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[TosicHIOBaNbHA 3aMKcKa J0 AUIUIOMHOI KBaji(ikaiiitHo1 poOoTH OakanaBpa:

74 c., 2 Tabn., 64 puc., 15 mxepen.

MOBUJILHUN JIOJATOK, TPA-KBECT, UNITY ENGINE, C#, IIIKCEJIbHA
I'PADIKA, TIPOITPAMYBAHHA

OO0’ exT po3po0OKkK — MOOLTBHMI J0aTOK Ha 6a3i Unity Engine.

MeTotro poboTH € 3a0e3nedeHHs MPOBEICHHS BITBHOTO Yacy JIFOJIMHU 3 KOPHUCTIO 32
paxyHOK BUKOPUCTaHHs po3po0ieHoT MOOLIBHOT Ipu-KBecTy Ha O6a3i Unity Engine.

CrpyktypHO pobOoTa MmoOyjaoBaHa 3a MPHUHIIUIIOM IOCTIAOBHOTO TEPEXOIY BIJ
TEOPETUYHOTO OOIPYHTYBAHHS JI0 10 TPAKTUYHOT'O BTUICHHS.

Po6oTa mounHaETHCS 3 aHAMI3Y ICHYIOUMX TEXHOJOTTYHHUX PIlIeHb Ta MOPIBHSIHHS
IrpOBMX pyIIiiB, B pe3yiabTaTi AKOro OyJ0 BH3HAYEHO IHCTpyMmeHTapiit Unity sk
ONTUMAJIbHY 0a3y IJIsl IPOEKTY.

Jlami omucaHO apXITEKTypHE NPOEKTYBAHHS CHCTEMH, JETajJbHO PO3KPUTO
noTeHItian oopanoi matgopmu Ta copMOBaHO KapKac MaHOYTHHOTO JOJIATKY.

3axiroyHa yacTUHA poOOTH MOBHICTIO MPHUCBSYEHA MPAKTHUHIN 1HX)eHepil. B Hiil
OMHMCAHO CHCTEMATH3AIlII0 Ta MIATOTOBKY TpadiyHUX KOMIIOHEHTIB, KOJYBaHHS JIOT1KU
J0JIaTKYy.

JloriyHUM T1ACYMKOM pOOOTH CTaB POOOUMI MPOTOTHIT TPU-KBECTY.
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BCTYII

CyyacHuii eram pO3BUTKY 1H(POPMAIIHHOTO CYCHUIBCTBA XapaKTePU3YEThCS
TOTAJbHOIO LU(PPOBI3ALIEI0, sKAa AYXKE CUIBHO 3MIHIOE JIIOJICBKY B3a€EMOAII0 3
HABKOJIMIIHIM CBITOM. 3a KOPOTKHH MPOMDKOK 4Yacy MOOUIbHI TEXHOJIOT1i MpONUILIH
€BOJIIOIII0 Bl  By3bKOCHEIialdi30BaHUX 3aco0iB  3B’A3KY JI0 TNEPCOHAJIBHUX
BHUCOKOTIPOIYKTUBHUX OOUYMCITIOBAIbLHUX MamuH. CMapT(hoH y CyJacHHX peaisX CTaB
000B’I3KOBOI0 YaCTHHOIO MOBCAKACHHOCTI, BUCTYIAIOYHM TOJIOBHUM IHCTPYMEHTOM JIJIS
BUPIIICHHS IIUPOKOTO CHEKTPY MOOYTOBHX, KOMYHIKAIITHUX, OCBITHIX Ta MpodeciitHuX
3aBiaHb. llOpTaTUBHICTh, TOCTIHHA MOXJIMBICTh BHHTH B IHTEPHET Ta BHCOKa
oOuHncIoBaIbHA TOTYKHICTh MOOUIBHMX TMPUCTPOIB 3MICTHIIM BEKTOP CIIOKHUBAHHS
M(ppOBOro KOHTEHTY Yy OiK MOOUTbHUX miIatdopM, chopmyBaBIId aOCOIIOTHO HOBI
CIIeHapii MOBEIIHKH KOPUCTYBAYiB.

B ymoBax 6e3nepepBHoi mudpoBizailii ocooMMBoro Macmrady HaOyma 1HIyCTpis
MOOUTBHUX 1rop. ChoroaH1 MOOUTBHUM FeWMIHT BJKE HE MOYKHA PO3TJISIATH BUKITFOUHO SIK
chepy po3Bar abo MAacCHMBHOIO IMPOBEACHHsS Yacy. BiH mepeTBOpUBCA Ha MOTY>KHE
IHTEpaKTHUBHE CEPEOBHUIIE Ta COIlIAbHUN 1 TeXHIYHUN (peHomeH. JIMHAMIYHUN TeMIl
KUTTS Ta BHCOKe i1HGOpMaIliiHe HaBaHTA)XKEHHS BHMAararoTh BiJl Cy4acHOI JIFOAWHU
IHCTPYMEHTIB IS IIBHUAKOIO PO3YMOBOI'O TEPEKIIOYEHHS Ta PO3BaHTaXE€HHS, abo
HABIMaKW, CTUMYJAIii. MOOUIBHI IrpoBl 3aCTOCYHKH CTad €(PEKTUBHUM 3acO00M
HABYaHHS Ta PO3BUTKY JIOTTYHOTO MUCIICHHSI, aJ[’K€ BOHU JOCTYITHI KOPUCTYBauy y Oyab-
KWW MOMEHT 4acy Ta MPOTIOHYIOTh MUTTEBE 3aHYPEHHS B IrPOBHI MPOIIEC.

Oco0nmBe MicIie B CTPYKTYPl MOOUTBHOTO TeUMIHTY TOCITAI0Th CIOKETHI JIOT19H1
irpu, 30KpemMa kaHpy rpu-kBecTy. KopucTyBau mij yac B3a€MOii 3 TPOI BUYUTHCA
BUSIBJIATH IPUXOBaH1 3aKOHOMIPHOCTI, POTHO3YBATH PE3YJIbTATH CBOIX il Ta MPUIMATH
pIICHHS B MEXax 3aJaHOoro IirpoBOTO0 BCECBITYy. TakuM YWHOM, MOOUIBHHMI KBECT
BHUCTYMA€ SK KOPHCHA aJlbTepHATHBA MOHOTOHHOMY CHOKMBaHHIO 1H(oOpMAIi,

MEPETBOPIOIOYH J03BULJISL HA MPOIEC AKTUBHOI'O IHTEJIEKTYaIbHOTO TPEHIHTY.



EdexktuBHuM Ta HailOuIpIl 3aTpeOyBaHUM IHCTPYMEHTOM JJI CTBOPEHHS
MOOUTBHUX ITOp y Cy4acHid iHIycTpil po3poOKu irop € cepemopuiie po3podku Unity
Engine. BukopuctanHs IbOTO pyIilis TO3BOJISIE 3HAYHO ONTUMI3YBaTH MPOIIEC CTBOPEHHS
I'pY 3aBISKH MOTYKHUM BOYIOBaHUM migcucteMam podotu 3 2D rpadikoro, aHiMarlie€xo,
(i3uKOor0 Ta 3ByKOBHM CyrnpoBozioM. MoBa nporpamyBanHs C#, o € 6azoBoto st Unity,
3abe3reuye BUCOKY IMIBUAKICTh HAITMCAHHS JIOTIKU Ta 00’ €KTHO OPIEHTOBAHUN MIAXIJT 10
CTPYKTYPYBaHHS MPOEKTY. TaKMM YMHOM,PO3pOOKa IHTEPAKTUBHOTO MOOUITBHOTO KBECTY
Ha 0a3i Unity Engine e akTyaqbHUM HanpsMKOM, SIKHI BiTMOBiZa€ Cy4aCHUM BHUMOTaM
PUHKY TIPOIPaMHOT0 3a0€3MEeUeHHS Ta KOHIICTIIT KOPUCHOT'O BUKOPUCTAHHS ITU(POBOTO
IPOCTOPY.

MeToto poOOTH € KOMIUIGKCHE TMPOEKTYBaHHS, pPO3pOOKa apXiTeKTypw Ta
nporpaMHa peasnizailis MOOUTBHOTO ITPOBOTO 3aCTOCYHKY B jkaHpi 2D kBecty Ha 0asi
cygacHoro pymis  Unity, mo cropsMoBaHMH Ha Opradisaiil0 KOPHCHOTO Ta
THTEJIEKTYaJIbHOTO JI03BL/UISI KOPUCTYBa4yiB MOOUTBHHUX MTPUCTPOIB.

JI1s1 OCSATHEHHS MOCTABJICHOT METH B MeXkax KBaTidikaliiHoi poOOTH HEOOX1THO
BUKOHATHU TaKi 3aBJaHHS:

— IIPOBECTH JCTATBHUN aHaJli3 IPeAMETHOT 00J1acTi,

— 00rpyHTYBaTH BHOIp cepeaopuia po3pooku Unity, moBu nporpamysanns C# ta
CYIYTHBOTO THCTPYMEHTAPIIO IS MATOTOBKH IpadiqHOr0 KOHTEHTY

— BHU3HAYUTH Ta CHCTEMATHU3yBaTH TEXHIYHI BHUMOTH JIO0 LLIbOBHX MOOLIBHUX
aTgopM Jytst 3a0e3neueHHs cTa0lTbHOTO (PYHKI[IOHYBaHHS J0JATKY,

— CHpPOEKTYBAaTH TMPOTPAMHY apXiTEKTypy 3aCTOCYHKY, PO3POOUTH CXEMY
B3a€MO/IIi KJIaciB, MITOTYBATH Bi3yallbHI aCETH;

— peati3yBaTH IPOrpaMHy JIOTIKY, BKIIOYAIOYH CUCTEMH B3aEMOIT 3 TIpeIMEeTaMu
Ta 00OpOOKH CTaHIB I'PH;

— BUKOHATH KOMIUICKCHE TECTYBAaHHSI PO3POOJIECHOTO MOAATKy, TPOBECTH aHaJi3
pe3ynbTaTiB 1 chOpMYBaTH BUCHOBKH 010 €(hEKTUBHOCTI PO3POOKH.

B xoni BukoHanHs aumuioMHoi podotu Oyno Bukopuctano JJCTY3008,8320 Ta

onanku [1-3].



1 AHAJII3 IPEJIMETHOI OBJACTI

[Ipor1iec cTBOpEHHS Cy4aCHOT0 MOOLIBHOTO JOJIATKY € KOMIUIEKCHOIO 1HXXEHEPHOIO
Ta TBOPYOIO AISUIBHICTIO, SIKa MOEAHYE B €001 MepeAoBl MPAaKTHUKUA HpPOrpamMyBaHHS,
KOMIT' FOTEpHOT Trpadiku Ta MPOEKTYBaHHS B3aeMojli 3 KopuctyBaueM. CTpykTypa
IHAYCTpIi po3poOKHU IHTEPAKTUBHUX JTOJATKIB 3a3Halla CYTTEBUX 3MIH: SIKIIO Ha eTarl
CTAaHOBJICHHS PHUHKY CTBOPEHHS TPOTPAMHOTO TPOAYKTY MOTJIO 3IIHCHIOBATHCS
0JIHOOCIOHO 200 HEBEJIMKUMHU IPyNaMu €HTY31acTiB, TO ChOTOHI PO3pO0Ka MaCIITaAOHUX
MPOEKTIB BUMArae 3ajgydeHHsi 6araronpoibHUX KOMaH/l 1 3HAYHUX 1HBECTULIH. B Tol
K€ Yac 3aBJsIKM  PO3BUTKY Mojeled 1udpoBoi auctpuOyiii Ta  eBOJrOMIii
KpoctuiaThopMHUX 3aC001B pO3pOOKH, HE3aJIEkKHI AaBTOPU Ta HEBEJIMKI CTY/I1i OTpUMAITH
MOKJIMBICTb BHMBOJMUTH BJACHI NPOrpaMHi pIlIEHHS Ha Tri100adbHUN pPUHOK 0e3
MOCEPETHUIITBA BETMKUX BUJIABIIIB.

VY Mexax aHanmizy pUHKY MOOUTBHUX JOJATKIB OCOOJIMBY yBary MpPUIUISIOTH
kiacudikarii 701aTKIB 32 X (PYHKIIIOHAJIBHOIO CKJIAIHICTIO, MEXaHIKaMU B3a€MOJIII Ta
BUMOTaMH JI0 amapaTHUX pecypciB. TpuBanuii 4yac JOMIHYIOUYY MO3UIII0 HA PUHKY
3aiiMaB CErMEHT Ka3yaJbHUX ITOp, 110 XapaKTEPU3yIOThCS MPOCTUM ITPOBUM MIPOLIECOM,
HU3BKUMH BUMOTaMHU JI0 BMIHb KOPUCTyBaya Ta OpIEHTAIlIEI0 HA KOPOTKI IrpoBi cecii.

[IpoTe 3 MiABUIEHHSIM MPOAYKTUBHOCTI MOOUIBHUX IPOIIECOPIB Ta rpadiyHUX
MIPUCKOPIOBAYIB BEKTOP CIIOKMBAHHS 3MICTUBCA y O1K OUTBII CKJIAJHHUX, OPIEHTOBAHUX
Ha CIOKET Ta IHTEJEKTYaTbHUX )KaHPIB, CePeI AKUX BEIUKE MICIIe 3aiiMatOTh IrpHU-KBECTH
Ta JIOT149HI TOJIOBOJIOMKH.

Xanp MOOLTEHOTO KBECTY € CHEHU(PIYHUM KIACOM MPOrPaMHOTO 3a0e3MeyeHHs,
ITpOBUI TpoIEC SKOTO 30CEPEIDKEHUN Ha BHPINICHHI IHTENEKTyaJbHUX 3aBlIaHb,
JOCIIHKEHH] BI3yallbHOTO MIPOCTOPY Ta aHaJi31 TeKCTOBOI un rpadiuHoi inpopmarii. Ha
BIIMIHY BiJl JUHAMIYHHUX apKaJl, ¢ KIOUYOBHM (aKTOPOM YCIIXy € MBHJIKICTh peaKIlii

KOPHUCTYyBaua, MPOEKTHU B JKaHP1 KBECT 0a3yI0ThCA HAa KOTHITUBHUX MEXaHIKaX B3a€MO/IIi.
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J1o 6a30BHX MEXaHIK KBECTY HaJleXkKaTh:

— MEXaHIKa JIOCIIIKEHHA . B3aEMO/Ii 3 00’ €KTaMH IFPOBOTO CBITY JJisl BUSBJICHHS
MIIKA30K YU €JIEMEHTIB 3a/1a4,;

— MEXaHiKa TpPUrepiB Ta MOJAIN: akTHBAllll HOBUX CTaHIB IFPOBOTO CBITY MiCis
BUKOHAHHS KOPUCTYBAa4eM MEBHOT MOCIIIOBHOCTI JTii;

— MeXaHiKa MEHEX)KMEHTY 1HBEHTapIo: 301p, KOMOIHYBaHHS 3HAWIEHUX MPEIMETIB
JUISL IX TTOJIalIbIIIOTO0 BUKOPUCTAHHS Y PO3B’I3aHHI1 3aBJaHb;

— MEXaHiKa J1aJoroBUX CHCTEM: OTPUMaHHA 1HQOpMalii Ta PO3BUTOK CIOKETHOI
JHIT Yyepe3 IHTePaKTUBHY B3a€EMOJ1I0 3 TEKCTOBUMHU KOMITIOHEHTaMHU.

AHani3 CTaTUCTUYHMX JAHUX PO3BUTKY MOOLIBHOTO CErMEHTa CBITYUTH MPO
cTabUThHE 3pPOCTaHHS IHTEpPECy ayauTopii A0 MPOAYKTIB, SKI BHUMaralTh aKTUBHOI
MEeHTaNbHOI 3anmydyeHocTi. CydacHi KOpUCTYyBayl pO3TISAJAlOTh IHTEPAKTUBHI JIOT14HI
3aCTOCYHKM SIK e(QeKTUBHUN 3acid uisi TpeHyBaHHS KOTHITUBHMX QYHKIIH Ta
KOPOTKOCTPOKOBOI penakcalii. J[nHamika 3aBaHTaXeHb TaKUX JOJATKIB JEMOHCTPYE
HNO3UTUBHUM TPEeH], IO MIATBEPPKYE aKTyaJbHICTh PO3POOKH HOBHUX PIIIEHb Y IIbOMY
HanpsIMKY.

CTBOpEHHSI KOHKYpPEHTOCIIPOMOXKHOT'O MPOAYKTY HPUXOBYe B €001 HHU3KY
IH)KEHEpHUX BUKIIMKIB. 3aliBa CIIPOIIEHICTh JOTTYHOI CTPYKTYPHU MOKE MPU3BECTU JO
IIBUJKOI BTpAaTH 1HTEpecy 3 OOKy ILILOBOI ayAMTOpii, TOAl SK HaJAMIpHA CKIAIHICTh
BIJINITOBXHE KOPUCTYBaya.

TakuM YMHOM, MOCHIKEHHS MPEAMETHOI 00JacTl MIATBEPIKYE HEOOXIITHICTH

rIIMOOKOTO TPOPOOJICHHS apXITEeKTYPH MPOEKTY III€ HA €Tarli HOTO TUTAaHYBaHHS.

1.1 Hini po3podku rpu

['0510BHOIO METOIO JTaHOTO JUIIJIOMHOTO MPOEKTY € MPOEKTYBAHHS, pO3pOoOKa Ta

MporpaMHa peanizailisi MOOUIBHOTO IFPOBOTO 3aCTOCYHKY B »KaHpi KBECT Ha 0a3i pyuris
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Unity. Ha BiamiHy BiJ Ka3yaJbHOTO CErMEHTa, JIe OCHOBHA yBara NPUAUISETHCS
MOHOTOHHUM MEXaHIKaM IIBHJKOTO 3aHYPEHHS Ta KOPOTKOCTPOKOBUM ITPOBUM CECISIM,
po3poOka KBeCcTy nepeadadyae CTBOPEHHS LLUIICHOTO I1HTEPAKTHUBHOTO MPOAYKTY 3
ITMOOKMM ~ JIOTIYHMM — CKJIQAHUKOM Ta CIOKETHMM HAlOBHEHHSIM. 3acTOCYHOK
OpIEHTOBaHWMN Ha YTpUMaHHS yBard KOpPHCTyBaua depe3 IHTENEKTyalbHiI BUKIUKH,
JOCIIIPKEHHSI I'POBOT0 POCTOPY Ta BUPIMIEHHS MOCIIAOBHUX JIOTTYHUX JIAHIFOXKKIB.

JUiss TOCSTHEHHS TIOCTAaBJICHOT METH B paMKaX IHXEHEPHOTO MPOEKTYBaHHS
HEOOX1IHO pealli3yBaTH TaKi LLIbOBI 3aBJAaHHS:

— CTBOpPEHHS IHTYiTUBHO 3po3yMmiioro intepdericy (UI/UX): Ockiabku B3aemMois
3 MOOUIBHMUM 3aCTOCYHKOM BiIOyBa€ThCs O€3MOCEpeHbO UYepe3 CEHCOPHHUM eKpaH
cMapT@oHa, KPUTUYHO BAXKIMBO PO3POOUTH TaKy CXEMY KEPYBaHHs, sika O MiHIMI3yBaJia
yac Ha ajamnTaiiio KopuctyBauya. ['padiuni enemeHTH IHTEepdeicy, BIKHA MEHIO Ta
IHTEpAaKTUBHI 30HU MalOTh OYTH ONTHUMI30BaH1 Mif] Pi3H1 pO3AUIbHI 3aTHOCTI MOOLITLHUX
IIPUCTPOIB;

— peanizallis THy4Koi apXiTeKTypH irpoBoi Jioriku: [IporpamMHuii KOMIUJIEKC Mae
0azyBaTHcs Ha 00’ EKTHO-OPIEHTOBAHOMY T11/1X0/11 3acobamu MoBu C#. KimrouoBoto 1iyLTIO
€ moOyoBa HAJIWHOI CHCTEMH TPUTEPIB Ta MEHEIKEPIB CTaHIB, SKi 3a0€3MEUYyIOTh
KOPEKTHY 00pOOKY IMOiH ITiJT Yac B3a€MO/Iii TPaBIls 3 IPEeAMETaMHU Ta JIOKAIIISIMH

— ONTUMI3allid BUKOPHUCTAHHS arapaTHuX pecypciB: IIpoekT po3poliserbes 3
BUKOPHUCTAHHSIM JIBOBUMIPDHHUX CIPAMTIB Ta aceTiB, [0 BHMara€ peTeIbHOTO
HaJAIITYBaHHA aTiaciB TEKCTyp Ta AJITOPUTMIB OUYHILEHHS OMEPATHUBHOI MaM’sTi AJis
CTabUTbHOTO (DYHKIIIOHYBAaHHS 3aCTOCYHKY Ha MPHUCTPOSIX 13 OOMEKEHUMHU TEXHIYHUMU

XapaKTePUCTUKAMH.

1.2 Bubip niiar¢opm Ta MOBH IPOrpaMyBaHHS

VY npoueci IpoeKTyBaHHS MOOLTBHOTO 3aCTOCYHKY MEPIIOYEPTOBUM 1HKEHEPHUM

3aBJaHHAM € OOTPYHTYBaHHS I[UILOBOT ApXITEKTYpHOI MIaTopMu Ta BUOIp a€KBaTHOTO
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IHCTpyMeHTapito  po3poOku. CydacHMl  PUHOK HIPOrpaMHOro  3a0e3NeyeHHs
PO3NOAUIEHUH MK JEKIIbKOMa OCHOBHMMH €KOCHCTEMAaMH, BKIIFOYAIOYM CTalllOHApHI
MEePCOHAIbHI KOMII  FOTEPH, CTAL[IOHAPHI Ta HOPTATUBHI IrPOB1 KOHCOJ1, @ TAKOX MOOUIbHI1
PUCTPOT, 10 QYHKIIIOHYIOTH M1 KepyBaHHsIM ornepaniiaux cuctem Android ta 10S. Ha
BIIMIHY BiJl JOPOTHUX CTalllOHAPHUX MPOEKTIB, OPIEHTOBAHMUX HA PO3MOBCIOXKEHHS Ha
OJIHI{ miaTopmi, CTBOPEHHSI MOOUIBHOTO KBECTY BUMAarae (pOKyCyBaHHs Ha crielu@iii
MOOLUTBHUX OTEpaliiHUX CUCTEM, Cepel AKX HalOLIbII MOLIMPEHO0, BIAKPUTOIO Ta
rayukoro € Android.

Bubip wiei cuctemMu SK €IMHOI LUIbOBOI IIaTGOpMH OOYMOBICHHMM i
apXITeKTypHUMH OCOOJIMBOCTSIMH, HU3BKUM IMOPOTOM JIJIsi TECTYBAaHHS Ta MOJIHBICTIO
npsiMOi TUCTPUOYILIIT KIHIIEBUX MAKETIB IHCTAJALII Ha IUIBOBI MPUCTPOT O6€3 HKOPCTKHUX
00MEKeHb, 1110 BJIacTUBI 3akpuTHM Miatgopmam. [Iporte peanizaiis kBecty Ha Android
Hakanae crenudidyai BUMOTH 0 BUOOpPY MOBH TporpamyBaHHs. lIporpamHmii ctex
MOBUHEH e(EKTHBHO B3aEMOJIATH 3 migcuctemMamMu ANdroid, 3a0esmedyBaTH BHCOKY
IIBUKICTh BUKOHAHHS IHCTPYKIIIM, MaTh HEJIWHI MEXaHI3MHU KepyBaHHS MaM’ STTIO Ta
HMiATPUMYBATH Cy4acH1 HOPMU 00’ €KTHO OPIEHTOBAHOTO MPOEKTYBAHHS ISl ONTUMI3AIlii
KOJIy I pi3HOMaHITHI crierudikarii MOOUTBHUX mporiecopis [4].

Jlns  BU3HAYEHHS ONTHUMAJIBHOTO TEXHOJOTIYHOTO CTEeKy Oyio 3pobJieHo
NMOPIBHSAJIBHUM aHaNli3 MPOBIIHUX MOB IMPOTPaMyBaHHS, IO BHUKOPHUCTOBYIOTHCS Y
cydacHit  iHmycTpii  po3poOKu  mporpamMHOro  3abe3meyeHHs Ta  IrpoBOi

imkenepii (pucynok 1.1 —1.4).



teadLine())
{numl} + {num2} = " + (numl + num2}};
{numl} - {num2} "+ (numl - num

a0

* {num2} "+ (numl * num2}};

"+ (numl / nu

» %3 Client

V)

from twilio.rest import Client
msg mom and dad(event= , context=
twilio sid =
auth_token =

whatsapp client = Client(twilio sid, auth token)

contact_directory = {'da

key, value in contact directory.items():
msg_loved ones = whatsapp client.messages.create(

body = "good morning I format(key),
from_= pi+14 38886"
to="w

print(msg_loved ones.sid)

Pucynok 1.2 — Cxpunt Ha MoBi Python

13
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Cl Heatmap.cpp X
#include "Hea
#include i
#include
#include
#include
#include
#include <z

1
t lerp(const float& a, const float&é b, const floats t) {
return a + t * (b - a);

eatmap::b
GHeatm

godot-platformer-2d/game/src/Native/Heatmap/Heatmap.cpp 25:0 Top 0.97 LF UTF-8 C++//1 P master

Pucynok 1.3 — Ckpunt B pymrii Godot

#include <cstdio>

int main()

int-a-=-@;
int-b-=-8;

std::scanf("%d %d", &a, &b);
std: :printf("%d %d\n", a, b);

Pucynok 1.4 — Cxkpunt Ha MoBi C++

OpHuM 13 HalOLIBIT €(hEKTUBHUX IHCTPYMEHTIB JJIsi cTBOpeHHs nporpam mig OC
Android € moBa mporpamyBanus C# (Pucynok 1.1), sika BucTymae 6a30BUM 3aco00M
po3pobku B cepeporuini Unity. 3aBasku texHosmorii komnusiii IL2CPP (Intermediate
Language to C++), sika inTerpoBana B Unity, Buximaum kox moBu C# TpaHchOpMy€eEThCS
y BHUcokoedekTuBHI IHCTpYKii C++, 10 ONTUMIZyE MIBUIKOIIIO 3aCTOCYHKY
0e3mocepeIHbO il apXITeKTypy mpoiiecopiB MoOUIbHUX npucTpoiB Ha OC Android. C#

3a0e3mnedyye CyBOpYy THII3AII0 JAaHWX, aBTOMATHYHE KEpPyBaHHSA MaM ATTIO Ta Mae
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PO3BHHEHY €KOCUCTEMY CTaHAapTHUX O10710TeK, 110 J03BOJsie OyAayBaTH HaidiiiHi
CHUCTEMH MEHEKMEHTY ITPOBUX CTAaHIB JJIsI KBECTY.

SIK anbTepHATUBY pO3IIIAIAlOTh MOBY mporpamyBanHs Python (Pucynok 1.2).
Bona BoJ10/1i€ HU3BKMM MTOPOT'OM BXOJKEHHS Ta JJAKOHIYHUM CHHTAKCHCOM, IO 3PYYHO
JUTSI TIIBUJIKOTO TIPOTOTHUITYBAaHHS 200 HAIMCAHHS CEPBEPHUX CKPUNTIB B3aemoii. [IpoTe
1T PO3pOOKH KIIIEHTCHKOT YacTuHu irop it Android Python e manoedexkruBauM uepes
IHTEpIpEeTOBAaHNN XapaKTep BUKOHAHHS KOAY Ta CKJIAJHICTh 3aIlyCKy IHTEepIpeTaTopa B
apxitektypi Android, mo mHpU3BOAUTE A0 BHCOKHX BHUTPAT PECYpPCiB Ta 3HMKCHHS
YaCTOTH KaJpiB.

Takox y mMexax TOCTIKeHHS OyJ0 MpoaHalTi30BaHO CIeliali30BaHi CKPUIITOBI
moBH, Taki sik GDScript, o interpoBana B irpoBuii pymriii Godot (pucynok 1.3). s
MOBa ONTHMI30BaHA TMiJ apXITEKTypy KOHKPETHOTO CEpeIOBHINAa Ta JAEMOHCTPYE
HENoraHy MPOJYKTUBHICTh IPU PO3POOIIl JTErKOBAXHUX ABOBUMIPHUX MPOEKTIB. O HAK
nopiBHsaHO 3 3 C#, ekocucrema GDScript mae 3Ha4HO MEHIITY KiJIbKiCTh TOTOBUX ILIATIHIB
Ta IHCTPYMEHTIB JUIg iHTerparii 3i crenndiaaumu cepsicamu OC Android.

Jlns mopiBHSIHHS OYyJ10 PO3LIMPEHO aHAli3 Ha HU3bKOPIBHEB1 MOBH, 30kpema C++
(pucynoxk 1.4), ska TpPaaMIIfHO BBAKAETBCA CTAHAAPTOM JUISI  PO3POOKH
BUCOKOHABAHTAXXEHUX MPOrPaM 3aBISKA MOKJIMBOCTI MPSMOTO KEPYBAaHHS pecypcaMu
npuctporo. 3a gomomororo Android NDK (Native Development Kit) po3pobuuk moxe
nucati kojn Ha C++ OesmocepenHbO MiJ IO omepalliiiny cucremy. [Ipote pyune
KepyBaHHS IaM ATTIO, CKJIQJHUA CHUHTAKCHUC Ta TPUBAJIMN MPOLEC BIAIATOJKEHHS
3HAYHO 30UTBIIYIOTh Yac PO3pOOKH ¥ MiJBHUIYIOTh PU3UK BUHUKHEHHS KPUTHYHHUX
ITOMHJIOK, IO € HEJOLUIBHUM IIPH CTBOPEHHI IOJATKy B M&Xax AaHoi podotu [5].

Taxum ynHOM, Ha OCHOBI ITPOBEACHOTO TEXHIKO-€KOHOMIYHOTO Ta apXiTEKTYPHOTO
aHaITizy, U1 peaiisallii JUIIOMHOTO TPOEKTY Mij ornepariitHy cuctemy Android Oymo
obOpano MoBy niporpamyBanHs C# y moeanansi 3 pymriem Unity Engine. Ile komnpomicHe
pilieHHs 3a0e3rnedye HAWBUINY MIBHJKICTh HANMCaHHS KOJYy Ta TapaHTye CTaOUIbHI

MOKAa3HUKU MPOJIYKTUBHOCTI MPOAYKTY Ha OUTBIIOCTI Cy4acCHUX cMapT(OHIB.
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1.3 BuOip ABUryHiB JJ151 MOOIJIBHUX irop

BaxuBUM TEXHOJOTIYHUM €TallioM IPOEKTYBaHHS MOOLTHRHOTO 3aCTOCYHKY €
BUOIp pyulIis, IKUIl BU3HAYA€ apXITEKTypy MPOEKTY, IIBUJKICTH OOPOOKH I'pOBUX MOJI1M
Ta €()eKTUBHICTh BUKOPUCTAHHA allapaTHUX PECYPCIB LLILOBOTO MPUCTPOIO. Y CydacHiu
IHAYCTpli pO3pOOKM  MPOTrpaMHOro  3a0e3NeueHHs BUAUILIOTH TpU  MPOBIJIHI
IHCTpYMEHTaJIbHI CUCTEMH, 110 3aCTOCOBYIOTHCS JIJISI CTBOPEHHS JTOIATKIB:

— Unity;

— Defold,;

— Cocos Creator.

1.3.1 Pymiit Unity Engine

Bubip cepenosuiia Unity sk 0a30BOro iHCTPYMEHTY PO3POOKH IS JAHOTO
NPOEKTY OOYMOBJICHMIM HHU3KOI0 HOTO CYTTEBUX apXITEKTYpHUX Ta (YHKIIOHAIHHUX
nepesar. llepuioueproBum ¢dakTopoMm € iHTerpaiiss MoBU mnporpamyBaHHsa C#, ska,
OyJIy4r BUCOKOPIBHEBOIO MOBOIO 13 CYBOPOIO THIII3AIlI€l0, HAa/la€ PO3POOHUKY BEITUKHUI
IHCTpyMeHTapii sl moOy0BU 00’ €KTHO-OPIEHTOBAHUX CHCTeM. HasBHICTH BEIHMKOi
KUTBKOCTI  BOyJOBaHMX TOTOBMX KJIACiB  MIHIMI3ye TMOTpedy Yy  HamMcaHHI
HU3BKOPIBHEBOTO KOAY IS B3aEMOJII 3 KOMIOHEHTAaMH MOOLILHOTO IMPHUCTPOIO, IO
3HAYHO MPUCKOPIOE MPOIIEC MPOEKTYBAHHS JIOTIKH IBOBUMIPHOTO KBECTY.

[HmI0r0 BaXIMBOKO XapakTepucTtukoro UNnity e #ioro po3BHHEHa apXiTeKTypa,
ONTUMI30BaHa TiJi MOOUTPHHI cerMeHT, 30kpema min cucremy Android. IIporpamsi
MOJyJli Ta CKPHUIITH, CTBOPEHI B MEXKaX IIbOTO CEpPEIOBHINA, TPAHCPOPMYIOTHCS Y
eheKkTUBHUI HATUBHHM Koxa 3aBisku kommuwimii |L2CPP, mo mo3Bomsie CyTTeEBO
CKOPOTHTH TE€PMiHU PO3POOKHU MPOYKTY.

1.3.2 Pymriii Defold

IrpoBuii pymiii Defold e cnemianizoBaHuM OE3KOIITOBHUM PINICHHSM 13
BIIKpUTHUM KOJIOM, SIK€ 3 CaMOTO MOYATKy MPOEKTYBAJIOCS BUKIIOYHO JIJISI CTBOPEHHS
JBOBUMIPHUX MOOUIBHUX Ta Be€0O-3aCTOCYHKIB. ['0JI0BHA HOro nepeBara — eKCTpeMajbHa

JIETKOBAXKHICTh Ta apXITEKTypa, OPIEHTOBaAHA HA MaKCUMaJIbHY MPOJYKTUBHICTb. Pyt
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Hanucanuii Ha C++, a Jorika rpu OMHUCYETHCS 3a JOMOMOTOI0 CKPHUITOBOI MOBH Lua.
3aBAsIKM 1IbOMY IIBHUJIKICTH OOpPOOKH CIpalTiB Ta cnokuBaHHi RAM neMOHCTpYIOTh
Kpalli NOKa3HUKH B IHAYCTPIi.

[Ipore, nns peanizanii KOMIUIEKCHOTO JUIUIOMHOTO MPOEKTY LEH pyIIiil Mae KUlbKa
CyTTeBUX HeAodikiB. CKpuUITOBa MOBa BUKOPUCTOBYE IWMHAMIYHY THIII3AIlil0, IO
MIABUILY€E PU3UK BUHUKHEHHS IPUXOBAHUX MOMWIOK MPU MOOYAO0B1 CKIAAHU X JIOTTUHHUX
JAHIIOKKIB KBecTy. KpiM Toro, exkocucrema pymiisi Ta HOro CHuibHOTa BiIHOCHO
HeBenuKi. KulbKicTh MIIariHiB Ta 1HCTPYMEHTIB B Mara3WHi 3HAYHO OOMeEXeHa, W10
3MYIIy€e PO3POOHHKA MPOEKTYBATH OLIBIIICTH CUCTEM 3 HYJIs [6].

1.3.3 Pymiiii Cocos Creator

Cocos Creator — e cyyacHui pyiiiid 3 MOBHOI[IHHUM rpadiuHUM 1HTEpPeicom,
AKUil 3afiMae NMaEpyroui TO3MIIT HA a3iaTChKOMY pHMHKY MOOGUTBHMX irop. Moro
apxiTeKTypa ONTHMIi30BaHa JJIs CTBOPEHHS JBOBHUMIPHUX irop, a SIK OCHOBHHH CTEK
NporpaMyBaHHsS BUKOPUCTOBYIOThc MoBH JavaScript ta TypeScript. Pymiit mae
HOTYKHY CHCTEMY POOOTH 3 KOMIIOHEHTHOIO MOJEIIII0, BOYZAOBaHI 1HCTPYMEHTH JIs
KepyBaHHsI aHIMAIII€10, eJIeMeHTaMu iHTepdelicy Ta (i3UKor0, 0 POOUTh HOT0 3pyUYHUM
JUTSL PO3POOKH KBECTIB Ta TOJIOBOJIOMOK ITiJT MOOLIBHI OTIepaIliiHi CHCTEMHU.

OCHOBHHMM TEXHOJIOTTYHUM BHUKJIMKOM IpHU BHOOpPiI IILOTO pPyIIis € crernudika
BUKOHAHHS KOAY Ha 0asi ioro ckpuntoBux MoB Bcepenuni OC Android. Jlns poboTu
3aCTOCYHKY HEOOXiJHa IHTerpailis BIpTyajJbHOI MAIIMHHU, IO CTBOPIOE J0JIATKOBE
HAaBaHTAXEHHS Ha Mpoiiecop cMapT(oHa Ta 30UIbIIYE Yac 3aBaHTAKEHHS TPH MOPIBHSIHO
3 Unity (IL2CPP). Takox BapTo BpaxyBaTH, IO OLIbIIa YACTHHA TITHOOKOT TEXHIYHOI
JOKyMEeHTaIlii, GOpyMiB MiATPUMKH Ta IJIATIHIB JIJIS [IHOTO PYIIis JOCTYyMHA BUKIIOYHO
KUTalChKOI0 MOBOIO. lle cTBOproe cepiio3HMii MOBHHI Oap’ep TpH BUPIMICHH]
HECTaHJIAPTHUX 3aBJaHb a00 omTuMizaiii peHaepuHry rpadiku, podasan Unity Oimbm

HaQIIMHUM Ta TIPOTHO30BaHUM BHOOpOM [7].
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2 ITPOEKTYBAHHS TA HAJTAHITYBAHHSA ITPOT'PAMHOI'O
3ABE3IIEYEHHA

Y Mexax po3poOKM MOOUTIBHOTO 3aCTOCYHKY €Tall IpPOEKTYBaHHS Ta
HAJAIITYBaHHA MPOrPaMHOrO 3a0e3MeueHHs] € BH3HAYaJbHUM [UJIs 3a0e3NedeHHs
CTaOUIbHOCTI, ONTHMI3alii Ta CyMICHOCTI HpPOAYKTYy. OCHOBHMM IHCTPYMEHTaJIbHUM
CepeIOBHIIEM IS peatizallii mpoekTy Oysio oopano irpoBwuit pymii Unity Engine. [lane
nporpaMHe 3a0e3nedyeHHs 1HTerpye B €001 KOMIUIEKC MiJICUCTEM, L0 JO03BOJISIIOTH
aBTOMATH3yBaTH MPOIIECH B3aeMOJIii 3 omnepalliiiHoto cuctemoro Android, rpadiuaumu
NPHUCKOPIOBAYaMH Ta MOJIYJIIMH BBEACHHS JIAHUX, 3BUTHHSIIOUN PECYPCH PO3POOHUKA IS
PO3p00OKHK OE3MOCEePeIHBO APXITEKTYPH TP Ta MEHEKMEHTY ITPOBHUX CTAHIB.

[Mporpamua apxitekTypa Unity 0a3yerbcs Ha KOMIIOHCHTHO-OPi€HTOBAHOMY
MiAX01 Ta mapajaurmi 00’ €KTHO-OPIEHTOBAHOTO MPOEKTyBaHHs. Lle 103BOJsi€e THYYKO
HAJIAIITOBYBAaTH B3a€EMO/III0 MK OKPEMUMHU IrPOBUMU 00’ €KTaMH HUISTXOM TUHAMIYHOTO
MIAKITIOYEHHST MOJYJIIB KOy, HamucaHux MoBoro C#. BaxxnuBoro mepeBaror Takox €
HAsSBHICTh THYYKOT'O JIIIEH3YBaHHS JUISI PO3POOHHUKIB-TIOYATKIBI[IB Ta BIAKPUTA
apXiTeKTypa PO3IIMPECHHS PEeAaKToOpa, IO JIa€ 3MOTY ajanTyBaTH POOOUYU IMPOCTIP
cepenoBuIa i cruenrdiyai 3aBgaHHs PO3POOKH.

TexniuHa JOKyMEHTAIlid pyIIis Ta PO3BUHEHE TMPUKIAJAHE MPOrpaMHeE
3abe3neuennss (Unity API) HanmaroTh TOBHUI KOHTPOJb HAJa JKUTTEBUM ITHUKIOM
3acTocyHKy. [Iponec B3aeMoaii po3poOHUKa 3 EKOCUCTEMOIO IPOTPaMHOro 3a0e3MneueHHs
noOy0BaHUI Ha BUKOPUCTaHHI 0a30BUX apXITEKTYPHUX MOJYIIB, SIKI CTPYKTYpOBaHi 3a
(GYHKITIOHATHPHUM MPU3HAYCHHSIM:

— siapo cuctemu Ta 6a3081 kiacu (Core API): 3abe3nedye >KUTTEBHIA UK IrPOBUX
ckpuntiB (Metomu Awake, Start, Update), oOpoOKy mojiii Ta kKepyBaHHS MOTOKaMH
JAHUX, 1110 € OCHOBOIO JUIS pPeari3allii JIOT1KH KBECTY;

— migcucteMa n1BoBUMIpHOT rpadiku Unity 2D: BKIIOYA€ THCTPYMEHTH JJisl pOOOTH

31 copaiitamu (Sprite Renderer), moOyaoBu irpoBux mnoBepxoHb (Tilemaps) Ta
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onTuMizallli peujepunry (Sprite Atlas), 1m0 103BoJisie MIHIMI3yBaTH KUTbKICTh BUKJIUKIB
orpucoBkd (Draw Calls) Ha MOOLTRHUX TpadIYHUX MPOLIECOPAX;

— MeHekep rpadiuboro iHtepgeiicy kopucrtyBada Unity Ul / UI Toolkit: Hanae
KOMITOHEHTH J1J1s1 TOOY/I0BU aJJalITUBHUX €KpaHHUX (DOPM, CUCTEM MEHIO, BIKOH J11aJI0T1B
Ta IHBEHTAPIO, 1110 ABTOMATUYHO MACIITa0yIOThCS M1 PI3H1 PO3AUIBHI 3AaTHOCTI €KPaHiB
Android-npuctpois;

— Moxaynb kommursnii Ta 30ipku Build Pipeline: 3abesneuye iHTerpariito
cepenoBuiia 3 Android SDK Ta NDK, aBTomaru3yrouu mpoluec resepanii KiHIEBUX
MaKEeTiB PO3TOPTAHHS.

Oco0nuBe Micue B po3po0li 3aiiMae HajallITyBaHHS B3a€MO/IIi I'POBUX CKPUIITIB
13 BHYTPILIHBOIO apXITEKTYPOIO PYIIis Yepe3 MificucTeMy cieHapiis . [Ipu HanamryBanHi
cepenoBuia po3podku mix OC Android KpUTHUYHO BaXJIMBUM € TIEpeXia BiJ
CTaHJAPTHOTO BIPTyaJbHOTO BUKOHAHHS Mono 10 mepemoBOi TEXHOJIOTil KOMITUISIT
IL2CPP. Lle no3Bosie TpanchopmyBaTh mpoMi>kHUH K01 MOBU C# y BUCOKOE()EKTUBHUHN
HaTuBHUN kox C++ Oesnocepenbo Tmepes (iHaabHOIO 30IpKOI0 TPOEKTY. Take
HAJNAIITYBaHHS TMPOrpaMHOro 3a0e3reueHHs 3abe3nedyye CyTTeBE  IMIJBUIICHHS
IIBUKOT11 OOYMCTIOBAIBHUX aJITOPUTMIB, OITUMI3Y€E pOOOTY 3 ONIEPATUBHOIO MaM'SITTHO
MOOUTIHFHOTO TPHUCTPOIO Ta JI03BOJISE 3TeHEPYBAaTH 64-01THI apXiTEKTYPHI Bepcii 10aTKiB
(ARMG64), 1110 € 000B'I3KOBOIO0 BUMOTOFO JIJIsl CY4aCHOTO IIPOrpaMHOT0 3a0e3NeUeHHS 111

kepyBaHHsIM Android.

2.1 OcodauBocTi BuKopucTanus Unity

EdekTuBHa pearizaiiss MOOLTPHOTO irpoBOTO 3aCTOCYHKY B cepemoBuimi Unity
BHMarae riImO0KOro aHami3y HOro BHYTPINTHIX MIJCHCTEM Ta iX ajgamnTaliii mijg ooMexeHi
amapaTHI pecypcu MOOUIbHHMX MNPHUCTPOiB, 1O (PYHKIIOHYIOTH mif kepyBaHHsiM OC
Android. Ha BigMiHy BiIl JECKTOITHUX apXiTEKTyp, MPOEKTYBaHHS JJII MOOUIBHHX

maTopM HAKIAA€ >KOPCTKI JIIMITH Ha BUKOPUCTAHHS ONEPATHBHOI MaM'saTl Ta
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00YHCITIOBATILHOT OTYKHOCTI Tpadivnoro npouecopa. ['padivna nigcucrema Unity mpu
po3po0Il JABOBUMIPHUX MPOEKTIB OpIEHTOBaHA Ha pPoOOOTYy 31 CHpPaHTOBUMU
apXiTeKTypamH, Ji¢ KIIFOYOBHM KOMIIOHEHTOM BHCTYIa€ MOAYJb Sprite Renderer.

Jlist 3a0e3nedeHHs] BUCOKOI YacTOTU KaJpiB Ta BUKIIOUEHHS 3aTPUMOK IiJ] yac
00poOKHu rpadiku B Tpi, HajamTyBaHHS KoMIoHeHTIB Unity mepenbavyae o0OB'SI3KOBE
IpyIyBaHHS TEKCTyp y chneuianbHi rpadiuni atmacu. lle no3Bosse mimcuctemi
pPEHIIEPUHTY 00'€IHYBaTH TOOJMHOKI O0'€KTH CIIEHM B OJWH 3arajlbHUN TakKeT IS
BinnpaBku Ha GPU. Takum ymHOM, 3aMICTh JECSTKIB OKpEeMHUX omepaiiii oOopoOxw,
MOOUTBHUN MPOLECOp BUKOHYE JMILIE OJHY, [0 MIHIMI3y€ HaKJIaJgHI BUTpPATH Ta
3anobirae meperpiBy MOOUIBHOIO NPUCTPOr. MEHEIKMEHT BIi3yallbHUX IapiB
peanizyeThcsl yepe3 KoHpirypamiro mapamerpis Sorting Layers ta Order in Layer, 1o
rapaHTye KOPEKTHE BIOOpaX€HHs €JIEMEHTIB 3aJHbOTO TIUIaHYy, IrPpOBUX OO'€KTIB
B3a€MOJIIT Ta IEPCOHAXKIB 0€3 3aIydeHHs pecypcoMicTkoro oydepa rimubunu [8].

KepyBanHs cTraHamMu Tpu Ta MEHEIKMEHT IrpOBUX pecypciB (CKPHUMTIB,
ayniodaiuniB, koH(irypamid KBECTy) peai3yeTbCsl uepe3 ONTHUMI30BaHYy poOOTYy 3
MOTOKaMH JaHuX. 3aMicTh BaXKKUX (GopmaTiB aymio 0e3 crucHeHHs, migcuctema Audio
Source HanmamTOBYEThCSI HA BAKOPUCTAHHS CTUCHYTUX (opmaTiB .0gg adbo .mp3, ki npu
immopti B Unity nepeBoasteess B peskum Compressed In Memory a6o Streaming. Ile
3ano0irae HaaMIPHOMY BHUJIUICHHIO ONEPAaTHUBHOI MaM'ATi i 3BYKOBI e(ekTu Ta
MY3WUYHHUHA CYIPOBiN, 3a0e3meuyroud CTabuIbHYy poOOTy 3aCTOCYHKY HaBiTh Ha
Or0HKETHUX MOOUTHHUX NPUCTPOSIX 3 oOMexkeHuM 06'emom O3II.

TakuM YWMHOM, CHCTEMHE HaJAMITYBaHHS TIJACHCTEM pEHACPHUHTY, (I3UYHOT
B3aeMoii, iHTepdeiicy Ta aymiomeHeKMEeHTY B Unity J03BOJISIE  CTBOPHUTH
ONTUMI30BaHy apXITEKTypy MOOLIBHOI TpH, IO TIOBHICTIO BIINOBia€ TEXHIYHUM

CTaHJapTaM Ta BUMOTaM orneparliitHoi cucremu Android.
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2.2 Cxkpuntunr 'y Unity

[IporpamnHa peanizaifiss IrpoBUX MEXaHIK, alTOPUTMIB B3a€EMOJII Ta CHCTEM
YIIpaBIiHHS CTaHAMU y cepenoBuiii Unity 31iHCHIOETBCS 32 JOIOMOTOF HAIMCAHHS KOJTY
MoBoto C#. ApxiTekTypa cieHapiiB NpOEKTy 0a3yeTbCsi Ha CTBOPEHHI MOJYJIBHUX,
cna0Ko TOB'A3aHUX KJAaciB, WO [J03BOJsiE€ 3a0€3MeUYUTH BHMCOKY THYYKICTh Ta
MacmTabOBaHICTh CHCTEMH MOOLTBHOTO J0JIaTKY.

bazoBuM minxomoM NpuU TPOEKTYBAHHI JIOTIKM € CTBOPEHHS l€papxii Kiacis,
BUKOPDUCTaHHS MPUHIMIIB HACHIAyBaHHSA Ta cyBopoi Ttumizauii manux. [Ipuknamu

IporpamMHoi peaizailii KIIF040BUX KOMIIOHEHTIB (pUCyHOK 2.1 — 2.2).

UnityEngine;
UnityEngine.SceneManagement ;

sceneName;
action()
if (savePosition)
ART_POSTTION_AVALAIBLE, 1);

ESTART_POSITION, gameObject.transform.position.x);
ESTART_POSITION, gameObject.transform.position.y-yPositionOffset);

.Cs TabsController.cs

UnityEngine;

startAction(PL Health playerHealth);

stopAction(P ealth playerHealth);

Pucynox 2.2 — Ipuknan C# Script 2
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Y wmexax po3poOku cucteM B3aemoAli 3 oO'ektamu (pucyHok 2.1) Oyno
peanizoBano kiac Door, skuii HachigyeThes Bif 0asoBoro kiacy InteractiveObject. Lle
JI03BOJISIE€ 3aCTOCYBATH MPUHLIMIIH TOAIMOP(I3MY JIJIsl CTBOPEHHS YHIBEPCAIBHOI CHCTEMU
TpPUTEPIB Ha IrpoBid ciieHl. BaxinBoio 3aaueto i JOAATKy € MEHEKMEHT IIpOBUX
CTaHiB Ta 30epeXeHHs] MPOorpecy KOpHCcTyBaya y BHYTpIIHINA nam'saTi cMaprdona. s
peamizarii wmiei joriku y meroni action() BHKOPHCTOBYEThbCsS BOYyAOBaHa IiJcHCTEMA
PlayerPrefs. Ilpu akTuBariii Tpurepa (SavePosition) mporpaMHuii KOMIIOHEHT 3aITUCYE Y
JIOKaJIbHE CXOBUIIE MOOLTBHOT'O IPUCTPOIO KOOPJIUHATH MO3UIIIT 00'ekTa 1o ocsix X ta Y,
a TakKoXX Tparopelb JOCTYIMHOCTI KiMHath uepe3 wMetoau PlayerPrefs.Setint Ta
PlayerPrefs.SetFloat. ITicist dikcarii crany meremkep cuen SceneManager.LoadScene
BUKOHYE ACHHXPOHHE 3aBaHTaXCHHS HACTYITHOI JIOKallii, IO MIiHIMI3ye 3aTPUMKH
iHTepdeiicy Ha Android-npuctposix [9].

Jlns onTuMizaliii apXiTeKTYpH 3aCTOCOBAHO abCTparyBaHHS JIOT1KU (PUCYHOK 2.2).
CrBopeHHs1 abcTpakTHOro Kiacy Fire, skuii HacmiayeTbes Bifg 0a30BOr0 Kiacy pyIlis
MonoBehaviour, mo3Bojsie 3amaTH €IUHWIA [POrpaMHUN iHTepdeic st Tpynu
OJIHOTUIHUX ITPOBUX MEPEnIko abo IHTEpaKTUBHUX 30H. BHU3HaueHHS aOCTpaKkTHUX
meToziB startAction ta stopAction i3 mepemadero MOCHIAHHS Ha KOMIIOHEHT CTaHy
spopoB's rpasis (PlayerHealth) rapanrye, mo Bci moxigHi Kiacu OyayTh 3000B's13aHi
peaizyBaTH BJAacHY JIOTIKY OOpoOkM mikoau abo akTuBarii edekTiB. Takuit migxina
3abe3Ieuye YUCTOTYy KOy, BUKIIIOYA€E TyOr0oBaHHS (DYHKITIOHATY Ta CITPOIIYE T01aJIbIIIe
PO3IIMPEHHS KBECTOBUX MEXaHIK.

Jlns 0OpoOKH CTaTUYHUX HAOOPIB JMaHUX 13 3a3JaJIeTib BIIOMHM Ta HE3MIHHHM
00'eMOM €JIEMEHTIB BUKOPHUCTOBYIOTHCS OJHOBMMIpHI MacuBH. Ilpukian iHimiamgizarii

TaKoTo KOHTEHHEpa HABEJECHO Ha PUCYHKY 2.3.

ing[] enemies = ¥ “Zombie", "Skeleton"”, "Orc", "Dragon" ¥;

¢ firstEnemy = enemies[©];

Pucynok 2.3 — Array
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Jns peanizanii OUIbII CKJIAJHUX, THYYKHX MIJCUCTEM, TAKUX SIK I1HBEHTap
MepcoHa)ka, CMUCKYA MOTOYHUX KBECTOBUX 3aBIaHb a00 00K TUHAMIYHUX 00'€KTIB, IO
3'SIBIISIIOTHCA Ha CIEHI 1]l 4ac MPOXOKEHHS T'PH, BAKOPUCTOBYIOTHCS AUHAMIYH1 CIIUCKU
tumy LiSt<T>. [lpuxiag MaHImydrOBaHHS €JIEMEHTaMHU JIWHAMIYHOTO KOHTEHHepa

HaBEJICHO HAa PUCYHKY 2.4.

List<int> scores = new List<int>();

scores.Add{168);
scores.Add(258) ;
scores.Remove(168) ;

Pucynok 2.4 — Cnncok

B 1oHITI ckpunTH B3aeMOAiIOTH 3 OararbmMa IHCTPYMEHTAMH CaMOI'O PYIIIis.
Hanpuknan, ans o0’ekTa mepcoHaka 3a JOMOMOTOK) CKPHUIITA Ta IHCTPYMEHTY input
system actions MoxkHa 3B’s13aTH aHIMaIlil IepCOHaXKa BiHOCHO JIiii TpaBIIs.

Y  npuknaai  HWKYE 8 HIOKIOYMB  cKpunT  player g0 iHCTpyMmeHTy

ISA (pucynok 2.5).

ublic voi Move(InputA on.CallbackContext context)
animator.SetBool("isMoving”, true);

if (context.canceled)

{
animator.SetBool("isM
animator.SetFloat("
animator.SetFloat("

lastMove = move;

move = context.ReadValue<Vector2=();
animator.SetFloat("in (", move.x);
animator.SetFloat("ir ", move.y);

Pucynoxk 2.5 — Player 3 ISA
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Ocp npuknan, ae e Moxe 0yt kopucHuM. [Ipunmyctumo, Mu xo4emo, mob cmyra
30pPOB'Ss HA €KpaHl pearyBajia Ha 3MIHU 3JIOPOB'S aHIMaIli€l0, aje MH XO4eMO, 1100
KOPUCTYBAJIbHULIbKUI 1HTEp(eic OyB BIAAUICHHUIA Bl TpaBLs.

Y ckpunti playerHealth.cs (pucynox 2.6) MM MiIKIIOYa€EMO KEpPYyBaHHS

craiiiepamu 3J10poB’s, siKi 3HAX0AThes Ha cioi Ul:

1
t hungerUpdateSpeed = 8.85f;

ealthUpdateSpeed = 0.05f;
t MAX_PLAYER_TEMP = 186f;
layerTemp = MAX_PLAYER_TEMP;

pdateTempValue = 0f;

hungerfillImage = hungerSlider.fillRect.GetComponent<Image>();
mainHungercolor = hungerFillimage.color;

healthFillImage = healthslider.fillRect.GetComponent<Inage>();
mainHealthColor = healthFillImage.color;

ve Uy | Gauroc0
updatehunger();

updatehealth();
updatetemp();

id ypdatehunger()
if (hungerSlider.value != 8)
{

hungerslider.value = hungerSlider.value - (hungerUpdateSpeed * Time.deltaTime);

ChangeHungerColor(hungerSlider, hungerFillImage, mainHungerColer);
3

id ypdatehealth()
if (hungerSlider.value = 8)
{

healthslider.value = healthslider.value - (healthUpdateSpeed * Time.deltaTime);

ChangeHungerColor(healthSlider, healthFillImage, mainHealthColor);
3

Pucynok 2.6 — Ckpunr playerHealth.cs

Kpim Toro, MmoskHa 3B’s13yBaTi MixK 00010 HE TUTHKH irpoBuii 00’ exT Ta Ul a 1 nBa
irpoBux 00’extu. Hampukian, HaMm moTpiOHO 1100 TpaBemb MIr MigiopaT SATiAKY, sKa
pocte Ha Kymii. g 11pOro HaM MOTPiOHO TpW IrPOBUX 00 €KTH: KYII, STiIKA Ta cam
nmepcoHak. Mu poOMMO TPH CKPHIITH: NEPIIUI JUIS TOTO, 00 MepCcoHaX, MiaiopaBIIn
Ky BITHOBHB C001 cliaifiep ToJIoAy, APYryui Ui Kylia o0 Ha HbOMY POCIH STO/IH, a
TpEeTili — g camoi sroau 100 BOHA BigHOBIIOBaNA clainep romoxy. Ilpu mpomy
CTBOPIOBATH I KOXKHOTO ICTIBHOTO OO’€KTy MO CKPUIITY HEMAa€ CEHCY: MOXKHa
00’eTHaTU BCl iCTIBHI O0’€KTH B Tpymly «ICTIBHI» 1 TOJAl KOXKE€H TakKui 00’€KT OyJe

HaOyBaTH Ti XK SAKOCTI 110 U sroxa. st npukinany: (pucyHok 2.7 — 2.9).



UnityEngine;

alories = 18;
Field]
growSpeed = ©.0083
originScale;
1lth playerHealth)
{
playerHealth.addCalories(calories);
Destroy(gameObject);

Start()

originScale = transform.localScale;
transform.localScale

Updaté()

grow();

grow()

if (originScale.x > transform.localScale.x)
{

3 newsScale = transform.localScale;
newsScale.x += growSpeed* Time.deltaTime;
newsScale.y += growSpeed* Time.deltaTime;
calories+= growSpeed* Time.deltaTime * 1
transform.localScale = newsScale;

fruitPrefab;
fruit;

fruitPosOffsetX
Field]
fruitPosOffsety =
isFruitCreated =

Update()

if(fruit == lisFruitCreated)

isFruitCreated=

spawnFruit()

= Instantiate(fruitPrefab);
3 pos = transform.position;
fruitPosOffsetX;
pos.y += fruitPosOffsetY;
fruit.transform.position = pos;
isFruitCreated = B

Pucynok 2.8 — Ckpurnr kymia

25
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id addCalories(float calories)

hungerSlider.value = Mathf.Min(188, hungerSlider.value + calories);

Pucynok 2.9 — Ckpunt nepconaxa 3 arpudyTtom calories sikuit Mae sirona

2.3 llepeBaru Unity

Jliist po3poOku rpu Oys0 oOpaHo GararodyHKIIOHaIbHE cepeaopuiie Unity, 1o
3aiimMae TPOBIAHI MO3UII y cdepl NPOEKTYBaHHSA IHTEPAKTUBHOTO IPOTPAMHOTO
3a0e3nedenns. KirouoBoro mepeBaror jgaHoi miatgopmMu € il apxXiTEeKTypHa
KpocIiaThOpPMHICTb, SIKa JO3BOJISE€ PO3POOJIATH MPOTPAMHHUIM MPOAYKT Ha 0a3l €IUHOI
KOJIOBOi OCHOBH 3 TOJQJIBIIOI KOMITWJISAIIEI Ta ONTHUMI3AIIEI0 T Pi3HI onepalliiHi
CHCTEeMH, 30KpeMa I MoOLThHY tatdopmy Android.

Y KOHTEKCTI CTBOPEHHS JBOBUMIPHOTO KBECTY JJisi MOOUTbHUX MpuUcTpoiB, Unity
Ma€ HU3KY CYTTEBUX IIepeBar MOPiBHIHO 3 IHIIUMHM CTIEIIaTi30BaHUMH PYIIISIMHU:

— BUCOKa eekTuBHICTh 2D-migcuctemu: Ha Bigminy Bif pymniiB, SKi aIanTyloTh
TPUBUMIpHUHN TpocTip mif mceBao-2D, Unity MICTUTh IHTETpOBaHUM IHCTpyMEHTapii,
OpIEHTOBAaHUHN BUKIIOYHO Ha pOOOTY 3 TUIOCKOIO reomeTpicro. HasBHICTH BOYIOBaHUX
KOMIIOHEHTIB yIpaBIiHHS CIIpaiiTamu, crerniainizoBanoro ¢izuuanoro pyuris Physics 2D
Ta IHCTPYMEHTIB aHimallii Animator 103BoJjisie CTBOPIOBATH CKJIAHI MEXaHIKH B3a€MOJI1
KBECTOBHX TMPEAMETIB 13 MIHIMAJIBHUMH 3aTpaTaMH OOYHMCIIOBAIBHUX PECYPCIB
npouecopa [10];

— apToMaTu3OBaHa onTuMizarmisa rpadiku. CepenoBuine pPo3poOKH MATPUMYE
cydacHi Hu3bKOpiBHEBI Tpadiuni API, taki sk Vulcan ta OpenGLES, mo € xputnaHo

BOKJIIMBUM JUIsi 3a0e3reueHHs BUCOKOi mnpoaykTtuBHocTi Ha OC Android. Pymmii
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aBTOMAaTHUYHO peati3y€e allrOPUTMH JHHAMIYHOTO Ta CTATUYHOTO IMaKeTYBaHHS T€OMETPIi,
o0'eHYIOUM OJHOPIAHI rpadiuHi MaTepianu s nepeaadl Ha rpadiuHuil mpouecop.
Oxpim 1poro, BOynoBanuii mexanizm Frustum Culling aBTOMaTHYHO BUKIIOYaE 3
MpOLIECY PEHIEPUHTY Ti O00'€KTH IrpOBOI CLEHH, AKI B MOTOYHHA MOMEHT Yacy
3HaXOJATHCS 1032 30HOI0 BUAMMOCTI KaMepH, IO CYTTEBO 3HWKYE HABaHTAXCHHS Ha
MIJICUCTEMY MaM'siTi cMapTdoHa,

— FHYYKICTh MPOEKTYBaHHS 1HTEpPeicy kopuctyBaua. OCKUIbKM MOOLILHUN KBECT
OpIEHTOBaHUH HA B3a€EMO/I110 KOPUCTYBaya 3 rpadYHUMU eJleMeHTaMu (MEHIO0, IHBEHTap,
BikHa Jianoris), migcuctema Unity Ul Hajgae mOBHOIIHHHME HAOIp IHCTPYMEHTIB JIs
JUHAMIYHOTO MacluTaOyBaHHS KOHTEHTY MiJl pPi3HI TUIHM €KpaHiB, CIIBBIAHOLIECHHS
CTOpIiH Ta MUIbHICTH TikcemiB (DPI) 6e3 BTpaTu sSKOCT1 BI3yaJIbHUX KOMITOHEHTIB,;

— IHTerpallis i3 Cy4aCHUMHU CepeIOBUIIIAMU TIPOEKTYBaHHS Koy. Unity 3a6e3neuye
HaTHBHY iHTerpamito i3 moayimem Visual Studio Code, mo m03BoJis€e BHKOHYBaTH
po3mrpeHe  NpodUTIOBaHHS  MPOTPAMHHMX  CKPHUMTIB, IIBHUJKE  HaJIaropKeHHS
OesmocepelHbO Ha  miaKIodeHoMy  Android-mpucTpoi, a TakoX MiATPUMYE
KOMITOHEHTHHUH MIAXiJ, € KOKEH CKPHUIIT BUCTYIAE SIK OKPEMUN MOAYIBHUHN OJIOK.

Huzbkuii mopir BXO/KEHHs y MO€AHAHH] 3 MOTY>KHUMH THCTPYMEHTAMU aHAJI3y
npoaykrtuBaocTi Unity Profiler no3Bosnse BiacTexxyBaTH BUIIICHHS OIIEPATHBHOT ITaM'sITi
B peallbHOMY 4aci, iKCyBaTH 3aTPUMKH PEHICPUHTY Ta ONTUMI3yBaTH poOOTy 30Mpaya
cmitrrs Garbage Collector. Ile miaTBepmkye AOUUIBHICTH BuKopucTaHHs Unity sk
06a30BOr0 IHCTPYMEHTAIBHOTO 3aC00y /I YCHINIHOI peaizallii Ta po3ropTaHHS MPOEKTY

MOOUTBHOT TPH.

2.4 ApxiTeKkTypa NporpaMHoro 3aée3nev4eHHs rpu

Ha giarpami knaciB  (pucyHok 2.10) BigoOpakeHO 00’€KTHO-OPIEHTOBAHY

apXITEKTypy po3p0oOJEHOro IrpoOBOT0 JOAATKY Ta 3B’ SI3KM MK MOIO KOMIIOHEHTAMH.
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IlenTpanpbHuM eneMeHTOM € kiac Player, skuii B3aeMojie 3 HaBKOJHIIHIM
CEpEelIOBUIIEM Ha OCHOBI IPUHIMUITY 1HBEPCIT 3a1€XKHOCTEN Ta MOIIMOPPIZMY.

3aMicTh TPsSMOI 3aJeKHOCTI BiJl KOHKPETHUX peanmizamiid, kimac Player depes
TpUTEpH BUKIIMKae MeTo U abcTpakTHUX Kiacis: InteractiveObject, FoodObject, Fire.

KonkpetHi kiacu Taki sik Door, Food, CampFire ycankoByioTh 6a30BY JIOTIKY Ta
peanizyroTh crienu(iuyHy NOoBeAIHKY 00’ €KTIB.

3B’S30K 13 MIJICHCTEMOIO 3J0pOB’S TEPCOHa)»ka MPOXOJUTh dYepe3 Kiac
PlayerHealth, skuii oHOBIIOE TOKAa3HMKU 3I0pOB’S, TOJOLYy Ta TEMIIEPATypu B
3aJICKHOCTI BiT oTpuMaHux gaHux Big Food Ta CampFire.

Jlns 30epekeHHs CTaHy Tpu Ta No3uIil pectapty kiacu Player ta Door

B3a€EMOJIIOTH 13 KJIACOM KOHCTAHT.

Pucynok 2.10 — /liarpama kiacis
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3 PEAJIIBALIA I'PU

3.1 KepyBaHH#1 aceTaMu Ta cTpyKTypa (aiijioBoi cucteMu 104aTKa

[Ipomiec mporpamuoi peanizaiii MoOuIbHOTO 2D-KkBecTy mnependauvae dYITKY
CTPYKTYpH3allil0 Ta IHTErpalilo IrPOBUX pecypciB, fAKI B I1HXEHEPHIN MpakTHIll
KIacu@iKyloTbCs K IrpoBl acetu. IrpoBuit acer — ue Oynb-AKUH JAUCKPETHUHN
iHbOpMaIITHUN €JIeMEHT, KOMIUISI{IS SIKOTO y CEPEJAOBUIIl I'POBOTO PYIIis JT03BOJISE
chopmyBaTy IUJIICHE Bi3yalibHE Ta (YHKI[IOHAJIBHE CEpPEeJOBUIIE 3aCTOCYHKY. Jlo
0a30BUX KaTeropid akTHUBIB, IO IHTEIPOBaHI B MeXaxX PO3POOKM JAHOTO MPOEKTY,
HaJeXaTh JBOBUMIpHA rpadika, eleMeHTH iHTepdelcy KopucTyBaya, ayniodaiinu
3BYKOBUX €(EKTIB Ta MY3MYHOIO CYNpPOBOAY, a TakoX (aitnu koH@irypamid Ta
KEepPYIUHX CIIEHapIiB.

OcHOBHE TpHU3HAYEHHS BUKOPUCTAHHS IFPOBHX ACETIB MOJSATa€ B ONTUMIZAIl]
YacOBHMX BUTpPAT Ha PO3POOKY Ta 3HMKEHHI HAKIAJHUX OOYMCIIOBAIBHUX BUTPAT MPH
peHaepuHry KoHTeHTy. Knacudikairis 3aaissHux y NpoeKTi HUPPOBUX aKTUBIB BKIIFOYAE:

— aymioakTUBH. (pailnm 3BYKOBOTO CYIPOBOAY, (POHOBI MY3MUHI KOMITO3HIIIT Ta
crieniuigHi 3ByKOB1 €(pEKTH B3a€EMO/111 KOPUCTYyBa4a 3 KBECTOBUMU TPHUTCPAMH;

— rpadiyHi aKTUBH. CTATHYHI Ta aHIMOBaH1 300pakeHHS, 1110 POPMYIOTH 30BHIIITHIN
BUTJISAJ TIEPCOHAXIB, €IEMEHTH HAaBKOJIHMIIHBOTO CEPEIOBUIIA, TPEIMETH 1HBEHTapIO Ta
JeTaIl JOKaIlii;

— CIO)KETHO-TEKCTOBI pecypcH: (aiiau JIoKai3airii, crieHapii J1aJoroBUX CHUCTEM,
TEKCTOB1 MAaCHBH PETLTIK Ta ITiIKA30K JJIS TPaBIIs;

— CIy’)KOOBI Ta CHCTEMHI aKTHMBH. MpOrpamMHi Momyni MoBoto C#, ckommilioBaHi
KJIacH, 1a0J0HU 00'€KTIB Ta CTPYKTYPH METAJaHUX.

Cepen BOymoBanux cucteMHux aktuBiB Unity, siki Oe3mocepeIHbO BIUTMBAIOTH HA
JOTIKY (YHKIIIOHYBaHHS 3aCTOCYHKY, KJIIOUOBE 3HAYEHHS MAIOTh aHIMalidH1 KU,
rnapaMeTpu ayJ1IoOMIKIIEPiB Ji1 KEPYBaHHS aMIUTITYIHO-4ACTOTHUMHU XapaKTEPUCTUKAMHU

3BYKY, KOoHIirypaiii rpadiunux intepdeiiciB Ta npedadbu. Ilpedad € onTumizoBaHUM
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11abJIOHOM ITPOBOTO 00'€KTa, SIKUH MICTUTh HaOlp HAJIalITOBAHUX KOMIIOHEHTIB 1 MOXKeE
OUHAMIYHO AYyONIOBAaTHCA HA CIEHI MiJ Yac BHUKOHAHHS MPOTrpaMu, MIHIMI3YIOUH
HABAaHTA)XCHHS HAa ONEPATHBHY NaM'aTh MOOLTBHOTO mpucTporo [11].

Ha nouyaTkoBomy erari po3poOku BizyanbHOro ctuito 2D-kBecty Oyio mpoBeAeHO
aHami3 BIAKPUTUX peno3uTopiiB rpadiyHoro koHTeHTy. s dopmyBaHHsS 0a30BuX
CJIEMEHTIB OTOYCHHS BHKOpHCTaHO pecypc Stock.adobe.com, mo € crermianxizoBaHOO
0a3010 AaHUX HU(POBUX AKTUBIB 13 BUJIBHUM THUIOM JlilleH3yBaHHs. [HTepdeiic gaHoi

1aTopmMu IpecTaBieHo Ha pUucyHKy 3.1.

Be30NAaTHA NPOGHA BepC OTPHNARATE 10 FOTOBYK 306PIXEHih NVIIOC IHCTPYMENTH PADTyBaHHS 1a 63l LU (e onseny iy wpcso
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Pucynok 3.1 — Ilepmiuii caiit

3 MeTow Jeraiizaimii TEpPCOHAXIB Ta PO3MIUPEHHS HaO0opy o00'eKTiB Oyio
JI0JTIATKOBO 3a/isiHO mpoduIbHUN BeOpecype opengameart.org, sskuii creriatizyeTbes Ha
MOCTauYaHHI ONTUMI30BaHUX JBOBUMIPHHMX TEKCTYp Ta CHPAWUT-TUCTIB JJIsI MOOUTBHHUX

3aCTOCYHKIB (PUCYHOK 3.2).
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Pucynok 3.2 — Jlpyruii cait

Jis 1poro AoAaTKy Oyno MPUHHATO PIIICHHS BHKOPUCTOBYBAaTH BHUKIIOYHO
MIKCEIbHY IBOBUMIPHY Ipadiky.

Crpaiitu y Mexax apxitekrypu Unity BUCTymaroTh sK MI0CKi rpadivni 00'ekTH,
10 BUKOPHCTOBYIOTh PAacTPOBI TEKCTYpH SK 0a30Be JDKEPENo Bi3yalbHUX NaHUX . Jljs
TOTO 11100 BUKOPHUCTOBYBATH X y PO3POOIIl JOAATKY MOTPIOHO CIIOYATKY iX 3aBAHTAXKUTH,

MOTIM PO3MAaKyBaTH Ta 3arpy3uTH y ¢ainoBy cucremy Unity (pucynok 3.3 — 3.5).

16x16 tilesets

-Overworld tileset including castle, houses and some decoration

-Cave tileset

-Indoors tileset

-Character with sword animation and character tamplet
-Effects, objects and Ul

Fl;.e(s):
I gix zip 174.8 Kb [162949 download(s)]

LocIN | Or [ recister | 10 post comments

Pucynok 3.3 — CkadyBaHHS CITpaiTiB
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Pucynok 3.4 — Po3nakoBka cipaiTiB

. . B . . . . .
. B B . . . . N

Pucynok 3.5 — 3aBantaxkenns crnpaitis B ®C

Bces daitnoBa cTpykTypa Ipo€eKTy 30epiraeThesi Ha JOKAIBHOMY JAWCKY Y BUTIISII
iepapxiuHoro jaepeBa karanoriB. Koxen acer mpu immopti B Unity CynmpoOBOIKY€EThCS
aBTOMAaTHYHO 3T€HEpOBaHUM (aljoM MeTadaHuX 13 po3mmpeHHsM .meta. Lleit daiin
MICTHTh YHIKQJIBHUHN TJI00ATRHUN 11eHTU(DIKATOD, AKUH TTOB'SI3y€ aKTUB 13 BHYTPIIIHIMU
MiCUCTEMaMU PYIIis Ta IHIIMMU KoMioHeHTamu ciieHu. Cepenouie Unity migTpumye
IHTETpaIliio 13 cUCTeMaMu KOHTPOJIIO Bepcii, TakuMu sk Git abo SVN, mo 3a6e3neuye
HaTIMHUNA KOHTPOJIb IUTICHOCTI KOy Ta pecypcis [12].

BaxxnmBoio 0COOMMBICTIO YMpaBIiHHA apXiTEKTyporo ¢GaiiaiB € HeOoOXITHICTh
MIPOBEJICHHS BCIX OIepalliidi mepeMillieHHs, BUIalleHHs abo InepeliMeHyBaHHS aKTHUBIB
BUKIIIOYHO dYepe3 BHYTpIIIHIO TaHesdb Project pemakropa Unity. IlopymieHHS 1mbOTO
MpaBWiia MPU3BOIUTH /O JECHHXPOHI3aIlli MmetadaiuriB .meta, BTpath 3B'SI3KIB MK
00'€KTaMM CIICHW Ta BUHUKHEHHS KPUTHYHUX TIOMHJIOK KOMITUIAMIT mpoekTy. [Ipukman
KOPEKTHOI Opradizaiii Ta Bi3yaJlbHOTO BigoOpa)keHHS aceTiB y ¢aljoBiii cucTemi

penakTopa Unity HaBeJIeHO Ha pUCYHKY 3.6.
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Pucynok 3.6 — Burnsig copaiiris B @C

3.2 CrBopennst Game Object

B ocHOBI po3pobku Oyab-IKOTO BI3yallbHOrO MpoCTOpy B cepepouii Unity
MOKJIAJIEHO KOMIIOHCHTHO-OpIEHTOBaHWM minaxif. ba3zoBum OymiBesbHUM  OJIOKOM
naBoBuMipHOT rpu Buctymnae kiac GameObject. Cam mo co6i ex3emmuiasp GameObject e
NEPBUHHOIO CYTHICTIO, SIKa 32 3aMOBUYBAaHHSM HE Ma€ BI3yaJIbHOTO BiIOOpa’keHHS,
(GIBUYHUX BIIACTUBOCTEM YW JIOTIKM TIOBEAIHKH, a MICTUTh JIHMIIE OOOB'SI3KOBHI
KOMIIOHEHT TpaHcdopmarllii koopaunar Transform. IleperBopenHs Iii€i CyTHOCTI Ha
(GYHKIIIOHATBHUN ITPOBHUM eleMEeHT (IepCOHaXka, IpeaAMET 4Yu 00'ekT i1HTepdelcy)
3MIMCHIOETHCS IIIAXOM JUHAMIYHOTO a00 CTAaTHYHOTO MPUKPIIUICHHS CIeUpIYHUX
KOMIIOHEHTIB.

Iepapxiuna crTpykrypa Unity m03BOJISIE CTBOPIOBATH CKJIagHI O0'€KTH 3a
MPUHITUIIOM BITHOCHH «0aThKO-HAIaA0K». J[odipHi 00'€KTH yCIaAKOBYIOTh MPOCTOPOBI
KOOPJIMHATH, KyTH MMOBOPOTY Ta MaciTabyBaHHS Bil 0aTbKIBCHKOTO BYy3Ja, 110 I03BOJISIE
OpraHi3oByBaTH CKJIaJHI CHCTEMHU, HAMpUKIAJ, OaratopiBHeBi rpadiuHi iHTepdeicu
kopuctyBada (Ul). KonmenrtyansHy cxemy AepeBOINOAIOHOI i€papXiduHOi 3aleKHOCT1

00'€KTIB y MPOCTOPi CIICHU MPEICTABICHO HA PUCYHKY 3.7.
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Pucynok 3.7 — JlepeBo irpoBux 00’€KTiB

3/1aTHICTh TPyNyBaTH OO0'€KTHM Ta BUOYJOBYBATH UITKY 1€pAPXiI0 € MOTYKHUM
THCTPYMEHTOM JJIsl IEKOMITO3ULii 1HTepdeicy rpu, CUCTEM MEHIO Ta MiJIMEHIO, a TAKOXK
JIOT1YHOTO PO3/IUICHHS CTATUYHUX EJIEMEHTIB KapTH Ta AMHAMIYHUX Tpurepis [13].

HacTynHum j0riYHUM piBHEM apXiTEKTypH 3acTOCYHKY € NoHATTA Cuenu. Cuena
€ JIOT1YHO 3aBEPIICHOI0 MJICUCTEMOIO 200 PIBHEM I'pH, 1110 00'€JHY€E B COO1 TPYILy IrPOBUX
00'€KTIB, OpPraHi30BaHUX y BUIJISI l€papXxidHoro aepena. bynb-axuit npoekt y Unity
MICTUTh IIOHAWMEHIIIE OJHY T'OJIOBHY CILIEHY, SIKa MPU3HAYAETHCS CTAPTOBOIO TOYKOIO
3amycKy MporpaMHOro npoaykrty. Ilpomec iHimianizaiii HoBoi ciienn B penaktopi Unity

yepe3 KOHTEKCTHE MEHIO MPEACTaBICHO Ha PUCYHKY 3.8.

Create > Folder
Show in Explorer Material
Open MenoBehaviour Script
Open Scene Additive Prefab Variant
Delete D 5
s Animation >
Copy Path Alt+Ctrl+C Audio o
View in Package Manager Rendering >
Create UPM Package... Scene > Scene
Import Package > Scripting > Scene Template
Export As Asset Package... Shader > Scene Template From Scene
Export As UPM Package... Shader Graph > Prefab
Import New Asset... Testing > Prefab Variant
Extract Material SubAsset Terrain >
- s Scene Template Pipeline
Find References In Scene ot Lore
Find References In Project Uit 2
Select Dependencies VBT ’
Ul Toolkit >
iy Cligh Visual Scripting >
Reimport
Reimport Al Physics Material
GUI Skin
&
ReeniEifionsct Custom Font
View in Import Activity Window
Input Actions

Update UXML Schema

Properties... Alt+P

Pucynok 3.8 — IlouaTok pobotu

Hanani st ctBopro moTpiOH1 MEH1 CIIEHU JJIsi MO€T Ka3zyanbHO1 rpu. MeHi noTpiOHi

Oynu kiabka cueH: House 11 ocHoBHa (pucyHok 3.9).
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Pucynok 3.9 — BikHo 3 ycima cueHamu

Jlns opranizairii B3aeMo/1ii KOpUCTyBaua 3 iIrpOBUM CBITOM Ta peaizallii MexaHiK
KBECTY KPUTHYHO BOKJIMBHUM € HAJIAIITYBaHHS MiJIcCKCTeMHU TBOBUMIpHOT izuku (Physics
2D). ®izuuna mnoBeaiHKa O00'€KTIB 3a0e3MedyeThcsl I1HTErpali€ro JABOX 0a30BUX
KOMITOHEHTIB:

— Rigidbody 2D: koMmoOHEHT, iKMW CTaBUTh OO'€KT MiJ KOHTPOJb (Hi3UYHOTO
pyurist Unity. Bin Bu3Hauyae Taki mapaMeTpd CYTHOCTI, K Maca, Koe(illieHT TepTs,
BEKTOPH JIIHIAHOT Ta KyTOBOT MIBUJIKOCTI, & TAKOX CTYITIHb BIUTUBY IPaBITAI[ifHOTO TIOJIS;

— Box Collider 2D / Polygon Collider 2D: xOMIOHEHTH, IO OIHUCYIOTh
rEOMETPUYHI MeX1 00'ekTa IJIsi TpOopaxyHKY (I3UYHUX 3ITKHEHb Y JBOBHUMIPHOMY
npoctopi. BoHu 3amo0iraioTh B3a€EMHOMY IPOHUKHEHHIO OO'€KTIB Ta OOMEXYHOTh
MepEMIIIIEHHSI TIEPCOHAXKA KP13b TBEPA1 NEPEIIKOAHU (CTIHHU, €JIEMEHTH JEKOPY).

[Tporec koudirypyBanus napamerpiB kommonenta Box Collider 2D y maneni

IHCTIEKTOpa peakTopa BimoOpaskeHo Ha pucyHky 3.10.

Pucynok 3.10 — HanamrryBanss konaiaepy nepcoHaxa
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Jist TouHoro 30iry (i3MYHMX MEX 13 BI3yalbHUMHU KOHTYpPamMH MIKCEIbHOIO
MEPCOHaKa BUKOPUCTOBYETHCS PYUYHE peIaryBaHHS CITKM KoJaijepa, IO JO03BOJISIE

ONTHUMI3yBaTU OOYUCIIEHHS CHJI IPOTUIIT TPU KOHTaKTax (pucyHok 3.11).

Pucynok 3.11 — Cam komnaiigep

OxpeMuM (GYHKIIOHATBHUM PEXKUMOM pOOOTH KOMIIOHEHTIB 3ITKHEHHS €
akTuBailis npamnopiist IS Trigger. TlepeBeneHHs Konaiiziepa B peXUM TpUTrepa BUKITFOUAE
Horo 3 (pi3MYHOrO MPOpPaxyHKy TBEPAUX TUI (IrpoBi 00'€KTU MOXKYTh O€3MEPEIIKOIHO
MPOXOJIUTH KPi3hb HBHOTO), aj€ aKTHUBYE T'EHEpAI0 MpOrpaMHUX MoAid y kol [lpwu
BXOJDKeHHI 00'ekta 3 kommnoHeHToM Rigidbody 2D y 30Hy Tpurepa, pyuliii BUKIHKAE
BOy0BaHi MeTO M 00poOKH MO, 30kpema OnTriggerEnter2D() Ta OnTriggerExit2D().

Ile#i mexaHi3M € 0a30BHM I pealizaiii KBECTOBOi JIOT1KU: BIH JI03BOJISIE
¢bikcyBaTH HAONMKEHHS TPaBIS 10 ABEpeil, mpeameTiB iHBeHTapio ado NPC, BuBonutu
JiaJIoroBi BiKHA MiIKA30K Ta 00MEXKyBaTH BHXIJ] TIEPCOHAXA 32 MEXKI IrPOBOi 30HHU.

BizyanbHe mpenacTaBieHHS PO3MIMIEHHS 30H KOJAWIEpIB TBEPAWX T Ta 30H

(GyHKIIOHATBPHUX TPUTEPIB HA IrPOBii KapTi HABEACHO HA PUCYHKY 3.12.
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Pucynok 3.12 — Koumizii Ta Tpurepu

Jnst mporpaMmyBaHHs crenU(PiYHUX YaCOBUX 3aTPUMOK Ta IUKIIYHUX TOIIN
(HampukIaa, TaWMepiB Mepe3amycky aid  abo 3arpuMok aHiMmarii) B Unity
BUKOPUCTOBYIOThCst CriBIporpamu, ski KepyrooTbes Metomamu StartCoroutine() Ta
iHCTpyKIiero ouikyBanHs WaitForSeconds. Ile mo3Bossie BUKOHYBaTH aCHMHXPOHHI
orepailii B OHOTIOTOKOBOMY peXuMi 0€3 0JI0KyBaHHS OCHOBHOTO I'pa)iYHOTO KOHBEEPA
rpu [14].

KepyBanHs mpocTOpoBHM TIO3MIIIOHYBaHHSM y 2D-clieHapisix TOBHICTIO
MOKJIAJIA€THCA Ha BEKTOPHY CTPYKTYpYy Vector2 (koopaunatu X Ta Y), sika 3YUTY€EThCS
Ta Momu(ikyeTbcsi Yepe3 KOMIOHEHT Transform KOXXKHOTO OKpemMoro 00'ekTta
GameObject. Takum ymHOM 3a0e€3MEUy€THCS IMUTICHICTD KOMIOHEHTHO1 apXITEKTypH
Unity, e KOXEH eJeMEHT BUKOHYE CTPOTO BH3HA4YeHY (DYHKIIi0O B MeXaX 3arajibHOl

JIOTiKU TIPOEKTY.
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Jlist 3a06e3nedeHHs] MOYJIbHOCTI Ta THYYKOrO KEPYBAaHHS IFPOBUM IMPOLECOM YCI
MOTOYH1 O0'€KTH CTPYKTYpOBaH1 y BiKHI lepapxii cieHu. lle mo3Bosisie po3niiuTu
rpadiuHi KOMIOHEHTH KapTH, CYTHICTh FOJIOBHOTO MEPCOHAXKA, IHTEPAKTUBHI KBECTOBI1
TPUTepH Ta eIEMEHTH i1HTep(deiicy KopucTyBaya Ha aBTOHOMHI JIOT14H1 TpyHu. 3arajibHui
BUIJISIT CTPYKTYpU KOMIIOHEHTIB TOJOBHOI 1rpoBoi cueHu B peaaktopit Unity

MPEJICTABIEHO HA PUCYHKY 3.13.

Pucynok 3.13 — OcHoBHa crieHa ¢ jom Bcima GO

AHaNi3 MpeACTaBICHOI apXiTeKTypHu ClieHu (pucyHokK 3.13) mo3Boiisi€e BUIUTUTH
KiJTbKa CUCTEMHUX PIBHIB B3a€MOJIi:

— Grid: xopeHeBuii 00'€KT MiACUCTEMU JABOBHUMIPHOIO OTOYCHHS, IO MIiCTHUTh
komrnonentu Tilemap ta Tilemap Renderer. Yci rpadiuni mapu 3aaHbBOTO IUIAHY
(background), nexopariii (decor_background) ta ¢hizuuanx oomexens kaptu (Collision)
IHTErpoBaHl fK JOYIPHI €JIEMEHTH JaHOro BYy3jla, IO TrapaHTye CYyBOpUM 30ir

MPOCTOPOBUX KOOPJUHAT MIKCEIBbHOI CITKH;
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— Ul Canvas: cienianizoBanuii KOMIOHEHT, KM BUCTYIa€e 0a30BUM KOHTEHHEPOM
IUTsl pPO3MIIIIEHHS BC1X €JIEMEHTIB rpadiyHoro inTepdeiicy. ¥ mexax po3poOKu KBECTY Ha
Canvas moknazeHO (YHKIIIO JTWHAMIYHOTO BiAOOpPaXEHHS KUTTEBO BaXIMBUX
napameTpiB nepconaxa (mkamu Hunger ta Health), a Takoxx HaBiraniiHOro MeHro;

— xomnoHeHTH Text (TextMeshPro): nisi BuBeNEHHA TEKCTOBOI 1HQoOpMaIlii,
KBECTOBHUX IT1JIKA30K Ta Ha3B €JIEMEHTIB iHTep(eiicy 3aMICTh 3aCTapijioro CTaHIapTHOTO
kommoHenta Ul Text 3aaisiHo cyuacHe iHTerpoBane pimenns 1extMeshPro (TMP). Bono
BUKOPUCTOBYE PO3IIMPEHI aNTOPUTMHU TeHepalli KOHTYpiB Ipu@TiB, 110 3abe3neuye
1leaJibHy YITKICTh Ta 3IJIAJUKYBaHHS CHMBOJIB MpU MacliTaOyBaHHI 1HTepQency mif
OyIb-IKy pO3AUIbHY 37aTHICTh ekpaHa Android-npuctporo;

— MOJyJIb HaBiramii: iepapxiuHa rpymna o0'ekTiB, 1m0 TpaHcPOpMye CTaHIAPTHI
komrnioneHTH Ul y ¢yHKIIOHANBHI 1HTEpaKTUBHI OJOKKM KepyBaHHsA. BoHa 00'ennye
elleMeHTH iHTepdeiicy B Joriddi BKaaaku: cTBopeHHs mnpeametiB (Craft), sxyprnan Ta
cxopuiie (Inventory), iHTepakTHBHA Mama MicueBocTi (Map) Ta cucremMHl mapamerpu
3acTocyHKy (Settings). BisyanbHy peami3aififo KHOMOK KEPyBaHHS T'OJOBHOIO

iHTepdeiicy KopucTyBaya NpeCTaBICHO Ha PUCYHKY 3.14.

~Craft Inventory 3 — Map Settings

-

Pucynok 3.14 — Knonku MeHto

BaxxnuBoro 3amadero mMpu MPOEKTYBaHHI JBOBUMIPHOTO Bi3yaJIbHOTO TPOCTOPY
MOOUTBHOTO KBECTYy € MEHEDKMEHT TMOPSIAKY BIIPUCOBKM CHpalTiB TpadigHum

mporecopoM. Ockinmbku 2D-mpocTip He Mae peajnbHOI TNMOMHU IO oci Z, A
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BUKJIIOUEHHSI apTe(akTiB nepekpuTTs 00'ekTiB y Unity 3acTOCOBY€EThCS cUCTEMa IIapiB
coptyBaHHs Sorting Layers ta iHaekciB npioputety Order in Layer.

Pymiiii no3Bosisie po3poOHUKY CTBOPIOBATH HEOOMEXKEHY KUIBKICTh IMEHOBAaHUX
rpadiyHUX IIapiB, ¢ KOXEH Iap 0OpoOJsS€eThCA Bi€OananTepoM MOCTITOBHO — Bij
3aHBOTO TUIAHy JO MepenHboro. BcepenuHi OMHOTO MIapy MOPSAOK PEHIACPUHTY
BU3HAYA€TbCA YHUCIOBUM 3HaueHHAM 1HAekcy Order in Layer. OO'ekTh 3 MeHIIUM
1HJIEKCOM BIIPUCOBYIOThCS MepiiuMu, Qopmyrodu (oH, Toal K 00'€eKTH 3 BULIUM
3HAYCHHSIM 1HJIEKCY HAKJIaJaloThCS TMOBEPX HUX, M0 € KPUTUYHO BAXKIUBHUM JIJISI
KOpPEKTHOTO BifoOpaxenHs enementiB HUD Ta pyxomux nepconaxis [15].

Pi3H1 rpadiyHi mapu Ta piBHI COPTYBAHHS BUKOPUCTOBYIOTHCS JUIsl PO3MEXKYBaHHS
mIaHiB crieHu. Hampuknan, onuH piBeHb BUAULIETHCS I HWKHIA CTaTHYHUN (HOH
JIOKaIlii, APYruid — ITi/1 IHTepaKTUBHI €JIEMEHTH Ta MeOJI1, TPETii — MiJl pyXOMUHN CIIPANT
NEPCOHaXKa, a YETBEPTHUH 111ap HAJAILITOBYETHCS K IEPEKPUBAIOYNH, 32 AIKUMH [IEPCOHAXK
MOK€ THMYacOBO XOBaTHUCS BIJ MOINALYy KopucTyBada. HaouHy nemoHcTpalito
PO3IOALTY €JIEMEHTIB CLICHH 3a PIBHSMHU COPTYBAaHHS Ta IHJAEKCAaMU IIapiB HaBEJACHO Ha

pucyHky 3.15.

Pucynok 3.15 — Pi3Huns B cimosix

AJle TakOX MOKHA PO3MICTUTH JEKOPAaTHUBHI 00’ €KTH 3a MEPCOHAXKEM (PHCYHOK

3.16).
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Pucynok 3.16 — Ilepconax nepekpuBae co60r0 00’ €KT HA HUKHBOMY CJIO1

Mu moxemMo aHIMyBaTH TEpPCOHa)a, JJIs IIbOTO HaM MOTpiOHO oOpaTh KiabKa
PI3HUX CIIPAMTIB HOro pyxy 1 goaatu B aHiMaTop (pucyHok 3.17).
B Moemy BUTIaIKy st CTBOPUB JEKUIbKa aHIMAIIiN ISl pyXYy ITePCOHaXKa BBEPX Bropy

BHHU3 Ta HaJiBO (puCcyHOK 3.18) s pyxy, Ta aHiMarii mpoctoro (pucyHok 3.19).

Pucynok 3.17 — Menro aHimartii

A-AAAAANAAAAT,

Pucynox 3.18 — Bcei animartii
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Pucynok 3.19 — Ilepexin craHiB aHIMAIIil B 3aJIEKHOCTI BiJl aKTUBHOCTI TPaBIIs

3.3 HanucaHHSI CKPUINTA

Hanucanns ckpunrty mas CampFire. (pucynok 3.20). Bin Bimmoimae 3a 00irpis

MepcoHa)xa, KOJU BiH HE CTOITh MOPYY — HOMY MPOXOJIOTHIIIIAE.

G meSSiiuy -G

1 } UnityEngine;

heatingValue = 2f;

startAction(Playe Lth playerHealth)

playerHealth.setUpdateTempValue(heatingValue);

stopAction(PlayerHealth playerHealth)

playerHealth.setUpdateTempValue(-1f);

Pucynoxk 3.20 — CampFire
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Hanucannst ckpunty mins Door (pucynok 3.21). B mpomy CKpumnTi peaaizoBaHO
MPOXiJl MePCOHAXKa y JBEpI, AKI TEIEMOPTYIOTh KOro MK CIIEHAMH, a caMe Te, 110 BiH

3 SIBJISIETHCSA HE B CTAPTOBOMY MICIII MICIIS BUXOY 3 JIOMY, a OLIs IBepeil.

UnityEngine;
UnityEngine.SceneManagement;

D

Field]
yPositionOffset = 1f;
sField]
savePosition =
sField]
sceneName;

action()

if (savePosition)
{
TART_POSITION_AVALAIBLE, 1);
5.X_RESTART_POSITION, gameObject.transform.position.x);
Y_RESTART_POSITION, gameObject.transform.position.y-yPositionOffset);

er.LoadScene(sceneName);

Pucynok 3.21 — Door ckpunr

Hanwucannst ckpunry mas Food (pucynok 3.22). B HboMy peaitizoBaHo picT GpyKTy
Ta TE, 10 MEePCOHAX Oyie MOro iCTH MpH B3aEMOIII.

Hanucanns ckpunty mus Player (pucynok 3.23 — 3.24). Tyt peanizoBaHO
HalOUIbIIe (YHKIIN: B3a€MOJIsI MepCOHaXXa 3 DKEo, ajpke KOJU BiH iCTh 3aJ1I0ETHCA
Claiiiep TOJOMy Ta 3MIHIOE CBOE€ 3HAYCHHS, B3a€EMOMIS 3 MOJYM SIM (3MIHIOETHCS

TEMIIEpaTypa), B3a€MOIIS 3 ABEpUMA.
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1

{

1
calories = 18;

1
growSpeed = ©.0003
3 originScale;

eat(! 1 playerHealth)

{

playerHealth.addCalories(calories);
Destroy(gameObject);

9}

originScale = transform.localScale;
transform.localScale = Vec

grow();

grow()

if (originScale.x > transform.localScale.x)
{
ector3 newsScale = transform.localScale;
newsScale.x +=
newsScale.y +=
calories+= growSpeed* Time.deltaTime * 10808;
transform.localScale = newsScale;

UnityEngine;
UnityEngine. InputSystem;
UnityEngis

reloadPosition =

campFirePrefab;

rb=GetComponent<Ric
isPositionAvalaible = P Fs.GetInt(Pl .RESTART_POSITION_AVALAIBLE);
if (reloadPosition&& isPositionAvalaible == 1)
{
gameObject. transform.position = loadRestartPosition();

rb. LinearVelocity = move * speed;

collision)

if (collision.gameObject.tag.Equals(*in
{

Pucynoxk 3.23 — Player wactuna 1
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collision.gameObject . GetComponent
3

>() . eat(GetComponent<P
else if (collision.gameObject.tag.Equals("fire"))
{

collision.gameObject.GetComponent<F () .startAction(GetComponent<PL:
}

collision)

if (collision.gameObject.tag.Equals("fire"))
{

collision.gameObject.GetComponent<Fire>().stopAction(GetComponent<P
}

Move(Input xt context)
animator . SetBoo!

if (context.canceled)

{
animator. SetBool("isMo
animator.SetFloat("la
animator.

lastMove

move

context.ReadValue<V

if (context.performed)
{

t campFire = Instantiate(campFirePrefab);
ctor? campFirePos = transform.pesition;
canpFirePos.x += lastMove.x;

campFirePos.y += lastMove.y;
campFire. transform. position = campFirePos;

Pucynok 3.24 — Player yactuna 2

Hanucanns ckpunty mis PlayerHealth (pucynok 3.25). Bin Bingnosigae 3a

B3aEMO/IIIO TOJIOAY 1 3710pOB’s, Cllaiiiepy IUX MOKa3HUKIB Ha iHTepdeiici KopucTyBaya,
iX 3MiHy.

te()
updatehunger();

updatehealth();
updatetemp();

updatehunger()

if (hungerslider.value != 8)
1{

hungerslider.value = hungerslider.value - (hungerUpdatespeed * Tine.deltaTime);
ChangeHungerColor(hungerSlider, hungerfilllnage, mainHungerColor);

updatehealth()
if (hungerslider.value == 0)
{

healthslider.value = healthSlider.value - (healthUpdateSpeed * Time.deltaTime);
ChangeHungerColor(healthSlider, healthFilllmage, mainHealthColor);

updatetenp()

if (updateTempvalue > B && playerTemp < MAX_PLAYER_TEMP || updateTempvalue

< 0 5& playerTenp > 8)
playerTemp += updateTempValue » Time.deltaTime;
playerTemp = Math

Clamp(playerTenp, 6, MAX_PLAYER_TEMP);

3 setUpdateTempValue ( value)
{
updateTempValue = value;
}

ChangeHungerColor(slider slider , Image image, Color mainColor)
if (slider.value <15 && image.color or.red)

image. color = Color..
} else if(slider.value
i

& image.color != mainColor)

Pucynoxk 3.25 — PlayerHealth
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Hanucanns ckpunty muis Fire (pucyHok 3.26). Bid BifmoBigae 3a CTBOPSHHS
abcTpakTHOTO Kiacy Fire,sxuii B3aeMoJie 3 310poB’ M rpaBiis. Moro MoxHa

BUKOpUCTOBYBaTH K Ter s GO s nepenaBaHHs BCIX MapaMeTpiB LBOTO KIacy.

UnityEngine;

Pucynok 3.26 — Fire
Hamucanns ckpunrty mis Food Object (pucynok 3.27). Bim sk i1 Fire
cTBOproe abctpakTHmid kiac Food Object mpu B3aemogii 3 sikum mpaittoe GyHKIfis eat i

3MIHIOIOTBCS TTApAMETPH TOJIOY.

UnityEngine;

eat(PlayerHealth playerHealth);

Pucynoxk 3.27 — Food Object

Hanmcannst ckpunty juist Fruit Spawner (pucynok 3.28). et ckpunt Bignosinae
3a Te, o0 nmpedad sroau pic Ha Kymri. [lepeBipsie, 4n cTBOpeHa BXKE SAT0/A, SKIIO Hi

a0o ii 3’1nu 3amyckae picT HOBOI.
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fruitPrefab;
fruit;

fruitPos0OffsetX
=Field]

fruitPos0OffsetY =

isFruitCreated =

___U_p_d_a;:é() Ceoinoiz 0
i

if(fruit == && !isFruitCreated
{
Invoke("spawnFruit”, u);
isFruitCreated=

spawnFruit()

fruit = Instantiate(fruitPrefab);
Vi r3 pos = transform.position;
pos. fruitPos0ffsetX;

pos.y += fruitPosOffsetY;
fruit.transform.position = pos;
isFruitCreated = H

Pucynox 3.28 — Fruit Spawner
Hanucanns ckpunty as Interactive object (pucyrox 3.29). Ileit ckpunt BU3HaYae
a0CTpaKTHUN KJIaC 1HTEPAKTUBHOTO 00’€KTY, Ta T€ IO 10 00 €KTIB 3 IIUM TErOM Tpebda

BUKOHYBaTH (DyHKIIif0 action.

MonoBehaviour

action();

Pucynoxk 3.29 — Interactive object

Hancannst ckpunity miust Menu controller(pucynok 3.30). Binnosinae 3a MeHto,
poOUTh Tak 100 3a 3aMOBYYBAHHSIM BOHO OyJIO 3aKpUTE Ta BIAKPUBAIOCS MpPHU

HATUCKAHHI KHOIIKA
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UnityEngine;
UnityEngine. InputSystem;

1Behaviour

Startf)n

gameObject.SetActive( );

OnMenuClick(InputAction.CallbackContext context

if (context.performed)

{

gameObject.SetActive(!gameObject.activeSelf);
¥

Pucynoxk 3.30 — Menu controller

Hanucanust ckpunrty mis Player consts (pucynok 3.31). Ileii ckpunT MIiCTUTh y
co0l KOHCTaHTH MICLIE3HAXO/PKEHHsI TpaBlid Ha Malli, BOHU BUKOPHUCTOBYIOTHCS IS

MepEeMIIIIeHHsI TPaBIIS MIXK CIICHAMH.

oOnsts

X_RESTART_POSITION
¥_RESTART_POSITION =

Pucynoxk 3.31 — Player Consts
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Hanwucanns ckpunrty s Tabs controller (pucynok 3.32). Tyt peanizoBaHa 3MiHa
KOJIbOPY KHOTIOK MEHIO IPH HATUCKaHHI. SIKIIO KHOIKH HE YillaTH BOHH HOPMAaJbHOTO

KOJBbOPY, SIKIIO HATUCHYTH Ha OyAb-sKy TO BOHA 3MIHUTh KOJIp Ha OUIbII TEMHHUM.

System;
UnityEngine;
UnityEngine.UT;

8; i < tabs.Length; i++)

if (i=e)

i
tabs[i].GetComponent<Image>().color = Color.gray;
pages[i].SetActive( ik

NextPage( index)

if (index !'= LastTabIndex)

{
tabs[index].GetComponent<Image=>().color = Color.white;
tabs[LastTabIndex].GetComponent<Image>().color = Color.gray;
LastTabIndex = index;

pages[index].SetActive( L
pages[LastTabIndex].SetActive( A
LastPageIndex = index;

Pucynok 3.32 — Tabs controller
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3.4 AnapaTtHe 3a0e31e4eHHA CUCTEMU

BaxxnuBuM eTanoM NpOEKTYBaHHS MOOUIBHOTO HPOrPaMHOIO 3a0€3MEYeHHs €
KOMIUJIEKCHUN aHalli3 LUIbOBOI apXiTEKTypHU MPUCTPOiB Ta (GopMyBaHHS crienudikariit
cucTeMHUX BHUMOT. OCKUIBKH PO3pOOTIOBAaHUN ITPOBHI 3aCTOCYHOK 0a3yeThcsi Ha
kpociuiarpopmaoMy pymaii Unity ta opieHTOBaHWN Ha pO3rOPTaHHS B E€KOCHCTEMI
Android, xoHdirypaiiis amapaTHHUX pecypciB Oe3mocepeHbO BIUIMBAE HA CTAOUIBHICTD
OOpOoOKHM JIOTIYHMX CKPUNTIB, MIBHUJKICTh PEHACPUHTY TpadiuHuUX KaJapiB Ta
€(EeKTUBHICTh MEHEKMEHTY ONEPATUBHOI MaM'sITi.

BpaxoBytoun crneuundiky aBoBumipHoi rpadiku Pixel Art Ta ontumizoBaHy
KOMIIOHEHTHY CTPYKTYpYy CII€HH, I'pa 3AaTHa (YHKI[IOHYBaTH Ha IHPOKOMY CIIEKTpi
MOOLUTBHUX MPHUCTPOIB — BiJl OIOJKETHOTO CEerMeHTa A0 (JarMaHChbKuX pilieHb. s
3a0e3reueHHs] CTaOUTbHOTO TMOKa3HMKAa YacTOTH KaApiB 0€3 KPUTUYHOTO IeperpiBy
nmpoiiecopa Oysi0 TpoBeAcHO Mpo(dUIIOBaHHS Ta BCTAHOBJICHO TPaHWYHI amapaTHl Ta
cucreMHi mnapamerpu. CkiajoBi MIHIMAIbHOI Ta PEKOMEHAOBAHOI KOHQIryparrii

IIIJTOBOTO 00JIaIHAHHS CUCTEeMAaTU30BaHO ¥ HaBeeHOo y Tabmuili 3.1.

Taomung 3.1 — MigiMajibHI BUMOTHA

Ne i/t Kommonent MiHIMaJIbHI BUMOTH PexoMeHnoBaH1 BUMOTH
1 Bepcia OC Android 5.1 Android 10
2 [Ipouecop ARMV7 a6o ARM64 Cydacumii 8  snmepHuit
nporiecop (ARM 64)
3 I'padika [Minrpumka OpenGL ES | [Tintpumka Vulcan a6o
2.03.0 OpenGL ES 3.1+
4 OneparuBHa nam a1 | 2 I'b 4I'b+
5 BitsHe micie 200Mb IT'b
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4 TECTYBAHHA POBOTU CUCTEMH

4.1 TecTtyBaHHH I'PH

[IpoBeneHHst eramy TECTyBaHHS pPO3pPOOJICHOTO MOOLIBHOTO 3aCTOCYHKY €
HEB1JI'€MHOIO0 YACTUHOIO KUTTEBOTO LUKIY PO3POOKH MPOrpamMHOro 3a0e3MeueHHs, 110
JI03BOJISIE OLIIHUTH BIAMOBIIHICTh pPeaji3oBaHOr0 (YHKIIOHANTY BUXIIHUM TEXHIYHHUM
BUMOT'aM.

B xoni TecTyBaHHS NEPEBIPSUIMCh BCl MOXJIMBI BapiaHTH B3a€MOJIl rpaBUs 3
OTOYYIOUMM CBITOM, MpPEAMETaMU, TPUrepaMu, KOJI31AMH, MepeBipsiiach MPaBUIbHICTD
HAJNAIITYBaHHS MOPSIIKY [IAPiB CIPANTIB Ta KEPYBAHHS CAMUM MEPCOHAKEM.

pesynbrath  0a30BHX CIIEHAapiiB TECTyBaHHS CHUCTEMAaTH30BAHO HIDKUYE Y

tabmui 4.1.

Ta6muns. 4.1 — TecTtyBaHHS Tpu

Ne 1 2 3 4 )
n/m
[Tpu3zHaueHHs Hit OuikyBaHUM OTpumaHnuii MiACYMOK
pe3yabTat pe3yabTat
1 | IlepeBipka Hatucuyru [lepconax [lepconax [Iporineno

KepyBaHHS W,AS,D,F,M | pyxaeTbcs 3TigHO | pyXa€eThCs

MEPCOHAXKEM | IOYEPTOBO HATUCHYTO1 3T1IHO
KJIaBiIIi, HAaTUCHYTOI
BIIKPHUBAETHCS KJIaBIIII,

Marma, CTaBUThCS | BIIKPUBAETHCA
OararTs Marma, CTaBUThCS

oararrts
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No 1 2 3 4 )
/i
2 | IlepeBipka | Hatuckatroum AniMaris AniMarlis PO IEHO
BIJIMOBIIHOC | KHOIIKH MIPOTPAETHCA MPOTPAETHCA
Tl aHIMaUId | HepeMIlEHHs] | 3TIHO HAIpPSMKY | 3T1IHO HaNpAMKY
JTUBUTUCH  3a | pyXY pyxy
IPOrPaBaEMOIO
aHIMaII€r0
3 | IlepeBipka [TepemicTuTn Ixa 3HUKae, | [xa 3HUKAE, | TPOUJICHO
B3a€EMOJII1 nepcoHa)ka [0 | ciaiiiep TOJOay | cnaiaep rojoay
rpaBIls 3 | ki 3aMIOBHIOETHCS 3aIOBHIOETHCS
Kero
4 | TlepeBipka [Ipoittn [Tepconax [Tepconax MPOUJICHO
B3a€MOJII1 NIEPCOHAKEM NEPEMIIYETHCS NEPEMIITYETHCS
rpaBUs 3 | yepe3 ABepi Ha IHIY CLIEHY Ta | Ha 1HIIY CIIEHY Ta
IBEPSAMU HaBIaKU IIpU | HABMAKU npu
B3a€EMO/II1 3 | B3aemoil 3
JIBEpSMH B HOBIiH | IBEpSMH B HOBiit
CIeHl CILIEHI
5 | [lepesipka Cnocrepiratu | Ha kymii | Ha KYII1 | TPOHIEHO
IIPAaBWIBHOI | 32 KyILIEM 3’ SIBIISIETHCA 3’ SIBIISIE€THCA
poboTtu AT1AKA, IIPH | ATiIKa, pu
Kylia 3 B3a€MO/IIi TpaBLA | B3a€MOJIIi TpaBIs
AroJaMu 3 HEW — 3HHKAE, |3 HEI — 3HHKAE,

yepes AeSKUU Jac

3’ ABJISIETHCA

yepes AeSKUU Jac

3’ ABJISIETHCA




[IponoBxenHs Tabauui 4.1

53

Ne 1 2 3 4 5
/i
6 | [lepeBipka [TepemicTuT [Toka3zHuk [Toka3zHuk MPONJECHO
B3a€EMOJIT nepcoHaka B | TEMIEpaTypu TeMIIepaTypu
rpaBLs 3 | obsacTh aii | pocre, pH | pocTe, npu
OararTsam Oararts BlJTaJICHHI] - | BiggaJIeHH]1 -
najae najae

3a pesynbTaraMM TECTyBaHHSA OyJ0 MiATBEPIPKEHO MOBHY (DYHKI[IOHANBHICTD

JO/IaTKY.

4.2 PesynbTaTn podoTn

P€3y.]'IBTaTOM BUKOHAHHS OUINIOMHOI'O IIPOEKTY € TTOBHICTIO HpaHGSI[aTHI/Iﬁ Ta

ONTUMI30BaHUN IrpOBUM N0JAaTOK Yy kaHpi 2D-kBecTy 3 MexXaHIKaMH BWIKUBaHHSA,

po3pobiiennii Ha 6a3i irpoBoro asuryHa FOHITI.

VY xoxai pobotu Oyino peanaizoBaHo:

— CUCTeMY KepyBaHHS MEPCOHAKEM;

— IUHAMIYHY 3MiHY )KHTTEBUX MTOKAa3HUKIB TOJIOY, TEMIIEPATypH, 3J10POB’S;

— TPUTEPHY CUCTEMY B3a€MOJ1i 3 00’ ekTamu ( Oararts, iKa, ABEpi);

— MEXaHi3M aBTOMaTUYHOT'O CTBOPEHHS IrPOBHX PECYPCIB HA MaITi;

— cucTemy 30epexeHHs MO3UIIIi TPaBIlI Ta MPOTPECy MiXk CECCisIMHU.

CtBOpeHa Tpa Ma€ THYUYKY apXiTeKTypy, IIO [T03BOJISE JIETKO JOAaBaTH HOBI

KBECTH, JIOKaIlii, Xy 0e3 3MiHHU sqpa Koay. [HTepdelic KopucTyBada ONTUMI30BAaHUH 1]

pi3Hi aucruiei MOOITBPHUX TPUCTPOIB HA 0a3i aHapoia. Hurie HaBemeHO CKPIHIIOTH

IrpOBOTO J0/aTKa, MO JAEMOHCTPYIOTh (piHAIBHUI BUTIA] iHTepdelcy Ta OCHOBHHM

reimIiei. (pucyHok 4.1 — 4.7).




Inventory ) Map Settings

Pucynok 4.1 — Burisig roJI0BHOTO MEHIO 3 MiJICBITKOK KHOTIOK

Pucynok 4.2 — Po3miiieHHs1 BOTHHIIA TTIEPCOHAXKEM Ta 00IrpiB
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A EEEEEEEEEnE
Pucynok 4.3 — IlepemileHHs mepcoHa)ka MK ClIEHAMHU

Pucynok 4.4 — Inrepdeiic kopucTyBaua 3 TMHAMIYHUMHU ClIaliiepaMu

Pucynok 4.5 — IlosiBa srou Ha ATITHOMY KYIITi
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Pucynok 4.6 — B 3a5ie’kHOCTI Bij] 4acy pOCTY 3MIHIOETHCS PO3MIpP Ta KaJIOPIHHICTh

SICOJIN

Pucynok 4.7 — Ilepconax 3°1B iro/ly Ta BiTHOBHUB IIKATy T'OJIOIY
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BUCHOBKH

VY numinomHii poOOTI BUKOHAHO TEOPETUYHE OOIPYHTYBaHHS, MPOEKTYBAHHS Ta
MPOrpaMHy peatizallilo Mmpame3gaTHOro IPOTOTUITY MOOUTBHOTO IrPOBOTO 3aCTOCYHKY B
*kaHpi 2D-kBecty Ha 6a3i cyuacHoro pyuris Unity.

3a pe3yiabTaTaMyd BUKOHAHHS IIOCTAaBIEHWX 3aBJaHb OTPHUMAaHO TaKi OCHOBHI
BHUCHOBKH Ta HayKOBO-TIPAKTUYHI PE3yJIbTATH:

[IpoBeneHo aHali3 TEXHOJOTIYHUX pIIeHb y cdepl po3poOKH MOOUIBHHX 1rop Ta
OOIpyHTOBaHO BUOIp KOMIIOHEHTHO-OpieHTOBaHOTrO cepenoBuia Unity. BusHaueno, 1o
IHTEeTrpOBaHa IMiATpUMKa MOBH IporpamyBaHHs C# 3a0e3mneuye MakCUMalbHy THYYKIiCTh
npu MoOyJOBI JIOTTYHUX CHUCTEM KBECTY, BHCOKY IIBHUIKICTH OOpPOOKHM TMOIi Ta
CYMICHICTb 13 HIJILOBOIO orepaliiHoro cuctemoro Android.

Po3pob6iieHo MonybHY apXITEKTypy CLIEHH, B SKIH 3a JIOMIOMOTOI0 1HCTPYMEHTIB
Tilemap onTuMi3oBaHO CTPYKTYpPY JABOBHMIPHOIO MPOCTOpy. PeamizoBaHo iepapxidHy
cucreMy rpadiuHoro iHTepdelicy KopucTyBada Ha 0a31 kommoHeHta Canvas i3
iHTerpamiero texuosorii TextMeshPro, 1o rapantye 30epeskeHHsT YiTKOCTI TEKCTOBHX
KBECTOBHUX ITIIKA30K MPH MacIITaOyBaHHI HAa €KpaHaX MOOUTBHUX MPHUCTPOIB 13 PI3HOIO
PO3ILIBLHOIO 3AATHICTIO.

PearnizoBaHo irpoBi MexaHIKM B3a€MOIii, BKJIIOYAIOUM aJTOPUTMH JHHAMIYHOTO
mpopaxyHa >KHUTTEBUX IMOKA3HUKIB TEPCOHAXa, a TaKOXK JOTIKY (YHKIIIOHATbHUX
TpurepiB s ¢ikcaiii KOHTAKTIB 13 KBECTOBHUMH O0'€KTaMH, JBEpUMa Ta 30HAMU
BiJIMIOYNHKY.

[IpoBeneno TecTyBaHHS Tpu. TecTyBaHHS MIATBEPAUIIO CTA0LIBHICTH OCHOBHHX
IrpOBUX IUKJIIB, HaBiraiii Ta iHTepdency.

CtBOpeHUll mMporpaMHUN MPOAYKT MOBHICTIO BIAMOBINAa€ KPUTEPISIM TEXHIYHOTO
3aB/IaHHS 1 MAa€ MPAKTUYHY IIHHICTH K CAMOCTIHHUN ITPOBUI MPOEKT, a TAKOXK sIK 0a3a

JUISL TOCTIKEHHS IPUHIMITIB onTuMizarlli 2D-rpadiku Ha MOOITBHUX TIaTGopMax.
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JIOJATOK A
JICTUHTY CKPUTITIB

Jlictunar A.1 — Ckpunt CampFire.cs

using UnityEngine;

public class CampFire : Fire
{
[SerializeField]
private float heatingValue = 2f;

public override void startAction(PlayerHealth playerHealth)
{

playerHealth.setUpdateTempValue (heatingValue) ;
}

public override void stopAction (PlayerHealth playerHealth)
{

playerHealth.setUpdateTempValue (-1£f) ;

Jlictunr A.2 — Cxkpunt Door.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class Door : InteractiveObject

{
[SerializeField]
private float yPositionOffset = 1f;
[SerializeField]
private bool savePosition = false;
[SerializeField]

private string sceneName;
public override void action|()
{

if (savePosition)

{

PlayerPrefs.SetInt (PlayerConsts.RESTART POSITION AVALAIBLE, 1);
PlayerPrefs.SetFloat (PlayerConsts.X RESTART POSITION,
gameObject.transform.position.x);

PlayerPrefs.SetFloat (PlayerConsts.Y RESTART POSITION,
gameObject.transform.position.y-yPositionOffset);

}

SceneManager.LoadScene (sceneName) ;



Jlictunr A.3 — Ckpunr Fire.cs

using UnityEngine;

public abstract class Fire : MonoBehaviour

{
public abstract void startAction (PlayerHealth playerHealth);
public abstract void stopAction (PlayerHealth playerHealth);

Jlictunar A.4 — Ckpunt Food.cs

using UnityEngine;

public class Food : FoodObject
{
[SerializeField]
private float calories = 10;
[SerializeField]
private float growSpeed = 0.0003f;
private Vector3 originScale;
public override void eat (PlayerHealth playerHealth)

{
playerHealth.addCalories (calories);
Destroy (gameObject) ;
}

void Start ()

{
originScale = transform.localScale;
transform.localScale = Vector3.zero;

void Update ()
{
grow () ;

}

private void grow ()
{
if (originScale.x > transform.localScale.x)
{
Vector3 newsScale = transform.localScale;
newsScale.x += growSpeed* Time.deltaTime;
newsScale.y += growSpeed* Time.deltaTime;
calories+= growSpeed* Time.deltaTime * 1000;
transform.localScale = newsScale;



Jlictunar A.5 — Ckpunt FoodObject.cs

using UnityEngine;

public abstract class FoodObject : MonoBehaviour
{
public abstract void eat (PlayerHealth playerHealth);

Jlictunar A.6 — Ckpunt FruitSpawner.cs

using UnityEngine;

public class FruitSpawner : MonoBehaviour
{
[SerializeField]
private GameObject fruitPrefab;
private GameObject fruit;

[SerializeField]
private float fruitPosOffsetX = 0.3f;
[SerializeField]
private float fruitPosOffsetY = 0.3f;
private bool isFruitCreated = false;
void Start ()
{
}
void Update ()
{
if(fruit == null && !isFruitCreated)
{
Invoke ("spawnFruit", 4);
isFruitCreated=true;
}
}
private void spawnFruit ()
{
fruit = Instantiate(fruitPrefab);
Vector3 pos = transform.position;

pos.x += fruitPosOffsetX;
pos.y += fruitPosOffsetY;
fruit.transform.position = pos;
isFruitCreated = false;



Jlictunar A.7 — Ckpunt FruitSpawner.cs

using UnityEngine;

public abstract class InteractiveObject : MonoBehaviour
{

public abstract void action();

Jlictunar A.8 — Ckpunt MenuController.cs

using UnityEngine;
using UnityEngine.InputSystem;

public class MenuController : MonoBehaviour

{

void Start ()
{ gameObject.SetActive (false) ;
éublic void OnMenuClick (InputAction.CallbackContext context)
{ if (context.performed)
{ gameObject.SetActive (!gameObject.activeSelf) ;
}

Jlictunr A.9 — Ckpurnrt Player.cs

using UnityEngine;
using UnityEngine.InputSystem;
using UnityEngine.SceneManagement;

public class Player : MonoBehaviour

{

[SerializeField]

private bool reloadPosition = false;
[SerializeField]

private float speed = 3f;

private Rigidbody2D rb;
[SerializeField]

private Animator animator;

private Vector2 move;

private Vector2 lastMove;
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[SerializeField]
private GameObject campFirePrefab;

vold Start ()

{
rb=GetComponent<Rigidbody2D> () ;

int isPositionAvalaible =
PlayerPrefs.GetInt (PlayerConsts.RESTART POSITION AVALAIBLE) ;
if (reloadPositioné&& isPositionAvalaible == 1)

{

gameObject.transform.position = loadRestartPosition();

}
}

// Update is called once per frame
void Update ()
{

rb.linearVelocity = move * speed;

public void OnTriggerEnter2D (Collider2D collision)
{

if (collision.gameObject.tag.Equals ("interactive"))

{

collision.gameObject.GetComponent<InteractiveObject> () .action();
}else if(collision.gameObject.tag.Equals ("food"))

{

collision.gameObject.GetComponent<FoodObject> () .eat (GetComponent<Pla

yerHealth>());
}

else 1f (collision.gameObject.tag.Equals("fire"))

{

collision.gameObject.GetComponent<Fire> () .startAction (GetComponent<P

layerHealth>());
}
}

public void OnTriggerExit2D(Collider2D collision)
{

if (collision.gameObject.tag.Equals("fire"))

{
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collision.gameObject.GetComponent<Fire> () .stopAction (GetComponent<Pl
ayerHealth>())

}
}

public void Move (InputAction.CallbackContext context)

{

animator.SetBool ("isMoving", true);

if (context.canceled)

{
animator.SetBool ("isMoving", false);
animator.SetFloat ("lastX", move.Xx);
animator.SetFloat ("lastY", move.y);
lastMove = move;

}

move = context.ReadValue<Vector2>():;

animator.SetFloat ("inputX", move.x);
animator.SetFloat ("inputY", move.y):;

public void Interact (InputAction.CallbackContext context)

{

if

{

(context.performed)

GameObject campFire = Instantiate (campFirePrefab);
Vector2 campFirePos = transform.position;
campFirePos.x += lastMove.x;

campFirePos.y += lastMove.y;
campFire.transform.position = campFirePos;

private Vector2 loadRestartPosition ()

{

return new Vector?2 (

PlayerPrefs.GetFloat (PlayerConsts.X RESTART POSITION),
PlayerPrefs.GetFloat (PlayerConsts.Y RESTART POSITION)

) ;



Jlictuar A.10 — Cxkpunt PlayerConsts.cs

using UnityEngine;

public class PlayerConsts

{

public const string X RESTART POSITION "X restart position";
public const string Y RESTART POSITION = "y restart position";
public const string RESTART POSITION AVALAIBLE =

"restart position avalaible";

}

Jlictunr A.11 — Ckpunr PlayerHealth.cs

using System;
using UnityEngine;
using UnityEngine.UI;
public class PlayerHealth : MonoBehaviour
{
[SerializeField]
private Slider healthSlider;
[SerializeField]
private Slider hungerSlider;
private Image hungerFillImage;
private Color mainHungerColor;
private Image healthFillImage;
private Color mainHealthColor;
[SerializeField]
private float hungerUpdateSpeed = 0.05f;
[SerializeField]
private float healthUpdateSpeed

0.05f;

private const float MAX PLAYER TEMP = 100f;
[SerializeField]

private float playerTemp = MAX PLAYER TEMP;
[SerializeField]

private float updateTempValue = 0f;

void Start()
{
hungerFillImage =
hungerSlider.fillRect.GetComponent<Image> () ;
mainHungerColor = hungerFillImage.color;

healthFillImage =
healthSlider.fillRect.GetComponent<Image> () ;
mainHealthColor = healthFillImage.color;

}

// Update is called once per frame
void Update ()

{
updatehunger () ;
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updatehealth () ;
updatetemp () ;
}

private void updatehunger ()

{

if (hungerSlider.value != 0)

{

hungerSlider.value = hungerSlider.value -

(hungerUpdateSpeed * Time.deltaTime) ;
ChangeHungerColor (hungerSlider, hungerFillImage,

mainHungerColor) ;
}
}

private void updatehealth ()
{

if (hungerSlider.value == 0)

{
healthSlider.value = healthSlider.value -

(healthUpdateSpeed * Time.deltaTime) ;
ChangeHungerColor (healthSlider, healthFillImage,

mainHealthColor) ;
}
}

private void updatetemp ()

{
if (updateTempValue > 0 && playerTemp < MAX PLAYER TEMP ||

updateTempValue < 0 && playerTemp > 0)

{
playerTemp += updateTempValue * Time.deltaTime;

playerTemp = Math.Clamp (playerTemp, 0, MAX PLAYER TEMP) ;

}

public void setUpdateTempValue (float value)
{

updateTempValue = value;

}

private void ChangeHungerColor (Slider slider , Image image,
Color mainColor)

{

if (slider.value <15 && image.color != Color.red)
{
image.color = Color.red;
} else if(slider.value > 15 && image.color != mainColor)

{

image.color = mainColor;

}



}

public void addCalories(float calories)

{
hungerSlider.value = Mathf.Min (100, hungerSlider.value +
calories);

}
}

Jlictunar A.12 — Cxpunt TabsController.cs

using System;
using UnityEngine;
using UnityEngine.UI;

public class TabsController : MonoBehaviour

{

[SerializeField]

public GameObject [] tabs;
private int LastTabIndex = 0;
[SerializeField]

public GameObject[] pages;
private int LastPagelIndex = 0;

void Start ()
{
for (int i = 0; 1 < tabs.Length; i++)
{
if (i>0)
{
tabs[i].GetComponent<Image> () .color = Color.gray;
pages|[i].SetActive (false);

}
}
public void NextPage (int index)
{
if (index != LastTabIndex)
{
tabs[index] .GetComponent<Image> () .color = Color.white;
tabs[LastTabIndex] .GetComponent<Image> () .color =
Color.gray;
LastTabIndex = index;

pages|[index] .SetActive (true);
pages|[LastTabIndex] .SetActive (false);
LastPageIndex = index;
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JTOJATOK b
CJAMJU NPE3EHTAIII

Pucynok b.1 — Cnaiig 1

Pucynok b.2 — Cnaiig 2



Kpurepiii nopinnsns Forager Soul Knight

Pucynok b.3 — Cnaiin 3

Pucynok b.4 — Cnaiig 4

Pospofuienmii mpocKT
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OBI'PYHTYBAHHA BUBOPY II'POBOI'O PYIIA
TA MOBU PO3POBKH

IrpoBnii pyimiii Unity:

» Hassuicts cucremu Tilemap JUis OITHMI30BaHOTO IPOEKTYBAHHS NIKCEILHUX DIiBHIB i3
BHITISIIOM 3BEPXY.

¢ THyuKi iHCTPYMEHTH JUIsi 30ipKH Ta CTHCHEHHS TeKeTyp it wiardopmy Android.

* Hu3bpKe CHOKUBAHHA CHCTEMHHX PECYPCIB IIPH POOOTI 3 ABOBHMIDHHMH CIIPAHTAaMH.

Moga nporpamypanns C#:
* 3pyuHe HaNMHCaHHA MOIYJIBHHX CKPHIITIB ISl KepYBAaHHSA TepPCoHaXKeM Ta 00'eKTaMH.
* Bucoka mBHIKicTE 06poGKH JTOTiKK B3aeMoIii Ta momiii y Tpi.

Pucynok b.5 — Cnaiig 5

AJI'OPUTM POBOTHU

Pucynok b.6 — Cnaiin 6
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Pucynok b.7 — Cnaiig 7

Pucynok b.8 — Cnaiin 8
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Pucynok b.9 — Cnaiig 9

Pucynok b.10 — Cnaiig 10
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Pucynoxk b.11 — Cnaiig 11

74



	РЕФЕРАТ
	ЗМІСТ
	СКОРОЧЕННЯ ТА УМОВНІ ПОЗНАКИ
	ВСТУП
	1 АНАЛІЗ ПРЕДМЕТНОЇ ОБЛАСТІ
	1.1 Цілі  розробки гри
	1.2  Вибір платформ та мови програмування
	1.3 Вибір двигунів для мобільних ігор
	1.3.1 Рушій Unity Engine
	1.3.2 Рушій Defold
	1.3.3 Рушій Cocos Creator
	2 ПРОЄКТУВАННЯ ТА НАЛАШТУВАННЯ ПРОГРАМНОГО ЗАБЕЗПЕЧЕННЯ
	2.2 Скриптинг у Unity
	2.3 Переваги Unity
	3 РЕАЛІЗАЦІЯ ГРИ
	3.2 Створення Game Object
	3.3 Написання скрипта
	4 ТЕСТУВАННЯ РОБОТИ СИСТЕМИ
	ВИСНОВКИ
	ПЕРЕЛІК ДЖЕРЕЛ ПОСИЛАННЯ
	ДОДАТОК А ЛІСТИНГИ СКРИПТІВ
	ДОДАТОК Б СЛАЙДИ ПРЕЗЕНТАЦІЇ

