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PE®EPAT

TekcroBa yactuHa KBaniikamiitHOi poOOTH Ha 3100yTTS OCBITHBOTO CTYIEHS

OakamaBpa: 50 crtop., 3 T1abm., 10 pwuc., 21 mxepen.

—_—

Mema pobomu — NIIBUILIKATU ITPOBOTO JIOCBIY 32 JOMOMOIOK 1HTEPAKTUBHOTO
2D nnardopmepa 3 eeMeHTaMU TOJIOBOJIOMKH Ta IMOJA0POXKAMH y Yaci.

06’exkm Oocniodcennss — Tiporiec po3pooku 2D-mimardopmepa 3 elneMeHTaMH
TOJIOBOJIOMOK.

IIpeomem Oocniddcenns — METOAM Ta 3aCO0M ITPOBHUX MPOAYKTIB, a came 2D-irop
3 HeCTaHJAPTHUMHU MeXaHIKaMHu Ha 6a3i irpoBoro pyiris Unity Ta MOBH IporpamMyBaHHsI
CH#.

Kopomkuii 3micm pobomu: Y po0GoTi po3pobieHo (PyHKIIOHATBHHA ITPOTOTHUIL
2D-tinarpopmepa  «CronoWortex», SKHH MO€AHYE KIACUYHUN TIaTGOPMIHT 3
OpUTIHAJIBHOK MEXAaHIKOK MOAOpPOXKEH Yy dYacl Ha OCHOBI NEPEMHUKAaHHS YacOBHUX
pexumiB (ModeActivator) Ta mapuoi Tenenopraiiii (PlayerTeleportSystem).

PeanizoBaHno THyuky apxiTekrypy Ha mpuHnumax SOLID Ta marepHi State
Machine. IIpoBeaeHo aHani3 kaHpy, HOPIBHSIHHS IrpoBUX pywIiiB Ta BUOip cTeky Unity
ta C#. CrBopeHO Halip TOJIOBOJOMOK, BUKOHAHO KOMIUIEKCHE TecTyBaHHA (28
TECT-KEHCIB).

Cdeporo BUKOpUCTAHHS 3aCTOCYHKY € 1HAYCTpIis PO3pOOKH 1HJI-IFOP, OCBITHIM

npoliec (HaB4aIbHI KypcH 3 iIrpoBOi po3po0KH Ta MPOTPaMHOT 1HKEHEpii).

KJIIOUOBI  CJIOBA:  2D-TUIAT®OPMEP,  PUZZLE-PLATFORMER,
MEXAHIKA TIOJIOPOXEIN Y UACI, UNITY, C# STATE MACHINE, SOLID,
MODEACTIVATOR, PLAYERTELEPORTSYSTEM, FTOJIOBOJIOMKH.
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BCTYII

CyuacHi 2D-nnatdopMepu nepexxuBaroTh CIipaBkHii peHecanc. [licias TpuBagoro
nepiofny OOMIHYBaHHS MAacIITaOHUX TPUBUMIPHUX AAA-TIPOEKTIB CHOCTEPIraeThecs
YiTKa TE€HJICHIIIS TIOBEPHEHHS 1HTEPECY sIK TPaBIliB, TaK 1 PO3POOHHUKIB JI0 ABOBUMIPHHUX
irop. ¥ Takux MpPOEKTAaX BUCOKO I[IHYIOThCS BUCOKA JUHAMIKA reMMILIero, (ilirpaHHa
TOYHICTh KEPYBAHHS TEPCOHAXEM, BUpPa3Ha MIKCENIb-apT €CTETHKA Ta, M0 OCOOIMBO
Ba)XJINBO, MOXKJIMBICTH CTBOPCHHS TIIMOOKHX, I1HTENEKTyaJlbHO HACHYEHUX IrPOBHX
MexaHiK. OZHUM 3 HalOUTBII MEPCHEKTUBHUX 1 MOMYJISIPHUX MiKaHPIB HA CHOTOMHI €
puzzle-platformers — irpu, y sSKux KJIaCHUYHUHN MIATHOPMIHT OPraHIYHO MEPEITITAETHCA
3 JIOTIYHMMH TOJIOBOJIOMKAMH, 1[0 BUMAraroTh BiJl IpaBIIs HE JIMIIE MBUKOT peakKilii, a if
PO3BUHYTOTO CTPATEr1YHOTO Ta MPOCTOPOBOTO MUCIICHHS.

Axmyanvnicme 006paHoi memu 3yMOBJIEHA KIJTbKOMa BaroMUMU YHHHUKAMHU.
PuHOK 1H[I-ITOp MPOIOBXKYE JAEMOHCTPYBAaTU CTAOUIbHE 3pPOCTaHHS, MPU LbOMY SIKICHI
2D-po€KTH YacTO CTAalOTh KOMEPIIMHO YCHIIIHUMH 3aBASKA OPUTIHAJIBHOCTI
reiimIuiero, MOPiBHAHO HU3bKIMA BapTOCTI PO3POOKH Ta BUCOKIA peHTabenbHOCTI. Kpim
TOTO, peai3allis CKJIAJHUX HETIHIWHUX MEXaHIK, TaKuX SK MaHIMyJAIis 9acoM, J0Ci
3QJIUIIAETBCS CEPUO3HUM TEXHIYHUM 1 apXITEeKTYpHUM BUKIUKOM, OCOOJIMBO ISt
CTY[IEHTChKUX Ta HEBEJIMKUX HE3AJICKHUX KOMaH]] 3 00MEXEeHUMHU pecypcamu. He meHI
BAYKJIMBUM € OCBITHIM 1 KOTHITUBHHUI MOTEHI(IA] TAKUX 1r0p, OCKIILKA BOHU CIIPHUSIOTH
PO3BUTKY MPOCTOPOBOTO, CTPATETiYHOIO, KPUTUYHOTO Ta MPUYMHHO-HACTIJAKOBOIO
MUCJIEHHS Y TPABLIB PI3HUX BIKOBUX KaTETrOPIii.

06 ’ekmom docnioxicenHs € poliec po3poOku iHTepakTUBHOTO 2D-1mardgopmepa 3
€JIEMEHTaMH TOJIOBOJIOMOK.

IIpeomemom OocniddxcenHs € MeTomu Ta 3acoOU ITpOBUX MPOMYKTIB, a caMe
2D-irop 3 HeCTaHJApTHUMH MexaHikaMu Ha 0a3i irpooro pymist Unity Ta MOBHU

nporpamyBaHHs CH.



Mema pob6omu — NABUILEHHS 1TPOBOTO JOCBIIY 3a JIOMOMOTOI0 1HTEPAKTUBHOIO
2D nnardopmepa 3 eneMeHTaMu TOJIOBOJIOMKH Ta MOJOPOXKaMH Y daci.

[loctaBnena wmera Oyna AOCATHYTAa LUISIXOM BHPINIEHHS KOMIUIEKCY TaKHUX
3aBIaHb. bynmo mpoBeAeHO aHali3 CydacHOro cTaHy »xaHpy 2D-mmardopmepiB Ta
puzzle-platformers, a  TakoX  BUKOHAHO  TOPIBHSUIBHY  XapaKTEPUCTUKY
HAWUMOIMMUPEHIUX IrpoBUX pymriB  ans  2D-po3poOku. OOrpyHTOBaHO BHOIp
texHoioriygoro ctexky (Unity ta C#) 1 KIIOYOBUX apXITEKTypHHX MIIXOMIB 3
ypaxyBaHHSIM OCOOIMBOCTEH peaiizaiii MexaHiku Toaopokel y daci. PeamizoBano
OCHOBHI IrpOBI CHCTEMH, 30KpeMa KepyBaHHS IIEPCOHAXEM, CHCTEMY aHiMallii,
NEPEeMUKAaHH YacOBUX pEeXUMIB Ta mnapHy tenenoprauiro. CrBopeHO Habip
B32€MOIIOB’ I3aHUX TOJIOBOJIOMOK, MOOY/IOBAHMWX HABKOJIO KOMOIHOBAaHOI MEXAaHIKU 4acy.
KpiMm Toro, mpoBeIeHO KOMITJIEKCHE TECTYBaHHS KJIFOUOBUX MEXaHIK I'pH, SKE BKIIOYAIIO
¢yHKLIOHANbHE, 1HTErpalliiiHe Ta TeCTyBaHHS 3pyYHOCTI BHKOpHUCTaHHs (usability
testing).

CrpykTypa IUIJIOMHOI POOOTH CKIIAJA€ThCS 3 YOTUPHOX OCHOBHHMX PO3ILIIB. Y
NEPIIOMY PO3AUT MPOAHATI30BAaHO MPEAMETHY Traidy3b, CydacHI TEHACHINT PO3BUTKY
xkaHpy 2D-mmargopMepiB Ta i1CHYKYl I1HCTPYMEHTH pO3poOku. [lpyromy po3aity
IPUCBSYEHO MPOEKTYBAaHHIO apXITEKTypH IpU Ta il KIOYOBUX MEXaHIK. Y TPETbOMY
pO3/UIl JIeTaJbHO OIKCAHO TPOLIEC peasizaiii OCHOBHUX CHUCTEM 1 KOMIIOHEHTIB. Y
YeTBEpPTOMY  PO3IiIl  HABEACHO pe3yabTaTd TECTyBaHHs, MPOBEACHO  aHali3
€(heKTUBHOCTI 3aMpPOIOHOBAHUX APXITEKTYPHHUX PIIlI€Hb, OMHEHO MPOMYyKTUBHICTh TPU

Ta c(hOpMYITHOBAHO NMEPCIEKTUBU MOAATBIIOTO PO3BUTKY MPOEKTY.
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1 AnaJii3 npo0semMu Ta iICHYI0YHMX 32c00iB Il BUPilLICHHS

1.1 Onuc npeameTHoi raaysi: cyuyacuni 2D-muiargopmepu Ta irpu 3

CJICMCHTAMM I'oJ1IOBOJIOMOK

XKanp 2D-nnardopmepiB € ogHUM 13 HaWCTapiIMX 1 HAWCTIMKIIIMX Yy icTOpIi
KOMIT'T0TepHHUX irop. HMoro BuTokHM csraoTh 1980-X pOKiB, KOJNM 3’SBHIMCS KyIbTOBI
npoekTH, Taki sk Super Mario Bros. (1985), Sonic the Hedgehog (1991) Ta Prince of
Persia (1989)[1]. OcHoBHa MeXaHiKa >aHpy IOJSTa€E B KEPyBaHHI IEPCOHAXKEM Y
JBOBUMIPHOMY MPOCTOpl, IO CKJIAAA€ThCA 3 IJIaT)OpM, TMEPEeIIKoA, MacToK 1
CYNPOTHBHUKIB, 3 METOIO MOAOJIaHHS PIBHS Ta JOCITHEHHSI KIHIIEBOI TOYKH.

OcHoBHa MexaHika 2D-miargopMepiB ToJsArae B KEpPyBaHHI IEPCOHAXKEM Y
JIBOBUMIPHOMY IPOCTOPi, IO CKIIAJAETHCA 3 IIAT(OPM, MEPEHIKOA, MACTOK, PyXOMHX
€JIEMEHTIB 1 CynpOTUBHUKIB. ['paBerls MOBUHEH JOJATH PiBHI, I€MOHCTPYIOUH TOYHICTh
PYXIB, IMBUAKICTh peaKIli Ta BMIHHS IJIaHyBaTHu cBoi J1i. Ha BiaMiHY BiJ TPUBUMIPHHUX
irop, 2D-mmardopMepn BHUPI3HIIOTHCS BIAHOCHOIO MPOCTOTOIO TpadidHOi peamizalii,
Ky YCIIIIHO KOMIIEHCYIOTh BHMCOKAa JHMHaMIKa TeMMIUIeI0, Mpelu3iiiHe KepyBaHHS,
CKJIAJIHUM Nu3aliH pIBHIB Ta IHTYITUBHICTh MexaHik. CaMme Il SKOCTi 3a0e3MeuyroTh
MIBUIKE 3aHYPEHHS TPaBILS B IrpOBUI MPOIIEC 1 TPUBAJIE YTPUMAHHS yBarH.

SlckpaBUMM TIPHUKJIaJaMH KOMEPLIMHOTO Ta KPUTUYHOTO YCHIXy >KaHPY CTalld
Celeste (2018), Hollow Knight (2017) Ta ioro nponosxennst Hollow Knight: Silksong
(2025), Ori and the Blind Forest / Will of the Wisps, Inside (2016) Ta Little Nightmares.
Y 2025 poui KpUTHKM  OAHOCTAWHO  BII3HAYWJIM  CIpaBXKHIA  pEeHECaHC
2D-muatopMepiB — pIK CTaB OJHUM 13 HAUCWIIBHIIIMX JJIS )KaHPY 3 YacCIB €IMOXH Super
NES 3aBnsiku BUXOMy TakuX MPOEKTIB, sik Shinobi: Art of Vengeance, Ninja Gaiden:

Ragebound ta uucnennux inmi-npoextiB. Hollow Knight: Silksong nume 3a mepur
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MICSALIl MICHS pesizy PO31HIIOBCS TUPaKeM MOHAaA 7 MIJIbHOHIB KOMIN, 110 MiITBEPIAXKYE
CTIMKMI KOMepLiiHui iHTepec 10 xkaupy [2],[3].

[Toennanns miaThoOpMiHTY 3 €JIeMEHTaMHU TOJIOBOJIOMOK

OxkpeMuM 1 MEpCTIeKTUBHUM HAIPSIMOM PO3BUTKY € puzzle-platformers — irpu, B
AKUX MEXaHIKa TOYHOIO MEpEeCyBaHHA Ta CTPUOKIB OPraHiuHO TMOEAHYETHCA 3
PO3B’sI3aHHAM JIOTIYHUX 3a7a4d. Takuil CHHTE3 pOOUTh TeUMILICH He JIUIe JUHAMIYHUM,
aje i IHTEeNEeKTyallbHO HACUYEHUM, PO3LIHPIOIOYH IIITLOBY ayUTOPIIO.

OxkpeMUM MEpCHEeKTUBHUM HAIPSIMKOM PO3BUTKY € puzzle-platformers — irpu, y
SAKUX MEXaHIKa TOYHOTO TIaT(GOPMIHTY TICHO IHTETPYETHCS 3 €JIEMEHTAMH JIOTTYHHX
roJIOBOJIOMOK. Takuii cUHTE3 pOOUThH TelMIUIeH He JHIle AUHAMIYHUM 1 BUJOBUIIIHHUM,
ajne W IHTEJIEKTyaJlbHO HACHYEHUM, 3HAYHO PO3IMIMPIOOYHA LIIBOBY ayJUTOPIIO.
Knacuunumu mnpeacraBHukamu 1poro mijpkanpy € Braid (2008), ne ueHTpanbHOO
MEXaHIKOI0 BHUCTyNa€e MaHImyssiis yacom [4], arMocdepHi rosoBojIoMKd B Limbo
(2010) Ta Inside [5], a TakoX TPOCTOPOBI 3amadi 3 BUKOPHUCTaHHSIM KJIOHIB y The
Swapper (2013) [6].

[Tonynsapuicts  puzzle-platformers  MOsSICHIOETBCS ~ KUIBKOMA  KJIFOYOBUMU
dakropamu. XKanp mnpuBabIIO€ MUPOKY ayIUTOPII0 — BiJ Ka3yalbHUX TPaBIIB, SIKI
IIYKAIOTh KOPOTKI 3aXOIUIMBI CecCli, 10 XapAKOPHUX €HTY31acCTiB, M0 I[IHYIOTh BUCOKY
CKJIaIHICTh, IPEUU31MHUI KOHTPOJIb 1 MOKIUBOCTI speedrun. Taki irpu MarOTh BUCOKY
pEHTA0ENbHICTh  3aBASIKM  YHUCIEHHUM  CEKpeTaM,  aJbTepHAaTUBHUM  IUIAXaM
MPOXO/PKEHHSI Ta PI3HUM PIBHAM CKJIAAHOCTI. BOHM 3a0e3neuyroTh ONTUMaIbHUM
OaJlaHC MDK BHUKIMKOM 1 BIIUYTTSIM TPOTPECy, MO0 € OIHUM 13 HaWBAKIUBIIINUX
€JIEMEHTIB YCIIIIHOTO 1rpoBOro Au3aiiHy. barato Tantiis, 30kpema Celeste [7] Ta cepis
Hollow Knight [8], gocsirmu MiIbHOHHMX OpoAakiB 1 BUCOKUX OLIHOK Ha raTdopmax
Steam Ta Metacritic.

CyuacHi 2D-mardopmepu TakoX JI€MOHCTPYIOTh HHU3KY UITKHUX TEHACHIIIN
po3Butky. Cepen HUX — CYTTEBE IOCHJICHHS CIOKETHOI Ta EMOIHOI CKJIaJ0BOi,

BUKOPUCTAHHS YHIKaJbHUX ITPOBUX MeEXaHIK (MaHIMYJSIisS YacoM, TpaBiTalli€ro,
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nopTajiaMd, MYJBTH TEPCOHAXHI CHUCTEMH), AaKTUBHA KpocIarGopMeHicTh Ta
CTBOPEHHsI 0ararolmapoBUX PIBHIB 13 NMOCTYIOBHUM IIJIBUIIEHHSIM CKiIaaHOCTi. Kpim
TOTO, >KaHpP BCE 4YACTINIE BUXOAWTH 3a MEXKI YUCTOI pPO3Baru, CTAlOUYU MOTYKHUM
XyJIOKHIM 3aco0oM. Uepes HapaTuB, BI3yaJIbHUM CTHIIb 1 MEXaHIKM aBTOPH TOPKAIOTHCS
BOXJIUBHX COLIAJIBHUX 1 IICHUXOJOTIYHMX TEM: TIIOJOJIAaHHS TPHUBOTH Ta Jempecii
(Celeste), camotHOocTi Ta ctpaxy (Limbo, Inside), exomorii, apyxOu, BTpaTu Ta
BHYTPIIIHIX KOH(JIIKTIB.

BaxxnmuBuM acmiekToM € OCBITHIN 1 KOTHITUBHUI MOTeHITian xkaHpy. [Inargopmepu
3 eJIEeMEHTaMHU TOJIOBOJIOMOK CHPHUSAIOTH PO3BHUTKY JIOTIYHOTO Ta MPOCTOPOBOTO
MUCJICHHS, yBaru, TUIAHYBaHHS i, KPEaTUBHOCTI Ta HECTAaHAAPTHOTO IMIIXOMY [0
po3B’si3aHHSA TpoOsaeM. 3aBAsSKH IIbOMY iX AKTMBHO BHKOPHUCTOBYIOTH Yy Teimidikariii
OCBITH, PO3BUTKY executive functions Ta TepaneBTUYHUX MTPAKTUKAX.

3HaYHUN BIUIMB HA PO3BUTOK >KaHPY CHOpaBUB Steam — MpoBigHA Miardopma
mugpoBoi auctpuOyuii. Came 3aBASKHU 1 HEBENUKI 1H/1-KOMaH]IA Ta COJIO-PO3POOHUKHU
OTPUMAIIA MOXIJIMBICTH O€3MOCEPEeHBO 3BEPTATUCS A0 MIIBHOHHOI ayAUTOPii, IIBUIKO
OTPUMYBATH 3BOPOTHUN 3B’S30K 1 JOCATaTH KOMEPIIMHOTO ycCmixy Oe3 MiATPUMKH
BEJIMKUX BHUIABIIIB.

He meHI BaXXJTMBUM YMHHUKOM € TEXHIYHHMHA mporpec y cdepi irpoBUX pymmiiB.
CydacHl 1HCTPYMEHTH 3HAUHO CIPOCTWIM CTBOpeHHs sikicHUX 2D-irop. Unity
3QJIMIIAETBCA OJHMM 3 HAWMOMYJISPHIMIMX pIIIEHb 3aBISKH NOTYXHi 2D-cucremi,
3pyYHOMY PEIAKTOpPY Ta JIETKOCTI MOpTyBaHHSA Ha pi3Hi miaatdopmu [10], [11]. Godot
npuBaObIIOE€ BIAKPUTHM KOJAOM 1 BHCOKOIO HpoaykrtuBHIcCTIO [15], a GameMaker —
mBHUAKICTIO TpotoTumyBaHHs [14]. Unreal Engine wactime BHKOPHUCTOBYETHCS IJis
Bi3yaJIbHO HACUYECHUX MPOEKTIB.

Cyuvacui  2D-mumarpopmepu  AEMOHCTPYIOTh  CTIMKy — TEHAEHLII  J0
KkpocruiaropMeHocTi. binbmicte HOBHX irop BuxoasaTh ogHodacHo Ha IIK, Nintendo
Switch, PlayStation, Xbox Ta MOO1IBHI TPUCTPOi, IO JO3BOJISIE 3HAYHO PO3IMIUPUTH

ayJUTOPIIO Ta MiJBUIINTH KOMEPIiIHY €(DeKTUBHICTb.
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[lepcnexkTBH MOAANBIIOTO PO3BUTKY KaHPY IMOB’A3aHI 3 1HTErpali€l0 HOBITHIX
TEXHOJIOT1A. 30KpeMa, Bce OUTbIIOI MOMYISIpHOCTI HaOyBae moenHaHHs 2D-mexaHik 3
eJIeMEHTaMHu BIpTyaJabHOI Ta JOMOBHEHOI PeaibHOCTI, MPOIeAypHa T'eHepallis PiBHIB,
aJanTHBHA CKJIAJIHICTh 32 JOMOMOTOI0 IITYYHOTO IHTEJEKTY, @ TAKOX T1OpUIHI )KaHPOBI
pimenns (tuiarpopmep Ta roguelike, mmardopmep ta RPG, merpoinsanis). Takox
OYIKYETBCS TMOAAJIbIIE MOTTMONICEHHS HApaTUBHOI CKIJIAIOBOI Ta BUKOPUCTAHHS 1rop sK
3aco0y XyIOKHHOTO BHCJIOBJIIOBAHHS AaKTyaJIbHUX COLIAJIBHUX 1 TCHUXOJOTTYHHUX
pooIieM.

Oco0nuBe Miclle B Cy4aCHOMY PO3BUTKY JKaHpY 3aiiMae MexaHika MaHIMyJsiii
gacoM. BoHa BijKpuBae aOCOIIOTHO HOBI MOMKJIMBOCTI /IS CTBOPEHHS HETIHIWHUX
TOJIOBOJIOMOK 1 YaCOBUX MapaJIOKCiB, SKI HEMOXKJIMBI B TPaJUIINHUX TuiaTGopmepax.
Sxmo paxilie noAopoXi B yaci OynM MpeACTaBlICHI B MOOJUHOKUX mpoekTax (Braid,
The Misadventures of P.B. Winterbottom, Super Time Force), To chorogHi BOHH CTatOTh
MOBHOIIIHHUM 1 HaBiTh IIEHTPAJbHUM €JIEMEHTOM TeimIuiero. Takuil mijaxia J103BOJIsIE
IpaBlEBl BIUIMBAaTM HE JIMIIE HA HPOCTIp, a H HaA Yac, CTBOPIOIOYM CKJIAJIHI
MPUIMHHO-HACTIAKOB] JIAHITIOKKM Ta aJIbTEPHATHUBHI CIIEHApPii MPOXOJKEHHS OJHOTO M
TOTO CaMOT0 PiBHSIL.

AHami3 Cy4acHOTO0 CTaHy »JKaHpy CBIT4UTh, M0 YCHINIHA peati3alis
2D-nnatrdopMepa 3 elEeMEHTaMH TOJIOBOJIOMOK BHMAarae He TUIBKM KpeaTUuBHOTO
IrPOBOTO JIM3aiiHy, ajne ¥ MpoayMaHoOi apXITEKTypH MporpaMHoro 3adesneueHHsa. Came
TOMY BUBYEHHSI €(DEKTUBHUX MIAXO/IB 10 MOOYI0BM THYYKOTO Ta MacIITAOOBAHOTO KOy
Ha0yBa€e OCOOJMBOTO 3HAYEHHS i1 PO3POOHMKIB, OCOOJIMBO B YMOBax iTE€paTUBHOI
PO3pOOKH, KOJIM MEXaHIKU MOCTIHHO JTOMOBHIOIOTHCS Ta 3MIHIOIOTHCA.

MexaHika yacy MOKE€ peajli30ByBaTHCS MO-PI3HOMY: BiJ] TOBHOTO MEPEMOTYBaHHS
Jyacy Hazal, Ak y Braid, 70 mapanenpbHUX 9acOBUX JIiHiHM, KOHTPOIIO HAJl 4aCOM OKPEMHX
00’€KTIB Y KOMOIHOBAaHHMX CHCTEM, MOMIOHUX JIO TI€T, [0 BUKOPUCTOBYETHCS B MPOEKTI

«CronoWortex». KokHa 3 1mux peanizaiiii CTaBUTh MEpen PO3POOHUKOM CEpHO3HI
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TEXHIYHI 3aBJaHHs, OB’ A3aH1 3 KEPYBAaHHSAM CTAaHOM pPiBHs, 30€pexKEHHSIM 1CTOPIT i,
00pOoOKOIO KOMI31H Ta 3a0e3MeUeHHAM CTaOIbHOCTI TPH.

BaxnuBum acrniektom cydacHux 2D-mmardopmepiB € Takok BHUCOKa yBara Jo
SAKOCTI aHIMallii Ta 3BOPOTHOTO 3B’s3KY. [ paBIll OYIKYIOTh IJIAaBHOI Ta 3p0O3yMUIOT peaKiii
nepcoHaXka Ha KOkHY fito. Came Tomy 6araro po3poOHUKIB MPUAUISIIOTh 3HAUYHY YBary
CHCTeMaM aHiMallli, Mo KaJapoBoMmy KoHTpoito, squash and stretch edexkram Ta
TUHAMIYHIA KaMmepl. YCHIIIHE MO€AHAHHA TOYHOTO IUIaT(GOPMIHTY 3 Bi3yaJIbHOIO
pUBAOIUBICTIO 3HAYHO MiABUIIY€E 3a/I0BOJICHHS BiJ TPH.

He wmenm BaxnuBuM € auszaiiH piBHIB. CyuacHi 2D-margopmepu 4HacTo
BUKOPHUCTOBYIOThH MPUHITUIT TIOCTYIIOBOTO TIBUIIEHHS CKJIAAHOCTI, KO HOBI MEXaHIKU
BBOJISITHCSI TIOCTYIIOBO, @ TOTIM KOMOIHYIOTBhCS y BCe OUTBIN CKiaaHi cutTyarii. Takuit
OiAX11 JTO3BOJISIE MIATPUMYBAaTH IHTEPEC TPABL MPOTITOM YChOTO MPOXOJKEHHS 1
YHUKHYTH PI13KHX CTPUOKIB Y CKIAIHOCTI.

VY KOHTEKCT1 CTYIEHTCHKUX 1 1H/I-IIPOEKTIB OCOOJIIMBO aKTyaJbHUM CTAa€ MUTAHHS
apXiTeKTypu TporpamHoro 3adesnedeHHs. [Ipu qomaBaHHI HOBHX MEXaHIK, TaKHUX SIK
PI3HI YacoBl PEXHUMH, PO3POOHHKM YACTO CTHKAIOTHCS 3 MPOOJIEMOIO IIBHAKOTO
3pOCTaHHs CKJIaIHOCTI Koay. Lle mpu3BOAUTE 0 MOSBU «CHareTi-Koay», CKIaIHOIMIIB y
TECTyBaHHI Ta TPOOJIEM 13 MOAAIBIIAM PO3IMIUPEHHSIM TMPOEKTY. TOMYy 3aCTOCYBaHHS
Cy4YacCHUX MPUHIUIIIB MPOrpaMHoOi 1HXKeHepil Ha0yBa€e BEIMKOrO MPAKTUYHOTO 3HAYCHHS

HaBITh Y BIJTHOCHO HEBEJIMKHUX Irpax.

1.2 AHaJi3 ICHylO4HX NPOrpaMHMX NPOAYKTIB AJis1 po3po0ku 2D irop

CrtBopeHHsT cydacHUX 2D-irop 3HaYHO CHPOCTHUIIOCS 3aBASKU TOSBI MOTYKHHX
ITPOBUX pYIIIiB Ta 1HTErPOBAaHUX cepeAoBHIN po3poOku. Lli iIHCTpyMEHTH HaIalOTh
TOTOBI PillICHHs /U1 poOOTH 3 Tpadikoro, Pi3uKor0, aHIMAaIII€r0, 3BYKOM, 1HTEpdeiicoM Ta

IFPOBOIO  JIOTIKOKO. 3aBASKA I[bOMY pO3pPOOHHMKM MOXYTh MIHIMI3yBaThU 4Yac Ha
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HamMCcaHHA 0a30BOTO KOMy «3 HyJsD» 1 30CEpeauTHCS Ha TeWMIIM3aiiHi, CTBOPEHHI
KOHTEHTY Ta TMOJIMNIICHH] iIrpOBOTO JIOCBI Y.

IrpoBi pymrii ans po3poOku 2D-irop MokHa YMOBHO TOAUIMTH Ha JIBI OCHOBHI
kareropii. Jlo nepmoi Hanexars yHiBepcanbH1 pyuii (Unity, Unreal Engine, Godot), siki
HIATPUMYIOTh SK JBOBUMIPHY, TaK 1 TPUBHMIpPHY po3poOKy. [pyra kareropis — 1ie
crietianmizoBani 2D-inctpymentu (GameMaker, Construct), opieHTOBaHI epeBaxHO a00
BUKJIIOYHO HAa CTBOPEHHS ABOBUMIpHUX irop [10], [11].

Hwxye HaBeneHO aHami3 HAWIOMIUPEHININX CEPEIOBHUIN PO3POOKH, IO
BUKOPHUCTOBYIOThCSl 11 CTBOpeHHs 2D-mmardopmepiB Ta irop 3 elleMEHTaMH
roj0BOJIOMOK y 2025-2026 poxkax.

Cepen cywacamx irpoBux pymiiB Unity 3ajqumraerbcst OgHUM 13
HAWTOMYJISPHIMINX YHIBEPCATbHUX PINICHb 3aBISKA CBOIM THYYKOCTI Ta PO3BUHEHIN
exocuctemi. Bin miarpumye sk 2D, tak 1 3D-po3poOKy, NIPONOHYE MOTYKHUN pEAAKTOP
CIIeH Ta BOyJ0BaH1 IHCTPYMEHTH Il poOOTH 3 (Pi3HKOI0, aHIMaIIi€ro 1 3ByKoM [13].

Unity BupizHsieTbes mupokuM Habopom 2D-iHcTpymenTiB (Tilemap, 2D Physics,
Sprite Renderer, Animator, Pixel Perfect Camera), Bennkowo CHUTBHOTOI, Oaratroro
JIOKYMEHTAIIlI€I0 Ta BiAMIHHOIO Kpocimuiatdopmenictio. Kpim toro, Unity Asset Store
HAJIa€ JOCTYM JO0 BEIMYE3HOI KUIBKOCTI TOTOBUX aceTiB, IJIATIHIB 1 PIllIEHb, 110 3HAYHO
IPUCKOPIOE MPOIeC Po3poOKu. BogHowac py1riii Ma€e BUIII CUCTEMHI BUMOTH TIOPIBHSIHO
3 OUIBII JITKUMHU PIIIEHHSAMH, a Horo 2D-(yHKIIOHATBHICTH peasi3oBaHa MOBEPX
3D-pymrisi, 10 1HOMAI 3HUXKYE ONTUMAJBHICTH JJIsl uuctoro pixel-art. Jlna peanizamii
CKJIQJIHUX MPOEKTIB TAKOXK MOTPIOHI I'PYHTOBH1 3HAHHSI MPOTPAMyBaHHS.

He menm nonynsipuum yHiBepcanbHuM pyirieMm € Unreal Engine Big Epic Games.
Bin opienToBanmii Hacammepen Ha BUCOKOsAKICHY 3D-rpadiky Ta BUKOPUCTOBYE IS
2D-npoexTiB Moaynb Paper2D Ta mMOTyXHY CHCTEMY Bi3yaJIbHOTO MpPOTpaMyBaHHS
Blueprints. Unreal Engine 3abe3nedye HaiBuIly SKICTh Bi3yasi3alli, pO3LIKUPEH]
MOKJIMBOCTI OCBITJICHHs, €(ekTiB Ta mnocToOpoOku. Cepen KIOYOBUX IepeBar —

MOXJIUBICTh JieTKO ToeaHyBat 2D 1 3D enemMeHTH B OIHOMY MPOEKTI, a TaKOXK
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OE3KOIITOBHUI JTOCTYII 3 POSIITI JIMIIIE TICJIS JOCSITHEHHS TIEBHOTO piBHS goxoxy. OmHak
i kiacuuHux 2D-mmardopMepiB pyiniid 4acTO BBaXKA€ETHCS HAIMIPHO «BAKKUM):
Paper2D mae oOmexeHy (QyHKIIOHAIBHICTH 1 MEHINY MIATPUMKY, KpHBa HaBYaHHS
JIOCUTh BUCOKA, & pO3MIp MPOEKTY Ta CUCTEMHI BUMOTH CYTTEBO 3pOCTAIOTh HABIThH MPHU
npoctux 2D-irpax.

[Ile ogHUM TMEPCHEKTUBHUM PIIIEHHSM, sIKE aKTUBHO HaOHWpae MOMYJSPHICTh, €
Godot — BibHUI pymIi 3 BIAKpUTUM KoaoM mia jineHsiero MIT. V 2025-2026 pokax
Godot nmemoHCTpye 3HauHe 3pOCTaHHS cepen  1HAI-po3poOHUKIB. Bin  wmae
crnenianizoBanuid native 2D-koHBeep 31 cripaBkHIMU 2D-KoopnHaTaMu, 110 3a0e3neuye
BHUCOKY MPOMYKTUBHICTH 1 TOYHICTH peHaepuHTy. Godot MOBHICTIO OE3KOITOBHUH, HE
Mae posuITi Ta MpornoHye 3pydHy cucteMmy By3diB (Node-based architecture),
BOYIOBaHUH PENaKTOp Ta MIATPUMKY KIJIBKOX MOB MporpaMmyBaHHs, 30kpema GDScript,
C# 1 C++. Pymiit moka3ye BimMiHHY €()EKTHBHICTh HaBITh Ha CIa0KOMY OOJaJHaHHI.
T'onoBHUMM HEOIIKAMU HAa CHOTOJIHI 3aJIUIIAKOTHCS MEHIIA KiJIbKICTh TOTOBUX aCETIB 1
miariHiB nopiBHsiHO 3 Unity, a TakoX MEHII PO3BUHEHA €KOCUCTEMa I CKJIAJHUX
KOMEPIIHUX TTPOEKTIB.

3HauyHa KUIbKICTh PO3pOOHUKIB Takok obupae GameMaker — crerianizoBaHUN
1HCTPYMEHT, OPIEHTOBAHUN BUKJIIOYHO Ha 2D-irpu. BiH moennye iHTYyiTUBHE Bi3yasbHE
nporpamyBanHs (Drag & Drop) 3 mnoryxHoro MoBorww GML. GameMaker mnobpe
ONTHMI30BaHUN nJisi pixel-art, MpomoHye MIBUIKE CTBOPEHHS NPOTOTHUINB 1 3pYYHY
poOoTy 31 cipaiitamu, KiIMHaTaM# Ta KodizisiMu. CaMe Ha 1bOMY pYIIii OyJd CTBOpEHI
Taki Bigomi Taiitiu, sik Undertale, Hyper Light Drifter, Pizza Tower Ta DELTARUNE.
OpHak UIsl TIOBHOIIIHHOTO KOMEPILIMHOTO penii3y Ta eKCHOPTy Ha KOHCOJNI MOTpiOHa
miaTHa Jinensis. KpiM Toro, MOXXJIMBOCTI peaizalili CKIIaIHUX apXiTeKTYPHUX PIIIeHb 1
HEJNIHIMHUX MEXaHIK TyT 3Ha4HO HWX4l, HUK B Unity yu Godot.

Hapemri, Construct € sckpaBuM MpeACTaBHUKOM no-code pyIriiB, MOBHICTIO
opieHTOBaHUX Ha 2D-irpu. Ycs irpoBa Jiorika B HbOMY CTBOPIOETHCS Uepe3 Bi3yalbHUMN

penaKkTop MoAiM 1 MOBEAIHOK, 10 HE BUMAarae 3HaHHS MOB IIporpamyBaHHs. L{e poOuTtsb
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Construct igeanbHUM IHCTPYMEHTOM Uil UIIBHUJKOTO MPOTOTUITYBAHHS, OCBITHIX
IPOEKTIB, BEO-Irop Ta MPOCTUX MOOLIBHUX IojaTKiB. Pymriit no6pe miarpumye HTMLS
1 Ma€ 3py4Hl THCTPYMEHTH JJis1 poOOTH 3 (P13UKOIO Ta aHIMAIIIMH. [ OJIOBHUM HEOJIIKOM
€ CYTT€BE OOMEXEHHS THYYKOCTI MPU peai3alii CKJIaJHUX MEXaHIK, BETMKUX MPOEKTIB
Ta HETPUBIAIBLHUX ITPOBUX CHCTEM, TAKUX SIK KOMOIHOBaHA MAHIITYJISAIIISI YACOM.

Takum gyuHOM, BHOIp IFPOBOTO PYIIisl CYTTEBO 3aJEKHUThH BiJl MAcIITa01B IIPOEKTY,
JOCBIYy pOo3pOoOHHKA, HEOOXITHOT THYYKOCTI apXITEKTypH Ta LUIbOBUX MaargopM. s
peanizaiii «CronoWortex» — 2D-mnatgopmepa 3 CKIIaHOI KOMOIHOBAHOK MEXaHIKOIO
yacy — Oyno oOpano Unity sk OonTHMaJIbHE TMOEJHAHHS TMOTYXKHOCTI, THYYKOCTI Ta
3pUIOCTI €KOCUCTEMHU.

AHai3 ICHYIOYHX CepeOBUII pO3POOKH CBIIUHUTD, IO BUOIP PYIIIis 3aJIEKUTH BiJl
MacITaliB MPOEKTY, TOCBIAY KOMaH/IY, MUIbOBUX IIATGOPM 1 HEOOX1THOCTI peanizaiii
CKJIaaHuX MexaHik. s po3pobku 2D-mmardopmepa 3 eneMeHTaMH TOJIOBOJIOMOK 1
MEXaHIKOIO MOJOPOKEH y Yaci 0COOIMBO BXKJIMBUMHU € THYYKICTh apXiTEKTypH, TOUHA
¢13uKa Ta 3py4yHICTh POOOTH 31 CTaHAMU 00’ €KTIB.

[Ticast mOpIBHSIIBHOTO aHaJIi3y OCHOBHHUX ITPOBHUX PYIIIiB AJIs peai3aiii MpoeKTy
«CronoWortex» Oyno o6pano Unity. Take pilieHHS 3yMOBIEHO ONTHMAaJIbHUM
NOETHAHHAM 3pPYYHOCTI PO3POOKH, MOTY)KHOI E€KOCUCTEMH, THYYKOCTI MPOrpamMHOi
apXITeKTypH Ta JOCTAaTHBOI MPOMYKTUBHOCTI JJIA peaiizallii KoMOIHOBaHOI MeXaHIKU

MOJIOPOXKEH y Jaci.

1.2.1 lMopiBHsIbHA TA0JUISA iIFPOBUX JIBUKKIB TAa PeIaKTOPiB

JIns  00’eKTHBHOI OIIIHKM MOXJIHMBOCTEH cepenoBuIll po3poOku 2D-irop
IPOBEJICHO MOPIBHSUIBHUI aHaji3 HaWMOIIMpEHIUX pywiiB ctaHoM Ha 2025-2026
poku. [lopiBHsHHS 0a3yeTbcs Ha KIIOYOBUX TEXHIYHUX XapaKTEPUCTUKAX, 3PYUHOCTI

BUKOPUCTAHHS, JIICH31MHIN MOMITHUII Ta MPUKIAJaX peaJbHUX MTPOEKTIB.



19

Taomums 1.1

[TopiBHsIIPHA XapaKTEPUCTUKA ITPOBUX PYLIIiB Juisl po3poOku 2D-irop

Pymii#t /| OcnoBra | Opienramis | Jlimensis | IlepeBarn Hepmomiku Turosi Haiixpare
Penaxrop MOBa / Ilina MIPOEKTH MIXOINATE IUIS
(mpuktazm)
Unity C# 2D Ta 3D | Beskomr | Bigminaa Bumi Hollow Kpocmnardopm
(yuiBepcasib | oBHO Ta | kpociuiatdo | cuctemHi Knight, eHi irpu,
HUIT) posuITi PMEHICTb, Bumoru, 2D | Hollow MOO1TBHI
micis BEJTMKHHA peanizoBanu | Knight: MIPOEKTH,
Opory Asset Store, | it nosepx | Silksong cepeHi Ta
JIOXOIY MIOTY>KH1 3D-pymuis (2025) BEJIMKI 1HI1
2D-iHcTpy™m
€HTH
Unreal C++, [epeBaxno | beskomr | HaiiBuma OoOmerxena Octopath BizyasnbHo
Engine Blueprints | 3D OBHO Ta | SIKICTbH HiATpUMKa Traveler Hacu4eHi
(Bizyassr | (Paper2D posuTi rpadiku Ta | Paper2D, (HD-2D ribpuaHi irpwy,
e) st 2D) Ticist e(eKTiB, BHCOKa KpHBa | CTHJIb), AAA-piBeHb
Opory riopunHi HaBYAHHS, riopuaHi rpagiku
2D/3D CBAXKKHID MIPOEKTH
TIPOEKTH pymmi s
npoctux 2D
Godot GDScript, | 2D Tta 3D | 100% JlerkicTp, Menma Bararo Iugi-2D
Engine C#, C++ (BimMiHHUI | G6€3KOIITO | BHCOKa eKoCHCTEeMa iHgi-iTop aTpopMepH,
native 2D) BHO MIPOIYKTHBHI | aceTiB i]2025-2026 colo Ta Mami
(MIT, CTh, 3py4YHA | IJIATiHIB pp- (Brotato, | komany,
BIIKpUTH | cHCTeMa nopiBasHO 3 | Tiny Pasture | maBuanbHi
it Kon) BY3JIIB Unity Ta iH.) MIPOEKTH
GameMak | GML rta | CrnewiansHo | Beskomrr | IIBuaka OOMexeni Undertale, IIBuaxi
er Drag & | 2D OBHA Ta | po3poOka, moximBocti | Hyper Light | 2D-mutardopme
Drop IIaTHA IHTYITUBHMHI | mmst Drifter, pu,  pixel-art
JUTS iHTEepdeEiic, CKJIaTHUX DELTARU | irpm,
koMmepii | onTuMmizamisa | mexanik i 3D | NE IOYATKIBIII Ta
Ut pixel-art npodecionanu
Construct | Bizyamsni | 2D [Migmucka | He morpebye | OOmexeHa Ipocri [MowarkiBmi,
Omoku TUTS mporpamyBa | THY4YKiCTh Opay3epHi OCBITHI
(no-code) IIOBHOTO HHS, IIBUIKE | 11t Ta MOOUTBHI | IPOEKTH,
JOCTyny | IPOTOTHIYB | CKIIAJHUX irpu IIBHJIKI
aHHsA MeXaHiK i HIPOTOTHUIIH,
BEJIUKHUX BeO-irpu
MPOEKTIB

Jlxepena anamizy 0asyroThes Ha omisgax Incredibuild, Generalist Programmer,

itch.io Blog, odiuiiiHiii 1okymeHTaulli pywiiB, a TaKoXX JaHUX IMPO PEJi3H 1rop Ta

TeHJICHIII1 puHKY cTaHoM Ha 2025-2026 pokwm [10], [11], [12], [16], [17].
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[IpoBenenuii MOPIBHSJILHUN aHaNi3 PYIIiiB CBIIYUTH Ta JO3BOJISIE 3pOOUTH TakKi
BUCHOBKHM, 110 came Unity migupye 3a yHIBEPCAJIBHICTIO, PO3MIPOM CHUIHHOTH Ta
0araTcTBOM €KOCHCTEMH, OJHAK Mg 4YucTO 2D-Tpo€eKTIB MoXe OyTH HaJIMIpHO
CKJIaJHUM 1 pecypcoeMHUM. B Toif ke uwac Godot meMOHCTpye IIBHIKE 3POCTAHHS
HMOMYJISIPHOCTI Cepel 1H11-pPO3POOHUKIB 1 CTYACHTIB 3aBISKH CBOIM BIAKPUTOCTI, BUCOKIH
e(PeKTUBHOCTI B JBOBHUMIPHUX IMPOEKTAX Ta BIJACYTHOCTI JIEH31MHUX muiarexiB [10],
[12], [15].3HauHOI0 MOMYNSIPHICTIO MPOAOBXKYe KopuctyBaruch GameMaker Studio
3QJIUIIAETHCS OAHUM 3 HAaWKpaIuX PIIeHb JUIsl IIBUIKOI PO3pOOKH KiIacudHuX 2D-irop
3aBASKH 3pYYHOMY BizyasibHOMY iHCTpyMeHTapito [13], [18]. 3 apyroi ctopoHu Himiesi
no3utlii 3aiimaroTh Unreal Engine 1 Construct: mepmmii mepeBa)KHO BUKOPHUCTOBYETHCS
JUIS BI3yaJbHO CKJIQIHUX TIOPUIHUX TPOEKTIB, a APYrHd — g no-code pilieHpb i
IIBUJIKOTO MTPOTOTUITYBAHHS.

TakuM 4MHOM, Ha OCHOBI MPOBEJACHOTO aHAJI3y MOPIBHAIBHOI XapaKTePUCTHUKU
IFPOBUX PYIIIiB MOXHa 3pOOUTH OOIPYHTOBAaHUM BUOIpP IHCTPYMEHTApIIO 3aJIEKHO BIJ
MacITadiB MPOEKTY, AOCBITYy PO3POOHMKA, MUTBOBUX IIATGOPM Ta TEXHIYHUX BUMOT. Y
HACTYIMHOMY MIAPO3IUI ACTAIbHO PO3MISHYTI IMEpEeBard Ta HEIONIKH PO3IISHYTHX
piieHb 3 ypaxyBaHHsAM cnemugiku peamzauii 2D-muiargopmepa 3 elneMeHTaMu

TOJIOBOJIOMOK 1 MEXaHIKOIO MMOJAOPOXKEH y Haci.

1.2.2 O0rpyHTYBaHHSI 00MEKEHHS iICHYIOYHX pillleHb

[IpoBeneHuii aHami3 MoKasye, II0 >KOJECH 13 MOMYJISPHUX ITPOBUX PYIIIiB HE €
ineanbHEM. KoykeH Mae CBOI1 CyTTEBI HEIOMIKH, sIKI OCOOIMBO ITOMITHI, KOJH ITOTPIOHO
peasizyBaTh HECTaHIapTHI MEXaHIKH, TaKl K CKJIaJHa CUCTeMa MOJA0OPOXKEH y Jac.

Unity, momnpu CBOIO YHIBEPCAJIbHICTh, MAa€ OJIHY CYTTEBY OCOOIMBICTH: MOTO
2D-dyHKITIOHANBHICTh (HAKTHYHO <WISKUTH» moBepxX 3D-pymris. Uepe3 1e HaBiTh

BIJIHOCHO MPOCTi 2D-NMpoeKTH MOXKYTh MaTH BUIII CHCTEMH1 BUMOTH, HIXK O41KyBaJIOCH.
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Kpim toro, ansa epexruBaoi podotu 3 Unity moTpiOHI 1ocuTh 100pi 3HaHHsS CH#.
JIns moyatkiBIiB a00 CTYJIEHTCHKMX KOMAaHJ 1€ 4acTO CTa€ CEpHO3HUM Oap’€poM.
Takok y BEIMKHX TMPOEKTaX TIOMITHO 3pOCTae po3Mip OLLTy 1 1HOHI Tajmae
OPOAYKTHBHICTh IIPHU BEJIMKIN KUIBKOCTI CITPATIB Ta aHIMALIIH.

Tomy BBaxkaetwcs mo, Unreal Engine 3 mogynem Paper2D mie mMeHmn miaxoauThb
st kiacuaaux 2D-mmardopmepis. bunbinicts #oro notyxHuX MoximBoctei (Nanite,
Lumen, Chaos Physics) 3anumaroTbCsi TpOCTO HEBUKOPUCTAHMMH, a MiATpUMKa 2D
3HaYHO cJialIa, HiXK y CHeIladi3oBaHuX pimieHb. KpruBa HaBUaHHSA TYT OyXKe KpyTa,
TOMY JJISl HEBEJIMKUX MPOEKTIB 1 qurmoMHuX poOiT Unreal Engine yacto BUSBISETHCS
HAJMIPHO BaKKHM 1 HE3pYUHUM.

B Toit e wac Godot Engine Bumisimae myxe mMpuBaOIMBO 3aBISKH JIETKOCTI Ta
MPOIYyKTUBHOCTI, ajie ¥ BiH He 6e3 Baja. Exocrucrema rmiariHiB i TOTOBUX aCcETiB y HbOTO
noMiTHO MeHma, HDK B Unity. Peamizanmis OiCHO HECTaHIAPTHUX MEXaHIK MOXeE
BHUMaraTl 3Ha4HO OUIbIIE Yacy 1 3yCHJib, OCOOJIMBO SIKIIIO PO3POOHUK HE MA€ BEJIMKOTO
nocBimy. Takok MIATpUMKA JESIKUX KOHCOIbHUX Muiaropm y Godot moku 110
nocrynaerbes Unity.

VY Bumanky 3 GameMaker Studio pymriii mo0pe cropaBiseTbes 31 MIBUIAKAM
IPOTOTUITYBAHHAM, ajie MPU CIpoOl peanizyBaTh CKJIaJHY JOTIKY (HETiHIHHI MEeXaHIKU
gacy, OaraTomapoBi TOJIOBOJOMKH, TOYHY B3a€EMOJII0 BEIUKOI KITBKOCTI 00’ €KTIB)
MOYMHAE TIPOSIBIISITU CBOi oOMexeHHs. KpiM Toro, /uisi MOBHOIIIHHOTO KOMEPIIIHHOTO
peni3y noTpiOHa IjaTHa JIUEH31s, a THYYKICTh KOAy 3HAauHO HIK4a, HDK y Unity uu
Godot.

Bonnouac pymriit Construct sik no-code IHCTpYMEHT 1JI€JIbHO MIiAXOAWUTH JIJIs
MIBUAKUX 1 IPOCTUX 1rop, aje Maibke He JO3BOJIA€ Peani30ByBaTH CKIIAH1 alrOPUTMIUHI
cucteMu. bBynp-sika HecTaHnapTHa MexaHika, ocoOMMBO Taka, gk y «CronoWortex»
(mepeMuKaHHS YacoBUX PEXKUMIB 1 TMapHa TeJenopTallis), BHUMarae nIMOOKOT

kacromi3zauii, sika B Construct BiACYTHS.
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TakuM 4YMHOM, OCHOBHI CIUJIbHI MPOOJIEMH CyYacCHHX I1HCTPYMEHTIB PO3pOOKH
2D-irop MO>XHA 3BECTH JI0 TAKUX MyHKTIB:
- HemocTarHs €()eKTUBHICTh IIPH peatizallii CKIaJHUX 1 HeJIHIMHUX MEXaHIK;
- KOMIIPOMIC M1 IPOCTOTOI0 BUKOPUCTAHHS Ta IITMOMHOIO TEXHIYHOI THYUKOCTI;
- PI3HI piBHI 3puIOCTI came 2D-1HCTpyMEHTapilo;
- 3aJIEXKHICTH Bl IUTATHHUX JIILIEH31M 2400 BUCOKUX CUCTEMHUX BUMOT.
Came 1i oOMexxeHHs W oOymoBwiu BuOIp Unity SK OCHOBHOTO pyInis st
«CronoWortex» — BIH J103BOJIMB 3HANTH NPUWHATHUM OaJaHC MK THYUKICTIO peajiizaril

Ta MBHUJKICTIO po3poOku[13].

1.2.3 O0rpyHTYBaHHA aKTYaJabHOCTI po3po0ku «CronoWortex»

Po3poOka 2D-mnarpopmepa «CronoWortex» € akTyalbHOIO 3 KUIBKOX MPUYHH,
Kl BUIUIMBAIOTh SIK 3 TOTOYHOTO CTaHy J>KaHPy, TaK 1 3 TEXHIYHHX OCOOIMBOCTEH
peaimizartii.

Xoya kaHp puzzle-platformer akTHBHO pPO3BUBAETHCS, OUIBIIICT 1rOp
BUKOPHUCTOBYIOTh JIOCUTh MPOCTI BaplaHTH MaHINyJsALli yacoM. 3a3Buyail 1e abo
nepeMoTyBaHHs yacy Haszana (sk y Braid), abo mapanensHi yacosi jiHii. «CronoWortex»
HaMaraeThCsl MIiTH Jaji: TOeAHATH TUHAMIYHUN I1aTQOPMIHT 3 CUCTEMOTO, SIKa I03BOJISIE
NEPEMUKATUCS MDK PI3HUMH «YaCOBUMH pEXKUMaMU» Ta TEJIEHOpPTyBaTUCSI MIX
MOB’SI3aHUMHM TOYKaMU B TpocTtopi. Takui miaxiy J1ae MOXJIHUBICTH CTBOPIOBATH
CKJIQJHIII TOJOBOJOMKH, 3aCHOBAaHI Ha JIOTIYHHUX MapajoKcax 1 B3aeMOJIi KUIBKOX
94aCOBHUX CTaHIB OJHOYACHO.

I'paBenp 3MyIIeHH OTHOYACHO OIEPYBATH K MOTOPHUMHU HaBUYKAMU TOYHOTO
w1aropMiHTy, TaK 1 MPOCTOPOBO-YACOBHUM MHCIEHHSAM, IO 3HAYHO MiJABUIILYE
IHTENCKTyallbHy CKJIAIHICTh MpoxomkeHHs. [logi0H1 MexaHIKu 3yCTpiuaroThCsl HEYAcCTO,

1 caMe 11e pOOUTh MPOEKT IIKABIIIUM 3a Oararo TUMOBUX 1HI-TITIAaTHOPMEPIB.
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AHaJli3 CydacHMX IrpOBUX PYIIIiB MOKa3aB, IO peaiizailis HecTaHIapTHHUX
MEXaHIK YacTO HAaIITOBXYE€ThCs Ha MeBHI oOMmexeHHsa. Unreal Engine BusiBiseThbcs
HAATO «BAXKKUM» ISl Takoro TUMy npoekTiB, GameMaker 1 Construct — HEJOCTaTHHO
THYYKMMH JJIs CKJIaJHO1 Joriku, a Godot, mpu BCiX CBOIX mepeBarax, 1ie He Ma€e Takoi
PO3BHHEHOI ekocucTeMu, sik Unity.

VY upomy cenci «CronoWortex» MoxHa pO3IVISAaTH SK MPAKTUYHE JIOCI1HKECHHS:
HacKUIbkU edekTuBHO Unity miAXOAUTH ISl CTBOPEHHS OpUTiHAIbHUX 2D-MexaHik 6e3
CYTTE€BHUX KOMIIPOMICIB Y apXiTekTypi komy. [IpoekT geMOHCTpye, 10 HABITh Y pamMKax
BIJTHOCHO HEBEJIMKOI JAMIUIOMHOI pOOOTH MOXKIJIMBO peasi3yBaTh HETPHUBIAJIBHY YaCOBY
MEXaHIKy, 30epirarouy npu UbOMY YHUCTHUWA, MAacIUTA0OBAHUM 1 3pYYHUHN ISl MIATPUMKHU
KOZI.

PoGora mae 4iTKO BUpaKeHHH OCBITHIM 1 JOCTITHUIBKUN xapakrtep. Ilim dac
po3poOKku jgoBenocs muboko ompamoBatu npuHiunu SOLID, peanizyBatu State
Machine, po3ibparucs 3 nmoaisimMu, iHTepdeiicaMu Ta po3aITICHHSM BiIMOBiIaabHOCTI. [le
J03BOJIUJIO HE MPOCTO CTBOPUTH TPy, @ W OTPUMATU LIHHUN JTOCBIJ apXiTEKTYpPHOTO
NPOEKTYBAaHHS ITPOBUX CHUCTEM — HABUYKH, SIKI 3apa3 BHCOKO I[IHYIOThCS B
1H1-pO3p0o0IIl Ta € OHUMHU 3 KITFOUOBUX BUMOT 10 junior/middle Unity-po3poOHUKIB.

Hacamnepen, «CronoWortex» Mae 1 MpakTHUHY LIHHICTh. [ OTOBUI MPOEKT MOXKeE
CTaTd CUJIBHUM €JIEMEHTOM TMOpT(domio, OCOOIMBO SKIIO aKIEHTYBaTW YyBary Ha
OpUTiHAIBHINA MexaHimi yacy. Kpim Toro, neranbHuil onuc peatizarii (30KpeMa CUCTeM
ModeActivator ta PlayerTeleportSystem) moxke OyTM KOpPUCHUM SIK HaBUYaJbHUM
Marepial Ui IHIIUX CTYACHTIB a00 TOYaTKiBINB, SIKI XO4yTh peaji3yBaTH IIOCH
CKJIaJIHIIIIE, HIK 3BUYAWHUN «cTprOai 1 6irai». Y nmepcrnekTuBl MPOEKT MOXKE CIyTyBaTH
OCHOBOIO JIJIsI TIOJAJIBIIIOI PO3POOKH MOBHOLIHHOI TpH, MPUIATHOI AJi MyOsikalii Ha

iardopmax itch.io abo Steam.
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1.3 Onuc IT-3ac00iB nus po3podoku: Unity, C#, 0i01ioTexk Ta ppeiitMBOpKiB

naia 2D irop

Hnst ctBopennss 1tpu  «CronoWortex» Oyno ob6pano pymiid Unity Ta MOBY
nporpamyBanHs C# [13]. lle pimeHHs He Oyno BUIIAJKOBUM — caMe€ TaKUH CTEK
JI03BOJIUB TOPIBHSHO IIBUIKO peajizyBaTH JOCHUTHh CKIATHY MEXaHIKy MOJOpOXKEH y
4aci, He 3aCTPSraloyuu Ipy LIbOMY B TEXHIYHUX OOMEXKEHHSX.

Unity Ha ChOTOJIHI 3QJIMIIAETHCA OJHUM 3 HAWNOIIMPEHIIIUX IHCTPYMEHTIB JJis
2D-po3pobKH, OCOGIHBO cepen iHAi-po3pobHHKIB i crymentis [19]. Moro romosHa
nepeBara y ToMy, o BiH MO€HY€E 3pYUHHUI Bi3yalbHUI peJakTop 31 TOCUTh MOTYKHUMU
MOKJIMBOCTSIMU. /{7151 HAIIOrO MPOEKTY HalOUIbIle 3HaYeHHs: Manu cuctema 2D Physics,
Tilemap, Sprite Renderer Ta Cinemachine. Takok akTUBHO BUKOPUCTOBYBaBCs maket 2D
Animation Jyisi CTBOPEHHS MTOKaIPOBO1 aHIMAIlil TepCOHaXka.

OCHOBHOIO MOBOIO TIporpamyBaHHsi B mpoekTi ctaB C#. Ha BigmiHy Bif
Bi3yanbHUX cepenoBuil Ha KmranT GameMaker un Construct, ge 3HauHa YacTHHA
JIOTIKM peali3yeThes uepes rpadiunuil inTepdeic, y 1boMy BUMNAAKY BECh KOJ MHCABCS
BpyuHy. OnmHaK Taka BHMYIIEHA BIJIMOBa BiJl BI3yaJlbHOTO TPOTPaMyBaHHS Hajana
3HAYHO OLIBIITY CBOOOY IPH peaiizallii HeCTaHJapTHUX 1 CKJIAJIHUX MEXaHIK, 30KpeMa
KOMO1HOBaHO1 CUCTEMH MOJOPOXKEH y yaci

OcoOnuBy yBary BapTO 3BEPHYTH Ha T, SK y IMPOEKTI Peayi3oBaHO MEXaHIKY
MOJIOpOXKeH y yaci. 3aMiCTh KJIAaCHYHOTO IIepeMOTyBaHHs yacy (sKk y Braid) 6ymo o6paHo
IHIIWNA miaxia; komOiHamio 18ox cucteM — ModeActivator 1 PlayerTeleportSystem.

[lepma cuctema J03BOJSIE TMEPEMHUKATUCA MK «UaCOBUMH  PEXKHMaMNy,
aKTUBYIOUM a0o0 JI€3aKTHUBYIOUM pI3HI 00’€kTHM Ha piBHI. Jlpyra — BiamoBijzae 3a
TEJIEMOPTAIlil0 TPABI MK CIEIIaIbHO MOB’sI3aHUMHU TOYKaMu. Pa3oM BOHU CTBOPIOIOTH

e(deKT «mepexony MK MOMEHTaMH 4Yacy» 1 JI03BOJISIOTH OymayBaTH TOJIOBOJIOMKH, J€
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rpaBellb TIOBHHEH AyMaTh HE JUIIE TPO Te, KyAu CTPUOHYTH, a i y SKOMY YaCOBOMY
CTaHi 11e pOOUTH.

3 TEeXHIYHOI TOYKH 30pYy B MPOEKTI BUKOPUCTOBYBAIUCS CTaHAAPTHI MPOCTOPHU
iMmeH Unity ta .NET. IIpoctip imen UnityEngine € oCHOBHUM 1 MiCTUTh 0a30Bi KJacu
pyuriss s podotu 3 00’€KkTamu, KOMIOHEHTaMH, (GI3MKOI Ta TpaHchopmarlisMmu.
UnityEngine.UI BinnoBigae 3a rpadiudy 4yacTuHY iHTepdelicy KOpucTyBada Ta poooTy 3
Ul-enementamu. UnityEngine.SceneManagement BHKOPUCTOBYBaBCSA MJiI KEPYBaHHS
CIleHAaMU TpH (3aBaHTaXXCHHS PIBHIB, MepexXii MK MEHIO Ta ITPOBUM TIPOIECOM).
UnityEngine.Events 3a0e3neuye po6oty 3 cuctemoro mofiid, 3okpema UnityEvent, 1o
3aCTOCOBYBasIacsl Juisl ClIaOKoi 3B A3HOCTI MK KoMIoHeHTaMu. IIpoctopu imeH
System.Collections Ta System.Collections.Generic BUKOpPUCTOBYBaJIUCSA IJisi pOOOTH 3
KOJICKI[ISIMU JTAHUX, 30KpEeMa CIIICKaMH Ta CJIOBHUKAMH.

Takox Oynu ctBOpeHi BiacHI iHTep(deiicu (IPlayerMovement, [PlayerAnimation,
[PlayerState ToImi0), 1m0 M03BOJHIJIO PO3IUIMTH JIOTIKY TEPCOHaXKa Ha He3aJekKH1
YJaCTHHHU.

Bubip came Unity Ta C# NOsSCHIOETBCS IeKUIbKOMa MpUUrHaMU. Pyiiii Mae mpyxe
xopoury marpuMky 2D-(i3uKu 1 AOCTaTHbO THYYKY apXITEKTypy, II00 peasizyBaTH
JOCUTh HETpHUBIAJbHY MeEXaHIKy 0e3 HaaMmipHuX KomrpowmiciB. B Ttoit uwac C# nae
MOXJIMBICTh MHUCATH YUCTUH, T00pe CTPYKTYPOBAHUN KO, 110 OCOOIUBO BaXKIUBO AJIS
muruioMHo1 po6otu. Tomy Unity noci Mae HalOUIBINY CHITBHOTY CEpel YCIX pyIiiB, a
1€ O3HAYa€ MIBUAKUN MOIIYK PIIIEHb Y pa3l BAHUKHEHHS MPOOJIEM.

3po3yminio, MmO OOpaHWil TEXHOJOTIYHWA CTEK Ma€ W TEeBHI HEHOJIKH.
Hacamnepen 2D-¢yskiionansHicTe Unity Bce 1€ Tpaifoe IMOBEPX OCHOBHOTO
3D-pymris, mo B JAEAKHX BHIAIKaX NPU3BOAUTH JO JOJATKOBUX OOYMCIIOBATHHHUX
BUTpAT 1 HaAKIagHUX pecypciB. KpiM Toro, depes BiJCYTHICTh TOTOBUX PIllieHb Y Asset
Store, siki 0 MOBHICTIO BiAMOBiaMu criendiii KOMOIHOBAaHOI MEXaHIKU MOAOPOXKEH Y
yacl, 3HaYHy 4acCTUHY (PYHKIIOHAJILHOCTI JIOBENIOCS peaizoByBaTu BpyuHy. Lle cyTTeBO

30UTBIITMIIO 0OCST HATMCAHOTO KOAY Ta BUMAarae peTeabHOl poOOTH HaJl apXiTEKTYPOIO.
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[Ipore, monpu 3a3HaueHi Heaomiku, obpanuit crek (Unity Tta C#) HOBHICTIO
JI03BOJISIE pealli3yBaTy BCi 3allJIJaHOBaHI MEXaHIKM 0€3 KPUTHIHUX TEXHIYHUX OOMEKEHb.
Bin HamaB JoCTarHO THYYKICTH JUIsi CTBOPEHHS HE3QJIEKHUX KOMIIOHEHTIB,
3aCTOCYBaHHS Cy4YaCHUX AapXITEKTypHMX MIAXOMAIB 1 3a0e3Me4eHHs]  BHCOKOi
MiATPUMOBAHOCTI Koy, BomHodac poGora 3 Unity gama MOXIUBICTh Ha TMPAKTHII
OPOAEMOHCTPYBaTH  HABUYKM  [pPOTpaMyBaHHS,  MPOEKTyBaHHSA  apXiTEKTypH
nporpaMHOro 3abe3rneueHHs Ta €(EeKTUBHOTO pPO3B’S3aHHSA HECTAaHAAPTHHUX 3aBIAaHb B

IrpOoBiii po3poOIIi.

1.4 Buzna4yeHHs1 00’€KTa, MpeAMeTy, METH Ta 3aBAaHb PO0OTH

O0’ekTOM  JOCHIKEHHS B JUIUIOMHIA  poOOTI € Tmporec po3poOKH
2D-nnardopmepa, SKU MOEIHYE KIACHYHY IUIATGOPMEPHY MEXaHIKY 3 eJIEMEHTaMH
JIOTIYHUX TOJIOBOJIOMOK Ta OPUITHAJIBHOKO CUCTEMOIO MAHIIYJIALIIT 4aCOM.

[IpenmeToM poOOTH BHCTyHae apxiTeKTypa NpPOrpamMHOro 3a0e3NedeHHs Ta
IMpakTUYHA peajizallis KIHYOBUX IrpoBUX cucteM y cepenoBuili Unity. OcobiuBa
yBara MpUIUISETBCA MEXaHI3MaM KEpyBaHHA CTaHaMU IE€PCOHaXKa, CHCTEMI
TOJIOBOJIOMOK, a Tako KOMOIHOBaHIN MeXaHilll MOJOpOXKel y yacl, mo 0a3yeTbcs Ha
nepeMukanHi 4acoBux pexumiB (ModeActivator) Ta mapHiii Tejenmoprarii Mix
noB’s;3annmu Toukami (PlayerTeleportSystem).

MeTtor OakanaBpchkoi KBamidikalliiiHoi poOOTH € po3poOKa Ta JOCIHIIKEHHS
dbyHkuioHanpHOrO Tporotuny 2D-mnardopmepa «CronoWortex», y sKOMy TUHAMIYHUN
w1aTGOPMIHT OPraHIYHO TOEIHYETHCS 3 TIHOOKOI0 CHUCTEMOIO MOAOPOXKEH y daci, a
TaKoXX JIGMOHCTpaIlis e(peKTMBHUX TIAXOAIB 1O apXiTEKTypH IPOTPAMHOTO
3a0e3MeueHHs, 110 3a0e3Me4yl0Th BHCOKY THYYKICTh, PO3LIMPIOBAHICTh 1 3PYUHICTh

MOJIAJTBIIION MIITPUMKH TTPOEKTY.
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JUist  TOCSATHEHHS TIOCTaBJI€HOI MeTH HeoOXiIHO OyJ0 BHPIIIUTH HU3KY
B3a€MOIOB ’A3aHUX 3aBlaHb. Hacammepen moTpibHo Oyno mpoaHasli3yBaTH CydacHUMN
ctaH xaHpy 2D-mnardopmepiB Ta irop 3 eaeMeHTaMH T'OJIOBOJIOMOK, a TaKOX ITPOBECTU
NOPIBHSUIBHY XapaKTEPUCTUKY HAWMOIIMPEHIIUX IHCTPYMEHTIB po3poOku 2D-irop. B
nofaiapioMy ciig Oyno oOrpyHtyBatu BuOip TexHonorigHoro creky (Unity Ta C#) Ta
KJIFOUOBUX apXITEKTYpHHUX PIllIeHb 3 ypaxyBaHHSIM CHENU(IKH peaTi3oBaHUX MEXaHiK.
BaxnueuM etanoMm crana po3poOka apXITeKTypu I'pu Ha ocHOBI nmpuHuunis SOLID,
narepHy State Machine ta cuctemu iHtepdeiiciB, o 3a0e3edye 4iTKe PO3ITICHHS
BIIIIOB1IAJILHOCT1 MK KOMIIOHEHTAMU.

Oxpim 11pOT0, HEOOX1MHO OyJ0 peani3yBaTd OCHOBHI IIpOBI CHUCTEMH, 30KpeMa
KEpPyBaHHS IEPCOHAXEM, CHUCTEMY IOKaJpOBOi aHiMallli, KOMIIOHEHT MEepEMUKAHHS
yacoux  pexumiB  (ModeActivator) Ta  cucteMy — mapHoi  Tenemnoprarii
(PlayerTeleportSystem). He meHIm BaxIMBUM 3aBJaHHSM CTaji0 CTBOPEHHS HaOOpy
B3a€MOIIOB’ I3aHUX TOJIOBOJIOMOK, MOOY/I0BAaHUX HABKOJIO MEXaHIKH MOJIOPOXKEH y yaci,
SK1 BUMararoTh BiJl IPaBIsl IO€JHAHHS TOYHOT'O IJIAT(OPMIHTY Ta JIOTTYHOTO MUCIICHHS.

3aBepIIaIbHUM €TarnoM poOOTH CTaJl0 MPOBEACHHS KOMIUIEKCHOTO TECTYBaHHS
KJIFOUOBUX MEXaHIK Ha (YyHKI[IOHAJIBHICTh, CTAOUIBHICTh Ta 3PYYHICTh KEPyBaHHS, a
TaKOXX aHaIi3 OTPUMAHUX PE3yJIbTaTiB, BUSBICHHS CHJIBHUX 1 CTAOKUX CTOPIH OOPAHOTO
niaxoay Ta GopMyBaHHS PEKOMEH/IALIN 111010 MOAAIBIIONO PO3BUTKY IPOEKTY.

AKTyanbHICTh JOCIIIKEHHS 3yMOBJIE€HA THUM, IO MOEIHAHHSI JUHAMIYHOTO
w1aTGOpPMIHTY 3 TNIMOOKOI0 MEXAHIKOI0 MaHIMYJIALIl YacoM JIOC1 3aJUIIAEThCS BITHOCHO
PIAKICHMM 1 TE€XHIYHO CKJIQJHHM HAIMpPSMKOM Yy >KaHpl. BUIbLIICTh iCHYIOUUX 1rop abo
00MEXKYIOThCS IPOCTUMU BapiaHTaMU EPEMOTYBaHHS 4acy, a00 BUKOPUCTOBYIOTh JIUIIIE
OJIMH THUM 4YacoBoi MexaHiku. Y npoekTi «CronoWortex» 3po0ieHo cripoly 00’e€HaTH
NEPEMHUKAHHS YaCOBUX PEXHUMIB 1 MapHYy TEJIENOPTaLIlO0 B €IUHY LUTICHY cucTteMy. Take
pIIIIEHHSI JI03BOJIIE CTBOPIOBATH IIiKaBl JIOTIYHI IMapaJOKCH Ta HEJIHIMHI CIeHapii

IIPOXOJIKEHHS PIBHIB.
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2 IIpoekTyBaHHS CHCTEMH

2.1 IIpoeKkTyBaHHS APXITEKTYpPH Ta CTPYKTYPH I'pH

[IpoekryBanus apxitektypu rpu «CronoWortex» Oyino cpsMOBaHE Ha CTBOPEHHS
THYYKOI, 3pO3yMUIOi Ta pO3LIMPIOBAHOI CTPYKTYpH, sika O J03BoJsIa €(PEKTUBHO
peanizoByBaTh K 0a30By IUIaTQOpPMEPHY MEXaHIKy, TaK 1 CKJIQAHINLYy CHCTEMY
rOJIOBOJIOMOK 3 €JIEMEHTaMHU MOJOPOKEH y vaci.

OCHOBY apXITEKTypu CTaHOBUTb KOMIIOHEHTHO-OPIEHTOBAHUH MIJX1Jl 3 aKTUBHUM
3actocyBaHHsM npuHIUNiB SOLID, 30kpemMa HOpUHLMIY €JUHOI BIANOBIZAIBHOCTI
(Single Responsibility Principle) Ta imBepcii 3anexnocteit (Dependency Inversion
Principle). lle n03BONIMIO YHMKHYTHM HAIAMIPHOI CKJIAAHOCTI B TOJOBHOMY KJjacl
HepcoHa)ka Ta 3pOOUTH KOJI OUIBII MiATPUMYBAIBEHUM.

[lenTpansHUM €IEMEHTOM KepyBaHHs nepcoHaxeM € kiac PlayerController, sikuii
BUCTYIIAa€ B poOJIi OopkecTparopa. BiH He MICTUTH O€3MOocepeHbOl peatizailii JOTiKU
pyXy, aHimarlii 41 oOpoOKH CTaHy, a JAEJErye 11l 3aBIaHHs CIeI[iali30BaHUM CepBicaM Ta
KOMIIOHEHTaM uepe3 iHTepdericu. Takuil MiAXi 3HAYHO CIPOIIY€E PO3IIUPEHHSA
(YHKIIOHAJIBHOCTI Ta MOJIETUIY€E TECTYBAaHHS OKPEMUX YACTUH CUCTEMHU.

KiirouoBUM apXITEKTypHHM PILIEHHSAM Yy MPOEKTI CTAJI0 BUKOPUCTAHHS MATEPHY
State Machine. KepyBanusi cranamu mnepconaxka (Idle, Walk, Jump Ta inmi) Oymno
BUHECEHO B OKpEeMI KJacH, KOKeH 3 sSikux peanidye iHtepdeiic [PlayerState. 3aBasiku
IOMY JIOT1Ka TIOBEIHKMA TEPCOHAKa B PIZHUX CHUTyaIlisX 4YITKO pO3JiIeHa, a
NEpEMUKAaHHA  MDK  CTaHaMU  BiIOyBae€ThCsl  LIEHTpAli30BaHO  4Yepe3  Kiac
PlayerStateMachine. Takuii nmiaxia 103BOJIMB YHUKHYTH TPOMI3KOTO YMOBHOI'O KOy B
OCHOBHOMY KOHTPOJIEp1 Ta 3HAYHO CIIPOCTHUB JOJaBaHHS HOBUX CTaHIB y MailOyTHHOMY.

JIs miABUILEHHS] THYYKOCTI Ta qoTpumanHs npuHiumnis SOLID Oyno cTBopeHO

HU3KYy  iHTepdeiiciB, cepen skux [PlayerMovement (BimmoBigaibHUN  3a
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ropuzoHTanbHuil  pyx), [GroundChecker (mepeBipka 3HaXOIKEHHS Ha 3eMJi),
[PlayerAnimation (cuctema aniMmauiii i ¢uimy cupaity), [PlayerJump (sorika ctpuOkiB)
ta [HealthService (cuctema 310poB’st Ta KUTTIB). Take po3AieHHS BiAMOBIIAIBHOCTI
JI03BOJISIE JIETKO 3MIHIOBATH 200 PO3UIMPIOBATH OKPEMi YACTHHH CUCTEMH 0€3 BHECCHHS
3MiH 10 ocHOBHOTO Kiacy PlayerController.

3aranbHa CTPYKTypa IPOEKTY TaKOXK Iependayae YiTKe PO3AUIEHHS Ha CLEHU
(roTOBHE MEHIO, IrpOBl PIBHI, TECTOBI KIMHATH) Ta AKTUBHE BUKOPUCTAHHS MOJIIN
(UnityEvent) nns opranizamii B3aeMomii MDK He3aJeXHHUMH cuctemamu. Lle
3a0€3MeunsI0 HU3bKY 3B’ SI3HICTh KOMITOHEHTIB 1 MiJIBUILKJIO 3arajbHy MIATPUMYBaHICTh

KOY.

2.2 MoaenoBaHHsI BUMOT KOpucTyBada Ta irposux cuenapiis (UML, Use

Case, niarpama JaislJIbHOCTI)

Ha erami npoekTyBaHHSI Ba)KJIMBO OyJI0 YITKO BU3HAYUTH, SIK caMme IpaBellb Oyre
B3a€EMOJISITH 3 TPOIO, SIK1 CLIEHapli € OCHOBHUMH, a SIK1 — JI0IaTKOBUMU. bys0 npoBeneHo
MOJICITIOBaHHSI BAMOT KopucTyBada 3a qoroMoroio Use Case miarpam (Puc. 2.1), a Takox
CTBOPEHO JliarpaMu JisUTbHOCTI JUIS KIIFOUOBUX 1rpoBuX nporieciB (Puc. 2.2).

OCHOBHI aKTOpH CUCTEMH:
- TIpaBelb — FOJOBHUU AKTOP, IKUM KEPYE MEPCOHAKEM;
- CHCTeMa Ipu — Bce, IO B1AOYBa€ThCS IM03a MPSIMUM KOHTPOJEM TIpaBLs
(¢13u4HMUI CBIT, TOJIOBOJIOMKH, PECIIayH, IEPEMUKAHHS PEKUMIB).
T'onosHi Use Case cuenapii:
KepyBanus nepconaxxem
- TepeMIIIEHHs BIIiBO/BIPABO;
- cTpuOOK (3 ypaxyBaHHSM OOMEXEHHsI KIJIbKOCTI CTPUOKIB y MOBITPI1);

- OTPUMAaHHS MOITKO/PKCHB Ta PECliayHa Ha Oe3MeyHii O3HIIii.



Move Left/Right

@

Start Level

Take Damage & Respawn

GameSysiem

Switch Lavels

Time Mechanics Change Object Siates

Find Hidden Elements

Change Setfings: Volume, Controls

SettingsSystem

Puc. 2.1. Use case giarpama BapiaHTIB CIICHApPi0 irpOBOTO CIICHAPIIO

B3aemogis 3 piBHEM

aKTHBAIIlS BaXKCIIIB;

nia0MpaHHs MPeAMETIB (KPUCTAIH, KITFOU1 TOIIIO);

TenenopTauis Mixk noB’si3anuMu Toukamu (PlayerTeleportSystem);

nepeMuKaHHs MK YacoBumu pexkumamu (ModeActivator).
[IpoxoxeHHSs TOJIOBOJIOMOK
- BUPINICHHS CUTHAJIBHOI MAaTPHIIi;

- BHUKOPHUCTAHHS MEXaHIKHU 4acy UIsl 3MiHU CTaHy 00’ €KTIB Ha PiBHI;

30
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- TOIIYK 1 aKTUBAIIisl TPUXOBAHUX E€JIEMEHTIB.
VYrpaBiiHHS TPOIO

- 3aIlyCK 1 mepe3anycK piBHS;

- MepexiJl MK PIBHSIMU,

- 3MIHA HAJIAIITyBaHb (TY4YHICTh, KEPYBaHHS).

HaiiBaxxnuBimuM 1 HalOUTBII CKJIAHUM CIeHapieM € « BUKOpHCTaHHS MeXaHIKU
MOJIOPOXKEN Y Yaci Jyisl MPOXOIKEHHS TOJIOBOJIOMKIY. [ paBellb MOBUHEH HE JIUIIIE TOYHO
KepyBaTH MIEPCOHAKEM, aJie i MPaBUILHO OOMPATH MOMEHT 1 THIT IEPEMUKAHHS PEKUMY,
00 3MIHUTH CTaH MIaTPOPM, BIIKPUTH TPOXOIU a00 YHUKHYTH MACTOK.

Jlns Bizyasnizariii iboro ciieHapito Oysia cTBOpeHa giarpama aisuibHOCTI (Puc. 2.2).
Bona BimoOpakae OCHOBHUM ITEpaTUBHUI IIMKJI B3a€MOJIII 3 MEXAHIKOI Yacy, KU
BKJIFOYA€ TakKl TOCHTIZIOBHI [ii: TEPEeMIIICHHs TIEPCOHAXa, AaKTUBAII0 BaXels,
NEePEeMUKAaHHS YacCOBOIO PEKUMY, TEJEMOPTallilo, MEePEeBIPKY MOKIMBOCTI MOJAIBIIOTO

IPOXOJKEHHS PIBHS Ta MOBTOPEHHS LIUKJTY Y BUIAKy HEBAAYI.

MepemMilieHHs

nepcoHaxa \

AKTMBALIA BEKINH

MepemuKaHHa
YACOBOMO PEXUMY

MOHTMBICTE NPOXOAMEHHA?

Tak

Puc. 2.2. Jliarpama misTbHOCTI MPOXOPKEHHSI IPOBOTO PiBHS
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Takox Oyno 3monenboBaHo Use Case «CmepTh Ta pecnaBH rpaBip» (Puc. 2.3).
Le#t crenapiii BKJIIOYa€ MOIIYK O€3MeYHOT MO3MINI 3 ypaxyBaHHSM 3a0JOKOBaHHX

wiardopm (FixPlatform), uro peanizoBano B metoni FindSafeGroundPosition.

MpaBell: OTPMMYE NOLIKDIHKEHHA

Mowyk ansTepHaTMEHOT

l THOSHLET

TakeDamage
amount

MoswuiA
GesneuHa?

FHafngeHo
ANLTEPHATHEY?

Januwmnnocs
AmaTTiE = 07

Mepesanyck cLueHn FindSafeGroundPosition

TenenopTauis rpasuA | PesepeHa TenenopTauis |

Ipaseyb Npogos#ye rpy

Puc. 2.3. Jliarpama AisIbHOCTI MPOXOPKEHHSI IPOBOTO PiBHS

Crin 3a3Ha4MTH, 110 HA €TaIl MPOEKTyBaHHS OyJI0 MPUHHATO PIICHHS HE POOUTH
MEXaHIKy 4acy HaJITO CKJIAJIHOIO Ha MOYaTKYy.

OCHOBHMI akKIIEHT 3pO0JIeHO Ha JIBOX B3a€EMOIIOB’S3aHUX CHUCTEMax —
IepeMUKaHHI PEeXHMIB 1 MmapHii Tenenoprarii. Ile mo3Bommio 30epertu OamaHc Mix
I[IKaBICTIO TOJIOBOJIOMOK 1 3pyYHICTIO KEpYBaHHS.

3arajoM, MOJEITIOBaHHS BHMOI ITOKa3aJio, IO TpaBellb MOBUHEH OTPUMYBATH
3aJI0BOJICHHSI HE TUIBKM B TOYHOTO TUIATGOPMIHTY, ajie W BiA pO3YMIHHA Ta
EKCIIEPUMEHTYBAHHS 3 MEXAHIKOIO 4yacy.

Came TOMy OUIBIIICTH TOJIOBOJOMOK MOOYIOBaHI Tak, 100 X HEMOXJIIMBO OYs0
npoiTH «B J700» 0e3 MpaBWIBHOTO BHKOpHUCTaHHA cucteM ModeActivator Ta

PlayerTeleportSystem.
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2.3 lIpoexkTyBaHHs iHTepdeiicy kopuctyBaya: Buoip enemenTiB Ul, cuenapii

B3a€MO/Iil Ta TECTYBaHHS 3pYYHOCTi BUKOPHCTAHHS

[IpoextyBanns iHTepdeiicy kopuctyBaua B T1pi  «CronoWortex»  Oyio
OIANOPAIKOBAaHE NPUHIMIAM MIHIMAJII3My Ta HE HaB a31uBoCTl. OCHOBHa Mera
nojisiraia B TOMY, 10O HE BiJBOJIKATH TpaBIil B OCHOBHOTO TEHMILICIO —
1aT(OpMIHTY Ta po3B’sA3aHHS TOJIOBOJIOMOK, ajie BOJHOUYAC 3a0e3MeuyBaTH CBOEYACHE
HaJaHHS BCiei HeoOXiaHO1 iH(opMaIrii.

[aTepdeiic rpu BHUPIZHAETHCS MAKCHMAIBHOIO CTPUMAHICTIO. Y 3BHYAlTHOMY
IrpOBOMY TMpOIIECI Ha €KpaHl MOCTIHHO BIOOOpaXarOThCA JIMIIE JBa E€JIEMEHTH:
IHAMKATOp JKUTTIB Yy TNPaBOMY BEPXHbOMY KYyTI Ta MEpPEMUKad YaCOBUX PEKHUMIB Y
BepxHii yactuHi exkpany (Puc. 2.4). [HmukaTop >KUTTIB BUKOHAHUHN Y BUIVISIAI 1KOHKH
cepus 3 YHCIOBUM 3HAYCHHSIM MOPYY, 110 3a0e3mneuye MIBUAKE Bi3yalbHE CHPUUHSATTS
CTaHy mepcoHaxa. [lepemukad YacoBUX PEXKUMIB TPEACTABICHUN HEBEIUKUMHU
1KOHKaMH, SIK1 YITKO BKa3yIOThb Ha MMOTOYHUM aKTUBHUN PEKUM.

Jns mepmoro (BBIZHOTO) piBHSA Oyno mepeadaueHO CHCTEMY KOHTEKCTHUX
M1JKA30K, K1 3’ SIBJISIOTHCS OIS IHTEpaKTUBHUX 00’ €KTIB IIpH HAOIMKeHHi 10 HuX (Puc.
2.5). Ha noganpiux piBHSIX MIAKAa3KU OYyJIO BIIKIIOUEHO, 100 30eperTu CKIaaHICTh
TOJIOBOJIOMOK 1 HE TIOPYyITyBaTH €(eKT 3aHypEHHS.

VY pasi BTparu BCIX KUTTIB TpaBellb MOTpAIuisie Ha MIHIMAJTICTUYHUNA €KpaH
CMEPTI Ta pecnayHa, 3 IKOr0 MOKHa IIBUJKO Mepe3anyCTUTu piBeHsb. 11 yac aktuBarii
CKJIQJIHUX T'OJIOBOJIOMOK OCHOBHMM I€MMIUIEM TUMYACOBO IMPUIIMHAETHCS, 110 JO3BOJISAE
30CepeUTHUCS Ha JIOT14HIN YacTUHI 0e3 3aiiBOro Bi3yaJlbHOTO IIyMY.

Take pimenns iHTepdeiicy 3abe3neuye BUCOKUN PIBEHb KOHIICHTPAIIIi TPaBIls HA
OCHOBHMX MEXaHIKax TIpH, 30epirarodu IMpU [bOMY HEOOXiJHY 1H(GOPMATHBHICTH 1
IHTYITUBHICTh KEPYBAaHHS.

[IpuHIunn TEeCcTyBaHHS 3pYyYHOCTI BHKOpHCTaHHS: [HTepdeiic moOymoBaHui 3a

NPUHIIAIIOM «SIKHAaWMEHIIIE Ha eKpaHi — sKHaiOuibme iHdopMmalii B MOTpIOHUN
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MOMEHT». YCsl KpuTH4Ha iHpopMallisi (KUTTS Ta aKTUBHUN YaCOBUM PEKUM ) 3TpyIIOBaHa
y BepxHiil mpaBiit yacTuHi exkpany (Puc. 2.4), mo 103BoJIs€ TPABIEB] MBUAKO 3YUTYBATH

naHl 0e3 BIABOJIIKAHHS B1J OCHOBHOI'O T€MMILIEIO.

Puc. 2.4. Turepdeiic mig yac rpu

KoHTeKCTHI miKa3Ku BUKOPUCTOBYIOTHCS TUIBKH HA MOYATKy TPHU JUIsl HABUYAHHS
(Puc. 2.5), a magani mpuOuparoTbcs, 100 HE TMOJIETHTYBAaTH MPOXOKEHHS. 3arajioMm
iHTep(delic 3anumaeThCs JeTKUM, (PYHKIIOHATBHUM 1 HE 3aBaKa€ 3aHYPEHHIO B IrpPOBUI

nporiec.

2.4 Po3KpHUTTS TeMH: CHCTEMA I'0JIOBOJIOMOK Ta MeXaHIKH MOJAOPOXKel y Jaci

[leHTpanpHOIO TEMOIO AUILUIOMHOTO NpoekTy «CronoWortex» € MO€aHaHHA
KJ1acu4HOro 2D-mnaTdopMiHTy 3 OpUTIHAIBHOK MEXaHIKOI MOJopokei y yaci. Ha
BIAMIHY Bix Oaratbox 1Irop, /A€ MAaHIMYJSAIS YacoM 3BOOUTHCS 1O TMPOCTOTO
nepeMOTyBaHHS TMOJIN Ha3aj, y IbOMY MPOEKTI Oya0 peandizoBaHO OLIBII CKIAJIHY Ta
LUTICHY CUCTEMY, sIKa BUMArae BiJl TPaBLsl HE JIUIIE TOYHOCTI, a i JIOTIYHOTO MUCJICHHS.

Mexanika momopoxkeir y uaci B «CronoWortex» HE € OKpEeMOIO 37aTHICTIO
HepcoHaXka, a BHUCTyHae sIK (pyHIaMeHTaldbHa BJIACTUBICTH CBiTY. BOoHa peamnizyerbcs

4yepes /1Bl B3aEMOIIOB’ sI3aH1 CUCTEMU:
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Cuctemy mnepemukaHHsi 4acoBux pexumiB (ModeActivator) — 103BoJiss€ TpaBIIEBI
MEPEXOIUTH MK PI3HUMH «CTaHaMu» piBHs. KoxkeH pexum 3MiHIOE aKTUBHICTh IIEBHUX

00’exTiB, muatdopmM 1 B3aemoii (Puc. 2.5).

B

=™ oo |
| m = oo o
i LA L

Puc. 2.5. Cucrema nepeMrKaHHs YaCOBUX PEXUMIB

Cucremy mnapnoi Ttenenoprauii (PlayerTeleportSystem) — mgae MOXJIMBICTD MHUTTEBO
MEPEeMINyBaTUCA MDK CIEIiadbHO IIOB’SI3aHUMH TOYKAaMH B MPOCTOPi, IMITYIOUU

«CTPUOOK» MK pI3HUMH MOMeHTaMH 4dacy (Puc. 2.6).

Puc. 2.6. Cucrema tenenoprariii

CaMe moeHaHHA IUX JIBOX MEXaHIK CTBOPIOE OCHOBY JUISI TOJIOBOJIOMOK. [ paBenb

HE MPOCTO MEPEMUKAE PEKUMU a00 TEIEMOPTYEThCA — BiH TOBUHEH PO3YMITH, SIK 111 il
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BIJIMBAIOTh Ha CTaH PiBHA B IijjoMy. Hanpukian, y omHOMY pexuMi MOke OyTH aKTHBHA
neBHa miardopma.

Cucrema TOJOBOJIOMOK TIOOyIOBaHA HABKOJO i/1€i JIOTIYHUX MApaJOKCIB 1
MPUYUHHO-HACTIIKOBUX 3B’SI3KiB. barato 3agad HEMOXJIMBO BHUPIIIUTH «B JOO» —
rpaBellb 3MYIIEHUN EKCTIEPUMEHTYBATH 3 TMOPSAKOM JIiii: CIIOYaTKy 3MIHUTH PEXUM ab0
TEJENOPTYBATUCS, aKTUBYBaTH BaXKIJIb Y HOBOMY CTaHl Ta MOBEPHYTUCS B MOTMEpPEIHIN
pexum. Takuid miaxil poOUTh FOJIOBOJIOMKH IHTEJIEKTYyaIbHO HACUYEHUMHU Ta BIIPI3HSIE
TPy BiJ] TUTIOBUX TIaTGopMeEpiB.

T'onoBosoMku moOy/OBaHi Tak, MO0 MOCTYIOBO BBOAWTH T'PaBlid B MEXaHIKY: Ha
NEPIIUX PIBHIX BIH BUUTHCS MEPEMUKATU PEKUMHU, a HA MI3HIIIUX PIBHIX — BUPILIYBAaTH
CKJIaJIHI 3ajadi, J¢ HEeIpaBWIbHA MOCIIJOBHICTh il NPHU3BOAUTH JO «9aCOBOTO
napajoKcy» 1 HE0OX1THOCTI TOUMHATH CEKIIII0 CITOYaTKY.

Hentpanbaum enemeHntoM rpu  «CronoWortex» € opuriHajibHa MEXaHiKa
MOJIOPOXKEH y Yaci, sKa OpPTraHiuHO TOEIHYETHhCS 3 KiIacMyHUM Iutaropminrom. Ha
BIIMIHY BiJ Ouibmiocti puzzle-platformers, ae MaHIMymsAIis 4YacoM 3BOAUTHCA 10
IPOCTOTO TIEPEeMOTyBaHHS Tofid Haszanm (sk y Braid), y gaHomy mpoekti dac
pPO3MIIAIa€ThCs K (PyHIaMEeHTaIbHA BIACTUBICTD IPOBOTO CBITY.

MexaHika peai3y€eTbCs Yepe3 Bl B3aEMOIIOB A3aH1 CUCTEMHU:

- ModeActivator — cuctema nepeMUKaHHS MK YaCOBUMH PEKUMAMH, SIKa aKTHBYE
a00 JIeaKTUBY€E MEBHI 00’ €KTH Ta IIaTGOpMU Ha PiBHI;

- PlayerTeleportSystem — cucrema mapHoi Tenenopraiii, 10 AO03BOJISE T'PABIIO
MUTTEBO TIEPEMIIIYBAaTUCS MK CIICIiaJbHO IIOB’SI3aHMMH TOYKAaMHU B dYaci Ta
IPOCTOPI.

[ToemHaHHS MUX JBOX CHUCTEM JAa€ MOXKIIMBICTh CTBOPIOBATH CKJIATHI TOJIOBOJIOMKH,
3aCHOBAaHI Ha JIOTIYHUX MapaJoOKcax 1 MPUIMHHO-HACIIIKOBUX 3B’ sI3KaX.
A TpaBellb MOBUHEH HE JIUIIE TOYHO KEPYBATH MIEPCOHAKEM, aji€ i MPABUIBLHO

IUTAHYBATH MOCIIIOBHICTb JII y PI3HUX YACOBUX CTAHAX.
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3 Peauizanisi cucremMu

3.1 Jliarpama kJjaciB Ta ONUC KJIKY0BUX KJIACIB i MeTOaIB

Peanizariist rpu «CronoWortex» 06a3zyeThcsi Ha KOMIIOHEHTHIU apxiTekTypi Unity 3
YITKUM PO3IIJICHHSIM BiAMOBigadbHOCTeH. OCHOBHHMM IMJIXOJOM CTaJl0 BUKOPHUCTAHHSI
iHTepdeiciB, narepHy State Machine ta npunuums SOLID, 1m0 103BOJAMIO YHUKHYTH
MOHOJIITHOTO KOy Ta 3pOOUTH CUCTEMY O1JIbII THYYKOIO.

Hwxde HaBeeHO CHpOIIEHY JiarpaMy OCHOBHHMX KJACiB 1 iX B3a€MO3B’S3KiB

(Puc. 3.1-3.2)

PlayerController
-Rigidbody2D _rb
-IPlayerMovement _movement
-IGroundChecker _groundChecker

PlayerAnimation
-IHealthService _health

|

-IPlayerAnimation _animation
-IFlayerJump _jumpService
-PlayerStateMachine _stateMachine

“Vectord _|astGroundPosition

+TakeDamage(int amount)

-Sprite[] walkSprites

-Sprite jumpSprite

+UpdateWalkAnimation(float horizontallnput, bool isGrounded)

+PlayJump(}

4| +Update{)
-HandleState(float horizontalinput)
TTeres susess

.'.-Jl.m::n(ﬂoatl"o'izomalnpl.t] --“-.‘ -\---"(LEE'S‘);'

-"[eleporlToS afePosition(}

% R,

ModeActivator PlayerTeleportSystem

1GroundChecker IHealth Service IPlayerAnimation IPlayerJump

Puc. 3.1. Jliarpama knacis

PlayerController € 1eHTpadbHUM KJIacOM, SKMM BIJIMOBIJa€ 3a 3arajibHe

KEepYBaHHsI MepcoHaxeM. BiH He MICTUTh Oe3MocepeHbOl peasizallii irpoBoi JIOTIKU, a
BUKOHYE POJIb KOOPAMHATOPA, ACNErYIOUHi BUKOHAHHS 3aBJaHb 1HIIUM KOMIIOHEHTaM.

OcnoBuumMu Metonamu kiacy € HandleState(), sikuii BU3HaYae MOTOYHUM CTaH
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NEPCOHaXKa 3aJIe)KHO BiJI BBEACHHS KOPUCTyBaya Ta HOro (Di3UYHOTO ITOJIOKCHHS,
TakeDamage(), mo 00po0isie OTpUMaHHS TOMIKOIKEHB 1 1HIIIIOE TIPOIIeC pecrayHa, a
takok TeleportToSafePosition(), sikuii BHKIMKa€e TMONIYK O€3MEYHOI MO3MUINT st

B1JIHOBJICHHSI TIEPCOHAXKA.

PlayerContraller
Rigidbedy20 _rb

PlayerMovement _mavement

“-\\ -IGroundChecker _groundChecker
“IPlayerState _currentState T

PlayerStateMachine

-IHezlthService _health

-IPlayerAnimation _animation
+ChangeState(IPlay ]

JPlayerlump _jumpService
+Update()

-PlayerStateMachine

J/ Vectord _lastGroundPosition

+TakeDamage(int smount)
=<interface=> s -
IPlayer State s +Update()

“HandleState{float horizontalinput)

+Enter() “Jump(fioat horizontzlinput)

+Updata() TeleporToSatePosition()

+Exit()

IPlayerMovement IGroundChecker [Health Service
Playeridle State PlayerWalk State PlayerJump State

Puc. 3.2. Jliarpama kmaciB

JUisi KepyBaHHSI MOBEAIHKOIO MEpCOHa)ka Oyno peani30BaHO MarTepH State
Machine. Knac PlayerStateMachine BignoBizae 3a IieHTpami30BaHE Ta IUIABHE
nepeMukaHHsa Mixk pisauMu cranamu (Idle, Walk, Jump To1o).

Koxxen mneBumit crtan (PlayerldleState, PlayerWalkState, PlayerJumpState)
Ipe/ICTaBIEHU OKpEMUM KJ1acoM, 1o peaiizye iHTepdeiic [PlayerState. Takuit minxiz
JO3BOJIUB YITKO PO3AUIMTH JOTIKY PI3HUX CTaHIB 1 3HAQYHO CIPOCTUB IMOAAJIbIIE
PO3IMIMPEHHS MOBEIIHKH ITIEPCOHAXKA.

Kimac PlayerAnimation BiamoBigae 3a BCIO Bi3yallbHY CKJIaJOBY II€PCOHAXa,
BKJIFOYAIOYM aHIMaIlil X0Ap0M, CTpUOKa, CTaHy CHOKow Ta (i copaitty. Bin peanizye

inTepderic [PlayerAnimation, mo 3a0e3meuye ciaOKy 3B’S3HICT 3 1HIIUMHU

KOMIIOHCHTaMU.
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BaxxnuBumu egeMeHTaMH apXiTEKTYpH € OKpeMi KJIach MEXaHIKH MOJOPOXKEH y
gaci — ModeActivator ta PlayerTeleportSystem. BuHeceHHs X CHUCTEM B HeE3aJICKHI
KOMITOHEHTH JIO3BOJIMJIO YHUKHYTH >KOPCTKOT MPHUB’SI3KM MEXaHIKH Yacy JI0 MepcoHaxa
Ta 3a0€3MeYNTH BUCOKY THYUKICTb 1 MOXKJIMBOCTI PO3LIUPEHHS.

Respawn-norika Hapasi yacTkoBO peainizoBana B PlayerController uepe3 meronu
FindSafeGroundPosition() Ta IsPositionSafe(). VY mnepcnexkTtuBi peKOMEHIYETHCS
BUHECTU 1i B OKpemuil ceppic RespawnService s mMmomanbIioro MNOKpalieHHs
apXITEKTypH.

Buxopucrtanus 1HTEpPEiciB (IPlayerMovement, IGroundChecker,
[PlayerAnimation, [PlayerJump, IHealthService Ta iHmuNX) m03BONMUIIO 3acTOCyBaTu
npuHiun iHBepcii 3anmexxkHocteit (Dependency Inversion) 1 3HaYHO MOJETIIHIIO SK

MOAYJIBHC TCCTYBAaHH:, TaK 1 nogajabIiC pO3MUPEHHA CUCTCMHU.

3.2 Cnenudikanisa pyHKIHiOHYBAHHSI OCHOBHUX MOAYJIiB I'PH

VY nmaHoMy MmiaApo3aUIl pO3TISLAAIOThCS KIFOUoBI Moayni rpu «CronoWortex» Ta
ocoOnMMBOCTI iXHbOI peam3amii. KokeH Moaynap ONUMCaHO 3 TOYKM 30py MHOro
IPU3HAYEHHS, OCHOBHOT JIOT1KM Ta B3a€EMO/IIT 3 THIITUMHA KOMIIOHEHTaMHU CHCTEMH.

PlayerController BucTynae neHTpaJbHUM OPKECTPATOPOM MOBEIIHKH MEPCOHAKA.
Bin He micTuTh Ge3mocepeHboi pearizailii irpoBoi JIOTIKH, a JIUIIE KOOPAUHYE POOOTY
CIeIiaII30BaHUX CEPBICIB 1 KOMITIOHEHTIB.

OcHOBHUMHU 000B’A3KaMU MOA1yJIsl € 00poOKa BBEACHHS I'paBLis, KOOPAUHALIS M1ACUCTEM
nepcoHaxka, oOpoOka OTpMMaHHS TMOIIKOMKEHb Ta 1HINIIOBaHHA pecnayHa. KimrouoBum
metogoM kiacy € HandleState(float horizontallnput), sikuii ananizye MmoTo4Hi BX1JHI
naHi Ta GI3UYHAA CTaH TMEPCOHAXKA, MICIS YOTO 3IIWCHIOE HEOOXiHE MEepEeMHUKAHHS

crany uepe3 PlayerStateMachine. [[ns xkepyBaHHS MOBEAIHKOIO MEPCOHAXKA B MPOEKTI
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peamizoBano martepH State Machine. Knac PlayerStateMachine BignoBizae 3a
[EHTpaji30BaHe nepeMukanus Mix pizaumu ctanami (Idle, Walk, Jump rommo).

Koxxen cran mpencrasnenuii okpemum kiacoMm (PlayerldleState, PlayerWalkState,
PlayerJumpState), skuit peanizye intepderic I[PlayerState 1 BuU3Hauae TOBEIIHKY
nepconaxxa npu Bxomi (Enter()), ononenni (Update()) Tta Buxomi (Exit()) 31 crany.
Takuif miaxia JO3BOJMB YITKO PO3IIIUTH JIOTIKY PI3HMX CUTYyaIlld 1 3HAYHO CIPOCTHUB
JOJJaBaHHSI HOBUX CTaHIB y MailOyTHbOMY.

Knac PlayerAnimation BigmoBizae 3a BCIO Bi3yaJbHY CKJIaJIOBY TepcoHaxa. Bin
peanizye iHTepdeiic [PlayerAnimation 1 kepye MOKaJpOBOI aHIMAIE XOAbOH,
cTpubKa, CTaHy CIIOKOIO, a TaKoXK (hiimoM crpaiTy. BaxximBoro 0COONUBICTIO € Te, 10
CHCTEeMa aHIMaIIil TpaIlloe He3aaeKHO BiJ (PI3MUHOTO pyXy MEpCcoHaXka, o 3abe3reuye
THYYKICTb 1 3py4YHICTh BHECEHHS 3MIH y Bi3yaJlbHY YaCTHHY.

MexaHika TOJOpOXKEH y Yaci peayi3oBaHa y BUIVISII IBOX HE3AJICKHUX MOJYJIIB.
ModeActivator BiJIoOBiIa€ 3a IEPEMUKAHHS MK YaCOBUMHU PEKUMAMHU, AKTUBYIOYH 200
JIe3aKTUBYIOUM BIAMOBIAHI 00’ekTu Ha piBHI. PlayerTeleportSystem 3abe3neuye mapHy
TEJICTIOPTAIli}0 MK TIOB’ I3aHUMHU TOYKAMHU.

BunecenHs mmMX cHCTeM B OKpeMi KOMIIOHGHTH € OJHUM 3 KITFOYOBHX
apXITEKTYPHUX PINICHb MPOEKTY, OCKIIHLKA BOHO JO3BOJISIE MEXAHIIl Yacy MpaIffoBaTu
HeszanexHo Bia PlayerController 1 B3aemMoiaTH 3 IHIIUMH 00’ €KTaMH PiBHS uepe3 Mol
Ha CIIEHI .

Monyns [HealthService BinmoBijmae 3a cUCTEMY 370pOB’S Ta KIJIBKICTh KHUTTIB
rpaBig. [lpy oTpuMaHHI TOIIKOXEHb BUKIHUKAeThCa MeTon TakeDamage(), saxuii
3MEHIIY€ KUIBKICTh JKHUTTIB, OHOBIIIOE€ IHTEp(Eiic KOpUCTyBaua Ta, 3a HASIBHOCTI
3aMacHUX KUTTIB, 1HIIIIOE PECTIaBH.

Jlorika mnomyky ©Oe3neunoi mno3uiii (FindSafeGroundPosition()) BpaxoBye
OCOOJIMBOCTI TIOTOYHOTO YAaCOBOTO PEKHMMY Ta YHHKAE PO3MIIIEHHS MEePCOHAXKA

BcepeanHi 3a0mokoBanux miardopm tumny FixPlatform.
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3.3 Onuc giaJioris Ta irpoBux popm (eKpaHu, MeHI0, iHTep(eiic

KOpHCTyBaya)

VY rpi «CronoWortex» iHTepdeiic KopucTyBadya Ta irpoBi ¢opMu MoOya0oBaHi 3a
OPUHIIMIIOM MiHIMani3My Ta (yHKUIOHATBHOCTI. OCHOBHAa MeTa — HE BIJBOJIKATH
TpaBIls BiJl TeHMIUICIO, aje TpHU I[bOMY HaJaBaTH BCIO HEOOXiaHYy iH(dopmariiio B
NOTPIOHUI MOMEHT.

OcHOBHI ekpaHu Ta HopmHu:
1. Tonosue mento Ilpocte roimoBHe meHio 3 kHomkamu «[patm», «Bubip piBHI»,

«HanamryBanus», «IIpo po3podbHuka» ta «Buxigy. ®oH BUKOHaHUHN Yy CTUJII TPH

3 JIETKOIO aHIMali€o. MeHI0 He MICTUTh 3alBHX €JIEMEHTIB, 1100 30epertu

armocdepy (Puc. 3.3).

NI I LIS STIL I LT IIIFTITI LTI FIITILIES — TLLTELS

NS IS EL I I FI I LIS PP FLLSIIILILISS IS
W R e e

About Dev

Puc. 3.3. ExpaH roioBHOro MeHto

2. Irposuit expan (HUD) Ilim gac rpm Ha ekpaHi BimoOpa)kaeTbCs MiHIMaJIbHA
KUIBKICTh 1HGOopMartii (Puc. 2.6):
- IHJMKATOp UTTIB y MPAaBOMY BEPXHbOMY KYTI (1KOHKa CEpILISI Ta YUCIIO);
- TepeMHUKa4 YaCOBUX PEXKHUMIB, PO3TAIIOBAHHMM BiJpa3y IMij 1HIUKATOPOM

JKUTTIB.
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Ekpan pecnayny / cmepti (Puc. 3.4). Ilpu BTpaTi OCTaHHBOTO >KUTTS I'paBellb
NoTparuiie Ha MIHIMATICTUYHUN ekpaH cMmepTi. EkpaH MICTUTh KOpPOTKe
noBizomyieHHs1 Ta kHomku «Ilepe3amycTutu piBeHb» Ta «B rojioBHe MeHIO» 3a
norpeboro rpasus. Ilepesanmyck BiIOyBaeThCsi MIBUAKO, ©O€3 TMOBEPHEHHS B

TOJIOBHE MEHIO, 1110 MATPUMYE TEMII TPH.

Game Over

Puc. 3.4. Expan MeHI0 cMepTi

Expan nanamrysanp (Puc. 3.5). JlocTtynHuii ik 3 TOJJOBHOTO MEHIO, TaK 1 IMiJ] 4ac
rpu (may3a). Hapasi Bkitouae peryatoBaHHS TYYHOCTI 3BYKOBUX €(EKTIB Ta

MY3UKHU Yepe3 chaiinepu, miakiaodeHi 7o Sound VolumeManager.

k~4

T TS

Menu Restart Back

Puc. 3.5. ExpaH MeHIO HajamrTyBaHb



43

VY 3BuYailHOMy IrpoBOMY Tiporieci 1HTep(deic 3aauIaeThcs MaKCUMAJIbHO
MiHIMaTICTUYHUM. [paBerr 0aunTh JIHIIe IBa TMOCTIHHI CJIEMEHTH: 1HIUKATOP JKUTTIB y
IPaBOMY BEPXHBOMY KYyTi €KpaHy Ta MepeMUKad YaCOBUX PEKUMIB.

[Tix yac B3aemosii 3 00’ekTaMu Ha TEepIIOMYy (HABYAJIBLHOMY) PiBHI 3’ SIBISFOTHCS
KOHTEKCTHI Tifkasku (Hampuknan, «HatucHiTe E»). Ha HacTymHUX piBHSX IIi TiAKA3KH
BUMKHEHO, 11100 HE 3HM)KYBaTH CKJIaJIHICTh TOJIOBOJIOMOK 1 30eperT e(heKT 3aHypeHHS.

VYei irpoBi gopmu peanizoBaHl 3a gomnomororo cuctemu Unity Canvas. g
enemenTiB HUD BukopucroByeThes pesxkum Screen Space — Overlay, o 3a0e3neuye ix
MOCTIMHE B1JOOpa’KeHHS TTOBEPX ITPOBOTO CBITY.

OcobnmBa yBara mpuauIsaiaacs ToMy, mo0 iHTepdeic He 3aBa)kaB OCHOBHOMY
reiimiiero. Bess ocHoBHA 1HGopMaltis 3rpyrnoBaHa y BEpXHiil MMpaBiii 4acTHHI €KpaHy, a
JOPYTOPSIAHI €JIEMEHTH 3’ SIBJISIOTHCA JIUIIE 3a TOoTpeOu. Takuii miaxij 103BOJIsE TPABLIEB]

MaKCHMaJIbHO 30CEPENUTUCS HA MIATGOPMIHTY Ta PO3B’A3aHHI TOJIOBOJIOMOK.

3.4 Oco0uBoOCTI peastizalii MeXaHiK¥ MOAOPOKel y Yaci Ta roJI0BOJIOMOK

MexaHika IOJOpOXKeH y Yaci € He TPOCTO JOJATKOBOIO 3[ATHICTIO MEpCOHaXka, a
LHEHTPAIbHUM €JIEMEHTOM IFPOBOTO JU3ailHy Ta KIIOYOBOK OCOOIMBICTIO TpHU
«CronoWortex». CaMe BOHa BU3HAYA€ YHIKAIBbHICTh MMPOEKTY B KaHpi puzzle-platformer
1 CYTTEBO BIPI3HSIE HOTO B OUTBIIOCTI CydYacCHHUX MPEJICTAaBHUKIB IIOTO HAIIPSMY.

Ko B KJIACHMYHUX Irpax >KaHpPy MaHINMyJsAlis 4acoM 3a3BUYail 3BOJUTHCA 10
MEXaHIKM TEepPEeMOTYBaHHS TOMIA Hazaj abo poOOTH 3 mapalelbHUMU YaCOBUMH
niHisMu, To0 B «CronoWortex» Oyi0 peaaizoBaHO MPUHIIUIIOBO THIITUMN, OUTBIN CKIATHUN
1 HeMHIMHMA miaxig. Yac TyT po3nisnaeTbes HE SK 1HCTPYMEHT I BHIIPABICHHS
MOMMJIOK TPaBIls, a K QyHIaMEHTaJbHa BIACTUBICTh CaMOTro irpoBoro cBiTy. ['paBers

HE «IMOBEPTaE» CBOI [I1i, a aKTUBHO B3a€EMOJIIE€ 3 PISHUMU YaCOBUMHM CTaHAMU OJHOTO U
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TOTO CaMOTO PIBHS OJIHOYACHO, CTBOPIOIOYM TUM CAMHUM CIIPABXKHi JIOT1YHI MapaioOKCH Ta
NPUYMHHO-HACTIAKOBI JIAHITIOKKH [4].

Mexanika momopoke y daci moOyqoBaHa Ha JIBOX B3aEMOIOB’SI3aHUX 1
HEe3aJIeKHUX CUCTEMAX, SIKl MPAIIOI0Th Y TaHAEMI:

- ModeActivator — cuctema nepeMUKaHHSI MK PI3HUMHU YaCOBUMU pexuMamu. Ha
MOMEHT 3aBEpLIEHHS AUIUIOMHOI pOOOTH peai30BaHO JBa PEXKUMHU, IMPOTE
apXiTEeKTypa CIPOEKTOBAaHA 3 YpaxyBaHHSIM JIETKOTO MaclITaOyBaHHS JI0 TPHOX 1
Ounbmie pexxuMiB. [Ipu mepeMukanHi pexumy BiOyBa€eThCs ToOaidbHA 3MiHA
CTaHy piBHS: OJHI TUIaT(OPMH 3HUKAIOTH, 1HII 3 SBISIOTHCS, BaXKeNl 3MIHIOIOTh
CBOIO aKTHBHICTh, TMACTKH AaKTHUBYIOThCS a00 JeaKkTUBYIOThCA. llepeMukanHHs
3I1HACHIOETHCA MUTTEBO 3a JOIIOMOIOrO Kiasinr 1 1 2.

- PlayerTeleportSystem — cucrema mapHoi tenenoprauii. Koxkna Tenenoprariiiina
Toyka Mae cBow mapy. llpm axTuBamii Ttenmemopraiii TpaBellb MHUTTEBO
NepeMIIy€eThCS 70 BIAMOBIAHOI Tapu TO4YkHW. [l 3amoOiraHHs TEXHIYHUM
npobnemam (3acTpsiraHHsT B TeoMeTpii piBHS) Oylio peani3oBaHO BEPTUKAJIbHE
smimenHs (teleportY Offset). ¥V penakropi Unity 3B’si3Ku MK TAapHUMH TOYKAMH
BI3yaJi3yloThcsd 3a gomnomoror (izmos, 10 3HAYHO CHPOCTUIIO TMPOLEC
CTBOPCHHSI Ta HAJIAIIITYBaHHSI PIBHIB.

[ToenHanHs IMX JBOX CHUCTEM BIJIKpUBAE IIMPOKI MOMKJIMBOCTI IJIsl JU3ailHY
TOJIOBOJIOMOK. ['paBelb MOBUHEH HE JIUIIE JEMOHCTPYBATH TOYHICTh IJIaT(HOPMIHTY, ajie
1 mMOOKO aHai3yBaTH MPUYMHHO-HACTIJAKOBI 3B S3KM MK JiSIMA B PI3HUX YaCOBUX
CTaHax.

TunoBuii cueHapii MNPOXOMKEHHS CKJIAJHOI TOJOBOJIOMKH BKIIIOYA€ KiTbKa
eTalliB: aKTUBAaIlil0 O00’€KTa B OJHOMY pEXHMI, TNEPEMUKAHHS B IHIIHH PEXKUM,
TEJENOPTAIlil0 B HEJOCTYNHY paHillle 30HY, BUKOHAHHS TaM HEOOXITHOI il Ta
MOBEPHEHHS B IIOYATKOBUM pEeXUM JUIsS  3aBepuieHHs cekilii. HemnpaBuibHa
MOCJIIOBHICTh [[I YacTO TMPHU3BOJAUTH JI0 «YaCOBOTO MapaJOKCy» — CHUTYyaIlii, KOJu

NOJaJbIIIE MPOXOIHKEHHSI CTA€E HEMOXXJIMBUM 0€3 Mepe3anycKy piBHS.
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OmHUM 13 KITFOUOBUX apXiTEKTYPHHUX PillleHb CTAJI0 BUHECEHHS MEXaHIKW Jacy B
OKpeMmi, He3aJeKHI KOMIIOHCHTH, a HE€ TMPUB SA3yBaHHS ii O€3MOCepeqHhO 10 KIacy
PlayerController.

Ha pannix eramax po3poOku JiOrika 4acy IUIaHyBajacsi BCEpeArHI OCHOBHOTO
KOHTpOJIepa MEPCOHaXa, 110 MIBUAKO MPHU3BEJI0 10 HAAMIPHOTO PO3POCTaHHS Kiacy Ta
MOPYIIEHHS TPUHIMITY €auHOoi BignmoBizambHOCTI (Single Responsibility Principle).
[Ticns pedakropunry oduasi cuctemu (ModeActivator Ta PlayerTeleportSystem) ctanu

CaMOCTIMHUMHU KOMIIOHEHTaMHU. Lle pieHHs 103BOIUIIO:

30epertu PlayerController ymerkum i1 coKycOBaHMM BHKJIIOYHO Ha KEpyBaHHI
PYXOM MEPCOHAXKA,;

- 3Ha4yHO CIIPOCTUTH IPOLIEC TECTYBAHHS MEXaHIKH 4acy;

- 3a0e3MeYuTH BUCOKY THYUYKICTh CUCTEMHU — OyIb-SKHI IHTEPAKTUBHHUI 00’ €KT Ha
pPIBHI MOXKE JICTKO ITJIMMKCATHCS Ha TOMIF0 3MIHM YacOBOTO PEXKHMY Uepe3
mexaHi3Mm UnityEvent;

- BIOKPUTH TEPCIEKTUBH Ui MOJANBIIOTO PO3IIKUPEHHS (JOAABaHHS HOBUX
PEXKUMIB, PyXOMHUX TIaTGOPM, K1 ICHYIOTH JIMIIIE B IEBHOMY PEXKHMI TOIIIO).
TonoBosioMku B Tpi po3poOsieHl 3a MPUHIUIIOM IOCTYIOBOTO ITiJIBUILICHHS

CKJIAJIHOCTI Ta HaBYaHHSI TPABIISL.

Ha nepiiomy piBHI aKLIEHT pOOMTHCS BUKJIFOYHO HAa 3HAOMCTBI 3 IEPEMUKAHHAM
pexumiB. Ha HacTynmHuX piBHSAX BBOAMUTHCS TEJICMIOPTALlS SK JOAATKOBUN 1HCTPYMEHT.
Ha mi3HiX eramax TpaBellb CTHUKA€ThCA 3 0araromapoBUMU TOJIOBOJIOMKAMH, 1€
HEMPaBWIbHUN BUOIp MOPSIAKY M1 TPU3BOIUTH A0 OJOKYBaHHS MPOXOMy. Takuil miaxis
3a0e3nevye IUIAaBHY KpUBY HaBUaHHS 1 MIATPUMYE IHTEpEC SK Yy Ka3dyaldbHHUX, TaK 1 B
XapAKOPHHUX TPaBIIiB.

PeanizoBana mexaHika MoAopoxel y 4aci cyTTeBo BiapizHsae «CronoWortex» Bij
outpmocti cydacHux 2D-mmardopmepiB. Skmo B Takux irpax, sk Limbo Ta Inside,
TOJIOBOJIOMKH TICHO 1HTETrpoBaHi B aTMocdepy Ta HappatuB [9], a B Braid mexanika dacy

3QJIMIIAETHCSA BIAHOCHO JIIHIMHOWO [4], TO B JaHOMY IPOEKTI TIpaBelb OTPUMYE
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IHCTPYMEHTH JJIs1 CIIPaBKHbOI HEJIIHIMHOI B3aeMoziil 3 yacoM. Lle Bumarae BiJ HbOTO HE
JIMIIE MOTOPHOI TOYHOCTI, ajie i PO3BUHYTOTO MPOCTOPOBO-YACOBOTO MHUCIICHHSI.

TakuMm uymHOM, MexaHika mojopoker y 4aci B «CronoWortex» BUKOHYE KIJIbKa
BAXJIMBUX (PYHKIIIM: BOHa € OCHOBHUM TIe€MMIUIEMHUM XYKOM, (pyHAaMEHTOM AHW3aiHy
PIBHIB 1 TOJIOBOJIOMOK, a TaKOX JEMOHCTPYE MOXJIMBOCTI CyYaCHHUX TIJIXOIB JI0
apXiTEKTypH ITPOBUX CHUCTEM Y cepenoBuiili Unity.

LentpansHum enemeHToM rpu «CronoWortex» € opuriHagbHa KOMOIHOBaHa
MEXaHiKa TOJOPOXKEH y dYaci, sSika OpPraHiyHO MOEJHYE TUHAMIYHUN TUIAaTGOpPMIHT 3
€JIEMEHTaMH JIOT1YHUX TOJIOBOJIOMOK.

Ha BigMmiHy BiJ KJIaCHYHOTO NEPEMOTYBaHHS 4acy, peai30BaHOTO B TaKUX irpax,
sk Braid, y nmanomy mpoekti Oyiao po3poOieHO JBI B3a€MOIIOB’s3aHI, aje HE3aJICKHI
cuctemu. [lepma — ModeActivator BiANOBIAa€ 3a MEpEMUKaHHS Mk PI3HUMHU YaCOBUMH
pexuMamu, 3MiHIOIOYM cTaH o00’ektiB 1 twiaropm Ha piBHL. [pyra -—
PlayerTeleportSystem 3abe3rneuye mapHy TeJeMOPTaIlll0 M CIEIiadbHO OB’ I3aHUMU
TOYKaMU B MPOCTOPI.

[ToeqnanHS IMX JBOX CHCTEM CTBOPIOE IIMPOKI MOXKIMBOCTI I TOOYI0BU
CKJIAJIHUX 1 HETPUBIAJIBHUX TOJOBOJIOMOK, 3aCHOBAHMX Ha JIOTIYHUX Mapajokcax 1
MPUYUHHO-HACTIIKOBUX 3B’si3Kax. [paBers 3MyIIeHU 0JJHOYACHO BUKOHYBATH TOYHHM
1aTOPMIHT 1 3A1HCHIOBATH ITPOCTOPOBO-YACOBE TUIAaHYBaHHS, Iepe0adyaroun HaClliIKU
CBOIX [II y pI3HUX YACOBUX CTAHAX.

Takuii MiAXia JTO3BOJISIE CTBOPIOBATH 0OaraTomiapoBi TOJOBOJIOMKH, JI€ YCITIX
3aJIEKUTh HE JIMILIE B IMIBUAKOCTI peakiii, a il BiJl pO3yMiHHS B3a€MO3B’A3KIB MIXK

YaCOBUMHU PCIKMMAMHU Ta X BIINIMBY Ha OTOYCHHA.



47

4 TecTyBaHHS TA OLIHKA SIKOCTi CHCTEMH

4.1 O0rpyaTyBaHHs1 BUOOpPY BHAIB TecTyBaHHA (PyHKIiOHAJIbHE,

iHTerpauniiiHe, TeCTYBAaHHS 3PY4YHOCTI BUKOPUCTAHHS)

VY mpoueci po3podku «CronoWortex» Oys0 MpOBEAEHO TPU OCHOBHUX BHUAM
TECTyBaHHS: (PYHKI[IOHAJIbHE, 1HTErpaliiiHe Ta T€CTyBaHHS 3PYyYHOCTI BUKOPHCTAHHS.
Bubip came 1mux TumiB OOyMOBICHHMH CHEUU(PIKOIO TPH — TOETHAHHAM TOYHOTO
1aT(OpPMIHTY, CKIAAHOI MEXaHIKH MMOJOPOKEH y yaci Ta JIOTTYHUX TOJIOBOJIOMOK.

OyHKIIOHATbHE TECTyBaHHS CTaJl0 OCHOBHUM 1 HaibOumbm 00 emMHUM. BoHO
JI03BOJISE TIEPEBIPSITH, YU MIPABUIILHO MPAIIOIOTh BCI 3asBlIeHI MexaHiku rpu. OcoOIuBy
yBary NpuAUISIOCS KPUTUYHUM CHCTEMaM:

- KOpekTHil poboti State Machine (mepemuxanus mix cranamu Idle, Walk, Jump);

- MEXaHiIll IepeMUKaHHs YacOBUX pexxuMiB uepe3 ModeActivator;

- cucteMi napHoi tenenopraitii (PlayerTeleportSystem);

- B3aemMofli 3 00’€KTaMH TOJOBOJIOMOK (BaXKUIb, KpUCTANH, IUIATHOPMHU, SKi
3MIHIOIOTh CTaH 3aJICKHO BIiJl PEKUMY).

be3 sxicHOro QyHKII0HAJIBHOTO TECTYBaHHS HEMOXJIUBO Oys0 6 BOEBHUTHCS, 11O
rpaBellb MOXE TMPONTH piBEHb, BUKOPHCTOBYIOUM MEXaHIKy Yacy caMe Tak, K
3alyMyBaIOCH.

[aTerpamiiine TectyBaHHS Oylo HEOOXIIHMM dYepe3 Te, IO Pi3HI CUCTEMH TPHU
TICHO TOB’si3aHi MK co0oro. Hanpukinan, mnepeMHKaHHS YacOBOTO PEXKHMY Mae
BIUTMBATU OJHOYACHO 1 Ha (i3UKy pIiBHA, 1 Ha aHIMalil0 00’€KTIB, 1 HA JOCTYIHICTh
ToYoK Tenenopralii. Takok BakIuBO OyJI0 TMEpPEeBIpUTH, SK CHUCTEMa pecrayHa
B3a€MOJII€ 3 TIOTOYHMM YaCOBHUM PEKMMOM — YU TPABHIBHO BH3HAYA€THCA Oe3meuHa

TO3UIIIA MICIIsE CMEPTI, SIKIO YaCTHUHA TUIaT()OPM 3HUKIIA B IHIIOMY PEXHMI.
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TectyBaHHs 3py4YHOCTI BHKOPHCTAHHS TPOBOAMTHCS IJISl OIIHKU 3PYyYHOCTI
KEepyBaHHS Ta 3pO3yMUIOCTI MeXaHIKA. Y Tpl 3 HECTAaHJAPTHOK CHUCTEMOIO 4Yacy
BOXJIMBO OyJl0 TEPEBIPUTH, HACKUIBKH IHTYiTUBHO TpaBellb pPO3yMi€, IO came
3MIHIOETHCS MPU NEPEMHUKAHHI PEKUMIB, Y HE BUHUKAE TUTYTAHUHA 3 KEPYBAHHAM, 1 YU
HE HAJTO BHCOKHI TOPIT BXOKEHHS JJIT HOBUX TPaBIliB. TecTyBaHHS MPOBOIUTHCA SIK
Ha 3HaOMUX 3 TuIaTGopMepaMu JTIOASX, TaK 1 HA THX, XTO paHIIlIe Majio rpaB y Moa10H1
irpu. OcoOnuBYy yBary 3BepTaji Ha Te€, HACKUIBKHA 3pO3yMLJIO Mpalioe KoMOiHaIlis
1aT(OpMIHTY Ta JIOTIKU Yacy.

Bubip came nux Tphox BUAIB TECTyBaHHS OyB NMPOJMKTOBAHUUA METOIO POOOTH:
CTBOPUTH HE MPOCTO TEXHIYHO Mpale3aaTHUIl MPOTOTHIIL, a TPy, SKa peaJbHO TPAETHCH,
MEXaHIKH SKOT IPAIIOI0Th CTa0LILHO 1 3p03yMIJIi I'PaBIICBI.

OyHKIIOHAIbHE Ta IHTErpaliiHE TECTyBaHHS 3a0e3nedyBajud TEXHIYHY
KOPEKTHICTh peaii3allii, a TECTyBaHHS 3pyYHOCTI BUKOPUCTAHHS JI03BOJISIIO OI[IHUTH, YU
JOCATAETHCST TOJIOBHA MeTa — IIKaBUM IrpOBHM JOCBIJ, J€ TOYHICTh CTPUOKIB

IMMOEIHYETHCH 3 JIOTIYHUM MUCJICHHSIM.

4.2 Po3po0ka TecT-KeiCiB 151 0CHOBHUX (PYHKIIIi rpu

JUist mepeBipkH CTaOLIBHOCTI Ta KOpeKTHOCTI pobotu «CronoWortex» Oyno
po3pobieHo Habip TecT-KeiciB. OCHOBHMI aKIEeHT 3p00IeHO HAa HAHOLIBIIT KPUTHYHHX 1
CKJIQJHUX MEXaHIKax: KepyBaHHI TMEepCOHa)XeM, CHUCTEeMI MOAOpPOXKEeH y yaci,
TOJIOBOJIOMKAaX Ta peclayH. YChoro Oynao CTBOpeHO 28 TecT-KeiciB, 3 skux 18 —
(byHKIIIOHANBHI, 7 — IHTETpaIliiiHl Ta 3 — TECTYBaHHS 3pYYHOCTI BUKOPUCTAHHS.

Tect-kelicu yMOBHO PO3/IiIJICHI HA YOTUPH TPYTIH:

[lepmia rpyna TecT-KeiiciB Oyna cipsiMOBaHA Ha TeCTyBaHHS KepyBaHHS IEPCOHAXKEM Ta

State Machine



49

s rpyna nepesipsia 6a30By Iu1aTGOpMEepHY MEXaHIKY Ta KOPEKTHICTh poOOTH
CTaHIB IIEPCOHAXA.

- TC-01: ITepesipka nepexoay mix cranamu (Idle, Walk, Jump, Idle). OuikyBanuit
pe3ysbTar: MEPCOHAX IUTABHO 3MIHIOE aHIMAIllF0 Ta TMOBEAIHKY 3aJIeKHO BIJ
BBOJLY.

- TC-02: TlepeBipka noasiiiHOoro ctpudka. OUiKyBaHHUI pe3ysbTaT: TPaBeilb MOXKE
CTpUOHYTH BApPyre TUIBKM B TMOBITpl, micias mnepmoro ctpuoka. Ilicis
PU3EMJICHHS JTIYMIBHUK CTPUOKIB CKUIA€THCA.

- TC-03: Ilepeipka duriny chpaiTy mif 4yac pyxy BiIiBo/BrnpaBo. OuikyBaHUMN
pEe3yNbTaT: CIPANT KOPEKTHO MOBEPTAETHCS B MOTPIOHUHN O1K 0€3 «MUTOTIHHS.

- TC-04: [ToBeninka mepcoHa)xa Mmpu crpoOl CTpUOHYTH, KOJU BiH HE Ha 3emJli (6e3
noJBIMHOTO cTprOKa). OUiKyBaHUN PE3YABTAT: CTPUOOK HE BUKOHYETHCS.

Hpyra rpymna tect-keiciB Oyna crpsiMOBaHa Ha TECTYBaHHS MEXaHIKU OJOPOKEN y yacl
lle nHaiiBaxnMBiIIa rpyna, OCKUIBKM MEXaHIKa 4acy — TOJIOBHA OCOOJHUBICTH TaKOTO
XKaHpPy TpH.

- TC-10: IlepemukaHHd MK JBOMa YacOBUMHU peXHUMaMHu KiaBimamMua 1 1 2.
OuikyBaHuil  pe3ynapTar: MUTTEBA 3MiHA CTaHy piBHA  (Tuatdhopmu
3HUKAIOTh/3’ IBISIOTHCS, BaXK1Jb 3MIHIOIOTh aKTUBHICTH ).

- TC-11: Ilinnucka o00’ekTiB Ha monir0 3MiHUM pexuMy dyepe3 UnityEvent.
OuikyBaHuil pe3ynbTar: ycl OO0’€KTH, SKI MalOTh Cilyxada, pearyloTh Ha
TIEPEMUKAHHS PEKUMY.

- TC-12: Tenemoprauis MK HapHAMU Toukamu kiaBimamu 1 1 2. OuikyBaHUi
pe3yabTaT: MEPCOHAXK MUTTEBO MEPEMIIIYETHCSA J0 Maph TOYKHU 3 YPaxXyBaHHIM
teleportY Offset.

- TC-13: Cmpoba Tenenoprallii KOpUCTyBa4a Mk TOYKaMH TIPOCTOPY, KOJIHU
NOTOYHUNM PEXHUM HE JO03BOJIAE AOCTYN A0 TOoukd. OdiKyBaHUN pe3ysbTar:
Tenenopraiiss OJIOKYeTbCs, TpaBellb OTPUMYE Bi3yalbHUM (Pia0oeK (K10

peai3oBaHO TaKHi CIieHApil T'PH).
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TC-14: KomOiHOBaHUH CIIeHAPI MPOXOXKEHHSI TOJIOBOJIOMKH: aKTUBALIisl BaXKes,
NEPEMUKAHHS YacOBOIO PEXUMY, TEJIENOpTalis Ta AKTUBALlA 1HIIOIO BayKEs.
OuikyBanuii pesynbrar: Bcei 11 BUKOHYIOTBCS MOCIHITIOBHO Ta KOPEKTHO, 0e3

NOMMJIOK y CTaH1 piBHS Ta MPOXOKEHH1 T'OJIOBOJIOMKHU.

Tpers rpynma TecT-keiiciB Oyna cHOpsiMOBaHa Ha TECTYBaHHS TOJIOBOJIOMOK Ta

IHTEpaKTUBHUX 00’ €KTIB

TC-20: 36ip xpuctamiB 1 akTtuBalis (piHaAILHOrO 00’€KTa MICHS JOCATHEHHS
noTpiOHOT KIIbKOCTI. OuikyBaHMM pe3ynbrar: micias 30opy 4-5 Kpucraiis
aKTUBYEThCS (DiHAIBHUI 00’ €KT (HANMpUKIAA, JBEpl, BEHTHIATOP, BaXijib, OJIOK
a6o miardopma).

TC-21: PecmaBH micist cMepTi 3 ypaxXyBaHHSM TOTOYHOTO YaCOBOTO PEKUMY.
OuikyBaHUH pe3yibTar: rpaBellb 3 SIBISEThCA Ha O€3IMeUH1N MO3UILii, a CTaH PIBHS

3QJIMIIAETHCS TAKUM, IKAUM BiH OyB Ie€pej] CMEPTIO KOPUCTYBavya-rpaBIs.

YetBepTa x rpyna Oyna cpsMOBaHa Ha 3arajibHOi 3pyYHOCTI

TC-25: 3po3yMuTicTh MEPEMUKAHHS PEKUMIB JJIsI HOBOTO TpaBis (mepmri 2
XBWIMHA Tpu). OdiKyBaHHHA pe3yibTaT: KOPHCTyBad-TpaBelb O3 IMiIKa30K
pO3yMie€, TII0 3MiHA PEKUMY BIUTMBAE HA PIBEHb I'PH Ta HOTO 00'€KTH Ha CIIEHI.
TC-26: 3pyuHicTh KepyBaHHS TIIiJi Yac KOMOIHOBaHHMX Mii (cTpuOOK Ta
NepeMHUKaHHs pexuMy Ta Tenenopraiis). OdiKyBaHUI pe3ynbrar: KepyBaHHS HE
BUKJIMKA€E JUCKOM(OPTY Ta HE BHUMara€ HaJIIpPUPOJHOI TOYHOCTI B MOMEHT
TeJenopTaii.

TC-27: lBuakicts pecmayHa micis cmepTi. OdWiKyBaHM pe3ynbTaT: 4yac Bif
CMEpTi 10 BIJHOBJIEHHS TPU HE mepeBuIye 1,5 cekyHau, 100 He MOpyIIyBaTH
TEMII.

VYci tect-keiicu Oynu 3aJ0KyMEHTOBaH1 B Tabnuill 3 kosonkamu: ID tecty, Onuc,

Bxingni nani, OuikyBanuit pesynsrar, @aktuunuit pesynsrar, Craryc (Passed/Failed) (3

nonatky B Tabmuis B. 1).
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binbuiicte TeCTiB MNpoBOAMIIACA BPYUYHY, OCKUIBKM MeEXaHIKa Yacy CHIJIbHO
3QJICKUTH BiJl MOCTIAOBHOCTI i TpaBIl, 1 aBTOMaTH3allisl TaKWX CIIEHApiiB Oyna O
HAJTO CKJIaJHOI. ABTOMATH30BaHI TECTH OYyJIM CTBOPEHI JHINE sl 0a30BUX (PYHKITIH

State Machine Ta mpocTHX Mepexo/iB MK peKUMaMHU.

4.3 IIpoBeieHHSI TECTYBAaHHA TA Pe3yJIbTATH BUKOHAHHS TECTIiB

TecryBanast rpu  «CronoWortex» TPOBOIMIOCH TEPEBAKHO BPYYHY Ha
NepCcoOHAIbHOMY KoM toTepi mia ymnpaBiiHHsaM Windows 11. [y OI[iHKK TeCTyBaHHSA
3py4YHOCTI BUKOPUCTAaHHS Oyn0 3alydeHo 6 TecTepiB: TpPhOX 3 JOCBIAOM TpuU B
2D-nnardopmepu Ta TphoX HoBaukiB. KokeH ydacHHMK MpOMIIOB MEpIIl TPU PIBHI Ta
BHKOHAB KJIFOYOBI CIICHAPii B3aEMO/IIT 3 MEXaHIKOIO ITOIOPOKEeH y Jaci.

Pe3ynbraru GyHKIIOHAIBHOTO Ta IHTETPAIIHHOTO TECTYBaHHS

3 22 (yHKUIOHAJTBHUX Ta IHTErPALITHUX TECTIB ycHimHO npouuuu 19. ba3osi
MEXaHIKM TOKa3aJdl BUCOKY CTAOUIbHICTB: KEpyBaHHS TMEPCOHAXKEM 1 cucreMa State
Machine mpaiitoBaiiu KOpEeKTHO B yCiX TecTOBUX clieHapisx. Komnonent ModeActivator
cupamboByBaB y  100%  BumaakiB, a cucTeMa TapHOi  TelemopTarii
(PlayerTeleportSystem) dyHKIiOHyBata nepeadavyBaHo 3 ypaxyBaHHSIM BEPTHUKAIHLHOTO
sminieHHs (teleportY Offset).

HaiiGinpmni TpyaHOII BUSBWIMCSA B JBOX ClieHapisx. Y tectax pecnayny (TC-24
ta TC-25) 1HOMl BUHUKae npobiaema, KOJIU MICHs CMEpTI oApaszy MICis MepeMHUKaHHS
PeXHUMY cHCTEMa MOITYKy Oe3meyHoi Mo3ullli moBepTana KOOPAUHATH, Y SIKUX MTEPCOHAK
3acTpAraB y reoMeTpii piBHA a00 MOTparvisiB Ha macTky. [Ipobiaemy ycyHynmH muisixom
no/laBaHHs qoaTkoBo1 nepeBipku IsPositionSafe() 3 HeBenukuM 3amacom Mo BUCOTI.

VY koMOIHOBaHOMY CIIeHapii MIBUIKOTO TEPEMHUKAHHS PEKUMY Ta TeJIEHmopTarlii
(TC-14) mpu BuxoHanHi naiii mporsroM 0,3 ceKyHAM 1HOAI BHUHHKA€E 3aTpUMKa B
OHOBJICHH1 CTaHy PiBHS, Yyepe3 110 00’ €KTU HE BCTUTAIM aKTUBYBaTucs. /(s BUpimieHHs

i€l mpoGiiemMu OyIi0 A0AAHO KOPOTKY 3aTpUMKyY uepe3 Coroutine Mmicisi 3MiHH PEXUMY.
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[licnss BHeceHHs BUIpaBIEHb yci (YHKIIOHAJIbHI Ta 1HTErpauiiiHi TeCTH Oyiu
YCHIIIHO 3aBEPILEHI.

PesynbraTi TECTYBaHHS 3pYYHOCTI BUKOPUCTAHHS

TecTyBaHHS 3py4YHOCTI BHUKOPHCTaHHS MPOJEMOHCTPYBAjO OUIbII 3MIIIaHI
pesynbTati. [lO3UTUBHO TecTepW OIIHWIM 3PYYHICTh 1 BIATYKIWBICTH KEepyBaHHS
NepcoHaXeM, IHTYITUBHICTh MEPEMHUKAaHHS YACOBUX PEKUMIB KJaBimamu 1 12, a Takox
MIBUAKICTH pecnaBHy (0au3bko 1,2 cekyHan).

BonHouac BusiBuIM neBHI npoOiemu. J[Ba HOBayKW 3a3HAUYMIIM, LI0 HA MOYATKY
IpU HE BiApazy 3pO3yMUIM, K caMe€ NEPEeMHUKaHHS PEXHMIB BIUIMBA€ Ha PIBEHb, 1
Butrpadanu 30-50 cexyHg Ha ekcrniepuMeHTH. OJuH TecTep MOCKApKUBCSI HA HAATO
BHUCOKY TOYHICTb, HEOOXiAHY JUIs BUKOHAHHS CKJIAJHUX KOMOIHAIIM Tenemoprarii Ta
cTpuoKa.

Ha ocHOBiI oTpumaHMX 3ayBaX€Hb Ha OCTaHHIX PIBHAX OylOo J0AaHO JIerKi
Bi3yaJibHI MIJKA3KU — 3MIHY KOJIbOPY aKTUBHHUX IUIATGOPM MPHU MEPEMUKAHHI PEKUMY.
TekcToBl MiAKa3KKW MPU 1LOMY HE BUKOPUCTOBYBAluCA, 00 30€perTd CKIAAHICTb
TOJIOBOJIOMOK.

3aranoM TECTYBaHHS IOKa3aJio, 0 OCHOBHA MEXaHiKa I'pH Mpalioe CTaOUIbHO
(Tabmuusa 4.3). HaiicnaOmmM MicieM Ha MOMEHT 3aBEpPLUIEHHS pOOOTH 3aJIMILAETHCS
onboarding HOBUX TPaBIliB O MEXaHIKK Mojopoked y vaci. [le Tumosa npobiema ass
Irop 3 HECTaHAAapTHUMHU MEXaHIKaMu 1 ToTpedye J10[aTKOBOTO OIpPAaI[OBAHHS
(HarmpuKIIaJ, KOPOTKOTO HABUAIBLHOTO PiBHS 200 KPaIoro Bi3yalbHOTO GiT0eKy).

3a pesyapTaramM TECTYBaHHS MOXKHA 3pOOMTH HACTYITHI BUCHOBKH IOJIO SIKOCTI
po3pobienoro npororuiy «CronoWortex».

[IponyKTUBHICTD rpu BHSIBUAJIACS Ha XOpOLIOMY piBHI. Ha
cepenuboctaructuyHomy [IK (Intel 15, 16 I'b O3Il, GTX 1650) rpa crabinbHO
yrpumyBasia 60 FPS HaBiTh y CeKkUisIX 3 akTUBHICTIO 15-25 00’€KTIB OIHOYACHO.

[Ipocigans Hmxkae 55 FPS He 3adikcoBano. Po3mip Oinmy Takox € MPUHHATHUM: HE
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ctucHyTuid — Omu3pko 120 MBb, micns ctucHenns — 38 Mb, mo 3pyuHo mis
po3moBCIOMKEHHS yepe3 itch.io abo Steam.

CralinpHICTh peanizailii OMHIOEThCS SIK BUCOKA. [licis BUIIpaBiIeHHS BUSBICHUX
NOMUJIOK KPUTHYHUX TaJiHb, 3aBHCAHb YW BTPATH JNaHUX HE crocrepiraiocs. Yci 22
¢yHKIiOHANBHI Ta IHTErpamiiiHi Tectu mpounuM ycmimHo. HalictabinpHime
IpalroBajiyu cUcTeMa KepyBaHHsS mepcoHaxkeM (State Machine) Ta mapna Tenenoprairis.
Haiibinbiie noonpaitoBanb moTpedyBaja B3a€MOIisl pECIIaBHY 3 YaCOBUM PEKUMOM.

3py4HICTh KOPUCTYBaHHSI CTajla HAWOLIbII AUCKYCIMHUM acnekToM. JlocBiaueH1
IpaBIli IIBUJKO OCBOIOBAJIM MEXAaHIKy Ta BHCOKO OIIHWJIM BIATYKIMBICTh KEpyBaHHS.
Boanouac noBauku (40-50 % TtectepiB) BuTpadanu Big 40 cekyH[ 10 MIBTOPU XBUIMHU
Ha PO3YyMiHHS BIUTMBY MIEPEMHUKAHHS PEKUMIB 1 HCOOX1THOCTI TEJIETOPTAITii.

3aranom mpototun «CronoWortex» MOKHA BBa)KaTH TEXHIYHO ycCHimmHUM. [pa
JEMOHCTpPY€E CTaOUIbHY pOOOTY, MPUHUHATHY MHPOAYKTUBHICTBH 1 I[IKABY MEXaHIKY, sIKa
BUTITHO Bigpi3HAe 11 Bim TtHnoBux 2D-mmardopmepiB. HalicnabmmM Miciem
3anuIaeThesi onboarding HOBUX rpaBiiB. st MOAAIBIIOTO PO3BUTKY BapTO MOKPALTUTH
BI3yaJbHUM (110K IPU 3MiHI PEXKUMIB Ta JOAATA KOPOTKUN HAaBYAIbHUI PIBEHb.

[IpoBenene TecTyBaHHS MATBEPAWIO, IO 0OpaHa apxiTekTypa (State Machine Ta
OKpeMi KOMIIOHEHTH JJIsi MEXaHIKH 4acy) € BAAJIOIO 1 TO3BOJISIE MMPOJIOBXKYBATH PO3BUTOK
rpu 6e3 3HaYHUX 1epepoOOK OCHOBHOTO KOJY.

PydHe TecTyBaHHs Ta 3a1y4YeHHs TeCTEPiB
3HayHa YacTMHA TECTyBaHHSA MPOBOJAMJIACS BpPY4YHY, OCKUIBKM MEXaHIKa

MOJIOPOXKEH Y Yaci CUIIbHO 3aJIEKUTh BiJ] MOCTIJOBHOCTI J1i rpaBlid, JIOT1KYA MPUIUHATTS
pileHb 1 KOMOIHOBaHUX CLIEHAPIiB, SIKI Ba’KKO MOBHICTIO aBTOMATU3yBaTH.
J51s 00’ €KTUBHOT OLIIHKU 3pYYHOCTI IpH OyJI0 3aJIy4eHO 6 30BHILIHIX TECTEPIB:
- 3 JOCBITYEHUX TPaBIll — JIFOIU, SIKI peryiaspHoO rpaioTh y 2D-miardpopmepu Ta
metrpoinsanii (Celeste, Hollow Knight, Ori);
- 3 HOBayku — OCOOH, SIKI MalOTh MIHIMadbHUU JOCBIJ Yy MOAIOHUX irpax abo

B3arajii He rpanu B puzzle-platformers.
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Koxen TecTep mpoiiioB mepiii TPU PiBHI IPU, BUKOHAB YCl KIIFOYOBI MEXaHIKU
(mepeMHUKaHHS YaCOBHUX PEXXHMMIB, TAPHY TEJIETOPTALil0 Ta KOMOIHOBaH1 TOJIOBOJIOMKH),
a TakoX 3allOBHUB KOPOTKY aHKETY 3BOPOTHOTO 3B’s3Ky. TecTyBaHHS MPOBOIWIOCS Ha
OJTHOMY ¥ TOMY 3K KOMIT toTepi mij yrpasiiHasM Windows 11, 1100 BUKJIFOUUTH BIUIMB
PI3HOTO anmapaTHOTO 3a0e3MeYCHHS.

[lin vac pydHOro TeCTyBaHHS OCOOJMBA YyBara MNPUIUIATIACS 1HTYITUBHOCTI
MEXaHIKM TOJOPOXKEHW y 4aci, 3py4HOCTI BUKOHAHHS KOMOIHOBaHUX 1l (CTpUOOK y
MO€THAHHI 3 MEPEMUKAHHSIM PEXUMY Ta TEJEMOPTAI€l0), MBUIKOCTI Ta 3pO3yMIIOCTI
pecrnayHa, a TaKOX 3arajJbHOMY TEMITY TPH.

Pesynpratu py4HOro TECTYBaHHS BUSBMIU CYTTEBY PI3HHUII0 MK TpyHaMu
TectepiB. JloCBimueHI TrpaBili JOCUTh IIIBHUJIKO OCBOIOBAJIM MEXaHIKy Ta BHCOKO
OLIIHIOBAJIM ii OpUTiHAIBHICTH 1 moTeHuias. HoBi  rpaBui yacto Butpadanu Bia 40
cekyH/ 10 1,5 XBWIMHM Ha Te, 00 3pO3YMITH, K caMe TIEPEeMHUKAHHS PEKUMIB BITUBAE
Ha pIBEHb 1 JJIs 4oro morpiOHa Tenenopraris. e miaTBepauiao KiIacM4Hy MpoodieMy
IroOp 3 HECTaHJapTHOI MEXAHIKOK — CKJIAJHICTh [OYaTKOBOTO O3HANOMIICHHS
(onboarding).

[licnss BHECEHHS BIANOBIJHUX BUIIPaBJiIeHb yCl (DYHKLIOHAJIBHI Ta 1HTErpaliiHi
TecTd Oynu ycmimHO 3aBepiieHi. HalictabinpHimmme npairoBaiu cuctema State Machine
Ta MeXaHi3M napHoi tenenoprariiii. HaiGiaeiie noompairoBanb norpeOyBaia B3aeMOis
CHUCTEMH pecrayHa 3 TOTOYHUM YaCOBHM PEXKUMOM.

3aramoM  pe3yiabTaTd  TECTYBaHHS  MIATBEPDKYIOTh  TEXHIYHY  3pUIICTb
po3pobineHoro mporotuny. OOpaHa apxiTekTypa Ha OCHOBI marepHy State Machine Ta
He3anekHux KoMmoHeHTiB (ModeActivator 1 PlayerTeleportSystem) BusBunacs
e(eKTUBHOIO Ta BUIIpaBAaHOI. BoHa mo3BoNMIIa peasnizyBaTH CKIATHy KOMOIHOBaHY
MEXaHIKy 0€3 KpPUTHYHHMX apXITEeKTypHHX KOMIIpOMICIB 1 30eperia BHUCOKY
HiTPUMYBaHICTh KOJY.

BonHouac TecTyBaHHS BHSBHWIO TOJIOBHY NpOOJIEMY TMPOEKTY — HEAOCTAaTHBO

iHTYiTUBHUN onboarding HOBUX TpaBIIiB A0 MEXaHIKK Monopoke y yaci. L{s mpobnema
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€ TUTIOBOIO IS irop 3 HECTaHJAPTHUMHU IrPOBUMHU CHUCTEMaMH 1 MOTpeOye JT0AaTKOBOI
yBaru Ha €Tari MoJaiblIoi po3poOKu. 30Kpema, AOUIIBHO PO3MISHYTH MOXKIUBICTH
CTBOPEHHS OKPEMOro HaBYAJIBHOTO PiBHS a00 TMOCHIICHHS BizyanbHOTO (Pigbexy mpu

3MiH1 YaCOBUX PEKHUMIB.

Tabmuns 4.3
3aranpH1 pe3yabTaTu TeCTyBaHHS
Bun Kinekicts | I[Ipoiineno 3 | Bunpasneno 3araipHu
TECTYBAaHHS TECT-KEWCl | MepIIoro icHs pe3ynbrar
B pazy JOOTIPAIIFOBaHHS
OyHKIIOHAIBHE | 22 19 3 100% Passed
Ta IHTEerpaliifte
TectyBaHHs 6 3 2 (4acTKOBO) 83% Passed
3pYy4YHOCTI
BUKOPUCTAHHS
(usability)

Bcrworo 28 22 5 96% Passed
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BUCHOBKHA

VY Xonl BUKOHAHHS JAMIUIOMHOI poOOTH Oyno po3pobiaeHo (PyHKIIOHATbHUN
npototun 2D-mnardopmepa «CronoWortex», OCHOBHOO 1/I€€0 SIKOTO CTaJ0 MOETHAHHS
KJIACUYHOTO TOYHOTO TUIAT(MOPMIHTY 3 OPUTIHAIBHOIO CUCTEMOIO MoJopokel y yaci. Ha
BIIMIHY BIJl OUIBIIOCTI irop >KaHpy, /1€ MAHIMYJSIIS YacoM 3BOAMTHCS 1O MPOCTOTO
NepeMOTyBaHHS i Ha3al, y IbOMY IPOEKTI dYac BUCTyMae K (yHIaMEHTaIbHA
BJIACTHBICTH CaMOro piBHA. [ paBels He BIIMOTYE CBOI1 MOMIJIKH, & aKTUBHO B3a€EMOJII€ 3
PI3HUMH CTAaHAMM CBITY Y€pE3 NEPEMUKAHHS YACOBUX PEXKUMIB 1 IAPHY TEJIEMOPTALIIIO.

B xBamidikamiitaiii poOoTi Oyli0 MPOBEACHO aHaNi3 Cy4acHOTO CTaHy XKaHPY
2D-timargopmepiB Ta  puzzle-platformers, a TakoX BUKOHAaHO TIOPIBHSUIbHY
XApaKTepUCTUKY HAWIMOMIMPEHININX IMPOBUX PYLIiB, IO JJ03BOJUIO OOIPYHTOBAHO
obOparu Unity Ta C# K OCHOBHUI TeXHOJOTTYHHM cTeK. OOTrpyHTOBAHO Ta peai30BaHO
THYYKy apXITeKTypy mnpoekty Ha npuHuunax SOLID 1 marepni State Machine, ska
e(heKTUBHO BUPIIIYE MPOOIEMU CTBOPEHHS CKJIQIHUX HETTHIHHUX MEXaHIK.

PeanizoBaHo KIIOYOBI IrpOBI CHCTEMH, 30KpeMa IHTEJICKTyallbHE KepyBaHHS
NepCOHaKEM, TMOKAJAPOBY CHUCTEMYy aHiMmallii, KOMIIOHEHT TEepEeMUKaHHS YaCOBHUX
peXKUMIB Ta CHUCTEMY IMapHOI IPOCTOPOBO-4acoBOi Tejemnoprtailii. CTBopeHo HaOIp
B3a€EMOIIOB’ I3aHUX TOJIOBOJIOMOK, MOOYJOBaHUX HABKOJO OPHUTIHAILHOI KOMOIHOBaHOIi
MEXaHIKM TMoAopoXked y uyaci. KpiM TOro, mpoBeIeHO KOMIUIEKCHE TECTyBaHHS
MPOTOTHUITY, sIKe BKJIOYANO (PyHKI[IOHAJIbHE, IHTETpalliifHe Ta TECTyBaHHS 3PYyYHOCTI
BUKOPUCTAHHS.

OnHUM 13 HAWBXIMBIMINX TEXHIYHUX PIIIEHb CTAJI0 BUHECEHHS MEXaHIKH 4acy B
oKpemi He3anexxHl komrnoHeHTu. Lle no3Bomuio 36epertu koj PlayerController unctum,
3HAYHO CIIPOCTUJIO TECTYBAHHS 1 BIIKPUBAE MOMIIMBOCTI JJISl TIOAAJIBIIIOTO POIIUPEHHS

MPOEKTY ([T0/IaBaHHSI HOBUX PEKUMIB, KOMOIHAIIIT 3 1HIIMMH MEXaHIKaMH TOIIIO).
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[IpoBenene TecTyBaHHS MOKa3ajo, IO MPOTOTUIl € TEXHIYHO CTaOUIbHUM. I[pa
niarpumye crabinbai 60 FPS, posmip ctrucHenoro Oinay cranoBuTh 0imm3bko 38 MB, a
OUTBIIICTh (QYHKIIIOHAIBHUX 1 IHTErpaIliiHUX TECTIB MPOUIUTH yCIimHo. [Ticns Kiapkox
JOOMpAIlOBaHb MPOOJIEMH 3 PECHNAaBHOM 1 IIBUAKUM IMEPEMUKAHHSIM PEXKUMIB OyiH
BUPIIIICHI.

Boanouac TecTtyBaHHS 3pyYHOCTI BUKOPHUCTAHHS BUSIBUJIO CIIAOKE MICIIEC MPOEKTY—
onboarding HOBMX TpaBliB. MexaHika MOJOPOXKEH y dYaci BUSBHIIACA LIKaBOIO, alie
JOCUTh CKJIAJHOIO I CHOPUMHATTSA 3 NEpIIuMX XBWIMH. JlOCBiAuY€H1 rpaBili IIBHJIKO
OpIEHTYBAJIKCS 1 OTPUMYBAJIM 3aJI0BOJICHHS BiJl TOJIOBOJIOMOK, TOJ1 SIK HOBAUYKH 4acTO
BUTpAYaIM JOJAaTKOBUM dYac, 100 3pO3yMITHU NPUYUHHO-HACTIAKOBI 3B A3KH MIXK
NepeMUKaHHAM PEXHUMIB 1 TenenopTaiiiero. lle misikom odikyBaHa CUTYyallisi JJis irop 3
HECTaHAapTHOI0 MEXaHIKOI0, ajle BOHA YiTKO BKa3y€ Ha HANIPSIMOK IMOIAJIBIIIOT pOOOTH.

3aranom «CronoWortex» BHanocs CTBOPUTH TPy, KA HE MPOCTO JIEMOHCTPYE
TEXHIYHY peai3aiiifo, a ¥ TpONoHye BIacHU irpoBuit mouepk. [loexHanHs
JUHAMIYHOTO MIAT(OPMIHTY 3 HEJIHIMHUM JIOTTYHUM MUCJIEHHSIM POOUTH il MOMITHOIO
Ha (QoHi OaraThox TUMOBUX 2D-mnardopmepis.

[IpakTryHa IIHHICTH POOOTH MOJISITA€ B KIIBKOX aCIEKTaxX:

1. OTpuMaHuii MPOTOTHI MOXKE CIYTYBaTH CHJIBHHM €JIEMEHTOM MOPTQOII0 MpH
IpaleBIalITyBaHH] B IrPOBY 1HAYCTPit0 a00 y4acTi B iHAI-PeCTUBATIAX.

2. JlerampHO omucaHa apxXiTEKTypa Ta MPUHAHATI PIICHHS MOXYTh OyTH KOPUCHUMU
JUISL 1HIIMX CTYAEHTIB 1 MOYATKIBIB, $KI IJIAHYIOTh CTBOPIOBATH IrpH 31
CKJIQJIHUMU MEeXaHIKaMHU.

3. IIpoexT moka3zaB, 110 HaBITh Y paMKax AUILUIOMHOI pOOOTH pealibHO pealizyBaTh
OpUTIHAJIBHY ITPOBY 1JI€10, @ HE TIPOCTO «IIE OJUH IIaThOpPMEp.
3Bu4aitHO, poboTa He mo30aBieHa HenoMikiB. [HTepdeiic 1 BizyanbHmii himodek e

noTpelyroTh JloompaltoBanHs, onboarding HOBHX TpaBI[iB MOXKHa 3pOOUTH 3HAYHO

M’SIKILIAM, @ KUIBKICTh KOHTEHTY (pPiBHIB 1 TOJIOBOJIOMOK) MOKH IO HENOCTATHS IS
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NOBHOILIHHOT Tpu. OgHak (yHIAMEHT MPOEKTY — apXiTEKTypa, OCHOBHI MEXaHIKU Ta
TEXHIYHA CTa0UIBHICTh — 3aKJIAICHUA MIIHO 1 TO3BOJISE TIPOJAOBKYBATH PO3BHUTOK 0O€3
00ATBPHUX TIEPEPOOOK.

[TincymoBytoun, IUIUIOMHa poOOTa MiATBEpAWIA, IO TMOETHAHHS KIACHYHOTO
1aThOPMIHTY 3 TTMOOKOIO MEXaHIKOIO MOOPOXKEH y Yaci € MEPCIeKTUBHUM 1 TEXHIYHO
nikaBuM HanpsiMmoM. CtBopenuid npototun «CronoWortex» cTaB He JIMIlIe BUKOHAHHSIM
HaBUAJHHOTO 3aBJaHHS, a W MOBHOLIIHHUM HEBEIWKHUM iTPOBUM IMPOEKTOM, KU Mae
HOTEHIia JUIsl TOIaJIbIIOr0 PO3BUTKY

Po6ota nipoiinuia anpo0ariiro. 3a ii pesyabraramu 0yio omy0IiKOBaHO HACTYITHI
TE3U JIOIIOBIIEH:

1. JIamenko $.B. Peanizamiss koMOIHOBaHOT MEXaHIKM TOJOPOXKEW y dacl B
inTepaktuBHOMy 2D-mmardopmepi // VII Bceeykpainchbka HayKOBO-TEXHIYHA
KOH(EpEeHIIis «3acTocyBaHHs IPOrPaMHOTO 3a0e3neyeHHs B
1H(pOopMaLiiTHO-KOMYHIKalIHHUX TexHosorisix». 30ipHuk te3. K.: AVIKT, 2026
(moma”o 10 JpyKy).

2. JIamenko S1.B. Po3poOka Ta cynpoBia MporpaMHOro 3a0e3neyeHHsl Ha MPUKIIaIl
2D rtpu «ChronoVortex» // BceykpaiHcbka HayKOBO-TEXHIYHA KOH(DEpeHIis
«Texunonorii 1UPpPoBOro Po3BUTKY: MPOTPAMHI CHUCTEMH Ta JCLEHTPATI3aIlisg.

301ipHuk te3. K.: AVIKT, 2026. (mogaHo 10 apyKy)
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JOJATOK A. JEMOHCTPALIIMHI MATEPIAJIN

JEPKABHUI YHIBEPCUTET IH®@OPMALIIIHHO-KOMYHIKALIIAHUX
TEXHOJIOTTH

' [‘ HABYAJIBHO-HAYKOBHI IHCTUTYT IH®OPMAIIHHX
o

TEXHOJIOTTH

D H | HT KA®EJIPA TEXHOJIOT'Ti IH®POBOI'0 PO3BHTKY

InTepakTuBuuii 2D niaardopmep 3 e1eMeHTAMH roJ10BOJIOMKH
Ta mojpopoxkamu y yaci Ha Unity

BiukoHas cTyfeHT 4 Kypcy

rpynu TIP-42

JTsamenko Apocnas Bonoaumuposuy

KepiBuuk po6otn

Cr. puxnanau kadeapu THP /I3106a Bagum Bitaniiiopny

Kuie-2026

META, O5’€KT TA MPEJIMET JJOCJIJDKEHHS

Mera podoTH — MiABHILMTH iFPOBOTO JIOCBIAY 3d AOTOMOIO0 iHTepakTHBHOTO 2D nuardopMepa 3 elneMeHTaMH

FOMOBOJIOMKH Ta IMOOTOPOKAMH Y ‘-IiiCi‘

00’ exT pocaijkenns — npouec po3podkn 2D-ardopmepa 3 e1eMEHTaMH FOJIOBOIOMOK.

TpeaMeToMm J0C/iIKEHHA — METO/IH Ta 3aC00H INPOBMX MPOAYKTIR, a came 2D-1rop 3 HECTAHIAPTHHMH MEXaHIKaMH

ra Gasi irposoro pymiis Unity ta MmoBu nporpamysanns C#,
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AKTYaJIbHICTb Ta HOBU3HA

PuHOK 1HII-IrOp aKTHBHO PO3BHUBAETLCH, a
skicHi 2D puzzle-platformer neMoHCTPYIOTEH
BHCOKY KOMEpLiiHYy peHTa0eNbHICTE 3aBIAKH
OPMTIHATBHOCTI Ta HU3BKIiil BapTOCTI pO3po0KH.
Peanizanis cKIagHHX HETIHIHAX MEXaHIK
MaHITyIALIT YacOM 3aMHINAEThCA CEPHOZHHM
TEXHIYHHM BHKIHKOM, OCOOIHBO [1Is
CTY/IEHTChKHX Ta HEBEJIMKHX KOMAaH/I.

Taxki irpy MalOTh BUCOKHIT OCBITHIH TOTEHLIIAI,
PO3BHBAOYH [IPOCTOPOBE, CTPATEriuHe Ta
MPHYHHHO-HACIIIIKOBE MHCIICHHS.

Po3pobneno opuriHansHy KoMOiIHOBaHY MeEXaHikKy
MOJIOpOKEH Yy wHacl, MO MOETHYE TMEPEeMHKAHHA
HACOBHX pe}KHMiB Td TAPHY NPOCTOPOBO-4ACOBY
rejenoprauito. OpuriHalbHicTe NOJNArae came B
TOMY 10, Lle Teplla rpa B AKiii BUKOPHCTOBYETHCH
Bigpasy 1Bi yMOBHI uacoBi MexaHiku 387
YCKIIAJHEHHA I'I_TIHT(l)UpMHHFH Ta CTBOPCHHA
yCK_Jla,H,HeHMX FOJIOBOJIOMOK 3 @JIeMEHTAMH 4YaCOBHUX
HapaioKciB.

3AJIAUI KBAJTIOIKALIMHOI POBOTH

TpoanamizyBati cysacHmi cran xanpy 2D-mardopmepis Ta puzzle-platformers, a Takoik mopiBHsTH

HaHnommpeHiwi irposi pywii ais 2D-po3podiu.

ObrpynTysary Budip Texsonorivdoro crexy (Unity Ta C#) Ta apXiTeKTypHHX IiIXOMIIB 3 ypaxyBaHHAM

0co0IHBOCTEH MEXaHIKH qacy.

PeanisyBari KIOYOB] ITPOBI CHCTEMH: KEPYBaHHS TIEPCOHAKEM, CHCTEMY aHIMaIlil, MepeMHKaHHA YaCOBHX

PEKHMMIB Ta MapHa TEenopTanis,

CreopurH Habip B3aeMOIIOB' A3aHHX TOIOBOJIOMOK, M0DYI0BAHHX HABKOIO MEXaHIKH MoJopoKei v yaci.
ITposecTH KoMMIeKkcHe TecTyBaHHA (PyHKIIOHANBHE, IHTETpalliiiHe Ta 103a0LIITi) KTHYOBHX MEXaHIK TPH.



Pyuui /
Pepaxktop
Unity

Unreal Engine

Godot Engine

GameMaker

Construct

AHAJII3 AHAJIOI'IB

OcHoBHA DpleHTaun Miugnaia ! Lina MNepear (+)
MoBa
C# 20 1a 3D EEMOWTOBKE T8 POANTI BiAMIHHE KpOCINATHOPMEHICTE
(yHiBapcansHui) MICNA NOPOrY foxoay Benuimd Asset Store
MoTysm 2D-HCTRYMENTH
(Tilemap, 20 Physics, Cinemachina)
C+, Nepesawno 30 BexowTosHo Ta poRnTi Haneuwa AkicTs rpadig Ta edexnia
Bluaprints  (Paper2D gna 2D) nicnA nopory NoGpe gna ribpugsux 20030 npoekTia
GDSeript, 20 1a 3D (gigminimA  100% Geaxowroeso (MIT,  JlerdicTs | BACOKA NPOAYKTHEHICTE.
C#, C++ native 20} BiOEpUTHA Kog) 3py4Ha cMCTEMa Byania
|llBMake NpOTOTMRYBAHHA
GML + CnewansHo 20 BessolwTosHa BEPCIA Ta Wenaxka pespobka npoToTHNIB
Drag & NNETHA ONA KOMEpUIAHOrD  [HTYITHEHWA iHTepdeRc
Drop BKCNopTY OnTumiaayia AnA pixel-art
BisyansHi 2D Nignucea gNA NOBHOM He noTpeye NporpamysaHHA
Gnoku nocTyny LllBnake NPOTOTHNYBAHHA
(no-code)

Hegonikn (-)

BHLL CHCTEMH] BUMOTIH

20 peaniaopanni nosepx 30-pywisn

OGmexena nigrpumea Paper2D

BHCOKa KPUBA HABMAHHA

«Baniis gna npocTHx 2D-NpoekTis

MeHia exocHCTaMa aceTia | nnariHia

nopiexaxo 3 Unity

OGMeReH] MORNHBACTI ANA CKNANHWMX

mexaHix i 30

OGMERBHA THYIKICT INA CKNBOHW

MEXHHIK | BEMWKWX NPOEXTIA
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Halxpale NaKeinTe ANa

Kpocnnatdopmen irpn, MmobineHi
NPQEKTH, COPAAHI TA BaMWK IMGI

Biayansho Hacuueni nbpuani irpe,
AAA-piReHL rpaduikk

IHgi-20 nnatdopMepw, cono- Ta
Mani KOMaHGH, HAEYANLH NPOEKTH

LWawaki 2D-nnatdopmep, pixel-art
IrpM, NOYaTkKiBY Ta npodrecioHan

Movarkiedli, DCBITHI NPOEKTH,
LUBMAK NPOTATHNK, BEG-IrpU

BUMOI'U JO ITPOI'PAMHOI'O 3ABE3IIEYHEHHA

@OVYHKUIOHAJLHI BUMOTH:

Peanizaiis TouHoro 2D-ruiardjopmepHOTo KepyBaHHA
(Dir, cTpudKy, noARiiHuHA cTpudoK).

Pospo0ka opurinansHol cHCTeMH TOZOpoACH ¥ Jaci.
CTBOpEHHS CHCTEMH TOJOBOJIOMOK, 3aCHOBAHHX Ha
B3a€MOII1 KITBKOX 4aCOBHX CTAHIB.

Peanisauis cucremMu  300poB’s, MOIIKO[UKEHL  Ta
pecnaBHy.

MOKIHBICTE TIPOXOUKEHHS PIBHIBE 3 BHKOPHCTAHHAM

KkoMOiHALIT TIATHOPMIHTY Ta JIOMMHOTO MHCJIEHHSL.

o Lh e L

Hedyukuionansui BuMoru:

CrabiibHa NpOAYKTHBHICTE He Huxue 60 FPS Ha
cepenHbocTarucTHyHoMy TTK.

Posmip 6inny micns cTucHenHs — He Oinbine 50
MB.

I'myuka Ta macmraboBaHa apXiTeKTypa.

3pyuHe Ta IHTYITHBHE KCPYBaHHSA 1S TPABIIA.
Bucoxka crabineaicts poSoTh.

HEHAB A3THBHIA

MiniManicTHUHHIH, inTepdetic

xopuctyBaua (HUD).



Studio

MPOrPAMHI 3ACOBW PEANI3ALIII

IrpoBmii pymii 118 pospobki
2D/3D irop. 3abeaneuye
CTBOPEHHA CLEH, (Ji3uKH,
animatii Ta 36ipKH NPoeKTY.

[pogeciiine cepetoBuLe

pozpodku (IDE) ans nanucanns,

HAJIATO/KEHHA TA TECTYBaHHS
KOILY

Thiardopma juis KOHTpOILIO
Bepciit, 30epiranns Koay Ta
opranizamii cninetof poGoTH Han
TIPOEKTOM.

FiSKEL

Beb-pecype Lna Mikcenb-apTy
Ta CTBOPEHHS crpaiiris, Taiinis
Ta aHiManiii.

BeG-pecype aa renepauii
3BYKOBHX eheKTi, mo
NIO3BOJIAE IHBHIKO CTBOPIOBATH
PETPO=3BYKH LIS TPH.

Mopa nporpamyBaHHa fSKa €
OCHOBHHM 3acO00M po3podKH
B Unity. Bukopucrosyerses
JULA HAIMMCAHHSA ITPOBOT JIOTIKH,
B3a€MOIiT 06 €KTiR T2
CKPHITTIB.

HIATPAMA BAPIAHTIB BUKOPUCTAHHS

o

- _;[\_.\ e,

GameSysten™,

( Swach Leves

T letSysinm

65



AJITOPUTMU POBOTHU 3ACTOCYHKY
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EKPAHHI ®OPMU

(_Settings

Binobpaxenus (PlayerTeleportSystem). TonoBHe MeHIo. "
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EKPAHHI ®OPMU

Game Over

A 4

Menu || Restart |

Menv  Restart Back

MeHio cMepTi. Mento HanamrtyBanb (Esc). »

JlemoHCTpalis poOOTH 3aCTOCYHKY

[ Play

Levels

. (About Dev)

(_Settings )

Exit




AIIPOBALLA PE3VJIBTATIB

Jlsmenko $1.B. Peanizauis komOIHOBAaHOT MeXaHIKH H010pokeil y uaci B iHTepakTHBHOMY 2D-nnardopmepi /1 VII
BceeykpaiHcbkili HaykoBO-TexHiuHiH koHgepeHuii «3acTocypaHHs nporpamHoro 3abesneueHHs B iHdopMmaliiHO-

KOMYHIKALIHUX TexHomorisxy». 30ipuuk te3. K.: JAYVIKT, 2026, cr. 130-132.

Jlsmenko S.B. Pospobka ta cynposin mporpamporo 3abesmedenns na npukmaai 2D tpu «ChronoVortex» //
Beeykpaliebkili HaykoBo-TexHiuHil koH(epeHuii «TexHonorii uudpoBOro po3BHUTKY: TNPOrpaMHi CHCTEMH Ta

ndeueHTpanizauis». 36ipauk Tes. K.: JIYIKT, 2026, (moaaHo 1o Opyky).

BHUCHOBKH

1. TIlpoananizoBaHo cydacHuii ctany skaupy 2D-ruardopmepis ta puzzle-platformers, a Takox BUKOHAHO
MOPIBHANBHY XapaKTepHCTHKY irpOBHX PYLIiTB, 10 J03BONHIIO 00rpyHTOBaHO 0bOpaTi Unity Ta C# six
OCHOBHMIT TEXHOJIOITHHHIA CTEK.

2. OOrpyHTOBAHO THYHKY apXiTEKTYpY MPOEKTY, AKa ¢HeKTHBHO BUpiNTye npobiaeMun peanizaiii CKIaIHuX
HEJITHIHHHX MEXaHIK,

3. PeanizoBaHO KIIOYOBI IrpPOBI CHCTEMH: IHTEJIEKTYallbHe KEpPYBaHHA I[IEPCOHAMEM, [OKAIPOBY aHiMauiio,
CHCTeMY NEepPEeMHKAHHA YaCOBHX PE/KHMIB Ta MapHy IPOCTOPOBO-YACOBY TENENOPTALI0.

4. Creopeno Habip B3a€MOTOB A3aHHX TOTOBOTOMOK, TTOGYTOBAHHX HABKONO OPHTIHANEHOT KOMOGiHOBaHOL
MEXAHIKH NOJ0POKei y vaci.

5. IlpoBeneHo KOMIUIEKCHE TECTYBAHHS, BKIIKUYAOUH (yHKUIIOHABHE, iHTErpaLiiiHe Ta 103a0iiTi-TecTyBaHH:L.
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HOJATOK b. JIICTUHI' OCHOBHHUX MO/ YJIIB

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

public interface IModeSwitcher

{

void SwitchToMode(int modeIndex);

}

public class ModeActivator : MonoBehaviour, IModeSwitcher
{

[Header("Mode 1")]

[SerializeField] private List<GameObject> modeOneObjects
=new List<GameObject>();

[SerializeField] private Image modeOneUlI;

[Header("Mode 2")]

[SerializeField] private List<GameObject> modeTwoObjects
=new List<GameObject>();

[SerializeField] private Image modeTwoUIT;

[Header("UI Settings")]
[SerializeField] private float activeAlpha = 1f;
[SerializeField] private float inactiveAlpha = 0.3f;

private readonly Dictionary<int, ModeHandler>
modeHandlers = new();
private int currentMode = 1;

private void Awake()
{
modeHandlers[1] = new ModeHandler(modeOneObjects,
modeOneUl, activeAlpha, inactiveAlpha);
modeHandlers[2] = new ModeHandler(modeTwoObjects,
modeTwoUI, activeAlpha, inactiveAlpha);

SwitchToMode(1);
}

private void Update()
{
if (Input.GetKeyDown(KeyCode.Alphal))
SwitchToMode(1);
if (Input.GetKeyDown(KeyCode.Alpha2))
SwitchToMode(2);

}

public void SwitchToMode(int modelndex)

{
if (ImodeHandlers.ContainsKey(modelndex))

{

Debug.LogWarning($"Mode {modeIndex} not
found!");
return;

}

foreach (var handler in modeHandlers. Values)
{

handler.Deactivate();

}

modeHandlers[modelndex].Activate();
currentMode = modelndex;
H
}

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

public interface IModeHandler
{

void Activate();

void Deactivate();

}

public class ModeHandler : IModeHandler
{
private readonly List<GameObject> objects;
private readonly Image uiElement;
private readonly float activeAlpha;
private readonly float inactiveAlpha;

public ModeHandler(List<GameObject> objects, Image
uiElement, float activeAlpha, float inactiveAlpha)
{
this.objects = objects ?? new List<GameObject>();
this.uiElement = uiElement;
this.activeAlpha = activeAlpha;
this.inactiveAlpha = inactiveAlpha;

public void Activate()
{

foreach (var obj in objects)
{
if (obj != null)
obj.SetActive(true);
else
Debug.LogWarning("There is a null element in the
mode list!");

}

if (uiElement != null)



{

var ¢ = uiElement.color;
uiElement.color = new Color(c.r, c.g, c.b, activeAlpha);

}
}

public void Deactivate()

{

foreach (var obj in objects)
{
if (obj != null)
obj.SetActive(false);

if (uiElement != null)
{
var ¢ = uiElement.color;
uiElement.color = new Color(c.r, c.g, c.b,
inactiveAlpha);
}
}
}

using System.Collections.Generic;
using UnityEngine;

#f UNITY_EDITOR

using UnityEditor;

#endif

public class PlayerTeleportSystem : MonoBehaviour
{
[System.Serializable]
public class TeleportPoint
{
public Transform point;
[HideInInspector] public int count;

}

[Header("Main Objects")]

[SerializeField] private Transform player;

[SerializeField] private List<TeleportPoint> teleportPoints =
new();

[SerializeField] private float teleportY Offset = 1f;

Header("UI Elements")]

SerializeField] private GameObject uiObjectl;
SerializeField] private GameObject uiObject2;
SerializeField] private GameObject uiObject3;

— — ——

public enum AccessMode { None, Only1, Only2, Only3, All

private AccessMode currentAccess = AccessMode.None;

private void Start()

{
AssignCounts();
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UpdateUI(AccessMode.None);
H

private void Update()
{

if (currentAccess == AccessMode.None || player == null)
return;

if (Input.GetKeyDown(KeyCode.Alphal) &&
(currentAccess == AccessMode.All || currentAccess ==
AccessMode.Only1))

{
TeleportToLinkedPoint();

UpdateUI(AccessMode.Only1);
b

if (Input.GetKeyDown(KeyCode.Alpha2) &&
(currentAccess == AccessMode.All || currentAccess ==
AccessMode.Only2))

{
TeleportToLinkedPoint();

UpdateUI(AccessMode.Only2);
}

if (Input.GetKeyDown(KeyCode.Alpha3) &&
(currentAccess == AccessMode.All || currentAccess ==
AccessMode.Only3))

{
TeleportToLinkedPoint();

UpdateUI(AccessMode.Only3);

}
}

private void AssignCounts()

{

for (int i = 0; i < teleportPoints.Count; i++)

{

teleportPoints[i].count = i;
}
H

private void TeleportToLinkedPoint()
{

if (teleportPoints.Count < 2) return;

TeleportPoint nearest = GetNearestPoint();
if (nearest == null) return;

int targetIndex = (nearest.count % 2 == 0) ? nearest.count
+ 1 : nearest.count - 1;

if (targetIndex < 0 || targetIndex >= teleportPoints.Count)
return;

TeleportPoint target = teleportPoints[targetIndex];



if (target != null && target.point != null)
{

player.position = target.point.position + Vector3.up *

teleportY Offset;

}
}

private TeleportPoint GetNearestPoint()
{

TeleportPoint nearest = null;

float minDist = float.Max Value;

foreach (var tp in teleportPoints)

{

if (tp.point == null) continue;

float dist = Vector3.Distance(player.position,
tp.point.position);

if (dist < minDist)
{
minDist = dist;
nearest = tp;
}
}

return nearest;

}

public void SetAccess(AccessMode mode)
{
currentAccess = mode;
UpdateUI(mode);
}

public void ResetAccess()

{
currentAccess = AccessMode.None;
UpdateUI(AccessMode.None);

}

private void UpdateUI(AccessMode mode)
{
if (uiObjectl !=null) uiObjectl.SetActive(mode ==
AccessMode.Only1 || mode == AccessMode.All);
if (uiObject2 != null) uiObject2.SetActive(mode ==
AccessMode.Only2 || mode == AccessMode.All);
if (uiObject3 != null) uiObject3.SetActive(mode ==
AccessMode.Only3 || mode == AccessMode.All);

if (mode == AccessMode.None)
{
if (uiObjectl !=null) uiObjectl.SetActive(false);
if (uiObject2 !=null) uiObject2.SetActive(false);
if (uiObject3 != null) uiObject3.SetActive(false);
b
}
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#if UNITY EDITOR
private void OnDrawGizmos()
{
if (teleportPoints == null || teleportPoints.Count == 0)
return;

for (int i = 0; i < teleportPoints.Count; i += 2)

{
if (i + 1 >= teleportPoints.Count) break;

var a = teleportPoints[i].point;
var b = teleportPoints[i + 1].point;

if (a = null && b != null)
{
Gizmos.color = Color.cyan;
Gizmos.DrawLine(a.position, b.position);
Gizmos.DrawSphere(a.position, 0.15f);
Gizmos.DrawSphere(b.position, 0.15f);
Handles.Label((a.position + b.position) / 2 +
Vector3.up * 0.3f, $"Pair {i/2 + 1}");
}
}
}
#endif
}
using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class PlayerController : MonoBehaviour
{
[Header("Movement Settings")]
[SerializeField] private float moveSpeed = 5f;

[Header("Health Settings")]
[SerializeField] private int startLives = 3;
[SerializeField] private Text livesText;

Header("Ground Check")]

SerializeField] private LayerMask groundLayer;
SerializeField] private Transform groundCheck;
SerializeField] private float groundCheckRadius = 0.15f;

— — — =

[Header("Jump Settings")]
[SerializeField] private float jumpForce = 7f;

[Header("Respawn Settings")]
[SerializeField] private float respawnHeight = 0.5f;
[SerializeField] private float searchDistance = 5f;

private Rigidbody2D rb;

private [PlayerMovement movement;
private IGroundChecker _groundChecker;
private [HealthService _health;



private IPlayerAnimation _animation;
private [PlayerJump jumpService;
private PlayerStateMachine _stateMachine;

private Vector3 _lastGroundPosition;
private bool _wasGroundedLastFrame;

private void Awake()

{
_1b = GetComponent<Rigidbody2D>();

_movement = new PlayerMovement(_rb, moveSpeed);
_groundChecker = new GroundChecker(groundCheck,

groundCheckRadius, groundLayer);
_health = new HealthService(startLives);
_jumpService = new PlayerJumpService();

_animation = GetComponent<IPlayerAnimation>();
if (_animation == null)
_animation =
gameObject. AddComponent<PlayerAnimation>();

_stateMachine = new PlayerStateMachine();

_lastGroundPosition = transform.position;

}

private void Start()
{
UpdateLivesUI();
_stateMachine.ChangeState(new
PlayerldleState(_animation));
}

private void Update()
{

float horizontallnput = Input.GetAxis("Horizontal");

_movement.UpdateMovement(horizontallnput,
Time.deltaTime);
_groundChecker.UpdateGroundState();

if (_groundChecker.IsGrounded &&
! wasGroundedLastFrame)

{
_jumpService.ResetJumpCount();
_lastGroundPosition = transform.position;

}

_wasGroundedLastFrame = _groundChecker.IsGrounded;

HandleState(horizontallnput);

if (Input.GetKeyDown(KeyCode.Space) &&
_jumpService.CanJump())
{

Jump(horizontallnput);

}

_animation.UpdateWalk Animation(horizontallnput,
_groundChecker.IsGrounded);

}

private void HandleState(float horizontalInput)

{
if (!_groundChecker.IsGrounded)

{

74

if (_stateMachine.GetCurrentState() is PlayerJumpState

jumpState)
jumpState.SetHorizontallnput(horizontallnput);
else
_stateMachine.ChangeState(new
PlayerJumpState(_animation, horizontallnput));
H
else if (Mathf.Abs(horizontallnput) > 0.01f)
{
_stateMachine.ChangeState(new
PlayerWalkState(_animation, horizontallnput, true));
H
else
{
_stateMachine.ChangeState(new
PlayerldleState(_animation));

}

_stateMachine.Update();
}

private void Jump(float horizontallnput)

{

_rb.linearVelocity = new Vector2(_rb.linearVelocity.x, 0f);

_rb.AddForce(Vector2.up * jumpForce,
ForceMode2D.Impulse);

_jumpService.Jump();
_stateMachine.ChangeState(new
PlayerJumpState(_animation, horizontallnput));

}

public void TakeDamage(int amount)

{

_health.TakeDamage(amount);
UpdateLivesUI();

if (_health.CurrentLives > 0)

{
TeleportToSafePosition();

}
}

private void TeleportToSafePosition()

{



}

Vector3 safePosition = FindSafeGroundPosition();
transform.position = safePosition;
_rb.linearVelocity = Vector2.zero;

private Vector3 FindSafeGroundPosition()

{

Vector3 candidate = _lastGroundPosition + Vector3.up *

respawnHeight;

if (IsPositionSafe(candidate))
return candidate;

for (float dist = 0.8f; dist <= searchDistance; dist += 0.8f)

{

Vector3 rightPos = _lastGroundPosition + new

Vector3(dist, respawnHeight, 0);

if (IsPositionSafe(rightPos))
return rightPos;

Vector3 leftPos = lastGroundPosition + new

Vector3(-dist, respawnHeight, 0);

if (IsPositionSafe(leftPos))
return leftPos;

return _lastGroundPosition + new Vector3(0,

respawnHeight + 31, 0);

}

private bool IsPositionSafe(Vector3 position)

{

Collider2D hit = Physics2D.OverlapCircle(position,

0.350);

}

if (hit == null)
return true;

return hit.GetComponent<FixPlatform>() == null;

private void UpdateLivesUI()

{

if (livesText != null)
livesText.text = health.CurrentLives.ToString();

private void OnDrawGizmosSelected()

{

if (groundCheck == null) return;

Gizmos.color = Color.green;
Gizmos.DrawWireSphere(groundCheck.position,

groundCheckRadius);

}

}

using UnityEngine;
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public class PlayerAnimation : MonoBehaviour,
IPlayerAnimation

{

[SerializeField] private Sprite[] walkSprites = new Sprite[4];
[SerializeField] private Sprite jumpSprite;

[SerializeField] private float walkFrameRate = 10f;
[SerializeField] private float idleFrameRate = 5f;
[SerializeField] private float idleDelay = 3f;

private SpriteRenderer _spriteRenderer;

private float _timer;
private int _currentFrame;
private float _idleTimer;

private bool _isWalking;
private bool _lastFlipX = false;

private void Awake()

{

_spriteRenderer = GetComponent<SpriteRenderer>();
if (_spriteRenderer == null)
_spriteRenderer =

gameObject. AddComponent<SpriteRenderer>();

if (walkSprites == null || walkSprites.Length < 4)
walkSprites = new Sprite[4];

public void UpdateWalk Animation(float horizontallnput,

bool isGrounded)

{

if (_spriteRenderer == null) return;

if (Mathf.Abs(horizontallnput) > 0.01f)

{
_lastFlipX = horizontallnput > 0.01f;

}

_spriteRenderer.flipX = _lastFlipX;

bool shouldWalk = isGrounded &&

Mathf. Abs(horizontallnput) > 0.01f;

if (shouldWalk)

{
_isWalking = true;
_idleTimer = Of;

_timer += Time.deltaTime;

if (_timer >= 1f/ walkFrameRate)

{
_timer -= 1f/ walkFrameRate;
_currentFrame = (_currentFrame + 1) %

walkSprites.Length;



_spriteRenderer.sprite = walkSprites[ currentFrame];

}

else

{
if (_isWalking)
{
_isWalking = false;
_timer = 0f;
_currentFrame = 0;

}

_idleTimer += Time.deltaTime;

if (_idleTimer >= idleDelay)
{
PlayldleAnimation();

}

else

{
if (walkSprites.Length > 0)
_spriteRenderer.sprite = walkSprites[0];

private void Playldle Animation()

{

_timer += Time.deltaTime;
if (_timer >= 1f/ idleFrameRate)

{
_timer -= 1f/ idleFrameRate;
_currentFrame = (_currentFrame + 1) %
walkSprites.Length;
H

_spriteRenderer.sprite = walkSprites[ currentFrame];
_spriteRenderer.flipX = lastFlipX;

}

public void PlayJump()
{

if (_spriteRenderer == null || jumpSprite == null) return;

_spriteRenderer.sprite = jumpSprite;
_spriteRenderer.flipX = _lastFlipX;
_isWalking = false;
_idleTimer = 0f;
}
}

using UnityEngine;

public class PlayerStateMachine

{

private IPlayerState _currentState;

public void ChangeState(IPlayerState newState)
{
if (_currentState !=null)
_currentState.Exit();

_currentState = newState;
_currentState.Enter();

¥

public void Update()
{

_currentState?.Update();

}

public IPlayerState GetCurrentState()
{

return _currentState;

}

public bool IsInState<T>() where T : [PlayerState
{

return _currentState is T;
¥
b
public interface IHealthService
{
int CurrentLives { get; }
void TakeDamage(int amount);
void ResetLives(int amount);

}

public interface IPlayerJump
{

bool CanJump();

void Jump();

void ResetJumpCount();

}

public interface IPlayerMovement
{

void UpdateMovement(float horizontallnput, float
deltaTime);

}

public interface [PlayerState
{

void Enter();

void Update();

void Exit();

}
using UnityEngine;

public class GroundChecker : IGroundChecker
{
private readonly Transform _groundCheck;
private readonly float _radius;
private readonly LayerMask groundLayer;
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public bool IsGrounded { get; private set; }

public GroundChecker(Transform groundCheck, float radius,
LayerMask groundLayer)
{
_groundCheck = groundCheck;
_radius = radius;
_groundLayer = groundLayer;
IsGrounded = false;

public void UpdateGroundState()

{
IsGrounded =

Physics2D.OverlapCircle(_groundCheck.position, _radius,
_groundLayer);

}
}

public class HealthService : IHealthService

{

public int CurrentLives { get; private set; }

public HealthService(int startLives)

{

CurrentLives = startLives;

}

public void TakeDamage(int amount)

{

CurrentLives -= amount;
if (CurrentLives < 0) CurrentLives = 0;

}

public void ResetLives(int amount)
{
CurrentLives = amount;
}
}
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TC-01

TC-02

TC-03

TC-10

TC-11

TC-12

TC-13

JIOJATOK B. JEMOHCTPALISI TABJIULII

Test case 3 KpUTUYHUMH 00’ €EKTAMU

ID

I'pyna
TECTYBaHHS

KepyBanns
MIEPCOHAKEM

KepyBanns
[IEPCOHAKEM

KepyBanns
MIEPCOHAKEM

MexaHika gacy

Mexanika gacy

Tenenopramis

Tenenoprarist

Ormuc
TecT-Kehcy

[epexim mix
cranami Idle,
Walk, Jump

Bukonanus
MMOABIMHOIO
cTpubxa

@rint cripaiiTy
i1 9ac pyxy
BJIIBO/BIIPaBO

[TepemukanHus
MIX TBOMa
YaCOBHMH
peXUMaMu

Peaxmist
00’€eKTiB Ha
MOJIIF0 3MIHHA
PEKUMY
(UnityEvent)

Tenenopraris
MiX TaPHUMH
TOYKaMH

Cnpoba
TenenopTaii B
HEOCTYITHOMY
pexxuMi

Bxinni mani

Harucuenns
KJIABINI PyXy Ta
Space

Crpubok y
MOBITP1

Pyxy
HpOTPIJ'Ie)KHI/IX
HaHpHMKaX

Harucnenns
Kiasim 1 ta 2

IlepemukanHus
PEKIMY

Harucuenns E
017151 aKTUBHOT
TOYKHU
TeNenopTanii

Harucuenns E
TIPH 3aKPUTOMY
JOCTYTI

OuixkyBaHMiA DakTUUHUN

pe3yabTart pe3ynbTar

Iepconax Binmoginae
IJIABHO 3MIiHIOE

aHIMaIliio Ta

MTOBEIIHKY

BIJIITOBIIHO 10

CTaHy

Hpyruit Binnosinae
CTpHUOOK

BUKOHYETHCS,

micIs

MPU3EMIICHHS

JIYUIBEHUAK

CKHJA€ThCA

Cropaiit Binnosinae
KOPEKTHO
MTOBEPTAETHCS

0e3 MUTOTIHHA

MurtreBa 3mina  Bignosigae
CTaHy piBHS

(mmardopmu,

puvar,

TTaCTKH)

Vei mianucani  Bigmosigae
00’ €xTH
pearyioTh Ha

3MiHY PEKUMY

Iepconax Binmosinae
MUTTEBO

TIepEeMILYETHCS

JI0 TIapH 3

ypaxyBaHHIM

teleportY Offset

Tenenopramisi  Bignosimae

OMOKy€eThCS
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Taomung B.1

Craryc

Passed

Passed

Passed

Passed

Passed

Passed

Passed



TC-14

TC-20

TC-22

TC-25

TC-26

TC-27

KombGinosana
MeXaHiKa Jacy

T'onoBosoMKH

PecnaBn

Usability
testing

Usability
testing

Usability
testing

IloBHUIM ITUKIT:
aKTHUBYBAaTH
BaXK1JIb,
3MIHUTH
peXUM,
TEJNETOPTYBaTH
Csl, aKTUBYBaTH
IHIIWH BaXK1JIb

30ip 5
KpHCTAJIIB 1
aKTHBALIis
¢iHagpHOTO
00’exTa

Pecnash micis
cMepTi 3
ypaxyBaHHSIM
ITOTOYHOTO
4acOBOT'O
PEXUMY

3po3yMilTicTh
MEXaHIKH
MepEeMUKAHHS
PSKUMIB 151
HOBOT'O I'PaBIIs

3py4HicTh
KOMOIHOBaHUX

Ii#t (cTpuboK Ta

HepeMHUKaHHS
pexuMy Ta
TeJICTIOpTaLlis)

IBuaxicTe

IMocnigoBue

BUKOHAHHS Iiil

36ip ycix
KpHCTaIliB

CmepTh
nepcoHaxa

[epri 2
XBHJIMHHU TPU
0€e3 IMiIKa30K

Bukxonanus
CKJIQJIHOT
ITOCJIIIOBHOCTI
i

CmepTh

pecCriaBHy IiciIs epcoHaka

cMepTi

Bei aii
BHUKOHYIOTBCS
KOPEKTHO,
piBeHB
3MIHIOETHCS
BIJIIIOBITHO

[icns 5-ro
KpucTaia
AKTHBYETHCS
¢biHanbHUI
00’€eKT

(mBepi/mnardop

Ma)

I'paBens

3’ SIBIIIETHCS HA
Oe3meuHii
MO3MIIil, CTaH
piBHS
30epiraeThcs

I'paBens
pO3yMi€ BILIHB
3MIHH PEKUMY
Ha piBeHb

KepyBanns He
BUKIJIMKAE
CHIIBHOTO
nmuckoMdopTy

Yac Big cMepTi

IO BIJTHOBJIEHHS

IpH HE
nepesuiye 1,5
CEKYHH

Binnosinae

Binmnosigae

Bigmosigae

YacTkoBO

Passed

Binmosinae

Passed

Passed

Passed

Passed

Passed

Passed
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