COJl CHSAKTBI, BUPTyaJJibl AKOJOTHSIIBIK Ma3MYHFa KaTbICy >KOHE
KBI3BIFYIIBUIBIK TYpaJIbl CLITEME »acal OTBIPBIN, MailalaHyIIbIHBIH KaThICYbI Ja
KaTbiCyFa bIKHan eteai. VR OarmapiaManblK >kacakTamMachl MEH ammmapaTThIK
KYpaJgapblHbIH TEXHUKAJIBIK CHIIaTTaMalapblHBIH ©3repyl, 00y TaxipuOeciHe
YJIKEH ocep ereni. TeXHuKaIbIK (pakTopiiapra TUCIUICHIIH OOBEKTUBTI KaCHETTEDI,
HaBHUralus OJICTEPl *KOHE MNailjaliaHylibl MHTEpQeicTepl, COHAAN-aK BU3YaJabl
YKOHE JBIOBICTHIK cama Kipedil. VR kaOJbIKTapbIHbIH TEXHUKAJBIK CUIIATTaMaJlaphbl
BUPTYaJIJIbl OPTAHBIH CEHIM/ILTIITIHE, UHTEPAKTUBTUIITIHE )KOHE KAThIHACY JICHI€iiHE
acep eTyl MyMKIH.

Katpicy ce3iMiH apTThIpaThiH (akTopiapjaH Oacka OHBI TOMEHACTETIH
dakTopsmap na Oap. AJjaHgaTaTblH HEMECE carachbl3 TEXHOJIOTHsJIap MEH
untepdeiicrep  Katbicy cesimin  azaiditanel.  Keibip VR moxenbaeyi
naiananynbiapaa JIe30pUEHTAlUsd HEMece KYPEeK alHy CHSAKTBHI >KaFbIMCHI3
acepiiep TyAbIpybl MYMKiH. ByJt acepiiep UMMEpCHUBTI TEXHOJIOTHSUIAPMEH KaCaTyhI
BIKTUMAJI JKOHE 00JTy ToKipuOeciHe kenepri kentipyl MyMkiH. VR KongaH6acel MmeH
OarmapiiaMalblK JKacaKTaMaHBIH ©3repyl OJaplblH KaThICYbIH KaMTamachi3 €Ty
poJliHe JKETKUIKTI TyplAe KapacThIppUIMaraH. MpIcaibl, ammapaTThiK HEMece
OarmapiaMaiblK  JKacaKTaMaHBIH KaHAall Oedruiepl  KaThICYABIH — MaHBI3IbI
OoJDKayIIbLIIAPhI OOJIBIT TAOBUIATHIH/IBIFBI )KOHE TEXHOJIOTUSIHBIH / OaFaapiamMaibiK
JKacaKTaMaHBIH «3aMaHayW» JKOHE KaThICy camachl apachbIHAAFbl TIKEJIeH
KOPpeISAUSHBI O0JhKayFa 00J1a Ma, OJ1 )KaFbl TOJIBIK aHBIK €MeC.

1.2 ’KoGaHbIH (OHBIHHBIH) 03€KTiJIiri

BupTtyanael MmIBIHABIKTa KE3-KEIT€H JKaFJailibl  MoJeNibaeyre OoJajbl.
CoHnpIkTaH 01 OLTiM Oepyie koHe 0acKka cayiamapia KeHIHCH Tapanyaa. by ex a3
IIBIFBIHIAPMEH KOHE Ka)KeT OOJFaH J>Karjaiia agaMIbl OJETTE MaTepPHAIIBIK
IIBIFBIHIAPMEH OalIaHBICTBI OpTara OaThIpyFa MYMKIHIIK Oepeni. BupTyammsi
IIBIH/IBIKTBIH 0aCThl apTHIKIIBUIBIFBI - OYJ1 OMBIH TYPIHIET1 KATBICYIbI apTThHIPY,
KATeJIKTeP/IIH CaJIapblH BU3YaAbl TYPAE KOPCETY, MaiialaHyIIbIHBIH OapIibIK
OpEKETTEpIH TIpKEYy JKOHE Tanjay MyMKiHairi. onperre, VR TpeHaxeprepi
MPAKTUKAIBIK ~ JKATTBIFYJapAbl TOJBIFRIMEH  alIMacThIpMaiibpl, Oipak oJap
MpaKTHUKara JalbIH OOJTYyIbI ap3aH KOHE KAKCHIPAK CTEIi.
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OHIPICTIK XKHE KypblIbic VR Tpenaxepiepi

VR
-

STIHL

It

\? ‘Sa

Cyper 1 — STIHL koMmaHusChIHBIH OEH30MIIIA KATTHIKTHIPYIIBICHI

OHEPKACIIl MEH KYPbUIBICTAFbI dKYMBICIIBUIAPAbIH €HOET1 o9pJaiibiM ToyeKeIMeH
OaitanbicThl. JKaHalaH KeNTEHIEPAIH TOKIpUOECI3MIrT >KOHE KayimCi3JiK
TEXHUKAChlH €CKepMEeyl ME3rul-Me3ril KaWfblUIbl —cajijapra aibll  KeJel.
KbI3MeTKkepiepi onap yUIiH *aHa TEXHOJIOTHSIMEH XKYMBIC iCTeyre YHUpeTy YIIiH
OHBI TOKIPUOE YIIIH KaMTaMachl3 €Ty KepeK, OHbl OHAIPICTIK MPOLECCTEH ajblIl
TacTay Kepek, >koHe Oys1 keO1He MyMKiH emMec. OHJIIPICTIH OapJIbIK MPOLIEC] TAYEI
OOJaThIH >KA0BIKTHIH ICTEH LIBIFYBI JKaFAailbIHIaFbl 3BaKyalUsJIbIK 1C-OPEKETTEP
HEMeECe 1C-0pEeKETTEP TypaJIbl AUTYIBIH KAXKET1 KOK.

MemnimHanelk VR TpeHaxxepiepi
\ “;J
| g |

Cypert 2 — ACUCTEHTIIEH OIlepalus Kacay KaTThIKThIPYIIbICHI

NmMuTanusiblk MeIuiuHa - OYJ1 Kb CalblH KOI WHBECTUIUSIAPABI KAKET
eTeTiH cana. VR cuMynsTopsl TpeHaxepAiH KYHBIH Oip MyJSDKIAa KOJJIaHyFa
12



OoJIaTBbIH Op TYPJIl TEXHUKAHBIH apKachlHAa alTapibIKTall TOMEHIETYl MYMKIH.
ConbIMeH Oipre OKYIIBIHBIH TYPBIC €MEC KOHE AYPBIC OPEKETTEPiHIH calgapbiH
OeifHeneyTe, OHBIH OPEKETTEPIH eCeNKe alyFa xKoHe Oaranayra 00aipl.

1.3 KosimaHbICTAFBI sK00AIaPFa HIOTY
Steam xoHe Oculus oibIH

ajaHJapbIHIA YKcac xo0aap
AP—~ ,

Cyper 3 - Steam aykeninig SteamLab »xo06acsr

SteamLab-Valve xopriopanmscer a3ipieret skone HTC Vive rapauTypachiHa
apramrad Microsoft Windows mmardopmaceiama 2016 kputmblH 5 coyipinae
HIBIFAPBUIFAH BUPTYaJAbl IIBIHABIK KOMIBIOTEPIiK oWbIH. OlibH [lopTan aneminae
eTell. ONbIH OMBIHILIBIFA BUPTYAIbl IIBIH/IBIKTHI Mali1ajJjaHy MYMKIHIIKTEPIH KoHE
MacmTabTel VR sKCrieprMeHTTEpiHIH KUBIHTHIFBIH KOPCETE/I].

Cypet 4 — Oculus Store nykeninin Holopoint sxo06achr
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Holopoint - cagak aryma Heri3genareH oWbiH. JKayanThl HBICAHIAPJbIH,
caMmypaillapblH KoHE ©T€ KayilTi HUHI3SUIApAbIH TOJKBIHAAPHI apKbUIbl OTY -
OCBUIAp/AbIH OAapJbIFBIH aThINl Ccaly, TYHICTIpY JKOHE aTy Ke3iHJEe Te3 Kapachl3
alHaJbIN OTY.

O#BIHIIBIHBIH, TIEOEpPIIiri MEH XaTThIFybIHA Heri3nenreH. Kemreren apkana
CTWJTIH/ICT] OMBIHIAP CHUSIKTHI, )KEKE JKETICTIKTEp MEH KOFaphl Oajt - OyJ1 Makcar.
Bbyn1 oifbIH Te3 KUBbIHFA TYCel KoHE OENICeHII OIayapl KaKeT eTe/li. XOJIOMONHT
OipHerie 6e/Il cagakibliap FaHa COHFBI TOJIKBIHFA JKETETIHACH €TIIl )KacajraH.

1.4 EcenTiH KOMBLIBIMBI

Toxipube kepemer ereni. MyMkiH, OyJ1 oiriil paszana MBIHABIK Oap HIbIFap,
Ke3-KeJTeH MeOepIIiKTI Urepy, 01 apTKa OPbIHHAH CEKIPYy OpbIHAY, TUTapaaa OlHay
HEMeCe TEHHHC JOMBIMEH OWHAy JKATTBIFYIbl KaXeT eTemi. bipak mpakTHKaHbI
x)eTinaiperin He? Fackip/ian actam yakbITKa CO3BUIFaH 3epTTEyJiepre KapamacTaH,
OKBITYIBIH QJICYCeTiH OaphIHIIIA apTTHIPY YIIIH OKBITY/IBI KajJal KypbhUIbIMIAY KepeK
JIereH MiKIpTanac TybIHAAWAbl. AWKBIH HOpCE - CHOPTTarbl OUTIKTI 0OJIy YILUIH
CHOPTIIBLIAP JKATTHIFYFa KOIl yakKbIT 0oyl kepek. [lereHmeH, koOiHece OKBITY/IbI
YUBIMIACTBIPY KUBIH, MAaTEPUANIBIK KaFbIHAH KYpIETl KoHEe oTe KbIMOaT O0yhl
MYMKiH. MbIcanaap KapacThIpailblK, cajJlakTaH aTKaHja ajgaMfa He Oip Tipl JKaHFa
THUI0O MYMKIHJITT O0ap HE KepeKkTi ajaH, OYKUI OWBIHIIBUIAP aJaHblHAH OTY/l A
aHBIKTAYbl KEPEK KBOTEPOEKTi, KAPMEH JKayFaH TayFa MIBIFYy KEPEK MIAHFBIIIBI )KOHE
0oc 0oiire >KONBIHIA KOIIKKE >KETy KEepeK >KEHUI aBTOKONIK >Kyprizymiici. Ockl
KeJlepruiepAl *eHy YILIIH 3aMaHayH, YHEM/I1 )KoHEe UKEM/I1 OKBITY dJiCTEpiH TaOyFa
YAKEeH Tajantap KoubuIabl. Buprtyanabl mbHALGIK (VR) IMIBIHAWBUIBIK TIeH
UKEMIUTIKTIH ~ apKachblHAa HAKTBl JaFapUIapabpl  YHpEeTy Kypajabl peTIHIE
KBI3BIFYIITBUTBIK TYIBIP/IBIL.

TexHonmorus Te3 MKETULAIPLIIN, KOJ *KeTiMai Oona OacraraH Ke3le KONTereH
cananap MeH kacintep VR-/1 HaKThI JaFIbuIapbl YUPETY Kypalibl pETIHAE KOJIJaHa
Oactanpl. Xupyprrap, YIUIKBIITAp XOHE ©PT COHIIPYLIIEp CUSKTHI 9p TypJl
MaMaHBIKTap, aTall aiTcak, VR-1e oKyIbIH Mmaiaackl TUETIHI TJICIACHIl. OIeTTe
«OKY apKbUIbl O171iIM» KaMTUTBIH OCBIHJIail OKBITY OaraapiamMaiapbiHa OailIaHbICThI
TOyeKeJAIH JeHTreiiHe OananbicThl, VR-re HeriznenreH okbITy OaraapiaManapbiHa
aybICYJIbIH ©Cy YpAici Oaikanaasl. VR Kayinci3gikTi, MIbIHAWBI )KOHE HHTEPAKTUBTI
OKBITY OPTachlH KaWlTajam TIKIpuOe Kacayra MYMKIHJIIK Oepeni, kepi OailylaHbIC
MeH CTaHJAPTTApbl KOJIAWIbI, HOTMKEIUTIKTI emmeiiai. Jlereamen, VR-aiH o3
QJICyeTIHE KETY1 YIIIIH dJ11 /1€ 5KOJI 0ap KOHE OJIaH 9pi TEXHOJOTHUSIIBIK KETICTIKTEpre
KETy 01 013/11H Ooamiak KypybIMbI3IbIH TaFbl O1p KUITI.

VR aBuanus xoHe Xupyprusi CUSKTHI cayiajapaa 0aprad cailblH TaHbIMaJ O01a
OacTaraHbIMEH, OHBI CIOPTTHIK JKaTTHIFyJIap/ia KoJIany o1 fe mekTeyii. CopTThIK
xkarmaiina VR-re HeriznenreH xKaTThIFyJapablH KONTEreH apTHIKIIBUIBIKTAPhI 0ap.
VR-ni komanaa Mmylienepi MEH KapChbUIACTAPBIHBIH KAThICYbIH MOJEIbIEY YILIIH
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KOJIIaHyFa 00J1aJIbl, )KATTHIKTHIPYLIbLIIAPFa OUBIHIIBIIAPFA apHAJIFaH CLEHapHiliep
Kacayra MYMKIHZIK Oepeni, MpakTUKa OPBIHIAYIIBIHBIH MIEOEpIIK eHreline
KATBICTBl KYPACThIPbUIYbl MYMKIH, MailaJaHymibliap OJIApAbIH HOTHUKEJIEpIH
TIPKETI, OJIAP/BIH TaMYbIH KOHE KONITETCH CIOPTTHIK OpTaIapAbl MYKUAT OaKbLIAIl
OTBIpabl. Mojenpaeyre Oonaabl. Kayinci3 >koHe KalTallaHaThlH —opTaja
YKaTTBIFyJIap ’kKacay MYMKIHAITIHIH KOCBIMIIIA apThIKIIBUIBIFEI 0ap, VR criopTTars
IIBIHAWBI MOTOPUKAHBI )KaKCAPTY/IIH TEPCIICKTUBAIIBIK AJTaHbI.

[lepcnextuBasibl 6ona Typa, VR >KarTbirynapsl OapiiblK CHOPT TypJiepiHie
YKATTBHIFYJIap jKacay YIIiH Maijaibl HeMece MPAKTHKAIBIK eMeC €KCHIH aram oTy
MaHBI3/bI. MBICaJIbI, Cya )KY3y CHSKTHI CIIOpT TypJiepid BP-1a okeITY MyMKiH eMec.
TexHOJIOTUSHBIH Ka31pri KYH1 JOIIKIICH, Kepl OaislaHbIC TIeH, MYJIbTH OUBIHIIIBLIAP
e3apa OpPEKETTeCYre HETI3EITeH MaraplIap/bl OKBITYABl MOJENBACY KHBIHFA
corajipl. TeXHUKANBIK MIEKTEYJIEp MEH BUPTYaJJbl JKATTHIFY OpTaJapblH KypyFa
OailyIaHbICThI WBIFBIHAAP VR CHOPTTHIK XKaTTHIFYJAphIH KaObUIAAyFa aiTapibIKTal
Kenepri kenripeal. [lereamen, keidip ciopT TypJiepi Ka3ipri yakbITTa ©Te€ CEHIMI1
YKOHE KOFaphl CEHIMJIUTIKIIEH MMHTaIMsuIay KbiMOaTka Tycce ae, VR OeitHenepi
OakbUIaybl YWpEHY VIIIH Taijganbl OO0Jiybl MYMKIH €KEHIH €CKepy KaxKer.
[Nafimananymisiap ©34€piHiH MIEOEepIIKTepIH JAEMOHCTPALUSIHBI HEMECE ©3/epiH
OaTbIpFaH CE31HETIH HYCKAyJIBIK OCHHEH1 MacCUBTI TYplle KOPY apKbLIbl apTThIpa
anapl.

bi3miH Ka31pri HaKThI KaFIalbIMbI3/1a, adaM Yie )KYMBIC 1CTeH ajaThIH Ooica,
conbIMeH Katap 2020 kapaHTuH Oi3re YJIKEH IIeKTEYJEep/AiH IIbIHAbl €KEeHIH
koepceTTi. Kode-nmykenneri HakThl (PU3MKAIBIK KATHICY, CIIOPTIIEH MIYFBUIIAHY JKOHE
TIITI )KYMBIC OPHBIHJA 00Ty 9p aJaMHBIH Ky3bIpeTi. J{om conait 60mab1, HEMece Ao
OCBhIHJIal OYHMpBIK KalTallaHybl MYMKIH, CIOpT3ajfa Oapy YIIiH ci3re 3aH Oy3y
HeMece JKaChIpbIH TypJie 0apy koHe T.0. KaxkeT ne? Hemece 6acka Hycka 6ap ma?

Bys1 mUIIoMapIK )KYMBICTBIH 0ACTBl MAKCaTHI - Ci3 Ke3-KEITCH JKep/Ie KoHe Ke3-
KEJITEH yaKbITTa >KaH[bl THIHBIIUTHIKIIEH OWHAaTa OUIETIH, CalaK aTy TIKIpUOEeCiH
MOJIaiTa aJaThIH dJieMTe 0aThIpa ajJaThiH OMBIH J31pIIey.

KocnapiianraH HOTHXKEre *eTy YIIiH Oenriii Oip MiHAETTEp KOMBLIYBI KEpeK.
JIMTIITOMIBIK KYMBICTA KeJIeCl HEeT13r1 MIHJICTTEp/Il OPBIHIay KaXKeT:

e JKobOanbl icKe KOCY KYPBUIFBICHIH TaHAAY;

e JlamMbITyFa apHaJFaH KO3FAITKBIII KOHE JKY3€Te achlpy 9JIICiH TaH/Iay,

e barnapnamanay TuTiH TaHaay,

o [lalimanaHymIbIHBIH OPEKETTEPiHIH, MaKCATTApPbIHBIH JKOHE KOpIlaraH
OpTaChIHBIH JOHEKTUIITH jko0anay;,

OWBIHIBI TAMBITY;
e JIOCTHIK KOJaHYIIbI HHTEP(EHCIH TaMbITY;

15



2 JKOBAHBI(OMBIH/BI) O3IPJIEY
2.1 OyHKuMOHANABI TAJANITAP

Byn1 oiibiH MOOMIIBII KOHE CTAIMOHAPIIBIK KOCHIMINIA PETIH/IE KACATYhl KEPEK.
barnapnamaneik sxacaktama Android sxone Windows amanmbik Kyienepi Oap
KYpPBUIFBLIAP/Ia )KYMBIC 1CTEY1 KEpPeK.

BbyJ1 KochIMIIIaHBIH KeJlecli MyMKIHAIKTEP1 00TYbI KEPEeK:

— cajak aTy

— HBICAaHJIAPJbIH KE3JEHCOK KO3FaJIbIChI

— KeOCHiH THIOIH TIpKey

— payHJ caHay

— KOpIHICTEep apachiH]Ia AybICy

— IBIOBICTHIK A exTTep

2.2 «Castle&Bow»
2.2.1 /KobGaHbl icke KOCY KYPBLIFbICHI

VR mnardopmacsl HapbIFbIHAA Ka3ipri yakpiTTa VR J1aMybIHBIH BEKTOPBIH
OenrieTiH eki Herisri anpimTap 6ap. by Steam xeke kommanusicsl xone Oculus
MEMJICKETTIK KOMITaHusChl. Ekeyine ae o31H1K 1u3aiHaFsl miIeM/iep, COHaan-aK
VR OarnapiamanapblH caTyFa apHajfaH >Keke JykeHjaep Oap. MeHiH TaHIaybIM
Oculus-ka Tycri.

MemiH TannaysiM 2-111 QUESt TycrTi, ipiKTey mpoIieci oTe OHail 00Ibl, OUTKEH1
Quest 2 rapHUTYpaChIHBIH apTHIKIIBUIBIFBl OHBIH KEMIIUTIKTEPIHEH JKOHE KaJFaH
TapHUTYpaTAPAbIH OapJIbIK apTHIKIIBUIBIKTAPbIHAH OaChIM OOJIJIBI.

Oculus Mobile OS kaiita »anaman Android 10-ra Heri3memin »acajraH )KoHE
COHBIH apKachlHJIa ©Te acepil kepiHeai. OHaarbl MOOWIIBII TIaTGOPMaHbl HET131
aJIBIHFaHBIH TaHy MYJIZIEM MYMKIH eMec.

Cypet 5 — Oculus Quest 2 rapauTypacs!
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Oculus Quest-TiH apTHIKIIBLIBIKTAPHI:

1. ABTOHOMMUS

Bipiami Oculus Quest cusakThl, ekiH Quest-Ti iCKe KOCYy YIIiH KOMIBIOTEPI1H
MYJJIeM KaxkeTi JKOok! SIFHW, TapHUTYpaHBIH TIKEJIeH >KoOamapabl CajbIIl
KOJIJTaHATBIH ©31H1H KOChIMIIIajap JyKeH1 Oap.

Oculus Quest 2 meminiy 6ip 3apsiapl mamameH 2-3 caraTka co3buiaabl. OWbIH
OapBICBIH/IA OJ1 CAJT a3 KYMBIC 1ICTEH 1, MaMaMeH 2 caraT, ajl 3 carat OCHHEHI Kepy
JKOHE KapamabiM HMHTEPAKTHBTI KOCHIMINAIApAbl MaiiiagaHy apKbUIbl >KETyTe
Oonanpl. batapesHsl 3apsaTayFra maMaMeH 2,5 caraT KeTei, all erep Ci3 po3eTKaaaH
aJIbIC OOJICAHBI3, MYJIBIFA CHIPTKBI OaTapessHbl A JaTaHbIT 3aPSATATYbl MYMKIH.

2. Canmarbl MEH MeJIepi

Kim He aiitmaiimel, Oipak VR ToxipubeciH XuMHaAKTay YIIiH KO3UIAIPIK Tary
Kepek, an kentereH VR ke3u11ipik MONBIHFA YIIKEH BIHFANUCHI3IBIK, IIApIIAy KOHE
aybIpchiny okeneni. [{om ocel Quest 2 ke3unaipirinae MyHaail mpoOieMa KoK Aeyre
OoJIMaiiibl, OFaH KapamacTaH OyJl Ka3ipri Ke3leri €H THUIMJI IIelliM, eWTKEeHI
nuieMHiH canMarbl Tek 503r kypaiasl. Us, opTaiia caiMak, 6ipak KajaraHaapbIMEH
caJbICThIpFaHa eMIKaHAal qay-namail TeH aopexene 6ommaiiasl. COHbIMEH Katap,
OHBIH KeJIeMl YJIKEH eMec OOJIFaHAbIKTaH, KOINTEereH KOPHEKTI KYpbUIFbLIapFa
KaparaHja TOH alTapIbIKTal ajjblfa KaTThl TApThUIBIC OEpMEN/II.

3. baracer

bap Oonrambl $300 ymia 4K oskpanmpl, aiaTel IOpekedTi epKiHIIKIIEH,
KOHTPOJUIEPIEPMEH JKoHE JIepOec KOMITbIOTEPre KeM JIeTeH 1€ Kabellb apKbLIbl, TIIITI
TOJBIKTAll CBIMCBI3 KOCBUTY MYMKIH/IT Oap, TOJBIKKAH/IBI aBTOHOMJIBI IIIEM ajia
amambi3. Quest 2 maiima OoJsiFaHFa JICMIH, IIJIEMJICe YCBIHBUIFAH —OapIibIK
MYMKiHAiIKTepi 0ap eH ap3an VR nuiemi Garacel $700 Gacranran OosaThiH, Oy
OopiHe KeTepiM/Il coMa eMec.

4. OHIMII KOJJIay )KOHE TaMBITY

Oculus Facebook-tin Herizin kamaymbl  [{ykepOeprriH — KOMITaHUSICHI
OonFaHIIbIKTaH, €H O0JIMaraH/1a ipi KOMIAHUSHBIH KOJIIaybl ©T€ TapThIM/IbI, OUTKEHI
CI3/11H BUPTYaJIJIbl IIBIHJBIK KO3UIIIPITIHI3 O1p *KBULIBIH 1I1HAE Maiaace3, 6eame
meTiHAe Kipmim  Oosbim  Kanmaiiabl. JKiHe Oapiblk  JKaHa YWITEp MEH
Oarnapiamansik xacaktama Oculus Quest 2 yiniH apHaiibl JaibiHIaIFaH 00k,

KemmrinmikTepiiH imriHeH Tek 01p MyHKTT1 KOCyFa O00Jabl:

1. By omi e )KbUDKBIMAIIBI KO3UTAIPIK OOJIBITT CaHaa bl

KommbroTepre Kaparanaa KOChIMINIATIAP/IbIH canachkl TOMEHACY1 00aabl. MyHBI
TYCIHY VIIIIH KOMIBIOTEPAIH HYCKaJapblH oHE oyapAbsiH KBecTke Oeitimaenyin
CaJIBICTBIPY apPKBUIBI KO3 )KeTKi3yre 6oasnl. Kenemi 6olibIHIIA 1a ofap OipHeIe peT
EpEeKIIeNIeHyl MYMKiH, TEKCTypajap KbICKapaJbl, )KapbIK Kecieal kane T.0. bipak,
COHBIMEH Oipre, eKiHIIN KBeCTKe OeHiMIenTreH HycKa OipiHIITiCiHe KapaFaH/1a sKaKChl
KOepiHei.
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2.2.2 JlaMBITYFa apHAJIFaH KO3FAJITKbIIII

Kazipri yakpiTTa Tanmay eTe YJKEH, COJ Ce0emnTi KO3FAITKBII TaHIAybIHBIH
KOIITIT1H/IE a/1achlll KTy OHail Oosanapl. bipak onja aypeic Ke3kapac emec, ce6eli
oilbiH uHayctpusacbiHga FElectronik Arts, Ubisoft »xoHe T.c.c anmaysITTap
NeHrenine, 6apiabpIFbIHA 63 OUBIHBIH KYpyFa MYMKIHJIK OepeTiH eKi MacTOJ0H Oap.
Onap Unity3D xone Unreal Engine. Ocbl 3D olbIHKO3FanTKbIITaphl OYphiH VR
JTAMBITY TOKIprOECi )KOK ailaMIapFa, OHepKICI apaarepiepiMer TeH aopexene VR
HICIIIMEPIH KacayFa MYMKIHAIK 6epeni. byn kubiH Tangayna, meHig ke3iM Unity-
Fa TYCTI, €HJIT1 OHBIH CEOENTEepIH KapacThIPAbIK.

Market share of notable Steam games

m Godot m Unity = Unreal » Cryengine
= Source = GoldSrc = id Tech = GamelMaker
u Frostbite m RPG Maker m Ren'Py n Fox
= Snowdrop = Fusion = Adventure Game Studic » Lumberyard
u Flash n Others
Godot
0%

1
GoldS5rc
\\ 1%
_ ; Reln'}-"y\ H‘“}\;Gamehl‘laker
Lumberyard__—  AdventureGame_/ / 0% _RPG . 1%
0% StudicFusion_/ Snowdrop Maker - Frosthite
0% 0% 0% 0% 2%

Cypert 6 — Steam oiibIH AYKEHIH/IE op TYPJl KO3FaITKBIIITap 1a )KacaaFaH
OUMBIHIAPABIH HAPBIKTAFHI YiIeci
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Here Unity?

Unity, Oacka "OWBIH KO3FaNTKBIIITAPhI' CHSAKTHI, '"OarmaapiamMaibiK
mwiatdopma’ HeMece O3IpNICYIIUICPIIH JAEPEKTEPAl KOpceTydi, (U3UKaHBI KOHE
CHI13Yl JKEHUINETETIH Kypajijap >KUBIHTBIFBI, OJIApAbl BHUPTYalAbl KEHICTIKTI
HOJIJIEH KYpY KaxeTTutirineH 6ocaransl. KosranTkeim yur emmemai (3d) sxoHe eki
enmemal (2D) BupTyanasl onemaep YIIiH KYPBUTBIC OJIOKTaphIH KAMTaMachl3 eTe/l,
Oyn aiitapieikTaid MiHIeT. Meicanbl, 013 KapamaibiM Jen KaObUIIaraH CaHCHI3
TaOufFaT 3aHAapblH KapacThIPBIHBI3 - ayBIPJIBIK KYIIIHEH OacTtam Ke3-OO0bEeKTTIH
peakuusChiHA JeHiH. BupTyannbl KEHICTIKTE OWHATBHUIATBIH  OpEKeTTepAi
KaliTamayra MYMKIHAIK Oepy YIIIiH, eMIpJiH OChl HEri3ri acHeKTiIepiH ecKepy
KaXKET, aJl 0J1 MYJIZIeM OHail eMec.

2009 xputFa ACi1H OMBIH KO3FAITKBIIITAPBIHBIH KOTIIIIITT MEHIIIKTI 0O0JIIbI
JKOHE oJlap/bl KOMITaHUSIap KaTThl Ky3eTkeH. backiHan Oactanm Unity Oy
MOJICBACH  allllaKTall, oJyecKoilapra  KypajljaapAbl  TIKEJIEH  YCBHIHJBI.
KO3FanTKBIITEIH ©Cyl «MOJHHT» KO3FaJIbICHIHBIH apKAChIHIAa KapKbIH aJlIbl,
AHTY3HMACTap OMBIHILIBUIApFa Oacmarepiiep YChIHFaH /111 KOJI HET131H/1€ OMBIHAPIbI
©3TepTTI.

byn oitbin Unity akpuibl OargapiiamMaiad TeK Oenrial 0ip mesiepie TadbIc
TalKaHHAH KeWIH o3IpJIeylIliepre ecem abIphicaThiH OafFjapiiaMara aybICyFra
MYMKiHiK Oepi: Kasipre yakpitTa 01 $100,000 memepinae. Ochliaiiiina, oxapablH
Ou3HEC-MOJIeINl TOYeNCI3 JKOHE MOOWIBAl d3ipieylIIepAiH BIHTA-KIrepi MeH
JKYMBICBIHBIH COTTUIIriHE HeriznenreH. COHbIMEH KaTap, OHBIH TaHBIMAJJIbIFbI
OCKEH CalbIH, KO3FAITKBIII >KaHA HapbIKTapFa, OHBIH IIIIHJE KOPHOPATUBTI
OarmapiaMalbIK )KacakTaMa MEeH HU(PIIBIK aHUMAIUSFA YIIACTHI.

by koMmaHus )KeTKI3rici KeJIeTIH UMHKIe COMKec Kenemi: «OyKiT aeMiert
a3ipaeymiinepre Oaii, uHTepakTHBTI, 2D, 3D, VR )xone AR Toxipubenepin kypy
KypangapeliH ~ Oepy». IllpiH  MoHIHIE, COHFBI  YaKbITTaFbl HMMMEPCHUBTI
TEXHOJIOTUSIHBIH JKOFApbUIAYBIHBIH ceOenTepiHiH Oipl anmapaTThIK KypaiaapAblH
ap3aHllaybIMEH KaTap, OarjapiiaMaliblK >KacaKTaMaHbIH YHJIECIMIUIINT MEH
KOJIAHYJbIH KapanalbIMAbUIBIFBIHAH OO0Jybl MYMKIH. O3ipieyuiiiep OipHemie
KYpBUIFbLIap/ia Ma3MYH Kypa aiajibl )kaHe oHbl Apple App Store xone Steam oiibIH
KiTalmXaHachl CHSAKTHI ap3aH HapbIK ajdaHJapbl apKbUIBI TapaTa amaubl, Oy
KOMMepIUSIIBIK VR Oarmapiamainbik kacaKTaMaHbIH KOMTITiH TyIbIpabl. COHBIMEH
katap, Google, Facebook-ke Tumecim Oculus xone Microsoft CHAKTBI
wiaThopMaliapIblH allMaybITTapbl MasMyH KYPYIbl skKeHimeTy yirid Unity-men
TapPHUTYPAJIAPBIH KYPACTHIPY OaphICHIHIA O1PIKTI.

Unity mutatropMachiHbIH MYMKIHIIKTEP1

Unity Oacka tuiatrgopMamapMeH CalbICTBIpyFa OoJaThiH — OipkaTtap
MyMKiHaikTel Oap. bipinmigen, on yinecimal. bipHeme mmargopmanap MeH
KOHCOJIbJIapFa Jkapusuiayra pykcat ety yiniH Unity «KypacThIpy jKOHE i1CKE KOCY»
MPOTOKOJIBIH KacaJbl, OFAaH TEK JKYKTEY KOHE KYPBUIFbUIAPAAFbl Ma3MYHJIbI
oiiHaTyapl Oactay YyuiH Oap OosFaHbl OaTblpMaHbl Oacy Kaxker. Koa »xaHa
dbopMaTTapra apHaIFaH JKUBIHTHIKTAP YIIIH YHEMI )KaHAPTHUIBI OTHIPAIBI.
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CoHbIMeH Oipre OM3HECTIH KEHEI01, ©31HIH JCHICIIK HapbIFbIH allyabl Ja
KamThiael. OmapnbeiH  «Asset Store» oyeckoiyiap MeH Kocimkonmapra Oacka
KOJTAHYIITbIIApFa KOJIJIaH JKacajdFaH KOPIHICTEp/li, KOATapabl, KOHIbIpMAaIap MEH
aBaTapyapbl )KOHE T.C.C. KOCAJIKbI aKTHUBTEP KYKTEyre (aKbIChI3 HEMECe aKbLIbI)
KOHE BUPTYaJ bl KEHICTIKTI TOJTHIPYyFa MYMKIHAIK O€pi.

CoHpIHIa, KO3FAITKBIII WHTpaoIepalaiblK KOATH Kol KosimaHaabl. Unity
«TaKeTTepiH» J3ipJeylIiep e3/1epiHiH Ma3MyHbIH 0acKa KOMITBIOTEpJepre OHaii
AKCTIOPTTAY YIIIH FaHa eMeC, COHbBIMEH KaTap *a0AbIK OHIIPYIIIEp] )Ka3raH KOATHI
UMIIOPTTAY YIIIH A€ KojijaHa ananel. [lakerrepre onmerre «caxHayiap» Hemece
amnmapaTrThIK >koHe OardapiiamMaliblK »KacakTaMa MYMKIHJIKTEpl MOJENIbJICHETIH
JKOHE OarallaHaThIH BUPTYyaJJibl djieM napametpiepi kipeai. Erep «Leap Motiony»
KOJI TpeKepl CUAKTHI kKaHa KYPBUIFBI Maiiia 0osca, caxHallap KO3FAJITKBIII apKbLIbl
JKYKTEyre KOJ KeTiMJi 0oJaabl, COHIABIKTAH O3IpJCyIIliep »KaOIabIKThl TEKCEepir,
OHBI OMBIHIAP MEH KOCBHIMIIIAJIAp Kacay YIIIiH KOJIIaHa ajiajbl.

Ocpnaitira, Unity e3iH  Tantelpmac jaengan periHae kepceremi. On
BUPTYaJIJIbl KEHICTIKTEr1 Ma3MyHbl TONTACTHIPYAAaH KOHE KalTa KypyJaH Oacrar,
XKapusulay MEH TapaTyFa JEHIHIT eHIPICTIH 9p KE3€HIHJE HHTPaoIlepalyusIbiK
maTgopMasap MEH HapbIKTap JJIEMIMEH e3apa OpeKeTTecTipedi, Oyl OHBI
1aT(OPMaHbIH CUMBOJIIBIK KYpasbl €TEIl.

O3ipieyuiiep KoraMIaCThIFbI

Kot caitbin  o3ipieyuriiep XR-me MyMmkiH OonaThlH IIEKapaHbl ajFa
mbirapanbl. Unity3D xone Unreal Engine exeyi jae o3ipieymiiiepre THICTI
Ky>KaTTaMa MEH OKYJIBIKTap/ibl YChIHY YIIIiH OapblH canajibl, Oipak Oy canana ci3
Kail HYCKaHbl TaHJIay KEPEeKTITiH menryre MaxOyp Oonackid. byn sxkepne oibiH
KO3FaJTKBIIIBIH KOpIIan TYpFaH KOFaMIACTBIKTBIH eI, dcipece, KaHaJaH Manaa
oosbin katkaH XR wHaycTpusicbiHga MaHbI3ael Oosanbl. Unity3D, epkiH Koj
xeTimai Ko3ranTkpii peTinae Unreal Engine 4-teH repi y3ak OOJbl, COHIBIKTaH
OHbl KOpIIAFaH WHIU-I3IpJEYLIIEP/IIH YJIKEH KaybIMAACTbIFbl Oap. Meicasl,
Unreal Engine dopymbinga C++ G6arnapnamanay OoiibiHma 12000 TakbIpbIn KoHE
VR xone AR nmambity OoiibiHima 4600 takeipein Oap. An Unity3D ¢opymbinga
128000-nan actam crieHapuii TakbpIpeiObl JkoHe 6100 actam VR  mambiTy
TaKbIpbINITaphbl 0ap. by aerenimiz, erep mpoOjeMa TybIHAANUTHIH 00Jica, MIEHTiMIH
Tabyra KOMEKTEeCY YIIIH Ci3/ie OChIHal mpobiiema 6ap Oipey/ii Taby BIKTUMAJIBIFBI
YKOFapBUIANIBI )KOHE K00a JaMybIH KEHIIIETE/I.

2.2.3 baranapaamaJjay Tiji

OWBIHABI MaMBITY emIKaiaH oHait OosraH emec. Unity CHSAKTBI OWBIHIAP.IBI
JaMbITyFa apHaJiFaH Tuiargopmanap KapanaiibiM 2D nmnatdopmeprnepinen Oacrar,
XKaH-KaKThl erxeil-terxeini 3D onemuep men VR-ra apHanraH onemjepre JeiH
*acayra MYMKIHIIK Oepeni. Unity KimmripiM o3ipjieyuiijiep YIUIH TEriH, >KOHE
peIaKkTOpabl ©31HI3MIH WJCSUIAPbIHBI3IBIH TMPOTOTUIIIH Kacay YIIH, KaJai
KOJIIaHyFa O00JaThIHBIFBI TYpasibl KONTEreH HYCKAYJIBIKTaphl Oap.
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Unity OarjgapiamachlH Kajaill IaijajiaHy KEpeKTiriH Ouly KaxkeT, Oipak Ta
OWBIHHBIH HAKTHI ©3€T1H, OHBIH MiHE3-KYJIKBIH aHBIKTANTHIH TEK KaHa jKa3bLIFaH KOJT
Oonanel. OWBIHABI NaMBITY YIIH, Kail TUIAI TaHAAay KEpPEKTIrl KUBIHFA COFYbI
MYMKiH, Oipak Unity arnaiieiHaa OyJT OHAM MICTIIiM.

Kaszipri yakpirta Unity ymnis ska3yra 00JIaTeIH OSTUIL TIAEp, OJI:

C#

JavaScript

Boo

IronPython

Lua

C/C++

. Rust

Y chIHBUIFAH 7 TUIAIH TEK YIICYIH FaHa CEHIMMEH KapacThIpyFa 00J1abl.

NogokowbdE

1. C#

Unity-nen Gacraranmap yIIiH Hemece OOBEKTiTi-OaFmapiibl OarmaapiiaManayibl
OypbraHaH Oinerinaep ymin C# - oy Unity-na sko06a skacan yipeHy YIIiH Jypbic
Ti1. [IsiH MoH1HAE, C# - OyI1 TutatdopMa YIIiH YHpEeHyre TYpapiIbIK KaJIFbI3 TUT e
caHasaibl.

Ce06e61, Unity Microsoft .NET ¢peliMmBopk-mnaTdopmacsl 00JbI TaObLIATHIH
Mono-usl Konmanaapl. C# NET-TiH Herisri Tin O0JbII TaObUIaIbl KOHE OapIIbIK
Unity kitanxananapbl C# KOJbIHBIH KeMeriMeH xacainrad. C# - Unity T necex,
apThIK alTKaHbIK OonmMac. XKone Unity onapaeiy C#-Thl OoJanakTa KO3FaJITKbIIITa
KOJIIAHBIJIATBIH YKAJFbBI3 T1J IETl CAHAUTHIHABIFBIH aHBIK KOPCETKEH 0O0JIaThIH.

Byt sarbIM/IbI J)KaHABIK, oiiTkeHi C# KyaTThl )koHE YipeHyre oHai T, Unity -
C# TiniH OKyJIBIH KOITETeH aKChl ceOenTepiHiH Oipl, COHBIMEH KaTap KaHaJaH
OacTaymbLIapAbIH OapibIFbl, OHBI OJaH Ja KOJI JKEeTIMII JAen caHaiabl. OUbIHIApAbI
JAMBITY OKYABIH KYPBUIBIMBIH KaMTaMmachl3 €Tedi, ajl kobaFa Heri3enreH
MakcaTTap *aHa MoHAep/ll TEPEHIPEK TYCIHYre KOMEKTECE/I.

2. JavaScript

Unity consiMen katap UnityScript petinge Oenriiai JavaScript-Ti KoJiTanIbl.
Ierrapeiiranian Oactankbl JavaScript Unity-maiH TONBIKKaHIbI JaMy TiUTI PETiHJIEe
C#-nien katap Oonael. Unity crieHapuiiiepi ciiTeMeciHe KiTalmXaHaHbIH KONTEreH
anemeHTTepi yirH C# sxoHe JavaScript KoaTapbIHbIH MbICATAAPbI €HT131I/11.

byn JavaScript xacaymibuiapbl YIIIH Taijgansl  OOiAbI, OWTKEHI KOJ
KYPBUIBIMBIHIAFBl albIPMAIIbUIBIKTApFa KapaMacTaH, OJiap TaHBIC CHUHTAKCHUCTI
KOJIIaHa alijipl. AJaiia Mocee TybIHIA b

UnityScript JavaScript-ke ykcac OoaranbiMeH, osiaii emec. UnityScript-Te
JavaScript-re ok kmacctap Oap. bipHele aWHBIMaIbl JCKIapalnusiiap >XoHe
KOChIMIIIa yTipiaep cusakThl JavaScript myMkingikrepi UnityScript-Te Koi »keTiMi
emec.

MywmkiH, eH Oactbeicel, Unity >xo0anapeinma JavaScript aHbIKTaMachiH 137y
opAaibIM TYCIHIKCI3 OOJIBIN KeJreH, OUTKeHI KenTereH agamaap oHbl UnityScript
emec, JavaScript nmen artainbl. BeO-au3aiiHHBIH [1a, OWBIHHBIH Jla HOTHXKEIepl
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OIpIKTIpUIIN, TUIAEP apachIHJaFbl albIpMAIIBLILIK Taza JavaScript o3ipieymiiaepi
YILIiH Jay TYFBI3/bI.

Bonkim, UnityScript-ti konmaysiHaH 0ac TapTaTBIHABIFEI TaHKAJIAPJBIK eMec,
CHIT1 OHBIH 3C€HHETKe IMIBIFY KecTeci KypwutraH. JavaScript-ti Unity-me omime
KOJTaHyFa 0oJiajel, Oipak OHBIH KOJAAyBIHBIH asKTAJIATHIHBIH OUITE€H COH, MEHIH
TaHAAybIM alKBbIH.

3. C/C++

byn Tingepai KoiaaaHy, KbUIAAMIBIK MTEH CEHIMJIUIIK MaHBI3/IbI JKoOamap yIIiH
onerTeri ToxipuOere aiHamapl. Unity-1iH MBIKTBI KiTanmxaHacklHa oHe CH#
YChIHATBIH OapJIbIK KypajijapFa KapamacTaH, Keiie ci3re o31HI3A1H IUIaruHaepiHi3
KaXeT 00Jybl MyMKIH. [maruaaep/i TanaayibIH HET13r1 cebenTepine KbUIIaMIbIK
HeMece 0acka TUIJIe Ka3bUTFaH KOJI HeT131He Kipy »kaTaasl. by cuenapuitnepai DLL
IJIaruHACpiHe €HAIPY KOATHI KalTa ©OHJIeY YaKbITBIH YHeMJICHl KoHe KerOip
YKaraaisiapaa eHIMIUTIKTI dKaKcapTabl.

Ken xarpaitna C++ nmuiarusaep *acay YIIIH KOJIJAHBUIATBIH Tid 0oJaabl, Oipak
C men O1paeit sxymeic icteiial . Kox DLL-re enaipuirenie, onsl Unity muiaruaaepi
KaJITaChIHA OPHAIACTBIPYFa KOHE KOJIKA CLITEME yKacay apKbLIbI JKETyre 00JIasbl.

Unity-ze sxymbIc acalTeiH OonFaHbIKTaH, C# TUTIH YipeHy KaxeT, Oyl TUII
enemer anmaiMbiz. C# TUTIHAE OKBITY MOJIMET KO3Jepl kKoHe Maijga 0oJiaThbiH
MoceleNiepAiH  MICIIMACPIHIH MeoJepl A€ SIASKYPIbIM KeOIpeK >Ka3bUIFaH.
Congpiktan TapaaybiM C#-ka TyckeH. Texk oOFaH TOKTaIyAbIH KaXeTl KOK,
iaTdopmMa op TYpIl OarnapiaManay TUIAEPIH KOl bl, COHABIKTaH OpKIM ©31He
YVHaWTBIH HYCKaHbI Tababl. JKanrei3 epekienik — JavaScript-te. Unity koMaHachl
oJlaH 0ac TapTyra IIenIiM KaObUIIaabl JKOHE OoJaliakTa KalThIN Kedyl eKiTajawu,
coHNbIKTaH OHBbI Unity >KyMBIC iCTE€y YIIIH 3€pJeNieyiH KaXeTi KOK. OHuTmece,
CIIKaHal IMEeKTeYJep JKOK, Ke3 KeJITeH aTajiFaH TULIEPMEH KYMBIC Kacaill ajaMbl3.

2.3 Kobaaay

Oitpranel  Kypy Unity-ma  TepT Ke3eHHEH Typajsl: HISsUIlap HeMmece
(TYKBIPBIMIAMANIBIK KE3€HY», OHJIPIC HEMECe «KOHTEHTTI KypyAsiH 3D popmatsiy,
ICK€e achIpy KoHE TapaTy Hemece «0ocaTy».

Ideation
— Production
Concepts brought -
into Unity for - Implementation
{ucti Assets imported
production. | mp PR
from existing , - Distribution
modeling D"i{’}_‘f":‘;‘ SDKs,
rograms and and Umty , . b
}lj,'ni‘-l}' Asset Store, | Packages provide Unity publishes to

Casy-1o-usc
interfaces for
existing platforms’
controls,

existing platforms
and related
marketplaces.

Cypet 7 — Unity-na ofbIHIBI KYPY TOPT KE3€HI
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Unes

Wnest xe3eHIHIE anFalliKbl TYCIHIKTEp, SCTETHKA, MEXaHUKa >KOHE ICHrensep
“brain storm”-bIH Kacaiiipl, COJJaH KEWiH KO3FAJITKBIIIKA eHri3ineni. [lainananymist
OWBIH YCBIHFaH Ke3ne ne Oipiik rmiatdhopma Kypambl peTiHAe OeKiTUIeT.
Ma3MyHHBIH ilIiHapa TYKbIpbIMAaMaaH TapayFa aybICybIHbIH KapanailbIMIbLTBIFbI
OHBI KOJIJIaHYIIBIIAP YIIiH TApTRIMABI eTesi. Unity-ai TanaayasiH ceOenTepiniH 0ipi
KapamnaiibiM cyiipey koHe Tycipy (YyHKUMOHAIIABUIBIFBIHIAA OOMNIbI, SIFHU ©HEep/l
KOJITay ©T€ a3 HEMeCe MYJIJIEM UMIIOPTTayFa OOJIaTBIH/IBIFBIH OLTAIPII.

WUnes neHrerinae BUPTYaIJbl oJIE€M KYMBIC ICTEHTIH OJIEMHIH JIOTHKACHI
(apXUTEKTypachl) OMIACTHIPBUIALI. TeMeHe 1C-KUMBLI TOPTIOIHIH JUarpaMMachl
OeplreH.

bipiHin TapMak - TOJMBIKKAHBI JKOCHApJIaHFaH aTy YIIiH Oenrui Oip peTneH
TarailblHIaJFaH NalJaJlaHylIbIHBIH 9pPEKETTepl. OPEKEeT TIPTIOIH Oy3y MYMKIH
eMec, OUTKEH1 0J1 9pKallaH OachblHAH asFbIHA JICUIH OTE/I1.

Exinnn Tapmak - OWHAThUIATBIH KOPIHICTIH Oachl MEH COHBIH aHBIKTAWTBIH
KO3FaITKBIIITHIH ©31. PecypcTap MeH )KYKTeNIreH AepeKTep/Ii bacKapaipl.

YuniHin TapMak — MUIICHb (KayJiapJbIH) JOTUKackl. MUIlIeHbAEP/IIH peiibed)
KapTachIHIa Ke3eHCOK maiaa 00Tybl KEPEeK, COHBIMEH KaTap jKaHa KOJIMEH, COHFBI
HYKTere AeiliH xKypyl kepek. COHbIHA payH[ AEPEKTEPIH TOJITHIPY YIIIH OY3bLIaIbI.

TepriHmn TapMak - payHA PETTUTIK JIOTMKachl. PayHIka TaralbIHIanFaH
JKayJapAblH CaHbIH aHBIKTAMIbI, COHJIali-aK 3apJlall MEeKKeH HbICAHJap MEH OTKEH
payHATAPIbIH CaHbIH, COHBIH 1111H/1€ OWBIHIIBIHBIH JICHCAYJIBIFBIH J]a €CENTEH 1.

Mannanaxyiis

] A [ 0 [ a
__________ ExiHwi konmeH apka Canaskka xedeHi Co3kiny kyWiH ATy #aHe Tuogi Co¥kel 00BekTICH
— >
F| CapasTsl fonea any apThiHaH ¥ede any BexTy acenTey TipKey aHEIKTaY

KosranTkeiw

CueHa Gactanysl

Helcanoap

UNITY — 0

........ System ) System Ol ------[>  Cuewa asgranyw
Software Software

[y

i Tawganrax aiMarra ) Cokgel GonFan kezne
COHfI HYKTETE HETY
— e s
HEYNADALH e HEMECE COHFSI
nafiaa Gonyk! HykTere KeTkeHe ¥ow

I

Snem l

JHOMBINFAH HICAHAADAEH
CaHsIH ¥aHe
OlBIHILLIHEIH, KATFaH SMip
ynainapeiy, ecenray

Keneci ofsiH KMBIHDBIFEH

L Payuarap casay YTKEHTY

% GapnkIf, payHa askTanysl ——

Cypert 8 — OiiblH Ko11aH0a apXUTEKTYPaChI
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Rectangle

Stamp


Onmipic

OHpipic JCHreWIiH TU3aiHBIMEH KaTap OWBIHHBIH BUPTYaIAbl KEHICTITIHIIE
KOJTAHBIJIATBIH «aKTUBTEPA» (TaHOAIap, 00BEKTIIEp KoHE Oacka maTepuaiiap)
Kypyabl KamTtuabl. Keitbip GyHKusmap (MbIcaibl, )KapbIKTaHABIPY, AHUMAITHUS KOHE
«Kapabaiiblp» HbICAHJAP) KOZFAITKBIIIKA 9/ICTIKI O0iibIHIIA eHri3iireH, 6ipak Unity
coHbIMeH KaTap Maya xoHe Blender cuskter kxypaem 3D rpaduxanbix
KOCBIMITIAJIAPDBIMEH HMHTETpaIusiayabl yChiHaabpl. OWBIHAAPABI JaMbITa HEMECE
MoOJIebAeH OUTeTIHASP YIITIH OYJI o1ap bl YisieciM i OarmapiaaMalblK KacaKkTaMasia
onokraiael. XKananan kenrenaep yuiH Unity KOMOAHUACH TYWpEYIiH TaFbl O1p
JKOJIBIH YCBIHAJIBI: ajiJibIH-aJla OPHATBUIFAaH aKTUBTEP AYKEHI OHIIPICTI KEHUIICTY
YIIIiH Ma3MYH/IbI, TUTArMHAEP/I, TAKETTEeP/Ii KoHe 0acKa J1a yTHIIHTAIapAbl CaTabl.

Save up to 95% on Mega Bundles to chart your course

Q unityAssetStore  Assetsv  Toolsv  Servicesv By Unityv  Industriesv  Salev

Q

s Over 11,000 five-star assets @ Rated by 85,000+ customers @ Supported by 100,000+ forum members

Home > ty Technologies > Top paid assets

Top paid assets

See the top-ranked paid assets on the Asset Store.

@ Unity Technologies 8
. : i AA ) k < % 4

e a A* Pathfinding Pro;@ A& el > | E

B Sl - “é : |

» M ) - et _INa B

= : 5 - o Grabbit

Micro ’ g -+
Ultimate INSPECTOR & SERIALIZER ¢ ot Physics Transform Tools
MicroSplat - Ultimate B... A* Pathfinding Project ...  Odin - Inspector and S...  Poly Art Animals Forest... RayFire for Unity Grabbit - Editor Physic...
*kk kK (3) * K%Kk ¥k (715) * %k dkk (532) Jodk Kk ke (26) *kk kK (39) * Kk k kK (30)
$180 $100 $55 $143 $170 $40

FINAL |

- .
- N ge2
0 ) A0 N 7
A, 2
M & - - eh AMPLIFY BUNDLE - SAVE $35

Facy Save - The Camnl Final IK Meaa Animationg Pack DETAII ED - Medieval C Shane Amplifv Rundle

Cyper 9 — Unity Asset Store akTuBTep KiTalrxaHachl
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KonnaHnbuiFad akTUBTED Ti31Mi

AlISky Free - 10 Sky /
Skybox Set

& rpgwhitelock

* %%k %%k 5| 101 Reviews
FREE

-

Q KirishimaYagami
w* & A& 11days ago
Best HDR skybox

Perfect for making ganes with
beautiful environment!

o0 @ Read more reviews

Cyper 10

AlISKy Free - 10 Sky/Skybox Set - akTHBiH aThl aiiTBIN TYPFaHIAH BUPTYaJIIbI
QJIEMHIH acCHaHbIH TOJITHIPY YILIH KOJAAHIbIM.

Fantasy Forest
Environment - Free
Demo

@ TriForge Assets
*kx k%% 5|75 Reviews

FREE
Open in Unity ‘ Q ’
License Standard Unity Asset

agreement Store EULA
License type Extension Asset

File size 51 MB

Cyper 11

Fantasy Forest Environment — akTuBiH caxHa 9JIEMiH aFalll )KOHE MIOITEH TOJITIPY
MaKCaTbIH/Ia aJlJIbIM.
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FREE Medieval Structure Kit

0 Ferocious Industries *hh kK 5|12 Reviews

FREE

a ated at checkou

License agreement Standard Unity Asset Store EULA

File size 69.4 MB

Latest version 1.0

Latest release date Mar 15, 2019

Supported Unity versions 2018.3.0 or higher

Support Visit site
Cyper 12

Medieval Structure Kit — akTuBi aleM1i OpTaFachIpJIBIK FUMapaTTap MEH TOJITHIPY
MaKCaTbhIH/a KOCBLUIFaH.

X
LowPoly Fantasy Monsters Pack ...

@ s work *kkk7r 4|9 Reviews

License agreementStandard Unity Asset Store EULA

File size 42.3 MB

Latest version 1.01

Latest release date Mar 27, 2018

Supported Unity versions 4.6.1 or higher

Support Visit site
Cyper 13

LowPoly Fantasy Monsters Pack — Oy akTHBTI »ay HbICaHa OPHBIH TOJITHIPY
YIITiH.

Icke aceipy

Kyzere acelppuiFaH  Ke3[e  OWBIHIIBUIAPABIH ~ Oackapy DJIEMEHTTEpI,
aKTUBTEPMEH JKOHE HBICAHJAPMEH ©3apa OpeKeTTecyl CHUSKTbUIAp KOATajabl.
barnapnamansik jkacakramaHbl 1ambITy xkuHAKTaphl (SDK), 8 API sxone makerrep
#00aHbl OMBIH 0acKapy 3JIEMEHTTEPIH JKOHE MHTEPAKTUBTLIIKTIH Oacka TypJepiH
KOCY apKbLJIbl oMipre okesnel. by npoiiecc kebiHece OMBIHIIBIHBI, OacKa 3aTTap bl
JKOHE KeHimKepyiepZli OWbIH OWHAWTHIH Ka)XXETTI KaOJbIKKA COMKEC KOITaybl
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KaMTubl. Mbicaibl, VR HaBUTAUACH MEH ©3apa SpEKeTTeCyl YIIIiH KOHTPOJUIepIep
MEH TapHHUTYypajapbl KaxeT eTeni. barmapinamanayisl ekeyine e KeHUIIETY YIiH
akTUBTIK aykenae VR ammapatteik Kypan enaipymrici Oculus sxacaran Oculus XR
Plugin cuskter Asset Store aykeHiHzme pecypcrap 6ap. Oi COHBIMEH KaTap
naigananymsUapapl oenrim Oip miatdopMaliapra apHaiFaH jkoOamap jkacayra
MOXOYp eremi. backa »kaOapIKKa aybICy YIIiH oiap Ma3MYHIBI )KaHAPTYBl KEPEK,
KkebOiHece Oacka OarmapiaMansIK JKacakTaMa makeTTepiH KoyngaHaasl. Unity MyHaai
KOATHI ©31HIH KO3FaITKBIIIBIHIA CTaHIapTTayFa THIPBICAIbI, OYJI OHBI anMapaTThIK
Kacaylibliap YIIiH OJIaH Ja MaHbI3bI €TEI.

XR x00aHBI o3ipyiey, MaHBI3BI IIATUHIAPCHI3 MYMKIH €MeC, OJap/bl
naiianany TopTiOiH op kommaHus Unity-MeH KOCBIIBIIT OpHATY Ky’KaTTamMachlHIa
*azanbl, coHbIMeH Karap Oculus KypbUIFBICBIH OIpIKTIpY YIIIH OFaH apHalfaH
KOoChbIMIIIa jka3y KaxeT. OcCUlUS TapHHTypachlH >KOHE OHBIH KOHTPOJUICPJICPiH
Oailnay, HeT13T1 Yl TJIarvHi:

Oculus XR Plugin
XR Interaction Toolkit
XR Plugin Management

& Package Manager 1 0OX
=+ ~ Packages: In Project = | Sort: Name 4 - Y
¥ Unity Technologies Oculus XR Plugin
p Cinemachine 263 @ Unity Technologles
» JetBrains Rider Editor 1.21 | Version1.5.0 - September 25, 2020
Oculus XR Plugin 15.0 View documentation « View changelog « View licenses
» Test Framework 1118 @
Provides display and input support for Oculus devices.
» TextMeshPro 301 @
Registry Unity
» Timeline 133 @
» Unity Collaborate 139 v
» Unity Recorder  2.4.0-preview.1 Q
b Unity UI 1.00 v
» Universal RP 8.2.0 v
» Visual Effect Graph 820 v
b Visual Studio Code Editor 1.23
» Visual Studio Editor 203 Q@
» XRInteraction To.. 0.9.4-previ.. Q I
» XR Plugin Management 3216 @

Cyper 14 — [Inarunaep 0ackapy Tepeseci

Tapary

byn »Ttanta OHBIH oOpTachkl, KOJ KOHE pecypcTaphbl Ysibl TenedoHaap,
KOMITBIOTEPJIEP, KOHCOJNBAAP JKOHE T.C.C. YIIIH KoMmuisuusaHagsl. Unity
KarJIalbIHa TapaTy «KYpacThIpy JKQHE iCKe KOCY» (DYHKIMSIChI KOMETIMEH JKY3€ere
aceIppuIafel. O3ipneyminep ymiH Unity o#eiHmap, VR xone Oacka ma 3D
Ma3MYHBIH IIbIFapyFa apHaJIFaH apeHasap IbIH TOPENTici.
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OfibiHael OapeIHIa Ko TiaTdopmaga KoCy MYMKIHAITIH Oepy YIIiH,
KOMITbIOTEpTe kKoHe Quest-ke apHan KOH(GUTYPaIHsIIAIbIM, KUHAIBIM.

Player

’K00aHbBI

@ Player TR
Rendering Rendering *
Color Space* Linear + Color Space® Linear v
Auto Graphics AP| for Windows Ld Auto Graphics AP|
Auto Graphics AP| for Mac v Graphics APIs
| Auto Graphics AP for Linux ~ — Vulkan
Color Gamut For Mac*® +
= sRGB Color Gamut*
+ — SRGB
Static Batching v +
GPU Skinning* & Multithreaded Rendering® v
Graphics Jobs Static Batching v
Lightmap Encoding High Quality - Compute Skinning® "
Lightmap Streaming ~ Graphics Jobs (Experimental)
Streaming Priority 0 Lightmap Encoding Low Quality -
Frame Timing Stats Lightmap Streaming v
Use display in HDR mode Streaming Priority 0
Swap Chain Bit Depth Bit Depth 10 Frame Timing Stats
Virtual Texturing® Virtual Texturing®
Vulkan Settings Vulkan Settings
SRGB Write Mode™ SRGB Write Mode*
Number of swapchain buffers* 2 Number of swapchain buffers® 2
Acquire swapchain image late as possible® Acguire swapchain image late as possible®
Mac App Store Options Identification
Bundle Identifier com.DefaultCompany.NewUnityProject Package Name com.DefaultCompany VRTEST
Build o Version*® 0.8b
Category public.app-category games Bundle Version Code 1
Mac App Store Validation Minimum AP Level Android 6.0 'Marshmallow' (AP| level 23) =
Configuration Target API Level Automatic (highest installed) =
Scripting Backend Mono v Configuration
Api Compatibility Level* NET 4.x - Seripting Backend Mono >
C++ Compiler Configuration Release Api Compatibility Level* NET 4.x ¥
Use incremental GC C++ Compiler Configuration Release
Scripting Define Symbols Use incremental GC
Mute Other Audio Sources* D
Suppress Common Warnings Cd Target Architectures
Allow 'unsafe’ Code ARMVT %
Use deterministic compilation ~ ARME4
Active Input Handling*® Input Manager (Old) - Split APKs by target architecture (Experimenti
Optimization Install Location Automatic -
Prebake Collsion Meshes® I ) LI =
Keep Loaded Shaders Alive* Wil BFEm R ntemat Y
» Preloaded Assets® Filter Touches When Obscured
Managed Stripping Level Disabled - Sustained Performance Mode
Low Accuracy Location
Vertex Compression* Mixed -
Optimize Mesh Data® = Android TV Compatibility
Tevtire MinkMan Strinnina® Winrn alniib A Diimcdln rim e hd

Cypet 15 — WindowsOS Cypet 16 — AndroidOS
Cyper 15 - komnstotepae Oculus rapHUTypachiHa )K00aHbI 1CKE KOCY YIIIH HET13T1
KypacTeipy nmapamerpiepi. Windows onepanuansik xKyHeciHe apHaFaH.
Cypert 16 - Quest ke3inaipirine apHairan KoH(puryparus xubHTBIFBL. Android 8.0-
JICH YJIKE€H BepcHuaibl MOOMIIBI OMNepaliuaibiK KyieciHe apHaFaH.

3 OWMBIHHBIH CUIIATTAMACHI
3.1 Kepinicrep

bipiami kepiHic - OV MO3ip caxHachl, HETI3Tl JKPaHIbl KOMIMTI
KOCBIMIIIQ/IaFbI/Iali  aybICTBIPAIbI, TEK EPKIH KO3Faldy JKOHE aTy YVIIiH Oipaei
MYMKIHIIKTEP Oepei.

Temenne malganaHylIIGIHBIH BUPTYaJIbl OPTAMEH aJFalllKbl TaHBICYBI YIIIIH
MYMKIHJITIHIIE KSHUIIETUIN'eH 0acTanKbl KOPiHIC KapTachl OepiareH, COHABIKTAaH
OJ TpUITEpJIep MEH TyWMenepai TYpPTIN, Kapar, TapHUTYPaHbIH I1IIHJIET
KO3FajbicKa yHpeHeai. by ’kaHa OWBIHIIBLIAP YINIH TYCIHIKCI3 OpEKeTTepIeH
KOPBIKIAY YIIIH 5KH1 K€3/IeCETIH TIXKIpHoe.
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Cypert 17 — bipiHiiii kepiHic 9JeM KapTachl

OJieM OpMaHHBIH Oip OeJIirt TypiHe *KacalFaH, OHJIa C13 KaTThIFyFa, alfHaTIaHbI3 bl
3epTTen, OWBIH OacTail anacekl3. bys KepiHICTEe HBICaHFa JEHIHT1 KAIIBIKTBHIKTHI
aHBIKTAyFa KOHE COKKBIHBIH IIIaMaMEH OYPBIIIBIH €CEeNTeyre apHajfaH 5 op TypJi
KAIILIKTBIKTAFbI HBICAHA Oap.

Cyper 18 — bipinmii kepiHic, cagakTaH aTyIibl MEH MUIIIEHb
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AJNTBIHIIBI CypeTTeri KojjaHOa apXUTEKTYpachIHbIH OIpiHIINI TapMarbIHBIH, iC-
opekeTTeri KepiHici. OUBIHIIBI aIBIMEH KOJTYaHHAH JKeOCHI allafbl, COaH KEeHiH
xKebe camakka OekiTiiel, KeliH aaplpHa 00CaTBUIBIN, jke0e camak KeHICTITIHAeT1
TO3UITUS OaFbITBIH/IA YIIAJIbI.

(% ™ v Gizmos | > || = 4l

Cypet 20 — XKebeni camakka Tipkey
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Cypert 22 — AnpipHaHbl Ki0epy, caakTaH aTy

KepiHicTep apachlHaa KBUDKY YIIIH KIIIKEHE KAJIKbIMAIIBI MA3ip (MaiigaaaHyIibl
uHTepdeicl) KOChUIIbI, 0J1 0ACThIH OH O1NIETiHI3/IeT1 caFraTTapra OaFbITTalIFaH Ke3/1e
amrbiaabpl. OWBIHIITBI OpHATACKAH KOPIHICTI KaiiTa KaJlblHA KENTIPY YIIH O1piHI
tactay "Reset" TyliMecin Oacy kepek. Exinmi OaTeipMa OMHATKBIII OpHaJaCKaH
KepiHicke OailaHbICTBl e3repenl: OipiHmmiciHae - "Start Game" olbIHBIH OacTay,
exinmricinge - " Back to menu" mazipre Hemece OipiHIIi KOpIHICKE opay.
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Reset

Start Game
LK

Back to menu |
By | G

L

Cypert 25 — OtipiHHaH 6acTankbl O€TKe KoIry OaThIpMAaChIH TaHIAY
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Exinmn kepiHic - cagaKIIbIHBIH KaMaJibl 6JIMECTIKTEH KOPFaybIHBIH KOPIHICI,
MYH/Iaii oibiHAap yuriH "Tower defence™ atanaTeiy »kaHPBIHBIH 06JICK TapMaFkl Oap.
Caxna xayJap Ci3 apKbUIbl ©TYTe THIPBICATBIH payHATapaaH Typaasl. ComaH KeHiH,
erep ci3 eMip yIanjaapblH KOFaATHal Tipl KaJcaHbI3 ONBIH JKCHICIICH asKTajajbl,
oliTnece OapibIK JCHCAYJIBIK VIAWIAPBIH JKOFAJITACHINT OWBIH KEHIJTICTICH
asKTaJaIbl.

Cyper 27 - ExiHii KepiHic dJIeM KapTachl

Kapragarsl >xaymapipl SKbUDKBITY VIIIH JKaCaHIIbl WHTEJUICKT OMWBIHIIBI
opTapanTaHbIpy YIIH KojjaHbuianbsl. Kapraga skaynapra KbUDKyFa OOJAThIH
apHaibl CrieHapuii OOMBIHINIA OPBIHAAP aHBIKTAJIFaH, oJlap 28 CypeTTe KOK TYCIECH
Oosnrad. KpI3bUT TYCIIEH €Ki KOOpIMHATAMEH aHBIKTAJIFaH alilMaK OeJTUIeHTeH, OJiap
03 KE3€TiHJe KapTara KbI3bLI IIApIIbl cajaabl. by aiimakra >kaymap Ke3aehcok
naiia Ooyiajpl JKOHE JKAChll HYKTE OarbIThIHAA Kypeal. Keicka >xkomnmbl Taly,
Kenepruiepal aitHanbin oty OapbickiHma KM apkaceiHIa KOJ CaJbIHAILI JKOHE
)Kaynap 0acKapbuiabl.
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Cypert 28 - Exinin kepiHic KapTacblHa, HbICAHap KO3FaTYBhI.
Kek - HpIcanaap Ko3rasia anatbiH anaH; KpI3bl1 - HbICaH1ap Ke3/eicoK naiaa
0onaThIH aliMak; JKachUl - HbICAHIAP JKETY KaXKET COHFbI HYKTECI

Cypet 29 - HeicaHbl Ke3/11€11 aTy
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Cypert 30 — HeicaHHBIH TYCYiH JKoHE KOHBLTYBIH TipKey

JleHcaybIKThI OaKbLIay KOHE payHIATap/ibl caHay YIIIH acllaH/a CUlaTTaMackl 6ap
€K1 JKOJI TYpiHJIeT1 HHTepPeiic KOChIIFaH.

Cypert 31 — Paynarap/pl ;koHE OMBIHILIBIHBIH JACHCYJIBIFBIH KaJaranay
nayajgaHysl nHTepdenci
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CoHbIMEH KaTap eKiHIII KepiHicTe OWBIHIIBI TYPFaH OPHBIH FUMapaTThl KOpFay
YILIiH aybICThIpa anaabl. MEeKeHIH aybICThIPY YIIIH KOJIBIH aybICy 39KipiHe Kapan
OarpITTan OaThIpMaHbl 0acy KaXkeT.

Cyper 27 — Kontpemep
1 — opBIH ayBICTHIPY JHKOUCTHUTI; 2 — 3aTTHI YCTAay OATHIPMACHI;
3 — 1C-opeKeT Kojjaay 0aTbipMachl
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KOPBITBIHBI

byn aumioMaesiK KYMBIC Ke3-KENTeH JCHTeWIeri TmaiigaJaHylIbIHbIH
KATTBIFyFa, CaJlaKTaH aTyFa YHPEHYIH OWBIH-CAYBIK TYPIHJIE KEITIPy MaKCAThIHIA
YKacaibl.

CanmakTan ary, Ke3IeHCOK KepJe JKaylapJblH Maiaa OOJybl, JKayJiapIbiH
KO3FaJIbICHl, payHIITap apachlHla >KBUDKY IapaMeTpiIepiH €CENTey >XKOHE OWBIH
HOTIDKECIH aHBIKTay aJropuTMIepi kacaiuabl. XKoba GapeichiHIa Oy opeKeTTep
KOJ11aHOAJbl apXUTEKTYpPaHbIH AMarpaMMachiH/a CUMIATTANIFaH KOHE KOPCETIJTEH.

OWBIHABI JAMBITYy YIIH KO3FAITKbI peTiHae Unity KOMIBIOTEPITIK
OMBIHIAPBIHBIH IIaTdopMaapalblK JaMy opTackl xkoHe C# Oarmapiamanay Tl
tanganapl. Unity-ge kemnrereH mmiargopmantap MeEH JKaHpiaplbl KaMTUTBIH
MBbIHIaFaH obIHIAD, KOCBIMIIIaJiap, MaTeMaTUKaIbIK  MOJEIbIEPAIH
BU3YaIH3aIUsUIapel skasputran. UNity-mi ipi a3ipaeymriiep Jie, Toyenci3 cTyausiap
na mnainanaHaasl. ConsiMeH Oipre, C# Tum Oarjgapiiamaiibuiap apachliHAA ©Te
TaHbIMAJI )koHE OHbI Microsoft anbim koMnaHusIChl KoJaanasl. Jlemek, oy daktop
OCBI TUIJIE KOHE KO3FAJITKBIIITA JKa3blUIFAaH KOCBIMITIANAP Y3aK YaKbIT OOWBI ©3€KTi
OOJIATHIHBIH aHBIK KOPCETE/I.

JKyMBICTBIH MaKcaThl HAKTHI QJIEMHIH Oeirui 0ip (U3uKaIbIK MYMKIHAIKTEP1
00JTyBl KEpEeK KOCBHIMITIAaHBI Kypy Oommbl. OChl KOCHIMITIaFa KOWBUIFAH TajamnTapra
CYHeHe OTBIPHII, )KYHECHIH TEXHUKAIBIK jKOHE OaF1apaaMaIblK OeJIiri skacaijibl.

Conpaii-ak, 0cbl KOCBIMIIIAHBI KYpYy/Aa HET13T1 peJiii TOPT TapMaKTaH TYPATHIH
KoJlaHOa apXuTEKTypachl OWHAJbl Jen caHalWMbIH. byn ke3eHae Herisri uaes
KaJIaHJbl JKOHE aKTHUBTEP TaHIAJIbl, OWBIH KYPYIBbIH OapiblK KEWiHT1 MpoIeci
OaprIChIH/IA OJlapFa Oaca Ha3ap ayaapbUIJIbI.
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A KOCBIMIIIACHI

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.Al;

public class MainController : MonoBehaviour
{

public GameObject prefabGoblin;

private GameObject newEnemy;

public int roundCount;

private int round;

public int enemyCount;

public Transform SpawnAreaX;
public Transform SpawnAreaZ;
private int XPos;

private int zPos;

public float waitSec;

private int killedEnemyCount;

[SerializeField] private TextMeshProUGUI roundCountText;
[SerializeField] private TextMeshProUGUI HPText;
[SerializeField] private Canvas MainCanvas;

[SerializeField] private TextMeshProUGUI winText;
[SerializeField] private TextMeshProUGUI loseText;

public int maxHP;

void Start()

{
StartCoroutine(EnemySpawn());

killedEnemyCount = 0;

round = 1;
by
void Update()
{
by
IEnumerator EnemySpawn()
{
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for (int1=0; i <enemyCount; i++)
{
xPos = (int)Random.Range(SpawnAreaX.position.x,
SpawnAreaZ.position.x);
zPos = (int)Random.Range(SpawnAreaX.position.z,
SpawnAreaZ.position.z);
newEnemy = Instantiate(prefabGoblin, new Vector3(xPos,
SpawnAreaX.position.y, zPos), Quaternion.identity);
newEnemy.SetActive(true);
yield return new WaitForSeconds(waitSec);

}
}

public void KillEnemy()

{
killedEnemyCount += 1;

if (killedEnemyCount == enemyCount)

{
StartCoroutine(CheckKilledEnemy());
¥
¥

public void PassedEnemy()

{
maxHP -=1;
HPText.SetText(maxHP.ToString());
KillEnemy():

}

IEnumerator CheckKilledEnemy()
{
if (maxHP <= 0)
{
MainCanvas.gameObject.SetActive(false);
round = roundCount;
loseText.gameObject.SetActive(true);

}

else if (round !'= roundCount)
{
killedEnemyCount = 0;
enemyCount +=1;
round += 1;
yield return new WaitForSeconds(8);
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StartCoroutine(EnemySpawn());
by

else
{
MainCanvas.gameObject.SetActive(false);
winText.gameObject.SetActive(true);
EoundCountText.SetText(round.ToString());
¥
¥

using UnityEngine;
using UnityEngine.Al;
using System.Collections;

public class EnemyController : MonoBehaviour

{

public GameObject targetArea;
private float move = 20;

private bool stop = false;

private float blend,;

private float delay = 0;

public float AddRunSpeed = 1;
public float AddWalkSpeed = 1;
private bool hasAniComp = false;
private NavMeshAgent agent;
private GameObject navMesh;

private bool dead = false;

void Start()

{
agent = GetComponent<NavMeshAgent>();

if (null '= GetComponent<Animation>())

{

hasAniComp = true;

}

agent.SetDestination(targetArea.transform.position);
GetComponent<Animation>().Play("walk");

navMesh = GameObject.Find("NavMesh");
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void MoveActive()
{
float speed = 0.0f;
float add = 0.0f;

if (hasAniComp == true)

{
move *= 1.015F;
GetComponent<Animation>().Play("walk™);
add =5 * AddWalkSpeed,

by

else

{
if (Input.GetKey(KeyCode.UpArrow))

{
add =5 * AddWalkSpeed;
speed = Time.deltaTime * add;
transform.Translate(0, 0, speed);

k
k
}

public void Dead()

{
StartCoroutine(Wait());
navMesh.GetComponent<MainController>().KillEnemy();
agent.Stop();
GetComponent<Animation>().CrossFade(*"dead", 0.1f);

}

private IEnumerator Wait()

{

yield return new WaitForSeconds(2);
gameObject.SetActive(false);

}

bool CheckAniClip(string clipname)

{
if (this.GetComponent<Animation>().GetClip(clipname) == null)

return false;
else if (this.GetComponent<Animation>().GetClip(clipname) != null)
return true;

return false;
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}

void Update()
{
var targetPosition = targetArea.transform.position;
targetPosition.y = gameObject.transform.position.y;
if ('dead && Vector3.Distance(targetPosition, transform.position) < 1.0)

{

dead = true;
agent.Stop();
navMesh.GetComponent<MainController>().PassedEnemy();
by
if (hasAniComp == true)
{

if (Input.GetKey(KeyCode.V))

{
if (CheckAniClip("damage away") == false) return;

GetComponent<Animation>().CrossFade(*'damage away", 0.2f);
GetComponent<Animation>().CrossFadeQueued("idle01");

¥

if (Input.GetKey(KeyCode.C))

{
if (CheckAniClip("dead away") == false) return;

GetComponent<Animation>().CrossFade(*"dead away", 0.2f);

¥

If (Input.GetKey(KeyCode.E))

{
if (CheckAniClip("attack03") == false) return;

GetComponent<Animation>().CrossFade(*attack03", 0.2f);
GetComponent<Animation>().CrossFadeQueued("idle01™);

¥

if (Input.GetKey(KeyCode.Q))

{
if (CheckAniClip("attack01") == false) return;

GetComponent<Animation>().CrossFade("attack01", 0.2f);
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GetComponent<Animation>().CrossFadeQueued("idle01");
}

If (Input.GetKey(KeyCode.W))

{
if (CheckAniClip("attack02") == false) return;

GetComponent<Animation>().CrossFade(*attack02", 0.2f);
GetComponent<Animation>().CrossFadeQueued("idle01");

¥

If (Input.GetKey(KeyCode.A))

{
if (CheckAniClip("drop down") == false) return;

GetComponent<Animation>().CrossFade(*'drop down", 0.2f);

¥

If (Input.GetKey(KeyCode.Z))

{
if (CheckAniClip(*'sit up™) == false) return;

GetComponent<Animation>().CrossFade(*'sit up", 0.2f);
GetComponent<Animation>().CrossFadeQueued("idle01");

¥

If (Input.GetKey(KeyCode.S))

{
if (CheckAniClip("damage") == false) return;

GetComponent<Animation>().CrossFade("damage", 0.1f);
GetComponent<Animation>().CrossFadeQueued("idle01™);

¥

if (Input.GetKey(KeyCode.X))

{
if (CheckAniClip("dead") == false) return;

GetComponent<Animation>().CrossFade("dead", 0.1f);
by

If (Input.GetKey(KeyCode.D))

{
if (CheckAniClip("idle02") == false) return;
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GetComponent<Animation>().CrossFade("idle02", 0.1f);
GetComponent<Animation>().CrossFadeQueued(*idle01");

¥
k

if (Input.GetKey(KeyCode.LeftArrow))

{
transform.Rotate(0.0f, Time.deltaTime * -100.0f, 0.0f);

}

if (Input.GetKey(KeyCode.RightArrow))

{
transform.Rotate(0.0f, Time.deltaTime * 100.0f, 0.0f);

}

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.XR.Interaction.Toolkit;
public class Arrow : XRGrablnteractable
{
public float speed = 1000f;
public Transform tip;
bool inAir = false;
Vector3 lastPosition = Vector3.zero;
private Rigidbody rb;
public Collider sphereCollider;

[Header("Particles™")]

public ParticleSystem trailParticle;
public ParticleSystem hitParticle;
public TrailRenderer trailRenderer;

[Header(""Sound™)]
public AudioClip launchClip;
public AudioClip hitClip;

protected override void Awake()
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{
base.Awake();

rb = GetComponent<Rigidbody>();

b
private void FixedUpdate()

{
if (inAlir)
{
CheckCollision();
lastPosition = tip.position;
by
¥

private void CheckCollision()

{
if (Physics.Linecast(lastPosition, tip.position, out RaycastHit hitinfo))

{
it (hitInfo.transform. TryGetComponent(out Rigidbody body))

{
if (body.TryGetComponent<EnemyController>(out EnemyController
enemyController))
enemyController.Dead();
else if (body.TryGetComponent<Lantern>(out Lantern lantern))
lantern. TurnON();
else if (body.TryGetComponent<Potion>(out Potion potion))
potion.BreakPotion();
rb.interpolation = RigidbodyInterpolation.None;
transform.parent = hitInfo.transform;
body.AddForce(rb.velocity, ForceMode.Impulse);
}
StartCoroutine(Dead());
Stop();
¥
¥

private IEnumerator Dead()

{

yield return new WaitForSeconds(2);
gameObject.SetActive(false);

}

private void Stop()
{
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inAir = false;
SetPhysics(false);

ArrowParticles(false);
ArrowSounds(hitClip, 1.5f, 2, .8f, -2);

}

public void Release(float value)

{
INAir = true;
SetPhysics(true);
MaskAndFire(value);
StartCoroutine(RotateWithVelocity());

lastPosition = tip.position;

ArrowParticles(true);
ArrowSounds(launchClip, 4.2f + (.6f * value), 4.4f + (.6f * value),
Mathf.Max(.7f, value), -1);

}

private void SetPhysics(bool usePhysics)
{
rb.useGravity = usePhysics;
rb.isKinematic = lusePhysics;

}

private void MaskAndFire(float power)

{
colliders[0].enabled = false;
interactionLayerMask = 1 << LayerMask.NameToLayer("lgnore");
Vector3 force = transform.forward * power * speed;
rb.AddForce(force, ForceMode.Impulse);

¥
private IEnumerator RotateWithVelocity()

{
yield return new WaitForFixedUpdate();

while (inAir)
{
Quaternion newRotation = Quaternion.LookRotation(rb.velocity,
transform.up);
transform.rotation = newRotation;
yield return null,

}
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}

public void OnSelectEnter(XRBaselnteractor interactor)

{

base.OnSelectEnter(interactor);

}

public new void OnSelectExit(XRBaselnteractor interactor)

{

base.OnSelectExit(interactor);

}

public void ArrowHaptic(XRBaselnteractor interactor)

{

if (interactor is HandlInteractor hand)
{
if (hand.TryGetComponent(out XRController controller))
HapticManager.Impulse(.7f, .05f, controller.inputDevice);
by

}

void ArrowParticles(bool release)

{

if (release)

t
trailParticle.Play();
trailRenderer.emitting = true;

}

else

{
trailParticle.Stop();
hitParticle.Play();
trailRenderer.emitting = false;

}
}

void ArrowSounds(AudioClip clip, float minPitch, float maxPitch, float volume,
int id)
{
SFXPlayer.Instance.PlaySFX(clip, transform.position, new
SFXPlayer.PlayParameters()
{
Pitch = Random.Range(minPitch, maxPitch),
Volume = volume,
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SourcelD = id

bk
}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class WitchHouseUIHook : WatchScript.lUIHook

{
public GameObject LeftUILineRenderer;

public GameObject RightUILineRenderer;

public override void GetHook(WatchScript watch)
{

var ind = SceneManager.GetActiveScene().buildindex;
watch.AddButton("Reset", () => { SceneManager.LoadScene(ind); });

if (ind ==0)
{
watch.AddButton("Start Game", () => { SceneManager.LoadScene(1); });
}
else
{
watch.AddButton("Back to menu", () => { SceneManager.LoadScene(0);
bk
¥
LeftUILineRenderer.SetActive(false);
RightUILineRenderer.SetActive(false);
watch.UlILineRenderer = LeftUILineRenderer;
}
}

using UnityEngine;
using UnityEngine.Events;
using UnityEngine.XR.Interaction.Toolkit;

public class Bow : XRGrablnteractable

{

public Transform notch;
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private Pullinteraction pullinteraction;
private LineRenderer lineRenderer;

[Header("Sound™)]
public AudioClip grabClip;

[Header("Quiver)]
public Transform quiver;
public Vector2 quiverOffset;

protected override void Awake()

{
base.Awake();
pullinteraction = GetComponentInChildren<PullInteraction>();
lineRenderer = GetComponentInChildren<LineRenderer>();

}

public override void
Processinteractable(XRInteractionUpdateOrder.UpdatePhase updatePhase)

{

base.Processinteractable(updatePhase);

if (updatePhase == XRlInteractionUpdateOrder.UpdatePhase.Dynamic)

if (isSelected)
UpdateBow(pullinteraction.PullAmount);

¥

private void UpdateBow(float value)

{
Vector3 linePosition = Vector3.forward * Mathf.Lerp(-0.25f, -0.5f, value);

notch.localPosition = linePosition;
lineRenderer.SetPosition(1, linePosition);

}

protected override void OnSelectEnter(XRBaselnteractor interactor)

{

base.OnSelectEnter(interactor);

}

public void OffsetQuiver(XRBaselnteractor interactor)

{

if (interactor. TryGetComponent(out XRController controller))

{

bool right = (controller.inputDevice.role ==
UnityEngine.XR.InputDeviceRole.RightHanded);
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quiver.localPosition = new Vector3(quiverOffset.x * (right ? -1 : 1),
quiverOffset.y, quiver.localPosition.z);

k
k
k

using System;
using UnityEngine;

namespace UnityEngine.XR.Interaction.Toolkit

{

public class TeleportationAnchor : BaseTeleportationinteractable
{
[SerializeField]
[Tooltip("The transform that represents the teleportation destination™)]
Transform m_TeleportAnchorTransform;
public Transform teleportAnchorTransform { get { return
m_TeleportAnchorTransform; } set { m_TeleportAnchorTransform = value; } }

private void OnValidate()
{
if (teleportAnchorTransform == null)
teleportAnchorTransform = transform;
¥

protected override bool GenerateTeleportRequest(XRBaselnteractor
interactor, RaycastHit raycastHit, ref TeleportRequest teleportRequest)

{

if(teleportAnchorTransform == null)

{

return false;

¥

teleportRequest.destinationPosition =
m_TeleportAnchorTransform.position;

teleportRequest.destinationUpVector = m_TeleportAnchorTransform.up;

teleportRequest.destinationRotation =
m_TeleportAnchorTransform.rotation;

teleportRequest.destinationForwardVector =
m_TeleportAnchorTransform.forward;

return true;

}

private void OnDrawGizmos()

{
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Gizmos.color = Color.blue;

GizmoHelpers.DrawWireCubeOriented(m_TeleportAnchorTransform.position,
m_TeleportAnchorTransform.rotation, 1.0f);

GizmoHelpers.DrawAxisArrows(m_TeleportAnchorTransform, 1.0f);

}
}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.XR.Interaction.Toolkit;

public class PrefabSpawner : XRSocketlInteractor
{
[SerializeField] GameObject prefab = default;
private Vector3 attachOffset = Vector3.zero;
public Arrow currentArrow;

[Header(""Sound™)]
public AudioClip grabClip;

protected override void Awake()

{
base.Awake();
CreateAndSelectPrefab();
SetAttachOffset();

}

protected override void OnSelectExit(XRBaselnteractable interactable)

{

base.OnSelectExit(interactable);
CreateAndSelectPrefab();

}

void CreateAndSelectPrefab()
{

Arrow interactable = CreatePrefab();
SelectPrefab(interactable);

¥
Arrow CreatePrefab()
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{

currentArrow = Instantiate(prefab, transform.position - attachOffset,
transform.rotation).GetComponent<Arrow>();
return currentArrow;,

}

void SelectPrefab(Arrow interactable)

{

OnSelectEnter(interactable);
interactable.OnSelectEnter(this);

}

void SetAttachOffset()
{

if (selectTarget is XRGrablnteractable interactable)

{

attachOffset = interactable.attachTransform.localPosition;

k
k

public void ForceDeinteract(XRBaselnteractable interactable)

{
OnSelectExit(interactable);

}
}
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KA3AKCTAH PECITYBJIMKACHI BUIIM XXOHE FBIJIBIM MUHUCTPJIIL'T
CoTbaeB yHUBEPCUTETI
FpL1bIMH JKeTeKIIiHIH MiKipi
JIATITOMIBIK KYMBIC
XarabaeB AHcap MaxMyTyIIEI
5B070300 — AKnapaTThIK XKYyHeIep

Taxeipsi0sr: Unity kosranTksimbiEga, Oculus Quest
BUPTyaI Ikl IIBIHIBIK Ke3inaipirine apHaFaH xo0a xacay

Byl IUIUIOMIBIK JKYMBIC ©3iHiH JOTUKAJIBIK KYPHUIBIMBIMEH SPEeKIIEICeHICH.
Tycingipme oGaHBIH KypaMbl KipicmeneH, 3 OeliMHEH, KOPBITBIHIBIIAH,
olebueTTep Ti3iMiHEH XOHE KOCBIMIIAIaH TYPaIbl.

Memrin mikipimime, AAIUIOM jXoOajlayllbl ajjiblHa KOWBLIFAH TaIlCIPMaHbI
TOJBIFEIMEH OPBIH/IAbI XKoHE KeHiHT1 TEXHOIOIHsAIaphIH MEHTEpPreH/IiriH KOpCeTTi.

Kanmel gumIoMaslK koba MpodecCHOHANIBIK JIeHIele OpBIHIAFaH.
Tyciumipme %a36a cayaTTel GeliHelleHTeH, k006a OoiibIHIIa GapibIK KaxeTTi
axmapartap 6ap. KeMImiik petinge Ke#6ip marblH CTHIUCTHKANIBIK KaTeepi atall
KeTyre OOJabl.

YKorapeina afiTeirangapra GainansicTsl, «Unity KosranTkeimbEaa, Oculus
Quest BUPTyaIIBl MIBIHABIK KO3LIAIpiriHe apHairaH o00a jxacay» ITUIITIOMIBIK
sKyMbIchl  SB070300 — «AKMaparThlK OKydenep» MaMaHIBIFBIHBIH  OiTipy
JKYMBICTApBIHA KOMBUIATHIH TalalTapblHa COMKEC JKOHE IUINIOMIBIK KYMBIC
Koprayra »kiGepine anajsl, al OHBIH aBTophl JKarabaes Ancap MaxmyTyJbl
GakanaBp aKaJeMUSIIBIK IOPEXKECIH ayFa JNaibIKThL eIl eCENTERMIH.

FruteiMu sxeTexIi /
. by
TexH. FBUI. MAarucTpl, JIEKTOP Apuctombaera M.T.

«dd » 045~ 2021 x.




Kadenpa menrepymicinin ¥KkcacrtoIk ecenti Tangay xarramacsl

Kadenpa MeHrepyrici )yMbICKa KaThICTHI IUTArMATThHI aHBIKTAY KOHE aJJIbIH
aTy )KYHeCciMeH KYPBUIFaH YKCACTHIKTHIH TOJBIK €Ce0IMEH TaHBICKAHBIH
MOITIMIEN/L:

Astop: XKarabaeB AHcap MaxMyTyJibl

ATtaysr: Unity Ko3ranTKbIIbIHAA, Oculus Quest BUPTYalIbl HIBIHIBIK
KO3UIIIpIriHe apHajIFaH »k00a kacay

Yiinecripymri: Apucrom6aeBa MepyepT TypayOeKKbI3bl

¥xkcactoik ko3¢ durmenti 1: 0.48

¥xkcacTok Koaddurmenti 2: 0.00

Jao6wut: 1.31

¥KcacThIK eceOlH TalgaFraHHaH KeiiH Kadenpa MEHrepymIici MbIHaHbI
anTagbl:

v O YKYMbICTa TabbiNFaH Kapbli3gap afan XKaHe nnarnat benrinepi
OK. OcblfaH 6aMNaHbICTbl MEH MKYMbICTbl ©3iM MOMbIHAANMbIH »KOHE OHbI
KOpfayfa pyKcaT eTeEMIH;

O YMbICTa TabblnfaH Kapbizgapaa nnarvat benrinepi xok, bipak
ONapApblH WaMagaH TbiC MeJLEPi *KYMbICTbIH, MOHIHE 3HE OHbIH, aBTOPbIHbIH,
Toyenci3airiHih 6o/mayblHa KyMaH Tyaplpaapbl. OcblfaH 6alinaHbICTbl Kapbi3
anyApl WeKTey MaKCcaTbIHAA XKYMbIC KalTa eHAeNYi Kepek;

O YKYMbICTA TabblNfaH Kapbl34ap *KOCbIKCbI3 60nbin Tabbliaapl KoHe
nnarnat 6enrinepi 6ap Hemece *KOCbIKCbI3 Kapbl3 anyAbl ¥acblpy apeKeTTepiH
KepceTeTiH MaTiHAI KacakaHa bypmanay 6ap. OcbifaH 6annaHbICTbl }KYMbICTbI
KOpFayfa XKibepmenmiH.

Herizaeme:

[Tnaruar Typaibl €CenTi )KOHe MaruCTPAHTTHIH KYMBICHIH TaJIJaFaHHaH KeHiH
KaphI3 aty AJan >KoHe Iiaruar Oeiruiepi )KOK eKEHJIITT aHBIKTAIIbI, COHABIKTaH
oJIap Heri3iHeH OelTull TepMUHAEP/Il, COHal-aK KOMITAaHUSHBIH KalTalaHaThIH
aTayJapblH KOJJTaHYMEH OalIaHbICTHI.

«28» MambIp 2021 x.

Kyni -&/ CeitnoBa H.A., kadeapa

MEHTEPYITICIHIH KOJIBI
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FouibiMu sxerekminin YKcacThIK ecenti Taamgay xarramacsl

MeH KyMBbICKa KaThICTHI TUTATHATTHI aHBIKTAY JKOHE aJIJIbIH-aTy Kyheci
YKacaraH YKCACTBIKTBIH TOJIBIK €Ce0IMEH TaHBICKAHBIMIBI MOJTIMICHMIH:

Astop: XKaraGaeB AHcap MaxmyTyiibl

Ataysl: Unity Ko3ranTKeIbiHAa, Oculus Quest BUPTYaJbl MIBIHABIK
KO3ULIIpIiriHe apHAIIFaH k00a kacay

Yiinecripymii: ApucrombaeBa Mepyept TypiayOeKKbI3bl

¥kcacTeK ko3¢ dunmenti 1: 0.48

¥xkcactoik ko3¢ durumenti 2: 0.00

Jaoeur: 1.31

¥KcacThIK €ceOlH TajjjaraHHaH KEeW1H MEH MBbIHAHBI AUTaAMBIH:

v O YMbICTa TabblFaH Kapbl3aap aaan XKaHe naarmnart benrinepi
OK. OcblfaH 6alNaHbICTbl MEH YKYMbICTbl ©3iM MOWbIHAANMbIH 3HE OHbl
KOpFayFfa PYKCaT eTeEMIH;

O YMbICTa TabblnfaH Kapbidgapaa nnarvat benrinepi Xok, bipak
ONapApblH WaMagaH TbiC MeJILLEPi *KYMbICTbIH, MOHIHE 3HE OHbIH, aBTOPbIHbIH,
ToyencisgiriHih, 6onmayblHa KymaH Tyablpadbl. OcbifaH 6alinaHbICTbl Kapbl3
anyApl WeKTey MaKCaTbIHAA XKYMbIC KalTa eHAeNyi Kepek;

O KYMbICTa TabblnfaH Kapbi34ap *OCbIKCbI3 601biN Tabblnagbl XKaHe
nnarnat 6enrinepi 6ap Hemece *KOCbIKCbI3 Kapbl3 aNyAbl acblpy dpeKeTTepiH
KepceTeTiH MaTiHAI KacakaHa bypmanay 6ap. OcbifaH 6annaHbICTbl *KYMbICTbI
KOpFayfa XKibepmenmiH.

Herizaeme:

JKyMbIcTarbl Kapbl3 ajly Aall %oHe Tuiaruat Oeriiepi KoK, Karbl
KaObUIJaHFaH TEXHUKAJIBIK TEPMUHOJIOTUSHBI KOJIIaHyMEH, COHJIali-aK KOMIIaHUS
aTayblH KOJJIaHYMEH TYCIHAIpUIEI].

«28» MambIp 2021 xk. y
/ ApucrombaeBa M.T.

Kyni FeuteiMu sxeTexImn Kobl
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