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PE®EPAT

TexkcToBa yacthHa KBajidikamiiHOi poOOTH Ha 3J00YTTS OCBITHBOI'O CTYICHS

Oakamnaspa: 51 ctop., 2 Tabu., 28 puc., 20 mxepern.

Mema pobomu — TIOKpaIllGHHS peami3allii IirpoBOro Mpolecy  MIIIIXOM
BIIPOBA/KCHHSI MEXaHIK CTPUOKIB, aTak 1 B3aemMojii 3 00’ekTamu, peamizaiii ¢pi3udHO
KOPEKTHOTO pPYyXy TMepcoHa)xa, HallallTyBaHHS aJanTUBHOI KaMmepu, a TaKoxX
3a0€e3MeUeHHs] HaBirallii 3a JOIOMOT'0l0 CHCTEMH Bi3yalbHUX IT1JIKa30K.

06’exkm OocnioxcenHsi — TPOLEC CTBOPEHHS KOMITIOTEPHUX 1rop KaHpy
wiaTdopMep i po3BaXKAIBHUX ILJIEH KOPUCTYBAYiB.

llpeomem Oocnidxcenuss — TporpaMHe 3a0e3MEUYeHHs, IO JO03BOJISIE KEpyBaTH
MEPCOHAXKEM, MPOXOJUTU PIBHI 3 PISHOMAHITHUMHU TEPEIIKOJAMUA Ta BOPOraMHu y Ipi
x)aHpy 2D-miatdgopmep.

Kopomxuu 3micm pobomu: y poOOTI IpoaHaTi30BaHO TEXHOJOTI Ta METOJIU JJIst
po3po0ku irop xxanpy 2D-tmardopmep. [IpoanaizoBaHi aHAIOTH 1TOP Y IIbOMY >KaHPI:
Super Mario Bros, Spelunky Classic, VVVVVV. Po3pobiieHo Tpy Ta mporpamHO
peanizoBaHl KIIOYOBI (DYHKIIIOHAIBHI MOXIIMBOCTI, 30KpeMa: YIPaBIIHHSI PyXoM
MEePCOHAXY, INTYYHUN I1HTEJICKT BOPOTIB, aHIMaIlli MMEPCOHaXIB Ta HABKOJHUIITHHOTO
cepenoBuIa, 00MOBI MeXaHiKU, 00poOKa 31TKHEHb, BKJIa/iKa HajamTyBaHHs. [IpoBeneHo
dbyHKIIOHATBHE Ta MOAYJIbHE TECTYBaHHA J0JaTKy. B po00Ti BUKopucTaHo 0107110TeKH
Unity mnst peamizamii (i3wky Ta aHIMaiiid, a TaKoX IHCTPYMEHTH MJii CTBOPEHHSI
KOPHUCTYBaIbKOTo iHTepdericy Ta Bizyai3allii e1eMEHTIB.

Cdeporo BUKOpHUCTAaHHS 3aCTOCYHKY € po3Bara Jijisi KOpUCTyBadiB, CIIPSIMOBaHA Ha

PO3BUTOK peakKIlii, IPOCTOPOBOI'0 MUCJICHHS.

KJIIOUOBI CJIOBA: 2D-IUIAT®OPMEP, UNITY, TEUMJIMN3AIH,
CKPUIITH, TPA, C#, YIIPABJIIHHS ITEPCOHAEM.
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INEPEJIIK YMOBHHUX IIO3HAYEHD

[1K — nepcoHaIbHUAI KOMIT FOTEP
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API — Application Programming Interface
UML — Unified Modeling Language
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FPS — Frame Per Second



BCTYII

Axmyanvricms: irpu xaHpy 2D-muatdopmep 3amuImaroThCS aKTyaIbHUMH B
IHIYCTpii pO3pOOKH 1rop 3aBASKH IMOE€JHAHHIO TMPOCTOTH peaiizallii Ta BeJIUKOTo
NOTEHI[laly JJIsi TBOpYyocTi. BOHM He BHUMaraiTh BHCOKOi MPOJYKTUBHOCTI BIJ
amapaTHOro 3a0e3leueHHs, IO POOUTh iX JOCTYITHUMH IS 3HAYHOI YacCTHHU
KOPHCTYBauiB, BKIIOYHO 3 THMHU, XTO BUKOPUCTOBYE 3acTapiyii a00 OOKETHI MPUCTPOI.
[le 103BOJNSIE OXONUTH IIUPOKY LIJIBOBY ayAMTOPI0 Ta 3a0e3MeUduTd CTaOLIbHY
B3a€MO/Ii10 3 Tporo Ha pi3Hux miatdhopmax — Big IIK 1o MoOinpHUX TenedoHiB.

3aBAsSKA 3pO3yMIJIOMY TE€UMILUICI0 Ta MPOCTOMY VIPABIIHHIO, TaKl IrpU JIETKO
3aCBOIOIOTHCSI HOBAYKaMHM, IO POOUTH iX MOMYJISPHUMHU cepell Ka3yalbHUX TPaBIIiB.
OpHOYacHO, MOXJIMBICTH CTBOPEHHS CKJIQHUX ITPOBHX PIBHIB, JOJIAaBaHHS BOPOTIB,
rOJIOBOJIOMOK, CUCTEMH MPOTpecy 4u OOMOBUX MEXaHIK HAJa€ MHUPOKI MOKIMUBOCTI JIJIs
3alTydeHHs 1 OLIbII JOCBIAYEHOI ayauTopii. Lle 103Bossie aganTyBaTH rpy il pi3Hi CTUIIL
MPOXOJIPKEHHS: BiJ JISTKUX MPUTOJT IO CKJIAIHUX BUIIPOOYBaHb.

TakuM 4MHOM, aKTYaJIbHICTh TEMU MOJIATAE Y OEAHAHHI TEXHIYHOT JOIIIBLHOCTI,
KOPHUCTYBAIbKOi JOCTYMHOCTI Ta OCBITHBOI IIIHHOCTI, IO POOUTH pO3podOKy 2D-
maTdopMepa MEepCIeKTUBHUM HAIPSMOM SK JJIs TOCTIIKEHHS, TaK 1 JUIs TPaKTHYHOI
peaizari.

06 ’ekmom 0ocnioxcenHsi € POIIEC CTBOPEHHS KOMIT IOTEPHHX irop >kaHpy 2D-
raTgopMep AJi po3BaXKaIbHUX LJIEH KOPUCTYBAYiB.

llpeomemom OocniodicenHss porpaMHe 3a0E€3MEUCHHS, 110 J03BOJISIE KepyBaTH
MIEPCOHAXKEM, MPOXOJUTU PIBHI 3 PISHOMAHITHUMHU TEPEIIKOJaMUA Ta BOPOTaMHU y Tpi
)aHpy 2D-miardopmep.

Memow pobomu TIOKpaleHHs peai3allii IrpoBOrO  MPOIECY HIJISIXOM
BIIPOBAKCHHS MEXaHIK CTPUOKIB, aTak 1 B3aeMolii 3 00’ekramu, peamizaiii ¢hi3uaHO
KOPEKTHOTO pPYyXy TMepcoHa)ka, HaJANTyBaHHSI aJanTUBHOI KaMepu, a TaKOoX

3a0e3MeUeHHsI HaBiTallii 3a JOMOMOTOI0 CHCTEMH Bi3yalbHUX ITiIKa30K.



Memoou Oocnidxcenns. MEPUIAM KPOKOM TMPOAHAII30BAHO MPEAMETHY O0OJaCTh:
CyTHICTh >XaHpy 2D-mmardopmep, icTopis pO3BHUTKY, LUIbOBA ayAUTOPIs, AHAJIOIH,
byHKITIOHATBHI Ta He()YHKITIOHATBHI BUMOTH. L{e 103BOIHMII0O BUBHAYUTH KOHIICTIIIIIO TPH.
Jauti 6ysio mpoBeIeHO aHaji3 IHCTPYMEHTIB po3poOku Takux sk Unity , Godot ta Unreal
Engine. Lle nago MOKIMBICTh BUOpATH HAWOLIBII IPUAATHE CEPEIOBHILE I PO3POOKH
npoekTy. Bubip BmaB Ha irpowii pyiiit Unity ta moBy nporpamysanus C#. Takox, mis
KOHTPOJIO Bepcii oopano GitHub, a mns  aniMarii Ta ctBopeHHS 00’€KTiB 00OpaHO
pemakTop 300pakeHb Aseprite.

JUis  crnpomieHHs IUTaHyBaHHS peani3amii (yHKIIOHAly Ta MPOEKTYBaHHS
CTpPYKTypHu Tpu O0ysio Bukopuctano UML-niarpamu. J/liarpama BapiaHTIB BUKOPUCTAHHS
JIOTIOMOTJIa 1AeHTU(IKYBaTU KIIOYOBI CIIEHapii B3a€MOjii KOPUCTyBada 3 CHUCTEMOIO.
Hiarpama kiaciB Jo3BoJidiia (popMalnizyBaTh 00’ €KTHO-OPIEHTOBAHY CTPYKTYpY TIpH,
BU3HAYMBIIM B3a€MO3B’SI3KM MDK Kiacamu, ix aTpuOyTu Ta ™metomau. Jliarpama
aKTUBHOCTI Bi3yasidyBaja JIOTIKY BUKOHAHHA i y MeXaX IrpoBOro Mpolecy, Mo
CHPHSUIO BUSBIICHHIO MOJKJIMBHUX TUTOK TOBEAIHKH Ta MPUHHATTIO PIMICHH Y MeXax
CIIeHapliB.

Takum ywmHOM, BuUKOpucTanHs UML-miarpaM cTano BaKJIMBUM €TalioM Y
TEXHIYHOMY TUIaHYBaHHI, IO MiJBUIIMIO €(PEKTUBHICTh MOJAJBINOI peaiizaiii Tpu.
[Ticnst mpoekTyBaHHA CTPYKTYpH TpH Ta peaiizaiii OCHOBHOTO (yHKIIIOHATY OyJio
MPOBEJICHO TECTYBaHHS 3 METOK MEPEBIPKMU TMpale3aaTHOCTI BCiX KOMIIOHEHTIB Ta
BIIMOBITHOCTI TpU 3aJJaHUM BUMOTaM.

Haykosa nosuzna pobomu BU3HAYAETHCSI HACTYITHUMH (DYHKI[IOHAIBHUMHU
CKJIQJJOBUMU: BIPOBA/I)KEHHS YHIKAJIbHOI 00MOBOI CUCTEMU, BIAOOPaKEHHS 1HAUKATOPY
CTaHy 3JI0POB’sl Y BOPOTiB, 110 MOKpAIIye IrPOBUIA MPOIIEC.

Ipaxmuuna 3nauywicms pe3yibmamie MONATa€ B MOXKJIUBOCTI BUKOPUCTAHHS

peaizoBaHOl TPH JJI PO3Bar KOPUCTYBAUIB.
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1 AHAJII3 IPEJIMETHOI OBJACTI

1.1 Buznauenns :xaupy 2D-naardopmep

SK11o y JIIOAUMHYU CIIUTATH , IO Take Bigeorpa? To B OUIBIIOCTI CKaXKyTh PO TPy,
ne € matdopmu. [lnardopmep — 1e rpa, 1€ OCHOBHA Jisl 00EPTAETHCSA HABKOJIO OIry Ta
cTpuOKiB. MeTa rpaBIsl y Takiil Ipi MOJATaE y MPOXOKEHHI PIBHIB, JOJAI04M Pi3HI
MEePeNKoid Ta NPOTUBHUKIB. CaM >kaHp 3a BECh Yac 1ICHYBaHHSA BIJICOITOP 3aJUIIAETHCS
MOMYJISIPHAM CEpe] TPaBIliB.

KirouoBumu xapaktepuctukamu 2D-mmatdopmepis €:

— side-scrolling (6okoBa npoexKIIis);

— CTpHUOKM — 1Ie¢ OCHOBHA ME€XaHIKa NEPECYBAHHS MIXK I1aTpopmamu;

— HAasBHICTh PI3HOMAHITHUX BOPOTIB, MACTOK, OOHYCIB;

— PIBHI B SIKMX € ITOYaTOK 1 KiHEIIb,

— CcHucTema 310pOB’S;

— Bi3yaJIbHUH CTHJIb TA aHIMaIIIi,

— peamizaiis (i3uku y rpi (1HepLis , 3ITKHEHHS TOLIO).

He3Baxatouu Ha pOCTY Bi3yalibHY CKIIa0BY, 2D-mmatdopMepu 4acTo MaroTh
CKJIQJHUI 1TpOBUM MPOIEC, IO BUMAra€ TOYHOI KOOPJWHAIlI Jii, CTPATErigHOIrO

MUCJICHHS Ta MIBUIKOI peakilii Ha Jii y Tpi.

1.2 IcTopisi po3BUTKY kKaHPY nJaTdopmep

Ictopis po3BuTky 2D-mutardopmepiB 6epe movarok 3 ganekux 1980-Tux pokiB y
ernoxXy OJHOro ekpaHy (¢ikcoBaHa Kamepa Ha BeCh piBeHb y rpi). Tomi 3’SIBHUIIKCH
BiJICOITPH, 1110 BKIIFOYAIM TIEPEMIIICHHSI IEpCOHaka M TiaTdopmamu. [lepmmm Takum

iathopMepoM BBakaeThest Space Panic. I'pa Oyma po3pobiiena kommaniero Universal.
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Xapakrepuctuka rpu Space Panic:

— BIJCYTHICTb CTPHUOKIB,;

— MOXJIMBICTh MiHIMATHUCH IO ApaOHUHaM,

— Kamepa y rpi Oyna cTaTuyHa(HanpaBjieHa Ha BECh PIBEHb).

AJe HacTyIHa Tpa cTalia OMITOBXOM JI0 PEBOJIOMIT Y IIboMYy kaHpi. Lls rpa mae
Ha3By Donkey Kong, po3po6iena kommaniero Nintendo. Y miii rpi rpaBeis Mir KepyBaTH
HepCcoHakKeM SIKOTO 3Bayi Jumpman(mam BiH crtaHe Bimomuid sk Mario), mpuratu uepes
HIEPEIIKOIM Ta Ja3uTh 1o apaduHam. Lls rpa npussena no nosBu ¢panmmsu 3 Donkey
Kong.

HoBa rpa Mario Bros Bim Tiei » kommaHnii mpencrarise (yHIaMeHTAIbHI
MPUHITUIH JKaHPY:

— PpiBHEBa CTPYKTypa

— IUIaBHE NEPEMILLIEHHS €KpaHy

— CTpUOKH

— 30upaHHs OOHYCIB

— ©Oopotbba 3 Boporamu

Came 1141 Tpa ajna TaKky NomyJspHiCTh xkaHpy 2D-mnatdopmepu. I came 3 1i€i rpu
nosiBuiach epa side-scrolling , ge kamepa pyxaeTbcsi pa3oM 3 epcoHakeM. Auie e Oysa
oOMexkeHa (YHKIIOHATBHICTh. OCKIJIbKU, MO3BOJISIIO JIMINE POOUTH TOPU3OHTAIBHY
MPOKPYTKY KaMepH.

Hactynmaumu reposiMu y 1cTopii po3BUTKY IIaTHOPMEPIB CTa€ KOMITaHis Sega 3 iX
rporo Sonic the Hedgehod. [Toku koHKypeHTH BUITyCKaaM MOBUIBHIII 332 TEMIIOM iTrpH,
rpa mpo Sonic(irposmii mepconax rpu Sonic the Hedgehod) Big3Haumnack BHCOKOO
MIBUIKICTIO TEUMILICIO.

KitouoBi iHHOBAIIT Y Tpi:

— MBUAKICTH y TPl CTaia OCHOBOIO TEUMILICIO, 10 I03BOJIMIIO 3pOOUTH PiBHI
NUHAMIYHIIIAMHA 1 OUIBIIAMY,

— ¢i3uKa y rpi Aajia MOXKJIMBICTh peajli3yBaTH 3aKOHU 1HEPIIIT — MOCTYMNOBE
PUCKOPEHHS, MOKIIMBICTh KOTUTHCS, PO3TaHATUCS TOJIOBHOMY nepcoHaxy COHIKY;

— YHIKaJIbHUM AU3aiH PiBHIB(MPYKUHU, TPAMIUTIHYU, HEJIIHIMHICTH PIBHIB).
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L5 rpa Oyna npencraBHrkoM HOBO1 epu Side-scrolling. 3BicHo x 1151 Tpa HaOpana
HACJITyBadviB.

I3 mosiBoro epu 3D-mmardopmepiB y 1990-tux pokax 3amikaBieHictb jao 2D
3HH3UIACh. ToMYy 110 BIiepime Oysio peaii3oBaHO MOBHICTIO TPUBUMIPHE CEPEIOBHIIIE , 1€
IpaBellb MIT BUIBHO MEPEMIIIaTUCS y MPOCTOP1 B yCiX HanpsiMkax. Ho 3arfikaBiaeHICTh 110
2D-ninatdopmepiB BepHynack y 21 cromitrti. JKaHp mepexuB HOBUM PO3KBIT 3aBISIKU
HesanexxHuM po3podHukam. [puknaan Takux irop: Celeste, Ori and The Blind Forest,
Hollow Kbnight. i irpu mokaszamu , mo 2D-mnatdopmepr MOKyTh OyTH HE JIMIIE
TEXHOJIOTIYHO PO3BUHEHUMH, & ¥ XyI0KHBO IIHHUMHU.

Xoua iathopMepu BUPOCIH B TEOMETPUUHIN Mporpecii 3a IeCITHIITTS, BOHH, K

1 paHilie, € OTHUMHU 3 HAMJTOCTYMHIIIMX PO3BAar Jjisi 0ararbox reiMepis.

1.3 llintboBa ayaurTopis

HinsoBy ayautopito 2D-miardopmepiB mpuBadiroe NpoCTOTa redMILICIO, 1IKaBi
JIM3aiHY PIBHIB Ta HEBUCOKI CHCTEMHI XapaKTEPUCTUKU 10 IPUCTPOiB. [ pa Takoro xxaHpy
OpIEHTOBaHA Ha TaKWX TPaBIIIB!

— TIOYaTKIBUIB y cdepi BIALOIrop;

— KopucTyBaui BikoM 12-30 pokis;

— (¢aHaTy KJIaCUYHUX 1rop;

— TpaBli sIKI HIHYIOTh CBIif yac.

Takuii aHami3 TOMOMOXE OXOMUTH MOTEHIIHHY ayTUTOPI0 TPU TIPHU PO3MIIIIECHH1

npoaykTy Ha pisHuX miardopmax (MK, MOOITEHUX TPUCTPOSIX).

1.4 locnigxkeHHA iCHYIOUNX AHAJIOTIB

Irpu sxanpy 2D-mnatdhopmep, siki Oy BAKOPUCTaH1 SIK IPUKIIAIH JIJIs1 PO3POOKH
BJIACHOTO TIPOYKTY:

— Super Mario Bros;

— Spelunky Classic;

— VVVVVV.
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1.4.1 Super Mario Bros

Super Mario Bros € xmacnuaum 2D-1utatopMepomM, po3poOICHIM KOMITaHIE0
Nintendo mist konconi NES. CyTh 11i€i rpu y TOMy, 110 TpaBellb Kepye MEePCOHAKOM
Mapio, skuii Mae BpATYBaTH NPUHIECY, MPOXOASYM piBHI, YOMBaIOYM BOPOTIB i
30uparoun O0HycH. Y OUIBIINIM YaCTHHI BCIX PiBHIB PO3KHIaHI MOHETH, K1 Mapio Moxe
30MpaTH, Ta 0COOJIMBI CKPUHBKH 31 3HAKOM NMUTAHHS Ha HUX. Brapstouu iX KyJlakoMm 3
HIDKHIX Mo3uliid, Mapio 3100yBae a00 MOHeTH, a0 MEeBHY KOpUCHY pid. Takox, y mii
rpi, 00 MEepeMOTTH BOpOra, MOTPiOHO Ha HHOTO MPUTHYTH. Y 1HIIOMY BHUMAJKY, SKIIO
BiH T€O€ TOPKHETHCA TO TH MPOTPAENL.

Po36epemo ocHOBHI MexaHiku rpu Super Mario Bros. ITepcoHax Moke pyXxaTuch
BIIPABO Ta BJIIBO, CTPUOATH JJIsl TOJOJIaHHSI BOPOTIB Ta MEPENIKO, 30MpaHHs PI3HUX
OOHYCIB, B3a€EMOIisl 3 00’ €KTaMH OTOYECHHS.

[lepeBaru i€l rpu:

— PiBHI 3 MOCTYTOBUM 3POCTAaHHSAM CKJIaIHOCTI;

— TMPOCTE KePyBaHHs MEPCOHAKEM,

— HAasBHICTH PI3HUX BHJIIB BOPOTIB.

Henoniku:

— BIJICYTHICTb IIJKA30K JIJIsl TPABIIS;

— KaMepa CIIJIKy€ 3a TOPU30HTAIbHUM PyXOM Ta (hiKCOBaHa,

— BIJCYTHICTh IHAMKATOPIB 3J0POB’sl BOPOTIB;

— (¢iKcoBaHa TPAEKTOPIst CTPUOKIB.

I'pa Super Mario Bros € ¢dynaamenTanbHum npukiaaoM 2D-mnatdopmepa 3
KJIACHYHUMHU MEXaHIKaMH, TaKUMH SIK PyX, CTpUOKH, 30UpaHHs OOHYCIB Ta O0poThOa 3
BoporaMu. 1i TlepeBard IONAralOTh y 3PO3yMiOMY YIpPaBiliHHI, HOCTYIOBOMY
YCKJIAJAHEHH1 PIBHIB Ta PI3HOMAHITHOCTI MPOTUBHUKIB, IO CIPHUSAE TEUMIUICHHOMY
iHTepecy. BomHovac, rpa Mae HU3Ky 0OMEXeHb, 30KpeMa (pikcoBaHy Kamepy, BIICYTHICTh
CUCTEMHU IMIJIKa30K Ta 1HAMKATOPIB 30POB’S BOPOTIB, IO 3HIKYE 3PYUHICTH ITPOBOTO
Ipoliecy JJIsl CydyacHOTo KopucTyBada. HezBakarouun Ha 111 Hefomiku, Super Mario Bros
3aJIMIIAETHCS €TaJOHOM KaHPy Ta OCHOBOIO IS aHaJli3y 1 BIIOCKOHAJIEHHS cydacHux 2D-

iaTopMepiB.
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[Mpuknan pisas y rpi Super Mario Bros moxna mobauntu Ha puc. 1.1

MARIO
(nlelulnlule 1100

R R R R F H R D R H F FC D F -
I_r'_'J '_J’_r;:J)_r:JI_r'_‘JI_"_'J'_'_J _'_Jl_r"_‘ll_r'_'l'_r'_'ll_r'_'lx_r" I_r_';ll_r:J'_ '_Jl_r_'Jl_r"_‘Jl_riJl_r:J —
z .r'|_ ; 'r—l_ |r“|_ lr‘]_ _r‘[ =100 'r—l .r—l _r—l rl |r—| .r—l ,r“l Ll lr—i_ .r*l_ ‘r—l_ _I—I_ |

Puc. 1.1 Super Mario Bros (piBeHb y rpi)

1.4.2 Spelunky Classic

Spelunky Classic — ne 2D mmardopmep 3 enementamu roguelike (mimkanp
POJIBOBUX BIZICOITOp), /1€ TpaBellb AOCTIKYE MIA3eMEIIsl, YHUKAI0YH MACTOK 1 BOPOTIB.
PiBHI reHepyrOThCS BUMAJAKOBO, IO CTBOPIOE YHIKAIBHI ITPOBI CHUTYyaIlii B KOXXHOMY
npoxopkeHH1. L{iab rpu y Tomy 1100 3aXBaTUTH K MOXKHA OLIbIIe CKapOiB.

VY 11i#i Tpi OCHOBHI MEXaHIKH:

— PpyX IepcoHaxa BIiBO, BIPABO , BTOPY Ta BHMU3,;

— BMIHHS NIEPCOHAXKA CTPUOATH;

— BUKOPHUCTaHHS IHCTPYMEHTIB JUIsl B3a€EMOJIT 3 PIBHEM;

— CMepTh NepCoHaXka BiI0YBAETHCS KOJIM OTPUMAE TOCTATHBO IIKOIU

[lepeBaramu 1i€i rpu Oyne:

— BUIAJKOBa reHepallisi piBHIB,

— BeJWKa KUIBKICTh BOPOTIB Ta MAaCTOK
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Henomixu rpu:

— CTpHOKHM pi3Ki, HEKEPOBaHi B MOJIBOTI;

BIJICYTHICTh 1HUKATOPIB 370POB's IJISI BOPOT'iB;

— rpadika gyxe IpocTa;

— BOPOTH MalOTh MPOCTY MOBEIIHKY (PyX 3a (HIKCOBAHMMHU MapIIPyTaMH )

I'pa BBa)KaeThCS OJTHUM 13 HAMBILIMBOBIIIUX 1HA1-TTPOEKTIB, 1110 TTOKa3aB, K
KJIacHYyHUW  kaHp 1wiaropmepa Moke OyTH  TOEAHAHWM 3 CYYaCHUMU
reiMIn3aifHepChbKUMHE PILICHHAMHU. Y TojayibiiioMy Oyiu BumymeHi irpu Spelunky HD
ta Spelunky 2.

[Mpuknax pieas y rpi Spelunky Classic moxxHa mobauntu Ha puc. 1.2

Puc. 1.2 Spelunky Classic (piBens y rpi)

1.4.3 VVVVVV

VVVVVV — ixpi-nardopmep, 1m0 akieHTye yBary Ha 3MiHI TpaBiTallii 3aMicTh
TpaauLiitHux cTpuOKiB. ['paBels kepye kamitanoM Bepaikom, Hamararouuch BpATyBaTu
CBOIO KOMaHAy Yy MIHIMaIICTUUYHOMY CBITi. OCHOBHHUMH MEXaHIKaMH I€l TpU € pyX
MEepPCOHaXKa BIIBO Ta BIIPaBO, 3MiHA TpaBiTallli, MOJOJAHHS TMEPEIIKO]] Yepe3 3MiHy

rpaBiTarlii.



[lepeBaramu 11i€i rpu cTaHe:

— KepyBaHHS IPaBITAIlI€I0 3aMICTh CTPHOKIB;

— JIAKOHIYHWU JTU3aiiH PIBHIB.

Henomixu rpu:

— BIACYTHICTh OOMOBUX MEXaHIK;

— Kamepa (pikcoBaHa;

— TmpuMiTUBHA rpadika;

— BIACYTHICTb ITIJIKa30K.

['pa 3100yna mOMyIApHICTh 3aBSKNA OPUTIHAIBHIN ITPOBi MEXaHIIll Ta peTpo-
CTHIIIO.

[Mpuknaz pieas y rpi VVVVVV MoxHa noGaunTu Ha pucyHky 1.3

WWW.SMALL-GAMES.INFO

Endless Cavern

Puc. 1.3 VVVVVV (piBens y rpi)
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3BeneHl pe3yibTaTh aHalidy iCHyrouux irop »xaupy 2D-mmardopmepu Tta ix

MOpiBHSIHHSA y Tabmaumi 1.1.

Taomunsa 1.1

3BeieHa TabIuUIs aHaNI3y ICHYIOUHX 1rop xaHpy 2D-mnardopmepu

“Game Over”

IMoka3Huk Super Spelunky VVVVVV Night Hero
Mario Bros Classic
Pyx  mepconaxka + + - +
(BiBO, BIIPABO,
cTpubae, aTakye)
HasBHicTs Boporis + + - +
Peakuis Boporis Ha - - - +
rpaBIls
[nukaTop - - - +
3JI0pPOB'sl BOPOT'iB
Crtunsb rpadiku 8-6iTHa MIKCENIb-apT CTWJIb PETPO | IIKCENb-apT
MiKCEeIbHA
ITinka3ku IS - - - +
rpaBIst
MOXITUBICTB + + + +
CTaBUTU TPy Ha
nays3y
Kamepa cniakye 3a | nuiie mno PUBKOBE CTaTUYHI1 o
rpaBlEM TOPU3OHTAII | IEPEKITIOUCHHS €KpaHu rOpU30HTAII
y IpaBo EKpaHiB Ta 10
BEpTHUKAII

[TacTkun + + + +
Pyx BoporiB 1o + + - +
MapHIpyTy
Perenepartis - + - +
3710pOB’sl
HasBhicTs expana + + - +
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1.5 BusHayeHHs (PYHKIIOHAJIBbHHUX Ta HE(PYHKIIOHATbHUX BUMOT

[Ticns mpoBeneHUX aHami3IB  MOXHa chopmyaoBaTh (YHKI[IOHAIBHI Ta
He(yHKIIIOHANIbHI BUMOTH 10 CBO€i rpu xaHpy 2D-mmardopmep. ILle 3a0e3nmeuyunTs

PO3pOOKY KOHKYPEHTHOTO MPOAYKTY.

1.5.1 ®dyHknioHaJbHi BUMOTH

OyHKIIIOHAIBHI BUMOTH IIe JIeTallbH1 crenudikaiii, sKi BU3HAYAIOTh i,
NOBEAIHKY Ta (YHKIIOHAJIbHI MOJIMBOCTI, SIKI IOBUHHA BUKOHYBaTH CHCTEMa, 1100
BIJIIOBIIaTH TIpH3HaYeHid MeTi [3].

@®yHKIL10HAIbHI BUMOTH JI0 POTPAMHOTO MPOAYKTY:

— Bsaemoid 3 rporo BiIOYBa€eThCs 32 paXyHOK KJIaBIaTypH Ta KOMI FOTEPHOI
MUIIKH;

— TOJIOBHUH MEPCOHAXK PyXa€ThCS BIIBO, BIPaBO, CTPUOAE Ta aTaKYye;

— BOPOXI NEPCOHAXKI PyXaIOThCS 3a 3aJJaHUM MapUIpyTOM a00 pearyroTh Ha
HAOJIMKEHHS TPaBIIS;

— TICJs BTPATH BCiX OYOK 370pOB’S TPaBLsl HA €KPaHl MA€ 3’ IBUTUCS
noBigomiieHHs “Game Over”;

— peasi3oBaHi MacTKy (IIUIH), iK1 YOUBaIOTh TPaBII;

— TpaBellb Ma€ MOXJIMBICTh IEPE3AMYCTUTH TPy MICIA CMEPTI a00 MOBEPHYTUCS
710 TOJIOBHOT'O MEHIO;

— HaJl TOJIOBaMHU BOPOKHX TIEPCOHAXKIB MIOBUHEH MOKA3yBAaTHUCS 1HIUKATOP
3popoB’s (health bar);

— peali3oBaHMil 00'€KT cepIie IJisi pereHepartii 310poB'st TOJIOBHOTO MTEPCOHAXKA;

— Tpa MICTUTH MiAKA3KU JJIs1 TPABIIS;

— MOJXJIMBICTh CTaBUTH TPy Ha May3y,;

— peamizalfisi CHCTEMH CTEXKEHHS 3a TMepcoHakeM (Kamepa CICHH pPIBHS

nepeciiaye rpaBis);

— aHIMaIii aii mepcoHaxiB.
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1.5.2 He¢pyHKIiOHAJIBbHI BUMOTH

HedynkimionasbHi  BHUMOTHM  BH3HA4YalOTh  SKICTh  POOOTH  TPOTPAMHOTO
3a0e3MeYeHHs, TEXHIYHI OOMEXEeHHsS, HAaJIIWHICTh, NPOAYKTUBHICTh Ta 3PYUHICTbH
BUKOpHCTaHHSA [3].

HedynkiionanbHi BUMOTH IPOTPAMHOTO MPOIYKTY:

— BCl ayJIIOCUTHAJIM MalOTh BIATBOPIOBATHCS 0€3 3aTPUMOK, 3 TYUYHICTIO, III0 HE

nepeBuiye kKoMmpopTHHii pieHb (10 70 1b);

— TIOBHE 3aBAHTAKEHHS IPU Ma€ TpUBaTU He Ounbiie 20 CeKyH/I;

— 3aBaHTa)XCHHA PIBHIB HE TIOBHHHO MEPEBUIITYBATH 5 CEKYH/I;

— KUIBKICTh KaJpiB mijJ yac rpu He MeHie 30.

HaBeneni He(QyHKIIOHANbHI BUMOTM € BaXJIMBHUMH KpPUTEPISIMH  SIKOCTI
IPOrPaMHOTO TMPOAYKTY, MO Oe3MOCepeHh0 BIUIMBAIOTH HAa 3pY4YHICTH HOTO
BUKOPHUCTAHHS, TEXHIYHY CTAOUIBHICTh Ta 3arajibHEe BPaXE€HHS B1J1 IFPOBOTO MPOIIECY.

[lo-nepmie, BuUMOra A0 BIATBOPEHHS ayJlOCUTHAIIB 0€3 3aTpUMOK Ta 3
oOMekeHHaM Ty4yHocTi (10 70 1b) 3a0e3nedye KoMPpOpTHE 3ByKOBE CYITPOBOIKEHHS TPH.
BuacHe 1 KOpeKkTHE BIATBOPEHHsS 3BYKOBUX €(eKTiB (HANpuUKIaJ, CTPUOKIB, aTak,
30upaHHs1 OOHYCIB) MIJACHIIOE ITPOBY aTMOCc(hepy, a KOHTPOJIbOBaHA I'YYHICTh 3a1o0irae
NEPEBAHTAXKEHHIO CIIyXY Ta pOOUTH I'Py AOCTYITHOIO JUIS IIKPILIOT ay IUTOpli, 30KpemMa 1Jis
ITEH.

[To-mpyre, BcTaHOBICHHSI OOMEXEHHSI Ha TIOBHE 3aBaHTaKeHHs rpu 10 20 ceKyH
CTpUs€ MO3UTUBHOMY TIEPIIOMY BpaKEHHIO KOpUCTyBaua. J[oCIiKeHHS TOKa3yIOTh, 110
CyYacHI I'paBIll OYIKYIOTh IIBUAKOTO JOCTYIY JO KOHTEHTY, 1 JIOBI€ OYIKYBAHHS MOXKE
MPU3BECTH JI0 3HMKEHHS 1HTEpeCy a00 HABITh BIIMOBH BiJl TPH.

Tpere, OOMEXEHHSI 4Yacy 3aBaHTAXKEHHS PIBHIB JI0 S5 CEKyHJ TapaHTye
Oe3MepepBHICTh ITPOBOrO MPOLIECY, 10 0COOIMBO BaxXJIMBO s 2D miuatdopmepiB 13
YacTUMHM TepexofamMu MiX JokauisiMu. Lle 103Bojsie YHUKHYTH PO3pUBIB y TeHMILIeT,
30epirae IMHaAMIKY Ta YTPUMY€E yBary rpaBLs.

Hapemri, Bumora 3abesneuntun He Menme 30 kanpiB Ha cekyHay (FPS) e
MIHIMQJIBHUM CTaHJAPTOM MPOIYKTUBHOCTI MJIsS 1rOp IBOTO XKaHPy. Takuil piBeHb
MPOYKTUBHOCTI J03BOJISIE€ 3a0€3MEUNTH TUIABHICTh aHIMaIliid, TOYHE pearyBaHHs Ha il
IpaBIlsl Ta CTa0UIbHE Bi3yaldbHE CHOPUMHATTS. Y CYKYMHOCTI LI€ TapaHTye KOMQPOPTHY

B32€MO/II0 3 TPOIO HABITh HA MPUCTPOSIX 13 CEPEAHIMU TEXHIYHUMH XapaKTEPUCTUKAMH.
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2 3ACOBH PEAJIIBALIIL

2.1 InTerpoBaHe cepeioBHIIE PO3POOKH

He MeHI BaxJMBY poJib y po3poOIi MporpamMHOTo 3a0e3nedeHHs I'pae€ BHOIp
iHTEerpoBaHoro cepenoruina po3pooku(IDE), sike Hamae po3poOHWKaAM yci HEOOXimHi
IHCTPYMEHTH JJIs HallMCaHHS, TECTYBaHHS Ta HAJAroKCHHS KOy B €IMHIN cucteMi [4].
IDE 006’eqnye B co01 peIakTop Koay, KOMIIUIATOP, 3aCO00M Bi3yalisallli, HaJaroKyBau
Ta 1HII HEOOXIJHI 1HCTPYMEHTHU MJid po3poOKku. Miil BuOip BIAaB Ha I1HTErpoOBaHE
cepenosuiie po3pooku Visual Studio.

Visual Studio — 1e moTyXHe iHTErpoBaHE CEpeAOBHINE PO3POOKH, CTBOPCHE
kommaniero Microsoft, sike MHUPOKO BHKOPUCTOBYETHCS ISl CTBOPEHHS MPOrPAMHOIO
3a0€3IeUeHHsI PI3HOTO THUITY: 1Irop, Be03aCTOCYHKIB, JECKTOIMHUX 1 MOOLTBHHUX JIOJIATKIB.
[oro roNOBHOIO TIEPEBArOI0 € IATPUMKA IIMPOKOTO CIIEKTPa MOB IPOTPAaMyBaHHS,
takux sk C#, C++, JavaScript, TypeScript, Python, a takoxx HTML 1 CSS st BepcTku
caiiriB. Visual Studio mae 3pyunuii inTepdelic, iHTENEKTyalIbHE aBTO3AIIOBHEHHS KOJTY
(IntelliSense), posmmpeny miarpumky .NET, Unity ta inTerpamito 3 miaardopmaMu
XMapHUX 00YHCIIeHb, TaKUMH K Azure. CepeoBHIIE J03BOJIsIE€ €PEKTUBHO MpaIllOBaTH
3 mpoektamu mig Windows, Android, i10S, macOS Ta Linux. Visual Studio takox
HiATpUMY€E KOMaHAHy poOoty uepes interpamiro 3 Git, GitHub ta Azure DevOps,
3a0e3mneuye MOKIIMBOCTI JJI HajJaroJKeHHs, TECTYBaHHs, CTBOPEHHS 1HTep(eicIB 3a
JIOTIOMOT'OI0 BI3yaJIbHUX PENAKTOPIB 1 Ma€ JOCTYI JI0 BEJIMKOI KUIBKOCTI PO3IIMPEHB
yepe3 Bnacauii Marketplace. 3asasaku 1um ¢pynkmism Visual Studio BBaxkaeTbest o1HUM
13 HAWMOTYXXHIMMX 1 HaW3pYyYHIMIMX 1HCTPYMEHTIB Il mpodeciitHoi po3poOku
IPOrpaMHOTr0 3a0€3MeUEHHS.

Ha pucynky 2.1 naBeneno npukiaz intepdericy Visual Studio.
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File  Edit View Git Project Build Debug Test Analyze Tools Extensions Window Help Search.. &P Calculator - O

uﬂ\ -m2B8 Y- Debug ~ AnyCPU ~ P Caledlator ~ D> - B 5 5 A =2 5 |~ Live Share

Program.cs & X Calculato Calculator.csproj s X v #t| Solu

v o'&CalculatorF’l gram.Program ~ g Main(string[] args) - T

&
-

torLibrary; Search Solution Explorer (Ctrl+;)
83 Solution ‘Calculator’ (2 of 2 projects)
48 Calculator
b &8 Dependencies
> 31 Imports
b bin
4 obj
&) App.config
b~ C# Program.cs
46 CalculatorLibrary
> #8 Dependencies

Main (

b & C# CalculatorLibrary.cs

100% - @ No issues found < P SPC CRLF

L_J Ready 1M o/0~ 22 3° main ~ @ Calculator Q1

Puc. 2.1 Visual Studio (iaTepdeiic IDE)

2.2 Bu3HavyeHHsI MOBH IPOTrPaMyBaHHS

Moga nporpamyBaHHs — 1€ (opmMalli3oBaHa MOBA, fKa JO3BOJISIE TPOTPAMICTY
bopMyIIOBaTH ANTOPUTMHU, CTPYKTYpU JaHUX Ta IHCTPYKUII I8 BUKOHAHHS
KOMIT FOT€pOM. SKIIO MPOCTIIIE TO L€ COCIO CIMIJIKYBaHHS MIXK JTFOAMHOIO Ta MAIUHOIO.
3aBAsSKH IbOMY CTBOPIOIOTHCS MporpamMu. Tako MOBU IIpOrpaMyBaHHs MatOTh IpaBuja
CHUHTAKCHCY SIK 1 MOBH KOO CIUIKYIOTHCS JIFOAM. be3 3HaHb SIK MpaBUIBLHO HAMCATH KOJT
CTBOPHUTH IIpOTpaMy He Buiife. ICHYIOTh MOBM BHCOKOTO piBHS (OJFDKYI JIO JIFOJICHKOT
MOBH) Ta HU3bKOTO PIBHS (OJM>K4l 1O MAIIMHHOTO KOJY).

¥ po3po0iii irop MOBU TpOrpaMyBaHHSI BUKOPUCTOBYIOThCS JJ1s1 CTBOPEHHS JIOT1KH
MIEPCOHAXIB, KEPYBaHHS, B3a€MO/IIi 3 KOpUCTyBadeM, (Gi3UKH, IJis PoOOTH 3 rpadiKoro,

3BYKOM TOIIIO.
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2.3 MoBa nporpamyBanus C#

C# - e MoBa mporpaMyBaHHS, sIKa € OJIHIEIO 3 MOMYJSPHUX MOB JI PO3POOKHU
nporpaMHoro 3a0e3neueHHs. | BoHa He MPOCTO Tak 3aiiMae BH3HAYHE MICILIE Y CBITI
po3poOku. BoHa 3arfikaBiroe po3pOOHUKIB CBOEI TPOCTOTON0, YHIBEPCATBHICTIO,
CYy4aCHHM CHHTaKCHCOM [6].

C# minrpuMye 00’ €KTHO-OPIEHTOBAaHE IIPOTrpaMyBaHHS, BEIUKY KIJIBKICTh
0107110TeK, aBTOMATHUYHE KEpPyBaHHS TaM’ SITTIO, IO JO3BOJSE CTBOPIOBATH CKJIATHI
nporpamu. Ocob6nuBoi nomynsgpHocti C# HaOyB cepell po3pOoOHUKIB 1rOp 3aBISKU
IMOOKIH iHTerparii 3 pymriem Unity. I1lo poOuTs MOBY NporpaMmyBaHHs iI€aIbBHUM JIsI
po3po0ku irop xaupy 2D-nardopmep.

[Tpuknaau Bukopuctanus C# y irpax uporo »aHpy:

— KepyBaHHs NEpCOHaxkeM (pyX, aTaka);

ctBopenns Ul intepdeticy;

— peamizaris 00MOBUX MEXaHIK, 31ITKHEHb 3 00’ €KTaMHu;

— peaiizalis noii (mepemora, CMEPThb, EPEXiJ MK PIBHSAMH TOLIO).

Otxe, C# € imeaqbHOI0O MOBOIO MPOTpaMyBaHHS NJiIi CTBOPEHHS IrOp 3aBsKU
NOTY)KHMM IHCTpyMEHTaM Ta inTerpariii 3 pymiem Unity 3apmsku Unity Scripting API,

10 Y CBOIO YEpry HaJa€ AOCTYM 10 BCbOTO (DYHKIIIOHATY PYIIIs.

2.4 Orasn Ha pywii Unity

Unity — 1ie monyssipHuii OararoriaTpOpMOBUi Pyl st po3poOKH irop, KU
HIMPOKO BUKOPUCTOBYETHCS Juisi cTBOpeHHs 2D Tta 3D irop. Hamae moxmBicTh st
CTBOPEHHSI MPOTPAMHUX MPOAYKTIB miisi pizHux miardopm (I1K, irpoBi KoHCOII TOIIO).
Unity Bijomuii 3aBIsIKK CBOTH JOCTYITHOCTI, THYYKOCTI, BETMKUM HAOOPOM IHCTPYMEHTIB

Ta BEJMYE3HIN CIIBHOTI PO3pOOHHMKIB [7].
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2.4.1 OcobamBocti pymris Unity aas po3pooxu 2D irop

IrpoBwmii pymriit mae psig ocobmuBocteid g po3podku 2D irop. UuMm 1 3a0xouye
PO3POOHHMKIB Pi3HUX PiBHIB IIporpaMmyBaHHs. Po30epemo ocHOBHI ocobmmBocTi Unity.

Unity mae oxpemuii 2D-pexum, 1o 3ade3neuye 3pydyHe BUKOPUCTAHHS CIICHH Ta
PO3MIIIICHHST ~ COPAaWTIB  (IBOBUMIpHE 300paXKCHHS, 110 BUKOPHCTOBYETHCS B
KOMIT'IOTepHIH  rpadimi). Pymidi  migrpumye  poboTy 31 copalitamMu, — sK1
BUKOPUCTOBYIOThCS JJIs aHiMallii (duepe3 Animation Editor) abo po3duBartu ix Ha okpemi
kagapu. Kommonent Sorting Layers Hajae MOXKIIMBICTh BU3HAYUTH TOPSIOK HAKJIaIaHHSI
00’€eKTiB Ha CIIeHI , a Sprite Render Biamosinae 3a iX BiIoOpakeHHs Ha CIICHI.

Hemaso BaxxrBor0 0co0MBICTIO € poOoTa 3 dizukoro. st iiporo y Unity icHyrOTb
xomnoneHTu Rigidbody2D Ta Collider2D. Rigidbody2D — nonae ¢izuky 00’€kTy TaKy
sSIK Macy, IBUJKICTh, TpaBiTaiito. A Collider2D BusiBnsie 3iTKHEHHS 00’ €KTIB.

Takox icHye cuctema nooOynoBu piBHiB (Tilemap). Lls cucrema mo3BoJsie
CTBOPIOBATH PIBHI 3a JIONIOMOIOIO TaJIiB, SIKI € HEBEIMUYKUMU crpaiitamu. [TloOymoBa
PIBHIB BiJIOYBA€ThCS 3a JOMOMOTOI0 TUTOK. 1[0 1a€ MOXIIMBICTH 3a0IIaAUTH Yac Ha
CTBOPEHHI PIBHIB, a TAKOXK 36KOHOMUTH BUKOpUCTaHHs mam’siti Ta LII1.

[Mpuknan Bukopuctanus Tilemap HaBeqeHO HA PUCYHKY 2.2

Puc. 2.2 Tilemap(suxopucranus cucremu B Unity )

VY Unity e BOynoBana cucrema Ul 1ie o3Hauae, 1110 MOYKHA JIETKO J0AaBaTH TakKi

pedi SK I1HIUKATOp 300pOB’sl, KHONKM MEHIO, Tay3H, HamamTyBanb. Ul enemeHnTn
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pO3MINTYIOTECA B 00’ekT Canvas, skuii MacmTadyeTbcsl pa3oM 3 €KpaHOM, IO Ja€
a/IalITUBHICTD Ha PI3HUX MPUCTPOSX.

1le oana mpekpacHa ocobmBicTs UNity y ToMy, 1o Juist TOro mod mpoTecTyBaTH
TP MOTPiOHO JIMIIIE HATHCHYTH Ha KHOMIKY Play. A konu mporpamMH#ii IpOJIYyKT TOTOBUIA
to Unity no3Boiisie ekcropTyBatu Ipy Ha pizHi miatdopmu: Windows, Linux. Android
TOIIIO.

Omxke, Unity Hamae HeoOXimHI 1HCTpYMEHTH UIsi po3poOku irop sxaupy 2D-

aTdopmep.

2.4.2 TlepeBaru Ta HexoJiku irpoBoro pymis Unity

Sk 1 6yap-sika TexHosnoris, pymii Unity Mae cBoi mepeBaru Ta Heioiku. Criouatky
po3bepemo Horo mepeBaru. Unity Mmae 3pyuHuii iHTepdedc Ta JIErKOJOCTYIHY
JOKYMEHTAIII0, 1[0 IPEKpacHO MiAXOAWUTH JJIsl HOBaukiB. B gomaTok 10 ckazaHoro,
pyliiii Hajmae OE3KOIITOBHY BEpCIIO JJIi HEKOMEPIIHHOTO BUKOPUCTAHHS, IO POOUTH
HOT0 11€aJIbHUM ISl CTYJI€HTIB, 1H11-PO3POOHUKIB Ta BUKJIAayiB.

Sk yxe roBopmiiock paniie, Unity 1ie B mepiry 4epry npo Kpocriat(opMeHicTh,
1110 3HAYMTH ITPO BUITYCK MPOEKTIB Ha pizHi atdopmu (Windows, macOS, Linux Toro).
[le macTe MOXKJIMBICTH 3allIKaBUTH O1JIbIIIE KOPUCTYBAYiB Ta PO3KPUTH BECHh MOTEHIIIAI
Ipu.

Unity Asset Store mae Benmukuii HaOip TOTOBUX MOJENCH, CIPAWTIB, aHIMAIIH,
3BYKOBUX €(EKTiB, PIBHIB Ta HaBITh T'OTOBUX (PPAarMeHTIB KOAY, SKI MOKHa JIETKO
IHTErpyBaTu y CBii MpOeKT. Takoxk y Lel Mara3uH MOXHa i caMoMy IyOJIiKyBaTH CBOi
po0OoTH, OO 1HIII KOPUCTYBayl €KOHOMMJIA CBIM 4Yac Ha OQOPMIIEHHS BI3yaJbHOT'O
acmeKTy rpu abo HaIMCcaHi KOy .

[Ile oxHOO MEepeBaroro pylris € MOAKIUBICTh CTBOpEeHHS 5K 2D, Tak 1 3D irop. Illo
HeMasio BaxiuBo, Unity no3sosse noeanysaru 2D ta 3D eneMeHTH B OTHOMY MPOEKTI.
[{s yHiBepCabHICTh Ja€ BEIMKY MOXIJIMUBICTH JUIsl (DaHTa31ii po3pOOHUKIB (HAPUKIIA]T

CTBOPIOBATH T1OpUIHI 1ITpH).
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Takox y Unity 3po3yminmii iHTepdeiic pegakTopa CIEH, IO J03BOJISE 3PYIHO
pO3MIlTyBaTH 00’ €KTH, HAIAIITOBYBATH KOMIIOHGHTH, JTOJaBaTH aHIMAIIli Ta B3a€MOIIF0
0e3 HeoOX1AHOCTI mucaTu KoJl. [aTepdeiic pyuris Oye 3po3yMiInii HaBITh TOYATKIBIISM.

Komanga Unity mocriiiHO 3aliMa€eThCcsl TOKPAIICHHSIM CBOTO PYIIis, JI0JAI0YU
HOBUM (PYHKIIIOHAJ, ONTUMI3YIOTh MPOIYKTHBHICTb.

Tenep po36epemMo HEAOJIKH ITPOBOTO pyIIis. AJKe, Hi OJIHA TEXHOJIOT1SI HE MOXKE
Oyt 6e3 cBoix HemomikiB. [Ipoektn Unity cTpamgaroTh BiJ BETHKUX PO3MIpiB 30ipKH.
HapiTh HalmpoCTIMINA MPOEKT MOXKE 3aiMaTH 3HAYHY KUIBKICTh IIaM’AITi, 1110 HE 3aBXKI1
MIJIXOAUTh, SIKIIO PO3POOIATH JJIs1 MOOTBHUX PUCTPOIB 3aCTOCYHOK.

Takox Unity mMae mpoOieMu 3 TepexojoM MPOTrpaMHOrO MPOAYKTY Ha IHIIY
BEPCIIo, 1110 Y CBOIO Yepry BUKJIMKAE 3MiHY AP|, HeCyMICHICTD IIJIariHiB Ta MOMUJIKH TPH
BIJIKPUTTI CTAPUX MPOEKTIB.

Bucoki Bumoru o ontuMizaiii. Unity Mae mpo06ieMu 3 BUKOPUCTAHHSAM PECypcCiB
3a 3aMOBUyBaHHAM. lle 1Iyke MOMITHO y MpPOEKTaX, SIKI OPIEHTOBAaHI Ha MOOUIBHI

IPUCTPOI, 1€ 00OMEXKYEThCA rpadiyHa MPOAYKTHUBHICTh 200 ONepaTHBHA aM'STh.

2.4.3 Buxkopucrannsi MoBu nporpamyBanHis C# B Unity

Moga nporpamyBannsi C# BukopucroByerhess B Unity sik ocHoBHa. Came BoHa
BUKOPUCTOBYEThCSI JIJII CTBOPEHHS BChOTO (PYyHKIIOHAMYy Tpu. ToOTO Big 0a3oBUX
B3a€MO/IIi 3 00’eKTamMu 0 NOOYAOBH CKIAAHUX ITPOBUX MEXaHIK. 3aBAAKU MIATPUMII
00’ €KTHO-OPIEHTOBAHOTO MPOTPaMyBaHHIO Ta MIUPOKUM MOKIIMBOCTSM IHTETpaIlii, MOBa
nporpamyBaHHs C# 103BOJISIE CTBOPIOBATH SIK MPOCTI, TaK 1 MacIITaOHI MPOEKTH.

Unity nmoBHicTio inTerpye C# y CBOIO apXiTeKTypy, HaJJar0uu po3pOOHUKAM JJOCTYII
JIO YMCJICHHHX KJIACiB, METOIIB Ta BJIACTUBOCTEH ISl B3aEMO/II1 3 irPOBUM CEPEIOBHIIICM.
CTBOpeHHSI KEpyBaHHS MEPCOHAXXEM, MOBEAIHKA 00’ €KTIB, OOPOOKHU IMOI1i, CTBOPEHHS
OOMOBMX MeXaHIK, B3aeMOJIi 3 aHIMalisMH, (I3MKOI0 Ta 3BYKaMH — ycC€ L€ MOXHa
peasi3yBaTu 3aBIsIKH 3aco0am C# y Mexax pyuis.

VY mpotieci po3poOKH CTBOPIOIOTHCS CKPUIMTH, SIK1 MIAKIIOYAIOTHCS 10 00 €KTIB Y

penaktopi Unity. Hanpukian, CKpUNT aTaku MepCOHaXKa MPUKPIILIFOETHCS 0 IrPOBOTO
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reposi 1 HaJJa€ MOXKJIMBICTh HOMY MPOBOJIUTH aTaku. Taki CKPUNITH HaJAlOTh MOKJIUBICTb
y peIaKkTopi 3MiHIOBATH HEOOX1THI KOMITOHEHTH.

Kpim toro, Unity 3a0e3neuye iHTerpaiiiro 3 cepeaonuiiem po3pooku Visual Studio,
K€ aBTOMATHYHO BIJKPUBA€ CKPHUMTH, MIACBIYY€ MOMWIKH, HAJA€ MiJKa3KA TOIIO.
Bukopucranus MmoBu nporpamysanns C# y Unity cipusie kpociuiatrgopMeHiit po3pooiri.
OpuH 1 TOM camMuil KOJl MOKe BUKOPUCTOBYBATHCS JJIs Tpu i pi3Hi iaTdopmu. o nae
BEJIMKY €KOHOMIIO Yacy, 1 He MOTPIOHO Mepe3anucyBaTH MPOEKT.

Orxe, C# € KIIOYOBUM IHCTPYMEHTOM YIIPABJIIHHS BCIEIO JIOTIKOIO TPHU: Bij
MEXaHIKH O KOPUCTYBAILKOIO 1HTEpdeicy, B aHIMaliid A0 (13uYHUX B3aemoii. Lle
O3Haua€e peani3aiio MOBHOLIHHOTO MPOIYKTY, KU MOKHA JIETKO MiATPUMYBAaTH B

MaiOyTHbOMY.

2.4.4 OomexxenHst MoBH nporpamyBannsa C# B Unity

BpaxoByrouu mnepeBars BUKOpPUCTaHHS MOBH mporpamyBanus C# B Unity Bce x
pywiid mae OOMEXKEHHs, SIKI BapTO BpPaxOBYBAaTH HpH po3podui rpu xaHpy 2D-
wiatdopmep. OOMEKEeHHs 3yMOBJIICHI SIK CaMOO0 MOBOIO, TaK 1 TEXHIYHOIO peati3alli€ro i
iHTerpaii 3 pymiem Unity.

[Ipu cTBOpEeHHI JOBrOTPUBAJIOrO MPOEKTY, BUHHUKAE MPOOJeMa 3aJIeKHOCTI BiJl
Bepcii Unity, ska Bu3Hauae noctymHi MoxumBocti MoBu C#. Hampukman, HOBI
MO>KJIMBOCTI JIOCTYIIHI JIMIIE€ Y HOBUX BEPCIiX PYLIid, 0 OOMEXye pO3pOOHUKIB, SIK
IPAIIOIOTh 31 CTAPIIIMMU, ajie cTablTbHUMHK Bepcisimu Unity.

Ilin yac rpu, A€ KOXKEH KaJap TeHepye HOBI 00 ’€KTH, aBTOMAaTUYHE KepyBaHHS
nam’sTTiI0 B C# MOXe BUKITMKATH MaiHHSI TPOAYKTUBHOCTI Ipu. Lle 0co0arBO moMiTHO
IIPY TIEPEXO0/1i Ha 1HITUH piBeHb 200 MTPU MACOBHUX OOSIX.

1106 AocArTH MIaBHOI IPHU Ta BUCOKOI MPOAYKTUBHOCTI, HEOOX1AHO BpaxOBYyBaTH

111 TpOOJIEMH IIIe Ha paHHIX CTAMIsX PO3POOKHU I'PH.
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2.5 CucreMa KOHTPOJIIO Bepcii

GitHub — e xmapHa mnardopma, e MOXxHA 30epiraTv, TIJIMTUCS Ta MPAIFOBATH
pa3oM 3 IHIIMMH HaJ HanucaHHsaM Koy [17]. Bin migrpumye sik mpuBaTHI, TaK i myOmiuHi
peno3utopii. Peno3uropiii — 11e cXoBuIIle, y SKOMY 30epira€Tbcsi BeChb Ko nMpoekTy. [pu
PpO3po0Ill MPOrpaMHOTo 3a0e3MeUeHHsI MOXKHA KOHTPOJIIOBATH BEPCii MPOEKTY 3aBISKU
Git — cucrema konTpoitto Bepciid. Y GitHub yci 3minu 30epiraroTbest y BUIIISII KOMITIB,
10 HAa/Ia€ MOKJIMBICTH JIETKO BIICTEXKYBAaTH MpaBKU. TakoK MOKHA CTBOPIOBATH OKPEMI
TUIKKA, HE 3MIHIOIOYM OCHOBHY BepCil0 TpH. SKII0O HOBa BepCis MPOAYKTY cTaja
HEeCTaOlILHOIO TO MOJKHA BEPHYTHCH Ha Bepciio, e Bce npamroBaio. llle GitHub nanmae
MO>KJIMBICTh CIUIBHO MPAIIOBATH HAJl IPOEKTOM.

Unity miarpumye poOOTy 3 CHCTEMOIO KOHTPOJIIO Bepciid Git, 110 1ae MOKIUBICTh
HE BHOCHTH HEMOTPiOHI ciy»00Bi (aitu 10 peno3urtopito. Bukopucranus GitHub mix

yac po3poOKH TpH JO3BOJISIE YHUKHYTH MpoOJieM 3 HECTaOlIbHUMHU BEpCisMU

POTrPaMHOTO MPOAYKTY.
2.6 PenakTop 300paxkenn Aseprite

Aseprite — 1e pemakTop 300paXkeHb, IO I03BOJISIE MaitoBaTH Ta pooutn 2D-
aHIMalii cripaiTiB y cTuii mikcenb-apT. [Iporpama po3pobiiena ajis moTped reimaeBy Ta
3a0e3nedyye Bci HEOOXimHI (YHKII Ui CTBOPEHHS Bi3yajbHOTO CTWIO Tpu y 2D

CepeIOBUIIII.

) chami-of e g - e v1 2 4 - a
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Puc. 2.3 Aseprite (mpukiana intepdeiicy)
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3 ITPOEKTYBAHHA TA PEAJIIBALIA I'PU

3.1 Konuenuist rpu

Po3po6ena rpa spisietbes 2D-maTdopmepom 3 eneMeHTaMu 00HOBOT CUCTEMH,

MEPEIIKO/ Ta TACTOK, 110 MOENHYE B cO01 TMHAMIYHMIA TeUMILIEH, iKcenbHy Tpadiky Ta

aTMoc(epy Hanpy>KeHOTro MPOXOKEHHS PiBHIB. [ paBellb Kepye rOJIOBHUM T'€POEM, STKHIM

MOBUHEH JICTATUCS 10 KIHLS PIBHS JOJIAI0YM BOPOTIB Ta YHUKAIOUU CMEPTI. AJie KOXKEH

pa3 KoJim rpaBelp OyJie 10OUpaTUCh 10 KIHLS PIBHS, € € TAEMHUYUNA TyMaH, Horo Oyae

MEPEHOCUTH Tpa HA HOBUU PIBEHb 3 HOBUMH BUKJIMKAMU JUIsl TpaBiis. ['paBifto moTpioHo

OyJie MpoAyMyBaTH CBOi Ji1i a0U HE MPOTPaTH.

Taomung 3.1

KonuenryanbHa Tabauus rpu

HazBa rpu Night Hero
Kanp Platformer
[Ipocrip 2D
Moga nporpamyBaHHs C#

Bizyanbuuii cTuiib

[Tikcenb-apT

[Tnatdopmu

Windows

Croxer

Hiunuii repoil npokuaaeTbes 0e3 nmam’siTi
OIS KOCTPY MiA MIAHIAOKSIM 00pUBY. AJie
BIH TOMiYae€, 110 32 HUM THaJIKCS Yepe3
HAsSBHICTH CTpuUT Ha oOpuBi. [lomiuae
nornepeay HbOTO BOPOTIB, SIKI Oa)KalOTh
oro BOuTH. BiH po3ymie, 1o #oro

3aBJIaHHS UTH JaJll BOEPE.
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Takum unHoMm, konuenmist rpu Night Hero mependavyae nuHamiuHUil TedMIUICH,

KpacuBUH IW3aifH piBHIB, aTMOC(hepH1 3ByKOBI €(heKTH Ta CKPUTUIN CIOKETHUIA MTOCHIL.

3.2 Jliarpama use case

UML - yHidikoBaHa MOBa MOJICTIOBAHHS, III0 BUKOPUCTOBYETHCS PO3POOHUKAMHU
IpOrpaMHOTo 3a0e3MeueHHs TS Bi3yaizallii mporieciB Ta podotu cuctem [19]. Lle Habip
npaBui s cTBopeHHs giarpam. UML He siBnsieThcss MOBOIO TporpamyBaHHS. 3a
JIOTIOMOTOI0 CTBOPEHHSI JllarpaM MOXKHA IIBUAKO 3PO3YMITH CTPYKTYPY MPOTPAMHOTO
POIYKTY a0o0 17€er0.

Use case diagram (miarpama BapiaHTiB BUKOPUCTaHH:) — 1i¢ THM aiarpamu UML,
SAKUU MOJIEIIOE B3a€EMOJII0 KOPHUCTyBaua 3 (YHKLIOHAJTBHUMHU MOKJIMBOCTSAMU IIIET
cucremu. [IpoTe Taka niarpama He MoOKa3ye NOPSAJOK BUKOHAHHS KPOKIB.

Use case diagram cki1aga€TbCs 3 TAKUX €JIEMEHTIB!

Actor: ocoba abo cuctema, 110 B3aeMO/I1€ 13 3acTocyHkoM. [lo3HavaeThes diryporo
JFOJAVHM 3 M1AMHUCOM.

Use case: koHKpeTHUM cueHapiil, SKuii Moke BUKOHATH akTop. Ilo3Hayatotbes y
BUTJISIII €TIITICY.

Association: minii MK akTopamMd Ta USE Case, M0 IOKa3ye il SIKI MOXe
BUKOHYBATH aKTOP.

System: mexi cucteMu, BCEpelMHI sSKUX peanizoBaHi ¢yHkili. [lo3HayaroTecs
NPSIMOKYTHUKOM, LI0 OXOIUTIOE BC1 BapiaHTH BUKOpUCTaHHS. Toro i giarpama mae Taky
HAa3BY BapiaHTU BUKOPHCTAHHS.

Koxen enemeHT niarpamMu USe Case Mae cBO€ (YHKI[IOHAJIbHE Ta JIOTIYHE
Npu3HavYeHHs. 3aja4a TaKuX Jglarpam MokKa3aTu, 1110 MOXKe pOOMTH KOPUCTYBAad Yy CUCTEMI.
Ile no3BoisiE CTBOPUTH TMOBHY MOJENIb B3a€MOJIi KOpPHCTyBaua 3 MPOrpPaMHUM
IPOAYKTOM.

Jlist moka3dy B3aeMOJli TIpaBIsl 3 CHCTEMOIO CTBOPEHO JiarpaMmy BaplaHTIB

BHUKOPHUCTAHH:.



Might Hero )

BepHyTich B
roNoBHE MEHED

MocTasnTk Ha
nay-3y

Puc. 3.1 [Jiarpama BapiaHTiB BUKOPUCTAHHS
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3.3 Jdiarpama akTHUBHOCTI

Jliarpama akTUBHOCTI — 1€ 0JiuH 13 TuMmiB aiarpam UML, sikuii BUKOPHCTOBY€ETHCA
JUIS. MOJICTIOBAHHS TOCHIJIOBHOCTI AiM y cucTemi. SKIIo po3risgaTd aiarpamy y
KOHTEKCTI po3poOKH T'pH, TO BOHA JEMOHCTPYE, SK rpaBellb OyJe MOBOAUTH ceOe Ha
MEBHUX €Tamnax y Ipi.

OCHOBHI €JIEeMEHTH JllarpaMy aKTUBHOCTI HaBeJIeH1 y Tabuill 3.2

Ta6muis 3.2
Tabnuiist OCHOBHUX €JIEMEHTIB JllarpaMu aKTUBHOCTI
Eaemenr ITo3HayeHHs HosicHeHHst
Start (mouatox) Koo [TouaTkoBa TOUYKa
Action (i) [TpAMOKyTHUK 13 | Onepartiis ab0 KpOK, KU
3aKPYTJICHUMH KyTaMHu BUKOHYEThCS
Decision Node (ymoBa) Pom0 PosrayxeHHs
Flow (moTik) Crpinka [Tokazye  TOCIITOBHICTH
MIK yMOBamMu
End (xinemp) [TongiitHe KOJI0 Kinnena TOYKa, 101(0
O3HAYae 3aBEepIIECHHS
porecy

3aBaskd 4iTKIM Bizyamizamii Aiii Ta yMOB, Jiarpama akTUBHOCTI JIOIIOMarae
pO3pOoOHMKaM MpoaHaNi3yBaTU 1 CTPYKTYpYBAaTH JIOTIKY TE€HMIUICI0, IO CHPOUILYE
peatizailiio BiAMOBITHOTO PYHKIIOHATY Y KOZ1 TPH.

JlonaTkoBO, niarpaMu AakTUBHOCTI € KOPUCHUMHU MpH KOMaHIHIA po3pooili,
OCKIJIbKHM JTO3BOJISIFOTH JIETKO TEpelaBaTH 3aayM IrPOBOI JIOTIKM 1HIIMM Yy4YaCHUKaM
KOMaH/AM — MporpamicTam, Ju3ailHepaMm, TecTyBajJbHHKaM. BOHUM MOXyTh CIyryBatu
OCHOBOIO /111 CTBOPEHHS TECTOBUX CLIEHAPIiB, a/1)K€ HA0YHO MOKa3yI0Th MOKJIUBI IIJISIXH,

K1 TPaBeIlb MOXE IPOUTH B paMKax OJIHOTO IMPOIIECy.
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Po3pob6nena piarpama akTUBHOCTI, SIKIIO TPaBelb MPU aKTUBHIN (a3l rpu 3axode

MIOCTaBUTH TPy Ha May3y, 0 300pakeHa Ha PUCYHKY 3.2

NpoXoanTH rpy -«

h 4

[ MEHKD Nay3n ]

NS

Y ¥

[ EMATH ] [ NpOAOERXNTH Py ]

[ FONOEHE MEHK ]—>©

Puc. 3.2 Jliarpama akTUBHOCTI

3.4 Jliarpama kJjaciB

VY mporeci NpoeKTYBaHHS TPU € BU3HAUYEHHS CTPYKTYpPHU KJIACIB, IO peai3yloTh
GbyHKITIOHAIBHY JIOTIKY NMPOEKTY. [liarpaMa KiiaciB 103BOJISIE MPEJCTABUTH apXITEKTYpy

00’€KTHO-OPIEHTOBAHOI CHUCTEMH. SIKIIO KOHKPETHIIE TO 1€ OCHOBHI KJacH, SKi
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BUKOPHCTOBYIOTBCS Y TPi, 3B’ SI3KH MK HUMH, CTPYKTYpa i€papxii, ika 3a0e3neuye JOoriKy
rpu, iHTepderic ToIo.

Jlns moyaTKy pO3MOYHEMO 3 KJaciB, SKi BIAMOBIAAIOTh 3a (YHKIIIOHAN Y
TOJIOBHOMY MEHIO.

MainMenu — meii kiac BiamoBigae 3a poOOTY KHOIIOK B FTOJJOBHOMY MEHIO, a came
“Play”, “Options” ta “Quit”. Mae MeTo1u 3aIyCKy I'pH Ta BUXOY i3 IpH.

OptionsMenu — 1ieit kiac BiAMOBiAa€ 32 MEHIO HaJamTyBaHb. TyT € METOAM SKi
JAI0Th 3MOTY HaNallITyBaTH 3BYK, Trpadiky, pO3IUIbHICTb €KpaHy Ta pPexuM
B1JI0OpaKEHHS BiKHA.

Jami po36epemo 1HIII KJIACHU SIK1 € Y TIPOEKTI.

EndGame — ueii kiac Biamosigae 3a 00poOKy mepexoay A0 MEHIO MPHUBITAHHS 3
nepemMororo. Mae MeToJ1 SIKMil pearye Ha BX1J] 'paBLs B TPUTeEP.

NextLevel — neit kmac BiamoBigae 3a 0OpoOKy mepexoay TpaBIsl HA HACTYITHUN
pIBEHb IPH BXOJ1 y TpUrep. Mae MeToJ1 aKuil repeBipsie Ter 00’ €KTa, SIKIIO 1€ TPaBellb,
TO 3aBAHTAXKY€E PIBEHb.

VolumePow — 1ieii ki1ac kepye rydHicTh ayaio. Mae MeTOM, SIKi IHIIIai3yIOTh,
MIPUCBOIOIOTH T4 OHOBJIIOIOTH TYUHICTb.

Pause — meit kiac peanizoBye (GyHKIIOHAJIBHICTh TMay3W, BIIHOBICHHSA TpU Ta
MOBEPHEHHS B MEHIO.

GameManager — meii kiac BiAMOBIZa€ 32 KEPYBaHHS ITPOBUM CTaHOM: MPOTpaIl,
nepe3arycK, BUX1J y MEHIO.

ClueManager — meii kiac BignoBigae 3a MOKa3 TEKCTOBHX IMiJKa30K y Tpi. Mae
METOJY SIKI 1HIMIQTI3YIOTh aHIMallil0, BMUKAIOTh Ta BUMHUKAIOTh MOJIl, MOKa3yIOTh,
3aKPUBAIOTH IM1IKA3KY, 3aB/ISKU JYMIBHHKY.

ClueTriger — neit kiac akTuBye a00 BUMHUKAE IMiJIKA3Ky TMPU BXOJi, 00 BUXOJI Y
Tpurep. Mae METOIM BUKJIMKY Ta XOBaHHS T1Ka3KH.

Trap — meit kac 3aBa€e MIKOAM TPABII0 a00 BOPOTY MPH 3ITKHEHHI 3 TTACTKOIO.

SkyParallax — e knac, sikuii CTBOprOE e(eKT MapajakCHOTO MPOKPYUyBaHHS (HOHY

B 3QJICKHOCTI Bl pyXy Kamepu. Mae MeTou, siKi BU3HAYAIOTh MOYATKOBY TMO3HUIIIIO Ta



36
BU3HAYAIOTh JOBXHHY CIPAalTy, TaKOXX OOYHCIIOIOTh HOBY TMO3HUIIIO CIPANUTY, 1100
CTBOPUTH €(PEKT Mmapayiakcy.

Enemy — mieit kiac BiamoBizae 3a BOporiB y rpi. Mae meton Start, sskuii iHimiamzizye
3mopoB’ s, miakimouae Al, meron TakeDamage, sikuii BiAIOBIa€ 3a 3SMEHIIICHHS 3I0pOB’ S,
3aIryckae aHimarii, Metox Die BigmoBimae 3a cMEpTh IPOTUBHUKA.

AlChase — 11e ki1ac, KHii peali3oBye MOBEAIHKY MTYYHOTO 1HTEJICKTY BOpOra, 1o
MepeciTiiye, CTpUOaE Ta 3MIHIOE HAMIPSIMOK B 3aJICKHOCTI BiJ] TPaBIIA.

Attack — mnie kiac, skuii peani3oBye aTakd BOpOra IO T'PAaBIIO 3a JOIOMOTOFO
BoxCast (mepeBipka uu 3HaXOIUTHCS IPaBellb y 30H1 aTakn) Ta Cooldown (3armmyck atakm).

EnemyHealthBar — e kiac, skuii BiAmoBijgae 3a Bi3yallialliio 3J0pOB’s Bopora
yepes slider Ta canvas — nie Ul kommonenTu Unity.

EnemyPatrol — e knac, sxuii peanizoBye nmarpyJIiOBaHHS BOpora 3a JOIOMOTOI0
JIBOX KpaiHiX TOYOK.

Hero — 1ie ocHOBHUIA KJ1ac TPaBIls, AKUW pealli3oBy€e KEpyBaHHS IEPCOHAKEM: PYX,
CTpUOKH, (PI3UKY, aHIMAIII].

PlayerCombar — e kiac, skuii peanizoBye 00HOBY CHCTEMY I'OJIOBHOTO MIEPCOHAKA
y rpl. Y TOMy 4HCJIi i 3BYKIB.

SmoothCameraFollow — 1ie kitac, 110 3a0e3meuye miaBHe MePeCIiyBaHHsI KaMepy
3a rpaBieM. Mae MeTo/1, SIKUi TIJIaBHO MepeMilye KaMmepy OirK4e J0 MO3HUIlii rpaBIls.

Health — e xnac, 1o BignmoBigae 3a 310poB’st TpaBlsd. TOOTO OTPUMaHHS IIIKOJIH,
CMEPTh, BI/ITHOBJICHHS 3/10POB 4.

HealthBar — kmac, mo BiamoBigae 3a BizyalibHe 0(OPMIICHHS 370POB’S TPaBIIA.
[amumu cnoBamu, Ul-iHaukaTop 310poB’st TpaBIis.

HealthCollectible — knac, sikuii Binnosigae 3a 30upaHHss OOHYCY cepIie, SKe JT0JIA€
3I0pOB’S TPABLIO.

Po3pobnena giarpama kiaciB, o0 MPOIEMOHCTPYBATH CTPYKTYPY MPOTPAMHOTO
MPOYKTy. Y HiM po3mucaHi KJacH, iXHI BIACTUBOCTI, METO/IH, a TAKOXK B3a€EMO3B’SI3KU
MDK HHUMH, IO JO3BOJISIE€ Kpalle 3pO3yMITH JIOTIKY MOOYJOBH KOOy Ta OpraHizailito

BHYTPILIHIX 3B’S3KIB y I'pi.



37

e T JELaE RS hZ AU JUES LG -

o {dwer -

) poas g -

pran i uadEiEsnmwal ancyy -
e, ey -

pa g +

o ey +

A ([P SSRILTID MU -
poas [ pade gafimueg +
e (figupadsg -
e i +

pios o laemny +

g g g gl -
LR e -
SCELLILIG AL -

TR SR UATR{Da -
ke sadepsded -
OZ'=pyoxag “mpooyng -
T8 JCHEETON | I =

10| TLMDRIET YR -

g yEnfuce) -
azfipoguiing o -
SOPELLILN CIDORLILR? -

TR SSHLN ) LN -

pny agydwnl -
Wi punounspaEym - | b

P amegns +

poa flawmening +
nuepL man | sy
L poan {goasneg
L (e
moa lggung + s ueg

P IR ES -

PR (R R RS makgeues asned

SRALRIT) TERALES 4+

T CSPpAT e s -
UCERIR | e T B -
ULICEELIRY| SIRLDPLINDUSgE -
1eoy easadwnl -

oy mouspsighudoms -

Teny abumyoegse -

10y PR anmL -

I safimuen -

o b -

WL LB -

SN A
JEgupeeniweus T—
1 P, C{FuiuanaagURseYy -
pia mEumn Lo -
pan (REREIOUD +
L man s Japepdpn
. pioa, o ey
man {ja -
P unalieueeye] + eDy LA A -
pes TS ey LOgEn g -
SO JUALS? -
AUNCGARY PUNOS I - A YEnEaacw -
ARRYTY SRR - AT, BRI -
[ g A T o USRS - oy pasds -
mpumny mmae | b asmpumgmucs sasapuamLds -
IEPYHFSHALGLS SRRl + e i I U
T R Ao - umogsaes) afpanybu

fwaug

1

logedfweug

PO TIROY SUnONRS +
poe {lawpdn +
pow s +

—Ec E:gugE -
ANOSOIPRY TUGOIPNE -

e [
P S ¢

[ueanEssTy Sucinesa -
usvapdaag
LMK CU UL -
ATNORITS SIS OnE -

nuawEuoRdo

Ao, o | PRI S DT IR D) -

RO ) PLUDSETAR S +
t +

pow geEppoigretiiuug -
pas gEEm e gssuIsEiuguc -

Buups -abessau -

safiuLene
3

EEAHuHmu_umSEuﬁ;n_n__ﬁ.
o 17 GU U -
i =| N
pies S| TP i Zsa 3B | un u..”".. T — w?cwﬁﬂ%.
1Y RN - > pron deaylalmungaye) + po o[} n+
v - . Pt (e + Pt (e +
B0 0l e
! H [bnoweag suauadwno - |oos papunoub -
Jafimmppues afourppunt 4+ JOPELLIL LRI -
o= DERIEDE QIEpeDES - T gzipaplin .%E“ -
maa {kaepdn + N[ JERny pUnDSYIEap - AnCEEpTy peasdun] -
ity Ly s s BpSaEny pURESI 6 - ST UL
pan : AUNCSAUROY TUNEEOPIE - a&ﬂ._.uuxhﬁuﬁn...._n_m.
afiow) UREUERSEURLNT - SOPELLILIY LRI - wapsuey) sypsgg punou -
._n_.M_n____ P _.Enu “ abew) o - [ 1 O iR LR + weay o gdun -
[ —c— LAl e - eay s - Ry Cpaas -
T b - SEBLIESH ureay OUSH
XEIRIBANS ! ! J
pian (2P 0ZaUE ahiu Lo - L F 1
a0 papeTERyY - -
W SIS | pran ey +
mon I nusapo nD + LuaysuR) el -
SwEIpL o, T 1Y) SRR -
s (uasgeues + Fies | EapaesiazaIattu ug - Jeny pasdaman) -
pran. (GZApIRD)CE S SfbuL LG - PeRgeurg I =ngRiet + 1 e - MOII0JBISUE DUIOLIS
mleuenewes den

ja0g panEmris -

T HEPPENEATES 4

IBABTREMN

RUNCSAPMY STCNOSOPIE -
yarppada sl s -
LLEEURL ] IR EER -
ROy SR R R -
POy EEOERE -

W0y SNPRHRERE -

Puc. 3.3 [liarpama kjaciB rpu

JequincuedEld

i (AN SAFRSIE -

P B iangg A s -
P RO +

pran (RIgRUIUD -

Raos RS -

I SANEEAIE -

IR R -

i) AR ey e -

LDy JUSATEN RAKESIE +

s Uy uasIEnARosIp +

rafEuEanD




38

Ha ocHoBi miarpamMu MOXHa 3pOOHUTH BHCHOBOK, IO IMPOEKT PEaiz0BaHO 3

JOTPUMAHHSIM MPHUHLHUIIB 00’ €KTHO-OPIEHTOBAHOTO TMPOTPaMyBaHHA, TaKHX fK
THKAICYJISIIS, MOYJIBHICTD 1 TOBTOPHE BUKOPUCTAHHS KOY.

Takum uymHOM, TOOyIOBaHA jAiarpaMma KJaciB JOMOMOIJIa CHUCTEMAaTHU3yBaTH

CTPYKTYpY T'pH, 3a0e31eunsia ijlicHe OaueHHS apXITeKTYpH.

3.5 Po3pobka rpagivynoro intepdeiicy

I'padiunuii iHTEpdEHC € BaXIMBUM €JIEMEHTOM OYAb-IKOI KOMII IOTEPHOI TI'pH,
OCKUJIbKH 3a0€3Ieuy€e B3a€MO/I1I0 MI>K KOPUCTYBAU€M Ta IrPOBUM CEPEIOBUIIIEM.

VY npoekti Night Hero inTepdeiic peanizoBano 3a gomomoror cuctemu Ul, ska
HagaeTbes pyuriem Unity.

Bona 103BoJIsie CTBOpIOBAaTH 1HTEPAKTHMBHI KOMIIOHEHTH 1HTEpdeicy, Takl sK
KHOIIKH, CJaijiepyd, TEKCTOBI MOJs, 1HAUKATOPU TOIIO, BUKOpPUCTOBYrOUM Canvas sk
OCHOBY JIJIS iX PO3MIILICHHS.

Po3bepemMo ocHOBHI ejemMeHTH TpadiuHoro iHTepdeicy.

["o510BHE MEHIO — JI03BOJISIE€ TPABITIO PO3MOYATH I'PY, IEPEUTH 10 HATAIITYBaHb a00
Buiitu 3 rpu. CTBOPEHO Ha OCHOBI elieMeHTIB Button, 13 peanizaili€ro mepexomy Mix
crieHaMmH 3a goromororo SceneManager.LoadScene().

Takox npucyTHE BIIOOpaKEHHSI Ha3BU T'PU 32 JOTIOMOT 010 KoMrnoHeHTy Text (abo
TextMeshPro), o miacuiroe cTuIizario 3ararbHOro 0OpPMIICHHS MEHIO.

[Tpukiaa roTOBHOTO MEHIO MOKHA ITOOAYNTH HA PUCYHKY 3.4
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N\ \\‘ | | Night Her

«  Flay

Options

._’

Puc. 3.4 I'onoBHe MeHIO TpU

MeH10 HanamTyBaHb — peali30By€e MOKIMBICTh PErYIIOBaHHS I'YYHOCTI,
NEPEMUKAHHS SIKOCTI Tpadiky, 3MIHU PO3AUIBHOI 3JaTHOCTI €KpaHa Ta NepeMuKay
€KPAHHOTO PEKUMY.

[Tpuknan MeHIO HaTAITYBaHb HA puUC. 3.5

OPTIONS
Graphics

1920x1080 v Fullscreen

High

Volume

Puc. 3.5 MeHro HanamryBaHb
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MeH10 nay3u — akTUBY€ETbCSI HATUCKAHHAM KJaBiii Escape mij 4ac mpoxoKeHHs
piBHsA. 3ynuHs€ Yac y Tpl (duepe3 BCTaHOBJICHHsS 3HaueHHs Time.timeScale = 0) Ta
JT03BOJISIE IOBEPHYTHUCS JIO TOJIOBHOTO MEHIO a00 mpoAoBxutH rpy. [Ipu akTupaiiii MeHio
nay3u Ha ekpaHi BimoOpakaeThcs okpema Ul-manenpb 13 KHONMKaMH, sKi 3a0€3MeYyloTh
B3a€EMOJII}0 KOPHUCTYyBaua 3 BIAMOBIAHUMHU (GyHKIISIMUA. J[JIsI 3pydHOCTI TpaBlsl MEHIO
TaKOXX MOXXE MICTHTH JOJATKOBI OIIii, Takl SK HaJallITyBaHHsS 3BYKYy a00 Meperiisia
MiIKa30K moa0 kepyBaHHA. Ilicins Hatuckands kHoOnkH "lIpogomxuTn" 3HAYCHHS
Time.timeScale noBepTaeThcs 10 1, 1 rpaBelib NPOJOBXKYE TPy 3 TOTO CaMOro Miclist 6e3
BTpaTH IPOTpecy.
Takuil miaxig J03BOJsIE 3a0e3MeuuTH OE3MEepPEepPBHICTh TEHMILUICIO Ta 3pydyHE

KepyBaHHS MepediroM rpu (IuB. pucyHoK 3.6).

Continue

Puc 3.6 Menro nay3u

[HaMKaTOp 3MO0POB’S — Bi3yaJIbHO TMOKA3y€ KUIBKICTh KUTTIB TPABIl y BUTIISAII
3aMmoBHEHOT0 Image. 3HaueHHS OHOBIIOIOTHCS BIIOBITHO JO MOTOYHOTO CTaHy KJacy
Health. Ilpuxnazn ingukatopa 310poB’st Ha puc. 3.6

ITinka3kyn — 1€ TEeKCTOBI IMOBIJIOMIICHHS, IO 3 SBISIOTHCS HAa €KpaHi ITiJI 4Jac

aKTUBallll TMEBHUX TPUTEPIB y TIpl, HANPUKIAL, KOJIU TrpaBellb HAOIMKAETHCA MO
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BAXJIMBOTO 00’€kTa ab0 BXOAUTh y HOBY 30HY. BOHHM CIyryloTh 1HCTPYMEHTOM
KOMYHIKAIlli MK TPOIO Ta KOPHUCTyBadeM, JOMOMAraloyl 30pIEHTYBAaTUCS B IrPOBOMY
MpoIIeCl, MOSCHIOITh MEXaHIKM YM HaJaroTh 1HCTPYKIi. PeamizoBaHi 3a J0MOMOTo0
6i10miorekn TextMeshPro, sika 3a0esnedye BHCOKOSIKICHE BIJOOpPa)KEHHS TEKCTY,
PO3IIMPEH] MOXKJIMBOCTI CTUJII3AIlT Ta MIATPUMKY €deKTiB, 30KpeMa — aHIMaIlii MOsBH,
3HUKHEHHS, MPO30pOCTi a00 MaciTadyBaHHs. BigoOpaxkeHHs MiJIKa30K KOHTPOIIOETHCS
3a JIONOMOT'OI0 CKPHITIB, SIK1 pearyroTh Ha MOAI1 3ITKHEHHs a00 BXOAY B 30HY A1l TpUrepa
(OnTriggerEnter2D). Tlpu 1mpomy TeKkcT aBTOMAaTHYHO NpuB’si3yeTbes 1o Canvas,
pPO3MINIY€EThCST B TIEBHIM 00JacTl €KpaHa Ta MOXKe OyTH MPUXOBAHUM ab0 MOKAa3aHUM
3aJIEXKHO BiJ YMOB.

[Tpuknan peanizoBaHUX I1IKa30K HaBEJACHO HA PUCYHKY 3.7.

Press "Space bar™
fo affacﬂ

Puc. 3.7 ITigka3ka y rpi

MeH10 3aBepleHHsS TPU — 1€ MEHIO 3 SIBISETHCS MICHA MPOXOIKEHHS TPH, 1€
BITalOTh rpaBus 3 nepemororo. Ilpu Haxari kHonku MENU, rpaBeup BepTaeThcs y

T'OJIOBHC MCHIO I'pH.



YOU WON

Puc. 3.8 MeHro 3aBepieHHs rpu

Expan cMepTi — 11e MEHIO 3’SIBIISIETHCA MICIs CMEPTI TpaBiisl. Y HbOMY MO>KHA

Nepe3aIryCTUTH pPiBEHb a00 BEPHYTHUCH Y TOJIOBHE MEHIO T'PH.

YOU DEAD

RESTART

Quit

Puc. 3.9 Expan cmeprti
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VYci Ul enementu po3mimeni B Canvas ta BUKOpUCTOBYIOTh KommoHeHTr Unity Ul.
CrtBopenuii TpadiuHuil iHTEpPeEic € IHTYITUBHO 3pO3yMUIMM 1 MIHIMATiCTUYHHUM, IO

BIJIMOBIIA€ CTUITIO TIKCETb-apT.

3.6 Po3po0ka piBHiB y rpi

PiBHI y mpO€KTI BHUCTYyMarOTh OCHOBHHUMH CIICHAMH, B SKHX BiI0yBaeTbCs
reiiMmieif. IX mpoekTyBaHHS Mae Ha MeTi CTBOPEHHs LIKAaBOTo, JUHAMIYHOIO i
30amaHcoBaHOro irpoBoro mnpormecy. KoxkeH piBeHb BkIO4ae y cebe rmiaTdopmHi
CTPYKTYpPH, BOPOTiB, TACTKH, PI3HUX 00’ €KTIB Ta MiAKa3KH.

Po3poOka piBHIB MOYMHAETHCS 3 MJIAHYBaHHS CTPYKTypu. ToOTO, Ha 1IbOMY eTarti
BHU3HAYAIOTHCS OCHOBHI €JIEMEHTH [W3aliHy: CTapTOBa TOYKA TPaBLs, PO3MIIICHHS
waTdopM, BOporiB Ta 00'ekTiB B3aemoli. JJisi 3pydyHOro po3MilleHHs miatdopm Ta
JeKopartlii 0yno BUKOpUCTaHO cucTemy Tilemap, sika D03BOJII€ CTBOPIOBATH PIBHI Y
BUIIAL ciTKU. L]e 3a0e3neunsio mBHUIKY MOOYJOBY 1 peAaryBaHHs IrPOBUX CLIEH.

PiBHI BKIIFOYarOTh y ce0e BOPOTiB 3 Pi3HOIO MOBEIIHKOIO, IMACTKH, IMiAKa3KH, 30HU
TPUTEPIB JUIsl MEPEXO0]ly Ha HACTYIMHHUH pIBEHb, €JIE€MEHTH OOHYCIB 3 SIKMMH MOXHAa
B3aemoliaTi. CIIMCOK 1THCTPYMEHTIB JIJIsl peasti3aliii:

— Unity Editor

— 2D Tile Palette
— Prefab enementn
— Canvas ta Ul

Takox 17151 TOKpaIIeHHs BI3yalbHOro epekTy Oyiar BUKOPUCTaH1 BOY10BaH1
incTpymenTd Unity 1 poOOTH 3 OCBITIICHHSIM PiBHIB.

[Ipuknan penakropy po3po0iaeHOoro piBHs MOKHA 00auynTH Ha pucyHky 3.10.
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Puc. 3.10 Pexakrop piBHs y pymrii Unity

OT1xe, piBHI y TPl — 1€ CIIPABXKHI1M BUKIIMK JJI IPaBLs TOMY, 1110 MalOTh €JIEMEHTH
0010, MPOAYMAaHMUX IMACTOK, MEPElIKOJ Ta PI3HMX KiaciB BoporiB. Takoxk, rpa Hamae

BI3yaJIbHE BPAXKE€HHS B1Jl TPH, 3aBASKH PI3HUM aHIMAIIIM Ta OCBITJICHHSIM.

3.7 Po3po0ka irpoBoi MexaHiKH

IrpoBa MexaHika — 1€ CYKYIHICTh MpaBWJ, AJITOPUTMIB Ta B3a€EMOJIH, IO
BHU3HAYAIOTh MOBEAIHKY MEPCOHaXXa, BOPOriB 1 00’ekTiB y rpi. ¥ mpoekti Night Hero
OCHOBHMI akneHT Oyyio 3po0JeHO0 Ha AWHAMIYHUA [iIaTdhopMepHUid TermIuied 3
OOMOBHUMHU €TIEMEHTAMU Ta B3aEMO/IIEI0 3 OTOUCHHSIM.

[lepemimenHss nepcoHaxka: rosoBHuid repoid (Hero) 3mateH pyxaTuch BIIBO 1
BIIpaBO, CTpUOAaTH Ta 3MIHIOBAaTH HANpPSAMOK mnorisany. [ns 1poro BUKOPHUCTAHO
koMmrnoHeHT Rigidbody2D Tta o00poOky BBeaeHHs 3 kinaBiarypu. CtaH aHimairii
NEePEMUKAETHCS 3a 10MIOMOro Animator.

Mexanika cTpuOKa: peajizoBaHa I[epeBipka HAa HASBHICTh Il HOTAMH
(OverlapCircle), mo a03BoJsi€ CTpUOATH TUIBKU TOMl, KOJIM MEPCOHAX NepedyBae Ha

3emii. CTpuOOK 3aITyCKa€eThCsl HATUCKAHHAM Kiasim “W”.
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botioBa cucrema: rpaBernb Moxe artakyBaTd BoporiB (Enemy) 3a mgomomororo

ONMMKHBOTO 0010. ATaka BHKOHYETHCS MO HATHUCKAaHHIO MpoOury (Space) 3 aKTHUBHUM

paniycom ypaxeHHsi (attackRadius). Komu Bopor omnuHsieThCS B 30HI aTaku, HOMy
HAHOCHUTKCS TIKoIa yepe3 metoa TakeDamage.

OtpumanHsi mKoAM Ta cMmepTb. y kiaci Health 306epiraetbcs moroune Ta
MaKCHMaJIbHE 37I0pOB’s TpaBlisl. SKIIO TpaBelb OTPUMYE IIKOAY (BiJ MacTok abdo
BOPOTiB), 370POB’Sl 3MEHIITY€EThCS. Y pasi JOCATHEHHS HYJsl — BiOYBAE€ThCS aHIMAITis
cMepTi Ta BuKkIukaerbes gameOver() 3 kitacy GameManager.

[Ikana 3mopoB’st: HealthBar cuaxponizyetses 3 Health Tta BimoOpakae morounmii
CTaH y BUTIISAI TpadiqHOrO iHANKATOPA.

[laTrpynroBaHHs Ta mepeciiayBaHHs BoporiB: kiac EnemyPatrol 3a6e3neuye pyx
BOpOra MK KOHTPOJBHUMH TOYKaMu. Koy rpaBenp moTparvisie B 30HY BHUIAMOCTI,
AlChase nepekiirouae Bopora B peKUM MEPECiyBaHHS.

[Tactku: 00’extu Trap 3aBAAOTH MIKOAM IPABII0 Ta BOPOraM MpH 3ITKHEHHI.

bonycu: 06’extu HealthCollectible mpu motmky m0 TpaBus T0Jaf0Th TIEBHE
3HAYEHHS 70 3J0pOB’s 1 3HUKaTh 31 cieHn. Ha puc. 3.11 300paxkeHo 00 €Kt

HealthCollectible.

Puc. 3.11 O6’ext HealthCollectible (6onyc y rpi)
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3.8 InTerpamnis aynio

Hisika rpa He Oyne 1ikaBa TpaBIsiM 0O€3 HAsSBHOCTI 3BYKOBOi cuUcTeMH. Taka
cUCTEMa MIACIIIOE aTMOCc(epy Ta 3aIliKaBJICHICTh JI0 TPH.

VY rpi peaii3oBaHi 3ByKH HaBKOJIMIITHEOTO CEPEOBHINA: KOCTPY, BITPY, IEUEPH Ta
3BYKIB HOUl (3BykH 0a00k). Tako»x 3ByKW NMpu OTpUMaHHI IIKOAM, aTaku, CTpuOKa Ta
CMEpTI.

[Tpuknaau HasBHUX ayzio ¢haiiiiB y Ipi IpeACcTaBIeHO Ha PUCYHKY 3.12.

My materials > Audio

Puc 3.12 Aynio daitnu

Takox y rpl MOXHa HAJIAIITOBYBaTH TyYHICTh 3BYKY. Y MEHIO HaJlallITyBaHb
(OptionsMenu) peasnizoBaHO 3MiHY TYYHOCTI 3a jomomororo ciainepa (Slider), sxuii
JI03BOJISIE KOPUCTYBauy IHTYiTUBHO PETYJIIOBATH Oa)KaHUW PiBEHb 3BYyYaHHS. 3HAUCHHS
cnaiinepa nepenaerbest y AudioMixer — BOynoBanuid iHCTpyMeHT Unity 1711 poOOTH 31
3BYKOM, SIKMI 3a0e3neuye THy4YKe KepyBaHHs ayaiocurHanamu. AudioMixer 103BoJsie
3MIHIOBaTH TYYHICTh OKPEMHX ayJ[10KaHaIB (My3UKH, €(PEKTIB) HE3aJIICKHO OJUH BiJ
OJIHOTO, 1[0 MOKPAIIye KOHTPOJIb HaJl 3ByKOBUM OAIlaHCOM Y TPi.

Kpim Toro, cnaitnep moxe OyTH TOB’SI3aHHMM 13 TEKCTOBUM 1HIAMKATOPOM
B1JICOTKOBOTO 3HAYEHHS a00 MIKTOrpaMaMHu JijIsl BI3yaJIbHOTO 3BOPOTHOTO 3B’sI3Ky. Takuit
MIJIX17 A0 peanizailii 3ByKOBUX HaJalITyBaHb CIPUSE MEpCcoHai3aIli JOCBIy TpU Ta

poOuTh iHTEpGErc OUIBII IPYKHIM 1 3pYIHUM JIJIs TPABIIS.

3.9 3aBanTaxkenHs mpoekty Ha GitHub

JIJisi KOHTPOJIIO BEpCiii MPOrpaMHOro MpoAyKTy OyJio BUKOPUCTAHO IIAaThOpMy

GitHub, Ha siKy 3aBaHTaX€HO MMOBHY CTPYKTYPY MTPOEKTY.
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3acTocyBaHHS CHCTEMH KOHTPOJIIIO BEPCii 103BOJIsiE€ €hEKTUBHO BiICTEKYBATH BCI
3MIiHH, 110 BHOCSTHCA IO KOAY, 30€piratv iCTOPito0 po3poOKH Ta, y pa3i HEOOXIIHOCTI,
IIIBUIKO TIOBEPTATUCS IO CTAOUTHHUX TIOTIEPEIHIX BEPCii.

GitHub Takox 3a0e3rneuye crniuibHy poOOTY HaJl MPOEKTOM, L0 € OCOOJIUBO
KOPHCHUM TIpH KoJiabopallii 3 IHIIMMHU PO3pOOHMKAMH abo TiJ Yac IOAaJbIIOro
po3mmpeHHs pyHKIioHany. KokHe OHOBJICHHS, KOMIT a00 BUIIPABJICHHS 30€piraeTbes 3
BIJIMOBITHUM OITHICOM, IO JTO3BOJISE YITKO PO3YMITH METY 3MiH Ta YHUKHYTH ITOMUJIOK,
MOB’SI3aHUX 3 Mepe3anucoM (hailsliB yu BTpaTaMH KOIYy.

Takum ynHOM, 3aBaHTakeHHA MpoekTy Ha GitHub He numie no3Bonse 30epiratu
Oe3rneyH1 pe3epBHi Komii (aiisiiB, ajne il CTBOPIOE 3py4HE CEPEOBUIIE JIJISl YIIPABIIHHS

IPOEKTOM.
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4 TECTYBAHHA I'PU

4.1 Ilpu3HaYeHHs TeCTYBAHHS NPOTPAMHOIO NPOAYKTY

TecTyBaHHS TPU € B@XKIMBHUM €TallOM PO3POOKHU, KU TO3BOJISIE BUSBUTH Ta
YCYHYTH TOMWJIKH, MOKPAIIUTH SKICTh IFPOBOTO MPOIECY Ta 3a0e3MeuuTd CTablIbHY
pob6oTy 3acTocyHKy. Uum Ounbiine ¢yHKIIOHATY Oyjae MpOoTeCTOBaHO, TUM Kpaile Oyje
IPOIYKT Ha penisi.

OCHOBHMMH LITISIMH JIJIS1 TECTYBAHHS €

— TepeBipKa BIAMOBIIHOCTI BUMOTaM: (DYHKIIIOHAJ MPOAYKTY Ma€ MPaIfOBATH 3T1THO
BUMOIraM y TE€XHIYHOMY 3aBJaHHI. TecTyBaHHS JO3BOJISIE MEPEBIPUTH, YU BIAMOBIIAE
neBHa QYHKI[IOHATBHICTD IIMM BUMOTaM;

— BUSBJICHHS IOMUJIOK: TECTYBaHHS JO3BOJISIE BUSIBUTH Oaru y poOOTi KJIaciB,
¢yHkuiii abo iHTEepdeiicy e J0 TOro, sIK Ipy OTPUMAIOTh KIHLIEBl KOpPUCTYBadi.
Hampuknan, momunku B OOHOBIM cucTeMl ab0 HECHPaBHICTh MEHIO MOXYThb CYTTEBO
3HU3UTH SIKICTh I'DH;

— TIJBUIIEHHS CTAOUIBHOCTI TPU: MICJIS KOKHOTO JI0/IaBaHHs 200 3MiHH
GbyHKIIOHATYy TECTYBAaHHS JOMOMAara€ BIIEBHHUTHCS, II0 HOBUW KOJ HE 3JIaMaB BXKE
peasizoBaHy JIOTIKY;

— TOKpAIIeHHs B3a€MO/I1i 3 KOPUCTYBayeM: TECTYBAHHS 103BOJISIE IEPEKOHATHCS, 1110
yCi eIeMEHTH TPAIIOIOTh OYiKYBaHO, 1 KOPUCTYBad HE CTUKAETHCS 3 TPYAHOIIAMH MPH
HaBirauii a0o KepyBaHHI MEPCOHAKEM;

— perpeciiiHe TeCTyBaHHS: TECTyBaHHS MICIS 3MiH, 1100 MePEKOHATUCS, 10 HOBI
GyHKIIT HE 31amManu cTapi,

— TECTyBaHHS MPOIYKTUBHOCTI: TECTyBaHHS CIIPSIMOBAHE Ha BUSBIICHHSI MPOCIAaHb
FPS, 3aTpumok abo 3aBucaHb.

OTxe, TeCTyBaHHS € HEBIJ] €EMHOIO YACTHHOIO PO3POOKH MPOTPAMHOTO MPOIYKTY,
mo 3abe3nedye HOro HAAIMHICTH, 3PYYHICTH JUIsi KOPHUCTyBada Ta BIAMOBIIHICTH

TEXHIYHUM BUMOTaM.
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4.2 TecToBi cuenapii

VY mpoekti Night Hero Oyno 3acTocoBaHo TepeBakHO pydHe (DYHKIIIOHAJIbHE
TEeCTyBaHHS 3 aKICHTOM Ha KIIOYOBI MexaHiku, B3aemomiro 3 Ul ta cTabinpHICTH
MIPOXOJIKEHHS PIBHIB.

bymun cdhopmynboBaHi Ta NpOBENEHI TECTOBI CleHapii. 3 MULIIO BUSBICHHS
BIIMIHHOCTEH 3 BUMOTaMH JI0 POTPAMHOTO TIPOIYKTY.

[lepemimenns: rpaBug. O4iKyBaHUM pe3yJbTaT: MEPCOHAX PYXA€ThCA BIIBO,
BIIPABO 3T1IHO HATUCKaHb KJjapimi. TecTyBaHHS MOKa3ajio, IO JIMCHO MEpPCOHAXK
pPYXa€eThCsl BIATIOBIHO J0 OYiKyBaHOTO pe3ynbTaTy. Knasima “A” pyxae nepcoHaxka y
JiBo, a knaBima “D” pyxae y mpaBo. TecTyBaHHSA LIbOTO CIIEHApi0 OyJIO MPOBEICHO
YCHIIIHO.

Ctpubok rpaBis. OuikyBaHHI pe3ylbTaT: TNEPCOHAX CTPUOAE TUIBKUA TMpHU
3HaXO/PKeHHI Ha 3eMii. TecTyBaHHS TMOKasallo, IO TpaBellb MIMCHO cTpubae, KOJIU
3HAXOAMTHCS Ha TiardopMi 3i mapom ground. TecTyBaHHs BIANOBiTa€E OYiKyBaHOMY

pe3yJbTary.

Puc. 4.1 Crpuboxk y rpi
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Artaka. OuiKyBaHMI pe3yibTaT: MICIs HATUCKAHHS KHOMKH “‘SPAce” aKTHBYETHCS
a”HiMallisl atakd y TpaBld. TecTyBaHHA IIOKa3ajio, IO MpPU HATUCKAaHHI KHOIKHU

aKTUBYETHCS aHIMAllis aTaku. TecTyBaHHS POBEJIEHO YCIIIIHO.

Puc. 4.2 Ataka rpaBus

OtpumanHs mwkoau. OviKyBaHUM pe3ysbTaT: MICIs aTakd BOPOTOM IO IPaBlio,
3MEHILYETHCS 30pOB’sl Ha 1HAMKaTOpl. [Ipy moTparmisiHHI mig ataky BOpora y rpablis
BIJIHIMAEThCSI TI€BHA KUIBKICTh OJIMHUIIL 3[I0POB’S, IO OJpa3y BiIOOpa)Ka€ThCsS Ha
iHTepdeiici y BUIISAl 3HUKHEHHS BIAMOBIAHOI KIIBKOCTI cepiellb Ha I1HAUKATOPI
3I0pOB’s. SIKIIO 370pOB’S 3MEHIIYEThCS O HYJIA, aKTUBYEThCA cTaH nopasku (Game
Over). TecTyBaHHS TIOKa3aJyio, 11O JIOTIKA BTPATHU 3J0POB’SI MPAIFOE KOPEKTHO: TICIIS
aTaky BOpOra 1HJIUKATOP 370POB’SI MUTTEBO OHOBJIIOETHCS, 1 CEPIls 3HUKAIOTh 3TiHO 3
OTPUMAaHOIO MKO010. KpiM Toro, Oyso mepeBipeHo, M0 OTPUMAHHS IIKOIU BUKJIHKAE
aHIMAIllI0 VYIIKO/PKEHHS TPaBIsl Ta KOPOTKOYACHE MEPEXTIHHS TMepcoHaxa IS
BI3yaJIbHOT'O 3BOPOTHOTO 3B’s13Ky. TecTyBaHHsS MpOWIUIO YCHIUIHO, TOMUIIOK Y POOOTI

MEXaHIKH BHUSBJICHO HE OYJI0.
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Puc. 4.3 OTpumaHHS LIKOIH

[Tin6ip OGonyca 3mo0poB’s. OuiKyBaHUW pe3yJbTaT: MPU B3aEMOIi 3 00’ €KTOM
HealthCollectible, no6aBnserbes cepiie n0 iHaMKaTopa 310poB’s. TecTyBaHHS MOKa3aJo,
mo npu B3aemoii 3 06’ektrom HealthCollectible, no6aBnsieTbest 310poOB’st y T'paBIIs.
TecTyBaHHS BiIMOBIIAE OYIKYBAHOMY PE3YJIbTATY.

CwmepTh Bopora. OduikyBaHMU pe3yJbTaT: BOPOT MEPEXOJAUTh y CTaH CMEPTI Ta
JISKUTh Ha MOBEPXHI TIaTPopM. AHIMALIISI CMEPTI aKTUBYETHCS OJpa3y MicCJisl 3HUKEHHS
fioro 3710poB’s 10 HyJs. [licis 1bOro BUMHUKAEThCS MOXIIMBICTD PyXy Ta aTakud BOpOra,
3yNUHAETbCS (PI3UYHA B3a€EMOJIISL 3 TpaBleM, aje KoJjailiep BOpora 3aluIIaeThCs
aKTUBHUM, 100 3a0e3MeunTd MpaBaonoaiOHy (i3uyHy TPUCYTHICTH Ha CIICHI.
TecTyBaHHS MOKa3ajo0, 110 BOPOT MiCisl CMEPTI KOPEKTHO MEPEXOJUTh Y BIAMOBIIHUN
CTaH, BIATBOPIOETHCS aHIMAIlisl CMEPTI, 1 00’€KT HE 3HHMKAE 3 PIBHSA, a JIMIIAETHCS Ha
MOBEPXHI MIaTGOPMH Y HEPYXOMOMY TOJI0KEHHI. Taka peaizalis CIipusie miaBUIIICHHIO
PEaTICTUYHOCTI IrpOBOTO MPOLECY Ta A03BOJIAE 30epiraTv Bi3yaJlbHHM ciifi OMUTBU Ha

piBHI.
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Puc. 4.4 Cran cmepTi Bopora

Bino6paxkenns nigkasku. OuikyBaHUM pe3ynbTat: npu Bxoal y 300y ClueTrigger
3 ABJISIETHCST TIOBIIOMJICHHS, SIKE€ 1H(QOPMYy€E TpaBIls MPO BAXKIUBY Jit0, 00’€KT abo
cutyaiito B rpi. Iligkaszka peanizoBaHa 3a gonomorow cucremu Ul 3 BUKOpHUCTaHHSM
komrioHeHTa TextMeshPro, mo 3abe3nedye 4iTke W CTHIBHE BiOOPaKCHHS TEKCTY.
AKTuBallis MOBIIOMJIEHHS BiOyBaeThcs uepes3 noaito OnTriggerEnter2D, sixka BUKIMKae
MOSIBY TEKCTOBOTO OJIOKY 3 aHIMAIi€l0 MOSBU /s TPUBEPHEHHS YBaru TPaBIIsl.
[ToBimOMIIEHHSI aBTOMAaTUYHO 3HHMKAE MICIsI BUXOMY 3 TPUTEP-30HU a00 yepe3 MEeBHUM
MPOMIKOK Yacy. TecTyBaHHSI mokazano, o mpu Bxoxi rpaBisg y 3oHy ClueTrigger
M1JIKa3Ka KOPEKTHO 3’ SABJISIETHCS, BIIOOPAXKAETHCS Y TPABUJIBHOMY MICIII Ha €KpaHi, Ta He
3aBaxkae irpoBomy mporiiecy. [loBeainka BiANOBIa€ OUIKYBaHHIO, TECTYBaHHS 3aBEPIIICHO

YCIIIITHO, 3001B 200 TOMUJIOK HE BHUSBJICHO.
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Press "Space bar™
o attac

Puc 4.5 IlosBa miakasu

[ToBeninka Bopora 3 MexXaHiKO0 nepeciityBanHa. OuikyBaHUN pe3ybTaT: BOPOT
nepeciiye rpaBlisi Ha BU3HAYeHIM BijacTaHl. TecTyBaHHsS MOKa3ajlo, IO MEXaHiKa
TepecyiIyBaHHs Y BOpOra npairoe. TecT yCIinmHu.

[ToBeniHka Bopora 3 MEXaHIKOI MarpyitoBaHHSA. O4iKyBaHHM pe3ysbTaT: BOPOT
NaTPyJIIO€ MK IBOMa TOYKaMHU, 3MIHIOIOYH HAMIPSIMOK PYXY MicCIsl JOCATHEHHS KOXHOI 3
Hux. Taka nmoBeiHKa peanizoBaHa 3a TOMIOMOTO0 CUCTEMHU waypoints — IBOX (h1KCOBAHHUX
KOOpAMHAT, MK IKUMHU TIepecyBaeThcst BOpOT. Ilicis qocsarHeHHst KpaHBO1 TOUYKH BOPOT
PO3BEPTAETHCS Ta MPOJIOBXKYE PYX Y 3BOPOTHOMY HampsiMKy. Ilin yac marpymroBaHHS
BOPOT MOCTIHHO Nepe0yBae B aKTUBHOMY CTaHI Ta MOKE pearyBaTy Ha rpaBlis, SIKIIO TON
NOTPanuTh y 30HY BUSBICHHS. TecTyBaHHS MOKa3allo, 110 MEXaHiKa MaTpyJIrOBaHHS
MpaIfoe cTablTbHO: BOPOT TUTABHO MEPEMIMIYETHCA MIXK 3aJJaHUMHU TOYKAMH, CBOEYACHO
3MIHIOE HAMPSIMOK PyXY, HE BUXOAMTH 32 MEXI1 MaTPyJILHOTO MAPIIPYTY i HE 3aCTPATAE.
[ToBeniHka BiANOBIJAE OUIKYBAaHOMY PE3YJIbTATy, TECTYBaHHS MPOUIILIO YCIIIIHO.

Cwmeptb rpaBi. OdikyBaHUN pe3yJbTaT: CTaH TPABIlS MEPEXOJUTHh B aHIMAIIIO
CMEPTI Ta BHUCBIYYETHCS €KpaH CMEPTI 3 MOMKJIMBICTIO BEPHYTHCh B MEHIO a0o

MPOJIOBXKUTH Tpy. TecTyBaHHS MOKa3ajo, M0 IMICJIS CMEPTI TPaBIls, CTaH MEPCOHAXKa
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NEPEeXOUTh B aHIMAlll0 CMEPTI Ta BUCBIYYEThCS €KpaH cMmepTi. Tect BiamoBimae

OUIKYBaHOMY pe3yJIbTaTy.

YOU DEAD

RESTART

Puc. 4.6 CmepTs rpaBus

Po6orta xHomok B ekpani cMmepti. OuikyBaHui pe3ynsTaT: kHomka “RESTART”
nepe3aBaHTaXy€e PiBeHb Ta KHOMKa “QUIt” BUXOIUTH y TOJIOBHE MEHIO. TecTyBaHHS
MOKa3aJio, 1110 KHOMKH BIAMOBIIaI0Th OYIKYBAaHOMY PE3yJIbTATY.

[Tactku yOuBaroTh. OuiKyBaHHI pe3yJbTaT: MPHU B3a€MOJIIi IPABI Ta BOPOTIB 3
MacTKaMH, TO BOHU TIOMHPAIOTh. 1eCTyBaHHS MOKA3aj0, IO MAaCTKH MPAIIOIOTh 3TiTHO
BHUMOT.

[naukaTop 370poB’st Bopora. OuiKyBaHUN pe3yJbTaT: IPU OTPUMAHHI IIKOAM BiJl
TpaBIl, IHAUKATOP 3I0POB’S TPABIIS 3MEHIIYETHCS HA BIMOBIIHY KUIBKICTh BTPAYCHHUX
O4oK 370poB’s. TecTyBaHHsS TMOKa3ano, IO JIOTiIKa POOOTH I1HAMKATOpA 3/I0pOB’S

BIJIMOBIA€ OUIKYBAHOMY PE3YyJIbTATYy.
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Puc. 4.7 Innukarop 310poB’s Bopora

Kimpkicte mkomu. OuikyBaHWil pesynbraT: mnpotuBHHKH LightBandit Ta
HeavyBandit moBuHHI HAHOCUTH INKOAM TPaBIfO, PiBHOI 1 Ta 2 cepus BiAMOBIIHO.
TecryBaHHs TOKa3alo, MO TpaBelb Bif ynapiB BoporiB Bumy LightBandit, Brpauae 1
cepie, a Big Buny HeavyBandit, Brpadae 2 cepiisi. TecTyBaHHS BiANOBIAa€ OYIKyBAaHOMY
pe3ynbTary.

[lepexin Ha HacTynHUM piBeHb. OUIKYBaHMI pe3yJbTaT: MPU JOCSITHEHHI 30HU
tpurepy NextLevel, 3aBaHTaxxyeThcsi HOBHIA piBeHb. Pe3ynbTaTu TeCTYBaHHS MMOKa3alIH,
110 TpaBellb Npu AocsTHeHHI 30HK Tpurepy NextlLevel, mificHo, nmepexoauTh Ha HOBHiA
pIBEHb.

[Tay3a mix yac rpu. O4dikyBaHH pe3yabTaT: KOJIM HATUCHYTO KHOMNIKY “EScape” nHa
KJIaBl1aTypil, 4ac 3YMUHAETHCS, 1 MOKAa3yeThCd MEHIO May3u. TecTyBaHHS MOKa3ajo, IO
IIpY HATHCKaHHI KHOTIKY “EScape”, gac y rpi 3ynuHSAETHCS, 1 TOKA3YETHCS MEHIO May3H.

TectyBaHHs BiNOBIAa€ OUIKYBaHUM PE3yJIbTaTaM.



56

Continue

Quit -

Puc. 4.8 Ilay3a i yac rpu

Knonku y mento nay3u. OdikyBaHUN pe3yNibTaT. HasBHI KHOIKH Y MEHIO Tay3u
(Continue ta Quit) MaroTh MPOJOBKUTH TPy a0 BUITH B TOJOBHE MEHIO. Pe3ynbpratn
TECTyBaHHS MMOKa3aJIM, 1110 KHOIIKHU BiJMIOBIAIOTh OYIKYBAHHSM.

3aBepiueHHs rpu. OUiKyBaHUM pe3yJIbTaT: BIIKPUBAETHCS MEHIO 3aBEPILECHHS I'PH,
JIe MO’XKHa BUWTH B TOJIOBHE MEHIO. TecTyBaHHs TOKa3alio, IIO IMICIs MPOXOHKCHHS
OCTaHHBOTO PIBHS, BIJIKPUBAETHCS MEHIO 3aBEpIICHHS TpHU, i€ BITAIOTh TpaBls 3
NEPEeMOro0, Ta MOXJIMBICTIO BHHTH y TOJOBHE MeHIO. Pe3ynbTar TecTyBaHHS €
YCHIIITHUM.

HanamryBanns 3Byky. OuikyBaHHE pe3yIbTatT: MPH 3MiHi mojioxkeHHs slider y rpi
yepe3 HajJallTyBaHHS, 3MIHIOIOTHCS b BIAMOBIIHO 10 HOBOrO 3HayeHHs. Pe3ynbrar
TECTyBaHHS MOKa3aB, 110 MpH 3MiHi mojoxeHHs Slider, 3Byk poOUThCs rojocHiie abo
THUXIIIIE, IO BIJMOBIJIa€ OYIKYBAaHOMY pE3yJIbTaTy.

3MmiHa po3AUTbHOI 37aTHOCTI. OdiKyBaHWW pe3yabTaT: MpU BUOOPI HOBOI
PO3AUTBHOI 3IaTHOCTI (IUBHUTHCH puc. 4.9), Tpa MEPEXOAUTH 10 BUOPAHOT PO3ALITBEHOT
3mMaTHOCTI. TecTyBaHHSI TOKa3aio, 0 y I'pl pealli3oBaHa 3MiHA PO3AUILHOT 3JaTHOCTI

BIJITOBITHO 10 BUOPAHOTO KOPUCTYBAYEM PO3IIUPEHHS.
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I1e o3Ha4ae, 110 TECTYBaHHS MPOUIIIO YCIILIHO.

+

OFP T IONS

Graphics
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Puc. 4.9 Cnucok po3mupeHs eKpany

3mina skocTi rpadiku. OdikyBaHUM pe3yabTaT: mapaMmeTpu rpadiku OHOBIIOIOTHCS
BIJINOBITHO [0 BHOpPAaHOrO KOPUCTYBa4eM 3HAuy€HHs. TecTyBaHHS [OKa3ajo, II0
napameTpu rpadiku OHOBIIOIOTHCS BIANOBIAHO O OYIKYBAHOTO PE3YJIHTATY.

3MiHHA eKpaHHOro pexumy. OuiKyBaHUN pe3yJbTaT: 3MIHIOETHCS EKpaHHUMN
pexxum. TecTyBaHHS TTOKa3ajo, 110 KOPUCTYBad 0e3 mpoOsIeM 3MIHIOE eKpaHHUN PEeKUM
y Tpi.

3amyck rpu. O4iKyBaHUN pe3yJbTaT: Tpa 3aMyCKAEThCA 0€3 MOMUIIOK Ta BUJIETIB.
TecTyBaHHS MMOKa3alio, 10 3aIyCK I'PH MpaIoe 0€3 MOMUIIOK, 1 TPaBIld 3yCTpiyae MEHIO
rpu. Pe3ynbTar TecTyBaHHS BiMIOBIA€ OYIKYBAHOMY.

3ByK KocTpa Ha piBHi. OuikyBaHUi pe3ynbrat: 00’ ekt Bonfire mae matu 3BykoBuUit
€JIEMEHT Ta 3BYKOBY JOPIXKKY 31 3ByKaMu KocTpy. TecTyBaHHS MMOKAa3aJio, 110 pe3yibTar

TECTYBaHHS BIJIMOBIJA€ OUIKYBAHOMY PE3yJIbTaTYy.
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Puc. 4.10 Enement 3Byky Ha 00’exti Bonfire

Kamepa cuenu nepecniaye rpasis. OdikyBaHUM pe3yJsibTaT: Kamepa CIIJIKYE 3a
MO3UIIIEI0 TPABIA M1 9ac PyXy, TAKOK MAa€ MOKIIUBICTh PyXaTHCh MO0 TOPU3OHTAJI Ta
BepTukaigi. TecTyBaHHS MOKa3zajio, 110 Kamepa Mepeciiye TpaBlsi MO BEPTUKAI Ta
TOPU30OHTAJI.

VY pesynbrati TectyBaHHs rpu Night Hero Oyno miaTBepkeHO paBUiIbHY poOOTy
BCIX KJIFOYOBUX KOMIIOHEHTIB I'POBOr0O MPOEKTY. TecTyBaHHS OXOIMMUJIO PI3HI aCMEKTH:
BiJl 0a30BUX JIiii rpaBisd (pyXy, CTpUOKIB, aTaku) 10 MEPEBIPKU CKIAAHINIMX MEXaHIK,
Takux sK OoioBa cuctema, oOpoOKa IIKOAM, B3a€MOIs 3 00’€KTaMU CEpeaOBHIIA,
NIJKAa3KA Ta nepexoau MK piBHAMH. Oco0nuBy yBary Oyio MpUIIJIEHO MPaBUIBLHOCTI
poOOTH KOPUCTYBAIbKOTO 1HTEp(]EiCy, KOPEKTHOCTI i MEHI0, Ta MOXKJIUBOCTI
HaJIAITYBaHHS MTapaMeTpiB TPH.

VY mincymky, tectyBanHs rpu Night Hero cTtano BaXIMBUM eTanoM KOHTPOJIO
SAKOCT1, MIATBEPAWIO TEXHIYHY TOTOBHICTb MNPOAYKTY Ta 3aCBIUYHIIO JOCATHEHHS

MOCTaBJICHUX LLJIEH PO3POOKH.
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BUCHOBKHA

VY pesynpTaTi BUKOHAHOI KBamidikauiiHoi podoTu Oyino po3pobieHo rpy KaHpy
2D-nimatdopmep, SKUil Mae AUHAMIYHHMKM ITPOBUH mpoliec, O0WOBY CHUCTEMY Ta IIKaBO
peamizoBaHi piBHi. I'pa po3poOisuiack 3 BHKOpUCTaHHSAM pymiis Unity Ta MoBu
nporpamyBaHHs C#.

Bysno nocsrHyTo Takux pe3yiabTaTiB:

— IIpoananizoBaHo mpeaMETHY 00JaCTh: BU3HAYEHO CYTHICTH xaHpy 2D-
aTopMep, ICTOPir0 PO3BUTKY MPEAMETHOI 00JACTI, IIIJIOBY ayAUTOPII0 IPOTPAMHOIO
MPOJYKTY, JOCTI/DKEHO iCHYIouUl aHaioru (iX mepeBard Ta HEJOJIIKH), BU3HAUCHO
(yHKIL10HATIbHI Ta HEQPYHKI1OHATbHI BUMOTH /10 IPOEKTY.

— 3acobu peaizallii: iHTerpoBaHe cepenonuiie po3pooku Visual Studio, mosa
nporpamyBants C#, irposuit pymriit Unity, GitHub s konTposto Bepciii Ta Aseprite
JUTsl CTBOPEHHS Ta aHIMAIllil CIPaiTIB.

— Po3pobnena rpa Mae irpoBi MEXaHIKH: TIEPEMIIIICHHS IEpCOHaXa, 00MOBY
CUCTEMY, CHUCTEMY 3JIOPOB’sl, IITYYHUW I1HTEJIEKT BOpOriB, 30ip OOHYCIB, MACTKH,
T1JIKa3KU.

— IIpoext Oyno 3aBanTaxeno Ha GitHuUb, o 3a6e3neuye MOKIUBICTE KOHTPOJIFO
BEpCii Ta MOJAJIBIIOr0 PO3UIUPEHHS.

— Po3pobneHo apxiTekTypy npoayKkTy 3a gornomororo UML miarpam (miarpama
KJIaciB, JlarpamMa akTHUBHOCTI, JiarpaMma BaplaHTiB BHUKOpHUCTaHHs). lle momomorio
CIOPOCTUTHU IUUIaHYBaHHS peaizalii (yHKIIOHANy Ta CHOPUIIM KpPaloMy PO3yMIHHIO
CTPYKTYPH TPH.

Po3pobiena rpa BIiANOBIZAE BCIM TOCTaBJIEHWM BHUMOraMm, IO J03BOJISE
3aJI0BOJIBHUTH MTOTPEOH IPaBIliB Ta PO3BUTHU X HABUKH PEAKIIi, TPOCTOPOBOTO MUCIICHHS

Ta Imam sTi.
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JIOJIATOK A. IEMOHCTPAIIMHI MATEPIAJIA

JEPKABHHI YHIBEPCHTET IH®OPMAIIITHO-KOM YHIKATITIAHAX

' ‘ TEXHOJIOTTi

HABYAJIBHO-HAVKOBHIT IHCTUTYT THOOPMATIIIITHUX

‘ OYAT TEXHOIOTT

KA®EJIPA THAKEHEPI{ ITIPOTPAMHOT O 3ABE3IIEYEHHA

Buxkonag cryznesT 4 xypcy

rpyun I1]1-44
Ckuba Cepriii CepriiioBuu
Kepipaik podotn

Kuig — 2025

META, OB’€EKT TA ITPEAMET JOCJIIJIKEHHA

Meta poboTH: HOKpallleHHs peai3alli IrpoBOro Npouecy MUISXOM

(hI3UIHO KOPEKTHOT'O PYXY [MePCOHAXKa, HAJIAIITYBAHHS aJallTUBHOI KaMepH, a
TaKOX 3a0e31eueHHs HaBIrallli 3a JIOIIOMOI'OI0 CUCTEMU Bi3yallbHUX II1/IKA30K.
OG6’eKT T0CTiTzKeHHS: TIPOIeC CTBOPEHHS KOMIT IOTEPHUX ITOp KaHPY
mrat(opmMep /T pO3BaKaIBLHUX I1JIeH KOPUCTYBAIB.

IIpeamer pociaskenns: IporpaMue 3abe3neden s, o I03B0JIIc KepyBaTh
HIEPCOHAKEM, [IPOXOAUTH PiBHI 3 PI3HOMAHITHUMH [IEPELIKOaMH Ta BOPOraMu
y Tpi xaHpy 2D-miardopmep.



3AJIAUT KBAJTIOIKAIIIMHOI POBOTHU

Ornsi Ta aHATI3 MIPEMETHOT 00JIacTi.

[IpoexTyBaHHS apXIiTeKTypH I'PH.
[Iporpamua peamnizamis Ta onuc PyHKIIOHYBaHHS I'pH B kaHp1 2D-

argopmep.

TectyBaHHS TpH.

AHAIJII3 AHAJIOT'TB

TIokasHuk Super Mario Bros Spelunky Classic VVVVVV Night Hero
HasBHICTE BOpOTiB + + +
Peaki1ig BOpOTiB Ha - - +

TpaBLA
Inmmkarop 310poB's - - +
BOpOTIB
Ctiis rpadikn 8-0iTHA IiKcenpHa TIiKcens-apT Petpo ITikcens-apT
TIinKa3ky Ui rpaBLd - - "
MO:KIIHBICTE CTABUTH + + + +
Ipy Ha Iay3y
Kawmepa crmifxye 3a JImme o TOpH30HTAI PuskoBe. CTaTHyHI eKpaHl Ilo Topu30HTANI Ta IO
TpaBIleM BIPaBO HepekTIoUeH ] eKpaHiB BepTHKAI
ITacTku + + + +
Pyx BoporiB 1o + + +
MapIIpyTy
Perenepartis 3710poB’s - + +
HasBHICTE ekpaHa + + +

“Game Over”
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BUMOI'Y 10O ITIPOI'PAMHOI'O 3ABE3IIEYHEHH A

DyHKIiOHAJILHI BHMOTH:
- B3aeMogis 3 rporo 3iiiCHIOETECA 32 IOTIOMOTOR0 KIaBiaTypH Ta KOMIT FOTepHOI MHIITKH.

- Bopoki mepcoHaxi, SKi pyXaroThed 3a 3aJaHIMH MapIIpyTaMu ab0 pearyioTh Ha TPaBII.

- ITicist BTpaTH Beix ceplelh Mae 3 SBISTHCS ekpaH “Game Over”.

- PeamizoBaHi macTKu (IIHIIN) TPOTH TOTOBHOTO TEPOL.

- ['paBens Mae MOKINBICTE MIEPE3AMYCTUTH TPV HIiCAL CMepTi a00 MOBEPHYTHCS 0 TOIOBHOTO MEHIO.
- Haji roJioBaMH BOPOXXHX TIEPCOHAKIB TOBHHHO TOKA3YBATHCH X 37I0POB’ 5.

- PeamizoBanmii 00’ eKT cepire /T pereHepailii 310pOB’ A TOJIOBHOTO MIEPCOHAKA.

- I'pa MiCTHTE MiAKA3K| I TPABIIA.

- MOJKJIHBICTE CTABHTH TPY HA Iay3y.

- Kamepa cIleHHN piBHA NEpecliIye TPaBIIi.

- AmiMarii it mepcoHaxinB

He¢dyaknionanasHi BUMOTH:

- Bl aymiocHrHanm MarTh BIITBOPIOBATHCA O3 3aTPUMOK, 3 TYUYHICTIO, IO He IIepeBUINye KoMQopTHHII piBeHs (o 70 ab)
- [IoBHE 3aBaHTAKEHHS TP Mae TPUBATH He Oipmte 20 ceKyHa

- 3aBaHTa;KeHHs PIBHIB He IIOBHHHO IIEPEBHIIYBATH 5 CEKYHIL.

- KinpKicTE Kanpie moin ac IpH € He MeHIO0 30.

[TPOT'PAMHI 3ACOBU PEAJII3ALIIL

P Unity (3
GitHub @

Aseprite

Visual Studio
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JIAT'PAMA BAPIAHTIB BUKOPUCTAHHA

JIATPAMA AKTHMBHOCTI

npoxoguTH Py | €

NPOAOENHTH rpy

ﬁ
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JIAT'PAMA KJIACIB
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EKPAHHI ®OPMU

YOou DEAD

RESTART

Uit

PiBens y rpi Expan cmepti

AITPOBANIA PE3VIIBTATIB JOCIIDKEHHA

Te3u MOMOBIIEIH:

l.

Cxkuba C.C., fIpomescekuii O.B. Inrerpamis loT-TexHomoriii gepes rpy 2D
maatdopMep. Marepiamn  MDKHApOIHOI HAYKOBO-TeXHIYHOI KoHdepeHIil
«CyuacHuil ctad Ta nepcieKTHBH po3BUTKY loT». 30ipHuk Te3. 15 kBitHs 2025
poxy, AVIKT, m. KuiB (nooaro do opyky)

Ckuba C.C., SfpomeBcekmii O.B. Busnauenns Bumor no tpu skanpy 2D
maardhopmep. Marepiamn BceeykpaiHcbkoi HayKOBO-TEXHIUHOI KOH(EpEHIIil
«3acTocyBaHHS MporpaMHOTO 3a0e31eucHH B 1H(POPMAIIHHO-KOMYHIKAIIITHIX
TexXHoJoT1AX». 301pHUK Te3. 24 kBiTHs 2025 poxy, [[VIKT, m. Kuis, c. 233-234.
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BUCHOBKHA

1. IlpoanamizoBaHO MpeMETHY 00NACTh (CYTHICTB JKaHPY, ICTOPIsl pO3BUTKY, IILITHOBA
ayMTOpLs, AaHAJIOTH), IO JO3BOJIMIIO CTBOPHTH KOHLIEILIIO I'PH.

2. Busnaueni ¢pyHkiionansHi Ta HeyHKioHansHi Bumoru 1o Night Hero 3a momomororo
JTOCITIJKEHHSI aHAJIOTIB, SK1 Y TIOIANBIIIOMY OYITH peali3oBaHi y Tpi.

Jiarpama KiaciB, JiarpaMa BapiaHTiB BUKopHcTaHHs. [le monoMorio cnpocTutu
TUTaHYBaHHS peaiizallii pyHKIIIOHAY Ta CIPUSITH KPAIIoOMy PO3YMIHHIO CTPYKTYPH TPH.

4. BuzHaueHi 3aco0u peatizalii Ta 3adisHi s po3pooku rpu. 3okpema, Unity

GitHub 3abe3meunB KOHTPOIb BepCii MPOEKTY.
5. IlpoBeeHO py4HE TeCTYBaHHS, IO JOMOMOIVIO 3HAWTH Ta BUIPABUTH IOMUJIKH 10
pemizy rpu. Hampukiiaz, mpoBantoBaHHS TOTOBHOTO TePOST CKPi3h TEKCTYPH.
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JOIATOK b. ICTUHT'U IPOT'PAMHUX MOJAYJIIB

using System;

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class ClueManager : MonoBehaviour

{
public static Action<string> displayClueEvent;
public static Action disableClueEvent;
[SerializeField] private TMP_Text messageText;
private Animator anim;
private int activeClues;
public void Start()
{

anim = GetComponent<Animator>();
private void OnEnable()

displayClueEvent += displayClue;
disableClueEvent += disableClue;

private void OnDisable()

displayClueEvent -= displayClue;
disableClueEvent -= disableClue;
}
private void displayClue(string message)
{
message Text.text = message;
anim.SetInteger(“'state”, ++activeClues);

}

private void disableClue()
{
anim.SetInteger("state", --activeClues);
}
}

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

public class ClueTriger : MonoBehaviour
{
[Header("Clue Text")]
[TextArea(3, 10)]
[SerializeField] private string message;
private void OnTriggerEnter2D(Collider2D collision)

if (collision.CompareTag("Player"))

ClueManager.displayClueEvent?.Invoke(message);

}

}
private void OnTriggerExit2D(Collider2D collision)

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

}
}
}

ClueManager.disableClueEvent?.Invoke();

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class AlChase : MonoBehaviour
{

public Transform player;
[Header("Moving")]
[SerializeField] private float moveSpeed ;
[Header("Attack™)]
[SerializeField] private float attackRange ;
[SerializeField] private float stoppingDistance;
[Header("Jumping™)]
[SerializeField] private float jumpForce;
[SerializeField] private Transform leftGroundChecker;
[SerializeField] private Transform rightGroundChecker;
[SerializeField] private float groundCheckerRadius;
[SerializeField] private LayerMask whatlsGround;
[SerializeField] private float jumpRate = 2f;
private float nextJumpTime = Of;
[Header("Animator™)]
[SerializeField] private Animator animator;
private Rigidbody2D rb;
private bool facingLeft = true;
private void Awake()
{

animator = GetComponent<Animator>();

rb = GetComponent<Rigidbody2D>();

}
void Update()
{
Chase();
private void Chase()

float distanceToPlayer =
Vector2.Distance(transform.position, player.position);
if (distanceToPlayer < attackRange)

if (distanceToPlayer > stoppingDistance)

MoveTowardsPlayer();
animator.SetBool(""moving", true);
}

else

{
animator.SetBool("moving"”, false);
}
}

else

{

animator.SetBool("moving"”, false);

}

bool wannaJumpLeft =
Physics2D.OverlapCircle(leftGroundChecker.position,
groundCheckerRadius, whatlsGround);

bool wannaJumpRight =
Physics2D.OverlapCircle(rightGroundChecker.position,
groundCheckerRadius, whatlsGround);

if (Time.time >= nextJumpTime)

if (wannaJumpLeft || wannaJumpRight)



{
Jump();
nextJumpTime = Time.time + 1f/ jumpRate;
}
}
}
private void MoveTowardsPlayer()
{
Vector2 direction = player.position - transform.position;
rb.velocity = new Vector2(direction.normalized.x *
moveSpeed, rb.velocity.y);
if (direction.x < 0 && !facingLeft || direction.x > 0 &&
facingLeft)

Flip();

}
void Flip()
{

facingLeft = !facingLeft;

Vector3 scale = transform.localScale;
scale.x *=-1;

transform.localScale = scale;

private void Jump()

rb.velocity = new Vector2(rb.velocity.x, jumpForce);
animator.SetBool("jumping", true);

}

private void OnCollisionEnter2D(Collision2D collision)

if (collision.gameObject.CompareTag("Ground"))
{
animator.SetBool("jumping"”, false);
}
}
}

using System.Collections;

using System.Collections.Generic;
using Unity.Burst.CompilerServices;
using UnityEngine;

public class Attack : MonoBehaviour

{
[Header("Attack Parameters™)]
[SerializeField] private float attackCooldown;
[SerializeField] private float range;
[SerializeField] private int damage;

[Header("Collider Parameters™)]
[SerializeField] private int colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;

[Header("Player Layer™)]
[SerializeField] private LayerMask playerLayer;
private float cooldownTimer = Mathf.Infinity;

private Animator anim;
private Health playerHealth;

private EnemyPatrol enemyPatrol;

private void Awake()

{

anim = GetComponent<Animator>();
enemyPatrol = GetComponentInParent<EnemyPatrol>();

private void Update()
{
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cooldownTimer += Time.deltaTime;
if (PlayerInSight())
{
if (cooldownTimer >= attackCooldown)

cooldownTimer = 0;
anim.SetTrigger("attack");

}

if (enemyPatrol != null)
enemyPatrol.enabled = IPlayerInSight();

}

private bool PlayerInSight()

{

RaycastHit2D hit
Physics2D.BoxCast(boxCollider.bounds.center
transform.right  * range * transform.localScale.x
colliderDistance,

new Vector3(boxCollider.bounds.sizex * range,
boxCollider.bounds.size.y, boxCollider.bounds.size.z),

0, Vector2.left, 0, playerLayer);

 + 1l

if(hit.collider != null)

playerHealth = hit.collider.GetComponent<Health>();

return hit.collider != null;

}

private void OnDrawGizmosSelected()

{

Gizmos.color = Color.red;
Gizmos.DrawWireCube(boxCollider.bounds.center +

transform.right * range * transform.localScale.x *

colliderDistance,
new Vector3(boxCollider.bounds.sizex * range,
boxCollider.bounds.size.y, boxCollider.bounds.size.z));

}

public void DamagePlayer()
if (PlayerInSight())
{
playerHealth. TakeDamage(damage);

}

}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

public class Enemy : MonoBehaviour

{

[SerializeField] private int maxHealth;

private int currentHealth;

public EnemyHealthBar healthBar;
[SerializeField] private Animator animator;
[SerializeField] private EnemyPatrol enemyPatrol;

[SerializeField] private AlChase aiChase;

[SerializeField] private AudioSource getHitSound;



private void Start()

currentHealth = maxHealth;
healthBar.SetMaxHealth(maxHealth);

aiChase = GetComponent<AlChase>();
}

public void TakeDamage(int damage)

{

animator.SetTrigger("hurt");
getHitSound.Play();

currentHealth -= damage;
healthBar.SetHealth(currentHealth);

if (currentHealth <= 0)

Die();
healthBar. TurnOff();

}
}

private void Die()

{

animator.SetBool("isDead", true);
if (aiChase != null)
aiChase.enabled = false;

else if (enemyPatrol != null)
{
enemyPatrol.Death();

¥

this.GameObject().layer
LayerMask.NameToLayer("DeadEnemy");

}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class EnemyHealthBar : MonoBehaviour

public Slider slider;
public Canvas canvas;
public void SetMaxHealth(int health)
{
slider.maxValue = health;
slider.value = health;

}

public void SetHealth(int health)
{ slider.value = health;

}

public void TurnOff()

i canvas.enabled = false;

}

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

using Unity.VisualScripting;
using UnityEngine;

public class EnemyPatrol : MonoBehaviour

{
[Header ("Patrol Points™)]

[SerializeField] private Transform leftEdge;
[SerializeField] private Transform rightEdge;

[Header ("Enemy™)]
[SerializeField] private Transform enemy;

[SerializeField] private SpriteRenderer spriteRenderer;

[Header("Movement parameters™)]
[SerializeField] private float speed = 4;

private Vector3 initScale;
private bool movingLeft;

[Header("Animator™)]
[SerializeField]private Animator anim;

[Header("'Idle Behaviour")]
[SerializeField]private float idleDuration;
private float idleTimer;

private void Awake()

{

initScale = enemy.localScale;
}
private void Update()
if (movingLeft)
if(enemy.position.x >= leftEdge.position.x)
) MovelnDirection(-1);

else

DirectionChange();
}

}

else

{

if (enemy.position.x <= rightEdge.position.x)

MovelnDirection(1);

}

else

{
}

DirectionChange();

}

private void OnDisable()

anim.SetBool("moving", false);

}

private void DirectionChange()

anim.SetBool("moving", false);
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idleTimer += Time.deltaTime;

if(idleTimer > idleDuration)
movingLeft = ImovingLeft;
}

private void MovelnDirection(int _direction)

idleTimer = 0;
anim.SetBool("moving", true);
/I Face direction

spriteRenderer.flipX = Mathf. Abs(initScale.x) *
initScale.x * _direction > 0;

/IMove direction
enemy.position = new Vector3(enemy.position.x +
Time.deltaTime * _direction * speed,
enemy.position.y, enemy.position.z);
}

public void Death()
{

speed = 0;
}

private void OnAnimatorMove()

{

}
}

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

public class SkyParallax : MonoBehaviour
{
private float length, startpos;
public GameObject cam;
public float parallaxEffect;
void Start()
{
startpos = cam.transform.position.x;
length = GetComponent<SpriteRenderer>().bounds.size.x;

}
void Update()
{

float temp = (cam.transform.position.x * (1 -
parallaxEffect));
float dist = (cam.transform.position.x * parallaxEffect);

transform.position = new Vector3(startpos + dist,
cam.transform.position.y, transform.position.z);

if (temp > startpos + length) startpos += length;
else if (temp < startpos - length) startpos -= length;
}
}

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

public class Health : MonoBehaviour

[SerializeField] private float startingHealth;
public float currentHealth;

private Animator anim;

private bool dead;
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[SerializeField] AudioSource audioSource;
[SerializeField] private AudioClip getHitSound;
[SerializeField] private AudioClip deathSound;

private BoxCollider2D boxCollider2D;
public GameManager gameManager;

[Header("Components™)]
[SerializeField]private Behaviour[] components;
private void Awake()
{
currentHealth = startingHealth;
anim = GetComponent<Animator>();

boxCollider2D = GetComponent<BoxCollider2D>();

public void TakeDamage(float _damage)
{
currentHealth = Mathf.Clamp(currentHealth - _damage, 0,
startingHealth);

if (currentHealth > 0)

{
IIplayer hurt
anim.SetTrigger("hurt");
/liframes
audioSource.clip = getHitSound;
audioSource.Play();

}

else

/Iplayer dead

if ('dead)

{
anim.SetTrigger("die");
audioSource.Stop();
audioSource.clip = deathSound;
audioSource.Play();

foreach (Behaviour component in components)

{

component.enabled = false;

}

boxCollider2D.sharedMaterial = null;
dead = true;

gameManager.gameOver();
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}

public void AddHealth(float _value)
{
currentHealth = Mathf.Clamp(currentHealth + _value, 0,
startingHealth);

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;



public class HealthBar : MonoBehaviour

{
[SerializeField] private Health playerHealth;

[SerializeField] private Image totalhealthBar;
[SerializeField] private Image currenthealthBar;

private void Start()

totalhealthBar.fillAmount = playerHealth.currentHealth /
10;

}
private void Update()

{

currenthealthBar.fillAmount = playerHealth.currentHealth
/10;
}
}

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

public class HealthCollectible : MonoBehaviour
[SerializeField] private float healthValue;
private void OnTriggerEnter2D(Collider2D collision)

if(collision.tag == "Player")

{

collision.GetComponent<Health>().AddHealth(healthValue);
gameObject.SetActive(false);

}
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()
{

SceneManager.LoadScene(SceneManager.GetActiveScene().bu
ildIndex + 1);

}
public void ExitGame()

Application.Quit();

}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Audio;

using UnityEngine.Ul;

public class OptionsMenu : MonoBehaviour
public AudioMixer audioMixer;

public Dropdown resolutionDropdown;
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Resolution[] resolutions;

void Start()

{
resolutions = Screen.resolutions;
resolutionDropdown.ClearOptions();
List<string> options = new List<string>();

int currentResolutionindex = 0;

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

{
string option = resolutions[i].width + "x" +
resolutions]i].height;
options.Add(option);
if (resolutions[i].width ==

Screen.currentResolution.width &&
resolutions[i].height ==
Screen.currentResolution.height)

currentResolutionIndex = i;

}

resolutionDropdown.AddOptions(options);
resolutionDropdown.value = currentResolutionIndex;
resolutionDropdown.RefreshShownValue();

}

public void SetResolution(int resolutionIndex)

{

Resolution resolution = resolutions[resolutionindex];
Screen.SetResolution(resolution.width, resolution.height,
Screen.fullScreen);

}

public void SetVolume(float volume)

{

audioMixer.SetFloat("master", volume);

}

public void SetQuality(int qualitylndex)

QualitySettings.SetQualityLevel(qualitylndex);
}

public void SetFullscreen(bool isFullscreen)

Screen.fullScreen = isFullscreen;
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Pause : MonoBehaviour

{
[SerializeField]

GameObject pause;
void Start()

pause.SetActive(false);

}
void Update()



{
if (Input.GetKeyUp(KeyCode.Escape))

pause.SetActive(true);
Time.timeScale = 0;
}
}

public void PauseOff()

pause.SetActive(false);
Time.timeScale = 1;

}

public void Menu()

SceneManager.LoadScene(0);
Time.timeScale = 1;
}
}

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

public class Hero : MonoBehaviour
{
[Header("Horizontal Movement")]
[SerializeField] private float speed:;

[Header("Jumping™)]

[SerializeField] private float jumpForce;
[SerializeField] private Transform groundChecker;
[SerializeField] private float groundCheckerRadius;
[SerializeField] private LayerMask whatlsGround;

[Header(""Sounds™)]
[SerializeField] private AudioSource jumpSound,;

private Rigidbody2D body;
private Animator anim;
private bool grounded;

public void Awake()

body = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

}
private void Update()

float horizontallnput = Input.GetAxis(*Horizontal");
body.velocity = new Vector2(Input.GetAxis("Horizontal")
* speed, body.velocity.y);

/IFlip player when moving left-right

if (horizontallnput > 0.01)
transform.localScale = new Vector3(4,4,1);

else if (horizontallnput < -0.01f)
transform.localScale = new Vector3(-4,4,1);

bool isGrounded =
Physics2D.OverlapCircle(groundChecker.position,
groundCheckerRadius, whatlsGround);

if (Input.GetKeyDown(KeyCode.W) && isGrounded)

Jump();

//Set animator

anim.SetBool("run", horizontallnput != 0);
anim.SetBool("grounded”, grounded);

}

private void Jump()

{
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body.velocity = new Vector2(body.velocity.x, jumpForce);

anim.SetTrigger("jump");
jumpSound.Play();
grounded = false;

}

private void OnCollisionEnter2D(Collision2D collision)

if(collision.gameObject. CompareTag("Ground"))
grounded = true;
}

private void OnDrawGizmosSelected()
{
Gizmos.DrawWireSphere(groundChecker.position,
groundCheckerRadius);
}
}
using System;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using Random = UnityEngine.Random;

public class PlayerCombat : MonoBehaviour

{

[Header(""Combat™)]

[SerializeField] private int attackDamage;
[SerializeField] private float attackRadius;
[SerializeField] private float attackRate = 2f;
private float nextAttackTime = Of;
[SerializeField] Transform attackPoint;
[SerializeField] LayerMask enemyLayers;
private AudioSource audioSource;
[SerializeField] private AudioClip attack_1;
[SerializeField] private AudioClip attack_2;
[SerializeField] private AudioClip attack_3;
[SerializeField] private AudioClip attack_4;

private AudioClip[] attackSound,;
private Animator animator;

private void Awake()

{

animator = GetComponent<Animator>(),

audioSource = GetComponent<AudioSource>();
attackSound = new AudioClip[]
{

attack 1,

attack 2,

attack_3,

attack_4
B3
}

private void Update()
{
if (Time.time >= nextAttackTime)
if (Input.GetKeyDown(KeyCode.Space))

PlayToAttack();



nextAttack Time = Time.time + 1f/ attackRate;

}
}
}

private void PlayToAttack()
{

animator.SetTrigger("attack™);
PlayAttackSound();

}
public void GiveDamage()

Collider2DJ]
Physics2D.OverlapCircleAll(attackPoint.position,
attackRadius, enemyL ayers);

foreach (Collider2D enemy in hitEnemies)

{

enemy.GetComponent<Enemy>(). TakeDamage(attackDamage

)i
}
}

private void OnDrawGizmosSelected()

{
Gizmos.DrawWireSphere(attackPoint.position,
attackRadius);

}
public void PlayAttackSound()

if (attackSound != null && attackSound.Length > 0)
{

int randomIndex =
attackSound.Length);

Random.Range(0,

audioSource.clip = attackSound[randomIndex];
audioSource.Play();
}
}
}

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

public class SmoothCameraFollow : MonoBehaviour

{
[SerializeField] private float followSpeed;
[SerializeField] private float yOffset;
[SerializeField] private Transform target;

void FixedUpdate()

Vector3 newPos = new Vector3(target.position.x,
target.position.y + yOffset, -10f);

transform.position = Vector3.Slerp(transform.position,
newPos, followSpeed * Time.deltaTime);

}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class EndGame : MonoBehaviour

public int sceneBuildIndex;

hitEnemies =
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private bool hasLoaded = false;

private void OnTriggerEnter2D(Collider2D collision)

{
print("Trigger Entered");

if (lhasLoaded && collision.CompareTag("Player"))
hasLoaded = true;

SceneManager.LoadScene("WinMenu");

}
}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour
public GameObject gameOverUl;

public void gameOver()

{
gameOverUl.SetActive(true);

}
public void restart()

string currentSceneName =
SceneManager.GetActiveScene().name;
SceneManager.LoadScene(currentSceneName);

}

public void QuitToMenu()

{
SceneManager.LoadScene("MENU");

}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class NextLevel : MonoBehaviour
¢ public int sceneBuildIndex;
private bool hasLoaded = false;
private void OnTriggerEnter2D(Collider2D collision)
¢ print("Trigger Entered");
if (lhasLoaded && collision.CompareTag("Player"))

hasLoaded = true;

int nextScenelndex =
SceneManager.GetActiveScene().buildindex + 1;

if (nextScenelndex <
SceneManager.sceneCountinBuildSettings)
{

SceneManager.LoadScene(nextScenelndex,
LoadSceneMode.Single);



}

else

Debug.Log("No more scenes to load!");

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Trap : MonoBehaviour

[SerializeField] private int damage;

private void OnTriggerEnter2D(Collider2D collision)

if (collision.tag == "Player" )

{

collision.GetComponent<Health>(). TakeDamage(damage);

} else if (collision.tag == "Enemy"){

collision.GetComponent<Enemy>(). TakeDamage(damage);

}
}
}

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class VolumePow : MonoBehaviour
{
private AudioSource audioSrc;
private float musicVVolume = 1f;
void Start()
audioSrc = GetComponent<AudioSource>();
}
void Update()
{

audioSrc.volume = musicVolume;

public void SetVolume(float vol)

{

}
}

musicVolume = vol;
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