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BCTYII

Y cydacHomy 1u(dpOBOMY CEpEeAOBHUIIl KOMIT'IOTEPHI Irpu € OJHIE 3
HalnmomupeHimux (opM IHTEPAKTUBHOIO J03BULIS. BOHM BUKOHYIOTH HE JuIIe
pO3BakanbHy (DYHKIIIIO, aje W CIOpUAIOTh PO3BUTKY KOTHITUBHHUX HAaBHUYOK, TaKUX SIK
HIBUAKICTH PeaKllii, KOHLIEHTpallisl YBaru Ta NPUUHSTTA PILIEHb Y TUHAMIYHUX YMOBaX.

OxpeMe miciie B cydacHiil 1HAycTpii 3aliMaloTh irpu >xaHpy Survivor-like, sxi
chopMmyBanucs SK CaMOCTIMHMI HampsM TMICJs 3HAYHOTO KOMEPIIHHOro YCHiXy Tpu
Vampire Survivors. Lleii skaHp MOENHYE €IEMEHTH EKIIEHY, POJIbOBOI mporpecii Ta
BIDKMBAHHS B YMOBaX IMOCTIMHOTO 30UTBIIEHHS CKJIAHOCTI Ta KUIBKOCTI TPOTHUBHHUKIB.

IrpoBuii mporiec y Takux MpoeKTax 0a3yeThcs Ha KOPOTKUX, ajie HACHYCHUX CECIsIX,
y SIKAX TpaBellb IOCTYIIOBO PO3BUBAE MIEPCOHAKA, aaNTYIOYNCh 0 JeAalli CKIaIHIITNX
ymoB. Lle popmye iHTEeHCUBHUH Ta TMHAMIYHUN I'POBHM TOCBII.

Pazom 13 TuMm, Survivor-like irpm dYacto XapaKTepuU3yIOThCS IEBHOIO
MOBTOPIOBAHICTIO 0a30BUX CIIEHAPIiB, 1[0 MOXE BIUIMBATH Ha 3HIKEHHS IHTEPECY
TPaBIIIB ITICII TPUBAIOTO BUKOPUCTAHHS. Y 3B’SI3KY 3 IIMM BaXKJIMBOTO 3HAYCHHS HaOyBae
MiAX1T 0 TOKpAIICHHS 3arajbHOTO ITPOBOrO JIOCBiMY, 30KpeMa 4Yepe3 Bi3yallbHe
o opMIICHHS, BaplaTUBHICTD IMEPCOHAXKIB Ta 3pYyUHICTh B3aEMOIi1 3 TPOIO.

Mertoro 1aHoOi AMIUIOMHOI poOOTH € Po3poOKa IrpOBOTO MPOTPAMHOTO MPOAYKTY
«Fantasy Poly Survivor», sxwii peamizye 0a30Bi MpHHIUIHN aHpy Survivor-like Ta
OpIEHTOBAaHUHN HA MOKPAIICHHS IrPOBOTO JOCBINY KOPUCTyBaya 4epe3 CHCTEMY KiaciB
MEePCOHaXIB, Bi3yanbHui ctuiib Low Poly Ta 30anancoBanuii irpoBuit mpotiec.

Y Mexax poOOTH pPO3TIAJAIOTHCS CyYacHI MiAXOAM JO CTBOPEHHS ITPOBUX
3aCTOCYHKiB, BUKOpHCTaHHS pymris Unity Ta MoBu mporpamyBanHs C#, a Takox
peaizalis KJIIOYOBUX KOMIIOHEHTIB I'PH, TAKUX K IrPOBA JIOTiKa, CHCTeMa Tporpecii Ta

MOBEiHKA MTPOTUBHUKIB.
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AHAJII3 IPEJMETHOI OBJIACTI

1.1 BuzHaueHHsI Ta 0co0IMBOCTI irop :xkanpy Survivor-like

Irpu xanpy Survivor-like € cydacHuM migkaHpPOM eKIIeH-1rop, 1o chopMyBaBcs
Ha TIEPETHHI apKaJHWX IIyTEepiB, POJBOBHX Irop Ta MEXaHIK BWXWBaHHA. JlaHui
HaAIPSIMOK OTPUMAaB aKTMBHUH PO3BUTOK Y PE3yJIbTaTi CIPOIICHHS 0a30BOT0 KEPYBaHHS
Ta OJHOYACHOTO YCKJAQJHEHHS IFPOBOr0 Tpolecy uepe3 30UIbIIEHHS KUIBKOCTI
NPOTUBHUKIB 1 BAPIATUBHOCTI iIXHBOT MOBEIIHKH.

OnHi€ero 3 KIIFOYOBUX 0COOJIMBOCTEH KaHPY € aBTOMaTH30BaHa OoioBa cuctema. Y
TaKUX Irpax TrpaBellb, SK TPaBHIO, HE Kepye Oe3mocepeHbO KOXKHOK aTaKOo
NMepCcoHaXka, a 30CEPE/KYEThCS Ha TepeMilieHH], BHOOpl MO3WIIOHYBaHHS Ta
CTpaTeriYHOMY PO3BUTKY CBOro reposd. Lle m03Bosisie 3MEHIIUTH TOPIT BXOKEHHS I
HOBUX TpaBIiB 1 BOJHOYAC CTBOPUTH TIMOOKUH IrPOBHM TpOLEC UYEpe3 CHUCTEMY
porpecii.

OcnoBHa meta Survivor-like irop mossirae y BWKHUBaHHI TPOTATOM SIKOMOTa
JIOBIIIOTO 4Yacy B yMOBax Oe3mepepBHOr0 30UTBIIEHHS CKIAAHOCTI. 3 KOXKHOIO XBHUJICIO
IIPOTUBHUKIB IHTEHCUBHICTH IFPOBOTO IMPOIIECY 3POCTAE, IO 3MYIIIYE T'PaBIlS MOCTIHHO
aJanTyBaTUCAd N0 HOBUX yMOB Ta NpUMMAaTH IIBHAKI PIMICHHS IIOJ0 PO3BUTKY
MepPCOHaXKa.

BaxxmBum eranom y (opmyBaHHI kaHpy cTaia rpa Vampire Survivors, ska
MPOJEMOHCTpYBajia  €(PEKTUBHICTh  TMOEJHAHHS  MIHIMQJIICTHYHOTO  KEpyBaHHS,
aBTOMATHUYHHUX aTaK Ta TIIMOOKOI CUCTEMHU BUIIQJKOBHX TOKpaimieHb. He3Bakatouu Ha
MPOCTY Bi3yaJabHY CKJIAJOBY, IMPOEKT 3MIir 3a0€3MEUYNTH BUCOKHWHU PIBEHB 3aTy9CHOCTI
I'PABIlIB 3aBISIKA JTMHAMIIll Ta MMOCTIHHOMY BiITUYTTIO IPOTPECY.

Cucrema pO3BUTKY TEpPCOHAXa € IEHTPAIBHUM €JIEMEHTOM >KaHpy. Bona
0a3yeTbCsd Ha OTPUMAaHHI JIOCBiy, MHIJABUIIEHHI PIBHIB Ta BUOOpI MOKpaIIEHb, fAKI

BIUIMBAIOTh HAa OOMOBI XapaKTEPUCTUKH, IIBUIKICTh MIEPECYBaHHs, pajlyc aTak ado 1HII1
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napameTpu. KomOiHalis ux nokpamieHs (opMye yHIKaIbHUNA CTUIIb TIPOXOJKEHHS IS
KOXHOI iIrpoBoi cecii.

[Ile o/HiI€I0 BaXKJIMBOIO XapaKTEPUCTUKOIO € BUCOKA IIUIBHICTh MPOTUBHUKIB Ha
irpoBiii KaptTi. Boporu 3’sBASIOTBCA Y BEJIMKIA KUIBKOCTI Ta MOCTYHOBO OTOYYIOTh
IpaBlisl, CTBOPIOIOYU MOCTIMHUHN THUCK 1 HEOOXIAHICTh NIATPUMYBATU OalaHC MK aTaKOIO
Ta BIDKUBAHHSM.

OxkpeMo ciifi BIA3HAYUTH BHCOKY peIrpadeNibHICTh TaKUX Irop. 3aBIsKu
BUIIaJIKOBOMY Ha0Opy MOKpaIlleHb, pI3HUM KOMOIHaI1sIM 3/110HOCTEH Ta 3MIHHUM YMOBaM
KOKHE MPOXOKEHHS Ma€ yHIKAIBHUNA XapakTep, [0 CTUMYIIIOE TIOBTOPHE MPOXOKEHHS
Tpu.

Pazom 13 mwmm, Survivor-like mnpoekTH Yacto MarOTh OOMEXKEHY TITHOUHY
JOBTOTPUBAIOTO KOHTEHTY. Uepes3 MOBTOPIOBAHICTh 0a30BOTO NHKIY “‘BH)KUBAHHSI —
OTPUMAaHHS MOKpAIIeHb — 30 UTbIIIEHHSI CKJIAJHOCTI” 1THTEPEC I'PaBIIiB MOKE 3HUKYBATUCS
miciist TpUBaNoro nepiony rpu. CaMe ToMy BaKJIMBUM aCIIEKTOM PO3pPOOKH € MOKpaIlleHHs
3arajibHOTO IrPOBOTO JIOCBITY Yepe3 pi3HOMAaHITHICTh MEPCOHAXKIB, BI3yallbH1 PIIIICHHS Ta
OaylaHC IrpOBUX CHUCTEM.

Y pamkax gaHol aumsiomMHOi pobotu rpa «Fantasy Poly Survivor» peanizye
OCHOBHI MpUHIMNK >XKaHpy Survivor-like, nomoBHIOIOUM iX KJIaCOBOIO CHCTEMOIO
nepcoHaxiB, (eHTe3IMHUM CeTMHroM Ta TpuBuUMipHOO Low Poly rpadikoro, 1o

CIIPSIMOBAHO Ha IMTIBUIIICHHS SIKOCTI CIIPUHHATTS Ta pi3HOMaHITHOCT1 irpOBOTO MPOIIECY.

1.2 IcTopis Ta eBostONis sKaHPY Survivor-like

XKanp Survivor-like € BITHOCHO HOBUM SIBHIIIEM B iHAYCTPIi BiZIe0Irop, 0JTHaK HOTO
dbopmyBaHHsA 0a3yeThCsl Ha TPUBAIIOMY E€BONIOLIMHOMY PO3BUTKY CYMDKHHX >KaHpIB,
30KpeMa EeKIIeH-Irop, POJBOBUX IrOp Ta TMPOEKTIB 13 XBWJIHOBOIO CTPYKTYPOIO
MPOTHUBHHUKIB.

[lepuri exemMeHTH, MO 3TOJAOM CTalW OCHOBOKO JXaHPY, MOKHA TMPOCTEIKUTH B
KJIACHYHUX apKaJHUX Irpax, Jie TpaBelb MPOTUCTOSB BEJIUKINA KIIBKOCTI BOPOTIB Y MEXKax

oOMesxeHo1 IrpoBoi 00J1acTi. OCHOBHHUI aKIIEHT Y TAKMX TPOEKTAaX POOUBCS HA MIBUJIKICTh
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peaxiii Ta BIbKMBaHHS, OJIHAK Yepe3 TEXHIUYHI 0OMEXEHHSI TOTO 4acy KUIbKICTh 00’ €KTIB
Ta CKJIAJHICTh MEXaHIK Oysa CyTTEBO OOMEKEHa.

3 pO3BUTKOM amapaTHoro 3a0esneueHHs Ta irpoBux pymiiB y 2000-x pokax
3’SIBUJIACSI MOJKJIMBICTb CTBOPIOBAaTH OUIBII CKJIAJHI ITPOBI CHUCTEMU 3 BEJIUKOIO
KUIBKICTIO OJHOYACHUX O0’€KTIB Ta B3aeMOAIN. Y 1iel mepioj] aKTUBHO PO3BUBAIHCS
ponboBi ekirenu Ta hack-and-slash irpu, siki copmyBany 6a30Bi MPUHIIUIIUA PO3BUTKY
NepCOHaXKa, HAKOTIMYCHHSI IOCBIY Ta BUKOPUCTAHHS Pi3HUX THITIB 030pOEHHSI.

BaxmuBuM etanoM y CTaHOBJICHHI XaHPY CTaB BUXiJ rpu Vampire Survivors, sika
3ampoIioHyBajla HOBHUH MIJAXia A0 MOOYA0BH IrpoBoro mpoiecy. OCHOBHOIO 1€E€I0 CTAJIO
NOETHAHHS aBTOMAaTHYHHMX aTakK, BUKWBAHHS B yMOBaX IOCTIHHOTO THCKY BOPOTIB Ta
MIOCTYIIOBOTO TIOCHJICHHSI IIEPCOHAXKa Yepe3 CUCTEMY BHUIIAIKOBUX ITOKPAIIICHb.

Ileti mpOEKT MPOAEMOHCTPYBAB, IO HABITH 32 YMOB MIHIMAQJIICTHYHOI Tpadiku
MOJKJIMBO CTBOPUTH TJIMOOKWI Ta 3aXOIUTIOIOYUIN IrpOBHA JOCBiM, IIO MPHU3BEIO 0
dbopmyBaHHa oOKkpemoro mimkaHpy Survivor-like (takoxx Bimomoro sk “Vampire
Survivors-like”).

[Ticnms 1boro >kaHp IOYaB AaKTUBHO PO3BUBATUCS cepell 1HI1-PO3POOHMKIB.
3’SIBUIUCS YWCIICHHI Irpu, SKI BUKOPHUCTOBYIOTH TOAIOHY 0a30By dopmyiry, aje
PO3MIUPIOIOTH 11 3a paXyHOK HOBHUX MEXaHIK, TaKUX SK KJIacH IEPCOHAXIB, CHCTEMH
aKTHUBHUX 1 TACUBHUX 3J10HOCTEH, OOCH Ta IpoIlieypHa reHepallis eIeMEeHTIB irpOBOT0
poIecy.

BaxxnuBy poiib y pO3BUTKY JKaHPY TaKOX BIAITpain poiiboBi Ta eKmH-RPG irpu,
K1 BILTMHYJIHA HA (OPMYBaHHS CUCTEMHU MPOTPECii, TyTy Ta moOya0BH OB TEPCOHAXKA.
Came 3 nux >xaHpiB Survivor-like mpoeKkTH 3aMmo3uYmIN i1e10 MOCTYIOBOTO MOCHICHHS
nepcoHaxka Ta OpMyBaHHS PI3HUX CTUJIIB MMPOXOXKEHHS.

CydJacHl TpeICTaBHUKU J>KaHPY BCE 4YACTINIE BHUKOPUCTOBYIOTH TPUBUMIPHY
rpadiky, 3oxkpema ctminb Low Poly, sikuii 103BojIsi€ TOEqHATH Bi3yallbHY MTPUBAOIUBICTh
13 BHCOKOIO MPOMYKTHBHICTIO HABITh MPH BEJIMKIA KUIBKOCTI BOpOriB Ha ekpaHi. lle
0COOJIMBO BaXJIUBO JIJIS IrOP, /1€ OJJTHOYACHO MOXKYTh OyTH aKTUBHUMHU JIECSITKUA 200 COTHI

MIPOTUBHUKIB.
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Pa3om 13 1uM citizt BIJ3HAUUTH, 110 MOAI0H1 Irpy 4aCTO MarOTh BIIHOCHO KOPOTKUM
LIUKJ aKTUBHOrO 1HTepecy ayautopii. Ilicig modaTtkoBoro mnepiogy MOMYJISPHOCTI
YacTHHA TpaBLIB MOXKE BTPAYaTH MOTHUBAILIIIO YEpe3 MOBTOPIOBAHICTh 0A30BUX ITPOBUX
cueHapiiB. lle mimkpeciioe BaKJIMUBICTH pOOOTH HaJ 3arajbHUM ITPOBUM JOCBIIOM,
30KpeMa uepe3 Bi3yalbHY PI3HOMaHITHICTh, OallaHC Iporpecii Ta 3py4HICTh B3a€MOJIT 3
IpoIo.

Y wMexax pgaHoi aumiioMHOl pobOotu mpoekt «Fantasy Poly  Survivor»
BUKOPUCTOBY€E HampalioBaHHs kaHpy Survivor-like Ta anmanrtye ix no ¢eHrte3iiiHOro
cepelloBuIIla, poOJIAYM aKIEHT HA MOKpPAIIeHHI IrpOBOro JOCBIAY KOPUCTyBaya uyepes

NO€THAHHS KJIACOBO1 CUCTEMH, BI3yalbHOTO CTHIIIO Ta 30alaHCOBAHOT MpOrpecii.

1.3 OcHoBHI eqemenTH Ta MexaHiku Survivor-like rpu y npoexri «Fantasy Poly

Survivor»

IrpoBuii mporec y sxkaHpi Survivor-like 0asyerbcst Ha IHKII Ge3MepepBHOIO
BWKMBAaHHA TpaBllsi B YMOBax IIOCTYIOBOT'O 3pOCTaHHS CKIAQAHOCTL. Y Mexax
po3pobieHoro npoekty «Fantasy Poly Survivor» peaizoBano 6a30By CTPYKTYpPY 1aHOTO
KaHPYy 3 aKIEHTOM Ha JAWHAMIYHHMM Oiif, aBTOMAaTHU30BaHY CHCTEMY aTaK Ta PO3BUTOK
NepcoHa)ka B MPOILeCi MPOXOIKEHHS.

OCHOBHOIO MEXaHIKOIO TP € LUKJI BHIXKMBAHHS, KU TMOJSATa€ y MPOTUCTOSHHI
IpaBIlsl XBUJISIM NIPOTUBHHUKIB. ['paBelib Kepye MEPCOHAKEM Y TPUBUMIPHOMY MPOCTOPI,
VHUKa€ 3ITKHEHb 13 BOPOTaMU Ta HAMAaraeThCsl BIDKUTH SIKOMOTA JIOBIIE. 3 4YacoM
KUTBKICTh BOPOTIB 30UIBIIYETHCS, IO TPU3BOJIUTH JO IMOCTYIMOBOTO YCKIIaTHEHHS
IrpOBOTO TPOIIECY Ta MiIBUIICHHS BUMOT JI0 PEaKIIil Ta MO3HUITIOHYBaHHS.

BaxniBorw Ck1aJ0BOI TEUMIUICI0 € CHCTEMa aBTOMAaTH4YHOI artaku. [lepcoHak
CaMOCTIMHO 3aBJIa€ yJapiB IO BOpPOTaX y MEXaX CBOEI 30HU aTaku, 06e€3 HEOoOXiTHOCTI
NpsIMOTO  KEpyBaHHS KOXKHOIO Jicr0. TakumM UYMHOM, OCHOBHA YyBara TpaBIlsd
30CEpPEe/IKYETHCS Ha MEePEMIIICHH], YXUJICHH] Ta BUOOP1 ONTUMAIBHO1 MO3UIIIT HA IrPOBIH

KapTi.
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VY rpi peanizoBaHO CUCTEMY IpOTpecii MepcoHaxa, sika 0a3yeTbcsi Ha OTPUMAaHHI
JIOCBIZly 3a 3HUILIEHHS MPOTUBHUKIB. [licas HaKONMWYEHHSI MEBHO1 KUIBKOCTI JTOCBIAY
rpaBellb OTPUMYE IIJBHUILEHHS pPIBHI Ta MOXJIMBICTh OOpaTH NOKpPAILEHHS, K1
BIUTMBAIOTh Ha €(DEKTUBHICTH MepcoHaxa. L{e 103Boisie MOCTYNOBO MiJICUITIOBATU T€POs
Ta aJanTyBaTu WOTO JI0 3pOCTAI0YO0i CKIaAHOCTI TPH.

€IMHUM peaizoBaHMM KiacoM TmepcoHaxka y rpi e Berserker. Jlanuit kiac
OpIEHTOBaHUN Ha OJIMKHIA Ol Ta XapaKTepU3YETHCS MIJBUILIEHOI BUTPUBAJICTIO 1
3IaTHICTIO 3aBJlaBaTH MACOBUX MONIKOKEHb Yy OJIMKHIN 30H1. Takuil miaxig J03BOJIsE
IPABII0 aKTUBHO B3a€MOJIATH 3 BEIMKOK KUIBKICTIO MPOTUBHUKIB Ta MIATPUMYBATU
JUHAMIYHUI CTHJIb TPOXOJKCHHS.

[Ile omHUM BaXJIWBUM €JEMEHTOM € CHCTEMa XBWIb NPOTUBHUKIB. Boporu
3’ SIBJISIFOTHCS TIOCTYIIOBO, a iX KUTBKICTh 1 HIUTBHICTD 30UIBIIYIOTHCS 3 TUIMHOM 4Yacy. Lle
CTBOPIOE TOCTIHHUH TUCK Ha TpaBlsd Ta (GopMye TUHAMIYHUH TEMI TpH, SKUH €
XapaKTEPHOIO 03HAKOIO skaHpy Survivor-like.

OCHOBHOIO METOIO IPOBOTO MPOIECY € BIKUBAHHS MPOTITOM MaKCHMalbHO
MOKJIUBOTO 4acy. Pe3ynbTaT rpaBis 06e3mocepe/lHbo 3a1eKUTh BiJl €EeKTUBHOCTI HOTO
NepeMIIIeHHs, BUOOPY MOMEHTIB JIJIsl PU3HUKY Ta MPAaBUILHOTO BUKOPUCTAHHS JOCTYITHUX
MOKpAIleHb MEPCOHAXKA.

Taxkum yuHOM, peasi3oBaHI MeXaHIKH (POPMYIOTh HUTICHHA ITPOBUN ITUKJ, IO
BiAnoBigae 0a30BUM MpHUHIMIAM >KaHpy Survivor-like Ta 3a0e3medye mnoctynoBe
YCKJIQJHEHHS IrPOBOTO MPOIECY 3 aKIEHTOM Ha JWHAMIKY, BIDKMBAHHS Ta PO3BUTOK

MepCcoHaXa.

1.4 AnaJi3 icHyro4uXx irop ;kanpy Survivor-like Ha puHKY

I'pa Vampire Survivors € HaHOUTBII BIUTMBOBUM IPOEKTOM y (opMyBaHHI
cydacHOTO BUTISAny kaHpy Survivor-like. Came Bona 3aknama 0a3oBy Gdopmyry
reiMILIEI0, IKa CbOT'0JIHI BAUKOPUCTOBYETHCS BEJIUKOIO KUIBKICTIO 1HA1-1TOp: aBTOMATUYHI
aTakW, HECKIHYEHH1 XBWJI1 TPOTUBHUKIB Ta MOCTYIMOBUN PO3BUTOK MEPCOHAXKA B MEkKax

OJIHOTO IrpOBOTrO 3a0iry.
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[rpoBuil pouec ModOyJOBaHUI TAKUM YMHOM, IIIO TPaBellb HE KOHTPOJIIOE aTaKu
HampsMy. 3aMICTh I[bOTO OCHOBHA yBara NpUAUISIETHCS MEPEMILIEHHIO MEPCOHAXKA IO
KapTi Ta BUKUBAHHIO B YMOBaX MOCTIHHO 3pOCTar0401 KUIbKOCTI BOpOriB. Takuil mijixis
CTBOPIOE YHIKaJbHY KOMOIHAIII0 MPOCTOTH KEPYBaHHSI Ta BHMCOKOi CKJIaJAHOCTI
CUTYallIfHOTO BUOODY.

I'padpiuno rpa BukoHaHa y ctuii 2D mikcenb-apTy, SKUHA HABMUCHO CIIPOILIEHHM.
Lle no3BoJIsIE OIHOYACHO BiJIOOpa)KaT COTHI BOPOTiB 0€3 CYTTEBOIO HABAaHTAKEHHS Ha
cuctemy. Jlokanii mpeacTaBieHi sIK BIIHOCHO BEJHUKI, ajieé MIHIMAJICTUYHI apeHH, Jie
OCHOBHA yBara rpasnlis 30cepeP)kKeHa He Ha OTOUYEHHI, a Ha IMHaMIIll 0010.

BaxMBOO CKIIAIOBOIO € CHCTEMa BHITAJKOBUX MOKpaiieHb. [licis miaBUIIeHHs
PIBHA I'paBellb OTPUMYE BUOIp 13 KUIBKOX BapilaHTIB PO3BUTKY, SIKI MOXKYTh 3MIHIOBAaTH
XapaKTePUCTUKHU aTaK, J10JaBaTh HOBI e€deKTH abo MiJACWIIOBATH BWXKMBaHICTh. Came
BUIIAJIKOBICTh (DOPMYE YHIKAIBHICTh KOKHOT'O MPOXOXKEHHS, OCKUIbKM OJIHA M Ta cama
KOMOIHAIIisl TTOKpaIieHb Maiike HIKOJU HEe TTOBTOPIOETHCS.

OkpeMo BapTO BiA3HAYWTH BHUCOKY IHTCHCHBHICTh Mi3HIX ertamiB rpu. Komau
KUTbKICTh BOPOT1B 3HAYHO 3POCTA€E, €KPaH 3alIOBHIOETHCS BEJIMKOIO KUTBKICTIO €()eKTiB Ta

MOJIEJIeH, III0 CTBOPIOE XAOTHYHY, ajle KOHTPOJIbOBAHY IMPOBY CUTYAIIIIO.

Puc. 1.1 Ilpuknan intepdeiicy Ta reiimruiero rpu Vampire Survivors
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I'pa Brotato € po3Butkom ¢opmynu Survivor-like, ane 3 OUIbII CTPYKTYpOBaHUM
Ta apKaJHUM MiAXO0AO0M 10 reiimiuviero. Ha BiaAMIHY BiJ IHIIMX MPEICTaBHUKIB >KAHPY,
BOHA pOOUTH aKLEHT HA KOPOTKUX, ajl€ IHTEHCUBHUX ITPOBUX CECISX.

IrpoBuil mpouec BiAOYBaeTbCA Ha HEBEJIUKIM 3aMKHEHIH apeHi, Jie TrpaBelb
MPOTUCTOITh XBUJISIM BOPOriB. OCHOBHOIO METOIO € BMKMBAHHS JO KIHIS XBHJIL, MICIS
4Ooro rpaBellb OTPUMY€E MOXKIIUBICTh 0OpaTH HOBY 30poto abo mokparieHHs. [le popmye
YITKY CTPYKTYpY Iporpecii Mk 0oiloBumu (azamu.

I'padika rpu BUKOHaHA y TpocToMy 2D cTHITi 3 BUIOM 3BEpXY, ajie MPH IbOMY Ma€
Kpally 4uTaOelbHICTh MOPIBHAHO 3 OaraThMa IHIIMMHU Survivor-like npoexTamu.
BizyanbHi eexTu 4iTKO pO3AUISIIOTH BOPOTIB, aTakKh Ta CEPEIOBHUIIE, 10 MO3UTHBHO
BIUTMBAE HA CIIPUNHSATTS TUHAMIYHUX CICH.

Opniero 3 KJIIOYOBUX OCOONMBOCTEM € cucTema OulliB mepcoHaxka. ['paBenb
NOCTIMHO KOMOiHye 30pOI0 Ta XapaKTEPUCTHKH, CTBOPIOIOYM PI3HI CTHII TPU — BIJ
arpecuBHOrO OJMKHBOIO OO0 110 AUCTAHLIMHOTO KOHTpodto apeHu. Ilpu mpomy
BUIIAJIKOBICTh BIJITPAa€ BKJIMBY POJb, OCKUIBKU JOCTYITHI MOKPAIICHHS 3MIHIOIOTHCS
iCIIsl KOXKHOT XBUJIL.

Takox BapTO BiA3HAYWTH OajaHC CKIATHOCTI. ['pa mocTymoBo 301UIbIIYE THCK Ha
IpaBIl, ajieé MPU LOMY 30epirac MOXKJIUBICTH ajanTallii 3aBJsSKd IMBUAKUM ITPOBUM
cecisM. Lle poOuth 11 OB “apkajHOIO” y MOPIBHAHHI 3 KiacuuHuMHU Survivor-like

irpamu.

WAVE 20

Puc. 1.2 Ipuknan inTepdeiicy Ta reiimmiero rpu Brotato
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I'pa Megabonk € MeHmI MacoBuM, aje MOKA30BUM MPUKIAIOM PO3BUTKY XKaHPY
Survivor-like y HampsiMKy OUTBIII XaOTUYHOTO Ta (PI3UYHO OPIEHTOBAHOTO TEHMILICIO.
Bona nemoHcTpye 1HIIMM miaxiag 10 nmoOyqoBU OOHOBHX CUTYyalliil, 1€ BaKJIMBY pOJIb
BiJIirpae He JUIIE KUTbKICTh BOPOTiB, aje i B3aemoist (i3UKHU Ta IPOCTOPY.

IrpoBwuii mporiec OyAy€eThCS HABKOJIO BUKMBAHHS Ha BIIKPUTHX apeHax, Jie TpaBellb
MOCTIHHO TIepeOyBa€ MiJg TUCKOM BEIUKOi KUTBKOCTI MPOTUBHHKIB. OCHOBHUN aKIICHT
pOOUTHCS HA TMHAMIIII TIEPECYBAHHS Ta PeakKIlii, OCKUILKH 00MOBI CUTYAIlll YaCTO CTAIOTh
Xa0TUYHUMU Yepe3 MUIbHICTh BOPOTIB Ta €(PeKTH B3aeMO/III.

I'padiuno rpa BukopucroBye crpoienuii 3D cTuiib, 1110 HabIMKaEe il 10 CydacHUX
iH1-ekIeHiB. Lle 103BoJisie CTBOPIOBATH O1IBIIT 00’ €MHE CEPEIOBHUIIIC Ta KPaIlle BITIYTTSI
IPOCTOPY B MOPiBHAHHI 3 2D-aHanoramu.

Jlokariii B Megabonk 3a3Buuaii mpeIcTaBlICHl K BIAKPUTI apeHU 3 MiHIMAJIbHOIO
KUIbKICTIO mepemkoa. Ile poOuth reimrmield OUIbII IIBUIKUM 1 JIO3BOJISIE TPaBIIO
KOHIICHTPYBATHCS Ha YXUJICHHI Ta TIO3UIIOHYBaHHI.

Cucrema BHITaJIKOBOCTI TaKOX BUIIrpae 3HayHy pojib. BoHa BIUIMBaE Ha MOSBY
OOHyCiB, BOpOTIB Ta MOXIMBOCTEH PpO3BUTKY IME€PCOHAXKa, 10 3abe3neuye
PI3HOMAaHITHICTh KO)KHOTO TTPOXOKCHHS.

OcoOnuBicTIO TpU € OUTbII “XaOTUYHUN’ CTUIB 0010, JIe PEe3yNbTaT YacTo
3QJICKUTHh HE TUIBKH BiJl BUOOPY MOKpAIeHb, ajie ¥ BiJ CUTYyaIliiHOI peakilii rpaBIisl B
yMOBaX BHCOKO1 IIUTBHOCTI BOPOTiB.

©5545 @ 20,805 D 265301 LUL 101

101 28 L0F Lt 16 LT 19
[J Find the Boss Portal

Puc. 1.3 Tlpuknan intepdeiicy ta revimiuieto rpu Megabonk
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Taomus 1.1

Vampire

Fantasy Poly

Hasga : Brotato Megabonk :
Survivors Survivors
Tun i
. 2D Pixel Art 2D Cartoon 3D Low-poly 3D
rpadiku
Tun kamepu [Top-down 2D [Top-down 2D Top-down 3D  [Top-down 3D
3D-npocTip | + +
Low-poly I N
CTHITb
Cucrema
KJ1aCiB - N +
MepcoHaXxa
OcHOBHI 2D-npocrip, OIHOMAaHITHICTH TA [IpoGaenmu BincyTHi y Mexkax
. epeBaHTAKECHHS OanaHcy Ta
HEI0JTIKN ciabka aTMocdepa ) : . [KoHIIeTIII1i
edexTamu PI3HOMaHITHOCTI
.|ABTOpCHKUI loW-
) . . . AKIIEHT Ha Xaoci
[H11 [Tpoctuii pixel- [['ymopucTuaHUMH poly fantasy
: . Ta RPG-
ocoOnMBOCTI[art CTHIIH CTWIb Ta APKAJIHICTh cTWib, 3D apena,

CIICMCHTAax

CHCTEMA KJIaClB

1.5 MonyasipHicTh Ta KOMepuiliHUi ycmix irop skanpy Survivor-like

Irpu xaupy Survivor-like 3a KOpoTKuii mepioj 4acy CTajlid OJHUM 13 HAHOLIbII

MOMITHUX HAMNpsAMKIB B I1HAI-ITpOBiN 1HAYCTpii. [X momymspHICTH 3HAYHOIO MIpPOIO

3yMOBJICHA MPOCTOTOIO0 0A30BUX MEXaHIK, BUCOKOI TWHAMIKOIO IrpOBOTO MPOIECy Ta

MO>KJIMBICTIO IIBUAKOTO 3a7Ty4eHHS T'PaBIls 0€3 HEOOX1THOCTI TPUBAJIOTO HABYAHHS.

[TomToBXOM 0 KOMEPIIIMHOTO YCIXY JKaHPY CTaB BUXix rpu Vampire Survivors,

AKa MPOJAEMOHCTPYBaJla, IO HAaBITh MPOEKT 13 MIHIMATICTUYHOIO TpadiKo MOKe

JOCSITTH 3HAYHOTO KOMEPIIIHOTO pe3yNbTaTy 3a PaxyHOK MPaBUIbHO MOOYAOBaHOTO

irpoBoro uukiy. I'pa mBuako HaOyla MOnyJsipHOCTI Ha uu@poBuX mIaThopmax
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PO3MOBCIO/KEHHS, IO CHpUsI0 (OPMYBAHHIO HOBOTO TMIJKAHPY Ta MOSIBI BEIUKOL
KUIBKOCTI TOA10HUX MPOEKTIB.

OpHi€ro 3 NpUYMH KOMEpPUIHHOro ycmixy Survivor-like irop € iXHs JOCTYIHICTb
JUISL IIAPOKOi ayAUTOpli. 3aBASIKM IPOCTOMY KEPYBaHHIO Ta 3pO3YMUIIA METI, a came
BIDKMBAHHIO SIKOMOTa JIOBIIIE, TakKl I'pM HE BHUMAararOTh BiJl TPaBIl MONEPEIHHOTO
J0CBiNy, a00 CKJIaIHOTO HaB4YaHHS. L{e T03BOJIs€ MBUAKO 3JTy4aTH HOBUX KOPUCTYBAYiB
Ta 3abe31euye BUCOKHUM piBEHb “BXOJY B Ipy .

KpiMm Toro, BaxJIMBY poJib BIIIrPa€ KOPOTKA TPUBAIIICTH IFPOBHUX ceciid. BuibIIicTh
Survivor-like irop moOymoBaHi TaKUM YHHOM, IO OJHMH 3alyCK TPHUBAE Bif KIJIBKOX 10
JECATKIB XBHJIMH, 110 POOUTH 1X 3pyYHUMU I “mBUaKoi rpu”. Takuii opmat mo0pe
HIXOJAMTH JIJI1 Cy9aCHOTO PUTMY YKUTTS TPABIIB 1 CIIPHSIE IIOBTOPHOMY 3aITyCKY TPH.

[HmM ¢akTopoM MOMYISIPHOCTI € BUCOKUN PIBEHb PEirpadesibHOCTI. 3aBIsSKH
CHUCTEMI BUTIQJIKOBUX IMOKPAICHb, PI3HUM KOMOIHAIIISIM 3/1I0HOCTEH Ta 3MIHHIM yMOBaM
KOXXKHa 1irpoBa crpoba Bigpi3HAETbCA Bin monepeanboi. ILle crBoproe edexr
“HECKIHUEHHOTO TIPorpecy”’, SIKU yTPUMY€ IHTEPEC TPaBLS MPOTITOM TPUBAJIOTO Yacy.

Pazom 13 num cnig 3a3HauuTd, 1o Survivor-like irpw 9acTo CTHUKAIOTHCS 3
IpoOJIEMOI0 IIBUIKOTO HAaCHYCHHS KOHTeHTOM. Ilicis meBHOro mepioay aKTHBHOI I'pu
0a30BHii IrPOBUH ITUKI MOKE CTaBaTH MepeadadyBaHUM, 0 NMPU3BOAUTH 10 3HIKCHHS
iHTEepecy dacTuHU aynutopii. Came TOMYy KOMEPIIHHHUMA YCIIX TaKHUX MPOEKTIB YacTO
3QJICKUTH BiJl 3JJaTHOCTI PO3POOHHUKIB YTPUMYBAaTH yBary T'paBIliB Yepe3 OHOBJICHHS,
HOBUH KOHTEHT a00 PO3IIMPEHHsS IrpoBuX MexaHiKk. OKpeMo BapTO Bi3HAYUTH BIUIUB
1HI1-CETMEHTY Ha PpO3BUTOK >KaHpy. bimbmiicte Survivor-like irop CTBOPIOIOTHCS
HEBETTMKUMH KOMaHAaMH ab0 HaBiTh OKPEMHUMHU PO3POOHHMKAMHU, IO JO3BOJISE IIBUIKO
EKCIIEpUMEHTYBATH 3 (hOpMyJIaMy TEHMIUICIO Ta BUITYCKaTH HOBI MPOAYKTH 0€3 3HAYHUX
¢dinancoBux Butpar. lle cmpusie MOCTIHHOMY pOCTY JKaHPY Ta MOSBI HOBUX Bapiarfii
IrpOBOTO MPOIIECY.

Takum guHOM, XaHp Survivor-like 3aliMae BayKJIMBE MICIle B CyYacHiM 1HIYCTpil
B1I€OIrOp, TMOEAHYIOYM KOMEPUIMHY YCHINIHICTh, MPOCTOTY BXOAY Ta BHUCOKY

peirpadenbHicTh. Po3pobiiena rpa «Fantasy Poly Survivor» BukopucToBYye Iii TiepeBaru
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KaHpy, aJanTylooud ix y BUIsiAl TpuBuMipHOro Low Poly mpoekTy 3 KiacoBoro

CHUCTEMOIO Ta POKYCOM Ha MOKpPAIIEHH1 IrPOBOTO JOCBITY.

1.6 Bukiinku Ta TeHaeHNil y po3podui irop :kanpy Survivor-like

VY mporeci po3pobku irop xkaHpy Survivor-like BuHUMKae psan crnerudiqHUX
BUKJIMKIB, SIKI O€3Mmocepe/iHbO BIUIMBAIOTh HA SIKICTh ITPOBOrO JIOCBIAY Ta 3arajibHY
CIPHHHSITHICTh TPOEKTY. He3Bakaroun Ha BiTHOCHY MPOCTOTY 0a30BOi KOHIICMIIIl,
peamizailisi MOAIOHMX Irop BHUMAara€e peTesibHOro OajJaHCyBaHHS ITPOBHX CHCTEM Ta
NPaBWIBHOTO (POPMYBaHHS TEMITY TPH.

OpnHuM 13 OCHOBHMX BUKJIMKIB € OanaHc ckiagHocTi. Y Survivor-like irpax rpasenb
MOCTIHHO CTHKA€ETHCS 31 3pPOCTAIOYOI) KUIBKICTIO TMPOTUBHUKIB, TOMY BaKJIUBO
3a0€3MeunTy IJIaBHE TIJIBUINCHHS CKIAJHOCTI. SIKIIO CKIQAHICTh 3pOCTAa€ HAJITO
IMIBUJIKO, TPaBellb BTpaya€e MOXJIMBICTH aJarTallii, o TpU3BOAUTH 10 (ppycTpamii. Y
NPOTUJI)KHOMY BUTAAKY 3aHAJTO MOBUIRHE 3pOCTaHHS CKIAAHOCTI 3HMXKYE 1HTEpeC 10
I'pH Yepe3 BIACYTHICTh BUKIIUKY.

[HITMM BaXXTMBUM acCIEKTOM € yTPUMaHHS PI3HOMAHITHOCTI I'pOBOTrO MPOIIECY.
Ockinbku 6a3zoBuii 1uki Survivor-like irop € moBToproBaHUM (BMKHUBAHHS, OTPUMAHHS
JIOCBITy, TIOKpAIIICHHS, HOB1 XBUJI1 BOPOTiB), ICHY€ PU3UK IIBUIKOTO ‘“3BHKAHHS T'PaBIIs
1o irpoBoi ¢popmynu. Came ToMy 3HaA4YHA yBara NpUIUISETHCS CTBOPEHHIO PI3HUX THUIIIB
BOPOTiB, Bapiallii MOBEIIHKM Ta CHUCTEMH TMPOrpecii, sKa T03BOJISIE KOXKHOMY
MIPOXOJKEHHIO BIAPI3HATHUCS BiJl TOTIEPETHBOTO.

BaxmuBUM BHKJIMKOM TaKOX € ONTUMI3AIlis MPOTYKTUBHOCTI, OCKIJILKM Ha €KpaHi
OJTHOYACHO MOXE TepeOyBaTh BelMKa KUIBKICTh BOPOTiB, e(ekTiB Ta B3aemomin. e
0COOJIMBO aKTyaJ bHO JUIS TPUBUMIPHHX peallizalliid, Takux sk npoekT «Fantasy Poly
Survivor», ne Bukopuctanss Low Poly cTuimro monomarae 3MeHIIATH HaBaHTaKEHHS Ha
cuctemy 0e3 BTpaTH Bi3yalbHOT YUTA0ETHHOCTI.

Cepen cydacHUX TEHACHI[IN dKaHPY CJIIJT BIA3HAYUTH PO3BUTOK CUCTEMU IPOTrpecii
nepcoHaxka. Irpw Bce dYacTime 30CEpeDKYIOThCS HE JIMIE Ha BIDKWBAHHI, ane W Ha

(dbopMyBaHHI YHIKaJIbHOTO CTWJIIO MPOXOJKEHHS 4Yepe3 KOMOIHAII0 MoKpaileHb. Lle
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J03BOJISIE TPABLO BIUYBAaTH MOCTIHUI PO3BUTOK 1 CTBOPIOE MOTHBALIIO 10 TOBTOPHUX
MIPOXOKEHb.

[Ile oaHIEI0 TEHIEHIIEIO € Bi3yaJbHE Ta CTHIIICTUYHE PI3HOMAHITTS. Po3poOHMKH
HaMararoTbCs BIAIATH BiJl OJHOTUITHUX apeH 1 BOPOBAKYIOThH PI3HI CEpElOBUIIIA — BiJl
(GeHTe31MHUX JIOKAIlii 10 HayKOBO-(haHTACTUYHMX CBITiB. Y Bumanky «Fantasy Poly
Survivor» BukopuctoByeTbes hentesiiine Low Poly oTodeHHs, 1110 MiJCHITIOE Bi3yaabHY
YHIKaJIbHICTb MPOEKTY.

Takox BapTO Bi3HAYWUTH TEHJACHIIIO JO CIPOIIECHHS BXOAY B Tpy. Biibmricts
Survivor-like mpoeKTiB OPIEHTYIOTHCS HA KOPOTKI IrpOBi cecil Ta IHTYiTUBHE KepyBaHHH,
110 JI03BOJISIE IIBUIKO 3aJTy9aTH HOBHUX TPaBIliB 0€3 CKIaJIHOTO HaBYAHHSI.

Oxpemo cmin 3ragatd TpoOJieMy JIOBIOCTPOKOBOTO YTPUMAaHHS IHTEpECy
aynurtopii. Yepe3 MOBTOPIOBaHICTh 0a30BOr0 IrpOBOTO LHUKIY Oararo irop >XaHpy
CTUKAIOTHCS 31 3HUKEHHSAM AaKTHUBHOCTI TPABI[IB MICIS TOYATKOBOIO MEPioay
nonyisapHocTi. [le migkpecaoe BaXJIHBICTh SKICHOTO IFPOBOTO JOCBIMY, Bi3yaJIbHOTO
PI3HOMAHITTS Ta TPAaMOTHOI MOOYAOBHU MIPOTPECi.

[le onHier0 TEHACHIIIEIO € aKTHBHE BHUKOpUcTaHHS 3D TexHosoriid Ta Low Poly
CTHJTICTHKH, IO JIO3BOJISE MTOETHATH MPOAYKTHUBHICTD 1 MPUBAOIUBUIN 30BHIIIHIN BUTIISAI.
Ile 0coOMMBO BaXKIIMBO JJIS iTOP, JI€ OJJHOYACHO 0OPOOISETHCS BEJIMKA KUTBKICTh BOPOTiB
Ta e(PeKTiB.

Takum ymHOM, po3poOka Survivor-like irop Bumarae GanaHCy MK HMPOCTOTOIO
reiMIUICIO, BI3yalIbHOIO PI3HOMAHITHICTIO Ta CTAOUIHHOIO MPOAYKTHBHICTIO. Y MPOEKTI
«Fantasy Poly Survivor» mi acniektu BpaxoBasi 4epe3 Bukopuctants Low Poly rpadikw,
CHUCTEMH XBUJIb BOPOTiB Ta IMporpecii mepcoHa)ka, 10 CHPSIMOBAHO Ha MOKpPALICHHS

3arajbHOTO IrPOBOTO JOCBINY.



23

3ACOBH PEAJIIBAIIIL

2.1 Oraspn irposoro pyuisi Unity

Unity e ogauM 13 HaUTONYJISPHINIKX CYYaCHHUX IFPOBUX PYIIIiB Ta IHTEIPOBAHUX
cepenoBul] po3podku (IDE), sikuii BUKOPUCTOBYETHCA AJII CTBOPEHHS JABOBUMIPHUX 1
TPUBUMIPHUX KOMIT FOTEPHUX irop. Pyuriii po3podnenuii komnaniero Unity Technologies
1 aKTUBHO 3aCTOCOBYEThCS SIK 1HA1-PO3POOHHKAMHM, TaK 1 BEIMKUMHU CTYIISIMU 3aBISIKU
CBO1ll YHIBEpCAJIbHOCTI, IOCTYITHOCTI Ta BETMKOMY HaOOpy BOYZOBaHUX IHCTPYMEHTIB.

Unity Hagae po3pOOHHUKY IOBHOI[IHHE CEpPEIOBHINE JJIsi CTBOPEHHS ITPOBHUX
NPOEKTIB, BKIIIOUAIOUU poOOTy 3 Tpadikoro, Ppi3ukoro, aHIMAIIIMU, 3BYKOM, IITYYHUM
IHTENIEeKTOM Ta iHTepeiicoM KOpUCTyBauya. 3aBASKM I[BOMY pYIIi J03BOJIsE
peaizoByBaTH CKJIAHI IrpOB1 MeXaHIku 0€3 HEOOX1THOCTI CTBOPEHHS BETUKOI KUTBKOCTI
HU3BKOPIBHEBUX CUCTEM 13 HYJIA.

Onniero 3 kouoBux nepesar Unity € fioro kpocriargopmenicts. Po3pobiieni Ha
[IbOMY pYIIii iIrpu MOXYTh OyTH €KCIIOPTOBaHI Ha pi3HI IUIATGOPMH, BKIIOUYAIOYHU
NIEPCOHAIBHI KOMIT FOTEPH, MOOUTBHI PUCTPOT Ta irpoBi KoHcouti. Lle 3HauHO po3mmproe
MOTCHIIHHY ayJIUTOPII0 IPOEKTIB 1 JO3BOJISIE€ pO3pOOHUKAM €(EeKTHBHIIIIE MacCIITa0yBaTH
CBOI IPOAYKTH.

Baxnuoro ocobnuBicTio Unity € BUKOpUCTaHHS MOBH TporpamyBaHHs C#, ska
3a0e3neduye 3py4yHy Ta 3pO3yMULY CTPYKTYPY KOAY, & TaKOX BUCOKY MPOAYKTHUBHICTD y
peamizaiii irpoBoi Joriku. lle poOuth pymiiii JOCTymHUM [Jisi HaBYaHHS CTYJCHTaM 1
MOYATKIBISIM, OJIHOYACHO 3aJMIIAI0YM JOCTATHHO MOKIUBOCTEH 111 mpodeciiHol
PO3pOOKH CKIIQJHUX ITPOBUX CUCTEM.

VY koHTeKCTI po3podku rpu «Fantasy Poly Survivor» Unity BHKOPUCTOBYETBCS K
OCHOBHa TutaTdopMma I peaiszallii irpoBoro mporecy xanpy Survivor-like. Pymmii
703BOJIsIE €(DEKTUBHO TIPAIIOBATH 3 BEJIMKOIO KUIBKICTIO O0’€KTIB Ha CIICHI, IO €
KPUTUYHO BOXKJIMBUM JJI JAHOTO JKaHPY, J€ OAHOYACHO MOXKe OyTH aKTHBHOIO BEJIMKA

KUIbKICTh BOPOT'iB, €EKTIB Ta B3aEMO1M.
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Oxkpemy ponb Bimirpae cuctema (izuku Unity, sika 3a0e3nedye KOPEKTHY
B3a€MO/IiI0 00’ €KTIB y TpUBUMIpHOMY npocTopi. Lle 0coOmrMBO BaxkIuBO AJisl peaizali
MepeMIIIEHHs TIEPCOHAXKa, 3ITKHEHD 13 BOPOraMu Ta OOpOOKHU aTak y peaabHOMY Yaci.

Takox Unity MICTUTh HOTYXHY CUCTEMY KOMIIOHEHTIB, sIKa JO3BOJISIE OyAyBaTH
IrpoBi 00’€KTH HA OCHOBI MoOJIyibHOro migxony. lle cmpormrye mporec po3poOku Ta
MNIATPUMKHU KOJIY, OCKUIBKH KOKEH €JIEMEHT I'pu MOXe OyTH peani3oBaHUM SIK OKpeMUi
KOMITOHEHT 13 BJIACHOIO JIOT1KOIO.

3aBasiki  BOY/JIOBAaHOMY pEIAKTOPY CLEH pO3POOHUK OTPUMYE MOXKIUBICTh
Bi3yaJIbHO HAJIAIITOBYBATH P1BHI, PO3MIIIYBAaTH 00’ €KTH Ta TECTYBaTH IrpOBUIA MTPOLIEC Y
pexXuMi peanbHOro yacy. Lle 3HauHo mpHrcKoproe mpoliiec po3poOKH Ta T03BOJISE MIBUIKO
BHOCHTHU 3MIHH B ITPOBHM OaJIaHC 1 CTPYKTYPY PiBHIB.

e oxniero BaxkinBoo nepeBaroto Unity € BeTMka €eKOCUCTEMA TOTOBUX PIIIEHb,
BKJIIOYar0oun Asset Store, e MOKHA 3HAWTH Mojeii, aHiMmarii, cuctemMu Al Ta iHIII
iHCTpyMeHTU. Lle m03BOJIsSiE CYyTTEBO CKOPOTUTH Yac PO3POOKH Ta 30CEPEAUTHUCS Ha
peaizailii yHIKaJIbHUX MEXaHIK T'pH.

Takum uumnoM, Unity € epEeKTHBHUM IHCTPYMEHTOM JJisi CTBOPEHHS CY4YaCHUX
IrpOBUX TMPOEKTIB, 30KkpeMa y sxkanpi Survivor-like. ¥V pamkax gaHoi AMIIoMHOI poOOTH
e pyIniii 3abe3neuye TeXHIUHY OCHOBY Ui peaiizamnii rpu «Fantasy Poly Survivor»,
BKJIFOYAIOUHX Tpadiky, JIOTIKY IrpOBOTO MPOIECY Ta B3a€EMO/I1I0 00’ €KTIB Y TPUBUMIPHOMY

CepeIOBUIIIL.

2.1.1 Unity Ta ioro 0co0,1uBOCTI

OnHiero 3 KIFOYOBUX ocobimBocTel irpoBoro pymrist Unity Technologies e iioro
kpocruiatrpopmenicTh. lle o3nawae, mo mpoekTtu, crBoperi B Unity, MOXyTh OyTH
€KCIIOPTOBaHI Ha pi3HI MIaTGOpPMH, BKIIOYAIYH TEPCOHATBHI KOMIT IOTEPH, ITPOBi
KOHCOJI1, MOOUTBHI TpHCTpoi Ta BeOcepenoBuia. Taka MOXKIHUBICTH JO3BOJISIE 3HAYHO
PO3MIMPUTH OTEHIIHHY ayUTOPIIO TPy Ta 3a0e3mnedye ii JOCTYMHICTh sl KOPUCTYBAYiB
13 pI3HUMHU TUIIAMU TIPUCTPOIB 1 ONEPaAIHHUX CUCTEM.

Oxkpim 1poro, Unity niaATprUMy€e OCHOBHI omepalliiiHi cuctemu, 30kpeMa Windows,

macOS Ta Linux, mo poOWUTh HOTO yHIBEpPCATbHHM IHCTPYMEHTOM [JI PO3POOKH
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HE3aJIeXKHO BiJl cepeioBUIla nmporpamicta. Lle 0ocobimnBo BaxxIUBO 111 1HA1-PO3pPOOKH, /i€
KOMaH/1a ab0 HaBITh OJIMH PO3POOHHUK YaCTO MPAIO€ HA PI3HUX MIaTHopMax.

Baxmuoro nepeBarotro Unity € mmupokuid HaOip BOYIOBaHUX IHCTPYMEHTIB 1
KOMIIOHEHTIB, SIKI 3HAYHO CIPOINYIOTh MPOIEC CTBOPEHHS Tpu. Po3poOHHMK OTpuMye
JOCTYTI JIO TOTOBUX PIllIEHB Ji1 POOOTH 3 (PI3UKOI0, aHIMAIIIEIO, OCBITIICHHSM, ayaio Ta
ITYYHUM 1HTENeKTOM. Lle n03Bosisie 30cepeuTHCs HE Ha HU3BKOPIBHEBINA peanizalii
0a30BHX CHUCTEM, a Ha CTBOPEHHI irpOBOTr0O MPOIIECY Ta MOKPAIIEHHI KOPUCTYBAI[bKOTO
JTOCBITTY.

VY koHTeKcTi po3podku rpu «Fantasy Poly Survivor» me mae ocoO/MBe 3HaYCHHS,
OCKUIbKHU kaHp Survivor-like mepen0ayae BeNMKy KUIBKICTh OJJHOYACHMX OO’ €KTIB Ha
CIleHI, 30Kpema BoporiB, edekriB Ta B3aemoxid. Unity 3abesnedye TOCTATHIO
NPOAYKTUBHICTH Ta ONTUMI3alliiHI MOKJIMBOCTI JJIs1 CTAa0UIBHOT pOOOTH TAKUX CHCTEM.

e ognieto cunpHOIO cTopoHOoi0 Unity € miaATpuMKa poOOTH 3 pI3HUMH (hopMaTamMu
MyJIbTUMENIMHNX (aiiaiB. Pymriii 1o3Bossie jierko imMmoptyBatu 3D-Mogeni, TeKCTypH,
aHiMaIrii, ayaio- Ta Bimeodaiinm, 10 3HAYHO MPHUIIBUJIIYE TPOIEC HAMOBHEHHS TPHU
KOHTEeHTOM. [e 0co61mBO BaxTMBO 11J1st Tpo€eKTiB y ctuiii Low Poly, ne Benuka KibKiCTh
BI3yaJIbHUX €JICMEHTIB BUKOPUCTOBYETRLCS JIJIsSI CTBOPEHHS aTMOChEpH TPH.

Unity Tako»X aKTUBHO BUKOPHCTOBYE MOBY MporpamyBaHHs C#, sika € OCHOBHOIO
MOBOIO JJIi CTBOPEHHs IrpoBOi JoOriku. BoHa mg03BoJIs€ peanizoByBaTH IOBEIIHKY
NEPCOHAXIB, CHUCTeMY 0010, TeHEepallil0 XBWJIb BOPOTIB, CHUCTEMY JOCBIAYy Ta IHIII
KIFOUOBI MEXaHIKM TPpHU. 3aBIOSKH 3po3yMiniii cTpykTypi C# po3poOka crae OuIbII
OpraHi30BaHOIO Ta 3PYYHOIO JIsl MAaCIITA0yBaHHS MPOEKTY.

Oxpemy pouib Binirpae BizyanbhHuii pegaktop Unity, siKuil 103BOJIsIE CTBOPIOBATH
irpoBi crieHn 0e3 HEOOXITHOCTI IOCTIMHOTO HamUCaHHS Koay. Po3poOHHMK MoOxe
PO3MINTYBaTH 00’ €KTH, HATAIITOBYBATH KaMepH, CBITIO0, (Di3UYHI B3aEMO/IIi Ta TECTyBaTH
pe3yabpTaT y peasibHOMY 4aci. Lle 3HauHO MPHUCKOPIOE MPOIeC PO3POOKH Ta JT03BOJISIE
IIIBUJIKO BHOCHTH 3MiHHU y TeUMIUICH 1 OaTanc rpu.

VY Bumnazaky «Fantasy Poly Survivor» penakrop Unity € KJIFOYOBUM IHCTPYMEHTOM
JU1s1 TOOYI0BU IrPOBUX apEH, PO3MIILEHHS BOPOT'iB, HAAIITYBaHHS XBUJIb Ta TECTYBaHHS

MOBE/IIHKU NIEpCOHaXa Oepcepka B yMOBaX MOCTIMHOIO HATUCKY MPOTUBHHUKIB.
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Takox Unity Mae g00pe pO3BUHEHY €EKOCHCTEMY Ta BEIUKY CILUIBHOTY
po3poOHuKiB. Lle 03Hauae, m10 mijg Yac CTBOPEHHS I'PU MOXHA BUKOPUCTOBYBATH T'OTOBI
pIlIEHHS, OTPUMYBATH HIATPUMKY, 3HAXOJAUTH MPUKIIAIU pealizalii MEXaHIK Ta MIBUAKO
BUPIIIYBAaTH TeXHIYHI Ipobiemu. Lle 0cobamBo KOpUCHO B 1H1-pO3poOLIl, € MBUAKICTh
MPUIHATTS pillIeHb MA€ BEJTMKE 3HAUCHHS.

OxpeMoi yBaru 3aciyroBye MIATpUMKa MOOUIbHOI po3poOku. Unity mo3BoJisie
ontuMmizyBaTu irpu s Android Ta 10S, amantyrouu KepyBaHHS, MPOAYKTHUBHICTH Ta
rpadixky mig MoOUTbHI pUcTpoi. Lle BiAKpuBae MOKIUBICTh PO3MIMPEHHS ayAUTOPIi Ta
pPOOUTH TPy AOCTYIHOIO JJIsi KOPUCTYBadiB CMapTQOHIB 1 MIJIAHIIETIB.

Takum uunom, Unity € yHIBepCaJIbHUM Ta TOTYKHUM PYLIIEM, SKUN TMOETHYE
3py4YHICTh BUKOPUCTAHHS, BUCOKY MPOJYKTUBHICTh Ta THYYKICTh y PO3poOIl. Y Mexkax
JaHOi AUIIIOMHOT poOOTH BiH BUKOPHUCTOBYETHCS SIK OCHOBHA TEXHOJOTIYHA 0Oa3za Jyis
peamizariii rpu «Fantasy Poly Survivor», 3a6e3neuyroun cTabiIbHICTh pOOOTH, THYUKICTh

y po3po0I1i Ta MOKJIMBICTh peaitizaiii CKJIaJHUX IrPOBUX CIICHApIiB skaHpy Survivor-like.

2.1.2 MoxauBocTi pymisi Unity 1Jist po3pooku irop :xanpy Survivor-like

Onniero 3 Ka0YoBHX IiepeBar irpoBoro pymis Unity Technologies e iioro
KOMITOHCHTHA apXiTEKTypa, sika 0a3yeThCs Ha IPUHITUII PO3AUICHHS ITpOBHX 00’ €KTIB Ha
okpemi Jsoriuni monymi. Y Unity KoXeH OO0 €KT CIEHH CKIaIaeThCs 3 HaboOpy
KOMITOHEHTIB, IO BiAMOBIZalOTh 3a MeBHI (QYHKINI, Takl sk pyX, (i3uka, Koiizii,
Bi3yauri3allisi Ta JIOTiKa TOBEIIHKH.

Taxuit miaxig € oco0auBO €(EeKTUBHUM I irop skaHpy Survivor-like, me Ha
ITpOBIf CIIEHI OJHOYACHO TPUCYTHS BENMKA KIUIBKICTh 00 €KTIB: MEPCOHAX TpaBIif,
BOpOTH, €(PEKTH, CHApSAM Ta CJIEMEHTH OTOYCHHS. 3aBISIKM KOMIOHEHTHIN CHCTEeMIi
MOXXHA JIETKO MAacmITa0yBaTH MPOEKT 1 KEPyBaTH BEIMKOIO KUTBKICTIO B3a€EMOJINA MiXK
00’ekTamMu 0€3 3HAYHOTO YCKJIAJHESHHS KOY.

Y koHtekcti Tpu «Fantasy Poly Survivor» e mo3Bosisie OKpemMo peaiizyBaTd
JOTiKy rpaBus (kjgac Oepcepkepa), CUCTEMY BOPOTiB, MEXaHIKY XBWJIb Ta CUCTEMY

OTPUMAaHHS JOCBIy, 30epiralouu Mpu UbOMY MOJYJIbHICTh IFPOBOT apXITEKTYPH.
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[Ile oaniero BaxiauBOK mnepeBarot0 Unity € HasBHICTb BEIMKOI KUIBKOCTI
BOY/I0BaHUX 1HCTPYMEHTIB JIJIsl poOOTH 3 (h13UKOI0, aHIMAIII€10, 3BYKOM Ta rpadikoro. Le
J03BOJISIE CTBOPIOBATU OUIbII KMBUM 1 TWHAMIYHUNA ITPOBUNA MPOLEC, IO € KPUTHYHO
BOXJIMBUM i1 Survivor-like irop, Ae mocTiiiHUN pyx 1 B3aeMOJis 00’ €KTIB POPMYIOTh
OCHOBHHU TeUMIUIEMHUHN ITUKII.

Takox Unity Hafae MOKIIMBOCTI Jij1s1 6a30BO1 peaizailii MTYYHOTO IHTEJIEKTY, 110
JI03BOJISIE CTBOPIOBATH IMOBEJIIHKY BOPOTIB, iX IMEpecyBaHHS JO TPaBlsd Ta pPeakilio Ha
irpoBi noaii. Ile oco6nuBO BakiuBo st xkaHpy Survivor-like, e Beamka KUTbKICTb
NPOTUBHHUKIB IMOBUHHA JISTH OJTHOYACHO Ta CTBOPIOBATH MOCTIHHUHN THUCK Ha TPaBIIS.

OxpeMol1o nepeBaroro pyliis € maTpuMKa KpocruiargopmeHocTi. Irpu, cTBopeHi B
Unity, MOXyTh OyTH €KCIIOpTOBaHi1 Ha pi3Hi miatdopmu, Bkirodatoun [1K, MoOuTBHI
npuctpoi Ta KoHcomi. lle 3abe3meuye mUpOKEe OXOIUICHHS ayAMTOpii Ta JO3BOJISE
aJlanTyBaTH TPY I Pi3HI NPUCTPOi 0€3 HEOOX1THOCTI MOBHOTO MEPETUCYBAHHSI POEKTY.

Jlns 1H7i-po3poOKu 116 Mae OCOOJIMBE 3HAYEHHS, OCKUIBKU JIO3BOJISIE IIBUIKO
TECTYBATH Ta PO3MOBCIOKYBATH irpoBi MpoTOTHIIH. Y Buaaky «Fantasy Poly Survivor»
e Ja€ MOXJIMBICTh 30CEPEAUTHCS Ha ITPOBOMY JOCBifl, OajaHCl Ta Bi3yallbHIH
CKJIQJIOB1i, HE BUTPAYAIOUH 3aiiBl pecypcH Ha TiaTdopMo3alierkHi peaizarlii.

[le oxniero cuibHOIO cTOpoHOIO Unity € po3BUHEHA €KOCHCTEMa PO3IIMPEHb Ta
TOTOBUX PIllIEHb. 3aBIAKU IbOMY PO3POOHHMK MOKE BUKOPHUCTOBYBATH BXKE CTBOPEHI
iHcTpyMeHTH anig podoTu 3 Ul, aHIMalisMu, reHepaiicro KOHTEHTY Ta ONTHUMI3aIli€lo
MPOAYyKTUBHOCTI. 1le 3HauHO MPUIIBHAIITYE TTPOLIEC PO3POOKH 1 TO3BOJISIE 30CEPEAUTHCS
Ha KIIFOYOBUX MEXaHIKax T'pH.

BaxnuBy poinb Bimirpae TakoK akTHBHA CHUIbHOTa po3poOnHukiB Unity. Bona
3abe3mnedye TOCTYII A0 BETUKOI KUTBKOCTI HaBUaJIbHUX MaTepiaiiB, MPHUKIA B peari3arii
MEXaHIK Ta pimeHb TUMOBUX Mpobiem. lle cyrTeBo cmpomrye mpormec po3poOKw,
0COOJIMBO Ha eTarli CTBOPEHHSI CKJIQJHUX CUCTEM B3a€MO/I1i 00’ €KTIB y Tpi.

Taxum unaoM, Unity Hasiae BCi HEOOXiHI IHCTPYMEHTH Jis €(pEKTUBHOT pO3pOOKH
irop xkaHpy Survivor-like. ¥ mexax mpoekty «Fantasy Poly Survivor» meii pymriit
BUKOPHUCTOBYETHCSI SIK OCHOBHA TEXHOJIOTIYHA 0a3za sl peaiizalii IrpoBOi JIOTIKH,

CUCTEMH XBHIJIb, IOBEJAIHKHA BOPOTiB Ta 3arajibHOI ApXITEKTYpH T'PH.
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2.1.3 IlepeBarn Ta oOMexeHHsi BUKopucTaHHsA Unity aiasi po3poOku irop
skaHpy Survivor-like

Bukopucranns irposoro pymrist Unity Technologies anst cTBopeHHs irop kaHpy
Survivor-like Mae HH3KY CyTTEBUX IEpeBar, siki 0e3mocepeIHbO BIUIMBAIOTh HA SKICTh
(1HATBHOTO MPOAYKTY Ta €()EKTUBHICTh MIPOLIECY PO3POOKH.

OpHi€ero 3 TOJOBHUX NIEpeBar € NoTykHi MoxinBocTi Unity y cdepi rpadiusoro ta
BI3yaJbHOTO OoQopMieHHs. Pyiiiil 103BoJisie CTBOPIOBATH SKICHI TPUBUMIPHI CLEHHU 3
BUKOPUCTAHHSIM OCBITJICHHS, TiHEH, MOocTOOpoOKHU Ta aHimalii. Lle ocobmuBo BaxIIMBO
s Survivor-like irop, ne Bi3yalibHa 4MTa0EIBHICTH BEJIHUKOI KITBKOCTI 00’€KTIB Ha
€KpaHi € KPUTHYHOKO JJIs1 KOM(OPTHOTO iIrpoOBOTO MPOIIECY.

VY mexax npoekty «Fantasy Poly Survivor» e mnossossie peanizyBatu Low Poly
CTUJIICTUKY, SKa TMOEIHYE TMPOCTOTY MOJENIeH 13 JOCTaTHIM pIBHEM Bi3yalbHOI
npuBabJIMBOCTI Ta BUCOKOIO MPOJYKTUBHICTIO. 3aBASKA LBOMY Tpa 3alIUIIAETHCS
3pO3YMIJIOI0 HaBITh Y MOMEHTH BEJIMKOI KUTBKOCT1 BOPOT'iB 1 €PEKTIB Ha €KpaHi.

[le oaHi€r0 BaXJIMBOIO MEPEBArol0 € MiATpUMKa ayaiocuctemu. Unity q03BOIISIE
iHTerpyBaTH (POHOBY MY3HUKY, 3BYKOBI €(DEKTH yaapiB, Jii mepcoHa)ka Ta moaii y rpi. Lle
mifcuiIoe atMocdepy HampyKEHOTO BHXKHBAHHS Ta POOWUTH IrpOBHM Mpoliec OLIbII
€MOIIITHO HACUYECHUM.

Takox BaXKJIMBOIO TIEPEBArol0 € THYUYKICTh PYIisl Y poOOTi 3 BEIMKOIO KUIBKICTIO
00’exTiB. Survivor-like irpu mepen6adaroTh OJJHOYACHY AKTHBHICTH BEJIMKOI KUTBKOCTI
BOPOTiB, CHapsiB Ta eexTiB. Unity 103BoJIsI€ €PEKTUBHO KEPYBATH TAKUMHU CHCTEMaMH,
OJIHaK MOTpeOye TPaMOTHOI ONTUMI3AIIIT IS MIATPUMKH CTa0TbHOT MPOTYKTUBHOCTI.

Boanouac Bukopuctanas Unity mMae i meBHI oOMexeHHsI. OHUM 13 OCHOBHHX €
HEOOXITHICTh PETENBHOI ONTUMI3AIlil TPOAYKTUBHOCTI. [Ipu BemuKiil KiTbKOCTI 00’ €KTIB
Ha CIICHI MOXJIMBE 3HMIKCHHSI 9aCTOTH KaJpiB, OCOOJIMBO Ha clabmux mpuctposx. Lle
BUMAara€e BiJ PO3pOOHHMKA MPOIYMAHOTO MIAXOMY JO CTBOPEHHS ITPOBUX CHUCTEM Ta
KOHTPOJTIO HABAHTAKCHHSI.

OKkpeMuM BUKJIUMKOM € OOMEXEHICTh BOYJIOBAHUX PILIEHb JJISI CKJIAQJHUX CUCTEM

mTy4Horo iHTenekty. Xoya Unity Hajlae 0a30B1 IHCTPYMEHTH JJIs pealti3allii HOBEIIHKU



29

00’€KTIB, CKJIJIHI JIOTTYHI CHUCTEMH BOPOTIB Ta IX B3a€MOJAIl 3 IpaBLEM NOTPeOYIOTh
JI0AAaTKOBOI pOo3p0oOKH a0 BUKOPUCTAHHS CTOPOHHIX pirieHb. Y xaHpi Survivor-like e
0COOJIMBO BaXJIMBO, OCKUIHKH BEJIMKA KIJIbKICTh MPOTUBHUKIB OBUHHA J1SITH OJTHOYACHO
Ta CTBOPIOBATHU BIUYTTS MMOCTIHHOTO THCKY.

Takox ciij BpaxoByBaTH 0OMEKEHHS, OB’ s13aH1 3 MacIITa0yBaHHSAM MPOEKTY. Y
BUIMAJKy 3HAYHOTO 30UIBIICHHS KUIBKOCTI 00’€KTIB, €(PEKTIB Ta CHUCTEM B3a€EMO/IIi
HEOOXI1JTHO pEeTeJIbHO KOHTPOJIFOBATH BUKOPUCTAHHS PECYPCIB IMam’ ST Ta miporiecopa. bes
ONTHUMI3aIlli 11€ MOXKEe MPU3BECTHU JI0 3HIKECHHS CTa0LILHOCTI TPH.

HesBakatoun Ha 11 oOmexeHHs, Unity 3anuiiaeTscs OAHUM 13 HAMOUIbII
e(peKTUBHUX PYIIiiB /IS CTBOPEHHS irop xaHpy Survivor-like. Moro nepesarn y Burmsii
THYYKOCTI, BI3yaJIbHUX MOXJIMBOCTEH Ta MIATPUMKH KPOCIIAT(GOPMEHOCTI 3HAYHO
NepeBaXKar0Th TEXHIYHI CKJIAJIHOCT1, OCOOJIMBO JIJIsl 1H/1-TIPOEKTIB.

Y pamkax po3pobku rpu «Fantasy Poly Survivor» mi mepeBaru 103BOJISIOTH
30CEpEIUTUCS Ha TOJOBHOMY — CTBOPEHHI SIKICHOTO IrpoBOTO JOCBimy, OaylaHcy

CKJI&,ZIHOCTi Ta aTMOC(bepHOI“O BUJKMBAHHA, 10 € KIIFOYOBUMHU CIICMCHTAMU KAHPY.

2.2 Orasg moBu nporpamyBanns C#

Moga niporpamyBanHsi C# € 0IHI€I0 3 OCHOBHUX MOB, III0 BUKOPUCTOBYETHCS JIJIS
PO3pOOKH IrpoBHX AOAATKIB y cepedoBuiii irpooro pyiris Unity Technologies. Bona
IIUPOKO 3aCTOCOBYETHCS B IHIYCTPil 3aBASKH CBOill MPOCTOTi, CTPYKTYPOBAHOCTI Ta
MOTYXXHUM MOXKIJIUBOCTSIM 00’ €EKTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS.

Cunrakcuc C# mae neBHY cXOXicTh 13 MoBamu C Ta C++, 10 MOJErmye Horo
OCBOEHHS JIJIs1 pO3POOHHMKIB, K BXKE MaIOTh 0a30Be po3yMiHHS X MOB. [Ipu mbomy C#
€ OUThIII OE3MEYHOI0 Ta BUCOKOPIBHEBOIO MOBOIO, 110 3MEHIIYE KUTHKICTh TOMHJIOK TIPH
PO3pOOITi CKIIATHUX MPOTPAMHUX CHUCTEM.

Opniero 3 xmovoBux mnepeBar C# € mOTpuMKa TOBHOIIIHHOTO 00’ €KTHO-
OpIEHTOBAHOTO TpOrpaMyBaHHSI. MoBa J03BOJIIE BHUKOPHCTOBYBATH KJIACH, 00 €KTH,

HaCIIyBaHHs, HKaNCysUio Ta noaiMopdizm. Ile oco0auBO BaxKIMBO IpHU po3pooOIli
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Irop, OCKUTIBKHU JT03BOJISIE CTPYKTYPYBATU KOJ Y BUIJIS1 JOTTYHUX MOJYJIIB, HAIPUKIA:
rpaBellb, BOPOTH, CUCTEMA XBUJIb, CUCTEMA JIOCBiY Ta OOKOBa cucTeMa.

VY konTekcTi rpu «Fantasy Poly Survivor» sBukopucrants C# 103BoJisi€ pO3AUTUTH
JIOTIKY TPY Ha OKpeMi KOMIIOHEHTH, TaKi K YIPaBIIHHS epCcOHaxXeM (Kiac bepcepkepa),
MOBE/IIHKA BOPOTiB, CUCTEMa HAHECEHHs IIKOAM Ta cuctema mporpecii. Takuid miaxif
3a0e3Ieuye 3p03yMuly apXiTeKTypy MPOEKTY Ta CHPOILY€E HOTO MOAAIBINY MIATPUMKY 1
PO3IINPEHHS.

BaxnuBoto mepeBaroro C# e #oro ramboka interpamis 3 Unity udepe3 Unity
Scripting API. Ile nae MOXJIHMBICTh HampsiMy B3a€EMOJIATHU 3 yCiMa CHUCTEMaMM PYIIis,
BKJIIOUAIO4YM pOOOTY 31 ClieHaMH, IrpoBUMH 00’ ekTamu, (¢izukoro, aHiMaiiero, Ul ta
3BYKOBUMH €(deKTaMU. 3aBISKH [IbOMY PO3POOHHK MOXE peari30BYyBaTH MOBHUH IHUKII
IrpoBOT JIOT1KK 6€3 HEeOOXITHOCTI BUKOPUCTAHHS 30BHIIIHIX IHCTPYMEHTIB.

OxpeMo ciil BIA3HAYUTH MIATPUMKY IOJIE€BOI MOJENI TMPOTpaMyBaHHs, sKa
aKTUBHO BUKOpHUCTOBYeThes B C#. BoHa mo03Bossie eeKTUBHO 0OpOOJISATH IrpoBi MOAII,
Taki SK OTpUMaHHS IIKOAHW, CMEpPTh BOpOTa, WIABUIINEHHS pIiBHA ab0 aKTHUBAIIis
3niOHocTei. Lle poOuTh koA OUIBII THYYKHM 1 3MEHIIYE 3aJeKHICTh MIXK OKPEMHUMHU
CUCTEMaMHU TPHU.

Takox C# minrpuMye 6araTonoTOYHICTh Ta aCHHXPOHHI OTepalrii, 1o Moxe OyTH
KOPUCHUM JIJIS ONITHMI3AIlli JeIKUX MPOIIECIB y I'Ppi, HAMPUKIIAJ] 3aBaHTAKEHHS PECypCiB
a6o0 o0O0poOKM cKIaAHUX OOYHCIeHb. Xoua B OurbmmocTi Bumagkie y Unity
BUKOPHCTOBYETHCSI OCHOBHHH IrPOBUM TOTIK, Il MOXKJIMBOCTI JO3BOJISIOThH ITABUIIUTH
3arajibHy MPOJYKTUBHICTH IPOEKTY.

Takum umnoMm, C# € e(pexTHBHOIO Ta 3py4YHOIO MOBOIO MPOTpaMyBaHHS IS
po3poOKM irop kaHpy Survivor-like. VY pamkax JaMIDIOMHOT poOOTH  BOHA
BUKOPUCTOBYETHCSI SIK OCHOBHUU IHCTPYMEHT peaiizallii irpoBoi Joriku rpu «Fantasy

Poly Survivor», 3abe3neuyroun rHydkicTh, MacTabOBaHICTh Ta CTPYKTYPOBAHICTD KOJTY.
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2.2.1 OcHOBHI XapaKTepUCTUKH MOBH nporpamyBanHus C#

MoBa mporpamyBanHs C# € OfHIEI0O 3 KIIOYOBUX TEXHOJIOTIH, IO
BUKOPUCTOBYIOTBCSA Yy CyYacHidl IrpoBiii po3poOiii, 0COONMBO B MOEIHAHHI 3 PYILIEM
Unity. BoHa HanexuTh 10 Cy4aCHUX MOB BHCOKOT'O PIBHS 1 MOEAHYE B COO1 MPOCTOTY
CHUHTAKCHCY Ta TOTYKHI MOJIMBOCTI JJIi CTBOPEHHS CKJIATHUX MPOTPAMHUX CHUCTEM.
3aBasiku 1boMy C# aKTHBHO BUKOPUCTOBYETBCS J1JIs peaji3alii IrpoBOi JOT1KH, B3aEMOI11
00’€KTiB, 0OpOOKHM MO Ta MOOYAOBHU apXITEKTYpH ITPOBUX JI0AATKIB.

Opnniero 3 6a30BuX xapaktepucTuk C# € ctpora tumizaiis. Lle o3Havae, 1o KoxxHa
3MiHHA, TlapaMeTp abo 00’€KT MarTh YITKO BU3HAYEHUW TUI JAaHUX. Takui MiIXif
JI03BOJISIE 3MEHIIIUTH KUIBKICTh TOMHJIOK Ha €Tari KOMIUIAILI1, MOKpalye YuTabenbHICTh
KOy Ta poOWTH mMporpamy OUIbII MependadyyBaHOW y BHUKOHAHHI. 3aBISKH I[bOMY
PO3pPOOHUK OTpUMYE OLIbIIIE KOHTPOIK HaJl CTPYKTYPOKO JaHUX 1 B3AEMOIIEI0 MIiX
KOMIIOHEHTaMH IPOTPAMH.

BaxxnuBoro 0cOOIMBICTIO MOBU € TIOBHA MIATPUMKA 00’ €KTHO-OPIEHTOBAHOTO
nporpamyBanHs. C# 103BOJIsiE BUKOPUCTOBYBATH KjacH Ta O00’€KTH SK OCHOBHI
OyniBesqbHI OJOKHM TMpOTpaMM, peali30BYBaTH CHAaJKyBaHHS, MoidiMopdhizM Ta
iHKancynsmito. Takui miaxia ocoOnmuBo epeKTUBHUN y po3poOIli irop, OCKUIBKH J1a€e
3MOTY JIOT1YHO CTPYKTYPYBATH BEIUKI CHCTEMHU: OKPEMI KJIACH MOXKYTh BIJIITOBIIaTH 3a
NEePCOHAXIB, BOPOTiB, MpeaMeTH, 00HoBI cuctemu abo iHTepdeiic xkopucTyBada. lle
3HAYHO CHPOIILY€ MOIAbIIEe MacIITa0yBaHHS MMPOEKTY Ta HOTO CYIPOBI.

[Ile omHieto cuiabHOIO cTOpoHOI0 C# € aBTOMAaTHYHE KEpyBaHHS IaMm’ STTIO 3a
JI0TIOMOT 010 MeXaH13My garbage collection. Po3poOHuky He moTpiOHO BpyUYHY 3BUTLHATH
nam’sith, SIK y JESKHUX HU3BKOPIBHEBUX MOBAX, OCKUIBKM CHCTEMa caMma BHU3HA4Ya€ Ta
OUHIIa€ HEBUKOPHUCTaHI pecypcu. lle 3MeHITye pu3uK BUTOKIB Mam’STi Ta MiABUIILYE
CTaOUTbHICTh POOOTH 3aCTOCYHKY, IO OCOOJIMBO BAXKJIMBO JJISl ITPOBUX MPOEKTIB 13
BEJTUKOIO KUTBKICTIO 00’ EKTIB.

Oxpemo cmia Bim3HaumTu iHTerpamiro C# 13 mmatdopmoro .NET, ska wHamae
BEJIMKUN HaOip roToBHX OI0710TEK 1 pillleHb. 3aBISIKA LIOMY PO3POOHHKU MOXKYTh
BUKOPHCTOBYBAaTH BXK€ peali30BaHl IHCTPYMEHTH [Jsi poOoTu 3  (Qaiinamu,

MaTCMaTHYHUMHN 06‘-II/ICJ'IGHH$IMI/I, KOJ'IeKI_[iHMI/I JaHHuX, MCPECKCIO Ta IHINUMU CUCTEMHUMU
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3agayami. [le 3HaUHO MPUCKOPIOE MPOILIEC PO3POOKH 1 TO3BOJISE 30CEPEIUTHUCS HA ITPOBIid
JIOT1L1, & HE HA HU3bKOPIBHEBUX JETANSIX peati3allii.

Takox C# miATpUMy€e aCHHXPOHHE MPOTPAMYyBaHHA, IO PEATBYETHCS 4Yepe3
MexaHi3M async/await. L[ MOXIUBICTb € OCOOJMBO KOPHUCHOIO B Irpax, OCKUIbBKH
JI03BOJISIE BAKOHYBATH TPpUBAJ1 orepanli (Halpukiad, 3aBaHTaKEeHHs ClieH a0o poOoTy 3
Mepexer) 6e3 OJIOKyBaHHS OCHOBHOI'O IPOBOrO MOTOKY. Y pe3yJbTari Ipa Mpaifoe
OUIBIII IJIABHO, a B3aEMO/IiSI 3 KOPUCTYBAYEM 3IUIIIAETHCS CTAOUTBHOIO Ta KOM(GOPTHOIO.

Taxum unnoM, C# € yHiBepcanbHOIO Ta e(heKTHBHOIO MOBOIO MTPOTpaMyBaHHS, sKa
MO€EAHYE TPOCTOTY BUKOPHUCTAHHS 3 MOTYKHUMH (YHKITIOHATBHUMH MOXJIHBOCTIMU. Y
KOHTEKCT1 po3poOku irop Ha Unity BoHa 3a0e3nedye HEOOXIIHHUM 1HCTpyMEHTapii ass

CTBOPCHHA CTPYKTYPOBAHUX, IPOAYKTHBHUX Ta MacIITaOOBaHUX inOBI/IX HpOEKTiB.

2.2.2 Bukopuctanus moBu C# y po3po0Oui irop na pyuii Unity

Moga nporpamyBanHsa C# € OCHOBHUM 1HCTPYMEHTOM peaizailii irpoBoi JIOTiKHA B
cepenoBuii Unity 1 (pakTHYHO BHCTYMA€E CTAHIAPTOM JJISl CTBOPEHHSI IrPOBUX ITPOEKTIB
Ha 1[bOMY pyiIii. BoHa BUKOPUCTOBY€ETHCSA NJIsi OMHUCY MOBEIIHKH 00’ €KTIB, KEPYBaHHS
ITPOBUMHU TIOISIMH, peaizallii CHCTeM B3aEMOJIl Ta MOOYAO0BH 3arajlbHOi apXiTeKTypH
rpu. 3aBaaku riookii interpariii Unity 3 C# po3poOHUKH OTPUMYIOTH 3MOTY €(DEKTUBHO
MOETHYBATH BI3yaJIbHY PO3POOKY CIIEH 13 TPOrpaMHOI0 pealtizallicro (yHKI[IOHATY.

VY nporeci ctBopenns rpu Ha Unity C# no3Bosisie peanizoByBaTH IMUPOKUANA CIIEKTP
3a/1ay, OYMHAIOYM BiJl 0a30BOi JIOTIKH IrpOBOTO MPOIECY 1 3aBEPIIYIOYH CKIATHUMH
CUCTEMaMHU TOBEMIHKK 00’ €KTiB. 30Kpema, 3a JOMOMOTOI0 Ii€l MOBH MPOTpaMyBaHHS
MO>KHa 00pOOJISATH BBEACHHS KOPUCTYBaua, KEPYBATH PyXOM ITEPCOHAXKIB, peaTi30ByBaTH
OOlOBI MEXaHIKH, CHCTEMY B3a€EMOJIi 3 OTOYCHHSM, a TaKOXX KOHTPOIJIOBATH CTaH
irpoBoro cBity. Taka THy4kicTh pobuth C# yHIBepcaqbHUM PINICHHSAM ISl PI3HUX
KaHPIB 1rop, BKIIOYAIOYU TTOKPOKOBI CTpaTerii Ta survival-mpoekTH.

Baxnuoro mepeBarotwo BukopuctanHs C# y Unity € Te, 0 MOBa OpraHigyHO
IHTErpOBaHa B apXITEKTypy pyllis. YCi irpoBi 00’€KTH MOXKYTh OyTH TOB’s3aHi 31
ckpuntamu C#, skl KepylOTh IXHbOIO MOBEAIHKOIO 4epe3 KoMmnoHeHTU. lle BiamoBigae

KOMIIOHEHTHO-OpieHTOBaHOMY Tifaxoay Unity, A€ KOXKEH 00’€KT CIIEHU CKIAJAEThCS 3
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Ha0opy He3aJeKHUX MOJYIIB. Taka CTpyKTypa J103BOJISE JIETKO MacIITa0yBaTH MPOEKT,
MMOBTOPHO BUKOPHUCTOBYBATHU KO/ 1 PO3AUISATH BIANOBIIAIBHICTh MK PI3HUMHU YaCTUHAMU
CUCTEMHU.

Kpim Ttoro, cepenoBumie Unity Hamae 3pydHi IHCTpyMEHTH st pobotu 3 CH#,
30KpeMa IHTETPalliio 3 PEIAKTOPOM KOAY, MOKIIMBICTh MUTTEBOTO TECTYBAaHHS CKPHUIITIB
Ta HaJlaroJKeHHs 0e3M0cepeIHRO B IrPOBiii clieHl. Lle 3HauHO ckopovye LUK po3pOOKH,
OCKUTBKH PO3POOHUK MOXKE OJipa3y OaduTu pe3yJabTaT 3MIH y KOAl Ta IIBUIKO
KOPUT'yBaTH MOBEAIHKY IT'POBUX 00’ €KTIB.

OxpeMo ciif] BiI3HAYUTH KpoctuiatgopMeHi MoxkinBocTi C# y moeananHi1 3 Unity.
OpuH 1 TOM camMuii IPOrpaMHUI KO MOKe OyTH BUKOPUCTAHUH JU1st 301pKU TPU HA PI3HUX
wiargopmax, BKIIOUAIOYM TMEPCOHANBHI KOMIT FOTEpU, MOOUIbHI MPHUCTPOi Ta IrpoBi
koHcoJi. Lle 103BoIsi€ 3HAYHO 3MEHIIIUTY BUTPATH Yacy Ha afanTalliio IpOoeKTY Mij pPi3Hi
npucTpoi Ta 3a0e3nedyye IIUPOKUN OXOIUICHHS ayauTopii 0e3 HeoOXiTHOCTI
HepenuCyBaHHs JIOTIKH T'PH.

Takum uymHOM, BukopucranHs C# y Unity € xito4oBuM (pakTopoMm e(eKTHBHOI
pPO3pOOKHK 1rop, OCKUIBKH TIOEAHYE B €001 THYUYKICTH MPOTpaMyBaHHS, 3pYYHICTbH
1HTEerparii Ta MOXKJIMBICTh CTBOPEHHS MacIITA0OBAaHUX ITPOBHX CHUCTEM 13 MIATPUMKOIO

pi3HUX MIaT(GopM.

2.2.3 IlepeBarm Ta oO0Me:KeHHSI BUKOpPUCTAHHA MoBu C# y po3poOui
NMOKPOKOBMX CTpaTeriii

Buxopucrannas moBu nporpamyBadas C# y po3poO1li MTOKPOKOBUX CTpaTeriii Ha
6a31 pymis Unity Mae HH3KY CYTTEBUX TIepeBar, skl poOnsaTh ii OgHUM 13
HAHONTHMAJIBHIININX 1HCTPYMEHTIB JIJII CTBOPEHHS IrpOBUX 3acTocyHKIB. [lepmr 3a Bce,
C# xapakTepu3y€eThCs BIIHOCHOIO MPOCTOTOI0 CHHTAKCUCY Ta 3PO3YMLIOI CTPYKTYPOIO
KOJy, 10 3HAYHO 3HWXKYE TMOPIr BXOUKEHHS NJIsi HOBUX pOo3poOHUKIB. Lle mo3Bossie
IIBUJIIIIE OMTAHOBYBATH MOBY Ta MEPEXOAUTH JI0 MPAKTUIHOI peaizallii irpoOBUX MEeXaHiK
0e3 HeOOX1THOCT1 IMMOOKOT0 3aHYPEHHS Y CKJIaJIH1 HU3bKOPIBHEB1 KOHIICTIII.

JlonaTKOBOIO MEPEBArol0 € HasBHICTh BEJIWKOI KUTBKOCTI CTaHAApTHUX 010J110TEeK

Ta BOYJOBAaHUX IHCTPYMEHTIB, $KI 3HA4YHO CHPOUIYIOTh MPOILIEC MPOTPaMyBaHHS.
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Po3po6HUK MOKe BUKOPUCTOBYBATH T'OTOBI1 PIIICHHS AJisI pOOOTH 3 KOJEKI[ISIMU JJAHUX,
MaTeMaTUYHUMU ONepalisMHu, 0OpoOKOI0 MoAli Ta iHmKMMH Oa3oBUMM 3agadamu. Lle
JI03BOJISIE 30CepeIUTUCA 0€3MOCEPEeIHRO HA peaizailii irpoBoi JOriKU Ta MEXaHIK, a He
Ha HamMCcaHH1 JOMOMDKHOTO (DYHKI[IOHATY 3 HYJIA.

BaxnuBum (aktopom € Takox Bucoka iHTerpaiis C# i3 cepemopuiiem Unity Ta
30BHILIHIMH THCTpYMEHTaMu po3poOku. 30kpema, cepenonuiie Microsoft Visual Studio
3abe3reuye po3MUPEeHi MOKIUBOCTI HAJAro/I)KeHHS, aBTOIONIOBHEHHS KOJIy Ta aHAII3Y
NOMWJIOK, III0 3HAYHO IiJBHIIYE MPOAYKTUBHICTh pO3pOOHMKA. Y TIOEJHAHHI 3
penakropom Unity 11e CTBOPIOE 3pyIHE CEPEOBHILE JUTSI IIBUIKOT pO3POOKH, TECTYBaHHS
Ta BJOCKOHAJICHHS IrPOBUX CUCTEM Y PEKHUMI PCAIBHOTO Yacy.

Opnak, monpu 3Ha4yHl mepeBard, BUKopuctaHHs C# Mmae 1 MeBHI OOMEKEHHS.
OnHUM 13 HUX € 3aJIeXKHICTh BiJ ekocucteMu Unity, OCKIJIbKM OCHOBHA IHTETpallisi MOBU
BIIOYBa€ThCsl camMe B Mexax 1boro pymid. lle Moxe meBHOIO Miporo 0oOMeExyBaTu
THYYKICTh y BUOOpP1 aJIbTEPHATHBHUX TEXHOJIOTIM a00 HeCTaHAAPTHHUX PIllIeHb, SIKI HE
niaTpumMytoThes Unity Hampsamy.

[Ile onnum acniekToMm € Te, mo C# € MOBOIO BHCOKOTO PiBHS, IO 1HOAI MOXKeE
BIUTUBATH Ha TMPOAYKTHUBHICTH y TOPIBHSAHHI 3 OLIBII HU3BKOPIBHEBUMHU MOBAMHU
nmporpaMyBaHHs. Y TIPOEKTaxX 13 BEJIMKOK KUIBKICTIO OJHOYACHUX OOYHCIEHb abo
CKJIQJTHOI0 CHUMYJIAIIIEI0 116 MOXE BHMAarath JOJATKOBOi ONTHUMI3alii KOAy JJIs
3abe3reueHHs cTabiibHOT poOoTH Tpu. Kpim TOro, mpu HempaBUILHOMY BHUKOPHUCTaHHI
pecypciB MOXKIIMBE HaBaHTa)KEHHS HAa CHCTEMY, IO OCOOJIMBO BAXIIMBO 1T MOOUTHHUX
maTgopM abo crabIImx MPUCTPOIB.

Takum unnom, C# € 30aaHCOBaHUM THCTPYMEHTOM ISl PO3POOKH MOKPOKOBUX
CTpaTeridi, SKWM TOEJHYE 3PY4YHICTh, (PYHKI[IOHAIBHICTh Ta IMHPOKI MOMIJIUBOCTI
iHTeTpalii, oJHaK MmoTpedye TPaMOTHOTO MIAXOAY MO ONTHUMI3aIlli Ta apXiTeKTypH

MPOEKTY JJIS TOCSTHEHHS MAaKCUMAJIbHOT €(DEKTUBHOCTI.
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2.3 Orasia cepepoBuia TPUBUMIPHOTro moaearwBanns Blender

Blender € 6e3k01ITOBHNAM 1 BIIKPUTUM MIPOTPAMHHUM CEPEIOBUILEM IS CTBOPEHHSI
TPUBUMIPHOI rpadiku, sIKE MUPOKO BHUKOPHUCTOBYETHCS y po3poOlLi irop, aHiMmarii Ta
Bi3yanizailiii. 3aBIsKu CBOil yHiBepcaibHOCTI Blender no3Bossie peanizoByBaTu MOBHUMA
LUKJI cCTBOpeHHs 3D-KOHTEHTY: Bii 6230BOI0 MOJIENIOBAHHS 00’ €KTIB 10 TEKCTYPYBaHHS,
PIITIHTY, aHIMAIlii Ta MiAITOTOBKX MOJIEJIEH 10 BUKOPUCTAHHS B IPOBUX PYIIISLX, 30KpeMa
Unity.

VY Mexax naHoi aumiioMHoi poOoTu Blender BUKOPUCTOBY€THCS $SIK OCHOBHUM
THCTpYMEHT CTBOpeHHsI low-poly rpadiku, 110 BiAMOBIA€ CTHIICTULI TpH. Takuii miaxiza
JI03BOJISIE  JTOCSATTH  BI3yallbHOI MPOCTOTH, BHUCOKOi MPOAYKTHMBHOCTI Ta IIBHAKOT

ONTUMI3allii IPOBUX CLIEH 0€3 BTPATH YUTAEMOCTI 00’ €KTIB y reiimIuiei.

2.3.1 OcHoBHi MoxkauBocTi Blender

Blender nigTpumye mupokuii Habip IHCTpYMEHTIB miig pobotu 3 3D-rpadikoro.
OCHOBHMMH MOKJIMBOCTSIMH € TIOJITOHAJIBHE MOJEIIOBaHHS, POOOTa 3 MPHUMITHBAMH,
ckynbnTHHT, UV-po3ropTka, TEKCTYpYBaHHS Ta 3alllkKaHHS MaTepiaiB.

Onwniero 3 kr04oBUX nepeBar Blender € 3pydnicTs cTBopeHHs low-poly Moaernei.
3aBAsSKH IPOCTiM pOoOOTI 3 BepIIMHAMHU, peOpaMu Ta TPaHsIMH PO3POOHUK MOXKE IIIBUIKO
dbopmyBaTu 6a30Bi hopMHu 00’ €KTIB Oe3 3aiiBoi meranizalii. Lle 0coOIMBO BaKIMBO IS
irop, OpIEHTOBaHUX HA MPOTYKTUBHICTH Ta BEJUKY KUTBKICTh 00’ €KTIB Ha CIICHI.

Blender Takox m03BOJISiI€E JIETKO TMpaIOBaTH 3 MaTeplalaMd Ta TPOCTUMU
TEKCTypaMH, 110 JTa€ MOXKJIMBICTh CTBOPIOBATH CTWJII30BaHy Tpadiky 0e3 morpedu y
CKIIQJHUX Imeiaepax. Y paHii poOOTI IIe CTajlo BaKIMBOIO IIEPEBAror, OCKUIBKH
OCHOBHHMM AaKIIEHT 3pO0JEHO Ha 4YWUTA0ENBbHOCTI IrPpOBOrO CBITYy Ta MIBHIKOCTI

PEHIIEPUHTY.

2.3.2 Buxopucranus Blender y po3po6ui rpu
VY mporeci po3pobku rpu Blender BUKOPHUCTOBYETHCS MJIsI CTBOPEHHS BCIX

OCHOBHUX IrpOBUX OO’€KTIB: MEpPCOHAXIB, BOPOriB, OTOUEHHS Ta JIEKOPATHUBHUX
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€JIEMEHTIB. Yl MOJIEJl CTBOPIOIOTHCS 3 YPaXyBaHHIM OOMEXEHOI KUIBKOCTI MOIIrOHIB,
110 BinoBigae cTuiito low-poly Ta 3a0e3nedye cTabUIbHY IPOAYKTUBHICTD TPH.

Oco0nuBa yBara npuaiig€Tbcsl aBTOPCbKOMY Bi3yalbHOMY CTHIIIO. BukopucTanus
copouieHuX (GopM 1 MIHIMQJIICTUYHUX TEKCTYp JI03BOJISIE CTBOPUTHU BIII3HABAHY
CTUJIICTUKY T'PH, sIKa HE MEePEeBaHTaXye IpaBllsd AeTalsIMU, aje 30epirae aTMoCc(epHICTh 1
YUTa0ENBHICTD IFPOBOTO MPOIIECY.

Excrniopt mopeneit 3miicHoeThest y gopmati, cymicHomy 3 Unity (Hampukiian,
FBX), mo no3Bojisie 6e€3 BTpaTH SKOCTI IHTErpyBath 00’ €KTH B irpoBi cuenu. Lle
3abe3reuye MBUAKWANA Ta 3pYYHUN MNalIaiH MDK MOJEIIOBaHHSM Ta peati3alli€io

T€UMILIEIO.

2.3.3 IlepeBaru Bukopuctanusa Blender y po3po0ui irop

OcHoBHoto nepeBaroto Blender € iioro moBHa O€3KOIITOBHICTH Ta BIAKPHUTHIMA
BUXITHUN KOJ, IO POOUTH HOTr0 JOCTYIMHHUM IS 1HJ1-PO3POOHUKIB 1 CTYJIEHTCHKHX
npoekTiB. Lle m03BoJIsIE CTBOpPIOBATH MOBHOIIHHHUM ITpOBHI KOHTEHT 0€3 (hiHAaHCOBHX
BUTpAT Ha JIIIEH3II.

Jlpyroto Ba)XJIMBOIO IEPEBArol0 € MBHUAKICTH CTBOpeHHs low-poly koHTeHTY. Y
KOHTEKCTI JIaHO1 TPU 1€ KPUTUYHO BAXKJIMBO, OCKUIBKHU JO3BOJISIE IIBUIKO HATIOBHIOBATU
IrpoBHi CBIT 00’€KTamMu 0€3 TPHBAJIOTO BUPOOHHUYOTO HUKIY. [IpocToTa iIHCTpYMEHTIB
MOJICJTFOBAHHS Ja€ MOKJIUBICTh IIIBUJIKO 3MIHIOBATH T€OMETPII0 MOJICIICH Ta aJlanTyBaTH
iX mig moTpedu relMILIero.

Takox BaXXJIMBOIO TIiepeBaror0 € THY4YKICTh Blender sk iHCTpymMeHTy uis
aBTOPCHKOTO MW3aiiHy. Y Meax Ii€i poOOTH BiH JO3BOJIUB peani3yBaTH YHIKaJIbHE
Bi3yalibHe OaueHHs T'pH, 1€ aKIEHT 3pobiieH0 He Ha (poTopearnizMi, a HA CTUII30BaHIN

low-poly ecteTwii.

2.3.4 O0mesxkenHst BUKopucTanus Blender
[Toripu mupoxi moxiauBocTi, Blender mae neBHi oomexxeHHs. Ilepmn 3a Bce, BiH

noTpeOye 4Yacy Ha OCBOEHHS, OCKUIBKM MICTUTh BEJUKY KUIBKICTh IHCTPYMEHTIB 1
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pexuMiB pobotu. lle Moke YCKIaIHUTH TMOYATKOBHM eTam po3poOKH I HOBHUX
KOPHUCTYBAauiB.

Takox Blender He € iIrpoBUM pylIiEM, TOMY HE MIATPUMYE IHTEPAKTUBHY JIOTIKY
a00 (13UKy B peabHOMY Yaci — HOro poJib 0OMEXYETHCS JIUIE CTBOPEHHSIM KOHTEHTY.
VYci iIrpoBi MeXaHIKM peasi3yloThes Bxke B cepenoBuull Unity.

[le onHUM OOMEXEHHSIM € HEOOXIHICTh TPaBUIILHOI ONTUMI3ALIIT MOJIEJIel nepes
excrioproM. HeBipHO HamamToBaHa TreoMeTpiss a00 TEKCTYpH MOXYTh HETaTUBHO

BIUIMHYTH Ha MPOJYKTUBHICTh TPH, OCOOJIMBO Ha CIAOIIUX MPUCTPOSIX.

2.3.5 Poasb Blender y ¢popmyBaHHi Bi3yaJbHOT0 CTHJIIO I'PH

VY nanomy mnpoekti Blender Bukonye kito4oBy poisib y (hOpMyBaHHI 3arajJbHOTO
XYIOXXKHbOTO CcTWiIto rpu. Bubip low-poly migxomy OyB CBIAOMHM JTU3aiHEPCHKUM
pilleHHsIM, sIK€ JO3BOJSE JOCATTH OalaHcy MK Bi3yalbHOI TIPOCTOTOIO Ta
aTMOC(EpHICTIO.

Taxkuil CTUIBb TMITKPECIIOE IrPOBY YUTAOEIBHICTH, IO OCOOJMUBO BaXKJIUBO IS
*)aHpy survival-like, 1e rpaBelb TOBUHEH MIBUIKO OpIEHTYBaTUCS B 0To4YeHHI. [IpocToTa
dbopM TakoXK CIpHsie KpaloMy CIPUHHATTIO JUHAMIKHA 0010 Ta B3a€MO/Iii 3 BOpOTaMHU.

Blender y npomy BUMNaaKy BHUCTYIIa€ HE JHIIE IHCTPYMEHTOM MOJICIIOBAaHHS, a U
3aco00M peajizailii aBTOpPChKO1 17161 — CTBOPEHHS MIHIMaJliCTUHYHOTO, aJIe BIII3HABAHOTO

CBITY, SIKMH MIATPUMYE 3arajbHy KOHICIIIIIO IPH.

2.4 Orasn cepenoBuina po3podku Microsoft Visual Studio

Cepenosuie po3podku Microsoft Visual Studio € ogauM i3 HAWMIOTYKHIIITKUX Ta
HAWUTIOMMPEHIMUX 1HTErpoBaHuX cepeouil po3podku (IDE), ske BUKOpHUCTOBYETHCS
JUTSE CTBOPEHHSI MPOTPAMHOTO 3a0€3MEeUYeHHSI PI3HOTO PIiBHSA CKIATHOCTI, BKIIOYAIOYU
KOMIT FOTE€pH1 IrpH, KOPIOPATUBHI CUCTEMH, BEO-A0JaTKU Ta MOOUTHHI 3aCTOCYHKH. Y
KOHTEKCTI po3pobku irop Ha pymii Unity Visual Studio BucTynmae oOCHOBHUM
IHCTPYMEHTOM [IJIl HANMCaHHSA, HaJaroJ)KeHHsT Ta ONTHUMI3allii KOJy MOBOIO

nporpamyBanHs C#.
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Microsoft Visual Studio Oyio Briepiie npeacraBicHo KoMianiero Microsoft y 1997
poIli SIK yHIBEpCaJbHE CEpPEOBUIIE IS pO3pOOKU Mporpam Mija OnepaiiiHy CUCTEMY
Windows. 3 Toro wacy IDE moctiliHO po3BHBanocs, po3IIHMPIOIOYHM MIATPUMKY MOB
nporpaMmyBanHs, miaTdopm ta TexHomnorii. CydacHi Bepcii Visual Studio miagTpumytoTs
Taki MoBH, sk C#, C++, F#, Python, JavaScript, a Takox Texnonorii .NET, ASP.NET,
Xamarin Ta iHmi. 3aBasgku 1bomy Visual Studio ctano yHiBepcaqbHUM 1IHCTPYMEHTOM
JUTsl pO3pOOHUKIB y PI3HUX Tally3X MPOrpamMyBaHHS.

OcHoBHOIO MeTor0 cTBOpeHHs Visual Studio Oyno 3abe3nedeHHs po3pOOHUKIB
KOMIUIEKCHUM CEpEeJOBUIIEM, SKE OO0 €IHYE pemakTop KOy, KOMITUIATOp, 3aco0u
HAJIarO/DKCHHS, CUCTEMY KEpyBaHHS NPOEKTaMHM Ta IHTErpallifo 3 0a3aMu JaHuX i
30BHIIIHIMHU cepBicamu. Takuil MiX1] TO3BOJISIE€ 3HAYHO MPUCKOPHUTH MPOIEC PO3POOKH
IPOrpaMHOT0 3a0€3MEUCHHS Ta 3MEHIITUTH KUIbKICTh IOMHJIOK Ha €Tarl peai3ailii.

VY cyuacHiit po3po6ii irop Visual Studio HaligacTiiie BUKOPUCTOBYETHCS Pa30M 13
pymriem Unity, OCKUIBKM MK HHMH peaiizoBaHa TiuOoka iHTerpamis. Unity
aBroMaTuyHO mifkiaodae Visual Studio sk ocHoBHuU# penmaktop ckpuntiB C#, 110
JI03BOJIIE PO3POOHMKY BIIKpUBATH OYIb-IKUH CKpUIT Oe3MocepeHbO 3 peaaKkTopa
Unity, pemaryBaTu HWOro Ta MUTTEBO MOBEPTATHUCS IO IrPOBOTO cepefoBuina. Takuit
IiAX11 3HAYHO CIPOIIYye POOOYHH IPOIIeC 1 3MEHIITY€E Yac Ha MEPEeMHUKaHHSI MDK PI3HUMHU

THCTpYMEHTaMH.

2.4.1 OcunoBHi MmoxxauBocTi Microsoft Visual Studio

Microsoft Visual Studio Hagae mmpoxuii HaGip IHCTPYMEHTIB, K1 POOJIATH MPOIIEC
PO3p0OKH OLIBIN €()eKTUBHUM 1 KOHTPOITLOBAaHUM. OIHIEIO 3 KIFOUOBHX MOYKINBOCTEH €
iHTeNeKTyanbHe aBTomonoBHeHHs komy IntelliSense. Ileit iHCTpyMEHT mO3BOJISIE
ABTOMATHYHO ITiIKa3yBaTH PO3POOHUKY METOH, KIIACH, BITACTUBOCTI Ta CHHTAKCHUC MOBH
nporpamyBasHs. Y kKoHTeKCcTI Unity 11e 0COOIMBO BaXKJIMBO, OCKUTBKH PYIII Ma€ BEIHKY
KimbKicTe API, 1 mBuAKUE AOCTYn 10 HUX 3HAYHO MPUCKOPIOE PO3POOKY IrpoOBUX
MEXaHIK.

Ille omuiero BaxkauBow (QyHKIiero Visual Studio € mnoTyxHa cucrema

HanarojikeHHs (debugging). BoHa 103BOJisi€ BCTAaHOBIIOBATH TOYKHU 3YMHUHKU Y KO/,
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BIJICIIIKOBYBaTH 3HAYEHHS 3MIHHHMX y peajJbHOMY 4Yaci, aHaJII3yBaTH CTEK BUKJIMKIB Ta
3HAXOJIUTH JOT1YHI MOMMJIKH Yy mporpami. st irpoBoi po3poOKy 11e KpUTHYHO BaXKIUBO,
OCKUIBbKHU ITPOBI CUCTEMH YacTO CKJIQJAaOThCs 3 BEJIMKOI KLIBKOCTI B3a€MOIOB’ A3aHUX
KOMITOHEHTIB.

Visual Studio Takox miaTpuMye cucteMmy peQakTOPUHTY KONy, sIKa JO03BOJISE
MOKpallyBaTu CTPYKTypy Tmporpamu 0e3 3MiHM ii (yHKUiOHaNbHOCTI. Hampukian,
PO3POOHUK MOKE aBTOMAaTUYHO NEPEMEHOBYBATH KJIACH, METOAM a00 3MIHHI Y BCbOMY
IPOEKTI, 10 3HAYHO 3MEHIIYE PU3HK MOMHUJIOK IPU MACIITAOHUX 3MiHAaX.

OxpeMo cniJ BI3HAUYUTH MIATPUMKY CHUCTEMHU KOHTpOJi0 Bepcid Git, ska
iHTerpoBaHa Oesmocepeanbo y cepenoBmmie  Visual  Studio. Ile mo3Bossie
BIJICTIITKOBYBATH 3MIiHU y KOJ1, MPAIIOBAaTH B KOMaH/1 Ta TMOBEPTATUCS JI0 TOMEPEIHIX

BEpCiil MPOEKTY y pa3zi HEOOXITHOCTI.

2.4.2 Turerpauis Microsoft Visual Studio 3 Unity

Onniero 3 xkmouoBux nepear Visual Studio y KOHTEKCTI po3poOKH irop € Horo
rmboka iHTerpaiis 3 irpoBuM pymriem Unity. [Ipu crBopeHH1 HOBoro Unity-TIpoekTy
CepeloBUIIe aBTOMAaTHYHO HaamToBye Visual Studio sk OCHOBHMIA peIaKTOpP CKPHUIITIB.
Lle o3nauae, mo Bci C# daiinu BigkpuBaoThes 6e3nocepennbo y Visual Studio, a 3minu
oJipa3zy CHHXpOHi3ytoThcs 3 Unity.

ITix yac po6OTH pO3pOOHUK MOYKE CTBOPIOBATH CKPHUINTH, SIKI KEPYIOTh IFPOBUMU
00’extamu, (i3uKor, MTYyYHUM iHTedekToM, Ul Ta iHmmmu cucremamu rpu. Visual
Studio Hamae moBHy minTpumKky Unity API, Bkimouaroud TiAKa3Kud 7S KJIaciB
MonoBehaviour, meroxiB >xutreBoro uwmkiy (Start, Update, Awake) Ta iHImUX
KOMITOHEHTIB PYIITis.

Takox BaXJIMBOIO OCOOJMBICTIO € MOXKIMBICTH HayarokeHHs Unity-TIpoOeKTy
6e3mocepenubo depe3 Visual Studio. Po3poOHMK Moke 3amyckaTH TPy B PeXKHMI
BIJIJIaTO/)KCHHSI, BCTAHOBJIIOBATH TOYKH 3YIUHKH y KOJ[I Ta aHAII3yBaTH MOBEIHKY TPU
B peanbHOMY 4aci. le 3Ha4HO crpoIye mpoiiec MomyKy MOMIIOK y CKIaJHUX ITPOBUX

CHUCTCMaAX.
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[arerpamis mixxk Unity Ta Visual Studio Takox BKJII0Ya€ aBTOMAaTUYHY T'€HEPALI0
MPOEKTHUX (aiiniB, m1o 103Boisie IDE KOpekTHO po3Mi3HaBaTH BC1 3aJIEKHOCTI, CKPUITH
ta 610;i0Texn Unity. 3aBIsiku 1IbOMY 3a0€3IeUyEThCs CTa0LIbHA pOOOTa Cepe/loBUIIIA Ta

BIJICYTHICTh KOH(JIKTIB MK KOMIIOHEHTAMH MPOEKTY.

2.4.3 IlepeBaru Bukopucranus Microsoft Visual Studio

Buxopucranns Microsoft Visual Studio y po3po6ii irop Mae HHU3KY CYTTEBHUX
nepesar. [lepm 3a Bce, 11e BHCOKa MPOAYKTHUBHICTh CEPEIOBHUINA Ta ONTHUMI3allis s
pobotu 3 Benukumu mpoektamu. IDE 3matHe 0OpoOnsiTy ckiagHi KOJa0B1 0a3u 0Oe3
3HAYHUX 3aTPUMOK, [0 € BaXKJIWBHM IIPU CTBOPEHHI irOp CEepeaHhOTO Ta BEIUKOIO
Macitay.

JIpyroio BakKJIMBOIO IIEPEBArol0 € 3pydHicTh podoTu 3 MoBoro C#. Visual Studio
3a0e3mnedye IMOBHY IMJATPUMKY BCIX CY4YaCHHMX MOJKJIMBOCTEH MOBH, BKIIFOYAHOYH
acMHXpoHHE mporpamyBanHs, LINQ, neneratu Ta nofii. Lle 103B0oIIsI€ CTBOPIOBATH YHCTY
Ta CTPYKTYPOBAHY apXiTEKTypy irpOBOTO KOJY.

Takox BapTO BIIBHAYUTU BEJIUKY KUIBKICTh pPO3MIUPEHb (extensions), sKi
JT03BOJISIIOTH QIaNTyBaTH CEPEAOBHIIIE T KOHKPETHI MoTpeOu po3poburka. Hampukian,
MOXHa JIOJAaTH 1HCTPYMEHTH JJIS aHalli3y MPOJAYKTUBHOCTI, aABTOMAaTHYHOTO
dbopmartyBanHs Koy abo posmupeHoi podotu 3 Unity.

[Ile onmHiero TmepeBaror € aKTHBHA IMATpUMKa 3 00Ky Microsoft Ta perymsapHi
OHOBJICHHS, SIKI TMOKPAIIyIOTh CTAaOUIBbHICTh, MPOAYKTUBHICTh Ta (YHKIIOHAJIHHICTH

cepenoBuiia. Lle rapanTye JOBrocTpOKOBY aKTyaldbHICTh IHCTPYMEHTY.

2.4.4 O0MesKeHHS Ta HE0JIKH

[Tonpu umcnenni nmepearu, Visual Studio mae i meBHI oOMexeHHs. OCHOBHUM
HEJIOJIIKOM € BHCOKa BHMOTJIMBICTH O CUCTeMHHX pecypciB. st kombopTHOT poboTH
CEepelOBHINE MOTPEOyeE JOCTATHBLO BEIMKOrO OOCATY ONEepaTHWBHOI maM’sATi Ta

MPOAYKTUBHOTIO Mpoliecopa, 0co0IUBO pH poOOTI 3 BenmukuMu Unity-IpoeKTaMHu.
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Tako BapTO 3a3HAYMTH, 1110 MOYATKOBE HAJIAIUITYBAHHS CEPEIOBHILA MOXKE OYTH
CKJIaAHUM JUIsl HoBaukiB. Visual Studio Mae BenuKy KUIbKICTh (DyHKIIN 1 HANAIITYBaHb,
1110 MOKE€ YCKJIQJHIOBATH IIBUJIKE OCBOEHHS.

VY neskux BUMaAKaX TaKOXK MOXYTh BUHUKATH MPoOIeMu 3 cHHXpoHi3alieto Unity
ta Visual Studio, 0co6:11BO IpH HEKOPEKTHUX HAJAIITYBAHHIX IPOEKTY a00 BIICYTHOCTI

HeoOximuux makeriB .NET SDK.

2.4.5 Poasb Visual Studio y po3po6ui rpu “Fantasy Poly Survivors”

VY mexax po3poOku rpu “Fantasy Poly Survivors” cepenosuiiie Microsoft Visual
Studio BUKOPUCTOBYETHCS SIK OCHOBHHMI IHCTPYMEHT JUIsl HAITUCAHHS irPOBOT JIOTIKM Ha
MoBi C#. Came y Visual Studio peami3yloThbCsi KIIIOUOBI CHCTEMHU TPU, BKIIOYAIOYH
KepyBaHHS TPaBIIEM, CUCTEMY XBUJIb BOPOTiB, 00HOBY CHCTEMY, CUCTEMY IMOKpAIIEHb Ta
iHTepdeiic KopucTyBaya.

3aBasku iHTerpanii 3 Unity po3poOka BimOyBaeTbCsl y €IUHOMY pOOOUOMY
Ipolieci: 3MIHU Y KOJII MUTTEBO B11OOpakaroThCs y I'Pi, 110 TO3BOJISIE MIBUIKO TECTYBaTH
MexaHIKu Ta OayaHcyBaTH reumiuied. Bukopuctanus Visual Studio Takox 3abesneuye
3py4YHE BIIIaro/)KEHHS CKIAQIHUX CHCTEM, TaKMX SK B3aEMOJIS MDK KjacaMu
PlayerController, EnemyController a WaveManager.

Takum umHoM, Microsoft Visual Studio BuUCTymae KIOYOBUM €JIEMEHTOM Y
polieci po3poOkH, 3a0e3neuyoun epeKTHBHICTh, CTAOUIBHICTD Ta 3pYYHICTH CTBOPEHHSI

MIPOrPAMHOI0 IPOAYKTY.

2.5 Oraspa cepenoBuima po3podoku Visual Studio Code

Visual Studio Code (VS Code) € cywacHWM JeTKHM KpocmuiaThopMeHUM
PEIaKTOPOM BUXITHOTO KOOy, pPo3pobieHnM kommaHielo Microsoft. Bin mmpoko
BUKOPUCTOBYETHCS JIJISl PearyBaHHs, aHANI3y Ta MBUAKOT Moaudikailii Koay B pi3HHX
MOBax IporpamyBaHHs, Bkitouaroun C#, JavaScript, Python, HTML, XML Ta iami. Ha

BIZIMIHY BiI MOBHOIIIHHOTO 1HTErPOBAHOTO cepeaoBuiia po3pooku, Visual Studio Code
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OpIEHTOBAaHUN Ha MIBUAKICTH POOOTH, MPOCTOTY IHTEpPENCY Ta BUCOKY THYHYKICTb
HaJTAIITyBaHHS.

Visual Studio Code O0yB Bmepmie mnpenctaBienuid y 2015 pormi sk Jerka
anbrepHaTtuBa mnoBHoUiHHUM [DE. [loro OCHOBHOIO METOI0 Oy70 CTBOpEHHs
IHCTPYMEHTY, SIKUH TIO€JHYE MOXIIMBOCTI pPENaKTopa KOAY Ta pPO3MIMPIOBAHICTD
cepeqoBuIla po3po0KH, ajie MPHU [IbOMY HE NIEPEBAHTAXKYE CUCTEMY. 3aBISIKU IIbOMY V'S
Code mBuako HaOyB MOMYJISPHOCTI cepesi po3poOHMKIB, 0COOIMBO Yy cdepax BeO-
PO3pOOKH, IrpOBOI IHAYCTPIi Ta pOOOTH 3 KOHIrypaUliHUMU (pailinamu.

Cepenosuiie nodyaosane Ha 6a3i Electron, mo go3Bosise oMy mpairoBaTd Ha
onepariitnux cucremax Windows, macOS ta Linux. OnHi€ero 3 KJIro4oBUX niepeBar Visual
Studio Code € #ioro MoysbHa apXiTEKTypa, sSKa J03BOJISIE BCTAHOBIIOBATH PO3IITUPEHHS
(extensions) Il MIATPUMKH PI3HUX MOB MpOrpamyBaHHs, (ppedMBOpKIB Ta (hopmaTiB

¢aiinis. Lle pobuts ioro yHiBepcaibHUM IHCTPYMEHTOM IS IIMPOKOTO KOJIa 3a/1ad.

2.5.1 OcnoBHi moxauBocTi Visual Studio Code

Visual Studio Code Hagae mmpokuii Hablp MOXKIUBOCTEN Il POOOTH 3 KOJIOM 1
TeKcToBUMU (aiinamu. OMHIEIO 3 KIFOYOBUX (QYHKIIIHN € MiICBIYyBaHHS CUHTAKCHUCY, 1110
J03BOJIIE 3PYYHO TPALIOBAaTH 3 PI3HUMHU MOBAaMHU NPOrpaMyBaHHS Ta IIBUIKO
OpIEHTYBATHUCS Yy CTPYKTYpi (paitmis.

Takoxx BaxiauBoio ¢yHKIiEl0 € miarpuMka IntelliSense, sika 3abe3medye
aBTOJIONMOBHEHHSI KONy, IMiJKa3Kd MapaMeTpiB (YHKIIA Ta MBHIKUH JOCTYH 0
noxymeHnTaiiii. lle 3HauHO IpHCKOPIOE TIporiec peaaryBanHs GaiiaiB 1 3MEHITY€E KUTbKICTh
CUHTAKCUYHUX TTOMUJIOK.

Visual Studio Code minrpumye BOymOBaHy CHCTEMY TEpPMiHATy, IO JO3BOJISE
BUKOHYBAaTH KOMaHAM OE3MOCEPEIHBO B CEPEOBHIIN, a TAKOXK IHTETPAIlII0 3 CHCTEMaMH
KoHTpomto Bepcid Git. Lle 3abe3medye 3pydyHy poOOTY 3 IMPOEKTAMH Ta JO3BOJISIE
BIJICTEXKYBaTH 3MiHHU y (aiinax.

Okpemoro TmepeBaror0 € BejMKa O0107110TeKa pPO3IIMPEHb, SKI JO03BOJSIOTH

aJlanTyBaTU CEPEJOBUIIE MMl KOHKPETHI 3aj1aul, BKIIOUarouu podboty 3 XML-daiinamu,
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JSON, YAML Ta iHmumu popMataMu AaHUX, 110 € BaXKJIMBUM Yy MPOLIEC] HAaJAITYBaHHS

I'POBUX MPOEKTIB.

2.5.2 Bukopucranus Visual Studio Code y po3po6ui irop na Unity

Y npoueci po3poOku irop Ha pymii Unity Visual Studio Code wMoxe
BUKOPUCTOBYBATUCS SIK albTEPHATUBHUN ab0 JOMOMDKHUN penakrop Kkoay. Bin
0COONMBO  €(PEKTUBHMMA  JIII  IIBUJKOTO  peAaryBaHHS  OKPEMHX  CKPHIITIB,
KOH(IrypauiiHux (aisiB Ta CIIyKOOBUX JAHUX MPOEKTY.

Unity miarpumye iuTerpamito 3 Visual Studio Code uepe3 BcTaHOBICHHS
BIJIMOBITHUX TIMAKETIB Ta PO3IIUPEHb, IO J03BoJis€ BigkpuBath C# CKpUITH
6e3nocepeIHbO B peakTopi. X04a OCHOBHUM CEPEOBHIIEM ISl TOBHOIIIHHOT PO3POOKH
1 BimmarokeHHs 3a3Buuail € Visual Studio, VS Code BUKOPUCTOBYETBHCS SIK JIETKHM
IHCTPYMEHT JUIS IIBUIKUX 3MiH 1 peJlaryBaHHS CTPYKTYPH TPOEKTY.

VY mexax ganoro npoekty Visual Studio Code 3acTocoByBaBcs mepeBaXKHO IS
penaryBanHs XML-daitris, ski MicTITh KOHIrypariiiHi gaHi Ta MapaMeTpu CUCTEMH
rpu. lle M03BONMIO 3HAYHO CHPOCTUTH IMPOILIEC HAIAIMNTYBAHHS ITPOBUX OO0’ €EKTIB,

3MEHIITUTH Yac BHECEHHS 3MIH Ta MIJBUIIUTH THYYKICTh pOOOTH 3 TAaHUMH.

2.5.3 [lepeBaru BukopuctanHs Visual Studio Code

Onniero 3 romoBuux nepesar Visual Studio Code € #oro jerkicte Ta BHCOKa
MIBUAKICTH poboTu. CepeoBHIle 3aMyCKaeThCs 3HaUHO MIBU/IIE 3a MOBHOIIHHI [DE, 1110
pOOUTH HOTO 3pyYHUM JIJIsl OTIEPATUBHOTO penaryBaHHs (haiis.

Jpyroro Ba)XIHBOIO TMEPEBAaror0 € THYUYKICTh HAJAIITyBaHHsS. 3aBISKUA BEIUKIN
KUTBKOCTI PO3MIUPEHh KOPUCTYBAad MOXKE aNanTyBaTH CEPEAOBHINE Tia OyIb-sKi
moTpeOH, BKIIOYAOYM pOOOTY 3 IrPOBUMH IPOEKTAMH, BEO-TEXHOJIOTIIMH abo
CTPYKTYPOBAHUMH JTaHUMH.

Takok BaXJIMBOIO TEPEBArold € KPOCIUIaTGOpMEHICTh, IO  JO3BOJISIE
BukopuctoByBatu Visual Studio Code Ha pi3HUX omepauniiiHux cuctemax 0e3 BTpaTu

(YHKIIIOHAJIBHOCTI.



44

2.5.4 Oomexxkenns: Bukopucrtanas Visual Studio Code

[Tonpu cBoi nepesaru, Visual Studio Code mae 1 neBH1 oOMexkeHHs. OCHOBHUM
HEJIOJIIKOM € BIICYTHICTh MOBHOIIIHHOTO BOY/IOBAHOTO CEPEIOBUINA HATATOJIKEHHSI JIJIs
ckinagHux Unity-nipoekTiB 0€3 10JaTKOBUX HAJIAIUTyBaHb.

Takox BiH He 3amiHioe mnoBHOLIHHY IDE y Bumaakax BelMkoMacimtaOHOT
pPO3pOOKH, OCKUIBKM HE MICTUTh JEAKUX PO3IIUPEHUX IHCTPYMEHTIB Uil aHaNI3y

apXITEKTYpH MPOEKTY, MPOPLIIOBAHHS Ta IITMOOKOro nedary.

2.5.6 Poasb Visual Studio Code y npoexTi «Fantasy Poly Survivors»

Y wmexax po3pobku rpu “Fantasy Poly Survivors” Visual Studio Code
BUKOPHUCTOBYBABCS K JOMOMDKHHMI IHCTPYMEHT IJIsl IIBUAKOTO penaryBaHHs XML-
KOH(Irypariii Ta ciay>k00Bux (aiinis mpoekTy. Lle 103B0INI0 3HAYHO CIIPOCTUTH MPOLIEC
HAJNAIITYBaHHS IFPOBHX TMapaMeTpiB Ta 3a0e3neunsio OUIbIl THYYKE KepyBaHHS
CTPYKTYPOIO JTaHUX.

3aBasku BukopuctanHto Visual Studio Code po3poOka crana OUIBII 3pYYHOIO Y
YaCTHHI BHECEHHS IIBUIKUX 3MiH 0€3 HEOOX1JHOCTI 3aITyCKy TOBHOI[IHHOTO CepeI0BHUIIA
Visual Studio. [le mo3UTUBHO BIUITMHYJIO HA MIBUIKICTh ITEPAI[iHHOTO TIPOLIECY pO3POOKHU

Ta TECTYBaHHS I'PH.
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INPOEKTYBAHHS I PO3POBKA IIPOI'PAMHOTI'O ITPOAYKTY

3.1 Bumoru 10 NporpaMHoOro nNpoaykKry

OnHuM 13 HaWBaXJIMBIIIMX €TAIIB PO3POOKH OYIb-SKOr0 MPOrPAMHOI0 MPOAYKTY
€ ¢hopMyBaHHS BUMOT J10 HOTro (PYHKITIOHAJIBLHOCTI Ta XapaKTEPUCTUK poOoTH. Bumoru
BU3HAYAIOTh TEPeNliKk MOXKIMBOCTEH, sIKi MOBMHHA 3a0e3lmeuyBaTH CHCTEMa, a TaKOX
KpPUTEPIi SIKOCTI, CTA0OLILHOCTI Ta MPOJAYKTUBHOCTI MPOTPAMHOTO 3a0€3MeUeHHS.

Y Mexax NIaHoi AMIJIOMHOT poOOTH po3poO0IIsieThesl KoMl toTepHa Tpa «Fantasy
Poly Survivory, Bukonana y »xanpi survival-like 3 BUKOpHCTaHHSIM TPUBUMIpHOT low-
poly rpadiku. OCHOBHOIO METOO TPH € BHIKUBAHHS MIEPCOHAXKA MPOTATOM BU3HAYCHOTO
Yacy MIJSXOM 3HMINCHHS XBWJIb CYNPOTHBHHKIB, OTPUMaHHS JIOCBIy Ta MOKpPAIICHHS
XapaKTEPUCTUK TepPosl.

[lin yac BU3HAUYEHHS BHUMOI [JI0 MPOTPAMHOTO TPOAYKTY BpaxoBYBaJIUCA
0COOJIMBOCTI aHPY, TEXHIYHI MOXKJIMBOCTI OOpaHUX IHCTPYMEHTIB PO3POOKH, a TaKOXK
HEOOXIHICTh 3a0e3neueHHs KOM(OPTHOTO IrpoBOTO TMPOIECy IS KOPHCTyBaya.
CdopmoBaHi BUMOTH MTOAUISAIOTECS HAa (PYHKITIOHATBHI Ta HE(QYHKII1OHAIBHI.

OyHKIIOHAJIBHI BUMOTH ONKCYIOTh MOXJIMBOCTI, SKi TOBMHHA HaJaBaTH Tpa
KOpUCTyBady, a  He(yHKI[IOHAJbHI  BH3HAYAIOTh  XapaKTEPUCTUKH  SIKOCTI,
IIPOIYKTUBHOCTI Ta CTA0LILHOCTI pOOOTH MPOTPAMHOTO TIPOIYKTY.

3.1.1 ®dyHKIIOHATBEHI BUMOTH

Jlo pyHKITIOHaTEHUX BUMOT MPOTPAMHOTO MIPOIYKTY HalleKAaTh TaKi MOKIUBOCTI:

1. T'omoBHE MeEH!O

1.1. KopucryBau Moxke po3mo4yaTy HOBY Ipy.

1.2. KopuctyBau Moxe 3aBEpIIUTH pOOOTY MPOrpamHu.

1.3. KopuctyBau Moxe nepeiTu 10 irpoBOi CLIEHH Yepe3 TOJIOBHE MEHIO.

2. IrpoBuii mpouec

2.1. I'paBenb kepye nepcoHakem Kiacy bepcepk.

2.2. llepcoHax MOXke MePEMILIYBATHUCS ITPOBOIO JIOKAIIEIO.
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2.3. IlepcoHax aBTOMaTUYHO aTaKy€ CYNPOTUBHHUKIB 3a JIONOMOIOKO JTOCTYITHOI

2.4. Ha irpoBiii kapTi Bi10yBa€eThCs T€HEpallisl XBUIb BOPOT1B.
2.5. Boporu nepeciinytoTh IEpcoHaXka Ta 3aBJal0Th HOMY IIKOJIU MPU KOHTAKTI.
2.6. 3a 3HUIIIEHHS BOPOT1B I'PaBeilb OTPUMYE JTOCBI/I.

2.7. Tlicnst HaKOMMYEHHS JTOCTATHBOI KIIBKOCTI JOCBIAY MEPCOHAX IIJBUIIYE

piBEHb.

2.8. Ilicna migABUIIEHHS PIBHS KOPUCTYBad OTPUMYE MOKIIUBICTh 00paTH OJHE 13

3aIlIPOITOHOBAHUX IMMOKPAIICHB.

2.9. IlokpaiiieHHs 3MIHIOIOTh XapaKTePUCTHKH MepCcoHaxa abo ioro 30poi.

2.10. TI'paBentb MOXe MiAOUPATH KPUCTAIM JOCBIAY, IO 3AJIMIIAKOTHCA TICISA

3aru6esni BOpPOriB.

2.11. Iix yac rpu BimoOpaxaeThcs TaiiMep BHKUBAHHS.

2.12. I'pa 3aBepIryeTbest MICHSA BTPATH BC1X OJIUHUIIL 3JI0POB’ S IEPCOHAXKA.
3. InTepdeiic kopucTyBaya

3.1. IaTepdetic BimoOpakae MOTOYHUN PIBEHBb IEPCOHAXKA.

3.2. IaTepdetic BimoOpakae mKamy 310pOB’ .

3.3. InTepdetic BimoOpakae KIIbKICTh OTPUMAHOTO JIOCBIY.

3.4. InTepdetic BimoOpakae yac BUKUBAHHS.

3.5. InTepdetic BimoOpakae MEHIO BUOOPY MOKPAIEHb ITiCJIS TiABUILCHHS PIBHS.
4. I'padiune Ta 3ByKoBe 0POpPMIICHHS

4.1. I'pa BUKOpUCTOBYE TpUBUMIpHY low-poly rpadiky.

4.2. Y Tpi peanizoBaHi aHIMaIlli IepcoHa)ka Ta CyMpOTHUBHUKIB.

4.3. I'pa micTuTh 3BYKOBI €(EKTH aTak, OTPUMaHHS JOCBIAY Ta B3aeMOMIl 3

iHTEpdEeiicom.

4.4. I'pa micTuTh (GOHOBHUI MY3UYIHHH CYITPOBIJIL.
3.1.2 HedynkiionansHi BUMOTH

Jlo HepyHKIIOHAIIBHUX BUMOI MPOrPaMHOTO TMPOAYKTY HalekaTh Takl

XapaKTEPUCTUKU

1. IIpogyKTUBHICTH
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1.1. IIporpama nmoBuHHA 3a0€3MeUyBaTH MIABHUN ITPOBUH Ipoliec 0€3 MOMITHUX
3aTPUMOK.

1.2. YacroTa xaapiB moBUHHA 3anuinatuca B mexax 50—60 xaapiB 3a CEKyHIy Ha
pEeKOMeHI0BaHiil KoH(Iryparii KoM’ 1Tepa.

1.3. Cucrema mnoOBMHHA MIATPUMYBATH OJIHOYACHE BIJOOPaKEHHSI BEJIMKOI
KUTBKOCT1 BOPOTiB 0€3 KPUTHYHOTO 3HWKEHHSI POAYKTUBHOCTI.

2. HaniitHicThb

2.1. I'pa noBuHHA cTa0UILHO MPALIOBATH MIPOTATOM TPUBAJIUX ITPOBUX CECIil.

2.2. Ilig yac poOOTH HE MMOBUHHO BUHUKATH KPUTHYHUX TTOMHIIOK 200 aBapiiHOTO
3aBEpIICHHS MTPOTPaMHu.

2.3. CucremMa TOBMHHA KOPEKTHO OOpOONSTH 3ITKHEHHS MK MEPCOHAXKEM,
BOpOTraMH Ta 30pOEl0.

3. CyMICHICTb

3.1. TlporpamHuii NpOAYKT TOBUHEH IIpaIfOBaTH Ha ONepaliiHii cucremi
Windows.

3.2. I'pa moBUHHA MIATPUMYBATH CTAHIAPTHI PO3LIbHI 34aTHOCTI MOHITOPIB.

3.3. InTepdeiic kopucTyBaya MOBMHEH KOPEKTHO MAcCIITaOyBaTHCS 3aJI€KHO Bij
PO3IUIBLHOT 3/IaTHOCTI EKpaHa.

4. 3py4HICTh BUKOPUCTAHHS

4.1. KepyBaHHs MOBHHHO OYTH IHTYITUBHO 3pO3yMUIUM JIJIsl KOPHUCTYBaya.

4.2. OcHOBHI ITPOBI MOKAa3HUKU MTOBUHHI OyTH MOCTIHHO JOCTYITHUMH Ha €KpaHi.

4.3. Hasirariss MK MEHIO ITOBHHHA 3I1HCHIOBATUCS 0€3 JTOTATKOBUX
HaJaIlITyBaHb.

5. CuctemHi BUMOTH

MiHiManbHi CHCTEMHI BUMOTH:

1. Omnepariitaa cuctema: Windows 10;

2 ITponecop: Intel Core i3 abo aHamoriYHMIA;

3 OneparuBHa nam’a1b: 4 GB RAM;
4, Bineokapta: Intel HD Graphics 4000;
)

Binsue micue Ha qucky: 1 GB.
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PexomeH10BaH1 CUCTEMHI BUMOTH:

1. Onepaniitna cuctema: Windows 10/11;

2 [Iporecop: Intel Core 15 abo ananmoriunumii;

3 OmnepartupHa naM’a1h: 8 GB RAM;

4, Bineokapra: NVIDIA GeForce GTX 970 abo HoBiMIa;
3)

Binbne micue Ha aucky: 2 GB.
3.2 Po3poOka giarpamm KJiaciB

Hiarpama kjaciB € OJHUM 13 HaWBaXKIUBIIIUX I1HCTPYMEHTIB OO0'€KTHO-
OpIEHTOBAHOTO TPOEKTYBAHHS MPOTpamMHOro 3abe3nedeHHs. BoHa 103BOJSIE HAOYHO
BiTOOpa3UTH CTPYKTYpPy MPOTPAMHOTO TPOIAYKTY, B3AEMO3B'S3KH MK OKPEMUMU
KOMITOHCHTaMHU CHUCTEMH, a TaKOX X OCHOBHI BJIaCTHUBOCTI Ta QyHKIIIi. BukopucTaHHs
JiarpaMy KJaciB Ha e€Taml MPOEKTYBaHHS Ja€ MOKJIMBICTh CIPOCTUTH MOAAIIBIITY
peaizallito mporpaMHOTo MPOAYKTY Ta 3a0€3MEYUTH 3pO3YMIITY apXITEKTYPY CUCTEMHU.

Jlns moOynoBu giarpamMu KjaciB OyJio BHKOpPHCTaHO MOBY mojentoBanHs UML
(Unified Modeling Language), sika € MbKHapOJIHUM CTaHIAPTOM JIJIs Bi3yaJIbHOI'O OITUCY
nporpamanx cucteM. UML 103Boiisi€ BitoOpa3suTH CTPYKTYpy MPOTrpaMHOTO MPOAYKTY Y
BUTJISII B3a€EMOTIOB’ I3aHUX KJIACiB, 110 3HAYHO TOJICTIIYE aHalli3 apXiTeKTypH MPOEKTY
Ta TPOIEC HOro MOJAIBINOT MIATPUMKH.

[Tin wac po3pobku rpu «Fantasy Poly Survivor» Oyno BUAUIEHO sl OCHOBHHUX
KJIACiB, SIK1 BI/IMOBIAIOTH 32 peali3alliio OKpeMUX MmijgcucTeM rpu. LlenTpanpHIM Ki1acoM
cuctemu € GameManager, sxuii BUKoHye (DyHKIIiT 3araJpHOT0 KepyBaHHs rporo. Jlanwmii
BiH 3a0e3medye B3a€MOJII0 MDK IHITUMU KOMIIOHEHTAMHU CHCTEMH Ta KOOPIWHYE iX
poOOTY i Yac BUKOHAHHS TPH.

Jlnst opranizamii mepexoAiB MK ITPOBUMH CIIEHAMU BUKOPHCTOBYETBHCS KJlac
SceneController. Bin 3a0e3mneuye 3aBaHTa)KEHHS TOJOBHOTO MEHIO, irpoBOro Jiodi Ta
OCHOBHOi apeHW. HasiBHICTH OKpeMOro Kjacy Ijisi KEpPYBaHHS CIIEHAMH JI03BOJISIE

PO3JUIUTH JIOTIKY HaBIraiii Mi €eKpaHaMmH BiJl OCHOBHOTO I'POBOTO MPOIIECY.
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OnxHuM 13 KITIOYOBMX KOMITOHEHTIB Ipu € kiac PlayerController, sxuit Bignosinae
3a KepyBaHHS MepcoHaxkeM. J{aHuil Kiac peanizye nepecyBaHHs rPpaBIlsl irPOBOIO KapToIo,
BUKOHAHHS aTak Ta 00poOKy OTpUMaHHsI IIIKOJY B/l BOpOriB. Yepes 11eH Ki1ac KopucTyBau
B3a€MOJIIE€ 3 IFPOBUM CBITOM, TOMY BiH € OJTHUM 13 LICHTPAJIbHUX €JIEMEHTIB apXITEKTypHU
MIPOEKTY.

[HdopMmartis mpo mMOTOUHUI cTaH MepcoHaxka 30epiraeTbes y kiaci PlayerStats. Jlo
floro ckaay BXOAATH TaKi XapaKTEPUCTUKH, K KUTbKICTh 3J0POB’sl, MOTOYHUI PiBEHb Ta
HaKONMUYCHUH aocBia. Takok Ie Kimac MICTUTh METOAM IS TiJABUIICHHS PIiBHSA
nepcoHa)a Micisi OTPUMaHHS He0OX1HOT KJTBKOCTI 040K JIOCBITY.

Jlns peanizaiiii 00H0OBOT cucTeMU BUKOPUCTOBYEThCs Kiac \WeaponSystem, sikuii
BIJINOBIA€ 32 BUKOPUCTAHHS Ta MoKpaiieHHs 30poi. Oxkpemuii kinac Weapon micTUTh
napaMeTpu KOHKPETHOI 30poi, 30kpemMa BEIMYUHY IIKOJM Ta MIBUAKICTH aTaku. Takuid
MiIX11 TO3BOJISE JIETKO PO3IIMPIOBATH apCeHAN TP Ta JOAABaTH HOBI THUIIH 030pPOEHHS
0e3 3MIHM OCHOBHOT CTPYKTYPH MPOEKTY.

BaxnuBy poib y reiimiiei BiflirpaloTh CyIpOTUBHHUKY. IX MOBeIiHKa peani3oBaHa
3a gponomororo kimacy EnemyController, skuit Bignosimae 3a mepecyBaHHS BOPOTiB 10
I'paBIls, BUKOHAHHS aTak Ta 0OpoOKy 3armbOenn mpoTHBHUKA. XapaKTEPUCTUKHA BOPOTiB
BUHECEHI JI0 OKpemoro kimacy EnemyStats, ne 30epiratoTbCs 3HAYCHHS 3J0pPOB’S,
IIBUIKOCTI MIEPECYBAaHHA Ta CUJIM aTaKH.

Jlns  opranizamii MOSBHM XBHWJIb CYNPOTHUBHHKIB BHKOPHUCTOBYETHCSA KJIac
WaveManager. Foro ocHoBHUMH (yHKIIISIMH € 3aITyCK XBHJIi, CTBOPEHHS BOPOTiB Ta
3aBepIeHHsI MOTOYHOTO eTamy. be3mocepeqHe CTBOPEHHS BOPOTIB Ha IrpoBid apeHi
BUKOHY€ Kiac SpawnManager, sikuii BUKOPUCTOBYETHCS IHIIMMHU MiACHCTEMaMH JJIst
re’epairii irpoBux 00’ €KTiB.

OxpemMoOI0 CKIAJOBOIO TpU € CHCTEMa IIOKpalleHb, peajli3oBaHa KJIacoM
UpgradeManager. Jlanmii kiac BiAMOBiZa€e 3a BiOOpPaKCHHS JOCTYITHUX TOKPAIICHb
TTICJTS TTIBUINICHHSI PIBHS MMEPCOHAXKA Ta 3aCTOCYBAHHS 00PAHOTO KOPUCTYBadeM OOHYCY.
CucTtema MokpallleHb B3aEMOJIE SIK 13 XapaKTepUCTUKAMH Teposi, TaK 1 3 mapamerpaMu

30poi.
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Just  BimoOpaxeHHs 1HGoOpMalii KOPUCTyBady BUKOPHUCTOBYEThCA  KJac
UlManager. Bin 3a0e3meuye OHOBJIEHHSI MOKa3HUKIB 3/10pOB’s, JOCBIAY Ta 1H(popmaii
PO MOTOYHY XBWUJIO BOporiB. HasBHICTE okpeMoro kiacy iHTepdeicy no3Bosie
B1JIOKPEMUTH JIOTIKY B1JOOpaXKeHHS JaHUX Bl OCHOBHOT'O IrpOBOTO MPOLECY.

Knac CameraController Bigmosizae 3a po0OTy kamepu Ta ii MepeMillleHHS
BITHOCHO TmepcoHaka. OCHOBHUM HOro 3aBJaHHSAM € 3a0e3MeyYeHHs MOCTIMHOIO
CIIOCTEPEKEHHS 3a IPABLEM IiJ] 4aC MPOXOKEHHS PIBHSL.

Mix Kiacamu NpUCYTHI 3B’ A3KU TUITY acolliallii Ta KOMIO3u1ii, K1 3a0e3MeYy0Th
B3a€EMOJIII0 OKpeMHX miacucteM MK cobow. Hampuknaa, xnac PlayerController
BUKOpUCTOBYE Kitacu PlayerStats ta WeaponSystem, a cuctema XBUIJIb BOPOTIB B3a€MOJIIE
31 SpawnManager /uisi CTBOPEHHsSI HOBUX NMPOTUBHUKIB. [lofiOHa cTpyKTypa 103BOJISIE
JOCATTH BUCOKOi MOAYJIBHOCTI MPOTPaMHOTO MPOAYKTY, CIPOIIYE MiATPUMKY KOAY Ta
3a0e3mneuye MOXKIIMBICTh MOJAJIBIION0 po3MUpeHHs GyHKIloHany rpu. [iarpamy kiaciB
IpOTrpaMHOr0 MPOAYKTY 300paXKeHO Ha pUCYHKY 3.1.

© WaveManager

-currentWave : int

+StartWave() .
+SpawnEnemies(} | © SpawnManager
+EndwWave()

+SpawnEnemy()

|©CamemContmller‘
|

‘ +InitializeArena()

+FollowPlayer()

@Enemycantmller @ EnemyStats
-health : float
+MoveToPlayer() ,
+AttackPlayer() -gagzgleﬂof;r:at
+Die() “Speed :
©Playercontmller @ PlayerStats
-health : float
+Move() -experience : int
+Attack() -level : int
+TakeDamage() +LevelUp() © Weapon
/ — -damage : float
@GameManager _| -cooldown : float
+Attack
FStantGame() @UpgradeManager @ WeaponSystem ()
+PauseGame()
+EndGame() +ShowUpgrades() +UseWeapon()
+ApplyUpgrade() +UpgradeWeapon()
(©) uManager
+UpdateHealth()
+UpdateXP()
© SceneController +UpdateWave()

+LoadMenu()
+LoadLobby()
+LoadArenal()

Puc. 3.1 Jliarpama KjaciB MpOEKTY
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3.3 Po3po0Ka OCHOBHMX MeXaHIK

Po3po0Oka 0OCHOBHUX MEXaHIK € OAHUM 13 HaBaKJIMBIIIKUX €TaIiB CTBOPEHHS T'PU
«Fantasy Poly Survivorsy, ockiibku came BOHH ()OPMYIOTh OCHOBY irpOBOIO IIPOIIECY Ta
BH3HAYAIOTh B3a€MOJIII0 KOPUCTYBayda 3 BipTyaJbHUM CEPEIOBUIIEM. Y MeXaX JaHOTO
MPOEKTY OyJ0 peasii3oBaHO HaOip 0a30BUX MEXaHIK, XapaKTEpPHUX AJIs KaHpy survival-
like, BKITIOYatOUM TEpeMilIEHHS! TEPCOHaXKa, aBTOMATHUYHY CHCTEMY aTaK, XBUJIbOBY
TeHepallito BOPOTiB, HAKOMUYCHHS JJOCBIly Ta CUCTEMY TIOKPAIICHb.

[leHTpanbHUM  €JIEMEHTOM MPOTPAaMHOI  apXITEKTypd  BHUCTYIMAE  KJiac
GameManager. Bin BiAnoBijae 3a 3arajibHe KE€pPyBaHHs TPOI0, KOOPIMHALIID poOOTH
IHIIMX TIACUCTEM Ta KOHTPOJIb OCHOBHUX CTaHIB irpoBoi cecii. Ilicist 3amycky rpu
GameManager BUKOHYE iHIIani3alll0 HEOOXITHMX KOMIIOHEHTIB, 3aBaHTaXy€ apeHy,
CTBOPIOE TIOYATKOBI MMapaMeTpH NIEPCOHAXKA Ta 3aITyCKa€ MEPITY XBUITIO TIPOTHBHUKIB.

st kepyBaHHSI MEepCOHakeM BUKOpPUCTOBYeThbest kiac PlayerController, sikwuit
3abe3reuye 0OpoOKy MepeMillieHHsI TPaBIs MO IrpoBild apeHi Ta B3a€EMOJIII0 3 IHIIUMHU
o0'ekTaMM cepeloBUIla. XapaKTEePUCTUKU TMEePCOHA)ka, TaKl SK KUIBKICTb 37I0pOB'A,
NOTOYHHUI PIBEHb T4 HAKOMWYEHUH NOCBiJ, 30epiratothest y kiaci PlayerStats. Taxuit
HiAX11 TO3BOJISIE PO3AIIUTH JIOTIKY KEpYyBaHHS MEPCOHAXEM Ta MOr0 XapaKTEPUCTHKH,
IO CITPOIIY€E MOAAIBIINN PO3BUTOK MIPOEKTY.

boiioBa cuctema peanizoBana 3a jornomororo kiaciB WeaponSystem ta Weapon.
OcoOnuBicTio kaHpy survival-like € aBTomaruune BukopuctanHs 30poi 0e3
HEOOXITHOCTI BUKOHAHHS aTak BPY4YHY. [ paBellb KOHIICHTPYETHCS Ha TMEPEMIIICHH] Ta
BUOOP1 ONTUMANBHOI MO3HUIIIT HAa apeHi, TOAl K cUcTeMa 30p0i aBTOMAaTUYHO 3/IHCHIOE
aTakyd MO HAWOMMKYMX a00 MOCTYIMHHUX MPOTUBHHUKAX. Takwil Miaxia poOUTH IrpOBHIA
nporec OUTBLI JUHAMIYHUM Ta J03BOJISIE 30CEPEIUTH yBary Ha BI)KMBaHHI cepe] BETUKO1
KUTBKOCTI BOPOTiB.

st peamizamii MPOTUBHUKIB BHKOPUCTOBYIOTBhCS kKiacu EnemyController Tta
EnemyStats. Bonu BioB11at0Th 3a MOBEAIHKY BOPOTiB, IX MEPECYBAHHS 0 MEPCOHANKA,

HaHECEHHS KoY Ta 30epiraHHs OCHOBHHMX XapaKTepuCcTHK. KoxkeH Bopor Mae BllacHUIMA
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3amac 370poB'sl, MIBUAKICTh PyXy Ta MOKa3HUK IIKOJH, 1110 JO3BOJISIE CTBOPIOBATH Pi3HI
TUIY TPOTHUBHUKIB 1 MOCTYMOBO 30UIbLIYBATH CKIAJHICTh MPOXOIKEHHS.

OpHiero 3 KIIOYOBHX MEXaHIK IPU € CHCTeMa XBWJIb BoporiB. s ii peamizamii
BUKOPUCTOBYEThCS Kiac WaveManager, KU KOHTPOJIIOE MOTOYHHI HOMEp XBUJII,
3aIyCcKae HOB1 €Tany Ta BU3HAYA€ MOMEHT iX 3aBepileHHs. CTBOPEHHS BOPOTiB Ha apeHi
BUKOHYEThCA KiacoM SpawnManager. 3 KOXXHOI HOBOIO XBHJICKO KUIBKICTh
CYNPOTUBHUKIB 30UIBIIYETHCS, 10 3a0e3Medye MOCTYNOBE 3POCTAaHHS CKIAIHOCTI Ta
HiITPUMYE THTEPEC IPaBIl MPOTATOM YCi€ei cecil.

BaxnBoro CKI1a10BOIO irpOBOTO MPOIIECY € CHCTEMa PO3BUTKY mepcoHaxa. [licms
3HHILICHHS BOPOT'iB IPaBeIlb OTPUMYE JIOCBII, SKUI HAKOITUYY€ETHCS Ta BAKOPHUCTOBYETHCS
JUIST TiABMINCHHS piBHA. [Ipw JOCATHEHHI HOBOTO PIBHSA aKTHBYETHCS CHCTEMa
NOKpallleHb, pealli3oBaHa 3a jomoMoror kimacy UpgradeManager. ['pasirio
HPOTIOHYETHCS BHOIp OJTHOTO 3 JOCTYITHUX TOKPAIICHb, IO TO3BOJISE aaNTyBaTH CTHITh
IIPOXO/KEHHST BIAMOBIAHO JO BJIACHUX BIOA00AaHH Ta POOUTH KOXKHY IrPOBY CECiiO
YaCTKOBO YHIKQJIBHOIO.

Jlns BimoOpakeHHs BakuBoi 1H¢opmallii BUKopucToByeThes kinac UlManager.
Bin BiamoBinae 3a OHOBIICHHS IMOKA3HUKIB 370POB'S MEPCOHAXkA, KITbKOCTI OTPHUMAHOTO
JIOCBiY, TOTOYHOTO PIBHS Ta HOMEpa XBUJI1. 3aBMISKHU IIbOMY I'PaBeIb MOCTIMHO OTPUMYE
aKTyaJapHY 1H(OpMAIIito PO CTaH NEePCOHAXa Ta epedir irpoBoi cecii.

3arajoM yci peani3oBaHI MEXaHIKM TPALIOIOTh SK €IMHA B3a€MOIOB'S3aHa
cucreMa. ['paBerb IEPEMINIYETHCS AapPEHOI0, 3HHINYE BOPOTIB, OTPHUMYE JOCBI,
MOKpAIly€e XapaKTePUCTUKHN NIEPCOHAXKA Ta HAMATAETHCS MPOTPUMATHUCS TKOMOTA JIOBIIIE
mig 4Yac Oe3mepepBHOro 30UTbINCHHS CKiIagHocTi Trpu. Came Taka CTpPyKTypa €
XapaKTEepHOIO Ui cydacHUX survival-like mpoekTiB Ta 1€KUTh B OCHOB1 pO3pO0JICHOT TpH
«Fantasy Poly Survivors». AnroputM poOOTH OCHOBHOTO irpOBOTO ITUKITy HaBEJICHO Ha

pUCYHKY 3.2.



3amycK rpu

A

Tlepexin 1o apeHH

A

Inimiamizanis mepcoHaxa

A\

TIouaToK XBHIII BOPOTiB

A

KepyBaHHs HepcoHaKeM

4

ITosBa BOpOTiB

A4

ABTOMaTHYHa aTaka

Y

HaneceHHs mkon

Bopor 3HHmeHHi?

HacTynHa XBHIS

[Tax

@

Puc. 3.2]liarpama mocitiioBHOCTI
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3.4. Peanizauis rpagiuHoro inrepgeiicy kopucryBaya

['padiunmii inTepdeiic kopuctyBaya (GUI) y rpi «Fantasy Poly Survivors» e
OJIHUM 13 KIIIOUOBUX €JIEMEHTIB, IO 3a0e3leuye B3a€MOJII0 TpaBls 3 IrPOBUMU
cucteMamMu Ta (opMye 3araibHe CHPUUHATTS irpoBoro mnporecy. Came iHTepdeiic
J03BOJIIE OTPUMYBATH 1H(OpPMALII0 MPO CTaH MEPCOHAXa, XBWJII BOPOTIB, MPOrpec
PO3BHUTKY Ta JOCTYIHI MOKPAIEHHs, a TAaKOX IIBUIKO pearyBaTh Ha 3MiHU B IrpOBIi
CUTYaIlii.

Peanizaiis rpadigHoro iHTepgericy BUKOHYBajlach 13 BUKOPUCTaHHSAM BOY10BaHO1
Ul-cuctemu pymrig Unity, 110 J03BOJIIE CTBOPIOBATH IHTEPAKTUBHI €JIEMEHTH, TaKi SK
TEKCTOBI IHAUKATOPH, MMAHEN1 CTaHy, KHOIIKY KEpYBaHHS Ta CIUIMBaIoui MeH10. [HTepdeiic
TICHO 1HTErPOBAHUH 3 IrPOBOIO JIOTIKOIO, 110 3a0e3rnedye Horo JMHaMIuHEe OHOBJICHHS B
peaJbHOMY Yaci.

[Ticns 3amycky rpu KOpUCTYyBay MOTpAIUIsie B TOJIOBHE MEHIO, SKE BHKOHYE
(YHKIIIIO CTapTOBOT'O €KpaHy Ta J03BOJISIE€ PO3IIOYATH HOBY IrpoOBY cecito abo BHMTH 3
rpu. ['0lI0OBHE MEHIO € MEepHIOI TOYKOK B3Aa€EMOJII TpaBls 3 MPOEKTOM 1 (GopMye

IIOYAaTKOBC BPAKCHHA IIPO I'PYy. Hpm(naz[ T'OJIOBHOI'O MCHIO HABCICHO HAa PUCYHKY 3.3.

Fantasy Poly Survivors

Puc. 3.5 T"'oj10BHE MEHIO
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OcHOBHa irpoBa cIieHa SIBISIE COOOI0 apeHy, Ha sKiii BimOyBaeTbcs OOpOTHOA
rpaBls 3 XBWISAMU BoporiB. Came TyT peani3yeTbcsi OCHOBHUM IrPOBUM LIMKI:
NepeMIIIeHHs IEpCOHaXa, aTaka BOPOriB, OTPUMAHHS I0CBIAY Ta MOCTYIOBE MOCUIICHHS

IpaBlis yepe3 cucTeMy nokpaileHb. [Ipukian irpoBoi cClieHH HaBeAEHO Ha PUCYHKY 3.4.

—3 . Wavel  Wave -
HP: 20130 Enemies - Started

Left: 5

Puc. 3.6 IrpoBa cuiena (apena 60t0)

InTtepdeiic min yac rpu nodynosanuii y surisai HUD (Head-Up Display), sikuii
Bi0Opaka€ OCHOBHI TOKa3HMKH cTaHy rpaBusa. Cepen Hux piBeHb 3a0poB’s (HP),
orpumanuit nocBig (XP), moTouHa XBUIIsI BOPOTIB, @ TAKOXK 1HII BAXJIUBI TApaMETPH, 10
JI03BOJISTIOTH OIIIHIOBATH CUTYAIlil0 B peaJbHOMY Yaci.

OxpeMy BaXJIMBY pOJb BiAIrpae cUCTeMa IMOKPAIICHb, KA 3 SBISETHCS TMICIHA
HAKOMWYEHHS JOCTAaTHROT KIJIBKOCTI 1OCBiy. BoHa m03BoJIs€ TpaBiio 0OMpaTu OUH 13
3aMpOTIOHOBAHMUX BapiaHTIB PO3BUTKY MEPCOHAXKA, IO OE3MOCEPETHHO BIUIMBAE HA CTUITb
MPOXOKEHHSI Ta MOJAibIly CKIaAHICTh Tpu. Lle cTBOproe ereMeHT BapiaTUBHOCTI Ta

M1ICUITIOE peirpaOeIbHICTb.
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TECTYBAHHA

TecTyBaHHSI € MPOIECOM TMEPEBIPKU Ta OIIHKU MPOrPaMHOrO 3a0e3MeUeHHs 3
MCTOIO BHUSBJICHHS ITOMHUJIOK, HEJOJIKIB Ta HEBIAMOBIAHOCTEH BuMoraMm. lle ommn 13
KIIFOYOBUX €TalliB pPO3pPOOKH, KU JO3BOJSE IMEPEKOHATUCSH, IO ITPOBUM MPOAYKT
mpaitoe cTabiibHO, KOPEKTHO Ta BIAMOBIIA€ 3ayMy PO3POOHHKA.

VY nmporeci TecTyBaHHSI NepeBipse€Tbcsl (DYHKIIOHATBHICTh T'PH, CTAOUIBHICTH
poOOTH, MPOAYKTUBHICTh, KOPEKTHICTh B3a€MOJIIi IFPOBUX CHCTEM, a TaKOX 3arajbHa
AKICTh KOPHCTYBAIIbKOTO A0CBiAy. OcobnuBa yBara mpuauisieThesl mepeBipii 00HOBOT
CHUCTEMH, CHCTEMH XBUJIb BOPOTiB, IpOrpecii mepcoHaxa Ta iHrepdeicy KopucTyBaya.

Meroto TecTyBaHHSI € 3a0e3medyeHHs CTaOUTbHOI POOOTH TPH, BUSBICHHS
KPUTUYHUX TMOMHUJIOK IO pemi3y Ta MIATBEp/UKEHHS TOr0, IO BCi IFPOBI MEXaHIKU
NPALIOIOTh BIAMOBIAHO 0 33yMaHO1 JIOT1KK. TakoX TecTyBaHHS J03BOJIE€ NEPEBIPUTH
OaylaHC CKJIaIHOCTI, KOPEKTHICTh B3a€EMO/I1i CHCTEM Ta BIACYTHICTh KpUTHYHHUX 3001B Mij
HaBaHTAKEHHSIM.

[Ipouiec TecTyBaHHS BKJIIOYA€ CTBOPEHHS TECTOBUX CIIEHAPIiB, X BUKOHAHHS,
dikcalliro pe3yJbTaTiB Ta MMOJAJIbIIEC BUIIPABICHHS BUSBICHUX OMIIIOK. JIJIs IepeBipKH
I'PH BUKOPHUCTOBYIOTHCS SIK PYyYH1 TECTH, TaK 1 CIIOCTEPEKEHHS 32 TTOBEIHKOIO CUCTEMHU

i 9ac irpOBHX CECii.

4.1 Tunu TecTiB

VY mporeci TectyBanHs Tpu «Fantasy Poly Survivors» BEHKOpHCTOBYIOTBCS pi3Hi
TUNIU TECTIB, KOXXEH 3 SKUAX CHOPSIMOBAaHWW Ha TIEPEBIPKY OKPEMHX AacCIEKTiB
(GYHKITIOHYBaHHSI CUCTEMH.

1. ®yHKITIOHANTBHI TECTH.

[lepeBipstoTh KOPEKTHICTH POOOTH OCHOBHUX MEXaHIK TPHU: pyX MEPCOHAXKA, aTaKa
BOPOTiB, OTPUMAaHHS JIOCBiAy, MiABUIIECHHS PiBHS, BUOIp MOKpalleHb Ta MPOXO>KEHHS
XBUITh.

2. Interpariiini TecTu.
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[lepeBipsit0OTh B3a€EMOJII0 MDK CHUCTEMaMHU TIpH, TaKUMH AK OoHoBa cHUCTEMa,
cucteMa cnaBHy Boporis, Ul Ta cuctema mporpecii nepcoHaxa.

3.IOHiT-TecTH.

BuUKOpUCTOBYIOTBCA JI MEPEBIPKM OKPEMHUX KOMIIOHEHTIB, HANPHUKIAJ JIOTIKK
OTPUMAaHHS IIKOJU, POOOTH XapaKTEPUCTUK MEPCOHaka a00 po3paxyHKy IIKOAU 30poi.

4.Ctpec-tecTu.

[lepeBipsitoTh CTAOUIBHICTh TPU MpPH BEIUKIM KIIBKOCTI BOPOTIB Ha €KpaHi,
IHTEHCUBHHX 005X Ta BUCOKOMY HaBaHTa)KCHHI CUCTEMH CIIaBHY.

5. TecTH NpOAYKTUBHOCTI.

Ominrotors FPS, HaBaHTa)keHHS Ha Mporecop i mam’siTh Mix 4Yac aKTUBHOTO
I'pOBOTO TPOLIECY, OCOOJIUBO MPH MI3HIX XBUJISIX BOPOTB.

6. TecTn cTaOLIBHOCTI.

[lepeBipsitoTh BIACYTHICTh KPUTHYHUX TOMWIOK, 3aBHCaHb ab0 aBapiiHOIO
3aBEpIICHHS I'PHU M1 Yac TPUBAIMX CECII.

7. Tectn CyMICHOCTI.

[TepeBipsitoTh KOPEKTHY POOOTY TPH Ha PI3HUX PO3AUIBHUX 3aTHOCTIX €KpaHiB Ta

koH(piryparisx [1K.

4.2 TecroBi cuenapii

TectoBi crieHapii BU3HAYAIOTh TOCHIJOBHICTH i, $AKI BHUKOHYIOTHCS A
nepeBipkl OCHOBHUX MexaHik rpu «Fantasy Poly Survivors». BoHu 103BONISIOTH
MEPEBIPUTH KOPEKTHICTh POOOTH ITPOBUX CHCTEM Yy pEaTbHUX YMOBAaX TEUMILICIO Ta

BUSIBUTH MOKJIMBI TIOMWJIKH y B3a€MO/I11 KOMITOHEHTIB.

TectoBuid cuenapii — “3amyck TIpd Ta [OYaTOK IrpOBOro mpouecy”
Kpoknu:

1 3amnyckK rpu 3 TOJIOBHOT'O MEHIO.

2 [lepexin mo irpoBoi ciieHu (Arena).

3. [Hiianizanis rpaBlsi Ta OCHOBHUX KOMITIOHEHTIB T'PH.

4 3anyck nepuioi XxBuiil Boporis uepe3 WaveManager.
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5. IlepeBipka KOpeKTHOTO BinoOpaxeHHs iHTepdelicy kopuctyBaya (HP, XP,
Wave).

Lle#t TecToBHi clieHapiil JO3BOJIAE€ MEPEBIPUTH MPABUIIBHICTH 1HILaMi3ali IpH,
3aBaHTaXCHHsI CIICHU Ta CTapTy OCHOBHOTO irpOBOTO MPOIIECY.

TectoBuii cuenapiii — “boiioBa cucrema”

Kpoxku:

1 [Touarok irpoBoi cecii Ha apeHi.

2 [TosiBa BOpOriB y Mexkax IrpOBOi 30HU.

3 ABTOMaTHYHA aTaka rpaBIlsd MO BOPOTaX.

4, Hanecenns mkoau Boporam ta 3meHeHHs ix HP.

5 OTpuMaHHS IIKOU TPaBIEM IPH KOHTAKTI 3 BOPOTaMHU.

6 [lepeBipka 3HHILIEHHS BOPOTiB Micisl BTpaTtu Bchoro HP.

Lle#t TecToBuii clieHapiii TO3BOJISIE MEPEBIPUTH KOPEKTHICTH OOWOBOI CHCTEMH,
BKJIFOUAIOYH B3a€MOJIII0 IPABIIS Ta BOPOTiB, a TAKOXK CUCTEMY HAHECEHHS Ta OTPUMAaHHS
IIKOJIH.

TecToBuii cuieHapit — “OTpuMaHHS TOCBiAY Ta MiIBUIICHHS PIBHS

Kpoxu:

1 3HUIICHHS OAHOTO a00 JIEK1LILKOX BOPOTIB.

2 HapaxyBanHs rpasito o4ok gocBigy (XP).

3 [TepeBipka 3amOBHEHHS IIKAIU JOCBIY.

4. JlocsTHEHHS HEOOX1AHOTO 3HAYCHHS XP JJIs miIBUIIICHHS PiBHS.

S BinoGpaxeHHs MeHIO BUOOPY TTOKpAIICHb.

6 Bubip Ta 3acTocyBaHHS OJJHOTO 3 JOCTYIHUX IMOKPAIIEHb.

Lle#t TecToBWi clieHapil JO3BOJISE MEPEBIPUTH KOPEKTHICTH CHCTEMH MpOTrpecii
NepCcoHaXKka, BKIOYAIOYH OTPUMaHHS JOCBIly Ta CUCTEMY HOKPAICHb.

TectoBwii cuienapiii — “Cucrema XBUIb BOPOTIiB”

Kpoxknu:
1. 3amyck nepuioi XBUil BOPOTiB.
2. CnasH BoporiB uepe3 SpawnManager.

3. AKTHBHA B3a€MO/IisI TPaBIIsl 3 BOPOTAMU.
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4, 3HUIICHHS BC1X BOPOTiB MOTOYHOT XBHIII.
5. ABTOMaTUYHUI NepeXif] A0 HACTYIHOI XBUJII.
6. 30UTbIIEHHS CKJIAAHOCT1 HACTYITHOT XBHJIL.

Lle#t TecToBUi clieHapid TO3BOJISIE MEPEBIPUTH KOPEKTHICTH POOOTH CUCTEMHU
XBUJIb, BKJIIOYAIOYM CIIAaBH BOPOTIB Ta MAaCIITA0yBaHHS CKIaJHOCTI.

TecToBuii cuenapiii — “3aBepiieHHs rpu’

Kpoxku:

1 3meHieHHs 3Ha4eHds HP rpaBis 1o Hyos.

2 Buxknuk nmonii cMepTi nepcoHaxa.

3 3yIuHKa IrpoBO7 JIOTIKH.

4, BinoOpaxeHHs ekpaHy 3aBepILICHHS TPH.

5 [Toka3 pe3ynbTaTy TpH Ta CTATUCTHKH.

6 [Tepexia 10 rOJIOBHOTO MEHIO.

Lle#t TecToBUli clieHApiil JO3BOJISIE€ MIEPEBIPUTH MPABUIIBHICTH 3aBEPILICHHS TPU Ta
00poOKy mo1ii CMEpTi TpaBIIs.

TecrtoBuii cuenapiit — “Iarepdetic kopucrysaua”

Kpoxu:

1 3amyck rpu ta Binoopaxkenns HUD-inTepdeiicy.

2 ITepesipka Bimoopakenus HP, XP ta Homepa xBui.

3 OHOBJIEHHS MOKa3HUKIB y peaJIbHOMY Yaci ITiJT 4ac TPH.

4, [lepeBipka MEHIO MOKpAIEHb MICIs MIABUIIECHHS PiBHS.

) [lepeBipka MeHIO May3u Ta OCHOBHOT HaBirarfii.

6 [lepeBipka kopekTHOCTI BimoOpaxeHHs Bcix Ul enemeHTiB.

Le#t TecToBUi ClieHApid JO3BOJISIE TIEPEBIPUTH KOPEKTHICTH poOOTH TpadidHOTO
iHTepdeiicy Ta HOTO B3aEMOJIII0 3 ITPOBUMHU CHCTEMAMHU.

TecroBuii cuenapiii — “IIpoaykTuBHICTD”
y

Kpoxknu:
1. 3anyck rpv 3 MAKCUMaJIbHOIO KIJIbKICTIO AaKTUBHUX BOPOT'B.
2. Bincrexenns yacrotu kaapis (FPS) mix yac 60t0. ©

3. [lepesipka ctabuibHOCTI FPS y pi3HUX IFPOBUX CUTYAIIISX.
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4, AmHani3 HaBaHTa)KEHHS Ha MPOLIECOP Ta MMaM’ SITb.
5. [lepeBipka BiICYTHOCTI KPUTUYHUX MPOCIIaHb TPOYKTUBHOCTI.
6. TecTyBaHHS I'py Ha PI3HUX KOHPITypalisixX IpUCTPOIB.

Le#t TecToBuUii crieHapiil JO3BOJIE OLIHUTH MPOYKTUBHICTb I'PHU Ta ii CTA0LIBHICTh
IIPU BUCOKOMY HABAHTAKEHHI.

[Ticas mpoBeieHHs TecTyBaHHs 0yJio BCTAHOBJIEHO, 1110 BC1 OCHOBHI MEXaHIKU TPy
NpaLoI0Th KOPEKTHO. IrpoBl cucTeMH, BKIIIOUaOUd OOWOBY CUCTEMY, CUCTEMY XBHJIb
BOPOT'iB, MPOTPECIIO MEepCOHaXa Ta IHTEepPenc KOpUcTyBada, GyHKIIOHYIOTh CTA0LIBHO.

BusiBieni He3HayH1 TOMMIKHM OyJIM YCYHEH1 B IPOLIEC] TOOMPAIIOBAaHHS TIPOEKTY.
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BUCHOBKH

[Tix yac mOCHIPKEHHS Ta aHali3y CydacHUX irop y »kaHpi survival-like Oymo
BHU3HAYEHO 1XH1 KJIFOUOBI MEXaHIKH, OCOOJIMBOCTI MpOrpecii nmepcoHa)xa Ta MPUHLIMIH
noOyA0BH XBWJIBOBOro reimivietro. lle mo3Bonuno chopmyBaTH 4YiTKI BUMOTH 0
PO3pO0OKH BIacHOTO irpoBoro mpoekty Fantasy Poly Survivors, 3 ypaxyBaHHSIM Cy4acHUX
M1XO/I1B 10 CTBOPEHHS ITPOBUX CHUCTEM.

Buxopucranns irposoro pyuriss Unity Ta MoBu nporpamyBanHs C# 3a0e3nednsio
MOJKJIUBICTh pealtizallii OCHOBHHUX MEXaHIK TI'pH, BKIIOUAIOYH CHUCTEMY KEpYBaHHS
NIEpPCOHaXKeM, OOMOBY CHUCTEMY, CHCTEMY XBHJIb BOPOTiB, MPOTPECiI0 PIBHS Ta CUCTEMY
MOKpAIeHb. 3aBISKH IIBOMY OYyJIO JOCATHYTO CTaOIIBbHOT poOOTH T'pU Ta Y3rOHKEHOI
B3a€EMO/II1 BCIX IFPOBUX KOMITOHEHTIB.

[TpoekTyBaHHS apXiTEKTypud TpH 3]IHCHIOBAJIOCS Ha OCHOBI KOMITOHEHTHOTO
migxony Unity. Byno pospobineno kimwouoBi cuctemu, 30kpemMa (GameManager,
WaveManager, SpawnManager, cuctemMy KOHTPOJIO TIpaBlii, CHUCTEMY BOpPOTIB Ta
cucteMy 1HTepdeiicy KopucTyBaua. Taka cTpykTypa 3a0e3neymsia THYYKICTb,
MacITabOBaHICTh Ta 3PYYHICTh MOJAIBIIOT0 PO3MHUPEHHS (YHKIIIOHATY TPH.

Po3pobxka rpadiunoro iHTepdericy KopucTyBada J103BOJIMIIA 3a0€3NECYUTH 3PYUHY
B3aEMO/IIIO TPABIlA 3 IrPOBUMH MeXaHikamu. [HTepderic BimoOpakae OCHOBHI TapaMeTpu
NepcoHa)xka, Takl SK 3J0POB’sl, IOCBIJ Ta MOTOYHA XBWJISI, a TAaKOX HAJa€ MOCTYI O
CUCTEMHU TMOKpaIIeHb 1 KepyBaHHs rporo. BizyanbHa ckilagoBa rpi BUKOHAHA y CTHIII low-
poly, 10 BiMOBia€e 3arajibHii KOHIENIII TPOEKTY Ta MIAKPECIIOE HOT0 CTHIII30BaHY
rpadiky.

TectyBanHss Tpu OyJIO0 TPOBEAEHO BIATOBIAHO JO PO3POOJICHUX TECTOBUX
CIIeHapiiB, sIKi OXOIUTIOIOTh OCHOBHI AaCTEeKTH IrpOBOTO TMpoIecy. Y pe3yibrari
TECTYBaHHS MiITBEPKEHO KOPEKTHY POOOTY OOMOBOT CHCTEMU, CHCTEMH XBHJIb BOPOTIB,
mporpecii mepcoHaxxka Ta iHTepdeiicy kopucTyBada. BusiBiieHi He3HAUHI TOMIIKU OyIH
YCYHYTI1 Ha €Tarl JOOMpalOBaHHs, IO MiIBUIIWIO CTA0UIbHICT I'POBOTO MPOAYKTY.

VY pe3ynbTaTi BUKOHAHHS JUITIOMHOTO MPOEKTY OYyJIO CTBOPEHO (PYyHKIIIOHAIBHY

rpy Fantasy Poly Survivors y xanpi survival-like 3 eeMmeHTamMu nmporpecii Ta XBUJILOBOTO
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BIDKMBAHHSA. J[OCATHYTO MOCTaBICHOT METH — peatizallii CTabIbHOT0, PO3LINPIOBAHOTO
Ta irpabenbHOro NpoekTy Ha ocHoB1 Unity Ta C#.

Po6GoTa npoiinna anpoodartito. 3a ii pe3yabratamu 0yno omy0aiKoBaHO HACTYMHI
TE3U JONOBIIEH:

1. Kacsuenko B.B., Kyxmincekuit M.B. ctBopenns 3d rpu Ha pyiniro unity
“Fantasy Poly Survivors”. Marepiaiu Il BceykpalHCbkOi HAyKOBO-TEXHIUHOI
KoH(epeH1li « Bukiuku Ta pilieHHs B IporpamMHii iHxkeHepii», 26 nucronaaa 2025 poky,
Kuis, JlepxaBHuil yHIBEpCUTET 1HPOPMALIMHO-KOMYHIKAI[IHHUX TEXHOJIOT1H. 301pHUK

te3. K.: IVIKT, 2025. C. 393-395.

2. Kacsuenko B.B., Kykmincekuii B.M. PospodOka 3D-rpu «Fantasy Poly
Survivorsy wa pymrii unity. Marepianu VIl BceykpaiHCbkoi HayKOBO-TEXHIUHOT
koH(pepeHIii «3acTocyBaHHA TporpamMHoro 3abe3neueHHs B 1H(OpMAIIHHO-
KOMYHIKAI[IMHUX TeXHOJoTisax», 23 kBiTHI 2026 poky, KuiB, [lepkaBHUil yHIBEpCUTET
iHpopMalliitHO-KOMYHIKaIIiHUX ~ TexHojorik, 360ipamk Te3. K.: JAVIKT, 2026.

C. 154-157.
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JTOJATOK A. IEMOHCTPAILIFHI MATEPIAJIA

‘ ,‘]_EP‘/!\"ABHlIl—l YHIBEPCHTET _
‘. DHIHT TH®OPMANIHHO-KOMYHIKAIIHHAX TEXHOJIOI'TH

HABYAJIbHO-HAVKOBHMH THCTH YT THOOPMALIIHUX
TEXHOJIOTTH

Kadrepa iHKeHepii TporpaMHOro 3adesnedeHHs

Poapobka 3D-rpu “FANTASY POLY SURVIVORS" y xaHpi
vampire like

BuUKOHaB CTYAEHT 4 Kypey

rpynu Mg-41
KacaHenko Bitaniin Banepinosuy
KepisHuk poBoTu

Mpodbecop kadenpn, kKaHa.TexH.Hayk. KykniHcekuin Makcum Bonogumuposuy

Kuis - 2026

META, OB’€EKT TA NIPEJIMET JOCILIZKEHHS

MeTa pooTH: MiABHILEHHA KOPHCTYBALLKOIO JOCBiMY B survival-irpax, nuisxom
pospobnenns 3D rpu «Fantasy Poly Survivors» ma pymii Unity 3 BHKOpHCTAHHM
low-poly rpatikn, cucremu xBune roporie Ta RPG-mexanixk,

06’ eKT ToCTIIAKEHHA: IPOLIEC BHKHBAHHA B irpax crini vampire-like.
IMpeameT DocaimKeHns: METOIH Ta 3aco0M peanizanil irPOBHX MeXaHIK, CHCTEMH

nporpecii mepcoraka, low-poly rpadixu, apxiTekTypu rpu Ta Goiiosoi B3aeMomii
Ha pyuii Unity i3 BHKOPHCTAHHAM MOBH nporpamMyeanHs CH.



KOHUIEIT I'PH

Cerunr - GeHTSINHNI CBIT, ¥ ZKOMY TepOil 3MYIICHHI BHKHBATH CEPEl HECKIHYSHHHX XBHIIb
MOHCTPIB, 0 3'ABIAIOTEC 3 MArTHHHX PO3IOMIB.

Croser - rpasennb Gepe ma cebe pois BoiHa, SKHI IPOTHCTOITE cunaM TeMpsaBy Ta HAMAracTLCH
AKOMOTA I0BLIE BIDKHTH HA APEHi, 3HHLIYIOUH BOPOTIE Ta CTAOMH CHABHILIHM,

Kaouogi mexanixm: Kmouosi ocobnmsocri:

1. Kepysauns nepconasem y 3D-npoctopi. I. Low-poly 3D-rpadika,
2. ABTOMATHUHI aTaky Ta BUKopucTannd 30poi, 2. Top-down kamepa.

3. CucreMa XBHIL BOPOIIB. 3. ®enresiitna arMochepa.

4. Orpumanns noceity 1a nigsuwenns pisng, 4, Beauka KUILKICTs Boporis Ha apeni,

5. Bubip nokpauiens nepeoHaka.

5. CucreMa nporpecii nepeoHaka,

6. Pizni tunm 30poi Ta arak., 6. Mocananns Mexanik survival ta RPG.
7. Cucrema 310poB'S IPaBL Ta BOPOIE, 7. Pospodka na pywii Unity 3 BHKOpHCTAHHAM

fad b —

MOBH nporpamysanns Cf.

3AJTAUI KBAJIIGJIKAuIﬂHOI

POBOTH
[TporecTH ananiz npenMerHol obmacTi survival-irop sxarpy vampire like.
Hocaimnmi ocobmirocti pozpobkn 3D survival-irop va pymii Unity.
[TporecTH MopiBHANEHWIT aHANI3 icHYIOUMX ananorie: Vampire Survivors, Brotato
Ta Megabonk.
BusnasuT dyHKIioHaneH] Ta HeYHKINIOHATEHI BHMOTH 10 TPOTPAMHOTO
zabe3medeHHs.
O0OpaTH cTek TexHomoTIi
CHpoeKTyBaTH apxiTeKTypy TPH.
PeanizyBaTH cHCTEMY KepyBaHHA NepcoHaxkeM, D0HOBY CHCTEMY, CHCTEMY XBHIh
ROPOTIR, TIpOrpecii MepcoHamka Ta KOPHCTYRANBKHI iHTepheiic.
[IpoRecTH TECTYRAHHS TPH TA MPOTPaMHOTe 3abe3nedeHHs.
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WVampire Fantasy Poly
Hazpa Brotato Megabonk
Survivoers Survivors
Tun rpaditkn 2D Pixel Ait 1D Cartoon iD Low-poly 30
THn kaMepn Top-down 20 Top-down 20 Top-down 3D Top-down 3D
3D-npoectip - . + +

Law-poly ctrns -

CHCTeMa kiacie

nepeoHaka
ID-mpocTip, | OOHOMAHITHICTE TIpodimemi
[BigcyTHi ¥ Memsax
CHOBH] HEIOMIEH | NePeRaHTAReHHA Ta Cladka OamaHcy Ta .
KOHIEii
edeRTaMI aTMmochepa PIIHOMAHITHOCTI
(ABTOpCEKHI low-
TYMOPHCTHUHNI | AKIIEHT HA Xa0Ci
Mpoctidt pivel-at paly fantasy
Irmi ocofmeocT CTHIB Td 1a RPG-
CTHIE cTiik. 3D apeHa.
APEATHICTH ENMEMEHTAX

CHCTEMa Knacin

BUMOI'HA 10 IMPOT'PAMHOTI'O 3ABE3IIEYEHHSA

MyHEUIOHATBHI BHMOTH:
Kepysanna nepeonasem y 3D-npocropi,
ABTOMATHYHA aTaKa Ha BOPOTB.

+

B

CHeTema XBHITE BOPOTIB Ta 1X 1104Ba.

CHeTema 3/10pOB" 8 MPaBIs | NPOTHEHHKIB.
Hapaxyeanusg moceimy, pecypeiB | BHHATOPOIH.
Bubip MoKpalieHs NEPCOHMKA MUK XBHIIAMH.

BinoGpazxenns nokazunkis: HP, XP, Taiimep, xeuns.

e T P

[Mepexin MK CLEHAMH: MEHIO, 001, apeHa.

Hedynxkuionannni BuMora:

Crabinena poGoTta rp 0e3 kpuTHIHHX ToMIIok(=100 fps 0 KPHTHYHHK TOMHIIOK).
Onrimizosana npoaykTHeiicTs Ha [TK cepennnoro pisna(rtx 2050 4 gb).

+

HIpuake sapanTakeHHs clicH i pecypeis(<1 cexyrnim).
Kopextaa pobota Ul Ha pizuux posaiennx 3natHoctax expasa(full HD, QHD).

e

Minimansai Ta pekomengosani cucresul sumorn 10 [TK (Intel Core i3 / Ryzen 3, 8
' RAM, GTX 1050 — mimimanssi; Intel Core 15 / Ryzen 5, 16 I'bE RAM, RTX
2050 1 BHIIE — PEKOMEHI0BAHI).

[
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BHCHOBKH

. [lposeaeno awnaniz npenmerHoi obnacri survival-irop saHpy

vampire like Ta BH3HAYEHO OCHOBHI NPOOJIEMH CYUACHUX iHAi-
MPOEKTIB.

. BukonaHo mnopiBHsibHHE aHanis icHyrouux asanorie Vampire

Survivors, Brotato ta Megabonk, ix nepegar i Hej101iKiB.

. CopmoBaso pyHKLIOHAILHT TA He(YHKUIOHAIBHI BHMOIM JI0

IPOrpaMHOro NPOAYKTY.

. Cnpoekrosano apxitexktypy rpu «Fantasy Poly Survivorsy.

. PeanizoBano cucremy xepysaHHs nepcoHaxeM, 0oioBy cucremy
Ta CUCTEMY XBHJIb BOPOTIB.

. Peanizosano cucremy nporpecii nepconaxa, low-poly 3D-

CepeIOBHINE Ta KOPHCTYBRALLKUIL iHTepeiic.

. [lposeaeno TecrysanHs rpu Ta aHanis crabinsHocti poboTH

OCHOBHMX CHCTEM.

. [ligrorosneHo 3BiT, npe3eHTalid Ta MaTepiand 10 3aXHCTY

keanidikauifinoi podoru.
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JOJATOK b. ICTUHI'M OCHOBHHUX MO/ YJIIB

using System.Collections;
using UnityEngine;

public class WaveManager : MonoBehaviour
{
public WaveUI waveUI;
public EnemySpawner enemySpawner;
public EnemyRegistry enemyRegistry;
public WavedsonLoader waveJsonLoader;

public SpawnGateRegistry gateRegistry;

[Header ("Wave Timing") ]

public float prepareTime = 2f;

public float waveCompleteDelay = 2f;

public float endlessWaveCooldown =
10f;

private WaveDatabase waveDatabase;

private int currentWavelIndex = -1;

private bool waveInProgress = false;

private bool endlessModeStarted =
false;

void Start ()
{
waveDatabase =
wavedsonLoader .LoadDatabase () ;

if (waveDatabase == null ||
waveDatabase.waves == null ||
waveDatabase.waves.Length == 0)

{

Debug.LogError ("No waves
loaded!") ;
return;

StartCoroutine (StartNextWaveRoutine ()) ;

}

void Update ()
{

if (waveInProgress)

{
if (waveUI != null &é&
enemyRegistry != null)

{

waveUI.SetEnemiesLeft (enemyRegistry.TotalA

ctiveThreats);

}

if (enemyRegistry != null &&
enemyRegistry.TotalActiveThreats <= 0)
{

wavelInProgress = false;

StartCoroutine (EndWaveRoutine () ) ;
}
}
}

IEnumerator StartNextWaveRoutine ()

{

currentWaveIndex++;

if (currentWavelIndex >=
waveDatabase.waves.Length)

{

endlessModeStarted = true;

StartCoroutine (StartEndlessLastWaveRoutine
(0))7
yield break;
}

WaveDefinition wave =
waveDatabase.waves [currentWaveIndex];

if (waveUI != null)

{

waveUI.SetWaveNumber (wave.waveNumber) ;
waveUI.SetStatus ("Prepare for
Battle™);
waveUI.SetEnemiesLeft (0) ;

if (GameManager.Instance != null)

{

GameManager.Instance.RegisterWaveReached (w
ave.waveNumber) ;

}

yield return new
WaitForSeconds (prepareTime) ;

if (waveUI != null)
{
waveUI.SetStatus ("Wave
Started") ;
}

yield return
StartCoroutine (RunWave (wave) ) ;

wavelnProgress = true;

IEnumerator
StartEndlessLastWaveRoutine ()
{

WaveDefinition lastWave =
waveDatabase.waves [waveDatabase.waves.Leng
th - 171;

int endlessWaveNumber =
lastWave.waveNumber;

while (true)

{

endlessWaveNumber++;

if (waveUI != null)

{

waveUI.SetWaveNumber (endlessWaveNumber) ;
waveUI.SetStatus ("Next
Endless Wave In 10s");



waveUI.SetEnemiesLeft (0) ;
}

if (GameManager.Instance !=
null)
{

GameManager. Instance.RegisterWaveReached (e
ndlessWaveNumber) ;

}

yield return new
WaitForSeconds (endlessWaveCooldown) ;

if (waveUI != null)
{
waveUI.SetStatus ("Endless
Wave Started");
}

yield return
StartCoroutine (RunWave (lastWave)) ;

wavelnProgress = true;

while (waveInProgress)
{
yield return null;

}
}

IEnumerator RunWave (WaveDefinition
wave)
{
foreach (WaveSpawnEntry entry in
wave.entries)
{
yield return new
WaitForSeconds (entry.startDelay) ;

for (int 1 = 0; i <
entry.count; i++)

{

enemySpawner.SpawnEnemy (entry.enemyId,
entry.gateld, entry.level);
yield return new
WaitForSeconds (entry.spawnInterval) ;
}
}
}

IEnumerator EndWaveRoutine ()

{

if (waveUI != null)

{

waveUI.SetStatus ("Wave
Complete") ;
waveUI.SetEnemiesLeft (0) ;

}

yield return new
WaitForSeconds (waveCompleteDelay) ;

if (!endlessModeStarted)
{

StartCoroutine (StartNextWaveRoutine () ) ;

}
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}
}

using UnityEngine;

public class EnemyStats : MonoBehaviour
{

public string enemyId;

public string displayName;

public int currentlevel = 1;

public int maxHealth;
public int damage;
public float moveSpeed;

public int xpReward;
public int goldReward;
public int essenceReward;

public Color enemyColor = Color.white;

public void
ApplyDefinition (EnemyDefinition
definition, int level)

{

if (definition == null) return;

enemyId = definition.enemyId;

displayName =
definition.displayName;

currentLevel = level;

maxHealth =
definition.baseMaxHealth + (level - 1) *
5;

damage = definition.baseDamage +
(level - 1);

moveSpeed =
definition.baseMoveSpeed + (level - 1) *
0.2f;

xpReward = definition.xpReward;

goldReward =
definition.goldReward;

essenceReward =

definition.essenceReward;

enemyColor = new
Color (definition.colorR,
definition.colorG, definition.colorB);

ApplyColor () ;
}

void ApplyColor ()
{
Renderer renderer =
GetComponent<Renderer> () ;
if (renderer != null)
{
renderer.material.color =
enemyColor;
}
}
}

using UnityEngine;

public class WeaponUnlockManager
MonoBehaviour

{



public WeaponUnlockConfig
unlockConfig;

public bool IsUpgradeAvailable (string

upgradeId)
{
if (unlockConfig == null) return
true;

switch (upgradelId)
{
case "sword size":
return
unlockConfig.IsWeaponUnlocked ("sword") ;

case "axe speed":
return
unlockConfig.IsWeaponUnlocked ("axe") ;

case "circle radius":
return
unlockConfig.IsWeaponUnlocked("circle");

case "chakram bounce":
return
unlockConfig.IsWeaponUnlocked ("chakram") ;

default:
return true;

}

public string
GetRequiredWeaponUnlockText (string
upgradeld)
{
if (unlockConfig == null) return
"Locked";

switch (upgradeId)
{
case "sword size":
return "Unlocked at Level
" +
unlockConfig.GetRequiredLevel ("sword") ;

case "axe speed":
return "Unlocked at Level
" + unlockConfig.GetRequiredLevel ("axe");

case "circle radius":
return "Unlocked at Level
"oy
unlockConfig.GetRequiredLevel ("circle");

case "chakram bounce":
return "Unlocked at Level
” +
unlockConfig.GetRequiredLevel ("chakram") ;

default:
return "Locked";

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

public class WeaponManager : MonoBehaviour

{

76

public List<BaseWeapon> allWeapons =
new List<BaseWeapon> () ;

void Start ()
{ foreach (BaseWeapon weapon in
allWeapons)
{ if (weapon != null)
{ weapon.enabled = false;

}
}

public void UnlockWeapon (int
weaponIndex)
{
if (weaponIndex < 0 || weaponIndex
>= allWeapons.Count) return;
if (allWeapons[weaponIndex] ==
null) return;

allWeapons [weaponIndex] .enabled =
true;
Debug.Log ("Unlocked weapon: " +
allWeapons [weaponIndex] .name) ;
}
}

using UnityEngine;

public class PlayerStats : MonoBehaviour
{
public PlayerProgressUI progressUI;

void Start ()

{
SyncFromGameManager () ;
RefreshUI();

}

void SyncFromGameManager ()

{
if (GameManager.Instance == null)
return;

}

public void AddXP(int amount)
{

if (GameManager.Instance == null)
return;

GameManager. Instance.AddXP (amount) ;
RefreshUI () ;
}

public void AddGold(int amount)
{

if (GameManager.Instance == null)
return;

GameManager. Instance.AddGold (amount) ;
RefreshUI();
}

public void AddEssence (int amount)

{



if (GameManager.Instance == null)

return;

GameManager.Instance.AddEssence (amount) ;

RefreshUI();
}

void RefreshUI ()
{

if (progressUI != null)

{

progressUI.UpdateUI () ;

}
}
}

using UnityEngine;

public class PlayerWeaponController

MonoBehaviour

{

[Header ("Weapon Scripts")]

public MonoBehaviour
public MonoBehaviour
public MonoBehaviour
public MonoBehaviour

swordWeapon;
axeWeapon;
circleWeapon;
chakramWeapon;

public WeaponUnlockConfig
unlockConfig;

void Start()
{

ApplyWeaponUnlocks () ;
}

public void ApplyWeaponUnlocks ()
{
if (unlockConfig == null)
{
Debug.LogError ("UnlockConfig
missing on PlayerWeaponController!");
return;

}

SetWeaponState (swordWeapon,
"sword") ;

SetWeaponState (axeWeapon, "axe");

SetWeaponState (circleWeapon,
"circle");

SetWeaponState (chakramWeapon,
"chakram") ;

}

void SetWeaponState (MonoBehaviour
weaponScript, string weaponld)

{

if (weaponScript == null) return;

bool unlocked =
unlockConfig.IsWeaponUnlocked (weaponId) ;
weaponScript.enabled = unlocked;

Debug.Log ("Weapon " + weaponId + "
unlocked = " + unlocked);
}
}
using UnityEngine;
using UnityEngine.SceneManagement;

public class Sceneloader MonoBehaviour
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public void LoadMainMenu ()
{

SceneManager .LoadScene ("MainMenu") ;

}

public void LoadLobby ()
{
SceneManager .LoadScene ("Lobby") ;

}

public void LoadBattle()
{
SceneManager.LoadScene ("Battle") ;

}

public void QuitGame ()
{
Debug.Log ("Quit Game") ;
Application.Quit () ;
}
}
using System.Collections.Generic;
using UnityEngine;

[System.Serializable]

public class UpgradeState

{
public string upgradeId;
public int level;

}

public class GameManager MonoBehaviour

{

public static GameManager Instance;

[Header ("Player Progress") ]
public int currentlevel = 1;
public int currentXP = 0;
public int xpToNextLevel = 20;

public int gold = O;
public int essence = 0;

[Header ("Wave Progress") ]

public int highestWaveReached = 0;

[Header ("Upgrade States")]
public List<UpgradeState> upgrades =
new List<UpgradeState>();

void Awake ()

{

if (Instance != null && Instance
I'= this)
{
Destroy (gameObject) ;
return;

}

Instance = this;
DontDestroyOnLoad (gameObject) ;

SaveSystem.LoadGame (this) ;

}

void OnApplicationQuit ()
{

SaveSystem.SaveGame (this) ;



}

public void AddXP (int amount)
{

currentXP += amount;

while (currentXP >= xpToNextLevel)

{

currentXP -= xpToNextLevel;
LevelUp () ;
}

RefreshAllProgressUI () ;
}

void LevelUp ()
{

currentLevel++;
xpToNextLevel += 10;

Debug.Log ("LEVEL UP! Level: " +
currentLevel);

}

public void AddGold(int amount)
{
gold += amount;
RefreshAllProgressUI () ;
}

public void AddEssence (int amount)
{
essence += amount;
RefreshAllProgressUI();
}

public void RegisterWaveReached (int
waveNumber)

{
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if (upgrade.upgradeld ==

upgradelId)

upgrade. level++;
return;

}

upgrades.Add (new UpgradeState
{
upgradeld = upgradeld,
level = 1
}) i
}

public void SaveGame ()

{

SaveSystem.SaveGame (this) ;

}

public void DeleteSave ()
{

SaveSystem.DeleteSave () ;

currentlLevel = 1;
currentXP = 0;
xpToNextLevel = 20;
gold = 0;

essence = 0;
highestWaveReached = 0;

upgrades.Clear () ;

RefreshAllProgressUI();
}

public void RefreshAllProgressUI ()

{
PlayerProgressUI[] allUI =

if (waveNumber > FindObjectsByType<PlayerProgressUI> (FindOb

highestWaveReached) jectsSortMode.None) ;
{
highestWaveReached = foreach (PlayerProgressUI ui in
waveNumber; allUI)
SaveSystem.SaveGame (this) ; {
RefreshAllProgressUI () ; if (ui != null)

{
Debug.Log ("New highest wave ui.UpdateUI();
reached: " + highestWaveReached) ; }
} }

}
LobbyUpgradeUI[] allLobbyUI =

public int GetUpgradelevel (string FindObjectsByType<LobbyUpgradeUI> (FindObje

upgradelId) ctsSortMode.None) ;
{
foreach (var upgrade in upgrades) foreach (LobbyUpgradeUI ui in
{ allLobbyUT)
if (upgrade.upgradeld == {
upgradeId) if (ui !'= null)
return upgrade.level; {

}
uil.RefreshUpgradeButtons () ;

return 0; }

} }

public void }
IncreaseUpgradelevel (string upgradeld)
{
foreach (var upgrade in upgrades)

{
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