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AHOTAILUS

Komicuiuenko /1. B. Po3po6ka 2D Top Down rpu «Fairytale Adventure» B xaHpi
RPG 3 Buxopucrtanasm Unity. Pykomuc. Ksamidikamiiina po6ora OakanaBpa OII
«IHX)eHepiss mporpaMHOro 3a0e3nedyeHHs» CIeiabHOCTI «IHXeHepis MporpaMHOro
3a0e3nedyeHHs». JIyIbKkuii HaIllOHaTBbHUM TeXHIYHUN yHiBepcuTeT. Jlynbk, 2025.

Kpanidikamiitna pobora GakajiaBpa CKJIaIa€ThCcs 31 BCTYMY, TPhOX PO3JLIIB,
BHUCHOBKIB, CITUCKY BUKOPUCTAHUX JIXKEPEI Ta JOJIATKIB.

VY nepmioMmy po3aini 3A1MCHEHO aHali3 MPEeAMETHOI O0O0JacTi, MOPIBHSHHSI
ICHYIOUMX aHaJIOTIB MPOAYKTY Ta TEXHOJOrld, cpopMyJIbOBAaHO 3aBAAaHHS Ha
kBaii(dikaiiitHy poboty OakamaBpa. B apyromy poszaunt 0ynno chopMysibOBaHO
¢dbyHKIIOHATBHI Ta HE(QYHKIIIOHAJIBHI BUMOTH JI0 TPOEKTY, OMHCAHO MPOCKTYBaHHS
OPOAYKTY, MPOAHAII30BaHO CEPENOBUIIA PO3pOOKH Ta MporpamMHe 3a0e3MEUYEeHHs,
BUKOHAHUH iX BUOIp AJs BUKOHAHHS TOCTaBJICHOTO 3aBIaHHs. B Tperromy po3mini
3IIMCHEHO OMMC MPOLECy PO3pOOKH MPOEKTY Ta MPOBEACHHS MOro TEeCTyBaHHA. Y
BHCHOBKaX OMMCAHO Pe3yJbTaTH BUKOHAHHS KBaJll(iKa1iHOT pOOOTH.

KitouoBi cnoBa: 1rpoBUH 3aCTOCYHOK, ITPOBUM pyIIiii, IrpOBI MEXaHIKH,

KOPHUCTYBady, KJIac, IPOTOTHI, IHCTPYMEHT po3poOku, ckpunt, cucrema, NPC.



ABSTRACT

Kolisnichenko D. Development of the 2D Top-Down RPG Game "Fairytale
Adventure™ Using Unity. Manuscript. Qualification work of the bachelor's program
"Software engineering" in the specialty "Software engineering”. Lutsk National
Technical University. Lutsk, 2025.

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

The first section analyzes the subject area, compares existing analogues of the
product and technologies, formulates tasks for the bachelor's qualification work. The
second section formulates functional and non-functional requirements for the project,
describes the product design, analyzes the development of the environment and
software, and selects them to perform the task. The third section describes the process
of developing the project and conducting its testing. The conclusions describe the
results of the qualification work.

Keywords: game application, game engine, game mechanics, user, class,

prototype, development tool, script, system, NPC.
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BCTYII

AxrtyanbHicTh TeMU. Ha 1anuii MOMEHT, Ha pUHKY HaOMparoTh MOMHUT 1HA1-1TPH,
K1 TIPOIIOHYIOTh XOPOIIIMI JTOCBIJI, HA BIIMIHHY B1JI KOMEPLIMHUX MPOCKTIB BEIIMKUX
ctyniii. Ha mpotuBary BenukuM KoMmmaHisiM AAA-TIpOEKTIB, HEBENHUKI CTyAil abo
CaMOCTIHHI pO3POOHUKH MOXKYTh MPOBOJAUTH €KCIIEPUMEHTH 3 MEXaHIKaMHU irpOBOTO
MIPOEKTY, BI3yaJIbHOIO CKJIaJIOBOIO Ta HAPPATUBOM, SIKI pOOJISATH 1Ie¥ CErMEHT 0COOIMBO
npuBaOauMBUM g JgochipkeHHa. [Ipore, oOMexeHi pecypch Ta BIJICYTHICTD
CTaHIapTU30BAHUX TEXHIYHUX PIIIEHBb YCKIAIHIOIOTh MPOIeC pO3pOoOKH CTa0lIbHOT Ta
3aXOILTIOI0YO] TPHU.

[Ipo cywacHy irpoBy IHAYCTPIIO MOKHA CKa3aTH, IO BOHA JOCUTh CTPIMKO
PO3BHUBAETHCS, OCOOJIMBO HOBI TEXHOJIOTII, Kl BIIKPUBAIOTH HOBI MOIIMBOCTI IS
peanizallli MUPOKUX Ta 1HHOBAIIMHUX i7ed. He3Bakaroum Ha HAsIBHICTh MOTYXXHUX
1HCTPYMEHTIB pO3p0oOKH, noAioHux 10 Unity, po3poOka sikicHOTO 2D MPOEKTy € 10CUTh
CKJIaJHUM 3aBiaHHsM. lle BuMarae He TUTbKM BHCOKHUX TEXHIYHHUX HAaBUYOK B cepi
pPO3pOOKK MPOrpaMHOTO 3a0€3MEUeHHs, ajge ¥ TBOPYOrO MIAXOAY M0 peamizaiii
IPOrPaMHOTO MPOIYKTY.

Meroro kBamiikauiiftHoi pobotn € po3podka 2D Top-Down rpu 3
BukopuctanHaMm Unity, mo BkiIro4yaTuMe B cebe 0a30Bl MEXaHIKM jKaHpy: 0Oa3oBa
CHUCTEeMa TIepPCOHaXKy, cucteMy B3aemoaii NPC 3 rpaBiieM Ta JOCIIIKEHHS irpOBOTO
IPOCTOPY.

006’exToMm kBamidikariitHoi podoTtu € po3podka 2D Top-Down rpu Ha irpoBoMy
pymiii Unity 3 enementamu xanpy RPG.

[IpenmeroMm kBamidikaliiHoi poOOTH € CydacHI METOAM Ta TEXHOJIOTIl
CTBOPEHHSI MPOTPAMHUX MPOAYKTIB B cpepi po3poOKH KOMIT FOTEPHHX 1TOpP.

JIst TOCSATHEHHSI LIJIeH MOCTaBJIEHOI METH, MOTPIOHO BUKOHATH TaKUM MEpesTiK
3aBJlaHb:

— JOCIIIUTA TIPEAMETHY 00JacTh IrpPOBHX 3aCTOCYHKIB; IMPOBECTH aHaI3
ICHYIOUMX aHAJIOT1B Ta BU3HAYUTHU OCOOJIMBOCTI IFPOBUX CUCTEM, Tpadiku Ta aHIMAIIi;

BUKOHATH MOPIBHAHHS OJJHOTO 3 aJITOPUTMIB ITPOBUX MEXAHIK;



— BHU3HAYUTHU (YHKIIOHATBHI Ta HEPYHKITIOHATIBHI BUMOTH JO KBasTi(hiKaIiitHOi
poOOTH, BUKOHATH MTPOCKTYBAHHS IIPOEKTY;

— TIPOBECTH TMOPIBHSUIBHUHN aHaJli3 IrpOBHUX PYIIIiB Ta CEPEIOBHIL PO3POOKHU 3
BU3HAYCHHSIM IXHIX MepeBar 1 HeI0IKiB;

— peamizyBaTH KIJIIOUOBI MEXaHIKM MPOEKTY 3 BHUKOPUCTAHHIM CY4YacCHHX
1HCTPYMEHTIB PO3POOKH;

— po3pobutu mtydHuit intenekt as NPC;

— MPOBECTU TECTYBaHHS BUKOHAHOTO MPOAYKTY Ha (PaKT 3py4yHOCTi, MPOCTOTH
FeMINIEIO Ta TEXHIYHOI CTa0ILHOCTI,

— CTBOpUTH 1HTEpdEHC IrPOBOTO 3aCTOCYHKY;

— PpO3pOOUTH IHCTAIAIIHHUN ITaKeT.

[ToTeHIHHMMU KOPUCTYBaYaMH IPOIPaMHOIO MPOAYKTY € MPOCTI KOPUCTYBayl
(rpaBiii), AKi XOUyTh OTPUMATH MPOCTUH ITPOBHUI JOCBIA Ta PO3pOOHUKU B chepi

PO3pOOKH KOMIT' FOTEPHUX 1TOpP.



PO3LI 1
AHAJII3 TIPEAMETHOI OBJACTI IN3ANHY BIJEOITOP I
MMOCTAHOBKA 3ABJAHB HA KBAJI®IKAILIIHY POBOTY

1.1 AmnHajai3 cy4acHOro crany npooJjeMu

Ha nanuit MOMeHT, cdepa BiAeoIirop J1EMOHCTPYE CTINKY TEHIEHIIO PO3BUTKY
iH1-1rop [1], 30kpemMa 2D irpoBux npoaykTiB. [{e 00yMOBII€HO KiJTbKOMAa BaXKITMBUMHU
¢dakTopaMu: BITHOCHOIO JOCTYIHICTIO I1HCTPYMEHTIB PO3POOKM Ta TEXHOJIOTIH,
3pOCTaHHsl TONUTY KOPUCTYBaulB Ha CTWIICTUYHY pETpO-Tpadiky Ta €CTETHUKY,
peaizalli€ro IrpoBUX MeXaHik 0€3 He0OX1THOCTI CTBOPEHHS HOBUX TEXHIYHUX PIIICHb.
[Ipote, K BimOOpakar0Th OCTaHHI JOCTIKECHHS [2], 6araTo HOBUX ITPOBHX MPOCKTIB
HE 3HAXOJATh KOMEpIiiHOro ycmixy Ha miatdgopmi Steam, 1o Oe3mocepeHbo
3B’S13aHO 3 HM3BKOKO SIKICTIO peali3alii MporpaMHOro MPOAYKTY Ta 1i KaHPOBHX
MEXaHiK.

TexHiuHUi aHaATI3 CydyaCHUX ITPOBUX PYIIIiB JUisi CTBOpeHHS 2D-irop BusiBisie
CYTT€B1 BIIMIHHOCTI y iX MPUAATHOCTI IJisi pO3pOOKH PI3HHUX MEXaHIK, 30Kpema
CUCTEMU HaBiraiii a0o 1HIII >KaHPOBI MEXaHIKU. TOMy Tepea TUM SIK MPOEKTYyBaTH
IPOrpaMHUIl MPOAYKT, BAPTO BU3HAUYUTHA BUMOTH Ta MiAIOpaTH irpoBUM pyIIii, KU
HaKpalle miaX0auTh JJIs BiMOBIIHO OCTAaBJICHUX 3aBIaHb [3].

1.1.1 Oco6iuBOCTI )KaHPY

Bineo-irpu xanpy RPG € ogaumMu 3 HallmomyssipHIIIKMX B IrpOBId 1HAYCTPIi.
Knacuunum npukinagoM Takux irop € Taki npoektd sik The Binding of Issac,
Commando Shooter 2D, Brotato, Stardew Valley Ta iumri. Came BOHU CTBOPUIIHU JKaHP
Top-Down RPG 2D Bineoirop. IxHiMH 0cOGIMBOCTAMM MOXHA JIETKO HA3BATH: BHJ
3BEpXY, YIPABIIHHS Ta YHIKAJIbHY MPOEKIIIIO PIBHIB, JIe TPaBellb JOCIIIKY€E ITPOBUN
cBiT. B 2D-peanizaiiii oco6i1MBOro 3HayeHHs Ha0yBarOTh piBHOBAra Mik MpOCTOTOIO
BI3yaJIbHOI MoOJayl Ta TJIMOMHOIO 1rpoBoi B3aemonii. Llel kaHp BHKOpPUCTOBYE
Tilemap-cucremn, NavMesh-HaBiraijiro Ta MTYYHAH 1HTEJIEKT BOPOTIB SIK CIIOCOOH
CTBOPEHHSI JIMHAMIYHOTO ¥ HENIHIMHOro IrpoBOr0 MPOCTOPY, J€ PIIICHHS TIPaBIs

MaroTh O0e3mocepeHl HaCHiIKK B pealbHOMY Yacl.
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3rofioM 1ieH JKaHp MOCTYIIOBO PO3BUBABCA 3 ABOBUMIPHOTO MPOCTOPY rpadiku
70 TPUBUMIPHOTO, 3 JI0JaBaHHSIM HOBUX MexaHik. [Ipore B Ham yac, sxanp 2D irpu
MOJKYTh JIETKO KOHKYPYBATH 3 BETUKUMU IIpoekTaMu. [IpukiagoM Takux 3aCTOCYHKIB
€ Hollow Knight, Terraria, Dead Cells Ta 1xmii.

1.1.2 TlopiBHAIBHMI aHATI3 KOMEPLIHHO YCHIIIHUX aHAJIOTIB

[TopiBHsUIIbHUH aHANI3 YCHIITHUX KOMEPIiHNX 2D mpoekTiB Takux sk Stardew
Valley, Terraria, The Binding of Isaac Ta iuiri, 103B0Jisi€ BUSIBUTH MIE€BHI MIXOIU J0
pO3pO0KH, 110 320€3MeUYIOTh X YCIiX Ha PUHKY:

— 3aCTOCYBaHHS TEXHIK JUHAMIYHOI Ta SIKICHOI 00pOOKHU pecypciB Ta rpadiku;

— ajanTaiis TEXHIYHUX PILIEHb M1 pi3HY cHeU(iKy IrPOBUX MPOIYKTIB;

— TpaBellb MOBUHEH OTPUMATH HOBHM Ta YHIKAJIBHUN AJIs ceOe TOCBII.

Oco06nMBy yBary 3aciiyroBy€ JOCBIJ PO3POOHUKIB IrpOBOro MpoekTy Stardew
Walley [4], ski neMOHCTPYIOTh €()EKTUBHICTh NMEBHUX TEXHIYHUX pIIICHb, SK:
comianbHa B3aeMoisi NPC Mixk co0010, po3BUHYTa MEXaHiKa 3eMJIepoOCTBa, CUCTEMA
3MIHM MOTOJIM Ta MOpH JHA. I'pa € cuMynsTopom pepmepcTBa 3 BIIKPUTUM CBITOM 3
€JIEMEHTaMU POJIbOBOI TP Ta COLIIAJIbHOT CUMYJIsLIi. BoHa aklleHTye CBOIO yBary Ha
MOBUIBHIN T'pl, @ caMe Ha PO3BUTKY MEPCOHAXa Ta CEPEAOBUILA HABKOJIO HHOTO.

VY cBow uepry Terraria [5], siky BBaxkaioTh KJIOHOM Minecraft 3aBasku
BIJIKPUTOMY CBITY, € ITCOYHHMICIO. JlOCHIKEHHS IrpoBOTrO CBITY, OYJIBHHIITBO,
31ITKHEHHS 3 BOpPOraMH Ta PO3BUTOK B1IOYBAETHCS B YMOBAX MOCTYIIOBO 301JIbIIEHOI
ckiagHocTi. Kiro4oBoro 0COOIMBICTIO JAHOTO MIPOIYKTY € MOXKIIMBICTH BiJIiTPAaBaHHS
PI3HHX pOJieH, CTBOPEHHSI HEOOMEKEHO! KUIBKOCTI TAaKTHK Ta METOJIB BIKUBAHHS.
OxpiM TOrO, MpoleaypHa TeHepallisd CBITY Ta BEJIMKa KIJIbKICTh KOHTEHTY B TPl HaJla€e
ili HemepemOadyBaHOCTI. 3aBASKA I[bOMY, TPH TOBTOPHOMY MPOXODKCHHI TpH,
rpaBellb OTPUMY€E HOBHI JTIOCBi/ Ta 3aCTaBiIsIE€ HOTO TIOBEPHYTUCH HA3aJ 10 TPH.

The Binding of Isaac [6] npeacTasiisie 0quH 13 HAMBIUIMBOBIIINX €KCIICPUMEHTIB
y skaHpi roguelike, sikuii moeHye B c001 MPOCTUI Bi3yaldbHUM 1HTEpQEIC 3 TTTMOOKOIO
irpoBOIO CTpyKTypoto. ['paBeris kepye Icaakom, 110 BTIKa€ 0 MKaXITUBOTO IMiA3eMEIIIA,
y KOMY KO>KHa KIMHAaTa — 1i¢ He Jiuiie O0HOBHI IPOCTIp, a i OTEHUIHHUN eJIeMEeHT

MICUXOJIOTTYHOTO KOH(DIIKTY. KITF0OUOBUM acIeKTOM € BUIIaJIKOBE CTBOPEHHS ITPOCTOPY,
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BOPOTiB Ta MPEIMETIB, 1110 EPETBOPIOE KOKHE MPOXOKEHHS HA YHIKAJIBHUMN TOCBI/I.
Ile we nume 3abe3nedyye BHCOKUU piBEHb TI'eHMMIUICIO, a W CTBOPIOE TMOCTiHE
HaNpy>KeHHS. HEBU3HAUEHOCTI, JIO0 SIKOTO I'PaBellb 3MYIICHHUI MPHUCTOCOBYBATHUCH.

1.1.3 T'padika Ta animarrii

2D-rpadika B cydacHOMY CTaHi iCHY€ B IIOJI1 MOCTIHOTO MO€AHAHHS MK PETPO-
€CTETUKOI0 Ta MIHIMAJIICTHUHUMHU TPEHIaMH HU(PPOBOTO apTy, XapaKTepHUMH IS
MOOUTbHUX TuIaTdopm. [lomiOHe pilieHHS HE € JACKOPaTUBHHUM — BOHO BHKOHYE
KOMYHIKaTHBHY (DYHKIIIIO, TO3BOJISIFOUM TPABIIO 1HTYITHBHO PO3Mi3HABAaTH 00’ €KTH,
iXHIO (DYHKIIIOHAJIBHY POJIb. 30KpeMa, NalliTpa KOJIbOPIB Y OUIBIIOCTI 2D-NPOEKTIB €
CTaHJApTHOIO: SICKPaBl KOJIbOPU CUTHATIZYIOTh PO B3a€MOJII0, KOHTPACTHI BIATIHKU
BKa3ylOTh Ha 3arpo3y, a HeWTpaibHi — Ha (OH 4M JpyropsiaHi enemeHtu. Cama
CTPYKTypa 300paxkeHHs y 2D-rpadiiii morpedye MaKkCUMaIbHOT TOYHOCTI XY/I0KHHUKA,
OCKUJIbKU KOKEH IMIKCEb Ma€ 3HAUEHHS: HE JIMIIE Bi3yalbHe, a i (DyHKI[IOHAJIBHE.

ChnpaiiTu — OCHOBHE Bi3yallbHe 300paxkeHHs IrpoBUX 00’€kTiB. BoHu
IMIIOPTYIOTHCSI B MPOEKT sIK HaOIp 300pakeHb W aHIMYIOThCS 4epe3 IHCTPYMEHT
Animator, mo € mepeBaror JUIS ONTHMI3AIil MPOIYKTUBHOCTI. AHIMaIil
3a0e3MeuyloTh JUHAMIYHY 1IeHTU(IKAIII0 CTaHIB 00’€KTa, MOJentoe (i3udHy
MOBEIHKY Ta CTBOPIOE L0310 KUBOTO cepeAoBUIna. HalO1abIn mommMpeHi maxoau
1o aHimarrii B 2D-irpax BKIII0YaroTh KaJpoBy aHiMarllito (frame-by-frame) rta ckenetny
animario (skeletal). Koxken 13 HUX Mae BIacHy 00J1acTh 3aCTOCYBaHHS: BiJ] TJIABHUX
NepexoAiB MK CTaHaMH IEpCOHaXa 0 (PI3UYHO Ta KOPEKTHOIO PYXy IrPOBHUX
00’€KTiB, aHIMaIllli HABKOJHUIITHEOTO CEPEIOBHUIIIA.

1.1.4 AAropuTMU MOIIYKY MIISXY

[Tomyk nuisixy abo anropuTMHU HaBirauii — 1e npouec noOyAoBH MapiIpyTy 3
onHiei Touku g0 iHmoi. B kBamidikariiiHiii poOOTI BUKOPHUCTOBYETHCS METON
nooynoBu Hapiramii NavMesh. Jlanuii meTon 3a3BU4Yail BUKOPUCTOBYETHCS B
TPHOBUMIPHUX MPOCTOPAX, ajie MOro MOKHA aJanTyBaTH 1 MijJ ABOBUMIPHUI IPOCTIP.
Jlo OCHOBHUX 3aJlay TONIYKY NUISIXY BIJHOCSTH 3HAXOMKCHHSI ONTUMAJIBHOTO 1

HaWIIBUILLIOTO MapLIPYTY.
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NavMesh — 11e moiroHaibHa CiTKa, sika OMKMCYE MPOXITHI 30HH iIrPOBOI'0 PiBHSL.
AJNTOPUTMU LUISIXY BUKOPUCTOBYIOTH III0 CITKY /IS MOUTYKY MapupyTy. OCHOBHUMHU
nepeBaraMu BUKOPUCTAHHS [[bOTO METOY €:

— e(peKTUBHICTh Ha BEJIIMKHUX PIBHIX, TOOTO MICIs MOMEPEAHBOTO PO3PAXYHKY
PIBHS, TIOIIYK IIUISIXY B110YBA€THCS IIBUJIKO 1 aBTOMATHUYHO;

— BPaxOBYIOTBCS 3MIHH B ITPOBOMY CepeAOBHII (HANPHUKIIAA, 3pYyHHOBaHI
00’€KTH) B PEXUMi OHJIAWH, IO A03BOJSE €PEKTUBHO OHOBUTH KapTy HaBirarii
00’ €KTIB;

— BPaxoBY€ penbed Ta HAXWIA MTOBEPXOHBb B ITPOBOMY CEpelOBHIII Ta (i3uka
00’ €KTIB;

— 3JIIUCHIOE MIATPUMKY aHIMAIlii, 1110 JO3BOJISIE€ IPOBUM 00’ €KTaM aJlanTyBaTH
MapuIpyT IMi/1 HEPIBHOCTI MICIIEBOCTI.

BpaxoByroun 11 mnepeBarm, NavMesh € yHiBepcaJIbHUM Ta NPAKTUYHUM
METOJIOM PO3POOKH CHCTEMHM HaBIrallii, mpoTe BiH Ma€e CBOI HEJIOIIKH, TaKi SIK:

— oOMeXeHa TOYHICTh y BY3bKHUX MPOCTOPAX, IO MOXE IPUBECTU MO
HEKOPEKTHO1 POOOTH ITPOBHUX 00’ €KTIB Y CKIIATHUX T'€OMETPISX;

— BHCOKa BapTICTh MEpEepaxyHKy, IHIIMMH CJIOBAMH JUHAMIYHI 3MiHU
MOTPeOYIOTh TepeOyI0BU CITKH, IO MOXE IPHU3BOJMTH 10 MPOOJIEM 3 IrpOBUM
CepeIOBHILIEM;

— HE mMAXoauTh 11t 3D-Hasiramii.

WaypointGraphs — 1i¢ cucrema Hapiramii, [0 3acHOBaHa Ha MeEpPEXi
PO3CTaBJIEHUX TOYOK (BEHITOIHTIB), MIXK SKUMH 3[1HCHIOIOTh CBiil pyX irpoBl 00’ €KTH.
[lepeBaramu maHoi cuCTEMH € MPOCTOTA ii peamizailii, TOOTO He MOTpPedye CKIATHUX
pO3paxyHKIB TE€OMETpii Ta HU3bKI HakJIagHI BUTpatd. OCHOBHUMH HEAOJIKaMU
WaypointGraphs € He amanTuBHICTH 10 3MIH, TOOTO AMHAMIYHI OO0 €KTH HE
BPaxOBYIOThCSl 0€3 HAMMCaHHS JOJAaTKOBOTO KOJY Ta BHUMArarOTh PO3CTABJICHHS
MapKepiB Bpy4HY, 1110 3a0upae 0araTo yacy Ta 3aBa)ka€ MacIITa0yBaHHIO MPOEKTY.

Meton FlowFields BukoprucToBy€e BEKTOpHI MOJIS A1 MACOBOTO PyXy 00’ €KTIB,
MPUKIIAJ 1i BAKOPUCTAHHS € CTpATerii peaabHOro Yacy. OnTUMaNIbHUN TPYTOBUHN PyX

iIrpoBuX 00’€KTiB 0€3 KOH(IIKTIB Ta AWHAMIYHA ajamnTallis 10 3MiH B 1TPOBOMY
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MIPOCTOPI € nepearamu 1boro metoay. OcnopHumMu Henosikamu FlowFields € Bucoki
00YHCITIOBAJIbHI BUTPATH PECYPCIB CUCTEMU JIJISI OHOBJICHHS IIOJIIB Ta OOMEKEHICTh
poOoTH TUTbKHU B 2D-cepenoBuriax.

VY pe3ynbTari, NPOBIBIIX JOCIHIKEHHS JAHUX CUCTEM HaBiraili 0yJio CTBOPEHO

HOPIBHSJTbHY TAOJIUITIO, II00 JIETAIBHO PO3MITHYTH 1XHI BiqMiHHOCTI (Tabm. 1.1).

Tabmuis 1.1 — IopiBHsIbHA TaONULIA METO/IIB aJTOPUTMIB MOIIYKY IIISXY

Kpurepiii NavMesh Waypoints FlowFields Voxel
[HsuaxicTs Bucoka Cepenns Huzbska Bucoxka
MOIIYKY
JIMHaMi4HICTh Obmexena BincyTtHs Bucoka ObmexeHa
3D-ninTpuMKa OOmexeHa Tak Hi Tak
['pynoBuii pyx CepenHniii [Toranuit Biaminnwmii Cepenniii
Pecypcu Hu3sbki Hu3sbki Bucoki Bucoki

[Tix yac mpoBeeHHS aHal13y MPEAMETHOT 001acTi, 0yJI0 BUKOHAHO MATEHTHUM
MOIIYK 3 METOI 3HANTH 1ICHYIOUYl TEXHIYHI pillleHHs a00 TEXHOJIOTI, Kl MOB’I3aH1 3
po3poOkoro 2D irop, cuctem Hagiraiiit Al Ta ctBopeHHs piBHIB. B pe3ynbTaTi nomyky,
He O0YJIO BUSBJICHO CEpUO3HUX OOMEKEHb a00 3amaTeHTOBAHUX TEXHOJIOT1H, sIKI MOTJIN
0 3aBaUTH pO3pOoOIIl IIMX METOMAIB B JaHii poOoTi. BapTo 3a3HaunTH, 110 BIACYTHICTD
CYTTE€BHX MATEHTHUX OOMEXEeHb B LI cdepi MOACHIOETHCS JABOMA MPUYUHAMU:
HIBUKICTIO PO3BUTKY IFPOBUX TEXHOJIOT1H Ta TEHAEHIIEIO O BIIKPUTOCTI B IHAYCTpIi
HEe3aJIe)KHOT pO3pOOKH irop.

Sk BUCHOBOK, HE3Ba)KalOUM Ha HASIBHICTh PI3HUX 1HCTPYMEHTIB PO3POOKH Ta
TEXHOJIOT'1H, CTBOPEHHsI BJIACHUX CHUCTEM MJIsl MPOEKTY € JOLUUIBHUM 3 HACTYIHHUX
MIPUYHH:

— MOXIIMBICTh CTBOPCHHS TIEBHUX MEXaHIK, SKI BIAMOBIIAIOTh MM
kBamidikaiiitHoi poboTu;

— TIOBHUU KOHTPOJb HAJ apXITEKTypOI Ta JIOTIKOK TpH, IO J03BOJIUTH
IIBUIKO BHECTHU 3MiHU B TIPOEKT Ta HAJA€ MOXJIMBICTh PO3IINPECHHS,

— TOrJMMONEeHHS PO3yMIHHS TMPOLECIB PO3pOOKM Ta 1HTErpamii pi3HUX
KOMIIOHCHTIB T'DH,

— OTpHUMAaHHS HOBUX 3HAHb Tad 3aCTOCYBAHHA 1X Ha HpaKTI/II_Ii.
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1.2 TIlocraHoBKa 3aBAaHHA HA KBaJidikaniiiny podoTy 6akajaaBpa

3aBnanHs Ha KBai(ikaliiiHy poboTy OakanaBpa mossarae B po3pobii 2D Top-
Down rpu Ha pymiii Unity, o noegHyBaTuMe B cO01 KJIACUYHI IrPOB1 MEXaHIKU Ta
nu3aiH. [ BUKOHaHHS LIbOTO 3aBJaHHS, MOTPIOHO BUKOHATH HACTYIIHI KJIIOYOBI
eTaru:

1) AocmiguTH TpeAMETHY O00JIaCTh PO3POOJICHOTO TPOTPAMHOTO MPOAYKTY,
BHUKOHATH aHaJII3 ICHYIOUHX Ta MOMYJISPHUX aHAJIOT1B, 113HATHCH 0COOIUBOCTI rpadiku
Ta aHIMalliii, TOPIBHATH AITOPUTMH OJHIET 3 ITPOBUX MEXAHIK;

2) BU3HA4YUTH (DYHKITIOHAJIbHI Ta HEPYHKITIOHAIBHI BUMOTH J10 KBaJi(piKaIiiHO1
po6otu, ctBoputd UML niarpamu ajis onucy KJaciB Ta CXEMHU 3B’sI3KiB, BUKOHATH
npoektyBaHHs Ul yacTMHM MPOEKTY;

3) mpoaHai3yBaTu IrpoBl PYIii Ta CEPeOBUINA PO3POOKU, BU3ZHAUUTH iXHI
nepeBary Ta HeJJ0JIIKH, BUKOHATH 1X IOPIBHSIHHS 32 JOMIOMOT'OF0 Ta0JIULIb Ta 3IIMCHUTH
BUOIp ITHCTPYMEHTIB PO3pPOOKH;

4) po3poOHTH ITPOBI MEXaHIKH JUIS THYYKOi peaji3allii MpoeKTy Ta 3JiHCHUTH
iXHIN ommc;

5) po3pobutu mTyyHui iHTENeKT U1 noBeAiHky NPC Ta 311iCHUTH HOTO OIKUC;

6) BUKOHATH TECTyBaHHS MTPOEKTY 3a TPhOMaA CIICHAPISIMH Ta OMUCATH TX: IOHIT-
TeCTyBaHHs, IHTErpalliifHe TeCTYBaHHS Ta TECTyBaHHS MPOyKTUBHOCTI;

7) cTBOPUTH 1HTEPPEIC IrpoOBOro 3aCTOCYHKY;

8) po3poOUTH THCTAIAIIMHHUIN TTAKET MPOCSKTY.
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PO31JI 2
CIIELIU®PIKAILIISI BUMOT 10 PO3POBJIIOBAJIBHOI BIIEOT'PA
2.1 Amnani3, BU3HAYEHHS BHUMOI 10 PO03p00/II0BAJIBLHOIO NMPOrPAMHOIO

3a0e3Me4YeHHs] TA MPOEKTYBAHHS MPOrPaMHOI0 3a0e3meyeHHs!

Ha cporoani, po3poOka mporpamHoro 3abe3meueHHsi BUMarae 10 cebe
CUCTEMHOTO IMIJIXOMy JO aHami3y Ta BHU3HAYEHHS KOHKPETHUX BUMOT, IO
3MIACHIOETHCS TICHS aHaji3y MNpeAMETHOI o0jacTi Ta OOMEXEeHb 1HCTPYMEHTapiio
po3poOku. Lle nporiec nependavae CTBOPEHHS HE TUTBKH (PYyHKIIIOHAIBHUX BUMOT JI0
MPOEKTy, aje W mnoTpedye BpaxyBaHHA TaKUX HE(PYHKI[IOHAIBHUX BUMOT SIK
IPOAYKTUBHICTb, Oe3rneka Tomo. [IpoBiBIIM AOCTIKEHHS MPEeAMETHOI 00JacTi Ta
aHai3 ICHYIOUMX aHAJIOrIB, MOCTAN0 3aBAaHHs chopmyBaTH (yHKIIOHAIBHI Ta HE
(GyHKLI0HAIBHI BUMOrK 10 KBamigikamiiHoi podotu. ns 2D Top-Down rpu Oyno
c(hOpMOBaHO HACTYIIHI BUMOTH:

OyHKITIOHATBHI BUMOTH:

— 0a3zoBa peamizallisi MEXaHIK TEPCOHAXY 3 YypaxyBaHHSIM  (PI3UKHU
(RigidBody2D) Ta oOMexeHHSs irpOoBOTO IPOCTOPY;

— cucteMa artaku Ha ocHOBI ko3 (Collider2D) 3 animariitHO0 00pOOKOIO
TTOT1H;

— mHagiranis NPC 3a pomomororo meromay NavMesh, amantoBanoro mo 2D
cepenoBuia (Bukopuctans Collider2D st moOyaoBu MapuipyTy);

— BimoOpaxkeHHs iHTepdeiicy 3a nonomoroto Ul Canvas;

— reHepairis piBHs yepe3 Tilemap abo BpyuHy.

HedynkiionaibH1 BUMOTH:

— CcTaOUIBHICTh POOOTH HA CIIA0KUX CHCTEMAX;

— MOZYJIBHICTb apXITEKTypH (paiiyliB MPOEKTY Ta MPOTPaAMHOTO KOAY;

— CTBOPEHHS 1HCTAIAIIHHOTO TTAKETY.

[IpoekTyBaHHSI pO3pOOIEHOTO ITPOBOTO 3aCTOCYHKY PO3MOYHIMO 3 Jlarpamu

cTaHiB rpaBIls (puc. 2.1), B sIKiif OMUCYIOTHCS Jii TPaBIsl B IrPOBOMY CEPEIOBHIIII.



MNepemiweHHa

CTaH cnokow

BigkmaaHHA

ATtaka

Pucynok 2.1 — Jliarpama ctaHiB rpaBiisi B irpOBOMY CE€pEIO0BHIIII

OxkpiM JiarpamM  CTaHiB,

CmepTb

Input Actions

A

34MTYE KNABILLM, AKI BBOAWTE KOPMCTYBaY Ta
BUKOHYE anropuTmu, NPpONUCaH! B CKpUNTax
rpaeya. MNepenae inopmauito B Player
Scripts Ta Animation Controller

kiaciB (puc.2.2) st 00’ €KTy TpaBIls, sIKi BITHOCATHCS JIMIIE I HbOTO.

Player Scripts

KoHTpontoe Bci dyHKUIT rpaBuA, AKi 38'A3aHI

3. NEPEMILLEHHAM, BiDKMIaHHAM, aTakoi Ta

BiAoOpakeHHAM.

LWenakicTe Biry, HaHECEHHA WKOAK, KINLKICTL
300pOB'S Ta cUNa BigKMaaHHA

k.

Animation Controller

OTtpumye iHdopmadito sig Input Actions Ta
BHWKOHYE aHimalilo rpaBus.

Pucynok 2.2 — Cxema 3B’s3KiB 00’ €KTY rpaBls

naTpyJIOBaHHS, IepECliTyBaHHsI, aTakKa.

16

JI0JTAaTKOBO  OYyJI0O CTBOPEHO CXEMHU 3B’S3KIB

Hiarpama s NPC (puc. 2.3) € Ae1o CKIaaHImIo0 BiJf CHCTEM I'PaBILs, OCKIIbKU

B HUX € OUIbIII€ CTaHIB Ta CKPUIITIB, @ CaMe: CIIOKiH, aKTUBHICTb, CTOITh, IEPEMIIIICHHS,
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AKTUBHICTb

o /

MepecnigyesaHHa
CroiTh

MaTtpynioBanHHa

Ataka

|
{
fAl

Pucynok 2.3 — Jliarpama cranis NPC

Cnokiit — cran, konmu NPC 3HaxoauThCs Ha OJHOMY MICIII Ta HE MOXKE
BUKOHYBATH Oy/ab-sIK1 1HIII 11, OKPIM MEpeXiJ B CTaH NaTPy/IIOBaHHS Ta MEpPEBIPKA HA
T€, YU € TPABELlb B 30H1 TPUTEPY.

AKTHUBHICTb — CTaH, kUil akTuBye noBeAiHKy NPC B 3anexHOCTI BiJ CUTYyaIlli,
KOJIM IIyKae rpaBis. Hampukiman: mepeciigyBaHHs, aTaka TOIIO.

Croitp — mifgcran cnokow, B skomy NPC He BuUKOHye HIAKUX diii Ta HE
nepeMinnaeThes. Mloro HACTYMHI i BU3HAYAIOTECS Yepe3 MifICTAaHW aKTHBHOCTI.

[lepemimenHs — miacTaH akTUBHOCTI, B sskomy NPC 3xiiicHIoe iepeMilieHHs B
IrPOBOMY CEPEIOBHILI MO 3a/IaHOMY MapIIPYTy.

[laTpymnroBanHs — migcTtaH akTuBHOCTI, B sikoMmy NPC 3milicHioe 1ukiivHe
nepeMIIeHHs B TIEBHIM 30H1 IrpOBOTO CepeIOBUIIA. 30HA € 0OMEKEHOIO.

[lepecnimyBanHss — OMH 3 MiJICTaHIB aKTUBHOCTI, B sikomy NPC mepecninye
rpaBusa. Komu rpaBemns mokugae 30Hy Tpurepy, NPC moBepraeThcs 10 cTaHy
naTpyJIIOBaHHS.

Ataka — migctaH aktuBHOCTI, ¢ NPC BuKkOHye aTtaky Ta HaHOCHUTH IIKOIY
3I0pOB’10 T'PaBIIl.

HactynHuMm ynHOM, OTpiOHO OyJ10 OomMcaTH KiIacH, siki O OMUCYBaJI 11l CTaHU.
Jlo xJ1aciB BOPOTiB BIAHOCSTHCS:

— Enemy Al

— Enemy Life;

— EnemyVisual.
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Knac Enemy Al BianoBigae 3a noiiyk rpaslis. B HboMy peaiiizoBaHO cucTeMy
HaBirarlii, CTaHd aKTUBHOCTI Ta CIOKOIO, MO/I1i B3a€MO/Iii 3 TpaBIIEM.

Knac Enemy Life BinmoBinae 3a xapakrepuctuku NPC Ta € 3B’3aHUM 3 KJIaCOM
Enemy Al.

Kmac Enemy Visual BiamoBimae 3a poOOTy aHimaliiii Ha BiAMOBIAHI Tomii B
IrpOBOMY MPOCTOPI.

[Ticns crBopenns UML pgiarpaM, HacTymHUM KpPOKOM CTajl0 CTBOPEHHS
IPOTOTHUITY 1HTEPEICY IrPOBOTO 3aCTOCYHKY, a caMe: TOJIOBHE MEHIO, MEHIO Tay3H Ta
eKpaH «cMmepTi». bynmo mpoaHanmizoBaHO cydacHI TEHJICHIT OU3ailHy B I1TPOBHUX
3aCTOCYHKax Ta 3pO0JIEHO BHMCHOBOK IIOAO 1HTEp(deiicy MNpoAyKTy: OU3ailiH Ipu
NOBUHEH OyTH MPOCTUM Ta IHTYITUBHO 3pO3YMUIMM JJIsi KOPUCTYBaya, OCKUIBKH 1IE €
OJTHUM 13 KIIFOYOBHX (PaKTOPIB IPUBEPHEHHSI YBAark KOPUCTyBaya J10 MPOAYKTY.

JUist CTBOpeHHsI MOJIOHOTO pIlIeHHs OyJ0 BUPINIEHO BUKOPUCTOBYBATH HE
HAJTO KOHTPACTHI KOJIbOPU: TEMHI KOJBOPU (POHIB Ta CBITJII KOJBOPH [JISI TEKCTY.
Takuif miaxig IPYHTYEThCS HA MPUHIUIIAX TCUXOJIOTIT CIPUUHATTA. TeMHI BIATIHKA
(GoHY 3MEHUIYIOTh HAaBaHTa)XEHHS Ha 31p KOpUCTyBaya IMijJ 4Yac TPUBAIOTO
BUKOPUCTAHHS 3aCTOCYHKY, IO OCOOJHMBO AaKTyaJIbHO IS 1rop 13 3aTsXKHUMU
ceancamu. CBITJIMI KOJIIp TEKCTY, HABIAKH, 3a0€3Meuye BUCOKY KOHTPACTHICTh, 1110
CHpHSIE JIETKOMY CHpUMHATTIO 1H(popmarlii. Kpim Toro, Taka xomipHa cxema cropusie
KpalioMy 3amam’siTOBYBaHHIO 1HTepQeicy, Mo € BaXIMBUM (aKTOpoM s
dbopMyBaHHS TO3UTUBHOIO KOPUCTYBAIIbKOTO JOCBily. Take pillleHHS J03BOJISE
KOPHUCTYBau€Bl IIBUJIKO OPIEHTYBATUCS B 1HTep(eiici, HEe BIABOIIKAIOUKCH Ha 3aiiBi
neranl.

[Tepmmm mpotoTUnoM iHTEpdeEicy, sike 0yio po3po0eHo, CTaJI0 FTOJOBHE MEHIO
rpu. ['onoBHe MeHIO (puc. 2.4) MOBUHHO MICTUTH Ha3By T'pH, POHOBE 300paKeHHS Ta
JIBI KHONKHU: MOYaTH I'py Ta BUXiJA. [HTepdelic MOBUHEH BIIITPIBATH BaXKIUBY POJb,
OCKIJIbKA KOPUCTYBaY BIIEpIIIE O3HAHOMITIOETHCS 3 MMPOAYKTOM 1 MepIe BpaKEHHS BiJl
HBOTO € BOKJIUBUM. Y pe3yibTaTi, 0yJI0 CTBOPEHO €JIeMEHT 1HTep(]eiCy y BiIMOBITHIN

CTHJIICTHIII MPOEKTY, HOT0 IM3aliH € TPOCTUM Ta MIHIMATICTUYHUM.
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FAIRY TALE
ADVENTURE

Play

Exit

Pucynok 2.4 — IIpotoTun nu3aiiHy rOJIOBHOTO MEHIO

Hactynaum 4nHOM, OyJIO CTBOPEHO MPOTOTHII €KpaHy MeHro nay3u (puc. 2.5),
e po3MimeHo (OHOBE 300pakeHHS IrPOBOTO 3aCTOCYHKY Ta JBI KHOIKH, SKi

BIJIMTOBIIAI0TH 32 MPOJOBKEHHS ITPOBOT CeCii Ta MOBEPHEHHS 10 TOJIOBHOTO MEHIO.

Pucynok 2.5 — Ilpororun nu3aitHy MeHI0O nay3u

OcTaHHIM eJ1eMEeHTOM qu3aiiHy iHTepdeiicy rpu OyB eKpaH Mmicisi CMEPTi TpaBLs

Ta BijjoOpaxaB JiBa eJIeMeHTH: KHOMKHU «Restarty Ta «Buximy.
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2.2 Bubip 3aco06iB, MeToAiB i ajnropuTMiB BHpillIEeHHS TOCTABJIEHOI0

3aBJIAHHSA

CyyacHi MeToAM pO3pOOKH MPOTrpaMHUX TPOAYKTIB XapaKTEePU3YIOThCS
BEJIMKUM PO3MAITTSAM TEXHIYHHMX PIIICHb, KOXKHE 3 SKHX Ma€ BJIAcHI MepeBaru AJis
pI3HUX acmekTiB po3poOku. BpaxoByrounm Te, M0 CKIAAHICTh MOCTaBICHHUX 3a7ad
3pOCTa€, BaXXJIMBO 3pOOMTH MpaBWIbHI KpPUTEPii BiAOOPY IHCTPYMEHTIB CTBOPCHHS
IpPOrpaMHOTO 3a0e3MEYEeHHs, a BaXXJIMBO BPAXOBYBATH caMme: MAacCIITa0OBAaHICTb,
MPOYKTUBHICTh, MIATPUMKA CyYaCHUX TEXHOJIOTii. Y mpoiieci BUOOPY 3aco0iB s
ctBopeHHs 2D rpu, 6yno npoananizoBano irposi pymrii Unity, Unreal Engine, Godot,
GameMaker, CryEngine.

[HcTpymMeHTH po3poOku Unity [7] € ogHuM 3 yHIKAIBHUX ITPOBHX PYIIIiB 3a
pPaxyHOK YHIBEPCAJIBHOCTI, MOJYJBHOCTI Ta KpOCIIAT(GOPMEHOCTI — BiH JI03BOJISIE
THYYKO MacIITa0yBaTH MPOEKT Ta € 3aCHOBAaHMM Ha KOMIIOHEHTHO-OPIEHTOBaHIN
MOJIeJIi, 10 3aJ0BOJIbHAE BUMOTH 1HJ1-PO3POOHHUKIB Ta BEJUKUX CTyAid. OgHuM i3
KIJIFOUOBUX MOTO OCOOIMBOCTEN MOJISrae B MOYJIbBHOMY IiIXO/I1 JO CTBOPEHHS IrPOBOi
joriku. O0’€KTH, K1 PO3MIIIEHHI B CEPEOBUII (DOPMYIOTHCS ILISIXOM TMOETHAHHS
JEKUIBKOX KOMITIOHEHTIB, BUKOHYIOUM PI3HY pojb: (pi3MUHA B3aEMOJIISI MIX COOOI0,
ayJlio Ta Bi3yallbHI €J1EMEHTH, TpaHchopmallii Ta BUKOHAHHS CKPHIITIB, HAIMCAHUX
MoBoto C#. lle He TiIBKM ONTHUMI3y€E TECTyBaHHA Ta PO3pOOKy, a il 3a0e3meduTh
BHUCOKHI PIBEHb BIITBOPEHHSI MOBTOPIOBAHOTO KOJY, IO BAXJIMBO y MPOEKTYyBaHHI
ckIagHuX npoekTiB. llle BapTO BUMIIUTH THCTPYMEHTH IS Bi3yasizarlii ajis poOoTH 3
2D ta 3D rpadikoro, siki npornonye Unity — Universal Render Pipeline ta High
Definition Render Pipeline [8]. Ixue mpusHauenHs ue mocArHeHHs GanaHCy Mik
MPOIYKTUBHICTIO Ta SIKICTIO 300pakeHHs. Oxpim Toro, iHTerpaiis 3 NavMesh,
Tilemap Ta aHiMalifHUMU cHCTEMaMH, AO3BOJISIE CTBOPUTU SIKICHY JIOTIKY PYXY
00’€KTiB, HaBITaIli Ta B3a€MOJIIi, 1110 BaXXJIMBO I peaiizaiii 0a30BUX MEXaHIK B
npoekTi. He3Bakaroun Ha mepeBaru I[»0r0 PYIIis, BiH Ma€ MeBHI 0OMEKEHHS, 1[0 MOXKE

CTBOPUTHU MPOOIEMHU TIPU pO3p0o0LIl MPOTPAMHOTO TPOIYKTY.
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Bigkputicte exocucremu Unity Hajmae cBOOOMY IiJ 4ac po3poOKH, aje BOHA
3aJIeKUTh BlJ 30BHIIIHIX [AKETIB, 1[0 MOXYTh BHUSIBUTHUCH HECYMICHUMH a0o
3acTaplIiMA 3 HOBHUMH BepcisiMH irpoBoro pymrro. [locTiiiHi OHOBIEHHS
CYNPOBO/KYIOTbCSI 3  pPaJUKaIbHUMHU 3MIHAMH  TPUKIAJHOTO  MPOrPAMHOIO
inTepdeticy (API), Tomy po3poOHUKM TOBHMHHI aJanTyBaTH CBId KO, L0 € HE
HaMKpalyuM pillleHHsSM B YMOBaX OOMEXEHUX PECypCiB.

Ha BigMiHHY BiJ] IHIIUX ITPOBHUX PYIIIiB, SIK1 IParHyTh MEPEUTH A0 CHPOIIECHHS
mporecy po3poOku Ha KopucTh aoctymHocti, Unreal Engine [9] € ckmamaum
iHcTpyMeHTOM mst po6otu. Moro sapo mobymoBane Ha ocHOBI C++ , JI03BOJISE
IporpamicTam MpaioBaTH 3 HU3bKOPIBHEBUMU CTpyKTypamu. Lle q103Bosisie BinkpuBae
0araro MOXJIMBOCTEH JUIsl ONTHUMIi3alli MPOrpaMHOrO MPOAYKTY, IOJIETHIY€E
IPOBEJICHHS TECTyBaHHS Ta MOOYA0BU KOMIUIEKCHUX CUCTEM B3a€MO/III.

Opniero 3 mepear, 4yepe3 skuid BUKOpHCTOBYIOTh Unreal Engine € ioro
peaniCTUYHUA  peHaepuHr rpadiku. Lleil peHIepuHr MOXKIUBUWA  3aBISKH
BUKOPHUCTaHHIO 1BOX pymriiB — Lumen [10] ta Nanite [11]. Lumen npu3HadeHuid 1is
poOOTH 3 r1I00aJTbHUM OCBITIIEHHSM B PEXHMI PeaIbHOTO yacy, a Nanite € cucTeMoro
BipTyauti3aiii reoMeTpii — 3aBISKM HUM, MOJXHA MPAIOBATH 3 MOJEISIMU BHCOKOI
SAKOCTI Ta MIUILHOCTI 0€3 BUKOPUCTAHHS BEJIUKOTO 00’€MYy pPECypCiB CUCTEMH, IIO
MOKPAIIy€ TPOAYKTHBHICTb.

Oxkpim Toro, 3aatHicTh Unreal Engine 10 oOpoOKH BEIMKOTO OOCATY JTaHUX Y
pPeXHUMI pearbHOTO 4Yacy, JO3BOJSIOTh HOTO BHKOPUCTOBYBAaTHM HE TIIbKU IS
po3po0KH irop, asie i B KineMarorpadii Ta apxiTekTypHOI Bizyanizaiii. Takox BiH Ma€e
BIJKPUTHH KOJ, 1110 HE € TUIIOBO JUIsI TEUMIEBY — 1€ TO3BOJISE aJaliTyBaTH IHCTPYMEHT
po3poOKu 117 BUMOTH npoekty. OaHak, JaHUN ITpOBUM Py HE € 11eaIbHUM — BIH
BUMArae JIOCUTh BUCOKMX TEXHIYHUX XapaKTEPUCTHK, OCOOIUBO ITiJl YaC TECTYBAaHHS.
[le Mmosxe OyTu mpoOIEeMOI0 171l HEBEIMKUX KOMaH[ a0o 1H1-po3poOHuKiB. [lo-apyre,
BEJIMKA KUIBKICTh HaJlAIITYyBaHb Ta CKJIAAHICTh 1HTEpQeiicy BUMAararoTh BiJ
porpamicta po3NMIMPeHUX 3HaHb B 00JACTI MPOTPaMyBaHHS, PO3BUHEHUX HaBHYOK

apXiTeKTypHOI‘O MOACITIOBAHHA Ta CUCTCMHOI'O MHUCJICHHS.
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Godot Engine [12] € anpTepHATUBOIO TPAAHUIINHOI MAapagurMu CEpel 1HIIMX
nporpamMHoro 3a0e3neudeHHs, Takux sk Unity. YV gaHoMy IHCTpyMEHTI pO3pOOKHU
JIOTIYHA CTPYKTypa MPOEKTy MOOYy/I0BaHA HAa 1€pAPXIYHOMY KOMIIOHYBAHHI «CIICH,
KOXHA 3 SIKMX MICTUTh BJACHUM BY30JI: JIOT1YHUH, BI3yalbHUN Ta Qi3nUHUI. 3aBAsKU
npoMy, Godot 1eMOHCTpY€e BUCOKY MOAYJIBHICTh Ta 3a0e31evuy€e MOBTOPHE BUKOHAHHS
KOMIIOHEHTIB 0€3 MEBHHUX TPYJHOINIB, HA BIAMIHHY BiJ 1HIIMX ITPOBHUX PYIIIiB 3
MOoA10HOI0 THYUKICTIO.

Opna 3 ocobmuBocteit Bukopuctanus Godot Engine € meTon ckpuntyBaHHS
GDScript [13], sxwuii crierialbHO CTBOPSHUH ITi]] BUMOTH PYIIIisl Ta € ONTUMI30BaHUMN
nig oro apxitektypy. Cunrakcuc GDScript € cxoxum 10 MOBHU MporpamMyBaHHS
Python, mo pobuTs HOro JOCTYNMHUM Ta JIETKUM JJI MOYATKIBIIB, BOJHOYAC HAJA€
MOTYXHICTh MOOYJOBU CKJIAAHUX JIOTIYHUX CTPYKTYp. s mocBimuenux ¢axislliB,
irpoBuid pywii gogatkoBo miaTpumye C#, C++. A 3 HOBIIMX Bepcid — BJIAcHY
cucTteMy KoMmmOursamii koMmrnoHeHTiB yepe3 GDNative ta WebAssembly, mo poouts
HOro KOpHCHMM Yy OaraToriaT@OpMEeHHOMY BHUKOPUCTAHHI 3 MaKCUMAJIbHOIO
€(heKTUBHICTIO.

3 texHi4HOi TOUKHU 30py, Godot MOke BUKOPHCTOBYBAaTHUCH K y 2D, Tak 1 3D
po3po6ii. Bin mae omuH 3 Halikpamux noOyaoBaHux 2D-malmiiaiHiB, sSIKUM He
noOyaoBaHuil Ha 0cHOBI 3D-nmaiimakiny (K y OUIbIIOCTI irpoBUX py1IiiB). To0TO, BiH
Ma€ TIOBHOIIIHHUI PEHJECPUHTOBUIM MOAYJbh 3 BIACHUMH aJTOPUTMaMHU OCBITJIICHHS,
00poOJICHHS aHIMaIlii Ta KOJIi31i.

Onnak, Godot Mae nesiki oOMeXeHHs B peanizarlii Aeskux (yHKIIIOHATBHUX
MO>KJIMBOCTEN Ta HEBEJIIMKY KOMaHAy po3poOHuKiB. [lo-niepie, mig yac podotu 3 3D-
peHnepuHrom, VR abo mTydyHUM 1HTEIEKTOM, BiH MOTPEOYE T0JaTKOBUX peCypciB abo
CTOPOHHIX 010J110TEK, 10 YCKIATHIOE PO3POOKY B By3bKOCTICIIA/II30BAHUX MTPOCKTAX.
[To-gpyre, 4depe3 HEBEIUKY KOMAaHAy pO3POOHUKIB JAaHOTO IrpOBOrO pyIlis, BiH
3MIHIOEThCS TOBUIbHIIIE, HAa BiAMIHHY BiJl aHajoriB. lle cTBoptoe mpoOiemy s
CTY/II{, SIK1 € OPIEHTOBAHI HA TMHAMIYHUNA PUHOK.

CryEngine [14] acomiloeTbcss 3 BHCOKOTEXHOJOTIYHHUMH  Bi3yaJlbHUMH

MOXJIMBOCTSIMH, III0 TIJHIMAE CcTaHmAapTd y cdepi peanismy B IU(POBOMY
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MojetoBaHH1. HalfO1IbIIUM yCiXoM BUKOPUCTAHHS 1IBOTO 1HCTPYMEHTY PO3POOKH,
MOB’SI3YI0Th TaKl MOMyJisApH1 irpu sik cepist irop FarCry Tta Crysis, siki OyJu He JuIle
KOMEPIIIHO YCTIITHUMH MPOEKTaMH, a i Oy pe3yJabTaTOM TEXHIUYHOI IeMOHCTpaIii
HOBUX MOXJIMBOCTEH pPyIIIisi HA TOW MOMEHT. 3aBJISIKU IbOMY, HOTO BBaKAIOTh PYIIIEM,
OpIEHTOBAHMM Ha BUCOKY Bi3yaJbHY JOCKOHATICTb.

ApxitektypHo CryEngine nmoOynoBaHuil ik HU3bKOpPIBHEBA CHCTEMA, MOIIOHO
no Unreal Engine, mo 3abe3nedye TICHUW KOHTPOJIb HAaJ PEHAEPUHIOM, (Pi3HUKOIO,
aHIMAIiIMA Ta OCBIiTIeHHAM. MOro MOIymbHA CTPYKTypa IO3BOJIS€E pealizyBaTh
CKJIaJHI CIIEHM 3 BHCOKHM CTYNEHEeM (I3UYHOI MpaBIONOAIOHOCTI, MPOTE HE €
aJIanTOBAHOIO JIJIs MOYaTKIBIIB, K y Unity Ta Godot.

KirouoBor0 nepeBaroro JaHOTo Pyl € Moro GoTopeaicTUYHUN PEHACPUHT,
o BUKOpucTOoBYe TipocyHyTi menaepu, PBR (Physically-Based Rendering), HDR 1
peanicTUuHe MOCcTOOpOOJIEHHs cUeH. YHacuiok uporo, CryEngine yacto oOuparoth
Uil cuMyJisiii, VR-mpoekTiB BHUCOKOi sKOCTI Ta AAA-Irop, Opl€HTOBaHUX Ha
neTamizanito cepefoBumia. Moro ¢ismunmii pymiii CryPhysics Gasyerbcs Ha
MPOCYHYTUX aJITOpUTMax OOpPOOKM KOJI31i, JMHAMIKM TIJI, M SKUX OO’€KTIB 1
pyHHYBaHb, 110 JT03BOJISIE MOJICITIOBATH CKJIaH1 B3a€MO/Iii B peaJbHOMY Yaci.

OpHak, BIH BUMarae CTYIEHIO BXOly JJi pO3pOOHUKIB — BiJl HUX BUMAratoThCs
3HaHHs C++ Ta HaBUYKM 3 TpadiuHOro peHaepuHry. JlokymeHTais irpoBOro pyuiis
BHM3HAHA 3aCTapijiol0 Ta HETMIOBHO, HE 3Ba)kKalOuW HA HEJaBHI OHOBJIEHHs. Lle poOuTh
H0T0 BUKOPUCTAHHS HETIPAKTUYHUM 4Yepe3 0OMEKEHY JOCTYITHICTh 3HAHb.

Oxkpim Toro, CryEngine mae KOMeEpIIiifHy JIIEH3110, 110 POOUTH HOTO MEHII
MPUBAOJIMBUM IS 1HA1-PO3POOHUKIB a00 MAJICHBKUX CTY/1{, y IOPIBHSIHHI 3 1HIIUMU
CepeOBUIIAMH PO3poOKH. Foro 3a3Buuaii BUKOPHCTOBYIOTh [UIsl BEIMKHX HPOEKTIB,
7€ BUKOHYETHhCS CEPHO3HMU AaKIEHT Ha SAKICTh Bi3yamizaiii Ta e(eKTUBHICTH
OoOpoOJIEeHHSI €NIeMEHTIB, 3aBIAKU OararosjepHiii o00poOli Ta amapaTHOMY
IPUCKOPEHHIO.

GameMaker [15] s3aiimae ocoOnMBE MiICIE, 3aBASKH IIPOCTOTI OCBOEHHS 3
IHCTpyYMEHTaMH Il MOOYAOBH CKJIAJHUX MNpoeKkTiB y 2D-mpoctopi. Bin Biairpae

BOXJIMBY pOJib Y chepl He3anexHo1 po3poOku. Ha BimMiHy Bij YHIBEpCATbHUX PYIIIIiB
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mupokoro npodimto, Takux sk Unity yn Unreal Engine, GameMaker 3ocepemxenuit
Ha onTUMi3alli pododoro nporecy came 3 2D rpadikoro, 110 CYTTEBO BILIMBAE HA HOTO
apxiTeKTypy, QYHKIIOHAIBHY OpPraHi3alliio Ta KIHIIEBY MPOAYKTHUBHICTb.

ApXITEeKTypHa MOJENb pylIis MoOyJ0BaHA 3a MOJEIUIIO, J€ KOXKEH eJIeMEHT
ClleHH € O0O0’€KTOM, SIKMM 3JaTHUW pearyBaTh Ha TOJli, 3MIHIOBaTH CBiil cTaH,
TEHEpPYBaTH JIOTIKY Ta B3aeEMOIATH 3 1HIMUMH o00’ektamu. KopucTtyBauesi
MPOTIOHYETHCS SIK BI3yaJbHUM PEAAKTOp MOAIN, TaK 1 TEKCTOBUW CHHTAKCUC 4Yepe3
GML (GameMaker Language) — ckpunToBy MOBY, CIIEIliaJIbHO CTBOPEHY JUISI TAaHOTO
pymis. Ii cuHTaKcHc MicTHTH psj CreLliani3oBaHUX KOHCTPYKIH, ONTHMi30BaHHX
came s irpoBoi po3poOku. Hampukmnan, BOyaoBani ¢yHKIii ajss poOOTH 31
cOpaiTaMl 4Yu 3BYKOBUMH €(EKTaMH [O3BOJSIOTH CTBOPUTH NEBHI (yHKIII 0e3
J0JIaTKOBOTO KOAY. 3aBIAku 1iboMy GameMaker ycrmiiHo 6aiancye Mix JOCTYITHICTIO
JUTSl IOYATKIBIIB Ta JOCTaTHBOIO THYYKICTIO ISl TOCBITYEHUX PO3POOHUKIB.

[TepeBaroro irpoBoro pyirito € rrboKa onTuMizallis MpoIeciB, MOB’ SI3aHUX 13
2D-rpadikoro. GameMaker 3a0e3mnedye BHUCOKHN pIBEHb PEHJEPUHTY CIIPANTIB,
e(heKTUBHE KePyBaHHS 31TKHEHHSIMU Ta MIATPUMKY aHIMAIIHHUX UKIIB. Takoxk Horo
MepPeBarol0 € HasBHICTh BOYJOBAHOTO Bi3yallbHOTO pelakTopa KIMHAT (rooms), IO
JI03BOJISIE OTIEPATUBHO KOHCTPYIOBATH CIIEHHU, KEPYBaTH IIapamu, eheKTaMu KaMepH i
OCBITJICHHSI.

Onnak He3Bakatoud Ha (YHKIIIOHAIBHY 3aBepileHicTh y 2D-cepenoBui,
GameMaker mae obmexenHs y cdepi 3D-monentoBaHHs, 0 3yMOBJIEHO SK MOTO
apXITEKTYPHOIO CHeludiKoro, TaK 1 IPOPLIBLHOIO OPIEHTAITIETO.

Hactynaum uunoMm, Oyno chopmoBaHO TOpIBHsUIBHY Tabmuiro (tabm. 2.1)
IrpOBUX pyUIiiB, 00 PO3TJSHYTH IXHI BIAMIHHOCTI Ta 00paTu WOro JJisi BUKOHAHHS
kBamidikaiiitHoi poboTH.

Tabnuusg 2.1 — IopiBHsuIbHA TAOIUIS ITPOBUX PYLIIiB

. Unreal :
Kpurepii Unity Engine Godot Game Maker | Cry Engine
Jlinen3is beskomroBHa | be3komroBHa | be3komToBHa IInaTtHa beskomroBHa
Lmprv CH CH GDScript GML C++ Lua
I'padiuni . HDRP, URP Lume_n Ta B6y,[[0BaI-.II:II/I 2D pymiiii SVOGI_, Ray
MOKJIMBOCTI Nanite, 2D pymin Tracing
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[Tponorxenns Tadmuii 2.1

Kpurepii Unity gﬁ;ﬁé Godot Game Maker | Cry Engine
OnTumizaris Cepennst Bucoxka Bucoxka Jyxe BuCcOKa Bucoka
[HcTpyMenTH Tilemap, [MigTpumka

Py Sprite Editor, | Oomexeni Tilemap . TP BincyThi
s 2D . MIKCENb-apTy
Animator
CknamHICTh Cepenns Bucoxka Cepenns Hyxe Hu3bKa Hlyxe
! pedl peAl Y BHCOKHUU

VY BUCHOBKY, A peani3alii mpoekTy kBamidikaiiiiHoi podotu Oyiao oOpaHO
irpoBuii pymriit Unity sk HaiO1bIe 30a1aHCOBAaHUMN PYILIiil 3 TOUKU 30pYy THYYKOCTI,
MO>KJIMBICTIO PO3IIUPEHHS, MIATPUMKH JABOBUMIPHOI rpadiku Ta 1HCTPYMEHTIB IJis
poOOTH 3 TMOBEIIHKOBUMHU anropurMamu o0’ektiB. HacTynmHum uymHOM, OyJ10
MpoaHaIi30BaHO CEpPEeIOBUINA JUIs peallizallli MporpaMHOro Kojay, 3okpema Visual
Studio, Jetbrains Rider, MonoDevelop.

Visual Studio [16] — 1ie inTerpoBane cepemoBuile po3pooku Bix Microsoft, sika
BUKOPHUCTOBYETbCSL U1 PO3pOOKH MporpaMHoro 3abe3mneueHHs. BoHO mocTiiiHO
OHOBIIIOETHCST BIJIMOBIJIHO JI0 MOB NPOrpaMyBaHHS, apXITEKTypHUX IIa0JOHIB Ta
CTHJIIB pO3pOOKHU. 3aBASIKM TJIMOOKIN IHTErpailii, BACOKOMY PIBHIO aBTOMaTH3allli Ta
BIJIKpUTOI MIATPUMKUA BEJIMKOTO CHEKTPYy TexHosorid, Visual Studio € ognum i3
HANIMOTYKHIIIUX IHCTPYMEHTIB Y KOPHIOPATUBHOMY Ta aKaJeMIYHOMY CEPEIOBHUIIII.

ApxitektypHa mnoOynoBa Visual Studio  BUPI3HSETBCS ~ MOIYJIBHOIO
cTpaTU(IKaIi€r0:  SAPO  CEPeOBUINA  JIOMIOBHIOETHCS  PO3IIMPECHHSAMH,  SIKi
3a0€31euyIoTh MIITPUMKY MOB IiporpaMmyBaHHs (3okpema C#, C++, Python, JavaScript
TOIIO), AeOariHry, TecTyBaHHs, pedakTopuHry, a Takox DevOpS-iHCTpyMEHTIB.
3aBasku Takiid mogeni Visual Studio pyskionye He sik cratuuna IDE, a sik nunamiune
CepeIOBHINE, SIKE aNanTyeThCs M0 MOTped po3poOHmka. LleHTpanbHUM eneMeHTOM
dbynkmionansHO1 cuctemu € MSBuild, o 3a6e3neuye rHydke yrnpaBiaiHHS IPOIIECOM
KOMITUTALT, KOH(]Irypaiii cepefoBUI] BUKOHAHHS Ta MOJYJIBHOCTI pPO3TOpTaHHS,
JTO3BOJISIIOYH PEali30BYBATH CKJIQ/IHI MMPOEKTHU 3 BEIMKOIO KUTHKICTIO 3aJIEKHOCTEH.

Onnak, Visual Studio mae Heoiku noB’s13aH1 3 fioro BuMoraMu. [1oBHuit 00’ eM

Cepe/IOBUIIla CTAHOBUThL JEKIIbKa JECATKIB TiradaiT, 110 HE € MPaBWIHLHUM s
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MPOEKTIB MaJioro abo cepeaHboro CTyneHw ckiaaaHocti. OKpiM IbOro, MHoro
BUMOIJIMBICTh JIO CUCTEMHHUX PECYpCIB Ta TPUBAJIMN 3aMyCK Yy BEIHUKUX MPOEKTaX
CTBOPIOE MPOOJEMH JJisi KOPUCTYBayiB 3 OOMEKEHHM amapaTHUM 3a0e3MeueHHSIM.
HesBaxkarouw, 1o Bepciss Community Mae 6€3KOIITOBHY JIIEH3110, JJIsT KOMEPIIHHOTO
a00 KOMaHJIHOTO BHKOPHUCTAHHS CEPEIOBUINA TIOBUHHA OyTH TUIaTHA JIIIEH31A, 0 €
J0JJATKOBUMU BUTpAaTaMU JIJIsl MAJIUX CTYAl a0 KOMaH[ pO3pOOHHKIB.

JetBrains Rider [17] — cepenoBuiie po3poOKH, SKE€ OpIEHTOBaHE Ha
npodeciiinux C#-iHKeHepiB, fKI [IYKalOTh ajdbTepHATUBY 3 (OKycOM Ha
MPOyKTUBHICTh, 3pDYUYHICTh Ta KPOCIUIAT(HOPMEHY MATPUMKY.

VY cBoiii ocHoBi Rider moegHye TBOKOMIIOHEHTHY apXITEKTypy: (POHTEH],
3acHoBanuii Ha IntelliJ Platform (BinnmoBinae 3a Ul, ynpasninHs ¢aiinamu, mpoeKTaMu
Ta HaBiramier) 1 0eken, mo 0a3yeTbes Ha ReSharper (Biamosimae 3a aHaji3 Komy,
pedakTopuHr 1 1HTENEKTyalbHI Miaka3ku). [lomgiOHa Mojens 3abe3nedye He JIUIIe
(yHKILIOHAJIBHICTh, aj€ ¥ NPOAYKTUBHICTb, OCOOJHMBO MpU POOOTI 3 BEIMKUMU
npoektamu. Ha Biaminy Bin Visual Studio, Rider He motepmae Bij KpUTHYHHX BTpaT
IPOIYKTUBHOCTI, 1[0 OCOOJMBO LIHYETHCS B KOPHNOPATUBHOMY Ta 1HAYCTPIAIbHOMY
CEpEIOBHIIII.

Opniero 3 kimouoBux nepeBar Rider € Horo miarpumka npuctpoiB. BiH €
noctynniuM i Windows, macOS 1 Linux 0e3 Oyap-akuxX (yHKIIOHAJIBHUX
OOMEXEeHb, 10 KPUTHYHO BAXJIMBO B yMOBaX Cy4acHOi pO3pOOKH, Ji€ 1HXKEHepHU
MOXXYTh MpaloBaTH Ha PI3HUX omepauiiHuX cucrteMax. Kpim TOro, miarpumka
mpokoro crnektpa .NET-rexnomoriit — 3okpema ASP.NET Core, mo poouts Rider
YHIBEPCAIBHUM THCTPYMEHTOM JJISI PO3POOKH.

Oco6nuBy yBary ciiji NOpUAUINTA aHANITHYHUM MOXJIMBOCTSAM Rider.
[acTpyment miarpumye moHan 2500 1HCHEKIN, 3MaTHUX BUSBISATA TIOMHUJIKH,
NOpPYUIEHHS! CTaHAapTIiB O(GOPMIIEHHS KOy, a TaKOoX MOTEHLIHHI MpobdieMu 3
MPOAYKTUBHICTIO abo Oe3mnekoro. [loTykHuil mexaHi3M pedakTopuHry, JIOridHa
HaBiramis Mo KOAY, a TaKOXX THy4YKa CHCTEMa IUIariHIB JO03BOJISAIOTH TIMOOKO

HaJIAIITYyBaTU CEPEIOBUILIE 11T IHAUBIAyIbHUN CTUIIL PO3POOHHMKA YU KOMAH/IH.
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[Tpore ciij BU3HATH i OOMEKEHHS 1IbOTO IHCTPYMEHTY — Rider € koMmepiiitHum
MPOIYKTOM, JIOCTYIIHHM 3a TMEPeIIaTHOI MOJIEIUTIO, 110 YHEMOXJIMBIIOE HOro
BUKOPHUCTaHHA O€3KOIITOBHO Yy OumpImocTi BUMankiB. Takoxk, xoda Rider €
inTerpoBanuM 3 .NET-exocuctemoro, oro nmouyarkoBa KoHpIrypariiis notpedye aemnio
BUIIIOT MiATOTOBKH BiJl KOpUCTyBava, Ha BimMinHO Bix Visual Studio.

Po3pob6iene B mexax iHimiatuBu Mono Project, mo mana Ha MeTi CTBOpEHHS
BiakpuToi peanizamii .NET Framework nns Linux Ta iHIIMX omeparifHUX CHCTEM,
MonoDevelop [18] ympomorx meBHOro mepiogy OyB UM HE €JIHHOIO PEaTbHOIO
anbTepHatuBoro Visual Studio.

ApxitektypHa mozaens MonoDevelop 0a3yeTbcsi Ha MOJyJIbBHOMY NPUHIUII 3
MO>KJIMBICTIO PO3LIMPEHHS 3a PAaXyHOK 3aco0iB, SIKI peai3yloTh MIIATPUMKY MOB
porpamMyBaHHs, KOMMUISAIIWHUX TMPOIECIB, CHUCTEMH KOHTPOIIO Bepciii Ta
BI3yaJIbHOTO Ju3aiiHy 1HTepdeliciB. Kinro4oBowo (yHKIIOHATBHOIO OCOOJIUBICTIO
bOT0 cepefoBuia Oyia TiCHA 1HTErpallis 3 KOMIUIATOPOM MCS, IKUHA BXOAUTH JI0
ckiaxy Mono, a takox 3 Oi0miorexkamu kiaciB .NET Framework, mo m103BoJsi10
CTBOpIOBaTH MOBHOIIHHI C#-10o1aTtku Ha maTdopmax Linux ta macOS.

Cepen QpyHKIIIOHATBHHUX TIEPEBAr JAHOTO CEPEIOBHUIIA PO3POOKH CIIIJ BUIUIUTH
NIATPUMKY J1€0ariHry, aBTOJONOBHEHHS KOy Ta pe(haKTOPUHTY, a TAKOK MOKIIUBICTh
koMmnuranii Ta TectryBaHHS NET-mpoektiB 0e3 mnpus’sazku 10 Windows-
iHppacTpykTypu. Lle pobmio iioro 0cobIMBO akTyaJbHUM Yy MEpioja, KoIu odiriiiHa
nigrpumka .NET Core me He Oysia 10cTaTHbO po3BUHEHOI0, a Visual Studio mie He
JOCSITHYB 3pLIIOCTI.

OnHak WOTO BUKOPUCTAaHHS € HEJIOPEYHMM — BIH TMPUIIMHUB OTPUMYBATH
niaTpuMKky 3 2020 poky Ta He BIJINOBIJIa€ CyYaCHUM BUMOTaM 1 CTaHJapTaM.

HactynuuM uwmnoM, Oyno chopMoBaHO MOpPIBHIbHY TaOnumio (Tadn. 2.2)
CepeOBUII PO3POOKH, 00 PO3TIIIHYTH iXHI BIAMIHHOCTI Ta 00paTH i 1711 BUKOHAHHS
KBaniQikaiiitHoi poboTH.

Ta6mui 2.2 — IopiBHsUIBHA TaOJIHIISA CEPEAOBUII PO3POOKH

Kpurepiit Visual Studio Jetbrains Rider MonoDevelop
Jlinensis be3komToBHa IlmatHa beskomToBHa

Iarerparis Unity IloBHa IToBHa ObmexeHa




[Iponomxenus Tabdmuii 2.2
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Kpurepiii Visual Studio Jetbrains Rider MonoDevelop
[TpogyKTHUBHICTD Cepennst Bucoka Huspka
[TinTpuMka MOB C#, C++, Python, JS C#, VB.Net, JS C#, VB.Net
[TepeBaru [TinTrpumka Microsoft Hamcpamg Jlerkuii B OCBO€HHI

POJIYKTUBHICTb
Henouniku 3aiimMae GaraTo micis Bucoka BapTicTh Hemae niaTpuMku

[TpoanaimizyBaBII I1HTETPOBAHI CEPENOBUINA PO3POOKH, UIT BHUKOHAHHS

3aBaaHb KBamidikariitHoi podoTu 0yso oopano Visual Studio 3aBasiku ioro iHTerpartii

3 Unity, 6€3k0IITOBHOMY Ta KOM(OPTHOMY BUKOPUCTAHHIO.
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PO3/11 3
PO3POBKA 2D TOP DOWN I'PU «FAIRYTALE ADVENTURE»

3.1 IlpaxkTuyHa peaJi3aiis 00’€KTa NPOEKTYBaHHS

Po3po6ka mporpaMHOro MpoayKTy po3moyanach 3 pO3pPOOKH MEXaHIK T'paBlf.
[ToTpiOHO Oyno peamizyBaTH HACTyIHI (YHKIIIOHAJIBHI MOXKIJIMBOCTI: 3BHYaliHE
MepeMIIlIeHHs, aTaka Ta BIAKUJAHHS BiJ aTaku BoporiB. s 3pydHoi pobotH, Oyio

CTBOPEHO 1€papXito 00’ €KTIB B MPOEKTI, sika 300pakeHa Ha pUCYHKY 3.1.

' SampleScene

d

Pucynok 3.1 — Iepapxis npoekty B Unity

Peanizariist MexaHik rpaBiis Oysa onrcana B Tphox ckpuntax: Player, Gamelnput
ta PlayerKnock. Player — ckpunt, sikuii MicTUTh B COOI OCHOBHI MEXaHIKH
NepeMIIeHHS, HATAIITyBaHHS KaMEpH, aTaku, CACTEMH 3/I0POB’s Ta aHIMAIlil TPaBIIsl.
Gamelnput — ckpunT, IKuiA BIAMOBIAA€E 32 3UYMTYBAHHS JaHUX, SIKI BBOJUTH KOPHCTYBaY
Yyepe3 HATUCK KIIaBilll Ta BIAMOBIAa€e HAa IeBHUI MeTo 1 ckpurita Player. PlayerkKnock —
JOTIOMDKHMM ckpunT 10 Player, B sskoMy onucaHa cucTeMa BiJIKHIaHHS TpaBLs.

[Tepemimennst rpaBig O0ysio peanizoBaHo depe3 komrnoHeHT RigidBody2D rta
Transform. I[lepmmuii KOMIOHEHT BpaxoBye (hI3UKYy MpU TEpEeMillleHHI 00’€KTa IO
IrpOBOMY CepelloBUIll, a Ipyruil — Hi. Bonu € BOyoBanumu B irpoBomy pyuiii Unity

Ta ix Oyno pgomaHo 10 o00’ekty Player. [omatkoBo, Oyio a00aBiieHO
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CapsuleCollider2D niis ctBopeHHs Tina rpaBi. HacTynmHuM KpokoM, 0yJ10 HarTMCaHHS

METO/y NIEPEMIIICHHS TpaBlid, SIKE OMKCaHe B JICTUHTY 3.1.

Jlictunr 3.1 — [lepeMitieHHs TpaBIs

public class Player : MonoBehaviour

{

public static Player Instance { get; private set; }
[SerializeField] private float _movingSpeed = 5f;
[SerializeField] private Collider2D _grassBounds;
Vector2 inputVector;

private Rigidbody2D rb;

private float _minMovingSpeed = 0.1f;

private bool _isRunning = false;

private void Awake()

{ Instance = this;
rb = GetComponent<Rigidbody2D>();
érivate void Update()
{ inputVector = GameInput.Instance.GetMovementVector();
;rivate void FixedUpdate()
{ HandleMovement();
}
public bool IsRunning()
; return _isRunning;

private void HandleMovement()

{

rb.MovePosition(rb.position + inputVector * (_movingSpeed *

Time.fixedDeltaTime));

if (Mathf.Abs(inputVector.x) > _minMovingSpeed ||

Mathf.Abs(inputVector.y) > _minMovingSpeed)

{

_isRunning = true;
}
else
{

_isRunning = false;
}

KiHeI[b JIICTUHTY 3.1
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B irpoBomy pymii Unity, ommcaHi po3pOOHUKOM METOJAM B CKPHIITaXx,

B1JI00pakaroThCsl HACTYITHUM YMHOM (puc. 3.2).

B v Player (Script)

Moving Speed

Pucyuox 3.2 — Buriisan Bnactuocreii 00’ exra Player B Unity, onmucanuii
Yy y )

PO3POOHUKOM

[Ticns mepeBipku poOOTH BUKOHAHHS CKPHUITA, Jaii OyJI0 CTBOPEHO MPOCTY
ooiioBy cuctemy. O6’ekT Sword € 30po€r0 TOJIOBHOTO Teposi Ta MICTUTh KOMIIOHEHT
PolygonCollider2D, axuii Oyne B3aeMOAIsTH 3 (PI3MUHMMH TUIAMH 1HIIUX ITPOBHX

00’€KTIB Ta BIUIUBATH Ha HUX. MeTo/ aTaku OyB ONMMCAHUM B JIICTUHTY 3.2.

Jlictunr 3.2 — Ataka rpaBis

public class Sword : MonoBehaviour

{
[SerializeField] private int _damageAmount = 2;
public event EventHandler OnSwordSwing;
private PolygonCollider2D _polygonCollider2D;

private void Awake()

{
_polygonCollider2D = GetComponent<PolygonCollider2D>();

private void Start()

{
AttackColliderTurnOff();
}
public void Attack()
{
AttackColliderTurnOffon();
OnSwordSwing?.Invoke(this, EventArgs.Empty);
}

private void OnTriggerEnter2D(Collider2D collision)
{



if (collision.transform.TryGetComponent(out EnemyLife

enemyLife))
{ enemyLife.TakeDamage(_damageAmount);
) }
?ublic void AttackColliderTurnOff()

_polygonCollider2D.enabled = false;

private void AttackColliderTurnOn()

{
_polygonCollider2D.enabled = true;

private void AttackColliderTurnOf+On()
{
AttackColliderTurnOff();
AttackColliderTurnOn();
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KiHelp JICTUHTY 3.2

Hactynaum unHOM, OyJio CTBOpPEHO 3B’SI3KM aHIMAIliil MEpCOHaXy Ta Meya B

KOMITOHEHTI Animator, nepeBipeHo NPaBUIbHICT, BUKOHAHHS CKpUITIB. B pe3ynbrarti

OTPUMAHO TOTOBOTO TPAaBISI 3 TMEPEMIMICHHAM Ta aTakow, SKUM 300pakeHO Ha

pucyHky 3.3.

Pucynok 3.3 — ['0TOBUI BUTJISIA IEPCOHAKY
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JloiaTkoBO OyJI0 CTBOPEHO cHCTeMy perenepatii 310poB’s. [licis oTpumaHHs

IIKOAU BOPOI'aMH, IICPCOHAK YCPC3 I[GHKI/II\/'I HpOMi)KOK qacy I10o4aB BiI[HOBJ'II-OBaTI/ICI).

Hue HaBeaenuit mictuar 3.3, B SKOMY OMKCaHa JIaHa CUCTEMA.

Jlictunr 3.3 — Cucrtema pererepartii

public class Player : MonoBehaviour

{

[Header("Health Regeneration")]

[SerializeField] private float _healthRegenDelay = 5f;
[SerializeField] private float _healthRegenRate = 1f;
[SerializeField] private int _healthRegenAmount = 1;

private int _currentHP;

private bool _canTakeDamage;

private bool _isAlive;

public int GetCurrentHP() => _currentHP;
public int GetMaxHP() => _maxHP;

private float _timeSincelLastDamage;
private bool _isRegenerating;

private void Start()
{
_currentHP = _maxHP;
_canTakeDamage = true;
_isAlive = true;
GameInput.Instance.onPlayerAttack +=

GameInput_onPlayerAttack;

_timeSincelLastDamage = _healthRegenDelay;

}

private void Update()

{
inputVector = GameInput.Instance.GetMovementVector();
HandleHealthRegeneration();

}

public bool IsAlive() => _isAlive;

private void HandleHealthRegeneration()

{
if (_currentHP >= _maxHP) return;
_timeSincelLastDamage += Time.deltaTime;
if (_timeSincelLastDamage >= _healthRegenDelay &&
I _isRegenerating)

StartCoroutine(RegenerateHealth());



}
private IEnumerator RegenerateHealth()
{
_isRegenerating = true;
while (_currentHP < _maxHP && _timeSincelLastDamage >=
healthRegenDelay)
{
_currentHP = Mathf.Min(_currentHP + _healthRegenAmount,
maxHP) ;
yield return new WaitForSeconds(_healthRegenRate);
}
_isRegenerating = false;
}

peanizmy o0’ekty. Ilicist oTpuMaHHS HIKOJIM, MEPCOHAX IEPEMIIIABCS Haz3aj Bij

Harnpsmy atakd NPC 3 nieBHoro cuiioro. Hutie HaBeeHo JicTUHT 3.4, B SIKOMY OIKMCaHa

KiHelb JIICTUHTY 3.3

OcranHiM, 1m0 OyJl0 BUKOHAHO, II€ CHUCTEMa BIJIIITOBXYBAaHHS JJii HaJaHHS

JlaHa CUCTEMA.

Jlictunr 3.4 — Cucrema BiAIITOBXYBaHHS

public class Player : MonoBehaviour

{

private Rigidbody2D rb;
private PlayerKnock _playerKnock;

private int _currentHP;

private bool _canTakeDamage;

private bool _isAlive;

public int GetCurrentHP() => _currentHP;

private void Awake()

{
Instance = this;
rb = GetComponent<Rigidbody2D>();
_playerKnock = GetComponent<PlayerKnock>();
}

private void FixedUpdate()

{
if (_playerKnock.isGetKnockPlayer)
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return;
HandleMovement();
}

public void TakeDamage(Transform damageSource, int damage)

{
if (_canTakeDamage && _isAlive)

{
_canTakeDamage = false;
_currentHP = Mathf.Max(0, _currentHP -= damage);
_timeSincelLastDamage = 0Of;
_playerKnock.GetKnock(damageSource);
StartCoroutine(HPRecoveryRoutine());
}
DetectHP();
}
private void DetectHP()
{
if (_currentHP == 0 && _isAlive)
{
_isAlive = false;
_playerKnock.StopKnockTime();
GameInput.Instance.DisableMove();
OnPlayerDeath?.Invoke(this, EventArgs.Empty);
}
}

KiHelb JicTUHTY 3.4

3.2  Po3podka HII g NPC

Jist ctBopenns mtyyHoro iHTenekTy NPC, motpiOHO OyJio CTBOPUTH CKPHIIT, B
SAKOMY 3J1MCHIOETHCS MTPOLIEC MOIIYKY Ta B3a€EMO/III 3 TPaBLIEM, CUCTEMY HaBiraiii Ta
3MIMCHEHHs TnepeMimieHHs. [ cuctemu Hairamii OyJjo J0/IaTKOBO BCTAHOBJIEHO
amantoBannii NavMesh 1711 TBOBUMIpPHOTO TIPOCTOPY Ta 3MIACHEHO HAJAIITYBaHHS
MapuIpyTy MepeMillleHHs BOporiB. JlJis MpoBeeHHs TECTy CUCTEMHU HaBiraiii, Oyso
po3MilieHo JekopaTuBHI 00’ektu Ha crieHi 3 kommoHeHToMm CapsuleCollider2D.
Pe3ynbTaT roTOBOI cHCTEMHU HaBiralii 300pakeHo Ha PUCYHKY 3.4, 1e CUHS 30HA — 118

JOCTYITHUM 1rpOBUI pocTip Jyuist nepemimienns NPC.
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Pucynox 3.4 — MapuipyT, npokiagenuit NavMesh

NPC 3miiicHIOBaTHME MATPYIIOBAHHS, MEPECTIAYBAHHS 10 TAHOMY MapIipyTy
Ta HE BUXOAUTHUME 3a oro Mexi. HacTynHuM unHOM OyJ10 CTBOPEHO MO/I1i aKTUBHOCTI
B kiaci EnemyAl, sixi orrcani B qonatky A. [Ipu HaOmmKeHH1 TpaBIs 10 30HU TPUTEPY
NPC, irpoBuii 00’€KT MOYMHAE BUKOHYBATH B1ANOBITHUI CKPUIIT Ta pearyBaTH Ha Aii,
K1 TpuiiMaTUMe TpaBemb. Ha pucynky 3.5 300pakeHO OAWH 3 pe3yJbTaTiB IHX
METO/IiB, a caMe TIePEeCTiIyBaHHS TPaBIS — ITPOBUH 00’ €KT 1ICHTU(]IKYE TPABIIS, SIKIITO

TOH MOIaa€e B 30Hy TPUTEPY Ta MOYUHAE HOTO MEepPeciyBaTH.

Pucynok 3.5 — Cucrema nepeciniayBanus NPC
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3.3 TecTyBaHHS Ta HAJATOJAKEHHS irPOBUX MeXaHIK

[Ticnms po3poOKM OCHOBHOI YAaCTHHH TIPOEKTYy, MOTPiOHO OyJI0 BUKOHATH
TectyBaHHs. [ kBamidikaiiiiHoi po6oTH O0yJio 3A1MCHEHO TPU THUIM TECTIB: FOHIT-
TECTYBaHHS, IHTETpaIliiiHe TeCTyBaHHS Ta TECTYBaHHS MPOyKTUBHOCTI.

FOniT-TecTyBaHHA MoJArana B MepeBipill OKPEeMHUX KJIAciB Ha MPaBUIIBHICTH iX
BUKOHaHHS. /)1 JaHOTO TecTyBaHHS, s 00paB CUCTEMY MepeMillieHHs rpaBis. [licms

BUKOHAHHS TECTYBaHHS, 1 OTPHUMAaB TaKHWi pe3ysbrat (puc. 3.6).

is moving. Input
ris moving. Input: (0
is moving. Input: (0.00
g. Input: {
g. Input: (0.
. Input:

g. Input:

Q
Q
Q
Q:
Q
a.
Q
Q:

g. Input: (-0.71, 0.,

Pucynox 3.6 — Pe3ynbTatel 1OHIT-TECTYBaHHS

Sxmo OpaTu 10 yBaru, 10 IOHIT-TECTYBAHHS CTOCYETHCS JIMIIE TEPEBIPKU
MIEBHOT'O KJacy, TO IHTErpaliiiHe TeCTyBaHHS 3[1MCHIOE IEPEBIPKY 0/pa3y JIEKUIbKOX
cucteM. Ha niboMy erami MOKyTh BUHUKATH MPOOJEMHU PI3HOTO XapaKTepy, Taki sK
HerpaBuiIbHa 00poOKa MeToIiB a00 rpobiaeMu 3 riepeaadcto JaHux. Jis ix BupimeHHs
3aCTOCOBYIOTBHCS Pi3HI CTpaTerii, 30KpeMa HUCX1/IHa, BUCX1IHA Ta TOpyIHA IHTErpallis,
KOXXHA 3 SKMX Ma€ CBOI MepeBard B 3alie)KHOCTI B apXiTeKTypu cucteMu. s
IPOBEJCHHS 1HTErpaliifHOro TecTyBaHHs Oyio 0OpaHO TPU CHUCTEMU: HAHECEHHS
IIKO/M, pEereHepailisi Ta BIAIITOBXyBaHHS. Pe3ynpTaTu TecTyBaHHS 300pa’keHI Ha

pPUCYHKY 3.7.
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@ [21:42:47) [Regen] HP r
@ [21:42:48] [Regen] HP rec

Pucynok 3.7 — Pe3ynbratu iHTErpariiHoro TecTyBaHHs

OcTaHHIM  eTaroM TEeCTyBaHHS IMpPOEKTy OyJ0 MpPOBEIEHHS  TECTY
IPOJYKTUBHOCTI, META SIKOTO MOJISITA€ Y BU3HAYEHH] BIAMOBIIHOCTI BUMOT CUCTEMU
010 IMIBUAKOMIL Ta cTabiapHOCTI. Ha BigMIHHY BiJ TONEpPEAHIX TECTIB, €
NepeBIpsSUINCh (PYHKI[IOHAJIbHI BUMOTH, TYT aHAMI3yIOThbCS Taki MapamMeTpH SIK Yac
BIJIFYKY, TIPOITyCKHA 3JaTHICTh Ta pecypcocnoxuBanHd. B irpoomy pymii Unity €
BOy/I0BaHA CTAaTUCTUKA MPOIYKTUBHOCTI (puc. 3.8) mij yac mepeOyBaHHI B peKUMI

PlayMode, B sikiii Bi1oOpaxaroTbcs JUIIE BUTPATH PECYPCIB TA MPOITYCKHA 3/1aTHICTD.

Statistics

Audio:

Pucynok 3.8 — CtaTuctuka npoayKTUBHOCTI MiJl Yac Tpu

Jlns  1oAgaTKOBOiI  TMEPEBIPKM  MPOAYKTUBHOCTI, OYJIO CTBOPEHO 00’ €KT
PerfomanceMonitor Ta ckpunt PerfomanceMonitor.cs. B ckpunti Oyno omwmcaHo

METOJI TEepeBIpKM NPOAYKTUBHOCTI yepe3 debug.log, a pesynbTaTu TeCTyBaHHS
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BUBOJISTHCA B KOHCOJb irpoBoro pyiiist Unity. OkpiM MPOMYCKHOI 3/IaTHOCTI, OyJi0
BUPIIICHO OMMCATH MBHUAKICTh 3aITyCKY I'POBOi CUCTEMH, 3BITH MPOITYCKHOT 31aTHOCTI
1HTEpBaJIOM KOXKH1 5 CEKYH/T Ta IIBHUJIKICTh 3aITyCKy METO/IIB i/l YaC BUKOHAHHSI TIOI11.

Huie HaBegeHo JCTHHT 3.5, B SIKOMY ONHUCAHUN TECT MPOTYKTUBHOCTI.

Jlictunr 3.5 — MeToj TecTy NpoIyKTUBHOCTI

private void Start()
{
float startTime = Time.realtimeSinceStartup;

Debug.Log($"[Startup] Scene generated {startTime:F2} s after
launch game");

}

public class PerformanceMonitor : MonoBehaviour
{
private float deltaTime = 0.0f;
private float timePassed = 0.0f;
private int frameCount = 0;
private float lagThreshold = 0.05f; // 50 mc
void Update()
{
deltaTime += (Time.unscaledDeltaTime - deltaTime) * 0.1f;
frameCount++;
timePassed += Time.unscaledDeltaTime;

// Nar—-tikcauis
if (Time.unscaledDeltaTime > lagThreshold)
{
Debug.Log($"[Lag Spike] Time.deltaTime =
{Time.unscaledDeltaTime * 1000f:F2} mc");
}

// KowHi 5 cekyHpg — 3BiT

if (timePassed >= 5f)

{
float fps = frameCount / timePassed;
float avgFrameTime = (timePassed / frameCount) * 1000f;
Debug.Log($"[Perf Summary] FPS: {fps:F2}, Avg Frame

Time: {avgFrameTime:F2} mc");

// o6HyneHHsA
frameCount
timePassed

:@,
= 0F;

KIHEI[b JIICTUHTY 3.5
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Januit  ckpunt Oyno MOTPIOHO TMPHUKPIMUTH JO IYCTOro  00’€KTYy
PerfomanceMonitor Ta BUKOHaTH 3amyck MpoekTy B pexkumi PlayMode. Pesynbratu

TeCTyBaHHS 300pakeH1 Ha PUCYHKY 3.9.

Pucynox 3.9 — Pe3ynbTaTl npoBeIeHHS TECTY MPOAYKTUBHOCTI

[lin yac mpoBeJeHHS TECTIB, HE OYyJI0O BUSABICHO HEKOPEKTHOI pOOOTH KIIACIB,
OariB abo 3aBuUcaHb. HacTynmHUM KpOKOM OYJI0 BUSHAYEHHS MIHIMAJIIbHUX CUCTEMHHX
BHUMOT JUIsI JAHOTO 1FPOBOT0O 3aCTOCYHKY. Ha OCHOBI pe3yibTaTiB 1aHUX TECTIB, 0YJIO
c(hopMOBaHO HACTYITHI BUMOTH, SIKi onrcaHi B Tabmuiti 3.1.

Taomung 3.1 — MigiMaJIbHI CUCTEMHI BUMOTH

KomnoneHt XapakTepucThKa
OnepairiiiHa cuctemMa Windows 10
[Tpouecop Intel Core i3
OneparuBHa 1aM’sITh 4 GB
Bineokapra Intel UHD Graphics 4000+ a6o GTX 750
Jlnck 125 MB

3.4 CtBopenns rpadgiuHoro intepgeiicy Ta nodyaona irpoBoro piBHs

[licnss cTBOpEeHHs, HAJAIITYBaHHS KOMIIOHEHTIB TpU Ta 1ii NPOBEACHHS
TECTyBaHHS, HACTYITHUM KPOKOM OyJi0 CTBOpeHH rpadiuHoro intepdeiicy. [loTpidHo
Oy70 BHKOHATH JM3ailH TOJIOBHOTO MEHIO, MEHIO May3W Ta €KpaHy MICJIsl CMepTi

rpaBiis. Beck Ul qu3aiin enemMeHTiB MEHIO BiI0yBaBCs B OHJIalH-peaakTopi Figma.
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Figma [19] — BekTopHuii rpadiuyHuii pegakTop, OPIEHTOBAHHA Ha PO3POOKY
UI/UX nuzaitny. Ha BimMiHy Big TpaauuidHux rpadidyHux pemakTopiB, Figma He
noTpeOy€e MPSIMOTO BCTAHOBJICHHS, 1[0 YCyBa€ HEOOXITHICTh JIOKATLHOT 1HCTAJIAIIT Ta
3a0e3meuye JOCTYM 0 MPOSKTIB 3 OYIb-SIKOTO MPUCTPOIO.

®on mns rosoBHOro MeHro (puc. 3.10) Oymo 3reHEepoBaHO 3a JOTIOMOTOIO
Heiipomepexki ChatGPT Takum ymHOM, 1100 BiH BIANOBIZAB TeMaTHIl Tpu Ta OyB
BIJINOBITHO CTUJi30BaHMM. CTBOpEHI KHONKH € Ha YETBEPTh MPO30pi, MICTATH
3TMIAJKeH] KyTH Ta BIAMOBIIHO CTUJII30BaHI: OCHOBHUU KOJIp OpaHXeBHUM, KOJIIp

TEKCTY € OLTHM.

1] t"ale
AdvEnture

Play

"‘ \q | l?ﬁ?@l

PI/IcyHOK 3.10 — Burnsg roaoBHOTO MEHIO

Jlns peamizariii roJOBHOTO MEHIO OyJi0 MOTPIOHO CTBOPUTH HOBY CIICHY 3
BinnoBinuumMu Ul enementamu, siki npononye Unity Ta HamucaTH JJisi HUX METOJ
Mepexoly B OCHOBHY clieHy rpu. Ilicis HaTUCKy KHOMOK B MEHIO, BiIOyBaJIUCH
BIJIMOBIJTHI METOJMU: Tepexia J0 rpu abdo BUXIA 13 3aCTOCYHKY. Y JICTHHTY 3.6

ONMCAaHUHN IIEU METO/I.

Jlictuur 3.6 — Peasizariist rOJIOBHOTO MEHIO

public class MainMenu : MonoBehaviour

{
public void PlayGame()

{
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SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex +
1);

}
public void ExitGame()
{

Application.Quit();
}

KiHellb JIICTUHTY 3.6

[Ticis mpoBeneHHS TECTYBaHHS, HACTYITHUM YWHOM B OCHOBHIHM CIieHI Oyio
BUKOHAHO am3aiiH MeHio may3u (puc. 3.11). B iaTepdeiici ocHOBHOI ciieHn Oyiio
CTBOPEHO ITaHeJ b 3 BiJNOBITHUMH KHOITKaMU: Tiay3a, MPOIOBKCHHS Ta BUXia. Burisin

KHOIIOK BUKOHAaHO B TAKOMY K CTI/IJIi, IK 1B TOJIOBHOMY MCHIO.

Resume

Exit

Pucynok 3.11 — Burisin MeHro naysu
OcTanHiii eieMeHT iHTep(eic MEHIO eKpaH cMepTi 0yJI0 BUKOHAHO 32 TAKUM e
IPUHLIAIIOM, SIK 1 MeHIo nay3u. [Ticis nanamryBanns Ul rpu, moTpiOHO Oyi10 CTBOpUTH

METOJI peasti3allii MeHo, SKU ONUCAaHUH B JTICTUHTY 3.7.

Jlictunr 3.7 — Meto peani3aliii MEHIO may3u

public class PauseMenu : MonoBehaviour

{

public bool PauseGame;
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public GameObject pauseGameMenu;

void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))
{
if (PauseGame)
{
Resume();
}
else
{
Pause();
}
}
}
public void Resume()
{
pauseGameMenu.SetActive(false);
Time.timeScale = 1f;
PauseGame = false;
}
public void Pause()
{
pauseGameMenu.SetActive(true);
Time.timeScale = 0Of;
PauseGame = true;
}
public void LoadMenu()
{
Time.timeScale = 1f;
SceneManager.LoadScene("Main Menu");
}

KiHEllb JicTUHTY 3.7

Hactynmaum uuHOM, TiCisi CTBOpEHHS 1HTEpdeiicy, B iIrpOBOMY pyIIIii HOTPiOHO
Oyno BukopucTtatu iHCTpyMeHT Tilemap nnst renepauii piBHs. Tilemap — ue ogun 3
iHcTpyMeHTIB Unity, sIKuit BAKOPUCTOBYETHCS AJIs1 TOOYJOBH PiBHIB HAa OCHOBI I'POBHUX

eneMeHTiB. Pasom 3 mmMm iHcTpymMeHToM Buctymae citka (Grid), mo BuszHavae
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po3mitieHHs: 00’ ekTiB y mpocTopi. KokeH eleMeHT KapTH MOXKE€ MICTUTH HE JIUIIE
rpadiyde 300paxeHHs, a i T0OAaTKOB1 BJACTUBOCTI, TaKl SIK KOJII311, aHIMaIIli TOIIIO.
[lepen mouaTkomM poOOTH 3 HUM, MOTPIOHO CTBOPHUTH MANITPY Ta MOMICTHTH B
HBOTO cripaiiTu. JlogaTkoBo, MOTPIOHO HANAIITYBATH IXHI PO3MIILIEHHS B IHCTPYMEHTI
Uis Horo kopekTHoi poOoTu. KiHIeBUM pe3ylbTaTOM BHUKOPUCTAHHS JaHOTO

THCTPYMEHTY 300pakeHO Ha pUCYHKY 3.12.

a7 Ty £y |

SEENERDRSRN.. '
GsvenssEnpP

tennges

Pucynoxk 3.12 — 3renepoBaHuii irpoBUii piBeHb 3a jornomororo Tilemap

3.5 Po3podka iHcTansimiiiHOro makera

[Ticnss po3poOkM rpu, NOTpiOHO OyI0 BUKOHATH i1 KOMIuULALito. JlJis nporo B
irpoBomy pymii Unity moTpiOHO BUKOHATH HajamTyBaHHS 30ipku. Y BikHl Build
Profiles cteopuTn HanmamryBanHs «Player Settings», a came: po3MIMpPEeHHS 3aCTOCYHKY

Ta pexxuM BigoOpakenHs. Ha pucynky 3.13 300pakeHO BIKHO KOMIUISIIT TPOCKTY.

Pucynok 3.13 — BikHo kommiisiii 301pKu rpu
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[Ticns maTtucky kHomku «Build» BinOyaeTses nporuec 30ipku rpu. PesynbraTom
OyJle BXXe TOTOBHH IrpOBHMM 3acTOCYHOK. HacTymHUM KpokoMm, MOTpiOHO OyIio
CTBOPUTH 1HCTansATOp Tpu. [l BUKOHAHHS IILOTO 3aBAAaHHA, OYJO BHPIIICHO
BUKOpHUCTaTu nporpamy Inno Setup.

Inno Setup [20] — me mporpamMHe 3a0e3MeyYeHHS 3 BIIKPUTHM KOJOM, SKE
CHeIiali3y€eThCsl HA CTBOPEHHI IHCTAIATOPIB Ass mporpaMm. Kimacuunuii iHTepderic
MpOrpaMu € He YK€ 3pyYHHUM JUIsl 3BUYAitHOTO KOPUCTyBaya, MpoTe BiH Mae Oararo
(GyHKIIIOHATFHUX OCOOJIMBOCTEHN: MIATPUMKA cydacHUX Bepciit Windows Ta 103BoJisie
cTBOpUTH 64-61THUI TUT TporpamMu. OKpiM TOTO, BIH MOKE CTBOPUTH OJJMHOYHUI .€Xe
daiin iHCTaNALi, M0 CHPOIIYyE BCTAHOBIEHHSA Mporpamu Ta ii nmommupeHHs. Lle €
BXKJIMBO JIJIs1 peajizailii OJHOTO 3 3aBJlaHb KBai(ikaiiiHoi poOOTH.

[Ticns BcTanoBieHHs Inno Setup, B iHTepdeiici mporpaMu NOTPIOHO BUKOHATH
HacTynH1 Jii: BiAKpUTH NyHKT «File» Ta 3anoBHuTHM QopMy iHCcTangaropa. Ha

pucyHky 3.14 300paxkxeHO Mpolec CTBOPEHHS 1IHCTAJISATOPA.

Inno Setup Script Wizard

VS Code-style editor shortcuts added! Use the Editor Keys option in Options dialog. Application Information
P ity

lease specify some basic information abou

Pucynox 3.14 — Burnsig Inno Setup mijg yac po3poOku iHCTansTopa

[Ticns 3amoBHEeHHS (OpPMHU, y BIKHI TPOrpamMH BIIOOPA3UTHCS CKPUNT ISt
CTBOpeHHsI iHCTanmaTopa. Ha pucynky 3.15 300pakeHO BUTJISAI TPOTPaMH IiCIs

3aIMOBHEHHS (POPMHU.
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Pucynok 3.15 — Burmsia Inno Setup st cTBOpeHHsI iHCTaIsiTOpa

3amyckaeMO BUKOHAHHS CKPUITA 1 OYIKYEMO MEBHUN MPOMIKOK 4acy, JOKH
IporpamMa He 3aBepIIUThH CBOIO pOOOTY. Y pe3ysibTaTi OTPUMYEMO TOTOBUM THCTAJIATOP

ICPOBOTO 3aCTOCYHKY.
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BUCHOBKH

B xoxi BukoHaHHs kBamidikarmiitHoi pobotu OakamaBpa, OyJIO TOCSITHYTO
HACTYTHUX LILJICH:

1) mpoBeneHO aHami3 Cy4acHOTO CTaHy irpoBOi 1HAYCTpii, 30kpema xaHpy 2D
BiJICOITOp, IO JO3BOJIHJIO BU3HAYUTH KJIFOYOBI TEHCHIII Ta TEXHOJOTIUHI PIIIEHHS
JIUIsl BAKOHAHHS 3aBJlaHb KBamidikaiiitHoi podoTu. [lopiBHAILHUN aHaAJi3 TaKUX 1T0pP,
sk The Binding of Isaac, Terraria Ta Stardew Valley BusiBUB ixHi 0COOIUBOCTI, IO
CTaJI0 OCHOBOIO JUIsl (POPMYBaHHS BJIACHOIO MIJXOAY 0 PO3POOKH;

2) Ha OCHOBI aHaITi3y chopMOBaHO PYHKITIOHATBHI Ta HEQYHKI[IOHATBHI BAMOTH
JI0 TPH, 110 BKJIIOYAIOTh Pi3HI IrPOB1 CUCTEMU: 0a30B1 CUCTEMHU MEPCOHAXKY, B3AEMOIIS
3 NPC Ttomo. [ns Bizyanmizaiii CTpyKTypH mpoekTy ctBopeno UML-niarpamu craHiB
rpaBig Ta NPC, a Takok MpOTOTUN MallOyTHBOTO 1HTEp(dENcy, N0 COPHUSIIO YITKIM
oprasizaiiii BAKOHaHHs1 poOoTH. [1i1 yac npoekTyBaHHs OyJI0 BUKOPUCTAHO MPOrpamy
Figma ta BeG-muiatdopmy draw.io;

3) mopiBHsutbHMEN aHami3 irpoBux pymiiB (Unity, Unreal Engine, Godot,
GameMaker, CryEngine) ta cepenosuiy po3pooku (Visual Studio, JetBrains Rider,
MonoDevelop) no3BosuB o6rpyntyBatn BuOip Unity Tta Visual Studio sk
ONTUMAJIbHUX IHCTPYMEHTIB ISl peani3alli MpoeKTy, BPaXOBYIOUU iXHIO THYUKICTb,
KpocCIIaT(OpMEHICTh Ta iHTerpalliiiHi MOKJIMBOCTI,

4) po3pobsieHo 0a30Bi MEXaHIKM I'PH TakKi SIK MEPEMIIICHHS T'paBls, CHCTEMa
aTakd, pereHepailis 370pOB’S Ta BIAIITOBXYyBaHHsS. BUKOpPUCTaHHS KOMIIOHEHTIB
RigidBody2D, Collider2D Ta animMariiHux cuCTeM 3a0e3MeUniio MIaBHY B3a€EMOJIII0
00’€eKTiB y irpoBoMy cepeaoBuili. KoxHa MexaHika IpoTeCTOBaHa Ha CTa01IbHICTh Ta
BIJMOBIAHICTH IIOCTABJICHUM BUMOTaM;

5) Ha ocHoBi amanToBaHoro NavMesh ctBopeHo cuctemy Hasiraiii st NPC,
sKa BKJIIOYA€ CTaHW TMAaTPYJIOBaHHS, TEpeciiAyBaHHS Ta arakh. PeanizoBaHO
nuHamiuHy peakiito NPC Ha nii rpaBus, mo 3abe3nedye peasiCTUYHY IOBEIIHKY

BOPOTiB y IrPOBOMY CBITI;
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6) MpOBEICHO IOHIT-TECTYBaHHS OKPEMHX KJaciB, 1HTerpaiiiHe TeCTyBaHHS
B3a€EMOJIIi CHUCTEM Ta TECTyBaHHA NPOAYKTUBHOCTI. Pesynbratu miaTBEpAMIA
CTaOLIBHICTH pOOOTH T'pU HA CIAOKUX CHCTEMax, a TAaKOXX BIICYTHICTb KPUTHYHHUX
NOMIWIOK. BU3HaueHO MiHIMaJIbHI CUCTEMHI BUMOTH ISl KOM(POPTHOTO BUKOPUCTAHHS
IIPOLYKTY;

7) 3a mormomororo Figma po3po0iieHo iHTYITUBHO 3pO3yMiIHKA iHTEpQEHc, 110
BKJIIOYA€ TOJIOBHE MEHIO, MEHIO May3W Ta ekpaH cMmepTi. Bukopucranus Tilemap
703BOJINIIO €(EeKTUBHO MO0y IyBaTH IrpPOBUN PIBEHB;

8) 3aBepIlIaJIbHUM €TallOM PO3POOKH CTAJI0 CTBOPCHHS 1HCTANISAIIHHOTO MAKeTy
3a gonomoroi Inno Setup, MmO A03BOJAMIO yHakyBaTH MPOEKT y 3py4YHHHA AJis
KOpHUCTyBaua (popmar;

[Ipu anamizi npeaMeTHOI 00yacTi OyJI0 MOCHIKEHHO OCOOJIMBOCTI KaHPY
noA10HUX B1I€OITOp Ta OKPEMI MEXAHIKH, K1 IPUTaMaHH1 TaHOMY JKaHpy: BUJ 3BEPXY,
BIJIKDUTHUI ITPOBUI CBIT Ta B3a€MOJIS 3 IPOBUMH 00’ €KTAMHU.

[Ipu aHami3iB adropuTMIB IITYYHOTO IHTENEKTY OYyJIO JOCHIHKEHO METO]
NavMesh. Jlyist po3poOKH MITYYHOTO 1HTEIEKTY OyJIO BUKOPUCTAHO aJalTOBAHUN 10

nBoBUMIpHOTO TIpocTopy NavMesh Ta ctBopeHo BiacHi ciieHapii noBeainku NPC.
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HopaTok A — meToan akTuBHOCTI moBeainku NPC

using UnityEngine;

using UnityEngine.AI;

using FairytaleAdventure.Utils;

using System;

public class EnemyAI :

{
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]

MonoBehaviour
private State _startingState;
private float _roamingDistanceMax = 7¢;
private float _roamingDistanceMin = 3f;
private float _roamingTimeMax = 2f;
private bool _isChasingEnemy = false;
private float _chasingDistance = uf;

private

private
private
private

float _chasingSpeedMultiplier = 2f;

bool _isAttackingEnemy = false;
float _attackingDistance = 2f;
float _attackRate = 2f;

private float _nextAttackTime = 0Of;

private NavMeshAgent _navMeshAgent;
private State _currentState;
private float _roamingTimer;
private Vector3 _roamPosition;
private Vector3 _startingPosition;

private float _roamingSpeed;
private float _chasingSpeed;

private float _nextCheckDirectionTime = 0Of;
private float _checkDirectionDuration = 0.1f;
private Vector3 _lastPosition;
public event EventHandler OnEnemyAttack;
public bool isRunning
{
get
{
if (_navMeshAgent.velocity == Vector3.zero)
{
return false;
}
else
{
return true;
}
}
}
private enum State
{
Idle,
Roaming,
Chasing,
Attacking,
Death
}

private void Awake()

{

_navMeshAgent = GetComponent<NavMeshAgent>();
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_havMeshAgent.updateRotation = false;
_havMeshAgent.updateUpAxis = false;

_currentState = _startingState;
_roamingSpeed = _navMeshAgent.speed;
_chasingSpeed = _navMeshAgent.speed * _chasingSpeedMultiplier;
3
private void Update()
{
StateHander();
MoveDirectionHandler();
3
public void SetDeathState()
{
_navMeshAgent.ResetPath();
_currentState = State.Death;
3
private void StateHander()
{
switch (_currentState)
{
case State.Roaming:
_roamingTimer —-= Time.deltaTime;
if (_roamingTimer < 0)
{
Roaming();
_roamingTimer = _roamingTimeMax;
}
CheckCurrentState();
break;
case State.Chasing:
ChasingTarget();
CheckCurrentState();
break;
case State.Attacking:
AttackingTarget();
CheckCurrentState();
break;
case State.Death:
break;
default:
case State.Idle:
break;
}
}
private void ChasingTarget()
{
_navMeshAgent.SetDestination(Player.Instance.transform.position);
}
public float GetRoamingAnimationSpeed()
{
return _navMeshAgent.speed / _roamingSpeed;
}

private void CheckCurrentState()
{

float distanceToPlayer = Vector3.Distance(transform.position,
Player.Instance.transform.position);
State newState = State.Roaming;

if (!Player.Instance.IsAlive())



_currentState = State.Idle;

return;
3
if (_isChasingEnemy)
{
if (distanceToPlayer <= _chasingDistance)
{
newState = State.Chasing;
}
3
if (_isAttackingEnemy)
{
if (distanceToPlayer <= _attackingDistance)
{
newState = State.Attacking;
}
}
if (newState != _currentState)
{
if (newState == State.Chasing) {
_navMeshAgent.ResetPath();
_navMeshAgent.speed = _chasingSpeed;
} else if (newState == State.Roaming)
{
_roamingTimer = Of;
_navMeshAgent.speed = _roamingSpeed;
} else if (newState == State.Attacking)
{
_navMeshAgent.ResetPath();
}
_currentState = newState;
}
}
private void AttackingTarget()
{
if (Time.time > _nextAttackTime)
{
OnEnemyAttack.Invoke(this, EventArgs.Empty);
_nextAttackTime = Time.time + _attackRate;
}
}

private void MoveDirectionHandler()
{
if (Time.time > _nextCheckDirectionTime)

{

if (isRunning)

{
ChangeFacingDirection(_lastPosition, transform.position);
} else if (_currentState == State.Attacking)
{
ChangeFacingDirection(transform.position,
Player.Instance.transform.position);

}

_lastPosition = transform.position;
_nextCheckDirectionTime = Time.time + _checkDirectionDuration;
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private void Roaming()

{
_startingPosition = transform.position;
_roamPosition = GetRoamingPosition();
_navMeshAgent.SetDestination(_roamPosition);
3

private Vector3 GetRoamingPosition()
{
return _startingPosition + Utils.GetRandomDir() *
UnityEngine.Random.Range(_roamingDistanceMin, _roamingDistanceMax);

}

private void ChangeFacingDirection(Vector3 sourcePosition, Vector3 targetPosition)
{

if (sourcePosition.x > targetPosition.x)

{
transform.rotation = Quaternion.Euler(0, -180, 0);
}
else
{
transform.rotation = Quaternion.Euler(0, 0, 0);
}
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