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PEDEPAT

TekcToBa yacTuHa OakalaBpchKoi pobotu: 66 ctp., 4 puc., 1 mox., 18 mxepern.

UNITY, C#, TOWER DEFENSE, I'PA, BIAEOIT P, ANDROID.

OO0’ €eKT TOCTIIKEHHS] — CTBOPEHHS TPUBUMIPHOTO IFPOBOTO JIOAATKY Y XKaHpi «tower
defense» s Android.

[IpeameT HOCHIIKEHHS — METOJU, MaTepHU Ta TEXHOJIOTII PO3pOOKH IrpoBOTO
nporpamHoro 3abesnedenHs A Android iatdopmu.

Meta poOOTH — CIIPOEKTYBAaTH Ta PO3pOOUTH MOOUIBLHUN ITPOBHUM J0JaTOK Ha 0asi
Android miardopmu.

Metoau noChiKEeHHsS — METOJIM CTBOPEHHSI IPOBOTO MOOUIBHOTO JI0JATKY Ta OIKC

JI71st TOCSATHEHHS TTOCTABJICHOT METH OYJI0 BUPIIIEHO HACTYIIHI 3aBJaHH:

1. IIpoBecTu aHai3 IpeIMETHOI 00JIACTI.

2. Hocnimutu pyurii po3poOKu irop, MOBU IPOrpaMyBaHHs, HEOOX1IHI [T HUX, Ta

CepeZI0BHILA PO3POOKH MTPOrPAMHOTO KOY.

3. Po3po0utn apxiTekTypy irpoBOr0 MOOITHHOTO AOJATKY.

4. CTBOpHUTH MPOTPAMHUN TTPOTYKT.

5. IlpoBectu TecTyBaHHS.

[Mpeamerom mociimkeHHs € Tpa Ha miatdopmy Android.

[IpakTiuHe  3HAYCHHS OTPUMAHHMX pPE3YJIbTATIB TMOJSATaE y pPO3poOJICHOMY
POTPaMHOMY IrpOBOMY MPOAYKTI y skaHpi «tower defense» Ha irpoBomy pymrii Unity ta Ha
MOBI iporpamyBanHs C# Ha MoO1TBHY T1aThopMy. Taky rpy MOXKHA TOMTUPUTH, BUKJIABIIIH
il B Marasui MOOUIBHUX 1TOP.

Cdepa 3actocyBanHs — Oynp skwii kopuctyBad Android-cmaptdony Moxe

BCTAHOBHUTH JOJATOK Ta IIOI'paTu B HBOI'O.
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BCTYII

AKTyaJbHiCTHL TeMH. B f1anuii yac pyHOK MOOUIBHUX 1MOp HE CTOITh Ha MICIIl Ta
aKTUBHO PO3BUBAETHCS. 3a oliHKaMu Newzoo, 10 KiHI 2020 poKy q0Xi7 Bi MOOUTEHUX
irop nmocsr 76,1 munbsapaa ponapiB [1], mo Ha 12% Oinabme, HIK y 2019 pormi. s
MOPIBHSHHS: TJI00aTBHUN JOXiJ BiJ KaCOBUX 300piB CTAaHOBUB 42,5 Minbsipaa monapis. Y
2019 porri cBiTOBa My3WYHa 1HAYCTPis MPUHECHA ONITOBUI BUTOPT Y po3mipi 20,2 Miabsipaa
noinapiB. [HmmMu coBamu, 10 KiHI 2020 poKy TUTBKM MOOUIBHI IrpH OyAyTh TPUHECIH
OlJIbIlIE PIYHOTO JOXOAY, HIK My3UYHA 1 KIHOIHAYCTpPIsS Pa3oM y35TI.

OpHak SKICTh OLIBIIOCTI 1MOp, IO BUIYCKAIOTHCS, 3aJIMIlIa€ Oa)kKaTh Kpamioro, 1
KOPHUCTYyBaul BUOMPAIOTh CaMe SIKICHI iIrpu. AJie He JIUIIE SIKICTh IPUBAOIIIOE KOPUCTYBAUIB,
a TaKoX HOBHM3HA, HOBI ITPOBI MEXaHIKM YM HOBI NO€JHAHHS IrpoBUX MexaHik. Ilig
HOBHU3HOIO PO3YyMI€THCS HOBHUM IMPOBUIM KOHTEHT, AKIIIO KOPUCTYBAU MPOXOAUThH OJIHY 3 1rOp
1 ioMy 1OA00ar0ThCs ITPU JAAHOTO KaHPYy, BIH 3 BEIMKOI HMOBIPHICTIO OyAe LIyKaTh
noai0Hy rpy, ajie OUTBII AKICHY 1 OMYJISIPHY, 3 XOPOIIMMH BiIT'yKaMU 1HIIMX KOPUCTYBAYiB.

Jliist mporpamicTa y KOMaH/ai pO3pOOHUKIB MOCTAE MUTAHHS: K TPUCKOPUTH TIPOIIEC
po3po0KH 3 Horo 00ky? s 1bOro HEOOX1THO PO3pOOUTH apXITEKTYPY IPOrpaMH, sika Oyie
3/1e01IBIIION0 HE3MIHHA 1 JIUIIE MOKPAIyBaTUMETHCSA 3 KOKHUM HOBUM MPOEKTOM. [lpu
PO3LIMPEHHI KOMaHAM, JJIi HOBUX HPOrPAMICTIB HE MOBUHHO BHHHMKATH TPYIHOULIIB 3
apXiTEeKTypOIO TMPOEKTY, TOMY KOJA Ma€ OyTH MIATPUMYBAHUM 1 PO3MIMPIOBAHUM.
ApXITEeKTypa TPOEKTYy Mae OyTH MPaBWIBHO OpraHi3oBaHa Ta CTPYKTypoBaHa, IO
JI03BOJIUTH CHPOCTHUTH POOOTY 3 BEIMKHM OOCSITOM KOAY, SIKIIO 32 MPOEKT HABAXKHUTHCSA
B3SITUCS 1HIIMIA TporpamicT. J1Jist BUpIIIEHHS [IbOTO 3aBAaHHSI HEOOX1THO BUOpATH 1MI1a0JIOHU
POEKTYBaHHS, MPUUOMY 0€3 ypaxyBaHHS MOTOYHOTO TMPOEKTY, 3pOOUBIIN apXiTEKTypy
AKOMOTa aOCTPaKTHIIIOW, 00 OTPUMATH MOJENb, IO MIAXOAUTH ISl BCIX ITPOBHUX

MIPOEKTIB.



O0’exTOM I0CTITAKEHHSI € CTBOPEHHS TPUBHUMIPHOIO ITPOBOTO JOJATKY y KaHPI
«tower defense» ms Android.

IIpeameTom AoCHiIKeHHS € METOJHU, MATEPHU Ta TEXHOJOTIi PO3POOKU IrPOBOTO
nporpamHoro 3abesnedenHs ast Android ruiatdopmu.

MeTto10 € BUSBICHHS HEAONIKIB Ta MpoOJeM MpU MPOEKTyBaHHI Ta pPoO3poOili
MOOIJILHOTO IrpOBOro A0AaTKy Ha 0a3i Android miaTdopmu.

3aBaaHHA JOCJiIKEeHHS, SKI HEOOXIJTHO BHMKOHATH IS JOCSITHEHHS IOCTaBJICHOL
METH:

1. TIpoBecTu aHasi3 MpeaMeTHOT 00IACTI.

2. Jlochiautu pymii po3poOKu irop, MOBH MpOrpaMyBaHHs, HEOOXIAHI ISl HUX,
Ta CepeOBUILA PO3POOKH IPOIPAMHOTO KOy .

3. Po3pobutn apxiTekTypa irpoBoro MoOiTbHOTO TOIATKY.

4. CTBOpHUTH MPOTPAMHUN TPOIYKT.

5. IIpoBectu TecTyBaHHS.

Metoauka  pocaigxennsi. Iligx  yac  po3poOKM  AUIJIOMHOI  poOOTH
BuKopucToByBayinch iHcTpymentu (Unity3d, Visual Studio, C#) ta marepun ( SOLID,
Singleton, Object Pooling, DRY Ta iH.) cTBOpEeHHS irpoBOro MOOUILHOTO JOJATKY.

HaykoBa HOBHM3HA TIOJNSTAa€ B HACTYITHOMY: CTBOPEHHS BEIUKOTO, KOMIUIEKCHOTO,
ONTUMI30BaHOTO MPOTrPaMHOI0 MPOAYKTY 3 MOKIIUBICTIO MOJABIIOT0 HOr0 PO3IIMPEHHS.

IIpakTyHa 3HAYYIIICTH Pe3YJbTATIB MOJISITAE Y PO3POOJIECHOMY MPOrPaMHOMY
iIrpoBOMY MPOAYKTI y Ha irpoBoMy pyiirii Unity Ta Ha MmoBi mporpamyBanHs C# Ha MOOLTEHY
mwiatdopmy. TeopeTuuHud marepiaj, OTPUMAHWK B pe3yiabTaTi poOOTH, MOXKe OyTH

BI/IKOpI/ICTaHI/Iﬁ B HACTYITHUX IIPOEKTAX.
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1 OTJISI1 MPEAMETHOI OBJIACTI

1.1 Bineoirpu

1.1.1 3araabHi BizomocTti

Bineo abo xomm’roTepHa rpa — Iie €IEKTPOHHA TPa, SKa mepeadoadac B3aEMOII0 3
iHTEepdeiicom KopucTyBaua ab0 NPUCTPOEM BBEACHHS (IHPKOMCTUKOM, KOHTPOJIEPOM,
KJIaB1aTypOIO, MPUCTPOEM JJII BUSHAUYEHHSI PYXY TOILO) 1 CTBOPIOE Bi3yalbHUI 3BOPOTHUMI
3B’s130K. llelt BIATYK BimoOpaskaeTbcsi Ha MPUCTPOSX BIAOOpPaKEHHS BIJCO, TaKUX SK
TEJIEBI130pU, MOHITOPHU, CEHCOPHI €KpaHU Ta FapHITYPH BipTyallbHOI peabHOCTI. Bineoirpu
YacTO MIAKPIIUTIOITHCS ayAl0 3BOPOTHIM 3B’S3KOM, 110 MEPEAAEThCSA Yepe3 TUHAMIKHU Ta
HaBYIIHUKH, 1 MOXE OyTH JOIMOBHEHUH 1HIIMMHU TUIIAMU 3BOPOTHOIO 3B’SI3KY, BKIIIOUAIOUU
TaKTWJIbHI npuiiomu. KoMm’totepHi irpu — 1e He Bcl Biaeoirpu. Hampukiazn, TEKCTOBI
MPUTOAHUIIBKI ITPU Ta KOMIT' IOTEPHI I1axyu He 00OB’S3KOBO MOKJIANAIOTHCS Ha TpadiyHi
JUCILIE].

Bizneoirpu BU3HA4YarOTHCA HA OCHOBI TUIAT(OPM, SIKI BKIIFOYAIOTh apKaJHI BlJAECOITPH,
KOHCOJIbHI 1rpu Ta irpu 1is nepcoHanbHux ko 10TepiB (I1K). Ocrannim yacom ramysb
nomMpuiacs Ha cMapT(OHU Ta IUIAHIIETHI KOMIT IOT€PH, CUCTEMHU BIPTyaJIbHOI Ta
JIOTIOBHEHOI pEeajbHOCTI Ta MOOUIBHI IrpH uepe3 BiJAalieHI XMapH1 irpu. Bineoirpu

MOUIAIOTHCS HA IIMPOKUINA JI1arla30H kKaHPIB 3aJI€KHO BiJl TUITY Ta METH ITPOBOTO MPOIIECY.

1.1.2 Icropist po3BUTKY

PanHi Bizmeoirpu BUKOPHUCTOBYBAJIHM IHTEPAKTUBHI €JIEKTPOHHI MPUCTPOI B PIZHHUX
dbopmarax BinoOpakenHs. HaiinasHimmii npukian naryerbest 1947 poxkom. «lIpuctpiii nmis
po3Bar 13 eJeKTPOHHO-TIPOMEHEBOI TPyOKOw» OyB mogaHuii Ha mareHT Tomacom T.
["onnemitom-monoamuM 1 Ectpeneitmanom 25 ciuns 1947 poky 1 O6yB BuIaHU SK TATEHT

CILIA 2455992 14 rpynnst 1948 poky [2]. HarxHEeHHUI TEXHOJOTIEH PaIioIOKaiHHOTO
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BIJIOOpa)KE€HHSA, AaHAJIOTOBUM MPUCTPIN, AKUH J103BOJISIE KOPUCTYBAu€Bl KepyBaTu
napaloJIIYHOI0 AYTOI0 TOYOK Ha €KpaHi, MO00 IMITyBaTH pakeTy, 3alylIeHy MO Lifi, sKa
SBJISIE COOOKO TMaNepoOBHM MAaJIFOHOK, 3aKpIUICHWH Ha eKpaHi. I[HII paHHI TPUKIAIHA
BKIIIO9arOTh TIPOoekT Tpu Kpictodepa Crpeitui, Nimrod Computer Ha bputancerkomy
dectuaii 1951 poxy. OXO, xpecTuKu-HOTUKH, KOoMIT toTepHa rpa Onekcanapa C. Jlyrmaca
st EDSAC 1952 poky. TeHic ang ABOX, €NEKTpPOHHA IHTEpAaKTHBHA rpa, po3podiieHa
Bimbsimom  XirimOoramom y 1958  pomi. Spacewar!, cTBopeHa CTyACHTaMH
MaccayyceTchbKkoro TeXHOJIOTT4HOTro 1HCTUTYTY Maptinom I'peniem, CriBom Paccenom 1
Veitnom BitaneHom Ha komm’torepi DEC PDP-1 B 1961 pomi. /I koxHOi rpu crocid
BimoOpakeHHs BiapizuseTbcsi. NIMROD mae manens miacBiuyBanus ais irop Nim, OXO
Mae rpad1uyHui TUCIIIeH s Tpy B XpecTuku-Hynuku. Tennis for Two mae ocrimnorpad s
Neperysiay TEHICHOTO KOpTy 300Ky. Spacewar! mae BektopHe npeactasieHdass DEC PDP-1
JJISL IBOX KOCMIYHUX KOpaOJIiB [ 00pOTHOU OJWH 3 OJHUM.

i monepeaHi BUHAXOAM MPOKJIATIHN IUISX IO BUTOKIB Cy4acHUX Bifeoirop. Panbd I
baep po3poOuB cuctemy KepyBaHHs JJisl TPU B HACTIILHUN TEHIC Ha TEJIEBI31IMHOMY €KpaHi,
npaitoroun B Sanders Associates y 1966 pomi. 3i cxBanenHs kommanii baep cTBopuB
npototun «Brown box». Sanders 3amarentyBaB BuHaxin baepa i1 JjieH3yBaB Horo B
Magnavox, sxuii komepiianizyBaiu sk Magnavox Odyssey - mepiny JOMAIIHIO irpOBY
KOHCOJIb, BUMyIieHy B 1972 poi. Kpim Toro, Honan bymaem 1 Ten JlaOHi Oyiu HaTXHEHH,
nobaunBmm Spacewar!, mo npairoe B CTeHPOpACEKOMY YHIBEPCUTETI, pO3pOOUITH MTOTIOHY
BEPCII0, KA MPAIfO€ B MEHIIOMY MOHETHOMY apKaJIHOMYy aBTOMAaTi 3a JOTIOMOTOI MEHIII
nopororo koM 'torepa. Bona Oyma Bumymena B 1971 pomi sk Computer Space, mepiina
apkagHa Bigeorpa. bymnemn 1 JleOni 3acHyBanmu Atari, Inc. 1 mpaitoBanu 3 Asianom
AJKOpHOM HaJ CTBOPEHHSM JApyroi apkamuoi rpu B 1972 pomi. Ile rpa y ctumi Pong,
HaTXHEHa 0e3mnocepeIHbO Tpoto B HacTUIbHUM TeHic Odyssey. Canaepc 1 Magnavox nojanu
0 cyany Ha Atari 3a mopylleHHs nateHTy bepa, ane Atari orjiaTuia MOCTiMHI ITpaBa Ha
NaTeHT 1 BUPILIWIA CIIpaBy Yy Mo3acynoBoMmy nopsanaky. Ilicns ixHpoi goMoBieHOCTI Atari

CTBOpHJIa JIOMaIllHIO Bepcito Pong, sika Oyma BumymieHa ao Pizaea 1975 poky. Ycmix
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Odyssey 1 Pong sk apkagHux irop 1 JOMaIllHIX aBTOMATIB 3alo4aTKyBaB 1HJIYCTPIlO
Bigeoirop. I bepa, 1 BymiHenna Ha3uBaoTh «0aTbkaMu BiJIEOIrOp» Yepe3 iXHii BHECOK.

V¥ 2000-x pokax OCHOBHA 1HAYCTpisl obepTaacs HaBKOJIO «AAA» 1rop, 3aIHIIaA0Yu
Majo MiCIl JUIsl eKCIIEPUMEHTAJIbHUX 1IrOp 13 BHCOKHUM pPH3UKOM. Y TIO€AHAHHI 3
JTOCTYIHICTIO [HTepHETYy Ta mMU(POBOTO PO3MOBCIOHKEHHS 1€ 3a0€3MeYIo MPOCTIp IS
He3aJIeXHOi po3poOku Bifeoirop (ado iHmi-irop) 1 nmpuBepHysno yBary B 2010-x pokax.
Binroni xomepiiiiiHe 3Ha4YeHHS 1HAYCTpPii Bigeoirop 3pocio. A3iaTChKi PHUHKH, IO
PO3BUBAIOTHCS, 1 MOOLIBHI 1IrpH Ha cMapTdoHaX, 30KpeMa, CTUMYJIOIOTh MOHETH3AIIO,
MEePETBOPIOIOYMN JeMorpadiuHi JaHi TpaBIiB Ha 3BUYAMHI ITPU Ta BKIIOYAIOUU ITPU SIK
nociyru. 3a omiHkamu, ctaHoM Ha 2020 pik CBITOBHI PUHOK BiJeoirop renepye 159
MUTbsIpiB pojapiB CHIA 1opidHOro 10X0y Bij oOJiaHaHHS, IPOTPaMHOT0 3a0e3NeYeHHS
Ta MOCIYT B LyIoMy. Lle BTpuui Oisiblie CBITOBOT My3H4HOI 1HAYCTpii B 2019 poti 1 B yoTupH

pasu Ounbie, Hixk KiHOIHAYCTpis B 2019 poi [3].

1.1.3 Po3poodka Bigeoirop

Po3poOka Ta aBTOpPCTBO BiA€OIrop, K 1 IHIIMX BHAIB pO3Bar, 4YacTo €
MDKIUCIUTUTIHApHOIO cheporo. KoMmania po3poOHUKIB BiICOIrOp B OCHOBHOMY CKJIa1a€ThCS
3 MPOTPaMICTIB 1 rpapiyHUX IU3aiiHEPIB. 3 pOKAMHU LIEW MEPENiK PO3MIHPUBCS, OXOILTIOIYH
Maiike BCl TUIM HABUYOK, $KI 3a3BUYall MOXHA 3HAWUTH y BHUPOOHHUITBI (PUIBMIB 1
TEJEBI3IMHUX 110y, BKJIIOYAIOYM 3BYKOPEKHUCEPIB, MY3UWKAHTIB Ta I1HIIMX TEXHIYHUX
cremiaiicTiB. [CHYIOTh Tak0XK HABUYKH, XapaKTEPH1 JUIIE JIJIS BICOITOp, TAKUX SIK ITPOBUIA
Tu3aifHep. Y CiM UM Kepye MPOarocep.

Ha mepmux mopax iHAycTpii OyJ0 3BUYHO, KOJM OJHA JIIOJMHA KepyBajla BCiMa
pOJISIMHM, HEOOXITHUMHU JJI1 CTBOPEHHs Bifeoirpu. OCKUIbKM THUIM MaTepiajiB, sIKI MOXe
MPEACTABIATH TUIATGOpMa, CTaBAIM KOMIUIEKCHIIIMMH Ta MOTYXKHIIIUMH, TOTPIOHI Oyim
O1IBIII KOMaH/IU JJ1s1 CTBOPEHHS BChOT0, B rpadiku 0 MporpaMmyBaHHs Ta CloxeTy. Lle He
O3HayYae, 10 epa MaJIEHbKUX KOMITaH1i MUHYJIA, OCKUJIBKH BCE LIE 1HO/II 3yCTPI4arOThCs TaKl

NpeJCTaBHUKN Y BUPOOHMIITBI Ka3yaabHHUX IrOp Ta Ha PUHKY MOPTATUBHUX HPUCTPOIB [4],
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Jie HEBEJIUKI IrPHU CTalOTh BCE OUIBII MOMYJSIPHUMH, Yyepe3 TEXHIYHI 0OMEXEHHs, TaKl SK
orepatuBHa mamM’sTi Ta GyHKii Bizyamizarii 3D-rpadiku [5].

Bigeoirpu mnporpamyroThcsa, SK 1 Oyab-fKe 1HIIE KOMII'IOTEpHE IIPOTPaMHE
3abesneyeHHs. Jlo cepeaunm 1970-x pokiB apkagud Ta JOMAIlIHI IrpOBI KOHCOJMI
IporpaMyBalIUCA IUIIXOM 30HpaHHS OKPEMHX EJEKTPOMEXaHIYHUX KOMIIOHEHTIB Ha
JIpyKoBaHii miati. [le odmexyBaso rpy BIIHOCHO IIPOCTORO JIoTikor0. [lo 1975 poky Bennka
KUTBKICTh HEIOPOTHX MIKPOIPOIECOPIB MOXHA OYyJI0 BUKOPUCTOBYBATH I OOJaTHAHHS
B1JICOIrOp, IO JO3BOJHJIO PO3POOHHMKAM Irop MpOrpamMyBaTH OLIBII JeTaldbHI ITPH,
pO3MIMpIOIOUN  Jiana3oH  MoxiuBocTed.  IlocTiliHI  BIOCKOHAQJIEHHS — TE€XHOJOTIT
KOMIT FOTEpPHOTO  OOJIaJIHAHHS PO3LIMPIOIOTh MOKJIIMBOCTI CTBOPEHHSI  BiJ€OIrop, a
IHTErpallisi 3arajJbHOrO OOJIAIHAHHA MIX KOHCOJSIMH, KOMIT' IOTEepaMH Ta apKaJHUMU
miatrGopMaMu CTUMYIIIOE TIporiec po3poOku [6]. CroromHi po3poOHUKH irop MaroTh Psij
KOMEpUIMHUX 1 BIJKPUTHUX I1HCTPYMEHTIB, SIKI BOHM MOXYTb BUKOPUCTOBYBATH JIsi
CTBOpEHHsI irop. Lli 1IHCTpyMEHTH 4YacTO OXOIUTIOIOTH KiJIbKAa TUIATGOPM IS MIATPUMKH
nopTaTuBHOCTI. ChOroiH1 O6arato irop Mooy 0BaHO Ha ITPOBOMY JABUKKY, IKUUA 00poOIIsie
OUIBIIly YAaCTUHY JIOTIKM TpH, IrpoBOoro mporecy Ta Tpadiku. L[li MexaHi3MH MOKHA
PO3MIMPUTH 32 JOTIOMOTOK0 MEXaHI3MIB, Kl € crnenupiyHuMU 75 MeBHOI (yHKIII],
Hanpukiaag, GI3MYHUM JABUTYHOM, IKMH IMiTye (i3UKy 00’€kTa B peasibHOMY 4aci. IcHye
MITUH  psii TPOMIKHOTO TPOTPaMHOTO 3a0e3MeUeHHs, SK€ JO0MOMara€ po3poOHHKaM
OTpUMATU JOCTYN [0 IHIIUX (PYHKUINA, TaKWX SK BIATBOPEHHS Bi€O B TIpl, IrpoBUM
MEpEeXKEBUN KOJI, SIKUW CHUIKYEThCS Y€pe3 OHJIAaWH-CEPBICH, Mi0Ip MapTHEPIB B OHJIANH-
irpax ta moai6H1 Gyukiii. L{i ¢pyHKINIT 1OCTYMHI 3 MOBU ITporpamMyBaHHs pO3pOoOHHKA Ha Balll
BuOIp. KpiMm TOro, BU MOkKeTe BUKOPUCTOBYBATH HAOIp ISl pO3POOKH 1rop, sIKU 0OMexye
KUIBKICTh HAJIAIITyBaHb, SIKI BH MOXXETE JOJATH JI0 CBOEI T'PH, MIHIMI3YIOUM KUIBKICTh
NpsIMOTO MporpaMmyBaHHA. SIK 1 OyJb-siKke MporpaMHe 3a0e3leyeHHs, BICOIrpy 3a3BUYai
MEePEBIPSIIOTHCS Ha SIKICTh TMepe]] BUITYCKOM, 1100 MEePEKOHATHCS, IO MPOAYKT HE MICTUTh

MOMIJIOK 1 1e(DeKTiB, ajie pO3pOOHUKH YaCTO BUITYCKAIOTh BUIIPABICHHS Ta OHOBJICHHS.
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31 30UIbIICHHSIM KOMaHI1 pO3POOHUKIB, 3pOCTAIOTh 1 KOIITH Ha BUPOOHUITBO. CTy il
pO3poOKH MOTPeOYIOTh HAWKpallMX TajaHTiB, aje€ BUAABII CKOPOUYYIOTh BHUTpATH, II00
30epertd CBOi 1HBECTHIlI MPUOYTKOBUMH. ['pynmu po3pOOHUKIB BiJICOIrOp Ha KOHCOJII
3a3BUYal HaIi9yloTh Bi 5 10 50 oci0, iHkomu 1 6inbmie 100 gonosik. [ToBimomitsiiocs, 1o
B TpaBHi 2009 poky B Assassin's Creed II 6yno 450 po3pobnukiB [7]. 3pocTaroumnii po3mip
KOMaH/IY B MTO€IHAHHI 3 BEJIMKUM THCKOM Ha T€, II00 BUBECTHU 3aBEPIICHI TPOEKTH Ha PUHOK
1 MOYaTH BIIIKOIOBYBATH BUTPATH HA BUPOOHUIITBO, TPU3BOIUTH J0 NIEPEHOCY JIE IJIaiiHIB,
CHIIIKY Ta BUITYCKY HE3aBEPIICHUX MPOAYKTIB.

[IporpamyBaHHsi irop amaropamu 1 eHTy3lacTamu icHye 3 KiHis 1970-x pokiB 3
MOSIBOIO IOMAIIHIX KOMIT 10TepiB, B 2000-X pokax 3’sIBUBCS TpEHJ po3pOOKH 1HA1-irop. [Hai-
ITpU  CTBOPIOIOTH HEBEJIMKI KOMAaHIHM, SKI BHUAABIl HE MOXYTh O€3M0CepeIHbO
KOHTpoJiroBaTH. OOCAr TpU MEHIIWN, HIK y BEJIHUKUX IrpoBUX «AAA» CTyHisX, 1 4acTo
EKCIIEPUMEHTYIOTh 3 IFPOBUM TMIPOIIECOM Ta XYAOXKHIM cTujeM. Po3poOka iHAai-1rop
HIATPUMYETHCS OUIBIIOI0 OCTYMHICTIO HMU(GPOBOrO PO3MOBCIOJKEHHS, BKIIIOUYAIOYH HOBI
Mapkepu MOOUIBHHX IrOp, a TaKOXX T'OTOBI HEIOPOrl 1HCTPYMEHTH PO3POOKM IS LHX

m1aThopM.

1.2  Tower defense

1.2.1 3araabHi BizomocTi

Tower Defense (TD) — e mijkaHp CTpaTeriyHUX irop, CIPSAMOBAHWN Ha 3aXHUCT
TEpPUTOPIi Ta BOJIOJIHb TPABIIs, OJIOKYIOUM BOPOXKUX HATMATHUKIB 1 HE JTAI0YX M JIICTATUCS
JI0 BUXOMY. 3a3BU4Yaii 00OOpOHHA CTIOpPY/Ia PO3MINTYEThCsS Ha a00 B3JIOBXK NIIAXY aTakw. B
OCHOBHOMY II€ PI3HOMAaHITHI CTPYKTYpH, SIKI JOIOMaraiTh aBTOMAaTHYHO OJIOKYBaTH,
caboTyBaTH, aTakyBaTHu a00 3HuUIyBaTu BoporiB. Tower defense BBa)kaeTbcs MiIKAHPOM

CTpaTeriyHuX BiJICOIrOp y peaIbHOMY Yaci uepe3 Horo MOXOKeHHs, ajie 6arato cy4yacHHUX
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irop Tower Defense BkItouatoTh acClieKT MOKPOKOBOi cTpaTerii. CyTh I'pH B IbOMY >KaHpI €

CTpaTeriyHui miaoip 1 pO3MIIIEHHS 3aXUCHUX €JIEMEHTIB.

1.2.2 BuHWKHeHHs Ta po3BHTOK xkaHpy tower defense

3apopkenns xkanpy tower defense Mo)kHA MPOCTEKHUTH B 30JI0TYy 100y apKaJHUX
Bizmeoirop y 1980-x pokax. Meroto Space Invader, apkannoi rpu, Bumymenoi B 1978 pori,
OyB 3aXHCT TepUTOPIi rpaBisd (PO3MIIIEHOT B HUKHINA YaCTHHI €KpaHa) BiJ] BOPOKUX XBHIIb.
VY rpi OyB 1T, SIKUHA MOXHa OyJ0 BUKOPUCTOBYBATH, III0O CTPATET1uyHO 3YMUHUTH aTaku
BOpOTa Ha TPaBllsi Ta JONOMOITH HOMY 3aXHUCTUTH TEPUTOPIIO, ajieé SIBHO TEPUTOPIIO HE
3axumaB. Komanga Game Missile 1980 poky 3miHWIa 11, HaAaBIIM HIUTY OUIBII
CTpaTeriyHy poib. ['paBii Moriu OJIOKyBaTH BXIJHI PaKeTH, 1 KOKHA XBWJIS aTaku Maja
Kibka HampsmkiB araku. Missile Command Oyna Takox mepiroro y cBoeMy pomi. I'pa
BUKOPUCTOBYBaja  TpekOOJd, BKa3IBHUU  MOpPUCTPIH, SKUM  JO3BOJSE  TPaBIsIM
BUKOPUCTOBYBATH IepexpecTtd. IHHOBali BUNepekKaia CBli yac 1 O4lKyBaJla MOJIajIbIIoro
OyMy B IIbOMY >KaHp1, TOB’SI3aHOTO 3 HTUPOKUM MOLTUPEHHSAM KOMIT I0TepHUX MUIIIOK. Kpim
toro, B Missile Command enuHoI0 MeTOrO HamagHuKa € 0a3a, a He KOHKPETHUH TePCOHAXK
rpaBild. 3 WX MPUYWH JISSKI BBAKAIOTH i1 MEPIIOI CIPABKHBOIO PO B IIbOMY kaHpi [8].

BBaxkaetbcs, mo Bunymenud y 1990 pomi Rampart cTBopuB THIIOBY OOOpPOHHY
OamTy. Rampart npeacTaBuB 3aXuCT, SKUIl PO3MIIIYETHCS TPABIEM Ta SIKHH aBTOMATHYHO
aTakye HacTynarouux BoporiB. KpiMm Toro, € 4iTki eTanu Oy11BHUITBA, 3aXUCTY Ta PEMOHTY.
Hapasi 11e 0CHOBHI €J€MEeHTH IrpoBOro Mpollecy 0araThoX Irop I[HOTO XKaHPY. Takox Iie
OyJa ojHa 3 MepUIUX OAraTOKOPUCTYBAIILKUX BIJIEOITOP TAKOTO POY.

[efimmeii tower defense Tako JTOCTYIMHUI HA KOHCOJSX Y KUTBKOX MiHi-irpax cepii
Final Fantasy, Bxirtouaroun mini-irpu tower defense y Final Fantasy VI (1994) ta mini-irpu
Fort Condor y Final Fantasy VII (1997), sika Oyna oauHO0 3 iepuux, XTo Mae 3D-rpadiky.
Dungeon Keeper (1997) mpomnonye TpaBisiM 3axUIIaTH Ceplie MiA3eMeNUIs, TIraHTChKY

KOILITOBHICTh y IIEHTP1 Mij3eMerist. Y pasi 3HUIIEHHS rpaBellb nporpae rpy. LleHTpanbHoto
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temoro 3D-myrepa Bim mepmioi ocobu Turok2: Seeds of Evil (1998) 6yB 3axuct
CHepreTUYHOro0 TOTEMa BiJl OpJ 3JIOBMUCHUKIB. FOrtress oyma sunymiena ais Game Boy
Advance B 2001 pori.

OCKIJIbKY CTpATETIvHI ITpU B PEXKUMI PEaTbHOTO Yacy CTalu OUTbII MOMYJISIPHUMH B
irpax mus 1K, Gararo xto BrpoBanus pexum tower defense B irpoBuii mpoiiec, 0COOIUBO B
OaraTokopHuCTyBallbkuX irpax. Bmepmie ctBopeni B motomy 2006 poky 3a JTOMOMOTOO
World Editor Warcraft 111, cnemianpai kaptu Warcraft 111 (2002), Element TD 1 Gem Tower
Defense BiqHOBWIIN 11l sKaHpP MPAKTUIHO pyKamMu O/Hi€T moauHu. i mpencTaBHUKA TaKOXK
BIIEpILIE BHOCSTH B LIEW XKaHP POJIbOBUNA €JIEMEHT.

3 2007 mo 2008 pik 1e# xaHp craB ()EHOMEHOM, YACTKOBO 4Y€pe3 MOMYJISIPHICTb
pexxumy tower defense B cTpaTeriuHux irpax B peajJbHOMY Yaci, ajieé B OCHOBHOMY 3 TIOSIBOFO
HezanexxHux po3poonukiB Adobe Flash, Apple 1 Google. Ilepia camocTiiina 6pay3epHa rpa
3'seunacst B 2007 pomi. Cepen uux ayxe momyisipauii Flash Element Tower Defense,
Bunymieanii 'y ciuni, Desktop Tower Defense, Bumymienuii y OepesHi, i Antbuster,
Bunynieanii y tpaBHi. Desktop Tower Defense otpumar maropoay Independent Games
Festival Award [9], i 1i ycmix mpu3BiB 10 Bepcii, CTBOPEHOT /Ui MOOLTBHUX Teae(oHIB
IHITUM po3poOHUKOM. Takox BakiauBuM npoektom Flash, sumymenum B 2008 porri, OyB
GemCraft. [TopTatuBHi irpoBi KOHCOJII He OyJIM IPOITHOPOBaHI i yac OyMmy. Y BepecHi Ta
»oBTHI Oynu BumyrieHi Lock's Quest i Ninjatown immosigao. Bloons Tower Defense
Briepiie Oyno omyomikoBano B 2007 pomi. Ile omna 3 0GaraThoX BHUITYHIEHUX
MYJIBTUILIAT(OPMHUX ITOp HA TEMY MOBITPSIHUX KYJIb.

VYcrmix 11poro JkaHpy TaKoK MPHU3BiB 10 HOBUX BUITycKiB Ha 1K Ta irpoBuX KOHCOJSIX.
[Monynsipui irpu 2008 poxy BritouaroTh PixelJunk Monsters, Bunyieny B ciuni, Defense
Grid: The Awakening i Savage Moon B rpyaui. ¥ 2008 porii Takox Oynu BHUITYIICHI
geoDefense Swarm, geoDefense, GemCraft, Savage Moon, Fieldrunners, Harvest: Massive
Encounter 1 Crystal Defenders. GauntNet Buiiiios y kBiTH1 2009 poxy. BunyiieHna B TpaBHi
2009 poky, Plants vs. Zombies Oyna me OAHIEIO TyKe MOMYJISIPHOIO T'POIO, SIKa CTayia

YCHIIIHOIO Cepi€r0 Ha MOOUTbHUX MPUCTPOsiX. Takoxk Toro poky Oynu BumyiieHi Sentinel,



18

TowerMadness, Babel Rising, Creeper World, Sol Survivor, Comet Crash, Final Fantasy
Crystal Chronicles: My Life as Dark Lord, South Park Let's Go Tower Defense Play!,
Starship Patrol Ta Trenches.

Hanpukinmi Oymy Ouneiricts irop Tower Defense Bce mie 3actpsriu B rpadigHomy
CepeoBUIIl 13 OOKOBOIO MPOKPYTKOIO, 130METPi€r0 ab0 MEePCHEKTUBOIO 3BepXy BHM3. [ron
Grip: Warlord, Bunymenuii y nauctonani 2008 poxy, HEBAAJIO CTaB MEPIIONPOXIALIEM,
CTBOPHMBIIIM TIyTEp BiA mepmoi ocobu B mbpoMy KaHpi. HempuemHe moemHaHHS
EKCTICPUMEHTAJIbHOI MEXaHIKU 3axucTy Bexki Ta 3D-rpadikum He Oyno mayxe polpe
MPUIHSATO, ajie Mi3HIII TPEeICTaBHUKY BIOCKOHAIMIIN ii BUKOHAHHS Ta MPOKJIAIN MUISX IS
HOBOT'O TIOKOJIIHHS NonyJigspHux irop. Dungeon Defenders, Bunymiena B sxoBTH1 2010 poky,
Oyna ozHi€r0 3 mepiux irop tower defense, sika nepexeca 1ei »aHp B EPCIIEKTUBY TPEThOI
ocoOu. 3a mepIi JBa THXKHI Tic/Is BUYCKy Oyio npoaano monan 250 000 komiii [10], a o
kiang 2011 poky 6yio npoaano nmonan 600 000 komiid [11]. V 2010 porti Oyiu BUmyIieHi
SteamWorld Tower Defense, Protect Me Knight, The Tales of Bearsworth Manor, Revenge
of the Titans, Arrow of Laputa, Toy Soldiers, Robocalypse: Beaver Defense.

I'pa Sanctum 2011 poky Ta ii npomoBxkenHs 2013 poxy nomysisipu3yBaiu T10puUIn
IIyTepiB BiJ mepioi 0coOu, 3aroyaTkoBaHi UMK panHimu irpamu. B Orcs Must Die! Takox
iHTerpoBanwmii xxanp FPS y moBae 3D-cepenoBuiiie Ta CTBOPEHO KiJibka cHKBeIiB. Anomaly:
Warzone Earth, Bunymena B 2011 pori, npeacraBuia Bapiailii rpu mij Ha3Bowo «Reverse
Tower Defense» «Tower Attack» ta «Tower Offense». ¥V rpi HeoOXiHO aTakyBaTu 0azy
MPOTUBHUKA, 3aXUILEHY YHUCICHHUMH 000pOHHUMH criopyaamu. [IpomoBxeHHs Ta HII irpy
3 THX MMip eKCrepuMeHTyBau B 000X ctuisix tower defense. Tiny Heroes, Army of Darkness:
Defense, Iron Brigade, Rock of Ages, Trends 2 Takox Oynu BunyieHi B 2011 pori.

Defender's Quest, Bad Hotel, Toy Defense, Strikefleet Omega, Unstoppable Gorg,
Defenders of Ardania, Orcs Must Die! 2, Fieldrunners 2, Dillon's Rolling Western, Oil Rush
1 Elf Defense Eng 3’sBunucs B 2012 pomi. [IpubnuszHo B e yac xaHp A03piB 1 OyB
BU3HAHUH YITKUM M1PKAHPOM CTPATETTYHHX 1TOP 1 TOBEPHYBCS 3 UUCIEHHUMHU OHOBJIEHUMU

Bepcisimu. Chain Chronicle 1 Castle Storm Oynu Bunymieni B 2013 pori. Y 2014 poii 6yso
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MIpECTaBIICHO PsAJl HOBUX irop, 3okpeMa Space Run, Dungeon of the Endless, Island Days,
Final Horizon, The Battle Cats, Age of Empires: Castle Siege, Defense Grid 2,
TowerMadness 2. Deathtrap, Krinkle Krusher.

CyuacHinn mpencTaBHUKUA B IIbOMY aHpi BKIo4aroTh Rock of Ages 2: Bigger &
Boulder (2017) i Orcs Must Die! Unchained (2017), Dillon's Dead-Heat Breakers (2018),
Eden Rising: Supremacy (2018), Aegis Defenders (2018), Arknights (2019), Taur (2020),
Element TD 2 (2020), Scuffed Tower Defense (2021).

3 mosIBOIO TpOrpaM COIIaTbHUX MEpekK, Takux sk Iuiatdopma Facebook, tower
defense craB momyssipHuUM jxaHpowm, a Taki irpu, sk Bloons TD i Plants vs. Zombies
Adventures, nepeinuin Ha MOKPOKOBY cucTteMy. OCTaHHI peni3u BKIO4YaroTh Star Fox

Guard i McDroid, sixi Buiitru B 2016 porii.

1.2.3 IrpoBuii npouec

OCHOBHMMHU €JIeMeHTaMU irpoBoro npotecy tower defense e:

e TepuTopili a60 BOJOMIHHA (pa3oM «0a3w»), Kl MOBHHEH 3aXUIIaTH TrpaBelb ado
IpaBIIL;
® KiUIbKa HACTYIMAKYHMX «BOPOKHUX)» XBUIIb JIJIS1 3aXHUCTY;

® PpO3TallyBaHHA CJIEMEHTIB «BEXK)» Ta MNCPCUIKOAN HAa NIIAXY aTAKYHOUOr'o IPpOTHUBHUKA.

Tower defense Bifpi3HSAETHCS BiJ IHIIUX IrOp 13 3aXMCTOM 0a3W 3MaTHICTH T'PaBIs
CTpaTETiYHO PO3TAIIOBYBaTH, OynyBaTh ab0 BUKJIMKATH MEPEIIKOIU HA INUISAXY aTaku
Bopora. ['010BHMIT Tepoii yacTo 6e3cMepTHUM, OCKITTLKH TOJIOBHA 3a7a4a — 30epertu 0asi,

a HE BMOKUTH TPaBIICBI.
Jlesiki ocobamBoCTI cyuacHux tower defense:

® [IEPEIIKO/IN, BCTAHOBJIEHI T'PaBIEM, SIKI MOXKYTh MOIIKOAUTH a00 BOUTH BOPOXKHX
HaIaHUKIB, MEPII HIXK BOHU 3pyHHYIOTh 0a3y;

® 3/IaTHICTh YCYBaTH NEPEIKO/IH;
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® MOXJIUBICTh MOKPAIYBAaTH MEPEIIKO/IH;

® MOXJIMBICTh PEMOHTY MOKpAIIeHb JI0 MEPEIIKO/T;

® TICBHI BAIIOTH AJI NPUIOAHHS MOKPAIEHB 1 PEMOHTIB, IKUMHU MOXe OyTH yac, irpoBa
Bajgiota abo Oanu [OCBiAY, HANpUKIaA, OTPUMaHI 3a TMOpa3Ky aTaKyrdoro
MIPO3ILITY;

® BOPOTU MOXKYTh MPOUTH KIIBKOMa HAIIPSIMKaMH OJTHOYACHO;

® KOXKHA XBWJISI 3a3BUYail Ma€ NMEBHY KUIBKICTh 1 TUIT BOPOT1iB,;

® pPO30JIOKYBaHHS HOBUX KapTH Ta PiBHI,

¢ BCXKa 3aTHA PyXaTHC:.

bararo cydacHux irop tower defense eBOJIOIIOHYIOTH BiJI PEabHOTO dYacy 0
MOKPOKOBUX, LIMKJIIYHO MPOXOASIYM yepe3 okpeMi (pa3u rpu, Takl K OyAI1BHULITBO, 3aXHUCT 1
peMoHT. Y Oaratbox irpax, takux sik Flash Element Tower Defense, Boporu mpo0iratotb
yepe3 <IaOIpuHT», IO J03BOJSE TPABISIM CTPATETiYHO PO3TAIIOBYBATH «BEXI» IS
JIOCSITHEHHSI ONTUMAJIbHOTO edekTy. OaHak neski Bepcii 1bOro >KaHPY BUMAraroTh BiJl
KOPHUCTYBa4iB CTBOPIOBATH «JIaOIpUHTH» 31 CBOIX «Bex», Hampukiaa, Desktop Tower
Defense. Jleski Bepcii 1bOro JxaHpy € TiOpuIaMu IMX ABOX THIIIB i3 TMONEPEIHBO
BCTAHOBJIEHUMHU NUIIXaMHU, SIKI MOXYTb OyTHM 3MIHEH1 0 TEBHOI MIPU 3a JOMOMOIOIO
po3MileHHsT OamT, abo BeXaMu, sIKIi MOXYTh OyTH 3MiHEH1 32 JJOTIOMOTOI0 PO3MIIICHHS
nuIAxiB. YacTto KIIIOYOBOKO CTpaTerie€ro € «iadipuHT». Lle TakTuka, sika CTBOPIOE JOBIHA
3BUBUCTUH NUISIX, 1100 30UIBIIMTU BIACTaHb, Ky BOPOT NMOBUHEH MPOWUTU KPi3h OOOPOHY.
[HOMI «KOHTTIOBaHHSI» MOXKE OyTH MOMJIMBUM, 3arOpoJDKYIOUM OJWH BHXIiJ, a IMOTIM
HACTYMHMI, 11100 BOPOT pyXaBcsl BIepel-Ha3a/l, TOKU He Oyze NepeMOKEHUH.

CTymiHb KOHTPOJTIO rpaBiis (a0o ii BIACYTHICTD) B TAKKX irpax TaKOXK BapiFOETHCS Bijl
1Irop, B IKMX MOKJIMBE KEPYBaHHS OJIMHUIICIO B IrPOBOMY CBITI, /10 irOp, B SIKUX HE MOKJIMBO
0e3mocepeIHb0 KOHTPOJIIOBATU OJUHUII0, a00 irop, B SIKUX IpaBellb HE MOXY KepyBaTH

HIYWM.
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[Tomupenoto Temor B irpax tower defense € «moBITpsiHI» OJMHMII, SIK1 ITHOPYIOTH
CXeMy JIOIIKH (TOOTO HUISXH JIaOlpUHTY Ta MEPEIIKOAH ), KIHIIEB1 MyHKTH MpU3HAYEHHS a00
U1, SIKI BIJIPI3HSAIOTBCS BIJT OCHOBHOTO IIPHU3HAYCHHS, PYXalOUHUCh OE€3MOCEPEIHBO JI0
Oa)kaHOTO BOpOra.

VY neskux irpax tower defense i Ha kopucTyBalbKMX KapTax TpaBIli HE TUIBKH
3aXUIIAI0Th CBOIO JIOMIKY, a W MOCHJIAIOTh BOPOTIB aTaKyBaTH IrpOBE IIOJIE CBOTO
CyIpoTHUBHUKA (a00 007acTi, SKI KOHTPOIIOIOTHCS iXHIMU CYHNPOTHBHUKAMHU Ha CHUIbHIH

IrpOBIit JOIIIII).

1.3 MobiabHi irpn

MoO11IbHI 1Irpy — 1€ BIJEOIrpH, Y SK1 3a3BHYail rparoTh HA MOOUIBHHMX TeledoHax.
TepMmiH BIZHOCHTBCS 10 BCIX Ir0p, y AKI MOKHA I'paTH Ha MOPTATUBHHUX HPHUCTPOSX BIA
MOOUTbHUX TeneoHiB (hyHKIIOHATHEHUX TenedoHiB 200 cMapThoHiB), manmieTis, KIIK g0
MOPTATUBHUX ITPOBUX KOHCOJIEH, MOPTATUBHUX MeAia-TuIeepiB, rpadiyHUX KaJbKYJISTOPIB,
3 IOCTYTIOM JI0 Meperki ado 0e3 Hei. HalinepIoro Bi1oMOI0 IPOrO JIJIsi MOOLIBHUX Telle(OHIB
OyB BapiaHT TeTpicy Ha npuctpiii Hagenuk MT-2000 1994 poky.

Y 1997 poui Nokia Bunyctuna ayxe ycmimHy wmonaeib Snake. Ilonepennbo
BCTAHOBJIEHA Ha OUIBIIOCTI MOOUIBHHX mNpUCTpPoiB BHpoOHHITBA Nokia, Snake (1 ii
BaplaHTH) 3 TUX MIp CTajla OJHIEI0 3 HAUMOMyISpHIMHMX irop 3 moHaj 350 miibiioHaMu
NPUCTPOiB y BCchOMY CBITI. Bapiant rpu Snake mms Nokia 6110 3 BukopucTaHHsSM
1H(payepBOHOTO MOPTY TaKOX OyB MEPIINOID TPOIO JJIS JBOX TPaBIiB JJsi MOOUTBHHUX
TenedoHiB.

Hapa3i Mo0611bH1 irpy 3a3BUYail 3aBaHTAXYIOTHCS 3 MAara3uHiB J0JIaTKIB 1 OPTaJIiB
MOOUTBLHUX OMNEpPaTOpiB, ajie B JACSKUX BUIAJKAX BUPOOHUKH a00 omepaTopu MOOUIBHOTO
3B’A3Ky MOXYTh TOTIEPEAHHO 3aBAaHTAXKyBaTH iX Ha TMOPTATUBHI TMPHUCTPOI dYepes

iH(ppayepBone 3’eqnanng, Bluetooth abo kapTy mam’siTi mig 9ac mokynku. MoOinbHI
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irpu, sIKI MOXKHA CKadyBaTH, OyJiu BHepIle KoMeplianizoBaHi B SAnoHii npuOInu3HO B TOM
gac, ko B 1999 pomi Oymna 3anymena miatdopma [-mode NTT DoCoMo, a Ha movaTtky
2000-x poKiB y a31aTChKHX, EBPOINEUCHKUX, TIBHIYHOAMEPUKAHCHKUX. 3PEIITOI0 BOHA CTalla
JOCTYMHA y OUIBIIOCTI PETiOHAX, /i€ ICHYIOTh Mepexki Ta MoOLUIpHI Tenedonu. [lnardhopma
npoicHyBana 10 cepeaunu 2000-x pokiB. OfHAK Mepiia MOHETH3AIlsl MOOUTBHUX 1TOp, 110
PO3MOBCIOIKYIOTECS ~ MOOUIBHMMH ~ OllepaTopaMd Ta  CTOPOHHIMH  MOpTaJaMH
(3aBaHTaXyBaH1 MeJO1i I3BIHKA, IIMAaJepy Ta IHIINH HEBEIUKHUM BMICT 13 BUKOPUCTAHHIM
npemianbHUX SMS a0 npsimux TapudiB oneparopa sik MEXaHIi3My BUCTABJICHHS PaXyHKIB.
Kanan po3BuBaBcs), 3auinaiacs MapriHaaIbHOW (OPMOIO PO3MOBCIOIKEHHS irop 10 Apple
I0S App Store, sixkmit Oy 3amymenuit y 2008 pomi. SIk mepmmii pyHOK MOOITBHOTO
KOHTEHTY, SIKUM Oe€3[0oCepeHbO KepyBaB BIAcHUK IuiaTrgopmu, App Store 3MiIHMB
MOBEAIHKY CIIOMBAYiB, MIBUAKO 30UIBIIMB PUHOK MOOUIBHUX IFOp, OCKUIBKM Mailke BCl
BJIACHMKHU CMapT(HOHIB OYNHAIOTH 3aBaHTaXXyBaTH MOOLILHI Tiporpamu [12].

Mo0isibHI irpu po3po0IieHi g pobOTH Ha pi3HHUX MmIaTdhopmax 1 TexHonorisux. Jlo
Hux Hanmexatb Palm OS, Symbian, Adobe Flash Lite, DoJa NTT DoCoMo, Java Sun,
BREW, WIPI, BlackBerry, Nook Ta panni Bapiantu Windows Mobile. Ha nanuit MomeHT
HaWOUIBII MUPOKO miATpuMyBaHoto aTdopmoro € 10S Big Apple 1 Android Big Google.
Mo6inbHi Bepeii Windows 10 Big Microsoft (panime Windows Phone) Takox akThBHO
HiATPUMYIOTBCS, ajle 3AIUIIAI0THCS HE3HAYHUMU 3 TOUKU 30pYy YaCTKU PUHKY MOPIBHIHO 3
10S ta Android.

Java kosnuck Oyiia HAMMOMYJSIPHINIO TIATPOPMOIO NIl MOOUTBHUX 1TOp, aJie uepes
il 0OMEKEeHHSI MPOTYKTUBHOCTI OB CKJIAJIHI ITPpU MIPUIHSIIN PI3HOMAHITHI PiJHI ABIAKOBI
dbopmatu.

Unity € oaHMM 13 HAWOUIbII IIMPOKO BUKOPUCTOBYBAHUX JBIMXKKIB y CYYacHHX
MOOUIBHHX Irpax yepe3 WOro JErkicTb MOPTYBaHHS Ha Pi3HI MOOLIbHI ONepaniiHi CHCTEMU
Ta IIUPOKOIO CHUIBHOTOIO PO3pOOHUKIB. Apple nmpononye psl 3anaTeHTOBAHUX TEXHOJIOT1H
(manpuxian, Metal), cipssMOBaHUX Ha Te, OO JOTIOMOTTH PO3POOHUKAM OLTBIT €PEKTUBHO

BUKOPUCTOBYBATHU CBO€E 00saiHaHHA B irpax 10S.
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2 BHUBIP 3ACOBIB IPOI'PAMHOI PEAJII3AIIL

2.1 Irposi pyumii

2.1.1 Unreal Engine

Unreal Engine — irpoBwmii a0k 3D xomm’roTepHOl rpadiku, po3podienuii Epic
Games 1 Bepiie mpeacTaBieHuil y mytepi Bij nepioi ocoou Unreal 1998 poky. CriouaTky
BIH OyB po3poOieHuil s mrytepiB Big nepumoi ocoou s IIK, ame 3 Tux mip
BUKOPHCTOBYBABCS B PI3HUX KaHPaX TPUBUMIPHUX 1rop 1 OyB IPUMHATHI B 1HIIUX Traly3sXx,
0COOJIMBO B KIHO Ta TeneBi3iiHIN 1HaycTpli. Hamucannit na C++, Unreal Engine nyxe
NOPTAaTUBHUM 1 MIATPUMYE IIMPOKUMA CIEKTP HACTUIBHHX, MOOIIBHUX, KOHCOJBHHUX 1
BIpTyaJIbHUX TIAT(HOPM.

Octanne nokoninHa Unreal Engine 5 Oyno 3amymeno B kBiTHI 2022 poky. Sk
NonepeHuK, BUMyeHu y 6epesni 2014 poky, Buxigauit ko Oyzae noctynauii Ha GitHub
micist peectpariii 00J1KOBOrO 3amucy, a KOMepIliiiHe BUKOPUCTaHHS Oyje T03BOJICHO Ha
OCHOBI MOJIeNI JIOSIbHOCTI. Epic 3BUIbHSAE MapKy JOSJIBHOCTI TPU, TIOKHM PO3POOHHUK HE
3apoouts 1 minsiioH gonapiB CIIA, 1 3BUIbHSE BiA TUIATH, SIKIO PO3POOHUK MyOIiKye ii B
Epic Games Store. /[Buxok Epic Bkitouae QyHKIIT mpua0aHuX KOMITaHil, Takux sk Quixel.
BBaskaeThcs, 110 IIbOMY JOIIOMOTJIa CUTYaIlis 3 Joxoaamu Fortnite.

UnrealScript (uacto ckopoueHo sik UScript) Oyna pigHoro MoBoto ckpuntiB Unreal
Engine, sika BUKOpHUCTOBYBajacs JUisl CTBOPEHHS ITPOBOrO KOy Ta IrpOBUX MOJINA A0
Bumycky Unreal Engine 4. L{s moBa Oysa po3po6ieHa i IpoCTOro NporpaMmyBaHHsI irop
BUcokoro piBHA. [HTepnperarop UnrealScript OyB 3anmporpamoBanuii CyiHi, SIKMH TaKoxX
CTBOPHUB MOIEPEAHIO MOBY CKPUNTIB I'pu, ZZT-00p.

Sx 1 Java, UnrealScript € 06’€KTHO-OpiIEHTOBaHUM 0€3 MHO>KMHHOTO YCHaJKyBaHHS
(BCl KJacu YCIHaJKOBYIOThCS BiJ 3araiibHoro kiacy Object), a kjacu BHU3HAYaIOThCS B

okpemux (paitiax, Ha3BaHUX Ha YECTh KJIacy, IKM BOHM BU3Ha4atoTh. Ha BimMiHy Bix Java,
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UnrealScript He MaB 0OTOPTKM NMPUMITUBHOTO TUMy. [HTEpdelc maTpuMyBaBcs JUIIe B
Unreal Engine 3-ro nokominas ta nesikux irpax Unreal Engine 2. UnrealScript miarpumye
NIEPEBAHTAXXEHHS OMEpaTopiB, ajie HE IMEepPeBAaHTAKEHHS METOMIB, 3a BHUHITKOM
HEOOOB’SI3KOBUX MMapaMETPIB.

Ha kondepentii po3poobuukis irop 2012 poky Epic oronocuna, mo UnrealScript 6ye
Buganeno 3 Unreal Engine 4 ma xopucts C++. BisyanpHuil clieHapiil MmiaTpUMYyEThCS
cucremoro Visual Scripting Blueprints, sika 3aMiHIO€ TIOTIEPEAHIO CUCTEMY BI3yaJIbHUX
cieHapiiB Kismet.

Pymiiii miaTpumye OUIBIIICTD OmepaliifHux cucteM Ta Iuiatdopm: Microsoft
Windows, Linux, Mac OS ta Mac OS X; koncouteii Xbox, Xbox 360, Xbox One, PlayStation
2, PlayStation 3, PlayStation 4, PlayStation 5, PSP, PS Vita, Wii, Dreamcast, GameCube
TOIIO, @ TAKOK HA PI3HOMAHITHUX MOPTATUBHUX MPHUCTPOSX, HAMPHUKIALI, HA TPUCTPOSX
Apple (iPad, iPhone), kepoBanux cucremoro 10S Ta iH.

Jlst copollieHHsT MOPTYBAaHHS PYIIiA BUKOPUCTOBYEMOAYJIBHY CUCTEMY 3aJICKHUX
KOMIIOHEHTIB. Takox € miarpuMmka pisHux cuctem penuepunry (Direct3D, OpenGL,
Pixomatic), siarBopenns 3Byky (EAX, OpenAL, DirectSound3D), 3aco0u rojocoBoro
BIJITBOPEHHSI TEKCTY, PO3MI3HAHHS MOBH, MOJIYJI I pOOOTH 3 MEpEeker 1 MIATPUMKa
PI3HHUX IPHUCTPOIB BBOJLY.

Jlns MepexxeBux irop € miarpumka texaonorid Windows Live, Xbox Live, GameSpy
TOIIO, BKJIFOYaK0uU A0 64 rpaBLiB (KJII€HTIB) OAHOYACHO. TakuM YMHOM, PYLIii a1anTyBaTu

1 Ju1st BUKOpHUCTaHHS B irpax sxanpy MMORPG.

2.1.2 Unity

Unity — e kpocmnardopmuuii irpoBuii 1BMXKOK, po3podiienuit Unity Technologies
1 Bepie OyB oroJjomieHu# 1 Bumymennii y uepBHi 2005 poxy Ha BeecBiTHil koHbepeHTtii
po3pooHukiB Apple Inc sk irpoBuit aBwxok summie ajas Mac OS X. 3 Tux mip ABUTYH
MOCTYIIOBO  PO3LIMPIOBABCS, WI00 MIATPUMYBAaTH PI3HOMAaHITHI —IiaTpopMu  Jis

KOMIT IOTE€pIB, MOOUTLHUX TPHUCTPOIB, KOHCOJEH 1 BIPTyalbHOI peanbHOCTi. Oco0IMBO
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MONYJISIPHUIM TIpU po3poO1ii MoOuTbHKX irop mia 10S 1 Android, BiH BUKOPUCTOBYEThCS B
Takux irpax, sk Pokémon Go, Monument Valley, Call of Duty: Mobile, Beat Saber i
Cuphead. BBaka€Tbcsi MPOCTUM Yy BHKOPHCTAHHI JJIs IOYATKIBI[IB PO3POOHHUKIB 1
HOMYJIIPHUM JJIs1 PO3POOKH 1H1-1TOP.

[le#t pymiii MoXeTe BHKOPUCTOBYBaTHUCh i cTBopeHHs 3D 1 2D irop,
IHTEPAKTUBHUX CHUMYJISLIA Ta 1HIIUX MOXIMBOCTEH. TakoX BUKOPUCTOBYETHCS B 1HIIMX
ramys3six, OKpIM BiJIe0irop, TaKUX SK KIHO, aBTOMOOUII, apXiTeKTypa, I1HXEHepis,
OyaiBHUIITBO Ta HaBiTh apMis CIIIA.

Unity nponionye ocHoBHu# AP s ckpuntunry Ha C# 3a qormomororo Mono, sik s
penakropa Unity y ¢bopmi marisiB, Tak i Juist camux irop. [lo Toro, sk C# cTaB 0CHOBHOIO
MOBOIO IPOTpaMyBaHHs JIJIs IBH)KKA, BUKOPUCTOBYBasiacst BOO Ta Oyia BujaiieHa y BUITYCKY
Unity 5.

VYV 2D-irpax Unity no3Bosisie IMIIOPTYBAaTH CHPAaWTH Ta PO3IIMPIOBATH 3acOOU
Bizyamizamii 2D cBity. s 3D-irop Unity no3Bonsie crienugikyBaTH CTUCHEHHS TEKCTYD,
mipmaps, HaJIalITyBaHHSI PO3JIUIBHOI 3JJaTHOCTI JIs1 KOXKHOT MIaTGOpMHU, SIKY HIATPUMYE
ITPOBUIA JABUKOK, BIIOOpaKEeHHS penbedy, BiOOpaKeHHS BII3EpPKaIeHb, BIIOOPAKECHHS
napajiakca, €eKpaHHOTO TTPOCTOPY HABKOJIUIIHKOTO cepefopuina (SSAQO) 1 nuHaMivHI TiHI 32
JIOTIOMOT'O0 KapT TiHEH, TEKCTYp 1 HOBHOEKPaAaHHUMU e(heKTaMHu MOCTOOPOOKH.

Ha nonmarokx mo tpamuiiitHoro BOYIOBaHOIrO IMaMIuIaiiHa Bizyasisallii JOCTYIHI JiBa
okpemux: High Definition Render Pipeline (HDRP) 1 Universal Render Pipeline (URP).

VYci Tpu nannaiHu Bizyasizailii HecyMicHi oauH 3 ogHuM. Unity Hafga€ IHCTpYMEHTH
s oHoBieHHs medinepiB 7o URP a6o HDRP 3a momomororo 3acrapimux 3aco0iB
Bi3yasizarii.

TBopIIi MOXKYTH PO3POOJISITH CTBOPEHI KOPUCTYBAYaMH aCETH Ta MPOJAABATH X 1HIITUM
po3pooHukam irop uepe3 Unity Asset Store. Croaum Bxomars 3D- Ta 2D-acetu Tta
CepeloBUIA, SIKI PO3POOHUKH MOXYTh KyIlyBaTu Ta mpojaaBaTu. Unity Asset Store Oys
zanymenuid y 2010 poui. o 2018 poxy Oyno 6:mm3bko 40 MUTBHOHIB 3aBaHTaXEHb Yepes

nu(ppoBUN Mara3uH.
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Unity — e kpocruiaropMHuii 1BHKOK. Xoda pegakrop Unity miaTpuMyeThCs Ha
mwiarpopmax Windows, macOS ta Linux, cam IBMXOK Temep MiATPUMY€E CTBOPEHHS irop
s Outeln HDK 19 pisHMX 1uiatdopmax, TakuX sSIK MOOUIbHI IPHUCTPOi, HACTIIbHI
KOMIT FOTepHY, KOHCOJII Ta BipTyaibHa peanbHicTh. OQiuiiHO MiATPpUMYBaHI MIaTGopMu 3
Unity 2020 LTS [13]:

e MoobinsHa miatdopma i0OS, Android (Android TV), tvOS;

e Hacrinpna miarpopma Windows (YHiBepcanbHa mnatdhopma Windows), Mac, Linux;
e Beb6-nardhopma WebGL;

e KonconpHa atdopma PlayStation (PS4, PS5 ), Xbox (Xbox One, Xbox Series X /

S), Nintendo Switch, Stadia;

e [lnatdopma BipTyansHOi / qonoBHeHoi peanbHocTi Oculus, PlayStation VR, Google

ARCore, Apple ARKit, Windows Mixed Reality (HoloLens), Magic Leap, 1 Via Unity

XR SDK Steam VR,Google Cardboard.

Panime migrpumysanucs miatdopmu Wii, Wit U, PlayStation 3, Xbox 360, Tizen,
PlayStation Vita, 3DS, BlackBerry 10 , Windows Phone 8, Samsung Smart TV, Gear VR,
Daydream, VVuforia, Facebook Gameroom.

Cranom Ha 2018 pik Unity BUKOpHCTOBYBABCS JJ11 CTBOPEHHS IPUOJIU3HO OJOBUHU
MOOUIBHHX 1rop Ha pUHKY Ta 60% KOHTEHTY JOMOBHEHOI Ta BipTyalbHOI peaibHOCTi. Lle
BKIIOYae Onm3bko 90 BiJICOTKIB HOBUX IIATGOPM JOMOBHEHOI PEaTbHOCTI, TAKUX SIK
Microsoft HoloLens, 1 90 BimcoTkiB koHTeHTy Samsung GearVR. Texnosoris Unity €
OCHOBOIO OLIBIIIOCTI BIPTyaJbHOI Ta JOMOBHEHOI peanbHOCTi, 1 Fortune ctBepmkye, 1o
Unity «1ominye y 0i3Heci BipTyanbHOI peanbHocT» [14]. Unity Machine Learning Agents
— 1€ TporpamMHe 3a0e3ledyeHHs 3 BIAKPUTHM KoJoM, sike 3'enHye miardgopmy Unity 3
mporpaMamMu MallMHHOTO HaB4aHHsI, TakuMH siK TensorFlow Big Google. MeTtomom mpo0 i
MOMMJIOK 13 areHTaMy MalllMHHOTO HaB4YaHHs Unity BIpTyalibHI IEPCOHAX]1 BUKOPUCTOBYIOTh

HAaBYaHHSA 3 MIAKPIIUICHHSAM JJii CTBOPEHHS TBOPUYMX CTpaTEerii y peasiCTUIHUX
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BipTyanpHUX JaHamadrax. [le mporpaMue 3a06e3nevueHHss BUKOPUCTOBYETHCS IS PO3POOKH
poOOTIB 1 CAMOKEPOBAaHUX aBTOMOOLTIIB.

Panime Unity miaTpumyBasia iHmI riatopMmu, Taki SIK BJIACHUM BeO-IporpaBad
Unity, mmarian ans BeO-Opayzepa. OgHak WebGL Oyno BH3HAY€HO MpPiOPUTETHIIIHIM.
[Tounnatoun 3 Bepcii 5, Unity namae maketm WebGL, ckommineoBani B JavaScript,

BUKOPHCTOBYIOUM JIBOCTAMHUIM MOBHMI niepekiianay (3 C# na C ++ 1, Haperi, JavaScript).

2.1.3 TlopiBHSJIbHA XapaKTePUCTUKA

[Tepesaru Unreal Engine:

e [IpoOHa Bepcis aOCOMIOTHO OE3KOIMITOBHA.

e Pymiii mMae BiakpuTuii koA. ToMy B HbOMY MOHa PO310paTHCh 1 3pO3yMITH, 5K
MpaloTh oOKpemMi netani. KpiM Toro, € MOXJIMBICTh HaBITh BUIIPABISATH Oaru B
pyiii ado caMOCTIMHO JOTIOBHIOBATU MOTO (hYHKIIIOHAT.

e UYypoBa Bi3yamizauis B peaakTopi. € BenuKa KUIbKICTh CyYacHUX IIECHIEpIB, sKi
NOCTaBJIAIOTECA  pa3oM 3 pymreM. Unreal mnpomonye Haiikpamuii MexaHi3m
PEHAECPUHTY HA PUHKY.

e Jlns mBHUIKOI Ta MPOCTOI peaiizalii 6a30BOi IrpOBOT JIOTIKK € 3pYYHUN 1HCTPYMEHT
kpecnenb (blueprints). Bouu uynoBo interpytorsest 3 C++. Lle BimkpuBae mmpoki
MOXKJITMBOCTI HE TUIBKH IS TIOYATKIBINIB, a M JUIS TOCBIAYCHUX PO3POOHUKIB.

Cepen HenoOINIKIB BUILISAEThCA HexBaTka AokyMeHtauii nmo C++. KpiMm Toro, uepes
MOCTIMH1 OHOBJICHHS OUIBIIIICTH MOKIIMBOCTEH MIBUIKO 3acTapiBatoTh. [loTpiOHO OyTH Iyxke
YBXHUM TP MIEPETJISIII MaTepiantiB, OCKUTLKH TaM MOKE ONMMCYBATUCh HEAKTyalIbHa BEpCis
pyuiist 1 PyHKIii, Kl OUTbILIE HE BUKOPUCTOBYIOTHCS.

Takox, BapTO 3a3HAYWTH, MO0 MOOUTHPHA pPO3poOKa myke moBuIbHA. [Iporpama
po3ropTaeThcsi Ha MPHUCTpPoi ayke goBro. Ha Android iHkoguM BHHHKAIOTH Bi3yasbHi

npoOJeMH — HANPUKJIAJl, PO3IUIMBYATI KOHTYPU Ta HEKOPEKTHE ocBiTieHHs. B 10S pymiit
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HiATPUMYE TUTBKH 300pKY Iporpam, siki moOyaoBaHi e i3 kpecienb. Unreal Engine — e
HE HaWKpaluil BapiaHT IJis PO3pOOKHA MOOUTHHUX JTO/IATKIB.
[Tepesaru Unity:
e PegakTop MOXHA PO3IIMPIOBATH BIACHUMH CKPUIITAMHU.
e Unity Asset Store mae Ge3miu pecypciB (MOJeIi, MaTepiaad, CKPUIITH TOIIO), SKi

MOJKHA IHTETPYBATH y BIACHUHN MPOEKT.

e Unity Mae mmpoKy CHiIbHOTY CIEI[ANICTIB, TOMY JIETKO 3HAWTH BIAMOBIIb Ha OYIb

SKY MUTAHHSL.

e JlokyMeHTaIllsl IO PYILIIIO AyX€E CYTTEBA.

Jlo HeOIKIB MOHA BIJIHECTU 3aKpUTUHN KoJI. ToMy, y BUTIAJKy MOSIBU TPOOJIEMH Y
penaKkTopi, yepe3 Ky YCKIaTHSAEThCS poOO0Ta, MOTPIOHO YEKaTH OHOBJICHHS, SIKE TIOBUHHO
BUIMPABUTH 1110 MPOOIIEMY.

[H11a mpo6iema 3B’ 43aHa 3 KOPUCTYBAIILKUM 1HTEpGEHCcoM 13 MacIITaOyBaHHSIM HOTO
i pisHOMaHiTHI quciuiei. Y pegakropa Unity € taka ormirisi, ane oprani3yBaTy MONepeaHii
NEPETJIsIT AyKe BAXKKO, TOMY MPUXOAUTHCS KUTbKa pa3iB pO3ropTaTH J0JAaTOK Ha MPUCTPOI,
MOKHU He Tia0epeTbes nMpaBuiibHa KOHDIryparfis.

B kiHmneBoMy pesyneTaTi s 3poOuB cBiii BuHOip Ha kopucTh Unity. Kpama
MPUCTOCOBAHICTh JI0 PO3POOKH MOOLTBHUX OJATKIB CTaia JUisi MEHE KIFOUOBOIO Y BHOOPI
pyurist. Sk s muca Buiie, Unreal Engine cripaBnsieTbes 3 1i€to 3agayeto ripme.  J{is
ckpuntuHry B Unity BukopuctoByetrbesi C#, TOMy came 110 MOBY IporpaMyBaHHs 51 00paB

JUTSL pO3POOKH T0JATKY.

2.2 Moga nporpamyBanus C#

Moga nporpamyBaHHs — 11€¢ HaO1p MpaBuJI, KU NIepeKIIaiac psaoK ado, y BUMAJIKY

MOBHU BI3yaJbHOTO TPOTpaMyBaHHs, TpagiyHUN €JIeMEHT MpPOrpaMyBaHHS B PI3HI THIIA
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BHUBOJIy MAalIMHHOTO KOJy. MoBa mporpamyBaHHSI — 1€ THUIl KOMIT IOT€PHOI MOBH, IIO
BUKOPHCTOBYETHCSA B KOMIT IOTEPHOMY MPOTpaMyBaHHI I peaizailii anropuTMiB.

bitbiricte MOB TporpaMyBaHHS CKJIAAAlOThCS 3 1HCTPYKIN JIsi KOMII IOTEPIB.
[cHyIOTH pOTrpaMoOBaHi MaIIMHHU, SIKI BAKOPUCTOBYIOTh CHeM(PIUHUNA HAOIp 1HCTPYKIIH, a
HE 3arajgbHy MOBY IIporpamyBaHHs. 3 moyaTtky 1800-X pokiB mporpaMu BUKOPUCTOBYBAJIHCS
JUISL KepyBaHHA pOOOTOI0 TaKUX MAalIWH, SK KakapAOoBl TKallbKl BEpCTAaTH, MY3H4HI
MIKaTyJIKu Ta GopTemiano. [Iporpamu Ha ux MamuHax (HarpuKiIaa, CyBoi (popTemniaHo) He
BUPOOJISUTH Pi13HOT MTOBEIIHKY Y BIJIIOBI/Ib HAa P13HI BBEJICHHS Ta YMOBH.

C # — ue yHiBepcaibHa OaraTomnapaaurmaibHa MoBa rporpamyBaHHs. C # BKItouae
B ce0e CTaTU4yHy THMI3AIll0, XOPCTKY THMI3AIlil0, JEKCHYHY 00JlacTh, OOOB'SI3KOBY,
JeKJIapaTUBHY, (DYHKI[IOHAJIbHY, 3arajibHy, 00'€KTHO-OPIEHTOBaHY (Ha OCHOBI KJACIB) 1
KOMIIOHEHTHO-OP1€EHTOBAaHY 00J1acTl MpOorpaMyBaHHs.
C# 0yB po3po6nenuit Microsoft Aunepcom Xeincoeprom y 2000 potii Ta 3aTBEpIKEHUN K
MikHapoauui ctangapt Ecma (ECMA-334) y 2002 pori Ta ISO (ISO / IEC 23270) y 2003
pori. Microsoft npencrapuna C# 3 .NET Framework 1 Visual Studio. O6uasa Oynu 13
3aKpPUTHM TMPOTPaMHUM KOAOM. Y To# uyac y Microsoft He Oyyo MpPOAYKTY 3 BIAKPUTHUM
komoMm. Yepes wotupu poku (y 2004 p.), OyB 3amymicHHi OE3KOIITOBHUHM MPOEKT 3
BIJIKDUTUM BHUXIJIHUM KOJOM IIiJI Ha3BOKO Mono, kUil 3a0e3nedyBaB MIKIIATHOPMHHMA
KOMITUTATOP 1 CEpeIOBUIIE BUKOHAHHS Uisi MOBH TiporpamyBaHHs C #. Uepes aecsTh pokiB
Microsoft Bunmyctuna Visual Studio Code (pemaktop komy), Roslyn (xommuisrop) i
inrerpoBany tiatrdopmy .NET (dbpeliMBopk mnporpamHoro 3abesrnedyeHHs). YCl BOHHU
miaTpuMytoTh C# 1 € 6€3KOIMTOBHUMHU KPOCIUIAT(POPMHUMH 3 BIIKPUTUM BUX1JTHUM KOJIOM.
Mono Takox npueaHaBcst 10 Microsoft, ajie Bin He OyB iHTerpoBanuii B .NET. Cranom Ha
2021 pik octanabor0 Bepcieto 1iei moBu € C # 10.0 1 Oyma punymena B 2021 porii pazom i3
.NET 6.0.

Crannapt Ecma nepenivye taki i npoextyBanns aisi C #: [15]

o [ls ™MoBa HAISKUTH 1O TNPOCTUX, CYYaCHUX OO0’ EKTHO-OPIEHTOBAaHUX MOB

MPOrpaMyBaHHS 3arajbHOrO MPU3HAYEHHS.
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Moga Ta ii peanizaiiisi TOBUHHI TIATPUMYBATU IPUHIIMIIA TPOTPAMHOI 1HXKEHEPii, TaKi
SK CHUJIbHA THUIII3Allisl, MEepeBipKa MEX MacHBY, BUSBICHHS CpoO BUKOPHUCTAHHS
HEIHIMATI30BaHUX 3MIHHMX 1 aBTOMaTW4He 30upaHHs cMmiTTa. HamiiiHicTh
MIpOrpaMHOro 3abe3eueHHs, JOBIOBIYHICTD 1 MPOAYKTHUBHICTb MpOrpamicTa BayKJIuBI.
[{s MoBa mpu3HAYEHA I PO3POOKH MPOTPAMHHUX KOMIIOHEHTIB, MPUIATHUX IS
pPO3rOpTaHHS B PO3MOIUICHUX CEPEIOBHUIIAX.

[TopTaTUBHICTB JAy’K€ BaXKJIMBaA JIJI1 BUX1JHOTO KOAY 1 MPOTIPaAMICTIB, OCOOIMBO IS
POrpamicTiB, siki Bxke 3Haomi 3 C 1 C ++.

[linTpyuMKa 1HTepHaIllOHATI3allli HAA3BUYAHO BaXJIMBA.

C # miaxoauTh 1Ji1 CTBOPEHHS JIOJATKIB SIK JIJI pO3MIIIEHUX, TaK 1 JIJIs1 BOY/TOBaHUX
CUCTEM, BiJ JIy’)K€ BEJIMKHUX 13 PO3IIMPEHUMH OMNEpaIliiHUMU CUCTEMaMU J0 JYXkKe
MaJIEHbKHX 13 BUAIEHUMH (PYHKIISIMU.

[Tporpamu C# eKOHOMHI 3 TOYKH 30pY BUMOT JIO TIaM’ STl Ta MOTYHOCTI 0OpOOKH,
ajie 151 MOBa HE MO)Ke KOHKypyBatu 3 C uM MOBOIO acembiiepa 3 TOYKH 30DPY
MPOTYKTUBHOCTI Ta PO3MIpY.

OcHoBHMIT cuHTakcuc MOBU C# CXOXUW Ha CHMHTAaKCUC IHIIUX MOB y ctuii C,
takux sk C, C++1 Java:

Kparika 3 KoMOI0 BUKOPHUCTOBYETHCS JIJIsI TO3HAYEHHS KiHITSI TBEPKCHHS.

Jlnst TpymyBaHHS OIEpaTOpPiB BUKOPUCTOBYIOTHCSA AyKKkH. Omepatopu 3a3BUYaid
IpynyrThCs B MeTOAM ((PYHKIIIT), METOM — Yy KJIACH, a KJIACU — Y MPOCTOPU IMEH.
3MIHHI OPU3HAYAIOTHCA 3a JOMOMOTOI0 3HaKa PIBHOCTI, ajie TMOPIBHIOIOTHCS 3a
JIOTIOMOTOIO JIBOX TTOCTIJOBHUX 3HAKIB PIBHOCTI.

KBaapatHi AyXKu BUKOPHUCTOBYIOTHCSA JJISI OTOJIONIEHHS MacWUBY Ta OTPUMaHHS

3Ha4YCHHA IICBHOI'O iH,ueKcy Ha OIHOMY 3 HHX.
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2.3 Bubip cepenoBuia nporpaMyBaHHA

2.3.1 IntelliJ IDEA

IntelliJ IDEA — 1ie iHTEerpOoBaHe cepenoBHIIE PO3POOKH IMTPOTPAMHOTO 3a0e3MeUeHHS,
po3po0bieHe JetBrains ans 6aratbox MOB mporpaMmyBaHHs, ocoOnuBo Java, JavaScript Ta
Python.

[Tepmia Bepcis 3’sBumnacs B ciuHi 2001 poky 1 MIBUIKO cTajla MOMYJISIPHOIO SIK MEpIie
cepenoBuIle i Java 3 HMIMPOKUM HA0OPOM IHTETPOBAHUX IHCTPYMEHTIB pe(hakTOPUHTY, IO
JTI03BOJIWJIO MTPOrpamicTaM MIBUJIKO PEOPraHi3yBaTH BUXIAHUI KOJ CBOIX mporpam. Jlu3aiin
cepenoBHILa (POKYCY€EThCS Ha MPOyKTUBHOCTI IIPOTpaMicTa, 1110 JO3BOJISE 30CEPEIUTHUCS HA
dbyHKIIOHATBHUX 3a/1auax, a IntellilJ IDEA BinnoBijae 3a MOBCSKIEHHI 3aB/IaHHS.

[Tounnaroun 3 moctoi Bepcii npoaykris Intellil] IDEA, Hagae inTerpoBanuii HaOip
IHCTPYMEHTIB JUIsl po3po0Oku rpadiunux inTepdeiiciB kopuctyBada. Cepesl IHIIUX QYHKITINA
1€ CepeIOBHIIE AYKE CyMiCHE 3 0ararbMma MOMyJISIPHUMH O€3KOIITOBHUMH 1HCTPYMEHTAMHU
po3pobHuKka, Takumu ik CVS, Subversion, Apache Ant, Maven, JUnit Tomo. ¥V moromy
2007 poky po3pobnuku IntelliJ oromocuiv mpo paHHiO BEpCito IJIariHa, SKUd MiaTPUMY€
nporpamyBaHHs Ha Ruby.

[Tounnaroun 3 Bepcii 9.0, cepenopuiie goctynHe B 1BOX Bepcisx: Community Edition
1 Ultimate Edition. Community Edition — 11e noBHICTIO O€3KOIITOBHA BEPCis, AOCTYITHA IT1]T
miuensiero Apache 2.0, 3 moHoto miarpumkoro Java SE, Kotlin, Groovy, Scala Ta
IHTErpalli€lo 3 HaHNOMyJSAPHIMIMMH CHCTeMaMH KoHTpouito Bepciid. Ultimate Edition,
JOCTYITHUW 32 KOMEpLIMHOW JileH3i€l0, BkiIodae miarpuMky Java EE, giarpam UML,
OOYHMCIICHh MOKPUTTS KOJIy Ta IHIIIUX CUCTEM KOHTPOJIO BEpCiid, MOB 1 (hpEHMBOPKIB.

IntelliJ IDEA ninTpumye Ge3i1id MOB niporpamyBaHHs, aiie C# cepen Hux Hemae. Tomy

neii IDE He miaxoauTs 11 BUKOHAHHS, ITOCTaBJICHUX MHOIO, 3aBJaHb.
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2.3.2 Visual Studio Code

Visual Studio Code, mmupoko Bigomuii sik VS Code, — 11e pe1akTop BUXIIHOTO KOJY,
ctBopenuid Microsoft g Windows, Linux 1 macOS. ®yHKIli BKIHOYAIOTh AcOAriHT,
BUJIUUICHHA CHHTAKCHCY, IHTEJEKTyaJbHE 3aBEepIICHHS KOAY, pehakTOpPUHI KOIy Ta
niaTpuMKy BOynoBanoro Git. KopuctyBadi MOXKyTh 3MIHIOBaTH T€MH, KOMOIHAIII] KJIaBilI,
HAJIAITYBaHHS Ta BCTAHOBIIIOBATH PO3IIMPEHHSI, 00 10AaTH (QYHKI[IOHATBHICTb.

OmnwutyBanus po3pobHukiB Stack Overflow 2021 ominioe Visual Studio Code sk
HAUTIOMYJIAPHIIIHMA IHCTPYMEHT CEepeIOBHUIIA PO3poOHUKa, TIPo 1m0 moBimomuiu 70% 3 82
000 pecrionaenTis [16].

Visual Studio Code miarpumye pi3Hi MOBax MporpaMyBaHHs, Taki sk Java, JavaScript,
Go, Node.js, Python, C#, C++ i Fortran. Bin 3acHoBanwuit Ha (peiimBopky Electron, sikwii
BUKOPHUCTOBYETHCS JIJIsl pO3p00OKHU BeO-10aaTKiB Node.js, 1110 IpaltolTh Ha JBUKKY MaKeTa
Blink. Visual Studio Code BukopucToBy€ TOI caMuil KOMIIOHEHT peaakTopa (il KOJI0BOIO
Ha3Boro «Monacoy), 1110 BUKOpUCTOBYEThCS B Azure DevOps (paniie Bigomuii sik Visual
Studio Online i1 Visual Studio Team Services).

I3 kopobxu Visual Studio Code Bkitouae 6a30By MiATPUMKY OUIBIIOCTI TOMYJISIPHUX
MOB MporpamyBaHHA. TakoX € MiJCBIUyBaHHS CHHTAaKCHCY, Y3TOJKEHHS IYyXOK Ta
sroptanHs koxy. Visual Studio Code mocraBisierbest 3 IntelliSense mns JavaScript,
TypeScript, JSON, CSS i HTML, a takox miarpumye Hanarompkeras Node.js. [TinTpumka
JIOIATKOBUX MOB MOe€ OyTH 3a0e3leyeHa po3IUPEHHIMH, JOCTYITHUMH O€3KOILITOBHO Ha
VS Code Marketplace.

3aMiCTh CUCTEMHU MPOEKTY KOPUCTYBaU1 MOXKYTh BIIKPUTH OJIMH 200 KiJIbKa KaTaJoriB
130eperTu ix y pobouiii 007acTi 715 MOJANbIIOro MOBTOPHOTO BUKOpUCTaHHS. Lle no3Boiise
oMy IISITH SIK MOBHO-HE3QJICKHUUN pelakTop Koxy aisi Oyab-sikoi MOBU. BiH minrpumye
O0arato MOB IpOrpaMyBaHHsS Ta HaOlp (QYHKIIH, K1 BIIPI3HSIOTHCA Bl MOBH /10 MOBHU.
HenotpiOHi (aiinu Ta manku MoOKHA BUKIIOYUTH 3 JiepeBa MPOEKTY 3a JOIMOMOIOIO
HanamryBanb. bararo ¢ynkmiit Visual Studio Code He moctymHi 3 MeHIO un iHTEpdeicy

KOpHUCTYyBayda, ajic 1OCTYII 10 HUX MOXHA OTpUMATH 3 HaJ'IiTpI/I KOMaH/.
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Ha Visual Studio Code MoO’kHAa BCTaHOBIIOBATH PO3IIMPEHHS, SKi JOCTYIHI 3
LEHTPAJIBHOTO perno3uTapito. BoHu BKIIIOYalOTh JOJATKU A0 PElIaKTOpa Ta MiATPUMKY MOB.
KoprcHowo (yHKITIE€I0 € MOXKIIUBICTh CTBOPIOBATH PO3IIUPEHHS, SIKI JOJIAIOTh MIATPUMKY
HOBHX MOB, T€M 1 ie0arepiB, IHCTPYMEHTH JJIsl BAKOHAHHS CTATUYHOTO aHAII3y KOAY.

Visual Studio Code mae BOynoBaHY CHCTEMY KOHTPOJIIO BEpCiid. Y PSJIKY MEHIO €
OKpeMa BKJIaJIKa, sIKa JI03BOJISIE OTPUMATH TOCTYII 10 HAJIAIITYBaHb KOHTPOJIIO BepCiid, Moo
NEPETJISIHYTH 3MiHU, BHECEHI B MOTOYHUN MpoekT. 11l06 ckopuctatucs uieo (QyHKIELO,
noTpioHo miakmounT Visual Studio Code 10 miaTpuMyBaHOi CHCTEMHU KOHTPOJIIO BEpCii
(Git, Apache Subversion, Perforce Toro). Lle 103BoJisi€ cTBOprOBaTH peno3uTopii Ta poOuTH
3anutu push ta pull 6e3nocepennro 3 mporpamu Visual Studio Code.

Visual Studio Code Bkimoyae kinbka posmmpeHb FTP, Tomy Bu MoxkeTe
BUKOPHUCTOBYBATH ITPOrpaMHe 3a0€31eUeHHs K O€3KOIITOBHY aJIbTEPHATUBY BEO-PO3pOOIIi.
€ MOXIJIMBICTh CHHXPOHI3yBaTH KOJ MIXK PEIAKTOPOM 1 cepBepoM 0e€3 HEeOOX1THOCTI
3aBaHTaXyBaTH Oy/Ib-sIKE JJOJJATKOBE MPOTrpaMHe 3a0e3MeUeHHS.

Visual Studio Code n103Bojsie BCTAaHOBUTH KOJOBY CTOPIHKY, Ha SIKiii 30epiraeTbcs
aKTUBHUM JIOKYMEHT, CHMBOJI HOBOTO psJIka Ta MOBY TpPOrpaMyBaHHsS aKTHBHOTO
JIOKyMeHTa. MIoro Mo>kKHa BHKOPHCTOBYBATH Ha Oyab-siKiii ratdopmi Ta Gyap-siKiii MOBI
porpaMmyBaHHSI.

Visual Studio Code 30upae nani mpo BUKOpUCTAaHHS Ta Hajicuiae ix 10 Microsoft. Lo
(GyHKLII0 MOKHa BUMKHYTH. Yepe3 mpupoay Iporpamu 3 BIIKPUTHM BUXIIHHM KOJOM,
TeJIEMETPUUHUN KO, SIK IPABHIIO, JOCTYITHUH 1 JO3BOJISE MOOAYUTH, IO came OyJ10 310paHo.

[{s mporpama MeHi He MiIX0IUTh, TOMY IIIO 1€ He TTOBHOIIIHHE CEPEIOBHUIIE PO3POOKH,
a penaktop koay. Jlo Toro x Visual Studio Code nepeBaxxHO BUKOPHCTOBYEThCS ISl BEO-

PO3POOKH.
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2.3.3 Visual Studio

Microsoft Visual Studio — me inTerpoBane cepemoBuine po3pooku (IDE) Bix
Microsoft. Bin BHKOpHCTOBYETBHCS IJIs1 PO3POOKH KOMII'FOTEpHUX IIPOrpaM 1 BeO-CaiTiB,
BeO-110/1aTKIB, BeO-cepBiciB Ta MoOLIRHMX jgojaTkiB. Visual Studio BukopucToBye
wiatrgopmMu po3poOKu mporpamHoro 3adesnedenns Microsoft, taki sk Windows API,
Windows Forms, Windows Presentation Foundation, Windows Store i Microsoft Silverlight.
Bu MoxeTe CTBOPIOBATH SIK PIAHMIMA, TaK 1 KEPOBAHUN KOJI.

Visual Studio mictute pemakTop koay, skuii miarpumye IntelliSense (xkommoneHT
3aBepIICHHS KOy) 1 pedhakTOpuHT Koay. IHTerpoBanuii nebarep i€ K Ha PiBHI JKepena,
TaK 1 K Ha piBHI MamMHY. [HOI1 BOYIOBaHI IHCTPYMEHTH BKJIIOYAIOTh Mpodailiepu Koay,
KOHCTPYKTOPHU JJIsl CTBOPEHHSI MporpamM 13 rpadgidyHuM iHTepdeiicom KopucTyBauda, BeO-
IU3aiiHepu, TU3aiHepH KiaciB 1 cxeM 0a3 qaHux. Maii’ke Ha KO)KHOMY € MIATPUMKA CUCTEM
KOHTPOJIIO JKepen (Takux sk Subversion 1 Git), HOBUX HaOOpiB IHCTPYMEHTIB, TAKHX SIK
penakTopu Ta Bi3yajbHI AW3aiHEpPH i MOB, IO HajeXkaTh N0 JIOMEHY, a00 HabopiB
1HCTPYMEHTIB ISl IHIIMX aCHEKTIB PO3POOKH MPOrpaMHOTr0 3a0e3reueHHs. TaKkox € Iiaritnu
JUTS 1HIIAX aCTEKTIB KUTTEBOTO UKy mporpamu (kmeHt Azure DevOps: Team Explorer
TOIIIO).

Visual Studio nmigTpumye 36 pizHUX MOB IPOrpPaMyBaHHS, JO3BOJISIIOYM PEAAKTOPAM
KOJy Ta Aebarepam miATpUMYBaTH Maiike Oy/lb-IKy MOBY ITporpamMyBaHHSs (p13HOIO MIpOIO)
3a HasBHOCTI CITyk0, 1110 BiIMOBIAaI0Th TIEBHIM MOBI. BOymoBani MmoBu BKtouaroth C, C ++,
C ++ / CLI, Visual Basic .NET, C #, F #, JavaScript, TypeScript, XML, XSLT, HTML i
CSS. IlinTpumMka 1HIIMX MOB, TakuXx sik Python, Ruby, Node.js 1 M, nocTtymnHa uepes miarisu.
Java (1 J #) migtpumyBanacsa panime. Hainpocrtima Bepcis Visual Studio, Community
Edition, moctynmna Oe3komtoBHO. [acmo BumanHs Visual Studio Community —
«0e3koiToBHa MoBHO(MYHKITIOHATRHA IDE 1151 CTy1€HTIB, BIAKPUTH KOJT Ta 1HIUBITyaTbHUX

PO3POOHUKIBY.
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Cranom Ha 8 nucromana 2021 poky morouHa Bepcis Visual Studio, rotoBa a0
BupoOHUITBa B 2022 porii, cTapimri Bepcii, Taki sik 2013 12015, ans po3mmpeHoi miaATPUMKH,
a 2017 Ta 2019 11 OCHOBHOI MIITPUMKH.

Visual Studio (six 1 6yap-sika inma IDE) MicTuth pegakTop Koay, SSKHii BAKOPHUCTOBYE
IntelliSense s 3miHHKMX, (yHKIIH, MeromiB, mukiIiB i 3amutiB LINQ s miarpuMkn
M1JICBIYYBaHHS CHHTAKCHUCY Ta 3aBepuieHHs Koy. IntelliSense minTpumyeTbes He TIITBKH Ha
BKITFOUeHNX MoOBax, a B y XML, CSS i JavaScript mig yac po3pobku BeO-caiiTiB 1 BeO-
nonatkiB. [Iporo3uiiii aBTo3aBepiiieHHs BigoOpa)kaloThCsd B O€3MOJIOBOMY CITHMCKY O1i1s
Kypcopy peAaryBaHHs y BikH1 pegakTopa koay. Y Visual Studio 2008 1 HOBilIKUX BepcisiX BU
MO>KET€ TUMYACOBO 3pOOUTH HOT0 HaIIBOPO30PUM, 00 MOOAUYHUTH, UX HE 371aMaHO Ball KOJI.

Cawme uett IDE st 06paB 117151 CKpUNITHHTY, TOMY IO BiH HalOUIbIlIe TPUCTOCOBAHUMN J10

HaIMcaHHs Koy MoBoro C#.

2.4  Ocob6auBocTi apxiTekTypu qoaarky Ha Unity

[Tporpamua yactuHa qoaatky Ha Unity ckiamaeTsbes i3 cKpunTiB. BoHr MOXXyTh OyTH
IpeCTaBIIeHI KilacoM, iHTepdericoM Tomo. Taki CKpUNTH JOMAI0THCS 10 IFPOBUX 00’ €KTIB
Ta B3a€EMOJIIOTh MIXK 00010 mijg yac poOoTH nporpamu. IIpo Taky B3aemomiro 1 mijae MoBa
Jani.

Haiinpocrimmii croci6 B3aeMopii CKpUNTIB — 1€ Mepefada IMOCWIaHb Ha KJac
HampsMy. ToOTO B OJHOMY KJaci BKa3zaTH MOJIe THIY Kjac 1 cepiaii3yBaTH WOro, a B
IHCIIEKTOp1 TepeaT eK3eMIUIAp Lporo kiacy B moise. [Ipore B LbOro MeTony € OIuH
CYTTE€BUA HEAONIK — TPH BEIUKIM KUIBKOCTI CKPHUNTIB, Taka apXiTEKTypa BUKIUKAE
TPYJHOII B i po3yMiHHI. CHCTeMa OYMHAE OYTH CXOXKOI0 HA MaBYTHHY.

Takox moxHa BukopuctoByBaTH ScriptableObject. Ie kmac, sikuii He TPUB’I3aHUIA
710 00’ €KTaM CIIEHH, a ICHY€E Y BUTJIS1 OKPEMHX aceTiB 1 MOXKe 30epiraTH 1 IepeHOCUTH JaHH1
MIXK IrpOBMMH cecisiMd. Mo)KHa CTBOPUTH Kijabka ckpuntiB Tumy ScriptableObject i

30epiraTé MocCWiIaHHA Ha 1HOI 00’ekTH. JlocTaTHRO Oyne OIMH pa3 HaJlAlITyBaTH iX B
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1HCIIEKTOP1, a MOTIM, 3a HEOOXI1THOCTI, 3BEpTAaTUCS O HUX 3 IHIIMUX KJaciB. Taka cucrema
TaKOX Mae Heaomk. ScriptableObject He npuB’s3aHuii 10 KOHKPETHOI iTPOBOI CIICHU, TOMY
SKIO B TEBHIN TaKiil CIIEH1 3BEpHYTHCS JI0 00’ €KTY, SKUM 3HAXOJUTHCS B 1HIIIHN CIIEHI, TO
IIe BUKIWYE PAA MPoOJIeM, BHUPIMIEHHS SKUX MOXE YCKIAQTHUTH CHCTEMY, IO HIBEIIOE
nepeBaru ScriptableObject. Tomy 11e#t MmeTo HE MIAXOANUTD I BUPIIIICHHS BCIX 3aBJaHb.
Hactynuuii criocid HasuBaetbes Singleton. Ile 06’ ekr, skuii iCHY€e TIIBKA B OJTHOMY
eK3eMIUIIPI Ha ITpoBiii crieHi. TakuM 9nHOM, BiH MOXKe 30epiratu B co0i BCIO iHGOpMAITiTO
po TPy, a TAKOXK MEepeMilaThCs MK CIIEHaMH, MEPEHOCSYM JIaHHI, Ta BUJAISITH CBOIX
NBiMHKKIB. Takuil TN 3B’S3Ky HE MOTpelye HaANalITOBYBAaTH TMOCHIJIAHHSA Ha 1HIN KJacu
BpyuHy. CKIajgaeTbcs CUTyallis, KOJU Oyab AKUM 00’€KT Mae JOCTyn J0 Oylb SAKO1
iHpopmarrii. [le Mmoxe 3mamatu cucreMy. ['paMOTHO HanamToBaHa 1HKANCYJISAIIS 3HU3UTD
PHU3HKH, aJie HE BUTIPABUTh CUTYAIIi0 MMOBHICTIO. TOMY HE BapTO 370BXHBATH CHHTITOHOM.
[linBosiuM MiJICYMOK, BapTO 3a3HAYUTH, 110 KOXKEH 13 METOJIIB Ma€ CBOI MEpPEeBary i
HEJIOJIIKK, TOMY MOTPIOHO BUKOPHUCTOBYBATH iX BIAHOCHO TOTO, SIKE 3aBJIaHHS MOTPIOHO

BUPILIUTH.
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3 PO3POBKA ITPOTPAMHOI'O 3ABE3IIEYEHHSA

3.1 ®ajisioBa CTPYKTYpA JIOTIKH POrpaMu

Jlorika mporpamu peaiizoBaHa 3a JOIIOMOTOI0 CKPHUIITIB, SIKi BU3HAYAIOTH SIK TOBUHEH
JUSATA TOW TH 1HIIHMKN 00’€KT Ha IrPOBiK CIieHI. B OCHOBHOMY CKpPUNTH TIPEICTABICHUN 3a
JIOTIOMOTOI0 ~ KJaciB, OUIBIIICTh 3 SKHUX HACHIAYIOTBCS BiJ IOHITIBCHBKOTO KJIacy
MonoBehaviour.

[Tporpama Haniuye 23 (aitnu cKpUNTIiB. IX, 118 3pyYHOCTI, MOKHA MOALTHTH HA 6
YaCTHH: JIOT1IKa CaMOro piBHs, JIOTiKa BOpPOTiB, peaiizaiis natepuy Object Pooling, morika
OOOpOHHHX BEX, HAHECEHHS IIKOAM BOporamM, IHTepdeiic KopucTyBada. Bech kon

HpeIICTaBJIeHI/Iﬁ B 1OJATKy A.

3.2 Jlorika piBHs

Knac LVLManager peanizye natepn Singleton, ToMy BiH iCHye JIMIIE B OJHOMY
eK3eMIUIIp1 Ha IrpoBiii ciieHl. Bin BUKOHYE 3 3a7a4i: CTapTye MOSIBY BOPOTIB Ha CIIEHI, paxye
KUIBKICTh ITPOBOI BAJIIOTH, 3aBepIliac piBeHb. [1icis 3arpy3ku ClieHH, 3allyCKaeThCs TaiMep,
MO0 3aKiHYCHHI SIKOTO BOPOTH TMOYMHAIOTH INTypMYBaTH TOJIOBHY OyaiBIIO, SIKY, 3a
MpaBUJIaMH TpH, MOTPIOHO 3axXUIATH. 3aTpUMKa TIEpe]l IMTYpMOM MOTPiOHA JIJIst TOTO, 00
rpaBellb 3MITI OLIHUTH PIBEHb 1 SK BIH MOBHHEH AisATH. IrpoBa BamoTa moTpiOHa, 1100
OyayBaTH BeXl, skl OyayTh 3axWINATH TOJOBHY OyaiBiItO Bia 3HuieHHs. Came B Kiaci
LVLManager BinOyBaeThcs 30epeKeHHs Ta MiIpaxyHOK I11€1 BAJTIOTU Ta BUBEACHHS i1 Ha
exkpaH. Takoxx Kilac mepeBipsie HasBHICTb BOPOTIB Ha CLEHI 1 y BHUMAJAKY, SIKIIO BOHU
CKIHUMJIUCH, 3aBEPIIAETHCA piBEHb 1 3’sBIsAeTbes Ul eneMeHT, akuii mpomnoHye mepenTu Ha

HACTYMHUI piBEHb, MPONTH MOTOUYHM 111e pa3, a00 MOBEPHYTUCH B FOJIOBHE MEHIO.
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Kiac WavesManager KoHTpoJIro€ MOsIBY XBHJIb BOPOTiB Ha ciieHi. [1icis komanau Bij
kinacy LVLManager, ckpunt nounHae CaBHUTH BOPOTIB Y TOYIIi, /1€ 3HAXOIUTHCS ITPOBHI
00’€KT, IKUI Ma€ B co01 1iei ckpunT. be3nocepenHbo cama mosiBa BiI0YBa€ThCs 32 PaXyHOK
myna o0’€KTiB, SKWid Oyae omucyBaTHCh mi3Hime. OCHOBHE IMOJ€ CKpUIITa — II€¢ MAacHB
eK3eMIuLsIpiB Kiaacy Wave.

Kiac Wave notpiOeH suiie ajis 3pydHoro KOpUCTYBaHHS MOMNEpeIHIM KiacoM. Bin
BIJIIOBIJIa€ 3a HAJIAMTYBaHHS KOXXHOI XBWJI OKpeMo Ta 30epirae iHdopmariito mpo
KOHKPETHOTO BOPOra, SIKOT0 MOTPIOHO MOCTABUTH Ha CIIEHI, KUIbKICTh TaKHUX BOPOTIB Ta

1HTEpBaJ MiX X MOSBOIO.

3.3  Object Pooling

Object pooling, abo 1yt 06’ €KTiB — I1€ UyJOBHI CIIOCIO ONTHMI3yBaTH Ballli IPOEKTH
Ta 3MEHIIWTH HABAaHTA)KEHHS HA LEHTPAJIbHUM MpPOLECOp, KOJIM JOBOJUTHCS LIBUIKO
CTBOPIOBATH Ta 3HUILLYBATHU irpoBi 00’ ekTH. Lle Xopouia npakTuka Ta naTepH AU3aiHy, SIKUi
CNiJ TaM’ATaTd, MO0 JOMOMOITH PO3BAHTAXKUTU MPOIECOpPHY MOTykHicTh CPU ms
00pOoOKM GBI BaXKJIMBUX 3aBJaHb 1 HE 3aCUNIATH MOBTOPIOBAHUMH BHKJIMKAMH CTBOPCHHS
ta 3uumieHHs [17]. Lle 0co0IMBO KOPHUCHO, KOJIM BH MA€TE CIPaBY 3 KYJISIMH B IITyTEpi.

k1110 BaM JJOBOJIUTHCS MPAIIOBATH 3 BEJIMKOIO KUTBKICTIO 00’ €KTIB, €K3EMIUISIP SKUX
0COOJIUBO «IOPOTHI», 1 KOXKEH 00’ €KT MOTPIOEH JIMIIIE MPOTIATOM KOPOTKOTO MEpioay vacy,
1€ MO’KE€ HETaTUBHO BIUIMHYTH Ha 3arajbHy MPOJYKTHUBHICTH Balloi mporpamu. Y Takux
BUIIAJIKaX MOXKHA BBaXkaTu OaxkaHMM maTepH nu3aiiny Object pooling.

[laTepH cTBOproe Habip MOBTOPHO BUKOPUCTOBYBaHUX 00’ekTiB. Komm morpiben
HOBHI 00’€KT, BIH OyJae BUKIMKAaHMNA MyJIOM. SIKIIO0 paHilie MiArOTOBIEHUNH 00’ €KT
JOCTYITHHM, BiH Oy/ie HEraifHO TOBEpHEHUH, YHUKAIOUN BUTPAT Ha CTBOPEHHS €K3eMILTSIpa.
k1o 00’ekTa He ICHYE B IyJIi, Oyie CTBOPEHO Ta MOBEPHYTO HOBUI eneMeHT. Konu 00’ ekt

BUKOPUCTAHUH 1 O1TbIIIE HE MOTPIOCH, BiH TOBEPTAETHCS B IMYJT 1 MOXKE OYTH BUKOPUCTAHUN
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3HOBY B MalOyTHbOMY 0€3 MOBTOPEHHS, JOPOTOro JUisi 0OYMCIEHb MPOLIECY CTBOPEHHS,
ex3emIunsipa [18].

Jesxi myau 00’€KTIB MarOTh OOMEXEHI pecypcu, TOMY BKa3ye€ThbCs MaKCHUMallbHa
KUTBKICTh. SIKIo 1e 4mucio Oynae MOCSITHYTO, 1 3aluTyBaTHMETbCS HOBHM EJIEMEHT,
BUKJIMYETHCS MOMIIIKA a00 MOTIK Oy/ie 3a0I0KOBaHO, IOKH 00’ €KT HE 3’ IBUTHCSA B ITYJI.

[Tyn Hi"oTO HE 3HA€ PO peaizallito 30epexeHoro o6'ekra. ToMy mopepHeHUH 00’ €KT
BBAXKAETHCSI TaKuWM, WI0 TMepedyBae y HeBH3HaueHOMY cTaHi. [{ng momanbioro
BUKOPHUCTAHHA MOro HEOOXITHO TNepeBecTH (CKUHYTH) Yy BUXiAHMN cTaH. [loBTOpHE
BUKOPUCTAHHS MOKE€ MPU3BECTU 0 MOMMWIOK. ToMy mpu CKuAaHHI HEOOX1IHO OYHCTHUTH
1oJ1sl (MOBEPHYTH /10 TOYATKOBOI'O CTaHY).

MosxBe cymicae Bukopuctanns Object pooling 3 iHmumu natepaamu. Hanpukan,
BU MOXETE BUKOPUCTOBYBaTH Prototype mist ctBopeHHs 00’€KTa B MEBHOMY CTaHi. A 3a
J0TIOMOT 010 Singleton CTBOPUTH €IMHUHN €K3EMILISIP My Y Ballliil CHCTEMI.

[IpuxoByBaHHs TyJy 3a IHIIMMHU [aT€pHAMU — TIOTraHa MpakTuka. Po3poOHUKH, sIKi
BUKOPUCTOBYIOTh TaKUW «T10pHI», HE OUIKYIOTh OOOB’SI3KOBOr0 MOBEPHEHHSA 00’€KTa 13,
Harnpukiazg, padbpuyHoro metoy. | sikio 00’ €KT He TOBEPHYTHUI, CaM ITyJI CTa€ MapHUM. Y
[IbOMY BUMQJIKy MOTPIOHE BIJJOKPEMIICHHSI peaizailii KaciB, siki CTBOPIOIOTh 00’ €KTH.

KOHKpeTHO B MO€EMy NpPO€EKTI MaTepH NpeICTaBlIeHUW Tpboma (DaillaMu: JBOMA
KkiaacaMm Ta iHTepdeiicom. Ocrannii HasuBaethest |Pulable i motpiben ays B3aemomii 3
IrpOBUMH 00’ €KTaMH, K1 30€piratoTbCs B MYJIi.

OcnoBuuM kiacom € ObjectPool. ¥V rpi € kimbka BHIIB 00’€KTiB, SIKI MOTPIOHO
30epiraTl B MyJi, TOMY KJIac Ma€ CJIOBHUK JUIsl TaKWX ITie. TOOTO KOXEH BUJ IrPOBOTO
00’exTy 30epiraeTbcsi okpemo. Lle moTpiOHO At 3pyyHOTrO KOPUCTYBaHHS MyJioM. Bin
CaMOCTIMHO [10JIa€ MyHKTH CIOBHHUKA 3a moTpedu. Kiac takox peanisye marepn Singleton.

OcTtanHiM Ki1acoM myny 00’ekTiB € PoolTask. Ex3eMIisapiB 1ib0ro kjiacy Moxke OyTu
KUIbKa, 3aJIe’KHO BiJ KUIBKOCTI BHUIIB ITpOBHX OO0’€KTIB, Kl 3’sIBWJIMCS Ha ciieHl. Kiac
BIJINIOBIJIAa€ 3a J0JIaBaHHs 00 €KTiB B Iy (200 iX cTBOpEHHs 3a MOTpeOr) 30epexeHHs iX y

BUTJISI/IL CIIMCKY Ta BUJIYYEHHS 00’ €KTIB 3 Myy.
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3.4  CkpuUNTHHI BOpOriB

Kiac EnemyMover BiamnoBizae 3a pyx BOpOTiB JI0 TOJIOBHOI OY/IBII Ta aTaky ii, a
TaKO)X KepyBaHHS aHIMalliid, sKi CympoBOKYIoTh Il nii. CaM pyx peanizoBaHui 3a
nornomororo Nav Mesh Agent. Lle KOMITIOHEHT, SIKUH CIIPOIIy€e poOOTY 3 HaBirami€ irpoBUx
00’exTiB 'y mpoctopi. [ns pobGotm moTpiOHO mOomaTH HOTO 10 MOTPIOHOTO 00’€KTa,
HAJAIITYBAaTH HaBiramiiiny citky B maden Navigation, a B ckpunTi BKa3aTH TOUYKY, B SKY
noTpiOHO pyxaTuck. [Iporpama cama mpokiiajie HAHONTUMANBHIIIANA MapIIPYT J10 MOTPIOHOT
koopauHatu. [Tpu migxoai 10 NOoTpiOHOI AUCTaHIIIi, BOPOT MEPEXOAUTH Y OOMOBHIl peXUM 1
MMOYMHAE 3aBJaBaTH IIKOJIU TOJIOBHIN OyIiBIi.

Knac EnemyManager Binnosiziae 3a OTpuMaHHS BOPOraMH IIKOJAU B1J OOOPOHHUX
BexK. KimouoBuM nonem € currentHP, sike 30epirae 0anu mkoau, ikl BOPOT MOYXKE OTPUMATH
JI0 cBOTO 3HUIIIEHHS. Ha irpoBiii ClieH1 BOHU BiJI0OpaKatoThCsl Y BiJICOTKOBOMY €KBIBAJICHTI
y BUINISIAL ciailiepa Hajy BoporoMm. llpu HaHeceHHI MIKOAM BOpPOry, Oanu IIKOAU
3MEHIIYIOTHCS 1 IX KUTbKICTh aKTyalli3y€eThCs Ha claiepi. Y BUMAAKY, KOJIH KUIbKICTh OasiB
nepecrtane OyTH JOAATHOIO BOPOT 3HMIINYETHCS, TOOTO MEPEXOJHUTh Yy Myl 00’€KTIB, a 3a

HbOTO HAYHUCIIIETHCSI HArOpOAa Y BUTJISI/IL IrPOBOI BAJIIOTH.

3.5 Jlorika 000poHHHX Be Ta roJIOBHOI OyaiBJIi

Knac PlatformManager BigmoBimae 3a po3MillieHHS BEX Ha Iutatdpopmi Ta iX
3uuieHHd. [Ipu HaTucHeHH1 Ha aTdopMy, a ekpani 3’ saBigerbest Ul enemenrt, ne rpasenib
NOBUHEH BUOpATH MOTPIOHY HOMy Bexky. Takoxk TaM € KHOIKa OYMCTKH IUIaThopMH Bif
BEXI1, SIKa TaM y»e CTOiTh. L{e moTpiOHO aJis TOTO, 11100 MOMIHATH OJHY BEXKY Ha 1HIIY, aJKe
il MOYKHA PO3MICTUTH JIMILIE OJIHY Ha TuiaTgopMi. B 1iboMy %k Kiaci BiIOyBa€ETHCS CIIUCAHHS
ITPOBOI BAIIIOTH 3 PaxXyHKY TPaBIS 3a PO3TAIIyBAaHHS OAIlTH Ta MOBEPHEHHS TOJIOBUHU ii

[[IHU 32 3HUIIEHHS.
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Ckpunt TowerButton 3naxoauTbest 6e3mocepeIHbO Ha KHOMII KOXkHOT Bexki Ha Ul
CJIEMEHTI 13 iX BuOopoM. Bin moTpiOeH s Toro, oo nosigomista kiacy PlatformManager
Ky came 0aITy MoTpiOHO MOCTAaBUTH Ha TUIATHOpMY.

Kiac TowerChecker — ie cucrema HaBeieHHs Bexi. BiH niepeBipsie HassBHICTh BOPOTiB
y IEeBHOMY pajiiyci 1 nepenae iHpopMarliro mpo HUX B IHIIUH KJac, sIKIIO Taki 3HAHIYyThCS.
CkpunT po3Ii3Hae BOpOr 1ie, ud Hi 3a mapom (Layer) Enemy. Komxu Bopor nokuae 061acthb
BUJIUMOCTI BEX, Ta IEPECTAE CIAIIKYBATH 1 CTPUISATH MO HHOMY.

Knac TowerManager BigmoBizae 3a cTpuibOy Oamtu mo Boporam. Came Homy
TowerChecker Bkasye o komy notpioHO cTpiiaTu. [1o cyTi, CKPHUIIT MPOCTO IHIIIIOE MOSBY
KyTl Ta BKa3ye ild KyJu NOTpiOHO JIeTiTU. be3nocepeHpo 3a camy MOSIBY KyJi BIANOBiAAe
myJ1 00’ €KTIB.

Kinac TargetManager BianoBijiae MOMIKOIKEHHS roJ10BHOI OyaiBil. Jlorika cxoxa i3
OTPUMaHHAM MIKOAW Boporamu. Ilicis 3HMKEHHS, ToJIoBHA OydiBJIs 3HMKAE, a HA €KpaHi

3’ saBiseTbesa Ul eeMeHT 13 MoBiIOMIICHHSIM TIPO MOPa3Ky I'PaBIIs.

3.6 HaHeceHHsI MOIIKO/:KeHb BOpPOramM

Knac DamageDealer nexxuth B OCHOBI HaHECCHHs IIKOAM Boporam. BiH peanisye
inTepdeiic IPoolable nns nepenecerHs Kyii B myi1 00’ €kTiB. CKpUNT 3aCTaBIISAE KYJIIO JICTITH
TOYHO B IiJIb, & Y BUIIAJIKY, SIKIIO ILJIb OYJI0 3HHUIIEHO JI0 TOTO, K KYJIs B HEl MOTpanuia, To
00’€KT KyJIl 3HUKA€E, TOOTO MOTparuisie B myJ1. Takox Kiac BiACIIIKOBYE 3ITKHEHHS CHAPSAY
B1JI BEXKI 13 IIOPOTOM Ta 1HIIIFOE HAHSCEHHS IIKOJIH.

Knacu SingleDD 1 RangeDD nacninyrotses Binx kimacy DamageDealer i BifmnosinaioTh
0e3mocepeTHbO 32 HAHECEHHsI ITKOAM BOporaM. Pi3HMII MK HUMU TOJSTaE B TOMY, IO
NEepIINiA 3aBJIa€ MOMIKOIKEHb JIMIIE 111, B AKY HOTpanuia KyJjs, a Jpyruid — BCIM IUISIM Y

MEBHOMY paJllyCl NOTPAIISTHHS CHAPSAY BiJl BEXI.
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Knac SetFire nacmigyerbes Big kimacy SingleDD i morpiOen st HakjagaHHS Ha
Bopora edexty «ropiaas». CyTh HOT0 MOJIATAE B TOMY, ITIO IiJIb OTPUMYE TIEBHY KUIBKICTh
IIKOJM TUITY «BOTOHBY MPOTITOM 5 CEKYH]I pa3 B CeKyHAy. BapTo 3a3HaunTH, 1110 Tpa Mae 2
Tuny wmwkoAu: ¢izuyHuil 1 BorHsHuil. CyTh iX B TOMY, IIO Pi3HI BOPOTH MO-Pi3HOMY
COpUMMAIOTh I THMH: SIKAHACh O’€ MO HUM CHIJIBbHINIE a sAKHiich ciabme. B komi 1e
peali3oBaHO y BUIUIAAI KOe]illeHTIB, TOOTO Oyab sKa IIKOJA CIIOYaTKYy MHOXKHUTBCS Ha
KOe(DIIIEAT a MOTIM BiTHIMAETHCS BT OaJIIB IITKOIH.

Cxpunt DeathBox BUKOpHCTOBYETHCS JIMIIIE OJTUH pa3 Ha CIISHI TOJIOBHOT'O MEHIO. BiH
noTpiOeH Juisi TOro Mmo0 BOPOTM HE HAKONMUYYBAJIMCh 1 HE BIUIMBAIM CHJIBHO Ha

IPOAYKTUBHICTH poOOTH MporpaMu. Kiac 3HUIIYe BOPOTiB, SKi 3alIIUTA 32 MEXK1 KaMEpH.

3.7 CkpunryBaHHs inTepgeiicy kopucTtyBaua

Knac ChangeMenusStatus motpi0OeH, 11100 Ha ciieHi 3’ IBIsUIHCS, Yu 3HUKaIH neBHi Ul
€JIEMEHTH MPU HATUCHEHH1 Ha MOTP10HY KHOMNKY. CKPUIIT BUKOPUCTOBYETHCS B IBOX MICTSIX

naHesb BUOOpY piBHS B TosoBHOMY MeHI0 (Pucynok 3.1) Ta mento naysu (Pucynok 3.2).

I ——

Chose level

Pucynok 3.1 — Ilanens BuGopy piBHS
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Pucynok 3.2 — MeHro naysu

Knac ChangeL VL nepekitoyae crieHr, TOOTO KOJIM MOTPiOHO 0OpaTH MEBHUH PiBEHb,
nepe3anyCTUTH IOTOYHUH, IEPEKII0YUTHA Ha HACTYITHUM, 200 BUWTH B TOJIOBHE MEHIO.

Knac Pause kepye yacom Ha piBHi. [Ipy HaTHCHEHH] HAa NOTPIOHO KHONKY Yac Ha PiBHI
3YHNUHSETHCS, a00 MPOJOBXKYE Al UTH.

Knac TowerUlIController mo-cyti € mocepennmkom wmik PlatformManager i
TowerButton. ITepuii Bkazye Kyiu came MOTp1OHO MOCTAaBUTHU BEXKY, TOOTO KyAH MepeaaTH
iH(dopmarrito npo OamrTy, siky oOpaB rpaBellb, a JPYTHil BKa3ye, Ky caMe BEXKy MOTPIOHO

noctaButH. [Ipuknan Ul enementy 13 Bubopom Oaitu 300paxeHuii Ha pucyHky 3.3.

Pucynok 3.3 — Ilanens BuOopy 6amru

Knac ExitButton BiamoBigae 3a BuXij i3 TpH IPU HATHCHEHHI Ha KHOMKY. CaMa

KHOIIKA 3HaXOJIUThCS, JIUIIIE Y TOJJOBHOMY MeHIO (PucyHok 3.4).



Pucynok 3.4 — I1anens roJloBHOTO MEHIO

3.8 TecryBanHsi po3p00.ieHOT0 MPOrPaAMHOI0 MPOAYKTY

PeasnizoBaHa rpa BiJIOBiIa€ TAKUM BUMOTaM:

— KEpYBaHHS IHTYITUBHO 3p0O3yMiJie JJi KOPUCTYBaya,

— MEXaHIKHU TPHU THTYITHBHO 3PO3YMUII T4 OCBOIOIOTHCSI €MITIPUYHUM HUTSIXOM;

— BOPOTH HE BiJIKHIAIOTh OJIMH OJHOTO;

— BC1 pIBHI MOXJIMBO MIPOUTH;

— KOKEH 00’ €KT Ma€ 4iTK1 TpaHMIll, sIKi BIAMOBIIaI0Th Bi3yaJbHUM pO3MipaM
MOJICIIbKY TIPEIMETA;

— HaBiraiiifHa ciTka BIJITIOBI/Ia€ CTEKKaM Ha 00’ €KTI MOBEPXHI 3eMJIi;

— IPY HEAOCTATHIN KUIBKOCTI IrPOBOT BaIIOTH, BEXa HE CTABUTHCA 1 PaXyHOK HE
We B MiHYC;

— KyJIl HE 3aJIMIIAI0ThCS Ha CIIeHI, SKIIO 3HUK BOPOT JI0 TOTO, SIK BOHU B HHOTO

BIIYYHII
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BUCHOBKHA

[TpoananizyBaBIIM MPeAMETHY 00JIAaCTh, Y XO/1 JUIIOMHOI poOOTH OyJI0 CTBOPEHO
irpoBuii MOOITBHHN JOMATOK y kaHpi «tower defense». B mporeci BUKOHAHHS JTaHOTO
MPOEKTY  OyJ0 JOCHIJDKeHI METOAM, IMaTepHH Ta TEXHOJIOrii pPo3poOKH IrpoOBOTO
nporpamHoro 3abesnedenHs aist Android ruiatdopmu.

1. byno npoBeneHo anaii3 mpeameTHoi obacti. byno gociipkeHo SBUIIE Bieoirop, ix
icTOpif0 Ta 0coOMMBOCTI po3poOku. BusiBneno cytes xaHpy «tower defense» ta iioro
IrpOBOTO TMpolecy. 3auisl pO3yMIHHS KOHLEMNLII MalOyTHbOI CHCTEMH OYJIO MpPOBEIEHO
aHai3 ICHYIOYMX TPEJCTaBHUKIB LHOTO XKaHPy. Takoxxk Oylo MPOBEAEHO JOCIHIIKEHHS
0COOJIMBOCTEMN Bi/1€OIrOp HA MOOUIBHI MIATPOPMH.

2. byno mnpoBeaeHo aHami3 ICHYIOUMX MpOrpaMHUX 3aco0iB Ta I1HCTPYMEHTIB JIJIst
peanizanii npoekty. Cepen irpoBux pyiriie OyB BuOip mixx Unreal Engine ta Unity. B
KIHIIEBOMY pe3yibTaTli Oyia0 o0paHo ocTaHHiil. Kpamia mpucTtocoBaHICTh A0 PO3POOKH
MOOUTBHHX JOAATKIB CTaja JJii MEHe KI4oBow y BuOopi pymis. Unreal Engine
CIIpaBJIsI€ThCA 3 1i€t0 3a1aueto ripme. st ckpuntunry B Unity BUKOpHUCTOBYeThCs CH,
TOMY caMme Il0 MOBY MporpamMyBaHHs s 00paB s po3poOku nomatky. Ilpu BuOOpi
cepenoBuina po3podku, Oymo posrmsayto Intellij IDEA, Visual Studio Code Tta Visual
Studio. Intellij IDEA ne nmiarpumye moBy nporpamyBanns C#, Visual Studio Code — 1ie He
MOBHOLIHHE CEpEOBUILE PO3pOOKHU, a MPOCTO PEJaKTOp KOAY, TOMY LI MPOrpaMu He
MOJKyTh BUKOHATH TOCTaBJIeH] 3a1a4i. Tomy B mporieci aHaiizy Oyio oopano Visual Studio,
KWW HaO1JIbIlIe MPUCTOCOBAHUH ISl HATMCAHHS KOy MOBOto C#,

3. byna cmpoekToBaHa apXiTeKTypa irpoBoro nomatky. [IporpamMHa gacTUHA MPOEKTY
ckiagaeThes 13 23 ¢aiinis: 22 knaciB 1 ogHoro iHTepdeiicy. CKpUNTH B3a€EMOIIIOTh MIXK
co00I0 HampsMy, Tepenadero uepe3 IHCHEKTOp abo MeToaoM, SKUH BINIMOBITAE 32
OTIpAIOBAHHS BXOJKCHHS OJHOTO KoJjaiiepa B iHIIUN. TakoX BUKOPUCTOBYETHCS MAaTEPH

Singleton.



4, byB cTtBOpeHuit mporpamMHuil mpoayKT. CKpPUINTH MOXHA MOJUIMTH HAa 6 YaCTHUH:
Jorika camMoro piBHsS, JIOTika BoporiB, peamizamis natepny Object Pooling, morika
O0OOpOHHMX BEX, HAHECEHHS IIKOM BOporam, iHTepdeic KopucTyBaya.

Jlorika piBHS BIJITIOBI/Ia€ 32 OTO IMOYATOK 1 3aBEPIIIEHHS, @ TAKOXK 3a MOSIBY HA IrpOBiit
cieHi BoporiB. Jlorika BOpOTriB — 1€ CKPHIITH, SKI BIAMOBIJAIOTH 3a iX pyX, aTraky Ta
orpuMaHHs mkoau. Peamizaris matepuy Object Pooling moTpiOHa mas epeKTHBHOTO
BUKOPHUCTAHHS PECypciB MOOUIBHOTO NPHUCTPOIO miag yac poboTu mgomarky. Jlorika
OOOpOHHMX BEX MpPEJCTaBICHA CKPUIITaMH, SIK1 MOTPiOHI JIsi BCTAHOBJICHHS IIUX BEX Ha
BIJIMOBIJIHI TJ1aTGOPMH, MOIIYKY BOPOTIB Ha IrPOBIiil CIICHI Ta 1HII[IFOBaHHS MOSIBU KYJIb, SIKI
MarOTh CKpPHUIITU JJI1 HaHECeHHs IKoau Boporam. Kiacu ansa iaTepdeiicy noTpiOHi, s
Horo (yHKLI1OHYBaHHS.

S. Byno npoBeneHe TecTyBaHHs, B pe3yibTaTi SIKOro OyJ0 BH3HAYEHO, 11O MporpaMa
BIJIMOBIJa€ HACTYITHUM BUMOTaM:

— KepyBaHHs IHTYITUBHO 3p03yMulI€e U1 KOPUCTYBaya;

— MEXaHIKHU TPH THTYITHBHO 3PO3YMUII T4 OCBOIOIOTHCSI €MITIPUYHUM HUTSIXOM;

— BOPOTH HE BIIKUIAIOTH OJIUH OJTHOTO;

— BC1 pIBHI MOXJIMBO MIPOUTH;

— KOKEH 00’ €KT Ma€ YiTK1 TPaHMIIl, sIKI BIAMOBIIal0Th Bi3yaJbHUM pPO3Mipam

MOJIETIbKU TIPEMETA;

— HaBiraiiiHa ciTka BIJIIIOBI/Ia€ CTEKKaM Ha 00’ €KTI MIOBEPXHI 3eMJIi;

— MPY HEAOCTATHINA KUIBKOCTI IrPOBO1 BaJIIOTH, BEXa HE CTABUTHCA 1 PaXyHOK HE

iijie B MIHYC;

— KYJI1 HE 3aJIUIIAI0THCS Ha CLEHI, SIKIIO 3HUK BOPOT JI0 TOTO, SIK BOHH B HHOT'O

BITYYMJIH.
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JTIOJATOK A

Koa nporpamu
LVLManager.cs: coinsText.GetComponent<TMP_Text>().text =
. . coins.ToString();
using System.Collections;
}

using UnityEngine;
using TMPro;

private void FixedUpdate()

{
if (IVIEnded)

public class LVLManager : MonoBehaviour

{

public static LVLManager Instance;
return;

private void Awake()

{ if ('EnemyCheck())

if (Instance == null) {
. for (int i = 0; i < wavesManager.Length; i++)
Instance = this;
{
else
. if ('wavesManager[i].endWork)
Destroy(gameObiject);
return;
}
}
[SerializeField] private float startTime;
o . . EndLvl();
[SerializeField] private LayerMask enemies;
[SerializeField] private float radiusOfVisibility; }
[SerializeField] private WavesManager[] }
wavesManager;
private bool IvIEnded = false; IEnumerator StartWavesManager()
[SerializeField] public int coins; {
[SerializeField] private GameObject coinsText; yield return new WaitForSeconds(startTime);

[SerializeField] private GameObject completeUl;

for (int i = 0; i < wavesManager.Length; i++)
private void Start() {
{ wavesManager[i].started = true;

StartCoroutine("StartWavesManager"); }



private void EndLvI()

{
Debug.Log("End");
completeUl.SetActive(true);

IVIEnded = true;

private bool EnemyCheck()
{

return Physics.CheckSphere(transform.position,
radiusOfVisibility, enemies);

¥

public void ChangeCoins(int value)

{

coins += value;

coinsText.GetComponent<TMP_Text>().text =
coins.ToString();

¥

private void OnDrawGizmos()

{

Gizmos.DrawWireSphere(gameObject.transform.position,

radiusOfVisibility);
}

WavesManager.cs:

using System.Collections;

using UnityEngine;

using Object_Pooling;

public class WavesManager : MonoBehaviour

{

[SerializeField] private Wave[] waves;

private bool working = false;

private int numberOfWave = 0;
[HidelnInspector] public bool started;
[HidelnlInspector] public bool endWork = false;

private ObjectPool objectPool;

private void Start()
{

objectPool = ObjectPool.Instance;

private void FixedUpdate()
{

if (numberOfWave >= waves.Length)
{

endWork = true;

return;

}

else if (lworking &&
waves[numberOfWave].countOfEnemies > 0)

StartCoroutine("Spawn");

else if (waves[numberOfWave].countOfEnemies <=
0)

numberOfWave++;

IEnumerator Spawn()

{

working = true;

objectPool.GetObject(waves[numberOfWave].enemyPrefa
b).transform.position = transform.position;

waves[numberOfWave].countOfEnemies--;



yield return new objectPoolTransform = gameObject.transform;

WaitForSeconds(waves[numberOfWave].interval); . o
activePoolTask = new Dictionary<IPoolable,

working = false; PoolTask>();
} }
}
Wave.cs: public T GetObject<T>(T prefab) where T :
o MonoBehaviour, IPoolable
[System.Serializable]
public class Wave {
if (lactivePoolTask. TryGetValue(prefab, out var
{ poolTask))
public EnemyManager enemyPrefab; AddTaskToPool(prefab, out poolTask);
public float interval;
public int countOfEnemies; return poolTask.GetFreeObject<T>(prefab);
} }
ObjectPool.cs: private void AddTaskToPool<T>(T prefab, out
using System.Collections.Generic: PoolTask poolTask) where T : MonoBehaviour, IPoolable
using UnityEngine; {
GameObject container = new GameObject
{
namespace Object_Pooling name = $"{prefab.name}s_pool"
{ h
class ObjectPool : MonoBehaviour

container.transform.SetParent(objectPoolTransform);

{

private Dictionary<IPoolable, PoolTask>
activePoolTask;

poolTask = new PoolTask(container.transform);

activePoolTask.Add(prefab, poolTask);

[HidelnInspector] public Transform }
objectPoolTransform; 1
public static ObjectPool Instance; 1
private void Awake() PoolTask.cs:
{ using System.Collections.Generic;
if (Instance == null) using System.Ling;
Instance = this; using UnityEngine;
else using Object = UnityEngine.Object;

Destroy(gameObject);



namespace Object_Pooling

{

class PoolTask
{
private readonly List<IPoolable> freeObjects;

private readonly Transform container;

public PoolTask (Transform container)
{
freeObjects = new List<IPoolable>();

this.container = container;

public T GetFreeObject<T>(T prefab) where T :
MonoBehaviour, IPoolable

{
T poolObject = null;
if (freeObjects.Count > 0)
{
poolObject = freeObjects.Last() as T;
poolObject.GameObject.SetActive(true);

freeObjects.Remove(poolObject);

if (poolObject == null)
poolObject = Object.Instantiate(prefab);
poolObject.OnReturnToPool += ReturnToPool;

return poolObject;

private void ReturnToPool (IPoolable poolObject)
{
freeObjects.Add(poolObject);
poolObject.GameObject.SetActive(false);

poolObject. GameObject.transform.position = new
Vector3(0, 0, 0);

poolObject. Transform.SetParent(container);

poolObject.OnReturnToPool -= ReturnToPool;

IPoolable.cs:
using System;

using UnityEngine;

namespace Object_Pooling

{

public interface IPoolable
{
Transform Transform { get; }
GameObject GameObject { get; }
event Action<IPoolable> OnReturnToPool;

void ReturnToPool();

EnemyManager:cs:

using System.Collections;
using UnityEngine;

using UnityEngine.Ul;
using Object_Pooling;

using System;

public class EnemyManager : MonoBehaviour, IPoolable

{

[SerializeField] private float maxHP;

private float currentHP;



[SerializeField] private float

physicalDamageMultiplayer = 1;

[SerializeField] private float fireDamageMultiplayer = 1;
[SerializeField] private Canvas canvas;

[SerializeField] private Slider hpSlider;

[SerializeField] private int revard;

private LVLManager lvIManager;

public Transform Transform => transform;

public GameObject GameObject => gameObject;
public event Action<IPoolable> OnReturnToPool;
public void ReturnToPool()

{
OnReturnToPool?.Invoke(this);

void Start()

{
currentHP = maxHP;
hpSlider.maxValue = maxHP;
hpSlider.value = maxHP;

IviManager = LVLManager.Instance;

void FixedUpdate()
{

canvas.transform.rotation = new Quaternion(0,

transform.rotation.y * -1, 0, 0);

¥

public void GetDamage (float damage, DamageType
damageType)

{
switch (damageType)

{

case DamageType.Physical:

currentHP -= damage *
physicalDamageMultiplayer;

break;
case DamageType.Fire:
currentHP -= damage * fireDamageMultiplayer;

break;

hpSlider.value = currentHP;

if (currentHP <= 0)
OnDeath();

public void OnDeath ()

{
StopCoroutine("Burning");
IviIManager.ChangeCoins(revard);
ReturnToPool();
currentHP = maxHP;
hpSlider.value = maxHP;

}

IEnumerator Burning(float damage)

{
for (inti=0;i<5;i++)
{
GetDamage(damage, DamageType.Fire);

yield return new WaitForSeconds(1f);

public enum DamageType



Physical = 1, if (Vector3.Distance(gameObject.transform.position,
target.position) > 2f)

{

animator.SetBool("Move", true);

Fire = 2,
}

EnemyMover.cs:

] ) navMeshAgent.speed = speed;
using System.Collections;

. . . navMeshAgent.destination = target.position;
using UnityEngine;

using UnityEngine.Al;

if (Vector3.Distance(gameObject.transform.position,

public class EnemyMover : MonoBehaviour target.position) < 2f)
{ {
private NavMeshAgent navMeshAgent; navMeshAgent.speed = 0:
[SerializeField] private float speed; gameObiject.transform.LookAt(target);
private Transform target; animator.SetBool("Move", false);
[SerializeField] private LayerMask targetMask; if (lisAttack)
[SerializeField] private float damage; {
[SerializeField] private float delay; isAttack = true:
private bool isAttack = false; animator.SetBool("Attack”, true);
private Animator animator; }
}
void Start() }
{
navMeshAgent = GetComponent<NavMeshAgent>(); private void Attack()
navMeshAgent.speed = speed,; {
animator = GetComponent<Animator>(); if (target 1= null)
} {
private void FixedUpdate() ;agrg)e;t.GetComponent<TargetManager>().GetDamage(dam
¢ }
if (Physics.CheckSphere(transform.position, 100f,
targetMask) && target == null)
target = Physics.OverlapSphere(transform.position, }
100f, targetMask)[0].transform;
else if ('Physics.CheckSphere(transform.position, IEnumerator AttackDelay()
100f, targetMask)) c

return;



animator.SetBool("Attack", false);
yield return new WaitForSeconds(delay);

isAttack = false;

PlatformManager.cs:

using UnityEngine;

public class PlatformManager : MonoBehaviour

{

towerUl.GetComponent<TowerUIControllser>().platform

[SerializeField] private GameObject[] towers;
[SerializeField] private GameObject towerUl;
[SerializeField] private Vector3 d;

private LVLManager lvIManager;

private GameObject currentTower;

private bool isPlaced = false;

private void Start()

{
IviManager = LVLManager.Instance;
¥
private void OnMouseDown()
{

towerUl.SetActive(true);

= this;

(towers[(int)tower].GetComponent<TowerManager>().cost

¥

public void ChooseTower (Towers tower)

{
if

> IvIManager.coins || isPlaced)

return;

currentTower =
GameObject.Instantiate(towers[(int)tower],
gameObject.transform.position + d, Quaternion.identity);

IviIManager.ChangeCoins(-
towers[(int)tower].GetComponent<TowerManager>().cost)

towerUl.SetActive(false);

isPlaced = true;

public void RemoveTower()
{
if (lisPlaced)

return;

IviIManager.ChangeCoins(currentTower.GetComponent<T
owerManager>().cost / 2);

Destroy(currentTower);

isPlaced = false;

public enum Towers
{
SimpleTower,
RocketLauncher,
Flamer,

DethLaser,

TargetManager.cs:
using UnityEngine;
using UnityEngine.Ul;

public class TargetManager : MonoBehaviour



[SerializeField] private float maxHP; void Start()
[SerializeField] private Slider slider; {
[SerializeField] private GameObject loseUl; button = GetComponent<Button>();
private float currentHP; button.onClick.AddListener(ChooseTower);
}
void Start()
{ public void ChooseTower()
currentHP = maxHP; {

slider.maxValue = maxHP;

. towerUIl.GetComponent<TowerUIControllser>().ChooseT
slider.value = maxHP;

ower(tower);
} }
public void GetDamage(float damage) private void OnDestroy()
{ {
currentHP -= damage; button.onClick.RemoveAllListeners();
slider.value = currentHP; }
if (currentHP <= 0) }
{
loseUl.SetActive(true); TowerChecker.cs:
Destroy(gameObject); using UnityEngine;
¥
} public class TowerChecker : MonoBehaviour
} {
private TowerManager towerManager;
TowerButton.cs: [SerializeField] private float radiusOfVisibility;
using UnityEngine; [SerializeField] private LayerMask enemies;
using UnityEngine.Ul; private GameObject currentTarget;

public class TowerButton : MonoBehaviour private void Start()

{ {
[SerializeField] private Towers tower; towerManager = GetComponent<TowerManager>();
[SerializeField] private GameObject towerUl; }

private Button button;



private void FixedUpdate()

{

if(Physics.CheckSphere(transform.position,
radiusOfVisibility, enemies) && currentTarget == null)

{

currentTarget =
Physics.OverlapSphere(transform.position,
radiusOfVisibility, enemies)[0].gameObject;

towerManager.ChangeTarget(currentTarget);

¥

else if (currentTarget != null)

{

if(Vector3.Distance(transform.position,
currentTarget.transform.position) > radiusOfVisibility ||
currentTarget.activelnHierarchy == false)

{
currentTarget = null;

towerManager.ChangeTarget(currentTarget);

private void OnDrawGizmos()

{

Gizmos.DrawWireSphere(transform.position,
radiusOfVisibility);

}

TowerManager.cs:
using System.Collections;
using UnityEngine;

using Object_Pooling;

public class TowerManager : MonoBehaviour

{
[SerializeField] private GameObject head,;

private GameObject currentTarget = null;

[SerializeField] private Transform shootPoint;
[SerializeField] private float delay;
[SerializeField] private DamageDealer bullet;
private bool isShooting = false;
[SerializeField] public int cost;

private ObjectPool objectPool;

void Start()
{

objectPool = ObjectPool.Instance;

private void FixedUpdate()

{
if (currentTarget != null &&

currentTarget.activelnHierarchy == true)

{

head.transform.LookAt(currentTarget.transform);
if (YisShooting)

StartCoroutine("Shoot");

public void ChangeTarget(GameObject target)
{

currentTarget = target;

IEnumerator Shoot ()

{

isShooting = true;

objectPool.GetObject(bullet. GetComponent<DamageDeale
r>()).OnSpawn(shootPoint, currentTarget);



yield return new WaitForSeconds(delay);

isShooting = false;

DamageDealer.cs:
using UnityEngine;
using Object_Pooling;

using System;

public abstract class DamageDealer : MonoBehaviour,
IPoolable

{
private GameObject target;
[SerializeField] private float speed;
[SerializeField] protected float damage;
[SerializeField] protected DamageType damageType;
[SerializeField] protected LayerMask enemyLayer;

private Vector3 lastTargetPoint;

public event Action<IPoolable> OnReturnToPool;
public Transform Transform => transform;

public GameObject GameObject => gameObiject;
public void ReturnToPool()

{

OnReturnToPool?.Invoke(this);

void Start()
{

lastTargetPoint = gameObject.transform.position;

void FixedUpdate()

if (target != null && target.activelnHierarchy == true)

{

transform.position =
Vector3.MoveTowards(transform.position,
target.transform.position, Time.deltaTime * speed);

lastTargetPoint = target.transform.position;
transform.LookAt(target.transform);

}

else

{

transform.position =
Vector3.MoveTowards(transform.position, lastTargetPoint,
Time.deltaTime * speed);

transform.LookAt(lastTargetPoint);

if (Vector3.Distance(transform.position,
lastTargetPoint) < 0.5f)

ReturnToPool();

public void OnSpawn(Transform spawnPoin,
GameObiject target)

{
gameObiject.SetActive(false);
transform.position = spawnPoin.position;
gameObject.SetActive(true);

this.target = target;

private void OnTriggerEnter(Collider other)

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

{
TakeDamage(other);

ReturnToPool();



}
protected virtual void TakeDamage(Collider other) {}

DeathBox.cs:

using UnityEngine;

public class DeathBox : MonoBehaviour

{
private void OnTriggerEnter(Collider other)

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

{

other.gameObject. GetComponent<EnemyManager>().On
Death();

}

RangeDD.cs:
using UnityEngine;

public class RangeDD : DamageDealer
{
[SerializeField] private float radiusOfDamage;

private Collider[] enemies;

protected override void TakeDamage(Collider other)
{
base. TakeDamage(other);

enemies =
Physics.OverlapSphere(other.transform.position,
radiusOfDamage, enemyLayer);

for (inti=0; i < enemies.Length; i++)

enemies[i]. GetComponent<EnemyManager>().GetDamage
(damage, damageType);

}

SetFire.cs:

using UnityEngine;

public class SetFire : SingleDD
{

[SerializeField] private float fireDamage;

protected override void TakeDamage(Collider other)

{

base. TakeDamage(other);
other.GetComponent<EnemyManager>().StartCoroutine("

Burning", fireDamage);

}

SingleDD.cs:
using UnityEngine;
public class SingleDD : DamageDealer

{

protected override void TakeDamage(Collider other)

{
base.TakeDamage(other);

other.GetComponent<EnemyManager>().GetDamage(dam
age, damageType);

}

ChangeLVL.cs:

using UnityEngine;



using UnityEngine.SceneManagement;

using UnityEngine.Ul;

public class ChangeL VL : MonoBehaviour
{
private Button button;
[SerializeField] private bool thisLvl;
[SerializeField] private bool nextLvl;

[SerializeField] private Scene scene;

private void Start()
{
button = GetComponent<Button>();

button.onClick.AddListener(ChangeLvl);

if (thisLvl) scene =
(Scene)SceneManager.GetActiveScene().buildindex;

else if (nextLvl)

{

scene =
(Scene)SceneManager.GetActiveScene().buildIndex + 1;

if ((int)scene >=
SceneManager.sceneCountinBuildSettings)

scene = Scene.MainMenu;

private void OnDestroy()
{

button.onClick.RemoveAllListeners();

public void ChangeLvl()
{

SceneManager.LoadScene((int)scene);

public enum Scene
{

MainMenu,

First,

Second,

Third,

Fourth,
}
ChangeMenuStatus.cs:
using UnityEngine;
using UnityEngine.Ul;

public class ChangeMenuStatus : MonoBehaviour

{

private Button button;
[SerializeField] private GameObject menu;

void Start()
{

button = GetComponent<Button>();

button.onClick.AddListener(UseLvIMenu);

private void UseLvIMenu()

{

menu.SetActive(!menu.activelnHierarchy);

private void OnDestroy()
{

button.onClick.RemoveAllListeners();



} void Start()

{
ExitButton.cs: button = GetComponent<Button>();
using UnityEngine; button.onClick.AddListener(ChangeTimeScale);
using UnityEngine.Ul; }

private void ChangeTimeScale()

public class ExitButton : MonoBehaviour {
{ Time.timeScale = isPause ? 1 : 0;
private Button button; isPause = lisPause;
void Start() }
{
button = GetComponent<Button>(); private void OnDestroy()
button.onClick. AddListener(Quit); {
} button.onClick.RemoveAllListeners();
}
public void Quit() }
{
Application.Quit(); TowerUIControllser.cs:
Debug.Log("Quit"); using UnityEngine;
}
private void OnDestroy() public class TowerUIControllser : MonoBehaviour
{ {
button.onClick.RemoveAllListeners(); [HidelnInspector] public PlatformManager platform;
}
} public void ChooseTower(Towers tower)
Pause.cs: {
using UnityEngine; platform.ChooseTower(tower);
using UnityEngine.Ul; }
public class Pause : MonoBehaviour public void RemoveTower()
{ {
private Button button; platform.RemoveTower();
private static bool isPause = false; }

[SerializeField] private GameObject menu;
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META, OB’EKT TATIPEOMET AOCHIOXXEHHA

B naHwi yac puHOK MOOBINbHKMX irop He CTOITb Ha Micli Ta aKkTUBHO
po3BuBacTbcs. OAHaK AKICTb BiNbLLIOCTI irop, WO BUMNYCKaKTbCS, 3anuiae
GaxkaTu KpaLlloro, i KopucTyBadi BUbMparwTbe came sikicHi irpwn. MNporpamicty

HeobXxigHO NpaBUNbHO PO3pPoBUTK apXiTeKTypy nporpamMu, sika byae 3posymina
iHLUMM NporpamicTamM Ta 3MOXe Nerko posLnpoBaTUCh.

e MeTa pob0TH: BusiBNeHHsA HedonikiB Ta Npo6nem npu NPoeKTYBaHHI Ta
po3pobui MmobinLHoro irpoBoro gogatky Ha 6asi Android nnatdgopmn.

e OO’eKT fQOoCNiIAXEHHA: CTBOPEeHHA TPUBUMIPHOTO iIrpoBOoro AoaaTtky y
XaHpi «tower defense» gna Android.

o [lpegmeT oocnigXeHHS: MeToaun, NaTepHN Ta TEXHONOTIT pO3po6KK
irpoBoro nporpamHoro 3abesneyeHHs ans Android nnatdopmu.
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3 Medieval Defenders

Plants vs Zombies

e

TEXHIYHI 3SABOAHHA

1. ITpoBecTu aHaI13 IpeaAMETHOI 00IACTI.

2. JIocaiguTH pylIii po3poOKH irop, MOBHU IpOrpaMyBaHHS,
HeOoOX1/TH1 ISl HUX, Ta CepeIOBUINA PO3POOKH TTPOTPaMHOTO
KOTTY.

3. Po3pobutu apXiTeKTypy IrpoBOro MOOIJILHOIO J0JIaTKYy.
4. CTBOpUTH NIPOTPAMHUU IIPOJTYKT.

5. IIpoBecTu TecTyBaHHS.
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AMNPOBALLISI PE3Y/ILTATIB
NOCANIAMKEHHA

https://newzoo.com/cn/articles/newzoos-mobile-trends-to-watch-in-2020/.

*  Unity - Manual: System requirements for Unity 2020 LTS. [Enexrponnuii pecypc] — Pecype
nocryny: https://docs.unity3d.com/Manual/system-requirements.html

*  C# Language Specification (4" ed.). [Enextponnuii pecypc] — Pecypce noctymy:
https://www.ecma-international.org/publications-and-standards/standards/ecma-334/

»  Stack Overflow Developer Survey 2021 - Integrated Development Environment, 2021.
[Enexrponnuii pecypc] — Pecype nocryiy:
https://insights.stackoverflow.com/survey/202 1 #section-most-popular-technologies-
integrated-development-environment

*  Unity — Scripting API: ObjectPool<T0>. [Enexkrponnnuii pecypc] — Pecype moctymy:
https://docs.unity3d.com/2022.1/Documentation/ScriptReference/Pool.ObjectPool 1.html

BUCHOBKHA

1. bymo nociiKeHo ABHIIE BIACOITrop, iX ICTOPIIO Ta 0COOIHBOCTI PO3POOKH, a TAKOK BHSIBICHO
CyTh JKaHpy «tower defense» Ta fforo irpoBoro mporecy.
2. byIto rpoBeieHO aHal3 ICHYIOUHX IIPOrpaMHUX 3ac001B Ta IHCTPYMEHTIB JIJIS pealiizalii
BHOODI cepenoBuIa po3poOKH s 3ynHHABCA Ha Visual Studio.
3. byna cipoekToBaHa apXiTeKkTypa irpoBoro JaofaTky. IlporpaMua qacTHHa MPOEKTY CKITAIAEThCS 13
23 ¢aiinis: 22 knaciB 1 oHOTO iHTEPPETCY.

IIKOIH Boporaw, 1HTepdeiic KopHcTyBada.
5. Byno npoBejieHe TecTyBaHHS, B pe3ybTaTi sSKoTo OyI0 BH3HaUeHO, 1110 Iporpama Bi/IMOBIIae

IIOCTaBJIICHHM BHMOI'aM.



OAKYHO 3A YBATY!



