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AHOTALIA

Jasumiok P. M. Po3poOka rpu «Spooky scary skeleton» B sxanpi survivor-like 3
BukopuctanHsaM Unity. Pykonuc. KBanigikariiina pooora 6akanaspa OIl «IHxkenepis
nporpaMHOro  3abesleyeHHs»  chemiagbHOoCcTI  «lHXeHepis  MpOrpaMHOro
3a0e3neueHHs». JIynpKkuil HalllOHAIbHUI TeXHIYHUHM yHIBepcuTeT. Jlyubk, 2025.

Kpamidikamiitna pobora OakamaBpa CKIaIaeTbCs 3 BCTYIY, TPhOX PO3MILIIB,
BHUCHOBKIB 1 ITPOIIO3UIIIM, CIUCKY BUKOPUCTAHUX JIPKEpPENT Ta JOJATKIB.

VY nepmomy po3ainai Oyno 31iHCHEHO KOMIUIEKCHMM aHali3 Cy4acHOTO CTaHy
IHAYCTPIl PO3POOKK KOMII’ FOTEPHHUX irop, 30KpeMa xkaHpy survivor-like. JlocmimkeHo
KITIOYOB1 TEHJIEHIIIi, YCIIIIHI MPOEKTH Ta MEPCIEKTUBH PO3BUTKY LILOI'O HAMPSIMKY.
[IpoananizoBaHO MpaKTUYHE 3aCTOCYBAaHHS TEXHOJOTIM po3poOku irop. Ha ocHoBi
MPOBEICHOTO  aHamizy Oyno chopMyar0BaHO OCHOBHI 3aBJaHHSI Ha JaHy
KBamQikaliitHy podoTy 6akanaBpa.

Y apyromy po3iii Oysio IPOBEACHO JIETAIbHUN aHai3 TeXHOJIOTIH po3poOKU
irop, 3 OCOOJIMBMM aKLIEHTOM Ha 1rpoBi pyuiii. Po3pobiieHo 0a30oBy apxXIiTEKTypy
IPOrpaMHOro 3a0€3MEUYeHHS] 3 YpaxyBaHHSM OCOOJMBOCTEH OOpaHOTO >KaHpYy.
OO6rpyHTOBaHO BHOIp TEXHOIOTIYHOTO CTEKY, 30KpeMa irposoro pyiuist Unity.

Y TpeThoMy pO3/iJIi ONKUCAHO MPAKTUYHY peastizallito IpH B ykaHpi survivor-like
Ha 0a3i obpanoro irposoro pymris Unity. [IpeacraBineno npoiec po3poOKu OCHOBHHUX
MexaHik rpu. [IpoBeneHe KOMIJIEKCHE TECTYBaHHS OCHOBHHMX MeXaHiK rpu. OmucaHo
MpoLIeC KOMITUISIT BUKOHYBAHOTO (haitiry rpu. byso cTBopeHo 1HCTaISAIIMHUN MaKeT.
['py 6yno po3milieHo Ha Creliani30BaHOMY CEpBICI.

VY BHCHOBKax /10 poOOTH MIJICYMOBAHO peani3oBaHy (YHKIIIOHAJIBHICTh TPH,
OOTpYHTOBAHO BHUOIp TEXHOJOTIM 1 MIATBEP/PKEHO JOCATHEHHS MOCTABJICHOI METH.
OxkpeMy yBary MOpUIIJIEHO aHaIi3y BUMOI JIO CHCTEMH, a TaKOX pe3yJjbTaTam
TECTyBaHHS, K1 3aCBITYWIN CTabUIbHY POOOTY I'pH, BIMIOBIAHICTS 11 JOT1KH OOpaHOMY
KaHpPY Ta BIACYTHICTb KPUTHYHHUX TOMUJIOK.

KirouoBi cnmoBa: po3poOka irop, survivor-like, irposuii pymriii  Unity,

UnrealEngine, Godot, GameEngine, relimaun3zaiin, koMmnijsiis rpu, Inno Setup.



ABSTRACT

Davydiuk R. Development of the game "Spooky Scary Skeleton™ in the
Survivor-like Genre Using Unity. Manuscript. Qualification work for bachelor's degree
in Software Engineering, specialty "Software Engineering". Lutsk National Technical
University. Lutsk, 2025.Bachelor’s qualification thesis in Software Engineering. Lutsk
National Technical University, Lutsk, 2025.

The bachelor's thesis consists of an introduction, three chapters, conclusions and
recommendations, a list of references, and appendices.

The first chapter provides a comprehensive analysis of the current state of the
computer game development industry, in particular the Survivor-like genre. The key
trends, successful projects, and prospects for the development of this area are explored.
The practical application of game development technologies is analyzed. Based on the
analysis, the main tasks for this bachelor's thesis were formulated.

In the second chapter, a detailed analysis of game development technologies was
conducted, with a special focus on game engines. The basic architecture of the software
was developed taking into account the peculiarities of the chosen genre. The choice of
the technology stack, in particular the Unity game engine, is substantiated.

The third chapter describes the practical implementation of a Survivor-like game
based on the selected Unity game engine. The process of developing the main game
mechanics is presented. The complex testing of the main game mechanics is carried
out. The process of compiling the game executable file is described. An installation
package was created. The game was placed on a specialized service.

The conclusions to the paper summarize the implemented functionality of the
game, justify the choice of technologies, and confirm the achievement of the goal.
Particular attention is paid to the analysis of system requirements, as well as to the test
results, which showed the stable operation of the game, the correspondence of its logic
to the chosen genre and the absence of critical errors.

Keywords: game development, Survivor-like, Unity game engine,

UnrealEngine, Godot, GameEngine, game design, game compilation, Inno Setup.
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BCTVYII

AKTyanbpHICTh TeMU. [HAyCTpisd Bifeoirop MOCTIMHO PO3BUBAETHCS, 1 T'paBIll
JIEMOHCTPYIOTh CTIMKUW IHTEpEC JO TMPOEKTIB, IO MPOMOHYIOTh I1HTEHCUBHUM,
JMHAMIYHUK 1 BOJHOYAC HemependadyBaHui irpoBuit gocsin. XKaup Survivor-like, 3
J0ro akIieHTOM Ha BW)KMBAHHI B YMOBaX MOCTIHHOT 3arpo3u, TPOKaUIll MepCoHaXKa iy
yac 1rpoBOi cecii Ta BUCOKIM perpaOelbHOCTI 3aBISKH €JIEMEHTAM BHUIIaJIKOBOCTI,
BiMOBIae muM 3anuTam. [lonynspHICTh Takux irop, sik Vampire Survivors, Brotato
Ta 1HIIKX, M1JIKPECTIOE aKTYaJbHICTh JOCIKEHHS Ta pO3POOKHU B [IbOMY HAMPSIMKY.

VY naniii poOOTI MOCTABJIEHO 32 METY PO3POOUTH MOBHOLIHHY KOMIT IOTEPHY TPy
B kaupi Survivor-like. J{ast nocsraeHHs 1iei MeT Oys10 HEOOXIIHO BUPIIIMTHA HU3KY
3aBlaHb, BKJIIOYAIOYM  OOIPYHTYBaHHS  aKTyaJIbHOCTI  BHOpPaHOTO  JKaHPY,
dbopMyIIOBaHHS BUMOT JI0 TPU Ta MPOEKTYBaHHS ii 6a30BOro (yHKIIOHATY, BHUOIp
ONTUMAJIBLHUX 1HCTPYMEHTIB [IJI1 PO3POOKH, Oe3mocepeqHi0 po3poOKy TIpu 3
ypaxyBaHHSIM OCOOJIMBOCTEW >KaHpy Ta, HAPEIITI, KOMIUIALIK TOTOBOIO MO
BUKOPHUCTaHHS BUKOHYBAHOTO (hailiy.

O06’exToM KBasi(hiKaLIHHOI POOOTH € MPOLIEC PO3POOKU KOMIT FOTEPHOI IPH.

[TpenmeTom kBamidikamiitHoi poOOTH € METOIOJIOTIS Ta IHCTPYMEHTH PO3POOKHU
irop y »xanpi Survivor-like, BkiIrOYarOYM NPUHIMIN TeHMIU3aiHY, OCOOJUBOCTI
BUKOpPHUCTaHHS irpoBoro pymiis Unity, a TakoX TpOIeC MiJAITOTOBKH Ta KOMIUISIIT
diHambHOrO OLIAY TpU JUIS MOJAJIBIIOTO PO3MOBCIOKEHHS. 3aCO000M JOCSATHEHHS

MCTH € BI/IpiH_IeHHH HAaCTYIIHUX 3aBJlaHb:

OOIpYHTYBATH aKTyaJIbHICTH BUOPAHOTO JKaHPY;
— copmyroBaTH BUMOTH TPH Ta CIIPOEKTYBATH 0a30BUi (HYHKIIIOHAI TPH;

— 00paTH IHCTPYMEHTH JJIs1 PO3POOKU I'pU;

po3pobuTH Tpy B xaHpi Survivor-like;
— CKOMIIUTIOBATH BUKOHYBaHUI (aiin;
— MPOTECTYBATH PO3POOJIEHY IDY;

— PO3MICTUTH TPy Ha CHEIiaTi30BaHOMY CEpBIC.



PO3/ILI 1
AHAJII3 TEXHOJIOT T PO3POBKH BIIEOITOP I TOCTAHOBKA
3ABJIAHDb HA KBAJII®IKAIIITHY POBOTY

1.1 Anaji3 cy4acHOro cTany nmpoojaeMu

Po3poOka Bizeoirop — 1e 6araTtoeTamnHuil mpolec, KU BUMarae oprasizaiiii,
ysSIBU, TIOCHI)KEHb Ta yBaru J0 JeTajci.

[HnycTpis Bifeoirop Ha ChOTOJIHI € OJHIEI0 3 HAWTWHAMIYHIININX 1 HAHOUIBII
npuOyTKOBUX TaTy3ei 1U(POBOTO PUHKY. 32 OCTAHHE JIECATUPIUYS CIIOCTEPITacThCs
CTpIMKE 3POCTaHHS MOMYJSPHOCTI 1HI1-PO3POOOK Ta irop, CTBOPEHUX HEBEIUKUMU
KoMaHaaMHu abo OKpeMHUMH po3poOHHMKamu. l[poMy crpuse mosBa IOCTYMHHX 1
MOTY)KHHX pyIriiB, Takux sk Unity (puc. 1.1), mo mg03Boiisie peani3oByBaTH CKJIaJHI

i71ei HaBiTh Oe3 Beukoro 0o kery [1].

Pucynok 1.1 — Iarepdeiic pymris Unity

Yanp Survivor-like e BiZHOCHO HOBMM MiKaHPOM B irpoBiii iHmycTpii. Moro
3pOCTaHHs MOYaJIocs 3 BUX00M Ipu «Vampire Survivors» y 2022 porii, sika oTpuMaa
BHUCOKY OIlIHKY TpaBIiB 1 KPUTHUKIB 3aBASKA TPOCTOMY, aJieé 3aXOILTIOI0YOMY

reimIuiero, a Takok eneMmeHTaM rogue-like. OcoOmMBICTIO I1OTO JKaHPY €



aBTOMaTHYHA aTaka I[IepCOHa)Ka, HECKIHYEHHI XBWJII BOPOTriB, SIKI IOCTYIOBO
YCKJIaJTHIOFOTBCS, 1 CUCTEMa MOKPOKOBOTO TIOKPAIICHHS XapaKTEePUCTHK [2].

Irpu y >xanpi Survivor-like mMaroTh HU3KY XapaKTEpPHHUX OCOOJIMBOCTEH, fIKi
BUPIZHAIOTH iX CepeJ] IHIINX THUIIIB BiJICOIrOp 1 BU3HAYAIOTh CHENU(DIKY TeHMILICIO.

OpHi€ro 3 KIIOYOBUX PUC € aBTOMATHMYHMM Olif: rpaBelb HE Kepye aTakamu
Oe3rnocepelHb0, a JIMIIEe KOHTPOJIOE TIEepecyBaHHS NepcoHaka. Takuil miaxin
30CepeKy€e yBary rpaBllsd Ha YXWJIEHHI BiJ BOPOriB, €()eKTUBHOMY IO3UI[IOHYBaHHI
Ha T10J11 OO0 Ta MPUWHATTI TAKTUYHUX PIIICHD.

JIpyroro BaKJIMBOIO XapaKTEPUCTUKOIO € IMOCTIHE 3pPOCTaHHS CKIJIAIHOCTI:
BOPOTH 3 SIBISIFOTHCS Y XBUJISIX, 3 KOXKHOIO XBUJICKO CTAalOUM BCE OUIbII YHUCICHHUMH,
MIBUAKAMH Ta CHIIBHUMH, 110 3a0€311euye OCTYIOBE MIABUIIICHHS HAIPY>KEHH. Y Tpi
npucyTHiii enemeHT RPG-mporpecii, sKuil BUpaX)aeTbCsl y PO3BUTKY MEPCOHAXKA!
3HMILIEHHS] BOPOT1B MPUHOCUTH JOCBIJI, 110 JAO03BOJISE BIAKPUBATH HOBI MOKpAIEHHS
a00 ITOCHITIOBATH B)K€ HAsIBHI 310HOCTI.

Ile omgHi€0 OCOOJIMBICTIO € OOMEXEHa TPUBAIICTh ITPOBOI cecli — 3a3BUYail
OJIHa rpa TpuBae (IKCOBAHUM yac abo JIOTH, JOKH MEPCOHAX HE 3arvHe, 10 POOUTH
I'pY I[Or0 XaHPYy NPUJATHUMH SIK JUIsl LIBUAKUX CEAHCIB, TaK 1 Ui 6araropa3zoBoro
POXO/I>KEHHSI.

XKaup Survivor-like yacto mopiBHIOIOTH 13 TakUMM >kaHpamu, sik bullet hell,
roguelike Ta twin-stick shooter. ITonpu meBHi cribHI pucu, Survivor-like mae cBoi
yHiKaJIbH1 ocobsmBocTi. Hanmpukian, Ha BiaMiHy Bija roguelike-irop, ae 3Ha4HYy poJib
BiZIirpae reHeparlisi J1abipuHTIB Ta PECypCOMEHEIKMEHT, y Survivor-like ocHOBHHUIA
aKIIEHT 3MIIIEHO Ha IMHAMIKY OO0 Ta BUYKMBAHHS B YMOBaX MOCTIMHOTO HATUCKY. Y
nopiBHsHHI 3 bullet hell, y sxomy rpaBeir yHUKae BENHUKOi KUIBKOCTI CHapsiB,
Survivor-like wyacriie TOKIama€ThCs HA IIUJIBHICTH BOPOTIB Ta IPOTPECHBHY
eckanailiro Hebe3neku. Twin-stick mryrepu, xo4a 1 MarOTh CX0XKHI (popMaT KEpyBaHH,
3a3BUYail MOTpPeOyIOTh PYYHOI aTaku, ToAl K y Survivor-like araku aBToMaru3oBaHi.
Taxuit iaxia 3HWKYE MOPIT BXOY JIJIs1 HOBAUKIiB 1 pOOUTH TPy 3pYUHIIION JIJIsl TPY Ha

MOOUIBHUX TPUCTPOSIX.
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1.2 IlocTaHoBKAa 3aBIaHHsA HA KBaJdiikaniliny poodoTy 6akanaBpa

CdopmoBaHo MeTy poOOTH, KOO € po3poOka rpu B xkaHpi Survivor-like 3
nonomMororo pyiris Unity.

BignoBigHo 10 MeTH, BU3HAYEHO 3aBJaHHS, sIKI BUKOHYBATHUMYThCS MMij 4ac
poOOTH HaJl MPOEKTOM KBamidikaiiitHoi poboTu OakanaBpa:

— OOTpyHTYBATH aKTyaJbHICTh BUOPAHOTO JKaHPY;

— cdopMyITIOBaTH BUMOTH TPHU Ta CIIPOEKTYBATHU 0a30BUi (DYHKITIOHAI TpH;

— 00paTH IHCTPYMEHTH IJI1 PO3POOKH TPH;

— po3pobutu rpy B xanpi Survivor-like;

— CKOMITLTFOBaTH BUKOHYBaHUM (paiii;

— TPOTECTYBATHU PO3POOJICHY T'PY;

— PO3MICTUTHU TPy Ha CHEIiaTi30BaHOMY CEpBIC.

BucnoBku 10 po3aiay 1

VY nepiromy po3aiiai 0yio 3A1HCHEHO aHalli3 Cy4acHOT0 CTaHy PO3POOKH 1rop y
*aHpi Survivor-like, a TakoX poO3rJISTHYTO MOMJIMBOCTI BHKOpPHCTaHHs pymiis Unity
Ui peamizaili MOmiOHMX TPOEKTIB. BU3HAaueHO KIIOYOBI PHUCH >KaHPY, HOTO
0COOJIMBOCTI Ta MEepeBar.

Irpu xanpy Survivor-like nponoHyOTh IHTEHCUBHHUI redMILICH 13 MOCTYIIOBUM
3pOCTaHHSM CKJIaTHOCTI, 1110 TMOEIHYE €IEMEHTH BUKUBAHHSI, TUHAMIYHOI CTpaTerii Ta
RPG. TlonynspHicTh IBOTO >KaHPY 3yYMOBJIEHA JIOCTYIHICTIO, peirpaOesibHICTIO Ta
MPOCTOTOI0 OCBO€HHS. 3actocyBaHHs Unity sIK OCHOBHOTO 1HCTPYMEHTY PO3POOKHU
HaJa€ MUPOKI MOKIIMBOCTI 3aBISIKA KPOCILIAT(HOPMEHOCTI, pO3BUHEH1M €KOCUCTEMI Ta
miarpumili 2D/3D rpadiku.

3aBASKM PO3BUTKY TEXHOJIOTIM 1 MIMPOKOMY JOCTYIY JO TMOTYXHHUX PYIIiiB,
CTBOPEHHSI TMOAIOHMX Irop CTajl0 peaJlbHUM HaBITh [JIsl HEBENUKHX Komania. Lle
3YMOBHUJIO CTPIMKE 3pOCTaHHS KUIBKOCTI MPOEKTIB y IBOMY JKaHpl Ta MOTpedy B

AKICHOMY TEXHIYHOMY PIILIEHHI JIJIs peaji3ailii yHIKaIbHUX 1J1eH.
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Ha ocHoBI mpoBeneHoro a”amizy OyJl0 BH3HAYE€HO METY JaHOI POOOTH —
pPO3pOOHMTH TOBHOIIHHY T'py B kaHpi Survivor-like 3 Buxopucranusm Unity.
ChopMynboBaHO 3aBHaHHS MJIs1 MNOJAIBIINX €TaliB PO3POOKHU, BKIIOYHO 3
BU3HAUCHHSM KOHIICMIIT TpH, BUOOPOM IHCTPYMEHTIB, peaii3alli€l0 KIHOUYOBUX
MEXaHIK, PO3pPOOKOI0 Bi3yalbHOr0 O(MOPMIIEHHS, @ TaK0X TECTYBAHHSM ITPOBOIO

IpoIIiecy.
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PO3JILI 2
CHELIU®IKALISI BAMOT 10 PO3POBJIIOBAHOI CUCTEMM

2.1 Anaji3, BU3HAYEHHS BUMOT /10 PO3P00JII0BAHOI I'PH, TA ii NPOEKTYBAHHA

[lepen po3poOKoO OYIb-IKOTO ITPOBOTO MPOEKTY BaXIMBO C(HOPMYITHOBATH
HOro KOHIEMIIII0 Ta 3pO3YMITH, SKUM YHHOM Tpa Oyne BIAMOBIAATH OUYIKyBaHHSIM
KOPUCTYBadiB. Y BHIIQJKy 3 MPOEKTOM Yy >KaHpi Survivor-like, ocHOBHMII aKIEHT
pOOUTHCST Ha I1HTEHCHUBHOMY TeWMILIei 3 HECKIHYEHHUMHU XBWISIMH BOpPOTIB 1
MIOCTYIIOBUM PO3BUTKOM TiepcoHaka. [ paBelb kepye mepcoHakeMm, 1110 Ma€ BIDKUTH B
YMOBaxX TOCTIHHOTO HATHUCKY 3 OOKy MNpOTHMBHUKIB. BomHouac, Ha BiAMIHY Bif
KJacHYHHUX action-irop, y Survivor-like (puc. 2.1) ataku mepcoHa)ka BUKOHYIOThCS
aBTOMAaTUYHO, a yBara rpaBIlsl 30CEPEKY€ETHCS TIEPEBAXKHO Ha MEPECyBaHH], yXUJICHH1

BiJl BOPOT'iB Ta BUOOPI IMOKPAILEHb ITiC/Is MiABUIIEHHS piBHS [4].

Pucynok 2.1 — I'pa Vampire Survivors [5]
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[Ipotsarom irpoBoi cecii rpaBels HaOUpae JAOCBIJI, 3HUIILYIOYU BOPOTiB, 1 KOXKHE
HOBE IMIJBUIICHHS PIBHS  BIJAKPUBAE JOCTYNl JO HOBUX HAaBUYOK abo
MoKpamieHb (puc. 2.2). Taki eleMeHTH JaloTh 3MOTY CTBOPHTH I[IKaBHHA ITHKII
PO3BUTKY, B SIKOMY KOXKHa HOBA I'pa MOXX€ BIJIPI3HATHUCS 3a CTUJIEM — 3aJIeKHO BIJ
BUOpaHUX KOMOiHaIii mokpamieHdb. OcoOMmMBoi yBaru morpedye OamaHC CKIIaTHOCTI:
13 YyacoM Trpa TIOBMHHA YCKJIQJIHIOBATUCS, BOPOTM — CTaBaTH IIBHAIIMMU Ta
CIJIbHIIIIUMHU, a8 Ha TICBHUX €Tarax — 3’ IBISTHCS OOCH, 1110 BUKOHYIOTH POJIb TIEPEBIpKU
HABUYOK TPaBIIS.

TakuMm 4MHOM, KOHIICMIIIS T'pU 0a3yeThCs HA KOMOIHAIT TPOCTOr0 KEPYBaHHS,
MOCTIHHOTO PO3BUTKY MEPCOHAXKA Ta 3POCTaHHS BUKIIMKY, 0 POOUTH KOXHY CECIIO
YHIKaJIbHOIO ¥ MOTEHIIHHO perpabenbHOI0, TaK0XK KOHCTPYKIIiS CUCTEMHU 3a0e3neuye

MOJKJIMBOCTI JUISl PO3IIMPEHHS B MailOyTHROMY [6].

‘Max_Hedlth
* '‘Reacovary
' v Armor
& MoveSpaad

/Might

T UAREeS

< Speed
Duration

~Amount
Cooldown

* Luck

" 4 Growth
£ Groaod
‘ Magnet

Attacks horizeontally, passcs
through cpemics.

Lightaning Ring

Strikes at random enemivs.

increase your Luck

for a chance Tto got 4 choicee

PucyHok 2.2 — Bikno migBuieHHs piBHS B rpi Vampire Survivors [7]

OyHKII0HAIbHI BAMOTH (DOPMYIOTHCS BIJTIOBITHO 0 KaHPOBUX OCOOJIMBOCTEM,
JIOCBI/Iy aHAJIOTIYHUX 1TOp 1 OYIKYBaHb ayauTopii. ['paBelb MOBHHEH MaTH 3MOTY

KEpyBaTU MEPCOHAKEM Yy PEalbHOMY 4Yacli, BUKOPUCTOBYIOUM ctaHiaptHe mias [1K
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kepyBaHHsi knaBimamMu WASD. Tlpu 1mpomy araku mepcoHaka BiIOYBalOThCS
aBTOMATHYHO 3 TIEBHOIO NIEPIOJIMYHICTIO, & IXHSI YacTOTa, CHiia Ta (hopMa 3aJiexkaTh Bl
MOTOYHOTO HAOOpY aKTUBHUX MOKPAIIEHb.

[licns BOuUBCTBA BOpora TpaBellb OTPUMYE TIEBHY KIUIBKICTh JIOCBIY.
HakonuyenHs neBHOT KIJIBKOCTI JJOCBIY MiABUIIYE PIBEHb MEPCOHAXKA, 1110 BIIKPUBAE
BIKHO BHOOpY TIOKpaIlleHHS — HOBOI 3JaTHOCTI a00 TIOCHJIEHHS I1CHYIOUHX
XapakTepucTuk. Lle MoxyTh OyTH JOAATKOBI CHapsiAM, 30UIbIIEHHS paalycy LIKOAHM,
CKOpOYCHHS 1HTEpBAIY MIX TOCTpijamu, Tomo. ['paBenb mpuiitmMae pileHHs, SKe
0e3nocepeIHbO BIUTMBATUME HA CTPATET1I0 BIXKHUBAHHS B MOAAIBIIOMY.

[IpoTsirom rpu Ha ekpaHi 3 SBISIOTHCS BOPOTH, KIIBKICTh 1 CKIQAHICTh SKHX
3pOCTa€ 3 YAaCOM. IXHs TeHepallis BifOyBaeTbcs XBUIISMH, a0 * Oe3lepepBHO i3
MOCTYIIOBUM YyCKJIagHeHHsAM. KOXXHI KiJTbKa XBHJIMH a00 TpU JOCSITHEHHI MEBHOTO
PIBHS 3’SIBISIETHCS OCOOIMBO CUIBHUM CYMPOTUBHUK — 00c. Lle Bopor 13 miIBUIIICHUM
pIBHEM 370pPOB’sl, TOCUJIEHUM PO3MIPOM Ta MOMKIIUBO — YHIKJIBHUMU 3/110HOCTSIMHU.
Ilepemora Hamg Gocom mae MOAATKOBY HAaropoay 1 BIAKPUBAE NUISIX JO HACTYIMHOTO
eramny rpu [8].

Cepen 1HmMMX BaxJIMBUX (QYHKIIHA BapTO BUIAUIMTH CUCTEMY 3JI0pOB’ S
nepcoHaxa. ['paBenib mounHae 3 ikcoBanuM 3anacom HP, sikuii 3MeHIyeTscs npu
31ITKHEHH1 3 Boporamu. Ilicnsi BuyepmaHHsS 310pOB’sl T'pa 3aBepiiyerbes. [licis
nopa3ku BimoOpaxaeTbCsl (IHATBHUNM pEe3ynbTaT — HANPUKIAJA, 4Yac BUIKWBAHHS,
JOCSTHYTHM piBE€Hb a00 KUJIbKICTh 3HUILIEHUX BOPOTIB.

CtpyKkTypa NpOEKTY Mae€ rependadyaTd MOXKJIMBICTh PO3IMIUPEHHS: J0/IaBaHHS
HOBUX THUITIB BOPOTiB, 30pOi, MOKpalleHb, MEXaHIK 0e3 MoTpedu y TIHOOKOMY
nepenucyBadHi 60azoBoro kony. lle mocsraeThcs MUISTXOM TPABWIBHOTO PO3JIITICHHS
JIOT1KM Ha OKpPEMI1 KJIaCH, BUKOPUCTAHHS 1HTEPQEICIB Ta 11a0J0HIB IPOEKTYBAHHS.

Kpim Toro, iHtepdeiic rpu mae OyTH 1HTYITUBHO 3pO3YMIIMM Ta 3PYYHHM.
['paBens MOBMHEH 3 MEPIINX CEKYH]I OPIEHTYBATHCS y BCIX €JEeMEHTaX KepyBaHHS Ta
Bi3yalibHINM 1H(OpMaIli Ha ekpaHi. BaximBo AOTpUMYBAaTUCh Cy4aCHUX MPUHIIUITIB
UI/UX nu3aiiHy: BUKOPUCTaHHSI KOHTPACTHUX KOJBOPIB, 3pYYHE pPO3TALIyBaHHS

naHesIel, BIACYTHICTh 3aliBUX €JIEMEHTIB, K1 BiBOMIKAaOTH yBary [9].
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Jns peamizaiii rpu Oyae BHKOPHUCTAHO 00’€KTHO-OPIEHTOBAHMMN IMIJX1M, IO
nepeadavae JIOTIYHE PO3MITICHHS OOOB’S3KIB MIDK KOMIIOHEHTAMHU Ta IIOBTOPHE
BuKopucTanHs koxy (puc. 2.3). OCHOBHHMH CKJIQJJOBUMH IrPOBOTO IPOEKTY €:
CUCTEMa KepyBaHHS TpaBlIeM, CUCTeMa CTPUIbOU, JIOTiKa BOPOTiB, MEHEIKEp PIBHA,
cUCTeMa IIPOKayyBaHHs, ClIaBHEp BOPOriB 1 6azoBuil GameManager, KUl KOOpAUHYE

BCi mporttecu rpu [10].

Game
L=

CameraFollow cs |¢—| Camera |

Main menu.cs

GameOver cs |

Invincibilyti.cs

l 1 | Health Bullet cs P

playerDamagedinvincibility.cs HealthBar.cs HeathController.cs
PlayerMovement.cs |

EnemyMovement cs
EnemyAitak.cs |¢—i Enemy

| PlayerAwarenesOfController.cs

PlayerShoot
el o e B ey S R S e

ScoreController.cs

Spawner.cs

Pucynok 2.3 — lepapxisi BHYTpILIHIX TANOK TpU

[lepcoHaxk TpaBls pealli3yeThbCs Yepe3 OKpEeMUN CKPUNT, L0 BIANOBIAAE 3a
nepecyBaHHs Yy JABOBUMIPDHOMY MpOCTOpl Ta oTpuMaHHS wikoau. CrpuisHHHA
peaiizoBaHa y BUTJISIZII KOMIIOHEHTA, 1[0 T€HEPYy€E CHAPSIU 13 3aJlaHuM 1HTepBajioM. Ll
CHapSIIA B3a€EMOJIIOTH 13 BOpOraMu depe3 Komi3ii Ta mepeaaroTs iM iH(opmariito mpo
HaHeceHy Ikoay. Boporum peanizyloTbesi AK OKpeMi OO’€KTHU 3 BJIACHUMH
napaMeTpaMu: 310pOB’sIM, IIBHUJKICTIO, TUIIOM MOBeAIHKU. bocu, y cBoro yepry, €
I1JIKJIACOM BOPOT1B 13 MaclITaAOOBAHUMU XaPaKTEPUCTUKAMMU.

Bci noaii B rpi koopauHytoThes uepe3 GameManager — neHTpaibHUHN KJlac, 1110
HILIa3ye rpy, 00pobisie cran Game Over, Kepye TOTOKOM XBUJIb BOPOTIB, a TAaKOXK

B3aemozie 3 Ul I[aTepdeiic peanizyeTbcs OKpeMUM MEHEIKEPOM, IO BiFCIHIIKOBYE
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3MIHM Yy 3JI0pOB’i, JOCBiai, piBHI Ta 4Yacy. KomyHikaiis MK eleMEeHTaMu TpH
Bi10OyBaeThcs uepes nojii abo narepH Observer, 1110 703BOJISIE TUHAMIYHO OHOBJIFOBATH
naHi 0e3 )KOPCTKUX 3ajexxHocTer [11].

3aranpbHa CTPYKTypa CIIEHH Tiependadac HasBHICTh OKPEMOi T'OJIOBHOI CIICHH
I'pU, CTAPTOBOI'O MEHIO Ta eKpaHa 3aBepiieHHs. Lle 103Boisge TOTTYHO BIIIUTH Pi3HI

CTaHU TPU Ta peaii3yBaTH IUIaBHI MEPEXOAN MK HUMHU.

2.2 Bubip 3aco0iB, MeToniB i ajJropurMiB BHUpillIEHHS MOCTABJIEHOI 0

3aBAaHHA

Bubip nmpaBuiibHOT0 irpOBOT0 PYIIIisS Ma€e BUPIIIAIbHE 3HAUCHHS JIJ1s OY/Ib-IKOTO
pPO3pOOHUKA Irop, HE3aleKHO BiJ HOro MOCBiMYy. 3 TAaKOK BEIMKOI KUIBKICTIO
JOCTYITHUX BapilaHTIB, KOXKEH 3 SKUX Ma€ CBOI CHJIbHI Ta CJIa0Ki CTOPOHH, Ba)KJIMBO
PO3YMITH, 110 pOOUTH KOKEH PYIIINA YHIKAILHUM.

[rpoBuii pymiii — 1e nporpamMHuil PpedMBOPK Il CTBOPEHHS Ta PO3POOKH
Bimeoirop. Bin Hamae Habip I1HCTpyMEHTIB 1 0i10MIOTEK, SKI BUKOHYIOTH THUIIOBI
3aBIAaHHS PO3POOKU 1rop, Takl SK PpeHAEpUHr TpadiKu, MOJECTIOBAHHSA (I3UKH,
KepyBaHHSI 3BYKOM TOIO. BUKOPHUCTOBYIOUHM 1TPOBUI PYIIiH, PO3POOHUKH MOXKYTh
30CEepEIUTHUCS HAa CTBOPEHHI YHIKQJbHMX AacCIeKTIB CBO€I TpU, a HE BUHAXOJIUTHU
BEJIOCHUTIE]T JUTSI IINX 0A30BUX €JIEMEHTIB.

Byso po3risiHyTo 4 pylinist )11 BAKOPUCTAHHS Yy JAHOMY TIPO€EKTI, a came Unity,
Unreal Engine, Godot, Ta GameMaker.

Unity (taba. 2.1) craB HafiliHMM ITOMIYHHKOM B I1HIYCTpil pO3pOOKH irop,
BIJJOMUIA CBO€IO YHIBEPCATbHICTIO Ta MPOCTOTOI0 BUKOPUCTAHHA. BiH miaxoauTs ams
po3pobku sk 2D, Tak 1 3D irop, mo poOuTh HOro MpUBaOIUBUM BUOOPOM IS
HIUPOKOro crekTpy mnpoekTiB. Ilupoke cxosuiie pecypciB Unity Ta couibHOTa
MIATPUMKH CIPUSIOTh KWOTr0 TMOIMYJAPHOCTI, a MOXJIHMBOCTI KpOC-TIaT(OPMHOrO

PO3ropTaHHs MiABUIIYIOTh HOro JOCTYMHICTh [12].



Tabmuusg 2.1 — INepeBaru ta Hepomiku pyirisg Unity

[lepeBaru

Hemoniku

3py4dHICTh

['pacdiuni oOMexeHHS

Kpocc miardopmeHHicTh

[IpoGaemu 3
[IPOAYKTHUBHICTIO

Moga nporpamyBanHs: C#

DparmeHTalis MiX BEepCisIMH

Po3BuHeHa crijibHOTA
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PospooOnenunii Epic Games, pymni Unreal Engine (tabn. 2.2) € TUTaHOM

IHIYCTpli, BIJIOMUM CBO€IO TIPHUTOJIOMIUIMBOIO Tpadikod Ta peaiCTUIHUMU

BI3yalbHUMHU edekTaMu. BiH 171eanbHO MIIAXOAUTH U1l po3poOku AAA-1rop, 3aBasKu

MOTY)KHOMY PYUIII0 PEHAEPUHTY Ta IHTYITMBHO 3pO3YMITIH CHCTEMI Bi3yaJdbHHX

cueHapiiB Blueprints. Maiictepnicte Unreal Engine monsirac B HOro 3aaTHOCTI

CTBOPIOBATH NEPIIOKIAcHY rpadiky Ta kiHemarorpadiuni epexrn [13].

Tabmuusg 2.2 — IepeBaru ta Hepomiku pymis Unreal Engine

[lepeBaru Henomixku
BucokosikicHa rpadika KpyTa KprBa HaBYaHHs
Bisyanbauii ckpunt Blueprint PecypcoMicTKicTh

Benvka CrijibHOTa Ta pecypcH

[ToBibHIIIMIT YacC iTepalii

MaciraboBaHICTh Ta
MPONYKTUBHICTh

Men rayukuit 17 2D irop

[TinTpriMKa TEXHOJIOT1H
HACTYIHOT'O MOKOJIHHS

Godot (tabn. 2.3) 3700yB MOMYJSPHICT SK ITPOBUH PyIIid 3 BIAKPUTHM

BUX1HUM KOJIOM, 1[0 TIOETHYE B COO1 MPOCTOTY Ta YHiBepcaabHICTh. Godot miaTpumye

po3poOKy sik 2D, Tak 1 3D irop, Mae BizyajabHYy CUCTEMY HalMCaHHS CIIEHAPIiB, a CalT

320X04y€ JI0 CHIBMpAIll CHiJILHOTH. 3aBASIKMA BIJCYTHOCTI JIIEH3IMHUX TUTATEXKIB Ta

AKTUBHIN CIIJIBHOTI, BIH CTaB MPUBAOIUBUM BUOOPOM IS 1HI1-pO3pOOHHUKIB [14].

Ta6mmr 2.3 — IepeBaru Ta Henoiku pyiis Godot

[lepeBaru

Henomiku

BinkpuTnii BUXiTHUHA KOJT

HeBenmka criyibHOTA

[ToBHICTIO OE3KOLITOBHUMN

Mennia QyHKIIOHAJIBHICTb

[TinTpriMKa OaraTbOX MOB
MporpamMyBaHHs

HeBenuka iHTErpoBaHiCTh B
THAYCTpitO

Oxpewmi Bepcii pymris aist 2D
ta 3D po3poOku
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GameMakerStudio (tadm. 2.4) — e 2D-opieHTOBaHHUI IrpOBHIA PYIIIii, BiOMU
CBOEIO MIPOCTOTOIO Ta JIETKICTIO Y BUKOpUCTaHHI. BiH 0co0imBO momynsipHuii cepes
1H1-pO3pOOHUKIB Ta aMaTOPiB CTBOPEHHS MIKCEIbHUX ITOp 1 BUKOPUCTOBYBABCS IS
po3poOku Takux irop, sik Undertale, Spelunky, Hyper Light Drifter, Hotline Miami Ta
Katana ZERO [14].

Ta6mmis 2.4 — IepeBaru ta Heponiku pyiis GameMaker

[IepeBaru Henomiku

3py4UHICTD O6mexen1 3D MOXIMBOCTI
2D - coemiamizaris [1nata 3a JiIeH31o
AKTHBHA CHIJIbHOTA [TponyKTHBHICTb
Kpoc-miardopmuunii

Moga Bukopucranss - GML
eKCIIOPT

Hemae BOymoBaHoOi
IATPUMKHU PO3LLIUPEH 01
0araToKOpHUCTyBaLbKOT
Mepexi

Jl11s po3pO0KHU 3aCTOCYHKY, SIKUM JO3BOJIATUME B3a€MOAISTH 3 KOMII FOTEPOM 3a
JOTIOMOT'OI0  JKECTIB, MO)XHa BHUKOPHUCTOBYBATH pI3HI MOBH HpOrpaMyBaHHS 1
BiAmoBiAHI 1M Oi0mioreku. Illo60 Bu3HAYMTH, SKI 1HCTPYMEHTH € HAHOLIBIIT
ONTUMAJIILHUMU Ta €(PEKTUBHUMHU Jisi OOpOOKH i po3Ii3HABAaHHS KECTIB, TPOBEIEHO

OTJISI/T KIJTbKOX TaKMX MOB, III0 JO3BOJIAIOTH PEali3yBaTH JIaHE MPOrPaMHE PIiIlICHHS.

BucHoBKkH 10 po3aiiy 2

Ha ocHoBi aHanizy MOXJIMBUX TIaTGOPM 1 3aC001B PO3POOKH ISl CTBOPEHHS
TpH B kaHpi Survivor-like, oopano pymriit Unity, skuii HaJiae MUAPOKi MOKITMBOCTI JUIs
peamizamii  2D-rpadiky, NIATPUMYE MAacCIITa0OBaHY apXITEKTypy TMPOEKTY Ta
3abe3neuye kpocratdopmennicts. CepenoBuie po3podku Visual Studio Oyno
BUKOPHUCTAHO JUIsl HAIMMCAaHHS KoJly Ha MOB1 C#, sika € ocHOBHOO Jijist Unity 1 103BOJIsIE
e(DeKTUBHO CTPYKTYpYBaTH JIOTIKY T'pH, BUKOPHUCTOBYIOUM OO0’ €KTHO-OPI€HTOBAHUM
M1X1/1 1 TaTePHU MPOEKTYBAHHS.

J171st moOyA0BH JIOTIKH 1TPOBOTO MPOLECY 00OPaHO AITOPUTMH, SIK1 BIAIOBIIAIOTh

’KaHPY: CIIaBH BOPOTIB 3 MOCTYIIOBUM YCKJIaJHEHHSIM, HAKOIMYEHHS JAOCBIAY Ta BUOIp
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MOKpaIeHb IpaBieM. Bci 111 e1eMeHTH OpraHi3oBaHO y BUTJISAII MOJYJIB 13 YITKUMH
BIJIMTOBIJAIBHOCTSIMH: OKPEMO JIJIsl TpaBIlsi, BOpOriB, MeHemkepa rpu ta Ul B ocHOBY
MoOyI0BU B3a€MOJI1i MK KOMIIOHEHTaMH TOKJIaJ€HO MOJ[1I€EBY CUCTEMY, IO IMiABUIILYE
THYYKICTh 1 pO3IIMPIOBAHICTD KOJY.

[opiBusBum nomynspui pymni (Unity, Unreal Engine, Godot, GameMaker
Studio), Bcranomneno, mo Unity € HaWOIbII ONTUMAILHUM BUOOPOM 3aBISKU
3pyqHOCTI 1 2D-po3po0OKu, BEIMKIM KIJIbKOCTI JOKYMEHTAIl1, aKTUBHIM CIIUJILHOTI Ta
MiTPUMITI OCHOBHUX TUTaT(HOPM.

Takum yuHOM, 0OpaHuit HAbIp TEXHOJIOT1M, METO/IB 1 IHCTPYMEHTIB JO3BOJISE
e(eKTUBHO peanizyBaTtu (PyHKIIOHAJIBbHICTh, IPUTAMaHHy Cy4aCHUM irpaM y >KaHpi
Survivor-like, i3 3a0e3neUYeHHSIM THYYKOCTI ITOAAJIBIION0 POMIMPEHHS, ONTHMI3allii

Ta BUBOJY MPOJYKTY Ha Pi3HI MIATHOPMH.
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PO3/ILI 3
PO3POBKA I'PH B )KAHPI SURVIVOR-LIKE 3 JJOITOMOT' OIO PYIIIS
UNITY

3.1 llpakTnyHa peaJizanisi 00’€KTa NPOEKTYBAHHA

VY mporieci po3poOKu Tpu xKaHpy Survivor-like Oyno BHKOpHCTaHO irpoBHi
pywiii  Unity, sSKuUH Haga€e MNOTY>KHUW HaOlp IHCTPYMEHTIB [UIsl CTBOPEHHS
IHTEPaKTUBHOTO TPUBUMIPHOTO cepenoBuiia. OCHOBHUM CEPEIOBHINEM PO3POOKHU
oopano Unity Editor Bepcii 2022.3 LTS, a sk iHTerpoBaHe cepeloBUIIE IS
penaryBanns koay — Visual Studio 2022, 3 BOynoBanuM miarpumanssm mosu C# [16].

[lepen mouatkom Oe3mocepeHbOI pO3pOOKK OYyJI0 BCTAHOBJEHO HEOOXIJIHI
kommoneHTH Unity Editor, HamamToBano matgopmy po3ropTaHHS Ta CTBOPEHO
0a30By CTPYKTYpY NMpoekTy. PoO0Ta HaJ MPOEKTOM po3Mmoyanacs 31 CTBOPEHHS CLEHU

MEHIO Ta OCHOBHOI IrpOBOi CIIEHH, 110 300payKEHO Ha PUCYHKY 3.1.

Pucynok 3.1 — ITouatkoBuii ekpan rpu SPOOKy scary skeleton

Ha ronoBHOMY ekpaHi cTBOpeHO KHOIKH «Play» ta «EXit» 1o BiamoBimawTs 3a
3aIyCK I'pH Ta ii 3aKPUTTS BIAMOBIIHO.

Jlorika kepyBaHHS KHOIKaMH HaBeJieHa B JIICTUHTY 3.1.
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Jlictunr 3.1 — KonTponep kepyBaHHS KHOIOK

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Mainmenu : MonoBehaviour

{
public void Play()
{
SceneManager.LoadScene(«Game») ;
}
public void Main_menu()
{
SceneManager.LoadScene(«Menu»);
}
public void Exit()
{
Application.Quit();
}
}

KiHeIb JTicTHHTY 3.1

Jamni Oyno cTBOpeHo rpaBil (puc. 3.2) i MPOIUCAHO HOro JIOTIKY MepecyBaHHs
Ta nii. Lleit ckpunt peanizyBaB cUCTeMYy pyXy rpaBis y 2D-nipocTopi 3 ypaxyBaHHIM
oOMeKeHb 10 KOOpJUHATAaX, 3TJIa/KEHOr0 BBEJACHHS Ta 1HTerpaiii 3 aHiMalie. Bin
BUKOpUCTOBYe KommoHeHTH «Rigidbody2D» nnst  ¢isuuHoro mnepecyBaHHs Ta
«Animator» ais Bi3yaJbHOro BiIOOpakeHHsS CTaHy pyxy. I'paBeib Moe pyxXaTucs B

MeXKax 3aJJaHuX KOOPAMHAT, 10 3armo0irae BUXOy 32 MEXI1 irpOBOI0 MPOCTOPY.

Pucynok 3.2 — CrpaiiT rpaBiis B pegaktopi Unity
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Kpim TOro0, CKpUIT aBTOMAaTHYHO 3MIHIOE OPIEHTAIIIIO ITEPCOHAXKA B 3AJIKHOCT1
BIJl HAMpsIMKY pPyXy, IO CTBOPIOE OUIbII MPUPOJHE Bi3yanbHe BpakeHHs. Jlis
3YNTYBaHHS BBEIICHHS BHKOPHCTOBYETHCS HOBa cucTema BBOAY Unity. sika M03BOJISIE
OLIBII THYYKO OOPOOJISATH i1 TpaBlid (10AaTOK A).

[Tpedadbu n03BOJISAIOTE 30eperTu KoHpirypailiro 00’ €KTa Ta JIETKO CTBOPIOBATH

rioro xormii. Takox OyJI0 CTBOPEHO JIOTIKY MOBEMIHKHY Ky (JiicT. 3.2).

Jlictunr 3.2 — Jlorika nmoBeAiHKH KYJIi

using UnityEngine;

public class Bullet : MonoBehaviour

{
[SerializeField] private float _lifetime = 3f;
[SerializeField] private float _damage = 10f;
private void Start()
{
Destroy(gameObject, _lifetime);
}
private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag(«Player»)) return;
if (other.CompareTag(«Enemy»))
{
if (other.TryGetComponent<HeathController>(out var health))
{
health.TakeDamage(_damage);
}
Destroy(gameObject);
}
}
}

KIHEIb JICTHHTY 3.2

Bbyno crBopeno npedad kymi (puc. 3.3). [Ipedad — e madmon abo 3arotoBka
IrpoBOro 00’€KTa, SKy MOKHAa CTBOPUTH OJMH pa3 1 TMOTIM OaraTopazoBO
BUKOPHUCTOBYBATH y clieHax. [Ipedabu € ogHMM i3 OCHOBHUX iHCTpyMeHTIB UNity ms
onTUMI3allli, opraHizaiii Ta MacimTa0yBaHHS TIpoliecy po3podoku rpu. BoHu
30epiraroTh 3a3/ajeriib HajalTOBaHWW 00 €KT 13 yciMa HOro BIIACTUBOCTSMH,

KOMITOHEHTaMU Ta BKJIaJICHOIO 1€papXI€ro.



23

s B Bullet (Script

Pucynok 3.3 — IIpedad kymi B pexakropi Unity

Byno cTBOpeHO CKpUINT L0 peajizye MEXaHI3M THMYacoBOi HEBPA3JIMBOCTI
TpaBIls MICHsI OTPUMAHHS HUM TOIIKO/KEHHSI a00 B 1HIIUX BUITAKAX, II[0 BUMAraloTh
3axXMCTY MEPCOHAXa BiJ] BTPATH 370POB’S MPOTITrOM MEBHOTO MPOMIXKKY 4acy. Takuit
MIIX1A € 0COOJIMBO aKTyaJlbHUM Y BHOPAaHOMY JKaHpi, A€ TpaBellb MOXE 3a3HaTH
MUTTEBUX 200 YaCTHX aTak, /e TpaBellb Ma€ OTPUMATH MOXJIMBICTh Ha KOPOTKUN yac
YHUKATH HOBHUX TOIIKO/KEHb, MO0 HE BTPATUTH BCl OYKH 37I0OPOB’S OJpa3y Micis
OJTHOTO HEBJAJIOTO 3ITKHEHHS 3 BOPOI'OM YH MEPEIIKOI0I0.

CKpHIIT B3a€EMOZI€ 3 IHIIMM KOMIIOHEHTOM 1111 Ha3Boro «HeathControllers, skwuit
BIJINIOB1JIa€ 3a 3arajibHE KepyBaHHS 3[0pOB’SIM MEPCOHAXKA, 30KpeMa 3a 30€peKeHHs
HOro MOTOYHOTO CTaHy, 3MEHIIEHHS MpPU TMOMIKOIKEHHSIX Ta, B JIaHOMY BHIIAJKY,
aKTHBAIlII0 CTaHY HEBPA3JIUBOCTI.

Taka peamizamiss q03BOJISIE JOCATTH OalaHCy MIX CKJIQIHICTIO TpU Ta
KOMGOpPTOM TpaBIls, Jal0YM OCTaHHBOMY KOPOTKOYACHY MOJKJIMBICTH OTOBTaTHUCh
MICsl KPUTUYHOI CUTYyallli a0 YHUKHYTH MUTTEBOIO 3aBEPILECHHS I'PU B pe3yJIbTaTl

HerepeaoauyBanux atak (Jtct. 3.3).
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Jlictunr 3.3 — CKpuNT AJIs1 BBOJY T'paBIlsl y CTaH HEBPA3JIMBOCTI Y (haiiii

«Inivicibility.cs»

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

public class Inivicibility : MonoBehaviour

{
private HeathController _healthController;
private void Awake()
{
_healthController = GetComponent<HeathController>();
}
public void startInvicibile(float invincibilityDuration)
{
StartCoroutine(InvincCour(invincibilityDuration));
}
private IEnumerator InvincCour(float invincibilityDuration)
{
_healthController.isInvicible = true;
yield return new WaitForSeconds(invincibilityDuration);
_healthController.isInvicible = false;
}
}

KiHEIb JIICTUHTY 3.3

CTBOpeHO CKpUNT MpPU3HAYEHUW [UIsl BI3yalbHOrO BIJIOOPA)KEHHSA PIBHS
3M0pOB’sl TiepcoHaka Ha iHTepderici Tpu (mct. 3.4). BiH OHOBIIOE 3amOBHEHHS
rpadgigyHOTO €JIEMEHTY CMYTH 3/I0POB’ S BIAMOBIAHO /10 TOTOYHOT'O BIJICOTKA 3/I0POB 4,
skuii Hagae komnoHneHT «HeathController». Takum ynHOM, TpaBels OTPHUMYE HAOUHY

1H(opMallito MPo CTaH MEePCOHaXKa Mij] Yac Tpu.

Jlictuar 3.4 — CKpHIIT )11 BUBOAY KiJIBKOCTI 3/10poB’ s rpaBiys «healthbar.cs»

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

public class HealthBar : MonoBehaviour

{

[SerializeField]
private UnityEngine.UI.Image _healthFG;

public void barUpdate(HeathController HealthConrtroller)
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_healthFG.fillAmount = HealthConrtroller.RemainHealthPercent;

KiHelb JICTUHTY 3.4

OnHuUM 13 KIIFOYOBHMX €JIEMEHTIB IIl€i CHCTEMM CTajla pealli3allisi MexaHI3My
BUSBIICHHS TpaBIl, 3a JOMOMOIOI SKOT'O BOpPOT OTpUMye 1HGOpPMAII0 TIPO
OPUCYTHICTHh TpaBls noomuzy (mict. 3.5). Bona 3a0esneuye 0a30Buil piBEeHb
0013HaHOCTI BOpOTa PO HABKOJIMIITHE CEPEIOBUIIE Ta I03BOJISIE BU3HAYATH HAPSIMOK
710 TpaBLIs 1 BIJICTaHb J0 HBOTO, 110 B MOAAJBIIOMY BUKOPUCTOBYETHCS JUISl IPUNHSATTSA
pIIIEHb PO NEPECiAyBaHHS UM aTaKy.

Jl1s1 3a0€31eueHHs TMHAMIYHOCTI Ta MPUPOTHOCTI TOBEAIHKH BOPOTra y MpoCcTopi
CIICHH, OKpEMO OyB CTBOPEHUI CKPUIIT, SIKUI BIAMOBIAA€ 32 HOTO PyX Y HAMPSAMKY J0
rpaBis (momaTtok bB), 103Boisie BOpOroBi aKTHMBHO 3MIHIOBAaTH CBO€ TIOJOXKCHHS Y
IPOCTOpI, pearyroyud Ha 3MIHY MO3MIi TpaBls, M0 B CYKYIMHOCTI 3 CHCTEMOIO

BUSBIICHHS (POPMY€E OCHOBY IHTEJIEKTYaJIbHOTO MEPECIIAyBaHHS.

Jlictunr 3.5 — Jlorika moinyky rpasiis Boporamu y ¢aiti «Player Awareness.cs»

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

public class PlayerAwarenesOfController : MonoBehaviour

{
public bool AwareOfPlayer { get; private set; }

public Vector2 DirectionToPlayer { get; private set; }
[SerializeField]

private float _playerAwarenessDistance;

private Transform _player;

private void Awake()

{
var playerMovement = FindObjectOfType<PlayerMovement>();
if (playerMovement != null)
{
_player = playerMovement.transform;
}
}

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

{
if (_player == null)
return;
Vector2 enemyToPlayerVector = _player.position -

transform.position;
DirectionToPlayer = enemyToPlayerVector.normalized,;

AwareOfPlayer = enemyToPlayerVector.magnitude <=
_playerAwarenessDistance;
}
void Start()
{
this.enabled = true; // rapaHtia yBimKHeHHA
}

KIHEIb JTICTHHTY 3.5

Jlnst peamizarii MexaHIKM Oe3MEepEepBHOTO 3POCTAHHS CKJIAIHOCTI TpH Ta
CTBOPEHHSI BPaXEHHS TMOCTIHHOTO TUCKY 3 OOKY MPOTUBHUKIB OyJI0 PO3pOOJIeHO
CremiaJbHui 00’ €KT, BIAMOBIAALHUHN 3a TeHEepallilo XBHIb BOporiB (omarok B).

OmHi€el0 3 KIOYOBUX 0COOMMBOCTEN NBOro o00’€KTa € ¥HOoro 3IaTHICTH
MePEeMIIIyBaTUCh CHHXPOHHO 3 KaMEPOIO IPABIIS.

Takox Oyso peandizoBaHO JIOTiKY B3aeMojli 3 rpabieMm (jict. 3.6). Bona
OXOILTIOE OOPOOKY CHUTYyaIllil 3ITKHEHHS a00 HaOMMKEHHS 70 TPaBIs HA KPUTHUHY
JUCTAHITI 0, TTICIISI YOT0 BOPOT 3/1aT€H HAHECTH IMIKOAY. TakuM YMHOM, OYII0 3aKIaICHO

dyHaamenT st moOoyaoBu 6a30Boi 00MOBOT cUcTeMU 3 OOKY CYMpPOTHBHUKA.

Jlictunr 3.6 — CKpHUNT 3 OMKUCAHOIO JIOTIKOI B3a€MOIIT TpaBIls 1 Bopora B (haii

«EnemyAttack.cs»

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

public class EnemyAttak : MonoBehaviour

{

[SerializeField]
private float _damageAmount;

private void OnCollisionStay2D(Collision2D collision)
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if (collision.gameObject.GetComponent<PlayerMovement>())
{
var healthController =
collision.gameObject.GetComponent<HeathController>();
healthController.TakeDamage(_damageAmount);

}s

KIHEIb JICTHHTY 3.6

Takuil migxiag A03BOJISIE MIATPUMYBATH THUCK Ha T'PaBLsl HE3aJEXKHO BiA HOro
NepeCcyBaHHsI 1 rapaHTye, 10 XBUJIl BOPOT1B HE 3aIMILIAI0THCS 11032 MEXKaMU BUIAUMOCTI
abo akTuBHOI YacTuHU cueHu. lle pimeHHsS 0CO0IMBO €(EeKTUBHE UIA 1rop 3
HECKIHUEHHHM a00 MOCTYMOBO PO3IIMPIOBAHUM ITPOBUM MPOCTOPOM, JI€ PyX I'paBIs
HE 00MEXEHUM KOHKPETHOIO 30HOIO.

VY mporeci peanizaiiii MTYYHOTO 1HTEIEKTY MPOTUBHUKIB y TPi OYJI0 CTBOPEHO
nOBHOITIHHUIM Tipead Bopora (puc. 3.4), moO MICTUTh y coOl BCl HEOOXIimaHI
KOMIIOHEHTH [JIsi HOro (yHKIIOHYBAaHHS: Bi3yaJlbHE NPEACTABICHHS, (I3UYHI

BJIACTUBOCTI, a TAKOXK CKPHUIITH, 1[0 BU3HAYAIOTh HOTO IMOBEIIHKY.

« Enemy (Script)

4

Pucynok 3.4 — [pe¢ad Bopora B pegaktopi Unity
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OxkpiM 1poro, Oyia peajizoBaHa CHCTEMa HapaxyBaHHS OUYOK 3a 3HUIIEHHS
KokHOro Bopora. lle 3a0esneuye 3BOPOTHHM 3B’SI30K JJi TPaBIl, IM1JICHIIOE
MOTHUBAIlI}0 JI0 3HUILECHHS CYMPOTUBHUKIB Ta € YAaCTHHOI 3arajlbHOro IirpoBOro
nporiecy. KimbKicTh 040K, SIKYy OTPUMYE TpaBellb 32 KOXKHOTO TIEPEMOKEHOTO BOPOra,
PETYITIOETHCS TIPOTPAMHO, 1 TPUKJIA BiAMOBITHOT peaizallii HaBeJACHO Yy JICTUHTY 3.7.
Le#t mexaHizM MoOxe OyTH JIETKO aJanTOBAaHUW JUIsl TOJAIBIIOrO PO3IIMPEHHS,
HAIpUKIad, Uil BpaxyBaHHsS PIBHS CKJIQJHOCTI BOpora abo MOTOYHOTO MpPOrpecy

TpaBIis B TPi.

Jlictunr 3.7 — Jlorika miipaxyHKYy KIJIbKOCT1 OYOK

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

public class EnemyScore : MonoBehaviour

{
[SerializeField]
private int _killScore;
private ScoreController _scoreController;
private void Awake()
{
_scoreController = FindObjectOfType<ScoreController>();
}
public void allocateScore()
{
Debug.Log($»lomaHo {_killScore} o4ok»);
_scoreController.AddScore(_killScore);
}
}

KiHEIllb JIICTUHTY 3.7

VY Mexax po3poOKu IrpOBOro cepeioBHIla Oylia BpYYHY CTBOpEHA BEJIHMKA
Kapra, (puc. 3.5) sika craja OCHOBHOIO apeHOow I irpoBoro mporecy. s i
moOy/10BH aKTUBHO BUKOPHCTOBYBAIMCH OE3KOIITOBHI aCCETH, IO JTIO3BOJIHIIO 3HAYHO

MPUIIBUAIIUATA TIPOIEC PO3POOKH Ta 30CEPEIUTHUCS Ha CTBOPEHHI 3py4HOTO U
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BI3yaJlbHO MPUBAOIUBOrO MPOCTOPY JJIsl TPaBIs. 3aBASKA MacIITaOHOCTI KapTu
rpaBelb OTPUMY€E MOKIIMBICTh BUIBHO IEPECyBaTUCh, YHUKATH 31TKHEHb 3 BOPOI'aMH,
o0upaTy ONTHUMAallbHI MApIIPYTH Ta 3aCTOCOBYBATH TAKTUYHI PIMICHHS 3aJIe)KHO BiJl
CUTYyaIIii.

Take po3mmpeHe irpoBe mnojie He JUIle MiABUIIYE 3arajibHy JUHAMIKY TpH, a |
CHpUsi€ KpAIlOMy 3aHYPEHHIO Y TelMILIeH, CTBOPIOIOYM BPaXKEHHSI BIJKPUTOI'O CBITY,

HaBITh 32 YMOBH BUKOPUCTAHHS 0OMEKEHOTO 1rPOBOr0 MPOCTOPY.

Pucynok 3.5 — Kapra cBity B pegakropi Unity

VY 3B’S3Ky 3 MAacIITaOHICTIO CTBOPEHOI IrpOBOi KapTW Ta HEOOXIJIHICTIO
3a0e3MeYnTH IPaBLEBl MOCTIHUI KOHTPOJb HA/l CUTYaIll€l0 HABKOJIO, OYJI0 CTBOPEHO
OKpEMUH CKpUIT, SKUHA BIAMOBIAAE 3a (DOKYCYBaHHS KaMepu Ha MEPCOHAX1 T'paBIIsl.
Moro ocHOBHE 3aBJaHHS MONATAaE B TOMY, OO KaMepa aBTOMATHYHO CIiayBaja 3a
rpaBlieM, YTPUMYIOYM HOrO B ILEHTPl KaApy HE3aJeKHO Bl HANPIMKY PyXy Yu
IIBUJIKOCTI TiepecyBaHHsl. Lle 103BoJIsi€ He JHIle TOKPAIIUTH OPIEHTAIlII0 B TPOCTOPI,
a il rapaHTye, 1110 TpaBelb 3aBX/]IU NepedyBae y 1moii 30py, 10 € KPUTHYHO BAXKIMBUM

i e(peKTUBHOTO KEPYBaHHS, YXUJIEHHS BiJ BOPOTiB 1 IMJIaHYBAHHS MOJANBIINX JiH.
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Taka peamizailis kKamMepu 3HAYHO MiABHUINYE KOM@OPT Tpu, 0COOJMBO B YMOBaX

JMHAMIYHOTO reiimiuiero (Jict. 3.8).

Jlictunr 3.8 — Kondirypanis ryqrocti y daiin «volume_control.py»

using UnityEngine;

public class CameraFollow : MonoBehaviour

{

[SerializeField] private Transform _target; // rpaseub
[SerializeField] private Vector2 _minBounds;
[SerializeField] private Vector2 _maxBounds;

private float _halfHeight;
private float _halfWidth;

private Camera _cam;

private void Start()

{
_cam = Camera.main;
_halfHeight = _cam.orthographicSize;
_halfWidth = _halfHeight * _cam.aspect;
}

private void LateUpdate()

{
if (_target == null) return;

float clampedX = Mathf.Clamp(_target.position.x, _minBounds.x +
_halfwidth, _maxBounds.x - _halfWidth);

float clampedY = Mathf.Clamp(_target.position.y, _minBounds.y +
_halfHeight, _maxBounds.y - _halfHeight);

transform.position = new Vector3(clampedX, clampedy,
transform.position.z);

}
}

KiHeIb JicTHHTY 3.8

VY Mexax po3BUTKY IrpOBOI MEXaHIKK OyJI0 peasi3oBaHO CHCTEMY PIBHIB, SKa
JI03BOJISIE TPABLEBI MOCTYNOBO MOKpPAILyBaTH XapaKTEPUCTUKH CBOTO MEpCOHaXka. 3
KOKHUM TMIJBULIEHHSAM PIBHSA, LIO0 JOCSTAE€THCS MIISXOM HAKOMUYEHHS JOCBINY,

IPABITIO0 HATAETHCS MOXKJIMBICTh OOpaTH OJIHE 3 KUIBKOX JIOCTYITHUX MOKPAIICHb.
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Takuit miaxia 103Bojisie (GOpMyBaTH 1HAUBIAYAIbHUN CTHIIb IPOXOMKCHHS,
HaJal04yu TpaBleBl CBOOOJAY y BHOOpI cTparerii Ta TMIABUINYIOYH 3arajibHy
BapiaTUBHICTH irpoBoro mporecy. Cucrema piBHIB BHUKOHYE TaKOX BaKIUBY
MOTHBAIIAHY (DYHKIIII0, 320X0UYIOUH I'PABIIS /10 AKTUBHUX JIIH y TPl Ta 3a0e3Meuyrouu
BIJJTUYTHUH TIpOrpec y PO3BUTKY nepcoHaxka (momatok ).

Komu rpaBenr mporpae  abo 3aBepiiye Tpy, 3aBaHTAKYEThCA CIICHA
GameOver (puc. 3.6). Bona mokasye, 1110 rpa 3aBepiiieHa, Ja€ 3MOry MOYaTH 3aHOBO

a00 MOBEPHYTHUCS B MEHIO YU BUITH 3 TPH.

Fl=y

HFaim mrerl

AT %k

Pucynok 3.6 — Criena «Game Over» B penakTopi Unity

3.2 TecTyBaHHS Ta HAJIAr oKeHHs1 iH)opManiiiHO-KOMII’ IOTEPHOI cCCTeMH

[licnst 3aBepIIeHHS OCHOBHOI'O €Taly PO3POOKH I'pU HaI3BHUAWHO Ba)IJIMBO
OPUIUIMTHA yBary mpoliecy ii TectyBaHHs. lle 3aBepinanbHuii, IpoOTEe KPUTHYHO
BOXJIMBUW eTam, SKWid 3a0e3ledye HaNeXHy SKICTh MPOrpaMHOrO MPOIYKTY Ta
JI03BOJIIE YHUKHYTH 0araTtbOX MOTEHIIHHUX MpobiieM y mojaaisiioMmy. Y cdepi
reiiMan3aiiHy Ta po3poOKH IHTEPAKTUBHUX 3aCTOCYHKIB SIKICHE TECTYBAaHHS BU3HAUA€
He Juie CTabUIbHICTh (YHKI[IOHYBaHHS TP, aje W Bpa)XEHHS KOPHUCTyBauda, HOTO

3aJI0BOJICHHS BiJ] IPOLIECY T'PH Ta 3arajibHUN PIBEHb JOBIPH 0 MPOAYKTY.



32

['pa, HaBITH AKIIIO BOHA BUTJISAIA€ Bi3yadbHO NMPHUBAOIMBO 1 Ma€ I[IKaBY MEXaHIKY,
HE MOXE BBaXKATUCS 3aBEPIICHOI0 0€3 TPOXO/KEHHS TMOBHOIIHHOTO €TaIly
TecTyBaHHsA. CaMe 3aBISKM PETENIbHIN NepeBiplll BIAETHCA 3HAWUTH SIK SIBHI, TaK 1
NPUXOBaHI TOMWIKH, SIKI MOTJM OyTH JOMYIIEHl y TPOIEeci CTBOPEHHS JIOTIKH,
HamucaHHs KoAy a0o0 mpu IHTerpauii pi3HUX KOMIIOHEHTIB. BaxianBo Takox
BpPaxoOBYBaTH, 110 JICAKI TOMHJIKH MOXYTb HE MPOSBIISATUCS Bipa3y, a BAHUKATH JIHIIIE
3a TIEBHUX YMOB, II0 POOUTH MPOLIEC TECTYBaHHS 1€ OiIbII BIAMOBIIAILHUM 1
OaratorpaHHUM.

VY mporieci mepeBipkd Tpyd OyiaM IpoaHalli30BaHl BCl i KIOYOBI €JIEMEHTH.
OcoOnuBy yBary Oymo mpuaiieHo 0a30Biii (YHKIIOHAIBHOCTI, a came: YU MOXKE
rpaBellb HAJSKHUM YMHOM I[I€PECYBAaTUCh IO ITPOBOMY TOJIO, YU BiAOYBa€THCS
CTpiib0a Tak, SK MependadyeHo 3aJymMOM, UM BIPHO BPaxOBYETHCS INKaja 37A0POB’ s
BOPOTiB, 1 UM 3’ BJIAIOTHCS OOCH Ha BIAMOBIIHUX piBHAX. He MeHII BakxiuBuM Oyiio i
TE, SIK MPAIIOE CHUCTeMa HapaxyBaHHS OYOK, aJpKe caMme Ha ii OCHOBI peaji3yeThCs
T1IBUIIICHHS PI1BHS TPABIISL.

Kpim 1poro, Oyino mpoBeneHO OIIHKY iHTepdelicy kopucTyBada. OKpeMo
TECTYBAJIUCA MEHIO, KHOIIKH, BIJIOOPaKEHHS TEKCTOBUX TIOBIJIOMJIEHb, a TaKOX
KOPEKTHICTh MEePEMUKAHHS CIleH. bysio HEOOX1THO BIIEBHUTHUCS, IO JKOJCH €JIEMEHT
iHTEepdeiicy He BUXOAMTH 32 MEXKI €KpaHy Ta HE NEpPEeKpUBA€ BAXKIWBI AUISTHKA
irpoBoro mnoJisi. Takoxk 371HCHIOBAIACh MEPEeBipKa Peakilii rpu Ha HATUCKaHHS KHOTIOK
IPU PI3HUX PO3AUILHHUX 3AaTHOCTSIX €KpaHa, 100 YHUKHYTU rpadiuHux apredakTtiB
a00 HempaBUJIHLHOI'O MACIITa0 yBaHHS.

He MeHm BakJIMBOIO YAaCTHHOI TECTYBAHHSI CTajl0 BHSBJICHHS MpoOseM
MPOAYKTUBHOCTI. HaBiTh Halikpala rpa MokKe CTaTH HePUIATHOIO 10 BUKOPUCTAHHS,
SKIIO BOHA HAIMIPHO HaBAHTAXKYE CUCTEMY a00 3HMKYE KUIbKICTh KaJIpiB HA CEKYHTY.
VY 3B’s3ky 3 UM Oylo 3MOJEIbOBAaHO CHUTYallll, KOJIM Ha €KpaHi OJHOYACHO
3’ ABIII€THCS BEJIMKA KIJIbKICTh BOPOT'iB, CHAPSA1B Ta Bi3yallbHUX €(EKTIB. Y pe3yibTari
BJIAJIOCS BUSIBUTH PsiI KPDUTUUHHUX MICIIb, K1 OYJIM CBOE€YAaCHO ONTHMI30BaHi, 30KpeMa
3aMiHa HAaJJIMIIKOBOIO CTBOPEHHS OO ’€KTIB HA CUCTEMY OO’ €KTHOTO IMYJIIHTY, SKa

JI03BOJISIE TIOBTOPHO BHUKOPHUCTOBYBAaTH BKE CTBOPEHI 00’€KTH 0O€3 3ailBUX BHUTpAT
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pecypciB.

3arajoM, y Tmpolieci TeCTyBaHHs OyJid BHUSBICHI Ta BHUIIPABIIEHI HACTYIIHI
KaTeropli HeCIPaBHOCTEH:

— JIOT1YH1 MOMUJIKY B IrpOBOMY KOJ1 (HAIPUKIIaJl, HEKOPEKTHA MosiBa 0OCIB
a00 HempaBUIIbHE HApaxXyBaHHS OYOK);

— rpadiuni mpoOsemMu iHTEpdeicy (3MIIIEHHS TEKCTY, HEeMpaBUIbHE
MacimTa0yBaHHA HA JEAKUX MPUCTPOSX);

— GyHKIIOHATBHI HECTpPaBHOCTI (CTpiabOa Mmia Yac may3d, BIJICYTHICTh
3HUIIECHHS 00’ €KTIB MICIS JOCATHEHHS MEBHOT MEX1);

— NPOAYKTHBHI 300i (3aBUCaHHS abo pizke 3HMWkeHHS FPS mpu Benukiii
KUIBKOCT1 00’ €KTIB Ha CIIEH1).

Bapro 3a3HaunTh, 10 TECTYBaHHS TPU HE OOMEKYBAIOCA JIUIIE PYIHUM
NEPETrJIsIIOM Ta TPOXOIKEHHAM. B okpeMuX BUMaKax 3aCTOCOBYBAIUCS TaKOX 0a30B1
€JIEMEHTH aBTOMATH30BAHOTO TECTYBaHHS, 30KpeMa Il TMepeBipku (GYHKININA, SKI
BIJIMOB1IAIOTH 3a MiIPaXyHOK OYOK Ta MiJBUILCHHS piBHA. Lle 103BOIMIIO BIIEBHUTHUCS,
110 HABITh MMICJIA OaraTopa3oBHUX 3MiH Y KO 11l KJIFOYOBI MEXaHi13MHU 30€pIiraroTh CBOIO
npare3/1aTHICTb.

TakuM 4MHOM, TIPOBEJCHE TECTYBAaHHS JO3BOJIMJIO JOCATTH BUCOKOTO PIBHS
SKOCTI TPH, YCYHYTH TIOMHWJIKH, IO MOTJIM HETaTMBHO BIUIMHYTH Ha JOCBIJ
KOPHUCTYBaua, Ta CTBOPUTH CTAO0UTHHUI IrPOBUIA TIPOIIEC, IKUH BiAMOBIAE TOYATKOBUM
OUIKYBaHHSIM 1 TMOCTaBJICHUM TEXHIYHUM 3aBaaHHsAM. lle 1mie pas migkpeciroe, 110
3aBEpIICHHS pO3POOKH OyAb-IKOT0 TMPOrPaMHOIO NPOAYKTY HEMOXIMBE 0e3
PETENBHOrO i1 6araTopiBHEBOr 0 TECTYBAHHS, SIKE € HEBIAILHOIO CKJIaI0BOIO Cy4acHOT

MPAKTHKU PO3POOKH 1rop.

3.3 Po3podka BukoHyBaHOro ¢aijty Ta iHcTaIsIiiiHOr 0 maKkeTa

HanamryBanus ¢inanpHOro O1ay Tpu Tepell KOMIUBINEID € KIIOYOBUM

eTanoM y mporeci po3poOku mnpoekty B Unity, OCKUIBKM came Il MapaMeTpu

BU3HAYAIOTh, K caMe Tpa OyJie MiAroTOBICHA A0 PO3MOBCIOKEHHS, TeCTyBaHHS ab0
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BUITYCKY. Y I[bOMY PO3JIUI JI€TAJIbHO PO3IJISIHYTO MPOIEC HATAIITYBaHHs OIay TpH,
BUXOJIYM 3 KOHKPETHOTO TMpHUKJIany, 3adiKCOBAaHOTO Ha CKPIHIIOTaX, IO
JEMOHCTPYIOTh TUIIOBY KOHPirypariito Unity-ipoekty s miatdhopmu Windows.
Hacammiepes BapTo 3BepHyTH yBary Ha BikHO Build Settings (puc. 3.7) y sikomy
BUOpAHO CIIEHM, IO BKIIOYATUMYThCS 110 (piHanmpHOrO OuLIMy. JlomaHo Tpu CleHU:
«Menu», «Game» 1 «GameQOver», o € TUIIOBUM PO3AUICHHSIM JIJIsi O1IBIIOCTI 1rop,
AKI MalTh TOJOBHE MEHIO, OCHOBHUW IrpoBHil mporec 1 (iHaIbHUI eKkpaH
3apepieHHs. Lle mo3Bomsie 3a0e3MmeunT CTPYKTYPOBAHICTh 1 THYYKICTh MPOEKTY, a
TAaKOX 3pPYYHO KepyBaTH IepexofaMud MIK CIEHaAaMU 3a JIONOMOIOK CHCTEMU

3aBaHTakeHHs cuieH Unity.

Build Settings

Add Open Scenes

Platform ) Windows, Mac, Linux

g Windows, Mac, Linux arget Platform Windows

E Dedicated Server

Intel 64-bit

Compression Method Default

Asset Import Overrides
Si Mo Override

ion [HaOwemce Learn about Unity Build Automatic

Player Settings... Build v Build And Run

Pucynok 3.7 — Bikno «Build Settings» B pegakTopi Unity
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ITnardopma mimpoBoi 30ipku obpana sk «Windows, Mac, Linux», a came —
Windows (Intel 64-bit), 1110 € HaHTOIMKMPEHIIIOW TIATHOPMOIO JIJIS IECKTOIHOI TPH.
JlonaTtkoBi mapamerpu, sk-ot «Development Build», «Autoconnect Profiler», «Deep
Profiling» Ta «Script Debugging», 3anumarTbCs BHUMKHCHMMH, IO O3HAYAE
MIATOTOBKY 0111y AJig (piHANBHOTO peni3y, a He AJisl BHYTPIIIHbOrO TecTyBaHHA. Lle
JI03BOJISIE 3MCHIITUTH PO3MIP TPH, MPUCKOPUTH 3aBAHTAKCHHS Ta YHHUKHYTH BHUTOKY
TEeXHIYHO1 1H(pOopMaIlii TIPo Tpy.

Jlami HamamiTyBaHHS —mepexomath g0 cekiii  «Player» (puc. 3.8), ne

BH3HAYAIOTHCSA IJI00ATbHI XapaKTCPUCTHUKN OJOJATKY.

Default Cursor

lcon
Resolution and Presentation
Splash Image

Virtual ality Splash Image

Splash Screen

Light on Dark
Dolly

Unity Logo Below

Listis Empty

Pucynok 3.8 — Bximagka «Player» BikHa «Project settings» B pexakropi Unity

Ikonka rpu (puc. 3.9) 3a7aHa sIK KaCTOMI30BaHe 300paXKEHHsI Yepera YepBOHOT O
KOJIbOPY, 10 CHUMBOJIIYHO BiAmoBigae tematuil Tpu. lle 300pakeHHs Oyne

BUKOPUCTOBYBATHCH SIK 1IKOHKA BUKOHYBAHOTO (haiiiTy, a TAKOXK y APIUKAX CUCTEMH.
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Pucynok 3.9 — Ikonka rpu [15]

He MeHII BakIMBHM € PO3iJa HajamTyBaHb sAKOCTi rpadiku (puc. 3.10). V
MPEACTAaBICHOMY MPUKJIAli aKTHBOBAHO TPH PiBHI sKocTi: «Low», «High» 1 «Ultra»,
cepen sikux «Ultra» BcTaHOBJICHO SIK piBeHB 3a 3aMOBYYyBaHH:AM. Lle o3Havae, mo rpa

IIPU 3aIyCKy BUKOPUCTOBYBAaTHMME MaKCHUMAaJIbHY SIKICTh Tpadiku, SKIIO KOPUCTYBay

HE 3MIHUTH HAJIAINTYBaHHS BPYYIHY.

L2 Project Settings

Quality

Ultra

Default v >

Add Quality Level

Current Active Quality Level

Un

0: Full Resolution

Pucynok 3.10 — Bkinaaka «Quality» BikHa «Project settings» B pemakropi Unity

VY HanmamTyBaHHSIX OUIy TakoX BiICYTHI Oyab-ski 3miHu 11 «Asset Import

Overrides», TOOTO BHKOPHUCTOBYETHCSA TiobabHA KOHQIrypaiis TeKCTyp 0e3
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0oOMEKeHb Ha MaKCUMaJIbHUM po3Mip abo Tull cTUCHEHHs. Lle nae 3Mory yHUKHYTH
Jerpafamii SKOCTI Bi3yaJlbHUX MarepialiB y mpoieci koMmisiii. «Compression
Method» BcTanoBieHo sk «Default», mo mepenbayae BUKOpUCTAHHS CTaHIAPTHOTO
QITOPUTMY CTUCKAHHSI PECypCiB, ONTHMI30BAHOIO /i OalaHCy MDK pPO3MIpOM 1
IPOAYKTUBHICTIO.

TakuMm ynHOM, HamamTyBaHHs Oy rpy B Unity € KOMIUIEKCHUM TTIPOIECOM,
IO OXOIUTIOE BU3HAUEHHS IUIbOBOI MIaTGOpMH, OOpaHHS CIEH, HalallTyBaHHS
MPOAYKTUBHOCTI, SIKOCTI Bi3yamizarlii, OpeHIyBaHHS TPOAYKTY Ta TMOBEIIHKH
nporpamMmu npu 3amycky. [IporeMoHcTpoBaHi HapaMeTpu CBiAYaTh MPO MiATOTOBKY J10
¢inanpHOrO BUMYCKY rpu Ha miathopmy Windows 13 akKIIEeHTOM Ha BUCOKY Ipadiuny
SIKICTh, 30€PEKEHHS BI3yaJIbHOI'O CTHIIIO, 3pYUHY CIIEHOBY CTPYKTYpPY Ta BIJMOBIAHY
MPE3EHTAIlII0 TIPOAYKTY TPH 3amyCKy. YCi Il acCleKTH CTBOPIOIOTH 3aBEPIICHUH 1
npodeciiHuil BUTIISAA JJIS KIHIIEBOIO KOPHCTyBaua, 3a0e3Medyroud CTaOUIbHICTb,
€CTETHKY ¥ ONTUMAJIbHY MPOAYKTUBHICTh TPU.

[IpoBiBIIM TECTyBaHHS pOOOTH Mporpamu, (PyHKIIOHYBAaHHS OCHOBHUX KOMAaH]
Ta YIEBHUBIIUCH Y KOPEKTHOMY BUKOHAHHI1 3aBJ/IaHb, HACTYITHUM €TaroM € KOMITLISIIIS
yCixX (haiiJiiB MPOEKTY B €AMHUI BUKOHYBaHUM (haiiin popMary «.€Xe», i boro Oynae

BUKOPHCTOBYBATHCH mporpama Inno Setup (puc. 3.11).

Pucynoxk 3.11 — Intepdeiic mporpamu Inno Setup
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Inno Setup — me Oe3KOIMTOBHUN Ta TMOTY)KHUM 1HCTPYMEHT JJIi CTBOPEHHSI
iHcTansTopiB Windows-10/1aTKiB, KMl IIMPOKO BUKOPUCTOBYETHCS PO3POOHUKAMU
JUTSL yIIaKyBaHHS CBOIX MTPOrpaM y 3py4HuUi 1 mpodeciitHo opopmiieHn i IHCTaISAIAHANA
nporec. HezanexxHo Bim piBHA JOCBIAY, BOJIOAIHHS IUM 1HCTPYMEHTOM € BaXKJIMBUM
eTarnom st €eKTUBHOTO PO3MOBCIOIKEHHS MTPOrPaMHOTO 3a0€3MeYeHHS.

Inno Setup € BIAKpUTUM 3acO00M CTBOPEHHSI IHCTANIATOPIB, KU HAJla€ MIHUPOKI
MOMJIMBOCTI, BKJIOYHO 3 MIATPUMKOIO CTUCHEHHS (ailiB, HaJlalITyBaHHSIM
iHTepdeiicy BCTAHOBJICHHS, CTBOPCHHSM SIPIUKIB, peIaryBaHHSIM CUCTEMHOTO PEECTPY
Ta (DYHKIIEI0 BUIAJICHHS BCTAHOBJICHOI MpOrpaMH. 3aBAsKA CBOiM THYYKOCTI Ta
OPOCTOTI BUKOPUCTAHHA, LEH 1HCTPYMEHT JO3BOJSIE IIBUIKO CTBOPIOBATH
IHCTAISITOPY HaBITh MOYATKIBISIM, TIPU IbOMY 3QJIMILIAIOYU MPOCTIP JUIsl TPOCYHYTO1
KacToMi3arlii OUTBII JOCBIAYEHUM KOPUCTYBAdaM.

CTBOpeHHs 1HCTAJIATOpPa TMOYMHAETHCS 3 BCTaHOBJIEHHS Inno Setup Ha
KOMIT'IOT€p Ta MIATOTOBKM BCIX HEoOXiAHMX (aitniB mporpamu. Jlam moTpiOHO
BIJKPUTH Mporpamy 1 3a JOIMOMOIOI0 MalCTpa CTBOPEHHSI CKPHUIITIB HAJAIITYBAaTH
0a30B1 MapamMeTpu THCTANIAIIIT, 30KpeMa Ha3BY IPOrpaMH, ii BEPCito Ta iHGOpMaIIito PO
BuAaBIs. HacTymHMM KpoKOM € BKa3aHHA JUpekTopii 3 (aitmamu mporpamu,
BKJIFOUAIOYH TOJIOBHUM BUKOHYBAaHUU (pailli, MiCIIs 4OTO 33/1a€ThCS CTaHapTHA MarKa
BCTAHOBJICHHs, Hamnpukiaz, Program Files. Takox BU3Ha4yaeThCcs, 4YM MOTPIOHO
CTBOPIOBATH SAPJUK y MeHI0 «Ilyck» abo Ha poOodoMy CTOII, 1 JOJAIOTHCS JOJATKOBI
daiinu, Taki SK JIEH31iHa yro/a 4u 1HCTPYKIIis.

[Ticnst 3aBepuieHHST poOOTH 3 MaWCTpOM, MpPOrpaMa aBTOMATUYHO 3rEHEPYE
CKpHUNT, SKUH 3’SIBUThCA Yy BIKHI penmaktopa. Lleit ckpunt MokHa 3a MOTpeOuU
JIOTIOBHIOBATH Ta 3MIHIOBATH BPYYHY, HANPUKIIAJ, TOJaBaTH HOBI (ailiy, 3aBIaHHS
abo 3MIHIOBATHU MapameTpu CTUCHEHHA. [Ipukian ckpumTa BKIIOYAE PO3IUIH, SIKI
ONKCYIOTh 3arajibHi HajalllTyBaHHs, MOBHU 1HTepdelcy, (ainu, 1mo MawTb OyTH
CKONMOBaH1, SIPJIMKH, SIKI MOTPIOHO CTBOPUTH, a TaKOX JIOJATKOBI 3aBIaHHS,
HaAIPUKIIaJl, CTBOPEHHS 1KOHKH Ha poO0YOMY CTOJI.

[licns 3aBepuieHHs penaryBaHHs CKpUNTa MOTPIOHO HATHUCHYTHM KHOIKY

KOMMUIAIIT. SKIO CKpUNT HEe MICTUTHh TOMWIOK, Inno Setup cTBOpro€ BUKOHYBaHUM
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daiin iHcTaIsATOpa 3 PO3IIUPECHHSIM.

Inno Setup Takox 103BOJISIE peanizyBaTh PO3MIUPEHY (DYHKIIOHAIBHICTD.
[Iporpama aBTOMaTHYHO TE€HEPYE MOKJIHMBICTh BHUJAJICHHS BCTAaHOBJICHOTO JOAATKY,
ajyie sl 4acTMHA MOXKe OyTH pO3IIMpEHAa, HANpUKIAJ, BKa3iBKaMU Ha BHUIAJICHHS
TUMYACOBUX (DAIIIIB YK MOPOKHIX AUpeKTopid. KpiM TOro, y ckpunt MoxHa 104aTd
3MIHEHHSI CHUCTEMHOI'O pEeECTpY, 30Kpema 30epeKeHHS LUIIXY A0 BCTaHOBJIEHOI
nporpamu. JIjst OUTbII CKJIQJHUX BUIIQJIKIB MATpUMYyeThcs MoBa Pascal Script, 1o
JI03BOJISIE peaji30ByBaTH JOAATKOBI i, HANpPUKIAI, BiTOOpaKeHHS IOBIIOMIICHb

iCJIsl BCTAHOBJICHHS a00 TIEPeBIPKY BBEAECHUX KOPUCTYBAYEM JaHUX.

3.4 Po3millleHHs1 TpH HA crieniajizoBaHoMYy cepBici

[Ticns 3aBepiieHHS PO3POOKH TpU BaXIMBUM (IHAIBHUM €TarioM € i
nyOmikaiisi, TOOTO PO3MIIIEHHS Ha BIAMOBIJIHIA OHJIaH-TIATGOPMI, J€ KIHIEBI
KOPUCTYBadi 3MOXKYTh OTPUMATH JOCTYII 10 MTPOIYKTY, 03HAHOMHUTHCS 3 HIOTO OTHCOM,
NEPerIsIHYTH 300pakKeHHs, 3aBaHTAXHUTH abo mnpuadatu #oro. Cepen BeIHMKO1
KUIBKOCTI Cy4acHUX IIaT(GOpM, L0 HAAAKTh MOMIOHI MOCIYTH, OCOOIMBOI yBaru
3aciayroBye cepgic itch.io, sikuit 6yB oOpanuii 11 myoikaiii po3po0aeHol rpu.

Itch.io — me HesanexHa tutardopma IS PO3MOBCIOKEHHS 1rop, CTBOpEHA
CHeliaIbHO JJIsl 1H11-PO3POOHUKIB, sIKa JT03BOJIIE€ MYOJIIKYBaTH MPOEKTU MPAKTUYHO
0e3 oomexeHb. Ha BiAMiHY BiJI 1HIIMX OUIBII CKJIAJHUX 1 3aperyibOBaHUX TIATPOPM,
Takux K Steam, itch.10 mpononye 3py4HHii, THyYKHi 1 IHTYiITUBHO 3p0O3yMUIUH MTPOLEC
3aBaHTaXCHHSI irop, 110 € OCOOIMBO BaXKJIMBHUM JIJI1 HOBaYKiB 200 HEBEIIMKUX KOMAaH]T
PO3pOOHUKIB.

[lepmum kpokoM ctaio cTBopeHHs mpoduto Ha caiTi itch.io. [icas peectpartii
HEOOX1JHO OyJi0 3amoBHUTH 0a30BY 1H(OpMaL0 Mpo cede sK aBTopa, o (popmye
JIOBIPY KOPHCTYBAUIB /10 IPOEKTY.

I'pa Oyna 3i0paHa y BUTJISI BUKOHYBAHOTO (Daiiiry i onepamiitHol CUCTEMU
Windows. Kpim Toro, Oynu MIATOTOBIEHI JOJATKOBI PECYpCU: CKPIHILOTH,

OOKJIaTUHKA TP, KOPOTKUH OTIHC.
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Bbyno cTBopeHO okpeMy CTOpiHKY I'pu. BkazaHo Ha3By, Omuc, TETH, >KaHP TPH,
BCTAHOBUTH IIIHY (200 HajmaTu rpy OE3KOIITOBHO), a TakOXX oOpaTH, 4u Oyzae Tpa
JOCTYIHA 7151 Opay3epa a0o JuIie sl 3aBaHTaXEHHS.

3i0pani daiinu rpu Oy 3aBaHTaXXEHI HAa CTOPIHKY MPOEKTY y (opmarti .zip.
[Ticns 3aBaHTa)KEHHS MOXHA BKa3aTH, IS SKUX OMEPAIlIMHNX CHUCTEM IPHU3HAYCHO
apxiB, a TAKOXX HAJIaTU IHCTPYKIIIIO 3 3aMyCKY.

Oco6siuBy yBary 0yJi0o NpuIiJIeHO JU3aiiHy CTOPIHKY T'PU: 3aBaHTAXXEHO OaHepH,
migiopaHo KOJMBOPOBY CXeMy, J0JaHo iH(opmMmalliio Mmpo aBTopa Ta, 3a MOTpedH,
MOCHJIAaHHS Ha 1HII pecypcu. Lle migBuiiye 10Bipy KOPUCTyBadiB Ta (popmye mepiie
BpPaKCHHSI.

[Ticna 3aBeprieHHs HajamITyBaHb I'pa Oyia omyoOsikoBaHa. Itch.io go3Bosse
NEPErTIHYTH CTOPIHKY () Tak, siK il OaYUTHMYTh KOPUCTYBavi. TakuM YHMHOM, TIEpe]
nyOIiKalielo MOKHa MEPEKOHATHUCS, 10 BCE BUIIISIAE€ HAJICKHUM YUHOM 1 MPAIIOE

KOPEKTHO.

BucHoBku 10 po3aiiy 3

VY xoai pobOTH Haa MPOEKTOM Oyso 3/A1MCHEHO KOMIUIEKCHE HaalllTyBaHHS
¢dinansHOrO OUIAY rpu B cepenoBuili Unity, 10 € BaXJIMBUM €TarloM MiJrOTOBKU
IPOAYKTY 110 PO3MOBCIO/KEHHSI Ta TecTyBaHHs. llel mporec BkimodaB BuOip Ta
KOH(IrypyBaHHS CII€H, K1 OyyTh BXOJMTH JI0 CKJIaay OuIIy, 30Kkpema Oyio JA0JaHO
CIIEHH MEHIO, OCHOBHOT'O irpOBOI0O IMPOIECY Ta €KpaHy 3aBEPLICHHS, 110 BIJIOBIIA€
TUIIOBIN CTPYKTYPI IrOp 13 YITKUM PO3MEXYBaHHIM (YyHKIIOHATBHUX OJ0KiB. OOpaHa
miapoBa argopma — Windows 64-6it, mo 3a0e3nedye MakKCHMaIbHy CYMICHICTD 13
JECKTOMHUMU cuctemMamu. [l pemizHOi Bepcii Oysno BUMKHEHO OMINi, sKi
BUKOPUCTOBYIOTHCS JUIsl PO3POOKH 1 HAJIArOJ[PKEHHSI, 1110 I03BOJIMIIO 3MEHIIIUTH PO3MIp
IHCTAJISLIIHOTO MaKeTy Ta MiABUIIUTUA MPOAYKTUBHICTh. 3HAYHY YyBary MnpuILICHO
HATAIITYBAaHHSAM TJIOOAJLHUX IMapaMEeTpiB MpOrpaMu, 30Kpema, OyjJ0 BCTaHOBIEHO

YHIKaJIbHY 1KOHKY, 110 BIMOBIAA€ CTUIICTHII IPU, & TAKOK ONTUMI30BaHO PIBHI SKOCTI
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rpadgikd 3 TPIOPUTETOM HA MAKCUMAJIbHUN pIBEHb, IO CHPUSIE TOMIMIICHHIO
BI3yaJIbHOTO CHPUMHSTTS KIHIIEBUM KOPUCTYBa4yEM.

BaxxnuBuM eranoMm crano i 30epexeHHs BUCOKOI SIKOCTI TpadiyHUX pecypciB
3aBJISIKM BIJICYTHOCTI OOMEXKEHb Ha IMIIOPT TEKCTYP Ta BUKOPUCTAHHIO CTAHJAPTHHUX
METO/I1B KOMIIpecii, 110 30a1ancyBaB po3Mip (aiisiB 1 mBUAKOA 0. LI HamamTyBaHHs
CBITYaTh PO MPArHeHHs 10 MpodeciiftHOro BUTIISAY Ta CTaOUIbHOI poOOTH T'pH, 1110 €
KJIFOUOBUMHU (PaKTOpaMu MPH BUITYCKY FTOTOBOT'O MPOAYKTY Ha miargopmy Windows.

[Ticnst 3aBepuieHHS KOHQITYpyBaHHS MPOEKTY OYJIO MPOBEACHO TECTYBaHHS
(G YHKIIIOHAIBHOCTI OCHOBHMX KOMaHJ I'PH, IO MiATBEPIUIIO KOPEKTHICTh X POOOTH .
['070BHOIO METOI0 LBOTrO TECTyBaHHS OyJO0 3HAMTH TOMUIKHM, HETOYHOCTI abo
HECTaOlJIBHICTh, SKI MOIVIM O 3aBaguTH TPl IpaIfoBaTH KOPEKTHO 4YH 3IMCyBaTH
BpakeHHS rpaBiisl. HacTymHuM KpokoM cTasio popMyBaHHS 1HCTASIIIITHOTO aKeTy 3a
JornoMororo 1HCTpyMeHTy Inno Setup. Llg Oe3komToBHa Ta MOTY)XHa Mporpama
JI03BOJIIE CTBOPIOBATU 1HCTANsITOpU NIt Windows 3 HalamToBaHUM iHTepdeicoMm,
MIITPUMKOIO CTHCHEHHS (DaililiB, CTBOPEHHSM SIPJIMKIB 1 JTOAATKOBUX OMNIH, IIO
POOUTH PO3MOBCIOHKEHHS TPOrPaMHOro 3a0e3MeYeHHs 3pYYHUM 1 TPOQECiitHUM.

[Ipouiec cTBOpeHHs IHCTaNATOpa BKJIOYaB BcTaHOBJIEHHS Inno Setup,
MiATOTOBKY (haiiIiB Tpu Ta 3allyCK MaicTpa CKPHIITIB, KWW JOMOMIT BU3HAYUTHU
OCHOBHI ITapaMeTPH — Ha3BY MPOTPaMH, BEPCitO, BUIABIIS, TUPEKTOPIF0 BCTAHOBJICHHSI,
a TakoX BHOIp (ailyiiB, MO MAIATAIOTh KOMIIOBaHHIO. BaKJIMBOIO YaCTHHOIO CTaJIO
HaJIAIITYBAaHHS CTBOPEHHS SAPJIUKIB y MeHIO «IIyck» Ta Ha poOOYOMY CTOJII, a TAKOK
J0JJaBaHHS CYNPOBITHUX IOKYMEHTIB, TaKUX fK JIIEH31iHA Yroaa Ta 1HCTPYKIIII.
3reHepoBaHMl CKPUIIT HAJlaBaB MOMJIUBICTH MOAAIBIIOTO PYYHOIO peAaryBaHHs Ta
pO3MIUpPEeHHs PYHKIIIOHATY 1HCTAISATOpA.

[licns mepeBipkHM KOPEKTHOCTI CKpPUNTY Oylna BHUKOHaHA KOMIIUIALIS, Y
pe3yabTari sKoi OyJl0 OTpUMaHO TOTOBUHM I1HCTAISAIIMHUN (aiiy, mpumaTHui aJis
PO3MOBCIOKEHHS cepell kopucTyBadiB. KpiM Toro, iHcTpyMeHT Inno Setup no3Boiise
peaii3oByBaTH JOJIATKOBI MOMKIIMBOCTI, TaKl SK HaJallITyBaHHS MPOIIECY BHUIAJICHHS
IpOTrpaMu, pelaryBaHHsS CHCTEMHOTO PEECTPY Ta BUKOPUCTAHHS CKPHIITIB Ha MOBI

Pascal mist po3mmpenoi kactomizaiiii IHCTAIAIIITHOTO MPOIIECY.
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TakuM ymHOM, TIpoBefeHa poOOTa 3 HAJAIITYBAHHS OLIAY TPU Ta CTBOPEHHS
IHCTAJISITOpPa € 3aBEPIIAIBLHUM 1 JIy’K€ BXIMBUM KPOKOM Y PO3pOOIl MPOrpaMHOro
MPOJYKTY, IO 3abe3medye Horo crabiabHICTh, TMPHBAOIWBHMA BUTIISAN, 3PYIHICTH
BCTAHOBJICHHS Ta MOJAJIBIIOT0 BUKOpUCTaHHS Ha Tuiatdopmi Windows. Lle no3Bossie
PO3POOHUKY CTBOPUTH MIpodeCiiiHuM MPOAYKT, TOTOBUHM IO BIIPOBAKEHHS Y pealibHE
CEpeIOBUIIE KOPUCTYBAYiB.

3aBeplIaJIbHUM €TaroM MPOEKTy Oyyia myOsikailisi rpu Ha miatdopmi, 1Moo
NPEICTaBUTH 11 IIMPOKIA ayauTopii Ta JaTH KOPUCTyBauaM 3MOTY CaMOCTIMHO
03HAMOMUTHCS 3 TPOAYKTOM. JI71s1 I1bOTO MU 0Opanu itch.io — criemiani3oBaHy OHJIANH-
mwiatopmy, 10 17€aTbHO MiIXOAUTH IS HE3aJEKHUX PO3POOHHKIB Ta 1H/11-IPOEKTIB.

[Ipouec myOmikaiii OXOIUTIOBAB KUIbKa KpOKIB: PEECTpAllll0 aKayHTa
pPO3pPOOHUKA, CTBOPECHHSI CTOPIHKMA TPH, JOJABAaHHS OMHCY, 300pa)Ke€Hb, TETIB Ta
3aBAHTAKEHHS apX1BY 3 BUKOHYBAHUM (aiiioM.

[Tnardopma itch.io Haama HaM MOBHUM KOHTPOJIb HaJ BUIJISIIOM Ta 3MICTOM
cropinku (puc. 3.12), a TaK0X MOXKJIMBICTh OHOBITFOBATH (haiiiu B OyIb-SIKHII MOMEHT.
Ile BusBUIOCS HAA3BUYAWHO 3pYYHHM, OCOOJMBO JJIi TPOEKTIB, SKI MOXKYTh

PO3BUBATHCS 1 MiCII EPBUHHOI MyOJiKarii.

Spooky scary skeleton

MpoekT Ha kBanidikaLiiHy poboTy ®

i I:l-!alliIIE @
[Jasuaioka Pomana Mukonaitosuya Flay il
Hair = '.':l

More information + -

CryaenTa rpynu IN3c-21

Download

Download Spooky scary skeleton.exe 23 MB

P

Pucynok 3.12 — Intepdetic nporpamu Inno Setup [16]
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BUCHOBKH

VY pe3ynpTaTi BUKOHAaHHS JaHOi KBaji(ikaliiHOi poOOTH OyJio 3A1iCHEHO
KOMIIJIEKCHUN TIpoIieC po3pOOKH KOMIT IOTEPHOI T'pH, MOYMHAIOYU 3 OOIPYHTYBaHHS
BUOOPY *kaHpy Ta (HOPMYIIIOBAHHS BUMOT JI0 MPOEKTY 1 3aBEPIIYIOUU CTBOPECHHSIM
TOTOBOTO JIO0 PO3MOBCIO/KEHHSI BUKOHYBAHOTO (haiy.

Byno meTalbHO IOCHIHKEHO aKTyalbHICTH xaHpy Survivor-like. Ilei sxanp
HaOyB 3HAYHOI MOIMYJIIPHOCTI CEPEeJl TPABIIIB 3aBISKH CBOIH TUHAMIYHOCT1, BACOKOMY
PIBHIO perpadeabpHOCTI Ta BIAYYTTIO MOCTIMHOTO MPOrpecy HaBITh Y BUIIAJIKy HEBAAYI.
AHaJi3 Cy4acHOT0 irpOBOTO PHHKY MOKAa3aB CTIHKHUI 1HTEpEC 0 irop, M0 MOEAHYIOTh
€JIEMEHTH BWKMBAHHS, BUMAJKOBOI reHepallii KOHTEHTY Ta MIBUJIKHUX ITPOBUX CECIH.
AKTyallbHICTh XaHPY TaKOX MIAKPIIUIIOETHCS HWOro 3JaTHICTIO 3alydaTH LIUPOKY
ayIUTOPII0 K KazyaJdbHUX, TaK 1 OULIBII JOCBITYEHUX TpaBIliB, MPOMOHYIOUH iM
YHIKQJIbHUHM 1TPOBHI JOCB1JI, 3aCHOBAaHWM Ha IMOCTIMHIN ajanTalii Ta BJOCKOHAJICHHI
HaBHYOK.

byno copmynboBano sik GyHKIIOHATBHI, TaK 1 HEPYHKIIIOHATLHI BUMOTH J10
po3poOmoBanoi rpu. DyHKIIOHATBHI BUMOTH OXOIUTIOBAIM peali3allild OCHOBHUX
MeXaHiK kaHpy Survivor-like: aBToMaTuyHy aTaky NepcoHa)ka, TEHEpaIlito BOPOTiB
XBUJISIMHM, HAKOIIMYEHHS JOCBIAY, CUCTEMY MOKpalleHb, 00CiB, iHTepdeic TpaBIls Ta
migpaxyHoK o4ok. HedyHKIIOHambHI BHUMOTM CTOCYBAJIMCh MPOAYKTUBHOCTI,
aJanTUBHOCTI  1HTepdeiicy 10 pI3HUX  PO3IIUPEHb €KpaHa, MOXKJIMBOCTI
MacIITa0yBaHHA TPOEKTY, a TaKOX 3a0e3nedeHHs cTabuIbHOI poOOTH 3a YMOBHU
BUCOKOTO HaBaHTaxeHHs. Cnuparouuch Ha aHali3 ICHYIOYHMX Irop >KaHpy Ta
BPaxOBYIOUH MOTEHITIHHY IITLOBY ayAUTOPII0, OYIIO CIPOEKTOBAHO OCHOBHI €JIEMEHTH
IrpOBOTO Tpoliecy, iHTepdeicy KoprucTyBada Ta B3a€MOJIii IPaBIIsl 3 ITPOBUM CBITOM.
Ili Bumoru Ta MpOEKT 0a30BOro (YHKIIOHATY CTald OCHOBOIO JJISl TOJAJIBIION
PO3pOOKHU.

Jnst peamizaiii mpoekTy Oysio 31MCHEHO pETeNbHUM BUOIpP 1HCTPYMEHTIB
po3poOku rpu. Ilicis MOpIBHAJILHOIO aHami3y KUIbKOX MPOBIJHUX ITPOBUX PYIIIIiB,

Brimouaroun Unreal Engine, Godot ta Bnacumii po3pobnenuit Game Engine, Oymo
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oopano Unity. lleii BuOip OyB OOrpyHTOBaHHMI HOro HIMPOKHUMHU MOXKJIMBOCTSIMH,
THYYKICTIO, BEJIMKOI €EKOCHCTEMOIO aceTiB Ta IUJIariHiB, a TaKoX AaKTHUBHOIO
CHUIBHOTOIO po3poOHUKIB. Unity Hajae 3pydHHi IHCTpYMEHTapii aist cTBOpeHHs 2D
ta 3D irop, moTyXHY CHCTeMY aHiMaIlii, pO3BUHEHI 3aCO0U JIsI pOOOTH 31 3BYKOM Ta
rpadikoro, a TAaKOXK CIPOIILYE MPOIEC PO3rOPTAHHA I'PU HA PI3HUX IMIaThopMax.

OCHOBHOIO YacCTHMHOIO POOOTH CTajla Oe3rmocepeHh0 po3podKa I'pu B KaHPI
Survivor-like na oopanomy pyirii Unity. B mporieci po3poOku Oyio peanizoBaHO BCi
CIIPOEKTOBAHI MEXaHIKH, BKIIOYAIOUW TEHEPAIlil0 IrPOBUX PIBHIB, CHCTEMY TOSIBU Ta
MOBEIHKU BOPOTiB, 301p Ta BUKOPUCTAHHS PECYpCIB, PI3HOMaHITHY 30pot0 Ta OOHYCH,
a TAaKOX CHUCTEMY PO3BUTKY mepcoHaxka. byno cTBopeHo BizyasbHe 0pOpMIICHHS TpH,
PO3p00IIEHO 3BYKOBHUIA CYMPOBIJ] Ta HAJAIITOBAaHO 1HTepdeic KopucTyBaya. [IpoTsrom
yYChOT'O TIPOIECY PO3POOKH MPOBOAIIIOCS TECTYBAaHHS OKPEMHX KOMITOHCHTIB Ta BCI€T
I'pY B LIJIOMY JIJIsl BUSIBJICHHS T4 YCYHEHHSI MOMJIMBUX TTOMMJIOK 1 HEJTOJIKIB.

Byno 3aificHeHo xKoMmuIsAIii0 BUKOHYBaHOro (aitny rpu. Ilicns omrumizaiii
MPOEKTY I JOCSITHEHHS HAJEKHOTO PIBHS MNPOAYKTUBHOCTI OYJIO CTBOPEHO
¢biHanpbHUN Ol TpW, TOTOBUM O 3alyCKy Ha KOMIT'IOTepax KopuctyBadiB. Jlis
3a0€3MeyeHHsl 3pyYHOCTI BCTAHOBJICHHSI Ta PO3MOBCIOKEHHST pO3p0o0sIeHo0i rpu 0yio
TaKO)X CTBOPEHO 1HCTAIIIINHUN MakKeT 3a JOIMoMoror mporpamu Inno Setup. Llei
THCTAJISITOP CHPOLIYE MPOIIEC BCTAHOBJIEHHS IPU, ABTOMATUYHO KOMIIOIOYU HEOOX1IH1
daitim Ta CTBOPIOIOYH SAPJIUKH IS 3pYIHOTO 3aITyCKYy.

[Ticnsa peanizaliii KJIFOYOBUX €JIEMEHTIB I'POBOI JIOTIKM Ta 1HTErpallii OCHOBHUX
MEXaHIK [ocTaja HEeOOXITHICTh Yy TPOBEACHHI MOBHOI[IHHOTO TECTyBaHHS
po3pobisieHoro npoaykry. Lleit eranm MaB Ha MeTi BUSBIECHHS MOXIJIMBHUX MOMWIOK,
HETOYHOCTEH ab0 HecTabUIbHOCTEH, 0 MOTJIK O 3aBauTH KOPEKTHIN poOOTI rpu abo
HEraTUBHO BIUIMHYTM HAa KOPUCTYBAIbKUI JOCBIA. 3/1HCHIOBAJIACh TIEpeBipKa
OKpPEMHX CKpHUIITIB Ta MOAYJIIB y Mexax cepenoBuiia po3podbku Unity, ne Oymnu
BIJICJIITKOBaH1 OCHOBHI JIOT14H1 TIOMUJIKH, TOPYIIIEHHS B 0000111 MO11 Ta HEKOPEKTHE
MOBOJKEHHST 1IrpOBUX 00 €KTIB. Y pe3yibTaTi MPOBEICHOrO TECTYBaHHS Tpu OyIio
MIJTBEP/KEHO BIJMOBIIHICTh PpPEai30BAHUX MEXaHIK TEXHIYHUM BHMOTaM Ta

OUIKYBaHHSIM KOpHCTyBada. [lepeBipeHO KOPEKTHICTh pOOOTH KIFOUOBHX E€JIEMEHTIB
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reiMIUIeIo: cucTeMa pyxXy MepcoHa)ka, aBTOMaTUYHa CTpiibOa, MexaHika 3ITKHEHHS 3
BOpOraMH, CHCTEMa TMpOKadyBaHHS, 1HTepdeiic KopucTyBaua, a TaKOX JIOTiKa
HapaxyBaHHS OYOK 1 TeHepallii BOporiB. BusiBiieH1 y mporeci TECTyBaHHS MMOMUJIKU
Oynu kimacudikoBaHl SK JIOT1YHI (HEKOPEKTHA TMOBEAIHKAa OOCIB, PO3PAaXyHOK OYOK),
iHTepdeiicH1 (MacmTabyBaHHS €IEMEHTIB Ha PI3HUX PO3AUIBHOCTIX), (PYyHKII1OHAIBHI
(cTpinpba mim yac may3u, 3aJMIIKOBI 00’ €KTH TICHsS 3HUIICHHS) Ta MPOJIYKTHBHI
(mpocimanns FPS mpu Benukiil KibKOCTi 00’e€kTiB Ha cueni). Ilicas onTumizariii,
30KpeMa uepe3 BIPOBaHKEHHS object pooling, cTabuUTbHICTh pOOOTH TpH OyJI0 CYTTEBO
MOKPAILIEHO.

OcTaHHIM €TarnoM MPOEKTY CTAJIO PO3MIIIECHHS TPH Ha MyOiuHii miatdopmi 3
METOIO JIEMOHCTpaIllli BUKOHAHOT pOOOTH MIUPOKIM ayTuTOPii Ta HaJaHHS MOXKJIMBOCTI
KOpUCTyBauaM 0e3mocepeIHb0 03HAHOMUTHUCS 3 I'POBUM MPOAYKTOM. J{J1st iboro Oyio
oOpaHo cepBic itch.io — cremiami3oBaHy OHJIAWH-TIIATPOPMY, OpIEHTOBAHY Ha
HE3aJISKHUX PO3POOHUKIB Ta 1HI1-TpoekTH. [Iporiec myOikallii BKIIIOUYaB pEECTPAILIiIO
aKayHTa PO3pOOHMKA, CTBOPEHHS CTOPIHKU TPH, OJaBaHHS OMHUCY, 300pa’KEeHb, TET1B
Ta 3aBAaHTAXKCHHSI apXiBY 3 BUKOHyBaHUM (aitiom. [lnardopma Hamama MOKIMBICT
MOBHICTIO KOHTPOJIFOBATU BUTJISAJl TA 3MICT CTOPIHKH, a TAKOX OHOBIIOBATH (haiiyiu B
OyIb-sIKMi MOMEHT, 110 BUSBHWJIOCH OCOOJUBO 3PYYHUM JJI MPOEKTIB, SIKI MOXKYTh
PO3BUBATHUCH 1 MICJIA IEPBUHHOI yOJTiKaIIii.

TakuM uYMHOM, y MeXax MaHoi KBamidikariiHoi poOOTH OyJI0 TOBHICTIO
peaiti3oBaHO LUK PO3pOOKU I'pu B xkaHpi Survivor-like — Bijx aHamizy akTyanabHOCTI,
MPOEKTYBAaHHS 1 BHOOpPY pYLIis 10 CTBOPEHHS IrpoBOi JOTIKH, TpadiyHOro Ta
3BYKOBOIO O(OpMIIEHHS, KOMIUIALII Ta TecTyBaHHs. [IpoBegeHo BuuepnHe
HAJIAro/UKEHHS TPH 3 YCYHEHHSIM KPUTHUYHHUX TOMHJIOK 1 ONTHUMI3alli€lo
IPOAYKTUBHOCTI. 3aBepIIAJIbHUM €TaloM CTajlo PO3MIIIEHHS Tpu Ha Iuiatdopmi
itch.io, mo 3abe3neuynsno 3pydyHE TNOMMPEHHS NPOAYKTY Ta JAOCTYIHICTh MJIs
KopucTtyBauiB. OTpuMaHMil pe3ylnbTaT — TOBHOLIIHHA IrpoBa po3poOKa, sKa
JIEMOHCTPYE TIPAKTUYHE 3aCTOCYBaHHS TEOPETHMUHMX 3HAHb 1 HABUYOK Yy cdepi

reiMIn3aiHy Ta IporpamyBaHHs.
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Honarok A — Ckpunt «PlayerMovement.cs»

using System.Collections;

using System.Collections.Generic;
using Unity.Mathematics;

using UnityEngine;

using UnityEngine.InputSystem;

public class PlayerMovement : MonoBehaviour

{

[SerializeField]

private float _speed;

[Header («Movement Bounds»)]
[SerializeField] private Vector2 minBounds
[SerializeField] private Vector2 maxBounds
private float horizontal;

private bool isFacingRight = true;

private Rigidbody2D _rigidbody;

private Vector2 _movementInput;

private Vector2 _SmoothedMovementInput;
private Vector2 _movementInputSmoothVelocity;
private SpriteRenderer _spriteRenderer;
private Animator _animator;

private void Awake()

new Vector2(-45f, -23f);
new Vector2(56f, 66f);

{
_rigidbody = GetComponent<Rigidbody2D>();
_animator = GetComponent<Animator>();
}
private void FixedUpdate()
{
SetPlayerVelocity();
ClampPosition(); // <- Bopaemo obMexeHHSs TyT
Flip();
SetAnimation();
}
private void SetAnimation()
{
bool isMoving = _movementInput != Vector2.zero;
_animator.SetBool(«IsMoving», isMoving);
}
private void Update()
{
horizontal = Input.GetAxisRaw(«Horizontal»);
}
private void SetPlayerVelocity()
{

_SmoothedMovementInput = Vector2.SmoothDamp(
_SmoothedMovementInput,
_movementInput,
ref _movementInputSmoothVelocity,
0.1f);
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_rigidbody.velocity = _SmoothedMovementInput * _speed;

}
private void ClampPosition()
{
Vector3 clampedPosition = transform.position;
clampedPosition.x = Mathf.Clamp(clampedPosition.x, minBounds.x,
maxBounds.x);
clampedPosition.y = Mathf.Clamp(clampedPosition.y, minBounds.y,
maxBounds.y);
transform.position = clampedPosition;
}
private void Flip()
{
if (isFacingRight && horizontal < ©of || !isFacingRight &&
horizontal > of)
{
isFacingRight = !lisFacingRight;
transform.Rotate(0f, 180f, of);
}
}
private void OnMove(InputValue inputValue)
{
_movementInput = inputValue.Get<Vector2>();
}
public void IncreaseSpeed(float amount)
{
_speed += amount;
Debug.Log($»Player speed increased to {_speed}»);
}



Honatok b — Cxpunt «Bullet.cs»

using System.Collections;
using UnityEngine;

using UnityEngine.InputSystem;
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public class PlayerShoot : MonoBehaviour
{
[Header («Shooting») ]
[SerializeField] private GameObject _bulletPrefab;
[SerializeField] private float bulletSpeed = 10f;
[SerializeField] private Transform _gunOffset;
[SerializeField] private float timeBetweenShots = 0.2f;
[Header(«Boss»)]
[SerializeField] private GameObject bossPrefab;
[SerializeField] private Transform bossSpawnPoint;
private bool _fireContinously;
private float _lastFireTime;
private int _firelLevel = 1;
public int FirelLevel => _firelevel;
void Update()
{
if (_fireContinously && Time.time - _lastFireTime >=
_timeBetweenShots)
{
FireBullet();
_lastFireTime = Time.time;
}
// DEBUG cnaBH 60ca Bpy4HY
if (Keyboard.current.bKey.wasPressedThisFrame)
{
SpawnBoss();
}
}

private void FireBullet()

{

Vector3 mousePosition =
Camera.main.ScreenToWorldPoint(Mouse.current.position.ReadValue());

mousePosition.z = of;

Vector3 direction = (mousePosition -

transform.position).normalized;
InstantiateBullet(direction);

switch (_firelLevel)

: StartCoroutine(DelayedSecondShot(direction)); break;

{
case 2
case 3:
case 4:
case 5:
case 6:
case 7:

FireParallelShots(direction); break;
FireCircleShots(60); break;
FireCircleShots(30); break;
FireCircleShots(15); break;

FireCircleShots(15);
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StartCoroutine(DelayedCircleShots(0.1f, 15));

break;
}
}
private void InstantiateBullet(Vector3 dir)
{
var bullet = 1Instantiate(_bulletPrefab, _gunOffset.position,

Quaternion.identity);
bullet.GetComponent<Rigidbody2D>().velocity = dir * _bulletSpeed;

}
private IEnumerator DelayedSecondShot(Vector3 dir, float delay = 0.1f)

{
yield return new WaitForSeconds(delay);
InstantiateBullet(dir);

}
private IEnumerator DelayedCircleShots(float delay, int angleStep)

{

yield return new WaitForSeconds(delay);
FireCircleShots(angleStep);

}
private void FireParallelShots(Vector3 dir)
{
InstantiateBullet(Quaternion.Euler(@, 0, 15) * dir);
InstantiateBullet(Quaternion.Euler(@, 0, -15) * dir);
}
private void FireCircleShots(int step)
{
for (int a = @; a < 360; a += step)
{
float r = a * Mathf.Deg2Rad;
InstantiateBullet(new Vector3(Mathf.Cos(r), Mathf.Sin(r),
0));
}
}
public void UpgradeFirelLevel(int newlLevel)
{
_firelLevel = Mathf.Clamp(newLevel, 1, 7);
Debug.Log($»[PlayerShoot] Fire level upgraded to {_firelLevel}»);
// KoxHi 5 piBHiB — 60cC
if (_firelLevel % 5 == 0)
{
SpawnBoss();
}
}
private void SpawnBoss()
{

if (bossPrefab == null || bossSpawnPoint == null)
{
Debug.LogWarning(«[PlayerShoot] Boss prefab or spawn point not
assigned!»);
return;
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}

GameObject boss = Instantiate(bossPrefab, bossSpawnPoint.position,
Quaternion.identity);

boss.transform.localScale *= 4; // 36inbwyemo po3mip 60ca

if (boss.TryGetComponent<HeathController>(out var hc))

{ hc.IncreaseMaxHealth(90); // 36inbwyemo 3po0poB's 60ca
Debug.Log(«[PlayerShoot] Boss spawned with increased HP!»);

}

else

{

Debug.LogWarning(«[PlayerShoot] Spawned boss has no
HeathController!»);

}
}
public void ReduceCooldown(float amount)
{
float minCd = 0.05f;
_timeBetweenShots = Mathf.Max(minCd, _timeBetweenShots - amount);
Debug.Log($»[PlayerShoot] Cooldown now {_ timeBetweenShots:F2}s»);
}

private void OnFire(InputValue iv) => _fireContinously = iv.isPressed;
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Honatok B — Ckpunt «EnemyMovement.cs»

using System.Collections;

using System.Collections.Generic;

using Unity.Mathematics;

using UnityEngine;

using static UnityEditor.Searcher.SearcherWindow.Alignment;
public class Enemy : MonoBehaviour

{
public void OnPlayerDied()

{

}
private void Start()

{

StopMovement();

GameObject player = GameObject.FindGameObjectWithTag(«Player»);
if (player != null)
{
HeathController playerHealth =
player.GetComponent<HeathController>();
if (playerHealth != null)

{
playerHealth.OnDied.AddListener(OnPlayerDied);
}
}
}
private void OnDestroy()
{

GameObject player = GameObject.FindGameObjectWithTag(«Player»);
if (player != null)
{
HeathController playerHealth =
player.GetComponent<HeathController>();
if (playerHealth != null)

{
}

playerHealth.OnDied.RemovelListener(OnPlayerDied);

}
}

private float horizontal;

private bool isFacingRight = true;

[SerializeField]

private float _speed;

[SerializeField]

private float _rotationSpeed;

private Rigidbody2D _rigidBody2D;

private PlayerAwarenesOfController _playerAwarenesOfController;
private Vector2 _targetDirection;

private void Awake()

{
_rigidBody2D = GetComponent<Rigidbody2D>();
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_playerAwarenesOfController =
GetComponent<PlayerAwarenesOfController>();

}
private void Update()
{
horizontal = Input.GetAxisRaw(«Horizontal»);
}
private void FixedUpdate()
{
UpdateTargetDirection();
RotateTowardsTarget();
SetVelocity();
}
private void UpdateTargetDirection()
{
if (_playerAwarenesOfController.AwareOfPlayer)
{
_targetDirection =
_playerAwarenesOfController.DirectionToPlayer;
}
else
{
_targetDirection = Vector2.zero;
}
}
private void RotateTowardsTarget()
{
if(_targetDirection == Vector2.zero)
{
return;
}
else
{

if (_targetDirection.x > © && lisFacingRight ||
_targetDirection.x < @ && isFacingRight)

{
isFacingRight = !isFacingRight;
transform.Rotate(0f, 180f, of);
}
}
}
private void SetVelocity()
{
if (! _canMove || _targetDirection == Vector2.zero)
{
_rigidBody2D = GetComponent<Rigidbody2D>();
_rigidBody2D.velocity = Vector2.zero;
}
else
{

_rigidBody2D.velocity = _targetDirection.normalized * _speed;



}
}

private bool _canMove = true;
public void StopMovement()
{
_canMove = false;
_rigidBody2D.velocity = Vector2

.zero;
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Honarok I' — Cxpunt «BuffManager.cs»

using UnityEngine;
using UnityEngine.UI;

public class BuffManager : MonoBehaviour

{

[Header («UI»)]

[SerializeField] private GameObject buffMenuUI;
[SerializeField] private Button upgradeFireButton;
[SerializeField] private Button reduceCooldownButton;
[SerializeField] private Button increaseSpeedButton;
[SerializeField] private Button buffHealthButton;

[Header(«Refs»)]

[SerializeField] private PlayerShoot playerShoot;
[SerializeField] private PlayerMovement playerMovement;
[SerializeField] private HeathController healthController;
[SerializeField] private ScoreController scoreController;

private void Start()

{
buffMenuUI.SetActive(false);
upgradeFireButton.onClick.AddListener(OnUpgradeFire);
reduceCooldownButton.onClick.AddListener(OnReduceCooldown);
increaseSpeedButton.onClick.AddListener (OnIncreaseSpeed);
buffHealthButton.onClick.AddListener (OnBuffHealth);
scoreController.onThresholdReached.AddListener (ShowBuffMenu);

}

private void ShowBuffMenu()

{
Time.timeScale = of;
buffMenuUI.SetActive(true);

}

private void CloseMenu()

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

}

private void OnUpgradeFire()

{
playerShoot.UpgradeFireLevel(playerShoot.FireLevel + 1);
CloseMenu();

}

private void OnReduceCooldown()



{
playerShoot.ReduceCooldown(0.1f);
CloseMenu();

}

private void OnIncreaseSpeed()

{
playerMovement.IncreaseSpeed(1f);
CloseMenu();

}

private void OnBuffHealth()

{

healthController.IncreaseMaxHealth(10);
CloseMenu();
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