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Pegepar

TekcToBa yacTuHa OakanaBpchkoi podotu 83 c., 34 puc., 1 Tabin., 26 mKepern.

I'PA UNITY, 2D PO3POBKA, XXAHP ITJIAT®OPMEP, PVIIII, PEAJII3ALIA
['PU 3A IOITOMOI'OIO MOBMU C#, VISUAL STUDIO.

06 ’exm OdocniodcenHs — peainizallis rpu y sxanpi [Lmardopmep.

Ilpeomem Oocniodxcenns — Tpa miaTopmep 3a jgonomororo pyirs Unity Ha MoBi
nporpamyBaHHs C#.

Mema pobomu — anaini3 3aco0iB po3poOKH irop, o6 Hajam po3poOUTH TPy Y
xaHnpi [lmardpopmep. CTBOpEeHHS rpy 3 OCHOBHUMHU MEXaHIKaMU >KaHPY MO3HAHOMUTH
MOTEHIIHUX TPaBIIIB 3 TAKUM I1IKaBUM >kaHpoM. OTpUMaHHS IIIHHOTO JIOCBIJTy B PI3HUX
00JacTsAX, Ta OBOJIOJIITH HABUYKaMU pOOOTH 3 PyIIiEM, 100 Hajal Hadarato IIBHLIE
MPAITIOBATH 3 1HIIIMMH IMPOCKTAMH.

3 MOCTaBJIEHOO METOIO B TPOEKTI BUPIIIMIA HACTYITHI TUTAHHS:

e Amnari3 3aco0iB po3poOKH irop;
e Amaui3 ayauTopii,
e BzsBiu 10 yBaru Bci aHajizu, po3poouiu rpy y xkanpi [lnardgopmep.

Jlana rpa mactb 3MOry rpaBlieBi BiguayTu xaHp Ilnardopmep, 6e3 mpuxiananHs
BEJIUKUX 3yCUJIb PO310paTUCh 13 MEXaHIKaMU KaHPy Ta BHUKHYTH y CIOXKET.

B po6oTi BukoHaHo aHamii3 icHyrouux irop y xaspi [lnardopmep

[TpoananizoBaHO MOXIIMBICTE cepenoBHia po3podku Visual Studio

L'anyss euxopucmanus — 3aBISKH aHANi3y, pO3pOOJICHAa Tpa OXOMUTH IIUPOKY

ayJIUTOPIIO, SIKI XOUYTh MO3HAHOMUTHUCH 13 KAHPOM.
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BCTVII

30BCIM HEIAaBHO 1HIYCTPisl KOMI'FOTEPHUX ITOp CTajla OJIHIEIO 3 TPOBIIHUX Y CBITI
no3utiii. Ille mae mpocTe MOsSCHEHHS — CTPIMKE 3POCTaHHS TEXHOJNOTIH 3 KiHIs 20
CTOJITTS, @ TAKOXK MOSIBA IHTEPHETY. 3aBAAKH 111 MPUUMHI KOMIT'IOTEpHA I'pa cTana OLIbII
JOCTYIHOIO Ta MOMYJISIPHOIO, HXK 1HIII BUAU po3Bar. B mganuii yac po3poOka HOBUX
KOMILJIEKTYIOUUX JJI1 KOMITHOTEPIB TICHO MOB'SI3aHA 3 ITPOBOIO 1HJIYCTPIE€I0, OCKUIBKU
SKICTh Ta BUMOTHY 3pOCTaI0Th, 110 AA€ MOKJIMBICTh PO3BUBATH KOMII'FOTEPHI TEXHOJIOTI].

Takoxx BapTO BpaxoByBaTH, II0 KOMI'IOTEPHI ITPU € HE JIMILIE OJHIEIO 3 BU[IB
po3Bar cydacHux dmojed. Hampukman, y 0araTboX CyyacHUX I1HTEpHET-pecypcax
BUKOPHCTOBYIOTHCS KOMII'IOTEPHI MpPOTrpamMu Jjsi HMIATOTOBKH, CTBOPIOIOTHCS CUCTEMH
JUISl CHHXPOHI3a1lli, Kl BAKOPUCTOBYIOTBCS JIJISl MIATOTOBKY (paxiBIIB PI3HUX Mpodecii
Ta HanpsMKiB. Ha >xanp, y kpainax 3axigHoi €Bpomu pPO3BUTOK ITPOBOTO PUHKY HE
JIOCSITa€ MI>KHAPOITHOTO PIBHS PO3BUTKY.

[lepmmii 3aranbHUN PO3BUTOK KOMI'FOTEPHOI KYJIBTYpPHU IO HAC MPUHIIOB Mi3HO, 1
JUIS. PO3BUTKY i1 He OyJI0 HaJeKHUX CIICIIaJICTIB Ta HaBUYOK. TakUM YHMHOM, TeMa
po3po0OKHU Tpu Iyxe akTyanbHa B kpaiHax CHJI, Bumarae po3BUTKY Ta MOSIBU HOBHX
(daxiBLIB Ta KOMIaHIA-PO3POOHUKIB, OO BOHU 3MOTJIM KOHKYPYBATH 13 3aKOPJOHHUM

PO3POOHUKOM Ta BUWTH HA CBITOBY PUHKOBY HIIIIY.
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JOCJIIIKEHHSI KJIACUDIKALIN TA AHAJII3 ICHYIOUNX

PO3POBOK KOMII'IOTEPHHUX IT'OP

1.1 Anani3 Ta 3arajgbHa XapakKTepUCTUKa KOMIT FOTEPHUX 1TOp

Komm'toTrepHa rpa € mporpamoro, sika CIyKUTh JJIs OpraHizailii mporecy B3aeMoiii
3 mapTHEpaMu B Ipi a00 cama BHUcTymae naptHepoM. I1ig yac rpu cnenianbHi nporpamu
CTBOPIOIOTH IMITallll MPAMOro 3B'A3Ky Y BIPTyaJlbHOMY HIPOCTOPI MIDXK ITPOBUM
nepcoHakeM Ta rpaBieM (ab0o TpyHow TpaBiliB) 3a TEBHUMH aJlTOPHUTMaMH.
Crnocrepiraroun 3a irpoBOI0 CHUTYAIll€l0 HAa MOHITOpi, I'paBellb Ha HEi BIUIMBAE 3a
JIOTIOMOT'OI0 KJIaBIII, «MHUII1» Ta JHKONUCTHUKIB, TOMIO.

Komn'torepHa rpa 4acTo CTBOPIOETHCS HAa OCHOBI IHIIMX CTOPOHHIX JIXKEped,
HaIMpUKIaa, KHUT Ta (QUIbMIB, aJIe OCTAHHIM YacOM 3'SIBJISIIOTHCS TIPUKIIAIA 3BOPOTHOTO
3B'SI3Ky, KOJIM B OCHOBI BIJOMHX Irop abo IrpoBHUX cepidi MOYMHAIOTH TMOSBISTUCH
J0JIaTKOB1 MaTepialiv Jisl PO3LIMPEHHS BCECBITY 1rop.

Kpim Toro, crnermianbHi iIrpd MOKHa BUKOPUCTOBYBATH SIK HAaBYAIBHUI Martepial
a00 JT03BOJISIIOTH BUKOPUCTATH IPaBIlsl Y HAYKOBHUX JTOCTIKEHHSIX. J{esKi monyispHi irpu
MPOBOJATH 3MaraHHs Pi3HOro0 MacmTaly BiJl PErlOHAIBHOIO JI0 CBITOBOIO, 110 MAalOTh
OKpeMe 1M'st «Ki0epcropT.

Tomy paesiki €eBponeichbKi HaBYaJIbHI 3aKJIa iy MOYaId 3aCTOCOBYBATH BiJIOMI 1rpu
JUTs HaBuaHHs. Hanpukian cuMynsTopy TpeHyBaHHS COJIATIB JUISI apMii.

B3sBmm 11e 10 yBarm, MOHa JIETKO CKa3aTH, 10 HAa ChOTOJHINIHIN IEHb, ITPH
JIOCUTBH MOIYJISIPHI Ta SBJIAIOTHCS aKTyaJbHUMU y PI3HUX c(pepax KUTTS

[Mlo mo xmacudikamii, To ii Hemae mocuxmip. B ocHOBHOMY Ha MOiN KaHPIB
BIUTUBAIOTH i1, sIK1 B1I0YyBalOTHCS B TPI.

BupineMo oCHOBHI aHpH irop.



11

Tabmuus 1 - XKanpu irop

e Action-RPG e MMOFPS e RTS
e Roguelike e Survival e MOBA
e Open RPG e Open Action e Global Strategy
e RPG e Action e Strategy
e MUD e Slasher e Sim Strategy
MMORPG e Battle Racing
o Puzzle e Platformer e Economical
e Quest e Stealth- e Tower Defense
e Browse RPG Action e \Wargame
e Adventure Fighting e Cardgame
e Racing
e Education e Arcade e Logic
o Test e Horror e Tactic
e Contact e Shooter e MicroControl
e Hero e Sport e Building
e Toure e Simulator e Life Sim
1.1 HaByanus 2.1 30upanns 3.1 Typbora
1.2 3araaku 2.2 YXuneHHs 3.2 CtBOpeHHS
1.3 CninkyBaHHs 2.3 Humenns 3.3 Kontpoib
1.4 Ponn 2.4 3maranus 3.4 TakTuka
1.5 BuBueHHs 2.5 BoainHs 3.5 [InanyBanHs

Bci irpu po3zaineHi Ha OIMHOYHI Ta MyJbTUILICEP. MyJIBTUILICEPU B CBOIO YEpry

MOAUISIFOTECS HA:

e MynbTHUILICEP AJISE OTHOTO KOMIT'IOTEPA;

e MpynbTimuieepHi odnaiid irpu;

e Macosa onaiiH rpa.
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Came uyepe3 1eil kimacudikaTop BCTAHOBICHO PEXUMH, SIKI MPHUCYTHI B ITPH.
OnuHoyHa rpa — e BUJ T'pU, Y SIKOMY Oepe y4yacTh OJHA JIIOJWHA. 3a3BUYail TpaBellb
3aXUIIAETHCS IITYYHUM IHTEJIEKTOM, 1 HOTO 3aBJaHHS — MPOWTHU JO KIHLSA 1TPOBOTO
MpoIleCcy, HAKONMWYUTH pecypcu abo MpoKadyBaTH HABUYKWA. 3a3BUYail 3aBIaHHS
KOMOIHYIOTBCSI.

[HIIM# BUA irOp — MyJbTHILICEpHA Tpa. Lleit pexum rpu niaxoauTh A TP OLIbII
HIXK OJHIET JTIOAWMHU. Y ACIKHUX irpaX KOMOIHY€ThCS OJAMHOYHUN Ta MYJIbTHUILUICEPHUUN
PEKUMU.

Irpy TakoX NOAUISIIOTBCS Ha TEKCTOBY( J€ OCHOBHI Jii BiJIOyBalOThCA 3a
JIOTIOMOT'010 TeKCTY), y 2D (aBoBumMipHa rpadika) ta 3D (TpuBumipHa rpadika)

Jlyist mepiioi po3poOKHU, BpaxOBYHOUHM aKTYyaJbHICTh >KaHPIB, OyJo 0OpaHO Trpy
[TnaTdopmep. Irpu maHoro xaHpy MarOTh 3p03yMUITY 1 IPOCTY MEXAHIKY, 110 SIBISETHCS
BEJIUKHUM ILUTIOCOM JUIsSl pO3pOOHMKA-MIOYaTKIBIY, Tak sk Ha 3D morpibHa xomaHma Ta

OibIIIE Yacy.

1.2 XapakTepucTtuka KOMI IOTEPHHUX IrOp Ta 1X aHai3

InaTdopmep — >xaHp rpu, JIe TOJOBHUN MEPCOHAXK MTPOXOJAUTH PIBEHb IPUTAIOYN
no miatdopmax, HoMy B IIbOMY 3aBa)KalOTh BOPOTH Ta MACTKHU. Y MPOJOBXK I'pU Tepoi
KOJIEKLIOHY€E TPEeIMETH, HEOOXIAH1 JUIsl 3aBEpIICHHS piBHIB. TpaguiiHO MEPCOHAXK Y
MEepIMUX JBOBUMIPHHX TuIaTGopMmepax MIT pyXaTHCh JiMIE 3iiBa Hampaso. [Ipote y
CYYacHI! rpi TOJIOBHUN MEPCOHAK MOXKE PyXaTUCS Y OY/Ib-IKOMY HaIPSIMKY.

[Ti yac MpOXOMKEHHS TPH, TITHSATI MPEAMETH MOXKYTh JIaBaTh OOHYCH, HATIPUKITIA]T
J0JTaTKOBE 37I0POB’ s, JOJATKOBUI 3aXHUCT NMEPCOHAXA, 30p0si, TOLIO.

[Ilo 10 BOpOriB, BOHM MOXYTh MaTH OyIb-sKHIl OOJIK, SIK BUIYMAHUX CTBOPIHb,
TaK 1 peaJbHUX. BOHU HalIJIEH] IITYYHUM IHTEJIEKTOM, 3aBJSIKH YOMY BOHH HAMararoThCs
MaKCUMaJIbHO HAOJIMU3UTHUCS J10 MEPCOHAXkA 1 HAIIKOAUTH oMY, a00 HE MalOTh IHTENIEKTY
30BciM. IX mepecyBaHHs 3a3BMuaii 3a7a€Thcs 1O TEBHiM TpaekTopii. SKIo 6IM3bKO
HAOJIM3UTUCH IO BOPOTa, TO BiH MOYHE aTaKyBaTU. BiydnBIIM B rOJIOBHOTO MEPCOHAXKA,

Oyle 3MEHUIYBaTUCh 3J0pPOB’S MICJsSI YOro IpaBelb MOXKE MOMEpPTU. [HKOJIM BOpOrH
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MOJKYTh, BUIaBaTH 3BYyKH, TIKaT a00 3MIHIOBATH 30BHIIIHICTE. HOBI irpu bOTO XKaHpy
3a3BUYail MalOTh MEXaHIKy 0010 30p0o€r0 OIMKHBOTO Ta TaTLHBEOTO OOTO.

PiBH1 HEp1KO MalOTh NPUXOBaH1 IPEIMETU Ta MTPOXOAH B CTIHAX, K1 JOTIOMOXKYTh
TPABIIEBI MOJIETIITUTH MPOXOKEHHS TPH.

binburicts irop miargopmepiB ABISAIOTH B 001 PeHTE31-€JIEMEHTH Ta MalbOBaHy
rpadixy. ['onoBHUMHM mepcOoHa)kaMu K 1 BOPOTHU, MOXYTh MaTH OyAb-sKUH OOJIK,
HANPUKIIAJ: TBAPUHU, TUHO3aBPH, €IbU.

XKaup nmnardopmep mouyaB Habupatu 06eptiB Ha mouatky 1980-x poki. Tomi
3'sprutcs JierenaapHi miatgopmepu Pitfall i Super Mario Bros. 3aBasiku HUM, CTPIMKO
M0YaB PO3BUBATHUCH IIEH JKaHDP.

I'pa Pitfall — omna 3 mepmmx irop, ska moka3zaja IpaBIsIM TOPHU3OHTAIbHE

npoxokeHHs rpu. (Puc.1.1)

Puc. (1.1) I'pa Pitfall

Super Mario Bros — Ha Toit yac He Oysio Oarato mam’sTi Ha KOMIT foTepax. Y Iii
I'pl pO3POOHUKH TOKA3aH, 110 I1e HEe € MPOOJIEMOIO 1 CTBOPUJIM TPy, SIKa BMIIlyBajia B

co01 BeJMKi pi3HOMAaHITHI PiBHI 13 pi3HOO CKiIaaHICcTIO. (Puc. 1.2)
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Puc. 1.2 I'pa Super Mario Bros.

VY 3B'S3ky 3 TUM, IO TEXHOJOTIl modyaym po3BuBatucs 3 KiHmg 1980-x, mwm
aHaJTI3yeEMO caMe ChbOT'OJTHINIHI TPUKJIAAN IIaTHOpMEPIB, HAIPHUKITAT:
e Cuphead;
 Starbound,
e Dead Cells;
e Mark of the Ninja.

1.2.1 Cuphead

Bineorpa B xaHpi miardopmep, CTBOpeHa Ta oOmyOJiKOBaHa KaHaJIChKOIO
xommaniero StudioMDR Entertainment y 2017 p. nis PC ta XBox One. I'pa Oyna
po3po0iieHa Ha irpoBoMy pyiii Unity. I'pa mae ctumictuky mynabtdinemis Disney 1930-
X POKIB.

['onoBHuii nmepconaxk - Cuphead, xJIOMYMK y SKOTO Hamia 3amicTh ToJioBU. BiH
OopeTbcs 3 BOpOramMH 3a JOTOMOTOI0 MOCTPUIiB 13 mamnblld. [IporpaBmm cymnepeuky 3

JUSIBOJIOM, TPABIIIO MTOTPIOHO mepeMorTH 60CiB, OO MOBEPHYTH OOPT Ta OTPUMATH CBOIO

AyHIy.
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BuOip piBHIB 3[1iCHIOETbCA Yepe3 30BHIIIHIO KapTy CBITY, BUKOHAHIHN y CTHIII TPU
xaHpy ActionRPG . Cama kapra - 11¢ po3ranykeHa IMOCTiAOBHICTh PIBHIB Ta Ma€ CBOi
Ta€MHI TIPOXOJIM Ta MarasuH, B sIKOMY MEPCOHAXX MOXKE OTPUMATU JOJATKOBE KUTTS Ta
pi3H1 BMIHHS JIJIs1 TOTO, II0O GOPOTHCS 13 BOPOTOM.

Kpim 3Buuaiinoro moctpiny 3 manbiist, Cuphead takox Mae HaBUYKH IapyBaHHS
PI3HUX BUIB aTak Ta 00’ €kTiB 1ooHsAMHU. [lichs ycminHOro napyBaHHs HAKOIIUYY€ThCS
crelfiayibHa IIKaJa ajisl TOro, o0 BUKOPUCTOBYBATH 1HIIII CIIeiajbHI HABHUKU. 3arajiom
cucrteMa OOMOBHX il y T'pl CKIAAAEThCS 3 YUCICHHUX OUTB 3 O0ocamu. OTpuMaBIIU
MEPEMOTY, TPABEIb MA€ MOXJIUBICTh MEPETIISIHYTH CTATUCTUKY YCIiXiB TPaBIIs, 00 Mpu
Oa’kaHH1 MOXKHA OYJIO MiJIBUIIIUTU CBOI PE3YJIbTATH.

MoskHa BIIMITUTH YyJ0BY MEXaHIKY, 1€ koonepatuBHuil pexxum. 11]o € piakicTio
y poMy xkaHpi. Tam Bu OyzeTe rpatu 3a nepconaxa Mugman ta gomoMarati rOJIOBHOMY

nepconaxy. (Puc. 1. 3)

Puc 1.3 I'pa Cuphead.
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1.2.2 Starbound

I'pa mnaTdopmep 3MillIeHa 13 )KaHPOM MICOYHHIN, CTBOpPEeHa Ta BumyieHa B 2016
pori cryaiero Xbox Games mis mopraruBHEX Komm'totepis, PlayStation, Xbox One. I'pa
HaIKCaHa MOBHICTIO MPOrpaMHoi0 MoBoto C++ Ha BracHOMY irpoBomy pyiii. (Puc. 1. 4)

s rpa 3amikaBuia 6araTb0X rpaBliiB CBOIM ClokeToM. Cro4aTKy BH MOSIBIISIETECH
Ha TUTAHETI, SIKa TEHEPYETHCS y MPOLEAYPHOMY pekuMi. Tam BU BUIbHI poOUTH, BCE IO
BaM JIOBNOJ00U, HANPUKIIAJ: BUKOIMYBATH I[IHHI peCypcH, Oiratu y molnykax cKapOiB,
OynyBaTu OynMHOK, TOlo. Bam maetrbcst BUOIp pac, 3a SIKMX B MOXeTe rpath. BoHu
MaroTh YyTTEB1 BIIMIHHOCTI.

CroXeT po3MOYHEeThCS 3 MOSABH Ha Kopalui, 1e obupaete pacy. Lle Takox BrmHe
Ha CIOXKET.

Bu Oynere mogopokyBaTu Ha CBOEMY KOpalOii MO BCECBITY, MPOXOJA4n OaraTo
PI3HOMAHITHUX 3aBAaHb.

Takox 1iKaBUM €JIEMEHTOM T'pH SIBJISIETHCS BUIAAKOBA TeHepailis. BoHa oxonuthb

30BHIIIHIN BUTJIA TUIAHET, MaTepiajiB, BIIMIHHICTh PECYypPCiB, TOIIO.

Puc 1.4 T'pa Starbound.



17

1.2.3 Dead Cells

Komn'torepra rpa 3mimaHoro sxaHpy rogue Tta miatrgopmepa po3poOiieHi
¢dpaniy3pkoro kommaniero «Motion Twiny mist Windows, Apple ta Linux, a Takox s
koncoJjeit Nintendo Switch, PlayStation 4 Ta Xbox One. (Puc. 1. 5)

VY Dead Cells rpaBers kepye icTOTOM0O, sika HAMAra€ThCs BUHTH 13 1adipuHTy. Tak
SK 1 B MUHYJIIH TP1, pIBHI TEHEPYIOTHCS MPOIEAYPHUM PEKUMOM. TakoxX 1€ CTOCY€eThes 1
BOPOTiB, pi3HUX OOHYCIB, 030po€eHHHS, TOIIO0. I pa B *xanpi rougelike, ne nmepconax Dead
Cells y pasi cMepTi TOBHHEH CIIOYATKy PO3IMOYATH TPy. AJIe Micas CMEPTi BTPAYAEThCS
He Bce. [li yac mpoxo/KEeHHs BU MPOKadyeTe HAaBUYKH, K1 3aJIMINATHCA MICIs Balliol
CMEPTI.

[Tix yac rpu mOTpPiIOHO 3HAXOJAUTH HOBE 030pPOEHHS, Ta BUBYATH JIOKaIlit0. Takox
MO>KHA 3HAXOJIUTU OOHYCH, sIKI Oy1yTh TOKpAIyBaTH 30pOIo0.

[Ticnst cMepTi, piBeHb Oy/i€ 3r€HEpOBAaHO MO HOBOMY, IO JOJA€ CKIATHOCTI s
MPOXOJIKEHHA. AJIXKE Ha IIUX PIBHIX € MOTaHI MPOXO0/H, K1 BIIKPUTI JIUIIE ACSKUI yac.
Sx11o rpaBelb HE BCTUTAE, BiH OUTBIIE HE 3MOKE MOIMACTH 1 HOMY MPUNHJIETHCS MPUKIIACTH
O1JIbIlIE 3yCUJIb, 1100 MPONTH PIBEHb.

Hes3Baxkaroun Ha CKJIaHICTh TPH, BOHA Ma€ JIOCUTh BUCOKY OLIIHKY. [[poMy cripusie

SK Tpa BUIJISIIA€ BI3yaJIbHO Ta MEXaHIKaM TPHU.

Puc 1.5 I'pa Dead Cells.
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1.2.4 Mark of the Ninja

I'pa sixa BMmiIye B co01 He JUIIE XKaHP IaTGopmep, a i eJIEMEHTH 1HIIHMX YKaHPIB,
Taki K eKImH Ta ctenc. I'pa Oyma pospodiiena mist PC ta Xbox One Kananchkoro
xomnamniero Klei Entertainment. (Puc 1. 6)

VY nauiii Tpi JOCUTH IMiKaBHH CloeT. Mu Oynemo rpatu 3a 0e31eHHOTO HiHI3IO.
Horo Haa3BHUaifHa CHIIa HAIXOMHTH i3 fIOr0 TATYIOBAHHS, IPOTE i3-3a Hel BiH OCTYIIOBO
CXOJUTB 3 ITy31y. Moro ocHOBHA 3a/aua BPATYBATH WICHIB CBOTO KIIAHY.

['onoBHuU# repoii Oyae MpOXOaWTH uyepe3 Oe3nlu MacTok, Ta OyJle HamaraTtuch
YHUKATU 3yCTpiyi 3 BOPOroM, o0 0e3 mryMy mpouTu gaii. Ase sk aiiae 1o 6oto, To
Ha 030poeHHI Oyae Med Ta APOTUKH JJIsi TOro, 00 BiABEpHYTH yBary Bopora, abo
3HEIIKOJIUTH CBITJIO.

TakuMm 4MHOM Tpa HaJa€ JiBa BaplaHTU MPOXOJKEHHS, /i€ TpaBellb YHUKAE BCIX
MPOTUBHUKIB, 200 3HEIIKOXKY€E BCIX HA CBOEMY HIIAXY.

[lin 4Yac npoxoKeHHs TpaBelb Oyne 3HAXOAMTH HOBE O30pOEHHS Ta
HAKOMWYyBaTH Oanu. 3a HUX MOXIMBO Oyjie BIOCKOHAIIOBATH 030pOEHHS, OpOHIO Ta
BIJIKpDUBATH HOB1 BUAM MPUKHOMIB.

s rpa - 4y 10BU CTEJIC-SKIITH Cepel ABOBUMIPHUX 1rop Takoro tuiy. JKaHp, skoro
He Tak 0araTo OCTaHHIMH POKaMH BUPOOJsieThcsa. Bwmimae B cobi mpuemHi rpadivHi

aCIeKTH, 0 CTBOPIOE UyJOBY aTMOC(hepy BIPOJOBXK BCIET 1CTOPI].
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Puc 1.6 I'pa Mark of the Ninja

BucHoBok 10 po3aiay 1

[Ticns anamizy, MOKHA JIWTH 10 BUCHOBKY, 110 3aBJSIKH CTPIMKOMY PO3BUTKY
xaHpy [lnaTdopmep, rpaBiiB CTano BaKKO BpaxaTH, TOMY pO3pOOHHMKY MOYaIU
n00aBJIATH MEXaHIKH 13 Pi3HUX kaHpiB. Lle 1amo po3poOHUKaM MOKIUBICTh
OTPUMYBATH OUIBIINNA NMPUOYTOK 32 PAXyHOK OLIBIIOrO OXOIJICHHS ayAUTOPii.

[TixBiBIIM MiICYMKH, CTAJIO 3pO3YMLIO, 110 HA TEMepilHii yac, ujob rpa Oyina
aKTyaJIbHO, LIIKaBOIO Ta YCIIIIHOO, MOTPIOHO BUKOPUCTOBYBATH MEXAHIKH 3 THIINUX

YKaHPIB.
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PO3/ILI 2

PO3POBKA ITPOEKTY

2.1 Anani3 ta BuOip pyuris A7t po3poOKH MPOEKTY

IrpoBuit pymriit — nmporpama Juist po3poOKH KOMITIOTEPHUX 1rop Ta mporpam. s
a”asizy oOpasiv KiJibKa PyIIiiB, TAKUX SIK:
e Cry Engine 5
e Unreal Engine 4
e Unity 20109.

2.1.1 Cry Engine 5

Pymiif, y sKkoMy MOXHa CTBOPUTH HEHMOBIpHO peamicTuyHy rpadiky. [lepma rpa,
sika Buiinuia Ha exkpanu Cry Engine, e Far Cry 2004-ro poky. (Puc. 2.1)

o9

WAk,
NN

Puc 2.1 I'pa Far Cry
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Cry Engine 5 mae minrpumky takux miardopm sik: Windows, PlayStation 4, Xbox
One Ta Oculus Rift. He 3Ba)karoun Ha MOTYXKHICTh PYIIIis, s pOOOTH 3 HUM ITOTPIOHI HE
BHCOKI XapaKTePUCTHUKH:

e PC i3 onepamiitaoro cucremoro Windows 7, 8, 10 64x;

e Bineokapra NVIDIA GeForce 450, AMD Radeon HD 5750 (a6o Buie 3
niarpumkoro DirectX 11)

e TIlIporecop Intel Dual-core (abo ixmmuii Big 2GHZz);

e OrmepatuBHa mam’a16 4 GB;

[lo no iHTepdeiicy, TyT HE BUHUKAE NTUTaHb. Bid npocTuii Ta 3po3yminuid. (Puc. 2.2)

Puc 2.2 Iarepdeiic Cry Engine 5

Cry Engine mae Benukuii pyHKITIOHAT 7151 poO0TH 3 Tpadikoro. BiH Mae miaTpuMKy
DirectX 12.

Jliist poOOTH 3 MaTepiajlaMu JIOIOMOXe peaakTop SandBox.

Pymnit mae BOymoBanuii pemaktop Cry Engine SandBox mias kepyBaHHsS
MaTepiagamMu. 3aBASKH HbOMY, BIAKPUBAETHCSA BEIUKHUI IHCTpYMEHTapiil Aji1 o0y 10BU

PIBHIB Ta IrPOBUX CBITIB.
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Cry Engine mae uynoBy cuctemy FlowGraph. 3a mormomororo Hei Mo)KHaA CTBOPHTH
Ta KOHTPOJIIOBATH ITPOBY JIOTIKY 0€3 CKPHIITIB.

Designer Tool motpiGeH 11t 3SMiHEHHST MOJIEIICH.

VY pyiii € pemakTop I CTBOPEHHS Bifeo i Ha3Boro TrackView.

Physical Rendering, cucrema a1 poOOTH 31 CBITJIOM, SIKa JTa€ 3MOTY CTBOPHTH
peanictuyHi mxepena. Llei pymiii Mae iIHCTpYMEHTH, 3/1aTHI €(pEeKTUBHO 3TIaKyBaTH Ta
3MEHIIYBaTH MiKCeNi3aliio 300pakeHHS.

Pymiit 3 nerkictio cpaBUTHCS 13 KICTKOBOIO aHiMalli€ro. Takok Ha JI0MOMOry
MO’KHA 3aCTOCYBaTH CUCTEMY, sIKA JI03BOJISIE CTBOPUTHU PEATICTUUHY TOBEIIHKY .

VY Cry Engine MOXXJIMBO IIPOBECTH aHaJTi3 MPOAYKTUBHOCTI I/ Yac TPpH.

Takox uynoBuil 1HCTpyMeHT y pyuiii, ue Statoscope (Puc. 2.3). 3a nonomorozo
HBOT0, MO’KHA JIETAJIbHO PO3TIISIHYTH BUTpaTH pecypciB PC Ha rpadiky, 1o Hagai gyxe

CIIPOCTUTH ONTUMI3AIIII0 TPOCKTY.
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Puc 2.3 InctpymenT Statoscope.

Pyuniii Cry Engine mae odimiiiHuii caliT 3 BIaCHMM Mara3uHOM. TaM 3HaXOJUThCS

HaBYaJbHA JOKYMEHTAIIis Ta MOTPIOHI MaTepiaiu 11k pO3POOKH.
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Cry Engine mae BibHY JIIIEH31I0 1 HOTO MOKHA BUKOPUCTOBYBATH OY/Ib-KOMY.
[TpoTe, AKIIO MPOEKT CTBOPEHM y LbOMY PYIIil MPUHOCHUTH JOXiA OUIBII HIXK I’ SITh
THUCSY J0JIapIB Y ik, To 5% Bix npuOyTKy MOTPiOHO mepepaxyBaT kommanii Crytek.

Maroun Takuii (yHKIIOHAJ, 3 JIETKICTIO MOXHA CKa3aTH, L0 JaHUNA Py

BIJIMIHHO Ti1H/IE JUIs BETUKUX MpoekTiB y 3D.

2.1.2 Unreal Engine 4

Pospo6uuku Unreal Engine e xomnanis Epic Games. Ix po3suTok posmnouascs i3
rpu mytepa Unreal y 1998 p. (Puc. 2.4). Ha nouatky Unreal Engine npusnaunnuii 0yB
JUTSL Iy TEPiB BiJ MEpIoi ocoOu, OJTHAK B HACTYITHUX BEPCISIX BUKOPUCTOBYBABCS IS
PO3pOOKH Irop PI3HUX KAHPIB TAKUX SIK:

e Cremnc
e Fighting

e MynbTHUIIEEPH] POJIBOBI ITpU

Puc 2.4 I'pa Unreal
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Unreal Engine migrpumye 6araTo icHyr0uuX 1maat(opm Ta orepamiiHiX CHCTEM TaKHX
ak: Windows, Linux; MacOS; Xbox One; Xbox 360; Sony PlayStation 2, Sony
PlayStation 3, Sony PlayStation 4, Android; i0OS; Nintendo Wii, Nintendo Wii U Switch,
PSP, Dreamweaver. I1lo6 6e3 mpobiem kopuctyBatuch pymiem Unreal Engine,
KOMIT'TOTEp TTIOBUHEH MaTH CJI1y04l MiHIMaJIbHI CHCTEMHI BUMOTH.

e Omnepaniiina cuctema Windows 7, 8, 10 64x, MacOS 10.13, Linux Ubuntu 15.04;

e Bineokapra NVIDIA GeForce 470, GTX AMD Radeon 6870 HD Ta Bumie

e [Ipomecop Intel Quad-core yu AMD 2.5Hz Ta Bue;

e OnmneparuBny nam’atb 8 GB;

Py1iii focuTh 3py4HHMiA, Ma€e JIETKUH st po3yMiHHs iHTepdetic. (Puc 2.5)

= a.“qv y p:q
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Geometry Mannequin  StarterContent  ThirdPerson  ThirdPersonBP

5 items

Puc 2.5 Intepdeiic Unreal Engine 4.

Tak sk i B Munysiomy pymrii, B Unreal Engine moxxnuBo peainizyBaTH JOTiKy 0€3
Koy 3a goromororo Blueprint.
JlaHuii pymiid Mae JOCTAaTHIO KUTBKICTh HaJalITyBaHb JJISl CTBOPEHHS 4YJIO0BOI

rpadiku.
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o mo Bixmeo, sk i MunyMi pymiii, Unreal Engine mae inctpymenT Sequencer. 3a
JIOTIOMOTOI0 HBOTO 3 JIETKICTIO MOYKHA HACTPOITH KaMepy, CBITJIO Ta 00 €KTH.

B Unreal Engine MoHBO IpalifoBaTH 3 BIpTYaJIbHOIO PEATbHICTIO, TaK K 3 HUMHU
MPAITOI0Th TOMYJISIPHI pO3pOOHUKHU 1uX 3aco0iB. ToMy He MWUBHO, IO JaHUH pyIIii
qyJI0BO TiAXOAUTH JJIs1 JAaHOI PO3POOKH.

Unreal Engine ©He BHKIIOYEHHS CTOCOBHO JOKYMEHTAIlli Ta HaBYAIbHUX
MmaTepianiB. B #oro marasuni noctatHbo iHGopMalii sK i1 HOBaykKiB, Tak 1 AJiA
PO3POOHUKIB 3 JIOCBIIOM.

Unreal Engine Takox mae BimbHY minensiro 3 2015 poky. [Ipore, sIKIIO TMpPOEKT,
po3po0ienuii B Unreal Engine, mpuHocuTh 10Xi1 MOHAA 3 TUCSUI T0JIAapiB 32 KBAPTAJ, TO
PO3pOOHUKY CJIiJT IepepaxyBaTH 5 BIJICOTKIB Bij MpuOyTKy KommaHii Epic Games.

[TincymMyBaBImIM MiJICyMKH, HATJISITHO BHIHO, 10 AaHui pymnii sk i Cry Engine

M1XOUTh B OCHOBHOMY Jist 3D po3po0Oku, ajne jae Ouibiuid BUOip miaTgopM.

2.1.3 Unity 2019

Unity — pymiid, pospoOienuii kommaniero Unity Technologies. Unity wmae
miATpUMKy OinmbinocTi miatdopMm, taki sk: Windows, Linux, MacOS, FireOS, I0OS,
Android, Android TV, Xbox One, PlayStation Vita, PlayStation 4, PlayStation VR,
Oculus Rift, Nintendo Switch, , Gear VR, Nintendo 3DS, Steam VRSmart TV, TvOS.

[Ilo6 3aiiMaTuch po3poOkor Ha Unity moTpiOeH KoMIT'IOTEp 3 TaKUMH
MiHIMaJbHUMH BUMOTAMH.

e Omnepamitina cucrema Windows 7, 8, 10, 64x; Mac OS X 10.12+; Ubuntu 16.04,

18.04, CentOS 7,

e Bizgeokapra 3 miarpumkoro DirectX 10;
e [lpouecop 3 miarpumkoro SSE2.
B Unity nysxe 3po3yMisinii Ta Jerkuii iHTepdeiic, o 1ae po3poOHUKaM MOYaTKIBLSIM

HMIBUAKO po3iOpaTuce. (Puc 2.6)
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Puc 2.6 Iarepdeiic Unity.

Unity € pi3HOOIYHOIO TIporpaMor0 po3poOku. BoHa WiAXOAWTH SK IS

MPOTPAMICTIB, TakK 1 JUIsl XyA0KHUKIB, 3aB/ISIKU PI3HOMAHITHUM 1HCTPYMEHTAM TaKuX SIK:

e Progressive Lightmapper — iHCTpyMEHT I OCBITJICHHS, B OCHOBI SIKOTO JIC)KHUTh
TpacyBaHHS IUIAXY 3 TPOIrPECUBHUM OHOBJICHHSIM;

e Autodesk Maya — nporpama st CTBOpeHHS rapHOro kKoHTeHTy y 3D. Jlo HbOTrO
MO>KHA BITHECTH 1 MOJIEN1, aHIMaIlii, Bi3yalbH1 e()eKTH, iIrpu Ta MOJICTIOBaHHS,

e Timeline — uyynoBUil 1HCTPYMEHT JJisi CTBOPEHHS KaTCIICH(aHIMaliiHI CIICHH).
MokHa BUKOPHUCTOBYBATH T'OTOB1 ITPOBI MOJIENI, IO JOTIOMOXE JOCHUTHh CHUJIBHO
3Q0IIIaINTH Yac Ta (PiHAHCH;

e Cinemachine — Ha0ip IHCTpYMEHTIB AJI1 CTBOPCHHS IWHAMIYHUX Kamep, Oe3
nonaBanHs koxy. Cinemachine nmacte 3Mory HamamToByBaTH, pO3pOOJIATH,
3aJ]aBaTH MOBEIHKY KaMEpH B peallbHOMY Yaci.

VY Unity nyxe nerko npaittoatu sk 3 3D tak i 2D npoekramu 3aBassku BOY10BaHHM

IHCTpyMEHTaM, Hanpukiaa s poootu 3 2D 06’ ekramu Box2D.
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[Ilo mo omrtmmizamii, To UNity copaBnserbes 3 1muM 4yaoBo. Po3poOroBani
MPOEKTU MPALIOIOTH MBUJIKO Ta SIKICHO.

Pymiit mae miaATpUMKY Takux MOBY mporpamyBanHs, sik C# ta UniScript.

Pymriii Unity He moctymaeThest MiciieM 3 iHIIUMU, SIKi aHANi3yBainu paHimre. Cait
Unity Hagae BeIMKYy KiUIbKICTh JOKYMEHTAIlll PI3HOrO XapakTtepy. SKINO po3poOHHUK
HOBAYOK, BiH 3 JIETKICTIO 32 KOPOTKUH TEPMiH p0o30epeThes 13 MOTPiOHOIO oMY 3a/1a4ero.

Baprto matu Ha yBa3i, 1o € mara3un Asset Store. Y HboMy MOKIMBO 3HAUTH Maiike

BCE JIJIs1 pO3POOKH, HABITh CKPUIITH.
VY uporo pyuris € 3 BapiaHTy pUAOaHHSA:
e Personal — 6e3komToBHA, SKIO TPUOYTOK He mepeBakae B 100 ThcsSY n071apiB.;
e Plus— 35 nomapis 3a MicsIib, SIKITIO MPUOYTOK He mepeBaxae 3a 200 THCsY 10J1apiB;
e Pro— 125 nonapis 3a Micsiib, TyT NPHOYTOK JOMYCTUMHI 0€3 0OMEKEHb.
OCKUIbBKM OCHOBHMMHM KPHUTEpIIMH Il BUOOpY cepenoBUIIa I PO3pPOOKH €
BUTbHA JIIEH31s, IOKYMEHTH, TPOCTUH 1HTepdenc, HU3bKI BUMOTH JJII KOMIT IOTepa Ta
IHCTpYMEHTH 11 po3poOku 2D-mpoekTiB. ToMy B Hamomy BUIIAJIKy 3YIMHEMOCH Ha
irpoBomy pimii Unity.
[Tucatu Har CKpUITH OyAeMO y Takii mporpami, sk Microsoft Visual Studio. (Puc
2.7)



Run and Debug

Puc. 2.7 Iarepdetic mporpamu Visual Studio.

Po3po0OHUKH 1IBOTO CepeoBHINa ISl pO3pOOKH, sBIAEThCS KommaHis Microsoft.
Jlo #oro ckiamy BXOJAUTH PEJAKTOP BUXIHOTO KOAY Ta MOXKIIUBICTH pedakTtopinry. B

HaIlIOMY BHUIIAJIKO, 11€ HallKpanuii BUOip cepeioBuUIlia JJIsl PO3POOKH.

2.2 Anroputm peanizalii MpoeKTy

AJTOpUTMHU PO3POOKH MaJI0 YUM BiJIPI3HSIOTHCS BT PO3POOKH 1HIIIOTO MTPOCKTY.
Bigznaunmo 3 eramnu:
e [IpoekryBaHHs;
e Po3poOka;
e Peni3 Ta miarpuMka.
Ha etani npoekTyBaHHS BU3HAYa€EMO METY TPH, 3aCTOCYHKH 3a JOTIOMOTOIO SKHX
OyzieMo po3poOJIATH TPY.
[Tix gac BU3HAYEHHS METH, TOTPIOHO BUAUTUTH 1€10, )KaHP Ta CETUHT rpH. [1es e

Te, IO 3aMaHIOE rpaBla norpatu y rpy. Lle Ttakox crocyerbes sxkanpy. Hampukmian,



29

ocHOBHOIO ifieero PIIT, e m03BOIMTH rpaBIlio BiAIrpaBaTu pojk, Ky BiH cam odepe. I{o
710 IIyTEepiB, BOHU HAJAI0Th MOXKIIMBICTh IOPUHYTH Y peajibHl ui BuIyMaHi 60i. Tomy,
BU3HAYMBIIKM OCHOBHI 1/I€1 IrpOBOTO aHPY, CKOPIIIE 3a BCE KaHP BU3HAUUTHCA Maiike
BiZIpa3y.

[Ticnst sxaHpy Ta 17€1 rpu, HACTYITHUM KPOKOM Oyie BuOip cTuiito rpu. CeTTUHT, 11e
MicIie, Jie BiIOYBAa€ThCs OCHOBHHI IrpOBUH mpoiiec. Big HbOTO 3aleXUTh Miclie, 4ac,
YMOBH Jiif. 3a3/eneriTe BUOpaHUl CETTUHT 3HAYHO MOJETIIUTh CTBOPEHHS CIIEHAPIIO,
OpIEHTYIOYHCH Ha IIIOBY ayAUTOPIIO.

3aco0u po3poOKH BIAHOCATBHCS [0 MPOrPaMHOrO KOAY Ta IFPOBOrO pYIIIs.
[IBuAKICTH pO3pOOKH 3a€KUTH BiJl BUOOPY 3aco0iB 11 Hel. Lo mo mporpamuoro koxy,
BiH 3aJICKUTH BiJl 00paHoi riaTopmu y sikiil Oyie cTBoproBaTHCh Ipa. Hanpukian, skiio
rpa CTBOPIOETHCS JIJIsl IEPCOHATIBFHOTO KOMIT IOTEPa, TO CKOPIII 3a Bce 1€ OyTIyTh MOBU
nporpamyBaHHsi C# abo C++, ane sikio rpa Jyuist Opay3epiB, TO TYT CKOpIII 3a Bce BUOIp
BIIAJI€ HA TaKi MOBH sk Java ado Flash.

Jlasni moYnMHAETHCS €Tam PO3POOKH MPOSKTY.

Benukuit Ta noBruii eram, sikuii BMIIIye B co01 6arato pi3sHUX KpOKiB, 0€3 SKHX
NPOEKT He Oy/ie Mpare3 aTHUM.

[To-nepiie, MOTPIOHO BU3HAYMTU CIOKET Ta MexaHiky rpu. Komych Moxke
MOKAa3aTUCh, IO CIOXKET HE BaXJIMBHM, MPOTE BIH Ipa€ HE OCTAHHIO POJb. 3aBISKU
CIOJKETY I'PaBIlIO CTa€ 1ikaBo rpatu. CIoKeT MOIISIOTh Ha 2 BUIU:

e JliteparypHuil cuieHapiii — OIMC NEPCOHAXKIB I'PH Ta MO1H, K1 B11I0yBalOThCS B irpi
e Pexucepcrkuil cuenapiii — iHopmalisa npo Mmojii Ha piBHI T'pH, Kl MPOXOAATh
came Ha IIbOMY PiBHI
IrpoBa mexanika 6a3yeThCsl Ha IUISIX TPHU, 7€ BU3HAUYAE TPABHIA Ta 00 €KTH, 32 SKUMU
MEePCOHAXK B3aeMojie. Sk mpaBuio, po3poOKa MEXaHIK TPU /1€ pa3oM 13 HamUCaHHS
I'POBOTO CIOXKETY.
Taxox Ha IOMY €Tarl PO3MOYUHAETHCS PaHHs 00poOKa rpadiYHUX €JIEeMEHTIB Ta

nu3aiiHy irpu. Omneparoduch Ha CIOKET Ta MONEPeIHbO PO3pOOJEHUN JIU3aliH,
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CTBOPIOIOTHCS TIEPII KOHIIETITH, M0 AKUX Hajaajl OyIyTh pO3pOOISTUCH 30BHIMIHIN B
TpU Ta MEPCOHAXKI.

Jlami fine, 6e3mocepeHb0, po3pooKa rpu.

Maroun KOHIIETIT, TOYMHAETHCS CTBOPEHHS IMEPCOHAXIB, OO’€KTIB TpU Ta
napajenbHo po3podOka piBHIB Tpu. [lig 9ac po3poOKH, CTBOPIOETHCS MPOCTUM
CXEMaTUYHHI piBeHb, N¢ Oyne MOoKa3aro MpeaAMeTH, 3 SKUMU Oyne B3I€MOIIATU
MEPCOHAX.

VY Takuii crocid CTBOPIOETHCS Nepinii pieHb. Lle mycra moxailis 3 MiHIMaJIbHOIO
KUIBKICTIO 00’ €KTIB MOTPIOHUX U1l NPOXOKeHHs. Llell piBeHb BUKOPUCTOBYETHCS IS
TECTYBaHHs, a CaM€ YU MOXJIMBO Horo mpoiftu. ITpoHmoBmm ycmimHe TecTyBaHHS
JI0JIa€EMO 00 ‘€KTHU Ha CIIEHY.

[licns nux erariB, y HAC MOBUHHO OyTH JIEKUIbKA PIBHIB, HACTA€ Yac MPOTOTHUILY
rpu (anbda-epcis). Lsg Bepcis moTpiOHA po3pOOHHKY, IIO0 BiH MIT IIPOBECTH TECTYBAHHS
OCHOBHHMX MEXaHIK TpU Ta MEpPEBIPUTH, HACKIIBKM BOHU BIANOBIJAIOTH BHUMOTam
po3pobOHuKa. B anbda Bepcii B OCHOBHOMY pO3pOOHUK 3aIMIae 00'eKTU 0€3 TEKCTYP.

[Ticns ycmimHOoro TecTyBaHHSI anb(da-Bepcii, ime ompaifoBaHHsS MeEXaHIK Ta
00’ €KTIB I'pH.

Hami e eran po3poOKH MOBHOIIIHHOTO PiBHS Ta MEXaHI3My I'pH Ta JOJaBaHHS
JIOJIATKOBUX €JIEMEHTIB, HAMPHUKIIAJ: KaT CIIEHU, BIJCOPOJIMKH, Jiajoru, Tomo. [lepmri
CIO’KE€THI MOMEHTH Y T'p1, HAIIPHUKJIaJ, BIJI€O, CEOKETHA Jl1ajiorid Ta kKatanHd. [lapanensHo
BHIIPABJISIOTHCS TIOMUJIKH B KOJI1, BUSIBJICHI HA TECTI.

Cninyrounii erar, 11e niepexijg 3 aibda B 6eTa-Bepcito. bera-Bepcist moTpioHa AJis
NepPEeBIPKU I'PHU HA HECTIPABHOCTI. Y IiK BepCii TOMyCTHMI €JIEMEHTH T'PH, SIKi HE JOKIHIS
3aBEpIliCHI, ajJe¢ BOHU HE MOBWHHI BIUIMBATH Ha ITPOBUH Mporiec. SKIIo MpoeKT mae
MYJIBTHUILICEP, TO JJISl 3HAXO/XKEHHSI PI3HUX HEJIONIKIB 3a0X0UYIOTh 3BUYAaHUI T'PABIIiB.
[{e 3HaYHO CKOpOUYE YaCc TECTYBaHHS 1 JJa€ 3MOTy 3a0paTu YaCTUHY POOOTH 3 KOMAaH]IN
PO3pOOHUKIB.

[Ticnst Gera-TecTy, rpy AONPaIlbOBYIOTh, BUMPABISIOTH OMWIKH Ta BUXOAUTH B

pemis.
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Jlani 3anuimaeTbes Juiie miarpuMmyBatd rpy. OCHOBHA 3ajaya MIATPUMKH, 1€
BUITyCK MAaTyiB, J€ BUIPABISIOTh MOMUJIKH Yy TOTOBIM rpi. Takoxk sl 3a0X0UyBaHHS
IPaBIIiB [IPOAOBKYBATHU I'PATH, 715 HEl 10AaI0Th TOJIATKOBHI HOBUI KOHTEHT ITiJ] HA3BOIO
DLC. Tyau MOXyTb BXOAUTH HOBI JIOKAIiX, MPEAMETH, MOKIMBOCTI AJIs IEPCOHAXa Ta
1HIIIE.

[TpoanasizyBaBIIM €Tanmu PO3POOKH, HATISAHO BUIHO, IO PO3pOOKa TpU HE

CHJIBHO BIIPI3HSIETHCSA BiJl pO3POOKH 1HIIMX MPOEKTIB.

2.3 AHani3 NoTeHUIWHO1 ay IUTOpii Ipu

AHami3 ayauTopli, 1€ HEBiJ €éMHa YacTUHA OyJb-SKOro MPOeKTy. Po3yMiHHs
ayJIuTOPIi Ta 1O i1 MOTPIOHO, Aa€ PO3POOHUKY UITKE OAUEHHS IJI1 PO3BUTKY.

[IpoBiBmIK anaini3, 0yyno obpano aynuropito Bif 15 mo 40 pokiB. L{g kareropis
BUOpaHa 3 aHai3y CEPEIHbOIO BIKY JIFOJIEH, IKI aKTUBHO T'PAIOTh.

[inpoBa ayaUTOpIs TpH, L€ JIOAU Kl MalOTh Oa)KaHHA O3HAMOMHTHUCH 13 JaHUM
JKaHpoM. SIKIO 11e 03HaHOMIICHHS, 00 He 3JIAKaTH MOTEHIIMHUX IPaBIiB, CKIATHICTh
rpu noTpiOHO Oyjae CTBOPUTH mpocTimoro. [le moTpidHO ist Toro, mo0 rpaBelb MIr
BIJIYYTH JKaHP, 3pO3YMITH MEXaHIKH TPU Ta IOPUHYTH B CIOXKET.

OOpaBmM TaKy TaKTUKY, MPOEKT OyJe MaTu MIUPOKY ayJUTOPIIO, IO J0JACTh

yCHIXY MPOEKTY.

2.4 AKTyanbpHICTb ITPOEKTY

CporosiHi irpoBa I1HAYCTPiS PO3BUBAETHCS Myke MBUKO. lle momae crtumymy
PO3pOOHUKAM CTBOPIOBATH HOBI I[iKaB1 MPOEKTH. [10 1111 ke MpUUnHI, OSBIISAIOTHCS HOBI
CTyJii po3po0OKH irop. 3po3ymijo, 0 1€ MPUHOCUTH BEMKHUI Aoxia. Uepes neskwuii yac
M0YaJio aKTUBHO PO3BUBATUCH TAKE PYCII0, K 1HA1-po3poOka. Lle nmpusseno g0 6aratbox
I[IKABUX MPOEKTIB, K1 CTBOPUIIN HE3AJICKHI PO3POOHUKH.

3 BEJNMKOIO BIIEBHEHICTIO MOKHA CKA3aTH, IO TAaHUHM MPOEKT Oy/ae MaTH BEJIUKHIA

1HTEepeC cepel IIIbOBOI ayauTopil 3aBASKM OOpaHOMY JKaHpy Tpu. Irpu >xaHpy
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wiatopmMep MarOTh HU3BKUN PIBEHb BXO/DKEHHS Ta JOCTYMIHI JJIi BETUKOTO KOJa
TpaBIIiB 3aBASKU CBOiM MPOCTOTI Ta iIrpoBOMY Mpotiecy. Ha q1anuit MOMEHT, CETMEHT irop
NepeHaCHYCHHI BEIMKUMU MPOEKTaMU, SIKi BUMAraroTh NOTY>KHUX IPUCTPOIB Ui TPH Ta
TIIMOOKOTO 3aHYPEHHS Y MEXaHIKH rpu. Takok MpoXoKeHHS TpH 3aiiMae 6araTo 4acy, B
CBOIO 4Yepry Ipa 3 NMPOCTUMH MeXaHiKaMu, Ipadikoro, 3pO3yMUIMM IPOLIECOM MOXKeE

O1IbIIIe 3allIKaBUTH JIIOJICH, SIK1 HE MAIOTh MOTYXHHUX MPUCTPOIB Ta 6arato BIILHOTO Yacy.

2.5 Meta npoekTty

['onoBHa MeTa MPOEKTY — I1€ aHai3 3ac001B pO3pPOOKH irop, 1100 HaAl PO3POOUTH
rpy y xaHpi Ilmarpopmep. CTBOpeHHS Tpu 3 OCHOBHMMH MEXaHIKaMH >KaHpY.
[To3HalilOMUTH MOTEHUIMHHUX TPaBLIB 3 TaKUM ILIKaBUM *aHpPoM. OTpHMaHHS LIIHHOTO
JIOCBIZYy B PI3HUX O0JIACTSAX, Ta OBOJIOAITH HABUYKAMH POOOTH 3 pyIieM, 100 Hamaml

Ha0araTo MIBU/IIE MPAIIOBATH 3 IHIIIMMU ITPOCKTAMH.

2.6 OyHKIIOHAT MMPOCKTY

Jlanuit mpoeKT — 11e KOMIT I0TepHa rpa kaHpy miatdopmep y 2D-ctuii, Meta aKoi
HAJaTH TPABIIO MOXKJIMBICTh PO3BAKUTHUCH, BIIMIOYUTH Ta TAPHO MPOBECTU BUILHUIL Yac.
J171 11b0T0, Tpa MOBUHHA BIAMOBIATH HACTYITHUM BUMOTaM:
e [loBMHHA MaTH MPOCTHI Ta 3pO3YMIIUHN ITPOBUI MTPOLIEC Ta MEXAHIKH;
e Martu npocte ynpaBIliHHS;
e Maru MOXIJIHMBICTH OiraTu, CTpUOATH, CTPUISTH IO BOpOraM JIjIs JIIKB1AAIli.
o [losiBeHHS BOPOTIB y BIJBEIEHUX IJIsi I[LOTO MICIAX, Ta MPHU 3yCTpidi 3
rpaBIleM BOHU MOBHHHI aTaKyBaTH HOTO;
e [loBuHHI OyTH NpenMeTH, IKi MOKHA 310paTu;
e [licna mpoxokeHHs piBHA ab0 KOJIM TpaBellb MPOTpae, Mae 3’ SBISITUCH
MEHIO, B IKOMY MO’KHA MEPEWUTH A0 TOJOBHOIO MEHIO ab0 MPOWTH PiBEHb

3aHOBO.
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s ¢yHKITIOHATRPHA YaCTHHA € OCHOBHOIO, TOMY IOBUHHA OyTH po3po0ieHa y

HepILy Yepry.

2.7 MopenioBaHHs 00’ €KTIB MPOCKTYBAaHHS

2.7.1 liarpama mpere/ieHTIB

Uml Use Case diagram (miarpama rnpeueneHTiB) — giarpama, sika rpadigHo moxasye
B32€MO/I110 KOPUCTYBaya 3 mporpaMmoro. Bona mokasye pi3Hi TUITU BUKOPUCTAHHS, SIKI Ma€
cucTeMa.

JlaHna giarpama CTBOPIOETHCS 3a JIOITOMOTor0 00'ekTiB Takux sk: Actor, Use case,
Package.

Actor - mpeacTaBiiie posib KOPUCTyBaua, SIKUM B3a€MOJIE 3 CUCTEMOIO, SIKY BH
moxemoere. KopuctyBauem moske OyTH JIOAMHA, OpraHisailisi, MamupHa abo 1HIIa

30BHilIHSA cuctema. (Puc. 2.8)

Puc. 2.8 O0'ext Actor

Use case - ueii tun giarpamu UML Mae OyTu OIUISIIOM BHCOKOTO PIBHA
B3a€MOBIIHOCHH MDK aKTOpaMH Ta CHCTEMaMH, TOMY BOHa MOXX€ OYyTH YyJIOBHM

THCTPYMEHTOM JJIs MTOSICHEHHS BaIllOi CUCTEMU HeTeXHIuHii ayaurtopii. (Puc. 2.9)
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Puc. 2.9 O0'exT Use case
Package - BUKOpUCTOBYIOThCS, 1100 MOKA3aTH 3AJICHKHOCTI MIXK PI3HUMH MTaKETaMH

B cucteMl. [laker, 300pakeHuil y BUTIIAII TANKK (DAiiIIiB, OpraHi30BYeE €IEMEHTH MOJIET,

TaKi sIK BaplaHTU BUKOPUCTaHHA a0o kiacH, y rpyn. (Puc. 2.10)

Puc. 2.10 O6'ext Package

[Tpuknan miarpamu nperenentis (Puc. 2.11)
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TanadhomEe= 0088
Nepeaipina =
CTaTYE |-
\/ POzHiCTMTH
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Mokynsie \ 1AH OB EH A Kneps
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HepiaHes

Puc. 2.11 Ilpuknan giarpamMu npeueeHTiB

2.7.2 Jliarpama mperneeHTiB sl TpU

o6 po3ymiTu JIOTIKY TpU, CTBOPUMO BiiacHy niarpamy. Ha (Puc. 2.12) narnsaano

BHJIHO, 110 came OyJie pOOUTH TpaBellb.

Puc. 2.12 Jliarpama npereneHTiB

2.7.3 Jliarpama JisuTbHOCTI

Jliarpama JisSTBHOCTI € 1€ OAHIEI0 BAXKJIMBOIO JiarpaMoi0 TMOBEAIHKY B Jiarpami

UML pns onucy nWHAMIYHUX acmlekTiB cuctemu. Jliarpama misimibHOCTI, MO CYTi, €
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PO3IIMPEHOI0 BEPCI€I0 OJIOK-CXEMU, SKa MOJIETIOE TIepeXia Bia OIHIET TiSIBLHOCTI O

1HIIIO]T.

Tabmuis 2 — Onuc 00’ €KTiB Alarpamu IisiIbHOCTI

Activity
BukopucroByeTbes g NPEICTABICHHS

Habopy miit

Action

3aBaaHHs, sIKe MOTPIOHO BUKOHATU

Control Flow

TismbHOCTI (200 Jii) 10 1HIIOT MisSTBHOCTI

(abo mii).

e
ITokazye moCIiIOBHICTh BUKOHAHHS -
Object Flow
[Tokazye mnepexim o0’ekTa Bif OHIET

e

-

Initial Node
[Tokazye mnouaTtoxk Habopy miii abo

ISJTBHOCTI

Activity Final Node
3yIuHSE BCl MOTOKW KEPYBAHHS Ta TOTOKU

00’€eKTIB y Ail
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[Iponossxenns Tadbauii 2 — Onuc 00’ €KTIB AlarpamMu IisIIbHOCTI

Object Node

[Ipencrasiisie 00’€KT, KM OB’ A3aHUN 3

Ha0OPOM IMOTOKIB 00’ €KTIB ObjectNode
Decision Node

[IpencraBisie yMOBY TeCTyBaHHS, II00

NEePEKOHATHCS, 10 KOHTPOJBHUN IOTIK fquard-x] —

a00 MOTIK 00’€KTa i/1e TUIBKU MO OJHOMY

HUIAXY

Merge Node
OG’enHye  pi3HI NUISIXHM  TPUAHATTS
pilleHb, CTBOPEHI 3a JOMOMOTOI0 BYy3Ja

MPUIHATTS PilICHb.

Fork Node
Poznunse NOBEAIHKY Ha HaO1p
napajeipbHuX a0o0 OJIHOYACHUX ITOTOKIB

nii (abo Jiif)

Join Node
OG’ennye HaOlp mapaienbHuXx  abo

OJIHOYACHMX TIOTOKIB JisUTbHOCTI (200

Tiit).




[Tponossxenns Tabmui 2 — Onuc 00’ €KTIB Alarpamu IisIbHOCTI

Swimlane and Partition

Croci6 rpynyBaHHS [ild, SKI BHKOHYE s

OJIMH 1 TOM camuii Cy0'ekT, Ha aiarpami €
a

JUSITBHOCT1 a00 TPYITyBaHHS /il B OJTHOMY

MOTOKI
[
c
g
5
a

[Mpuknan miarpamu gisuibHOCTI. (Puc. 2.13)

Bubip Temn
siKTOPMMM

OAHO-KOPHETYE UL KNI ]1 )’ Bubip EKpexnmy
pexum

Bararoxopwetysay
LEMA pexmm

w_ Y =

Bubip OK pexvmy

Tt
Bubip snay i | Novarox L_
riKTOPMMM “1 L ’

e
Kineus rpn ]

&

Puc. 2.13 — [Ipuknan niarpamMu JisuibHOCTL
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2.7.4 JliarpaMa JisTbHOCTI IJIs1 TpU

CTBOpIOEMO BJacHY Jiarpamy AiSUIBHOCTI JIJIsl pO3yMiHHS JIOTiKHU Tpu. (Puc. 2.14)

MoyaTok

l

lNonoedHe MeHw

MoyaTw rpy

v

- MoyYaTok rpu

v

ZEESpWUSeHHA MoK

v

BTpata 3nopos's Bia

EwnTEa 3 BOpOTOM 8TaKM Eopora

e € znopos'A7?

MpogossesHa
NpOXOO¥EHHR DIBHA

h

MEHH rpM

w

Puc. 2.14 — liarpama AisiIbHOCTI TpH




BucHoBok 10 po3ainy 2

[IpoBiBImIM nAeTanbHUM aHaNI3 PYLIIB A7 PO3POOKH KOMIT IOTEPHHUX 1rop, ix
BIJIMIHHOCTI, TPHU3HAYCHHS, JOCTYNl JO HaBYAJIBHUX MaTepiaiaiB, MOXJIUBICTh
PO3p0o0IIATH Ha OE3KOIITOBHINA OCHOBI CTaJI0 3p03yM1IIO0, 110 AJis Hawmoi 2D rpu BiAMIHHO
nimiiine pymid Unity. O6paBmm iioro, nmpoBenu aHaii3 cepenopuiia Microsoft Visual
Studio, sike 1HTErpyeThes 3 Unity Ta y SKOMY HMPOXOAUTH BCE HAMKCAHHS MPOTPAMHOIO
KOy TIPOEKTa.

CaigyrouumM etarnoM O0yj0 BUSHAYEHHS allTOPUTMY po3poOku. Omnucanu eranu
CTBOPEHHSI OyAb-SIKO1 I'pH, BIJl CLIEHAPIIO 0 PEli3y Ta MOAAIbIIOT NIATPUMKH IPOEKTY.
Takox oOpayii HITbOBY ayJJUTOPIIO, sIKA JOTIOMOTJIa HAM BU3HAYHUTHCh, K caMe OyJIeMo
po3pobisiTu Tpy. OOpanu MeTy POeKTy Ta po3iopaiuck, YoMy JaHa rpa Oyze
aKTyaJIbHOIO.

Takox BU3HAYMIIM OCHOBHUM (DYHKITIOHAJ TPH, KK TIOBUHEH OyTH Y
3aBepIleHIN Bepcii.

BkiHLI JIpyroro po3auly MU pO3IJSHYJM JlarpaMmy HpeleleHTIB Ta aiarpamy
JUSITEHOCTI, PO310pauCh 13 MO3HAYCHHSIMU. TaKoK CTBOPWIIU JIaH1 JiarpaMu JiJisi HAIIoTO

IIPOEKTY.



3.1 I'padpiune opopmiieHHs

PO3/ILI 3

PEAJII3BALIA ITPOEKTY
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OcHOBOIO OyAb-sIKOT I'pH SIBJISIETHCA 11 BizyasibHa CKJagoBa. OCHOBHI MOHSTTS Y

reidMIu3aiHi, 11e CpanT Ta Taili. JleTanpHille npo HUX:

Cupaiit (3 anrn. Sprite) — 2D rpadiuni 00’ €KTH A EPCOHAXIB, OCTPLIIB Ta

IHIIMX PI3HUX €JIEMEHTIB IPHU.

Taitn (3 anrn. Tile) — Komnonent Tilemap — 1e cucteMa ajist ctBopeHHs 2D-

piBHiB. lle ¢pparMeHT TeKCTypH, sika TOBTOPIOETHCS /JIsi CTBOPEHHS 3araJibHOI KapTHUHHU.

Jlnst Toro o0 peanizyBaTu rpadiuyHy CKIAI0BY Halloi rpu, odepeMo rorosi 2D

cripaiitu B Marasuni Unity Asset Store. Y HboMy € ClipaliTH Pi3HUX JKaHPIB Ta THITIB irop,

110 3 JIETKICTIO J1a€ HaM 3MOTY 3HAWTH Te, 10 MIAXOAWTh Hamii rpi. IlpamtoBaru 13

cripaiiTamMmu OyeMo 3a JOITIOMOTO0 BHYTpilIHBOTO iHCTpyMeHTy Sprite Editor (Puc. 3.1)

Texture Type
Texture Shape

Sprite Mode
Packing Tag
Pixels Per Unit
Mesh Type
Extrude Edges
Pivot

| Sprite (2D and UT) ¢ |
20 H

| Single # |

4
| Tight # |
= 1

| Center ¢ |

Sprite Editor

Puc 3.1 Bikno ¢yskuii Sprite Editor.
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Spride Editor po3minise cipaiiT Ha JIeKiJIbKa YaCTHH JUISI CTBOPCHHS aHIMAI].

3.1.1 Copaiitu irpoBoro repos

['onoBHUI TepcOHax HAmIol Tpu, OyJae ApakoH. Y HBOTO € CBOi CHpauTH AJis
aHIMalIlii, a caMe: MpOCTIiH, OIr, IpHUCITaHHs, CTPUOOK, aTaka OJMKHBOTO Ta JATBHHOTO

Ooto, cmiibHa ataka. (Puc. 3.2)

Puc 3.2 I'onoBHUIi nepcoHax.

3.1.2 Cnpaiitu iHTepdeiicy

Hami oOpaB crpaiitu (GoHy Ta Bi3yalbHUX eleMeHTIB Tpu. DoHOBE 300pa’KeHHS

cuenu Oyze y Burisiai Heba 3 xmapamu. (Puc. 3.3)
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512x298 (NPOT) RGBS UNorm 447.0 KB

None

Puc 3.3 ®onoBe 300pakeHHS!.

Ha paxyHOK Bi3yaJdbHHX €JIEMEHTIB Ha ClieHl, OyJo OOpaHO MakK CIpaTiB, Il

noTpiOHOT aTMocdepu NaBHeHH Ta cenuina. (Puc. 3.4)

Puc 3.4 Cnpaiitu Bi3yaJbHUX €JIE€MEHTIB.
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Tak sk Hama rpa y aHpi miargopmep, TO sl iIrpOBOTrO MpoIecy MOTpPiOHI
wiatopmu, Je MepCOHaX 3MOKE IEPEMIIIATUCh.
byno mpuiiHATO pimieHHS 00paTH CHpalTH 13 MaKy, 10 ONMHCYBaJX Buine. BiH

Yy JI0BO MIAXOAUTH i CTUIL Ta aTMochepy rpu. (Puc. 3.5)

Puc 3.5 Capaiitu atgopm.

3.1.3 Cupaiit Boporis

Takox oOpasv cripaiiTy BOPOTiB, sIKi OyTyTh aTaKyBaTH HAIIOTO TIEPCOHAXKA.

OpuH 13 nepiux BOPOriB Ha HAlIOMY NUIAXY, Oyne xaba. (Puc. 3.6)
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Puc 3.6 Cnpaiit Bopora - >xa0a.

[HImii B Bopora, 1ie JIyYHHK, IKUil Oyjie arakyBaTH Ha BiacTadi. Puc (3.7)

Puc 3.7 Cnpaiit Bopora - JTy4HHUK.

3.1.4 Cnpaiit nacTok

OkpiM BOpOriB, Ha CIleHI OyAyTh TaKOX NACTKH, SKi OyIyTh IEPEelIKOKATH

IPOXOJUTH PiBEHB I'PaBLEBl. Y IIbOMY HaM JOTOMOKe nak crpaiTis. (Puc. 3.8)
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Puc 3.8 Cnpaiit nactok.

3.1.5 Copaiir 3imms

OctaHHIM, 110 XOTLIOCH OM BUAUIMTH 11€ OJHY 3 MEXaHIK I'pH, a came 3uuis. Jis
HUX Takox miaiopani crpaitu (Puc 3.9) Ha nanuit MOMEHT iX 2 THUIIH
o Heal — 3iym1s1, migHSBIIN SIKE, TOTIOBHUTH 3JI0POB’ s TOJIOBHOTO MEPCOHAKA

e Mana — 31114, NiAHABIIH K€, IIONOBHUTH 3amac CUJI IS JaJIbHLOI aTaKu

-

air_potion

Puc 3.9 Cupaiir 3i1s.
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3.2 IIpoekTyBaHHs I'pH

Tak six My po310panuch 13 Bi3yaJIbHOIO CKJIaJI0BOIO I'pH, MEPEXOJUMO /10 CaMOTo
IPOEKTYBaHHS €JIEMEHTIB.

[epur Hixk po3moyaT, MU BUKOpUCTaEMO QyHKIIio Tags & Layers, sika npu3Hadae
JUIS KOYKHOTO €JIeMEHTY cBid map. Lle macTh HaMm 3MOTy perynroBaTH B1IOOpaxKeHHS

€JIEMEHTIB MOBEPX 1HIIUX, 00 YHUKHYTH BI3yaJIbHUX TIPOOJIEM.

3.2.1 ®i3uuH1 BIIaCTUBOCTI 00’ €KTIB

Posnouynemo 13 irpoBux 00’€KTIB Ta iX (i3MUHUX BIacTHUBOCTEH. B mepiry yepry
BI3bMEMO IUTaTGopMy, MO K Oyne OlraTh MmepcoHaxk, Ta J0AaMO Ha HEl Koniaiizaep.
3aBasKU HBOMY, TIpoTrpamMa Oy/ie paxyBaTu iatrgopmy 3a Gi3MIHUA 00’ €KT 1 TpaBellb He
Oyzie OE€3KIHEUHO MaJIaTH.

bepemo miardopmy, Ha Hel momaemo i3 dyunkmionany Unity, Box Collider 2D.
Cawme BiH HazmacTh ¢izuuny popmy. Jlami Taki x cami aii poOMMO 1 Ha IEPCOHAXKI, aje 3
nesikuMu BiamiHHOCTSMU. Jlonaemo omy Capsule Collider 2D, Bu niparitoe Tak camo, aje
Mae ¢dopMmy oOBally, a HE KBajpaTy. TakoX NOTpiOEH TOJIOBHHH KOMIIOHEHT JIJIs
nepconaxy, 1e Rigidbody 2D. Ile macte pymiito 3Mory mpaiioBatu i3 00’€KTOM, SIK 3
¢bi3uynnM. Takox 3aBIAsSKKM KOOy, MOXKHa J00aBUTH pi3HI BiactuBocTi. Lle 1 Oynme

II0YaTKOM IIPOrpaMHOl YaCTUHH.

3.2.2 Pyx 00’€KTiB

Jlani noTpiOHO CTBOPUTHU CKPUIITU PyXY NMEPCOHaXyY. /[ moyaTKy 3a1aMo 3MIHHI:
private Rigidbody2D _playerRB;

3miaaa _playerRB orpumye 3nauenns Rigidbody2D. Ile sk ocHOBa 00’ €KTy JyIsI

BUKOHAHHS (Q13UYHUX JT1H.
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3a gomomororo 3miHHMX _Speed Ta  crouchSpeedReduce perymorThCs

PO3POOHUKOM HIBUAKICTH OITY Ta MIBUKICTH XOIOH MPHUCIBIIH.
[Header("Horizontal movement")]

[SerializeField] private float _speed;

[Range(@, 1)]

[SerializeField] private float _crouchSpeedReduce;

Ha mouatky, Ham mepcoHax Moke CTpuOaTh OE€3KIHEUHO Yyropy, TOMY CIiJ IIe

BUNIPaBUTH. )1 IIbOTO CTBOPEMO MycTHiA 00’ ekT _grounded.

_grounded = Physics2D.0OverlapCircle(_groundCheck.position, _radius, _whatIsGround);
if (_playerAnimator.GetBool("Hurt") && _grounded && Time.time - _lastHurtTime > 0.5f)
EndHurt();

CheckGround niepeBipsie, 4u € SKHICH IHIIUI KOJIaiaep Mopsa y 3alaHOMY pajiiyci

o1t 00’exty _groundCheck.

[Ticnst iboro NOTPiOHO 3pOOUTH, IIIOO MEPCOHAXK MIT pPyXaTUCh. [l IIHOTO MUIIIEMO
MeTox, Ae 3MiHHy Speed mMHOxuMO Ha MoOve Ta speedModificator, mo6 perymoBaTu

IIBUJIKICTh 00’ EKTY.
_playerRB.velocity = new Vector2(_speed * move * speedModificator, _playerRB.velocity.y);
[Tpu 11bomMy 00’ €KT Oyjie TUBUTHCH JIUIIIE B OJIHY CTOPOHY, TOMY CTBOPIOEMO JaHy

¢dyHKIIO cTBOpUBIIH paHimie 3MiHHy _faceRight:

if (move > @ && !_faceRight)

{
Flip();
else if (move < @ && _faceRight)
{
Flip();
}

Sxmo Merox MOVE mae 3HayeHHs1 Outbiie 0 (MepcoHaXX pyXaeTbcsl BIPABO), TO
merton transformRotate (Biamosigae 3a mOBOpoT 00’ €KTY) HaAa€ HOMY 3HAYCHHS 110 OC1 y
0, omxe mepcoHax Oyne AMBUTHCH MTpaBopyd. Tak camo, AKII0 METOA move Oyie MeHIIIe
0, metoom transformRotate 06’ekT matume 3HaueHHs 180 mo oci y 1 mepcoHax Oyne
JTUBUTHUCH JIIBOPYY.

[Ticns pyxy nepcoHaxa nepenieMo 10 CTpUOKIB.

if (Jump)
{
if (_grounded)
{
_playerRB.velocity = new Vector2(_playerRB.velocity.x, _jumpForce);
_canDoubleJump = true;



49

else if (_canDoubleJump)

{

_playerRB.velocity = new Vector2(_playerRB.velocity.x, _jumpForce);
_canDoubleJump = false;

}
PoGuMo mepeBipky, yu HaTHCHEHA KJjaBilia CTpUOKY. Takox mepeBipseMo depes

3MiHHY _grounded, yu 3HaXOQUTHCS 00’ €KT HA MOBEPXHI, AKIIO Hi TO BOHA OOMEKHTH

CTPUOKH.

3.2.3 Animariii 11 repost

Jlns toro, 1mo0 CTBOPUTH aHiMaIliio, BUKOpHUCTOByeMo B UNity BOymoBaHuit

iHCTpyMeHT Animation Ta Animator. (Puc 3.10)

@ 4 14 > »l MM

-

Add Property

Puc 3.10 Bikao Animation.

Jlani moTpiOHO BCTAHOBUTHM 3B’SI3KM CTBOPEHMX aHIMali Mix co0oro, 100

OTpUMATH TiepexiJ Bij oaHiei no iHmoi. (Puc. 3.11)

Puc 3.11 BikHo 3B’s13KiB aHIMAIliH.
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3.2.4 Ataka repos

Takoxx MOTpiOHO 3BEpHYTH yBary Ha crocid O6opotebu. Ilig cTumicTuky rpu
HiAXOAUTH B OIMXKHBOMY 001 yJ1ap porom, a Ajisi AabHBOTO 000 BUCTPLI BOTHEM.

OT1xe, 3a1a€EMO CIOYATKY 3MIHHI:

[Header("Casting™)]
[SerializeField] private GameObject _fireBall;
[SerializeField] private Transform _firePoint;
[SerializeField] private float _fireBallSpeed;
[SerializeField] private int _castCost;
private bool _isCasting;

[Header("Strike")]
[SerializeField] private Transform _strikePoint;
[SerializeField] private int _damage;
[SerializeField] private float _strikeRange;
[SerializeField] private LayerMask _enemies;
private bool _isStriking;
[Header("PowerStrike™)]
[SerializeField] private float _chargeTime;
[SerializeField] private float _powerStrikeSpeed;
[SerializeField] private Collider2D _strikeCollider;
[SerializeField] private int _powerStrikeDamage;

[SerializeField] private int _powerStrikeCost;
[SerializeField] private float _pushForce;

3minna _fireBallSpeed y nac 0, BoHa HamamroBye MIBUAKICTh MOCTPITy BOTHEM,
3minHa _CastCost BiamoBigae 3a KUTbKICTh MOTPAYCHUX CHII Ha MOCTpiI, _damage Bkasye
KUJIBKICTh YPOHY, SIKUH OyJie HaHeceHo Bopory. LayerMask _enemies cTBoproe Macky, 1o
Hii iporpama Oyjie po3yMITH, A0 SKOTO 00’ €KTY 3aCTOCOBYBATH MOCTPIIL.

Cxoxi 3MIHHI IPUCYTHI y OJIMKHIX aTakax, Takux sk Strike ra PowerStrike.

Ham #ine ¢yskimis araku. [llo6 animarlis He TOBTOpPIOBANIACh, MU POOUIIO
NePEBIPKY, SKIIO MU B JaHUH MOMEHT 3po0wmum ynap (_isStriking), To BuzuBaemo return,
00 He 3aXOAUTH B METO 3HOBY. Takoxk poOUMO MepeBipKy, 00 NpU CUIIBHIN araiii,

MIEPCOHAX HEe MIr OiraTu.

if (_isStriking || _playerRB.velocity != Vector2.zero)
return;

_canMove = false;
if (holdTime >= _chargeTime)

{
if (!_playerController.ChangeMP(-_powerStrikeCost))
return;
_playerAnimator.SetBool("PowerStrike", true);
}
else

{
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_playerAnimator.SetBool("Strike", true);
}

_isStriking = true;

Takoxx po3riITHEMO TOCTPLI BOTHEM, CIEPITy MH CTBOPIOEMO 00’ €KT y 3aJaHii
MO3MUIII1, 13 TOBOPOTOM y MOTPIOHO CTOpOHY. [lasi 3amyckaeMo HaIll 00’ €KT 13 MOTPIOHOIO
HaM MIBUJIKICTIO 3BEpHYBIIHCH 10 KomnoHeHTy Rigidbody2D. 11106 He 3aBanTa)xyBaTH
nam’sITh TPU, HaM TOTPIOHO uepe3 JCSKUi 4ac, o0 3HUKAIU MOCTPiIH, TaK SK BOHU
3anuIIalThes Ha creHi. Mu Oepemo Destroy, y HboMy BkasyeMo MOTpiOHMI 00’ €KT 1

yepes CKIJIbKY BIH 3HUKHE.

GameObject fireBall = Instantiate(_fireBall, _firePoint.position,
Quaternion.identity);

fireBall.GetComponent<Rigidbody2D>().velocity = transform.right * _fireBallSpeed;

fireBall.GetComponent<SpriteRenderer>().flipX I _faceRight;

Destroy(fireBall, 5f);

3.2.5 CMepTh Ta BIAPOIKEHHS TOJOBHOTO IIEPCOHAXKA

[lepm Hi>k CTBOPIOBATH BOPOTiB, NOTPIOHO HANAIITYBATH MPHU IKUX YMOBAX Ta SIK1
HACIAKK OYyIyTh MICIsi CMEPTI TOJIOBHOTO TIEPCOHAXKA, a CaMe 3/I0POB’s MMEpCOHaXKa Ta

BIIPOJKCHHS ITICIISI CMEPTI.

[SerializeField] private int _maxHP;

private int _currentHP;
3agaemMo 3MiHHY JJIs1 310pOBbsi _MaxHP, KinbKicTh 310poB’s Oyje 3a7aBaTUCh B

incriektopi Unity, Ta aktyanbsHe 3m0poB’st _currentHP.

if (!_canBeDamaged)
return;

_currentHP -= damage;
if (_currentHP <= 0)
{

}

OnDeath();

switch(type)
{

case DamageType.PowerStrike:
_playerMovement.GetHurt(enemy.position);
break;

}

_hpSlider.value = _currentHP;

Jlai CTBOPIOEMO YMOBY, SIKIIIO 3MiHHA _CcurrentHP Oyne meHie abo TI0piBHIOBATH

0 , To mporpamMa BUPIIIUTH, 110 IEPCOHAXK 3aTUHYB.
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[Ticass ymoBU Ui CMEpTi, CTBOPIOEMO BiApoKeHHS. JJii LOTO CTBOPIOEMO

CTapTOBY TO3UIIIIO.
Vector2 _startPosition;

[{ro mo3wuiiito BKazyeMo y MeToi cMepTi. ToOTOo, KO HaIll MePCOHAX 3aruHYB,

BiH MOSIBUTHCS y CTAPTOBIM MO3MUIIII.

public void OnDeath()
{

}

_serviceManager.Restart();

3.2.6 llITyyHuii iHTEIEKT BOPOTiB

Creoproemo kiac EnemyControllerBase, Tam OyayTh cxoxi QyHKIii, AK i y

MEepPCOHAXKa, aJie BIAMOBIIaTH BOHU OYIyTh 32 BOPOTIB.

[Header("HP")]
[SerializeField] protected int _maxHp;
[SerializeField] protected Slider _hpSlider;
protected 1int _currentHp;

OTpuMaHHS YpOHY CXOXKE, K Y epCOHaXka.

if (_currentState == EnemyState.Death)
return;

_currentHp -= damage;

_hpSlider.value = _currentHp <= @ ? @:_currentHp ;
if (_currentHp <= 0)

{

_currentHp = 0;
ChangeState(EnemyState.Death);

}
Jlam meTon, SKui epeBipsie, 41 TOJIOBHUHN MEPCOHAX Y 30H1, 00 aTaKyBaTH HOTO.

SK1110 rOJIOBHUM MEPCOHAXK MOMAAA€ B 30HY, TO BOPOT PO3BEPTAETHCS J10 HHOTO T ATAKYE,

SKIO0 BUXOJIUTH 13 30HU, BIH MEPECTa€ aTaKyBaTH.

if(_player == null || _attacking)
return;
}
if (Vector2.Distance(transform.position, _player.transform.position) < _angerRange)
{

_isAngry = true;
TurnToPlayer();
ChangeState(EnemyState.Shoot);
}
else
_isAngry = false;
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3.2.7 I'padiunmii iHTepdeiic 1 repost Ta Bopora

Crnigyrounm eranom Oyne rpadiunuii iHTepderic. [Ins modarky CTBOPUMO

BiT0OOpa)keHHs 37I0pOB’S Ta 3amacy CHUJ JUIsl TOJOBHOTO MepcoHa)ka Ta Boporis. (Puc.

3.12)

Puc 3.12 Cmyra uTTs Bopora.

Jlns uporo, crBoproemo Canvas, (mosjoTHo, ske Oyje Mmoka3yBaTH HaMm Cliaiaep
MOBEpX BCi€i creHn) y HboMy crTBoproemo Slider. [lami cTBOproeMo 3MiHHI Yy

EnemyControllerBase Ta npu3Hagaemo Hamomy ciaiaepy MakCUMajbHE 310POB s

[SerializeField] protected Slider _hpSlider;

_hpSlider.maxValue = _maxHp;
_hpSlider.value = _maxHp;

Jami mnpusHauaeMo clanaepy akTyajdbHE 370pOB’S, MICHS aTrak y MeETo.l

OTPUMAHHS YPOHY.

_hpSlider.value = _currentHp <= @ ? @:_currentHp ;

CX0XUM METOJIOM pOOUMO ISl TOJIOBHOT'O MEPCOHAXKA, aJI€ 111€ 10JJA€EMO CMYTY 13

3anacom cui. (Puc. 3.13)
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Puc 3.13 Cmyra XuTTs Ta 3amacy Ciil IepCOHaXKY .

3.2.8 B3zaemomisa Mix 00’ ekTaMu

Jlani mepeiizeMo 10 B3aeMOii BOpora Ta MepCOHaXy, a CaMe HaHECEHHS YPOHY
OJMH OJHOMY. PO3IIOYHEMO 3 ITEpCOHAKY.

JIJ1st IbOTO BBOJAMMO 3MiHHY:

[SerializeField] private int _damage;

Bomna BiAnoBiiae 3a KiJIbKICTh HAHECEHHSI YPOHY.
Jlani mpucBoroemo 3a jgomnomoror kommoneHTa info.GetComponent o6’ekty

EnemyControllerBase MoxiBiCTh OTPUMYBATH IIKOIY BiJl aTak.

EnemyControllerBase enemy = info.GetComponent<EnemyControllerBase>();
if (enemy != null)
enemy.TakeDamage(_damage, DamageType.Projectile);
Destroy(gameObject);

ITepexoaumo no Bopora. Ilo ananorii poOMMO, SIK 3 IEPCOHAKEM.

if ((DateTime.Now - _lastEncounter).TotalSeconds < _timeDelay/2)
return;

_lastEncounter = DateTime.Now;
_player = info.GetComponent<Player_controller>();
if (_player != null)

_player.TakeTamage(_damage);
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3.2.9 MeHro rpu

Jl71s1 TOJIOBHOTO MEHIO HaM NOTpiOHa HOBa ciieHa. CTBOPIOEMO HACTYITHI KHOTIKHU:

(Puc 3.14)

Play — BiamoBigae 3a Ho4aToK IpH

Choose Ivl — Biamoginae 3a Bubip piBHs

Settings — BimNoBia€ 3a HANAIITYBAHHS TPU

Reset — BianoBigae 3a NPOXOKEHHS PIBHS 3aHOBO

Quit — BignoBiTa€ 3a BUXiJ 3 TpU

Puc 3.14 KHormku roJ1oOBHOTO MEHIO.

CTBOPIOEMO CKpPHUNT JJisi TOJOBHOTO MEHIO, MO0aBIIEMO Yy HBOTO HACTYIIHI

byHKIIIi:

private void Start()

{

Time.timeScale = 1;

if(SceneManager.GetActiveScene().buildIndex!=0)

{

PlayerPrefs.SetInt(GamePrefs.LastPlayedLvl.ToString(),

SceneManager.GetActiveScene().buildIndex);
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PlayerPrefs.SetInt(GamePrefs.LvlPlayed.ToString() +
SceneManager.GetActiveScene().buildIndex, 1);

}
public void Restart()
{
ChangelLvl(SceneManager.GetActiveScene().buildIndex);
}
public void EndLevel()
{
ChangelLvl(SceneManager.GetActiveScene().buildIndex + 1);
}
public void ChangelLvl(int 1vl)
{
SceneManager.LoadScene(1lvl);
}
public void Quit()
{
Application.Quit();
Debug.Log("Quit");
}
public void ResetProgres()
{
PlayerPrefs.DeleteAll();
}

Start BiamoBigae 3a moyaTok, BiH IEPEHOCUTH HAC Ha CIIEHY 13 caMolo Tpoto, Restart
nporpae piBeHb 3 mouarky, EndLevel Bigmivae, 1m0 rpaBenb MPOMIIOB PiBEHb 1 3MIHIOE
clieHy Ha iHmy 3 apyrum piBaeMm. ChangelLvl Binkpuae meHto BuOopy piBHs, Quit

BIJIMOBIA€ 3a BUXI1J 3 TPH



BUCHOBKHA

VY nepuiomy po3niii MU MPOBENH aHami3 irop y xaupi [Inatdopmep ta ornsnynu
nepeBaru Ta HeJJOJIKU, TAaKOK PO3TIISTHYJIIH KaHPH 1rop.

VY npyromy po3maini po3idpanuck, Mo sABise co6oro xaHp [lnardopmep, 3podumm
aHaji3 pymIiB Ui po3poOKH, BUSBHIM MEPEBArd Ta HEMOJIIKH Ta OOpaJid PyIIu s
HAIIOTO MPOEKTY. Jlajll BUBHAYMIIUCH 3 AITOPUTMOM PO3POOKH TPU, 3pO3YMIUIH sIKa Hallla
NOTEHI[IIfHA ayJIuTOpis, OMUCAIM METYy TpH, 1 aKTyaJlIbHICTh Ta BU3HAYWINCH 13
MIHIMQJIBHUM (PYHKITIOHAJIOM. Y KiHII po3i0paiv Ta CTBOPUIIU JlilarpaMu MPeLe/ICHTIB Ta
TISUTBHOCTI.

Jam mu gifinu g0 peanizaiii Tpyu y TpeTboMy po3iaiii. Po3iGpaiuch cTOCOBHO
rpadiudoro opopmieHHs. Jlai onrucyBaau KOMIIOHEHTH IPH, sIK1 OyJIM 3aCTOCOBAHI y T'pi.
Takosx ommcany OCHOBHI METOAM Ta KJIaCH T'PH.

BukonaBmm yci eranu, B pe3ysibTaTi MaeMmo Tpy y kanpi [lmatdopmep, sika €
3pO3yMIJIOI0 MO0 MEXaHlKaM Ta MpocToro y iHTepdeiici. Hamani many rpy MokHa

pPO3BUBATH, HAMIOBHIOIOYM HOBUMHU MEXaHIKaMH, OHOBIIIOIOUH Tpadiky, TOIIO.
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