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PEDEPAT

[TosicuroBanbHa 3anucka: 97 c., 38 puc., 1 Tadn., 3 gox., 22 mxepena.

O06'exT po3poOKH: kpociiaThopMeHa rpa B kaHpi miardopmep, po3podiieHa 3
BUKOpPUCTaHHAM irpoBoro pyuiist Unity Ta MoBU niporpamyBanHs C#.

Meta kBamidikamiiiHoi pPO3pOOKW: CTBOPEHHS 3aXOIUTMBOI Bijeorpw 13
3aCTOCYBaHHAM CYy4aCHUX TEXHOJIOT1M KOMM'TOTEpHOI pO3pOOKH.

BerynHa yacTuHa po3noBiAae Npo 3apoIKeHHs mIaT(opMepiB, iX TO3UTUBHUIMA
BIUTMB HA PO3BUTOK JIOTTYHOTO MUCJIEHHS KOPUCTYBaYiB.

[epmumii po3ain NPUCBAYEHO OMISALY MPEAMETHOI raty3l miargopmepis, icTopii
BUHUKHEHHSI Ta €BOJIIOIII I[bOTO XaHPY BIJCOITOP, @ TAKOXK aHal13y KYJIbTOBHUX Irop
nporo xauHpy. CdopMynboBaHO METy pPO3pOOKH, ii aKTyaJbHICTh Ta KOHKPETHI
3aBIaHHS.

Hpyruii po3ain Aetamidye MpoIec MPOEKTYBaHHS 1 PO3POOKHA CTBOPEHOTO
irpoBoro gonarky Ha tuiardopmi Unity. Omnucye mpoekTyBaHHSI ITPOBOi MEXaHIKH,
rpadiyHUX E€JIEMEHTIB, aHIMalliid, 3BYyKy Ta iHTepdeiicy kopuctyBaua. HaeneHo
CTPYKTYpY HpOTrpaMu, aJropuTMu poOOTH, BXIHI/BUX1IHI JaHi. BkazaHo BUMOru 10
arapaTHOro 3a0€3MeUYeHHs Ta IHCTPYKIIIi 3aITyCKY.

ExoHOMIYHHMI pO37il MICTUTh PO3PAXyHKHA TPYIAOMICTKOCTI CTBOPEHHS
iH(opMaIiiiHOT cHUcTeMH, TepeNik BUTpPAT Ha MOro po3poOKy Ta BU3HAUYCHHS
3araJlIbHOTO TEPMiHy BUKOHAHHS MIPOEKTY.

[TpakTryHa IIHHICT MOJISATAE Y pO3POOIIi IKICHOTO Ta 3pYYHOTO Y BUKOPUCTAHHI
IrPOBOTO 3aCTOCYHKY, JMHAMIYHMM TEHMIUICEM Ta CYYacHOIO Bi3yasi3alli€ro st
OTPUMAaHHS 3aJI0BOJICHHS BIJ IFPOBOrO MPOLECY KOPUCTYBauaMH PI3HUX BIKOBUX
KaTeropiu.

AKTyanpHICTb OOYMOBJIEHAa TOCTIHHO 3pOCTalOuMM T[ONUTOM Ha HOBI
KOMIT'FOTEPHI irpH, III0 Ha/Ta€ MOXKJIMBICTh 3aCTOCYBATH MEPEIOBI TEXHOJIOT11 PO3POOKH
JUIS. CTBOPEHHSI KOHKYPEHTOCIIPOMOYXKHOTO MPOIYKTY.

Coucox xkmouoBux cmuiB: I'PA, UNITY, IIJIATOOPMEP, CUCTEMA,

HAJIAINTYBAHHS, PYIIIN, ITIEPCOHAX, KOPUCTYBAY, ITIPOTPAMA.
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ABSTRACT

Explanatory note: 97 p., 38 fig., 1 table, 3 extra., 22 sources.

Object of development: a cross-platform game in the platformer genre,
developed using the unity game engine and the c# programming language.

The purpose of the qualification development: creating an exciting video game
using modern computer development technologies.

The introductory part describes the origin of platformers and their positive
impact on the development of users' logical thinking.

The first section is devoted to an overview of the subject area of platformers, the
history of the emergence and evolution of this genre of video games, as well as an
analysis of cult games in this genre. The purpose of the development, its relevance, and
specific tasks are formulated.

The second section details the design and development process of the created
game application on the unity platform. It describes the design of game mechanics,
graphic elements, animations, sound, and user interface. The structure of the program,
working algorithms, input/output data are given. Hardware requirements and launch
instructions are specified.

The economic section contains calculations of the labor intensity of creating the
information system, a list of costs for its development, and the determination of the
overall project execution time.

The practical value lies in the development of a high-quality and user-friendly
game application with dynamic gameplay and modern visualization for users of
different age categories to enjoy the gaming process.

The relevance is due to the constantly growing demand for new computer games,
which provides an opportunity to apply advanced development technologies to create
a competitive product that can become the basis for further projects in this field.

List of keywords: GAME, UNITY, PLATFORMER, APPLICATION,
SETTINGS, ENGINE, CHARACTER, USER, PROGRAM.
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IHEPEJIK YMOBHHUX ITIO3HAYEHb

IIK - IIEPCOHAIBHUN KOMII I0TED;

GPU — rpadiunumii mporecop;

LT — LEHTPAJIBHUM ITPOLIECOD;

OIl — OMEepaTUBHA MaM STh;

LT - IITYYHUH 1HTEJICKT;

OC - omepailiiiHa CucTema;

UNITY —  GararorutaropMOBHil IHCTPYMEHT /I pO3POOKH Bigeoirop i
3aCTOCYHKIB;

C#H — MOBa ITPOTPaMyBaHHS;

EXE — PO3IIMPEHHS] BUKOHYBAHOTO (haility, 110 3aCTOCOBYETHCS B CHCTEMAaX

Microsoft Windows;

APK — dbopMat apxiBHHX BUKOHYBaHUX (paitmiB-iporpam st Android;
Ul - iHTepdeiic kopuctyBaua (user interface);
IC - 1H(popMalliitHa cucTema.



BCTYII

3 PO3BUTKOM TEXHOJIOTIM Ta MOMYJSPHICTIO IFOp IO POCTE, PUHOK IrPOBHUX
JOJATKIB CTPIMKO PO3LIMPIOETHCS, 3aJy4YalOud HOBUX IPaBliB Ta CTBOPIOIOYU HOBI
MOXJIMBOCTI i po3poOHUKIB. Ha 1eil yac iCHye HIMPOKUI CHEKTP TEXHIYHUX
MO>KJIMBOCTEH JJIsi CTBOPEHHS 1TOp, K1 MIAXOATh JJIS PI3HUX ITPOBUX MPUCTPOIB 1
OiAXOAATh 10 KUIbKOX miuaTdopM. Lle no3Bosisie BUBOAUTH MPOrpaMHi MPOAYKTH Ha
OJIMH 13 HAOUIBII MIBUAKOPOCIUX PUHKIB CBITY, 1110 IOCTIMHO PO3BUBAETHCS.

KowMmm'toTepHi irpu BxKe JaBHO MepecTaiu OyTH JIUIIe HKepeloM po3Bar. Bonu
BUKJIMKAIOTh HE3a0yTHI €MOIlii Ta 3aJUIIaloTh Ty>K€ MPUEMHI BPaXKEHHS, a TaKOX
JapylTh YHIKaJIbHUN 10cB1A. HaBKOJIO 1rop MBHUIKO YTBOPUIIMCS BEJMKI CILJIBHOTH,
npodeciifHi 3MaraHHs 1 HaBiTh HOB1 BUJIM CTIOPTY.

CboroziHi Irpu cTajqd HE TUIBKM TOMYJSpPHUM BHUIOM pO3Baru, aiue u
MOTY>XHOI €KOHOMIYHOIO CHJIOKO. [HIyCTpist irop 3Ha4HO BIUIMBAE HA 1HIII CEPH, TaKi
K pitbMu ¥ My3uka. KoMIT'roTepHi irpu MponoHyTh pi3HOMaHITHI JKaHpPHU: CTpaTeris,
OyIIBHUIITBO, IIyTEPHU, CIIOPTUBHI Ta OaraTo 1HKX. [rpu cTanu Ok peaiCTUYHUMU
Ta IHTEPAKTUBHUMHU 3aBISKH TMPOTPEeCy TEXHOJIOTIH Ta JIOCTYMHOCTI IrPOBUX
mwiatgopM, TaKUX SK BipTyalbHa PealibHICTb, MOOLIBHI MPHUCTPOi, KOMIT IOTEpU Ta
KOHCOJTI.

Oco0nuBy yBary cepen pi3HHX KaHpiB 3acayroByioTh 2D mnardopmepu. Lei
aHp 1rop, KM BKJIOYAE Takl kjaacuyHl npukiaau sk Donkey Kong ta Pac-Man,
IPUBEPTAE YBary rpaBIliB CBOEIO MPOCTOTOIO Ta 3aXOILUIIOIOYUM ITPOBUM HPOIECOM.
[Tnardopmepn 3a3BU4al MPOMOHYIOTH IPABISIM MOAOJIATH PiI3HOMAHITHI MEPEIIKOIN
Ta BUKINK{, BUKOPHCTOBYIOUM IE€pPCOHAXa, AKUH pyXaeThCcs MO Iuiargopmax y
JTBOBUMIpHOMY mpocTopi. OmHI€0 3 KIHOYOBUX OCOOJHMBOCTEH TaKHX Irop € ixHi
HEBHUCOKI TE€XHIYHI BUMOTH, IO POOUTH iX JOCTYMHUMH ISl IIUPOKOI ayJUTOPIi,
HE3JIEKHO Bl TEXHIYHUX MOXJIUBOCTEN MPUCTPOIB.

Metoro gaHoi pob6oTu € po3pobka BiIacHOI OararopiBHEBOI BIICOTPH Yy >KaHPI
wiaropmep, KU 3MOXE MOoAapyBaTH IIMPOKUN CHEKTP eMOoLiid. 3a JOMOMOTIOIo

MynbTUILIaTGopMeHoro pyurito Unity, o 103BOJIsSi€ CTBOPUTH ITPOBUH 101aTOK, KU
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Oyzie TOCTYITHUM JJI Pi3HUX IIaTPOPM, TAKUX K IEPCOHAIIbHI KOMITFOTEPH, MOOLITBHI
npuctpoi Ta koHcoui. [le 3a0e3nedye MUPOKUiA TOCTYI O TPU Ta JI03BOJISE 3ATyUUTH
MaKCUMaJIbHY KUIbKICTh KOPUCTYBaYiB.

TakuM YMHOM, aKTyaJbHICTh IIl€i poOOTH JyXe€ 3HA4YHA, OCKUIbKH BOHA
CTOCYETHCS HEOOX1AHOCTI pO3pOOKH HOBHMX MPOTpaMHUX MPOIYKTIB, Kl JA03BOJSATH
PUHKY IHIYCTpii po3Bar aganTyBaTUCA IO TOCTIHHO MIHJIMBOTO CEPEIOBHUIIA
iHpopMamiitHux TexHosorii. Po3poOka MynbTUIIaTHOPMEHHUX ITPOBHUX JOJATKIB
JT03BOJIS€ 33/10BOJIBHUTH TOIUT HA HOBI I'POB1 IPOAYKTH Ta CHPHUSE PO3BUTKY ITPOBOI

IHIYCTpIi B IIJIOMY.



PO3JILT 1
AHAJII3 MPEJMETHOI OBJIACTI TA TIOCTAHOBKH 3AJTAUI

1.1. 3aragabHi BiIOMOCTI ¢ MpeaMeTHOI raysi

Bineoirpy — 11e 1HTEpaKTHBHI MpOTpaMu Il PO3Bar, SIKI JI03BOJISIOTH
KOPHUCTyBayaM KepyBaTH MEpCcOoHakaMu abo 00’eKTaMM Ha eKpaHl uepe3 iHTepdeiic.
Bigeoirpu € BaxJIMBOIO YAaCTUHOK Cy4acCHO! KYJbTYpU Ta PO3Bar, OCKIILKM BOHHU
JI03BOJITFOTh TPABISIM 3aHYPUTHUCS B PI3HOMaHITHI icTopii Ta cBiTU. [lomymsipHICTH
wiaropmepiB, sKi 3’sBUIMCS Ha mNoyarok 1980-X pokiB, 3HaYHO BIUIMHYJIA Ha
pO3BUTOK 1HAYCTpii Bimeoirop. ChOrojgHi ICHYE IIUPOKUM CHEKTP TEXHIYHUX
MOKJIMBOCTEH ISl CTBOPEHHS 1rop, SIK1 MAXOAATH JJI PI3HUX ITPOBUX MPUCTPOIB, AKI
M1IXOAATh JUIsl 6ararbox miatdopm.

[epmuri Bigeoirpu 3'sBunucs B 1950-60-x pokax sik eKCIIEpUMEHTANIbHI POEKTH
B HayKoBHX Jaboparopisx. OHI€l0 3 IepIIMX irop, Mo 3100yja MOnyasapHICTh, Oyia
"Pong" (1972) Bim Atari, sika iMiTyBaja HacTUIbHUN TeHic. BoHa crama mepioro
KOMEPIIIHHO YCIHIIIHOI BiJCOTPOI0, siKa MpHU3BeNa 10 BHOYXOBOTO 3pOCTAHHS PUHKY
Bijieoirop y 1970-x pokax.

[Tnardpopmepn — 1€ KaHp BiAeoirop, B SIKOMY TPaBellb KEPye MEPCOHAKEM,
SKUN TIepecyBaeThCs MO TIargopmax, yXWISETHCA BIJ TMEPEHIKoJ 1 IepemMarae
CYNPOTHUBHUKIB. MOXJIMBICTh TOYHO KOHTPOJIFOBATH PyX 1 CTPUOKH MEPCOHAXKA - O/THA
3 TOJIOBHUX 0coOnmuBocTel mardopmepis. [pa mpuBabmtoBaia rpaBIliB pi3HOTO BIKY
3aBJISKH ITPOCTOMY AM3aiiHy Ta 3aXOTUIMBOMY irPOBOMY TPOIIECY.

[ls rpyna Bifgeoirop TMoOCTaBWJa OCHOBY /IS JkaHpa Iiathopmepis,
BCTAHOBHUBIIIM CTAHJIAPTH Ta HANPSMKH PO3BUTKY, AKI JOCI BIUIMBAIOTh HA Cy4yacHI
miargopmepu. KoxkeH 3 HUX MPUBHIC HOBI 1JIei Ta 3HAYHUN BHECOK Y (POpMYyBaHHS
YKaHPY, 1 BIH 3aJMIIAETHCS aKTyaJIbHUM JIJISl TPaBLIB 1 pO3pOOHHKIB POTITOM Oararbox

JIECATHAIITD.
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1. Donkey Kong (1981) (Puc. 1.1)

. Po3po6uuk: Nintendo
. [Tnardopmu: ApkaHi aBTOMaTH, Ii3HILIE BUITYILIEHA 1JIs1 KOHCOJIEH
. OcoOnuBocTi: OfHi€O 3 MepuX 1 HAUBIAOMIIIKX TIaTGopmMepiB

ctajna rpa “Donkey Kong”, po3pobaena Nintendo B 1981 pori. V it rpi
rpaBeilb KepyBaB MEepPCOHaKeM Ha imM’s Jlkammnmen (TTi3HIIIE BIJOMUM SIK
Mapio), sxuii TOBUHEH OyB pATYBaTH MPHUHIIECY BiJl TraHTCHKOI MaBIIH,
J0JIat0uM  pizHOMaHITHI nepemkoau. ‘“‘Donkey Kong” crana mnepmioro
rpoIo, siKa 3ampoIOHyBaa OararopiBHEBUN ITPOBUH MpOIlEC, 1 3aKiaia
OCHOBH >KaHpy IJIaTPopMepiB.

. [Tponaxi: [Iporarom 1980-x pokiB Donkey Kong nponanacs 6i1b1u
HDK 132 THCs9aMu apKaJIHUX MAIlIUH, MPUHICIIHN O6J13bK0 280 MIJIBHOHIB
nonapiB jgoxoay. Kpim Toro, rpa Oyna mopToBaHa Ha pPi3HI JOMAIIIHI
KOHCOJI1 Ta KOMIT IOTEPH, 10 T0JaTKOBO 30UTBIINIIO ii mpogaxi. [1]

000600 007650

-

_3300_‘

B, E
", &~

Puc. 1.1 — Iarepdetic rpu Donkey Kong
2. Pitfall! (1982) (Puc. 1.2)

. Po3poOHuuk: Activision

. [Tnardopmu: Atari 2600

11



. OcobnuBocTi: ['pa BriItodae B ce0e TOPU30HTAIBHE CKPOIIOBAHHS.
V wiif rpi rpaBens KepyBaB epcoHaXeM Ha iM'st ['appi, sSIkuid 10CIi1KyBaB
JOKYHIUT, YHUKAIOUW MAcTOK 1 30Mparouu ckapOu.

. [Tponaxi: Pitfall! mponanacst monan 4 MiibiiloHaMU KOIIiH, CTaBIIN
OJIHI€I0 3 HaWOUIbII mMpoaaBaHux irop Ha Atari 2600. I'pa 3HaYHO

BIUTMHYJIA HA PO3BUTOK KaHPY Tiardopmepis. [2]

Puc. 1.2 — Intepdetic rpu Pitfall!

3. Super Mario Bros. (1985) (Puc. 1.3)
. Po3poOnuk: Nintendo
. [Tnardopmu: Nintendo Entertainment System (NES)
. Ocob6nuBocTi: Lle ogHa 3 HalO1IBIIT 3HAKOBUX 1TOP JKaHpPY. “Super
Mario Bros.” BcranoBuia HOBI CTaHAApTH 71 JKaHpa, 3alpOTIOHYBABIIN
IpaBIsIM OaraTtuil iIrpoBUiA CBIT 3 PI3HOMAHITHUMH PIBHSIMHU, BOPOTaMH Ta
cekperamu. ['pa crana cumBosiom Nintendo 1 3akpinuina Mapio sk 0OqHOTO
3 HaWBIJIOMIIIMX TMEPCOHAXIB y BiJeOIrpax CTpuOaroud Ha BOPOTIB 1
30uparoun OOHYCH.
. [Tponaxi: byno npogano noHaa 40 MUIBHOHIB KOMiM MO BChOMY
CBITY, IO 3pOOMJIO 1i OAHIEIO 3 HAMOLIBIIT MTPOJABAHUX B1IEOITOP B iCTOPII.

e nonomorno NES 3akpinuTucs sik 1oMiHyr0o4a KOHCOJIb Ha pUHKeE. [2]

12
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Puc. 1.3 — Intepdeiic rpu Super Mario Bros.

4. Prince of Persia (1989) (Puc. 1.4)

. Po3po6uuk: Broderbund
. [Tnarpopmu: Apple 11, motim nmoptu Ha pi3Hi mwaThopMu
. OcobOmuBocTi: 31m00yNia 3HAYHUM yCHiX 1 CTajlla KyJBTOBOIO

kiacukow. Il rpa Bupi3HsAIacs CBOIMM IUIAaBHUMU aHIMalliIMM Ta
BHUCOKOIO CKIaAHICTIO. ['paBens kepye Ilpuniem, skuii Mae BpsTyBaTu
MIPUHIIECY, CTPUOAIOYH 1 JOJA0YX PI3HOMAHITHI TACTKH Y MMiA3€MEILII.

. [Mpomaxi: no mouarka 1990-x poxkiB Oyno mpomaHo OIM3BKO 2
MIJTBHOHIB KOMIA MO BChOMY CBITY Ha pi3HHX Tuiatdopmax. ['pa Oyna
ocoOnuBo ycrimHow Ha Apple II, Amiga ta IBM PC, i ii nomynspHicTh

3pocTajna 3 poKamMu, KOJH ii MOpPTyBajy Ha iHII cucTemu. [1]
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Puc. 1.5 — Inrepdetic rpu Prince of Persia

5. Sonic the Hedgehog (1991) (Puc. 1.5)
. Po3poOHnuk: Sega
. [Tnardopmu: Sega Genesis/Mega Drive
. Oco6nuBocTi: Sonic the Hedgehog Bim3HayaBcs MIBHAKICTIO 1
TUHAMIYHICTIO reimIuieto. [paBii kepyroTh COHUKOM, KU OOpPEThCS 3
nokTopoM POOGOTHMKOM, 3HUIIYIOYM BOPOTIB 1 30Mparoud KuIbIs Ha
BHUCOKI{ IIBUJIKOCTI.
. [Tponmaxi: Ilpomano moHam 15 MITBHOHIB KOMiM, MO 3poOHiIO0 i
OJIHIE0 3 HallycmimHimux irop s Sega Genesis. Ycmix Sonic gomomir

Sega 3HaYHO 301IBIIUTH CBOIO YACTKY Ha pUHKE KOHCOJIEH. [ 1]
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Puc. 1.6 — I'pa Sonic the Hedgehog

VY 1990-x pokax nomnyisipHi (ppaHimsm, Taki sk «Super Mario World» 1 «Donkey
Kong Country», cpusimu mommpenHto 2D-Bigeoirop. Sonic the Hedgehog (1991) Bin
Sega nomaB HOBI MIBUAKOCTI Ta AMHAMIKH, IO 3pOOMIO HOro HaA3BHUYAMHO
nonymnsipHuM. [H1 irpu, Taki sk "Earthworm Jim" (1994) 1 "Crash Bandicoot" (1996)
TAKOX JIOCSTJIM HEMIOTaHOTO YCMiXy Ha PUHKE.

[Ipore, y 90-T1 poku poO3pOOHUMKH Ta TpaBIll 3alliKaBUIUCS OLIbIIe
TPUBUMIPHUMH ITpaMHU 3aBJIAKH nporpecy TexHomnorii. Komau y 1996 poui Buiimos 3D-
wiaropmep-peBomorionep "Super Mario 64", BiH o3HamMeHyBaB HOBH eTaml y
PO3BUTKY aHpPY TroJIOBOJIOMOK. Lls rpa mepeBepHyna inero ruiargopmepa 3 HIr Ha
TOJIOBY, HAJIaBIIM TPaBIsIM HOBHI PiBEHb CBOOOIM Ta MOMKJIMBOCTI CIIJIKYBAaTHCS 3
irpoBuM cBiToM. Lle mpu3Beno no ctBopenns 3D-animariii, ska BUKOPUCTOBYBaIacs B
Takux Bifeoirpax, sk Banjo-Kazooie (1998), a Takox Spyro the Dragon (1998).

[ToctynoBo muardopMepu Moyaldd BTpayaTd MOMYJSPHICTH y BiA€OIrpax,
MOCTYNAIOYHUCh 1HIIUM >KaHpaM, TAKUM SIK IIIyTE€PH BiJl IEPIIOi 0COOU Ta POJILOBI ITPH.
3rigHo 3 pochimxeHHsamu, y 2002 poil yactka miaargopMepiB Ha PUHKE BIACOIrOp
Brasia 3 15 BimcotkiB y 1998 pomi mo nume 2 BigcotkiB 'y 2002 pomi. [3]

Y upomy cenci 90-Ti poOKM cTaJd MEPEIOMHUM MOMEHTOM JJisi YKaHpa

miatropMepiB, OCKIIBKA PO3POOHWUKHM Ta TPaBIi TMMOYAIA BIIKPUBATA HOBI
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NEPCIEeKTUBA 3aBIAKK mepexomxy Ha 3D-texnosorii, omgHowacHO 30epiraroun
TpaauLiitai 2D-irpu, siki Oyl JOpOrUMHU JiJIsl 6araTboX I'paBliB.

2D mmardopmepu He 3HUKIW TOBHICTIO, HE 3BAXKAIOUYM Ha Craj. 3aBIsSKH
3yCWIIISIM HE3aJIeKHHUX po3poOHMKiIB Ha movaTky 2000-x poKiB L€l »aHp 3HOBY CTaB
nonymnsipuuM. Irpu, Taki sik Braid 1 Super Meat Boy, nponemonctpyBanu, mo 2D
wiatpopMep MOXYTh OyTH Cy4aCHMMHM, 3aXOIUIMBUMHU Ta BUKIMKATH Yy TpaBIiB
crioraju. L1 Bieoirpu MpOMOHYIOTh YHIKAJIBHUHN ITPOBUN JTOCBiJ, BUKOPHUCTOBYOUH
HOBI METOJI TEHMIUICIO Ta Bi3yaJIbHOTO CTHIIIO.

BinpomxeHHs irop IIbOT0 JKaHPY TaKoX OyJI0 MiATPUMAHO BETUKUMHU CTY/ISIMHU.
3 Bunyckom New Super Mario Bros 1 Donkey Kong Country Returns po3poOHuku
JOBEJIH, 110 BOHU BCE 1€ MPOMOHYIOTh O/IHI 3 HAWJOCTYIHIIIKUX PO3Bar JJs 0ararbox

rpaBIiiB, 1 2D miardopmepu Bee 111e MOXKYTh OyTH KOMEPIIIHO YCHIITHUMU. [4]

1.2. Ilpu3HayeHHs Po3pO0KHU Ta rajay3b 3aCTOCYBAHHS

Bineoirpu 3aBxau niggaBaiucs KPUTHII 32 T€, 0 BOHU HIOUTO PO30EIIyIOTh
JITEH, K1 JIFOOJIATh TpaTH B HUX. BUIBIIICTh IUX CKAapr HAAXOIUTH BiJ CTypOOBaHHUX
0aThKIB Ta OpraHi3ailiii, ki IPOCTO HE XOUyThb, 10O 1XHI JITH IMiAAABATUCS BIUIUBY
4oroch HeOe3nmeyHoro. AJjie BCymeped UM 3BHHYBAYCHHSM, HayKa TOCTIHHO
JEMOHCTPY€E MPHUXUIBHICTh 70 Bifeoirop. JlocmikeHHsS 3 TCHUXOJIOTii Ta BHUBYEHHS
MO3KYy [OKa3aJid, L0 MOMIpHA KUIBKICTh BiJ€oirop Mae HU3KYy nepesar. [lpu
IPaBUILHOMY BUKOPHUCTAHHI IrpH KOPUCHI JIJISt AITEH 1 JOPOCTNX, HE3AJICKHO Bifl BIKY.
[5]

Bizneoirpu po3BHMBaIOTh MO30K 1 MOKpAILYIOTh HOro 34aTHICTh 30epiratu 1
3amam'siToByBaTH  1HQOpPMAIli0, $SK KOPOTKOCTPOKOBY, TaK 1 JIOBTOCTPOKOBY.
Takok ToroMararoTh 3aroCTpPUTH Ballly yBary Ta 3MCHIIUTH IMITYJIbCUBHICT.
OCKUTBKH TPOTSTOM YCi€i TpU BH TPAIIOETE HAJ TOCATHEHHSM IIEBHOI METH, BU
BUMTECS 30CEPEKYBATH Ta CIPSIMOBYBATH BC1 CBO1 JIii Ha 110 METY.

Ockinbku Yy 1irpax Bc€ BIIOyBa€ThCs JyK€ IIBUAKO, Balll MO30K TaKOX

TPEHYETHCS MBHUAKO 00poOisaTy iHdopMmarito. bymo BusiBiaeHO, MO JOIHU, SKI YacTO
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rparTh, 00pOOMAIOTH 1H(MOPMAIIIO MIBUAIIE, HDK IHIIN, 1 TP BOMY NPUAMAIOTH
PO3YMHI pillIeHHS AJI1 JOCSTHEHHS MeTH. TakuM YWHOM, MOXKHA CTBEPIKYBATH, IO
IpU MOMIPHOMY 1 PO3YMHOMY BHKOPUCTaHHI BIJIEOITPH MOXYTh CTaTd KOPUCHUM
IHCTPYMEHTOM JIJIs HABYAHHS Ta PO3BUTKY, HAJAIOYM MO3UTUBHUN BILTUB HA MO30K 1
TICUX1YHE 3JI0POB'S.

Mertoto 11i€1 kBamidikaiiifHoi poOOTH € CTBOPEHHS ITPOBOTO JOJATKY, IKUH MOXKE
OyTH BUKOPUCTAHO ISl BIAMIOYUHKY, 3HUKEHHS PIBEHIO CTPECY Ta PO3BUTKY JIOTTYHOTO

MMUCJICHHS.

1.3. IlincTaBa 1ist po3pooku

Po3pobxka (BukoHaHHs KBamidikaliiiiHoi poOOTH) Mae Taki MiJCTaBH:
- HaBYaHHA 3a crernianbHIcTIo 122 KoM 10TepHI HayKH;
HABYAJIBHUM TJIaH Ta Tpadik HABYAIBHOTO TIPOIIECY;

- nakaz pexkropa HTY «JII» Bix 23.05.2024 Ne 469-c;

- TeMa kBaidikaiiitnoi pobotu “Po3poOka kpocmiaThopMeHOTo IrpoBOTo

3aCTOCYHKY Ha OCHOBI TexHOJOT1yHOTO cTeKy Unity/C#”

1.4. IlocTaHOBKA 3aBAAHHSA

Mertoto kBanidikaiiiiHoi poOOTH € CTBOPEHHS I'pH B 3kaHpi "miardopmep”
st pisHUX  mwiatdopMm, Takux gk Windows, MacOS Ta Android, 3
BUKOpHUCTaHHAM ABUryHa Unity Ta moBu C#.

[IpaBuna rpu HaCTYINHI: Ha KOXXHOMY PIBHI Irepor0 MOTPIOHO MOAOIAaTH
Bcix MOHCTpiB. Ilicnmsi mepeMoru Haj BCiMa MOHCTpamH, MOTPIOHO 3HAUTH
MariyHui KaMiHb, HATUCHYTH KJaBilty “E” 1 piBeHb 3aKiHUNTHCA. SIKIO IrpaBelb
OTPUMYE HAJATO OaraTto ypoHy, TO/1l B HbOTO 3aKIHYMTHCS JKUTTSA 1 BIH MPOrpaE.
[Tpu naxinHi ¢ mwathopMu PiBEHb MOYHETHCS 3aHOBO.
st yenimnoi peanizanii [C noTpiOHO 3BepHYTH yBary Ha Taki €Tanu:

— aHaJi3 UUIbOBOI ayAUTOPII IpH;
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— TIPOEKTYBaHHS KOHIICTII TpH;
— po3poOKa MEXaHIKU Ipu;

— CTBOPEHHS PI3HOMAHITHUX PIBHIB;

CTBOPEHHSI BOPOT1B;

— CTBOpEHHS iHTep(deiicy KopucTyBaya;

— TPOBENEHHS TECTY AJIs BUSBJICHHS Ta BUIPABICHHS TOMUJIOK;

— ONTHMI3allisl TPH IiJT Pi3HI TIaTGOPMH.

CrBopena 1HQopmaliiiHa cuUcTeMa MNOBUHEH OyTH (DyHKLIOHAJIBHOIO

IpOIo, sIKa peasizoBy€e HACTyMHI QYHKITII:

e [lepecyBaHHS TrOJIOBHOTO T€pOsl.

e [locraBuTH rpy Ha may3y y JrOOHIi yac.

e Bigkputu MEHIO HAJIAIITYBaHb.

3MIHUTH I'YYHICTb.

OOGparu piBeHb JJIs1 IPOXOKCHHS.

Buiitu 3 rpu.

1.5. Bumoru 10 nmporpamMu ad0 nNporpaMHoro BUpooy

1.5.1. Bumoru 10 pyHKIiOHAJTBHUX XaPAKTEPUCTHK

[HdopmariitHa cucTeMa MOBUHHA BIANOBIIATH EBHUM (DYHKIIIOHAILHUM
BUMOTaM:
— 1HTYITHBHO 3pO3yMinuii Ta 3py4yHuil KopuctyBamnbkuii Ul iHTEpdEiic 10
PI3HHUX PO3MIPIB EKpaHy;
— Oytu  MynbTUIIATGOPMEHMM, CIpPaBHO TMpAIlOBaTH HA  TaKHUX
wiatdopmax: Windows, MacOS ta Android 3a6e3neuyioun cTabiibHy Ta
IJ1aBHY POoOOTY Ha KOXKHIN 3 HUX;

— 30epiraTv HaJIAIITYBaHHS KOPUCTYBaya Ta MPOTrpec Mi>K CEHCAMH.
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1.5.2. Bumoru 1o inpopmaniiiHoi 6e3nmexn

Jlnst 3a6e3neyenHs Oe3neku IC koprucTtyBauya Mae OyTH HassBHUM TaKWUW MEpeiK

YMOB:

1. 3abe3neyeHHs] HEMOXKIMBOCTI TIEpeadl JaHUX 10 TPEThOi CTOPOHHU.

. 3a0e3reveHHs 3aXUCTy KOH(IICHIIIHHOCTI JaHNX KOPUCTyBaua.

2
3. 30epekeHHs HUTICHOCTI JaHUX Y BUIIAJKY 30010 CHCTEMHU.
4

. JloxanbHe 30epeKeHHS JaHUX JJIs MiABUIIECHHS 3aXUIIEHOCTI.

1.5.3. Bumoru 10 ckj1aga Ta napaMeTpiB TeXHIYHHMX 32C00IB

Hns 3amycka Bigeorpy Ha OC Windows ta MacOS, norpi6HO 11100

XapakTepucTuka Oyna nmpuoimkena 10 tadmui (tadm. 1.1)

Taomus 1.1

PexomengoBana kondirypauisi ajas 3anycka rpu Ha IIK

Tun Mogens XapakTepUCTUKHU

ITporecop Intel Pentium U5400 |2 sapa mo 1,07 I'T'

Bineokapra GeForce GTX 670 GK104, GDDRS5 128-bit2048mb
OI1 GR2400D464L17S DDR4, 2048MB, 2400 MHz
XKopcrkwuii quck (SSD) | ST1000LM048 1TB, 5400RPM, 128MB, 2.5
MartepuHChKa Ij1aTa ASUS P8B75-V Socket 1155, Intel B75

biiok xuBneHHs GameMax GM 600W, ATX 20+4pin

PexomennoBani xapakrepuctuku i1 Android:

— OC: 4.0 (API 14) 1 Bug;

— LIIT: ARMV6 (32-bit);

— BineoananTep: 3 miarpumkoro OpenGL ES 2.0;

— Bineonam’site: 64 MB;

— HakormmmuyBau: 100+ Mb BitbHOTO MiCIIsl HA TUCKE,
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— OII: 512 MB.

1.5.4. Bumoru 10 inopManiiiHoI Ta NIPOrpamMHOI CyMICHOCTI

Jis  kopekTHOi mpami goAatky moTpiben DirectX, BiH € BaKJIMBUM
KOMITIOHEHTOM JUJISi pO3pOOKHM 1rop, OCKUIBKM BiH HaJa€ pPO3pOOHUKAM JOCTYI IO
amapaTHHUX 3aco0iB oOunciieHb Ta rpadiku. Bin 3abe3nedye ehexkTuBHE yIrpaBiIiHHS
pecypcaMu CHCTEMH, IO JO3BOJISIE€ CTBOPIOBATHU CKJIQJHI Ta PEATICTHYHI Bi3yaslbH1
epextn. Hanpukmnan, DirectX 12 Hagae MOXIMBICT BUKOPUCTOBYBATH KUIbKa SiAEP
mpoliecopa AJis pO3MO Ty 3a7a4 PeHIEPUHTY, 10 TOKPAIIy€ MPOAYKTUBHICTh IPOBUX
J0J1aTKiB, 0co0auBO Ha cuctemax 3 notyxHumMu GPU. e 3HmKye HaBaHTa)KeHHS Ha
IPOIIECOp, IO MPU3BOIUTH 10 OLIBIT CTAOUTFHIX Ta BUCOKHMX YaCTOT KaapiB y rpi. [6]

OcCkUTbKM TpU po3poOIll irpoBoro aonatky Ha C# BUKOPHCTOBYETHCS PYIIIN
Unity, BiH cymicHui Mmaibke 3 ycimMa cydacHumMu OC. Tum He MeHI, HeoOX1AHO
JOTPUMYBATHCS BUMOT, 3a3HaueHUX y po3auai 1.5.3. OHOBIEHHS MOXKHA BCTAHOBUTHU

3a IOMOMOTror0 cTanaapTHuxX GyHkiii punkie Windows, MacOS Ta Android/iOS.
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PO31LJ 2
IMPOEKTYBAHHSI TA PO3POBKA IHOOPMAIIMHOI CUCTEMHA

2.1. PyHkuioHaJIbHE NPU3HAYEHHS CUCTEMU

Kowmm'torepna rpa "Sky Adventure" po3po0iiena sik Kpoc-TiaTOpMHUNA TPOEKT
st Windows, Linux, MacOS ta Android na pymrii Unity. XKaup rpu - nikcenbuuii 2D
wiargopmep. MoBa nporpaMyBaHHS JIJIS HAIIMCAHHS irpoBoi Jioriku - C#. [21]

OcHOBHA KOHIEMIISA TPH - KJIACUYHHUM redMIuieit miargopmepa 3 miKCeTbHOI0
perpo-rpadikoro. Merta nossirae y mojojaHHl KOXKHOTO PIBHS IUISIXOM MEepeCyBaHHs
nepcoHaXka BiJl CTapTy A0 pedl 3a JOMOMOT0I0 KO MOKHA IPOUTH piBeHb. J{J1s 11boro
MOTPIOHO JOJATH PI3HOMAHITHI MEPEIIKOAN, YHUKATH MACTOK, 3HUIIYBAaTH BOPOTiB Ta
3HAWUTH MariyHui KamiHb, SIKMH aKTUBY€E MOPTAJ 1 JTO3BOJISIE 3aBEPIUIUTH PIBEHb.
KepyBanHs mepcoHakeM BifOyBa€eTbCs 3a JOMOMOTOIO0 KJIaBiaTypu ab0 CEHCOPHOTO
€KpaHy Ha MOOITLHUX MIPUCTPOSIX.

OaHg 3 KIIOYOBHUX OCOOJIMBOCTEHM TPU € PETENbHO HajlamToBaHa (i3uyHa
MOJIEJTb, III0 CTBOPIOE PEANICTUYHE BIAUYTTS Bard Ta 1HEPI Mig 9ac pyxy 1 CTpUOKiB
nepcoHaxa. Lle 3Ha4HO yCKJIaJHIOE YMNpPaBIIiHHS 1 BUMAarae BiJl TPaBIsl BIPABHOCTI 1
BMIHHS PO3pPaxOBYBaTH TPaekTopii cTpuOKiB. Ha koXHOMY piBHI rpa€ yHIKaJbHA
My3WYHa KOMIO3UIisl, BOHA MiIMae TPaBIsiM HACTPIM Ta JOTIOMAarae po3BaXkaTucs.

OcHoBHuUMHU irpoBuMu MexaHikamu y "Sky Adventure" € ctpuOku, 60poTsoa 3
BOpOraMH Ta MojAoNaHHA mnepemko]. CTpUOKM € BU3HAYAIBHUM €JIEMEHTOM, IO
3a0e3rnevye IpOoCyBaHHs 10 PIBHAX. Bi rpaBIisi BUMaraeThCs MOCTIHHO CIIAKYBaTH 32
HaANpsIMKOM CTpHOKa JJIsl YHUKHEHHS 3arpo3. Boporu € nepenkogamu, sikux notTpioHo
00epexHO OMUHATH a00 3HEIIKOKyBaTH. KpiM TOro, piBHI HACUYEH1 pi3HOMAaHITHUMU
NacTKaMu - IIUNAMH, HEPYXOMHUMH YHd PYXOMHMH [EpeIKoAaMH, oOOBaaMu
wiatopm.

[IpoTuBHMKaMHU y TPl BUCTYNAIOTh MIKCEIbHI MOHCTPHU. JlesiKi 3 HUX € BITHOCHO
IPOCTUMH 1 PYXaKOThCS MO 3ALMKICHUX TPAEKTOPISIX. TaKokK € MOHCTPH SIKI MOJIOIOTh

Ha rpaBls Ta MEePeCHiAyOTh Horo. [ npoxoKeHHs piBHS HEOOX1IHO BIOpPATUCA 3
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yciMa BOporamu, 00epeKHO YXWISATHCS Bij iX aTak, MiaAragaTH HAMKpamuii MOMEHT Ta
3poOouTH KOHTpaTaky. llepcoHaxk rpaBis Mae OOMEXKEHY KUIbKICTb >KUTTIB. SIKIIO
3arac JKUTTIB 3aKIHYUTHCS, I'PaBLEBl Oy/e 3apaxOBaHO IMOPA3Ky, TOAl HMPHUUIETHCA
MPOXOJUTU piBeHb criouaTky. [Ipu majiHHI B NpipBY, I'pa Mepe3amyCcKaeTbecs 3 MOro
noyatky. [Iporpec, Hakon1ueHu Ha PiBHI, HE 30epIiraeTbCs.

VYmpasninus B "Sky Adventure" peanizoBaHO swHiie Ui KiaBiaTypu Ta
CEHCOPHUX MPUCTPOiB Ha 6a31 Android. PexxuM ceHCOpHOTO KepyBaHHS aKTHUBYETHCS
aBTOMAaTUYHO TPH BUSABICHHI MOOUIbHOTrO mpuctporo. IlinTpumku reiimmnaniB adbo
OyIIb-SIKOTO 1HIIIOTO CrocoOy BBEACHHS HE mepenOadeni. Jlyis HaBiramii MEHIO TpH
BUKOPHUCTOBYETHCS JIUIIIE KOMIT I0T€pHA MUILIKA a00 CEHCOPHUM eKpaH. | '0JI0BHE MEHIO
MICTUTh TYHKTH i1 BUOOPY pIBHS, HalalTyBaHb TPU Ta BHUXOAY. BaxmuBoro
0COOJIMBICTIO € OJIOKYBAaHHS JOCTYITY JI0 HACTYITHOTO PiBHS, TOKH HEe Oyje MPpOoiaeHO
NOTOYHUM, L0 3MYLIy€ TpaBlsl MOCIIJTOBHO MPOXOAUTH BCi PiBHI MO uep3i 0e3
MOKJIMBOCTI TIPOMYCKY Oyab-siIKOTO piBHIO. [lim Yac TPOXOMKEHHS PIiBHA, MpU
HEOOX1THOCT1, MOYXXHA BUKJIMKATH MEHIO IMay3H, SKE J03BOJIAE MEPETJIIHYTH CXEMY
KEepPYBaHHS Ta IOBEPHYTHUCS B TOJIOBHE MEHIO.

Bizyanbne opopminenns "Sky Adventure" MOBHICTIO BUKOHAHE B MIKCEILHOMY
ctuii. Kpim perpo-rpadiku, 1 KOHIIEMIlS MPOSBISEThCS y ACIKUX €JIeMEHTaX
irpoBOro mporecy Ta oOMexeHHsX. Hampukman, mepcoHa)k MOKe pyXaTHCS JIHILE
TOPU30HTAJIBLHO MPaBOPYY/MBOPYY Ta BEPTUKAIBHO CTpUOATH - 0€3 MOMKIMBOCTI
BUKOHYBAaTH CKJaJHI MaHEBpH a0O 3acTOCOBYBaTH JOAATKOBI [ii. AHaJOrIYHO,
HaANpsSAMOK CTpUOKa 3a7a€TbCsa MEpe] MOro MoYaTKOM 3a JOMOMOIOI0 MEpeMillleHHs
BJIIBO/BIIPABO, a MiJl 4ac caMoro CTpuOKa TPAEKTOPIIO BXKE HE MOKHA 3MIHUTHU. Bee 1e
HAaKJIaJIa€ CYBOpl paMKH, MPUTAMaHHI KJIACMYHUM IUIaTGopMepaM, 1 BUMarae Bij

I'paBIlsg YITKOTO TJIaHYyBaHHS Ta BIAMPAIlbOBAHOI PEaKIIii.
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2.2. Onuc 3acTOCOBAHUX MATEMaTHYHHUX METO/iB

[1ix yac po3po6ku 11010 [1]] BUKOpHUCTaHHS CKIAJHUX MaTEMaTUYHUX METO/IB

He Oys10 HEOOX1THUM, OCKUIbKH (DYHKIIIOHAJIBHI BUMOTH OOMEKYBAJIUCS peai3alli€ro

IrpOBOTO IIPOLIECY B 3KaHP1 IBOBUMIPHOTO I1argopmepa. BiinmoBigHO, A1 TOCATHEHHS

MOCTABJICHUX IIUJIEH 3acCTOCOBYyBaluCs Juine 0a30Bl apudMeTwdyHi orepaii Ta

MaTeMaTuyH1 QyHKIIT 31 cranAapTHOI 010mioTekn Mathf, 1m0 HamaeTbes cepenoBHIIEM

po3poOku Unity.

VY crpykrypi SecondOrderDynamics, sika peajidye IUIaBHICTh 1 JI€3MaTHICTD

pyxoMoi miardopmu, 3aAisH1 TaKi MaTeMaTUYH1 METOAM:

1.

YucenbHe po3B'si3aHHS AU(EpeHIIabHUX PiBHSAHL. JlJIsi  MojentoBaHHS
IUIABHOTO pPyXy IUaThOpMH 3 YypaxyBaHHAM 1HEPIi BUKOPHUCTOBYBAJIOCS
YHCeJIbHE 1HTErPYBaHHSA 3BUYAMHOTO IU(PEPEHIIATBHOTO PIBHSHHSA JIPYroro
HOPSAIKY, 110 ONMHCY€E KONMBaJIbHY cuctemy. Lle 3abe3neuye mocTymnoBy 3MiHYy
IIBUJIKOCTI I1aTopMu 0€3 pi3KUX PUBKIB.

BekTopni onepauii. [lonoxenHs: nmaatdopMu 1 po3Mip MOB'A3aHUX Bi3yaJlbHUX
eJIeMEHTIB 3 Her OyB 3aJaHMil 3a JOMOMOTOIO OIlepalliii JomaBaHHS 1
MaciTaObyBaHHSI BEKTOPIB.

JliniiiHa IHTEPIOJIALIS 3aCTOCOBYBAJIACS JIJIS TUTABHOT 3MiHM IIHOBOI JTOBKUHH
nepeMimieHds miaThopMu Ha KOXKHOMY KpOIIl MOJIEITIOBAHHS 3aJIEKHO BiJ
3aJIaHOT IIBUAKOCTI MEPEMILIEHHS 1 Yacy MIXK KaJapamH.

[lepeBipka rpanuyaux ymoB. [lorounuit cranm mmardopmu (migidom abo
OIyCKaHHS) BU3HAUAJIHM IUISXOM MOPIBHSIHHS 11 TOJOXKEHHS 3 JOMYCTUMUM
Jiarra30HOM JIOBKUH TIEPEMIIISHHS.

bazoBi apudmerwuni nii. JlomaBaHHsS, BigHIMAHHS, MHOXXEHHS 1 JiJICHHS,
BUKOPHUCTOBYBAJIM JUIsl OOYMCIEHHS JOMOMDKHMX 3MIHHMX 1 KOE(III€HTIB
T epeHIiaabHOrO pIBHIHHS.

TakuMm urHOM, HE OyJI0 HEOOX1THOCTI BUKOPHCTOBYBATH CKJIaJHI MaTeMaTU4HI

MeToau, 6a30Bi apudMernyHi omnepaiii Ta (yHKuUii, 1ocTynHi B 6i6mioreni Mathf,
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JI03BOJIMJTM peajizyBaTH BCl aITOPUTMHU, HEOOXIIHI IJIsi MPABUIIBHOI pOOOTH iIrpOBOTO

3aCTOCYBaHHS B JKaHpi miatdopmepa.

2.3. Onnc BUKOPUCTAHUX TEXHOJIOTI Ta MOB IPOrPAMYBAaHHS

st crBopenns 2D rpu "Sky Adventure" BHKOPUCTOBYBAJIMChH TaKl MPOTPAMHU:
pymid Unity 2022.3.26f1, Microsoft Visual Studio Code, Aseprite 1.3 Ta MoBa
nporpamyBanHs C#.

Unity 3'sBuBcst BHachigok imei gancwekoi kommanii Over The Hedge, mizHime
nepeiimenoBanoi Ha Unity Technologies. 3acHoBHUKM mOCTaBUIM mepen coOO0ro
aMOITHY METY - pO3pOOUTH YHIBEpCAJIbHUI ITPOBUI PYIIii, SKKIl MIr OU IpaLfOBaTh
Ha pi3HMUX IU1aTGopMax Ta onepariiHuX CUCTeMax.

[Ticnsa kiapKOX POKIB HamoJieruBoi mpaiti, y 2005 poii moOavuia CBIT mepiia
Bepcis Unity. Crpamxkaim mipopuBoM st Unity craja MmoBHa KpOCIUIaT(HOPMEHICTb,
nocsrayTta y 2008 porii. Biaroai pyiniii 703B0OISB CTBOPIOBATH irpH Ta JIOAATKHU IS
NEPCOHAIBHUX KOMM'tOTepiB, MOOLIbHUX MpUCTpoiB 10S Ta Android. Jns Unity me
BIJIKPUJIO HOB1 TOPU30HTH Ta MacIITaOHE KOJIO TOTEHIIIMHUX KOPUCTYBadiB. [7]

Ha croroguimHiit nenp Unity € oqHUM 3 HAUMOMYJIAPHIIIUX ITPOBUX PYUIIiB Yy
cBiTi. Iloro BHKOPHCTOBYIOTH $K BEJIHKi CTYIii JUIA pPO3POOKH MACIITaOHUX
KOMEPIIHHUX MPOEKTIB, TaK 1 HE3aJIEkKHI PO3POOHHUKHU NJIi CTBOPEHHS 1TOP PI3HOTO

po3mipy Ta ckiaagHocTi. [nrepdelic mnargopmu. (puc. 2.1)
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Puc. 2.1 — Tnrepdeiic pymris Unity

Unity 2D - me crerianbHuii Habip iHCTPYMEHTIB B irpoBomy pyimrii FOHITI,
PO3pOo0JICHUH JJ1s1 CTBOPEHHS IBOBUMIPHUX 1TOp Ta J0/1aTKiB. BiH Ha/tae po3poOHUKaM
PI3HOMAaHITHI MOXJIMBOCTI Juisi pobotu 3 2D-rpadikoro, cmpaiiTamu, aHiIMaIli€ro,
b131KO010, KOPUCTYBAIbKUM 1HTEp(deiicoM Ta OaraTbMa 1HIIMMHU aClIEeKTaMHu.

Unity Mae cnieniajgbHl KOMIOHEHTH Ta IHCTPYMEHTH, ONTUMI30BaH1 JIJIsl poOOTH
3 JIBOBUMIpHUM cepenoBuiieM. Hampukian, kommoneHT Sprite Renderer mosBossie
JIETKO B110Opa)kaTv Ta MaHIMyJIIOBaTH CpalTaMu (JBOBUMIPHUMHU 300paKEHHSIMU ), a
iHcTpyMeHT Sprite Editor cmpornye mporiec CTBOpEHHS Ta pelaryBaHHS CIIPAWTIB.
Unity miaTpumye pi3HI METOAM PEHIEPUHTY: TPATUIIAHUNA PEHIECPUHT CIPANTIB,
PEHJICPUHT 3 BUKOPUCTAHHSAM TailiB (tilemap) (MJIMTOK IJisi CTBOPEHHS PIBHIB) 1
peHaepuHr 3 (Hi3ukoro (I peasiCTUIHOT B3aEMOJIiT 00'€KTIB).

[Tepemukanns Mixk 2D 1 3D pexumamu Ta KOMOIHYBaHHS €JIEMEHTIB B TPOEKTaxX
Unity € oaHi€ro 3 HaWOUIBII IIKABUX 1 YHIKQJIbHUX MOKJIUBOCTEH IILOTO IFPOBOTO
pymis. Taka yHIKambHa BIAMIHHICTH JO3BOJISIE PO3POOHHKAM JIETKO IMOEIHYBATH
JBOBUMIPDHI Ta TPUBUMIPHI OO0'€KTH, MEPCOHAXIB, CEPEAOBHINA Ta 1HII IrpoBi

enemenTd. Hanpukiian, MojkHa CTBOPUTH OCHOBHUH irpoBuit cBiT y 3D, a iHTepdeiic
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KOPHUCTYBayda, CIPANTH MEPCOHAXKIB UM ACSKI JEKOPATUBHI e1eMEHTH 3pooutu y 2D.
A00 HaBHaku, CBIT Ta MEPCOHAX1 MOXKYTh OyTH 2D, a okpeMi 00'eKTH UM crieliePeKTu
- y 3D. Taka rHydYkicTh BIAKPUBA€ LIMPOKI TBOPYl MOMJIMBOCTI JJII CTBOPEHHS
HEMOBTOPHUX 1 3aXOIUIMBUX 1rop. PoO3pOOHUKM MOXYTh €KCIEPUMEHTYBATH,
3HAXOJUTH iaeanbHe noeaHanusg 2D ta 3D eneMeHTIB, 00 TOCATTH 0a)KaHOTO CTHIIIO,
atMocepu Ta IrpoBoro mpouecy. Lle 103Bojisie CTBOPIOBAaTH MO-CIPAaBXKHHOMY
YHIKaJIbH1 IF'POB1 MIPOCKTH, K1 BUIUIATUMYTHCS Cepel 1HIITHX.

Mo crocyerbes cuctemu animarii y Unity 2D, To BoHa HaJ3BUYailHO THYYKa 1
noTy>)kHa. BoHa 103BoJisie CTBOPIOBATH IUTaBHI, PEANICTHYHI Ta BHUPa3HI PyXu
NEPCOHAXIB, 00'€KTIB, CIIPATIB Ta IHIIUX ITPOBUX €JIEMEHTIB. PO3pOOHUKH MOXYTb
BUKOPHMCTOBYBATH P13H1 TEXHIKM aHIMAaIli: KJIOYOBI1 KaJpH Ta pydHa IPOPUCOBKA PYyXIB,
TaK 1 HOBITHI METOIH, TaKl K KICTKOBa aHIMalisa. KicTkoBa aHIMaIIis - 1€ TEXHOJIOTS,
sKa IMITY€ peaJIbHUM pyX KICTOK CKENIETY, CTBOPIOIOUH JTy>K€ IPUPOJIHI Ta peatiCTHUHI
aHimarrii. Bona mmpoko BUkopucToByeThes y 3D animariii, ane Takox MiATPUMYETHCS
1 B Unity 2D. 3 ii gomomMororw po3poOHHUKH MOXXYTh CTBOPIOBATH HaJ3BUYAIHO
JIeTaa130BaHl Ta BUPA3HI PyXH MEPCOHAXKIB, iXHIX KIHIIBOK, OOJIMY Ta 1HIIMX YaCTHH
Tija.

Opniero 3 HalicunpHimUX ctopid Unity € ioro kpocruardopmenicTs. [8] Ls
0COOJIMBICTH A€ 3MOTY pO3POOHHKAM CTBOPIOBATH IrpHU Ta JOJATKU OAMH pa3, a HOTIM
JIETKO pO3TOpTaTH iX Ha 0e3i14l pi3HUX MIaTPOopM 1 PUCTPOiB O€3 BUTPATU 3yCHIIh HA
MOPTYBaHHS.

Kpocmnarpopmenicte o3nagae, mo Unity MTIATPUMYE IIAPOKUN CIIEKTP
onepariiuux cucreMm, BikItouHO 3 [IK (Windows, macOS, Linux), MoOiIbHUMH
npuctposimu (10S, Android), irpoBumu koncossimu (PlayStation, Xbox, Nintendo
Switch), Be6-Opay3epamu, BIpTyaaIbpHOIO Ta IOMMOBHEHOO pealibHICTIO. HesanexxHo Bij
TOrO, Ha sKik miargopmi po3pobisieTbest npoekt, Unity Hajmae equHuil HaOIp
IHCTpYMEHTIB Ta iHTepdeiic anmsi po3poOJeHHS, MI0 3HAYHO CIPOLIY€E IMpoLecC
CTBOPEHHS KPOCIIaTHOPMHUX JOJATKIB. 3aBISKH 11k 0COOIUBOCTI, PO3POOHHUKAM HE
NOTPIOHO MUCATH OKPEMUM KOJI ad0 CTBOPIOBATH OKpeMi Bepcli CBOIX MPOEKTIB AJIs

KOXHOT 11arpopmMu. 3aMiCTh HHOTO BOHU MOXKYTh 30CEPEAUTUCS HA CTBOPEHHI OJIHIET
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OCHOBHOI Bepcii J1o/aTka, sIKy MOTIM MOKHA JIETKO CKOMITUTIOBATH Ta 3aIlyCTUTH HA
pi3HMX IIaTopmax 3a J0MOMOrorw BOyAoBaHMX 1HCTpyMeHTIB Unity.

Kpocmnargopmenicts Takox 3abe3neuye eKOHOMIIO Yacy 1 pecypciB. 3aMicThb
TOTO, MO0 HalMaTH OKpeMi KOMaHIX PO3POOHMKIB JJIs KOXKHOI ruiatdopmu, CTymil
MOXYTh BUKOPHCTOBYBaTH OJHY KOMaH/Iy, IO MPAIIOE B €AMHOMY POOOYOMY TPOIIECi
Ta 3 €IMHOIO0 KOAOBOIO 0a3010. Ie 3HaYHO 3HMKY€E BUTPATH 1 MiABHUIILYE €(DEKTUBHICTD
po3poOku. Kpocmnarpopmenicts Unity pgae 3mory po3poOHHKAM — OXOMHUTH
MaKCUMAaJbHO IMIUPOKY ayAUTOPII0, HE OOMEXKYIOUUCH JIMIIE OJIHI€I0 a00 KiIbKOMa
nnardopmaMu. IxHi irpu Ta 101aTKU MOKYTh OyTH AOCTYIHI Ha 6€31iui IPUCTPOIB, 10
3HAYHO PO3IIKPIOE KIIBKICTh KOPUCTYBAYiB 1 pO3MIpH A0XO0Y. 31 CTOPOHH PO3POOHUKIB
e Jy’K€ BUT1IHO.

OpauM 13 KIT0uoBUX MOHATH B Unity € KOHIIEMIIs acceTiB (assets). AceTu - 1ie
Oyab-siKi pecypeu, Hanpukiaaa: 2D-3D moneni, TeKCTypH, 3ByKd, pUPTH, CLIEHAPI],
aHimarrii, cipaiitu. Bce 1110 BUKOPHUCTOBYIOTHCS ISl CTBOPEHHS 1irop a0 3aCTOCYHKIB
ycepenuni Unity.

KoxeH mpoekT Mae BIacHy Mamky acceTiB, KyAu PO3POOHHMKH IMIOPTYIOTH 1
OpraHi30BYIOTh yCi He00XiH1 pecypcu. Lls mamnka sisie co60r0 ¢cBOro poay 610J110TeKY,
1ie 30epiraloThCcs BC1 €IEMEHTH, 3 IKUX "OyayeThes" rpa abo 3actocyHok. Ha (puc. 2.2)

300paxeHo CTPYKTYypy Nanku Assets MO€i Tpu.

Assets

Animation Atlas Enamy Fonts Materials Picture Prefabs seripts

Puc. 2.2 — ®ainu nanku Assets

Unity mniaTpuMmye IHMPOKUNA CHEKTp (oOpMariB  acceTiB, BKIOYHO 3
Hannommpenimumu: .tbx, .obj, .png, .jpg, .mp3, .wav i 6arato iHmmx. Ile gae 3mory
pO3pOOHMKAM BUKOPHUCTOBYBATH PI3HI 30BHIIIHI 1HCTPYMEHTH Ta MPOTpaMu ISt

CTBOPEHHsI 1 pellaryBaHHsl acCeTiB, a MOTIM IMIOPTYBAaTH iX y MpoekT. Jlo mpocToro
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iMriopty pecypciB, Unity Takok Hajae 1HCTPYMEHTH IS X MOAANIbIIOT 0OpOOKH Ta
onTUMI3allli BCEpEeANHI CepeOBUIIA PO3POOKH:

1. HanmamTyBaHHS CTHUCHEHHS TEKCTyp: L (PyHKIIS JO3BOJSE BCTAHOBIIOBATH
pi3HI MapameTpu CTUCHEHHs s Tekctyp: ¢opmar crucHenHs (ETC, DXT,
PVRTC), axicTh CTUCHEHHS, MAaKCUMAJIbHUKM po3Mip TekcTypu. Lle mae 3mory
3HAUTH ONTUMAJIBHUN OallaHC MK SIKICTIO 300pa)K€HHS Ta Po3MipoM Gaimy,
3a0e3reuyrour  €(eKTHBHINIC BHKOPUCTAHHS TaM'sTi Ta TOKpaIleHHs
IPOAYKTUBHOCTI.

2. Immopt animamiii: Unity miaTpuMye IMIOPT aHIMAIi 3 pPI3HOMaHITHUX
30BHIIIHIX MakeTiB: Aseprite, Maya, Blender. I1ig yac imnopty aHimMariiii Mo>kHa
HaJalITOBYBATU PI3HI MapaMeTpH, IMIOPTYBATH JIMIIE NOTPIOHI Kaapu Yu
3MIHIOBAaTH YacTOTy KajpiB. Takok € MOMIJIMBICTH 3aCTOCOBYBaTH KiCTKOBY
aHIMAIIiIO JIJIsl CTBOPEHHS IJIABHUX Ta PEATICTUYHUX PYXiB ITEPCOHAXKIB.

3. CrBopenns HaBiramiiaux citok st LI: Unity mae BOyoBaH1 iIHCTpyMEHTH IS
CTBOpPEHHsI HaBiramiiHux citok (NavMesh), sKi BHKOPHUCTOBYIOTHCS ISt
3a0e3MeueHHs] IITyYHOIO IHTEJEKTy Ta HaBiramii IrpoBUX ICTOT (BOpPOTIB,
COIO3HUKIB) B cepenoBuili rpu. Lli iHCTpyMEHTH M03BOJISIIOTH aBTOMATHYHO
reHepyBaTH HaBITalliiiHI CITKM Ha OCHOBI T'€OMETpIi IrpOBOTO CBITY, & TaKOX
HAJIAIITOBYBATH Pi3HI MapaMeTpH, Taki SK 0OJacTh HaBirailii, MEepPenKoan Ta
o0acTi, 3a00pOHEHI JIJIs1 IEPEMIIICHHS.

4. Penpepunr: Takox € YUCIEHHI IHCTPYMEHTH JJIs HAJAIITyBaHHS Ta ONTUMI3AIli
IPOLECY PEHJEPUHTY, 110 BIUIMBAE HA Bi3yaJIbHY AKICTh Ta MPOAYKTUBHICTD TPH.
Hanpuknana, Mo)KHAa HalalITOBYBaTH TapaMeTpH 3aTiHEHHs, OCBITJICHHS,
3aCTOCOBYBaTH TMOCT-00pOOKY 300pa’keHb, BUKOPUCTOBYBATH ‘‘3amiKaHHS
OCBITJICHHSI.

[{i iHCTpYMEHTH O3BOJISIIOTH SKICHO HAJAIITOBYBAaTH Pi3HI aCHEKTH ITPOBHX
pecypciB Ta mporeciB OesmocepenHbo B cepemoBuili Unity, 0e3 He0oOXigHOCTI
BUKOPUCTOBYBAaTH JOAATKOBE CTOPOHHE IporpamHe 3abe3neudeHHs. lle 3abe3neuye

OUIbII 3pyyHUl Ta €(YEeKTUBHUI poOOUYUI TIpoILIeC, JO3BOJISIIOYM ONTUMI3yBaTH 1IrpoBi
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MPOEKTH JJIS TOCSITHEHHS Kpaloi MPOAYyKTUBHOCTI, BI3yaJIbHOI SIKOCT1 Ta 3arajibHOTO
JOCBiMy TpaBis. [9]

OnnHa 3 HailleeKTUBHIMMX 1 HAaWOLIBII KOPUCHUX (YHKLIA acceTiB — IIe
HAsSIBHICTh 3MOTH TOBTOPHOTO BHUKOPHUCTAaHHsS. J[O3BOJIGHO JIETKO MeEepeMilllaTh i
NEPEHOCUTH ACCETH MK PI3SHUMHU CLEHAMH OJHOTO MPOEKTY Ta 30BCIM PIZHUMHU
npoekTamu. s GhyHKIIisI € HAUMPOCTIIIO Ta B OAHOYAC AyXKe €(heKTUBHOIO. 3aBISKH
MIePEBUKOPUCTOBYBAHOCTI aCeTiB, HE MOTPIOHO CTBOPIOBATH 1CHTHYHI PECYpCH, TaKi
SIK CIIpaiTH, MOJIEN, TEKCTYPH, aHIMaIlli Y CKPUMTH, CIIOYATKY JJIsI KOKHOI HOBOT
cueHn abo mpoekty. HaTomicTh, MOXIMBO IMIIOPTYBATH BXKE ICHYIOYi, paHIIIe
CTBOPEHI acCeTW 1 BHUKOPUCTOBYBATH IX MOBTOPHO Yy CBOiX HOBHX PO3pOOKax.
Bukopucranas ofHUX 1 TUX CaMHX aceTiB JI03BOJIsIE 30€perTu Bi3yalibHY ILUIICHICTh
IpU.

[Ile onni€ro 3 HABAXIIMBIIIMX Ta HAO1JIBII KOPUCHUX KOHUENIIN Y Cepe0BHIILI
Unity € npedabu (Prefabs). Bonu mpencraBisitorb co00r0 3aroTOBKH IS ITPOBHUX
00'€KTIB, 10 CKJIQJalOThCs 3 KUIbKOX KoMIoHeHTiB. IIpedabu  mpoekty

IPOAEMOHCTPOBAHO Ha (puc. 2.3)

Puc. 2.3 — 3arorosneni npedabu

[IIo6 ctBOpUTH mMpedad, moTpiOHO 00'eAHATH PIZHOMAHITHI KOMIIOHEHTH, TaKi
SIK CIIPANTH, CKPHIITH, TEKCTYPH, €IEMCHTH (i3UKH, B €IUHUN 00'€KT yCepearHi CIICHH
pymis. Ilicns mporo manuii o0'ekT MokHa 30epertu sk mpedad y Temi pecypcis
npoekty. Takox mpedabu MOXyTh OyTH BKJIAJ€HI OAWMH B OJHOTO, CTBOPIOIOUU
lepapxiuHy CTpYKTypy. Lle 103BoJIsi€ CTBOpIOBATH OUIBII CKJIA/IHI KOMITIO3UTH1 00'€KTH,
IO CKJIAJaI0ThCA 3 KIIBKOX B3a€MOIMOB's3aHux mpedadis. [lpuknan 300pakeHo Ha

(puc. 2.4)
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Puc. 2.4 — lepapxiuna cTpykrypa npedady MagicStone

Unity mpomnoHy€e poO3MIMPEeHI MOXIUBOCTI JUIsl THY4YKOi poOoTH 3 mpedadamu.
[10] Icnye ommisi mepeBaxkyBaHHsl (overriding), sika JO3BOJISIE 3MIHIOBAaTH OKpeMi
KOMITOHEHTH eK3eMIuIsipa npedaldy, He 3MIHIOIOUH MPU [IbOMY caM BHUXiIHUN npedad.
TakuM 4YWHOM, MOXXKHA CTBOPIOBaTH pi3HI Baplalli OJHAKOBUX OO'€KTIB 3
1HIUBITyaIbHIMY HAJIAITYBaHHSIMHU.

OcHoBHa mnepeBara npedabiB MoysIra€ B TOMY, IO MICHSA X CTBOPEHHS BOHHU
MOXYTh OyTH OaraTtopa3oBo BUKOpUCTaHI. IIpu 1mpoMy BCl €K3eMIUIIpU MaTUMYTb
OJTHAKOBl KOMITOHEHTH Ta CTPYKTYpPY, 3aJlaHi MiJ 4Yac CTBOpeHHs mnpedaly. Skino
BHECTH 3MIHU JI0 OyIb-SKOr0 KOMIIOHEHTa Tmpedaly, Ii 3MIHM aBTOMATUYHO
3aCTOCYIOTBCS JIO BCIX MOTO €K3eMIUIAPIB y POeKTi. Ll ocoOnmuBiCTh € Ha3BUYANHO
KOPHUCHOIO JIJIsl 00'€KTIB, 110 TOBTOPIOIOTHCS B I'Pl, TAKKUX SIK BOPOTH, Oy/1iBII1, €IEMEHTH
OTOUYEHHS. 3aMICTh TOTO, 11100 HANAIITOBYBATH KOKEH O0'€KT 3 HYJISA, Kpallle CTBOPUTH
npedad Mmicas CTBOPEHOTO Ta HAJAIITOBAHOTO O0’€KTa, a MICJS 3aCTOCOBYBATH MPHU
notpeoi.

Bapro 3a3nauutu, mo koHuernuis npedabiB He € yHiKaibHOW mia Unity,
aHAJIOTIYHI PIIIEHHS ICHYIOTh 1 B IHIIUX irpoBux pyurisx. [Iporte, peamizaiis npedadis

y Unity BBaKa€eThCs OJTHIEIO 3 HAMOUIBII MPOAYMAaHUX Ta 3pYYHUX Y BUKOPUCTAHHI.
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Iatepdeiic Unity B MoeMy BHMaaKy Mae€ Taki KOMIOHEHTH: BKJIaJKa Scene,
Game, Project, Console, Hierarchy, Animation, Animator, Inspector, maHemb
iHcTpyMmeHTiB, Tile Palette, Lighting.

Bknagka Scene B Unity € OgHMM 3 HaWBaXJIMBIMIUX I1HCTPYMEHTIB JIJIst
PO3MIILEHHSI Ta CTBOPEHHS IrpoBUX 00'exTiB. BoHa mpencraisie co000 CBOEPITHY
"cueny" abo pobouunii MpoCTip, A€ MOKHA KOHCTPYIOBATH ITPOBI PiBHI, PO3MIIITYIOYH
Ta MaHIMYJIOYM PI3HOMAHITHUMH 00'€KTaMM, TaKMMH SK MOJEJi, OCBITJICHHS,
KaMepH, KoJaiiiepy Ta 1HII1 KOMIIOHEHTH.

OcHoBHi (yHkii Bkiragkn Scene: [11]

1. CrBopeHHsi Ta po3MminieHHs 00'ekTiB: CTBOpIOBaTH HOBI irpoBi 00'ekTH abo
po3MILLyBaTH ICHYI0U1 npedadu B Mexkax cueHu. Lle opmye 0CHOBY IrpOBOIO
CBITY.

2. Maninynsuia o6'ektamu: O0'€eKTH B CIIEHI MOXKHA MEpeMilllyBaT, oOepTaTH,
MacmTabyBaTH Ta 3MIHIOBATH iX BIACTUBOCTI.

3. lepapxis o0'extiB: Briagka Scene 103BOJIsi€ CTBOPIOBATH 1€papX1uHi CTPYKTYPH
00'ekTiB, 1€ OAHI OO'€KTM € [OYIPHIMU [0 BIJHOUWIEHHIO O IHIIHX,
3a0e3meuyroun OpraHi30BaHICTh Ta 3PYUYHICTh yIPABIIIHHS.

4. Tlomepenniit meperysin rpu: J{03Boisie meperasgaTH Ta TECTyBaTH CBOI irpoBi
CIICHHM B PEXHUMI PEaJIbHOTO Yacy 0e3MmocepeHbO Yy BiKHI CIIEHH, IO CIPOIILYE
MIPOIIEC HAIArOKEHHS Ta 1Teparliil.

5. PobGora 3 kamepamMu: y BKJIa/ill Scene MOXHa PO3MIIIYBAaTH Ta HAJIALITOBYBATH
KaMepH, SKi BU3HAYAIOTh MOJIE 30pYy TPaBISl Ta BiIOOPaKEHHS iIrPOBOTO CBITY.

6. HamamTyBaHHS OCBITJICHHA: MOXKHa JOJaBaTH Ta HAJIAINTOBYBAaTH pi3HI
JUKepena CBiTIa, 00 CTBOpIOBaTH OaxkaHy atMoc(epy Ta Bi3yalbHI €(eKTH B
I'POBOMY CBITI.

Bknanka Game (puc. 2.5) cinyrye s monepeHbOTo Meperisy Ta TeCTYBaHHS
ITPOBUX CIIEH Y PEKKMI pEaNbHOTO Yacy 3 TOUku 30py rpasud. [1ig yac poboTu B miii
BKJIAJIIT1, MO’KHA 3MIHIOBATH Pi3HI 3MIHHI, 3MIHHA HE 30€pIraloThCsl, MiCIs MIPUITUHEHHS
po0OOTH BKJIAJKH, BC1 3MIHHI TIOBEPHYTHCS /10 TIOMEPEHIX 3HAUECHb.

Bona mae kinbka Kmro4oBux GyHkii: [12]
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[Tonepenniii neperisia: Bikno Game nokasye, K BUTIISJaTUME ITPOBUH CBIT €
TOUYKH 30py KopucTyBaua. Lle m03Bosisse MOOAUNTH KiHIIEBHI pe3yibTaT CBOET
poOOTH Ta MIBHUIKO OLIIHUTH 30BHILIHIN BUTJISA 1 IFPOBUN TIPOIIEC.

TecryBanns reiimmuiero: Bkiaaky Game MoOXHa BUKOPUCTOBYBATH JIJIst
TECTyBaHHS ITPOBOI MEXaHIKM, TEpPEeCyBaHHS NEPCOHAXIB, B3aeEMOJIi 3
00'ekTamMu, TpUTEpaMU Ta HIIMMH ITPOBUMHU CHCTEMaMH B PEKUMI PEATIbHOTO
qacy.

Hanaromxkenns: Bikno Game Hajmae iHCTpYMEHTH ISl HAaJaro/KEHHs, Taki K
neperys 3Ha4eHb 3MIHHHMX, JIOTIB Ta MPOJAYKTUBHOCTI JOJATKy B MexXax
3aIyILIEHOI CIIEHH.

Imitamist matdopmu: Unity 103BoJIsi€ IMITYBaTH Pi3HI HIKOBI miIaTopMu Ta

pO3/UIeHy 3/IaTHICTh eKpaHy y Bkiajii Game, mob MoxHa OyJio MepeBipuTH,

SK BUTJIAJIA€ Tpa Ta SK MpaIoBaTUME Ha PI3HUX MPUCTPOSIX.

Puc. 2.5 — Bximagka Game
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Bxrnanka Project € nieHTpaabHUM MicIieM JIsl opraHizallii Ta KepyBaHHS BciMa

pecypcamu, abo aceTaMu, 1[0 BUKOPHUCTOBYIOThHCS B ITPOBOMY ITPOEKTI. OcHOBHI

dynkii miel Brmagku: [13]

1.

Hagirarris Ta BiopsiakyBaHHs acceTiB: Bkiagka Project BimoOpaxkae iepapXiuHy
CTpYKTypy mamok 1 ainiB mnpoekty. lLle mo3Boisie Jerko 3HAXOIUTH,
NeperysaaTH Ta BIOPSIKOBYBATH CIIPAlTH, TEKCTYPH, CKPUIITH, ayaiodaiiim Ta
BCE 1HIIIE.

IMIopT Ta eKcropT aceTiB: 3a JOMOMOTr0l0 BKIaAKu Project MoxkHa IMIIOpTYyBaTH
HOBl aceTW 10 TPOEKTY 3 3O0BHIMIHIX JKeped. TakoX € MOXKIUBICTH
EKCIIOPTYBATH aCETH 3 TIPOEKTY.

[lepernsim Ta penaryBanHs aceTiB: Bkianka Project Hamae BOygoBaHi
IHCTPYMEHTH ISl 1X Meperisiny Ta 0a30BOT0O penaryBaHHsI O€3MOCEPEeHbO B
Unity.

CtBopenHs Ta kepyBaHHs npedadamu: Briagka Project 1o3Bosisie cTBOproBartu,
30epiratu Ta KepyBaTu npedadumu.

Hoctyn no Asset Store: 3 Bkiaaku Project € npsimuii moctyn 10 oQimiiiHOTO
maraszuny aceTiB Unity (Asset Store), ne MOKHa HIyKaTH, MEPEryisiiaTH Ta
BCTAHOBJIIOBATH JIOJATKOBI pEeCypcHM Ta IHCTPYMEHTH BIJ] CTOpPOHHIX
PO3POOHUKIB.

Bxmanka Console (puc. 2.6) y cepenosuii po3poOku Unity moTpiOHa s

BIJICTEKEHHS Ta HaJaro/PKeHHs Koy AojaTkiB. Kijibka kirouoBUX QyHKITH: [14]

1. BuBeneHHs NOBIAOMJIEHb B KOHCOJIb JIONIOMAara€ BiJICTEXYyBaTH CTaH
BUKOHAHHS KOJy IIUISIXOM BUBEACHHS MTOBIJJOMJICHb.

2. BusiBneHHs Ta BIACTEKEHHS MOMUIIOK. SIKIIO B KO/I1 ICHYIOTh SIKICh TOMUJIKH
a00 HEIOJIKH, KOHCOJIb JOIIOMOXKE BIICTEKUTH X, BUBOASYN MOBIIOMIICHHS
TTOMUJIOK.

3. HamaromxenHs ta tectyBaHHs. Console € KOpHCHUM IHCTPYMEHTOM IS

HaJIaroPKCHHA Td TCCTyBaHHA I[OI[aTKiB.
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Puc. 2.6 — Busin nosigomiiens y Console

Bxnanka Hierarchy (puc. 2.7) B Unity Bifirpae KJito4oBY pojib B OpraHi3alii Ta

yIpaBIIiHHI irpoBUMHU 00'ekTamu Ha ciieHi. OcHoBHI QyHKIIT i€l Bkimaaku: [15]

1.

BinobOpaxkennst iepapxiunoi ctpyktypu: Bxmamka Hierarchy Bisyamisye Bci
IrpoB1 00'€KTH, IPUCYTHI HAa BIAKPHUTIN CLUEHI, Y BUIJIA/l 1€papXiqHOIO JIepEBa.
[le nmomomarae jerko BiACTEXKyBaTu OaTHKIBCHbKI Ta JOYIpHI BIAHOCHHU MIX
00'ekTamu.

CtBOpeHHS Ta BKJIaJE€HHS 00'€KTIB: 3a Jonomororo Bkiaaku Hierarchy moxna
CTBOPIOBATH HOB1 TOPOXHI1 IrpoBi 00'€eKTH a00 BKIJIaIaTH 1ICHYI0Y1 00'€KTH OJIUH
B OJTHOTO JTIsl TOOYIOBY CKJIQIHUX 1€pAPXIYHUX CTPYKTYP.

KepyBanns oO'ekramu: Bxiagka Hierarchy mo3Bossie BMHKaTH/BUMHKATH,
nepeMillyBaTH, 3MIHIOBAaTH Ha3BU Ta BUJIAJISITH ITPOBI 00'€EKTH Y CIIEHI.
Opranizaniss 00'ektiB: [IpaBuiibHE CTPYKTYpyBaHHA 1€papXii B Il BKJIaIL1
JoTIoMarae TpUMaTH MPOEKT OPraHi30BaHUM Ta IOJIETIIYE OPIEHTALlI0 Cepen
YUCIICHHUX ITPOBUX O0'€KTIB.

Bubip o0'extiB: Brianka Hierarchy € 3pyuynum cnocobomM BuOpatu oaud abo
KUJIbKa IrpOBUX O0'€KTIB JIJIsl pelaryBaHHs a00 HaJAIITYBaHHS 1X BIIACTUBOCTEN
Ta KOMIIOHEHTIB.

Bxmanenns npedabis: Kpim 3Buuaitnux irpoBux 00'exTiB, y Bkiaaui Hierarchy
TAaKOXX MOXHAa BKJaAaTu npedadu, IO TMOJETIye CTBOPEHHS CKIATHUX

1EpapXIYHUX CTPYKTYP 3 MONEPEAHBO CKIAJEHUX KOMIIOHECHTIB.
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‘= Hierarchy

Puc. 2.7 — CtpykrypyBanHs Bkiaanku Hierarchy

Bxnagka Animation (puc. 2.8) Hajiae IHCTpYMEHTH JJIsl CTBOPCHHS M KEpyBaHHS
aHiMaIlisIMH iIrpoBHX 00'€KTIB Ta mepcoHaxiB. OCHOBHI (YHKIIIT 1i€l BKiaaku: [16]

1. CrBopeHHs aHiMamiii: Ha BKJIAAi Animation MOXXHa CTBOPIOBAaTH HOBI
aHiMariiiHi  xmnu. Ile 703BoJiss€  OXKUBIATH TMEPCOHAXIB, OO'€KTH Ta
HABKOJIUIITHE CEPEIOBUIIIC.

2. PenaryBannsa aniMamiii: Bxmagka Animation Hajmae 3pydHHil iHTepdeic s
penaryBaHHs aHIMallIMHUX KJIIMIB, 10JaBaTH, BUAISITH Ta 3MIHIOBAaTH KJIFOUOBI
KaJIpH, pEeryJIoBaTH KPUBI aHIMAITIi.

3. Tlepermsan aniMariii: y 1iid BKJIQJAI MOXKHA TIOTIEPEIHBO TEeperisaaTH aHiMalii
B PSKHMMI peaTbHOTO Yacy, 110 MOJICTITY€E HAIaroKeHHS.

4. KictkoBa amimariisi: Bxiaaka Animation MATpUMY€E CHCTEMY KiCTKOBOI
aHIMalIlii, sika JJ03BOJISIE CTBOPIOBATH PEAIICTUYHI aHIMaIIlii JIJIsi IEPCOHAXIB Ta

THIITUX 00'€KTIB 13 CKJIAJIHOIO JIe(pOopMaIli€lO.
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Puc. 2.8 — JleMoHcTparis aniMarii 6iry

Bxrnaaka Animator (puc. 2.9) B Unity npu3HaueHa jisi CTBOPEHHS Ta KEpyBaHHSI
aHIMallIMHUMHU KOHTPOJEpaMH IS ITPOBUX TMEPCOHaXiB Ta 00'ekTiB. OCh OCHOBHI
¢GyHKIIT i€l Brmagku: [17]

1. BizyanbHe CTBOpEHHs CTaHIB aHIMamii: y BKiIaami Animator MoOKHA
CTBOPIOBAaTH CTaHMU aHIMallli, SKI MPEJACTaBJISIIOTH PI3HI TMOBEIIHKKA abo il
nepcoHaxa: “oir”, “ctpmubok”, “araka’.

2. HanamryBaHHS mepexoiiB MK CTaHaMM: 3a JOTIOMOTOK0 BKJIAJIKU Animator
MO>KHA BU3HAYATH YMOBH Ta MAPAMETPH, 32 SIKUMHU B1JJOYBAIOTHCS MEPEXOIU MIXK
PI3HUMH CTaHAMH aHIMaIlil.

3. KepyBanns mnapamerpamu aHiMarliii: Bxmagka Animator Hamgae 3pydHH

1HTEepdeic AJid KepyBaHHs MapaMeTpaMu, SIK1 BIUIMBAIOTh HA aHIMaIli.
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Puc. 2.9 — Kontposnep animariiif mepcoHaxa

Bxnaaka Inspector (puc. 2.10) B Unity BUKOHY€E KJIFOUOBY pOJIb y HaJalITyBaHHI

Ta KEPYBaHHI BIIACTUBOCTSAMH Ta KOMIIOHEHTaMH 1IrpoBUX 00'ekTiB. OCHOBHI (yHKIII1

i€l Btaaku: [18]

1.

[lepernsin 1 pemaryBaHHs BIaCTUBOCTEH: Inspector BimoOpakae BCi BIIaCTUBOCTI
Ta KOMIIOHEHTH BHOpaHOro irpoBoro o00'ekta. MOXKJIMBO TEPETISHYTH Ta
BiJIpe/laryBaTy BIACTUBOCTI JJIsI IIIBUAKOTO HAJIAIITYBAHHS 00'€KTIB.
JlonaBanHs Ta BHUIAJICHHS KOMIIOHEHTIB: 3a JOMOMOror Inspector mMokHa
J0/1aBaTH a00 BUAAISATH KOMITOHCHTH.

HanamryBanHss KOMIIOHEHTIB: BKitagka 103B0IIsIE HATAIITOBYBATH BIIACTUBOCTI
PI3HUX KOMIIOHEHTIB, MPUKPIIICHUX 110 00'ekTa, Takux sk: Rigidbody 2D, Box
Collider 2D, transform, ckpuntu Ta iHIIi.

[lepernsin ta penmaryBanHs mpedabiB: Inspector q03BoNsIE TIEperisigaTH Ta
penaryBatu BIacTUBOCTI mipedadiB.

KontekctHa pomomora: st 6araTbOX KOMIIOHEHTIB Yy BKJaAIll Inspector
JOCTyITHa KOHTEKCTHAa JIOMOMOTa, SKa TOSCHIOE IX TPU3HAYCHHS Ta

HaJIallITYBaHH:.
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6. IlpucytHs ¢ynkimis ¢ikcamii BikHa, MOTpiOHA AJsi TpUBaIOi poOOTH 3 OJHUM
KOMITOHEHTOM.

O Inspector ® | ighting Tile Palette
Enemy2 (1)
Tag Enemy1l * Layer Enemy

Transform

s Sprite Renderer
Rigidbody 2D
 Box Collider 2D

Enemy 1 (Script)

H Enemy 2

Mane (Avatar)

Marmal

Always Animate

Left Limit
Right Lirmnit

+ Enemy Look At Player (Script)

Add Component

Puc. 2.10 — JlemoHcTpaIliss KOMIIOHEHTIB MOHCTpPa
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Bxnaaka Tile Palette (Puc. 2.11) B Unity BUKOPHCTOBYETBCS JIJISi CTBOPCHHS
PIBHIB Ta IFPOBUX CEPEIOBHIII, IO CKIATAIOTHCS 3 TailliB a00 MIUTOK. OCh OCHOBHI
dynkuii miel Brmagku: [19]

1. Opranizanis taitnoBux Habopis: Tile Palette no3Bosnsie imnopryBatu, 30epiratu
Ta KepyBaTU PI3HUMHU HaOOpaMu TaljiB, TAKUMU SIK TEKCTYpPH MiAJIOTH, CTiH,
00'€KTIB OTOYCHHSI.

2. Hanecenns TaiiniB Ha cueHy: 3a gomomororo Tile Palette moxxna OymyBaTu
Taiiim 0e3mocepeIHLO Ha ITPOBY CIIEHY B peXUMIi TIeperysiay ciieHu. e 3nauno
MPUCKOPIOE TIPOIEC CTBOPCHHS PIBHIB Ta JIaHAMAadTIB 3 TOBTOPIOBAHUX
€JIEMEHTIB.

3. CtBopenns TaitmoBux mamiTp: Unity J03BOJIsi€E CTBOpIOBaTH Ta 30epiraTu
HaJAIITOBaHI MAJITPU TaWIiB AJi1 MOBTOPHOTO BUKOPUCTAHHS B MaMOYyTHIX
MPOEKTax.

4. Tlinrpumka pizHux mapis: Tile Palette marpumye po6oTy 3 AeKiTbKOMA IIapaMu

TalIIB, 110 I03BOJISIE OPTaHI30BYBATH P13HI TUIIH €JIE€MEHTIB HAa OKPEMUX I1apax

JUTSL 3pYYHOCTI.

Puc. 2. 11 — PiBens cTBOpeHuii 3a nonomororo Tile Palette

[Tpu ctBOpenHi irpoBoro momatky "SKy Adventure" BHKOPHCTOBYBAIHCS

nakeTu 300pakeHi Ha (puc. 2.12)
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i: Name (asc) * Filters

Packages - Unity

& 2D Animation
ite Importer
2D Common
2 2D Pixel Perfect

a8 2D PSD Importer

2 20 Tilemap Editor

a8 20 Tilemap Extras

Collections

9 Custom MURnit
JetBrains

¥ Mathematics
Test Framework
TextMeshPro
Timeline
Lnity LI
Version Co
Visual Scripting

Visual Studio Editor

Puc. 2.12 — I[lepemnik iHCTaThbOBaHUX MMAKETIB

Microsoft Visual Studio Code [20] e cygacHOIO TIporpaMHOIO IIATHOPMOFO JIIS
CTBOPEHHSI Ta peJaryBaHHs KOJy, SIka BUXOJUTH 32 PaMKH 3BHYAITHOTO TEKCTOBOTO
penaktopa. lls po3poOka Big Microsoft HaOyna MMUPOKOI MOMYJSIPHOCTI CEPiJl
npodeciiiHuX po3pOOHUKIB MPOrpaMHOrO 3a0€3MEUYECHHs PI3HUX Tally3ei, 30KpeMa
THUX, XTO Tpamwe 3 irpouM pymrieM Unity. 3actocyBanns Visual Studio Code B

KOHTEKCT1 po3po0ku irop Ha Unity Mae HU3KY ICTOTHUX IEepeBar.

40



OnHa 3 HAWTONOBHIMIMX BIAMIHHOCTEH — 1€ KPOCIUIAT(OPMEHHICTH IIHOTO
3aco0y po3poOKH, SIKUM MIITPUMYETHCSI Ha PI3HUX ONEpaliiHUX CUCTEMaX, TAKUX K
Windows, macOS Tta Linux. lle 3abe3neuye rHy4KkicTh Ta YHi(IKOBaHUH HOCBiX
poOOTH HE3aekKHO Bl BAKOPUCTOBYBAHOT TIIATHOPMH.

Opniero 3 BuzHauanpHux puc Visual Studio Code (puc. 2.13) € ioro nerkicts Ta
BHCOKa IPOAYKTUBHICTh. Ha BiAMIHY Bi/ JESKHX MACUBHUX IHTETPOBAHUX CEPEIOBHIIL
po3po6ku (IDE), BiH 7eMOHCTpY€E MIBUJIKE 3aBaHTAKEHHS Ta CTa0UIbHY POOOTY HaBITh
Ha MEHII MOTYXKHUX anapaTHUX pecypcax. LI ocodbauBicTh poOUTH HOro npuBadIMBUM
st po3poOHuKIB irop B Unity, ne dYacto mMmOTpiOHO OJHOYACHO BHKOHYBATH

PECYpPCHOMICTKI 3aBIaHHS.

cTpyKTYPA
BPEMEHHAA LIKANIA

‘OGO3PEBATENb PEMIEHUIA
0 Mpoexm: 2

Puc. 2.13 — Cepenosuie po3pooku Visual Studio Code

BaxxmmBoro nepeBaroro Visual Studio Code € iioro po3mmproBaHa eKOCHUCTEMA
IUTariHiB Ta JIOJIATKOBMX KOMITOHEHTIB, SKi JIO3BOJISIOTH aJanTyBaTH MOTO
(GYHKIIOHAIBHICTh BIAMOBIAHO A0 croenudiuHuX MoTped po3poOHMKIB. 30Kpema,
JOCTYIIHI CTeIiani3oBani po3mupeHHs g podotu 3 Unity, mo 3a0e3nedyroTh
JOJIAaTKOBY MIATPUMKY Ta IHCTPYMEHTH HJisg €(QEeKTHBHOI pPO3poOKH Irop Ha i

iatdopmi.
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Visual Studio Code npomnonye noTy>kHI MOXKJIMBOCTI /ISl HAJIATOXKEHHSI KO,
IHTErpaIlio 3 CUCTeMaMU KOHTPOJIIO Bepciil, BOyJOBaH1 1HCTPYMEHTH AJisi poOOTH 3
TEpMiHAJTbHUMH BiKHaMH Ta Oararo iHmoro. Lli ¢pyHKIii € KpUTUYHO BaXKIUBUMH IS
3a0€3IMeUeHHs BUCOKOI SIKOCTI Ta CTaOLILHOCTI PO3POOITIOBAHUX ITPOBHX MPOEKTIB.
Microsoft Visual Studio Code € rHy4KO0 Ta BUCOKOIIPOIYKTUBHOIO IJIAT(HOPMOIO ISt
CTBOPEHHSI Ta peJlaryBaHHsI KOy, SIKa 3aBIISIKU CBOi KPOCIIATQOPMEHHOCTI, IETKOCTI,
PO3IIMPIOBAHOCTI Ta 1HTerpaii 3 Unity cTana I[IHHUM 1HCTPYMEHTOM J1Jis1 €(DEeKTUBHOT
PO3pOOKH Irop Ha IIbOMY IrPOBOMY PYLUIO.

¥ mporieci CTBOPEHHS iIrop 3a I0MOMOT 010 irpoBoro pyiris Unity mpoBiAHY poJib
Bijlirpae moBa mnporpamyBaHHs C#. Ll 00'ekTHO-OpieHTOBaHAa MoOBa, PO3poOIIeHA
kommaniero Microsoft, TicHo iHTerpoBaHa 3 cepemoBuiiem Unity Ta 3abe3neuye
PO3pOOHUKAM MOTYKHUM IHCTPYMEHTApI U1 peanizallii irpoBux npoekTti. OHIE0 3
nepeBar BukopuctanHs C# y po3poOui irop Ha Unity € ii OpOIyKTUBHICTH Ta
ONITUMI3AIlis JUIS MBUIKOT0 BUKOHAHHS KOy. SIk KommiaroBaHa MoBa, C# 3a0e3meuye
BHUCOKY €()€KTHUBHICTb, 1110 € KPUTUYHO BAKJIMBUM ISl IporpamicTiB pizHuX chep. Lle
JTI03BOJISIE€ Peali30BYBAaTH CKJIQJIHY ITPOBY JIOTIKY Ta 0OPOOJISATH BEIUKI 0OCITH JaHUX
0€3 3HaYHOTO BIUIMBY Ha MPOJTYKTHUBHICTb.

BaxxiMBo Takok Bi3HAYUTU 3PYUHICTH Ta 3pO3yMUIICTh cuHTakcucy C#, 1o
MOJIETTIIYE TIPOIIEC HABYAHHS Ta HANMUCAHHSA KOMy JUisi po3poOHWKiB. HasiBHICTBH
notyxHoi 0i6miorexku kinaciB .NET Framework 3aGesmeuye mmpokuii crekrp
(YHKIIOHAIBHUX MOMKJIMBOCTEN I pOOOTH 3 PI3HOMAHITHUMHU aCHEKTaMH 1rPOBOIO
po3BuTKy. Cepenonuie po3pooku Visual Studio Code, ctBopere Microsoft, mpomnonye
TicHy iHterpamito 3 Unity Tta Hamiiiny miarpumky C#. Po3poOHUKH MOXYTb
CKOPHUCTATUCS 1HCTPYMEHTAaMHU [UIsl HaJIaro/KEHHS, aBTOMAaTHMYHOTO JIOMOBHEHHS,
pedakTopuHry Ta 6araTbMa IHIIUMU (PYHKISIMU, 10 3HAYHO CHPOIIYIOTH IMPOIIEC
HANMCaHHs Ta ONTHUMI3allli IrPOBUX CKPUIITIB.

AKTHBHa cCHiIbHOTAa pO3poOHMKIB C# Ta HasSBHICTP YHCIECHHUX PECYPCIB,
010mioTek Ta (QpelMBOpPKIB poOIATH 10 MOBY NPOrpaMyBaHHS 1€ OUIBII
npuBabIMBOIO Mg CTBOpeHHs irop Ha Unity. Po3poOHHMKM MOXYTb CKOpUCTATUCS

TOTOBUMH PIIMICHHSIMU Ta IHCTPYMEHTaMH, 10 IPHUCKOPIOE TMPOLEC PO3pOOKU Ta
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JI03BOJISIE 30CEPEAUTHCS Ha YHIKAJIbHUX aCHEKTaX CBOTO IrpPOBOrO MPOEKTY. 3aBISKH
CBOIM NPOAYKTHBHOCTI, 3pO3YMIJIOMY CHHTAaKcucy, TicHIM iHTerpauii 3 Unity Ta
HIMPOKIM MIATpUMII, MOBa mporpamyBaHHs C# crajla HEBII'€MHOI YaCTHUHOIO
nporecy po3poOku irop Ha mik miargopmi. Bukopucranus C# y moegHaHHI 3
moxkuBocTsaMu Visual Studio Code 103Bosisi€ CTBOPIOBATH BUCOKOSIKICHI, €(DeKTUBHI
Ta 3aXOIUIMBI IrPOB1 MPOEKTH, K1 BIJMOBIJAIOTh BUMOTaM Cy4aCHUX T'PaBIIiB.

VY mpotieci CTBOPEHHS irop, 0COOIUBO TUX, SIKI BAKOPUCTOBYIOTh PETPO-IU3aiiH
1 mikcen, nporpama Aseprite [22] Biirpa€e BaXkJIMBY POJjb, € KOPUCTYBaul MOXYTb
CTBOPIOBATH YyJ0B1 300pa’keHHS Ta aHIMaIlli, IPaIFOI04YH Oe3MOoCcepeaHbO 3 OKPEMUMU
nikcessiMu. Po3poOHuKU Aseprite MPUILIUIN 3HAUHY yBary 3a0e3Med4eHHI0 3pyYHOTro
Ta I1HTYiTUBHOro iHTep(eiicy. HaBiTh mNouMHaKO4Yl KOPUCTYBa4l MOXKYThb JIETKO
OMaHyBaTW WOro Ta €(PEeKTUBHO IMpaloBatd 3 mporpamoro. OAHIEIO 3 KIIOYOBHX
GYHKUIA € MATPUMKAa aHIMOBAHMX CIPAMTIB, IIO JIO3BOJSIE CTBOPIOBATH KUBI Ta
JUHAMIYHI aHiMaIlli A1 IepcoHaxiB, 00'€KTIB Ta IHIIMX EJIIEMEHTIB irpPOBOTO CBITY.
OnHMM 3 OCHOBHUX 3aCTOCYBaHb Aseprite € CTBOPEHHS CrpaTiB 11 irop. Crpaiitu -
1€ HEBENUKI rpadiuHi 300paxeHHs, K1 4aCTO BUKOPUCTOBYIOTHCS JIJISl B11OOpaKEHHS
MEPCOHAXIB, 00'€KTIB UM IHIIUX EJIEMEHTIB IrpoBOro cBiTy. Y Aseprite JOCTYIIHI
3py4yHi I1HCTPYMEHTH [JIsi MallOBaHHS Ta pelaryBaHHs TIKCENiB, IO JIO3BOJISE
CTBOPIOBATH SICKpaBl Ta JETajli30BaHI CHpalWTH 3 BHCOKOIO TOYHICTIO. 3aBISKH
IHTYITUBHOMY 1HTEpQEiCy Ta Cheriajgi3oBaHUM IHCTpYMEHTaMm, Aseprite J03BOJISIE
IpaIlOBaTH 3 MIKCEISIMHU 3 BUCOKOIO TOYHICTIO Ta KOHTpoJjeM. KopuctyBaul MOXYTb
eKCTIEpUMEHTYBAaTH 3 PI3HUMHU TEXHIKAaMH, TaKUMU SK PO3TYIIOBKA, 3MIIIyBaHHS
KOJBOPIB Ta CTBOPEHHSA CKJIQJHHUX BI3€pPYHKIB, MO0 CHpPUSE BUPAKECHHIO
1HJMBIIyadbHOTO CTHIIIO y iXHIX MikcenbHHX poOotax. Ha (puc. 2.14) 300paxeHo

iHTepdeiic mporpamu Aseprite 3 YaCTHHOIO aHIMAIlii TOJIOBHOTO T€POS.
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Puc. 2.14 — Animariii roToBHOTO Tepost

Oco0IMBO KOPUCHOIO € MOXKJIUBICTh POOOTH 3 MaNIITPaMH KOJIBOPIB y Aseprite.
KopucTyBadi MOXYTh CKOPHUCTATHCS BEJIMKOI KUIBKICTIO BOYJOBaHMX MadiTp abo X
CTBOPUTH BJIACHI, HAJIAIITYBABIIIM KOJIbOPH BIJIMTOBIIHO JI0 CBOTX BMOJ00aHb Ta MOTPEO
irpoBoro mpoekry. Lle 3a0e3medye THYUKICTh Y OOCSTHEHHI 0aXaHOTO CTHUJIIO Ta
armocdepu. Aseprite Mae m00py 1HTErpaiilo 3 MOMYISIPHUMU ITPOBUMHU PYIIISIMH,
takumu gk Unity. Lle 1o3Bonsie po3poOHuKaM 0e3mocepeHbO IMIOPTYBAaTH CTBOPEHI

MiKCEJEeBl pecypcH A0 CBOIX IrpOBUX MPOEKTIB, 3a0€3MeUyI0YH 3pyUHHIA MpoLecC.
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2.4. Onuc CTPYKTYpPH CHCTEMH TA AJrOPUTMIB ii PyHKIIIOHYBaAHHA

B nanomy mpoekti Mu Maemo 9 crien:
1. MainMenu
Level 1
Level 2
Level 3
Level 4
Level 5
Level 6
Level 7
Level 8

A R T T o

B nepury yepry 3aBanTaxkyetbes ciieHa MainMenu. (Puc. 2.15)

“»' _

D o

Puc. 2.15 — T'onoBHe MeHIO TpH

Jns  imoctpaiii  pi3HOMaHITHMX —CHOCOOIB  B3a€EMOJII  KOPUCTYBadiB 3

pOrpaMHUM 3a0€3MEUEHHSIM Ta MOCIIJOBHOCTEN IIPOBHX il HUXKYE MPEJCTaBIICHI
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crieriaizoBaHi aiarpamu, Bimomi sk miarpamu nperenentiB (Use Case). L1 Bizyanbhi
MOJIeJIl IEMOHCTPYIOTh MOMJIIMBI CIIEHApIi €KCIUTyaTallii 104aTKy Ta mnepeodir irpoBoro
IpoLECY.

Hwxdye HaBeeHa aiarpama BapiaHTiB BUKOpUcTaHHS Main Menu. (puc. 2.16) Ls
JiarpaMa Mokasye pi3Hi BapiaHTH [ii, sIKI KOPUCTYBaud MOXKE BUKOHATH y TOJIOBHOMY
MeHto nporpamu. Cepesr MOXKITMBUX BapiaHTIB B3a€EMOIII:

— BHOpaTH pPiBCHB;

— 00paru po3Mip eKpaHy;
— TEeperisl HaJAIlITyBaHb;
— 3MIHA T'yYHOCTI MY3HKHU;
— 3MIHA F'yYHOCTI 3BYKIB;
— BHUWTH 3 TPHU.

Main Menu

’ﬂ_—ﬁ"‘“\‘ e TN \ //"d_—__“‘\‘
A\ i
o o S )
~— ~ S~
~ N

s Change ™
) sounds )
4 I\ volume
e " F,
~—— T ( Mute all

audio /

w8 M s . /
™, ““'“"\-___-/ '-l r.--""_'____h"‘“-__\\ \'H-\___--“'/
Ackd. 1/ Change music )
volume )
i
\ —
f/‘—ﬂ_._\_—-k-\\\
Exit app )
S //

Puc. 2.16 — Jliarpama roJIoBHOTO MEHIO

Jiarpama HIKYE EMOHCTPYE Pi3HI BapiaHTH B3a€EMOJIii KOPUCTyBaya 3 MEHIO,
10 BIIKPUBAETHCS MiJ yac may3u y rpi. (puc. 2.17) Lls cxema inrocTpye omilii, Taki sk

BiJTHOBJICHHS IrPOBOTO MPOIIECY, 3MiHA HANAMITyBaHb a00 MOBEPHEHHS JI0 IOYaTKOBOTO
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Main Menu. KopucryBau mMoxe 00paTH OIUH 13 IIUX IUIAXIB, KEPYIOUUCh CBOIMH

MOTOYHUMH MOTpedaMu Ta OaKaHHSIMU.

Continue game

Change sounds
volume

Open window
"Settings”

Change music
volume

Actor

Mute all audio

Puc. 2.17 — liarpama nay3u

['epoii mae 5 kuTTiB, (puc. 2.18) siKi MpiKpiMJIeHi A0 JIBOr0 BEPXHBOTO KyTa,
KOJIM BiH JOTOPKAETHCS O KoJaiiepy BOpOra, MOro KUIbKICTh KHUTTIB 3MEHILYEThCS,
YepBOHE CEPACUYKO 3HUKAE, IPU LIbOMY NIEPCOHAXXK CTAHOBUTHCSI HEBPA3JIMBUM Ha OJTHY
cekyHay. Konu KiabKiCTh )KUTTIB B reposi Oyzie Hyllb, BIH IOMPE, & PIBEHb JT0BEJETHCS

IMPOXOAHUTH C IIOYATKY.

Puc. 2.18 — XXurts reporo

2.5. O0rpyHTyBaHHS Ta OpraHizanisi BXiTHUX Ta BUXIIHUX JaHUX NPOrpaMu

BiamoBimHo 10 BuUMOT, cHOPMYTHLOBAHWUX Y IOCTAHOBIN 3aaadi, BXiJTHUMH
JAHUMH JIJIT pOOOTH MPOTPAMH €:
— TIEpPEeCYBaHHS MEPCOHAKY;

— HaJAIUTyBaHHSA I'PH;
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Buxingui gani:

B1JI0Opa)KEHHS MOJIO’KEHHS FOJIOBHOTO Iepost;
BIJITBOPEHHS 3ByKOBHUX Ta My3UYHUX €(EKTIB;
JIEMOHCTpAIllisl aHIMAaIli pI3HOMaHITHUX 00'€KTIB;

BIJIOOpa)KEHHS €JIE€MEHTIB KOPUCTYBAILKOTO 1HTEp(deiicy.

2.6. Onmc po3podiieHol cucTeMu

2.6.1. BuxopucraHi TexHiuHi 3aco0u

[Tix yac mpouecy CTBOPEHHS IPH BUKOPUCTOBYBABCS IEPCOHATIBHUIN KOMIT'FOTEP

3 HACTYITHOIO KOH(ITypaIli€ro:

OC: Windows 10;

LIT: Intel(R) Core(TM) 13-2120 CPU @ 3.30GHz;
Bineokapra: NVIDIA GeForce GTX 1050 Ti;

OII: 32 T'6;

Kopcrkuii quck: 314 I'6;

2.6.2. BukopucrtaHi nporpamHi 3acoou

Cepen KJIIOUOBUX MNPOrpPaMHHMX 3ac001B, IKI BUKOPHUCTOBYBAJIMCA B IPOIECI

CTBOPCHHA I'PU, MOXKHaA BI/II[iJ'II/ITI/IZ

Microsoft Visual Studio Code
Hymumnit Unity 2022.3.26f1
Aseprite 1.3
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2.6.3. BUKJIMK Ta 3aBAHTAKEHHS NPOTrPamMu

Po3zmnsiHemo mpoiiec BCTaHOBJIEHHs Ta 3aimycky nporpamu Ha [1K 3 onepaitiitHoto
cuctemoro Windows: (Puc. 2.19)
1. 3aBaHTaXUTH apXiB 3 MIPOrPAMOIO 3 IHTEPHETY.
2. PosmakyBaru apXiB 3a JOTIOMOTOIO apXiBaTropa.
3. 3naiiTu ¢aiia 3 po3IMUPEHHSIM .€Xe Cepel] pO3IMaKoBaHUX (alIiB.
4

. 3amycTUTH .exe (ailyl MOoABIAHUM KITIKOM.

MonoBlesdingEdge
Sky Adventure_BurstDebuglnformation_...
Sky Adventure_Data
@ Sky Adventure
€ UnityCrashHandlerfid
2 UnityPlayer.dll

Puc. 2.19 — cTpykTypa CKOMIIILOBAHOTO JTOIATKY

Po3risiHeMo mpoliec BCTAHOBJIEHHS Ta 3alyCKy NOporpamMu Ha TenedoH 3
onepariitHoro cucremoro Android: (Puc. 2.20)
1. 3aBanTaxxutu .apk (aiin 3 IHTEpHETY.
2. 3amycTtuTH Qaii.
3. 3'IBUTHCS CTaHAAPTHE BIKHO BCTAHOBJICHHS.

4. Tlicns BCTaHOBJIEHHS JIOATKY, 3aIMYCTITh HOTO 3 TOJOBHOTO €KpaHa.
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&® shipGame

3TO NpUNOXKEHUe He TpebyeT
cneuunancHblX paspelleHui.
YCcTaHOBUTL ero?

OTMEHA  YCTAHOBWUTBH

Puc. 2.20 — inTepdeiic iHcTamsauii nonatky Ha Android

50



2.6.4. Onuc inTepeiicy kopucryBaia

[Ticas 3amycku rpu, KOPUCTyBau notparisie 1o cuenn Main Menu. (Puc. 2.21)
o ST, el = >

. » -

Puc. 2.21 — Scene Main Menu

[Tpu HatuckanHi kHonkK Play, B Hac BigkpueThes nanens (puc. 2.22) 3 BUOOpoM
piBHs. SIKIIO BU 710 1OTO HE MPOXOIWJIN KOAHOTO PIiBHS, TO BaM Oyle MOCTYITHHMA

JIUIIE TIEPIINI piBEHb, MICISI HOTO MPOXOKEHHS BIIKPUETHCS APYTHH 1 TaK Jalli.
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Puc. 2.22 — [1anens i1t BUOOPY piBHA

[Tpu BiakpuTTi MeH0 Option KOPUCTYBay OTPUMYE JOCTYI JO HaJallTyBaHb

rpu. (Puc. 2.23)

Puc. 2.23 — Mento Option
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VY Brmaami Graphics MoxHaA TOKpammTH TpadiKy Tpu Ta BiIPETYIIOBATH

sackpaBicTb. (Puc. 2.24)

Puc. 2.24 — I1anens rpadiku

Axmo meperitu o maneni Sounds (Puc. 2.25) TamM MOXKHa BiJperynroBaTH

TYYHICTh 3aCTOCYHKY.

Puc. 2.25 — [1anens ry4HOCTI 3ByKY
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[Ticns BUXOMy 3 MEHIO HalalITyBaHb, 3'ABIAE€TbCS Hamuc (puc. 2.26) mpo

30epeKeHHS 3MIH B MEHIO.

Puc. 2.26 — 30epexeHHs 3MiH B HaJlalITyBaHH1

Ha (puc. 2.27) nponemonctpoBana animaiiisi Climbing.

Puc. 2.27 — Onna 3 aHimarlii repos

[Tpu BIyuyaHH1 MO BOPOTax, BOHU BTPAYalOTh JKUTTS, B IIeil MOMEHT BOHU
crajaxaroTh YEPBOHUM KOJIIpOM, (puc. 2.28) 1e CIyry€e CUTHAJOM BIy4YaHHS B IJIb.

[e onHiero 03HaKoM € 3ByK. [Ipu mpomaxy Oyze 30BCIM 1HIIUH 3BYK.

Puc. 2.28 — O3Haka Biay4yaHHs

B 3Hak miaTBepKEHHS TOro, MPO L0 s 3rajyBaB Ha CaMOMY MOYAaTKy IO/0

aJIalITUBHOTO KOPUCTYBAIbKOTO 1HTEpdeicy, MokHO mobauntu Ha (puc. 2.29) i
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(puc. 2.30). i imocrparii n1eMOHCTPYIOTh KoHmemmito agantuBHoro Ul, 3maTHOTO
JUHAMIYHO M1UIAIITOBYBAaTUCS MiJ Pi3HI po3Mipu ekpaHiB. HesanexHo Bin po3Mipy
eKpaHa, CMyra S>KUTTIB TOJIOBHOTO Teposi 3aJMIIAEThCS HE3MIHHOIO - BOHA HeE

MePEMIIIYETHCS 1 HE 3HUKAE.
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Konu cMmyra ®UTTIB reposi 3aKiHYUTHCS, MoYHEeThesl aHiMailis Death. (puc. 2.31)

Puc. 2.31 — IIporpam

Ko Teporo He BIAETHCS MPOWTH PiBEHBb, TO WOMY JOBEIAETHCS MPOXOAUTH
3HOBY, TOMY 1110 HOBUH piBE€Hb HE BIJIKPUETHCS MOKU HE Oy/ie 3aBepIICHUN MUHYIUH.

(Puc. 2.32)
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Puc. 2.32 — JlemoHcTpalttist maHesai BUOOPY piBHs MIiCis HEBAAO1 cripoOu

IPOXOKEHHS PIBHS

Jlnst Toro o6 BIAKPUTH HACTYITHUM PIBEHB, BAlll MEPCOHAXK MOBUHEH BUKUTHU
Ta BOMTH BCiX BOPOTiB, KOJIM BOPOTIB HE 3aJMIIETHCS, MariyHuil kaminb (Puc. 2.32)

CTaHE IHTEPAKTUBHUM, TICJISl B3a€EMO/II1 3 HUM, PIBEHB OyJie MPOHIeHO.

Puc. 2.32 — MagicStone
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PO3/ILJ1 3. EKOHOMIYHHUM PO3 LT

3.1. Po3paxyHOK TPYAOMICTKOCTI Ta BapTOCTi PO3POOKH NPOrpaMHOro

NPOAYKTY

[TouatkoBi maHi:

1. mepenbauyBaHe yuCyo0 oneparopiB nporpamu — 1450;

2. koedimieHT ckIaaHOCTI Tporpamu — 1,3;

3. koedimieHT KOpeKIIii mporpamu B xoi il po3podku — 0,1;

4. ronuHHa 3apo6iTHa miiarta nporpamicta — 200 rpu/rox;

3riqfHO 31 cTaTUCTUKOI0 HagaHoio caitom DOU 3a mocunanHsIM

https://jobs.dou.ua/salaries/?period=2023-

12&position=Game%20Designer&domain=GameDev&education=5. Byio

BCTAHOBJICHO III0 MeJiaHa 3apo0iTHOT Tuiatu 1t podecii Game Designer ctaHOBHTH
2100 monmapiB Ha Mmicsib. [Ipu 192 roauH poboyoro vacy Ha Micsllb, BU3HAYAEMO
MOTOAWHHY TIIaTy, sika cTaHoBUTh 10,94 non/ron. Ha MOMEHT HamucaHHS AWILIOMY,
Kypc nojnapa cranoButh 40,55 rpuBeHb. 3a JOMOMOIOI0 ITUX JAaHHUX PO3PAXOBYEMO
TOJMHHY 3apo0iTHY miary, 443,62 rpa/ros.

5. koedimieHT 301IBIICHAS BUTPAT TIpaIli BHACTIJOK HEJOCTATHBOTO OTHCY
3amaul — 1,2;

6. xoedimienT kBamigikarii mporpamicta, 0OyMOBIECHUN Bif CTaxXy poOOTH 3

manoi cnemianbHocTi — 0,8;
7. BapTicTh MamuHoO-ToguH EOM — 5,62 rpu/ron.
TpyaoMiCTKICTb PO3pOOKH MPOrpaMHOro 3a0e3MeYeHHsI MOXKHA PO3paxyBaTu 3a

JOTIOMOTO0 (POPMYJIH:

t=t +t +t +t +1_ _+t
o i a n am.i 0 , JIOAUHO-TOJIUH (31)

ne t, - BUTpaTH Ipalll Ha MiJITOTOBKY M OMUC MOCTaBJIEHOI 3a/1a4il (MPUUMaEThCs
50);
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t, — BUTpaTH mparli Ha TOCHIKEHHS aJTOpUTMY PIIlICHHS 3a/1adi;
t, — BuTpaTu mpaii Ha po3poOKy OJIOK-CXEMH AJITOPUTMY;

t, — BUTpaTu mpatli Ha MPOrpaMyBaHHs 110 TOTOBIN OJIOK-CXEMI;
tom, — BUTPATH Mpalll Ha HANAroKeHHs nporpamMu Ha EOM;

to — BUTpaTu mpaili Ha MATOTOBKY TOKYMEHTAIII].

CkazoBl BUTpATH Ipalll BU3HAYAIOTHCS YepPe3 YMOBHY KIJIBKICTh OTNIEPaTOPIB
y IpOrpaMHOMY 3a0€3IE€UYEeHHI, 110 PO3POOIIIETHCS.

YMOBHE 4HCIIO OmepaTopiB (MiAIporpam):

Q=q-C-(1+p), 32

ne q — nepeadadyBane yuciio oneparopis (1450);
C — koedimieHT ckinamHocTi nporpamu (1,3);

p — KoedilieHT Kopesiii mporpamu B Xoi ii po3po6ku (0,1).
Q=1450-1,3-(1+0,1) =2073;

Butpatu mpaii Ha BHUBYEHHS OMUCY 3a/adyl BHU3HAYAETHCA 3 ypaxyBaHHSIM

YTOYHEHHS OMUCY 1 KBadiQikalii mporpamicra:

__9-B

j;i'r -
(75.85)k (53

ne B — xoediiieHT 301IbIIEHHS BUTPAT Tpalli BHACTIJOK HEAOCTATHHOTO OMHUCY
3anaui (1,2);
K — koedimient kBamidikamii nmporpamicta, 00yMOBIEHUI CTaxkeM poOOTH 3

nanoi cueriansaocTi (0.8);
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tu=(1450 - 1,2) / (75 - 0,8) = 29 nroaANHO-TOINH

Burtpatu npaiii Ha po3poOKy aaropuTMy pilI€HHS 3a1ayi:

T =
“(20...25)

k(3.4

ne Q — yMOBHE YHCIIO ONepaToOpiB MPOrPaMu;
k — koedimienT kBamidikamii mporpamicra.

[Ticns migcTaHOBKH 3Ha4eHb B popmyity (3.4), oTpuMaemo:
ta=1450/(20 - 0.8) = 90,625 nOIQUHO-TOAMH.

Butpatun Ha ckiagaHHS MpOTpaMy 1O TOTOBIM OJIOK-CXeMi BH3HAYA€THCA 32
dbopmyIoro:

(&)

f, =— =
"7 (20...25) -k

, (3.9)
[licns migcTaHOBKM 3Ha4eHb B popMmyiy (3.5), oTpuMaemo:
t, = 1450/ (25 - 0.8) = 72,5 ntoArHO-TOIUH.

Burtparu npaiii Ha HanaromkeHHs rnporpamu Ha EOM:

— 34 YMOBH aBTOHOMHOTI'O HAJIATOIPKCHHS OAHOI'O 3aBAAHHA:

. __©

(4.5)-k , (3.5)

tomn = 1450/ (4 - 0,8) = 453 nronuHO-TOUH.
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— 3a YMOBH KOMIIJICKCHOI'O HAJIAIOIKCHHS 3aBAaHHA:

ko .
oy = 1,5-¢

OfFT , (3.6)
tomi=1,5 - 453 = 679,5 MOTUHO-TOIHH.
Butparu mpaiii Ha miaroToBKy JOKYMEHTAIIII:

o=ty the oo

1€ typ — TPYIAOMICTKICTb IMIITOTOBKH MaTepiaiiB 1 pyKOIHCY:

A
¥ (15.20)-k

. (3.8

too — TPYAOMICTKICTh peJlaryBaHHsl, eYaTKu # oQOpMIICHHS JOKYMEHTALlIi:

. 5-1.
o F. (3.9
[lizcTaBUBIIM BC1 3HAYEHHS, OTPUMAEMO:
to, = 1450/ (15 - 0,8) = 120,83 M0 MHO-TOTUH.
too = 0,75 - 120,83 = 90,62 110 IMHO-TOIHMH.

tp = 120,83 + 90,62 = 211,45 nmroauHO-TOAUH.

[ToBepTatoumncey 10 ¢popmynu (3.1), OTpUMaEMO MOBHY OLIHKY TPYIOMICTKOCTI

PO3pOOKHU MIPOTPAMHOTO 3a0€3MEYEHHS:

t=90,625+ 72,5 + 453 + 29 + 50 + 211,45 = 906,575 n10AMHO-TOAMH.
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3.2. Po3paxyHoOK BUTPAT Ha CTBOPEHHS MPOTrPamMu

Butparu na ctBopenHst [13 Kpo BKIIOYalOTh BUTpPATH Ha 3apoOITHY IUIary
BUKOHABLA NporpaMu 337 1 BUTPAT MAIIMHHOTO Yacy, HEOOX1THOTO HA HAJIArOKEHHS

nporpamu Ha EOM:

K. =3._.+3
o i B IpH (3.10)
3apo0iTHA 11aTa BUKOHABIIIB:
3..=t-C,,
i “4 rpH (3.11)

ne t — 3arajgpbHa TPYAOMICTKICTb, JIFOAUHO-TOINH;
Crp — cepellHd roIMHHA 3apo0iTHA MJIaTa MporpamicTa, rpH/TouHa
3 ypaxyBaHHSIM TOTO, IIO CepeAHs TOJWHHA 3apIulaTa MpOorpamicTa CTAaHOBUTH

443,62 rpH / TOJ, OTPUMYEMO:

331 = 906,575 - 443,62 =402 174,8 rpH

Bapricte MalmmHHOTO Yacy, He0OX1JHOTO JIsl HaJIaropKeHHs nporpamMu Ha EOM:

3. _=t__-C
Me amT Yy , TPH (312)

ne  lom: — TPYJOMICTKICTB Hajlaro keHHs mporpamu Ha EOM, rog;
Cyw — BapTicTh MamuHoO-roguau EOM, rpa/ron

Heo06xigHa BapTicTh AJI HAJIaro)KeHHST MAIIMHHOTO Yacy:

3ue =453 - 5,62 =2545,86 rpu
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3BIJICH BUTPATHU HAa CTBOPEHHS MPOTPAMHOTO POAYKTY:

Ko =2545,86 + 402 174,8 = 404 720,66 rpH.

OuikyBaHu#t nepiog crBopeHus [13:

ne Bk - unciio BukoHanis (1);

Fp - Mmicsunuii ¢poug poboyoro uacy (mpu 44 rogMHHOMY POOOYOMY THIKHI
Fo=192 rogun);

t — 3arajgpHa TPYAOMICTKICTb, JIFOJUHO TOJUH.

Butparu Ha CTBOpEHHS IPOrPaMHOr0 MPOAYKTY:

T=906,575/1-192 = 4,72 mic.

BucHoBok: s po3poOku 2D kpocmiaTdopMeHOro irpoBOro 3aCTOCYHKY 3a
migpaxyHkaMu 3HaA00uThcs 906,575 moauHO-TOAWHU. 3a TOTEPEIHIMHA OI[iHKAMH,
MPOIIEC CTBOPEHHS IBOTO MPOTPAMHOTO 3a0e3MedeHHs BiJl MOYATKOBOI CTaaii 10
3aBEpIIEHHs1 TpUBAaTHUME NpUOIM3HO 4,72 Micsml. 3arajibHa BapTICTh PO3pPOOKH,
BPaxoOBYIOUM TPYJAOBUTpPATH, BHUTpPATHI MaTepiajiid, TMporpaMHe 1 araparHe

3a0e3neuenHs, ctaHoBUThL — 404 720,66.
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BUCHOBKU

Y xonl BUKOHaHHSA JaHOl KBamidikaiiiHoi poOoTu Oynao MNPOBEIECHO
JTOCITI/DKEHHS CyJaCHUX TEXHOJIOTIN Ta MIAXOIB 10 pO3pOOKH KOMITHOTEpHUX irop. B
pe3yibTaTi IbOro BUBYEHHS OyJI0 YCHIIIHO pealli3oBaHO KPOCIIaT(POPMEHUI IrPOBHI
3aCTOCYHOK Y aHpi ruiatopmep Ha OCHOBI TEXHOJIOTIYHOTO cTeKy Unity/CH#.

AKTYanbpHICTh JTAHOTO TMPOEKTY MOJISITA€ Y CTBOPEHHI 3aXOIJIUBOTO IrPOBOIO
MPOIYKTY, SIKHMH MOKE BHKOPHUCTOBYBATHCS JJISI PO3BATH, BiITOYMHKY Ta OTPUMAaHHS
3aJI0BOJICHHS] KOPUCTYBauyaMU PI3HUX BIKOBUX KaTeTOPiil.

[Ipouiec po3poOku 3a1HCHIOBABCS Ha MpoBiIHOMY irpoBoMy pyirii Unity 3D,
SIKAW 3a0€3MeUnB 3py4HE CEpEeIOBUINE NIl peatizailii irpoBoi MexaHiku, rpadiku Ta
3BYKY. [{1s1 HamucaHHSI CKPUIITIB Ta MpOrpaMyBaHHs JOTIKH rpu Oyi0 00paHO MOBY
nporpamyBaHHs C#, 1110 HalKpale TiaX0IuTh AJis1 00'€KTHO-OPIEHTOBAHOTO M1IX0Y,
J03BOJISIIOYM  OMUCYBaTH CKIJIAJHY ITPOBY JIOTIKYy dYepe3 cucrteMy kiaciB. Jlis
CTBOPEHHS SCKpaBOi TIiKcelaeBOoi rpadikd Ta aHIMamiii OyB BHUKOPHUCTAHUM
cneniaigizoBaHuii rpadiuHuii pegakrop Aseprite, skuil HajlaB HE0OX1JHUHM (PyHKIIOHAI
JUIsi poOOTH 3 MAJITpaMHu KOJIbOPIB, MAJTIOBAHHS CHIPAWTIB Ta €KCHOPTY rpadidyHuX
pecypciB.

Y CTBOpEHiil I'pl TOJOBHMI TepOil BUIBHO TMEPECYBAETHCA y TBOBUMIPHOMY
MPOCTOPi, MAIOUM MOXJIMBICTh PYXaTHUCS BJIIBO, BIIPaBO, Bropy Ta BHU3. Ha irpoBux
PIBHAX TIEPCOHAX MA€E€ JIOJIATH TEPEIIKOJAM Ta BCTyHaTH Yy TPOTUCTOSHHS 3
PI3HOMaHITHUMH BOPOTAMHU.

[To 3aBepiieHHI TPy KOPUCTYyBauyeBl BIJIOOpaXKAETHhCS IMIJICYMKOBA IaHENb 3
pe3yapTaroM (mepemora um mporpaii). [lix dac irpoBoro mpoiecy rpaBellb MOXKE
OPU3YNUHUTH TPy Ui HaNaTyBaHHSA rpadiyHUX MapaMeTpiB Ta PEryJIOBaHHSA
T'YYHOCTI BIJIMOBIAHO JIO CBOIX BMOJ100aHb. [ 0JI0BHE MEHIO IPOrpaMu MICTUTh KHOTIKH
JUTSI BUXOJTY 3 TPH, BIIKPUTTS HANAIMITYBAaHb Ta ITOYAaTKy HOBOI iTPOBOI ceclii.

[IpakTiyHa IIHHICTE PO3POOJICHOI MPOTpaMU TMOJIATAE Yy MOMXJIUBOCTI s

KOPUCTYBauiB OTPUMATU BECEJIMM, 3aXOIJIMBUM Ta NPUEMHUM BIAMOYUHOK,
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MOPUHYBIIK Y CBIT SCKpaBOi rpH-uiaTGopmepa 3 IMIKaBOIO ITPOBOI0 MEXAHIKOIO Ta
BHUCOKOSIKICHOIO I'padiKoro.

3a pe3yiabTaraMd €KOHOMIYHOIO PO3JLTY, 3arajibHa TPYAOMICTKICTb PO3POOKH
IBOTO TPOrPaMHOrO 3a0e3rneueHHs CTaHOBUTH 906 IOAMHO-TOAMHH, OPIEHTOBHHIA

TEepPMiH po3poOKu — 4,7 Mics1sd, a BapTicTb cTBOpeHHs — 404 720 rpuBeHb.
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Jlictuar CameraController.cs :

using UnityEngine;

public class CameraController : MonoBehaviour
{
public float dumping = 1.5f;
public Vector2 offset = new Vector2(2f, 11);
public bool isLeft;
private Transform player;
private int lastX;

void Start()

{
offset = new Vector2(Mathf. Abs(offset.x), offset.y);
FindPlayer(isLeft);

}

public void FindPlayer(bool playerIsLeft)
{
player = GameObject.FindGameObjectWithTag("Player").transform;
lastX = Mathf.RoundTolnt(player.position.x);
if (playerIsLeft)
{

transform.position = new Vector3(player.position.x - offset.x, player.position.y - offset.y, transform.position.z);

}

else

{

transform.position = new Vector3(player.position.x + offset.x, player.position.y + offset.y, transform.position.z);

}

H
void Update()
if (player)
{
int currentX = Mathf.RoundTolInt(player.position.x);
if (currentX > lastX) isLeft = false; else if (currentX < lastX) isLeft = true;
lastX = Mathf.RoundTolnt(player.position.x);
Vector3 target;
if (isLeft)
{
target = new Vector3(player.position.x - offset.x, player.position.y + offset.y, transform.position.z);
}
else
{
target = new Vector3(player.position.x + offset.x, player.position.y + offset.y, transform.position.z);
}
Vector3 currentPosition = Vector3.Lerp(transform.position, target, dumping * Time.deltaTime);
transform.position = currentPosition;
}
H
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Jlictuar CanvasController.cs :

using UnityEngine;

public class CanvasController : MonoBehaviour

{

private Canvas canvas;

void Start()
{

canvas = GetComponent<Canvas>();
if (canvas !=null)

{

canvas.enabled = false;
}
}
void Update()

GameObject[] enemies = GameObject.FindGameObjectsWithTag("Enemy1");
if (enemies.Length == 0)

{ if (canvas !=null)
{ canvas.enabled = true;
H

H

else

{
if (canvas != null)
{ canvas.cnabled = false;
i

H

}
}

Jlictuar Enemyl.cs :

using System.Collections;
using UnityEngine;

public class Enemyl : MonoBehaviour
{

public int lives = 5;

public int damage = 1;

private bool isDead = false;

private bool isDamageCooldown = false;
private float damageCooldownDuration = 1f;

private Rigidbody2D rb;

private SpriteRenderer sprite;
private BoxCollider2D boxCollider;
private Animator anim;

private Hero player;

private void Awake()

{
b = GetComponent<Rigidbody2D>();
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sprite = GetComponentInChildren<SpriteRenderer>();
anim = GetComponent<Animator>();
boxCollider = GetComponent<BoxCollider2D>();

if (rb == null)
Debug.LogError("Rigidbody2D is not assigned!");
if (sprite == null)
Debug.LogError("SpriteRenderer is not assigned!");
if (anim == null)
Debug.LogError(" Animator is not assigned!");
if (boxCollider == null)
Debug.LogError("BoxCollider2D is not assigned!");

player = GameObject.FindGameObjectWithTag("Player").GetComponent<Hero>();
H

private void OnTriggerEnter2D(Collider2D other)

if (other.CompareTag("Player"))

{
Hero player = other.GetComponent<Hero>();
if (player !=null)

player.TakeDamage(damage);
Debug.Log("Player took damage. Player lives left: " + player.health);
}

}
H

public void TakeDamage(int damage)

{
if (lisDead && !isDamageCooldown)

{ lives -= damage;
if (lives <= 0 && !isDead)
{
Die();
}

StartCoroutine(DamageCooldown());

}
H

private IEnumerator DamageCooldown()

{

isDamageCooldown = true;
yield return new WaitForSeconds(damageCooldownDuration);
isDamageCooldown = false;

}

public void Die()
{

isDead = true;
Debug.Log("Enemy died!");
Destroy(gameObject);

H
}

Jlictuar EnemyLookAtPlayer.cs :
using UnityEngine;

public class EnemyLookAtPlayer : MonoBehaviour
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}

private Transform player;
private bool isFacingRight = true;

private void Start()

{
player = GameObject.FindGameObjectWithTag("Player")?.transform;

}

private void Update()

{
if (player != null)

if (transform.position.x > player.position.x && !isFacingRight)

Flip();

else if (transform.position.x < player.position.x && isFacingRight)

Flip();
H
H
}

private void Flip()

{
isFacingRight = lisFacingRight;
Vector3 scale = transform.localScale;
scale.x *=-1;
transform.localScale = scale;

}

Jlictruar EnemyMovement.cs :

using UnityEngine;

public class EnemyMovement : MonoBehaviour

{

public float speed = 2f;

public float leftLimit = -5f;

public float rightLimit = 5f;

private Rigidbody2D rb;

private SpriteRenderer spriteRenderer;
private bool movingRight = true;
private GameObject player;

private void Awake()

{
b = GetComponent<Rigidbody2D>();
spriteRenderer = GetComponent<SpriteRenderer>();
player = GameObject.FindWithTag("Player");
if (rb == null || spriteRenderer == null || player == null)

Debug.LogError("Rigidbody2D, SpriteRenderer nim Player ne Buznageni!");

H
}

private void FixedUpdate()

{
Move();
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}

private void Move()

{ if (movingRight && transform.position.x >= rightLimit)
{ movingRight = false;
ilse if (!movingRight && transform.position.x <= leftLimit)
i movingRight = true;

Vector2 direction = movingRight ? Vector2.right : Vector2.left;
rb.velocity = new Vector2(direction.x * speed, rb.velocity.y);

if ((direction.x > 0 && !spriteRenderer.flipX) || (direction.x < 0 && spriteRenderer.flipX))

{
spriteRenderer.flipX = !spriteRenderer.flipX;

H
H

private void MoveManually()

{

Vector3 position = transform.position;
if (movingRight && position.x >= rightLimit)

movingRight = false;

else if (ImovingRight && position.x <= leftLimit)
{

movingRight = true;

H

Vector3 direction = movingRight ? Vector3.right : Vector3.left;
position += direction * speed * Time.fixedDeltaTime;
transform.position = position;

if ((direction.x < 0 && !spriteRenderer.flipX) || (direction.x > 0 && spriteRenderer.flipX))

{
spriteRenderer.flipX = !spriteRenderer.flipX;
H
}
private void OnDrawGizmosSelected()
{

Gizmos.color = Color.yellow;
Gizmos.DrawLine(new Vector2(leftLimit, transform.position.y), new Vector2(rightLimit, transform.position.y));

}
}

Jlictunr GlowApear.cs :
using UnityEngine;

public class GlowApear : MonoBehaviour

{

public SpriteRenderer targetSprite;
private bool enemiesDefeated = false;

void Start()
{
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if (targetSprite != null)
{
targetSprite.enabled = false;
H
}

void Update()
{

if (!enemiesDefeated)

{
CheckEnemies();
}
}

void CheckEnemies()

{
GameObject[] enemies = GameObject.FindGameObjectsWithTag("Enemy1");

if (enemies.Length == 0)

{
enemiesDefeated = true;
if (targetSprite != null)

targetSprite.enabled = true;
Debug.Log("Cnpaiit 3'sBuBcs: " + targetSprite.gameObject.name);
}
H
}
}

Jlictuar LevelMenu.cs :

using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.UT;

public class LevelMenu : MonoBehaviour

{

public Button[] buttons;
public Sprite lockedSprite;
public Sprite unlockedSprite;

private void Awake()
{
int unlockedLevel = PlayerPrefs.GetInt("UnlockedLevel", 1);

for (int i = 0; i < buttons.Length; i++)

{
if (1 <unlockedLevel)
{
buttons[i].interactable = true;
buttons[i].GetComponent<Image>().sprite = unlockedSprite;
}
else
{
buttons[i].interactable = false;
buttons[i].GetComponent<Image>().sprite = lockedSprite;
}
b
H

public void OpenLevel(int levelld)

{
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string levelName = "Level" + levelld,
SceneManager.LoadScene(levelName);

H
}

Jlictunr MagicStone.cs :

using UnityEngine;
using UnityEngine.SceneManagement;

public class MagicStone : MonoBehaviour

{
public SpriteRenderer targetSprite;

private bool enemiesDefeated = false;
private bool isUsable = false;

void Start()

{
if (targetSprite != null)
{
targetSprite.enabled = true;
}
H
void Update()

if (lenemiesDefeated)
CheckEnemies();

}
else if (isUsable && Input.GetKeyDown(KeyCode.E))
{
LoadMainMenu();
UnlockNewLevel();
}
}

void CheckEnemies()

GameObject[] enemies = GameObject.FindGameObjectsWithTag("Enemy1");
if (enemies.Length == 0)
{
enemiesDefeated = true;
if (targetSprite !=null)
{
targetSprite.enabled = true;
isUsable = true;
H
}
b

void LoadMainMenu()
{

SceneManager.LoadScene("MainMenu");

}

void UnlockNewLevel()
{

if (SceneManager.GetActiveScene().buildIndex >= PlayerPrefs.GetInt("ReachedIndex"))

{

PlayerPrefs.SetInt("ReachedIndex", SceneManager.GetActiveScene().buildIndex + 1);
PlayerPrefs.SetInt("UnlockedLevel", PlayerPrefs.GetInt("UnlockedLevel", 1) + 1);
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PlayerPrefs.Save();

}
H
}

Jlictuar MainMenu.cs :

using UnityEngine;
using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()

{

SceneManager.LoadScene("Level 1");

}

public void QuitGame()
{
Application.Quit();
H
}

Jlictuar MusicController.cs :
using UnityEngine;

public class MusicController : MonoBehaviour

{

private static MusicController instance;

private void Awake()
{
if (instance != null)
Destroy(gameObject);
else
{
instance = this;
DontDestroyOnLoad(transform.gameObject);
}
H
}

Jlictrunr PauseGame.cs :
using UnityEngine;
public class canvasController : MonoBehaviour

{

public Canvas[] canvases;
private int currentCanvasIndex = 0;
private bool isMenuOpen = false;

void Start()

{
for (int i = 1; 1 < canvases.Length; i++)
{
canvases[i].gameObject.SetActive(false);
H
}
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void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))
{
if (!{isMenuOpen)
{
Time.timeScale = 0;
isMenuOpen = true;
canvases[currentCanvasIndex].gameObject.SetActive(false);
currentCanvasIndex = (currentCanvasIndex + 1) % canvases.Length;
canvases[currentCanvasIndex].gameObject.SetActive(true);
}
else
{
Time.timeScale = 1;
isMenuOpen = false;
canvases[currentCanvasIndex].gameObject.SetActive(false);
currentCanvasIndex = (currentCanvasIndex + 1) % canvases.Length;
canvases[currentCanvasIndex].gameObject.SetActive(true);
H
}
¥

}
Jlictunr Player.cs :

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UT;

public class Hero : MonoBehaviour

{

private float speed = 3f;
private float jumpForce = 10f;
private float climbSpeed = 3f;
public int health = 5;

SerializeField
SerializeField
SerializeField
SerializeField

— e e
[y S e i

[SerializeField] private Image[] hearts;
[SerializeField] private Sprite aliveHeart;
[SerializeField] private Sprite deadHeart;

private AudioSource jumpSound;
private AudioSource ladderSound;
private AudioSource deathSound;
private AudioSource damageSound;
private AudioSource attackenemy;
private AudioSource attackmiss;

SerializeField
SerializeField
SerializeField
SerializeField
SerializeField
SerializeField

e e
[ S s

private Rigidbody2D rb;

private SpriteRenderer sprite;
private Animator anim;

private BoxCollider2D boxCollider;

private bool isGrounded;

private bool isClimbing;

private bool isNearLadder;
private float originalGravityScale;

private bool isDead = false;

76



private bool isDamageCooldown = false;
private float damageCooldownDuration = 1.2f;

private Vector2 touchStartPos;
private float swipeThreshold = 3f;

public int damage = 1;
public bool isAttacking = false;
public bool isRecharged = true;

public Transform attackPos;
public float attackRange;
public LayerMask Enemy;

public static Hero Instance { get; set; }

private States State

{
get { return (States)anim.GetInteger("State"); }
set { anim.SetInteger("State", (int)value); }

}

private void Awake()
{
b = GetComponent<Rigidbody2D>();
sprite = GetComponentInChildren<SpriteRenderer>();
anim = GetComponent<Animator>();
boxCollider = GetComponent<BoxCollider2D>();
originalGravityScale = rb.gravityScale;
Instance = this;
isRecharged = true;

}

public enum States
{

Idle,

Run,

Jump,

Climb,

Attack,

Damage,

Death

}

public void TakeDamage(int damage)
{
if (!isDead && !isDamageCooldown)
{
health -= damage;
State = States.Damage;
damageSound.Play();
if (health <= 0)

foreach (var h in hearts)
h.sprite = deadHeart;
Die();
§

StartCoroutine(DamageCooldown());

}
H
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private IEnumerator DamageCooldown()

{

isDamageCooldown = true;
yield return new WaitForSeconds(damageCooldownDuration);
isDamageCooldown = false;

}

public void Die()
{
if (lisDead)
{
isDead = true;
State = States.Death;
deathSound.Play();
Debug.Log("Hero died!");
StartCoroutine(HandleDeath());
}
H

private IEnumerator HandleDeath()

{
yield return new WaitForSeconds(2f);
SceneManager.LoadScene("MainMenu");

}

private void FixedUpdate()

CheckGround();
H

private void Update()
if (isDead) return;

if (Application.platform == RuntimePlatform.Android || Application.platform == RuntimePlatform.IPhonePlayer)

{
if (Input.touchCount > 0)

{
Touch touch = Input.GetTouch(0);

if (touch.phase == TouchPhase.Began)
{

touchStartPos = touch.position;

H
else if (touch.phase == TouchPhase.Moved)
{

Vector2 touchDelta = touch.position - touchStartPos;
if (Mathf. Abs(touchDelta.x) > swipeThreshold && Mathf. Abs(touchDelta.y) < swipeThreshold)

if (touchDelta.x < 0)

{
transform.position += Vector3.left * speed * Time.deltaTime;
sprite.flipX = true;
State = States.Run;

}

else

{
transform.position += Vector3.right * speed * Time.deltaTime;
sprite.flipX = false;
State = States.Run;

}
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H
else if (touchDelta.y > swipeThreshold && Mathf. Abs(touchDelta.x) < swipeThreshold && isGrounded)

{
Jump();
H
H
else if (touch.phase == TouchPhase.Ended)

{
State = States.Idle;
}
}
!

for (int i = 0; 1 < hearts.Length; i++)

if (i < health)

hearts[i].sprite = aliveHeart;
else

hearts[i].sprite = deadHeart;

if (i < hearts.Length)
hearts[i].enabled = true;
else
hearts[i].enabled = false;

}

if (!isClimbing)
{
if (Input.GetButton("Horizontal"))
{
Run();
H
else if (isGrounded)
{
State = States.Idle;

}

if (Input.GetButtonDown("Firel") && isRecharged)

{
Attack();

}

if (isGrounded && Input.GetButtonDown("Jump"))

{
Jump();
}

if (!isGrounded && rb.velocity.y = 0)
{

State = States.Jump;

}
}

if (isNearLadder && Mathf. Abs(Input.GetAxis("Vertical")) > 0.1f)

isClimbing = true;
rb.velocity = Vector2.zero;
rb.gravityScale = 0;
State = States.Climb;

}
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if (isClimbing)

{
Climb();
if (Mathf. Abs(Input.GetAxis(" Vertical")) < 0.1f)
{

State = States.Idle;

}

else
{
State = States.Climb;

}

if (Input.GetButtonDown("Jump"))
{
isClimbing = false;
rb.gravityScale = originalGravityScale;
}
}
H

private void Run()

{
Vector3 dir = transform.right * Input.GetAxis("Horizontal");
transform.position = Vector3.MoveTowards(transform.position, transform.position + dir, speed * Time.deltaTime);
sprite.flipX = dir.x < 0.0f;

if (isGrounded) State = States.Run;

}

private void Jump()
{
rb.AddForce(transform.up * jumpForce, ForceMode2D.Impulse);
State = States.Jump;
isGrounded = false;
jumpSound.Play();

}

private void Attack()
{
if (isGrounded && isRecharged)
{
Debug.Log("Hero is attacking.");
State = States.Attack;
isAttacking = true;
isRecharged = false;

StartCoroutine(AttackAnimation());
StartCoroutine(AttackCoolDown());

}
H

private IEnumerator AttackAnimation()

{

float attack AnimationDuration = 0.4f;
State = States.Attack;
yield return new WaitForSeconds(attack AnimationDuration);

isAttacking = false;
if (lisDead) State = States.Idle;

}

private IEnumerator AttackCoolDown()
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{

float attackCooldownDuration = 1f;
yield return new WaitForSeconds(attackCooldownDuration);
isRecharged = true;

H

private IEnumerator EnemyOnAttack(Collider2D enemy)
{

SpriteRenderer enemyColor = enemy.GetComponent<SpriteRenderer>();
if (enemyColor != null)

{
enemyColor.color = new Color(0.8f, 0.25f, 0.251);

yield return new WaitForSeconds(0.4f);
if (enemyColor != null)

{

enemyColor.color = new Color(l, 1, 1);

}
}
}

private void OnAttack()

{
Collider2D[] colliders = Physics2D.OverlapCircleAll(attackPos.position, attackRange, Enemy);
if (colliders.Length == 0)

attackmiss.Play();

}

else

{
attackenemy.Play();
for (int i = 0; i < colliders.Length; i++)
{

Hero hero = colliders[i]. GetComponent<Hero>();
if (hero != null)
{

hero.TakeDamage(damage);

}
StartCoroutine(EnemyOnAttack(colliders[i]));

Enemy! enemy = colliders[i].GetComponent<Enemy1>();

if (enemy != null)

{
enemy. TakeDamage(damage);
Debug.Log("Enemy took damage. Enemy lives left: " + enemy.lives);

H

H
}
b

private void OnDrawGizmosSelected()

{

Gizmos.color = Color.red;
Gizmos.DrawWireSphere(attackPos.position, attackRange);

}

private void Climb()
{

float vDirection = Input.GetAxis(" Vertical");
transform. Translate(Vector3.up * vDirection * climbSpeed * Time.deltaTime);

if (isNearLadder && Mathf. Abs(Input.GetAxis(" Vertical™)) > 0.1f)
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{

State = States.Climb;

ladderSound.Play();
H
else
{

State = States.Idle;
H

}

private void CheckGround()

{
Vector2 size = new Vector2(boxCollider.size.x - 0.1f, 0.1f);
Vector2 center = (Vector2)transform.position + boxCollider.offset + Vector2.down * (boxCollider.size.y / 2 - 0.05f);
Collider2D[] colliders = Physics2D.OverlapBoxAll(center, size, 0f);

1sGrounded = false;
foreach (var collider in colliders)

if (collider !=boxCollider)

isGrounded = true;
break;
}
}

if (isGrounded && isClimbing)

isClimbing = false;
rb.gravityScale = originalGravityScale;
State = States.Idle;
}
H

private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Ladder"))
{
isNearLadder = true;
if (isClimbing)
{
isClimbing = false;
rb.gravityScale = originalGravityScale;
State = States.Idle;
H
}

if (other.CompareTag("Enemy1"))
{

Enemyl enemy = other.GetComponent<Enemy1>();
if (enemy != null)

enemy.TakeDamage(damage);
Debug.Log("Enemy took damage. Enemy lives left: " + enemy.lives);

}
}
H

private void OnTriggerStay2D(Collider2D other)

if (other.CompareTag("Obstacle"))
{
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Debug.Log("Player hit a trap.");
Hero.Instance.TakeDamage(damage);
}
H

private void OnTriggerExit2D(Collider2D other)

{
if (other.CompareTag("Ladder"))

{
isNearLadder = false;

if (isClimbing)

{
isClimbing = false;
ladderSound.Stop();
rb.gravityScale = originalGravityScale;
State = States.Idle;

}

}
H
}

Jlictunr ResetProgress.cs :
using UnityEngine;

public class ProgressResetter : MonoBehaviour

{
void Start()

ResetLevel();
}

public void ResetLevel()

{
PlayerPrefs.SetInt("UnlockedLevel", 1);

PlayerPrefs.Save();
Debug.Log("Level progress has been reset.");

}
}

Jlictunr RestartLevel Trigger.cs :

using UnityEngine;
using UnityEngine.SceneManagement;

public class RestartLevelTrigger : MonoBehaviour

{
private void OnTriggerEnter2D(Collider2D collision)

if (collision.gameObject.CompareTag("Player"))
{

SceneManager.LoadScene(SceneManager.GetActiveScene().name);

H
}
}

Jlictunr Spike.cs :
using UnityEngine;

public class Spike : MonoBehaviour
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{

public int damage = 1;

private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject. CompareTag("Player"))

{
Debug.Log("Player hit a trap.");
collision.gameObject. GetComponent<Hero>(). TakeDamage(damage);

}
H
}

Jlictunr ElevatorEditor.cs :
using UnityEditor;

namespace Cainos.PixelArtPlatformer VillageProps
{
[CustomEditor(typeof(Elevator))]
public class ElevatorEditor : LucidEditor.LucidEditor

{
H
}

Jlictunr Elevator.cs :

using UnityEngine;
using Cainos.LucidEditor;
using Cainos.Common;

namespace Cainos.PixelArtPlatformer VillageProps

{

public class Elevator : MonoBehaviour
{
[FoldoutGroup('"Params")
[FoldoutGroup("Params")
[FoldoutGroup("Params")
[FoldoutGroup("Params")

public Vector2 lengthRange = new Vector2(2, 5);
public float waitTime = 1.0f;

public float moveSpeed = 3.0f;

public State startState = State.Up;

—_

[FoldoutGroup("Reference")] public Rigidbody2D platform;
[FoldoutGroup("Reference")] public SpriteRenderer chainL;
[FoldoutGroup("Reference")] public SpriteRenderer chainR;

[FoldoutGroup("Runtime"), ShowInInspector]
public float Length

{
get { return length; }

set

{
if (value < 0) value = 0.0f;
this.length = value;

platform.transform.localPosition = new Vector3(0.0f, -value, 0.0f);
chainL.size = new Vector2(0.09375f, value - 8 * 0.03125f);
chainR.size = new Vector2(0.09375f, value - 8 * 0.03125f);

H
H
private float length;

[FoldoutGroup("Runtime"), ShowInInspector]
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public State CurState

{
get { return curState; }
set
{
curState = value;
H
H

private State curState;

[FoldoutGroup("Runtime"), ShowInInspector]
public bool IsWaiting
{
get { return isWaiting; }
set
{
if (isWaiting == value) return;
isWaiting = value;
waitTimer = 0.0f;
H
H

private bool isWaiting = false;

private float waitTimer;

private float curSpeed;

private float targetLength;

private SecondOrderDynamics secondOrderDynamics = new SecondOrderDynamics(4.0f, 0.3f, -0.3f);

private void Start()

{
curState = startState;
Length = curState == State.Up ? lengthRange.y : lengthRange x;
targetLength = Length;

secondOrderDynamics.Reset(targetLength);

}

private void Update()
{
if (IsWaiting)
{
waitTimer += Time.deltaTime;
if (waitTimer > waitTime) IsWaiting = false;
curSpeed = 0.0f;
H
else
{
if (curState == State.Up)
{
curSpeed = -moveSpeed;
if (targetLength < lengthRange.x)

curState = State.Down;
IsWaiting = true;

}

else if (curState == State.Down)

{

curSpeed = moveSpeed;
if (targetLength > lengthRange.y)

curState = State.Up;
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IsWaiting = true;

H
}
}
targetLength += curSpeed * Time.deltaTime;
H
private void FixedUpdate()
{
Length = secondOrderDynamics.Update(targetLength, Time.fixedDeltaTime);
}
public enum State
{
Up,
Down
H

H
}

Jlictuar MovingPlatform.cs :

using System.Collections.Generic;
using UnityEngine;

namespace Cainos.PixelArtPlatformer VillageProps

{

public class MovingPlatform : MonoBehaviour

{
public float velocitylnheritPercent = 0.8f;

private List<Transform> onPlatformObjects;
private Vector3 prevPos;
private Vector2 velocity;

private void Start()

onPlatformObjects = new List<Transform>();
prevPos = transform.position;

}

private void FixedUpdate()
{

velocity = (transform.position - prevPos) / Time.fixedDeltaTime;
prevPos = transform.position;

foreach (Transform t in onPlatformObjects)

{

t.Translate(velocity * Time.fixedDeltaTime);

H
H

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.attachedRigidbody && collision.attachedRigidbody.bodyType == RigidbodyType2D.Dynamic)

{

if (onPlatformObjects.Contains(collision.transform)) return;

onPlatformObjects.Add(collision.transform);
if (collision.attachedRigidbody) collision.attachedRigidbody.velocity -= velocity * velocitylnheritPercent;
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}

H
private void OnTriggerExit2D(Collider2D collision)
{
if (collision.attachedRigidbody && collision.attachedRigidbody.bodyType == RigidbodyType2D.Dynamic)
{
if (onPlatformObjects.Contains(collision.transform) == false) return;
onPlatformObjects.Remove(collision.transform);
if (collision.attachedRigidbody) collision.attachedRigidbody.velocity += velocity * velocityInheritPercent;
H
H

}
}

Jlictunar SecondOrderDynamics.cs :
using UnityEngine;

namespace Cainos.Common
{
[System.Serializable]
public struct SecondOrderDynamics
{
private Vector3 xp;
private Vector3 y, yd;
private float k1, k2, k3;
private Vector3 xd;
private float k2 _stable;

[SerializeField] private float f;
[SerializeField] private float d;
[SerializeField] private float r;

public float Frequency
{

get { return f; }

set

if (value <= 0.01f) value = 0.01f;

f =value;
UpdatelnnerParams();
H
H

public float Damping
{
get { return d; }
set

{
if (value <= 0.01f) value = 0.01f;

d = value;
UpdatelnnerParams();

H
b

public float Response

{

get { return r; }
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set
{
r = value;
UpdatelnnerParams();
H
H

public SecondOrderDynamics(float frequency, float damping, float response)
{

this.f = 1.0f;

this.d = 0.0f;

this.r = 0.0f;

xp = Vector3.zero;

y = Vector3.zero;

xd = Vector3.zero;

yd = Vector3.zero;

k1 =0.0f;
k2 =0.0f;
k3 =0.0f;

k2 stable = 0.0f;

Reset(frequency, damping, response, Vector3.zero);

}

public void Reset(float frequency, float damping, float response, Vector3 x0)

{
f = frequency;
d = damping;
I = response;

xp = x0;

y = x0;

xd = Vector3.zero;
yd = Vector3.zero;

UpdatelnnerParams();

}

public void Reset(Vector3 x0)

{
Reset(f, d, r, x0);

}

public void Reset(Vector2 x0)

{
Reset(f, d, r, x0);

H

public void Reset(float x0)
{

Reset(f, d, r, Vector3.one * x0);

H
public Vector3 Update(Vector3 x, float t)
if (t < Mathf.Epsilon) return y;

xd=(x-xp)/t;

Xp =X;

k2_stable = Mathf.Max(k2, 1.1£* (t * t * 0.25f + t * k1 * 0.5f));
y+=t*yd
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yd+=t* (x +k3 * xd -y - k1l * yd) / k2 _stable;

return y,

}

public Vector2 Update(Vector2 x, float t)
{
return Update(new Vector3(x.x, x.y, 0.0f), t);

}

public float Update(float x, float t)
{

return Update(Vector3.one * x, t).x;

}

private void UpdatelnnerParams()

{
k1 =d/(Mathf.PI * f);
k2 =1.0f/ ((2.0f * Mathf.PI * f) * (2.0f * Mathf.PI * f));
k3 =r*d/(2.0f * Mathf.PI * f);

H

}
}

Jlictunar OptionsCreator.cs :

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

public class OptionsCreator : MonoBehaviour

{
[Header("Script References")]

[SerializeField]

private MenulnputController myMenulnputController;

[SerializeField]

private ColorChangerToFocused AndUnfocused myColorChanger;
[SerializeField]

private DictionaryCreator myDictionary;

[SerializeField]

private OptionsAndSubOptionsComunicator myOptSuboptComunicator;

[SerializeField]
OptionsPositionConfigurator myOptionsPositionConfigurator;

[Header("Objects")]
[SerializeField]
GameObject goOptionPrefab;

[SerializeField]
GameObject goCanvasMenu;

[SerializeField]
string sBackButtonText;
[SerializeField]
string sQuitButtonText;

[Tooltip("These options will become the GameObject parents of the SubOptions.")]
[SerializeField]
string[] aMenuOptions;

private List<GameObject> listOptions = new List<GameObject>();
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int iOptionFocused = 0;

public void EnableClickInButtons(bool value)
{

for (int i = 0; i < listOptions.Count; i++)

{

listOptions[i]. GetComponent<Button>().interactable = value;

H
H

public void CreateDictionary WithOptions()
{

myDictionary.CreateDictionary(aMenuOptions);

}

public void IncreaseOptionFocusedNumber()

{

iOptionFocused++;

if (i0ptionFocused > (listOptions.Count - 1))
{
iOptionFocused = 0;
}
}

public void DecreaseOptionFocusedNumber()

{

iOptionFocused--;

if (i0ptionFocused < 0)
{
iOptionFocused = (listOptions.Count - 1);
H
§

public void CheckOptionFocusedAndDoTheCorrectAction()
{
if (iIOptionFocused == listOptions.Count - 2)
{
Debug.Log("Back Button...");
ResetAndHideMenuWithBackButton();
H
else if (i0ptionFocused == listOptions.Count - 1)
{
Debug.Log("Quitting game...");
myMenulnputController.QuitGame();

}

else

{

myMenulnputController.SetOptionsFocused(false);
EnableClickInButtons(false);
myOptSuboptComunicator. ActivateAllSuboptionsOfAnOption(listOptions, GetTextFromOptionFocused());

H
}

public List<GameObject> GetList()
{

return listOptions;

public int GetListCount()
{
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return listOptions.Count;

}
public GameObject GetObjectFromListWithIndex(string sValueInDictionary)

{
return (listOptions[myDictionary.GetIndexFrom Value(sValueInDictionary)]);

}
public GameObject GetObjectFromListWithIndex(int ilndex)

{
return (listOptions[ilndex]);

}

public int GetlndexOfOptionFocused()
{

return iOptionFocused;

}

public GameObject GetOptionPrefab()
{

return goOptionPrefab;

}

public int GetNumberOfChildrenOfOptionFocused()

{
return (listOptions[iOptionFocused].transform.GetChild(0).transform.childCount - 1);

}

public string GetBackButtonText()
{

return sBackButtonText;

}

public void SetIndexOfOptionFocused(int iNew Value)
{

iOptionFocused = iNew Value;

}

public void ResetAndHideMenuWithBackButton()

{
ResetOptions();

myMenulnputController.ShowMenu();
}

public void ResetOptions()
{

int iCount = listOptions.Count;

if (iICount > 0)

{
for (int i = 0; 1 <iCount - 2; i++)
{

listOptions|[i].transform.GetChild(0).gameObject.SetActive(false);
ChangeOptionTextColorToUnfocused(listOptions[i].GetComponent<Text>());
H
ChangeBackButtonTextColorToUnfocused(listOptions[iCount - 2].GetComponent<Text>());
ChangeQuitButtonTextColorToUnfocused(listOptions[iCount - 1].GetComponent<Text>());
ChangeOptionTextColorToFocused(listOptions[0].GetComponent<Text>());

b

iOptionFocused = 0;
myMenulnputController.SetOptionsFocused(true);
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public string GetTextFromOptionFocused()
{

return listOptions[iOptionFocused]. GetComponent<Text>().text;

}

public void ChangeBackButtonTextColorToFocused(Text textLabel)

{
myColorChanger.ChangeTextColorToFocused(textLabel);

}

public void ChangeBackButtonTextColorToUnfocused(Text textLabel)

{
myColorChanger.ChangeTextColorToUnfocused(textLabel);

}

public void ChangeQuitButtonTextColorToFocused(Text textLabel)

{
myColorChanger.ChangeTextColorToFocused(textLabel);

H
public void ChangeOptionTextColorToFocused(Text textLabel)

myColorChanger.ChangeTextColorToFocused(textLabel);
¥

public void ChangeQuitButtonTextColorToUnfocused(Text textLabel)

myColorChanger.ChangeTextColorToUnfocused(textLabel);
}

public void ChangeOptionTextColorToUnfocused(Text textLabel)
{
myColorChanger.ChangeTextColorToUnfocused(textLabel);

}

public void BuildOptions()
{
for (int i = 0; i < aMenuOptions.Length; i++)
{
GameObject goNewOption = Instantiate(goOptionPrefab, goCanvasMenu.transform);
int currentOptionIndex = i;

goNewOption.transform.localPosition = myOptionsPositionConfigurator.GetPositionForIndex(i);
goNewOption.GetComponent<Text>().text = aMenuOptions|[i];
goNewOption.GetComponent<Button>().onClick.AddListener(delegate
{

myMenulnputController.SetOptionsFocused(false);

myOptSuboptComunicator. ActivateAllSuboptionsOfAnOption(listOptions,

goNewOption.GetComponent<Text>().text);
iOptionFocused = currentOptionIndex;

1

if(i==0)
ChangeOptionTextColorToFocused(goNewOption.GetComponent<Text>());

ilse

ChangeOptionTextColorToUnfocused(goNewOption.GetComponent<Text>());
listOptions.Add(goNewOption);

myOptionsPositionConfigurator.InstantiatePanelForSuboptionsOfOptionl(goNewOption.transform, i);
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}

GameObject goBackButton = Instantiate(goOptionPrefab, goCanvasMenu.transform);
goBackButton.transform.localPosition = myOptionsPositionConfigurator.GetPositionForIndex(listOptions.Count);
goBackButton.GetComponent<Text>().text = sBackButtonText;

goBackButton. GetComponent<Button>().onClick. AddListener(delegate

{
ResetAndHideMenuWithBackButton();

s

ChangeBackButtonTextColorToUnfocused(goBackButton.GetComponent<Text>());
listOptions.Add(goBackButton);

GameObject goQuitButton = Instantiate(goOptionPrefab, goCanvasMenu.transform);
goQuitButton.transform.localPosition = myOptionsPositionConfigurator.GetPositionForIndex(listOptions.Count);

goQuitButton. GetComponent<Text>().text = sQuitButtonText;
goQuitButton. GetComponent<Button>().onClick. AddListener(delegate { myMenulnputController.QuitGame(); });

ChangeQuitButtonTextColorToUnfocused(goQuitButton. GetComponent<Text>());
listOptions.Add(goQuitButton);
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JTOJATOK B

BIAI'YK
KepiBHHKa eKOHOMIYHOI0 PO3ainy
Ha KBajidikauiiiny podory 0akajaBpa Ha TeMy:
«Po3podka kpocmiargopMeHOro irpoBoro 3aCTOCyHKY Ha OCHOBI
TeXHOJIOTiYHOro creky Unity/C#»
CryaenTa rpynu 122-20-4 CanoBcbkoro SIpociaasa OQjiekcanapoBuya

KepiBHUK eKOHOMIYHOT0 po3ainy
aou. ka@. IHEII Ta ITY, k.e.H JI.B. KacbsiHeHKO
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JTOJIATOK B

MNEPEJIK ®AWJIB HA JIUCKY

Im’s1 daiiny ‘ Onmuc

[TosicHIOBaJIbHI IOKYMEHTHU

KpamnidikariiinaPo6ora CamoBcekoro.doXc | IToscHioBaibHa 3amucKa 10
KkBamiQikamiiHoi po6oTH. JJokyMeHT
Word.

KsamidikarmiitnaPo6ora Canoscbkoro.pdf | IToscHroBaJbHA 3amucKa 110
kBamidikariitHoi pobotu B hopmati

PDF
[Iporpama
diplom.rar ApxiB. MiCTUTh KOJ IpOTpamMH i
OTKOMITIJTLOBAHY IIPOTpamy.
[Tpe3enTartis
[Ipesenramis CamoBchKoro.ppt [Ipe3enTarist kBamiikaiiHol

poboTH
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