MIHICTEPCTBO OCBITHU I HAYKHM YKPAITHU

JlepxaBHe HeKOMepIiiiHe MiANMPUEMCTBO
«/lepxkaBHuii yHiBepcute KuiBCchbKkHMi aBlaliiHUK IHCTUTYT»
PakyJabTeT KOMII'FOTEPHUX HAYK Ta TEXHOJIOTIH

Kadenpa in:kenepii nporpamHoro 3ade3ne4eHHs

JNOITYCTUTHU O 3AXUCTY
3aBigyBau kadeapu

Oxena ' PIHEHKO
« » 2025 p.

KBAJI®IKAIIIMHA POBOTA

(ITOACHIOBAJIBHA 3AIIMCKA)

310BYBAYA OCBITHBOI'O CTYIIEHA «MAT'ICTP»
3AOYHA ®OPMA 31I0ObYTTA OCBITHU

Tema: Metonuka po3poOieHHsT KOMIT I0TepHOI I'pu kaHpy 3D-mmardgopmep 3 enemMeHTamu

napKypy Ta NpoleaypHUMU aHIMaIlIIMU

Buxonaseub: HoBikoB €Breniit OnexkcanapoBuy

KepiBHuk: k. €. H., go1ieHT TkaueHko KocTssutuH OnekcanIpoBuy
HopmokoHTpoJiep: k. €. H., 1oueHT Tkauenko Koctssntun OnekcanapoBuy

Kuis 2025



lepxaBHe HeKOMepIiiiHe MiANMPUEMCTBO
«/lepxkaBHuii ynisepcuter» KuiBchbkuii aBianiiHuii iHCTUTYT»

®daxynbpTeT KOMII' FOTEPHUX HAyK Ta TEXHOJOTIN
Kadenpa imxenepii mporpaMHoro 3abe3rneyeHHs
CrneuianbHicTb 121 «IHXeHepis mporpaMHOro 3a0e3ne4eHHs»
OcaiTHBO-TIpOdeciitHa mporpama «IHXeHepiss IporpaMHOro 3a0e3MeueHHs
3aouna Gopma 3700yTTS OCBITH

3ATBEPJIKVYIO
3aBigyBay kadenpu
Onena 'PIHEHKO
« » 2025 p.
3ABJIAHHA

Ha BUKOHAHHS KBamiQikaliiHOoi poOOTH CTyJeHTa
HogikoBa €Brenis OnexkcanapoBuya

1. Tema kBamidikaiiiHoi podotu: «MeTtoauka po3poOIeHHS KOMIT I0TEPHOI I'PH KaHPY
3D-mnargopmep 3 eneMeHTaMu apKypy Ta MPOoIeypPHUMH aHIMAaIliS MUy 3aTBEpIKeHa
Haka3oM pekTtopa Bif «17» muctomana 2025 p. Ne 2449/cr.

2. TepmiH BUKOHaHHS poekTy: 3 29.10.2025 p. no 14.12.2025 p.

3. Buxigni gaHi 70 poOOTH: MPOTOTUII ITPOBOTO MIPOEKTY 3 €JIEMEHTaMH TapKypy, 110
BKJTFOYA€ CUCTEMH IMPOIIEAYPHOI aHIMaIlii, KOHTPOJIIO TIEPCOHAXKA Ta BiAJIAIKH.

4. 3MICT MOSICHIOBAJILHOI 3aIUCKHU:
1. locmiKeHHST TPeIMETHOT 001aCTi TPOEKTY.
2. AHami3 Ta po3po0OKa MiJICUCTEM ITPOBOTO MPOAYKTY.
3. Peanizaiiisi npOTOTHUITY IrPOBOTO MPOIYKTY.

5. [lepenik 000B’a3k0BOTO TpadigyHOTO (LIFOCTPATUBHOIO) MaTepiay:
1. JleMOHCTpaIIisl aITOPUTMIB MPOIEAYPHOI aHIMAITi1.
2. leMoHCTparlist iHCTpyYMEHTIB Bimanku (iHTepderic, 3D-Bizyanizariii).
3. JleMoHCTpallis peani30BaHUX CTaHIB IPaBIs, aHIMaLlll Ta MapKyp-TPIOKIB.



6. Kanennapuwmii mnan-rpadix

Ne 3aBmaHHs TepMiH BUKOHaHHS BiamiTka mipo
Top. BHKOHAHHS
1. [Po3poOka Ta 3aTBepaKeHHs rpadika 29.09-01.10.2025 BUKOHAHO
poOOTH.
2. |O3naiiomMieHHS 3 TOCTAaHOBKOIO 3a]aui, 02.10-05.10.2025 BUKOHAHO

BUBYECHHSI 1HPOPMALIIMHUX JKEper Ta
CKJIaJIaHHS [JIaHy POOOTH.

3. |[IpoBeneHHs aHaTi3y, po3poOKa 06.10-12.10.2025 BHKOHAHO
AJITOPUTMIB IPOTPAMHOTO TTPOAYKTY.

4. |OdopmienHs 1 po3aiay Ta MOAaHHS HOTO 13.10-19.10.2025 BUKOHAHO
KCPIBHHUKY.

5. |Po3pobka Ta TecTyBaHHS MPOTrPaMHOTO 20.10-30.10.2025 BUKOHAHO
pIIIEHHS.

6. [Odbopmnenns 2 po3ainy Ha OCHOBI 31.10-10.11.2025 BUKOHAHO
pPO3pO0ICHUX CUCTEM, TTOIaHHS PO3ILTY
KEPIBHUKY.

7. |3aBeprieHHs peanizalii MporpaMHOTO 11.11-24.11.2025 BHKOHAHO
[IPOYKTY.

Odopmiierns 3 po3aisly Ha OCHOBI JIeTasIeH
peaJtizallii irpoBOro MpoTOTHITY Ta MOAAHHS]
HOro KEpiBHUKY.

8. [PenmaryBaHHs Ta ocTaTogHe 0(OPMIICHHS 25.11-30.11.2025 BUKOHAHO
TEKCTY MOSICHIOBAJIBHOI 3aIIMCKH.
9. [[IpencraBnenHs poGOTH AJIs IEPEBIPKH HA 01.12.2025 BUKOHAHO

aKaJIeMiuyHy 10OpOYECHICTb.
I Ipoxo/I>KeHHSI HOPMOKOHTPOJTIO.

10. |[TizroToBKa mpe3eHTaiii Ta TEKCTY 02.12-10.12.2025 BUKOHAHO
TTOIIOBIII.
11. |Peen3yBanHs kBasi(hikaiiifHOi poOOTH. 15.12-18.12.2025 BUKOHAHO
12. |3naua cexperapro EK noscHioBaibHO1 19.12.2025
3aMUCKH.
13. [3axuct kBamidikamiitHol poOOTH TIepe 23.12.2025

eK3aMEHALIITHO KOMICIEIO.

Jlata Bunaui 3apnanns 29.09.2025 p.
KepiBHuk kBanidikaiitnoi poooTu:

K. €. H., IOLCHT Koctautna TKAUEHKO

3aBIaHHS IPUUHSB 10 BUKOHAHHS: €srenit HOBIKOB



PEDEPAT

[TosicHioBanibHa 3amucka 10 KBamiikariiHoi poOotu «Mertomuka po3poOieHHs
KOMIT 10TepHOT Tpu >xaHpy 3D-miiatrdopmep 3 eleMeHTaMU MapKypy Ta NpPOLELypHUMHU
aHiMauiaMu»: 135 cTopiHOK, 52 pUCYHKH, 11 BUKOpUCTaHUX JKEpEN, 2 JOJATKH.

O0’€KT AOCHiTAKEHHST — TIPOIIECH PO3POOKU Ta BIIJIAJAKU KOMIT FOTEPHHUX 1rop 3i
CKJIQJHUMU KOHTpOJIEpaMU NIEPCOHAXKIB Ta MPOLIETyPHUMH aHIMAIISIMU.

Meta kBaaigikaniiinoi po6oTu — po3poOka migcucteM npoueaypHoi 3D-animarii
Ta KOHTpoJiepa TEpPCOHa)ka, IHCTPYMEHTIB BIJJIQJIKM Ta ITPOBOrO MPOTOTHIMY, IO iX
BUKOPHUCTOBYE.

Metoau q0cC/iaKeHHsI — aHATI3 JITEPAaTypPHUX JHKEPeN Ta ICHYIUHUX KOMEPIIMHIX
irop; IJIaHyBaHHS, MOJEJIIOBAHHS Ta JIM3ailH I'POBUX CUCTEM; PO3pOOKa, ONTUMI3ALIS Ta
TUIEUTECTUHT IrPOBOTO MPOTPAMHOTO MPOTYKTY.

Pe3ysabTaTn poOOTH MOXKYTh OyTH BUKOPHUCTAHI MPU:

® BIIPOBAKEHI CKIIATHUX MEXAHIK PyXYy Yy KOMIT IOTEpHUX Irpax;

® BIIPOBA/KEHI €JIEMEHTIB, 200 MOBHOIIIHHUX CHCTEM IPOIEAYpPHOI aHIMaIli y
3D-nonarkax;

® po3po0Ill THYYKHX, MIATPUMYBAHMX Ta PO3IIKUPIOBAHUX KOHTPOJEPIB
MIEPCOHAXKIB Y KOMIT IOTEPHUX Irpax;

® po3po0IIi iIHCTPYMEHTIB aHaII3y Ta Biyiaaku 3D-101aTKiB.

Po3pobka Ta mocmimkeHHs mnpoBomauiuca min ynpasmiHHaM OC Windows 11.
Po3pobka mporpamu mnpoBoawiacs y cepenoBumax Visual Studio Community 2022
Preview 17.14.10 Preview 1.0, JetBrains Rider 2025.2.3 Ta Godot Engine
v4.4.1.stable.mono.official, na moBi nporpamyBanus C# (.NET 8).

KOMIT'IOTEPHA TPA, TIPOLIEJYPHA AHIMAIIIA, KOJI3I, THBEPCHA
KIHEMATHKA, ITPOBA ®I3UKA, 3D AHIMAIIIS, I'POBUI PYIIIN, C#, GODOT,
ITATEPHU, ITATEPH CTAHY, ITATEPH KOMITOHEHTY, BIJIVIAIKA, JOMIIIKHA.



ABSTRACT

Explanatory note to the qualification thesis "Methodology for Developing a 3D
Platformer Video Game with Parkour Elements and Procedural Animations": 135 pages,
52 figures, 11 citations, 2 appendices.

Object of study — the processes of developing and debugging videogames with
complex character controllers and procedural animations.

Aim of the qualification thesis — the development of procedural 3D animation and
character controller subsystems, debugging tools, and a game prototype that uses them.

Research methods — analysis of literary sources and existing commercial games;
planning, modeling and designing game systems; development, optimization and
playtesting of the game software product.

Results of the work can be used for:

e implementing complex movement mechanics in videogames;

e implementing elements or full-fledged systems of procedural animation in 3D
applications;

e developing flexible, maintainable, and extensible character controllers in
videogames;

e developing tools for analysis and debugging of 3D applications.

Development and research were performed using the Windows 11 operating system.
Software development was done in Visual Studio Community 2022 Preview 17.14.10
Preview 1.0, JetBrains Rider 2025.2.3 and Godot Engine v4.4.1.stable.mono.official, using
the C# (.NET 8) programming language.

VIDEOGAME, PROCEDURAL ANIMATION, COLLISIONS, INVERSE
KINEMATICS, GAME PHYSICS, 3D ANIMATION, GAME ENGINE, C#, GODOT,
PATTERNS, STATE PATTERN, COMPONENT PATTERN, DEBUGGING, MIXINS.
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TEPMIHU TA CKOPOUEHHA

API

Howmimika (Mixin)

[aBepcHa kinemaruka (IK)

IrpoBi mexaniku (Game
mechanics)

Tpancdopmartis (Transform)

Pecypc (Resource)

PelikacTUHT/IIIEUTTKACTHHT
(Raycast/shapecast)

Hab6ip Bu3HaueHmx 3aco0iB B3aeMofii 3
IPOTrPaAMHUM MOJTYJIEM.

Knac 3 meromamu, npuU3HAYCHUMHU IS
BUKOPHCTAHHS IHIIUMHU Kjacamu  0e3
HEOOX1THOCTI CIIa/IKyBaHHS.

AJTOpuUT™M MTO3UITIOHYBaHHS JIAHOK
KIHEMATHYHOI'O0 JIAHI[IOTAa BHUXOISIYHU 3
IMO3UII1 KIHIIEBOI JJaHKH.

Hab6ip nmeBHux mpaBuii, (PyHKIIH Ta SBHIII,
110 pa3oM (pOpMYIOTh ITPOBHUIA MIPOIIEC TPH.

[Tosumist (Position), obept (Rotation) Ta
macmiTab (Scale) 06’exkra B 3D mpocTopi.

B pymii Godot — kjac, 00’€KTH SIKOTO
MOXYTh  OyTH  (Z€)cepiaiizoBaHi  Ta
30epexeH1 Ha IUCKY K (aiim.

Omepariii  ckaHyBaHHA  TIPOCTOPY
bi3uyHOMY pyIIIii.



BCTVII
AKkTyauapHicth TemMu. OIHUM 3 HaAUNOMyJAPHIIIMX HAOPSIMKIB  PO3POOKU
IporpaMHOro 3a0e3nedyeHHsT Ha CHOTOJMHINIHINA JICHh € POo3poOKa KOMIT IOTEPHHX Irop.
Komm’rorepHi, MOOUIBHI Ta KOHCOJIbHI ITPH € OAHUM 3 KIIFOYOBHX €JIEMEHTIB 1HIYCTpii
pO3Bar, MPUHOCSYM MUTBAPAU J0JIapiB NPUOYTKY Ta Jar0ud MUIbHOHAM JtOJeld HOBI
CrocoOu po3BaKATUCh, 3HAXOUTH JAPY3IB Ta 3apOOJIATH HA KUTTS.
Po3poOka KOMI'IOTEpHHMX 1Irop TaKOXK € 3HAUHUM pYyLIiEM Tporpecy B cdepi
MIPOrPaMHOI Ta KOMIT IOTEPHOI 1HXXeHepii. BoHa cripusie po3BUTKY TEXHOJIOT1i:
- penuepuHry Ta rpadiunux API;
- (p13UyHOT CUMYIIALIIT;
- JIOTIOBHEHOI Ta BipTyanbHO1 peasnibHOCTI (AR/VR);
- onTtumizami I13;
- KpocmIaTgopMEeHOro IporpaMyBaHHS;
- 00poOKwu ayj1io, MPoIeayPHOTO Ta IPOCTOPOBOTO 3BYKY;

- XMapHHUX 00YHUCIIEHb, MEPEKEBOI Ta BEO-1HQPACTPYKTYPH.

BpaxoByroun KOpHCHICTH Ta I1HHOBAIIMHICTh MPOIIECY PO3pOOKU 1rop, Oyio
OPUMHATO PIIIEHHS MPOBECTHU JOCIIKEHHS came B il rany3i. KOHKpeTHHIl HanmpsiMOK
JoCHiKeHHsT (KoHTpojep Tpasis, 3D-aniManii Tta (izuka) OyB 0OpaHUil BpaxoBYHOUU
HNOMYJISIPHICTh TaKUX KaHpiB KoM toTepHuX irop sk First-Person Shooter, Third-Person
Shooter, Action Platformer Ta Movement Shooter.

Po3poOka TexHoONIOTIH, TOB’A3aHUX 3 III€I0 KaTeropiero irop, Oyae CHPUATH
NOKpAIEHHIO Ta ONTUMI3Alil SIK 1 BHYTPIMIHIX MPOLECIB PO3POOKH KOMIT IOTEPHUX 1rop,

TakK 1 MPUBAOIMBOCTI IrOp Ta ITPOBUX MPOLIECIB JJIS iX KOPUCTYBAUiB.

Mera i 3aBHaHHsI BHKOHAHHA KBaJiikauiitHoi podoru. JlocmiauTu icHyroul
peamizaiii ITPOBUX CHUCTEM KOHTpoJiepa, NpPOLEAYpHOI aHiMaiii Ta Koi3ili TpaBIil.
Po3poOuty HOBI pillleHHS UM MpoOiemMaM, MOKpallyrodH iX (yHKIIOHAN Ta 3pY4YHICTb

KOpUCTyBaHHSA. PO3poOWTH IHCTPYMEHTH BIJUTaJIKH, TOPEUHI JJIsl BUKOPUCTaHHS y 3D-rpi.



Po3pobutu irpoBuii TOPOTOTHIN, IOEIHABIIA CTBOPEHI CHUCTEMH B OJHE IIJIE Ta
IPOAEMOHCTPYBABIIH X €EKTUBHICTD.
00’ exkTOM JI0CTIIKEHHSI € TIPOIICCH PO3POOKHU Ta BiIIaIKM KOMII IOTEPHHUX 1rop.
IIpeamMeToM aoCaiIKeHHsI € TaKl CKJIAJOBI MPOIECY PO3POOKH 1rop: KOHTPOJIEP
rpaBis, 3D-aHimMalis TyMaHOIAHMX NEPCOHAXIB, KOJI31s rpaBLs, COCOOU PyXy rpaBLif,

Metoau nocaimxenHsi. MetonaMu AOCHIIKEHHS B JIaHii KBamidikaiiiHiii poOoTi

1. Anani3 nmiteparypHuX JpKepell (TeXHIYHOI JOKYMEHTAIllsl IPOBUX PYIIIiB, HAYKOBUX
npaib, cTaTed Ta myosiKalii BiJi po3pOOHUKIB 1rop).

2. JlocmipKeHHsI ICHYIOUMX KOMEPIIIMHHMX irop 3 METOI0 BU3HAYEHHS iX IIIXOMIB 10
peaizalii CKIaJHUuX ITPOBUX CHUCTEM.

3. [lnanyBaHHS, MOJENIOBAaHHA Ta JU3aiH IF'POBUX CUCTEM.

4. Po3poOka, onTumizallis Ta MiIeHTECTUHT ITPOBOTO MPOTPAMHOTO MPOAYKTY.

HaykoBa HoBU3Ha oTpuMaHux pe3yibratiB. Ha ocHOBI mpoBeneHOro
JTOCHIDKEHHSI Ta PO3pOOKH, MPOMOHYETHCA HU3KA apXITEKTyp ITPOBUX MOAYIIB, a came
KOHTpOJep TpaBlsg Ha OcHOBI marepHiB State Ta Component, cuctemMa MpoIETypHOI
aniMarii st 3D-mofenei, a Takok MiIXOAM 10 peaizallii Komi3ii Ta pyXy rpaBiisd Ha ix
ocHOBI. Po3po0OiieHi pillleHHA BIOCKOHAMIOIOTH ICHYIOYl CHUCTEMHU Ta aJTrOPUTMH,
CTBOPIOIOYM OCHOBY JJs1 €(PEeKTHBHOI pO3pOOKM HOBHUX ITPOBUX 3aCTOCYHKIB, Ta IS

[IOAJIBIINX JOCIIIKEHbD.
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PO3AIT 1
AHAJII3 TA TIPOBJIEMATHUKA ITPEAMETHOI OBJIACTI

1.1. Buxopucranus State Pattern ta Component Pattern y koHTposepax
rpaBus

IIpu po3poOui IrpoBUX JIOAATKIB YAaCTO I[IOCTA€ 3ajaya CTBOPEHHS TEBHUX
CYTHOCTEW — TpaBellb, BOpOr, OOT Tomio. HamucaHHs JOTIKM TakUX CYTHOCTEH MOXKe
3[IaTUCh JIETKOIO 33Ja4yelo, aje 3a3BUYail 3 4acOM CTAa€ OYEBHUJIHO IO II€ 30BCIM HE TaK.
Opnna 3 Garatbox mpoOieM, 3 SKOI CTHKAIOTHCS PO3POOHHUKHU € CKJIAJHICTh OpraHi3ailii
camoro koxy. Kimacu, siki Ha moyaTKy CKIafanucs 3 Mapu 3MIHHUX Ta METO/IB,
0araToKpaTHO BUPOCTAIOTh B 00’ €M1, 1 JOAaBaTH HOBI (PYHKIIIT CTa€ BaXKye 1 BaXKye.

[lepmmM KpokoM A0 BHUpIIIEHHS IIi€] MPOOIEMU € BIPOBAHKCHHS KOHIEMITT
“crany” [1]. Mu Bu3Ha4aeMo, 110 B Oy/Ib-SIKUM MOMEHT 4Yacy, Hallla CYTHICTh 3HAXOUThCSI
B NEBHOMY cTaHl. /[ nmpukiany MOKHA B3ATH YSIBHY CYTHICTH lloTdr y rpi-cumymnstopi
3anizHuIl. [lotsar Mmoxke mepeOyBaTu B OMHOMY 3 YOTUPHOX CTaHiB: Pyxaerbcs, Uekae (Ha
cTaHIlii), 3ynuHeHuit (B Aeno) Ta PeMoHTy€eThCs.

JIist BOpPOBA/DKEHHS IMX CTaHIB MOXXKHA BUKOPHUCTATH TMepepaxyBaHHS (enum),

HaIIpUKJIaa:

public enum {
Moving,
Waiting,
Ooff,

UndergoingMaintenance

BukopucraBum KOHCTpYKIli0 switch, MOXHa 3MIHIOBAaTH TOBEIIHKY KOHTpoOJepa B

3aJIe)KHOCTI BiJl IOTOYHOTO CTaHY:

switch(trainState) {

case

case
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Ie#t miaxia mokpamrye opraHi3oBaHICTh KOJY, aJIe 3 4aCOM IbOTo Oyje HETOCTaTHBO.
Hactynaum kpokom Oyzne gopeuHe BuxkopuctanHs State Pattern [2]. Ilpu BukopuctanHi

NaTepHy CTaHiB, KOXKHUW CTaH MPEJICTABISETHCSA Y BUTIISAAI OKPEMOTO KJIacy, HAIIPUKIIAI:

public abstract class {}
public class : {}
public class : {}

[lepeBaroro Takoro miaxXoAy € BiIOKPEMJICHHS 3MIHHHMX Ta JIOTIKHM KOXKHOTO CTaHy,
IO 3HAYHO TMIOKpallye YWUTAOENbHICTh KOAY, Ta POOWUTH JIETHIMM WOTr0 MIATPUMKY.
Henonikom 1mporo Meromy € Te, IO NEeBHUN (QyHKIIOHAT (METOIU, BIIACTUBOCTI)
KOHTpOJiepa MOXKE€ 3HAJO0OMTHUCH OLIBII HIXK OJAHOMY CTaHy — TOIl HOro JOBEIETHCS
3QJIAIITUTH B OCHOBHOMY KJIACI.

IcHye TakoX 1HIMUNA TAX1A IS BIJOKPEMJICHHS JIOTIKU KJIacy — Kommosuiis [3].
[Ipu BIpoBamKEeHHS KOMIO3MIIi, (PYHKI[IOHAJI KJIacy BUHOCHUTBCS B OKpEMIl, HE3aJIekKHI
KOMIOHEHTH. Jlaym BCl KOMIIOHEHTH, HEOOXimHi 1 (yHKIIIOHYBaHHS KJacy,
OPUEHYIOTHCA O HBOTO 32 JIOIOMOTOI0 MEBHOTO €JIEMEHTY 1H(PACTPYKTYpH, 110 TaKOXK
Hajae API nst B3aeMomii 3 IUMU KOMIIOHEHTaMHU.

JUiss CTBOpEHHsI CKJIQJHOIO KOHTPOJIEPY MEPCOHAXiB, MU MOXEMO MO€JHATH I
TEXHIKA B OJIHY, CTBOPHUBILU CHCTEMY, JI€ € KOMIIOHEHTH pi3HUX BUAIB. bazoBuii
KOMIIOHEHT MoOke OyTW TpUEIHAHMM O CYTHOCTI 1 Oylae HajaBaTH il BIACTMBOCTI Ta
meronu. Jlma oxaitHocTi myOmivyHOro iHTepdeicy, HOro MoO)KHa yHacliAyBaTH B
KOMIOHEHT-3/110HICTh (Ability), 110 TakoX M03BOJUTH OAATH 10 HHOTO METOJU-YTHIIITH.
Komnonentu-cranu (States), 1m0 HacaiAytOTh BiJf 6a30BUX KOMIIOHEHTIB, OJUISIOTH BECh
(GyHKIIOHAT KOMIIOHEHTIB, ajie 3 OAHUM OOMEXKEHHSIM: JIMIIE OJUH O0’€KT CTaHy MOXKe
OyTH aKTUBHUU B OyJb-SIKHH MOMEHT 4acy.

B sxocTi npukiagy Bi3bMEMO KOHIICHIIIIO MPOCTO1 IBOBUMIPHOI TpU-TIIaTdopmepa.
I'paBenp Mae MOXJIMBICTh NEPEMIIIATUCH BIIBO Ta BIPaBO, a TAKMK CTpUOATH, 1 5K
pe3yapTar — maaatd. BUKOpUCTaBIM KOHIIEMIII0 KOHTpOJIEpa CTaHIB Ta 3/M10HOCTEH, IIi

MEXaHIKA MO)KHA peanisyBaTH 3d HACTYITHOKO CXCMOIO:
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I'paBeun

—— [30i6Hocmi]

—— Receivelnput
—— Move

—— Jump

—— ControlCamera
—— [Cmanu]

— Idling

—— Moving

—— Jumping
—— Falling

B crani Idling rpaBens ctoith Ha Mmicii. B ctani Moving rpaBeis pyXaeThbCsi BIiBO
YU BIIPaBO, B 3aJICKHOCTI BiJ BEKTOPY BBOAY. SIKIIO ITiJl rpaBlieM HE 3HAWIEHO IIiJIJIOTH,
ctaH nepekioyaeTbesi Ha Falling. B crani Jumping rpaBenp NpUCKOPIOETHCS BBEPX,
MOCTYIOBO  CHOBUIBHIOIOUNCh. Komm BepTukanmpbHa MBUAKICTH gocsrae (0, cTaH
nepekimouaetbest Ha Falling. B crani Falling rpaBenp NpHUCKOPIOETHCS BHU3, a TIPH
TOpPKaHHI MJIOTH — CTaH nepekntouaeTses Ha [dling.

3n16HicTh Receivelnput 3uuTye BBOA 3 KiaBiaTypu Ta IMepefac KOMaHIU IHITUM
3M10HOCTSIM Ta cTaHaM. 3a10HICT, Move BiAnoBizae 3a nepekitodeHHs ctany 3 Idling Ha
Moving npu HasiBHOCTI BBOHLY pyXy. 3a10HIcTh Jump mnepekitoyae crad 3 Idling abo
Moving Ha Jumping npu HasBHOCTI BBoay cTpuOka. 3ni0HicTh ControlCamera mo3uilionye
KaMepy Ha rpaBIll.

TakuM YMHOM MM 3MOIJIM CTBOPUTH OIHOYACHO MPOCTY Ta MOAYJIbHY CHUCTEMY
KEepyBaHHS TpaBIlieM, BUKOPUCTOBYIOUM JpiOHI KOMIIOHEHTH CTaHIB Ta 3M10HOCTEH, SKi
MOKHA JIETKO PO3IIMPIOBaTH, 3aMIHATH Ta MIATPUMYBAaTH B XOA1 PO3POOKH I1rpOBOTO

IIPOJYKTY.

1.2. Tpaguuiiidi Ta MpoueAypHi MeTOAM KOMII’IOTePHOI aHiMamii

TpanumiitHo, aHiMaIlli IrPOBUX MEPCOHAXKEH CTBOPIOIOTHCA Y BUITIAAI KiimiB. Kimin
ne dain abo CTpyKTypa MaHUX, JIe OMUCYEThCA 3MIHA KOOPJIMHAT, OOEPTIB Ta IHIIHUX
BJIACTUBOCTEH Mojeni 1 ii KOMITOHEHTIB 3 yacoMm [4]. I1ix yac BUKOHAHHS TpH, aHIMAIliHHAHA
PYII MOCHIIOBHO 34MTYE 111 JaH1 Ta MPUCBOIOE 11 3HAYEHHS MOJENi, aHIMyrouu ii. [lei

BU/JI aHIMaIllil IIMPOKO BUKOPUCTOBYETHCS B IFPOBIii, ()LIILMOBIN Ta 1HIIKX 1HAYCTPISAX, TaK
13



K BIH JIa€ aHIMaTopaM aOCOJIOTHUN KOHTPOJb HaJ Bi3yaJlbHUM CTAHOM MOJENI Mij 4Yac
a”iMarni.

OcHoBHa mpobaeMa bOTO MIIX0IY caMe 3 IHOTO 1 BUTIMBAE — CTBOPEHI aHIMaIlii He
MalTh THYYKOCTI. 3MiHa OJIHOTO IapaMeTpy aHIMallli 4YacTo O3Ha4ae HEOOXITHICTh
PYYHOTO CTBOPEHHSI aHIMaTOpOM HOBOI Bepcii wi€i aHiMauii. Takoxk, Mpu i1 BIATBOPEHHI
BOXJIMBO MO0 ITOYAaTKOBHHM Ta KIHIIEBUM CTaH IIepCOHaka B TOYHOCTI BiJIOBIJIaB
OYIKyBaHHSIM aHiMaropa.

CyuacHi Bizeoirpu x € ayxe auHamiyHuMU. Komu aHiMaTop CTBOpIOE aHIMaIliio
Xonwsb6u (Walk Cycle, puc. 1.1) BiH po3paxoBye 1110 IIij] TpaBLIEM € piBHA, IIUPOKA MiIora.
k1110 x rpaBelp B 1€ MOMEHT iJie, HalpUKIIal, 0 TOHKIM Oanii, Oy/ie 31aBaTUCh 110 BiH
e mo moBiTpro. Lle MokHa BUPIITUTH, CTBOPUBIIY aJbTePHATUBHY aHIMaIlito — Xoan0a 3
OalancyBaHHAM. AJie mpoOieMHu Ha IbOMY HaclpaBil He 3akiHdarbes. 1o sxmo rpasenb
ine Bnomnepek cxwiny? OpHa Hora Oyzne CTyNaTd MO MOBITPIO, 1HINA — MPOXOJUTH Kpi3b

3CMIIIO.
CONTACT LOW PASSING HIGH CONTACT LOW PASSING HIGH

:'QOUU L

M )

:'I,"I /] / |

i'f ‘\:. {
Puc. 1.1. ukix xons0m

CTBOpUTH BCl MOXKJIMBI aHIMalli ISl TaKUX cUTyallil Oyae (pi3MyHO HEMOXKIIMBO.
JInst GLIBIIIOCTI Irop 1€ HE € BEIIMKOI IPOOIEMOI0 — IpaBIli PiIKO HMPHIUISIOTH yBary a0
TaKoOTo poAy MoApoOUIls. AJle, IIe HE O3HAYAE IO I[F0 MPOOJIeMy HE MOTPIOHO BUPIITYBATH.
CydacHi irpu craroTh Bce Oulblie 1 OUTbLIE peadiCTUYHUMH. PO3pOOHMKH JOKIIaJaroTh
Oarato 3ycuiib 100 mormuouTu epext “3aHypeHHs” B rpy. ToMy CTBOPEHHS HOBOTO BHIY
aHIMallid — IPOUENYPHUX, JUHAMIYHUX — € MOMYJISPHUM HAMPSMOM JOCIIHKEHHS B cdepi

PO3pOOKH irop.
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OmauM 13 HAWUTIPOCTIMIMX €JIEMEHTIB JuHaMIYHMX aHiMmallii € Inverse Kinematics
(IK) [5]. Cucrema IK BukoHYe oOepTaHHS KICTOK CKeJIeTy MOJENi, 1100 3a/I0BOJIbHUTH
neBHy yMOBY (solving, “Bupimenns”). HaifuacTiiie mijuii0 BUPILIEHHS JIAHLIOTA KICTOK €
po3MiteHHs (iHAIBHOT KICTKU SKHAWOIMKUE JI0 MO3UIIIT Tak 3BaHOTO “edexropa’.

B skocti mpuknagy moxkHa HaBectu IK pykum mnepconaxka. JlaHIfor KiCTOK
MIOYMHAETHCS 3 KICTKH IIJIeua, a 3aKiHIy€eThcs KicTKoro kucTi. [lo3utisa edexropa takoi 1K
cuctemMu Oyzle BHU3HAuYaTH, JE€ Ma€ PO3MILIYBaTHCh KUCTh NepcoHaxka B 3D mpocrtopi.
Taxoro poxy IK cuctemu 3a3Buuail BAKOPUCTOBYIOTHCS “TIOBEpPX’ CTaHAAPTHUX aHIMAIliil.
ToOTO crmovarky MmepcoHa)k po3TaIlOBY€EThCS 3T1IHO MTOTOYHOTO Kajapy aHimartii, a mami IK
penarye iHaabHy 03y, YACTKOBO 3MIHIOIOUH ii.

Takox Oyma po3poOieHa iHINIA TEXHOJOTIA, IO JO03BOJIAE MOKPAIIUTH Bi3yallbHY
SAKICTh TepexoaiB MK aHiMamisiMu — Blend Trees [6]. Blend Trees — 1e cnemianbHi
CTPYKTYpH JaHUX, IO OMUCYIOTh MOXJIMBI MEPEXOJU MIK aHIMALISIMU y BUIVISAL JepeBa
(rpada). B 3anexxHocTi BiA BXITHUX [apaMeTpiB, BU3HAYEHUX PO3POOHUKOM 1
NpPU3HAYEHUX Yepe3 KojA, JepeBO olOepe HEOoOXiJHI aHIMaIlli Ta MpPOBEAE MOCTYMOBY
THTEPTOJAIII0 MK HUMU, CTBOPUBIIHN TUIABHUMA TIepexis. TakuM YMHOM MOXKHA CTBOPUTH
NepEeXo/In Bij, HAMPUKIIAI, aHIMallii 0iry A0 aHimarlii Xoas0u.

Komb6iHarist nux miaxoJiB € AOCTaTHHOIO Jyisi Oararbox irop. Mu k Ha 1IbOMY HE
3YMUHUMOCH 1 CIPOOYyEMO pO3pOOUTH MOBHICTIO MPOLEAYPHY CUCTEMY, 3 BUKOPUCTAHHIM

IK, KpyBUX Ta aJTOPUTMIB 3IJIaJ[KyBaHHS.

1.3. IIapkyp B Bigeoirpax

[Mlapkyp — wmwucTeuTBO €(EKTUBHOTO TOAONAHHA TMEPEmIKON — I0YaB
BUKOPHUCTOBYBATUCh B Irpax Ime B 80-X pokax, KOJM 3 SBHIWCA TepIi miargopmepu, mo
tuny Prince of Persia, 1e BepTukanbHui pyx, CTpUOKHM Ta akpoOaTHKa BXE CTaH OJHUM 3
TOJIOBHMX €JeMEHTIB reimiuiero. Ha miobGanbHOMY piBHI BIPOBAIKEHHS CKJIAJIHHUX
NapKyp-MEXaHiK y BIJIEOITPU IOYANOCS 13 TIOSBOIO OUIBII TOTY>KHUX TEXHOJOTIM Ta
nepexooM iHaycTpii 10 3D.

[TonynsparME irpamu, 10 BOPOBAIWIN TaKi MEXaHIKM B IMOBHOMY 00cCs3i € cepil
Assassin’s Creed ta Mirror’s Edge. B 060x irpax rpasers Moxe O€3MepepBHO pyXaTHCs
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JaxaMu, CTIHAMHU Ta BY3bKMMH Byinnukamu. B Assassin’s Creed 1 MexaHika Ipaioe Ha
OCHOBI KOHTEKCTHUX aHIMAlliil: MpU HATUCKAHHI KHOIMOK CTPUOKY Ta HANpsAMKY pPyXy

MEePCOHaX aBTOMATUYHO MiAOHWpaEe ONTUMAJbHUN PyX — CTPUOOK, XBaT UM MiAKOM (pHC.

1.2) [7].

Q00:55:37

20

Puc. 1.2. Kagp 3 rpu Assassin’s Creed

Ie Bigpi3use Assassin’s Creed Big OLIBIIOCTI €KIIEH-ITOP TOTO Yacy, e aKkpoOaTHKa
Oynia oOMeKeHa 3aCKpUINITOBAHUMU JUISHKAMU PIBHSI, Ta BiJ OUIBIIIOCTI Cy4aCHUX EKIIICHIB
— takux sk Mirror’s Edge, ge rpaBenb Mae OUIbII MOBHUN KOHTPOJbL HAJA HAMpsIMOM Ta
JIOBKUHOIO CTPHUOKIB Ta 1HIUX pyxiB (puc. 1.3). Ile poOuTs mapkyp MEHII TEXHIYHUM, aJie
Ounbll AOCTYynHUM 1 muiaBHUM. [li3HImI irpu cepii moyanu OUIbIIE CXWIATUCH 10 CTHIIIO
RPG — BoHM MaroTh BEJMKI BIAKPHUTI CBITH Ta MEHIIE MOXJIUBOCTEH AJIsi BEPTUKAIHHOIO
pyxy. A HOBI irpu cepii HaMararoTbCs 3HaTH OanmaHc Mix cBoOomor0 RPG-emoxu Ta
€JICTAaHTHICTIO KJIACHYHUX MEXaHIK, MOBEPTAIOYM T'PABISIM BIMUYTTS, IO KOXKEH PyX Mae

Bary i CeHc.

Puc. 1.3. Kagp 3 rpu Mirror’s Edge
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Jlesiki irpu MaroTh 1HIIMA TiAXia 1o napkypy. Hanpuxman cucrema pyxy B The
Legend of Zelda: Breath of the Wild mmpoko BukopuctoBye (izuuHuil pyuiiid Ta poOUTh
aKIIEHT Ha TOCIIAOBHOCTI Ta cBoOomi TpaBms [8]. 3amicTh TOTO MO0 MOKIAAATHCS Ha
3a37aJ1eriib BU3HAYCH1 TOUKM JUIs JTa3iHHSA a0o 3ackpumnrtoBadi aHimarilii, BOTW peanizye
MEXaHIKy “yHIBEpCaJbHOTO Ja3aHHS : Ha Maibke Oylb-sSKy TOBEPXHIO y CBITI MOXKHA

3aJ1i3TH, 2 OOMEXXEHHSIM BUCTYTIA€ JIUIIIE 3aac BUTPUBAIOCTI repcoHa (puc. 1.4).

Puc. 1.4. JIazanns B rpi Legend of Zelda: BOTW

Toii ’xe cammii 3amac BUTPHUBAJIOCTI BHKOPHCTOBYETHCS i Oiry, mjiaBaHHS Ta
IJIaHyBaHHS. Pymniii rpu TakoX BpaxoBYye TepTs, KYT HaXWIy MOBEPXHI Ta MOTOAHI YMOBH
(Hanpukia, 1011 pOOUTh CTIHU CIU3bKUMM), 110 JUHAMIYHO BILIMBA€ HA MOOLIBHICTD. 3
TEXHIYHOI TOUKH 30pYy, LIe IePETBOPIOE MEPECYBaHHS Ha CBOEPIAHY TOJIOBOJIOMKY. I pasiil,
3aMICTh TOTO, 00 CJIiIyBaTH 3a3/1aJI€T1/Ib MPOKJIAJICHUM MapIipyTaM, ado MOKIaAaThCs Ha
CBOIO PEaKIlil0 Ta TOYHICTh BBOMY Jiid, B3a€EMOIIOTH Oe3MmocepenHbo 3 (Hi3UKOI0 CBITY Ta
CIIAKYIOTH 3a IMKAJIOK BUTPHUBAJIOCTI, BHTAyIOYW BJIACHI PIMICHHS IS JIOCIIIKESHHS

CBITY.

1.4. Peanizanisi pyxy nmepconaska 4epe3 (pizuKy Ta yepe3 BJACHUI KO

[Tpu po3pobui 2D Ta 3D irop yacto nmocrae MUTaHHA BUOOPY CIIOCOOY MEpEeMilieHHS
TpaBIsl y MpocTopi. B 1IrpoBux pymrisix OCHOBHUMH METOJAaMU TICPEMIIICHHS €
nepeMillieHHs 4epe3 (PiI3MUHUI Py Ta NepeMillleHHs Yepe3 BIacHI 00paxyHKH 1 IpsMy

Mo (iKallio MPOCTOPOBUX BIACTUBOCTEH cyTHOCTI [10].
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[Tepemimenns yepes Gi3uKy 03HaYa€ BUKOPUCTaHHSA rpocTopoBoro Tina (Rigidbody,
PhysicsBody To1110) 1 manimysisiiisi ioro cranoM yepes (izuuni BiactuBocti (Velocity) a6o
metoau (AddForce, Addlmpulse). dami dhizuunuit pymiiii mpoBeae HEOOX1JHI po3paxyHKU
Ta MEPEMICTUTh TUIO y MpocTopi. Belnukoro mepeBarord TaKOro METOAY € MOXKJIUBICTDH
JOJATKOBOTO BUKOPUCTAHHS IHIIMX YaCTUH (DI3UYHOTO Py, HAaIpHUKiIaa kom3ii (00poOka
3ITKHEHb 3 00’€KTamu, cTiHaMu Toio). Hemonikom BukopucTaHHS (I3UKU € BiICYTHICTH
MOBHOTO KOHTPOJIIO HAaJl pO3TalllyBaHHSAM MEPCOHAXKA Yy MPOCTOPI, ajpke (PI3UuyHuM pyurii B
OUTBIIOCTI BUMIAAKIB € MIHJIIMBUM Ta HETOYHUM Y CBOIX pO3paxyHKax, 1 HOMy MOXYTb OyTu
npuTaMaHHl epekTu “koB3aHHS . J[esKi IrpoBl MeXaHIKH, HalpUKIAQA TeJernopraiis ado
CHOBUIBHEHHSI 4acy MOXYTh IMPAIIOBATA HEKOPEKTHO, aJke (I3UYHI pyIlii HaMararoThCs
iMiTyBaTH (i3WKy peaJbHOrO CBITY 1 Taki SBUIA HA JaHUA Yac BBAXKAIOTHCS
HEMOXKJIUBUMH.

AnbTepHAaTUBHUM CIIOCOOOM TMEPEMILIEHHS € TNEpeEMIUIEHHS 4Yepe3 MpsAMy
MOIU(DIKAII0 BIACTUBOCTEM CYTHOCTI. SKIO TiJ 9Yac KOXKHOI iTepallli irpoBOTO IHKITY
J0JlaBaTh TIEBHE 3MIMICHHS J0 KOOPAWHATIB TpaBIsi TO CTBOPIOETHCS U031 HOTO
nepemimieHds y npoctopi. Llei miaxia 103Bosisie po3poOHUKY MaTh TTOBHUN KOHTPOJIb HaJT
no3uIlier0 rpaBmd. Taki sBUINA SK KpUBa pO3roHy abo ayra (BepTUKajIbHA TPAEKTOPIis)
cTpuOKa MOXYTb OyTH CKPYHYJI€3HO HaJIallITOBAHI JIJIsl 171€a]IbHOTO IrPOBOTO JAOCBIY (JIMB.
pucynku 1.5 Ta 1.6). OCHOBHUM HEIOJIIKOM € HEOOXIJHICTh CTBOPCHHS JESIKOTO

GyHKIIOHANY “3 HYJs”, HAPUKIIA 3raJJaHuX paHille KOJi3ii.

A A A

2 2 g

= = =

] ] 2]

g g g

= = =

4] 4] Q

=% =% o,

L] L] v

= = =
k. k. .
r r >

0 Yac 0 Yac 0 Yac

[ocTiftHa MBHAKICTE TlocTifiHe TIPHCKOPEHHS 3pocTarode MPHCKOPEeHHA

Puc 1.5. Ilpukiaau KpuBUX PO3TOHY IpaBIls
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Jyra cTpHuOKa IpIl BHKOPIICTAHH] (QI3IMHOTO PYIIA Jlyra cTpiOKa 3aIporpaMoBaHa BpyIHY

Puc 1.6. Ilpuknaau ayr cTpuOKy rpaBIis

[ToeqnaBmm 1€l aHaji3 3 BHMOTaMH HAIloi I'pH, MOXHA JINTH BHCHOBKY, IO
riopuaHui miaxin Oyzne HaiikpamuM. [OpuIHMIA MiX11 O3HAYA€ 0 MU BUKOPHUCTOBYEMO
¢i3uuHI Tijma, ale B OKPEMHX BHIMAAKaX BIAKIOYaEMO ix (izuuwmii (QyHKIIOHAT Ta
MaHIIMYJTFOEMO iX BJIACTUBOCTSIMU HaIPsIMY.

Cranu, $KI TpeaCTaBsAlOTh €000 (DIKCOBaHI B MPOCTOpI aHiMalii OyayTb
BUKOPHUCTOBYBATH TPOCTY JIOTIKY JUIsl TIEPEMIIICHHS TPaBIl B KIHIIEBY TOUYKY aHIMaIlii,
AKIIO0 Taka €. SIKIo X cTaH MIpeacTaBise coOOW pyx y mpocTopl (Xoanba, cTpuOKw,

MaJiHHs, KOB3aHHA TOIIO) OyAyTh BUKOPUCTOBYBATH (PYHKIIOHAJ (DI3UYHOTO PYLIis.

1.5. lunamivHi koJaiigepu

Ockinpku Oyn0 TpHUMHATE pIMIEHHS BUKOPUCTOBYBATH (I3MYHUN pyHIid ams
NIepEMIIIICHHS TpaBlisl, HACTYITHUM IOCTAa€ MUTAHHSA BUOOpY dhopmu Horo komizii. Komiziero
(collision) Ha3MBaKOTh BUKOPUCTAHHS HEBUIUMHUX T'€OMETPUUYHHUX 00’ €KTIB (KOJaHIEepiB)
bi3uuHuM pymrieM uisi o0poOku 3iTkHEeHb [9]. Ilig 1uM po3yMirOTh YHEMOKIUBICHHS
IPOXOJKEHHSI JTBOX OO0’ €KTIB Kpi3hb OJUH OJIHOTO, & TaKOX MOXKJIMBOCTI CKaHYyBaHHS
3D-npocTopy [1sl BUBHAYEHHS pO3TalllyBaHHS 00’ €KTiB, iX (pOpM Ta po3MipiB.

Buxopucranns xonaigepiB HeOOXiqHE i 3a0e3MeueHHs MIBUIAKOAIT PyIIIis, ake
MaTeMaTUYHE MOJCIIIOBAHHS 31TKHEHb JBOX MPUMITHUBIB (cdep, KyOiB, HMIIIHAPIB TOIIO) €
Habararo e(eKTHBHIIINM 3a MOJCIIIOBAHHS 3ITKHEHb MOBHUX 3D Mopenei 3 Tucsdamu
BepiiuH Ta nojiroxiB. [lopiBHsaBmu pucynku 1.7. ta 1.8. MOXHA OOAYUTH PI3HULIIO MK
30BHIIIHBOI0 (POPMOIO O0’€KTIB CLIEHH, Ta MOXJIMBOIO (opMoOrO iX KOmi3ii, 1110

BUKOPHUCTOBYETHCS (PI3UUHUM PYIIIEM.
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Audio Animation Shader Editor MSBuild

Puc. 1.7. Ilpuknax irpoBoi ciienn y penakropi Godot

20 133D JsScript Q Game & AssetLib

Shader Editor MSBuild

Puc. 1.8. Bigyamnizaiiis KonaiiiepiB ClieHH

Bubip xonaiinepa B OUIBIIOCTI BUMAAKIB HE € CKJIQJHOIO 3aJayelo, aJKe HOro
HEBUIMOBIHICTh MOJIEJIl YacTO € HEMOMITHOW. SIKIIO KoJiaijiep IOBHICTIO OXOILTIOE
3D-mipocTip Momeni Ta HE BHCTYNA€ 3aHAATO Malieko BiJ HEl, TPaBIIO IOTO Oye
JIOCTaTHBO JIJIsE 00XOTy TIEPEIIKO/IN, a BUTPAYaTH Yac 3IITOBXYIOCH 3 HEIO Ta MIEPEBIpsIIOun
TOYHY BIJIMOBIAHICTh KO)KHOTO CAHTUMETPY TPaBIli HE OYIyTh.

Btim, icHYIOTH BUMAAKH, KOJM OJHA TEOMETpHYHA (irypa HE MOXKE PEaTiCTHIHO

BUKOPHUCTOBYBATUCH JIJIS1 BCIX MOXJIMBUX CTaHiB rpaBus (puc. 1.9 - 1.11).
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[20 13D FScript JGame & AssetlLib

Puc. 1.10. Bizyamnizariis HeqoiKy KyOi4HOTO KoJaiaepa rpaBLs
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Puc. 1.11. Bizyauni3atiist HeI0IIKy KalcCyJIbHOTO KoJaiaepa rpaBiis

Buxonsun 3 nporo Oyno mpUHHATO PIlIEHHS pO3pOOUTH AMHAMIYHY CHUCTEMY, IO

JI03BOJISI€ 3MIHIOBATH TOTOYHUIA KOJIAWJEP B 3aJI€KHOCTI Bl CTaHy I'PaBIIsl.

BucHoBok
B nepmiomy po3nini 6yB mpoBeACHMI aHai3 ASSKUX HIOAHCIB Ta IPOOJIeM, 3 SKUMU
3yCTPIYAIOTHCS PO3POOHUKHU MTPU CTBOPEHHI KOMIT FOTepHUX irop. byno npoanasizoBaHo:

1. Cnocobu peanizailii CkJIagHUX MTPOTrpaMHUX MOJIYJIB uepe3 MarepHu State Ta
Component.

2. CyyacHl MiIXoau A0 KOMIT'IOTEpHOI aHiMallii, B TOMy YHCHI1 ii BUKOPHCTaHHS B
KOMIT IOTEPHHUX Irpax.

3. Ponb mucuuIiiiag napKypy B Bieoirpax.

4. MoxuBi MAXOIU JI0 peai3allii pyXy I'paBIis B BiJeOIrpax.

5. IIpobnemu BUKOpUCTaHHS MPOCTUX (ikcoBaHUX (opM Komizii B 3D-irpax.

B pesynbrati 11boro Oysio BUSBICHO JAEKIIbKa HANMPSIMKIB JOCTIIKEHHS, 1110 OyAyTh
JeTaJIbHO PO3MISIHYTI B HACTYITHUX PO311aX pOOOTH.

[lepuium HampsiMOM € Ju3aiiH Ta po3poOka THYUYKOTO (pelMBOPKY KOHTpOJIEpa
MEpCOHaXka, 3 TMOMAAJBIIOI peali3alliel0 KOHKPETHOro (yHKI[IOHATy Yy KOHTEKCTI
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napkyp-rpu. KirouoBoro BIACTHUBICTIO PO3POOJIEHOTO KOHTpoOJiepa MOBUHHA OyTH YHCTA,
MOJyJIbHAa apXiTEKTypa, 110 3a0€3MeUuTh JIETKYy MIATPUMKY Ta pO3MIUPEHHS (QyHKI[IOHATY
rpaBIls. BiH Takok Mae miATPUMYBAaTH MOKJIUBICTh HAJIAITYBAHHS TUHAMIYHHAX KOJIi31H.
JpyruM HampsiMKOM € CTBOPEHHSI TIOBHOIIIHHOI CHUCTEMH aHIMallii irpoBOro
nepcoHaxa uepes ko, 3 marpuMkoro texuik IK. Cucrema mae 3abe3mneunTy aHIMAIIilO 110
TaKUM KaTeTOpisiM:
1. Bunx animarui:
a. 3TMaDKEHHS (1HTEPIOAIis) A0 KIHIIEBOTO 3HAYCHHS;
b. KOHTpOJIb 3HAYEHB Yepe3 KO,
C. aHimarlis B 4yaci Ha OCHOB1 KPUBUX.
2. Iinp aHiMarii:
a. Tymiy0O mozeni (ocHOBa Ta Xpeber);
b. rosoBa mozeni (00epT MIHi Ta TOJIOBH);

c. kinmiBku mozeni (IK pyk Ta Hir).
JlomaTkoBUM HampsiMOM JOCII/KEHHS € CHUCTeMa IOBTOpPY Ta TOB’S3aHiI 3 HEIO

iHCTpYMeHTI/I BiI[JIaI[KI/I. P03p06ﬂeHa CUCTEMaA HOO3BOJINTH IICPCITIAAATH Ta aHaJIiBYBaTI/I

CTaH I'pH 32 EBHUI MPOMIKOK 4acy.
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PO31JI 2
APXITEKTYPA TA PO3POBKA ITPOBUX CUCTEM

2.1. Bubip irpoBoro pymris

Bubip irpoBoro pyiiisi € OIHUM 3 MEPIIUX MUTAHb SIKE MA€ BUPIIMIMTH PO3POOHUK,
ab0 KoMaH/aa po3pOoOHMKIB IrPOBOTO MPOAYKTY. Bia mporo Bubopy OyayTh 3ajiekaTH Taki
KIIFOYOBI MOMEHTH SIK MOBa MPOTpaMyBaHHS MPOEKTY, BAPTICTh Ta JIIEH31i KOPUCTYBaHHS
pylnieM, HasBHI O10J10TE€KM, a TaKOX IHTEPHET-pEeCypcH, HEOOXiAHI I PO3pOOKHU
(ToxyMeHTaIis, pOpyMHU Ta CHUIBHOTH, TOCIOHUKH TOIIIO).

Ha panuii MoMeHT, HalOUIbII JOCKOHAJUMHU Ta IIMPOKO BUKOPHUCTOBYBAHUMH
IPOBUMHM PYULIISIMHU, BIAKPUTUMU IS BCiX po3poOHUKiB, € Unity, Unreal Engine Ta Godot
[11].

Unity — kpocruiaropMoBHil irpoBuil pymriii, ctBoperuii y 2005 polli KOMITaHIE
Unity Technologies. BiH mBUIKO cTaB MOMYyISPHUM 3aBASIKA 3py4YHOMY 1HTEpQeEiicy,
BEJIMKIM KITBKOCTI 1HCTpYyMeHTIB st 2D 1 3D-po3poOku Ta aktuBHiiM criibHOTI. Unity
BUKOPHUCTOBYE MOBY mnporpamyBaHHs C# 1 mnpomoHye miomaaky Asset Store mms
npua0aHHs TOTOBUX MOJENEH, CKpUMTIB 1 pecypciB. Unity e KOMEpIIHHUNA TPOIAYKT: €
OE3KOIIITOBHA BEPCIsl 111 HEBEIMKUX CTY/IH, a JUIsl OUTBIIMX KOMIIaH1M — IJIaTHI TMHUCKH.

Unreal Engine — pymiii, po3po6iiennii komnaniero Epic Games, nepiia Bepcis SKOro
Buiinuia B 1998 pomi pasom 13 rporo Unreal. Choroani BiH BIJOMHI CBOIM MOTYXKHUM
rpadiuHUM SIpOM, SIKE IIUPOKO 3aCTOCOBYIOTh Y BEIMKUX AAA-TIPOEKTAX, apXITEKTYpHIN
Bizyaumizarii Ta ¢iapMOBIM iHaYCTpii. OCcHOBHA MOBa mporpamyBaHHa — C++, a Takox €
cuctema Bi3yanpHOTO mporpamyBanHs Blueprints. Unreal Engine po3moBcromKyeThes
OE3KOIITOBHO, ajie MICIs JOCITHEHHsI TMEBHOTO JIOXOAY 3 TPU TOYMHAETHCS CTATHEHHS
KOMicii.

Godot Engine — mouaB pospoonsarucs XyanoMm Jlinenpkum y 2007 pori, a 3 2014
POKY CTaB AOCTYIHHUM SIK MPOEKT 3 BIAKpUTUM KojioM (MIT-ninensis). Bin Bin3HauaeThes
JIETKICTIO, MOIYJIBHICTIO Ta Opi€HTAIlIE€0 HA 1H1-po3pobHuKiB. Godot miarpumye 2D 1 3D,
BjIacHy MoBy mporpamyBaHHs GDScript (cxoxxy Ha Python), a Takox C# 1 C++. 3aBnsaku
CBOIM BIJIKPUTOCTI, OE3KOINITOBHOCTI Ta MpocTi BHKopucTaHHSA, Godot mpuBeprae Bce
OuTbIe yBarWm SK MalOyTHIM MPOBIIHHMM Py Il MajJ€HbKHUX Ta CEpPEeIHIX IrPOBUX
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koMranii. OcoOJIMBUM TOIITOBXOM CTajia Cepisi KOHTpOBepcCiiHMX 3MiH B ToS Ta
613uec-mozeni Unity B 2023 poti, yepe3 1o BeJIMKa KUIbKICTh HOr0 KOPUCTYBAYiB cTajia
3aJlyMyBaTHCh HaJ| IEPEXO0JIOM JO 1HIIHUX PYIiiB.

3 ommiAy Ha 1e, MM peatizaiii mboro npoekry oyino odpano came Godot, amxke

po3BuTOK FOSS € BaXXJIMBHM €IEMEHTOM Cy4acHOTO Ien3axy po3pooku irop Ta I13.

2.2. CTpyKTYypa NPOEKTy

[Ipoekt Oyno cTBOpeHO Ha OCHOBI irpoBoro pyurisi Godot, HaifHOBIIIOI HA JaHUMN
MoMeHT Bepcii 4. [{ns peamizaiii npoekty Oyino oopano MoBy mnporpamyBanHs C# (NET
8). s KOHTpOIIO Bepciii BUKOPUCTOBYEThCS cucteMa Git. Pemno3utopiii 3 BUXITHUM
KOJIOM JTOCTYITHMM 3a mocwmiianHsM: https://github.com/Metal-666/ProjectUltraversal.

dailnoBa CTPYKTypa NPOEKTYy Ma€ HACTYITHUN BUTISL;

res://

—— addons/ — BcTaHOBJIEH1 PO3IIUPEHHS

—— godot entity controller/ — po3poOnenuii ppeiMBOpK KOHTpoJIEepa

TpaBILs

—— imgui-godot/ — 0i0ioTeKa peHAEPUHTY IHTEpPeicy

—— linear stairs/ — po3IIMpPEeHHS TeHEpaIlii CXO/1B

—— proto-csgs/ — pO3MINPEHHS 3 TEOMETPUIHUMH PirypaMu Jist
POTOTHUITYBaHHS

—— Data/ — pecypcu (irpoBi J1aHi)

Player/ — pecypcu rpaBiis

—— DriverLayers/ — npaiiBepHi mapu

—— GaitAnimations/ — aHiMaIii Xxoas0u Ta Oiry

—— MovementConfigurations/ — HaJlamTyBaHHS X050 Ta

oiry

—— Models/ — 3D-mozemni
L Player/ — 3D-Mozmeri, TekcTypHr Ta aHiMAIlii MOZei rpaBIs
—— Scenes/ — Qailnu cuenu rpu
—— Debugging/ — HeirpoBi CLieHH 715 BIJIJIaAKU
—— Player/ — criern rpaBiisi, TpaBIIs MOBTOPY TOIIO
—— World/ — irpoBuii cBiT
—— Areas/ — JTOKallii irpoBOTO CBITY
— Interactables/ — iHTepakTHUBHI 00’ €KTU CBITY
—— Objects/ — 6a30Bi Ta HEIHTEPAKTUBHI 00’ €KTHU CBITY
—— Scripts/ — KO TPOEKTY
Player/ — xon rpaBIis
’— Abilities/ — kommoHeHTH 3M10HOCTEH

L— Mixins/ — JTOMIIIKH 3110HOCTEN
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—— Model/ — kouTpons 3D-mozaento
L— Modifiers/ — ckpunTy KepyBaHHS YaCTHHAMH MO
—— SharedComponentData/ — pecypcu, 110
BUKOPHUCTOBYIOTHCS
KOMITOHCHTAMH
—— States/ — KOMIIOHEHTHU CTaHIB
—— Collision/ — xomizist rpaBLs
—— Mixins/ — JOMIIIKY CTaHIB
—— ModelAnimation/ — migcucTema npoueaypHoi
aHiMaii
—— Drivers/ — npaiiBepu
—— Functions/ — ¢pyHkii
—— PlayerModelDebug/ — ckpunTu clieHH BiJjIaAKA MOACII TPaBIsd
—— Replay/ — ckpurntu cucteMu moBTOpY
—— Ul/ — ckpuntu inTepdeiicy Ta oBepiieis
ReplayControls/ — ckpuntu inTepdency moBTopy
—— Utilities/ — momaTKOB1 CKPUNITH-YTUJIITH
L MessagePack/ — incTpymenTH cepianisariii Ta
Jecepianizaliii JaHUX MOBTOPY
—— World/ — ckpuntu 00’ €KTIB iIrpoBOTO CBITY

2.3. KonTpoJsiep nepconaxa (rpaBus)

3anpornoHoBaHa B i poOOTI apXiTEKTypa KOHTpOJEpa TIpaBls BUKOPUCTOBYE
koMOiHawio narrepHiB State Ta Component. [nes narepny State 3akarodaeTbes B iepeaadl
KOHTPOJIIO HaJl 00’€KTOM (B HAIIOMYy BHUIIQJIKy — I'PaBIIEM) CIICHIAJIbBHOMY OO’ €KTY CTaHY.
[Ipu HeoOxigHOCTI, O0’€KT CTaHy MOXXe OyTH 3aMiHEHMH Ha IHIIWNA, 3MIHIOIOYH JIOTIKY
KoHTposepa. Lleit marrepH 100pe mAXOAUTH 7Sl IPEICTABICHHS MOXKIIMBUX CTaHIB TPaBIs
— Default, Moving, Jumping, Falling To1o, npoTe BUKOPUCTOBYIOUN HOTO HAIIPSIMY ITOCTAE
npoOriemMa: KyJd HOMICTUTH JIOTIKY, 110 Ma€ MpaIloBaTH HE3aJIeKHO B1J IOTOYHOTO CTaHY,

a0o JuIIe B OKpEMHUX CTaHaX?

2.3.1. KoMnoHeHTH, CTAHHU Ta 3Ai0HOCTI

Jlns BupimieHHs 1€l TpoOJeMU IPOMOHYETHCS 3aMICTh BHKOPHUCTAHHS CTaHIB
HampsiMy, BukopucTtatu marepH Component, 1 3pobutu CrTaH OJHUM 3 TIJIBHUIB
KOMITOHEHTY. Tomi JyUisi BUKOHAHHS JIOTIKM HE3QJIEKHO BIJ CTaHYy MOXXHAa BUKOPHUCTATH

IHITWN M1IBU KOMIIOHEHTY, HanpukJia 3110HICTb.
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Jlnst peanizaitii {s0ro OyJI0 CTBOPEHO MOHSTTS “aKTMBOBAHOCTI” KoMroHeHTa. Komu
KOMIIOHEHT € aKTMBOBAaHMM, BIH NPUCYTHIH B JE€peBl CIEHU 1 BUKOHYE CBOIO JIOTIKY.
AxtuBoBaHicTh 3miOHOcTedt Ta CTaHiB po3poOiieHa BIAMOBITHO 10 3alpPONOHOBAHOI
apXiTeKTypH. 3M10HOCTI MOXKYTh OyTH 1HJIMBIAyaJIbHO aKTUBOBAHI Ta JICAKTHBOBaH1 y Oylb
akuid MoMmeHT. Haromicth y Bumanky CradiB, JMIIE€ OAUH CTaH MOXe OyTH OJHOYACHO
AKTUBOBAHUM.

[epapxist k1aciB po3poOIEHOTO PillIEHHS MaTUME HACTYTTHUM BUIIISIA:

Node
—— ComponentBase
—— StateBase

L— PlayerStateBase
—— Default
—— Moving

—— AbilityBase

L— PlayerAbilityBase
—— Move
—— ControlCamera

L— CharacterBody3D
L— Player : 1Entity

bazoBuMm kmacom it BCix po3pobieHux kiaciB € Node — 11e BOyIoBaHMIA Kiac
Godot, mo mnpexacrariasie co0OI €IEMEHT JepeBa CLEHM O3 HIIKOro OCOOJHUBOTO
¢yukumionany. ComponentBase 1e 0a30Buii KiIac-KOMIOHEHT. BiH MICTUTh BCIO
BHYTPIIIHIO JIOTIKy KEpyBaHHsS KOMIIOHEHTaMH, TOOTO 1HiIliami3allisl, MepeKITIOYCHHS
cTaHIB Ta 3710HOCcTel Tomo. StateBase Ta AbilityBase me ioro miaknacu, 1mo MICTATh
OlMBIN BY3BKY JIOTIKY caMme I CTaHiB Ta 3110HOcTe. Takok HasBHUN TMOPOXKHIN
iHTepdeiic [Entity, 110 BUKOPUCTOBYETHCS /JIs1 MO3HAYEHHSI KJIacy-CyTHOCTI.
Cranam Ta 3110HOCTAM JAOCTYIIHI METOAM Ta BIJIACTUBOCTI, CTBOPEHI B KJac
ComponentBase:
e CurrentState
e EnabledAbilities Ta DisabledAbilities
e Can<TAbility>()
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e SwitchState<TState>() Ta QueueStateSwitch<TState>()
o ToggleAbility<TAbility>(), EnableAbility<TAbility>() Ta
DisableAbility<TAbility>()

BuxopuctoByroun 11i BIACTHBOCTI Ta METOJAM, KOHKPETHI KJIacH CTaHIB Ta
3M10HOCTEN MOXKYTh OIIHIOBAaTH MOTOYHUN CTaH KOHTpOJepa (HApUKIIag BU3HAYATH SIKUN
Cran € moTOYHUM Ta sIKi 3M10HOCTI € aKTUBOBAaHUMU) Ta 3MIHIOBATU MOTO (TEpEKIIIOUaTH
Cran Ha 1HIITUH, BMUKATH 200 BUMUKATH 3A10HOCTI).

JI71s1 CTBOpEHHSI caMOTO KOHTPOJIEpa, CIIOYaTKy HEOOX1THO YHACIITyBaTH TP KJIACHU:
0a30BHil Ki1ac-cTaH, 0a30BH KiIac-3A10HICTh Ta Kiac CyTHOCTI. OCKUIbKH B Il poOOTi
pPO3MISAAETHCS B TEPINY YEpry KOHTPOJIEp TpaBlisl, OyJlO BIiJMOBIIHO CTBOPEHO KiacH
PlayerStateBase, PlayerAbilityBase ta Player. KonkpeTHi kiacu ctaHiB Ta 3A10HOCTEH
PO3MIAHYTO JAeTanbHO B Po3mimi 3.

CrpykTypa CUEHH, IIO0 MICTHTh KOHTPOJIEp, MOJENb Ta 1HII OO0 ’€KTU TrpaBL,

300pakeHa Ha PUCYHKY 2.1.

¥ Scene - Godot Engine

+ @ Filter: name, t:

O ControlCamera
O Move
O Jump

iR in in in in iy

O Moving
O Stepping
O Grinding
O Jumping
O amm
O PlayerModel
o InteractableTrigger

@ Collider

F
¥
F
F
F
¥
@
@
@
@

o Camera

Puc. 2.1. CTpykTypa ClieHH rpaBLst
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2.3.2. Domimku (Mixins)

SIK 1 KOMIIOHEHTH, JAOMIIIKHA € 3acO00M /I 1HTerpalii CuibHOT JOriKU ((PyHKIIIH,
00OpOoOHMKIB TOJIN) Y KJIACH MPOTPAMHOTO PIllIeHHsI 6€3 BUKOPHUCTAHHS HACHiayBaHHS. B
HaIId apXITEKTypl BOHU BUKOPUCTOBYIOTHCS IS peajizailii CHUIbHOT JIOTIKH MIXK
KOMIIOHEHTaMH CTaHIB Ta 3710HOCTEH.

Jlomimiku Oylio peani3oBaHO 3a JOMOMOTOI 1HTEp(EiCciB Ta BimOOpakeHHS
(Reflection). Cnouarky Oyno cTBopeHO Oa3zoBuii iHTepdeiic IMixin, sSKud TOMIIIKH

MOBUHHI YHACJITyBaTH, 100 cucTemMa iX po3mi3Haia.

public interface < > where : s {
Entity { get; }
< > This => ( < >) this;

B xoHctpykTOpi 6azoBoro kommoHeHTa ComponentBase mnepeBipseTbcs, uu
IMIJIEMEHTY€E€ JaHWid Kjac sKick iHTepdelicu, ocHoBani Ha IMixin. Skmo Tak, 111
iHTep(deicn CKaHYIOThCS 3a JIONMOMOTOI BIJOOpaXKeHHS Ta B HHUX 3HAXOAATHCS
MeTONU-“‘XyKu’. 3HalJeHl XyKH JOAAlThCsl B MAacuB, 1 MOJajl BUKIUKAIOTHCS TPHU
KJIIOUOBUX MOOISX.

Jlns  mepeTBOpeHHS MPOCTHUX METOMAIB y Xyku OyJo CTBOpEHO arpulyT

MixinHookAttribute, enymepauiro HookType Ta HookEvent.

[ (AttributeTargets.Method, AllowMultiple = false, Inherited = true)]
public class ( HookEvent, HookType =
HookType.Post) : {
public virtual HookEvent { get; } = HookEvent;
public virtual HookType { get; } = HookType;
}
public enum {
Pre = -1,
Post = 1
}
public enum {
Ready,
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Process,
PhysicsProcess,
Enter,

Exit,

Enabled,
Disabled

[ToznaunBmm metox arpubyrom MixinHook 3 HeoOxigaumu nmonssmu HookEvent ta
HookType, xommoHeHT Oyae 3HAaTH, KOJIM I METOA-XYK IOBHHEH BHKJIMKATHUCh. B
6azoBomy kommnoHeHTI ComponentBase 1e Oyno peanizoBaHO 3a JOMOMOTOK IPOKCI

METO/11B-TIO/TIH, HAITPUKITAI:

public override void _PhysicsProcess(double delta) {
base. PhysicsProcess(delta);
_InvokeHooks (HookEvent.PhysicsProcess, HookType.Pre);
OnPhysicsProcess(delta);

_InvokeHooks (HookEvent.PhysicsProcess, HookType.Post);

protected virtual void OnPhysicsProcess(double delta) { }

TakuM 4YMHOM MOXKHA 3apeecTpyBaTH BUKIHUK METOAY-XYKY 1O Ta MICIS BUKIUKY

BIJIMTOBITHOT MOIT (B IIbOMY TIPHUKJIAAL — (PI3UYHOTO KAJIPYy) Y CAMOMY KOMITOHEHTI.

2.3.3. Peanizaniss AMHAMIYHUX KOJIi3il

Cnepmy Oyno ctBopeHo kiacu pecypciB PlayerColliderSet ta PlayerCollider, mio
MICTATh JdaHi npo komi3ito rpaBud. Kinac PlayerCollider Mictuth BiacTuBOCTI
1HMBITyaJIbHOTO KoJlaiepa, 1o MoXke OyTH TPUCBOEHUI TPABITIO, 4 CaMe:

e Shape3D Shape — 00’exT ¢irypu konanaepy.

e Slot Slot — HeoOOB’s13KOBe 3HAUYECHHS 3 eHymepaillii Slot, 1o g03BoNsE TPUB’A3aTH
KoJlalijiep JO0 4YacTHMHM TiJa MOJENl TMepcoHaxa (CIoTy), YHACHIayrouH ii
TpaHCchOopMaIIifo.

e Vector3 Offset — 3cyB komaiinepa BigHOCHO TpaHchopmarii Slot abo BiTHOCHO

KOOpAHHAT I'paBLA, AKIIO CJIOT HC BCTAHOBJICHO.
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e Vector3 Rotation — o0Gept komaiinepa BimHOCHO TpancdopMmariii Slot abo BiTHOCHO
MIOYaTKOBOI'O 00EPTY, SKIIO CJIOT HE BCTAHOBJIECHO.

e Vector3 Scale — macmTad konaiiiepa.
Lel kmac TakoXX MICTUTh METOJM JUIsl CTBOPEHHS KOJIaIepy Ha OCHOBI LIMX JaHUX

Ta MPUCBOEHHSI HOTO TpaBIlio 3a qoroMoroto API dizuunoro pymris Godot.

public partial class PlayerCollider : Resource {
#nullable disable
[Export] public virtual Shape3D Shape { get; set; }
[Export] public virtual SlLot Slot { get; set; }
[Export] public virtual Vector3 Offset { get; set; }
[Export(PropertyHint.Range, "-360,360,1,radians_as_degrees")]
public virtual Vector3 Rotation { get; set; }
[Export] public virtual Vector3 Scale { get; set; } = Vector3.One;
#nullable enable
public virtual uint OwnerId { get; protected set; }
public virtual Player? Player { get; protected set; }
public virtual Transform3D LastColliderTransform { get; protected set; }

public virtual void Register(PLayer player) {
if(player != Player && IsInstanceValid(Player)) {
Player.RemoveShapeOwner (OwnerId);
}
Player = player;
OwnerId = Player.CreateShapeOwner(null);
Player.ShapeOwnerAddShape (OwnerId, Shape);
}
public virtual void Update(Dictionary<Slot, Transform3D> slots) {
if(!IsInstanceVvalid(Player)) {
return;
}
if(!slots.TryGetValue(Slot, out Transform3D modelSlotTransform)){
return;
}
Transform3D localTransform =
new(Basis.FromEuler(Rotation).Scaled(Scale), Offset);
Player.ShapeOwnerSetTransform(OwnerId, LastColliderTransform =
modelSlotTransform * localTransform);

}
public virtual void Enable() => Player?.ShapeOwnerSetDisabled(OwnerId, false);
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public virtual void Disable() => Player?.ShapeOwnerSetDisabled(OwnerId, true);

Kiac pecypey PlayerColliderSet mictuts macus Colliders pecypci PlayerCollider,
TOOTO BIH € KOJEKIIE 1HANBIAYaIbHUX KOJaiaepiB, M0 Moxe OyTH MPUCBOEHA NEBHUM
crtanaMm. Bin mictuth Metonu Register, Update, Enable Ta Disable 1o BukoHytoTh BKazaHi

omnepaii Ha Bcix konaiaepax B Macusi Colliders.

public partial class : {
#nullable disable
[ ] public virtual [] Colliders { get; set; }

#nullable enable

public virtual void Register( player) {
foreach( playerCollider in Colliders) {
playerCollider.Register(player);
}
}
public virtual void Update( < B > slots) {
foreach( playerCollider in Colliders) {
playerCollider.Update(slots);
}
}

public virtual void Enable() {
foreach( playerCollider in Colliders) {
playerCollider.Enable();

}
public virtual void Disable() {

foreach( playerCollider in Colliders) {
playerCollider.Disable();

Jlns iHTerpamii 1ux JaHUX B cTaHW, B Oa3oBomy craHi PlayerStateBase Oyno
ctBopeno BnactuBicTh ColliderSet, B siky pHCBOIOETHCS HEOOXiMHUN HAOIp KoJalaepiB
s 1poro crany. [lig wac momii OnReady (cTaH iHIIIaNI30BaHO) BUKIMKAIOTHCS METOIU
Register Ta Disable na 00’exti ColliderSet, o B cBoro uepry iHimiaiaizye Ta BAMUKAE BCl

1HIUBITyallbHI 00’ ekT-KOoNanaepu. Takoxk gomgaerbest 00pooHUK no moxaii SkeletonUpdated
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MOJIel TpaBIl, 1O B CBOO 4Yepry Bukiukae meroy Update na 06’ektiB ColliderSet,
neperalyu oMy OHOBJIEH1 TpaHchOopMallii CJIOTIB.

ITix gyac moxiii Enter Ta Exit BimnoBigHO BUKIMKaOThEC MeTonu Enable Tta Disable
Ha ColliderSet, TakuM YMHOM aKTHBYIOUM Ta JICAKTUBYIOUM KOJAWIEpH IIiJI Yac 3MIHU

CTaHy.

protected override void OnReady() {
base.OnReady();
ColliderSet?.Register(Entity);
ColliderSet?.Disable();
Entity.Model.Skeleton.SkeletonUpdated += OnSkeletonUpdated;
}
protected override void Enter() {
base.Enter();
ColliderSet?.Enable();
}
protected override void Exit() {
base.Exit();
ColliderSet?.Disable();
}
protected virtual void OnSkeletonUpdated() =>
ColliderSet?.Update(Entity.Model.Animators
.Select(modelAnimator => modelAnimator.SlotTransforms)
.Aggregate((slotTransformsl, slotTransforms2) =>
slotTransformsl.Concat(slotTransforms2).ToDictionary())
.Append(new(Slot.None, Entity.GlobalTransform))
.ToDictionary(pair => pair.Key, pair =>

Entity.GlobalTransform.AffineInverse() * pair.Value));

[Tpuknang koHdirypamii craHy B pemakTopi, BUKOHAHOI 3a JIOMOMOTOI TaKoi

CHUCTEMH, HABEJCHO HA PUCYHKY 2.2.
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Collider Set @ Head Sphere & Tor
Colliders

Size:

Resource

+ Add Element

Resource

Puc 2.2. Ilpuknaa HamamTyBaHHs KOMi3ii cTaHy

BnactuBocti Colliders 06’ekty PlayerColliderSet Oyno npucBoeHo 2 00’exkTu
PlayerCollider. Ilepmmii omucye cdepy, MpuB’s3aHy 0 TOJIOBH NEPCOHAXA, APYTHM —
Karcyiy, MpUB’si3aHy J0 TyJdyOa mepcoHaxka. Bizyamizaliis mux KojadjepiB B 3amyIleHii

Ipl IPOJEMOHCTPOBAHA HA PUCYHKY 2.3.
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Puc. 2.3. Bizyamizaiis KonaiiepiB B 3amyIieHii rpi

2.4. 3D-Moneab rpaBus

[Tpu animamii 3D-mozeneir B KOMIT FOTepHIN Tpadilli BUKOPUCTOBYIOTHCS TTOHSTTS
“ckenera” Ta “kicTok”. KicTkaMu Ha3MBarOTh HEBUIUMI CTPHKHI, PO3MIIIEHI BCEpEIUHI
mopem. KokeH cTpukeHb Mae KOOpUHATH MOYATKy Ta KiHII, Ta MOXKe OyTH pUeTHAHUM
70 IHIIIOTO CTPWXKHA, YHACTIAYIOUM HOro TpaHchopmailiio B ImpocTopi (po3TairyBaHHS,
00epT, MaciiTad) Ta cTBOprotouM iepapxito. [IoBHa i€papXisi KICTOK MOJIEN1 1 HA3UBAETHCS
ckeneroMm (puc. 2.4.). Jlam, 3a momomororo 3aco6iB 3D-momentoBaHHs, YaCTHHH MOJCII
MIPUB’ A3YIOTHCA J0 KICTOK TaKUM YHMHOM, III0 pyXarouu (a came o0epTarouu) KICTKA MOXKHA

3MIHIOBAaTH NOJIOKEHHSI, HAIPHUKIad, KIHIIBOK 3D nepcoHaxa.

Puc 2.4. Bigyanizailisi KICTOK CKEJIETY MOJE1
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Buxonsiun 3 1poro, 3amadero MpoIeaypHOi aHiMarlii € po3poOKa alaropuTMmiB, a
Takox API 11t ehekTUBHOTO KepyBaHHS MOJIEILIIO.

Jlist BupitmeHHs i€l mpoOiemMu Oysio MPUHHATO PIICHHS PO3AUIUTU KOJ KEPyBaHHS
MonelIro Ha okpeMi migkiacu: HeadAnimator, LimbAnimator ta TorsoAnimator. Ili
KIacu HacaiayrTh kinac ModelAnimatorBase, 1mo B CBOW uepry Haciiaye
SkeletonModifier3D — BOynoBanwuit kinac Godot mpu3HaueHUN SISl MAHIMYIAIIT YaCTHHAMET

CKEJIETY.

2.4.1. TorsoAnimator
TorsoAnimator BiJIOBia€ 3a KOHTPOJb TyllyOa MEepCOHa)ka, a caMe KICTOK Tazy
(Core, xopeneBa kicTka ckenety) Ta xpedrta (LowerSpine, MiddleSpine, UpperSpine).
VYrpaBiniHHS HUMHU BiI0YBa€ThCS 3a JOMOMOIOK HA0Opy IapaMeTpiB, YacTHHA 3 SIKUX
BCTAHOBJIIOETHCS 3aBYACHO B peAakTopl, a yactuHa € nmyomiunum APIL. Bcei mapamerpu €
guciaaMu 3 pyxomoro koMoro (float). Ockinbku KopeHeBa kicTka Core € 0aThbKIBCHKOIO IS
BCIX IHIIIUX KICTOK, i 3MIIIEHHS Ta 00EPT € aHAJIOTTYHUM JI0 TpaHchopmallii BCiel MOEII.
[TapameTpu myoOmiganoro API:
1. CoreXOffset — ropu3oHTaNIBHUMN 3CYB MOJIEi (BIIBO-BIIPABO).
2. CoreYOffset — BepTHKaIbHUI 3CYB MOJENI.
3. CoreZOffset — ropuzoHTaIBLHUHN 3CYB MOJIET (BIIEpEI-HA3AM).
4. CoreYaw — 00epT MoJeil HABKOJO BEPTUKAIBHOI OCl Y (TaKoX BIUIMBA€E Ha
napametpu Core*Offset).
CoreTilt — maxun Mozeni Briepea-Haszaa (HaBKoJio oci X).
CoreLean — naxus Mozesni BIiBO-BIIPaBo (HABKOJIO OcCi 7).

SpineTwist — koMOiHOBaHHI 00epT KICTOK XpeOTa HaBKOJIO OcCi Y.

@ N S

SpineCurl — koMOGiHOBaHMIT 00EPT KICTOK XpeOTa HaBKoJIO oci X.
[TapameTpu koHpiryparrii:
1. DefaultCoreYOffset — cTane 3HaueHHS, 110 AOAAETHCA 10 BCiX Moaudikariiif

CoreY Offset.
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2. TwistLowerSpinelnfluence, TwistMiddleSpinelnfluence,
TwistUpperSpinelnfluence — mHoxHuKM BrumBy SpineTwist Ha KOHKpETHI
KICTKHU XpeoTa.

3. CurlLowerSpinelnfluence, CurlMiddleSpinelnfluence,
CurlUpperSpinelnfluence — muHoxHMKKM BrumBy SpineCurl Ha KOHKpETHI

KICTKHU XpeoTa.

[Tpu po3paxyHKy cTaHy Tyay0a BUKOHYETHCSI HACTYITHUN aJITOPUTM:

1. Po3paxoByeThcsi KBaTepHIOH 00epTy TyimyOa HaBkoio oci Y (yRotation), me
KyT 00epty — 3HaueHHs CoreYaw.

2. Po3paxoByeTbcsi TIOBHUIM KBaTepHIOH 0O0epTy Tyiay0a METOmoM OOepTaHHS
KBaTepHiIOHY Haxuja Lean kBarepHioHoM Haxuiy Tilt 1 oGepTanHs pe3ynbrary
kBarepHioHOM YRotation. Kyru Lean Ta Tilt ue 3nauenns CorelLean ta
CoreTilt.

3. Po3paxoByeTbcs TMOBHUM 3CYB Tylly0a KOMOIHYIOUM 3CYBU IO TPbOX OCAX
(CoreXOffset, CoreYOffset + DefaultCoreY Offset, CoreZOffset) y BexTop Ta
obeprarouu Horo kBarepHioHoM yRotation.

4. Po3paxoByeThCsl MOBHUW BIJHOCHUI 0O0EpPT KOXKHOI KICTKHM XpeOTa HUISIXOM
obepty kBarepHioHa Twist kBarepHioHoM Curl, me xytu Twist Ta Curl me
3HaueHHs SpineTwist Ta SpineCurl momMHOXXeHI Ha BIAMOBIJIHI JJIsI KICTOK

koedimientu Twist*Spinelnfluence ta Curl*Spinelnfluence.

JleMoHCTpallis 03, sIKI MO’KHA CTBOPUTH Ha OCHOBI HaBEJIEHUX BOCBMU MapaMeTiB,

300pakeHa Ha PUCYHKY 2.5.

37



Bci napametpu 3a e (CoreYOffset: -0.1
e (CoreYaw: 45°

3aMOBYYBaHHSAM
e CorelLean: -20°

CoreYOffset: -0.05 e CoreYOffset: -0.3
CoreZOffset: -0.15 e CoreTilt: 30°
SpineTwist: 45° e SpineTwist: -45°

SpineCurl: -60°

Puc 2.5. JlemoHcTpaltis pi3sHUX 103 MOJEII
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2.4.2. HeadAnimator

HeadAnimator BifnoBijiae 3a KOHTPOJb FOJOBOIO Ta IIMEID MepcoHaxa. [ mporo
BUKOPHUCTOBY€EThCS mapameTp LookAngle — nBoBuUMIpHHMIA BEKTOP, /i€ MepIia KOMIIOHEHTA —
KyT 00epTy momisay HaBkojio oci Y (BIiBO-BIpaBoO), a JApyra — KyT oOepTa MOIISLy
HaBKoJIO oci X (BBepx-BHU3). Takoxk HeadAnimator mictuth napamerp Camera. Skiio 10
HBOTO mepenatn 00’ekt kamepu, HeadAnimator Oyme aBTOMaTHYHO OHOBIIIOBATH MOTO
TpaHC(hOpMallil0, TaKUM YHUHOM CHUHXPOHI3YIO4l NEPCHEeKTUBY BiJ Meplioi ocodu 3
peaIbHOI0 TIO3UITIEI0 TOJIOBH (0UYCH) TPaBII.

TonoBaum napamerpom myomiuaoro API € LookAngle — kyTu norsiay mo ocsx X
ta Y. [Ilapamerpamu  koH@irypamii €  LookYAngleHeadInfluenceCurve Ta
LookYAngleNeckInfluenceCurve — kpuBi, 10 ONUCYIOTh XapakTep 3aJeKHOCTI 00epTiB
rOJIOBH Ta IIKi HABKOJIO OCl X.

OcKUIbKM KOMOIHOBaHHMM 00EpT 3M1MCHIOETHCS TIO JABOX OCSX, BAXKJIMBO BU3HAUUTU
MOPSIZIOK OKPEMUX OIlepalliii 006epTy: MepIIrM Mae 3I1HMCHIOBATUCh 00epT HABKOJIO oci X
(Ta”rax); micisg IbOrO — HaBKOJIO ocl Y (puckanss). Lle no3Bosisie YHUKHYTH TOSIBU
JIOJJTATKOBOTO HAXWITy KPEHY, IO € J€30PIEHTYIOYNM B TIEPCIICKTHURI BiJl IEPIIIOi OCOOU.

3 1€l K NpUYUHUA 00epT 1O OcCl Y 3AIHCHIOETHCS JIMIIE JIs mui. A HaBKOIO ocl X
OyJI0 po3pOOJIEHO aNroOpuTM OOepTaHHS 1 MIMi, 1 TOJOBHU. [ LBOTO PO3PaXOBYETHCS
PI3HHIII MDK TaHT@XeM TONIAAy 1 Tyly0a, Ta BHKOPHUCTOBYIOTHCA TMapamMeTpH

LookYAngleHeadlInfluenceCurve ta LookYAngleNeckInfluenceCurve (puc. 2.6).

Look Y Angle Head Influen £ _/ - - Look Y Angle Neck Influen & _/

L
Points Points

Resource Resource

Puc. 2.6. Kpusi kondirypariiii Head Animator
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Axmo pizaung popiBHOe 0, To 0 BiJICOTKIB KyTa TaHTa)xy MEpPeNacTbcs roJioBi, a
100 BiACOTKIB — 1IMi. SKIIO rpaBelb TUBUTHCS, HAPUKIIA, IPSIMO Bropy, To S0 BiACOTKIB
TaHTaXy mnepenaeTbcs mui (45°), a 30 BigcoTkiB — romnoBi. lle 3abesmeuye mnaBHUN
po3noAin o0epTy MiX NIMED Ta TOJOBOIO, TAKOX YOepirarouw Bi3yaJlbHUW CTaH Bij
HEMPUPOAHIX KyTIB HAXUITY.
[ToBHUI anTOPUTM MPOBOIUTHCA HACTYTHUM YHHOM:
1. PospaxoByerbest pizHuns lookYAngleToBendDifference Mixk kyToM Haxuity
Tyny0a Ta KyT 00epTa Momisity HaBKoJo oci X.
2. Po3paxoByeThCsl BIMHOCHUH 00€pT IIHi:
a. Po3paxoByerhcsi KyT 00epTy HaBkojo oci X. [ns mporo japyra
xomroHeHTa LookAngle xonBepryerbcss B Mexi [-180°; 180°] ta
MHOXHUThCA Ha 3HadeHHs kpuBoi LookYAngleNeckInfluenceCurve B
toulli lookYAngleToBendDifference.
b. CtBOproeThCsi KBaTepHIOH 00EpTy HaBKOJIO oci Y, J€ KyT 00epry —
nepia komnonenta LookAngle.
c. Ksarepnion o6epTy HaBKOJIO 0Ci X 00epTa€ThCS KBAaTEPHIOHOM 00epTy
HABKOJIO 0C1 Y; Pe3yJbTaTOM € IMTOBHUM 00epT IIHi.
3. AHaJOriYHO PO3PaXOBYETHCS BITHOCHUI OOEpPT TOJIOBU HABKOJIO OCl Y;

HaBKOJIO oci X 00epT HE MPOBOAUTHCS.

JleMOHCTpaIIisi MOXJIMBUX OOCPTIB TOJIOBH Ta Wi HaBe/IeHA HA PUCYHKY 2.7.
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% ProjectUltraversal (DEBUG) ctUltraversal (DEBUG)

. W i B
LookAngle: (0°; 0°) LookAngle: (@°; 90°)

% ProjectUltraversal (DEBUG) O X & ProjectUltraversal (DEBUG)

LookAngle: (0°; -30°) LookAngle: (30°; 45°)
TorsoAnimator.CoreTilt: -30° TorsoAnimator.CoreTilt: 15°

Puc 2.7. JlemoHCTpa1isi MOXJIUBHX OOEPTIB FOJIOBU

2.4.3. LimbAnimator

LimbAnimator BiimoBijiae 3a KOHTPOJIb KIHIIIBOK MOJENi MepcoHaxka. KepyBaHHS
KIHI[IBKAMU 3I1HMCHIOETHCS 110 MPUHIMIY 1HBEPCHOI KIHEMATHUKH — 3HAIOYM IOJOKEHHS
KIHIIEBOI KICTKU CKEJIETY MOJEI, aJrOPUTM MOBEPTA€ BCl KICTKU B JIAHIIIOTY KIHIIBKH TaK,
11100 KIHIIEBA KICTKA CITIBHAJIA 3 [{IJIbOBUM ITOJI0KEHHSIM.

Ha Bigminy Bin icHyrouux anroput™iB IK, 10 MOBHHHI MiATPUMYBATH JIAHLIOTH

KICTOK Oy/ib-sIKO1 JOBXKHHHM, HAIll alrTOPUTM OyB CHEI[IaIbHO PO3POOICHHM AJIs JTaHIIIOTIB 3
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TppOMa KICTKaMH, aJpKe I1I€ BIJIMOBIAAE CIPOIICHIA CTPYKTYypl KIHIIIBOK JIFOMHH, SKa

BUKOPHUCTOBY€EThCS B 3D-aHimMarii.

Po3pobnenuii anroputM BpaxoBye J1Ba HIOAHCH 00EpPTY CyCTaBiB:

l.

Hpyruii cycrap naHIora (JiKOTh, KOJIIHO) MOXe 00epTaTUCh JIUIIEe HABKOJIO OJIHI€T
ocl.

O0epT TpeThoro cycrtaBy (pyka, CTyIHs) MOXKE 31HCHIOBATUCH B JIBOX PEXKHUMAX,
ro0ankHOMY Ta JioKaldbHOMY. B moGambHOMY pexumi 00epT CycTaBy
BCTAHOBIIIOETHCSL BPYUHY JIOTIKOIO CTaHy. B JOKanbHOMY pEKMMI OCHOBHHM 00epT
HACIIIye€ThCS B Jpyroi KICTKW JIAHIIOTA, a BCTAHOBJIEHE 3HAYCHHsS 00epTy

BUKOPUCTOBYETHCS SIK TOAATKOBUI 00€PT B JJOKAJILHOMY MPOCTOPI.

AJNTOPUTM CKJIQIA€THCS 3 TPHOX CTAIIN:

I.
2.

[TinroroBka Ta 00paxyHOK NOYaTKOBUX 3HAYEHb.

[ToOynoBa TpukyTHHKa B 3D mpocropi, BEpUIMHHM SIKOTO € KOOpAMHATaMH TPbOX
CyII001B JIAHIIIOTA.

Po3paxyHok 00epTiB KICTOK, y BIAMOBIAHOCTI 10 3HAWIEHUX KOOPJMHATIB JIAHIIIOTa

y 3D npoctopi Ta ocobnuBocTel (i310J10T1T JTIOACHKUX KIHIIIBOK.

Busnaueni cragii m03BoJsit0TH po30uTH 3amady IK Ha nmermn namst BHUpilmieHHS

nianpoOieMy, a TaKoXK JOCATTH OallaHCy MK MOoTpedamu irpoBOi JIOTIKH Ta CKJIAJHICTIO

peanbHOi (Bi31070T1i JTIOACHKUX KIHI[IBOK. AJTOpUTM Oy/ie MOSCHEHO B3SBIIM 32 OCHOBY

KIHITIBKY PYKH.

Ilepma craain

[Tin yac mepmoi cranii oOpaxoOBYIOTbCS CTOPOHM TPUKYTHHKA Ta BEKTOPH, IIO

bopMyIOTh JAHIIOT PYKU. JIOBKHHU IJIE4OBOi Ta JIKTHOBOI KICTOK (OIYHUX CTOpIH

TPUKYTHUKA) 00paxOBYIOTHCS Ha OCHOBI KOOPAMHAT CYTJIO0IB CKEJIETY Y HEUTpaIbHIN MO31.

OcHoBa TpUKyTHHKA (“‘BEKTOp KIHIIBKHK ) (hOPMYETHCS BEKTOPOM, IO MOEAHYE CYIIO0

mieda 3 IUJIbOBOKO TMO3WINEI0, JJaHOKW aJroputMmy. JlomkwHaA Bigpi3Ka KiHIIBKA
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0OMEXY€ETbCS MaKCHMMaJbHOI JIOBKMHOK BHUTATHYTOI KIHIIIBKH Ta MIiHIMaJbHOIO

JOBKUHOIO, IO TO3BOJISIE MOOYyBaTl TPUKYTHUK 3 IaHUX CTOPIH.

Jpyra cragis

HactynHum eranom € moOynoBa TpUKyTHHKA B 3D mpocTopi, BUXOASYU 3 BEKTOpPA

KIHIIBKH Ta JOBXHH JBOX KICTOK pyku. [ToOymoBa TpUKyTHHKA 3BOJUTHCS O MPOOIEeMU

3HAXOIKCHHA KOOPAHUHAT JIKTSL. CnoanKy SHaXOAHUTLCS BUCOTA TPUKYTHHUKA:

_ lenupperArm+lenforearm+vlimb
b= 2
= X —_ X — X —
J \/p (p lenupperArm) (p len orearm) (p 1)limb)
2XS
h =
vlimb

Jlai 3HaXOIUTHCS TTO3UIIIST OCHOBU BUCOTH TPUKYTHHUKA:

2 2

n
upperArm

weight =

limb

= lerp(pos

pos pos, ., weight)

elbowBase shoulder’

Jlami 3HaXOAUTHCS BEKTOP BHCOTHM TPUKYTHHUKA UV bow’ TOOTO JIHISA, IO MOETHYE

lbow

3HANICHY OCHOBY Ta IMO3MIIIIO JIIKTS:

)
2)

3)

4)

S)

3HAXOMUTHCS KBAaTepHIOH iy 1O obeptae Bektop “BHU3” (0, -1, 0) y BexTOp U

3HAXOIUTHCS KBaTepHIOH ( , 0 00epTa€e HaBKOJIO BEKTOPY v, Ha3alaHy

elbowSpin b
aJIroOpuTMy KUIBKICTB TpagyciB jointSpinAngle.

3HaXONMUThCS KBaTepHIOH ( mo oOepTae HABKOJO BEKTOpY “BHHM3” Ha

rootTwist’
CoreYaw rpamycis.

3HaXOAUTHCS BEKTOP V', IO TOPIBHIOE BEKTOPY 3TUHY KiHIIIBKU U (3amaeTbcs

limbBend

OKpPEMO ISl KOKHOI KIHI[IBKM) OOEpHEHOMY OOEpHEHHM KBaTEPHIOHOM QmotTWl,st.

3HaXOAUTHCA BEKTOp V', IO JOPIBHIOE BEKTOpPY V', 0OEpHEHOMY KBaTEpHIOHOM
Qlimb'
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6) 3HaXOmUTHCS BEKTOp V', MO MOPIBHIOE BEKTOpPY V'', 0OCpPHEHOMY KBAaTEPHIOHOM

Q

elbowSpin’

7) 3HaXOaUTHCS BEKTOP U , IO IOPIBHIOE BEKTOPY V''', TOMHOXEHOMY Ha CKaJIsp h.

elbow

[Ticast UpOro MO3MINS JIKTA pos = = pos 3Harouu MO3HUI]

elbowBase + velbow

JKTA, TUle4a Ta PyKH, MU MOXKEMO 3HAaWTH BEKTOPH KICTOK PYKH VU Ta V :
upperArm forearm

Bizyamnizariist kooparHAT Ta BEKTOPIB APYTOTO €TAIy HaBeJCHA Ha PUCYHKY 2.9.

Puc. 2.8. KoopauHaru Ta BEKTOpH APYroro €Taiy ajJropurmy

Tperst cranis
TpetiM eTanoM ajaroputMmy € oOpaxyHOK OOepTiB KICTOK JiaHlora. BiH 3BoguThcs
70 TIOCTYTIOBOTO PO3paxyHKy BEKTOpPIB Ta KBAaTepHIOHIB 00EpTiB, 3 I1X MOAAIBIIOI0
KOMOIHAIICIO:
1. Po3paxoByerbest kpeH upperBoneRoll nnedoBoi kictku. Ile obepT HaBKomO oci
rollAxis Big BekTOpy “Bropy’’ 0 BiIKHIaHHS BeKTopa upperArm 3 Biccio rollAxis
PesynbratoMm mepiioro kpoky € BekTtop upperBoneAfterRoll mo nopiBHIOE

BEKTOpY “Bropy”’ 00€pHEHOMY KBAaTE€pHIOHOM @ (puc. 2.9).

upperBoneRoll
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2. 3HaxomUThCS BICh SWINGgAXxis MNUIAXOM O00epTy IOYaTKOBOi OcCi swingAxisi

KBaTepHIOHOM () Busnauaetbcst kyT 00epTy upperBoneSwing

upperBoneRoll’
HABKOJIO ITi€i Ooci MiX BekTopamu upperBoneAfterRoll ta upperBoneVector.

Po3paxoByeThcs kBarepHioH @ IIUISIXOM MHO)XCHHSI KBaTEPHIOHY

upperBoneSwingRoll

Ha KBaTepHIOH (puc. 2.10).

upperBoneSwing upperBoneRoll

# ProjectUltraversal (DEBUG) % ProjectUltraversal (DEBUG)

Puc. 2.9. Tlepuinii Kpok TPETHOTO €TaIy Puc. 2.10. dpyruii Kpok TpeTbOro eTamny

3. PospaxoByerbcst BekTtop twistReferenceVector mmsxom 00epTy BEKTOpa

“Briepen;” KBaTepHIOHOM () 3HaxXoaUThCSA KyT 00epTy twistAngle

upperBoneSwingRoll’
MDK BiIKUZaHHSAM BeKTOpy twistReferenceVector Bin upperBoneVector ta
BiIKuAaHHAM BekTopy lowerBoneVector Binm upperBoneVector. Ksarepnion

Q

BU3HAYAETHCS K OO0EPT HABKOJIO BEKTO “Bropy”’ Ha KYT
upperBoneTwist p Py Py y

twistAngle. lle 1no3BoNslE OOYMCAUTH TIOBHUH OOEPT IIIEYOBOI  KiCTKH
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IUIIXOM MHOXEHHS KBaTepHIOHy (

Q
Q

4. 3HaxomuThCs BICh 00€pTy JMIKThOBOI KicTKU foldAxis uuisxom o0epTy oci

upperBoneSwingRollTwist upperBoneSwing

Ha ( (puc. 2.11).

Ta
upperBoneRoll upperBoneTwist

foldAxiSi KBaTE€pHIOHOM [Ticast uporo MoXkHa 3HAWTU KyT

upperBoneSwingRollTwist
0o0epTy KICTKM MiX BekTopamu upperBoneVector ta lowerBoneVector nHaBkoio

3HalaeHoi oci. Lle 103Bossie 00uUCaNTH NOBHUM 00EPT JIKTHOBOI KICTH B IPOCTOPI,

0 JTOPIBHIOE MOOYTKY KBaTEPHIOHIB ( aqQ (puc

lowerBoneFold upperBoneSwingRollTwist

2.12).

® ProjectUltraversal (DEBUG) ® ProjectUltraversal (DEBUG)

Puc. 2.11. Tperiit kpok TpeThoro erarry  Puc. 2.12. UeTBepTuii KpOK TPETHOTO €TAITY

[TouaTkoBi OCi 3a1aH1 HACTYITHUM YHHOM:
1. rollAxis — Bextop “Bnepen” (minyc Z).
2. SwingAxisi — BekTop “BiiB0” (MiHYyC X).
3. f oldAxiSi — BeKTOp “BJiBO” (MiHyC X).
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% ProjectUltraversal (DEBUG)

Puc. 2.13. Kinuesuii pe3yabTar BAKOHAHHS allTOPUTMY

2.5. Cucrema npoueaypHoi aHiMmanii

Jlnst peamizamii mpouenypHUX aHiMmarliii Oyno cTtBopeHo nomimky [Animator Ta
nonano Hamnpsimy 10 PlayerStateBase. lle mo3Bosisie BUKOHYBaTH JIOTIKY aHIMAIlii IMiCIIs
BCiX 1HImMX oOuucinens ctany (Post PhysicsProcess), a Takoxx aHiMmyBaTu MOAENb rpaBLs
HampsMy, JOJABIIM JAOMINIKY JO IHIIMX KJIaciB Ta BPYYHY BHKIMKaBIIM HEOOXITHI
dbyHKIii, a/pKe ToMilIka Takox € iHTepdeiicoM. Lle mo3Bossie cTBOprOBaTH CrHEIllalibHI
CIICHU BIJJIA/IKH, 110 HAMPSMY aHIMYIOTb MOJIEITb.

Jlnst cTBOpeHHst aHimariii Oyma po3poOiieHa cuctema apaiBepiB (Drivers) Ta

npaiisepaux mapis (Driver Layers).

2.5.1. Drivers
HpaiiBep 1e Kimac-pecypc, o BIAMOBIAAE 3a aHIMAINIO OJHIET BIACTUBOCTI MO,
HATPUKIIA]] YUCIOBOTO 3HAYCHHS MOBOPOTY T'OJIOBH 20O BEKTOPHOTO 3HAYCHHS 3MIIlICHHS

pyku. KitrouoBum mMeToniom apaiiBepy € meroa Drive.
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public abstract T Drive(T current, double delta);

[ToueproBo BUKJIMKABIIM L€ METOJ Ha KOXKHOMY JApaiBepl JUIsl KOXKHOI BIACTUBOCTI
moneni, I[Animator orpuMmye HOBUM HaOlp 3HA4YeHb IO IEPETAIOTHCS BIJAMOBIIHUM
xomrnoHeHtaMm PlayerModel.

Takox y npaiiBepa € BiuactuBicth DefaultTarget, mo m03BoJsi€e BCTaHOBIIOBATH
IIIJTOBE 3HAYEHHS 4Yepe3 Kojl. B 3aiexHOCTI B peani3aliii apaliBepa 1€ [MiTbOBE 3HAYSHHS
MOk€ OyTH BHMKOPUCTAaHO HampsMy (moBepHyTo 3 (QyHKHIi Drive), abo moxe OyTu
J0JIaTKOBO 00p0o0OJIeHEe, BpaxOBYIOUH IMTOTOYHUIN CTaH IIi€]l BIACTHBOCTI.

byno po3pobneHo Jgexuibka BHIIB  peaiizalii  apaiiBepy, MpeACTaBICHHUX
iHTepdeiicamu [FunctionChainDriver, [FixedTimelnterpolationDriver Ta
ITransformerDriver.

[FunctionChainDriver mpoBoauTh 0OpOOKy BIACTHMBOCTI MOJENEH 3a JAOMOMOTIOKO

nanmtora ¢yskiiil. Koxxna ¢yHkiis € 00’ exToM, 1m0 MicTUTh einHul Metoa Execute.

public abstract Execute(T target, current, double delta);

[Tepma ¢ynkiia B panirory orpumye DefaultTarget sk misiboBe 3HaueHHs target, a
TaKoXX 3HaueHHs current Ta delta nepenani apaiiBepy. Ilicnsg BukoHanHs, QyHKIisl TOBEpTaE
3HAYEHHA, 110 CTa€ HOBUM IIUJIOBUM 3HAUEHHSM, SIK€ Jajl MEpPEelaeThCsl 0 HACTYIHOI
¢ynkuii. [licns BUKOHAHHA BCiX (PYHKI[IH LUJIOBE 3HAUEHHS MTOBEPTAETHCS APANBEPOM SIK
(biHanbHUIA pe3ynbTarT.

Oyukiii Oyno po3pobieHo st ABox TuiiB JpaiiBepiB: float (Single) Ta Vector3.
Jesiki QyHKIIT MOXKIIMBO peasizyBaTH 3 BUKOPUCTaHHSAM generic nmapamMeTpiB, CIPOLIYIOUU
iepapxito, mpore irpoBuil pymiid Godot Taki 00’€kTH HE MIATPUMYE, OTKE Oyi0
peaiizoBaHO OKpeMi Bepcii. Jlani HaBeaeHo peanizoBaHi GPyHKIT 115 TUIy Single.

1. ®yHKIIISI KOHCTAHTH.

[ ]
public partial class : {

#nullable disable
[ ] public virtual float Value { get; set; }
#nullable enable
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public override float Execute(float target, float current, double delta) =>

Value;

[ToBeprae crane 3HaueHHs Value, BCTaHOBIEHE B PENAKTOPi, ITHOPYIOUU

3Ha4YeHHs target, current Ta delta.

2. OyHKIIA 3M71a1KyBaHHS.

[GLlobalClass ]

public partial class SingleDampingFunction : SingleFunctionBase A{

#nullable disable
[Export] public virtual float Smoothness { get; set; } = 20;

#nullable enable

public override float Execute(float target, float current, double delta) =>

current.Damp(target, Smoothness, delta);

}

s QyHKIiS OpOBOAUTH I1HTEPHOJALIIO Bl MOTOYHOIO 3HAYEHHA [0
[[ITOBOTO, BPAXOBYIOUM MapaMeTpu 3TIAHKYBaHHS Ta JEIbTHA Yacy. [HTepHomsiis
BUKOHY€ETBHCS 32 aJITOPUTMOM, po3podienum Dpeeto Xonmep:

—At/A
a = lerp(a,b,1 — 2 ), 1e:

a — IOTOYHE 3HAYEHHS

b — 1inrOBE 3HAYCHHS

At — nenpTa yacy

A — xoediIlieHT 3r1aHKyBaHHS

3. ®yHKI1IS KpUBOi (32 4acom).
[GLobalClass]

public partial class SingleTimeCurveFunction : SingleFunctionBase,

ITimeCurveFunction A

#nullable disable
[Export] public virtual Curve ValueOverTime { get; set; }

#nullable enable

public virtual float Progress { get; set; }
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public override float Execute(float target, float current, double delta)

]
v

ValueOverTime.Sample(Progress);

}
Cxoka Ha (YHKIIIO KOHCTaHTH, IS (PYHKIlISI TOBEPTAE 3HAYEHHSI, B3STE 3
KPHUBOI [0 OMTUCYE 3MiHY 3HAYEHHS 3 YACOM.
4. ®OyHKIIIS IEPETBOPEHHSA B pajiaHHu.
[GlobalClass]

public partial class SingleToRadFunction : SingleFunctionBase {

]
A\

public override float Execute(float target, float current, double delta)
target.ToRad();

s pyHKIIisI MEpeTBOPIOE IITHOBE 3HAUYCHHS B pajliaHu.

HpaitBep  [FixedTimelnterpolationDriver  BUKOpUCTOBYETHCS Il  IJIABHOTO
nepexoay J0 HOBOTO 3HAYEHHS. 3aMiCTh KOHKPETHOTO 3HA4YEHHsS a0o JIaHIora (QyHKIIIH,
el ApaiiBep MICTUTH OO €KT BKJIAJEHOTO ApaiiBepy. BiH Takok MICTUTH BJIACTHBICTH
Duration, 1110 BCTaHOBJIIOETHCSI B PEJAKTOPl Ta BKa3ye, 3a KWW MPOMIKOK 4yacy JapaiBep

MOBHUHEH MOBHICTIO “CHHXPOHI3YBaTUCH 31 BKJIAJICHUM JPANBEPOM.

public interface IFixedTimeInterpolationDriver<T> where T : struct {
float Duration { get; }
float TimelLeft { get; set; }

DriverBase<T> GetInnerDriver();
T LerpValue(T current, T target, float weight);
T DriveInnerWithInterpolation(T current, double delta) {
T result = LerpValue(current, GetInnerDriver().Drive(current, delta),
1 - (TimeLeft / Duration));
TimeLeft = TimelLeft < @ ? 0 : TimeLeft - (float) delta;
return result;
}
void ResetTimeInterpolation() =>

TimeLeft = Duration;
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ITin yac Bukiauky ¢yHkuii Driver, BiH BUKIMKae 110 (PYyHKIIIO Ha BKJIAJECHOMY
NpaiBepi, 1 MOTIM TPOBOAWTH JIHIAHY IHTEPIONSIIIO BiJl TOTOYHOTO 3HAYEHHS 0
IIJTOBOTO. [HTEPNOJIsALIs CTa€ CUIBHIIIOW 3 TUIMHOM 4acy, 1 KOJM CIUIMBA€E OLIbIIe Yacy

HiK Duration, npaiiBep nounHae HanpsAMy MOBEPTATH 3HAYEHHS BKIJIAJIEHOTO JIpaiBepy.

[TransformerDriver BUKOpUCTOBY€E BKJIAJACHUIN qpaBep AJiE OTPUMAHHS 3HAYEHHS, 1

JaJti IPOBOAUTH HOTO 0OPOOKY.
public interface {}
public interface <T> : where : struct {
<T> GetInnerDriver();
TransformInput(T input);
TransformOutput (T output);
DriveInner(T current, double delta) =>

TransformOutput (GetInnerDriver().Drive(TransformInput(current), delta));

Ile m03BOJSIE BUKOPHCTOBYBAaTH ICHYIOUI alTOPUTMH, ajie 3 TIEBHUMHU 3MiHAMH.
OnHuM 3 TOJOBHHMX CIICHApiiB BUKOPHUCTAHHS € TEPEBEJCHHS TOTOYHOTO 3HAYCHHS B
JOKaJIBHUHM TPOCTIp, MOrOo 0O0poOKa BHYTPINIHIM JIpaiiBEpoM, 1 MOJAbIIE TEPEBEICHHS
Ha3al B [Io0anmpHUM TpocTip. KOHKpeTHMM TPUKIAZOM TakKoro JapaiBepy €

Vector3LocalSpaceTransformer.

[ ]
public partial class : {

#nullable disable
[ ] public virtual bool CancelOutMovement { get; set; } = true;
#nullable enable

public virtual GlobalTransform { get; set; }
protected virtual ? PreviousGlobalTransform { get; set; }
public override TransformInput( input) =>

((PreviousGlobalTransform.HasValue && CancelOutMovement) °?
PreviousGlobalTransform.Value :
GlobalTransform).AffineInverse() * input;

public override TransformOutput ( output) {
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result = GlobalTransform * output;
PreviousGlobalTransform = GlobalTransform;

return result;

}

public override void Reset() {
base.Reset();

PreviousGlobalTransform = null;

Lei npaiiBep BUKOpHUCTOBYE IpucBoeHuil oMy mapamerp GlobalTransform mio0
KOHBEPTYBaTH MOTOYHE 3HAYEHHS BEKTOPY IMO3MIII y JIOKAJbHUK MPOCTIP MOjeml (BX1aHA
TpaHcgopmMmalris), gaixi oOpoOUTH HOro BHYTPIMIHIM JpaiiBepoM Ta KOHBEPTYBATH Hazal y
100aabHy KOOpJAMHATY (BUXiAHA TpaHcpopMallis).

Ile HEOOX1AHO JJIS CTBOPEHHS aHIMAIli, aJKe aHIMaTOp HE MOXKE 3HATH 3aBYacHO,
JIe Y CBITI 3HAXOIUTHCS TpaBellb, TOMY aHIMAIliil pOOJIATHCS BIJIHOCHO HMOTO IMOYATKOBOT
TpaHcopmMmailii, y Bumsaal 3cyBiB. llelt npaiiBep 103BOJIsSle KOHBEPTYBATH 11 3CYBH B
peaibHl KOOPJAWHATH, BITHOCHO TPABIlSI B MPOCTOPI.

JlonaTkoBO JpaiiBep TakokK 3amam’sITOBYE TONEpPEAHE 3HAUYCHHS DI00aIbHOI
tpanchopmarrii. [Ipu BcraHoBiIeHH] 3HaueHHs true BiaacTuBocTi CancelOutMovement, BiH
Oy/le BUKOPHUCTOBYBATH MOTO IMpHW BXIAHIN TpaHc@opMallii, TAKUM YHHOM BHKJIIOYAIOUYH 3
anroputMy (akTtop TmepeMillleHHs TrpaBus y mpoctopi. lle BakiuBO s aHIMAIlii
KIHITIBOK, aJDKE€ BOHHM 3aBXIU PyXarOTbCS pa30oM 3 TIJIOM TpaBIld, 1 Taki omeparii sk

3M1JKYBaHHS pyXiB, HE IOBUHHI BPAXOBYBaTH MEPEMIILICHHS IPaBIs y CBITI.

2.5.2. Driver Layers

Jlns epexkTUBHOTO TPUCBOEHHS ApaiBEpiB CTaHAM Ta peai3allii KOMIUIEKCHHUX
aHiMarii Oyno CTBOpeHO cucteMy “apaiiBepHux mapiB” — Driver Layers. JlpaiiBepHuii
1Iap 1€ pecypc, o MICTUTh ITOBHHI HAO1p ApaiBepiB s BCIX BIACTUBOCTEH MOJIEIII.

bazoBoro knmacom mnst apaiiBepHux mapiB € DriverLayerBase, mo cTpykTypoBaHuii

HAaCTYIIHUM YHUHOM:

[ ]

public abstract partial class : {
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public virtual <float> CoreXOffset =>
GetCoreXOffsetOverride() ?? SingleDriver.DampToZero;

public virtual <float> CoreYOffset
GetCoreYOffsetOverride() ?? SingleDriver.DampToZero;

>

public abstract <float>? GetCoreXOffsetOverride();
public abstract <float>? GetCoreYOffsetOverride();

Jlns1 KOXKHOI BIIACTUBOCTI MOJIesi OyJI0 CTBOPEHO BiANOBIIHUM aOCTPAKTHUM METO.
nepeBU3HAYCHHS JIpaliBepy Ta BiacTUBICTb-getter. Getter € yactunow myomiunoro API ta
BUKOPHUCTOBYEThCS JOMIMIKOIO [Animator st orpuManHs 00’€kTiB apaiiBepiB. CtaHu
TaKO’)X MOXYTh 3MIHIOBAaTH MapaMeTpu LUX BIACTUBOCTEH, HANpPUKIAJ IJis KepyBaHHS
3HAYEHHSIMHU HampsMy. MeToj nepeBu3HauYeHHs ApaiiBepy MOBUHEH OyTH MaTH KOHKPETHY
peaizailiro y kiacax-mapax. Bin € vacturoro BHyTpimHb0r0 API npaiiBepuux mapis.

Konkpetaumu peanizanisiMu DriverLayerBase € DriverLayer,
BinaryChoiceDriverLayer, DriverLayerSet Ta ToggleableDriverLayer.

DriverLayer 1ie Haiimpocrimia peaiizaiiisi, B sIKiii KO)KHa BJIACTHUBICTh MOJICIII MOXKE

OyTH HaIpsiMy MPUCBOEHA Yepe3 PeaKTOp, HAPUKIIA/;
[ ]

public partial class : {
#nullable disable
[ ("Torso")]
[ ] public virtual CoreXOffsetOverride { get; set; }
[ ] public virtual CoreYOffsetOverride { get; set; }
public override <float>? GetCoreXOffsetOverride() =>
CoreXOffsetOverride;
public override <float>? GetCoreYOffsetOverride() =>
CoreYOffsetOverride;
}
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BinaryChoiceDriverLayer mictuth B €001 JBa 00’€KTa JpaliBepHUX IIapiB, Ta

OyJnieBy 3MiHHY, III0 BU3HAYAE, KU 3 HUX € aKTUBHUM.

[GLobalClass]
public partial class BinaryChoiceDriverLayer : DriverlLayerBase {
#nullable disable
[Export] public virtual DriverLayerBase LayerA { get; set; }
[Export] public virtual DriverLayerBase LayerB { get; set; }
#nullable enable

public virtual bool SelectedLayer { get; set; }

public override DriverBase<float>? GetCoreXOffsetOverride() =>
(SelectedLayer ? LayerB : LayerA).GetCoreXOffsetOverride();
public override DriverBase<float>? GetCoreYOffsetOverride() =>
(SelectedLayer ? LayerB : LayerA).GetCoreYOffsetOverride();

DriverLayerSet mictuth macuB papaiiBepHux mapiB. [Ipu oTpumanHi IpaiiBepy
BJIACTUBOCTI BiH ITE€PY€ MO KOXKHOMY IIapy 1 MOBEpPTAaE NEPIINA HEHYJIbOBHM ApaiBep.

ITepariiss mpoBOAUTHCS B 3BOPOTHHOMY HAIMPSIMKY, MOYMHAIOUM 3 HAWHUKYOTO B CIUCKY

mapy.
[GlobalClass]
public partial class DriverlLayerSet : DriverlLayerBase {
#nullable disable
[Export] public virtual DriverlLayerBase[] Layers { get; set; }
#nullable enable

protected virtual IEnumerable<DriverlLayerBase> ReversedLayers =>

(Layers as IEnumerable<DriverLayerBase>).Reverse();

public override DriverBase<float>? GetCoreXOffsetOverride() =>
ReversedLayers.FirstOrDefault(layer => layer.GetCoreXOffsetOverride() !=
null)?.GetCoreXOffsetOverride();
public override DriverBase<float>? GetCoreYOffsetOverride() =>
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ReversedLayers.FirstOrDefault(layer => layer.GetCoreYOffsetOverride() !=
null)?.GetCoreYOffsetOverride();

ToggleableDriverLayer Hnacmigye DriverLayer, 3 A0JaTKOBOIO MOXKJIUBICTIO

“BUKIIFOUUTH OTO (PYHKITIOHAJ 32 JOTIOMOTOIO OyJIeBOi BJIACTUBOCTI.

[ ]
public partial class : {

public virtual bool IsEnabled { get; set; } = true;

public override <float>? GetCoreXOffsetOverride() =>
IsEnabled ? CoreXOffsetOverride : null;
public override <float>? GetCoreYOffsetOverride() =>

IsEnabled ? CoreYOffsetOverride : null;

2.6. Cucrema nostopy (replay)
Cucrema MOBTOpPY O3Ha4a€ MOXJIMBICTh 30€pEKEHHS Ta BIITBOPEHHS MOIN TpH 3a
NEBHUH Mepiof yacy. 3a JOMOMOTOI0 TaKOl CUCTEMU:
® P03pOOHUKH MOXKYTh:
1. IIpoBoauTH BisIaiKy
2. 3amporpamoyBatu aHimarilii NPC
® [paBIili MOXYTh:
1. JliMTHCh MOMEHTAaMH 31 CBO€1 I'PH 3 IHIIUMH TPABISIMU
2. CTBOpIOBaTH KOHTEHT AJIA COLIaIbHUX MIATHOpM (MOHTaXI1, KU TOLIO)

3. Bianpansatu 6ar-penoptu po3poOHUKaM

KirouoBuMu eneMeHTaMHu CHCTEMHU TOBTOPY € JaHi peruiero, myOmiyauii APl mns

300py WX JJAHUX Ta BJIACHE KOJ IO 1M KEpYE.
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2.6.1. Jani

OCHOBHUM KOHTEMHEpPOM JIJIsl NaHUX MOBTOpPY € kiac Replay. Bin mictuth B coO1
konekiiro 00’ekTiB  ReplayFrame. Koxen o00’ekr ReplayFrame wicTuTh cHammoT
(snapshot) cTtaHy rpu B KOHKpETHMM MOMEHT yacy (kaap). OCKinbKH cHCTeMa MOBHUHHA
MIATPUMYBATH Pi3HI CLIEHApli BUKOPUCTAHHA, OyJIO MPUIHATO pIlIEHHs 30epiraTd OKpemi
KaTeropii 1aHuX B PI3HUX MiA00’ €EKTaX.

Bci knacu-kareropii, a Takok cam kiac ReplayFrame wictate meromu ans

iHimiamizarmii 00’€eKTy Ha OCHOBI MOTOYHWX JAHUX T'pH, Taki gk Snapshot, CreateFrom Ta

Create.
[ ]
public class {
[ (0)] public virtual required ? ModelData { get; init; }
[ (1)] public virtual required ? PlayerData { get; init; }
[ (2)] public virtual required ? GameData { get; init; }
public static Snapshot() => CreateFrom(Instance);
public static CreateFrom( . player) =>
new() {
ModelData = ModelData.CreateFrom(player),
PlayerData = PlayerData.CreateFrom(player),
GameData = GameData.Create()
}s
}

Kputnunum nist BinrBopeHHs perieto € kiac ModelData, 1o MicTuTh MiHIMambHAN
Hallp BJIIACTUBOCTEH, $KI JO3BOJISIIOTH BIATBOPUTH Bi3yaJIbHUHW CTaH CYTHOCTI Ta
CIIOCTEPIraTH 3a ii JiSIMU BiJ1 EPIIOrO Ta TPETHOTO JIULIA:
1. Vector3 Position — KoOpIMHATH PO3TAIIyBAaHHS CYyTHOCTI B IIPOCTOPI.
2. Dictionary<int, Transform3D> BoneTransforms — Tpancgopmaliis KOKHOT KICTKH
CKeJeTa.
3. Transform3D CameraTransform — Tpancdopmariis kamepu.

4. float CameraFov — nosne 30py kamepu.

[H111 KaTeropii JaHUX OyIyTh PO3IVISSHYTI B IYHKTI PO IHCTPYMEHTH BIJJIaIKH.
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2.6.2. BinTBOpeHHS Ta KEPYBAHHS

Jlnst BiaTBOpeHHs permieiB Oynu ctBopeHi kiaacu ReplayController, ReplayState ta

ReplayPlayer.

ReplayState 11e knac-o6roprka HaBkosio Replay, mo 30epirae 1ani HOTOYHOTO CTaHy

peruiero. BiH MICTUTh HaCTyIHI TOJIS:

I.
2.

Replay Replay — koHTeitHEp TaHUX peILIEIO.
Mode Mode — enymepariis pexumy perieto: Recording (3ammuc) abo Playback

(BIATBOPEHHS).

. State State — eHyMepallis cTaHy pemiero: Active (BIATBOPIOETHCS/3aMUCYETHCS) 200

Paused (nmpusynuHeHo).

. int CurrentFrame — mpu BiITBOpPEHHI pemiel0 BKa3ye, KU KaJp Mae Hapasi OyTH

B1JI0OpaKCHUI.

. TimeSpan CurrentSpan — pgoBxHHa (TPUBAIICTh) pEIUICIO BiJ TMOYaTKy [0

CurrentFrame.

. int Length — moBHa 1OBXKHA peIIeto.

. TimeSpan LengthSpan — moBHa TpUBaNICTh pEIICIO.

[eit kac TakoXX MICTUTh METO/M JJIsl 3UMUTYBAHHS Ta 3aMKUCY JAHUX PEIUICIO:

I.
2.

PushFrame — BcTaBinisie HOBUM KaJp B KIHEIb PEIUICIO.

ReadFrame — nmoBeprae kaap 3a ingekcom CurrentFrame.

. Advance — fKIIO KIHIS peruies 1ie He A0CATHYTo, 30ubirye CurrentFrame na 1 ta

noBepTae true; B IHIIOMY BUIIAJKY MoBepTae false.

Seek — BcranoBimo€e 3Hauenusa CurrentFrame.

. Create — inimamnizye HoBuil ex3eMIuisip ReplayState 3 myctum peruieeM Ta 3aganum

PECKUMOM.

. From — inimianizye HoBult ekzeMiuisip ReplayState 3 3amanum perieem ta pekxuMOoM.

Knac ReplayPlayer, Ta BiAnOBiAHMI HOMY €JE€MEHT B IrpOBOMY CBITI (periedHui

rpaBellb) IPEACTaBIs€ COOOK KOHTEHHEp MJII MOJACHI IepCOHa)ka, 03 JT0ITaTKOBHX

CKPHIITIB CIIPaBXKHBOI CYTHOCTI TPaBIISl.

57



ReplayController 1ie enemeHT clieHH, 110 BIAIOBIJA€ 3a Bizyali3allilo perviero, Ha
ocHOBl nanux peruieto. Bin mictuth mons CurrentReplayState, B sikomy 30epiraerbcs

00’ext kyacy ReplayState s kepyBaHHS TOTOYHUM TTOBTOPOM.

public override void _PhysicsProcess(double delta) {
base. PhysicsProcess(delta);

if(CurrentReplayState == null || CurrentReplayState.State != State.Active) {

return;
}
switch(CurrentReplayState.Mode) {
case . :
Invoke.Deferred(RecordFrame, 999);
break;
}
case . ¢
PlayFrame();
if(!CurrentReplayState.Advance()) {
CurrentReplayState.State = State.Paused;
CurrentReplayState.Seek(0);
break;
}
break;
}
}

Ilin vac koxHoro irpoBoro kaapy, ReplayController Bukonye HabOip niii B
3aJIKHOCTI BiJl CTaHy MOBTOPY. AKI0 00’ €KT cTaHy MOBTOPY BIJACYTHIM, a00 HE € Active,
ReplayController B mpomy kazapi Hi4oro He poOuWTh. B i1HIIOMY BUNaAKy BiH Jl€ B
3aJIe)KHOCTI BiJl PEKUMY MTOBTODY.

B pexumi Recording BiH peecTpye BiIKIAIeHUH 3amuc Kaapy, TOOTO BUKOHAHHS
KaJpy Micis 3aBeplueHHs crajii Process Ta mepen cragiero mantoBaHHA Kanupy. Ilig yvac
3aMmucy KaJpy BHUKOPHUCTOBYIOThCS paHimie ommcadi Mmeronu ReplayFrame.Snapshot ta

ReplayState.PushFrame.

protected virtual void RecordFrame() =>

CurrentReplayState?.PushFrame(ReplayFrame.Snapshot());
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B pexumi Playback BHKOHYye€ThCS BIATBOpPEHHS Kaapy peIuviero, Ta MpOCyBaHHS
BIIEpE]l HAa OJWH Kajp B CTaHi peruieto. JlJisi BIATBOPEHHS KaJpy CTBOPIOETHLCS HOBUM, a00
OepeThes ICHYIOUMA 00’ €KT PEIJICHHOTO TPABIS B CBITI, 1 HOMY MPUCBOIOIOTHCS 3HAYCHHS 3

Kazapy.
protected virtual void PlayFrame() A{
if(CurrentReplayState == null) {

return;

? currentReplayFrame = CurrentReplayState.ReadFrame();
CurrentReplayPlayer ??= ReplayPlayerScene.Instantiate< >()
.AddTo(ReplayPlayersContainer);
player = CurrentReplayPlayer;
? modelData = currentReplayFrame?.ModelData;
if(modelData == null) {

return;

}

player.GlobalPosition = modelData.Position;

player.ModelStatelWriter.BoneTransforms = modelData.BoneTransforms;

2.6.3. InTepdeiic

[Ticns 3amycKy BIITBOPEHHS MOBTOpPY, BigoOpaxaeThes oro iHtepdeiic (puc. 2.14).
[arepdeiic konTpomtoeTscss ckpuntom ReplayControls, mo mig yac KOXHOTO Kaapy
nepeBips€ HasBHICTh aKTUBHOTO IOBTOPY, Ta BIJAIMOBIIHO MOKazye ab0 XOBa€ €JIEMEHTH

KEpyBaHH.

59



0:00:04.116

Camera Mode: Orbit Debug Options 247

Puc. 2.14. Tntepdeiic cucteMu NOBTOPY 3 IHCTPYMEHTaMU BIJTaIKU

EnemenTn inTepdeiicy cucteMu moBTOPY:

1. KHomnka 3aBepuieHHs NEPENIAy MOBTOPY.
Knonka xomitoBaHHs iHPOpMAaIii PO MOMUIIKH.
[HCTpYyMEHTH BiIaaKy.

I'paBens oBTOPY.

[ToB3yHOK BiATBOPEHHS.

2

3

4

5

6. Knomnka may3su.
7. TloTo4yHMi1 Yac BIATBOPEHHS.

8. IloTounwmii Kaap BiATBOPEHHSI.

9. KHomka nepekIroueHHs peXUMY KaMepH.
10.KHomka ciagHOTO MEHIO OTIIINA BT KH.
11.TToBHa KIIBKICTB KaJIpiB Y ITOBTOPI.

12.1ToBHa TPUBAJIICTH TOBTOPY.

JI1s1 3pyyHOCTI Tieperisiay Oysio peani3zoBaHO TpU pexkuMu kamepu. B pesxxumi Orbit,
KaMmepa CIIIye 3a TpaBIeM MOBTOPY. BoHa 3amkau HampaBlieHa Ha MO3UIINIO TPABIIS, aie il
MOKHa 00epTaTH HABKOJO HBOTO, a TAKOX PETYJIOBATU BIJCTaHb KOJIECHUKOM Muii. B
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pexumi FreeFlight xopuctyBau Moxe BUIBHO mepeMillyBaTH Ta oOepratu kKamepy. B

pexumi POV mno3uiiss Ta 00epT KaMmepu CHUHXPOHI3YIOTbCS 3 TO3MIIEI KaMepH,

30epeKEeHOI0 B IAaHUX TIOBTOPY, BiATBOPIOIOYN OPUTIHAILHUN BUT BiJl IEPIIIOTO JIMIIS.
Cnanne mento Debug Options (puc. 2.15) 103Bosisie BMUKaTl Ta BAMUKATH YaCTUHU

IHCTPYMEHTIB B1UIaJIKH, ONMCAHUX B HACTYITHOMY ITYHKTI.

Draw
DrawRayCasts
DrawShapeCasts
DrawMotionCasts
DrawSuccessfulCasts
DrawFailedCasts
DrawRayCastOriginPoints
DrawFullRayCasts
DrawPlayerCollision
ShowPlayer

Camera v & ShowOverlay

Puc. 2.15. CriagiHe MEHIO OIIii BiUTAAKHA

2.6.4. IncTpymeHTH BilJIaAKH

Ha BigmiHy Big TpaguIiiiHOTO MPOTPAMHOTO 3a0€3MeUeHHS, IPOBEICHHS BIIJIATKU B
BiJIeoirpax € CKJIaAHIUM mporiecoM. Lle 3ymoBiIeHO ¢dopMaromM BXiJHMX Ta BUXIJIHHX
JAHUX 1 YACOBOIO XapaKTEPUCTUKOIO INPOBUX MPOLECIB.

lonoBaumu gopmaramu nanux y 3D Bifmeoirpax € BEKTOpH, KBaTEpHIOHH, Oa3ucH Ta
TpaHncdopmaiiii. CaMi 1o co01 BOHU HE JIal0Th PO3POOHUKY JOCTAaTHRO 1H(OpMaIIii Mpo Te,
0 BiOYBA€THCS B TPI MiJ] 4aC MOMUJIKH, AK€ BOHU HACIIPAB/II € JIUIIE BXITHUMU JaHUMU
JUISL ITPOBUX MifcucTeM Tpadiku Ta (i3uKU. AHAIOTIYHO, BUX1JIHI JIJaHI IPH — 300paKeHHS
Ha €KpaHl Ta pPe3yJibTaTHu IrpOBOrO Mpolecy — cami Mo €00l HE MICTATh JOCTaTHbO
KOpHCHOT 1H(MOpMaIIii I MPOBEACHHS BiTaIKH.

[Tim 4acoBOIW XapaKTEPHCTHKOIO MA€ThCS Ha yBasi IHMKJIIYHA CTPYKTypa irpoBOi
noriku. B tpagumiiinomy [13, anroputMu B OUIBIIOCTI BUMAJKIB MAIOTh TOUYKY MOYATKY 1
TOYKY KIHIS. 3yIMUHUBIIN POTpaMy y MOYATKOBIN TOYI[ Ta PO3MISHYBIIN KPOK 32 KPOKOM
JII0 aTOPUTMY, PO3POOHUK MOXE BUSBHUTH, JIe BUHUKJIA IMOMUJIKA. B irpoBHX mpomyKTax

TaKuW MIIXiJ HE MpaIoe, ajke OLIBIIICTh aJTOPUTMIB € HECKIHUCHHUMHM ITUKIIAMH, IO
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0oOpoOIAI0Th AUHAMIYHI Ta MOMEHTaJbHI JaHl, Takl SK BBOJ TPaBIlsl KiaBiaTypor abo

MUIIII.

[IpoananizyBaBmm mpoOnemy, Oya0 TPUHHATO PIMICHHS BUKOPHUCTATA CHUCTEMY

MOBTOPIB JJIs 300py Ta MpEJCTaBICHHS JaHUX y dopmari, 3py4HOMY JUIS BIIJIAIKH 1TOp.

Jlns mporo a0 00’ekty ReplayFrame Oynu gomaHi HeoOOB’SI3KOB1 Kareropii JaHHUX

Bimiaaku: PlayerData Ta GameData. PlayerData micTuTh HacTynmHMiA HaOIp TaHUX:

Vector3 GlobalPosition — kooparHATH TpaBIs B irpOBOMY MTPOCTOPI.

Vector2 Movement — BEKTOp BBOAY PYyXY.

Vector2 LookAngle — BekTop KyTa norsay (o0epTy kamepn).

float BodyYRotation — kyT puckaHHs Tija rpaBIis.

Vector3 Velocity — mBHAKICTH rpaBs (3rigHO (GI3UIHOMY PYIIIFO).

string State — Ha3Ba MOTOYHOTO CTaHY.

List<List<string>> StateData — BUIbHHI Ha0lp TEKCTOBUX JaHUX BIIJIAJIKH,
OTPUMaHUH 3 TIOTOYHOTO 00’ €KTY CTaHY.

StateDebugData? StateDebugData — Habip 10AaTKOBHX CTaTUYHO-THUII30BaHUX
JAaHUX BIJJIAJIKKA CTaHY.

Type? LastStateSwitchlnitiator — kiac, BiAIOBITAJILHHUIA 32 OCTAHHE TEPEKITIOYCHHS
CTaHy.

string[] Abilities — Ha3B1 aKTUBHUX 00’ €KTIB 3710HOCTEH.

List<CastBase> PerformedCasts — cnucok kacTiB, 3ailiCHEHUX Y (GI3UYHOMY
MPOCTOPI Bij Yac bOTO Kajapy.

TorsoAnimatorData ModelTorsoAnimatorData — nani TorsoAnimator.
LimbAnimatorData ModelLimbAnimatorData — nani LimbAnimator.
List<PlayerColliderData> PlayerColliders — ngani (po3ramyBanssi, ¢dopma)

MOTOYHUX €JICMEHTIB KOJi31i rpaBIIsl.

GameData MiCTUTh HaCTyHUI HaOIp JaHUX:

double Framerate — opieHTOBHa 4acToTa KaJpiB I'PH B LIe MOMEHT 4acy.
ulong PhysicsFrame — kinpKkicTh (I3WYHHX IUKIIB, 1O BiAOYINCH 3 MOMEHTY
3aIlyCKY I'pH.
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e ulong MicrosecondTick — KimbKicTh MIKPOCEKYH]I IO CIUIMHYIN 3 MOMEHTY 3aITyCKY
TpHU.
e Dictionary<string, bool> ActionInputs — cTan irpoBoro BBoay (HaTUCHYTI KJIaBiIIIi).

e List<ExceptionData> Exceptions — cliucOK MOMMJIOK, IO BIAOYJIXCH ITiJT 9ac 1bOTO

KaJIpy.

Jlami Oyna iHTerpoBaHa CHCTeMa IOBTOPY BIIJIAIKH 3a NpuHOUNOM Oydepa. Ha
MOYaTKy IPU aBTOMATUYHO MMOYMHAETHCS 3alUC peIuieto Biftaaku. Komm ToBKHUHA perieto
nocsirae 1800 xampiB (30 cekynn mpu yactori 60 Kaapax B CEKyHIy), CTapl Kajapu
MOYMHAIOTh BUAAIATHCh. HaTHCHYBIIM BHW3HAUCHY KIIABINIy, TOBTOp BiJJIaJKH
BIATBOPIOETHCS, a Oydep ouunnryerbcsi. TakuM 4MHOM pPO3POOHUK B Oyap SIKHH MOMEHT
MOXE BIJITBOPUTH Ta BUBYUTH NIOBEIHKY I'PH 3a MMepioq ocTanHix 30 CEeKyHI.

[Ticnst poro cuctema moBTOpPY Oyiia TOMOBHEHA 3acobamu MantoBaHHsS ¢iryp B 3D
npocTopi, Ha ocHOBI Takux AaHuX sik PerformedCasts ta PlayerColliders. Bymo ctBopeHo
Hallp KJIAciB, IO MPEACTABIAIOThL COO0I0 pI3HI BUJU 00’ €KTIB, Kl MOXKHA MaJIFOBaTH y

npoctopi. bazoBum kimacom € DrawObjectBase.

public abstract class <T>
where : {
public virtual float Duration { get; init; }
public virtual <T>? OnReady { get; init; }

public abstract T Create();

public abstract void Draw(T node);

Ha #ioro ocHoBi 0yB cTBopenuit 6azoBuii kiac DrawMeshInstance3D 1o no3Bossie

MaroBatu 3D-00’ekTH.

public abstract class : < > A{
public override Create() => new();
protected virtual UpdateMaterialProperties (
material, bool alwaysOnTop, params [] colors) {

material.NoDepthTest = alwaysOnTop;
material.Transparency =

colors.Any(color => !Extensions.Math.IsEqualApprox(color.A, 1)) ?
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BaseMaterial3D.TransparencyEnum.Alpha
BaseMaterial3D.TransparencyEnum.Disabled;

return material;

[Tpuknagom kiacy mamoBanHs 3D-00’exTa € kinac DrawSphere.

public class DrawSphere : DrawMeshInstance3D {
public virtual Vector3 Origin { get; init; }
public virtual float Radius { get; init; }
public virtual Color? Color { get; init; }
public virtual bool AlwaysOnTop { get; init; } = true;

public override void Draw(MeshInstance3D meshInstance) {

Color color = Color ?? Colors.White;

meshInstance.GlobalPosition = Origin;

meshInstance.Mesh = new SphereMesh() {
Radius = Radius,
Height = Radius * 2,
Material = UpdateMaterialProperties(new() { AlbedoColor = color, },

AlwaysOnTop, color)

};

Bukinukaroun creriagbHO CTBOPEHI METOAM PO3IIMPEHHS, IFPOBI CKPUNTH MOXYTh

peecTpyBaTu Aii MajgtoBaHHS QITyp y IpOCTOpi.

this.DebugDraw(new DrawSphere() { Origin = playerPosition, Radius = 0.025f, Color =
new(Colors.Brown, 0.5f)

});
BUKIMKH MallloBaHHSI PEECTPYIOTHCS B UEpry, BUKOHAHHS SIKOI1 IPUB A3YETHCSA 10

TOJIOBHOTO IMKIYy TOTOYHOI creHu. Ilicns Toro sik ¢irypu Oynu CTBOpEHI BOHH

BHUAAJIAIOTHCA 3 YCPI'U.

public static List<DrawCall> DrawCalls { get; set; } = [];
private static Callable ExecuteCallable { get; } = Callable.From(Execute);

public static void Queue<T>(Node source, DrawObjectBase<T> drawObject)
where T : Node {
DrawCalls.Add(new DrawCall<T>(source, drawObject));
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SceneTree sceneTree = source.GetTree();

if(DebugShapesContainer == null ||
!GodotObject.IsInstanceValid(DebugShapesContainer)) {
DebugShapesContainer = new() { Name = "DebugDraw" };
sceneTree.Root.AddChild(DebugShapesContainer);

}

if(sceneTree.IsConnected(SceneTree.SignalName.ProcessFrame, ExecuteCallable)) {

return;

_ = sceneTree.Connect(SceneTree.SignalName.ProcessFrame, ExecuteCallable);

}

private static void Execute() {
if(!IsEnabled) {
DebugShapesContainer?.QueueFree();
DebugShapesContainer = null;
DrawCalls.Clear();

return;

}
if(DebugShapesContainer == null) {

return;

}
for(int i = DrawCalls.Count - 1; i >= 0; i--) {
DrawCall drawCall = DrawCalls[i];
if(!drawCall.Execute(DebugShapesContainer)) {
DrawCalls.RemoveAt(i);

Jlns wminedt Biaanku, Oyjao HajIallTOBAaHO BUKJIMKM MAaJlOBaHHS JJIs Bi3yauizalii
HACTYITHUX JaHUX:
Cdepu xoopauHaATH TPaBIIS.
JIiH1i HanpsIMKY pyXy rpaBLs.
JIiHiit BBOAY pyXy IpaBIIsl.
Cdep xoopauHaT KiHIIIBOK.

JIiHi# ycnimHux raycast-iB.

AN e

JIiHi# HEeycHmiNIHUX raycast-iB.
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7. Cdep koopauHAT MTOYATKY raycast-iB.
8. ®diryp shapecast-is.

9. AniMoBaHuX (iryp motioncast-iB.
10.®Diryp komi3ii rpaBisl.

11. JogatkoBux (iryp Ha OCHOBI JaHUX MOTOYHOTO CTaHy TPABIIS.

JleMoHcTpallisi MaaloBaHHS HaBeJeHa HA PUCYHKY 2.16.

<=

BN OKicTs rpasLR

MosWLIA NOYATKY peikacTy

=
TMoauLii KiHLIBOK ( |

TpacKTOpIR peikacTy
110 3ITKHEHHA
Moznuis rpasuA

il
||‘|| il

TpaexTopia pefkacTy
(nicnA ziTEHeHHA)

Puc. 2.16. MamtoBanus ¢iryp BiiJIaJKu B IrPOBOMY MPOCTOP1

JpyruM KJIIO4OBUM ejleMeHTOM cuctemu Bigiaaku € DebugOverlay (puc. 2.17,
2.18).

66



Puc. 2.17. lemoHncTpaliist oBepiero Biajaaku 1

Puc. 2.18. JleMoHCTpallis OBEpICIO BiAJIAIKU 2

DebugOverlay ckianaerbcst 3 1BOX MmaHesneu iHTep@eicy, 10 OHOBIIIOIOTHCS M1 4ac
KOKHOTO Kaapy Ta BigoOpakaroTh mani rpu. Jlani GepyTthcs 3 00’ekty ReplayFrame,
JDKEpPEJIOM SIKOTO € TIOTOYHUM TMOBTOp, a0 Oe3mocepeHbo 3amylIeHU eK3eMIUISP TPH.
[ToGynoBa 1HTepdeiicy 3a1HCHIOETCS Oe3mocepeHh0 B KOJI, 3BEpPXy M0 HHU3Y, IO
7103BOJISIE€ €(DEKTUBHO 3MIHIOBATH JIaHI Ta CTUJIb X BIIOOPa’KEHHS B MPOIIECI PO3POOKH.

T'onoBHa maHens OBEpIICr0 MICTUTH JIBl TOJIOBHI cekilii — Game Ta Player — Tta ogny
nonatkoBy cekiito — Replay/Debug Replay. JlogatkoBa cexitisi 3SMiHIOETBCS, B 3aJICKHOCTI

Bl JoKepena JaHuX. Akmo gaHi OepyTbcs 3 TPU, TO B HIM BiIOOpaXa€ThCs JTOBKHUHA
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MOBTOPY BIJJIATKH, SIKMM 3alMCY€ETHCS B JIAaHWK MOMEHT. SIKIo jmaHi OepyThes 3 TOBTODY,
TO B1JJOOpa’Ka€ThCs KUIbKICTh MTOMUJIOK, 110 BIAOYJIMCS TI1J] 4ac HOro 3arucy.

JlonarkoBa maHens oBepiieto mMictuTh cekilii Current Inputs Ta Extra Data. Current
Inputs mMicTUTh mepeiK BCiX Aiil BBOAY B JaHUM MOMEHT Yacy. SKIo mij yac meperisiay
periel0 HaBeCTU Kypcop MHUIlll Ha peiikact, B cekiii Extra Data Oyme BimoOpaxkeHa

neTanbHa 1HGOpMaIist PO 1eil perKacT.

BucHoBok

Pesynbraramu gocCiipkeHb Ta PO3POOKH, MPOBEICHHX Y APYroMy po3aim, Oyso
peani3oBaHO KJIIOUOBI CHCTEMH KOHTPOJIEpY IMepCcOoHa)xa, MpOIEAypHOi aHimarii Ta
MIOBTOPY/B1/IJIAIKH.

Po3pobiiennii koHTpoJiep BUKOPUCTOBYE KOMOIHaIlito naTtepHiB State Ta Component,
0 JIO3BOJISIE peayli3yBaTd MOMAYJIBbHY CTPYKTYpPY KepyBaHHS OyIb-SKHM ITPOBUM
nepcoHaxxeM. B ocHOBI cuctemu nexutb natepH Component — 4acTHHU KOHTpoOJiepa
peanizyloThCs K 1HAUBIYalbHI KOMIOHEHTH.

[Tepmmm Bumom kKoMmMmoHEHTY € State — craH rpaBig. Kilo4oBO 0COOIMBICTIO
[[OTO KOMIIOHEHTY € Te, IO JIMIIE OJUH CTaH MOXKe OyTH aKTHMBHUN OJIHOYACHO. Takum
YUHOM peai3yeTbesi nmartepH State. [[ns kepyBaHHS CTaHAMU BUKOPUCTOBYE APYTHHA BH]L
KoMIioHeHTy — Ability. 3mi0HOCTI MOXKYTh OyTH 1HIWBIIyaJIbHO BUMKHEHI Ta BBIMKHEHI,
110 JT03BOJISIE JIETKO BKJIFOYATH Ta BUKIIIOYATH YaCTUHHU KOHTPOJIEpa.

JlomatkoBo Oysi0 IMIUIEMEHTOBAHO KOHLEMIIIO TOMIMIOK, IO JO3BOJSIE JOAABATH
CIJIBHUM (PYHKITIOHATT O KOMIIOHEHTIB, YHHUKAIOYH MPoOsIeM, OB’ A3aHUX 31 CKIIaJIHUMHU
lepapxisiMU HacliyBaHHsA, O 4acto 3ycTpiyaroThess B OOIl moaynsax. B ctanu takox
OyJI0 JTOAaHO MIATPUMKY JTUHAMIYHMX KOJII31H, 10 € HEOOX1JHUM IS peatizamii CKIIaJHUX
napKyp-MeXaHikK.

Po3pobiniena cuctema mpoueaypHOi aHIMAIlll CKIAJAEThCS 3 JBOX KOMIIOHEHTIB:
PlayerModel API Ta Drivers API. KepyBanHs Mozemito rpaBls 3[1HCHIOETECS TpbOMa
KJIacamH, 1110 BiAMOBIAI0Th 32 00€pTH Ty 1yOa, TOJI0BHU Ta KIHIIBOK.

Jlo obepty TymyOa BXOASTH MOXKIMBICTH KEpPyBaHHS 00EPTOM OCHOBU MOJECII TIO
TPHOX OCSAX, a TAKOXK 00€pTOM KICTOK XpeOTa I JOJATKOBUX aHIMarlii Haxuiay. Ooept
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TOJIOBH TOB’SI3aHUN 3 OOEPTOM KICTKM IIHi, MO JO03BOJISIE peajli3yBaTH MPUPOAHI iX
aniMauii. KepyBaHHsI KiHIIBKaMHU 3[1MCHIOETHCS 4YEpPe3 CUCTEMY IHBEPCHOI KIHEMAaTHKH,
PO3pOOIICHOT TSI peajliCTUIHOTO MO3UITIOHYBAaHHS KICTOK PyK Ta Hirl.

Drivers API interpyerbes 31 ctanamu Ta API Mozeni rpaBiis, Ta 103BOJISIE 3a]1aBaTH
KOXHOMY CTaHy HEOOX1JHY aHIMaIlo 3a JOMOMOIO0 CIeliaIbHUX 00’ €KTiB KOHPIryparii
B pEIakTopi irpoBOro pymiida. byrga cTBOpeHa MOXIMBICTH PI3HMX BHUAIB aHIMaIli Ta
NEPEXOAIB BIACTUBOCTEH MOJIEN], BKIIOUAIOUU aHIMAIII0 10 KPUBHUX Y Yacl, 3TJ1aJKyBaHHS
(IHTEepIOJNIAIi0), KOHTPOIh 3HAYeHb UYepe3 KoJ, (pikcoBaHE MPUBENCHHS IO ILIHOBOTO
3HAYEHHS, BCTAHOBJICHHS KOHCTAHTHOTO 3HAYEHHS, a TaKOX IMEPETBOPEHHS 3HAYCHHS 3
JOKaJILHOTO MPOCTOPY Y TIIOOATBHUH.

Takox Oyna cTBopeHa miaTpuMKa mapiB apaitBepiB (DriverLayers) mo mo3Bossie
HaKJIaJlaTh JeKUIbKa HaOoOpiB JApaiiBepiB aHIMallli OJUH Ha OJHOTO Ta KepyBaTH ix
BUKOHAHHSM 4epe3 KOJ| CTaHy.

TpeTbol0 CTBOPEHOIO CHCTEMOIO € CHCTeMa TIOBTOpPY, 3 I1HTErpPOBAaHUMU
iHCTpyMeHTaMH Bimnanaku. CHcTeMa IMOBTOPY J03BOJISE MOKAAPOBO 3alMCYyBaTH CTaH TpU
IiJ] 9ac irpoBOTO MPOIIECY, Ta BiATBOpIOBaTH Horo. [HTepdeiic cuctemu moBTOPY A03BOJISE
MOKaJpOBO TMEperisaiaTd TeUMIUIeH, 3 MOXJIUBICTIO (ikcamii KamMepud Ha TpabIll.
[HCTpyMEHTH BiANIaAKH TPALIOIOTh Pa3oM 3 I€I0 CHCTEMOIO0 Ta CKJIAJAlOThCS 3 JBOX
KOMITOHEHTIB: OBepJied Ta MaltoBaHHS B mpoctopi. OBeprel BimoOpaxaeThCsi MOBEPX
iHTEepdeicy rpu Ta MICTUTH 1H(OpMaIlio npo ii MOTOYHUM cTaH, abo mpo ii cTaH B
MMOTOYHOMY Kajpi TOBTOpPY. 3acO0M MaIOBaHHS BUKOPUCTOBYIOTHCS IS Bi3yasizarlii
perKacTiB, KOJi31li, BEKTOPIB Ta IHIIMX ITPOBUX JaHUX, IO JO3BOJISIE PO3POOHUKY
e(heKTUBHO JTOCIIIKYBaTH CTaH I'pU B Oy/lb KMl MOMEHT 4acy.

Ha ocHOBI po3pobieHuX cucTeM, B HACTyIHOMY poO3Iiii Oyne po3poOieHo
MOBHOIIIHHUIM MPOTOTHI IrPOBOTO MPOJIYKTY, B SIKOMY Oy/ie peai3oBaHO HalIp CKIaJIHHUX

MapKyp-TPIOKIB Ta Pi3HI BUIU MEPEMILIEHHS B TPOCTOPI.
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PO3/1JI 3
PEAJIIBAIIIA CTAHIB I'PABLIA (PYX TA TPHOKN)
3.1. Peanizanis cmiJIbHOI JIOTIKM CTaHIB 32 JOIIOMOI'0OI0 JOMIIIIOK
Jlns peanmizailii KOMIIOHEHTIB CTaHIB Ta 3A10HOCTEHl Ha OCHOBI PO3pOOJIEHOTO
KOHTpOJIepa MepcoHa)ka OyJI0 CTBOPEHO HaOlp KJACIB-JAOMIIMIOK. J[OMIIIKaMU CTaHIB €
[Animator, ICrouching, IUsesGateState, IGait, INaturalBodyRotation, IPhysics,

ITimeDuration Ta IRecordPlayerProperties.

3.1.1. TAnimator

Homimka [Animator moegHye Mik coborw cucteMy Drivers Ta koi KepyBaHHS
MOJICJUTIO TPaBIls, Ta TPUB’SI3y€ iX OO0 MOTOYHOTO CTaHy. BiH MICTUTH BIIACTHUBICTH
DriverLayer, B sKkiii 30epira€TbCs roJIOBHHN 00’€KT ApailBEpHOrO IIapy JJis MOTOYHOTO
crany, metogu Animatelnternal, GetDriversRecursive ta UpdateDriversOfType, mo €

gacTUHOMO oro AP, a Takox XyKu 110 BUKOPUCTOBYIOTH 111 API.

public interface : < > {

DriverLayer { get; }

[ (HookEvent.PhysicsProcess, HookType.Post)]
protected void OnPostPhysicsProcess() =>

AnimateInternal (Entity.Model, This.GetPhysicsProcessDeltaTime(),

Entity.BodyYRotation, Entity.LookAngle, Entity.BodyTransform, This as
)s

[ (HookEvent.Enter) ]
protected virtual void OnPostEnter() {

foreach( driver in DriverlLayer.Drivers) {

driver.Reset();

}
}
public virtual void AnimateInternal ( model, double delta, float
bodyYRotation, lookAngle, bodyTransform, ?

timeDuration = null) {
headAnimator = model.HeadAnimator;
torsoAnimator = model.TorsoAnimator;
limbAnimator = model.LimbAnimator;
UpdateDriversOfType< >(transformer =>

transformer.GlobalTransform = bodyTransform);
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UpdateDriversOfType<IFunctionChainDriver>(functionChainDriver => {
if(timeDuration != null) {
foreach(ITimeCurveFunction timeCurveFunction in
functionChainDriver.GetFunctionChain() .0fType<ITimeCurveFunction>()) {

timeCurveFunction.Progress = timeDuration.Progress;

s

torsoAnimator.CoreYaw = bodyYRotation;
torsoAnimator.CoreXOffset =

DriverLayer.CoreXOffset.Drive(torsoAnimator.CoreXOffset, delta);
torsoAnimator.CoreYOffset =

DriverLayer.CoreYOffset.Drive(torsoAnimator.CoreYOffset, delta);

}

public virtual IEnumerable<DriverBase> GetDriversRecursive() =>
DriverLayer.Drivers.SelectMany(driver => (IEnumerable<DriverBase>) [

driver, ..driver.GetNestedDrivers()

1)
public virtual void UpdateDriversOfType<T>(Action<T> action) {

foreach(T driver in GetDriversRecursive().0fType<T>()) {

action(driver);

3.1.2. ICrouching

[Ist nmomimika BUKOPUCTOBYETHCS CTaHaAMM, Ji€ TpaBellb Mpucijae 1 3abesrneuye
BUSIBJICHHSI HU3bKOI CTEJIl Ha TOJOBOIO IpaBIsl. SIKIIO Taka €, HIYOrO HE BIIOyBAa€THCA.
Sxmo creni Hemae, BUKOHYeThcsi Meton UnCrouch, 1o m03BoJisie CTaHy BHUKOHATH
MEPEKIIOYEHHS] Ha 1HIIMK CTaH, Hanpukiaza 31 crany Crawling aBTOMaTU4HO MeperTH 10
ctany Moving, ik TUTbKH HaJl TOJIOBOIO TPABIS € TO0CTATHBO MICIIS.

Ilepen BuxmukoM wmetogy UnCrouch BuKOHyeThCs mepeBipka OyineBoi 3MIHHOT
ShouldUnCrouch. Bona moxe Oytu BcraHoBieHa 31i0HicTI0O Crouch mpu HasBHOCTI BBOTY

“mpucicT’, 10 3a1o0irac aBTOMaTUYHOMY ‘“BCTaBaHHIO” TPaBIIS.
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public interface ICrouching : IMixin<Player> {
bool ShouldUnCrouch { get; set; }
Shape3D StandUpCheckShape { get; }
Transform3D StandUpCheckTransform { get; }
Vector3 StandUpCheckMotion { get; }

void UnCrouch();

[MixinHook (HookEvent.Enter, HookType.Post) ]

protected void OnPostEnter() => ShouldUnCrouch = false;

[MixinHook (HookEvent.PhysicsProcess, HookType.Post)]

protected void OnPostPhysicsProcess() {
bool canStandUp = !Entity.TryCastMotion(StandUpCheckTransform,

StandUpCheckMotion, StandUpCheckShape, false, "stand up_check");

if(ShouldUnCrouch && canStandUp) {

UnCrouch();
}
ShouldUnCrouch = true;
}
}
3.1.3. IUsesGateState

Ils momimka wmictuTh BiactuBicTh GaitState Tumy GaitState, Ta 3abe3meuye ii
30epekeHHs TPy TEepeKIItouyeHHl MK cTaHamu. BrnactuBicth GateState MicTHTH AaHi,
MOB’513aHi1 3 aHIMAaLISIMU Ta pO3paxyHKaMH X010 Ta Oiry. Ko craH, 1110 BUKOPUCTOBYE
IO BJIACTHMBICTD, MEPEKIIFOYAETHCSA Ha 1HIIMN CTaH, KUK TeX il BUKOPHCTOBYE, JOPECUYHO
oHoBUTH 00’ekT (aitState y HOBoMy cTaHi Ha ocHOB1 (aitState momepenHbOro CTaHy
(MPOJOBXKYIOUM aHIMALII0 Ta PO3pPaxXyHKH). SIKIO * MONEpeaHiil cTaH HE € CTaHOM, IO
BukopuctoBye GateState, Toal HEOOXITHO OYMUCTUTH JaHI BJIACTMBOCTI HOBOTO CTaHy

(moyaTu aHIMaIlit0/pO3PaXyHKH 3 HYJIS).

public interface IUsesGaitState : IMixin<Player> {
GalitState GaitState { get; set; }

[MixinHook (HookEvent.Enter, HookType.Pre)]
protected void OnPreEnter() {
PlayerStateBase.CurrentStateSwitchData? currentStateSwitchData =
PlayerStateBase.Global.GetCurrentStateSwitchData(Entity);
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PlayerStateBase? previousState = currentStateSwitchData?.CurrentState as
PlayerStateBase;

GaitState = (previousState is IUsesGaitState usesGaitState) ?
usesGaitState.GaitState : new();

}

3.1.4. IGait

s momimika Hajae cTaHy METOAM JUJISl BIIITBOPEHHS aHIMalliid xoapom Ta Oiry. Jlns
CTBOPEHHsI aHIMallii BUKOPUCTOBYIOTbCSI HAOOpHU KPUBHX, LIO0 OMHUCYIOTh KOOPAMHATU
YacTUH TUIa y BIAMOBIAHOCTI J0 MUKy Xoan0u, Ta 00’ekt GateState. Kpusi animariii

30epiratoThcs B pecypci GaitAnimation.

[GlobalClass]

public partial class GaitAnimation : Resource {

#nullable disable
[ExportGroup("Torso") ]
[Export] public virtual DampingCurve CoreYOffsetCurve { get; set; }
[Export] public virtual DampingCurve CoreXOffsetCurve { get; set; }

[ExportGroup("Feet")]
[Export] public virtual Curve StanceFootYOffsetCurve { get; set; }

[ExportGroup("Hands") ]
[Export] public virtual Curve HandXOffsetCurve { get; set; }

Byno ctBopeno nBa pecypcu GaitAnimation: WalkAnimation Ta RunAnimation, ans
aHiMaIlii xonpOu Ta Oiry BignmoBigHo. B gomimii [Gait Oyn0 CTBOpEHO METOMU-YTUIIITH
JUISL IHTEPIOJIALII MK JBOMA aHIMAIlisIMH, 100 3a0€3MCUNTH IUIABHUI TTepeXi Bl XOAp0H

10 Oiry Ta HaBIaKH.

protected float SampleCurveBlend(Curve curvel, Curve curve2, float offset, float
weight) => weight switch {

<= @ => curvel.Sample(offset),

>= 1 => curve2.Sample(offset),
=> curvel.Sample(offset).Lerp(curve2.Sample(offset), weight)
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JIist MofietoBaHHS ITUKITY XOJIbOM BHKOPUCTOBYEThCS 00’ekT GaitState. GaitState
OMUCY€E MOTOYHUM eTamn [UKIIYHOI aHIMaIlii X0Ah0H 3a JOMOMOTOI HACTYITHUX 3MIHHUX:

e Cycle — 3HauenHs B mexax [-1; 1], mo Bka3zye Ha mo3uiii Hir. [Ipu 3HaueHHi -1
IpaBa HOTa 3HAXOAUTHCS Mo3amy. [Ipu 3HaueHH1 1 — giBa HOra 3HAXOAUTHCS TI03aTY.

e Phase — OyneBa 3MiHHA, 10 BKa3dye Ha poii HIL [lpu 3HaueHHi true jiBa Hora €
OTIOPHOIO, MpaBa 37ilcHI0E KpoK. [1pu 3HaueHH1 false poJii 3MIHIOIOTHCS.

e CycleCount — TYMIBHUK ITUKIIIB aHIMAIII].

e StanceSwitchCount — TYMIBHUK 3M1H CTIMKHU.

e (CurrentStepLength — noBxuHa KPOKY, BHYTPIIIHE 3HAYEHHSI.

e QueuedStepLength — HacTynHa noBxkUHA KPOKy, myOniunuii API.

JUis OHOBJIEHHS CTaHy B HBOMY MICTUThCS MeTol Advance, 10 HPOBOIUTH
1HKpeMeHT abo nekpeMmeHT 3HaueHHsi Cycle B 3anexxHocti Bia 3HaueHHs Phase, Ta 3a
HEOOXITHOCTI 1HKPEMEHTY€E JIIYMIbHUKN Ta OHOBIIOEe 3HaueHHa CurrentStepLength. [{ns
3a0e3neueHHs TIaBHOCTI aHimarlli, 3MiHHii CurrentStepLength nmpucBoroeThCsl 3HAYCHHS
QueuedStepLength nume B MOMEHT mnepexogy 10 HOBOro uukiy. Jljis 3pydHOro
kopuctyBaHHsi APl Oymo Takoxxk cTtBOpeHO Bepcito Meromy Advance, mo oOpaxoBye

3HAYCHHsI IHKPEMEHTY/IEKPEMEHTY Ha OCHOBI1 BX1THUX JIaHUX XOAhO0H, 32 (POPMYJIIOIO:

v
X = stepLength X de X At, e

V — HIBUJKICTH PYXY
stepLength — nosxuna kpoky CurrentStepLength
fwd — 1 npu pyci Buepen, -1 mpu pyci Hazaz
At — nenpTa yacy
Jlns  Ge3nmocepeqHbOro BUKOHAHHA aHiMarii B gomimii [Gait € wMeromm
AnimateHands, AnimateFeet Ta AnimateTorso. KoyxHuii 3 HIX BUKOPHCTOBY€E BJIACTUBOCTI
00’exty GaitState mis 3HaAXOMKEHHSI HEOOX1THUX 3HAYEHb KPUBUX y MMOTOYHOMY MOMEHTI

IIUKJTY aHIMaIlii, HalpuKJIaI;

DriverLayer.CoreYOffset.DefaultTarget =
SampleCurveBlend(WalkAnimation.CoreYOffsetCurve, RunAnimation.CoreYOffsetCurve,

GaitState.StepProgress, torsoAnimator.CoreYOffset,
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delta, dampen, blendWeight);
DriverLayer.SpineTwist.DefaultTarget =
SampleCurveBlend(WalkAnimation.SpineTwistCurve, RunAnimation.SpineTwistCurve,
GaitState.Cycle, torsoAnimator.SpineTwist,
delta, dampen, blendWeight);

3.1.5. INaturalBodyRotation

[{s momimika BUKOPUCTOBYETHCS CTaHAMH JIJIi aBTOMATUYHOTO O0EpTy Tija rpaBIls
HABKOJO BEpPTUKAIBHOT oOcCi Y 3riIHO WOro KyTy TOIVSAY. XapakTep o0epry
koH(pirypyerbest pecypcom NaturalBodyRotation, 1o mMicTUTh BIacTUBOCTI KOHQIrypailii
HeadFollowAngleSoftThreshold, HeadFollowAngleHard Threshold Ta
RotationSmoothness.

HeadFollowAngleSoftThreshold Bu3nauae MiHiManpHE BIIXHJIEHHS KyTa MOTIISTY
Bl Kyra o00epTy Tuta, mNOpH  SKOMYy TUIO Ma€ II0YaTH  OOEPTaTHCh.
HeadFollowAngleHardThreshold Bu3znauae MakcumanbHe BIIXUJICHHA. SIKIIO pi3HUILISA
KyTiB TEPEBHIIYE 1€ 3HAYCHHS TO TUIO Oyle MOMEHTAJIBHO MOBEPHYTE JO HEOOX1IHOTO

KyTa 0e3 3m1apkyBaHHs. RotationSmoothness Bu3Hauae koedilieHT 3r1aKyBaHHs 00€pTYy.

public interface INaturalBodyRotation : IMixin<Player> {
NaturalBodyRotation NaturalBodyRotation { get; }
float TargetBodyYRotation { get; set; }

[MixinHook (HookEvent.Process, HookType.Pre)]
protected virtual void OnPostProcess() {
double delta = Entity.GetProcessDeltaTime();
Vector2 lookAngle = Entity.LookAngle;
if(lookAngle.X.AngleDifferenceAbs(TargetBodyYRotation) >
NaturalBodyRotation.HeadFollowAngleSoftThreshold) {
TargetBodyYRotation = lookAngle.X;
}
Entity.BodyYRotation = Entity.BodyYRotation.DampAngle(TargetBodyYRotation,
NaturalBodyRotation.RotationSmoothness, delta);
float hardThreshold = NaturalBodyRotation.HeadFollowAngleHardThreshold;
Entity.BodyYRotation = Entity.BodyYRotation.ClampRad(lookAngle.X -
hardThreshold, lookAngle.X + hardThreshold);

}
[MixinHook (HookEvent.Enter, HookType.Post) ]
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protected virtual void OnPostEnter() =>

TargetBodyYRotation = Entity.LookAngle.X;

3.1.6. IPhysics

[ls nomimka BUKOPUCTOBYETHCS CTaHAMM, SIKMM HEOOXIHO BHUKOPHCTOBYBAaTH
bi3uuHM pymni AJiS TEpeMillleHHs] TPaBIlsl, peasli3ylouu ONMUCAHWUN paHilie TiOpuaHuN
HIX17] 10 PyXy IpaBlisl.
public interface : < > A{

[ (HookEvent.PhysicsProcess, HookType.Post)]
protected void OnPostPhysicsProcess() => Entity.MoveAndSlide();

3.1.7. ITimeDuration
I{s momilika BUKOPUCTOBYETHCSI CTaHAMH, L0 MalOTh (DIKCOBaHY TPUBAJIICTh 4acy.
Bin BiacniakoBye yac, M0 CIUIMB 3 MOMEHTY BXO)KEHHS B CTaH Ta HAJla€ BIACTUBOCTI IS

OTpUMaHHA 1H(OpMaIIii PO MPOTpec Ta CIUIUB Yacy.

public interface : < > {
float Duration { get; }
float TimelLeft { get; set; }

public float Progress => 1 - (TimeLeft / Duration);
public bool IsElapsed => TimelLeft < 0;
public float TimeElapsed => Duration - Timeleft;

[ (HookEvent.Process, HookType.Pre) ]
protected void OnPreProcess() => TimeLeft -= (float) This.GetProcessDeltaTime();
[ (HookEvent.Enter, HookType.Post) ]

protected void OnPostEnter() => TimelLeft = Duration;

3.1.8. IRecordPlayerProperties
Iro nomimky Gyrno momaHo 10 6a3oBoro kiacy crany PlayerStateBase. Moro ponb
noyiirae 'y 30€peXeHHI OCTaHHIX 3HAUYeHb IO3HUINI Ta MIBUAKOCTI TPaBIlA, aKe IIe

HEOOX1AHO JuIsi 0araTbOX aJITOPUTMIB KOTO PyXYy.
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ic interface : < > {

[ (HookEvent.PhysicsProcess, HookType.Post)]

protected virtual void OnPostPhysicsProcess() {
Entity.PreviousGlobalPosition = Entity.GlobalPosition;
Entity.PreviousVelocity = Entity.Velocity;

3.2. ba3oBuii pyx

bazosuit PYX I'paBIs CKIIAAAETHCS 3 HACTYITHUX CTaHIB:

I.

A S AN U i

Default — cToiTs Ha MicIIi.

Moving — xonpba Ta Oir.

Stepping — nepecTynaHHs.

Grinding — koB3aHHS CTOSYU (TaIbMYyBaHHS).
Jumping — cTpuboxK.

Falling — maginus.

LandingContact — MOMEHT MpU3EMIICHHS.
LandingHarshly — mpocTe HeBnane nmpuzemieHHS.
Crouching — B mpucsi.

Ileit HabGip pyxiB JIO3BOJIAE€ BUIBHO IMEpEMIIIaTUCS MO PIBHIN Ta MOXWIIH 3emi, a

TaKOXX J0JaTH HEBEJIMKI Mepemkoau. Jlami 1eTalbHO PO3IITHEMO peati3alliio IuX CTaHiB,

Ta KJIACU-3A10HOCTI, III0 HUMHU KEePYIOTb.

3.2.1. Default

B npomMy cTaHi rpaBenb IpoOCTO CTOITH HA MICII. SIKIIO 10 IbOTO rpaBellb pyXaBcs,

HOTo MIBUAKICTH MJIABHO BMajie A0 HYJsA. OCKUIBKM 1€l CTaH MOJUISE BCIO CBOIO JIOTIKY 31

CTaH

oM Crouching, Oymno ctBopeHo 6a3oBuii kinac StationaryStateBase. Jlomimkamu crany

e: [Physics, INaturalBodyRotation.

[Tix yac KOKHOTO (PI3UYHOTO LUKITY, TOPU30HTAIbHA IIBUIKICTD IPaBLs 3MIHIOETHCS

3a (hOpPMYIIOIO 3TIIAJKyBaHHS, IIIIbOBUM 3HAYCHHSIM SIKO1 € HYJIbOBUH BEKTOP, a KOS(IIIEHT

BCTAHOBIIIOETHCS B pEIaKTOpl dYepe3 BiacTUBICTh StopSmoothness. Beprukanbha

IIBUIKICTH BCTAHOBIIIOETHCA (.
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[Ticnst IbOTO BUKOHYETHCS aJITOPUTM BHU3HAYCHHSI XapaKTEPy MOBEPXHI 1] TPABIIEM.
Byno ctBopeno kiac FloorMatrix, 1o npeacrasiisie OO0 IBOBUMIPHY MaTpuilro 3x3, 1e
KOXKHA KOMipKa — CEKIIis MJUIOTH i, Ta JoBKoja rpaBis. LleHTpansHa koMipka MaTpuIl —
1€ 3HaYeHHsI 0e3MoCcepeIHbO MO KOOPAMHATAX IPaBIls. 3HAYEHHS M0 NEPUMETPY MATPHUIl
JeXaTh MO KOJY HABKOJIO LIEHTPAJIbHOI MO3MIII. 3HAYEHHS KOMIPOK € TPHUBIMIPHUMU
BEKTOpPaMH, 110 BKa3yIOTh HAa KOOPJIMWHATH KOMIPOK B MPOCTOpi. SIKIIO KOMipKa HE Mae
3HAYEHHsI, TO B IbOMY MICIIi HEMA€ T1/JIOTH.

Jlis BU3HAYE€HHS KOOPAMHATIB BUKOPUCTOBYIOTHCS 9 BEpPTHKAIbHHMX PEWUKACTIB.
[opuzonTanbHa MO3MIIS HEHTPATBHOTO PEUKACTy CHIBHAAA€ 3 KOOPAUHATAMU TPABIS Y
cBiTi. Pasniyc kona, mo sikoMmy poOnsaThCsi 8 JOJATKOBUX PEUKACTIB JOPIBHIOE BIACTUBOCTI
StanceWidth / 2, To6To cTaHmapTHIM MMPUHI CTIMKK 171 gaHOi Momeni. Beprukambhe
3MIIIEHHSI KO)KHOTO PEMKACTy € BIJIHOCHUM BEPTHKAJIbHIM KOOpAWHATI rpaBlsi Ta Oyso
BU3HAYEHO EKCIIEPUMEHTAILHUM MUIIXOM. SIKIO B pe3ynbTari peiikacTy Oynia 3HaiiieHa
MO3HUIIIA, 1 i1 BIAXWUJIEHHS BiJI BEPTUKAIBHOI OC1 HE TIepeBUILye 45°, 1151 TO3UIIISI TOIA€ThCS
1o FloorMatrix.

3D-Bi3yamizariisi MpOMEHIB, peaii3oBaHa 3a JOIMOMOTOI IHCTPYMEHTIB BIJIaJIKH,

HaBeJIcHa Ha pUCYHKY 3.1.

Puc. 3.1. Bigyamnizaiiisi npoMeHiB CKaHYBaHHSI IIJIOTH Ta 3HAWICHI KOOPJAUHATH
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Otpumapim 3anoBHeHy FloorMatrix, MM MO)KeMO BH3HAYUTH XapaKTep MiAJIOTH T
rpaBieM. [ Toro mo6 rpaBellb MaB MOMJIMBICTH CTOSITH Ha MICIll, MiJ HUM Mae OyTu
HasIBHOIO a00 LIEHTpasbHa KOMipKa, ab0 mapa MpOTHIIEKHUX KOMIpOK 1o nepumetpy. [pu
HAsIBHOCTI JCKUIBKOX IMIIXOASAIIUX MO3UIIIH, MEPIIOI0 B CIIUCKY MPIOPUTETIB € JlaroHaIbHa
napa mo3uiii mig Kytom 45° mo komy. Ko Takoi mapu Hema, oOupaeThes Oynb sKa 1HIIa
napa Mo3uiliil. SIKIo *KoAHOI Mmapy MO3UIli 3HAWeHO HE Oys0, 00MpaeThCs MEHTpalbHA
MO3UIisA. SIKIIO IEHTpajibHAa MO3WIlS TEX BIJACYTHS, TO BBaXKAETHCS IO MijJjIora Mif

rpaBlieM HE € MPHUAATHOIO 1 3/1MCHIOEThCA TepekitodeHHs crany B Falling. Pesynbratu

BU3HA4YCHHAA Hi,Z[J'IOl"I/I IMPOACMOHCTPOBAHO HAa PUCYHKY 3.2.

Puc. 3.2. JlemoHCcTpalis aganrtaiii Mojesi 10 HEMOBHOI ITiJIJIOTH

Takoxk B LBOMY CTaHl BIJOYBAa€ThCS 3MIMICHHS MOJENI TpaBls BUXOASYMU 31
3HAWICHUX KOOPJMHATIB HIT Ha Mij1031. BepTukanbHa KoopanHaTa rpaBiisi 00paxoBYy€EThCS

AK Cepe/lHE apu(PMETUYHE BEPTUKAIBHUX KOOPAUHAT M1JJIOTH:

yPOSltlonlegl+yPOSltlonle

2

g2

yPosition =
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JlonatkoBO  BiJIOyBa€ThCS KOPUTYBAaHHS  BEPTUKAIBHOTO  3MIMICHHS  MOJEI

CoreYOffset. Lle rapanTtye, 1110 oOU/IB1 CTyIHI 3MOXKYTh TOPKHYTHUCS IIJJIOTH.

yAdjustment = min(yPositionlegl, yPositionlegZ) — yPosition

3HaiiieHe  3MIIIEHHA  Jail  [epelaeTbcsl  BCIM  3HAIGHHMM  JpaiiBepam
cnemianizoBanoro tumy SingleUnevenGroundTransformer. Pesynsratu kopekiiii HIr

300paXeHo Ha PUCYHKY 3.3.

Puc. 3.3. JlemoHCTpaIlis aganTaiii MoJIes 10 MOXHUIOL IMiJIoTH

JpaitBepHa iepapxis Oyisa moOyioBaHa HACTYITHUM YHHOM:

- DriverLayerSet
- DriverLayer (Base)
- Core Y Offset
- SingleUnevenGroundTransformer
- SingleDriver
- SingleConstantFunction
- SingleDampingFunction

- Core Tilt
- SingleDriver
- SingleAngleDampingFunction { Smoothness: 10 }
- Left Foot Position
- Vector3Driver
- Vector3DampingFunction
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- Right Foot Position
- Vector3Driver
- Vector3DampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.225, 0.95, 0)
/
- Vector3DampingFunction { Smoothness: 10 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.25, 0.95,
-0.055) }
- Vector3DampingFunction { Smoothness: 10 }
- ToggleableDriverLayer (Balancing)
- Left Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0, 0.2, 0.1) }
- Vector3DampingFunction
- Right Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction
- Vector3DampingFunction
- Left Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -30° }
- SingleAngleDampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.4, 1.2, 0) }
- Vector3DampingFunction { Smoothness: 10 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.4, 1.2, 0) }
- Vector3DampingFunction { Smoothness: 10 }
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3.2.2. Moving
B crani Moving rpaBseup iiae abo ODKHTH MO PiBHIM a00 MOXWIIN MOBEPXHI.
HNomimkamu ctany €: [Physics, 1Gait, [UsesGaitState. [Imst peamizamii mporo Oyna
ctBopeHa cuctema kKoHpirypamiii (Movement Configuration) Tta animamiit (Gait
Animation). Gait Animation BukopuctoBye nomimky IGait, pecypcu GaitAnimation Ta
GaitState.
MovementConfiguration € pecypcom, 0 MICTUTh HaOIp JaHUX, SIKI OIMUCYIOTh
TEXHIYHI aCTIEKTH XOIh0U:
e TopSpeed — MakcuMalibHA MIBUAKICTD.
e SpeedOverSlopeAngle — kpuBa 3a7€KHOCTI MBUAKOCTI BiJl KTy HaXUJIy MTOBEPXHI.
e StepLengthRange — MiHIManpHa Ta MaKCHMajbHa TOBKHUHA KPOKY.
e AccelerationSpeed — momaHoOK y (PYHKITIT TPUCKOPEHHSI.
e AccelerationFactor — MHOXHUK y (YHKITIT TPUCKOPEHHS.
e VelocityVectorSmoothness — mapametp (yHKIIIT 311a5KyBaHHS BEKTOPY IIBUIKOCTI.
e [canFactor — koedirieHT HaXUITy TiJIa TPU TTOBOPOTI.
e TurnAroundEnterSpeedThreshold — miHiManpHa MBUAKICTH, HEOOXiTHA IS (as3H
PO3BOPOTY.
e TurnAroundDuration — TpuBasicTh Gha3u po3BOPOTY.
e TurnAroundExitSpeed — mBuaKICTh TP BUXOA1 3 (pa3u po3BOPOTY.
e DecelerationFactor — koedillieHT COBUTBHEHHS MPU BXO/I1 B (ha3y 3yIUHKH.

e DecelerationSmoothness — 3rapkyBaHHS CIIOBUTBHEHHS.

byno crtBOopeno aBa pecypcu MovementConfiguration — WalkConfiguration Ta
RunConfiguration. Ctan Moving aBToMaru4yHo oOupae HEOOXIAHUN HalIp JaHUX B
3JIEKHOCTI B JEKUIbKOX (pakTopiB. SIKIIO0 TpaBelb Mae MOXJIMUBICTH Oirtu (Oynesa
BiacTuBicTh AllowRunning) i BBog Bka3zye Ha pyX BIEped, BIIBO YM BIPaBO, JaHI
RunConfiguration OynyTh BukopucTaHi. B iHIIOMYy BuUmaaky OyayTh BUKOPHCTaH1 JaH1
WalkConfiguration. /[ani aniMariii 0OMparoThCsl aATOPUTMOM 3MINITYBaHHS 3 TBOX HAOOPIB
Ha OCHOBI IIBUAKOCTI T'PaBIIS:
blend = invlerp(topSpeedW, topSpeedr, clamp(llvll, topSpeedW, topSpeedr))
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Jlorika crany Moving Oyna po3auieHa Ha okpemi (as3u, TMpencTaBieHl

Ki1aCcaMHu-3aIltlMCaMH.

StartingMovingPhase — rpaBens mo4nHae pyxatuch. Moro mBUAKICT 361IbIIyeThCS
BiamoBigHO 3HaueHHSAM AccelerationSpeed Ta AccelerationFactor. ITapamerpu:

o Speed — 6a30Ba MOTOYHA IIBUIKICTb.
MovingPhase — rpaBerp pyxaeTbcs. MoOro BeKTOp IIBHAKOCTI IOCTiiHO
OPUBOJUTHCA  JO  BEKTOPY  PyXy  3TJHO  BBOAY  Ta  3HAYEHHIO
Velocity VectorSmoothness. B 3anexxHocTi Bifg pi3HMII BEKTOPIB PO3PAXOBYETHCS
HaxwI Tija rpaBugd. [lapamerpu:

o TargetVelocity — 11i150Ba IIBUJIKICTb.
TurningAroundPhase — rpaBeris po3BepTaeThes. Foro MBHAKICTh MPUBOIUTBCS 10
0. [TapameTpu:

o InitialVelocity — moyarkoBa MIBUAKICTb.

o TimeElapsed — ckiJIbKK 9acy CIUIMBIIO 3 MOMEHTY BXO1y B (pasy.
StoppingPhase — rpaBenb 3ynunsietses. [lapameTrpu:

o TargetVelocity — nuib0Ba MBUAKICTb.

[Ipu BiACYTHOCTI BBOAY, I'paBellb MOYMHAE 3yNMUHATUCH. Lle BinOyBaeThcs ogHUM 3

TPHOX CMOCOO0IB, B 3aJIEKHOCTI B1Jl IIIBUJIKOCTI IpaBLIs:

[Ipu 3Hayniit mBuaKOCTI (WBHAKICTH OUIbina 3a GrindSpeedThreshold) cran
nepexiodaeTbes Ha Grinding.

[Ipu wHu3bkil mBHUAKOCTI (mBUAKICT MeHIma 3a StepStopThreshold) cran
nepekirouaeTbes Ha Default.

[Ipu cepenniii mMBUAKOCTI Pa3a MepektoyaeTbcsi Ha Stopping, 1 MIiCHs 3A1HCHEHHS

OJTHOTO KPOKY CTaH nepekitodaerbea Ha Default.

Jlorika nepexitodeHHs (a3 300pakeHa Ha pUCyHKy 3.4.
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i wo” D204 pyxy Hemae Tak o " LWBuaKicTe HUKUS Tak | MepekmounTi cTaH
PhysicsProcess »< <2 Phase I= Stopping? »< SienSiopThrazhold? - 2 Detal

MepekniynTin Phase
Ha Stopping

lMNepeknunTH CTaH
Ha Grinding

StartingMoving TumingAround Stopping

MNepekniouyutin Phase

2
Ha TurningAround € BEOQ PYXy©

MNepekniouyutin Phase EAAKICTE MepekniynTin Phase MepekniouuTin Phase MNepekniouutin Phase
. nepesvLMna ; ) h ) h
Ha Moving Link0gy? Ha TurningAround Ha StartingMoving Ha StartingMoving

Puc. 3.4. Jliarpama joriku nepekinrodeHHs (a3

PoskaapoBku animMartiit 6iry Ta xoas01 HaBeaeH1 Ha pucyHKax 3.5 Ta 3.6.

ersal (DEBUG) X | # ProjectUtraversal (DEBUG) X | # ProjectUtraversal (DEBUG) X § & ProjectUtt 3UG) x | & raversal (DEBUG)

Puc. 3.5. Po3kagpoBka a"imartii 0iry
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& ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG)

Puc. 3.6. Po3kagpoBka aHimariii Xxoa0u

3.2.3. Stepping

B crani Stepping rpaBens nepecTtymnae uyepe3 HeBenuki nepemkonu. el cran Oymno

CTBOPEHO g 3a0e3Me4eHHs] IUIABHOCTI aHIMalliii Tpu TEpeMillleHHI 0 HEpiBHIN

noBepxHi. Jlomimkamu crtany €: ITimeDuration, [Gait, [UsesGaitState. [Tapamerpamu

KoH(]irypartii cTany e:

SteppingData SteppingData — criiibHHI pecypc TaHUX CTaHy.
MovementConfiguration WalkConfiguration — pecypc HanamryBaHb X0AbOu.
MovementConfiguration RunConfiguration — pecypc HanamryBaHb Oiry.

Vector2 DurationRange — MakcuMasbHa Ta MiHIMaJbHa TPUBAJIICTh CTaHY.

Curve StepCurve — kpuBa epeMilleHHs Tija.

float ExitSpeedLimitWhenMovementlsZero — BuxiziHa MBUIKICTh MPHU BIACYTHOCTI
BBOJLY.

GaitAnimation WalkAnimation — pecypc animariii Xxoas0mu.

GaitAnimation RunAnimation — pecypc a"imari oiry.

[Tpu BXOA1 B CTaH BU3HAYAETHCS MTOYATKOBA Ta KiHIIEBa MO3uIlis Tpasis. [louaTkoBa

no3uilig OepeTbcsd 3 TMOTOYHOI, a KiHIIEBa — 3 pecypey SteppingData, Haitbmmxua 10

no4yatkoBoi. [Ticist boro po3paxoByeThCs TPUBANICTD CTaHy 3a (POpPMyITOrO:
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t = lerp(tmin, t invlerp (vrmax, o v)), ne:

tmin — MiHIMaTbHa TpHBaHiCTL CTaHy,

t .. MaKcMMaibHa TPUBAJIICTh CTaHY;

vr  —MaKCHMalbHa mBuKicTh 0iry RunConfiguration. TopSpeed;

vw_ — MakcuMaibHa mBHAKIcTh Xxoap0u WalkConfiguration. TopSpeed,;

max

V — [IOTOYHA IIBUJIKICTb PYXY.

Takok BUBHAYAETHCS KO HOTOIO 3MIIMCHIOETHCS TepecTymanHs. [Ipu pyci Boepen
e 3HaueHHs GaitState.Phase, npu pyci Hazan — o6epuene 3HauenHsa GaitState.Phase.

[Tin yac KOXKHOTO KaJpy HpPOAOBXKYETHCS aHIMalls PyXy 3a JAOIMOMOIO BUKIIUKY
GaitState.Advance, a mo3wuIlist rpaBIls IHTEPIIOITIOETHCS Bij] MOYATKOBOT 10 KIHIIEBO 3T1/THO
kpuBoi StepCurve. SKIIO TpUBAJIICTh CTaHy CIUIMHYJIa Ta € BBOJI pyXy, CTaH
nepekIovacTbest Ha Moving. SIkimo BBOmy HeMae, cTaH mepekimodaeThesi Ha Default, a

BEKTOP IIBUJIKOCTI 0OMexKyeThes 3HaueHHsIM ExitSpeedLimitWhenMovementlsZero.
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& ProjectUltraversal (DEBUG) > # ProjectUltraversal (DEBUG)

Puc. 3.7. JlemoHcTpartis animariii crany Stepping

AHimanii HaBeneHO Ha puUCYHKY 3.7. JlpaiiBepHa iepapxisi Oyna moOymoBaHa

HaCTYyITHUM YHHOM!

- DriverLayer (Base)
- Left Foot Position

- Vector3Driver
- Vector3DampingFunction
- Right Foot Position
- Vector3Driver
- Vector3DampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3PassThroughDriver
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3PassThroughDriver
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3.2.4. Grinding

B upomy cTani rpaBenb 3ynUHIETHCS, KOB3AIOUH 110 MOBEPXHI. JIOMIIIKaMH CTaHY €:

[Physics. [TapameTpamu koHpiryparii cTany e:

VelocitySmothness — mapameTp QyHKIIiT 3r71a15KyBaHHS MTBUIKOCTI.
FootRayCastVRange — wiHIManpHuii Ta MaKCUMaJbHUNW BEPTUKAIBHUN 3CYB
perKacTiB MOBEPXHI.

MaxSlopeAngle — MakcUMaJIbHUIM KYT HAXUUITY TOBEPXHI.
SlopeSpeedAdjustmentCurve — KpuBa 3aJIe)KHOCT1 CHOBIJILHEHHS TPABIS BiJ KyTYy
HaXWJIy OBEPXHI.

BodyZOffsetRange — miHiManbpHe Ta MaKCUMaIbHE 3HAYCHHS 3CYBY Tija IPaBIIsl.

BodyZOffsetSpeed — mBHIKICTb 3CyBY Tijia rpaBIIsl.

[Tin yac BXOomy B CTaH, 3aHOTOBYEThCS HANPSIMOK PyXy Ta KyT 00€pTy TiJIa HaBKOJIO

oci Y. Lle HeoOXigHO UIsi BU3HAUEHHS BEAy4Oi HOTM Ta KOPEKTHOTO BiIOOpaKeHHS

a”iMari.

[lin yac KOXHOTO KaJpy THEpeBIpseETbCS YU € BBOA. KO Tak, TO CTaH

nepexiodaeTbes Ha Moving. Jlam po3paxoBYOTHCS MO3UINT HIT Ta PyK BIAMOBIAHO /10

HaANPSIMKY pyXy, OYaTKOBOTO 00epTy Tijia Ta 00epTy Mmomisiay Kamepu. ICHYIOTh 4oTHpHU

BaplaHTHU CTaHy IrpaBL:

1.

IIpaBa Hora € Bey4oro, rpaBellb JIUBUTHCS B HAIPSIMKY PyXy (puc. 3.8).

. JliBa HOTa € BeAy4O10, T'paBellb JUBUTHCS B HAPAMKY pyxy (puc. 3.9).

2
3.
4

[IpaBa HOra € Beay4or0, rpaBellb AMBUTHCS Ha3an (puc. 3.10).

. JliBa HOTa € Bey4or0, TpaBelh AUBUTHCS Hazax (puc. 3.11).
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% ProjectUltraversal (DEBUG) * & ProjectUltraversal (DEBUG)

Puc. 3.8. Animanis Grinding, BapianT 1 Puc. 3.9. Animarisa Grinding, Bapiast 2

# Projectlltraversal (DEBUG) - 0 ® ProjectUltraversal (DEBUG) - O

—

Puc. 3.10. Animanis Grinding, Bapiast 3 Puc. 3.11. Animamist Grinding, BapianT 4

3HaOuM IUJIbOBI KOOPJIWHATH HIT B TOPU3OHTAIBHIN TUIONIMHI, BUKOHYIOTHCS JBa

perKacTu Ta BU3HAYAIOTHCS BEPTUKAJIbHI KOopauHatu (puc. 3.12).
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& ProjectUltraversal (DEBUG)

Puc. 3.12. Ananrariis Mojeni 10 HaXuily MOBEPXHI

HpaiiBepHa iepapxis Oyna nmodyqoBaHa HACTYITHUM YUHOM:

- DriverLayer (Base)

Core X Offset
- SingleDriver
- SingleDampingFunction { Smoothness: 10 }
Core Z Offset
- SingleDriver
- SingleDampingFunction { Smoothness: 10 }
Core Tilt
- SingleDriver
- SingleConstantFunction { Value: -0.2 }
- SingleAngleDampingFunction { Smoothness: 10 }
Left Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver
Right Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver
Left Knee Y Rotation
- Single Driver
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- SingleAngleDampingFunction
- Right Knee Y Rotation
- Single Driver
- SingleAngleDampingFunction
- Left Hand Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver
- Right Hand Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver

3.2.5. Jumping
B npomy crani rpaBens crpubae BBepx. Jomimkamu crany e€: [Physics,
[NaturalBodyRotation. [TapameTpamu koHbirypaiiii cTany e:

e JumpStrength — moyarkoBa BepTUKaIbHA BUIKICTD.

e ForwardBoost — nonaTtkoBa ropu3oHTaIbHA IIBUIKICTE IPU CTPUOKY BIIEpEI.

e ForwardBoostThreshold — mopir, HeoOXigHUN ISl akTUBaLli TOPU30HTAIBLHOIO
TIPUIIBHIIICHHS.

e (ravity — BepTUKQJIbHE CTIOBUILHEHHSI.

e MovementManipulationFactor — koediIieHT KOHTPOJIIO HAJl PyXOM B TIOBITPI.

e HorizontalVelocityDamping — ropu3oHTaIbHE CIIOBUILHEHHS.

ITix yac BXoay B cTaH BiOyBarOThCS JB1 JIii:

1. Ob6paxoByeThbcsi 0a3oBa TOpU3OHTAIbHA MIBUAKICTH TpaBis BaseVelocityH. fkmio
CKaJsipHU JOOYTOK MOTOYHOI TOPU3OHTAIBHOI IIBHUIKOCTI Ta BEKTOPY BBOIY
aexuTh 'y Mexax mnopory ForwardBoostThreshold, To n0 ropuszoHTasibHOI
MIBUAKOCTI AonaeThest ForwardBoost.

2. BcTaHOBIIOETHCS BepTHKaAIbHA MBUAKICTH TPaBIls 31 3HaYeHHS JumpStrength.

[1ix yac KOXXKHOTO KaJipy Bi10YBarOTHCS HACTYIIHI JIIi:

1. BaseVelocityH mnpuBomutbcst Onmuxde 10 Hyas 3a (GOPMYJIO 3I71a/KyBaHHS.
®dakrop — Horizontal VelocityDamping.

2. Topu3oHTaIbHA IMIBHJKICTh TpaBlsl BCTaHOBIIOeTbea sk BaseVelocityH +

MovementInput * MovementManipulationFactor.
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3. Jlo BepTUKaJbHOI HIBUAKOCTI IpaBLsl NOJAEThCs 3HaYeHHs (Gravity MOMHOXXEHE Ha
JIEJIBTY 4acy.
4. Slxmo BepTuKajgbHa MIBUAKICTH MepeTHyaa 0 Ta cTajga HETaTUBHOIO — IPaBellb JOCST

BEpIIMHU CTpUOKa, 1 cTaH nepekitodaeTbes Ha Falling.

Puc. 3.13. JlemoHcTpaliis aHiMarlii crany Jumping

Po3kanmpoBky animariii HaBemeHo Ha pucyHKy 3.13. JlpaliBepHa iepapxis Oyma
noOy/IoBaHa HACTYITHUM YHHOM:

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleDampingFunction { Smoothness: 30 }
Core Tilt
- SingleDriver
- SingleAngleDampingFunction { Smoothness: 10 }
Spine Curl
- Single Driver
- SingleAngleConstantFunction { Value: -40° }
- SingleAngleDampingFunction { Smoothness: 5 }
Left Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0.3, 0) }
- Vector3DampingFunction
Right Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0.2, 0) }
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- Vector3DampingFunction
- Left Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -15° }
- SingleAngleDampingFunction
- Right Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: 15°}
- SingleAngleDampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.3, 1.4, -0.3) }
- Vector3DampingFunction { Smoothness: 30 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.3, 1.4, -0.3) }
- Vector3DampingFunction { Smoothness: 30 }
- Left Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: 60° }
- SingleAngleDampingFunction
- Right Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -60° }
- SingleAngleDampingFunction

3.2.6. Falling
B mpomy crani rpaBens mnamae BHu3. Jlomimkamu crany e€: [Physics,
INaturalBodyRotation. [TapameTpamu koHbIrypariii crany e:

e (Gravity — BepTUKaJIbHE MPUCKOPCHHSI.

e MaxY Velocity — qiMIT BepTUKaIBHOT IIIBUIKOCTI.

e MovementManipulationFactor — koedilieHT KOHTPOJIIO HaJl PyXOM B MOBITPI.

e Horizontal VelocityDamping — ropu3oHTaabHE CIIOBITBHEHHS.

e FloorRayCastStartYOffset — BepTuKagbHE 3MIMICHHS PEUKACTIB 3HAXOJKESHHS
IT1JJTOTH.

e MaxFloorAngle — makcuManpHU KyT HAXUITy I1JIOTH.
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HiI[ dac BXOAY B CTaH, 'OPpU30HTAJIbHA IHBI/II[KiCTI) I'paBOs 3allUCYETHCA B 3MlHHy

BaseVelocityH.

[1i7 yac KOXXKHOTO KaJpy BiI0OYBaIOTHCS HACTYIIHI Jii:

l.

AHanoriyHo 0 cra"y Jumping, TOpU30HTAIbHA MIBUIKICTh HAOIMKAETHCS 10 HYJIS

Ta 10 HEl J0JAa€ThCS BBOJI.

. BeprukanbpHa mBHIKICTH 00paxoBY€ETHCS 32 POPMYIOL0:

vVelocity = max(vVelocity + (g * A), vVelocitymax)

. BuxopucrtoByetrbcsi meton LocateFloor mns 3naxomkenHs miamoru. IlouaTkose

BEpPTUKAJIbHE 3MIIIEHHS peiikacTiB BCTAHOBIIIOETHCS napameTpoM
FloorRayCastStartY Offset. KinieBe BepTHKallbHE 3MIIlIEHHS OOpPaxOBYETHCS 3a

dbopmyoro:

FloorRayCastEndYOf fset = PhysiC:TViiﬁg <ooorg — 0,025

Axmio Oyna 3HaliileHa IEHTpalibHa KOMipka a0o xoua O o;Ha mapa KOMIpOK

nepuMeTpy, ctal 3MmiHoeThest Ha LandingContact.

# ProjectUltraversal (DEBUG) X | # PprojectUitraversal (DEBUG) X | # PprojectUitraversal (DEBUG) X | # PprojectUitraversal (DEBUG) X | # PprojectUitraversal (DEBUG)

Puc. 3.14. JlemoncTpartis animaiii crany Falling

PoskaapoBky animanii HaBelneHO Ha puCYHKY 3.14. JlpaiiBepHa iepapxisi Oyna

moOyJ0BaHa HACTYITHUM YMHOM:

DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleDampingFunction { Smoothness: 5 }
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- Core Tilt
- SingleDriver
- SingleAngleConstantFunction { Value: -20°}
- SingleAngleDampingFunction { Smoothness: 3 }
- Spine Curl
- Single Driver
- SingleAngleDampingFunction { Smoothness: 6 }
- Left Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0, 0) }
- Vector3DampingFunction
- Right Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0, -0.2) }
- Vector3DampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.3, 1, 0.1) }
- Vector3DampingFunction { Smoothness: 30 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.3, 1, 0.1) }
- Vector3DampingFunction { Smoothness: 2 }
- Left Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: 40° }
- SingleAngleDampingFunction { Smoothness: 7 }
- Right Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -40° }
- SingleAngleDampingFunction { Smoothness: 7 }

3.2.7. LandingContact
B 1mieomy cTaHi rpaBelh NOYMHAE TOPKATUCH IMTJIOTH IMICIs MaiiHAA. B 3ame)HoCTI
BIJl BBOJIy Ta IIBHUJIKOCTI pyXy, CTaH Oy[e MEepeKIoYeHO Ha iHmMi. [[oMIllKOI0 CTaHy €
ITimeDuration. [Tapamerpamu koHpiryparii cTany e:
1. MaxDuration — MakcuMaIbHa TPUBAIIICTh CTaHY, SIKIIIO HEMAE BBOJTY.

2. ExcessiveY Velocity Threshold — mopir HagMipHO1 BEpTUKaIBHOI IBUIKOCTI.
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3. Critical Y VelocityThreshold — mopir KpuTH4HOi BEpTHKATBHOT IIBUAKOCTI.

[1i7 yac KOXXKHOTO KaJpy BiI0OYBaIOTHCS HACTYIIHI Jii:

1. Slkmo  BepTUKalbHa  IIBUIKICTh  HE  TEPEBUINYE  HAAMIPHUN  MOpIr
ExcessiveY VelocityThreshold, crtan oxppasy nepemukaerbcss Ha Moving,
JI03BOJISIIOUM TPaBLIO 0/Ipa3y MOYaTH PyX MICis HEBEIUKUX MaiHb.

2. OuikyeTbesl CIUTUB TpUBAJIOCTI cTaHy MaxDuration. B 1ieit nmepiof 3110HOCTI MatOTh
MO>KJIMBICTH MEPEKIIIOUNTH CTaH Ha 1HIIHM, SKIIO € HEOOX1THUI BBiJ.

3. Ilicna crniMBYy BCTAHOBIEHOTO 4Yacy cTaH nepeMukaerbes adbo Ha LandingHarshly
(sxmo BepTukanbHa mBHAKICTE nepeBulnye CriticalY VelocityThreshold) abo Ha

Moving, ase 3 BpaxyBaHHSIM HIBEYEHHsI, HAHECEHOTO HaMIPHOIO HIBUAKICTIO.

3.2.8. LandingHarshly

[Tepexin no crany LandingHarshly BinOyBaeThCsi aBTOMAaTWUYHO TICS HEBAAJIOTO
npuszemiieHHs (cruBy 4acy ctany LandingContact). Jlomimkoro crany € ITimeDuration.
Lle#t cTan mae (pikcoBaHy TpPHUBAJIICTh, 3a/1aHy napaMmeTpoM KoHpirypariii Duration. ITicns

CIUTMBY 4acy, CTaH nepexiodaetscs Ha Crouching.

& ProjectUltraversal (DEBUG) b & ProjectUltraversal (DEBUG)

Puc. 3.15. Jlemoncrparis animaiii crany LandingHarshly
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Po3kanpoBky animariii HaBeneHo Ha pucyHky 3.15. JlpaiiBepHa iepapxis Oyna

noOy/10BaHa HACTyTHUM YHHOM:

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleConstantFunction { Value: -0.65 }
- SingleDampingFunction { Smoothness: 5 }
- Core Tilt
- SingleDriver
- SingleAngleConstantFunction { Value: -20°}
- SingleAngleDampingFunction
- Spine Curl
- Single Driver
- SingleAngleConstantFunction { Value: -90°}
- SingleAngleDampingFunction
- Left Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.0, 0.1, 0.25) }
- Right Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0.0, -0.1) }
- Left Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -25° }
- SingleAngleDampingFunction
- Left Hand Position
- Vector3FixedTimelnterpolationDriver
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0.0, -0.2) }
- Right Hand Position
- Vector3FixedTimelnterpolationDriver
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0.45, -0.2) }
- Right Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -40° }
- SingleAngleDampingFunction
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3.2.9. LandingSoftly
M’sike MpU3EMIICHHS BUKOPHCTOBYETHCS aTJ€TaMU JIJIsl TTOTAIICHHS BEPTUKAIBHOI
MIBUAKOCTI TpU Tpu3emiieHHI 3 momipHoi BucoTu. Ilepexim mo crany LandingSoftly
3nicHIoeThes 3m10HIcTIO LandSoftly.
[1ix yac KOXKHOTO KaJpy 310HICTh EPEBIPSIE HASIBHICTIO TPhOX YMOB:
1. HasBuuii BBOA “nipucictu’.
2. I'pasens 3HaxoauThes B ctadi LandingContact.
3. Beprukanbpaa IIBUIKICTh TpaBILs HE TIEPEBUIITY € JTIMIT

(landingContactState.IsY VelocityExcessive = false).

Sxmo 1 yMOBM BHKOHYIOThCSA, CTaH mnepekmtodaeThesi B LandingSoftly. Cran
LandingSoftly mae dikcoBany Tpusamicts. Jomimkoro crany e ITimeDuration. Horo
napameTpamu KoHpiryparii €:

1. float Duration — TpuBamicTh CTaHy.
2. Curve BodyMovementCurve — kpyBa nepeMillieHHs TiJia FpaBlis.
3. float ExitSpeed — mBuaKiCTh Ha BUXO/I 31 CTaHy.
IIpu BXOni B CTaH MOTOYHA MO3UIIIS TPaBIllg BHOCUTH B 3MiHHY InitialPosition. Ilix

4yac KOXKHOTO KaJIpy, MO3UIIS TPaBIIsl pO3PAXOBYETHCS 3a (POPMYIIOIO:

t
pos = lerp(posi,posi + (dir x C(1)),C(1 — t—l)),ne:
d
POS, — BEKTOP [OYATKOBOI MO3UILisl TPaBIIS;

dir — BEKTOp HaNpsSIMKy pyXy T'PaBIIs;
C — ¢yuxkiis kpuoi BodyMovementCurve;
t,— 3aTMIIOK TPUBAJIOCTI CTaHY;

t ,—ToBHA TPHUBAJICTh CTaHY.

Jlami mepeBipsieThCsl UM CIUTHB 4Yac CTaHy. SKIO Tak, CTaH rpaBIlsd MEPEeKITIOUYAETHCS
Ha Moving, a IBUAKICTh TPABII PO3PAXOBYETHCS SK:
vel = dir X v , ne:
e
vV — MBUAKICTh BUXOAY 31 ctany ExitSpeed.
e
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& ProjectUltraversal (DEBUG) & ProjectUltraversal (DEBUG)

Puc. 3.16. lemoncTpartis animarii crany LandingSoftly

Po3kanpoBky animariii HaBemeHo Ha pucyHKy 3.16. JlpaiiBepHa iepapxis Oyna
oOy/I0BaHa HACTYITHUM YHUHOM:

- DriverLayerSet

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- Single TimeCurveFunction
Core Z Offset
- Single Driver
- Single TimeCurveFunction
- Core Tilt
- SingleDriver
- Single TimeCurveFunction
- SingleloRadFunction
- Spine Curl
- SingleDriver
- Single TimeCurveFunction
- SingleloRadFunction
- Left Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0.05, -0.1)
/
- Vector3DampingFunction
- Right Foot Position

99



- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0.05, -0.1) }
- Vector3DampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0, -0.5) }
- Vector3DampingFunction
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0, -0.5) }
- Vector3DampingFunction

3.2.10. Crouching
Sx 1 Default, nieit cran Hacmigye kmac StationaryStateBase. B HhoMy mepcoHax

CTOiTh Ha Micii npuciBmu. JJomimkoro ctany € ICrouching.

& ProjectUltraversal (DEBUG) X & ProjectUltraversal (DEBUG)

Puc. 3.17. lemoHcTpariis aniMmariiii crany Crouching

PoskaapoBky aniMmanii HaBelneHO Ha puUCYHKY 3.17. JlpaiiBepHa iepapxis Oyna

noOyJ0BaHa HACTYITHUM YMHOM:

- DriverLayerSet
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DriverLayer (Base)

- Core Y Offset
- SingleUnevenGroundTransformer
- SingleDriver
- Single ConstantFunction { Value: -0.65 }
- SingleDampingFunction { Smoothness: 9 }
- Core Z Offset

- Single Driver
- Single ConstantFunction { Value: 0.1 }
- SingleDampingFunction { Smoothness: 8 }
- Core Tilt
- SingleDriver
- SingleAngleDampingFunction { Smoothness: 9 }
- Spine Curl
- Single Driver
- SingleAngleConstantFunction { Value: -45° }
- SingleAngleDampingFunction { Smoothness 5 }
- Left Foot Position
- Vector3Driver
- Vector3DampingFunction
- Right Foot Position
- Vector3Driver
- Vector3DampingFunction
- Left Knee Y Rotation
- Single Driver
- SingleAngleConstantFunction { Value: -15° }
- SingleAngleDampingFunction
- Right Knee Y Rotation
- Single Driver
- SingleAngleConstantFunction { Value: 15° }
- SingleAngleDampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.225, 0.95, 0)
/
- Vector3DampingFunction { Smoothness: 10 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.3, 0.3, -0.055)
/
- Vector3DampingFunction { Smoothness: 10 }
ToggleableDriverLayer (Balancing)
- Left Foot Position
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- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.1, 0.1, 0) }
- Vector3DampingFunction
- Right Foot Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.1, 0.1, 0) }
- Vector3DampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.4, 0.5, 0) }
- Vector3DampingFunction { Smoothness: 10 }
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.4, 0.5, 0) }
- Vector3DampingFunction { Smoothness: 10 }

3.3. CkaagHi pyxu Ta TPIOKH

CKJIaI[HI/II\/’I PyX rpaBida CKJIaga€TbCs 3 HACTYITHHUX CTaHIB:

I.

A S AN U i

Vaulting — rpaBenp 101a€ IEPEIIKOTY.

Rolling — mepekar.

Sliding — mijkar.

Crawling — moB3aHHs.

CatchinglLedge — rpaBelp YiruIsIETHCS 32 BUCTYTI.
Clinging — rpaBellb BUCUTbh, YIIUPAKOUUCH HOTAMH.
Hanging — rpaBeIs BUCHTB.

HangingRecovering — rpaBeis BUCUTb, OTOBTYIOUYHCH.

WallJumping — rpaBerls BiJIITOBXY€ETHCS BiJl CTIHU.

10.ClimbingUpMuscleUp — rpaBeiib MATATYETHCS 3 BUCIUOTO MOJIOKEHHSI.

11.ClimbingUpTopOut — rpaBeus 3a1a3uTh Ha MEPEUIKOAY MICIS MIATATYBaHHS.
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3.3.1. Vaulting

B upomy crani rpaBelp Jgo7a€ TMEPENIKOAY 3a JOTIOMOTOK CTaHAapTHOTO TPIOKa
“monkey”. Jlomimkoro ctany € ITimeDuration. Ilepexix mo crany Vaulting kepyeTbcs
3nionicTio Vault. Ilix gac kokHOro kaapy Vault mepeBipsie, 4u 3HAXOAUTHCA T'paBellb B
cTa”l Jumping Ta HasBHICTb BBOAY pyXy BHeperd. Skimo tak, To Vault BUKOHYE cepiro
perKacTiB, 3 METOI 3HAXO/KCHHS TO3WII PYK NMPU BUKOHAHHI TPIOKY. 3HANIIOBIIN
M1IXOASITY TTO3UITII0 JJIsI JIiBOi Ta MpaBoi pykH (MO3UIlISA HE MOXe OyTH BCEpe/IMHI 00’ EKTY
Ta HaXWJI TIOBEPXHI HE Ma€ MEepeBHINyBaTu 3a7ane 3HaueHHs MaxSurfaceSteepness), Vault
BUKOHY€E c(epuunuii shapecast mo koopauHarax rpaBis Ta chepuuHHUil motioncast 1Mo

HaIpsIMKYy pyXy TPIOKY, 1100 BU3HAYUTH, UM € TPIOK MOXKIIUBUM (puc. 3.18).

% ProjectUltraversal (DEBUG)

Puc. 3.18. Bizyanizaiiis raycast-iB Ta motioncast-iB

Akmio BCl yMOBM BHMKOHAaHHS TPIOKY Oyiau BHKOHAHI, 3HAWIEHI MO3MINT PYyK
BHOCAThCA B 00’exkr VaultData, mo mnoxmuiseTbcs 3mI0HICTIO Ta CTaHOM, Ta CTaH

nepeKIovaeThesa Ha Vaulting.
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Cran Vaulting wmae ¢ikcoBany TpuBamictb. Ilpu Bxomi B crtan Vaulting
00paxoBYy€eThCS MOYATKOBA Ta KIiHIICBA IMO3WIIIS TPABIS Ta BCTAHOBIIOIOTHCS KOOPAMHATH
pyk mozemni. [1ix yac KOXKHOTO KaJpy MEepeBipSeThCs UM CIUIMB Yac CTaHy. SIKIo Tak, TO 3a
JIOTIOMOTOI0 MOtiON-KacTy MEepPeBIpPSAEThCS HASBHICTH MICHS TiJ TpaBleM. Ko Micis
HeMae, cTaH nepekimodaeTbes Ha Crouching, ToOTO TpaBenb MPU3EMIISIETHCS] BOPHUCSIKY Ha
nepemkoay. JKo micie €, To cTad nepekitodaeThes Ha Falling, To6TO TpaBeib MOBHICTIO
JI0J1A€ TICPEIITKOTY Ta MIOYMHAE TTaaTH.

Sxmio yac me He CIUIMHYB, BUKOHYEThCS HOBUU Kanup aHiMarii Vaulting. Tlo3zuris
T'paBIls JIIHIHHO 1HTEPIIOIIOETHCS BiJl MOYATKOBOI /10 KIHIIEBOi, MPOIOPINIHHO MPONICHOTO

yacy Ta 3arajbHOi TPUBAJIOCTI CTAHY.

& ProjectUltraversal (DEBUG) & ProjectUltraversal (DEBUG) & ProjectUltraversal (DEBUG) & ProjectUltraversal (DEBUG)

Puc. 3.19. /lemoncTpartis animarii crany Vaulting

Po3kanpoBky animariii HaBeneHo Ha pucyHkKy 3.19. JlpaiiBepHa iepapxis Oyna
1moOy/I0BaHa HACTYITHUM YHMHOM:

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleTimeCurveFunction
- Core Z Offset
- SingleFixedTimelnterpolationDriver
- SingleDriver
- SingleTimeCurveFunction
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- Core Tilt
- SingleDriver
- SingleTimeCurveFunction
- SingleToRadFunction
- Spine Curl
- SingleDriver
- SingleTimeCurveFunction
- SingleloRadFunction
- Left Foot Position
- Vector3FixedTimelnterpolationDriver { Duration: 0.05 }
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction
- Right Foot Position
- Vector3FixedTimelnterpolationDriver { Duration: 0.05 }
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction
- Left Hand Position
- Vector3Driver
- Vector3DampingFunction
- Right Hand Position
- Vector3Driver
- Vector3DampingFunction

3.3.2. Rolling

Cran Rolling e animariisi mepekary, SIKHil rpaBellb MOXXE BHKOHATH abo Tij 4ac
npusemiieHHs, abo 31 crany Crouching. [lomimkamu crany e€: IPhysics, [TimeDuration.
[epexia o crany koHTpomoeTbes 3ni6Hoctamu Roll Ta LandRoll.

3ni0HicTh Roll 103BONsie BHKOHATH TepekaT 3 CUASYOro monoxeHHs. Ilix dgac
KOYKHOTO KaJIpy TEPEBIPSIETHCS YU CHIIUTH TPaBEIlb, TA YU € BBOJ PYXy BIlepea. SKIo BBO
pyxy BIiepea Oylio HAaTHCHYTO APYTHM pa3, cTaH mepekirodaeThes Ha Rolling. 3miGHicTh
koHbIrypyeThes BinactuBicTio MaxDoubleTapDelay.

3ni0Hicts LandRoll no3Bosisie BUKOHATH mepekaT Micis NMPU3EMIICHHS 31 3HAYHOL
BHCOTH, 1110 BUKOPUCTOBYETHCS B MAPKypl JJIsl MOTAMICHHS MIBUAKOCTI MPHU MPU3EMIICHHI.
[lin yac KOXKHOTO KaJipy MEpeBIPAEThCS YU 3HAXOAUThCS rpaBelb B ctaHl Falling abo
LandingContact. Skmo me Tak, Ta mepeBipseThcs BBOA Aii mepekaty. Ilicims 1mporo
3aIyCKaeTbes TaimMep, 1o nepeBipsie yu € norouHuit crad cranom LandingContact, Ta un
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NEPEBUIICHO KPUTUYHY BEPTUKAIbHY MIBUAKICT. SIKIIIO Tak, TO CTaH MEPEKIIIOYAETHCS HA
Rolling. Takuii ajropuT™ A03BOJIE€ HAJAMITYBAaTH TPUBAIICTh TaMEpy TAKUM UYHHOM,
mo0 BpaxyBaTH HETOUYHICTh (MOCHINIHICTh) BBOmy rpaBis. lLle koHpirypyeTses
BiactuBicTio MaxDurationA fterInput.
Cran Rolling mae ¢ikcoBany TpuBanicTe. BiH KOHQIrypyeTbCcsl HACTyIMHUMH
BJIACTHUBOCTSIMU:
e float Duration — TpUBaIICTh TIEpEKATY.
e (Curve SpeedCurve — KpuBa MIBUAKOCTI TPaBIISL.
e (Curve LookYAngleCurve kpuBa 006epTy KyTa OISy TPaBIIs.
e float LookYAngleSyncDuration — gac jyist iHTepHOSIIii 3 MOTOYHOTO KyTa MOTIISTY.
Ilin wac BXxomy B cTaH, 00epT Tijla CHHXPOHIZYETHCS 3 KyToMm mnorisiay. Ilin yac
KOXXHOTO Kafpy, MEpeBIpS€ThCA YM CIUIMB 4Yac TPUBAJIOCTI cTaHy. SIKIIO Tak, TO CTaH
nepexitodaerbes Ha Crouching. Skio Hi, TO BUKOHYETHCS aHIMAIlisl epeKary, MBUAKICTb
IpaBllsg BCTAHOBIIOETHCS BIAMOBIAHO KpuBoi SpeedCurve, a KyT MOy CUHXPOHI3Y€E€ThCS

3 kpuBoro LookYAngleCurve.

float targetLookYAngle = LookYAngleCurve.Sample(ITimeDuration.Progress).ToRad();
float lookYAngleSyncProgress = ITimeDuration.TimeElapsed.Clamp(0,
LookYAngleSyncDuration) / LookYAngleSyncDuration;

Entity.LookAngle = Entity.LookAngle.CopyWith(y:
InitiallLookYAngle.Lerp(targetLookYAngle, lookYAngleSyncProgress));

CuHxpoHi3alis KyTy HOISAY € HEOOX1THOI0, a/IKe TPU BXOJIl B CTaH rpaBelb MOXeE
JTUBHUTHCH TI1]T OY/Ib-SIKUM KyTOM, a TI1JT 9Yac aHIMaIlii OIS Ma€ CIiBIaJIaTH 3 POTAIIE0

TiJa TpaBIls, ToOTO podutn 06ept B 360 rpaaycis.
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Puc. 3.20. lemoncrpartis animaiii crany Rolling

Po3kanpoBky animarii HaBeneHo Ha pucyHky 3.20. [lpaiiBepHa iepapxis Oyna

moOy/10BaHa HACTYITHUM YHMHOM:

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleTimeCurveFunction
Core Z Offset
- SingleFixedTimelnterpolationDriver { Duration: 0.05 }
- SingleDriver
- SingleTimeCurveFunction

- Core Tilt
- SingleDriver
- SingleTimeCurveFunction
- SingleloRadFunction
- Core Lean
- SingleDriver
- SingleTimeCurveFunction
- SingleToRadFunction
- Spine Twist
- SingleDriver
- SingleTimeCurveFunction
- SingleloRadFunction
- Spine Curl
- SingleDriver
- SingleTimeCurveFunction
- SingleToRadFunction
- Left Foot Position
- Vector3FixedTimelnterpolationDriver

107



- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction
- Right Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction
- Left Hand Position
- Vector3FixedTimelnterpolationDriver { Duration: 0.05 }
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction
- Right Hand Position
- Vector3FixedTimelnterpolationDriver { Duration: 0.05 }
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3TimeCurveFunction

3.3.3. Sliding
[Tinkar mo3BoJIIE TpaBIl0 €(GEKTHBHO JIOJIATH TEPEIIKOAH, MPOCITU3HYBIIN ITiJT
HHUMH, a TaKOX IIBUIKO JOJIATH BiJCTaHi, KOB3aIOYH I10 TIOXUJINX MOBEPXHAX. JlomimkamMu
crany €: IPhysics, ITimeDuration. ITepexin no crany Sliding KoHTpOIIOETBCSA 3A10HICTIO
Slide. ITix yac KOXKHOTO KaJipy MEpEBIPAIOTHCS TPU YMOBHU: T'PABELlb 3HAXOAUTHCS B CTaHI
Moving, mBUAKICTH rpaBIs OIbIa abo JOPIBHIOE MapaMeTpy KoHdirypamii MinSpeed, Ta
KHOIIKA BBOJY CJIali/ly HAaTUCHYTA.
[TapameTpamu KoHOITYypaIllii CTaHy €:
e float MinDuration — MiHIMaJIbHa TPUBATICTH CIANTY.
e float HorizontalVelocityDamping — cioBuIbHEHHSI.
e float StopVelocityThreshold — HykHIH TIMIT IIBUAKOCTI JJISI BAXOY 31 CTaHYy.
e float TopSpeed — 6a30Ba MakcHMasbHA MIBUIKICTh CIIAMTY.
e float SpeedUpSmoothness — mpuckopeHHS.
e float MaxSlopeAngle — MmakcumManbHUI KyT HAXUITY TOBEPXHI.
e float ExitVelocityLimit — MakcumanbHa MIBUAKICTH MIiCIIsl BUXOMY 31 CTaHy.
e float MaintainSpeedSlopeAngle — MiHIMaIBbHUN KyT HaXWIy MOBEPXHI, MPU SKOMY
IIBUJIKICTB CIaiy 30epiraeTbesl.
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[Tin gac koxxHoro Kajapy B crani Sliding, BUKOHYEThCS CripoOa 3HANTH MOBEPXHIO
i rpaBreM. st 1IbOr0 BUKOHYETHCS Cepisi BEPTUKAIBLHUN PEHKACTIB, TEPICHANKYIIPHO
710 HaMpsIMKY pyxy rpaBus (puc. 3.21). ko KiapKIiCTh yCHIIIHUX peiikacTiB gopiBHIOE 0,
cTaH mepekiodaeTbes Ha Falling (moBepxHi HeMae, rpaBellb MOYMHAE MaaaTh). AKio ix
KUTBKICTB Oinbina 3a 0 aje MeHIa 3a BctaHoBieHe 3HaueHHs SuccessfulRayCastThreshold,

cTaH nepexiodaeTbes Ha Crouching (moBepXxHs HE MIAXOAUTH JJIs1 KOB3aHHS).

@ ProjectUltraversal (DEBUG)

Puc. 3.21. Raycast-u Ta Ko:mi3is cTaHy

Jlani HaiBUIIA TOYKa KOHTAKTy 3 TIOBEPXHEIO IOPIBHIOETHCS 3 MOMNEPEAHBOIO
MO3UINIEI0 TpaBil. SKIMO0 BoHAa BuUIAa (TpaBellb HATpalmMB Ha BUCTYI), CTaH
nepexmoyaetbes Ha Crouching. SIkmio Bci momepenHi yMOBH BHKOHAHI YCHIIIHO,
BEPTUKAJIbHA MO3MIIIS TPaBLs CUHXPOHI3Y€ETHCS 3 HaWBUIOI TOYKOK KOHTAKTy Ta ciailn
npofoBxyeThes. [Ipu boMy 3unTyeThest 3HaueHHs TepTs (friction) 3 Marepianay MOBEpXHI.
Hanani BoHo Oyne BUKOPHUCTOBYBAaTHCH JJIsi KOPEKIlli MIBUIKOCTI TPABIlS HA CIM3bKUX Ta

MIOPCTKUX MOBEPXHSX.
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Jlami 3HAXOAUTHCA KyT HAaXWJy IOBEPXHI, BUXOISIYHM 3 MOTOYHOI Ta MOMEPEIHBbOL
MO3HUIIIT TPaBIIA.

CurrentSlopeAngle =
Math.HalfPi - Vector3.Down.AngleTo(Entity.PreviousGlobalPosition
.VectorTo(bodyPosition));

SIKIIO KyT HaXWIy OBEpXHI OUIBIININ 32 MIHIMAJIbHHUM KyT HaXWTy, HEOOX1THUM JIst
HiATPUMKH TOCTIHHOI HIBHJAKOCTI, IIBUIKICTH TpaBIsl TOCTYNOBO NPUBOTUTHCA [0

TopSpeed, BpaxoByroun koedimieHT TepTs Ta 3HaueHHs SpeedUpSmoothness.

Entity.Velocity = bodyVelocity = bodyVelocity.Damp(bodyVelocity.Normalized() *
TopSpeed / friction.Value, SpeedUpSmoothness, delta);

SIKo KyT HaXwWily MEHIIHM, TO MIBUIKICTh TPaBId MOCTYNOBO MPUBOAUTHCS 10 0,
BPaxoOByIOUM  KyT  Haxwiay, KoedilieHT TepTs Ta mapamMeTp KoHdirypaiii

Horizontal VelocityDamping.

float dampingFactor = Mathf.Max(©, Mathf.InverselLerp(MaintainSpeedSlopeAngle, 0,
CurrentSlopeAngle));

dampingFactor *= friction.Value;

Entity.Velocity = bodyVelocity = bodyVelocity.MoveToward(Vector3.Zero,

HorizontalVelocityDamping * dampingFactor);

Sxuo micnst BCiX po3paxyHKIiB HIBUAKICTH cTaja MeHiua 3a StopVelocityThreshold,

cTaH nepekitodaeTses Ha Crouching.

& ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG) X | # ProjectUltraversal (DEBUG) X | & 1 X | # ProjectUltraversal (DEBUG)

Puc. 3.22. Jlemonctpartis animarii crany Sliding
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Po3kanpoBky animariii HaBeneHO Ha pucyHky 3.22. JlpaiiBepHa iepapxis Oyna

noOy/10BaHa HACTyTHUM YHHOM:

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleConstantFunction { Value: -0.8 }
- SingleDampingFunction { Smoothness: 30 }
- Core Z Offset
- SingleDriver
- SingleConstantFunction { Value: 0.4 }
- SingleDampingFunction
- Core Tilt
- SingleSlopeAngleTransformer
- SingleDriver
- SingleAngleConstantFunction { Value: 45° }
- SingleAngleDampingFunction
- Left Foot Position
- Vector3LocalSpaceTransformer
- Vector3SlopeAngleTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.2, 0, 0) }
- Vector3DampingFunction
- Right Foot Position
- Vector3LocalSpaceTransformer
- Vector3SlopeAngleTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.05, 0, -0.4) }
- Vector3DampingFunction
- Left Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -20° }
- SingleAngleDampingFunction
- Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3SlopeAngleTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.3, 0, 0.7) }
- Vector3DampingFunction
- Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3SlopeAngleTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.4, 0.4, 0.35) }
- Vector3DampingFunction
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- Right Elbow Y Rotation
- Single Driver
- SingleAngleConstantFunction { Value: -75° }
- SingleAngleDampingFunction

Hpaiiepu SingleSlopeAngleTransformer Ta Vector3SlopeAngleTransformer e
creniagizoBaHl JApaiBepu JUIsl KOpeKLii 00epTy 4YacTUH MOJEIl HpH pycl MO MOXMIIN

TTOBEPXHi.

[ ]

public partial class : 5

{
public virtual float SlopeAngle { get; set; }

public override float TransformInput(float input) => input + SlopeAngle;
public override float TransformOutput(float output) => output - SlopeAngle;

IAnimator.UpdateDriversOfType< >(slopeAngleTransformer =>
slopeAngleTransformer.SlopeAngle = CurrentSlopeAngle);

3.3.4. Crawling

B crani Crawling rpaBenp moB3ae IO TOBEPXHI HAa YOTUPHOX KIHIIIBKaX.
Howmimkamu ctany €: [Crouching, [Physics. Ile no3Bossie epeKTUBHO NMPOOUPATUCH Yepe3
BAYKKOJIOCTYITHI MICIIsI, IO YacTO 3yCTPIYAIOTHCS B Bifeoirpax: oOBajM, BEHTHJIAIINHI
maxTu, medepu Tomo. Bxix B crad KoHTpomoeThes 37i10HIcTIO Crawl. Tlix yac KoXHOTO
KaJI[py NEpeBIPSETbCS HASBHICTIO BBOILY pyXy. SIKII0 rpaBelb 3HAXOIUTbCA B CTaHl
Crouching (mpuciBim), cran oapa3y nepekitodaeThcss Ha Crawling. Skmo rpasenb
3HaXOAUThCA B 1HIIOMY miaxonsmomy crtaHl (Default, Moving) T0 mnepeBipseTbcs
HAsIBHICTh BBOJY [lii MpHCiiaHHsA. SIKIIO Tak, cTaH nepekitoyaeTbes Ha Crawling.

Jlns peasmizarii Joriku moB3aHHs Oyjio cTBopeHo 0a3oBuii kimac LimbDataBase ta
nBa yHacmigoBani kimacu GroundedLimbData Tta SuspendedLimbData, a Ttakox
enymepaniro Limb. I[li kmacu m03BOJNSAIOTH MPENCTaBUTH TMOTOYHHM CTaH KIHIIBOK Y

HpOHCCi ITIOB3aHHSI.

public abstract record { }
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public record ( InitialExtremityPosition, float TimelLeft,

? LastGoodRestPosition = null) : ;

public record ( ExtremityPosition, bool IsDeadlocked = false)
public enum {

LeftArm,

RightArm,

LeftlLeg,

RightLeg
}

[Tim gyac KOXKHOTO KaJpy MPOBOAMUTHCS ITEpaIlis MO KOXKHIN KiHIIBIN. B 3anexxHocTi
BiJ ctany KiHUiBKY (GroundedLimbData un SuspendedLimbData) BukoHy10ThCS pi3HI [ii:

e GroundedLimbData — kiHIIBKa CTaTHM4HA, 3HAXOAUThCA Ha TNoBepxHI. Crepiry
MEPEBIPAETHCA HACKIIBKM JAJIEKO KIHIIBKA 3HAXOAMTHCS BIJ 11 pO3TalllyBaHHS 3a
3aMOBUYYBaHHSM.  SIKmo  BiJCTaHb  HE  MEPEBUINYE  3aJaH€  3HAYCHHS
ExtremityDisplacementThreshold, nuuki nepexoauts 10 HACTYNMHOI KIHLIBKU. SKIIO
MIEPEBUIITYE, TO BBAKAETHCS 10 TPABEIlh 3HAXOUTHCS 3aHAATO JAJICKO B1J] KIHIIIBKH,
111 HEOOX1THO “MIATATHYTH  OJIMKYE.

Toni mepeBipsSEThCS CTaH CYyMIKHUX KIHIIIBOK. SIKIIIO OJTHA 3 HUX 3HAXOAUTHCA
B TOBITPi, BBAXKAETHCSH MO0 PyX KIHI[BKM HEMOXKJIUBHH, 1 BCTAHOBIOETHCS (PIIAYKOK
IsDeadlocked = true. SIkmio Bci CyMixkHI KIHI[IBKH 3HAXOASATHCS Ha 3€MJI1, TOTOYHUN
00’€eKT KiHILIIBKHU 3aMiHIOeThCs Ha SuspendedLimbData, TO6TO KiHIIIBKa IEPEXOIUTH
B PyX.

e SuspendedLimbData — kiHIiBKa 3HaXomuUThcsi B pyci y mosiTpl. Chepury
NEePEBIPSETHCS, YM € 1] KIHIIBKOK MOBEPXHs, MIAXOAAIIA JJIs MEepexXoay B CTaH
Grounded. flkimio Taka moBepXHs 3HaACHA, 11 KOOPUHATH BHOCSTHCS Y BIACTUBICTh
LastGoodRestPosition. SIkmio Hi, TO TEpeBIpSIEThCA ICHYIOYE 3HAYCHHS
LastGoodRestPosition. skmo iioro Hemae, 1 xo4a 0 OAHa 31 CyMDKHHUX KIHI[IBOK €
GroundedLimbData ta mae ¢maxok IsDeadlocked, BBaxkaeThCs 110 TOTOYHUHN CTaH

€ HEMOXJIMBUM JJI IOB3aHHS Ta CTaH nepekintouaeTses Ha Falling.
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Sxmo mepexmrodeHHsT cTaHy He  BinOynock, LastGoodRestPosition
BBKAETHCS IIJIbOBOIO TO3MUINEI KIHIIBKY JJIsI HACTyIMHUX po3paxyHKiB. [lami
BiacTuBicTh TimelLeft 3MeHITyeThCs 3TiIHO AeNbTU Yacy. SIKIo Jac nepeMieHHs
KIHI[IBKM BUYEpraHo, 00’ €KT KIHIIBKHU 3aMiHIOeThCcsl Ha GroundedLimbData, To6To

KIHI[IBKA YCHIIITHO MOBEPTAETHCS HA MOBEPXHIO.

JUJisi KOPEKTHOTO BiJI0Opa)KEHHSI HaXWJy TUIa TPaBlsl Ta PO3paxyHKy MOTo MO3MUIii
BUKOpUCTOBY€eThcs BracTuBicTh DetectedFloor. Bona mpencrasnsie cob6oro 06’ekt Plane
(TUTOIIMHA), 1O € YSIBHOI MOBEPXHEI0, PO3PAXOBAHOIO HA OCHOBI JIAaHUX PO3TAIIlyBaHHS
kiHIiBok. DetectedFloor oHOBIIIOETECS B MOMEHT MEpeXoy Oy/b-IKOi KIHIIIBKH 31 CTaHy
Suspended g0 Grounded, To6TO B MOMEHT KOHTaKTy 3 MoBepxHer. [LnomuHa OyayeTbes
Ha OCHOBI TPHOX TOYOK, JI€ JIBl TOUKH — I1€ KOOPJMHATH KIHI[IBKH, 1110 TOPKHYJIACH 3EMII,
Ta TMPOTWIEKHOI 1O HEl KIHIIBKK, a TpeTs To4dKa 1€ Jpyra IUIIOC BEKTOp,
NEPHEHIUKYISIPHUI 10 HAMPAMKY pyXy I'paBls Ta BEKTOpa “BBEpX .

BuKOpUCTOBYIOUM TOpPU30HTANbHI KOOPAWMHATH TpaBlsd X Ta Z Ta IUIOMIHUHY

DetectedFloor moxHa 3HalTH BepTUKAIbHY KOOPJAUHAT TpaBIlsd Y 3a (popmyrnoro:

D—normal Xpos —normal Xpos
X X A A

pOSy = normal > AC
y

normal — HOpMaJTh IUTONIWHH;

D — BiACTaHb Bij OYaTKy KOOPAUHAT IO TIOIIMHHU.

JUis  aHimarii KIHIIBOK BHUKOPHUCTOBYIOThCS Mapu KpuBux SnapCurve Ta
SnapY OffsetCurve. SnapCurve KOHTPOJIOE IHTEPIOJIAIII0 BiJ] MOYATKOBOI MO3HIIIT (MIpU
nepexoni B ctaH Suspended) mo miapoBoi. SnapYOffsetCurve KoHTpoOJIOE H07aTKOBE

BEpPTUKAJIbHE 3MIIIICHHS. 3CYB 110 KPUBUX PO3PAXOBYETHCS 32 (POPMYIIOLO:

ExtremitySnapDuration—TimeLeft
ExtremitySnapDuration

progress =

9

ExtremitySnapDuration — napametp KoHpirypartii crany.
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& ProjectUltraversal (DEBUG)

Puc. 3.23. JlemoncTpariist aniMariii Ta raycast-iB crany Crawling

PoskaapoBky aniMmanii HaBelneHO Ha pHUCYHKY 3.23. JlpaiiBepHa iepapxis Oyna

moOyJ0BaHa HACTYITHUM YMHOM:

- DriverLayerSet

- DriverLayer (Base)
- Core Y Offset

- SingleDriver
- SingleDampingFunction { Smoothness: 5 }
- Core Z Offset
- SingleDriver
- SingleDampingFunction
- Core Tilt
- SingleDriver
- SingleAngleAdditionFunction { Value: -80° }
- SingleAngleDampingFunction { Smoothness: 12 }
- Spine Curl
- SingleDriver
- SingleAngleConstantFunction { Value: -20° }
- SingleAngleDampingFunction
- Left Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver
- Right Foot Position
- Vector3FixedTimelnterpolationDriver
- Vector3CodeControlledDriver
- Left Knee Y Rotation
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- SingleDriver
- SingleAngleConstantFunction { Value: -30° }
- SingleAngleDampingFunction
Right Knee Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: 30° }
- SingleAngleDampingFunction
Left Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (-0.225, 0.95, 0)
/
- Vector3DampingFunction { Smoothness: 10 }
Right Hand Position
- Vector3LocalSpaceTransformer
- Vector3Driver
- Vector3ConstantFunction { Value: (0.25, 0.95,
-0.055) }
- Vector3DampingFunction { Smoothness: 10 }
Left Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: 5° )
- SingleAngleDampingFunction
Right Elbow Y Rotation
- SingleDriver
- SingleAngleConstantFunction { Value: -5° }
- SingleAngleDampingFunction
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BUCHOBKU
B mponeci BukoHaHHs AaHoi kBamiikaiiitHoi poboTtu Oyna po3poOseHa HU3Ka
QITOPUTMIB Ta TPOTPAMHUX CHCTEM, a TaKOX MPOTOTHUII ITPOBOTO MPOAYKTY, MO iX
BUKOPHUCTOBYE. PO3pO0IeHUMH CHCTEMaMH €:
1. Kontponep rpasus.
2. Cucrema animarli rymanoigaux 3D-moneneit.

3. Cucrema noBTopy.

Kontponep rpasus OyB moOyaoBaHHiI Ha OCHOBI JBOX IMAaTE€pPHIB MPOrpaMyBaHHS:
State Ta Component. KoHTposnep ckiagaeTbcsi 3 HA0OpPY KOMIIOHEHTIB, SIKI B CBOIO YEpPry
OyBalOTh JBOX BHUJIB: KOMIIOHCHT-CTAH Ta KOMIIOHEHT-3M10HICTh. CTaHM peai3yloTh
KOHIIETIIII0 TarepHy State — julIe OIWH TaKUH KOMIIOHEHT MOXe OyTH aKTUBHUM
OJHOYACHO. 31I10HOCTI MOXYThb OyTH BBIMKHYTI Ta BHUMKHYTI 1HIUBIIyaJIbHO,
3a0e3meuyour MOXIIMBICTh peaiizaiii JIOTIKM, He3aJeKHOi BiJl MOTOYHOTO CTaHy, Ta
JIOT1KH, 10 KEPY€E CTAHAMM.

JlomatkoBo Oyi0 peajai3oBaHO MOXKIIMBICTH CTBOPIOBATH JIOMINIKM — CICIIaIbHI
iHTepdeiicu, 10 JO3BOJISIIOTH JIO/IaBaTH JIOTIKY B KOMIIOHGHTH 0€3 HEOOXiIHOCTI
BUKOPUCTOBYBAaTH HaciiayBaHHs. Jlorika JOMINIOK TakoX MOXe OyTH aBTOMATUYHO

1JIKJTFOUCHA JI0 TTOJII KOMITOHEHTY.

Cucrema aHiMaiii CKIAAAa€ThCsl 3 JBOX IMJICUCTEM — KEpPyBaHHS MOJCIUTIO Ta
npaiiBepu aHimaiii. KepyBaHHS MOIeUTIO 3A1MCHIOETHCSA 3a JOIMOMOTOI TPhOX KJIACIB —
TorsoAnimator, HeadAnimator Ta LimbAnimator. KoxkeH 3 HuUX peani3oBye YHIKaIbHUN
aNTOpUTM, 1110 3a0e3mneuye O0amaHc MiXK MPOCTOTOI0 BUKOPUCTAHHS Ta THYUYKICTIO aHIMaIlli.

TorsoAnimator 103BOJIsiE KEpyBaTH TYJIyOOM MOJEi 3a JOIMOMOTOI MapameTpiB
CoreXOffset, CoreYOffset, CoreZOffset, CoreYaw, CoreTilt, CoreLean, SpineTwist Ta

SpineCurl, mo mpencTaBngrOTHCS COO0I0 KyTH HAXWJIy Ta 3HAYEHHs 3MIMIEHHS KICTOK

TyyOy.
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HeadAnimator mo3BoJisie KOHTPOJIOBAaTH OOEpPT TOJOBH Ta IIUI 32 JIOTIOMOTOIO
napameTpy LookAngle ta  kpuBux  LookYAngleHeadInfluenceCurve  Ta
LookYAngleNeckInfluenceCurve.

LimbAnimator peanizoBye cHeIliaJbHUN aQJITOPUTM 1HBEPCHOI KIHEMATHUKH, IO
J03BOJISIE PO3paxyBaTh 00EPTU KICTOK KIHIIBOK BUXOISYU 3 BEKTOPHOTO 3HAUCHHS MO3UIIIT

KIHIIS JIAHIIOTa (PYKH/CTYIIHI).

Jlnst cTBOpeHHs aHIMaiii B 4aci Oyno po3poOSieHO CHCTEMY, IO CKIIATAEThCS 3
NpaiiBepiB Ta JpaiiBepHUX IapiB. JpaliBepu SBISIOTHCS pecypcamu, IO pPeaizoBYIOTh
¢yHkuii TpaHcdopmaiii 3HaYeHb 3 4YacoM. [[paiiBepu A03BOJISAIOTH BCTAaHOBIIOBATH
KOHCTAaHTE 3HAYEHHs, 3MJIa/PKyBaTH IIOTOYHE 3HAUEHHS /[0 KIHLEBOTO, IEPEBOIUTH
3HAYEHHS 3 JIOKAJIBHOTO MPOCTOPY 1O 30BHIIIHBOTO, @ TAKOXX OTPUMYBATU 3HAYEHHS 3
KpUBHX 200 HaIpsiMy 3 IrpOBO1 JIOTIKH.

JpaiiBepHi Iapu rpynyoTh HAOOpU ApalBepiB Ta acoOIIOIOTH iX 3 MapaMeTpaMu
API kepyBanus mozgemnto. Okpemi BUAM IIAPIB J03BOJSIOTH 3MIIITYBaTH, HAKJIAgaTH Ta
NepeMUKaTH BKJIaJeHI HaOOpHW MIapiB, IO JO3BOJSE peajizyBaTH CKJIaAl HakKJaieH1

a”iMarni.

Cucrema npaiiBepiB adimalii Oyna iHTerpoBaHa B 0a30BUN KOMIIOHEHT CTaHy
rpaBis. JloqaTkoBO B HbOTO OyJO IHTErpOBaHO CUCTEMY AUHAMIYHOI 3MIHHM KOJIi311 rpaBLis,

10 JTO3BOJISIE IPUCBOITH KOXKHOMY CTaHy OKpeMmy (hopMmy Kosanaepa.

Po3pobisiena cuctema MOBTOPY AO3BOJISIE 3UMTYBAaTH JlaHI TPU TiJ 4ac KOXKHOIO
Kajapy, 30epiratu ix y mam’sti abo (aiii, Ta MOTiM BiITBOPIOBAaTH. PeXuM BiITBOPEHHS
Ma€ CBill KOpUCTYBAIbKUI iHTEepQEiic, M0 T03BONISE TEPEIvIsSAaTH MOBTOP MOKAAPOBO, a
TaKOXK 3MIHIOBAaTH PEKUM KaMEpH.

B cucremy mnoBropy Oyau J0JaTKOBO 1HTErpOBaHI 1HCTPYMEHTH BIUIANKH, IO
3HAQYHO TMOJETIIylTh Tmpoiec po3podku 3D-irop mBuakoro temmny. Po3pobieni
THCTPYMEHTH CKJIQJAI0ThCS 3 JBOX KIIFOUOBUX KOMITOHEHTIB — OBEPJICIO Ta MaJIOBAaHHS.
Ogeprieit mokaszye HaOip 3HAUYEHb B MOTOYHUN MOMEHT Yacy — Oy[b TO KaJp IOBTOPY, YH
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NOTOYHUN €K3EMIUIAp TIpU. [HCTPYMEHTH MajlOBaHHS JI03BOJIAIOTH CTBOPIOBATH
reoMeTpuuHi ¢irypu y 3D-mpoctopi, MmO B CBOW 4Yepry J03BOJIIE PO3POOHUKAM

Bi3yasIi3yBaTH BEKTOPH, KOOPIWHATH Ta 1HIII HEBUANMI BIACTHBOCTI TPH.

[ToOynoBaHuil irpoBUI TPOTOTHUII TOEAHYE B COO1 BC1 CTBOPEHI CUCTEMU, Ta peali3ye

HaO01p CKIIAHUX aHIMAIli Ta MEePEeMIIEHHS TPaBIlsd B TPOCTOPi, OCHOBAHUX Ha MPUHIIUIIAX
TUCIUILIIHU TTAPKYDY.
Byno ycminHo peani3oBaHO HACTYIHI CTaHU TPaBLIS:

1. Default
Moving
Stepping
Grinding
Jumping
Falling
LandingContact
LandingHarshly

A S AR I o

LandingSoftly
10.Couching
11.Vaulting
12.Rolling
13.Sliding
14.Crawling

[Mum Oyn0 mpOAEMOHCTPOBAHO €(EKTUBHICTH 3alpPOIIOHOBAHUX CHUCTEM, a TaKOX
CTBOPEHO MIATIPYHTS JJIS pO3POOKH OUTBII CKIATHUX 1MOp Ta MPOrPaMHUX MPOAYKTIB, 1110
BKJIIOYAIOTh CKJIaJAHMK pyx y 3D-mpoctopi, mnpouenypHi aHiMamii Ta I1HCTPYMEHTH

NeperiisiLy, aHali3y Ta BiJJIaJKU CTaHy 3aCTOCYHKY B MTEBHHM MPOMIKOK 4acy.
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Koa knacy ComponentBase

using DynamicData; using DynamicData.Alias; using Godot; using System; using
System.Collections.Generic; using System.Diagnostics.CodeAnalysis; using System.Ling; using
System.Reactive.Ling; using System.Reflection;
namespace GEC;
public abstract partial class ComponentBase<TEntity> : Node where TEntity : Node, IEntity {
protected static Action? StateQueueProcessor { get; set; }
#nullable disable
public virtual TEntity Entity { get; protected set; }
protected virtual Node Container { get; set; }
protected virtual IObservablelist<StateBase<TEntity>> States { get; set; }
protected virtual IObservablelist<AbilityBase<TEntity>> Abilities { get; set; }
#nullable enable
protected virtual bool _ShouldActivateAfterInitialization { get; }
protected virtual bool _IsActive => GetParent() == Container;
protected virtual StateBase<TEntity> CurrentState =>
States.Items.First(state => state.IsCurrent);
protected virtual IEnumerable<AbilityBase<TEntity>> EnabledAbilities =>
Abilities.Items.Where(ability => ability.IsEnabled);
protected virtual IEnumerable<AbilityBase<TEntity>> DisabledAbilities =>
Abilities.Items.Where(ability => ability.IsDisabled);
protected virtual double TimeElapsedSinceActive { get; set; }
protected virtual MixinHook[] _MixinHooks { get; init; }
public ComponentBase() {
if(this is IMixin<TEntity>) {

Type[] interfaces = GetType().GetInterfaces();

List<Type> mixins = [];

foreach(Type @interface in interfaces) {

if(!@interface.IsAssignableTo(typeof(IMixin<TEntity>))) { continue;}
if(@interface == typeof(IMixin<TEntity>)) { continue; }
if(mixins.Contains(@interface)) { continue; }
mixins.Add(@interface);

}

_MixinHooks = [ ..mixins.SelectMany(mixin =>
mixin.GetMethods(BindingFlags.Instance | BindingFlags.Public |
BindingFlags.NonPublic).Where(methodInfo => !methodInfo.IsStatic && !methodInfo.IsAbstract
&& !methodInfo.ContainsGenericParameters && !methodInfo.IsConstructor &&
ImethodInfo.IsSpecialName && methodInfo.ReturnType == typeof(void) &&
methodInfo.GetParameters().Length == 0 &&
methodInfo.GetCustomAttribute<MixinHookAttribute>(true) != null)).Select(methodInfo => {
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MixinHooRAttribute mixinHookAttribute =
methodInfo.GetCustomAttribute<MixinHookAttribute>(true)!;
return new MixinHook(mixinHookAttribute.HookEvent, mixinHookAttribute.HookType, () =>
methodInfo.Invoke(this, null), methodInfo.DeclaringType!); }) 1;
} else {
_MixinHooks = [];

}

#region Node Events
public override void _Ready() {
base. Ready();

ProcessMode = ProcessModeEnum.Disabled;

{
Node parent = GetParent();
Container = parent;
void FindEntityRecursive() {
if(parent is TEntity entity) {
Entity = entity;
return;
}
parent = parent.GetParent();
FindEntityRecursive();
}
FindEntityRecursive();
}

Global. RegisterComponent(Entity, this);

States = Global.GetComponents<StateBase<TEntity>>(Entity);
Abilities = Global.GetComponents<AbilityBase<TEntity>>(Entity);
Callable.From(_LateReady).CallDeferred();

_InvokeHooks (HookEvent.Ready, HookType.Pre);

OnReady () ;

_InvokeHooks (HookEvent.Ready, HookType.Post);

Log($"Component '{Name}' ({GetType().Name}) is ready!");
if(_MixinHooks.Length > 0) {

Log($"> Loaded mixins: {string.Join(", '

, _MixinHooks.Select(mixinHook =>
mixinHook.Source).Distinct().Select(mixin => mixin.Name))}");
}

}
#pragma warning disable IDE1006 // Naming Styles

protected virtual void _LateReady() {
1f(_ShouldActivateAfterInitialization) {
((IActivateableComponent) this)._OnActivated();
} else {
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_DeactivateInternal ();

}

ProcessMode = ProcessModeEnum.Inherit;
}
#pragma warning restore IDE1006 // Naming Styles
public override void _Process(double delta) {
base. Process(delta);
_InvokeHooks (HookEvent.Process, HookType.Pre);
OnProcess(delta);
_InvokeHooks (HookEvent.Process, HookType.Post);
TimeElapsedSinceActive += delta;
}
public override void _PhysicsProcess(double delta) {
base. PhysicsProcess(delta);
_InvokeHooks (HookEvent.PhysicsProcess, HookType.Pre);
OnPhysicsProcess(delta);
_InvokeHooks (HookEvent.PhysicsProcess, HookType.Post);
}
#endregion
protected virtual void OnReady() { }
protected virtual void OnProcess(double delta) { }
protected virtual void OnPhysicsProcess(double delta) { }
protected virtual TState GetState<TState>()
where TState : StateBase<TEntity> => GetStateOrNull<TState>()!;
protected virtual TState? GetStateOrNull<TState>()
where TState : StateBase<TEntity> =>
States.Items.OfType<TState>().FirstOrDefault(state => state.GetType() ==
typeof(TState));
protected virtual TAbility GetAbility<TAbility>()
where TAbility : AbilityBase<TEntity> => GetAbilityOrNull<TAbility>()!;
protected virtual TAbility? GetAbilityOrNull<TAbility>() where TAbility :
AbilityBase<TEntity> => Abilities.Items.OfType<TAbility>().FirstOrDefault(ability =>
ability.GetType() == typeof(TAbility));
protected virtual bool Can<TAbility>() where TAbility : AbilityBase<TEntity> =>
GetAbilityOrNull<TAbilLity>()?.IsEnabled ?? false;
protected virtual void SwitchState<TState>() where TState :StateBase<TEntity> =>
_SwitchStateInternal<TState>(true, default);
protected virtual void QueueStateSwitch<TState>(IfAStateIsAlreadyQueued
ifAStateIsAlreadyQueued = IfAStateIsAlreadyQueued.DoNothing)
where TState : StateBase<TEntity> =>
_SwitchStateInternal<TState>(false, ifAStateIsAlreadyQueued);
protected virtual void SwitchState(StateBase<TEntity> newState) =>
_SwitchStateInternal (newState, true, default);
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protected virtual void QueueStateSwitch(StateBase<TEntity> newState,
IfAStateIsAlreadyQueued ifAStateIsAlreadyQueued = IfAStateIsAlreadyQueued.DoNothing) =>
_SwitchStateInternal (newState, false, ifAStateIsAlreadyQueued);
protected virtual void _SwitchStateInternal<TState>(bool immediate,
IfAStateIsAlreadyQueued ifAStateIsAlreadyQueued) where TState : StateBase<TEntity> {
TState? newState = GetState<TState>();
if(newState == null) {
LogError($"Failed to switch state by type '{typeof(T7State).Name}': state not

found!");
return;

}
_SwitchStateInternal (newState, immediate, ifAStateIsAlreadyQueued);

return;

}

protected virtual void _SwitchStateInternal (StateBase<TEntity> newState, bool immediate,

IfAStateIsAlreadyQueued ifAStateIsAlreadyQueued) {

QueuedStateSwitchData queuedStateSwitchData = new(this, newState);

Log($"'{queuedStateSwitchData.Initiator.Name}' requested <{(immediate ? "immediate"

"delayed")}> state switch from '{CurrentState.Name}' to

'{queuedStateSwitchData.TargetState.Name}'...");

if(immediate) {

_PerformStateSwitch(CurrentState, queuedStateSwitchData);

return;
}
if(Global.IsStateQueuedFor(Entity)) {
switch(ifAStateIsAlreadyQueued) {
case IfAStateIsAlreadyQueued.DoNothing: { return; }
case IfAStateIsAlreadyQueued.Overwrite: { break; }
case IfAStateIsAlreadyQueued.Throw: { throw new Exception("Failed to queue
state switch: another state switch is already queued!"); }

}

}
Global. SetQueuedStateSwitchData(Entity, queuedStateSwitchData);

if(StateQueueProcessor != null) { return; }
Callable.From(StateQueueProcessor = () => {

StateQueueProcessor = null;
foreach(TEntity entity in Global. Entities.Keys) {
if(Global. T TryGetQueuedStateSwitchData(entity, out QueuedStateSwitchData?

queuedStateSwitchData)) {
_PerformStateSwitch(Entity.CurrentState(), queuedStateSwitchData);

}
Global. ClearQueuedStateSwitchDatas();
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}).CallDeferred();
}
protected virtual void _PerformStateSwitch(StateBase<TEntity> currentState,
QueuedStateSwitchData queuedStateSwitchData) {
StateBase<TEntity> newState = queuedStateSwitchData.TargetState;
if(currentState == newState) {
LogError($"Failed to switch state to '{newState.Name}': state already active!");
return;
}
CurrentStateSwitchData currentStateSwitchData =
new(queuedStateSwitchData.Initiator, currentState, newState);
Global. SetCurrentStateSwitchData(newState.Entity, currentStateSwitchData);
((IDeactivateableComponent) currentState)._OnDeactivating();
currentState. DeactivateInternal();
((IDeactivateableComponent) currentState). OnDeactivated();
((IActivateableComponent) newState). OnActivating();
newState. ActivateInternal();
((IActivateableComponent) newState). OnActivated();
Global. SetCurrentStateSwitchData(newState.Entity, null);
Global. SetlLastStateSwitchData(newState.Entity, currentStateSwitchData);
Log($"State switched to '{newState.Name}'!");
}
protected virtual bool ToggleAbility<TAbility>() where TAbility : AbilityBase<TEntity> {
TAbility? ability = GetAbility<TAbility>();
if(ability == null) {
LogError($"Failed to toggle ability by type '{typeof(TAbility).Name}': ability
not found!");
return false;

}
return ToggleAbility(ability);

}
protected virtual bool ToggleAbility(AbilityBase<TEntity> ability) {
if(ability.IsEnabled) {
DisableAbility(ability);
} else {
EnableAbility(ability);

}
return ability.IsEnabled;

}

protected virtual TAbility EnableAbility<TAbility>()
where TAbility : AbilityBase<TEntity> {
TAbility? ability = GetAbility<TAbility>();
if(ability == null) {
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LogError($"Failed to enable ability by type '{typeof(TAbility).Name}': ability
not found!");
return null!;
}
_EnableAbilityInternal (ability);
return ability;
}
protected virtual void EnableAbility(AbilityBase<TEntity> ability) =>
_EnableAbilityInternal (ability);
protected virtual void _EnableAbilityInternal (AbilityBase<TEntity> ability) {
if(ability.IsEnabled) {
LogError($"Failed to enable ability '{ability.Name}': ability is already
enabled!");
return;
}
((IActivateableComponent) ability). OnActivating();
ability. ActivateInternal();
((IActivateableComponent) ability). OnActivated();
}
protected virtual TAbility DisableAbility<TAbility>()
where TAbility : AbilityBase<TEntity> {
TAbility? ability = GetAbility<TAbility>();
if(ability == null) {
LogError($"Failed to disable ability by type '{typeof(TAbility).Name}': ability
not found!");
return null!;
}
_DisableAbilityInternal (ability);
return ability;
}
protected virtual void DisableAbility(AbilityBase<TEntity> ability) =>
_DisableAbilityInternal (ability);
protected virtual void _DisableAbilityInternal (AbilityBase<TEntity> ability) {
if(ability.IsDisabled) {
LogError($"Failed to disable ability '{ability.Name}': ability is already
disabled!");
return;
}
((IDeactivateableComponent) ability)._OnDeactivating();
ability. DeactivateInternal();
((IDeactivateableComponent) ability)._ OnDeactivated();
}

protected virtual void _ActivateInternal() {
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Node? parent = GetParent();
if(parent == Container) {
LogError($"Failed to deactivate component '{Name}': component is already inside
it's container!");
return;
}
parent?.RemoveChild(this);
Container.AddChild(this);
TimeElapsedSinceActive = 0;
}
protected virtual void _DeactivateInternal() {
Node? parent = GetParent();
if(parent != Container) {
LogError($"Failed to deactivate component '{Name}': component is already removed
from it's container!");
return;
}
parent.RemoveChild(this);
TimeElapsedSinceActive = 0;
}
protected virtual void _InvokeHooks(HookEvent hookEvent, HookType hookType) {
foreach(Action hook in _MixinHooks.Where(mixinHook => mixinHook.HookEvent ==
hookEvent && mixinHook.HookType == hookType).Select(mixinHook => mixinHook.Hook)) {
hook();

}
#region Logging
protected virtual string ProcessLog(string message) =>
$"[GEC][{Engine.GetPhysicsFrames()}] {message}";
protected virtual void Log(string message) => GD.Print(ProcessLog(message));
protected virtual void LogError(string message) => GD.PushError(ProcessLog(message));
#endregion
public static class Global {
public static Dictionary<TEntity, EntityData> _Entities { get; } = [];
public static void _RegisterComponent(TEntity entity, ComponentBase<TEntity>
component) => _GetOrCreateEntityData(entity).Components.Add(component);
public static void _DeregisterComponent(TEntity entity, ComponentBase<TEntity>
component) => GetOrCreateEntityData(entity).Components.Remove(component);
public static IObservablelist<T> GetComponents<T>(TEntity entity)
where T : ComponentBase<TEntity> =>
_GetOrCreateEntityData(entity).Components.Connect(component => component is

T).Transform(component => (7) component).AsObservablelList();
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public static List<T> ListComponents<T>(TEntity entity) where T :
ComponentBase<TEntity> => [ .._GetOrCreateEntityData(entity).Components.Items.OfType<T>() 1;
public static QueuedStateSwitchData? GetQueuedStateSwitchData(TEntity entity) =>
_GetEntityData(entity)?.QueuedStateSwitchData;
public static bool TryGetQueuedStateSwitchData(TEntity entity, [NotNullWhen(true)]
out QueuedStateSwitchData? queuedStateSwitchData) => (queuedStateSwitchData =
GetQueuedStateSwitchData(entity)) != null;
public static void _SetQueuedStateSwitchData(TEntity entity, QueuedStateSwitchData
queuedStateSwitchData) =>
_GetOrCreateEntityData(entity). SetQueuedStateSwitchData(queuedStateSwitchData);
public static bool IsStateQueuedFor(TEntity entity) =>
GetQueuedStateSwitchData(entity) != null;
public static void _ClearQueuedStateSwitchData(TEntity entity) =>
_GetEntityData(entity)?. SetQueuedStateSwitchData(null);
public static void _ClearQueuedStateSwitchDatas() {
foreach(TEntity entity in _Entities.Keys) {
_ClearQueuedStateSwitchData(entity);

}
public static void _SetCurrentStateSwitchData(TEntity entity,

CurrentStateSwitchData? currentStateSwitchData) =>
_GetOrCreateEntityData(entity). SetCurrentStateSwitchData(currentStateSwitchData);
public static CurrentStateSwitchData? GetCurrentStateSwitchData(TEntity entity) =>
_GetEntityData(entity)?.CurrentStateSwitchData;
public static void _SetLastStateSwitchData(TEntity entity, CurrentStateSwitchData
currentStateSwitchData) =>
_GetOrCreateEntityData(entity). SetlLastStateSwitchData(currentStateSwitchData);
public static CurrentStateSwitchData? GetlLastStateSwitchData(TEntity entity) =>
_GetEntityData(entity)?.LastStateSwitchData;
public static EntityData? _GetEntityData(TEntity entity) =>
_Entities.GetValueOrDefault(entity);
public static bool _TryGetEntityData(TEntity entity, [NotNullWhen(true)] out
EntityData? entityData) => (entityData = _GetEntityData(entity)) != null;
public static EntityData _GetOrCreateEntityData(TEntity entity) {
if(! _Entities.TryGetValue(entity, out EntityData? entityData)) {
_Entities[entity] = entityData = new();
}
return entityData;
}
public class EntityData {
public virtual Sourcelist<ComponentBase<TEntity>> Components { get; } = new();
public virtual QueuedStateSwitchData? QueuedStateSwitchData { get; protected
set; }
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/// <summary>

/// Can be accessed in <see cref="StateBase{TEntity}.Enter"/> and <see
cref="StateBase{TEntity}.Exit"/> of the relevant states.

/// </summary>

public virtual CurrentStateSwitchData? CurrentStateSwitchData { get; protected
set; }

public virtual CurrentStateSwitchData? LastStateSwitchData { get; protected set;

public virtual void _SetQueuedStateSwitchData(QueuedStateSwitchData?
queuedStateSwitchData) => QueuedStateSwitchData = queuedStateSwitchData;

public virtual void _SetCurrentStateSwitchData(CurrentStateSwitchData?
currentStateSwitchData) => CurrentStateSwitchData = currentStateSwitchData;

public virtual void _SetLastStateSwitchData(CurrentStateSwitchData?
lastStateSwitchData) => LastStateSwitchData = lastStateSwitchData;

}

}
public record QueuedStateSwitchData(ComponentBase<TEntity> Initiator, StateBase<TEntity>

TargetState);

public record CurrentStateSwitchData(ComponentBase<TEntity> Initiator,
StateBase<TEntity> CurrentState, StateBase<TEntity> TargetState);

public enum IfAStateIsAlreadyQueued { DoNothing, Overwrite, Throw }
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using GEC; using Godot; using Metal666.GodotUtilities.Architecture; using
Metal666.GodotUtilities.Extensions; using ProjectUltraversal .Player.Model; using System;
using System.Collections.Generic; using System.Ling; using static
Metal666.GodotUtilities.Extensions.Physics;
namespace ProjectUlLtraversal.Player;
[Singleton] public partial class Player : CharacterBody3D, IEntity {
#nullable disable
[Export(PropertyHint.Layers3DPhysics) |
public virtual int SolidGroundLayerMask { get; set; }
[Export] public virtual PlayerModel Model { get; set; }
[Export] public virtual Area3D InteractableTrigger { get; set; }
[Export] public virtual Camera3D Camera { get; set; }
#nullable enable
public virtual Vector2 VelocityH {
get => Velocity.FlattenY();
set => Velocity = Velocity.OverwriteXZ(value);
}
public virtual float VelocityV {
get => Velocity.Y;
set => Velocity = Velocity.CopywWith(y: value);
}
public virtual float BodyYRotation { get; set; }
public virtual Vector3 DirectionVector => RotateVectorWithBody(Vector3.Forward);
public virtual Quaternion DirectionQuaternion => new(Vector3.Up, BodyYRotation);
public virtual Transform3D BodyTransform => new(DirectionQuaternion.ToBasis(),
GlobalPosition);
public virtual Vector2 LookAngle { get; set; }
public virtual Vector2 Movement { get; set; }
public virtual float MovementToVelocityScalar =>
MovementToVelocity(Movement.Normalized()).Dot(VelocityH);
public virtual Vector3 PreviousGlobalPosition { get; set; }
public virtual Vector3 PreviousVelocity { get; set; }
protected List<RayCastSnapshot> performedRayCasts = [];
public virtual IEnumerable<RayCastSnapshot> PerformedRayCasts => performedRayCasts;
protected List<ShapeCastSnapshot> performedShapeCasts = [];
public virtual IEnumerable<ShapeCastSnapshot> PerformedShapeCasts =>
performedShapeCasts;
protected List<MotionCastSnapshot> performedMotionCasts = [];
public virtual IEnumerable<MotionCastSnapshot> PerformedMotionCasts =>
performedMotionCasts;
#region Node Events

public override void Ready() {
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base. Ready();
PreviousGlobalPosition = GlobalPosition;
PreviousVelocity = Velocity;
}
public override void _Process(double delta) {
base._Process(delta);
Movement = Vector2.Zero;
}
public override void _PhysicsProcess(double delta) {
base._PhysicsProcess(delta);
Invoke.Deferred(() => {
performedRayCasts.Clear();
performedShapeCasts.Clear();
performedMotionCasts.Clear();
}, 1000);
}
#endregion
public virtual Vector2 MovementToVelocity(Vector2 movement) =>
movement.FLipY().Rotated(-LookAngle.X);
public virtual Vector2 MovementToVelocity() =>
MovementToVelocity(Movement.Normalized());
public virtual Vector3 LocalOffsetToGlobalPosition(Vector3 offset) =>
GlobalPosition + RotateVectorWithBody (offset);
public virtual Vector3 RotateVectorWithBody(Vector3 vector) =>
vector.Rotated(Vector3.Up, BodyYRotation);
public virtual Quaternion RotateWithBody(Quaternion rotation) =>
new Quaternion(Vector3.Up, BodyYRotation) * rotation;

public virtual RayCastArrayResults RayCastArray(RayCastArrayConfiguration configuration)

List<RayCastArrayResult?> results = [];
static float CalculateOffset(int index, RayCastArrayConfiguration.AxisConfiguration
axisConfiguration) {
float offset = index * axisConfiguration.Spacing;
return axisConfiguration.OffsetBehaviour switch {
RayCastArrayConfiguration.AxisOffsetBehaviour.Centered =>

offset - ((axisConfiguration.Count - 1) * (axisConfiguration.Spacing /

2f)),
RayCastArrayConfiguration.AxisOffsetBehaviour.Negative => -offset,
_ => offset
¥
}
for(int i = 0; i < configuration.ZAxis.Count; i++) {

float zOffset = CalculateOffset(i, configuration.ZAxis);
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for(int j = ©; j < configuration.XAxis.Count; j++) {
float xOffset = CalculateOffset(j, configuration.XAxis);
Vector3 rayCastOffset = configuration.Rotation *
new Vector3(xOffset, 0, zOffset);
Vector3 rayCastOrigin = configuration.Position + rayCastOffset;
Vector3 rayCastTarget = rayCastOrigin + (configuration.Rotation *
(Vector3.Up * configuration.Length));
RayCastResult3D? result = RayCast(rayCastOrigin, rayCastTarget, true, true,
$"{configuration.IdPrefix} {i} {j}");
if(configuration.BreakWhen != null &&
configuration.BreakWhen(result)) {
return new(results);

}
results.Add(result != null ? new(new(xOffset, zOffset), result) : null);

}
return new(results);
}
public class RayCastArrayConfiguration {
public virtual required Vector3 Position { get; init; }
public virtual required float Length { get; init; }
public virtual Quaternion Rotation { get; init; } = Quaternion.Identity;
public virtual AxisConfiguration XAxis { get; init; } = new();
public virtual AxisConfiguration ZAxis { get; init; } = new();
public virtual required string IdPrefix { get; init; } = "";
[Obsolete]
public virtual Func<RayCastResult3D?, bool>? BreakWhen { get; init; } = null;
public record AxisConfiguration(int Count = 1, float Spacing = 0,
AxisOffsetBehaviour OffsetBehaviour = AxisOffsetBehaviour.Centered);
public enum AxisOffsetBehaviour { Centered, Positive, Negative }
}
public virtual RayCastResult3D? RayCast(Vector3 from, Vector3 to, bool hitFromInside,

bool hitIntended, string rayCastId = , uint? collisionMask = null) {

collisionMask ??= (uint) SolidGroundLayerMask;

RayCastResult3D? result =

this.RayCast(new() { From = from, To = to, HitFromInside = hitFromInside,

CollisionMask = collisionMask.Value 1});

performedRayCasts.Add(new(rayCastId, from, to, hitIntended ? (result != null) :
(result == null), hitIntended, result?.Position, result?.Normal));

return result;

}
public virtual bool TryShapeCast(Transform3D transform, Shape3D shape, bool hitIntended,

string shapeCastId = "", uint? collisionMask = null) {
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collisionMask ??= (uint) SolidGroundLayerMask;

List<ShapeCastResult3D> result = this.ShapeCast(new() { Transform = transform, Shape

= shape, CollisionMask = collisionMask.Value });
bool hit = result.Count > 0;
performedShapeCasts.Add(new(shapeCastId, transform, shape, hitIntended ? hit : !hit,

hitIntended));

return hit;

}

public virtual bool TryCastMotion(Transform3D transform, Vector3 motion, Shape3D shape,

bool hitIntended, string shapeCastId =

null) {

, bool intersectFirst = true, uint? collisionMask =

collisionMask ??= (uint) SolidGroundLayerMask;

bool hit = ( intersectFirst && this.TryShapeCast(new() { Transform = transform,

Shape = shape, CollisionMask = collisionMask.Value }, out _, 1) ) || this.CastMotion(new() {

Transform = transform, Shape

}, out _, out _

)5

= shape, Motion = motion, CollisionMask = collisionMask.Value

performedMotionCasts.Add(new(shapeCastId, transform, motion, shape, hitIntended °?
hit : 'hit, hitIntended));

return

}

hit;

public static implicit operator PlayerModel(PlLayer player) => player.Model;

public class RayCastArrayResults(List<RayCastArrayResult?> results) {

protected virtual List<RayCastArrayResult?> Results { get; } = results;

public virtual List<RayCastArrayResult> NonNull { get; } = [

..results.O0fType<RayCastArrayResult>() ];

public
public
public
public
public
public
public

virtual
virtual
virtual
virtual
virtual
virtual

virtual

bool
bool
bool
bool
bool
bool
bool

AllMiss => NonNull.Count == 0;

Al1Hit => NonNull.Count == Results.Count;

AnyMiss => NonNull.Count != Results.Count;

AnyHit => NonNull.Count != 0;

AnyInside => NonNull.Any(result => result.Result.IsInside);
AnyMissOrInside => AnyMiss || AnyInside;

AnyTooSteep(float maxAngle, Vector3? up = null) =>

NonNull.Any(result => result.Result.IsTooSteep(maxAngle, up));

public virtual bool ALLTooSteep(float maxAngle, Vector3? up = null) =>

NonNull.ALL(result => result.Result.IsTooSteep(maxAngle, up));

public virtual IEnumerable<RayCastArrayResult> OrderByXOffset =>
NonNull.OrderBy(result => result.Offset.X);

public virtual RayCastArrayResult MinByXOffset => OrderByXOffset.First();

public virtual IEnumerable<RayCastArrayResult> OrderByYPosition =>

NonNull.OrderBy(result => result.Result.Position.Y);

public virtual RayCastArrayResult MaxByYPosition => OrderByYPosition.Last();

public virtual RayCastArrayResult ClosestTo(Vector3 position) =>

NonNull.MinBy(result => result.Result.Position.DistanceSquaredTo(position))!;
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}
public record RayCastArrayResult(Vector2 Offset, RayCastResult3D Result);

public record RayCastSnapshot(string Id, Vector3 From, Vector3 To, bool Success, bool
HitIntended, Vector3? Position, Vector3? Normal);
public record ShapeCastSnapshot(string Id, Transform3D Transform, Shape3D Shape, bool

Success, bool HitIntended);
public record MotionCastSnapshot(string Id, Transform3D Transform, Vector3 Motion,

Shape3D Shape, bool Success, bool HitIntended);
}
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