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PEDEPAT

[TosicHrOBasIbHA 3aMKCKa O AUTUIOMHOT KBai(hikaIiiHoT poOOTH MaricTpa:

125 c., 45 puc., 3 nox., 14 mxepen.

UNITY, C#, RPG, II'POBI KOMITTOTEPHI JOJATKMH.

O06’€eKTOM JTOCIIIKEHHS € TIPOLIEC CTBOPEHHS KOMIT IOTEPHUX ITPOBUX
3aCTOCYHKIB, TOOTO MPOTpaMHHUX MPOAYKTIB, TPU3HAYCHUX JJIS1 pO3Baru
KOPHUCTYBauiB Ta B3a€MO/II1 3 BIpTyaJIbHUM cepeoBuiiiem. /i po3pobku irop
CBOTOJ[H1 3aCTOCOBY€ETHCA BEJIMKA KUTBKICTh TEXHOJIOT1H, IHCTPYMEHTIB 1
IpOrpaMHUX MIaTPOpM.

[IpenMer poCHiIKEHHS CTAHOBJIATH TEXHOJIOT1T IPOEKTYBAHHS Ta
peanizaliii iIrpoBUX 3aCTOCYHKIB, III0 OXOIUTIOIOTH OCHOBHI €Tay CTBOPEHHS IPU:
dbopMyBaHHSI KOHIIETIII1, IPOTrpaMHy peai3ailito, Bi3yanizailio, po3pooKy
3BYKOBOI'O CYIIPOBOJY Ta MOJAJIbIIE TECTYBaHHS. BUBUEHHS LIMX TEXHOJIOT1N
JI03BOJISIE€ 3ACTOCOBYBATH CY4acHI METO/IU Ta MAX0au Y chepi po3podKu
IHTEPaKTUBHUX MPOTYKTIB.

Mertoro kBamdikaiiHoi poOOTH € TOKPAIEHHS KOPUCTYBAIIBKOTO TOCBIAY
y JIBOBUMIPHHX IIPOBUX 3aCTOCYHKaX IUISXOM CTBOPEHHS IPUTOIHULIBKOI TPH 3
eneMeHTamu RPG, 110 3a6e3nedye iHTEpaKTUBHY B3a€EMO/IIO IPaBLIS 3
BIPTYyaJIbHUM CBITOM Y€pE3 CUCTEMY J1aJIOTIB 1 3aB/IaHb, PEATi30BaHy B
cepenouiil Unity.

['padiuni enemenTH rpu po3podieHo B peaaktopi PixelArt, ne ctBopeno
cnpaiitu nepcoHaxiB. CTpyKTypy JialoriB 3M0/IeTIb0BaHO y draw.io, 1o
JI03BOJIMJIO BUOYTyBAaTH CIOKETHI pO3rally>KeHHs. APXITEKTYpHY MOJEIb
porpaMHOro MpoaykKTy chopmoBaHo y Modelio, 1o 3a6e3neunsio JoriaHy

Y3TrOKEHICTD 1 THYYKICTh CHCTEMH.



ABSTRACT

Explanatory note to the diploma qualifying work of the master: 125 pages,

45 figures, 3 appendices, 14 sources.

UNITY, C#, RPG, GAMING APPLICATIONS.

The object of the study is the process of creating computer game
applications, i.e., software products designed for user entertainment and interaction
within virtual environments. A wide range of technologies, tools, and software
platforms are currently applied in game development.

The subject of the study is the technologies for designing and implementing
game applications, covering the main stages of game creation: concept
development, programming, visualization, sound design, and subsequent testing.
Studying these technologies allows for the application of modern methods and
approaches in the development of interactive products.

The aim of the qualification thesis is to improve the user experience in two-
dimensional game applications by developing an adventure game with RPG
elements that provides interactive player engagement with a virtual world through
a system of dialogues and quests implemented in the Unity environment.

Graphical elements of the game were developed in the PixelArt editor,
where character sprites were created. The dialogue structure was modeled in
draw.io, allowing for branching storylines. The architectural model of the software
product was designed in Modelio, providing logical consistency and system

flexibility.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX ITIO3HAK

RPG - Role—Playing game;
2D — 2—dimensional;

NPC —non—playable character;
GDD — game design document.



BCTYII

VY cyyacHoMy 1H(pOpMAIIHHOMY CYCIUJIBCTBI BIZCOITPU MMOCIIAIOTh Barome
Micie K y cdepi po3Bar, Tak 1 B KyJbTYpHOMY, COI[IaJIbHOMY Ta OCBITHBOMY
cepenoBuiax. CTpiMKUN pO3BUTOK LU(PPOBUX TEXHOJOTIN CHpUSAB (HOPMYyBaHHIO
rI100aNbHOL 1HAYCTPI1, KA OXOIUTIOE MUTBHOHU KOPUCTYBAYiB 1 3HaYHO BILJIMBA€E HA
pi3H1 cepu JIIOACHKOI AISUIBHOCTI. IrpOB1 MPOAYKTH CHOTOJHI BapirOIOTHCS Bij
MPOCTUX MOOUIBHUX 3aCTOCYHKIB JIO CKJIQJIHMX 1HTEPAKTUBHUX BIPTYaJbHUX CBITIB,
mo (yHKIIIOHYIOTh Ha TMEPCOHATBPHUX KOMIT'IOTEpax Ta CHeIliaTi30BaHuX
mwiatrgpopmax. Bixeoirpu gemani 4acTille BUKOHYIOTh HE JIMILIE PO3BAXKAIbHY
byHKIII10, a W CTIPUSAIOTH PO3BUTKY TBOPYHUX 310HOCTEH, CTPATEr1YHOTO MUCIICHHS
Ta HABUYOK TIPUHHATTS PIIllICHb.

Y Mexax AaHoi AUIUIOMHOT poOOTH mependadaeTbest po3poOsieHHs 2D
NpUroAHUIbKOI Ipu «Manenski npuronu B bamaOypci», y skiil peanizoBaHO
CIO’)KETHO—OPIEHTOBAHY CTPYKTYpY, CUCTEMY JiajoriB, HaOip 3aBIaHb JJIs TPABISI
Ta MOXJIMBICTh BIUIMBY pIIIIEHh KOPHCTYBaua Ha MOJAIBIIUN PO3BUTOK TMOJIIMN.
OCHOBHHMM 1HCTPYMEHTOM JUIsI CTBOPEHHS MPOTPaMHOT YACTHHU MPOEKTY OOpaHO
irpoBuii  pymii Unity, 1m0 3yMOBIEHO WHOro MIHUPOKUMU (YHKLIIOHATBHUMU
MOJIMBOCTSMH,  HIATPUMKOIO ~ MOBM  mporpamyBaHHs  C#,  BHCOKOIO
IPOAYKTUBHICTIO Ta 37aTHICTIO 3abe3meuyBaTH 0aratoruiaT(OpMHICTh KiHIIEBOTO
OPOAYKTY.

['padiune HamOBHEHHS T'PU PO3POOJIEHO 32 JOMOMOTOK0 OE3KOIITOBHOTO
penaktopa PixelArt, skuii mae 3MOTy CTBOPIOBATH CHPAaWTOBY Tpadiky s
nBoBUMIpHUX 1rop. ClieHapHa CTPYKTypa Ta J1ajiorOBI Mojeli (opMyBajucs y
cepenoBuii draw.io, IO AO3BOJMIO MOOYAyBaTH JIOTIYHI TUIKH BHOOpY Ta
IHTErpyBaTh 1X Yy BHYTPIIIHIO ITPOBY JIOTIKY. APpXITEKTYpHI pIllIEHHS Ta
CTPYKTYpHI MOJEJI MPOrpaMHOTO MPOIYKTY CTBOpeHo 3acobamu Modelio, 1o
3a0e3ne4nsio opMyBaHHS THYUYKOi, PO3LIMPIOBAHOI Ta MATPUMYBAHOT CUCTEMHU.

Y mporeci peanizanii IpoekTy Oys0 po3poOJEHO CHCTEMY JiajoriB,

CTBOpEHO Ha0ip CIOKETHHUX 3aB/JaHb, IHTETPOBAHO TpadiuHi eIeMeHTH Ta
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CIIPOEKTOBAHO apXITEKTYPY I'PU BIAMOBIAHO 10 Cy4acHUX MIAXOIIB Y po3poOIeHH1
ITPOBUX 3aCTOCYHKIB. BHKOpPHUCTaHHS KOMIUIEKCHOTO HabOpy 1HCTPYMEHTIB
3a0e3me4ymyio  LUTICHICTh ~ MPOrPAMHOrO  MPOJYKTY,  Y3TOJUKEHICTH  MOTO
CTPYKTYpPHUX KOMIIOHEHTIB Ta BIJIMOBIIHICTh BU3HAYCHUM BHUMOTaM 1 3aBJIaHHSIM

MPOEKTY.
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1 AHAJII3 MPEJMETHOI OBJIACTI, CTAH TIPOBJIEMHU TA
INOCTAHOBKA 3AJTAUI
1.1 AHaJui3 cy4acHOro cTany irpoBoi iHaycTpii

1.1.1 IcTopisi po3BUTKY Bigeoirop

[Tepuri tmdpoBl irpu 3’SBUIKMCA B cepearHl XX CTOJITTSA, KOJIH
KOMIT FOT€pHY TMOYaTH BUKOPHUCTOBYBATH HE JIMIIC JIJIT HAYKOBUX OOUYHMCIICHB, aje i
JUTSl €KCIIEPUMEHTIB 3 1IHTEPAKTUBHUMHU cucTeMamu. OJIHIEI0 3 MEepPIIUX BiJOMHX
irop BBaxaioth ‘“‘Tennis for Two” (1858), crBopeny ¢izukom BimbsimMom
[rinboramMmoM uIsi MyOMIYHOI JEMOHCTpAIii MOMKIUBOCTEH O0OYHCITIOBAILHOT
TEXHIKA. [HIIMM paHHIM Ta BaXJIMBUM TMpuUKIagoM € ‘“‘Spacewar!” (1862),
po3pobieHa cryaerramu MIT, ska crasia mepmuM MPOEKTOM, OJM3BKHM 0
Cy4acHOro po3yMiHHS Biaeoirop [1].

VY 1870—=x pokax mouanacsi KOMepIiiamizallis Taly3i: BUITYCK apKaJHUX
irop (3oxkpema ‘“Pong”, 1872) 1 mosiBa mNepmIMX AOMAIIHIX KOHCOJIEH
3aMovyaTKyBajld MAacOBE TOIIMPEHHS Irop SIK PO3BaXKaNbHOTro mnpoaykry. Lle
cripusiyio (hOpMyBaHHIO TEPIIMX O13HEC—MOJIEIeH, CTY A1 pO3pOOKH Ta KaHPOBHUX
kaHoHIB [1]. 1880—rti poku cTamm mepiofoM sIK OypXJIMBOTO PO3BUTKY, TaK 1
cepilo3Hoi Kpu3n — «Kpax Bigeoirop» 1883 poky, micig [KOro I1HAYCTpis
BiIpoAMIacs 3aBISKW TMOSIBI SIKICHUX KoHcojed (3okpemMa NES) Ta 3MimieHHIo
aKLEHTY 10 KOHTPOJIIO AKOCT1 ¥ pO3LIMPEHHS MIXKHAPOJHOTO PUHKY [2].

[lepexin nmo 1880—x 1 mouarky 2000—x 03HaMEHYBaBCS CTPIMKUM
PO3BUTKOM MEPCOHATBHUX KOMII 0TepiB, 3D—rpadiku Ta MEpeKeBOro TEHUMIHTY.
Came B 1e#l mepiof 3 ABWIMCS PyIIi Ta 1HCTPYMEHTH, IO CTaHIAPTU3YBAIH
MpPoIIeC PO3POOKH irop 1 JO3BOJWIM CTBOPIOBATH MacIITaOHI MPOoekTH AAA—
kinacy [2]. OgnoyacHo copMyBaiucs akafeMIuHI MIAXOIW JI0 BUBYEHHS 1T0p SIK
KyJIbTYPHOTO i TEXHOJIOTTYHOTO SIBUIIIA.

VY XXI cTomiTTi iHAYCTpis PO3BUBAETHCS 3a ABOMA OCHOBHUMH HAINPSIMAMM:

30UTbIIIEHHST MacIITa0lB 1 KoMepliai3allii BEJUMKUX MPOEKTIB 1 JEMOKpaTHU3aIlis
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PO3pOOKH 3aBJISIKH 1HAI—PYXY Ta JIOCTYIHUM PYIIisAM 1 miaTdhopMaM TUCTPUOYIIIi.
CyuacHi TpeHAM BKIIOYalOTh MOOUTbHI Tuiatdopmu, VR/AR, kpocmnatdopmeni
PIIIEHHS, a TAKOXK 3POCTaHHS POJl MITYYHOTO 1HTEJIEKTY y CTBOPEHHI KOHTEHTY U
NOBEIIHII NEpPCOHaXIB. IrpoBa 1HAYCTpis NEpeTBOpUIACA 3 TEXHIYHOTO
EKCIIEpUMEHTY Ha BaroMuii KyJIbTypHUI 1 EKOHOMIYHUHM eHomeH [3].

[cTopis Bijeoirop MmoeaHye TEXHIUHI 1HHOBAIli, pUHKOBI TpaHchopmarlii i
KyJbTYpHI 3pylieHHs. s marictepcbkoi poOOTH BaXKJIMBO IMOKA3aTH HE JIMILE
XPOHOJIOTIIO MOIN, a ¥ Te, K 111 MOoJIii BINIMBAIM HA MI1IXO0JIU 0 apXITEKTypH 1rop

Ta METOJIH iX PO3POOKH.

1.1.2 Knacudgikauis irop

Krnacudikaris Bijieoirop € Ba)JIMBUM IHCTPYMEHTOM aHaji3y Cy4acHOI
IrPOBOI 1HYCTPIi, OCKUIILKH JI03BOJISIE YIOPSAKYBATH ITUPOKHUI CIEKTP ICHYIOUHMX
1rop, 3pO3yMITH iX CIIJBbHI PUCH Ta BIAMIHHOCTI, a TAKOK BU3HAYUTH OCOOIHBOCTI
B3a€EMOJIIi TpaBliB 13 MPOAYKTOM. Y HAYKOBUX JOCTIDKCHHSIX 1 Tally3eBHX
aHATITUYHUX 3BITaX BUAULIIOTH KUJIbKA KIIFOYOBUX KPUTEPIIB Kiacudikallii, cepen
SAKUX HaOUTBII MOIIMPEHUMH € >KaHPOBa MPUHAJIEKHICTh, IIUTHOBA IIaTdhopMa Ta
tun ayauropii. KoskeH 13 1uX KpUTEpiiB MMO—CBOEMY BIUIMBAE Ha JIU3aliH,
TEXHIYHY peaizalliio Ta KOMepIiitHy MOeNb TpH, (popMyrouu i MicIle Ha PHHKY.

’Kanpoa knacudikaiiisi 103BoJIS€ ONMUcaTh (PyHIaMEHTaIbHI MEXaHIKU Ta
CTPYKTYpYy IrpOBOTO IpoIlecy, TOMY € OJHI€I0 3 0a30BUX Yy TelMau3aiHi.
[Tnatdopmua kimacudikamiss MAKPECTIOE TEXHIYHI MOMKJIMBOCTI ¥ OOMEXKEHHS,
3YMOBJICHI TUIIOM MIPUCTPOIO, 1110 BU3HAYAE BUMOTH JI0 ONITUMI3allli Ta yIPaBIiHHS.
Knacudikaris 3a ayguTtopiero BimoOpa)kae TOBEAIHKOBI MOJEI TPaBIlB, iXHIN
JTOCB1J], MOTHBAIII1 Ta OYIKYBaHHS B1J] IPOBOTO MpoIiiecy. Y CYKYIMHOCTI 1l KpUTepii
JAI0Th KOMIUIEKCHE YSIBICHHS MPO CTPYKTYpPy PHHKY BiZ€OITOp Ta JO3BOJISIOTH

rIMOIIIe 3p03yMITH MIPUHIIMITA CTBOPEHHS Cy4YaCHUX ITPOBUX MPOTYKTIB.
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JIisi mojanplioro aHamizy B LbOMY MiIPO3/UTI HABEACHO Y3arajlbHEHY
CXeMy XKaHpoBOi, MIaTGOpMHOI Kiacu(ikaliil, a TaKoX PO3IJISHYTI iX KJIIOYOBI

XapaKTEPUCTUKU Ta MpaKTUUHE 3HaA4eHHs (puc. 1.1).

Bigeoirpun
—— 33 >KaHpoMm — 3a nnat$opmoro
L ekwweH (action) — PC (nepcoHaHanbHuiA
Komn'toTep)
wyTepw (FPS/TPS)
daviTuHr — - KOHCONi
—— npurogHnLbki (adventure) — PlayStation
——— rponkosi irpn (RPG) — Xbox
—  JRPG L Nintendo
— ARPG — MobinbHi NpucTpoi
——  cTparerii (strategy) —— i0S
L RTS — Android
L TBS — 6pay3epHiirpu
cumynaTopu (simulator)
— VR/AR
roHKW (racing)
nasnu (puzzle)
xoppop (horror)
CNOPTUBHI (Sports)

Pucynoxk 1.1 — Cxema kimacudikairii Bifieoirop 3a >kaHpaMu Ta TiaTGopMaMu

Krnacudikaris Bigeoirop € HE0OXITHOI CKIJIAIOBOI aHali3y Cy4acHOTO
CTaHy IrpoBOi 1HAYCTPii, OCKIIBKA BOHA JO3BOJISIE CUCTEMATU3yBAaTU PI3HOMAHITTS
pO3pO0OK, BHU3HAYUTH KIIOYOBI HANPSMHU PUHKY Ta 3PO3YMITH OCOOJMBOCTI
B3a€MO/I1i KOPUCTYBaYiB 13 MPOAYKTOM. Y HAYKOBIH JiTEpaTypi Ta 1HAYCTPlaIbHUX
JOCIIJKEHHSAX BUAULSIIOTE TPHU OCHOBHI KpuTepil Kiacu@ikaiii: KaHpoBa
MPUHAJICKHICTD, [ITLOBA TUIATPOpMa, a TAaKOX ayJUTOpis rpaBIiB [3].

Xanp BU3HAUAE CTPYKTYpY IrPOBOTO MPOIIECY, XapaKTep B3a€MOJIl TPaBIIs
13 cHCTeMOI0 Ta Hal0ip OCHOBHUX MexaHiK. ¥ pyHmameHnTanpHux podorax K. Canen

ta E. [lummepmana xaHp po3TIIsSIa€eThCs sIK KOMOIHAIlIS TeHMITTIEHHUX TPUHITUITIB
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1 TUMOBUX CIIEHApliB TOBeAiHKM TpaBus [3]. PosrmsHemMo Oiibin AeTalibHO

kiacudikartito irop (puc. 1.2).

RPG Strategy Action RPG MMOFPS Survival RTS LPG (MOBA)
Ponbosa cTpateria PONbOBMH eKWH Mepemesmii exwH BuxMBaHHA Crpareria GoHosmK CrpaTeria ponbosa
Open RPG Open Action Global Strategy
PonboBa rpa 3 BiAKPUTUM cBITOM BOMHOBHK 3 BIiKPUTUM CBITOM Fno6ankHa cTpareria
RPG Action = Strategy ol
CK’)KET o FoAsoda » caosoﬂa Cn pome""" ‘ i i
Session RPG MMORPG Slasher Battle Racing Economic Global Wargame
CeciitHa ponbosa Macosa ponboBa Botl BoiloBa roHKka Exoromina FnoBanbHa eilicbkosa
Puzzle Adventure Browser Roguelike Platformer Stealth Fighting Racing Manager Tower Def Wargame Cardgame
FronosonoOMKa MNpuroam BpaysepHa Poranuk Mnarpopmep CKPMTHICTS Biit loHKa MeHeaxep BawTn BiHcbkosa Kaptrosa

Education Test Novel Hero Tour Arcade Horror Shooter Sport Simulator Build Control Tactic Logic
HasuaHs 3anuTaHHa Hosena Knikep Mopopom Apkapa Xopop Crpinanka Cnopt CumynaTop ByaysanHa MNonkosoa. TakTHuHa Noriuna
HaBYaHHA 3arapKn ponk =
- = e
Irpu iHdopmauii Irpu gin Irpu KOHTPONIO
(o7 csity) 36pol Ta TexHikm) KowrTis)

Pucynok 1.2 — Knacudikariist irop mo >xanpam

Haiinommupeninii »aHpu:

— Action (ekmH) — IBHAKAa JAWHAMIKA, BHUCOKI BUMOTH JI0 pEaKiii
(Doom, Devil May Cry);

— RPG — cucremu po3BUTKY TI€PCOHaXKA, CIOKETHA MPOrpecis
(Baldur’s Gate 3, Skyrim);

—  Adventure — nmocmimkenns i po3s’s3anHs 3amad (Uncharted, Life is
Strange);

—  Strategy — 1utaHyBaHHS 1 ynpaBimiHHS pecypcamu (StarCraft 11,
Civilization VI);

—  Simulation — MojenoBaHHs peanbHux abo Buraganux cucrtem (The
Sims, Euro Truck Simulator);

—  Shooter — 601 Bix mepmoi ado Tpetboi ocodu (Counter—Strike 2,
Fortnite);

—  Puzzle — noriuni 3anaui (Tetris, Portal);
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—  Sports/Racing — cnoptusHi cumyistopu 1 neperonu (FIFA, Forza
Horizon).

CydacHi Irpy 4acTo MOEAHYIOTh €JIEMEHTH PI3HUX >KaHPIB, YTBOPIOIOYH
riOpuaHi MOJEN, 0 PO3MIMPIOE TBOPYI MOXKIUBOCTI PO3POOHUKIB, HANPHUKIAL:
action-RPG, survival-horror Tomro.

[Inatdpopma BU3HA4Ya€ AOCTYMHI TEXHIYHI MOJKJIIMBOCTI, XapakTep
YIOPABIIHHS Ta BAMOTY 10 ONTUMI3alii. AHATITHYHI 3BITH NewWZz00 HiAKPECIIOI0Th,
o came MmIaTGopMHUN MO CYTTEBO BIUIMBAE Ha Oi3HEC—MOJENIb ITPOBHUX
MPOIYKTIB [2].

[{inboBa ayauTopis BH3HAYa€ CTWIb T[OAayl, piBE€Hb CKJIQJHOCTI,
TPUBAIICTh CECii Ta 3arajbHi BUMOTH 10 au3aiiHy. Y 3BiTax ESA (Entertainment
Software Association) BUILISAIOTH Taki TPy IpaBIliB [4].

Knacudikaris irop 3a >xaHpam, tatGopmMamMu Ta aygUTOPIsIMHU T03BOJISIE
KOMIUIEKCHO OLIIHUTU CTPYKTYpPy PUHKY Ta BU3HAUUTU KJIFOYOB1 TEHJIEHII HOro
po3BUTKY. Takuil MiAXiA € OCHOBOK ISl MOJANBUIOrO aHami3dy I1HAYCTpli Ta

dbopMyBaHHsI 3aBJIaHb MaricTepchbkoi poOOTH.

1.1.3 CyuacHi TenaeHuii B po3pooui irop

CydacHa irpoBa 1HIYCTpisl MPOJOBXKYE AaKTHBHO TpaHCHOPMYBATHUCS IIi
BIUIMBOM TEXHOJIOTIYHUX I1HHOBAIl, 3MIH PUHKY Ta PO3BUTKY HOBHX MOjEJNEH
B3a€EMOJii 3 KOpHUCTyBauaMmu. 3rigHo 31 3BiTamMu Newzoo Ta ESA, xmodoBumu
JIpaiBepaMu 3pOCTAHHS 3aJUIIAIOTBCA MOOUTBHI TPOEKTH, cerMeHT VR/AR,
HOLIMPEHHS KPOCIUIAT(GPOPMEHUX TEXHOJIOTIH Ta BIPOBAIKEHHS CUCTEM IITYYHOI'O
iHTenekty [5], [6]. MoOuUIbHMII PUHOK YyXe KUIbKa POKIB YTPUMYE IO3UIIIIO
HANOUTBIIIOTO CErMeHTa, 3a0e3Meuyloun OJU3bKO MOJIOBUHU BCiX JJOXO/IB IHIYCTPIi,
10 MOSICHIOETHCS JOCTYITHICTIO CMapTQOHiB, pO3BUTKOM free—to—play moneni Ta
BJIOCKOHAJICHHSIM MOOIUTBHUX amapaTHUX 3aco0iB. PO3poOHUKH OpIEHTYIOTHCA Ha
KOPOTKI irpoBi cecli, comialibHi (PYHKIIIT Ta BUCOKUHN pIBEHb ONTUMI3All, 3aBISKA

YoMy MOOUIBHI ITPH YCIIIITHO KOHKYPYIOTh 3 OUIBII TPAAULIIMHUMU TUIaTGOPMaMHU.
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[TapanenbHO po3BuBaeThes HanpsM VR/AR, mo oTpuMmaB iMITysibC depes
3[ICHICBIICHHSI TPUCTPOIB Ta 3POCTaHHS IHTEPECY A0 3aHYpPIOBAIBHOTO JOCBITY.
CydacHi VR—mpoekT BIPOBaIKYIOTh TPUPOAHI (Di3UYHI B3a€EMOIii, KOHTPOJIb
pyXy Ta XanTU4YHI BIAYYTTS, IIO CTBOPIOE OLIBII PEANICTUYHUMN ITPOBHUM MPOCTIP.
AR—TexHo0T11i, Yy CBOIO Uepry, aKTUBHO 1HTEIPYIOTHCS Y MOOLIbHI 3aCTOCYHKH,
NOETHYIOUN peasibHUM Ta HU(POBUIL CBITH.

[Ile omHier0 GOPMYIOUOI0  TEHACHINEID €  KPOCIUIaT(HOPMEHICTb.
[Tommpennsa irpoBux pymiiB Unity Ta Unreal Engine mae 3Mory po3poOHHKaM
3a0e3nedyBatu ogHoyacHui peni3 rpu Ha [1K, KoHComsX 1 MOOUTBHUX IPUCTPOSIX 3
enuHoI0 6a3010 Koy [7]. Takuii miAXia 3HWKYE BUTPATH BHPOOHUIITBA, 301IbIITY€E
OXOIUICHHS ayJJUTOpIi Ta CIpHsi€ BIPOBAIKEHHIO (PYHKIINA CHOUIBHOIO Iporpecy u
0araTOKOpPUCTYBAIbKOI TP MIXK pi3HUMH MiaThopmamu. J[0AaTKOBHIA BILUTUB Mae
PO3BUTOK XMApHOTO TEeHMMIHTY, SIKMH J103BOJISIE 3allyCKaTH PECYpPCOEMHI ITPU HA
Ca0IIMX IPUCTPOSIX.

Oco0MBOi yBaru 3aciyroBy€ poJib MITYYHOTO 1HTENEKTY, KU MOCTYIOBO
CTa€ OJTHUM 13 KJIFOYOBHUX 1HCTPYMEHTIB cy4acHOi po3poOku. OKpiM TpaauliiiftHUX
3ajauy — ynpaiiHHs noBeaiHkoro NPC Ta aganTanii ckimagHocti — Al nenanmi
YacTille 3aCTOCOBYETbCA Yy MPOLEAYPHIM TeHepalii piBHIB, aBTOMAaTH3alli
CTBOPEHHSI KOHTEHTY Ta ONTHMI3allii poOounx mpoiieciB. [HCTpyMEHTH Ha OCHOBI
MAalIMHHOIO HAaBYaHHS JONOMAralTh '€HEpyBaTH aHIMAallli, TEKCTYypH, J1aJ0TH Ta
HaBITh JIMHAMIYHI CIOXKETHI JIiHIi, [0 CYTTEBO CKOPOYY€ BUPOOHHYI BUTPATU Ta
pO3MIUPIOE TBOpPYI MOXIMBOCTI kKoMmaHI. Jlocmimxkenns GDC cBiguarh, 10
iaTerpamiss Al y HalOmmK4l pOKM CTaHE CTaHIAPTOM Taiy3i, aKe T03BOJISE
CTBOPIOBATHU CKJIQJHIIII Ta IHTEPAaKTUBHIIII ITPOBI1 CBITH [7].

CydacHl TeHAEHIlI AEMOHCTPYIOTh, III0 PO3BUTOK IHAYCTpPIi PYXa€ThCA y
HampsiMi MOOUTBHOCTI, 3aHYPIOBAJIBHUX TEXHOJOTIH, YHIBEPCAIBHOCTI IUIaTGopM
Ta IHTENEKTyaJdbHOI aBTOMAaTH3allii BUPOOHMIITBA, IO BHU3HAYAE CTpaTEriuHi

OPIEHTHPH 1HAYCTPii HA HAHOIMKYE TECATHITITTS.
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1.1.4 BriuiuB irpoBoi iHAyCTPii HA €EKOHOMIKY, KYJbTYPY Ta OCBITY

IrpoBa 1HIYCTpiss CHOTOAHI € OJHHMM 13 HAMOUIBII JUHAMIYHHUX CEKTOPIB
1U(POBOi eKOHOMIKH. [i BIIIMB BUXOMUTH AAJIEKO 32 MEXi po3Bar, (popMylour HOBi
CKOHOMIYHI MOJeNi, KyJbTypHI MNpakTUKKM Ta OCBITHI MiAXOAW. 3a JaHUMHU
Entertainment Software Association, BiJIeOirpH IMIOPOKY AEMOHCTPYIOTh CTa01IbHE
3pOCTaHHS Ta 3a0e3MeuyI0Th pOOOYNMHU MICISIMU MIJTBHOHH CIEIIaTICTIB Y BChOMY
cBiTi [8].

['moGanbHMA PUHOK BiZIEOITOP MEpPEBHINYE O0araTo TPAAUIIHHUX CETMEHTIB
IHIYCTpli po3Bar, 30KpeMa KIHO Ta My3U4HUl O13Hec. Jl0X01M HaIXOAATh HE JIMILE
BIJl MPOJ@Xy Irop, a ¥l BiA Mojaenel MiAMUCKU, BHYTPIIIHBOITPOBUX TPaH3AKIIIH,
CJIEKTPOHHOTO CIIOPTY Ta CTBOPCHHSI KOHTEHTY CTpUMepaMH. Po3BUTOK 1HAYCTpil
CTUMYJIIOE CYMDKHI cdepu — pHUHOK amapaTHoro 3abesneueHHs, VR/AR
TEXHOJIOT1M, XMapHUX CEpBICIB Ta MOOUILHUX TiaThopM. Kpim Toro, iHmycTpis
OiATPUMY€E€ BHUCOKHH pIBEHb 1HHOBAIllMA, IO CHOpPUAE TOSBI HOBUX TMpodeciid:
ITPOBUX JM3alHEPIB, aHAMITHKIB IMOBEIIHKH KOPUCTYBayiB, (DaxiBI[iB 31 IITYYHOTO
IHTEJIEKTY, 1H)KeHepiB XR—TexHouoriil Touo [8].

Bigeoirpu mnepeTBopwivcs Ha BaXJIMBUH KyJbTypHHH (DEHOMEH, IO
dbopmye HOBI (OpMH CTOPITETIHTY, MHCTEIIbKOI BHPA3HOCTI Ta B3aeMoii. Irpu
NOEHYIOTh €JIEMEHTH JIITepaTypu, KiHemarorpada, My3UKHA Ta 1HTEPaKTUBHOTO
JIM3aiiHy, CTBOPIOIOYM YHIKAJIbHI MeianpocTopu. ['71o6alibHi irpoBi CHUIBHOTH
COPUSIOTH TONIMPEHHIO KYJIbTYPHUX I[IHHOCTEH, 3MINIAHHIO TpaguIii 1
BUHUKHEHHIO HOBUX (popm komyHikaii. Taki irpu, sik The Witcher 3, Journey, The
Last of Us, ctanu KyJIbTOBUMH 4epe3 IIIMOOKI CIOKETH Ta €MOLIMHHMI BIUIMB Ha
rpaBIliB. Bimeoirpy Bce dacTimie BHU3HAIOTHCS OKPEMHUM BHIOM IH(PPOBOTO
MHCTenTBa [8].

Y cdepi OCBITH BiJEOITPH BUKOPHUCTOBYIOTHCS SIK IHCTPYMEHT IS
PO3BHUTKY KPUTUYHOTO MHCIIEHHS, MPOCTOPOBOI YSABH, KOMaHIHOI poOOTH Ta
MIBUIKOCTI YXBaJIGHHs piieHb. [eliMidikaiisi HaBYaJIbHUX IMPOIECIB POOUTH

3aCBOEHHS  Marepialy  €(QEeKTUBHIIIMM, a  CHMYJSTOPH  JIO3BOJISIOTH
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BIJINPAI[bOBYBAaTH HABUYKHU B O€3MEYHOMY CEpPEIOBUII — BiJ] JbOTHOI MiATOTOBKU
10 MeAuyHuX omepamid. Irpm  TakoX 3acCTOCOBYIOTBCS Yy  BHUKJIQJaHHI
nmporpaMmyBaHHs, 1CTOpii, MOB, MaTeMaTuku. DopmyeTbest okpema JUCIUILTIHA —
game—based learning. OcBiTHi mpoxyktu Tumy Minecraft Education Edition
JEMOHCTPYIOTh TOTEHI[a] 1rop Y PO3BUTKY KPEATHMBHOCTI Ta JIOTIKA B YYHIB
pi3HOrO BiKY [8].

OTxXe, BIUIMB BIJEOITOpP BUXOIUTh 3a MEXI I1HAYCTpil po3Bar. Bonwu
BUCTYNAIOTh MOTYKHUM  COLIIAJIbHO—EKOHOMIYHUM YHMHHUKOM, (OPMYIOTh
CydacHy LHH(POBY KyJbTypy Ta BIAKPUBAIOTH HOBI MOKJIMBOCTI JIJIsl HaB4aHHs. Lle
pOOUTH MOCHIKEHHS] TEXHOJOTIA pO3pOOKH Irop axkTyadbHUM Ta HayKOBO

3HAYYIIMM Y KOHTEKCTI1 Cy4acHOTO 1H(OPMAIIITHOTO CYCIJIbCTBA.

1.2 IIporpamHi 3aco0u 1151 CTBOPEHHS irPOBHUX 32CTOCYHKIB

1.2.1 Orasja cy4acHHX irpoBMX pPyLiiB

CydacHi 1irpoBi pymii CTaHOBJSTH OCHOBY 1HAYCTPil HUPPOBHUX irop,
3a0e3Medyroun 3aco0u A Bizyamizaiii rpadiku, MOAeToBaHHA (Pi3uku, poOOTH 31
CIIEHapisIMU Ta KepyBaHHS pecypcamu. 3rigHO 3 mocmimkeHHsaM Alves ta Roque,
HaNUOUIBII MOIMIMUPEH] PYIIT MOKHA TOJUTMTH Ha YHIBEpcaiabHI OaraToruiatgopmHi
CUCTEMH, IHCTPYMEHTH [UIsl BHUCOKOPEATICTUYHUX 3D—TMpOoeEKTIB, a TaKoxkK
crierianaizoBai pimeHHs 1 2D—po3poOku [§].

Unity € oJHUM 13 HAUMOMYJIAPHIIIUX PYIIIiB 3aBASKUA KPOCIUIAT(POPMEHOCTI,
HIUPOKIM ekocuctemi Ta miaTpummi gk 2D, tak 1 3D cepenoBuin. ABTOpHM
3a3HayaroTh, M0 caMme€ THy4kicTh Unity, HOro MOJyJibHa apXiTeKTypa Ta
IocTymHICTh Asset Store poOyATh pyiiiid ONTUMAaIbHUM JI 1HAI—PO3pPOOHUKIB,
HaBYAJIbHUX MPOEKTIB 1 MOOUTHHUX 1r0p [8].

Unreal Engine y mocmikeHHI OMHCYETHCS K PYIIiH, OpIEHTOBAaHHWHA Ha
rpadiuHO BHMOIJIMBI IPOEKTH. FOro KIIFOUOBOIO IEpEBarold € BHCOKOSKICHE
PEeHIECPUHI—SIIPO, IO MIATPUMYE TIEPEAOBl  TEXHOJOTIT  OCBITJISHHS 1

MaTepianbHuX cucteM. BaxmmBowo ocobmuBicTio Unreal Engine, 3a manumun
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aBTOpiB, € cucrtemMa Blueprints, ska J03BOJsiE CTBOpIOBaTH JIOTIKYy 0e€3
HEOOX1THOCTI IMHOOKOTO MPOTrpaMyBaHHs, IO MPUIIBUAIIYE MPOTOTUITYBaHHS [8].

Godot y myOumikarii po3risJaeTbCsi K JIETKUA Ta TMOBHICTIO BIAKPUTHIMA
pymriii i3 migrpumkoro 2D Ta 3D. Horo mepeparoro € 6e3KOITOBHA JiLEH3is 0e3
pOSUITI Ta He3aJeXHa €KOCHUCTEeMa, 0 POOUTh MOro MPUBAOIMBUM JJIsi OCBITHIX
IHCTUTYIIN 1 HeBenukux cryaid. GDScript, moaioHuit no Python, 3HMXye mopir
BXOJI)KCHHS JIJIs1 HOBAYKiB [8].

GameMaker Studio Ta Construct XapakTepusyrThCS SK pyIIii, 10
OpIEHTOBaHI Ha MIBUAKY pO3poOKy 2D—irop Ta HaBYadbHI MPOEKTH. Y CTATTI
MIJKPECIIOEThCA, 110 BOHM 3a0e3MeYyloTh 3pYy4dHI 3aco0M  Bi3yaJbHOIO
porpaMyBaHHs, 10 POOUTH IX MOMYJSIPHUMHU Yy IIKOJAX, Cepej MOYaTKIBIIB Ta
HE3aJIeKHUX pO3pOOHUKIB [8].

Ax 3a3nagatore Alves 1 Roque, BuOIp pylnisi BU3HAYAETHCA HE JIMIILE
TEXHIYHUMHU MOKJIMBOCTSIMU, a M TUIOM IiboBoro mpoaykty: Unity 1 Unreal
MiIXOMATh 11 KoMrutekcHuX 3D—mpoekTiB, HaTomicTh Godot, GameMaker 1
Construct — miiga HeBenukux 2D—irop, HaBYaJIbHUX 3aCTOCYHKIB Ta IIBHJIKOTO
npototunyBaHHsa. OTxe, cydacHl pymri GopmyroTs iHQpacTpyKTypy I1HIyCTpii,

BHU3HAYAI0YHM MOKIMBOCTI Ta OOMEKECHHS MaHOYTHIX irop.

1.2.2 I1opiBHSIHHA TEXHOJIOTiH

VY cydacHUX IrpOBUX PYHIISIX TEXHOJIOTIYHI BIJIMIHHOCTI MPOSIBIISIIOTHCS
HacamIepe]] y MOBax MporpaMyBaHHS, MOKIIMBOCTSIX BI3yaJIbHOTO pearyBaHHs Ta
y piBHI HMIATPUMKH IUTbOBHUX IaTdopm. Alves 1 Roque miakpecioTs, Mo came
1l TapaMeTpHU BU3HAYAIOTh MIBUIKICTh PO3POOKH, THYUKICTh 1 JOCTYIHICTh pyLIis
JUTSL pI3HUX TPYIT KOPUCTYBayiB [8].

Unity BukopuctoBye C#, 10 NOEIHYE BHUCOKY MPOAYKTUBHICTH 13
BITHOCHOIO TIPOCTOTOI0 CHHTAaKCHCY, a TaKOX MIATPUMYE KOMIIOHEHTHO—
OpIEHTOBAHY MOJENb, $IKa CHpPOIIY€ CTBOPEHHsS IrpoBOi JIOTIKM. BizyanbHuii

penaktop Unity BUPI3HSETHCS 1HTYITUBHICTIO, a BEJIUKa KUIbKICTh 1HCTPYMEHTIB
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CIIEHH, aHIMaIlli Ta PoOOTH 3 (hI3UKOIO JO3BOJISIIOTH IIBUIKO 30UPAaTH MPOTOTHUIIH.
Unity Takox 3a0e3nedye MUPOKy mIaTopMHy MATPUMKY, oXorurroroun Windows,
Linux, macOS, Android, i0S, xoHcoi Ta BeO, 110 poOUTH Pyl yHIBEpCaTbHUM
J1s1 OUTBIIOCT KOMEPIIMHUX 1rop [8].

Unreal Engine 6a3yetbcst Ha CH++, ajie yisi CIIpOIIEHHST POOOTH MPOIIOHYE
cuctemy Blueprints — 3aci0 Bi3yaJlbHOro TMporpamMyBaHHS, SIKHWA J103BOJISE
OyayBaTH CKJIaAHYy JIOTIKy Oe3 HamucaHHs Koay. JlOCHiTHUKHM 3a3HayaroTh, 110
Taka KOMOIHAIlis pOOUTH PYIIN NPUAATHUM K JJIS JOCBITYEHHUX IMPOTPaMicCTiB,
Tak 1 juyis au3aitHepiB. Unreal Engine Mae moTyXHUI penakTop i3 pO3BHHEHUMU
3aco0amMu poOOTHM 31 CBITIOM, MarepiajlaMd Ta aHIMAIll€lo, II0 Ja€ 3MOTY
cTBOproBatu rpadiyHo HacuueHi 3D—mpoektu. [linTpumka miatdopm BKItOUae
OCHOBHI HACTUIBHI OMNEpaIiifiHi CUCTEeMH, MOOLIBHI MPUCTPOI Ta CydacHi KOHCOII
[8].

Godot Hamae BuOiIp Mix BiacHoro MoBoio GDScript, sika 3a cTuieMm
HaOmmwkeHa 1o Python, a Takoxx C# 1 C++ my1st O1IbIII BUMOTJIMBUX 3aBJIaHb. Py
Mae BOyJOBaHUM Bi3yaJbHUN pEIAKTOP CLEHU Ta OKpeMl iHCTpyMeHTu mis 2D 1
3D, mo poOGute poOOTYy 3 HHM TIPO30OPOI0 1 CTPYKTypoBaHOK. OCHOBHOIO
BimMiHHICTIO (Godot € TOBHICTIO BIAKPUTE MPOTPAMHE CEPEOBHINE, a TaKOXK
BUIbHA JIIIEH31S, 3aBASIKK 4YOMY PO3pOOHHMKM MOXKYTh aJanTyBaTh pPyIIH 10
BiacHUX MoTpeO. [linTpuMKa eKCcropTy OXOIUTIOE HACTUTRHI MIaTGOPMHU, MOOITBHI
OC Ta BeO [8].

GameMaker Studio, sik 3a3nayatore Alves 1 Roque, BUKOpUCTOBY€E BIacHy
MoBy GML, opieHTOBaHy Ha MPOCTOTY W JOCTYHHICTb. Y TIO€AHAHHI 3
BI3yaJIbHUMH THCTPYMEHTaMH Ta OJIOKOBUM CIIEHAPHUM IIIXOJ0OM pPYIIiA cTae
ONTUMAJIFHUM JJIS1 MIBUAKOI po3p0OKK 2D—MpoeKTiB. Y CTATTI MiIKPECIIOETHC,
o miaTpumMka miargopm y GameMaker Bkitouae HACTUIbHI CUCTEMHU, MOOLIBHI
wiatpopmu Ta HTMLS, npote moxxnauBocti 3D 3Ha4HO 0OMEXKEHI.

Construct — pimieHHs, mo 0a3yeTbcs Mailke MOBHICTIO Ha BI3yaJlbHOMY
mporpaMyBaHHi, IO JIO3BOJIIE CTBOPIOBATH Irpu O€3 HamucaHHsS Koay. Takui

HiAXia pOOUTH PYIIii MOMyNSApHUM y HaBYAIBHOMY cepeaoBuili. OOMeKeHHIM
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Construct € MeHIIa THYYKICTh Yy MOPIBHSHHI 3 YHIBEpCAJIbHUMHU PYUIISIMU Ta
3aJIeXKHICTh BiJl BEO—TEXHOJIOTH [§].

Pisnung MK pymrisiMd  TpOSIBISETbCS HacaMmriepes y OallaHci MIK
nporpamyBaHHSAM 1 BidyambHUMH 3acob0amu. Unity 1 Unreal npomnoHyioTh
yHIBEpCalIbHI CEpEeJIOBHINA JIJISi CKJIAHUX MPOEKTIB 13 HMIMPOKOI IUIATPOPMHOIO
niaTpuMkoro; Godot 3a0e3neuye BiIKpUTICTH 1 THYUYKicTh; GameMaker 1 Construct
OpPIEHTOBaHI Ha IIBUJIKICTh CTBOPEHHsS 2D—irop i HaBYalbHYy JOCTYIHICTH. Y
CYKYyMHOCTI IIl  TEXHOJOTIYHI  0COOMMBOCTI  (POPMYIOTH  pI3HI  CleHapii

BUKOPHUCTAHHS PYIIiiB 3aJ€KHO BiJ LLJIEH 1 TOCBiAYy po3poOHuKa [8].

1.2.3 Ocob6auBocTi po3pooxu 2D Ta 3D irop

Po3pobka irop y nBoBumipHomy (2D) ta tpuBumipHomy (3D) ¢opmarax
Ma€ CyTT€B1 BIIMIHHOCTI, 1110 00OYMOBJIEH1 TEXHIYHUMHU, TpadiyHUMHU Ta JOTTYHUMU
0COOJIMBOCTSIMH LIUX ITIXO/IIB.

Y 2D—irpax 00’e€KTH BiJOOpakarOThCA Ha IUJIONIMHI, BUKOPUCTOBYIOUHU
crpailt, Tailn—cern Ta (GoHOBI 1mapu. ['olOBHA yBara MPUILISETHCA
e¢(DeKTUBHOMY PpEHACPUHTY CHOpPANTIB, oOpraHizamili aHIMaidHUX [HUKJIIB Ta
B3a€EMOJIII MK OO’€KTaMU Yy JBOBUMIpHOMY TmpocTtopi. Po3poOka Takux irop
3a3BUYail € MEHII PECYPCOEMHOIO, 110 TO3BOJISIE IIBUAKO CTBOPIOBATH MPOTOTUIIN
Ta afjanTyBaTH iX 175 MOOUTbHUX aTdhopM abo BeO—Opay3epiB. OgHak, HaBITh Y
2D—r1po€eKkTax BaXXIMBUMHU 3aJUIIAIOTHCA YMPABIIHHS KOJMi3isMHU, (Pi3U4HI
B3a€MO/I1i, yIPABIIIHHS CTAHAMH MEPCOHAXKIB Ta peati3alis JOTiKU rpu [9].

VY 3D—irpax 00’€KTH ICHYIOTh y TPUBHUMIPHOMY IPOCTOPi, 110 BUMArae
JOTATKOBUX KOMIIOHEHTIB, TAKMX SK MOJEII, TeKCTYpPH, OCBITJICHHS, KaMepu Ta
cuctemu (izuku. Po3pobka 3D—irop mnepenbaugae pobotry 3 3D—pymrisimMu
(mampukian, Unity abo Unreal Engine), ne HeoOXiJHO BpaxoByBaTH TPUBUMIPHY
HaBIralil, 00YUCIEHHS KOJI31i y TPUBUMIPHOMY MPOCTOP1, aHIMAII}0 CKEJIETHUX
MOJIeJIeH, pEHICPUHT CBITJIA Ta TIHEH, a TAKOXK OMTUMI3AIIII0 MPOIYKTUBHOCTI JIJIs

pizaEX Mmiat@opm. 3D—mpoekTn 3a3BUYail OUTBIT PECYpCOEMHI Ta MOTPEOYIOTH
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pETENbHOrO IIJIaHYBaHHS apXITEKTYpH CIIEHH, JIOTIKM IrPOBOTO TIpolecy Ta
B3aeMO/ii 00 eKTiB [9].

HesBaxaroun Ha BiIMIHHOCTI, Cy4acHi pyIIii JO3BOJISIIOTH CTBOPIOBATU SIK
2D, tak 1 3D irpu B €IMHOMY CEpeIOBHINI, 3a0€3MeUyr0uH CHUIbHI CHCTEMHU
aHiMarii, ¢izuku Ta B3aeMojli. OCHOBHA PI3HHMISA IMOJSATAaE B 00CS31 JaHUX,
rpadiuHii CKIQJHOCTI Ta BUMOTaX 0 OOYHMCIIOBAIBHUX PECypCiB, IO BH3HAYAE
0COOJIMBOCTI MPOEKTYBAaHHS, TECTyBaHHS Ta ONTUMI3allii BiAMOBITHOTO IrpOBOTO

3aCTOCYHKY [9].

1.3 Iligxoau 10 po3poOKHU irpoBUX 3aCTOCYHKIB

1.3.1 ApxiTeKTypHi Ia0JI0HA

[Tin 4ac mpoeKTyBaHHS ITPOBUX 3aCTOCYHKIB Ba)JIMBE MICIE 3alMarOTh
apXITEKTYpH1 11a0J0HM, 10 3a0€3MeUyI0Th CTPYKTYpPOBaHICTh, MacCIITAOOBAHICTh
Ta TATpUMYBaHICTh Koay. CydacHi irpoBi pyiiii BUKOPHUCTOBYIOTH KOMOIHAI[IO
KUIBKOX TMIJXOJIB, cepell sAKuX KitodyoBuMH € 1madionun Game Loop, Model—
View—Controller (MVC) ta Entity—Component System (ECS) [9].

Game Loop € ¢dyHIaMeHTaIBbHUM MEXaHI3MOM OyIb—SKOTO IrpOBOTO
3aCTOCYHKY. BiH mpejcTaBisie HECKIHUEHHUN IUKII, Y MEXKax SIKOro Bi0yBaeThCA
OHOBJICHHS JIOTIKM TpU, 0OpoOKa BBEJEHHS KOPUCTYBaua Ta PEHAEPUHT Kaipy.
['onoBHa MeTa 1bOro MmaOIOHy — 3a0€3MeYUTH IUIABHY Ta CHUHXPOHI30BaHY
poOOTY BCIX MIJCUCTEM I'pH IIPH CTAOUIbHIN YacTOTI OHOBJIEHHS. KilacuuHuii ki
TPHY CKJIAJIAETHCS 3 eTamiB: 00poOKa Mo/Iiii, OHOBJICHHS CTaHy 00’ €KTiB, CUMYJISIIS
b13ukn Ta Bizyamizamis cueHu. [IpaBuibHO peanizoBanuit Game Loop no3Bossie
OiATPUMYBATH TepeadadyBaHy IOBEAIHKY, HE3aJEKHICTh JOTIKA BiJ YacTOTH
KaJIpiB 1 TOUHE KepyBaHHA 4yacoM [9].

Y KOHTEKCTI MOOYAOBH ITPOBOI apXiTEKTYPH JIOTIYHUM € TaKOX PO3TIISA
CTPYKTYpHUX II1a0JIOHIB, $SIK1 3a0€3IMeuyloTh BIOPSJAKYBaHHS B3a€EMOJIl MIXK
KOMIIOHEHTaMH Ta MiATPUMYIOTH 3pO3yMUTy oprasizamiro komay. Jlo Takux

11a0JIOHIB HaJIeKaTh HACTYIIHI:
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—  MVC (Model—View—Controller) BUKOPUCTOBY€TbCSI B irpax st
PO3UIEHHS JIOT1KU, JaHUX Ta IPEICTAaBIICHHS,

—  Model BinmoBigae 3a BHyTpillIHI JaHi i TpaBuUiia TPH;

— View 3a0e3meuye BiZOOpa)KE€HHS, BKJIIOYAIOYM PEHICPUHT Ta
aHIMaIlIo.

Controller o0Opo0isisie B3aeMOAil0 KOpUCTyBaua. Y KOHTEKCTI IrpOBHX
pymiiB MVC 4acTo 3acTOCOBYETHCS y BHYTPIIIHIX MifIcUCTeMaX, Takux Kk Ul—
¢peiiMBOpKH ab0 CUCTEMa ITPOBUX MEHIO, JI€ Ba)XKJIMBE BIJIOKPEMJICHHS CTaHy Ta
npecTaBiaeHHs [9].

Entity—Component System (ECS) € cydyacHuM Ta THYYKUM
apXITEKTYpHUM IIJXOJ0M, IO BHTICHSE TpPAJUUIAHI 1€papXidyHl  MOJENl
(HampuKIa, 00’€KTHO—OPIEHTOBAHY MOJENb 31 CKJIAJHUM CIaJKyBaHHSIM). Y
ECS irpoBuii 00’exT (entity) MICTUTH Juiie iAeHTU(]IKATOP, TOAI SK MOBEIIHKA
BU3HAYAETHCSI HAOOPOM KOMIIOHEHTIB — APIOHUX MOIYJiB, IO 30epiraloTh JaHi.
Jlorika peamnizyeThcsi cucTeMaMH (Systems), siki OIpaiboOBYIOTh 00’ €KTH 3 IEBHUMU
KOMIIOHEHTaMHu. Taka CTpPyKTypa [03BOJII€E 3MEHIIUTH 3B’SI3HICTh, ITiJIBUIIYE
MacIITabOBaHICTh 1 CYTTEBO ONTHUMI3ye pOOOTY 3 TMaM’SATTIO, L0 OCOOJIUBO
BXJIMBO TIPU CTBOPEHHI BEIUKHX ITPOBUX CBITIB a00 Irop, OpIEHTOBAaHUX Ha
BHUCOKY IIPOJYKTUBHICTB [9].

3acTocyBaHHS IMX apXITEKTYpPHUX IIa0JOHIB Ja€ MOXKJIUBICTh OyayBaTH
MOAYJbHI Ta BHUCOKONPOAYKTHUBHI IrpOBI 3aCTOCYHKH, CIPOIIYE KepyBaHHS
CKJIQ/IHICTIO Ta MPHUIIBHIALIYE TMPOIEC PO3POOKH. BiMbIIICTh CydacHUX pYIIiiB
(Unity, Unreal Engine, Godot) peanidyioTh KOMOIHAIIIO ITUX MiJXOJIB, IO

H1JKPECITIOE IXHIO €()EKTUBHICTD 1 YHIBEPCAJIbHICTb.

1.3.2 Oco061MBOCTI pO3pOOKH irpoOBOro NMpouLecy Ta CUCTEM B3a€EMO/IiiB

Po3poOka irpoBoro mporecy € OJHHM 13 KJIIOUOBHUX €TalllB CTBOPEHHS

ITPOBOTO 3aCTOCYHKY, OCKUIBKH caMme gameplay BHU3HAYa€ B3a€MOJIIIO TPABIS 3

ITPOBUM CBITOM Ta (OpMye€ 3arajbHUW JOCB1I KopucTyBaya. IrpoBuii mporuec
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BKJIIOYAE TIpaBUJIa, MEXaHIKH, CTaH I'PH, MOBEIIHKY 00 €KTIB Ta PEaKIlil0 CUCTEMU
Ha A1 kopuctyBaya. Jlyig epexkTuBHOI peanizalii TAKUX MEXaHI3MIB y Cy4aCHHUX
IFPOBUX PYIIISIX 3aCTOCOBYIOTH CIIEIIalIi30BaH1 apXITEeKTYypHI MIJIX0IHU, CEpPe TKUX
OJIHUM 13 HallO1IbII nomupeHux € moaenb Entity—Component—System (ECS) [9].

PosrnsineMo npoexTyBaHHSI Ta peainizailiio Joriku rpu. Jlorika irpoBoro
mpoliecy — 1ie Habip mpaBuil, 0 BU3HAYAIOTH, K 3MIHIOETHCSI CTAH TPU 3AJI€KHO
BiA il TpaBus abo BHyTpimHIX mnofid. [lpum mnpoexTyBaHHI 1€l JOTIKA
BPaXOBYEThCS CTPYKTypa IFPOBOrO CBITY, CIIOCOOM B3a€EMOJII MIXK 00’€KTaMu,
MEXaHIKH PYyXy, 3aBJJaHHs I'paBlls, noBeainka NPC Ta iHIIl eeMeHTH.

VY cydacHMX pyIIisIX JOTiKa Tpu 3a3BUYail OMUCYEThCA 3a JOMOMOTOIO
CHUCTEM, SIK1 TIPAIIOI0Th HaJ JaHUMH, 30€pE)KCHUMHU B KOMIIOHEHTaX. Takuil miaxi
JI03BOJISIE BIJUTUTATH JIaH1 BiJT MIOBEIIHKH Ta 3a0€3MEUYNTH MOYKIIUBICTh PO3IIUPEHHS
MEeXaHIK 03 3HAYHUX 3MiH Y KOJI.

Posrnsinemo apxitektypy irpoBoro mporecy: moaens ECS. Mogens ECS
CKJIQ/IA€THCS 3 TPHOX OCHOBHHX €JIEMEHTIB.

Entity. CyTHICTh — 1l€ yHIKaIbHUNA O0’€KT y Tpi, SIKAW 3a3BUYAN € JIMIIIE
inentugikatopom (ID). CyTHICTh caMa HE MICTUTB JIOTIKKA 200 JaHUX, a BUCTYIA€
KOHTEWHEpOoM sl KOMmoHEHTIB. Ilpuknaaum cyTHOCTEW: TrpaBeilb, BOpPOT,
iatgopMma, Kyis, IBepl.

Component. KoMImOHEHT MICTUTh [1aHi, 10 BU3HAYaIOTh BJIACTHUBOCTI

cyTHOCTL. [TpuKIaay KOMIOHEHTIB:

—  TransformComponent (rmo3uriisi, 06epTaHHs, MacITad);

—  PhysicsComponent (lIBHAKICTb, Maca, MPUCKOPEHHS);

—  HealthComponent (piBeHb 310poB’s);

—  InputComponent (motouHi Jii rpaBis);

—  CollisionComponent (¢popma komi3ii, paaiyc, bounding box).

Kommnonentu HE MicTsTh JIOTiKM — JMIlie AaHi, M0 CIPOILYy€E OHOBICHHS,
TeCTyBaHHs M onTuMizaiiito [10].

System. Cuctema MICTUTh MTOBEIHKY, KA 3aCTOCOBYETHCS 10 CYTHOCTEH 3

IICBHUMH KOMIIOHCHTaMH. HaHpI/IKJIaI[I
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—  PhysicsSystem OHOBIIO€ TMOJIOXKEHHST O0’€KTIB Ha OCHOBI 1XHBOI
IIBUIKOCTI,

—  CollisionSystem nepeBipsie 3ITKHEHHS M1 CyTHOCTSIMU;

—  AlSystem Bu3Hauae noseniHky NPC;

—  RenderSystem Bignosigae 3a BimoOpaxkeHHs rpadiku.

Cucremu nepeOHUparoTh yCl CyTHOCTI, K1 MICTSITh MOTPIOHI KOMIIOHEHTH, 1
3aCTOCOBYIOTh JIOTIKY /IO iX CTaHy.

[lepeBaru ECS:

—  HU3BbKa 3B’SA3aHICTh MK 00’ €KTaMH;

—  BHUCOKa MPOAYKTUBHICTH (AaH1 PO3MIIIYIOTHCS KOMIAKTHO B TIaM5IT1);

—  3PYYHICTb Y CTBOPEHHI CKJIQJHUX MEXaHIK;

—  MOXJIMBICTH MMapajebHOrO BUKOHAHHS CUCTEM;

—  CIIpOlLLEHA MIATPUMKA Ta PO3IMIKUPEHHS IrPOBOTO MPOLECY.

3aBasgkyu UM xapakrepuctukam ECS MMpOKO BUKOPUCTOBYETHCA SIK B
1HJI—Irpax, Tak 1 B MaciTaOHux npoekrtax AAA—xkiacy [9].

Posrnsimemo peanizaiiito JIOTikKM irpoBoro mporecy. OOpoOka it
kopuctyBada (Input System). Cucrema oOpoOKM BBEIEHHS MEpPETBOPIOE (Hi3HUHI
Jii TpaBilsd (KJaBiaTypa, MUIlla, TredMITajl, TOPKaHHs) Y BHYTPIIIHI MOJII:

—  HATUCKAHHS KJIaBIII — KOMaHIHU PyXY;

—  KHOIIKHM MHIIII — aTaKa 91 B3aEMO/IIS;

—  Ta4 — KECTU — PYX KaMepu ado MmepeMilnieHHS.

InputSystem  oHOBIIOE  BIAMOBIAHI ~ KOMIIOHEHTH (HampuKIia,
InputComponent), siki TOTIM BHUKOPHCTOBYIOTHCSI IHIIMMU CUCTEMAaMU — PYyXY,
¢b13uKku abo aHIMaIli.

Collision System (cucrema 31TKHEHb) BHU3HA4Ya€ TOYKH B3AEMOJIT MIXK
00’exTamu:

—  TpaBellb HE MOXE MPOUTHU KPi3b CTIHY;

—  KyJIsl 3HUIIY€ BOPOTra;

—  TIepCOHax 30upae MpeamerT;



26

— 00 €KTH MOXYTb BJICKAaKyBaTu a00 KOB3ATH.

L[ cucTeMa CKITaIa€ThCs 3 TPHOX YaCTHH:

— BusBieHHS 3iTkHeHHS (collision  detection).BukopucToByroThCS
Bounding Box, Bounding Sphere abo cknaaHinm moBepxHi;

—  pO3B’sI3aHHS KOJI31i (collision response). Hanpuxnan:
BiJIINITOBXYBAHHSI, BTpATa 3/I0POB s, 10IaBaHHS MPEIMETY B iHBEHTAp;

—  mepenada indopmMmarii B iHmI cuctemMu. Hampukian, cuctema (izuku
00po0JIsie BICKOK, CUCTEMa aHIMaIliil — edekT yaapy.

Tenep posrnsHemo nousTTss Game States (ctan rpu) ta FSM. Irposuit
MIPOIIEC CKIIAJIA€ThCS 31 CTAHIB:

—  Main Menu (royioBHEe MEHIO);

—  Game (refimruieit);

—  Pause (nay3a);

—  Win (nepemora);

—  Lose (mmopa3zka).

Jlns kepyBaHHs craHamu BukopuctoByeTbest minxigy FSM (Finite State
Machine) — KkiHIIeBHI aBTOMAT, JIe KOKCH CTaH Ma€ BJIACHY JIOTIKY, a MEPEX0In
BiJ1I0yBaloThCs 3a eBHUX YMOB. FSM 3a6e3neuye:

—  mepen0dadyBaHICTh MOBEAIHKHU TPU;

—  TPOCTOTY JM0JaBaHHS HOBUX CTaHIB,;

—  KOHTPOJb CKJIAQJHUX CIeHapiiB (KOMOiHAIi MEHI0, KaT—cCIIeH,
MIePEXO/IIB).

Hactymaa tema — moBemiaka NPC: FSM, Al, Behavior Trees. ¥ NPC
(HEIrpoBUX NEPCOHAXIB) MOXKYTh BHKOPHUCTOBYBATHCS PI3HI MOJENI IITYYHOTO
IHTEJICKTY.

FSM pyist NPC. Ilpukinan ctaHiB Bopora:

— idle (ouikyBaHHS);

—  patrol (maTpymroBaHH:);

—  chase (mepecmnigyBaHHS TpaBlis);
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—  attack (araka);

—  flee (BTeua).

[lepexing MI>K CTaHAMU 3aJIEKUTh BiJ] YMOB, HAITPUKJIA/L;

—  SKIIO TpaBelh OJKYe MeBHOT aucTaniii — chase;

— K110 310poB’s Hu3bke — flee.

Behavior Trees (mepeBa moBeniHku). BUKOPUCTOBYIOTBCS Yy CKIIQTHIIINX
irpax Juist MOZIeNTIOBaHHsI OaratopiBHEeBoi MoBeAIHKH. [lepeBaru:

—  JIOTIKa JIETKO PO3LIUPIOETHCS;

—  TIOBEJIHKA BUTJISIAE «PO3YMHIIIO0»;

—  HeMae «BHOyXy» CTaHiB, K y Benukux FSM.

Al Systems y ECS. V kontekcti ECS mnoBeninka NPC peanizyetscs y
BUTJISIII OKPEMOi CUCTEMHU, SIKa 3UUTY€E KOMITIOHEHTH:

—  VisionComponent (11o11€ 30py);

—  AlStateComponent (motounuii cran FSM);

—  PathfindingComponent (mapmpyTn).

Hactynaum i1e B3aeMoisi CUCTEM y Mexax IrpoBoro mnporecy. Cucremu y
ECS B3aemMoaitoTh omnocepeKoBaHO uyepes:

—  KOMITOHEHTH;

—  TojleBYy Mojenb (event bus);

—  4Yepru NoBiJOMJICHb.

[Tpuknaau B3aeMoii:

—  InputSystem — MovementSystem;

—  MovementSystem — PhysicsSystem;

—  PhysicsSystem — CollisionSystem;

—  CollisionSystem — AlSystem a6o HealthSystem;

—  AlSystem — AnimationSystem.

[le#t posmomin poOUTH apxITEKTypy MOAYJIBHOIO Ta 3a0e3neuye

MOJKJIMBICTh HE3aJIC)KHOTO PO3BUTKY OKPCMHUX YaCTHUH I'PH [9]
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1.4 IlocTanoBka 3aga4i J0CTIIKEHHSA

1.4.1 BudHayeHHs OCHOBHOI MeTH Ta 3aBAaHb PO00TH

Meroro n1aHOi Marictepcbkoi poOOTH € JOCHIJKEHHS apXITEKTypH Ta
oprasizaiiii irpoBoro mnpoiiecy Ha 0a3i pymrist Unity Ta mpaktuyHa peanizaiis 2D
nikcenbHoi mnpuroguHuibkoi RPG—rpu «Manenbki mnipurogu B bamaOypciy.
JlocsiTHEHHS 111€1 MeTU nepedadyae KOMIUIEKCHE BUBUEHHS CYyYaCHUX TEXHOJIOTIN
po3po0KH irop, aHami3 e€HeKTUBHUX METOJIB OpraHizailii JIOTIKH TpH, MOOYI0BH
CHUCTeM B3aeMmofii Mk irpoBuMu o0’ektamu Ta NPC, a Takox mnpakTHUHE
3aCTOCYBaHHS OTPMMAHUX 3HAHb JJISI CTBOPEHHS (PYHKIIIOHAJHHOTO MPOTOTHILY
IpU.

Peanmizamiss gaHoi MeTH [J03BOJISIE TOEAHATH HAYKOBE JOCHIIKEHHS 1
MPaKTHYHY PO3POOKY: 3 OJJHOTO OOKY, aHaJIi3 CyYaCHHX ITIIXO/IB Ta KOMIIOHEHTHOI
apxitektypu (Entity—Component—System, ECS) 3a6e3neuye TeopeTudyHy OCHOBY,
a 3 1HOOro — po3po0Ka KOHKPETHOTO IrPOBOr0 3aCTOCYHKY JEMOHCTPYE
MPaKTUYHY MPUAATHICTH O0O0paHux pimenb. (OcobiivBa yBara MpUILISETHCS
oprasizamii irpoBoro Mporiecy, CTBOPCHHIO MEXaHIK B3aeMOJii, 0OpoOIli MOIiH,
JoTill MoBeAIHKHU nepcoHaxiB Ta NPC, a Takox 1HTerpauii CIoKeTy Ta ITPOBHX
MEXaHIK y [UTICHUH, TUHAMIYHUNA CBIT.

[TpakTryHa 3HAYYLIICTH JOCHIIKEHHS NOJsrae y (opMyBaHHI METOJOJIOT1
po3pobku 2D mpurogHunpkux irop i3 enemenramu RPG, mo no3Bossie mBuako
MPOTOTUIYBAaTH 1IrpOBI PIIICHHS, OI[HIOBATH €(QEKTUBHICTh apXITEKTYypu Ta
MeXaHIK 1 3a0e3meuyBaTi MaclITabOBaHICTh MOAATBIIMX MPOEKTIB. OUiKyBaHUM
pe3yJIbTaTOM € CTBOPEHHS poOO0YOro MPOTOTHIY TIpH, SAKUH JAEMOHCTpPYE
JOCITIKYBaH1 MPUHIUIN: €(PEKTUBHY OpraHi3allilo iIrpOBOr0 MPOLECy, B3aEMOJII0
00’extiB Ta NPC, a Tako) 1HTErpaiii0 CIOKETHUX ITPOBUX MEXaHIK y Me)kax
nikcenapHoro 2D cBiTy.

PoGotra mnoenHye MAOCHIIPKEHHS TEOPETUYHUX AaCHEKTIB 1 MPAaKTHYHY

peaizailiito, 1o A03BOJISE€ HE JUIIEC OMIHUTHA 0O0paHl TEXHOJIOTII Ta METOIH, ajie U
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OTpUMAaTH KOHKPETHUH pe3yJbTaT Yy BHUIVIAJ TOTOBOTO IrPOBOIO 3aCTOCYHKY,
MPUIATHOTO JUISI IOJABIIIOT0 PO3BUTKY a00 mociikeHb y chepi 2D RPG—irop.

["'0710BHOIO METOI0 MaricTepchbkoi poOOTH € JOCTIIKEHHSI apXiTeKTypu Ta
oprasizaiii irpoBoro npoiuecy Ha 6a3i pyunst Unity Ta nporpamua peamsauis 2D
nikcenbHoi npuroguuiibkoi RPG—rpu «Manenski npuronu B bamaGypci». s
JOCATHEHHS 111€1 METU BU3HAYEHO HACTYIIHI 3aB/IaHHS:

—  aHami3 CyYacHHX TEXHOJIOTI pO3pOOKH KOMIT IOTEPHUX Irop —
BUBYCHHS JIOCTYIHUX ITPOBUX PYIIIiB, MOB MpPOTpaMyBaHHA Ta MIIXOIIB 10
CTBOPEHHS IIPOBUX 3aCTOCYHKIB, a TAKOX OIJISJl Cy4YaCHUX TeHAEHLIH y 2D—irpax,
xaHpax RPG Ta wmexaHikax npurogHuupkux irop. Lle 3aBmaHHa A03BOIIsIE
chopmyBaTH TEOpPETUUHY 0azy JUisl MOJAIbIIOI PO3POOKH Ta OOIPYHTYBaTH BUOIp
IHCTPYMEHTIB;

—  BHUBYEHHA 3ac00iB Unity Ta MoBU niporpamyBaHHs C# — qocmiKeHHs
MoxksmBocted pymais Unity juist po3poOku 2D—TIpoeKTiB, BKJIOYAIOYU CIEHHU,
aHiMaIlito, (I13M4HI CUCTEMH Ta IHTErpaIlil0 KOMIIOHEHTIB. BUBUEHHSI CHHTaKCHUCY
Ta ocobmuBocTeit C# HeoOXimHe sl pearizaiii irpoBoi Joriku, 00poOKH Mol Ta
B3a€MO/IIi 00 €KTIB Yy I'pi;

—  TPOEKTYBAaHHSA IrPOBOI JIOTIKM Ta apXITEeKTypud 3acCTOCYHKY —
pO3poOKa CTPYKTYpH TpH, BU3HAUEHHS CYTHOCTEH, KOMIIOHEHTIB Ta CHCTEM 3a
mozaemwnto  Entity—Component—System (ECS), mnuanyBaHHsS B3aemMomaiii MIXK
ITpOBUMHU  00’€KTaMH Ta CTBOPEHHS QITOPUTMIB I KEPyBaHHSA MOJISAMU
KOPHUCTYyBaua, CTaHaMu I'pu Ta noBeAiHkorw NPC;

—  CTBOpPEHHS 0a30BUX  ITPOBUX  MEXaHIK —  peamizaiis
(yHIaMEHTAIBHUX €JIEMEHTIB T'PU, TAKUX SK PyX MEPCOHAXKA, CUCTEMA 3ITKHEHD,
B3a€EMO/Iisl 3 00’ €KTaMU CEPEIOBUINA, OCHOBHI OOMOBI Ta MPUTOIHUIILKI MEXaHIKH,
110 3a0e3neuyoTh 0a30BUIl PYHKI[IOHA IFPOBOTO MPOIIECY;

— po3pobka NPC Ta cucrtemu miajioriB — CTBOPEHHS HEITPOBUX
NEPCOHAXIB 3 BIAMNOBIHOI MOBEAIHKOK, aJIrOPUTMaMU MITYYHOTO IHTEIEKTY

(FSM abo mpocrti AepeBa MOBEMIHKH), a TaKOX peaiizallisi CUCTEeMH B3aEMOJIi 3
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IpaBIEM uYepe3 A1aory, o (POpMYyIOTh CIOKETHI JIiHIT Ta JOIOMaraloTh J0CIraTtu
1i1ei rpu;

—  TEeCTyBaHHS Ta BIJIATOJDKEHHS TMPOTOTUILY TpU — IEpeBipKa
Mpane3aaTHOCTI BCIX MEXaHIK, CHCTEM B3a€MOJIli Ta JIOTIKU TPHU, BUABJICHHS
IIOMIJIOK, HaJaro)KCHHS B3a€EMOJIA MDK KOMIIOHEHTAMH Ta 3a0e3leueHHS
CTaOUIHLHOTO BUKOHAHHS TPU Ha IIIHOBIN M1aThopMi.

JocmipxkenHss Ta  BUKOpucTaHHs — apxitektypu ECS —  owmiHka
edexkTuBHOCTI 3acTocyBanHs Mojeni Entity—Component—System y pamkax Tpw,
aHayii3 TepeBar 1 HENONIKIB, a TakKoX JEMOHCTpallii THYYKOCTI Ta

MacmTabOBAHOCTI IPU PO3LIMPEHH] ITPOBUX MEXAHIK.

1.4.2 ®opmyaroBaHHS MPOOJIeMHU

Y cywacHii po3pobii 2D  HpUTOAHUIIBKUX 1IrOop ICHye moTrpeda y
KOMILJIEKCHOMY MIIXO/1, SKUH OXOIUTIOE BCl €Taly CTBOPEHHS MPOAYKTY: BIJ
pPO3pPOOKH CIOKETY Ta KOHIIENTYaJbHUX CXEM JI0 TIPOEKTYBAaHHS MEXaHIK,
opraHizaiii apxiTeKTypu Tpd Ta peaiizaiii JIOTIKK B3aeMOJli 00 €KTIB 1
nepcoHaxiB y cepenouii Unity. BiJICYTHICTh y3araJbHEHHX METOAOJOTTUHHX
pEeKOMEHJallld yCKIAAHIOE IIBUIKE MPOTOTUITYBAHHSA, BIPOBAHKCHHS HOBHUX
MeXaHIK Ta 3a0e3MeueHHs] MacIITaOOBaHOCTI MMPOEKTIB.

Oco0MMBO CKJIaJHUM € TO€JHAHHS CIOKETHUX Ta ITPOBUX EJIEMEHTIB Y
MeXax €JIMHOI JOTIKHU TPH, IO BKJI0Yae B3aeMo/ito rpasist 3 NPC, o0poOky mosii,
KEpyBaHHS CTAHAMM I'PU Ta CUCTEMY KOJI131i. B1ICYyTHICTB YITKO CTPYKTYpOBaHOTO
MiIX0Qy JO Oprasizamii IUX TMPOIECIB YCKIAIHIOE €(QEKTUBHE TIIaHyBaHHS
PO3pOOKH, TECTYBaHHS Ta 1HTETpallil0 HOBUX MEXAHIK y BXKE ICHYIOUY CTPYKTYPY
TPH.

AKTYanpHICTh JIOCHIJDKEHHSI TOJIsiTa€ 'y HEOOXiMHOCTI  (opMyBaHHS
METOJIOJNIOTI1, $IKa JI03BOJISIE KOMIUJIEKCHO Ta IIOCHIIJOBHO IOEIHYBaTH €Tamu
CTBOPEHHSI ITPOBOTO 3aCTOCYHKY, 3a0e3Meuyroun e()eKTUBHY OpraHi3alliio JIOTIKH,

B3aemoJlit0 00’ekTiB 1 NPC, a Takox IHTErpamito CHKETHHX Ta TeUMIUICHHHX
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MexaHlk y Mexax 2D mikcenpHoi mnpuroguuiibkoi RPG—rpu. OuikyBaHuM
pe3yNbTaTOM € po3poOKa poOOYOro MPOTOTUMY, SKUM JEMOHCTPYE MPAKTUYHY
OPUJATHICTh TAKOTO MIIXOAY Ta MOXE CIYTryBaTH METOAMYHOK OCHOBOKO MJIs

MOTATIBITTNX PO3p000K y cdepi 2D irop.

1.4.3 O0rpyHTyBaHHs BUOOPY iIHCTPYMEHTIB

Jlns  BUKOHaHHS MaricTepchkoi poboTth Oyiao 00paHO IporpaMHe
3a0e3nedenHs Unity, sike € OJHUM 13 HAMOUTbII NOMYJISIPHUX Ta MOTY>KHUX 1TPOBUX
pymriiB y ciTi. Moro Bu6ip MOKHa IIOSICHUTH KilTbKOMA KIIFOUOBHMH aCIIEKTaMH.

Kpocmnargopmenicts. Unity 103BOJISIE CTBOPIOBATH ITPU JJIsL  PI3HUX
m1aTgopM, BKIFOYAKOYU EPCOHATIBHI KOMIT FOTEpU, MOOUIBHI IPUCTPOI, KOHCOJIL, a
Tako)k VR/AR—mpuctpoi Ta inHm aymioBizyanbHi nudposi miardgopmu. Taka
MOXJIUBICT poOuTh Unity onTuMajibHUM BHOOpPOM JJisi PO3POOHMKIB, SIKI
NParHyTh OXOMUTH MaKCUMAaJIbHO IIUPOKY ayJUTOPII0 KOPUCTYBAYiB.

3pyuHicTh y BukopuctanHi. Intepdeiic Unity IHTYiTUBHO 3pO3yMUINH, a
HasIBHICTh BEJIMKOI KUIBKOCTI OQILIMHOI JOKyMEHTalli Ta HaBYaJIbHUX MaTeplajiB
3HaYHO CIIPOIIy€ MPOIleC HaBYaHHA Ta poboTu 3 pymriem. Lle mo3Bomsie HaBITH
MOYATKIBUAM €()EKTUBHO pO3MOYATH PO3POOKY IrPOBUX 3aCTOCYHKIB, a OUIBII
JOCBIYEHUM pO3pOOHHUKAM — IIBUJIKO PEAII30BYBATH CKJIAJHI MEXAHIKU.

AKTHBHaA CHUIbHOTAa KopucTyBauiB. Unity NIATPUMYETHCS BEIMKOIO Ta
aKTUBHOIO CITUIBHOTOIO, 110 3a0e3Mnedye MOCTIMHY MIATPUMKY, OOMIH 3HAHHSIMHU,
TOTOBI MPHUKJIAIN Ta MOPAIH BiJ] IHIINX PO3POOHMKIB. 3aBASIKU I[bOMY BHPIITYBATH
THUIIOBI MTPOOJIEMU 1 OTPUMYBATH JOTIOMOTY CTa€ 3HAYHO MPOCTIIIIE.

PosmuproBanicts 1 migTpuMka Miaridie. Unity A03BoJisle 1HTErpyBaTu
CTOpOHH1 O10JIOTeKHM Ta IUIariHW, IO BIJKPUBAE MOXKIMBICTH PO3IIMPIOBATU
(yHKL10HAJ pyIIisl Ta a1alTyBaTy HOro mij cnetu@iyHi BUMOTH MPOEKTY.

HasiBHIiCTh pecypciB. Pymiiil MiCTUTh BEUKY KUIBKICTh SIK O€3KOLITOBHUX,

TaK 1 IUIATHUX PECYpPCiB: TOTOBI MOJIEIII, aCCETH, TEKCTYPH, aHIMaIlli Ta HaBYaJIbHI
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Mmatepianu. Lle g03BoJisiE PUCKOPUTH MPOIEC PO3POOKHU, 3MEHIIUTH BUTPATU Ta
CIIPOCTUTH TTPOTOTUITYBAHHSI.

[ToTyxHicTh rpadgiunoro nprwkka. Unity 3a0e3neuye BUCOKOSKICHY rpadiky
Ta aHiMauiro sk st 2D, Tak 1 g 3D irop, 1m0 A03BOJIIE CTBOPIOBATH BpaXkarodl
MIPOEKTH 3 PEATICTUYHUMU Bi3yalIbHUMH €(PEKTaMHU.

Jl1st po3po0Oku Joriku Tpu Oysio oOpano moBy CH#, sika € cTaHIApTOM JIJIst
Unity. C# noeaHy€e OpOCTUM CUHTAKCHUC 13 MIUPOKUMHU MOKIUBOCTSIMU 00’ €KTHO—
OPIEHTOBAHOTO MPOTrpaMyBaHHs, 3a0e3neuye ePeKTUuBHY poOOTy 3 KOMIIOHEHTHOIO
apXITEKTYpOl0, MIATPUMYE peani3alilo CKIAJHOI JIOTIKA B3aeMOAIl 00’€KTIB Ta
NPC, a Takox J103BOJIsi€ IIBUJKO BIPOBAKYBATH 1rpoBl MexaHiku. [lomynspHicTh
MOBH cepejl pO3pOOHMKIB 1 HABHICTh BEJIMKOI KITBKOCTI HABYAJIILHUX MaTepiajiB
Ta TPUKIALAIB poOuTh 11 e(pEeKTUBHUM I1HCTPYMEHTOM /i  IIBHAKOTO
MPOTOTUITYBaHHS Ta MOJAJBIIOr0 MACIITaA0yBaHHS ITPOBUX MPOEKTIB.

Jlnst HanucaHHA KOAY BHKOpHUCTOBYeThCs pemaktop Visual Studio Code,
KU TOEAHYE JIETKICTh Ta MIBUAKICTH pOOOTH, MIATPUMKY UYHUCICHHHUX IUIATIHIB
qu1s iHTerparntii 3 Unity 1 C#, a TakoX MOKITUBICTD ITIIKITFOYEHHS CUCTEM KOHTPOJIIO
Bepciil. 3aBAsSKM IbOMY 3a0€3MeUy€eThCs 3pyUHUil Ta epeKTUBHUI poOoUMii poiiec
i 9ac po3poOKH MPOTOTUIY TPH, HAIATOPKEHHS KOAY Ta TECTyBaHHS JIOTIKA
ITPOBUX MEXAHIK.

Omxe, komOinamis Unity, C# ta Visual Studio Code 3a6e3nedye moBHUi i
THYYKUH 1HCTpYMEHTapiil IJisi JAOCHIHKEHHS apXITEKTypH IrpOBOrO MpOIECy Ta
peamizaii 2D mikcenpHO1 npurogHuiibkoi RPG—rpu, 1mo BiamoBijae MM Ta

3aBJIaHHSAM MaricTepchbkoi poOoOTH.

1.5 BucHoBku 3a posaijiiom 1

Y mepmiomy po3aiai Oylo MPOBEACHO ACTAIBHUNW aHai3 MPEeaMETHOI
o0racTi, Cy4yacHOTO CTaHy IrpoBOi 1HIYCTpii Ta BU3HAYEHO OCHOBHI HAIPSMKHU
pPO3pOOKH ITPOBUX 3aCTOCYHKIB. IcTOpuyHUI oOrnsn mokazaB, IO BiJ€OITPH

MNPOUIIIN CKJIAJHUM LIUISX PO3BUTKY — B1JI pAHHIX €KCIIEPUMEHTAIbHUX MPOEKTIB
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0 T700anbHOT 1HAYCTpIi, sIKa TMOEAHY€E TEXHOJOTI1YHI 1HHOBAIll, KyJIbTYpHI Ta
ekoHoMiuH1 acmekTu. Kacugikamis irop 3a xaHpamu, IutlarGopMaMu Ta
ayJUTOPIEIO JO3BOJISIE CUCTEMATU3YBATH PO3MAITTS Cy4aCHUX ITPOBUX MPOAYKTIB 1
BU3HAYMTH KJIFOYOBI MIPUHIIMIHN iX CTBOPEHHS Ta KOMepLiai3allii.

[IpoananizoBaHO CydacHi TEHJEHIII B pO3poOIl 1rop, cepen sSIKUx
3pocTaHHsi MOOUTbHUX TuiaTdopM, nomupeHHs VR/AR, kpocriardopMeHicTh Ta
AKTUBHE BHUKOPUCTAHHS IITYYHOTO IHTENEKTy JJIsi TeHepaimii KOHTeHTY Ta
ynpasiiHHs noBeninkoro NPC. BusBieHo, mo iHAYCTpis aKTHBHO BIUIMBAE HA
€KOHOMIKY, KyJbTYpy Ta OCBITY, (GOpMYyrOuUd HOBI mpodecii, IHTepaKTUBHI
KyJbTYpHI IPAKTUKH Ta IHHOBALIIITHI OCBITHI METOJIUKH.

VY 4yacTuHI, NOpPUCBSYEHIH NPOrpaMHUM 3aco0aM, NPOBEIEHO OTJISA
CyYaCHHUX ITpOBUX PYUIIIB Ta MOPIBHSAHHS iXHIX TEXHOJIOTTYHHX MOXKIIUBOCTEH.
Oco0bnuBy yBary npuzaiieHo Unity sik yHiBepcaiabHOMY iHCTpyMeHTy miist 2D 1 3D
pO3pOOKH, 37aTHOMY 3a0€3MEYUTH THYYKY OpraHizaililo irpoBoro mpolecy,
MacITabOBAHICTh MPOEKTIB Ta IHTETPaLlI0 CYYaCHUX MeXaHIK. PO3MISIHYTO TakoxX
0co0auBoCTI po3podku 2D Ta 3D irop, apxitektypHi mabdnonu (Game Loop, MVC,
ECS), opranizaiiro JIOTiKH TpH Ta CUCTEMH B3aeMo/Iii 00’ ekTiB 1 NPC.

BuzHaueno MeTy Ta 3aBHaHHS Marictepcbkoi poOOTH, cHOpMyITbOBaHO
npobiemMy 1 OOIpyHTOBAaHO BHOIp IHCTPYMEHTIB JJisi po3poOku 2D mikcenbHOl
npuronuuibkoi RPG—rpu «Manenski mpurogu B bamaGypci». Ilimkpecieno
aKTyaJIbHICTh KOMIUIEKCHOTO MIAXOMY JO TMPOEKTYBAHHSA IrPOBOrO IMpOIECy Ta
3aCTOCYBaHHS Cy4YaCHUX apXITEKTYpPHUX 1 TEXHOJIOTIYHHUX pIIIeHb IS
€()EKTUBHOIO CTBOPEHHS Ta MacIITa0yBaHHS ITPOBUX MPOEKTIB.

Pozain 1 3abe3nedyye TEOpeTWUYHY OCHOBY JIs MOAANIBLIOL IPAKTHYHOI
peanizali MpoeKTy, BU3HAYAE KITFOUYOBI MIJIXOAM JI0 OpraHi3allii iIrpoBOi JIOTIKH Ta
0oOTpyHTOBYE BHOIp PYIIiS 1 TEXHOJOTIM, IO J03BOJSE €(EKTUBHO IOETHATH

HAYKOBE JOCIIKEHHS 1 po3po0Ky (QYHKIIIOHATEHOTO MPOTOTHUITY TPH.
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2 PO3POBKA KOMIT’IOTEPHUX IT'OP

2.1 ETanu po3po0ku rpu

[Iporec po3poOieHHS Bijeoirop € 0a30BUM METOJOJOTIYHHM KapKacoM,
o 3a0e3nedye CTBOPEHHS SIKICHUX Ta 3aXOIUIMBUX 1HTEPAKTHBHUX IPOJIYKTIB.
TpaaumiiHo BiH TOAUISIETRCA HA HU3KY IMOCHIIJOBHUX €TalllB, KOXEH 3 SKHX
BUKOHY€E OKpeMY (DYHKIIIIO Ta CIYTY€ KOHTPOJIBHUM ITYHKTOM JIJIsI OLIIHKU MOCTYITY
MPOEKTY. Y KIACUYHOMY BHTJISII KUTTEBUU MWK TPU BKIIOUYAE IT'SITh OCHOBHHX
CTaiii: mepeaIBUPOOHUIITBO, BUPOOHHUIITBO, TECTYBaHHS, 3allyCK Ta MiCISPENIi3HY

niaTpuMKy (puc. 2.1).

ETAIIN PO3POLBKU IT OP
Etan 1 Etam 3 Etam 5
[Ipe-mipoJaKurH T"apaHTiA AKOCTI MHCTENTBO
MIOIipyBaHHA
Etan 2 Etan 4 e
BupoGHHUITTBO Buiryck

Pucynox 2.1 — Etanu po3po06ku irop

[lepmmmM eranom € mepeaBUPOOHUIITBO, SIKE 3aKIaJa€e KOHIENTYalIbHY Ta
oprasizailiiiHy OCHOBY BChOT'O IIUKIIy po3po0ieHHs. Ha oMy erami hopmyroThCs
MOYaTKOB1 171, OKPECIIOIOTHCS OCHOBHI 1rpPOBI  MEXaHIKH, CTBOPIOIOTHCS

HOHGpCIIHi IIPI3aI>'IHCpCBKi HallpallrOBaHH:. ]_IH CTaI[iSI € BH3HA4YaJIbHOIO, aliKC
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dbopmye HampsiM pO3BUTKY TPU Ta KOOPJUHYE MOANbIII POOOTH BIIMOBITHO 10
cTpaTeriyHux e [8].

[Ticnst 3aBepieHHST KOHIENTYAIBHOTO TJIaHYBaHHS MPOEKT NEPEXOAUTH 10
eTanmy BUpoOHHUITBA. lle HalOipIm MacmTabHa Ta pecypco3arpaTHa dasa, y
MeXxax SIKOi Au3aHepH, MPOrpaMicTH, XYAOKHUKHU Ta 1HIII CHEIIaIICTH CIUIBHO
MPaIiOI0Th HaJl BTUICHHSM 17Iel y peasbHi irpoBi eieMeHTH. CTBOPIOIOTHCS] MOJIETI,
aHIMallli, peali30BYIOThCS MEXaHIKH, POPMY€EThCS IrpOBUH CBIT [8].

HactymHoro kirodoBor cramiero € TecTyBaHHA (quality assurance).
He3anexHo BiJ CKJIQQHOCTI I'pU, BOHA NMOBMHHA IMPOWTH CHCTEMHY IEpPEBIPKY.
TecTyBaIBHUKM JOCTIKYIOTh TPOAYKT Ha HASBHICTh TEXHIYHUX TTOMMIIOK,
npo0sieM MPOAYKTHUBHOCTI Ta HEJOJIKIB y B3aemojii rpaBis 3 rporo. Kpim
BUSIBJICHHSI TIOMIJIOK, ISl (ha3a CIpsiMOBaHA Ha TONIPYBaHHS IrpPOBOTO IPOIIECY,
BI3yaJIbHUX KOMIIOHEHTIB Ta 3a0e3MeUeHHs] BIAMOBIIHOCTI BCTAHOBJIECHUM
cTaHJapTaM KocTi [8].

[Ticns ontumizanli Ta yCyHEHHS! KpUTHYHUX HEIOMIKIB I'pa NEPEXOAUTH 110
eTamy 3amycky. lle MOMEHT, KoJIi MPOJYKT CTa€ JOCTYIHUM IIUPOKIA ayuTOpii, 1
IpaBIli BIEPILIE B3aEMOIIIOTH 13 TOTOBUM BIPTYaJbHUM CEPEIOBHILIEM.

Btim, pobGoTa Haa Tporo HE 3aBEPIIYETHCS 3 11 pPeli3oM. 3aKITIOYHUMN eTar
— micispeni3Ha MiATpUMKa — 3abe3nedyye CTalUIbHICTh Ta aKTYaJbHICTb
npoaykTy. o mporo HamexaTh pETyJIsIpHI OHOBJICHHS, BHIIPABIICHHS HOBHUX
MOMWIOK, JTOJIaBaHHSI KOHTEHTY i mojasibiia ontumizaiis [8].

CyxkynHicTh 1ux etamniB ¢popmye OaraTorpaHHUH 1 CKIAAHUI MPOIIEeC, SKUM
NEPETBOPIOE TMOYATKOBY 10 HA IOBHOI[IHHUN 1HTEPAKTUBHHUMA MPOIYKT.
3HauYeHHSI KOXHOi CTajii Ba)KKO IEPEOIlIHUTH, OCKUIBKM caMe iXHS B3a€MOJIIsS
BU3HAYAE ITIJICYMKOBY SIKICTh IPOBOT'O MPOEKTY.

Big mouartkoBoro 3amymy Ha eTani MepeaBUPOOHMIITBA JO JETATBLHOTO
TECTYBaHHS Ta MICIAPENI3HOTO BJIOCKOHAJIEHHS — KOXKEH EJIEeMEHT IUKITY
pO3pOOJICHHST BIJITPAa€ CBOK KIIIOUOBY POJib. 3aBISKH CHUCTEMHOMY MIAXOIY
BJIA€THCSL CTBOPIOBATH ITPU, fAKI MOEAHYIOTh BUCOKY SKICTh, CTaOUIBHICTH Ta

IKaBICTh JJISI KOPUCTYBadiB [§].
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2.2 lIpe—npoaakmH

Po3po0eHHs Biieorpyu po3NOUYUHAETHCS 3 KOMIUIEKCHOTO TUIAaHYBaHHS, SIKE
BU3HAYAE X1JI YCIX HACTYMHUX poOiT. CTapT 1bOro MPOIIECY BUMArae IpyHTOBHOTO
300py iH(opMalii mpo MaiOyTHIM MPOAYKT, BKIIOYHO 3 TEXHIYHUMH MapaMeTpaMu,
TBOPYHMMH KOHIICTIITISIMA Ta TTOTCHIIIHTHUMH 0OMEKCHHSIMH.

[IpoekTH1 MeHemKepU Ta MPOJAKT—OYHHU BIAIrPaloTh KIIOYOBY POJb Yy
nmoyaTtkoBux eranax. CaMe BOHM BH3HAYAIOTh OCHOBHI I TpH Ta (HOPMYIOTH
KOHIIENTyalbHY 0a3y, Ha sIKiii OyAy€ThCSl YBECh MOAATBIINNA MTPOLIEC PO3POOTCHHS:

—  aHaJi3 pUHKY Ta KOHKYpEHTIB. BaxkJIMBO OCHIIUTH TEHIEHIIIT IrpOBO1
IHOYCTpli: SIKI JKaHpPU € TOMYJSPHUMH, $AKI MOJENl 3ay4eHHS ayauTopii
IpallolTh HaWKpamie, $SK MO3ULIOHYIOTCA CXO0Xl1 Mpoektu. Lle mo3Boisie
MIPaBUIILHO 30PIEHTYBATH MalOYTHIO TPy Ha PUHKY;

—  BHU3HAYEHHs MUIbOBOI ayautopii. OIHUM 13 KIIIOYOBUX 3aBlaHb €
BCTAHOBJICHHS KaTeropii TpaBIliB, MJs SIKHX CTBOPIOBATHMETHCS IPOIYKT.
Po3yminHg iXHIX yrojgo6aHb jomomarae oOpaTH BIAMOBIAHI MEXaHIKHA, CTHIIb
nojayi Ta piB€Hb CKJIaJHOCTI;

—  BuOip margopmu. PimeHHs moao miaTthopMu 3aleXuTh SK Bif ii
MOMYJISIPHOCTI cepeJl KOPUCTYBAUiB, TaK 1 BIJl TEXHIYHUX MOKIUBOCTEH KOMAaH]IH.
[Tnatdopma Bu3HaYae crenudiky ONTHMI3aIii, CTPYKTYPY MPOEKTY Ta YACTKOBO
BIJTUBA€E HA MOJICITh MOHETH3AIIIi;

—  po3moAlT  pecypciB. BakimBo BHU3HAYMTH  KaapoBI  IOTPeOH,
IHCTpYMEHTH Ta oOyiajHaHHA. Ha npomy erami ckiagaerbesl monepeaHii rpadik
po0it, 110 3a6e3medye CBOEYaCHE BUKOHAHHS KITFOUOBUX 3a71aY;

—  pO3pOoOJICHHS KOHIIETIT—ApTYy. XyA0)KHUKU—KOHIETITYaIICTH
CTBOPIOIOTH BI3yaJlbHY OCHOBY TpH: €CKI3M IePCOHAXIB, JIOKAIlld, 00’€KTIB Ta

IHITTUX €JIEMEHTIB, AKi (POPMYIOTh CTHIIb 1 aTMOChepy MaiiOyTHBOTO TIPOEKTY;
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— BUOIlp wmoxeni wmoHerw3aumii. ['pa Moxe OyTH mpeMiaabHOIO,
OE3KOLITOBHOIO 3 BHYTPIIIHIMU MNOKYIKaMH, PEKIAMHOI0 a00 KOMOIHOBAHOIO.
Bubip mozeni Bu3Havyae nu3aitH mporpecii Ta crmocoOu B3aeEMOIIT 3 KOPUCTYBaueM;

— anam3 pusukiB. HemoolineHu#, ajge Haa3BUYAHO BAXKIMBUM KPOK.
KoMaHa mporuo3ye noTeHIiitHl TpyJHOIl — TEXHI4HI1, ()iHAHCOBI, OpraHi3amiiHi
— 1 po3po0IIsie MUISIXM IXHBOTO MiHIMI3aIlii;

—  MapKeTUMHIOBa CTparerii. bimkdue 10 3aBeplieHHs BUPOOHUIITBA
dbopmyeThecsi cTpaterisi npocyBaHHs. EdexkTrBHa kammaHis 103BOJsE€ 30UTBITUTH
BITI3HABAHICTh MPOEKTY Ta 3ATYYUTH IIUPIILY ayAUTOPIIO JO MOMEHTY penizy [8].

[Ticnst 3aBepIICHHS aHATITUKHA Ta CTPATETIYHOTO IJIAHYBaHHS CTBOPIOETHCS
Game Design Document (GDD). Ile koMmmiekCHUN AOKYMEHT, IO JETalbHO
OMHCYE ITPOBY KOHIIEMI[II0, MEXaHIKM, CIOXKETHI JIHIi, TUIK PiBHIB, apXITEKTypy
cBiTy Ta 1HU acnektd. GDD BuUCTymae UEHTPAJIbHUM OPIEHTHPOM JUJISl BCIE€l
KOMaH/IH.

[Ipotiec po3poOiieHHS IrOp — 1€ B3a€EMOJIiSl YUCICHHUX CKJIaJ0BUX, IO B
CYKYIHOCTI  (DOPMYyIOTh  SIKICHUM  KIHIIEBUM MNpOAYKT. Big modyaTkoBHX
OpeHHIITOPMIB J10 perenbHoi meramizamii y GDD — koxeH eTam BiJIrpae CBOIO
BAJKJIMBY POJIb [8].

KpiM TexHIYHOI YaCTUHU, pO3pOOJIEHHS I'PU Ma€ BUPA3HUI TBOPUMI BUMIP.
[TouatkoBa i7esi — UYMW TO CIOKETHA KOHIICMINS,, YW ICTOPUYHA TIOMIS, YU
OpWriHaJbHA MEXaHIKa — TIOCTYIIOBO TpaHCHOPMY€ETbCS 3aBASKH €CKi3aM,
IPOTOTUIAM 1 CIIEHAPHUM HANpaliOBaHHAM [8].

BaxxmMBUM KOMIIOHEHTOM € ¥ MeXaHI3M 3BOPOTHOTO 3B’si3Ky. TecToBi a0o
Oera—aepcii T03BOJISAIOTh 310paTH MyMKH KOPHUCTYBadiB Ta BHECTH HEOOXimgHI
MoKparieHHs [8].

He Menm Baromorw € komanjHa cmiBmpaing. [Iporpamictu, auzaiinepw,
XYJIOKHUKH, 3BYKOPEKHUCEPH, CIICHAPUCTH Ta MApPKETOJOTH pPa30M CTBOPIOIOTH

30aaHCOBaHUM Ta SIKICHUM MPOAYKT.
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BaxnuBy poinib BiJirpae TakoXX KyJIbTypHa Ta COIllajbHA BiAMOBIIHICTD.
Jlesiki irpH BIATBOPIOIOTH pealibHI KYJIBTYPHI SIBUIIA YW ICTOPUYHI MOAlI, TOMY
noTpeOyIOTh TIIMOOKOT0 AOCTIHKEHHs 00 KOHCYJIbTallli 3 eKCIiepTaMu.

Emoriiina 3amydeHicTb — OJIHA 3 OCHOB YCHIIIHUX 1rop. Po3poOHuku
IparHyTh CTBOPUTH CIIEHM Ta MEXaHIKH, 10 BHUKIMKAIOTh y TpaBls SCKpaBl
NepeKUBAHHS — BiJ] 3aXOIUICHHS 10 emmaTii [8].

IBHAKUI pO3BUTOK TEXHOJIOTIN TaKOX CYTTEBO BIUIMBAE Ha mpouec. VR,
AR, mITy4H#i 1HTENEKT, MpoleypHa TeHepallisi BIAKPUBAIOTh HOBI MOKIIUBOCTI Ta
PO3LIMPIOIOTHh MEXKI IHIYCTPIi [8].

ExOHOMIYHMI BIUIMB ITOp BUXOJUTH 32 PAMKHU MPOJAXIiB. Y CIIIIHI TPOEKTH
CTBOPIOIOTH MeEp4Y, €KpaHizailii, Kosabopailii Ta HaBITb TYPUCTHYHI MapIIpYTH.
[lepenbayeHHsT TAaKUX MOKIIMBOCTEN MOXKE MIJICUJIUTUA JTOBIOCTPOKOBHM MOTEHITIAI
rpu [8].

[lincymMoByrouM, Mpolec CTBOPEHHS Irop — 1€ CKJIaJHa B3aEMOJISA
TBOPYOCTi, TEXHOJOTIN 1 CTPAaTEeriYHOrO IJaHyBaHHA. XOYa KOPUCTyBad Oa4HTh
aumie (iHAIBHUA TPOJIYKT, 32 HUM CTOiTh OararomicauyHa abo OararopiuHa
KpomiTKa po0oTa KOMaHAM, sika (OpMye OAMH 13 HaWIMHAMIYHIIIUX CEKTOPIB

Cy4YacHOI 1HAYCTpli po3Bar.

2.3 BupoOHUIITBO

3aHyprooUnch y cdhepy po3poOIeHHs BiCOIrop, IMIBUIKO CTaE 3pO3yMLIIO,

110 €Tal MPOAAKIIEHY € HE JIUIIIE CEPIIEM, a i OMOPOIO0 BCHOI'O MPOIIECY CTBOPEHHS

rpu. lle HaimoBmia Ta HalOUIBII pecypco3arpaTHa ¢asza HUKIY PO3POOICHHS,

HACUYCHA PI3HOMAHITHUMM aKTUBHOCTSIMH, 1HHOBAIISIMU Ta TMOJIJIE€HA HAa HU3KY
MEHIIIUX, TPOTE HE MEHII BXKJIMBUX ITijeTamniB [8].

[Tineran 1. IIpoToTrmyBaHHs: KOJIM 1€s1 BOEPILIE CTUKAETHCS 3 PEATBHICTIO.

Ha novaTtky BUpOOHHMYOI CTajli IIEHTpaIbHE MICIIE 3aiiMae CTBOPEHHS MPOTOTUIIIB

I'pu. ]_IC CBO€piI[Ha «pGHGTI/II_[i}I» nepea OCHOBHUM BI/IpO6HI/II_ITBOM, 10 JO3BOJIsAE
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no0aunTH, SIK 3aJymMaHa MEXaHiKa MpaIlo€ Ha TMPaKTUIll, Ta 3a7a€ MOAAIbIINN
BEKTOP PO3POOJICHHSI.

JIist migKpecieHHsT BaXKIMBOCTI LIOTO €Taly 4YacTO HABOSTH IMPHUKIIAT
IIBEJICHKOTO BIMCHKOBOTO KOpadns «Baca» XVII cromitrs. [lompu Bpakaroue
MalCTEepHICTh OyAIBHUIITBA Ta 3HAYHI BKJIAJIEHI PECYPCH, CYITHO 3aTOHYJIO IiJ] Yac
HEpPIIOr0 X BUXOAY B MOpPE€ — HACHIJOK NPOPaxyHKIB y KoHcTpykuii. Llei
ICTOpUYHUH €eMmMi30]] JEMOHCTPY€E: O€3 BYACHOIO TECTYBaHHS HABITh HalamMOITHIIII
171e1 MOXKYTb 3a3HaTH HeBaavi. Tak camo 1 B IrpoBiil iHAYCTPli — MPOTOTUITYBAHHS
€ KPUTUYHO BaXKJIMBUM 1IHCTPYMEHTOM MEPEBIPKH KUTTE3IATHOCTI KOHIENiH [8].

[Tineran 2. CTBOpeHHs BI3yalbHOIO KOHTEHTY: (POPMYBAHHS XYJI0KHBOTO
cBity rpu. KokHa rpa € CKIaJHOIO MO3aiKOIO €JIEMEHTIB — IEPCOHAXIB,
NpeIMETiB, OTOYeHHS, €(eKTIB Ta IHIIMX aKTHUBIB, fKI (HOPMYIOTH IIUTICHUN
irpoBuii BcecBiT. CTyIiHb CKIAIHOCTI IIOTO MiACTamy 3ajeXUTh BiJ TOro, 4
cTBOproeThes Tpa y 2D abo 3D dopmari [8].

2D—irpu. Po3poGnennst 2D—MpOo€EKTIB € JAEmo MPOCTIIUM TEXHIYHO, aje
HE MEHII TBOpYMM. Bi3zyanbHi aKkTUBM MPOXOAATH KiJIbKa CTaiid: €CKi3yBaHHS,
IpOMaTbOBYBaHHS, Kojopu3aiis Ta a”imaris. [Ipocrora 2D—rpadiku no3BoIIsLe
HIBU/IIIE PEAN30BYBATH 3aJlyM, MPOTE SIKICTh Ta XYJIO0>XKHIM PIBEHb 3aJIUIIAIOTHCS
HAJ3BUYAHO BaXKJIMBUMHU.

3D—irpu. CtBopeHHs1 3D—1poekTiB — 11e OaraTopiBHEBUI IPOLEC, 1110
noTpedye rIMO0KOT TEXHIYHOT MIATOTOBKU Ta CIEliali30BaHUX 1HCTPYMEHTIB. BiH
BKJIFOYAE:

—  TOJIroHaJIbHE MOJICTIOBAHHS — CTBOPEHHS 0a30B01 (opMU 00'€KTIB;

—  CKYJBOTHHT — JeTaji3aliio Ta GOpMyBaHHS CKIAIHUX CTPYKTYD;

—  TEKCTYypYBaHHS — HaKJIaJaHHS MaTepiaiiB 1 TEKCTYp, 110 BUZHAYAIOTh
30BHIIIHIN BUTIISL MOAEIIEH;

—  PUITIHT 1 aHIMallll0 — CTBOPEHHS «CKEJIETa» Ta PyXiB MEPCOHAKIB.

VY pesynbrari (HOpMYETHCS TMOBHOIIHHUN TPUBUMIPHUI CBIT, 3JaTHHUM

3a0€3MeUYUTH BUCOKY ITHOUHY 3aHYyPEHHS.
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BupoOHHLTBO BI3yaJIbHOTO KOHTEHTY — 1€ TMO€AHAHHS MUCTELTBA,
TEXHIKU Ta MPOQECiiHOI MaCTEPHOCTI, KE MEPETBOPIOE KOHIEMIIO B pEaIbHUN
XYJOXHIH mpocTip rpu [8].

[Tineran 3. Po3poOisieHHs piBHIB rpu. OmnpaltoBaHHs pIBHIB T'PU Haraaye
HAIMMCaHHS PO3/UIIB BEJIMKOTO JiTeparypHoro TBopy. [1ogi6HO 10 MHChMEHHHUKA,
SKUM MPOIyMy€ KOXXKHY JI€Talb CIOKETY, JIeBel—/Au3aiiHep BUOYIOBYE JIOTIKY,
CTPYKTYpY Ta TEMI MPOXOXKEHHS TPH.

[le#t migeran € HEBIA'€MHOK YaCTMHOIO 3arajbHOro MPOILECY CTBOPEHHS
IpU, KU BU3HAYA€ PO3BUTOK NOMIM, BHUKIUKMA ISl TpaBlUs, MOCIHIIOBHICTH
MEXaHIK 1 3arajlbHUil puTM irpoBoro gocBiay [8]. Ha koxHoMy erami IUKITY
PO3pOOJIEHHS 1CTOPIs TPU MOCTYTOBO PO3TOPTAETHCS, BIIKPUBAIOYH HOBI1 TPOCTOPH
Ta 3aBJaHHS.

[Tineran 4. IlpoexkTyBaHHS JIOTIKU T'pH: OLIBIIE, HIXK MPOCTO Mporpecis. Y
MeXax MPOJAKIIEHY OCOOJMBE MiCLIE 3aliMae CTBOPEHHS JIOTIYHOI CTPYKTypHU
piBHiB. Creniamict (GOpMyIOTh Mporpecito, OalaHC CKIAJHOCTI Ta JAHHAMIKY
IrPOBOTO MPOIIECY BIJIMOBITHO /10 )KaHPOBUX BUMOT. Lle Moxe OyTu:

—  JHIAHE OPOXOJKEHHS, /1€ KOXKEH PO3/LI IOCTYIOBO YCKIIAIHIOETHCS;

—  BIAKPHUTHUH CBIT, /i€ TpaBellb CaM BU3HA4Ya€ MOCIIOBHICTD MO/IIH;

—  TpOILEIypHO 3T€HEpPOBaHI PiBHI, XapakTepHi, 30kpema, s endless
runner—iB [8].

Jlorika piBHIB TICHO TMOB’S3aHa 3 IHIIUMHU ACHEKTaMU PO3POOICHHS —
CIO’KETHOIO TTOOYZI0BOIO, MEXaHIKaMH, Bi3yaJIlbHUM CTHJIEM Ta TEMIIOM T'pH. Yci 11l
eJIeMEeHTH (POPMYIOTh LITICHUHN JOCBI, IO YTPUMYE yBary Ta iHTEpecC rpaBlis.

[Tigeram 5. [lo3a mexxamu TeomeTpii piBHIB: (POPMYBaHHS <«JIyII» TPH.
Poborta Hax piBHAMU HE 0OMEKYEThCS JIUIIE IXHBOIO CTPYKTYpOro. JleBen—/u3aiin
TaK0>X BKJIIOYAE:

— 1oOyAOoBYy IrpoBOi EKOHOMIKHM, $IKa BH3HA4a€ LIHHICTb PECYPCIB,
HAropoJiu ¥ pU3uKH;

—  PO3BUTOK CIOXKETY, IHTEpPaKIIIl Ta CIOKETHUX MTOBOPOTIB;
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—  CTBOPEHHsSI TMiAKa30K 1 Tpurepi, MI0 JIOMOMAarailTh TI'pPaBIEBI
OCBOIOBAaTH HOB1 MEXaHIKH;

—  IUIaBHI MEPEXOAM MIXK JIOKAI[isIMU, SIKI MIATPUMYIOTh O€3MepepBHICTD
irpoBoi omosiai [8].

CaMe 3aBAsSKU MM €JIEMEHTaM Tpa 3100yBa€ eMOINHICTh, ApaMaTyprito
Ta YHIKaJIbHUHN XapakKTep.

[Tinetan 6. 3BykoBe OQOpPMICHHS: ayJiOBUMIpP IrPOBOi PEATBLHOCTI.
3aHypeHHs y TPy 3HAYHOIO MIPOIO 3aJI€KUTh BiJ 3BYKY. My3uka, ITyMoBi e(heKTH
Ta 03BYYEHHS MIEPCOHAKIB (POPMYIOTH EMOIINHUN (HYHAAMEHT TeUMILIEIO.

3ByKOBi e(eKkTu 1HHOPMYIOTh TPaBIsl MPO YCIiXH, HEOE3MEKH YU 3MIHU Y
CepeIOBUIIL.

[TpupoaHi 3ByKM — KPOKH, BITEp, BOJIa — 3a0€3MEUyI0Th AaBTCHTHUYHICTb.

O3By4€HHS MEPCOHAXKIB HA/IA€ TEPOSIM XapaKTep 1 IIUOUHY.

[le cxmamHuii TBOPUO—TEXHIYHUM TPOLIEC, SKUW BUMAarae KOOPJIWHAII]
MIX 3ByKOpEXHCEpaMu, KOMIIO3UTOpPaMHU Ta mporpamictami [8].

[Tineran 7. Koguur: TexHiuHuid kapkac rpu. Ha 3aBepiieHHs BUpOOHHYO1
a3y MOYMHAETHCA NMPOTpaMyBaHHsS — €Tall, JIeé BCl MOMEpEeaH] HalpalloBaHHS
MOEIHYIOTHCS B €IMHY CUCTEMY [8].

OCHOBHI 3aB/IaHHS PO3POOHMKIB BKIIOYAIOTh:

—  1HTerpailiro Bi3yaJbHHUX, 3BYKOBHX Ta IT'POBUX €JIEMEHTIB,;

—  peajizallito MEXaHiK Ta CUCTEM;

—  3abe3mneueHHs CTabUIPHOCTI Ta BICYTHOCTI KOH(IIIKTIB;

—  ONTHUMI3aLI0 IPOLYKTUBHOCTI [8].

[Tonpu BUKOpUCTAaHHS CyyaCHUX ITPOBUX PYIIIiB, IEH MPOIIEC 3ATUIIAETHCS
HAJ3BHYAaHO CKJIAJHHUM, aJDKE KOXKE€H (parMeHT KOy Mae TOYHO BIJAINOBIATH
3aJlyMy JIM3aiiHEPIB 1 JIOTII T'PU B LIJIOMY.

VY niAcyMKy eran npofakiieHy — L€ FapMOHIHE MO€AHaHHS TBOPUOCTI Ta
texnonoriii. Came TyT imei HaOyBaioTb QopmMu, a oOkpeMi (parmeHTu
NEPETBOPIOIOTHCS HA LUIICHUN 1IrpoBUi BcecBIT. KOXkeH KpOK, KOXKEH 3BYK, KOXKEH

PSAIIOK KOy — YacTHHA BEJIUKOI Ipaili, o GopMye MaitOyTHIM IrpOBHil TOCBIT .
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2.4 3a0e3neueHHA AKOCTI

3a0e3neueHHs MJIAaBHOTO Ta 3aXOIUIMBOIO IrPOBOrO JOCBIAY € OAHHUM 13
HAalBAXJIMBIIIMX 3aBJaHb. Y LEHTPl Hpolecy po3poOKH TpU 3HAXOAUTHCS
KJIIOYOBMM eTanm — peTelbHe TecTyBaHHsA. lle He mumie «momyk ApiOHMX
NOMMJIOK; 1€ KOMIJIEKCHA MepeBIpKa, CIpsSMOBaHa Ha Te, 00 HUIIX TpaBls OyB
Oe3nepepBHUM, 3aXOIUIMBUM Ta KOoM(opTHUM. OnHa—enIUHA MOMUJIKAa 4 3011
MOXXYTh MHUTTEBO BHOWTH TPaBlisi 3 IrPOBOTO CBITY, 3HEIIHIOIOYU JIOBI1 T'OJIMHU
po6oTH, BKJIaJIeHI B pi3HI eTanmu po3poOku. CaMe TOMy B MeXaX UKy CTBOPCHHS
TP I[bOMY €TaIy IPUIUTSIETbCA Taka BeJNKa yBara.

Bapro ycBimomutu: eranu po3poOKu I'py HaraayrTh PO3ILIH 3aX0IUIMBOTO
poMaHy — KOX€H Ma€ BJaCHE 3HA4YeHHS 1 BHUMarae ocoOnmBOro miaxomy. I
noaibHO 70 (iHATBHOTO peaaryBaHHs Iepe]] BUJIAHHAM KHUTH, Tpa TaKOX
NOBUHHA MPONTH peTenbHY MepeBipKy. Lle rapaHTye, IO CHOKET MOAAETHCS
JIOT1YHO, BUKJIMKH YTPUMYIOTh YBary, a pUroJy 3ajJullatoThCsa He3a0yTHIMH.

[Ipotiec cTBOpEeHHS BiACOIrOp MOJAUISAE€ TECTYBaHHS Ha (DYHKIIIOHAJbHE Ta
He()yHKIIIOHAJIbHE.

DyHKIIOHAJIbHI BUJIM TECTYBAHHS:

—  TecTyBaHHS iHTepomnepabenbHOCTI. Hackinbku noOpe rpa mpaioe Ha
pi3HUX mIaTdhopMax Ta CUCTEMAX;

—  perpeciiiHe TecTyBaHHSA. UM HE MOPYHIYIOTh HOBI (PYHKII poOOTY
HasSIBHUX;

—  Smoke—rtectyBanns. [lonepenHs mepesipka, 10 03BOJISIE BUSBUTU
HANOUTBII KpUTHYHI POOTIEMH Tepea AETATBHIIITNM aHaTi30M;

—  JOKami3auiiHe TecTyBaHHSA. UM BIANOBIIAE Tpa KyJbTYpHUM Ta
MOBHHUM OCOOJIMBOCTSIM PI3HUX PETIOHIB;

—  TECTyBaHHS KOHTPOJIO JOCTYIy. 3aXHMCT BIlJ] HECAHKIIOHOBaHUX
KOPHCTYBayiB Ta MOTCHIIIMHUX aTakK;

—  TectyBaHHs kopuctyBaibkoro npuitHATTs (UAT). Jlo3Bomsie OmiHUTH,

YM BIAMOBIIA€ IPa OYIKYBaHHSM IIJIbOBOI ayauTopii [8].
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HedynkiionanbH1 BUIU TECTYBaHHS:

—  TeCTyBaHHS MPOTYyKTHUBHOCTI. HacKibKM TUIAaBHO MpAIliOE Tpa Ta Yd
3a0e3nedye ONTUMAIbHUM ITPOBUI TOCBIL;

—  TECTyBaHHS HaBaHTKEHHs. SIK TIpa MOBOJIUTHCA 32 YMOB BEJIMKOI
KUIBKOCT1 KOPUCTYBaviB a00 IHTEHCUBHUX ONEpalliii;

—  cTpec—recTyBaHHs. [lepeBipka Mex MOXIMBOCTEN Py — KOJIU Ta 3a
SKUX YMOB BOHA MIOYMHAE JaBaTH 3001;

—  TeCTyBaHHS CTaOUIbHOCTI. AHami3 TpuBanoi pobotu rpu  6e€3
nepe3aIycKy;

—  Volume—rtectyBanns. IlepeBipka poOOTH Tpu 3a YMOB BEJIHKOI
KIJTBKOCTI] JaHMX;

—  TecTyBaHHS 3pydHOCTI BuKopuctanHs (usability). Hackinbku
IHTYITUBHOIO Ta 3p03yMUIOIO € Ipa JJIsl KOPUCTYBaya;

—  TeCTyBaHHS Ha BIAMOBIAHICTH. llepekoHaHHs, IO Tpa BIJAMOBIAAE
rajy3eBUM CTaHJapTaM Ta HOpMaMm;

—  TecTyBaHHS 1HcTaisUli. UM BCTaHOBIIOETbCS Tpa 0€3 MOMIIOK Ha
pi3HUX TIaThOopMax;

—  TecTyBaHHS KoH(iryparlii. AHani3 poOOTH I'py HA PIZHUX CUCTEMHHUX
KOH(piryparisx;

—  TecTyBaHHS BIJHOBJIEHHS miciga 300iB. IlepeBipka 31aTHOCTI Tpu
BIJIHOBJTIIOBATHCS MICJISI aBapiiiHUX cuTyarliu [8].

Y Mexax MUKy CTBOPEHHS TPU KOXKEH 13 WX BUIIB TECTYBAaHHS rapaHTye,
110 KOJIU IpaBellb 3aHYPUTHCS Y BIPTYaJIbHUI CBIT, HOTO 3yCTpiHE JIOCBiJ, SIKUM HE
avie 1o30aBiIeHUM TNOMMIIOK, ajle H MO—CHpaBXHbOMY 3axorunoe. Ertanu
po3po0KH, a O0COOJMBO TECTYBaHHs, JEMOHCTPYIOTh IIPAarHEHHA I1HAYCTpIi
3a0€3MeYUTH HAUBUIILY SIKICTh IPOBOTO MPOIYKTY.

3arnuOIOI0YUCh Y CKIAIHHUN CBIT CTBOPEHHS irOp, CTa€ OYEBUAHO, IIO
TECTYBaHHS — HEB1/I’€MHA CKJa/i0Ba mpouecy po3pooku. 106 mo—cnpasxHbOMY
3pO3yMITH, K CTBOPIOETHCSI T'pa, SIKa PE30HY€E 3 KOpPUCTyBayamMH, HEOOXITHO

JETaNbHO PpO3IVISIHYTH pI3HI TUIM TECTYBaHHS, KOXEH 13 SKHUX Ma€ CBOi
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0cOONMBOCTI ¥ 3aBHaHHA. 3aBAJKM LbOMY LHMKJI  PO3POOKM  3HAYHO
BJIOCKOHAJIIOETHCSA, ONTUMI3YIOYM JIOCBIJ TpaBlsl 3 C€aMoro Mo4yarky 1 J0
(b1HaTBEHUX TUTPIB.

Etanu po3poOku BKIIOYAIOTh HU3KY PETETBHUX MPOILECIB, IO MOCIHiIOBHO
JIOTIOBHIOIOTHh OJIMH OAHOro. OIHUM 13 MPOBIAHUX CEpEeJ HUX € TECTYBAHHS, SIKE
nepeBipsie  KOXKEH aclnekT poOOTH Tpu Ta TapaHTye 1i Oe3mepeOiiiHy
¢yHKUIOHANBHICTE. JIIsl THX, XTO mOparHe MOmE 3pOo3yMITH BHYTPILIHI
MEXaHI3MH CTBOPEHHSI TPH, JOCTYITHI YHUCICHHI PECYpPCH, JIe MOXKHA JI3HATUCS TIPO
OCHOBHI THIA TECTyBaHHSA, iX WPHU3HAYEHHS Ta TOpaad g e()EKTUBHOI
oprasizartiii I{poro mnpoiecy [8].

Koxen Tun TtectyBaHHS (OKYCYeEThCI Ha OKPEMOMY acIleKTi TpH.
Hanpuknan, ogHi mepeBipsioTh (YHKIIOHATBHICTE Ta KOPEKTHICTH POOOTH BCiX
MEXaHIK, TOJl SK IHII OLIHIOIOTh MPOJYKTUBHICTH Ha PI3HUX MPUCTPOSX,
3a0e3Meuyoud CyMICHICTh 1 TUIaBHUM redmiuiei. Ilei OaraTopiBHEBHH MiaXina
JI03BOJISIE CBOEYACHO BUSBHUTH TMPOOJIEMHU Ta YCYHYTH iX Ie JO BHUXOAY TpH,

poOIISTUM Mpoliec Po3poOKU 3HAYHO €(hEeKTUBHIIIIIM.

2.5 Bunyck

Koxen eram mporiecy po3poOKH TPH Ma€ BaXIJIMBE 3HAYCHHS, OJIHAK
0CcOOJIMBOI yBaru 3aciiyroBye eTamn 3amycky. Ha mpoMmy mepeadinaibHOMY eTarii
CTBOPEHHSI ITPOBOT0 MPOAYKTY BIAUYBAETHCS MIABUIICHUIN PIBEHb OYIKYBaHHS SIK 3
OOKy KOMaHJI1 pO3pOOHMKIB, TaK 1 3 OOKYy MOTEHLIMHUX KOpUCTyBadiB. BogHoyac
daxiBIii IHIYCTPIi YyA0BO YCBIJOMIIIOIOTH, IO BUXIJ] TPU Y IYOJIYHUM TOCTYII HE €
3aBEpIICHHAM Tpolecy ii po3poOku. Ha MOMEHT pernizy B TIPOEKTI MOXKYTh
3QJIMIIIATHCS. OKPEeMI HeJ0OIpaIltoBaHHs 400 HEOUEBH/IHI TEXHIYHI HEJOMIKH [8].

HaBiTh peTenbHO MNpoAyMaHi Ta peaizoBaHl IrPOBI MPOIYKTH 3HaTHI
MICTUTH NPUXOBAaHI TOMUJIKH, SKI MPOSBIAIOTHCS JIMILE IIiJI 4ac B3aeEMOAIl 3
BEJIMKOI0 KUIBKICTIO peajbHUX KopucTyBauiB. I[licima 3amycky rpu KoMaHja

PO3pOOHUKIB TIPOJOBXKYE AaKTHBHY pOOOTY, CHpsIMOBaHy Ha CTaOLTi3aIlio i
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NOKpallleHHsT irpoBoro mporecy. IlapanenbHo nmounmHae HAAXOIUTH NEPBUHHUN
3BOPOTHUHM 3B’S30K BiJ TPaBIiB, KN € IIHHAM JDKEpesroM iHpopMarii as
MOJIAJIBIIIOT ONTUMI3allli MEXaHIK, YCYHEHHs HEJOMIKIB 1 BIOCKOHAJICHHS 3arajibHO1

SIKOCT1 IPOAYKTY [8].

2.6 llocT—npoaakuH

[TocTnpojakiiH  eranm  LMKIY  pPO3POOKM  KOMIT'IOTEPHOI TIpu €
3aBEepIIAILHOIO, ajieé BOJHOYAC TPHUBAIOK (ha30i0, IO TMPOJOBXKYE PO3BUTOK
NPOEKTy michst Horo odimiHoro peni3y. Ilicms Toro sk rpa crae JOCTYIHOIO
HMIMPOKOMY KOJIy KOpPHUCTYBauiB, poOOTa HaJ HEw He NpunuHserbcsa. HaBnakw,
IpOIEC YAOCKOHAJIIEHHS TMEpPeXOAUTh Yy HOBY IUIOIIHWHY, CHOPSIMOBaHy Ha
3a0e3ne4YeHHs]  CTaOlIBHOCTI, ONTUMI3AIi Ta JOBrOTPUBAIOL  MIATPUMKHU
IPOrPaMHOTr0 MPOJIYKTY.

OCHOBHOIO METOI0 ILIBOIO €Taly € MIABUIIEHHS NPOJYKTUBHOCTI Ta
HagiHOCTI Tpu. OckuUibkK TIaTHOPMH, OIEpalifiHi CUCTEeMH Ta amaparHe
3a0€3MeYeHHs] 3 YacOM OHOBIIOIOTHCS, PO3POOHHKM 3000B’sI3aHI OIMEPATHUBHO
ananTyBaTH CBId MPOAYKT JO HOBUX YMOB. PerynsipHi OHOBJICHHS CTarOTh
HEOOX1/IHOIO CKJIaJJOBOIO JKUTTEBOIO LHMKIY TIpH, 3a0e3leuyroyd He JIMIIe
BUIMPABJICHHS TEXHIYHUX HEJIOIKIB, a ¥ MIABUILEHHS SIKOCT1 IPOBOT0O OCBinY [8].

BaxxnnBoo 4acTHHOIO MOCTPENi3HOI poOOTH € aHali3 BIATYKIB pealbHUX
kopuctyBauiB. [licis 3amycky rpa oTpuMye 3Ha4HY KUIBKICTh 3BOPOTHOIO 3B’ SI3KY,
AKUN CIyrye IIHHUM JKepeiaoM iH(opmarii Ajs MoJanbIIOr0 BIOCKOHAJICHHS
¢yHkioHansHOCTI. Llel eram BKiIOYae cUCTEMaTUYHE BUSIBJICHHS Ta yCYHEHHS
MOMMJIOK, ONTHUMI3AIlil0 MEXaHIK, BHUIpPABIEHHS MpoOJeM NPOAYKTUBHOCTI Ta
MOJIIMIIIEHHS 1HTep(ENCHUX PillieHb [§].

Kpim TexHIYHOI MiATPUMKH, TOCTIPOAAKIIIH €Tal nepeadadae po3uImpeHHs
ITPOBOTO KOHTEHTY. PO3pOOHMKM peryispHO [0Aal0Th HOBI ITPOBI MEXaHIKH,
PO3IIUPEHHS, CIOKETHI €JIeMEHTH Ta 1HIN (YHKIIOHAJIbHI KOMIIOHEHTH,

OpIEHTYIOUMCH HA TIOTPeOU Ta 1HTEepecH LiIboBOI ayauTopii. Takuii miaxia copuse
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HNIATPUMAHHIO AKTHUBHOCT1 CIUIBHOTH, MPOJOBXKYE KUTTEBUN IUKI MPOEKTY Ta
3a0e3nedye Horo KOHKypEeHTOCITPOMOXHICTh Ha PUHKY [8].

OxpeMe Mmiciie B MOCTHpojakiiH ¢asi 3aiimMae KOHTpoJib sikocTi. Koxkhe
OHOBJICHHS TIPOXOAWTH IOBHHM IHUKJI TECTyBaHHS, IO JO3BOJIIE TapaHTyBaTH
CTAaOUTBHICTh HOBUX BEpCId Ta YHUKHYTH TOSBU KPUTHYHHX MOMUIIOK. OTXKe,
SKICTh TPU MIATPUMYETHCS HA BUCOKOMY pIBHI MHPOTATOM YChOTO IMepioay ii
eKCILTyaTallli.

VY3aranpHIOIO4M, TOCTHOPOJAKIIH €Tall € HEeBLI €MHOI0 CKJIAJOBOIO
KHUTTEBOTO IUKIY KOMII IOTepHOI rpu. Bin 3abe3meuye aganTtaiiro MpOIyKTy O
3MIH TEXHOJIOTIYHOTO CEpEJOBUINA, MIJBUIICHHS HOTO HaIIMHOCTI, PO3BUTOK
IrPOBOT0 KOHTEHTY Ta MIATPUMKY B3a€MOJII1 3 ayauTopiero. Came 3aBasiku ik (asi
rpa 37aTHa 30epiraTé aKkTyaldbHICTh, BIANOBIAATH OYIKYBAaHHSM KOPHCTYBAUiB 1

SAJIMIIATUCA KOHKYPCHTHOIO IIPOTATOM TPHUBAJIOIO HacCy.

2.7 BuCHOBKH 32 po3aijioM 2

AHani3 3aBeplIajJbHUX €TalllB JKUTTEBOTO LHUKIY CTBOPEHHS BIACOTPHU
3acBIUYy€E, IO peli3 MPOAYKTY HE € (PIHAIbHOI TOYKOIO PO3pPOOKH, a JIWIIe
NEPEXO0JIOM JI0 HOBOI, HE MEHII BaKIKMBOi (pa3u. ETan 3amycky CynpoBOJIKY€ETHCS
MiABUIIEHOIO YBarow 70 SIKOCTi, CTaOLIFHOCTI Ta BiMOBIAHOCTI TPH OYIKYBaHHSIM
Ib0BOI ayauTopli. [lonmpu GaratopiBHEBI monepeaHi NEPEeBIPKU, caMe B3a€EMOJIIsS
peabHUX KOPUCTYBAYiB J03BOJISIE BUSIBUTH NIPUXOBAHI HEJOJIKH, 310paT IHHUM
3BOPOTHUM 3B’ A30K 1 BUBHAUUTH HAIPSIM MOAANIBIIOL ONITUMI3AIii.

[Tonanpimnii MOCTpETI3HUN CYNPOBLJ € HEBIJ EMHOIO YaCTUHOIO CYy4acHOTO
IpoIIeCcy po3poOKHU Bimeoirop. Y mocTBHpOOHWUIN (a3l KOMaHIa 30CepEIKYEThCS
Ha MiJBUILEHHI MPOJAYKTUBHOCTI, YCYHEHHI TEXHIYHHUX MpoOJieM Ta 3a0e3neueHH1
cTabUTPHOCTI POOOTH TpH B yMOBaxX NOCTIMHUX 3MiH amapaTHuX Iutatdopm i
IPOrpaMHUX CEPENOBHIL. PerysisipHi OHOBJIEHHS HE JUIIE MIATPUMYIOTh TEXHIUHY

AKTYyaJIbHICTh MPOEKTY, aje ¥ CHPHUSAIOTh WOT0 PO3BUTKY IUIAXOM PO3LIUPEHHS
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KOHTEHTY, BIIPOBA/KCHHS HOBUX MEXaHIK Ta BJOCKOHAJEHHS KOPHUCTYBAI[bKOI'O
JIOCBIJTY.

XKuTTeBUil UK BiIEOrpH € OE3NEPEPBHUM Ta JTUHAMIYHUM IPOLECOM, 11O
TpHUBa€ JaleKo 3a MeXaMmu ii odimiitHoro penizy. EQEeKTUBHICTH IBOTO IUKITY
3a0€3Meuy€eThCs TMOCTIHHOIO B3a€EMOJIEI0 MK PO3POOHMKAMU Ta TPaBISIMU,
CUCTEMAaTUYHUM aHaJIi30M OTPUMAHOrO0 3BOPOTHOTO 3B’SI3Ky Ta MOCIIAOBHUM
yIOCKOHAJIEHHSAM MPOAyKTy. CyKyNmHICTh IIUX YMHHUKIB CBIAYUTH MPO BHCOKHUM
PIBEHb CKJIQIHOCTI Ta BIJAMOBIJATBHOCTI, IPUTAMAHHUN Cy4acHIH irpoBid 1HIYCTPI,
a TaKOX IMIJKPECIIOE€ BaXJIMBICTh KOMIUIEKCHOTO MIAXOAY Ha KOXHOMY €Tarl

CTBOpPEHHS BIJEOIrOP.
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3 ITPOEKTYBAHHA KOMII'IOTEPHOI'O JOJATKY

3.1 Bu3sHaYeHHs CTPYKTYPHU Ta (PYHKIIOHATY

Hiarpama mnpenenentiB (Use Case diagram) (puc. 3.1) BimoOpaxkae
(yHKL1OHAJIBHI BUMOTU JI0 CUCTEMH 3 TOYKHM 30py ii KOpPHCTyBayiB ab0 1HIIHMX
30BHIIIHIX «aKTOPiB». BoHa AeMOHCTpYE, sIKi clieHapii (use—case’u, abo BapiaHTH
BUKOPUCTaHHA) JOCTYIIHI CHCTEMI 1 SIKI POJIl BUKOHYIOTh AKTOPH, IO 3 HUMU
B3a€EMOJIIIOTh. 3a3BUYail MpEUeAeHTH 300pakylOThCsl SK ejincu abo oBaiM, a
aKTOpU — y BUIVISIII CXeMAaTHMYHUX (iryp (HampuKIaJ, «MaJIudykoBHX»). Taka
JlarpaMa JoroMarae Bi3yalli3yBaTH, SK KIHIIEBI KOpHUCTyBaul a00 30BHIIIIHI
CHCTEMH MOXXYTh B3a€EMOJIISITH 3 BAIlIMM J0JaTKoM [12].

Y pamMkax po3poOIOBAaHOTO  KOMIT'FOTEPHOTO  JojJaTKa Jiarpama
MpELE/EHTIB BigoOpa)xkae TMepeslik MOXKIUMBUX Jdid, fAKI MOXE IHII[II0OBaTH

KOPHCTYBay, a TAKOXK PEaKIlil0 CUCTEMH Ha IIi JIii.

( Requestto startgame

)
)

w game

~ e =
= = ~— . N € Ney o,
= e ((Sartnew game o
. =Requestiostarigame 5 - B e
—— e
-
e ~ Set

uesttoshow
settings. )

2 |

=

S

Request to change.
settings. )
e

< Request toexit uame\>
(
-

n
5
gl |
B )
g5
3
¢lz
H
3
A i
J
]
|

Pucynox 3.1 — [iarpama npeuenentis (Use Case)

Hiarpama gisteHOCTI (Activity diagram) (puc. 3.2) BUKOPHUCTOBYETHCS IS
MOJICTIOBaHHS JUHAMIYHOI MOBEAIHKH CUCTEMH, B1J0OpaKarouu MOCIIIIOBHICTD 1M,
nepexoau MDK HUMHU Ta JIOTIKY BHUKOHaHHA mpoueciB. KoxeH cran um fis
MIPE/ICTABIICHA OKPEMUM BY3JIOM, a TIEPEXOAN JIEMOHCTPYIOTh TMOTIK YIIPaBIIiHHA.
Taka nmiarpama J03BOJISIE TPOUTIOCTPYBATH MOBHY IMOCIIOBHICTh MPOLIECY — BiJl

3aMyCKy 3aCTOCYHKY J10 Horo 3aBepiieHHs [ 13].
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(] startgame app

[ () Show main menu

T L
[ | Show Settings game E:| Show Info About gameﬂ [ Exit game
[ | GameProcess TR
— Backto
I_i——'—k_l I—'lrnain menu ©

7 Change

[ves] O._.\-o] )
— settings

Description Mao] Yes]
Back to main menu? Q _

Description
Save settings?

Save
—  settings

Pucynox 3.2 — Jliarpama misutbHOCTI (Activity diagram)

Hiarpama knaciB (Class diagram) BUKOPHCTOBYETbCSA AJSl BiIOOpaKeHHS
CTaTUYHOI CTPYKTYpU MporpamMHoOi cuctemMud. BoHa JeMOHCTpye Kiacu, ixHi
aTpuOyTH, METOAM Ta B3a€EMO3B’SI3KM (arperaiiro, KOMIO3UIlII0, HACTIAyBaHHS
tonjo). IloOynmoBa miarpamMu KJIaciB € KIIOYOBUM €TalloM 00’ €KTHO—
OpPIEHTOBAHOTO  NPOEKTYBAaHHS, OCKUIbKM  JI03BOJIsi€  CHOPMYBATH  YITKY
apXITEKTYpHY MOJIENb cuctemH [14].

VY Mexax KOMIT'IOTepHOro jojaTka Oyino cpopMOBaHO HU3KY adiarpam
KJIACIB, 110 B1IOOPAKAIOTh CTPYKTYPY TAKUX MIJCUCTEM:

—  Dialogue Manager;

—  Game Manager;

—  Input Manager;

— Ul Manager.

Kosxen 13 MeHeIkepiB BIANOBIIA€ 3a OKPEMUN acleKT poOOTH J0JaTKa.

Hampuknan, Dialogue Manager 3abe3mnedye 3amycK 1 3aBEpIICHHS iaJOrOBHX
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B3a€EMOJIiH, a TaKOXX BHUKOHAHHSA JOTOMDKHHUX [ 70 a0 IMicisl BIATBOPEHHS
J1aJIoTy.

Dialogue Manager — BijAnoBijiae 3a OpraHizaififo Ta KOHTPOJIb ITPOBUX
mianoriB. Bin 3a0esmeuye 3amyck ab0 B3YyNMWHKY JiajoriB, a TaKOX MOXKe
BUKOHYBATH JOJIATKOBI Jii Mmepe movYaTkoM abo MICis 3aBEpIICHHS J1aJIory, IO

JT03BOJISIE THYYKO YIIPABJIATH CIIEHApisiIMU B3aeMO/I1i 3 rpaBieM (puc. 3.3).

BaseManager DialogueController

+ Initialhize() +textContainer : sfring
+texDelay: float

+ dialogueBubble : sfring
+dialogueController | + jefiDialogueConvers ator : stiing

AL‘ —| +nightDialogueConversator : sting
" | +DialogueStari()

DialogueManager + DialogueFinish()

- dialogueConfrolier : DialogueContreller : I:g{g:gg?:ﬁg{;{]

- dialogueData : DialogueData

- dialogueConvers ator - DialogueConvers ator

+ Instance : DialogueManager 0.1

+GetData(); DialogueData =

= Intialize() DialogueData

+ StariDialog(in dialogindex integer) = dialoguebata | . piaiogueBroup - Dialogue

+ dialogueConversator g 1

DialogueConversator

+ s prite : siring +dialegue ¢ 4

+name : Characterhlames Dialogue

+ dialoguePhras eGroup : DialoguePhrase

+ characterMames | g 1 0.1
CharacterNames + dizloguePhrase |g 1
= characteriames z
ST AL DialoguePhrase
+Conversator2 a.1 + DialogueConvers ator - CharacterMames
+Convers atord ok phrase : siring

Pucynok 3.3 — [liarpama knaci (Dialogue Manager)

Game Manager — KOOpAMHYE OCHOBHUH IIpOBUHM IpoLIEC Ta YIpPaBIsie
ctaHamu rpu. lleii MeHemkep € LEHTpaIbHUM EJIEMEHTOM CHCTEMH 1 BHUCTYIIA€
CBOEPIIHOIO TOYKOK BXOJly B IPOrpamy, KOHTPOJIIOKOYH JIOTIKY 3allyCKy, May3u Ta

3aBepIieHHs rpu (puc. 3.4).



GameManager

+ ilUpdate

bl

[17]

() Iupdatebie

+ MyUpdate()

- UpdatableList - IUpdateble
- LatelpdatableList : ILatelpdateble

- Awake)

- Updaie()

- LateUpdate()

- LateUpdatie()

+ StartGame()

+PauseGame()

+ResumeGamel()

+ StopGame()

+ QuitGame()

+ AddUpdatebleitem{in item: IUpdateble)

+ AddLatelUpdatebleltem(in item: ILateUpdateble)

() ILateUpdatebie

+ MyLateUpdate)

Pucynox 3.4 — Jliarpama knaciB (Game Manager)
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Input Manager — BigmoBimae 3a 00poOKy BBOMy TpaBmsa. Y HOro

GbyHKII0HAT BXOAUTH HAJAINTYBAHHS M1 Ha MEBHI KJABIIIl YU KOHTPOJIEPH, IO

JI03BOJISIE TPABITIO B3aEMOJIISITH 3 TPOIO Y 3pYYHHM Ta MepeadadyBaHuii criocio (puc.

3.5).

ActionButton

+ actionButtonsName : string
+ keyActionButtonGroup : KeyActionBuiton

+ actionBution | 0..1

+axsBution | g 1

AxisButton

+ axisButtonsMame : string

7 + keyfxds ButionGroup - Keyfds Bution

InputEvent
IE_Pressed:
|IE_Released:
BaseManager —
T +inputEvent | Y-
+ Initialize()
0.1
KeyActionButton
+ keyButton - string + keyAclionButton
+ keyEvent : InpuiEvent = =
+ action : siring 0.1 0.1
2 1Updatebie
._MyU D InputManager
+MyUpdate
-ActionMappings : ActionBution
ooy - AxasMappings - AxdsBufion
H +Instance : InputManager
- AcfionMappingDicionary : KeyAclionBution 0.1
- A5 MappingDictionary : KeyAds Button g
R + Initialize() =
- Stari) KeyAxisButton
+ MyUpdate() + keyButton : string + keyAdeButton
+ BindAxs (in name: string, in action: string) +scale - float
+ UnbindAxds (in name: skring, in action: sring) + action - fioat 0 0
+ BindAction(in name: string, in action: sting)
+ UnbindAcfion{in name: string, in aclion: string)
Pucynoxk 3.5 — Jliarpama knacis (Input Manager)
Ul Manager — Kkepye BigOOpaKeHHSIM ITPOBUX

inTepdeiici. Bin

3a6esneqye BiI[KpI/ITTH, 3aKpHUTTA abo IIOBCPHCHHA A0 IIOIICPCAHBLOIO BiKHa, 1o

JI03BOJISIE MIITPUMYBATH TOCIIIOBHICTh Ta 3PYYHICTh HaBiramii y MEHIO Ta 1HIIMX

eKkpaHax rpu (puc. 3.6).
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BaseManager

+ initialize()

1
BaseWindow
+Inihialize()
+ CreateWindow()
i s
UlManager + DestroyWindow()
- _cumentWindow - UIWindow
- windows Stack - BaseWWindow
- currentAindow - BaseWindow
+ Instance : UiManager
+ Show{in windowTypes: WindowTypes) | . uiMznage
+ Close() il
+ Back() 0
AR UIWindow

+ type : WindowTypes
+ prefab - BaseWindow

=1

*u I'!nl". F. :j':)l\.rl

z.] WindowTypes

+MainMenu
+5eitings
+AboutGame
+GameFause

Pucynoxk 3.6 — Jliarpama knacis (Ul Manager)

Hiarpama mociniioBHOCTI (Sequence Diagram) BimoOpakae B3aeMoJiii MIX
00’€KTaMH CHCTEMH Yy XPOHOJIOTIYHOMY Tmopsiaky (puc. 3.7). Bona mo3Boiisie
HAO0YHO TMPOJEMOHCTPYBATH, Kl 00’€KTH OEpyTh y4acThb y BUKOHAHHI TEBHOTO
IPOIIECy Ta Y SAKii TMOCIITOBHOCTI HAIXOAATH IMOBIIOMJICHHS 00 BUKJIMKA METO/IB.

VY naHoMy BUIAJKY JiarpaMa UTIOCTPY€E KUTTEBUN IUKII IFPOBOTO TOAATKY:
BIJl 3aIlyCKy IMpOTpaMu 0 OCHOBHHUX [Id KopucTyBaua. Ilicis crapTy monmaTky
BiTOOpa)Ka€ThCS TOJIOBHE MEHIO, JI€ KOPUCTYBad Ma€ MOMJIMBICTh 3MIHUTH
HaJAIITyBaHHS, O3HaloMHUTHCS 3 1H(GOpPMAIlE0 MPO Tporpamy ado po3moyaTu
nporec rpu. JliarpamMa 1eMOHCTPYE, SIK B3aEMOIIFOTh 00’ €KTH CUCTEMH TIiJ] 9ac IHX

T Ta sIK peali3y€eThCsl JIOT14YHA MOCIII0BHICTD MOIIH.
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MainMenu : Game System :

GameEnter

D 2 Start Game
GameProcess ;

Back to MainMenu

Open Setlings Menu desfroy
Setti : X

- hﬁnje ?a me zeftings

S3ve game seffings

Game seflings saved —H

Back

>L< gllroy

Open AboutGameMenu

Back

destroy
ExitGame X

Pucynox 3.7 — Jliarpama nocmigoBHocTi (Sequence diagram)

3.2 BusHaueHHS KOHIEMIil

['pa “Manenbki npuronu B bamaOypci” BinOyBaeThes y (paHTaziiHOMY
CEpeIOBHILI, Ha TEPUTOPIi, BlIOMIN K «CmapargoBuit jic». CTBopeHa atMocdepa
CIpusie 3aHypeHHIO Ta (QOpMye CHOKIWHHWNA, BOJHOYAC 3aXOIUTUBHHA ITpOBUN
npocTtip. OcobiauBa yBara HPUAUISETHCS TEMaM BIIMOBIIAJIBHOCTI Ta HACIIJIKIB
OPUMHATUX pIIIEHb, IO PEANI3YeETbCA Yepe3 MOpaibHI JUWIEMH, 3 AKUMU
CTUKAETHCS TpaBellb IiJ] 4ac MPOXOIHKCHHS.

CrokeTHa JIiHISA PO3MOYMHAETHCS 3 BUKPAJICHHA TOJOBHOTO IEpCOHAXa
HAJNPUPOAHAMH  ICTOTAaMH Ta 3apaXCHHS Tapa3uTOM, SIKHA  3arpoxkye
MEPETBOPEHHSAM Ha OJHOr0 3 HUX. OCHOBHUM 3aBJIaHHAM MEPCOHAXKA € TMOIIYK

crioco0y mo30aBIeHHs BiJ mapasuta. Y XoAl ImpoxokeHHs CmapargoBoro Jicy
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KOPUCTYBau 3yCTpidyae pi3HOMAaHITHI HEOE3MEeKU Ta BUKIHKH, 1O (HOPMYIOTh
CIO’KETHY THHAMIKY.

IrpoBuii mpoiiec rpyHTY€eTbCsS Ha TOKPOKOBIi OOMOBIM CHCTEMI, aIalTOBaHIM
3 mpaBwin Dungeons & Dragons (5—i pemakmii). Takuii migxig 3abe3medye
CTpaTeriyHy riuouHy OOiB Ta PO3UIUPIOE MOKIUBOCTI TAKTUYHOTO TJIAHYBaHHS.

Cucrema fiajoriB peajizoBaHa y BHUIJIS[I PO3Taly’KEHOI CTPYKTYpH, €
BUOIp KOopHCTyBaua Oe3MocepeHhO BIUIMBAE HA PO3BUTOK MOJil, B3a€EMOJII0 3
IHIIMMHK TIepCOHa)kaMHW Ta cTaH IrpoBoro cBiTy (puc. 3.8). lle mo3Boise
dopMyBaTH 1HAMBIAYalbHI ITPOBI CLEHApli, MIJBHUIIYIOYM IHTEPAKTUBHICTH Ta

PIBEHb 3aTyYEHOCTI KOPUCTYyBaya.;

Bl
v

He samnueo. lonoexe, wo
MBI

|
l R

i

[TM IHAEW 48 MK ONHHUANCAT

i, ANe /& TOMHO 3Ha:0, WO Ham

Tak. Ane nouexaia! Tn
36mpaewca WK 3i MHoK?

Hi, asxyio. A zeme ‘ lapa3g xogimo. MeHe 3gati
NOAOPOMKYBATH HA OOMHLUI. | “IM’A rpasus”

KiHeub rpu

Pucynox 3.8 — Cucrema giajnoris 3 irpOBUMU IIEPCOHAKAMU

I'padpiune odopmiienns rpu “Manenbki npuroau B banaOypci” BukoHane y

CTWJII MIKCENTbHOT Tpadiky, 1110 HAJAE MPOEKTY YHIKAJILHOTO BI3yalbHOTO IIApMYy Ta
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BUKJIMKA€E acoIfiamii 3 KIACMYHUMH KOMIT IOTEPHUMHU irpamMu. Takuii Mmiaxis
I IKPECITIOE PETPO—ECTETHKY Ta CIPUSE EMOIITHOMY 3aHYPEHHIO KOPHUCTyBava y
ITPOBHUIA CBIT.

[HTEpaKTUBHICTh ITPOBOr0O CEpeNOBHUIIA pEaTi30BaHA HA BUCOKOMY pIBHI:
KOPUCTYBau MOXE€ B3aEMOJISITH 3 PI3HUMHU 00 €KTaMH OTOYEHHS, 0 BIUIMBAE HA
nepeldir Mmojiid Ta PO3BUTOK CHOKETHUX JiHIN. lle mo3Bonse cTBOpUTH OUIBII
JUHAMIYHUM Ta THYYKUAWA ITpOBUM MpOLEC, A€ PIMIEHHS Ta [ii KOpUCTyBauda
oesrnocepeIHb0 (HOPMYIOTh PO3BUTOK CBITY.

Bmums cuctemu Dungeons & Dragons nmposiBisieThest y TOOYIOB1 CIOKETY Ta
atMocdepi rpu. “Manenski npuroau B bamaGypci” 30epirae gyx kinacuunux D&D,
MPOIOHYIOYM KOPUCTYBady 3aHYpPUTHUCS B €MiYHY (EHTE31iHYy Npuroay ta Opartu

y4acTh y MOJISIX, IO MOEAHYIOTh POJIbOBI MEXAHIKU Ta CTPATEr1YHE IIAHYBaHHS.

3.3 IIpoexkryBanusa rpu “MaJjienbKi npuroau B bamadypcei”

[TpoexkTyBaHHS KOMIT'IOTEPHOI TpU € CKIQJHUM Ta OaraTorpaHHUM
IPOLIECOM, IO OXOIUIIOE KOHIENTYalbHY PpPO3pOOKY, IU3aifH, MporpamyBaHHS,
TECTyBaHHS Ta HU3KY IHIIMX aclekTiB. MeTow UpOoro miaApo3auly € HaJaHHS
OIJIsSIy OCHOBHUX €TamiB 1 METOJIB IPOEKTYBAHHSA TPHU, a TaKOX PO3IJISLI
KIJIFOUOBUX KOMIIOHEHTIB CUCTEMHU.

KoHuenrtyanpHuil eran BKIIOYa€ BU3HAYEHHS OCHOBHOI 17I€1 IpH, ii *KaHpy,
ITPOBUX MEXaHIK Ta 3araJlbHOT0 HanpsiMKy. Ha 1ipoMy erani Takoxk BU3HAYAETHCS
LIIbOBA ayJMTOPIS: BIKOBAa Ipyla KOPHUCTYBayiB, IHTEPECH, OYIKYBaHHS Ta
MOTPEeOU MOTEHIINHUX TPABITIB.

CeTTHUHT Ta CIOKETHA JIIHIS nependadyaroTb (GOpMyBaHHS ITPOBOTO CBITY,
foro arMmocdepH, €CTETUKHM Ta KIYOBUX €JIEMEHTIB oToueHHs. CroxkeTHa
JaCTHHA PO3POOJIAE€THCS MUITXOM BH3HAYEHHSI OCHOBHOI 1CTOPI1, KIIIOYOBUX MOIIH,
NEPCOHAXIB Ta KOH(QIIIKTIB, IO 3a0e3MedyloTh IHTEPAKTUBHICTh Ta JAUHAMIKY

1rPOBOTO MPOIIECY.
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BigkpuTts rpu 301HCHIOETHCS Yepe3 rojoBHE MeHIO (puc. 3.9), ske ciayrye
nepmuM 1HTephEeHCHIM €JIEeMEHTOM Ta BiIoOpa’kae OCHOBHI KOHIIENITyaJIbHI

IIOJIOKCHHA ITPOEKTY.

e
p-
=
-
=
e

» A 1A RAN

Y

Pucynox 3.9 — Ecki3 roJioBHOro MEHIO Tpu

Ha nmouatkoBoMy eTami CTBOPEHHS CIOXKETY 3A1MCHIOBANIOCS JTOCIIIKEHHS
NoMyJIsipHOT (PaHTACTUYHOI JTiTEepaTypH, KOMIT IOTEpHHX irop Ta KiHo¢iasMiB. Lle
JTO3BOJIMJIO BU3HAYMTH ITIKaBi 1€ Ta KOHIIEMIIIi, SKi MOTJIA O CIIYyTyBaTH OCHOBOIO
JUISL PO3POOKH 3aXOIUIMBOTO CIOKETY IPH.

Ha erami ¢opmyBaHHS irpoBOro cepenoBuina Oyino BH3HAYCHO OCHOBHI
IPOCTOPOBI Ta CIOXKETHI €JIEMEHTH, IO 3aJal0Th CTPYKTYypy cBiTy Ipu. CBIT
“Manenbki mpuroau B bamaGypci” npencTaBieHo y BUTIISII [IEHTPAILHOTO MicTa
Ta TPUJIETIUX TEPHUTOPIH, cepen AKUX JICH, MeYepHu Ta 1HII KIFOYOBI JIOKAIIil.
KoxHa 005macTh Mae BIacHY 1JI€HTHYHICTb, B3a€MOJII0 3 IEPCOHAXKaMH Ta
3aBJIaHHA, 110 CIPHUSAIOTH 3aHYPEHHIO KOPUCTYBaya y MpoLec Tpu.

Jlnsg Bizyamizamii mMpOCTOPOBOI OpraHi3aiii Ta JIOTIKH MPOXOKEHHS TPH

Oyno cTtBOpeHO ecki3 mepmioro piBHS (puc. 3.10), skl 1EMOHCTPYE OCHOBHI
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JOKallii, MaplpyTH I[EpecyBaHHA IMEPCOHA)Ka Ta PO3TAllyBaHHSA BaXXJIMBUX
00’exTiB 1 3aBaaHb. Takuil miAXia AO3BOJSE HA PAHHBOMY €Tarl OLIHUTHU ITPOBY
IUHAMIKy Ta IUIAaHyBaHHS TMEpPIIOro piBHs, 3a0€3MeYyloud OCHOBY IS

noAaJIbIIOTO ACTAJIBHOI'O ITPOEKTYBAHHS.

]
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w
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?@ ?%Q ] [P
O o —»

Pucynox 3.10 — Ecki3 irpoBoi KapTu NepIIoro piBHs

[Iporec po3poOkyu Mu3aitHy MepCcoHaXa € KOMIUIEKCHUM 1 TBOPYHUM €TarioM
NPOEKTYBAHHS TpH, WO BHMarae BpaxyBaHHS POy KOHIIENTYyaJbHUX Ta
GbyHKI[IOHATBPHUX acrnekTiB. Ha moyaTkoBOMy eTami BU3HAYAETHCA KOHIICHIIA
MEepPCOHaXKa: HWOTO pOib Yy Tpi, OCOOMCTICHI XapaKTEPUCTHKH, MOTHBAIll Ta
B32€MO/IIS 31 CBITOM T'pH.

[Ipu cTBOpeHHI nuzaiiHy nepcoHaxiB (puc. 3.11) BpaxoByBamucs Taki
napameTpu: BiK, CTaTh, paca (3 oryisiay Ha (heHTe31MHUN KOHTEKCT), CTUIIb OJIATY,
XapakTep Ta IMOBEJIHKa MEePCOHAXKa, Oro poiib y CIOKETI, a TaKOXK crenudivHi
XapaKTepUCTHKH, BKIIOUAIOYM ICTOpir0 Ta MoTtuBamiio. OcolOiuBy yBary
MPHUIIJICHO BIJAMOBIIHOCTI 30BHIIMIHBOTO BUTJISIY OCOOMCTOCTI IMEpCOHAa)Ka, IO

JI03BOJISIE TPaBLEBl OJpa3y COpUKWMATH XapakTep Ta poiib repos. Kpim Toro,
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030pO€HHS MepCcoHakIB Oyi0 MiAiOpaHo BIAMOBIAHO /10 iXHIX IFPOBHUX KJAciB, 10
3a0e3reuye JIOTIYHICTh Ta Y3rOJDKEHICTh MEXaHiK 00l 3  Bi3yaJlbHUM

0(OPMIICHHSIM.

Dhoniii irpobud  peonsrs

',rron,w-; Nep couan

Anac: BOTH

Kaac : Qaphf

Pucynok 3.11 — Ecki3u nepcoHaxiB

Oco06muBYy yBary mij 4ac MPOEKTYBaHHS MPHUIIICHO PO3pOOI CIOXKETHOI
miHii rpu. KoHuernmist crokeTy Oyjla 4acTKOBO 3aCHOBaHa Ha MEXaHIKax irop y
xaupi Dungeons & Dragons (D&D), ne mepconaxi maroTh pi3Hi pacu Ta KIJIAcH,
10 BIUTMBAE HA iXHI MOKJIMBOCTI Ta B3a€EMOJIIIO Y CBITI I'PH.

Ha mouatkoBoMy etami crokeT ¢opMyBaBcsi 3 ypaxyBaHHSIM KOHQIIKTHOT
CKJIaJI0BOI Ta CTBOPEHHS  HANpPY)XCHHS, IO JO3BOJIAE  MIATPUMYBATH
3alliKaBJICHICTh KOPUCTYBaya MPOTATOM MPOXOKeHHs. CIOKEeT MOYMHAETHCS 3
nepeaicTopii, ska 3aJa€e MOTHBALII0 TOJOBHOIO IMEpPCOHaXa Ta KOHTEKCT s

nojanpMX Nofid. Jlnsg mnojansmioro po3BUTKY 1CcTOpii OyB  CTBOpEHHUU
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npubau3Huil cueHapid (puc. 3.12), mo BKJIIOYA€E OMpalbOBaHl diaJloTH Ta

MO3HAYKH 1010 KIFOYOBUX MOJiH y TEKCTOBIH 1 rpadiuHiid popmax.

Ir: 'He anenaumce Ha NagiHHA A 3anMWKMECA Linnm. Ane B moiid
ro/oei BCe LLe 2HaXCANTbCA NapazuT. Yepes 7 AHIB A
NepeTBoPIICA ¥ MOHCTPA, AKWE He 3uinoca...?

3ABAAHHA: “3HAWTH LWMTENA”

3. *OrmAagaeToca Haekono™

/%3 aKUEHTYBATH YBAry Ha NepcoHaki, AKKIE NemuTs nopyu 6e3
1AM, Momaneo 2pobuTh miHi HaeuanHa, ge Byae nigkaska, wo
Tpeba HaTHeHyTH Ha Hel AnA BzaemogiT). */

Konm rpageup HaTMCKAE Ha LIO NEPCOHAMMXY :
*0OtAmunace®

- Tu kuBKiL 8 RuBa. AK Ue B3arani MOKAWBO.

- He sawnueo. Nonoexe, wo x«usi.

- Teon npaega. CXome Mk NPOCTO WacAKBLI 3 OrAALY Ha
RifbKICTb TpyNie AOBKOAE.

- T 2H3EW Ae MU ONUHUAUCA?

- Hi. Ane A To4Ho 3Hako, Wo Ham Tpeba sHanTK Ty, Micle ans
Houiani, a renceHe winutena. 5o A mako nigozpu, wo Tebe
TAKOHK 33Pa3UIM,

- Tax Ane nouexaii! Tu 36upacwca itu 3i muoo?

- 3gicHO. TV K HE AYMEEL WO BMOPAEWCH Cam?

(Teneps naertca embop wrpoky)

1} Hi, aakyto. Al 3BUK NOAOPOKYEATH HA OAMHLLL
*Kopotka naysa™

-Togi...

*isunHa 6BUBAE FOACBHOTO TEPOA 3 OAHOTO YAAPY i ue
nepwwi KiHels rpu™

2)l'apaza xoaimo. Mewe seatn “IM'A rpaeus”

- MeHe zeaTit lappi.

4, *rpaseup xoquTe i 3Gupae nyT*
/*Bouku, cyrayku... ( nanka Objects).

MocTaeuTe HenoAaneKy CyHAyK, HO NPOCTO OTKPBITL €70 HE
BbIAAET «/1NA CTKPBITMA CYHAYKE HYKEH KU MAN OTMBIYKMN.
WrpoK xoauT, o6biCKMBAET BCE W HAXOAMT oTMbIUKK. YTo 6
BaNamblBaTb CYHAYKN reHeprpyetca wacno ot 0 go 20; 0-10 -
nomaetca otmeiuka, 11-20 - cyHAyK MOMHO OTKPBITE™/

5. Buaum orpamaeHHsid BXoA B noceneHue.

CHapymu CToAT 3 nepconaska (paca: floau, CneacnsiTsl),
BHYTPM MOMHC 2aMeTHTE 2-3 nepcoHaxei (ensdbl - apynas,
HOTOPSIE HUBYT B 3TOM noceneHun). Habnioaaem auanor
MEHAY HAMU:

- Bigumnite soporal

- Hikoro ne nyckaTh - Hakas Jiomesing.

-Ta 3rpan robaiHie Hac oT-0T AoeHe.

*3'ABNAETBCA rONOBHMIA ApYin*

- Wo Tpanunocs?

Y nac roBnitwm Ha xeocri. Bigunen 6pamy. Heradito.

- Bnt npueenn robnivie ciogu? fle Apabens(im's winnrenokm)?
- byap nacka. Hema uacy |

- BiguMHWTH BOpOTa.

*He scTwratoTe BigkpuTh Bpamy, ax 3'AenAtoTecA robainm (3
rofnina i 2 cipawneneki cobakm) | nounHaereca Gilka.

5 nepcoHaskis Ha cTopoHi Bopora i 5 nepcoHamis Ha Hawwii
CTOpOHI.

Pucynok 3.12 — CuenapHa yactuHa

3.4 IIpoexkTyBaHHS NEPLIOro irpoOBOro piBHsA

[IpoextyBanHs mepmioro piBHs rpu “Manenski npuroau B bamabypci” €
0araToCTyIEeHEBUM MPOLIECOM, HI0 OXOIUIIOE KIJbKA B3a€MOIIOB’SI3aHMX €TalliB:
KOHIIENITYaJIbHUH, ITPOBUX MEXaHIK, AW3aliHy, CIOKETHUU Ta TexHiuHmi. KoxxeH
eTal Ma€ BJIAcHI 3aBJaHHS Ta METY, CIPSIMOBAaH1 Ha CTBOPEHHS LIJIICHOTO IrPOBOTO
JIOCBIJTY.

Konuenryanbauil eran nependadyaB BU3HAUYECHHS 3arajibHOrO 3aJyMy PiBHS,
BKJIFOYAIOYM JIOKAIlifo, aTMocdepy Ta CrokeTHI mur. IlodatkoBuii mpocTip
poO3TallloBaHU y Jicl HOOIN3Y MOCENICHHS Ta 3aJa€ HaNPYXEHUH 1 3araIkOBUI TOH
noaii. Ha nipomy erami BU3HAYaIuCs OCHOBHI CIO’KETHI ApKH: TOJIOBHUM NEPCOHAK
JI3HAETHCS MPO MOXOHKEHHS Napa3uTa, IKUM Horo ypaxye, 3ycTpiyae KIHOYOBUX

NPC Ta OTpUMY€ 3aBIaHHA — 3HAUTU I_IiJ'II/ITGJ'IH, 3A4aTHOI'O 3HUIINUTH IIapa3uTa.
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J101aTKOBOIO METOIO0 € O3HAHOMJIEHHSI KOpUCTyBaua 3 0a30BUMM MEXaHIKaMu I'pu
Ta B3a€MOJIIEIO 3 IEPCOHAXKAMH.

Etan po3poOku irpoBUX MeXaHIK BKJIIOYaB IHTErPaIlil0 HaBYaIbHUX
€JIEMEHTIB 1 B3aeMoAli. HaBuanbHI €1€MEHTH peani3oBaHl yepe3 KOHTPOJIbOBaHI
3yCTpidl 3 HU3BKOPIBHEBMMH BOPOTaMH, IO JEMOHCTPYIOTh OOMOBY CHCTEMY.
B3aeMopis 37ificHIOETBCST 4Yepe3 [1ajJord 3 TMEepCOHaKamH, SIKI 3HAHOMIIATH
KOPHUCTYBada 3 PO3TaTy’)KCHOI) CHCTEMOIO JIaJIOTIB Ta MOXJIMBICTIO (pOpMyBaTh
KOMaHy.

JluzaitHepcbkuil eTam TependadaB po3poOKy Bi3yadbHHUX 1 3BYKOBHX
KOMITOHEHTIB piBHs. JlicOBa MICIIEBICTh HAIIOBHEHA POCIHMHHICTIO, @ TIEPCOHAXKI U
00’€KTH MIIKPECTIOITh TEMATUKY NMPUPOIU. PIB€Hh MICTUTH KIJIbKA 30H, KOXHA 3
SAKUX Ma€ BIACHI OCOOIHMBOCTI Ta BUKJIMKH. My3UUHUN CYMPOBiJl aalTOBAaHUH 710
KOHTEKCTY TMOJId — CHOKIAHI (POHOBI TEeMHU ISl JOCIHIKEHHS Ta 1HTCHCHBHI
00MOBI MOTUBH JJIsSI CYTUYOK.

CroxeTHU# eTamn nepeadayaB CTBOPEHHS TEKCTOBOTO BCTYITY, SIKH MOSICHIOE
NEePeIICTOPII0 3apaKEHHS MMapa3uTOM, Ta PO3pOOKy 3ycTpiuei 13 kiouoBumu NPC.
Hianorn 3 mepcoHa)kaMy JO3BOJIAIOTH MPUNMATH PillleHHS IOAO0 (HOpMyBaHHS
KOMaHJ{ Ta BIUIMBAIOTh HA MOJNAJBIIMN PO3BUTOK CIOKETY. BOMOBI 3ITKHEHHS
BKJIFOUAIOTh HU3BKOPIBHEBHX BOPOTIB JJIsi O3HAHOMJICHHS 3 MEXaHIKOH OO}o.
3aBepIlIeHHs PIBHSA MICTUTh KyJbMIHAIIHI MOAli — PATYBaHHS LUIMTEJIbKU Ta
NOCEJICHHS, 3LUJIEHHS T'OJOBHOI'O MEPCOHAa)Ka 1 WIEHIB HOro KOMaHAW, a TaKOX
dbinanpHy cueny noasku NPC.

TexuiuHMii eTan BKJIIOYaB BUOIp Ta HAJNAITYBaHHA irpoBoro AsuryHa Unity,
OporpaMyBaHHs MEXaHIK, (I3MKM Ta IHIIUX CHUCTEM, a TaKOX IPOBEJICHHS
TecTyBaHHA. byno 3mailicHeHO anb(pa—TecTyBaHHS I TEPEBIPKM OCHOBHHUX
MEXaHIK, BHUSBJICHHS OariB Ta OalaHCyBaHHsS TeUMIUICIO. Y MOJAIbIIOMY
nependayeHo OeTa—TeCTyBaHHS 13 3aly4Y€HHSAM IIMPIIOI  ayAUTOpli s

BUSIBJICHHSI MEHIII OYEBUAHUX MPOOJIEM 1 OTPUMAaHHS 3BOPOTHOTO 3B’ A3KY.
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3.5 BucHoBKH 32 po3aijiom 3

Y pozaimi 3 Oylio BUKOHAaHO CHCTEMHE MPOEKTYBAHHS KOMII IOTEPHOTO
nonatky “‘Manenbki npurogu B bamaOypci”. byno BH3HaYeHO CTPYKTypy Ta
(GbyHKITIOHAI TPH, OIPAIlbOBAHO B3a€MO/IiI0 00’ €KTIB 3a joroMororo UML-miarpam,
0 JI03BOJIMIIO opMaIizyBaTH OCHOBHI IIPOIECH Ta 3a0€3MEeUUTH JIOT1YHY
OpraHi3aliiro CUCTEMH.

Oco06nuBy yBary HpUIIICHO pO3poOIll AU3aiiHy MEPCOHAXKIB, IO BKJIIOYAE
BU3HAYCHHS pacH, Kjacy, 30BHINIHBOTO BUTJILIAY, XapakKTepy Ta MOTHBAIIli, IO
JI03BOJIsI€ 3a0€3MEUYUTH BIJIMOBIAHICTh MIXK CIO’KETOM, MEXaHIKaMH Ta Bi3yaJlbHUM
0(OPMIICHHSIM.

Byno cTBOpeHO ClOKETHY JIiHII0 Ha OCHOBI MexaHik Dungeons & Dragons,
110 3a0e3neuye IHTPUTYIoUnid KOHGIIIKT 1 MOTUBYE KOPUCTYBada J0 MPOXOJKEHHS
rpu. Ha mpuxnaai meprioro piBHsS MPOJAEMOHCTPOBAHO IMOCHIJOBHY pealli3alliio
KOHIICTITYQJIbHUX, MEXaHIYHUX, JW3aHHEPCHKUX Ta CHOKCTHHX EJIEMEHTIB, IO
BKJIIOYAIOTh HaB4YajbHI 3aBHaHHsd, B3aemoniro 3 NPC, 0oioB1 3ITKHEHHS Ta
IHTE€pPaKTHUBHI €JIEMEHTH.

Ha texHiuHOMY eTami MpoBEAEHO HaNAIITyBaHHA 1rpoBoro asuryHa Unity,
peanizalliio iIrpoBUX MEXaHIK Ta TECTYBaHHs, IO JIO3BOJWJIO BUSIBUTH Ta YCYHYTHU
TEeXHIYHI HEIOMIKH 1 3a0e3neunTn 30aaHCOBaHNN TEHMILICH.

Lle# po3nin miATBEPKYE, 10 KOMIUIEKCHUHN MiJIX1J O MPOEKTYBAHHS T'PU
JI03BOJISIE CTBOPUTH (DYHKIIIOHATBHUN, THTEPAKTUBHUM Ta CIO)KETHO 3aBEpIICHUN

ITPOBUIA MPOJIYKT.
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4 PO3POBKA KOMIT'IOTEPHOI'O JOJATKY “MAJIEHBKI IPUT'OAN
B BAJIABYPCI”

4.1 Po3poOka cro:xery rpu

Ha mnouatkoBoMy erami po3poOKu ClOKeTy OyJio MpOBEACHO aHali3
danTacTuyHOi JiTEpaTypH, KOMIT IOTEPHUX Irop Ta KiHemarorpadiyHUX TBOPIB 3
METOIO0 TOIIYKY IIIKaBUX 1JIeM Ta KOHIEMIM, sIKi MOTJIM O CTaTH OCHOBOIO ISt
3aXOILTIOI0YOTO IFPOBOTO CIOXKETY.

Jlani OyB CTBOpEeHMH YABHHM CBIT, y SIKOMY BigOyBaroThCs mofii rpu. CBIT
NpOEKTY, Ha3BaHui ‘“Manenbki mnpurogu B bamaOypci”, BKIIIOYa€E MOCEJICHHS
banabypc Ta Horo oxomuIll — JicH, TIeUepH Ta 1HII Jokalii. Bin xapaktepusyeTbcs
YKUBOIO Ta PI3HOMaHITHOIO aTMoOc(heporo, HAIOBHEHUN YHIKAIBHUMH MEPCOHAXKAMU
Ta 3aBIaHHSAMU. bByno po3poOieHo KapTy CBITYy, BHU3HAUYEHO OCHOBHI (pakiii,
KITIOYOBI JIOKAIIi1, @ TAKOXK OKPECIIEHO 1CTOPIIO Ta KYJIBTYPHI OCOOIMUBOCTI.

[Ipu 3amycky rpyu Ha OYATKOBOMY €KpaH1 BiJloOpaxkaeThcsi 2D—imocTpartis
JiCy, BUKOHAaHAa B IIKCEJIbHOMY CTWJI, IIO BIANOBIJAa€ 3arajbHiil rpadiuHiil
koHuenii rpu. Ha3sa npoekty “Manenbki npuroau B banabypci” po3ramioBaHa y
BEPXHIll YaCTHHI €KpaHa, a B JIBOMY HUKHBOMY KyTi — TPHU KHOIIKH JIJIsl B3a€MOII1
3 rpoto (puc. 4.1). Takuil CTUIB OYATKOBOIO €KpaHY CTBOPIOE €JIMHY Bi3yaJbHY
aTMoc(epy Ta MIIKPECIIOE BIAMOBIAHICTG 1HTEpdENcy 3araibHOMYy OGOPMIICHHIO

TpU.
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Maxersri npuroan o
Barabypei

Hosa rpa

Mpo rpy

Brxia

Pucynok 4.1 — I'onoBHu# ekpas rpu

Ha mowatrky irpoBoro mpolecy KOpPHCTyBady JEMOHCTPYETHCS CIOKETHA
NepeMOBa, SKa CIYrye BCTYINOM JI0 OCHOBHOi ICTOpii Ta BH3HAYa€ MOTHUBAIIIIO
NOJANBIINX K nepcoHaxka. L{g ciieHa mojgaeThCcsi HE JIMINE Yy BUTIISAL Bi3yaJbHOTO
pany, a W O03By4yeTbCS 3aKaJpOBUM OIOBIJAYeM, 10 MIACUIIOE €MOIliliHe
3aHYpEHHS TPaBIIs Ta CTBOPIOE YITKE PO3YMIHHS KOHTEKCTY moiit (puc. 4.2).

VY cueni BCTyIy poO3KpUBAEThCs iH(OpMAIlS MPO 1HOTUIAHETHHUX 1CTOT, SIKI
MEePIOIMIHO BUKPAIAIOTH JIOJEH 3 METOIO 1X ToAaibInoi TpancdopMmairii. I'onoBHMI
MEPCOHAXK CTA€ OJHIEID 3 KEPTB TAKOTO BUKPAJCHHS Ta MPUXOJIUTH JO TAMH Yy
HE3HAHOMOMY OpTraHiYHOMY CEpelOBHUINl Ha OOpTy I1HOMJIAHETHOTO KopalJs.
OnoBiJb CynpOBOHKYE OMUC HOro (I3MYHKUX BIAYYTTIB Ta EMOIIIHHOTO CTaHy: repoit
BI[YyBa€ CWJIbHHN OUIb Ta JI€30pPIEHTAIII0 MICIS KOHTAKTy 3 MapasuTUYHUM
OpraHi3MOM, SIKM BHUKOPUCTOBYIOTH NpuOynbLi. J{01aTKOBOro HarpyKeHHs
JI0JIal0Th 3BYKH OOpOTHOM Ta TOIITOBX, IO BKa3ylOTh HA MOXIIMBY aBapiiHy
CHUTYyaIlito Ha Kopaoi.

Ils BcTymHa crueHa Qopmye 3araiabHy atMmocdepy TMpOEKTY, 3aHYPIOE
KOPHUCTYBaua y XyJIOXkKHI! CBIT Ta CIIYI'y€ OCHOBOIO JUIsl PO3YMIHHS KJIFOUOBUX MO/

1 MOTHUBIB NTOAAIBIIIOL TPH.
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vTh 3 ix ofiamuma. Pasy 2 pofn monm npraiTaiTheRA SeMA0

|1_11r.';|.=|_1.’|mT!| ANJIEH; JAR TOTO TEH'I FI ne |'IE'I'T-_'-!'I|1.'I'IT'IT II‘F .‘ TARWNE We 'I'll'l'-'u"l'l"lra
i safmpaoTs xo cefie. f amran Sararo xamROR mpo ge. | ocn mworo xun

wemi e MAMACTRAG MOTHATITR 10 X wepaenans aan. A oravmnes 1

Pucynox 4.2 — Cuena Bcryny (mepeamoBa)

[Ticns cueHn BCTymy TpaBII0 MPOMOHYETHCS BBECTH 1M’ IEPCOHAXka, 3a
SKOro BIH OyJe MNpOXOAUTU Tpy, abO CKOPUCTATHCS BaplaHTOM, 3aJaHUM 3a

3aMoBUyBaHHSM (puc. 4.3). Im’st Moke OyTH SK BJaCHUM, TaK i JOBUIBHO OOpaHUM.

EEPYHOTH MOTREOPH 3 BEARKERME ToOAOBAMH F‘l ADBTHMIMATARAME, 10

pocTyTh 3 Ix ofiamams, oTH WA SeAriio ]
Bame iw'm
BREPAIANTD ARgeH; 1 | ¥ TARAS JKe MOTBAp
Pom

we. | ocs voro ama

i safmparwTs a0 cefe.

Jfeperma

Wer We mOmACTRAD M n. H OTAMARCA ¥

Pucynok 4.3 — BikHO BBe/IeHHSI IMEH1 ITPOBOTO IEPCOHANkKA

OnHMM 13 KIJIFOYOBHUX €JIEMEHTIB OYJb—SKOIO IIPOBOrO MPOEKTY € CUCTEMA
MEPCOHaXIB. Y pamMKax po3poOKu Oysl0 CTBOPEHO HHU3KY YHIKAIbHHX 00pas3iB, 3
SKUMH TpaBellb B3a€MOJII€ BIPOJOBXK MPOXO/KeHHS. KOoXKEeH 13 HUX Mae€ BIIacHY
1CTOPII0, MOTHUBAIlII0O Ta XapaKTEpPHI PHUCH, IO PO3KPUBAIOTHCS Yy TMPOIEC] TpH.

Oxkpemi niepcoHaxki MOXKYTh NPUEAHYBATUCA [0 KOMaHAM, HAJAlOud T'paBlEBI
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MOXJIMBICTh KE€pPyBaTH iXHIMU [ISIMH. 3arajoM y Ipil peajli3oBaHO TPbOX TaKUX
COIO3HHKIB.

[lepmum MOTEHIIHHUM HamapHUKOM € ['appi — TpeacTaBHUK BIKIHICHKOTO
kjaHy. Tak camMo $IK 1 FOJIOBHOTO Teposi, HOro OyJlo BUKpPAJEHO 1HOIUIAHETHUMH
icTOTamMu, SIKl IMIUIAHTYBaJdd B MO30K IMapa3sUTHYHMUI opraHizMm. ['appi Brasjocs
BIDKUTU TICJS aBapii KopaOisi, 1 BiH BHUPI3HAETHCA BIJIBArolo, PilIydicTIO Ta
MalCTEPHUM BOJIOAIHHSAM COKHUPOIO.

Hpyruii mepcoHax, ApTypo, — MeEIIKaHelb IMoceneHHs bamabypc, o
BUKOHY€ OOOB’SI3KM OXOPOHIII Ha OJHOMY 3 BXOJIB 10 cenuimia. J[i3HaBIMIKCH MPo
HaMip TOJIOBHOTO TE€pOs BPATYBATH MICIEBY IIJTUTEIBKY Ta 3aXHCTUTH HACCIICHHS
BiJl HeOesneku, ApPTypo [T0OPOBUIBRHO TMPOMOHYE CBOK Jomomory. Xoya B
JeMoBepcii Tpu HOro xapakTep pPO3KPUTO JIMIIE YacTKOBO, BIH TIOCTa€ fK
T00pO3UWINBHH, BIAMOBIAAIILHUN Ta TypOOTIUBHUI 3aXUCHUK CBOT'O HApOy.

Tpetim corozHukoM € ['ycapioH — HEBEIMKHI T'ycak 3 SICKpaBO BUPAKECHUM
CBOEPIIHUM XapakTepoM. BiH JE€MOHCTpy€e PHCH XHUTPOCTI, CAMOBIEBHEHOCTI Ta
CXHMJIBHOCTI /IO 3yXBajJoi MOBENiHKM. VOro MOpaibHi NPUHIHMIN MOXYTh OyTH
HEOJHO3HAYHUMH, 110 POOUTH TMEPCOHAXKA TMOTEHILINHUM aHTUTEpOEM abo
COIO3HHMKOM 31 3MIHHOIO BIPHICTIO.

VYci nepeniueHi MepCoOHaX1 BIAITPAIOTh BAXKIIUMBY POJIb Y PO3BUTKY CIOKETHOI
JIHIT Ta B3a€MO/II1 3 TOJIOBHUM repoeM. BoHU MaloTh CX0XKY 00 — KOXKEH 13 HUX
CTaB KEPTBOIO BUKPAJICHHS Ta HOCIEM Mapa3sUTUYHOTO OPraHizMy — 1110 00’ €IHYE iX
y CHUIbHIN MET1 Ta MOTUBYE JIOTIOMAraT y IpOX0JKEHH1 TPH.

3aranpHa KUIBKICTh COIO3HHMKIB y TIpl CTaHOBUTh TpU MEpCOHaxl. Taka
KUIbKICTh Oyia oOpaHa HEBUITAJKOBO: (hOopMaT KOMAaHJIU 3 TPhOX KOMIAHBHOHIB €
TUIIOBUM JUIsi 0araThbOX IMOp, OpPIEHTOBAHUX Ha TPYIOBY B3a€EMOIII0, OCKUIBKH
3a0e3nedyye ONTUMAJIbHUN OanaHC MIK PI3HOMAHITHICTIO ITPOBUX poOJIed Ta
3pYUYHICTIO KEpyBaHHs. 3aHAATO BeEJIMKA KUIbKICTh COKO3HUKIB YCKJIagHuia O
HaBIralil0, TaKTUYHE IJJAHYBaHHS Ta KOHTPOJb 3a AISIMU TEPCOHAXIB, TOAl 5K

MEHIIIa — 3MEHIIWIa O BaplaTUBHICTh OOMOBUX Ta CIOKETHHMX cHUTyamil. Tpu
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AKTUBHUX KOMIIAHBMOHU JAaI0Th MOXJIMBICTh peayi3yBaTh KOMaHJHY JUHaMIKy Oe3
NIEPEBAHTAXXEHHS TPaBI HAAMIPHUMHU MEXaHIKaMH.

Ha ocHoBi 310paHux imeii Ta KoHuemuiid OyB chopMOBaHHI OCHOBHHIA
HaApaTuB, IKUI BKIIIOYAE [ICHTPAIBbHY CIOKETHY JIiHIIO, TOIaTKOBI 3aBaaHHs (puc. 4.4)
Ta HU3KY BUOOpIB (puc. 4.5), M0 BIUIMBAIOTh HA MOJAJIBIINNA PO3BUTOK MOJIN.
OCHOBHOIO METOI0 OYyJI0O CTBOPEHHS 3aXOIIUBOTO CHOKETY, 3/JaTHOTO yTPUMYBAaTH

yBary rpasniis Ta 3a0e3nedyBaTH IUTICHE CIPUXHATTS iIrPOBOTO CBITY.

HoBe 3aBAaHHA

3HaiTh uinvTens - 5 e e

o P
| MpuiiHaTH ]

O6epiTb Bignosiab

Hy rapas, Toai xoaiMo.

[Tappi]

b =
3picno. Tn = me aymaem mo rmopaemen cam?

Pucynok 4.5 — ®parmMeHT MeXaHiKu BUOOPY 3 BILTUBOM Ha CIOKET
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OTpuMaBIIM OCHOBHE 3aBAaHHS Ta CHOPMYBAaBIIM KOMAaHIYy COIO3HHKIB,
rpaBellb CTUKAETHCS 3 KIIOUOBUM CIO’KETHUM PILLIEHHSM: 30CEPEAUTUCS BUKIIIOUHO
Ha BJIACHOMY TOPATYHKY YH B3SITH Ha ceO€ BIAMOBIJATBHICTH 33 JIOMOMOTY 1HIITHM
NepPCOHaXKaM, fKI TaKOX TMOCTpaKJanu Bia Jid Bopora. Takuii BuOip 3amae
MOpPAJIbHUNA Ta TAKTUYHUN BEKTOP MOJAIBIIOTO TMPOXOHKEHHS, aJKe KOXKHE
NPUIHATE PIICHHS BIUIMBAE HA CTOCYHKH 3 KOMIAHbHOHAMU, JOCTYIHICTh MOMAIN 1
HaBiTh mepedir crokeTHoi JiHii. Hamami Ha TpaBIsd dYeKarOTh YHCICHHI
BUTIPOOYBaHHS, IO TOEAHYIOTh €JIEMEHTH HEOE3MEeKH, TOCHTIIKSHHS Ta B3aeEMOIT 3
OTOYEHHSIM, TOMY NPUIHATE HA MOYATKy pilIeHHS (OpMye 1HAUBITYAIbHUN CTHIIb

I'pY Ta BU3HAYA€E MOKIIUBI HACIIJIKH JIJIs1 PO3BUTKY 1CTOPII.

4.2 Po3po0Oka nu3aiiHy irpoBHX JIOKALIi

VY upomy miapo3auIl ONMHMCYETHCA MPOIEC CTBOPEHHS [U3ailHy IrpOBOTrO
CEpEeIOBUILA, L0 € OJHIEI0 3 KIIOUOBUX CKJIAJ0BUX SKICHOI'O I'POBOIO MPOEKTY.
Po3pobka mokariit (puc. 4.6) oxoraoe (OpMyBaHHS MPOCTOPY, y SKOMY
BiIOYBa€THCS B3a€EMOJIiSl TPABIIS 3 BIPTyaJdIbHUM CBITOM, a TAKOK BU3HAYECHHS MOTO
€JIEMEHTIB — 00 €KTiB, pebedy, apXiTEKTypHHUX (OPM Ta TEPUTOPIATLHUX 30H.

OcCHOBHI eTanu poOOTH HaJl JIOKALIEI0 BKIIOYAIIH:

—  (¢opMmyBaHHS 3arajbHOI KOHIICMINI cepeaoBuINa. BiamoBigHO 10
YKaHPOBUX OCOOJIMBOCTEH MOAIOHUX irop, 0a30Bor TeMOI Oysio oOpaHo “mic”,
OCKUTBKM B TAaKOMY CEpEJOBHUII MPHUPOAHI OO €KTH Ta MEHIKaHI[I MOXYTh
BUCTYTATH NOTEHUIHHOIO 3arpO3010 JJIsl IEPCOHAXKA;

—  TPOEKTYBaHHsS CTPYKTypH Jjokamid. Jlyis BidyanbHOT Ta 3MICTOBOI
PI3HOMAHITHOCTI OyJIM BU3HAUYEHI JIBl KIIFOUOBI CTHJIICTUYHI 30HH — <JIICOBAa» Ta
«IOCEJIEHH», AK1 33J1al0Th aTMOC(epy IrpoOBOTO CBITY;

—  cTBOpeHHs 2D—cmpaiiTiB Ta rpadiuyHUX €JIEeMEHTIB. Ycl 00’€KTu

JoKamii OyiaM mpoMajbOBaHI y cremiamizoBaHoMy pemakTopi PixelArt, mro
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JO3BOJIMJIO  3a0€3MEUUTH €JIMHY CTHIICTHUKY Ta Y3TOJUKEHICTh TpaiyHuX
MaTepiais;

—  po3MilIeHHsT Ta IHTerpaiiss 00’ekTiB y cepenoBuile. DiHaabHE
KOMIIOHYBaHHSI JIOKAI[iil BUKOHYBAJIOCS B KpocmaTdopmoBomy pyurii Unity, sikuii
3a0€e3MeYnB MOKJIMBICTh TOYHOTO PO3TAIIyBaHHS €JIEMEHTIB 1 HaJallTyBaHHS iX

B3a€MO/Iii B Me)KaX IrpOBOTO MIPOCTOPY.

s

Pucynox 4.6 — I[IpoexTyBaHHS IrpOBOTO MPOCTOPY

4.3 Po3po0Oka irpoBuX NmepcoHaKiB Ta iX cpaiTiB

VY 1poMy miApO3/AiIi ONMUCY€ETHCS MPOIIEC CTBOPEHHS ITPOBUX CHPANTIB, 110
€ HEBII’€MHOI0 YaCTUHOIO OyIb—SIKOr0 KOMII'IOTEpHOro Mpoekty. Crpaiitu
BIJITBOPIOIOTH TIEPCOHAXKIB 1 00 €KTH ITPOBOTO CepeIoBUIIIA, (POPMYIOUN OCHOBHUMN
Bi3yaJIbHUM JTOCBIJ KOPUCTYyBaya.

BoHu moBHWHHI BiJANOBIJIATH 3arajbHii CTHIICTUII Ta aTMocdepi Tpw,

3a0e3meuyroun  y3ro/pKeHIicTh Tpadiuroro odopmieHHs. s Is0TO  KOXKEH
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IIEPCOHAX HE JIMIIIC MAa€ MaTH YHIKAJIBHUHM BUTIISA, ajie i BOJIOJII€ 1HIMBiAyaIbHUM

030pO€HHAM 200 IHCTPYMEHTOM, IIO MiAKPECIIOE Oro XapakTep 1 poiib y Tpi.
CTBOpEHHS CIIPaiTiB BUKOHYBAJIOCS 3a JJOIIOMOTOK0 I'padiqHOro pegakropa

PixelArt, 1m0 103BOJHIIO JOCATTH Oa)kKaHOTO MIKCEJIHLHOIO CTHJIIO Ta 3a0€3MEYUTH

€HICTh Bi3yaJabHOI KoMmno3ullii (puc. 4.7).

Pucynok 4.7 — Po6ota B nporpami PixelArt

[lepmum crpaiiToM, 3 SIKHM 3HAHOMUTBCA TpaBellb, € 00pa3 TOJOBHOTO
MEepPCOHaXKa, 3a SKOro BiH Kepye B rpi. s mepemadi puc BigBaru, pilrydocTi Ta
TOTOBHOCTI JIONIOMAaratv IHIIUM Tepoil OyJo 300pak€HO y BUIVISIAL JIMLAps.
BizyansHe odopMIICHHS BKIIOYAE TPATUIliiiHI aTpuOyTH MBOTO ApPXETUIy —
BETUKUM Me4d Ta OpOHIO, IO MiJAKPECIOTs OO0HOBI 3I0HOCTI Ta CTaTycC

nepcoHaxa y rpi (puc. 4.8).
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Pucynok 4.8 — CripaliT roJIOBHOTO IEPCOHAXKA

Y 1pi mependadyeHO TaKOXK IMEPCOHAKIB—COIO3HUKIB, SIKI JTOTOMArarTh
TPaBITI0 TMPOTATOM MPOXO/KeHHS. KokKeH 13 HMX Mae€ BIAaCHUN XapakTep Ta
1HIMB1AyaJIbHUI 30BHIIIHIN BUTJIS, IO BigoOpa)xae iXHI0 poib y I'pi.

KosxeH coro3HUK Ma€ BJIACHY MEPEICTOPI0 Ta MOTUBAIIIIO, 3 KOO T'PaBEIlb
MOXXE€ O3HAHOMMTHCS JMIIE MICHsl TPHUEIHAHHS TIEPCOHA)Xa 1O CBOEI IrpoBOi
KoMaHau. Takuii WiAXiA  JI03BOJISIE  TOCTYNOBO  PO3KPUBATH  XapaKTepu
KOMIAaHbAOHIB 1 CTBOPIOE JOAATKOBY MOTHBALIIO [IJIi B3a€EMOJli 3 HUMHU,
dbopmyrour BiIUYTTS KOMaHAHOI TUHAMIKY Ta TJIMOMHU CIOXKETY.

3o0kpeMa, ApTypo € KOPiHHHM >KHTeIeM HoceneHHs banabype. Moro nusaiin
MIJKPECIIIOE XapaKTEPHI PUCH — HEBEJMKUHN 3pICT Ta 30pOor0 y BUIIISAL JIyKa, IO
BIJINOBIJIa€ MOTO POJIi OXOPOHIIS Ta 3a0e3leuye BIi3HABAHICTh MEPCOHAXKA CEPEell

1Hmux (puc. 4.9).
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Pucynox 4.9 — Crpaiit irpoBoro nepcoHaxa
['ycapioH € nepcoHakeM 13 MpOTUPIYUAMH Y XapakTepi. Moro mumnuii Ta
NpuBaOJIMBUI 30BHIIIHIN BUTJIS]] CB1JIOMO KOHTPACTY€E 3 MOro HenepeadauyBaHOO

Ta 3yXBaJIOIO MOBEIHKOIO, 1110 MIIKPECITIOE HEOAHO3HAYHICTh HOTO MOPaIbHUX

SIKOCTEH Ta CTBOPIOE IIIKaBY IMHAMIKY ITiJl 4ac B3aeMO/I1i 3 rpaBiieM (puc. 4.10).

Pucynox 4.10 — Crpaiit irpoBoro rnepcoHaxa

JIst BTIJICHHS aHTaroHICTHYHUX TEPCOHAXIB y Tpi Oyio oOpaHO 00pas3m
xabu Ta robOmina. Ili mepcoHaxi oTpumanu o0 ’€IHAaHYy Ha3BYy <OKAOMIHW» 1
BUKOHYIOTh POJIb BOPOTiB, 3 SIKUMH I'PaBellb B3a€MOJII€ ITiJ] Yac MPOXOKEHHS (pHC.

4.11).
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Pucynok 4.11 — CpaiiT aHTaroHi4HOIO MEPCOHAKA

4.4 Ilporpamua peaJizauniss KOMII’IOTEPHOT0 10AATKY

Y  mpoMy MIAPO3AUNL  pO3DIISAAE€TbCS  (YHKIIOHYBAHHS ~ OCHOBHHUX
MEHEIKEPIB, peanizoBaHux y npoekTti Unity, a TaKOX 1XHI KJIOYOBI METOIH, MOIIi
Ta B3a€EMOJIA 31 CKpuUNTamMu Tpu. MeHemkepu 3a0e3MeuyioTh ILEHTpaTi30BaHe
KepyBaHHS aHIMAIlisSIMH, ayJio, JaHWUMH, JiaJloraM{d, BBIAHUMU TIOHISIMH Ta
JIOTIKOYO BUKOHAHHS 3aBJaHb.

AnimatorManager — MeHeIDKEp aHIMaIliii, 10 BIJIMOBIJA€ 3a KEPYBAHHS
aHiMatopamMu 00’€KTiB Ta mepcoHaxiB. OCHOBHI (YHKIIOHAJIbHI MOIJIUBOCTI
BKJTFOYAIOTh:

—  JIOCTYI J0 aHIMaTOPiB 3a IMEHEM, 1110 BUZHAYAETHLCS y MEPETiKy enum;

—  CTBOPEHHS CTPYKTypu OO’€KTIB Jisi KaTcClleH, Mo 3a0e3mnedye
IpaBUJIbHY OPraHi3alio eJIEMEHTIB aHIMallii;

—  CTBOPEHHS HOBUX aHIMaIlil, sSiKe nepedadyae TUMYACOBE BIIKIFOUYEHHS
aHiMaTopa, J0JIaBaHHs 00’ €KTa J0 CIUCKY Ta MPU3HAYCHHS HOMY IMEHI.

J1o KII040BHX METO/IIB HAJICKATD:

—  Play(enumAnimatorName) — 3amyck aHimariii 3a BKa3aHUM IMEHEM;

—  Pause(enumAnimatorName) — npu3ynuHEHHs aHIMaIlli;
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—  Stop(enumAnimatorName) — 3yniHKa aHIMaIIii.

MeHemxep Takoxk 3a0e3nedye poOoTy MO IIi:

—  OnAnimationStarted — BUKJTMKA€ThCS Ha ITOYATKy aHIMAIlii;

—  OnAnimationFinished — cpanboBye micis 3aBepIIeHHs aHIMaITi.

JIisi  KOpPEKTHOTO BIATBOPEHHS aHIMalllii BUKOPUCTOBYETHCS CKPHUIIT
AnimationBehaviour, skuii migkiarodaeThcs g0 00’€kTa aHIMaIli Ta peaizye
METOJIH, 1[0 PEaryroTh Ha MOYaToK, 3aBEPIICHHS a00 aKTUBHE BUKOHAHHS aHIMAIIii.

AudioManager — MeEHeIKep aydio, IO BIANOBIAAa€E 3a CTBOPEHHS,

BIITBOPEHHS, MPU3YTIMHEHHS, 3yITMHKY Ta BUAAICHHS 3ByKOBUX €(EKTIB 1 My3UKH.

[Ipouiec monaBaHHS ay/1i0 BKIIIOYAE:

—  ctBopenHs npedady AudioSource;

—  JI0OJIaBaHHA LbOTO JKEPETa 10 CIIOBHUKA ay/Iio KEeped,;

—  mpuzHadyeHHs aynio kiimy (AudioClip).

OcuHoBHi Meroan AudioManager 3a0e3neuyroTh KOMILJIEKCHE KEpyBaHHS
3BYKOBUMHU €JIEMEHTAMH TPH:

— Create (Audiolndex, isLoop, Vector3Pos) — cTBOpro€ 1HCTaHIIIO
3BYKOBOTO a00 My3uuHOTO npedady 3a 3aaHUM 1HJIEKCOM 31 CITUCKY, PO3MIIILYE ii
y BU3HAYCHI# TOYII Ha CIIeHi Ta Aojae 1o cnoBHUKa Dictionary<IDSound, Sound>.
[le nmo3Bosisie Hajgami KepyBaTH MPOTPABaHHSM, I[1ay3010, 3YIHUHKOI abo
BUJIAJICHHSIM ayio 3a ¥oro ID;

— CreateAndPlay (Audiolndex, isLoop, Vector3Pos) — anamorigno
CTBOpIOE€ 1HCTaHIIIO mpedady Ta jomae ii 10 CIOBHHKA, aje OJipa3y MOYMHAE
BIITBOPCHHS;

— PlayOneShot (Audiolndex, Vector3Pos) — cTBOpIO€ 1HCTaHIIIO 3BYKY
ab0 My3MKH 3a 1HJEKCOM, BIATBOPIOE ii y 3a3HAuYCHIM TOYI[l Ta aBTOMATUYHO
BU/JIAJISIE TTICIIA 3aBEPIICHHS BIITBOPEHHS,

— Play (IDAudio, IDAudioSource, isLoop) — mpusnagae AudioClip 3i
CJIOBHMKA TEBHOMY ayJio JpKepeny, Bu3HaueHoMmy 3a ID, 1 3amyckae #oro

BIITBOPCHHS;
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— Play (IDAudio, AudioSource, isLoop) — aHaJOriyHo mpU3HAYAE
AudioClip KOHKpETHOMY ayaio JHKEpely Ha CIICHI Ta 3aIyCKae MpOorpaBaHHS;

— Pause (IDAudio) — THMuacoBo 3ynuHsE€ BIATBOPEHHS 3BYKY Yepe3 aydio
JKEpENo, 3HanieHe 3a oro ID y cl1oBHUKY;

— Pause (AudioSource) — craButh Ha nay3y AudioClip yepe3 KOHKpeTHE
ayJiio JKEPEso Ha CIIeHI;

— Resume (IDAudio) — BimHOBIIOE BIATBOPEHHS 3BYKY Yepe3 aymio
JKEpeIo, BU3HaueHe 3a ID y ClOBHUKY;

— Resume (AudioSource) — BimHoBmroe BiaTBopeHHS AudioClip dwepes
KOHKPETHE ay/ai0 JIKEePEsIo Ha CIIEHI;

— Stop (IDAudio) — 3ynunsie BinTBOpeHHS ayio 3a ioro ID y ci1oBHUKY;

— Stop (AudioSource) — 3ynuHsS€ BIATBOPEHHS Yepe3 3a3HAuCHE ayjio
JIKEPEJIO Ha CIICHI;

— Delete (IDAudio) — Buganse iHCTaHIIIIO ayAio JKepesa 3 CIOBHHUKA Ta 31
cuenu 3a moro ID;

— Delete (AudioSource) — Bugansie 00'ekT 13 koMmroHeHToM AudioSource
0e3rocepeIHbO 31 CIICHHU.

Takuit miaxig 3a0e3neuye IEHTpaTi30BaHE Ta THYYKE KEpyBaHHS ayaio B
MIPOEKTI, T03BOJISIIOYH €(DEeKTUBHO OpTraHi3yBaTH K (OH, Tak 1 3ByKOBI €(eKTH TpH.

DataManager — 11e¢ MEHeKep Il poOOTH 3 JaHWMH, SKHA 3a0e3rnedye
dbyHKIIOHAT 30€peKeHHs, 3aBaHTAKEHHS Ta BHUJAAJEHHS 1H(OpMAIi y MPOEKTI.
OCHOBHI METO/IM BKJIIOYAIOTh:

— LoadData<T>(DataType dataType) — ™erox mis 3aBaHTaXEHHS
30epeKeHUX JaHUX MEBHOTO THMY T 3 peecTpy 3a BKa3aHUM 1IeHTU(IKATOPOM
dataType;

— ResetData(DataType dataType) — meTon, SKui 103BOJISIE BUAAIUTU
30epexeHi mani KoHKpeTHoro tuiy dataType;

— ResetAllData() — meron i MOBHOTO OYMIIECHHS BCIX 30€pEKEHUX

JAHUX Y CUCTEMI.
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Taxuit miaxia 03BOJISE NEHTPATI30BaHO KEPYBAaTH JaHUMH, 3a0€3MeUy0un
Oe3neune 30epeKeHHs Ta BIAHOBICHHS 1HGOpMAIlii, a TAKOXK JIETKE BUIAJICHHS MPU
HEOOX1/IHOCTI.

Tunu gaHWX y TPOEKTI BU3HAYAIOTHCS 3a JOMOMOIOI0 TMepepaxyBaHHs
DataType. Hampuxman, st 30epekeHHS HajalllTyBaHb I'PU 3aCTOCOBYETHCA
CKpHUNT Settings, sSIKU NpaLloe Yepes el MEXaHI3M.

DialogueManager — 1ie MeHeIKep, BIAMOBIJAILHUNM 3a OpraHizalliio Ta
BIJITBOPEHHS J1aJIOTIB MK MepcoHakamu Tpu. JlaHi mpo aianoru 30epiraroTbes y
kiaci DialogueData, sikuii MICTUTB:

—  PEIUIiKU NEPCOHAXKIB,;
— 1H(opMallio Mpo BCIX YYACHUKIB J1aJIOTy, BKJIIOYAIOYHM 1XHI IMEHa Ta
CIIPalTH.

CharacterNames — mepepaxyBaHHs, SIK€ MICTUTh IMEHa BCIX MEPCOHAXKIB,
1110 OepyTh y4acTh y Jlajorax.

DialogueController — koHTposiep, sSKdAW BIANOBiIAae 3a KepyBaHHA
MOCJIITOBHICTIO Ta JIOTIKOIO 1aJIOTiB Y T'pi.

FTextContainer — eaemMeHT, y AKOMY BiIOOPa)KaeTbCAd TEKCT AIAJIOTY M1J
4ac Moro BIATBOPEHHS.

FTextDelay — mapamerp, 110 BU3Ha4ya€e 3aTPUMKY JIPYKYBaHHS OKPEMHX
JITEP TEKCTY, CTBOPIOIOYH €()EKT MOCTYNOBOTO MOSBICHHS PEILTIK.

FDialogueTapPlace — o6nacth expaHy, Ha sIKy TpaBellb MOKE€ HATHCHYTH,
1100 IpoIycTUTH abo MPUCKOPUTH BIATBOPEHHS TEKCTY Ta MEPEUTH 10 HACTYMHOI
PEIUTIKH.

FLeftDialogueConversator Ta FRightDialogueConversator — eixemeHTH, 1110
BiOOpaKkaloTh CIpalTH TEPCOHAXIB JIBOPYY 1 MpaBOpyd BIAMOBIAHO TiA Yac
JI1aJIoTy.

FDialogueBubble — o6macth, 1mo KOHTPOJIOE BiAOOpPaKEHHS TEKCTY Ta
nepeBipsi€e, YU MOMIIIAETHCA BIH y BUAUICHHA MpocTip. SAKimo po3Mip mpudry
3MEHIIY€EThCSA, JAPYKYBaHHS THUMYAacOBO 3YNHUHAETHCA 1 MPOJOBKYETHCSA MICIA

Hatuckanas Ha FDialogueTapPlace.
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[Toxii, sixi 06pobstoThest DialogueManager:
—  OnWriteTextStarted — BUKITUKA€THCS MPU TOYATKY IPYKY TEKCTY;
— OnWriteTextFinished — BukiukaeTbcs Tichs 3aBEpIICHHS JIPYKY
TEKCTY;
— OnDialogueStarted — cipanboBye Ipu 3aycKy J11aJI0Ty;
— OnDialogueFinished — cipaniboBye nipu 3aBepIIeHH] J11aJI0Ty .

GameManager — TOJNOBHHI O0'€KT YIpPaBIIHHS, LIO0 CIYXUTh TOYKOIO
BX0Jly y nporpamy. 3aBjsku napamerpy DontDestroyOnload Bin He BUIanIs€ThCS
i Yyac 3aBaHTa)XCHHS HOBUX CIIEH, 3a0e3meuyoun Oe3rnepepBHE BUKOHAHHS BCIX
rII00aTbHUX MEXaHI3MiB TPH.

[e#t 00'ekT BiAMOBITANBHUI 3a 30€pekKEHHSI CIUCKY BCIX €JIEMEHTIB, 5Kl
NOBUHHI BHUKOHYBaTUCA Y KOXHOMY Kaapi Tpu. J[nsg Toro, mo0O CKpunt
BUKOHYBABCSl IIOKAJpPOBO, BiH MOBMHEH peanizoByBaTu iHTepdericu [Updatable
a6o ILateUpdatable. ¥ meroai Awake BiITOBIIHOTO CKPHUIITA CJIIJI IOAATH HOTO J10
GameManager 3a JIOTTIOMOT 010 METO/IIB
GameManager.AddUpdatableltem(IUpdatable item) abo
GameManager.AddLateUpdatableltem(ILateUpdatable item).

OcHoBHI1 noaii Ta Merogu GameManager BKITIOYaOTh:

— OnGamePaused — nojist, 0 BUKJIMKAETHCS MPU MOCTAHOBII I'PU HA
naysy;

— OnGameResumed — nozis, 110 crparboBye€ MPHU 3HATTI TPU 3 HAYy3H;

— StartGame() — cTaTUYHUN METOJI, IKUM 1HIIIIO€ 3aITYCK TPU;

— StopGame() — cTaTU4HHI METOJ, 110 BIANOBIAAE 3a 3yIIUHKY T'PH;

— QuitGame() — cTaTUYHUN METOM, SKUH BUKOPUCTOBYETHCS IS
BHUXOJY 3 TPH.

InputManager — cmpoieHa Bepcis MeHemxkepa BBefaeHHs Unity, 110
BIJIITOBIIa€ 32 0OPOOKY JTiii KOPUCTyBaya.

ActionMappings — CTpykTypa, fKa BHU3HA4a€ KHONKH Ta [ii, IO
BUKOHYIOThCS MPU iX HATUCKAHHI a00 BIJITyCKaHHI.

oKeyActionButton:
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—  keyEvent — nojist kHOTIKM (HATUCKaHHA a00 BIAMYCKaHH);

—  keyButton — kHoImKa, Ha SIKYy TOLIUPIOETHCS TOI;

—  action — 71isi, ika BAKOHY€ETbHCS MICIs1 B3a€EMO/I1T 3 KHOIIKOIO.

oActionButton:

— actionButtonsName — nepepaxyBanHs (enum), 1110 BU3HAYA€ HA3BY
rpynu KHONOK—/1ii (Hanpukian, "Interact");

— keyActionButtonGroup — cmmcok knHomok (KeyActionButton), Ha
K1 TATUCYIOTHCS MO,

AxisMappings — nepeiik KHONOK, sIKI BAKOHYIOTh IPUB’SI3aHY /10 HUX JIiI0
IIPY HATHCKAHHI Ta YTPUMAaHHI.

3miHHl y  AxisMappings NOpaimolTh — aHAJIOTIYHO  KHOMKaM Y
ActionMappings, npoTe BKJIIOYAIOTh JOJATKOBUM mapameTp Scale. 3HaueHHs 1i€i
3MIHHOI TepeNaeThcss MeToay, mianucaHomy Ha Action<float>, 1 mo3BoJIsL€
peryJiroBaTH IHTEHCHUBHICTh a00 HAMPSIMOK Jii.

Hanpuknan, ans cnucky kHomok MoveForward moxxnaa nogatu knasimmi W
Ta S I pyxy Brepen 1 Ha3ana. 3HadeHHs Scale mist W BCTaHOBIIGHO PiBHHM 1, a
mit S — —1. Meron, mianmucaHWii Ha IF0 IAX KHOIOK, MAa€ BHIJIAL
MoveForward(float scaleAmount), ae mapamerp scaleAmount npuiimMae 3HaYEHHS
1 mpu yrpumyBanHi W Ta —1 mpu yTpumyBaHHI S, 3a0e3Meuyloyd KOPEKTHE
KEepyBaHHS PYXOM TIEPCOHAXKA.

MeToau, KJ1acH 1 MOJis:

— BindAction(ActionButtonName name, Action action) — MeTOJ, SKUM
HiAMICYE KOHKPETHY JI10 action Ha KHOMKY a0o0 Habilp KHOIMOK 3 Ha3BOIO hame;

— UnbindAction(ActionButtonName name, Action action) — METOI, SIKUIA
BIJINUCYE JIi10 action BiJl KHOMKHU a00 HAOOpy KHOMOK 3 HA3BOIO name.

TaskManager € neHTpanbHUM KJIACOM Ui YTIPABIIHHS 3aBAaHHAMH B TPI.

Bin 30epirae cnucok yciXx AakTUBHHUX 3aBJIaHb, TOYKM iX CIaBHY, a TaKOX
BIANOBIae 3a BimoOpaxkeHHs iHTepdeicHoro enemeHty TaskPopup, skwuii

JIO3BOJISIE€ TPABLIEB] MPUUHATH a00 BIIXUIIUTU 3aBJaHHS.
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TaskBase — 6a3oBuii kiac /st CTBOPEHHSI HOBUX 3aB/AaHb. st JonaBaHHs
HOBOT'O 3aBJaHHS HEOOX1HO yCIaKyBaTUCS BiJl I[HOTO KJIACy Ta peani3yBaTH MOTO
metoau. Kiac 3ab6e3nedye OCHOBHUI KapKac, Ha OCHOBI SIKOTO MOYXHa CTBOPIOBATU
3aBJaHHA PI13HOT CKJIATHOCTI Ta MOBEIIHKHU.

[Tomis OnDialogueFinished cnpaiboBye micis 3aBeplIeHHs J1alory Mix
MEepPCOHAKaMHU, IO JO03BOJISIE CHCTEMI 3aBAaHb Ta ITPOBIM JIOTIIl MPOJOBXKUTU
CBOIO po0OOTYy, HANMpUKIAJ, aKTUBYBATH HACTYITHE 3aBIaHHS a00 3MIHUTH CTaH
MIEPCOHAXKIB.

GameManager € TOJJOBHUM 00’€KTOM TpU Ta TOYKOIO BXOJY B IpOrpamy.
3aBnsxu mexanizmy DontDestroyOnLoad, BiH 30epiraeTbcsi mpoTsAroM yciei cecii
IpU.

GameManager TakoXX BIANOBIJAa€ 32 BUKOHAHHS CKPUNTIB KOXEH KaJp.
bynp—sakuii  ckpunt, sSkuili 1MOTpeOye pEryJspHOTO OHOBJICHHS, ITOBHUHEH
peanizoByBatu iHTep(deiicu [Updatable abo ILateUpdatable. ¥ meromi Awake
BIJIMOBITHOTO CKpuITa MOTpiOHO fojaTu oro 1o GameManager 3a JOTIOMOTOIO
METO/I1B AddUpdatableltem(IUpdatable item) abo
AddLateUpdatableltem(ILateUpdatable item).

OcHoBHI1 noaii Ta Merogu GameManager BKITIOYaOTh:

—  OnGamePaused — BUKIMKA€THCA MPU TTOCTAHOBII TPU HA MAy3Y;
—  OnGameResumed — BUKJIMKA€ETHCS TIPH BITHOBJICHHI TP 3 MAYy3H;
—  StartGame() — cTaTUYHUN METOJI JUIsI 3aITyCKY T'PH;

- StopGame() — CTaTUYHUN METOJ JAJI 3YIIUHKHU TPU;

- QuitGame() — cTaTUYHUN METOJ JJ1sI BUXOY 3 TPH.

[Is cTpykTypa 3a0e3reuye IEHTpasli30BaHE YIPABIIHHS SK 3aBAaHHSIMHU,
TaK 1 OHOBJICHHSIM yCIX aKTUBHHMX KOMIIOHEHTIB T'PH, 110 € KJIIOUYOBOI YaCTHUHOIO
oprasizaiiii irpoBoro mporecy.

InputManager € cnpoleHUM MEHEIKEepOoM BBOIY, aHaimoriunum Unreal
Engine, sikuil BiAmoBijae 3a 0OpOOKY HAaTHCKaHb 1 YTPUMAHHSA KHOIOK T'paBI.
[lepenik KHOMOK, 1110 BUKOHYIOTH MEBHY J1l0 MPU HATUCKAaHHI a00 BIJMyCKaHHI,

30epiraetbest 'y ActionMappings. KoxkeH e€leMeHT IbOro CIHUCKY MICTUTD
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napameTpy KHOTIKHU: MOJIiF0 HaTUCKaHHs yu BiamyckanHs (keyEvent), camy kHOTKY
(keyButton) Ta mito (action), sKy TMOTpiOHO BHKOHATH TPH B3aEMOIl 3 III€IO
KkHoMKow. JlomaTkoBo icHye oActionButton, 1mo rpymnye KHONKH 3a Ha3BOKO il
(actionButtonsName) Tta 30epirae cmoucok kHomok (keyActionButtonGroup),
MAMMCAHNX HAa BIAMOBIIHI MOII].

JIisi KHOMOK, SIKI BUKOHYIOTH [0 MPU YTPUMAaHHI, BHUKOPHUCTOBYETHCS
AxisMappings. 3MIHHI y IbOMY CIIMCKY MPaLOKOTh aHajgoriyHo ActionMappings,
ajyie MaloTh JIOJATKOBY 3MIHHY Scale, ska nepejae 3Hau€HHS MapaMeTpy METOY,
nignucanoro Ha Action<float>. Hampukiaza, cTBOpEHO CIMCOK KHOIIOK ITiJT Ha3BOIO
MoveForward, y sskoMy BU3HauY€HI KJIaBimm Iy pyXy Bmepen i Hazam: W Ta S.
3HaueHHd 3MiHHOI Scale BcTaHoBieHO BiamosBigHo 1 Ta —1. Meron, mianmucaHuit
Ha action nux KHOmOK, Mae Burnia MoveForward(float scaleAmount), e
scaleAmount mnipuiimae 3HaueHHs | npu yTpumanHi knaBimi W ta —1 mipu
yTpUMaHHI1 KiaBii S.

Takuii miaxig J03BOJIAE IIEHTPATI30BAaHO KEPyBaTH BCIMA €JIEMEHTaMHU
yIpPaBIiHHS, 3a0€3MeYyI0UYH MOMXJIMBICTh THYYKOI MIPUB’SI3KHU /1 10 KHOIOK Ta iX
MaciTa0yBaHHS 3aJI€’KHO BiJl MOTPEO 1rpOBOTO MPOLIECY.

Meroagu BindAction(ActionButtonName name, Action action) Ta
UnbindAction(ActionButtonName name, Action action) 3a0e3ne4yrOTh IPUB’A3KY
JM 10 KHOIIOK Ta MOKJIMBICTh BINUCKH BIJ HUX y OyJIb—sKuil MOMEHT. [lepmmii
METOJ MIAMKUCYE [0 action Ha BC1 KHOMKH, 110 HajexaTh O TPYMNH i HA3BOIO
name, TOJl SIK JAPYTHM METOJ JO3BOJIAE€ BIAMUCATH L0 IO BiJ BIAMOBIIHHX
KHOTIOK.

TaskManager € OCHOBHUM KJIaCOM JIJIsl YIIPABJIIHHS 3aBJaHHSMHU B rpi. Bin
30epira€ CHUCOK yCIX aKTHBHMX 3aB/laHb, TOYKHM IX CIaBHY Ta BIANOBIJae 3a
BiJIoOpaxkeHHs1 iHTep(deiicHoro enemeHty TaskPopup, sikuii 103BOJsiE TpaBIIEeBl
npuitMaTi a00 BIIXWIATH 3aBIaHHS.

TaskBase € 0a30BUM KjlacoM [IJI1 CTBOPEHHS HOBHUX 3aBAaHb. J[is
JI0JIaBaHHSI HOBOT'O 3aBJIaHHA HEOOXIJIHO YCIMAaJKyBaTHCS BiJ I[bOTO KJacy Ta

peanizyBaTd MOro METOJU. 3aBISKH LIbOMY CTBOPIOETHCS OCHOBHUM Kapkac, Ha
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OCHOBI1 IKOTO MOXHa (OpMyBaTH 3aBJaHHS Pi3HOI CKJIAJHOCTI Ta TOBEIIHKU B

IrPOBOMY MPOLECI.

4.5 BucHoBkH 3a po3aijiom 4

[Tepur HIXK po3moYaTH aKTUBHY pO3pOOKY IpH, OyJ0 BU3HAYEHO 3arajbHy
KOHIIETIIII0 Ta CTPYKTYypy ictopii rpu. lle Bkimouano ctBopeHHs (haHTa3iifHOTO
CBITY, JIe¢ TpaBellb MIr OM BITUYTH ce0€ YaCTUHOIO EIMIYHOTO MPUTOJIHUIIBKOTO
nuiaxy. byno omnpanboBaHO TOJIOBHY CIOKETHY JIIHIKO, KBECTH Ta B3a€EMOJIIO 3
nepcoHakamu. CIO’KeT TP BKIIIOYAB €IEMEHTH MPUTO] Ta OOPOTHOH 31 37IOM.

I[Tig yac po3poOKH IrpoBOro AOAATKY TaKOX OyJio AETaabHO ONpPalbOBAaHO
CHUCTEMY MEHEKEpiB, 10 3a0e3MneuyloTh (YHKI[IOHYBaHHS Pi3HUX ACMEKTIB TPH.
[le BKIIOYANIO KEepyBaHHS aHIMAIlisIMHU, 3BYKOM, JaHUMHU, J1aJIOTaMH, BBEIACHHSIM
IpaBIls, a TAKOXK YMPaBIIHHS 3aBJAaHHAMHU Ta Kajapamu rpu. Opranizaiis podbotu
MEHE/DKEpIB  J03BOJISIE  IEHTPATI30BaHO  KOHTPOJIOBATH  Pi3HI  MPOIIECH,
3a0e3meyyBaT B3a€EMOJIII0 MDK O00’€KTaMH Ta CTBOPIOBATH I1HTEPAKTUBHE
CEpEeIOBHILIE, IO € KIIOYOBUM JIJISl CTAO1IBHOCTI, Y3TOIKEHOCTI IrPOBOTO MPOIIECY

Ta 3pYYHOCTI OJIATBIIOTO PO3BUTKY T'PH.
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BUCHOBKH

VY Xoal BUKOHaHHS MariCTepPChbKOi JUIUIOMHOI poOOTH OYJ0 IPOBEIACHO
KOMILJIEKCHE JOCIIHKEHHS MPOLECY pO3pOOKH KOMIT FOTEPHHUX ITPOBUX JOJATKIB,
0 BKJIOYAJIO aHali3 mnpodeciiHuX pojeil, TEXHOJOrid Ta METOMOJOrTIH,
3aCTOCOBYBAaHUX y CydYacHIW IrpoBid iHAycTpii. 30Kpema, BU3HAYEHO KIFOUYOBI
Kareropii QaxiBuiB y po3poOIll irop: mporpamicTH, XyAOKHUKH, TeHMAN3aiiHepU
Ta 3BYKOPEKHUCEPH, & TAKOK YTOUHEHO IXHI OCHOBHI (DYHKIIIOHAJIbHI 0OOB’S3KH,
10 320€3MevyI0Th IHTErpOBaHy pPOoOOTY HaJl CTBOPEHHSM irpOBOTO MPOIYKTY.

Byno cucreMatrn3oBaHO Ta ONMHMCAHO €Tanmu pPO3pOOKU KOMII FIOTEPHUX 1rop,
0 BKIIOYAIOTh  (OpMYBaHHS  KOHUEMI(I, TMPOTOTUIIYBaHHS, CTBOPEHHS
BEPTUKAIIBHOTO 3pi3y, BUPOOHHUIITBO, TECTYBAaHHA Ta MIATOTOBKY 110 pem3y. Taka
HO€TarHa CTPYKTypa JO03BOJIIE€ ONTHUMI3yBaTH IpoLEC po3poOKU Ta 3abe3nevye
e(peKTUBHE YIIpaBIiHHS pecypcaMy Ta YaCOBUMU BUTpATaAMU Ha KO)KHOMY €Tarll.

B wMexax mnpakTHYHOI YACTMHHM JOCTIIHKCHHS OyJo pPO3poOJICHO
KOMII'FOTEpHY Ipy y kaHpi 2D—npuroau 3 enemenramu RPG, BukopucToByroun
Cy4yacHI TEXHOJIOTi4HI 1HCTpyMeHTH, 30Kkpema Unity, Visual Studio ta moBy
nporpamyBaHHs C#. Po3poOka BKJrO4ana CTBOPEHHS CHUCTEMH JliajoriB, Habopy
IrpOBUX 3aBlaHb, 2D—rpadiku, aHIMaIllil MEPCOHAXKIB Ta JUHAMIYHUX OOMOBHX
MeXaHiK. /[ MozentoBaHHS J1AJIOTIB Ta apXiTEKTYpU MPOEKTY 3aCTOCOBYBAIMCS
JIOJIATKOB1 1HCTPYMEHTH, Taki sik draw.io ta Modelio, mo 3a0e3nedmsio rHyuYKy
CTPYKTYpy NPOTPaMHOIO MPOIYKTY.

TecryBanHs Tpu TMOKa3al0 BiAMOBIAHICTH PO3POOIECHOTO MPOIYKTY
IOCTABJICHUM  TEXHIYHMM  3aBJAHHSIM, KOPEKTHY (YHKI[IOHAJBHICTH Ta
3aBEPIICHICTD ITPOBOTO MPOIIECY.

[TpoBeneHe MJOCHIIKEHHS Ta TNpaKTHUYHA peali3aliss JeMOHCTPYIOTh
e(EKTUBHICTh KOMIUIEKCHOTO MiJIXOQy A0 PO3pPOOKH KOMIT'IOTEPHUX Irop Ha
OCHOBI Cy4aCHHUX TE€XHOJIOT1M. OTprMaH1 pe3yJbTaTi NIATBEPIKYIOTh TOLIIBHICTh
3aCTOCYBaHHS METOAIB CUCTEMHOI'O IPOEKTYBAaHHS, I1HTEPAUCUUILIIHAPHOI

cmiBmpari ¢axiBIiB Ta CY4aCHHX MPOrPaMHUX IUIAT(GOPM y CTBOPEHHI SKICHHX
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irpoBux TpoaykTiB. Lli BUCHOBKM MOXYTh OyTH BHUKOPHCTaH1 JUIsl MOJATBIIMX
HAayKOBUX JOCHIDKEHb Yy Tally3l pO3pOoOKM I1rop Ta ONTUMI3alli MPOIECIB

CTBOPEHHSI MPOTPAMHUX MPOJYKTIB y chepl IHTEPAKTUBHUX MeJIia.
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Levell EntryPoint.cs — ckpunr, 110 BAUKOHY€ POJIb TOYKH BXOJY JJIs

MEePIIOro irpoBoro piBHA. BiH iHimiani3ye KJIIOYOB1 KOMIIOHEHTH CIIEHU,

HaJIAIITOBYE MOYATKOBI ITapaMeTpH IrPOBOTO CepeIOBUIIA Ta 3a0e3Ieuye

MOCIIJOBHUM 3aITyCK OCHOBHHMX CUCTEM T'pu. JlaHWI1 KOMIIOHEHT BIAMOBIA€E 32

NIArOTOBKY PIBHS IO B3a€MO/III 3 TPaBLIEM

using System.Collections;
using Core.InputManagerlogic;
using Core.GameManagerlLogic;
using Core.DialogueManagerlLogic;
using Core.TaskManagerLogic.Core;
using UnityEngine;

using UnityEngine.SceneManagement;

public class LevellEntryPoint : MonoBehaviour

{

[SerializeField] private TaskManager taskManager;

[SerializeField] private GamelLogic

[SerializeField] private Gamelogic.

//Player who attacking now

[HideInInspector] public GamelLogic
CurrentPlayerActor;

//Enemy who attacking now

[HideInInspector] public GameLogic

[HideInInspector] public GamelLogic
TempCurrentPlayerActor;

[HideInInspector] public GameLogic
TempCurrentEnemyActor;

.FightLogic fightlLogic;

HUDController HUD;

.Actors

.Actors.

.Actors

.Actors.

//Player who has been attacked by enemy

[HideInInspector] public GamelLogic.

SelectedPlayerActor;

Actors.

//Enemy who has been attacked by player

[HideInInspector] public GamelLogic.

public int movesCount = 0;

Actors

.PlayerActor

EnemyActor CurrentEnemyActor;

.PlayerActor

EnemyActor

PlayerActor

.EnemyActor SelectedEnemyActor;

[HideInInspector] public bool CanAttackEnemy = false;

public static LevellEntryPoint Instance;
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void Start()
{
if (Instance == null) Instance = this;
Core.AudioManager.AudioManager.FInstance.CreateAndPlay(3, true,
Vector3.zero);
//GameManager.FInstance.AddUpdatableItem(this);
CurrentPlayerActor =
GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance;
Debug.LogWarning($"ITS MEEEE
{LevellEntryPoint.Instance.CurrentPlayerActor.gameObject.name}");
HUD.Initialize(Q);
HUD.PlayerHealthUpdate();

taskManager.Initialize();

//CurrentActor.UnlockMove();

//TaskManager.FInstance.SpawnTask();

//TaskManager.FInstance.SetCurrentTask(0);

//TaskManager.FInstance.StartTask();

//Cursor.lockState = CursorLockMode.Locked;

InputManager.FInstance.BindAction(ActionButtonName.GamePause,

GameManager.FInstance.PauseResumeGame);

//DialogueManager.FInstance.StartDialog(®, DialogueStart,
DialogueEnd);

StartCoroutine(MyUpdate());

private void DialogueStart()

{
Debug.Log("DialStart");

}

private void DialogueEnd()

{
Debug.Log("DialEnd");

}

void OnDestroy()

{
InputManager.FInstance.UnbindAction(ActionButtonName.GamePause,

GameManager.FInstance.PauseResumeGame);

//GameManager.FInstance.RemoveUpdatableItem(this);

}

public IEnumerator MyUpdate()
{
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while (true)
{
Debug.Log("ENEMY NULL");
if (SelectedEnemyActor != null)
{
var moveDirection =
SelectedEnemyActor.transform.position — CurrentPlayerActor.transform.position;
Debug.Log("ENEMY NOT NULL");
var distance =
Vector2.Distance(CurrentPlayerActor.transform.position,

SelectedEnemyActor. transform.position);

if (distance > 1.3f)
{
Debug.Log("PLAYER MOVE");
CurrentPlayerActor.anim.SetBool("Run", true);
CurrentPlayerActor. transform.position =
Vector2.MoveTowards(CurrentPlayerActor. transform.position,
SelectedEnemyActor. transform.position, CurrentPlayerActor.moveSpeed =*
Time.deltaTime);
if (moveDirection.x > 0)
CurrentPlayerActor.characterSprite.flipX = CurrentPlayerActor.IsInvertedSpriteFlip;
if (moveDirection.x < 0)
CurrentPlayerActor.characterSprite.flipX = !CurrentPlayerActor.IsInvertedSpriteFlip;
}
else
{
Debug.Log("PLAYER ATTACK");
CurrentPlayerActor.anim.SetBool("Run", false);
CurrentPlayerActor.anim.SetTrigger("Action");

//yield return new WaitForSeconds(.3f);

CurrentPlayerActor.PerformAction(SelectedEnemyActor);
TempCurrentEnemyActor = SelectedEnemyActor;
SelectedEnemyActor = null;
TempCurrentPlayerActor = CurrentPlayerActor;

CurrentPlayerActor = null;

}
}
else if (SelectedPlayerActor != null)
{

Debug.Log("PLAYER NOT NULL");
var moveDirection =

SelectedPlayerActor.transform.position — CurrentEnemyActor.transform.position;
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var distance =
Vector2.Distance(CurrentEnemyActor.transform.position,

SelectedPlayerActor.transform.position);

if (distance > 2f)
{
Debug.Log("ENEMY MOVE");
CurrentEnemyActor.anim.SetBool("Run", true);
CurrentEnemyActor. transform.position =
Vector2.MoveTowards(CurrentEnemyActor.transform.position,
SelectedPlayerActor.transform.position, CurrentEnemyActor.moveSpeed =*
Time.deltaTime);
if (moveDirection.x > 0)
CurrentEnemyActor.characterSprite.flipX = CurrentEnemyActor.IsInvertedSpriteFlip;
if (moveDirection.x < 0)
CurrentEnemyActor.characterSprite.flipX = !CurrentEnemyActor.IsInvertedSpriteFlip;
}
else
{
if (moveDirection.x > 0)
CurrentEnemyActor.characterSprite.flipX = CurrentEnemyActor.IsInvertedSpriteFlip;
if (moveDirection.x < 0)
CurrentEnemyActor.characterSprite.flipX = !CurrentEnemyActor.IsInvertedSpriteFlip;
Debug.Log("ENEMY ATTACK");
CurrentEnemyActor.anim.SetBool("Run", false);
CurrentEnemyActor.anim.SetTrigger("Action");

//yield return new WaitForSeconds(.3f);

CurrentEnemyActor.PerformAction(SelectedPlayerActor);
SelectedPlayerActor = null;
CurrentEnemyActor = null;
fightLogic.SelectPlayer();

}

yield return null;

CameraController.cs — ckpunT BiANOBiZa€ 32 KEPyBaHHS MO3HUIIIOBAHHSIM
Ta pyxoM KaMepu mij yac rpu. BiH 3a0e3neuye TUHAMIYHE BIJICTEKEHHS TpaBLs

ab0 1HIMX O0’€KTIB CIIEHU, CTBOPIOIOYM IUJIaBHE W 1H(POpPMATHBHE Bi3yasibHE
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BiJIOOpaXkeHHs1 1rpoBoro mpoiecy. KoHTpoiiep MoOKe MICTUTH alrOPUTMU

CJIIyBaHHsI, OOMEXEHHS pyXy KaMepH Ta HaJalITyBaHHS KyTa OIJISIY.
using System;
using UnityEngine;

using Core.GameManagerlLogic;

namespace Gamelogic
{
class CameraController : MonoBehaviour, IUpdateble
{
private Vector3 newPos = Vector3.zero;
public bool IsCameraFollowsPlayer;
public static CameraController Instance;

private void Awake()

{
if (Instance == null) Instance = this;
IsCameraFollowsPlayer = true;
GameManager.FInstance.AddUpdatableItem(this);
}
private void OnDestroy()
{
GameManager.FInstance.RemoveUpdatableItem(this);
}

public void MyUpdate()
{
Debug.Log(IsCameraFollowsPlayer);
if (!IsCameraFollowsPlayer) return;
newPos =
Actors.ActorTypes.MainPlayerActor.Instance.transform.position;
newPos.z = -10;
Mathf.Clamp(newPos.x, -7, 13);
Mathf.Clamp(newPos.y, -1, 16);

transform.position = newPos;

newPos . x

newPos.y

HUDController.cs — KOMIOHEHT, [0 Kepye eJeMeHTaMu 1HTepdeicy
kopuctyBaua (HUD). Bin oHoBitoe iHpopmaliito, MoB’si3aHy 31 CTAaHOM MEPCOHAKA,

ITPOBUMH  pecypcaMu abo TMOAISIMHU, 3a0e3Meuyroyd TpaBlsd aKTyaJlbHUMU
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BI3yaJIbHUMH JaHUMH. CKpUINIT TaKoXX MO’KE BIAMOBIIATH 3a aKTHBAIil0 abo

npuxoByBaHHs okpemux UI—O10K1B 3a71€KHO BIJl CUTYaIlli y TPi.
using System;
using System.Collections.Generic;
using System.Collections;
using UnityEngine;

using UnityEngine.UI;

namespace Gamelogic
{
public class HUDController:MonoBehaviour
{
[SerializeField] private Slider playerHealthSlider;
[SerializeField] private FightlLogic fightLogic;
public Button endMoveButton;
public TMPro.TextMeshProUGUI playerName;
public Image playerIcon;
[SerializeField] private UI.HUDTeamPlayer HUDTeamPlayerPrefab;
[SerializeField] private Transform HUDTeamPlayerGroup;
public List<UI.HUDTeamPlayer> HUDTeamPlayers = new
List<UI.HUDTeamPlayer>();
public static HUDController Instance;

public void SetPlayerName(string name) => playerName.text = name;

public void Initialize()

{
if (Instance == null) Instance = this;
endMoveButton.onClick.AddListener(EndMove);

private void EndMove()

LevellEntryPoint.Instance.movesCount = 0;

LevellEntryPoint.Instance.CurrentEnemyActor =
LevellEntryPoint.Instance.TempCurrentEnemyActor;

LevellEntryPoint.Instance.SelectedPlayerActor =

LevellEntryPoint.Instance.TempCurrentPlayerActor;

if (fightLogic.IsAllEnemiesDead())

{
fightLogic.OnEnemiesDead?.Invoke();
Debug.LogWarning("ALL ENEMIES DEAD");

return;
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}
//fightLogic.SelectPlayer();

public void PlayerHealthUpdate()
{
playerHealthSlider.value =
LevellEntryPoint.Instance.CurrentPlayerActor.health /
LevellEntryPoint.Instance.CurrentPlayerActor.maxHealth;
Debug.LogWarning(playerHealthSlider.value);
}
public void PlayerInfoUpdate()
{
playerName.text =
LevellEntryPoint.Instance.CurrentPlayerActor.info.actorName;
playerIcon.sprite =
LevellEntryPoint.Instance.CurrentPlayerActor.info.actorIcon;

Debug.LogWarning(playerHealthSlider.value);

public void AddTeamUserToHUD(Sprite userSprite, string userName)

{
var hudTeamPlayer = Instantiate(HUDTeamPlayerPrefab,
HUDTeamPlayerGroup) ;
hudTeamPlayer.SetInfo(userSprite, userName);
HUDTeamPlayers.Add(ChudTeamPlayer);
}

ObjectClick.cs — ckpunT, Mo peanidye CUCTEMY B3a€MOJIii KOpHUCTyBaJa 3
o0’extamu cuieHd. BiH 00poOiisie moail HATHCKaHHSA MUIIECI0, BU3HA4Ya€ OOpaHui
00’€KT 1 BUKOHY€E BIAMOBIAHI Mii 3a7€XHO Bia Horo Tuiry. J[aHWA KOMIIOHEHT €
BOXJIMBUM JUIsl peajizailii 1HTEPaKTUBHOCTI 1 JO3BOJISE T'PABIIO B3AEMOJISTH 3

iI‘pOBI/IMI/I CJIICMCHTaMU.

using Systenm;
using UnityEngine;

using Core.GameManagerlLogic;

namespace GamelLogic
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{
public class ObjectClick : MonoBehaviour
{
private void Start()
{
//GameManager.FInstance.AddUpdatableItem(this);
}
private void OnDestroy()
{
//GameManager.FInstance.RemoveUpdatableItem(this);
}

public void MyUpdate()
{
if (Input.GetMouseButtonDown(0))
{
Vector2 ray =
Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit= Physics2D.Raycast(ray,
Vector2.zero);
if(Chit.collider.GetComponent<Actors.EnemyActor>())
{
Debug.Log("Enemy");

PlayerNameBlock.cs — ckpunrt, mo BiamoBigae 3a BiAOOpakeHHS Ta
OHOBJICHHS 1MEH1 TpaBis B iHTepdelici. BiH kepye TEKCTOBUMU TOJISIMH, a TaKOX
3a0e3nedye KOPEKTHE BiIOOPaKCHHS MaHWX ITJI 4ac 3MIHU CTaHy TpaBis abo

nepexoay MK CLIEHAMHU.

using System;
using UnityEngine;
using UnityEngine.UI;

using TMPro;

namespace Gamelogic

{
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public class PlayerNameBlock:MonoBehaviour
{
[SerializeField] private TMP_InputField nameInputField;

[SerializeField] private Button saveNameButton;
public Action OnNameSaved;

private void Awake()
{
nameInputField.text = "PoH";
OnNameSaved += () =>
HUDController.Instance.SetPlayerName(nameInputField.text);
OnNameSaved += () => gameObject.SetActive(false);
OnNameSaved += () =>
HUDController.Instance.gameObject.SetActive(true);
saveNameButton.onClick.AddListener(OnNameSaved.Invoke);
Actors.ActorTypes.MainPlayerActor.Instance.info.actorName
= nameInputField.text;
HUDController.Instance.PlayerInfoUpdate();

StartGameCredits.cs — KOMIIOHEHT, IO BIJIMOBiAa€ 3a BIATBOPECHHS
NOYaTKOBUX THUTPIB MiJ Yac 3ammycKy rpu. BiH kepye pyXoM TEKCTOBUX €JIEMEHTIB,
iX BIOOpaKEHHSM Ta MEPEeXOJaMH MK EKpaHHUMH cTaHamMu. CKpPUIT MOXKe
BKJIIOYATH KEPYBaHHsS aHIMAIll€l0, IIBUJKICTIO MPOKPYTKH Ta B3AEMOIIEI0 3

iHmuMuA Ul—KOMITOHEHTAMH.

using Systenm;

using Core.TaskManagerLogic.Core;
using System.Collections;

using UnityEngine;

using UnityEngine.UI;

namespace GamelLogic

{

public class StartGameCredits : VerticalMover

{
public bool IsStartGameCredits;



[SerializeField] private BlackoutScreenController
blackoutScreenController;

//[SerializeField] private Image blackBackground;

//[SerializeField] private float blackoutSpeed;

[SerializeField] private GameObject creditImage;

[SerializeField] private PlayerNameBlock playerNameBlock;

//private Vectord newColor;

private void Awake()
{
if (IsStartGameCredits)
{
blackoutScreenController.0OnScreenBlack +=
OnScreenBlackoutedStartGame;
blackoutScreenController.OnScreenWhite +=
OnScreenWhiteoutedStartGame;
}
else
{
blackoutScreenController.0OnScreenBlack +=
OnScreenBlackoutedEndGame;

}

public override void FinishedMove()
{
blackoutScreenController.newColor.w =
blackoutScreenController.blackBackground.color.a;
blackoutScreenController.StartBlackout();
//StartCoroutine(BlackoutScene());
playerNameBlock.OnNameSaved +=
blackoutScreenController.StartWhiteout;

//Destroy(transform.parent.gameObject);

private void OnScreenBlackoutedStartGame()

{
creditImage.SetActive(false);
playerNameBlock.gameObject.SetActive(true);
Cursor.lockState = CursorLockMode.None;
TaskManager.FInstance.SpawnTask();

TaskManager.FInstance.SetCurrentTask(0);
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Actors.ActorTypes.MainPlayerActor.Instance.anim.SetTrigger("Idle");
blackoutScreenController.0OnScreenBlack -=
OnScreenBlackoutedStartGame;
}
private void OnScreenBlackoutedEndGame()
{
Core.AudioManager.AudioManager.FInstance.DeleteCurrent();
blackoutScreenController.0OnScreenBlack -=
OnScreenBlackoutedEndGame;

UnityEngine.SceneManagement.SceneManager.LoadSceneAsync(0);

private void OnScreenWhiteoutedStartGame()
{
TaskManager.FInstance.CanShowPopup = false;

TaskManager.FInstance.PreviewTask();

Core.GameManagerlLogic.GameManager.FInstance.RemoveUpdatableItem(this);
blackoutScreenController.OnScreenWhite -=
OnScreenWhiteoutedStartGame;

//Destroy(transform.parent.gameObject);

//public IEnumerator BlackoutScene()

/74

// while (newColor.w < 1)

// {

// yield return new WaitForSeconds(0.1f);
// newColor.w += blackoutSpeed;

// blackBackground.color = newColor;

// }

// creditImage.SetActive(false);

// playerNameBlock.gameObject.SetActive(true);

// Cursor.lockState = CursorLockMode.None;

// TaskManager.FInstance.SpawnTask();

// TaskManager.FInstance.SetCurrentTask(0);

//
Actors.ActorTypes.MainPlayerActor.Instance.anim.SetTrigger("Idle");

//}

//private IEnumerator WhiteoutScene()

//{
// while (newColor.w > 0)



//
//
//
//
//
//
//
//

//}
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{
yield return new WaitForSeconds(0.1f);
newColor.w —= blackoutSpeed;
blackBackground.color = newColor;

}

TaskManager.FInstance.CanShowPopup = false;
TaskManager.FInstance.PreviewTask();

Destroy(transform.parent.gameObject);

BlackoutScreenController.cs — ckpunt, mo peanidye 3aTEMHEHHS €KpaHa

JUIS. CTBOPEHHS IUIaBHUX IEPEXOdIB MiX clieHaMHu abo irpoBHMMH cTaHaMu. BiH

Kepy€e MPO30PICTI0 TpadigHOTO eIeMeHTa, 3a0e3Meuyoun MosiBy a0 3HMKHEHHS

edekTy 4opHOTO (POHY, IO MOKPAIILy€E Bi3yalbHE CIPUHHATTS 3MIHU TOJIN Yy TPi.

using Systenm;

using System.Collections;

using UnityEngine;

using UnityEngine.UI;

public class BlackoutScreenController : MonoBehaviour

{
public
public

public
public

public

public
public

Image blackBackground;
float blackoutSpeed;

Action OnScreenBlack;

Action OnScreenWhite;

Vectord newColor;

void StartBlackout() => StartCoroutine(BlackoutScene());
void StartWhiteout() => StartCoroutine(WhiteoutScene());

private IEnumerator BlackoutScene()

{

while (newColor.w < 1)

{

yield return new WaitForSeconds(0.1f);

newColor.w += blackoutSpeed;
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blackBackground.color = newColor;

}

OnScreenBlack?.Invoke();

private IEnumerator WhiteoutScene()

{
while (newColor.w > 0)
{
yield return new WaitForSeconds(0.1f);
newColor.w —-= blackoutSpeed;
blackBackground.color = newColor;
}
OnScreenWhite?.Invoke();
}

StartFightTrigger.cs — KOMIOHEHT, IO € TPUTEPOM, IO AKTUBYE MOYATOK
001oBO1 ciieHu. BiH BiJcTeXKy€e BXiJ rpaBls B MEBHY 00JIACTh Ta 3aIlyCKa€ JIOTIKY
06ot0 abo BiAmoBigHI aHiMmamii. CKpUNT BUKOPHUCTOBYETHCS ISl TEPEXOAY Bif

MHUPHOTO PEKUMY 10 O0MOBOTO PEKUMY TPH.

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class StartFightTrigger : MonoBehaviour
{
[SerializeField] private BlackoutScreenController
blackoutScreenController;
[SerializeField] private GameObject mainMap;
[SerializeField] private GameObject fightMap;
private void OnTriggerEnter2D()
{
blackoutScreenController.OnScreenBlack += OnBlackouted;
blackoutScreenController.OnScreenWhite += OnWhiteouted;
blackoutScreenController.StartBlackout();

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.LockMove();
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private void OnBlackouted()

{
mainMap.SetActive(false);

fightMap.SetActive(true);

Core.GameManagerlLogic.GameManager.FInstance.RemoveUpdatableItem(GameLogic.Cam
eraController.Instance);
GameLogic.CameraController.Instance.transform.position = new
Vector3(53, 13, -10);
blackoutScreenController.StartWhiteout();

}
private void OnWhiteouted()

{

Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(7, null, ()

=> LevellEntryPoint.Instance.CanAttackEnemy = true);

blackoutScreenController.OnScreenBlack -= OnBlackouted;

blackoutScreenController.0OnScreenWhite —= OnWhiteouted;

//blackoutScreenController.StartWhiteout();

FightLogic.cs — cKpumT, 10 MICTUTh OCHOBHY JIOTIKy OOMOBOI CHCTEMH.
Bin BH3Hauae MoBeIHKY CYNMPOTUBHUKIB, OOpPOOJIsi€ aTaku, BUPAXOBYE OTPUMAaHY
IIKOAY Ta KOHTPOJIIOE TIOCTIAOBHICT OOWOBHUX Ail. JlaHWI KOMIIOHEHT €

KITFOYOBHM JTSI peastizaliii MexaHiku 000 Ta B3a€EMOJIi1 MK TePCOHAXKAMH.

using System;
using System.Collections.Generic;
using System.Collections;

using UnityEngine;

namespace Gamelogic

{
class FightLogic : MonoBehaviour
{
[SerializeField] private Actors.EnemyActor EnemyPrefab;

[SerializeField] private int EnemiesOnScene = 3;



List<Transform>();

List<Vector3>();

healerActor;

[SerializeField]

[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]

[SerializeField]
[SerializeField]

[SerializeField]

public List<Actors.PlayerActor> players

List<Actors.PlayerActor>();

private List<Actors.EnemyActor> enemies =

List<Actors.EnemyActor>();

private

private

private
private
private
private
private
private
private
private

private

private
private

private
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List<Transform> EnemiesTransforms = new

List<Vector3> PlayersPositions = new
Transform[] VillagePlayerPositions;
Transform VillageHealerPosition;
BlackoutScreenController blackoutScreen;
GameObject cage;
GameObject endCredits;
GameObject endScene;
GameObject fightScene;
GameObject mainMapScene;

Actors.ActorTypes.HealerActor

GameObject magic;
Vector3[] playerMoveToCage;

Animator arabelMagicOutCage;

new

new

private int currentPlayerID = -1;

private int currentEnemyID = -1;

public
public

public
public

public

private void Start()

{

if (Instance ==

null) Instance =

Action OnPlayerSelected;
Action OnEnemySelected;

Action OnPlayersDead;

Action OnEnemiesDead;

static FightLogic Instance;

this;

Core.AudioManager.AudioManager.FInstance.DeleteCurrent();

Core.AudioManager.AudioManager.FInstance.CreateAndPlay(0,

true, Vector3.zero);

HUDController.Instance.endMoveButton.interactable =

true;

foreach (var hudPlayer in HUDController.Instance.HUDTeamPlayers)

{
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hudPlayer.SetMeInactive();

Actors.ActorTypes.MainPlayerActor.Instance.IsMyTeamFollowsMe = false;
players.Add(Actors.ActorTypes.MainPlayerActor.Instance);
foreach (var teamPlayer in

Actors.ActorTypes.MainPlayerActor.Instance.myTeam.Values)
{
teamPlayer.anim.SetBool("Run", false);

players.Add(teamPlayer);

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

players[i].transform.position = PlayersPositions[i];

for (int i = 0; i < EnemiesOnScene; i++)
{
var enemyObject = Instantiate(EnemyPrefab,
EnemiesTransforms[i].position, Quaternion.identity);
enemyObject.IsHealthDisplay = true;
enemyObject.healthText.text

$"{enemyObject.maxHealth}";
//enemyObject.transform.localScale =
EnemiesTransforms[i].localScale;
enemies.Add(enemyObject);
}
SelectPlayer();

private bool IsAllPlayersDead()

{
var playerID = 0;

var deadPlayersCount = 0;

while (playerID < players.Count)

{
if (players[playerID].health <= 0)
deadPlayersCount++;
playerID++;
}

if (deadPlayersCount == players.Count) return true;
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return false;

private IEnumerator PlayerEndMoveToCage()

arabelMagicOutCage.SetTrigger("OutFromCage");

yield return new WaitForSeconds(2);

Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(8, null,
FightEnd);
Actors.ActorTypes.MainPlayerActor.Instance.OnPathFinished
-= ()=>StartCoroutine(PlayerEndMoveToCage());
}

public void SelectPlayer()

{
if (IsAllEnemiesDead())

{

Debug.LogWarning("ENEMIES DEAD");
Core.AudioManager.AudioManager.FInstance.DeleteCurrent();
Core.AudioManager.AudioManager.FInstance.CreateAndPlay(1l, true, Vector3.zero);

HUDController.Instance.gameObject.SetActive(false);

//cage.SetActive(false);
Actors.ActorTypes.MainPlayerActor.Instance.LockMove();
StartCoroutine(Actors.ActorTypes.MainPlayerActor.Instance.MovePath(playerMove

ToCage));

Actors.ActorTypes.MainPlayerActor.Instance.OnPathFinished +=
()=>StartCoroutine(PlayerEndMoveToCage());

if (currentPlayerID > 0)
{

HUDController.Instance.HUDTeamPlayers[currentPlayerID-1].SetMeInactive();

}
if (IsAllPlayersDead()) {
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OnPlayersDead?.Invoke();
Debug.LogWarning("ALL PLAYERS DEAD");

return;
}
do
{
currentPlayerID++;
Debug.Log(currentPlayerID);
var isCurrentPlayerOutOfRange = currentPlayerID >=
players.Count;
if (isCurrentPlayerOutOfRange) currentPlayerID = 0;
break;
}

while (players[currentPlayerID].health > 0);

LevellEntryPoint.Instance.CurrentPlayerActor =
players[currentPlayerID];

Debug.LogWarning($"ITS MEEEE
{LevellEntryPoint.Instance.CurrentPlayerActor.name}");

if

(LevellEntryPoint.Instance.CurrentPlayerActor.gameObject.name!="Player")

HUDController.Instance.HUDTeamPlayers[currentPlayerID-1].SetMeActive();
OnPlayerSelected?.Invoke();
HUDController.Instance.PlayerHealthUpdate();
HUDController.Instance.PlayerInfoUpdate();
LevellEntryPoint.Instance.CurrentPlayerActor.OnDied +=

RemovePlayer;

Debug.Log("SELECTED PLAYER");

private void FightEnd()

{
blackoutScreen.StartBlackout();
blackoutScreen.OnScreenBlack += ReturnToTheVillage;
}
private void ReturnToTheVillage()
{

//fightScene.SetActive(false);
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Core.GameManagerlLogic.GameManager.FInstance.AddUpdatableItem(CameraController.
Instance);

mainMapScene.SetActive(true);
endScene.SetActive(true);

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

players[i].transform.position =
VillagePlayerPositions[i].position;
}
healerActor.gameObject.SetActive(true);

//HealerTransform.position =
VillageHealerPosition.position;

blackoutScreen.StartWhiteout();
blackoutScreen.OnScreenWhite += StartHealerVillageDialogue;

blackoutScreen.OnScreenBlack —= ReturnToTheVillage;
}
private void StartHealerVillageDialogue()

Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(9, null,
()=>StartCoroutine(StartHealing()));

blackoutScreen.OnScreenWhite —= StartHealerVillageDialogue;

private IEnumerator StartHealing()

healerActor.PerformAction(Actors.ActorTypes.MainPlayerActor.Instance);
magic.SetActive(true);
yield return new WaitForSeconds(2);
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(10, null,
StartEndCredits);

private void StartEndCredits()

endCredits.SetActive(true);

public void RemovePlayer()
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players.RemoveAt(currentPlayerID);

public bool IsAllEnemiesDead()

{
var enemyID = 0;
var deadEnemiesCount = 0;
while (enemyID < enemies.Count)
{
if (enemies[enemyID].health <= 0)
deadEnemiesCount++;
enemyID++;
}
if (deadEnemiesCount == enemies.Count) return true;
return false;
}

public void SelectEnemy()
{
if (IsAllEnemiesDead()) {
OnEnemiesDead?.Invoke();
Debug.LogWarning("ALL ENEMIES DEAD");

return;
}
do
{
currentEnemyID++;
var isCurrentEnemyOutOfRange = currentEnemyID >=
enemies.Count;
if (isCurrentEnemyOutOfRange) currentEnemyID = 0;
}

while (enemies[currentEnemyID].health <= 0);

LevellEntryPoint.Instance.CurrentEnemyActor =
enemies[currentEnemyID];

OnEnemySelected?.Invoke();

Debug.Log("SELECTED ENEMY");
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VillageTrigger.cs — ckpunr, 110 BIJMOBIIa€ 32 aKTUBAIIIO MTOAIN IMPU BXO 1
IpaBIls B 30HY cena abo iHITy JIoKarlito. BiH 3amyckae gianoru, CIO)KETHI 3aBIaHHS
a00 3MiHM OTO4YCeHHS. KOMIIOHEHT CIIyKUTh IHCTPYMEHTOM Il KEpyBaHHS

nepexogamMu MK CIO’KETHHMM eTaIlaMH.

using Systenm;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class VillageTrigger : MonoBehaviour

{
[SerializeField] private Vector3[] playerIntoVillagePath;
[SerializeField] private Vector3[] playerToBoarPath;
[SerializeField] private Vector3[] druidToGatesPath;
[SerializeField] private Vector3[] enemyMovePathForwardl;
[SerializeField] private Vector3[] enemyMovePathForward2;
[SerializeField] private Vector3[] enemyMovePathEscaping;
[SerializeField] private Vector3[] otherlMovePathHiding;
[SerializeField] private Vector3[] other2MovePathHiding;
[SerializeField] private Vector3[] rangerlMovePath;
[SerializeField] private Vector3[] ranger2MovePath;

[SerializeField] private Vector3[] ranger2MovePathBack;

[SerializeField] private GamelLogic.Actors.CharacterActor mainDruid;

[SerializeField] private GameLogic.Actors.ActorTypes.KnightActor
rangerPrefab;

[SerializeField] private GamelLogic.Actors.CharacterActor otherlPrefab;

[SerializeField] private GamelLogic.Actors.CharacterActor other2Prefab;

[SerializeField] private GamelLogic.Actors.EnemyActor enemyPrefabl;

[SerializeField] private GamelLogic.Actors.EnemyActor enemyPrefab2;

[SerializeField] private Vector3 rangerAppearPointl;

[SerializeField] private Vector3 rangerAppearPoint2;

[SerializeField] private Vector3 otherAppearPointl;

[SerializeField] private Vector3 otherAppearPoint2;

[SerializeField] private Vector3 enemyAppearPointl;

[SerializeField] private Vector3 enemyAppearPoint2;

[SerializeField] private Vector3 cavePoint;



GameObject.

Quaternion

Quaternion.

true;

Quaternion.

Quaternion.

(collision
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private Transform targetCameraMovePoint;

private Transform mainCamera;

public float mainCameraMoveSpeed;

private Transform gates;

public Vector3 gatesEndPoint;

private GamelLogic.Actors.CharacterActor mainDruidObject;

private bool IsEnemyEscaping;

private GamelLogic.Actors.ActorTypes.KnightActor rangerl;

private GamelLogic.Actors.ActorTypes.KnightActor ranger2;

private GamelLogic.Actors.CharacterActor otherl;

private GamelLogic.Actors.CharacterActor other2;

private GamelLogic.Actors.EnemyActor enemyl;

private int newOrderInLayer

void Awake()

;
private
{
gates = GameObject.FindGameObjectWithTag("Gates").transform;
targetCameraMovePoint

FindGameObjectWithTag("TargetCameraMovePoint").transform;

mainCamera = Camera.main.transform;

rangerl = Instantiate(rangerPrefab, rangerAppearPointl,
.identity);

ranger2 = Instantiate(rangerPrefab, rangerAppearPoint2,
identity);

ranger2.transform.GetChild(0).GetComponent<SpriteRenderer>().flipX =

otherl = Instantiate(otherlPrefab, otherAppearPointl,
identity);

other2 = Instantiate(other2Prefab, otherAppearPoint2,
identity);

otherl.IsInvertedSpriteFlip = true;

other2.IsInvertedSpriteFlip = true;
}

private void OnTriggerEnter2D(Collider2D collision)

{
if

.GetComponent<GamelLogic.Actors.ActorTypes.MainPlayerActor>())

{
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//GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.LockMove();
StartCoroutine(CutSceneVillage());
GetComponent<BoxCollider2D>().enabled = false;

Debug.Log("GGGG");

private IEnumerator CutSceneVillage()

{
GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.LockMove();
GameLogic.CameraController.Instance.IsCameraFollowsPlayer = false;
var newPos = targetCameraMovePoint.position;
newPos.z = mainCamera.position.z;
GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.0OnPathFinished

+= PlayerEndEnterToVillage;

StartCoroutine(GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance.MovePath(playerI
ntoVillagePath));
while (targetCameraMovePoint.position.y != mainCamera.position.y)
{
mainCamera.position = Vector3.MoveTowards(mainCamera.position,
newPos, mainCameraMoveSpeed * Time.deltaTime);
yield return null;
}
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(2,

null, MainDruidAppear);

private void PlayerEndEnterToVillage()
{

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.characterSprite.flipX = false;
GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.OnPathFinished -
= PlayerEndEnterToVillage;
}

private void MainDruidAppear()

{
mainDruidObject = Instantiate(mainDruid);
StartCoroutine(mainDruidObject.MovePath(druidToGatesPath));
mainDruidObject.OnPathFinished += MainDruidEndPathToGates;
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private void MainDruidEndPathToGates()
{
mainDruidObject.OnPathFinished —= MainDruidEndPathToGates;
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(3,
null, () => StartCoroutine(OpenGates()));
}
private IEnumerator OpenGates()
{
newOrderInLayer = 2;
while (gates.position != gatesEndPoint)
{
gates.position = Vector3.MoveTowards(gates.position,
gatesEndPoint, Time.deltaTime);
yield return null;
}
StartCoroutine(rangerl.MovePath(rangerlMovePath));
rangerl.OnPathFinished += () =>
{
rangerl.SetOrderInLayer(newOrderInLayer);
rangerl.FlipX(Q);
}

StartCoroutine(ranger2.MovePath(ranger2MovePath));
ranger2.0nPathFinished += () =>
{
ranger2.SetOrderInLayer(newOrderInLayer);
ranger2.FlipX(Q);
3
yield return new WaitForSeconds(l.5f);

StartCoroutine(EnemiesAppear());

}
private IEnumerator EnemiesAppear()
{
Core.AudioManager.AudioManager.FInstance.DeleteCurrent();
Core.AudioManager.AudioManager.FInstance.CreateAndPlay(0, true,
Vector3.zero);
enemyl = Instantiate(enemyPrefabl, enemyAppearPointl,

Quaternion.identity);

var enemy2 = Instantiate(enemyPrefab2, enemyAppearPoint2,

Quaternion.identity);
enemyl.maxHealth = 15;
enemy2.maxHealth = 100;

enemyl.IsInvertedSpriteFlip = true;
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enemy2.IsInvertedSpriteFlip = false;

StartCoroutine(enemyl.MovePath(enemyMovePathForwardl));
yield return new WaitForSeconds(1);
StartCoroutine(otherl.MovePath(otherlMovePathHiding));

StartCoroutine(enemy2.MovePath(enemyMovePathForward2));
yield return new WaitForSeconds(1);
StartCoroutine(other2.MovePath(other2MovePathHiding));

enemyl.OnPathFinished += () =>
{

StartCoroutine(StartCharacterFire(rangerl, enemyl));

StartCoroutine(GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.MovePath(playerT
oBoarPath));

GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance.OnPathFinished +=
() =>StartCoroutine(PlayerFightTheBoar());

}
enemy2.0nPathFinished += O =
StartCoroutine(StartCharacterFire(ranger2, enemy2));

enemyl.OnDied += () =>

{
StopAllCoroutines();
StartCoroutine(enemy2.MovePath(enemyMovePathEscaping));
enemy2.0nPathFinished -= O =

StartCoroutine(StartCharacterFire(ranger2, enemy2));

enemy2.0nPathFinished += () =>

{
enemy2.health = 0;
StartCoroutine(MoveCameraToVillage());
Destroy(enemy2.gameObject);

3

StartCoroutine(MoveCameraToCave());

H

private IEnumerator PlayerFightTheBoar()
{

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.FreezePosition();

while (enemyl.health > 0)
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GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance.PerformAction(enemyl);
Debug.LogWarning($"ENEMY {enemyl.health}");
yield return new WaitForSeconds(1);

}

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.OnPathFinished -

() => StartCoroutine(PlayerFightTheBoar());

}
private IEnumerator
StartCharacterFire(GameLogic.Actors.ActorTypes.KnightActor actor,

GameLogic.Actors.CharacterActor enemyActor)
{
Debug.LogWarning("START FIRE");
while (enemyActor.health > 0)

{
enemyActor.anim.SetTrigger("Action");
actor.PerformAction(enemyActor);
yield return new WaitForSeconds(1);

}

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.UnfreezePosition();
Debug.LogWarning("STOP FIRE");

private IEnumerator MoveCameraToCave()
{
var newPos = cavePoint;
newPos.z = mainCamera.position.z;
while (cavePoint.y != mainCamera.position.y)
{
mainCamera.position = Vector3.MoveTowards(mainCamera.position,
newPos, mainCameraMoveSpeed * Time.deltaTime);

yield return null;

}
}
private IEnumerator MoveCameraToVillage()
{

var newPos = targetCameraMovePoint.position;

newPos.z = mainCamera.position.z;

while (targetCameraMovePoint.position.y != mainCamera.position.y)



112

mainCamera.position = Vector3.MoveTowards(mainCamera.position,
newPos, mainCameraMoveSpeed * Time.deltaTime);
yield return null;
}
Core.AudioManager.AudioManager.FInstance.DeleteCurrent();
Core.AudioManager.AudioManager.FInstance.CreateAndPlay(3, true,
Vector3.zero);
Debug.LogWarning("REVERSE");
newOrderInLayer = 3;
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(4,
null, RangerTalk);
}

private void RangerTalk()

{
StartCoroutine(ranger2.MovePath(ranger2MovePathBack));
ranger2.0nPathFinished += @) =>
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(5, null,

ContinueGame);

}

private void ContinueGame()

{
GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.UnlockMove();

GamelLogic.CameraController.Instance.IsCameraFollowsPlayer = true;

GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance.AddToMyTeam(GameLogic.Actors.Ac
torType.Knight, ranger2);
}

GhooseTrigger.cs — KOMIIOHEHT B3a€EMOJI€ 3 OJHUM 13 KOMITAaHBHOHIB
rpaBig — nepcoHakeM Ghoose. Ckpunt BU3HAYae MOBEAIHKY KOMITAHbHOHA ITi]T
yac HaOMMKEHHS TpaBlsd, aKTUBY€ MAlajord, aHiMamii 4u 1Hmi noxii. Bin
BUKOPUCTOBYETHCS JIJIs1 POLIMPEHHSI CUCTEMH CYMYTHHKIB Ta iX y4acTi B IrpOBOMY

polieci.

using System.Collections;
using System.Collections.Generic;

using UnityEngine;
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public class GooseTrigger : MonoBehaviour
{
[SerializeField] private Transform bush;
[SerializeField] private Vector3 bushNewPos;
[SerializeField] private float bushMoveSpeed;
[SerializeField] private GameLogic.Actors.ActorTypes.GooseActor

goosePrefab;

private GamelLogic.Actors.ActorTypes.GooseActor goosePlayer;
private Vector3 startBushPos;

private int bushMoveCircleTimes = 2;

private void Awake()

{

startBushPos = bush.position;

private void OnTriggerEnter2D(Collider2D collision)
{
if
(collision.GetComponent<GamelLogic.Actors.ActorTypes.MainPlayerActor>())
{
GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.LockMove();
StartCoroutine(BushMove());
GetComponent<BoxCollider2D>().enabled = false;

}
private IEnumerator BushMove()
{
for (int i = 0; i < bushMoveCircleTimes; i++)
{
while (bush.position != bushNewPos)
{
bush.position = Vector3.MoveTowards(bush.position,
bushNewPos, bushMoveSpeed * Time.deltaTime);

yield return null;

while (bush.position != startBushPos)
{
bush.position = Vector3.MoveTowards(bush.position,
startBushPos, bushMoveSpeed * Time.deltaTime);

yield return null;
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}
goosePlayer = Instantiate(goosePrefab);
Core.DialogueManagerLogic.DialogueManager.FInstance.StartDialog(6,
null, GooseDialogEnd);
}

private void GooseDialogEnd()

{

GamelLogic.Actors.ActorTypes.MainPlayerActor.Instance.AddToMyTeam(GameLogic.Actors.Ac
torType.Goose, goosePlayer);

GameLogic.Actors.ActorTypes.MainPlayerActor.Instance.UnlockMove();
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OB’EKT, NPEAMET | META POBOTHU

» OB6'ekT gocnigKeHHs
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PC, moGineHi

Unity 2D, 3D (Android, i05], C#;g:guuea;‘ua GaraTo HagdankLHW: MaTepianis, nonynApHWA
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Pos3po0Oka irop: 2D vs 3D
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CrtBopeHHA UML- giarpam

UML-AIATPAMU
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Liarpama npeuegeHTie Aiarpama nocnigosHocTi
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(Activity diagram)
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[Mpuknapg giarpamu knacis (Game Manager)

() lUpdateble

GameManager

* MUpdate()

+iUpdateble

- UpdatableList : [Updateble
- LateUpdatableList : ILateUpdateble

0.1

- Awakel()

- Update{)

- LatetUpdate!)

- LateUpdate()

+ StartGame()

+PauseGame()

+ResumeGame()

+ StopGamel()

+ QuitGame()

+ AddUpdatebleftern(in item: iUpdaleble)
+ AddL ateUpdatebleitem(in item: ILatelUpdateble)
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() ILateUpdatebie

*—dl;fieu pdateble

+ MyLateUpdate()

I 1

0.1
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Hiarpama nocnigoBHocTi (Sequence diagram)
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Po3pobka au3anHy irpoBux nokauin

Pucynok b.15 — Cnaiig 15

MeHeaxepu

AnimatorManager  KepyBaHHA 3anyCKOM, NAY30H0 Ta 3YNWHKOK aHIMaLUIA | peakuico

Ha X nogii

AudioManager EIOTBOPEHHA Ta KepyBaHHA MY3WKOK | 3BYKOBUMK edekTamu
rpu

DataManager s0epeXeHHa, 3aBaHTaHEHHA Ta OYMLLEHHSA ITPOBMX OaHMX |
HanawTyBaHb

DialogueManager  ynpaeniHHA Oianoramu, BigoDpaeHHAM pennik | NepcoHaKIB

GameManager rnobansHe KepyBaHHa CTaHoM P Ta NeEpexXoaamm M
CLEeHaMK.

InputManager 0bpobka BBedeHHA rpaByUA (KHONKM, YTPUMAaHHA, oci pyxy)

TaskManager KepYBaHHA SKTMBHMMM 33B0AHHANMM Ta X NOMKOoH BMKOHAHHA

TaskBase Da30BMIA KNac ANA CTEOPEHHA Ta Po3LUWPEHHSA IMPOBWX 3aBAaHb
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Tpennep irpoBoro 3acTocyHKy
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BucHoBKK

Y xopi poboti Byno gocnigxeHo npouec po3pobku irpoBux
3acTOCYHKIB, NpoaHarni3oBaHo K4oBi NpodecinHi poni 1a
eTann CTBOPEHHS irop. Y npakTU4Hin YacTuHi po3pobneHo
2D-rpy 3 enemeHTamu RPG, BKMOYHO 3 OianoroBok
cucTemMoro, rpadikoto, aHimadismmn Ta 6onoBumm
MexaHikami. poBefeHe TecTyBaHHSA NiATBEPANUNIO
BIANOBIAHICTb rpn TeXHIYHOMY 3aBOaHH. PoboTta
OEeMOHCTpYe e(PeKTUBHICTL KOMMNIEKCHOro niaxoay Ta
Cy4acHWX TeXHOrOorii Y CTBOPEHHI SKICHUX irpoBMX
NPOAYKTIB.
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https://voutu.be/DBjUyeExBhY ?si=rlUz—By6ZDuT61;U



https://youtu.be/DBjUyeExBhY?si=rIUz-By6ZDuT6ljU
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