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PE®EPAT

TexctoBa uwactuHa KBamiikamiiiHoi poOOTH HaA 3100YTTS OCBITHHOTO CTYHEHS
Oakanaspa: 49 ctop., 1 Tabmn., 17 puc., 31 mxepern.

Mema pobomu — BIOCKOHAJEHHS KaHPY apKaJHOTO IIyTepa IUIAXOM iHTerparii
MeXaHIKu 00’ €1HaHHS 00’ €KTIB.

06’exkm OocnioxcenHs — TPoOLEC PO3POOKHM MOOUIRHOI TpPU 3 €JIEMEHTaMU
apKaJHOro IIyTepa Ta MEXaHIKOI0 MO€ETHAHHSI.

Ilpeomem Oocnioddcenns — IporpaMHa peasizallis merge-MeXaHiKu B apKaJHOMY
nryTepi.

Kopomxuii 3micm po6omu. B pobGOTI mpoaHai30BaHO OCOOJIMBOCTI MOOUIBHUX
apKaJHUX 1rop 13 MEXaHIKOI merge Ta iXHIM BIUIMB Ha 3allIKaBJIEHICTh KOPHUCTyBaya.
PO3MIISTHYTO Cy4acHI MIAXOAM JI0 MO€THAHHS KaHPIB B MOOUTbHUX irpax (riopuau3aiii)
Ta IXHIM BIUIMB Ha YTPUMAaHHS TpaBlis. MPOAHAII30BAaHO ITPOBI PIIIEHHSA B ICHYIOUHX
3aCTOCYHKax Ha OCHOBI MOJiOHOI MexaHikd. Po3poOieHOo anropuT™M JIOTIKHM merge-
CHUCTEMHU Ta MPOTPaMHO peaizoBaHl KIHOYOBI (DYHKIIIOHAIBHI MOXJIMBOCTI, 30KpeMa:
CTpJIbOA O XBUJISIX CYNIPOTUBHUKIB, 00’ €IHAHHS IrPOBUX OAMHUILL (MeErge), MOKPOKOBE
MIOCWJICHHS Tepost Ta 30epexeHHs mporpecy. [IpoBenaeHo TectyBanHs (QyHKIIIOHATBHOCTI
rpu. B poGoti Bukopuctano irpoBuit pymiii Unity, moBy mnporpamyBanHs CH#,
InTerpoBane cepenoBuiie po3poOku Rider, cucremy kontposto Bepciii GitHub,
BeKTOpHUH Tpadiunumii pegaktop — illustrator Ta JSON aiis 306epexxeHHsT JaHHUX.

Cdeporo BuKOpHCTaHHS 3aCTOCYHKY € poO3Bara OpI€HTOBaHa Ha Ka3yaJbHHX

TPaBIIiB, 3aI[IKABJICHUX B apKaJHOMY IIyTepi 3 €JIEMEHTAMU CTpPATETii.

KJIFOUOBI CJIOBA: MOBIJIBHA T'PA, UNITY, C# , MERGE-MEXAHIKA,
APKAJTHUI IITYTEP.
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BCTYII

AxmyanvHicms TEMH JOCHIPKEHHS 3yMOBJIEHa CTPIMKHM PO3BUTKOM I1rpoBOi
IHIyCTpii, sIKa HA CHOTOJHI € OAHIEI0 3 HAWOUIBII NEPCHEKTUBHUX 1 MPUOYTKOBUX chep
uPOBUX TEXHOJIOTIH. 3pocTaroya MOMyJISIPHICTh KOMIT FOTEPHHUX 1 MOOLTBHUX Irop Ha
PI3HMX TUIaTQOopMax CTBOPIOE CHPUATIIMBI YMOBH JJIsl peajiizallii IHHOBALIMHUX 17eil Ta
npo¢eCciifHOrO PO3BUTKY PO3pOOHUKIB. Po3po0OKa BIIAaCHOI IpU € HE JIUIIE aKTyalbHUM
BUKJIMKOM JUIsI Cy4aCHOTO MPOrpamMicTa, a ¥ MOXJIHMBICTIO BJOCKOHAJIUTU MPAKTHUYHI
HAaBUYKH B rajgy3i po3poOKU MPOrpaMHOro 3a0e3rneyeHHsl.

Ocobuctuii iHTEpeC aBTOpa A0 CTBOPCHHS BIPTyaJIbHHX CBITIB CTaB OJHIEIO 3
TOJIOBHUX NMPUYHUH BHOOPY TEMHU JTOCTIIHKEHHS. Bigeoirpu chboroaHi BUXOIATH 3a MEXI
po3Bar — BOHM AaKTHBHO 3aCTOCOBYIOTbCSI B OCBITI, MEOUUMHI Ta MNpoQeciiHIn
MiATOTOBIN. 30KpeMa, irpoBl CUMYJISIi BUKOPUCTOBYIOTH IS TPEHYBaHHS JIIKapiB,
N1JI0TIB, PATYBAJIBHUKIB, & TAKOX I peaduliTalii Mali€HTiB Micis 1HCYJIbTY YU TPaBM
TOJIOBHOTO MO3KY. Lle CBIAUMTH MpO BUCOKY COIiaJIbHY Ta HAYKOBY 3HAUYIIICTh JaHOI
chepu.

Po3pobka MOOITBHOT TPH Y JKaHPi apKaJHOTO myTepa Ha 6asi pymrist Unity MoBoro
nporpamyBaHHs C# 103BOJISIE I€TATBHO TOCIITUTH €Tay CTBOPEHHS IrPOBOTO MPOIYKTY
Ta BIOCKOHAJIHWTH KIIFOUOBI MOJYJI TPH >KaHPY i3 BpaxyBaHHSIM CYYacCHHX BHUMOT [0
redMILICIO Ta TEXHIYHOT peati3aliii.

Mema pobomu — BIOCKOHAJICHHS KaHPY apKaJHOTO IIyTepa 4Yepe3 1HTEerpalliro
MeXaHIKU 00’ eqHaHHs 00’ €KTIB.

06’exkm Oocnioxcennss — Tpolec PO3pOoOKH MOOILIBHOI TpU 3 EJIEMEHTaMH
apKaJHOTO IIyTepa Ta MEXaHIKOI0 MOETHAHHS.

Ilpeomem Oocniodcenns — IporpaMHa peasizailis merge-MeXaHiku B apKaJHOMY
Iy Tepi.

3as0anmsn 00CnioHCeHHA:

1. IlpoanamizyBaTH ICHYIOUl ITPH B >KaHpl apKagHUN LIyTep Ta BU3HAYMUTHU iX

nepeBary Ta HEJIOMIKH.



2. O3HalloMHUTHCS 3 ICHYIOUMMH TEXHIYHUMHU 3ac00aMH JUisi PO3poOKH irop Ta
BUOpATH Ti, [0 HAUOUIBIIE MIAXOAATh 1JI1 BAKOHAHHS 3a/1aui.

3. Busnauntu OCHOBHI mapameTpu rpu (KaHp, MPOCTip, BUA Tpadiku, irposi
0COOJIMBOCT).

4. CrHpoeKTyBaTH rpy, 3aCTOCOBYIOUYM BUOpPAHI MapaMeTpu I'pu.

5. Po3pobutu rpy, BUKOPUCTOBYIOUH BUOPaHi 3ac00M pO3POOKH.

Memoou oocniodoicenns: CTPYKTYpHUN aHalli3 1 IPOEKTYBaHHS, METOIU PO3POOKHU
Ta TECTYBaHHS IPOTPAMHOTO 3a0e3MedeHHs, METoIi Bepudikarllii irop.

Haykosa noguszna poOOTH TOJIATAE y MOEAHAHHI KIIACUYHOTO KaHPY apKaJgHOTO
nryTepa 3 MEXaHIKOK merge Ta MoOyJOBOI T'HYYKOI ITPOBOI JIOTIKM 3 YpaxyBaHHSIM
Cy4acHUX BUMOT JI0 MOOLJILHOTO IrpOBOTO JOCBITY. Taka KoMOiHaIlis T03BOJISE 30EPETTH
JMHAMIKY Ta MPOCTOTY KepyBaHHS, OJHOYACHO OJAI0YU CTpPATEriuHy CKJIAIOBY, IO
M1JIBUIIY€ YTPUMaHHS TPaBIIiB.

Ilpakmuuna 3nauywjicms PpoOOTH TOJATAE Yy CTBOPEHHI ITOBHOIIHHOTO,
ONTHMI30BAaHOIO ITPOBOTO NPOAYKTY, SIKHA MOKe€ OyTH BUKOPUCTaHUM $K Oa3oBa
wiatrgopMa IS MOAAIBIINX TPOEKTIB y cdepi MOOUIBHOTO TeHMIEBY, a TaKOXK

CIIyTyBaTH MPUKIIAJIOM JJI HABUYAHHA Ta HAOYTTs TOCBILY B po3po0iii irop.
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1 AHAJII3 IPEJMETHOI TAJTY3I

1.1 Bigeoirpu

1.1.1 Orasa icropii MoOiIbHMX irop

[cTopist MOOLTBEHUX ITOp po3MoYaiacs Iie 0 MOsIBU cydacHUX cMapT@oHiB. Y 1994
potii Ha MmoOTEHOMY Tenedoni Hagenuk MT-2000 6yno nonepeHb0 BCTAHOBIIEHO TPy
Tetris, 10 cTan0 NEPIIMM MPUKIAIOM IHTErpaLli rpy B MOOLIbHUN TIPUCTPIN.

Opnak cropapxHiii npopuB BinOyBcs y 1997 poui 3 mosiBoro rpu Snake Ha
tenedonax Nokia. Ilsg mpocta, ane 3axoruiorya Ipa cTajda KyJIbTOBOK 1 CIpHsia
oMy sipu3allii MOOITFHUX ITOp Y Macax.

VY 1999 pori simoncbka koMmadiss NTT Docomo 3anpoBaaniia cepsic i-mode, sIKuid
JI03BOJISIB 3aBaHTAXXyBaTH irpu Ha MoOUIbHI TenedoHu. Lle cramo mepmuM KpoKoM 10
CTBOPEHHSI €KOCUCTEMH MOOITBHUX 1TOP 3 MOKJIUBICTIO 3aBAHTAKEHHS KOHTEHTY.

CripaBkHs peBOJIOLIA B MOOLIbHOMY FeHMIHTY Bi0yacs 3 mosiBOI0 cMapT(hOHIB.
VY 2007 poui Apple mpeacrasmna iPhone, a B 2008 pomi 3amyctuma App Store, 110
JI03BOJIMIIO PO3POOHMKAM JIETKO PO3IMOBCIOKYBaTH CcBOi irpu. Lle mpuszseno g0 6ymy
MOOUIBHHUX 1rop, TakuXx sk Angry Birds Ta Fruit Ninja.

VY 2012 porii 3'sBUnUCS irpH, 10 BUKOPUCTOBYBAIN MOeIb "'freemium", ne 6a3oBa
rpa Oyna O€3KOIITOBHOI, ajie MPONOHYBAJIMCA BHYTPIIIHBOITPOBI MOKYIKH.
[Tpuknagamu takux irop € Candy Crush Saga ta Puzzle & Dragons. Lla Mmoaens ctana
JIOMIHYIOYOI0 B MOOIJTbHOMY TE€HMIHTY.

Cporo/iHi MOOUIbHI ITPU OXOILUTIOIOThH IMIHUPOKUN CHEKTP KaHPIB Ta TEXHOJOTIH,
BKJIFOYAIOYH JIOTTIOBHEHY peanbHICTh (AR) Ta BipTyansHy peanbHicTh (VR). Bonu cramm
BXKJIMBOIO YACTUHOIO 1HIyCTPii po3Bar, 3aIy4alouu MUTbHOHM IPABIIiB IO BChOMY CBITY.

TakuM YMHOM, MOO1JIBbHI ITPHU MPOMIILIN IIISAX BiJ MPOCTUX BOYIOBAaHUX pO3Bar A0
CKJIAJIHUX, 0araToQpyHKI[IOHAJbHUX NPOAYKTIB, MO (OPMYIOTh CYYacCHY KYJIbTYPY

TeHMIHTY.
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1.1.2 Anani3 cy4acHOro ctasy irpoBoi inaycTpii

CaiToBa irpoBa IHIYCTpisl MPOJOBXKYE IEMOHCTPYBATH JUHAMIYHHA PO3BUTOK,
HE3Ba)KAI0YM Ha €KOHOMIYHI BUKJIMKU Ta CTPYKTYpHI 3MiHU. Y 2024 poui rinoOanbHUR
noxia Bix Bimeoirop gocsar $184,3 mupn, 3 SKUX TOJOBHHY 3a0e3MedrB MOOUTLHUH
cermeHT ($92,5 mipn), 1o 3pic Ha 2,8% MOPIBHSIHO 3 IMONEPETHIM POKOM.

Mynemuniamgopmenicmo ma Myromuniecpricme

3rigno 3 manumu Unity Gaming Report 2024, KiIbKICTh MyJIbTHUILIATHOPMEHHIX
irop 3pocia Ha 40% 3 2021 poky, a cepe/1 HeBeJIMKUX CTy i — Ha 71%. MynbTumieepHi
irpu puHecTu po3poOHukam $2,3 mipa goxoxis y 2023 porri, mo Ha 10% Oinbine, Hix
y monepenHboMy. MoOiTbHI MyNIbTUILICEPHI irpu MatoTh Ha 40,2% Oinbiie aKTUBHUX
TpaBIliB Ha MICSIlb, HI’)K OJTHOKOPUCTYBAIIbKI.

Poszeumok monemuszayitinux mooenei

Po3poOHuKN Bce yacTilie BUKOPUCTOBYIOTh KOMOIHOBaHI MOJAEII MOHETH3AIlii,
30KpeMa BHYTPIIIHbOIrpoBYy pekiamy (IAA). ¥V 2023 poii 1oxoau BiJ peKJIaMu 3pociiu
Ha 26,7%. Haiibinbmry eQeKTUBHICT, TPOAEMOHCTPYBAIU ITpH, SKI TOETHYIOTH
BUHAropo/kyBanHi Bijeo Ta offerwall: yTpumanus kopucrtyBauiB Ha 7-i J€Hb
301pmmIocs Ha 4%, a Ha 30-i1 — Ha 2%.

Inmeepayia wmyunozo inmenexmy

[ryynuii inTenekt (Al) crae HeBiI'€eMHOIO YaCTHMHOKO MPOIIECY PO3POOKH 1rop.
62% cTynmiii BUKOpPUCTOBYIOTh Al /IS OKparieHHs: poOoYnX MPOIECiB, 30KpeMa IS
CTBOPEHHSI KOHTEHTY Ta aHiMailiii. 71% 3 HUX BIA3HAYWIM MOKpAIIEHHS €()EeKTUBHOCTI
MPOEKTIB, 3MEHILIEHHS Yacy peani3alli Ta 3pOCTaHHs SKOCTI IPOIYKTIB.

3pocmarHsa punKy MOOILIbHUX (20D

MOo061JIbHI IFPH 3aJIMIIAIOTHCS MPOBITHUM CerMEeHTOM 1HAYCTpii. Y 2024 poiii BoHU
3a0e3Meunsiu MOJOBUHY TJI00ATBHOTO 10X0y BiJ Biaeoirop. Lle 3pocTanHs moB'sa3aHe 3
JOCTYITHICTIO CMapT(OHIB Ta PO3BUTKOM MOOUTBHUX MIIATHOPM.

Po3zsumox indi-icop ma xopucmyseaybko2o KoHmenmy

[ani-irpu, taki sk "Among Us" ta "Stardew Valley", neMoHCTpyIOTh 3HAUHMIA

ycmix 3aBAsgku Imiargopmam Ha kmTaiaT Steam Ta Roblox, ski 103BOJISIOTH JIETKO
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po3noBcrokyBatid HOBI irpu. KopuctyBanpkuii koHteHT (UGC) cTae BaxJIMBOIO
YaCTHUHOIO ITPOBOTO JOCBiTY, CIPUSIIOYH 3TyUYEHHIO TPABI(IB T4 PO3BUTKY CILIBHOT.
Buknuku ma nepcnexmusu
He3Baxatoun Ha NO3WUTUBHI TEHJEHLII, 1HIYCTPisl CTHUKAETHCA 3 BUKIUKAMH,
TaKUMH SIK 3aTPUMKH Y BUITYCKY KITFOUOBUX MIPOEKTIB, III0 MOXKYTh IPU3BECTH 10 3HAUHUX
¢dinancoBux BTpar. Hampuknan, 3atpumka penizy Grand Theft Auto VI ouikyerbes

cpuyuHUTH BTpaTH B $2,7 Muipa 'y 2025 pori.

1.1.3 Posib MOOIJILHUX irOp B eKOHOMIIli TA CYCHIJILHOMY KMTTI

KoMmm’rotepHi irpu 3a OCTaHHI JECATWIITTS MEPETBOPWINCA Ha BaKIMBUU
EKOHOMIYHHI CEKTOP, 0 XapaKTePU3YEThCS 3HAYHUMHU 00CSTaMu BUPOOHUIITBA, 30yTy
Ta 1HHOBaWii. [HAYCTpis BieOirop TreHEpye MUIbIPAU J0JIapiB JIOXOJY IIOPIYHO,
CTBOPIOIOYH po0O0UY1 MiCIIsl y p13HUX c(hepax — BiJl pO3pOOKH TPOTrpaMHOI0 3a0e3NeUEHHS
1 rpadiyHoro au3aHy J0 MApKETHHTY Ta MIATPUMKA KOPUCTYBadiB. 3aBIsSKH
MOCTIHHOMY BIPOBA/PKEHHIO HOBUX TEXHOJIOTiIM, TaKWX SK INTyYHWH 1HTENEKT,
BIpTyaJbHa Ta JIOTIOBHEHA pPEalIbHICTh, Tally3b aKTHMBHO CTUMYJIO€ IHHOBAIli, SKi
MOIIUPIOIOTHCS 1 HA 1HIII Taly31 EKOHOMIKH.

OxkpIM NpsIMOTO €KOHOMIYHOTO BIUIMBY, KOMIT FOTEpPHI ITPH BIAIrPalOTh BAKIUBY
POJIb Y CYCHIIBCTBI, POPMYIOUYH HOBI KYJIBTYPHI Ta COITiabHI MPAaKTHKW. BOHN cIpUsFOTH
PO3BUTKY TBOPUOTO IMOTEHINANY, JOTIYHOTO MHCIEHHS Ta CTPATETiYHUX HABUYOK, IIO
MO>K€ MO3UTHUBHO BIUIMBATH Ha MpodeciiiHuil Ta 0COOUCTICHUI PO3BUTOK KOPUCTYBAUiB.
Bigeoirpu yacto BUCTYMarOTh MaaTGOpMOIO IS COLIAIIbHOI B3a€MOJIii, JOTIOMAralyu
dbopMyBaTH CIIUILHOTH 32 IHTEPECaMU 1 pO3BUBATH HABUYKH KOMaHAHOI poOOTH.

Kpim Toro, KOMIT' FOTEpHI iTpH Aemalli aKTUBHIIIE BUKOPHUCTOBYIOTHCS B OCBITI Ta
HAyKOBHUX JOCIIDKCHHSAX SK €(PEKTHMBHUM IHCTPYMEHT HaBYaHHS 1 MOTHBaIlii. BoHu
JI03BOJISIIOTH  MOJICTIOBATH CKJIQJHI TPOIECH, CHPUAIOTh TJIHOMIOMY 3aCBOEHHIO
1H(MOopMaIlii Ta pO3BUTKY KPUTHIHOTO MHUCIICHHS.

BaxxnuBe miciie KOMIT' FOTEpH1 I'pH 3aiiMaloTh 1 B KyJbTypPHOMY KOHTEKCTi. BoHu
NOETHYIOTh Yy CO01 €JIeMEHTH MHUCTEITBA, MY3HKH, JITEpaTypu Ta KiHO, CTBOPIOIOUHU

YHIKQJIbHI MyJIbTUMEI1HI TBOPH. ITpOBi CIOKETH Ta Bi3yasibHI PIllIEHHS YaCTO CTAIOTh
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JUKEPEJIOM HATXHEHHS JUIsl 1HIIMX TBOPYMX I1HAYCTpid. TakoX KOMII'IOTEpHI irpu
COpPUAIOTh 30€pEeKEHHI0O Ta MOMyJsipu3ailii KyJIbTYpHOI CHAALIMHU, IEpeAaroyuu
ICTOpUYHI TOJIIT Ta TPAAULIli Y IHTEPAKTUBHIN QopMi.

OTxe, 3HAaUEHHS KOMIT FOTEPHUX IFOP BUXOAMTH JAIEKO 32 MEXI pO3BaKaJIbHOI
cepu — BOHU € MOTYKHUM €KOHOMIYHUM (PAKTOPOM 1 BATOMHUM €JIEMEHTOM CYy4acCHOIO

COIIIOKYJILTYPHOTO JIAaHAIIA(TY.

1.1.4 IlpakTYHe BUKOPUCTAHHA MOOLJILHUX irop

MOoO1JIbHI ITpH CHOTOAHI 3aliMalOTh Ba)JIMBE MiCIEe Y HUPPOBOMY CEpEAOBHILIL,
CTaBIIIM HE JIMINE TIOMYJISIPHUM 3aCO00M pO3Bar, a # yHIBepCaJbHUM 1HCTPYMEHTOM 3
HIMPOKHUM CIIEKTPOM 3aCTOCYBaHb Y p13HUX cepax >KUTTs. PO3MOBCIOIKEHHS MOOLITBHUX
MPUCTPOIB, TAKUX K CMApPT(HOHU Ta IJIAHIIETH, a TAKOXK 3PYUHICTh JOCTYILY JO irop y
OyIb-IKUl 4Yac 1 B Oyab-SKOMY MICIIl CIPHUSAIOTh iXHIM 3HAYHIM MOMYJSIPHOCTI Ccepell
KOPHUCTYBauiB PI3HOr0 BIKY Ta COLIAJIBHOTO CTaTyCy.

Possascanvna ¢ynxyis

OCHOBHUM HaNpPSAMKOM BHKOPHUCTAaHHS MOOUTBHHMX IrOp € po3Bard Ta JIO3BLILIA.
3aBIsKU BETUKIN PI3HOMAHITHOCTI KaHPiB — BiJ] MPOCTUX T'OJIOBOJIOMOK J0 CKJIQJIHUX
CTpAaTerii Ta poJIbOBUX ITOpP — KOPUCTYBayi MalOTh 3MOTY OOMPATH IrpH BIAMOBITHO /10
CBOiX 1HTepeciB 1 BI1og00aHb. MoOUIbHI irpu 3a0€3MeuyoTh MBUAKUM TOCTYI 10 pO3Bar
y Oyab-sIKU# 9ac, 10 0COOIMBO BAXKIIUBO y CYYaCHOMY PUTMI KUTTS, JI€ JIFOU IITYKAIOTh
MO>KJIMBOCTI BIJIMOYUTH HABITH MiJ] 4aC KOPOTKUX TIEPEPB.

Ocegimne 3acmocysanmsi

B ocranni pokm MOOUTBHI ITpW Jemaii dYacTimie BUKOPUCTOBYIOTHCS SIK
IHHOBAIIMHUNA OCBITHIA 1HCTpYMEHT. OCBITHI ITpH JIONOMAararTh PO3BHBATH JIOTIKY,
KPUTUYHE MHCJICHHS, MOBHI HaBWUYKH, a TaKOX 3MIIHIOIOTh TaM’sITh 1 YyBary.
[aTepakTBHUN (dopmaT Mmojavi Marepiany CHOpHUs€e MiABUIICHHIO MOTHUBAIllli Y4YHIB,
pOOUTH HAaBYAHHS OUIBII IIKaBUM 1 TOCTynmHUM. OCOOJIMBO KOPUCHUMU TakKl ITPH € IJIsI
JUTEH MOJIOIIOTO MIKITFHOTO BiKY, alie iXHA €(EeKTUBHICTh JOBEACHA 1 ISl JOPOCIUX Y

nporieci mpo¢ecifHOro HaBYaHHsI Ta MiABUILICHHS KBamidikallii.
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Coyianvha 83aemo0is

MoO6isbHI ITpH CHPUSIOTh PO3BUTKY COIAJIBHOI B3a€EMOJIIi, IO € BaKJIUBUM
aCIeKTOM Cy4acHOro Hu(ppoBOro >kutTs. bararo irop maroTh 0araTOKOpUCTYBalbKHM
PEXUM, IO JTO3BOJISIE TPABLSAM B3a€EMOISTH B PEXXKHMMI PEAIbHOTO 4Yacy, CTBOPIOBATH
CHUIBHOTH 32 IHTEpecaMu, OpaTH y4yacTh Y KOMAaH/IHUX 3MaraHHsX Ta CHUIbHUX MPOEKTaX.
Takuii popMaTt MiATPUMY€E PO3BUTOK KOMYHIKATUBHUX HABUYOK, BMIHHS IPAIlOBATH B
KOMaH/I1 Ta BCTAHOBJIIOBATH M1>)KOCOOMCTICHI KOHTAKTH.

Mapxemumne i eeiimigikayis

3aBAsSKA CBOi MacoOBOCTI MOOUIBHI ITPH AKTUBHO BHUKOPHUCTOBYIOTBHCS SIK
wiatgopMa I MAapKETHHTOBUX KaMIlaHii 1 Teimidikaiii Oi3Hec-mporieciB. Yepes
IHTErpoBaHy pekilaMy, peKJaMHI akdii y BUIISAI BHYTPIIIHBOITPOBUX MOAIN Ta
CIIOHCOPCBKI MPOEKTU OPEHIU OTPUMYIOTh MOKJIMBICTh 3aJIy4aTH IIUPOKY ayJIUTOPIIO.
['eitmiikaris, sika nmepeadadae BIPOBAHKCHHS ITPOBUX MEXaHIK y HaBYaJIbHI, poOoUi
a00 KOMEpIiliHI MpPOLECH, JIOMOMarae MIJBUIIUTH MOTHUBAII0 Ta 3alyudYeHICTh
KOPHUCTYBAYiB.

Meouune i peabinimayiiine BUKOPUCTNAHHS

Okpemy Hilmly 3aiiMae 3acTOCYBaHHS MOOUIBHUX I1rop y MeauiuHi. BoHu
BUKOPHUCTOBYIOTHCSA JUIsl KOTHITUBHOI Teparii, 30KkpeMa Jis MOJINIIeHHs TaM’sITi, yBaru,
MOTOPUKH Ta KOOPJAMHAIIIT Y MAalll€HTIB 3 PI3HUMH HEBPOJOTIYHUMU 3aXBOPIOBAHHIMU.
IrpoBi METONMKM TaKOX CIHPHUSIOTh 3HIDKCHHIO PIBHSA CTpeCcy 1 TPHUBOXKHOCTI,
JIOTIOMararoTh y IMICUXOEMOIIITHOMY BIJIHOBJICHH1 Ta peadimiTamii. MeaudHi irpu 4acTo
pPO3pOOJIAIOTECS 3 ypaxyBaHHSAM cHelu(iKd NMEBHUX 3aXBOPIOBAHb 1 MAalOTh Ha METI
MOKPAITUTH SIKICTh KUTTS TAI[I€HTIB.

Kynemypne ma meopue 3nauenns

MOoO1IbHI ITpH TaKOX BHCTYNAIOTh MIATGHOPMOIO JUIsl PO3BUTKY TBOPUOCTI 1
MOIIUPEHHS KyJIbTYpHUX I[IHHOCTEH. BOHM MOENHYIOTh €1EMEHTH MUCTEITBA, MY3UKH,
JU3aiiHy 1 JITepaTypH, CTBOPIOIOYHN YHIKAJIbHI 1HTEPEKTUBHI TBOPH, SIKI BIUTMBAIOTH Ha
CydacHy KyJbTypy. Jlesiki irpy BHKOPUCTOBYIOTh ICTOPUYHI CIOKETH 1 MOTHBH, LIO
cripusie 30€peKECHHIO KYJbTYPHOI CHAIIMHU 1 MIABUIICHHIO 1HTEPECY JI0 iCTOpii cepen

MOJIO/I.
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Takum unHOM, cepa BUKOpHUCTAHHS MOOIUIBHUX IrOp € OaraTorpaHHOO 1
IPOJOBXKY€E aKTMBHO PO3IIMPIOBAaTUCS. BOHM B)ke JaBHO nepecTanu OyTH BUKIIOYHO
3ac000M poO3Bar, CTaBUIM BAXJHMBUM I1HCTPYMEHTOM Yy cdepi OCBITH, COLIAJIbHOI
B3a€MOJIIi, MapKeTHHTY, MEAWLMHU Ta KynbTypu. Lle miaTBep/pkye ixXHIN BHCOKHI

MOTEHITIaJl Ta 3HAYCHHS Y Cy4acHOMY IU(PPOBOMY CYCIIbCTBI.

1.2 ’Kanpu irop

VY cyuacHiit iHAyCcTpii MOOUTBHUX IrOP BUAUISIIOTh HU3KY OCHOBHHUX YKaHpPIB, KOYKEH
13 AKX Mae crnenudiyHl IrpoBI MeEXaHIKM, ayJAUTOPHI OCOOJMBOCTI Ta MOJENI
MoHeTH3alii. Hikue HaBe1eHo Kitacu(ikailiro )KaHpiB 13 KOPOTKUM OMTUCOM iX KITFOUOBUX
XapaKTePUCTUK Ta CYYaCHUX TPEH/IIB.

Ka3zyanvni icpu

Kazyanbni (casual) irpu XapakTepu3ylOThCS MPOCTOK MEXaHIKOI, KOPOTKUMH
irpoBuMu  cecisiMu  (1-3  XBUJIMHM) Ta MIHIMAJIbHUMU BHUMOTaMU JO HaBUYOK
KOpPHUCTyBaya. 3aBJASKW IHTYiTUBHO 3pO3yMUIMM TallOBUM 1 CBAlMOBUM [iIM, BOHHU
OpU3HAYEeHl JJIA [IUPOKOi ayAauTopli, BKIIOYAIOYM HENpodeciiHUX TPaBIiB 1
KOPHUCTYBauiB CTApUIMX BIKOBUX Kareropiii. Mojeni MOHETH3allii IPYHTYIOThCS Ha
OE3KOITOBHOMY 3aBaHTaXEHHI 3 BOYJIOBAHOI PEKIAMOI, BHYTPINTHBO-ITPOBUX
MOKYIIKaX KOCMETHYHHUX MPEIMETIB a00 HOJAaTKOBUX «KUTTIB». Y 2024 p. MOMITHO
3pociia MonyJsipHICTh hyper-casual irop, siki OpONOHYIOTh L€ MPOCTIy Tpadiky Ta
MEXaHIKY «KOPOTKHUX JOCSITHEHbY, CIPUSIOUH IIBUAKOMY YTPUMaHHIO KOPUCTYyBaya.

T'onosonomku

Puzzle-irpu crnpsMoBaHi Ha PO3BHTOK JIOTIYHOTO Ta MPOCTOPOBOTO MHCICHHS
yepe3 BUPINICHHS 3aBJaHb a00 MaHIMyJAII0 00’€KTaMH B MEXKaxX yMOBHOI CHUCTEMHU
npaBuwi. Taki irpy CTUMYJIIOIOTH KOHIEHTPALI YBaru 1 KOTHITUBHY THYYKICTb, IIIO
JIOBEJICHO HU3KOIO IMCHUXOJOTIYHHUX JIOCHIHKeHb. MoOHeTH3allig 3a3BU4ail peaizyeThCs
gyepe3 Mpojax «IigKa30k» abo HOBUX PIBHIB, a TaKOX JIEMOHCTPAIIO0 PEKIaMHUX
poJIMKIB Mixk cipoObamu. CepeJ; MOTOYHUX TPEH 1B — IHTErpalis J0MOBHEHOT pealbHOCTI

(AR) g popmyBaHHS TOJTOBOJIOMOK Y pPE€aTbHOMY CEPEIOBHIIII TPABIIS.
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Ponvosi icpu (RPG)

RPG Ha MoOuIBbHUX TUIaTQOpMax BUPIZHSIIOTHCS TIMOMHHOIO KAaCTOMI3aIlI€l0
NEPCOHAXIB, CUCTEMaMH PO3BUTKY HABHYOK 1 pPECypciB, a TaKOX pPO3TallyKEHHUMHU
cro)keTHUMHU JiHIsIMU. CoulanbHl (PyHKIIT — KJIaHOBI cOr03M, PvP-apeHu Ta crnuibH1
pel — CHOpHSIOTh BUCOKOMY PIBHIO 3aIy4EHOCT] ¥ yTpuMaHHIO ayauTopii. OCHOBHI
MOJIeJII MOHETH3allll BKJIIOYaloTh «battle pass», BumagkoBi «loot box» Ta ce30HHI
OHOBJICHHSA 13 chemianbHuMu TomisiMu. Y 2025 p. TpoBiAHI MPOEKTH AaKTUBHO
NPaKTUKYIOTh Live Ops-miaxij i3 MOTHKHEBUMHA OHOBICHHSIMU KOHTEHTY.

Cmpamecii

Kanp oxomumroe aekinbka miaTumiB: tower defense, MacoBi OHJIaMH-CTparterii
(MMORTS) Ta city builder. I'paBii BHUKOHYIOTH MJIaHYBaHHS PECYpCiB 1 TaKTHYHE
pPO3MILIEHHSI O00’€KTIB, IO CTUMYJIOE JOBFOTPHUBAILY B3AaEMOJIID 3 IPOEKTOM.
MomneTu3zaiiisi  3M1MCHIOETBCS ~ 4Yepe3  NPUIIBHUAIICHHS  OYyJIIBHMIITBA, MOKYIKY
npemianbHUX pecypciB 1 VIP-ctatyciB 13 mnpuckopeHHsAM ouikyBaHHA. CywacHa
TEH/ICHIIISI — BIPOBAKEHHS €JIEMEHTIB OJIOKYEHHY A1 0OMiHY BHYTPIITHBO-1TPOBUMHU
aKTUBaMHU.

Exwn ma wymepu

ExurH-irpu Ta mytepu Ha MOOLTBHUX MPUCTPOSIX MOEIHYIOTh MIBUAKI PEQIICKCH,
TaKTU4YHI MEPECTPUIKM Ta KOMaHIHI peXUMH. PO3BUTOK XMapHUX IrpOBUX CEpBICIB
MOKPAIINB SAKICTh TPpaQiku 1 3HU3UB 3aTPUMKY YIIPABIIHHS, 110 OCOOIMBO BAXKIIMUBO IS
xaHpy battle royale 3 y4yacTio coreHp rpaBIliB onHo4YacHO. OCHOBHAa MOHETH3AIlS —
KOCMETUYHI Habopu Il NEpPCOHaXIB 1 30poi, mpeMiaibHI MPOXOAU CE30HIB Ta
BHYTPIIIHBO-ITPOBi Oadu.

Cumynamopu

CUMynSTOpHI 1rpyd BIATBOPIOIOTH KOHKPETHI BHAM AISUIBHOCTI: (epMEPCTBO,
KEepyBaHHS TPAHCIOPTOM a00 TPEHIHT /I MEIWYHUX Ta HABYAIBHUX Iied. BoHu
BUPI3HAIOTHCA JI€TATI30BAaHUMH E€KOHOMIYHMMU Ta (I3UYHUMHU MOJETSMHU, SIKI
BUKOPHCTOBYIOTHCS HE JIMIIE B PO3BAXKAIBHUX, @ W y MPOQPECiiHUX TpeHaxepax.

[TonystpHi MOAEII MOHETH3AIlIT — MINKCKa HA MOJACHH] OOHYCH i TTOKYIIKa P1AKICHUX
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pecypciB. HoBuii Tpern — mosisa AR/VR-momatkiB mims rimOOKOTO 3aHYpEeHHS Y
npodeciitHi cumyiii.

Apkaou

ApKajH1 irpu — OJIMH 13 HaliCTapiINX >KAHPIB, 1110 30€pIrae akTyalbHICTh 3aBIASKH
MPOCTIN MEXaHiIll HECKIHUCHHUX payHAIB 1 cucTemMaM JiiiepOoopaiB. BoHU cTUMYIIOIOTH
«Ille OJIMH payHIl» 4Yepe3 KOPOTKI JUHAMIYHI BUKIMKKA Ta PEKOPAHI TaOIuIll.
MomneTu3ariisi niepeadadae moka3z pekiamMu 3a OOHYC 1 OJHOpPA30Bl TMOKYIKH IS
PO30JI0KYBaHHS HOBUX MepcoHaxiB. Cepesl CydyacHUX TPEH 1B — IMOBEpHEHHA 10 8-1 16-
O1THOT €CTETHKH Ta Kojabopaliii 3 BIIOMUMU OpeHIaMu peTpo-(paHIIu3.

Idle/Clicker icpu

Idle- a6o clicker-irpu 0a3yrOThCs Ha aBTOMATH30BAaHOMY HAKOIUYEHHI PECypCiB,
HaBITh KOJIM KOPUCTYBa4 HEAKTUBHHUUA. BigdyTTs mporpecy CTBOPIOETHCSA 3a PaxyHOK
PeryJIIpHHUX anrperiB 1 «JIOTepeHHUX» elleMeHTIB. MoHeTHu3allisl 31HCHIOEThCS uepes
INPUCKOPEHHS MPOLECIB 1 MIOJeHHI O0HycH 3a BXi y rpy. CydacHi riOpuau kaHpy
noeHy0Th MexaHikiu RPG 13 komIuiektamu TepoiB 1 KaMmaHisIMHU, O J0/1a€ TITUONHU

TEUMILIEIO.

1.3 IIpouec cTBOpeHHSA MOOIILHUX irOp

Po3poOka MOOITEHUX 1ITOP CKIATAETHCA 3 KUIBKOX MOCTIOBHUX (a3, KOXKHA 3 IKUX
Ma€ 4iTKO BHU3HAYEHI 3aBAaHHs, apTedakTu Ta KpuTepii 3aBepiieHHs. Hiwkue momano
OIHMC OCHOBHUX €TAaIliB MPOIIECY 3 MOCUIAHHAMH Ha aBTOPUTETHI JHKepena.

loes ma konyenyis

Ha mnepmomy kporti ¢GopMylrO€eThCsi 3arajibHa irpoBa ifies Ta BH3HAYAIOTHCS
CTpATEeriyHi MapaMeTpH MPOEKTY: aHaII3 PUHKY, HIbOBA ayIUTOPIis, YHIKaIbHA TOProBa
nporno3uiisi, BuOip miargopmu (1I0S, Android) Ta opienToBHUI O10KeT. Pe3ynbraTom
uporo eramy € Game Concept Document, sikiii MiCTUTB OIUC JKaHPY, KJIIOYOBUX MEXAHIK,
CIOKETHY JIIHII0, NPUOIN3HI TEXHIYHI i apT-BUMOI'M, a TAKOK CTPATET1I0 MOHETH3ALll.

IIpe-npooakuun

[TinroToBya ¢aza BKJIOYAE JACTAIbHE OMPAIFOBAHHS KOHIICIIIII:
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e [elimauzaiin: moOy10Ba JIOKJIAIHOTO IJIaHY PIBHIB, CUCTEMH IMPOTpecy Ta
OasiaHcy;

o Texniuauii BuOip: BusHaueHHs pymris (Unity, Unreal Engine a6o BnacHi
pileHHs) Ta HA0OpPy 1IHCTPYMEHTIB,;

e [IpoToTuryBaHHS: CTBOPEHHS MIHIMaJbHOTO >KUTTE3AATHOTO MPOTOTHUITY
(Minimum Viable Product, MVP) nns mnepeBipku OCHOBHHX IrpOBUX
MEXaHIK;

e IlmanyBaHHsa: po3poOKa JOPOXKHBOI KapTH Mpoekty (roadmap) i3
PO3MO/IIOM BiMOBIJATHHOCTEH 1 TAMYACOBUX PAMOK.

IIpooaxwun (pospobka)
[entpanbha ¢aza, e peanaizyroThCa BCl KOMIOHEHTH TPU:

e [IporpamyBaHHs: HallMCAaHHs KOAY I'POBOI JIOTIKH, IHTETPALlsl MEPEKEBUX
cepaiciB, aTikHUX APl Ta aHamiThky;

e Aprt-pecypcu: ctBopenHs 2D/3D-moneneit, animaniid, UI/UX-au3aiiny;

e Aypio: 3amuc Ta IHTErpaumis MY3WYHHMX TpPEKIB, 3BYKOBHUX €(EKTIB 1
TOJIOCOBHX JIOPIXKOK;

e ItepariiiHe TecTyBaHHS: BHYTpIIIHI TepeBipku (smoke tests, regression
tests) Ta BumpaBieHHS KPUTUYHUX OariB 13 BUKOPHUCTAHHSIM CHCTEMH
KoHTpoTro Bepcii (Git, Perforce).

Anvgha- ma 6ema-mecmysanns

e Alpha: cranis «feature complete» — yci OCHOBHI MEXaHIKH peani3oBaHi, rpa
byHKIIOHYE, aje moTpedye onTuMi3allii Ta HAITOBHCHHS

e Beta: ¢inanbHa mnepeBipka CTaOUIBHOCTI Ta 03a0UTITI, 3a3BUYaAl 13
3aJIydeHHSIM 30BHIIIHIX TecTyBalbHUKIB (closed/open beta) mns 300py
¢bi1n0eKy 1 BUSBICHHS 3JIUITKOBUX TTOMUJIOK.

Peniz ma mapxemune
[linroToBKa 10 BUXOY I'PU BKIIIOYAE:
e App Store/Google Play: manmamryBanHsS MeTagaHux (CKPIHIIOTH, OIHC,

KITFOUOBI CJIOBA), JTOKAMI3allis il pi3HI PErioHH;
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e ASO-onrtuMizanis: aHaigl3 KOHKYPEHTIB 1 MiaAOlp peleBaHTHUX KIHOYOBHUX
CIIIB;
e Mapkerunroni kammanii: digital-peknama, konadopariii 3 iH}IIOEHCEpPAMH,
TU3EpU U Tpeisiepu B COLIAIbBHUX MEpexax;
e MOHITOPUHT METPUK PEJI3HOTO JHS: KIIbKICTh 3aBaHTaXeHb, KOHBEPCIS
THCTaJIAIIN, pETEeHIITH Ha JIeHb 11 7.
lliompumka ma Live Ops
[Ticns myOmikarii rpa NepeXoAUTb Y PEXKUM MOCTIMHOL MIATPUMKH:
e Live Ops: peryssipHi OHOBJIEHHSI KOHTEHTY (HOBI1 T01ii, piBHI, KOCMETHKA),
BUIIPABJICHHS TOMIWIOK 1 3a0€3Me4eHHs CTab1IbHOCTI;
e AmHamTHKa: BiACTeXeHHS KiaodoBux mnokasHukiB (DAU/MAU, ARPU,
churn rate) Ta A/B-TecTyBaHHS 1JI ONTHMI3aIIil irpOBOTO MPOIIECY;
e (Ce30HHI iBeHTH: OOMEKEHI 32 4acOM 3aXOAH JUIsl MATPUMKH IHTEpecy U

CTUMYJIIOBAHHS BHYTPIIIHBOITPOBUX MOKYIIOK.
1.4 Pymiii 1151 po3po0km irop

VY cyuacHii 1HAYCTpIi po3poOKH irop pyuriil (game engine) BUCTYNA€E KIHOUOBUM
IPOrpaMHUM CEPENOBHILEM, K€ HAJA€ PO3POOHUKAM IOTOBI KOMIIOHEHTH 151 0OpOOKHU
rpadiku, (i3UKH, 3BYKY, CIIEHAPHOI JIOTIKH Ta MEpeXeBoi B3aeMoii. Hikue po3risiHyTo
HAWUMOMIMPEHII pylIii, IXHI TE€XHIYHI OCOOJUBOCTI, MOJIEN1 JIIIEH3yBaHHS Ta MOTOYHI

PUHKOBI TPEH/IH.

Unity

Unity € ogHNM 13 HAWMOMYJISAPHIIIKX IFPOBUX PYIIIiB y CBIiTi, 0CO0INUBO y cdhepi
MOGiIBHOI PO3po6KH, iHIi-poekTiB, 2D- Ta 3D-irop. Moro 6yi1o cTBOpeHO KOMIaHi€k0
Unity Technologies y 2005 porii, i 3 Toro 4acy BiH 3a3HaB 3HauHOI eBostorii. Unity
niarpuMye monana 25 miatdopmM, Bkirodaroun Android, i0S, Windows, macOS, WebGL,

PlayStation, Xbox, Switch Tomo. ["'onoBHow nepeparoro Unity € HOro KOMHOHEHTHa
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apxiTeKTypa: OCHOBHOIO CyTHicTI0O € GameObject, 70 SIKOTO MOKHa MPUKPITUTIOBATH
Oy/1b-SIK1 KOMIIOHEHTH, 110 3aJ4al0Th MOBEAIHKY, (Di3UKY, Bi3yalli3alliro TOIIO.

Unity no3Bosisie po3poOHHMKaMm nucatud Koj Ha MoBl C#, mo € 3py4yHOIO Ta
Cy4acHOK OO0’€KTHO-OPIEHTOBAHOIO MOBOK 3 BEJIHKOK KIJBKICTIO HaBYAJIbHUX
matepiamB. Takox pymriii mMae moTykHy ekocucteMy: Asset Store, Unity Services
(anamituka, pekiaama, moHetusarisi), Addressable Assets, URP/HDRP mns ruydkoi
pobotu 3 rpadikoro, miarpumMky XR mis po3pobku mig AR/VR, a takox DOTS (Data-
Oriented Technology Stack) mis BucoxompoaykTuBHOI po3poOku. Unity aKTHUBHO
BUKOPUCTOBYETHCS K Y HABYAIBHUX, TaK 1 B KOMEPIIMHUX MPOEKTAX, 1 3aTUIMIAETHCS
BuOOopoM Nel it po3poOKu MOOITEHUX 1TOP.

* Mosu nporpamysanss: C# (Mono/IL2CPP).

 IInardopmu: mobunbHI (10S, Android), aeckromn, koncomni, WebGL, VR/AR.

* OcobnuBocCTi: MMUPOKUN HaAOIp roToBuX makeTiB (Asset Store), BenHka

CHUIBHOTA Ta 00’ €MHA JOKYMEHTAIlisl.

* Monenb nineH3yBanHs: Oe3komToBHa Personal mist goxomxy < \$100 000/pik;

matHl Plus/Pro 3 101aTKOBOIO MiATPUMKOIO Ta MOMUIIMBICTIO BuaaieHHs Unity-

OpEHIUHTY.

* Punkosi nmo3uii: 3a naunmu Video Game Insights, y 2024 pomi 51 % irop Ha

wiargopMmi Steam Oyno BumyieHo 3 BukopuctanHsMm Unity. [Ipote 3 2021 p.

3ahikCOBaHO HE3HAYHE 3HIKEHHS yacTku Unity depes3 MOCUICHHS KOHKYPEHIIii 3

ooky Unreal Engine Ta BiIKpUTHUX PYIIiiB.

Unreal Engine 5

Unreal Engine 5, po3pobsenuii komnanieto Epic Games, € TOTyXKHUM pyIIiEM,
KU HallyacTille BUKOPUCTOBYETHCS Y CTBOPEHHI BUCOKOSKICHUX AAA-TIPO€EKTIB, TPOTE
OCTaHHIMHU POKaMU BCE€ YaCTIIIE 3aCTOCOBYETHCS M y MOO1IIBbHIN po3po0ili Ta 1HIi-1rpax.
OcHoBHow ocobmnuBicTio UES € Haa3Buyaiino peanictuyHa rpadika, Ky 3a0e3neqyrTh
texHoJyorii Nanite (BipTyamizoBana reomeTpis) Ta Lumen (Tyio0asbHE OCBITICHHS B
peanpHOMy uaci). Lli iHHOBaIi J03BOJIAIOTH OTpUMATH KiHeMaTOrpadiyHy SKICTh

rpadiky HaBiTh HA CEPEIHBOMY 3ai3l.
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UES miarpumye CH++ K OCHOBHY MOBY NIpPOrpaMyBaHHS, OJHAK IPOMNOHYE M
cuctemy Blueprints — Bi3yanbHe mporpamyBaHHS, SIK€ JI03BOJISIE CTBOPIOBATH JIOTIKY 0€3
HanucaHHsa koxy. Llg riOpupnHa cucrtema € nyxe npuBaOIMBOIO JUIsl U3aiiHEPIB Ta
HOBa4yKiB. Pymiiii Mae BiAKpHUTE AIpO, PO3MIUPEHY TOKYMEHTALII0, TOTYKHY CHUIBHOTY
Ta goctyn 1o Marketplace. Mloro 3acTocoByIoTh y cepi He uIe irop, a it apXiTeKTypHOI
Bi3yasli3allii, KIHO, CHMYJISTOpIB Ta BIpTyalbHUX npogakieHiB. UES kpaie miaxoauTsb
JUISL BUCOKOOIOKETHUX TIPOEKTIB a00 irop 3 aKIeHTOM Ha rpadiky.

e Mogu nporpamyBanHs: C++ ta Blueprints (Bi3yanbHe CKPUNTYBaHHS).

o [lmardpopmu: T1 cami, mo #u Unity, 3 0cCOOJMBMM HArojlocoM Ha

BHUCOKOIPOyKTHBHI KoHcod1 Ta [1K.

e Oco6nuBocTi: noTyxHUI penaepudr (Nanite, Lumen), po3BUHEH1 IHCTPYMEHTH

JUTsl BIpTYaJbHOTO BUPOOHUIITBA, 1HTerpoBaHi ceppicu Unreal Marketplace.

e Mogens mineH3yBanus: 5 % posuri 3 goxomiB micas mepmux \$1 000 000

npuOyTKY BiJl KOKHOTO MPOAYKTY.

e Punkosi mo3uii: Unreal Engine cTa0ipHO HapOIlIy€e 4acTKy pUHKY: CTAHOM Ha

2024 p. BoHa ctaHOBUTH 28 % ycix irop Ha Steam, 110 JEMOHCTpPYE MOCTYIIOBE

NEPETIATYBaHHS YAaCTKH B1J BIIACHUX PYIUIiB BEJIMKUX CTYIIH.

Godot

Godot Engine — me pymiii 3 BiIKpUTAM KOJOM, SKHW CTPIMKO HaOHpae
NOMYJISIPHOCTI 3aBJSKH CBOil THYUYKOCTI, JIETKOCTI y BUBYEHH1 Ta MATpUMII 5K 2D, Tak 1
3D-rpadiku. OcHoBHOIO 0c00MMBicTIO GOdot € HassBHICTH BOYZIOBAaHOTO PEIaKTOpa CIICH,
BiacHoOi MoBH mporpamyBanHsi GDScript (1o Haramye Python), a Takoxx miarpumka CH#,
C++ ta VisualScript.

Godot mae MOIYyTEHY CTPYKTYPY, IO JTO3BOJISIE POIMIUPIOBATH PYIIIii i MOTpeOn
npoekty. Moro 2D-pymiii mpaioe He3anexHo Bix 3D-yacTHHHM, IO POOUTH HOTrO
HaJ3BUYaHO €(EeKTUBHUM HJsi CTBOpeHHs 2D-irop. 3aBAsku BIAKPUTOMY KOAY,
PO3POOHUKH MarOTh MOBHUM KOHTPOJIb HaJ PYILIIEM, 110 BaXKIUBO JJI aKaJAeMIYHUX a00

EKCIIEpUMEHTAILHUX TPOEKTIB. Godot € MOBHICTIO OE3KOITOBHUM, O€3 JIIEH31HHUX
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300piB ab0 0OMEXeHb, MO0 poOUTH HOro MPUBAOIMBUM Ui 1HJI-PO3POOHMKIB Ta
CTapTaris.
e Mosu nporpamyBanns: GDScript (cxoxuii Ha Python), C#, C++ (Mmoaymi).
o [Inardopmu: MoOLIBHI, AeckToN, Web, KOHCOI1 (Yepe3 101aTKOB1 MOPTH).
e Oco0JIMBOCTI: JIETKOBAaroBa apxiTeKTypa, THy4YKUH pelakTop CIeH, BOyJoBaHa
cuctema Ul Ta animariiit, BIZICYyTHICTh POSUIT] UM JIIIEH31IMHIX OOMEKEHb.
e PunkoBi no3uiii: yactka Godot Ha puHKY py1IiiB 3pocia A0 01au3bko 8 % y 2024
p., o Bianosigae 140 % 3pocrannio 3 2022 p. 3aBasiku oHOBJIeHHAM Ha Vulkan Ta

nigTpumii C#.

Construct

Construct — 1e pymriii, opieHToOBaHUN Ha CTBOpeHHs 2D-irop 0e3 HeoOXiaHOCTI
nporpaMmyBaHHs. BiH 103BosIsie€ pealli3oByBaTH reMMILICH 3a TOMOMOTOI0 CUCTEMH MOI1H
(Event Sheets), mo cxoxxa Ha Jjoriuni Ojoku. Construct ifeaqbHO IMIIXOAUTH IS
HOBAyKiB, BUKJIaJa4iB, TeHMIM3alHEPIB 1 THX, XTO X0Y€ IBUIKO CTBOPUTH MPOTOTHII.

* MoBu mporpaMmyBaHHS: HEe MOTpeOye KOAYyBaHHS, JIOTiKa CTBOPIOETHCS 4Yepes3

Event Sheets.

* IInarpopmu: HTMLS, Android, i10S, Windows To1o.

* Oco0auBOCTI: IHTYiITUBHHM 1HTEp(DEiic, IIBUIKE CTBOPEHHS POTOTHIIIB.

* Mopnens nilnieH3yBaHHS: mianucka (0e3KOITOBHA BEpCist OOMEexKeHa).

* PuUHKOBI MO3UIli: BUKOPUCTOBYETHCS NMEPEBAKHO B OCBITHIX LIIAX a00 1HAI-

MPOEKTAX AJIsI BEOY.

GameMaker Studio

GameMaker — mie oauH pymriid, opi€eHTOBaHWN Ha cTBOopeHHs 2D-irop. Bin
ninrpumye Moy GML (GameMaker Language), sika mpocta y BUBYEHHI, ajie J03BOJISIE
CTBOPIOBATHU IOCUTH CKIIaHy Joriky. GameMaker mae 3py4Huii peJakTOp CLEH, CUCTEMY
CIpaiTiB, aHIMalllif, YaCTUHOK Ta ayJio, 10 POOUTh MOTO YyJAOBHM BHOOPOM IS

cTBOpeHHs miardopmepis, nikcenbHux RPG, apkannux irop.
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* Mogu nporpamyBanss: GML (GameMaker Language).

 IInarpopmu: Windows, macOS, Android, 10S, HTMLS, koHcoui.

* Oco0aMBOCTI: MPOCTOTA Ta MIBUAKICTH CTBOPEHHS 2D-1rop, 3py4HHil pegakTop.

* Mogens JineH3yBaHHs: MiAnucka abo pa3oBa MOKyIKa JIIeH31i.

» PunkoBi mo3uinii: yactka Ha Steam — 6sm3bk0 4 %, cepell BITOMUX MPOEKTIB —

Undertale, Katana ZERO.

KoxxeH 13 po3risiHyTHX pyIIiiB Mae CBOi CHJIBHI Ta cJIabKi CTOpOHH, 1 BHOIp
3aJIeKUTh B1J 1JIEH, JOCBiAY KOMaHAM, THIYy I'PH, BUMOT 10 Trpadiku Ta miatopmu.
Unity — yHiBepca bHHI iIrpOBUI PYIIIii i3 IIHPOKOFO MiITPHUMKOIO IIATPOPM 1 6aratoro
exocuctemoro. Unreal Engine 5 — 11e pyuriii ajis BUCOKOSIKICHOI rpadiki Ta BEIUKUX
npoekTiB. Godot — THYYKH, BIAKPUTHI pyuIii, i1€adbHUA sl 1HAI-TEUMIIEBY Ta
HaBuaHHs. Construct Ta GameMaker — 4yy10Bi IHCTPYMEHTH ISl IIBUAKOTO CTBOPEHHS
2D-irop 6e3 raumOOKMX 3HAHb MPOrpaMyBaHHS. 3HAHHS IUX IHCTPYMEHTIB JI03BOJISE
o0paTu oNTUMaIbHE CEPEIOBHUIIE IS Pealti3allii BIaCHOI IPH 3aJICKHO BiJ] ITOCTABIICHUX

3aB/IaHb.
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2 IPOT'PAMHE 3ABE3IEYEHHS JJ151 PO3POBKH MOBLIBHOI I'PU

Jlist peanizaiiii MOOITBEHOT TpU OYJI0 BUKOPUCTAHO HU3KY CYYaCHUX 1HCTPYMEHTIB,
10 OXOIUTIOIOTH BCl €Tanu po3poOKH — BiJ MPOrpaMyBaHHS JIOTIKM TpU 10 AU3ANHY
rpadikd Ta KEpyBaHHsS BEPCIIMU MPOEKTY. Y LBOMY pPO3AUI PO3MVIAHYTO KIIOUOBE
nporpaMHe 3a0e3NeYeHHs, 110 BUKOPHCTOBYBAJIOCS MiJ Yac CTBOPEHHS IpH, HOro

0COOJIMBOCTI, EPEBArU Ta POJib Y 3arajJbHOMY IPOIIECi po3pOOKH.

2.1 Unity

Unity — mie cyuacHuii 6araroruiathopMEeHHUN iTPOBHH PYIIiH, SKHii 3a0e31edye
3acobu nnsi ctBopeHHs 2D Ta 3D IHTEpaKTMBHUX 3aCTOCYHKIB, 30Kpema 1rop,
BI3yasli3alliii, CUMYJsIIIA Ta JOMOBHEHOI peanbHOCTI. Po3pobnenuit komnaniero Unity
Technologies, 1ei pyiriii € OHUM 13 HAUTIOMYJISPHIIIIUX 1THCTPYMEHTIB Il CTBOPEHHS
MOOUIBHUX 1TOp, 3aBJIIKH YOMY aKTHUBHO BUKOPUCTOBYETHCS SIK 1H]11-PO3POOHUKAMHU, TaK
1 BETUKUMH ITPOBUMHU CTYTISIMH.

OcHoBoro apxiTektypu Unity € KOMIOHEHTHa MOJENb. YCi 00’€KTH CIIEHH —
GameObjects — € HOCIIMH KOMIIOHEHTIB, $IKI BHM3HAYalOTh IXHIO IOBEIIHKY,
BJIACTHUBOCTI, 30BHIMIHIA BHUIVILL a00 B3a€MOII0 3 1HIIMMHU 00’ ekTaMu. Takui migXin
3a0e3neyye MOAYJIBHICTh Ta THYYKICTh PO3POOKH, TO3BOJISIOUM MIBHAKO CTBOPIOBATH
CKJIQJH1 I'POBI CUCTEMHU.

Onnieto 3 HaiBaxumBimmX nepesar Unity € ioro kpocriaThopMeHiCTh — PYIIin
niaTpumye 30ipKy npoekTiB mia noHaa 20 mmatdopm, BkmowyHo 3 Android, 10S,
Windows, macOS, WebGL, korcomsimu Tomo. Lle mo3Bosisie cTBOproBaTH yHIBEpCaIbHI
3aCTOCYHKH, HE IEPEMUCYIOUH KOJI 1] KOKHY MIaThOpMy OKPEMO.

3aBAsSKA BIJKPUTOCTI, JOKYMEHTallli, BEIMKIA CHUIBHOTI Ta MOKJIMBOCTI
PO3IIMPEHHS 3a JOIOMOIOK0 IUIariHiB 1 cKpunTiB, Unity € OJHUM 13 HAU3py4YHIIIUX Ta

HaWOLIBII MacIITA0OBAHUX PYIIIiB JIJIs1 pO3pOOKH MOOIIBHUX 1TrOp.
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Kpim Toro, Unity mae BOymOBaHI CHCTEMH ONTHMI3ALll MPOIYKTUBHOCTI
MOOLTBHUX 3acTocyHKiB: Bukopuctanus Universal Render Pipeline (URP) mo3Bousie
3MEHIIUTH HaBaHTakeHHs Ha GPU, a iHcTpyMenTH npodimoanns (Hanpukian, Profiler,
Frame Debugger) monomararoTh imeHTH(IKyBaTH BY3bKi MICIS y TPOAYKTUBHOCTI.
Takox pyIni mATpUMY€E IHTETpallifo 3 peKIaMHHUMH MEpEKaMH, aHaIITHKY, IN-app
MOKYIKHA Ta XMapHi CEpBICH, 110 € KIIOYOBUMH CKJIAJOBHUMH Y CTBOPEHHI KOMEPIIHHO

YCHIITHUX MOOUTHHUX 1TOpP.

2.2 CH#

OmHuM 13 KITFOYOBUX 1HCTPYMEHTIB MIPOTpaMHOi pearizallii MOOUIbHOI TPy € MOBa
nporpamyBanHsi C# (Ci-lllapn). Bona Oyna po3poOnena kommnaniero Microsoft sk
yactuHa matgopmu .NET 1 3apekomenayBana cede sk cydyacHa, 00'€KTHO-OPIEHTOBAHa,
TUoOe3NneyHa Ta BHCOKOIHTETpOBaHa MOBa. 3aBISKH CBOIM 3py4YHOCTI, CTpPOTid
CTPYKTYpi Ta IMIUPOKIA (GyHKIIOHATBHOCTI, C# cTanma OCHOBHOIO MOBOIO PO3POOKH B
cepenoBuii Unity.

Mosa C# miaTpumye BCl TPUHIMON 00’ €KTHO-OPIEHTOBAHOIO MPOrPaMyBaHHS
(OOII): iHkancymsmio, crnaakyBaHHsA, moiiMopdizm Ta abcrpakmiro. lle mo3Bosie
OyyBaTH MOJYJIbHI, THY4Kl, MAacIITA0OBaHI apXiTEKTypHU MPOTPAMHOTO 3a0€3MEeUeHHS.
Y po3poOri irop 1e KPUTUYHO BAXKJIUBO, OCKIJIBKU J1a€ 3MOTY CTBOPIOBATH YITKO
CTPYKTYpPOBaHy B3a€EMOJIII0 MDK ITpOBUMU OO ’€KTaMM, pEaji30ByBaTH IIa0JIOHU
IPOEKTYBaHHS, a TAKOXX €()eKTHBHO OPTaHi30BYBAaTH KOAOBY 0a3y.

OxpeMy yBary BapTo MPHUIUIATH MiATPUMIIL JEJIeTaTiB, MOJiN Ta JIMO1a-BUpPa3iB,
K1 3HAYHO CIPOIIYIOTh PO3POOKY MOAIEBO-OPIEHTOBAHOI JIOTIKH. Y IrPOBUX MPOEKTAX Il
MOXJIMBOCTI ~ JO3BOJISIIOTH ~ THYYKO  OOpOOJSITM  B3a€EMOJII0  MDK  T'paBLEM,
CYNPOTUBHUKAMH Ta 00’ €KTaMU HABKOJUIITHHOTO CEPEIOBUIIIA.

C# Takox niarpumye Generics (yHIBEpCaJIbHI TUITH), SIK1 JI03BOJISIFOTh CTBOPIOBATH
THYYKi, THUIIoOe3neuHi cTpykTrypu aanux, Ta LINQ (Language Integrated Query), mio
CITPOIIy€ pOOOTY 3 KOJICKIIIsIMHU, 0a3aMU JaHUX Ta MaCHBaMU. 3aBJISIKU I[bOMY PO3POOHHK

OTPUMYE IHCTPYMEHTH ISl IBUAKOT 0OpOOKH BHYTPIIIHBOITPOBUX JAHUX — HANPUKIA,
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COPTYBaHHS I1HBEHTApIO, IMOLIYK OO0'€KTIB 3a MEBHUMU YMOBaMH a0O0 yIpaBIIiHHS
KoH(pirypamiitHumu ¢anaamu.

[lle onHier0 HaA3BUYAWHO BaXJIMUBOW ocobOnuBicTIO C# € acHUHXpOHHE
porpaMyBaHHs 3a JIOMIOMOTIOI0 async/await, 110 J103BOJIsiE O€3MEYHO BUKOHYBATH JIOBT1
3a/1aul — HAMPUKIIaJ, 3aBaHTAKEHHS pecypciB 3 AUCKa uu 3 [HTepHETY — 0€3 3ynuHKU
IrpoBOro mpoiiecy. Y MOOUTBHUX 3aCTOCYHKAX 11€ KPUTUYHO JIJIs1 30€pEKEeHHS IJIaBHOTO
IrPOBOTO JOCBIY.

V¥ konrtekcti Unity, C# BUKOPUCTOBY€ETHCS JJII CTBOPEHHS CKPHUIITIB TOBEAIHKU
00’extiB  (MonoBehaviour), noOynoBu ctaHiB r1pu, Ul-iHTepakuiii, KepyBaHHS
aHIMAIlI€I0, ONpAIlIOBAaHHS KOJI31M, CTBOPEHHS T'CHMIIICHHOI JIOTIKHM, a TaKOX JIJIs
B3a€MO/II1 3 cepBepoM, 0azamu qaHux Ta API.

3aBAsIKA aKTUBHOMY PO3BHUTKY, BIAKPUTINA JOKYMEHTALli Ta BEINYE3HIN KIJIbKOCTI
HaBYaIbHUX MaTepianiB, C# € JOCTymHUM JIJIi HOBAUKiB, ajieé BOJIHOYAC HAJA3BHUYAWHO

NOTY>KHUM IHCTPYMEHTOM y pyKax JOCBIIYEHOTO PO3pOOHUKA.

2.3 JetBrains Rider

JetBrains Rider — me cydacHe iHTerpoBaHE CepeOBHINE PO3POOKH, CTBOPCHE
KoMIaHi€ero JetBrains, sike crienianizyeTbcs Ha MIATPUMII MOB IPOTrpamMyBaHHS 3 POJUHU
NET, 30kpema C#, 1 IIMPOKO BUKOPUCTOBYETHCS B PO3pOOILIl 3aCTOCYHKIB Ha OCHOBI
Unity. Moro ocHoBHa mepesara — rian6oka inTerpartist 3 pyuriem Unity, 3aBaski domy
Rider ctaB momynspHuM BHOOpOM cepenr mpodeciiiHux po3podHuKiB irop. Ha Biagminy
BiJl IHIIIUX PEJaKTOPiB Koy, Takux sk Visual Studio um Visual Studio Code, cepenoBute
Rider moegnye B co01 BUCOKY MPOAYKTHBHICTD, IHTEIEKTYaNIbHI MiAKAa3KU, €(hEKTUBHUN
pedakTOpUHT Ta TOUHHUM aHajl3 KOy 3aBJIAKU BOy/10BaHOMY MexaHi3My ReSharper.

VY pob6oti Hax npoekToM Rider BUKOPUCTOBYBABCS SIK OCHOBHUW pPENaKTOp s
HanucanHss C#-xony. CepemoBuIle MIATPUMYE BCl KIIOYOBI (PYyHKINII, HEOOXIAHI HJIs
po3poOku rpu: aBrogomnoBHeHHs s Unity API, migcBiuyBaHHS TOMUJIOK WIE MO
KOMITUTSAINT, IMBHUJKY HaBIrallil0 MDK KJlacamMd 1 MeToJaMH, a TaKoX BOyJOBaHE

Hajaro/keHHs. 3aBasku iHTerpamii 3 Unity, po3poOHHUK MOKE€ MHUTTEBO OayuTH, SIKI
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KomMnoHeHTH MonoBehaviour BUKOPHUCTOBYIOTHCS, SIKI METOJH TMOB’sI3aHI 3 KUTTEBUM
IIUKIIOM 00’€KTa, 1 HaBITh 5K1 MOJs OyAyTh cepiaii3zoBaHi y pemakTopi. Rider mo3Bossie
HAJIAroJKyBaTH TPy MPSAMO i1 Yac 1i BUKOHAHHS, 3yNUHSIOUH 11 Ha MOTPIOHUX JUISTHKAaX
KOZy, 3MIHIOIOYM 3HAYEHHS 3MIHHHMX Yy peajbHOMY 4acl, Ta JIarHOCTYIOYH NOMWIKH
JIOT1KHU a00 B3aeMoii MI’K 00’ €KTaMHU.

InTepdeiic Rider rHydko HamamTOBYETHCS, a 3aBASAKU MIATPUMII IJIAriHIB HOTO
GyHKIIOHATBHICTH MOXE OYTH PO3LTUPEHA BIMIOBITHO 10 TOTPEO KOHKPETHOTO MPOEKTY .
Bucoka mBuaKicTh poOOTH 3 BEIMKMMH PIIMIEHHSIMH, CTaOlIbHICTh, PETYJISpHI
OHOBJIEHHS Ta miaTpuMKa miargopm Windows, macOS i Linux pooinsats JetBrains Rider

HAJIHUM THCTPYMEHTOM JUIsl po3po0KHu MOO1IIsHUX irop Ha Unity.

2.4 GitHub

GitHub — me mnardopma a1 XOCTHHTY Ta CHUIBHOI PO3POOKH MPOTPAMHOTO
3a0e3nedeHHsl, sKa 6a3yeThCsl Ha CUCTEMI KOHTPOITIO Bepciit Git. Y KOHTEKCTi CTBOPEHHS
MoOinbHOT Tpu  GitHUD BHKOHYe Haa3BUYaiHO BaXIJIMBY pOJIb: BiH J03BOJISIE
OpraHizyBaTu HaJlliHe 30epiraHHs NPOEKTY, BECTH >KypHad 3MIH, IpPALIOBATA HaJ
PI3HUMH TUTKaMU PO3POOKH, a TAaKOXK CITIBIPAIOBATH 3 1HITUMHU YYaCHUKAMH KOMaH]IA
a00 OTpUMYBaTH 3BOPOTHHUM 3B’SI30K Bija cnuibHOTH. CepBic 3a0e3neuye BIICTEKEHHS
1CTOpIi BCIX 3MIH y KOJ1, IO JO3BOJISIE PO3POOHUKY TOBEPHYTHUCS A0 MOMEPEIHIX BEPCIid,
MIBUAKO 3HAXOJUTU W yCyBaTH TMOMMIIKH, @ TaKOX EKCIIEpUMEHTYBAaTH 3 HOBUMHU
byHKIsIMU 0€3 pU3UKY TOLIKOJUTH OCHOBHY BEPCIIO T'PH.

Y poGoti Hag mpoektom GitHub BuKOpHCTOBYBaBCS M IEHTPATi30BAHOTO
30epiraHHs BUX1IHUX (PailsliB Ipu, YIIPaBIiHHS BEPCISIMU Ta CTBOPEHHS PE3EPBHUX KOTIIH.
Yepes cucremy ruiok (branches) Oyno peani3oBaHO 130Jb0OBaHY PO3POOKY OKPEMHX
(GyHKIIOHATBHOCTEM, TICIS YOTO Il 3MIHU 00 €IHYBaIUCS B OCHOBHY TIJIKY NPOEKTY.
3aBasku pull request-am MokHa OyJio TIepeBIpUTH KOJ Iepel 00’ €IHaHHSAM, a B pasl
HEOOX1THOCTI — OOroBOpHUTH ab0 BIAKOPUTYBATH 3arpornoHoBani 3minu. GitHub Takox
aBTOMATHUYHO B1JI00pa)kae BIJIMIHHOCTI MK BepcisiMu (DaiiiiB, 110 3HAYHO TOJIETTIYE

HaJIaroJ>KeHHs Ta KOMaHIHY poOOTY.
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Takox GitHub wmae odiniitamnii rpadiuamii kimient GitHub Desktop. [leit
IHCTpYMEHT Hazgae Tpadiunmii iHTepdeiic mo Git-pyHKIIOHATHHOCTI, IO OCOOIUBO
3pYYHO JJIsI IBUKOTO MEPErJisiAy 3MiH, BAKOHAHHS KOMITIB, CTBOPEHHSI TJIOK 200 3JTUTTS
3MiH 6e3 MOTpeOH y KOMAaHMHOMY pSAKy. MOro mpocToTa BUKOPHCTAHHS JO3BOJIHIIA
NPUIIBUIIINTY IIOJAEHHI PYTHHHI Omeparlii, 3HU3UTH WMOBIPHICTh IOMUJIOK 1 Kpalle
BI3yaJli3yBaTH CTPYKTypy peno3utopito. Takum unHom, GitHub Desktop craB HaaiitHum
JIOTIOBHEHHSIM JI0 OCHOBHOTO pOOOYOro mpolecy, OcoOJMBO Ha eTramax akTUBHOI

pO3poOKHU Ta TecTyBaHHS (DYHKI[IOHATY T'PH.

2.5 Adobe lllustrator

Adobe Illustrator — ue npodeciitauii rpadiuHuil peaakTop Ui CTBOPSHHS Ta
penaryBaHHs BEKTOpHOI Tpadiku, po3pobienuit komrmaniero Adobe. Y KOHTEKCTI
po3poOku moOuIbHOT Tpu Illustrator BUKOPUCTOBYETHCS AJiE CTBOPEHHS SIKICHHUX 1
MacmTaboBaHUX TpadiyHUX €JIEMEHTIB: 1HTep(]eiCciB KOpUCTyBava, KHOMOK, IKOHOK Ta
IHIIUX BI3yaJIbHUX O0'€KTIB, 5IKI 30€piraroTh YITKICTh HE3aJIEKHO B PO3AUILHOT
3JIaTHOCT1 €KpaHa.

Opniero 3 romoBuux mepenar [llustrator € miaTpuMka BeKTOpHOTO PopMaty, 110
JIO3BOJIIE 3pYYHO pejaryBaTd 00’€KTH, HE BTpayaloud SKOCTI, 1 EKCIOpPTyBaTu
300pakeHHs B pi3HUX po3Mipax. [le 0oco0auBo BaxkIMBO Jj1s1 MOOUTBHOI I'pH, sIKa TOBUHHA
no0pe BUTIISAIaTH HA IPUCTPOSX 3 PI3HOIO J1arOHAJUTIO Ta PO3/IIBLHOIO 3/IaTHICTIO.

Y numnomHomy mnpoekTi Adobe Illustrator BukOpucTOBYBaBCSA UIsl CTBOPEHHS
rpadiqHOTO CTHUITIO TPU: TPOEKTYBaHHS iIrpoBuX 00'ekTiB y popmati PNG, miaroroBku

Ul-enemenTiB Ta aganTariii rpadiku g0 notped pymris Unity.

2.6 JSON

JSON (JavaScript Object Notation) — 1ie JierkoBaroBuii hoopMat 0OMiHYy JTaHUMH,
0 BUKOPUCTOBYETHCS [JIs1 30€piraHHs Ta mepenadi CTpyKTypoBaHOI iHMopMaIli Mix

KJIIEHTOM 1 CEpBEpOM, a00 BCepeIMHI MPOrPaMHOIro 3aCTOCYHKY. Xoua crodatky JSON
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OyB po3polbiieHnii Ha OCHOBI cuHTakcucy JavaScript, BiH cTaB yHIBEpCaIbHUM 1
HIATPUMYETHCS OUTBIIICTIO CyYaCHUX MOB MPOTpaMyBaHHs, BKIIOYHO 3 C#.

JSON BiA3HAYa€THCS CBOEIO MPOCTOTOIO, YATAOEIBHICTIO Ta THYUYKiCTIO. DopMmar
0a3yeTbCsl Ha JBOX OCHOBHHX CTPYKTypax: Mapax KIIOY-3HAYEHHS, SIKI yTBOPIOIOTH
00’€KTH, Ta BIIOPSIKOBAHUX CIMCKAX 3HAYCHb, SIKI YTBOPIOIOTh MACHUBH.

VY po3pobui irop, 30kpema MoOUTbHUX, JSON 4acTo BUKOPUCTOBYETHCS IS
30epeKeHHSs MPOTPeCy IPaBIlsd, HAAIITYBaHb, KOHDIryparliii irpoBUX piBHIB, JIOKaJi3aIlil
TEeKCTIB Ta OOMiIHY JnaHuUMHU 3 cepBepoM. Y cepenoBuii Unity C# mae BOymoBaHy
HNIATPUMKY JUisl cepiamizauii Ta aecepiamsauii JSON yepes kmac JsonUtility, a Takox
yepe3 CTOpoHHI 016mioTeku, sk-oT Newtonsoft.Json (Json.NET), siki HagatoTe Oinibiie
MOYJIMBOCTEMN.

IlepeBaroro BukopuctanHss JSON y rpi € Jerkicte 30epiraHHs Ta penaryBaHHs
JnaHuX. Y BUIMAJKY MPOEKTYBaHHS MOOLIBHOT rpu JSON 3acTocoByBaBcs A1 30epiraHHs
JAHUX PO 30€epekeHHsl pe3yibTaTiB I'PH, PIBHIB I'PaBLs Ta 1HIIOI BHYTPIIIHBOITPOBOI

iH(DOopMmarrii.
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3 NPOEKTYBAHHS ITPOI'PAMHOTI'O 3ABE3IIEYEHHSA

3.1 I'eiimausaiin rpu

leiiman3aiiH € KIIOYOBUM €TalloM y po3poOui Oyab-sKOI I'pH, alKe caMme BIH
dbopmye irpoBUii JOCBIT KOPUCTYyBada, BU3HAYAE CTPYKTYPY iTPOBOTO MPOILIECY, CIIOCOOH
B3a€MO/II1, Bi3yaJbHYy IOJady Ta PiBEHb 3alydeHHSA. Y paMKaX IbOTO MPOEKTY OyJ0
pO3p00JIEHO KOHIEMI[II0 MOOLIBHOI TPpU B >KaHPl apKaJHOTO IIyTepa 3 J0AATKOBOIO
MEXaHIKOI0 00’€/HaHHA eleMeHTiB (merge). OCHOBHA iJied MoJjsraja B TOMY, I100
MO€EIHATU MPOCTOTY ¥ AMHAMIYHICTb apKaIHOTO FreMMILIECIO 3 €IEMEHTaMU CTPATETIYHOTO
IPUIHATTS PIllICHb.

Ines BUHUKIIA K BiJNOBIb HA MOMYJSPHICTh TIOPUAHUX IrOpP, 30KpeMa TaKUX SIK
Archero, Ball Blast, Shoot 2048, ki epeKTHBHO KOMOIHYIOTh XaHpPH ISl CTBOPEHHS
HOBOT'O irpoBoro jgocimy. Ilig gac aHamizy 1uX IMPOEKTIB OYyJI0 BUSBJIEHO, IO MPOCTE
yIOpaBIiHHS, MIBUAKUN TEMII, KOPOTKi Cecii Ta crucTeMa MPOKAYKU CIPHUSIIOTh BHCOKIH
3aJTy9€HOCTI TpaBIliB. L{e cTaso 0CHOBOIO JIJIs1 BIACHOTO TeMIU3aiHY.

I'onoBHe MeHIO Tpu € OCHOBHUM XaboMm. CaMe 3 HhOTO TOUYNHAETHCS 3HAMOMCTBO 3
MPOEKTOM, BOHO (hopMye mepiie BpaxkeHHs. MeHio moOyjoBaHe Tak, 1100 3a0e3neyuTn
MIBUAKANA JIOCTYN JI0 OCHOBHMX (YHKI[IA, HE TMEPEBAHTAKYIOUM TPABI 3aiBOIO
iHdopMmariero. [HTepderic ohopmaeHni MiHIMAICTUYHO, 1100 HE BIIBOJIIKATH yBary BiJl
TOJIOBHOTO — TOYATKYy I'pU Ta MpOKauku. Best HaBiraumis aganToBaHa M1 YIPaBIiHHS
OJIHIEI0 PYKOIO, IO € KIIFOUYOBUM MPUHITUIIOM Y MOOUTBHOMY TeMIHU3aiiHi.

VY BepxHi YacTUHI €KpaHa pO3MIIIYEThCS 1HGOpPMAIlis, sIKa Ma€ MOCTIHHE
3HAYCHHS JJIS TPABIIA: 11€ HOTO PEKOP/I 1 KUTBKICTh PyOiHIB — BHYTPINIHBOI BATIOTH, SIKY
MOXHa BUKOPHCTOBYBATH JJIsi MpOKayku. BuBeneHHS pekopay Ha TOJOBHHUM €KpaH
CTBOPIOE TMOCTIMHUNA BUKIMK 1 CTUMYJ MOBEPHYTHUCH 0 I'pH, 00 MEPEBEPLINTH CBIH
nonepeAHi pesynaprar. [lopyd 13 pekopaoM MOKa3aHO HAKOMUYEeHI pPYyOIHHM —
BUHAropoAy 3a eeKTUBHY Tpy, Ky MokHa BUTpatutu y Bkiaaui Deck. Ile mo3Bossie

IpaBILEBl OAYUTH CBiil pecypc y peajibHOMY 4aci, HE 3aX0/IslYM B OKPEMI PO3ALIH.
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[{eHTpanbHy YaCTUHY MEHIO 3aiiMa€ MePCOHAX — Bi3yallbHE YOCOOJICHHS TPaBIIs,
3 KUM BiH Oyze nmpoxoauT 0oioBi cecii. Ha mipomy erarmi nepconax mae hpikcoBaHUN
BUTIJIA, ajJie HaJalll MOXKJIMBA CHCTEMa KacToMi3allli, sKa JO3BOJHUTH 3MIHIOBATH HOTO
30BHINIHICTE a00 30poro. Lle momae mepconanizaiii, a OTxKe, 1 TIAUOIIOr0 €MOIIHHOTO
3aimyuyeHHs. [lepcoHaxx Moxe OyTh aHiMOBaHUM a00 1HTEpaKTUBHUM — pearyBaTH Ha il
TPaBII, 110 CTBOPIOE BIAUYTTS )KHUBOTO 3B’ SI3KY 3 TPOIO.

Y HWKHIN YacTHHI pO3TAlllOBaHa HaBiramiiiHa IaHENb 13 TPbOMa BKJIAJIKAMHU:
Settings, Fight Ta Deck. Bknanka Settings 103BoJ1si€ KepyBaTH 3BYKOBUM CYIPOBOJIOM —
BMHKATH a00 BUMUKATH MY3HKY Ta edekTn. BoHa MakcMManbHO TIPOCTa 1 3p03yMijia, He
BUMarae Bij rpaBis Oararo yacy. Brmanka Fight Bukonye ¢ynkmito crapty rpu. Lle
OCHOBHA KHOTIKa iHTepdeicy, ToMy BOHa po3TamioBaHa B meHTpl. OcTaHHS BKJIaJKa —
Deck — BimmoBinae 3a ympapiiHHS 31i0HOCTSAME. TyT TpaBelb MOXE IMEperysiIaTH
JOCTYTHI TUITM CHApPSJIIB, MTOKPAIyBaTH iX 3a PyOiHM Ta O3HAHOMJIIOBATHUCH 13 IXHIMHU
epexramu. Came yepes 110 BKIAJIKY pealli3yeThCsl CTpaTeriyHa CKJIaJioBa rpu: TpaBellb

BUPIIIYE, K1 CHAPSAIA PO3BUBATH B MEPIITY YEPry, o0 MaTh repesary B 0010.

Tabmuis 3.1
XapaKTEepUCTUKH TUIIIB CHAPSAIB y TPl
Tun cuapsina ba3osa gis E¢exTt npoxkauku Irpose
NpU3HAYEeHHS
Standard [psimMuii ypou 301IbIICHHS YPOHY OCHOBHWUIA, IPOCTUI
JUISL CTapTy
Ice CHoBUIbHIOE 30utbeHHs TpuBanocti | Konrposs
BOpora CIIOBLJILHCHHS IIBUJIKOCT1 BOPOTiB
Penetration | [Ipo6uBae kinbka | [IpoOuBae OibITy EdextuBHuit mpotu
BOPOTiB HACKPIi3b | KUIBKICTh BOPOTIB rpy1 IiIe
Poison 3aBaa€e ypoH 3 36inpmrye TpuBamicTs Ta | [ligxoauTs auis
4acoM IHTEHCUBHICTb OTPY€EHHS | 3aTSKHUX OOIB
Explosion 3aBnae ypoH 110 | 301bIIyE paniyc | lobpe 1ie mnpoTu
paaiycy ypaXKeHHs CKYITYEHHS BOPOT'iB
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['onoBHE MeHIO BHKOHYE onpa3y Kidbka BaxnuBux (yHkuid. [To-mepiie, BoHO
3amae Hactpid rpu. I[lo-mpyre, BoHO BucTynae iHQOpMAIIHHUM IIEHTPOM: TYT
B1JI0OpaXkaroThCsl BC1 KJIKOYOBI JaHl PO CTaH Mporpecy rpasis. | mo-Tpere — 1e myHKT
yIpaBJiHHS, 3BIIKH MOXHA IIBUJKO MEPEUTH 10 0010 ab0 MPOKAUKU. 3aBASKHU Takii
CTPYKTYpl MEHIO MIJATPUMYE IrpOBY METIIO, 3a0e3ledye 3pyUHICTh KOPHUCTYBAaHHS 1
CTUMYJIIOE TTIOBTOPHI cecii. Y CHilIHe MEHIO He HaB A3yEThCS — BOHO CTa€ HEBUIUMUM
MOMIYHHUKOM, SIKHW CYIPOBOJIKY€E TPABILS B HOTO ITPOBIii MOJOPOKi, HE BIABOJIIKAIOYH, &
JIOTIOBHIOIOYM OCHOBHHI JTOCBI/I.

KoHnuenuist rpu 0a3yeTbcss Ha HECKIHUEHHOMY PEXHUMI BUKUBAHHS, 1€ TPaBELb
Kepy€e TepOeEM, IO aBTOMATUYHO CTPLISE y BOPOTIB, 5Kl MAAarOTh 3BEpXy. 3aBIAaHHS
IpaBIsl — 3a JOMOMOrOI0 CBaiIliB BIIBO Ta BIPaBO 3HUILYBaTH BoporiB. KoxeH
3HUILIEHUN CYNPOTUBHUK MOXKE 3aJMIIUTH pecypc, SKUd NOTpiOHO Mmiaiopatu mio0
JI0JIaTy J0 1HBEHTApsl, PO3TAIIOBAHOTO B HMKHIM YaCTHHI eKpaHa. [HBEHTap CKIIaIa€ThCs

3 15 cnotiB (3 psiaku 1o 5 cToBOWIB) (IMB. pUCYHOK 3.1).

Puc.3.1 [Ipukian iHBeHTaps pecypciB
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[1ix yac rpu rpaBenb MOXKE Bpy4UHY 00’ €JHYBaTH OJHAKOBI PECYPCH OJJHOT'O PIBHS.

[Ipu 00’equanHl, piBeHb pecypca 30UIBIIYETHCS 1 KUIBKICTh CHApAJIB TPaBIIS

30UIBIIYETHCS TUM CAMUM BiH CTA€ CHUJIBHIIINUM.

[Ticns mporpairy 3’ SIBASETHCS €KpaH MOpa3KH 3 KHOMKOIO NOBEPHEHHS B MEHIO. Lle

JI03BOJISIE BHECTH 3MI1HU B apCeHasl Ta CIIPoOyBaTH 3HOBY, IO MiACKIIOE ePeKT "111e oTHIeT

cpobu" (one more try effect). Taka neTnst — cecis — mokpalleHHs — HOBa crpoda —

€ KPUTUYHO BAKJIIUBOIO JJII YTPUMAaHHS TPABIliB Y MOOUTHHUX MPOEKTAX (JUB. PUCYHOK

3.2).

Buy

M

Dice

Upgrade

Main menu

|

l

\[ Gameplay

Destroy
enemies

3

Collect
money

\

Lose

| —

—

Music Toggle Sounds Toggle

Continue Home

Puc.3.2 Cxema mistiibHOCTI

Takum yMHOM, redMIN3aliH €l TPU MOETHYE KAHPOBI OCOOIMBOCTI apKagHOTO

nryrepa 3 aJanToOBaHUMHU Merge-MexaHikaMH, CTBOPIOIOYM OanaHC MiXK JUHAMIKOIO,

CTpAaTeri€lo, €KOHOMIKOK Ta IHTYiTUBHUM ympaBiiHHsIM. lle poOuth rpy BomHOdYac

JOCTYIHOIO ISl HOBAYyKIB 1 3aXOIUJIMBOIO IS JIOCBIIUEHHMX TIpaBliB, SKI IIHYIOTh

ONTHUMI3aLII0 PECYPCIB 1 THYYKICTh TAKTUYHHX PIIIECHb.
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3.2 ApXiTeKTypa 3aCTOCYHKY Ta CTPYKTYpa irpoBUX MOIYJIiB

Ilix yac mNpOEKTyBaHHS MNPOrpaMHOro 3abe3nedeHHs TIpu OyJiIo BUPILIEHO
3aCTOCYBaTH MOJIYJBHHUHM MAX1J 13 YITKUM PO3IITICHHSM OOOB’SI3KIB MK OKPEMHUMHU
KOMIIOHEHTaMHU CUCTEeMHU. Taka apxiTeKTypa J03BOJIS€ MIJBUIIUTH MacIITaOOBaHICTb,
CHPOCTHUTH BiJIArO/KEHHS Ta MOJETIINTH MIATPUMKY MPOEKTY Y MaitoyTHhoMy. OTHUM
13 TOJIOBHUX 3aBJIaHb IIPH MOOY0BI apXiTEKTypH OYyJIO 3a0€3MEeUNUTH JIOTIUHY 130JISIIiI0
PI3HUX MIJICUCTEM — TaKUX K YIPaBIIHHS CIIEHaMH, 3ByKOBe opopMIIeHHs, iHTepdeiic
KOpHUCTYyBaua, 30epeKeHHS TaHNX, OaHKIBChKA CUCTEMA, TOIIIO.

VY sKocTi OCHOBHM ISl 1HBEpPCIi 3alieKHOCTeH Oysio oOpaHo (gpeiiMBOpK Zenject,
SKUH JI03BOJISIE€ BIPOBAKYBATH 3aJIEKHOCTI MI>K KOMIIOHEHTaMU yepe3 iHTepdeiicu, TuM
camMuM 3abe3nedyroun cilabKy 3B'S3aHICTP MOMYIIB 1 3pYYHICTH y TECTyBaHHI.
OuikyeThbCsl, IO yC1 KIIOYOBI CEPBICHM T'PH, BKIIOYHO 3 MEHEIKEpaMu pecypciB,
1HTEepdeicy, TaiiMepiB, JIOTIKM FeiMIUIe0 Ta 30epeXeHHs] JaHuX, OyAyTh 1HKEKTOBaH1
yepe3 IeHTpali30BaHy CUCTEMY 1HIImiami3arii.

Takox Ha erami MJlaHyBaHHA Oyna mepenbadeHa norpeba y IJIaBHIA poOOTI
aHIMaIlid Ta TepexomiB MK craHamu. [[msi mporo Mo apxiTekTypu Oyjae BKIIOYCHO
nonyJsipHy 61610Teky DOTween, sika 3a0e3neunth ePEeKTUBHY peasizallito aHiMaIliiHoi
JIOT1KM 0€3 HaIMIPHO1 CKJIAAHOCTI.

Koxen monyns cuctemu Oyie peaiizoByBaTH OKpeMHuid iHTepdeiic, 0 J03BOIUTh
PO3MEXKOBYBATH BIMOBIIAIBHICTh 1 YHUKHYTH 1yOJtoBaHHs Joriku. Hanpukiman:

® MEHEDKEp CIEH BIJIMOBIJATUME JIMIIE 3a 3aBAHTAKEHHA Ta MEPexi MIXK

PIBHSIMH;

® ayjiocucTeMa — 3a MPOTrPaBaHHS MY3UKH Ta 3BYKOBUX €(DEKTIB;

e MeHeKep 1HTepdelicy — 3a BiI0OpakeHHs €KpaHiB 1 BIKOH;

® IrpoBa JIOT1Ka — 3a OpraHi3alliio MOCIII0BHOCTI MOA1H y mpoueci 00to;

e (0aHKIBChKA CHUCTEMAa — 3a YINPaBJiHHS BHYTPIIIHHOITPOBOIO BATIOTOIO.
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[arepdeiicHa yacTuHA TPU MPOEKTYETHCA 3 ypaxyBaHHSM CHCTEMHU EKpaHiB 1
cruiMBarounx BiKOH. KokeH ekpaH — 1€ OKpema JIOTiYHa OJMHUIl, SKa Ma€ CBid
JKUTTEBUM 1IUKJI, a JIJIsl CIUTMBAIOYMX BIKOH Oyjie peasizoBaHa IEHTpali30BaHa cUCTEMa
ynpasimiHHs. [lepenOadaeTbcs MOXIIMBICTH — PO3LIMPEHHS  1HTEp(deiicy HOBUMU
ejeMeHTaMu 0e3 oTpeOu 3MIHIOBATH BXKE pPeaizoBaHy 0a30BYy CTPYKTYpY.

JIoMaTKOBO TMPOEKTYETHCSI BUKOPUCTAHHSA TYyJIB O00'€KTIB, 0 JacTh 3MOTY
YHUKHYTH 3alBUX BUTPAT PECypCiB HA CTBOPEHHS Ta 3HUINEHHS 00'€KTIB Mij] 4ac Tpu —
0COOJIMBO BaXKJIMBO JIJII MOOLTEHUX IIATHOPM 13 OOMEKEHUMHU PECypCaMu.

3arajoMm 3aruIaHOBaHa apXITEKTypa nepeadavae JOriuHy CTPYKTYpPY, B K1 KOKEH
MOJIYJIb BIAMOBIZAE JIUIIE 3a CBOIO YacCTUHY (PYHKIIIOHATY, a B3a€EMOMIS MK HUMHU
BIJIOYBA€EThCS 4epe3 N00pe BHU3HAUEHI KaHAIW 3B A3KY. Takuil MiaxXia BiJIMOBIIAE
npuHiunam yucroi apxitektypu (Clean Architecture), Koqm 30BHILIHI 3aJ€KHOCTI HE
BIUTMBAIOTh HA BHYTPIIIHIO JIOTIKY T'PH, a cama CUCTEMa JIETKO aIalTy€eThCs 0 3MiH 1

JOITIOBHCHB.
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4 PO3POBKA TA TECTYBAHHS NIPOI'PAMHOI'O 3ABE3INEYEHHSA

4.1 IlnanyBanus po3pooku 113

Ha mouatkoBoMy eTtari CTBOPEHHsI Oy/Ib-sIKOTO MPOTPaMHOTO MPOAYKTY BasKIHBO
BU3HAUWUTH 3arajbHy CTpPATETiI0 PO3POOKH Ta JIOTIYHY TOCITIJOBHICTh peaizaii
OCHOBHMX (PYHKI[IOHAJIbHUX 4YacTHH. /1 po3poOku MOOUIBHOI rpu OyJ0 CKIaJ€HO
MOKPOKOBHI TJIaH, SIKUM OXOIUTIOE BCl €Tamu — BiJI CTBOPEHHS 171ei 10 (PiHATBLHOTO
TECTyBaHHS.
Hacamnepen Oyno chopmoBaHO 3arajibHy KOHIEMINIO rpu. byiao obGpaHo xaHp
apKaJHOTO IIyTepa 3 BEPTHUKAJIBHUM IFPOBHUM IPOCTOPOM, IO TO3BOJIAE 3a0€3MEUUTH
JUHAMIYHUN TeUMIUIeH 13 MPOCTUM Ta IHTYITUBHUM KepyBaHHsM. [1[00 ypi3HOMaHITHUTH
IpaBelbKUA JOCBIL, 10 TPU JAOAAHO cCHUCTeMy OO’eIHAHHS (merge), sfKa JT03BOJISE
KOMOIHYBaTH €JIEMEHTHU JJII OTPUMAHHS CUJIBHIIIUX OJAUHUIIb, TUM CAMUM CTBOPIOIOYU
JI0OJIATKOBY MOTHBAIIIIO JI0 TPOXOHKEHHS PIBHIB 1 MPOKAYKHU T'€POS.
JIns MiABUINEHHS SKOCTI TeWMIUICIO, a TAaKOX ajanTailii CKJIAJHOCTI IO JIH
KOPHUCTYBaua, peaixi3oBaHO MEXaHI3M MOCTYyNmoBOro yckiaaHeHHs rpu. Lle mae 3mory
NiATPUMYBATH 1HTEPEC TPaBIl MPOTITOM TPHUBAIOTO YaCy, MOCTYHOBO ITiIBHIYIOYH
piBE€Hb BUKJIHUKY.
3aranpHUM TUIaH peaiizallii irpoBOro MpOEKTY BKIIIOUAB TaKi OCHOBHI €TaIlN:
® [IPOEKTYBAHHS CTPYKTYPH IrpOBOi CLIEHH Ta ii MOJYJIB;
® HaJAMTYBaHHS MOYaTKOBOTO CEPEOBHINA PO3POOKH Ta CTBOPEHHS CTAPTOBOI
JIOTIKH;

® CTBOPEHHS CUCTEMH 30epekeHHs mporpecy rpasis y ¢popmarti JSON;

e peaii3alis JOTIKH pyXy MepcoHa)xa Ta 6a30BUX OOMOBUX MEXaHIK (CTpuibOa,
IIIKOJ1a, 3aXHCT);

e 100y/0Ba CUCTEMHU KEpyBaHHs BOPOTaMU Ta reHepalli XBUJIb;

e IHTErpaIlis CUCTEMH MPOKAYKH Yepe3 00’ €THaHHS OJJHAKOBHX CJIEMCHTIB;
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® BIPOBAHKEHHS BHYTPIIIHBOITPOBOI E€KOHOMIKHM, SIKa BKJIIOYA€ BIpTyalbHY
BaJIIOTYy, Mara3uH Ta Haropoy;

e po3poOKa Ta HajamTyBaHHS 1HTEp(dECYy KOpHUCTyBaua: MaHeNll KepyBaHHS,
MEHI0, EKpPaHH IIEPEXOTY;

® [IJKJIIOYEHHS ayAloeeKTiB, aHiMalliil Ta Bi3yanbHUX (Pia0eKiB;

® ONTUMI3AIliS KOy Ta MiJBUILEHHS CTA0IILHOCTI TPOEKTY;

® TECTyBaHHS BCIX KOMIIOHEHTIB Ta BUSBJICHHS TEXHIYHUX TTOMUIIOK;

e BUIIpaBJICHHS HEIOJIKIB 1 OCTaTOYHA MIATOTOBKA JI0 PEIi3y.

Y mpormeci poOOTH 3acTOCOByBajacsi cuUcCTeMa KOHTposro Bepcidn Git, 3
po3MimeHHsM perno3uTopito Ha GitHub (muB. pucynok 4.1). Ile n1o3BonHI0 €PESKTUBHO
OpraHi3yBaTu 30€peKCHHS 3MiH, CTBOPIOBATH KOHTPOJIbHI TOYKH Y MPOEKTI Ta IIBUJIKO
MOBEpTATUCS /10 MOMEPEeIHIX CTaHIB 3a moTpedu. Ha imrocTpallii HUXKYe MPEeCTaBICHO
dbparMeHT peno3uTopiro, 1o BigoOpakae Mporpec peasizaii rpu.

Takuéi CTpyKTypOBaHMM TIAXiA A0 poO3poOKH 3a0e3NneduB  MOCIHIIOBHE
BIIPOBAKCHHSI (DYHKITIOHATY Ta 3MEHIITNB PU3UKHA TEXHIYHUX TTIOMIJIOK Ha TTi3HIX eTamax.
3aBAsKU NPOAyMaHiil apXiTeKTypi, CTBOPEHA Ipa MOXKe OYTH po3IIUpeHa y MaiOyTHHOMY

0e3 HeoOX1AHOCTI MOBHO1 NEPeOyA0BU CUCTEMH.

= o SAShamark / Fusion-defenders &

<> Code (O Issues i1 Pullrequests (®) Actions [ Projects © Security | Insights 8} Settings

6 Fusion-defenders  Private © Unwatch 1
P dev ~ ¥ 2Branches T 0Tags Q Goto file t Add file ~ <> Code ~
This branch is 16 commits ahead of main . i1 Contribute -

c SAShamark Fixed bug c%ab6as - last month @ 22 Commits

.idea/.idea.Fusion-defenders/.idea Main systems are configured 2 months ago
Assets Fixed bug last month
Packages Added many different systems like Ul Audio managers 2 months ago
ProjectSettings more updates last month

D .gitignore nitial commit 2 months ago

Puc. 4.1 GitHub penosuropiit npoekra
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4.2 IlinroToBKa NPOEKTY

[TinroToBKa MPOEKTY po3moyajnacs 3 BUOOPY PyIiis, Ha sIKOMY OyJzie peai3oBaHO
MOO1UTbHY Tpy. Bubip 3ymuanBcs Ha Unity — ogHOMY 3 HAWMOMyJISPHINIMX 1TPOBUX
pyuIiiB, sikuil 3a0e3neuye eheKTUBHY po3poOKy Ak 2D, Tak 1 3D irop s MOOUIBLHUX
npuctpoiB. byno BcranoBieHo Bepcito Unity 2022.3.53f1 LTS, mo 3a0e3neudye
CTaOlIBHICTh 1 CYMICHICTh 13 JIOBTOTPUBAJIMMH OHOBJICHHSMH, a TaKOX HIATPUMKY

cydacHUX (DYHKIIIH Ta ONTUMI3alil (JUB. PUCYHOK 4.2).

Unity Hub 3121

PrD]e cts New project

Projects

Installs
MODIFIED EDITOR VERSION

Learn

Fusion-defenders

i CONNECTED e aa0
Community C:\Repositories\Fusion-d... 4 hours ago 2022.3.53M

Puc. 4.2 Beranosnena Bepcis Unity 2022.3.53f1

[licnss BcTaHOBNEHHS pylniss OyJlo BUKOHAHO HAJAIITYBAaHHS CEPEIOBHINA
po3pobku. Intepdeiic pemaktopa Unity OyB aganToBaHWil MiJ BJIAcHI MOTpeOH —
KOMITOHEHTH CIIEHU, 1HCTIEKTOpP, BIKHO TPH, KOHCOJIb Ta MEHEDKEP TMPOEKTIB Oyiu
PO3MIIIICHI I 3pYYHOI0 JOCTYIy Ta MIBUAKOT B3aeMoil (quB. pucyHok 4.3). [TomiOHa
KacTOMI3allisl CepeIOBHUIIA JO3BOJUIIA 3MEHIITUTH Yac Ha HaBIrallito Mi KOMIIOHEHTaMU

MPOEKTY.
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File Edit Assets GameObject Compon s Tools Jobs Window Help

Record: 204

Record: 204

Puc. 4.3 Inutepdetic Unity miciis HalaTyBaHHs i TOTPEOU po3poOKU

Takox OyJ10 MArOTOBICHO BC1 3BYKOB1 €(p€KTH Ta My3UUHHM CyIpoBi. J{Jis 11p0T0
BUKOPHCTOBYBAIHCS OE3KOIITOBHI JPKEpesia 3 BiIKPUTUM JIOCTYIIOM, IO JO3BOJISIOTH
KOMEpIliiHEe BUKOPUCTAaHHS 03 HEeOoOXITHOCTI JIIEH3IWHUX BiAgpaxyBaHb. lle
3a0e3Nneymio pUIMYHYy O€3leKy IMpPOeKTy Ta EKOHOMII0 Yacy Ha CTBOPEHHS
ayJIIOKOHTEHTY 3 HyJs. Y TMPOEKTI BUKOPUCTOBYIOTHCA 3BYKM NOCTPLIiB, BUOYXIB,
HATUCKAaHb KHOIIOK, 3BYKH IIJCHJICHb, a TaKOX aTMocepHa My3uKa IS IrpOBOTO
IPOIIECY Ta MEHIO.

VYeci ¢aiinu 6ynu opranizoBani 3a karteropismu: Ul, cHapsimm, Boporu, ¢oHH,
MJCUJICHHS, aHIMaIlli, 3ByKd, My3uka. Lle mo3Bonuso 30epertu mopsiok y MpoeKTi Ta
HIBUAKO 3HAXOJUTH HEOOXIJHI pecypcu Ha erami peani3alii IrpOBHX MeXaHiK (IuB.

pUCYHOK 4.4).
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@ Fusion-defenders - Game - Android - Unity 2022.3.53f1 <DX11>
File Edit Assets GameObject Component Services Tools Jobs Window Help

Puc. 4.4 Ctpykrypa mpoekty Assets y Unity

3aranpHa Bara npoekTy ckiana 2,33 I'b.

Ile cBiAYUTH MPO BEIMKY KUIBKICTh YHIKAQIbHOIO KOHTEHTY, PO3pOOJIEHOTr0
crietiayibHO T motpedu rpu. KoxkeH eneMeHT OyB ONTHUMI30BAHUM IS MOOLITBHHUX
IIPUCTPOIB.

[IpoTsiroM MIATOTOBKH TPOEKTY BimOyBaBCS MOCTIMHHM KOHTPOJIb SKOCTI Ta
CYMICHOCTI T'paiyHUX €JIEMEHTIB 13 MEXaHIKaMU TpH, 30KpeMa, IiJl 4ac CTBOPECHHS
KHOIIOK, CHapsi/IiB 4u e(PeKTiB BUOYXY.

Takum uYMHOM, eTam MIATOTOBKM IPOEKTY OXOIUIIOBAaB HE JIMIIE TEXHIYHE
HaJalTyBaHHS pylIisd, a ¥ po3poOKy 3HAYHOIO OOCATY YHIKaJIbHOTO Bi3yaJbHOIO
KOHTEHTY, IO 3aKjJaB OCHOBY Ul MOJAJIbIIOI peami3alii rpu 3 €IUHUM CTHIbOBUM

PIIIEHHSIM Ta ONTUMI30BaHUM ITPOBUM CEPEIOBUIIIEM.

4.3 Po3poOka npoeKTy

4.3.1 ApxiTekTypa rpu Ta 3arajbHa CTPYKTYpa NPOEKTY

onuc mabioHy No0yA0BH KOy, MAMIKOBOI CTPYKTYPH, IPUHITUIIIB MOTYJIBHOCTI.
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1. Iniyianizayis 3acmocyuky

VYci 3amexHOCTI CTBOPIOIOTHCS 4epe3 ApplicationStart Ta Commonlnstaller.
OcHOBHMI 3alycK CIieHU 3A1HCHIOEThCs uepe3 ApplicationStart, sikuii yepe3 Zenject-
IHCTAJIAIIIO 1HIMANI3y€e CepBICU: ayaio, 30epira”Hsi, clieHu, iHTepdeiic, Taiimepu,

OaHKIBCBKY CHCTEMY, TOIIIO.

2. Cepgicu sipa

Koxen 3 cepsiciB — |AudioManager, ITimerService, ICurrencyService, 1Bank,
ISceneLoader, IStorageService — peaiizye cBiii iHTepdelic i BiAmoBigae 3a KOHKPETHY
BIIIOBITAJIBbHICTE:

e 3ByKOBa cucreMa kepyeTrbcsi AudioManager, sika BUKOPUCTOBY€E KOHDIrypariii

ProjectAudio, AudioConfig, mnoninse 3Byku Ha Tpynu (AudioGroup,

AudioGroupType, AudioMixerGroup) Ta KOHTPOJTIOE edexTu

(EffectSoundConfig).

e Taiimepu peamizoBani B TimerService, SKuil BUKOPUCTOBYE i1HTEpdeiic

ITimerService Ta Mmoxe OyTr 3HHIICHUH micis Bukopuctanus (Disposable).

e bankiBchka cuctema (CurrencyService, CurrencyBank) omepye BamoTamu

(CurrencyType) 1 nmo3BoJisie 30epiraTd, BUTpadyaTH Ta OHOBIIIOBATH TPOIIOBI

OJIMHUIII TPABIIS.

e Cepgic 30epiranns 3abesneuye podoty 3 JSON uepes StorageConstants Ta

DataProtectionUtils.

3. KepyBanus cuenamu ta Ul

Kinac Sceneloader (uepe3 ISceneloader) BianmoBijae 3a 3aBaHTa)XKEHHSI CIICH Ta
nepexia Mk HuMU. Tunm crieH Bu3HadaroThes B SceneType.

3a B3aemonio 3 iHTepdericom BianosigatoTe [UIManger, [UIScreenManager,
ScreenManager Ta HaOip KkJaciB, sIKi HachiayrooTh BaseScreen: MainMenuScreen,
BattleScreen, SettingsPopup, DeciScreen, PausePopup Toro.

Bci Ul-enementu tumy "BikHO" peani3yroThcsi uepe3 cuctemy PopupManager,

BasePopup, PopupData Ta ix cmankoemiis (ResultPopup, PausePopup, LoadingPopup).
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Oxpemo peanizoBano Jsoriky drag & drop mns imBenrtapio: Slot, GridPanel,
UpgradePanel, Spell, sixi ycriagkoBytoTh iHTepdericu st 00poOKU MOI1H MepeTAryBaHHS

(IDropHandler, IBeginDragHandler, IDragHandler).

4. IrpoBuii miporec

GameplaySequence peanizye JOTIKY MOCTIJOBHOIO 3aIlyCKy 000, XBUJIb BOPOTiB,
Ul nepexomis.

Koxxna criena Mae cBili KOHTEKCT, a JIOTiKa II€pPEXOJiiB, 3alyCKy BOPOTIB,

HapaxyBaHHs BUHAropo/i peajiizoBaHa 130;60BaHo Bij UL

5. O0'exTHI ynu
I[Iymu o6'extiB  (MonoObjectPool, ObjectPool) 3a0e3neuyioTh MOBTOpPHE
BUKOpHCTaHHs prefab-iB BOporiB, CHapsaiB Ta BI3yalbHUX €QEKTiB, 3MEHIIyIOUU

HAaBaHTAKCHHS HaA CUCTEMY Tda YHUKHCHHA 3alBUX iHCTaHI_IiIOBaHB.

4.3.2 Peajiizanisi 0CHOBHOI irpoBoi JIOTIKH

OyHIaMEHTATBFHOK YaCTHHOIO OyAb-SIKOTO apKaJHOTO IIyTepa € 1HTepaKTHBHA
B3a€MO/I1s TPaBLIA 3 IrPOBUM cepenoBuiiieM. Came ToMy 0COOJIMBY yBary 0yJ0 IpHUALUIEHO
peanizanii OCHOBHOI MEXaHIKM — PYyXy IpaBIls, CTPLILOM, MOSBI BOPOTiB XBWISIMH, a
TaKOX JIOTIIll TTOPa3KH.

VYrpaBiiHHS TpaBIleM peai3oBaHO Ha OCHOBI 0OpOOKHM MO3UIIIT MaTbIg HA EKPaHi.
Pyx 3a1licHIOETBCSI HE CTpUOKaMU, a yepe3 MIIaBHE CIIAYBaHHS J0 11JIbOBOI KOOP/IMHATH,

1o 3a6e3nedye KoM(pOopTHE KEPYBaHHS HABITh HA MOOITEHUX MPHUCTPOSX (IUB. PUCYHOK

4.5).
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1 reference
public void SliderMovementLogic(float inputXPosition)

{
float target¥ = Mathf.Lerp(-2, 2, inputXPosition);

_moveTween? Hill();
_moveTween = _transform.DOMoveX(targetX, _moveDuration).SetEase(_easeTypel;

1 reference

public void MovementLogic(Vector2 inputPosition)

{
Vector3 touchPosition = _mainCamera.ScreenToWorldPoint(new Vector3(inputPosition.x, inputPosition.y,
_mainCamera.nearClipPlanel);
float target¥ = Mathf.Clamp(touchPosition.x, -_screenHalfWidth, _screenHalfWidth);
Vector3 position = _transform.position;
float newX = Mathf.Lerp(position.x, target¥, _speed * Time.deltaTime);
position = new Vector3(newX, position.y, pesition.z);
_transform.position = position;
}

Puc. 4.5 Bizyaunizaiiist JOTiKu pyXy TpaBis

Crpinsba peanizoBaHa y BUTIIS1 aBTOMATHYHO1 TeHEpaIlii CHapsAiB Y BiIMTOBITHIN

MO3MIIIT HaJl TpaBleM (JIUB. PUCYHOK 4.6).

pﬁbiicnuoid StartShooting()
{
_shootingCoroutine = _coroutineServices.StartRoutine(ShootingRoutine());

private IEnumerator ShootingRoutine()

i
while (true)
{
if (_slots is { Count: = @ })
{
if (_diceShootIndex == _slots.Count)
{
_diceShootIndex = B;
1
var dice = _slots[_diceShootIndex].CurrentDice;
if (dice != null)
{
int level = dice.Level;
float startX = —(level - 1) = ©.5f * _projectileOffset;
for (int 1 = 0; i < level; i++)
i
Vector3 offset = new Vector3(startX + i * _projectileOffset, 8, 8);
Vector3 spawnPosition = _firePoint.position + _firePeoint.right = offset.x;
var data = new BaseSpawnData(dice.Type.ToString(), spawnPosition);
BaseProjectile baseProjectile = _projectilesSpawner.Spawn(data);
var spellLevel = _spellsDataService.GetSpellDataByType(dice.Type).Level;
baseProjectile.Initialize(dice.Type, _firePoint.up, spawnPosition, _projectileSpeed,
spellLevel);
_audioManager.Play(AudioGroupType. EffectSounds, "Fire");
H
1
_diceShootIndex++;
}
yield return new WaitForSeconds(_fireRate);
}
H

Puc. 4.6 Jlorika ctpinsou
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Boporu 3’SBISIOTbCSI XBUIISIMH, K1 30UTBIIYIOTHCS 38 KUIBKICTIO Ta CKIIAAHICTIO.

Ji1st IbOTO peanizoBaHO MEHEHKEP XBUIIb, IKUW Kepy€e TeHepalliero BOPOTiB 13 3aJaHUMU

napameTpamMu — 370POB’sl, INBUIKICTh, THII (IUB. PUCYHOK 4.7).

pri&étg IEnumerator WaveSpawner(int waveIndex)

{
var totalHp = Mathf.RoundToInt(_gameplayConfig.Health.Evaluate(waveIndex));

var minEnemies = Mathf.RoundToInt(_gameplayConfig.EnemiesCountByWave.x);
var maxEnemies = Mathf.RoundToInt(_gameplayConfig.EnemiesCountByWave.y);

var cappedMax = waveIndex == @ ? Mathf.Min(5, maxEnemies) : Mathf.Min(minEnemies + waveIndex, maxEnemies);

var enemyCount = Random.Range(minEnemies, cappedMax + 1);
var hpDistribution = DistributeHp(totalHp, enemyCount);

int maxHp = hpDistribution.Max();
int minHp = hpDistribution.Min();

foreach (var hp in hpDistribution)

{
var drag = Random.Range(_gameplayConfig.EnemiesDragRange.x, _gameplayConfig.EnemiesDragRange.y);
SpawnEnemy(hp, drag);

float time = Mathf.InverseLerp(maxHp, minHp, hp);

float delay = Mathf.Lerp(0.1f, 1.5f, time);
yield return new WaitForSeconds(delay);

{
var spawnPosition = _screenBoundsProvider.GetRandomTopSpawnPoint();
spawnPosition = spawnPosition.x > ©
? new Vector2(spawnPosition.x - 0.2f, spawnPosition.y + _yOffset)
: new Vector2(spawnPosition.x + 0.2f, spawnPosition.y + _yOffset);
var data = new EnemySpawnData("Standard", spawnPosition, hp, drag);
var enemy = _enemiesSpawner.Spawn(data);
enemy.Health.OnDeath += () => EnemyDeath(enemy);
_enemies.Add(enemy) ;
}

Puc. 4.7 Bizyauni3ailisi XBUJIb BOPOTiB

[Topaska y rpi HacTae y IBOX BUIAJKaX: SKIIO X04a O OJIMH BOPOT JIOCATAE HUKHBOT

MEXI1 eKpaHy, ado SIKILO rpaBellb BTpavyae yci KUTTSA. Y TaKOMY BHUIIQJKy aKTUBYETHCS

metoj Die, a irpoBuii nmporiec 3ynuHAEThCS (IUB. pUCYHOK 4.8).
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hubiicuénid Damage(int wvalue)

{
_currentHealth —= value;
OnHealthChanged?. Invoke(_currentHealth);
if (_currentHealth <= 8)
i
Die();
i
¥

prﬁﬁété void Die()
i
OonDeath?.Invoke();

Puc. 4.8 Jlorika mopasku

4.3.3 Cucrema merge

OpHi€ro 3 KIIFOYOBUX OCOOJIMBOCTEN I'pH € cCUCTEMA 00’ €IHAHHS pecypciB (merge),
sKa JIO3BOJISIE TPABII0 CTPATETiYHO B3aEMOJISATH 3 1HBEHTApEeM, IMOCHIIIOIOYU CBOIO
0oloBy edekTuBHICTh. Lleit miaxi noenHye KJIacCM4Hy IIYTEpHY JTUHAMIKY 3 MEXaHIKOIO
CTPATETIYHOTO 3POCTAHHS.

Citka Ta cnotu (Grid System)

Jlist peanizanii cucteMu 00’ €JHaHHS OyJI0 CTBOPEHO CITKY 31 cioTiB (grid), y sKi
TpaBelb MOXKE PO3MIIITYBaTH irpoBi pecypcu. Koxen cinot npencrasinenuii 06'ektom Slot,
10 MICTUThH 1H(QOpPMALIIIO MPO 3aMOBHEHHS, TUI pecypca Ta piBeHb MPOKAuKu (IUB.

pHUCYHOK 4.9).
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pubiic"uuid Enter()

{
_movementSlider.value = _startSliderValue;
_gridPanel.Initialize(_itemCollection);
_gridPanel.OnDiceTableChanged += DiceTableChanged;
_gridPanel.SpawnDice(ProjectileType.Standard);

}

pubiic"uuid Exit()

{
_movementSlider.value = _startSliderValue;
_gridPanel.OnDiceTableChanged -= DiceTableChanged,
_gridPanel.Clearall();

}

Puc. 4.9 Jlorika cioriB

Konm rpaBens nepetsrye pecype y KIITHHKY, SKa BXKE 3aifHATA 1HITUM PECYPCOM
TOTO CamMoro THUIy W piBHA, BiAOyBaeTbcsa O0’€THAHHS: JBa OJHAKOBHX PECYpCH
3JIMBAIOTHCA B OJIMH 13 MIJIBUIIEHUM pPIBHEM, a JApyra KIITHHKA 3BUIBHSETHCS (TUB.
pucyHok 4.10). Le#t nmporec 1o3Bodsie e(heKTUBHIIIE BUKOPUCTOBYBATH MPOCTIP CITKH Ta

CTUMYITIOE TPABIIS 0 CTPATETIYHOTO PO3MIIICHHS PECYPCiB.
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huﬁiic”ﬁuid OnBeginDrag(PointerEventData ewventData)

i
var startTransform = _rectTransform.parent;
startTransform.SetAsLastSibling();
_startParent = transform.parent;
_startPosition = _rectTransform.anchoredPosition;
_canvasGroup.blocksRaycasts = false;

H

huﬁiic”ﬁuid OnDrag(PointerEventData eventDatal

i

_rectTransform.anchoredPosition += eventData.delta / _mainCanvas.scaleFactor;

huﬁiic”ﬁuid OnEndDrag(PointerEventData eventData)
{
transform.localPosition = Vector2.zero;
_canvasGroup.blocksRaycasts = true;

pubiic“buul TryMerge(Dice otherDice)

{
if (otherDice.Level == _level && otherDice.Type == _data.Type)
i
_level++;
Destroy(otherDice.gameObject);
UpdateAppearance();
OnMerged?.Invoke(this);
return true;
}
return false;
P:

Puc. 4.10 Jlorika 3muTTs pecypciB

4.3.4 Cuctema 30epe:keHHs] JaHUX

VY cydacHMX MOOUIBHHMX Irpax 30€peKeHHs TaHWX KOPHCTyBaua € Ba)KJIMBUM
acneKkToM (PYHKIIOHAIBHOCTI Ta Oe3neku. Y po3poOJeHOMY MPOEKTI 30epeKeHHS
IIPOTrpeCy peaizoBaHo NUIIXOM cepiamizarii 06’ ektiB y popmat JSON. [l 3amobiranus

HECaHKI[IOHOBaHIN 3MiHI 30€peKEeHUX JaHUX BHKOPUCTAHO CUCTeMY IMGPyBaHHS, 110
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0azyetncs Ha anroputMi AES 3 BUKOpHCTaHHSAM yHIKAIBHOTO KJIH04a, C(HOPMOBAHOTO HA
ocHoBi DevicelD Ta kitoua rpu.

Bukopucrano 1Bi OCHOBHI cepBicu: StorageService — uisi 3amucy/34nTyBaHHS
(muB. pucynok 4.11), ta DataProtectionManager — st mudpyBanss/nenmdpyBanHs

(nuB. pucyHok 4.12).

FETErence

public class StorageService : IStorageService

{
;ﬁblic";uid SaveData<T=(string key, T data)
{
string path = BuildPath(key);
string jsonWithoutProtection = JsonConvert.SerializeObject(data, Formatting.Indented);
string json = DataProtectionManager.Encode(jsonWithoutProtection, key);
File.wWriteAllText(path, json);
}
phﬁtic };LuadDataﬁTbistring key, T defaultvValue)
{
string path = BuildPath(key);
if (File.Exists(path))
i
string jsonWithProtection = File.ReadAllText(path);
string json = DataProtectionManager.Decode(jsonWithProtection, key);
return JsonConvert.DeserializeObject<T>(json);
H
Debug.Log($"Returned default data by key [{key}] by value [{defaultValue}]");
return defaultValue;
}
pﬁ-lic"uuid DeleteAllDatal)
{
string directory = Application.persistentDataPath;
if (Directory.Exists(directory))
i
Directory.Delete(directory, true);
Directory.CreateDirectory(directory);
H
}
ﬁfiLatE;5tring BuildPath(string key)
{
return Path.Combine(Application.persistentDataPath, key);
}
}

Puc. 4.11 StorageService.cs



retensnoe

private static string Encrypt(string data, byte[] keyBytes)

ICryptoTransform encryptor = aes.CreateEncryptor(aes.HKey, aes.IV);

using (MemoryStream ms = new MemoryStream())

new CryptoStream(ms, encryptor, CryptoStreamMode.Write))
new StreamWriter{cs))

return Convert.ToBaseédString(ms.ToArray());

{
using (Aes aes = Aes.Create())
i
aes.Hey = heyBytes;
aes.GenerateIV();
{
ms.Write(aes.IV, 8, aes.IV.Length);
using (CryptoStream cs
using (StreamWriter sw
{
sw.Write(data);
}
}
1
H

relensnce

private static string Decrypt(string data, byte[] keyBytes)

{

byte[] cipherData = Convert.FromBasesuyString(data);

using (Aes aes = Aes.Create())
i

byte[] iv = new byte[aes.BlockSize / 8];
byte[] cipherBytes = new byte[eipherData.Length — iv.Length];

Array.Copy(cipherData, iv, iv.Length);
Array.Copy(cipherData, iv.Length, cipherBytes, @, cipherBytes.Length);

aes.Hey = keyBytes;
aes. IV = iv;
ICryptoTransform decryptor

using (MemoryStream ms

aes.CreateDecryptor{aes.Hey, aes.IV);

new MemoryStream(cipherBytes))

using (CryptoStream ¢s = new CryptoStream(ms, decryptor, CryptoStreamMede.Read))

using (StreamReader sr

{
}

return sr.ReadToEnd();

new StreamReader(cs))

Puc. 4.12 DataProtectionManager.cs
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nsx mo daiiniB Oymyernhes Ha 6a31 Application.persistentDataPath, o rapantye

JOCTYIIHICTh Ta 3axucT 1H(opmarii y daiioBiii cuctemMi MpuUCTporo. 3anucani haiau

MaroTh 3alIM(PPOBAHUI BMICT, 1110 3HUKYE PU3UK MOAM(IKALIT BPYUHY.
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Ha erami 3ammcy o6’ext cepiamizyerbest depe3 JsonConvert.SerializeObject(),
mudpyeThes Ta 3anucyeThes y dain. Ha etamni 3untyBanus ¢aitn po3mudpoByeThes Ta
Jecepianizy€eTbCs y BIMOBIIHUM THII.

Lel miaxia 103BoJsie 30epiraTd Takl JaHl SIK: CHHCOK MPOKaYaHUX 3/110HOCTEH,
KUIBKICTh peCypCiB, IrpoBi HajamTyBaHHs Tomo. [IudpyBaHHS aKTUBYEThCS WIS B
oinax mo3a Unity Editor, 1o 103BoJIsIE CIPOCTUTH TECTYBaHHS, HE BTpadyaroyu O€3MeKn

y pemi3Hiii Bepcii.

I Simulatol i @ Inspector Delet
l l < | FusionDefenders DY Current Directory Path: ) Open Directory

ain OcHoBHE CnineHWA goctyn Burnag 4 Selec 0 Ueete bl Delete File

= X h m
‘ . B nepenicrama - Buganumi ~ -] B
= E

.
3aKPINUTH Ha Konitogat Beraguti o !,;Ummﬁam - B3 Mepeiimenysatn | C1 ? BnacreBocTi E BuaineHHAa
Y A -

FusionDefendersiAudioSe
any\FusionDefenc
any\FusionDefend

BigkputTa

v l Cawa Mapkosceknii > AppData o o FusionDefenders

Tun Bz C:\Users\sasha|AppDatalL ocalLow\DefaultCompany\FusionDefende
# Wengkwid goctyn
Daiin
Paitn Peparyeanna  ®opmar  Burnag  [Josigka
ecord Daiin
| ] Spells 08.05.2025 13:59 Daiin
"Type": 1,
"IsUnlocked":
"Level": 3

"Type™: 5,
"IsUnlocked":
"lLevel™: 3

"Type": 2,
"IsUnlocked™:
"Level™: 3

"Type": 4,
"IsUnlocked":
"Level™: 1

= NokansHmii gucy "Type": 3,

= lNokanshmii gucy "IsUnlocked":

5 R "Level”: 1
Enementie: 4 | BuBparo enemenrie: 1 345 Gaitr |

Pal, cten 100%  Windows (CRLF) UTF-8

Puc. 4.13 Pe3ynbrat cuctemu 30€pexeHHs

Takum YMHOM, cuUcTeMa 30epeKeHHs 3a0e3Meuye sIK 3py4YHICTh JJIsl KOPUCTYBaua,

TakK 1 3aXHUCT JAHUX Y BUIAJIKY BTpyYaHHS 3 O0OKY CTOpPOHHIX OCi0.
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4.3.5 Peaqizauia UI/UX Ta Aynio

I'padiunmii iHTEpdEiic KOpHCTyBaua peandizoBaHO 3 JOTPUMAHHSIM MPUHIUIIB
MOJIYJIBHOCTI Ta MOBTOPHOI'O BUKOPUCTAHHS. Y Cl BIKHA (€KpaHU Ta Momnamu) 0a3yroTbCs
Ha croulbHUX aOctpakuiax BaseScreen ta BasePopup, ski, y cBowo uepry,
YCHAJIKOBYIOThCS Bijg 3arajgbHoro kijacy BaseWindow. Takuit miaxix 103BOJISIE
[IEHTPaTi30BaHO KEPYBATU BIAKPUTTAM, 3aKPUTTSM 1 aHIMAIlIIMH BIKOH.

VYrpaBiiHHs eneMeHTamMu 1HTepdeiicy 3IIHCHIOEThCS Yepe3 JBa OKPEeMHX
MeHepkepu: ScreensManager (111 MOBHOEKpaHHMX BikOH) Ta PopupsManager (s
niamoroBux BikoH). OOuaBa MEHEIKEpU peali3yloTh BIJNOBIAHI 1HTEpdelicu
(IScreensManager, [PopupsManager) 1 BIAMOBIZAIOTh 3a iHIIIAI3AIliI0, YE€PTOBICTH 1
B3aemo/ito Mixk Ul-koMnoHeHTamMu (IUB. pUCYHOK 4.14).

[aTepdeiic OyB po3pobOiieHHid 3 ypaxyBaHHSIM npuHIUNY mobile-first. VYeci
IHTepaKTUBHI €JIEMEHTH MalOTh 3PYUYHI PO3MIpH JJIS B3aEMOJIIT HA CCHCOPHHMX €KpaHax,
30€peKEHO YITKY 1€papXil0 pO3TallyBaHHsS €JIEMEHTIB, 3a0e3MeUYeHO KOPEKTHE
MacmTabyBaHHs 1HTepdeiicy Ha pI3HMX po3Mipax eKkpaHa — Bix cMapTdOHIB 110
TIJIQHIIIETIB.

Ha okpemux ekpanax, 30kpema BattleScreen ta DeckScreen, peanizoBano drag-
and-drop ¢yHKIiOHATBHICTB. Lle cTaao MOKIUBUM 3aBIKA BUKOPUCTAHHIO iHTEP(ECiB
IDragHandler, IDropHandler ta moxigaux knaciB Slot, GridPanel, UpgradePanel, mio
JI03BOJISIIOTH TPABITIO 3MIHIOBATH PO3TalTyBaHHSI.

3ByKOBa cucTemMa rpu nolyaoBaHa Ha ocHOBI iHTepdeiicy [AudioManager, sikuii
3a0e3reuye €IMHy TOUKY JOCTYMY JI0 BCIX ay/IIOKOMIOHEHTIB. L{eHTpanbHUM KepyrounuM
eneMeHToM € kinac ProjectAudio, mo peanizye JOriKy BiATBOPEHHS 3BYKiB, 30€peKEeHHS

HaJallITyBaHb, 3MIIIYBAHHS Ta B3a€MO/III 3 ay/11I0TPyIaMU .
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IUIManager w
Intesface

[ ProjectCanvas ¥ |

i ") Class i ™)
w L

IPopupsManager N rcm shaiaur I5creensManager

Interface Interface
—{ P -
PopupsManager % | [ ScreensManager ¥ ]
Class Class
# BaseMindawshanage. . & BaseMfindowsManage.
y. \
| BasePopup % | | PopupData ¥ | | BaseScreen ¥ |
Class Class Class
=+ BaeMWindaw L y. P BaseWindow
: riy = b {ls O interDawnHandle
LoadingPopup w ResultPopup L PausePopup ¥ MainMenuScreen % Battle5creen W SettingsFopup W DeckScrean W
Class Class Class Class Class Class Class
+ BatePopup + BatePopup =+ BxiePopup + BaseScreen + BaseScreen + BaseSereen + BaseSereen
BottomPanel L ‘GridPanel W Spell W
Class Class Class
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. A W o X ”
| slot ¥ UpgradePanel W
Class Class
+ MansBenaviois + ManeBenaviour

Dice L
Class

=+ Mano#ehaviow

Puc. 4.14 UML-pnmiarpamu Ul

Koudirypariss aymio 3milicHoeTscst 4epe3 o00'ekt AudioConfig, sxuii €
cepiamizoBanuM ScriptableObject 1 MICTUTh TOCHJIAaHHA Ha BCl HEOOXIJIHI 3BYKOBI
pecypeu. 3BykoBi edektn TpynyroThes y AudioGroup, a daktuune 30epiraHHsS Ta
nporpaBaHHs opranizoBaHo yepe3 AudioContainer (quB. pucyHOK 4.15).

Cucrema moOyaoBaHa 3 MOMJIMBICTIO MaclUTaOyBaHHS: yCl TUIU 3BYKIB, IPyIHU
MIKIIIyBaHHS ~ Ta  mapaMmeTpu  e(deKTIiB  3aJaloTbCsl  4epe3  MepepaxyBaHHS
(AudioGroupType,  AudioMixerGroupType) 1  KoHbirypamiiHi  CTPYKTypHU
(AudioConstants, EffectSoundConfig). Ile no3Bosisie mBuaKO 01aBaTH HOB1 €heKTH a00

aJIanTyBaTH 3BYK 1] 3MiHH Y TeimIuiel 0e3 pefaryBaHHsl OCHOBHOTO KO .
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lAudioManager

Interface

LY i

o -

L Audiablanager

Leadinglmibalization

| ProjectAudio ¥ | AudicConfig W
Class Segled Chass
<+ MonoBehaviour = ScrptableObject

\ .

- AudieGroup L AudioConstants %
Class gt

5 -

' AudioContainer ¥ | AudioGroupType ¥
Class Enum

=+ bonoBehaviour
i |

" -

AudioMixerGro... ¥

Enuami

EffectSoundCon.. %
Sarue

Puc. 4.15UML-niarpamu ayaio

4.4 3aBepLIeHHS IPOEKTY

[Ticns peanizaliii OCHOBHUX MEXaHIK T'pH, 30KpeMa KepyBaHHsI TPaBIeM, CTPLIHOH,
XBUJIb BOPOTIB, CHCTeMH OO0'€lHaHHS Ta 30€peXeHHS JaHuX, OyJI0 BHUKOHAHO
3aBeplIaibHE CTPYKTYpYBaHHS KOJy, ONTHUMI3allisl JIOTIKM Ta IHTETpallisl Bi3yaJlbHOTO i
aymioodopmiieHHs. [lelt eran ctaB kio4oBUM 71 3a0€3NE€UeHHS CTa01lIbHOT pOOOTH TPHU

Ta IMIJATOTOBKH i 10 TECTyBaHHS.
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[IpoTtsirom po3poOKu apXITEKTypa MPOEKTY KUIbKa pa3iB 3MIHIOBAIACH BIAIOBIIHO
0 HOBUX TMOTpeO 1 BHUSABIEHUX HEMOJIKIB. 30KpeMa, OyJo yXBaJleHO pIIICHHS
BUKOPUCTOBYBATH Zenject sIK CUCTEMY 3aJIeKHOCTEH JJIsl 3py4HOT 1H1LIasi3a1ii MOTyIiB,
110 3HAYHO MOJIETIIHIIO KOHTPOJIb 3 )KUTTEBUM LIMKIIOM O0'€KTIB y I'pl

OCHOBHI TPY/IHOIIII IT1J1 Yac 3aBepUICHHSI POOOTH OyJIM MOB’sA3aH1 3 MIATPUMAHHIM
THYYKOCTI KOJ1y Ta pO3LIMPIOBAHOCTI CUCTEMH, 11100 y MallOyTHbOMY MOHa 0yJI0 101aTh
HOB1 3M1I0HOCTI, HOBI THUMH BOPOTiB a00 po3mupuTd GyHKIIOHAT 0€3 3HAYHOTO
pedakTopuHry.

CrpykTypa mnpoekTy mnoOyJoBaHa 3a MNPUHIMIIOM MOAUTY Ha (YHKI[IOHAIBHI
MOJIYJ, e KOKE€H KOMIIOHEHT BUKOHYE OKPEMY BiJIITOBIIaIbHICTh:

PoGota Haxg mnpoekToM Takoxk Tepeadadana aHaji3 Ta  ONTHUMI3AIIIO
npoayKTUBHOCTI. Hanpukian, st cHapsaiB Ta BOPOriB BUKOPUCTOBYBalach CHCTEMa
00’€KTHOTO MYJIHTY, IO JO3BOJIMJIO 3HAYHO 3HU3UTH KIJIbKICTh CTBOPEHb Ta 3HUIIECHb
00’€KTIB Mij Yac Ipu.

Takum uymHOM, 3aBepIIAIBPHUI €Tanm po3pOOKM BKJIIOYAB HE JIMIIE IHTErpariio
BI3yaJIbHUX Ta 3BYKOBMX KOMIIOHEHTIB, aje W (iHami3amiio apxiTeKTypHUX pIIICHb,
TECTYBaHHS )KUTTEBOTO LIUKITY I'POBUX 00’ €KTIB, aAanTaIlil0 10 MOOLIBHUX MIAaTHOPM Ta
ONTHUMI3alllI0 MiJl HU3bKOpecypcHi mpuctpoi. CTBOpeHa CTPYKTypa JIO3BOJISIE JIETKO
MacumTabyBaTu MPOEKT, PO3IMIMPIOBATH (YHKIIIOHANI Ta TOTYBaTU rpy 10 MyOJII4HOTrO

pemi3y.
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BUCHOBKHA

Pesynbrarom BuKOHaHHS KBaji(ikaiiiiHOT poOOTH CTajJo CTBOPEHHS MOOUIBHOI

IpU y XaHpl apKaJHOTO ILIyTepa 3 €JIeMEHTaMH MEXaHIKM 00’e€qHaHHs (merge), 1110

MOEAHY€E TUHAMIYHUN FedMIUIeH 31 CTpATErIYHUMHU €JIEMEHTaMU PO3BUTKY MEPCOHAXKA.

Takwuii miaxia 103BOJMB YPI3HOMAHITHUTH IFPOBUH JIOCB1JI, 3a0€3MEYUTH THYUKY CHUCTEMY

nporpecii Ta MiABUIIUTH 3JTy4YeHHS TPaBLIsl.

[Tix vac po6oTH OyJI0 TOCATHYTO HACTYITHUX pe3yaibmamia:

1. [IpoananizoBaHo mpeaMEeTHY 00J1aCTh, OXOIJIEHO 0COOJIMBOCTI JKaHPY apKaJHOTO
HIyTepa, BABYEHO IMOTOYHI PUHKOBI TPEHAN MOOLIBHUX IrOp, & TAKOXK MOITYJISPHI
reiMidikaiiial MEXaHiKH, SKI M ABUIYIOTh 3aIliKaBJIEeHICTh KOPUCTyBayYa.
[TpoBeneHo oTmsiA MOMYJISIPHHUX iTOp-aHaJIoriB, BUZHAYCHO iX MMepeBaru Ta
HEJI0JIIKH, 110 JI03BOJIMIIO C(hOpMYyBaTU OOIPYHTOBAH1 BUMOTH [0
PO3pOOIIOBAHOTO MPOAYKTY.

2. OmnucaHo Ta 00IPyHTOBAHO BUOIp TEXHOJIOT1H /15 peanizalii rpu: pyuig Unity sik
ONTHMAJIBHOTO CEPEOBUINA 11 MOOUTEHOT KPOCIUIaT(HOPMHOT pO3pOOKH, MOBH
C# sk OCHOBHOTO 1THCTPYMEHTY IIporpamyBaHHs Jioriku, JetBrains Rider sik
IHTETpOBaHOTO cepenoBuila po3podku, GitHub — nnsa konTposto Bepciit, Adobe
Illustrator — mst ctBopennst rpadiku, JSON — st 30epiraHHst irpOBUX
koHpirypariii. le#t cTtek 3a0e3neunB eheKTUBHY OpraHizailito podouoro mporecy
Ta BUCOKY MPOIYKTHBHICTH PO3POOKH.

3. Po3pobiieHo apxiTeKTypy MPOEKTY, BU3HAYEHO CTPYKTYPY OCHOBHHUX ITPOBUX
MOJYJiB, BKJIFOUHO 3 CUCTEMOIO CTPLILOH, TEHEPALIIE0 XBUIIb BOPOTIB,
MEXaHIKOI0 00’ €qHaHHs, 30epekeHHsM nporpecy rpasis Ta UI/UX.

4. [Iporpamuo peanizoBaHo 1 mpoTecToBaHO 0a30B1 GyHKIIOHATIBHI MOAYJI TPH,
30KpeMa: pyX Ta JIOTIKYy BOPOTiB, CTpUIbOY, CUCTEMY merge-TOKpalleHb,
1HBEHTap, OOPOOKY ITPOBHX CeCli, 30€pEeKEeHHSI TaHUX. 3/IACHEHO HAIArOKCHHS
JIOTIKW CKJIAIHOCTI Ta aJianTarlii BOPOTiB J0 PI1BHS TPaBIs, IO I03BOJIMIIO

CTBOPHUTH O1TBINT 30aJIAHCOBAHMI Ta I[IKABUH TEHMILICH.
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S. IIpoBeneHo (pyHKIIOHAIbHE TECTYBaHHS, 10 MIATBEPANIO KOPEKTHY pOOOTY
peari3oBaHUX MEXaHIK, BIICYTHICTh KpUTUYHUX ITOMUJIOK Ta TOTOBHICTh
OPOJYKTY J10 MOJAJIBIION0 POUIUPEHHS.

6. Oxkpema yBara npuaiisuiacs 3a0e3ne4eHHI0 MacITaO0BaHOCTI Ta MOYJIbHOCTI1
IPOEKTY, 110 A03BOJISIE B MAIOyTHHOMY JIETKO PO3IIMPUTH IPY HOBUMHU PIBHSMU,
nepcoHaXkaMu, BUJaMu 30poi, Bi3yalbHUMU €()EeKTaMH Ta IrPOBUMU PEKUMAMH.
Kpim Toro, peanizoBaHo 3py4Hy CUCTEMY 30€pexKEeHHs MPOrpecy, 110 T03BOJISIE

I'paBOIO ITOBEPTATHUCA 0 I'PU 0e3 BTpaTHu JOCATHCHD.

PoGora mpoiinuia ampobariito, mo MiATBEPKY€E i1 BINMOBIMHICTD CYyYaCHUM
HAyKOBO-TEXHIYHUM BUMOTraM. 3a ii pe3ysbTaramu OyJjo MIATOTOBJIEHO HACTYIIHI TE€3U
JIOTIOB1/IEH:

1. Mapxkoscbkuit O.I1., {i0piBamii O.A. 3axuct iHpopMmallii y MOOUIBHIHN Tpi.
XII  BceykpaiHCbKii ~ HayKOBO-IIPAaKTUYHIA  KOH(epeHLli  MOJOAMX  YYEHHX
<<IH®OPMAL[HZHI TEXHOJIOI'II — 2025», 15 tpaBHsa 2025 p., KuiB, KuiBcbkuii
cTomyHuM yHiBepcuteT imeH1 bopuca ['pinuenka. 36ipauk te3. K.: KCYIBI', 2025. C.
299-300.

2. Mapxoscekuit O.I1., [i6piBuuit O.A.. Po3poOka MOOLIBHOT TPU B KaHPI
apkannoro mrytepa. VI BceykpaiHchbka HayKOBO-TIpaKTHYHA KOH(EPEHIliST MOIOINX
yuennx «ladopmariitai Texunonoriin. 24 kBitas 2025 p., Kuis, Jlep>xaBHuii yHIBEpCUTET

1H(dOopMaIitHO-KOMYHIKaIIHHUX TexHoJorii. 36ipauk Te3. K.: JIVIKT, 2025 C. 267-268.
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JIOJIATOK A. JEMOHCTPALIIAHI MATEPIAJIN

JEPHABHHH YHIBEFCHTET IHOOPMANAHO-KOMYHIKANIAHAX

" TEXHOIOTH

HABYATEHO-HAVEOBHI THCTHTYT THOOPMAIIITHIY

W OYIkYT

KADEIPA IKEHEPI MPOTPAMHOIC 3ABE3IEYEHHA

Po3pobka mobinkHOI rpu B )aHpi apkagHoro wyrepa

BHKOHAR CTYOSHT 4 Kypcy

rpyni M0-44

MaprkoBcerwid Onexcanap Masnosuy

KepisHuk poGoTw

goktop ginccoddl (PhD), gousHT kadeap (N3 diGpisdvia Onecs Axapidosnd
Kuiia — 2025

META, OB'€KT TA MPEAMET AOCNIOXEHHA

MeTa poboTi: BOOCKOHANEHHNA XaHpy apKagHoro LyTepa vepes
iHTerpauito mexaHikm 06'egHaHHA 0b'ekTiB.

OB6'ekT pocnigxenHa: Mpouec poapobkn MOBINLHOT rpy 3 eNEMEHTaMMI
apkagHoro WyTepa Ta MeXaHiKol NoegHaHHS.

MpeameT gocnigxeHHA: [porpamya peanizauis merge-mexaHiky B
apkagHoMy LyTepi.



3ALAYI KBAMIGIKALIMHOI POBOTU

1. lMNpoaHaniaysatu cydacHi TeHaeHuil v cdepi moBineHux irop, 3okpema
apKagHWx WyYTepie Ta merge-MexaHik.

2. O6rpyHTYBaTH O0UINLHICTE NOEAHAHHA KaHpy apKagHoro WyTepa 3 MexaHikow

ob'eaHaHHA ob'exTiB.
3. Onucatu apxiTekTypy moBineHoro 3acTocyHky Ta enbip TexHonoriin gns
peanizauii rpw.
4. PoapobuTi noriky Bazosoro redmnneo ia cuctemoro ob'eqHaHHnA irposux
of'exTia (merge-mexaHikowo).
5. ImnnemenTyBatk GasoBWi dyHKUIOHAN rpw, BKNOYawYKu Goloey cucTemy,
Boporie, iHTepdeic KopucTyBaya Ta NPorpecito.
6. lNpoeecty TECTYBAHHA IPU Ha BIANOBIAHICTE dyHKUIOHANEHUM BUMOram Ta
ctabinsHocTi poboTh.

AHANI3 AHANOTI'IB

Ball Blast Archera Merge Planes | Shoot n Merge Moz rpa
Idle
Mepox - - + + +*
ApkagHua | + +* - - -
WIyTER
YHiKaneHi PoaginexHs - Bunagroei CumynaTop Menmnned OuHarmHicTe Mo
oCobnweo OOHIET KyNbER wamGiHauil NPOKaUyBaHHR no@iGHui ao rpe aEgAkd noTped
cTi HE OEKINEKE 3 BMiHE niTarie 2048 y noggHaski 3 | KOHTROMHOEATH
MEHLLIM - Moctynoes IMAEXEHIKOHD OF EOHAHHR BNEMEHTIE
aanacom IPOCTAHHA cTpineGw 3 rpu T3 BigCTRINKCBATH
AA0POE'R cENaanocTi Bubble Shooter BOPOTIE
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BUMOI 4O NPOrPAMHOIO 3ABE3IMNEYEHHA

DyHKUiOHaANBLHI BUMOIK:

MoMNMBICTL KEPYBATK INPOBWM NEPCOHaMEM ANA IHWLWEHHRA BOPOrie.
MexaHika NoEaHaHHA IrpoBUK 0D'eKTIB 3 METOH NOKPALLEHHA XapakTepHCTHE.
eHepaUin XBWNL BOPOTB 3 NOCTYNOBUM YCKNAAHEHHAM.

HapaxysaHHA BHYTRIWHLO! BANKITH ONA BIAKPWTTA HOBKX 30i0HOCTEN Ta IX
NOKpaLUeHHA.

Cuctema sbepexeHHRA Nporpecy.

W=

o

HedyHKUioHaNbHI BUMOTH:

1.  IHTepdeic cTBOpPEHO 38 NPpWHUMNOM mobile-first: enemMeHTH apy4Hi ANA CeHCopHOro
KEpYBaHHA, TeKcTH YynTabenkHi, a BigobpameHHRA KOPEKTHE Ha PI3HKUX po3mipax
EeKpaHie.

2. TMporpama mae ByTH pospoBneda 3 ypaxyBaHHAM MOXIMBOCTI NOAaNLIWIOr
macluTabysaHHs Ta OHOBNEHHA KOHTEHTY,

3. Yac aanycky rp He NOBUHEH NepeBULLYBAaTH 5 CekyHL 5
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AMNPOBALIA PE3YIILTATIB AOCHIAXXEHHA

Maprkoecekmia O.M., OibpieHwui O.A. 3axuct iHbopmauii y mobBinbHiK rpi.
XIl BceykpaiHCbKiA HAayKOBO-NPaKTUYHIA KOHbepeHUil MONoAMX yHeHNX
«IHPOPMALIMHI TEXHONONI — 2025», 15 TpasHAa 2025 p., Kuis,
KWIBCBRWIH CTONWYHKWIA yHiBEPCMTET iMeHi Bopwca MpiHYyeHKa. 36ipHWK
Te3. K.: KCYIBT, 2025. C. 299-300.

Maproscekmin 0.1, AibpisHui O.A.. Po3pobka mobinsHOI rpy B MaHpi
apkagHoro wyTepa. VI BceykpaiHcbKa HayKOBO-NPakTUYHa
KOH@EePEeHUIA MONOAMX Y4EHWX «IHPOPMaLIMHI TexHOoNOrT». 24 KBITHA
2025 p., Kuig, JepraeHWid yHisepcuTeT iHGopMaUiHO-KOMYHIKaUHHMX
TEXHONOTi, 36ipHuK Te3. K.: AYIKT, 2025 C. 267-268.
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BMCHOBKW

MNpoaHanizoBaHo apKaaHi WyTepy Ta irpy 3 MexaHdikol merge, BUIHavYeHo KnoYosi
TEHAEHUIT, WO CAPUAKTE 3POCTAHHID NONYNAPHOCTI TAKUX rBpUOHMX NPOEKTIE.
BuaHadyeHo hyHKUIOHANEHI Ta HedyHKLIOHaNBH BUMOTM A0 TPW, Ha OCHOBI AKX
CNPOEKTOBAHO APXITEKTYPY I3 NIATPUMKOW MaclTabyBaHHA Ta WBWAKOro 3anycky.
PeaniaoBaHo moDinkHy rpy Ha Unity 3 BUkopucTaHHAM C#, y AKIA NoeaHaHo
OWMHAMIYHUA WY TepHWA refimnnei iz mexaHikow ob’'egHaHHA 0B'eKTIE ANR NPOKaYKK.
CTBOpPEHO a0anTUBHWA IHTepdeic, cUCTEMY NPOrpecy, XBWNk BOPOrie,
BHYTPILWHLOITPOBY EKOHOMIKY Ta 30EPEMEHHA NaHUX.

MNpoeegeHo TECTYBAHHRA INPOBMX MEXaHIK, 3abe3neueHo cTabineHy poboTy 3acTOCYHKY
Ha cepedHbOCTATHCTHYHHY MOBINEHWX NPHUCTROAX.

MigroToBnNeHo 2BITHY OOKYMEHTAaLUD Ta Npe3eHTauiiHi MaTepiany; 3axucT NpoexTy
[03BONWE NIATBEPAWTH NPAKTUYHI HABWYKK NOBHOMD UWMKNY poapobky mobinkHux irop.
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JOAATOK b. JIICTUHI' IPOI'PAMHUX MOAYJIIB

using System.Collections;

using System.Collections.Generic;
using Services;

using Services.Scenes;

using UI.Managers;

using UI.Popups;

using UI.Screens;

using UI.Screens.Variables;

using UnityEngine;

using Zenject;

public class ApplicationStart : MonoBehaviour
{

[SerializeField]

private SceneContext _sceneContext;

[SerializeField]
private IntroScreen _introScreen;

private List<IlLoadingInitialization> _initlList;
private IScenelLoader _scenelLoader;

private Coroutine _initializeCoroutine;

private IUIManager _uiManager;

private const float INTRO_SCREEN_START_PROGRESS = 0.1f;
private const float INIT_LIST_PROGRESS_INCREMENT = 0.7f;
private const float INTRO_SCREEN_DELAY = 0.2f;

private const float FINAL_PROGRESS = 1.0f;

[Inject]
private void Construct(List<ILoadingInitialization> initList, ISceneloader
sceneLoader, IUIManager uiManager)

{
_initList = initList;
_scenelLoader = scenelLoader;
_uiManager = uiManager;
}
private void Start()
{
_initializeCoroutine = StartCoroutine(Initialize());
}
private void OnDestroy()
{
if (_initializeCoroutine != null)
{
StopCoroutine(_initializeCoroutine);
}
}

private IEnumerator Initialize()

{
_introScreen.Init();
yield return null;

RunSceneContext();
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yield return InitializelLoadingComponents();
yield return ShowNextScene();

}

private void RunSceneContext()

{
_introScreen.UpdateProgress(INTRO_SCREEN_START_PROGRESS / 2);
_sceneContext.Run();
_introScreen.UpdateProgress(INTRO_SCREEN_START_PROGRESS / 2);

}

private IEnumerator InitializeloadingComponents()
{
for (var index = 0; index < _initList.Count; index++)
{
_initList[index].Init();
float progress = INTRO_SCREEN_START_PROGRESS +
INIT_LIST_PROGRESS_INCREMENT * (index + 1) /
_initlList.Count;
_introScreen.UpdateProgress(progress);
yield return null;

}

}

private IEnumerator ShowNextScene()

{
yield return new WaitForSeconds(INTRO_SCREEN_DELAY);
_introScreen.UpdateProgress(FINAL_PROGRESS);
_uiManager.PopupsManager. ShowPopup(PopupTypes.Loading);
_scenelLoader.LoadScene(SceneType.Game, ScreenTypes.MainMenu, false);

}

}

using UI.Popups;
using UI.Screens;

namespace UI.Managers

{
public interface IUIManager
{
IScreensManager ScreensManager { get; }
IPopupsManager PopupsManager { get; }
}

using Audio;

using Services;

using Services.Currency;
using UI.Popups;

using UI.Screens;

using UnityEngine;

using Zenject;

namespace UI.Managers

{

public class ProjectCanvas : MonoBehaviour, IUIManager, ILoadingInitialization

{
[SerializeField]
private ScreensManager _screensManager;

[SerializeField]



private PopupsManager _popupsManager;

[SerializeField]
private WindowsConfig _windowsConfig;

private DiContainer _diContainer;
private CurrencyService _currencyService;
private TAudioManager _audioManager;

public IScreensManager ScreensManager => _screensManager;
public IPopupsManager PopupsManager => _popupsManager;

[Inject]
private void Construct(DiContainer diContainer, CurrencyService
currencyService, TAudiolManager audioManager)

{
_diContainer = diContainer;
_currencyService = currencyService;
_audioManager = audioManager;

}

public int Priority => 1;

public void Init()

{
DontDestroyOnLoad(gameObject);
_screensManager.Initialize(_diContainer);
_popupsManager.Initialize(_diContainer);
ConfiglLoaded();

}

private void ConfiglLoaded()

{
_screensManager.0OnConfiglLoaded(_windowsConfig);
_popupsManager.0OnConfiglLoaded(_windowsConfig);

}
using Systenm;

namespace UI.Popups
{
public interface IPopupslanager
{
event Action<PopupTypes> OnPopupShowed;
event Action<PopupTypes> OnPopupHidden;
void ShowPopup(PopupTypes popupType);

void HidePopup(PopupTypes popupType);
BasePopup GetPopup(PopupTypes popupType);

void HideAllPopups();

using System;

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

using UI.Managers;

using UnityEngine;

using Object = UnityEngine.Object;
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namespace UI.Popups

{
[Serializablel
public class PopupslManager : BaseWindowsManager<BasePopup>, IPopupsManager

{
[SerializeField]
private GameObject _popupFader;

private Dictionary<PopupTypes, PopupModelData> _popupModelsParsed = new();
private List<BasePopup> _currentPopups = new();

public event Action<PopupTypes> OnPopupShowed;

public event Action<PopupTypes> OnPopupHidden;

public override void OnConfigLoaded(WindowsConfig windowConfig)

{
base.OnConfiglLoaded(windowConfig);

foreach (PopupModelData pmd in WindowConfig.PopupModels)

{
if (!_popupModelsParsed.TryAdd(pmd.PopupType, pmd))
{

Debug.LogError("There is already setup up " + pmd.PopupType + "
cant fill it twice!");

}
}

public void ShowPopup(PopupTypes popupType)

{
if (!_popupModelsParsed.ContainsKey(popupType))
{

Debug.LogError("Not filled page by type: " + popupType);
return;

}

PopupModelData popupModelData = _popupModelsParsed[popupTypel;
var basePopup =

DiContainer.InstantiatePrefabForComponent<BasePopup>(popupModelData.Template,
_container);

if (basePopup == null)
{

Debug.LogError(

"There is no BasePopup attached to : " +
basePopup.gameObject.name + " of type " + popupType);
return;

}
basePopup.PopupData = popupModelData;

AddPopup(basePopup);
OnPopupShowed? . Invoke(popupType);
}

public void HidePopup(PopupTypes popupType)
{
BasePopup currentPopup = _currentPopups.FirstOrDefault(r =>
r.PopupData.PopupType == popupType);
if (currentPopup != null)
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{
RemovePopup(currentPopup);
OnPopupHidden?.Invoke(popupType);
else
{
Debug.LogError("There is no popup by type: " + popupType + " active
now!");
}

}

private void AddPopup(BasePopup popup, PopupData data = null)

{
_currentPopups.Add(popup);

if (_currentPopups.Count >= 1)
{
bool anyUseTotalFader = _currentPopups.Any(currentPopup =>
currentPopup.PopupData.UseTotalFader);
if (anyUseTotalFader)

{
_popupFader.SetActive(true);

}

popup.SetData(data);
popup.Show();

private void RemovePopup(BasePopup popup)

{
if (_currentPopups.Contains(popup))

{
_currentPopups.Remove(popup) ;
bool anyUseTotalFader = _currentPopups.Any(currentPopup =>
currentPopup.PopupData.UseTotalFader);

if (lanyUseTotalFader || _currentPopups.Count <= 0)

_popupFader.SetActive(false);

else
{
ShowNextPopup();
}
}
Object.Destroy(popup.gameObject);
}
private void ShowNextPopup()
{
BasePopup newTopPopup = GetTopPopup();
if (newTopPopup != null)
{
newTopPopup.Show();
}
}

public BasePopup GetPopup(PopupTypes type) =>
_currentPopups.FirstOrDefault(popup => type ==
popup.PopupData.PopupType);
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private BasePopup GetTopPopup() => _currentPopups["1];

public void HideAllPopups()

{ if (_currentPopups is { Count: > 0 })
{ foreach (BasePopup popup in _currentPopups)
‘ RemovePopup(popup) ;
) }
}

using Systenm;
using UI.Screens.Base;

namespace UI.Screens

{

public interface IScreensManager

{

}

event Action<ScreenTypes> OnScreenShowed;

void ShowScreen(ScreenTypes screenTypes, bool isPrevious = false);
void ShowPreviousScreen();

void RemoveAllScreens();

BaseScreen GetScreen(ScreenTypes screenType);

using Systenm;

using System.Collections.Generic;
using UI.Managers;

using UI.Screens.Base;

using UnityEngine;

namespace UI.Screens

{

[Serializable]
public class ScreensManager : BaseWindowsManager<BaseScreen>, IScreensManager

{

private readonly Dictionary<ScreenTypes, ScreenlodelData>

_screenModelsParsed = new();

private readonly Dictionary<ScreenTypes, BaseScreen> _screens = new();
private readonly Stack<BaseScreen> _previousScreens = new();
public event Action<ScreenTypes> OnScreenShowed;

public BaseScreen GetScreen(ScreenTypes screenType)

{
BaseScreen baseScreen = null;
foreach (KeyValuePair<ScreenTypes, BaseScreen> screen in _screens)

{

if (screen.Key == screenType)

{
}

baseScreen = screen.Value;

}

return baseScreen;
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public override void OnConfigLoaded(WindowsConfig windowConfig)

{
base.OnConfigLoaded(windowConfig);

foreach (ScreenlModelData screenModelData in WindowConfig.ScreenModels)
{
if (!_screenModelsParsed.TryAdd(screenModelData.ScreenType,
screenModelData))
{
Debug.LogError("There is already set up " +
screenModelData.ScreenType + " cant fill it twice!");

}
}
public void ShowScreen(ScreenTypes screenTypes, bool isPrevious = false)
{
if (ActiveWindow != null)
{
if (ActiveWindow.ScreenData.IsAddToStack)
{
if (!isPrevious)
{
_previousScreens.Push(ActiveWindow);
ActiveWindow.Hide();
}
else
{
RemoveScreen(ActiveWindow);
_screens.Remove(ActiveWindow.ScreenData.ScreenType);
}
}
if (_screens.TryGetValue(screenTypes, out BaseScreen screen))
{
screen.Show();
ActiveWindow = screen;
}
else
{
AddScreen(screenTypes);
}
OnScreenShowed?.Invoke(screenTypes);
}

private void AddScreen(ScreenTypes screenType)
{
if (!_screenModelsParsed.ContainsKey(screenType))
{
Debug.LogError("Not filled screen by type: " + screenType);
return;

}

ScreenlModelData screenModelData = _screenModelsParsed[screenTypel];
var baseScreen =

DiContainer.InstantiatePrefabForComponent<BaseScreen>(screenModelData.Template,
_container);
if (baseScreen == null)
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Debug.LogError(
"There is no BasePage attached to : " +

baseScreen.gameObject.name + " of type " + screenType);

}

return;

}

baseScreen.ScreenData = screenModelData;
_screens.Add(screenType, baseScreen);
ActiveWindow = baseScreen;
baseScreen.Initialize();
baseScreen.Show();

public void ShowPreviousScreen()

{

}

if (_previousScreens.Count > 0)

BaseScreen previousScreenType = _previousScreens.Pop();
ShowScreen(previousScreenType.ScreenData.ScreenType, true);

public void RemoveAllScreens()

{

if (ActiveWindow != null)

{
RemoveScreen(ActiveWindow);
}
for (int i = 0; i < _previousScreens.Count; i++)
{
RemoveScreen(_previousScreens.Pop());
}



