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PE®EPAT

[TosicHtoBanbHa 3anucka: 77 c., 33 puc., 0 Tabsn., 3 goxu., 23 mxepen.

OO0'ekT po3poOKu: OaraTopiBHEBa BiJeorpa Ha OCHOBI KpOCCILIaT(HOPMHOTO
pyuo Unity.

Mera kBamidikamiitHoi po6oTH: po3poOKa OaraTopiBHEBOI BiJICOTPU HA OCHOBI
kpoccruiargopmuoro pyuis Unity, sika Oyae 3ocepekeHa poOoTi 3 xKaHPOM KBECT-
TOJIOBOJIOMKA.

Y BCTymi pO3TISIAA€THCS aHANI3 Ta CYYacHUN CTaH MPOOIeMH, KOHKPETU3Y€EThCS
MeTa kBajiikaiiitHoi poOOTH Ta rajy3b il 3aCTOCYBaHHS, HABEJIEHO OOTPYHTYBaHHS
aKTyaJIbHOCTI TEMHU Ta YTOYHSIETHCS TOCTAHOBKA 3aB/IAHHS.

Y  nmepmioMy po3Aunl  MpoaHaNi30BaHO TMPEAMETHY Traily3b, BHU3HAUYE€HO
aKTyaJIbHICTh 3aBJAaHHS Ta MPU3HAYEHHS PO3pPOOKH, CHOPMYIHOBAHO TOCTAHOBKY
3aBAaHHS, 3a3HAYEHO BUMOTH JIO MPOTPAMHOT peai3allii, TEXHOJIOT1H Ta MPOTrpaMHUX
3ac00i1B.

VY npyromy po3ainl mpoaHani3oBaHI HasBHI pillieHHS, o0paHOo miuatopMu ist
pO3pOOKH, BHKOHAHO NPOEKTYBaHHS 1 pO3poOKa mporpamu, omuca€a poOoTa
OporpaMu, aJIropuT™M 1 CTpyKTypa ii (YHKIIOHYyBaHHS, a TaKOX BHUKIUK Ta
3aBaHTaXKEHHS MPOTrpaMu, BU3HAYEHO BX1JHI 1 BUX1/IHI JaH1, 0XapaKTePU30BaHO CKJIa]
napameTpiB TEXHIYHUX 3aC001B.

B exkoHOMIYHOMY  pO3IUII  BU3HAYEHO  TPYAOMICTKICTH  pO3pOOJIEHOI
1HpopMariitHOT cUCTEeMU, TTPOBEICHUM TiIpaXyHOK BapTOCTI pOOOTH IO CTBOPEHHIO
IpOrpamMu Ta po3paxoBaHO Yac HA WOr0 CTBOPEHHS.

[IpakTryHe 3HAYEHHS MOJISITa€ Y CTBOPEHHI IMPOBOT0 I0JaTKa, 110 Ha/la€ IPaBLIIo
3aHYpEHHS y BIPTYaJbHUN CBIT, IOBHUM 3araJiok Ta TA€EMHUIIb, LIKAaBUX TOJIOBOJIOMOK
Ta IHTEPECHOT 1CTOP11, CTBOPEHHS YHIKAIBLHOTO JOCBIAY JUTsl KOKHOTO TPABIIS.

AKTyalnbHICTh ITPOBOTO  JIOAATKY BH3HAYAETHCSI 3HAYHUM  3pPOCTAaHHSAM
MOMYJISIPHOCTI KOMI'FOTEPHUX 1TOP, 3araIbHUM CTAO0UIBHUM Ta MOTY)KHUM PO3BUTKOM
IrpOBO1 1HAYCTPIi, a TAKOX PO3BUTKOM OKPEMHX IIPOBUX JKaHpPIB, TAKUX SIK KBECT-
TOJIOBOJIOMKA.

Crucok kmouoBux cris: I'POBUI IOJJATOK, TPA, BIIEOI'PA, TPABEILID,
KBECT, I'OJIOBOJIOMKA, KOPUCTYBAY, ICTOPIA, TTOIIYK ITPEJMETIB,
IIJIAT®OPMA, UNITY, I'POBUI IBUT'YH.



ABSTRACT

Explanatory note: 77 pp., 33 fig. 0 table, 3 appendix, 23 sources.

Object of development: multi-level video game based on the cross-platform Unity
engine.

The goal of the qualification work: development of a multi-level video game
based on the cross-platform Unity engine, which will focus on working with the quest-
puzzle genre.

In the introduction, the analysis and current state of the problem is considered, the
purpose of the qualification work and the field of its application are specified, the
justification of the relevance of the topic is given, and the statement of the task is
clarified.

In the first section, the subject area is analyzed, the relevance of the task and the
purpose of the development is determined, the task statement is formulated, and the
requirements for software implementation, technologies and software tools are
specified.

In the second section, available solutions are analyzed, platforms for development
are selected, program design and development are performed, program operation,
algorithm and structure of its functioning are described, as well as program calling and
loading, input and output data are determined, and the composition of technical means
parameters is characterized.

In the economic section, the labor intensity of the developed information system
is determined, the cost of work on creating the program is calculated, and the time for
its creation is calculated.

The practical value is in the creation a game application that immerses the player
in a virtual world full of mysteries and secrets, different puzzles and an interesting
story, creating a unique experience for each player.

The relevance of the game application is determined by the significant increase in
the popularity of computer games, the general stable and powerful development of the
game industry, as well as the development of certain game genres, such as quest-
puzzle.

List of keywords: GAME APP, GAME, VIDEO GAME, PLAYER, QUEST,
PUZZLE, USER, STORY, ITEM SEARCH, PLATFORM, UNITY, GAME ENGINE.
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INEPEJIIK YMOBHHUX ITIO3HAYEHD

UNITY - 6aratomnatgopMoBHil iIHCTPYMEHT AJisi PO3pOOKH BiI€OITOp 1 3aCTOCYHKIB;
C# — MoBa niporpamMyBaHHS;

EXE — po3umupeHHsi BUKOHYBAaHOTO (haiiry, 110 3aCTOCOBYEThCS B cucTeMax Microsoft
Windows;

JSON — JavaScript Object Notation;

UI — User interface;

TMPro — Text Mesh Pro;

EOM - enexkTpoHHO-00UYHKCIIOBAIbHA MAIIIMHA.



BCTYII

KoMmr'toTepni irpy — 1e I1HTepakTHBHAa (opMa po3Baru, B sAKId TrpaBLl
B3aEMOJIIIOTH 13 BIPTyaJIbHUM CBITOM, CTBOPEHHM Ha KOMIT'IOTepi. BOHM TPOMOHYIOTH
PI3HOMAHITHI JKaHPH, B1J] €eKIIEHY Ta MIPUTOJ] 10 CTPATET1H Ta TOJIO0BOJIOMOK.

Cporosi irpu CTajqu HE JIMLIE MOMYJSIPHUM BUIOM PO3Bard, a i MOTYKHOIO
E€KOHOMIYHOIO CHJIOK. Po3poOka KOMIT'IOTEpPHHUX Irop BKIIIOYAE IIUPOKUN CIEKTP
TISUTBHOCTI, TAKUX SIK JIM3aiiH, MPOTpPaMyBaHHSA, XYAOXHE O(QOPMIICHHA, aHIMAIlisd,
3BYKOBUH CympoBija 1 MapkeTuHr. KoManau po3poOHUKIB MOXKYTh MICTUTH JECATKH
a00 HaBITh COTHI JIFOJIEH, K1 MPALIOIOTh CIUIBHO JJIsl CTBOPEHHSI IPOBUX MPOEKTIB. 3
PO3BUTKOM TEXHOJIOT1H Ta TOCTYMHOCTI IrPOBUX IJIAT(HOPM, BKIFOYAKOYH ITEPCOHANIbHI
KOMIT'IOT€pH, KOHCOJ1, MOOUIBbHI MPUCTPOi Ta BIPTyalbHY peajbHICTh, ITPU CTaIU
OJIbII pEeaTICTUYHUMU Ta IHTEPAKTUBHUMU. [HTyCTpisl TAKOXK CUIIbHO BILIMBAE HA 1HILI
cdepu, Taki K GUIBMU, My3UKa Ta MOJIa, 3 IHTETPAIIIEI0 TIEPCOHAXKIB Ta €JIEMEHTIB Irop
y 11l Tamy3i.

Came Tomy Temoro naHoi kBamidikoBaHoi podotu € «Po3poOka GararopiBHEBOI
BIJICOTPHM Ha OCHOBI Kpoccruiatrdopmuoro pymriro Unity». Mera miei podotu —
pPO3pOOUTH ITPOBUM TOAATOK, SIKUA MOXE NMEPEHECTH I'paBlisd y BIpTyalbHHUI CBIT Ta
M0/IapyBaTH BEJIMKUN CIIEKTP €MOIIi, a TAKOK PO3BUHYTH KOTHITUBHI HABHYKH.

[I1o6 orpuMatu Takuit eexT, xKaHp AJisi rpu 0yJI0 BUOPAHO KBECT-TOJIOBOJIOMKY.
Komn'toTepHi irpu >kaHpy KBECT-TOJOBOJOMKA MPOIMOHYIOTH TPABISIM 3aXOILUIIOI0UY
MOJIOPO’K, MOBHY 3arajJlok Ta TOJIOBOJIOMOK. BOHHM 3a3BHuYail BKIIIOYAIOTH CKJIAJIHI
JIOT1YHI 3aBJaHHS, Kl TPaBIIM HEOOXIAHO BUPINIyBaTH, 100 MPOCyBaTUCS 3a
crokeToM rpu. Lli irpu po3BUBaIOTh 1HTENEKTYaIbHI HABUYKU Ta CHPUSIOTH PO3BUTKY

eraTI/IBHOCTi Ta aHAJIITUYHOTO MHUCJICHHS y FpaBLIiB.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA TIOCTAHOBKA 3AJIAUI

1.1. 3arajbHi BiToMOCTI 3 IpeAMeTHOI raay3i

[HaycTpiss KOMO'TOTEPHUX ITOpP € OJIHIEI0 3 HAaWOUIbII HIBUIAKO3POCTAIOYMX 1
HaWOIIBII aalITOBAHUX Tajy3ei HAIIOTO CTOJITTS.

['onoBHOIO HOTO XapaKTepHOIO PUCOIO € MOCTIMHE BIAKPUTTS HOBUX KaHPIB 1
CTBOPEHHS HOBHUX ITPDOBUX MEXaHIK, $IKI IPUBEPTAlOTh YBary HaBiTh THX, XTO
HAMaraeThCsl TPUMATHCS Toaii Bif irop. J{Jis KOXKHOT JIFOAMHYN 3HAWIETHCS I0Ch, 110
MOK€ HOTO 3auenuTH, OyJb TO KapTKOBa CTPATErisi, CUMYJISATOpP 3HAMOMCTB abo
3axXOIUTIOI0Yl OMTBH MOCEpPE]] KOCMOCY. Y HIBEPCAIbHICTh TaKOl IIKaIU MOSCHIOETHCSA
THYYKICTIO TaHOI rajiy3i 10 Oyab-sIKUX 3MiH CIIOKHMBUMX 3aMUTIB 1 MOTJsAAIB. Ko
OJIMH aHp IrOp MOYMHAE 3acTapiBaTH, B MOro KOHIIEMIlII MOYMHAIOTh BIUCYBATUCS
HOBI1 MEXaHIKH, 5Kl MPOJOBXKYIOTh TPUMATH 1HTEpec myOumiku [3].

IcTopist i€l 1HAYCTpii TMOYMHAETHCSA 1€ 3 CEPEAUHU JIEB'STHOCTUX, KOJIU
MIPOBOTMIIHCS TIEPIIT eKCIEPUMEHTH 3 KOMITFOTEPHUMHY iTpaMU Ha BEJIUKHUX 1 IOPOTHUX
MetiHdpeitmax. OuH 13 HalBIIOMIIIUX NpUKIaaiB — "Spacewar!". Po3pobnenay 1962
potii, "Spacewar!" € o/1HI€l0 3 HalpaHIIIUX KOMIT'IOTEPHUX 1rop y cBiTi. CTBOPUIH TPy
Cris Paccen ta Maprin I'pad, asa crymentu 3 MaccadyceTchbKOro TEXHOJIOTIYHOIO
iHctutyTy (MIT). I'pa Oyna crBopena mis komm'torepa PDP-1, sxuii 6yB ogHuM 3
NEPIINX MAacoOBO JOCTYIMHUX KOMI'toTepiB. "Spacewar!" Oyia KOCMIYHOIO apKaJgHOIO
IpOIO, B SIKii JiBa TPaBIl KEPYBAIM KOCMIYHUMH KOPaOJIAMH, SIKI 3MArajiucs OJUH 3
OJIHUM y KOCMIYHOMY ITpocTopi. I'paBiii MOTjiM BUKOPUCTOBYBATH PEAKTUBHI JBUTYHH
Ta (i3uKy, 100 MmepeMiliaT CBoi Kopalii, CTPUISTH 1 HaAMaraTucs 3HUIIUTH OJUH
onHoro. I'pa BUKOpHUCTOBYBajia BEKTOPHY Tpadiky Ta Mana €JIeMEHTH CTparerii, 1o
pOOMIIO 1i TOCUTH CKJIAJHOIO Ta 3aXOIUIIOIYOI0 JJIsl TPaBIIiB [2].

"Spacewar!" BIMHYyJ1a Ha MOAANIBIINN PO3BUTOK IrPOBOI 1HYCTpii, CTBOPIOIOYH
OCHOBY i1l 0araThOX 1€l Ta KOHIEMIiH, Kl 3apa3 IHUPOKO BUKOPUCTOBYIOTHCA Y

Bijleoirpax. Bona mokianana mo4yaTok AJis MOJANBIIOTO 3pOCTaHHS Ta 1HHOBAILIM y



rajxy3i KOMI'FOTEpHUX 1rop.

[TotiM, y 1970-T1 poku 3'sBUIUCS MepuUIi apKaJHI I'pOBI aBTOMAaTH, Takl SK
"Pong" Bix Atari. KoHcosl 1oMamHboro BUKOpHCTaHHs, Taki sk Atari 2600, cranu
NOMYJISIPHUMU.

VY 1980-11 poku mouvayiacsi 30Ji0Ta epa apkaaHux irop. "Pac-Man", "Donkey
Kong" Ta "Super Mario Bros." cranm KyJ1bTOBUMH irpaMu 1OT0 Yacy. Bimeoirposi
KOHCOJI1 CTaJu JOCTYIHIIIMMHU, a Tpadika i reMMIuieit mpoI0BKUIN CB1M pO3BUTOK.

Bixe y 1990-T1 poku oTprMalii CBO€E pO3IIMPEHHS KOMIT'IOTEPHI IFPH Ta JOMAILIHI
KoHcom. 3'sBunucs HoOBI miatdopmu, Taki sk Sega Genesis, Super Nintendo
Entertainment System (SNES) 1 PlayStation. Bunukuennst 3D-rpadiku Ta irop y xaHpi
"mytepis".

Y 2000-11 modaBcs PO3BUTOK MOOUIBHUX IrOp Ta Irop JUisl MEepPCOHATbLHUX
komm'torepiB. [losiBa PlayStation 2, Xbox 1 Nintendo GameCube. Ounnaiin-irpu Ta
MYJIBTUILICEP CTAIN TOMYISIPHUMU.

3apa3, y 2023-my pori, irpoBa IHIYCTpis NPOJIOBXKYE PO3BUBATHUCS 3
BUKOPUCTAaHHSAM HOBITHIX TEXHOJIOT1M, TakuX sIK MTy4yHUH iHTENeKT (Al), xmapHi
TeiMIHTOBI TJIaTHOPMHU Ta PO3IIUPEHA PEANTbHICTh. 3aBISIKA Cy4YaCHUM TEXHOJIOT1sIM,
3apa3 KOMI'IOTEPHI IrPH 3/1aTHI HAJIaTW MAKCUMaJbHE 3aHYPEHHS B IPUIYMaHI CBITH.
Came ToMy 3pOCTaHHS MOMYJISIPHOCTI ITOp CEpeJl HACEICHHS PI3HUX KpaiH He Crajac a
HE Ha MUTh [1].

[HTepec 10 KOMO'IOTEPHUX IrOp MIIOB BiJ TATW JIOACH A0 3BUYANHHUX 1rOP.
Panime irpu BUKOPUCTOBYBAJIMCS B OCHOBHOMY JJIS PO3Barv. ¥ Cy4aCHUX peaisix
KOMM'tOTEpHI irpH (1 HE TIILKU KOMI'IOTEPHI, MOOUIBHI TE€X) SIBJISIOTH COOOI0 JOCUTh
I[IKaB€ MOE€JHAHHS NEKIILKOX (PAKTOPIB: BOHM MOXYTh OyTH MK 1 PO3Baroro, 1oo0
«BOUTH 4Yac» abo MPOCTO BIAMOYUTH, TaK 1 PO3BUBAIOYMM ab0 TPEHYBaJIbHUM
MEXaH13MOM, 3IaTHUM 3a0€3MeUUTH TIOCUTh SIKICHUN PiBEHb 3HaHb a00 HAaBUYOK. Tak,
HAIPUKJIIAJ, 32 JIOTIOMOTOIO iTOp Y BIpTyasabHI{ peaabHOCTI, JOTIOMAaraloTb OOPOTHCS 31
CTpaxamu Jirojiel, a0 OTpUMAaTH SKICh MEBHI HABUYKUA. Y XIpyprii iCHy€e IMpaKTHKa,
KOJIM TIepe]l CKJIAJHOI OIEpali€l0 MOXHA MPOBECTH IOIMEPEIHI0 OIMEepaIio y

BIpTyalIbHI#M peanbHOCTI. J[JIs y4YHIB 1€ MOKE CTAaTH MOMJIMBICTIO MEPEBIPUTH CBOI
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HABUYKH, HIKOTO HE MOKATIYMBIIN. TakoX KOMITIOTEPHI ITPU CHPHUSIOTh PO3BUTKY
JIOTIYHOTO MUCJEHHS 1 MPOQUIAKTUKU MEePEIYACHOI IeMeHLli [8] 3aBAsKM TOMY, IO
ITpH 3MYIIYIOTh MTPALIOBATH BlAPa3y KUIbKa JUISTHOK MO3KY.

OCHOBHHMMU 3aBJaHHSIMH KOMITIOTEPHHUX 1TOp MOXHA Ha3BatH [5,7]:

- Hagatu yHiKanbHMI AOCBiA 1 MakCHMMallbHE 3aHYpEHHS B TIpYy, B
OCHOBHOMY 3a PaxyHOK TelMIuiesi, 1cTOpii, irpoBOTO CBITY, My3HKH 1 CIIEIIE()EKTIB;

- Hanartu rpaBiiesi npoGiemMy 1 HaaT pi3Hi criocoOu i BUIIpaBiaeHHS abo
BUPILIEHHS;

- Hagaty po3BUTOK KOTHITUBHMX HABUYOK, TAKUX SK MHUCJICHHS, yBara,
CIIOCTEPEXIIMUBICTh, JIOTIYHE MHCIEHHA Ta HOPUUHATTS pilieHb. Irpu MOXyTb
MPOTNOHYBATH IPaBIIEBl T'OJIOBOJIOMKH, JIOT14YH1 3aBJIaHHs a00 CTpATEriuHI CUTYaIlli, K1
BUMAararoTh aKTUBHOT'O MUCJICHHS Ta BUPIIICHHS Mpo0IieM;

- Hanatu comianbHy B3aemomito. Jlesaki KOMI'OTEpHI Irpud  MarTh
MYJIBTUIUICEPHUM PEXUM, JI€ TPaBLl MOXKYTh B3a€MOJIATUA OAUH 3 ogHUM. Lle moxe
CIIPUSATH  PO3BUTKY  COIIAJIBHUX  HABUYOK,  CIIBIpall, KOMYHIKaIii Ta
B3a€EMOpO3yMiHHA. B3aemonis 3 1HIIMMHM TpaBUSIMHU MOKE MNOKPAIIUTH COLIAJIbHI
HABUYKH, CIIIJIKYBaHHS Ta PO3BUTOK KOMAaHJIHOI POOOTH;

- Hanatu rpaBiieBi HOBI eMoIlii, 11100 NOTJIUOUTH irpoBUit J0cBiA. EMorii,
IPU [IbOMY, MOXYTh OYTH PI3HUMHU, SIK PAJICTh 1 BECEIIOIII, TaK 1 CTpaxX, THIB, OayKaHHS
BIITBOPUTH CTIPABEJIMBICTD Ta 1H.;

- Hapnatu rpaBueBi MOKJIUBICTh BYMTHCSA 1 HaBITh HABYaTH IHILHUX.
KowMmm'toTepHi irpu MOXKyTh MaTl HaBYAIbHY CKJIIAQJOBY, CIIPSIMOBAHY Ha BUKJIAJIaHHS
NEBHUX 3HAHb, HABMYOK ab0 KOHKpeTHUX mnpeameriB. LI irpy MOXyTb
BUKOPUCTOBYBATHUCS Y HABUAHHI JUIsI 3aJTyYEHHSI Ta 3al[1KaBJICHHS CTYJIEHTIB a00 JITeH;

- Hanatu rpaBiieBi po3Bary, BilIMTOYMHOK 1 33J0BOJICHHS;

- CtBOpUTH 1Sl TpaBIsl BHUKJIUK Ta JOCSITHEHHs, 3a OOpoTbOy 3 LUM
BUKJIMKOM;

- Hauntn CMIIAaTUYHOMY MHUCJICHHIO.
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1.2. IIpu3HavyeHHs1 pO3POOKH TA rajay3b 3aCTOCYBAHHS

[rpu s)xaHpY «KBECT-TOJIOBOJIOMKAY CIIPUSIOTH PO3BUTKY JIOTIYHOTO MUCJICHHS, a
TaKOXX Jal0Th MOMJIMBICTh TEPEHHSATHCS IIKaBOIO iCTOpicro. BoHM 103BOJISIOTH
IPaBISIM BIJABOJIIKTUCS BiJ] TMOBCSAKACHHUX CHOpaB Ta BIJYYTH 3aJ0BOJICHHS BIJ
PO3B'I3yBaHHS CKJIAIHUX 3arajJiok Ta 3aBiaHb. lle TakoX CTHMYIIIO€ BHYTPIIIHINA
MIOIITYK Ta 3aJI0BOJICHHS BiJ JOCSITHEHHS ycmixy [8,9].

OcHOBHE IpU3HAYEHHS PO3POOKHU IFPOBOIO 3aCTOCYHKA €:

- HanaTtu xopuctyBaueBi rapHuil irpoBuii JOCBI;

- P03BUTOK KOTHITHBHUX HABUYOK Y KOPHCTYBAua;

- 3a0e3nedeHHs po3Baru Ta BIAIMOYHHKY;

- [lixBUIIEHHS TBOPYOCTI Ta MPOOJIEMHOI'O MUCIICHHS.

OO6nacTp 3aCTOCYBaHHS PI3HOMAHITHA, TaK K KOXKEH MOJIy4a€ 3 I[bOTO BIaCHUMN
JIOCBiJ, BJACHI BpPa)XCHHS Ta BIACHI JyMKH. AJje, 3BICHO *, OCHOBHA Taily3b

34aCTOCYBAHHA — 1€ pO3Bara.

1.3. ITixcTaBa aist po3pooKu

[TimcTaBamu 11t pO3pOOKH «BUKOHAHHS KBaJi(DiKaIIiHOT pOOOTI €:

- OcaiTHs niporpama 122 «Komm’toTepHi HAyKn»;

HaBuanpHuii mian Ta rpagik HaBYaIBHOTO TIPOIIECY;

- Haka3 pextopa HaiioHansHOTO TEXHIYHOTO YHIBEpCUTETY «JIHIMpPOBCHKA
nomitexHikay Ne350-c¢ Big 16.05.2023p;

- 3aBaaHHs Ha KBadiQikaliiiHy podoTy Ha TeMy ‘“Po3poOka GaratopiBHEBO1

BiJICOrpH Ha OCHOBI KpoctaTgopmuoro pyiris Unity ”.

1.4. IlocTanoBKa 3aBIaHHA

3aBAaHHAM JaHOI KBadi(iKaliiHOI poOOTH € po3poOKa KOMIT IOTEPHOI I'pU B

XKaHP1 “KBECT-TOJIOBOJIOMKA™ .
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Pesynbrarom pobotu mMae OyTu po3poOJeHUI IrpOBHil 3aCTOCYHOK, SKUN Mae
NEBHUM MepeiK MexaHiK Ta (PyHKII1H, KOTpl HaBEJIeHI HUXKYE:

- IHIHE OIOBIAAHHS 1CTOPII, 10 SKOTO MIAB'sI3aH1 PAI MOA1HA Ta TPUTEPIB;
JIiH1¥iHE omoBixa 1cTOpIi, 7O AKOTO MiJB'I3aH1 OJlli1 Ta epiB;

MOXIUMBICTh TOJIOBHOTO T€pOsi pyXaTHCh [0 Mari, B3aEMOMISATH 3
00’€KTaMM Ta IHIIUMU EPCOHAKAMU;

- HasiBHICTB pi3HUX MiHI-ITOp Ta FOJIOBOJIOMOK;

- HasiBHICTh TE€KIJTBKOX PiBHIB, K1 0OMEXKEH1 IEBHUMU JIOKAIIISIMU;

- HasiBHicTh IEepexoy MiX JIOKalisiMu 0e3 B3aeMoii 3 iHTepdericom;

- HasiBHICTB cucTeMU 30€peKeHHs Ta 3arpy3KH;

- HasiBHiCTH cCUCTEMHM A1ajI0TiB, sIKa MA€ OXOIUICHHS SIK TOJIOBHOT'O T€pos Ta
IHIIMX NEPCOHAXKIB, TAaK 1 JYMOK T'OJOBHOIO repos, KOTPl MOSBISIOTHCS Y OKPEMIid

30HI.

1.5. Bumoru 10 nporpamMu a00 NporpaMHoro BUpooy

1.5.1. Bumoru 10 GyHKI[IOHATBLHUX XaPAKTEPUCTHK

Bumoru, SIKMX NOBUHEH JOTPUMYBATUCS KIHIIEBUM TPOTYKT:

- 3pyunuii Ta anantuBHui Ul 10 pi3HUX pO3MIPIB €KpaHy;

- Cucrema 30epexeHHs Ta 3arpy3Ku JaHUX TPaBIs;

- 3py4HUll Ta NIPOCTUI TEHMILIEH;

- MoxnuBICTh BHOOPY MIK JEKUTbKOMa ITPOBUMH aKKayHTaMu (Mix

nekinpkoMa « HoBux iropy).

1.5.2. Bumoru 10 ingopmaninHoi 6e3nexu

Jlist 3a0e3nedeHHs 1HPOpMaliifHOiI Oe3MeKr KOpUCTyBaya Ma€e OyTH HAasIBHUM
TaKWi MepesiKk yMOB:

- 3abe3reueHHs 3aXUCTy KOH(IASHIIIMHOCTI JaHUX KOPUCTYBaya;

- 3a0e3nedyeHHs] HEMOXJIMBOCTI Iepefadl JaHUX KOpPUCTyBada TpPETIM

CTOpPOHaM;
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- [ToBimOMIIEHHS PO TTOMUITKH JIsI PO3POOHHUKIB;
- Cralu1bHICTh POOOTH CUCTEMH;

- HasiBHicTh 00pOOKM BUHSATKOBUX CUTYAIIIi.

1.5.3. Bumoru 10 ckJiaay Ta napamMeTpiB TeXHIYHHUX 32c00iB

[IIo6 mporpamHuii AOJATOK IMpaloBaB 0e3 mepedoiB, MiHIMaIbHI TEXHIYHI
mapaMeTpu KOMIT'IoTepa, Ha SKUM OyJe BCTAHOBJICHO II€H OJATOK, ITOBHHHI
BIJIMOB1AaTH HACTYITHUM BUMOTaM:

- Omneparniitna cuctema: Windows 7 (SP1+) a6o Bumie/ Linux / MacOs;

- [Tpouecop: Intel Core 2 Duo 3 yactororo He meHue 2.4 I'Tu ta nBoma
Ipamu;

- Bineokapta: NVIDIA GeForce GTX 1060 3I'6;

- OmnepatuBHa nam’siTh: 2 1'6 abo Buie;

- Kopcrkuit nuck: 128 I'6;

- Tun xopcerkoro aucky: HDD.

1.5.4. Bumoru 10 iHpopmaniiHoI T2 MPOrpaMHOI CyMiCHOCTI

3acTocyHOK OyJie peanizoBaHO Ha MOBI mporpamyBaHHsi C# 3 BUKOPUCTaHHSIM
mnatgopmu Unity. Unity sBAsieTbCs JTyXe€ NPOCTUM, aj€ HE MEHII KOPUCHUM
(hperiMBOPKOM 711 pO3pOOKH TIporpaMHoro 3ade3nedeHHs (y OUIBIIOCTI BUITAJIKIB -
1rop) AJst MaikKe yciX Cy4acHHUX ONepaliifHUX CUCTEM.

Cepenouiiie po3po0ku 0oopano Visual Studio, sika Hanae 6aratuii GpyHKIIOHAT
IpH po3poO0IIl Irop Ta y MporpaMmyBaHHi 1 IJIOMY.

B sikocti rpagiuynoro o0podOnuka Oyno odpano 2 nporpamu: SAI ta Photoshop.
KoxHa 3 HUX Hagae psij MOKIMBOCTEH 3 B3aEMOJIIEI0 Ta peJaryBaHHIM rpadiyHuX
300pakeHb. 3a gonomororo SAI Oyzae cTBOpeHO TeKCTypH, a 3a gornomororo Photoshop

OyJe ix pegaryBaHHsl Ta CTBOPEHHS JICSIKMX aHIMaIlii.
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PO3/1T 2
AHAJII3 IPEAMETHOI TAJTY3I TA TOCTAHOBKA 3AJIAUI

2.1 ®yHKuioOHATbHE PU3HAYEHHS IPOrPaMHu

Pesynprarom kBanmi(ikoBaHOT poOOTH € KOMI'IOTEpHA Ipa >KaHPY KBECT-
rojioBojioMKa. ['pa po3paxoBaHa Ha OAHOTO TpaBus. J[aHWI JOIATOK Ma€ MIMPOKHIA
cnekTp GQyHKIIOHATLHOTO IPU3HAYCHHS, 10 TIEPEITIKY SKOTO BXOIUTH [6,8,9]:

1. Pozpara: OcHOBHa MeTa rpy — HaJaTu TPaBLIO PO3Bary Ta MO3UTUBHI
emoltii. LI rpa npononye yHikanbHI Ta LiKaBl 3aBJIaHHSA, SIKI BUKJIMKAIOTh IHTPUTY Ta
CTUMYJIIOIOTh TpaBlsl 10 BUPIIIEHHS CKJIQAHOIIIB. ['pa Hajxae pi3HOMAHITHICTh
TOJIOBOJIOMOK, CIOKETHUX IOBOPOTIB Ta MOKJIMBOCTEH IJIsi AOCHIIKEHHS, L0 Y
pe3yJIbTaTi CTBOPIOE 3aXOIUIIOIYY IrpoBY aTMochepy.

2. Ctumymsniss  po3ymMoBoi  IisnibHOCTI: ['pa  BuMmarae Big rpaBid
BUKOPHCTOBYBAaTH CBOI PO3yMOBI 3[I0HOCTI, Takl SIK JIOTIYHE MMCIICHHS,
3amaM'aTOByBaHHS Ta iHme. /[omaTok crpusie po3BUTKY KOTHITUBHHUX HABHYOK Ta
3M10HOCTEH, a TaKOX JOMOMara€ TPEHYBaTH MO30K Ta IOKpaIlyBaTH PO3yMOBI
IPOLIECH.

3. [ToninueHHst HABUYOK BUpilIeHHs TpoOiem: TyT € ckiaiH1 3aBIaHHs, SKi
noTpeOyroTh MOUIYKY PpillIeHb Ta MOAOJaHHS mnepeumkoi. ['pa po3BUBaE HaBUUYKU
NoIIyKy 1HQopMalii, aHali3y Ta OLIHKW BapIaHTIB, IPUUHSATTS PIllIEHb Ta BUKOHAHHS
3aBJaHb B OOMEKEHOMY 4Yaci uu pecypcax. Ll HaBHUKM MOXYTb OyTH KOPUCHUMHU HE
JIMIIIE B IrPOBOMY KOHTEKCTI, a i y pealbHOMY JKUTTI.

4. PizHoManiTHICTB Ta BuOip: Llg rpa mpomonye pi3Hi piBHI CKIQAHOCTI AJis
rOJIOBOJIOMOK TIPH MEePex0/1i Ha HOBI JIOKaIlli, pI3HOMaHITHI 3arajku Ta BapiaTUBHICTh
cuenapiiB. lle no3Bossie rpaBLeBl BUIPOOYBaTH pI3HI pIBHI CKJIAJHOCTI Ta
HACOJIOXKYBATHUCS PI3HOMAaHITHICTIO IrPOBOTO TMPOIIECy, 3a0e3Meuy0Yd THYUKICTh Ta

nepCcoHaIi3aIlio IrPOBOTO JOCBIY.
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2.2. Onuc 3acTOCOBAaHUX MATEMAaTHYHHUX METO/IIB

Y 1mpoMy AOAaTKy, 34€01IbIIOr0, BHKOPUCTOBYBAJHCS JIMIIE eJIeMEHTapHI
apudmetnyHi 1ii. 3 popmys 3acTocoByBanacs jauie Gopmysia 3HAXOKEHHS B1ICTaHI.

CknagiHl MaTeMaTU4H1 METOAN HE BUKOPUCTOBYBAJIHUCH.

2.3 Onuc BUKOPUCTAHUX TEXHOJIOTI TA MOB MPOTrPaAMyBaHHSI

[Ipu po3poOii 1i€i mporpaMu OCHOBHUMH IHCTPYMEHTaMU i POOOTH OyIio
oOpano Unity Ta C#. A Takox, JOIOMIXKHI TEXHOJIOT1i Ta IHCTPYMEHTH, TaKl SIK:

- TextMeshPro;

- Unity Ul;

- DoTween;

- Timeline.

Unity — oJIuH 3 HaAWOUIBII TTOMYJISPHUX 1 IIUPOKO BUKOPUCTOBYBAHUX ITPOBUX
JBUTYHIB B TIPOMHUCJIOBOCTI. 3aBISKHA CBOIM MOTY>KHUM MOXJIMBOCTSIM, THYYKOCTI Ta
niaTpuMill pizHux 1iatdopm, Unity g03Bossie po3poOHMKAM BTLIIOBAaTH CBOi TBOPYI
171e1 y 3aXOIUII0I0U1 Ta BUCOKOSIKICHI I'POBI MMPOEKTH.

Y  kmouoBi  ocobiauBocTi  Ta  MoXxiuBocTi Unity  MoXHaA  J107aTH
kpocrat@opMHicTe. Unity mATpUMY€E po3poOKy 1rop i pi3HUX IIaThopwm,
Brrovaroun [1K, Mo6inmbHI mpucTpoi, koHcomi, [ateprer Ta immi. Ile mo3Bomse
PO3pOOHUKAM CTBOPIOBATH ITPH, sIKI MOKYTh OyTH 3amyIIeH1 Ha PI3HUX MPUCTPOsIX O6e3
HEOOX1THOCTI nmepenucyBatu ko i3 vy [10].

Takox OCHOBHUM MOMEHTOM € Te, 10 Unity MponoHye i1HTYyITUBHUIN Bi3yaabHUI
penaKTop, SIKMi J103BOJISIE CTBOPIOBATH Ta HANAIITOBYBAaTH IrpoBi 00'€KTH, CIEHH,
aHiMarlii Ta iHTepdeiicu kopucTyBada 0e3 HeoOXimHocTi mucatu koid. Lle poouts
PO3pOOKY AOCTYITHIIIO JJISI HOBAYKIB 1 JO3BOJISE MIBUJIKO MPOTOTUITYBATH 1Teparrii
irpoBux nmnpoekTiB. Unity Mae KOMIIOHEHTHY apXiTeKTypy. BiH 3acHoBaHuil Ha
KOMITOHEHTH1M MOJIEN1 PO3pOOKH, /1€ PYyHKII0HATBHICTh I'POBUX O0'€KTIB JOCATAETHCS

NUIIXOM KOMOIHYBaHHS Ta HaJjalllTyBaHHS KOMIMOHEHTIB. lle mo3Bosisie jerko
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CTBOPIOBATH TMOBEMIHKY Ta (YHKIIOHAJIBHICTE OO0'€EKTIB IUIAXOM JOJIaBaHHS,
BUJIAJICHHSI Ta HAJIAIITYBaHHS KOMIOHEHTIB [11].

3BUYAHO, OJIHIEI0 3 HaWBAXIIMBIIIMX OCOOJMBOCTEH € CKPUNTHHI Ta
nporpamyBaHHs. Unity miaTpumMye KiJibka MOB MpoOrpaMmyBaHHs, BKitodaroun C# Ta
JavaScript. Lle BruMBae Ha pi3HOMaHITHICTb PECYPCIB Ta IHCTPYMEHTIB, K1 IPOIOHYE
Unity, BkiItouaroun 010J110TEKH acceTiB, MOJEINEH, TEKCTYp, 3BYKIB Ta e(EeKTiB, SKi
MOXKYTh OYTH BUKOPHCTaHI JIJIsi CTBOPEHHS BI3yaJIbHUX Ta 3BYKOBUX €(EKTIiB y IPi.

C# — 00'exTHO-Opi€eHTOBaHA MOBa MPOTPaMyBaHHsI, sika po3poodsiena Microsoft.
Bin 6yB npencrasnenuii y 2000 porii 1 cTaB OJHI€I0 3 OCHOBHUX MOB MPOTPaMyBaHHSI
y mnatdopmi po3podku .NET. OnHuMu 3 oCHOBHMX ocoOnuBocTei € te, mo C#
MOBHICTIO MIATPUMY€E MPUHLIUNKN 00'€KTHO-OpieHTOBaHOro mporpamyBanHs (OOII),
Takl SK 1HKANCYJAIisA, craakyBaHHs Ta mosiMopdism. BiH 1n03Bojisse cTBOprOBaTH
KJlacu, 00'€KTM Ta BUKOPUCTOBYBAaTHM MEXaHI3M YCIAJIKyBaHHs JUIsl OpraHizaiii Ta
CTPYKTypyBaHHs kony [12].

I'omoBue, uepe3 mo C# OyB oOpaHuii mjisi poOOTH B JTAaHOMY MPOEKTI —
cymicHicTh 13 Unity Ta Horo kommnoHeHTamu. OCHOBHMMHM MOMEHTAaMHU, B SIKUX
MPOSIBISETHCS 1151 CyMicHICTB [20, 217, €:

- C# € ocHOBHOIO MOBOIO nporpamyBanHsa Unity. Bin Hagae po3poOHuKam
noBHUM Aoctyn a0 ¢ynkmioHaasHocTi Unity API Ta mo3Bosisie cTBOproBaTH IrpOBHid
KOHTEHT, BKJIFOUAIOYH CIIEHH, 00'€KTH, aHIMaIlli, JOT1Ky TpU Ta 6araTo iHIIOro.

- Benmuka nokymenTtanis Ta pecypcu: Unity NpONOHY€E  BEIHMKY
JOKyMEHTAII110, HaBYaJIbHI MaTepiaiu, TPUKIaad KOy Ta CIIUILHOTY PO3POOHHKIB, SKi
JOTIOMAararoTh HOBaYKaM Ta JJOCBITYEHUM PO3pOOHHKAM BUBYATH Ta BUKOPUCTOBYBATH
C# y xonTtekcti Unity. Ile pobuts npoiiec po3poOKu O1IbII TOCTYITHUM Ta 3a0e3Ieuye
HIATPUMKY Ta JOTIOMOTY NPU BUHUKHEHH] TUTaHb.

- PosmuproBanict Ta muariHHa miarpumka: C# B Unity miarpumye
MOJXJIMBICTh CTBOPEHHS Ta BHUKOPHCTAHHS BIACHUX IUIAriHIB Ta PO3UIUPEHb.
Po3poOHUKHM MOXYTh CTBOPIOBATH BJIACHI CKPUITH, KOMIIOHEHTH Ta 1HCTPYMEHTH,

1100 po3mupuTu PpyHkioHanbHICTh Unity Ta aganTyBaT HOro mij CBOT MOTPeOH.
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- [aTerpoBane cepemoBuimie po3poOku: Unity Hamae iHTErpoBaHe
cepenoBuie po3poOku (IDE) 3 moBHoto miarpumkor C#. Unity IDE mae noty:xHi
THCTPYMEHTH 1 pO3pOOKH, HAJIAarO/PKEHHS, aBTOJOTIOBHEHHS Ta aHali3y Koay Ha C#.
I1e cnpoiiye Ta IPUCKOPIOE MPOLIEC CTBOPEHHS ITPOBOTO KOHTEHTY.

OTtxe, cymicHicTh C# 3 Unity poOUTH iX CUIIBHUM Ta €EKTUBHUM KOMOIHAIIIEIO
JUTsL pO3pOOKH IrPOBOTO KOHTEHTY, BKIIFOYAIOYH II€H MPOEKT.

["oBopstuM 1po TONTOMIXKHI IHCTPYMEHTH, MOkHa riouatu 3 TextMeshPro, skuii €
posmmperHsaM s Unity, sike Hajgae OUIbII TPOCYHYTI MOXIIUBOCTI (pOpMaTyBaHHS Ta
BiJIOOpa)KeHHsI TEKCTYy B MOPIBHSHHI 31 CTaHIApTHUM KoMmmoHeHToM Text. Bin mae
NOKpallleHy SKICThb BioOpakeHHsI TekcTy: TextMeshPro BHKOpHUCTOBYE BIlaCHMIA
PEHIEPHUHI TEKCTY, 3aCHOBAHUI HAa MEXaHI3Max CyOIIKCEJIbHOIr0 3IJIaJKyBaHHS, 1110
MPU3BOJINUTH 10 OUTBII YITKOTO Ta YATAHOTO BIJOOPAKEHHS TEKCTY HABITh Ha Pi3HUX
J03BOJIaxX 1 MIIbHOCTI miKkcemiB [13]. Pi3HulIo Bi100paXkeHHs TEKCTY MOKHA TOOAYUTH

Ha puc. 2.1.

Puc. 2.1. Pizauus sxocti mpudris. 3Bepxy — 3Buyaitnuii Text, 3au3y — TMPro

TextMeshPro mae Garatuii pyHkiionan ¢popmaryBanHs TekcTy. Bin npononye
IMPOKUIA HAOIp IHCTPYMEHTIB AJi1 POpMaTyBaHHS TEKCTY, TAKHX SIK P13HI LIPUPTH Ta
CTWJIl, pO3MIPH Ta BUPIBHIOBAHHS, HAJAIITYBaHHS MIXPSIKOBOTO Ta MIXKIITEPHOTO
1HTEpBaJIiB, 30BHIIIHI KOHTYpPH Ta TiHI, 0araTOMOBHA MiATPUMKA Ta 0arato iHIIOTrO
(puc.2.2). lle 103BOJIIE CTBOPIOBAaTHM CTUJIBHMN TEKCTOBUM KOHTEHT, WIO

HaJlalToByeThes [13].

18



Font Asset Creator
Font Settings

ont File as AubreyPro

Characte t ASCI

Render Mods SDFAA

Get Kerning Pal

Generate Font Atlas

Generation completed in: 1¢

Puc. 2.2. [lanens HanamtyBaHHS WPUPTY
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Unity UI (User Interface) - 1ie cucrema asist CTBOpeHHS iHTEpQeiicy KopucTyBaua
B Irpax 1 nogarkax, mo po3pooistorbes B Unity. Unity Ul Hamae pi3Hi KOMIIOHEHTH Ta
IHCTPYMEHTH [UIsl CTBOPEHHS IHTEPAaKTUBHUX Ta aJaNTUBHUX 1HTep(eiciB
kopuctyBada. Unity Ul mnpomoHye pi3HOMaHITHI KOMIIOHEHTH [Jii CTBOPEHHS
iHTEpdeiicy KopucTyBaya, Taki SIK KHOIKHM, TEKCTOBI MOJIsI, 300pa)K€HHs, NaHenl,
CIIUCKH, TiepemMukaul Ta Oarato iHmoro (puc. 2.3). Po3poOHUKH MOXYTh JIETKO
CTBOPIOBAaTH Ta HAJIAIITOBYBATH IIi KOMIIOHEHTH, 100 OyayBatu iHTepdeiicu, 1mo

BigoOpakaroTh iH(popmariro Ta 3a0e3MeuyoTh B3a€MOIII0 3 KOpUCTyBaueM [14].

YVideo
Ul Text
Camera Text - TextMeshPro

Demigiant Image

Raw lmage
Button
Button - TextMeshPro
Toggle
Slider
Scrollbar
Dropdown
Dropdown - TextMeshPro
Input Field
Input Field - TextMeshPro
Canwvas
Plugins Panel
Scroll View

Event System

Puc. 2.3. Tlanens ctBopenns Ul

DoTween (DOTween) - e 6i6mioTeka aHimarllii Ta TBIHIHTY (tweening) s
Unity, sika Hajae 3py4Hi Ta MOTY>KHI IHCTPYMEHTH MJii CTBOPEHHS IUIaBHUX Ta
TUHAMIYHUX aHIMaIlii B irpax Ta momarkax. DoTween Hamae mpocTuii Ta iHTYITHBHO
3posyminuit APl nyist cTBOpeHHsI aHiMalliil. 3a JIOMOMOTOK KUIBKOX PSJIKIB KOTY
MO’HA aHIMYBaTH BJIACTMBOCTI 00'€KTIB, TaKi SIK MOJOXKEHHS, 00€pTaHHs, MacIITao,

KOJIp Ta iHIII, JIETKO HaJaIllTOBYBaTH mapamerpu aHiMmarii. DoTween Hamae pizHi
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METO/IM KepyBaHHS aHIMAII€l0, TaKl K May3a, BIATBOPEHHS, IEPEPUBAHHS Ta 3BOPOTHE
BiATBOpeHHs. Lle 103BoJsse po3poOHUKaM KOHTPOJIFOBATH Yac Ta MOPSAOK aHIMAIIiH,
CTBOPIOBATH IETJ1 Ta HATAIITOBYBATH MOBEIIHKY aHIMAlLll y peanbHOoMY 4aci [15].
Timeline (MonTaxHa cTpiuka) - 1e iHCTpyMeHT y Unity, sSKuil 103BOJISE
pPO3pOOHKKAaM CTBOPIOBATH Ta KEPYBATH CKJIAIHUMH YACOBUMHM JIIHISIMU Ta CLIEHAP1sIMU
aHiMarii. BiH Hamae THy4dykwil cmocid KepyBaHHsS aHIMAI€r 00'€KTIB, IOJIISIMHU,
3ByKaMH Ta IHIIUMH €JIeMeHTaMH I'pu y 4yaci. Timeline Hagae i1HTYITUBHO 3pO3yMUIUIN
BI3yaJbHHUI PEIAKTOp, Y SAKOMY PO3POOHHMKHM MOXXYTh CTBOPIOBATH YacOBi JiHIi Ta
KOMITOHYBaTH €JIEMEHTH aHIMaIlii Ta MmojIii. 3a JomoMOoro iHTepdericy MOKHA JIETKO
JI0J1aBaTH Ta HAJAIITOBYBATH KJIFOYOBI KaJpH, TalMJIaliHU aHIMalli Ta 3BYKY, MOl Ta
1HO eneMeHTH. Y Timeline € MOTy»HI 1IHCTPYMEHTH ISl KEPYBaHHS TUMYAaCOBOIO
mikasnoro (puc. 2.4). Tyt MokHa 3MIHIOBATH TPUBAJIICTh TUMYACOBOI JIIHI1, IEpeMiIaTh
Ta 3MIHIOBATH TPUBAJICTh €JIEMEHTIB aHIMallli, HaJAIITOBYBATH 3aTPUMKHU Ta YaCOBI
IHTEepBaIM, a TAKOX BUKOPUCTOBYBATH KPHBI aHIMAIIil JUIsi KOHTPOJO TUIABHOCTI Ta

nporpecy aHiMarii.

Add Property

Puc. 2.4. Tlanens kepyBaHHS aHIMAIII€IO

2.4 Onuc CTpYKTYpPH NPOrpaMu Ta AJITOPUTMIB Ti (PyHKI[IOHYBAHHS.

Tak gk rpa ckinanaerbcs 3 0€3iiyl IMPOBUX €KpaHiB, JJIs JE€TaIbHOIO OMHUCY
MOCTIIOBHOCTEH Ta CTPYKTypH npoekTy Oynu Bukopuctani UML miarpamu Use Case,

a TaKOX OJIOK-CXEMH.
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Ha giarpami Hik4e npencraBieHo (GyHKIIOHAT TOJIOBHOTO MEHIO rpH. ['0j10BHE
MEHIO MICTUTh CTAHJAPTHUN HaOIp MOXKIMBOCTEH IJisg 1Irop KaHpPy KBECT-
roJIOBOJIOMKA. TyT KOpHUCTyBa4 Ma€ MOXKJIMBICTh CTBOPHUTH HOBY TPy, BUOPATH BKE
30epexeHy, 3MIHUTH HANAIITyBaHHA T'PH, MOJUBUTUCA TUTPU ab0 3aJUIIUTH TPy

(puc.2.5).

Open window
“Create New
Game"

Create a new
game

Select a ceil for
new game

Open window
"Continue
Game"

Select a ceil
with game

Continue game

Change sounds
volume

e

-
-

<<include>>

Open window
“Settings”

Change music
volume

Actor <zinclude>=

-
.

Mute all audio

Open window
"Titles”

Open “Exit"
window

Exit from game

Puc. 2.5. liarpama Use Case rojloBHOTO €KpaHa I'pu

Hacrynna niarpama onucye MOKIIMBI J1ii rpaBiis 0e€31mocepeHbO Y MPOIIeCi TPH.
JlaH1 mii mTOCTYIIHI TPaBIEBI B MOMEHT BiJICYTHOCTI CIIEHAPHOI BUKOHYIOUOi1, 200 K T0-
1HIIIOMY, B TIEPiOJI, KOJHM MOTOYHUM MOMEHT TPU HE MICTUTH AlaJIory, moii abo Bxke

BUKOPUCTAHOTO OJIHIET 3 MOXKIMBUX J1l. Takox 00OB'SI3KOBO HASIBHICTH €JIEMEHTA, 3
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SKUM 110 B3a€MOJIII0 MOKHAa BUKOHATH (SIKIIIO TOBOPUTHU TMPO 1HIIMI MEPCOHAXK a0o
00'exT) (puc. 2.6.). Jlo nepeniky MOXKIUBUX /11 BXOIUTh:

- [TepecyBaHHs IepcoOHaXa 3 JIOKAITii;

- B3aemo1is1/MOKIIMBICT PO3MOYATH J1AJIOT 3 THITUMHU MEPCOHAKAMM;

- B3aeMois 3 mpeaMeTaMu/MOKIIUBICTD X Mi10paTu;

- BiakpuTy BiKHO 3 MiHI-T'POIO;

- Bigkputu MeHro naysu;

- Bigkputu iHBeHTap.

Open
mini-game

Walk around
the locations

Open “Pause
Menu"

Interaction with
characters

Open inventory Actor

Pick up items

Puc. 2.6. Jliarpama Use Case 0CHOBHOTO€KpaHa rpu
Jiarpama HIK4Ye NOKa3zye OMNLIi MEHIO Mmay3u Irpu. TyT € MOXIUBICTh
IPOJOBXKUTH TPy, 3MIHUTH HAJAIITyBaHHS a00 MOBEPHYTHUCS A0 TOJOBHOTO MEHIO

(puc. 2.7.).
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Continue game

Change sounds

volume

Open window
"Settings”

Change music
volume

Actor

Mute all audio

Exit to main
menu

Puc. 2.7. liarpama Use Case MeHI0 nay3u rpu

Jliarpama iHBeHTapo Moka3ye (yHKI1, TOCTyIHI i 9ac poOOTH 3 miiOpaHuMu
o0'ektramu. Cepeq HUX: BUKOPUCTATH MPEAMET, MOKA3aTH OMHUC MPEAMETa, a TaKOXK

o0'enHat npeameTH (puc. 2.8.).

o

<<include>>

Open
sub-menu

Select option

Show
description

* <<include>> ..y
\Q
\\

M,
<<include>=>

u

Combine items

Actor

Close inventory

Puc. 2.8. Jliarpama Use Case iHBEHTap1o

OcHoBHa JIOTiKa I'pU yKiIajJeHa B OJIoK-cxemi Hik4de. Bcs 6azoBa cTpykrypa
nporpamMu 6a3yeThcsi Ha 0OpoOIN JaHWX 13 30BHIMIHIX (DaliIiB crieHapiiB (opmaTy
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JSON. Kiro4oBwii e1eMeHT TyT — 1€ PSIIOK CIIEHAPito, JOCTYI JI0 €IEMEHTIB SIKOTO MU
oTpumyemo uepes oro ID. Yci moaii B rpi, KOXKEH J1ajJor 4Yd JOCTYMHICTh 00'€KTIB
3aJieXaTh BiJ TOTO, B IKOMY PSJKY CIICHApif0 BOHHM 3HAXOMSTHCSA. TOMY BCS OCHOBHA

JIOTiKa MiJB'sI3aHa 10 pi3HUX Bapialiid poootu 3 ID croxkeTHOro psjaka (puc. 2.9).

‘ noYyaToK ’

BCTaHOBMEHHA NOTOYHOTO
pPAOKA CHOKETY

3aBaHTAKEHHA NoKawi

OUiHKa NOTOYHOMD
DAOKA CHIKETY.

Lle mianor?

MNincTaHoBKa penmik Ta
BIOKPUTTA BikHa Aianory

OdikyBaHHA LiN rpasuA BioTeopeHHa nogil

OUjHKA KiHUA
NOTO4HOTO PAAKA CHKETY.

Lle pianor?

3aKkpuTTA BikHa Aianory

3aKiHYEHHA noail

3MiHa pAaKa CHOKETY
Ha HACTYTHWUI

Puc. 2.9. Biok-cxema OCHOBHOI JIOT1KU I'pH, YacThHa 1

[IponoBkeHHs MONEPEAHBOI CXEMH. BINbIN ACTalbHUIA OMHUC AITOPUTMY i
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rpaBlg Ta iX HACHIJKIB. Y IF0 CXeMy HE J0JIaHi MOMEHTH BHOOpPY MEHIO Iay3H Ta

BIJIKDUTTS 1HBEHTAPIO, OCKUIBKH 1Ie poboTa 3 1HTepdencoMm, a 15 OJI0K-CXeMa OMUCYE

aITOPUTM BUKIIIOYHO IrPOBOTO Mpolecy, 0e3 ypaxyBaHHsS B3aeMOJii 3 iHTepdeiicom

(puc. 2.10.).

OyiKyBaHHA OiR

rpaBsug

:

HaTMCHYTH No
ofnacTi XodiHHA

YBIMKHEHHA
aHiMaUiT XxoaiHHA

HaTUCHYTH Ha NpeamerT,
WO HIBOAWTLCA

!

HaTUCHYTH Ha
NIKTOrpamy MiHi-irpu

Hi BoHa 33apas y 30Hi

MepeMilleHHA rpaeynA
00 NO3UUIT HATUCKSHHA
MMLLIKH

I

BiH 3apa3 y 3oHi
JOCTYMHOCTI?

JOCTYMHOCTI?

BiOkpuTH ekpaH rpu

NigiGpaT NnpeqmeT

BUBEOEHHA Y Aianorosomy
BIKHI AYMOK NEpCOHaKa

% penMet
BMNUBAE

Ha CHETHY NiHi?

Mepexin A0 HACTYMHOTO
CHIKETHOMO pAOKA

Puc. 2.10. biok-cxemMa 0CHOBHO{ JIOT1KH TPH, YaCTUHA 2

Hacrynna cxema — cxema irpoBoi JIOTIKM MiHI-irpd. TyT J€TanbHO OMHUCAHO

JIOTIKY TPHY IATKY (TOYHIIIIE, SIK BOHA peajli3oBaHa B JaHOMY TpoeKTi) (puc. 2.11.).
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BiOkpuTH eKpaH rpu

Bubip ocepenky, AKMA
noTPIdHO NOCYHYTH

Lled ocepenok
MO#Ha NOCYHYTH?

MOCYHYTH KOMIpKY

3MIHMTH iHDopMaLiD Npo
PO3TALLYBaHHA OCepenkis

3MIHUTH BizyansHy
CKNAnoBY

Hi -
¥Cl ocepedkH Ha

CBOIX MiCLAX?

KIHeLUE rpu. Mepexig oo
HACTYNHOTO CHIKETHOMO PAIKA

Puc. 2.11. Jlorika miHi-rpu
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2.5 O0rpyHTYBaHHS Ta OpPraHi3auis BXiITHMX Ta BUXIIHUX JAHUX POrPaMH

BximauMu maHuMu IS 1€l TporpaMu € JTaHi 13 30BHINIHIX (DaiiiTiB crieHapiiB
dopmaty JSON. Ilepen TuM, sk KOHBepTyBaTtH cieHapiit y ¢aitn JSON, BiH
3anucyetbess y Tabmuisx EXCEL. Lle poOutbest aig 3py4yHIIOrO MNEperjsigy Ta
penaryBaHHS BXIJIHMX JaHUX. KIIIOUOBMM eleMEeHTOM JaHuX Taonuigx € ID
MOTOYHOTO psifika cleHapito. KoxkeH psa/lok clieHapiro Moke MICTUTH 1 3 3 TuriB
MOKJIMBOTO JI1iA:

- Hiamor;

- ITonis;

- BiibHuii yac (KoM psAOK MOPOXKHIN, MEPCOHAK MOXKE MEPEMILIATUCS 110 KapTl
Ta B3a€EMOJIIATH 3 THITUMHU MTEPCOHAKAMH/00'EKTAMM ).

OnHovacHO (B OJHOMY PSZIKY) KUIbKa MOAIN HE MOxe OyTH. AKino moTpiOHUi
MOCJTITOBHUM BUKJIMK MEBHUX MOIIH, Kpallle BKA3yBaTH iX y KUIBKOX PSAIKAX MOCH1Ib.
[TpukiiagoM bOro MOXyTh OyTH psiaku 4 1 5 abo psaaku 20,21,22 Ha puc. 2.12.

VYcporo BuXiHUX TaOMUIL 2: TaOIUIT 3 OCHOBHOIO CIOKETHOIO JIIHIEK (pHC.
2.12) ta Tabmutg npeametiB (puc. 2.13.). Y Tabnuili 3 icTopiero 3HaXOAAThCS BCl TOAIT
Ta J1aJIOTH, SIK1 JOCTYIIHI B TPi, @ TAKOXK MEPCOHAXK1, IKMM BOHHU HaJIe)KaTh a00 00'eKTH,
710 SIKMX 3aCTOCOBHA Toisl. TyT TakoK BKa3yeThCs JIOKAIliSl KOXKHOTO PSIIKA CIOKETY.
Jlokamiss B TaOMMII BKa3yeTbCsl OUIBIIOW MIPOIO IS 3aBaHTAKEHHS TPU IpHU
HAaTUCKAHHI KHOMKHU B MEHIO «IIpoIOBXKUTH Ipy», HIXK JIJIs1 BIATBOPEHHS CaMoi 1CTOPII.
VY Tabnui 3 nmpeaMeTaMu MICTUThCS 1HGOpPMAIIis PO BCl MPEIMETH Y TPi, 3 SKUMH
MO>KHA B3a€MOJISATH. TakuM NMpeaMeToM MoXxe OyTH sIK YaCTHHA 3aJHHOTO (POHY, TaK 1
IpeaMeT, KU MOKHA Miai0paTd B 1HBEHTap. Y TaOJIMLI BKa3yeTbCAd JTOCTYIHICTb
IpeaMeTa B IEBHUN MOMEHT 4Yacy, Ha 1110 BIUTUBA€E HOTO BUKOPUCTAHHS, 3 YUM MOXKHA
BUKOPUCTOBYBATH, 3 YUM MO0 MOKHAa KOMOIHYBATH 1 T€, 1110 BUXOJUThH B PE3yJbTATI
KoMOiHyBaHHA. Takoxk MeBHI MO 3 MPEIMETOM MOXYTh MPOBOAUTH TOCTYITHICTh

IHIIIOTO nmpcameTa.
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T e M | B [ R S e U, W BT 3 T | i
Eydep DSMEHE & \CpnyT L Beipabesdaes Yprns &
23 - &
Ay A B C o E F
1 [linelD location dialog memberOfDialog action objectOfaction
2| 0 Wierkshap Bk Character
ES| 1 Workshop ... Character
LA 2 Workshop e 7 €2 Noua, mabyre... Character
| 3 Workshop ¥ro R¥ Character
| 4 Workshop Clirsis Charaeter
T 5 Workshop StopClock Audiolistener
B | & Workshep Igaerocn, Tyw Biasw Hicono wemae?  Character
g | 7 Workshop Shake Camera
3 Crogissdin, TyT HIKOMD HEws He
o & Workshop uepes weh wym? Mind ¥ Charscter
Tpehia oransnyTd RimsaTy. Mabyre, &
T 9 Workshop 00 3HIIATH WOCE KopwHe? MEnd(¥Character
2 10 Workshop Shaalos Camera
3 11 Werkshop
Butraspae ax dmnats pesepasonn
4 12 BackupControiRoom VERERATMHA. Character
Tpebia nepesionTa NaHERD KEPYBaHHA
5_. 13 BackupControlRoom finA WeCTEDEHY, Character
Koua, KimHaTa suiaaaas TaK, Hiburo
6| 14 BackupControfRoom TYT HIKDID He Cyno ReaHHR 9ac.. WEndOFCharacter
I_ 15 Badu.mﬂbﬂtrdﬂ-m
8| 16 BackupControlfivom ControlPanellWork  Background
'?_ 17 BackupControlRoom Ara! Iaopaupoeano! Character
[ Tax, renep tpeba cnpolysaru ssam 1y
1] 18 BackupControiRoom pawing Ginn geepei. Character
| ity A SIADSMMOHTYD BOPOTE, 3MORCY
| 19 BadkupControlRoom BHITTH, Character
l:z-f 20 BackupControlRoom Shaks Camsea
'}] 3 Workshep MoveCamersleft  Comers
4 12 Workshop MovelameraRight Camera
Tas, TENED B MO SHTASTH B30Mins i3
15 13 Workshop WECTEPEHE Character
Netim eopobpo ainpemonTysam
% 4 Workshop psepi Ta BuiETe 38ign Character
Puc. 2.12. TaGauns 3 icropiero
L2 It = Xe
" VS et RN kst (S-Sl e - 15 il E I ¥ L -5 P R ! s
1 [BneiD RoryLineiD avallability (temMame desaipticn reaction emOfnfioence AemForApplication Ao Tast 1]

Kon_Burnanse Tae, wilaro sixt
D e RO YR u
o, Kiral 0 1 e wea
2| o 11 troe notel Mg repesinea i 1104 ofaroil naTa.
He oy girvavy. Basing
BACTRAT i T Bt FICTRHG.
ARG ST A AN T
BETRCHYTA BORIAG B Hoa,
Baming giganeped, woy siny Moo, noTpling ornmgTe
1] i 11 fadse Ievorarm Wi oyl simeaT holeFoelever  holeForiever
Flpemih npegis Ann sasgnn
Tt pafnw esmeny. Malyan
wive B epl Y Kinu
4 2 11 fakse hoteforiever wimaT, decal
LY AAar BHIARSION: Sywi
eidahciach, st MDY HRANTH
Yo, AN RARTRGA, W U Bl
mizon, Tpedia apowymima, m tn
3| 3 1 docrl BlaApT
& e 11 troe nctel? Nonepeamers
Masiiapns uenips. Basiises
werd 1ot o Tpel moarpars
F 5 11 tree poar I, ear
| M LBCTR Eei, JAMTEON
RO b Oets Tpola PouspiaTe  Tywoh BuCosn. i ey

Gowingsa wecTepews  doubleGear

L] L] 11 Paden pos i, ATy TICA, poe Gewttes wectepane  doubleGes:

| Al s ManewE WECTERENE,
5| 7 11 false doubileGesr Mafiyan n momy 150aTH Glveue Tepews  fullGear

| Sl Al WA s LTRSS,
10| ] 11 fakse deublplem WEaByn A ooy 150ETH Glime? bt FullGaar
| ] 11 fatin Pl e Baratc Manewsens weTEoEnn, contioitanel]

Sawmcafiva GuspyTEa, hoe, soes
12, 1 11 true screvedriver myme crapa. werdilation
e ® Aoy TOMICTR

RS RIMHATY Yl T
| TpaSia sHARTI BAREYTRY, WiOH
13! 1 11 Falee ventilsticn BEHPYTHT

Puc. 2.13. Tabnuus 3 npeameramMu
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Hami ¢aitnu EXCEL xonBeptytothesi y daiimu JSON y Oynb-skomy
JOCTYITHOMY OHJIaiiH KoHBepTopi. Ha Buxoal Buxoauth (ail, roToBuil 10
BUKOpHUCTaHHs y nporpami. Ha ckpinmoTax Huxkye nokasati (aitiin JSSON (puc. 2.14,

2.15.).

PlotLinejson + > Storyline.cs MenuManager.cs

Cxema: <Cxema He Beibpanas
]
E||'l.

Bl "Items":

B {

"lineID": @,

"location™: " Workshop™,
"dialog”: " ",
"memberOfDialog™: " *,
"action": “Awake ",
"objectOfAction™: " Character”

I

"lineID": 1,

"location™: " Workshop™”,

L . Ll LLIF_ L

dialog”: "0Ox.",
"member0OfDialog™: "Character”,
L . "o L L
action”: s
"objectOfAction™: " "

I

"lineID": 2,
"location™: Workshop™,
"dizlog”: “fe A =? Xoua, mabyTe.."
"memberOfDialog™:
"action™: ™ ",
"objectOfAction™:

'‘Character"”,
" "
I

"lineID": 3,
"location™:
"dialog”: "XTo
"member0OfDialog™: "Character™,
"action™: " ",
"objectOfAction™:

Workshop™,

o

L
-

a7

"
¥

T
E

"lineID": 4,
"location™: " Workshop™”,
"dialog": " ",

"member0OfDialog™: " ",
"action™: "Climb",
"objectOofAction™:

'"Character"

I

Puc. 2.14. Ta6auns 3 ictopieto y ¢dopmati JSON




B Mipofarm me nai v

Puc. 2.15. Tabmuns npeametiB y ¢popmati JSON

3a momomoror JsonUtility (kmac B Unity, sikuii Hajgae 3pydHi METOAM IJis
cepiamizarii (meperBopenHss B JSON) ta npecepiamizamii (meperBopenns 3 JSON)
00'exTiB. Bin no3BoJisie npauoBatu 3 1anuMu y popmati JSON, sikuii € nommpeHum
dbopmaroM 0OMiIHY AaHUMHU Ta 30epiraHHs CTPYKTypoBaHOi iH(opmaiii [16]) mani
BUJTy4aroThes 13 ¢aiiniB JSON.

Jani nani oOpoOIISIFOTECS B3Ke BCEpEIMHI Mporpamu. Y mporpami nependadeHi 2
KJIACH 3aroTiBii Ta 2 KJacH, sIKi MPUHAMalTh y cede Ta oOpoONAIOTh BXiAHI AaHi,
YHAcIioK 4oro (OpMyIOThCS 2 MacuBM 3 1HILIAII30BaHUMHU O00'€KTaMHU KJaciB
3aroToBOK. TpOXH JIOKJIAJIHIIIE PO 1€ HUXKYE:

- [lepmmii knac 3arotiBis s (aisly 3 JaHUMU 3 OCHOBHOIO CHO)KETHOIO
JIHIETO:

[Serializable]
public class StoryLine

{
public int linelD;
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public string location;

public string dialog;

public string memberOfDialog;
public string action;

public string objectOfAction;

JlaH1 BUTATYIOTBCS Ta 3alMCYIOThCS B €K3eMIULIpH kiacy StoryLine y kiaci
Story (ne BinOyBaeThcs 6a3oBa poOOTa 3 OTPUMAHUMHU TAHUMU), AaJi 3 IUMU JAHUMHU
npairoe StoryManager Bxe udepe3 kiac Story. SIk MoxkHa MoOayuTH, MOJS KIacy
StoryLine BianmoBigar0Th MojasM y BianoBigHoMy ¢aiiini JSON, a Takok iMeHyBaHHI
kosoHOK y Tabnuui EXCEL.
- Hpyruit kiac 3arotisist s ¢haiiay 3 JTaHUMH PO NPEeIMETH:
[Serializable]
public class Item
{
public int linelD;
public int storyLinelD;
public bool availability;
public string itemName;
public string description;
public string reaction;
public string itemOfInfluence;
public string itemForApplication;
public string itemsForCombination,;
public string itemCombinationText;

public string itemResultOfCombination;

Jlani BUTATYIOTBCS Ta 3alUCYIOThCS B EK3eMIULIpU Kiacy Item y kiaci

ItemManager, e TOTIM 1 BUKOPUCTOBYIOThCSI.
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Takox, BXiIHUMH JaHUMH MOKHA Ha3BaTH 2 CHUCKH (MiTHATI MPEIMETH Ta
noKJaaeHi npeameTH) 1 ID moTouHoro psiika, sKi MU OTPUMY€EMO MPU 3aBaAHTAKEHHI
I'pH 13 30BHILIHIX, paHinle 30epexkeHux ¢ainis. [lpu nepmomy 3amycky nux Qaitiis
a00 Hemae, a00 BOHM MOPO’KHI, Y pa3i BIICYTHOCTI Xo4a O MEPIIOoro 0CEpeiKy 3 Iporo.
B iHmmx BUMagkax BOHM MMOBEPTAIOTh MEPEIIIK MPEAMETIB 1 HOMEP MOTOYHOTO psJiKa
CIOXKETY, Ha IKOMY 3YITMHHUBCS TPaBellb PU BUXOI1 3 TPH.

Buxigaumu nanumu y mbomy npoekTi € daiin, ctBopenuid PlayerPrefs, y sskomy
MICTATBCSI PSAIOK CIOXKETY, CIUCKH MiaiOpaHux Ta TOKIAJACHUX MpeaMmeTiB. Ski,
3ro/IoM, OYIyTh BX1IHUMH TAaHUMH MIPU HACTYITHOMY 3aITyCKY TPH.

PlayerPrefs - ue kiac y Unity, sikuil Hajae mpocTuil cnocid 30epexeHHs Ta
3aBaHTa)XCHHS NaHMX TpaBls. BiH 103Boiisgie 30epiraT Ta OTPUMYBATH 3HAYEHHS
3MIHHHUX, 5IKi 30€pIratoThCs MK C€aHCaMH T'PH Ta JOCTYIIHI i1 BUKOPUCTAHHS TIPU
HacTynmHoMy 3amycky rpu. PlayerPrefs no3Bosisie 30epiratu Ta 3aBaHTa)XyBaTu JaH1
PI3HMX THUIIB, TAKUX SIK IIUIl YKCIa, PEYOBI YKCTa, pAIKU Ta OyseBl 3HadeHHs. J[aHi
30epiraroThes y (¢aiai Ha AUCKY a00 peecTpl omepariiHol CUCTEMHU 1 JOCTYMHI s
BUKOPHCTAHHSA HaBiTh MiCHs mepe3amycky rpu. [lami, 30epexkeHi 3a JOMOMOTOI0
PlayerPrefs, € rmobasibHUMU Ta JOCTYMHUMHU JIJIs BCiX CIieH Ta 00'ekTiB y rpi. Lle
O3HAYae, 1110 JaH1 MOKYTh OyTH BUKOPUCTaHI /JI1 HACTPOIOBAHHS IrPOBUX TAPAMETPIB,
30epeKeHHS CTaHy TP a00 B1JICTEKEHHS IIPOrPECY rpaBls IPOTATOM YChOTO IrPOBOTO
nporiecy. PlayerPrefs mae nesiki oOMekeHHs, Taki sSIK MAaKCUMaJIbHUN PO3MIp JIaHUX,
SKHUM MOXHa 30epertu, i oOMexeHa MIATPUMKA THUIMIB AaHUX. PEKOMEHIYETHCS
BukopuctoByBaTu PlayerPrefs mis 30epiranHs HeBemWKHX OOCSTIB JaHUX, TAKUX SIK
HaJIAINTYBaHHA KOpHUCTyBada a0 pe3yibTaTd TPH, Ta YHUKATH 30€PEKCHHS BEITHKUX

o0csriB JaHux abo yacTux omnepaiii 30epexxeHHs/3aBanTaxxeHus [17].

2.6. Onuc po3po0dJieHoI cucreMu

2.6.1 Bukopucrasi TexHiuHi 3aco0u

JUist po3poOKu 1rpoBOro jAojatka OyB BHKOPUCTaHMA HOYTOYK 13 TaKUMH

XapaKTEPUCTUKAMMU:
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- Omnepariitaa cuctema: Windows 10;

- [Iporecop: Intel(R) Core(TM) 17-3840QM CPU 2.80GHz;
- Bineoxapra: NVIDIA Quadro K3000M 2I'6;

- OmnepatuBHa mam’siTh: 16 1'0;

- Kopcrkuit guck: 500 I'0;

- Tun xopctkoro aucky: SSD.

2.6.2. Bukopucrani nporpamsi 3acoou

Unity — 1ne mnonymsipHUid KpoCIUIATPOPMHUNA pPENaKTOp M 1rop, SKUAW
BUKOPHCTOBYETbCA [UIsl CTBOPEHHS PI3HUX THUIMIB IHTEPAKTUBHOTO KOHTEHTY,
BKJIFOYAIOUM BIJCOITPHU, BIpTyaJbHY PEATbHICTh, JOTOBHEHY PEaIbHICTh, TPUBUMIPHI
aHiMauii Ta cumyiauii. BiH Hajmae po3poOHMKAM NOTYXHUH I1HCTpyMEHTapiil Ta
cepenoBuIle po3poOKH, K1 I03BOJISIOTH CTBOPIOBATH ITPOBI MPOCKTH PI3HHUX >KAHPIB
Ta MacuTaoiB.

Visual Studio — 1ie iaTerpoBane cepenosuie po3pooku (IDE) Bim Microsoft,
IpU3HAYEHE Il CTBOPEHHSI MPOrpaMHOro 3abe3neueHHs. BoHa MpomnoHye MoTyXHI
IHCTPYMEHTH Ta (QPYHKUIOHANBHICTh JIsI PO3POOKM JOJATKIB PI3HUMH MOBaMU
nporpamyBaHHs, Bikiatodaroun C#. Visual Studio miaTpumye KilbKa MOB
porpaMyBaHHs, JO3BOJISIIOUM PO3POOHMKAM BHOMPATH HAUOUIBII MiIXOASIY MOBY
JUIsL CBOIX MpOeKTiB. KokHa MOBa Mae CBOi IHCTPYMEHTH, PEAAKTOPH Ta BiJIAA4YHKH,
cnenu@iuHi a7 HOoro CcHUHTakcucy Ta ocobOmuBocTeil. Visual Studio mpomonye
NOTY)XHUI pEJakToOp KOAYy 3 aBTOJOMOBHEHHSM, IIi/ICBIUyBaHHSIM CHHTAKCHUCY,
(yHKLIEO Mepexoqy 0 BU3HAYEHHS Ta IHIIMMM 3pydHOCTAMH. BiH nonomarae
PO3pOOHUKAM 30UTBIIMTH MPOAYKTUBHICTh Ta 3HU3UTH KUIBKICTh TOMUJIOK, HAJAAI0UU
IHCTPYMEHTH U1l OUTbII €()EKTUBHOTO HAITMCAHHS Ta peJaryBaHHs KOAY.

Adobe Photoshop — 11e mporpamue 3abe3nedyeHHs AJid pearyBaHHs Ta 00poOKH
pacTpoBux 300paxkeHb. BiH € OIHMUM 3 HAWUNOMYyJAPHIMMX 1 IMIHPOKO
BUKOPUCTOBYBAHUX IIPOrpam y raiysi rpadiuHoro au3ainy, pororpadii, Be0-1u3anny

Ta IHIMUX CyMDKHUX oOnacTsx. Photoshop Hagae mmpoxuii criekTp 1HCTPYMEHTIB Ta
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byHKIIM 71 penaryBaHHS Ta MOKpAIIeHHS 300pakeHb. Y 1IbOMY MPOEKTI BiH
BUKOPHUCTOBYBABCS JJIsl CTBOPEHHS TEKCTYp Ta BizyaJizallii irpoBoro mpoiecy [18].
SAI (PaintTool SAI) — e mporpamue 3a0e3neueHHs st UG POBOTO KUBOIHUCY
Ta UIIOCTpallli, po3poOJieHe SMOHCHKOI KoMIaHiero Systemax. SAI mpomonye
PI3HOMAaHITHI 1IHCTPYMEHTH JUIsl MAJIOBaHHS Ta KOJIbOPY, TaKl SIK MEH3J1 3 PI3HUMU
dopmMamMu Ta TEKCTypaMH, IHCTPYMEHTH [JIi CTBOPEHHSI TPAJi€HTIB Ta €(QEKTiB,
IHCTpyMEHTH JJ1s1 poOOTH 3 mapamu Ta Oararo iHmoro. IIpu po3pooOirl miei irpoBoi
nporpamu SAI OyB BHUKOPUCTaHHUU SIK JOJATKOBUM IHCTPYMEHT i OOpoOKM abo

noorpairoBadHs rpadiku, cteopenoi B Adobe Photoshop [19].

2.6.3 BuK/IMK Ta 3aBaHTAaKEHHs NPOIrPamMu

[Ticnst 3aBaHTaKEHHSI Ta PO3MaKyBaHHA apXiBY 3 IPOO, IPOBY MPOrpaMy MOKHA

3amycTUTH 3 exe (daitry (puc. 2.16.).

- | BerasuTe Apibik CTommTTTT o T nanka - ' &) 0= 08

Eydep obmeHa YNopago4nTe Cozgate OTEpETE

» Hors De Combat » w Q) Mowck B: Hors De Co

~ Mras Jata nameHeHna Tun Pazmep
jocTyn

cTo.

Hors de combat_Data Manka c gafnamm

MeonoBleedingEdge Manka c gradnamm

(—3 Haors de combat MpunoxeHne 625 Kb
Tl Bl unityCrashHandler32 MpunosxeHue 902 KB
EHI %] UnityPlayer.dll Pacluinperne npu... 9620 Kb

Deskto

Puc. 2.16. Ilanka c ¢aiiaom 3anycky rpu

2.6.4. Onuc inTepgeiicy kopucryBaua

Konu rpasens BkItouae rpy, nepiie, mio BiH 6a4uTh — €KpaH TOJIOBHOTO MEHIO.
V¥ ronoBHomy MeHIo € 5 nyHKTIB: "HoBa rpa", "[Iponosxutu rpy", "HanamryBanus",

"Tutpu", "Buxin" (puc. 2.17.).
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Hoea "pa
[pO0BXUTU FpY
HanawTyeaHHs ‘
 Turpuses 4
BuXiaL

Puc. 2.17. I'onoBHE MeHIO rpu

Haruckanns knonku «HoBa rpa» BiIKpUBa€ BIKHO, B IKOMY KOPUCTYBay MOXKeE

CTBOPHUTH HOBY TPy, IEPE3ANKUCATH BKE ICHYI0Uy a00 BUIAIUTH rpy (2.18.).

G}H()Bd I'pa

Gllusd I'pa

Puc. 2.18. [Tanens cTBOpEHHSI HOBOI IpU
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[Ilo6 ctBOopuTH Tpy, NOTPIOHO HATHCHYTH KHomKy + HoBa rpa, 1m0

nepe3anncatu — HAaTUCHYTHU Ha IKOHKy rnepa, ]_I_[O6 BUOAJIMTH — HATUCHYTHU HAa XPCECTUK

Ol rpH, Ky Xouere BUIanuTH (puc. 2.19, 2.20).

Bu xoueTe riepesanucaru
rpy?

Hi lak

Puc. 2.19. [Tanens nepesanucy rpu

Bu xoueTe BUA@NUTU rpy?

Hi LELS

Puc. 2.20. [Tanens BUAaIEHHS TpU
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[Ipu natuckanui xkHomku "llpomomxkutu Tpy" 3'SBIASETHCS BIKHO, B SIKOMY
rpaBellb MOX€ BHOpaTh 30€pexeHHs] Ta MPOJOBKUTU TpaTd. TakoX TYyT MOXKHA

BUIaNUTU 30epexkeHHs (puc. 2.21, 2.22.).

Puc. 2.21. [Tanens npoI0BKEHHS TPy

Bu xoyeTe Bugaautu
sanuc?

Tak

Puc. 2.22. [Tanens BUAaNEHHs 3a0UCy
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Knomnka «Ilapamerpm» mokasye q0OCTyIHI omilii poOooTH 31 3ByKoM. TyT MoOKHa

BUMKHYTH 3BYK 1 My3UKY a00 HACTPOITH iX I'y4HICTb (2.23).

Puc. 2.23. HanamryBanus rpu

[Tynkt "Tutpu" nokazye TBopiuiB rpu (puc. 2.24.).

ABTOR, (POrPamicT, XVA0KHUK

Mununenko Kaponida [IMutpisHa

ROMIOSUTOP,

MuauneHko [AMuTpito AHaTolinosuY

Puc. 2.24. ITanens 3 TUTpaMu
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Ocranns xkHomKa «BuiiTH 3 Tpu» Hazae rpaBlEeBl MOKIUBICTh 3AJUIIUTH TPY

(puc. 2.25.).

Bu xoueTe BudTY i3 rpu?

Hi Tak

Puc. 2.25. [Tanens Buxony 3 rpu

[Ticnst Toro, sk rpaBelb CTBOPIOE HOBY Ipy abo MPOAOBXKYE CTapy, Y HbOTO
3'SIBJISIETHCS] OCHOBHUM €KpaH 3 Iporo. Hukde Ha CKpIHILIOTI MOKa3aH1 BUIbHI JI1i TpaBLs

(puc.2.26.).

Puc. 2.26. OcHOBHUI €KpaH rpu
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Ha 1iboMy CKpiHIIIOTI MOKa3aHO MPUKIAA CUCTEMU aiajory (puc. 2.27.).

Puc. 2.27. Tlpuxnan BikHa Alanory

[Ipuknag QyMoOK MepcoHa)ka Mpo MO0 abo MpeaMeT MOKa3aHO HUXK4Ye (puc.

2.28.):

Puc. 2.28. [Ipuknan 1yMOK epcoHaxka

41



Bropi naneni € 2 xnonku: «I[lokasatu mMento may3m» Tta «laBenTap». Komu y
nepilie BIIKPUTU 1HBEHTap, BiH myctui (puc. 2.29.). Ane micas Toro sik miaiopaTu

peaMET, BiH 3’ IBIA€ThCS B iHBeHTapl (puc. 2.30.).

Puc. 2.29. Ilyctuii iHBeHTap

Puc. 2.30. Hogi peui y inBeHTapi
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Takox y iHBeHTapi € 3 aii, ki MOXXHa poOuTu 3 mpeameramu (puc. 2.31.):

«Bukopucratu», «lHpopmauis» (puc. 2.32.), «O6’e1HaTH 3...».

Puc. 2.31. ®yHkuii iHBeHTaps

3BuUvaHa BUKpPYTKA. Ane, BOHa 1y>Xe cTapa.

>~

Puc. 2.32. ITndopmaris npo npeamer




B nomarky npucyTH1 TOJI0BOJIOMKH Ta MiHI-irpu. [laHens 3 MiHI-TPOIO BUTIIAIAE

Tak (puc. 2.33):

Ki/IbKiCTb X0/1i8:

16

300PAKEHHS:

W il

Puc. 2.33. [Tanens 3 MiHI-TPOIO
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PO3/1J 3
EKOHOMIYHHWI PO3 1

3.1. Po3paxyHOK TPYAOMICTKOCTI Ta BapTOCTi PO3POOKH NPOIrPaAMHOIO

MPOAYKTY

Bximui mani:
1) nependauyBane uncio oneparopis — 1480;
2) xoediIieHT KOPEKIii mporpamMu B Xo/i ii po3pooku — 0,1;
3) KoediuieHT CKIaAHOCTI porpamu — 1,4;
4) roauHHa 3apo0iTHa iata nporpamicra — 207,8 rpH/rox;
5) xoediieHT 30UIBIICHHS BUTPAT Mpalll B HACIIOK HEJIOCTaTHHOTO OIHUCY
3amaul — 1,25;
6) xoedimieHT KBamdikarii mporpamicta, 00OyMOBICHHH BiJl CTaxy poOOTH 3
JIaHOI creIiaabHOCTI — 1;
7) BapricTh MammHO-ToAuHU EOM — 9,1 rpH/TOx;
3apo6iTHa miaTa 3a roguny Junior C#/Unity Developer Oyia BupaxyBaHa 3riJIHO
«Yxpaincbkoi cniipHOTH nporpamictiB (DOU)» [22]. Cranom Ha 2023 pik 3apriaTta
Junior C#/Unity Developer Bap’roerbest Big 800$ 1o 1200$. Bupaxysasiim cepeiHio
3apo0iTHY TuIaTy mporpamicta mMaemo riary 10008 y micsis. [Ipu kypcei Bamor HBY
Ha KiHelb rpyaHs 2023 poKy OAMH aMepUKAaHChKHI 1onap J0piBHIOE 36,57 rpH, TOMY
cepenHs 3apruiaTa B TpuBHX AopiBHIOE 36 570 rpH. [Ipu ctangapraomy rpadiky (176
TOJIMH/MICSIITb) 3apIliaTa 3a roAuHy OyJie cTaHOBUTH 0Jin3bko 207,8 rpH.
Buxoasuu 3 Toro, mo g po3poOKH IrpoBOro IOAATKY HEOOXiJHA 3HAYHA
noTyxHicTh [1K, Braaum pimmeHHsm O0ye opeHaa HOyToyKy.
Bapricte openan noTyKHOro HOyTOyKy Ha Micsips ctaHoBUTh 1600 rpnH [23].
[Tpu crannaptHOMy Tpadiky (176 ronun/micsie) BapTicTh MammHO-ToAnHE EOM 3a
roauHy pobotu 0yne ctaHoBUTH 9,1 rpH.
HopmyBanns mpami B mporueci ctBopeHHst [13 1CTOTHO yCKIIaJHEHO B CHILY

TBOPUYOTO XapakTepy mpaili nmporpamicta. Tomy TpyaomicTkicTh po3poOku [13 moxe
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OyTH po3paxoBaHa Ha OCHOBI CUCTEMHU MOJIEJICH 3 PI3HOIO TOYHICTIO OIIHKH.

TpynomictkicTh po3poOku 113 MoxkHa po3paxyBaTu 3a GOPMYJIOO:
t=t,+t, +tg+ty+tom+ty (3.1)

ne to- BUTpATH Mpalli Ha MiJAITOTOBKY 1 OMKC MOCTABJICHOI 3a7a4i (MpUMMaEeThCs
50 mrOAMHO-TOIHH);

tu - BUTpATH TIpalll Ha JTOCTIHKEHHS aJITOPUTMY PIIIIEHHS 3a]1a4i;

ta - BUTpATH Mpalll Ha po3pOOKY OJIOK-CXEMU ANTOPUTMY;

tn - BUTpATH Mpalli Ha IporpamMyBaHHs 10 TOTOB1H OJIOK-CXeMi;

torn - BUTPATH Mpalll Ha HajaropkeHHs nporpamu Ha EOM;

t; - BUTpATH Mpalll Ha MATOTOBKY JTOKYMEHTAIli.

CkIazioBi BUTpATH Mpalll BU3HAUAIOTHCS YEpE3 YMOBHE YHUCIO ONEpaTopiB y
porpaMHOMY 3a0€3TEUCHHI, SIKE PO3POOIIIETHCS.

YMOBHE 9HCIIO onepaTopiB (MiAIpOrpam):

Q=q*C*(1+p), (3.2)

ne q - nependavyyBaHe yucio oneparopis (1480);
C - xoedimient ckiaguocTi nporpamu (1,4);
p - KoedimieHT KOpeKIlii mporpamMu B Xo/i ii po3pooku (0,1).

3a popmyiioro (3.2) yMOBHE YMCIIO ONEPATOPIB B MPOTrpaMi CTAHOBUTH:
Q = 1480 = 1,4+ (1+0,1) = 2279 (3.3)

Butparu nparii Ha BUBYEHHS OMUCY 3ajadl tu BU3HAYAETHCA 3 ypaxyBaHHSIM

YTOYHEHHS ONUCY 1 KBaji(iKauii mporpamicra:

_ OB 34
tu = (75..85)*k’ (34)
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ne B - koedirieHT 301IbIIIEHHST BUTPAT Mpalll BHACTIJOK HEOCTATHHOTO OMHUCY
3amaui (1,25);

k - xoedimient kBamdikarii mporpamicta, 00yMOBIEHUH BiJ CTaXy poOOTH 3
JaHoi criemianbHOCTI. [Ipu cTaxi po6oTu Bix 2 10 3 pokiB BiH ckiagae 1.

3 ypaxyBaHHsAM koediuienTa kBanigikauii k = 1, 3a popmynoro (3.4) orpumyemo

BUTPATH Mpalll HA BUBYCHHS OIMKCY 3aBJIaHHS:

_2279%1,25
U™ g5

= 33,5, JII0IMHO-TOIUH, (3.5)
Butpatu mpami Ha po3poOKy alropuTMmy pillleHHS 3a/adl BU3HAYAIOTHCS 3a

dbopmyiioro:

Q (3.6)

a " (20..25)k’

ne Q — yMOBHE 4YHCIIO ornepaTopiB mporpamu (2279);
k — koedimienT kBamidikauii nporpamicra (1).
3rigHo ¢opmyi (3.6), oTpuMaemo:

ty, = 2279 _ 91,2, m10AMHO-TOINH, (3.7)

Butpartu Ha ckiagaHHs TporpaMu 1Mo TOTOBIM OJI0K-CXeMi:

_ Q (3.8)
n o (20..25)*k’

Matoun dopmyny (3.8) BUTpaTu Ha CKJIaJIlaHHS MPOTPAMU IO TOTOBIH OJIOK-

cxemi:

2279

= el 91,2, 110 AUHO-TOJIMH, (3.9)

tn

47



Butparu npaiii Ha HanarokeHHs rnporpamu Ha EOM:

— 3a YMOBH aBTOHOMHOI'O HAJIAroa>XCHHA OJHOI'O 3aBAaHHS:

Q (3.10)

Lorn = sy

Butpartu npaii Ha HanarokeHHst mporpamu Ha EOM 3a yMOBU aBTOHOMHOTO

HaJIaroJPKeHHs OJIHOTO 3aBAaHHs 3a popmydioro (3.10):

torn = 2527719 = 455,8, JII0JUHO-T'O/IVH, (3.11)

— 32 YMOBHU KOMIUIEKCHOI'O HAJIaroJKCHHs 3aBIaHHS:
kK —
torn = L5 * tor, (3.12)

Butparu nparii Ha HanaroxeHHs nporpamu Ha EOM 3a yMOBH KOMITJIEKCHOTO

HaJIaroJDKEeHHs 3aBaaHHs 3a ¢popmyioro (3.12):
tk . = 1,5 455,8 = 683,7, m0ANHO-TONHH, (3.13)
Burtparu npaiil Ha miArOTOBKY JOKYMEHTallli BA3HAYal0ThCs 3a (OPMYJIOH0:
ty =t + tros (3.14)
1€ typ - TPYAOMICTKICTB HIATOTOBKH MATEpIajiB 1 PyKOIHCY:

—__ @ 3.15
Lap = (15.20)k’ ( )

tio - TPYAOMICTKICTh pearyBaHHs, IeYaTKH ¥ opOopMIICHHS TOKYyMEHTAaIIIi:
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tho = 0,75 * t (3.16)

Ap>

Matouu dopmynu (3.15), (3.16) ta (3.14) obuncmroeMo BHUTpaTH TMpalli Ha

JIOKYMEHTAIIIIO:
tp = 2?):? = 113,95, mroauHO-TOANH, (3.17)
tro = 0,75% 113,95 = 85,46, moAuHO-TOIUH, (3.18)
t, = 113,95 + 85,46 = 199,41, nroaquHO-roauH, (3.19)

[ToBeprarouucey 10 hopmynu (3.1), OTpUMaEMO MOBHY OIIHKY TPYIOMICTKOCTI

PO3pOOKHU MPOTPAMHOTO 3a0€3MECYEHHS:

t=50+335+912+ 91,2 + 455,8 + 199,41 = 921,1, mroau=o- (3.20)

IrOJHH.

3.2. Po3paxyHOK BUTPAT HA CTBOPEHHSI IPOrpaMu

Butpatun Ha ctBopenHs 113 KIIO BxitodaroTh BUTpaTH Ha 3apoOITHY IUIATY

BUKOHABIIS MTPOrpaMu 331 1 BUTPAT MAIIMHHOTO Yacy, HEOOX1AHOTO Ha HAJIarO[KSHHS

nporpamu Ha EOM:

KHO = 331‘[ + 3MB’ I'PH. (321)

3apo0iTHA MJ1aTa BUKOHABI[IB BUBHAYAETHCS 32 POPMYJIIOIO:

33H =1 * CHP: I'PH, (322)

ne t - 3arajgbHa TPYAOMICTKICTh, JIFOAUHO-ToauH (921,1);

Cnp - cepenHsi TOIMHHA 3ap00iTHA TUTaTa MPOTpamicTa, TPH/TOINHA.
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3 ypaxyBaHHSIM TOTO, II0 CEPEAHs TOAMHHA 3apIulaTa MporpamicTa CTAaHOBUTh

207,8 rpH / roa, 3a ¢popmyJioro (3.22) oOTpUMY€EMO:

33 = 921,1 % 207,8 = 191 404,6, rph, (3.23)

Bapricte MammHHOTO Yacy, HEOOXITHOTO /Jisi HaJaro/pKeHHS MpOrpaMH Ha

EOM, Bu3HauaeTbcs 3a PopMyJioro:
3mB = Lorn * Cmy, TPH, (3.24)
e torn - TPYJAOMICTKICTHh HAJIArouKeHHs nmporpamu Ha EOM, rox (455,8 ron);
Cwmu - BapTicTh MamuHo-roauHu EOM, rpu/rox (9,1 rpua/ron).

[TincraBuBmm B Gopmyiny (3.24) BiANOBIAHI 3HAYCHHS, OOUNCITIOEMO BapTICTh

HEOOX1THOTO /IS HAJIArOPKCHHS MAIIMHHOTO Yacy:

3up = 455,8 * 9,1 = 4 147,8, rpH, (3.25)

3BiacH, 3a popmyoro (3.21), BUTpaTH Ha CTBOPEHHS IPOrPAMHOTO MPOAYKTY:

Kno = 191 404,6 + 4 147,8 = 195 552,4, rpH, (3.26)

OuikyBaHHUii 1ep10/] CTBOPEHHS IPOTPAMHOT0 3aCTOCYHKY:

T = , MiC, (3.27)

T By*Fyp

ne Bj, - uucio BukoHaB1iB (1);
E, - micsaynuii ponx podoyoro yacy (npu 40 roquHHOMY poOO4OMy THKHI F),
=176 roaun).

3a popmyroro 3.27 odikyBaHUM MEepioJi CTBOPEHHS IPOTPAMHOI0 3a0€3MeUCHHS:
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921,1

= ~ 5,23 mic. (3.28)
1176

BucHoBku: irpoBuil gomatok OyB po3poONeHHM i HalaHHA TpaBLAM
3aXOIUIIOIOYM  BUIPOOYBAHHS Ta 1HTEJIEKTyalbHI BHUKIMKHA. Po3poOka paHOro
nporpamMHoro 3a0e3medeHHst ckiaiga 1955524 rpH 0e3 nmOgaTKOBUX BHTpAT.
OuikyBaHui TepMiH po3poOKu cTaHOBUTH 921,1 rogunu, ado 5,23 micsi. Lleit Tepmin
CTOCYEThCS KUTBKOCTI ONEpaTopiB, SKUN BKIOYaE B cebe dYac, BUTpPAUYCHHUHA Ha
BUBUCHHS Ta pPO3POOKY aiIroputMmy JUisi BUPIIMICHHS IOCTaBJIEHOI 3ajayi,
IporpaMyBaHHs 3 BUKOPUCTAHHSIM TOTOBOTO aJIFOPUTMY, HAJIaroIKEHHs, MATOTOBKY

Ta BIPOBAKCHHSI IOKYMEHTAIII].
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BUCHOBKU

VY xozi BUKOHAHHS JaHOi KBami(ikaiiHoi po6oTu OyJI0 YCHINTHO PO3pPOOICHO
OaratopiBHEBY BiJieorpy Ha OCHOBI kpociuiargopmuoro pymris Unity. [HCTpymeHTH,
K1 BUKOPUCTOBYBAIMCS JJIsl pO3pOOKHU mporpamu: irposuii pymiit Unity Ta penakrop
koxy Visual Studio. Takox, momomMikKHUMH iHCTpyMeHTamu BHUCTymuin Adobe
Photoshop 1 SAI ajist ctBOpeHHS irpoBoi rpadiku.

OCHOBHUM TPU3HAYEHHSM ITPOBOTO JOJATKY € HAJAaHHS TPABIIO TapHOTO
€MOIIIITHOTO JOCBiAY, IIKaBOi 1CTOPIi, 3aXOIUTIOI0Y0T MEXaHIKH Jii Ta pi3HOMaHITHUX
3araJiok 3a paxyHOK TOTro, IO Ipa Ma€ aHp KBECT-TOJOBOJOMKA. Takox, Iie
CIPUATUME PO3BUTKY KOTHITUBHUX HABHYOK Yy TPABISI 32 PAXYHOK BEJIMKOI KUTBKOCTI
IHTEpAaKTUBHHUX €JEMEHTIB Ta O0'€KTIB, MK SKUMHU HOTPIOHO OymyBaTH JIOTTYHHUI
3B'S30K.

Y xomi po3poOKH BUKOPUCTOBYBAJIMCS CTaHAapTHi Oi6mioteku Unity
(JsonUtility, PlayerPrefs) nans poGotu 3 daitmamu JSON Ta cucreMoro
30epekeHHs/3aBaHTaXeHAST 1 cTopoHHst Oibmioteka (DOTween) mns pobotu 3
aHIMAI[IIMHU.

[1ix yac BUKOHAHHS JaHOT KBaji(ikaliiHOT poOOTH OYJI0 TPOBEACHO AECTANLHUN
aHai3 TPYJIOMICTKOCTI PO3pOO0ICHOI CHCTEMH Ta po3paxoBaHa BapTICTh POOOTH 3i
CTBOPEHHsSI MporpamMu. 3a CepeAHbOI0 3apOo0ITHOIO IJIATOI0  PO3pOOHHKA,
BCTaHOBJIEHOIO Ha piBHI 207,8 rpH/4ac, Oyi0o po3paxoBaHO 3arajbHy BapTiCTh MPOCKTY
195 552,4 rpuH. KpiMm Toro, BHU3HA4YEHO, IO Yac, BUTPAYECHHUH HaA PO3POOKY
MPOrpaMHOro JI0AaTKy, ckianae 921,1 moauHO-roAuH, 1110 TPUOIU3HO AOPIBHIOE 5,23

MICSLIAM.
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®aiin StoryLine.cs:
using System;

[Serializable]
public class StoryLine
{
public int linelD;
public string location;
public string dialog;
public string memberOfDialog;
public string action;
public string objectOfAction,;

}

®aiin Story.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Story : MonoBehaviour

{
[SerializeField]

private TextAsset fileStoryLine;
private StoryLine[] storyLines;

public int currentStoryLine { get; private set; }

private void Initialization()

{

storyLines = JsonHandler.FromJson<StoryLine>(_fileStoryLine.text);

currentStoryLine = LoadCurrentStoryLine();

}

public void NextStoryLine()
{

if (currentStoryLine != storyLines[storyLines.Length - 1].lineID)

currentStoryLine += 1;

}

public void SaveCurrentStoryLine()
{

int currentPlayer = PlayerPrefs.GetInt(" currentPlayer");

PlayerPrefs.SetInt("CurrentStoryLine" + currentPlayer, currentStoryLine);

}
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public int LoadCurrentStoryLine()
{
int currentPlayer = PlayerPrefs.GetInt("currentPlayer");
return PlayerPrefs.GetInt("CurrentStoryLine"+ currentPlayer);

}

public StoryLine GetCurrentStoryLine()
{
if (storyLines == null) Initialization();
return storyLines[currentStoryLine];
}
}

@aiin [tem.cs:
using System;

[Serializable]

public class Item

{
public int linelD;
public int storyLinelD;
public bool availability;
public string itemName;
public string description;
public string reaction;
public string itemOfInfluence;
public string itemForApplication;
public string itemsForCombination;
public string itemCombinationText;
public string itemResultOfCombination;

}

®aiin [temManager.cs:

using System;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class ItemManager : MonoBehaviour
{
[SerializeField]
private TextAsset itemsList;
[SerializeField]
private GameObject _itemReactionWindow;
[SerializeField]
private TextMeshProUGUI _itemReactionText;

public Item[] items { get; private set; }
public List<string> takenltems { get; private set; }
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public List<string> putltems { get; private set; }

private void Start()

{

Initialization();

}

private void Initialization()

{
items = JsonHandler.FromJson<Item>(_itemsList.text);
Loadltems(takenltems, "takenltems");
LoadItems(putltems, "putltems");

}

private void Loadltems(List<string> items, string nameOfList)

{
string currentList = nameOfList + PlayerPrefs.GetInt("currentPlayer");
string[] allltems = PlayerPrefs.GetString(currentList).Split(',");
items = new List<string>(allltems);

}

private void Saveltems(List<string> items, string nameOfList)

{
string currentList = nameOfList + PlayerPrefs.GetInt("currentPlayer");
string allltems = string.Join(",", items);
PlayerPrefs.SetString(currentList, allltems);

}

private void Takeltem(GameObject item)

{

takenltems.Add(item.name);
item.SetActive(false);
Saveltems(takenltems, "takenltems");

}

private void Useltem(GameObject item)

{

putltems.Add(item.name);
takenltems.Remove(item.name);
Saveltems(putltems, "putltems");
item.SetActive(true);

}

private void ChangeAvailability(Item item)

{

if (item.itemOfInfluence !="")

{

Item itemForInfluence = Array.Find(items,
1 => i.itemName == item.itemOfInfluence);

itemForInfluence.availability = true;

}
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}

private void ShowReactionOnltem(string itemReaction)

{

_itemReactionText.text = itemReaction;
_itemReactionWindow.SetActive(true);

}

public void HideReactionOnltem()

{ _itemReactionWindow.SetActive(false);

b

public void CheckItemAvailability(GameObject item)
{

Item currentltem = Array.Find(items,
1 => i.itemName == item.name);

if (currentltem.availability)

{

Takeltem(item);
ChangeAvailability(currentltem);

}

else if(currentltem.reaction !="")

{

}
b

ShowReactionOnltem(currentltem.reaction);

public void CheckItemUsage(GameObject item)
{

string itemForUsing = PlayerPrefs.GetString("currentltem");

Item currentltem = Array.Find(items,
1=>i.itemName == item.name);

if (currentltem.itemForApplication == itemForUsing)
{

Useltem(item);

ChangeAvailability(currentltem);

}

else

{

}
b
}

ShowReactionOnltem("IIpeamern He MOXxkHa moegHATH");

®aiin MenuManager.cs:
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuManager : MonoBehaviour

{
[SerializeField]

private List<GameObject> newGameButtons;

public void Initialization()

{
for (int i = 0; 1 < newGameButtons.Count; i++)
{
if (PlayerPrefs.GetString("Game" + 1) == "exist")
{
_newGameButtons[i].SetActive(false);
b
}
b
public void CreateNewGame(int gamelD)
{

PlayerPrefs.SetInt("currentPlayer", gamelD);
PlayerPrefs.SetString("Game" + gamelD, "exist");
PlayerPrefs.SetInt("CurrentStoryLine" + gamelD, 0);
SceneManager.LoadScene("GameScreen");

}

public void DeleteGame(int gamelD)

{
_newGameButtons[gamelD].SetActive(true);
PlayerPrefs.SetString("Game" + gamelD, "doesnt exist");

}

public void LoadGame(int gamelD)

{
PlayerPrefs.SetInt("currentPlayer", gamelD);
SceneManager.LoadScene("GameScreen");

j
}

@aiin ScreenLogic.cs:

using System.Collections.Generic;
using DG.Tweening;

using UnityEngine;

using UnityEngine.UI;

public class ScreenLogic : MonoBehaviour

{
[SerializeField]
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private List<GameObject> screensPrefabs, windowsPrefabs;
[SerializeField]
private GameObject screens, windows;

public void OpenScreenOrWindow(int namelD)

{
// namelD of screens is 100...199, namelD of windows is 200...299

if (nameID >= 200)
{
GameObject window = Instantiate(_ windowsPrefabs[nameID % 100],
_windows.transform); //Creating of window
GameObject background = window.transform.GetChild(0).gameObject;
Transform panel = window.transform.GetChild(1);

background.GetComponent<Image>().color = new Color(0f,0f,0f,01);
//Set start alpha for background

panel.localScale = new Vector3(0.5f, 0.5f, 0.5%);
for panel with content

background.GetComponent<Image>().DOFade(0.82f, 0.4f);
//Appearance of background
panel.DOScale(new Vector3(1.0f, 1.0f, 1.0f), 0.4f);
//Appearance of panel with content
}
else Instantiate(_screensPrefabs[namelD % 100], screens.transform);
//Creating of screen

}

public void CloseScreenOrWindow(int namelD)

{

Transform parent = namelD <200 ? _screens.transform : windows.transform;

GameObject child = parent.GetChild(parent.childCount - T). gameObject;

if (namelD >= 200)
{

child.transform.GetChild(0).GetComponent<Image>().DOFade(0f, 0.3f);

//Disappearance of background

child.transform.GetChild(1).DOScale(new Vector3(0.3f, 0.3f, 0.3f), 0.3f);

//Disappearance of panel with content
Destroy(child, 0.311);

j
else Destroy(child);

j
}

®aiin DialogSystem.cs:
using System.Collections;

using System.Collections.Generic;
using TMPro;
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using UnityEngine;
using DG.Tweening;
using UnityEngine.UI,

public class DialogSystem : MonoBehaviour

{

[SerializeField]

private TextMeshProUGUI _thoughtsOfCharacter;
[SerializeField]

private TextMeshProUGUI _dialogTextOfCharacter;
[SerializeField]

private TextMeshProUGUI _dialogTextOfNPS;

[SerializeField]

private GameObject _dialogWindowOfMindCharacter;
[SerializeField]

private GameObject _dialogWindowOfCharacter;
[SerializeField]

private GameObject _dialogWindowOfNPS;

private void SetText(TextMeshProUGUI dialogText, StoryLine storyLine)
{

dialogText.text = storyLine.dialog;

}

private void ShowDialog(GameObject dialogWindow)

{
dialogWindow.SetActive(true);

GameObject background = dialogWindow.transform.GetChild(0).gameObject;
Transform panel = dialogWindow.transform.GetChild(1);

background.GetComponent<Image>().color = new Color(0f, 0f, 0f, 0f);
panel.localScale = new Vector3(0.5f, 0.5f, 0.5f);

background.GetComponent<Image>().DOFade(0.82f, 0.4f);
panel.DOScale(new Vector3(1.0f, 1.0f, 1.0f), 0.4f);

b
private void HideDialog(GameObject dialogWindow)
{

GameObject background = dialogWindow.transform.GetChild(0).gameObject;
Transform panel = dialogWindow.transform.GetChild(1);

background.GetComponent<Image>().color = new Color(0f, 0f, 0f, 0f);
panel.localScale = new Vector3(0.5f, 0.5f, 0.5f);

background.GetComponent<Image>().DOFade(0f, 0.3f);
panel.DOScale(new Vector3(0.3f, 0.3f, 0.3f), 0.3f);

dialogWindow.SetActive(false);
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public void SetCurrentDialog(StoryLine storyLine)
{

switch (storyLine.memberOfDialog)
{
case "Character":
SetText(_dialogTextOfCharacter, storyLine);
ShowDialog(_dialogWindowOfCharacter);
break;

case "MindOfCharacter":
SetText(_thoughtsOfCharacter, storyLine);
ShowDialog(_dialogWindowOfMindCharacter);
break;

case "NPS":
SetText(_dialogTextOfNPS, storyLine);
ShowDialog(_dialogWindowOfNPS);
break;

}
b

public void HideCurrentDialog(StoryLine storyLine)

{
switch (storyLine.memberOfDialog)

{

case "Character":
HideDialog(_dialogWindowOfCharacter);
break;

case "MindOfCharacter":
HideDialog(_dialogWindowOfMindCharacter);
break;

case "NPS":
HideDialog(_dialogWindowOfNPS);
break;

®aiin Inventory.cs:

using System;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.UI,

public class Inventory : MonoBehaviour

{
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[SerializeField]

private [temManager item;
[SerializeField]

private ScreenLogic screenlLogic;

[SerializeField]

private List<GameObject> _itemsPropertiesCells;
[SerializeField]

private GameObject combinationWindow;

[SerializeField]

private List<Image> itemsCellsImages;
[SerializeField]

private Image[] itemImages;
[SerializeField]

private Image clearImage;
[SerializeField]

private Image combinationlmage;
[SerializeField]

private TextMeshProUGUI _text;

private bool combinationState;
private string currentltem;

private void Start()

{
LoadItems();
b
private void Loadltems()
{
currentltem ="";

for (int j = 0; j < _item.takenItems.Count; j++)

{

Image currentlmage = Array.Find(_itemImages,
1=>1.name == _item.takenltems][j]);

_itemsCellsImages[j].sprite = currentlmage.sprite;

b
}

public void TakeltemFromInventory(int cellsID)
{

string itemName = _item.takenltems[cellsID];

if (!combinationState)

{

currentltem = itemName;
PlayerPrefs.SetString("currentltem", currentltem);

}
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public void ClearCell(int id)
{

if (!combinationState)
_itemsCellsImages[id].sprite = clearImage.sprite;

}

public void Combineltems(int cellsID)

{

if (!combinationState)

{

TakeltemFromInventory(cellsID);
combinationState = true;

}
b

public void CheckItemsCombination(int cellsID)

{

if(combinationState)

{

string itemName = _item.takenltems[cellsID];

Item item = Array.Find(_item.items,
1=>i.itemName == currentltem);

if(item.itemsForCombination == itemName)

{

Image currentlmage = Array.Find(_itemImages,
1 => i.name == item.itemResultOfCombination);

_combinationlmage.sprite = currentlmage.sprite;
_text.text = item.itemCombinationText;

_item.takenltems.Add(item.itemResultOfCombination);
_item.takenltems.Remove(item.itemName);
_item.takenltems.Remove(itemName);

_combinationWindow.SetActive(true);

}

else

{
_screenLogic.OpenScreenOrWindow(110);

}

combinationState = false;

j
j

public void ShowlItemsProperties(int cellsID)

{

if(!combinationState)
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{
for (int 1 = 0; 1 < _itemsPropertiesCells.Count; i++)
{
if (_itemsPropertiesCells[i].activeSelf)
_itemsPropertiesCells[1].SetActive(false);

}

_itemsPropertiesCells[cellsID].SetActive(true);

b
}

public void HideltemsProperties(int cellsID)

{
_itemsPropertiesCells[cellsID].SetActive(false);
}
b

®aiin StoryManager.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class StoryManager : Singleton<MonoBehaviour>

{
[SerializeField]

private Story _story;
[SerializeField]

private DialogSystem _dialog;
[SerializeField]

private [temManager _item;

[SerializeField]

private List<GameObject> locationsList;
[SerializeField]

private GameObject _itemsList;
[SerializeField]

private GameObject _itemListPut;
[SerializeField]

private GameObject barier;

[SerializeField]
private List<Animation> _animations;

private void Start()

{

Initialization();

}

private void Initialization()
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DontDestroyOnLoad(this.gameObject);

LoadLocation();
LoadItems();
SetCurrentStoryLine();
b
public void SetCurrentStoryLine()
{
CheckStoryLine();
}
private void LoadItems()
{
for (int i = _itemsList.transform.childCount; i > 0; i--)
{
if (_itemsList.transform.GetChild(i).name == _item.takenltems[i])
Destroy(_itemsList.transform.GetChild(i).gameObject);
}
for (int i = _itemListPut.transform.childCount; i > 0; i--)
{
if (_itemListPut.transform.GetChild(i).name != _item.putltems][i])
Destroy(_itemListPut.transform.GetChild(i).gameObject);
}
b

private void LoadLocation()

{
StoryLine storyLine = _story.GetCurrentStoryLine();

SceneManager.LoadScene(storyLine.location);

}

private void CheckStoryLine()

{
StoryLine storyLine = story.GetCurrentStoryLine();

if (storyLine.action !="")
{

DoAction(storyLine.action);
b
else if (storyLine.dialog =" ")
{

_barier.SetActive(true);
_dialog.SetCurrentDialog(storyLine);

b
}

private void DoAction(string actionName)

{

switch (actionName)

{
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case "Awake":
_animations[0].Play();
break;

case "Climb":
_animations[1].Play();
break;

case "StopClock™:
_animations[2].Play();
break;

case "Shake":
_animations[3].Play();
break;

case "ControlPanell Work":

_animations[4].Play();
break;

case "MoveCameraLeft":
_animations[5].Play();
_animations[3].Play();
break;

case "MoveCameraRight":

_animations[6].Play();
_animations[3].Play();
break;

case "SetTag":
_animations[7].Play();
break;

case "OpenSmallDoor":
_animations[8].Play();
break;

case "OpenBigDoor":
_animations[9].Play();
_animations[10].Play();
break;

case "MoveDoor":
_animations[11].Play();
break;

case "MoveBox":
_animations[12].Play();
break;

case "FixRobot":
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_animations[13].Play();
_animations[14].Play();
_animations[15].Play();
break;

case "OpenVentilation":
_animations[16].Play();
_animations[ 17].Play();

break;
h
}
private void CheckEndOfStoryLine()
{

StoryLine storyLine = _story.GetCurrentStoryLine();

if (storyLine.dialog !="")
{
_barier.SetActive(false);
_dialog.HideCurrentDialog(storyLine);
}
¥

public void NextStoryAction()

{
CheckEndOfStoryLine();

_story.NextStoryLine();
CheckStoryLine();

}
b

®daiin AnimationController.cs:

using System.Collections.Generic;
using UnityEngine;

public class AnimationController : MonoBehaviour

{
[SerializeField]

private List<Animation> animations;
private GameObject currentAnimation;

public void StartAnimation(string nameOfAnimation)

{

GameObject animation = GetAnimationByName(nameOfAnimation);
if (animation != null)

{

if (currentAnimation != null)
StopCurrentAnimation();

currentAnimation = animation;
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currentAnimation.SetActive(true);

}
b

public void StopAnimation(string nameOfAnimation)

{

GameObject animation = GetAnimationByName(nameOfAnimation);
if (animation != null && animation == currentAnimation)

{

StopCurrentAnimation();

b
}

public void ChangeAnimation(string nameOfAnimation)

{

StopCurrentAnimation();
StartAnimation(nameOfAnimation);

}

private void StopCurrentAnimation()

{

if (currentAnimation != null)

{

currentAnimation.SetActive(false);
currentAnimation = null;

b
}

private GameObject GetAnimationByName(string name)

{

foreach (GameObject animation in _animations)

{

if (animation.name == name)
return animation;

}

return null;

b

®aiin AreaOfMoving.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using DG.Tweening;

public class AreaOfMoving : MonoBehaviour

[SerializeField]
private GameObject _character;
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private void OnMouseDown()
{
Vector3 position = Camera.main.ScreenToWorldPoint(Input.mousePosition);
float time = (position - _character.transform.position).magnitude/5.5f;
_character.transform.DOMove(new Vector3(position.x,position.y,0f), time);
b
}

daiin Buttons.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI,

public class Buttons : MonoBehaviour

{
[SerializeField]

private GameObject eyeButton, ,;
[SerializeField]

private GameObject bookl;
[SerializeField]

private GameObject book?2;
[SerializeField]

private Sprite _eye;
[SerializeField]

private Sprite _eyeHide;

private GameObject description;
private ScreenLogic screenlLogic;

private void Start()

{

screenLogic = GameObject.Find("GameManager").GetComponent<ScreenLogic>();

}

public void OpenWindow(int namelD)
{

screenLogic.OpenScreenOrWindow(namelD);

}

public void CloseWindow(int namelD)
{

screenLogic.CloseScreenOrWindow(namelD);

}

public void HideButtons(GameObject button)
{

button.SetActive(false);

}
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public void ActivateButton(GameObject button)

{

button.SetActive(true);

}

public void OpenBook()

{
if (PlayerPrefs.GetString("language") == "eng")

OpenWindow(_book2);
else
OpenWindow(_book1);
;

public void Hidelnterface(GameObject intr)
{

intr.SetActive(!intr.activeSelf);
if(intr.activeSelf) _eyeButton.GetComponent<Image>().sprite = eye;
else eyeButton.GetComponent<Image>().sprite = eyeHide;

}

public void HideDescription()

{
if (GameObject.Find("DescriptionsOfBones") != null)

description = GameObject.Find("DescriptionsOfBones");

description.SetActive(!description.activeSelf);

}

public void ChoseLocation(string name_of scene)

{

SceneManager.LoadScene(name of scene);

}
b

®daiin Cell.cs:

using UnityEngine;
using UnityEngine.UI,

public class Cell : MonoBehaviour

{
[SerializeField]

private bool truelmagels;
[SerializeField]
private Sprite trueCelllmage;

public void CheckOnCorrectlmage(Sprite celllmage)
{

if (trueCelllmage == celllmage) truelmagels = true;
else truelmagels = false;

}
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public bool GetTruelmage()
{

return truelmagels;

b
}

®daiin PazzleGame.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI,

public class PazzleGame : MonoBehaviour

{

[SerializeField] private List<GameObject> cells;
[SerializeField] private List<Sprite> cellsImages;
[SerializeField] private Sprite _voidCell,

private int voidCellID;

private void Start()

{
voidCellID = 10;

}

private void CheckAllCells()
{

int count = 0;

for (int1=0; i < _cells.Count; i++)

{
Cell currentCell = _cells[i].transform.GetComponent<Cell>();
if (currentCell.GetTruelmage()) count++;

}

if(count == 15)

{
Debug.Log("Game over");

_cellsImages[voidCellID].sprite = _cellsImages[voidCellID J;

b
}

private void CheckVoidCell(int cellID)

{
Cell currentVoidCell = _cells[voidCellID].transform.GetComponent<Cell>();

currentVoidCell.CheckOnCorrectlmage(_cells[cellID].transform.GetComponent<Image>().sprite);
MoveCell(cellID);

}
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}

private void MoveCell(int cellID)
{
_cells[voidCellID].transform.GetComponent<Image>().sprite =
cells[cellID].transform.GetComponent<Image>().sprite;
_cells[cellID].transform.GetComponent<Image>().sprite = voidCell;
voidCellID = cellID;

}

public void ChooseCell(int cellID)
{
CheckVoidCell(cellID);
CheckAllICells();

}

using UnityEngine;

public class AudioManager : MonoBehaviour

{

[SerializeField]
private Sound[] sounds;

private void Start()

{

foreach (Sound sound in sounds)

{
sound.source = gameObject. AddComponent<AudioSource>();
}
b

private Sound FindSound(string nameOfSound)

{

return System.Array.Find(sounds, sound => sound.name == nameOfSound);

}

public void PlaySound(string nameOfSound)
{

Sound sound = FindSound(nameOfSound);

if (sound != null)

{

sound.source.Play();

b

b

public void StopAudio(string nameOfSound)
{

Sound sound = FindSound(nameOfSound);
if (sound != null)

{

sound.source.Stop();

j
}
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}

public void Save()
{

}

_story.SaveCurrentStoryLine();

®daiin SubMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class SubMenuPanel : MonoBehaviour

{
[SerializeField]

private Story _story;
private ScreenLogic screenlogic;

private void Start()

{

screenLogic = GameObject.Find("GameManager").GetComponent<ScreenLogic>();

}

public void ContinueGame()

{
_story.SaveCurrentStoryLine();

screenLogic.CloseScreenOrWindow(9);

}

public void OpenSettings()

{
screenLogic.OpenScreenOrWindow(8);

}

public void ReturnToMenu()

{
_story.SaveCurrentStoryLine();

SceneManager.LoadScene("MainMenu");

b
}
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Unity"
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JIOJIATOK B

MEPEJIK JOKYMEHTIB HA OIITUYMHOMY HOCIH

Im’s daiiy | Omnuc

[TosicHIOBaJIbHI IOKYMEHTH

[13 ITumunenko.doc [TosicHroBaJIbHA 3amucka 10 KBajidikamiiHoT
pobotu. lokyment Word.

[13_TTumunenko.pdf [TosicHroBabHA 3ammcka 70 KBasiikamiiHOi
po6otu B hopmari PDF

IIporpama

HorsDeCombat.zip ApxiB.  Mictuth  KOAM ~ TporpamMu 1
OTKOMITIJTLOBAHY IIPOrpamy

[IpesenTartis

[Tpesenranisi [Tunumnenko.ppt | [Ipe3enTaiist kBasidikaiiiHoi poOoTH
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