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PE®EPAT

JlurimomHuas padota, 59 c., 17 puc., 44 ucrt., 2 pui.

KmoueBbie caoBa: UNITY 3D, 3D-MOJIEJIMPOBAHUE, CO3JIAHUE
TEKCTYPHBIX KAPT, PA3PABOTKA W PEAJIM3AIMA GAMEPLAY
APKAJIHOU UI'PHBI.

O0BbeKT ucciieI0BAHNS — UTPOBOE MPOEKT B KAHPE apKaTHON UTPHI.

Heab padorsl — pa3zpaborars 3D Monaenu OKpyXEHHsI CLEHbI, NEPCOHAX,
CO3JaHME TEKCTYPHBIX KapT, pa3padOTKa HMIpOBOrO IMPOEKTa ApPKAJHOM HIPhl Ha
ocHoBe Unity 3D.

MeTonsl wucc/ie0BAaHUA — aHAIW3 TPWIOKEHUH BBHIOPAHHOTO JKaHPA;
ompejieiecHne TPEOOBaHWK K CTPYKType, TMOBEACHWIO M JIU3aHY WTIPHI; BBIOOD
WHCTPYMCHTAILHBIX CpPEeACTB paspaborku 3D  Mopeneil, TEKCTYpHBIX KapT,
pa3paboTku apkagHoil urpsl. [IpoexT paspaboTan cpeacTBaMU MPOTPaAaMMHOTO MAaKeTa
st pabotel ¢ 3D rpadukoit 3ds Max, cpenctBamu rpaduueckoro penakropa Adobe
Photoshop CC u kpoccmnarpopmernnoro 3D nBumxka Unity 3D.



PODEPAT

Jlpimiomuast padora, 59 c., 17 mai., 44 rict., 2 OpbIM.

Kmwuaseia ciaoBbl: UNITY 3D, 3D-MAJDJIABAHHE, CTBAPSHHE
TOKCTYPHAT'A KAPTAMI, PACIIPALIOYKY 1 POAJIIBALBIIO GAMEPLAY
APKAJIHBI I'YJIBHI.

A0'eKT acjielaBaHHA — I'YJbHABOE MIPACKT y JKaHPbI apKaIHaW T'yJIbHI.

MbsTta mpaubl — pacnpanaBaub 3D maadnm akpyKsHHS CIPHBI, MEpCaHax,
CTBap3HHE TIKCTYPHBIX KapT, paclpaloyka ryJbHsABOra MpaekTa apkaJHai r'yJlbH1 Ha
acHose Unity 3D.

MeTtanbl [aacjelaBaHHl — aHali3 NPBIKJIAJaHHSAY aOpaHara KaHpy;
BbI3HAUPHHE TNaTpabaBaHHSY Ja CTPYKTYphl, MaBOA31HAM 1 JbI3aiiHe TyJbHI; BbIOAp
IHCTpYMEHTAJbHBIX cpoAKay pacnpamnoyki 3D Mampasy, TOIKCTYpHBIX —KapT,
pacmparioyki apkajHbl ryiabHi. [IpaekT pacnparaBansl CpojaKaMi MparpaMHara rmakera
s mparsl 3 3D rpadikait 3ds Max, cpoakami rpadiunara pagaktapa Adobe
Photoshop CC i kpocmiargopmennara 3D pyxaiuka Unity 3D.



ABSTRACT

Thesis, 59 p., 17 fig., 44 east., appendix 2.

Keywords: UNITY 3D, 3D-MODELING, TEXTURE MAPS,
DEVELOPMENT AND IMPLEMENTATION GAMEPLAY ARCADE GAMES.

The object of study — the game project in the genre of arcade game.

Purpose — to develop a 3D model of the environment of the scene, the
character, the creation of texture maps, project development of the game arcade game
based on the Unity 3D.

Methods of research — analysis of the applications selected genre; definition
of requirements for the structure, behavior and game design; choice of development
tools of 3D models, texture maps, engineering arcade game. The project is developed
by means of a software package for working with 3D graphics 3ds Max, by means of
graphic editor Adobe Photoshop CC, and cross-platform 3D engine Unity 3D.



