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AHOTANIA

KBamiikarmiitna pobota mpuCBSUYEHA KOMIUIEKCHOMY  JIOCHIKECHHIO
cnenudiky  TISUIBHOCTI 3BYKOpeXkucepa B 1HAYCTpii Bigeoirop. Y poOoTi
MIPOaHAII30BaHO €BOJIIOLIIO0 ITPOBOTO ayAi0 BiJ HAUMPOCTININX 8-OITHUX CHUTHAIIIB
70 CY4acCHHMX CHCTEM IMEPCHBHOIO IPOCTOPOBOTO 3By4yaHHs. PO3KpuUTO poJib
TEXHIYHOT'O TPOTrpecy sK KaTajizaTopa XyIOXKHIX TpaHchopMalliii y 3ByKOBOMY
JW3aiiH1, 0 TO3BOJWIIO BificoirpaM HAaOIU3UTHUCS JO PiBHSA KiHeMaTorpadidHOTO
MUCTELTBA.

Teoperuko-MeTono0TIyHy 0a3y JOCHIHKEHHS CKJIAIM Mpaili MPOBIIHUX
BITUM3HSAHUX HAYKOBI[IB. 30KpeMa, Ha OCHOBI poOiT B. JIpsgueHka po3riisiHyTO
TpaHchopmariito mpodecii 3ByKOpekucepa B Cy4aCHOMY  MEAiampocCTopi,
nocimixenHs K. CraHiciaBChKOi JO3BOJIMIM  NPOAHAII3yBaTh  BIJIEOITPH B
KOHTEKCT1 BUJOBUIIHUX (OPM KyJIbTYpH, a mipail JI. Ps3anmeBa ctanu miarpyHTsIM
JUIsL BUBUEHHS TEXHOJIOTTUHUX ACIMEKTIB 3BYKO3AIUCY Ta 3BYKOPEKUCYPH.

VY nocniKeHHl BHCBITIEHO OCHOBHI (DYHKIIi 3BYKOBOTO O(OPMIICHHS
ITpOBOTO  cepefioBHINa:  aTMocepHy, iAeHTHdIKAIIHY, KOMYHIKATUBHY,
IHTEPAKTUBHY Ta iIMepciiiHy. Oco0yMBY yBary npuaijaeHo (GeHOMEHY IHTEpPaKTUBHOI
MY3UKH, fKa QYHKIIIOHYE SIK THYYKa aJanTHBHA CUCTEMa, [0 pearye Ha Jii rpaBis
Ta 3MIHHU ITPOBOTO KOHTEKCTY.

[IpakTyHa 3HAYYLIICTh POOOTH MOJISITA€ Yy CTBOPEHHI BJIACHOTO ITPOBOTO
nporoTuny Ha 6a3i pymris Unity (cuena «Viking Village») Ta po3po0iti asist HbOro
MOBHOTO IMKJIY 3BYKOBOTO AH3aiiHy. ABTOPOM 3IIHCHEHO 3amuc Ta OO0poOKy
OpUTIHAIBHUX 3BYKOBHX CEMIUTIB, HAIIUCAHO aBTOPCHKUII My3WYHHUM CYIpOBiA Ta
pealli3oBaHO iX TEXHIUHY IMIUIEMEHTAIlIO 3a JOIMOoMOror aynio-miansepy FMOD
Studio. IlpogeMOHCTpOBAaHO METOJIM CTBOPEHHS aJallTUBHUX ayJI1OCHUCTEM:
3aJIEKHICTh 3BYKY KPOKIB BiJl TUITy IOBEPXHI, TMHAMIYHI CUCTEMH BITPY Ta OKEaHy,

a TAaKOXK BEPTUKAIbHE PEMIKIITYBAHHS MY3HUKHU.



ABSTRACT

The qualification paper is dedicated to a comprehensive study of the specifics
of the sound engineer's activity in the video game industry. The work analyzes the
evolution of game audio from the simplest 8-bit signals to modern immersive spatial
sound systems. It reveals the role of technical progress as a catalyst for artistic
transformations in sound design, which has allowed video games to approach the
level of cinematic art.

The theoretical and methodological basis of the research is formed by the
works of leading domestic scholars. In particular, based on the works of V.
Diachenko, the transformation of the sound engineer profession in the modern media
space 1s examined; the studies of K. Stanislavska allowed for the analysis of video
games within the context of spectacular forms of culture, while the works of L.
Ryazantsev served as a foundation for studying the technological aspects of sound
recording and sound engineering.

The research highlights the main functions of sound design in the gaming
environment: atmospheric, identifying, communicative, interactive, and immersive.
Special attention is paid to the phenomenon of interactive music, which functions as
a flexible adaptive system that responds to player actions and changes in the game
context.

The practical significance of the work lies in the creation of a custom game
prototype based on the Unity engine ("Viking Village" scene) and the development
of a full cycle of sound design for it. The author performed the recording and
processing of original sound samples, composed an original musical score, and
realized their technical implementation using the audio middleware FMOD Studio.
Methods for creating adaptive audio systems were demonstrated, including the
dependence of footstep sounds on surface type, dynamic wind and ocean systems,

as well as vertical music remixing.



BCTYII

AKTYaJIbHICTh JIOCJHiIZKeHHAA. 3 PO3BUTKOM IHAYCTpii BiJ€Oirop Ta
aynioBi3yalibHOi cepu poboTa 3ByKOpekucepa HalOyma HOBUX (opM i
cnenudikaiii. 3ByKopexxucep BiJIeoirop, abo IrpoBHii ayaio-au3aiHep, — 1€ 0JiHa 3
HaWMOJIOIIMX 1 HAWAMHAMIYHIIIKMX podeciii y cydacHOMY MeJlia-cepeoBHIIi. 3a
OCTaHH1 YOTUPH ACCIATUIITTS 3BYKOBE O(DOpPMIIEHHS Y BiJIeoirpax 3poOHIo CTPIMKHIA
PHUBOK B1Jl IPUMITUBHUX MOHOGOHIYHMX CUTHAJIIB JIO CKJIAJHUX OaraToKaHaJIbHHUX
CHUCTEM TIPOCTOPOBOTO 3BYKY, IO HE TOCTYHNAIOTHCS BHUCOKOOIOHKETHUM

KiHEMaTOrpap1YHUM IPOEKTAM.

EBomtortis irpoBoro ayaio MIATBEPIKYE 3arajibHy TEHICHIUIO PO3BUTKY
npodecii, BusieHy B. JIpsuenkom [6]: BimOyBaeTbcs TpaHcdopmarllis BiJl CyTO
TEXHIYHOTO (DIKCYBaHHS 3BYKY J0 TBOPYOTO MOJEIIOBAHHS aKyCTUYHOI PEalbHOCTI,
7€ 3BYKOpPEXKHUCEp CTa€ IIOBHONPABHUM TBOPLEM XyJOXXKHbOro o6Opa3. lle
niareepkye Te3y K. O'JloHHenna mpo Te, o cydyacHa po3poOKa 1rop € CKIagHOI0
COLIIOTEXHIYHOKO CUCTEMOIO, /1€ (paxiBelb IOBUHEH PO3YMITH HE JIUIIIE CBIA BYy3bKHIA

npodisib, a i 3arajabHy apxiTeKTypy Ipoekty [32].

MeTta a0cTiIKeHHSA — KOMIUIEKCHO OXapaKTEePU3yBaTH OCOOJIMBOCTI pOOOTH
3BYKOpEXHUCEpa Yy TMpOIECI CTBOPEHHS 3BYKOBOrO O(OpPMIEHHS BIJIEOIrOp,
PO3TJSHYBIIM ICTOPUYHUN KOHTEKCT, TEOPETHYHI AacleKTH Ta MPaKTUYHY

peani3aliio 3ByKOBOI'O TU3aiiHy Ha MPUKIaAl aBTOPCHKOIO IrPOBOTO MPOTOTHUITY.

00’ekT — IpoLIEC MOJETIOBAHHS 3BYKOBOIO 00pa3y Cy4acHOl IHTEpaKTUBHOI

B1JICOITPH.

IIpeamer pnociigkenHsi — poOoOTa 3BYKOpEXHCEpa HAJ PO3POOKOI0 Ta

IMIUIEMEHTALII€0 IHTEPAKTUBHOTO 3BYKOBOIO JU3aiHY Y BIACOTpYy
3agaui qocaixKeHHA:

e BHUBYMTH JIKEpENIbHY 0a3y HOCIIIKEHHSI, CHCTEeMAaTU3yBaTH HAYKOBI Mpalll Ta

npodeciiiHi MaTepiajiv 3 IrpoBOro ayai0-Au3aiHy;
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o 3IIACHUTH ICTOPUYHUIA OTJIA PO3BUTKY 1HAYCTPIi BiI€OIr0Op, MpoaHaIizyBaTH

€TaIy €BOJIIOIlT KOMI'IOTEPHHX 1rop Ta IX TeXHIKO-XYI0KH1 TpaHchopMallii;

e JIOCTIIUTH OCHOBHI (DYHKIIIi 3BYKOBOTO O(POPMIICHHS IrpOBOTO CEepeIOBUIIIA

Ta MOro BILTUB Ha IMEPCIIO TPaBIIf;

o PO3KPUTHU XapaKTepHI OCOOIMBOCTI IHTEPAKTHBHOI MY3UKH y Bijeoirpax,
OMHKCATH ii apXITEeKTYPHI MPUHIIUIIN Ta BIAMIHHOCTI B1J1 JIIHIKHOTO My3UYHOTO
CYIIPOBOLY;

e BHUBYHMTH apXiTEKTypHI 0COOIMBOCTI irpoBoro pymiist Unity, HOro CkJ1afoBi Ta

BOYyIOBaHy ayI10CUCTEMY;

e po3poOUTH IrpoBHl mpoToTHN y mporpami Unity, CTBOpUTH pPyXOMOTO
IepCOHaXa Ta HaJallITyBaTH 0a30BYy MEXaHIKY pyXy AJIs peaii3alii 3ByKOBUX

piIlIeHb;

e omucaTu Tporec pobotu 31 3BykoBuM pymiieMm FMOD  Studio,

MIPOJIEMOHCTPYBATH CTBOPEHHS 3BYKOBHX IMOJ1H Ta iX iHTerpamito y Unity;

e PO3pPOOUTH Ta IMIUIEMEHTYBATH aBTOPCHKUI 3BYKOBUM JTU3aiTH ISl IrPOBOTO
MPOTOTHUITY, BKJIFOYAIOYH 3BYKU KPOKIB, BITPY, aTMOc(epu Ta iHTEPaKTUBHY

MY3HKY.
MeToa0J10TisI TA METOAU JAOCTIIKEeHHA:

e TEOPETHYHI: ONPALIOBAaHHS KEPEJIbHOI 0a3H, JIITepaTypy Ta HAYKOBHX Mpallb

3 Mpo0OJIeM JAOCIIKEHHS, X CHCTEeMaTH3aIllsd Ta y3araJbHCHHS;

o ICTOpPWYHI: aHaNI3 ICTOPUYHOI PETPOCIEKTHUBU PO3BUTKY BiJCO- Ta

KOMIT'FOTEPHHUX 1r0p, €BOJIIOLIIT IrPOBOTO 3BYKY;

e QHANITUYHI: BHUBYEHHS (QYHKUIA 3BYKOBOTO JAW3aiiHy, OCOOJMBOCTEN

IHTEPaKTUBHOI My3UKH Ta 11 BIUIUBY Ha reHMILICH;
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eMIIpUYHI: MpaKTUYHA NISUTBHICTh ayJio-Iu3aiiHepa Bi€0irop, CTBOPEHHS
3BYKOBHMX €(DEKTiB, HAITMCAHHS 1HTEPAKTUBHOI MY3HKH, IMIIEMEHTAIIISI ayI10

y IrpOBUM MIPOTOTHII;

TEXHOJOTI4HI: poOoTa 3 mporpamHuM 3abe3meueHHsM Unity ta FMOD

Studio, 6a30Be mporpamyBaHHS TSI peatizallii 3ByKOBUX PIIICHb.

Teopernuna 6a3a 10CJIiKeHHS:

[Tparii 3apyODKHUX JOCITITHUKIB KOMITIOTEPHHUX 1MOp Ta IFPOBOTO 3BYKY:

Kent, S. L. «The Ultimate History of Video Games: From Pong to Pokémon
and Beyondy;

Donovan, T. «Replay: The History of Video Gamesy;

Aaron Marks «Complete Guide to Game Audio: For Composers, Sound

Designers, Musicians, and Game Developersy;

Karen Collins «Game Sound: An Introduction to the History, Theory, and

Practice of Video Game Music and Sound Designy;

Ric Viers «Sound Effects Bible: How to Create and Record Hollywood Style
Sound Effects»;

Bridgett, R. «Dynamic Range: Subtlety and Silence in Video Game Sound»;

Jorgensen, K. «What are Those Grunts and Growls Over There? Computer

Game Audio and Player Actiony;

Grimshaw, M. «Sound and Immersion in the First-Person Shooter»;
Farnell, A. «Designing Soundy;

Dolby Laboratories «Dolby Atmos for Gaming: Technical Overview».:

3. Jlicca «EcteTrka KiHO My3UKI».

JocnimKkeHHsT BITYM3HSIHUX aBTOPIB:
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K. CranicnaBcpka «Muctenpko-BUAOBUIIHI (HOPMHU CY4YacHOi KyJIbTYpH:

MOHOTpadis»;

H. bensiBina «MeToio10r1s1 Ta METOAMKA BUKIJIAIaHHS (DPaXOBUX MHUCTEIBKUX

JTACITUTLIIHY;

JI. Ps3zannieB «3ByKOpeKHCypa: HAaBYIBHHUM MOCIOHUKY;

A. AHaHbEB «AKYCTHKA JIJIs1 3ByKOPEKUCCEPOBY;

O. Byt «3ByK Ik KOMIIOHEHT 00pa3HO1 CTPYKTYPH (PLIbMY»;

B. Jlpsiuenko «TBopua MisUIBHICTH YKPAiHCBKUX 3BYKOPEXKHUCEPIB JPYyroi

nmoJIoBUHU XX — moyatky XXI CTOMITTA: Teopis, ICTOPisl, IPAKTHKA;

B. I'puimenko «Kommno3uilis Ta KOMIT'IOTEPHE apaHKyBaHHS.

Po6oTu, ommy61ikoBaH1 B IHTEpHET-pecypcax:

Odimiitna noxymenTaritis Unity Technologies Ta FMOD;

Caiit «['inpaii po3pobHMKIB 1HTEpakTUBHOTrO aymio» (Interactive Audio

Special Interest Group);

HaykoBa HOBM3HA HOCJIiIKEHHS:

Bnepuwe:

KOMIUIEKCHO JIOCTIKEHO crernu@iky poOOTH 3BYKOpEXHCEpa y Mpoleci

CTBOPEHHSI BIZICOIr0p B YKPAiHCbKOMY HayKOBOMY KOHTEKCTI;

CUCTEMATU30BaHO ICTOPII0 PO3BUTKY IrPOBOrO 3BYKOBOTO JAW3alHY 3

aKIIEHTOM Ha TEXHIKO-XYA0XH1 TpaHcpopMallii;

MPOAHANI30BaHO pPOJIb 0a30BUX HABUYOK MpOrpaMyBaHHS $K JOTUYHOL

GbyHKIII{ Cy4acHOTO irpoOBOTO 3BYKOPEXKHCEPA.

Habyno nooanvuiozo possumxky:
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o JOCHKEHHS (PyHKIINH 3BYKOBOTO NAM3aiiHy Ta 1HTEPAKTHUBHOI MY3HKH Y

KOHTEKCTI B1I€OITop;

e BHUBYCHHS NPAKTUYHOTO TPOILIECY CTBOPEHHsS ayaio-Au3aiiHy Ta ioro
IMIUIEMEHTalli y IrpOBUH MPOTOTUI 3 BUKOPUCTAHHAM MPOQECIitHOrO

MPOTrPaMHOrO 3a0€3MECUCHHS;

o aHaM3 OCOOMUBOCTEW IHTEPAKTHUBHOI MY3UKH $K THYYKOi CHCTEMH

(dbparMeHTiB, IIapiB 1 IEPEXO/IIB.

/lxepenbHa Ta MmarepiajibHa 0a3a JoCJiIkeHHsi: mpaii 3 (EeHOMeHy
KOMIT'FOTEpHUX 1rop; Matepianu npodeciitnux kypciB XSSR Academy; odimiiina
nokymenTaniss Unity Ta FMOD Studio; irpoBi mpoTOTHNHM Ta 3BYKOBHM JHU3aiiH
CYyYaCHUX KOMIM'IOTEPHHUX IrOp, Y TOMY YHUCHIl YKPaiHCbKUX; aBTOPCHKHI 1TPOBHIA
OPOTOTUI 3 pEali30BaHUM 3BYKOBHUM O(QOpPMIJIEHHSIM; a TaKOX MpaKkTUYHA

nistmeHICTh y CTyaii 3Byko3anucy «StartREC Sound Productiony.

Teoperuune i mnpakTU4YHe 3HAYEHHS JIOCJHIMKEHHS TIOJSTae Yy
KOMIUIEKCHOMY BUCBITJICHH1 crieniuiku poOb0TH 3ByKOpexucepa y cdepi BiJieoirop,
BKJIFOYAI0YM MDKJIUCIUILUTIHAPHI acriekTu npodecii. PoboTa MICTUTh TeOpeTHUHI T
MPaKTUYHI PEKOMEHAAIIIT II0JI0 CTBOPEHHS 3ByKOBOTO Ta My3UYHOT0 OPOPMIIEHHS,
po0OOTH 3 IrpOBMMH pYIIISIMU Ta IMIUIEMEHTAlil ayaio y reimiuvieil. Marepianu
JOCITIJIKEHHSI MOXYTh OyTH BHUKOPUCTaHI y HaBUYaJIbHUX Kypcax IUCIUIUTIH 31
3BYKOpEXKUCYpH: « MUCTEIITBO 3BYKOPEIKUCYPU», «3BYKOpEKUCypay, «Kommosurlis
Ta KOMI'IOTEpHE apaHxKyBaHHs», «CTyaiiiHa 3BYKOpEeXUCYypa», «AHamI3
ayJli0BI3yaJIbHUX TBOPIB», @ TAKOX Y CIEHiali30BaHUX Kypcax 3 IrpOBOTrO ay/io-

JIA3ANHY.
Anpo0auii Ta myOJiKkamii:

VYyacte y koHdpepeniii KyiabTypa 1 MUCTEUTBO: Cy4acHUI HAYKOBUN BUMID :
matepianu VIII Beeykp. Hayk. koH(). MO0, BY., actl. Ta MaricTpad. / M-Bo KyJIbT.
Ta CTpat. KoM. YKpainu ; Hair. akaj. kep. kKaapiB KyJjbT. 1 MucTell. ; Hayk. ToB. cTy.,

acm., Toktop. 1 mosoz. Bu. (Kuis, 06 mucronaga 2025 p.). Kuis : HAKKKiM, 2025.
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[Ty6nikamis te3 koHdepenuii [lumbaniok B.B. /lunamiuna o6pobka 3ByKy:
kommpecis. KynbpTypa 1 MUCTENTBO: CydacHUN HayKOBUM BuMip : Marepianu VIII
Bceykp. Hayk. KoH(. MOJIOJ. BY., acll. Ta Maricrpad. / M-Bo KyJbT. Ta CTpaT. KOM.
VYxpainu ; Hat. akan. kep. kaapiB KyJbT. 1 Muctell. ; Hayk. TOB. cTyJ., act., JOKTOP.

1 monoa. Bu. (KuiB, 06 nucronana 2025 p.). Kuis : HAKKKiM, 2025. C. 341-343

Ctpykrypa kBajidikaniiiHoi podoTH 00yMOBIIEHA JIOTIKOIO PO3KPUTTS
TEMH, METOIO0 Ta 3aBIAaHHSIM JOCHIKEHHS. BoHa CKIIamaeThcst 31 BCTYMy, TPHOX
pO31LIiB, 8 MiAPO3A1IiB, BUCHOBKIB, CIUCKY BUKOPUCTAHUX JKepen (48  mo3uiliil),
J0/1aTKiB. 3arajibHuii 00csr po6oTH — 106 CTOPIHOK, 13 HUX OCHOBHHI TEKCT CKJIa/1a€

— 94 cTopiHKH.
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PO3A1JI 1. ICTOPUKO - TEOPETUYHI 3ACAIN JOCJITKEHHSA

1.1 Orasig HayKOBHX JOCTIIKEHb Ta JIiTepaTypu

IcTopis Bimeoirop 6epe CBiil MOYaTOK HE 3 KOMEPIIIHHOI 1HIyCTpii po3Bar, a 3
Jaboparopiid, A€ HAYKOBII W JOCHIAHUKH IIYKAIA CIIOCOOM BUKOPHUCTAHHS
OOYMCITIOBAIHOT TEXHIKH JJIi MOJENIOBAHHS PI3HUX IMPOIECIB, Y TOMY YHCIHI
irpoBux. Y JApyrid moysioBMHI XX CTOMTTS, HAa Tl CTPIMKOTO PO3BUTKY
KOMIT FOTEPHUX TEXHOJIOT1i, CTaIM 3’ IBJISITUCS MEPIII MPOEKTH, K1 COTOJ[HI MOXKHA
KJ1acu(iKyBaTH sIK ONepeIHUKH Bineolirop. Lli mpoekTH cTBOproBaNIMCS HE 3 METOIO
po3Bary, a AK JEMOHCTpAllisl TEXHIYHOTO MOTEHIIay HOBITHIX MPUCTPOIB abo SK
EKCIIEpUMEHTAIbHI CHCTEMH JJIS TECTYBAaHHS ITPOTrPaMyBaHHS, IITYYHOTO IHTETIEKTY
YM B3a€MOII1 MK JIFOJJUHOIO 1 MAIIIMHOIO.

OmHuM 13 paHHIX NPHUKIAIIB TaKOi ASUIBHOCTI € po0oTa OpPUTAHCHKOTO
MaTeMaTHKa Ta OJTHOTO 3 0aThKIB Cy4yaCHOI KOMIT FOTEpHOI Hayku AJiaHa TropiHra.
e y 1950-x pokax BiH po3pOOMB aIrOpUTM JJIs TPU B IIaXH, AKUH MOYKHA BBAYKATH
OJIHIEI0 3 TepIIMX KoMl torepHux irop. [lompu Te, mo Toai 1ie HE iCHYBaJo
BIIMOBITHOTO OO0JIaJIHAHHS [JI1 BUKOHAHHS MPOTPpaMU B peaIbHOMY dHaci, ijes
CTBOPEHHSI BIpTyaJIbHOTO CYyNIPOTHUBHUKA, 3JIATHOTO aHAJII3yBaTH X0 Ta IPUMMATH
pilIeHHs, cTaja NepeIBICHUKOM SIK MalOyTHIX IIaXOBUX CUMYJIATOPIB, TAK 1 IIUPILIE
— CHUCTEM IITYYHOTO 1HTENIEKTY Y BiJleoirpax.

3HaUYHUM KPOKOM Yy HAIpsIMKY CTBOPEHHSI IHTEPAKTHBHOI Bi3yasllbHOI TpU
ctaia po3poOka Tennis for Two (1958) — excnepuMEHTaIBHOTO MPOEKTY,
CTBOPEHOT'0 aMepUKaHChKUM (pi3nkom BinmbsimoMm ['irin6oTamom. MeToro cTBOpeHHS
rpu OyJi0 MOKa3aTH Bi/BiAyBadaM bpyKreiBeHChKOI HAIlIOHATBHOI JabopaTopii, sk
KOMII FOTEpHI TEXHOJIOTii MOXYTh 3aCTOCOBYBATHUCS HE JIWIIE B HayIll, aje W s
po3Bar. ['pa nemoHcTpyBanga 1BOBUMIpHE 300pa)KEHHS TEHICHOTO KOPTY Ha €KpaHi
ocimiiorpada [[domatoxk A] 1 J103BoJissIa JIBOM TpaBIsiM, 3a JIOTIOMOTOIO
KOHTpoJiepiB, BigowBatu M™’su. [lompum cBowo mpoctoty, Tennis for Two
IPOJAEMOHCTPYBaJja, 1[0 KOMIT IOTEP MOXKE B3a€EMOJISITH 3 KOPUCTYBAUYEM Y PEKUMI

peanabHOro yacy, CTBOPIOIOYH 3aXOIJIMBUN ITPOBUI TOCBI.
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[le oani€ero BiXOBOIO MOJIIEIO cTaja MosiBa rpu Spacewar! y 1962 poi, sky
pospoounu  Crie  Paccen, Maprin Ipemn 1 Kigbka iHIIMX — CTYHEHTIB
Maccauycercbkoro texuosnorigaoro iHeturyty (MIT) na minikomm totepi PDP-1.
Spacewar! crana mepiuM 3pa3koM 0araTOKOPUCTYBALIbKOI TPH, B SKiM JABa rpaBIli
KepyBaJIM KOCMIYHUMHM KOPAOJISIMH, 1110 MAaHEBPYBaJIM B YMOBaX rpaBiTallli 31pKu Ta
HaMarajaucs 3HUIIUTU OJIHE OHOTO. ['pa BUKOprcTOBYBasa rpadiuHuii JUCTIIeH —
IHHOBAIlIliHEe HAa TOW Yac PIlICHHS, [0 BUBOJUIIO 300pa)keHHs Oe3rocepeHbo Ha
MOHITOp, a HE JIMIIE Ha ManepoBUi MPUHTED, 5K 1€ OyJIO MOIIKUPEHO PaHILIE.

Spacewar! cTana He MPOCTO TEXHIYHUM JOCITHEHHSIM — BOHA MaJjia BaroMHit
BILJIMB HA MallOyTHIX pO3pOOHUKIB Bificoirop. Y 0araTbox BUIAJKaX BOHA HaJMXasa
LIl MOKOJIHHS 1HXKEHEpIB 1 JOu3ailHepIB Ha CTBOPEHHS BIIACHUX MPOAYKTIB.
30Kpema, OJIMH 13 TBOPLIB MEPIIOi KOMEPIINHO yCcHilHOoi apkagHoi rpu Computer
Space (1971), Honan Bymnemn, npsMo 3a3HadaB, mo Spacewar! craia Jyisi HbOTO
npototunioM. CaMe 3 MBOTO MOMEHTY IFpU TIOYHHAIOTH PyX Y HAMPSMKY
KoMepIriaizaiii Ta Tpancdopmaiiii B MacoBy 1HAYCTPIIO.

3 TeXHIYHOI TOYKH 30pYy, Spacewar! 3ampoBajiiia HU3KY MPHUHIUIIB, SKi
CTaJIM KaHOHIYHUMH JJI MOAANIBIINX BiA€OIrop: (Gpi3uyHy CUMYIISILi0 (TpaBiTaiis,
1HEPILis), KOHKYPEHIIIFO0 MiX I'PaBISIMH, & TAKOK IHTEPAKTUBHICTh Y pEaTbHOMY Yacl.
Kpim Toro, BoHa OyJia OfHI€IO 3 MEPIIUX IrOp, sIKa MOIIUPIOBANIACS YepPe3 MEPEKY
YHIBEPCUTETCHKUX KOMIT I0TEPIB, 1110 J1aJI0 3MOTY i HAa0yTH IUPOKOTO PO3TOJIOCY B
aKaJeMIYHOMY CEpeI0BHUIIII.

Takum 4MHOM, MOYATKOBUM €Tall pO3BUTKY BIJEOIrOp OyB TICHO MOB’sI3aHUMN
13 HAYKOBO-JIOCIITHUIIBKUMH JIa0OpaTOPisIMU, YHIBEPCHUTETAMH Ta TEXHIYHUMU
iHcTuTyTamMu. Ile OyB mepioa eKCIepUMEHTIB, SIKMM MOCTYIIOBO TpaHCHOPMYBaBCs
y OLIBII CTPYKTYPOBAHUHM MiAX1J IO CTBOPEHHS 1TOp K OKPEMOTO BUAY IUGPOBOI
TBOopuocTi. Came 11l mepir KPOKW 3akianu (yHIaMEHT JUisi PO3POOKH IrPOBHX
MEXaHIK, 1HTEPaKTUBHHUX I1HTEpPEICIB, a TaKOXK BI3yaJbHOTO Ta 3BYKOBOIO

oopmileHHs, SKI y Maiil0yTHbOMY BHU3HAUMJIM €BOJIIOLIIO IFPOBOT 1HAYCTPII.
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JlociaKeHHs B1I€OIrop K MUKAUCHUIUTIHAPHOTO SBUIIA, IO MOEHYE Y COO1
€JIEMEHTH KyJbTYPH, TEXHOJIOT1H, MUCTELITBA Ta COL1aJIbHOI B3aEMO/I11, € BITHOCHO
HOBHMM HAaNpsMOM y TYMaHITapHUX Ta TEXHIYHUX HaykaxX. OJIHaK 3 KO)KHUM POKOM
00CSiT HAYKOBHUX JDKEpes, MPUCBIYCHUX IbOMY (PEHOMEHY, CTPIMKO 3pOCTae.
Bineoirpu Bxke 1aBHO niepecTany OyTH BUKIIIOUHO PO3BayKaIbHUM IIPOAYKTOM; BOHU
NEPETBOPHIIUCS HA CEPHO3HMI O0'€KT aKaJeMIYHOTO aHali3y, 30KpeMa y Tary3sax
MeJl1a3HaBCTBA, KYJbTYPOJOTii, COIOJIOTii, IMCHXOJOTii, a TaKoX IPHUKIATHUX
TEXHOJOTIYHUX HayK. Bizeoirpu po3risiialoTbesi SK 4YacTUHA Cy4YacHHUX
BUJIOBUIIHUX (POpPM KyJIbTYpH, IO MIATBEPIKYETbCS AochikeHHs MU K.
CramnicimaBcbkoi [9].

Cepen HaMBIUIMBOBIMIMX Mpallb, M0 JOCIIIKYIOTh CTPYKTYpPY, (DYyHKIII Ta
BIUIUB BIJ€OIrop, , MokHa BUOKpeMutu kHuUry Jlxecci lllenna The Art of Game
Design: A Book of Lenses [35]. ABTOD, siKUii € HE JTUIIIE TEOPETUKOM, a i TPAKTUKOM
y cdepi reiiman3zaiiny, po3risiiae BIACOrPy K CKIaHY IHTEPaKTUBHY CUCTEMY, sIKa
OJTHOYACHO € XYJI0’)KHIM BHUTBOPOM, NPOTPAMHHUM HPOAYKTOM 1 ICHUXOJOTIYHUM
eKcriepuMeHToM. Y cBoil koH1en i "nin3" (lenses) BiH mponoHye 6araToBUMIpHUN
HIX11 10 CTBOPEHHS 1rop, 10 J03BOJISIE BpPAXOBYBAaTH HE JIMILE TeiMIuIel, ane i
HapaTHB, €CTETUKY, 3PY4YHICTh KOPHUCTYBaHHS, 3BYKOBE O(OpPMIICHHS Ta 1HIII
aCIeKTH, iK1 (GOPMYIOTh LITICHUIA TOCBIJ TPABLISL.

V ummpmomy KyldsTYpHOMY KOHTEKCTi CIifl 3rajaTd npamo Vorana
Xewsiuru Homo Ludens [4], sika xo4d 1 3'sBWJIacs 3aJI0BrO JO0 €pU HHUQPPOBUX
TEXHOJIOT1M, 3aKijaja KOHLENTyaldbHI OCHOBM CYYaCHOIO PO3YMIHHS TpHU SIK
(GyHIaMEHTaJIbHOTO YWHHUKA KYJIbTYpH. XEH31Hra po3risjaB I'py HE MPOCTO SK
J03BULJIS, a SIK IEPBUHHY, apXETUTIOBY (POPMY KYyJIbTYpHOI AISIBHOCTI, SIKa MEPEIye
Ta (hopMye iHIII COliaNbHi iHCTHTYTH — MOBY, TIPABO, PEJIiriio, MUCTENTBO. Moro
KOHIICTIIIS "TIOMUHU-TPABIA" BIAKPWIA MIISX A0 PO3YMIHHS ITPOBHUX MPAKTUK HE
JUIIE SIK CIOco0y po3Baru, a ik TMUOMHHOI KyJbTYPHOI MOJEII, 10 CTPYKTYpY€
JIOJIChKE Oy TTSI.

I{s imest oTpuMana MoJaIbIINi PO3BUTOK y MpAIsX TaKWUX JOCITITHUKIB, SK

Epik Ilummepman 1 Keri Canen (Rules of Play), I'oncano ®packa, len borocr,
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Ecnen Aapcer Ta iHImMX, Kl 3aKjiajJd OCHOBH Teopii irop SIK HOBOi (opmMu
KyJbTYpHOI pernpe3eHTtanii. BoHM HaronomyoTb, M0 BIJICOITpU HE JIMIIE
B1I00pakaroTh PEIbHICTh, a i aKTUBHO 11 MOJICIIOIOTh, CTBOPIOIOYH HOBI CIIOCOOU
COPUMHATTS dYacy, TMPOCTOPY, NPUYWHHO-HACTIKOBUX 3B’SI3KiB, a TaKOX
€MOIIIITHOTO Ta CEHCOPHOTO JIOCBITY.

Boanouac cyuyacHi AOCTIIKEHHS BCE YaCTIIIE 3BEPTAIOTh yBary Ha Ba)JIUBY
poib ayJioBizyaiabHOTO OdGopMIIeHHS y (opMyBaHHI €MOIIIHHOTO (OHY TpH.
OcoOnuBy yBary Mnpu IbOMY MPUAUISIIOTE 3BYKY — OJHOMY 3 HaWMEHII
JOCIIKCHUX, aJie Ha3BUYATHO BIIMBOBUX €JIEMEHTIB 1rpoBOro mpoiecy. Pobotu
Takux aBTOpiB, sk Kapen Komninz (Game Sound: An Introduction to the History,
Theory, and Practice of Video Game Music and Sound Design), Mima Kauan (The
Sound of Games) ta bpengan Kimemn (Sound Design for Games), BUCBITIIIOIOTh
TEXHIYHI Ta ECTETHUYHI acCleKTH CTBOPEHHS ITPOBOTO 3BYKY. 30KpeMa, BOHHU
pO3IIIAIal0OTh ~ JUHAMIYHE  MIKIIYBaHHSA, MPOLUEAYpHY T€HEepalilo 3BYKIB,
IHTEpaKTHUBHE 03BYUEHHS 00 €KTIB 1 CEPEOBHIIL, a TAKOK BUKOPUCTAHHS My3UUHUX
TEM JIJI1 eMOIIITHOTO MaHIIyJIFOBAaHHS TPaBIIEM.

Oxkpemy yBary CiiJi IPUAUTUTH AOCIIIKEHHSIM, 1110 aHaJII3yIOTh BIUIUB 3BYKY
HAa KOTHITMBHI Tipoliecu TpaBi. Hanpuxman, y po0OoTax TICHUXOJIOTIB 1
HEHpOoOIOJOriB  JIOBEIEHO, 10 3BYKOBI €(EKTH MOXYTh IOKpallyBaTH
KOHIIEHTpPAII0 yBarv, COPUITH TJIMONIOMY 3aHYPEHHIO B ITPOBHM CBIT Ta HaBITh
BUKJIMKATH (D1310JIOTIUHY PEaKIIii0 — MPUIIBHUAIICHE CEPIEONTTSI, TOTOBUIIJICHHS,
3MiHu y auxanHi. Lle qae mijcTaBu rOBOPUTH PO 3BYK Y BIJEOIrpax HE JUIIE SIK PO
dboH, a SK TPO TMOBHOIIHHUNA MEXaHI3M BIUIMBY, DPIBHO3HAYHUUN Bi3yalIbHIN
CKJIQJIOBIA.

B ykpaiHCbkOMY akaaeMiYHOMY JUCKYpCl TeMa BiJI€Oirop MOCTYHOBO
HaOyBae Baru. Cepen 3HAUYNIMX BITYM3HSIHUX TMpallb BapTO BUOKPEMUTH
nociimxeHHs: C. DxakeBuu [24], sika KOMIJIEKCHO pO3risgae "CBIT KOMITIOTEPHHUX
irop" He JUIIE SK TEXHOJIOTTYHUM TPOIYKT, a SIK CrHerudidyHe COIIOKYJIbTYpPHE
cepenopuiie.. Okpemi aBTOPH 3BEPTAIOTBCSA 10 NPOOJIEMH 1ACHTHYHOCTI,

HapaTUBHOI CTPYKTYPH, COILIAJIBHOTO BIUIMBY Ta KPEATUBHOTO MOTEHIANy reiM-
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iHaycrpii. Ilpore TexHiuHa CKJIaaoBa, 30KpeMa NHMTAHHA —aylioAM3aiiHy,
3BYKOPEKUCYPHU, IHTEPAKTUBHOTO 3BYKOBOI'O CEPEJOBMILA, ITOKU IO JOCIIIKEHA
BKpall HEJOCTaTHbO. PO3BUTOK 3BYKOPEXKHUCYpU SIK OKpPEMOrO BHJY TBOPYOI
TisTbHOCTI  Ta  1i  TpaHcdopMmanii B YKpaiHCBKOMY KOHTEKCTI JI€TalbHO
poaHani3oBaHo y npausx B. J[psuenka [6], sskuil JOCIIIPKy€ TEOPIO Ta MPAKTUKY
YKpaTHChKUX 3BYKOpekucepiB. TeXHIYHI Ta €CTETUYHI aCTIEKTH CTBOPEHHS ITPOBOTO
3BYKY BHUCBITJIIOIOTH Taki aBTOpH, ik Kapen Kosmninz [14] Ta Aapon Mapxke [30].

OcTaHHIMH pOKaMH 3pOCTa€ 1HTEpec J0 Iie€l TeMu cepes (axiBIliB y ramysi
KOMIT FOTEpPHUX HayK, I1HXEHepli NpOrpaMHOro 3a0e3leyeHHs Ta 3BYKOBOIO
nu3aiiHy. lle MOXXHAa TNPOCTEXUTH Ha MNPUKIAAL YKPAiHCBKUX JOCTIIHHULBKUX
IPOEKTIB, CTYAEHTCHKHX JAMIUIOMHUX poOIT, myOJiKamiii y crHeniagi30BaHuX
BUJIAHHAX Ta 3POCTAHHS KUIBKOCTI KYpCIB 3 IHTEPAKTUBHOIO ayJl0 B pamMKax
OCBITHIX MpOTpaM 3 reiMIn3ainy.

TakuMm YMHOM, JITEpaTypHUM OIS JEMOHCTPYE, IO JOCIHIJIKEHHS
BIJICOITOp, 30KpeMa Yy KOHTEKCTI 3BYKOBOIO CYIIPOBOAY, € OaraTolIapoBUM,
JUHAMIYHUM 1 TIEPCIIEKTUBHUM HAaNpsSIMOM, SIKUA MOTpPeOy€e MOJaNbIIOTO
MDKJIUCIUIUTIHAPHOTO OCMHCIICHHS. BUBUEHHS poJii 3BYKOpEXHCEpPAa Y LBOMY
MPOILIEC] € BAXUJIMBUM KPOKOM JIO TJIMOIIOTO PO3YMIHHSA BHYTPIIIHBOI CTPYKTYPH

CY4YacCHO1 BIJIEOTPH SIK CKJIAIHOTO IHTEPAKTUBHOT'O TBOPY.

1.2 IcTopu4HUIT PO3BUTOK BiI€OIrOp Ta eBOJIONIA irPOBOI0 3BYKY

Komepuianizanisa Bineoirop ta d¢opmyBanns inaycrpii (1970-ti pokn)

[licns mepummMx €eKCHepUMEHTIB Yy HAayKOBUX JadopaTtopisix Bieoirpu
MOCTYIIOBO TIOYajM BUXOJWUTH 32 MEXI aKajgeMIidyHOTO CepeloBUINa 1
nepeTBoproBaTucs Ha opmy MacoBux possar. Came 1970-Ti poku cTanu nepiogoMm
HApOJUKEHHSl 1HAYCTpli Bimeoirop y ii KoMmepuidHOMy po3yMiHHI. Lleil eran
MO3HAYEHUN CTPIMKUM PO3BUTKOM apKaJHHUX IrOp, MOSBOIO TMEPIIMX JOMAITHIX
I'POBUX CHUCTEM, a TAaKOX 3aKJIaJCHHSIM OCHOB ITPOBOi EKOHOMIKH, SIKa y HACTYMHI
JNECATUIITTS MEePETBOPUTHCS HA OAWH 3 HAWNPUOYTKOBIIIMX CEKTOPIB 1HAYCTPIi

po3Bar.
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BunukHeHHs apkKajaHoi iHaycrTpii Ta (penomen Pong

OnHi€ero 3 HAMBU3HAYHINIMX MOJIIM [ILOTO MEPIOAY CTAJIO CTBOpPEHHsA y 1972
pori kommaHii Atari, 3acHoBaHOi iHxkeHepoM Homanom bymnemmom Ta
nignpuemieMm Texom [labni. Toro x poky Atari BUIycTuja CBOIO MEPIIY apKaJaHy
rpy — Pong, sika crana crpaBXHBOIO CEHCAIIE€I0 1 KaTajli3aTOpOM KOMEPIIHHOTO
ycmixy Bigeoirop [26]. I'pa sBisma co60r0 MPOCTy CUMYJISIIIO HACTUTLHOTO TEHICY
Ha JBOX TpaBIiB 3 MIHIMaJICTUYHOI YOPHO-OUIO Trpadikoro, aje came ii
JIOCTYTHICTb, IHTYiTUBHICTb YIIPABJIiHHS 32 JIOMIOMOT'0K0 00€PTOBUX KOHTPOJIEPIB Ta
3MaraJibHui €JIeMEHT COPUSUIIM MacOB1i OMyJisipy3allii BII€0irop cepesi HMpoKOTo
3araiy. Atari

Pong 3anovaTtkyBaB cripaBkHIN «apkaaHuii Oym»: 1o cepeaunu 1970-x pokis
aBTOMATH 3 BIJICOIrpaMH CTaJH 3'SIBISITUCS Y TOPTOBHX LIEHTPAX, Oapax, pecTopaHax,
KIHOTeaTpax Ta Cheliali30BaHuX IrpoBUX 3anax (arcades), a cama iges nu@poBoi
IpH yBIMIIJIa B KyJbTYpy SIK HOBa (pOopMa IMPOBENEHHS 0O3BULISA. ApKaJaHl 3aid
NEPETBOPUIIUCS HA COLaJIbHI IPOCTOPH, A€ MOJIOAb 30Upasacs He JUIIe i TpH,
ajyie W JUIs CIUIKYBaHHS Ta 3MaraHb 3a Haiikpamii pesyibratu [27]. Lleit mepion
TaKOX O3HAMEHYBABCS IMOSBOIO MEPHIMX MPOo(eciiiHuX TYpHIPIB 3 BIAECOIrOp, 11O
3aKJ1aJI0 OCHOBH JJII MaliOyTHBOT 1HTyCTpii Ki0epcropTy. 3a OllIHKaMU JJOCIIITHUKIB,
no kiHig 1970-x pokiB apkajHa IHIYCTpisl T'e€HEpyBajla MUIbSIPIHI TPUOYTKH,

nepeBepInyoun kacosi 30opu ['ommiByy [22].

P03BHTOK 1OMALIHIX IFPOBUX KOHCOJIEH

VY BIANOBiAL HA 3pOCTaHHS IHTEPECY 10 BIAECOIrOp SK MAaCOBOIO SIBUILA Ta
MIParHeHHsI CIIOKUBAYIB TPATH BAOMA TMOYAJW 3'SBJISITHCS TEPII JTOMAITHI 1IrpoBi
KOHCOJTI. X04a MepIii cCnpoOr CTBOPEHHS JAOMAIIHIX CHCTeM (30kpeMa, Magnavox
Odyssey y 1972 poui Panbda baepa) manu oOmexeHuit ycmix depe3 BUCOKY
BapTICTh, TEXHIYHI OOMEXKEHHS Ta CKJIQJHICTh y BHKOPHUCTaHHI, came Jpyra
nosioBuHa 1970-X pokiB cTaja nepeIOMHUM MOMEHTOM Y 1IboMY Hamnpsmky [10].

VY 1977 poui Atari Bunyctuna Atari Video Computer System (VCS), mi3Hime

Bimomy sk Atari 2600 mizuaime Bigomy sk Atari 2600 [Homatox b], ska
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PEBOJTIOLIIOHI3YBala PUHOK JomaiHix po3sar [31]. Llg cucrema crama 3HaKOBOIO
JUISL IHIYCTpli 3 KUIbKOX mpuuuH. [lo-mepiie, BoHA J03BOJIsAIa IpaTH y Pi3HI irpu
3aBSKM 1HHOBaIiNHIA cucTemi 3MiHHUX ROM-kapTpuKiB, MO KapJIUHAIBHO
BIJIPI3HSUIO 11 BiJl MOTIEPETHIX KOHCOJICH, SIKi Majii BOYTOBaH1 irpu 0€3 MOKIUBOCTI
posmupenHs 616ioTeku. KoHueniis 3MIHHUX KapTPUKIB JIO3BOJIMJIA CTBOPUTHU
HOBHUY PUHOK MTPOTPAMHOTO 3a0€3MEeUEHHS Ta BiAKPHIA MOXKJIMBOCTI JTsI CTOPOHHIX
PO3POOHUKIB.

Cucrema 103BoJIsIIa TPABIKIM BIAYYTH €JIE€MEHT KOHTPOJIO Ta 3aHYPEHHS B
I'pOBUI CBIT Yepe3 HKOWCTUKM Ta 1HII KOHTPOJEpPU, HE BUXOMASUU 3 1oMy. Atari
2600 Takox MEpIIO0 MPOJEMOHCTpYBaJia YCIIIIHY O13HEC-MOJIeNb, e MPUOYTOK
OTPUMYBABCSI HE CTUIBKHU BIJ IPOJAXy CaMOi KOHCOJI (sIKa 4acTo MpojaBayiacs 31
30UTKOM a00 MIHIMAJIBHOIO MAapKel0), CKUIBKUA BiJ| JIIEH3YBaHHA Ta IPOJAaXy
irpoBux kaptpukiB [22]. Lls mozaens, Bimoma sik "razor and blades" (6putBa Ta
JIe30), CTajga CTaHAApPTOM IS IHAYCTPIli KOHCOJICH HA IECSITUIITTS BIIEPE/I.

Takum ynHOM, BIIOYBCS BXKIMBUM MepeXi/ Bl MyOII4HOTO (apKagHOTO) 10
MEePCOHANBHOTO (AOMaIHBOTO) (dopMmaTy IpH, MO MaB TIMOOKI COIllajbHI Ta
KYJbTYpHI HachiAku. Bifeoirpu noyanu npoHUKaTy B CIMEHUI OOYT, 3MIHIOIOYN
naTepHH JO3BULIS Ta CTIOKUBAaHHS Melia-KOHTeHTY. Jlo mouaTky 1980-x pokiB Atari
2600 Oyno npoaano noHas 30 MIUTbHOHIB MPUMIPHUKIB Y BChOMY CBITI, 1110 3pOOHIIO
il oJIHI€rO 3 HAWYCHINTHIMINUX KOHCOJIeH CBOTO MOoKoJiHHS [44]. biGmioTeka irop s
cucteMu HamuvyBasna nonas S00 TaiTiiB, BKIIOYAIOYH TaKl KyJIbTOBI irpH, sIK Space

Invaders, Pac-Man Ta Pitfall! [29].

@®opMyBaHHA irPOBOI €EKOHOMIKH

1970-t1 pokum TakoXk O3HAMEHYBAJIUCA  (POPMYBAHHSIM  OCHOBHHUX
€KOHOMIYHMX MoJienel iHaycTpii Bigeoirop. IlosgBa apkagHux aBTOMaTIB CTBOpHUIIA
HOBUW CETMEHT PO3BaXKaJIbHOI 1HIYCTPii 3 MOCTIMHUM IOTOKOM JIOXOJIB 4Yepes
MOHETH3AIlII0 3a MNPUHIUMIIOM "MOHeTa 3a rpy". 3a JesSsKMMHU OI[IHKaMU, OJIUH
YCIIIIHUM apkaJgHui aBToMat Mir reHepyBatu BiJ 200 10 400 gosapiB Ha THXK/ICHb,

o pobwio Oi3HeC HaA3BUYAHO MpuOyTKOoBUM [26]. TlapamensHo po3BuBaiacs
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MOJedb MPOJaXy [OMAIlHIX KOHCOJIeH Ta KapTpUIXKIB, sKa Mepeadavana
OJIHOPA30BYy TMOKYIIKY amapaTHOro 3a0e3MeyeHHs 3 MOAAJbLIUM TPHUAOaHHAM
POrpamMHOro 3a0€3MeYeHHS.

VY 1eii mepiof TaKoXK 3'IBIIIMCS TIEPII HE3aIEeKHI pPo3poOoHUKH irop. Y 1979
porii rpyna nporpamictiB Atari — JleBin Kpeiin, Jlappi Kamnan, Aman Mimep ta
bo6 BaiiTxeq — He3aJ0BOJICHUX MOJITHKOI KOMITaHIi IIOJI0 aBTOPCHKUX IPaB,
B1JICYTHOCTI BU3HAHHS PO3POOHUKIB Ta HU3bKO1 BUHATOPOIH, 3aCHYBaIa KOMITaHIIO
Activision — TepIIoro CTOPOHHKOTO BUAABIIA irop Juis KoHcoJed. Ll moxis crana
BAKJIMBUM IMPEUEACHTOM, L0 3aKJaB OCHOBU JUIsl MailOyTHBOI AuBepcudIKalii
PHUHKY Ta TOSIBU HE3aJIeKHOI irpoBoi iHxycTpii [37].

3oJ10Ta epa apkaj Ta Bigeoirposa kpu3sa (1980-ti poxu

Po3kBiT apkagHol iHAyCTPil

[Touatok 1980-x pokiB 03HAMEHYBaBCS 30JI0TOIO €POI0 APKATHUX 1rOp, KOJIH
3'SIBUJIMCSL KYJIbTOBI TaWTJIM, IO BU3HAUMIM MaillOyTHe 1HaycTpii. ¥ 1980 pomi
komrianist Namco (y CIIJA Bunana Midway) Bunyctuiia Pac-Man — rpy, sika ctana
KyJbTypHUM (DEHOMEHOM 1 BUHIIUIA JAJIeKo 3a Mexi IrpoBux 3aiiB [26]. Pac-Man
BIJIPI3HSBCS B1J] OLIBIIOCTI TOTOYACHUX apKaJHUX ITOp, K1 30CEPEIKyBAIUCS Ha
KOCMIUHIA TEMAaTWIll Ta CTPUISHUHI. 3aMICTh I[bOTO TPABISIM IMPOMOHYBAJIOCS
KepyBaTH >KOBTUM TI€PCOHAXKEM, IO IMOiJaB TOYKU B JIAOIpUHTI, YHUKAIOUU
npuBHIiB [48].

VYcemix Pac-Man OyB Ge3nperieieHTHUM: Tpa 3reHepyBajia moHaa 1 Mimbsipa
noiiapiB npuOyTKy Tiibku B CIIA mpoTarom nepimx pokiB MiCisl BUITYCKY, cTaja
00'€éKTOM MacoBOT0 MEpPYAHIAW3UHTY (BiJ ITPAIIOK /10 OAATY) Ta HABITH OTpUMAaa
BracHuil xiT-cuHri "Pac-Man Fever" [28]. Ilepconaxx Pac-Man ctaB oaHum 3
HaMBII3HABAHIIINUX CUMBOJIB NOM-KYJIbTypH 1980-X pOKiB Ta 3aJIMIIAETHCS 1KOHOIO
BiJICOITOpP JIOHUHI.

V¥ 1981 poui Nintendo Bunyckae Donkey Kong, e onHy peBosoLiiiHy rpy,
sKa 3HAHOMHTH TPABIIB 13 MEpCOHAXEM Ha iM's Mapio (CrodaTrKky BIJOMHUM SIK
Jumpman). Donkey Kong ctama BaxJIMBOIO BiXOI0 B PO3BUTKY IUIaTHOPMEPIB Ta

HapaTUBHOTO AM3aliHy B Irpax, BIPOBADKYIOUM €JIEMEHTH ICTOpIi Ta XapakTepy
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nepcoHaxiB [26]. I'pa O6yna ctBopena monoaum mu3aitHepom Cirepy MisimoTto 1
CTayia Horo MepIIvM BEJIMKUM YCHIXOM.

Ile cramo moyaTkoMm OJHIET 3 HAWBITOMIMIUX ITPOBUX (paHIIN3 y CBITI. Y
1985 pomi Nintendo 3amyckae konconb Nintendo Entertainment System (NES)
pazoM 13 rporo Super Mario Bros., ska KapJuHaJIbHO 3MIHWJIA YSIBJIEHHS MPO
refmIiet, CTpyKTypy piBHIB Ta My3HUYHE CYNpoBOKeHHs. Super Mario Bros. He
TUIBKU Bpa3ujia piIBHEM TEXHIUHOI peai3allii, a # mpoaeMOHCTpYyBaja HOBY (popMy
HapaTHBHOTO ITPOBOT0 JOCBITy — MEPEX0Jy BiJ MPOCTUX €TaIliB JI0 MTOBHOI[IHHOI
ICTOpIi 3 MEPCOHAKaMHU, CEPEIOBUIIEM Ta YITKO BHU3HauyeHUMH Huisimu [38]. I'pa
BCTAaHOBUJIA CTaHAAPTU JU3aiiHy PIBHIB, $KI BHUKOPHUCTOBYIOTHCS JIOHUHI,
BKJIFOYAIOYM TIOCTYIIOBE BBEACHHS MEXaHIK, KpPHBY CKJIQJHOCTI Ta IPUXOBaHI
CEKPEeTH JIJIsl JOCHIIKeHHS [35-].

Bineoirposa xpusa 1983 poky

BaxnuBoto noaiero y 1ei nepiof OyB Bizeoirpouit kpusuc 1983 poky (North
American video game crash), sSkuii BHHUK dYepe3 IMEPECHACHUYCHHS PHUHKY
HU3BKOSKICHUMH TPOJIyKTaMU, 3HWKCHHS JOBIPH CIOKMBAa4diB Ta BiJICYyTHICTh
perynsauii. KoMmnanii, He Malouu €IMHUX CTAaHAAPTIB SIKOCTI, BUITYCKaJIU YHUCIIECHHI
KOIli YCHMIIHUX 1rop abo TeXHIYHO CIa0Ki MPOMYKTH, 110 MPHU3BENIO 10 3HAYHUX
(d1HaHCOBUX BTpat y raixysi. OcoOJIMBO CUMBOIIUHOIO cTasla cutyatis 3 rpoto E.T.
the Extra-Terrestrial qst Atari 2600, sixka OyJia po3po0sieHa BChOTO 32 IT'SITh THXKHIB
1 BUSIBUJIACS] KOMEPIIIITHUM TIPOBAJIOM, TOTIPHU BEJIMYE3H1 1HBECTHUIIIT B JIIIIEH3110 [7].

3a oliHKaMH, MIBHIYHOAMEPUKAHCHKUII PUHOK BIAEOIrOp CKOPOTUBCS 3 3,2
MiTbsipAa aoaapiB y 1983 porti no npubnauzno 100 mineiioHiB nonapiB y 1985 pori
— naainHsg Ha 97% [48]. barato koMmaHiii 30aHKpYTyBaJld, a pO3apiOHI MEpexi
MoYaJiv BIIMOBJIATHUCS BiJl TPOJAXKY Bi1COIrOp.

[Ipore came Nintendo, 13 3ammyckom NES y 1985 pori, Baaniocs BiapoauTH
1HAYCTpPIt0, BCTAHOBUBILIU XOPCTKUM KOHTPOJIb 3a SKICTIO 1rOp Ta aBTOPHU3ALIEI0
CTOPOHHIX PO3POOHUKIB Y€pe3 CUCTEMY JIIIEH3YBaHHS, YUM 3all0yaTKyBasla HOBY

MOJieJb CTOCYHKIB MDXK IUIaT(GOpMOYTpUMYyBauyaMu Ta KOHTeHTMelkepamu [38].
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Nintendo BopoBanuna "Seal of Quality" — 3HaK SKOCTI, AKU¥ TapaHTyBaB, 110 Tpa

BI/IMOBIa€ TEXHIYHUM Ta 3MICTOBHUM CTaHAapTaM KOMIIaHii.

Po3BuTok noJtigoHii Ta ceMniiyBaHHus B irpoBomy aynio (cepeauna 1980-x —
noyaroxk 1990-x)

TexHoJIOTIYHI MPOPUBH B irpOBOMY 3BYKY

Cepenuna 1980-x pokiB 03HaMeHyBajacs 3HAYHUM CTPUOKOM Yy PO3BHUTKY
ITPOBOTO ayaio 3 MepexojoM J0 mu(poBOro 3BYyKy Ta ceMiutyBaHHsA. lle cramo
MOXJIMBUM 3aBISKHA TIOSB1 OUIbII TOTYKHOTO OOJagHAHHS Ta 1HHOBAIIMHHUX
MIIXOIB 70 CHHTE3y Ta BIATBOPEHHA 3BYKY. SIKIIO paHilie irpoBa My3UKa
oOMexXyBajacsi NPOCTUMU TOHAMU Ta MENOJIAMH, TO HOBa €pa IMpuHEecIa
OaraTomrapoBl KOMIIO3HMIII, peaTiCTUYHI 3BYKOBI €(EKTH Ta CKJIaJHI MY3U4HI
apanXyBaHHS [ 14-].

Komm'totep Amiga (Commodore, 1985) craB nepeioMHUM MOMEHTOM IS
udpoBoro 3ByKy B irpax. Cucrema 0yJia OcHallleHa NepeIOBUM YOTUPUKAHATEHUM
3ByKOBUM 4unom Paula, 1110 703B0JIsIB BIATBOPIOBATH CKJIaAH1 OI[U(POBAHI CEMILIN
3 yacToTor auckpermszanii mo 28 kl'm, nmocsraroum Oe3npeneneHTHOTO Jis
JOMAITHIX cUcTeM peamizMy. Lle Takox cnpwusiio nmomynspu3aiii popmary MOD
(module file format) — peBontoniiiHoro gopmaty as 30epiraHHs My3UKH, SKUN
MICTUB SIK CEMIUTM IHCTPYMEHTIB, Tak 1 1H(OpMAIl0 Tpo iX BiATBOPEHHS,
CTBOPIOIOYM KOMITAKTHI, ajie IKICHI My3U4H1 KOMIO3uIlii [12].

Konconr Famicom/NES (Nintendo, 1983/1986) mana m'atb 3BYKOBHX
KaHaJIB: J[Ba MPAMOKYTHUX XBUJIBOBHUX (pulse wave) kaHamu AJig MEJNOJiN, OAuH
TPUKYTHHUM XBUJILOBUN KaHaJ JJis 0aciB, OJJMH KaHa OUIOTo IyMy JJis yAapHUX Ta
onuH kaHan Delta Modulation mis npoctux cemrmiie PCM [14-]. Xoda TexXHIYHO
cuctema Oyyia 0OMEXKEHOI0, TaJaHOBUTI KoMmmo3uTopu, Taki sk Koxzi Kowno,
CTBOPIOBAJIM HE3a0yTHI MEJIO11, K1 3JIUIIAI0THCS KYyJIbTOBUMHU JIOHUHI.

Sega Genesis/Mega Drive (1988) BukopucTtoByBasia TiOpUIHUN MTiAXid 3
NoTy>KHUM 4YinoM Yamaha YM2612, skuil HamaBaB 6 FM-3ByKoBHX KaHalliB

(MOXJIMBICTh BUKOpPUCTATH OnuH KaHan ayis PCM-ceMIuniB), TUIFOC OKpeMUid dim
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Texas Instruments SN76489 PSG 3 4 nomaTkoBMMHU KaHajaaMu, 3arajiom garoun 10
KaHaJliB 3ByKy. Taka apXiTeKTypa J03BOJIsIa CTBOPIOBATH ke OaraTuil 3ByKOBUM
nanamadT, xXo4ya W BHMarajga BHCOKOi KBamidikaiii BiJ KOMIIO3UTOPIB s
epeKkTUBHOTO BUKOpUcTaHHs FM-cunresy.

Ha nnardopmi IBM PC 3'apunucs nepiin crerianizoBaHi 3ByKOBI KapTH, SIKi
KapIuHAIBHO 3MIHIIIM MOXJIMBOCTI KOMITtoTepHuX irop. Sound Blaster (1989) Bix
Creative Labs minrpumyBana sik FM-cunte3, Tak 1 PCM-ceMIiu 3 4acToTOrO
nuckpetusarii 1o 22.05 kI’ (mizHime moaeni miaTpumyBaiu 10 44.1 kI'u — CD-
AKICTh), a TakoXK MaJsia BOynoBanuit MIDI-1atepdeiic [14-]. Sound Blaster mBuako
CTaJsia 1HyCTplaJbHUM cTaHaapToM 11t PC-irop 3aBlisku cBOiil yHIBEpCaIbHOCTI Ta
JIOCTYMHIHN I[1HI.

Super Famicom/SNES (Nintendo, 1990 B Sfmnonii, 1991 B IliBHIuHI
Amepulli) 31HCHATIA PEBOJIOLII0 B IrPOBOMY ayaio 3aBASKHA MOBHOI[IHHOMY 16-
GiTHOMY 3BYKY, CTepeo-NaHOpaMyBaHHIO Ta edekTaM peBepOepaltii. Ii HeszanexHa
3ByKOBa cHcTeMa BkiIrodana 8-OitHuii mpouecop Sony SPC700 Ta 16-0OiTHui
nudpoBuit curHanbHu nporecop (DSP), mo npamroBanu napaneabHO 3 OCHOBHUM
CPU, n03BoJsiI04M CTBOPIOBAaTH HAacHYE€HI OaraToriapoBi 3BYKOBI JaHamadTu 6e3

HaBaHTA)XXEHHSI HA TOJIOBHUI mporiecop [36].

IHosiBa npogeciiHUX KOMIIO3UTOPIB

Lleii mepiosl TakoX 03HAMEHYBABCS MOSBOIO MPOGECIMHUX KOMIIO3UTOPIB Ta
cayHA-IM3alHEpIB, SKI TOYaJd aKTHBHO IPAIFOBATH HaJ BiJIEOIrpaMu SK Hal
MOBHOLIHHOKO (hOPMOI0 MY3UYHOTrOo MHUCTeNTBa. 3 cepeauHu 1980-x pokiB Taki
kommoszutopH, Ak Koiui Cyrisma (Dragon Quest, 1986), Koasi Kongo (Super Mario
Bros., 1985; The Legend of Zelda, 1986) Ta Ho6yo Yemany (Final Fantasy, 1987),
MOYalii CTBOPIOBATH MY3HUKY JJISI ITOp, SIKa BUXOIUJIA 32 pAMKU IIPOCTOTO 3ByKOBOTO
CYMpOBOJIY Ta CTaBaja HEBIJ'€MHOIO YACTHMHOIO IrpoBOTO TOCBIiLy [40-].

Koiui Cyrisima, npodeciiiHuii KOMIO3UTOpP KJIACHUYHOI MY3UKH, IIJIHSB
IUJIAHKY 1rPOBOI MY3UKH, CTBOPIOIOYM MOBHOIIIHHI OPKECTPOBI MAPTUTYPHU JIJIs cepii

Dragon Quest. Moro pobotu crajii mepuiuMyd IrpOBUMHU CayHATPEKaMH, SKi
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BUKOHYBaIHCA cCUMGOHIYHUMHU OpKecTpamu Ha kKoHueprax. Koasi Konmo ctBopus
OJIHI 3 HAMBII3HABAHIIINX MEJOJINA B ICTOPIi BiIEOITOp, BKIIOYAIOYU TEMY Super
Mario Bros., sika crana KyiabTypHOIO iKoHOI. HoOyo Yemaily npuBHIC eMOIIiHY
rMOuHy Ta emiuHicTh y cepito Final Fantasy [40-].

Enoxa CD-ROM Ta notokoBoro ayaio (cepeaura 1990-x — nouaroxk 2000-x)

PeBoJionist ONTHYHMX HOCIIB
Cepenuna 1990-x pokiB cTaja MEpETIOMHOIO ISl ITPOBOTO ayJlio 3aBISKA

MacoBomy BrpoBapkeHHIO TexHojorii CD-ROM (Compact Disc Read-Only
Memory). [le 103B01II0 3HAYHO PO3MTUPUTH MOKIMBOCTI 3ByKOBOTO OPOPMIICHHS
1rop, MOJI0JIABIIN KOPCTKI OOMEKEHHS MaM'sITl, XapaKTEepHI JJIsl KapTPUJIKHOI €pHU.
Axo crangaptauit kaptpuk 11t SNES mir smictutu e 64-128 Kb 3BykoBux
nanux, To CD-ROM nanaBaB 650-700 Mb 3arajibHOTO mpOCTOpY, IO JO3BOJISIO
pPO3pOOHUKAM BKJIFOUATH TOJUHHUKH BUCOKOSIKICHOI My3UKH Ta 03BYy4YeHHS [ 14-].

Sony PlayStation (1994) cTana Haily CITIIITHIIIIOK KOHCOJLIIO ITbOT'O TMTOKOJIHHS
Ta BCTAaHOBWJIA HOBI CTaHJApPTHU JyIs irpoBoro aynaio. Cucrema miarpumyBana 24
kaHaiu 16-6iTHux ADPCM-cemiuiiB 3 yacToTtoro auckperusarii mo 44.1 xl'm, mo
BiamoBigano skocti CD-aymio, a Takok Mana amapaTHi edpextu DSP, taki sk
peBepOepailis, 10 J103BOJISUIO CTBOPIOBATH MPOCTOPOBUN Ta aTMOC(hEpPHHM 3BYK
[11].

3aBasku UM MOXJMUBOCTAM Ha PlayStation 3'sBunmucs irpu 3
KiHemaTorpapiyHuM 3ByKOBUM odopmiieHHsM, Takl sk Final Fantasy VII (1997),
Metal Gear Solid (1998) ta Resident Evil (1996), siki BUKOpHCTOBYBalil OPKECTPOBI
3anucyu Ta TmpodeciiiHe O3BYYEHHS [JIi CTBOPEHHSI TJIMOOKOrO0 €MOI[IHHOTO

3anypeHHs [40-].

P03BHTOK ro/10C0BOi aKTOPCbKOI MAUCTEPHOCTI

L5 emoxa TakoX cTaJjia MepioloM 3HAYHOTO PO3BUTKY TOJIOCOBOI aKTOPCHKOI
MalCTEepHOCTI y Bifeoirpax, MmO KapJAWHAIBHO 3MIHWJIO CHOCIO PO3MOBiAaHHS

ICTOpi B 1HTEPAKTUBHUX Meia. SIKIIO paHilie irpy MOKJIAJaincs BUKIIOYHO Ha
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TEKCT JUIs Tiepeiadi J11ajioriB, TO Temep 3'sSBUJIacid MOXIIUBICTh BUKOPHUCTOBYBATH
YKUBE MOBIICHHS JIJIs1 CTBOPEHHS €MOILIIHO HACHYEHUX TIEPCOHaXIB [25].

Metal Gear Solid (1998) minHssia mIaHKy roJIOCOBOTO aKTOpCTBa B irpax,
BUKOPHUCTOBYIOUH KiHeMaTorpadiuHuii miaxia 10 3anucy Aianoris. Pexxucep Xineo
KoziMa HamosisiraB Ha BHUKOPUCTAHHI MPOGECiiHUX TOJUIMBYJCHKUX aKTOPIB Ta
3acTOCyBaB TEXHOJIOTIT motion capture Ta facial capture mis cuaxpoHizaiii Ty0 3
nianoramu. ['pa micTuia moHaa 2 TOJAWHU KaT-CIIEH 3 IOBHUM O3BYYCHHSIM, 1110 0YJI0
Oe3mnpeleICHTHAM JJIsI TOTO 4acy.

Final Fantasy X (2001, PlayStation 2) Big3Hauunaacs TUM, 1110 CTaja MepIIor0
rporo B cepii Final Fantasy 3 mOBHICTIO 03By4YeHHMH Jl1aJIOTaMU Ta Majia BEJIUKUI
ckJial mpodeciiiHO O3BYYEHUX IMEPCOHAXIB, MO CTAJI0 3HAYHUM KPOKOM JIJIst

snoHCcbkux RPG [28].

IMosiBa ayaio-minBepy

Ha nouatky 2000-x pokiB BigOyJiacs 1€ 0J{Ha PEBOJIIOIIS B I'POBOMY ay/li0
3aBasiku  mosiel MimnBepy (Middleware) — cmenianizoBaHOro MPOTrPaMHOIO
3a0€3MEeUeHHs], 10 BUCTYNA€ IMOCEPEIHUKOM MDK KOHTEHTOM (MY3UKOIO Ta
3BYKOBUMH edekTamu) Ta irpoBuM pyuiem. Taki pimenns, sk FMOD (Firelight
Technologies, 2002) ta Wwise (Audiokinetic, 2006), 3MiHWIM MAXiA 10
BIIPOBAKEHHS ay/lio B irpu [14-].

Mignsep Hagae po3poOHHMKAM TMOTY>KHI I1HCTPYMEHTH JUIsl CTBOPEHHS
CKJIQJHUX ayJI0CHCTEM, BKIIIOYAIOYM KOHTPOJb MMAapaMeTpiB y peaJbHOMY 4aci,
IPOCTOPOBE Aay[l0, aJalTHUBHI 3BYKOBI JIaHAWApTH Ta 1HTEPAKTUBHI MY3UYHI
cuctemu. Ili 1HCTpYMEHTH 3HAYHO PO3IMIMPIOIOTH MOKJIUBOCTI 3BYKOBHX
npodecioHaliB, J03BOJSIOYN iM CaMOCTIHHO BIPOBAIKYBAaTH ay1io 0e3 TITMOOKHX

3HAaHb NPOrPaMyBaHHs, 3MEHIIYIOUH 3aJIEKHICTh BiJl IporpamicTis [ 18].

CyuacHi TeHJAeHIil Ta TeXHOJIOril irpoBoro ayaio (2000-Ti — cboroaeHHs )

IMmepcuBHe Ta TpUBUMIipHe ayaio
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CygacHa epa IrpoBOTO ayJi0 XapaKTEPU3YEThCS OE3MPEIEeICHTHUM PiBHEM
3aHYpEHHSI Ta I1HTEPAKTUBHOCTI, IO CTajJ0 MOKJIMBUM 3aBISKH 3HAYHUM
TEXHOJIOTIYHHUM JIOCATHEHHSIM. IMepcuBHE Ta TpPUBUMIpHE ayJio 3ailMaroTh
IPOBIJHY POJIb Y CTBOPEHHI 3BYKOBOTO JaHIIIAPTy CydyacHUX Bigeoirop. Surround
sound y dhopmarax 5.1 (II'ssTh OCHOBHUX KaHaIIB IUTIOC 0JUH cabBydep) Ta 7.1 (cim
OCHOBHUX KaHaJiB IUTIOC cabBy(dep) cTaB CTaHIAPTOM I TOMAIIIHIX KOHCOJIEH Ta
[1K-irop, crBoproroun 360-rpagycHe 3BYKOBE CEPEIOBUIIIE, SIKE MOCUITIOE BIAYYTTS
MIPUCYTHOCTI rpaBiis B irpoBoMmy cBiti [11]. Texnosorii Ha kmtant Dolby Digital 5.1
OyJu inTerpoBani B koHco11 Xbox 360 (2005) ta PlayStation 3 (2006), no3BoJisitoun
pO3pOOHMKAM CTBOPIOBATH CKJIaJHI 3BYKOBI JaHAWA(TH, J€ 3BYKH TOYHO
JIOKa130BaHl B TPUBUMIPHOMY MPOCTOPI.

OcobnuBy yBary nmnpuBeprae OiHypaJbHE ayJl0 — TEXHOJOTIs, sKa
3alUCY€EThCS 3a JIONOMOIOI0 JABOX MIKPO(OHIB, pO3TAlIOBaHUX HAa MAHEKEHI, 110
IMITY€ JIFOJICHKY TOJIOBY Ta ByXa, 3a0€3Meuy0ur TOUHY JIOKAJI3aI1I0 JKEpea 3ByKY
Ta peajiCTUYHE CIIPUNUHATTSA BiJICTaH1 HABITh IIPU MPOCIYXOBYBAaHHI yepe3 3BUUaiiHi
HaByIIHUKU. SIckpaBum npukiagom € Senua's Saga: Hellblade II (Ninja Theory,
2024), ne BHYTpILIHI TOJOCH TEpOiHi, IO CTPAXAAE BiJ IMCHUXO3Y, CTBOPIOIOTh
YVHIKQJIbHUNA Ta TPUBOXKHHUM e(eKT, HauyeOTo 3Byuauu Oe3mocepeHb0 B TOJIOBI
rpaBIIs.

CyuacHi koHcodi, Taki sik PlayStation 5 (2020) ta Xbox Series X/S (2020),
niaTpumMytoTh Dolby Atmos — 00'€éKTHO-Opi€EHTOBaHY ayJIiOTEXHOJIOTI0, IO
3a0e3nedye KiHeMarorpadiuHy TJIMOMHY 3BYYaHHs, JO3BOJISIIOYM pPO3POOHHUKAM
PO3MIIIIyBaTH 3BYKOBI OO'€KTHM HE JIMIIE HABKOJO cllyxada, aje H HaJ HUM,
CTBOPIOIOYM CIIPABXHE TPUBUMIpHE 3ByKOBe ToJie [15].

[TpocTopoBe ay1io CTao BaXJIMBUM €JIEMEHTOM TaKTHYHOI TIepeBar y >kaHpi
FPS (First-Person Shooter), m03Bosisifoun TpaBIsiM OPIEHTYBATHUCS 32 HAIIPSIMKOM
NOCTPUIIB, KPOKIB UM HAaOMMKeHHSM BoporiB. B irpax, Takux sik Counter-Strike:
Global Offensive (2012), Rainbow Six Siege (2015) ta Call of Duty: Modern
Warfare (2019), Touna nokanizanis 3ByKy Moke OyTH BUPIIIAIBHOIO JUJIS YCHIXY B

3MaraHsi.
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AJanTHBHA Ta JUHAMIYHA MY3HKA

He MeHI BaXJIMBUMM HampsiMOM € aJanTHBHA Ta JWHAMIYHA MYy3UMKa —
My3UYHa CHUCTEMa, sIKa pearye Ha Jii TpaBls 1 3MIHIOETHCS 3aJIEKHO BiJl MOTO
MICILIE3HAXO/KEHHSI, CTaHy TMEepCOHa)Xa Ta IFPOBHUX MOJIIi, CTBOPIOIOYU aTMochepy
BIJIMOBIHO /10 HACTPOIO Ta MaciTady oToueHHs [39].

[Tonibni pimenHs peanizoBani, Hanmpukiaa, y Red Dead Redemption 2
(Rockstar Games, 2018), 1e My3uKa TMHAMIYHO aJIallTy€eThCS 0 A1 rpaBIIs: i1 4ac
CTIOKIMHOI 1311 BEpXM 3BydaTh JIPUYHI MEJIOJIi, a MiJ Yac MEePecTPUIOK My3HKa
pPi3KO 3MIHIOETHCS HAa HANpPYXKEHY eKIIH-TeMy. [pa BUKOPHUCTOBYE CHCTEMY
BEPTUKAJIILHOTO PEMIKIITYBaHHS, i€ OKpemi My3uuHl Imapu (strings, brass,
percussion) J01at0ThCs 400 MPUOUPAIOTHCS 3AJICKHO BiJl IHTEHCUBHOCTI ii.

VY >kaHp1 XOpOpy My3UKa BHUKOHYE IMPOTHOCTUYHY (PYHKIIIIO, HAPOULYIOUH
Harpyry e 1o nosisu 3arpo3u. B Resident Evil, Silent Hill Ta Dead Space my3uka
Ta 3BYKOBI1 €(DEKTH € KIIOYOBUMU IHCTPYMEHTAMU JJIs1 CTBOPEHHS aTMOC(HEPH Kaxy,
BUKOPHCTOBYIOUM JMCCOHAHCHU, HECIOAIBaHI 3BYKM Ta 3 JIOBICHI TEeMOpH s
MaHIMyJIFOBaHHS eMOIlisiMU Tpasiis [40].

OxpeMo BapTO BIJJ3HAYUTH PUTM-ITPHU, 1€ My3UKa MOXKE CTaBaTH €JIEMEHTOM
nokapaHHsi a00 BWHAroOpoJv: HENMpPaBWIbHI [1i TpaBisl MOPYIIYIOTh MY3HUYHY
rapMOHIIO, TOJIl SIK TOYHE BUKOHAHHSI CTBOPIOE 3aJOBUIBHUI MY3UYHHUH JOCBI/I.
Crypt of the NecroDancer (Brace Yourself Games, 2015) — yHikanpHa rpa, 1110
noeanye roguelike-Mexaniku 3 puTM-redMILICEM, A€ BCl Jii, BKIIOYAIOYU pyX Ta
aTaky, MOBUHHI BUKOHYBAaTUCS B TaKT My3ulll [22]. [HII npukiagyd BKIOYAIOTh
Guitar Hero, Rock Band Tta Beat Saber, ne my3uka € 1eHTpaJbHUM €JIEMEHTOM

T€UMILIEIO.

IIpouenypHa renepauisi ayaio

[HIIMM BaXXIMBUM TPEHAOM CTaja IMpoLEAypHa TeHepalis ayaio —
BUKOPUCTAHHS aITOPUTMIB Ta IITYYHOTO 1HTEJNEKTY sl aBBTOMAaTUYHOTO CTBOPEHHS

3BYKOBUX €(EeKTiB Ta MY3HKH B peajibHOMY uaci. Ls1 TexHOJoris ga€ MOKIUBICTh
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dbopMyBaTH YHIKaJbHUN 3BYKOBHUU IOCBIJ JUIsI KOXKHOTO MPOXOJKEHHS TPH, IO
0COOJIMBO aKTYaJIbHO JJIs IFOp 3 MPOLIEYPHO FeHEpOBaHUMHU cBiTamu [17].

Binomumu npuknagamu € No Man's Sky (Hello Games, 2016) ta Spelunky
(Mossmouth, 2008/2012), nme mnporemxypHa TeHepallis 3a0e3leunna Maibke
Oe3MexHe BapitoBaHHS My3WyHUX neizaxiB. Y No Man's Sky my3uka renepyerbcst
HAa OCHOBI XapakTepUCTUK TUaHeTH (kimimar, Quopa, (ayHa), CTBOpIOIOYU
VHIKQJIBHUA CayHATPEK I KOXHOTO 3 18 KBIHTUJIBHOHIB MPOLETYPHO
3reHepoBaHuX CBITiB. I'pymna 65daysofstatic cTBopriia aaroOpuTMIduHy CUCTEMY, IO
KOMO1HY€ TOTIepeAHBO 3aMMCaHl My3U4H1 €IEMEHTH B HOB1 KOMIIO3HII1i 3aJI€KHO BiJl
KOHTEKCTY I'pH.

Pa3om 3 TUM BHHMKaIOTHh NPOOJIEMH, MTOB'sI3aH1 3 SIKICTIO 3BYKY, L0 3a3BUYAil
MOCTYMAEThCS PETENIbHO CTBOPEHUM Ta BPYUYHY OOpOOJIEHUM CEeMIUIaM, a TaKOX
OOMEXEHHA y [u3aiiHi, Mo MOoTpeOyIoTh MOAAIBIINX JOCHIKEHb Ta
BJIOCKOHaJIEHHs anroputmiB [14-]. IlpoueaypHo 3reHepoBaHa My3HKa MOXe OyTH
MEHIII €MOIIIfHO HAaCHYEHOI0 Ta HE 3aBXAM 3/1aTHA CTBOPUTH 3aram'sTOBYBaHI
My3UYH1 TEMHU, SIK1 € XapaKTEPHUMH JIJISl KJIACUYHUX ITPOBHUX CAyHATPEKIB.

OpHak TeXHOJOTIsA NpoAoBXKye po3BuBaTucs. IIITyuHuid 1HTENeKT Ta
MalllMHHE HaBYaHHS TOYMHAIOTH BIJIIrpaBaTH BCE OUIBIIY POJb y CTBOPEHHI
apantuBHoro ayxaio. Kommanii, Taki sik Aiva Technologies Ta Amper Music,
po3pobsitorh Al-cuctemu, 31aTHI KOMITO3yBaTh MY3WKY Ha OCHOBI 3aJJaHUX
napameTpiB HACTPOIO, )KaHPY Ta IHTEHCUBHOCTI. Xoua 11l CUCTEMH I11€ HE 3aMIHUIIN
JIOACHKUX KOMIIO3UTOPIB, BOHW MOXYTh OyTH KOPHUCHHUMH 1HCTPYMEHTaMH MIJis

CTBOPEHHSI IMHAMIYHOTO (J)OHOBOTO ay/110 400 MTPOTOTUITYBAaHHS MY3UYHUX 1JICH.

Po3BUTOK iHCTPYMEHTaPiI0 Ta pO0OOYHX MPOLIECIB

P03BUTOK IHCTpYMEHTapit0 Ta poOOUYMX MPOLECIB Y chepl 3ByKOBOTO IU3aiHY
CTaB OJHUM 13 KIIOYOBMX YMHHHUKIB €BOMIOII 1HAyCTpii Bimeoirop. 3
YIOCKOHAJICHHSM amapaTHOro 3a0e3ledyeHHsT Ta PO3IMIMPEHHSIM MPOTrpaMHMX
MOXJIMBOCTEHN 3'SBUIIMCSI IHCTPYMEHTH, 1110 J03BOJIMIIM 00'€THATH TBOPY1, TEXHIYHI

Ta 1HTETpaIiiiHI MpOIecH B €AUHYy cuctemy. lle crnpusno mepexomy BiJ MPOCTHX
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JHIAHAX METOMIB POOOTH /0 KOMIUIEKCHOTO I1HTEPAKTHUBHOTO TIIXOMY, SIKAN
BiJITIOBiTa€ CydacCHUM BUMOTaM TeUM/ICBY.

OnHuM 13 HAaWBKJIMBIIIMX KPOKIB y IIbOMY HAaMpsMi CTaJI0 BIPOBAKCHHS
udpoBux ayniopodbounx cranmiit (DAW — Digital Audio Workstations), siki ctanu
yHIBEpCATbHUM CTaHAapTOM Yy cdepi 3BYKOBOTO JHM3aiiHy Ta MY3UYHOTO
npozaakmieny. Taki nmporpamu, sk Pro Tools, Reaper, Logic Pro, Cubase Ta Ableton
Live, 3a0e3neuytoTh MOBHUHN IIUKJI pOOOTH 31 3BYKOM — B1JI 3aIIMCY ¥ peaaryBaHHs
70 MIKIIyBaHHA Ta (iHAJBHOTO MACTEPUHTY. IXHsA iHTerpalis 3 Cy4acHUMH
miariHamm, cucremMamu —aptomatuzaimii  Ta  MIDI-koHTposniepamu  3poOuiia
MO>KJIMBUM CTBOPEHHSI 3BYKOBHX €(EKTIB HaWBHIIOI SKOCTi, IO BIAMOBIAAIOTH
KiHEMaTorpap1yHUM CTaHAapTaM.

[TapanenbHO 13 IIUM aKTUBHO PO3BHBABCA ay/110-MIJIJIBEP — CIIELIATI30BaHE
nporpamMHe 3a0e3ledeHHs, sKe 3a0e3rnedye IHTErpaiilo 3BYKOBUX JIAHUX
OesnocepenHbo B irpoBi pymii. Taki cuctemu, sisk Wwise (Audiokinetic), FMOD
Studio (Firelight Technologies) Ta Fabric (Tazman Audio), cranu He3aMiHHUM
IHCTpYMEHTOM i mpodeciiHux cayHA-au3aiiHepiB [22]. Bonum HagaioTh

PO3ILIKUPEHT MOXKIUBOCTI, CEpPE] IKUX:

o KouTpons mapamMerpiB y peajbHOMY 4Yacl — MOXJIMBICTh TOB'S3yBaTu
3BYKOBI XapaKTEPUCTUKH (TY4HICTb, TEMOp, (QUIBTPAIlIO TOIIO) 3 ITPOBUMU
3MIHHUMH, SIK-OT IIBHJKICTh PyXY MEPCOHAKA a00 pIBEHb 370POB'S.

« IlpocTopoBe aynio — miaTpuMmka cydyacHux (¢opmartiB 00'€eMHOTO 3BY4YaHHS
(surround sound, Dolby Atmos), a TakoX TEXHOJIOTI OiHypaJbHOro Ta
00'€eKTHO-OPIEHTOBAHOTO ay/Iio.

o AjanTusHI 3BYKOBI  JaHamadTd —  CTBOPEHHS  JWHAMIYHUX
ayT10CEePEIOBHUIN, IO 3MIHIOIOTHCS 3aJCKHO Bif i TpaBlsg abo cTaHy
ITPOBOTO CBITY.

o InTepakTMBHI My3W4YHI CHUCTEMH — I1HCTPYMEHTH A peam3arii
BEPTUKAJIBHOTO Ta TOPU30HTAIBHOTO PEMIKITYBAHHS MY3UKH, IO JT03BOJISIE
(dbopMyBaTH THYUYKI My3U4H1 CTPYKTYPH, aJallTUBHI /10 IrPOBUX CUTYAaIli}.

Bukopucranas moaiOHUX CUCTEM 3MIHMWIIO MIAX1J A0 opraHizariii po6o4oro
MPOIIECY: 3BYKOPEKHUCEPU Ta KOMIIO3UTOPU TEMep MaroTh 3MOTY CaMOCTIHHO

IHTErpyBaTH ayJio y MPOEKTH, HE 3ajyyarodyu Oe3nocepeqHbo mporpamicTis. Lle

3HAYHO 3MEHILIMJIO YacOBl BUTpPATH Ta MIABUIIMIO €(EKTUBHICTH I1TEPALIiHOTIO
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nporecy po3podku. Kpim TOro, cydacHi wianBep-miaThopMu MiIATPUMYIOThH
Bi3yasbHe nporpamyBaHHs (node-based scripting), 1110 pOOUTH CTBOPEHHS CKJIATHUX
JIOTIYHMX ayJIIOCUCTEM JAOCTYITHUM HaBITh JIJISl CTICIIAIICTIB O€3 IITMOOKUX 3HAHD Y
nporpamyBaHHi [22].

OkpeMUM HaIpsIMOM PO3BUTKY € BIPOBAIXKEHHS IITYYHOTO 1HTENEKTY (Al) y
MPOIIECH 3BYKOBOTO JW3aiHY. AJITOPUTMH MAIIMHHOTO HABYaHHS IIOCTYIIOBO
OepyTh Ha cebe pyTHHHI a00 TEXHIYHO CKJIAQJHI 3aBJaHHS — aBTOMAaTHUYHE
OUMIIICHHS 3aIMCIB BiJ IITyMiB, ONITUMI3AIlil0 PIBHIB I'yYHOCTI, FeHepalliio Bapialii
edeKTiB ad0 CTBOPEHHS AMHAMIYHMX 3BYKOBHX KOMIO3MIIN y pealbHOMY 4Yacl.
CyuacHi Al-iHCTpyMEHTH 371aTHI TaKOK aHAJII3yBaTH KOHTEKCT I'PU Ta MPOMOHYBAaTH
3BYKOBI pIILI€HHS, 1110 BIAMOBIAAIOTh €MOI[IHHOMY YH CIO)KETHOMY CTaHy CIICHH.

[cTopu4HMIT PO3BUTOK BIAEOIrOp Ta EBOJIOLIS IPOBOr0 3BYKY JEMOHCTPYIOTh
TICHUM B3a€MO3B'SI30K MIJK TEXHOJIOTTYHUM MIPOTPECOM Ta XyA0KHIMU 1HHOBAIISIMU.
Bix mpocTux eneKTpOHHMX CUTHAJIIB MEPIINX apKaJHUX aBTOMATIB 0 CKIQJTHHUX
aJIalTUBHUX ayJIIOCUCTEM CYYaCHHX 1Ir0p — 3BYK MPOUIIIOB NUISAX BIJ JPYTOPSTHOTO
eJIEMEHTa JI0 TTOBHOIIHHOI CKJIaJI0BOi IrPOBOTO JIOCBiAY, 10 dopmye atmocdepy,
€MOILIi1 Ta 3aHypEHHS IpaBls y BIPTyaJbHUM CBIT.

Kosxen eram po3BUTKY 1HAYCTpli BIJI€OIrOpP MPUHOCHUB HOBI BHUKJIMKU Ta
MOIJIMBOCTI [IJISl 3BYKOpPEXHUCEPIB 1 KOMMIO3UTOpIB. 1970-Ti poku 3aknanu
KOMEpIIHHUNA (QyHAAMEHT 1HAYCTpii Ta MOKa3ajdM MOTEHIal 3BYKY SIK eJeMEeHTa
reiimruiero.  1980-T1i poku oO3HAMEHYBaJIMCSl TMOSBOIO KYJIbTOBUX MEJOINA Ta
(dhopMyBaHHSIM >KaHPOBHX 3BYKOBUX KaHOHIB. Cepenuna 1980-x — mouatok 1990-x
MPUHECIM PEBOJIIOIII0 IU(POBOTO 3BYKY Ta CEMIUIyBaHHS, IO JO3BOJIHIIO
CTBOPIOBATH 0araTtomniapoBi KOMIIO3MIIIT Ta peajJiCTU4HI 3BYKOB1 €EeKTH.

Enoxa CD-ROM vy cepenuni 1990-x — nouatky 2000-x Biakpuia aBepi s
KiHemaTorpadiyHOTO  O3BYYEHHS,  NpodeciiHOl  TOJIOCOBOI  aKTOPCHKOI
MalCTEpHOCTI Ta BUCOKOSKICHUX OpKecTpoBUX 3amuciB. [losiBa aynio-miaiBepy,
takoro sk FMOD Ta Wwise, kapauHaabHO 3MiHKJIa PoOOYl IPOIECH, HaJaBIIH
3BYKOBUM MpodecioHanmaM MOTY>KHI ITHCTPYMEHTHU JJiIsi CTBOPEHHS 1HTEPAKTUBHUX

ayniocucteM 6e3 HeoOX1JHOCTI IITMOOKOro MporpaMyBaHHS.
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Cyuacuuit  eram  (2000-Ti —  CBOTOJAEHHS)  XapaKTEPU3YETHCS
Oe3MpeleICHTHUM PIBHEM TEXHOJOTIYHOI CKJIAJIHOCTI Ta XYJO0XKHBOI BHPA3HOCTI.
ImepcuBHE Ta TpUBHMMIpHE ayzio, aJlaliTUBHA Ta AMHAMIYHa My3WKa, MpOlEAypHa
reHepamis 3ByKy Ta BIPOBA/PKCHHS INTYYHOTO I1HTEJICKTY BIAKPUBAIOTH HOBI
TOPU3OHTU [IJIi CTBOPEHHS YHIKAJIbHUX ITPOBUX JOCBIAIB. 3BYK Yy CYy4YacCHHX
BiJleoirpax He MPOCTO CYMPOBOJKYE 110 Ha €KpaHI — BIH aKTUBHO B3aEMOJIIE 3
rpaBlleM, pearye Ha Horo pimieHHs, (GopMye €MOLIWHUNW PUTM TPU Ta CTa€
HEB1/I'€eMHOIO YaCTUHOIO HAPATUBY.

Ponb 3ByKOpexucepa y CTBOPEHHI BiJI€OITOp IMOCTIMHO €BOJIIOIIOHYE. Bin
MIPOCTOTO MMiI00PY 3BYKOBUX e(eKTiB mpodecis TpanchopMyBaiacs y KOMIIEKCHY
JISUIBHICTh, 10 BHUMAara€ TJIIMOOKMX TEXHIYHUX 3HAaHb, XYJOXHbOTO YYTTS,
pPO3YyMIHHSL TNCHXOJOTIi CHPUMHATTS Ta BMIHHS TMpalloBaTd B yMOBax
MDKIUCIUIUTIHAPHOT KOMaHAHOI criBmpaii. CydacHUW 3BYKOpEXHCEp MOBHHEH
BOJIOJIITH HE JIUIIIC TPAIUIIHHIMI HaBUYKaMH 3BYKO3aMHUCy Ta MIKITyBaHHS, aje i
pPO3yMITH TPUHLHUIINA 1HTEPAKTUBHOIO JM3alHYy, MPOrpaMyBaHHS ayJlOCHCTEM,
poOOTH 3 ITPOBUMH PYIIISIMH Ta MiJITIBEP-TUIATHOPMaAMHU.

[lepcriekTHBM  PO3BUTKY IFPOBOTO  ayJio0 TOB'A3aHI 3  MOJAJBIIUM
BJIOCKOHAJICHHSIM TEXHOJIOT1M MPOCTOPOBOTO 3BYKY, PO3IIMPEHHSM MOKIUBOCTEHN
MITYYHOTO I1HTENEKTY JJIi CTBOPCHHSI aNallTUBHUX MY3MYHUX CHCTEM, a TaKOX
IHTErpalli€l0 3BYKYy 3 IHIIUMH CEHCOPHUMHU MOJAIBHOCTAMH (TaKTUIbHUN
3BOPOTHHI 3B'A30K, BIpTyadbHa Ta [OMOBHEHa peajbHICTh). Bineoirpu
MIPOJIOBXKYIOTh YTBEPKYBATHUCS SIK MOBHOIIHHA (hOpMa CYy9acHOTO MHCTEIITBA, 1€
3BYK BIJIIpa€ OJIHY 3 MPOBITHUX POJICH y CTBOPEHHI €MOIIMHO HACHYEHUX,

IHTEPAKTUBHUX Ta HE3a0yTHIX JOCBIAIB JJIsl MUIbIOHIB I'PaBIIiB MO BCbOMY CBITY.
1.3. Eranum po3BHUTKY KOMII'IOTEPHHX Irop Ta IiX TeXHIKO-XyHO0XKHi
TpaHcpopmauii

Po3BUTOK Bif€OIrop SIK KyJbTYpPHOTO M TEXHOJIOTTYHOTO (HhEHOMEHY
BiI0YBaBCsl y TICHOMY B3a€MO3B’ 3Ky MIXK XYA0KHIMH MOIIYKaMHU Ta 1HXEHEPHUMHU

JNOCSITHEHHsIMU. Bineorpa € CHHTETHYHUM BHIOM MHUCTELTBa, IO TOEAHYE
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eleMeHTH Tpadiku, 3BYyKYy, My3UKH, OpaMaTryprii, JIiTepaTypu i 1HTEPaAKTUBHOTO
nuzainy. Big nepmmx apkaa 10 cydacHuX 3D-CBITIB €BOJIIOIIS IrOp BH3HAYAIACh
HE JIMIIIE TEXHIYHUMU MOKIJIMBOCTSIMHU OOUYMCITIOBATILHOT TEXHIKH, ajle i pO3BUTKOM
XyJI0)KHBOTO MHUCJICHHSI pO3POOHHUKIB.

TexHiuHA eBOJIIONIA AK OCHOBA XY/I0KHbOT'0 PO3BUTKY

[TouaTok CTaHOBIIEHHS BiJIEOIrOp SIK HOBOTO BUAY LU(POBOrO MHCTEITBA
npunagae Ha 1970—1980-T1 poku, KOIM TEXHIYHI MOJIMBOCTI OOUHUCIIOBAILHUX
MaIllMH 1 JOMAIIHIX KOHCOJEH OyJM HaJ3BUYaHO OOMEXKEHHMH. Y IIeHd mepioj
amapaTHI PECypCH JO03BOJISUIM BioOpakaTH JIMINE HAWOPOCTINIT TeOMETPUYHI
dbopmu, a magiTpa KOJIbOPIB CKIIaganacs 3 KUTbKOX 0a30BUX BIATIHKIB. ['padika mana
CyTO MIKCEIbHUM XapakTep, A€ KOXKEH €JIEeMEHT — Bij rpaBls 10 00’€kTa —
300paxaBcs y BUTJIAII KBaApaTiB abo JiHii. He3Baxkarouu Ha Taki 0OMEXEHHsI, caMe
B IIe¥l yac mouana (opMyBaTHCh yHIKaJIbHAa €CTETHKA PaHHIX irop, 3aCHOBaHa Ha
MPOCTOTI, KOHTPACTHOCTI Ta TTMOOKOMY BIIUYTT1 pUTMY.

[Tepmri npoextu, Taki sik Pong (1972), Space Invaders (1978) un Asteroids
(1979), 3aknany OCHOBM HE JIMIIIEC TEXHIYHOTO, a ¥ XYIOXKHBOTO MIAXOIY 0
CTBOPEHHSI 1HTEPAKTUBHOTO J0CBiAy. ['padiuHa MIHIMATICTUYHICTE LUX 1rop
KOMITCHCYBAJIacsl TMHAMIYHICTIO TEMMIUICI0, MIBUAKOIO PEAKIEI0 KOPUCTyBada 1
MOBTOPIOBAaHUMU ay/A10-CUTHATAMHU, SIKI BUKOHYBAJIM (DYHKI[IIO PUTMIYHOTO (POHY.
3ByKoBe OGOpMIICHHS, XO4Ya ¥ CKIAJaNocsi 3 MPOCTHUX EJIEKTPOHHUX CUTHAIB,
CTBOPIOBAJIO HEOOX1/IHE BIAUYTTS HAMPYTH Ta 3MaraHHs. TakuM 4YMHOM, TEXHIYHA
OOMEKEHICTh HE 3aBakaJla BUPAXKEHHIO E€MOLIMHOTO HAaNpyXEHHS — HaBMAaKH,
CIIOHyKaJIa PO3pPOOHUKIB IIYKATH HECTAaHJApTHI PIIIEHHS, JI€¢ KOXXEH IIKCENb 1
KOKEH 3BYK HaOyBaB 3HAUCHHS.

Y mnopaneiii poku, 3 TOSBOK BOCBMHUOITHMX Ta IIICTHAAISTHOITHUX
matdopm — Takux sik Nintendo Entertainment System (NES), Sega Master System
un Atari 2600 — cuTyarlisi 3MiHWJIacs KapAuHaIbHO. TexHiuHui nporpec y cdepi
amapaTHOro 3a0e3MeUYeHHs I03BOJIUB PO3POOHUKAM peali30ByBaTH OUTBII CKJIaIHI

dbopmu Bizyamizaiii Ta 3BydaHHs. 3’SIBUJMCS TEPIIIl CIIPOOU CTBOPEHHS 00’ €MHUX
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300paKeHb, JETANI30BAHUX CIIPANUTIB, @ TAKOK MOMJIMBICTh BUKOPUCTAHHS KIIBKOX
mapiB GoHy JyuIs iMiTaIlil TIIMOUMHYU TIPOCTOPY.

3BYKOBUHM CYNPOBIJI TE€X 3a3HAB CYTTEBOIO BIOCKOHAJICHHS. 3aBISKH MOSIBI
YHIIB, 3/[aTHUX T€HEPYBaTH KUIbKa 3BYKOBUX KaHAJIB OJHOYACHO, KOMIIO3UTOPU
3MOTJIY 3aIIMCyBaTH OaraTorojocHi TeMu, BukopructoByroun hopmat MIDI. Ie nano
3MOT'y CTBOPIOBATH BIi3HABaH1 MEJNOii, sIKI HAJOBro 3aKapOyBaJUCh Yy CB1IOMOCTI
rpasiiB. Hanpuknan, Mmy3uuni Temu 3 irop Super Mario Bros., The Legend of Zelda
yn Sonic the Hedgehog cTamu HE TPOCTO YACTUHOIO IrPOBOTO MpOIECy, a
MOBHOIIIHHUMU KYJIbTYPHUMH CHMBOJIAMHU CITOXH.

3pocTaHHsl TEXHIYHUX MOXIMUBOCTEH CHOpUsio (HOPMYBaHHIO HOBHUX
XKAHPOBUX CTPYKTYp, IO BUMaraj BJIACHHX XYyJIOXHIX pimeHb. [Inatdopmepu,
posiboBi irpu (RPG), mryTepu, crpaTerii Ta apkaad — KOXEH 13 [IUX >KaHPiB MoYaB
pPO3BHUBAaTH CBOIO OKpeMY Bi3yajbHy 1 3BykoBY MoBY. Hampuknan, RPG-irpu Ha
KIWTanT Final Fantasy BUPI3HINCA €MNIYHUMU OPKECTPOBUMH KOMITO3MIIISIMH, 1110
M1JKPECTIOBAIA PO3TOPHYTHM CIOXKET 1 ApaMaTh3M MOAiH, TOJ1 K apKajHl IIyTepu
MTOKJIJIaJIMCS Ha IIBUKI IIOBTOPIOBAHI MOTHBH, K1 CTUMYJIFOBAJIA PEAKIIIIO TPABIIS.

BogHouac, y Mipy PpO3BUTKY TEXHIKHA, IFpH TOCTYHOBO HalyBalu
KiHemaTorpadiyHuX puc. 3’ ABISE€THCS PO3YMIHHS, 110 BiJileOrpa MOKE BUCTYTaTH HE
JIMIIIE PO3Baroro, a i 3ac000M XyA0KHBOTO caMOBHpaxkeHHs. Jlu3aliHepu novanu
EKCIIEPUMEHTYBATH 3 KOJILOPOM, KOMIIO3UIIIEI0 KAJPy, PUTMOM TO/Iii 1 3ByKOBUMU
ebexkramu. BizyanpHa ckiamoBa mepecrana OyTH CyTO YTWIITapHOIO — BOHA
NEPETBOPHIIIACH HA BAKJIMBUI IHCTPYMEHT €MOIIIHOTO BILJIUBY.

TexniuHa €BOJIOLIS TOCTYOBO 3yMOBHJIA TIOSIBY TepIIUX (hOpM BipTyanbHOT
pexucypu. HaBitb y Mexax OOMEXKEHHUX pecypciB, pPO3pOOHUKH MparHyJu
CTBOPIOBATH CIIEHU 3 JUHAMIYHUMU MIEPEX0IaMH, 3MIHOIO MEPCIICKTUBH Ta LTI031€10
pyXy KaMepu. Y IIbOMY CEHCI B1ICOITpH IMOYaJId HACIyBaTH €CTETHYHI PUHITUATIN
KiHOMHCTENTBa, chopmysboBani 3. Jliccoro [7], Ae Bi3yallbHUM psii 1 3ByKOBUM
CYINIPOBiJl YTBOPIOIOTH CHHTETUYHY €JHICTh, a MYy3WKa BHUCTYNAa€ HE MPOCTO

UTIOCTpAITI€I0, @ BAXKIMBUM JAPAMATYPTIUHUM YHHHUKOM.
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ITepexix 10 TPMBUMIPHOI0 POCTOPY

CripaBKHIM TIEPEIOMHUM €TarioM y PO3BUTKY BiJ€OIrOp CTaB Mepexia
JI0 TPUBHUMIPHOT'O TIPOCTOPY, 110 Bi10OyBcs y cepenuni 1990-x pokiB. SKio paHiiie
I'pOBI1 CBITH 1ICHYBaJM MEPEBAXKHO Y IBOBUMIPHIH TUIOMIMHI, JIe Jis1 0OMeKyBatacs
TOPU30HTAJIBHUM YU BEPTUKAJIBHUM PYXOM, TO BIIPOBAKEHHS TexHoJjorii 3D-
rpadiku KapJuHAIBHO 3MIHUJIO came YSIBJICHHs Mpo BipTyanbHU mpoctip. [losBa
Takux pyurii, sk Doom Engine, Quake Engine ta mizuime Unreal Engine, 3anana
a0COJIFOTHO HOBUHM CTaHJIapT Bi3yalbHOT PETICTUYHOCTI Ta IHTEPaAKTUBHOCTI.

VYuepiie rpaBeilb OTpUMaB MOXJIUBICTh HE MMPOCTO CIIOCTEPIraTH 3a MOA1ISIMU
300Ky, a 3aHypIOBaTHUCS y CBIT I'PH, B3aEMOJISATH 3 IPOCTOPOM, JOCTIIKYBAaTH HOTO
3cepenuHu. IrpoBe cepenoBulle mepecTasio OyTH CTaTUYHUM (OHOM — BOHO
NEPETBOPUIIOCH HA MOBHOLWIHHUH XYHO0XKHIi NPOCTIp, y SKOMY KOXEH OO0’ €KT,
TEKCTYypa, CBITJIO YU 3BYK MOYaJIM MPaALIOBaTH HAa CTBOPEHHSI LILJIICHOTO BPa)KEHHS
Ta EMOL[IHHOTO BILJIUBY.

TpuBumipHa rpadika Biakpuia O€3lll4 HOBUX XYJOKHIX MOMJIHBOCTEH.
Po3poOHMKYN TIOYa M 3aCTOCOBYBATH MPUHIIMIK KiHeMaTorpagiunoi koMmo3uuii
— noOyJ0BY Kajpy, Irpy 31 CBITJIOM 1 TIHHIO, IMHAMIYHI PaKypcH Ta MOHTa)KHI
npuiiomu. 300paskeHHsI CTaJI0 IHCTPYMEHTOM He JIMIIIE TeHMILIEIO, a i Bi3yaJbHOI0
ONOBiIaHHS, 110 HAOIMKAJIO ITPH 10 KIHO SIK 10 TOBHOLIIHHOTO BUAY MUCTELITBA.

Texniuni HoBawii y cdepi 300pakeHHS CYNpPOBOKYBAJIUCA AaKTUBHUM
pPO3BUTKOM 3BYKOBHMX TexHoJoriid. Came B 1iell mepion 3’sIBISIOTHCS eI
CUCTEMU OO ’€MHOrO 3BYYaHHsS, IO JO3BOJWJIM TpaBLUEBl TOYHO BHU3HAYATH
HampsIMOK  JDKepena 3BYKY, BiAYyBaTH IPOCTOPOBY INIMOMHY, a TaKOX
pEaNICTUYHICTh CEpelloBUINla 4epe3 peBepoOepariro Ta edextu 3aryxanus. Lle
CTBOPIOBAJIO YHIKaJIbHUN €(EeKT MPHMCYTHOCTI — TpaBellb HE MpOCTO Ipas, a
nepeOyBaB y cepelnH1 MOI1H.

Ponb cayHa-au3aitHy B irpax I[bOTo Mepioly CyTTEBO 3pocia. 3BYK MEpecTaB
OyTi (QOHOBHM e€JEeMEHTOM 1 MOYaB CHpPUHAMATHCA SK TOBHOIIIHHA CKJIaJoBa
XyJIOXXHbOTO o00pa3y. lleil mporec mneperykyeTbcsi 3 €BOJIIOLIEI0 3BYKY B

kiHemaTtorpadi, nae, 3a BuzHaueHHsM O. byT, ayaio crae piBHONPABHUM
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KOMIIOHEHTOM OOpa3HOi CTPYKTYpH TBOpPY, 3AaTHUM CaMOCTIMHO TpPaHCIIOBAaTH
3micT [3]. Kommo3uTopu Ta 3BYKOpPEXKHCEpPH OTPUMAIM 3MOTY IMpaloBaTH 3
JMHAMIYHOIO 3BYKOBOIO CIIEHOIO, JIe My3HUKa, epeKTu i aTMocdepa pearyBayiu Ha Jii
TpaBIis, CTBOPIOIOYH OaraTomapoBUid ay/1i0Bi3yalbHHUHA JOCBII.

[Toxa3oBuUMU MpUKIAIaMU 1HTErPallii 3ByKY B CTPYKTYpPY IrpPOBOTO MPOIECY
ctaym Taki poektH, sk Half-Life, Silent Hill, Deus Ex. ¥ 1mux irpax came ayio
BUKOHYBAJIO KJIIOUOBY POJb Yy MOOYA0BI aTMocdepr, CTBOPEHHI ICHUXOJIOTTYHOT
Hampyru ¥ HaBiTh ¢opmyBaHH1 HapatuBy. Y Silent Hill, manpuxnan, 3Byk
BUKOPHUCTOBYETHCS K €IEMEHT CTpaxy — TpaBellb 4ye T€, YOTo IIe He OAYuTh, 1 11e
nopopkye TpuBory. ¥ Deus Ex aynio miikpecitoe GyTypuCTHUHICT CBITY, a B Half-
Life — nocuimoe kinemaTorpadiuyHUN XapakTep CIOXKETY.

@opMyBaHHS €CTETUKHU CY4ACHOI IPH

Y 2000-2010-x pokax Bifieoirpu MEPEKMWIN SKICHY TpaHcpopMalliio, 110
BU3HAUYMJIa iXHIA Cy4yacHUM BHIJsAA. PO3BUTOK IUQPPOBUX TEXHOJOTIH, MOsBa
NOTYKHUX TrpadiyHuX KapT 1 PpO3LMIMPEHHS MOXJIIMBOCTEH MPOrpamMHOro
3a0e3MedeHHs] Tpu3Benud 10 (opMyBaHHS LUIICHOT IHTETPOBAHOI CHCTEMHU
CTBOPEHHsI 1rop, A€ Bi3yasjbHi, 3BYKOBl, CLEHapHI Ta IHTEPAKTHUBHI EJIEMEHTH
3TWIIACA B €JJUHE XYJI0’)KHE CEPEOBHUILIE.

KitouoBy posib y 11bOMy MpOIECT BIITPaJId BUCOKOPIBHEBI PYILIi HOBOI'O
nokomHHs — Unity, Unreal Engine 3/4, CryEngine. Bonn Haganu po3poOHuKam
JIOCTYIl J0 1HCTPYMEHTIB, II0 paHIllieé BUMAaraju CKJIaJHOTO MPOrpaMyBaHHs, a
Terep J03BOJISIIN MpaltoBaTu 3 rpadikoro, (Hi3UKor0, 3ByKOM 1 CLIIEHAPHOIO JIOT1KOIO
y 3pY4YHOMY BI3yaJIbHOMY CepeloBHINI. Taka IHTerparis 3poOwia MOKIMBUM
CTBOPEHHS KOMIUIEKCHOTO XYI0°KHBOT'O IIPOAYKTY, y IKOMY BCl KOMIIOHEHTH — BiJl
OCBITJIEHHS JI0 3BYKOBOTO JIN3aiiHy — MPAIIOIOTh HA CIUIbHY €CTETUYHY METY.

[TapanenbHo 3 MM aKTUBHO po3BuBaIKCh middleware-cuctemu st poGOTH
31 3ByKOM, cepell kux oco0nuBo BuAunsitoTees FMOD Studio Ta Wwise. Bonu
CTJIM OCHOBHHM 1HCTPYMEHTOM MpOQeCiiHUX cayHI-Au3alHEepiB, BIIKPUBIIU
NUISX J0 IHTEPAKTUBHOTO ay/aio, IO 3MIHIOETBCS Y PEXHMI PEaTbHOTO 4Yacy

3aJIeXKHO BIJI /11 TpaBIisl, CTaHY IEPCOHAXKA YK CUTYyalli y Tpi. SKIo paHilie My3Huka
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3Byuasa Sk (JOHOBHM CYIIPOBiJ, TO TEMep BOHA NMEPETBOPWIIACH HA JUHAMIYHUI
€JIEMEHT HapaTUBY, IO MiJCUIIOE eMOLIMHUIA BIUTUB 1 CTBOPIOE BIAUYTTS KUBOTO,
MIHJIMBOTO CBITY.

3aBISKM UM TEXHOJOTISIM XYAOXKHI 3aco00HM Bifeoirop mepectaiu OyTH
cTaTUYHUMHU. BOHM HaOyJM aJanTUBHOTO XapakTepy — KOXKEH 3BYKOBHHM YU
BI3yaJbHUI €JIeMEHT Temep MIr TpaHC(OPMYBaTUCh 3aJIEKHO BiJ KOHTEKcTy. Lle
CTaJI0O OCHOBOIO HOBOI (hOPMU CHIPUHHATT — €(EeKTy MPUCYTHOCTI, KOJIU IPaBelb
B1/IUyBa€ HE JIMIIIE 3aJTyYEHICTh, a i CIIBTBOPYICTD y MPOIIECI.

Oco0smBoi Barm HaOyB KiHeMarorpadiuHuii MiaXiJ A0 PEKUCYPH CLEHH.
[TounHaroum 3 Takux NpoeKTiB, sik Metal Gear Solid, Half-Life 2, Mass Effect un
Uncharted, irpu modanu BUKOPHCTOBYBATH MPUKMOMH, BJIACTHBI KIHO: CIIEHApHY
noOyZI0BY, aKTOPCBKY I'py, MIMIKY, KPYIIHI IJIaHU, CHCTEMY [1aJIOT1B 1 IOCTAHOBKY
cBitina. lle mo03BosMIIO IrpOBUM CBITaM TiepelaBaTH €MOIlli ¥ ICHUXOJIOTIUHY
rMOWHY, HAOMMKAIOYH 1X JI0 IpaMaTyprii GuibMy.

[Ipote Ha BiIMIHY BijJ KiHO, Y BijJieoirpax rpaBellb BUCTYMA€ HE MACUBHUM
criocTepiraueM, a akTUBHUM criBTBopiieM. Came Bij HOro il 3aJIeKUTh PO3BUTOK
CIOKETY, OBEAIHKA MEPCOHAXIB 1 HaBITh 3ByKOBUM Janamadt. Taka ocoOIUBICT
MOpOAMJIa HOBHM MIAXIA 10 XYAOKHBOTO TMPOEKTYBAaHHA — I1HTEPAKTUBHY
JIpaMaTyprito, y ki reimMIuiei, My3uka, 3ByK 1 Bi3yas yTBOPIOIOTb €UHY CUCTEMY
B3a€MOJII.

CyuacHuii eTan: iHTepaKTUBHE MUCTEITBO

CyuacHa 1HIOyCTpid BIJEOIrop yBIiIUIa y HOBY (pa3y CBOTO PO3BUTKY, Ji€
TEXHOJIOT1YHI 1HHOBAaLIi TICHO MOEIHYIOTHCS 3 XYAOXKHIMH €KCIIEpUMEHTaMH. Y
2010-2020-x pokax irpu nepecTaroTh OYTH BUKIIOUHO MPOIYKTOM 1HAYCTpii po3Bar
1 Ie/1aji yacTiiie CIpUuiMaroThCS K TOBHOIIIHHA (opMa ITuppOBOTO MUCTENTBA. K
3a3Hauae H. I'oposiu, Bigeoirpu HaOynu CTaTyCy KyJbTYpHHUX apTedakTiB, IO
NOTPEOYIOTh KYpaTOPCHKOTO TMIAXOAy, 30€peKEHHS Ta OCMHUCJIECHHS Ha PIBHI 3

YKUBOITMICOM 4H KiHO [23].
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Ha npoMmy erarmi cnoctepiraeThbest nepexij 10 KinemaTtorpadiyHoro peanizmy,
KM OXOTLTIOE HE JIHIIE Tpadiuny SKICTbh, alle i PeKUCYPY, AKTOPCHKY TPy, MOHTAX
Ta 3BykoBe odopmienHs. Taki npoektu, sk The Last of Us Part II, God of War
Ragnarok, Cyberpunk 2077, Red Dead Redemption 2, 1eMOHCTpYIOTh HEHMOBIpHY
MIMOWHY €MOIIHHOTO BIUIMBY, J€ Bi3yalbHa €CTETHKA, 3BYK 1 JpaMaTypris
37MUBAIOTHCSA B €IMHY CTPYKTypy. ['paBellb HE MpPOCTO BUKOHYE Aii, a MPOKUBAE
ICTOpit0, BYyBa€ BHYTPIMIHINA CBIT TMEPCOHAXKIB 1 3aHYPIOETHCS y CKJIAIHO

BUOYI0BaHY €MOIIIMHY peaIbHICTh.

BoaHouac 13 po3BUTKOM BelMMKUX AAA-IPOEKTIB aKTUBHO (POPMYETHCA
He3asiexkHa (1H/1) ClieHa, 10 MPOTUCTABIIAE€ MACIITAOHOCTI KOPIOPATUBHUX CTYI1H
IHAUBITyaJlbHE OAaUEeHHS Ta €KCIIEpUMEHTAIbHUN miaXia. Irpu Ha kmrant Journey,
Inside, Gris, Limbo, Hollow Knight abo Cuphead nemoHcTpytOTH, 1110 HaBITH 13
MIHIMQJIbBHUMH PECYPCAMU MOKHA CTBOPHUTH YHIKAJIbHUN XYJOKHIM CBIT, y SIKOMY
3BYK, My3HKa Ta Bi3yaJlbHa CTHIII3alllsd NPALIOIOTh SIK €/IlMHA MoeTuyHa MoBa. Came
1HJII-CIIEHa CTajia MPOCTOPOM ISl HApOKCHHSI HOBUX €CTCTHMYHHMX TCHACHININA —
CUMBOJII3MY, MiHIMaJi3My, METa(OPUIHOCTI Ta EMOLIIITHOT TTTMOUHH.

Po3BUTOK ayAlOTEXHOJIOTIH CYTTEBO PO3IIUPUB MOKIUBOCTI CIPUUHSATTS
irpoBoro cBity. CyuacHi cuctemu 3D Audio, Dolby Atmos Ta TexHoJOrI1
npoctopoBoro MozentoBaHHs 3ByKy (HRTF — Head Related Transfer Function)
JO3BOJISIIOTh CTBOPIOBATH TOBHOI[IHHE BITUYTTS MPOCTOPY, A€ KOXKEH 3BYK Mae
CBOIO JIOKAJI3alll0 ¥ pyX Yy TPUBUMIPHOMY cepefoBuill. ['paBenb Moxe
OpIEHTYBATUCS 3a CIYXOM, pearyBaTH Ha JpKepena 3BYKY, CIpHUIMATH BiJICTaHb,
HaIpsM 1 HaBITh TUII TOBEPXHI. Y ce 11e PopMy€e HOBY SKICTh 3aHYPEHHS, 1€ CITyXOBE
CIPUHHSATTS CTa€ PIBHOZHAYHUM 30POBOMY.

Oco01MBOi yBaru 3aciayroBy€e po3BUTOK IHTEPAKTUBHOI MY3HUKH, SiKa OLIbIIIe
HE € (JOHOBHUM CYINPOBOJOM, a BUCTYIIA€ aKTUBHUM YYaCHHKOM ITPOBOTO TPOIIECY.
3a ponomoroto cucteM Ha kwmrtalt FMOD Studio abo Wwise, My3uuHi TemH

MOKYTbh 3MIHIOBATHUCS 3aJI€KHO B AMHAMIKHA 0010, €eMOIITHOTO CTaHy TIEPCOHaXKa
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Yy HaBiTh BUOOpY TpaBis. TakuM YMHOM, My3UKa CTa€ “KUBOIO” CHUCTEMOIO, IIO0
pearye Ha Jii KOpUCTyBaJa, MATPUMYIOUH 11€10 IHTEPAaKTUBHOTO MHCTEIITBA.

[lefi eram pO3BUTKY Irop XapakTEpU3YEThCS IMOBHOKO IHTETpAIli€ro
XYJIOXXKHBOTO  3aAyMy 3 TEXHIYHUMH 1HCTpyMeHTamu. CayHa-nu3aitHep,
KOMIIO3UTOP, XYJIOKHHUK 1 IPOrpaMicT MPaIlol0Th y TICHIN B3a€MO/Iii, CTBOPIOIOYHN
€IMHUN CUHTETHUYHUN TPOIYKT, /1€ KOXKEH EJIEMEHT Ma€ K eCTeTUYHe, TaK 1
GbyHKIIOHATBHE 3HAYEHHS. 3BYK TYT YK€ HE JIMIIE MATPUMY€e aTMmocdepy, a i cTae

Ba)KJIMBUM HOCIEM CCHCY, HaCTHHOIO HAPAaTHUBY Td BUPA3HHUKOM CMOHiﬁ.

Poab 3ByKOpe:kucepa y sKUTTEBOMY IHUKJIi PO3POOKH IpH

BnpoBamxenHss ayaio BUMarae BiJ] 3BYKOpPEXKHCEpa PO3YMIHHS JIOTIKU
irpoBoro pyms. Sk 3azHauae ['. Taprert, cyyacHuil ¢axiBelb 4acTO BUCTYIIAE
MOCTOM MiXX TBOPYOIO KOMaHAOK Ta MPOTrpaMiCTaMH, CAMOCTIHHO BUPILIYIOUU
ITUTAHHS JOTIKH BiATBOpEHH: 3BYKy [42]. Moro ronoBHa MeTa — 3a6e3nedntH, moo
ayJl10 CTBOPIOBAJIO HEOOX1THUI HACTPiH, 3aHypIOBAJIO rpaBLs, OyJIO TUHAMIYHUM Ta
3aXOIUIIOIOYMM, CIOHYKAIOYM WOro MOBEPTATHCS IO T'PU 3HOBY 1 3HOBY. /[lns
JIOCSITHEHHSI 111€1 METH 3BYKOPEXHCEp TICHO CITIBIPALIOE 3 PO3POOHUKAMH Ta
A3alHEPaMU.

OcHOBHI 000B'SI3KH 3BYKOPEKUCEPA OXOIUTIOIOTh IIMPOKHUM CIIEKTP 3aBJaHb:

3BykoBuii qu3aiiH: CTBOpEHHS 3BYKOBUX €(EKTiB, 110 BIAMOBIJAIOTH 1AM
Ta MOMISIM y Ipl, BKJIIOYAIOUH 3BYKH OTOYEHHS, KPOKIB, €()EKTIB HAaBKOJIMILIHbOTO
cepenoBuIa, 30poi, BUOYXIB TOIIIO.

My3uuHa komno3uuisi: CTBOpEHHS OpUT1HATBHUX MY3UYHHUX TApPTUTYP, LIO
MOCWJIIOIOTh HACTPIM Ta €MOLIMHWI BIUIUB TPH, TOMOBHIOIOYH TeHUMIUICH, HapaTHUB
Ta 3arajibHy TEMY.

BnpoBamkenns ayaio: IHterpailisi 3ByKOBUX pPECypCiB y IrpOBU pyIIiii,
3a0e3MeUeHHs HaJISKHOI CHHXPOHI3allii 3 BHYTPIIIHBOITPOBUMH TIOMISIMU Ta JisIMU
rpasis. lle yacto BuMarae poOOTH 3 MOBaMHU MPOrpamMyBaHHS Ta CKPUNTIB IS

CTBOPEHHSI IHTEPAKTUBHUX ay[10CUCTEM.
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IIpoctopose ayaio ta 3D-3Byk: BukopuctanHs TeXHIK IPOCTOPOBOTO ayAio
JUISL CTBOPEHHS BIIUYTTS HANPSMKY Ta BIJCTaH1 JUIs 3BYKIB Yy Tpi, IO IiJIBHUIIYE
3aHypEHHS TpaBIIsl.

PenaryBanHsa aiajoriB Ta o3ByueHHsi: OOpoOka 3ammciB TOJOCOBHX
aKTOPIB /I 3a0e3MeUYeHHs YITKOTO Ta SIKICHOTO J1ajioTy, a TaK0X CHHXPOHI3allisl
ry0 3 aHIMaIll€l0 ePCOHAXKIB.

AJlanTHBHe Ta JUHAMiYHe aynio: Po3poOka Ta BIIPOBaIKEHHS CHUCTEM, J€
My3HMKa Ta 3BYKOBI €(PEKTH 3MIHIOIOTHCS 3aJIeKHO BiJl JiH TpaBIll ad0 PO3BUTKY
CIOXKETY.

3a0e3nevennsa saAkocTi (QA): YuacTe y TecTyBaHHI T'pH JIJIsi BUSBIICHHS
po0seM, TOMUIOK a00 HEBIAMOBIIHOCTEHM B ay10 Ta CIIBOpPALS 3 KOMAHJIOK IS
1X YCYHEHHS.

CuoiBnpans ta komyHikamisi: EdexkTrBHa B3aeMOJlig 3 1HIIUMHU YWICHAMH
KOMaHJM pO3pOOKH (redM-au3ailHepaMy, XyJOXKHUKAMH, MPOrpaMiCTamH) s

Y3TrOKCHHS ayi0SJIEMEHTIB 13 3araJIbHUM TBOPYUM Oa4eHHSIM I'pH.

InTerpanist 3ByKOBOro 1u3aiiHy Ha pi3HMX eTanax po3poOoKH rpu

3ByK y BIiJIeOirpax BiJIrpa€e KIOYOBY pOJb, SKa YacTO 3aJIHUIIAETHCA
HETOMIUCHOI, ajieé caMe BIH CTBOpIOE aTmocdepy, MOCHIKE 3aHYpEeHHS Ta
CIIpPSIMOBY€ HapaTWB. 3BYKOBHH JW3aiiH — II¢ HE JIMIIE TEXHIYHA 3ajadva, a U
MuUcTelbka hopma, 110 BUMArae ik TIM00KOi TEXHIYHOT €KCIIEPTU3H, TaK 1 TOHKOTO
XYJIO)KHBOTO YYyTTS. AyNiO CTaHOBHUTH TOJIOBUHY TOTO, SK TpaBeIb CIpUiiMae
ICTOPiI0: BOHO JOTIOMAara€e TMepeaaTd eMoIlii, SKi MalTh BUHUKATH B KOHKPETHI
MOMEHTH, a TaKOK POOUTH 3pO3YMUTIIIMMH KIHOYOBI MO/ Ha ekpaHi. KpiMm Toro,
3BYK JIOJIa€ TJIMOWHM Ta CKJIAJHOCTI HaBITh TUM €JIEMEHTaM IrpOBOTO CBITY, SIKI
JUIIAIOTHCS HEBUIUMUMHU, (POPMYIOUN BPKEHHS BiJ] 4acy Ta MPOCTOPY.

Po6orta 31 3BykKOM ITOYMHAETHCS IIIe Ha eTaIi nepeanpoarocyBanis. Came TyT
dbopMyeThCs ayio-Bi3isl TPU, 1 3BYKOPEKHCEPU CTAIOTh YaCTMHOK KOMAaHIU 3

CaMOro MOYaTKy MPOEKTY. Ay10-AUPEKTOP pO3pO0IIsie KOHLEMIIO JIs BCIX ay/110-
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JUCIMIUIIH — TOJIOCIB, 3BYKOBOTO JIM3aiiHy Ta MY3HKH, CIIMPAIOYHCh HA TeMy W
XYJI0’KHI MPUHIUIIK MalOyTHBOI Tpu. [ KoHUemnist 0hOpMITIOETHCS B IOKYMEHT,
KWW CTa€ CBOEPITHUM CTHJIICTUHYHUM Ta TEXHIYHUM OPIEHTHPOM. TEXHIUHI cayH/-
TU3aifHepy B IIeld 9ac BUOYIOBYIOTH OCHOBY JJISl TIOMAJBINOI pOOOTH, TOMII SIK
KOMITO3UTOPH CIIBIPAIIOIOTH 13 KOMaHJI0I0 pO3POOHHKIB HAJl CTBOPEHHSIM CUCTEMU
IuHaMiuHOT My3uku. PaHHe 3amydeHHs ayaio-(axiBLiB JO3BOJSIE YHHUKHYTH
TEXHIYHUX OOMeEXeHb y MaOyTHbOMY Ta HaBiTh HAJIWXa€ CyMIKHI KOMaHId —
XYJI0’)KHUKIB YH aHIMaTOPIB.

[lin yac eramy MNOpPOAIOCYBaHHS IIOYMHAETHCS AKTUBHA IHTErpamisa Ta
TecTyBaHHs 3BYKy. CayHJI-Iu3aliHepu CTBOPIOIOTH 3BYKOBI JaHAmadTH, aMO1€HTH,
YHIKQJIbHI €(DEeKTH, MY3UKy Ta Jlajord, Kl CTalOTh YACTHHOK ITPOBOrO CBITY.
Oco0OmuBe Micle 3aiiMae poboTta y cryAii Do, 1e 3anucyroThCs peaTiCTUUHI 3BYKH
— KPOKH, IIyM OJIATY, OpsI3KIT 30poi. O3ByUeHHSI IEPCOHAXKIB MOTPeOye OKpeMoi
MIJITOTOBKU: HAMKMCAHHA CIIEHAPIiB, po0O0Ta 3 PEKUCEPOM TYyOISIKY, 3aITUC TOIOCIB
akTopiB. Ha npomy erami 3ByKOpeXucep yke Oe3MOocepelHbO Ipaloe 3 ycima
eJIEMEHTaMU TPH, aIaNTYIOUH iX 10 TEUMILIEIO.

[TocTtnpoatocyBaHHSI 30CEPEIKYEThCS HA JIOOMpAIfOBaHHI Ta JOBEACHHI
3BYKY 10 (DIHAJIBHOTO BUTJISAY. BaXIMBUMHU 3aBIaHHSIMH CTalOTh 3BEJCHHS Ta
OallaHCyBaHHA BCIX ayJ10-€JIEeMEHTIB. BHKOpPUCTOBYIOTBCA Cy4YacHI TEXHIKH
IMEpPCUBHOIO 3ByuaHHs1 — 3D-ayJio, MOze/ntOBaHHs MOIUIUPEHHS 3BYKY, CUCTEMHU
JTUHAMIYHOTO MikKITyBaHHs. PoOorta 3mificHIOEThCS 'y TIpodeciiiHuX mporpamax,
takux Kk Pro Tools, Wwise yuu FMOD. BogHouac came TyT MOXYTh MPOSIBIISITUCS
TUIIOBI MPOOJIEMH: CIIOTBOPEHHs, aucOamaHc abo TexHIYHiI 3001, sKi HEOOX1THO
OTepaTHBHO YCYHYTH.

Ha eramax anba- it 6eTa-TecTyBaHHS ay/110 TPOXOAUTH PETEIIbHY NEPEBIPKY.
Tectepu oIiHIOIOTH OanaHC, SIKICTh 3BYyYaHHS Ta CTaOUIBHICTh BIATBOPEHHS Ha
PI3HUX MPUCTPOSIX 1 KOHGIrypauisx. TyT Ba)JIMBUM CTa€ 3BOPOTHHUI 3B’SI30K:
3aBISIKM HWOMY 3BYKOBa KOMaHJAa MOXKE BHUIIPABISATH HENONIKH, PETYIIOBATH

I'YYHICTb, ONTUMI3YBaTU €(PEeKTH UM HaBiTh MEPEe3amuCyBaTH YAaCTUHY MaTepiaiy.
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JIisi aHAMITHKY 3aCTOCOBYIOTHCA Cliemiani3oBaHi iHcTpymeHTH — Wwise Profiler,
FMOD Profiler, Unity Profiler ra Unreal Engine Profiler.

3aBepIiaJbHUM €TarloM € 3aIllyCK I'PH, ajie HaBITh MICHs penizy pobdoTa Haj
3BYKOM He MNpuUnuHsieTbcs. KomaHaa MOHITOPHUTH SAKICTh ayaAio, OINEpaTUBHO
BUIIPABJISIE TIOMIJIKH Ta Pearye Ha BIATYKH KOpHCTyBadiB. YacTo micisi BUXOAY TpU
3’SBISIIOTBCA OHOBJICHHS, K1 MICTSTh TMOKpAIIEHI ayaio-pillieHHs, T0JaTKOBI
ebeKkT 4u HaBiTh HOBI My3uuHi kommosuiii. CtBopenHs DLC (momartkoBoro
3aBaHTAXXyBaHOTO KOHTEHTY) MOTpeOye 1HTErpailii HOBUX 3BYKOBHX PECYpPCIB, IO
(aKTUYHO MEepeTBOPIOE TOCTpPENi3Hy a3y Ha MPOJOBKEHHS OCHOBHOIO

IMpOAKOCYBAHHA.

ETanu po3BUTKY KOMII’FOTEPHHUX irop Ta iX TeXHIKO-XyH0xkHi TpaHcdopmamii

EBomrolis KoMIT I0TEpHUX 1TOP € OJTHUM 13 HAlOUIbII MOKA30BUX MPHUKIIAJIB
TOTrO, SIK TEXHIYHHUM MPOrpeCc — EKCIIOHEHIIITHE 30UIbIICHHS OO0YMCIIIOBAIBHOI
MOTY>KHOCT1 Ta IMOCTIHE BIOCKOHAJEHHS BI3yaJIbHUX TEXHOJIOTIM — HEMHUHYYe
CTUMYJIIOE TIUOOKI XyaokHi TpaHchopmamii. Ha koxHOMy erari poO3BUTKY
IHAYCTpIi, 3BYKOPEKUCYypa HE JIMIIE aJanTyBaiacs J0 HOBUX TEXHOJOTIYHUX
CTaH/JapTiB, ajie¢ ¥ BiAirpaBaja KpUTUYHO BAXJIMBY POJib Y (POPMYBaHHI IrpOBOTO
JIOCBIZy, OCOOJIMBO B HEPO3PUBHIA CHHepPrii 3 BI3yaJlbHUM pSAJIOM Ta
IHTEPAaKTUBHUMH MEXaHIKaMHU, sIKI CTAHOBJISITh OCHOBY I'€HMILIEIO.

Ili Tpancdopmariii 3amoyaTKOBYIOThCSI B ApkaaHy Ta 8-0iTHy epy, nae
JIOMIHyBaJIa MiKceJbHA, a0cTpakTHAa rpadika. Y uel nepiojl 3ByK BUKOHYBaB
¢byHKII0, 10 Hacamrepe] KOMIEHCYBaJa BidyaJbHy o0MeskeHicTb. OCKIUIbKU
NPUMITHBHI 3BYKOBI YilM (3aCHOBaH1 Ha XBWJIbOBOMY, a00 FM-cuHTe31, BiAOMI SIK
Chiptune) Ta mizepHa naMm'siTb HE JJO3BOJISIIN BIITBOPIOBATH PEAIICTUYHI YU CKJIaaH1
3BYKOBI TEH3aX1, 3ByKOPEKUCEPH MYCHIIM TOKJIAATUCS HA BUCOKO CTUJII30BaHY,
4acTO He-Ai€ereTHYHy My3uKy. BoHa He TUIbKU CTBOpIOBajia HEOOX1IHY aTMochepy
(HampuKIIa, BIIYYTTS MIBUAKOCTI Y TOHKax abo repoizmy y miatdopmepax), aie i

Oyna KpUTHYHO BaXKJIMBOIO JJIs 3a0€3MeueHHs] redMILIeifHOl sICHOCTi. 3BYKOBUI
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CUTHaJ MpO OTPUMAaHHS IIKOIU, CTPUOOK, 30ip OoHyCy a0o0 akTuBaliio 3A10HOCTI
MaB OyTH MHUTTEBO poO3Mi3HaBaHUU. Yepe3 HHU3bKY pO3IAUIBHY 3JaTHICTH Ta
oOMeXeHy Bi3yalbHy 1H(QOPMATHBHICTh, 3BYK CTaB IIEPBUHHHUM HOCIEM
¢pyHkuionanbHoi indopmanii, MNepeTBOPIOIOUNCH HA CBOEPIAHY ay/iajbHY
"IKOHKY", 10 CHUTHAaJI3y€ TPO CTaH CHUCTEMH. XYJOXKHIM 3aBIaHHSAIM OYyJIo
CTBOPCHHSI JIAKOHIYHUX, aJi€ €MOIIMHO HAaCHYEHWX 3BYKIB, SKi O MIIHO
aCOIIIOBAJIUCS 3 JAISIMU MIEPCOHAXKA, (POPMYIOUM TAKUM YUHOM HEBIJ'€MHY YAaCTUHY
1IEHTUYHOCTI TPH.

Hacrynnauii, 3D-nepexigHuii eram, O3HaMEHOBAHUU ITOSBOIO KOHCOJEH 3
Hocisimu CD-ROM, kapauHaiabHO 3MIHMB BHMOTH JI0 3BYKOBOTO JIM3alHY.
Texnonoris CD no3Bonmia I1HTErpyBaTH BHUCOKOSAKICHE ayaio 0€3 3HauHHUX
oOMeeHb 3a 00csaroM, MmO OyJ0 HEMOXKIMBO Ha KapTpukax. 3 IMOSBOIO
noyiroHanbHUX 3D-Mozenelt Ta 3pOCTaHHSIM Bi3yallbHOI JJOCTOBIPHOCTI, 3BYK MaB
BIJIIOBIJIATH HOBIA peanbHOCTI, (POKYCylOunch Ha MOOYAOBi riamOmoi imepcii.
CuHTETUYH1 3BYKU MOYAIM 3aMIHIOBATHCS 3allMCAHMMU aynaiogaiijaMu BUCOKOT
akocti. lle mo3BoNMIO peanidyBaTH TOBHOIIIHHE TOJIOCOBE O3BYYEHHSI Ta
BIIPOBA/PKCHHSI OPKECTPOBUX MAPTHUTYP, AKI 1O TOro OyJIM NpeporaTuBOIO KiHO.
3BYyK Ha I[bOMY €Tarli nepecTaB OyTH JHIIIE CYIIPOBOJOM 1 CTaB IHCTPYMEHTOM JIIsI
e€MOIIiifHOT0 MAHINMYJIOBAHHSA IPaBlIeM, TOTJIUOIIOI0YN HAPATUBHY CKJIAI0BY 1TOp.
Came TyT BIEplI€ aKTUBHO BUKOPUCTOBYETHCS NPOCTOPOBE ayaio s
NO3UIIIIOBaHHA JKepen 3BYKY Yy 3D-creni. 3ByKOpexucypa Iodajia aKTHBHO
OynyBatu atmocdepy (Hampukiag, BUKOPUCTAHHS THUIIlI Ta HECHOAIBAHUX
3BYKOBUX e(eKTiB y >kaHpi Survival Horror), mpaitoroun y npssMoMy 3B'sI3Ky 3 Kat-
CIICHAMH Ta CIOKETHUMH MTOBOPOTAMHU.

Y HD-epy Ta Ha cyuyacHoMy erami, 3aBISKH EKCTpeMasbHIN
O0YHCITIOBANIbHIN MOTYKHOCTI Cy4YaCHUX CHCTEM Ta CIEIiaTi30BaHOMY IPOMIKHOMY
nporpamHoMy 3a0e3nedeHHo (sik-or FMOD a6o Wwise), 3Byk nepeTBOpHUBCS Ha
MOBHICTIO iHTEPAKTHBHY CHCTeMYy Ta reiimiuvieiinuii Mexanizm. ChoroaHi Bix
3BYKOBOTO TEH3aKy BHMAaraerbcs, 100 BiH He OYyB 3a3falierip 3amucaHuM,

JIHIAHUM TPEKOM, a pearyBaB y peajbHOMY 4aci Ha KOXEH acleKkT CTaHy
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reiimmiero. Lle peanizyerbcsa uepe3 axantuBHe ayaio (Adaptive Audio): my3uuHi
KOMIO3UIII PO3KJIaIal0ThCS HA OKpeMi apu (stems), ikl JUHAMI9HO MIKIITYIOThCS
3QJIEKHO BiJl IIBUJKOCTI PyXy TpaBIls, piBHA 310pOB’s, a00 OJIM3BKOCTI BOPOTIB.
Hampuknaz, mpu Bxomi B 6iif cuctema 1oAa€ arpecuBHI MEepKycii Ta 6acH, a i1 gac
JOCIIJIKEHHST — MpUTyIrye iX. KpiM Toro, BUKOPUCTOBYIOThCS CKJIaJIHI CHCTEMHI
napaMeTpH JIJs YIpaBiiHHA 3ByKOBUMH edekTaMu. CIou BIAHOCUTHCS: IMITallis
JIeTali30BaHOT aKyCTHMKM (PI3HI THIIHM peBepOepalii 3alexHO BII PO3MIPY
MIPUMIILICHHS ), OKJII03is1 (peaTiCTUYHE 3aTyXaHHS 3BYKY, 1110 MPOXOJUTH KPi3b CTIHU
YU NEPEIIKO/IN ), a TAKOXK JUHAMIYHE 3MILIYBaHHSA 3BYKIB KPOKIB 3aJI€KHO BiJ THUITY
MOBEPXHIi. ¥ 0araToKOpUCTYBAI[bKUX Ta CTEJIC-Irpax, 3BYK MEPEHIOB 13 KaTeropii
XYJOKHBOTO JIOTIOBHEHHS JI0 KaTeropii cTpaTeriuHoro pecypcy. 3AaTHiCTb TpaBLis
TOYHO BU3HAYUTH MICIIE3HAXOKEHHS Bi3yallbHO MPUXOBAHOTO BOpOTa JIMIIE 32
3BYKaMU KPOKIB YU Tepe3apsiiKé, 3aBIsSKH BIPOBAaKEHHIO 3D-nmo3uiniroBaHHs
3BYKY, € KpUTHYHOIO [IEPEBAror. TakuM YMHOM, Cy4YaCHUM 3BYKOBUM TU3alH — L€
HE TIPOCTO CYNpOBiJ rpadiku, a CKIaJHa, IHTEPAKTHUBHA, CHCTEMHO-OPi€EHTOBAHA

CTPYKTYpa, 110 0e3MmocepeIHLO BILUTMBAE HA ITPOBUI MPOIEC Ta TTTMOMHY 3aHYPEHHS.

IIpouec 3BykoBOro opopmiieHHs1 rpu

[Ipomiec cTBOpeHHS 3BYKOBOro O(GOPMIICHHS y BiJI€OIrpax € CKJIAIHUM 1
OaratopiBHEBUM. BiH OXOIUTIOE€ IMIMPOKUN CIEKTP 3aBJaHb 1 BUMAarae MocTIHHOT
CHIBIpaIll MDK pI3HUMHU (DaxIBISIMU: KOMIIO3UTOPaMH, 3BYKOPEKHUCEPAMH,
TEXHIYHUMU CayH-IU3alHEepaMu, IporpaMicTaMu Ta HaBiTh clieHapuctamu. Came
1151 KOMaH/1Ha po0oTa J103BoJIg€ chOpMyBaATH IITICHUHN ayN10BI3yaIbHUM TOCBII, 1€
3BYK HE ICHYE OKPEMO, a OPTaHIYHO MEPETUTITAETHCS 3 yCiMa IHITUMHU CKJIaJ0BUMHU
TpH.

[lepmium eramom crae kouuentyamizauida. lLle ¢yHmameHT, Ha sKoMy
BUOYJOBYETHCS yCs Mojanblia ayaio-ctparerisi. Ha mipomy etami po3poOsisitoThes
KJIFOUOBI MY3U4YHI TEMH, TAPMOHI1, BU3HAYAETHCS CTHJIb Ta 3araJibHUIl HACTPii TpHu.
Jly’ke 9acTo KOMITO3UTOPH W TeWM-IU3aiiHEpH MPOBOMSTH CIUIbHI BOPKIIOMH Ta

cecii MO3KOBOTO IITypMYy, A€ OOIrOBOPIOIOTh BI3yallbHY CTHIIICTHKY, CHOKETHI



42

aKIIEHTH ¥ HAaBITh MCHUXOJIOTIYHUHA BIUTMB 3BYKOBHUX PIllIeHb. BHKOPUCTOBYIOTHCS
pedepercu 3 HIUX Meaia — Biag PUIBMIB 10 MOMEPENHIX Irop, — IMI00 Kpare
OKpecauTu Oakany armocdepy. Y pesyiabTari GopMy€eThCs MOYaTKOBA ay10-Bi3id,
sKa 3a/1a€ HAMPAMOK I BCi€l MOIaIbIIoi poOoTH.

[licns 1pbOro pO3MOYMHAETHCA €Tall 3amucy Ta penaryBaHHsA. Tyr
BUKOPHUCTOBYIOTHCSI PI3HI TEXHIKM 3aeKHO Bix motped rpu. Hampukmnan, ctymis
®doni 103BOJSE BIATBOPIOBATU TMOBCSKICHHI 3BYKM — KPOKH, IIEJIECT TKAaHUHH,
MeTaJIeBUI OPS3KIT — 1 pOOUTH X MaKCUMAaJIBHO peaicThuHuMHU. [1oboBHit 3amuc
BIIKPMBA€ MOKJIUBICTh 3aXOIUICHHS KMBUX 3BYKIB HAaBKOJIMIIIHHOTO CEPEIOBHUIIA!
IIyMy MICTa, CIIBY MTaxiB, 3BYKiB MPUPOU. /{151 CTBOpEHHS YHIKAJIbHUX €(EKTIB
aKTUBHO 3aCTOCOBYETHCS CHHTE3 3BYKY 3a JIOTIOMOTOIO MPOrpaMHUX TuiariHiB. Ha
bOMY JK €Talll BCl 3allMCU MPOXOJATh PETeIbHY 0OpOOKY: OUMIIEHHS BiJl UIYMIB,
penaryBaHHs,  €KBaJli3allilo, KOMIPECIl0 Ta JoJaBaHHS  peBepoOepaiiii.
Buxopucranns uudpoBux aynio-podounx crtaHuid (DAW) nae 3Mory pocsrrtu
MaKCUMAaJIbHOI IKOCT1 3By4YaHHSI, sIKa 3r0JI0M BU3HAYaTUME TIEPEKOHIIUBICTh YChOTO
IrPOBOTO CBITY.

Konu ocHoBHUI ayaio-marepian TOTOBUM, HACTAa€ 4Yac IHTErpauii y cam
irpoBuii pymiid. [lel mporec HabaraTo CKJIaAHINIMNA, HI)K TMPOCTE 3aBaHTAKCHHS
3BYKOBUX (DaililiB. 3aBAaHHSAM € 3pOOUTH 3BYK YaCTHHOIO TeHMIUICI0, 1100 BIH
pearyBaB Ha nogii y rpi. Hampukiaa, Kpoku nepcoHa)ka MOBUHHI 3By4aTH 1HAKIIIE
3QJICKHO BiJI TUITy TIOBEPXHI, a My3WKa — 3MIHIOBAaTUCS BIAMOBIAHO 10 PIBHSA
HeOe3MeKkn YW Crhokoro. JIJisi 1bOro 3acTOCOBYIOTHCS CIEIliali3oBaHl ayio-
MignBepu, Taki sk Wwise un FMOD, ski 103BOJISIOTH CTBOPIOBATH aJallTHBHI
3BYKOBI1 cHCTeMU. TYT e HaJalTOBYIOThCS MOJIii, TPUTEPH Ta MOBEAIHKA ayJi0 Y
BIJINOBI/Ib HA BHYTPIIIHbOITPOBI 3MiHHI. 3aBASKUA LIbOMY 3BYK CTa€ AMHAMIYHUM 1
YKUBHM, a ITPOBHUM JTOCBIJ] — HA0AraTto peaiCTUYHIIINM.

Opnak iHTerpaiisi He 3aBepilye mpouec. Jly)ke BaKJIMBUM €TalioM €
ONTHUMI3allisl Ta HaJaro/pKeHHs. 3ByKOBe O(DOpPMIICHHS MOBHHHO OyTH HE JIUIIE
KpPaCHBHM 1 SIKICHUM, ajie i TEXHIYHO CTaOUTbHUM, aJ[)Ke TIEpeBaHTAKCHHS CUCTEMU

BEJIMKOIO KUIBKICTIO ay/l0-pecypciB  MOXKe€ MPU3BECTH JO 3aTPUMOK abo
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CIOTBOpeHb. ToMy Ha 1bOMYy e€Tami MPOBOJUTHCS CTUCHEHHS (haidmis,
HaJAIITOBYETHCS TTOTOKOBE BIATBOPEHHS, TECTYETHCS MPOIYKTUBHICTh HA PIZHUX
anapatHux 1atgopmax. I[IpoGnemu cuHXpOHi3alli, aucOagaHC TYYHOCTI YU
HeOakaHl  apTeakTH  BUNPABIAIOTHCS 3a  JOTIOMOTOK  MPOUIIOBAHH.
CrnemianizoBaHi 1HCTpyMeHTH, Taki sk Wwise Profiler um Unity Profiler,
JI03BOJISIIOTH JETAIBHO BIICTEXKHUTH, SIK MOBOJUTHCS 3BYK 1] 4ac TPH.

OxpeMo BapTo 3rajiaT poJib cucteM KoHTpoJto Bepciit (Git, Perforce, Plastic
SCM), siki 3a0e3neuyloTh OpraHi3oBaHy poOOTy 3 BEIMKHMMHU ayai0-010110TeKamMu.
3aBasgKH IM KOMaHAAa MOXke €()EKTUBHO CHIBIIPALIOBATH, CHHXPOHI3yIOUH BCl 3MIHU

Ta YHUKATH BTpATHU JaHUX.
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PO3/IIJI 2. CAYHJI-TU3AMH Y KOM’IOTEPHUX ITPAX
2.1. OcHoBHIi ¢yHKUIii 3ByKOBOr0 0opMJICHHS irPOBOr0 cepeoBUIIA

3BykoBe 0(hOpMIICHHS Y BiJleoirpax BUKOHYE HE JIUIIE POJIb CYIIPOBOAY, aje
! BHCTYyIIa€ MOBHOI[IHHUM 1HCTPYMEHTOM (hOpMYBaHHS IrPOBOIO JIOCBIlYy. 3ByKOBE
oopmIleHHS 31aTHE HE TUIBKHU MiJICHITIOBATH Bi3yalbHUI Psill, CTBOPIOIOYH €(EKT,
akui M. IlIluon Bu3Hauae sk «momaHa BapTicTh» (added value) — komm 3Byk
30arauye 300pakeHHs 1H(QopMmarlli€ero, sSKoi HeMmae y camiil kapTuHil [13], a i
camocCTiitHO (popmyBaTu aTMochepy.

OyHKINT cayHI-AU3aiiHy B irpax MOJKHa MOJAUIMTH Ha KiJbKa OCHOBHHX
HampsaMiB. ATMocdepHa (yHKUiA 3a0e3nedye CTBOPEHHsS €MOLIMHOro (oHy Ta
NJCUIIIOE XYT0KHIHM cTUiIb IpH (sci-fi, Xopop, henresi). Ak 3a3navyae B. BITTIHITOH,
camMe 3BYKOBHI JM3ailH 4acTO BUCTYIMA€ T'OJOBHUM IHCTPYMEHTOM JIETITUMI3allii
BUTaJaHOTO BCECBITY, HaJawoud (PaHTAaCTUYHUM €JeMEeHTaM (i3uyHOi Baru Ta
peanictuuHocTti [46]. InenTudikauniiina ¢(yHkmis 103BoJIsI€ 3aKPIIIIIOBATH 3a
NEPCOHAKAMHU, JIOKAlIAMH 4M (PPaKLisIMUA BJIACHI 3BYKOBI TEMH, a TaKOXK (opMye
My3uyHe «oOmuuus» OpeHny (sk y cepisix Halo un The Elder Scrolls).
Indopmaniiino-komyHikaTuBHA QYHKUisI TOTIOMarae rpaBleBl OPIEHTYBATHUCS Y
MPOCTOpPI Ta OTPUMYBATH BAXKIMBI CUTHAJIM TpOo 1rpoBi mojii. IHTepakTHBHA
(yHKIisgs TPOSBISETHCS y 3MAaTHOCTI ayAio pearyBaTd Ha [ii TpaBuid Ta
ajanTtyBaTucs OO0 TeMny reiMiuiero. IMMMmepciiiHa ¢yHKOisg 3aHyproe y
BIPTyaJIbHUI CBIT 4Yepe3 pEealiCTHYHI 3BYKOBI €(EKTH Ta CTBOPIOE BIAUYTTS
«mpucyTtHocT». [lcuxosioriyna ¢pyHkisi cipsiMOBaHa Ha BUKJIMKAHHS HEOOX1THUX
eMolliii — Bi cTpaxy A0 JpaiiBy. IrpoBo-mexaHiuHa (yHKHiss poOUTH 3BYK
YaCTUHOIO CaMOro TeHMIUICI0, a HaBYajJbHA — JIONIOMAra€ IiHTYITHBHO

OITAHOBYBATH IrPOB1 MEXAHIKH 32 JJOTIOMOTOI0 ay/I10-TT1IKa30K.

AtMocdepHa pyHKIis 3ByKOBOr0 0)opMJIeHHS Bigeoirop
OpHiero 3 KIIOYOBUX (PYHKIIM cayHA-IW3aiiHy y BiZ€Oirpax € CTBOPEHHS

emoltiiitHoro ¢ony, akuii opmye arMoctepy IrpoBoro CBiTy Ta 0€3M0CEpEeIHBO
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BIUIMBA€E HA COPUNHATTS MOAIM rpaBieM. 3ByKoBe O(OPMIICHHS y Cy4aCHUX Irpax
OXOILTIOE HabaraTo OuIble, HIK MPOCTO MY3WYHUN CYNpPOBiA: BOHO BKIIOYAE
e(eKTH JTOBKILIA, TaKl SIK IITyM BITPY, JIOILY, IIEJIECT JIUCTS YU BIIJTyHHS KPOKIB Y
MOPO’KHIX MPUMINICHHSX; 3BYKH MEPCOHAXIB, IXHIX JI{, peakiii Ta B3aeMOIIi 3
00’€KTaMU; a TaKOXk PI3HOMAHITHI MMO1i B irPOBOMY CBITI, B1J aKTUBAIlIl MACTOK JI0
MariuHux egekTiB. Bci 11l e1eMeHTH pa3oM yTBOPIOIOTh LUTICHY ayialbHy KapTHHY,
JIe KOKEeH 3BYK BUKOHYE MEBHY POJIb 1 B3aEMO/II€ 3 IHITUMU CKIIAJJOBUMH.

CtBOpeHHs eMOUiHHOT0 (PpoHYy

Aynio BUCTyTIa€ BAXIMBUM €JIEMEHTOM y CTBOPEHHI 3arajbHOTO XYI0KHBOTO
oOpa3zy rpu. My3uka i 3ByKoB1 €(peKTH 37aTHI BUKJIMKATH y TPABIIS BIAUYTTS CTpaxy,
HAIPYTH, 3aXOIUICHHS YU MEJIAHXOJIii, SKi HEe 3aBXIN MOXXJIMBO TEpEIaTH JINIIE
Bi3yanpHuMH 3acobamu. 3a cinoBamu K. Kosminza (Collins, 2008), «my3uka y
BiJICOITpax € HEe JIUIIE MPHUKPACOI0, aje i aKTMBHUM IHCTPYMEHTOM BIUIMBY Ha
HACTp1i Ta eMOLIITHUMN cTaH rpaBLs [26].

Hampuknaz, y »anpi survival horror my3uka 3 MiHIMaJiCTUHYHUMH MOTUBAMH,
BUKOPUCTAHHSAM JIUCOHAHCIB Ta HU3bKOYACTOTHHMX 3BYKIB CIPHUSE€ BUHUKHEHHIO
BIIUYTTS TPUBOKHOCTI Ta 3arpo3u (Silent Hill 2, xomno3utop Akipa fmMaoka).
Haromicte y denresiitnux RPG (wanpuxnan, The Elder Scrolls V: Skyrim)
OpKECTpOBa My3HWKa 3 EIMIYHUMH XOPAJbHUMH TApTisIMH CTBOPIOE BEIIMYHY Ta
repoiuny arMocdepy.

3ByK fIK 3aCi0 3aHYpeHHS B irpOBHi NMPOCTIp

BaxxnmuBUM acmekToM CTBOPEHHS IOBHOTO €(EeKTy 3aHypeHHS Y
BIJICOITPU € HE JIUIIIE My3UYHUN CYNPOBIJ, a i 3BYKOBI eeKTr M0BKiLIA (ambient
sound design), K1, 32 BU3HAYCHHSIM (paxiBIliB iHIyCTpii [41], bopmyrOTh ayaiaabHe
CepeNOBHIIE, IO JIO3BOJISIE TPABIIEBl BIAYYTH MPOCTIP T'pU OUIBII peasiCTUYHO..
Came BoHU (DOPMYIOTH ayJlialibHE CEPENOBHUIIE, SKE T03BOJISE TPaBIEBI BIAUYTH
MPOCTIP IpU OUIBII PEaTiCTUYHO Ta OaraTorpaHHO. 3BYKHU JOIIYy, IIEJIECT JUCTS,
IIyM BITPY, BIJJQJIEHI KPOKU YW FOJIOCH TBApUH CTBOPIOIOTH HEBUIUMY aydlalIbHY
TEKCTYpy, IO B3a€EMOJI€ 3 BI3yaIbHUMH €(QEeKTaMH, TOCHIIOIYN BIIIYyTTS

MPUCYTHOCTI y BIpTyalbHOMY CBITI.
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Sx 3a3naugae P. Ceppi (Surry, 2016), «atmochepuuii cayHa-au3aiiH Gopmye
HEBUJIUMUI KapKac IrPOBOTO CBITY, SIKMH TpaBellb HE 3aBXKIU YCBIJOMIIIOE, ajie
noCTiiHO BiguyBae» [ 16]. ToOTO 3ByKH JOBKULISI BUKOHYIOTH HE JIMIIIE IEKOPATUBHY
GyHKI0, @ i CIYTryIOTh ICUXOJIOTTYHUM OPIEHTHPOM ISl TPaBIs, JO3BOJISIOUH
HoMy BIJUYTH MacIlITad, TIMOMHY Ta XapaKTep MPOCTOPY, B AKOMY BiH 3HAXOAUTHCSI.
BoHr MOXyTh CHUTHai3yBaTH PO HEOE3INeKy, BIACTaHb JO 00 €KTIB, HASBHICTH
IHIITUX TIEPCOHAXXIB a00 HABITh 3MIHIOBATH CIIPUHHSATTS HACTPOIO CIICHH.

Hampuknan, y rpi The Last of Us Part I Buxkopucranus aetaibHO
nponucaHux ambient-3ByKIB — MNTAIIMHUN CHiB, BUIYHHS KPOKIB Y MHOPOXKHIX
OyIBIISIX, IIEJIECT JIUCTS Ha BITP1, CJIa0Ke A3I0pUYaHHs BOJIU — JIOTIOMarae CTBOPUTH
MEJaHXOJIIYHY Ta MOCTANOKAMNTHYHY aTtMochepy, MO MNIACUIIE TpaMaTHUHY
HaIpyry croxery. KoxeH 3ByK Mpaitoe y B3a€MO/Ii 3 IHIIUMU €JIEMEHTaMHU ay/lio,
M1JKPECTIOI0YN 130JIbOBAaHICTh, HEOE3MEKY Ta €MOIIMHUN cTaH mepcoHaxiB. Kpim
TOTO, TAaKUW MiAX1J JO03BOJISE TPaBLEBl HEYCBIJIOMJIEHO CHPUWMATH CBIT I'PU SIK
KUBUN Ta JAMHAMIYHUM, 110 3HAYHO MIiJBUIIY€ PIBEHb 3aHYPEHHS Ta €MOIIIHOI
3QJTy4EHOCTI.

EMouiiiHa TuHaMiKa Ta aJaNITUBHICTH

OcoOnuBiCTIO BiF€OIrOp € Te, W0 3BYKOBa armMocdepa MOXKe
3MIHIOBATHCS IMHAMIYHO Yy 3aJIEKHOCTI B1J A1i rpaBus. 3a cnmoBamu M. I'pimiioy
(Grimshaw, 2011), «aynio Yy Bigeoirpax (QYHKLUIOHYE SIK 1HT€PAKTUBHUIA
IHCTPYMEHT, 110 3/IaT€H ITiJIAIITOBYBATHCS M1 TEMII 1 XapakTep reumruieio» [48].
Ile o3Hayae, MO0 My3UKa MOXE MEPEXOJAUTH BiJl CHOKIMHUX (POHOBHUX MOTHUBIB JI0
HAIPY>KEHUX 1 IpaMaTUYHUX TEM Y MOMEHTH 0010 YU HEOE3IEeKH.

Hampuknan, y DOOM Eternal (kommoszutop Mik T'opmon) heavy-metal
CayHJITPEK CTa€ IHTEHCUBHILIUM Yy MIpy 3aroCTpeHHs 0010, 1[0 CTBOPIOE BIAUYTTS
JpaiiBy Ta eKcTpeMaybHOI Aii. ¥ cBoto uepry, y Resident Evil Village nepexin Bina
TUIIl J10 PI3KUX 3BYKOBHMX AaKIEHTIB BUKOPHUCTOBYETHCS SIK 3aci0 JIsIKaHHS Ta

M1JICUJICHHS XOpop-e(PeKTy.
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2.2 XapakrepHi 0c00JIMBOCTI IHTEPAKTUBHOI MY3HKH Yy Biieoirpax

[HTepakTHBHA My3HMKa € OJHIEI0 3 HAWBAXKIMBIIIMX CKJIAJOBUX Cy4acHOI'O
ayjiomu3aiiny y Biseoirpax. [i cyTHiCTb HOJIATAE y 31aTHOCTI My3UYHOTO CYHIPOBOJLY
pearyBaTH Ha Jii rpaBLUsi, 3MIHU IIPOBOTO CEPEIOBUIIA a00 PO3BUTOK CIOXKETY. SIK
3a3Havae B. ®Outine, Ha BIAMIHY BiJl TpaAUIIAHOI JIIHIHHOT My3UKH, 1IHTEPAKTUBHA
KOMMO3UIIIS (PYHKIIIOHYE SIK THyYKa CUCTeMa ()parMeHTIB Ta IIapiB, IO A03BOJISE 1
aJanTyBaTUCs 10 HemepeadadyyBaHuX A rpaBis [33].

VY KJIaCHYHUX ay10BI3yalIbHUX TBOPAX, TAKUX K KiHO, TeJecepiaau YU
TeaTpajbHI TMOCTAaHOBKHM, My3WKa 3a3BMYail Ma€ 3a3JayieTiib BU3HAUYCHUN TEMIL,
dbopMy, rapMOHIUYHUNA Ta PUTMIYHUIA PO3BUTOK, KU 3JIUIIAETHCS HE3MIHHUM i
gac KOKHOTO meperyisiay. Kommo3uiiis y mux Bumaakax no0y1oBaHa TAKUM YUHOM,
100 MATPUMYBATH JIpaMaTyprito CIOKETY 1 BUKJIMKATH y TJIs/1aya MeBH1 eMOllli, aje
il CTpyKTypa 3aBXIu JiiHIMHA Ta mnependauyBaHa. Koxen mnepernsa duibmy
3a0e3nevyye 0JIHAKOBE 3BYUYaHHS, IO JIO3BOJISIE PEXHUCEPY Ta KOMIO3UTOPY TOYHO
KOHTPOJIIOBATH CIIPUIHSTTS CLIEHHU.
VY Bigeoirpax cuTyallisi IPUHUMIIOBO Bipi3HIETHCS. ['paBelb Mae cBOOOY
T, TOMY TIOJ1ii Y BIpTYaJIbHOMY CBITI pO3TOPTAIOThHCS HEnependadyyBaHO i MOXKYTh
3MIHIOBAaTHUCS BIJl OJTHOTO MPOXOJKEHHS J0 1HIIOro. Yepes 1ie My3HKa HE MOXKE
3aJUIIATACSA CTAaTUYHOIO: BOHA TOBMHHA OyTH aJanTHBHOI, TOOTO 3aTHOIO
3MIHIOBaTH CBiM XapakTep, TEMI, IWHAMIKy, TapMOHII0 Ta I1HCTPYMEHTaJbHE
3a0apBJIEHHS 3aJ€KHO BIJ TOro, MO BIAOYBAETHCS HA €KpaHI B PEAIbHOMY 4Yacl.
Came 1 BIAaCTUBICTh POOUTH IHTEPAKTUBHY MY3UKY BIJIMIHHOKO B TPaAULIAHUX
CaAyHJITPEKIB 1 TEPETBOPIOE 1 Ha JKUBUH, JUHAMIYHUN KOMIIOHEHT IrpoBOi
peanbHOCTI, AKUHM pearye Ha Jili KOpUCTyBaya.

[HTepakTMBHA My3MKa 3[aTHA pearyBaTH Ha IIUPOKHUM CHEKTp MapaMeTpiB,
10 BU3HAYaIOTh CTaH ITPOBOTO CBITY: MICLE3HAXO/PKEHHS IMEPCOHAXa, pPIBEHb
He0e3MeKH, IHTEHCUBHICTh 0010, KUJIBKICTh BOPOTIB, IIBUAKICTb PyXY, CTaH 3/J0pPOB’ 5

reposi, a 1HO/1 HaBITh HA €MOI[IHI aCleKTH CIOKETY. 3aBIISKU I[bOMY BOHA MOXKE
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BUKOHYBAaTH HU3KY (YHKIIII: MICUITIOBATH JpaMaTypriio, mepeaaBaTi arMocdepy,
OpIEHTYBATH TPaBIISl Y IPOCTOPI, a TAKOK (HOPMYBATH 3arajibHUN HACTPid TpHu.

SckpaBUM TPUKIAAOM aJanNTUBHOTO MIAXOAY JIO CTBOPEHHSA
iHTepakTuBHOI My3uku € Tpa The Elder Scrolls V: Skyrim (Bethesda Softworks,
2011). V npomy macmtabHOMY POJBOBOMY IPOEKTI My3WKa BHUCTYIIA€ HE JIWIIE
TJIOM, @ i aKTHBHUM €JIEMEHTOM ITPOBOTO MPOIIECY, KU OE3MOCepeaHBO pearye Ha
CTaH TpaBlsg, Woro aii Ta mojii y cBiTi rpu. My3udHe OQOpPMIICHHS CTBOPIOE
BIIUYTTS KHUBOTO, TUXAIOYOI0 MPOCTOPY, IO MOCTIMHO 3MIHIOETHCS — BOHO HIOU
«CHIBICHY€» 3 T'paBIIeM, pearyloud Ha KoxkeH oro kpok. Ilim yac mgociiikeHHs
BIJIKDUTOTO CBITY 3ByYaThb CIIOKIifHI OpPKECTPOBI KOMIIO3UIIlI 3 TUIABHUMH,
NPOTSHKHUMU MEJIOAISIMA Ta M’SIKOIO rapMoHi€r0. Taki My3udHi TeMu (GOpMYIOTh
atMocepy Benuui, CBOOOJM Ta CIOKOIO, IO 1JI€aJIbHO BijgoOpakae emiuHui
Macmtab QentesiitHoro BcecBiTy Tampiento. BoHu momomaraioTh TpaBIIEBi
3aHYPHUTHUCS Y CBIT, BUKJIMKAIOUX BIIUYTTS FapMOHIi 3 IPUPOJIOIO TA BIAMIOYHHKY BiJl
OOMOBUX MPUTOI.

Konu x rpaBens Bcrymnae y 0iif, cucteMa ayaio y peaibHOMY 4aci 3MIHIOE
My3UYHUHN Iap — y KOMIIO3HUIIIi AOJAI0ThCS yJIapHi IHCTPYMEHTH, ApaMaTUYHUN
XOp Ta IHTCHCUBHI pUTMI4HI eJleMeHTH. Lle CTBOpIo€e BiIUyTTS HanpyrHu, HEOS3MEeKH
W azpeHaniHy, CTUMYJIIOIOYM TpaBUs AISTH IWBUAIIE W piurydime. 3B'S30K MK
irpoBumu 3MiHHUMH (Game Parameters) Ta My3UYHUMHU XapaKTEpPUCTUKAMU OYJI0
HajalmToBaHo 3a Mmerogukoro M. Caira [49], ne mapameTpu Tpu (HAMPUKIA,
"BiacTaHb A0 Bopora') 0Oe3mocepeAHbO  KEPYIOTh TYYHICTIO  OKPEMHUX
IHCTpYMEHTAIbHUX TpyTl (stems) y mikmepi FMOD. Ilicns 3aBepiiieHHsS CyTUYKA
My3UKa  TIOCTYIIOBO  «3aCTOKOIOETHCS»:  TYUYHICTh  3MEHIIYETHCS,  TEMII
YHOBUIBHIOETHCS, 3HUKAIOTh arpeCUBHI YJapHi, 1 3By4YaHHS IUIABHO MEPEXOJUTh
HazaJl y MUpHY atMocdepy nociipkenns. Llei mepexin BUKOHY€ThCS TaK JIeTIKAaTHO,
o0 ciyxad Maike HEe MOoMIYa€ MOMEHTY 3MiHU. 3aBISKWA Takid JTUHAMIYHIN
noOyI0B1, My3UUHUN CYNPOBiT Yy SKyrim He CpUIMAEThCS SIK MOCh 30BHINIHE —
BIH CTa€ YaCTUHOIO IFPOBOTO CBITY, MIATPUMY€E EMOLIIMHUN CTaH TpaBLs i MACUITIOE

3aHypEeHHS y MOAil.
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He wMeHII mMOKa30BUM MPHUKIAIOM I1HTEPAKTUBHOTO MIAXOMY [0
CTBOpeHHA My3uKu € Tpa Journey (Thatgamecompany, 2012), y sKii My3HKa
BUKOHY€ HAJ3BUYAMHO BAXKIMBY pOJIb — BOHA HE JIMIIE IMIJCUIIIOE €MOIlIAHE
CIPHUHHSATTS, @ i 9aCTKOBO 3aMiHIOE BepOaTbHI 3200 BUPA3HOCTI, TOOTO CIOKETHI
JIaJIOTH YW TOJIOCOBI MiAKA3KU. Y I[bOMY MPOEKTI TpaBellb HE OTPUMYE 3BUUYHHMX
peIliK 4YM TEKCTOBUX IHCTPYKIH, HATOMICTh caMe€ My3HKa CIpPSIMOBYE MOTo
EMOIIMHUM CTaH 1 JomoMarae 3pO3yMITH CEHC TMOJIi, MO0 BiJO0YBarOThCS.
Kowmmnozurop Octin Bintopi (Austin Wintory) po3poOUB HaJa3BHYaHO THYYKY
CHCTEMY MY3HUYHHUX MEPEXO/iB, ¢ KOXKHA YACTHHA TPU MA€ BIACHUN TEeMAaTUIHHMA
PO3BHTOK, aJle BOAHOYAC OPTaHiuHO OEIHAHA 3 iHITIMHI CErMEeHTaMu. Moro My3uka
HE TPOCTO CYMPOBOJKYE MOJli, a B3a€EMOJII€ 3 HUMH, PEaryro4yu Ha IMOBEIIHKY
rpaBls, IBHUJIKICTh MEPECyBaHHA, 3MIHM B ITPOBOMY CEpEJOBHILI Ta HaBITh Ha
MOMEHTH B3a€MO/IIi 3 IHIIMMU MaHJIpIBHUKAMU Yy CBITI TPH.

Oco06muBicTio migxoay BiHTOpP1 € muHaMIYHE OpKECTPOBE 3a0apBIICHHS: KOJIU
rpaBelb  pPyXaeTbCs  CHOKIMHO  a00  3yNUHSAETHCS, My3HMKa  HaOyBae
MIHIMQJIICTUYHOTO, KaMEPHOTO 3BYyYaHHs — THX1 CTPYHHI 1HCTPYMEHTH, IJIaBHI
rapMoOHIi, BIIYYTTS CAMOTHOCTI I MeAMTAaTHUBHOrO crnokow. IIpore y mMoMeHTH
EMOIIIITHOTO T HEeCeHHs abo MMiJl Yac B3a€MO/IIi 3 1HIIMMHU TPABISIMU OPKECTPOBUIMA
CKJIaJ] PO3LIMPIOETHCS, 3 ABISIIOTHCA MIJHI JTyXOB1, XOp, HAPOCTA€ NUHAMIKA —
MY3HUKa «JIMXa€» pa3oM 13 rpaBLEM, MIIKPECTIOI0UN KOXKEH HOTO KPOK.

3aBasku Takii moOyaoBI cayHATpPEKy, Journey crae MpUKIAJAOM TOTO, SIK
My3HKa MOK€ BUKOHYBATH POJIb “‘€MOLIMHOIO ONOB1Aa4a”, IKUI BeAe rpaBlLs Kpi3b
icTopiro 6e3 xonHoro cioBa. Lle He mpocTo GOHOBHIT CynpoBiJ, a TOBHOI[IHHUMN
€JIEMEHT HapaTHUBy, SIKUW Jonomarae cpopMyBaTH YHIKaIbHUN €eMOILIMHUNA TOCBI/I.
Y neBHOMy ceHCi, My3uka y Journey € “CHiBpO3MOBHHUKOM™ TpaBIlsi — BOHa
BIUyBa€ HOro CTaH, pearye Ha HbOro, MIATPUMY€E Y MOMEHTH TPUBOTH U M1JHOCUTH
y MUTI HATXHEHHS.

Ha BimmiHy Big JIHIHHOTO WIAXOAY, IO XapakTEpHHUM I KiHO abo
TPAAMIIITHUX MYJIbTUMEIINHUX (HOPM, /1€ My3HKa € CTATUYHOIO i BiITBOPIOETHCS

OJIHAKOBO MiJ 4Yac KOXHOTO TMEeperiisiay, 1HTEpaKTUBHA MYy3MKa Y BlJeoirpax
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IPOMOHYE A0OCOTIOTHO 1HIIMKM MPUHLUI MOOYJAOBH. Y TakoMy BUNAAKY MYy3HKa
nepecrae OyTu Jmiie (pikcoBaHUM (POHOBUM €JIEMEHTOM 1 MEPETBOPIOETHCS Ha
JWHAMIYHY CUCTEMY, 3JIaTHY 3MIHIOBATHCS B peaJIbHOMY 4aci 3aJIeKHO BiJl IrpOBOi
cutyarii. OQuH 1 TOM caMUil My3UYHHI TBIp MOXE 3By4YaTH MO-PI3HOMY Mija 4Yac
KOXXHOTO ITPOXOJI’KEHHS TPH, aJKe HA MOT0 CTPYKTYPY BIUIUBAIOTH 0€31114 (PaKkTopiB:
Iii TpaBld, WOro BUOIp, MIBUAKICTH NEPECyBaHHS, EPEMOTH UM MOPa3Ku y 0osX,
3MiHa JIOKaIii a0o HaBITh HACTPIM CUEHU. Y pe3yJbTaTi CTBOPIOETHCSA YHIKAIbHUN
MY3UYHUHN JOCBIJ, SIKMM € HEMOBTOPHUM JIJIsl KOSKHOTO KopucTyBayda. Lle nonae rpi
rMOrHU Ta 3a0e3neuye OUTbI NPHUPOAHY E€MOLINHY pPEaKIlilo, OCKIIbKH MYy3HKa
H10u "criBriepexxuBae” MoaisiM pa3oM 13 rpasiieM. [lo1i0Ha BapiaTUBHICT 3ByYaHHS
J03BOJISIE YHUKHYTH MOHOTOHHOCTI, MIATPUMYE 3alliKaBJICHICTb KOPUCTYyBayda
IPOTATOM YChOTO ITPOBOrO MPOILECY Ta CHpHUsie OUTbII MHOOKOMY 3aHYPEHHIO Y
BIpTYaJbHUI OpOCTip. 3aBASKH LIbOMY IHTEpAaKTHMBHA MY3HKa CTa€ HE IPOCTO
YACTUHOIO 3BYKOBOTO OPOPMIICHHS, a IOBHOI[IHHUM €JIEMEHTOM ITPOBOTO JU3aiiHYy,

1o popmye eMOIIHHUN PUTM 1 IUHAMIKY ITPOBOTO CBITY.
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PO3/IL 3. IMILIEMEHTAIISA 3BYKOBOI'O JIU3AVHY TA
THTEPAKTUBHOI MY3HUKH ¥ IT'POBUI ITIPOTOTHUII

3.1. Po3poOka irposoro npororuny B cepenoBuii Unity
IrpoBuii pymiit Unity: apxiTekTypa Ta MOKJIHBOCTI

Unity € ogHUM 13 HaUMOMYJISIpHIIIKMX OaraTomiatr@OpMHUX ITPOBUX PYIIIiB
CY4YaCHOCTI, 110 HaJla€ pO3POOHHMKAM TMOTYXHUN 1THCTPYMEHTapidl IJisi CTBOPEHHS
IHTEPAKTUBHUX JOJIaTKIB PI3HOI CKJIAIHOCTI. Pymiii OyB Boepie npeacTaBieHU y
2005 pomi kommaniero Unity Technologies 13 Toro yacy craB crangapToM 1HIYCTpii
JUTsL pO3pOOKHU SIK 1H[II-ITPOEKTIB, Tak 1 AAA-irop.

ApxiTtekTypHi ocodmBocti Unity

Unity noOyaoBaHMii Ha KOMIIOHEHTHO-OPIEHTOBAHINA apXITEKTypi, IO
JI03BOJISIE PO3POOHUKAM THYYKO KOHCTPYIOBATH 1I'POBI1 00'€KTH Yepe3 KOMOIHYBaHHS
pi3HOMaHITHUX KOMMOHEHTIB. OcHoBow 1ii€i cuctemu € GameObject — 6GazoBa
CYyTHICTh, fIKa camMa TI0 €001 € TIOpPOXXKHIM KOHTeWHepoMm, ane HalOyBae
(GyHKI10HAJIBHOCTI Yepe3 MpUeaHaH1 10 Hei KoMITOHeHTH. Takuii miaxia 3ade3neuye
MOJAYJBHICTh KOy, CITPOIIY€ TTOBTOPHE BUKOPUCTAHHS (DYHKIIIOHATY Ta MOJIETIIyE
HNIATPUMKY HPOEKTY.

CucremMa CKpUNITYBaHHS Ta JOTiKa rpu

Unity miaTpumye ckpunTyBaHHs Ha MoB1 C#, 1110 Halae po3poOHUKAM TTOBHUM
KOHTPOJIb HaJl JIOTiKOI0 rpu. CKpunTH MOXYTh OyTH npueaHani 10 GameObject'is
AK KOMIIOHEHTH 1 B3a€EMOJISTH 3 IHIIMMU KOMIIOHEHTaMH uepe3 Jo0pe
nokymentoBaHe API. Cucrema >KMTTE€BOTO LMKy CKPUITIB BKJIIOYA€E METOIU Ha
kmrant Start(), Update(), FixedUpdate(), LateUpdate(), mio m03BOJIsIE TOYHO
KOHTPOJIIOBATH MOMEHT BUKOHAHHSI KOJTY.

BoynoBana aygiocucrema Unity
ApXiTeKTypa ayaiocucreMu
Ayniocuctema Unity nmoOynoBana Ha 6a3i motyxHoro Audio Engine, 1mio

3a0e3neyye HU3BKOPIBHEBY OOpOOKYy 3BYKy B peanbHoMy uyaci. Cucrema
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1HTErpoBaHa 6e3MocepeIHbO B IFPOBUM IIMKII 1 ONTUMI30BaHa JJIs1 pOOOTH Ha PI3HUX
mwiatopmax, aBTOMaTUYHO aJANTYIOYKCh 10 allapaTHUX MOXKJIMBOCTEN L1IbOBOTO
npucTporo. OCHOBOIO CUCTEMH € JIEKUIbKa KIFOUOBHUX KOMIIOHEHTIB, SIKI ITPALIOIOTh
y TiCHII B3a€MOJIT 17151 CTBOPEHHSI KOMILIEKCHOTO 3BYKOBOTO CEpPEIOBHUIIIA.

O0MexkeHHs1 BOYIOBAHOI CHCTEMU

[Tonpu cBOO TOCTYNHICTH, BOyOBaHa ayaiocucteMa Unity Mae cepiio3Hi
O0OMEeKEeHHs JUIsl CKJIaJHUX IPOEKTIB. BoHa He MIATpUMy€E afaTUBHY MY3HUKY, a
TaK0>X TOPU30HTAJIbHE I BEPTUKAJIbHE PEMIKILIYBAHHS, 1[0 YCKJIAIHIOE CTBOPEHHS
IHTEPaKTUBHUX My3WYHUX nepexoiB. [Tapamerpu3aliis 3ByKy 0OMeXeHa: BaXKKO
CTBOPIOBATH CUCTEMH 3 YMCJIICHHUMH BapialisiMu Ta 3ajexHocTsaMu. Hemae
3pY4YHOI CUCTEMU MOIN JIJIs1 CHHXPOHI3allli 3BYKY 3 aHIMAIII€l0 Ta JIOTIKOIO, a
po0oTa 3 BeTUKUMHU O10110TEKaMU CTa€ HE3PYUHOIO Yepe3 HeCcTauy IHCTPYMEHTIB
oprasi3artii.

Yepes i oOMexeHHs yacto noTpiOHa iHTerpamis middleware-pimiens Ha
kmtanT FMOD a6o Wwise, sxi HagaroTh podeciiiHi IHCTPYMEHTH JUTsl CKIIaIHUX

IHTEPaKTUBHHUX 3BYKOBUX CHCTEM.

Middleware-pimuennss FMOD Studio

Interpanis FMOD Ta Unity: B3aemoaisi cucrem

[arerpanis FMOD B Unity 3aificHioeTbest uepe3 odiuiitanii FMOD Unity
Integration Package, sikuit 3a06e3neuye n1BOCTOpoHHIM 3B’ 5130k Mk Unity Ta FMOD
Engine 3 MiHIMaapHUMU BUTpaTaMu pecypciB. [lakeT MICTUTh TOTOBI KOMIIOHEHTH,
Editor-inctpymentn, ckpunta Ta noBHouiHHE C# APl mo npo3Bossie
BUKOPUCTOBYBaTH MOXJTHBOCTI FMOD 6€3 po60TH 3 HU3bKOPIBHEBUMH CUCTEMAMHU.
ApXiTeKTypa IHTerpamli CKJIaJaeTbcs 3 TPhOX PIBHIB: Ha BEPXHbOMY PIBHI
po3ramoBaHi Unity-KOMIIOHEHTH, K MO>KHA BUKOPUCTOBYBATH 0€3 KOAY; CEpEIHIM
piBeHb nipencrapnenuii C# wrapper API, mo ciporrye B3aemoniro 3 FMOD; HukHIN
piBeHb Hagae goctyn 10 FMOD Core API ans tounoro kontposto. Cucrema
aBTOMAaTUYHO Kepye XuTTeBuUM IukioM FMOD Engine, iHimiani3zyroun Horo mpu

3aIyCKy 3aCTOCYHKY Ta KOPEKTHO 3aBepllyloud poOoTy mpu Buxoal. Runtime
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Manager 3a6e3mneuye neHTpanizoBaauii goctyn 10 FMOD system, kepye 6ankamu
ta cunxponizye FMOD i3 Unity Update. Interpamiss Takox Bkitroyae Editor-
IHCTpYMEHTHU A neperisiay ctpykrypu FMOD-npoekty, nepeBipku MOCHIaHb Ta
BUSIBJIICHHS TIOMIJIOK ITI€ HA €TaIm pO3pOOKH..

FMOD Studio Listener — ayaiaJibHa nepcrneKTUBA

FMOD Studio Listener — 1 KIIOYOBHH KOMIIOHEHT, IO 3aMIHIOE
crannaptauid Unity Audio Listener 1 Bu3Haya€e MO3UINIO Ta OPIEHTALIIIO CIyXaya B
3D-npoctopi aigs FMOD. Bin nepemae ABUTYHY TOUYHY TO3UIIII0, OPIEHTAIIIIO,
HIBUIKICTH JJI1 KOpeKTHOro edekTy Jlomnepa Ta J0JaTKOBI TapaMeTpu KaMepy 4u
nepconaxka. Ha Bimminy Bim Unity Audio Listener, FMOD no3Bomsie
BUKOPHCTOBYBAaTH [EKIUJIbKa CIIyXauyiB OJHOYACHO, IO BAaXJIUBO IS 1rop 13
PO3AUIEHUM €KpaHOM a00 CKIIAJHUMU ayaiocueHapisMu. CucteMa IHTEPIOIIIoE PyX
cillyxaya MDK Kaapamu, 3a0e3leuyrodyd IUIaBHUM NpoCTOpoBUM 3BYK. Yepes
attenuation range MO)KHa PETyJIOBaTH JalbHICTh 00poOku mxepen, a Rigidbody
velocity tracking no3sosnsie FMOD TouHO BU3HAYaTH MIBUAKICTh PYXY AJis (DI3UYHO
KopekTHoro Jlomiepa. Y cueHapisix 3 KUIbKOMa CllyXayaMH BHKOPUCTOBYETHCS
weighted blending — xomMOiHyBaHHSI NEPCHEKTUB 13 PI3HUMHU Baramu, IO Ja€
MO>KJIMBICTH IJIABHO MEPEKIIIOYATH KaMepu a00 CTBOPIOBATH 302 IaHCOBAHMIM 3BYK Y
kooneparusl. Listener masks 103BoJIIIOTh BU3HAYATH, SIK1 JKepesa 3By4aTUMYTh
JUISL KOHKPETHOTO ClyXaya, CTBOPIOIOYM pI3HI 3BYKOBI MEPCHEKTHBU YU
ACUMETPHYHI aylabHI MEXaHIKH.

Studio Event Emitter — q:xkepesa FMOD-noaiu
Studio Event Emitter — ocHoBHul koMnioHeHT Juist BiaTBopeHHs: FMOD Events y
Unity, axuil ciyrye 3B’si3koM Mk GameObject Ta 3BykoBoio noaiero 3 FMOD
Studio. Bin mig’eqnyeThes 10 OyIb-IKOTO 00’€KTa CIIEHM Ta JI03BOJISIE BUOpATH
noTpiOHuii Event uepe3 Inspector, aBromaTtuyHo oTpumytoun ioro 3 FMOD-
npoekTy. KOMIIOHEHT MOCTIIHO OHOBIIIOE€ MO3UIII0, IMIBUAKICTH 1 OPIEHTALIIO
00’ekTa, 3a0e3neuyroun KopekTHe 3D-mo3uIllOHyBaHHS, AOIJIEPIBCHKUM €eKT i
MPUPOIHY 3MIHY 3ByUaHHS IPU pycCi JpKepena ado ciryxada. Emitter miarpumye pizHi

peXUMHU 3aMyCKy: aBTOMAaTUYHUN CTapT MpH aKTUBalii 00’€kTa, poOOTy uepes
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TPUTEPHI TOJIi JJIT CTBOPEHHS 3BYKOBHX 30H, a TaKOXX IMOBHUW MPOTPaMHUN
KOHTPOJIb JUIsl CKIJIQAHUX ITPOBUX CIICHAPIiB, /i€ MOBEMIHKA 3BYKY 3aJ€XKHUTh BIJ
CTaHy MepCoHaXka abo JIOTIKU TeUMILIEIO.

[Tapametrp Allow Fadeout mo3Bonsie 3aBeplryBaTd BIATBOPEHHS IUIaBHO,
BUKOpHUCTOBYIOUuM BOymoBaHi fade-kpuri Event, mo poOuth 3yNHHKY 3BYKY
MY3UYHO KOPEKTHOIO Ta 3amolirae pantoBuMm oOpuBam. Preload Event Data
3a0e3mnedye 3aBUacHE 3aBaHTAKCHHS 3BYKOBHMX OaHKIB 1 METaJaHHUX, YCYBalOuu
3aTPUMKY MPU MEPUIOMY 3aIyCKy, 1110 OCOOJMBO BaXKIMBO JJII MUTTEBUX 3BYKIB,
takux sk noctpum uyu Ul-edpektn. Yepez Override Attenuation MokHa
NEepPeBU3HAUMTHY TapaMeTpH 3aracaHHs 6e3 3MiHu BuxigHoro Event, HanamroByoun
JaabHICTh a00 (opMy crajiaHHs JUisi KOHKpeTHoro ek3eMiuigpa. Event Instance
Management Hajae JOCTyH 0 OIepaliil 3 eK3eMIUIIPOM — MOBTOPHUI 3aIlycCK,
naysa, MpoJOBXKEeHHs 4u nnepeMoTyBaHHsl — a Initial Parameter Values n1o3Bonstothb
3py4HO 3ajaBaTH cTapToBi 3HaueHHs FMOD-napametpiB mpsimo B Inspector,
3a0e3neuyoun BapiaTUBHICTh 3BYKY 0e3 JIOAATKOBHX CKPHIITIB.

Ilepenaua napamerpiB mix Unity Ta FMOD

Cuctema mapametpiB y FMOD € OCHOBHUM MEXaHI3MOM 3B’SI3Ky MIXK
irpoBoto Jorikoro Unity Ta ay1ioCUCTEMOI0, TO3BOJISIIOUN CTBOPIOBATH aJanTUBHUMN
3BYK, III0 MUTTEBO pearye Ha 3MiHM cTaHy Tpu. Uepes inrerpauiitnuii C# API
PO3pPOOHUK MOXKE 3MIHIOBATH SIK JIOKaJIbHI MapaMeTpu KoHKpeTHuX Event instances,
Tak 1 TJI00aNbHI MapaMeTpH, SKi BIUIMBAIOTh Ha Bech Mikc. JIOKanbHI 3HAaYEHHS
BCTAHOBIIOIOThCS 4depe3 SetParameter Ha ex3emmsipi Studio Event Emitter,
BUKOPHCTOBYIOUH 1M 5 TapaMeTpa abo KOHCTaHTH, TTpH Iikomy FMOD aBTomMaTHuHO
iHTepnoioe 3MiHM Ha ocHOBI seek speed Ta automation-xpuBux. Ilapamerpu
MOXYTh OHOBJIIOBATHUCS IIOKaJApy a00 3a MOJisIMH, 3a0e3Meuyroud IIJIaBHI MU
npupoaHi nepexoau 0e3 apredakris. Lle mo3Bossie OyayBaTH CKIIaHI adanTHBHI
CHUCTEMHM: 3BYK JIBUTYHa MOKE€ 3MIHIOBATH TOH, TYYHICTH 1 TeMOpP BIAMOBIAHO 0
napamerpa Engine RPM; wmy3uka Moke JIWHaAMIYHO MOCHIIIOBAaTHCS uepe3
KepyBaHHA MmapaMmeTpoMm Tension, pearyrouum Ha HeOe3NeKy; aTMoc(epHi Imapu

MOXXYThb 3MIHIOBaTHCS TpPHU MEPEXOoJl MDK YacTHHAMHU J00M 4yepe3 riolaabHui
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napametp Time of Day. Takwmii miaxig 3a0e3neuye riaubOKy IHTErpamito 3ByKYy 3
reiiMIuieeM Ta CTBOPIOE JKMBE, KOHTEKCTHO YyTJIMBE ayJiocepenoBuiie.l modanbHi
rapaMeTpu BCTaHOBIIIOIOTHCS uepe3 RuntimeManager API 1 moctynni Bcim Events
OJTHOYACHO, 110 pOOUTH iX iF€aIbHUM IHCTPYMEHTOM JJisi KOOPJMHAIlT 3BYKOBOI
MOBEJIIHKA Ha PiBHI Bciei rpu. TWMOBI 3acTOCyBaHHs TJIOOAIbHUX IMapaMeTpiB
BKJIFOYAIOTh TOTOJIHI YMOBH, SIKi BIUIMBAIOTh Ha peBepOepariro, (irpTpariio Ta
IIIIBHICTh aMOIEHTY OJHOYACHO JUIS BCIX 3BYKOBHX JDKEpes, 4ac J00H, SKUH
KOHTpPOJItO€ OajaHC MDK JIEHHMMU Ta HIYHMMH 3BYKOBHUMH LIapamH TJIOOAJIBHO,
p1BEHb IHTEHCUBHOCTI T€HMILIEIO, IKUH MOJTYJIIOE€ MY3UYHY CTPYKTYPY Ta HIIIBHICTh
3BYKOBUX €(EKTiB, CTaH 370pOB'st ab0 pecypciB Ipaslis, IO BILUTUBAE HA XapaKTep
My3uku Ta noxae distortion abo low-pass QiabTpamio g0 BCIX 3BYKIB MpHU
KpuTUYHOMY cTaHl. CHcTemMa aBTOMAaTUYHO IHTEPIIONIOE 3HAYECHHS IMapameTpiB
3rijiHo 3 HajamTyBaHHsIMUu B FMOD Studio, 3a6e3mneuyroun 1iaBHI nepexoau 6e3
PI3KUX CTPUOKIB HABITh IPH 3HAYHUX 3MiHAX LIbOBUX 3HAYEHb.

Jlist ontuMmizaliii IpOJYKTUBHOCTI MapaMeTpu MOXKYTh OyTH KellOBaHI Ta
OHOBITIOBATHUCS JIUIIIE TIPU PeabHIN 3MiHI 3HAYEHHS, YHUKAIOUM HEenmoTpiOHux API
BUKJIMKIB Ta 00poOku Ha ctopoHi FMOD. Label-based parameters n03BoistOTH
BUKOPHCTOBYBAaTH OCMHMCIIEHI TEKCTOBI MITKM 3aMICTh YHCJIOBHX 3Ha4y€Hb MJis
JUCKPETHUX  MapaMeTpiB, IO PpoOUTh KOJA  OUIbII  YWTA0EIBHUM  Ta
caMoJ0OKyMeHToBaHMUM. Parameter automation in FMOD Studio o3nHauae, mio
CKJaJHa 6araTomipHa peakilis 3ByKy Ha 3MiHY IapaMeTpa BU3HAYa€ThCs 3BYKOBUM
nu3aiiHepoM 0e3 He0OX1THOCTI MPOrpaMyBaTH KOXKE€H acleKT MOBEIIHKH OKPEMO,
PO3IIISIOYH BIMOBIIATBHICTH MIPK TBOPYOIO Ta TEXHIYHOIO KOMaHIaMHU.

Studio Global Parameter Trigger — aBToMaTH3alis napamMeTpis

Studio Global Parameter Trigger npeacTaBiise co0010 MOTYKHUNH KOMIIOHEHT
JUIL  aBTOMAaTH3aIlli TMOBEAIHKK TIJ00aJbHUX THapamMeTpiB 0e3 HeoOXITHOCTI
HAITMCAHHS CKPUIITOBOTO KOy, IO 3HAYHO CIPOIINY€E CTBOPCHHS JIWHAMIYHUX
3BYKOBUX 30H, IHTEPAaKTHBHUX 00JIaCTe Ta KOHTEKCTHO-3aJICKHHX 3BYKOBHX
TpaHchopmariiii. KoMmoHeHT 103B0IIsIE aBTOMAaTUYHO 3MIHIOBATH 3HAYEHHS OJTHOTO

a00 JEKUIbKOX MI00ANbHUX MapaMeTpiB MPU BUHUKHEHHI MEBHUX YMOB a00 MO/
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Unity, Takux K BXiJ 00'ekTa B TpUrepHy 30Hy 4yepe3 (pizuunuii Collider, aktuBariis
ab6o neaktuBaiis GameObject, TOCSITHEHHS MEBHOI TOYKM B aHimarllii, abo iHIm
cranaaptHi Unity callbacks. Hanpuknaa, MokHa HajmamrTyBaTu TPUTep Ha BXOAI
NepcoHaXka B MeBHY Teorpadiuny 30Hy udepes Trigger Collider, mo aBTOMaTHIHO
3MIHUTH TJI00anbHui napamerp Location 3 3nauenHsa "Outdoor" na "Cave", 1o B
CBOIO Yepry CIPUYMHHUTH KOMIUIEKCHY TpaHC(HOPMAII0 BCHOTO 3BYKOBOTO
cepenoBHIIa: 3MiHy aMOiEHTHOTO (DOHY 3 JTICOBUX 3BYKIB Ha IeUYepHY aTrMocdepy 3
KparuIsiMd BOJM Ta BIUTYHHSIM, aKTHUBAIlIIO 1HIIOTO HabOpy BUMAJAKOBUX 3BYKOBUX
noAii yepe3 Scatterer Instruments, mepeMukaHHs peBepOepailii Ha preset 3
XapaKTEePUCTUKAMU 3aMKHYTOTO KaM'ssHOTO TPOCTOPY, Ta MOAYJISIII0 YaCTOTHOTO
OaslaHCy BCIX 3BYKIB JJI BIIOOPaKEHHS aKyCTUKH IT13EMEILIS.

Ile 3HAYHO CHPOIIY€E CTBOPEHHS CKJIQJHHMX 3BYKOBHX 30H Ta aKyCTHUHHUX
obmacTtern ©Oe3 HEOOXIOHOCTI IHCATH JOJATKOBHUM CHELAI30BaHUN KO,
JIO3BOJIAIOYM TelMIM3aiiHepaM Ta JIeBel-JAU3alHepaM CaMOCTIHO BHU3HAYaTH
3BYKOBY TOBEIIHKY PI3HMX 4YacTUH piBHA Oe3nocepenubo B Unity Editor uepes
Bi3yallbHI IHCTpyMEHTH. KOMIOHEHT MiATpUMY€E MHOKHHHI ITApaMeTPH OJTHOYACHO,
JIO3BOJIAFOYM KOOPJAMHOBAHO 3MIHIOBATHU JIEKIJIbKa ACIEKTIB 3BYKOBOI CHCTEMH B
BIIMOBIZ> HA OJHY TMOJI0, CTBOPIOIOYHM Yy3TO/DKEHI Ta KOMIUIEKCHI 3BYKOBI
TpaHchopmarii. Transition curves BU3HAYAIOTh XapakTep 3MIHM NapameTpa Bij
MMOYaTKOBOT'O JIO IIIJIbOBOIO 3HAYCHHS, MIATPUMYIOYHM JIiHIAHI, €KCIIOHCHIIIHI,
jorapudMiuHi a00 JOBUIBHI bezier KpuBi JIJIsi CTBOPEHHSI My3UYHO Ta MEPIENTHBHO
MPUEMHUX MEPEXO/IIB.

Tag filtering 103BoJIsI€E OOMEXUTH CTIPAIIIOBAHHS TpUTEpa JHIIIe JJIs1 00'€KTIB
3 neBHUMH Unity Tags, 1110 Hala€e TOUHUNA KOHTPOJIb HaJ TUM, SIKI CYTHOCTI MOXKYTh
aKTUBYBaTH 3BYKOBY TpaHchopmariro. Hanpuknan, Tpurep miaBOAHOI aKyCTUKHU
MO’KE pearyBaTu Juiie Ha 00'ekT 3 TeroMm "Player", irHOpyro4H 1HIIINX MEPCOHAXKIB
abo physics objects, siki TakoX MOXyTh TmoTparisitd y Boay. Condition-based
triggering 103BOJII€E BU3HAYUTH JOJATKOBI YMOBH aKTHBaLlli yepe3 npocTi scripted
expressions a00 MOCUIaHHS Ha 1HII KOMIIOHEHTH, CTBOPIOKOYH CKIIQIHIII JIOT19H1

cxemMu 0Oe€3 MOBHOIIIHHOTO TporpaMmyBaHHs. Reset on exit omilisi aBTOMaTUYHO
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MOBEpTaE MapaMeTp A0 MOMEPEAHbOrO 3HAYCHHS MPU BUXOAlL 3 TPUTEPHOI 30HHU,
3a0e3Meuyoud KOPEKTHY 3BYKOBY IOBEIIHKY IpU NEPEMIIIEHHI MK PI3HUMHU
aKyCTUYHUMH 00JIaCTIMHU.

FMOD Studio Banks Manager aBromatuuHo iHTerpyetbcsi B Unity sk
singleton  cucrema, sKa  I[EHTPai30BaHO  YIpaBisS€  3aBaHTAXKCHHSM,
BUBAHTAKCHHAM Ta KUTTEBUM IUKiIoM FMOD 06aHKIB MpPOTATOM BCHOTO HYacy
poboTu Tmporpamu, 3a0e3leuyloud ONTUMajibHE BHUKOPUCTAHHS TNaM'sTi Ta
MIHIMI3allil0 Yacy 3aBaHTaXEHHs. 3a 3aMoBuUyBaHHAM Master Bank, axuii MiCTUTB
r100anbH1 HalalITyBaHHA ayIIOCUCTEMH, CTPYKTYPY MIKIlIepa 3 yciMa TpynamMu Ta
IIMHAMHU, Ta YaCTO BUKOPHCTOBYBaHI 3arajibHocucTeMHi Events, 3aBaHTaxyeThCs
aBTOMATUYHO MpH cTapTi rpu mia yac iHimamzamnii FMOD runtime, 3a0e3neuyoun
JIOCTYMHICTh 0a30BOi ayi01H(PPACTPYKTYpPH 3 CAMOIO MOYaTKy POOOTH MPOTpaMHu.
JlonatkoBi TeMaTu4Hi a0o0 piBeHb-crenupiuHi 0aHKM MOXXYTh 3aBaHTa)KyBaTHUCS
JUHAMIYHO 3a nmoTpedoro yepe3 npoctuil API, mo 103Bossie epekTUBHO KepyBaTu
naM'sITTIO Ta 3aBaHTAXyBaTH JIMILIE TOH KOHTEHT, SIKUI HEOOXITHUM Ui TOTOYHOI
ITpOBOi cUTyaIlii, piBHs a00 CIICHHU.

[Iporpamue 3aBaHTaxeHHs1 OaHKIB 3A1MCHIOETbCA Yepe3 RuntimeManager 3
MIATPUMKOIO SIK CHHXPOHHOTO, TaK 1 AaCHHXPOHHOTO 3aBAHTAKCHHS 3aJICKHO BIJ
BUMOT JI0 MPOJYKTUBHOCTI Ta IOMYCTUMOCTI OJIOKYBaHHS OCHOBHOTO MOTOKY TPH.
CUHXpOHHE 3aBaHTa)XEHHA 0JOKYy€ BUKOHAHHS /10 TOBHOTO 3aBaHTa)XCHHS 0aHKY B
nam'aTh, M0 TapaHTY€ MUTTEBY JOCTYHHICTH BCHOTO BMICTY OaHKy TICHs
3aBEpIICHHS OMepallii, aje MOXXe BUKIUKATH TOMITHE 3aMOPOKYBaHHS Ha BEIMKUX
O0aHkaX. ACHHXpPOHHE 3aBaHTAKEHHS BUKOHY€TbCS B (poHOBOMY moToIi 0O€3
0JIOKyBaHHS OCHOBHOTO game loop, M03BOJISIOYM Ipil MPOAOBXKYBATH poOOTY Ta
PEHACPUHT MiJl Yac 3aBaHTAKEHHS 3BYKOBHX MaHUX, [0 KPUTUYHO BAXKIUBO IS
HOiATPUMaHHS IUIABHOCTI Ta BIATYKY 1HTepdelicy, oco0nuBo Ha miargopmax 3
MOBUIbHUMHU HaKONKWYyBayamMu a00 MpH 3aBaHTAXKEHH1 BETUKHUX 00CATIB IaHUX.

Cucrema aBTOMAaTUYHO BIJICTEXKYE 3aI€KHOCTI MK OaHKaMU, 3a0e31euyodn
3aBaHTaXeHHS Bcix HeoOxigHux dependency banks mepen 3aBaHTaKEHHSIM

OCHOBHOI0 OaHKy, OCKUIbKM Events B ogHOMY OaHKy MOXYTh IMOCHJIATHCS Ha
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3BYKOBI JlaHi a6o 1H1m Events 3 iHmmx 6aHKiB 4epe3 cucteMy cross-bank references.
Bank reference counting aBromMarnuno ympasisie lifetime OaHKIB, JT03BOJISIOUN
0e3MeYHO 3anmuTyBaTH 3aBaHTaXKEHHS OJHOTO OaHKY 3 JEKUIbKOX MicCllb Koay 0e3
PU3UKY TEpEeaYacHOTO0 BUBAHTAKEHHS, IIOKH ICHYE Xoda O OJHE aKTHUBHE
nocuianHs. BuBaHTaxkeHHsI 0aHKY 3BUIbHSIE BCIO [TaM'sITh, 3aHSITY MOTO 3BYKOBHUMHU
JAaHUMU, METaJJaHMH Ta event descriptions, ajge KOPEKTHO 00po0JIIsIe cuTyaIlii, KoJm
nesiki event instances 3 1bOro OaHKY IlI€ aKTWBHI, JO3BOJISIOYM IM KOPEKTHO
3aBEPIIMTHUCS Nepe/l HiHATBLHUM 3BUILHEHHSIM PECYPCIB.

Studio Bank Loader — nuHamMiyHe 3aBaHTAKEHHHA 3BYKY

Studio Bank Loader € cmemiani3oBaHuM KOMIIOHEHTOM, SIKUM 3HAYHO
CIpPOIIY€ YMpaBIiHHS 3aBaHTaXEHHsM OankiB Ha piBHi Unity cueH uepes
JeKJIapaTUBHUM MiAX1J Ta aBTOMaTW4Hy 1HTerpauiro 3 Unity Scene Management
cucTeMoro. MoskHa MPUKPITUTH KOMIIOHEHT 10 Oynb-skoro GameObject B ciieH,
4acToO JI0 TMOPOKHBOIO O0'€KTa-MeHeKepa ab0 KOPEHEBOro 00'eKTa CIIeHH, 1
BKazaTu depe3 Inspector interface, ski OaHKM TOBUHHI 3aBaHTAXKYyBaTHUCS
aBTOMATHYHO TPH aKTHBAIlli Iboro o0'€eKTa Ta BIJAMOBIAHO TPH 3aBAaHTAKCHHI
CLEHH, 10 MicTuTh 1ed o0'ekt. Ilpu BukopucranHi crangaptHoi Unity Scene
Management cuctemu i TIEpexXoAiB MK piBHAMH abo oOjacTsimu rpu, Bank
Loader aBTomatnuHO iHTErpyerbes B lifecycle cuen, 3aBaHTaxyroun HEoOX1gH1
OaHKM CUHXPOHHO 3 3aBAaHTAXEHHSM TIE€OMETpIi, OCBITJICHHS Ta IHIIWX AKTUBIB
CIICHU, Ta BUBAaHTAXXYIOUH 1X MPU BUBAHTAKEHHI a00 3aMiH1 CIIEHH, 3a0€3MeUy0UH
aBTOMAaTUYHY Ta O0€3MOMMIIKOBY CMHXPOHI3aIliI0 3BYKOBHX PECYPCIB 3 BI3yaJIbHUM
KOHTEHTOM 0€3 HeOOX1THOCTI pyYHOT0 YIpaBIiHHA 3 00Ky pO3pOOHHUKA.

[Tapamerp Load Timing Bu3Haya€e TOYHHI MOMEHT 3aBaHTAXEHHS OAHKY B
lifecycle GameObject: pexxum Explicit Bumarae siBHoro BUKIMKY Meroxy Load
4yepe3 CKPUINT, HAJlaloud TMOBHUW KOHTPOJb HAJ] MOMEHTOM 3aBaHTaXCHHS IS
CKJIaJIHUX CIIeHapiiB 3 crnenudiuHuMu ymoBamu; pexxuMm On Enable 3aBanTaxye
O0aHK B MOMEHT akTuBallii kommnoHeHTa yepe3 OnEnable callback, o BinOyBaeTbes
npu aktuBarii GameObject micis cTBOpeHHS a00 TMOBTOPHOI aKTUBAIlli TICISA

neaktuBailii; pexxuMm On Awake 3aBaHTaxye OaHk sikomora padimie B lifecycle



59

o0'exta i vac Awake phase, 110 rapanTye TOCTYMHICTh 3BYKOBHUX PECYPCIB IIE 110
BUKOHaHHS Start MeronmiB 1HmMX KommoHeHTiB. [lapamerp Unload Timing
KOHTPOJIIOE  TOBEJIHKY BHMBAHTaKCHHS: aBTOMAaTUYHE BUBAHTAXKEHHSA IPHU
JeakTuBaIlii 00'€eKkTa 3BUIBHSIE TaM'ATh HETAWHO MPH BHUXOAI 31 CIEHH abo
JIeaKTUBAIlll KOHTPOJIEpa, TO/Il SIK pyYHE BUBAHTAXKEHHS J103BOJISIE TPUMATH OaHK B
maM'aTi JOBIIE JJId BUIAAKIB, KOJH TOH CaMHUM KOHTEHT MOKE 3HaJ00UTHCS
HaHOIMKYUM YacOM.

Collision detection go3Bonsie Bank Loader BusBiIsTH cUTYyallii, KOJIU AEKLJIbKa
akTUBHUX loader instances HaMararOThCs KepyBaTH OJHUM OaHKOM OJIHOYACHO,
MOTepeKAI0UU PO MOTEHIIHHI MpoOieMu 3 yrpaBiiHHsAM pecypcamu B Editor
yepe3 warning messages. Preload Sample Data omniist 3My1rye cuctemy MOBHICTIO
JIEKOJIyBaTH Ta 3aBaHTAXXUTHU B MaM'ATh BC1 CTUCHEHI 3BYKOBI JlaHl 3 OaHKY OJipasy
IIPY 3aBaHTAXKEHHI1, 3aMICTh JIEJ]a40i JEKOMITPECIi IPU MEePIIIOMY BUKOPUCTAHHI, 1110
30UTbIIyEe Yac Ta OOCAT TOYAaTKOBOIO 3aBAHTAXKEHHA, allé TapaHTy€ HYJIbOBY
JATEHTHICTh TIPH MEPIIOMY BIITBOPEHH1 OY/Ib-SKOTO 3BYKY 3 OaHKY.

Event References Ta opranizauis kony FMOD Ta irpoBoro pyumisa Unity

FMOD Unity Integration Bkitouae po3BuHeHy cuctemy Event References,
sKa MpejcTaBisie coboro type-safe MexaHi3M A1 poOOTH 31 3ByKOBUMU TOJISIMH B
kozi Ta Unity Inspector, 110 paaukaabHO MOKpAIly€e HaAIMHICTh, TIATPUMYBAHICTh
Ta pedaKTOPIHT-IPYKHICTh ayAIOCUCTEMU. 3aMICTh BUKOPHUCTAHHS TEKCTOBHUX
psAAKiB 3 muisixamu g0 Events, siki € Bpa3iuBUMHU 10 APYKAPCHKUX MOMMIIOK,
YYTJIMBUMH JI0 PETICTPY, JaMaroThcs npu nepeiimenyBanHi Events B FMOD Studio
0e3 MOXJIMBOCTI aBTOMATHUYHOTO OHOBJICHHSI TOCWUJIaHb, Ta HE 3a0€3MedyIoTh
nepeBIpKU ICHYBaHHS MOAIT Ha eTari KoMnusnii, cucremMa Event References nHamae
CTpPOrO THUIII30BaHI TIOCWJIAHHS, SIKI BaJlIIyIOTbCA Ha erami po3poOKH Ta
aBTOMATUYHO OHOBIIIOIOTHCA TpH 3MiHI cTpykTypu FMOD npoexkrty.

Event Reference nonst B Inspector BimoOpakaroTbest sk 3pyuHi dropdown
MEHIO, aBTOMAaTUYHO 3amoBHEH1 BciMa goctynHuMu Events 3 morounoro FMOD
OPOEKTY 3 MOKJIMBICTIO HIBUAKOTO TMOWIYKY Ta (uIbTpamii, 110 BHKIIOYAE

MO>KJIMBICTh PYYHHUX MOMMJIOK MPHU BBEICHHI NUISIXIB Ta 3a0e3ledye Bi3yaldbHY
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HaBITAIIIO [0 CTPYKTYpl 3ByKOBUX Mol 6e3nocepennbo B Unity Editor. Cucrema
aBTOMATHYHO IeHepy€e CTaTUYHI KOHCTAaHTH a00 enum-1oi0H1 CTPYKTYPH IS BCIiX
Events npoexTy, 103BOIsAI0YM BUKOPUCTOBYBaTH aBToionoBHeHHs IDE Ta compile-
time TEepeBipKy MOCHIAaHb, IO 3HAYHO 3HWKYE HMOBIPHICTH runtime MOMMIIOK,
MOB'A3aHUX 3 HEKOPEKTHUMH LUISIXaMH 10 3BYKOBUX pecypciB. [Ipu pedgakropunry
FMOD mpoekty 3 mnepeiiMeHyBaHHsAM abo mnepemimeHHsMm Events, cucrema
aBToMaTn4HO OHOBIMOE Bci Event References B Unity cuenax Ta prefabs mig gac
reimport orepaiiii, 3a0e3ne4yryd KOHCUCTEHTHICTh MOCUJIaHb 0€3 HeO0OX1THOCTI
PYUYHOTO NOIIYKY Ta 3aMIHH B KOKHOMY (pailili MPOEKTY.

Asset validation tools mepeBipsroTs 1iTicHICT, Bcix Event References B
IPOEKTI, BUABIAt0uM broken links, 3acTapii nmocunansas Ha BuaaneHi Events, abo
BIJICYTHI OaHKH, III0 MICTSITh HEOOX1/IH1 J1aHi, 3 TEHEpAIli€l0 JETaTbHUX 3BITIB MPO
mpo0semMu Ta iX JIoKalli3allito B iepapxii ciieH. Batch operations 103B0JISIFOTE MacoBO
oHOBIMOBaTH abo 3amiHioBath Event References mo BchOMy MpOeKTy uis
rJ1I00aJIbHUX 3MIH 3BYKOBOT'O JHU3aiiHy abo peopraHizaiii ctpyktypu Events. Event
browser window B Unity Hajae meHTpanizoBaHuil iHTepdeic il meperisiay BCixX
BUKOPHCTaHb KOHKpeTHOTO Event B IPO€EKTi, JOTIOMaralouy po3yMiTH 3aJICKHOCTI
Ta BIUIUB MOTEHINIWHUX 3MIH B 3ByKOBOMY JIM3aifH1 Ha p13H1 YaCTUHU T'PH.
IIpoginoBanHs Ta BUNIPABJIEHHS IOMWIOK

FMOD Unity Integration Bkito4ae KOMIJIEKCHUIM HaOlp 1HCTPYMEHTIB IS
MOHITOPHHTY, aHalli3y Ta jaebary aymaiocucremu Oe3mocepennbo B Unity Editor Ta
Ml 4Yac runtime TECTyBaHHs, IO 3HAYHO CHPOILYE BUSABJICHHS MPoOIeM
MPOyKTUBHOCTI, HAJaro>KeHHsI 3BYKOBOI JIOTIKM Ta ONTHMI3allil0 BUKOPUCTAHHS
pecypciB. Live Update € peBomroriiHOI0 (DYHKITI€IO, SIKa JTO3BOJISE MIIKIIOUATH
FMOD Studio g0 3amy1ieHoi rpu B pealbHOMY 4acl uepe3 MEpeKeBUN MPOTOKOJ 1
Oe3mepepBHO CIIOCTEpIiraTd CTaH BCI€l ayJIOCUCTEMHU: TOTOYHI akTuBHI Event
instances 3 JeTalbHOIO 1HGOPMAIIIEIO TIPO 1X MapaMeTpH, MO3UIlI0 B MPOCTOPI Ta
CTaH BIJTBOPEHHs, 3HAYEHHS BCIX TJIOOAJIBHUX Ta JIOKAJBHUX TIapaMeTpiB 3
MOXJIMBICTIO CIIOCTEPEKEHHS 1X JWHAMIKM B 4Yacl, JETaJbHI METPHUKHU

HaBaHTAXXEHHS Ha MPOIEcop 3 po30UBKOIO 10 pi3HMX migcucreMax FMOD Engine,
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MOTOYHE BUKOPUCTAHHS ONEPATUBHOI MaM'ATi 3 KaTErOPHU3AII€I0 3a TUIIAMHU JJaHUX,
CTaH streaming CUCTEMU 3 1H(pOopMaIIi€ro PO aKTUBHI MTOTOKU Ta 3aTPUMKH YUTAHHS
3 IMCKa, aKTUBHICTh mixer groups Ta buses 3 Bizyasizalli€lo piBHIB CUTHAITYy Ta peak
meters.

Pexxum Live Update no3Bossie He JuIIe MAaCMBHO CIOCTEpIraTH, aje
aKTUBHO BTPYYaTHCS B 3BYKOBY CHCTEMY MpAIIOI0Y0i T'PU: 3BYKOBI TU3alHEpH
MOXYThb 3MiHIOBaThd Events 06e3nocepenubo B FMOD Studio, xoperyBatu
automation curves, JojaBatd ab0 BUIATITH e(eKTH, 3MIHIOBaTH NapameTpu
MIKIIEepa, 1 MUTTEBO YYTH PE3YJIbTAT LIMX 3MiH B rpl 0€3 HEOOX1AHOCTI NEPE3AMYCKY
nporpamu, mnepedynoBu OaHKIB a00 OyAb-SKUX IHIIUX MPOMDKHUX KpokiB. Lle
panuKaIbHO TPUCKOPIOE ITEPATHBHUI MPOIEC 3BYKOBOTO TU3aWHY, MO3BOJISIOYU
eKCMIEPUMEHTYBATH 3 HAJAIITYBaHHAMHU O€3MOCepPeIHhO B KOHTEKCTI peaqbHOl TpU
3 pEaIbHOIO0 ITPOBOIO JIOTIKOIO, CKJIQJHICTIO 3BYKOBOI CIIEHH Ta CHEHU(pIYHUMU
CLIEHapisIMU, SIK1 BaXKKO a00 HEMOKJIMBO BIATBOPUTH B 130JIbOBAHOMY CEPEIOBHIILII
FMOD Studio 6€3 moBHOi cUMYJISIIIT IFPOBOT'O KOHTEKCTY.

FMOD Profiler Window B Unity Editor Hanae neransHy Bi3yali3ailito METPUK
MPOJYKTUBHOCTI ayAI0CUCTEMH uepe3 rpadiku B pealbHOMY 4acl, 10 JT03BOJISIE
BI3yaJIbHO 17IeHTU(IKYBATH MIKU HaBaHTAXKEHHsI, BUSBIATH bottlenecks Ta anomanii
B noBeaiHi 3BykoBoi cuctemu. CPU Usage Breakdown mnokasye paetanbHy
JIEKOMITO3HUIIII0 TTPOIIECOPHOTO Yacy, BUTPAYEHOTO Ha Pi3Hi omeparrii: mixing and
DSP processing 1151 00UncIeHHS ayJI0CUTHATY Ta 3aCTOCYBaHHS e(PeKTiB, geometry
and spatialization mns po3paxyHkiB 3D-MO3UIIIOHYBaHHS Ta aKyCTHKHU, streaming
and file I/O st onepariit ynTaHHs 3 TUCKY Ta JEKOAYBaHHS CTUCHEHUX (OPMATIB,
system overhead mns ynpasninas lifecycle 3BykoBuUx 00'€KTiB Ta CHHXPOHI3aIlii.
Memory Usage Visualization BigoOpakae moToyHe BUKopucTaHHI RAM 3
KaTeropu3aIli€ro 3a TUmamMu Janux: sample data aist po3nakoBaHUX 3ByKOBUX XBUJTh
B mam'siTi, streaming buffers nns TumMmuacoBux OydepiB MOTOKOBOTrO 3aBaHTAXKEHHS,
event instances JJi1 MeTaJJaHUX aKTUBHUX 3BYKOBHX MOA1M, geometry and reverb s

JTAHUX MPOCTOPOBOI AKYCTUKHU.



62

Voice Activity Monitor moka3ye peajibHy KiIbKICTh OJHOYACHO aKTHBHHX
rojIoCciB 3 PO30MBKOIO Ha peajgbHI Ta BIPTyali30BaHi, J03BOJISAIOYH OI[IHUTH
e(eKTUBHICTH voice stealing aaropuTMiB Ta BUSBUTH CUTYallli voice starvation abo
HAJUTMIIIKOBOTO CHOKUBAHHS TOJIOCOBUX pecypciB. Event Inspector nHamae
neTanbHU view okpemux Event instances 3 MOMIIMBICTIO CIIOCTEPEXEHHS iX
BHYTPIIIHBOTO CTaHy: MOTOYHA Mo3ullis Ha Timeline i moAiil 3 CTPyKTypOBaHUM
KOHTEHTOM, 3HaUYC€HHS BCiX ITapaMeTpiB 3 ICTOPi€r0 3MiH, aKTHUBHI Instruments Ta ix
IHIMBIAyaJIbHI TYYHOCTI, 3aCTOCOBaHI €(eKTH 3 MOTOYHHUMH HaJallTyBaHHSIMHU.
Console Logging interpye FMOD nor-nosimomsiennss B Unity Console 3
HAJAIITOBYBAaHUM pIBHEM JeTami3ailli BiJl KPUTUYHUX MOMWIOK JO JE€TaJbHOTO
debug output, mo chopoiye IIarHOCTUKY TpoOJieM dYepe3 IeHTpali30BaHUM
1HTEp(EIC pa3oM 3 IHIIMMH CHCTEMaMH T'PH.

FMOD Hanmae nerainbHi Ta 3pO3yMUII TMOBIAOMIICHHS IPO TIOMHJIKHA 3
KOHTEKCTHOIO 1H(GOpPMAIII€I0, 1[0 3HAYHO CHPOIIYE JIarHOCTUKY MPOOJIEM: TOUHE
MICll€ BUHUKHEHHS TTOMWIKU B KOJi, THI OTepallii, sika 3aBepIiniacs HEBIAYeo,
3a]Ty4eHl pecypcH Ta iX CTaH, MOXJIMBI IPUUMUHU MTPOOJIEMHU Ta PEKOMEHAAIIIT 00
ycyHeHHs. Error callback system no3Bossie 1ieHTpaiizoBaHO MEpexOIUTroBaTH BCI
nomMwiku FMOD wuyepe3 enunmii handler st noryBaHHs, aHaMITUKH a0o
KOPHUCTYBAIIbKUX TMOBIOMJIEHb 0€3 HeoO0X1aHOCTI 00podsatu koxeH API Bukiuk
okpemo. Graceful degradation strategies m03BOJSIOTH CHCTEMI MPOJIOBKYBATH
poOOTY IIPH YaCTKOBHMX BIAMOBAX: SIKIIO HE BIAAETHCS 3aBAHTAXXKHUTH CIICIU(pIIHUN
3BYKOBHM e(eKT, rpa MpoAOBKYy€e poOOTY MOBUKH 3aMICTh Kpaxy, 3 ONI[IOHATILHUM
fallback na placeholder 3Byk a6o mpocTo 6€3 3ByKOBOTO CyIPOBOTY JUIsl KOHKPETHOT
nojii, 30epiraroun gameplay experience MAaKCUMaJIbHO HETIOPYILIEHUM.

Validation utilities nepeBipsitOTh HUTICHICTh ay1lI0KOH(DIrypailii npu crapri
I'pU: HasIBHICTh BCIX HEOOX1MHUX OaHKiB y build, kopekTHIicTh ocuianb Ha Events,
JIOCTATHICTh BUAUICHUX PECYPCIB IJIs 3aIUIAHOBAHOTO HABAHTAXKEHHS, 3 TCHEPAIIIEI0
JeTallbHUX warning abo error messages NMpU BUSBICHHI MOTEHIINHUX MPOOJIEM.

Assert and debug builds MoXxyTh BKJIIOYaTH JTOJATKOBY MEPEBIPKY 1HBApiaHTIB Ta
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CTaHy CHUCTEMHU [JIi PAaHHBOTO BHUSBICHHS NPOOJIEM TIiJ 4Yac pO3poOKH, sKa
aBTOMAaTHYHO BUMHUKAEThCS B release builds qis yaukaenns overhead.

OnTuMmizanisi MPOAYKTUBHOCTI iHTErpamii

[arerpanis FMOD Ta Unity Bumarae peTenpbHOI yBaru 10 NHUTaHb
MPOJYKTUBHOCTI 11 3a0€3MeueHHsT CTallIbHOI poOOTH ayaiocucTeMu 0e3
HEraTUBHOTO BIUIMBY Ha 3arajlbHy 4acTOTy KaJpiB Ta BIATYK IPH, OCOOJHMBO Ha
wiarpopmax 3 OOMEKEHUMH pecypcaMH Ha KINTAJIT MOOUIBHHUX MPHUCTPOIB abo
KOHCOJIEH MonepeHbOro MOoKoMiHHSA. KiTtouoB1 NpUHIMIMN ONTUMI3AIlT BKIIIOYAIOTh
edextuBHe ympaBiiHHs lifecycle 3BykoBHX 00'€KTiB, MiHIMI3allll0 HaKJIATHUX
BUTpAT Ha B3aemoito Mix Unity managed code Ta native FMOD Engine, po3ymHe
BUKOPHUCTAHHS MaM'sTi Ta streaming pecypcis.

[Tyninr Event Instances nmpeacrasiisie naTTepH 00'€KTHOTO MYyJTy JUIsl 3BYKOBUX
MOJIiM, Jie 3aMICTh CTBOPEHHSI HOBOTO event instance mpu KOKHOMY BIJTBOPEHHI
9acTO BUKOPUCTOBYBAHOTO 3BYKY, CHUCTEMA MiITPUMYE ITyJI MOTEPEAHHO CTBOPEHHUX
Ta TIOBTOPHO BUKOPUCTOBYBAaHUX OO'€KTIB, SIKI HEPEPOONISIOTBCS  MIXK
BiATBOpeHHAMU. [le 3HAaUHO 3MeHITye HaBaHTaXeHHS Ha managed heap ta garbage
collector Unity, ockinibku yHukae moctiiiHOi allocation ta deallocation wrapper
00'extiB HaBKoJiO native FMOD handles, a Takoxx mpucKoproe BiITBOPEHHS 3BYKIB
HUIIXOM YCyHeHHs overhead cTBOpeHHsI HOBOIO instance, 1110 MOKe OyTH 0COOIMBO
MOMITHUM ISl 3BYKIB, SIKI CIIPALlbOBYIOTh J1y’K€ YaCTO Ha KIITAJIT 3BYKIB IMOCTP1JIIB
B IHTEHCHUBHUX 00HOBHX clieHaX abo cuctremuux Ul sounds mpu mBuakiit HaBiramii
MEHIO.

Bipryanizamist ronociB € aBToMaTH4HHM MexaHizamMoM FMOD, skwuii
IHTEJEKTyalbHO "BIpTyaiidye" 3BYKOBI JpKepena, 10 € JalleKUMU Bif cilyxaua,
3aHAATO TUXUMH JIJISI CIIPUMHSTTS, 400 MatOTh HU3BKHM MP1OPUTET BIIHOCHO 1HIIIUX
AKTUBHUX 3BYKIB, MPUIIMHAIOYM iX peajbHE BIATBOPEHHS Ta 3BUILHSIOYH Process
resources, ajge MPOJOBKYIOUYH BIJICTEKYBATH iX JIOTIYHUN CTaH, MO3MII0 Ta
napametpu. Konu BipTyasnizoBaHui 3ByK 3HOBY CTa€ BOKJIMBUM Yepe3 HAOIMKEHHS
cllyxaya, 30UIbLIEHHS TpiopuTeTy abo 3MiHYy aKyCTMYHUX YMOB, BiH IUIaBHO Ta

HEIMOMITHO MOBEPTAETHCS J10 PEATLHOTO BIATBOPEHHS 3 KOPEKTHUM CTAaHOM, SIK HIOU
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BiH BIATBOpIOBaBCA Bech 4ac. lle mo3Boissie miaTpumyBaTH COTHI ab0 THCSAY1
MNOTEHIITHUX 3BYKOBHX [IKEpell B BEIMKUX BIJKPUTUX CBITax, J€ pPEaJbHO
BIITBOPIOIOTHCS JIMIIIE HAMpPEJIEBAaHTHIIII 3BYKH B Oe3mocepeHiil 0uM3bKOCTI abo
BOKJIMBI JUIs gameplay events He3alneHO Bijg BiACTaHi.

[IpoctopoBa ontumizaiis yepe3 Distance Culling aBromMmaTH4HO 3ynuHsA€ a00
BipTyanizye Events, mo3uiiis SKUX 3HAXOAUTHCSA 3aHAATO JANEKO Bl OyJb-IKOTO
aKTUBHOTO ClyXaya, Ha OCHOBI HayamToBaHoro Max Distance mapametpa, sSKHii
BHU3HAYAE€ MEXY CIYXOBOI 3HAUMMOCTI I KOKHOTO THITY 3BYKY 1HJMBIIyaJlbHO.
Occlusion optimization BUKOPUCTOBYE CHPOIIEHI PO3PaxXyHKH IJisg 3BYKIB, MIO
3HAXO/ATHCS 32 TEOMETPUYHUMH TEPENIKOIaMH, OCKUIBKH JIeTalbHa MPOCTOPOBa
00poOKa MEHII KpUTUYHA JJI CUJIBLHO NpuriymeHux mkepen. Update rate reduction
JI03BOJISI€ 3MEHIIUTH YaCTOTY OHOBIICHHSI MMPOCTOPOBUX MAapaMETPIB IS JAICKHX
JKEpe, OCKIIBKH 3MIHHM 1X IMO3HIllT MEHII TOMITHI Ha BiJICTaHi.

ACHHXPOHHE 3aBaHTaXEHHS OAaHKIB € KPUTUYHOKO ONTUMIZALIEI0 IS
YHUKHEHHSI 3aMOpPOXYBaHHS OCHOBHOTO TOTOKY TpH IIiJ 4Yac 3aBaHTaXEHHS
BEIUKUX OOCATIB 3BYKOBUX JIaHMX, OCOOJIMBO Ha TuiaTGopMax 3 TOBUILHUMHU
HaKoMUyyBayamMu. ACUHXpPOHHI onepallii BAKOHYIOTbCA B okpemux worker threads,
JI03BOJISIIOYH TPl MTPOIOBKYBaTH rendering, oOpoOKy BBOy Ta BUKOHaHHS gameplay
logic mig wac 3aBaHTaxeHHs, 3 callback MexaHi3amMoMm mjig CHOBIIIEHHS MPO
3aBEpIICHHS Olepallii Ta TOTOBHICTh PECypcCiB /10 BUKOpucCTaHHs. Priority-based
loading 103BoJII€ 3aBaHTaXyBaTH KPUTUYHI OAHKH 3 BUIIUM MPIOPUTETOM paHIIIIE,
3a0e3Meuyoun JOCTYIHICTh HABaXJMBIIIMX 3BYKIB NEPIIMMH MPU OOMEXKEHIN
nporyckHii 3gaTHocTi /O cucremu.

BbararomiargopmHicTs Ta axanrauis

FMOD aBTOMaTW4HO afganTyeThCs A0 OCOOJMBOCTEM Ta OOMEXEHb PI3HUX
anmapatHux miatdopm, 3a0e3nedyroun ONTUMaIbHy POOOTY Ha MTUPOKOMY CIIEKTPI
NPUCTPOIB BiJ MOTYXKHUX HAacTUIbHUX PC 10 oOMexeHuX MOOUIBHUX MPUCTPOIB.
[Tpu crBopenHi build B Unity cucrema aBTOMaTuyHO BKJItOUYae BiAnoBiaH1 platform-
specific 6inapui daitniu FMOD Engine, ski KOMIII50BaHI Ta ONMTUMI30BaH1 IS

KOHKPETHOT IIIbOBOT apXITeKTypu TIpollecopa Ta OIepaiiifHol CHUCTEMHU,
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3a0e3Meuyoud MaKCUMajdbHy TPOAYKTUBHICTh HATHUBHOTO KOIy Ha KOXHIN
mwiatgopmi. Cucrema NiaATPUMY€ IUPOKUNA CIIEKTP HAJIAIITYBaHb, K1 MOXKYTh OyTH
CKOH(]ITypOBaHi 1HIUBIyaJIbHO JJIs1 KOXKHOI T1aTdhopmMu 0€3 3MIH B €IMHIN KOIO0BIH
0a3i: HaJlamTyBaHHs KoMIpecii ayaioganux Bifx lossless ¢popmaTtiB s miardopm 3
JIOCTaTHIMH pecypcaMH [0 arpecHMBHOI KOMMpecii st MOOUIBHUX MPHUCTPOIB,
sample rate Big cryniiinux 48kHz mist koHconeit no 3amwkenoro 22kHz nis low-end
MOOUTRHUX MPHUCTPOIB, KUIBKICTh OJHOYACHMX KaHamiB Big 128+ mna PC no
oomexxeHux 32 g cnabkux 1miatgopMm, posmip OydepiB miga OalaHcy MK
JIATEHTHICTIO Ta CTA0LIBHICTIO HA PI3HOMY 3ai3i.

Platform-specific encoding HanamroByeTbes 6e3mnocepennbo B FMOD Studio
yepe3 platform override cuctema, Ae MOXHa BKa3aTd 1HAWBIIyalbHI NapameTpu
KOMIIpecii Ta (popmaTy aJisi KOKHOT NIATpUMYBaHoi miiargopmu: Vorbis 3 BUCOKUM
bitrate st PC Ta koHcoueit s 6anaHcy Mixk gkicTio Ta po3mipoM, FADPCM nns
MOOUTBHUX TpHUCTpoiB 1y MiHiMaibHOro CPU overhead npu nexkonyBanHi,
platform-native formats na kmranT ATRAC9 nns PlayStation a6o XMA nnst Xbox
JUTSI MAKCUMAJIbHOT IHTETpallii 3 anapaTHUMU JIEKOJIepaMu, pi3Hi PiBHI arpeCUBHOCTI
KOMIIPECIi 3aJIe’KHO BiJl JOCTYMHUX pecypciB. Automatic platform detection mix uac
build porniecy o6upae npaBmibHI audio assets Ta HaJlamITyBaHHSA 0€3 HEOOXI1THOCTI
pyuHO1 KoH(Irypauii 15 koxxHoro build target.

Hardware-specific optimizations BUKOPUCTOBYIOTh YHIKaJIbHI MOJIHBOCTI
pi3HMX TUIaTdOpM: amapaTHl aymaionpoiiecopu Ha koHconsx s offloading DSP
00poOku 3 ocHoBHoro CPU, cneuudiuni SIMD iHcTpykuii mpouecopiB uis
BeKTOpu3allii oOuucienb, Hu3bKOpiBHEBI audio APIs na xmrant WASAPI
Exclusive Mode wa Windows ab6o Core Audio Ha macOS i1 MiHIMaJbHOI
JaTeHTHOCTI. Memory management strategies amanTyrOTbCS JI0 OOMEXKEHb
m1aThOpMHU: arpeCUBHE BUKOPUCTAHHS Streaming Ha KOHCOJISAX 3 MBUAKUME SSD,
OisbllIa 3aJeXHICTh Ha in-memory Oanku Ha PC 3 mocratHiM RAM, perenbHa
ONTUMI3aIlid BUKOPHCTAHHS IaM'sTi Ha MOOUTBHUX MPUCTPOSX yepe3 compressed
formats Ta minimalistic sound sets.

B3aemopnis 3 inmumu cucremamu Unity
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FMOD inrterpyetrbcst He auiie 31 3ByKoBok cuctemoro Unity, ame i 3
IIUPOKUM CTHIEKTPOM IHIIUX I1JICUCTEM PYIIis, 3a0e3NeUyrUn TNIMO0KY 1HTErpalIliio
B 3arajgbHui workflow po3poOku Ta CHHEPTrito 3 IHIIUMH aCTIEKTaMU CTBOPEHHS T'PH.
Timeline Integration Hamae wmoxauBicTh posmimyBatt FMOD  Events
oesnocepenubo Ha Unity Timeline s ToO4YHOI CHHXpOHI3alii 3BYKY 3
KiHeMaTorpagiYyHUMHU TIOCHIIOBHOCTSIMU, CKJIAQTHAMU aHIMAIisIMU, TOJIHHIMHI
Tpurepamu Ta iHmKMMH timeline-based cucremamu. FMOD Event Track
npejcTaBiisie creriatizoBanuil tun gopixkku B Timeline Editor, a FMOD Event
Playable Assets € playable clips, ki MOXHa pO3TalIOBYBaTH, pO3TIAryBaTh Ta
penaryBatu B37I0BK YaCOBOI IIKAJIM Bi3yallbHO, I03BOJISIIOUU JU3aiiHEpaM KaT-CIIeH
CTBOPIOBATU CKJIAJIHYy 3BYKOBY CHHXpOHI3alil0 Oe3 mporpamyBaHHs. Parameter
automation Ha Timeline 103BOJIsi€ CTBOPIOBATH aHIMAallliHI KPUBI1 JIJIsl TapaMeETpPIB
FMOD Events 6e3nocepeanabo B Timeline, CHHXpOHI3yIOUN AUHAMIYHY MOIYJISIIIIO
3BYKY 3 BI3yaJIbHOIO JII€I0 KaJIp 3a KaJIpOM.

Animator Integration no3Boisie Bukiaukatu FMOD Events 3 Animation
Events B Unity Mecanim Animator System, mo 3a0e3mnedye KaJpOBO-TOUYHY
CUHXPOHI13al1110 3BYKIB KPOKIiB, yAapiB, 3MiH 30p0i, 03ByUyBaHHS Ta IHILIKUX 3BYKOBUX
MO1H 3 BIJMIOBIIHUMH KJIIOUOBHMH KaJpaMu aHIMaIlli IepcoHaxkiB abo 00'ekTiB. Lle
KPUTUYHO BaXJIMBO JIJIS IATPUMAHHS BIAUYTTS Baru, IMIAKTY Ta MPaBI0NoA10HOCTI
T TIEPCOHAXKIB, JIe HABITh HEBEJMKI JIGCHHXPOHI3AIlli MI’K Bi3yaJIbHHM YJapoM Ta
HOT0 3ByKOM MOXYTh PyHHYBATH IMEpCIIO Ta CIPUMHSTTS PEaNiCTHYHOCTI. State
Machine Parameters moxxyTs OyTH 3B's3aH1 3 FMOD napamerpamu, A03BOJISIIOUH
3BYKY aBTOMAaTHYHO aJIallITyBaTHCA JI0 MOTOYHOTO aHIMAIIMHOTO CTaHy MepCOHaXa:
3BYKH JuxaHHs 3MiHI0OIOTBCS Mik idle, walk, run, sprint states, o3BydyBaHHS
00MOBHUX PyXIB MiIOMPAETHCS BIAMOBIIHO 0 TUITY aTaky 3 animator state machine.

Physics Integration peaiizye aBTOMaTU4YHY T'€HEpallilo 3ByKiB Bl (Pi3UUHUX
B3aeMoIii Mixk 00'ektamu B Unity Physics System uepes cuctemy callbacks Ta event
triggers. OnCollisionEnter/Stay/Exit events MOXyTb aBTOMaTUYHO CHPallbOBYBAaTH
BinnoBinHi FMOD Events 3 mapamerpamu, Mo BioOpakarOTh XapaKTEPUCTHUKU

31ITKHEHHS: CWJIa yJapy BU3HAYa€ I'YYHICTh Ta IHTEHCHUBHICTh 3BYKY U€pe3 mapping
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collision magnitude Ha impact parameters, marepiaqu 00'€KTiB BU3HAYAIOTh THII
3ByKy uepe3 PhysicMaterial to SoundType mapping, mBuaKICTh Ta Maca 00'€KTiB
MOJAYJIOIOTh 4YacTOTHUM Oamanc Ta TemOp. Surface Type System npo3Bolisie
acoLlIIOBaTH Pi3HI TUIIK MOBEPXOHD 3 PI3HUMHU HaOOpaMu 3BYKIB: KPOKH IO JIEPEBY,
MeTaly, KaMeHIO, CKJIy, BOJl aBTOMAaTHUYHO BIJTBOPIOIOTH MPAaBUJIbHI 3BYKHM Ha
OCHOBI MaTepially TOBEPXHI MiJ MepcoHakeM depe3 raycast detection Ta material
queries.

Particle System Integration 103BoJisIe CHHXpOHI3yBaTH 3BYKOBI MMO/11 3 particle
systems 1Jii CTBOPEHHS Y3TOJKEHUX ay/diOBi3yalbHUX €(EKTIB: 3BYKH BOTHIO,
BUOYXIB, MariyHUX €(eKTiB MOKYTh MOIYJIOBATUCS BIAMOBIIHO IO IHTEHCUBHOCTI
ta lifecycle particle emitters. FMOD Events MoxyTh OyTu mnpuB's3aHi 10 sub-
emitters a0o koHKpeTHUX (a3 particle lifecycle, cTBoproroun ckinaaHi1 6araromaposi
ayJ110Bi13yaJibHI KOMIIO3UIIi.

Workflow Ta opranizauist podotu

[arerpamis  FMOD Tta  Unity cTBOpro€  BHUCOKOE()EKTUBHUU  Ta
napasienizoBanuii workflow st 6aratoaucumIiHapHOT KOMaHIN PO3POOHUKIB, 1€
KOKHA cCreljaiizailis MOe TMpaloBaTi B CBOiM 007acTi KOMIETEHII 3
MIHIMaJbHUMHM 3aJICKHOCTSIMHU Ta OJIOKYIOUMMH B3aEMOJISIMU. 3BYKOBI Ju3aliHepH
npaioTh nepeaxHo B FMOD Studio sik B cBoeMy primary I1HCTPYMEHTI,
cTtBoproroun Events 3 MOBHOI0 ay/iajbHOIO JIOTIKOK, HAJAIITOBYHOYM CKIaJH1
napamMeTpuyHi CHUCTEMH, JHU3AWHSYM MIKC-CTPYKTYpY Ta €(QEeKTHI JIaHIIOTH,
KOMIIO3YyI0UH aIaliTUBHY MY3HUKY 3 BciMa transition rules ta layering jorikoro. Bonu
MO>KYTb IIOBHOIIIHHO TECTYBATH CBOi 3ByKHU 0€3M0CEepPEIHBO B KOHTEKCTI PAIFOI0U0T
rpu uepes Live Update GpyHKITIOHATHHICTE 0€3 3aTy4eHHS POTPaMICTIB JIJIsl KOKHOT
iTeparii, 1Mo paguKaJIbHO IPUCKOPIOE creative Mpolec Ta JAO3BOJSE IIBUIKO
EKCIIEPUMEHTYBATH 3 PI3HUMH TMIAXOAaMH JIO 3BYKOBOTO JM3aiHY KOHKPETHUX
IrPOBUX CUTYallll.

[Iporpamictu iHTerpyroTh roToBi Events B irpoBy Jsoriky uepe3 Unity,
(b oKyCyrOUNCh HAa TEXHIYHIM CTOPOHI: BU3HAYAIOUM YMOBH Ta TPUTEPH JJIS 3aITyCKY

3BYKOBHUX TIOJiM, Tepearouud peJIeBaHTHI TapaMeTpd 3 IrpOBOro CTaHy [0
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ayniocucteMu depe3 mapameTpudHi API, kepyroun KUTTEBUM ITUKIIOM CKIIATHUX
3BYKOBHX O00'€KTIB 4epe3 IMpOorpaMHE YIpaBIiHHSA event instances, ONTUMI3ZYIOUYU
MPOJAYKTUBHICTh Yepe3 IMpaBUJIbHE BHUKOPUCTAHHSA IMYJIIHTY Ta pPECypCHOTrO
MeHeKMeHTy. Bonm BukxopuctoBytoTh Event References ans 6e3nednoro Tta
HaJIMHOTO TOCWJIAaHHS Ha 3BYKOBI ToAii 3 compile-time mepeBipkoo Ta IDE
autocomplete, 1m0 MiHIMI3ye WMOBIPHICTh NMOMHJIOK Ta MPHUCKOPIOE HATMCAHHS
iHTerpariiHoro koay. YiTke po3aiieHHS BIAMOBIIAJIBHOCTI O3HAYa€, 0 3BYKOBI
JU3afHepU MOXYTh paJMKaJIbHO 3MIHIOBaTH BHYTpIIIHIO peanizaiito Event, ioro
CTPYKTYpPY, BHKOPHUCTOBYBaHI CeMIUIM Ta e(peKTH Oe3 HEOoOXITHOCTI 3MIH B
porpaMHOMY KOJi, TOKU 30epiraeTbcsi KOHTPAKT interface y BUTIISAI1 iMEH1 TTOii Ta
il mapameTpis.

['efimauzaiinepu Ta jeBeI-AU3alHEPU MOKYTh 0€3M0CEPEIHBO MPAIIOBATH 31
3BYKOM Ha BHMCOKOMY piBHI aOcTpakiiii, BUkopuctoBytoun rotosi Studio Event
Emitter KOMIOHEHTH Ui JOJIaBaHHS 3BYKOBUX JIPKEpEN 0 00'€KTIB, pO3MILLYIOUN
trigger zones J1s1 aKyCTUYHUX o0J1acTeil, HanamroBytoun sound occlusion geometry
0e3 HamucaHHS KoOay a00 TIMOOKMX TEXHIYHMX 3HaHb IMPO aydi0CHUCTEMY.
[TapameTrpu Events MOKyTh KOHTpOJIIOBAaTHCS Yepe3 BizyalnbHui Inspector interface
abo yepe3 MWPOCTi, JOCTYIHI JJIi NON-programmers CKPUNTH 3 MIiHIMaJIbHOIO
TEXHIYHOIO CKiIaaHicTIO. [{e memokpaTuszye poOOTy 31 3BYKOM, JO3BOJISSIOYM BCIH
KOMaHJl KOHTPHOIOTUTH B ayAladbHUW JOCBIA TPH BIAMOBIAHO 7O CBOIX
KOMITETEHIII Ta Oa4eHHs.

Cucrema KOHTPOJIIO BEpPCiii € KpUTUUHOIO YacTuHOIO collaborative workflow,
1 FMOD Studio mpoekTu crnpoektoBaHi 3 ypaxyBanHsiM VCS best practices: Bci
daiinu npoekTy 30epiratoThes sk text-based XML 3 untabenbHOI0 CTPYKTYPOIO, 110
3abesrneuye edpekTuBHy podoty 3 Git, Perforce, SVN abo iHmmMu cucremamu
KOHTPOJIIO Bepciil, 103Bossie BukopuctoByBaTH diff tools miia nmepernsay 3MiH MixK
BEpCISIMU, MIATPUMYE merge operations sl MapajeabHOi poOOTH JIEKIIBKOX
3BYKOBUX JU3aHEPIB HAJ PI3HUMHU YAaCTUHAMH IPOEKTY, Ta CTBOPIOE 3pPO3yMLITy
icTopito 3MiH st aymity Ta rollback mpu neoOximnocti. Unity aBTOMaTH4YHO

BusiBisie 3MiHM B FMOD mnpoekti uepes file system watchers ta aBTomMarnuHo
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HiIi0e mepeOyaoBy OaHKIB MpU IMOOPTI HOBUX Bepcid .fspro (aiimis,
3a0e3neuyroun cuHXpoHizaiio Mk source FMOD kontenToMm Ta built 6ankamu B
Unity npoekTi 6€3 py4yHHX OTepalii.

Build pipeline integration aBTOMaTu3ye MIATOTOBKY ayJIlOKOHTEHTY IS
pi3aux miatdopm: FMOD Studio Command Line Tools MoxyTb OyTH 1HTErpoBaHi
B automated build systems ans batch processing BemuKux OOCSTIB KOHTEHTY,
validation scripts mepeBipstOTh MTICHICTh ayIIONPOEKTY niepea build 11 paHHBOTO
BUsABJIEHHS Tmpobsiem, platform-specific builds aBTomMaTM4HO TEHEPYIOTH
ONTHUMI30BaHl Bepcii OaHKIB Juisi KOXHOI target platform 3 BiamoBimHUMH
HaJalITyBaHHIMH KoMmIpecii Ta popmaTty. Asset streaming configuration BU3Hauae,
AKl OaHKM MOBMHHI OyTH BOyZoOBaH1 Oe3nocepenHbo B application bundle, a ski
MOXYTh OyTH 3aBaHTa)K€HI JHMHaMiuHO 4epe3 content delivery networks abo
downloadable content packages s 3MEHIIEHHS pPO3MIPY IOYAaTKOBOTO
3aBaHTAKEHHSI.

IlepeBaru iHTErpoBaHOrO MiAXOAY

Komo6inarist Unity sik THYYKOTO Ta JJOCTYITHOTO irpOBOTO PYIIIisl 3araJIbHOTO
npuszHaueHHss Ta FMOD sk cneuianizoBanoro mnpodeciitHoro middleware s
IHTEPaKTUBHOTO ayJll0 CTBOPIOE TMOTYXKHY Ta 30allaHCOBAaHYy E€KOCHUCTEMY [IJIst
CTBOPEHHS Cy4acCHOTO IrpOBOI0 3BYKY 3 BUCOKOIO SIKICTIO Ta CKJIQIHICTIO, JJOCTYIIHY
JUISl IPOEKTIB OYyIb-SIKOTO MacIITady BiJl HEBEJIMKUX 1HAI-IrOp A0 MacuBHUX AAA
NpOAYKIiH. Po3miaeHHs BIAMOBIAAIBHOCTI MK Bi3yallbHO-ITPOBOIO YaCTHHOIO B
Unity Ta ayaiansHot0 jorikoto B FMOD n03Bosisie KOXKHIM KOMaH/I1 TpaiioBaT B
CBOIM 00JaCTi €KCIEePTHU3H MaKCUMAalbHO €(EKTHUBHO Ta HE3aJIEKHO: 3BYKOBHIA
JTU3aifH TTOBHICTIO BITOKPEMJICHHM BiJl IPOBOI JIOTIKM Ha PIBHI IMILIEMEHTAIII{, 1110
JI03BOJISIE 3BYKOBUM JM3allHEpaM CTBOPIOBAaTH CKJaJiHI 1HTEPAKTHUBHI 3BYKOBI
CUCTEMH, OaratomiapoBy aJanTHBHY MY3UKY, MapaMeTpUIHO-KOHTPOJIHOBaHI
ebekTH Ta CKJIagHI  MIKC-KOH(]irypamii 0e3 HeoOXITHOCTI  PO3YMIHHS
nporpamyBanHsi, C#, Unity scripting APl aGo BHyTpillIHbOI apXiTEKTypHu TpH,

($OKyCyIOUNCh BUKIIOYHO Ha TBOPYUX Ta aKyCTUUHHUX ACTIEKTaX CBO€I pOOOTH.



70

ITepaTBHUII PO3BUTOK CTa€ MPUPOAHUM Ta e(DEeKTHMBHUM 3aBAsku Live
Update ¢hyHKII10HaTBHOCTI Ta HIBUIKOMY IIUKITY BHECEHHSI 3M1H: 3BYKOBI TU3aiiHEpH
MOKYTb €KCIIEPUMEHTYBATH 31 3BYKOM 0€3M0CEePE/IHbO B 3aMyIlEH1H Il 3 peaJbHUM
reiiMIIeeM, CKIIaHICTIO 3BYKOBOI CLIEHH, CIIEIM(PIYHUMHU ITPOBUMU CUTYAIISIMU Ta
KOHTEKCTOM, SIKMI Ba)KKO a00 HEMO>XKJIMBO MOBHICTIO BIITBOPUTH B 130JIbOBAHOMY
cepenosuii FMOD Studio, MUTTEBO 4yt0uu pe3ysbTaT CBOiX HAJAIITyBaHb Ta 3MiH
0e3 OyIb-SIKUX TTPOMIKHUX KPOKIB Ha KIITAIT €KCIIOPTY, IMIOPTY, epedy10BU 200
nepe3zanycky. Lle paaukaapsHO CKOpouye Yac BijJ TBOPUOI iAei o ii peanizarii Ta
TECTyBaHHS B peajJbHUX yMOBaX, JIO3BOJISIIOYM IIBUAKO ITEPYBATH HaJ 3BYKOBUM
JU3aifHOM, TPOOYBATH Pi3HI MIAXOAM Ta HAJAIITYBAHHS, Ta 3HAXOJAUTH ONTUMAJIbH1
pilleHHS Il  KOKHOI cHelu(iyHOi IrpOBOi CHUTyallil 4Yepe3 MpaKTHYHE
eKCIIEPUMEHTYBAHHS 3aMiCTh TEOPETUYHOTO IJIaHYBaHHS.

[IpodeciiiHi IHCTPYMEHTHU CTYIIMHOTO PIBHS CTalOTh JOCTYITHUMU HaBITh JJIS
HEBEJIMKUX KOMaHj Ta 1HAl-po3poOHuKiB: FMOD Hamae 1HCTpyMeHTapii,
(GYHKIIOHATBHICTh Ta MOXJIMBOCTI, SKI BUKOPHCTOBYIOThCS B AAA-CTynmisx 3
OaraToMuTBHOHHUMHU OFOKETaMU Ta KOMaHAaMH JICCSITKIB 3BYKOBHUX CITCIIIATICTIB,
ajyie JOCTYMHUH O€3KOIITOBHO sl 1HA1-MTPO€eKTIB M neBHUM threshold revenue Ta
3a pPO3yMHYy IMiHY JJIi KOMEPUIMHHUX MPOAYKIIH, AEMOKPATH3yIO4YH JOCTYI [0
NEepPeIOBUX TEXHOJIOTM 1HTepakTUBHOrO ayxio. Lle no3Bonsie MamuMm CTyaisim
CTBOPIOBATH 3BYKOBUU JIOCBiJ, SIKHA KOHKYpPY€ 3a SIKICTIO Ta CKJIQJHICTIO 3
HAWOUTBIIMMH TPOAYKIIIIMHA, MArO4H JIMIIE OOMEXEHI pecypcu Ta TepCcOoHal,
OCKIJIbKA IHCTPYMEHTH aBTOMATH3yIOTh 0arato TEXHIYHHUX AaCHEKTIB Ta HaJal0Th
TOTOBI PIIICHHS ISl TATIOBUX 3a]1a4.

MacmTaboBaHICTh CUCTEMHU MIATPUMYE BECh CHEKTP MPOEKTIB BijJ MPOCTUX
MOOUTBLHUX 1TOp 3 JIECSITKaMH 3BYKIB Ta MIHIMAQJbHOK CKJIAJHICTIO O MAaCUBHHX
BIIKDUTUX CBITIB 3 THUCSYaMHU YHIKQJIbHUX 1HTEPAKTHUBHUX ayJ10CIEMEHTIB,
CKJIQJHUMHU CHCTEMaMH aJalTHBHOT MY3HMKH 3 JCCATKAMH IHTEPAaKTUBHHUX TPEKIB,
MIPOCTOPOBOIO aKYCTHUKOIO 3 JETATHHOIO TEOMETPIEI0 OKIII031i, Ta OaraTomapoBUMHU
napamMeTpUYHUMHU CHCTEMaMH 3 COTHSAMH KEPOBAHHX MapameTpiB. ApXITEKTypa

FMOD Tta #ioro interpamis 3 Unity noOynoBaHi 3 ypaxyBaHHSM NOTpeO pi3HUX
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MacIITabiB MPOEKTIB: MOXKHA MOYATH 3 MPOCTHUX NON-MapaMeTpUYHUX 3BYKIB Ta
MOCTYIIOBO HApOIIyBaTH CKJIQJHICTh, JOJAIOYM [MApaMETPUYHHUN KOHTPOJIb,
aJanTUBHY MY3HKY, POCTOPOBY 0OpOOKY 3a HEOOX1aHOCTI, ab0 ojpaszy OymayBaTH
CKIaHy OaraTopiBHEBYy CHCTEMy HJisi aMOITHOTO TPOEKTY 3 TOBHUM
BUKOPHUCTAHHAM BCIX MOxuBocTel middleware.

[IponyxtusHicte FMOD Engine € pesynbprarom OaratopiuHoi onTHMi3arii
CIeliaJIbHO I real-time 1IHTepaKTUBHOTO ayio B irpax: HU3bKOPIBHEBHM native
code Hanucanuiit Ha C++ 3 ypaxyBaHHSM cleM(IKA PI3HUX anapaTHUX MIaThopM
3a0e3neuye MiHIManbHUM overhead Ta MakcumanbHy IIBHJIKICTE OOpOOKH,
BukopuctanHa SIMD iHcTpykiiii Ta BekTOpH3allli Juisl MmapajienbHOi 00poOKu
MHOXMHHUX ayJI10MOTOKIB OJHOYAacHO, €(EKTHBHI aJITOPUTMU MIKIIYBaHHS Ta
edeKTiB, ONTHUMI30BaHi i real-time oOpoOKM 3 KOPCTKMMH OOMEKEHHSIMH Ha
JATEHTHICTh, 1HTEJIEKTYallbHE YIMPaBIIHHS pecypcamu yepe3 voice stealing Tta
BIpTyaJli3alito J03BOJISI€ MIATPUMYBATH CKIIAJH1 3BYKOBI CLIEHU 3 COTHSIMU JKEPEI
0e3 nerpanarii mpoaykTuBHOCTI. Lle 3a0e3neuye, 1110 HaBITh CKJIQ/IHI ay1I0CUCTEMHU
CIIOKUBAIOTH JiIie Mally 4acTKy noctynmHoro CPU budget, 3anummaioun oCHOBHI
pecypcu s gameplay joriku, pesaepunry, gpizuku ta Al.

Kpocmnardopmua miarpumka o3Hadae write once, deploy everywhere miaxin
U1 ayaiocucteMu: ojnHa 1 Ta )k FMOD mnpoekT Ta iHTerpamiiauii kog B Unity
mpairoe Ha BCiX miaATpuMyBaHux maTdopmax Bim Windows, macOS, Linux Ha
desktop uepes PlayStation, Xbox, Nintendo Switch Ha koncomsx 1o 10S ta Android
Ha MOOUTBHUX MPHUCTPOSX, 3 aBTOMATUYHOIO AJaNTaIll€l0 10 CHEeUUu(iK KOXKHOT
wiatdopMu 6€3 HEOOXITHOCTI MIATPUMYBATH OKpeMi KOJOBI 0a3u abO MPOEKTH.
Platform-specific onTumizaillii 3aCTOCOBYIOThCS aBTOMAaTUYHO, BHUKOPHCTOBYIOUU
YVHIKQJIbHI MOJIMBOCTI amapatypd KOXHOI miaThopMHu JJii MaKCHUMAaJIbHOI
MPOAYKTUBHOCTI Ta SKOCTi, ayie 30epirarouM €IWHUN Source TMPOEKT Ta
KOHCHCTEHTHY MOBEIHKY 10 BCIX MIaT@opMax.

MaitOyTHS MiATpUMKA Ta PO3BUTOK 3a0€3MEUye€ThCSI aKTUBHUM PO3BUTKOM
FMOD xommnasniero Firelight Technologies 3 perynsipHuMu OHOBIIEHHSIMH, HOBUMHU

features, miATPUMKOIO HOBUX IUIATPOpPM Ta TexXHOJOriH: HOBI Bepcii Unity
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aBTOMAaTUYHO MIATPUMYIOTHCS Yepe3 OHOBJICHHSI IHTErpaliiHOro MakeTy, HOBI
amapatHi TaT@opMu JOMAIOTHCA O CHHUCKY MIATPUMYBAHUX PEryJISPHO, HOBI
aynmiorexHojorii Ha kmrtant spatial audio, Dolby Atmos, object-based audio
iHTerpytotbcst B FMOD 1 cratoTh JocTymHMMH JUTsl BCiX KOpPHCTyBauiB. Bemmka
CIIJIbHOTAa KOPUCTYBAYiB CTBOPIOE €KOCHCTEMY HaBUAJIbHMX MaTepiaiiB, tutorials,
example projects, Ta shared knowledge, mo cmpoirye HaBYaHHS Ta BUPIMICHHS
crenugigyHUX Ipo0IeM depe3 KOJICKTUBHHM JOCBI I 1HAYCTPIi.

Takum yumnom, iHTerpamis FMOD Studio 3 Unity npencraBisie co0oro
CyYaCHUW IHOYCTPIAJIbHUWA CTaHAApT MNpOQPEeciiHOrO 3BYKOBOIO JHU3aiHY B
IHTEpaKTUBHHUX Me/lla Ta Irpax, 110 MOEIHYE creliani3oBany notyxHicts dedicated
audio middleware 3 THYYKICTIO, JOOCTYHHICTIO Ta IIUPOKOI EKOCHUCTEMOIO
MOMYJISIPHOTO  ITPOBOrO  pylis 3arajdbHOro mnpu3HadeHHsa. Ilsg komOinHaris
TEXHOJIOT1M JI03BOJISIE peaizyBaTh HaWaMOITHINII 3BYKOBI KOHIEMIi Ta TBOpYl
OadeHHs, CTBOPIOIOYM TJMOOKE ayjiajbHE 3aHYpEHHS, €MOIIMHMI pe30HaHC Ta
BUCOKHM pIBEHb IHTEPAKTUBHOCTI 3BYKOBOTO CEpPEIOBUINA, IO € KPUTHYHO
BOKJIMBUMHU (haKTOpPaMU JIJIsl CYYaCHUX ITPOBUX MPOEKTIB, K1 KOHKYPYIOTh 32 yBary
rpaBlliB y HacuueHOMYy puHKY. Cucrtema 3abe3reuye ONTUMAIbHUN OajaHC MIXK
MOTYXHICTIO TPOQECIHHUX 1HCTPYMEHTIB, JOCTYIHICTIO ISl PO3POOHUKIB Pi3HOTO
piBHS, Ta MPOJYKTUBHICTIO AJisi real-time 3acTOCYHKIB, JO3BOJIAIOYM CTBOPHOBATU
3BYKOBI JIOCBIJTM BHCOKOi SIKOCTI HE3aJEKHO BiJ PO3MIPY KOMaHAM, OIOIKETY
MPOEKTY abo 1NIbOBOI TIaThopmu. Po3nisieHHs BIAMOBINATBHOCTI M1’ TBOPUYOIO Ta
TEXHIYHOIO cTopoHamMu uepe3 middleware miaxig ctBoproe edextuBauii workflow,
7€ KOXEH CIeIIaTiCT MO)Xe TMpaloBaTd B CBOiM 00JacTi MaKCHUMAaJIbHO
MPOJYKTUBHO, a PE3yJbTaT iX pOOOTH OPraHiuHO 1HTErPY€EThCS B €AMHUMN HITICHUN
MPOAYKT 4epe3 1oope cripoektoBadi API Ta aBTomaTtuzoBani nporecu. [Ipaktuune
3HAYCHHS ITi€1 IHTETpaIlii mojsrae B TOMy, III0 BOHa pOOUTH CKJIAHUN aanTUBHUN
3BYK HE JIMIIE TEXHIYHO MOYKJIMBUM, aji¢ W MPAKTUYHO JOCSHKHUM Ta €KOHOMIUHO
BUTIPABJIAHUM JJISI ITUPOKOTO CIIEKTPY MPOEKTIB, BiJl CTYJEHTCHKUX POOIT Ta 1HII-
EKCIIEPUMEHTIB J0 KoMmepuiiHux peniziB AAA wmacmraly. [HCTpyMeHTH, sKi

paHimie OyiaM JOCTYyIHI JIMIIE BEIUKUM CTYyAisiM 3 crheriairizoBaHumMu audio
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programming KOMaHAaMH, TENep AOCTYIHI OyAb-sIKOMY PO3POOHHKY uepe3 3pydHi
TOTOBI pIIIEHHS, IO JEMOKpPAaTU3y€ SKICHUI 3BYKOBUU JAW3allH Ta TMiABHILYE

3arajibHUM piBEHb ayiajdbHO1 CKJIaJIHOCTI Ta BUPA3HOCTI B IHIYCTPIi Irop B LIJIOMY.

3.2 Po3po0ka Ta iHTerpauisi 3ByKoBoro qu3aiHy 3 Bukopucranaasm FMOD
Studio

[linroToBKa NPOEKTY Ta HAJAIITYBaHHS pOOOYOTO CEPEeIOBUIIA

JIns mpakTU4yHO1 IeMOHCTpalii MoxiauBocTer iHTerpaiii FMOD Studio Ta
Unity s o6paB texHo-gemo "Viking Village URP" Big Unity Technologies sik
0a3oBe cepeqoBUIIEe I peaiizarmii agzanTuBHOI ayaiocuctemu [Jlomatoxk B]. Lle
pitieHHs 0yJ10 OOrpyHTOBAaHUM 3 AEKUIBKOX MPHUYMH: MTPOEKT BXKE MICTUB MOBHICTIO
TOTOBY BI3yajibHY CIIEHY 3 JCTAJIbHOI T'€OMETpi€lo, NpodeciiHo HalalToBaHUM
OCBITJICHHSIM Ta BEJIMKOIO KUIBKICTIO TOTOBUX 3D-00'€KTiB, TEKCTYp Ta MaTepiaiB.
Taka roroBa 0a3a J103BOJIMJIA TIOBHICTIO 30CEPEIUTUCHh HA TEXHIYHUX Ta TBOPYMX
acreKkTax 3BYKOBOIO JAM3ailHy 0e3 HeoOXIJHOCTI BUTpauaTHd 4Yac Ha CTBOPEHHS
Bi3yaJIbHOTO KOHTEHTY 3 HYJIS.

OpuriHaibHa  neMo-cueHa  Oyna  mOpu3HadeHa Ui CTaTUYHOIO
KiHeMaTorpaiyHOr0 TMpOJIbOTY KaMepu 4Yepe3 JIOKaIlilo, peasli3oBaHOro 3a
nonomoroto cucreMu Unity Timeline Ta Cinemachine. OCKiIbKH MO€EIO METOXO OYJI0
CTBOPEHHS 1HTEPAKTUBHOTO JOCBIAY 3 MOXJIMBICTIO BUIBHOTO JOCIIIKCHHS
MIPOCTOPY, MEPIIMM KPOKOM CTajo TOBHE BHAAJCHHS Bclel KiHeMarorpadiuyHoi
JIOT1KHU.

3aMicTh CTaTUYHOI KaMepH 5 10AaB HOBUM irpoBuii 00'ekT Player 1o ciienu ta
ocHactuB #oro kommnoHeHToM CharacterController, sikuii 3a0e3neuye (izuyHO
KOPEKTHE TIEepeCyBaHHs 1O TPUBUMIPHOMY CEpPEAOBHINLYy 3 aBTOMATHYHOIO
M1ITPUMKOIO KOJIi31¥, MPUPOTHOIO PEAKIIi€l0 Ha TPaBITaIli0, MOKIIUBICTIO MiAHOMY
1o cxojax. JloaTKoBo 5 peasizyBaB MPOCTUM CKPUIIT KEPyBaHHsI B1JI IEPIIOi 0COOH,
KU 00po0JIsie BRI 3 KJIaBlaTypH IS PyXy Ta BB1JI 3 MHILI AJIsl OOEpTaHHS KaMEPH.
[le mano MOXIIMBICTH BUIBHO JTOCIHIKYBAaTH BCIO CLIEHY Ta TECTYBATH MPOCTOPOBY

MOBEIHKY 3BYKOBHUX JKEPEII 3 PI3HUX MO3UIIIH.
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[arerpauis FMOD y Unity npoekT 3aiiicHIOBajach 4epe3 opimiifHuii miarid
FMOD for Unity Integration Package, sxuit Oyio 3aBaHTakeHO 3 O(iliiiHOTO caiiTy
Firelight Technologies ta imnoproBano uepe3 Unity Package Manager. Ilicas
ycmimuoro iMmnopty B MeHio Unity 3'aBunuck HOBI myHKTH FMOD, siki HamaioTh
JOCTYI 10 HanmamtyBaHb 1HTerpanii. Yepes FMOD Settings s BkazaB HUIAXU 10
mupexTopii Mmoro FMOD Studio mipoekTy, ne 30epiratoThes aiinu .fspro ta .bank,
HaJallTyBaB MapaMeTpy aBTOMAaTU4YHOI 30ipku OaHkiB nipu 3miHi FMOD npoekry,
Ta ckoH(pirypysas platform-specific HanamryBanss ans Windows.

Crpyxrypa FMOD Studio npoekty Oyiia opradizoBaHa 3 caMmoro no4artky JJis
3py4HOi HaBiramii. Sl CTBOpHWB JIOT14HYy iepapxiio mnamok: Events po3maiieHi Ha
kareropii Ambience nns ¢poHoBuX 3BYKiB, SFX mida 3BykoBux edekris, Footsteps
st cuctemu KpokiB. Audio Files opranizoBani BinnoBigHo a0 Tumy: Recorded
MICTUTh BIacHI 3amucH, Library micTuTh JilleH30BaHI 3BYKH, Processed MiCTUTH
dinanibHO 00poOJyeHi Bepcii. Mixer Groups CTpyKTypoBaHi ilepapxiuHo: Master
rpyma Ha BepiuHi, i Hero Music, SFX, Ambience, a Bcepenuni SFX nomatkoBi

niarpynu s Footsteps, Environment, UL

CTBoOpeHHs Ta 00po0Ka BUXITHOT0 3ByKOBOI0 MaTepiajy

[Tepen mouarkom pobotu B FMOD Studio HeoOXximHO Oysio MiAroTyBaTH
SAKICHUW BUXIJIHUW 3BYKOBM MmaTepias. OcoOuBY yBary si MPUAUIMB CTBOPEHHIO
peaiCTUYHUX 3BYKIB KPOKIB MEpPCOHaXka, OCKUIBKH 1€ OJAWH 3 HAWOUIBII 4acTUX
3BYKIB y I'pil. 3aMICTh TOTOBUX O10JTIOTEUHUX CEMILTIB S BUPIIIMB CTBOPUTH BJIACHI
YHIKaJIbHI 3aIIUCH.

JIyist 3amucy s BUKOPUCTAB MOpPTaTUBHUMN IudpoBuii pexopaep Zoom Hln
[Honatok I'], saxuii 3a0e3mneuye BUCOKY SIKICTh 3aIllUCy Y TIOJOBUX YMOBAX 3aBJSKU
SAKICHUM KOHJIEHCATOPHUM MIKpOOHaM y cTepeo KOH(Irypaiii, HU3bKOMY PIBHIO
BJIACHUX IIYMIB Ta MIUPOKIN YaCTOTHIM XapaKTEPUCTHIll. 3aMUCH MPOBOIWIUCH Y
dbopmari WAV 24-bit/48kHz nnst makcumainbHOi SIKOCT1 O0€3 BTpaT BiJl KOMIIPECIi.
[Iponiec 3amucy kpokiB (Foley) 3milicHiOBaBcsS 3 JOTpUMaHHSM MpodeciiHux

METOJIMK TOJIbOBOTO Ta CTYIIHHOTO 3ByKo3amucy, omucanux P. B'epcom [45], mo
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nepeadayvano CTBOPEHHS KIJIbKOX Bapialliil 17sl KO’KHOT MOBEPXHI 337151 YHUKHEHHS
e(heKTy OBTOPIOBAHOCTI.

byno 3ammcano paekiibka cepiii KpOKIB 10 PI3HMX THUMaX IOBEPXOHb,
pEJIeBaHTHUX IJIsl CEPEIHBOBIYHOTO TOceneHHs. TpaBa pi3HOI T'YyCTOTH CTBOPIOE
XapaKTEepHUA MIYypXIT 3 M'SKMM XpPYCTOM BOJIOKOH. JlepeB'siHl IOIIKM HACTHIIIB
MalTh PE30HAHCHE 3BYUYaHHS 3 XapaKTEPHUM BIJUTYHHSIM TOPOKHHWH T HUMH,
cTapl JIOIIKM CKPUIUIATH IMija Baror. ['paBiii Ta yTpamOoBaHa 3eMiisl JalOTh
XapakTepHU XpycT ApiOHMX KamiHuukiB. KokHa moBepxHs Oynia 3amucaHa 3
MIHIMYM J€CATbMa PI3HUMH AYyOJISIMH, 3 JOTPUMAHHAM NPOPECIMHUX METOJHUK
MOJILOBOTO Ta CTYIIMHOrO 3ByKo3amucy, omucanux P. B'epcom [45], m1o
nepeadavyaio CTBOPEHHSI KIJILKOX Bapialliil AJisl KOKHOT OBEPXHI 3aJ1J1s1 YHUKHEHHS
e(heKTy MOBTOPIOBAHOCTI.

Takoxx s BapiroBaB IHTEHCHUBHICTh KPOKIB BiJl YK€ JETKHX J0 BaXKKHX
BIIEBHEHUX KPOKIB 3 MOBHOIO Baroio Tijia. OKpeMo 3amucaB 3BYKH MPU3EMIICHHS
micias cTpuOKa, sIKIi MaloTh OUIBII yJapHUW XapakTep 3 aKICHTOBaHUM
HU3bKOYACTOTHUM KOMITOHEHTOM.

[Tomanema 00poOKka 3amuMcaHOrO Martepially 3iiicHIoBajgack B PreSonus
Studio One 7 Professional. KoxkeH okpemuii ceMIu1 KpokKy OyJjio IMIIOPTOBaHO B
DAW Ta po3MilieHo Ha OKpeMiil JOPIXKII Jis 1HAUBITyaTbHOT OOPOOKHU.

[Tepmmii eran 0OpOOKU — OUUIIIEHHS 3aIKCIB Bl HeOakaHUX apTedakTiB Ta
myMmiB. S| BUKOpUCTaB CIEKTPaJbHUN aHaII3aTop [JIs BUSBICHHS MPOOJIEMHHUX
yactot [[Honatox /I]. Sl BUKOpHCTaB CHEKTpalbHUW aHAMI3aTOp ISl BUSBICHHS
npoOieMHuX 4acTtoT. Kepyrouwch NpUHIMIAMH YacTOTHOTO po3auieHHs Jl.
['i6cona [19], no Bcix 3amuciB O0yio 3actocoBano High-pass pinetp (80-100 I'x) s
YCYHEHHS HU3bKOYaCTOTHOTO KOH(JIIKTY, a TAKOXK MOCUJIEHO Aiana3oH 2-5 k' as
Kpamioi 4uTabesIbHOCTI TEKCTyp y 3arajibHOMy Mikci. [ neskux 3amuciB 3
JIEPEB'SHUMU TIOBEPXHAMM 5 3MEHIIMB PE30HAHCHI MIKM B CEPENIHIX YacToTax
om3bko 400-600 I'r yepes parametric EQ.

JlomaBaHHs YITKOCTI 3IIMCHIOBAJIOCh 4Ye€pe3 TOMIpHE IMOCUJICHHS BEpPXHIX

cepeAHiXx 4vactoT y aiamaszoHi 2-5 k[’ mpubiuszno Ha 2-3 dB. Came B 1bomy
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Jiana3oHl 3HAaXOJATHCS OCHOBHI XapaKTEPUCTUKH TEKCTYpPU IMOBEPXOHb: HIYPXIT
TpaBH, XpyCT rpaBito, ferani aepesa. Jjig 3ByKiB MO TpaBl s TaKOX J0JaB JIETKe
nocwiieHHst 01u3bko 8-10 kI’ A1 101aTKOBOT MOBITPSIHOCTI.

Kommpecist 3acTocoByBasach Juisi BAPIBHIOBAHHS JUHAMIYHOTO JAiama3ony. 5
BUKOPHCTaB HajamTyBaHHsS 3 ratio 3:1, attack 5-10 ms mus 30epexeHHs
MOYAaTKOBOTO TPaH31€HTY yAapy, release 50-80 ms miis mpUpOTHOTO 3aTyXaHHS, Ta
threshold nHanamToBanuii 1HAWBIAYaJIbHO JIJIs1 KOKHOTO THITY TTOBEPXHI OO JOCITTH
npu6au3Ho 3-4 dB gain reduction. Ile 3a0e3neumnio cTabuIbHY TYUHICTh KOKHOTO
KPOKY HE3aJIe)KHO BiJl BAPIATUBHOCTI IEPBUHHOTO 3AIHKCY.

diHanmbHa CTaals BKJIKOYAIa HOpMaIi3alliio Beix ceMiuiiB 1o -6 dB peak level
Ui 3anuiieHHs headroom mig moxiuBi goaatkoBl edektd B FMOD, trimming
silence 3 moyaTky Ta KiHIg KoxKHOTrO (haitiny, Ta fade-in/fade-out mo 5-10 minicexkyH
qutst yaukHeHHs clicks. O0po06neni daiinu Oy ekcrioproBati B popmati WAV 16-

bit/48kHz.

ImnuiemenTaniss armocgepuux 3BykiB B Unity

[Ticns miaroroBku 0a30BUX 3BYKOBHX PECypCiB s ToYaB poOOTYy Hax
CTBOPEHHSIM aTMOC(EPHOTO 3BYKOBOTO Iapy Jiokailii. CTBOPEHHS MEPEKOHIUBOTO
3BYKOBOTO CEpPEOBUINA BUMAarajgo KOMIUIEKCHOIO TMiAXOdy, J€ MHOXHHA
PI3HOTUITHUX 3BYKOBHX €JIEMEHTIB MPAITIOIOTh Pa30M.

Oco06nuBy yBary st IpUIIIUB CTBOPEHHIO LTI0311 KUTTS BCEPEIMHI 3aKPUTUX
OyIUHKIB MOCEJIeHHS. 3a 3a4MHEHUMH JBEpUMa MaJI0 BiUyBaTHUCh CBATKYBaHHS,
PO3MOBHM MEUIKaHLIB, OpsI3KaHHS NOCYy, CMIX Ta IPUIIIYILIEHA My3HKa.

B FMOD Studio s cTBOpuB AeKibKa BapiaHTIB 3BYKOBHX MOJIN JJIsT PI3HUX
tumniB OyauHkiB. [lomis "House Feast" mist BeTMKOro CBSTKOBOTO 3aJly MICTUTH
YOTUPHU OCHOBHI IMapu 3BYKy. ba3oBuil map mpencraBisie TpyHnoBY PO3MOBY 3
HAKJIQJICHUMH 3alicaMu TOJIOCIB, SKHM ITUKIIOEThCS OesnepepBHO udepe3 Loop
Region 3 nanamroBanum crossfade 500 mc.

Hpyruil map MICTUTh 3BYKH MEpeMIUIeHHS MeOJiB, Opsi3KaHHS TOCYAY,

cTtykaHHa KyOkiB. Lli enementu opranizoBani uepe3 Multi Sound moxynes 3 8



77

piznuMu Bapiantamu B Random mode. Scatterer Instrument HamamToBanuii aJis
BUIIAJIKOBOT'O CIIPAIIOBAHHS 3 IHTEPBAJIOM Bif] 3 710 8 CEKyH/.

Tperiit map - cMmix Ta okpeMi BuUryku. Sl BukopucraB Multi Sound 3 6
BapiaHTaMHU PI3HOTO CMIXy 3 BUTIAAKOBOIO MoayJIsIi€eto pitch Ha +£5%. 11i enemenTu
CIPAllbOBYIOTH piJillie uepe3 Scatterer 3 iHTepBaioM 8-15 cexyH .

YetBepTwii map - M'ska GOoHOBA My3HKa 3 CEPEAHBOBIYHIMH IHCTPYMEHTAMHU.
S obpobuB ii yepe3 low-pass ¢iabTp 3 yactoror 3pizy 4 kl'm it edekty
MPUTIIYIIEHOCTI Kpi3b CTIHH, JOJIaB JIETKY peBepOepalliio, Ta 3HU3UB 3arajbHy
Ty4HICTb 710 -18 dB.

J1J1st MEHIITUX KUTIOBUX Oy TUHKIB st cTBOpHUB noit0 "House Living" 3 OuibIm
CHOKIMHUM XapaKTepOM: TUX1 pO3MOBH 2-3 JI0JeH, NepioInyHl 3ByKU MOOYTOBOI
akTuBHOCTI. Jlyisi pemicHuuux Maiictepenb ctBopuB "House Workshop" 3i
crenupiYHUMHU 3BYKaMu: YJapy MOJIOTKA JUIsl KOBAJIsL, CBUCT MEX1B, CKPUI 00pOOKHU
JIEPEeBUHHU IS CTOJISAPA.

ImmiemenTariss nux 3BykiB B Unity BuMarajga peTeabHOrO PO3MIIIEHHS
mxepen. S crBoproBaB mopoxkHi GameObject BcepenuHi reomMeTpii KOKHOTO
OyJIMHKY, 4aCTO B IIEHTP1 HAHO1IBIIIOTO MpUMIIIIEHHS a00 O kamiHa. [0 KOKHOTO
o0'ekta nomaBaBcsi komrnoHeHT FMOD Studio Event Emitter 3 mocunanusam Ha
BI/IMOBIHY 3BYKOBY IO/IIIO.

Kputnuno BaxxnuBoto Oyra npaBuiibHa HanamTyBaHHsa 3D atpulyTiB Emitter
it okimro3ii. B HanmamryBanusx Event s BctanoBuB Min Distance Ha 2 meTpu Ta
Max Distance Ha 25 MeTpiB. Attenuation curve HanamTyBaB Ha Inverse Tapered s
MPUPOJIHOTO 3aracaHHs 3ByKy [[Joxatok €].

HanamryBanns cucremu oxmto3ii (Occlusion) cnupanocss Ha ¢i3uyHi
BJIACTUBOCTI 3BYKOI30JIA1I1i MEperopook [1]: OCKUIbKM BHCOKOYACTOTHI XBHJII
MOTJIMHAIOTECSI  Ta  BIMOMBAIOTHCS  TMEPEIIKOJAaMU  3HAYHO  CUJIBHINIE 3a
HU3bKOYACTOTHI, JJIs iMiTalii 3ByKy '"3a crTiHOw" Oysno 3actocoBaHo Low-Pass
GbineTp 13 yactoToro 3pi3y 1-2 k1. Lle cTBOproe xapakTepHe MPUTTYIIICHE 3ByYaHHS.

[Tpu HaOmmKeHH1 10 ABEpelt eeKT OKIT0311 JMHAMIYHO 3MEHIITYEThHCS.
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HonatkoBo FMOD aBToMaTnuHO 3acTOCOBYE epekT [lomnnepa npu mBUAKOMY
pyci mnepcoHaxa. [Ipu mpobGiranHi moB3 OYJAMHOK BITOYBA€ThCS HEBEIUKE
M1JIBUIIICHHS YaCTOTH 3BYKY MPH HAOJIMKEHH1 Ta 3HW)KCHHS TP BiJIJIaJICHHI.

Peanizaris cucteMu TOUKOBHX 3BYKOBHUX Jikepen uepe3 Prefab

Hactynaum eramom ctana iMIuieMeHTallisl 3ByKIB CMOJIOCKHITIB, SIK1 IIUPOKO
npenactaBieHi mo Bcid cueni. Viking Village wmictuth Oinblie  TpUILSATH
CMOJIOCKHITIB, PO3MIIIIEHUX 017151 BXO/I1B, B3JI0BXK JIOPI’KOK, HA CTIHAX BEXK.

JI1s KOXKHOTO CMOJIOCKMIIA sI CTBOPUB CKJIaJIHY 3BYKOBY moxito "Torch" B
FMOD Studio, sika ckJ1agaeThes 3 JBOX OCHOBHHUX KOMITOHEHTIB.

bazosuit map "Torch Loop" npencrapinsie Ge3nepepBHE TOpiHHS MOIyM'S -
NOCTIMHUI 3BYK PYXy IOBITps, KOJIMBaHHS MOJyM's, TUXUU Tyl TOpiHHA. S
BUKOPUCTAB 3allMC CIPAaBXKHbOIO BEIUKOIO TMOJyM's, 3allUCaHUA y OJIM3bKIN
no3utiii. OpuriHaabHUM 3anuc s 00poOUB ISl CTBOPEHHS 1/1€aJIbHOTO O€3III0BHOTO
LUKITy: 3HAMIIIOB TOYKY 3 HAMOUIbII CTa0LIBHUM 3BYyYaHHAM, 00pi3aB 10 4 CEKyH],
3actocyBaB crossfade 200 miicekyH1 MK KIHIIEM Ta MOYaTKOM.

Loop Region nanamroBanuii 11 6€3kiHEYHOTO BiATBOpeHHs 3 Sustain Point.
o 1poro mapy s A0/aB JIETKy aBTomMaTuzaiio rygynocti yepe3 LFO modulator 3
yactororo 0.3 Hz ta rmubunoro +1.5 dB, mo cTBOpioe near MOMITHI KOJIMBAHHS
1HTEHCUBHOCTI TOPIHHS.

Hpyruit map "Torch Crackle" nogae BapiaTUBHICTh Yepe3 BUMAAKOBI 3BYKH
noTpickyBaHHs. Bin opranizoBanuii uepe3 Scatterer Instrument 3 Multi Sound
MOJIyJIEM, 1110 MICTUTh I'ITh P13HUX BapiaHTiB. Spawn Interval BcTaHoBIeHUI BiJT 2
1o 6 cexyna, Volume Range Bix -3 no +1 dB, Pitch Range Bix -8% n0 +8%.

st mpoctopoBoro mno3uiioHyBaHHsi nonii Torch s wHamamryBaB 3D
Attenuation 3 Min Distance 1 metp Ta Max Distance 12 meTpiB ik peajicTUYHa
MeXa IyTHOCTI THXOTO TIOJIyM s.

TexHIYHO IMIUIEMEHTYBATHU OUIbIIE TPUALSITH CMOJIOCKHUIIIB 1HAUBITyaJbHO
Ooyno 6 needextuBHO. Tomy s BukopucraB cucremy Prefab Unity. CnouaTtky

ctBopuB oauH etanoHHuil GameObject "Torch Audio Source" - mopoxHiit 00'exT
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6e3 BizyanpHOi reometpii. Jlo Hporo nogas kommoneHT FMOD Studio Event Emitter
3 mocuJiaHHAM Ha nofito "event:/SFX/Environment/Torch" [[logarok E].

Trigger HanamrTyBaHHs BcTaHoBiieHI Ha Object Start 1 aBTOMAaTUYHOTO
3arycKy npH aktubaiii. Stop Event na Object Destroy amnst 3ynuHKY MPpH 3HUILIEHHI.
Allow Fadeout yBIMKHEHUH IS TIJIABHOT'O 3aTHXAHHS.

[Ticast mMOBHOTO HamamTyBaHHS s mepeTsrHyB 00'ekt 3 Hierarchy y BikHO
Project B manky Prefabs. Unity aBromatnuno ctBopuia Prefab asset. Tenep mist
JI0JIaBaHHS 3BYKY JI0 KOKHOTO Bi3yaJbHOTO CMOJIOCKMIIA I MPOCTO TEPETATYBaB
Prefab 3 Project Ha mo3uiiito cmosiockuna. Becw mporiec go1aBaHHs 10 TPUALSATH
CMOJIOCKHUITIB 3aiHAB MEHIIIE JIECATH XBUJIHH.

HaiiGinpma nepeBara Prefab nposiBuiiack npu KOpuryBaHHI: KOJIM BUHUKIIA
HeoOX1aHICcTh 3MiHUTH Max Distance 3 12 Ha 8 MerpiB, s MPOCTO BIJIKPHUB
opuriHanbHui Prefab, 3MiHuB o1He 3HaueHHs, Ta Unity aBTOMaTUYHO MOLITUPUIIA 11E
OHOBJICHHSI Ha BC1 €K3EMILUISIPH MUTTEBO.

[aTerparisa quHaMIYHUX aTMOC(EPHUX EIEMEHTIB

Jist  momatkoBuX arMocepHUX JeTa’eil s IMIUIEMEHTYBAaB CHCTEMY
BUITAJIKOBUX CKPHUIIIB JIaxiB Ta AEPEB'sTHUX KOHCTPYKLINA. CTapl BIKIHIChKI Oy IMHKU
NPUPOAHO pearyroTh Ha 3MIHM BOJIOTOCTI, TEMIIEpATypH, BITEpP, CTBOPIOIOYHU
NeploIMYH1 CKPUIIH.

B FMOD Studio 0yno ctBopeno nofito "RoofCreak" 3 Multi Sound momynem,
10 MICTUTBH CIM PI3HUX BapiaHTIB: Bl KOPOTKUX JIETKUX CKpumiB 0.5 cekyHau 10
JIOBI'MX MPOTSHKHUX 70 2 CEKYH/, BlJl BUCOKOYACTOTHUX 10 HU3bKKX. Playlist mode
BcranoBneHui Ha Shuffle s rapanTii o Bci BapiaHTH OyJayTh BIATBOPEHI MO
OJIHOMY pa3y mepena nmoBTopeHHsaM. KojkeH 3Byk Mae BUMAAKOBY MOAYJIALItO pitch
+10%.

3amicTh 6e3mepepBHOTO BIATBOPEHHS, 115 MOMAIS BUKIUKAETHCS MEPIOTUIHO.
A po3mictuB nopoxHi GameObject mia gaxamu, Ouis OaNoOK, Ha BeXaxX - BChOTO
Omm3pko m'stHannaTh nosuiii. Koxken Emitter HamamrroBaHuii Ha BHIIAIKOBE

crpaloBaHHs yepe3 nonoMikHui ckpunt RandomEventTrigger.
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CKpUIT mpaiioe MpOCTO: KOXKHI BUMAAKOBI 15-45 cekyHJ BiH BUKIHKAaE
metox Play na Event Emitter, mo 3amyckae ofjHe BiATBOPEHHS MOJii 3 BUMIQAKOBUM
ceMIioM. Taka HEeperyIsIpHICTh CTBOPIOE BiAUYTTS )KHUBOI I€PEB'sTHOT apXiTEKTYpH,

sIKa MOCTIHHO pearye Ha HaBKOJIUIIIHE CEPEIOBUIIIE.

3.3 Komno3uuisi Ta inTepakTuBHA iMIJIEMeHTAaLlisl 3BYKOBOI'0 CYIIPOBOAY Y
FMOD Studio

Po3poOka aganTuBHOI cucTemu 3ByKiB nepcona:xka 8 FMOD Studio

CTBOpEeHHSI TEPEKOHJIUBUX 3BYKIB KPOKIB TEPCOHAXa € KPUTHUYHUM JIJIsi
3aHYpEHHS TPaBIls. 3BYKH KPOKIB - 11€ HaWYaCTIIINI MOCTIMHUM €IEMEHT, 3 SKUM
B3a€MO/II€ TPaBEIb MPOTATOM BChOTO JIOCBIY.

OOpobnieni aymiodaitin g imnoptyBaB B FMOD Studio 3 uiTkoro
opranizauietro. B manui Audio Files st ctBopuB nignanku 3a tunamu: Grass MiCTHTb
BICIM BapiaHTIB KpOKIB MO TpaBl, Wood MICTUTh €CATh BapiaHTIiB MO JEPEB'SHUX
notkax, Gravel MICTUTB I€B'SITh BapiaHTIB 10 TPaBIIo.

[lentpanbHa 3BykoBa nojis "event:/Player/Footsteps" Oyna cipoekToBaHa K
CKJIaJ[Ha THTEPAKTUBHA CTPYKTYpa 3 MOXKIIMBICTIO AUHAMIYHOI aganraiii. Kimtouosa
KOHIICTIIISI - BUKOPUCTAHHS TMapaMeTpudHOTro KOoHTpoido depe3 FMOD Game
Parameter 151 nepeMukanHs Mi>k HA0OpaMH 3BYKIB.

B po3gim Parameters st ctBopuB HoBuii Game Parameter "Terrain" 3 Tunom
Continuous. [ianmazon Bctanosnenuid Big 0.0 mo 2.0 [Hdoxatok K], e KOKHE IIie
3HaueHHA BianoBigae tuny noepxHi: 0.0 - rpasiii, 1.0 - gepe'sH1 nomku, 2.0 -
pesepB 11 MaliOyTHROTO KaMmeHto. Initial Value 0.0, Seek Speed 5.0 units per second
JUTSL IIBUAKOTO aJie HE MUTTEBOTO MEPEXOY.

Ha Timeline noxii Footsteps st cTBOpuB ckitaiHy 6aratomapoBy CTPYKTYpY 3
YOTUpPMA MapasieTbHIMH TPEKaMHU.

[lepmmit Tpex "Gravel Main" wmictute Multi Instrument 3 ngeB'sTeMa
BaplaHTaMH 3BYKiB 110 rpaBito B Random mode 3 minimum 2 retriggerings. ['yuHicTb

KOHTpOJItoeThes yepe3 Automation Curve: nipu Terrain 0.0 ryyHiCTh MaKCUMaJbHa
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0 dB, mpu 0.5 3HMKyeThes 10 -12 dB, mpu 1.0 Ta Bullle TOBHICTIO MPUTTYILIEHUH -00
dB.

Hpyruit  tpek "Wood Main" wmictute Multi Instrument 3 necsarbma
BapiaHTaMu 10 jaepeBy. Automation Curve mae mpotmiexHy ¢opmy: mpu 0.0
npurityieHui -co dB, ipu 0.5 Ha piBHi -12 dB, npu 1.0 gocsrae makcumymy 0 dB,
npu 2.0 310BY -00 dB. Lle cTBOproe "mik" Ha 3HavyenHi 1.0.

Tperiii Ta uerBepTuit Tpeku "Gravel Sub" Ta "Wood Sub" - nonatkosi mapu
Juist 6ararmoro 3By4anHs. Gravel Sub MICTUTBH THXIIIl BapiaHTH 3eMJIl Ta TUIY.
Wood_Sub MICTUTB THX1 CKPHITH JOIIOK Ta PE30HAHCU TTOPOKHHH.

Oco06suBa yBara JepeB'stHUM MOBEPXHSIM uepe3 0araToiapoBy KOMITO3HIIIIO.
Wood Main MICTUTh OCHOBHHMI PE30HAHCHUM 3BYK yJapy IO JOmHIKax. Aje
Wood Sub nomae tTuxwmii map 3BykiB rpabito Ha piBHi -18 dB. Yomy? Tomy 1o B
peaIbHOCTI MiXk JOLIKAMH HACTHITY € IIUIMHH, Yepes siki BUIHO 3eMito. Konu Hora
CTylla€ Ha JOIIKY, Bara TPOXW CTHUCKA€ TPYHT IiJ HACTHJIOM, CTBOPIOIOYH
nonatkoBuil Tuxuii 3ByK. lledt migxim o layering cTBOpro€ 3HAYHO OUIBII
paBONoAIOHE 3ByYaHHS.

JIns 1oAgaTKOBOiI BaplaTMBHOCTI sI JIOJAaB BUMAIKOBY MopyJisiito. Pitch
Randomization +3% 151 KO)KHOTO BIATBOPEHHS CTBOPIOE JI€Ab MTOMITHY TOHAJIbHY
pizauito. Volume Randomization #+1.5 dB pomae npupogHy MIHIUBICT
IHTEHCUBHOCTI KPOKIB.

[Iporpamua peanizariisi afanTUBHUX KPOKiB yepe3 Unity CKpUNITUHT

TexHiyHa peanizallisa BUMaraia cTBopeHHs1 ckpunta PlayerFootsteps.cs. Lleit
CKPHIIT CIIY)UTh MOCTOM MiX (hi3udHuM cBiToM Unity Ta norikoro FMOD.

Cxkpunt npukpimmoerbest 10 GameObject nepconaxa 3 CharacterController.
CtpykTypa BKJIIOYa€ KuUIbKa KIHOYOBUX 3MiHHUX: footstepEvent Tumy
EventReference mictute mocunands Ha FMOD mnogiro, surfaceParameterName
MmictuTh iM'ss mapamerpa "Terrain", speedThreshold 0.1f Bu3Hauae MiHIMaNbHY

MIBUKICTH JUTs KpOKiB, steplnterval 0.5f Bu3Havae 6a30Buii iHTEpPBAT Mi>K KPOKAMHU.
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[Tpusatni 3minHi: characterController mist mocTymy no manux pyxy, stepTimer
JUTSL BIZICTEXKEHHSI 4acy 3 OCTaHHbOTO KpoOKy, currentSurfaceValue nnsi 3HaueHHs
napameTtpa Terrain, lastSurfaceTag nnst ontumizaiii.

Meton Start orpumye mnocuinanHs Ha CharacterController uepe3
GetComponent g mojaneiioro goctymy g0 velocity Tta i1sGrounded 6e3
MOBTOPHUX BUKIIMKIB.

Hentpansaa gynkiis CheckSurface Bukonyerbest koxkeH kaap 3 Update i
BHU3HAvyae Tun mnoBepxHi depe3 Physics.Raycast. Raycast - TexHika TpacyBaHHs
MPOMEHsI: 3 TEBHOI TOYKH B 3aJaHOMY HAMPSIMKY BHUITYCKA€THCSI HEBUIAMMUI
MPOMiHb, 1 PI3UYHUHN PYILIiH IEpPEeBIpsie U IEPETUHAETHCS BiH 3 KOJIalIepamMHu.

VY Moiil peanizaiii NpOMiHb BUIIYCKA€ETHCS 3 MO3ULII TPOXU HUKYE LEHTPY
CharacterController uepe3 transform.position + Vector3.down * 0.1f, BepTukansHo
BHM3, Ha BijcTaHb characterController.height * 0.5f + 0.2f qns magifinoi gerekii
T1JIJIOTH.

Sxmo npominb Biydyae B komaiaep, Physics.Raycast moBeprae true Ta
3anoBHIOE RaycastHit ingopmaiiiero: hit.point MICTUTh KOOpAWHATH BIIy4YaHHS,
hit.collider nae noctyn no GameObject.

3 GameObject s 3uutyro Unity Tag uepes hit.collider.tag. Jlna cucremu
KpOKIB s1 cTBOpUB KacToMmHi Teru uepe3 Edit > Project Settings > Tags and Layers:
"Grass" s tpaBu, "Wood" nmns mepeB'sHMX HacTwiiB, "Stone" IS KamMeHIO,
"Default" nys 3araqbHUX MOBEPXOHb.

Pi3H1 oOnacti nokauii s mpoMapKyBaB BIAMOBIAHMMHM Teramu. Bci plane
00'ekTH TpaB'sstHOTO TOKPUTTS oTpuManu Grass. Mictku Ta Hactunu - Wood.
Kam'sni cxonu - Stone. Ile#t nporec 3aiiHsIB OJU3bKO TOJAWHH, aj€ BiH KPUTUYHO
BaKJIMBUU.

[licns oTpuMaHHS Tery CKpHUNOT BHUKOPHCTOBYye switch statement s

NEPETBOPEHHS TEKCTOBOI MITKM B YHUCJIOBE 3HaueHHs. case "Grass" BCTaHOBIIOE

0.0f, case "Wood" Bcranosmatoe 1.0f, case "Stone" - 2.0f, default - 0.0f.
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Jlnst ontuMizariii s 10maB TMEPEBIPKY: SKIO BUSBICHUW TETr 1ICHTHYHUN
nonepenubomy B lastSurfaceTag, 3HaueHHs He 3MmiHIOeTbea. lle 3menmnye
HenoTpiOH1 API BUKIIMKY TTpu X0/1b01 11O OHIN TOBEPXHI.

Jlorika BiaTBOpeHHs KpokiB B Update mepeBipse Tpu ymosu. Ilepma -
characterController.isGrounded uu mepconaxk Ha 3emJyii, He B moBiTpl. Jpyra -
characterController.velocity.magnitude > speedThreshold mepeBipsiec MBHUIKICTH
pyxy. speedThreshold 0.1f cTBOproe MepTBY 30HY Il YHUKHEHHS 3BYKIB TPH
MIKpOpyXax.

SIKI0 yMOBH BUKOHYIOTHCS, aKTHBYETHCS CHCTeMa TakiMepa. stepTimer
akyMyJsroe 4yac yepe3 nogaBanHs Time.deltaTime xoxxen kaap. Time.deltaTime
MICTHTD Yac 110 MPOMUIIIOB 3 OCTAHHBOTO KaAPy.

Konu stepTimer >= stepInterval, Buknukaetscst PlayFootstepSound 1 Taitmep
CKUJIA€THCS 10 HyJIs1. S TaKoK 1071aB alanTUBHUM efeMeHT: steplnterval munamiuHO
3MIHIOETBCS 3alie’KHO Bij mBUAKOCTI. [lpu moBuibHIN xoxai interval 0.5f, mpu
mBUAKOMY Oiry 3MeHInyeThes 10 0.35f yepes steplnterval = Mathf. Lerp(0.5f, 0.35f,
velocity.magnitude / 6f). Ile cTBoproe mpupoHy PI3HUIIO B PUTMI.

Merton PlayFootstepSound iHKancCyto€e JIOTIKY CTBOPEHHS €K3EMILIspa
FMOD. Cnouatky CTBOPIOETHCS EK3EMIUISIP yepes
RuntimeManager.Createlnstance(footstepEvent). Createlnstance noBepTae
EventInstance - He3aJIe)kHY KO0 3 BIIaCHUM cTaHOM. Lle 103BoJIsle MaTH JAeKiJIbKa
AKTUBHHUX €K3EeMILTSIPIB 0€3 KOH(]IIIKTIB.

Hami d4epe3 set3DAttributes mnpuB's3yl0TbCS MNPOCTOPOBI  aTpUOYTH.
ATTRIBUTES 3D 3amoBHIOETBCS TIOTOYHOIO TIO3MINIEI0 TEPCOHaXKa dYepes
RuntimeUtils. To3DAttributes(transform.position), BexkTopamu forward Ta up, Ta
velocity nns edexty Jlomnepa. Ile 3a0e3neuye mo KOXKEH KPOK 3BYYUTh TOYHO 3
MO3UIIIT HIT.

Kputnuano BOKJTMBUN MOMEHT -
eventlnstance.setParameterByName(surfaceParameterName,

currentSurfaceValue). [{s komanna nepenae inpopmariito mpo Tun nosepxHi 3 Unity
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B FMOD, ne automation curves aBTOMAaTWYHO aKTUBYIOTh BIIIMOBITHUN HAOIp
3BYKIB.

Taka peasizaliis BiinmoBigae KiOEpHETUUHOMY MIAXOAY /10 reiMau3ainny [34]
3BYK BHCTYIAa€ 1HGOPMAIIHHIM KaHAJIOM, SIKAW TIOBIOMIIS€ TPABIIEBI MIPO 3MiHY
CTaHy CHCTEMHU (3MiHA IOBEPXHI IMiJ] HOTaMH), 3aMHUKalO4YX KOHTYP 3BOPOTHOTO
3B'SI3KY.

[licns HanmamTyBaHHS EK3eMIUIIp 3amyckaeTbcsi meronoM start(). Oppasy
BUKJIMKAEThCS release(), AKui MOXe 3/1aBaTUCh NMapaJOKCATIbHUM ajle KPUTHYHO
BaxsiuBuil. release() HE 3ynunsie BiaTBopeHHs. Bin numie nosigomiiie FMOD mio
MiCAsT MPUPOJHOTO 3aBEPIICHHS BIITBOPEHHS CHUCTEMa MOXE aBTOMAaTHYHO
3BUIBHUTH mnam'sate. lLle pattern fire-and-forget, imeanbHuil 11 KOPOTKHX
OJIHOpPa30BUX 3BYKiB. be3 release() KOXeH €K3eMIUISp 3ajlvIlIaBcs O B maMm'saTi

Ha3aBXK/IH, IIPU3BOIAYN 10 BUTOKY mam'sTi.

IIpocTopoBe ayaio Ta CTBOPEHHA €EAUHOTO AKYCTHYHOTO MPOCTOPY

[licns  iMmuemMeHTanli  BCIX  IHAMBIAYyaJbHUX  €JIEMEHTIB  BHUHUKIIA
HEOOX1THICTh 00'€JHATH 1X B €IMHE LIITIICHE cepeioBulie. bes 11boro 3ByKH 3Bydanu
0 130JIbOBAHO Ta IITYYHO.

JUiss CTBOPEHHSI €IMHOTO aKyCTUYHOI'O MPOCTOPY S BUKOPUCTAB CUCTEMY
peBepbOeparniii B FMOD Studio. PeBepOepaiiisi cumyiitoe mpupoaHE BIUTYHHS Bijl
apXITEeKTYpHUX €JEMEHTIB, BIJOUTTS BIJ CTIH, 3€MJIl, JEpPEB, IO CTBOPIOE
"00BoJIIKaHHS" 3BYKY ITPOCTOPOM.

B poszaini Mixer s ctBopuB crneuniaibHy rpymny "Reverb Bus" okpemo Bin
ocaHoBHHMX Music, SFX, Ambience. Ha 1o mmuny nogas edext Convolution Reverb
3 IMIOYJBCHOIO XapaKTEPUCTHKOIO CEPEAHBOTO PO3MIPY BIIKPUTOTO JBOPY
OTOYEHOTO JepeB'sHUMHU OyaiBismu 3 010miotekn Open AIR. AnbTepHaTHBHO
MOkHa BUKOpucTatH anroputmiuny FMOD Studio Reverb.

[TapameTpu peBepOeparii: Room Size ma Medium (30-40 metpiB) nis
npocropy Mix Oyaunkamu, Decay Time 1.2 cekynau o6 BiayHHs HE OyJI0 HAATO

nosruM, High Frequency Damping 60% ans mnornvHaHHS BHCOKHUX YacTOT
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nepes'suumu noBepxHsamu, Wet Level nHa -12 dB BigHOCHO dry curnamy ans
MIOMIPHOTO e(PeKTy.

Jlist mapuipyTtusanii 3ByKiB Ha peBEepOEpaTMBHY INUHY S BUKOPUCTAB
mexani3M send buses B FMOD [domatoxk 3]. Send bus 103B0osIsI€ BiIIPaBsSTH KOO
CUTHAJTy Ha JI0JIATKOBY IIMHY MapajiebHO 3 OCHOBHUM. OpuriHanbHuil dry curHan
iizie Ha master output 6e3 3MiH, ajie Horo Komisl 0JHOYaCHO HaJcUIaeThesl Ha Reverb
Bus e 06po0isieThes Ta 3MINTY€ThCS Ha3a/l.

A BIIKpUB KOXXHY KIIFOYOBY Tofit0 - Footsteps, Torch, Bci House amOienTH,
RoofCreak - Tta nHa ix Master Track momaB Send nmo Reverb Bus. PiBenb send
HaJalITyBaB 1HAUBIAYaJIbHO JIJIsi KOKHOTO THITY.

Kpoxku nepconaxa maroth send level -20 dB st 30epekeHHs 4ITKOCTI 3BYKY
Onu3bko 10 ciayxada. Cmonockunu maroTh -15 dB sk xommpomic. AMOieHTH
OynuHKiB MaioTh -10 dB OCKiJIbKM BOHM B)KE€ MPHUTITYIICHI OKJIIO31€I0 1 JI0JaTKOBA
peBepOepaliiss NOCHITIOE BiAUYTTS npoctopy. CKpUNM JaxiB MarOTh HaWOUIbIIANA
send -8 dB sk ganexi atMocdepHi eIeMEHTH.

Taka audepeniiaiis CTBOPIOE MPUPOJHY 3BYKOBY MEPCIEKTUBY: OIU3bKI
BXKJIMBI 3BYKHM 3aJIUIIAIOTHCS YITKUMHU, TOAI K JajieKi €JIEMEHTH CHUJIbHIIIE
IHTErpoBaHi B TpocTip. PesynpTaT 11i€i cuctemMu HaA3BUYAHO BIJUYTHUMN: BCI
CJIEMCHTH TETIep 3ByUaTh K €IMHE cepenoBuine. [Ipu mepecyBanHi MOKHA YYTH K
3BYKH CMOJIOCKHUIIIB BIJJTYHIOIOTH BiJ CTiH, SIK KPOKM MAarOTh JIETKE BIIJIYHHS, SIK
JTAJIeKl CKPUIIN 3JIMBAIOTHCS 3 3aTalIbHOI0 aTMOC(heporo.

Opranizanisi KOHTEHTY 4Yepe3 IPYNOBY CHCTEMY

EdexTuBna opranizaris uepe3 cucremy 6ankiB FMOD kputudHO BakiivBa
JUISL ONTHUMI3AI] MaM'sTi Ta 4yacy 3aBaHTaXKEHHS. BaHKU HO3BOJISIOTH JIOT1YHO
IpyIyBaTH KOHTEHT Ta 3aBaHTAXXyBATH Horo BHUOIPKOBO.

B Moemy mpo€kTi s CTpyKTypyBaB KOHTEHT B TpU OCHOBHI OaHku. Master
Bank 3aBaHTa)Ky€ThCsl aBTOMaTHYHO MPU CTAPTI 1 MICTUTh BCIO CTPYKTYPY MIKIlIepa
3 ycima rpymamu Music, SFX, Ambience, Reverb Bus, Bci Buznauenns VCA, Ta
rinobanbHi mapameTpu Ha KmrtanT Terrain. Master Bank 3a3Buuaii HeBenwkuii

OCKUIBKM  MICTUTh  JIMIIE  MeTajaHi 0e3  (akTUYHUX  ayJ10CEMILTIB.
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bank Environment MiCTUTh BCl 1HTEPAKTHUBHI 3BYKH IO 3aJIeXaTh B MIii
rpasis. Crogu BXoasTh Footsteps 3 ycima Bapiantamu KpokiB, Torch 3 3Bykamu
nonym'si, RoofCreak, Ta moTeHItiiftHi MaitOyTHI 3ByKH B3aeMoJIii. J{is onTumizarii
BUKOPHUCTaHHSA ornepatuBHOI nam'ati (RAM) HanamryBanHs OaHKIB OyJ10 3411 CHEHO
3TITHO 3 peKkoMeHjamisiMu  po3poOHUKiB [18]:  kopoTtki 3Byku (SFX)
3aBaHTaXYIOThCs Y pexkuMi Decompress on Load, Toai sk 10Bri atMocdepHi Tpeku
BUKOPUCTOBYIOTh pEXuUM Streaming aias uuTaHHs 3 jucka [[omaroxk K.

Ile 3a6e3neuye aOCOIIOTHO HYJIbOBY JATEHTHICTH MPHU MEPIIOMY BiITBOPEHHI
- KpPUTUYHO I 3BYKIB KPOKIB 5IK1 [IOBUHHI CITPAl[bOBYBaTH CUHXPOHHO 3 pyXoM 0e3
3atpuMku. Hemoumik - Ounblne crioxuBaHH RAM, ane s BIZHOCHO KOPOTKHUX
edekTiB 1e npuiHATHUN trade-off. bank Ambs mMictuth Bci poHOBI aTMOChepHi
3ByKu. Croqu BxoasTh Bl BapianTu House nomiid, Wind sikio 6yne noaano, Ocean,
Ta 1HIII JOBrOTPHBAII ITUKIIIYHI e1eMeHTH. Ambs Bank HanmamroBanmii sik streaming
bank, o o3Havae Benuki ayaiodaiian He 3aBaHTAXYIOThCS MOBHICTIO B NIaM'sITh a
YUTAIOTHCS MOCTYTIOBO 3 JTUCKA i qac BIJITBOPEHHSI.

Streaming KpUTUYHO BAXJIMBUU JUISI BEIMKAX aMOIEHTIB  OCKUIBKHU
3aBaHTaXeHHs BciX BapiaHTiB House aM0OieHTiB MOBHICTIO Morjo 6 3aiimatu 50-80
merabait RAM. 3 streaming 111 cami 3BYKH 3aiimaioTh Juiie 2-3 merabautu
OydepiB, TOI1 SIK OCHOBHI JaHl YATAIOTHCS 3 JKMCKa B peajbHOMY uaci. Bumora -
JIOCTATHSI MPOIMYCKHA 3/IaTHICTh JUCKA, ajie Ha cydacHuX SSD 1ie He mpobiiema.

B Unity Oyno HamamToBaHe aBTOMAaTHYHE 3aBaHTAKEHHsS OaHkiB. Master
Bank 3aBaHTaXyeTbcs aBTOMaTUYHO NpH iHimiani3auii FMOD uepe3 HanamTyBaHHs
B FMOD Settings. Environment Bank st 3aBanTaxyro B Start MeTOJI TOJOBHOTO
MeHeKepa cienu yepe3 RuntimeManager.LoadBank("Environment"). Ambs Bank
3aBAHTAXKYEThCS aHAJIOTIYHO oOfpa3y micias Environment ais 3a0e3nedyeHHs
JIOCTYITHOCTI BCIX 3BYKiB HA MOMEHT MEPIIOTO KaJapy reiMIUICTO.

Peanizaniss AMHAMIYHOIO BIiTPY 32JI€KHO BiJl BUCOTH

Cucrema JAMHAMIYHOTO BITPY TMPEACTABIA€ CKIAAHINIY 1HTEPAKTUBHY
CUCTEMY, JI€ IHTEHCUBHICTb 3BYKY aJJalITYETHCS JO BUCOTH MIEPCOHAXKA HaJl Oa30BUM

piBHeM 3emJi. Lle cTBOpIO€E BIMUYTTS MOCUJIEHHS BITPY IpH MiAoMi Ha Bexi abo
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TipChKi CXHJIN.
B FMOD Studio 6yno ctBopeHo OararomapoBy nojairo Wind 3 Tphoma
napajielb-HUMU TPEKaMU Pi3HOI IHTEHCHUBHOCTI. ba30BHWiIl map MICTUTHh M'SAKUI
HU3bKOIHTEHCUBHUHN BITEp, XapaKTEpHUN NIJs 3aXMINEHOTO TMOCENEHHS Ha PiBHI
3eMIJIl - JITKUW pyX MOBITPs, TUXUH CBUCT uepe3 mmuinHuA. Cepeaniil map gonae
OUTBIII BUPaXXEHY MOPUBUCTICTH ISl IOMIPHUX BUCOT - MOCHUJICHUM PyX MOBITpA,
nepioinyHi nmopuB. BepxHiil 1map Bk/IOYae arpecMBHE 3aBUBAHHS Ta CBUCT IS
MaKCUMaJIbHUX BHUCOT, JI€ MIOBITPSHI IOTOKK HE OOMEKYIOThCS MEePEIIKOAaMHU.

JUisi KepyBaHHsS LMMH IIapaMH CTBOPHUB rioOanpHuM mapamerp Height 3
niamazoHoM Bix 0 go 20 oguHUIB, IO BIAMNOBIZAE BEPTUKAIBHOMY Jialla3oHy
Jokanli. Automation curves JJig TyY4HOCT! KOYKHOTO LIapy HaJalITOBaHI Tak: MpHU
Height 61m3pkoMy 10 HyJsi aKTUBHMI Jiniiie 0a30BUi 1Iap 3 OBHOIO T'y4HICTIO O
dB, cepenniii Ta BepXHiil MOBHICTIO IPUTITyIIeHi -0 dB.

[Tpu mocTynoBoMy 3pocTaHHI mapaMmeTpa 0a30BHii Iap MOCTYMOBO 3aTUXAE,
CepeHii 3'ABISETHCS Ta JOCIATa€ MAKCUMYMY IPUOIM3HO HA CEpEIUHI JAiana3oHy
omms3pko Height 10, micns goro Takox 3aTuxae, MOCTYNMAIOYUCh BEPXHBOMY IIapy
AKUWA JOMIHYE TpHW 3HadYeHHsAX Onu3bkux 1o 20. Takuiét miaxin no layering 3
crossfade mepexomamu CTBOPIOE IJIABHY E€BOJIIOIIIO XapakTepy BITPY 0e€3 pi3KuX
CTpPHUOKIB.

Texniuna peanizaifii BUMara€ CKpUIITa HAa TEPCOHaXI, SIKUA TOCTIMHO
MOHITOPUTH  BEPTUKAJIBbHY KOOpPAMHATY. S CTBOpPUB MPOCTUH  CKPHUIIT
HeightParameterController.cs, sxuii npukpimmtoerbes 10 Player o0'ekra. B meroni
Start ckpunt Bu3Hauae 6a30By BUCOTY Jiokailii minHeight sik HaliHIKYy TOUKY 3emuTi
Ta maxHeight sk HaliBUIIy JOCTYyMHY TOYKY JIJIsl TPaBIIS.

B Update xoxeHn kanp ckpunt 3uutye transform.position.y, HopMam3ye ii y
miamazon  0-20  4epe3  mpocre  oOumcienHs:  normalizedHeight =
Mathf.InverseLerp(minHeight, maxHeight, currentHeight) * 20f, Ta nepenae
3HAYEHHS 10 FMOD yepes
RuntimeManager.StudioSystem.setParameterByName("Height",

normalizedHeight). Lle 3a0e3neuye MUTTEBY peakiiito 3ByKy Ha 3MIHU BUCOTH.
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Cucrema 3By4aHHS IMHAMIYHOI0 OKEaHY 3 PO3PaxXyHKOM Bi/CTaHI

Cucrema NMHAMIYHOTO OKEaHy - HaWCKIJIaJHIIIA YacTUHA NpoekTy. OkeaH
3aiiMa€ BEJIMKY IUIONLY B3JOBX Kparo JIOKallii, 1 MOro TYy4YHICTb IOBHHHA
3MIHIOBATHCh 3aJICKHO BiJl BiJICTaHi 0 Oepera.

B FMOD Studio s ctBopuB 6araty komno3suiiiro "Ocean Event" 3 gekinprkomMa
nrapamu. ba3oBwii map - mocTiitHUi 1ryM NpruOoI0 3 TUIECKaHHSIM XBHIIb 00 Oeper siK
oesnepepBHUil TekcTypHui (oH. CepenHiil map g0/a€ OKpeMi BEIMKI XBWIL 3
XapaKTepHUM HaOIraHHSAM BOJHU 4epe3 Scatterer MOAYJIb 3 IHTEpBaAJIOM 4-8 CEKYHT
JUTSL IPUPOHOT HEPETYIISIPHOCTI. BepXHiii m1ap - MOpCbKUi BiTEp, SIKUK cieup1gyHO
BIJIPI3HAETHCS BlJ KOHTMHEHTAIBHOI'O CBOEIO BOJIOTICTIO. [l0JITaTKOBUH IIap MOKe
BKJIFOYATH BHITQJIKOBI KPHKHM YaloOK yepe3 Scatterer 3 piikumMu iHTepBasiamMu 15-30
CEKyH/I.

JUist  KepyBaHHsS  IHTEHCHBHICTIO CTBOPEHO TJVIOOQJIBHHM  IMapamerp
DistanceOcean 3 nianazonom Big 0 g0 | onuHuik. Hynb Bianosigae 6Ju3bKOCTI A0
BOAM a00 3HAXOKEHHIO BCEPEIUHI aKyCTHMYHOI 30HHM, COPOK - MaKCHUMAaJbHIN
BIJICTaHI 3a SIKOI0O OKE€aH He 4YyTHHMM. Automation curves HaJalITOBaHI Tak: MPHU
DistanceOcean piBHOMY HYyJIIO BCl €JIEMEHTHM 3By4aT 3 MaKCHUMAaJbHOIO
iHTeHcuBHIcTIO 0 dB, cTBOprotoun notyxHe 3BydanHs Ha Oepesi. [Ipu 301nbeHH1
3HAYEHHS 3arajbHa r'yYHICTh OCTYIOBO 3MEHILIYETHCS BIAMOBIIHO 10 PEaiCTUYHOT
KpUBOi 3aracaHss, sKy S HajallTyBaB K KOMOIHAIii0 JIHIHHOTO Ta
eKCIOHEHILIIMHOTO 3aracaHHs Uil XyJIO0KHbOTO KOHTpoJito. OKpeMi IIapu MaroTh
pi3HI KpHMBI: BHUCOKOYACTOTHI €JIEMEHTH IUIECKOTY 3aTHXaloTh IIBUAIIEC Yepe3
Oinpie arMocdepHe MOTJIWHAHHS, TOJI SK HU3BKOYACTOTHUN TYJ 3alUIIAETHCS
qyTHUM JI0BIIIe. J[0J1TaTKOBO 3aCTOCOBY€EThCS progressive low-pass ¢iuibTpariis yepes
aproMaru3aniro Cutoff Frequency ¢ineTpy, mpuB's3aHy a0 mMmapameTpa, sKa
MOCWIIOETHCS  TPW  30UIBIICHHI  BIACTaHl, MNPUOMPAIOYM BHUCOKI YaCTOTH.

TexHiuHa peanizamiss € HANCKIAAHINIOW 1 BUMAaraja CTBOpPEHHS
cnemianizoBanoro ckpunrta FMODDistanceParameterZone.cs, sikuii Bupimrye
3aladyy OOYMCIIEHHS BIJICTAHI BiJl TIEPCOHAXa JO HANOIMKYOI TOYKH BEIMKOT

TPUTEPHOI 30HU OKEaHY.
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[Ticns  iMmiemMeHTarlii BCIX CHCTEM S BHUKOHAaB ONTHMI3AIlI0
npoayktuBHOCTI. 3aBasku GyHkiii Live Update Oyio BcTaHOBJIEeHO Oe3mocepeiHe
3'ennadHs Mk FMOD Studio Ta 3anmymenuM irpoBum mpototunom [Jlomatok JI]
JI03BOJIMJIO B peaTbHOMY 4aci MOHITOPUTH METPUKH 11 4aC IHTEHCUBHUX CIICHAPIiB.

BusiBusnocs, 110 B lIEHTp1 MOCEJICHHS 3 0araTbMa CMOJIOCKUIIAMU, aKTUBHUMHU
am0Oi€eHTaMU Ta 3ByKaMU KpOKiB cuctema jaocsrana 40-50 o1HOYaCHUX TOJIOCIB, 110
3anuianock B KompopTHuX Mexax. HamamryBanHs npioputeTiB [uist pizHux Events
no3somiio FMOD aBroMaTuyHO BipTyalli3yBaTh HallMEHII Ba)KJIMBI 3BYKH MpHU
JIOCSITHEHHI JMITY.

Opranizamis  0aHKiB  BHUSBWJIAch  €(EKTHUBHOIO:  KPUTUYHI  3BYKHU
3aBaHTaXyBaucb B RAM 1OBHICTIO, BeNHMKI aMOIEHTM BHKOPHCTOBYBAIU
streaming. 3arajJibHe BUKOPHUCTaHHS ayjaionam'saTi ckiaigo 15-20 merabaiit, mio
MPUIHATHO HABITH JJI1 0OMEXEHHUX TIaTHOPM.

TecTyBaHHS MOKa3aJl0 BUCOKY €(EKTHBHICTh aJalTUBHOTO MIIXOMY:
3BYK OpraHi4HO pearyBaB Ha Bcl aii mepcoHaxa. CucreMa KpOKIB KOPEKTHO
nepeMuKanach MiK TOBEPXHSIMHU 0e3 MOMITHUX apTedakTiB, OKEaH IIJIaBHO
MOCWJIIOBABCSI NPU HAOJMKEHHI, BITEp MPUPOJHO 3MIHIOBABCS MpHU MIAKOMI, a
peBepOepartis o0'enHyBaa BCE B €MHUN POCTIp.

Peanizanis anantuBHOrO 3ByKOoBOro au3ainy B Unity 3 FMOD Studio Ha 6a31
Viking Village nponemoncTpyBaia Bucoky edextuBHicTh middleware migxomy nms
CTBOPEHHsI JAMHAMIYHOTO Ta IMEPCHMBHOTO 3BYKOBOro cepemoBuia. Cucrema
napameTpuyHoro kepyBanHs yepe3 Terrain, Height ta DistanceOcean go3Bonuia
3BYKY IHTEJIEKTyaJbHO pearyBaTi Ha KOHTEKCT Ta JIii rpaBIisi, CTBOPIOIOYH BIUYTTS
YKUBOT'O CBITY, SIKMI BIJINOBIJIAa€ HA MPHUCYTHICTh MEPCOHAXA MPUPOJIHUM YHHOM.

Buxopucranus Prefab cuctemu juist oprasizaiiii moBTOPIOBAHUX 3BYKOBHUX
CJIEMEHTIB 3HaYHO CIIPOCTHIJIO POOOUHMI Iporiec Ta 3a0e3MeunIo KOHCUCTEHTHICTh
HaJjalTyBaHb 1O Bciil cueni. Texnonoris Multi Instrument 8 FMOD 3a0e3neunna
HEOOX1THY BaplaTUBHICTh 0€3 3HAYHOTO 30UIBIICHHS 00CATY pOOOTH, TO3BOJISIOUN
CTBOPIOBATH >KMBI Ta HerepenadadyBaHi 3BYKOBI TEKCTYpH 3 OOMEXKEHOTO Habopy

cemrutiB. [IpoctopoBa 00poOka uepe3 Spatializer Ta cucTemMa OKIIIO311 CTBOPUIIU
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peasicCTUYHE TPUBUMIPHE 3BYKOBE I0JI€, 1€ TIO3UIIis Ta BIACTaHb HKEPET TPUPOTHO
CIIPUIMAIOThCA CIIyXOM IpaBIIs.

[IpakTyna pobota miareepawia, mo komoiHaiis Unity Ta FMOD nHanae Bci
HEOOXITHI 1HCTPYMEHTH I peami3ailii CKIaJHUX aJalTUBHUX ay10CUCTEM
npodecifHOro piBHsS, JOCTYIMHMX HaBITh JUISI HEBEJIMKHX KOMaHj Ta
1HAMBIAyaNbHUX PO3POOHMKIB. PO3MiIeHHS BiAMOBIAAIBHOCTI MIXK TBOPUYOIO
po6otoro B FMOD Studio ta TexHiuHoto iHTerpaiieto B Unity cTBOpIO€e epeKTUBHUIA
workflow, 1e 3BykoBuUii 1u3aiiHep Moke (hOKYCyBaTHCS Ha XYJ0KHIX aclleKTax, TO/i
K TMporpamicT 3a0e3nedye TEXHIYHY OCHOBY JUIsl peaii3alii TBOpYOro OayeHHs

yepe3 MPOCTi Ta 3pO3yMiJIl CKPUIITOBI PIIlICHHS.

3.4 HanucanHsa Ta iMIJieMeHTaLlisi My3U4HOT0 CYIIPOBOIY

Y paMkax BHKOHAHHS MPAKTHYHOI YAaCTUHU Marictepchbkoi poboTu OyIo
3MIIICHEHO PO3POOKY Ta IHTETPaIlil0 My3UYHOTO CYPOBOJY JI0 IFPOBOT0 MPOTOTHUITY.
OCHOBHOIO METOI0 IIBOTO €Taly CTaJ0 CTBOPEHHS TEMATHYHOI MY3WYHOI
KOMITIO3HUIIIi, fIKa O TapMOHIMHO MO€AHYBajlacs 31 3BYKOBUM CEpPEIOBHUIIEM Ta
cnpusuia  (GOPMYBAaHHIO  LUIICHOTO  ayJiOBI3yaJbHOTO  MPOCTOPY  TpH.

[Iporiec iIHCTPYMEHTOBKH Ta 1000py TeMOpIB 31HCHIOBABCS BIAMOBIIHO 10
3acaJl KOMIT'IOTEPHOTO apaH)KyBaHHS, BUKJIAQJICHUX y mocionuky B. I'pumenka [5].
Jlnst  cTBOpEHHSI aBTEHTUYHOTO 3a0apBIIEHHS BHUKOPUCTOBYBAJHUCS BIPTYyalbHI
IHCTpyMEHTH  Ha  OCHOBI  cemmepa  Native  Instruments  Kontakt..

OcHOBOIO OpKecTpOBOrO 3By4aHHs cranu Oi0mioreku Spitfire Audio,
30KpemMa HabOpU CTPYHHUX Ta JyXOBUX IHCTPYMEHTIB, 1110 Bi/I3HAYAIOTHCSI BUCOKUM
piBHEM JeTaiizailii, IpUPOJHIUMH apTUKYJIAIISMHU Ta 0araTonapoBo0 JUHAMIKOIO.
3aBAsSKHA IBOMY BIAJIOCS JOCSTTU KUBOTO, JUHAMIYHOTO 3BYYaHHS OPKECTPY, SAKE
30epirae aBTEHTUYHUN XapaKTep 1 BOJHOYAC BIJIMOBIAAE CyYaCHUM BHMOTaM 0
SKOCTI ay1oMpo Ty KIii y BiJI€OIrpax [Hdonarok M].

Ocob6nuBy yBary OyJi0 MOPHUAUIEHO CTBOPEHHIO NPOCTOPY 3BY4YaHHS. 3a
JIOTIOMOTOI0 ~ peBepOepaniiHuXx  eekTiB  OyJio 3MOJEIbOBAHO aKyCTUYHE

CEpENIOBUIIIE HEBEJMKOTO KaM STHOTO TPUMINIEHHS, 10 acCOIlIOEThCS 13
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CepeIHbOBIUHMMHU 3aiaMd a00 TaBepHaMH. J[0JAaTKOBO 3aCTOCOBAHO JIETKE
GIbTpYBaHHS BHCOKHMX YAacTOT, SIKE€ HAJA€ KOMIIO3MINI M SKOTO, «BIKOBOTO»
BIITIHKY, 110 1 JICUITIOE atMochepy CTapOBHHH.

Ha erami inTerpaimii My3ukud y rpy OyJ0 BHUKOPHCTAHO 3BYKOBHM pPyIIiit
FMOD Studio, saxuii 3a0e3nedye MOXJIMBICTb JMHAMIYHOTO KepyBaHHS
ayIiOMOIIsIMU Y 3B’SI3KY 3 IrpoBUMH ciieHapisMu. Y mexax FMOD cTtBopeHo HOBWHIA
noAieBui 00’ eKT (event) mija Ha3Boro Music, SSKUT PO3MIIIIEHO B OKpEeMOMY OaHKY
Music. Ha Timeline nogano Mmy3uunuii pparMeHT 13 akTuBoBaHOO (yHKIli€r0 Loop
[Hdonmarok H], mo 3abe3neuye Oe3M10BHE LUKIIIYHE BIATBOPEHHS TEMU 0€3 UyTHUX
nepexoiB MK MOBTOPEHHAMH. Takuil miaXiJ JO3BOJISIE MiITPUMYBATH CTaOUIbHY
My3Uu4yHy armocepy ©0e3 BiAUyTTS MOBTOPIOBAHOCTI YW MOHOTOHHOCTI.

[Tomanema i”Terpamis 3aidicHioBanaca y pymii Unity. JIns uporo Oyio
CTBOPEHO NOPOXKHIA 00’€KT, IKOMYy NpUCBO€HO Ha3By Music. Jlo HbOro nopaHo
komnoHneHT FMOD Studio Event Emitter, sxuii BignoBizae 3a 1HIIIadi3aIio Ta
KepyBaHHS ayAi0MoJIi€l0 B irpoBoMy mpoctopi. Y nmapamerpax Event Play Trigger
oOpano omiito Object Start, 1110 3a0e31euye aBTOMaTUIHHM 3aITyCK MY3UKH TI1]] 4ac
3aBaHTaxeHHs ciieHd. Y noni Event Stop Trigger BcraHoBiieHO 3HaueHHs1 None,
3aBISKH YOMY BIJTBOPEHHS BiOYBA€ThCS OE3MEPEPBHO MPOTATOM YCHOIO Yacy
nepeOyBaHHS IpaBIIs Ha JIOKaIli.

JIist mocsrHeHHsT 30aJ1TaHCOBAHOTO 3BYYaHHS MY3HMYHOTO (JOHY Ta 3BYKOBHUX
edekTiB cepenoBuiia B FMOD Mixer O0yno peanizoBaHo okpemi MapiipyTH (bus
routing) s My3HWKH, aTMOC(QEpHUX 1 Jl€reTMYHuUX 3ByKiB. lle mg03BONMIIO
3a0e3MeunTH MPaBUIbHE CIIBBIIHOIIECHHS PiBHIB TYYHOCT1, YHUKHYBIIN KOHMIIKTY
MIDK MY3HUKOIO Ta edexTaMu HaBKOJIMIITHHOT'O cepeIoBUIIIA.

VY pe3ynbTaTi NpoBeIeHUX poOIT OyJI0 pealli30oBaHO MOBHOIIHHY 1HTETPallii0
MY3UYHOT'O CYIpPOBOAY, IO TAPMOHIMHO MOEAHYETHCS 3 yciMa ayJioeieMEeHTaMu
irpoBoro mpoekty. CTBOpeHa KOMITIO3UIlisi BUKOHYE HE JIMIIE NEKOPATUBHY, a |
eMOLIHHO-HApaTUBHY (YHKIO, (GOPMYyHOUYM BIAYYTTS 3aHypEHHS TIpaBLs Yy
CEpEeHbOBIUYHUIN CBIT, MOCUITIOIYN aTMOC(hepy TP Ta MITKPECTIO0UH 11 XyA0KHIO

CTUJIICTUKY.



92

BUCHOBKHA

BinmoBigHO 10 moOCTaBIeHOi METH Ta BU3HAYEHUX 3a7ad pe3yJNbTaTh
JOCTIIKEHHS JO3BOJISIOTH 3pOOUTH HACTYITHI BUCHOBKH:

1. Ilim yac BHKOHaHHS poOOTH Oylia ompalboBaHa JHKepesibHa 0a3a
nociimkeHHsT (Bchoro 48 mkepen). 30kpeMa, mpoaHaIi30BaHO TMpaili
3apyODKHUX JOCHITHUKIB 3 1CTOpIi Ta MpakTUKH irpoBoro aymio: K.
Kommiaz «Game Sound», A. Mapkca «The Complete Guide to Game
Audio», P. B’epca «The Sound Effects Bible», B. ®imminc «A
Composer's Guide to Game Music». Po3risiHyTo TeopeTHdHI aclieKTu
reiMan3aiiHy Ta COLIOKYJbTYpPHOIO 3HA4yeHHs irop y mnpausx JIx.
[emna, K. Canen Ta E. Ilummepmana. Takox Baromy YacTHHY
JOCHIJKEHHST  CKJIalnW  mpani  BiTYM3HsAHMX  HaykoBIiB (K.
CranicnaBcekoi, H. bemasinoi, JI. Psasanmea, B. JIpsuenka, A.
AHanbeBa, O. byT, B. ['puiienka), 1o 103B0JIMII0 pO3TIISAATH BIEOTPY
HE JIMIIIE K TeXHIYHUN TMPOIYKT, a IK CHHTETUIHUIN BUJ MUCTEIITBA.

2. 3niiiCHEHO 1ICTOPUYHUINA OTJIS]T €BOJIIOLIT B1ICOIrOP Ta IrPOBOTrO 3BYKY:
BiJI IPUMITHBHUX CUTHAIIB €MOXHM apKaJHUX aBTOMATIB Ta 8-O1THUX
KOHCOJIEH JI0 Cy4aCHHUX CHCTEM IMEPCHBHOTO ayjio. BusiBieHo, 1o
TEeXHIYHUN mporpec (mosiBa 3BykoBuXx 4imiB, CD-HOCIiiB, MimjiBepy)
CTaB KaTaji3aTopoM XYAOXHIX TpaHchopmailiii. Bcranosneno, 1o
CydJacHHH e€Tam PO3BUTKY IHAYCTPIl XapaKTEPU3YEThCH 3IIUTTIM
KiHemMaTorpahiyHuX CTaHJapTIB SIKOCTI 3 IPUHIUAIIAMEA
IHTEPaKTUBHOCTI.

3. IIpoananizoBaHO QyHKIIIi 3ByKOBOTO AM3aiiHy B IrPOBOMY CE€PEIOBUIIIL.
Buoxkpemiieno I'ATh KJIFOUOBHUX byHKITIH: aTMOC(epHY,
i1eHTHdIKaIiHy, KOMyHIKaTUBHY, 1HTEPaKTUBHY Ta iMepciiiHy. Ha
OCHOBI TEOPETHUYHUX PO3BIJOK JOBEACHO, IO 3BYK Y I'Pl BUKOHYE POJIb

«JI0AaHOi BapTOCTI», 30aravyroud Bi3yaJbHUM psj 1H(MOpMali€eo Ta
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emotissMu. OOGIPyHTOBaHO BaXKJIMBICTh NICUXOJIOTTYHOTO BIUIUBY 3BYKY
JUTSL YTPUMAaHHS «MariuHoro KoJja» rpd Ta 3a0e3nedeHHs] 3BOPOTHOIrO
3B’s13Ky (Feedback) Ha nii rpaBiis.

Oxpecneno crnenuniky IHTEPaKTUBHOI MY3UKH, sKa, HA BIAMIHY BiJ
JHIMHOI, (YHKIIIOHY€ SK THy4YKa aJanTHBHA cHcTeMa. PO3TsIHyTO
METOJIM  TOPU3OHTAIBHOTO TEPEPO3NOALTy Ta BEPTUKAIHLHOTO
PEMIKIIIYBaHHS, IO JO3BOJIIE MY3UYHOMY CYIIPOBOJY JTHHAMIYHO
pearyBaTd Ha 3MIHH ITpOBOro CTaHy (JOCHIKeHHS, O1i, iajor),
YHUKAIOYH €(PEKTy MOBTOPIOBAHOCTI TA CIIyXOBOI BTOMH.

VY nmnpakTUuHIA YacTUHI POOOTH CTBOPEHO IFPOBUM MPOTOTHN Y
cepenoBuill Unity Ha 6a3i cuenu «Viking Village». PeanizoBano
MEXaHIKy T[epecyBaHHd IEpCOHa)ka Ta IMIATOTOBICHO Bi3yallbHE
cepenoBuile s iHTerpaiii ayaio. [IpoBeneHo MopiBHSIBHUN aHATI3
BOynoBaHoi ayaiocuctremu Unity Ta npodeciiinoro migisepy FMOD
Studio, oOrpyHTyBaBImIM BHUOIp OCTAaHHBOTO 3aBISKU MOXKJIMBOCTSIM
napamMeTpUYHOTO KepYBaHHS Ta MPOQiTIOBAHHS PECYPCIB Y peaTbHOMY
qaci.

ABTOpOM 3IIHCHEHO IIOBHMM IIMKJI PO3POOKHM Ta IMIUIEMEHTAIlii
3BYKOBOI'O AW3aiiHy. 3amucaHo Ta OOpOoOJEHO OpUTIHAIBHI CEMILUIH,
peanizoBaHO CKJIAJHI 1HTEPAKTHBHI CUCTEMU: AJaNTHUBHY CHUCTEMY
KPOKIB (3MiHa 3BYKY 3aJIe)KHO BiJI MOBEpPXHi), TMHAMIUYHY aTMochepy
(BiTEp, OKEaH), a TAKOX 3aCTOCOBAHO TEXHIKW MPOCTOPOBOTO ay/i0 Ta
OKJIFO311 JIJI1 CTBOPEHHSI PEaliCTUYHOTO aKyCTUYHOTO MPOCTOPY.
Harmmcano Ta iMIIZIEMEHTOBAHO aBTOPCHKHH MY3WYHHH CYIIPOBII Y
CTHJIICTHIIl CEpPEAHBOBIYHOI MY3uKH. KOMMO3uIiI0 CTBOPEHO 3
BUKOPUCTAHHSM BIPTYaJlbHUX I1HCTPYMEHTIB Ta aJamnTOBAaHO IS
OE3II0BHOTO IMKJIIYHOTO BIATBOpeHHsA. Y cepenoBuii FMOD
HaJIAIITOBaHO OajaHC MK MY3UKOIO Ta edeKTaMu, 10 3a0e3MeUHIIO

EMOIIIiHy BUPA3HICTh TPOTOTHUITY.
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8. VY3aranmpHIOIOUM pe3yJbTaTH pPOOOTH, BapPTO 3a3HAYUTH: Y XOJIl
JTOCITDKEHHS 0YyJIO MTpoaHaIi30BaHO POk 3BYKOPEXKHUCEpa B TeHM/ICBI.
Cnuparounch Ha npami H. benssinoi [2], K. Cranicnabcekoi [9] Ta B.
Hbpsiuenka [6], MM BHW3HAYWIM MHCTCUBKUN KOHTEKCT mpodecii.
[IpakTiyHa YacTMHA MIATBEPIMIA, II0 BUKOPUCTAHHS MIJJIBEPY
FMOD y mnoemnanni 3 Unity [43] 3HauHO pO3MIMPIOE TBOPUI
MOJKJIMBOCTI 3BYKOpEXHUCEPA, TO3BOJSIOUM CTBOPIOBATU aJalTHBHI

3BYKOBI JIaHAIIa(TH, 1110 pearyroTh Ha Jii rpaBIisl.
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Homatoxk A

Honatoxk b
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IrpoBa koHcounp Atari 2600 sik pUKIIaj] TOMAIIHbOT IPOBOi CUCTEMH.

Honaroxk B
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Packa

Bizyamnizartiis aBTopchkoro irpoBoro npototuiy (cuena «Viking Village») B Unity.
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Homarok I

OObnaaHaHHA UI TOJIBOBOTO 3anucy (pekopaep Zoom Hln).
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Honmarok /I

@ Stwio One - Viking® = 8 x
File

Son Event Audio Transport View Studio One Help

5 Pro EQ

00002.03.03.83 s« wr <« H > @

Honarok E

v Torch Audio

g Untaggedv Layer Default »

Transform e i

Add Component
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Hanamrysannst komnonenra FMOD Studio Event Emitter B Unity.

Honatok €

RoofCreek

Torch

[sou]
om
()
[sou)
(]
(5
[sou]
(]
(5

['padix mpocropoBoro 3aracanns 3Byky (Distance Attenuation) y FMOD.
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JlonaTok 7K

None
Discrete

v Player Controller (Sc @ 3+

HacTpoiiku gsmKeHun

m Camera (C: ®

45

v Player Footsteps (Sc © =t

FMOD CobbiTue

Footstep Event

Hacrpoitku FMOD lMNapameTtpa

P P

rface Farameter. Terrain

3HaveHus MNMapamerpa (kak 8 FMOD)

Grass Value 0

Woaod Value

r:":_'t ’-. 5 T ".” all H”

HacTtpoiiku waros
Step Interval
Threshold

Hacrpoliiku Raycast
Raycast Distance

[TapameTrpuuna cTpykTypa noaii «Footsteps» (ananTuBHi1 KPOKH).



104

Honatok 3

Avhevert

O O ®©® ¢c© ¢ve
90 ©® ® ©

MapupyTu3zanis cursaity Ta HanamrtyBaHHa Send-edekriB y Mmikmepit FMOD.

Jonarok K

Amb_loop.ogg

» | Autoplay || Loop || Compress 00:00.000 / 00:28.000

New Folder Flatten

Opranizanis 6aHKIB Ta HAJIAIITYBaHHS pekuMy Streaming Jisl ONTUMI3allli.
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Jonarok JI

Ingukartis aktuBHOTO 3'eqHanHs Live Update mist HamaromKkeHHS 3BYKY B
pealbHOMY 4Yacl.

JMomaroxk M

ALBION

Kontakt 8 Kosuakt & Koetak 8

- SAHRRLEERA AL

w

w Kortaha 8 Kontaha 8 Konmakt¢ Komaki8 Kontaha 8 Wontakt Koetak e Komakts Koncsht 8 Kontakt 8

00007.02.04.94 ««»»> « H > @

[Tpo€ekT My3UYHOTO apaHKyBaHHS Ta BIpTyaibHI IHCTpyMEeHTH B DAW.
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Jdomnaroxk H

Window Seripts  FMODJo  Help

Assets

Music

Footsteps e

| S ]
Ocean
e
Pubicomasc
ReCrek
Yo

Hanamrysanns nuxiniudoro BiarBopenHs (Loop Region) my3uku y FMOD.

Jonarok 11

dyrenr-uHocin:

1.Tekct kBamidikaiiitHoi po6oTH Ha TeMy «OcOOJIMBOCTI pOOOTH 3BYKOPEKHUCEPA
M1J] 9ac CTBOPEHHS My3UYHO-3BYKOBOTO 00pasy BiJIeOTpH»

2.Aynio-Bifieo 10JaTKU

3. IlepeBipka Ha miariat. 3BIiT MOIIOHOCTI: Strikeplagiarism.com



