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PE®EPAT

[TogcHroBanbHa 3anmcka: 102 ¢., 15 puc., 1 goxu., 8 kepena.

O0'ext po3podku: 2J1 rpa 3 BujoM 3Bepxy B kaupi RPG

Mera kBamQikaiiitHoi poOOTH: CTBOPUTH IIporpamy, SiKa JIOIlOMarae
KOPUCTYBauyaM BeceJIo IIPOBECTH J03BULISL, B LPOCTIH Ipi, HE HoTpeOyrouli
noty:xHoro IIK Ta pmocBify, JTOCHDKYIOYM ITPOBHMIT CBIT, 3HAMOMIISTYMCH 3
MENIKaHIIMH I'POBOTO CBITY, Ta OEpydYd y4dacTb B I'POBHUX 3MaraHHSX IPOTU
METITKAHIIIB .

Y  BCTym 3I1MCHEHO OITISIJT CY4YacHOTO CTaHy  JOCIIKyBaHOT
1po0OJIeMaTUKY, BH3HAYeHO MeTy KBamigikauiinoi podoru Ta chepy il
BUKOPHUCTAaHHS, OOTPYHTOBAHO aKTyaJIbHICTh 0OpaHOi TeMH 1 c(hOpMYIHOBAaHO
OCHOBHI 3aBJIAHHSI JIOCJILKEHHSL.

VY nepiomy po3juil IPOBEJICHO aHajl3 IpeAMEeTHOT 001acTl, pO3IIIIHYTO
HasIBHI aHAJIOTH 3 OTMHMCOM iXHIX (PYHKIIIOHATFHUX XapaKTEepPUCTHUK, BU3HAYEHO

iXHI HEJIOJIKH Ta OOIPYHTOBAHO IIepeBaru 3alpoIiOHOBAHOIO II1IXOTY.

Jlpyruit po3in MpUCBSYEHO MOCTAHOBIN 3aJ1avi, BU3HAUYEHHIO BUMOT JI0
IPOrpaMHOro 3a0e3ledeHHs, BUOOPY METOJIIB 1 aJITOPUTMIB, IO 3a0e311e4yIOTh
epekTUBHY peanzarnito. OmnucaHo Tporiec TMPOEKTYBAHHS CUCTEMH, il
CTPYKTYpPY, OCHOBHI aJIOPUTMHM, BXUIHI Ta BHUXIJIHI JIaHl, a TAKOX TEXHIYHI
XapaKTePUCTUKH I MPUHITAIIA B3a€MO/TIT 3 KOPUCTYBAIEM.

Y TperboMy poO3JUIl HABEIACHO pe3ylbTaTH TECTYBAHHS CTBOPEHOT
MporpaMM,  MpPOaHaII30BaHO  1i  TPOAYKTHUBHICTE Ta  e(eKTHUBHICTH

(PYHKIIIOHYBaHHS Ha OCHOBI OTPUMAHMX Pe3YJILTaTIB.

KimouoBi cinoBa: NPC, C#, Ieiimiuier, Ul, canvas, Pymiid, Ckpur,

ScriptableObject, ITpoexkr, /liamor, MiHi-Tpa .



ABSTRACT
Explanatory note:102 P15 pic., 1 add., 8 sources.

Object of development: a 2D game with a top view in the RPG genre

The goal of the qualification work 1s: create a program that helps users
have fun in a simple game that does not require a powerful PC and experience,
by exploring the game world, getting to know the inhabitants of the game world,
and participating in gaming competitions against the inhabitants .

In the introduction, an overview of the current state of the problem under
study 1s carried out, the purpose of the qualification work and the scope of its
use are determined, the relevance of the chosen topic is justified, and the main

research tasks are formulated.

In the first chapter, the subject area 1s analyzed, the available analogues
are considered with a description of their functional characteristics, their
disadvantages are identified and the advantages of the proposed approach are

justified.

The second section 1s devoted to setting the problem, defining software
requirements, and selecting methods and algorithms that ensure effective
implementation. The system design process, its structure, basic algorithms,
mput and output data, as well as technical characteristics and principles of user

interaction are described.

The third chapter presents the results of testing the created program,
analyzes 1ts performance and efficiency of functioning based on the results

obtained.

Keywords: NPC, C#, Gameplay, UI, canvas, engine, script,

ScriptableObject, Project, dialog, mini-game .
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Cnncox yMOBHIX MO3HAYCHD

IIK - IlepcoHanbHUAN KOMIT TOTEP

UI- User Interface (kopucTyBalbHUIIBKHI 1HTepdelic). KoMmoHEHT M0
BIAIIOBIJIAE 3a BI3yaJIbHy YacTUHY.

NPC - None Playable Character (He Irpabensuuii [lepconax). Ilepconax
SIKMM Kepye He | paBellb, a KOMII'IOTep.

Engine- Pymmii. CnemansHa mporpama, sika JioloMarae po3poOHHUKaM
CTBOPIOBAaTM Ta 3allyCKaTH IIPH, HAJA04d iM HEOOXIJHI I1HCTPYMEHTH Ta
(QYHKITIT.

Cxpurrr - @aiiin 3 Kogom.

ScriptableObject - Ckputrt juist Xpanings iHgopmartii.

Canvas - XosicT. O0’€KT Ha SIKOMY po3MIMYIOTh 1HII Ul 00’ €KTH.



Beryn

Ingycrpis po3pobku Bigeoirop (Game Development, abo reiimiieB)
CTPIMKO PO3BHUBAETHCA Ta 3 KOXKHHUM POKOM CTa€ Jefanal MacIITaOHIMION.
3aBJISIKM TEXHIYHOMY IIPOrPECY, 3pOCTAHHIO OOYUCITIOBAILHUX IIOTYXKHOCTEH Ta
B/IOCKOHAJICHHIO IHCTPYMEHTIB PO3pPOOKH, CTBOPEHHSI ITOP CTANIO JIOCTYITHUM SIK
JUIS BETWKHUX CTY/AlA, Tak 1 JUIs He3aleKHUX po3poOHMKIB. Irpu BiKe JaBHO
BUMIIUIM 3a MEXKI IPOCTOI PO3Bard - BOHM CTald 3acO00M CaMOBUPa)KCHHS,
¢opMoOI0 MHCTENTBa Ta cHocoOoM po3moBiml 1cTopiid. Ilpore, mompu 1iei
CTPIMKHIT PO3BUTOK, Jie/Iayll OUIbIIIEe TPaBIlB 3BEPTAIOTh YBary Ha KpH3y 3MICTY
Ta YHIKaJIbHOCTI B Cy4aCHUX IIPOEKTAX.

baratro  HOBMX  1rop  JICMOHCTPYIOTH  OJIHOTHIIHUH  TeiMIUICH,
nepeibadyBaHMl CIOJKET, a TOJIOBHHI akKIeHT 4YacTo POOUTHCS Ha HaJMIPHO
peamctuuHiii Tpadim. Ile mpu3BOAUTE JI0 TOro, MmO Oarato MPOEKTIB, X04 1
BUITISIJIAIOTh BI3yaJlbHO Bpakaroue, 3alIMINAKTh 110 c001 BIJUYTTS ITYCTOTH.
SckpaBuM npukiagom miei Tpancdopmarii € cepis irop Assassin’s Creed.
[TounHaroun K 1HHOBAIIHUI TPOEKT 13 HECTAH/IAPTHUM ITPOBUM TIPOIECOM,
IIIKaBUMU ICTOPUYHUMH TO/IISIMU Ta XapU3MAaTUYHUMH MEePCOHAKaMM, 3 9acoM
cepisd IepeTBOpwiIacs Ha 4eproBuil mabnonnuii OoiioBuk. HoBl wacTuHH
3aXOIUTIOIOTh KapTUHKOIO, ajle dYacTo BTpavyaroTh TIMHOWHY CIOXKETY Ta
1H/TMB1TyaJIbHICTb.

Btim, He Bce BTpadeHo. Ilompm [OMIHYBaHHSI BEeIWMKHX CTYmIH 1
KOMEPIIHHOIO I1JIXO/Y, B IHAYCTPIi BCe 1IE 3 ABJISIOTHCS 1'PH, SKI CTBOPIOIOTHCS
3 JYMIEI0 - YacTO HaBITh OJIHIEO JIOJMHOI0 a00 HEBEJIMKOI KOMaHJI01. Taki
IPOCKTH BpaXkaloThb CBOCIO IHUPICTIO, arMOc(hepor0 Ta OPUITHAIBHICTIO.
AckpaBumu npuxiagamu ¢ 2D-irpu Undertale, The Binding of Isaac Ta
Stardew Valley, sxi 3MoDIM 3aBOIOBaTH cepIisi MUIBMOHIB TpaBIliB 0e3
MUILHOHHUX OIOKETIB, IPOIIOHYIOYMHM HATOMICTh IIOCH HabaraTo IMIHHIIIE -
CIIpaBXkKHI €MOIlli Ta YHIKaJIbHUK 1rpoBU HOCBII. I sIKI JoBeM, 110 HaBIThH Y
2D-¢dopMati MOJKHaA CTBOPUTH YHIKaJIbHI, 3BOPYIILIMBI Ta BPa)kKarodl CBITH.



Po3zmin 1

AHaJi3 npeaMeTHO1 001acTi

1.1 Macmradu ingycrpii reiimaeBy

[HyCTpIs B1JICOITOP € OJHIECI0 3 HAWIMHAMIYHININAX Ta HAUTIPUOYTKOBIITTAX
rajayseid cydacHoi po3BaroBoi eKoHOMIKM. 3a janumu Newzoo, Statista Ta
SuperData, y 2024 pormi mrobanbHHIT PHHOK Bifeoirop gocar morana $200
MUIBSIPJIIB, IO BIepIIe B icTopii mepeBUIIWiIo 00’emm KiHoiHAyCcTpii ($100

MJIP/T) Ta My3UIHOTO PUHKY ($60 MIIp;T) pa3oM y3sTHX.
KmrodoRi akropu 3pocTaHHS:

1. MoOuibHui Tedminr — Haioubmmii cerment (ronajx 50% pUHKY),
3aB/SKU JOCTYIHOCTI cMapTdoniB 1 F2P-monensm (Free-to-Play).

o llpuxnamu: Genshin Impact, Honor of Kings (moxomu monaj $1
MIIPJT Ha PIK).

2. Xwmapuuii reiiminr (GeForce Now, Xbox Cloud Gaming) — 3pocTanus Ha
35% mop19HO "epe3 po3BUTOK 5SG Ta CTPUMIHTOBHX TEXHOJIOT1H.

3. Inui-irpum — 3aBusku wiatpopmam Steam, itch.io Ta Epic Games Store
Majll CTYAll OTPUMYIOTH JOCTYH Ji0 MulbHonnoi ayguropii (Hades 2,
Palworld — ycmixu 2024 poky).

4. Exocucrema KuOepclOpTY — PUHOK mepeBUImUB $2 Mipj, 3 MaidOyTHIM

1HTerpaii B ONIMITIICEKI ITPH.
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PerionaasH1 0COOIMBOCTI:

e Asiiicbko-Tuxookeancbkuid perion (Kurait, Snonis, 1lisnenna Kopes) —
45% CBITOBHX JOXO/IIB.

e [liBHIYHA AMepuKka — Jijiep 3a npemiym-irpamu (Call of Duty, EA Sports
FC).

e CBpolla — aKTMBHMII PO3BUTOK 1H]I1-cIleHH (YKpaina (Stalker 2), ITonsima

(The Witcher 4)).
ITepcriextrieu 10 2026 poKy:

e lIporuo3yerbes 3poctanns 10 $300 mupa gepes:
o VR/AR-irpu (Apple Vision Pro, Meta Quest 4).
o IlIty4yHuii 1HTENEKT y po3poOili (IporieypHa TeHeparlisi KOHTEeHTY,

NPC 3 aganTUBHOIO TIOBEJIIHKOIO).

Global games market revenues in 2024

Per segment with year-on-year growth rates

newzoo

$95.1Bn

PC and Console game
revenues will account for
slightly more than half (51%) of
the global market in 2024

Console games

$51.9Bn

-10% YoY

2024 Total

$187.7Bn

+2.1% YoY

Mobile games

$92.6Bn B

+3.0% YoY like Xbox Gams Pazs.
exclude adverising. Our estimates
exclude taxes. second-hand trade or
secondary  markets,  advertising
reverues eamed i and around
pames, console and  peripheral
hardware, B2B tervices. and the
online gambling and batting industry

Puc. 1.1 - JlilarpaMmMa po3I0BCIO/IZKEHOCTI 1I'0p Ha IeBHHUX IUIaT(hopMax.
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1.2 Beanki koMmaHii Ta iHAi-po3poOHUKH

CydacHuli pHHOK B1I€OITOP MOJIUIBIETHCS MK TNTOOATEHUMH KOPITOPaIlisiMHA
(Ubisoft, Electronic Arts) Ta He3aJICKHUMH CTYHISIMH, SIKI, HE3BaKalOud Ha

oOMexXeH1 pecypcH, 4acTO CTBOPIOIOTH KYIBTORI TPOEKTH.

1.2.1 KopuoparusHi riranru

Kommanii Ubisoft (monaxg 20 000 mpamiBaukiB) Ta Electronic Arts (EA)
3aJIMIIAIOTECA JIJICpaMKM 3a o0csraMd HpOAaXxiB, IIPOTE IXHI IIPU HacTo

T1JJTAFOTHCS] KPUTHITL:

e Ubisoft (cepii Assassin’s Creed, Far Cry) 3BUHYyBaqy10Tb V:
o IllabnonHomy reiitmMIuiei (BIAKPUTI CBITH 3 ITOBTOPIOBAaHUMU
KBECTaMH).
o HaamipHiit MOHeTH3aIlli (MIKPOTPAaH3aKIIi B OJTHOKOPHUCTYBAITBKUX
irpax, sk y Assassin’s Creed Shadows, 2024).
o Cnabkomy crokeTl (TpaBlll BIJI3HAYalOTh BIJACYTHICTh INIMOWHU B
CIOKETI Ta MepcoHakax).
e EA 3ocepepkena Ha muensiinux ¢gpanmmusax (FIFA, Battlefield), aie:
o FIFA Ultimate Team (FUT) kpuTuKyiOTh 3a JTyTOOKCH (1ITPOBI
a3apTHI MEXaHIKH).
o Battlefield 2042 (2021) nmpoBanuBcs depe3 T€XHIUHI MTPOOIEeMHA Ta

TIOPOXKHI CEPBEPU.
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1.2.2 Tai-po3poOHUKH

Ha mporuBary BeJIMKMM CTY/IISIM, HE3aJICKHI PO3POOHUKH JOBOISTH, 1110

YCITIX BU3HAYAETHCS HE OIO/KETaMM, a OPUTTHAJIBHICTIO!

e 1001 ®okc crBopuB Undertale (2015) camoctiiino y GameMaker Studio.
I'pa Bpazmuia:

o Mopaiibuumu BuOopaMu (MOKHA IIPOUTH O0e3 BOUBCTB).
o IurepakruBnumu OurBamu (riopust RPG ta bullet-hell).
o Ilpomama 5+ muH Komiii 6e3 peKJIamMu.

e Cxorr Koyron po3pobus Five Nights at Freddy’s (2014) sk xoppop 3
MIHIMaTICTUIHUAM JIH3aitHOM. 3aBISKH aTMoc(epl CTpaxy Ta 3araJIKoBOMY
JIopy rpa:

o CrBopuna ¢paramm3y 3 10+ irpamu, kauramu Ta pimemom ($130
MJIH Y IIPOKaT1).

o JloBena cuny «BipanbHOi» nomynsipHocTi (Let’s Play Ha YouTube).

BucHoBOK:

e Koprmoparii 3a0e3redyioTh TEXHIYHHII Iporpec, ajie 4acTo JKEePTBYIOTh
KpPEaTUBHICTIO 3apajy IPUOYTKY.

e [H/i-pO3pOOHUKH EKCIIEPUMEHTYIOTh, alleé CTUKAIThCS 3 TMpobiemMamu
(piHAHCYBAHHS Ta JTUCTPUOYIIII.

e Cumnepria MK numu (Hanpukian, Ubisoft, mo Bumae immi-irpu 4epes

Ubisoft Indie Series) — MoxIMBHiIT TUISX 70 OanaHCy.



ASTASSINSIN  ASSASSINS

S

# I'm Onionsan?
= Onionsan, y' hear!

= Papyrus dabs HTT-Brand Anime
Powder behind his ear.

= "Press ) to read signst”
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1.3 AHaJti3 mepeBar Ta He/l0JIKIB CY4aCHHX Bijeoirop

CyvacHuii ITpOBUII PUHOK JIEMOHCTPYE UITKHI MO MUK YHIKAJIBHUMH,
€MOIIIITHO HACUYCHUMU [IPOCKTaMHU (4acTO CTBOPCHUMU HEBEIMKUMU CTY/IISIMH)

Ta MAaCOBMMH, aJie KpUTUKOBAaHUMM 3a MabIOHHICTh AAA-1TpaMu.

1.3.1 CibHI CTOPOHH iH/Ii-irop (Ha NMPHKJIAAAX YCHIITHAX MPOEKTIB)

1. OpuriHajibHICTh Ta HOBATOPCTBO
o Undertale (To61 ®okc) — mnoemHanHs RPG, bullet-hell Ta
COLIIAJIBHOTO CHUMYJIATOPAa 3 YHIKAJIbHOK CHCTEMOIO MOPAJIbHHUX
BHOOPIB.
o Hades (Supergiant Games) — mpoIeaypHO T€HEPOBaHI IM1J[3€MHI1
CBITH + ITIMOOKE BIIPOBADKCHHS CIOKETY B roguelike-mexaHiku.
o Outer Wilds (Mobius Digital) — gociipkeHHs: BCecBITY 3 (p13U4HOI0
CHCTEMOIO OpOIT Ta HEJIHIHUM OTIOB1IaHHSM.
2. Emormiina rmubuna ta XypoxkKHs HIHHICTb
o Disco Elysium (ZA/UM) — ¢inocodpcrkuii tekctoBuii RPG 3
MOJIITUYHUM IIJITEKCTOM 1 IICUXOJIOTTYHOIO TIIMOUHOIO.
o Celeste (Maddy Thorson) — miargopmep, mo MeTadOpUIHO
PO3KpUBA€ TeMY TPUBOKHOCTI.
o Gris (Nomada Studio) — BizyaJibHa HpUTHA PO IOIOJIAHHS TOPS
yepe3 a0CTpaKTHY aHIMAIIIIO.
3. llepconaii3anisi Ta aBTOPCHKUNA CTUIIb
o Stardew Valley (Epik bapoHe) — cTBOpeHa OJIHIEIO JFOIUHOIO
npoTsiroM 4 pokiB, 3aMIHWIA JUIsi OaraThoX IpaBiliB cepiro Harvest
Moon.
o Cuphead (Studio MDHR) — pyuna animanis y et 1930-x poxis,

1110 BUMaraja poKiB Iparil.
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1.3.2 Hemoutikn BeJIHKHX KOMEPIiITHAX MPOEKTIB

1. IlaGionuicTh 1 BTOMa Bij (hpaHIIn’
o Assassin’s Creed (Ubisoft) — xBecToBa ‘“‘HamoBHIOBadka’
(xosnekiiroBanus 100+ mpejMeTiB y BIIKPUTOMY CBITI).
o Call of Duty (Activision) — MIHIMaJIbHI 3MIHH B TI'€MMIUICT MK
PI3HUMH YaCTUHAMH.
o FIFA/JEA Sports FC (EA) — ckinnep-6okcu (FUT) 3amictb
peaTLHOTO OHOBJIEHHSI ITPOBOTO MPOTIECY.
2. ArpecuBHa MOHETH3ALIS
o Pay-to-Win mexaniku (Diablo Immortal, Star Wars Battlefront IT
JIO 3MIH IICIIS CKaHJIalIy).
o boiioBuii mac (Battle Pass) — miTyuHe MOJOBXKEHHS TpH dYepes
“rpunng’.
o Kocmernuni DLC 3a $20+ (Street Fighter 6, Modern Warfare III).
3. Texuiuni npoOiaeMu Ta «CUP1» pelli3u
o Cyberpunk 2077 (CD Projekt Red) — mpoBanpHHII 3amycKk Ha
KoHcoIsx (2020).
o Battlefield 2042 (EA) — HOpoXHI cepBepd Hepe3 BLICYTHICTD
KOHTEHTY.
o Redfall (Arkane/Bethesda) — HyabroBuii Kooleparus 13 3aHela oM

SIKOCTI.
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1.4 AHaJi3 TexHoJI0Tiil Ta 3ac00iB po3poOKH

VY cydacHiit iHIyCTpii BiJIeOITOp ICHY€ BellMKa KUIBKICTh 1IHCTPYMEHTIB, SIK1
CIPONIYIOTh Ta IPHUCKOPIOIOTH Iipoliec po3poOku. HalOuibil momyJsspHUMHU
cepen irpoBux aBkKiB: Unity, Unreal Engine Ta GameMaker. I[TopiBHSIEMO iX

MO}K.HPIBOCTi, I[ICpeBaru 1a HG,[[OJ]iK_IfI.

gstaamDB Se Sales Charts Calculator Patchnotes Upcoming QSIQHIH

Engine

Unity 2 Solar2D 3 HashLink
Unreal TelltaleTool 49 Heaps
GameMaker PlayFirstPlayground 48 idTechd
RPGMaker 938 WolfRPGEditor 4 idTeché
RenPy 235 idTech3 39 Pico8
XNA Wintermute 38 sCI
Adobe AIR Marmalade 2 idTech2 5
Godot ChromeEngine 27 idTechS
Cocos2d Bitsquid 27 Unigine
MonoGame 280 Frostbite 2 idTechO
Construct 2 Prism3D g Aurora
Lime OR OpenFL GoldSource 17 AGI
Source 3 Clausewitz 1 RAGE

AdventureGameStudio 9 Build 3 Snowdrop

FNA 15 Defold Infinity

Puc. 1.4 - cicok HaMIONyJISIPHIIIUX I'POBUX JIBUKKIB
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1.4.1 Unity

Unity - oJuH 13 HaWIONYJSPHIINIMX JBUAKKIB Yy CBITI, po3poOicHui

kommanieto Unity Technologies. Iligrpumye 2D 1 3D rpadixy, mMoOUIBHI

wiardopmu, 11K, koncom ta nasitb VR/AR.

Ilepesaru:

KpociutargopMenicts — miaTpuMKa 1onaj 25 mwiardopM, BKIIOYHO 3

Android, 10S, Windows, macOS, WebGlL., PlayStation, Xbox Ta 1H.

2. Ihiprpumka 2D Ta 3D — ojiHakoBO e(heKTUBHMIM K st 3D MPOEKTIB,
TaK 1y 2D irop, 1o poOUTh HOro yHiBepcaJlbHUM PlIICHHSIM.

3. Benuka crnumbHota — 4YucIeHHI (opyMmu, JOKyMEHTAIllsl, YPOKU Ta
nakeTH 3 Unity Asset Store.

4. 3pyunuii I 1HI-pO3pOOHMKIB — OC3KOIITOBHA BEpCis A
HEBEIMKUX CTYJIlii, mpocTuii y BuBYeHHI C# SK OCHOBHa MOBa
IPOrpaMyBaHHS.

5. HIBujgkuii TPOTOTHIIHT — MOXKJIMBICTh INBUJKO CTBOPHUTH 1
IPOTECTYBATH 1JICIO.

Hemomiku:

e (OOwmexeHa rpadiuHa gKkicTh y mopiBHSHHI 3 Unreal Engine — xou

Unity 1 moxke Bunpspiard podpe, st (oropeanismy HoTpiOHI
JIOJTATKOB1 3y CHJILISL.

[IpoGiieMr 3 TPOIYKTUBHICTIO Y BEJIUKHUX IPOCKTaX — OCOOIUBO
SIKIIIO TIPOEKT ITOTaHO ONTUMI30BaHHIA.

[lepioguyni  3MIHM  IIOJITUKM JHIEH3YBAHHS, $KI BHKIMKAIOTD
HEBJIOBOJICHHS cepe]l PO3pOOHMKIB (HAITPUKIIA/, CKaH/Ialdl 3 OIUIATO0

3a icTassnii y 2023 pom).
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1.4.2 Unreal Engine

Unreal Engine — mnoryxHuii pymnii, po3podiennii Epic Games.
Haitbuibme BigoMuid 3aBisku Bpakarodii 3D rpadinl Ta BHKOPUCTAHHIO B

AAA-TIpoeKTax.
Ilepesaru:

e @otopeanicruuna rpadika — PpyHIid  BUKOPUCTOBYE CydacHI
TEXHOJOT1l peHJiepuHry, Takl sk [Lumen, Nanite (UES), mo naroTh
HaJ[3BUYaiHy SIKICTh Bl3yaJn3allii.

e BluePrints — cucrema Bi3yallbHOIO TPOrpPaMyBaHHS, IO JIO3BOJISIE
CTBOPIOBATH JIOTIKY 0€3 3HAHHS KOJY.

e be3KOmTORHUI JOCTYI — pPyNIi Oe3KOMTOBHHUMA 0 JIocsTHeHHS $1
MJIH IpUOYTKY (II1C/Is HbOro — posuITi 5%).

e BUKOPHUCTOBYEThCS Y BEIIMKUX MPOEKTAX — TakuXx sk Fortnite, Gears

of War, Final Fantasy VII Remake.
Henomixmu:

e Bumoru jio «3amza» — g KoM(pOpTHOT poOOTH TTOTP1OEH MOTYKHUAM
KOMII FOTEP.

e KpuBa napuanus — igrepdeic Ta apXIiTeKTypa CKJIQJIHIII TOPIBHIHO
3 Unity.

e Haamipuuit i npoctux 2D irop — 49acTo BUKOPUCTOBYETHCS JIJIS

3D/VR/AAA-1rop, Toai sk Jist 2D BiH € «BaKKAMY.
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1.4.3 GameMaker

GameMaker — pymiiif, opi€eHTOBaHUI TIepeBakHO Ha CTBOpeHHS 2D-1rop.
Po3poOiiennit komnaniclo YoYo Games. lligxomuTs Uit 1HJ11-pO3pOOHMKIB,

HOBAYKIB Ta MK TeHM/ICBY.
Ilepesaru:

e llpocrora y BUKOpUCTaHHI — MAa€ BJIAacHY MOBY IIpOrpaMyBaHHS
(GML) 1 marpumMye Bi3yallbHE CTBOPEHHS JIOT1KH O€3 KoY.

e UYynoswuii juist 2D — 103BOMISIE TMBUAKO CTBOPIOBATH ILIAT(OPMEpH,
RPG, myrepu Tomo.

e OnTuUMI30BaHMII pEHICPUHI — TrapHa IPOAYKTHUBHICTH HAaBITh Ha
cMabKuX MPUCTPOSIX.

e Bigomi irpu: Undertale, Hyper Light Drifter, Katana Zero Oyiu

cTBopeHi Ha GameMaker.
Henomiku:

e OOMekeHl MOIUBOCTI 3D — malike HOBHA BIACYTHICTH TOBHOIITHHOL
mITpuMKH 3D.

e Jlimensiss He Oe3KoMTOBHa — 0a30Ba Bepcisi OE3KOMITOBHA, ajie JIs
EKCIIOPTY Ha 1HIII IIaTGopMu TOTPIOHI IUIATHI AKESTH.

e Menma crnutbHOTa TTOpIBHAHO 3 Unity un Unreal.
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1.5 BucHoBOK aHaJi3y

IIpoBenenuii aHami3 cydacHOi ITpOBOi IHAYCTpIi MOKazaB, MO TMOMNPH i
CTPIMKHIA PO3BUTOK Ta 3POCTAHHS IPUOYTKIB, 3HaYHA YaCTHMHA KOMEPIIAHUX
ITOp CTpakJa€e Ha BTPATy YHIKAJIBHOCTI, TIIMOWHM CIOXKETY Ta XYIOXKHBOI
minHocti. Benuki komrianii, sk-ot Ubisoft un EA, nepam yacriiie BUITYCKalOTh
OJIHOTUITHI TIPOEKTH 3 aKIeHTOM Ha rpadiky Ta MOHETH3aIlll0, ITHOPYIOUH
EeMOIIMHY CKIAMOBY Ta I1HHOBAUIMHMI mijaxyg. Y ToH ke yac IpUKIAIU
He3aJIeXXHUX po3poOHHKIB — TakuX sk ToO1 @okc (Undertale), CxorT KoyTon
(Five Nights at Freddy’s) uu crymis Future Cat (OneShot) — neMoHCTPYIOT,

1o HaBITh oJHa JIIoAHa MOXKE CTBOPHUTH I'PY, 30aTHY ININOOKO 3a4elUTH T'paBIId.

Takoxx amaii3 II0Ka3aB, IO KOXKEH PYIIIA Mac CBOi YHIKaJIbHI CHIbHI
CTOPOHM 1 MIJIXOMUTH JiJIA pi13HUX 3adad. Unreal Engine — nalikpamuii BuOip
JUIS BeIMKUX 3D-IpoeKkTiB 3 BHCOKUM OroipkeToM. Unily i1eaIbHO I1IXOJIUTh
JUI CepeaHIX Ta 1H/I-ITop 3 MOXIHBICTIO pobotH gk y 2D, tak 1 B 3D.
GameMaker — uyjoBuii BapiauT Uit CTBOpeHHSI 2D-IIPOEKTIB, 0COOIMBO IS
HOBaYKIB a00 HEBeIMKUX KoMaHJl. Y Mexkax Iiei pobotm obOpano Unity,
OCKUIbKU BIH IOEAHYE 3PYYHICTh, THYYKICTD, IMPOKE KOM IOHITI Ta I1JTPUMKY
2D-rpadiku, MO 1/IeaTbHO IIXOAWTE JUIsI CTBOpeHHs HeBenmkoi RPG-rpm 3

eMOIIHHUM (DOKYCOM.
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Po3aia 2

ITocTranoBka 3aga4

Meroo € crBopeHHs 2D ponboBOoi I'pd 3 YHIKAJIBHUM CHOJKETOM,

eMOIIIitHOI0 aTMoc(eporo Ta IHTEPaKTUBHUMH MeXaHIKaMM, OPIEHTOBAaHOi Ha

IHJUBIYaJIbHUI  1rpoBHii  gocBil. ['pa Mae Hajguxarucss HalKpanmu

TPUKJIAJIaMu  1H/II-TIPOEKTIB, Takux sK Undertale, OneShot Ta Omori, 1

JICMOHCTPYBaTH, IO HEBEJIMKI 3a MaciiTadoMm, alie HMpo 3po0JIcHI MPOEKTU

MOXKYTb MaTH HE MEHIIHWI BIJIMB HA I'paBIIf, HIK BGJII/IKOﬁIO,Z[}KeTHi OPOOYKTH.

OcHoBHE MpU3HaYEHHs PO3POOKH:

MPOJIEMOHCTPYBATH MOXKJIMBOCTI PO3POOKH TIOBHOIIIHHOI TPH OJHIEIO
JIOJIMHOIO;

CTBOPUTH ITPOBHMI TIPOJYKT, IO TMOEJHYE TMPOCTOTY BI3yalbHOTO
oopMIICHHS 3 INIMOUHOIO 3MICTY;

PO3KpPUTH HOTeHIan irpoBoro pymis Unity i peamsaiii 2D
RPG-1mipo€kTIB;

3aKJIaCTH  (DYHIJAMEHT JUIS [OJAJIBIIOrO pPO3MIMPEHHS Ipu abo i

MePETBOPEHHS Y MOBHOIIHHUI KOMEPIIIHNM ITPOTYKT.
O0GnacTh 3aCTOCYBaHHS:

Hapuanpha: SK NpUKIAJ JAMIUIOMHOTO IIPOEKTY 3 PO3POOKH 1rop st
ctyaeHTiB I T-criemanbsHOCTEM, 110 BUBYatoTh C#, Unity Ta reiiMmn3zaifa.
JleMoHcTpamiitHa: sk mopTdomio IS po3poOHMKA, MO TMOKazye Horo
BMIHHSI B JIM3aiili, IporpaMyBaHHI, HallUCaHHI CLIEHApil0 Ta podOOTI 3
rpagikoro.

Komepiniiina: y pasi JoomnpaifoBaHHs [IPOEKT MOKE OyTH BHITYIICHUN Ha

wiardopmax Juis 1i-rop (Steam, itch.10) sk oBHOIIHHA I'pa.
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2.2 IlocTanoBKA 3aBJIaHHS
OCHOBHHMMHU 3aBJIaHHSAMU, SKI BUPIIIYE CUCTEMA, €:

CTBOpEHHSI I'POBOI'O CBITY 3 YHIKAJIBLHOIO aTMOC(EpoIo
Peamizamis  jokamiif, mepcoHaXXKIB Ta CTHJI130BaHOTO BI3yalbHOTO
ogopMIIeHHS, 110 Iepe/lae HACTPIM IPH Ta MIJITPUMYE 11 HapaTUB.
Po3pobka jiianioroBoi cuctremMu
IToOynoBa 1HTEpaKTUBHOI CHUCTEMH J1aJIOTIB, SKa JO3BOJISIE TPaBIEBl
B3aEMOJIISITH 3 IIepCOHa)kaMu, poOMTH BHOIp 1 JI3HABATUChL TOHKOIII
CIOXKETY.
[HTErpaliist IpoCTUX MIHI-ITOP
BupoBapkeHHS! KUIBKOX MIHI-ITOP, SIK1 YPI3HOMAHITHIOIOTh I'eHMIUICH 1
PO3KpHBAIOTh ITPOBUI CBIT Yepe3 J0/IaTKOB1 MEXaHIKH.
Peamizamis yupasimans nepconaxeM y 2D-mpoctopi
CTBOpeHHS 3pYYHOIO YIIPaBIIHHS PYXOM TOJIOBHOTO Te€posl 3
BukopucTaHHAM Rigidbody2D, ¢i13uku Ta B3aeMO/1T 3 OTOUEHHSIM.
3a0e311eue s eMOLIITHOTO BIUIMBY Yepe3 HapaTUB 1 Bl3yallbHl eeKTU
AKTUBHE BUWKOPUCTAaHHS MY3WKH, Trpadiku, CIIEHapHUX pIlIeHs Ta
aHIMaIli sl CTBOPSHHS eMOLIMHOTO 3B’ 3Ky MK I'PaBLIeM 1 I'POIO.
MojtynpHa apXITeKTypa MPOEKTY
Po3poOka CTpyKTypu IpM TakKuM 4YdUHOM, 1100 1 OylIo JIerko

H1ITPUMYBATH, MacIITabyBaTH Ta PO3MIMPIOBATH ¥ MalfOyTHEOMY.
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2.3. Bumoru 1o nmporpamMm

Jlis 3a0e3neyeHHs MOBHOIIHHOT pOOOTH IPU Ta JOCATHCHHS [OCTaBICHOT
MeTH, 10 (YHKI[IOHAJIBHUX XapaKTePUCTUK PO3pOOIIOBAHOI  CHCTEMH

BHCYBAIOTBLCA TaKl BUMOTH:

e Pyx nmepconazka
['paBens MOBUHEH MaTW MOXKIUBICTh KEePYBaTH TOJIOBHUM TE€POEM Y
2D-npocTopl, INepeMillaloduch 110 IFPOBOMY CBITY 3 BHUKOPUCTAHHIM
KJIaBlaTypH.
e CucreMa B3aeMojil
Peamizamis B3aeMomii rpaBms 3 oO0'ektamm cepenoBumia (NPC,
peIMeTaMu, JIBepUMa, TPUTEPaMK) 3a JIOIIOMOTOI0 KHOIIKHY Jii.
e CucreMma giajgoris
Ilepconaxki 1oBuHHI MaTu BiacHl Jiajdord. Cucrema IIOBHHHA
M1ITPUMYBaTHA 3MIHHWAM TEKCT, BaplaHTH BIJIMIOBIJIEN, TUIKYBaHHS J1aJIOTy
Ta 30epeKeHHSI KOHTEKCTY.
e Mini-irpun
I'paBerth MOBMHEH MaTH 3MOTY 3aIllyCKaTH MIHI-ITPH Yepe3 B3aeEMOJIIIO0 3
IEBHUMH IIepCOHa)kaMu 4M 00'ekramMu. MIHI-I'pU MalOTh MaTH YITKO
BU3HaUEH1 IIpaBuIa, IEPEMOKHI YMOBU Ta pe3yiIbTar.
e CiucreMa 30epe:keHHs IIporpecy
IToBuHHA OyTH peanizoBaHa MOMIMBICTH 30epiraTv Ta 3aBaHTaKyBaTH
I'POBHIi IIporpec, 3 ypaxyBaHHSM IIO3UIIII IIEpCOHa)ka, CTaHy JIaJIoriB,
pe3yJIbTaTiB MIHI-ITOP TOIIIO.
e MeHnio rpu
HasiBHICTE cTapTOBOTO MEHI0 3 MOXIHUBICTIO TIOYaTH HOBY TpY,

IPOJOBKUTHU 30€peiKeHy, HaJIAIITYBAaTU I'YYHICTh TOIIO.



24

e 3ByKOBHII CYIPOBI/I Ta aHIMAaIii
VY rpi MaroTh OyTH peasizoBaHi (OHOBI MEJO/I1, 3BYKOB1 €(DEKTH, a TAKOXK
Oa3oBa aHiMallls [IEPCOHAKIB Ta €JIEMEHTIB 1HTEpdeiicy.
e MoayabHa CTPYKTYpa
Komrionentu rpu noBMHHI OyTH OPraHi3oBaHl TaKMM YUHOM, 10O HOBI1
¢yHKIIT (HOB1 JIOKAIlli, J1aJIOTH, MIHI-ITPA TOM[O0) MOXHa OylIo JIETKO

JlojlaBaty abo penaryBaru 0e3 OpYIICHHS 3arajlbHOI CTPYKTYPH.

Ta6mn. 2.1 - OcnoBHi GyHKLIT rpU

DyHKIIIsSM Oruc

Pyx nepconaxa [lepeminieHHsi TpaBisl 110 ITPOBOMY
CBITY 3a  JIOTIOMOTOK)  KJaBIII
YITpaBIIHHSA

Bzaemois 3 00'ekTaMu MoxomBicTh  akTHBYBaTH  NPC,

IIPEJIMETH, J[BEP1, 30HU IIEPEXOIY

BigoOpaxenus jiiajioris Busengennst  Tekcry  mainory 3
aHIMAIEIO

MiHi-1rpu 3arycK MIHI-1ITOp Y paMKax CIOKeTy

T'ooBHE MeHTO CrapToBe MEHIO 3 HaJlallITyBaHHSIMHU

Ta OMIIISIMU TIPOJIOBKEHHS/HOBOT TPH

3BYKOBHIl CYTIPOBiJI @doHOBa  MY3HKa, 3BYKH I,
O3BYYCHHSI HaTHUCKaHb, arMocdepHi
epexTn

AHimaIs nepconaxis Ta Ul AHIMaIi pyxiB, B3a€MOJIIH, J11aJIOT1B

Ta eJIEMEHTIB 1HTepdeiicy
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JIns kpamioro po3yMiHHS JIOTIKH B3a€MOJIII ITpOKa 3 T'POI0, HIDKUE

CTBOpPEHO TaOIMUIO 2.2 B AKIHA IIepepaxoBaHO MOK/IMBI B3acMOJII1 I'pOKa 3

CHCTEMOIO, 1 SIKa BIJI0OpaXkae TUIOBI NIUISIXW BUKOPUCTAHHS.

Tabn. 2.2 - Ilpukiaam B3aeMo/Iii KOpUCTyBada 3 TPOHO

DyHKIIis J1s1 kopucryBaua Bianosias rpu
Pyx nepconaxa I'paBenb naruckae |Ilepconax nouunac pyx
Kiapimy W, A, SaboD |y BLIIIOBIIHOMY
HaIpsMKY
Bzaemomis 3 o6'ektamu | I'paBentp  MiIXOJUTh 1O | AKTHBYETHCS
o0'exra Ta HatucKkae E BIJIIIOBIJIHA i (J11aJIor,
BIIKPUTTS JIBEpEid,

3aIyCK MIHI-TPH)

BigoOpaxenus jiiajioris

I'paBenib 4yuTac TEKCT 1
HaTuckae E

BinoOpaxaerbest
HACTYITHA peruTiKa

MiHi-1rpu I'paBerts HaTHCKae Ha |3amycKaeThes JIOTIKa,
OHY 3  MOXJHMBHUX | BIKHO MIHI-TPH
dyHKII1H OHOBJIIOETHCS

I'osioBHE MeHIO I'paBenp HaTucKae | 3alyckae 1py,

“mouatn’”, “BuX1’ abo
“BBYK’ 2

BUXOJTUTH C TPH,
BUMMKAE 3BYK B TPi

3BYKOBHi1 CYTIPOBIJI I'pagerts IPOXOJIUTH | 3MIHIOETHCS ¢oHOBa
yepe3 PI3Hl JIOKAIl YU | My3WKa, IIPOIPalOThCs
B3aeMOJIIE 3 00'eKTaMn BIJTITOB1JTHI 3BYKOBI
edexTn
AniMamiss  mepcoHaxiB | I'paBerts  B3aemojmie 3 | BiITBOpIOIOThCS
ta Ul MEHIO, IpeJMeTaMH, | BIJIIOBIJIHI aHiMani
TepcoHakaMH (pyxH, BIIKPHUTTS BIKOH,

i B J11aJ1031)
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2.4 BUMoTH /10 CKJIaJy Ta MapaMeTPiB TeXHIYHNX 3ac00iB

Jana rpa ¢ 2D RPG-npoekroMm, cTBopeHUM Ha irpoBoMy pyii Unity, Ta
HE BMMarae TMOCTIMHOTO MIiJKITIOYeHHS JI0 1HTepHeTy. BoHa po3paxoBaHa Ha
pobory Ha OUIBIIOCTI Cy4acHHMX Ta 3acTapuUIMX KOMII'IOTEPIB. 3aBJISKU
onTuUMIzaIli ¥ TOMIpHII Tpadimi, TPOEKT 3/aTeH 3alyCKaTHCS HaBITh Ha

MaJIOIIOTYKHUX IIPUCTPOSX.
MiHIMaJIbHI TEXHIYHI BUMOTH:

e Onmnepamiiina cucrema: Windows 7 / 8 / 10 (64-bit)

e [IlIpouecop: Intel Core 13 3 wactororo 2.4 GHz abo anajnoriunui

e OmnepatuBHa nam’a11h: 4 GB
Bineokapra: Intel HD Graphics 4000 aGo anajoridyna 3 MHiATPUMKOIO
DirectX 10

e DirectX: Bepcis 10 abo Buie

e BinbHe micie Ha qucky: He MeHie 500 MB

Ipa He moTpebye BHUCOKOI TIPOAYKTHBHOCTI YW  CIIEIIaTi30BaHOTO
rpadgiunoro oo6jajgHaHHg, M0 POOUTL i JOCTYIHOIO JUIS HIMPOKOIO KoJa

KOPHUCTYBaY1B, BKJIFOUHO 3 BJJaCHUKaMH O()ICHUX YU OIOJDKETHUX HOYTOYKIB

2.5. Bumoru indopmaiiiiHol T2 IPOrpaMHOI CYMICHOCTI

[Iporpama MOBMHHA 3aJIUINATHCS MaKCUMAalIbHO MPOCTOI Y CTPYKTYpI Ta

BLJIKPUTOIO JIO IOAAJIBIIOr0 po3iupentst. OCHOBHI BUMOI'H JIO CYMICHOCTI TaKl:

e MoyIpHICTE: apXiTeKTypa TpH Mae OyTH TMOOyJ0oBaHa 3a MPHUHITUIIAMHA
MOJAYJIBHOCTI, JI¢ KOKEH KOMIIOHEHT (pyX, JlaJIoTd, MIHI-IIPH,

30epekeHHsI TOI0) peali30BaHUii OKpeMo, IO CIPOIye TeCTYBaHHS,
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HamdaroJKE€HHA Ta OHOBIICHHS.

e UuralenbHICTh 1 CYIPOBUIHICTh KOAY: KOJI TPOEKTY Mae OyTH JIoOpe
CTPYKTYpPOBaHUM, 3a/IOKYMEHTOBaHUM 1 JIOTIYHO TOJIUIEHUM Ha KJIacH Ta
METOJIH, 110 JIO3BOJISC JIETKO BHOCUTH 3MIHU a0 J0JaBaTi HOBI (PYHKIIII.

e CywmicHicTh 3 monyilapHUMH BepcisiMu OC Windows: TIPOEKT MOBHHEH
crabuibHo mparmoBary Ha cucremax Windows 7/8/10/11 (64-bit), 6e3
noTpedu B JomarkoBomy 113 abo jmpaiiBepax, okpiM 0a30BHX KOMIIOHEHTIB
(ma 3pa3ok DirectX).

e Buxkopucranns craHgapTHUX (¢QopMmaTiB: Ui 30epiraHHS  JIaHUX
(Hanpukiaj, HajamTyBaHb ado 30epekKeHb) BUKOPUCTOBYIOTHCS BIJIKPUTI
Ta 3po3yMuIl ¢popmati — Taki K JSON un XML, K1 JIeTKO 3UUTYIOTHCS 1
PO3IIUPIOIOTHCS.

I'myukicTs g0 nokamizaiii: cTpykrypa miaigoriB Ta Ul moBuHHa
nepeadagaTH MOAIIMBICTD IOAAIBIIONO IIepeKiiajly I'PU Ha 1HII MOBH 0¢3

3MIHHU JIOT1KH KOJTY.

I11 BUMOrHY JI03BOJIATH 3a0€31CUUTU HE JIMIIe cTabUIbHY poOOTYy I'pU Ha
PI3HUX TPHUCTPOSX, a il ToJermarh 11 MITPUMKY, OHOBJICHHS Ta TIOTEHITiiiHe

MaciradyBaHHsI.

2.6. O6rpynryBanusi BHOOpPY TeXHOJIOTII

ITi1 wac po3poOku Tpu OyIM IPOaHATI30BaH1 MOIMYISIPHI THCTPYMEHTH Ta
pyIIii, MO BUKOPHUCTOBYIOTHCSA B ITPoBIM 1HAycTpli, 30kpeMa Unity, Unreal
Engine ta GameMaker. 1licis nopiBasinisg (yHKIIOHAJIBHOCTI, CKIIAIHOCTI Y
BUKOPHUCTAHHI Ta BUMOT JIO anapaTHOro 3abe3neveHHs OyIIo IPUIHITO PIIeHHS

obparu Unity siK ocHOBHY IUIaTGopMy po3poOKH.
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OOrpyHTYBaHHS BHOODY:

Unity - 0MH 3 HaWIOMYJSIPHIIIKMX PYIIiB st ctBopeHs 2D ta 3D irop.
Horo moTyXHa CHUIBHOTA, JocTynm g0 Asset Store, odimiiiHa
JIOKYMEHTaIlsl Ta KpociularopMeHicTh poOIsTh  HOro  1jiealibHUM

THCTPYMEHTOM JUJIS1 pO3poOHMKa-0fHaKa a00 HeBEeIIMKOT KOMaH,TH.

Moga mporpamyBaHHsl C#, 10 BHUKOpHCTOBYeThesl B Unity, 3abesneuye
YiTKy 00 ’€KTHO-OpPIEHTOBAHY  CTPYKTYPY, JO3BOJSIE  CTBOPIOBATU

MacmTaboBaHy apXITeKTypy Ta JIETKO IMITPUMYBaTH KOJI.

30epexxenns y ¢opmati JSON: s 30epekeHHs] JJaHWX TpHU (TIporpecy,
BUOOpPIB I'paBld, HajlamTyBanb) oOpano ¢opmar JSON wuepe3 ioro
MIPOCTOTY, 3pYYHICTh YATAHHS, THYYKICTh Ta MHAPOKY MIATPUMKY B Unity.
[le Jmo3BoiISIE JIETKO peayli3yBaTd CHUCTEMY 30epeiKeHb, SKY 3pY4HO

OHOBJIIOBAaTH Ta aHaHi?;YBaTH.

Ul-BikHa 3aMICTh CII€H JUISI MIHI-ITOp: MIHI-ITPHA pealli30BaHl y BUIIISII
BiKoH 1HTepdeiicy xopuctyBada (Canvas), SIKI BLIKPHBAIOTBCS IIOBEPX
OCHOBHOI cIleHH, Oe3 ii mepe3aBaHTaXeHHs. 1]e 3MeHIIye yac oUiKyBaHHS,
M1JIBUIIYE TUIABHICTH ITPOBOTO TIPOIECY, JIO3BONSIE 30epiraTd KOHTEKCT

HOTOYHOI CUTYallll Ta YHUKATH CKJIAJIHOT JIOT1KH IIEPEX0/IiB MIZK CIICHAMU.

Smart camera (po3ymMHa Kamepa): JUisl 3a0€31eYeHHS 3pYYHOTO Iepervisiy
I'POBOTO IIPOCTOPY Peali30BaHO PO3YMHY KaMepy, SKa CIIJy€e 3a rpaBLeM
3 M’SIKUM 3T71a/DKYBAHHSIM Ta oOMexXeHHSIM B Mekax Mmari. [le mokpantye

KOpHCTYBaI_[BKI/Iﬁ JIOCBi,[[ Ta 3MCHIIIYE Bi3yaJII:He HaBaHTa>KCHHA.
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2.7. IlepeBaru o0paHoOro cTeKy

VY nporeci po3pobku Oyino oOpaHo CTEK TEXHOJIOIH, sKuUi 3abeslieuye
OamaHc MDK TPOCTOTOIO peani3aiii, MPOJYKTUBHICTIO Ta MOMXKIHUBICTIO
PO3LIMPEHHS IIPOEKTY B MakOyTrHbomy. Huikde HaBelleHO OCHOBHI IepeBaru

KOJKHOTO 3 KOMIIOHEHTIB 00PaHOTO CTEKY:
Unity (irpoBwuii pyriit)

e [lixrpumka 2D Ta 3D irop

e Benuka criuibHOTa Ta 0e3m19 0€3KOIMTOBHUX PECYPCIB

e 3pyyHa cUCTEMa KOMIIOHEHTIB Ta 00’ €KTHO-OPIEHTOBAHE IIPOEKTYBAHHSA

e Kpocmaarpopmenicth — mirpumka Windows, Android, WebGIL Tta
1HIIUX w1argopMm

e Iloryxxna cucrema Ul, sika 103BoJisie CTBOPIOBATH CKJIajIHI iHTepdeiicu

0e3 nepeMuKaHHA CLICH
C# (MoBa 1porpaMyBaHHs)

e (CygacHa 00'€eKTHO-OPIEHTOBaHA MOBa
e 3pO3yMUIMI CHHTAKCUC 1 IIUPOKa IIITPUMKA B cepeoBuiil Unity
e MoxIMBICTL MOOYJIOBU CKJIAJIHOL JIOTIKM, 3pY4YHE YIIPABIIHHS HOIISIMU,

CTPYKTYpaMH JIaHUX TOIIO

JSON (dopmar 36epekeHHs JTaHNX )

e Jlerkuii y BUKOpUCTAHHI 1 YUTAHHI

e Iligtpumyerncs HaruBno B Unity depe3 JsonUtility Ta croponmi
010moTeKn

e ['Hyyka CTpyKrypa, IO JO3BOJII€ JIETKO J10JlaBaTU HOBI moisi 0e3

MOPYIIEHHS CYMICHOCTI

UI (Canvas) j1st MIHIITOp



30

e 3MeHITye HaBaHTa)XKeHHSI Ha CUCTeMY — He TTOTPiOHO MepeMHUKaTH CIIeHH
e [loxkparnrye 1HTETpaIlio MIHIITOP y 3arajibHYy JIOTIKY TpH
e Jlo3BoJIsIc CTBOPIOBATU aJAIITHBHI iHTepdeiicu, Kl pearyioTb Ha CTaH

Tpu
Smart Camera (kiHeMaTU4Ha pO3yMHa KaMepa)

e [[naBue ciijryBanus 3a rpaBsuem nokpamrye UX
e He BUXO/IUTH 3a MeX1 KapTH

e 3alesmneuye KiHeMaTorpadiuHmii epekt Ta aTMmocdepy Tpu

ITeit cTexk TexHONOTIA JO3BOJNSIE CTBOPUTH SIKICHHIIL, €CTeTHYHHIl Ta
¢pynknionaabno npoaymanmii 2D RPG-nipoekT 3 miamoraMu, MiHIITPaAMH,

IHTEPAKTUBHUMHU CIICHAMHU Ta €JICMEHTaMU IIepCOHAIII3aIlli.
2.8. ®yHKIiOHAJIbHE IPH3HAYECHHS CHCTEMH

JlaHa cucTtema CTBOpeHa JUIS TOro, MO0 MPOJEMOHCTPYBATH MOMKITUBOCTI
cTBOpeHHs arMocgepHoi, ciokeTHo-opicHToBanoi 2D RPG-rpu HeBenukoro
KoMaHJIor0 a00 HaBITh O/HIEID 0co0or0. BoHa akneHTye yBary Ha DIMOOKHX
Jiiaorax, IMKaBUX MIHIITpax, €CTCTHIIl Ta eMOIHHIA CKIaJoBld, a HE Ha

Tirneppeani3Mi Ui CKJIaJHUAX TEXHIYHUX e(eKTax.
Cucrema mae OyTu:

® JIOCTYIHOIO JUIA 3allycKy Ha cllaOKux KoMIl'loTepax 0e3 norpedu B
[aTEpHETI;

e MmacmrTaboBaHOKO — MO0 JI0 TPH JIETKO JI0JlaBajliCh HOBI CIICHH,
TIepCOHaXK1, MIHI-1TPH;

® 3pPYYHOIO Y pO3pOOIl — 3 HITKOIO apXITEKTYpPOIO Ta MOJIYJIbHICTIO;

e c}OKycoBaHOIO Ha T'PaBIIEBl — 3 IHTYITUBHUM KEPYBaHHSM 1 €MOIIHHOIO

3aJIY4CHICTIO.



Tabm.2.1

DyHKIIsL Omnuc

[lepeminieHns rpaBIis I'paBenb Kepye mepcoHaXeMm Ha
KapTi 3a JIOTIOMOTORO KJIaBIMI

Bzaemomig 3 NPC Jliamoru 3 TepCOHaKaMH,
orpuMmanusi  iHdopmanii  ado
JOCTYII JI0 MIHIITOP

CucreMa J11aJIOT'1B Busejienust peiunik 3 aHiMaIicio

MisHi-1rpu BOyymoBani  irpw,  pealni3oBaHi
yepes Canvas UL, 6e3 3MiHu clieHH

3BYKOBHI1 CYIIPOBIJI My3uka, 3BykKoBI edeKTu Ta
(DOHOB1  NIYMH  3aJIe)XKHO  BIJ]
CIICHU/TIOBEPXHI

CmMmapr-kamepa

[ImaBHe ciijxyBaHHS 3a rpaBIEM
y MeKax [I0TOYHOI CLICHH

I'myuka cucrema miajoriB depes | 30epiranns Bcei€l JIOTIKM PEIUIIK B
ScriptableObject OHOMY  OO'€KTI JUIL  JICTKOTO

pearyBaHHs

2.9 Onuc BUKOPHCTAHUX TEXHOJIOTIH Ta MOB IIPOIPaAMYBaHHH

VY 1nponect po3pobku rpu Oyj0 BUKOPUCTAHO Cy4YacHl 1HCTPYMEHTH Ta
MOBHM IIPOTPaMyBaHHsl, IO J03BOJIIIOTH €()eKTUBHO CTBOPIOBATU 2D-1IPOCKTH 3

YIIOPOM Ha THYYKICTb, 3pYYHICTh MOJTA(]IKAIli Ta KpeaTHBHICTb.
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Unity pazom i3 MoOBoI0 TporpamyBaHHs C# yTBOPIOIOTh MOTYXHHI Ta

3py4YHUI JyeT Uil po3poOKH 1rop, MO HOSICHIOE iXHIO IOIYJSIPHICTH cepell

1H/IU-PO3POOHMKIB Ta BEIUKUX CTY/1iA. Po3misiHeMo 1XHI mepeBar Ta CHHEpPriio.

2.9.1 Unity: kpocmiiaTgopMoBHIl pYIIIiil JJIsI CYY4aCHHX irop

Unity ¢ ogHuM 13 HAHIOMIMPEHINIMX I1'POBUX PYIIIIB 3aB/SIKM TaKUM

XApPaKTCPHUCTHKAM:

1. 3pyunuii inTepdeiic Ta IHCTPYMEHTH:

@]

o

BizyanbHuii pelaktop cIrieH JI03BOJISIE MIBHUJIKO CTBOPIOBATH PIBHI
Ta inTepdeiicu.

Drag-and-drop ¢yukmionan crpoirye poOoTy 3 o0'eKramu Ta
aHIMAIliSIMH.

Canvas-cucrema s THy4koi po3po0ku Ul Ta miniirop.

2. lloryxna Texniyna Oa3a:

@]

O

@]

BoOynoBan1 cucteMu (p13MKH, ay/Ii0, YaCTHHOK Ta el IepiB.
[linrpumka 2D 1 3D-rpadgiku B 0JlHOMY CEPEIOBUIII.
Onrumizamist mi pi3H1 mwiargopmu  (PC, MOOUIBHI TIPUCTPOI,

KoHcomi, VR)

3. Exocucrema st po3pOOHUKIB:

@]

Asset Store 3 THCSYaMH TOTOBUX MOJIENE, TEKCTYyp, CKPUITIB Ta
IUIAr1HIB.
beskomroBHa Bepcisa (Personal) /i1 HEBETMKHAX TTPOEKTIB.

AKTHUBHE KOMBIOHITI Ta BeJIMKa KUILKICTh HaBYaJIbHUX MaTepiaiB.



2.9.2 C#: moBa ais Unity

C# ¢ OCHOBHMM MOBHHM IHCTPYMEHTOM sl pobotu 3 Unity yepes Takxi

IIEpcBaru:

1. JlocrynHicTh Ta IPOAYKTUBHICTD:
o Ilpoctmii cuHTakcuc, cxoxuid Ha Java/C++, mo 3HWKYe Oap'ep
BXOJIy JUUISl HOBAYKIB.
O ABTOMAaTHYHE VIIPaBIIHHA MaM'STTIO  3MEHIIYE€  KUIBKICTh
TEXHIYHUX TTOMILIOK.
2. MoxummBocTi JyIs 1podeciitnoi po3poOKHu:
o IloBuomuna marpumka OOII (kiacu, naciiryBanus, iHTepdeicu)
JUTSI YUCTOT apXITEKTYPH.
o Ilomi Ta generary Juisi THY4YKO1 peaii3alii IrpoBoi JIOI'TKH.
3. ImTerparns 3 Unity:
o Ilpsmmit noctym o API Unity (MonoBehaviour, komMmoHeHTHa
cHUCTEMA).
o Tapsue nepe3aBaHTakeHHS KOy (0e3 HeoOX1JHOCTI TIepe3aycKaTi
Ipy).
© MOXIUBICTh ONTHMI3AIl KPUTUYHUX JUISHOK KOAy dYepe3 Burst

Compiler .
Cumneprist Unity Ta C#:

1. IIBujkui crapT MPOEKTIB: MOCIHAHHSA Bl3yalbHUX 1HCTpyMeHTIB Unity 1
npocTtoTd C# J103BOJISIE MBHUJIKO TIPOTOTUITYBATH 1]1€1.

2. MacmraboBaHICTh: B TpocTuX 2D-1rop 10 ckiajHux 3D-TIpoeKTiB
(manpuxian, Hollow Knight abo Cities: Skylines).

3. KpocmiargopmeHicTh: KoJ Ha C# JIETKO TIEPEHOCUTHCS MUK PI3HUMH

wiargopMamMu 0€3 3HAYHUX 3MIH.



2.9.3 Unity UI (Canvas): cucreMa iHTepgeiiciB

Cucrema Unity Ul ma 6a31 Canvas € IOTYXHHUM I1HCTPYMEHTOM JUJISI
CTBOPEHHSI BCIX BHJIIB 1HTep(elciB y Tpl — Bl MPOCTUX MEHIO JO CKJIAJIHUX

IHTEPAKTUBHUX CUCTEM.
OcHoBHI MOXKIIHBOCTI Canvas

1. ApanTuBHuii Ju3aiin 111 Oyjib-sK1 eKpanu
o Buxkopucranus Anchor System Jijisi TpUB'SI3KH €JIEMEHTIB JI0 KpaiB
eKpaHa 4u 00'eKTiB
o P31 pexumu peraepunry (Screen Space, World Space, Camera
Space)
o Canvas Scaler a1 aBTOMaTHYHOTO MacHITaOyBaHHS TI1JT Pi3HI
PO3IUILHI 3/IaTHOCTI
2. Posmmpena pobota 3 rpadikoro
o Ilixrpumka cupaiitiB, BekropHoi rpadiku Ta SVG (depes
JIOJaTKOBI IIaTr1HN)
© MackyBaHHS /ISl CTBOPEHHSI CKJIQTHUX B13yallbHUX e()eKTIB
o Shader Graph ju1s kacromuux BizyalibHux edexri Ul
3. AHIMaIis Ta IHTEpaKTHBHICTh
o Boynosana cucrema Ul Animation 3 Timeline
o Transition System s crtaniB kHomok (Normal, Highlighted,
Pressed, Selected)

o Event System ju1s 00poOKu BBeJieHHS (MMIIIA, TAYCKPIH, refiMIra )
[IpakTn4He 3acTOCYBaHHS

1. CTBOpeHHs CKJIaJHUX MEHIO
o lepapxXiduHi cUCTEMHU BKJIAJICHUX MECHIO
o IIpokpyuyBani crimcku 3 Scroll Rect

o Jlunamiune oHoBJIeHHS KoHTeHTY yepe3 Content Size Fitter



2. IrpoBi 1aJI0TOB1 CHCTEMHA
o Ilocrynose BiyroOpaxenus tekcty (typewriter effect)
o Jlepesa JiajioriB 3 rulkamMu
o InrepaktuBH1 QTE-eneMeHTH B jl1anorax
3. Miui-irpu ta Ul-refimMiuieit
o BOyoBaH1 Ma3u Ta TOJIOBOJIOMKH
o IHBeHTap1 Ta cUCTEMHU KpaTHHTY

o Takrh4Hl KapTH Ta IHTEPaKTUBHI IUIAaHU
OnrumMizainist IpoTyKTHBHOCTI

1. EdextnBHE BUKOpHUCTaHHS
o Ilomur Ul na kuibka Canvas [yt 3MEHIIICHHS IIepeMajlbOBYBaHHsI
o Sprite Atlas iy 3MeHITIEHHS KUTBKOCT1 MaTepialiB

2. IHcTpyMEHTH HaJIaroJKEHHS
o Frame Debugger juis anamizy pengepunry Ul

o Editor Tools st nIBHAKOTO TPOTOTHITYBaHHS

2.9.4 Buxopucranasa JSON s 30epe:keHHS TaHAX Yy Ipi

®opmar JSON (JavaScript Object Notation) cTaB crangaprom je-pakro
It pobGOTH 3 JAaHUMHU B CydacHiif po3pofmi irop, ocobmuso B Unity. Moro
YHIBEPCAJIBHICTh Ta MPOCTOTa POOIATH MOTO 1JIeaTbHUM BHOOPOM JUJISI PI3HUX

acITeKTIB TPH.
OcnogH1 nepeBard JSON B po3po0ii irop

1. VHIBepcanbHICTh Ta IPOCTOTA
o TekcroBuii popMmar, 3po3yMUIMH K JIIOASAM, TaK 1 MalllMHAM
o Jlerko 4uTaeThcs Ta PpeUAryerbesi B OyIb-SIKOMY TEKCTOBOMY
penakTopi

o lligrpumyeTbed MPAKTUYHO BCiMa MOBaMU IIPOrPaMYBaHHS



2. EdexTuBHICT ¥ poOOTI
o Menmmuii o6csir ganux nopisasno 3 XML
o I'mydyka cTpyKTypa, L0 JO3BOJISIC CTBOPIOBATU CKJIAIHI BKJIAJICHI
00'ekTH
3. Imeansna igrerpamnis 3 Unity
o BoOymopana marpuMka depe3 kiacw JsonUtility (Jiis mpocTux
BUIIA/IKIB)

o Ilpocra pobora 3 ScriptableObjects
[IpakTuune 3acrocyBanus JSON B irpax

1. Cucrema 30epekeHHs 1Iporpecy
o 36epiranns ctany rpabiy (health, inventory, progress)
o Cepiam3aris nmo3uiit NPC ta 06'exTiB
O 3anMc JOCSTHEHb Ta CTATUCTUKU
2. Jl1amoroBl CHCTEMH
o 30epiranHs BCI€T J1aJIOT0OBOI JIepeBa
© BapianTu BUIIIOBIACH Ta YMOBH iX IOSIBU
0 MOXIIMBICTh MIBUKOTO peJlaTyBaHHS CIleHaPiiB
3. Koudirypauiitai ¢aitim
o HanamrryBanus 6anancy Tpu (XapaKTepUCTUKH 3001, BOPOTIB)
o IlapaMeTpm piBHIB Ta JIOKaITIi

o MoBH Ta JIoKaJn3anis
2.10 Onmc cTpYKTYpH nporpamMn
2.10.1 3araJibHHH OIIC APXITEKTYpPH

Jlana cucreMa cTBOpeHa UIA TOro, o0 3abe3leYUTH I[UIAaBHUN 1IPOBHUIA

JIocBil ¥y 2D-cepenoBuimi, Jie TpaBellb JOCIIKYE CBIT, B3aemojie 3 NPC,
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MPOXOJIUTH JlaJioTH, Oepe yd4acTh Yy MIHIITpAX Ta TEPEeMINyEThCS MIK

JIOKAIISIMU.

IIporpama moGyioBaHa Ha OCHOBI MOJIUTY BIIIIOBIaTbHOCTEN: KOXKEH KI1ac
BUKOHYC OKpeMy (YHKIIIO, a iXHS B3acMoiisi 3ale3ledye LUNCHICTE poOOTH
rpu. CTpyKTypa JI03BOJSIE JIETKO JIo/JlaBaTd HOB1 MiHIITpH, crieHd, NPC Ta
Jiaiiory 0e3 3MiHd ICHYIOYMX MEXaHIK, JIOTPUMYIOYUCEH IIPUHIUIIB 1HKAIICYIISIIT

Ta 1HTep(eiicHOro IporpaMyBaHHS.

2.10.2 Kiacu Ta ix pyHKIioHATIBHI 000B’ A3KH
MenuController.cs

e Biamnosiae 3a ynpasiaiHHS Ul TOJIOBHOTO MEHIO.
e OOpoOmsie maruckanns nHa kuouku: "llowaru rpy", "llpomosxuru",
"HamamryBanHus 3Byky", "Buittn".

e V pexumi nays3u (Escape) BUKIMKae 1ay3y MEHIO Ta JO3BOJIIE BIJIHOBUTH

I'py-

SoundHolder.cs

e Singleton, skuii 30epirac HaJAITYBaHHS 3BYKY MK CIICHAMU.
e Mac OyneBuii 1panopenns soundEnabled, mo Bu3Hadae, 4d BBIMKHEHO

3BYK.

® [HIII KOMIIOHCHTH 3BCPTAOTLCA O HBOI'O IJIA YBiMKHGHHH./BI/IMKHeHHH

3BYKIB.
GameController.cs

e [leHTpaTRHMIA KEPYIOUHIT CKPUTIT CTaHIB TPH.
e Micrure 3Minny GameState, sika moxke Oyru: FreeRoam, Dialog,

MiniGame.
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e 3MIHIOE€ CTaH TPH BIAMOBIIHO JIO TOrO, IO BHUKIWKAE TpaBellb
(HampuKIIad, 1] 9ac J1ajxory abo MIHITPA — OJIOKYE pyX).
e TakoX BLIIIOBLIAE 3a YBIMKHCHHS/BUMKHEHHS 3BYKIB 3TLIHO 3

SoundHolder.
PlayerController.cs

e (cHoBHa JIOT1Ka pyXy I'paBii 3a Jiortomoroio Rigidbody2D.

e (OpoOnse HaTUCKaHHS KiaBiml Jiyis repemiiierHs (WASD / Arrow Keys).

e OO0po0bisie natuckanus Kiasiii E i B3acMoii 3 00’ ekramu.

e Buxkopucrosye Physics2D.OverlapCircle aGo ananor s IepeBIpKU
HasIBHOCTI B3a€MOJI1].

e SIkmo o0’ekT Mae 1HTepdeiic Interact, BukimMKae MeTo;1 Interact().
VectorValue.cs

e OO0’exr ScriptableObject, sikuit 30epirac KoopAUHATH OCTAHHBLOI IIO3UIIIT
TPaBIISL.
® 3acTOCOBYCTHCS IIPU IIEPEX0Jil MUK CLIEHAMH, 10O 30eperTi TOUKY I10SBU

rpaBIIs.
Interact.cs

e [HTepdeiic, AKMif peam3yeThes BCIMa 00’ €KTaMH, 3 SKAMH TPaBEIh MOXKE
B3aCMOJIISTH.
e Mae equnnii metos Interact(), skuit BuKIMKaeThes 3 PlayerController.

e Jlae MOXIMBICTh PO3NIMPHUTH TPY HOBUMH THUIAMH B3aeMOJ1i 0e3 3MIH y

I'paBlICBI.



DoorController.cs

e Pcainsye JIOTKY IepeMILICHHS MK CIICHAMMU.

e Mae nocunanHs Ha VectorValue, kyiu 3amucye MO3HINO TPaBIS IMEPeET
3MIHOIO CIICHH.

e Buxkopucropye SceneManager.l.oadScene, mo0 3aBaHTaXUTH HOBY

JIOKAITIFO.
EnemyController.cs

e Peamzye iHTEpdeiic Interact.
e [Ipu HatuckanHi E 3amyckae MiniGameManager.
e Ilepenae mocmnaHHS Ha TMOTPIOHY MIHI-TPY, BU3HAYa€e THIT aHIMAIlil 9U

CLICHAPIA.
MiniGameManager.cs

e Peanizye JOTIKy KOHKPETHOI MIHI-TpU (Hampukiaa, KamiHb, HOXHIII,
Oymara).

e AxrtuByc BianoBiaui Ul-Bikna, 3amyckae aHiMaiii pyk Ta o0OpoOJsie
pe3ynbTar.

e [licis 3aBepmenns rpu noseprac ctan GameController 0 FreeRoam.
NPCController.cs

e Takox peam3sye Interact.
e [Ipu naruckanui E 3armyckae jiaor.
e Mac nocwianns na DialogData (ScriptableObject 3 TekcTom mianory).

e Buxiukac metos ShowDialog() y DialogManager.
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DialogManager.cs

e BHBOJAUTH TEKCT JI1aJIOTy Ha CKpaH.
® AHIMY€ MOSBY Ta 3HUKHEHHS /11aJJ0TOBOTO BIKHA.
e Po30uBac Jiajior Ha PeIUNKHU, pearye Ha KJIaBillly IIPOJIOBKCHHS.

e Ilo 3aBeplICHHIO JIIAJIOTY ITOBEpTaE rpaBIyd J1o pexumy FreeRoam.
DialogData.cs

e ScriptableObject, stkuit 30epirae Hab1p /11aI0TIB.
e Mac oyt ID, lines (CIIMCOK peIuIiK).

® I[O3BOJI${€ pO3,Z[iHI/ITPI D;iaJIOFH 3a liepCcoOHaXxaMi 41 CIIeHapiS{MPI.

2.10.3 AuiropurtMu GyHKIIOHYBAHHSH
1. Pyx rpaBig

e SIkmo norounuii cran rpu — FreeRoam, PlayerController 1o3Bomsi€ pyX.
e Input.GetAxis() 3UMTye HAIPSIMOK PYXY.

e Rigidbody2D.MovePosition() 1iepemimnye rpaBls.

e [lapamenkHO B 3alIE)KHOCTI BIJI TIADY BHUKOHYETHCS BIATBOPEHHS

BIJIIIOBLIHOTO 3BYKY KPOKIB (KaMiHb, TpaBa TOIIIO).
2. Bzaemomis 3 00’ ekTaMu

e [liy yac HatuckaHHs E 3ammyckaeThes TiepeBipKa KoJlaii/iepiB IOpyH.
e ‘Ikmio o0'ekT peamnzye Interact, BUKIUKaeThCs itoro MeTo/T Interact().
e [le MoXxe 3aITyCTUTH:

o majuor (NPCController);

o wiHI-TpYy (EnemyController);

o mepexia (DoorController).
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3. Jliamoru

e NPCController Bukiukae DialogManager.ShowDialog(dialogData).
e DialogManager aHiMye BIKHO Ta TTIOY€ProBO BUBOJIUTE PEILTIKH.
e [liciist KOXKHOT PeIUIKY OYIKYEThCS KIIaBilia sl IPOAOBKCHHS.

e [licis ocTaHHbOT PEIUIIKH JI1aJIOT 3aKPUBACTLCS.
4. Miniirpu

e EnemyController Buxkimnkae MiniGameManager.StartMiniGame().

e GameController nepemukac cran rpu na MiniGame.

e AxtuByerhess Ul BikHO MiHI-TpH (He clieHa, a Canvas), MOYMHAIOTHCS
aHIMAIIii.

e Ilicna 3amepmieHHST TpW pe3ynbrar o0pooOisieThesa, 1 GameController

noBepraerbes B FreeRoam.
5. IlepemimieHus MK clicHaMHU

e [Ipu B3aeMopmii 3 06’ extom Ty DoorController, iforo Meton;:
o 3ammcye koopaunaru B VectorValue,
o BuKIMKae SceneManager.l.oadScene,
O Tmicns 3aBaHTakeHHs HOBO1 ciieHn PlayerController ctaBuTh rpaBIis

y 30epekeny MO3UIIIIO.
2.10.4 OcHoOBHI IepeBarn apxXireKTrypu

e MoOayIbHICTh: KOKEH KOMIIOHEHT Ma€ Y1TKE IIPU3HAYECHHS.

e Po3mmproBaHICTh: JIETKO J0/IaBaTh HOBI jTianoru, NPC, MiHI-ITpH.

e [urepdeiicuicTs: Bukopuctanus Interact 3abesnedye €MHMIA TIIX1 J10
B3a€MOJTIT.

e MinimMabHa 3aJICKHICTh MK KOMIIOHCHTAMHM, IO CIPOIIYE TECTYBAHHS

Ta MATPUMKY.
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e ['myuka poGota 3 Ul: miamoru Ta MiHIITPH peanizoBaHl Kk Canvas-BIKHa, a

HE OKpeMI1 CIICHH.

2.11 Onuc podoTH po3podJieHol cucTeMH

2.11.1 Buxkopucrani TexHiuHi Ta mporpamMui 3acoon

[HCTpYMEHTH K1 BUKOPHCTOBYBAJIM II1JI YaC CTBOPEHHS I'PH IIEPEPAXOBaHI

B Ta0n.2.3.

Ta6:1.2.3 - Bukopucrani 11l 4ac CTBOPCHHS I'PU IHCTPYMEHTH

[ncTpyment

[Ipu3navyenns

Unity 20223 LTS

IrpoRuii pytiit, BUKOPUCTOBY€ETHCS SIK
OCHOBHE  CEpPEJIOBUIIE  PO3POOKH.
3abe3neuye 00poOKy (b13uKH,
aHIMaIi, crienoro, Ul Tomro.

C#

OcHOBHa MOBa TPOTPAMYBaHHS IS
JIOT1KH TPH.

Visual Studio

Cepe,[[OBI/IIIIe A1  HaIlMCaHHA Ta
HaJIaroJzKCHHA KOIY.

Tilemap, Rigidbody2D, Collider2D

Kommnonentu Unity jyis  1moOynoBu
2D-otouenHsi, oOpoOKH (PI3UKKU Ta
KOII131ii.

ScriptableObject

CTpykTypa JaHuX Ui 30epiraHHs
J1aJIOTIB, IIO3MINI MK CICHAMH 1
3BYKIB

Animator AHIMAIA eNeMeHTIB. JI1aJJOTOBHX
BIKOH, TIEPCOHAKIB Ta MI1HI-1TOP.
Canvas (UI) InTepdeiic kopucTyBaua - MeEHIO,

JUAJIOTH, MIHI-ITPH.

AudioSource + AudioClip

CucreMa BIITBOPEHHS 3BYKIB: KPOKH,
KJIIKH, IIEPEMOTH, HAaTUCKaHHS
KHOIIOK.
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2.11.2 BHKJIHK Ta 3aBAHTAKCHHS MIPOrpamMu
1. 3anyck rpu

e [licis xomnumamii npockry y Unity abo 3amycky Build.exe (y pa3si
cTBopeHHs standalone-011/Ty), 3aBaHTaKy€eThCs ITOYaTKOBA CIIeHA.
e V CIeHI AaBTOMAaTHYHO aKTHBYEThCA OO0’€KT 3  KOMIIOHEHTOM
MenuController, sikuii:
O 30epirae HamamTyBaHHS 3BYKY 3 SoundHolder.

0 Jlo3BoJIsi€ TPaBIIO PO3IIOYATH HOBY I'py a00 BHITH.
2. Ilouarok rpu

e Haruckanns ksonku "Start" y menio Buimkae ¢yukio Interact() y
DoorController.
e Bij0yBaeThcss ~ 3aBaHTaXEHHsST  OCHOBHOi  CIIEHH TpH  Hepes
SceneManager.LLoadScene().
e [licns 3aBaHTa)KEHHS CIIEHU:
o Bukonyerbces iHimiamzanisg 00’ ekTiB: rpasenb, NPC, nBepi, Boporu
TOTIIO.
o PlayerController 3uuTye ocTaHHE TIOJIOKEHHS TpaBiisd 3 VectorValue
1 CTaBUTL HOTO B IIOTPIOHY O3UIIIIO.

o GameController Bcranosmoe ctad rpu FreeRoam.
3. 3aBaHTa)XKeHHS JJaHUX

e JlaH1 mpo 3BYK 3uMTyIOThCS 13 Singleton-kimacy SoundHolder, sxmii Bxke
HIPUCYTHIH Ha cuenl abo noznadenuii ssk DontDestroyOnlLoad.
e Jliamorn miiBaHTaXYyIOThcs 3 00’ekTa DialogData, sxuii mepemaeTbcs

yepe3 nocwiands 3 NPCController.
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2.11.3 IloBeaiHKa cHCTEeMH MicJIfl 3aBAHTAKCHHSA
[licis 3aBaHTaKeHHS CLICHM I'pa IIOBHICTIO IT'OTOBA J0 B3aCMOJIII:

e [pasenp kepye nepconaxem (PlayerController).
e MoxHa B3aemo/isITH 3 00’ ekTaMu (Interact).
e Ciienu 3MiHIOIOTHCS yepe3 DoorController.

e Mini-irpu BukiMKaloThes depe3 EnemyController, a giamoru — depes

NPCController.

VYee 11e koopiuHyeThes gepe3 GameController, sikuif MOCTIHHO KOHTPOJIOE,

YH MOJKHA TPABIEB1 PyXaTUCS, 1 YM HE 3HAXOIUTHCS BIH Y J1a71031 a00 MI1HI-1TPI.

2.11.4 Onmnc inTepdeiicy kopucTyBa4ya

Iatepdeiic kopuctyBada (Ul) y Tp1 cTBOpeHO 3 ypaxXyBaHHSIM IIPOCTOTH,
IHTYITUBHOI 3pO3yMUIOCTI Ta aJalTUBHOCTI. Bel BIKHA, KHOIIKM Ta J1aJOI0BI
eleMeHTH peanizoBaHl 3 BUKopucTaHHsM Canvas-cuctemu Unity Ta

koMroHeHTIB Ul, Takux fK:

e Button (KHOMKa) — BHUKOPUCTOBYETHhCS JIISI KEPyBaHHSA JISIMH
KOpUCTYBaya B MEHIO Ta I11][ 4ac IPH;

e Text (TMP) — nms BimoOpakeHHSI TeKCTy B Jialiorax, KHOIIKax,
CHOBIIMEHHSIX

e Image — st poHy BIKOH, JICKOPATUBHUX €JICMCHTIB, MOHET Y MIHIIIPaXx;

e Animator — BIINOBIJAE 3a IUIaBHY IMOSBY/3HUKHEHHS BIKOH (I1aJIOTIB,
MIHIITOP, TTOB1JIOMJIEHb);

e EventSystem — 00po0Jisie B3aeMOI110 MUIII Ta KJIaBlaTypH 3 eJIeMeHTaMu

irepdeiicy.
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[aTepdeiic aganToBaHO M1/ KJIaBlaTypHE KEPYBaHHS, ajie TAaKOX M ITPUMYE
MUITy. Ycl KHOIIKM MalOTh BI3yallbHE IIJICBIMYBAHHS IIPU HaBEJCHHI  Ta

aHIMAIIF0 HATUCKaHHS.
Irposuii Ul yMOBHO HOAUISIETLCS Ha TPU KaTeropii:

1. MeHnto (ronoBHe, 1ay3a, HAJIAITYBaHHS) - JI03BOJISIE KEPYBATU I'POIO;

IrpoBwmii iHTEPQEiiCc - BKIIIOYAE 1aJIOTOB1 BIKHA, CIIOBIINEHHS, MIHI-ITPH,

woN

Texuiunuii 1repdeiic - HEBUAUMI KOMIIOHCHTH, SKI KEPYIOTh JIOITKOIO

B3a€MOI1it (HAIpUKIIAJ, TPUTEPH TIO/T1i, 3BYKOBI HAJANITYBAHHS TOIIIO).

2.11.5 TonoBHe MeHIO

['010BHE MEHIO € IepiiuM, 1110 0a4uTh I'paBellb Iicis 3alycKy Ipu. BoHo
peamizoaHe sk Canvas, 1m0 3aifMae Bech eKkpaH, 13 (GOHOM Ta Tpboma

iHTepaI{THBHI/IMI/I kHonkamu. Ha3su ta IIPU3HAYCHHA KHOIIOK BKa3aHl B Ta0i1. 2.4

Ta0n. 2.4 - KHOIIKK B MEHIO

Ha3Ba xHOIKM [Ipu3zHaueHHs

Start [Tounnae rpy, 3aBAHTAKYHOUHU
OCHOBHY CHLICHY 3 I'POBUM CBITOM.

Exit 3aKpuBac rpy.

Sound Bmukac abo BHMHKac 3ByK Yy Ipi
(BiroOpazkac cTaH y BUIIS IKOHKH).
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Bi3yainpH1 e1leMeHTH MEeHIO:

e @OH - cTaTUYHE 300paKEHHS, IO CTBOPIOE aTMOC(hepy I'PH;

e KHONKH - po3MilieHl BEPTUKAIBHO 1O TEHTPY Ta B BEPXHHOMY JIIBOMY
KYTKY;

e AmHIMarllii - TIaBHe TOSBIIEHHS Ta 3HUKHEHHS MEHIO 3 KHOIIKaMH;

® 3BYKOBI1 €(DEKTH - KJIIKH KHOTIOK .

JIorika B3aecMomi:

e Haruckanus Ha "Crapt" Bukimmkae Metos Interact() 13 DoorController, mio
3aBaHTaXKy€ HOBY CIIEHY.

e Knomnka "3Byk" Bukimkae SetSound...() 13 MenuController 1 3MiHioe
MOTOYHWIA CTaH.

e Knomnka "Buiitin" 3aBepiinye 3acTocyHOK uepe3 Application. Quit().

Mo

Puc. 2.1 - I'osioBue Menro
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2.11.6 MeH10 nay3u

MeH10 nay3u akTHBYETBCS I11J] 4ac I'py HaTUCKaHHAM kiasiii Esc. Bono
peanizoBaHO K MOBHOeKpaHHe Canvas-BIKHO 3 HaIIBIIPO30PHUM 3aTeMHEHHSIM
(GoHy, O J03BOJISIE KOPUCTYBady 30PIEHTYBATUCS B CUTYallll, HC BUXOISIYU 3

rpu. OCHOBHI €JIeMEeHTH MEeHIO Tay3H BijjoOpaxeHi B Taom. 2.5.

Tabm. 2.5 - eTleMeHTH MEHIO Tay3u

Ha3Ba kHonku [Ipusnavyenns

IIponoBxuTu 3aKkpuBae MCHIO IIay3d Ta IIOBEpTae
IrpaBlA y IpY.

Buiitu 3aBepiiye rpy

OcobmBocT1 peanizanii:

e [Ipu naruckanni Esc, PlayerController aktusye PauseMenu Ul, sike ctae
BUTUMUM.

e VYci pyxu TpaBisl Ta B3aeMOJIi OJIOKYIOTbCS —(BUKOPHUCTOBYETHCS
Time.timeScale = 0).

e [Ipu naruckanui "llpogoBxuTn" BUKIMKacTbesd MeTox Resume(), sikuit
MPHUXOBY€E MeHIO Ta moBepTae Time.timeScale =1 .

e [Ipu matuckanHi "Buiitin" BUKIMKaeThCs MeTo Application.Quit().

Bi3yasibH1 XapaKTepUCTHKH:

e @oH: HaIIBIIPO30pa YOPHA [IaHEb, 1110 IEPEKPUBAE BCIO CILICHY.
e KHOIKH: po3MillieH1 BEPTUKAIBHO TI0 IIEHTPY,.

e Ammaini: HOSBJICHIS/3HUKHECHHS MEHIO.
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KopucrtyBaiibkuii crieHapiii:

e | paselp HaTUCKae Esc — 3°ABISIETHCA MEHIO [1AY3U.
e Hartuckae "lloBepHYyTHCE" — TIOBEPHEHHS JI0 TPH.

e [laruckae "Buiitn" — rpa 3aKpuBa€cTbCA.

MNoBepHyTUCHL

Puc.2.2 - Menro nay3u

2.11.7 OcHoBHe irpoBe BIKHO KOpHCTYBa4a

VY poszpobieniii rpi BLICYTHE IIOCTIMHE TOJIOBHE 1HTepdeHcHe BIKHO —
BECh CKpaH IOBHICTIO IPUCBSYCHHMM TeiiMivicto. Takwii migxig Jgo3BoIsie
MaKCHMaJIbHO 3aHYpUTH TPaBIsl B aTrMocdepy IrpoBOTO CBITY, YHUKHYBIIH
3aiBUX 1H(GOpMALIHHUX IIapiB, SKI MOXKYTb BIABOJIKATH B JIOCIIIKCHHS

cepeJIoBHINa, IEPCOHAXKIB Ta CIOKETHOI JIHII.
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Oco0IMBOCTI OCHOBHOTO €KpaHy:

e [losna BiacyrHIicTb Ul-e1€MEHTIB 111]1 9ac BUILHOIO [IEPEMIIICHHS.

e KaMmepa MJIaBHO CHiIKye 3a TpaBIleM, JIO3BOJSIIOUM Kpallle BiTUYTH
IIPOCTIp.

e Bca BnyanpHa 1HGOpMAIS TPaBIO TMOJAEThCS TUIBKM KOHTEKCTHO —

gepe3 JaJiorH, o1, a00 B3aeMOIII.
[HTEepakTHBHICTH:

e [paBelh MOXe BUTRHO pyxaTucs, HaTHcKaTh E J71s B3aeMojIii 3 06'exkTamMu
(NPC, Boporamu, iBepruMa TOIIIO).
e TumbkM TICIS I[OTO MOXKYThH 3 SIBUTHCS BIJIIOBIAHI BIKHA: JI1aJIOT,
MIHI-T'pa, HOBIIOMIICHHS, IIEpeXiji MK CIICHAMM TOIIO.
e [HTepdeiic "BUKIMKAETHCS 3a TOTPeO0I0" — 11e MOXKYTh Oy TH:
o JliaoroBe BIKHO, SIKE 3’ SIBISIETHCS TIOBEPX;
o Minirpa, fika BIIKPUBACTLCS IIOBHICTIO 3aMIHIOIOUH ITPOBY CLICHY;

o MeHro nay3u — JIMIIE TI0 HaTHCKaHHIO Esc.
[IepeBaru mijaxony:

e Minimamsm y Ul go3Bosse:
o cTBOpHUTH aTMoc(hepy cxoxy Ha irpu Undertale, OneShot, Omort;
O (QokycyBaTu rpaBIisl Ha KOHTEHTI, a HE Ha 1H/IMKAaTOpax;
O NIJABUIIUTH CCTCTUUHY SKICTH;

C YHHKHYTH Bi3yaJTBHOFO NepeBaHTaXKCHHA.
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= Wcall

Puc. 2.3 - OcnoBue irpoBe BIKHO

X

2.11.8 JliajioroBe BiKHO

Jl1amoroBe BIKHO - I1e KIIOYOBWM €JIeMEHT B3a€MOJIIi MDK T'paBIlEM Ta
neirpopumu  nepconaxkamu (NPC). Bono akrtuByeTbes JIMINIE IIJI 4ac
Oe3nocepeTHLOTO KOHTAKTy 3 IepCOHaXKEM, IO JI03BOJISIE 30epiraTu eKpaH

YUCTHUM II1J Yac 3BHYAHOI0 IeiMILICIO.
MexaHI1Ka aKTHBAIi:

e [’pagerns miaxoauTs g0 NPC.
e [Ipu naruckanni E Bukiukactees Mmeros ShowDialog() y DialogManager,
SIKMIA:
o BwMmkae a1aaorose BIKHO;
o Biareoproe aHimaliro ""BUDKIKaHHS" BIKHA 3HA3Y €KpaHy;

o llounHae BUBeJCHHS TEKCTY 3 ¢(heKTOM JIpYKYBaHHS.
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Bi3yanbH1 XapaKTepUCTHKH:

e BiKHO 3aiiMae HIKHIO YACTHUHY €KpaHa.
e Mae M’SIK1 paMKH, CTHJII30BAaHUMH TI1]] PETPO-TPH.
e Tekcr 37sBISIETHCA HOCTYIIOBO, CUMBOJI 32 CUMBOIIOM - 11€ CTBOPIOE e(heKT

"JKMBOTO JilaJIOry", IJIBUIIYIOYHA €MOLIIHE CIIPUAHSITTSI.
3aKpUTTS J11aJI0TY:

e [licis 3aBepiieHHs Jiajory, HaTUCKaHHs KHOIKHM E BUKIMKac aHIMaIIlo
3HMKHECHHS BIKHA - BOHO IUIABHO "BUDKIKAE BHU3" 3 eKpaHa.
e VYmpariiHHS moBepTaeThesl TpaBifio (GameController 3MiHIOE cTaH TpH 3

Dialog na FreeRoam).
TexHIUHA peami3alris:

e BikHo mnpuB'szaHo Jo0 okpemoro Canvas 3 aHIMaTOpOM, SIKM Kepye
aHIMAI(ISIMH 3’ SIBIIEHHS Ta 3HUKHEHHSI.
e Edexr "npykyBanus" peamizoBano uepe3 kopyruny (IEnumerator) y

DialogManager, SJKa ITIOCTYIIOBO A0Ja€ CUMMBOJIM JO TEKCTOBOI'O ITOIIA.
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Puc. 2.4 - JliaioroBoe BIKHO

2.11.9 BikHo MiHi-Ipn

Mini-rpa B IPOEKTI peaiizoBaHa y BUIVILIL Kiacu4Hoi rpu "Kaminb,
HOXHWITI, Tamip", sika aKTUBYETHCSI TIPH B3a€MOJIIT 3 TIEBHUMHU MPOTUBHUKAMHU Y
cBIT1 TpH. SIK 1 y BHIAAKy 3 1aJIOTOBUM BIKHOM, IHTepdeic MIiHI-TpH
3'IBJISIETHCSL JIMIIIE B MOMEHT 3allyCKy 1 IOBHICTIO BHUIIAJa€ 3HU3Y BIOpY, HE

TIepeKpUBaIOYH 1HIII 1HTepQEeHcH.
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CTpyKTypa BIKHa:

e BikHO MIHI-I'pU 3 SBJICTHCH aHIMOBAHO 3 HMXKHLOT YaCTUHM €KpaHa 1IpU
BUKJIUKY MeTo/Ty Y MiniGameManager.
e [lenTpainbHy yacTuny iHTEepdelicy 3aliMalOTh:
o JliBa pyka (TpaBelib);
o Ilpama pyka (IPOTUBHUK).
e Hajn pykamu — TeKCTOBe 10JIe pe3ylbrary (BHUXIJ: IepeMora, rmopaska,
HIYHS).
e B mmxniii yactui inHTepdeiicy - 3 KHOIKU:
o Kaminb
o Hoxuin
o ITamp
e B BepxHBhOMY mpaBOMY KyTI 1HTEp(eiicy - 1 KHOTIKa:

© Buiitu (noBeprae y FreeRoam )
IrpoBuii 1iporec:

1. I'paBers HaTHCKaE OHY 3 KHOTIOK BHOOPY.
2. llicns BubGopy:
o Ilporpaerbcst aHIMaIsgs 000X pPyK, sIKa IMITye »KecT (KaMIHBb,
HOKHUII, a0 marip).
o IlapanensHO cucTeMa reHepye BUOIp MPOTUBHUKA BUIIA/IKOBO.
3. ITicns 3aBepriieHHS aHIMAITIT:
O VY BepxHIil YacTUHI €KpaHa 3 SIBISIETbCA pe3yibral payHiy Y
BUIILsLI HoBtomiieHus (narp. “Ilepemora!”, “Hiums”, “Ilopazka’).
4. T'paBertb Moke 3IrpaTd Ile pa3 a00 HaTUCHYTH KHONKY "BwuiiTu", sxa

3aKpUBac MIHI-TPY.
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TexHIuHA peani3alis:

e Bikno npun’szano jo Canvas 3 aHIMaropoM, SKUH BIJIIOBLIAEC 3a
TOSIBY/3HUKHEHHSI.

e VIpaBiIiHHS JIOTIKOIO BHOOpPY Ta pe3ylbraroM peai3oBaHO 4epe3
MiniGameManager.

e AmHIMaIlli pyK BIATBOPIOIOTHCS 3 BUKOPUCTAHHSIM KOMIIOHCHTIB Animator
JUISL KOOKHOTO CHIPAiTy PYKH.

e BuBijl pe3ylsTaTy — OKpeMe TEeKCTOBE TOJie, SIKe OHOBIIOETHCS IMICIIS

KOJKHOTO payHJy.
IlepeBaru:

e [uryiTuBHMIA 1HTEpdEHC, 3pO3yMUINI HaBITh 03 I1IKa30K.
e AHIMOBaHa B3a€MOJIISl HAJIa€ MIHI-TP1 B13yaJTbHOI IPHUBAOIMBOCTI.

e BikHo He BUOMBae 3 atMochepH, 3alinarduch y et pemta Ul rpu.

You Win!

Puc. 2.5 - Bikuo miHi-irpu



Hwxue, na pucynkax 2.6 ta 2.7,
CTPYKTYpPy po3po0iieHo1

B3a€EMO/IIIO 3 TIPOTPAMOIO.

CHCTCMH,

MiniGameManager

HaBCACHO 6JIOK-CX€MY, AKa ITOKa3ye

Ta uml-glarpaMy ska I0Ka3zye

DialogManager

+StastMiniGane ()
+CloseMiniGane (|

*PlayesChsice. .. ()
+DetermineWinnes ()

-dialoghnimator: Animator
-dislogText: Text
~curentlines: Listcstring
-isTyping: bool

l

Enemy

“Tnowdialog (List<string-)
+HandleUpdate ()
~TypeDialog()

~EndDialog ()
+OnShowDialeg!)
+OmMideDialogl)

+Instance (singleton) comst

-MiniGameManager: HiniGameManager

+Interace ()

DoorController

[+levelTaload: ias
spesition: Vectesd
+playesStorage: VectozValue

+Inveracs (]

VectniValue

v

ccinverface>>

+Inveracs()

NPCDialogController

rdial MaltiDialogDat

MultiDialogData

DialogEntry

| Interactable G --------

+dialogueld: string

*dialogs: List<DialegEatzy>

d4: sering
|*1ines: Listcsecing>

PlayerController

+inicialValue: Vectord
+defaulsValue: Veczord

emovelpeed: float

~footzvepScuzce: AudicScurce

+grassSteps: AudioClip
+stomeSteps: AudioClip
+animazor: Animator
+pes: VectarValue

+Insezacsi)
GameC 1k
: GameState
~Opdate (1
+Stars ()

(+Ssare()
+HandleUpdase (|
+FizedUpdate (|
~Intesacs ()

FrameSwitch
~activeFrame: GameObject
+OmTriggesEntesaD(}
+OnTriggecExainl ()

Puc. 2.6 - UML-miarpamma

MenuControler
SoundSett |
“LadezScund: AudicSousce
—isScundOn: boeol -FadeAnimaton: Animater
= weatic) -SoundAnimssor: Amimator
+SeeSound (bool | “Menulnimsten: Amimater
+GezSound () : besl +SetScundChoiceTrue()
+%etScundChaicelalse|)
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Oyxulonan:
*36EpemEHHS CTANY IBYKiB

Dysuuiowan:
~BAHKBHHA TH BHMHKENHA
30H Cuenn

Dymuuionan:
“KoHTpont crawy Irpoxa
*HouTpone CTaMy 3ByKis

Dynxuionan:
“IuTepdeRc B3aEMORil 3 06 exTaMH

Dywkyionan

Dywiuionan:
“MepesuKaiia CLeM “Mowarok glanory

Dymiagionan:
~Anivauin Miwi-rpw
“Norika Misi-rpa

Puc. 2.7 - G10k-cxema sika TToKazye CTPYKTYPY po3poOieHoi cucTeMu
®aiin: PlayerController.cs

Omnuc:
Ile rosioBHMIT KOHTpoOJICp, KWW BIIIIOBLIAC 3a IEPEMIMICHHS I'PaBLs 110

CBITY TPH.

Takox oOpooIIsIc:

e Biaemopiio 3 00'ekTamu uepe3 Interact.cs;
e BiJIKpUTTS rOJIOBHOTO MEHI;
e B3aeMojii0 3 OBEPXHSAMHU (HAIPUKJIA, JUIS IPOTrpaBaHHs PI3HUX 3BYKIB

KPOKIB).
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daiin: Interact.cs

Omnnc:
Cxpwunrt, mo 3abe3neduye e TMHUN 1HTEepdeiic 11 B3aeMO/I1i TPABIA 3 Oy/b-IKUMHA
00'cKTaMHM y CBITI.
IIpn nHatuckanHi Kiapimil B3aemojli (E) BW3Hauae, 4u Tmopyd € 00 €KT 3

BLoBLIHUM 1HTepdeiicom (Interactable), 1 BuKIMKae ioro MeToz.

®aiur: DoorController.cs

Omnuc:
Biamosiziae 3a nepeMUKaHHS CIIEH (JIOKAITLiA).
30epirae KOOPJWHATH TOYKH BHUXOMY 1 BHKOPHCTOBYE IX TIPH TIEPeMIIEHHI

I'paBIsd MDK cocHaMH.

Dain: VectorValue.cs

Omnc:
Cxpunrt Juis 30epe;KeHHs KOOpAMHAT I'PaBIls MK CIICHAMHU.
IT1 xoopauHat BUKOPUCTOBYIOTRCS PlayerController.cs micnsi 3aBaHTa)XeHHS

HOBOI1 CIIeHM, IITOO ITOMICTUTH I'PaBIls y IPAaBHIbHE MICIIC.

Daitnr: GameController.cs

Omnuc:
YHiBepcaabHHIT KOHTPOJIEP CTaHy TPH.

Konrpomntoe:

® AKTUBHICTD I'PaBIIs;
e AKTHUBHICTH J1aJI0T1B, 00iB, MEHIO;

e CraH 3BYKIB.

BI/II{OpHCTOBYGTbC}I IHITUMHA CKPHIITaMH JJII BUSHAYCHHA IIOTOYHOI'O CTaHy I'pH.
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®aiin: SoundHolder.cs

Omnnc:
30epirae cTaH 3ByKY (YBIMKHEHO / BAMKHEHO).

[Teit 00'exT Mae OyTH JOCTYIIHUM Y BCIX CIICHAX, 1 TOMY 9acTO € CHHIJITOHOM.

Daitn: MenuController.cs

Omnuc:
KoHTpotoe TonoBHE MEHIO TPH.

Bukonye taki QpyHkirii:

e Ilepexiy go reiimiuiero (Crapr);
e HanamTyBaHHS 3BYKY (BMUKaHHS / BAMUKAHHS);
e Buxij 3 rpy;

e AKTHBALIL Iay3H I Yac IPH.

@aiin: FrameSwitch.cs

Omnmuc:
BiamoBiiae 3a BMUKaHHS a00 BUMUKAHHS MIEBHUX 30H Y CIIEHI.
Moske BUKOPUCTOBYBATHCH JUISI YIIPABIIHHS JIOIIKOIO CLEH, lIepeMUKadiB abo

CHeHiaHBHHX YMOB.

®aiin: EnemyController.cs

Onmuc:
BiamoBijae 3a BUKJIMK MIHI-ITOp ab0 IHIIMX JIiif, KOJIM TpaBelb MITXOIUTH /10
BOpoTa.
Moske B3aemojiisatu 3 MiniGameManager.cs Juis 3amycky rpu "Kaminb, HOXKUII,

narmp".



®aitr: MiniGameManager.cs

Omnnc:
KoHTpoitoe OTIKy Ta aHIMAaIlII0 MIHI-TPH.

OcnoBHi (HyHKIIII:

e BijgoOpaxenus BiIkHa MIHI-I'DH;
e OOpoOka BUOOPY I'paBls;
e AHIMaIs pyK;

e Bu3HaucHHA [IEPEMOXKIIS / pe3ylbTaTy payHIy.

®Daitir: NPCController.cs

Omnc:
Buknukae mouatok Jiianory mpu B3zaemojii 3 NPC.

[Ipamtoe 3 DialogManager.cs Ta nepejac iiomy BiimoBigauii [ID miasory.
®aiin: DialogManager.cs

Onuc:

BimoBijiae 3a JIOTIKY 1 aHIMAIIIIO J{1AJIOTYy.

e 3amyckae J1aJorose BIKHO (I1HIMae HOro 3HU3Y);

e BuBoauTh TeKeT 3 edekToM "HammcaHHA";

e KoHTpOIIIO€ 3aBEPIICHHS JI1aJIOTy Ta HOBEPHEHHS JI0 BUILHOTO PEKUMY.

®aiin: DialogData.cs

Omnuc:

MicTtuts yci1 mianoru rpu y Burisal ScriptableObject.
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Koxen mianor mae cBii yHikaiapnuid 1D, 3a skum DialogManager.cs 3HaX0JIUTh

BIJIITOB1THI PETUIIKH.
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2.12 PeaJrizanisi J1oMaTKOBHX (PYHKILIIT

VY npotect po3poOku rpu OyIo NPUAHATO PIIICHHS pealli3yBaTH CUCTEMY
MepeMIIeHHs] MDK pPI3HMMH YacTHHAMM ITPOBOTO CBITY JIBOMa OKPEMHUMH

MCTOdaMMH:

1. Ilepexojau MK okpeMuMu ciienamu Unity

2. Tlepexomu MiJk 30HAMHU B MeJKaX OJIHIET CI[eHU
Taxwuit 1/1X11 JI03BOJISIE TIOEHYBATH TepeBaru 000X METO/IIB:

® 3a0e31ICYUTH YITKE PO3AUICHHS BEJIMKUX I'POBHX JIOKAIILi,
® OITUMI3YBaTM 3aBaHTAKCHHS Ta 3MCHIIUTH BUTPATH pPeECypciB 3a

JIOITOMOT OO JIOKaJTFHUX TIEPEXO/IIB BCePEHI OJTHIET CI[EHH.

OOuaBa 1miaxomu OynM  peain3oBaHl SIK  JIOJQTKOBI  (PYHKI[IOHAJILHI
MOKJIMBOCTI, SKI CYTTEBO MOKPAIIYIOTh ITPOBHIA JIOCBIJ Ta PoOJATH CBIT TPHU

OUIBII JKMBUM 1 THYYKUM Y PO3IIUPCHHI.

2.12.1 IlpusHavyeHHs Ta MOKJIHBOCTI

CucreMa MepexoiB MiXK JIOKAIIIMU Ta 30HAMU Ma€ Ha MET1 3pOOUTHU CBIT
Tpy OUTHINT TMHAMIYHUM, PO3TaTyKEHUM 1 IIKaBUM JUIS TocipkeHHs. OCHOBHE
il Ipu3HadeHH IIOJIsrae B opratizallli IpoCcTopy I'PM Ha JIOTTYHI CerMEHTH, SKi
3a0e3MeuyloTh 3pYy9YHY HaBITaIlll0 Ta TUIaBHWI TeiiMruieit 0e3 3arpuMok abo

IIepeBaHTaKCHHS 11aM’ SIT1 IIPUCTPOIO.
MOXIIMBOCT1 CUCTEMHU:

e [[naBHi mepexojiyd MDK CIEHAMM: peall3oBaHl 3a JOIOMOIOI0 CKpHIITa
DoorController.cs. 1Ipu B3acMoii rpaBiis 3 JiBepuMa Bij0yBacThCs 3MiHa
CIICHH, a TaKO)X BCTAHOBIIEHHS KOOP/IMHAT TpaBIld Y HOBIM CIeHI 3a

JrorroMoror 00’ ekra VectorValue.cs.
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AKTHUBAIIS//TIeaKTUBAINS 30H YCEPEIHWH1 OJIHI€l CIEHH: HYepe3 CKPHUIT
FrameSwitch.cs, sikuif kepye BMUKaHHSIM Ta BUMHKaHHSIM ITEBHUX YaCTHH
KapTu (HaOpHUKIaj, KIMHAT, KOpWJIOpiB abo JIBOpiB) 0e3 IIOBHOIO
3aBaHTAKEHHS HOBOI CIIEHU.

ExoHOMIS pecypciB: 30HU JIO3BOJSIOTH YHUKHYTH JyOJIFOBaHHSI CIICH,
CITPONTYIOTh HaBITAI(IIO 1 IPUIIIBUITYIOTH 3aBAHTAKEHHSI.

['Hy4KicTh PpO3IMIMPEHHS CBITY: 3 TAKOK CTPYKTYpOI0 MOJKHA JIETKO
JIolaBaTH HOB1 CIleHH a0o0 po3MMpIOBaTH ICHYIOUl 0e3 ToTpedun
epepoOIIOBATU OCHOBHY apXITEKTYPY I'PH.

30epeKCHHS CTaHy T'paBLd IIPH IEpexojax: peaji3oBaHo 3a JIONOMOIOK0
nepejadl JaHux MK clieHaMH Ta 00’e€KTiB Tully Singleton (Halpukia,

GameController.cs Ta SoundHolder.cs).

Il1 ¢yHKIII J103BOSIOTH pealli3yBard y I'Pl BIAYYTTS BEIMKOIO 1IPOBOIO

CBITY 3 KMBOIO CTPYKTYPOIO, IPH ITbOMY 30epirarouu TeXHIYHY e(peKTUBHICTh Ta

IPOCTOTY PO3POOKU.

2.12.2 OcHoBHI HPHHIUIIH POOOTH

Y po3pobii rpu Oylo peanizoBaHO JIBI OKpPeMI CHCTEMH IEpPEXOoy MK

JIOKALSIMU, KOXKHA 3 SKUX 0a3yeThesl Ha PI3HUX TEXHIYHUX IIJIXOZaX, alle Mac

CIIUIBHY MeTy - 3a0e3leudTH IUIaBHE Ta JIOTIYHE TIEpeMIMIeHHs TpaBIlsl B

IIPOBOMY CBITI.

1. ITepexig Mk crieHamu (Scene-to-Scene)

Ileti Meron Oasyerbcss Ha 3aBaHTaKeHHI HOBOI cueHu Unity uepes

SceneManager.l.oadScene(). OcHOBHI IPUHITATIN:

e Bukopucranus DoorController.cs — CKpHIIT, sIKHii ipH B3aeMoJIii (depe3

Interact.cs) 1HIIIIO€E 3aBaHTaKCHHS HOBOI CIICHH.
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e 30epekeHHsI KOOP/IMHAT TPaBIlS Tepe/T BUXOJ/IOM 13 TIOTOYHOT CTICHH uepes
ckpunT VectorValue.cs, mo0 y HOBIi CIeHI BCTAaHOBUTH TIPaBUIIBHY
CTapTOBY I1O3HUIIIIO.

e [[naBHe 3aBaHTa)K€HHS — 3a PAXyHOK MPOCTOTH CIleH Ta 30epekeHHs

JIAHUX, IIepeX1J] BUIVISa€ MUTTEBUM 1 0€3 3aTPUMOK.
2. llepexiji MK 30HaMHU B MeKaX OJIHIET CLICHU

ITeit miax17 3acTOCOBYETHCS IS BEJUKUX JIOKAIllid, po30UTHX Ha 30HU
(KIMHaATH, TEPUTOPIi), SIKI BMHUKAIOTLCS ab00 BMMHUKAIOTLCS Y MeEKaxX OJIHICT

CICHH:

e Cxkpunr FrameSwitch.cs BlaoBiIac 3a KepyBaHHS 30HAMU — aKTUBYE
abo neaktuBye GameObject-u 3 MeBHUMHU TeraMu a00 IMEHAMH.

e [IpuHIUN aKTUBHOCTI: Y Oy/b-SIKWif MOMEHT Yacy aKTUBHOIO € JIUIE OJTHA
30Ha, pelITa — BUMKHEHI, 1110 3MEHIITY€ HABAaHTAKCHHS HA CUCTEMY.

e 30epekeHHS KOHTEKCTY: Ha BIJIMIHY BIJI TIOBHOTO TEPEXOTY CIIEHH, TIPH

3MiH1 30HU HE 3MIHIOCTBCS 3araJIbHUi cTal rpu abo 00'exTiB Singleton.
CruteH1 prcH 000X TIXOTIB:

e [Hrerpamisi 3 cucremoro B3aemojii (Interact.cs) — TpaBelb I1HIIIIOE
Hepexiji JIMIe 1pu 0e3rocepe]iHii B3acMoI1i 3 IEBHUM 00’ €KTOM.

e Kontpons 3 60oky GameController.cs — He JI03BOJISIE TIEPEXOAUTH MIXK
JIOKAITISIMU I11]T Yac J11ajoriB abo MiHI-1TOp.

e Bukopucranus MeHEDKEpIB cTaHy i 30Cpe:KCHHS IIO3HMINNI, 3BYKIB 1

PEKUMY TPH.

11 npUHIUIIKA 103BOJIWIM 1TOOYIyBaTH aJIallTUBHY CUCTEMY IIEPEMIIICHHS,
10 JIETKO MAacImTalyeThes 1 MITPUMYE K KIAaCHIHUM TI1JIX1]T 31 CIIEeHaMH, TakK 1

OUIBLII THYYKHI - 3 30HAMU B OJ[H1/ CLICHI.
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IIpuxmnas mepexoay MK 30HAMM OJII€T CIIeHHW B1j00pakeHWid Ha puc.2.8 a)

Ta 0)

0)

Puc.2.8 - Ilepexiji Big 3001 A 710 308U b oj1HieT crienu
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IIpuxina nmepexo, MK  CIIEHAMH BUKOPHUCTOBVIOUH  “‘cXomu’”’
2

BioOpaxkenuii Ha puc. 2.9.

Puc. 2.9 - mpukma nepexojy 3 crieHd A Jio ciieHu b
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2.13 InTerpanisi JogaTkoBuX (GyHKIIN y 3arajdbHui iHTEepdeiic

111 yac po3poOKku rpu Oyio peazoBaHO JACKUIbKA JOJATKOBUX (PYHKIIIH,
SIK1 OpraHIYHO IHTETPYIOThCS B OCHOBHY CTPYKTYpy 1HTepdeiicy kopucTyBada.
OcHoBHa MeTa — 3a0e31e4nTH Oe3IOBHY Ta 3pYYHY B3a€MOJIII0 IPaBIld 3 yciMa

MOKIIUBOCTSIMU TpH O€3 MepeBaHTakeHHs iHTepdelicy 3aliBUMH eTleMeHTaMH.
1. TTepex1y MK JTOKAIISIMA
byno peanizoBaHo JiBa TUIH MEPEXO/IIB:

e [lepexig Mk cuenaMu (IIOBHA 3MiHa JIOKAITIT):
O AKTUBYETBCS IPHU B3a€MOJIII 3 IEBHUMHU 00'€KTaMU (HAIPUKIIA]L,
CXOJIaMHu).
o Iurepdeiic He 3MIHIOETHCS — 3MIHA B1IOYBa€ThCS IUIABHO,
30epekeHHsT KOOPMHAT TPABRI 3IACHIOETHCSI aBTOMaTHYHO.
o Ilicns mepexomy TpaBellh 3'IBISE€THCS B HOBIM CIIEHI 3 TUMH K
napamMerpamu (IO3MIs, 3BYK TOIIIO).
e [lepexing MK 30HAMH B MeKaX OJTHIET CIIEHH:
o Peam3oBanuidi yepe3 HOJALI CIICHU HA JIOTTYHI 30HU (HAIIPUKIA,
KIMHaTH a00 JUISTHKH).
o Inarepdeiic KopHucTyBaua  3aJMINIA€THCS  HE3MIHHHM,  JIUIIIE
3MIHIOETHCS aKTUBHA 30HA.
o Ileit maxig J03BOJSIE ONTHMI3ZYBaTH 3aBaHTaXXKEHHS Ta 30e€perTH

KOHTCKCT I'PH.

OO0u/1Ba TUIIM IIEPEXOJIIB HE BUMAralOTh OKPEMHUX KHOIIOK YM 1HIMKATOPIB B
1HTepdelici — rpaBells MPOCTO MIXOIUTH IO BIJIMOBITHOTO 00'€KTa Ta HATUCKA€E

KJasimy Bzaemouii (E).
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2. MiHi-Tpa

Mini-rpa "Kaminb, Hoxui, namip" Oyja BOyJl0BaHa B 3arallIbHUi 1'POBUIA

IpoIiec Tak, Mo0 He MOPYITyBaTH ITUTICHOCT1 1HTepQeucy:

e BikHO MIHI-TpPH 3'SIBIISIETBCS aHAJIOTIYHO JIO JI1aJIOTOBOTO BIKHA — 3HU3Y
BIOpY 3 aHIMAalli€lo.

e Bci inTepakTUBHI €lIeMEHTH (PYKHM, KHOIIKM BHOOpY, KHOIIKA BHUXOY)
3HAXOJSATHCS B MeXKaX OJTHOTO KOMITAKTHOTO BiKHA.

e Pesyibrar (nepemora, Hiuusi a0o IIopa3ka) BUBOJMTBLCS BIOpl BIKHA Y
BHTTISI/TI TEKCTY.

e Ilicns 3aBepmieHHSs — BIKHO MIHI-TPH 3aKpHBA€ThCS 1 TpaBellhb

IIOBCPTAETLCA IO OCHOBHOI CIICHH.

ITe /mo3BoNse cripuiiMaTé MIHI-TPY K YaCTHHY OCHOBHOTO 1HTep(eiicy, a

HE OKPEMY CUCTEMY.

3. CucreMa J11aJIorB
J1ajioroBe BIKHO TaKOXK HOBHICTIO 1HTErpoOBaHe B IHTEpQEIic:

e Bikno 3'aBmsterncst mumie mig dac B3aeMomii 3 NPC, He 3aBaxkae
OCHOBHOMY T'€HMILICIO.

e Mae aHiMaIliio OsIBM/3HUKHEHHS, IO 30epirae B13yaJbHY MOC1IOBHICTb.

e JIpykoBaHMiA TEKCT peanizye eeKT “5KUBOIr0” CILIKYBaHHS.

e [licis 3aBepiieHHS Jliayiory IHTepdeiic aBTOMAaTU4YHO IIOBEPTACThCS B

II04YaTKOBUI CTaH.



67
4. MeHnto niay3u
Memnio nay3u BiiKpuBacTbesa HaTucKaHHsaM ESC 1 MICTUTD:

o KHOIKY IPOJIOBKEHHS

e KHOIKY BUXOJ1y B TOJIOBHE MEHIO

Bono nepexpuBae crieny, aje IpH IIbOMY € HalllBIIPO30PUM, 11100 I'paBellb
O6aunB (poH. MeHI0 He Mae OKpeMOoro 1HTep(eicCHOTO Mapy — JIMIIE O/THE BIKHO,

10 3HHMKac I HAaTUCKAaHHA KHOIIKH

2.14 Onuc HoBHOI JIOTIKH B3a€MO/Iil KOpHCTYBa4a 3 POl

IloBHa J10riKa B3aeMOJ1i KOpUCTyBada 3 I'polo, BKazaHa Ha pucyHky 2.10.

[ 3anyck )

BMmK./BUMK. 3BYK - MMovartwn rpy Buitti 3 rpun

HaTtucHyTh ESC MNigjnTn go NPC MNipifTh o eopora NigiaTv Ao npoxoay MigiTh po cxop

MepeiTu Ha iHWY MepeiTy Ha iHWY

. BuiAT/MpoaoBxXuTH - | Moyatw gianor Moyatu MiHi-irpy 4acTMHY noKauil fioKaLio
O6paTtu KamiHb O6paTu HOXUL ‘ OBpatu Bymary
BAiTH
3 MiHi-irpu

Puc.2.11 - Jliarpama moBHO1 JIOT1KH 1TPH
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1. 3amyck rpu

[licns 3amycKy Ipd KOpPUCTYBad IMOTpaIUIsie JO TOJIOBHOI'O MCHIO, SKE
BUKOHYE POJIh TIOYaTKOBOT TOYKU BXOJy B ITPOBHIA mporiec. MeHI0 MICTUTh TPU

OCHOBHI OIINI:

® BMuK./BUMK. 3ByKY
o KopucryBad Moe aKTHByBaTH a0oO JIcaKTUBYBaTH 3BYKOBUIA
CYTIPOBIJI TPH.
o0 OOpaHe 3Ha4yeHHS 30epiracTbcsl Ta BPAaXOBYETHCS B I0JAJIbIIHX
crieHax depes cucteMy SoundHolder.cs.
e [louatu rpy
o Ilepexim 10 aKTUBHOI IrpPOBOi CIIEHHW, JI€¢ TPaBellb MOXKe
lepecyBaruch, B3aeMomisith 3 oO'ekramu i NPC, nouunaru
Jiianoru abo MiHI-ITPH.
e Buiitu 3 rpu

O 3aBepIieHHsI pOOOTH MPOTPAMHU.

2. 1l ac rpu

VY reiimIuiei rpaBelb Ma€ JIeK1JIbKa BaplaHTIB B3a€MOJIII, SIK1 3alie’KaTh BIJT

HMOro po3TralryBaHHs B CEPEIOBUIII I'PU Ta JIi#, sIK1 BiH oOupac:
2.1. Harucnyrtu xiasimy ESC

e BiJKpUBaeThCs MCHIO IIay3H, IO IEPEKPUBAE ITPOBUIA CKPaH.
e VY MEHIO JOCTYIIHI:
o 1lIpogoBKuTHU rpy — HOBEpTA€ IrpaBIls B Ipy 0e3 BTpaTu 1Iporpecy.

© BwuiiTu B rogoBHE MEHIO — IMOBCPTAE JO IIOYATKOBOI'O CKPpAaHy I'PH.

[le#i MexaH13M J03BOJISIE I'PABIICBl 3yIIUHUTH I'PY B Oy/Ib-SIKUIA MOMEHT.
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2.2 ITIimitti o NPC

e JSlkmo rpaBeup HaOmmKaerbess g0 NPC 1 maruckae wiaBimy E,
aKTHUBYETHCS CUCTEMa JT1aJIOT1B.

e JliajoroBe BIKHO 3'SIBISICTBCS 3HU3Y €KpaHy 3 aHIMAIlEIo.

® TekcT 3’ ABNSE€THCS TTOCTYIIOBO, IMITYIOUH TIpoliec "ApyKy".

e Ilicna 3aBepmieHHS J1lalloTy TpaBellb aBTOMATUYHO IIOBEPTAETHCS IO

OCHOBHOTO PEKUMY I'DH.
Ieit mexanizm nooypoBanuit Ha NPCController.cs 1 DialogManager.cs.
2.3. IIiymiiTi 10 BOpora

e llpu mHaOmmKeHH1 O BOPOXKOIO IIEPCOHA)Ka Ta HaTHCKaHHI E,
3amycKaeThesl MiHI-rpa "Kamiab, HOXKHII, mamp".
e BikHO MIHI-TPH TIaBHO MHIMAETHCS 3HU3Y €KpaHa Ta MICTHTE:
o Tpu knouku BUOOpY (KaMiHb, HOXKHIIL, I1AIIP)
o OxkpeMy KHONKY "BuiiT" Ji1d moBepHEHHS JI0 TPH
e [licis BuOOpPY BapiaHTy 3allyCKacTbCcsl aHiMaiis o0oX pyk (rpaBus 1
BOpOra), MICIISl YOro Ha €KpaHl 3’ ABISIEThCS Pe3YJIbTaT:
o Ilepemora — ko BUOip TpaBIls IepeMarae Bopora.
o Hiuus — saxu1o BUOOpU 0IHAKOBI.

[Topa3zka — sIKIIO TIepeMir BOpPOT.

Lei 0JI0K peal3yerbes qyepes EnemyController.cs Ta

MiniGameManager.cs.
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2.4, TIyiidTi 10 IPOXOTy

e Slkiio rpaBelb HaOIMKAETHCS JO CICIIAIIBHOIO IPOXOy Ta HaTuckae E,
B1I0YBa€ThCS TEPeX1]] Y 1HITY 30HY TOTOYHOT CIICHH.
e Takuii 11JIX1J1 JI03BOJISIC PO3MIUPHUTH IIPOCTIP OJHIET ClieHU Oe3 110Tpedu B

3aBaHTaKeHHI HOBOI.
Ie peanizoBano depe3 ckpult FrameSwitch.cs.
2.5. IIiqiiti 10 ¢XO/I1B

e Slkmio rpaBelnlb HAOMMXKAEThCS JIO CXO/IB 1 HaTuckae E, rpa 3aBaHTaxye
IHIITY CIIeHy — TOOTO, BHUKOHYETHCS TOBHOINIHHMI TepexiJl 0 HOBOi

JIOKAIni.

Ieit mepexin peanizoBanuii depe3 DoorController.cs, sikuit 30epirac

KOOp/IMHATH TpaBIls uepe3 VectorValue.cs.

3. Pesynbratu B3aeMOI1it
VYci1 Bume3raiani B3aeMo/Iii IPUBOJSATH JI0 OHOTO 3 KUIBKOX PE3YJIbTaTIB:

® BiKpuTTsa/3aKpUTTS J11aJIOTOBOI0 ad0 1rpoBOro iHTepdeicy.
e [lepeMimenHs B Mekax abo MK CITEHaAMHU.
e [lepeMora/Hiumsi/mopa3ka B MiHI-TP1.

e TumuacoBe IpUIIMHEHHS I'pU a00 BUX1JI 3 HET.

Vipapiminas — BcIMa UMM peKMMaMHM  3JIHCHIOCTBCS — depes
GameController.cs, siKuii 3MIHIOC AKTUBHMII CTaH I'PU: BUIbHE IIepeCyBaHHS,

JI1aJI0T, MIHI-Tpa TOIIIO.
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ITizcymox
Jlana cucrema Jsioriku no0OyoBata Tak, oo 3a0e311eYuTH IPaBLIo:

e [uTyiTUBHE YIIPaBIIHHS Ta JIOTTYHI IIEPEXOJIH.

e BicyTHICTS NTepeBaHTaXKeHOTO 1HTEP(ECy - BC1 1T KOHTEKCTHI.

e MiHiMakHI i1 JUISI OTPUMaHHS MaKCUMaJIbHOTO pe3yiIbTary.

e [lpocre, aje 4YiTKe PO3IUICHHS MDK AKTHUBHOCTSAMM: JI1aJIOI, MIHI-Tpa,

TIepeMITTIEHHS.

2.15 BucHoBok 10 Po3iny

Y  jpganomMy  po3aun  Oylmo  JIETAllbHO  PO3MISIHYTO  CTPYKTYPY,
(YHKIIOHAIIBHICT, Ta peai3amiiinl acuekTd crBopenHoi rpu. Ha eramn
NMOCTAHOBKH 3aB/IaHHS OyJI0 BU3HAUYE€HO OCHORBHI Il CUCTEMU — CTBOPEHHS
IHTEPAKTUBHOI'O 1I'POBOIO CEPEJIOBMINA 3 MOJKIMBICTIO B3acMOIi I'paBLs 3

00’ ckramu, NPC, a Takox y4acTi y MIHI-1Ipax.

Posrsiy  obpaHoro creky  TeXHOJIOTiH  JI03BOJIUB  OOIPYHTYBaTH
JIOIUTBHICTh BUKOpHCTaHHA Unity Ta MoBH TiporpamMyBaHHsI C# SK OCHOBH
MPOEKTY. 3aB/SIKK 1IbOMY BJIAJIOCS pealli3yBaTy THYYKY apXITEKTYpy 3 YITKUM

PO3MOJILIIOM BIATIOBITAIFHOCTEM MIZK KOMITIOHEHTAMHU.

VY po3im Oylo Takok OMHMcaHo (PYHKIMIOHAJIbHE MPH3HAYCHHS CHCTEMH,
il OCHOBHI MOAYJI Ta JIOTIKY B3aeMOJIi MK HUMH. byiu JIeTallbHO PO3IISHYTI
BCl BUKOpPHCTaHI CKPHUNTH Ta IXHS poib y poOOTI MPOEKTY, BKIIOUAIOYH TaKl
komionentu sk PlayerController, GameController, MiniGameManager,

DialogManager, DoorController Ta 1H1mi.
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OxpeMy yBary OpuAUIEHO KOpHCTYBambkoMmy iHTepdeiicy. T0m0BHOIO
i1eco nrepdeiicy crajla MIHIMAJIICTHYHA KOHLCIHINS, J& BCl CICMEHTH
3 SIBJISIFOTHCSI JIUIIE Y TMOTP10HI MOMEHTH — IT1J] Yac J1aJIOTIB, B3a€MO/IIi, Tay3H
a00 MiHI-irpu. Takuii maxij1 J103BOJIUB 30eperTu IrpoBy armocdepy 0e3 3aiiBoro

Bi3yaJTBH01"0 IICpCBaHTAKCHHA.

Takoxx Oyio pealli3oBaHO Ta 1HTErpoBaHO JH0AaTKOBI (pyHKILI, 30KpeMa
CHCTEMY TIEPEXO/IIB MIK JIOKAITISIMH SIK Uepe3 3MIHY CIIeH, TakK 1 B MeKaxX OHI€T
cieHu 4epe3 30HM. 1[1 MoxumBocTi OyiM JIOTTYHO BKIIIOYEH1 JI0 3arajbHOTO

1HTepdeiicy 6e3 T0TaTKOBUX CKIIaTHOCTElt JII TpaBIls.

TakuMm uMHOM, peasizoBaHa cHUCTEMa BLIIIOBIJIA€ MIOCTABICHUM BUMOTAM, €
THYYKOIO, MacImTabOBaHOIO Ta MPUJIATHOIO JUIST TOJABIIOTO PO3BUTKY. YCI
KOMIIOHCHTH B3a€MOJIIOTh MDK COO0OK y MeKax €IUHOI CTPYKTYpH, IO
3abe3nedye cTaOUIBHY Ta 3pO3yMUIY poOOTY TpU K JUIA TpaBIsd, Tak 1 JUIs

PO3poOHHUKA.
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Po3min 3
TecryBanns Ilporpammu

Y 1poMYy PO3IUN PO3DISAAETHCS TIPOIeC TeCcTyBaHHS Ta Baaialni
po3po0JIeHOl I'PU 3 METOIO IEPEBIPKM 1i KOPEKTHOI poOOTH, BLAMOBIIHOCTI
(YHKITIOHAIPHUM BHMOTaM Ta 3PYYHOCTI BHUKOPHCTAHHS JUIS KIHIIEBOTO

KOpHCTYBaya.

OCHOBHOI0O METOI0 TECTYBaHHS € BHUSBICHHS MOMKIUBUX [IOMUIOK,
HEKOPEKTHO1 TOBEIIHKKA a00 JIOTIYHWUX HEJOJIKIB Yy peai30BaHMX MeXaHIKax,
wrepdeiicax 1 B3aemouisix. lle go3Bossic 3abesneddTH CTaOUILHICTL I'PH,
nepea0dadyBaHy MOBEAIHKY CHCTEMM Yy PI3HHUX CIIEHapIX, a TaKoX JIOCATTH

BUCOKOT SIKOCTI IIPOTPAMHOTO IPOJIYKTY.

Bampjamis K [OOKIMKaHa IATBEPAMTH, IO peaiizoBaHl  (QyHKIi
BIJIMTOBIIAIOTh  TIOYAaTKOBMM BHMOTraM, SIKI OylIM BH3HAUeHl Ha eTarl
IPOEKTYBaHHS. 30KpeMa, [epeBIPSACThCS  [PABWILHICTL POOOTH  TaKUX
KOMIIOHEHTIB SIK CHCTeMa JIaJioTiB, JIOTIKa MIHI-ITOp, TEepPeMIMEeHHS MK

JIOKalsIMU, poOoTa TIOJOBHOIO MEHIO, a TaKoK peakilis inrepdeiicy na mii

TPABITSL.

VY HacTynmHux miipo3auiax Oyje NpeACcTaBICHO OIUC IIPOBEJICHUX TECTIB,
iXH1 pe3ylbTaTi, BUSBIICHI HEJOMKH (32 HasSIBHOCTI) Ta CMOCOOM iX YCYHEHHSI.
Ile 103BOIMUTH 00'€KTUBHO OIIHUTU OTOBHICThH IPOIPAMU J0 BUKOPUCTAHHS Ta

MOKJIMBICTB i1 MOJIAJIBIIIOTO MacIITaOyBaHHS.
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3.1 MeTo/10J10Tisl TECTYBAHHS

TecryBanus mporpaMHoro 3ade3edeHHs - e IPOLEeC IIePEeBIPKU IIPOrpaMu
3 METOI BHSBJIEHHS IOMWIOK, /de(eKkTiB ado HEBIMOBIIHOCTEH MIK
OYIKYBaHUMH Ta (aKTUYHUMHU pe3ylbraTaMyd poOoTu cucteMu. lecTyBaHHS
JIO3BOJISIE TapaHTYBaTH CTAOUIBHICTD, HAJIIMHICTB 1 AKICTh TPOYKTY Tepe itoro

PO3LOBCIOPKEHHAM a00 Iepeadcto KIHIEBOMY KOPUCTYBavy.

3.1.1 OcHOBHiI MeTOIU TECTYBAHHHA:

1. Moay/ibHe TeCTYyBaHHHA
IIepeBipsie okpemi Moyl ad0 (PyHKIi ITporpaMH He3alle’KHO OJMH B1]I
ojHOTO. YacTOo BUKOPUCTOBYETHCS T 9ac PO3POOKU JUISI TIBUKOTO
BUSBIICHHS [IOMWIOK Y JIOT1ITL.
2. InrerpamiiiHe TeCTYBAHHS
Tectye B3aemopito Mizk MOAYISIMH. J[onloMarae BUSBUTH IPOOIEMH, IO
BUHUKAIOTH TIPH 3'€/THAHHI KITHKOX KOMIIOHEHTIB CUCTEMH.
3. CucreMHe TeCTYBaHHS
IlepeBipka Bci€i cHUCTEMH B LUIOMY, 3 TOYKH 30pY BLIHOBIIHOCTI
criermikaIii.
4. DyHKIIOHAJIbHE TECTYBAHHS
O1mi"oe, YW BUKOHYE CcHCTeMa CBOi (YHKIT 3TIHO 3 BHUMOTaMH
KOpHUCTYyBaya.
5. PerpeciiiHe TeCTYBaHHS
[IpoBoaMTBCS iC/IS BHECEHHS 3MIH Y IIporpamy, o0 MepeBIpuTy, Y1 HE
3’ SIBUWIMCS HOBI [IOMMJIKH Y BJKE IIPOTECTOBAHOMY (DYHKIIIOHAII.
6. TecTyBaHHS «HYOPHOIO SIIIIIKA)

TecryBanbHUK HE Mae JOCTYIY JO BHYTPIIIHLOI CTPYKTYPHU KOJLY, TECTY€E

TUTBKH BX1/IHI Ta BUX1HI JIaHI.



75

7. TecTyBaHHS «0110T0 ATHKA»
TecTyBallbHUK Ma€e TOBHUI JOCTYIl JIO0 KOAY Ta JIOTIKM peai3allii.

AHaM3YEThCS CTPYKTYpaA MPOTPAMMU.
3.1.2 O6pana MeTo10JI0TisA

VY npoueci crBopeHHS I'py OyiiM oOpaHi TaKi TUIIA TECTYBaHHA:

e @yHKIiOHAIbHE TeCTYBAHHA — SIK OCHOBHMII METOJ| VISl LEPEBIPKU
BUKOHAHHSI KIIOYOBUX CIIEHApiiB: B3aeMojlisi 3 00'eKTaMu, 3amycK
JIAJIOT1B, IIepeX1/] MK JIOKAIIIMK, poOOTa MEHIO Ta MIHI-1PH.

e Iurerpamiiine TecTyBaHHsI — JUIS I1ICPEBIPKM B3acMOJIl  MIK
CKpHUIITaMU, TaKUMHU K PlayerController, GameController,
DialogManager, MiniGameManager Ta 1HIITIMHU.

e TecryBannsi ''JopHoro smuKa'" - BHKOPUCTOBYBAJOCSA IIijf dYac
(piHATTBFHOTO TeCcTyBaHHS 1HTepdelicy Ta JIOTIKA TP 3 TOYKH 30Dy

KOpHUCTYyBaya, 0e3 3arIiOIeHHs y KOI.

Takuit miaxij J03BOJIMB BCEOIYHO IIEPEBIPUTU IIporpamy: SIK Ha pIBHI
OKpeMHX MOMAYIIB, TaK 1 B KOHTEKCTI MOBHOIIIHHOTO ITPOBOTO Tporiecy. BiH
TaKoK 3a0e3leYrB JOCTAaTHIO THYYKICTH 1 JIO3BOJIUB OIIEPAaTUBHO BHUSBITH Ta

BHUIIPABIISITH TTOMUIIKH B JIOT1I1 00 B3a€MO/I1T KOMIIOHEHTIB.
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3.2 ®yHKIIOHAJIbHE TECTYBAHHS

OyHKIIOHAJIbHE TECTYBAHHA — II€ OJMH 3 KIIOYOBUX €TallB IICPEBIPKH
pO3pobIeHOI TPH, TN/ Yac SKOTO OIIHIOETHCS, HACKUTHKH KOPEKTHO TMPAIFOIOTh
ycl OCHOBHI (DYHKIII IIpOrpaMH 3IIHO 3 TEXHIYHUMHU Ta KOPUCTYBAalbKUMHU
BUMOTaMH. Y I[LOMY METO/Il MU He 3aITHOII0EMOCH Y BHYTPINIHIO CTPYKTYPY
KOIy, a ICPeBIPAEMO IIOBEIIHKY CHCTEMH HAa OCHOBI BXIJHHUX JIIif I'paBIsi Ta

OUIKYBaHHMX Pe3yIIbTaTIB.

OcHOBHA MeTa:

e [lepekoHaTHCs, IO yC1 TeMIUICHHI MEXaHIKH IPAIIOIOThH BIIIIOBIIHO JI0
3aTyMy.

e [lepeBipHuTH JIOTIKY J1aJIOT1B, B3a€EMO/IIii, IEPEMIIIEHb Ta MIHI-1TOP.

e 3ale3reuuTd CTaOUIBHICTL IPOrpaMM  IIiJ] Yac BHUKOHAHHSA Oa30BUX

CIIeHapliB.
ITlo came TecTyBanocs:

1. CucrteMa ympaBIiHHS TPaBIeM
o IlepemimieHHs! TpaBIsl y BCIX HAMpsSIMKaxX 3a JIOTIOMOTOIO KJIABIII
WASD.
o Peakinisg rpaBIis Ha KoJi31i 3 00'eKTaMU Ta MeKaMH KapTH.
o B3aemopis 3 00’ eKTaMu IIpM HaTUCKaHH1 Kiasimi E.
2. JliamoroBa cucTeMa
o AxkTmBamii manory npu miaxomui 10 NPC.
o KopekTHe Bi1j10OpakeHHsI BIKHAa Jiajiory (BHUCYBaHHSI 3HHU3Y,

JIPYKYBaHHS TEKCTY).

O 3aBepIHIeHHs /I1aJI0Ty MPH HaTUCKaHHI1 KJIaBIIT TPOIOBKEHHSI.
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3. lT'onoBHe MeHIO
o Knonka «CrapT» 3aImyckae rpy 31 CrapToBOi JIOKAIIIi.
o Knorka «3Byk» 3MIHIOE cTaH 3BYKY (BKJI/BHKI) 1 30epirac ioro.
o KHomka «BuiiTi» KOPEKTHO 3aKpHUBA€ MPOTpamy.
4. MeH1o naysu
O AKTUBYEThCS HATUCKaHHSIM KJiapimii Esc.
o Knomka «ITpofoBKUTH» BIJTHOBIIIOE TPY.

o Knonka «Buiitn» BUMHKAE Ipy.

n

. ITepemimieHHSI MK JIOKAIISIMHA
o B3saemojis 3 [BepruMa NepeMillye TPaBiisl Y HOBY CLICHY.
o0 VY pa3i 30HyBaHHS - TIEPEMUKAHHS 30H B MeXaxX OJ[HI€T cIleHu Oe3

IIOMHJIOK.

@)

. MiHi-Tpa (KaMiIHb-HOXXHITI-TTAIIIP)
o BiakpuBactbes 1pu Bzaemo/iii 3 NPC-1poTUBHUKOM.
© BuOip ommii rpaBiieM BUKIIMKAE aHIMAIIIIO Ta JIOTIKY pe3yJIbTary.

o Knomnka «BuiiTH» KOPEKTHO 3aKPUBA€E BIKHO I'PH.

-

. 30epexKeHHs/BIITBOPSHHS HAJIAIITYBAHb
o IlepeBipeHo, 10 BUMKHEHHS/BBIMKHEHHS 3BYKY 30epiraeThcs mpu

3MI1HI1 CIIEH.
[HCTPYMEHTH, SIKI BUKOPUCTOBYBAJIUCS:

e Unity Editor mist eMyJIsiiiii MOBEIIHKA TPaBIIs.

e Busenenns soriB (Debug.Log) juist mnepeBIpKM BUKIMKY I[IOTPIOHHX
METO/I1B.

e PyuHe NMpoxo/keHHS T'PU KUIBKOMa TeCTyBaJIbHMKAMH JUIS IMITAIli JTii

KOpPHUCTYyBaya.
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3.2.1 ITIpomecc TecTYBaHHHA

TecTyBaHHS PO3HOYAIOCS 3 IIEPEBIPKA OCHOBHOI MEXaHIKH - IICPEMIIICHHS
TpaBIll IO ITPOBOMY CBITY. YCl HampSIMKH pPYyXy TpalfoBall KOPEKTHO,
3ITKHEHHS 3 00'cKTaMu Ta cTiHaMM Oy 0OMeKeH1 KOoJIi31€10, MO HIITBEPIKYE

MpaBUJIbHY peaizariio (13UKH Ta YIIPaBIIHHSL.

Jlam mepeBipsutacst B3aemMoJiis 3 00'€eKTaMu yepe3 HaTucKaHHS Kiapimi E. YV
I'pl BUKOpHUCTOBYEThCs 1HTepdeiic Interact, skuii ycuimmo oOpo0sie KoMaHjiu
rpaBil — mpu HaOmmkeHHi o NPC abGo jBepeit cucremMa BUKIIMKala

BLALOBLIHI PyHKINT 63 3aTpUMOK 49U 3001B.

OcoOiuBy yBary Oyino UpwjauieHo cucTeMi manoris. Ilicins B3aemomii 3
NPC na ekpani 3’BISUIOCH J1aJIOTOBE BIKHO, SIKE aHIMOBAHO BHIA[KAJIO 3HU3Y,
a TEKCT BIoOpakaBcs IOCTYLOBO, CTBOPIOIOYU €(EKT «HalKMCaHHSI B
peabHOMY Yacil». YC1 J1aJoTH TOCIIJIOBHO NMPOKPYUYBAIUCH 3a HATHCKaAHHSIM
KHOIIKY, HE CIOCTEpIrajocsi HIAKUX 3aBHCAHb YM IIPOIYCKIB PEIUIK. Pe3ylbrar

TepeBIpKH B1IoOpakeHo Ha puc. 3.12.

Puc.3.12 - CrabuibHuii nepexij jiiajoris npyu Haruckani B
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Bbyrno mporecToBaHO TOJIOBHE MEHIO TPH, IKE BKIIIOYA€ TPU OCHOBHI KHOITKH
— «Crapry, «Buitti» Ta «3Byk». Ycl €JlIeMEHTH IpalioBaik cTadUILHO: 3aITyCK
TpU, BHUXIJ 13 HEI Ta TIepeMUKaHHS 3BYKY BIJOYBAJINCh KOPEKTHO.

HauamrryBannst 3ByKy 30epirajaocsi HaBiTh IIPH IIEPEX0Jil MIK CIICHAMH.

[Tichst 1pOTO TIepeBIpsUTOCS MEHIO Tay3H, sIKe aKTHBYETHCS HATHCKAHHIM
wiaBimi  Esc. BikHO 3 HaIIBIPO30pUM 3aTeMHCHHSIM C€KpaHy 3 SBIBUIOCH
cTabuThHO, a KHOMKH «IIpomomkuT» Ta «BHiiT» MOBepTanM TpaBld y TPy Ta

3aKpUBalIK 11, 6e3 OyJIb-IKUX 1IpoOIIeM.

Okpema 4JacTMHa TeCTyBaHHs cTocyBajacs MiHI-TpU «Kaminb, HOXKUIIL,
namip». byina mepeBipena Jjorika 3alycky 3 OOKY HPOTUBHHMKA, KOPEKTHICTD
aHiMaIllii, BuOOpy rpaBilsl Ta BiIoOpakeHHS pe3ynsTaTy. Ilicisa 3aBeprieHHS
payH/y pe3ylbTaT I'pu BIoOpa)kaBcs HaJl aHIMOBAHUMU PyKaMU, a HaTUCKaHHS
KHOTIKM «BuifT» TMoBepTano TpaBlld B OCHOBHUI pexuM Tpu. Pesympar

TEpeBIPKU MiHI-TPH B1IoOpakeHo Ha puc. 3.13.

Puc. 3.13 - Kopekrne BijgoOpaxeHHs pe3yibrary I'pu
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Tako) yCIIIIHO IPOTECTOBAHO MEXAHIKY IEPEeMIMICHHS MDK JIOKalISMHU.
byna mepeBipeHa sk cucTeMa TepexoJly MDK OKPEMUMH CI[eHAMHU, TakK 1
IICpEeMIIICHHS B MeEKaxX OJIHI€T cIleHM MDK ii 3oHaMu. B 000X BHmIajgkax
KoopauHaTH 30epirajmcss Ta KOPEKTHO OOpoOJsiucs, a mepexid BijI0yBaBcs

MUTTEBO. Pe3ynbrar nepeBipku BijgoOpaxenuii na puc. 3.14 ta 3.15

Puc.3.14 - [lepexij Biji 30HH JI0 30HU
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Puc. 3.15 - nepexig MK clieHaMu
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3aBepIiaJlbHAM ~ €TaloM CTaldo TecTyBaHHS CHCTEMH 3BYKY. byma
IepeBipena Jiorika 30epiranist BUOOpy rpasus (YBIMKHEHUN/BUMKHEHUH 3BYK), 1

Ile HaJamTyBaHHS 30epirajocs I 9ac YCIX IMepexo/iiB Ta MPH ITOBTOPHOMY

BXO/I1 B I'PY.

Pe3ynbTaT TecTyBaHHSI BUSIBUBCSI TOBHICTIO TIO3UTUBHUM — JKOJHOL
IIOMWIKM 4YM HecTaOUIbHOI IOBEMIHKM moMideHo He Oyino. Bel  dyukmii
MpaIoTh  BIIMOBIHO JIO  3allaHOBaHOTo  (PyHKINIOHaNy, 1HTepdeiic
IHTYITUBHUI 1 HE CTBOPIOE Ilepemikoj] y B3aemoili 3 rporo. Ile no3Boisie
CTBEP/DKYBATH, MO cHUcTeMa € (PYHKITIOHAIIBHO 3aBepIIeHO0, cTabUIbHOI Ta

TOTOBOIO 1O BUKOPHUCTaHHA KiHHGBHM KOPHUCTYBA4YCM.

3.3.Iurerpaiiiine TeCTyBaHHHA

Inrerpamiiine TecTyBaHHsSI — II€ €Tall IIEPEBIPKHU, II1]] Yac SAKOT'0 OKpeMl1 MOJIYJIl
nporpaMu 00’ €JTHYIOTBCS B €JIMHY CHCTEMY, 1 TECTYEThCS IX B3a€MOJIISI MK
coboro. Ha BiMIHY B1JT ()YHKITIOHAJIBHOTO TECTYBaHHS, SIKE 30Cepe/lKeHe Ha
HepeBipil okpeMux (YHKIIN, 1HTerpaiiiine TecTyBaHHS Ja€ 3MOI'y BUSIBUTH
TMOMUJIKH, 1[0 BUHUKAIOTh TPH 3’ €ITHAHHI PI3HUX YACTHH MPOTPAMH, IepeTadeio

JIaHMX, o1 ad0 cTaHIB MK HUMH.

VY KoHTEKCTI po3podiieHol I'pu 0coOIUBY yBary Oyj0 HPUILICHO TECTYBAHHIO

3B’SI3KIB MIJK TAKMMH OCHOBHHMM MOAYIIIMH, AK:

1. PlayerController, Interact Ta GameController
I'paBentb MOke B3aeMOIIATA 3 OyAb-SIKHM 00’ €KTOM 4epe3 IHTepderiic
Interact, skuii Buknmkaerbcs B PlayerController. ¥Yc1 o6’exktu (NPC,

BOPOT'HY, JABEPI TOIO) MAIOTh pealli3alliio Iboro inrepdeicy.
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NPCController, DialogManager Ta DialogData

[IepeBipsuiocs, un npaBwibHO NPC 1HIIIIOIOTH J1aJIOL, YU IEPe/laeThes
kopekTHHi 1D miamory, un oOpoOsroThes peruniku yepe3 DialogManager,
1 UM 39uTyroThesi BoHM 3 DialogData. byno BaxJIMBO IiepeKoHaTUCs, 110
HeMae BUIIAJIKIB BTPaTH JIaHWX, 3aBUCAHHS JI1aJloTy a0o MOBTOPEHHS BiKe
IPOYUTAHUX PEILIIK.
EnemyController, MiniGameManager Ta GameController

[Tpu B3aemMoiii 3 BOPOTOM Tpa TMOBHHHA MEPEKTIOUUTHCH Y PEXKUM
mini-rpu. llepeBipsiiocs, um EnemyController kopektno iHimioe
MIHI-TPY, 1 anoTpuMye MiniGameManager cHUTHall IOYaTKY.
MenuController Ta SoundHolder

[Iix yac TecTyBaHHS IlepeBIpsiiacs KOPEKTHA B3acMOMIS MDK MEHIO Ta
CHCTEMOI0 HaJlallTyBaHb. 30Kpema, mepenipsuiock, i MenuController
YUTac Ta 3acTOCOBY€ HallamTyBaHHS 3BYKY 3 SoundHolder, 1 um 1
HaJIANITyBaHHS HE BTPAYalOThCs NP MepexojiaX MK CIIeHAMH.
DoorController Ta VectorValue

ITepeBipsutocs, Ui KOOpJAWHATH TpaBIis, 1o 30epiraroThes y VectorValue,
IPaBWIBHO 3YUTYIOTBCS IICIS IIEpeXOJly Ha HOBY CIEHY 4epes
DoorController. Ile mo3Bomino 3abe3NeunTH TMpPaBUIBHE PO3MIMIEHHS
rpaBlsl B HOBIH JIoKallii 0€3 IOMWIOK IO3UIIIOHYBaHHS.
ITay3a Ta 1HIIN peXXUMH

BaxummBuM eraroM 1IHTEIpaliifHOTro TeCTyBaHHsI cTajla IepeBIpKa peakiii
TpU Ha HaTUCKaHHA Esc, KoM TpaBelh Moxe Tepe0yBaTi B PI3HUX CTaHAX

— Yy MIHI-TP1, Jl1a71031 200 y BUTLHOMY PEKHMI.
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3.3.1 IIpomecc TecTyBaHHSA

[licns 3aBepiicHHS (YHKIIOHAJIBHOTO TECTYBaHHS  IPUCTYIIAEMO JIO
IHTETPaIllifHOTO TeCTyBaHHS, MO0 MepeKoHATHCS, MO BCl OKpPeMl YaCTUHH TPH
KOPEKTHO B3a€EMOJIIOTH OJIHA 3 OJHOIO. bylno BHUPIIICHO 30CEpEIUTHCS Ha
KIIIOUOBUX JIAHITIOTaX B3aeMOJIIi: TpaBellb — 00 €KT — MeHeJDKep IrPOBOTO

CTaHy.

OanuM 3 MepIIMX TeCTIB cTaja mnepeBipka B3aemouii rpasis 3 NPC. Ilix
Jac TMIXOy JO TepcoHaka Ta HaTWcKaHHSA KkiaBimm B3aeMmofli  (E),
PlayerController BukimkaB Interact, sikuii BIB JI0 3allyCcKy Iajlory depes
NPCController. GameController pu nbomy nepeBojuB rpy B pexkum Dialog, a
DialogManager kopekTHO BiJloOpakaB aHIMOBaHE J1aJIOTOBE BIKHO 3
noTpionuMu pervrikamu. Jliaor 3aBepiryBaBcs 0e3 300iB, I'pa IOBepTallach y
pexum FreeRoam, 1 kepyBaHHSI TpaBIleM BIJTHOBIIOBaJoCS. Y pe3yibTaTi -

YCITIITHA B3a€MO/IISI TPHOX KITIOUOBHUX MOJTYIIB Oe3 KOH(IIKTIB.

Hactynmaum etanom crana nepeBipka MiHI-TpH. [Ipu HatrckanHl Ha E Ouis
Bopora  3amyckainacs  Jorika  EnemyController, sika  akTuByBala
MiniGameManager. OpaodacHo GameController mepeBOIMB TPy B PeKUM
MiniGame, 0J10KyI04H YIIPAaBJIIHHS PYXOM. ¥ MIHI-TPI BCe HPAIIOBaJIO: aHIMAaIlls
PYK 3amyckaiacs, TpaBellb poOMB BHOIp, B1IoOpakaBcs pe3yibTaT, a ICis
HATUCKaHHA KHOUKHM "BuiiTu" - Bce moBeprajiocs y mo4arkoBuil cral. JKoaHux

npo0IeM 3 peXuMaMu, aHIMAIlI€0 Y1 YITPABIIHHAM He BUSBIICHO.

Takoxx Oyma mepeBipeHa JIOTiKa MepeMINIeHHsS MK CIIeHaMH depe3 JIBepi.
DoorController 30epiras nosuiiio rpasus y VectorValue, nepexiiodaB cueny,
mcast doro PlayerController oTpumyBaB mpaBWIBHI KoopaWHATH. I'paBers

3’SIBJISIBCS B HOB1H JIOKallli B IOTp1IOHOMY MicIl, Oe3 IOMWIOK Y PO3MIIICHH.
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[Ticas mporo OyIIO MPOTECTOBAHO Peakiliio TPH Ha HAJAINTYBaHHS 3BYKY.
Kunonka B menro 3minioBasia 3Hadennst y SoundHolder, sike 3uuryBajocs y
GameController mpu 3amycky cieHd. My3WkKa BHMHKajdach ab0 BMHKalach
BLIIIOBLIHO JI0 30€pekeHMX HaamrTyBanb. MOYHKIS IIpalioBala cTabUILHO

HaBITh TIPU TOBTOPHOMY 3aITyCKy Tpu ab0 MOBEPHEHHI JI0 TOJIOBHOTO MEHIO.

Hapemri, Oyino 1poTecToBaHO BIIKPUTTS MEHIO IIAy3W IIiJI 49ac PI3HHUX
cTaHiB. ['pa mpaBmiIbHO 00poOIIsIa HaTUCKaHHS ESc JiIe y BITBHOMY PEXUMI.
Y pianosi abo MiHI-Ipl MEHIO HE 3’ SIBJSJIOCH - 1€ 3alo0irajio IOpyHICHHIO
soriku Tpu. Ile miaTBep MO cTaOUILHICTh PEKMMIB Ta MpaBWJIbHE KEPyBaHHS

CTaHaMH.

VYci 111 TecTH JIOBENH, 110 BC1 YaCTHUHU TPH, B1JT JIAJIOTIB JIO TIEPEXOIIB MIXK
JIOKalSIMA - [PAlioIoTh 4K CJIUHMI  3j1arojpkenuit  mexanizsMm. Cucrema
MPaBUILHO 00poOIIsie crieHapii B3aeMoJilii 1 He Jlae 300iB HaBITh Y CKJIaJHUX
MOCIIIOBHOCTSX Miii. IHTEerpariss Mo/Iy/IiB BUSABUJIACS YCIIITHOK, IO JTO3BOJISIE

BBaKaTH I'Py CTaOLILHOIO B pOOOTI.
3.4 TecryBanHns ""yopHoro ssmuka'

Jls riepeBipky poOOTH BCl€l cUCTEMHU OYIIO IPOBEICHO Psiji CLICHAPIIB, JIe

TOJIOBHA MeTa - TIPOTEeCTYBATH 30BHINTHIO PEaKIIo TPU Ha J[ii KOpUCTyBava.

Hamnpukinan, npu 3amycKy I'pH 3 T'OJIOBHOIO MEHIO KOPUCTYBad HATHCKAE
kHOoKY "Crapt". ¥V pe3ynprari IhOTO OYIKYBAJOCS, IO Tpa PO3MOYHETHCH,
TOJIOBHE MEHIO 3HUKHE, 1 3’SIBUThCH 1rpoBuid cBIT. Came 1e 1 BLIOYyIOCH -
M1JITBEP/PKEHHS TOTO, 10 1HTepQelc Ipaiioe MPaBWIbHO i JIOTIKA IEPEXoiLy

peanizoBaHa KOPEKTHO.
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Takoxx Oyno mepeBipeHO, IO TMPH HATUCKaHHI KHOMKH "3ByK", crpaifT
KHOIIKM 3MBIIOOTHCS, @ My3MKa BHMUKaeThes ab0 BMUKaeThes. llepeBipka He
notpelyBajia 3HaHHS, K Ile peaai30BaHO B KOJIl - JIAIIE (paKTy 3MIHU 3BYKY, 110

MATBEPAWIO OYIKYBaHy (PYHKIIOHAJIBHICTD.

Ilim gac rpu rpaBenp miaxoauB g0 NPC 1 matuckaB kimapimy E. B
pe3ylbrari Ha eKpaHl 3 SB/SUIOCS aHIMOBaHe BIKHO 3 jiajgorom. Tekct
"pykyBaBcs" MOCTYIIOBO, IO TaKOXK BIATIOBIJIANIO OUIKyBaHiit moBemiaI. [Ticis
3aBEepUICHHS J11aJIOTY, I'paBellb 3HOBY MII' KepyBarTu lepcoHaxkeM. Bech criienapiit

OyB yCHIITHO BIATBOpPeHHUI, Oe3 0ariB abo 3aBMCaHb.

Oxkpemo OyB IepeBIpeHUI IIepexi] MIXK JIOKAI[IIMK: HIPH HaOIMKEHHI 10
JiBepeit Ta HatuckaHHl E, Big0OyBaBcsi Tiepexiyi Ha 1HNIy cIeHy. [licis
3aBAHTAKCHHS HOBOI CIICHM, I'PaBellb 3’SBJISIBCA Ha MPaBIIIbHIN mo3uii. Tect
MoKa3zaB, IO BI3yaJlbHHUM 1 TeHMIUIEHHMI pe3yibTaT IOBHICTIO BIJIIOBIIAE

OUIKYBaHHSIM, X0ua MeXaH13M 30epekeHHs TTO3UIII1 TPUXOBaHUIA B1JT TPaBIIA.

Mini-rpa "Kamiab, HOXWUIl, mamip" Takok Oylla IepeBIpeHa METOJI0OM
qopHOro snuka. I'paBerp 0auMB KHOIIKM, HATUCKAaB OJIHY 3 HUX, ICISI YOO
aHIMaIllsl BUKOHYBajlach, 1 BHBOJMBCS pPe3ylIbTaT — IepeMora, mopaska ado
uiyust. Ileit cienapiit OBHICTIO BUIIIOBIAB IIOBEIIHIIL, SKY OYIKY€ KOPUCTYBad,

1 He BUKJIMKaB TTIOMHIIOK.

B pesynerari, ycl TecTH METOJIOM YOPHOTO SIIUKa OyIM MpoiIeH1
yeuimuo. XKoanux 300iB y HOBEMIHIIL, JIOTII 94U 1HTepQeicl I'PU He BUSBIICHO.
IIporpama ajiekBaTHO pearyBajia Ha BCl MOXIIMBI JI1i kopucTyBada. [le go3Boisie
3pOOUTH BHUCHOBOK, MO 3 TOYKH 30pYy TpaBIlsl rpa cTaOlIbHa, 1IHTYiTHBHa Ta

(yHKI10HAIIbHA, HABITH O0€3 HeOOX1IHOCTI 3HATH 1i BHYTPIIIHIO CTPYKTYPY.
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3.5 BucHoBok /10 po3ainy "TecryBanus nporpamn'

Y xoll HpoBeleHHS TeCcTyBaHHS  Oylo  JIETaJlbHO  IEPEBIPEHO
(YHKITIOHAJIBHICTh, 1HTETpallll0 MOJYJIIB Ta peakIil0 CHCTeMHA Ha il
KOpPHUCTYBada BIJIOBIIHO JIO METOJOJIOIT TecTyBaHHi. 3o0Kpema, Oyio
3aCTOCOBAHO TaKl TIJIXOJW, SK (YHKI[IOHAJIbHE TEeCTyBaHHS, I1HTerpalliiiHe
TECTYBaHHS Ta TECTyBaHHS MeTojioM "dopHoro simka". Koxken 3 MeToJIIB
JIO3BOJIMB OITIHUTH PI3H1 acleKTH PoOOOTH CHUCTEMH: BIJIMOBIIHICTH (PYHKITIi
BUMOI'aM, KOPEKTHY B3a€MOIII0 MK MOJYJISIMHU, & TAKOK 30BHIIIHIO HOBEIIHKY

I[porpamMu B 04axX KOPUCTyBaya.

VY pesyibrari BCiX MEepeBIpoK He OyJI0 BUSBICHO KPUTHYHHMX ITOMUIOK abo
300iB. Yc1 OCHOBH1 (PYHKINI CHCTEMH - BKIIOUHO 3 1HTepdeiicaMu MeHIo,
JiajioraMy, ICpeMINICHHSAM MDK JIOKAI[IsIMM Ta MIHI-ITpaMH - IIPaLIOIOTh
CTAaOUTRHO Ta BIAMOBIIHO JIO 3ajaHoi JOrikd. Peakmmist CcHCTEMH Ha
KOPHUCTYBalbKUH BB1JI € Iepe1dadyBaHol0, IHTYITUBHOIO Ta BIJIIOBLIAC 1I'POBUM

CTaHaapTam.

TakuM 4YWHOM, MOKHA 3pOOMTH BHCHOBOK, IO CTBOPCHE IIPOrPaMHE
3a0be3MedeHHsT BIJIOBIa€ BHUMOTaM TEXHIYHOTO 3aBJIaHHS, € IIpare3JaTHHM,
()YHKIIOHAJIBHO  IIOBHMM 1 TOTOBUM JI0 BHUKOPUCTAHHS  KIHIICBUMHU

KOPpHUCTYBa4aMH.
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3arajbHHH BHCHOBOK /10 JHIIJIOMHOI po00OTH

Y Mexax JgaHol JUIUIOMHOI poOOTHM  Oy/I0 IOBHICTIO peai3oBaHO
noBHOIIHHY 2D r1py B xaHpt RPG 3 yHIKaJIbHUM CTHJIEM Ta BIACHOO
BHYTPIIIHLOIO JIOT1KOI. [0JIOBHOIO METOI0 HPOEKTY OyJI0 CTBOPEHHS I'PH, SKa
3MOJKe TiepejiaTh aTMocdepy, eMOIIMHICTh 1 NIMOWHY, TPUTAMaHHY CIPaBXKHIM
ABTOPCHKUM TBOpaM, a HE THUIOBHUM KOMEPIIIHUM MPOEKTaM BEIUKHX CTY/Iiii.
Ileit 3amym craB BIAIOBLIAIO Ha Cy4YacHl TEHJICHINI B 1IPOBIA 1HAYCTpIi, Je
Oarato  BENIMKMX 1MOp  BTpavarOTh  YHIKaJIBHICTH  4Yepe3  HaJMIPHY

CTaHJIapTU3aIlio, MAa0IOHHICTL CIOKETIB Ta OPICHTAIIIO BUKIIIOYHO Ha I'padiIKy.

ITig wac jocmiypkeHHS TpeaMeTHOI oOnacTi Oylo pO3MISHYTO SK CTaH
Cy4acHOI 1rpoBoOi 1HJIYCTPIi, TaK 1 ASUIbHICTD 1HI1-PO3POOHUKIB, K1 JOBEIIH, 11O
HABITH OJIHA JIIOJIMHA 37[aTHA CTBOPUTHU TPY, AKa 3alaM ATA€ThCsl MIThHOHAM.
Taki imena, sik To61 @oxc, Jlykac 1oy ado Cxor Koyron craiu HaTXHEHHSAM
JUISl peanizailii BIaCHOTO aBTOPCHKOTO MPOEKTY. bylno TakoX BUKOHAHO aHAI3
PYIIIB ISl pO3pOOKU 1rop, M0 J03BOIWIO oOIpyHTyBaTd BUOIp came Unity -
3aBISKM HOTO KpocCIIaT(opMeHOCTI, 3PYYHOCTI Y BHUKOPHUCTAHHI, NTHPOKIit

CIIJILHOTI Ta BEJIIMKOMY Habopy 1HCTPYMEHTIB Jij1st 2D-1rop.

VY mpormeci peamzaiiii rpu OyJI0 cTBOpeHO 13 B3aeMOJIFOUMX MK COOOO
CKPHUIITIB, SKI BIJIOBLJIAIOTL 3a KEpyBaHHS IIEPCOHAKEM, B3acMOJII0 3
00’€KTaMu, TepeMINIeHHsT MUK 30HaMH, JIOTIKY JI1aJIOTIB, MIHIITPA Ta poOOTy
irep@eiiciB. byno Takok po3poOIeHO aJfalTUBHY cUCTeMy 1HTep(eiciB, sika
3’SABISICTBCS. JIMIIE B MOMEHT HEOOXIHOCT1 (j1ajlorH, Iliays3a, MIHIIpa), 0

poOuTh 1HTEp(deiic HeHaB I3TUBUM 1 JIO3BOJISIE TIOBHICTIO 3aHYPUTHCH Y TPY.
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JlojlaTkoBy yBary MpH/IUIEHO MOJYIBHOCTI Ta PO3MIMPIOBAHOCTI MPOEKTY.
Kon nanmcanuii Takum 4uHOM, 1100 I'py MOXkHaA OyJIO JIEIKO JOIIOBHIOBAaTH
HOBMMH 30HaMH, NEpPCOHa)kKaMH, JianoramMu abo MiHirpaMu. OcoOIUBICTIO
IPOEKTY € TAaKO BUKOPHUCTAHHS JIBOX CIIOCOOIB OpraHisailii JIoKaliid - depes

OKpeM1 CIIeHH Ta IO/ O/THIET CIIEHW Ha 30HMH.

OKpeMUM eTalloM CTajlo TeCTYBaHHS TI'pU, I Hac SKOTO 3aCTOCOBAHO
(yHKITIOHAJIBHE, 1HTETpaIliiiHe TecTyBaHHS Ta MeToJl ""dopHoro smuka". KoxkHa
3 OCHOBHHX IIJICHCTeM Oyjla IiepeBipeHa Ha HasSBHICTh IIOMHJIOK Ta JIOTTYHHX

KOH(ITIKTIB, 1 B pe3y/IbTaTl KOJJHUX KPUTUUYHHUX ITOMIJIOK BUSBIIEHO HE OYIIO.

VY mijicyMKy, MoKHa 3pOOMTH BHCHOBOK, IO I'pa HOBHICTIO peali3oBaHa
3TJIHO 3 TIOCTaBIICHMMM 3aB/laHHSAMH. BoHa € cTaOuIbHOIO, (PYHKITIOHATHEHO
IIOBHOIO Ta MPUJATHOI JO MOAAJIbIIOro posmupeHHs. [Ipoekr Takox
JIEMOHCTpPYE, K Cy4acHI IHCTPYMEHTH PO3POOKH JO3BOJIAIOTH 1HIUBIYIbHOMY
pPO3pPOOHUKY CTBOPUTH SIKICHMM TIPOAYKT, 10 Mae TMOTeHIlan s

BJIOCKOHAJICHHSI, pesii3y ado HaBITh KOMEPUIHHOTO PO3IIOBCIOHKCHHSL.
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Jlomatox A. @parMeHT JICTHHTY TPH

Ckpunr PlayerController .cs
using UnityEngine;

public class PlayerController : MonoBehaviour ({
public float moveSpeed = 5f;//llBunkice ITpoka
private Rigidbody2D rb;//disuune Tijo iTpoxa
private Vector2 movement;//KoopmmuaTu ITpoka
private Animator animator;//AnimaTop

public NPCDialogueController dt;//KouTposmep Iiamorin

public VectorValue pos;//KoopmueEarn irpoxa

[SerializeField] Animator MenuBAnimator; // Aximarop llaysu

[Header ("Footstep Audio"™) ]

public AudioScource footstepSource;// 08'exT 3 JaHamTyTKaMM 3BYKIB
public AudicClip grassSteps;//Aynio odattm Tparu

public AudioClip stoneSteps;//Aynio ®ain KamHio

void Start() {
transform.position = pos.initialValue;//3Barpyska oBeekTiB Ta byHKIIIN
Ipr =Banycry
animator = GetComponent<Animator>();//
rb = GetComponent<Rigidbody2D>();//

if (footstepSource != null)//
footstepSource.loop = true;//

public void HandleUpdate () {
float moveX = Input.GetAxisRaw("Horizontal");//OTpMMaHHSA KOOPIMHAT
irpoxra
float moveY = Input.GetAxisRaw("Vertical");//

movement = new Vector? (moveX, moveY) .normalized;// HamamTyHOK

MBUOKOCTI TpK miarToHambHiM xXoms6i

if (movement.magnitude > 0) {//Peakiis animaTopa irTpoka Ha pPyX.
animator.SetBool ("isMoving", true);
animator.SetFloat ("moveX", moveX) ;
animator.SetFloat ("moveY", moveY);

if (footstepSource != null) {
AudioClip surfaceClip = GetSurfaceClip();//llepBipka moBepxHi

Ha AK1N XOOUTEH TpaBellb

if (surfaceClip != null && footstepSource.clip !=
surfaceClip) {
footstepSource.clip = surfaceClip;
footstepSource.Play();



if (!footstepSource.isPlaying)
footstepSource.Play();

1
else {
animator.SetBool ("isMoving", false);//Peakuig animaTopa Ho
BiOCTYyTHICTE pYXYy

if (footstepSource != null && footstepSource.isPlaying)
{//llepeipkra HoBepxH1 Ha AKiM cTOlTh I'paBelb
footstepSource.Stop () ;

if (Input.GetKeyDown (KeyCode.E)) {//Buximr dyukiiii Interact
Interact();

if (Input.GetKeyDown (KeyCode.Escape)) {//Burnuk laysau
MenuAnimator.SetBool ("Open", true);
Time.timeScale = 0;

void FixedUpdate () {
rb.velocity = movement * moveSpeed;

volid Interact() {//®yHruis Busopy GyHKUII Interact B 1HumMx o6'exkTax
var facingDir = new Vector3(animator.GetFloat ("moveX"),
animator.GetFloat ("moveY")) ;//OTpuMaHg CTOPOHU B AKY OMBUTLHCA 1Tpok
var interactPos = transform.position + facingDir;

var collider = Physics2D.0OverlapCircle (interactPos, 0.2f,
LayerMask.GetMask ("interactable™));//llomyk oBbekTa 3 TeToMm Interactable

if (collider != null) {
var dialogTrigger =
collider.GetComponent<NPCDialogueController>();
collider.GetComponent<interactable> () ?.Interact () ;//Buximuk
dyuxiii Interact

}

AudioClip GetSurfaceClip() { //dyHrUuis nepeBipru NoBepxHi
Vector?2 position = transform.position;
RaycastHit2D hit

if (hit.collider != null) {

Physics2D.Raycast (position, Vector2.down, 0.1f);
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void OnApplicationQuit ()

int layer = hit.collider.gameObject.layer;
string layerName = LayerMask.LayerToName (layer);

Debug.Log ("Standing on: " + layerName);

switch (layerName) ({

case "Grass": return grassSteps;
case "Stone": return stoneSteps;

default: return null;

}

else {
Debug.Log ("Raycast hit nothing");

return null;

pos.initialValue = pos.defaultValue;

Ckpunr GameController .cs

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public enum GameState {FreeRoam,

public class GameControler : MonoBehaviour

{

[SerializeField]

GameState state;

private void Start() {

{//BigkaT moswmiiii iTpoka mpu Buxonmi 3 Tpwu

Dialog, Battle}//CTanm irpoka

PlayerController playerControler;
[SerializeField] GameObject soundsObject;

if (SoundChoice.TInstance != null && soundsObject != null)

{//Buvukania/BUMMKaHHA 3BYKY
soundsObject.SetActive (SoundChoice.Instance.isSoundOn) ;

DialogManager.Instance.OnShowDialog +=
state = GameState.Dialog;

}i

DialogManager.Instance.OnHideDialog +=
if (state==GameState.Dialog)
state = GameState.FreeRoam;

0

0

=> {//llepeMmkaHHsa craHy

=> {//llepeMukaHdHg cTaHy
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private void Update () { //llepeMMxKaHHA CTaHy
if (state == GameState.FreeRoam) |

playerControler.HandleUpdate () ;

Jelse if ( state==GameState.Dialog)
{

DialogManager.Instance.HandleUpdate () ;
lelse 1f (state == GameState.Battle) {

Ckpunr MenuController .cs

using System.Cocllections;
using System.Collections.Generic;

using UnityEngine;

public class MenuControler : MonoBehaviour

{

[SerializeField] Animator SoundAnimator;//AnimaTop xHOTKM "3BYyKy"
[SerializeField] Animator FadeAnimaton;//AHIMaTop MHOABM Ta SHMKHEHHS MEHIO
[SerializeField] AudioSource LaderScund;//3ByK Tepexony OO TpHU
[SerializeField] Animator MenuAnimaton;//Animaniil MeHD
public void GameStart () {//dyeniis satmcxky Ha "logaTu"

LaderSound.Play () ;

FadeAnimaton.SetBool ("Fade", true);

public void ExitGame () {//®yHruisa HaTucry Ha "Burirm"

#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;

ffelse
Application.Quit () ;
#endif
}
public void Resume () {//®yHKUls HATHMCKY Ha "OpOOOBXKATIL"

MenuAnimaton.SetBool ("Open", false);

Time.timeScale = 1;
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public void SoundOn () {//®yHKillg NepeMuKanHg KHOTKMU "3BYyK"

SoundAnimator.SetBool ("Sound", true) ;
LaderSound.Play() ;

public void SoundOff () {//®yHKLis HNepeMHMKaHHS KHOOKK "3Byk"

SoundAnimator.SetBool ("Sound", false);
LaderSound.Play () ;

//  @®yHKI11 BUsMBawTCA uepe= Animation Event B aHmMmanii "BexioueHo"™ Ta

"BrraoyeHo"
public void SetSoundChoiceTrue () {//®yHrUla HnepeMMKaHHA BBYKY
if (SoundChoice.Instance != null)
SoundChoice.Instance.isSoundOn = true;
}
public void SetSoundChoiceFalse () {//®yHKUia HepeMUKaHHA 3BBYKY
if (SoundChoice.Instance != null)
SoundChoice.Instance.isSoundOn = false;

Ckpunr DialogManager .cs

using
using
using
using
using

System;

System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UIL;

public class DialogManager : MonoBehaviour ({
[SerializeField] Animator dialogAnimator;//AnimaTop [iamoToBoTo OKHa

[SerializeField] Text dialogText;//AHBaaTop TeKCTY

[SerializeField] int lettersPerSecond = 20;//llBunokicTh HaNMCaHHA TEKCTY

public event Action OnShowDialog;//IBeHTH HpM IOYATKY

public event Action OnHideDialog;//Ta riHul ngiasorny

public static DialogManager Instance { get; private set; |}

private void Awake() {

Instance = this;

List<string> currentlLines;

int currentlLine;



bool isTyping;

public IEnumerator ShowDialog(List<string> lines)

oijnory

public void HandleUpdate ()

TEnumerator TypeDialog(string line)

yield return new WaitForEndOfFrame () ;
OnShowDialog?.Invoke () ;

currentLines = lines;
currentlLine = 0;

dialogAnimator.SetBool ("DialogOpen", true);
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{//®yHruia nodarky

StartCoroutine (TypeDialog(currentLines [currentlLine]));

{//TNepevukanug bpas nianory

if (Input.GetKeyDown (KeyCode.E) && !isTyping && currentLines != null)

currentLine++;
if (currentlLine < currentlLines.Count) {

StartCoroutine (TypeDialog(currentlLines [currentline]));

}

else {
EndDialog();

isTyping = true;
dialogText.text = "";

foreach (char letter in line.ToCharArray())
dialogText.text += letter;

{

{//bynruia mpyTy TekcTy

yield return new WaitForSeconds (1f / lettersPerSecond);

isTyping = false;

void EndDialog() {//byHKIig BPUMMKaHHA Iijaocny
dialogAnimator.SetBool ("DialogOpen", false);
currentlLines = null;
currentlLine = 0;

OnHideDialog?.Invoke ()

Ckpunr MiniGamemanager .cs

using System.Collections;

using UnityEngine;

using UnityEngine.UI;
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public class MiniGameManager : MonoBehaviour ({
[SerializeField] Animator fieldAnimator; // Anmmanis BixkHa
[SerializeField] Animator handsAnimator; // AHvmanis pyxk

[SerializeField] Text resultText;//TekcT 3 pes3yJbTaoM
enum Choice { Rock, Paper, Scissors }//Moxmuei subopu

public void StartMiniGame () {//®dyuxnia nmouvatky MiHi-iTpwm
// OrkpelBaeM okHo (UI)
fieldAnimator.SetBool ("GameIsStarted", true);

// Uepez cexyHIOy 3alycKaeM aHMMalubo PYK

StartCoroutine (ShowHands ()) ;

private TEnumerator ShowHands () {//AHiManis modru pyk
yield return new WaitForSeconds (0.5f);
handsAnimator.SetBool ("Game-Started", true);

public void CloseMiniGame () {//dyvxiig saxpurra mini-iTpwm
handsAnimator.SetInteger ("Choice", 0);
// BaxpoBaeM pPyKHU
handsAnimator.SetBool ("Game-Started", false);

// BakpelBaeM OKHO
fieldAnimator.SetBool ("GameIsStarted", false);

// BEISHIBAKTCHA KHOIKAMIA
public void PlayerChooseRock() {//dyHkruig obupanHg KawmHo
StartCoroutine (PlayRound (Choice.Rock));

public void PlayerChoosePaper() {
StartCoroutine (PlayRound (Choice.Paper));//®yHruia oBupaHHa ByMarn

public void PlayerChooseScissors () {
StartCoroutine (PlayRound (Choice.Scissors));//dyHruia obupaHHs Hoxuilb

private IEnumerator PlayRound (Choice playerChoice) {
// BcTadHoBmoemo BuBip irTpoka
int playerAnimValue = GetAnimValue (playerChoice);
handsAnimator.SetInteger ("Choice", playerAnimValue) ;

// Tenepupyem Bubip BopoTa
Choice enemyChoice = (Choice)Random.Range (0, 3);
int enemyAnimValue = GetAnimValue (enemyChoice) ;
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handsAnimator.SetInteger ("EnemyChoice", enemyAnimValue);

// Yerkaemo, wmob aHMMAaL1ll CHMHXPOHHO SalyCTWIUNCH
yield return new WaitForSeconds (1.5f); // 3B'd3aHOo 3 OOBXUHOWK
aHmMMarii i

// TlokaswlBaeM pes3yJsLTaT

string result = DetermineWinner (playerChoice,
enemyChoice) ; //Po3spaxyHoK NepeMoXilsa

resultText.text = result;

private int GetAnimValue (Choice choice) {
// lpecBpasyem BMOip B 3HAUeHHHA, fKe pOo3yMie aHMMATOp
switch (choice) |
case Choice.Rock: return 1;
case Choice.Paper: return 3;
case Choice.Scissors: return 2;
default: return 0;

private string DetermineWinner (Choice player, Choice enemy) {//®yHKRuis
DPO3PaXyHKY [IepeMOXiA

if (player == enemy)
return "Draw!";
else if ((player == Choice.Rock && enemy == Choice.Scissors) ||
(player == Choice.Scissors && enemy == Choice.Paper) |
(player == Choice.Paper && enemy == Choice.Rock))

return "You Win!";
else
return "You Lose!l";

private void ResetHandAnimation () {//®yHruisa pecery aHimauii pyxk
handsAnimator.SetInteger ("Choice", 0);
handsAnimator.SetInteger ("EnemyChoice", 0);

Ckpunr DoorController .cs

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;

public class DoorController : MonoBehaviour, interactable {

public int LevelToLoad; // IHIEKC CLEHE, Ha AKy byle Nepexin
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public Vector3 position; // KoopmomHaTe iTpoka Hicid Hepexomna
public VectorValue playerStorage; // Xpanwmme nosuuii irpoxa

public AudioSource LaderSound;

public void Interact() {//®yHruis Interact

OnFadeComplete () ;
LaderSound.Play () ;

public void OnFadeComplete () {//®yHkiusa z6epiradHsa Ta sBignpaBkM KoopIMHAT
irpoka
playerStorage.initialValue = position; // 3BamnoMmHaeM TO3MIMIG UTPOKa
SceneManager.LoadScene (LevelToLoad); // 3arpyxaeM HOBYK CIIEHY

Ckpunr FrameSwitch .cs

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class FrameSwitch : MonoBehaviour {
public GameObject activeFrame;

private void OnTriggerEnter2D(Collider2D other) {//dyHKIidg dxa EMMKaEe
30HY TpM BXOOl B Hel
if (other.CompareTag ("Player")) {
activeFrame.SetActive (true);

private void OnTriggerExit2D(Collider2D other) {//®yHKUia sAxka BUMHUKAES
30HY NOpM BUXOOi 3 Hel
if (other.CompareTag ("Player")) {
activeFrame.SetActive (false);
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Ckpunrt SoundChoice .cs

using UnityEngine;

public class SoundSettingsHolder : MonoBehaviour ({
public static SoundSettingsHolder Instance;

public bool isSoundOn = true;

private void Awake () {
if (Instance == null) {
Instance = this;
DontDestroyOnLoad (gameObject); // He s3HMIyeTbCH Mikx clieHaMn

}

else {
Destroy (gameObject); // saxucT Bin mybmikaTis

public void SetSound(bool enabled) {//YcTaHOBKa 3BYKY
isSoundOn = enabled;

public bool GetSound() {//OTpumanng pimens
return isSoundOn;

Cxkpunt MultiDialogData .cs

using System.Collections.Generic;

using UnityEngine;

[CreateAssetMenu (fileName = "DialogData", menuName = "Dialogues/Multi Dialocg
Data")]//CrBopedHs ob'ekTa 3 miajoravu

public class MultiDialogData : ScriptableObject {
public TList<DialogEntry> dialogs;//Cnucko miamorir

[System.Serializable]
public class DialogEntry {
public string id;//Ha3Ba croucky
public List<string> lines;//Crpoxmu miamory

Ckpunt NPCDialogueController .cs
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using UnityEngine;

public class NPCDialogueController : MonoBehaviour, interactable {
public MultiDialogData dialogueData;
public string dialogueld;

public void Interact() {

var entry = dialogueData.dialogs.Find(d => d.id ==
dialogueId);//Tlowyk nianrory

if (entry == null) {//Axmo HelcHye miamoTy 2 OaHHOK Ha3BOW
Debug.LogWarning ($"Imnanor ¢ ID {dialogueld} He
Hatinen") ; //TloBimoMIeHHd MpO TIOMIIIKY
return;

StartCoroutine (DialogManager.Instance.ShowDialeg(entry.lines)) ;//BuUxkink
noTpibHoTo miamory

}

Ckpunr Enemy .cs

using System.Collections;
using UnityEngine;

public class Enemy : MonoBehaviour, interactable (|
[SerializeField] MiniGameManager miniGameManager;

public void Interact() {
miniGameManager.StartMiniGame () ;

Ckpunr Vectorvalue .cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu]
public class VectorValue : ScriptableObject
{

public Vector3 initialValue;
public Vector3 defaultValue;

}
Ckpunr Interactable .cs
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public interface interactable
{

void Interact();



