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PE®EPAT

[TosicHIOBaJIbHA ~ 3amMCKa 10 JUIUIOMHOI  KBamidikaiiiHoi poOoTH

Oakanaspa: 74 c., 4 Tabmn., 30 puc., 3 mox., 25 mxepern.

2D TPA, KOMIT'IOTEPHA IIPOTPAMA, IT'POBUI 3ACTOCYHOK,
IT-TEXHOJIOI'Il, GAME ENGINE, C#.

OO0’ €eKT TOCHIIKEHHS — TPOLIEC PO3POOKH JTBOMIPHOT KOMII FOTEPHOI T'PH.

[Ipenmer nocnipkeHHS — 3aco0u  po3poOKM IrpoBOI MporpaMu s
KOMII FOTEpa.

Mera poboTH — mporpamHa peaiizauis JBOMIPHOI KOMIT IOTEPHOI I'pH 3
BUKOPUCTAHHSAM CY4acCHUX IHCTPYMEHTIB MPOTrpaMyBaHHS.

Marepianu, METOAM Ta TEXHIYHI 3aCO0U: cepeoBuIle po3podku Microsoft
Visual Studio, moBa mporpamyBanns C#, irposmii pymrii Unity, mepcoHabHUIA
koM 'torep 3 mporecopom Intel Core i5 mix ympaBaiHHSIM ONEpaIiiHOI CHCTEMHU
Microsoft Windows 10.

['anmy3p BUKOpPUCTaHHS — MPOEKT MOXHA BUKOPUCTATH SK Oazy A
MOJAJIBIIOTO PO3BUTKY OUTBII CKIAIHUX 1TOP.

PesynbraTu. Po3po6ieHo n1BOMipHY KOMII FOTEpHY Ipy 11O peajizye 0a30Bi
CJIEMEHTH IrpOBOTO TMPOLECY: YIPAaBIIHHSA IEpCOHaKeM, OOpOOKy TOMdiH,
BiI0OpakeHHs rpadiku.

BucHoBku.  Po3po6iieHO  (QyHKIIOH&JIBHMI ~ TPOTOTHUN  JBOMIPHOL

KOMIT IOT€pHOT TpU Ha MOBI iporpamyBanHs C# Ta Ha irpoBoMy pyrii Unity.



ABSTRACT

Explanatory note to the diploma qualifying work of the bachelor: 74 pages,

4 tables, 30 figures, 3 appendixes, 25 sources.

2D GAME, COMPUTER PROGRAM, GAME APPLICATION, IT
TECHNOLOGY, GAME ENGINE, C#.

The object of research is the process of developing a two-dimensional
computer game.

The subject of research is the means of developing a game program for a
computer.

The purpose of the work is the software implementation of a two-
dimensional computer game using modern programming tools.

Materials, methods and technical means: Microsoft Visual Studio
development environment, C# programming language, Unity game engine,
personal computer with an Intel Core i5 processor running the Microsoft Windows
10 operating system.

Scope of use - the project can be used as a basis for further development of
more complex games.

Results. A two-dimensional computer game has been developed that
implements the basic elements of the game process: character control, event
processing, graphics display.

Conclusions. A functional prototype of a two-dimensional computer game

has been developed in the C# programming language and the Unity game engine.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX IIO3HAK

API — Application Programming Interface;
CPU — Central Processing Unit;

HDD — Hard Disk Drive;

IDE — Integrated Development Environment;
MVC — Model-View-Controller;

SDK — Software Development Kit;

UML — Unified Modeling Language;

B — 0a3a naHux;

JIKM — JIiBa KJIaBlIIa MUIIIL ]

oC — omepaliiiiHa CUCTEMA,;

IIK — MIEPCOHAIBHUNA KOMII I0TEP.



BCTYII

Ha  HunimHbOMy ertami  po3BUTKY  1HGOPMAIIMHUX  TEXHOJOT1H
KOMIT'IOTEpHI 1IrpU CTajdd HE JHUIIe 3aco00M po3Bark, ajie 1 TMOTYKHUM
IHCTPYMEHTOM HaBYaHHSI, PO3BUTKY JIOTIYHOT'O MHUCIICHHS, Bi3yamizallii CKIagHUX
MPOLIECIB 1 MOJEIIOBAHHS B3a€MOIl Yy BIpTyalibHOMY cepenoBuii. OcobnuBe
MICIIe cepell HUX TOCIaloTh JABOBHMIpHI ITPH, fAKi, HE3BaKAIOUM HA MPOCTIILY
rpadiky, 3aTUIIAI0THCS AKTyaTbHUMHM 3aBASKH JOCTYITHOCTI, JIETKOCT1 y peamizamii
Ta MO>KJIMBOCTI IIBUJKOIO MMPOTOTUITYBAHHS ITPOBUX 11€H.

Po3poOka ABOBUMIPHMX 1rop J103BOJISIE MPOTPAMICTy O3HAHOMHTHCS 3
OCHOBAMH TeWM-/IM3aiiHy, aJrOpUTMaMU YIIPABJIiHHS MEPCOHAXeM, MOOYI0BOIO
rpadiuHoro iHTepdelcy Ta IHTEPaKTUBHOIO B3aeMOi€l0. Taki MPOEKTH MAIOTh
BEJIMKE 3HAYCHHS SK HaBYAJBbHUU IHCTPYMEHT B OCBITHROMY IIpOIlECi, Ta SIK
CTapToBa IIaTgopMma ajsl BXODKEHHS y cpepy po3poOKU KOMII FOTEPHUX 1Top.

Mertoo JaHOi JMIUIOMHOI  pOOOTH € CTBOPEHHS TMOBHOI[IHHOTO
MPOrpaMHOr0 TPOTOTHUIY JBOBHUMIPHOI TPU 3 BUKOPUCTAHHSM ITPOBOTO PYIIis
Unity Ta cygacHux 3aco0iB porpaMyBaHHSI.

AKTyaJbHICTh TEMHU 3yMOBJICHA MIMPOKUM BUKOPUCTAHHSM ITOp Y PI3HUX
cdepax — BiJl OCBITH JI0 KOMEPIIHHUX MPOAYKTIB — a TAKOX MOTPeOOoI0 y haxiBIIfX,

3/IaTHUX MPOEKTYBATHU Ta PEaJI30BYBATH ITPOB1 JOJATKUA HA Cy4aCHOMY pIBHI.
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1 AHAJII3 ITPEJMETHOI OBJIACTI

1.1 BusnauyenHns :xxanpy Roguelike

Roguelike — >xaHp KOMII'IOTEPHHX irop, XapaKTEPHUMH OCOOIHMBOCTSIMH
SKOTO € BHIAQJKOBO 3r€HEPOBaHl PiBHI, MOKPOKOBICTH 1 HE3BOPOTHICTh Y CMEPTI
NepcoHaka — y pasi Moro 3aruOerni rpaBelb HE MOXE 3aBaHTAXHUTH TPy, 1 Mae

[10YaTH 11 IPOXODKEHHS CIIOYATKY.

1.2 Icropis :;kanpy Roguelike

Kanp «roguelike» cxomuts 10 rpu 1980 poky Rogue, Temoro sxoro Oyio
nocmimkeHHs migzemens [1]. Xoda mo Hel Buxomwim moxaiOHI irpu, came Rogue
CTaJia 3pa3KoM I HEe3JIIUYeHHUX HacaiayBaHb. [1010H1 irpy, IO MOIMIUPIOBATHCS
y BUIJISIAI  BIIKPUTOTO KOOy, OYyJIM BKpail TOMYJsipHI B  CEPEIAOBHIIII
aMepuKaHChkuX TporpamicTiB y 1980-x — 1990-x pokax. 3a HasBHOCTI Oe3midi
BapiaHTIB 1 BIAMIHHOCTEH MK OKPEMHMH IrpaMH OCHOBHI MPUHIIUIN TEUMILICIO
roguelike 3anummanucs He3MIHHUMU.

Tepmin «roguelike» mouanmu BukopucToByBaTH OnM3bKO 1993 poky B
Uneset, mo0 00’e¢qHaTH OOrOBOPEHHS «OJHOKOPUCTYBAIIBKUX (PEHTE3IMHIX
POJILOBUX KOMIT IOTEPHUX 1rOp, Aisl AKUX 3a3BUYail BIIOYBA€ThCS B MiA3EMEIUII, 3
npoctuM Tpadiunum iHTepdericom». Yepe3 Opak UITKIIIOTO BH3HAYEHHS, SK
OCHOBHI MPUKIIAIN TOTO, IO IEH TepMiH MaB MPEACTABISATH, BUKOPUCTOBYBAIHCS
irpu Rogue [1], Nethack [2]. Ockinbku Rogue Oyna momepenHuIeio BCiX 1HIINX
irop uporo Habopy, «roguelike» croyaTky cnpuiiMaBcsl SIK «HaWMeEHIIE 3 yCix
MOJKITUBUX 3071.

3 "acoMm CTajo OYEBMJIHO, IO IFpU 00 €IHYBAJIO MIOCH OLIbIIE, HIXK IXHS
TeMaTtuka 4u rpadiuyHe mnpeacTaBieHHs. Halip cHibHUX IrpOBUX EJIEMEHTIB
3alliKaBUB PO3POOHUKIB-IIFOOUTEIIB, SIKI BUBEJIM KaHP HA HOBUM piBeHb. B3sBIN 3
[IUX OPWUTIHAIBHUX Irop Te, MO iM Ccrmogo0asocs, BOHHM CTBOPWIIM ITOXIidHI,

JOTPAlbOBYIOYM MEXaHIKY Ta BIPOBA/XKYIOUU HOBI CIOKETH.
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VY neBHMII MOMEHT iHIIT PO3POOHUKH 1rop MOOAYMUIIN MOTEHIIIAN, KU MaB
JesiKi OCOOJIMBOCTI I[HOTO JKAHPY, 1 TAaKOX 3PO3YMIIH, IO JEAKl €JIeMEHTHU
TpaguIlifHOTO opMaTy He MOA00ATHCS OLIBII MUPOKIK ayauTopii. BoHu B3sum
0COOJIMBOCTI I[LOTO KaHPY Ta aJanTyBald iX 70 1HIIOTO TUMy irop: 3D-mrytepiB
B1JI IepI10i 0COOU, EKITH-POIBLOBUX 1TOP 1 T.].

Uepes 111 3MiHU 3pocia TUIyTaHWUHA I10JI0 3HaUYCHHS TepMiHy «roguelike» 1
3roJIOM 3’sIBIJIacs HU3Ka HOBUX TEPMIHIB, sIKl TIOB’s3aH1 3 kaHpoM «roguelikey, a
came: roguelite, roguelike-like Ta action roguelike.

Ha cporoani »aHp pOJEBUX IrOp >KUBUM SIK HIKOJH, pPOJEBlI Irpu B
TPAAUIIMHOMY CTHJIl TMPOJOBXKYIOTh PO3BHBATUCS, 1 B TOM K€ Yac acCleKTH
GopMyNn pOJIEBUX IrOp MPOJOBKYIOTH INPOHUKATU B IHUIl AHPU, CTBOPIOIOYU

3axoIUTuBI Ta Bece irpu [3].

1.3 Anani3 icnyrwuux irop y :kanpi Roguelike

AHamniz OyJio IPOBEIEHO 32 HACTYMHUMHU KPUTEPISIMU: Bi3yallbHa YaCTHHA,

KEepyBaHHSA MEPCOHAKEM, 1HTep(elic, My3UUHUHN CYTIPOBI.

1.3.1 Brotato

Brotato — apennmii mytep 3 enemeHntamu roguelike (puc. 1.1.), ne
KOPUCTYBau rpae 3a 030pO€HY KapTOIUIMHY, IO Ja€ BIACIY OpJaM MpHUOYJIbIIIB.
Bi3yasibHa yacThHa Ta Bi3yasibHI €()EKTH MPUEMHI OKY. YTIPaBIiHHS MEPCOHAKEM
BiIOYBAETHCS 3aB/SKM KiaBimam 3 kiasiatypu WASD, a ctpinsba 3a 1OMOMOTOr0
miBoi kiaBimi mumi (JIKM). My3u4nwuii cynpoBia Oaratuii Ha pi3HI KOMITO3HIIII.

KopuctyBaripkuii iHTepdeiic kompopTHHI Ta 3pyuHuii [4].
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Pucynok 1.1 — Brotato [4]

1.3.2 Vampire Survivors

Vampire Survivors — kasyaJibHa Tpa Yy CTHJII TOTHYHOIO XOpOpy 3
eneMentamu crpomieHoro roguelike (puc. 1.2). I'paBens kepye omHUM 13 TepoiB
SKUMH Tpeba aTakyBaTH BOPOTiB, 1 HAMAraeThCsl BIXKUTH SIKOMOTa JIOBIIIE B yMOBax
MOCTIMHO 3pOCTar040i XBUJII MOHCTpPIB. Takox y Iiil Tpi € 6araTo MpUXOBAHUX
JeTanel 1 CeKpeTiB, fAKi BIAKpHUBAIOTHCS 3 YacoM. BoHa kpocmuiatdopmpHa,
HNIATPUMYE SIK KJIaBlaTypy TaK 1 CEHCOpPHI €KpaHW Ta reimmaju. YTNpaBliHHA Ha
KOMIT'FOTepl 3JIMCHIOEThCSA 3a JomoMoror kiamim kinasiatypy WASD Ta 3a
nonomororo JIKM. Xou rpadika 1 BUTJIAIa€ Qy>e CIPOILIECHO Ta 3acCTapuio, aje Ie
HE 3aBaXkae il OyTu NMpueMHOIO OKy. IHTepdeiic ayxe 3po3yminuii 1 3pyunuit. ['pa

Ma€ BEJIMKY KUJIbKICTh My3UKaJIbHUX KOMITO3UIIiH [5].



Pucynok 1.2 — Vampire Survivors [5]

1.3.3 Enter the Gungeon

Enter the Gungeon — rpa 3 enementamu roguelike (puc. 1.3), o gkoi €
BUMTH 3a OJHE JXHUTTS 3 MiJA3eMeIUis, 1 B sKIA TpaBelb Ipa€ 3a OJHOIO 3
3apONOHOBAHUX T€POIB. Y KOXKHOTO Ieposi € XapaKTEPUCTUKH, a TAKOXK MACHBHI 1
aKTUBHI 310HOCTI, 3aBMISIKUA SIKUM T'paBellb MOXKE MiJIAIITOBYBATUCH TIiJ] BJIACHUMN
CTUJIb ITpU. YTpaBliHHS 31HCHIOEThCS 3aBlsku kiaBimam WASD, JIKM ta
npoOily, HAaTUCHYBIIM SIKUM TpaBellb aKTUBYE 3I10HICTH mepcoHaxa. ['padika,
aHiMarlii, Bi3yanbHl e(exkTu y Tpi AyXkKe TrapHl Ta J00pe NpoIpaibOBaHI.

My3uKanbHil CypoOBiJ Ty*e BEIUKUN Ta pi3HOMaHITHHH [6].



".'-l

Pucynok 1.3 — Enter the Gungeon [6]

jr=eo~a-8-as~a e a s s a~0=s

1.3.4 IlopiBHsiHHSA icCHYIOUMX aHAJIOTIB irop y skanpi Roguelike

B n.1.3.3 OGyno mpoaHani3oBaHO BXXE€ BHUIIYLIEHI Y CBIT aHAJOTU Iirop y
xaHpl Roguelike. 3rigHo 3 kputepisimu, skl OyduM BHU3HAYEHI HA IOYATKY

MOTEPETHHOTO MYHKTY, y Tabyuii 1.1 moka3aHo MOPIBHAHHS 3 OLIIHKAMHU KOXKHOT

XapaKTePUCTUKHU MO mika Bif 1 10 5.

Ta6mun 1.1 — [MopiBHsUIBHA TaOIHIISA

BizyanbHa My3ukanbHHi
Hasga rpu KepyBanus [aTepdeiic _
CKJIagOBa CynpoBi1a
Brotato 4 S) 4 3)
Vampire
_ 2 5 5 5
Survivors
Enter the
5 5 5 5
Gungeon
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1.3.5 BucHoBkH 3a po3aiiiom 1

B posznini Oyno mpoBedeHO aHami3 mpeaMeTHoi objacti. bymo ommcano
1CTOpir0 CTaHOBJICHHS XkaHpY irop Roguelike, Ta xapakTepucTHKH, 0 JO3BOISIIOTH
BITHECTH TPy A0 IbOro >KaHpy. Takok OyJ0 BHUKOHAHO aHaJi3 JCSIKUX BXKE
BUIYIIEHUX y CBIT aHajoriB Roguelike irop Ta iX MOpIBHAHHSA 3a TaKUMHU
KpUTEpisIMU, SK Bi3yaJlbHa 4YacTWHA, KEpPyBaHHS TMEPCOHaXKeM, iHTepdeic

KOPHUCTYBaya Ta My3UKaJIbHUI CYITPOBIJ.
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2 ITPOEKTYBAHHA ITPOT'PAMHOI'O 3ABE3ITEYEHHSA

B ibomy po3aisii onmrcaHo MPOEKTYBAaHHS MTPOTPaMHOTO 3a0€3MCUCHHS.

PosrnsHyTo HacTymHI TWTaHHS: BUMOTH [0 CHCTEMH; apXiTeKTypa
PO3p00ITIOBAaHOT CUCTEMU; BUOIp Ta aHAI3 IPOBOTO PYIIIis, HA SKOMY IPOBOIUTHCS
po3poOKa 1IrpoBOro J0AaTKy; BHOIp Ta aHalli3 IHTETPOBAHOIO CEPEIOBHINA

po3po6ku (IDE) miis nporpamyBaHHS.

2.1 Bumoru 10 cucreMu

PospobmtoBana rpa y skanpi Roguelike Mae 6yTu 3py4HOIO Ta 3p03yMLJIO0
M1J] YaC BUKOPUCTAHHS, TeMMILJIEN MOBUHEH OYyTH I[IKABUM, 1 TAKO>K BOHA ITOBUHHA
OyTH ONTHUMI30BaHOIO.

['pa moBMHHA MaTH Takuil PyHKITIOHAI:

— IepecyBaHHA rpaBLs MO JIOKalli 3a ocaMu X Ta Y

— JIOTiKa Tporpary;

— reHeparlisi 0e3KIHEUHUX XBUJIb CYITPOTUBHUKIB KUIBKICTh SIKMX 3pOCTAE B
reOMETPUYHII mporpecii;

— MEHIO HaBiraii.

2.2 ApxiTeKTypa po3po0/Il0BaHOI CHCTEMHU

Jist Toro, mo® peamizyBaTh 1€ MPOEKT, OYJI0 TPUHHITO PIIICHHS
Bukopuctatu minxin Model-View-Controller (MVC), 3aBasku sikomy MOXHA
po3IUIMTH JIOTIKY Tiporpamu (model), rpadiune npeacTaBieHHs (view) Ta 00poOKy
nofii (controller).

Mogens BiamoBizae 3a 30epiraHHs JaHUX Ta JIOTIKY iX O0OpoOKH,
BKUTFOYar04M 3anuT 10 6a3u nanux (bJl) 1 mepeBipky ixHbOI paBuiIbHOCTI. BoHa
HE 3aJIC)KUTh Hi BiJ IPEICTABIICHHS (HE 3aliMa€ThCsI BIIOOPaKCHHSIM JTaHUX ), Hi BiJT

KOHTpoJiepa (HE B3aeMoji€e HampsMy 3 KopuctyBaueM). OCHOBHA ii poib —
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3a0e3MeynTH JOCTyHn J0 JaHuX 1 KepyBaHHA HuMHU. KoHCTpykuis wmozeni
nepeadayvae peakiiio Ha 30BHIINIHI 3aITUTH 3 MOKJIMBICTIO 3MIHIOBAaTH CBIii cTaH. 3a
noTpedbu B MOJACIH MOXYTh OyTH IHTETPOBAaHI MEXaHI3MH CIIOBIIICHHS 1HIIHMX
KOMITOHEHTIB (HAMpUKIIAJ, TMATEePH «CIOCTEpirauy»). 3aBAsKW HE3aJICKHOCTI BiJl
BI3yaJIbHOTO IIapy, OJHY W Ty caMy MOJeJb MOXHa BIJOOpakaTH uepe3 pi3Hi
iHTepdeiicu 6e3 3MiHU i1 BHYTPIIIHBOI CTPYKTYPH.

[IpencraBneHHs BIAMOBiNAa€ 3a BHUBEIEHHS 1H(OpMalii KOpUCTyBauy,
OTPUMYIOYM JaHl 3 mojen. BoHo jumie BimoOpaxkae 111 gaHi, HE OOpOOJISIOYN
0e3nocepeIHbOo Jii KOpUCcTyBaya.

KoHTposiep BHCTyNae MocepeHHMKOM MK KOPHCTYBayeéM 1 MPOrPamMHOI0
cucteMoro. BiH crnipuiiMae BBeJIEHHS KOPUCTYBaya, IHTEPIIPETY€E WOro, Ta 1HIIIIOE
BI/IMOBIAHI 3MIHU B MOJieJil a00 OHOBJICHHS MojaHHsa. CaMe KOHTPOJIEp KOOPJIUHYE
B3a€EMOJIII0 MK IHIIMMH KOMIIOHEHTaMH JJisi 3a0€3MEeYeHHsS] KOPEKTHOI poOOTH
nporpamu [7].

Ha pucynky 2.1 HaBeneHo cxeMy, Ha SIKii TOKa3aHo, sk npairoe MVC.

OHoBNHOE

KoHTponep — _.| Mogens

F Y

h 4

"‘— Kopwctyeay Bade MNpeacTaBneHHA

Pucynok 2.1 — Cxema po6otu MVC

Ha pucynky 2.2 HaBejieHa Jiarpama KjaciB, sika Oyya po3poOJieHa 3aBAsSKU

oe3komroBHOoMy BeOmonatky Creately [8] 3 Bukopuctannsm mou UML [9]. Ha
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HI{ BUJIHO, KM KJIAC 3a SIKUM 3aKpIIJICHO, 1 IK BOHH B3aeMOJIi10Th. KoxeH kmac y
pO3pO0TIOBaHIM CHUCTEMI BUKOHYE OJHY 3 pOJICH: MOJenb, KOHTpoJep ado
npeacTaBiieHHs. Takuil moain 3abe3rneuye peaizallio apXiTeKTypHOTO Ia0JIOHY

MVC. I'omoBauM ki1acom € Player.

Wakhens

*RayGame(]

Extiiarral]

ol
" « 4
ba
w iisitiond
“Gasherairmapond]
Playar
o; finat = 10F;
o
o
wllp

U GametEe

Camerafolion

et dorve GameChject
*OnPlayurDaath: EventHasclur

r

Pucynok 2.2 — UML niarpama knaciB

2.3 BuOip pyuuis nyst po3pooku

VY upoMy po3auii 3AIMCHEHO aHai3 ICHYIUMX ITPOBHX PYIIIiB 3 METOIO
BU3HAYECHHS HAWIINIIOro BapiaHTy [isi po3poOku 2D rpu. Cepen HaOUIbII
NOMYJSIPHUX ITPOBUX PYUIiB JJs PO3POOJEHHS MOAATKY Jisi TMOPIBHSJIBHOTO
aHaiizy OyJio BHOKpemyieHO HaiOunbin momyisipui: Unity, GameMaker, Godot
Engine.

IrpoBuit pymiii (anrn. Game engine) — 1€ NPOTPaMHUNA KOMIUIEKC,
LEHTpaJIbHA MPOTrpaMHa YacTUHA Oy/b-KOi BIJEOrpH, sKa BIJMOBIJAE 32 BCHO il

TEXHIYHY CTOPOHY, J03BOJISIE€ MOJErMIMTH PO3pOOKY I'pH HUIIXOM YyHi(ikaiii Ta
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2.3.1 Unity

Unity — kpocrutatropMHe cepeoBHIIE PO3POOKH KOMII FOTEPHHUX irop, sKe
Oyno ctBopeHe amepukancbkoro kommaniero Unity Technologies. Unity gae 3mory
CTBOPIOBATH JOJIaTKH, SKI (PYHKIIIOHYIOTh Ha TOHAJ 25 pi3HHX IatdopMmax,
30kpemMa nepcoHanbHuX KoM oTepax (I1K), irpoBux KOHCOJAX, MOOLIBHHUX
npuctposx Ta iHmux. Peniz Unity BinOyBes y 2005 poky, 1 BiaToAl BiOyBa€eThCs
HEeIMepEepBHUI PO3BUTOK.

Penakrop Unity BHpI3HSE€TBCA IHTYITUBHO 3pO3yMUIMM 1HTEpQencoM 13
migTpuMKoro TexHoorii Drag&Drop. Horo intepdeiic ckIagaeThes 3 AeKibKOX
GyHKIIOHATBPHUX BIKOH, IO 3a0e3neuye 3py4HICTh Yy TIpoleci po3poOKku Ta
JI03BOJISIE 3A1MCHIOBATH HAJIATOJKCHHS TpH Oe3mocepeiHbo B peaaktopi [11]. s
HAlMCaHHsS CKPUIITIB BUKOPHUCTOBYEThCS MOBa ImporpamyBaHHs C#. @i3uyHi
obuncnenHss B Unity 3a0e3neuyroThbesi 3a JOMOMOTOI0 JBOX BOYJOBaHHMX PYIIIiB:
PhysX Big NVIDIA — mist 3D ¢izuku, Ta Box2D — miis 2D-cuMyIisiii.

[TpoexTtu B Unity moAISIFOTECSA HA CIICHH (PiBHI1), KOXKHA 3 AKUX € OKPEMHUM
(aiioM 13 BTacHUM Ha0OpOM 00’ €KTIB, KOMIIOHEHTIB, CLIEHAPIiB Ta HAJIAIUTYBaHb.
CueHr MOXYTh MICTUTH SIK Bi3yaldbHI 00 €KTH, TaK 1 TOPOXKHI HEBUIUMI 00’ €EKTH
(mycTyIiKu), sSIKI BUKOPUCTOBYIOTHCSl SIK KOHTEWHEpPU abo JIOTIYHI OJUHHUIN. YCi
00’€KTU CIEHU (POPMYIOTHCS 3 KOMIIOHEHTIB, IO KX MPUKPIILTIOITHCSA (ailan 31
CKPHUIITaMU, 110 PEaTi3yI0Th JIOT1KY B3a€MO/III.

KoxxeH 00’eKT Mae Ha3By, a TaKOX MOXe OyTH MO3Ha4YeHWl Terom ado
Hajexatu 10 nesHoro mapy (Layer). HezanexHo Bij Tumy, yci 00 €KTH MICTSTh
000B’sI3KOBUIM KOMIOHEHT Transform, sikuii 30epira€ KOOpAWMHATH TOJIOKCHHS,
oOepTaHHs Ta MaclITady TPUBIMIPHOMY IIPOCTOPI.

Unity TakoXX MIATPUMY€E MOJETIOBaHHS (I3UKK TBEPAMX TLI, TKAHWHHU Ta
cucremy Ragdoll (imitaris «ran4ipkoBoi jsutbkuy») [12]. V pemakropi peanizoBaHO
iepapxir0 00’€KTIB — JOYIpHI 00’€KTH aBTOMATHUYHO HACHIAYIOTh 3MIHU TMO3UIII,

MOBOPOTY Ta MacIITaly 0aThbKIBCHKUX.
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CkpunTH 101a0ThCS 10 00 €KTIB K OKpeMi KOMITOHEHTH. {151 cTBOpeHHS
a”iMaIliii MO)XKHa CKOpUCTaTHCS BOYJOBaHHM I1HCTpyMEHTOM Animator, abo
IMIIOPTYBaTH 3a37ajeriib roToBl aHiMaIlii 3 2D-penakTopiB pa3zoM i3 MOJEISAMU,
HICJIst YOTO pOo30MBATH 1X HA OKpEMi KITIMH.

ITicist KOMITUTFOBaHHS TIPOEKTY CTBOPIOETHCS BUKOHYBaHMM aiin (.exe)
st Windows, a B OkpeMiil AUPEKTOpli PO3MIILLYIOThCA BCl CYMyTHI JaHl TpU —
piBHI, TEKCTYpH, 3BYKH, aHiMaiii Ta Oi10mIOTeKH, M0 MiAKIIOYAI0THCS
nuHamivHo [13].

IlepeBaru Unity:

— py1uiii 0€3KOIITOBHHIA;

— HU3bKUU TIOPIT BXOJIKEHHS;

— IHTYITUBHO 3pO3yMUINI 1IHTEP(ENC;

— KpOCIUIaT(POPMHICTB;

— TIOTYKHUU pelaKTop;

— BI3yaJi3allisl 3MiH y peajlbHOMY 4acl;

— KOMITIOHEHTHO-MOYJIbHA apXITeKTypa.

['onoBHuM Hepodikom Unity € oOMexeHi MOMXJIMBOCTI Bi3yajabHOTO
penakropa miag dYac poOoTH 3 00’€KTaMHu, M0 MICTATh BEIHMKY KIJIbKICTh
KOMITOHEHTIB, 10 YCKJIAJHIOE KEPYBaHHS CKJIAJHUMHU CTPYKTypaMu B iepapxii
CIICHH.

Ha pucynky 2.3 300paxkeno intepdetic Unity.

2.3.2 GameMaker Studio

GameMaker Studio € ogHUM 13 HAUNOIIMPEHIIIUX ITPOBUX PYIIIiB, SIKUN
3a0e3nedy€e MOJKJIMBICTb CTBOPEHHS 3aCTOCYHKIB IS IIMPOKOTO CIEKTpa
m1aThopM — BiJ IEPCOHATILHUX KOMIT FOTEPIB 10 MOOUIBHUX MPHUCTPOIB, ITPOBUX

KOHCOJIe! Ta BeOCepe/I0BHIIL.
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Pucynok 2.3 — Intepdeiic Unity

GameMaker Hagae MOXJIMBICTH CTBOPEHHS PO3LIMPEHb JJISl YHCICHHHUX
m1aTGopM 13 BUKOPUCTAHHSM BIAMOBIIHUX MOB MporpamyBaHHs. [ligTpumyroThcs
Taki ¢opmaru posmmpenb: GML (yniBepcanshuii), DLL (Windows, Windows
Phone, XbpxOne), JavaScript (HTML5), SO (Linux, Tizen), DYLIB (macQS),
PRX (PS5), a Takox crnemianbHi 3araymku s 10S ta Android. Jloctymaa
(GyHKLIST MPOKCI-PO3UIMPEHb, IO JI03BOJISIE BUKOPUCTOBYBAaTHM OJIHAKOBI 1MEHa
GyHKIIIA Y KOl 3 TPUB’SI3KOI0 10 BIAMOBITHUX 010110T€K KOXKHOI MIaTHOPMH.

GameMaker miaTpumye poGoTy 3 koayBaHHsiM Base64, JSON, MDS5,
po3nakoByBaHHsM ZIP-apxiBiB, 00poOKoto ¢aitniB .ini, TEKCTOBUX Ta OIHApPHHUX
GdaiiyliB, a TakoX omepamisMd 3 Katajoramud. KpiMm 1boro, pyiiiid mg03BOJIsIE
peanizoByBaTH MEpEXKEBY B3a€EMOJIiI0: OaratrokopucTysailbki irpu uepe3 UDP,
TCP, Bluetooth, HTTP-3anutun, 3aBanTakeHHst (aiiiiB, a TaKOXK IHTETpariro 3i
Steam API ta Facebook.

3 Bepcii 1.1.1086 nogano miATPUMKY LIeiIEpiB — MOTYKHOTO THCTPYMEHTa
JUTSL BI3yallbHUX €(eKTiB 1 peHnepuHroBux Tpanchopmairiii [14]. [linTrpumyroTscs

BEPIIMHHI Ta (parMeHTH1 e epH.
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OxpiM CTaHJApTHUX €JIEMEHTIB KepyBaHHs y BUIJISIII MUIIII Ta KJIaBiaTypu
peari3oBaHO MIATPUMKY TedMITajliB, JKOWCTHUKIB, CCHCOPHUX €KPaHIB 1 JaTYHKIB
HaxuIy Ha MOOUIBHUX MPUCTPOSIX.

Pymiii MicTUTh mupokuit Habip mMaTeMaTMyHUX QYHKIIN 11 pobdoTd 3
BEKTOpaMH, CKaJsipaMy, TPUTOHOMETPUYHUMH OOYMCICHHSIMU, Jorapudpmamu,
IHTEPIOJIAIIE€I0, HOPMAJIi3alli€l0 BEKTOPIB, a TaKOK (DYHKIUSAMH JIJI1 OOUMCIICHHS
CKaJSIpHUX J0OyTKiB. TakoX BIH MICTUTh I1HTErpoBaHMN (I3UUHUN pyLIiH
Box2D [15] 3 noBHEM HaOOPOM IHCTPYMEHTIB I pOOOTH 3 HHM.

Ha BigMiny Big momnepeanboi Bepcii GameMaker, cyuacHnii GameMaker
KOMIIUTIOE KOJ[, & HE 1HTEPIPETYE WOTo, M0 3HAYHO MOKpAIIy€e MPOAYKTUBHICTS,
X04 1 BHUKJIIOYAE€ MOXJIMBICTH JUHAMIYHOTO BHUKOHAHHS KOAY TiJl 4ac pPOOOTH.
JonatkoBo noctynauii Mmoaynb YoYoCompiler, akuii Tpancimoe GML y C++ Tta
ONTHUMI3y€e BUKOHAHHS. 310paHi 3a JOMOMOTOI0 I[HOTO KOMITUIATOpAa MPOEKTH
JIEMOHCTPYIOTh BUCOKY MPOJYKTUBHICTh, HAaBITh MPHU BEJHMKIN KUIBKOCTI 00’ €KTIB
Ha cueHi. Ognak miarpuMka YoYoCompiler oOmMexeHa 1 NATPUMYEThCS HE BCiMa
raThopMamH.

GameMaker nmiaTpumye nomyJsipHi cepBicM MOHeTU3alli, Taki sk AdMob,
Google, Analytics, Google Play Licensing. Takox mnepemxbaueHo iHTerpariito 3
cucremamu KouTpoutto Bepeiii — GIT, SVN, Mercurial.

OcranHl Bepcii LBOrO pPyLIis OCHAIIEHI PO3IIHMPEHUM  MOJIYJIEM
BinnarokeHHs: (The Debug Module), sxuii 103BoJisie CTaBUTH TOYKY 3YIMHHY,
BIJICTEKYBaTH BHMKOHAHHS CKPUIITIB, MEPErVISIAATH 3HAYEHHS 3MIHHUX, BMICT
Oy(epiB Ta OLIHIOBATH NPOAYKTUBHICTh KOKHOTO (hparMeHTy Koay [16].

[TepeBaru GameMaker Studio:

— MIATpUMY€E po3poOKy mia pi3Hi 1atgopmu, 3okpema: Windows,
macOS, Linux, Opera GX, Android, 10S, Windows Phone, Tizen, Xbox Ta
Playstation;

— Mae€ JOCTYMNHY MiATPUMKY 30BHIIIHIX 010J110TE€K 1 PO3IIUPEHb, BKIFOYHO

3 TUMH, II1IO HamycaHl Ha piSHI/IX MOBax IIpOTrpaMyBaHH:,
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— Ma€ THYYKYy CHCTEMy JIIIEH3yBaHHS, mpuuoMy 0a3oBa Bepcid

GameMaker Studio € MOBHICTIO OE3KOIITOBHOIO;

— Mae€ IHTerpallito 3 NONYyJISIPHUMHU CUCTEMaMU KOHTPOJIIIO BEPCiif;

— miarpumye miargopmu auctpudyiii, Taki sk Steam, Google Play Ta
App Store.

["'0710BHUM HEAOIIKOM € CKJIaJHa IHTErpallis 3 30BHIIIHIMU CUCTEMaMHU.

Ha pucynky 2.4 300paxeno intepderic GameMaker Studio.

[+ ]

[
® w
-
.i .
[+ BEE
[
,i-

-]

<

<
E

Pucynok 2.4 — Inrepdeiic GameMaker Studio

2.3.3 Godot Engine

Godot Engine — ne BiZKpUTHI MYJIBTUILUIATGOPMHHNA ITPOBUN PYIIMA IS
ctBopennst 2D Ta 3D, 10 po3moBcromKyeThes mix inensiero MIT [17]. Horo
cepenoBuine po3podku mpairoe Ha Android, HTMLS5, Linux, macOS, Windows,
BSD Ta Haiku, a Takox miarpumye ekciopT mpoekTiB jyist [1K, irpoBux KoHCOEH,
MOOUTIBHUX TIPUCTPOIB 1 BeOIIIaThOpM.

l'onoBua wmera Godot — 3a0e3meuynTH MaKCHMajabHO I1HTErpOBaHE 1

CaMOJIOCTaTHE CEepPEOBUINIE UIsi CTBOPEHHsS irop. BoHO m03BoIsie po3poOHUKaM
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NPALIOBaTH «3 HYJsD», 0€3 HEOOX1IHOCTI 3aIy4aTd CTOPOHHI 1HCTPYMEHTH, OKPIM
TUX, 110 MOTPiOHI IS CTBOPEHHS KOHTEHTY (Hampwkiam, Tpadixy abo 3BYKY).
[IporpamyBaHHsT MOXHa BUKOHYBaTH fK y BOYJOBaHOMY peAakTopi, Tak 1 B
3oBHIHIX IDE, nanpuxmnan Visual Studio Code.

ApxiTekTypa pyliiis 0a3yeThcsl Ha JepeBi cnaakoBux cieH [18], me xoxken
€JIEMEHT MOXKE CTaTH OKPEMOI0 MOBHOIIHHOIO cieHow. lle mo3Bosisie THy4KO
3MIHIOBaTH CTPYKTYPY MPOEKTY, MacImITaOyBaTH ii, 1 MpaIfoBaTH 31 CKJIATHUMU
CTPYKTYypaMH Ha OCHOBI ITPOCTUX aOCTPAKITIN.

Bci pecypen rpu — ckpuntd, rpadika, CU€HHM — 30€piraroTbCsl y BHUIIISAIL
3BUYANHMX (DailIiB y manil NpoeKTy, 0€3 CKIIaJHUX BHYTpIIIHIX 0a3 nanux. [Ipocti
pecypcu 30epiraloTbesl y BUTIISI TEKCTOBUX (DaiiiiiB, 110 MOJIETIIYE iX 0OpoOKy i
JI03BOJIIE KOM(POPTHO BUKOPUCTOBYBATH CUCTEMH KOHTPOJIO BEPCiid, 0COOIMBO B
KOMaHIH1H po3po0ii.

IrpoBa norika B Godot mnumieTbcss Ha BIACHIM CKPUNTOBIA MOBI
nporpamyBaHHsi GDScript, ska € BHCOKOPIBHEBOIO 1 AMHAMIYHO THITI30BaHOIO,
cxo0x0r0 Ha Python. BiaMiHHiCTh mosisirae B 000B’I3KOBOMY OTOJIONICHHI 3MIHHUX
yepe3 KI0YOBE CIOBO «vary, Ta ONTUMI3aLlli MiJl CHCTEMY CIIEH 1 BY3JiB.

Godot Bkmouae BOYOOBaHMI PEIAKTOP CKPHUIITIB 3 aBTOJOINOBHEHHSIM,
aBTO(OpPMATYBaHHSIM, MIJCBITKOI0 CHHTAKCUCY, MIBUIAKAM JOCTYIIOM IO TTOBHOTO
nporpamHoro iHtepdeiicy (application programming interface, API) pymis.
[TinTpumyeTbest Takoxk pobota 3 3oBHimHIME IDE, sk Visual Studio Code, i3
MO>KJIMBICTIO B1JIarOIKEHHS.

I'padiuna cucrema pymris 6azyerscss Ha OpenGL ES 3.0, a nounnarouu 3
Bepcii 4.0, momano miaTpumky Vulkan. Jlns crtBopenHs miedmepiB  [14]
3aCTOCOBYETHCS CIIPOIIIEHA MOBA, ska € miaAMHOXHHOIO GLSL, 3 MOXIUBICTIO
BUKOPHUCTaHHS BepIIMHHUX (vertex) 1 ¢hparmenTHrX (fragment) meiaepis, a TakKoK
BI3yaJIbHOTO PEIAKTOpa IICHIepiB.

Godot mae okpemy 2D-rpadgiuny  miacuctemy, SKy ~— MOXHa
BUKOpUCTOBYBaTH He3anexxHo Big 3D. Bonma minrpumye GUI, poboty 3i

cripaiiTaMu, TaiiaoBy rpadiky (3BUYAiiHY, 130METPUYHY Ta BJIaCHOro (opmary),
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parallax scrolling, 2D-ocBiTienHs, TiHi, CHCTEMYy 4acTO4YOK. PO3pOOHUKH MOXKYTh
koMOinyBatu 2D 1 3D gepe3 By3osm Viewpoint.

VY cepenoBuiii € BOygoBaHa aHiMalliifHa cucTeMa, 110 MIATPUMYE CKEJICTHY
a"imariito [19], animamiro ¢opM 1 CTBOpPEHHsS KaT-CIIeH. 3aBISKHA BY3JOBiH
apXITEKTypl MOXKHA aHIMYBaTH OY/Ib-SK1 TapaMeTpU I'PH.

@iznynmii pymriit [20], po3pobiienuii 3 Hys, onTHMi3oBaHui it 2D Ta
3D, miaTpuMye peMKacTHHI, BHUSBICHHS 3ITKHEHb, JMHAMIKY TBEpAUX TiI,
3’€¢HAHHS MK HUMH, KIHEMaTUYHUH KOHTpPOJEp IMepcoHaxka Ta 0a30BuUi
KOHTPOJIEP TPAHCIIOPTY 3 (P13UKOIO IM1JIBICKH.

[licnss 3aBepuIeHHS PO3POOKH, MPOEKT MOYKHA EKCHOPTYBaTH Ha pI3HI
wiatdopmu: 1K, mMoO6iabHI mpucTpoi, koHcomi 1 BeO. s koxkHOT miatopmu
MOXHAa HaJalllTOBYBaTU OCOOJMBI MapaMeTpu — 30€piraHHsd [OaHHUX, 3aXHUCT,
CTUCKaHHS TEKCTyp, PO3AUIbHY 3AaTHICTh Tomo. lliatpumytorbess Windows,
macOS, X11 (Linux, BDS), Android, iOS, HTMLS, a Tako:X MOXJIUBHHA Py4YHHIA
€KCIIOPT Ha 1HII CHUCTEMH 4Yepe3 KOMIULALIK pyIIis M BIANOBIAHUN MakKeT
inctpymenTiB  (Software development kit, SDK). 3aBasku MiHIMaJbHIiN
3aJICKHOCTI Bijl CTOPOHHIX 010J1I0TEK IS mporec J0CUTh IpocTHid [21].

[TepeBaru Godot Engine:

— O€3KOIITOBHA BEPCis;

— KpOCIUIaT(POPMHICTB;

— IHTYiTHBHA By3JI0Ba apXiTEKTypa;

— JIETKE KepYyBaHHS BEPCISIMU;

— BOyZIOBaHE cepeIOBUIIE PO3POOKH.

['onoBHUM HEMOTIKOM I[HOTO PYIIIiSl € 3HAYHO MEHINA KUTBKICTh PECYpCiB 1
nokymenTauii, Hix y Unity un GameMaker Studio.

Ha pucynky 2.5 300paxeno intepdetic Godot Engine.



Pucynoxk 2.5 — Intepdeiic Godot Engine
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VY tabnuni 2.1 HaBenEeHO MOPIBHSAHHS MPOAHANI30BAHUX ITPOBUX PYILIIB

Unity, GameMaker Studio, Godot Engine, 3 OI[IHKOIO KIIOUOBUX XapaKTEPUCTHUK

3a mKajoro Big 0 1o 5.

Tabmuusa 2.1 — mopiBHsHHS irpoBux pymriiB Unity, GameMaker Studio,

Godot Engine

XapakTeprucTrKa Unity | GameMaker Studio | Godot Engine
JleTanbHe TEXHIYHE CYITPOBOJIKEHHS 5 4 2
[ToBHOIIIHHI MOKJIMBOCTI 3

3) 5 4
KKOPOOKM»
[TinmamrryBanHs mia pi3HI NPUCTPOI 5
Ta eKpaHu
[TinmamrryBanHs mia pi3HI NPUCTPOI

5 4 5
Ta eKpaHu
Pozmpena ¢pyHKIIOHATBHICTh 4 3 5
[TpoayKkTUBHICTh Ta €PEKTUBHICTD

5 4 5
poboTtu
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[Tponosxenns Tabmwmi 2. 1

XapakTepucTruKa Unity | GameMaker Studio | Godot Engine
3MaTHICTh /IO 3POCTAHHS CKJIATHOCTI
5 3 5

IIPOEKTY
JlerkicTh OCBOEHHSI HOBaUKaMH ) 4 2
KpocmnardopmuicTs 5 5 5
Binbae 3acTocyBanns 6e3

. . 5 4 5
TITEH31HHUX BUTPAT

VY pe3yibTari NpOBEIEHOTO NOPIBHSIBLHOIO aHali3y OyJio BCTAHOBJIEHO, 110
HaWOLIBII ONTUMAJILHUM BapiaHTOM IS peajizallii Moro mpoekTy € pymii Unity.
BiH BUpI3HAETHCA AOCTYIHICTIO IS HOBAuUKiB, HasBHICTIO OE3KOIITOBHOI BepCli,
PO3BUHYTUMHU 3aco0amu Juisi cTBOpeHHs 2D-rpadiku Ta aHiMailiii Ta MOBHOIO
TeXHIYHOI JokyMeHTalli€. Godot Engine moctrymaetrbcsi Unity B ToMy, 1O Yy
HBOTO Jy’K€ MaJo JOCTYIHOI JOKyMmeHTawii. Sk Oylio 3a3HayeHo BuIIE, HOro
po3po0roBaia HE KOMEpIIHHA KOMIMAaHIs YW OpraHizaiis, a MporpamicTH-
Jo0uTeNi, 1, X04a CIIBTOBAPUCTBO IIAHYBAJILHUKIB I[LOTO YISl POCTE 3 KOXKHUM
JTHEM, BCE OJIHO Yepe3 HeJAOCTaTHICTh 1H(OpMAaIlii moYaTH po3po0IIOBaTH MPOEKTH
Ha HbOMY Jy’ke Baxko. Xoya GameMaker Studio neMoHCTpye XOpoIi MOKa3HUKU
3a OUIBIIICTIO MapaMeTpiB, HWOro MOXIMBOCTI Yy cdepl 2D-pizyamzanii
noctynamThesi Unity y (yHKIIOHaNI, 1 4epe3 Iie BiH HE J03BOJISAE€ TMOBHICTIO
3aJOBOJBHUTH BHUMOTH mpoekTy. Came ToMy Unity oOpaHO SK OCHOBHUI

IHCTPYMEHT JIJIs peatizallii MoCTaBJICHO1 3a1ayi.

2.4 OcobauBocti Unity sik ocHOBHOI muiaTgopmMu po3podKu

VY pamkax 00paHOro IHCTPYMEHTY PO3pOOKH MPOTPAMHOTO 3a0€3MeUCHHS —
irpoBoro pyus Unity, apxXiTekTypa MailOyTHbOI mporpamu 0a3yBaTUMETbCS Ha
CHeliali30BaHNX MOIYJAX. B OCHOBI MPOEKTY J€XaTh CIIEHU, SIKI € OKPEMHUMHU

daitnamu, 1mo GOpMyIOTh HE3aJeXHI1 IrpOB1 MPOCTOPH 3 BIACHUMH OO0’ €KTaMH,
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CIeHapisIMU Ta HamamTyBaHHAMU. CHEHHM MOXYTh MICTUTH SIK TIOBHOIIIHHI
Bi3yallbHI €JIEMEHTH, TaK 1 JIOT14HI OJI0KK Oe3 rpadigyHOro mpeacTaBiIeHHs, TOOTO

TaK 3BaHi «1ycTi» 00’exTu. Ha pucyHky 2.6 300pakeHa iepapxist 00’ €KTIB CIICHH.

Pucynox 2.6 — lepapxis 00’ €KTiB ClieHH

KosxeH 00’eKT y CIIeH]1 CKIIaJaeThCsl 3 KOMIIOHEHTIB, SIKi BU3HAYAIOTh HOTO
NOBEAIHKY Ta BAacTUBOCTI. CKpUIITH, IO OMUCYIOTh JIOTIKY, B3AEMOJIIOTh CaMe 3
MMU KOMIIOHEHTaMH. Y KOXHOro 00’€KTa € Ha3Ba (sika He 000B’SI3KOBO Mae OyTH
YHIKQJIbHOIO), TE€TH Il Kiacudikamii Ta mapu, siki BiAMOBIIAIOTH 32 PEHICPHHT.
OnnuM 3 0a30BUX €JIEMEHTIB KOKHOTO 00’c¢kTa € Transform — KOMIIOHEHT, SIKMM
3aJ1a€ TOJIOKEHHSI, OPIEHTAIlII0 Ta MacIITad y IPOCTOPi.

Unity 103Bojsie 3aCTOCOBYBATH KoJjaiiiepu Ui peamisaiiii  (Gpi3uaHuX
B3aeMOJiN,  Hampukiang — kopoOkoBuii  (box),  chepuunwmii  (Sphere),
kancynpHuM(capsule). KommonenTn 00’ €kTiB 300pakeHO Ha PUCYHKY 2.7.

Iepapxisi 00’€KTIB B penakTopl HIATPUMYE CHCTEMY OaTbKIBCBKHUX 1
JOYIpHIX €JIEMEHTIB, Y SIKIi 3MIHM MO3MII1 YM MaciiTady «0aThKiB» aBTOMAaTUYHO
MOIIMPIOIOTECS Ha BCl BKIJIAJEHI 00’ekTH. CKPHUNTH JOJAIOTHCA O OO0’ €KTIB Y

BUTJISA/Il KOMIIOHEHTIB, 10 3a0e3medye MOy IbHUN MiIX1]T 0 MOOY0BH JIOTIKH.
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Rigidbody 2D

Dynamic

v Player (Script)

Aent

Collider 2D

Pucynoxk 2.7 — KoMnoHeHTH 00’ €KTiB

Pymiii miaTpumye HamucaHHS BJIACHUX MIEHJEpiB, aHIMAaIllHI CIICHH
MO>KHa CTBOpIOBaTH sIK BcepenuHi Unity, Tak 1 IMIIOPTYBAaTHU 330BHI, MICJISI YOTO
00poOIIATH iX Y peIaKTopi.

3aranom, pymiid Unity Hafja€ IIMPOKUIN CIIEKTP 1HCTPYMEHTIB, HEOOX1THUX
JUISL CTBOPEHHS 1rop pi3HOro Tumy: (GI3UYHE MOJYJIOBAaHHS, PEHIECPUHT 3
JUHAMIYHUM OCBITJIGHHSM 1 TIHSAMH, 3aCTOCYBaHHS KapT Hopmaiei Tomo. Ha
BIIMIHY BiJ OaraTh0X ajbTepHATHUB, KJIHOYOBOK TepeBaroro Unity € 3pydHe

Bi3yallbHE CepeloBHIlle po3poOKku. BOymoBaHuii penakTop HE TUIBKH 3a0e3medye
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IHCTPYMEHTH JJII MOJICTTIOBAHHS Ta TECTyBaHHS, a i 3HAYHO MPUCKOPIOE PO3POOKY
IPOTOTHIIIB.

Takox BapTO 3a3HAUYUTH MOAYJIBHY MOOYIOBY 00’€kTiB y Unity: 3amicThb
KJIACHYHOTO HACHITyBaHHSA, SK Y JESIKUX pPYIIsSX, TYyT BUKOPHUCTOBYETHCS
KOMIO3UIlsI — 00 €KTH CTBOPIOIOTHCA HUIIXOM 00’eqHaHHSA (DYHKIIOHATBHUX
eJIeMeHTiB. Takuii MiJXiJl 3HAYHO CIPOIIY€E MPOEKTYBAHHS Ta J03BOJIsIE€ €EKTUBHO

IIpanroBaTH 3 IIPOTOTHUIIAMMU.

2.5 Bubip IDE
2.5.1 Microsoft Visual Studio

Microsoft Visual Studio € moTyxHUM cepeloBUILIEM PO3pPOOKH, IO Mae
BOy/IOBaHMM penakTop kKoay 3 miarpumkoio IntelliSense — iHTeneKTyalbHOT
MiJKa3Kd TPU HAMUCaHHI KOAYy, a TakoX 0a30Bl 1HCTPYMEHTH Uil 3PY4YHOTO
pedakropunry. BuyTpimHii Bigaromxysau (debugger) n103Bosisie BUKOHYBATH SIK
MOKPOKOBY TIE€PEBIPKY BUXIAHOTO KOy, TaK 1 MpAaIfOBaTH Ha PIBHI MAIIMHHUX
THCTPYKIII}.

Cepen 1HIIUX 1HCTPYMEHTIB, 110 iHTerpoBaHi y Microsoft Visual Studio, €
BI3yaJIbHUM penakTop GopM, sIKWi CIpolrye moOyaoBY iHTEpPeEiciB KOpUCTyBaya,
penaktop HTML/BeOKOHTEHTY, KOHCTPYKTOp KJaciB Ta peNakTop s
MIPOEKTYBaHHS 0a3 JaHUX.

Opniero 3 ronoBHux nepesar Microsoft Visual Studio € iioro raydkicts y
posmupeHHi (QYHKI[IOHATY — CEpeoBHUINE MIATPUMYE IHTETpallil0 CTOPOHHIX
po3mmpenb 1 MoayiniB. lle mM03BoJisie KOpUCTyBadyaMm MIAKIIOYATH JTOAATKOBI
IHCTPYMEHTH Ha OyIb-IKOMY e€Tali po3poOKH: BiJ IHTErpamii 3 CHCTEeMaMH
KOHTPOJIt0O Bepciii (sax Hampukian Subversion abo Visual SourceSafe), mo
PO3IMIMPEHUX PENAKTOPIB, SKI JOTOMAraroTh MPAIOBAaTH 3 HOBUMH MOBAMH YU

crenu(iYHIMU TPHUKIIATHUMH cepeaoBuiamu [22].
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2.5.2 Jetbrains Rider

Jetbrains Rider — me morykHe cepemoBHINE PO3POOKH, OPIEHTOBaHE Ha
ctBopennst nporpam mis miatdopm NET Core, Xamarin ta Unity, sike 70CTyIHE
st Windows, macOS Tta Linux. Pegakrop miaTpuMye IIUPOKY ramy MOB, SKi
BukopuctoBytoThcsi B .NET-exocuctemi: C#, VB.NET, F#. A Takox mparoe 3
ASP.NET Razor, Javascript, TypeScript, HTML, CSS, SCSS, XAML, XML,
JSON 1 SQL.

[HTenekTyanbHl  (QYHKUIi pegaryBaHHs  BKIIOYAIOTh KUIbKA  THIIIB
aBTOJIONIOBHEHHA, IIA0JOHM JJI1 CHOPOUIEHHS HamMCaHHS KOJy, HOCT(IKCHI
BCTAaBKH, MOKJIMBICTb peAaryBaHHA OJHOYACHO B KUIBKOX MICHSX, a TaKOX
HaBIralllo MO 1€papxli KJaciB 1 METOAIB 3aBIAKU 3pyYHUM 1HAUKaTOopaM. Kpim
TOTO, CEPEJOBHILE aBTOMAaTHYHO [JOJA€ BIJCYTHI HPOCTOPH IMEH, JYXKKH,
MIJICBIYY€E JIOT1YHI OJIOKM KOy, a TaKOoX 3a0e3rnedye 3pydyHHH Tmepexia 1o
pedakTopuHTry, reHepallli Y HaBiraiii BChbOoro B KiJlbKa HATUCKAHb.

Rider mictute nmonan 2200 aHami3aTOpiB KOy, SIKI BUSBISIOTH IOMHUJIKH,
Hee(DeKTUBHI KOHCTPYKIIi a00 HEBIANOBIIHICTh, a Takox mnoHag 1000
aBTOMAaTH30BaHMX CIIOCOOIB  BUIIPABJICHHSA Takux IpobseM. IHCTpymeHT
rJI00aJIBHOTO aHaJli3y MPOEKTY JO3BOJISIE 3HAXOIUTH TTIOMIIIKH B OY/Ib-siKOMY (haiiii
pILIEHHS — HaBITh SIKIIO BiH Hapa3l HE BIAKPUTUHN y BIKHI peAaKkTopa.

st po3poOnukiB, siki mpaioroTh 3 Unity, Rider mpomonye rinuGoky
IHTEerpanio: y BepxXHiil maHenl po3TamoBaHi kHonku Play, Pause, Step, mio
CUHXPOHI3YIOThCSL 3 BIJMOBIAHUMHU ejlemMeHTamMu penaktopa Unity. Cran
nigkimoueHHs 10 Unity BimoOpakaeTbesi uepes CremiaibHy 1KOHKY, a BC1 3MIHH B
KO/l aBTOMaTU4HO niepenaroThes 70 Unity y pexxumi peiaryBaHHsI.

[Ile omHIEIO BAXKITMBOIO TICPEBArol0 € MOXKIIMBICTD JCKOMITUISIIT 30BHIIIHIX
010110TeK — KOPUCTYBayl MOXYTh MEperyiagaTH, HAIaroJKyBaTu Ta aHali3yBaTH
HaBIThb 3BOPOTHO CKOMIIUIbOBAHUW KO, BKJIIOYHO 3 MEPEXOAaMH MO (PYHKIIAX,

BCTABJICHHA TOYOK 3YIIMHKHU Ta INCPCTIIAI0M 3MIHHHX.
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Rider Takox Mae yHiKanbH1 IHCTpyMEHTH Al poboTu 3 Unity-npoekTamu:
CHeliali30BaHl 1HCMEKIi, $KI BHUSABISIOTh HEePEKTUBHI IIaOIOHU KOOy 1
IPOTOHYIOTh PIIIEHHS — HAIIPUKIIAA, BUKOPUCTAHHS KEIIyBaHHS, IEPEBaHTAKEHUX
MeTO/I1B uu O11biI ontuMaibHOro API. Yce 11e 3HauHO mokpallye mpo yKTHBHICTb
PO3pOOKH i1 103BOJISIE CTBOPIOBATH e(heKTHBHIIIN irpoBi pimreHHs [23].

Hwxue naBeneHo tabimito mopiBHAHHSA (yHKi Microsoft Visual Studio Ta

Jetbrains Rider.

Tabnuug 2.2 — [TopiBHSHHS BUILIE ONMCAHUX CEPETOBHILL PO3POOKH.

XapakTeprcTuKa Microsoft Visual Studio Godot Engine
[TinTpumka kinbkox OC + +
JlocTymHICTh 0€3011JIaTHOTO N
BapiaHTy BUKOPUCTAHHS -
[ToBHOIIIHHE Ta CTPYKTYpOBaHEe s .
JOBIAKOBE 3a0€3MeUeHHS
CyMICHICTb 3 I'POBUM IPOIIECOM s
Unity dyepe3 naHenb KepyBaHHS -
[ToBHOIIHHA pOOOTa 3 00’ EKTHOIO + +
mozemmo Unity
[TinTpumMka iHTETpartii 3 + +
CUCTEMaMHU BIJICTEKEHHS 3MIH Yy
Kol
3py4HHMii Ta IHTYITUBHO + .
3po3yMinnil iHTepdeiic
Bucoka mBuakomis ta + -
IPOIYKTUBHICTh CEPEIOBUIIA
MO>KIIMBICTh MIEPETIISITY Ta - +
HaJIaroPKeHHS CTOPOHHBOTO
CKOMITLIILOBAHOTO KOAY
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VY miicyMKy MOXHa CTBEP/IXKYBATH, IO CEPEJ] BUIIEC OMUCAHUX CEPEIOBUIIL
po3podku, Microsoft Visual Studio € HaiiOiabI mpUIaTHUM IS €EKTUBHOI Ta
3py4HOI pOOOTH Ha/l MOIM IIPOEKTOM, 30KpeMa 3aBIISIKM HAJIAro/DKEeHil iHTerpaiii 3

penaktopoMm Unity.

2.6 BucHoBKH 32 po31ijioM 2

VY upoMy po3auii Oysio po3riiiHyTE 3aBJaHHs, OB’ A3aHE 3 MPOEKTYBAHHIM
nporpaMHoro 3a0esneyeHHs. B pe3ynbTaTi MpOEKTYBaHHS OyJ0 BHU3HAYEHO
apXITEKTYpHI NPUHIMOU Ta oOpaHO (PpelMBOpKH, AKI OyIayTh 3aisHI MIJl Yac
PO3pPOOKHU.

bynmu cdopmynboBaHi (yHKIIOHAIbHI BHUMOTH. 30KpEMa CTBOPEHO
CXeMaTH4HEe 300pa)keHHs, siKe UTIoCTpye mpuHIMn podotu narepany MVC (Model-
View-Controller), mo 3a0e3meuye JoriyHe pO3AUIEHHS CHCTEMH Ha JaHl Ta
1HTEpPENicC.

Takox Oyno moOymoBaHO naiarpamy KJaciB, sika BI3yasi3ye€ 3aCTOCYBaHHS
apxitektypHoi moneni MVC y crpykrypit maiOyTHhoro gonatky. Ha ii ocHoBi
BU3HAYEHO OCHOBHI MPOTPaMHI KJIacH.

Bbyrno npoBeneno neranpHuil aHaniz Tphox irpoBux pymiii: Unity, Godot
Engine Ta GameMaker Studio. Ha ocHOBi 115010 aHami3y CKJIaJ€HO MOPIBHSJIBHY
TaOJIMIIIO, 10 JI03BOJISIE OIIHUTU CHJIbHI Ta C1a0Ki CTOPOHU KOKHOTO BapiaHTy. 3a
pe3yabTaTaMu aHaily, Al peaiizallii i1ei oopano pymriid Unity 3 orfisay Ha Horo
MPOCTOTY Y BUBYEHHI, JOCTYIIHY OE€3KOILITOBHY BEpCito, MOTYXHY 2D-rpadiky Ta
HasBHICTH SIKICHOT TIOKyMEHTAIII1.

OxkpiM 1BOTO, 3AIMCHEHO aHaJI3 IHCTPYMEHTIB PO3POOKU — THTEIPOBAHUX
CepeloBUII TporpaMyBaHHs. bylio cTBOpeHo Tabnwilo, sika mopiBHioe pizHi IDE 3a
KitouoBuMH mapamerpamu. Ilicas anamizy Microsoft Visual Studio Tta Jetbrains
Rider, ocraTtounuii BuOip Oyno 3pobieHo Ha kopucth Microsoft Visual Studio
3aBJISIKM TIIMOOKIN 1HTErpattii 3 pegakropom Unity, miaTpumini poOOTH 3 IrpOBUMHU

00’€KTaMu, Ta 3aBISKH BUCOKIN POTYKTUBHOCTI.
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3 KOHCTPYIOBAHHSA TPOTPAMHOI'O 3ABE3IIEYEHHSA

VY upoMy po3auii po3MNISIHYTO MPOLIEC CTBOPEHHS MPOTPaMHOT YaCTHHU
IrpoBOro 3acToCyHKy. OCHOBHY yBary mpuIiJI€HO HACTYITHUM acrleKTaM: mo0y10Ba
IrpOBO1 JIOTIKH, CTPYKTypa MPOEKTY, peajizailisi aJrOpUTMYy CTBOPEHHS XBWJIb

CYNpPOTUBHUKIB.

3.1 Cucrema niii, peakuiii i BIAryKiB y rpi

IrpoBuit mporiec (anria. Gameplay) — me xapakrtep 1 cnoci® B3aeMoOJIli
KOpuCcTyBaua 3 Bijeorporo. lleit mpomec ¢GopmyeTbcs Ha OCHOBI BH3HAYEHHX
MEXaHIK: MpaBuJ, IUJIEH 1 METOJIIB iX JOCATHEHHSI, 1[0 TepeadadyeHi po3poOHUKOM.
Pa3oMm 13 CIOXKETHOIO CKJIAJ0BOIO Ta TEXHIYHOKO peajizalli€lo, irpoBa MexXaHika
CTaHOBHTb OJIMH 13 KIIFOUOBUX KOMITOHEHTIB OY/Ib-SIKOTO iIrpOBOTO TPOIYKTY [24].

VY 1eHTpi UbOro MPoIeCy 3a3BUYal JEKUThH [IUKIIYHA CUCTEMA: BUKOHAHHS
nii (Mis) — peakuist cucremu (Peaxiiis) — BiAmoBiHUN 3BOpOTHHM curHai (Biaryk),

KWW BIUTMBAE Ha MOJAIBIIN PIIICHHS TPABIIAL.

3.1.1 Hdin

Hist (anrn. Action) — 1e Oynb-sKe BBEACHHS, SKE TpaBellb 3/1MCHIOE 3a
JIOTIOMOT'OI0 TPUCTPOIB KEpyBaHHS (KOHTPOJIEPiB). Y MEKax MOro MPOEKTY Taka
B3a€MO/Iis peaizoBaHa yepe3 KiaBiaTypy.

['paBenb B3a€MO/I€ 3 TOJIOBHOIO T€pPOiHEIO (B1IbMa), sIKA MEPECYBAETHCS Y
2D npoctopi 3a ocsimu X Ta Y BUKopucTOBYrouM kjiaBimi WASD Ha kiaBiaTypi,
Ta 0’¢ medyem npu HatuckanHi JIKM. fkmio mimitu 10 Bopora OJIM3BKO, TO Y
BIJIBMU 3HHU3UTHCS i1 MaKCHUMaJIbHE 370pOB’s, 1 SKIIO BOHO Bmazae 10 0, To BOHA
NOMpE 1 Ha €KpaH BUCBITUTHCS MEHIO Mporpairy, Ha KoMy Oyje MOKa3aHO Balll

pe3yibTtar [25].
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3.1.2 Peakuis

Peakmist (auri. Reaction) — me BiAmoBigs irpoBOi JIOTIKM Ha BBEICHHS 3
OOKy KopHCTyBaya, sika Bke chopMoBaHa, aje Ie HE MPEACTABJICHA TPABIIO y
Bi3yaJlbHOMY 200 3BYKOBOMY BHTJIS/II.

ITin wac HatuckaHHs KiaBim ki1aBiatypu WASD, 00’€KT «BiJibMay 3MIHIOE
cBoe moJiokeHHST y 2D mpoctopi. Meu (kartaHa) 3poOJieHa TakKOX OKPEMHUM
0o0’extoM. I xoua BoHa mpuB’s3aHa 10 00’€KTa «BigbMa», Mpu HatuckaHHI JIKM

BIH TaKOX 3MIHIOE CBO€E MOJIOKEHHS Y IPOCTOPI.

3.1.3 Biaryk

Biaryk (anrn. Feedback) — nie inpopmariisi, sky rpaBerib OTpUMYE BiJl TPH Y
BIJIMOBIL Ha cBOI 11i. BoHa Mae aB1 0CHOBHI (hopmH:

— SIBHA — YITKO TOKAa3ye€, SIK Tpa pearye Ha B3aEMOJIIF0 KOPUCTyBaya,;

— HEsIBHA — BUKOHYE (DOHOBY UM JOTMOMDKHY (DYHKIIIIO, HATPUKIIAI, Yyepe3
MiJIKa3Ku abo iHTepderic.

[cHye KisbKa TUMIB 3BOPOTHBOTO 3B SI3KY, SIKI MOKYTh KOMOIHYBaTHCH:

— BI3yaJIbHUHN — BCE 1110 BITOOPAXKAETHCS HA €KpaHi;

— ayJllaJbHUN — 3BYKOBI1 €peKTH a00 My3HKa, 1110 CYIIPOBOIKYIOTh MOII.

— irpoBUi — 11ii camMoi rpu y BIAMOBIIb HA KOPUCTYBAIILKUN BBIJ;

— B3aEMOJIIs 3 MEpCOHAKaMU — peakilii HeirpoBux repois (NPC);

— TMPOTPECUBHHM — 3MiHM, IO JACMOHCTPYIOTh JOCATHEHHS TPaBIs YU
PO3BUTOK TOJIIH;

— eMOIIIMHUI — MepeXUBaHHS a00 eMOlIii, SIK1 BUKJIUKA€E ITPOBHI MPOIIEC;

— 3MICTOBUH — CIOCIO JIOHECEHHS OCHOBHOI i€l rpu a00 KOHKPETHOIO
3aBJIaHHS;

— iH(OopMaTUBHUI — JaH1, 1[0 IOMIOMAararTh Kpallle OpiEHTYBaTUCS B TPI.
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O0’extn «BimbMa» 1 Meu aHiMoBaHi. [Ipum HaTMckaHHI OOpaHMX KiIaBill
3MiHIOEThCS aHiMarlis BigeMu 31 criokoro (Idle) ma 6ir (Run). O6’ekT Meu Takoxk
aHIMOBaHUH, y HhOTO € aBa ctanu: Idle (criokiit) Ta Attack (aTaka).

[Tpu mporparii, Koiau 00’€KT «BiJlbMa» BMUpPA€E, OAWH pa3 BinOyBaeTbes ii
aniMarrisi cMepti (Death), Ta 3’sBI€ThCS BIKHO MpOrpalry 3 MOTOYHUM PaXyHKOM
OUOK, siIKi Oynu HaOpaHi 3a MOTOYHE NPOXOJKEHHS. Y BIKHI Mporpaily € JBi
KHOIIKM, a caMme: KHOIIKAa MOBEPHEHHS 0 MEHIO, 100 IIe pa3 3amyCTHTH Ipy, 1

KHOIIKA IIOBHOI'O BUXOAY 3 I'PH, IIPU HAaTHUCKaHHI SKO1 I'pa TTIOBHICTIO 3aKpHUBAECTHCA.

3.2 KoMIIOHEHTH MPOEKTY

[IpoekT Mae MOAYJIBHY CTPYKTYpy, IO BKJIIOYAE KIJTbKa KIFOUOBUX
CJIEMEHTIB: CKPUNTH (5Kl BU3HAYAIOTh JIOTIKY B3a€MOJIT 00’ €KTIB Y MeXaxX irpoBOi
CIICHU), aHIMalIlii, MapaMeTpu CIIEHU (TPaHUIll ITPOBOTO TOJIfA), @ TAKOXK EJIEMEHTH
KOPHUCTYBAIbKOI0 1HTEp(ENCy, uepe3 Kl TpaBellb B3a€MOJIIE 3 IPOIO.

3actocyBanHs apxiTekrypHoro miaxoxy MVC nano 3Mory opraHizyBatu
PO3pOOKY Tak, 1100 MporpaMHa Jiorika (PyHKI[IOHyBaja He3aJIeXHO BiJl rpadiuHOro
opopmiteHHs. lle o3Havae, 1m0 30BHINIHIA BHUIIAA TPU — MOJACHI, C€IEMEHTH
iHTepdeiicy Tomo — MOXKHA 3MIHIOBATH 0€3 HEOOX1AHOCTI BTPYYaHHS B OCHOBHHUM
KOJI.

VY tabmuii 3.1 npencTaBieHO MEPeiK CKPUMTIB, M0 peati3yloTb OCHOBHY
MEXaHIKy ITPOBOTO MpOIEeCY, 3aCHOBAHY Ha MOCHiTOBHOCTI «/[iss — Peakiis —

Biaryx».
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Tabmuis 3.1 — Ilepenik Ta OMUC CKPHUIITIB.

[Tepenik

Onuc

Game Master.cs

Bianoginae 3a CTBOpEHHS XBUJIb BOPOTIB, BIJICTEKYE
KUIBKICTh BOPOTIB Ha CIIEHI, 1HIIIIOE TTOSBY HOBUX XBHJIb

TICTISl 3HUIIEHHS MTOTIEPEIHIX, BEE MiAPaxXyHOK OYOK +

Gamelnput.cs

Bianosinae 3a kopuctyBanpkuil BBiJl y rpi. OTpumye,
IHTEPIIPETYE Ta Mepeae aii rpaBiis, Taki K pyX, aTaKy

Ta MO3UIII0 MUIII. +

Camera Follow.cs

BiI[HOBiI[aE 3da aBTOMATUYHC CTCKCHHA KaMCPH 3a

IrpOBUM 00’ €KTOM.+

DeathMenu.cs

Peanizye MmexaHiKy 3yMHKU IPH Ta B1IOOPAKEHHSI MEHIO

CMepTi I'paBLA, KOJIHW HACTAE Horo IIopa3kKa.

MainMenu.cs

Bianosigae 3a 06poOKy B3aeMO/Iii rpaBIisl 3 TOJIOBHUM
MeHIo Tpu. Peanizye 6a30By HaBiraiito Mixk CliIeHaMU,

3aIyCK I'PH Ta BUXIJ 13 Hed.

PauseMenu.cs

Peanizye nmpocte MeHIO may3u B Ipi, IKe JO3BOJISE
IPaBIfO 3YITUHUTH 200 BITHOBUTHU Tpy. Takox

BIIIIOBIIA€ 3a HABITaIIF0 MK CIIEHAMH.

Player.cs

Bianosiznae 3a KepyBaHHs rpaBLEM y I'pi: 32 HOTO PyX,

3JI0POB’s, aTaKl Ta 0OPOOKY CMEPTI.

PlayerVisual.cs

Biamosinae 3a BizyanbHe BiJOOpakeHHS TPaBIIS:
aHIMaIli pyxy, CMEpTI Ta aTakH, a TAaKOX 32 HAMPSIMOK y

SIKUW TUBUTHCS TIEPCOHAK

EnemyScript.cs

Peanizye moBeiinky Bopora B Tpl: 3HaXOPKCHHS 00’ €KTa
MepcoHaXka, OTPUMAaHHS MOIIKO/XKEHb 1 B3aEMO/IIIO 3

IpPaBLEM IPU JIOTHUKY.
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[Tponosxxenns Tabnwi 3.1

PlayerVisual.cs

BiamoBinae 3a BizyanbHe BioOpakeHHS TPABIIS:
aHiMarlii pyxy, CMepTi Ta aTaku, a TaKOX 3a HAIPSMOK Yy

SIKMM JUBUTHCS IEPCOHAK

EnemyScript.cs

Peanizye moBeiinky Bopora B Tpi: 3HaXOKEHHS 00’ €KTa
nepcoHaXka, OTPUMAaHHS TOIIKOKEHB 1 B3a€MO/IIIO 3

IpaBLEM NIPH JTOTHUKY.

SceletonVisual.cs

Kepye Bi3yanbHUMH aclieKTaMH BOpOTa-CKeleTa:
aHiMarisimu (O1r, aTaka, CMEPTh) Ta HAIIPSIMKOM TOTJISITY

BIJIHOCHO MO3MUIIii 00’ €KTa IPaBIIS.

ActiveWeapon.cs

Biamnosiznae 3a kepyBaHHsI aKTUBHOIO 30pO€I0 TPaBIIs
(xaTaHo10). 3a0e3neuye opieHTAaIliI0 30p01 y HAMIPSMKY

Kypcopa MUIII Ha €KpaHI.

Catana.cs

Binnosinae 3a ataky rpaBus 3a JONOMOI'OI0 KaTaHU,
YBIMKHEHHSI/BUMKHEHHSI KOJIalfiepa JiJisi peecTpartii
BIyueHb. Hancumae nmofii mpo aTaky 1 HAHECEHHS IIIKOAU

BOpOTraM IpH 3ITKHEHH1 3 HUMU.

CatanaVisual.cs

CuHXpoHI3ye JOoriKy ataku ckpunta Catana 3 aHIMalli€lo,
Bi3yalti3ye ynap, Kepye MOMEHTOM

aKTHUBAIIiil/JeakTUBAIIli KoJaiaepa KaTaHH.
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Ha pucynky 3.1 npeacraBieHo 3araibHy (aiioBy CTPYKTYPY MPOEKTY.

Pucynok 3.1 — ®daitnoBa CTpyKTypa MpOEKTY

Ha pucynky 3.2 nokazaHo i€epapXiuHy CTPYKTYpYy 00’ €KTiB, pO3MIIIEHUX Ha

CIIEHI.

Pucynok 3.2 — lepapxiuHa CTpyKTypa 00’ €KTiB Ha CILI€H1
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3.3 Onuc aJropuTMy CTBOPEeHHs XBHJIb BOPOTiB

AJTOPUTM CTBOpPEHHSI XBWJIb BOPOTiB 0a3yeTbcsi Ha MOCTYIIOBOMY
301IbIIIEHH] KUTBKOCTI BOPOTIB Y KOKHIM XBWJII 3 BUMAJKOBUM PO3MIIIEHHSM iX Y
npocTopi. Bin mpairtoe Tak:

— MIJpaxyHOK BOPOTIB Ha CII€HI — KOKHHUU KaJp MiJPaxOBy€EThCS MMOTOYHA
KUIBKICTh BOPOTiB Ha CIIEHI;

— MepexiJl 10 HOBOT XBUJII — SIKIIIO BOPOTIB HE 3aJIUIINIOCH (IXHS KUIBKICTh
nopiBHIO€ ), 30UTBIIYETHCS HOMEP XBUJI1 Ha 1, 1 BUKIMKAETHCS T€HEpallisi HOBOL
XBHIIL,

— TeHepallisl XBUJIl — HOBa XBWJIS CKJIQIA€ThCA 3 BOPOTIB y KUIBKOCTI, IO
JIOPIBHIOE HOMEPY XBHIIL;

— PO3MIIIIEHHS BOPOTIB — KOKEH BOPOT 3 SIBJIIETHCA Y BUIIAKOBIM MO3HUIIIT B
Mexax 3a7aHoi o0iacTi, ajie 3 ypaxyBaHHSIM MIHIMAJIbHOI BiJICTaHi Bij IIEHTpY,
11100 YHUKHYTH 3aHAJITO OJIM3BKOT MOSIBU JI0 TPaBIIS.

Ha pucynky 3.3 300pakeHO aaropuTM CTBOPEHHS XBUJIb BOPOTiB.

( =t

[ spawnWave

Update

[ GenerateSpawnPosition

scoreUpdate

Pucynok 3.3 — Anroput™ CTBOPEHHS XBHJIb BOPOTiB



41

3.4 BucHoBkHu 3a po3aijiiom 3

B nanomy pozaimn Oyno BUKOHaHO (pOpMyBaHHS KOHIICMINi MPOTrpaMHOIO
3a0e3MeyYeHHs], 1[0 JO3BOJWJIO YITKO OKPECIUTH, KUK (YHKIIOHAT TOTPiOHO
peai3yBaTH.

[IpoBeaeHO aHaNITUYHE JOCIHIIKEHHS IFPOBOrO MPOIECY — BU3HAYECHO
OCHOBHI €TaIy, K1 IPOXOAUTh TpaBelb y X011 rpu. BiAMoBiqHO 10 HOTO aHAMi3y
Oyna po3pobJiieHa CTPYKTypa irpoBOTO MpoIecy MaildyTHBOTO 3aCTOCYHKY.

CTBOpEHO JIOT1UHY apXITEKTYypy NpoekTy. Jlo ii cknamy BXOIATh CKPHIITH,
SK1 BIJMOBIIAIOTh 3a JIOTIKY B3a€MOJIl ITPOBUX OO’€KTIB Ha CIIEHI, €JIEMEHTH
CIIEHH, a TaKOX 1HTep(eiic KopucTyBaua, SKuil 3a0e3reuye 3B’ 30K MK TPaBLEM 1
rpoto. Lle 103BONMIO KOHKpPETHU3YBAaTH MEpPEiK KOMIIOHEHTIB, SIKI MOTPeOyIOTh
peaizarii.

CopMOBaHO aNTOPUTM TeHepalil XBWIb CyNPOTHBHHKIB. Moro norika
MoJIsATa€E 'y TOMY, IO HA TOYaTKy TPH CTBOPIOETHCS TEpIIa XBHJIS BOPOTIB,
KUIBKICTh SIKMX JIOPIBHIOE HOMEPY XBUJI1. Y MPOIIEC] TPU BiIOYBAETHCS MOHITOPUHT
KUIBKOCTI aKTUBHHUX BOpPOriB. SIKIIO BCl BOPOrM 3HULIEHI, HOMEp XBUWII
30UTBIITY€ETHCS, 1 TEHEPYEThCsl HOBA XBWJIs. KoopauHaTu Juisi cCriaBHY OOMparOThCs
BUIAJIKOBUM YHMHOM, TIPH IIbOMY BUKOPHUCTOBYETHCS TEPEBIPKAa HAa MIHIMAJIbHY

BIJICTaHb BiJl LEHTPY, 1100 YHUKHYTH MOSIBU BOPOTiB HAATO OJIM3BKO 10 TPaBIIAL.
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4 KEPIBHULTBO KOPUCTYBAYA

VY 1poMy po3niiii HaBEJIEHO CUCTEMHI BUMOTH, (DYHKITIOHATBHI MOKJIUBOCTI
pPO3pOOICHOT0 3aCTOCYHKY, 1HCTPYKIIiS 3 eKCIUTyaTallii, Ta ONruc WOTO OCHOBHHX

MIPUHIIUAIIB POOOTH.

4.1 CucTteMHi BUMOTH

JUis  poboTH mporpamMu  HEOOXITHUM TEPCOHAIBHUN KOMIT IOTEp 3

onepauiiHoro cucremoro Windows 10.

4.2 OyHKIiOHAJIBHI MOKJIMBOCTi 32CTOCYHKY

3aCcTOCYHOK IpU3HAUEHUH JIs pO3Baru Ta BECEJIOT0 MPOBEACHHS Yacy.

3aCTOCYHOK Ma€ Takuil (PyHKITIOHAMT:

— 3aBaHTAXKEHHSI, 3aITyCK Ta BUXI1J 13 IPOTPaMH;

— BIJOOpaXXEHHS TOJIOBHOTO MEHIO;

— Tepexijg Ha CIIeHY 31 IPOIo;

— 3aITyCK IrpOBOT Cecii, MiJ] 4ac sIKOi IpaBellb KePy€e TOJIOBHUM MEPCOHANKEM
3 METOI0 MEPENKUTH AKOMOra OLIbIIE XBUJIb BOPOTIB. YIPOJOBXK LBOIO iIrpOBOrO
MPOIIECY Ha €KpaHi BIOOPaKAIOThCS TaKl €JIEMEHTH: JIIYMIBHHUK 3apO0JICHUX OUYOK,
KHOTIKa TIay3H T'PH;

— BIIOOpaXeHHs! €KpaHy Mporpanly Ipu CMEpTi TOJOBHOTO MEpCOoHa)ka 3

TaKUMHU KHOTIKAMH: KHOIIKa BUXOAY Y MEHIO, 11100 3aIlyCTUTH ITPOBY CECIIO

CIIOYAaTKy, KHOIIKa IIOBHOI'O BUXOAY 3 I'PH.

4.3 IHcTpyKLia 3 eKCITyaTamil

Jlyist 3amycky mporpamu, moTpiOHo 3aBaHTaxkutu ZIP-apxiB, po3makyBaTu

yci (aiii y BKazaHy namnky, 3aiyCTUTH .eXe (aii 3 IKOHKOIO TPH.
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4.4 llpuHuun podoTu

[Ilo6 posmouyatn poOOTYy 3 IrpoOBUM 3aCTOCYHKOM, IOTPiOHO ioro
3alyCTUTH, JBIYl KJIalHyBIIM .exe ainm 3 ikoHKow rpu. Ha pucynky 4.1
MIPEJICTABICHO TOJIOBHE MEHIO MPOTpaMH aHTIIHCHKOI0 MOBOIO, sika Oyna oOpaHa

K MOBA 3a 3aMOBYYBAaHHsIM.

Pucynok 4.1 — I'osioBHE MEHIO TIOJATKY

Jlist Toro, o0 noyatu irpoBy cecito Tpeda HaTucHyTH KHONKY START.

[Ticns natuckanns kHonkn START 3amyckaeTscss 1irpoBa  CIIEHA,
300paxkeHa Ha PUCYHKY 4.2.

Ha irpoBiii ciieHi 3A1MCHIOETBCS KepyBaHHS ITPOBUM MEPCOHAXKEM 3a
nornoMororo kmaBim WASD. Mera rpu — mepexuTH sSKoMora OuIbIe XBHIIb
CYNPOTUBHUKIB, Ta HAOpATH IKOMOTa OLJIbIIIE OYOK.

Ouky HapaxOBYIOThCS 32 BOMBCTBO KOXHOTO BOpOra 3a CXeMor: 1 Bopor =
10 ouok. Ha pucynky 4.3 mokazaHo po3MiIlIEHHS JIYMIbHUKA KIJTBKOCTI OYOK 3a

BOMBCTBO BOPOTiB 1 iHTep(eEicCi.



44

Pucynok 4.2 — IrpoBa cliena

Score: 50

Pucynox 4.3 — KinpkicTh HAOpaHUX OYOK 32 3HUIIICHHS] BOPOT1B

[Tpu BTpaTi BCiX OYOK JKUTTA (32 3aMOBUYBaHHSAM IHepcoHaXx mae 10)
MPOTPAETHCS aHIMAIlisl CMEPTI TMEePCOHa)ka, CIeHYy Oyae 3aTeMHEHO, 1 3’SIBUThCA
€KpaH Mporpaily Ha SKOMY B LIEHTp1 ekpaHy Oyne HamucaHo «Death», a Takox
3 SIBJSATHCS JB1 KHOTKHM: KHOTIKa MainMenu Ta Quit. Ha npbomy expaHi Takox Oyje

BUJHO KUIBKICTh OYOK, SIKYy I'paBellb BCTUT 3apOOMTH 32 MOTOYHE MPOXOKEHHS

(puc. 4.4).
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MainMenu

Pucynok 4.4 — Expan nporpanry

[Ipu HaTHCcKaHHI KHONKK Pause Bi10y1€ThCs 3yNMHKA CLUEHU 1 3’ IBJIATHCS
JIB1 KHOTIKHM TIocepe]] ekpaHy: kHonka Continue 1 Menu. [Ipu HaTMCKaHHI KHOTIKU
Continue rpa Buiize 3 nay3u Ta IpoJOBKUTHCS, a IPU HATUCKAHHI KHONKX Menu

B110yIeThCS 3MiHA CIICHU Ha r0JIOBHE MeHIo (puc. 4.5).

Score: 0

Pucynok 4.5 — MeHto naysu
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4.5 BucHoBkH 3a po3aiiiom 4

Y mpoMy po3isli BUKOHAHO MiATOTOBKY KOPHCTYBAIbKOI JOKYMEHTAIII1 J10
pPO3pOOIIOBAHOTO 3aCTOCYHKY, IO 3a0e3ledye 4YiTKe PO3YMIHHSA MPUHIIHUIIIB
B3a€MOII1 3 IrPOBHUM JIOJIATKOM JIJIsl KiHIIEBOTO KOPUCTYyBaya.

[IpoBeneHo aHali3 CUCTEMHHX BUMOT, HEOOXITHUX JJIsI KOPEKTHOI poOOTH
rpu Ha [1IK mig kepyBanssm onepariiitaoi cucremu (OC) Windows 10. PosrisiHyTo
KJIFOYOB1 TMapaMeTpH, IO BIUIMBAIOTh Ha CTaOUIBHICTh Ta MPOAYKTHUBHICTH
MPOTPaMHOTO 3a0€3MEUCHHS.

OxkpeMo HaBeAEHO NOKPOKOBY IHCTPYKIIIO 3 3alycKy Iporpamu Ta
pPO3’SICHEHO TMOPSJIOK B3a€EMO/IIi KOPUCTYyBadya 3 yciMa OCHOBHUMHM €JIEMEHTaMU

1HTEpdENcCy.
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BUCHOBKU

B pe3ynbrari BUKOHAHHS AUIJIOMHOI pOOOTH OyJI0 PO3IJISHYTO IrpOBI
3actocyHku xkaHpy Roguelike. byno mpoBeneHo aHami3 BXKe iCHYIOUHMX aHAJOTIB
OTO KaHpy.

BukoHaHo orusii CydyacHMX ITPOBHX PYUIIiB 11 CTBOPEHHS ITPOBUX
MPOEKTIB BiJIMOBIAHOTO KaHPY, 3 JETAIBHAM OIHUCOM IX MOKJIMBOCTEHN Ta MepeBar.
[lepeBaramu He ayxe po3noBcropkeHoro ananory Godot Engine e:

— IHTYITHBHA BY3JI0Ba apXITEKTYpa;

— BOyZIOBaHE cepeIOBUIIE PO3POOKH.

[lepeBaramu ananory GameMaker Studio €:

— JIOCTYNHa MiATPUMKa 30BHIMIHIX O10J10TE€K 1 PO3IIMPEHb, BKIIOYHO 3

THUMHU, 10 HAIIMCaHI Ha PI3HUX MOBAaxX MPOrpaMyBaHHS;

— iHTerpaii 3 NoMyJIsIPHUMH CUCTEMaMU KOHTPOJIIO BEPCIH.

AJie BOHU TaK0X MArOTh HEAOJIKH, SK TO:

— MaJo pecypcis 1 qokymenTarlii y Godot Engine;

— CKJIaJiHa 1HTerpauis 3 30BHIHIMU cuctemamu y GameMaker Studio.

VY pesynbTaTi MpOBENEHHS aHaNi3y 3a BH3HAYCHUMHU KPUTEPISIMH OyIio
obpaHo irpoBuii pymii Unity, 110 BHUPI3HIETBCA MPOCTOTOK y BHUBYCHHI,
HasBHICTIO OE3KOIITOBHOI BepcCii, PO3BHMHEHOI cucTeMoro 2D-Bizyamizamii Ta
JOCTYITHOO 1 SKICHOIO JIOKYMEHTAITIEIO.

Takoxx OyJio PO3MISIHYTO Cy4acHl IHCTPYMEHTH PO3POOKH MPOrpaMHOI0
koxy. st peanizariii npoekty 6yno oopano Microsoft Visual Studio sik HalG1b1I1
cymicHe cepenoBuiie 3 Unity Ta oJHe 3 HA3PYUYHIMIUX Y POOOTI.

Y wMexax pobotu Oyia0 NpoaHaAII30BaHO OCHOBHI CKJIQJOBI I1TPOBOTO
mpoliecy, 30KpeMa Taki eneMeHTH, sk «[lis», «Peakiisy, «Biaryk», mo cTaHOBIATH
OCHOBY ITPOBO1 B3a€EMO/Iii.

Po3risiHyTo CTpyKTYypy MPOEKTY Ta apXITEKTypHI PIIICHHS, SK1 JSATJIA B

OCHOBY HoOro moOymoBu. B SKOCTI OCHOBHOI apXiTEKTypHOi Mojeni Oyso



48

BUKOpHCTaHO 1mabnoH MVC, mo 3abe3nedye 4iTKii MOILI JIOTIKH, Bi3yaJbHOTO
IIPEICTABIICHHS Ta 0OpPOOKM BBEICHHS KOPUCTYyBaya.

Onuca”o peanizalfifo aJropuTMy JJis TeHepalli HEeCKIHYeHHHX XBUJIb
BOPOTiB, KUl 3a0€3meuye MOCTYIOBE 3pOCTaHHS CKJIaIHOCTI T'PH.

[Togano xapakTepucTUKy (QYHKIIOHATBHUX MOXIHUBOCTEH pO3p00IeHOT
CUCTEeMH Ta YMOBHM 1i BHUKOpPHUCTaHHS. HajgaHO TIOKPOKOBY I1HCTPYKIIiIO 3
BCTAHOBJICHHSI Ta 3allyCKy MPOTrPaMHOI0 MPOAYKTY, a TAKOX IMOSICHEHHS WLI0J0
B32€MO/I1i 3 OCHOBHUMH €JIEMEHTaMH 1FPOBOTO MPOILIECY.

B pamkax pobotu Oyno peanizoBaHO IrpoBHil MpoekT B kaHpi Roguelike,

110 BIJIMOBIJIa€ yCiM MOCTABJIEHUM (DYHKI[IOHAIIBHUM Ta TEXHIYHUM BUMOTAM.
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Beryn

Po3po6ka irpoBoro A07aTky 3yMOBJICHA aKTyaJlbHOIO TEMOIO MPO MIMPOKE
BUKOPHUCTAHHS 1rop Yy pi3HUX cdepax — BiJl OCBITH JO KOMEPIINHUX MPOAYKTIB — a
TaKOX Mpo0sieMoIo y moTpedl (axiBIIX, 3AATHUX MPOEKTYBATH Ta peali30ByBaTH
IrpOBi JI0JIaATKK HA Cy4YacHOMY PiBHI.

Meroto poboTu € po3poOJeHHS MPOrPaMHOrO MPOAYKTY, IO peajizye
(GYHKIIIOHATBHICTh IBOBUMIPHOI KOMIT IOTEPHOI TPU 3 BUKOPUCTAHHAM Cy4aCHOTO
IrPOBOr0 PyIIisi, a TaKOXX CTBOPEHHS MOBHOIIIHHOI 1rPOBOi JIOTIKH, TpadidHOro
1HTEpeiicy KopucTyBaya, aHiMalli, Ta I1HAUBIAYaJbHOIO IFPOBOIO KOHTEHTY

BIZIMOBITHO 10 0OpaHoro xaHpy — Roguelike.

A.1 IlixncraBa ajst po3pooku

IrpoBuii 10JaTOK pO3pOOJISAETHCS HA MIACTaBl 3aBJaHHS HAa JUIUIOMHY
kBasiikariitHy podoty 3arBepaxeHoro HakazoM Ne 209 Bix 28 kBiTHs 2025 poky
HarmionansHoro YHiBepcuteTy «3amopi3bka MojiTexHika» Ha Temy «lIporpamua

peasizaiisg ABOMIPHOT KOMII FOTEPHOI TPUY.

A.2 IIpu3HaYeHHA PO3POOKH

['oToBuUi IrpOBHIf TOAATOK IOBUHEH HA/IaBaTH KOPUCTYBayy 0a30BHil

IrpOBUIA JOCBIJ Ta MPUEMHI €MOIIi1 BiJl TPH.

A.3 OCHOBHiI BUMOTH 10 PO3POOJIIOBAHOI0 MPOEKTY

A.3.1 Bumoru HagifHOCTI

[Iporpama moBuHHA CTaOUIBLHO TPAITIOBATH MPOTITOM TPHUBAJIOrO yacy 0e3

HEOYIKyBaHUX 3001B a00 aBapiiHOTO 3aBEPIICHHSI MPOIIECY.
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ANropuT™Mu TpU TIOBHHHI OYTHM ONTHUMI30BaHI TaKUM YHHOM, II100
3a0e3neynT CTabuUTbHy pOOOTY HaBITh MNpPH BETUKIA KIJIBKOCTI OJHOYACHO
aKTUBHUX 00’ €KTIB HA CIIEHI.

Kiacu, mo BimoBigaroTh 3a JOTIKYy TpaBiis, BOporiB, 30poi Ta GUI, maroTh
IPaIlOBaTH CHHXPOHI30BaHO 0€3 MOPYIICHHS JIOTIKU TPH NpU 0ararornoToYHOMY

a00 UKJIIYHOMY BUKJIMKY METO/IIB.

A.3.2 MinimaabHa koHirypauniss oO0JagHaHHA ISl (PYHKIiIOHYBAHHS

rpu

Jlns  3a0e3nedyeHHsT KOPEKTHOI pPOOOTH JBOBHUMIPHOI TpH HEOOX1THO
JOTPUMYBATHCh ITEBHUX TEXHIYHUX BHUMOT JIO alapaTHOTO 3a0e3MeUeHHs, 30KpeMa:

— orepaThBHA IaM’siTh — He MeHIte 4 1'6;

— xopctkuit nuck (HDD) — ne mente 64 1'6;

— npouecop (CPU) — ne menme 2 I'T';

— omnepaniiiHa cuctema (OC) — Windows 10;

— Bigeokaprta — He meHie 1050 TIL.
A.3.3 YM0BU MapKyBaHHA Ta 0(p)OPMJICHHSI IAKYBAHHS
30epexkeHHsT TporpaMM MOXJIKMBE Ha 30BHimHIX Hocisx (USB-
HakonumuyBadyax, CD/DVD-auckax), a TakoXX Yy BHYTPILIHIA MaM ATi
KOMIT 10Tepa.
A.3.4 YM0OBH TPaHCIIOPTYBaHHSA Ta 30epiraHHs
ITopsimok 30epiraHHsi Ta TPAHCIOPTYBAHHS MPOTPAMHOTO 3a0€3MeUeHHS

BU3HAYAETHCS XapaKTEPUCTUKAMH (P13MYHOTO HOCISA, Ha SKOMY BOHO 3aIHMCaHe, 1

HE BIJIPI3HSIETHCS BIJ] CTAHAAPTHUX BUMOT JI0 00ITYy ITU(POBUX TAaHUX.



A.3.5 Bumoru 10 10KyMeHTamil

]_IOI[aTOK Mae€ IMOoCTAaBJIATHUCA pa3oM 13 ((KCpiBHI/IHTBOM KOPpHUCTYBada».
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JIOJIATOK B

Texker nporpamu
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Bb.1 Tekcr ¢aiiny GameMaster.cs

using System;

using System.Numerics;
using System.Reflection;
using TMPro;

using Unity.Mathematics;
using UnityEngine;

public class GameMaster : MonoBehaviour

{

public GameObject enemyPrefab;
[SerializeField] private float spawnRangeEnd
[SerializeField] private float spawnRangeMin
[SerializeField] public int waveNumber = 1;
public int enemyCount;

private float score;
public TextMeshProUGUI scoreText;
void Start()

{

spawnWave(waveNumber) ;

score = 0;

scoreText.text = "Score: " + score;
}

void Update()
{

enemyCount =

FindObjectsByType<EnemyScript>(FindObjectsSortMode.None).Length;

if (enemyCount == 0)

{
waveNumber++;
spawnWave (waveNumber) ;
//if (waveNumber >= 4)
VA
// Debug.Log("Congrats");
// //Stop this game!
//}
//else
VA
//}

}

}

public void spawnWave(int Wave)

spawnRangeEnd) ;

{
for (int i = 0; i < Wave; i++)
{
Instantiate(enemyPrefab, GenerateSpawnPosition(),
enemyPrefab.transform.rotation);
}
}
private UnityEngine.Vector3 GenerateSpawnPosition()
{
float spawnPosX = UnityEngine.Random.Range(-spawnRangeEnd,
float spawnPosY = UnityEngine.Random.Range(-spawnRangeEnd,

spawnRangeEnd) ;



N3MEeHeHNnga======

spawnPosY, 0);

}
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UnityEngine.Debug.Log("===========KkoopanHaTbl Ao

:::") .

1
UnityEngine.Debug.Log(spawnPosX);
UnityEngine.Debug.Log(spawnPosY);
if (spawnPosX < spawnRangeMin && spawnPosX > 0)
spawnPosX = spawnPosX + spawnRangeMin;
else if (spawnPosX > -spawnRangeMin && spawnPosX < 0)
spawnPosX = spawnPosX - spawnRangeMin;
if (spawnPosY < spawnRangeMin && spawnPosY > 0)
spawnPosY = spawnPosY + spawnRangeMin;
else if (spawnPosY > -spawnRangeMin && spawnPosY < 0)
spawnPosY = spawnPosY - spawnRangeMin;
UnityEngine.Debug.Log("+++++++++K00OPANHATH MOCSIE U3MEHEHUSA+++++++");
UnityEngine.Debug.Log(spawnPosX);
UnityEngine.Debug.Log(spawnPosY);
UnityEngine.Vector2 randomPos = new UnityEngine.Vector3(spawnPosX,

return randomPos;

public void scoreUpdate(float amountScore)

{

score += amountScore;
scoreText.text = "Score: " + score;

Bb.2 Tekcer ¢aiiany Gamelnput.cs

using Systenm;
using UnityEngine;
using UnityEngine.InputSystem;

public class GameInput : MonoBehaviour

{

public static GameInput Instance { get; private set; }

private InputSystem_Actions player;

public event EventHandler OnPlayerAttack;

private void Awake()

{

Instance = this;

player = new InputSystem_Actions();
player.Enable();

player.Combat.Attack.started += PlayerAttack_started;

private void PlayerAttack_started(InputAction.CallbackContext obj)

{
}

OnPlayerAttack?.Invoke(this, EventArgs.Empty);

public Vector2 GetMovementVector()

{

Vector2 inputVector = player.Player.Move.ReadValue<Vector2>();

return inputVector;



public Vector3 GetMousePosition()

{
Vector3 mousePos = Mouse.current.position.ReadValue();
return mousePos;

}

public void DisableMovement()
{
player.Disable();

B.3 Texkcr ¢aiiay CameraFollow.cs

using UnityEngine;

public class CameraFollow : MonoBehaviour

{
public Transform player;
public Vector3 offset = new Vector3(0, 0, -10);
void LateUpdate()
{
if (player != null)
{
transform.position = player.position + offset;
}
}
}

B.4 Tekcr ¢aiiay DeathMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class DeathScrean : MonoBehaviour
{

public bool PauseGame;

public GameObject deathGameMenu;

public void Pause()

{
deathGameMenu.SetActive(true);
Time.timeScale = 0f;
PauseGame = true;

B.5 Tekct ¢aiiay MainMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;
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1);

public class MainMenu : MonoBehaviour

{ public void PlayGame()
! SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex
Time.timeScale = 1f;
}
?ublic void ExitGame()
Debug.Log("Q Q0@ €0060606666");
Application.Quit();
public void MainMenulLoad()
t SceneManager.LoadScene("MainMenu");
) }

Bb.6 Texct ¢aiiay PauseMenu.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class Pauselenu : MonoBehaviour

{
public bool PauseGame;
public GameObject pauseGameMenu;

private void Update()

{
if(Input.GetKeyDown(KeyCode.Escape))
{
if(PauseGame)
{
Resume();
}
else
{
Pause();
}
}
}

public void Resume()

{
pauseGameMenu.SetActive(false);
Time.timeScale = 1f;
PauseGame = false;

}

public void Pause()

{
pauseGameMenu.SetActive(true);
Time.timeScale = 0Of;
PauseGame = true;

}

public void LoadMenu()
{
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Time.timeScale = 1f;
SceneManager.LoadScene("MainMenu");

B.7 Tekcr ¢aiiay Player.cs

using System;
using UnityEngine;

public class Player : MonoBehaviour
{

public static Player Instance { get; private set; }

[SerializeField] private float movingSpeed = 10f;
[SerializeField] private int maxHealth = 10;

private Rigidbody2D _rb;

private float minMoveSpeed = 0.1f;
private bool isRunning = false;

public float playerDMG;

private int currHealth;

private bool isDead = false;

public event EventHandler OnPlayerDeath;
public GameObject deathGameMenu;

private void Start()
{

currHealth = maxHealth;
GameInput.Instance.OnPlayerAttack += GameInput_OnPlayerAttack;
}

private void GameInput_OnPlayerAttack(object sender, System.EventArgs e)

{
Activelleapon.Instance.GetActiveWeapon().Attack();

}

private void Awake()

t Instance = this;

) _rb = GetComponent<Rigidbody2D>();
private void FixedUpdate()

: HandleMovement();

public void TakeDamage(Transform damageSouce, int damage)
{
currHealth = Mathf.Max(@, currHealth -= damage);
Debug.Log(currHealth);
if (currHealth <= 0)
{



OnPlayerDeath?.Invoke(this, EventArgs.Empty);
GameInput.Instance.DisableMovement();
Die();

}

private void HandleMovement()
{
Vector2 inputVector = GameInput.Instance.GetMovementVector();
inputVector = inputVector.normalized;
_rb.MovePosition(_rb.position + inputVector * (movingSpeed
Time.fixedDeltaTime));

if (Mathf.Abs(inputVector.x) > minMoveSpeed
Mathf.Abs(inputVector.y) > minMoveSpeed)
{

isRunning = true;

}

else

{
}

isRunning = false;

}

private void Die()

{
if (isDead) return; // € 99009 90O 0060006 O 906060006 O

isDead = true;

/! 9900000000 000000000 ¢ 000000
GetComponent<Collider2D>().enabled = false;

_rb.linearVelocity = Vector2.zero;
_rb.bodyType = RigidbodyType2D.Kinematic;
deathGameMenu.SetActive(true);
//Time.timeScale = 0Of;

}

public bool isAlive() => isRunning;

public bool IsRun()
{

}

return isRunning;

public Vector3 GetPlayerScreenPos()
{

Vector3 playerScreenPos
Camera.main.WorldToScreenPoint(transform.position);
return playerScreenPos;
}

Bb.8 Tekct ¢aiiny PlayerVisual.cs

using UnityEngine;

public class PlayerVisual : MonoBehaviour
{
private Animator _animator;
private SpriteRenderer _spriteRenderer;
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private const string IS_RUN
private const string IS_DIE

"IsRun";
IIDieII ;

private void Awake()

{
_animator = GetComponent<Animator>();
_spriteRenderer = GetComponent<SpriteRenderer>();
}
private void Start()
{
Player.Instance.OnPlayerDeath += Player_OnPlayerDeath;
}

private void Player_OnPlayerDeath(object sender, System.EventArgs e)

{
_animator.SetBool(IS_DIE, true);

}
private void Update()
{
_animator.SetBool(IS_RUN, Player.Instance.IsRun());
if (Player.Instance.isAlive())
PlayerFacingDirection();
}
private void PlayerFacingDirection()
{
Vector3 mousePos = GameInput.Instance.GetMousePosition();
Vector3 playerPosition = Player.Instance.GetPlayerScreenPos();
if (mousePos.x < playerPosition.x)
{
_spriteRenderer.flipX = true;
}
else
{
_spriteRenderer.flipX = false;
}
}

B.9 Tekcr ¢aiiay EnemyScript.cs

using UnityEngine;

public class EnemyScript : MonoBehaviour

{

[SerializeField] public float speed = 1.5f;
[SerializeField] public int maxHP;
private int nowHP;

private Rigidbody2D enemyRb;
private GameObject player;
private GamelMaster scoreManager;
private float scoreValue = 10f;

private void OnTriggerEnter2D(Collider2D other)
{
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if (other.CompareTag("Player"))

{
Player player = other.GetComponent<Player>();
if (player != null)
{
player.TakeDamage(transform, 1); // ypou 1
Debug.Log(" CkeneT ymapun urpoka!");
}
}

void Start()
{

enemyRb = GetComponent<Rigidbody2D>();

player = GameObject.Find("Player");

nowHP = maxHP;

scoreManager = FindAnyObjectByType<GamelMaster>();
}

public void hpUpdate(int dmg)
{
nowHP -= dmg;
Debug.Log("Enemy take damage: " + dmg + " | nowHp: " + nowHP);

if (nowHP <= 0)

{
nowHP = 0;
Debug.Log("Skeleton died");
scoreManager?.scoreUpdate(scoreValue);
Destroy(gameObject);

}
void Update()
{
if (player == null) return;

Vector3 playerVector = (player.transform.position -

transform.position).normalized;

transform.position += playerVector * speed * Time.deltaTime;

}

B.10 Tekcr ¢paiimy SceletonVisual.cs

using UnityEngine;

public class SceletonVisual : MonoBehaviour

{

[Header("HacTpoiiknu")]
public Transform player;
public float attackRange = 1.5f;

[Header("CocTosHua")]

public bool isDead = false;
public bool justGotHit = false;
public bool canAttack = true;

private Animator animator;
private float distanceToPlayer;
private Vector3 originalScale;
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private EnemyScript enemyScript;

void Start()

{

enemyScript = GetComponent<EnemyScript>();
animator = GetComponent<Animator>();
originalScale = transform.localScale;

if (player == null)
{

GameObject foundPlayer =

GameObject.FindGameObjectWithTag("Player");

}

if (foundPlayer != null)
player = foundPlayer.transform;

void Update()
{

if (isDead)

{

}

animator.SetBool("IsDie", true);
return;

if (player != null)
{

player.position);

distanceToPlayer = Vector2.Distance(transform.position,
float speed = distanceToPlayer > attackRange ? 1f : 0Of;

//napameTpbl ABUKEHUS
animator.SetBool("IsRunning", speed > 0.1f);
animator.SetFloat("ChasingSpeed", speed);

// ATaka
if (canAttack && distanceToPlayer <= attackRange)

{
animator.SetTrigger("Attack");

}
FlipTowardsPlayer();
}
// YpoH
if (justGotHit)
{
animator.SetTrigger("TakeHit");
justGotHit = false; // C6poc, 4TO6bl He 3auUMKIUBANIOCh
}

}

// Bbi3biBaeTCS M3 OpYyroro CKpunTa npu cMmepTu
public void Die()

{

isDead = true;
animator.SetBool("IsDie", true);

}

// Tony4yeHune ypoHa
public void TakeHit()

{

justGotHit = true;
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private void FlipTowardsPlayer()
{
if (player == null) return;

float direction = player.position.x - transform.position.x;

if (direction > 0)
{
// CMOTpuM BMpaBo — HOpMasbHbLIN MacwTab
transform.localScale = new Vector3(Mathf.Abs(originalScale.x),
originalScale.y, originalScale.z);

else if (direction < 0)

{
// CmoTpum BneBo — 3epkanum no X
transform.localScale = new Vector3(-Mathf.Abs(originalScale.x),
originalScale.y, originalScale.z);

}

B.11 Tekcr ¢paiiiry Active\Weapon.cs

using UnityEngine;

public class Activelleapon : MonoBehaviour

{

public static Activelleapon Instance { get; private set; }
[SerializeField] private Catana katana;

private void Awake()

{
Instance = this;
}
private void Update()
{
if (Player.Instance.isAlive())
FollowMousePosition();
}
public Catana GetActiveWeapon()
{
return katana;
}

private void FollowMousePosition()

{
Vector3 mousePos = GameInput.Instance.GetMousePosition();
Vector3 playerPosition = Player.Instance.GetPlayerScreenPos();
if (mousePos.x < playerPosition.x)

{
transform.rotation = Quaternion.Euler(0@, 180, 0);
}
else
{
transform.rotation = Quaternion.Euler(0@, 0, 0);
}
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b.12 Texket ¢aiiny Catana.cs

using System;

using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.EventSystenms;

public class Catana : MonoBehaviour

{
public PolygonCollider2D PolygonCollider2D;
public event EventHandler OnCatanaAttack;

[SerializeField] private int damageAmount = 5;

public void Awake()

{
PolygonCollider2D = GetComponent<PolygonCollider2D>();

private void Start()

{
AttackColliderTurnOff();
}
public void Attack()
{
AttackColliderTurnOn();
OnCatanaAttack?.Invoke(this, EventArgs.Empty);
}
public void OnTriggerEnter2D(Collider2D collision)
{
if(Ccollision.transform.TryGetComponent(out EnemyScript enemyScript))
{
enemyScript.hpUpdate(damageAmount);
Debug.Log("YpoH HaHeceH");
else
{
Debug.Log("VYpoHa HeT");
}
}

public void AttackColliderTurnOff()

{
PolygonCollider2D.enabled = false;

private void AttackColliderTurnOn()

{
PolygonCollider2D.enabled = true;



Bb.13 Tekcr ¢paiiny CatanaVisual.cs

using UnityEngine;

public class CatanaVisual : MonoBehaviour

{ private Animator animator;
[SerializeField] private Catana katana;

private const string ATTACK = "Attack";

private void Awake()

{
animator = GetComponent<Animator>();
}
private void Start()
{
katana.OnCatanaAttack += Katana_OnCatanaAttack;
}

private void Katana_OnCatanaAttack(object sender, System.EventArgs e)

{
animator.SetTrigger(ATTACK);

}
public void TriggerEndAttack()
{
katana.AttackColliderTurnOff();
}
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Caaiiam npe3eHTanii
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Pucynok B.1 — TutynbHuii cnaiin

Pucynok B.2 — MeTta, 00’€KT Ta ipeAMET AOCTIKEHHS MPOEKTY
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Pucynok B.3 — 3aBnanns 1o pobotu

TIpomeypHa reHepanis piBHIB
Tlocriffna cMepTh (permadeath
BincyTHICTD 36epeikeHB
TIokpoKoBaado peaTbHa OOHOBA CHCTEMA
CKiIaHi miazeMenIs
PecypcH 3 0OMeKEHHIM

CHIBHHHA eleMEHT BHIAKOBOCTL

Pi3HOMAHITHICTB IPEAMETIB Ta ANTPEHIIB

TloBTOpIOBaHICTH irpoBoro mponecy (replayability.

MiHIMaTICTHYHA CIO/KETHA MOfada

KO)KHE TIDOXOJUKEHHS [PH CTEOPIOETHCA JHHAMIYHO, IO
3a0e3meuye YHIKAIBHHIN 10 CBUITIPH KOXKHOMY 3aIyCKY.
CMEpTh IIEPCOHaKA BEe A0 [IOBHOIO IIePe3alycky ITPH,

100 MIABHIIYE CKIAAHICTB 1 CTPATETIUHICTD.
36epeKeHHA POTPecy, AK PABHIO0, HEMOKIHBE; TIPOTPEc
— Ile HABHYKH TPABIA, @ He HAKOMHYEHHA PecypciB.

¥ KIacHIHHX roguelike — mokpokoBa, y cydacHHX —

YacTo peaTbHOTO 4Yacy 3 eneMenTamu bullet hell.
3a3BHYAH 0araro MOBEDXiB, KOPHIODH, KIMHATH, BOPOTH i
TIACTKH.
00GMeKeHa KUIBKICTB JKHTTA, GOEIDHNACIB, IPEIMETIB, IO
CTHMYJIIOE TAKTHIHE MHCICHHA.
He JHINE B DIBHAX, a H Y IPeJMeTax, BOPOTax, HOALX.
TpPaBelp 3HAXOMHTH HOBE CIIOPAUKCHIS 9H 30i10HOCT1Y
BHIIAIKOBOMY ITOPAIKY
TDa OPieHTOBAHA Ha GATATODA30BE IPOXOIKEHHES.

icTOpiA rpag ADYTOPANRY POIb, Ha MepINe MicUe BHXOANTS.

TeHMILTeH.

Pucynok B.4 — KitouoBi pucu xanpy Roguelike
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Brotato

Vampire
Survivors
Enter the
Gungeon

Pucynox B.5 — IlopiBHsUTbHA TaONHIIS aHAIOT1B

JetazeHe TeXHIMHEE
CYNPOBOTKEHNA
TIoBHOMIHHI MOAIHBOCT
3 «KOPOOKH»

CKIATHOCTI IDOEKTY.

JlerxicTs OCBOEHHA
HOBATRAMIT

Kpocrardopamicts

Bisre sactocyBanus
Ges muensiiinpx BiTpaT

Pucynok B.6 — BuOip pymuiis 11t po3poOKu 10AaTKy
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et
[ixTprmEa kimerox OC + +
Joctymeicts Sesonmarsoro +
BaPIAHTY BHKOPHCTAHHA
TMoseomene Ta +

CTPYETYPOBAHE I0BIIROBE
1a0cImeHcHHE

CyMICHICTE 3 iIrpoBHM

nponecom Unity uepes
MAHETb KEPYBAHRA
Tosnoninna podoTa 3
00" exTRO” Mogeamo Unity
TILxTpHMER iHTerpanti 3
CHCTEMAMH BIICTCRCHER 3MIH
¥ BOm
3pyaEEi T IHTYITHEHO
Brcoka memIsNTiA TA
APOTYKTHEHIETh SepeIoBHIA
MomTHEICTE EPeriaTy Ta

Pucynox B.7 — IlopiBusiHHS cepenoBuiy po3podku (IDE)

T

Kopucrysas - Npeacrapnenns

Pucynok B.8 — ApxitekTypa cucteMu
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l GenerateSp osition le

( scoreUpdate

Pucynok B.9 — AnroputM cTBOpEHHS XBHJIb BOPOTiB

Pucynok B.10 — Jliarpama kiacis
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Pucynox B.11 — OcHOBHI ClieHU JJOJIaTKY

Pucynoxk B.12 — BucHoBku



