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PEDEPAT

[TosicHtoBasibHa 3anucka: 89 c., 28 puc., 3 nox., 21 mxepeno.

O0'exT po3poOku: 2D mmatdopmep 3 BUKOPUCTAHHSAM 30€piraHHs JaHUX Ha
cepBepi 3a goromororo Unity 2D.

Merta kBanmidikamiitnoi po6otu: po3poOka 2D mnatgopmepy 3 BAKOPUCTAHHIM
30epira”Hs JaHUX Ha cepBepi 3a gonomororo Unity 2D.

VY BCTynl BUKOHYETHCS aHalli3 Cy4aCHOTO CTaHy MpOOJEMHU, YTOUHIOETHCS
MIOCTAHOBKA 3aBJIaHHsI, MeTa KBaliikaIliiiHoi poOOTH Ta ramay3b il 3aCTOCYBaHHS,
OOIPYHTOBYEThCS aKTyaIbHICTh TEMHU.

VY nepmioMy po3aiai MPOBOJMUTHCS JOCHIDKCHHS IPEAMETHOI 00yiacTi Ta
ICHYIOYUX pIIICHb, BHU3HAYAETHCS AaKTYaJbHICTh 3aBJaHHS Ta MpPU3HAYCHHS
PO3p0OKH, pOo3pOOJIIETHCS TOCTAHOBKA 3aBAaHHS.

VY npyromy poznini oOupaerbed Iuiatgopma s po3poOKH, BUKOHYETHCS
IIPOEKTYBaHHS MPOrpaMH 1 ii po3poOKa, HABOJUTHCS OMUC AITOPUTMY 1 CTPYKTYPH
(yHKILIOHYBaHHA CHUCTEMH, BU3HAYAIOTHCSA BXIAHI 1 BUXIJHI JaHl, HaBOASTHCS
XapaKTEPUCTUKU CKJIaay MapaMeTpiB TEXHIYHHUX 3aco0iB, OMHCYEThCA poOOTa
Iporpamu.

B exkoHOMIYHOMY pO3JIUII BU3HAYAETHCA TPYAOMICTKICTH PO3POOJIEHOTO
IPOrpaMHOTr0 MPOAYKTY, IPOBOAUTHCS MIAPAXyHOK BAPTOCTI pOOOTH IO CTBOPEHHIO
3aCTOCYHKY Ta pO3PaxOBY€THCS 4ac Ha Oro CTBOPEHHSI.

[IpakTiuHe 3HauYeHHs TMoJIrae y po3poOill 1H(OpMaIiiHOT CUCTEMH, IO
JI03BOJISIE KOPUCTYBayaM 3HAXOJUTU HEOOXITHUN TOBAp B OJHOMY MiCIIi 3 0araThox
Mara3uHiB, TOPIBHIOBAaTH MOT0 XapaKTEPUCTUKU BIJHOCHO 1HIIMX TOBApiB,
BIJICTIIZIKOBYBAaTH AMHAMIKY 3MIHHM I[IHM Ha TMPOTA31 MEBHOTO MEpioay vacy, Ta
oOMpaTH HABUTIAHINLY MTPOIO3HILIIO, IKY IPOIMOHYIOTh IHTEPHET Mara3uHu.

AKTyanpHICTh TMPOTPAMHOTO TMPOAYKTY BH3HAYAETHCS BEIUKAM POCTOM
MOMYJISIPHOCT] €JIEKTPOHHOI KOMEpIlli, a 0co0JMBO chepu MpoJax, Ta TUM, IO
ChOTOJIHI 0araro Jroiell HaMararoThCsl 3a0IIaIUTH Yac Ta KOIITH 1 JaHa cucTeMa
J0TIoMaraTiMe KOpUCTyBayaM B IbOMY.

Crucok xmouoBux ciis: I'POBUIN TOJATOK, ITIPOTPAMA, WINDWS,
KOPUCTYBAY, IHOOPMAIIMHA CUCTEMA.



ABSTRACT

Explanatory note: 89 p., 28 figs., 3 appx., 21 sources.
Object of development: 2D platformer with collecting data on the server for the help
of Unity 2D.
Meta-qualification work: development of a 2D platformer with victorious data
collection on the server for the help of Unity 2D.
At the beginning of the meeting, the analysis of the current state of the problem is
being clarified, the setting of the task, the meta-qualification of work and the task of
zastosuvannya are being clarified, the actuality of those is being clarified.
At the first division, further research is carried out on the subject area and the main
decisions, the relevance of the task and recognition of the development is
determined, the setting of the task is determined.
From another distribution, a platform for distribution is collected, software design
and development is reviewed, a description of the algorithm and structure of the
system functioning is given, input and output data are determined, characteristics of
the warehouse of parameters are specified in technical specifications, and the robot
of the program is described.
In the economic distribution, the laboriousness of the developed software product is
determined, the work is carried out according to the schedule and the cost is an hour
for each creation.
[IpakTyHe 3HAYEHHS MOJATae y po3podul 1H(OpMAIIHOT CUCTEMH, 1110 J103BOJISE
KOPUCTYBauyaM 3HAXOAMTH HEOOXIJHUM TOBap B OAHOMY Micli 3 OaraTbox
Mara3uHiB, MOPIBHIOBAaTH MOro XapaKTEpPUCTHKU BIJHOCHO 1HIIMX TOBApiB,
BIJICTIIIKOBYBAaTH AMHAMIKY 3MIHM I[IHM Ha MPOTA31 MEBHOTO MEpIoAy dYacy, Ta
oOvpaTH HABUTIAHINLY MPOIO3HUIIIIO, IKY TPONOHYIOTh IHTEPHET Mara3uHu.
The relevance of the software product is due to the great growth in the popularity of
electronic commerce, and especially in the field of sales, because today a lot of
people are trying to save a lot of money and a system is given to help koristuvachs
in cioma.
List of keywords: GAME ADDITION, PROGRAM, WINDWS, KORISTUVACH,
INFORMATION SYSTEM.
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CIIMCOK YMOBHHUX IIO3HAYEHbD

JSON  JavaScript Object Notation, TekcToBuii popMaT OOMIHY JaHUMH

IC [ndopmariitHa cucrema,
oC Onmeparriiina cucrema;

[IK [lepcoHalibHUI KOMIT IOTED;
I13 [Iporpamue 3a0e3nedeHHs;
IT [ndopmarriitni TeXHOIOTI;

1§01 [Iporpamuuii 101aTOK.



BCTYII

Irpu 3aBxau Oymu, €, 1 OyayTh YAaCTUHOIO JKUTTS MIAJITKIB Ta HaBITh
Jopociux JroAeil. B iHTepHeTI 3HaXOAUThCS Ayxe 0araTo IUIOIMIAJ0K A€ MOXHA
npuadaTH Ty 4M 1HIIY Tpy. TaM MOXKHO 3HaWTH Bin (yTOomy mo mytepis. Jyxe
6arato 3D irop. Takox € 1 2D irpu, ajie BOHM HE MalOTh TaKy MOMYJISPHICTD K 3D.

[Ticns 2019 poky, Koau moyasnacs MaHjaemis, 6arato MK Ta YHIBEPCUTETIB
NepenIuId Ha IMCTaHIlIiiHe HaBYaHHS. | 3BICHO 1110 y MIKOJSAPIB Ta CTYAEHTIB, KOTP1
NoYyalu HaBUATHUCS AMCTAHUINHO, 3’SBWJIOCS 0araTo BUIBHOTO 4Yacy, a 1€ 3HAYUTh
10 BOHU MOYaJId OUIbLIE rpaTH y KOMI IOTEpHI Irpu. Yepes 1e BHpIC NOMMUT Ha
MOO1UIbHI Ta KOMII FOTEPHI ITPH.

Cepen BCix aHPIB g BUIUIUB TOM, 1110, IK HA MOIO TyMKY, dy>Ke Crienu(iuHmii
aHp, TOMy IO HEe KOXKHOMY BiH 10 Brogo6u. Lle xanp 2D mmardopmep[13] y
xaupi Pixel Art Games. [Ipuknanamu Takux irop moxxyTh Oyt Donkey Kong, Pac-
Man. Ilel >xaHp NOXOIUThH 3 AAJEKUX YaciB KOJM IrpU 3allyCKajJuCsl Ha TaKHUX
MamuHax sk Arcade Pro.

OCHOBOIO TaKHX ITOp € CFOKET. 3a 11€ JIF0IU ¥ JIF0OIATH 11ei sxanp. [Ipukiagom
I'pU 3 KPYTUM Ta IIIKABUM CIOKETOM MOKe OyTH Taka rpa sik Blasphemous.

[lepeBarm 10710 MBOTO >KAHPY II€ HU3BKI TEXHIYHI XapaKTEPUCTUKU
KOMITBIOTEPA, a CaMe - y Bac HEMA€ MOTpeOr KyMmyBaTH JOPOT1T KOMIUIEKTYIOU1 JIJIst
BaIIIOr0 MEPCOHATBHOTO KOMIBIOTEPA, 33 17151 TOTO 1100 MOTpaTH.

SKI110 MOBEPHYTHCS HA TEMY aKTyaJbHOCTI, TO MM MTOOAYMMO 110 B YKpaiHi
He Tak 1 0araTo O0yJ0 BUJaHo Takux irop. Uepes e s BuOpaB TeMy KBasi(ikaiiHo1
pobotu “2D mmargopMep 3 BUKOPHUCTAHHSM 30€piraHHs JaHMX Ha cepBepl 3a
nornomororo Unity 2D”. 3aBmanns 1i€l kBamiikamiifHoi poOOTH Ta 00'€KT HOTO
JUSTBHOCTI O€3MocepeIHbO MMOB’sA3aHl 3 HampsIMOM MIATOTOBKH  “‘IHXKeHepis
nporpamMHoro  3a0e3medyeHHs”’ ~ Ta  BIAMOBITA€  y3arajbHEHIA  TeMaTHIl

KBaTipiKaIitHIX POOIT.



PO311JI 1
AHAJII3 IPEJMETHOI I'AJTY3I TA IOCTAHOBKA 3AJIAUI
1.1. 3araJubHi BizomMocTi 3 npeaMeTHOI raaxysi

Po3pobka Bigeoirop — 1e mporiec po3pooku Bigeoirop. Lli 3ycumns 6epe Ha
cebe po3pOOHMK, TOYMHAIOYH BiJ OKPEMOT JIIOJAMHU 1 3aKIHUYYIOUHU MIKHAPOIHOIO
KOMaH 1010, PO3KHIaHOIO TI0 BChOMY CBITY. PO3p0OHMKH BiZI€0IrOp, TAKOXK BIAOMI SIK
PO3pOOHUKH 1rop, BiMOBIAAIOTH 33 MPOEKTYBaHHs Ta po3poOKy Bineoirop ais [1K,
KOHCOJIell 1 MOOITLHUX J0JaTKiB. [XHA po6OTa MoNArae B TOMY, 0O 3aKOLyBaTH
0a30BuUl IBUTYH HAa OCHOBI 171ei KOMaHIu Au3aiiHepiB. BoHNU TakoX MOXYTb OpaTu
y4acTb y JAW3aiiHI TNEpPCOHAXIB, [W3aiiHI pIBHIB, aHIMalii Ta MOIYJIbHOMY
TecTyBaHHI. Po3po0Oka TpaauIiiHUX KOMEpLIMHUX KOMIT I0OTEPHUX 1 KOHCOJIBHHX
Irop 3a3Buyail (pIHAHCYETHCS BHJABLEM, 1 ISl 3aBEPILICHHS MOXXE 3HAJOOMTHCS
KUJIbKa poKiB. [HA1-irpy 3a3BUyYail 3aiiMar0Th MEHILE Yacy Ta IPOLIEH 1 MOXKYTb OyTH
CTBOpPEHI OKpeMHUMH Oco0aMu Ta MEHIIMMHU po3poOHuKaMu. HesanexHa irpoBa
1HAYyCTpia Oysia Ha MmiIHOMI, YOMY CHPHSUIIO 3pOCTaHHS JOCTYITHOTO MPOrpamMHOro
3a0e3MnedeHHs 17151 Po3poOKu irop, Takoro sik miardgopma Unity ado Unreal Engine,
a TaKo>X HOBI CUCTEMM OHJIAH-PO3MOBCIOKEHHS, Takl sik Steam 1 Uplay, a Takox
pUHOK MOOUTbHUX 1rop anst Android 1 mpuctpoi 10S.

3riIHO 3 JOCIHIKEHHSM, 3arajibHa ayJIuTopis irop, HaJ SIKUMH TPAIIOIOTh
yKpaiHll, CTaHOBUTh TMoOHaA 770 MubiloHIB KopucTyBauiB. Haiibiibmioro
aynuropiero Oynu Benuki kommanii, Taki sk Plarium, Ubisoft 1 Wargaming.
binbiiicte po3poOHUKIB Ir0p MPAIIOIOTH HAJ irpaMu JJiT MOOUIBHHUX TUIaT(opM,
HanyacTime mig 10S ta Android.

binbiie mojJoBMHU KOMITaHIM CTBOPIOIOTH a00 TUIAHYIOTH CTBOPIOBATH ITpU
st npuctpoiB VR/AR.  3rigHo 3 onutyBaHHsM, Unity 3anuinaeTscs
HalMoNyJIsIpHiIIoOw 1miatgopmoro st po3podku irop. HaiinmomynsipHimmMu
YKaHpaMH B po3po01Ii ykpaiHChKUX irop € Action Ta Adventure.

Komu itnerbcss mpo wmixHapomHi IT-xkommanii Ta xommaHii 3 Bifeoirop,

VYkpaina BBaa€Tbcs OJHUM 13 HaWKpallMX BapiaHTiB ayTcopcuHry. Lleit perion



BIJIOMHUM SIK JHKEPEJIO TaJTaHOBUTUX Ta KBall(PIKOBAHUX PO3POOHHUKIB. 3 KOKHUM
POKOM Bce OlIbllie KOMITaHii 3BepTal0Th yBary Ha I[I0 CX1JTHOEBPONEHCHKY KpaiHy,
a/pke BoHa Oarara Ha kBamidikoBanux IT-¢axiBuiB. Huspki 1iHum Ha 3a0yaoBY
poOyIsIThL 1el HampsAMOK Ie OunbIn MpuBabIUBUM. barato mnpencTaBHUKIB
€BPOMNEHCHKUX ITPOBUX KOMMaHIM IMIOPOKY BiABIAYIOTH KOH(pepeHIii Ta 3’i3au B
Ykpaini, 1100 3HaUTH Ta HAMHATH JOCBimYeHUX napTHepiB. ChOromH1 I KpaiHa €
OJIHMM 3 HaWUMOMYJIIPHIIINX 1 BUT1IHUX BapiaHTIB ayTCOPCUHTY.

[HO3emMHI KOMMaHii MarOTh BEJIMKUN IHTEpEC 10 HailMy Ta ayTCOPCHUHTY
YKpaiHChKUX 1HXKEHEPIB, JU3aiiHEepIB Ta Po3poOHUKIB. THCSIYl €KCHEepTiB CTalOTh
napTHEpaMH BEJIMKUX €BPONMEWCHKMX KOMIAHIM 1 CHIBIPAIIOIOTh AJIi CTBOPEHHS
BUJIATHUX IPOJYKTIB, SIK1 JOCATAIOTh HEUMOBIPHOTO YCIIXY. Y Liil CTATTI MU CKJIAJIA
CIIUCOK KOMIIaHi# 3 BiJICOIrop, SIKi MOKYTh TOXBAJIUTUCS KBaJ1(DIKOBAHOIO pOOOYOIO
CWJIOIO, sIKa MPUBAOIIOE KOMIIaHli 3 ychoro cBity. L{i KommaHii po3BUBAIOThH SIK
YKpaiHCBKHI, TaK 1 MDKHAPOAHUI PUHOK 1TOp.

[HO3eMH1 KOMITaHii, K1 BIIKPUBaIOTH CBOI odicu B YKpaiHi, poOJsTh 11e HE
napma. YKpalHChKI MpaliBHUKH BiJJOM1 SIK KpeaTHBHI, BIJJJaHl CBOil CIIpaBl,
BHUCOKOOCBIUEHI Ta KBaii(ikoBaHi. bimblie TOro, BOHM Jy>K€ BHCOKO I[IHYIOTh
TPYJIOBY €THUKY, TOMY BEJMKI CTyAll BBaXalOTh CIIBOpaL0 3 npodecioHasamu 3
KueBa Ta IHIIMX MICT BUTIIHOIO y BCIX CEHCax. 3 YKpaiHM MOXOAATh Taki XITH
irpoBoro cBiTy, ik World of Tanks, Warface, Assassin’s Creed, 1mo € Haiikpanum

JTIOKa30M MaiCTEPHOCTI MICIIEBUX PO3POOHHUKIB.

1.2. Tlpu3HayeHHs PO3POOKH Ta rajay3b 3aCTOCYBAHHS

[IpoTsroM OCTAaHHBOTO ACCATHIITTS ITPH, MOXKIJIHMBO, CTajdd HAWOIIBIIO0
dbopmoro iHpopmamiitaux cuctem 103U (IC). IIpoTe choroaHi irpu Bee yacTiie
BUKOPUCTOBYIOTBCS Il PI3HOMAaHITHUX 1HCTPYMEHTAJIbHHUX LJIeH. Xouda irpu
OPUBEPHYJIM 3HAUYHY AOCTIAHMUIIBKY YBary MpPOTITOM OCTaHHbOTO JECATHIITTS,

HayKOBO-JIOC/IIHUIIbKA JIITepaTypa po3CisiHa, 1 10C1 HEMA€E YITKOTO Ta HAA1MHOTO
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PO3yMIHHS TOTO, YOMY BUKOPUCTOBYIOTHCS TP Ta SIK BOHU MOMIIIEH] B yCTaJIEHUN
YTHUJIITAPHO-TEIOHIYHUNM KOHTUHYYM. 1HGopMmaliiaux cuctem. Io6 ycyHyTH 1o
IporajuHy, MU MPOBEIN MeTa-aHalli3 KUIbKICHOT JTepaTypH, KU JOCTIIKyBaB
MPUYMHN BUKOpPHUCTaHHs irop. KpiM Toro, Mu MmopiBHsUIM pe3yibTaTH B irpax, sKi
OpuU3HAueHl AK s JO3BULIA, Tak 1 JUIsl 1HCTPYMEHTAJIBbHOTO BUKOPHUCTAHHS.
He3Baxarouu Ha Te, IO ITPH, SIK MPABUIIO, PO3TIISIAIOTHCS K BEPIIUHA TSIOHITHO
opienToBanux IC, Hamil pe3yiabTaTH MOKa3ylOTh, 1110 3aJ0BOJICHHS Ta KOPUCHICTD €
OJTHAKOBO BKJIMBUMHU JACTCPMIHAHTAMH iX BUKOPUCTAHHS (XOdYa iXHS OCTaTOYHA
POJIb PI3HUTHCS MK TUMaMU irop). TakuM YMHOM, MOKHA CTBEPKYBATH, IO 1TpU
€ 0araToIiJIb0BUMH , Kl, THM HE MEHIII, TTOKJIaJal0ThCs Ha TeIOHIUHI (paKTopH,
HaBITh Y TOHUTBI 32 IHCTPYMEHTAIBHUMU pe3yibTatamiu. Lle mnocmikeHHss BHOCUTh
CBIii BHECOK Y TEOPETUYHE 1 eMIipuuHe po3yMiHHs OararoniaboBux IC Ta crioco0iB

iX BUKOPUCTaHHS Ta MOKPAIY€E HAIlIE TEOPETUYHE Ta EMIIIPUYHE PO3YMIHHS.

1.3. IlincraBu 151 po3podKu

BiamoBiiHO 10 OCBITHBOT IPOTPAMH, 3T1IHO HABYAIBHOTO TJIaHy Ta rpadikiB
HaBYAJILHOTO MIPOIIECY, B KIHIII HABYAHHS CTYJICHT BUKOHYE KBamiQiKaiiiHy poooTy.
Tema poOOTH y3roIKyEThCS 3 KEPIBHUKOM IMPOEKTY, BUITYCKOBOIO Ka(eaporo, Ta
3aTBEPJKYETHCS] HAKA30M PEKTOPA.

OTxe, miicTaBamMu 7151 po3p0oOKK (BUKOHAHHS KBaji(ikaliiiHOT poOOTH) €:
— ocBiTHs nporpama 121 «IHxeHepist mporpaMHOro 3a0e3NeUeHHs;

— HaBYaJIbHUI IUIaH Ta rpadik HaABYAIBHOTO MPOLIECY;

— Haka3 pekropa HamioHaibHOro TEXHIYHOTO YHIBEpCUTETY «JHIMpOBChKa
nomitexHikay No_317 Binx 07.06.2021 p;
— 3aBAaHHS Ha KBamidikaiiiiHy poOoTy Ha Temy “Po3pobka 2D mnardopmepy 3

BUKOPHUCTAHHAM 30epiranHs JaHUX Ha cepBepi 3a gomomororo Unity 2D,
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1.4. TIlocTaHoBKa 3aBIaHHSA

3aBganHs AaHoi KBamidikaiiiHoi podotu € po3podka 2D mmardopmepy 3

BUKOPHUCTAaHHAM 30epiranHs JaHuX He cepBepi 3a nonomororo Unity 2D.

3aranpHl XapaKTEPUCTUKU PO3POOKH TPOEKTY MaIOTh OyTH:

MOXIHMBICTh KOPUCTYBaua 3apeeCTPYBATUCS IS TOTO 1100 MMOYaTH TPy
MoO>IHMBICTh KOPUCTYBaua YBIMTH JJO aKKAYHTY JIJIsl TOTO MIO0 1MOYaTu Ipy
30epekeHHs JaHUX Ta BiANpPaBKa iX Ha cepBep

HaOpatu 3ampany KiabKiCTh OaiiB Jj1s1 TOTO 100 MepEeMOrTa

Hanucansst nporpaMHOro Koay

[TocraBnena 3agaya Moke OyTHM JOCSATHYTa NpPU BHUKOHAHHI HACTYITHUX
BUMOT:

BUBUYEHHS MPEIMETHOI 00J1aCT1 3aB/IaHHS;

MIPOBEJICHHS MOPIBHSUIBHOI XapaKTEPUCTUKH MOKIIMBOCTEH CXOXKHUX 1rop;
BUOIp TIaTGOpPMU PO3POOKH;

HAIMCaHHS IPOTrPAMHOT0 KOAY;

pO3po0Ka TOBITHUKA JIJIsl IOSICHEHHS! KOPUCTYBAHHS I0AATKOM.

VY npanit rpi Oyne BukopuctaHo BeO-gomaTok Firebase, a came #oro

KOMIIOHCHT AJIA 36€p€)KCHH5[ JaHUX KOPHUCTyBadad, TaKUX SK IIOLIOTa, IMApOJib 10

aKayHTy Ta pi3HI IrPOBI JIaHi.

Kinnesuit npoaykr mae O6ytu 2D rporo, a came - 2D mmatdopmepom i3

30epeKeHHSIM JaHuX Ha cepepl 3a gonomororo Unity 2D. Jlng nepiuoro 3amycky

SIKOTO HaM 000B’SI3KOBO Tpeba TOCTYT JI0 IHTEPHETY, 1100 KOPUCTYBay MIT 30epertu

CBIl irpoBUii TIporpec. Y BUNAAKY SKIO y KOPUCTyBada HEMA€ iHTEPHETY, Tpa HE

Oyne mouata 0 TOTO MOMEHTY SIK HE 3’ SIBUTHCS 3B’ 130K 3 THTEPHETOM.
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1.5. Bwumorwu 10 nporpamMu a60 mMporpaMHoOro BUpPooy

1.5.1. Bumoru 10 pyHKIiOHATBHUX XapPaAKTEPUCTUK

KinueBuil mpoayKT MOBUHEH TOTPUMYBATHUCA HACTYMHUX (DYHKIIOHAIBHUX

BHUMOT:

- IaTyiTHBHO 3pO3yMminmii iHTep(dEeiic KOPUCTyBaYA,
- JlaHi NOBHHHI BBOJAUTHUCS KOPUCTYBa4YeM Ha KJlaBlaTypi;

- Jlani 30epiratoTbcs Ha cepBepi;
1.5.2.  Bumoru a0 ingopmauniiinoi 0e3nexkn

OcHOBHI BUMOTH J10 iH(hOpMaIliitHOT Oe3neKu:

-  Kondigenuiiinicts Hbopmanii;

- LlimicHICT JaHUX;

- JloctynHicTs 1H(pOpMarii.
[1ix yac poOOTH AOJATKY € TUIBKU OJJMH PEKUM - aBTOPU30BAHHUI KOPUCTYBaY.
JloaTok 3armakoBaHO B OJIMH (aiii, KpiM IIbOT0 y KOPUCTYyBada HEMa€e HEOOX1THOCTI
pEECTPYBATUCA 1 CTBOPIOBATH aKKAYHT BCEPEIMHI MPOrpaMu. 3 L€l IPUUUHU HISTKUX
BUMOT J10 1H(hOpMaIliitHOT Oe3MeKn HEMaE.
KopuctyBau nmoBuHeH MaTu HACTyMHI QyHKITIT:

- Peectpamito Ta jorin

- Bxinm no akayHTy;

- Buxin 3 akayHTy.
1.5.3. Bumoru 10 ckJiaay Ta napamMeTpiB TeXHiYHUX 32c00iB

Jst miarpumku [13 va OC Windows, ciig qoTpuMyBaTucs TaKUM TEXHIYHUM

BUMOTI'aM:

- OC Windows 7 ab0 BHIIIE;
- Jocrtynno He menie 1 I'b ButbHOTO MicI;

- HocrtynHo 2 Ta 6inbiie I'b onepatuBHOI maM’ATi.
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1.5.4. Bumoru a0 indopmaniiiHoi Ta mMporpamMHoi cymicHOCTiI

[Tpu 30ip1i mpoekTy 3’ABISEThCS IManka i3 ToToBUM [13, Ky KOpPHCTYBad MOXKE
sammyctutd Ha [1K 13 OC Windows 7 ta Bumie. Jlns Toro mo6 3amyctutu [13 He Tpeba
HISIKUX JI0JIaTKIB 200 JOJaTKOBUX MIPOTPaM.
Bepcii OC Windows siki MOXyTh 3ammyctuTs [13:

- Windows 7;

- Windows 8.1;

- Windows 10;

- Windows 11.
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PO3/11 2
MPOEKTYBAHHS TA PO3POBKA IPOTPAMHOI'O MPOJYKTY

2.1 ®yHKuioHAJbHE NMPU3HAYEHHS IPOrPaMHu

PesynsraroM manoi kBamidikaiitHoi po6oTu Mae OyTH KOMIT IOTEpHA Tpa s
mwiargopmu Windows 3 MepexeBUM KOIOM 3a JIJIsl BIANPABKHU Ta MEPEBIPKU 1MEITY
Ta Mapojs KopucTyBada. YUepe3 me gaHuii aomatok mnorpeOye 3’€qHaHHS 0
IHTEpHETY.
OcHoBHUH (YyHKIIOHAT JI0JAaTKa MOJSArae y JOJaHHI BOPOTIB Ta MPOXOKEHHS
PIBHIB.

KpiMm nporo, mms kpamioi i sKiCHOI poOOTH MporpaMu, IMOBUHEH OyTH
MPUCYTHIM HACTyITHUM JOAATKOBUN (DyHKIIIOHAI:

— 30epekeHHs TaHuX Ha cepBep.

2.2. Omnmc 3aCTOCOBAHUX MATEMATUYHHUX METO/IiB
[lin 4Yac npoekTyBaHHS Ta PO3POOKKM MAaHOI 1H(MOPMALIAHOT CHCTEMH
BUKOPHCTOBYBAJIMCS JIMIIE MPOCTI apudmeTnyHi aii. MareMaTnyHi MeTOAu He

BHUKOPHUCTOBYBAJIMCH.

2.3. Onuc BUKOPUCTAHOI apXiTEKTYPH Ta MIA0JIOHIB NPOEKTYBAHHS
[lin yac TPOEKTyBaHHS IFPOBOrO  JOAATKYy OyJ0O MPUMHATO  pIIIEHHS
BUKopucToByBaTH Unity.

Unity — me 2D Ta 3D irpoBmii aBwkok, skuii icaye 3 2005 poky.
Po3poonenunii Unity Technologies, BiH OyB cTBopeHH# Jjisi TOro, mo0 HaaaTh
OUTBIINA KUTBKOCTI PO3POOHUKIB OCTYH JI0 IHCTPYMEHTIB PO3POOKH irop, 10 B Ti
yacu OyJI0 HOBUM MIANPUEMCTBOM. [IpoTArom cBOro AOBroro TEpMiHy CIIy>KOu
JBUTYH PI3KO 3MIHHMBCSI Ta PO3IIMPHUBCS, 3yMIIOYM HTH B HOTY 3 HaWHOBIIIMMU
MPaKTUKAMH Ta TEXHOJIOTISIMHU.

HagiTbk ChOTO/THI IrPOBUI IBUKOK 30CEpPEIHKEHUN HA TOMY, 11100 3a0€31eUUTH
HaWHAIIAHIIUKA HaOlp 1HCTPYMEHTIB JUIsl 1HAYCTpli po3poOKH irop, a TaKoXK

3poOUTH HOTO SKOMOTra JIETIIUM [JIi PO3POOHUKIB 1rop OyAb-IKOTO PIiBHSA
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kBasidikaiii (Tak, BKJIIOYAIOYH MOYATKIBIIIB pO3pOOHUKH). BOHU TaK0X pO3IIMPUIN

CBIM OXOIUICHHsS B IHIIKX Trajy3sX, 30CEPEAMBIIUNCH, Ha po3podiil 3D B pexumi

peanbHOTO Yacy, Mo pOOUTh HOTO OJHUM 3 HAUTTOTY KHIIIUX JTOCTYITHUX JBUTYHIB.
[Tmocu Buxopuctanns Unity:

- Unity dygoBo mIXOauTh ISl  KpocmiaThOpMHOI  pO3poOKH  Ta
OaraToraaTopMHHUX irop.

- Sk MOBIAOMIISIETBCS, MarasvH AakTHBIB TaKOXX YYyJOBHM Yy IOPIBHSHHI 3
iHmmMu  1iatrgopmamu. B ocHOoBHOMy, TexHiyHa migTpumka Unity
edeKTUBHA.

- Ilo crocyerbes BizyanbHOI miiatgopmu, Unity BIAMIHHO MAXOAUTH. AJle MU
HE MOXKEMO OCKApKUTH T€ caMe Yy BHUMAIKy HEBi3yanabHOI maTdopmu. Lle
MO>K€ BIIPI3HATHUCS 3 TOUKH 30PY 3aCTOCYBAaHHS Ta BUKOPUCTAHHS MPOTPaAMHU.

Minycu Bukopuctanus Unity:

- JlokymeHTalis moOa0 KUTbKOX (YHKIIA JOCUTH 3acTapijia, a B JESIKUX
BUMAJKaxX 1 30BCIM BIJICYTHS.

- HaBiTh Taki TEXHOJOTII, sIK TEKCTypH Bizyasizallii, npodaityiep 1 miarpuMKa
Oydepa TpadapertiB, sKi € TOMMUPEHUMHU B OaraTh0X OE3KOIITOBHUX
IHCTpYMEHTax, BCE IIe CTOSTh 3a IUIaTHUM ekpaHoM y 1500 ngomnapis.

- JlBuryn Terrain 1 Movie Texture B3araji He XOpoOlll, 1 BOHU MOTPEOYIOTh
Oararo 3ycuib 0e3 MPUYNHHU.

HaiiBaxxuBimmmii irpoBuit 06’ ekt — GameODbject
[TpakTiaHO Bce y Bamii ciieHi € GameObject. ITogymatite mpo System.Object y

NET Framework. Bigx HpOro moxomdarb Maii’ke BCl BHAM. Taka > KOHIEHIIA
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crocyethbesi GameObject. e 6a3o0Bwuit kac 1 Beix 00’ €kTiB y Bamiii ciieH1 Unity.

VYc¢i 00'exkTH, mokaszaHi Ha MalmoHKY 2.1 , € moximaumu Bim GameObject.

Components Textures

GameObjects

Scene / Virtual
Environment

Mesh Materials

Scripts

Puc 2.1. — GameObject

GameQObject nocuTh MPOCTHIA, OCKIJIBKU BiH BITHOCHUTBLCS JI0 BIKHA 1HCIIEKTOpA.

Ha mantoHky 6 MokHa 1MoOa4yuTH, 110 A0 CIEHU JoJaHo MmopokHiii GameObject;

BiJI3HAUTE HOr0 BIAcTUBOCTI B manesi Inspector. GameObject 3a 3aMOBUYyBaHHSIM HE

MaroTh Bi3yaJbHUX BJIAaCTUBOCTEH. Ha maHuif MOMEHT 11€ MPOCTO MOPOXKHIM 00’ €KT,

MAaTFOHOK 2.2.
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Add Component

Puc 2.2. — GameObject Ha cueni

Hanucanns kony

VY 6azoBomy kiaci GameObject, skuii Mu BUKOPUCTOBYEMO, € Oarato
(GyHKIIOHATBHUX MOXIHBOCTeH. OCHOBHUMHU MeTojaMH € Ti, siki Unity Oyme
BUKJIMKATH, SIKIIO BOHH ICHYIOTh Y BallOMY KJiaci. € KiIbKa METO/IIB, SIKI MOKHA
BUKJIMKATH. X04a iCHye 0araTo METOIB, 3a3BHYail BU BUKOPHUCTOBYETE JIMIIIC
nekuibka. Och METOIM SIK1 IyKe 4acTO BUKOPUCTOBYTHCS B KOJI1 AJIA peaizallii
y KJacax, fKi CTOCYIOTbCS TMOCHIZOBHOCTI TOMIM JJIsl KJaciB, MOXIJIHHUX BiJ
MonoBehavior:

Awake: BUKIIMKA€THCSI, KOJIM CLIEHApii BIEpINEe 3aBAHTAXYEThCS ab0 KOJIU
CTBOPIOETHCS €K3eMIUISIp 00’ €KTa, 0 SKOTO BiH NMpUEAHAHUN. BiH BUKIUKA€ThCS
JUIIe OAWH pa3 JUisi KOXKHOTO CIIEHApito 1 JIMINE MIiCHs iHImam3anii 1HImX
00’ €KTIB.

dyukiis Update Busnauena B kiaci MonoBehaviour i 3amyckatumeTbes
aBTOMATHYHO B KOXKHOMY Kajpi TpH, sikio MonoBehaviour aktusauii. Koy mu
CTBOpIOEMO HOBHH ckpunt B Unity, 3a 3aMOBYYBaHHSIM MH OTPUMYEMO BIKE
HalMCaHUW KoJ. Y 1bOMY KOJi BH3HAYEHO KJac MporpamMyBaHHS, SKHUI
HA3MBAETHCS PIBHUM IMEHI, SIKE MM Jalld CKPUIITY, 1 KM po3luproe ado

ycraaKoBye roro noseninky MonoBehaviour, e mpocTuMu coBaMu O3HAYaE,
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10 HaIl CKpUOT caMm 1o cobi € MonoBehaviour abo okpeMuM BHITaIKOM

MonoBehaviour [1].

Maximize On Play

Audio (suspended):

Puc 2.3. — manens Draw Calls [17]

Fixed Update BukoHyeThCsl 3 (DiKCOBAaHUM YacOBUM KPOKOM, SIKUH Maiixke
3aBXAM OyJlie BIAPI3HATUCS BiJl 3MIHHOI IIBUAKOCTI OHOBJEHHs. Lle o3Hauvae, 1m0
Fixed Update moxe OyTM BHUKIMKAHO OJWH pa3 MiJ 4Yac Kajapy, IBidi abo He
BUKJIMKATH B3araii, 3aJIe)KHO BiJ IIBUIKOCTI IPH..

Yacrora Bukonanus FixedUpdate 3amaetscst y maneni ProjectSettings ->

Time -> FixedUpdate na mamonky 2.4.
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Puc 2.4. — ne 3HaxoaMThCs yacToTa BUkoHanHs FixedUpdate
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Reset is called in the Editor when the script is attached or reset

Start s only ever called once for a given script

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the

update.

1
Internal animation update

OnDrawGizmos is only called while working in the editor.

OnGUI is called multiple time per frame update

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing

OnDisable is called only when the script was disabled dun‘ng
the frame. OnEnable will be called if it is enabled again.

C Reset Dl
\ J
v

( Awake )

§ OnEnable )

( Start )
f—‘—
——————————

/4' =

( FixedUpdate )

. :
("yield WaitForFixedUpdate )
;
Internal physics update 2

[ OnTriggerXxx )

( OnCollisionXXX )

—
A4

( OnMouseXXX )

-

( Update )

( yield null )

( vyield WaitForSeconds )

( yield WY

(" yield StariCoroutine )
L J

A
( LateUpdate )
OnWillRenderObject
( OnPreCull )
[ OnBecameVisible )
OnBecamelnvisible
S —
( OnPreRender )
[ OnRenderObject )
- ———
( OnPostRender )
e —
( OnRenderlmage )
L J
(" OnDrawGizmos |
( OnGUI ‘3
( y\eIdWanForEndOﬂframe \
OnApplicationPause
—
OnDlsab\e

1

[ OnApplicationQuit

DnDlszibl:

(. OnDestroy )

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering
GUI rendering

End of frame
Pausing

Disable/enable

Decommissioning

Puc 2.5. — riukit xutTs irpoBoro 06’exty B Unity[6]



2.4. Onuc BUKOPUCTAHUX TEXHOJIOTiii Ta MOB NPOrpaMyBaHHA
VY npoekTi BUKOPHUCTOBYBAIKCS TaKl MaKETH SIK:
1. Unity 2D;

C#

JSON

2D Animation;

2D Common;

2D Pixel Perfect;

2D Sprite;

2D Tilemap Editor;

Cinemachine;

10.Core RP Library;

11. JetBrains Rider Editor;

12.Mathematics;

© ©o N o a0k~ W N

13.Test Framework;

14.TextMeshPro;

15.Timeline;

16.Unity Ul;

17.Universal RP.

18.Firebase

19.Firebase Realtime Database

Unity 2D — e ABUTYH A/ CTBOPEHHS 211 mporpaM Ta irop[1].

C# — 11e BUCOKOpIBHEBA 00’ €KTHO-OPIEHTOBaHA MOBA MPOTPAMyBaHHS, SKa
TaKOX CTBOpeHa sk po3mmpenns C. Ckpunty s Unity numerbest Ha JBOX MOBax
C# ta JavaScript [2].

(JSON) JavaScript Object Notation

The JSON format is syntactically identical to the code for creating JavaScript
objects. Because of this similarity, a JavaScript program can easily convert JSON

data into native JavaScript objects [3].
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2D Animation Hagae Bci HEOOXIJHI 1HCTPYMEHTH Ta KOMIIOHEHTH 4Yacy
BHUKOHAHHS JJIs CKEJIETHOI aHIMallil 3a IOIOMOroo cripaiTis[4].

2D Common — e makeT, SKUH MICTUTh CHOUTbHI (QYHKIIL, SKi
BUKOPHCTOBYIOThCS OUIBIIICTIO iHIIKX 2D-makeTiB[5].

[Taker 2D Pixel Perfect mictute xkommoHeHT Pixel Perfect Camera, sixwmit
rapaHTye, M0 Balle MIKCEIbHE 300pa)KEHHS 3aUIIAE€THCS YITKUM 1 YITKUM TpH
PI3HUX PO3AUTBHUX 3JIaTHICTH 1 CTAOIILHUM Y PYCI.

2D Sprites — e o0'extn 2D-rpadiku. Sxmo Bu 3BUKIM mpaioBatd B 3D,
CIpaiTH - 1€, MO CYyTi, MPOCTO CTAHAAPTHI TEKCTYPH, aJie € CIEHiaIbHI TPUIOMHU
KOMOIHYBaHHA TEKCTyp CIpalTIiB Ta yOpaBIiHHA HUMU [JIS  T1JBUIICHHS
¢(EKTUBHOCTI Ta 3pyYHOCTI ITiJT 4ac Po3poOKu[7].

2D Tilemap Editor — me maker, skuii MICTHTH (PYHKIII pegakTopa st
penaryBanns Tilemap[8].

Cinemachine - Po3ymHi iHCTpyMEHTH JIJIsl KAaMEPH TSI 3aXOIJICHUX TBOPIIIB.

Core RP Library - SRP Core cnpoirye cTBOpeHHsi a00 HajamTyBaHHS
cuenapito Render Pipeline (SRP). SRP Core mictuth KOJ Ui TOBTOPHOIO
BUKOPHUCTAHHS, BKJIIOYAIOYM MIA0JIOHHUN KO Ayig poOoTH 3 rpadiunnmu APl ms
NEeBHOI MIaTdOopMH, TONOMIKHI (QYHKIIT JIJIs 3arajJbHUX Olepamii Bizyami3amii Ta
610miorexn meiaepiB. Koa y sapi SRP BHKOpHCTOBY€ETHCS KOHBEEPOM Bizyai3allii
Bucokoi uitkocti (HDRP) Tta Universal Render Pipeline (URP). ko Bwu
cTBoproeTe BnacHu SRP 3 Hynst abo HajamToByeTe MmonepeaHbo cTBopenuit SRP,
Bukopucrtanua SRP Core 3aomaauts Banr yac.

JetBrains Rider Editor - ITaket JetBrains Rider Editor 3a6e3neuye inTerpariito
s Bukopuctanus JetBrains Rider IDE sik pegaktopa xkoxy mans Unity. Bin gonae
HIATPUMKY JIJIsl CTBOPEHHS (haiii1iB .CSProj 1uist 3aBEPIICHHS KOy Ta aBTOMATHYHOTO
BUSIBIICHHS 1HCTAALIN[16].

Mathematics - matemarnuna 6i6mioreka SIMD C# Big Unity Hanae BexkTopHi
TUIIU Ta MaTeMaTH4H1 (QYHKLIT 13 CHHTaKCHCOM IIeiaepa.

Shader Graph - Ilaker Shader Graph momae iHCTPYMEHT Bi3yaJbHOTO

penaryBanns meiinepiB 10 Unity. Bu MoxxeTe BUKOPUCTOBYBATH II€¥l 1HCTPYMEHT
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JUI CTBOPEHHS IEHAEpiB Yy Bi3yaJdbHUM CIIOCIO 3aMiCTh HANMCaHHS KOJY.
KoHkpeTHl KOHBeepH Bi3yamizallii MOXYTh peandizyBaTH KOHKPETHI (YHKIIT
rpadixa. Hapasi 1 koHBeep Bizyasizailii BUCOKOT YiITKOCTI, 1 yHIBEpCAIbHUN KOHBEEP
Bi3yaumizanii niarpumyots Shader Graph.

Test Framework - TectoBuit (pelMBOpPK Ui 3allycKa TECTIB PEKUMY
penaryBaHHs Ta peKuMy BiaTBOpeHHs B Unity.

TextMeshPro - TextMeshPro — naiikpaine TekctoBe pitnenns s Unity. Le
i1eanpHa 3aMiHa TeKcTy iHTepdelicy kopuctyBada Unity i 3actapinoi Text Mesh.

[ToTy>xuuii 1 mpoctuit y BukopucranHi TextMeshPro (Takox Bimomuii sik
TMP) BUKOpPUCTOBY€E PO3IIMPEHI METOAM Bizyatizallii TEKCTy pa3oM i3 Habopom
KOPUCTYBAI[bKUX IIEWJepiB; 3a0e3Meuyloud CYTT€Bl MOKpALIEHHS  SIKOCTI
BI3YyaJIbHOTO €(EKTy, Ha/1al0ul KOPUCTyBauaM HEWMOBIPHY THYUYKICTb, KOJIM CIpaBa
JOXOJIUTH JI0 CTHJISL Ta TEKCTYPYBAHHS TEKCTY.

TextMeshPro 3abe3neuye mokpaiieHuii KOHTpPOJIb HaJ (opMaTyBaHHSIM 1
MaKeTOM TEKCTy 3 TaKuMHU (QYHKIISIMH, SIK 1HTEpBaJl MK CHMBOJIAMH, CJIIOBaMH,
MDKpSiAKaMd Ta ab3alaMu, KEpHIHT, BUPIBHSHUN TEKCT, MOCHWIAHHS, JOCTYIHI
noHaa 30 TeriB pO3MIMPEHOr0 TEKCTY, MIATPUMKA KUIBKOX MIPUPTIB 1 CIPAMTIB,
KOPHUCTYBAIIbK1 CTUJI1 TOLLO.

YynoBa mpoayKTuBHICTb. OCKUIbKM TeoMerpis, crtBopeHa TextMeshPro,
BUKOPHCTOBYE JIBa TPUKYTHHKA HA CUMBOJ, SIK 1 TEKCTOBl KoMroHeHTH Unity, 115
MOKpallleHa Bi3yajbHa SKICTh 1 THYUYKICTh HE 3a0€31eUyI0Th JOJaTKOBUX BUTPAT Ha
MPOyKTUBHICTb.

Timeline - BuxopucroByiite xponosorito Unity IS CTBOpPEHHs
KiHeMaTorpapiyHOro BMICTY, I'POBUX CEKIIiM, ayIl0CeKIiil Ta CKIaJHUX €(EeKTIB
YaCTHHOK.

Unity Ul - Unity Ul — e Habip iHCTpyMEHTIB 1j1sl po3poOku iHTep(eiiciB
KOpHUCTYyBaua Jijis irop 1 mporpam. Lle cuctema intepdeiicy kopuctyBaya Ha OCHOBI
GameObject, ska BUKOPUCTOBYE KOMITIOHEHTH Ta Game View miis opranizarlii,

po3ramryBaHHS Ta CTWIIO 1HTepdeilcy KopucTtyBada. Bu He Moxere
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BukopuctoByBatu Unity Ul gyist ctBopenHs abo 3miHu iHTEpdeliciB KopucTyBada B
penakropi Unity.

Universal RP — VwuiBepcasbauii koHBeep Bizyamzamii (URP) — me
MIOTIEPETHRO BOYOBaHMI KOHBEEP PEHACPUHTA JUISl CIIEHApPiiB, BUTOTOBIICHUI
Unity. URP 3a6e3neuye 3pyuHi 115l XyJOKHHUKIB poO0OYi TTPOIIECH, K1 TO3BOJISIOTH
IIBUJIKO Ta JIETKO CTBOPIOBATH ONTHMI30BaHy IpadikKy Ha pi3HUX Iu1aTdopmax, Bif
MOOLITBHUX 0 BUCOKOsIKICHUX KoHcourel 1 TTK [15].

Firebase - Firebase - nie moBHUMiT HaOip MPOIYKTIB, AKHIA MPOIOHY€E OaraTo
byHKIIM, TakuX $K CHOpoIeHa aBTEHTU(IKAIlis, XMapHUM XOCTHHI, MAaIlUHHE
HaBYaHHS, aHaJII3 Ta MOHITOPUHT 3001B. OJIHAK CEPRIC, 3 AKOTO BCE 1€ ToYaocs, -
Firebase Realtime Database, 6a3a gammx NOSQL, Ha SKy KII€HTH MOXYTh
nignucarucs yepe3 WebSockets.

basza nanux Firebase Realtime — e 6a3a nanux, po3mimena y xmapi. JlaHi
30epiratotees y popmarti JSON Ta CHHXpOHI3YIOTBCS IS KOKHOTO T IKITFOUEHOTO
kiieHTa. Konu Bu cTBOproeTe KpocmiaTGopMHi MporpamMu 3a JOMOMOTOI0 HAIIUX
mwiatrpopm Apple, Android Ta JavaScript SDK, Bci Baimi KI€HTH CIUJIBHO
BUKOPUCTOBYIOTh OJMH €K3eMIUIIp 0a3u JaHuX 1 aBTOMAaTUYHO OTPUMYIOTH

OHOBJIEHHS 3 HOBITHIMHU JaHUMHU.
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3 Preferer

jilleJr Json.NET 10.0.3 for Unity

Json.NET 10.0.3 for Unity

JilleJr

Version 10.0.302

Puc 2.6. — maketu 10 BUKOPHUCTOBYBAJINCA
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2.5. Onuc cTPyKTYpH NPOrpamMu Ta aJropuT™Mu ii PyHKIiOHYBAHHSA
VY naHoMy IpOEKTI MU MAEMO 5 CIICH:

- Preloader

- NolnternetConnection

- Authorization

- Menu

- Game

[Neprmioro y Hac 3aBaHTaXXyeThes ciieHa “Preloader”. Slkmo y koprctyBada Hemae
IHTepHETY TO mepexoauTh Ha Ha cueHy “ NolnternetConnection”, iHakiie Oyze
nepeBipka Ha T€ YM aBTOPU30BAHUN KOPUCTYBA4 YM HI MaJOHOK 2.7. SIKIIO X y
KOPHUCTYBayda € IHTEPHET, TO MporpamMa MepeBipse Yu aBTOPU30BAHUN KOPHUCTYBad.
Axmo Tak, TO MEPexXoaAuTh oipasy 1o cuenu “‘Menu”. Skio kopucTtyBaua He

aBTOPU30BAaHUH — IIEPEXOIUTh Ha ciieHy “Authorization”, TuBUTH MaTFOHOK 2.7
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MNepexig Ha cueHy "Preloader”

Hi UM € y KOPUCTYBa4a
HaXaT KHONKY ?’ pucTy!
N " 3'€AHaHHA 3
Retry A
iHTepHeTOM?
Tak
Hi
Tak N
Y1 aBTOPM30BaHWIA

€ iHTepHeT? Mepexia Ha cueny "Authorization”

KopucTyBay?

Mepexia Ha cueHy "Menu"

Puc 2.7. — miarpama cuenu “Preloader”
Ha cueni “NolnternetConnection” 3HaXxoaWThCA KHOIIKA, IS TOTO II[00

MEePEBIPUTH HASBHICTh I1HTEpHETY. SIKIIO 1HTEpHET 3 SBHUBCS, TO KOPUCTYyBay

MIEPEXOJIUTh JI0 HACTYITHOI ClIeHH. JI[MBHUCHh MaJTFOHOK 2.8.
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Puc 2.8. — cuena “NolnternetConnection”

Mepexig Ha cueHy "NolnternetConnection”

Hi
HaXaT KHOMKY o Ea.yql;;l;:ﬁr::aua
Retry iHTepHeTOM?
[ 3
Hi

nepexia Ha cueHy

i 2
€ iHTepHeT? "Authorization”

Puc 2.9. — niarpama cuenn “NolnternetConnection”
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Ha cueni “Authorization” kopuctyBad mMae 3apeecTpyBaTHCs, a0, SKIIO Y
HBOTO BXKE€ € OOJIIKOBUM 3aluC 3alTH 10 HACTYIHOI ClieHU. B iHImOMy Bumajaky
KOPHUCTYBa4 Ma€ CTBOPHUTH CBii OOJIKOBHIA 3aITHC, a BXKE MICIIS [ILOTO MEPEXOIUTH

Ha CIICHY, TUBHCHh MamtoHOK 2.10 ta mamonok 2.11.

Start

Hircady bave an
account

Puc. 2.10. — cuiena “Authorization”
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Mepexig Ha cueHy "Authorization”

Tak

Yu € no 3agaHuM
napameTpam akayHT Ha
cepBepi?

Hi

CTBOpeHHSs AKayHTy

Mepexia Ha cueHy "Menu"

Puc 2.11. — niarpama cuenn “Authorization”
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Ha mactymniii cueni, cueni “Menu”, xkopuctyBad Moxke 3pooutu Logout
(BMIATH 3 aKayHTY), JUII BUXOJY 3 aKayHTYy, BAMKHYTH 3BYKH, BUITH 13 I0JIaTKy 200
K HaTUCHYTH KHOIIKY JIJISl TIOYAaTKy TPH, a caMe — TMEPEeUTH Ha OCTAHHIO CIIEHY —

“Game”. Tyt Bxxe Oyze BiIOyBaTHUCsS OCHOBHI TOII.

Puc. 2.12. — cuena “Menu”

VY creni “Game” KopucTyBad Ma€ MPOXOJIUTH PiBHI, OJIAI0YM BOPOTiB. SIKIIO
NEPCOHAX J1aHOI IT'PU MOMUPAE, TO Y HBOTO 3aMUTYIOCh UM XOU€ BiH IPONTH PIBEHb
3HOBY YM IepeiTH Ha cueHy “Menu”. Y Keicl SKIIO KOPUCTYBay MPOMIIOB PIBEHb
Ta KOro roJIOBHUM NEpPCOHAX HE TOMEp, TO HOMY Ha Horo ekpaHi 3'sBisieTbes “‘result
screen” Ta Ha HhOMY ITPOIMTOHYETHCS MIEPETPaTH TaHUM PiBeHb a00 IEPENTH Ha CLIEHY
“Menu”, MmamoHOK 2.13. SIKmIo X KOpUCTyBaud BUTPA€E, TO JaHI BIACWIAIOTHCS Ha
ccepBep Ta 30epirarbes. Takok Ha eKpaHi HOMy MPOMOHY€EThCS MEPEUTH O MEHIO,

a00 X J10 HACTYIHOTO PiBHSI, MAJIIOHOK 2.14
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New Text

YOU LOSE

INenu

Puc 2.13. pe3ant ckpiH nopasku.

New Text

YOu WIN

Menu

Dext Lievel

Puc 2.14 — pe3ant ckpin modenu.
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nepexia Ha cyeHy "Game"

[ )
L J

Tak

\ — Burpaw /
MosTopUTYK piBeHb? PesyneTar rpm Tﬁ piBeHb?

h 4

[ Mepexig, Ha cueHy "Menu™ }

Mepexia Ha cueHy "Menu™

Puc 2.15. miarpama crienn “Game”

CepBepHa yacTHHa peanizoBaHa 3a gonomororo Firebase[10] ra #ioro komnonenra
Firebase Realtime Database [11]. Yepe3 mro APl My 3MOXeMO JomaBaTH Ta
3MIHIOBaTH JlaHI KOpPUCTyBadiB. J[aHI MOXHO TMOAMBUTUCSA HA CalTI JOJATKy Y

Firebase Console[12], mamtonok 2.16 Ta 2.17.
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@ Firebase

KillTheS = swewon Users in last 30 minutes

&= KillTheS 4 Addapp

Store and sync app data in milliseconds

@
o]

—
—
Authentication Cloud Firestore
See all Bulld features
Keep tabs on your app's quality X

Upgrade

Puc 2.16. — FirebaseConsole

B Firebase KillTheS + Gondcs A g

S Realtime Database [}

Data  Rules  Backups  Usage

USER

Upgrade

Puc 2.17. — Firebase Realtime Database
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2.6. OOrpyHTyBaHHs Ta OpraHi3aiisi BXiIHUX Ta BUXiTHUX JaHUX NPOrpaMu

Amnanizyroun Te mo rpa Oyne A NepCOHAIBHUN KOMII IOTEpIB, TO S MaB
nigiopatd  3po3yMumi  iHTepdelc, SKuUH TOBHICTIO 3a0e3leuye  3pydyHe
KOPUCTYBaHHS TPU y KOpHUCTyBada. ToMy mJis KEpyBaHHS TPU Ha KOMIT IOTEpi
JOLLTEHO Oy/ie BUKOPHCTOBYBATH MUIILIKY Ta KJIaBiaTypy.

Bxigni nani: ynpaBiaiHHA y 10JaTKy BUKOHYETHCS 3a JIOIMIOMOT'O0 KJlaBiaTypu
Ta KOMI FOTEPHOI MHUIIII.

BuxinHi naHi siki TeHEpYIOThCS IPU pOOOTI JOJATKY MPU 00POOIT JaHUX SIKi
OTPUMY€E KOPUCTYBaAY MPH .

BuxiHi gaH1 B 3aCTOCYHKY 1€ peakuis 1HTepdeicy Ha HATUCKAHHS KHOMOK
Ta KJIABIII Ta KJIABIII MUIIII.

B irpoBiii cieHi 1e nepemilieHHs Mo3uilii rpaBls ad0 CTBOPEHHsT 60MO

2.7.  Onuc po3pod6.,ieHOro NPpOrpaMHOro MPoayKTy

daitni, KOTP1 MU MOJTYYAEMO TICIS 301pKH MIPOTPaAMHOTO MPOIYKTY, MICTSTh
B c001 BUKOHaBYMH (Daiisl 3 po3MIMPEHHAM .Xe Ta 6araro 1HIMUHN (ailiiB Ta Nanox.
Bubpanuii ¢opmar ¢aiiny moxke 3amyckarucs juine Ha cucremax Windows.
Bunanenus ¢aiiniB 3 manku 3 MPOEKTOM MOXKE OyJu NMPUYMHOI HECTaOUIbHOI

poOOTH MPOTrpaMHu.

2.7.1. BukopucTtaHi TexHiuHi 3aco0un

[Ipu po3podiri mporpamu OyJia BUKopuctana nepconansia EOM 3
HACTYITHUMH XapaKTePHUCTUKAMMU:
- IIpouecop i7 10700H;
- Bineomnporiecop Nvidia RTX 3060 6 I'b GDDR6;
- OmneparuBnHa nam'site 32 I'b DDR5-6000.

TCCTYBaHHﬂ IIPOBOJUJIOCA HA TAKUX IPHUCTPOAX.
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- Asus Tuf Dash F15.

2.7.2. BukopucraHi nporpamsi 3acoomn
I'py O6yino nanucano B Unity 2020.3.5f1. [Iporpamumii ko OyB HalMcaHUR B
cepenoBuIi HarmcanHi koxy Rider Jetbrains. s 3actrocyBaHHS KOHTPOJIS BEpCiid
Oyso BUKOpHCTaHO Taky mporpamy sik Git Bash 3 BisyanpHOIO 000510HKOIO Y BHII
GitHub Desktop. /1151 kopuryBaHHs KapTHHOK OyJla BUKOPHCTAaHAa TaKa IIporpamMa siK
Adobe Photoshop. Takoxx amsi BHYTpIIIHBOTO TECTYBaHHS BHKOPHUCTOBYBABCS

BHYTpiIIHIA emysTop 3 Unity.

2.7.3. BUKJIMK Ta 3aBaHTaKeHHsI IPOrpaMu
JIist 3amycKy NMpOrpaMHOl TPy BCTAHOBJICHHSI HA NIEPCOHAIBHUI KOMIT FOTEP
He mnoTpeOyeThecs. Bim kopucTyBaua mnoTpeOyeThCs JUIIE 3allyCcTUTH (ailn 3

PO3ILIMPEHHSM .EXE.

2.7.4. Onuc inTepdeiicy kopucTtyBaya

[aTepdeiic 1oaaTKy € cTaHAAPTHUM Ta 3pYYHUM I PO3YMIHHS KOPUCTYBaudy
Oynp-sikoro piBHA. [licns 3amycky mporpamu, KOpUCTYyBad Ma€ 3MOTy Oa4UTH MEHIO
ayrentudikamii(mamonok 2.18.), abo, KO BiH aBTOPWU30BAHHM, TO TOJOBHE
meHro(ManoHoK 2.20.). YBech (yHKIIIOHAN OAATKY € IHTYITHBHO 3pO3yMIJIUM 1 HE
nepeadayae CremiagizoBaHuX 3HaHb Yy JdaHid cdepi. OKpiM TOTO, JUIsl KpaIoro
pO3yMiHHSI POOOTH TPHU, KOPHUCTYyBad MOXKE MPOYUTATH KOPOTKY IHCTPYKIIIO 3

KOPUCTYBAHHS.
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Start

Hiready bave an
account

Puc. 2.18. — MeHnto aBropu3aiii

[Tpu HEMpaBUILHOMY BBO/II TAHUX, BAHUKAE TIOMUJIKA, Ta MTPOrpaMa MUIIE 10

cranacs nmomuika(mMamoHok 2.19.).
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Your username is too short or too long.

Username: CCHN
password: I

Start

Hiready bawe an
account

-*-—.E-ra.'a;é fask g Ny dagabhist A WL

= e R = = T i e

Puc. 2.20. I'os10BHE MEHIO

[Ipu HatrckanHi kHONKW HamamTyBaHb, BIAKPUBAIOTHCS 2 HOBI KHOTIKU:

BUMKHYTH 3BYK Ta BUHTH 3 aKayHTy(MatoHOK 2.21).
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Puc. 2.21. — nanamtyBaHHs Ta ABl KHOIIKU

ITpu HarackauHi kHonku Play mounnaetscs ocHoBHA cuieHa Game(MatoHok 2.22).

Puc. 2.22. — OcuosHa ciiena Game
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PO3/I1L]I 3
EKOHOMIYHIM PO3I1I

3.1. Po3paxyHoK TPYAOMiCTKOCTI Ta BAPTOCTi pO3POOKH MPOrPaMHOIo

NPOAYKTY

[TouaTkoBi maHi:

1. mepenbauyBane yucio oneparopis nporpamu — 1311;

2. Koe(IIieHT CKIIAIHOCTI Mporpamu — 1,5;

3. Koe]IIieHT KOPEKIIli mporpamu B Xo/i ii po3pooku — 0,07;

4. roawHHA 3apo0iTHA TTaTa nmporpamicra — 120 rpa/rog;

5. KoedimieHT 301IBIICHHST BUTPAT Mpalll BHACTIIOK HEAOCTATbHOTO OIMUCY
3amaul — 1,2;

6. xoedimieHT kBamidikaiii mporpamicta, 00yMOBIEHUH B CTaxXy poOOTH 3
naHoi creraibHocTi — 0,9;

7. BapticTh MamuHO-roaAuHu EOM — 15 rpa/rog.

HopmyBanns mpaui B mpoueci ctBopeHHs [13 iCTOTHO yCKIIaHEHO B CHITY
TBOPUYOI0 XapakTepy Mpaili nporpamicra. Tomy TpyJIoMiCTKICTb po3po0Oku 113 moxe
OyTH po3paxoBaHa HA OCHOBI CUCTEMH MOJIEJICH 3 Pi3HOIO TOYHICTIO OIIHKH.

TpynomicTkicTh po3poOku I13 MokHa po3paxyBaTu 3a GOPMYJIOO:

t=t, +t, +t,+t, +1 . +1, momumo-romm,  (3.1)

ne t, — BUTpaTH TMpail Ha MATOTOBKY W OMHC TMOCTaBJIEHOI 3ajadi

(npuitmaetbes 50);

t, — BUTpaATH Tpalll Ha JOCIIKEHHS aJIrOPUTMY PIllIeHHS 3aa4i;
t, — BUTpaTu mpaili Ha po3poOKy OJ0K-CXeMHU alITOpUTMY;

t, — BUTpaTH mpaill Ha MpOrpaMyBaHHs 110 TOTOBIN OJIOK-CXEMI;
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t .. — BUTpaTH Mpalll Ha HaJaro/pkeHHs nporpamu Ha EOM;

omi
t, — BUTpaATH Ipalll Ha MAr0OTOBKY JOKYMEHTAIi.
CkI1aioBi BUTpATH Tpallli BU3HAYAIOTHCSA Y€pe3 YMOBHE YUCIO ONEPATOpPIB Y

[13, sixe po3polIIsEThCS.

YMOBHE YHUCIIO ONepaTopiB (Miamporpam):

Q=qC-(1+p), (3.2)

ne q — nepeadagysane guciio oneparopis (1500);
C — xoedimieHT ckiaaaHocTi nporpamu (1,5);

p — Koe(iLieHT Kopensauii mporpamu B Xoi ii po3pooxu (0,07).
Q = 1500-1,5-(1+0,07) = 2265,75;

Butpatu mpami Ha BUBYEHHSI OMKCY 3a7adl BU3HAYAETHCS 3 ypaxyBaHHSIM
YTOYHEHHS ONUCY 1 KBadi(iKalii mporpamicra:

ty = oo
U™ (75.85) K’

JTFOIMHO-TOMH (3.3)

ne B — xoedimieHT 301IbIIIEHHS BUTPAT Mpalli BHACTIJOK HEIOCTATHHOTO OTTUCY
3anadi (1,2);

K — koedimienT kBamdikaiii mporpamicta, 0OyMOBJICHHI CTa)keM poOOTH 3

nanoi crienianbrocTi (0.9);

_ 22657512

t
u 85-0.9

= 35,53, T0AUHO-TOIMH.

Butpatu npaiii Ha po3poOKy anropuTMy pilIEHHS 3a/ayi:

_ e .
a (20..25)-K '

(3.4)
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2265,75
20-1,1

t, = = 125,87; mroquHO-TOIHH.
Butpatu Ha ckiafaHHs IPOrpaMu Mo TOTOBIH OJ0K-cXeMi:

Q

n = m; (3.5)
t, = 22256.5(')’7; = 100,7; nroguHO-TONH.
Burtpatu npaiii Ha HayaroaxeHHs nporpamu Ha EOM:
— 32 YMOBH aBTOHOMHOT'O HaJIaroJI)KEHHs OJTHOTO 3aB/IaHHS:
tomn = G0 (3.6)
torn = 2256_(5);5 = 503,5, mroquHo-roauH,
— 3a YMOBHU KOMIUIEKCHOTO HAJIaro>KE€HHS 3aBJIaHHS:
thJl = 1,2 * Torus (37)

ts, = 1,2 -503,5 = 604,2, moauHO-TOIUH,

Butpatu npaiii Ha miAroTOBKY JOKYMEHTAIIIi:

ta = tap + tao; (38)

ne ty, — TPyAOMICTKICTb NIATOTOBKH MaTepiaiiB 1 pyKOIHUCy;

ty= —2 (3.9)

~ (15..20)K’
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2265,75

ty =
0 20-0.9

= 125,87, mroauHo-ToauH,

ne ty,— TPYIOMICTKICTh pelaryBaHHs, IeYaTKH ¥ opOpMIIEHHS TOKYMEHTAIlIT,

too= 0,75 top; (3.10)

tso = 0,75 - 125,87 = 94,4, moauHO-TOIHH.

ts = 125,87 + 94,4 = 220,27, m01UHO-TO/IH.

OTpumMaeMo TPYJIOMICTKICTh pO3pOOKH MPOrpPaMHOIO 3a0€3MeYCHHS:

t=50+ 35,53+ 125,87 + 100,7 + 503,5 + 220,27 = 1035,6, ;11014HO-TOAXH.

Y pe3ynbTati MU po3paxyBajd, IO B 3arajibHIK ckiagHocTi HeoOxiaHo 1035,6

JJIOAUMHO-TOOUH AJIA pO3pO6KI/I AaHOI'o IIporpaMHOro 3a0e3IeYeHHS.

3.2. PaxyHOK BUTpPAT HA CTBOPEHHSI NPOrpaMu

Butpatun Ha ctBopenHs I13 Kno BKIIIOYarOTh BUTpaTH Ha 3apoOITHY ILUIATy
BUKOHABI TMporpamMyd 337 1 BUTpaT MAaIIMHHOTO 4Yacy, HEOOXigHOro Ha

Hajaro/keHHs nmporpamu Ha EOM.
Ko = 331 + 3us , rpH, (3.11)
3317 — 3apo0iTHA TIaTa BUKOHABIIIB, sIKa BUBHAYAETHCS 32 (POPMYJIOIO:
33 =t-Cnp , rpH, (3.12)

ne t — 3arajgpHa TPYAOMICTKICTb, JIFOAUHO-TOIUH;

Cp — cepeHs TOIMHHA 3apo0iTHA TUTaTa MporpamicTa, TpH/TOMHA.
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3 ypaxyBaHHSM TOTO, 1110 CEPE/IHA F'OJMHHA 3apIulaTa MporpaMicTa CTaHOBUTh

120 rpu/roa, To OTPUMAEMO:

33; = 1035,6- 120 = 124272, rpH.

BapTicTs MammmaHOTO Yacy 3)p HEOOX1THOTO SIS HAaJaroKeHHS IporpaMu

Ha EOM, Bu3HauaeThcs 3a popMyIioro:

3mB = toms - Cum , I'PH, (313)

ne tm, — TPYIOMICTKICTh HaJlaromkeHHs rnporpamu Ha EOM, ro;

Cyy — BapTicTh MammmHo-roauHu EOM, rpa/rog.

3up = 503,515 = 7552,5 rph.

3BIJICH BUTPATH HA CTBOPEHHS IPOrPAMHOTO MPOAYKTY:

Kno = 124272 + 7552,5 = 131824,5 rpH.

OuikyBaHuii niepion crBopeHHs [13:

T= ) Mec. (3.14)

ne Bk — uncino BUKOHABIIIB;

Fo — micsunuii pong podouoro vacy (npu 40 rogMHHOMY POOOUYOMY THXKHI

Fp=176 ronun).

ButpaTtu Ha CTBOPEHHS MPOIPAMHOTO MTPOIYKTY:

10356
T 1-176

= 5,9 wmic.
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BucnHoBkn. MoGinbHa rpa mae Bapricth 131824,50 rpu. MmosipHuii
OUIKyBaHMM Yac po3pobku — 5,9 Micami npu crasgapTHomy 40-TOIUHHOMY
pobouomy ThxHi 1 176-ronuaHOMY pobOouomy micsi. Lleit Tepmin moB’si3aHuil 3
KUIBKICTIO OIEepaTopiB 1 BKJIIOYae B ceOe 4vac IS JOCHIDKEHHS Ta PO3pOOKY
AITOPUTMY PO3B’SI3aHHS 3a/1a4i, pO3pOOKY AM3aiiHy 1 CTBOpEHHsI JoKyMeHTaiii. Ha

po3poOKy MOOUTEHOTO H0maTKy Oyne ButpadeHo 1035,6 roauHO-TOIMH.
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BUCHOBKHA

Mertoro kBamidikamiitHoi podoTr OakanaBpa € po3poOkoro 211 miathopmepy 3
BUKOPHCTAHHSAM 30€piraHHs JaHuX Ha cepBepi 3a mgomomororo Unity 2D. B
OCHOBHOMY JaHHI 107aTOK OyB CTBOPEHUHN HE ISl KOMEPIIIHHOTO 3aCTOCYBaHHs, a
JUIS KOPUCTyBadiB JUIs NEepcoHaIbHO ocobuctux wnieil. KopuctyBau Mmoxke
BUKOPHCTOBYBATH JOJATOK TUIbKH SIKIIO BiH aBTOPH30BaHHUI Ta Mae cTabUIbHE
IKJTFOYEHHS JI0 MEpEXi IHTepHET.

[Tig yac BUKOHaHHS KBamidikaniiHoi podoTH OyB po3poOIECHUI MPAKTUIHHIA
JOJJaTOK, BHUKOPUCTOBYIOUM HOBI TEXHOJIOTi Ta MIAXOAU JO CTBOPEHHS
IPOrpaMHOro 3a0€3MeUeHHs, a CaMe — KOMIT FOTEpPHOI I'PH.

Honarok OyB crBopenuit ais miardopmu Windows, sika 3 Maibke y KOKHOTO
KOpHUCTyBaua Ha Horo mepcoHanbHOMY KoMil'torepl. I'pa Oyna peanizoBaHa Ha
ocHoBi Unity 2D. TakoX BHKOPHCTOBYBAJIHCS KOMITOHCHTH IIi€i CHUCTEMH ISt
IPOKPAILIEHH BI3yalbHUX €(EKTIB, BI3yaJbHOr0 1HTEPPENCY Ta Pi3UKU JaHOI I'PH.
KonyBanus OyJo peanaizoBaHO Ha BUCOKOPIBHEBIM MOBI nmporpamyBanHs C#.

CepBepoM y qaHoMy J1oaatky Buctymae Firebase Realtime Database.

B «ExoHoMiuHOMYy po3aun» Oyja0 BH3HAUYCHO TPYIOMICTKICTE PO3POOKH
nporpamHoro 3abe3neuenns (1035,6 qr0a-ro) HA OAHOTO MOJIOIIIOTO PO3POOHUKA
irop. Takox OyJnu migpaxoBaHi BUTPATH HA CTBOPEHHS MPOrPaMHOI0 3a0€3MeUeHHs

(131824,50 rpu.). [ligpaxoBanuii mepioj po3poOKu J01aTKy CTaHOBUTH (5,9 Mic.).
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CIIMCOK BUKOPUCTAHHUX JIKEPEJI
. Unity Documentation CKPHUIITYBaHHS

https://docs.unity3d.com/Manual/ScriptingSection.html

. C# Microsoft Documentation https://docs.microsoft.com/en-
us/dotnet/csharp/
. JSON https://docs.microsoft.com/en-

us/dotnet/standard/serialization/system-text-json-how-to?pivots=dotnet-6-
0

. Unity 2D Animation Documentation
https://docs.unity3d.com/Packages/com.unity.2d.animation@8.0/manual/i
ndex.html

. Unity 2D Common
https://docs.unity3d.com/2019.3/Documentation/Manual/com.unity.2d.co
mmon.html

. Unity ta C#. I'etimzaes Bix iaei no0 peanu3arii. 2-¢ u3a., boun /J.

. Unity 2D Sprites https://docs.unity3d.com/Manual/Sprites.html

. Unity 2d Tilemap Editor
https://docs.unity3d.com/Manual/com.unity.2d.tilemap.html

. Unity  Cinemachine https://unity.com/ru/unity/features/editor/art-and-

design/cinemachine

10.Unity Firebase SDK https://gametorrahod.com/firebase-behaviour-in-unity/

11.Firebase Realtime Database https://firebase.google.com/products/realtime-

database#:~:text=The%20Firebase%20Realtime%20Database%20is,app%
20data%20at%20qglobal%?20scale.

12.Firebase Console

https://console.firebase.qgoogle.com/u/0O/project/ /database/data

13. I1natdopmep Buxunenus

https://ru.wikipedia.org/wiki/%D0%9F%D0%BB%D0%B0%D1%82%D1
%84%D0%BE%D1%80%D0%BC%D0%B5%D1%80
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https://firebase.google.com/products/realtime-database#:~:text=The%20Firebase%20Realtime%20Database%20is,app%20data%20at%20global%20scale
https://console.firebase.google.com/u/0/project/_/database/data
https://ru.wikipedia.org/wiki/%D0%9F%D0%BB%D0%B0%D1%82%D1%84%D0%BE%D1%80%D0%BC%D0%B5%D1%80
https://ru.wikipedia.org/wiki/%D0%9F%D0%BB%D0%B0%D1%82%D1%84%D0%BE%D1%80%D0%BC%D0%B5%D1%80

14.Unity URP https://docs.unity3d.com/Packages/com.unity.render-

pipelines.universal@11.0/manual/

15. Unity Draw call Bathcing
https://docs.unity3d.com/2019.4/Documentation/Manual/DrawCallBatchin
g.html

16. JetBrains Rider IDE https://www.jetbrains.com/ru-ru/rider/
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Jlictunr PlayerDataChecker.cs
using System.Collections.Generic;
using System.L.ing;

using Firebase;

using static Other.PlayerConstants;

namespace Core.Player {

public static class PlayerDataChecker {

public static AuthenticationErrorType CheckUserProvidedData(string username, string
password) {
List<string> listOfUsernames = FirebaseDatabaseManager.Instance.GetListOfUsernames();

List<string> listOfPasswords = FirebaseDatabaseManager.Instance.GetListOfPasswords();

if (listOfUsernames.Select((t, index) => (t, listOfPasswords[index])).Any(obj => username ==
obj.ltem1 && password == obj.Item2)) {
return AuthenticationErrorType.AllGood;

}

if (listOfUsernames.Contains(username)) {
return AuthenticationErrorType.UsernameAlreadyExist;

} if (username.Length<6 || username.Length>16 || string.ISNullOrEmpty(username)) {
return AuthenticationErrorType.NotValidUsername;

} if (password.Length<6 || string.ISNullOrEmpty(password)) {
return AuthenticationErrorType.NotValidPassword;

}

return AuthenticationErrorType.AllGood,

Jlictunr nporpamu PlayerMovement.cs
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using System;

using Behaviour.Based,;

using Behaviour.Healthltem;

using Behaviour.Objects;

using JetBrains.Annotations;

using Level,

using Ui.Level,

using UnityEngine;

using static Other.Constants.Constants;

namespace Behaviour {
public class PlayerMovement : SubjectParameters {
public static Action<bool> OnSetMovement;
[SerializeField]
private float _jumpForce = 7.5f;
[SerializeField]
private PlayerState _groundSensor;

private Animator _animator;

private Rigidbody2D _body2d,;
private BoxCollider2D _boxCollider;
private bool _grounded;

private bool _combatldle;

private bool _isDead;

private bool _move = true;

private bool _attack;

private Vector2 _defaultBoxColliderX = new Vector2(0.8f, 1.5f);
private Vector2 _defendedBoxColliderX = new Vector2(2f, 1.5f);

private void Awake() {
_animator = GetComponent<Animator>();
_body2d = GetComponent<Rigidbody2D>();
_boxCollider = GetComponent<BoxCollider2D>();

OnSetMovement += SetMovement;

}

private void OnDestroy() {
OnSetMovement -= SetMovement;

}

private void Update() {
if (!_move) return;
Grounded();
float inputX = Input.GetAxis("Horizontal");
Move(inputX);
MainBehaviour(inputX);
¥

private void MainBehaviour(float value) {

o1



if (Input.GetMouseButtonDown(0)) {
Attack();

} else if (Input.GetKeyDown(KeyCode.Mousel)) {
ChangeCombatPose();

} else if (Input.GetKeyDown("'space™) && _grounded) {
Jump();

} else if (Mathf.Abs(value) > Mathf.Epsilon) {
Move();

} else if (_combatldle) {
Combatldle();

}else {
Idle();

¥

}

private void SetMovement(bool status) {
_move = status;

}

private void Move(float inputX) {
if (inputX >0) {
transform.localScale = new Vector3(-1.0f, 1.0f, 1.0f);
}else if (inputX < 0) {
transform.localScale = Vector3.one;

}

_body2d.velocity = new Vector2(inputX * Speed, _body2d.velocity.y);

_animator.SetFloat(nameof(MoveTriggers.AirSpeed), _body2d.velocity.y);
}

private void Move() {
_animator.SetInteger(nameof(MoveTriggers.AnimState), 2);

}

private void Attack() {
if (_attack) return;

_attack = true;
_animator.SetTrigger(nameof(MoveTriggers.Attack));

}

[UsedImplicitly]//used in animations
public void ReturnState() {
_attack = false;

¥

[UsedImplicitly]

private void Hit() {
Collider2D[] cols = Physics2D.OverlapCircleAll(AttackPosition.position, AttackRange);
if (cols.Length == 0) return;
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for (inti =0; i <cols.Length; i++) {
if (cols[i]. TryGetComponent(out EnemyHealth _health)) {
_health.TakeDamage(10);

¥
¥

for (inti=0; i <cols.Length; i++) {
if (cols[i]. TryGetComponent(out Chest _chest)) {
_chest.BrokeChest();

¥
¥
¥

private void Idle() {
_animator.SetInteger(nameof(MoveTriggers.AnimState), 0);

}

public void Hurt() {
_animator.SetTrigger(nameof(MoveTriggers.Hurt));

}

public void Death() {
_animator.SetTrigger(!_isDead
? nameof(MoveTriggers.Death)
: nameof(MoveTriggers.Recover));
_isDead =!_isDead;
LevelUl.Instance.Lose();

}

private void Jump() {
_animator.SetTrigger(nameof(MoveTriggers.Jump));
_grounded = false;
_animator.SetBool(nameof(MoveTriggers.Grounded), _grounded);
_body2d.velocity = new Vector2(_body2d.velocity.x, _jumpForce);
_groundSensor.Disable(0.2f);

}

private void Combatldle() {
_animator.SetInteger(nameof(MoveTriggers.AnimState), 1);

¥

private void ChangeCombatPose() {
_combatldle =! combatldle;
_boxCollider.size = _combatldle ? _defendedBoxColliderX : _defaultBoxColliderX;

}

private void Grounded() {
if (!_grounded && _groundSensor.State()) {
_grounded = true;
_animator.SetBool(nameof(MoveTriggers.Grounded), _grounded);

}
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if (!_grounded || _groundSensor.State()) return;

_grounded = false;
_animator.SetBool(nameof(MoveTriggers.Grounded), _grounded);

}

private void OnTriggerEnter2D(Collider2D col) {
if (col. TryGetComponent(out Objects.Items.Healthltem item)) {
Debug.Log(item.name);
item.Pick(transform.position);

}

if (col. TryGetComponent(out WinObject winObject)) {
winObject.Win();
¥
}
¥
}

Jlictuar AuthenticationMenu.cs

using System;

using Core.Player;

using Firebase;

using Helpers;

using Other;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace Ui.Auth {
public class AuthenticationMenu : MonoBehaviour {
[SerializeField] private AuthenticationMenuContainer _container;

private bool login = true;

private void Awake() {
if (_container == null) {
_container = GetComponent<AuthenticationMenuContainer>();
}
¥

private void Start() {
_container.SaveButton.onClick.AddL.istener(SaveButtonClick);

}

private void SaveButtonClick() {
PlayerConstants.AuthenticationErrorType taskResult =
PlayerDataChecker.CheckUserProvidedData(
_container.UsernamelnputField,
_container.PasswordInputField);

switch (taskResult) {
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case PlayerConstants.AuthenticationErrorType.UsernameAlreadyEXist:
_container.ErrorTMPText.text = "Username is already exists.";
break;

case PlayerConstants.AuthenticationErrorType.NotValidUsername:
_container.ErrorTMPText.text = "Your username is too short or too long.";
break;

case PlayerConstants.AuthenticationErrorType.NotValidPassword:
_container.ErrorTMPText.text = "Your password is weak";
break;

case PlayerConstants.AuthenticationErrorType.AllGood:
SuccessfulDatalnput();
break;

default:
_container.ErrorTMPText.text = "Internal Error";
break;

¥
¥

private void SuccessfulDatalnput() {
string id = DataGenerator.Generateld(10);
FirebaseDatabaseManager.Instance.SaveData(
id,
_container.UsernamelnputField,
_container.PasswordInputField
);
PlayerDataSaver.LogIn();
PlayerDataSaver.SaveData(
id,
_container.UsernamelnputField,
_container.PasswordInputField);
SceneManager.LoadScene("Menu");

¥
¥
¥

Enemy.cs

using Other.Constants;
using UnityEngine;

namespace Behaviour.Enemy {

public class EnemyMovement : MonoBehaviour {
[SerializeField] private Transform _leftEdge;
[SerializeField] private Transform _rightEdge;
[SerializeField] private Transform _enemy;
[SerializeField] private float _speed;
[SerializeField] private float _idleDuration;
[SerializeField] private Animator _anim;
[SerializeField] private BoxCollider2D _boxCollider;
[SerializeField] private Rigidbody2D _rigidbody;
private int _facingDirection = -1;
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private float _idleTimer;
private Vector3 _initScale;
private bool _moveLeft = true;

private void Awake() {
_initScale = _enemy.localScale;

}

private void Update() {
if (_moveLeft) {
if (_enemy.position.x >= _leftEdge.position.x) {
MovelnDirection(-1);

}else {
DirectionChange();

}
}else {
if (_enemy.position.x <= _rightEdge.position.x) {
MovelnDirection(1);
}else {
DirectionChange();
}
¥
¥

private void OnDisable() {
_anim.SetBool(ObjectConstants.Move, false);

}

private void DirectionChange() {
_anim.SetBool(ObjectConstants.Move, false);
_idleTimer += Time.deltaTime;

if (_idleTimer > _idleDuration) {
_movelLeft =! _moveLeft;
}
}

public void Dead() {
_rigidbody.bodyType = RigidbodyType2D.Static;
_boxCollider.enabled = false;

¥

private void MovelnDirection(int _direction) {
_idleTimer = 0;
_anim.SetTrigger(ObjectConstants.Move);
Vector3 position = _enemy.position;
float x = position.x + Time.deltaTime * _direction * _speed,;
float xDir = Mathf.Abs(_initScale.x) * _direction * _facingDirection;

position = new Vector3(x, position.y, position.z);

_enemy.localScale = new Vector3(xDir, _initScale.y, _initScale.z);
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_enemy.position = position;
¥
}

Healthltem.cs

using Behaviour.Based.Interfaces;
using Behaviour.Healthltem;
using DG.Tweening;

using UnityEngine;

namespace Behaviour.Objects.ltems {
public class Healthltem : Item, IHealable {
public void Heal(float value) {
Health.OnHeal?.Invoke(value);

}

public override void Pick(Vector3 position) {
base.Pick(position);

var health = (float)Random.Range(3, 10);
Heal(health);
Destroy();

}

protected override void Destroy() {
var sq = DOTween.Sequence();
sg.Append(transform.DOScale(1.3f, 0.4f).SetEase(Ease.InBounce));
sg.Append(transform.DOScale(0f, 0.2f).SetEase(Ease.Linear));
sg.OnComplete(() => base.Destroy());

}

Health.cs
v using System;

using Other.Constants;
using UnityEngine;
using UnityEngine.Ul;

namespace Behaviour.Healthltem {
public class Health : MonoBehaviour{
public static Action<float> OnHeal;
[SerializeField] private float startingHealth;
[SerializeField] protected Slider _slider;
[SerializeField] private UnityEngine.Behaviour[] components;

private float currentHealth { get; set; }

private Animator anim;
private bool dead;
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public virtual void Awake() {
InitParams();
_slider.maxValue = startingHealth;
_slider.value = startingHealth;

}

private void InitParams() {
currentHealth = startingHealth;
anim = GetComponent<Animator>();
OnHeal += AddHealth;

}

private void OnDestroy() {
OnHeal -= AddHealth;

}

public void TakeDamage(float _damage) {
currentHealth = Mathf.Clamp(currentHealth - _damage, 0, startingHealth);
_slider.value = currentHealth;
if (currentHealth > 0) {
anim.SetTrigger(ObjectConstants.Hurt);

}else {
if (dead) return;

Dead();

¥
¥

public virtual void Dead() {
_slider.value = 0;
anim.SetTrigger(ObjectConstants.Death);

foreach (UnityEngine.Behaviour component in components)
component.enabled = false;

dead = true;

}

private void AddHealth(float _value) {
if ('\gameObject.CompareTag("Player™)) return;

currentHealth = Mathf.Clamp(currentHealth + _value, 0, startingHealth);
_slider.value = currentHealth;

¥
¥
¥

Singleton.cs
using UnityEngine;

namespace Other {
public class Singleton<T> : MonoBehaviour where T : MonoBehaviour {
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}

}

private static bool _mShuttingDown;
private static readonly object MLock = new object();
private static T _mlnstance;

private static void GetInstance() {
if (_minstance == null) {
_minstance = (T) FindObjectOfType(typeof(T));
b
¥

private static void StartManager() {
lock (MLock) {
Getlnstance();

¥
¥

private void Start() {
StartManager();

}

public static T Instance {
get {
if (_mShuttingDown) {
return null;

}

lock (MLock) {
Getlnstance();
return _minstance;

¥
¥
¥

private void OnApplicationQuit() {
_mShuttingDown = true;

}
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ResultScreen.cs

using System;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,

namespace ResultScreens {
public class ResultScreen : MonoBehaviour, IWinResultScreen, ILoseResultScreen
{
private enum ResultType{
Win,
Lose

}

[SerializeField] private GameObject _prefab;
[SerializeField] private ResultType type;
[SerializeField] private Button _homeButton;
[SerializeField] private Button _additionalButton;

private void Start() {
_prefab.SetActive(false);

}

public void Win() {
_prefab.SetActive(true);
SubscribeButtons();

}

public void Lose() {
_prefab.SetActive(true);
SubscribeButtons();

}

private void SubscribeButtons() {
_homeButton.onClick.AddListener(HomeButtonClick);
switch (type) {
case ResultType.Win:
_additionalButton.onClick.AddListener(NextLevelClick);
break;
case ResultType.Lose:
_additionalButton.onClick.AddListener(RestartLevelClick);
break;
default:
throw new ArgumentOutOfRangeException();
}

}

private static void RestartLevelClick() {
int scene = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(scene);

¥
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private void NextLevelClick() {
var index = PlayerPrefs.GetInt("Levellndex", 0);
SceneManager.LoadScene(index);

}

private static void HomeButtonClick() {
SceneManager.LoadScene("Menu");

¥
¥
¥

Authentication.cs

using System;

using Core.Player;

using Firebase;

using Helpers;

using Other;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace Ui.Auth {
public class AuthenticationMenu : MonoBehaviour {
[SerializeField] private AuthenticationMenuContainer _container;

private bool login = true;

private void Awake() {
if (_container == null) {
_container = GetComponent<AuthenticationMenuContainer>();
¥
}

private void Start() {
_container.SaveButton.onClick.AddListener(SaveButtonClick);

}

private void SaveButtonClick() {
PlayerConstants.AuthenticationErrorType taskResult =
PlayerDataChecker.CheckUserProvidedData(
_container.UsernamelnputField,
_container.PasswordInputField);

switch (taskResult) {

case PlayerConstants.AuthenticationErrorType.UsernameAlreadyEXxist:
_container.ErrorTMPText.text = "Username is already exists.";
break;

case PlayerConstants.AuthenticationErrorType.NotValidUsername:
_container.ErrorTMPText.text = "Your username is too short or too long.";
break;

case PlayerConstants.AuthenticationErrorType.NotValidPassword:
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_container.ErrorTMPText.text = "Your password is weak";
break;

case PlayerConstants.AuthenticationErrorType.AllGood:
SuccessfulDatalnput();
break;

default:
_container.ErrorTMPText.text = "Internal Error™;
break;

¥
¥

private void SuccessfulDatalnput() {
string id = DataGenerator.Generateld(10);
FirebaseDatabaseManager.Instance.SaveData(
id,
_container.UsernamelnputField,
_container.PasswordInputField
);
PlayerDataSaver.LogIn();
PlayerDataSaver.SaveData(
id,
_container.UsernamelnputField,
_container.PasswordInputField);
SceneManager.LoadScene(*Menu");

¥
¥

AuthenticationMenuContainer.cs
using TMPro;

using UnityEngine;

using UnityEngine.Ul;

namespace Ui.Auth {

public class AuthenticationMenuContainer : MonoBehaviour {
[SerializeField] private TMP_Text _usernamelnputField;
[SerializeField] private TMP_InputField _passwordInputField,;
[SerializeField] private Button _saveButton;
[SerializeField] private TMP_Text _errorTMPText;
[SerializeField] private TMP_Text _bottomButtonText;
[SerializeField] private Button _bottomButton;

public TMP_Text BottomButtonText {

get {
return _bottomButtonText;

¥
¥

public Button BottomButton {
get {
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return _bottomButton;

¥
¥

public TMP_Text ErrorTMPText {
get {
return _errorTMPText;
b
¥

public string PasswordInputField {
get {
return _passwordInputField.text;
¥
}

public string UsernamelnputField {
get {
return _usernamelnputField.text;
¥
}

public Button SaveButton {
get {
return _saveButton;
¥
}
}
}

Constants.cs

namespace Other.Constants {
public static class Constants {
public const string UPPER_CHARS = "ABCDEFGHIJKLMNOPQRSTUVWXYZ";
public const string LOWER_CHARS = "abcdefjhijkimnopqgrstuvwxyz";
public const string NUMBERS = "0123456789";
public static string SavedFulllnventory = nameof(SavedFullinventory);
public static string SavedQuickInventory = nameof(SavedQuickInventory);
public const string TRUE = "true";
public const string FALSE = "false";

public enum State {
walking,
hit,
dead

}

public enum ItemType {
Food,
Poison,
Money,
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Quest,
Other

}

public enum EnemyType {
Skeleton,
Wizard

}

public enum InventoryType {
QuicklInventory,
Fullinventory,
Inventory

}

public enum MoveTriggers {
Hurt,
Attack,
Jump,
Grounded,
AnimState,
AirSpeed,
Death,
Recover

}

public struct Tags {
public static string Player = nameof(Player);
public static string Enemy = nameof(Enemy);
public static string Quest = nameof(Quest);

}

public enum TagsEnum {
Player,
Enemy,
Drag

}

public enum EnemyState {
Angry,
Attack,
Idle

¥
¥

FirebaseManager.cs

using System;

using System.Collections.Generic;
using System.L.inq;

using System.Threading.Tasks;
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using Firebase.Database;

using Newtonsoft.Json;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace Firebase {
public class FirebaseDatabaseManager : MonoBehaviour {
public static FirebaseDatabaseManager Instance;
private FirebaseDatabase _database;
private DatabaseReference _databaseReference;
private readonly List<string> _listOfUsernames = new List<string>();
private readonly List<string> _listOfPassword = new List<string>();

private void Awake() {
if (Instance == null) {
Instance = this;
}else {
Destroy(gameObject);
}
¥

private void Start() {
GetlnternalUsernames();

}

public void SaveData(string id, string username, string password) {
_database = FirebaseDatabase.DefaultInstance;
_databaseReference = _database.RootReference;

var user = new User(id, username, password);

string json = JsonConvert.SerializeObject(user);

_databaseReference.Child(""Users")
.Child(user.username)
.SetRawJsonValueAsync(json);

}

public List<string> GetListOfUsernames() {
return _listOfUsernames;

}

public List<string> GetListOfPasswords() {
return _listOfPassword;

¥

private void GetInternalUsernames() {
_database ??= FirebaseDatabase.DefaultInstance;
_database.GetReference("Users/").GetValueAsync().ContinueWith(ContinuationFunction());

}

private Action<Task<DataSnapshot>> ContinuationFunction() {
return task => {
if (task.IsCompleted) return;
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DataSnapshot snapshot = task.Result;
snapshot.Children.ToL.ist()
.ForEach(
child => _listOfUsernames.Add(child.Key));
snapshot.Children.ToList()
.ForEach(
child =>
child.Children.ToList().ForEach(_value => {
if (_value.Key == "password") {
_listOfPassword.Add(_value.Value.ToString());

}
1)k

FirebaseAppManager.cs

using System.Threading.Tasks;
using UnityEngine;

namespace Firebase {
public class FirebaseAppManager : MonoBehaviour {
public static FirebaseAppManager Instance;
private FirebaseApp app;

private void Awake() {
if (Instance == null) {
Instance = this;

}else {
Destroy(gameObject);

¥
¥
private void Start() {

ValidateVersions();

}

private void ValidateVersions() {
FirebaseApp.CheckAndFixDependenciesAsync().ContinueWith(CheckFirebaseApp);

¥

private void CheckFirebaseApp(Task<DependencyStatus> task) {
DependencyStatus dependencyStatus = task.Result;
if (dependencyStatus == DependencyStatus.Available) {

app = FirebaseApp.Defaultinstance;

}

}

}
}
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User.cs
using Helpers;

namespace Firebase {
public class User {
public string id;
public string username;
public string password;
public int lastLevellndex;

public User(string _id, string _username, string _password) {
id=_id;
username = _username;
password = _password;
lastLevellndex = 0;

¥
¥
¥

AutomaticUiAnchoringEditor.cs
using UnityEditor;
using UnityEngine;

namespace ExternalLibs.AutomaticUlAnchoring.Editor {
public class AutomaticUiAnchoringEditor : UnityEditor.Editor {
private static void Anchor(RectTransform rectTransform) {
RectTransform parentRectTransform = null;
if (rectTransform.transform.parent) {
parentRectTransform = rectTransform.transform.parent. GetComponent<RectTransform>();

}

if (!parentRectTransform) {
return;

}

Undo.RecordObject(rectTransform, "Anchor Ul Object™);
Rect parentRect = parentRectTransform.rect;
rectTransform.anchorMin = new Vector2(rectTransform.anchorMin.x +
rectTransform.offsetMin.x / parentRect.width,
rectTransform.anchorMin.y + rectTransform.offsetMin.y / parentRect.height);
rectTransform.anchorMax = new Vector2(rectTransform.anchorMax.x +
rectTransform.offsetMax.x / parentRect.width,
rectTransform.anchorMax.y + rectTransform.offsetMax.y / parentRect.height);
rectTransform.offsetMin = Vector2.zero;
rectTransform.offsetMax = Vector2.zero;
rectTransform.pivot = new Vector2(0.5f, 0.5f);
rectTransform.pivot = new Vector2(0.5f, 0.5f);

¥

[Menultem("Tools/Automatic Ul Anchoring/Anchor Selected Ul Objects _F1")]
private static void AnchorSelectedUIObjects() {
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for (var i = 0; i < Selection.gameObjects.Length; i++) {
var rectTransform = Selection.gameObjects[i].GetComponent<RectTransform>();
if (rectTransform) {
Anchor(rectTransform);

MeleeEnemy.cs

using Behaviour.Healthltem;
using JetBrains.Annotations;
using Other.Constants;
using UnityEngine;

namespace Behaviour.Enemy {
public class MeleeEnemy : MonoBehaviour {

[SerializeField] private float attackCooldown;
[SerializeField] private float range;
[SerializeField] private int damage;
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;
[SerializeField] private LayerMask playerLayer;
private float cooldownTimer = Mathf.Infinity;

private Animator anim;
private Health playerHealth;
private EnemyMovement enemyPatrol;

private void Awake() {
anim = GetComponent<Animator>();
enemyPatrol = GetComponentIinParent<EnemyMovement>();

}

private void Update() {
cooldownTimer += Time.deltaTime;

if (PlayerInSight()) {
if (cooldownTimer >= attackCooldown) {
cooldownTimer = 0;
anim.SetTrigger(ObjectConstants.Attack);

¥
¥

if (enemyPatrol = null)
enemyPatrol.enabled = !PlayerInSight();

}

private bool PlayerInSight() {
var bounds = boxCollider.bounds;
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var originVector = bounds.center + transform.right * range * transform.localScale.x *
colliderDistance;
var sizeVector = new Vector3(bounds.size.x * range, bounds.size.y,
bounds.size.z);
RaycastHit2D hit = Physics2D.BoxCast(originVector, sizeVector, 0, Vector2.left, 0,
playerLayer);

if (hit.collider != null) {
playerHealth = hit.transform.GetComponent<PlayerHealth>();

}

return hit.collider != null;

}

private void OnDrawGizmos() {
Gizmos.color = Color.black;
var bounds = boxCollider.bounds;
var center = bounds.center + transform.right * range * transform.localScale.x *
colliderDistance;
var size = new Vector3(bounds.size.x * range, bounds.size.y, bounds.size.z);
Gizmos.DrawWireCube(center, size);

}

[UsedImplicitly]
private void DamagePlayer() {
if (PlayerInSight())
playerHealth. TakeDamage(damage);
¥
}
¥
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BIJIT'YK

Ha kBajidikauniiiny podory 0akagaBpa
HA TeMy:
2D niatdopmep 3 BUKOPUCTAHHAM 30epiraHHsi JAaHUX Ha cepBepi 3a
ponomoroxw Unity 2D "
cryaenta rpynu 121-18-1 Kyii6inu Janunaa BiraniiioBuua
Po3pobnena B kBamidikamiiiHiii poOOTI mporpama MpU3HAYEHA MJIA
0COOHCTOr0 KOPUCTYBAHHS Ta OCOOUCTHUX ITIJIEH.

Sk 1HCTpYMEHT [JIsi TpPOEKTyBaHHS 1 peamsamii OyJlo BUKOpHUCTaHE
cepenoBuie po3poOku irpoBux moxatkiB Unity. Komysanus pomatky Oyiio
peainizoBade y cepenoBuini JetBrains Rider 3a qomoMororw MoBH IporpamyBaHHS
C#.

[TpakTHyHa 3HAYUMICTH CTBOPEHHS JAHOI MpOrpamMH IMOJIAra€ y HaJaHHI
KOPHUCTYBAu4€B1 MOTPATH Ta JI3HATHUCS MPO CBIT MIKCEIbHUX MIATHOPMEPIB.

[Ipane3naTHicTh MpeacTaBiaeHOi 1H(QOpPMALIAHOT CHCTEMH MiATBEPIKEHA
HaJIaroJKyBaJIbHUMU BUIIPOOYBAaHHSMU Ta TECTYBaHHIM MPOTrpamH.

B exoHOMIYHOMY pO3AUIl BU3HAYEHO TPYJIOMICTKICTH pPO3pOOJICHOI
1H(pOopMaIIiHOI CUCTEMHU, IPOBEICHUI MIAPAaXyHOK BapTOCTI pOOOTH 1O CTBOPEHHIO
IporpaMu Ta po3paxoBaHO Yac Ha Oro CTBOPEHHS.

Tema kBamidikamiitHoi poOOTH Oe3nocepeHbO TMOB'A3aHAa 3  00'€KTOM
JSTBHOCTI OakamaBpa 3a OCBITHBOIO mporpamoro 121 [mxeHepis mporpamMHOTo
3a0e3MeyeHHs.

OdopmileHHS TOSICHIOBAJIBHOT 3alMMCKU O pOOOTH BUKOHAHO BIAMOBIAHO 10
CTaH/JapTIB HA MPOTPaAMHY JIOKYMEHTAIIIIO.

Kamidikamiitny poO0Ty BUKOHAHO CAMOCTIMHO Ta 3acIyroBye ominku 80 6aniB
«zo00pe», a cryaent Kyib6inu lanuna BitaniiioBuya 3aciyroBye NpUCBOEHHS HOMY

kBamdikaii 6akanaBpa 3 iHXEHepii MPOTPaMHOTO 3a0€3MEUCHHS.

KepiBauk kBasgigikaniitnoi podorn
noueHT Kag. II3KC, k.T.H. C.A. IIpuxogueHko
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PEINEH3IA

Ha kBajidikauniiiny podory 0akagaBpa
HA TeMy:
""2D niardopmep 3 BUKOPUCTAHHAM 30epiraHHsi JaHUX Ha cepBepi 3a
ponomoroxw Unity 2D "
cryaenta rpynu 121-18-1 Kyii6inu Janunaa BiraniiioBuua

Kpamidikamiitny pobotry Ha Temy "2D miardopmep 3 BHKOPHUCTAHHSIM
30epiranHs JaHUX Ha cepBepi 3a momomoroio Unity 2D "BUKOHAaHO B TIOBHOMY
00cs131, BIAMOBIAHO 10 TEXHIYHOTO 3aBIaHHA.

Merta kBamiikamiifHoi poOOTH: METOIO JUIIOMHOTO TIPOSKTY € po3podka 2D
maTpopMepy 3 BUKOPUCTAHHSAM 30€epiraHHs JaHUX Ha cepBepi 3a fonomororo Unity
2D cucremu y cepenosuiii Jetbrains Rider .

VY nosicCHIOBalIbHINA 3amKCIll PO3TJISHYTO HEOOXIAHICTH CTBOpEHHS 1 cdepa
3aCTOCYBaHHs PO3pOO0JIEHOI, BUKOHAHO IOCTAHOBKY 3aBJaHHS, OMHC BXIAHHUX 1
BUXIJTHUX JIaHUX, PO3POOJICHWM MOJaTOK, HaBEJEHI 3arajibHi BiJIOMOCTI TIPO
JOAATOK, BU3HAYEHI JKEpesia, BAKOPUCTaH1 Py po3pooiii.

BBaxkaro 3aBmaHHS 1 3MICT KBaidikaiiiiHoi poOOTH BIAMOBIAHUM IS
nepeBipku cryneHs niarorosieHocti Kyitdina Jlanuna BitaniiioBuya 3a HanpsMom
121 TmxeHepist mporpaMHOTo 3a0e3MeYeHHS .

Crnucok nitepaTypu, HaBeIeHU B poOOTIi, Hamiuye 16 mxepen, 1mo CBiIYUTh
PO BMiHHS aBTOpa MPALIOBATH 3 JITEPATypOIO Ta IHIIUMHU JKEpesiaMu 1H(popMarli.
Axicte odopmiieHHs kBamidikamifHOT poOOOTH MOXKHA BHU3HATH «A00pe», 3
HE3HAYHUMH HEJOJIKaMHU.

Kpamidikaiiitny poOOTYy BHUKOHAHO CaMOCTIHHO Ta 3aCIyrOBYE OIIIHKH
«o0pe», a cryaent Kyiibina Jlanuna BitaniiioBuda 3aciiyroBye MprUCBOEHHS HOMY

kBanmiQikaiii OakanaBpa 3 iHXKEHepli MPOrpaMHOTro 3a0e3MeUEHHS.

Penenzent kBaJjiikauiiinoi podoTu
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