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PEDEPAT

TexcToBa yacTuHa kBamiQikaifHoi poOOTH Ha 300yTTS OCBITHBOTO CTYTICHS

Oakanaspa: 48 ctop., 6 Tabi., 22 puc., 20 mrepern.

O0’eKT A0CTIIKEHHSA: TIPOLIEC TOCIIIHKEHHS, aHaIli3y Ta PO3pOOKH IpU Yy KaHp1
platformer.

Meta po6oTH: CIPOEKTYBATU apXITEKTypy TpH, peaidyBaTH (yHKIIOHATbHI
pilleHHs, BIJACYTHI B MpPOAHANI30BaHUX aHaJorax Ta MiABUIIUTH 3pPYYHICTb
BUKOPHCTAHHS Ta IOCTYITHOCTI I'PHU 32 PaXyHOK peasii3allii IHTYiTUBHOTO KEpyBaHHS Ta

HaJalITyBaHb Bi3yaJIbHOI JOCTYITHOCTI.

IIpeamet pocJifzkeHHs — MPOrpamMH1 3acCO0M, METOJIU Ta TEXHOJIOTII peaizaiii
IFPOBUX MEXAHIK, aHIMaIlil Ta B3a€MOJIii KOPUCTYBaya 3 IFPOBUM cepefoBuiieM y 2D
side-scrolling rpi.

KopoTtkuii 3micT podoTn — poboTa npucssueHa po3po0ui 2D-nmnatdopmepHoi
rpu y cepenoBuiili Unity 13 BUKOPUCTaHHSIM MOBU mporpamyBanHsi C#. PeanizoBaHo
0a30By IrpOBYy MEXaHIKy, BKJIIOYHO 3 KEPYBaHHSIM TEPCOHAXKEM, aHIMaIlisIMH,
CTpuOKaMu, aTaKaMH Ta B3a€EMOJIEI0 3 00’ €KTaMH OTOYEHHS, 30KpeEMa PI3HUMU TUITAMH
wiatdopM. OcobnuBy yBary NpUIUICHO aanTHBHOMY 1HTepdelcy KopucTyBaya Ta
3pY4YHOCTI HaBirauii B rpi. Pe3ynbratoM poOOTH € MOBHOI[IHHUM ITPOBHIA MPOTOTHIIL,
SKUI JIEMOHCTPYE OCHOBH MOOYIOBHU ITPOBOI JIOT1KH, pOOOTH 3 (h13UKOI0, aHIMALIIEIO Ta
YIPABIIHHIM CIICHAMHU.

KJIIOUOBI CJIOBA: ITPOBUM PVYIIIM, UNITY, IUIAT®OPMEP,
AHIMALISY, KOPUCTYBALIBKMII IHTEP®ENC, IIPOIPAMYBAHHS,
MEXAHIKA I'PU, PO3POBKA IT"OP.
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HEPEJIIK YMOBHUX ITO3HAYEHb

Unity — kpocmiaTthopMHui irpoBuii  pymriii aas  cTBOpeHHsS TpuBuMipHHX (3D)
Ta 1BOBUMIpHUX (2D) irop

2D — JIBoBuMipHU# (IBOMIpHHIA) IPOCTIp

Ul — User Interface — xopuctyBanbkuii iHTepderic

UX — User Experience — KOpUCTYBalbKHi TOCBI

FPS — Frames Per Second — kibKicTh KaJpiB 3a CEKYHIY

GPU — Graphics Processing Unit — rpadiunuii mporecop

CPU — Central Processing Unit — 1ieHTpaibHHIA TPOIIECOp

APl — Application Programming Interface — inTepdeiic mpHUKIAIHOTO
porpaMyBaHHS

URP — Universal Render Pipeline — yHiBepcanbHuit peHiepunrosuii kouseep Unity
IDE — Integrated Development Environment — inTerpoBaHe cepeIoBHILE PO3POOKH
C# — OO0’ exTHO-OpI€EHTOBaHA MOBA MPOTPaMyBaHHS, III0 BUKOPUCTOBYEThCS B Unity
HUD — Heads-Up Display — rpadiuni exemenTH intepdericy moBepx 300pakeHHsI
Tpu

FOV — Field of View — kyt ornsny

OS — Operating System — omnepariiiina cucrema

Sprite. — Cnpaidlt — okpema TpadiyHa OJMHUI, IO BHKOPHCTOBYETHCS IS
B1J100paxkeHHA 00'ekTiB y 2D-rpi

Tileset — Habip TaiiniB (IJIMTOK), SIKi CKJIaJal0ThCA Y irpoBi piBHI 200 hoHM

Pixel Art — ITikcenb-apT — cTHIIb rpadikH, Y SKOMY 300pakeHHS CTBOPEHI 3 OKPEMHX
MIKCENiB, 3a3BUYail 3 00MEKEHOIO IMAIITPOIO

Collider — Kowmmnonent y ¢izudnomy pymrii, SIKUH BH3HAYae 00JACTh 3ITKHEHHS
00’ekTa

Animation Frame — Kanp animariii — okpema 4yacTHHA ITOCTIIOBHOCTI PyXy CHpanTy
Level Design — IIpoexTyBaHHS pPiBHIB — IPOIEC CTBOPEHHS CTPYKTYPH, JIOTIKH Ta

po3MmilleHHs 00'€KTIB y Ipi


https://en.wikipedia.org/wiki/Cross-platform
https://en.wikipedia.org/wiki/Cross-platform
https://en.wikipedia.org/wiki/Three-dimensional_space
https://en.wikipedia.org/wiki/Two-dimensional_space

BCTYII

Cdepa po3poOku Bimeoirop Ha ChOTOAHINIHIA JIeHb € OJHIEI 3
HalIMHaMIYHIIIMX Taly3ed MporpaMHOl 1HXKeHepil, sika 00'e1Hy€e B 001 TOCSITHEHHS
KOMIT'IOTEPHUX HAayK, rpadiuHOro [M3ailHy, MY3UYHOIO MUCTEITBAa Ta CIEHAPHOI
MalCTepHOCTI. 3pOCTaHHs MOMUTY Ha ITPOBI MPOIYKTH, PO3BUTOK IIATPOpM A iX
MOIITMPEHHS, a TAKOXK BIIKPUTICTh IHCTPYMEHTIB JIJIsl CTBOPEHHS irOp CTBOPUJIA YMORBH,
y SIKAX 1HAMBIAyaJbHI PO3POOHUKH Ta Majll CTYIii 3JaTHI CTBOPIOBATH MOBHOIIIHHI
IrpOBI MIPOEKTH, IO YCIIIIHO KOHKYPYIOTh Ha PUHKY. Y I[bOMY KOHTEKCTI BaXKJIMBO HE
JIUIIIE CTBOPUTU TEXHIYHO CTAOUIBHY TPy, ajie i 3a0e3MeYnTH IHHOBAIIIIH1 Ta KpeaTUBH1
pilieHHs, M0 3pOOUTh Ipy OUIBII KOHKYPEHTOCHPOMOXKHOKO Ta MPUBAOIMBOIO IS
HIMPOKOI ayAUTOPIi.

OmgHuM 13 M[ONYyJNAPHUX SKAHPIB, IO 30epirae akTyaldbHICTh MPOTATOM
necstunith, € 2D side-scrolling platformer. TlomynspHicTs 1IOTO XKaHPY 3yMOBIICHA
HOTO TOCTYIHICTIO VISl TPABI(IB, IPOCTOTOIO OCBOEHHS Ta BEIMKOIO PI3HOMAHITHICTIO
MOJJIMBHX CIOKETIB 1 MexaHik. Kiacuuni irpu Ha kmrant Super Mario Bros. um
Castlevania 3akiamu oCHOBY JJisl pO3BUTKY KaHPY, a Cy4acHi IpoekTH, Taki sk Hollow
Knight gu Blasphemous, neMoHCTpyIOTh HOBI XYJO0XHI Ta TEXHIYHI MiIXOAH B HOTO
peaizari.

VY pamkax 1i€i TuImIoMHO1 poOoTH 3iHCHIOEThCS po3pobka 2D side-scrolling rpu
3 BUKOpUCTaHHAM pymris Unity. OcoOnuBa yBara NpUAUISETHCS HE JIMIIE irPOBii
MEXaHilll Ta BI3yaJIbHOMY O(GOPMIICHHIO, a W BaXXJIMBUM aclEeKTaM 3py4HOCTI
KOPHUCTYyBayda, 30KpeMa — JOCTYITHOCTI TpH JJig 0Ci0 3 MOPYIICHHSIM 30py ILISIXOM
peanizaiii peXUMiB BHCOKOI KOHTPACTHOCTI Ta KOJbOpOBOi ciinotu. Kpim Toro,
BIIPOBAKYETHCSI CUCTEMA JUHAMIYHOTO 3BYKOBOTO CYMPOBOIY, IO aJANTYETHCS IO

CUTyalll y Ipi .



Metoro poOOTH € BCTAHOBJICHHS TMPUHIMIIB TOOYIOBH IOBHOIIIHHOTO
(YHKI[IOHaTBFHOTO IrpOBOTO TPOIECY, BKIIOYAIOYM ITPOBY JIOTIKY, KepyBaHHS
NePCOHAKEM, XYA0XKHE OPOPMIICHHS Ta CHCTEMY JOCTYMHOCTI B Meax xaHpy 2D
side-scrolling. YV wMexax mochmi/pKeHHS TPOBEACHO aHali3 MPEeIMETHOI 00JacTi,
PO3TISHYTO HasiBHI aHAJIOTH, OOTPYHTOBAaHO BUO1p cepeOBHILA PO3POOKH Ta MPUHHSATO
KJIFOUOBI MPOEKTHI PIIIEHHS 1[0/10 peanizaiii rpu. OCHOBHOIO IO € CTBOPEHHS
IHTEPAaKTUBHOTO PO3BAXAJIBHOTO TMPOAYKTY, SKH 3a0e3nedye KOpUCTyBauaM

MO>KJIABICTH IIIKABOT'O JO3BLILIA.
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1 AHAJII3 TPEJMETHOI OBJIACTI

1.1 BuzHayeHHs NOHATTS KOMII'IOTEPHUX irop

Kowmm'totepHa rpa — 1ie iHTEpakTUBHA MPOrpaMHa CUCTEMa, MpU3HAYeHa JJIs
oprasizaiii mporecy m03BULIL a00 HaBYaHHS NULIXOM IMITaIlli TIEBHUX CIIEHAPIiB,
CEpEeIOBUII] UM CUTYaIllH, Y IKUX KOPUCTYBau B3aEMO/II€ 3 BIPTyaIbHUMH 00'€KTaMU 3a
JIOTIOMOT'O0 MIEBHUX MPABHJI 1 MEXAHIK.

KitouoBuMH  XapaKTepuCTUKaMU KOMITHOTEPHUX Ir0p € 1HTEPaKTHUBHICTb,
[IJIECOPSIMOBAHICTh, CHUCTEMHICTh 1 CTBOPEHHS BIPTYaJbHOTO  CEpEIOBHIIIA.
KoM'toTepHi irpu MO>KyTh BUKOHYBATHU SIK PO3BaXKalbHY, TaK 1 OCBITHIO, TPEHYBAJIbHY
ab0 mocHiIHUIBKY (DYHKIIIIO, a TXHS CKJIQJIHICTh BapilO€ThCS BiJl MPOCTUX JIOTTYHUX

3a/1a4 0 6araTopiBHEBUX CUMYIISIINA peaJbHUX a00 BUTaJaHUX CBITIB [1].

1.2 Ictopu4Ha q0BigKa PO PO3BUTOK KOMII'FOTEPHUX irop

IcTopiss komm'torepuux irop Oepe cBiil modatok y 1950-x pokax. Opmniero 3
nepimx irop crana ‘"Tennis for Two" (1958), po3podacna Binbsimom XiriHOoTeMom,
sgKa JIEMOHCTpPyBaJla CIIPOIIEHY MOJENb TeHicy Ha ocuwiorpadi [2]. ¥V 1972 pomi
KoMIiaHist Atari BumycTtwia "'Pong", skuii cTaB NEpiio KOMEPIIHHO YCHIITHOO
apKaJHOIO TPOIO.

[Tomanpmmii pO3BUTOK ITPOBOI 1HIYCTPIi BKIIOYAE TaKl 3HAKOBI TIOIIT:

1978 pik — Buxin "Space Invaders”, sikuii 3amo4aTKyBaB MOMYJISPHICTD KaHPY
"mytepi" [3];

1980 pik — Bumyck "Pac-Man" kommaniero Namco, 10 MHOMyJspU3yBaB

KOHIICTIIIO 1ITOp 13 MEPCOHAKAMM;
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1985 pix — peni3 "Super Mario Bros." Big Nintendo, sikuit chopMyBaB OCHOBU
XKaHpy MI1aThOpMepiB.

VY 1990-x pokax 3 po3BUTKOM TeXHOJIOT1H 3D-rpadiku 3'IBUIUCS HOBI KaHPH,
Taki sIK mrytepu Bix nepmoi ocoou ('Doom™, 1993) i ponposi irpu (*'Diablo™, 1996).
[TapanenbHO OYaBCS PO3BUTOK OAaraTOKOPUCTYBAIIBKUX MEPEXKEBHX 1TOp.

CrorofHi irpoBa HIYCTPIs € OJHIEIO 3 HAMOUIBIN JUHAMIYHUX cep nudpoBoi
E€KOHOMIKH, 1HTETPYIOUM JOCSTHEHHS IITYYHOTO IHTENEKTY, MOOILIBHUX TEXHOJIOTIH,

BIpTyaJbHOI Ta JOTIOBHEHOI peaabHOCTI [4].

1.3 OCHOBHiI KOMIIOHEHTH PO3POOKH KOMII'IOTEPHUX irop

Po3pobka komMn'toTepHux irop € 6aratronpopuibHUM MPOLECOM, IO OXOIUIIOE
K1JIbKa OCHOBHHX HaIpsIMiB:

[Iporpamua apxiTekTypa — MPOEKTYBAHHSA CUCTEMH 00poOKH rpadiku, Gi3UKH,
aHiMalli, B3a€MO/IIi KOpUCTyBaya.

['eiiman3aiitn — CTBOpPEHHS MPaBWJI I'pU, MEXaHIK, CIICHAPIiB 1 B3a€EMO/I1i TpaBIlsi
13 CEpEIOBHIIIEM.

I'padiunnmii quzaitH — po3poOka BizyasibHOro odopmiieHHs rpu (2D/3D moaeni,
TEeKCTYpH, aHIMaIlii).

Aynionu3ailH — CTBOpPEHHSI MY3WYHOTO CYNPOBOJY, 3BYKOBHX €(EKTIB 1
O3BYUYCHHS MIEPCOHAXKIB.

TecTtyBanHsT — mepeBipka IrpOBOTO TMPOIECY HA HASBHICTh TMOMMIIOK,

ONTHUMIi3allis MPOAYKTUBHOCTI Ta OanaHCy IpU.

1.4 IHCTPYMEHTH Ta TEXHOJIOTii PO3POOKH

JIJist CTBOpPEHHS CY4acCHHUX BIJICOITOP MIMPOKO BUKOPUCTOBYIOTHCS ITPOBI PYIIIii,

Cepea AKX OCHOBHHUMU €:
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Unity — yriBepcanpuuii pymiid mis po3pooku 2D Ta 3D irop, 110 miarpumye
MYJIBTUIUIAT()OPMEHICT 1 MAa€ PO3BUHEHY eKocucTemy [5].

Unreal Engine — pymiiii, opieHTOBaHMI Ha CTBOPEHHS rpadiyHO HACHYCHHX ITrOP
3 HIUPOKUMHU MOKIIMBOCTSAMU JJI1 MOJIETIOBAaHHS (D13UKH 1 peamicTUYHOI Bi3yasizailii.

Godot Engine — BigkpuTuii i 6€3KOIITOBHUN PYIIiii, OCOOIHMBO MOITYJISIPHHIA
cepe po3poOHUKIB 2D MPOEKTIB.

BukopuctanHs TOTOBHX IHCTPYMEHTIB [O3BOJIIE CYTTE€BO CKOPOTUTH dac

PO3pOOKH Ta 30CEPEUTH YBary Ha YHIKaJIbHUX aCMEeKTaX MPOEKTY.

1.5 TenaeHuii Ta aKTyaJbHI NpPo0dJeMH raaysi

Cepen OCHOBHUX TEHACHIIIN pO3BUTKY IrpOBOI 1HAYCTpPIl MOKHA BUITUTH:

- [HommpeHHs 1H11-pO3pOOKH 3aBISKH TOCTYITHOCTI IHCTPYMEHTIB;

- BripoBaiykeHHs BIpTyasIbHOI Ta TOIIOBHEHOI peaibHOCTI;

- BukopucTaHHs XMapHUX TEXHOJIOTIHN IJIs CTPIMIHTY 1rOp;

- 3pocTaHHsl yBaru J10 1HKJIFO3UBHOCTI, 30KpeMa PO3pOOKH 1rop IS JHoJeH 13
HOPYLIEHHSMU 30pY, CIyXy a00 MOTOPHKH.

Cepen akTyaJIbHUX BUKJIMKIB raigy3l BapTO 3a3HAYUTH:

- OnTuMi3aIlio NPOAYKTUBHOCTI Ha PI3HUX MIaTdopMax;

- 3abe3neyeHHs OalaHCy MK 1THHOBAIIHHICTIO Ta KOM(QOPTOM KOPUCTYBaya;

- YcknagHeHHs mpoiiecy 3a0e3neueHHs KpocriaThOpMeHOCTI;

- Po3poOky mporiexypHoi reHepariii KOHTEHTY Ta CUCTEM Ha OCHOBI IITYYHOTO

1HTENEeKTy [6].
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2 OI'JISAJ] TA AHAJII3 3ACOBIB PEAJII3ALI BIAEOI'PU B ’KAHPI 2D
SIDE-SCROLLING

2.1 IloHsiTTS irpoBOro pyurist

IrpoBuii pymiiit — 1€ crieniaiizoBaHe MporpaMHe 3a0e3MeueHHs, 1110 3a0e3neuye
0a30By 1H(QPACTPYKTYpy JMJIsI PO3POOKHM KOMITHOTEpHUX 1rop. Pymni HagaroTh
pO3poOHMKaM HaOIp I1HCTPYMEHTIB Uil poOOTH 3 Trpadikoro, (PI3HKOI0, 3BYKOM,
aHIMalli€l0, IITyYHUM 1HTEJIEKTOM, MEPEXKEBUMU B3a€EMOMAISIMU Ta IHIIUMU
CKJIaJOBUMH, 1110 HEOOX1/IHI /111 CTBOPEHHSI MIOBHOLIIHHOTO ITPOBOI0 MPOAYKTY [1].

BukopuctanHs TOTOBUX pYIIiB 3HAYHO CHPOIILYE TIPOILEC PO3POOKH,
JTO3BOJISIIOYM 30CEPEAUTHCS Ha YHIKABHUX aClEKTax I'pH, a HE Ha CTBOPEHHI 0a30BUX

MEXaH13MiB 13 HyJISl.

2.2 KpuTtepii Bu6opy irpoBoro pyuuis

OCHOBHUMU KpUTEPISIMU BHOOPY PYIIIis ISl pO3POOKH €:

- [linTpumka notpiOHoro tuny rpadiku (2D, 3D abo kombiHOBaHa);

- ['Hy4KiCTh HAJIAINTYBaHb 1 MOXKIIMBICTh PO3LMIUPEHHS (QYHKIIIOHATY;

- 3py4HICTh poOOTH 3 PI3UKOIO 1 aHIMAITI€IO;

- MOXJIMBICTh CTBOPEHHS ITPOBOIO MPOILIECY 3 HEOOX1THOIO JIOTIKOIO;

- [linTpumKa niTLOBUX IAT(HOPM AT MyOTiKaIi rpu;

- SIKicTh OKYMEHTAIlll Ta HasiBHICTh CIUJIBHOTH KOPUCTYBAuiB;

- [linTpumMka cHCTEeM JOCTYNHOCTI JJIS KOPHUCTYBadiB 13 OCOOJIMBHUMH

noTpedamu.
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2.3 AHaJti3 nmomyJispHUX irpoBUX pyuriiB

1. Unity

Unity € ogarM 3 HAaUTOMYJSPHIMIKX iTPOBUX PYIIIiB y CBITI JJIS pO3POOKH SIK
2D, TaK 1 3D irop.
Oco6mmBocTi:

- [nctpymentn ans  ctBopenHst 2D-rpadikm  (Tilemap, Sprite Renderer,
Animator);

- [lIupoxka miarpumka mwiatdopm (Windows, Android, 10S, WebGL Ttomio);

- Interpamisa Universal Render Pipeline (URP) nnst BnockoHnaneHnoi rpadgiku ta
OIITHMI3aIii;

- Benukuit o0cAr JokyMeHTallil Ta akTUBHA CIUIBHOTA PO3POOHUKIB;

- MOXJIMBICTh IIBUJKOI 1HTErpalli ay/aio, Bi3yaJlbHUX €(EKTIB Ta MEPEKEBUX
GyHKIIH.

Unity BiI3HaYa€ThCsl TAKOK MOXJIUBICTIO PO3POOKHU IHTYITUBHOTO 1HTEpQency
KOPHUCTYyBayda Ta MUPOKUMHU MOMIIMBOCTSAMH HAJIAIITYBaHHS MPOIIECY PO3POOKH uepes
CH.

2. Unreal Engine

Unreal Engine — BHUCOKOTEXHOJIOTIYHUI PYIIIiii, OpPIEHTOBAHHUN TIEPEBAKHO Ha
po3pobky 3D-irop, mpore Mae Takox miaTpuMmky 2D depes cucremy Paper2D.
Oco0nuBOCTI:

- Bucoka sikicth rpadiku 3aBIsSKH pyIio peHaepuHry Lumen;

- Bizyanbne nporpamyBanns uepe3 Blueprint System;

- [linTprMKa BETMKUX MPOEKTIB 3 BACOKUMHU BUMOTaMH JI0 TIPOYKTUBHOCTI;

- [nTerpoBani 3acobu At CTBOPEHHS KIHEMATOrpapIyHUX CLEH.

Opnnak s HeBenukux 2D-mipoekTiB Unreal Moke OyTH HAJIMIIKOBUM 4Yepe3
CKJIQJHICTh HAJAMITYBAHHS 1 BUIIl CHCTEMHI BUMOTH.

3. Godot Engine
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Godot — py1iii i3 BIAKPUTUM KOJIOM, SIKAI aKTHBHO BUKOPUCTOBYETHCS 1J1st 2D-
PO3pPOOKHU.

Oco0nuBOCTI:

- BOyoBauuii moTy>KHUM peakTop CICH 1 aHIMaIlii;

- [IpocTota pobotu 3 2D-rpadikoro;

- [TinTpumka moBu GDScript, a Takox C#, C++ ta VisualScript;

- BigcyTHiCTh JieH31MHNX MIaTEXKIB HE3AJIEKHO BT TIOXOIY MPOEKTY.

4. Godot € yynoBUM BUOOPOM /JII HEBEJIMKUX 1HJII-TIPOEKTIB, OJIHAK MOTPeOye
JI0JIATKOBOTO HAJIAIITYBAaHHS JUIsl PO3IIMPEHOT ONTUMI3AIlT a00 myOumiKallii Ha BEJIMKUX
maTpopmax.

Cocos2d-x

Cocos2d-x — nerkmii ppelMBOPK Ui cTBOpeHHS 2D-irop, mepeBaskHO IS
MOOUTEHUX TIIaThOPM.

Oco0nuBocri:

- Bucoka npoayKTUBHICTb 3aBASKA HATUBHOMY KoAy (C++);

- [linTprmMKa MyIbTUILIIAT(HOPMHOCTI;

- [[lupoka rHyYKICTh B YIIPaBIiHHI PECYpCaAMHU.

Onnak  Cocos2d-x BuMarae BiJ po3poOHMKA OUIbII TJIMOOKUX 3HAHBb

porpamMyBaHHs HA HU3bKOMY PiBHI, 1[0 YCKIAAHIOE PO3POOKY JIJIsl TOYATKIBIIIB.
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3 BUBIP CEPEJJOBUIIIA PO3POBKHA I OBIPYHTYBAHHSI
TEXHOJIOT'IA

3.1 Bubip cepenoBuia po3podku

Jlns peamizarntii 2D side-scrolling muratrdopmepa oOpaHe cepeoBuIile po3poOKu
Unity.

Bubip oOymoBiIeHMI HACTYITHUMHU (PaAKTOpaMH:

[lintpumka 2D-npoektiB. Unity Mae croemiaidizoBaHl I1HCTPYMEHTH st
CTBOpEHHsI 2D-1rop, BKJIFOUHO 3 PEIaKTOPOM CITPATIB, CHCTEMOIO aHIMalliid, P13UYHUM
pYILIiEM JIJIsl IBOBUMIPHUX O0'€KTIB Ta TOTOBUMHM IIA0JIOHAMHU JUISI IIBUAKOTO CTapTy
PO3pPOOKHU.

['ayukicTs 1 MacmtaboBaHicTh. Unity 103BOJIsIE JIETKO 3MIHIOBATH PO3IIUPEHHS
€KpaHa, MacIiTadyBaTH PIBHI Ta HAJAIITOBYBAaTH KEPYBAHHS, IO OCOOJIMBO BaXKJIMBO
111 side-scrolling MexaHikwu.

[Tintpumka mynbrumiargopmenocti. Irpu, crtBopeni B Unity, MOXyTh OyTu
€KCTIOpTOBaH1 Ha pi3Hi miaTdopmu, 30kpema Windows, Android, 10S, WebGL, 1o
3a0e3neuye po3MIUPEHHs TOTSHIIIIHOT ayIuToplii.

HasiBHiCTh BenmnKkoi KUJIBKOCTI TOTOBHX pimieHb. Unity Asset Store mporonye
BEJIMKY KIJIbKICTh O€3KOIITOBHMX Ta KOMEpPUIMHMX TAaKeTIB [JIsi MNPUCKOPEHHS
pPO3pOOKHM — BiJI aHIMAIIITHUX CIIPAlTIB A0 TOTOBUX CHCTEM (Pi3UKHU 4u 1HTEpQeCiB
KOpHCTYBava.

[TinTpuMKa po3IIMPEeHb Bi3yaabHOI 00poOKH. 30Kkpema, inTerpamis Universal
Render Pipeline (URP) no3Bosise 3acToCOBYBAaTH HaalITyBaHHS Trpadikd s
ajanTarlii rpu mij NoTpedu JtoIeH 13 MOPYIIEHHIMHU 30DYy.

- [[Tupoxi MOKIMBOCTI IHTETPAII] 3BYKOBHX CUCTEM;

- HasiBHICTh TOKYMEHTAIlIi Ta BEIUKOI KIJIbKOCT1 HABYAIbHUX MaTepiais;
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- OntumanbHa TPOIYKTHBHICTH MPU PO3POOI CEPEAHHOTO MaclITady

MIPOEKTIB.

VY sxocti cepenopuiia po3podku koxny (IDE) BukopucroByerbes Visual Studio
2022 13 BcTaHOBJIEHUM MoyJieM i po3pooku mix Unity. Lle 3a6e3neuye kompopTHY
poboty 13 C#, iHTerpaiito 3 CUCTEeMOIO KOHTpOJIIO Bepciit Git, aBTOJJOMOBHEHHS Ta

J1arHOCTUKY TTOMUJIOK.

3.2 O0rpyHTYBaHHSI BUOOPY TEXHOJIOT I

I'padiunmii pymriii: Universal Render Pipeline (URP)

JU1st TOCSITHEHHSI BUCOKOI ONTUMI3allil Ta THYYKOT'O KOHTPOJIIO HaJ| Bi3yalbHUMU
epexramu  obpano  BukopuctanHs ~URP  (Universal Render Pipeline).
URP nossosse:

- OntuMizyBaTH 0OpoOKy rpadiky Uil pI3HUX MPUCTPOIB;

- Jlerko HanamroByBaTH MOCTIPOIECIHTOBI €(DEKTH, TaKl SK KOJIbOPOKOPEKITis,
PO3MHUTTS PyXY, PIIBTPH I PEKHUMIB BUCOKOT KOHTPACTHOCTI Ta KOJIBOPOBOI CITINIOTH;

- 3a0e3neunTH MIaBHUM penaepuHr 2D-rpadiku.

- [lInpoki MOKIUBOCTI 00'€KTHO-OPIEHTOBAHOTO MPOTPAMyBaHHS;

- InTerpanito 3 ycima komnonentamu Unity API;

- [IpocToTy MATPUMKH i PO3UTUPEHHS MPOEKTY Y MaliOyTHHOMY.
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4 OI'JIAJ BIJEOIT'OP Y )KAHPI 2D SIDE-SCROLLING
INIVIAT®OPMEP

4.1 IlousitTs skanpy 2D side-scrolling miargpopmepa

XKaup 2D side-scrolling muatdopmep mnepeadadae irpoBHil Mporec, y sSKOMY
rpaBellb KEpye TMEPCOHAXEM, IO TIEPECYBAETbCA Y JIBOBUMIPHOMY MPOCTOPI
MEepPEBAXKHO 3J1iBa HampaBo (a00 HABMAaKW), B3a€EMOJIIOYM 3 €JIEMEHTAMU PIBHS Uepes
CTpUOKHU, YXWIEHHS, aTaku TOllo. OCHOBHHMHU XapaKTEPUCTHKAMHU I[bOTO KaHPY €
HAsIBHICTh TUIATQOPM, IEPELIKO]I, BOPOTiB, @ TAKOK aKIEHT HA TOUYHICTh KEPYBAaHHS Ta
pednexcu rpasi [1].

Lle#i xaHp € OJHMM 13 HaWCTApINIUX 1 HAWUMOMYJSPHINIMX Y BIACOIrPOBIH
1HAYCTpIli, 3aBASKH MPOCTOTI CIPUUHATTS, YHIBEPCAIBHOCTI 1 BEITUKOMY IMOTEHIIATY
JUTSL TBOPYOI peaizaiii.

OCHOBHI XapaKTEPUCTHKH JKaHPY:

- JIBoBuUMIpHa TpoeKiiss 3 MoOiyHuM (side-view) BITOOpaKEHHSIM ITPOBOTO
CBITY.

- BukopucTaHHs TailJICeTIB Ta aHIMOBAHHUX CIIPANTIB

- ['eiimruieii, opieHTOBaHUM Ha MIATGOPMEPHI MEXaHIKM — CTPUOKH, Ja3aHHs,
YXUJIEHHS, OUTBH TOIIIO.

- PiBHeBuii a00 BIAKPUTHI 1HU3aliH

- [HTyiTHBHE ympaBiiHHA, 0 mepeAdadae TOYHY B3a€EMOJII0 KOPHUCTyBada 3
MIEPCOHAKEM.

- PiBHI 3 4ITKO BU3HAYEHOIO METOIO

- 3pocTraroua CKIIaIHICTh
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4.2 IcTopisi pO3BUTKY KAHPY

Kanp 2D mnardgopmepa 6epe cBiif MOYATOK y paHHI POKH PO3BUTKY BiJ€OIrOp,
me y 1980-x pokax, xoiu OOMEXEHHs amapaTHOro 3a0e3MedeHHs KOMII IOTEpiB 1
ITPOBHUX MPHUCTABOK BU3HAYAIM BUTJISAJL IrpOBOTO Mpotecy. OAHIEO 3 MEPIINX irop, M0
3aKJjajga OCHOBH kaHpy, Oyina Donkey Kong (1981) Big Nintendo, i1e rpaBers yrpaBiisiB
nepcoHakeM, SKUM mifiiiMaBcs miuaTdopmMaMu, YHHUKarO4M mepemnikon. BoHna BBena
KOHIIETILIII0 0araTopiBHEBOTO €KPaHy 3 BEPTUKAIBHUM 1 TOPU3OHTAIBHUM PYXOM — T€,
[0 CTaja0 OCHOBOIO uist maTdopmepiB [1]. CrnpaBxkHii MPOPUB CTaBCA 3 BUXOAOM
Super Mario Bros. (1985), sika 3agana HOB1 CTaHAAPTH AJIs )KAHPY: TJIAaBHE YIIPABIIIHHA,
YITKO CTPYKTYpOBaH1 piBHi, OOHycH, Boporu Ta cekperu. Came 1 rpa 3pobduiia
maTGopMepy HaJA3BUYAMHO MOMYJSIPHUMHU Ha JECATWIITTS BrOepen [2]. Y HacTymHi
POKM >KaHp pO3BUBABCA 3aBASKHU TaKUM cepisiM, sik Mega Man, Castlevania, Metroid,
Kl JI0JlaBali  €JIEMEHTH CTPUISHUHHM, JOCTIDKCHHS CBITY Ta HEJIHIHHOTO
npoxomkeHHa [3]. Y 1990-x po3BuTOK miatgopMepiB OCATHYB HOBOTO PIBHS 3
nosiBoto 16-6iTHUX npucTaBok, Takux sk SNES 1 Sega Genesis. et nepioa mogapyBas
CBITY Takli XiTH, Ak Sonic the Hedgehog 1 Donkey Kong Country, siki Bpakajau rpaBiiiB
SACKpaBOIO rpadikoro, MIBUAKUM TEMIOM 1 HOBUMH MexaHikamu [4]. 3 mepexoaom
iHayctpii no 3D-rpadiku Hanpukinimi 1990-x sxanp 2D mnardopmepiB TMMUacoBO
BTpPaTUB TOMYJISAPHICTh, MOCTYNMHMBIIKCH MiciieM 3D-mpoekTam, aje 3aJIUIIUBCS B
nam’siTi TpaBiiB gk kinacuka [5]. Tlounnaroun 3 2000-x pokiB, pa3oM 31 3pOCTaHHSIM
1H1-pO3pOOKH, BIIOYJIOCS BIIPOKEHHS »KaHpy. Taki irpu, sk Braid (2008)(aus.
pucynok 4.1), Super Meat Boy (2010) (auB. pucynok 4.2), Celeste (2018) i Hollow
Knight (2017), moenHanu kiacuyHy IIaTGOpPMEHY MEXaHIKy 3 HOBUMH 1JI€MHU,
IIMOOKUM CIOKETOM 1 XYAOXKHIM CTHJIEM, IO HaJalio >KaHPy HOBOrO JHUXaHHS [6].
CyuacHi 2D nnatdopMepu 1eMOHCTPYIOTh BEJIMUE3HE PO3MAITTS — Bij aTMOCHEPHUX
MPUTOJ] 10 XapJKOPHUX BUMPOOYBaHb — 1 MPOJOBXKYIOTh €BOJIIOIIIOHYBATH 3aBISKH

TBOPYOCTI PO3POOHUKIB 1 JIFOOOB1 IPaBLiB 0 KIACHKHU.
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Puc. 4.2 Kanp 3 rpu Super Meat Boy (2010)

Hasga xaHpy «minaTtdopMep» MOXOAUTh BiJl aHTIIMCBKOro cioBa platform —
«matgopmay. Y KOHTEKCTI BIACOITOp L€ CIOBO CTaJ0 BHKOPHUCTOBYBATHCH JIJISt

MO3HAYCHHS 1TOp, Y SIKUX OCHOBHA MEXaHiKa IMOJsrae y mepecyBaHHI epcoHaxa Mix
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maTGopMamMH, 110 PO3TAIIOBaHI Ha PI3HUX BUCOTAX 1 BUMAaratoTh TOYHOTO CTPUOKA YU

nepeMileHHS.

4.3 AHani3 nomyJsipHUX NPeJACTABHUKIB KaHPY

Taomui 4.1

Ornsi aHAOTIYHKX 1TOP B JKaHPI maaTdopmep

Ha3sBa rpu Pik Buxoxy | OcHOBHi 0c00IMBOCTI BrnuiuB Ha KaHp
Super Mario 1985 | IIpocte ynpaBninus, yiTka | CTBOpeHHs
Bros. ¢13uKa cTpUOKIB, KJIACUYHOL
(Nintendo) OaraTomapoBuil AU3aitH CTPYKTYpH
pIBHIB wiaThopmepiB
Castlevania 1985 | Atmocdeprnmii roTnuanii | BBeaeHHS 6010BHUX
(Konami) CTHJIb, OOMOBI MEXaHIKH 3 | €JICMEHTIB 1
BUKOPUCTAaHHAM 30p0i JIOCITIJIKEHHS
JIOKaIlii
Hollow Knight 1986 | Po3BuHeHa cuctema 6010, | Po3BHTOK KOHIIETIII1
(Team Cherry) JOCITIKCHHS BEJIMKOTO «METpOiaBaHii»
BIJIKPUTOTO CBITY
Blasphemous 2017 | [Moemnanus iardopminry | [TigBumeHHs poi
(The Game 3 B&XKKUM OOMOBUM CIOXKETY 1
Kitchen) TIPOIIECOM Bi3yaJIbHOT'O CTHITIO
B 2D mutargopmepax
Ori and the 2015 | Bucokwii piBeHb [aTerparis
Blind Forest aHIMarlii, TMHaMIYHUH HapaTUBHOI
(Moon Studios) 1aTGopMiHT CKJIaJI0BOT
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4.4 Oraspa Bigeoirop B xanpi 2D side-scrolling miargopmep

1. Super Mario Bros.: IcTopis, reiimiieit Ta 3HaYeHHS TpU

1.1 IcTopis po3poOku

I'pa Super Mario Bros. Oyna po3po6iena komnaniero Nintendo i BUMyIieHa y
1985 poui n1s xonconi Nintendo Entertainment System (NES). Ti ctBopunu Cirepy
Mismoto (Shigeru Miyamoto) sixk TomoBHUE au3aiinep 1 Takamri Te3yka sk CriBaBTOP.
['pa Gyna npoaoBxeHHsIM apkaaHoi rpu Mario Bros. (1983), ane 3 HOBUM ITiIX0A0M JI0
CTBOPEHHSI BIAKPUTOTO CBITY B Mexkax 2D-mardopmepa.

Inest rpu mosdrana B MOEIHAHHI MPOCTOTH YIPABIIHHA 3 IIKABUM PIBHEBUM
JU3aHOM, SIKUWA JO3BOJISIE TPAaBISIM TOCTYMOBO OMAHOBYBATH ITPOBI MEXaHIKH.
3aBasgku  TexHIYHUM oOMexeHHsiM NES, po3poOHMKaM J10BEJIOCS KpPEaTUBHO
M1JXOJUTH 0 AU3aliHy BOPOTiB, JIOKAI Ta aHIMaIli.

Super Mario Bros. cTaB KyJIbTOBUM MPOEKTOM, SIKMM BU3HAYUB Oa30B1 MPUHIIUITH
xkanpy 2D side-scrolling platformer Ta 3amaB cTtaHgapTé au3aiiHy A MOAQIBIIMX
JECATUIITh.

1.2 Anani3 relmmiero

OcHoBHa MexaHIKa TpH MOJSITae B MEpPEMINIEHH] NepcoHaxka Mapio 3iiBa
HAIpaBo IO PIBHAX, JOJIAIOYM TIEPEIIKOINA, YHUKAIOUM BOPOTIB Ta 30Mpardu OOHycH
(mMoneTHn, rpubu, 3ipku). ['paBenb Mae OOMEXEHY KIJIbKICTh >KUTTIB 1 TOBUHEH
JICTATUCS JI0 Tpanopa HAMPHUKIHII PiBHS, 100 MEPEHTH 10 HACTYITHOTO €TaIry.

Kito4oBi 0coOIMBOCTI TEUMILICIO:

- [locTynoBe 3poCcTaHHs CKJIQJHOCTI: MEPIIl PiBHI CIYTYIOTh HAaBYAHHSAM, Aall
BBOJIITHCS. HOB1 TUITA BOPOTIB, TIEPEIIKO 1 TIIATHOPM.

- PiBHI-IacTKK Ta CEKpeTH: rpa MICTUTh MPUXOBaH1 OJOKH, TpyOu, OOHYCHI
KIMHATHU, 1[0 CTUMYJIFOE JOCII1I>KCHHS.

- [HTYiTUBHE yIpaBiHHS: JBa OCHOBHI peXHUMH Jili — OIr Ta CTpUOOK —

peali3oBaHi yepe3 MPOCTI HATUCKAHHS KHOIIOK.
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- ®i3uka cTpudKa: 1Heplis, 3MiHHA BUCOTAa CTPUOKA 3aJ€KHO BiJl TPUBAJIOCTI
HATUCKAHHS — 1HHOBAITIS HA TOM Yac.

- YHIKaJIbHI BOPOTU: KOXEH THUII BOpora mae rnepeadauyBaHy MOBEIIHKY, SIKY
MO>KHA BUBYUTH i BUKOPUCTATH.
et miaxin 3abe3nedye 6amanc MiK BUKIUKOM 1 JOCSDKHICTIO, IO CTAJIO MOJEIUTIO JIJIst
HACTYMHUX MIaTHOPMEpIB.

1.3 CeHc rpu Ta BILUIUB

[Tonpu mpocTHil CroXeT, Tpa HEe JHIE po3Baxkae, ajge i Gopmye KyIabTypy
irpoBoro ju3aiiHy. CeHC Ipu MOXKHAa TPAKTYBaTH SK IOJOPOXK Tepos 3 MOJI0JIAHHSIM
TPYIHOIIIIB, 0 CUMBOJII3Y€E KIIACHYHY apXETUIIOBY «MaHJIPiBKY».

Super Mario Bros. (quB. pucyHok 4.3):

- 3aMmoYaTKyBaja MacoBY MOMYJIAPHICTh TOMAITHIX KOHCOJIEH;

- CTBOPHJIA €TAJIOH MEXaHiK miatdopmepa;

- TIPOJIEMOHCTPYBAJIA, SIK IFPOBUIA IU3alH MOXKE HABUATH IPaBIls 0€3 IHCTPYKIIii;

- 3po6mita Mapio rio6anpHO BIi3HABAHUM TIEPCOHAKEM.

-Ii yemix 3akmaB OCHOBY 1/ PO3BHUTKY cepii, $IKa BKJIIOYAaE eCATKH

POJOBKEHb, CIH-0(1B, (PIIIBMIB 1 KOMIKCIB.

SUPGR

Puc. 4.3 Kazap 3 rpu Super Mario Bros.
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2. Castlevania: Ictopist cTBOpeHHS, TeHMILIEHHI 0COOJIMBOCTI Ta KOHIIECTITYaIbHE
HAIMOBHEHHS

2.1 IcTopist po3poOku

Castlevania — me cepig Bifcoirop, mepila 4YacTHHa $KOi Oyjia BHIyIICHA
komnaniero Konami y 1986 pomi mist smonceskoi miatdopmu Family Computer Disk
System (Famicom Disk System), a 3romom — amanroBana aiist Nintendo Entertainment
System (NES). Po3pobkoro 3aiimanacs komanga Konami Kuahaku Domei, Bigoma
nisuime sk Konami Computer Entertainment Tokyo. OcHoBHa MeTa THepIoi Ipu —
HaJaTu TPpaBIl0 KiHeMatorpadiuHuil JocBil y Mexax 2D-mmardopmepa 13 Xopop-
€CTETUKOIO.

CBIT rpu 0a3yeThCsl Ha KIACMYHUX TOTHYHHUX 1 JKaXJMBUX 00pazax — 3aMOK
Hpakynu, ckeneTu, Bammipu, nepeBeptHi. Taka ectetuka Buausiia Castlevania cepen
IHITUX TIPOEKTIB CBOTO 4acy, 3aKkiajialou GyHAAMEHT ISl YUCICHHUX MPOJOBKEHb 1
TpaHCMEIINHUX ajanTaiii (KOMIKCH, aHiMe, cepialin).

2.2 Anani3 remMIuiero

Castlevania moemnye TtpaauiiiiHy I1uaThoOpMEHy MEXaHIKy 3 eJIeMEHTaMH
OoloBOT cucTeMH Ta JOCHiKeHHs. ['paBenb kepye mnepcoHakem CaltMOHOM
benbmonTom (Simon Belmont), sikuii moBHHEH NMPONTH Yepe3 HU3KY PIBHIB, 1100
nepemortu paxymy.

OcHOBHI TeMMIUICHHI XapaKTePUCTUKHU:

- 30pos: ocuoBHa — Oartir (Vampire Killer), Bropunna — XxpecT, cokupa, cBaTa
BOJIa To1I0. BToprHHI BUIM 30p0i CIIOXKUBAIOTH «CEPIL» K pecypc.

- PiBHeBa cCTpyKTypa: KOXE€H piBEHb Ma€ UITKO BU3HAYEHUW MapHIpyT 3
BOpOTaMH, MEPEIIKOAaMHU Ta OOCOM Y KIHIII.

- Bucoka ckiiagHicTh: 0OMeXeHUN KOHTPOJIb MiJl 4ac CTPUOKIB, CUIIbHI BOPOTH,

BIJICYTHICTh MOXKJIMBOCTI 30epiraTucs (y mepimx 4acTHHAX ).
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- l'otnune odopmiieHHS: Bi3yallbHHUM CTWJIL 1 My3uka (HOpMyroTh aTMochepy
HaIpyru ¥ TPUBOXKHOCTI.

- JlinifiHuit mporpec: mepIi YaCTUHU He MaJId BITLHOTO JTOCHTIKEHHS, ajie cepis
3roJIOM Iepeiiinia 10 cTpykrypu Metroidvania (mounnaroun 3 Castlevania: Symphony
of the Night).

- IefiMIieil BHUPI3HAETHCS CHUCTEMHICTIO: KOXEH €JIeMEeHT (THI BOpora,
PpO3MillleHHS MIaTGOpPM, TAUMIHT aTaKW) Ma€ KPUTUYHE 3HAUCHHS JJIs IPOXOIPKEHHS.

2.3 CeHc rpu Ta ii BHECOK Y JKaHP

Xoua croxet Castlevania focuts npoctuid — nepeMortu Jpakyiy il ouucTutu
3aMOK BiJl 3J1a — Tpa BTUIIOE OOPOTHOY CBITJIA 3 TEMPSBOIO, a MEPCOHAXK TPaBIIs
BUCTYIIA€ HOCIEM MOPSIIKY Ta Hajii y cBiTl xaocy. CeHC I'pu MOKHA TPAKTYBaTH SIK
NEPCOHANILHY MAaHAPIBKY Irepos, 3 MOAOJAHHAM CTpaxy Ta (pi3MYHUX BUIPOOYBaHb, IO
MarOTh CUMBOJIIYHUN BUMIP.

3nauenns Castlevania (quB. pucyHok 4.4-4.6) B icTopii irpoBoi iHIyCTpil:

- Bu3zHaumna xaHp rOTHYHOTO eKIIeH-TaThopmepa.

- BHecnia BHeCOK y BHMHHKHEHHs mijpkanpy Metroidvania®, mo moeaHye
HeniHiHe gocnimpkeHas 3 RPG-enemenramu.

- CrBopua npukiaj reiMan3aiy 3 NOCI1I0BHOIO aTMOC(EPHICTIO T2 BUCOKOIO
CKJIQJIHICTIO, IKUHM JJOC1 HACTIAY€EThCS.

- 3anouaTKkyBajia OJIHy 3 HAWBIIOMIMIMX IrpOBUX (paHIIN3, SKa aKTUBHO

PO3BHUBAETHCS B HOBUX (popMaTax.
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Puc. 4.6 Kanp 3 rpu Castlevania

3. Hollow Knight: Ictopisi cTBOpeHHS, TeMMIUICHHMI aHali3 1 KOHIIETITyaIbHE
HAIMTOBHEHHS

3.1 Icropis po3poOku

Hollow Knight — ingi-rpa B kanpi 2D-mmatdopmepa 3 eneMeHTamMu
JTOCHTIKeHHS Ta 00iB, po3pobiieHa aBcTpaniiicbkoro ctyaiero Team Cherry. Po3poOka
noyanacsa y 2013 pori sK NMPOEKT HEBEIMKOI T'PYNU €HTY31acTiB, a (PiHAHCYBaHHS
3MiCHIOBaNoCsT depe3 kpayadannunaroBy miatdopmy Kickstarter, ne rpa 3i0pana
nonaj $50,000 (mepeBUIIMBINK TOYaTKOBY ik y $35,000) [1].

I'pa Buitmia y 2017 pomi ms 1K, a 3romom Oyna moproBana Ha Nintendo
Switch, PlayStation 4 ta Xbox One. Hollow Knight onpa3y 3100yna BuU3HaHHS
KPUTHKIB 1 TpaBIiB 3aBASKH TJIUOOKIM aTtMmocdepi, CKIaTHOMY, ajieé YECHOMY

reiimMIiero, Ta IHHOBalIHHOMY IiAX0Ay 10 kaHpy "Metroidvania".
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3.2 Anani3 reiimiuiero

I'paBenib kepye O€3IMCHHMM JIMIIAPEM, SKUW OCITIDKYE TMIA3EMHHUNA CBIT
["anoynecty (Hallownest) — 3pyitHOBaHe KOpoJIIBCTBO KoMax. ['efiMmIuieli € cumb6i030M
m1aTdOpMiHTY, 00HOBOI CHCTEMH Ta HETIHIHHOTO JOCITIKCHHS.

KitrouoBi reiimruieitni 0CoOIMBOCTI:

- Heninilina cTpykTypa CBITY: I'paBellb BIJIbHO JOCIIKYE PO3TATy)KEHY KapTy 3
YUCJICHHUMH CEKpPETaMHu.

- Po3BUTOK mepcoHa)ka: 3acTOCYBaHHS 4YapMmiB (TalaHTIB), HOBUX HaBUYOK
(MoBiHMI CTPUOOK, TENEMOPT, yIapu B MOBITPI).

- Cucrtema 00r0: TOYHI Ta TaKTHU4YHI 00i 3 Boporamu i Oocamu; yIpaBIIiHHS
pecypcom "Jlyma", ska HaKONMUYY€TbCS MpPU yAapax 1 BUKOPUCTOBYETHCS IS
JKyBaHHS a00 3aKJISTh.

- AT™Moc(epHuil cayHATpeK 1 cTiiib: My3uka Kpictodepa Jlapkina ta Bi3yanabHe
o OpMJICHHSI CTBOPIOIOTH MEJIAHXOJIYHY, 1HO1 THITIOUY aTMOocdepy.

- Cuctema mnporpecy: TIpaBellb HE OTPUMY€E UITKHUX IHCTPYKLIH; PO3BUTOK
3aJIeKUTH BiJl CAMOCTIMHOTO TOCTIPKEHHS Ta IPUHHATTS PIIICHb.

- Oco6muBoro pucoro Hollow Knight € Gamanc mixx cB0OOM0IO TpaBls Ta
CKJIQJIHICTIO, 1110 320X0UY€E PEeTeNbHE HOCITIKEHHS, 8 HE MPSMOITiHIHE IPOXOKESHHS.

3.3 CeHc rpu Ta ii HapaTUBHA CTPYKTypa

Ha wnapatuBnomy piBHi Hollow Knight po3nosimae icTopito 3aHemnanoro
KOPOJIIBCTBA, Y SKOMY CHJIM 3apaKCHHS OXOIWJIM 1CTOT, TMO30aBJISIIOYM iX BOJI.
["onoBHMit repoit — oauH 13 "mopoxHiX" (Hollow), cTBOpeHux asis cTpuMyBaHHS IIi€i
JYMH.

['pa nocmixye TemMu:

- CaMOTIOKEPTBU;

- BJIaJ¥ Ta i1 HACHIJKIB;

- €K3UCTEHITIHHOT TOPOKHEY],

- po3Majy IUBLII3allii;
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- 60pOTHOU 13 BIACHOIO CYTHICTIO.

Ha BigMminy Big Tpaaumiiiaux rardopmepi, Hollow Knight e nmae witkmx
BIJIMOBIJICH, a BUMarae iHTepnperailii. Bigkputuii cBit, pparmMeHTapHe MojjaHHs icTopii
yepe3 A1ajioTd, CUMBOJIIKY Ta OINKCH MPEIMETIB CTBOPIOE IMUOOKUI MeTahOopuIHHIA
TJIaCT, M0 PE30HYE 3 TPABIIEM Ha IICUXOJIOTTYHOMY PiBHI.

3.4 3HaueHHS IPU B PO3BUTKY JKaHPY

Hollow Knight 3HayHO BIUIMHYB Ha CydacHWM cTaH >kaHpy Metroidvania,
MOEIHYIOYN KJIACUYHI €JIEMEHTH 3 HOBUMU 1HHOBAI[ISIMHU:

- Bucokwuii piBeHb noJIipyBaHHS 1 Xy0KHBOI pealtizallii B 1H/11-po3po0IIl.

- Baano interpoBanuii cayHi-nu3aid 1 atmocepHe opopmIieHHS.

- 'myuka OoiioBa cucTemMa Ta BEIUKUH OOCSAT KOHTEHTY, SKUM TIEpeBEpIINye
0arato AAA-TIpO€EKTIB.

- [ligxin mo HapaTuBy uepe3 cepenopuile (environmental storytelling).

Takum 4MHOM, Tpa HE JUIIE AEMOHCTPYE TEXHIYHY JTOCKOHAJICTh, a U CIyTye
NPUKIAJA0OM apT-HAPATUBHOI I'PH, Y SKIA IrPOBUI MPOLEC, Bi3yaJbHUN CTHIIb 1 CEHC

CTaHOBJIATH €quHe 1ijie. Ha pucynky 4.7 nokazano kazap 3 rpu Hollow Knight.

Puc. 4.7 Kanp 3 rpu Hollow Knight
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4. Blasphemous: Ictopis cTBOpeHHS, reMMIUICHHUN aHaMI3 1 KOHIENTyalbHE
HAIMTOBHEHHS

4.1 Icropist po3poOKu

Blasphemous — me 2D-mnatdopmep y ctmm Metroidvania 3 akieHTOM Ha
O0OBY CKIaA0BY, po3podieHuil icanchbkoro ctymaiero The Game Kitchen. Ines rpu
BUHUKJIA TTICJIS 3aBEPIICHHS IXHBOTO TTonepeAHsoro mpoekty The Last Door, sxuii Tex
MaB MoxXmypy armocdepy, oqHak OyB peanizoBaHwuii y xanpi point-and-click.

dinancyBanHsa Blasphemous 3ailicHioBanocs yepes miargopmy Kickstarter, ge
B 2017 pori rpa 3i6pana moraa $330,000, 1110 103BOIHIIO KOMaHIi 3HAYHO PO3IITUPUTH
Macmtadbu po3podOku. [loBHouiHHUN peni3 BigOyBcs y BepecHi 2019 poky Ha
wiatdopmax PC, PlayStation 4, Xbox One i Nintendo Switch [1].

Po3poOHMKN HaMaranwcs CTBOPUTH YHIKAJIbHY TPy, HATXHCHHY KYJIbTYPOIO Ta
pENIriiHO0 CUMBOIIIKOIO IcnaHii, 30kpeMa 3 aHaaly3bKoro periony. Llei KynpTypHHit
KOHTEKCT CTaB OCHOBOIO JUIsl BI3yaJIbHOT'O CTUJIIO, ApXITEKTYPH CBITY, a TAKOXK CIOKETY
TpH.

4.2 AHami3 reiMIero

Blasphemous mnoennye kiacuuHuii miaaThOpMIHT 13 XapAKOPHOIO O00HOBOIO
CUCTEMOIO, cX0xk0t0 Ha Souls-like irpu. I'paBens kepye nepconaxem Ha im’sa The
Penitent One — moB4Ya3HUM BOTHOM, sikuii mepexxuB "Mupoauso" (The Miracle) —
HAAMPUPOAHY KaTacTpody, 10 CIOTBOPHIIA CBIT.

OcHOBHI TeMIUICIHI MEXaHIKU:

- botioBa cucrema: OmwkHid Oili 3 BukopuctanHsM wMeda Mea Culpa,
OJIOKYBaHHS, YXWICHHS Ta aKTUBalllsl OCOOJIMBUX aTaK.

- Cuctema Kap Ha CMEPTh: MICHS 3aruOell repoil BTpayvae YacTUHY IITKaIu
"Fervour" (ananor MaHm), siky NOTpiOHO MOBEPTATH, MOBEPTAIOYHUCH JI0 MICLS CMEPTI.

- JlocmimkeHHs CBITY: CKIIaJHA PO3Taly’KeHa KapTa, HAllOBHEHA TAEMHHIISIMH,

noOIYHUMH KBECTaMH, TIaTOPMIHT-3aBAAHHSIMU Ta OOCaAMHU.
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- [okpaieHHs nmepcoHa)ka: BAKOPUCTAHHSI PEITiKBiN, MOJIUTB, CEpCUYOK MeUa Ta
nepiiB 1 Moaudikaiiii 60HOBUX XapaKTEPUCTHK.

- I'pa Mae BHCOKHI pIBEHb CKJIQJAHOCTI, BUMAarae TOYHOI KOOpAWHAIIl Jiil Ta
rIMOOKOTO BUBUYEHHS MOBEIIHKHA CYNpPOTUBHMKIB. [Ipu 1mpoMy 1o yBaru Oeperbes i
CKJIa/IHa BEpTHKaJbHA MOOYJOBa PIBHIB, fKa Harajaye KiIacu4Hi Iuiatdopmepu cepii
Castlevania.

4.3 CeHcC rpu Ta HapaTUB

Hapatur y Blasphemous 3Ha4HOIO MIipOI0 TOJA€ETHCS Yepe3 CHUMBOIIKY,
Bi3yalibHI 00pa3u Ta MeTadopHu.

Croxert po3BuBaeThes y cBiTi Cvstodia, Jie Jiro/iu CIOTBOPEHI uepes3 UyIecHe, ajie

xKopcToke siBuiie — "MupoauBo". I'epoil yocoOmroe BiYHE KasTTS Ta TMOIIYK
OpOILIEHHS, a WOoro MmUiAX — I[€ DaJIOMHUITBO, HAIMOBHEHE JKEPTBAMH Ta
BUIPOOYBAHHIMU.

OcobmuBicTio Blasphemous € riauboke KyJabTypHE KOPIHHS, HATXHEHE
KaTOJIMIIbKUMH pUTyalaMHu, CEPeAHLOBIYHOIO 1KOHOTrpadiero, Ta cBsitTamu Icmanii.
BizyanbHuii CcTWIb, 10 4Yepriae 3 TPAAWIIi PeriifHOro >KUBOMUCY Ta Oapoko,
M1JICUITIOE BPAXKEHHSI JIyXOBHOTO TPUJIEpa y BUTIISAI TPU.

4.4 3HadyeHHs TPy B KOHTEKCTI KaHPY

Blasphemous (nuB. pucyHok 4.8) — 11 He JIUIIIe YepProBHid MPEACTABHUK KAHPY
Metroidvania, a rpa, 1110 po3LIKUPIOE HOTO MEXKI1 3aB/ISIKU:

- TIIMOOKOMY HApaTUBY 3 PENITIHHUM MIATEKCTOM;

- CTUJII30BAaHOMY  BI3yaJbHOMY psIy, IO BHpPI3HIE T cepen IHIIUX
aTgopMepis;

- COy3Naik-001oOBi# cucTeMi, iHTErpoBaHiii y 2D-mpocTip;

- BUCOKIH yBa3i 710 ieTaneil (aHimarlii cCTpaTu, Ju3ailH BOPOTiB, 1ICTOP1i KOXKHOTO

npeaMeTa).
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Ili ocoGamBOCTI 3a0e3nedryii rpi KyJbTOBHM CTaTyC y CHIJIBHOTI I'pPaBIIB Ta

MO3UTHBHY OIIIHKY KPUTHKIB, a TAKOX BIIKpHIN HULIX Uit cukBeny (Blasphemous 11,

2023).

Puc. 4.8 Kanp 3 rpu Blasphemous

5. Celeste: Ictopisi cTBOpeHHS, TeMMIUICMHUN aHaI3 Ta KOHIIENTYyaJlbHE
HAIMTOBHEHHS

5.1 IcTopist po3pobku

Celeste — 1ie inai-Tpa B aHpi mwiargopmepa, po3poodiieHa cTyaiero Matt Makes
Games, odomtoBaHOw reiMauzaitnepom Mertom Topconom. IlouaTtkoBo rpa Oyina
CTBOpEHA SIK HeBeIMKUi npoTtotun Ha miatgopmi PICO-8 ycroro 3a yotupu JH1, poTe
3rojIoM OyJia 3HaYHO PO3IIMPEHa Ta mepepoOsIeHa y TOBHOIIIHHY TPY.

Peni3 Celeste BinOyBcs 25 ciuns 2018 poky mist matdopm PC, Nintendo Switch,

PlayStation 4, Xbox One Ta ni3nime 11 Google Stadia. I'py Oysio cTBOpeHO Ha pymii
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XNA, 110 T03BOJIUIIO 30CEPEAUTUCS HA TOYHINA (Pi3MIll PyXy Ta YITKOMY KOHTPOJII
nepcoHaxa [1].

[IpoexT 3100yB Mi>kHapOHE BUSHAHHS Ta YUCIECHHI HArOpoau, 30KpemMa mpemii
The Game Awards 2018 3a «Haiikpanty inai-rpy» ta «I'py 3 HallkpaliuM BIZTABOM).

5.2 Anani3 reiimIuiero

['paBenib kepye MOJOJ0I0 [IBUMHOIO Ha 1M’ss MejeniH, sfika HaMaraerbes
nigHsaTHCS Ha BepunHy ropu Cenecta. IrpoBuil mporec 30cepePkeHuid Ha TOUHOMY
m1aTOPMIHTY, 3 aAKIEHTOM Ha TOJOJIAHHS CKJIQJHUX TEPEeIIKOJ Ta MEXaHiK, 110
3MIHIOIOTBCS 3aJI€KHO B1J PIBHSL.

OCHOBHI IreiIMIUIEIHI 0COOIMBOCTI:

- KonTpoaroBanmii cTprOOK, KOB3aHHS I10 CTIHAX Ta pUBOK Yy moBiTpi (dash);

- PiBHI-11a3;1m, 1110 BUMaraloTh TOYHOCTI, PeakKiiii Ta mam’sti;

- Cucrema 30epexxeHHs] Iporpecy yepe3 "eKkpaHu" — KOXKEH BIAPI30K PIBHA €
CaMOCTIHHUM BUKJIIUKOM;

- MOXJIMBICTh MPOXOJHKEHHS JTOJATKOBUX PIBHIB 31 30UTBLIEHOI0 CKJIAJHICTIO
(B-Sides i C-Sides);

- [TokpokoBe HaBUaHHS MeXaHIKaM 0€3 HaB’SI3JTMBUX THCTPYKIIIi.

He3Baxaroum Ha BUCOKY CKJIQ[IHICTh, I'pa Ma€ TyMaHHY (P1I0CO(i0: KUIBbKICTh
cCMepTel He KapaeThCs, a € YaCTUHOIO Ipolecy HaB4yaHHs. lle no3Bossie rpaBuEBi
BUUTHCH Ha TOMIJIKAX 1 BIAYYTH MMOCTYMOBHI PO3BUTOK BJIACHUX HABUYOK.

5.3 CeHc rpu Ta HapaTUB

lonmoBHoro Temoro Celeste € ocobucticHa 60poTh0a, MOMOTAHHS TPHUBOTH,
nenpecii Ta crpaxiB. l[opa, Ha sKy migHiMaeTbess Menenin, € Meradoporo
BHYTPILUIHBOTO UISIXY JIOAUHH, IO MparHe nojaojaT cede.

Koxxna vactuHa nuisixy BijgoOpakae eMOlliiiHI CTaHW TepoiHi, a 3’sIBJISHHS 1l
«T€MHOI CTOpPOHW» (YaCTUHH, SIKAa CYMHIBA€TbCA Ta OOITbCS) CTa€ IEHTPATbHUM
€JIEMEHTOM HapaTHuBy. Y Jiajorax miJHIMarThCs TaKl TEMH, SIK:

CaMOIPUNHATTS;
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BaYKJIUBICTh CITIBIEPEKUBAHHS;

HiATPUMKA 3 OOKY OTOUYCHHS;

POJIb HEBJIay SIK YACTUHU IUIAXY.

Takum 4yMHOM, Tpa MEepeTBOPIOE IMIaTGopMmep y TIMOOKO 0COOMCTUH HOCBI,
MOETHYIOUN CKJIA/IHI MEXaHIKHU 3 JYIIEBHUM HApAaTUBOM.

5.4 3naueHHs rpu B xxaHpi 2D-muardopmepis

Celeste cTana BayXKJIMBOIO BIXOIO B €BOJIIOLIT JKaHPY 3aB/ISKH:

- 1JIeaJIbHIM TOYHOCTI KEPYBaHHS IMEPCOHAKEM;

- EMOIIHHO HACUYEHOMY CIOXKETY, SIKUH THTETPYETHCS B TEUMILICH;

- CTHJII30BaHIN MiKceNbHINA rpadilli 3 My3UYHUM CYIIPOBOIOM BiJl KOMIIO3UTOPKHU
Lena Raine;

- BIIKPUTOCTI JJIA TPABIIB 3 PI3HUM PIBHEM MIATOTOBKHU (Tpa Mae BOyJOBaHUI
pesxxkum norromora — Assist Mode);

- €TUYHOMY MECEKy PO MPUHHATTS cede.

3aBasku UM sikoctaM Celeste ctana npukiIazoM TOro, K 1HI1-ITPH MOXKYTh HE
TITBKK PO3BAXKATH, a U mepenaBath TIHOOKI JIIOJCHKI TIEPEKUBAHHS dYepes

IHTEpaKTHUBHI 3aCO0M.

4.4 Cyuacni Tenaenuii y 2D side-scrolling niaardgopmepax

Sk BUAHO 3 aHaII3y, PO3BUTOK KaHPY IMOB'A3aHUH 13 OCTIHHUM PO3MIUPEHHIM
GyHKIIOHATFHUX MOJKJIMBOCTEH 1 TIMOMHU OMOBiMI MpU 30epeKeHHI OCHOBHOI
MEXaHIKY TTePEMIIIICHHS Ta B3a€MO/11 B 0OMEXEHOMY ITPOCTOPI.

CyuacHi tutatropMepH 9acTo BKIIOYAIOTh:

- HasgBHICTP HeNHIAHUX KapT (€1€MEHTH METPOiBaHIi);

- Bucoxwuii piBeHb Bi3yaabHO1 AeTaizalii 1 aHiMarlli;

- Bukopucranns nporieypHoi reuepartii piBHiB,
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- JlomaTkoBi cucTeMH IMporpecii mepcoHaxka (HaNpHKIaj, PO3BUTOK HABHYOK,
eKIMIpyBaHHA);

- BpaxyBaHHsT NpPUHUMIIB IHKIIO3UBHOTO JAM3aiiHy (HampUKIaA, PEKUMH
BHCOKOI KOHTPACTHOCTI, MiITPUMKA JIFOJIeH 13 JATbTOHI3MOM).

Taxum ynHOM, cyuacHi 2D side-scrolling mardopmepu mparuyTh 3a0e3neunTi

K BUCOKUM pIBE€Hb BUKIHWKY JJIs TpaBIls, TaKk 1 KOM(OPT M IMIHPOKOro Koja

KOPHCTYBaYiB.

Tabmuus 4.2
[TopiBHSIHHS (PYHKIIIOHATY aHAJIOTIB Ta PO3POOIEHOTO MTPOCKTY
Hassarpu |Parallax | Dynamic | High | Save | Bisyanehmii | /[IBuryn | OcoOauBocTi
Shader | Audio | contrast | system CTHIIb (Engine) yIpaBIIiHHS
mode
Blasphemous + + - + [Tikcenb-apt | Unity Bucoka
YyTJINBICTh
yIIpaBIIiHHS
Hollow + + - + CruizoBana | Unity JHobpe
Knight 2D-animMariis OIITUMI30BaHe
Castlevania - - - - [Tikcens- Custom /| XKopcrke
apT, peTpo Internal KepyBaHHS
Super Mario - - - - [Tikcennb- Nintendo | IIpocrte,
apT, peTpo Proprietary | Toune
YIpaBIIHHS
Metroid - - - - [Tikcennb- Nintendo | IIpocrte,
apT, peTpo Proprietary | toune
yIpaBIiHHS
Dead Cells + + - + [Tikcenp-apt | Custom Hyxe
3 epexramu | (Heaps) YyTIINBE i
IIBHUJIKE
Parkour - + + + [Tikcenp-apt | Unity Ipocre,
Kingdom TOYHE
yIpaBIiHHS
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5 ®OPMYJIOBAHHSA BUMOTI 10 2D SIDE-SCROLLING I'PH

Pospo6ka 2D side-scrolling miaTdhopmMu BUMarae 4iTkoro BU3HauYeHHsI SIK
(GYHKI[IOHATBHUX, TaK 1 HEPYHKIIOHATLHUX BUMOT JI0 MallOyTHHOTO MPOTPAMHOTO
npoaykry. Kopektne ¢hopMmynioBaHHS BUMOT J03BOJISIE YHUKHYTH HEOJHO3HAYHOCTEH
Ha eTarn po3poOKH, 3a0€3MEUUTH BIMIOBIIHICTh TPU OYIKYBaHHSM KOPHUCTYBaYiB Ta

MOJICTTUTH MOAANBITY MIATPUMKY 1 PO3BUTOK MPOEKTY.

5.1 ®yHKuioHAJbHI BUMOTH

@DyHKI[IOHAIBHI BUMOTH OMHUCYIOTh OCHOBHI MOXKJIMBOCTI TPH, SIKI MalOTh OyTH
peasnizoBaHi:

Peanizariist ynpapiiHHS IEPCOHAXKEM: PyX JIIBOPYY/TIpaBOPYyU, CTPUOOK, aTaka.

PiBHI Ta joKaIui:

CTBOpEHHS KUIBKOX ITPOBHX PIBHIB 13 TOCTYNOBUM YCKJIaJHEHHSIM.

HasiBHICTB YEKITOIHTIB 111 30€pEKEHHS MPOTPeECy.

3BYKOBUH CYNPOBI:

JUHAMIYHUH 3BYKOBHUI CYNpPOBI.

[TapameTpu TOCTYITHOCTI:

HasiBHICTH pekMMy BUCOKOi KOHTPACTHOCTI.

HasBHicTph pesxxumy AJis JT0JIeH 13 KOJIbOPOBOIO CIIIIOTOIO.
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Puc. 5.1 Jliarpama niit KopuctyBaua
5.2 HepyHkuioHaJIbHi BUMOTH

HedyHkiioHaibHI BAMOTY BU3HAYAIOTh 3arajibHi XapaKTEPUCTUKU CUCTEMHU:

[IpoIyKTUBHICTB:

CrabinpHa yactota kazapiB (FPS) e Hmkue 60 xaapiB Ha CeKyHAY Ha 6a30BOMY
oonamnanui (CPU 1 GHz, 2GB RAM, integrated GPU) mist mimaBHOCTI TeHMILIEIO.

KpocmnardpopmeHicTs:

MosxnuBicTh 3amycky rpu Ha Windows.

Sxictb rpadiku:

Buxopucranns 2D rpadiku 3 miATPUMKOIO aIallTUBHOI PO3I1IbHOI 3AaTHOCTI.

HamiiiHicTs:

BiacyTHicTh KPUTHYHHX TOMMJIOK, IO MPHU3BOIATH JIO0 3aBUCAaHHA abo

aBapiiiHOr0 3aBEpUICHHS TPU.
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KO3a61miTi:

[HTYiTHBHO 3p0o3yMiHii iHTEepdeiic KopucTyBaya.

BinmoBigHICTh YiTKOCTI iHTEpdEiCY OCHOBHUM CTaHAAPTaM.

BizyanpHa nuTiCHICTD: €IUHUMN TpadiqHU CTUIIB IS BCIX €JIEMEHTIB TPH.

[IBuakKii yac 3aBaHTaKEHHS PIBHIB: MEPEXiJ MIXK CIICHAMU HE MEepeBHUILye 3-5
CEKYH/]I.

PozmmuproBaHicTh:

MOXIJIMBICTh JIETKOTO JOJaBaHHS HOBHUX pIBHIB Ta MeEXaHIK 0€3 CyTTEBOI
nepepoOKu 0a30BOi APXITEKTYPH.

InTerpartis cucTeMu JOCTYITHOCTI:

MoXJIMBICTh BMUKaHHS 1 BUMHUKaHHS PEKUMIB BHUCOKOI KOHTPACTHOCTI Ta

PEXUMIB ISl KOJIbOPOBOI CIIMOTH Y€PE3 MEHIO HAJIAIUTYBaHb.
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6 IPOEKTYBAHHSA APXITEKTYPU I'PU

[IpoexTyBaHHS apXiTEKTypU I'PH € KPUTHUHO BAXKJIUBHUM €TAllOM PO3POOKH, 110
3a0e3revyye CTPYKTypOBaHy OpraHi3alliio KOy, MOJIETIIye MacIITaOyBaHHS MPOEKTY,
BITPOBAKCHHSI HOBHUX (DYHKIIIOHAIBHUX MOKJIMBOCTEH Ta TEXHIYHE 00CITYrOBYBaHHSI.
Y mexax po3pooku 2D side-scrolling rpu oco6imBa yBara npuaiise€Tbess pO3ALUTIEHHIO
IrpoBOi JIOT1KM, YIIPaBIIHHS pecypcamu, BiIoOpakeHHs 1HTepdeiicy KopucTyBaua Ta

00poOKHu (Pi3uKH 00'EKTIB.

6.1 OCHOBHI KOMIIOHEHTH APXITEKTYPH

ApXiTeKTypa rpu 0yIyeThCsl 32 MOIYJIbHUM MIPUHITUIIOM 1 Iiepeidavae HasBHICTh
HACTYITHUX KJIFOUOBUX IMIJICUCTEM:

Game Manager — roJoBHHI KOHTPOJIEp TPH, SIKW BiJIMOBIAA€E 3a 3MiHY CTaHIB
rpu (IIOYaTOK PiBHS, May3a, 3aBEPIICHHS IPH).

Player Controller — momynb myist yripaBiiiHHSL pyXaMH Ta JisIMU TIEPCOHAXKA.

Level Manager — 3aBaHTa)KeHHsI, IHII[iami3aliss Ta YIPaBIiHHSI ITPOBUMHU
PIBHSMH.

Ul Manager — ympaBiiHHA eleMeHTaMH 1HTepdeicy KOPpUCTyBada, TAKUMHU SIK
MEHIO, 1HJIMKATOPH 37I0POB’s, OUYOK TOIIIO.

Audio Manager — cucrema KepyBaHHS MYy3UKOIO Ta 3ByKOBHMHU e(eKTamH, 3
MIITPUMKOIO JTUHAMIYHOTO 3BYKOBOTO CYIIPOBOJY.

Accessibility Manager — Moxaynb HaJalITyBaHHS MapaMeTPiB JIOCTYITHOCTI
(peXuMHU BUCOKOi KOHTPACTHOCTI, KOJIbOPOBA CIIIOTA).

Save System — 30epeskeHHS 1 3aBaHTaKEHHS JTAHUX PO TIPOTpec TPaBIIS.



42

6.2 B3aemoaiss Mi’k KOMIIOHEHTAMHU

Bci 0cHOBHI KOMITIOHEHTH B3a€EMOJIIIOTH Yepe3 HEHTPaIi30BaHy HINHY

noBigomiieHb (Event Bus), 1o 3a6e3nedye MiHIMaJIbHY 3aJI€KHICTh M1 MOIYJISIMHU.

Hampuxian:

- Player Controller mHancurae noxuito PlayerDamaged, na siky pearye Ul

Manager (oHOBIIO€ 1HAMKATOP 3/10pOB’°s1) Ta Audio Manager (BIATBOPIOE 3BYK

VIIKOJKEHHS).

- Level Manager noBigomisie Game Manager mpo 3aBepIlICHHSI PiBHS, 1110

TPUTEPUTH NIEPEXIJT JO HACTYITHOTO PiBHS 200 BUBEACHHS €KpaHy pe3yibTaTiB.

- Accessibility Manager OHOBITIO€ Bi3yalibHI HAJTAIITYBaHHS IIPH 3MiH1

BIJINOBIJIHUX NapaMeTPIB Y MEHIO.

- Takuit miaxin 3ade3nedye MaciTaboBaHICTh Ta THYYKICTh CUCTEMH.

6.3 CTpykrypa KiaaciB

OCHOBHI KJIacu Ta X KOPOTKUW OMHC:

Tabmuus 6.1
OCHOBHI KJ1lacu
Kiac Onuc
GameManager Kepye rnoGanbHUMU CTaHaMU TPH.

PlayerController

Peanizye noriky pyxy Ta B3aeMoii

nepcoHaxa.

LevelManager

3aBaHTaXye€ CIICHM Ta 1HIIIAIZYE

00’€KTH PiBHS.
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[TponorxenHs Tadmuti 6.1

OCHOBHI KJ1acu

Knac

Onuc

UlManager

Kepye BimoOpaxeHHsIM iHTepdeEiCy.

AudioManager

3a0e3neuye NporpaBaHHs 3BYKiB Ta

3MiHY MY3UYHHUX TEM.

AccessibilityManager

Peasizye Bi3yasibH1 HaJaIITyBaHHS JJIs

JOJIEN 3 MOPYLICHHSIM 30DY.

GameManager
“NOTO4HMIA CTaH

-piBeHL

+StartGame()
+ EndGame()

v l
PlayerController LevelManager

- WenAKICTL - Ul enemeHTH
- CTaH rpaBus - NaHen|, MeHw
+Move() + ShowMenu()
+ Jumpl() + UpdateHUD()

6.4 TexHiuHI pilIeHHS

v

AudioManager
- hoHOBa My3MKa

- 3eyKoBl edexTH

+ PlaySound()
+ ChangeTheme()

l l

UIManager AccessibilityManager

- Ul enemeHTi
- naHeni, MeHIO

+ShowMenu()
+ UpdateHUD()

Puc. 6.1 Jliarpama 0CHOBHHX KJIaciB

- PEXUMU KOHTPACTY
- $lALTPK KoNbopIB

+ ApplySettings()
+ ToggleContrast()

Unity Engine (Bepcis 2025 LTS) sik ocHOBHa matdopma po3poOKH.

Universal Render Pipeline (URP) mns moOymoBu rpadiku Ta HaIamTyBaHHS

PEKUMIB BUCOKOI KOHTPACTHOCTI.

C# nuig peanizalii CKpUIITIB 1 JIOT1KU TPU.
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Post Processing Stack miist rHy4koi 00poOKH Bi3yallbHUX €(EKTiB.

IMmieMeHTOBaHI PIlIEHHS, BIICYTHI B aHAIOTrax

VY nporieci po3poOku rpu OyIi0 peasizoBaHO HU3KY (PYHKI[IOHAIBHUX PIIIEHb, K1
BUPI3HAIOTh PO3POOJIEHUH TPOAYKT Cepel ICHYIOUMX aHaloriB y xaHpi 2D side-
scrolling mnaTdopmepis:

1. Cuctema AMHAMIYHOTO 3BYKOBOTO CYNPOBOIY

Po3po6iieHo cuctemy sika 103BOJISIE YHUKATH MOBTOPEHHS 3BYKOBUX €(EKTIB,
3a0e31euyoun 301IbIICHE PI3HOMAHITTS ay/110-BpaKeHb.

2. HanamtyBaHHs peXXHMiB BUCOKOI KOHTPACTHOCTI Ta KOJIOPOBOI CIIIIIOTH

3 METOI0 MIABUIIEHHS JOCTYIHOCTI I'pH JJI1 KOPHUCTYBauiB 3 MOPYIICHHIMHU
30py, pealli30BaHo:

PEXUM BHUCOKOI KOHTPACTHOCTI, SKUH 3MIHIOE MAJITPy T'PU Ha TMOETHAHHS
KOJIbOPIB 13 MAKCUMAJIBHUM KOHTPACTOM M1k ()OHOM 1 aKTUBHUMHU 00'€KTaMU;

PEXKUMU JUISI PI3HUX THUIIB KOJBOPOBOI CIIMOTH (JeWTepaHomNisi, MPOTAHOIIS,
TPUTAHOIIIS) 13 BIIMOBIAHOIO aIaNTaIl1€l0 KOJIbOPiB iHTEepdeiicy, miatdhopm, BOPOTIB Ta
1HJIUKATOPIB.

i HamamTyBaHHS HOCTYIMHI B MEHIO IPU Ta MOXYTh 3MIHIOBATUCS B PECATTBHOMY
yaci 0e3 mepe3anycky. Takuil piBeHb aJanTHUBHOCTI € piakicTio cepen 2D

1aTdopMepiB 1 He peali3oBaHui y OLIBIIIOCTI BIIOMUX MPEICTABHUKIB JKAHPY.
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7 IPOEKTHI PILNEHHA

Ha ertamni moyaTKkoBOro MpOEKTYBaHHS OYJIM MPHUHHSTI KIIOYOBI PIIIEHHS 11010
TEXHIYHOI Ta XyJOXKHBOI peamizawii rpu. Bubip KOXHOTO elneMeHTa IPYHTY€EThCSA Ha
aHaji3l BUMOT JO TpPH, JOCBIJII CTBOPEHHSA MOMIOHUX IPOAYKTIB Ta TEXHIYHHX

MO>KJIMBOCTSX JOCTYIHUX 1HCTPYMEHTIB.

7.1 BuOip irposoro pyuis

Jlnsa peanmizamii rpu oOpaHo irpoBuii pymiiii Unity, mo 3a0e3nedye HIMPOKI
MO>KJIUBOCTI JUIsl CTBOPEHHSA 2D-mpoekTiB. OCHOBHUMHU apryMeHTaMu Ha KOPHCTb
BUOOpY CTaJIH:

- miaTpumka 2D-dyHkiionany Ha piBHI pylIis (BKIO4Yaoun Pi3uKy, aHIMaIlo,
CIPANTH);

- PO3BUHYTE CEPEIOBUIIIE JIJISl IIBUAKOT PO3POOKH IPOTOTHIIIB;

- BEJIMKA KUTBKICTh TUIariHiB, JOKYMEHTAIlll Ta aKTUBHA CIUIHHOTA,

- MOXJIUBICTh KPOCIIIAT()OPMEHHOTO €KCIIOPTY;

- miarpumka Universal Render Pipeline (URP), 1o mo3Bossie peasntizoByBaTh

BI3yaJIbHI €(DEKTH, Y TOMY YUCII AJis NOTPeO AOCTYIMHOCTI.

7.2 Burasig kamepu

Ockinbku rpa HanexuTh a0 sxkanpy 2D side-scrolling platformer, oGpano
KJIACHYHY TIEPCIEKTHBY O1uHOTO orsiny (side-view). Takuii BUTIIS:

- 3a0e3neuye MakCUMallbHy HAOUHICTh IFPOBOTO MPOCTOPY;

- JI03BOJISIE TPABITIO JIETKO OPIEHTYBATHCS Y IPOCTOPI;

- BIJINOBIJIA€ 5KAaHPOBUM OYiKYBAaHHSM LI1JIbOBOI ayIUTOPII;
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- CIIPOIILY€ peaizallito B3aeMo/iii MK 00’ €KTaMU y IBOBUMIPHOMY MPOCTOPI.

7.3 CeTnHr

CroxeTHa Ta Bi3yajJbHa CKJIaJoBa Ipu odopmiieHa y (EeHTE31HHOMY CETHHTY.
Takuit BUOIp J03BOJISIE peaTizyBaTH:

- GaraTuil 1u3aifH piBHIB 3 BUKOPUCTAHHSIM Mari4yHHUX 1 Ka3KOBHUX €JIEMEHTIB;

- CUCTEMY KJIacCiB 1 CYIIPOTUBHHKIB 3 OCOOJIMBUMU 3/110HOCTSIIMU;

- atMocdepy MPUTo/, 110 MPUBAOIIIOE IIUPOKY ayAUTOPIIO IPABIIB;

- PO3IIMPEH] MOKJIMBOCTI JJIsI CTBOPEHHS OPUTIHAIBHUX MEXAHIK 1 CIOKETHHUX

TayKiB.

7.4 IIpoekTyBaHHS JIOKALIN I'PH

Jlokanii (kimHatH, piBHI) y 2D side-scrolling rpi € OCHOBHUMU CTPYKTYpPHUMU
OJIMHULISIMH ITPOBOTO CBITY, SIK1 3a0€3MEYYIOTh MOCTYIOBE MPOXOHKEHHS, 3pOCTAaHHS
CKJIQJHOCTi, BUBUCHHS MEXaHIK Ta CIOKETHHM pO3BUTOK. [IpoekTyBaHHsS KIMHAT €
BXKJIMBUM €TaIrloM, OCKUJIbKHY BIUIUBA€E Ha ITPOBUM 10CBi, OanaHC Ta peirpadebHICTb.

['eomeTpis Ta moOyaoBa KiMHAT (TTOKa3aHO Ha pucyHKax 7.1, 7.2)

KoxHa KiMHaTa MPOEKTYETHCS 3 YpaxyBaHHSIM:

- OaslaHCy MOPOXKHBOT'O Ta 3aHATOrO MPOCTOPY;

- HasBHOCTI JIEKUTBKOX PiBHIB BUCOTH (TUIaTQOPMHU, YCTYIIH);

- BIJICYTHOCTI HaJIMIpHOT CKJIaJHOCTI Ha PaHHIX eTarnax;

- YITKO1 BI3yallbHOI1 17IeHTU(IKAIlIT MEX KIMHATH Ta 00’ €KTIB.



Puc. 7.1 CxemMa 1moyaTrkoBoi KIMHATH

__ | |

| -~

Puc. 7.1 Cxema ximaaTu No2
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Buxkopucrano Taitin-manu (tilemaps) B Unity 17151 CTBOpEHHS MOAYJIbHUX KIMHAT,

110 CIIPOIITYE MPOIIEC pelaryBaHHs, a TAKOXK JI03BOJISIE€ TUHAMIYHO TeHEPYBATH Bapiallii.

7.5 IlepeminieHHs1 Mizk KIMHATAMU

3a0e3nedyeHo JIOTIKYy TMepexoAy MK KIMHAaTaMH 4epe3 TpHUrep-30HHU.
3aBaHTa)KEHHS 3AIMCHIOETHCS ACHHXPOHHO, IO JO3BOJIAE YHUKHYTH IOMITHHX
3aTpuMoK. Kamepa ciijgye 3a rpaBlieM y MeKax IOTOYHOI KiMHATH, 3 (piKcCaIll€ro

IIOJIOKCHHA IIPH IICPCXOoaax.

7.6 BizyasbHa Ta reiiMmnJieiina pi3HOMaHITHiCTD

JInst KoKHOT KIMHATH Tepe0adyeHo yHIKaibHEe OPOpPMIICHHS, sIKe BigoOpaxae
TEMaTUYHY 30HY (HAMpUKIIAJ, Jic, Mia3eMeInis, xpam). Lle nocsraerbes nuisixoM 3MiHH
(G OHIB, KOJTHLOPOBOI MaNITPH, OCBITIEHHS Ta BI3yalibHUX €(ekTiB. PiBeHb CKIIaHOCTI
M1JIBUIILYETHCS TOCTYTIOBO, 32 PaXyHOK YCKJIaTHEHHS T€OMETPii, 301JIbIIIEHHSI KIIBKOCTI

BOPOTIB Ta IIBUIKOCTI MOIIMH.
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8 BI3YAJIbHA CKJIAJIOBA

BizyansHe odopmiieHHS € KIIOYOBHUM €JIEMEHTOM, I0 (opMye 3arajibHe
Bpa)XEHHS BIJ] TPU, CTBOPIOE aTMOC(epy 1 CIpuUse 3aHYPEHHIO TPaBIl Yy BIpTyalbHUN
cBIT. Y Mexkax po3pooku 2D side-scrolling rpu 6ys10 06paHo XyA05KH1M CTUIIb, TEXHIUHI

3aco0u peanizarii rpadiky Ta miaxia A0 3a0e3nedYeHHs Bi3yaabHOT JOCTYITHOCTI.

8.1 Ctuasb rpadikn

Jist XynoxHBOTO O(GOpMIIEHHS TPOEKTY OOpaHO MIKCETb-apT CTUIb, SIKUN
MOEIHYE HOCTAJbIIUYHY €CTETHKY KIACHYHUX PETPO-IUIaT(GOpPMEPIB 13 CyHYaCHUMH
MOXJIMBOCTSAMM XYJ0KHBOTO nu3aiHy. IlikcenbHa rpadika € pecypcoedeKTUBHOIO,
3pYyYHOIO0 JJI MacmTaOyBaHHS Ta JIETKOIO JJIsi CTBOPEHHS aBTOPCHKHUX CHPAWTIB 3
BHCOKHM pIBHEM JI€Taji3allii.

KonwopoBa mamitpa rpu BiAmoBigae oOpaHoMy (QEHTE31HHOMY CETHHTY —
NepeBaXkaroTh TEMH1, TJIMOOKI TOHU 3 SICKPAaBUMH aKIEHTaMH Ha 00'€eKTax B3aeMOIi,
MEepCOHAXax Ta BOpOoxuUX eneMmeHTax. Ha pucynkax 8.1-8.7 mokazaHo BUTJIAL TOTOBUX

PIBHIB Y TPi.
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Puc. 8.1 Kimnuara Nel,2

Puc. 8.2 Kimuaara Ne3



Puc. 8.3 Kimuara Ne4

Puc. 8.4 Kimuara No5

Puc. 8.5 Kimuaara Ne6
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Puc. 8.6 Kimuaara Ne6

Puc. 8.7 Kimuara Ne7

Jist XynokHBOTO O(MOPMIICHHS TMPOEKTY OOpaHO TiKCeNnbHY rpadiky, 10
MOEJIHYE €CTETUKY IrOp 3 MOXJIMBICTIO CTBOPEHHSI Cy4YacCHUX BI3yalIbHUX €(EKTIB.
OCHOBHI NPUYUHU BUOODY:

- 3MEHIIICHHS BUTPAT Ha PO3POOKY Ta ONTUMI3aIlII PECYPCOEMHOCTI;

- BUCOKA BII3HABAHICTh CTUIIIO cepell (haHaTIB JKaHPY;

- XYJIO’KHSI Y3TOPKCHICTh 13 BUOpaHUM (DEHTE31iTHUM CETUHTOM;

- 100p1 MOKIIMBOCTI MacIITaOyBaHHs Ta JIeTai3allii Ha MaJIMX PO3IIUPEHHSX.
8.2 InTepdeiic kopucTtyBaua
[arepdeiic peanizoBano y Burisai Minimamictuaaoro HUD (head-up display),

AKUW BioOpakae jiwine HeoOXiaHy iH(opMallito: 310pOoB’s MEPCOHAXKA, JOCTYIHY

KUIBKICTh pecypciB (HampuKiIaa, *KUTTS, €HEpris TOII0), Ta KOHTEKCTHI IiJIKa3KH.
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MeHi0o rpyu BUKOHAHO B €IMHOMY CTHJII 3 3arajibHUM O(QOpMIICHHSM 1 3a0e3neuye

joriuyny HaBiramito. Ha pucynkax 8.1-8.3 mokazaHo MEHIO TpH.

MAIN HEHU

Settings

Puc. 8.1 'onoBHE MeHIO

New Game

To prove your mastery of parkour you embark on a
journey. Along,themnarrew and treacherous path you
will overcome many challenges. You will climb the
Great Pyramids and wenture forth, traveling beyond

other dimensiogs, to claim The Unquenchable Flame
and become ong?%md only Champion.

Puc. 8.2 MeHnto onucy croxety



54

New Game

You have completed the Great
Challenge anel proven your
mastery of pe rkour Thus you are

Puc. 8.3 Expan 3aBepiiieHHs rpu

8.3 Animaris

JIJ1st TOJIOBHOTO repos, Ta IHTEPAKTUBHUX O0'€KTIB CTBOPEHO HaOIp KaJpOBHX
aHiMartlii (sprite sheets), skl BKJIIOYaIOTh CTaHU XOJbOW, CTPUOKA, aTaKu, CMEPTI,
B3a€MO/IIT 3 OTOYCHHSIM TOIO0. AHIMAIlI CHHXPOHI30BaHO 31 3BYKOBUMH e(eKTaMu Ta

JIOT1KOIO KE€PYBAHHS.

8.4 BizyanbHi epexkTn

3actocoBano nmoctoOpoOky (Post Processing) Ta BizyaneHi edextu (VFX) mis
NOCWJICHHSI ITpOBUX TIONINA: CHaJaxyd MpU aTakax, YacTHUHKUA TPU B3aEMOIl 3
cepenoBuiieM. EGexkTu He mepeBaHTaXyIOTh €KpaH 1 HAIAITOBYIOTHCS BIATIOBIIHO 70

BUMOT JIOCTYITHOCTI.
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8.5 linTpumMka pe;kMMiB J0CTYIHOCTI

Y rpi peanizoBaHO PEKUMU BHCOKOi KOHTPACTHOCTI Ta PEXKUMHU JiA
KOPHUCTYBa4iB 13 KOJIOPOBOIO CIIMOTOIO. Bi3yalbHi eleMEHTH aBTOMAaTUYHO
aIanTyIOTHCS P 3MiHI BIIMOBIAHOTO MapaMeTpa B HANAIITyBaHHSX:

- JIJIS BUCOKO1 KOHTPACTHOCTI 30LIBIIYETHCS PI3HUIT MK (DOHOM 1 aKTUBHUMHU
eJIEMEHTaMHU, IMiJICUITIOIOTHCS KOHTYPH;

- UI1  KOJBOPOBOi  CHIMOTH  (MPOTAHOIIS, JACHTEepaHOIis, TPUTAHOIIIs)
BUKOPUCTOBYIOThCS aJIbTEPHATUBHI NaMITpU Ta iKOHorpadika, HE 3aJie’)KHA Bij

KOJIBODY.
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9 TECTYBAHHA

TecTyBaHHS € BaXKJIMBUM €TallOM JKUTTEBOTO IHUKIY MPOTPAMHOTO
3a0€3MeUeHHs], O JT03BOJISIE BUSBUTH Ta YCYHYTH TOMIJIKH, a TaKOXX TEPEBIPUTH
BIJIMOBIHICTD peali30BaHOI I'PY MOCTABICHUM (QYHKIIIOHATHHUM 1 He(PYHKIIIOHAIbBHIUM
BUMOTaM. Y MexXax JaHOTO MPOEKTY 3aCTOCOBYBAIUCS METOIU PYYHOTO, MOAYJIBHOTO

Ta IHTETPaIIMHOTO TECTyBaHHSI.

9.1 Lizii TectyBaHHA

OCHOBHUMHU LUISAMU TECTYBaHHS pO3POOJIEHOT IPU €:

- TIepeBipKa KOPEKTHOCTI POOOTH OCHOBHHUX ITPOBUX MEXAHIK;

- 3a0e3ne4eHHs cTabubHOT podoTH rpu Oe3 3001B;

- TIepeBIpKa ajanTaiii inTepency i1 peKuM BUCOKOT KOHTPACTHOCTI Ta PEKUM
JUTSl KOPUCTYBAYiB 13 KOJIbOPOBOIO CIIMOTOIO;

- OI[IHKA JTUHAMIYHOTO 3BYKOBOI'O CYIIPOBOJY BIAMOBIAHO IO IrPOBUX MOA1H;

- TIepeBIpKa 3pYYHOCTI yHOpPaBIiHHS Ta JIOTIKM B3a€EMOJII 3 ITPOBUM
CEPEIOBUILEM;

- OI[IHKA MPOAYKTHUBHOCTI HA PI3HUX MPUCTPOAX (Y MEKaxX JOCTYIHUX TECTOBUX

aThopm).

9.2 MeToau TecTyBaHHA

VY npoueci TecTyBaHHs OyJIM BUKOPUCTAHI TaKl MiIXOIH:
- OyHKIIOHAIBHE TECTYBAHHS — IEpEeBiIpKa BIAMOBIIHOCTI KIOYOBUX (PYHKIIIH
OUIKYBaHI! TMOBEJIHII: CTPUOKHU, aTak, B3aEMOJiS 3 00 ’€KTaMH, HaBiraiis MEHIO,

3MiHa HaJIaIUTyBaHb.
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- MonyneHe TECTYBaHHS — TECTYBaHHA OKpPEMHUX KOMIIOHEHTIB TpH:
KOHTpOJIepa MepCcoHaka, CHCTEMH KOJIi31#, JIOTIKA BOPOTiB, CKPHUIITIB IHTEp(DEHCY.

- [nTerpariiiine TecTyBaHHS — TEpEBIpKa y3ropKeHOT poOOTH MiXK OKpPEeMHMHU
MOIYJISIMHU, 30KpeMa — MiX ITPOBOIO JIOTIKOIO, 3ByKOBOIO CHCTEMOIO Ta Bi3yaJlbHUMHU
edeKkTamu.

- TecTyBaHHSI JOCTYITHOCTI — pydYHa MEPEBIpKa KOPEKTHOCTI BITOOpaKCHHS

KOJIbOPOBUX PEKUMIB, UNTAOCIBHOCTI TEKCTY Ta KOHTPACTY €JIEMEHTIB.
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BUCHOBKHA

1. TlpoanamizoBaHo mpeaMeTHy 00JacTh, CHOPMYIHLOBAHO (YHKIIIOHATBHI Ta
He(YHKI[IOHAJIbHI BUMOTH, CIPOEKTOBAHO apXIiTEKTypy T'pPH, CTBOPEHO HEOOXITHY
rpadiky Ta peajai3oBaHO MPOrpaMHYy JIOTIKY.

2. 3anponoHOBAHO Ta IMIUIEMEHTOBAHO YHIKajdbH1 (DYHKIIIOHAJIBHI PIIICHHS,
BIJICYTHI B MpOaHaTI30BaHUX aHaJorax. 30KpeMa, peaii3oBaHO CUCTEMY JTUHAMIYHOTO
3BYKOBOT'O CYIPOBOJY, $IKa aJanTyeThCs JO ITPOBUX TMOMAIH, a TakoX (QYyHKIT
JOCTYMHOCTI — PEXUMHU BHUCOKOI KOHTPACTHOCTI Ta KOJBOPOBOI CIINOTH, IO
pO3LIMPIOE TOTEHLIMHY ayJuTOpil0 TpU Ta TMOKpallye 3arajbHy 3pY4HICTh
KOPHUCTYBaHHSI.

3. PeanizoBano noBrominny 2D side-scrolling rpy 3 enemenramu margopMinry,
mo 30epirae KJIacHM4HI €JIEMEHTH KaHpy W BOJHOYAC MICTUTh IHHOBALIHI
KOMIIOHEHTH. Buxopucranas — pymis Unity  3a0e3meumsio  THYYKICTB,
KpOCIIaT(OPMEHICTh Ta IIUPOKI MOKJIMBOCTI Bi3yaJbHOI 1 3BYKOBOi ajamTailii rpu.
Byno nocarnyTo MeTH MpoeKTY, 110 CBIAYUTH PO €PEKTUBHICTH 0OpaHOI apXITEKTYPH,
IHCTPYMEHTIB 1 METO/IIB PO3POOKH.

4. [IlpoBeneHOo TecTyBaHHS CHUCTEMH, MIATBEPIKEHO Ipale3JaTHICTb,
CTaOUIBbHICTH 11 pOOOTH Ta BIAMOBIIHICTH TOYaTKOBUM BUMOTAM.

Po6ora mpoiinia anpo6airiro. 3a ii pe3ynbraramu 0yJ10 ormy01iKOBaHO HACTYIHI
TE€3U JOTMOBIIACH:

1. Tlonomapenko B.O., [li6opiBuuii O.A. Po3poOka Ta iMIUIEMEHTAIlIS
HAJAINTYBaHb [JIl PEKMMY BHCOKOI KOHTPACTHOCTI Ta KOJIbOPOBOI CJINOTH B
IHTepakTUBHUX jAojaTtkax. // Martepiasm BceykpaiHChbkoi HayKOBO-TEXHIYHOI
KoH(pepeHuii «3acrocyBaHHs mnporpamHoro 3abesneueHHs B IKT». 24.04.2025,
JAVIKT, m. Kuis, C. 269-273.

2. Ilonomapenko B.O., Hi6piBamit O.A. Po3poOka cHCTeMU IHHAMIYHOTO
3ByKOBOTO cynpoBoay miust 2D miardopmepa va Unity // Matepianu Beeykpaincbkoi
HAyKOBO-TEXHIYHOT KOH(EepeHIIii «3acTocyBaHHs mporpamMHoro 3abe3nedeHHs B [KT.
24.04.2025, AYIKT, m. Kuis, C. 273-276.



59

HEPEJIIK IIOCUJIAHB:

1. Juul, J. Half-Real: Video Games between Real Rules and Fictional
Worlds. Cambridge, MA: MIT Press, 2005. 248 c.

2. Nystrom, R. Game Programming Patterns. Genever Benning, 2014. 354 c.

3. Rollings, A., Morris, D. Game Architecture and Design: A New Edition.
Indianapolis: New Riders Publishing, 2003. 652 c.

4, Adams, E., Dormans, J. Game Mechanics: Advanced Game Design.
Berkeley, CA: New Riders, 2012. 352 c.

5. McShaffry, M., Graham, D. Game Coding Complete (4th ed.). Boston,
MA: Course Technology PTR, 2013. 960 c.

6. Rabin, S. (Ed.). Introduction to Game Development (2nd ed.). Boston,
MA: Charles River Media, 2010. 1000 c.

7. Fullerton, T. Game Design Workshop: A Playcentric Approach to
Creating Innovative Games (4th ed.). Boca Raton, FL: CRC Press, 2018. 600 c.

8. Schell, J. The Art of Game Design: A Book of Lenses (3rd ed.). Boca
Raton, FL: CRC Press, 2019. 600 c.

9. Aarseth, E. Computer Game Studies, Year One. Game Studies: The
International Journal of Computer Game Research (2001). URL.:
https://gamestudies.org/0101/editorial.html

10.  Unity Technologies. Unity Manual. URL.:
https://docs.unity3d.com/Manual/index.html

11. Godot Engine. Godot Documentation. URL:
https://docs.godotengine.org/en/stable/

12.  Rollings, A., & Adams, E. Andrew Rollings and Ernest Adams on Game
Design. Indianapolis: New Riders, 2003. 648 c.


https://docs.unity3d.com/Manual/index.html
https://docs.godotengine.org/en/stable/

60

13.  Gregory, J. Game Engine Architecture. Boca Raton, FL: CRC Press,
2018. 1240 c.

14. Salen, K., Zimmerman, E. Rules of Play: Game Design Fundamentals.
Cambridge, MA: MIT Press, 2004. 688 c.

15.  Bierman, M. Developing 2D Games with Unity: Independent Game
Programming with C#. Berkeley, CA: Apress, 2015. 233 c.

16.  Goldstone, W. Unity 2017 Game Development Essentials. Birmingham:
Packt Publishing, 2017. 530 c.

17.  Feil, J., Scattergood, L. Beginning Game Level Design. Boston, MA:
Cengage Learning PTR, 2005. 288 c.

18.  Gibson, D. Introduction to Game Design, Prototyping, and Development.
Boston, MA: Pearson Education, 2020. 880 c.

19. Totten, C. Game Character Creation with Blender and Unity. Hoboken,
NJ: John Wiley & Sons, 2012. 352 c.

20. Novak, J. Game Development Essentials: An Introduction. Boston, MA:

Delmar Cengage Learning, 2011. 544 c.



61

JTOJATOK A. IEMOHCTPAIIIHI MATEPIAJIA

‘ JEPHEARHIN YHIBEPCHTET [HOOPNANIEOROMYHIEANNHAY
TEXHOTOTTR e i
4 |
“' HARWAMEHG HAVEORHA [HCTHTY T [HO0PALA TR [ 1.
OYIKT L (5 5)
\‘-\. /?.
EADEIPA THHEHEFI DPOIPANMHOTD JAFEHIETERHS e

Pospo6ka gineorpn B wanpi 2D side-scrolling

EwaHan cTyAeHT 4 Kypsy

Mpynu NO-44

MNosxomapeswo Bnagucnae Cneroaud

Kepissam pooT

Dakrep diinccodii, AauenT sedegpu IN3 Jbpasei Onece Axgpeandy
K - 2025

META, OB'EKT TA NMPEOMET AOCNIOAXEHHA

MeTta poBoTH — cnpoekTYBaTH apxXITEKTYPY IPW, peaniayearu
thyHKUiOHaNEHI pileHHA, BIOCYTHI B NpoaHani3oeaHuy aHanorax 1a
MABMLIWTH 3PYYHICTE BMKOPWCTAHHA Ta AOCTYNHOCTI PV 338 paxyHoK
peanizayil IHTYITWEHOMD KepyBaHHA Ta HANaLWTYBaHk BizyansHo!
OOCTYNHOCTI

O6’ekT gocnigmeHHA — npouec po3pobKK IHTepaKTUBHMX
ABOBUMIPHKX Irop ¥y saHpi side-scrolling platformer.

MpeameT gocRimKeHHA — NparpamMyi 3acobi, METOW Ta TEXHONOT
peanizalil irpoBUX MeXaHiK, aHiMaLLT Ta BIAEMO/IT KOpUCTYBaYa 3
irpoBiUM cepeosnilem y 2D side-scrolling rpi.
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3A0AUI KBANI®IKALIMHOI POBOTU

C3HaRCMUTHER 3 TEXHIMHOI JOKYMEHTAWISK Ta IHCTRYMEHTAMM, WE BHECRUCTOBYITECA
ana crecpeda 20-irop, aokpeia cepeicauules Unily Ta MoBok fporpaMyBaHis C#.
MpomecTy anania aHanoridkg irop xawpy 20 side-scrolling 3 MeTow BUABNEHHR
cuneHux | cnaBinx cToplM lcHyounx pluseHs.

Cipopuymiceati QyHELIOHAENEHT T3 HedhyHELIOHANEHI BHMOTH 00 rPH.

PospofuTu KOHUESNUIK TRK; BHIHEYUTH MEXaHIKM, CTRYETYRY PIBHIE Ta BizyansHuwi
ETUMB.

PoapoGutu Gaacay iIrposy NOriky: pyx MEpooHAEA, BIAEMOAA 3 o0 ekTaMK Cepeacamua.
Peanlayeatu IHTepdeic ropveTyrava (e, HUD, indopmayiinl enementi).
FPeaniayeaTu BiciM iIMPOBHX PIEHIB 3 MOARNHEICTIZ NEPEXOOY M HHMH,

ZabeaneyuTH 3DepemeHHA NPOrPecy MpW (ZBNHC/YUTEHHA gaHux).

MpoBecTH TECTYBIHHA FRH 3 METOK BUABMASHHE T3 YOYHEHHR AOMHACK,

BUMOI OO NMPOMrPAMHOIO 3ABE3MNEYEHHA

DYHELIOHAMEHI BHMSIH:

Peaniawia ronaeHaro MEHK T8 HANAWTyEaHs.
Pe=anizauia WpaaniveA NepooHamai oye
NBOpyWNPaBopyy, CTPWOK, ATHKA

HaRaHICT BOCEMH PEHIBTOEEUIR [ NEDEOaME M
Hithid

Hrepieic KopucTyaada (U] BiRo0pawaiin MisoocT
ENTTIR, CTATYCY MPABUA.

Axiraan)il NEPCOHARIE | A paL0EA

HCEE COEYYEHHA TA JEYRIE SEaKTH D0 (TR0,
VIAE. MOUHDIEEHHA TOL0).

Hedyyrkylonanssl Busoru:

THOTEHMER JAMYCKY TRM Ha Windows

Yimemil IHTEREEIC KOPACTYEANA — IHTYITHEHD 3p03yina
WEHID, IHCTOYIT T8 IHIHKATOR, BIIN0EIIHICTE NPYHUNNEM
BOCTYNHBCT.

NI Z0BANHICTE NROXYETHEHICT Ta Geanepediive podoTa —
CTafiNsHE POGOTA Mo Ged JAEHCAHS HA GaIcaey
canagsasd (CPU 1 GHz, 2GB RAM, integrated GPU), zanscr
B KENTVEST NOMUNDH. 5 HERDPETHOID 33 BALEHHA TPH.
MACWTATOEAHICTE — MONTBEICTE SOSABAHHA OB PiBHE,
A6 MEXAHE ¥ MARDYTHEDMY

Biayankss WicHcTs — SOHKHR TPabivi CTWe ANA 8Cix
ENEWEHTIE MK,

ILinapmii HaC IAEAHTAXEHHA PIEHE — NEQENL] MiX CUEHAMN
HE NEQESHUEE 3-5 CERyHI.

MoEnrECTE aganTawl AnA acif 3 nopyUEHHAME 300y
[BHCCHOROHTPACTHAR Pl TE PENAM KONEORQBa] CNNGTH)

i g Par b Dyramic High conbrast . ~ Ooofrmom
Shader Audi P BisyafaHHA STHite | sy (Engina) i
Bl phisrrs Bk
MEAET-apT,
+ -
=] - =+ ot a Linity HFTTMBCTE
YORABNHHA
ol ko
Knight + + - + Eriaumis 0- Unity fetpa
anivmin GRTHAGERAHE
s llsrin
WopoTen
- + - - Mirckra-apT, parpa | Custom ! ntamal pepysanin
Supar Murio R R . Micefa-apT, pRrpa i MpocTe. Tose
- =T Propristary VIpARNEHHA
Blmtroid
= o Mo MpooTe, TouHE
: " - fim BT, pTpO Proprictary FOpARNHHA
Dead Cels . Ry
+ + - + Miscant-apr 3 Custem [Haaps) T i
Lh . s
Parkmr _ - Mpaeme, Toei
Kirgem + + + M Nie-apr Unity N 5



MPOrPAMHI 3ACOBM PEANI3ALIIT

Kunity QO

Visual Studio

Universal Render Pipeline

Oonnc NPOrPAMIA

Poapobneda nporpama € 2D side-scrolling naargopmepom, Wwo noegHye
ENEMEHTH MPMIOOHWLBHO! TRK T2 naprypy. TP2Belb Hepye NepCoHaHen, RKHR
A0N3E NepelKoaK, BIREMOMIE 3 HABKONWILHIM CepefoBriLem, Ta
NPOCYBAETLEA KPidk PIBHI 2 pizHow ckAZARICTH. IFpoBWi npodec nobyaosaHYR
Ha KNACHYHME MEXaHIKaX nnaTdopMepie, 3 AKLEHTOM Ha NNABHE YNPaBNiHHA,
atMmochepHMin IBYKOBMEA CYNPOoBI | AOCTYNHICTE AAR KOPWCTYBAYIE i3
NOPYLWEHHAMK 30DY.

TexHi4Hi ocolnkaeocti

-

Mepwul izposud pigeHs

IrposriA pywia: Unity 3 sMeopdcTadHAm Universal Render Pipeline.
Mosa nporpamyeadHa; CH.

TpadiKa: NiKCENb-APT CTHAICTHHA

Nnardopma: MK [Windows)

EKPAHHI ®OPMW

Mekio Hanawmyeakhe dodamky

8
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3o6pomenna 0dHo20 3

piauia

EKPAHHI ®OPMU

i2poeomy plami

EKPAHHI ®OPMW

MAIN MENU

[onoBHE MeHK

AHIMaLiA BIAWTOBXYBAHHA
Bif CTiHM

b

Cxemo naampopm Ho
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HTEpaKTUBHKWY JogaTkax: Matepiany Boaykpalbcerol HayKoBo-TexXHMHOI
KoHpepeHUl «3acTocyBaHHA NporpaMHore 3abesnasyednn B IKT» C. 269-273.
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12

BWCHOBKW

1. Npoasanizosano npeaMeTHy odnacTe, cehopMyneoeaHo gyHELIoHaNEH Ta
HedyyHELICHANEH BUMOTKY, CNPOSKTORBAHD BRXLITEKTYRY MpH, CTBOPSHO HeoGxigny rpadiky Ta
peanianEaHD NPOTPEMHY NOTIKY,

2. 3anponoHoBaHo Ta iMnnemeaHToBaHD YHiKansH dyHEloHansH piluesns, sigcyTHi B
NpoaHanisosaqn: aHancray. Jokpema, peani3osaHo cHCTeMy AHHAMIYHON 3BYKOBOrS
CYMPoBQAY, AKA SOANTYETLCA 40 IPOBMX Nogii, 8 Takow YHEYT JOCTYNHOCTI — PENMMK
BACOKOT KOHTPECTHOCTI Ta KONLOPOBCT CRINOTH, Lo POIUMPOE NOTEHLARY ayauTopin rpK.
3. Peanizosato nosHouindy 20 side-scrolling rpy 3 enemeHTamy nnatdpopminny, Lwo
BIANOBIOAE KNACHYHUM KEEHOHAM ¥aHpy W BOOHONEC MICTHTE IHHOBALIAHI KOMNOHEHTH.
BrikopueTadia pyLia Unity safesnsynno rHydkicTs, KpocnnatdopMeHicTs Ta Wipok
MOHNHBOCTI Bizyanenol | 3pykoeol agantauil rpi.

4. NpoeeaeHo TECTYBEHHA CUCTEMK, NIOTEERMHEHD NPaYe3aaTHICTE, CTAGINEHICTE 1T
poBoTA Ta BIANGBIARICTE NOYATHOBKMM BUMOraM.

13
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HOJATOK b. ICTUHI'X TIPOTPAMHUX MOAYJIIB

using UnityEngine;
using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{

public Canvas menuCanvas;

public void Storyboard()
{

GameManager.Instance.SaveProgress(*Storyboard");
SceneManager.LoadScene(*'Storyboard");
Destroy(menuCanvas.gameObiject);

}

public void ContinueGame()

{

GameManager.Instance.LoadSavedLevel();

}

public GameObject levelSelectPanel;

public void OpenLevelSelect()
{

¥

public void CloseLevelSelect()
{

levelSelectPanel.SetActive(false);

}

public void LoadLevel(string levelName)
{

SceneManager.LoadScene(levelName);

¥

public Canvas settingsCanvas;

public void OpenSettings()

{
settingsCanvas.gameObject.SetActive(true);
Debug.Log("Settings opened");
// BinoOpakeHHS MEHIO HAJIaIlITyBaHb

¥

public void QuitGame()
{
Application.Quit();
Debug.Log("Game Quit");
}
}

levelSelectPanel.SetActive(true);

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class FCanvasMenu : MonoBehaviour

{

public Canvas fCanvasUlI;

public void NewGame()

{

GameManager.Instance.SaveProgress("SampleScene");
SceneManager.LoadScene(""SampleScene");
Destroy(fCanvasUIl.gameObject);

}

public void QuitGame()
{

Application.Quit();
Debug.Log("Game Quit");
}
}
using UnityEngine;
using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

public static GameManager Instance;

private void Awake()

{

if (Instance == null)

{

Instance = this;
DontDestroyOnLoad(gameObject);

}

else

{
Destroy(gameObiject);

}

public void SaveProgress(string sceneName)

PlayerPrefs.SetString("SavedLevel", sceneName);

PlayerPrefs.Save();

Debug.Log("TIporpec 36epexeno: " +
sceneName);

}

public void LoadSavedLevel()

if (PlayerPrefs.HasKey("SavedLevel"))



{
string sceneTolLoad =
PlayerPrefs.GetString("SavedLevel");
SceneManager.LoadScene(sceneTolLoad);
}

else

{
Debug.LogWarning("Hemae 36epexenoro
piBaa");
¥
¥
¥

using UnityEngine;
using UnityEngine.Rendering;
using UnityEngine.Rendering.Universal;

public class AccessibilityManager : MonoBehaviour

{

public VVolume postProcessingVVolume;
private ColorAdjustments colorAdjustments;

void Start()

{
if (postProcessingVVolume.profile. TryGet(out

colorAdjustments))
{
}
}

public void SetHighContrast(bool enable)

if (colorAdjustments != null)

colorAdjustments.contrast.value = enable ? 50f :

of;
colorAdjustments.saturation.value = enable ? -
20f : Of;
}
}

public void SetColorBlindMode(string mode)
if (colorAdjustments == null) return;

switch (mode)
{
case "deuteranopia":
colorAdjustments.colorFilter.value = new
Color(0.8f, 1f, 0.8f);
break;
case "protanopia™:
colorAdjustments.colorFilter.value = new
Color(1f, 0.8f, 0.8f);
break;
case "tritanopia":
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colorAdjustments.colorFilter.value = new
Color(0.8f, 0.8f, 1f);

break;

default:

colorAdjustments.colorFilter.value =
Color.white;

break;

}

}
}
using UnityEngine;

public class PlayerMovementWithFootsteps :
MonoBehaviour
{

public float moveSpeed = 5f;

public Rigidbody2D rb;

private Vector2 movement;
private FootstepSoundPlayer footstepSound;

private float stepTimer = Of;
public float stepRate = 0.4f;
void Start()

{

footstepSound =
GameObiject.Find("FootstepManager™).GetComponent
<FootstepSoundPlayer>();

}
void Update()

movement.x = Input.GetAxisRaw("Horizontal");

if (Mathf.Abs(movement.x) > 0.1f)
{

stepTimer += Time.deltaTime;
if (stepTimer >= stepRate)

{
footstepSound.PlayFootstep();

stepTimer = Of;
}
}

else

{
stepTimer = 0Of;

}
}

void FixedUpdate()

rb.velocity = new Vector2(movement.x *
moveSpeed, rb.velocity.y);

}
}
using UnityEngine;

public class WallJump : MonoBehaviour



public float moveSpeed = 5f;
public float jumpForce = 12f;
public float wallJumpForce = 10f;
public float wallSlideSpeed = 1f;

public Sensor_HeroKnight wallSensorLeft;
public Sensor_HeroKnight wallSensorRight;
public Sensor_HeroKnight groundSensor;

private Rigidbody2D rb;
private bool isGrounded;
private bool isTouchingWall;
private int wallDirection;

private void Start()
{

rb = GetComponent<Rigidbody2D>();
}

private void Update()
{
float horizontal =
Input.GetAxisRaw(""Horizontal");

isGrounded = groundSensor.State();

bool touchingLeftWall = wallSensorLeft.State();

bool touchingRightWall =
wallSensorRight.State();

isTouchingWall = (touchingLeftwall ||
touchingRightWall) && lisGrounded;

wallDirection = touchingLeftWall ? 1 :
(touchingRightWall ? -1 : 0);

rb.velocity = new Vector2(horizontal *
moveSpeed, rb.velocity.y);

if (Input.GetButtonDown("Jump"))

{
if (isGrounded)

{

rb.velocity = new Vector2(rb.velocity.x,
jumpForce);

else if (isTouchingWall)
{

rb.velocity = new Vector2(wallDirection *
wallJumpForce, jumpForce);

¥

if (isTouchingWall && rb.velocity.y < 0)

{
rb.velocity = new Vector2(rb.velocity.x, -
wallSlideSpeed);
}
}
}
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using UnityEngine;

public class CrushingTrap : MonoBehaviour
{

public float topY;;

public float bottomY;;

public float speed = 2f;

public float pauseTime = 1f;

private bool movingDown = true;

private float pauseTimer = Of;

void Update()
{
if (pauseTimer > Of)

pauseTimer -= Time.deltaTime;
return;

}
if (movingDown)

transform.position =
Vector3.MoveTowards(transform.position, new
Vector3(transform.position.x, bottomY,
transform.position.z), speed * Time.deltaTime);

if (Mathf. Abs(transform.position.y - bottomY’)

< 0.01f)
{
movingDown = false;
pauseTimer = pauseTime;
}
}
else
{

transform.position =
Vector3.MoveTowards(transform.position, new
Vector3(transform.position.x, topY,
transform.position.z), speed * Time.deltaTime);

if (Mathf. Abs(transform.position.y - topY) <

{
movingDown = true;
pauseTimer = pauseTime;

¥
}

}
}
using UnityEngine;

0.01f)

public class DisappearAndRespawnPlatform :
MonoBehaviour
{
[SerializeField] private float disappearDelay = 1f;
[SerializeField] private float respawnDelay = 3f;

private Vector3 originalPosition;
private Quaternion originalRotation;
private bool hasTouched = false;



private Collider2D col;
private SpriteRenderer sr;

void Start()

{
originalPosition = transform.position;
originalRotation = transform.rotation;
col = GetComponent<Collider2D>();
sr = GetComponent<SpriteRenderer>();

¥

private void OnCollisionEnter2D(Collision2D
collision)

if (lhasTouched &&
collision.gameObject.CompareTag("Player"))

hasTouched = true;
Invoke(nameof(Disappear), disappearDelay);
}
}

void Disappear()

sr.enabled = false;
col.enabled = false;

Invoke(nameof(Respawn), respawnDelay);

}

void Respawn()

transform.position = originalPosition;
transform.rotation = originalRotation;

sr.enabled = true;

col.enabled = true;

hasTouched = false;
}

}
using UnityEngine;

public class FallingPlatform : MonoBehaviour
{

public float fallDelay = 0.5f;

public float returnDelay = 2f;

public float fallDistance = 5f;

public float fallSpeed = 2f;

public float returnSpeed = 2f;

private Vector3 startPos;
private bool isFalling = false;
private bool isReturning = false;
private float fall Timer;

private float returnTimer;

void Start()
{

startPos = transform.position;

}
void Update()

if (isFalling)

transform.position =
Vector3.MoveTowards(transform.position, startPos -
Vector3.up * fallDistance, fallSpeed *
Time.deltaTime);

if (Vector3.Distance(transform.position,
startPos - Vector3.up * fallDistance) < 0.01f)

isFalling = false;
returnTimer = returnDelay;

}

else if (isReturning)
{
transform.position =
Vector3.MoveTowards(transform.position, startPos,
returnSpeed * Time.deltaTime);

if (Vector3.Distance(transform.position,
startPos) < 0.01f)

{

isReturning = false;

}

else if (returnTimer > 0)

{

returnTimer -= Time.deltaTime;
if (returnTimer <= 0)
{
isReturning = true;
}
}
}

void OnCollisionEnter2D(Collision2D collision)
if (collision.collider.CompareTag("Player™))

Invoke(nameof(StartFalling), fallDelay);

}
}

void StartFalling()
{

isFalling = true;
isReturning = false;
}
} . - -
using UnityEngine;
using UnityEngine.Rendering;
using UnityEngine.Rendering.Universal;
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public class AccessibilityManager : MonoBehaviour

{

public Volume postProcessingVolume;
private ColorAdjustments colorAdjustments;

void Start()

{
if (postProcessingVVolume.profile. TryGet(out

colorAdjustments))

{
¥
ky

public void SetHighContrast(bool enable)

if (colorAdjustments != null)

{

colorAdjustments.contrast.value = enable ? 50f :

of;
colorAdjustments.saturation.value = enable ? -
20f : Of;
}
}

public void SetColorBlindMode(string mode)
if (colorAdjustments == null) return;

switch (mode)
{
case "deuteranopia™:
colorAdjustments.colorFilter.value = new
Color(0.8f, 1f, 0.8f);
break;
case "protanopia":
colorAdjustments.colorFilter.value = new
Color(1f, 0.8f, 0.8f);
break;
case "tritanopia™:
colorAdjustments.colorFilter.value = new
Color(0.8f, 0.8f, 1f);
break;
default:
colorAdjustments.colorFilter.value =
Color.white;
break;
}

¥
¥
using UnityEngine;
using UnityEngine.Audio;
using UnityEngine.Ul;

public class VolumeSettings : MonoBehaviour

{

public AudioMixer audioMixer;

public Slider volumeSlider;

void Start()
{
float savedVolume =
PlayerPrefs.GetFloat("MasterVVolume", 0.75f);
volumesSlider.value = savedVolume;
SetVolume(savedVolume);

}

public void SetVolume(float volume)
{
audioMixer.SetFloat("MasterVolume",
Mathf.Log10(volume) * 20);
PlayerPrefs.SetFloat("MasterVolume", volume);
}
}
using UnityEngine;

public class DisappearAndRespawnPlatform :
MonoBehaviour

[SerializeField] private float disappearDelay = 1f
[SerializeField] private float respawnDelay = 3f;
private Vector3 originalPosition;

private Quaternion originalRotation;

private bool hasTouched = false;

private Collider2D col,;

private SpriteRenderer sr;

void Start()
{

originalPosition = transform.position;
originalRotation = transform.rotation;
col = GetComponent<Collider2D>();
sr = GetComponent<SpriteRenderer>();

}

private void OnCollisionEnter2D(Collision2D
collision)

{
if ("ThasTouched &&

collision.gameObject.CompareTag("Player"))

hasTouched = true;
Invoke(nameof(Disappear), disappearDelay);

}
}

void Disappear()
{

sr.enabled = false;
col.enabled = false;

Invoke(nameof(Respawn), respawnDelay);

}

void Respawn()
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transform.position = originalPosition;
transform.rotation = originalRotation;

sr.enabled = true;
col.enabled = true;
hasTouched = false;

¥
ky

using UnityEngine;
using UnityEngine.SceneManagement;
public class PauseMenuManager : MonoBehaviour
¢ public GameObject pauseMenu;
public GameObject settingsMenu;
private bool isPaused = false;
void Update()
if (Input.GetKeyDown(KeyCode.Escape))
¢ if (settingsMenu.activeSelf)
CloseSettings();
else

TogglePause();

}

public void TogglePause()

{

}

isPaused = lisPaused;
pauseMenu.SetActive(isPaused);
Time.timeScale = isPaused ? Of : 1f;

public void OpenSettings()

{

}

settingsMenu.SetActive(true);
pauseMenu.SetActive(false);

public void CloseSettings()

{

}

settingsMenu.SetActive(false);
pauseMenu.SetActive(true);

public void QuitGame()

{

#if UNITY_EDITOR

UnityEditor.EditorApplication.isPlaying = false;

#else

Application.Quit();

#endif

}

}
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JOJATOK B. TECTOBI CLIEHAPII

TCCTYBaHHSI TOJIOBHOI'O MCHIO I'pH

Tect Nel ®yHnkIioHambHE TECTYBaHHS KHOTIOK MEHIO

[lepenymoBu: I'pa 3anyuiena

Ta0mmms 1

CDYHKHiOHaJ'IBHe TCCTYBAHHS KHOIIOK MCHIO

Jist

OuikyBaHUil pe3yabTaT

Hatucnytu kHOonky «Po3nouaru rpy»

BinOyBaeThcs nepexi 10 Nepiioro

PIBHS TpH

HaTtucHyTn KkHOTIKY

«HanamryBanus»

BinkpuBaeThcs MEHIO HAJIAIITyBaHb

rpu

HatucuyTtn knonky «Buxim

BinOyBaeThcs 3aBepiiieHHst poOOTH

porpamu

TecTtyBanHS IrpoOBOTO TIpOLIECY

Tect No2 IlepeBipka poOOTH KHOTIOK MEHIO

[lepeaymoBH: 3aBaHTaKEHUW PIBEHb IPH

Tabmmis 2

IlepeBipka poOOTH KHOITOK MEHIO

Hist

OuikyBaHUil pe3ynbTaT

HatucnyTtu xnasinry «—» abo

[Tepconax pyxaeTbcsi IpaBoOpy4

HaTucHyTH knaBinry «<«—»

[lepconax pyxaeThCs JTIBOPYY

HatucHyTH knaBinry «mpoOim»

[lepconaxx BUKOHY€ CTPHOOK

[lepconax magae y mpipBy

BinOyBaeTncst nepesamyck piBHs abo

BTpaTa JXUTTHA
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TCCTYB&HHH CUCTCMHU HAJIAIITYyBaHb ,ZIOCTYHHOCTi

Tect Ne3 [lepeBipka 3MiHU Bi3yallbHUX PEXUMIB (BUCOKA KOHTPACTHICTb,

JAJTbTOHI3M)

[lepenymoBu: Bigkpure MeHIO HaTAIITYBaHb

Taomurs 3

TGCTYBaHHH CUCTCMHU HAJIAIITYBAHb I[OCTyHHOCTi

His

OuikyBaHH pe3ynbTaT

VYBIMKHYTH PEXUM BHUCOKOI

KOHTPAaCTHOCTI

[HTepdeiic rpu nepexoauTsb y

KOHTPaCTHUH PeKUM

VYBIMKHYTH pEKUM JaIbTOHI3MY

Konpoposa nanitpa 3MIHIOETHCS

BIJIIOBIJTHO /10 OOPaHOr0 pEeXKUMY

BumkHyTH 00UBa PEKUMU

[aTepdeiic moBepTaeThCs A0

CTaHAAPTHOI'O BUTTIAAY




