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PE®EPAT

PO3POBKA IT'OP, 2D IIIKCEJIb ®AMTIHI, ITPOTPAMYBAHH,
JIN3AMH, TEXHOJIOT'TYHI IIOKA3HUKH, TPADIKA.

[TosicHroBanbHa 3anucka: 71 c., 31 puc., 1 nogatok, 11 mxepen.

O06’exTOM pO3pOOKH € IrpOBUN MPOAYKT — Ipa xaHpy 2D mikcenb QaiTinr,
JUISE  BJIOCKOHAQJICHHS HAaBMYOK TPOrpaMyBaHHsS Ta JHW3aliHy B ramysi
1HGOpMAaIIITHUX TEXHOJIOT1i.

Mertoro kBamidikaiiiiHoi podoTH € po3poOka Ta aHali3 OCOOJMBOCTEH Tpu
2D mikcenb GalTiHT SK IHCTPYMEHTY JUIS TOKPAIIEHHS HABUYOK MPOTPaMyBaHHS
Ta JaW3aiiHy, a TaKOXX OIliIHKAa BIUIMBY pPO3POOKHM TPU Ha TMPOIEC HaBUYAHHS
CTYJICHTIB y raiy3i iHpopMaIiifHuX TEeXHOIOT1i.

JIJIst TOCATHEHHS TTOCTABJICHOT METH O0YJI0 BUKOHAHO HACTYITHI KPOKHU:

- TPOBEACHO aHaJIi3 JITEPATYPHUX JDKEPET IIOA0 MOHATTS Ta 0COOIUBOCTEH

rpu 2D mikcens anTinr;
- pO3pO0JIEHO  MPOTOTUN  TIPU 3  BUKOPUCTAHHSIM  IHCTPYMEHTIB
IpPOrpaMyBaHHS Ta TU3aiHY;

- TPOBENEHO  TECTyBaHHS  MNPOTOTUNY TPU IS OIIHKH  HOTO
(GYHKIIIOHAIBHOCTI Ta KOPUCTYBAIIBKO1 3pyYHOCTI;

- TMPOBEJEHO aHalli3 BILUIMBY PO3POOKM T'PU Ha 3aCBOEHHS 3100yBayaMu
KOHIICTIIIIH TporpaMyBaHHS Ta JU3ANHY.

Po3pobnena rpa moxke OyTH BUKOPUCTaHA SK HABYAIBHHM THCTPYMEHT JIJISt
3m00yBaviB, IO BHUBYAIOTH MPOTpaMyBaHHA Ta JU3aliH 1rop, a TaKOX fAK
po3BaXkabHa MPOAYKITiS IS IIUPOKOTO KOJIA TPABIIIB.

Ha ocHOBI mpoBefeHOro IOCHIKEHHS MOXHa 3pOOWTH BHCHOBOK TIPO
e(eKTHBHICTh BHUKOpHUCTaHHA Tpu 2D mikcens (alTiHr sK IHCTPYMEHTY s
MOKPAIICHHS] HABUYOK TMPOTpaMyBaHHS Ta AW3aiiHy B Tanmy3i iH(popmamiiHuX

TEXHOJIOT1H.



ABSTRACT

GAME DEVELOPMENT, 2D PIXEL FIGHTING, PROGRAMMING,
DESIGN, TECHNOLOGICAL INDICATORS, GRAPHICS.

Explanatory Note: Volume — 71 pages, Number of Images - 31,
Appendices — 0, Used Sources — 11.

The object of development is a gaming product — a 2D pixel fighting game,
developed to improve programming and design skills in the field of information
technology.

The purpose of this work is the development and analysis of the features of a
2D pixel fighting game as a tool for improving programming and design skills, as
well as evaluating its impact on the learning process of students in the field of
information technology.

To achieve the set goal, the following steps were taken:

- Conducted an analysis of literary sources regarding the concept and

features of 2D pixel fighting games;

- Developed a prototype of the game using programming and design tools;

- Conducted testing of the game prototype to evaluate its functionality and

user-friendliness;

- Conducted an analysis of the impact of game development on students’

understanding of programming and design concepts.

The developed game can be used as an educational tool for students studying
game programming and design, as well as entertainment for a wide range of
players.

Based on the conducted research, it can be concluded that the use of a 2D
pixel fighting game as a tool to improve programming and design skills in the field

of information technology is effective.
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HEPEJIIK YMOBHHUX ITO3HAYEHDb, CKOPOYEHD I
TEPMIHIB

AR — po3mupeHna peaibHiCTb.

VR — BipTyaJibHa peaibHICTb.

RPG - (amrm. role-playing game): Komm'loTepHa ponboBa rpa — KaHp
KOMIT'FOTEPHUX iTop.

IDE — iHTerpoBaHe cepenoBUIlEe PO3POOKH.

UES5 — Unreal Engine 5.

Ul — («User Interface») — inTepdeiic kopucTyBaya.

UML - (Unified Modeling Languagehttps) ynidikoBana MoBa

MOACIOBAHHA, BHUKOPHCTOBYETHCA y Hapa)mrMi 00'eKTHO -OpieHTOBaHOFO

IporpaMyBaHHs



BCTYII

VY cydyacHOMY CBITI irpoBa 1HAYCTpIS 3HAXOAUTHCS Ha MIKY CBOTO PO3BUTKY,
MPOMOHYIOYM TpaBUsAM 0e3iy He3a0yTHIX BpaXX€Hb Ta HEMOBTOPHUX MPUTOJ.
3aBAsIKM TOCTIMHOMY POCTY TEXHOJIOTIM 1 IIMPOKOMY BIPOBAKEHHIO HU(PPOBUX
po3Bar, irpoBi MPOEKTH CTAIOTh BCE OUIBII CKIAJHUMH, JETaTi30BaHUMU Ta
3axomnooyuMu. OJHUM 13 HaMIIKaBIIMX Ta MOMYJISPHUX >KaHPIB € 2D mikcenb
(daiTiHr, SKuil mpuBepTae 10 cebe yBary sK LIaHYBaJIbHUKIB PETPO-Irop, Tak 1
HOBOT'O MOKOJIIHHS T'PaBIIiB.

Po3poOka irop nboro xaHpy € CKJIaJHUM Ta IIKaBUM 3aBJAHHSIM, SIKE
NoeHye B €001 pPI3HOMaHITHI acleKTH NporpaMmyBaHHA Ta Ju3aiiHy. Bona
JI03BOJIIE PO3POOHMKAM HE JIMIIE TPOSBUTH CBOIO KPEATHUBHICTh Ta TEXHIYHI
3HAHHS, ajie ¥ 3aHypUTHUCS Y 3aXOIUIIOIOYUHN CBIT IrOp, BUBYAIOYU MPU LIOMY
HAWHOBITHIIII TEXHOJIOT1i Ta METOAU PO3POOKH.

Merta Ta 1l kBamidikaiiitHoi pobotu: po3pobka rpu 2D mikcenb (hanTiHr
K THCTPYMEHTY JAJIs MOKpAIlleHHs HaBUYOK MpPOrpamMyBaHHS Ta Ju3aliHy B Taiys3l
iHbopMaliitHuX TexHoorii. Lle Bkirodae po3poOKy sIKiCHOT Ta MpUBaOIUBOI I'pH,
BIOCKOHAQJIEHHS HaBUYOK NpPOrpaMyBaHHs Ta AW3aiiHy, a TaKoX JOCIHIJKEHHS
BIUIMBY I'pU Ha MPOLIEC HAaBYaHHS.

O06’exT po3p0OKH: IrpoBUI MIPOAYKT — rpa kaHpy 2D mikcensb hanTinr.
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1 AHAJII3 NPEJIMETHOI OBJIACTI

1.1 Orasix puHKY MOOUILHHX irop

MOoO1bHI ITpY 3aIUILAIOTHCS OJHUM 13 HaWIIBU/IIE 3pOCTAOYMX CETMEHTIB
100aabHOT IrPOBOT 1HAYCTPii. 3 KOXKHUM POKOM BOHHU 3/100yBalOTh BCE OUIBIIE
MOMYJISIPHOCTI  Cepell  PI3HUX KaTeropid KOPHUCTYBadiB, BKJIIOUAIOYU  SIK
JOCBIIYEHUX TpaBIiB, Tak 1 HoBaukiB. CtaHom Ha 2024 pik MOOUIBHI Irpu
3aliMaloTh Bpa)Karodi MO3UIli HA PUHKY, TPOMOHYIOYH IIUPOKUN CIIEKTp irop Ha
OyIb-IKUW CMaK 1 Or0JIKET.

OpHi€l0 3 OCHOBHMX TEHJEHIIA PO3BUTKY MOOUIBHUX ITOp € 3pOCTaHHS
AKOCT1 Tpadiku Ta IrpOBOTO JOCBIY. 3aBASKHU MOCTIMHOMY PO3BUTKY TEXHOJOTIH 1
BUKOPUCTAHHIO HOBITHIX TpaiuyHUX ABMXKKIB, MOOUIbHI IrpH CTAalOTh BCE OUIBII
peaNicCTUYHUMHU Ta 3aXOIUIIo0YuMU. Kpim Toro, 3'BisieThesl Bce OLTbIIE irop, sKi
BUKOPHUCTOBYIOTh po3lIupeHy peanbHicTh (AR) Ta BipTyansHy peansHicTh (VR),
110 JI03BOJISIE KOPHUCTYBAavYaM 3aHYPUTHCS Y HEMMOBIPHI BIpTyalibHI CBITH IPSIMO 31
CBOTO cMapTdoHa.

[Ile omHi€r0 BaXKJIMBOI TEHACHIIIEI € 3POCTaHHS MOIMYJSPHOCTI irop 3i
CIUIBHUM OHJIAWH-ITPOBUM  JOCBiOM. MOOUIBHI IrpH, $SKi TPOIOHYIOTh
MOXKJIMBICTb TPaTH pa3oM 3 APYy3siMU ab0 B IHTEPHETI 3 BUIIAJKOBUMH T'PaBIISIMHU,
CTalOTh BCE OUIBII TONMYJSIPHUMH Cepejl IHUPOKOro Kojla KopucTyBadiB. lle
CTUMYITIOE€ PO3BHUTOK COIIAIbHUX aCIEKTIB I'pH Ta cupusie (OpMyBaHHIO aKTHBHOT
CHUTBbHOTH TPABIIIB.

Kpim Toro, 3poctae iHTepec A0 MOOUIBHUX IrOp cepejl KOPUCTYyBadiB yCix
BIKOBUX KaTeTropid, BKIIOYAIOYM JOPOCIHX. IrpoBi pPO3POOHHKH aKTHBHO
MPaIlOIOTh HaJl CTBOPEHHSM Irop 3 IIKaBUM CIOKETOM Ta CKJIAJHUMH MEXaHIKaMH,
10 IPUBEPTAIOTH yBary HaBiTh HAMBUOATTMBININX TPABIIIB.

3aranom y 2023 pori iHmycTpist 3apoomna 184 mMitbsipau goaapiB, MPUUOMY
MaiKe TOJIOBHUHA IIi€] CyMH TpHITajia Ha MOOUTBHHI irpH. [HITy MOJOBUHY TOIUTHIIH
KOHCOJIBHI 1rpu (53 minbsipau), Opay3epHi irpu (1,9 Minbspia) 1 TpaauuiitHl irpu

Ha [IK (nmme 38,4 munbsipnaa). 3pocTtaHHs 00CSTY MOOUIBHOTO IFPOBOTO PUHKY €



11

HACJHIIKOM TIOCTIHHOT TOMYJSPHOCTI LBOTO CErMEHTY Cepell KOPHUCTYBayiB
MOOUTBHUX IPUCTPOIB.

Bapto 3a3HaunTH, 110 irpoBa IHAYCTpis 30epirae CBOE JIAEPCTBO cCepel
MOOUTRHUX JIOJIaTKIB HA TUIAHETI, ajie MaHJAeMis KOPOHABIPYCY 3HAYHO 301IbIITHIA
NOMYJSPHICTE MOOUTBHUX 1rop. Y mopiBHsAHHI 3 2020 poKOM KUIBKICTh YCTaHOBOK
nonatkiB y 2023 poui 3pocna Ha 23,3%. Y 2020 pori 6yno BcTaHoBieHO 29,6
MUTBSIPJIIB 1OAATKIB, a 10 2023 poKy 115 KUIBKICTh 30UIBIINIACS 3aBJISIKH BUCOKOMY
NOMUTY Ha MOOUIBHI JOJATKHA, WIO0 CHPHUSUIO POCTY PHUHKY YIPaBIIHHS
nomatkamu [1].

3aramoMm, y 2023 poui Oyno 3aBaHTa)xxeHO 257 MUIBSPAIB TOAATKIB, IO
IpeACTaBIIsE JTUIIE HEBEJIMKE 301IBIIICHHS! Ha MEHII HIXK OJMH BiJICOTOK IMMOPIBHSIHO
3 2022 pokom, ajie 3HayHe 3pocTaHHs nopiBHsAHO 3 2020 pokom [2].

biznec-monens y MOOUIBHIM Tally3l TakoX 3a3Haja 3HAYHUX 3MIH.
Po3poOHUKHN 1rop BIAMOBISIOTHCS Bil CTAapoi MOJENl OJHOPA30BOi MOKYMKU Ha
KOPUCTh HOBOi Mojeni MikpoTpan3akmiii. Cepen NMONyJSpHUX  METOIB
MOHETHU3aIlli MOYKHA BII3HAYMTH MPOAAXK MEPCOHAXKIB, 30POi, TAKETIB PO3MIUPEHHS
KOHTEHTY Ta 1HII MIKpOTpaH3aKIlii, 1[0 CTBOPIOIOTH JOJATKOBI MOXJIHUBOCTI ISt
KOM(OPTHOI T'pH.

MoOuTbHI IrpH  TPOJOBXKYIOTH OYTH OJHMM 13 HaWOUIBII IIBUIKO
3pOCTalOYMX CETMEHTIB IrPOBOI IHAYCTPii. 3aBASKH MOKIUBOCTI IpaTH y HUX OyIb-
ne 1 Oy/Ib-KOJIM, BOHM INPUBEPTAIOTh YBary IIMPOKOTO Koja KopucTyBadiB. Bin
MPOCTUX IrOp Ha KUTbKa XBUJIWH JI0 CKJIQJHHUX ITPOBUX MPOEKTIB, MOOUIBHI irpu
CTalOTh MOMYJISIPHUME cepell pisHuX rpyn joaeit. Ctanom Ha 2023 pik, cepenHii
BIK TpaBIiB MOOITBHMX Irop CTaHOBUTH 36 pokiB. lle BimoOpakae 3aranbHy
TEHCHITIIO /0 3pOCTaHHS CEPEIHBOIO BIKY TPaBIliB, IO MiIKPECITIOE, M0 MOOLIBHI
irpy CTaM MOMYJIIPHUMH CepeJl YCiX BIKOBHUX TPYI, a HE JuIIe cepen monoi [3].

Il craTucThMka TMOKa3ye, MO MOOUIBHI IrpW 3adydaloTh PI3HOMAaHITHY
ayJIUTOPII0, 30KpemMa JAOPOCiuX crapiie 35 pokiB, Kl CKIaJal0Th 3HAYHY YaCTKY

IPaBIIiB, IO CTAHOBUTH MaikKe TMOJOBUHY KUIBKOCTI TPABIIIB 1 1€, B CBOIO YEPTy
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CBIIUYUTH MPO Te, 10 I PopMa po3Bar crae jaenani OUTbII MOMYJISAPHOIO Cepel
CTapIIMX BIKOBUX TPy,

3okpema, y 2021 poui MoOUIbHI irpu OyJiM BHU3HAHI OKPEMHUM BHJIOM
mucrenrsa B CIIA. Takox y ued mepioj craB NOMITHUN aKTUBHUUA PO3BUTOK
XMapHUX 1rop, 10 COPUSIO HIMPOKOMY BIPOBaIKeHHIO TexHouorii 5G. Kommanii
Google 1 Microsoft y 1ipomMy poiii IpecTaBUiIud HOBI XMapHi irpoBi pillIeHHS, 110
PO3IIMPHUIIO MOKIIMBOCTI I'paBIliB Ha MOOUTRHUX Tu1aTdopmax. Kpim nporo, y 2020
pori kommanii Apple 1 Google 3amycTunum HOBI CEepBICH MIJAMNUCOK Ha IrpoBi
CEpBICH, IO 3MIHWIO MOJENIb JOXOAIB BiJl IFPOBHX MOKYINOK Ta pPEKIaMH Yy
J0JlaTKax Ha moMmicsyHi miatexi. OJHaK, Ha AYMKY €KCIepTiB, Ka3yalbHi I'paBIii,
MOKJIUBO, HE OyIyThb TaK AaKTUBHO KOPHCTYBATHUCS TaKUMH IMIJMUCKAMH, SIK
XapIKOpHI TeliMepu. YChOro, pUHOK MOOUIBHHUX Irop cTtaHoM Ha 2024 pik
NPOJOBXKYE TOKAa3yBaTU CTIMKUM PICT 1 MOMYJNSPHICTh, IIO CBIAYUTH MPO HOro

3HAYHHUU TOTEHITIA 1 MOKJIMBOCTI JJIsI MAHOYTHBOTO PO3BUTKY.

1.2 Orasipg irop Ta irpoBux mjaatdopm

VY cydacHOMY CBITI KOXKEH TpaBellb MOXXE 3HAWTH irpoBYy IiaTdhopmy, IIo
BiJINTOBi/1a€ HOTr0 (hIHAHCOBUM MOJKJIIMBOCTSIM 1 BMOJOOAHHAM. Y ITbOMY PO3ALTI
HAJ@HO IIUPOKUH OTJISAA Pi3HUX Kiacudikaiii irop Ta miaatdopM s Kpaimoro

PO3YMIHHS iX XapaKTePHUCTHK 1 MTapaMeTpPiB.

1.2.1 Kareropii

PizHi irpoBi mmardopMu MaTh PI3HOMAHITHI KaTeropii irop, ski
BUKOHYIOTh pi3HI (yHKIIT momyky. He3Bakaroum Ha 1ie, 3arajbHa HazBa Ta
MpPU3HAYEHHS KAaTEeropii Irop 3aJHIIAOTHCS OJHAKOBUMH IS TPaBI[IB HA BCIX
miatgopMax. bBimbmIicTh Cy4aCHUX IrOp BKJIIOYAIOTh KUThKA KaTEropii, ane
BXJIMBO 3a3HAYMTH, IO HASBHICTH JIMINE OAHIET KaTeropii He BIUIMBAE Ha ixX
MOMYJSIPHICTS [4].

KazyanpHi. Irpu Ka3yaldbHOTO JKaHpPY XapaKTepHU3YIOThCS MPOCTOTOIO

MpaBUil 1 JOCTYMHICTIO JJisi TpaBLiB OyIb-SIKOro piBHSA. BOHM MarOTh MpOCTUi
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reimiuiei 1 sckpaBy rpadiky, mpu3HayeHl I KOPOTKHX ceciil, 3a0e3nedyroun
BIJIMOYMHOK 1 pO3Bary y BUIbHUM Yac.

Crparerii. B crpaTeriuiux irpax rpaBll NPUIAMAOTh PILIEHHS 1 KEPYIOTh
pecypcamu st JocArHeHHs 1uted. L1 irpy MoXyTh BKIIIOYaTH OYIBHUIITBO MICT,
YIPaBIiHHS apMi€l0, PO3BUTOK TOPTiBiIl TOImIO. JKaHp MOAUISETHCS Ha MIAKAHPH,
Taki sIK BINCHKOB1, EKOHOMIYHI1 Ta TJI00aIbHI CTpaTerii.

Cumynsatopu. CTBOPIOIOTH BipTyasibH1 OTOYEHHS a00 CHUTYaIlii, 0 IMITYIOTh
peanbHuit CBIT. ['paBIi MOXYTh KepyBaTh aBTOMOOLIEM, JITaKOM, BECTH
rocogapctBo  abo OyayBatu  wmicta. CUMYyIATOpU  MOXYTh OyTH  SK
peaTiCTUYHUMH, TaK 1 CTUITI30BAHUMH.

Action. XXaHp xapakTepu3yeTbcsl JUHAMIKO, MIBUIKICTIO Ta IHTCHCUBHUM
reiimiuieeMm. Bxotouae OOHOBI CLIEHH, MEPErOHU, CTPUILOY Ta MIBHIKI pEaKIiiHi
3aBJaHHs, 3a0€3MeUyI0Uun aJIpeHalliH Bl HEIEpepBHUX OUTB.

PonroBi. RPG 1m03BOJIAIOTE rpaBlisiM NpuiiMaT Ha cebe posib MEPCOHAXKA Y
BIpTyaJlbHOMY CBITI. ['paBili pO3BHBaIOTh MEpPCOHAXKA, BUKOHYIOTH 3aBJIAaHHS,
0'TOThCS 3 MOHCTPaMHU 1 BUPIITYIOTH 3arafgku. RPG MoxyTh OyTH OTMHOYHUMH a00
MYJbTUIIJICEPHUMHU, 3 BEJTMKAM AKIIEHTOM Ha CIOXKET 1 B3a€EMO/III0 3 OTOUYEHHSM.

Hacrinpai. Lle#t sxanp MOOUIBHHMX Irop BKJIIOYA€E KJIIACHYHI HACTLIBHI IFpH,
Taki SK IIaxy, IIallK{A, TOo, HapJAd Ta KapTH, aJanTtoBaHl I cMapTdoOHIB 1
IUTAHIIETIB. BOHU NMPOMOHYIOTH PEXKUMHU I'PU 3 KOMII'TOTEpOM, OHJIaiH abo odiaitH
3 IHIIMMU TPaBLSMHU, a TaKOX MOXKIIUBICTh TPaTH 3 APY3SIMH depe3 iHTepHeT abo
MICIIEBY MEPEXKY.

KaprtkoBi. MoOinbHI KapTKOBI irpd BUKOPUCTOBYIOTH KOJOAW KapT s
CTBOPCHHS PI3HUX ITPOBHX JOCBIJIB, BKIIFOYaIOUn 001, CTpaTerii 31 300poM KOJIoA
Ta TOJIOBOJIOMKHU. ['paBIii MOXyTh OyayBaTH BIacH1 KOJOJW, BUOUPAIOYU KapTH 3
PI3HUMH BJIACTUBOCTSAMU. Irpu mocTymHi juisi Tpu B Oynb-sIKMHA 4Yac 1 MicIi, SIK
CaMOCTIIHO, TaK 1 3 IHITUMH TPABIIMU OHJIAWH a00 odiaiiH.

My3uka. B My3W4yHHX IrpaX OCHOBOIO T'€HMILICI0 € My3uKa. [rpoBuil CBIT

pearye Ha My3HKY, 1110 Haauxae TpasiiiB a0 Aiil. [Ipukmamom € rpa "Beat Blade".
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Cnopr. CnopTuBHI MOOUIBHI ITPU  BIATBOPIOIOTH Pi3HI  CIOPTHBHI
JUCLUIUTIHM, Taki K (yrOois, Oackerbois, roiap Ta Ookc. BoHM NpONOHYIOTH
peanicTuuHy rpadiky Ta (pi3uyH1 MOJEINI, pi3HI PEXKUMU I'PH, BKIIOUAIOUH Kap'epy,

OJMHOYHI MaT4l Ta OHJIAWH 3MaraHdHs.

1.2.2 Onepauiiini cucremn

Irpu  Takok MoOXHa KiIacupikyBaTH 3a THUIAMH Ta TOKOJIHHAMH
HiATPUMYBAHHUX OIEpAIifHIUX CHUCTEM. 3 TOTJISAY KOpHopariii, siKi MparHyTh
30UTBIIMTH CBiMl TMOCTIMHUN JOX1A Ta KIIEHTCbKY 0a3zy TpaBLiB, BUTITHO
HiATPUMYBATH PI3HI TUMH Ta Bepcii onepaniiHux cucreM. OJIHaK 11 pO3pOOHUKIB
3aBXKIU TOCTAa€ MHTAHHS, YW 1€ BUTiAHO pobutu? Um mpusBene mocriiiHa abo
TUMYAcoBa MIATPUMKA, HAMPHUKIAM, JCKUIPKOX MEHII TOMYJISIPHUX CUCTEM IS
irop, 70 3pOCTaHHS 4YHUCJIa HOBUX TpaBIiB uu HI? Tomy Oararo kommaHiii-
PO3pPOOHUKIB  OOMEXKYIOTBCS MIATPUMKOI OOMEXKEHOI KILIBKOCTI  ITPOBHX
olepaliiHuX CHUCTEM, IO JI03BOJSE 3MEHIIUTH OCHOBHUU mepenik OC, ski €
ITOBUMH HAa PUHKY a00 HaBiTh OO0OB’S3KOBUMH IUIaTGopMaMu IS
MaKCHMAaJIbHOTO TIOIIUPEHHS I'pH cepel] haHaTiB Ta TpaBIliB [5].

[TinTpuMyBaHi omeparliiHi CHCTEMH ICHYIOTh y TphoX (opMmpakTopax:
KOMIT FOTEPH1, KOHCOJIbHI Ta MOOLIBHI CUCTEMH.

Mob6imeHi OC: 10S, Android, Windows Phone, wmeHm mnomymnspHa
Blackberry. Bci mnpupmatHi s BUKOPUCTAaHHS KOpPUCTyBauyaMH Ta  irop.
Komm’rorepui OC: Windows, MacOS, Linux. Kouconsai OC: Xbox OS, Orbis OS
(Playstation OS), NintendoOS (Nintendo Switch OS).

10S:

- IHTYITUBHHUH iHTep(eNC: JETKICTh BUKOPUCTAHHS, TPOCTOTA YIIPABIIHHS;
- CTaOUTBHICTH Ta Oe3MeKa: PeryssipHi OHOBJICHHS ISl BUIIPABICHHS MTOMUIOK

1 3aXHUCTy BiJ 3arpo3;

- IIUPOKHIA BUOIp MOMATKIB: BETUKHUIA aCOPTUMEHT B App Store;
- iHTerpamis 3 iHmMUMHU Tpuctposimu Apple: mmaBaa pobota 3 Mac, Apple

Watch, Apple TV,
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- oHoBieHHs [I3: perynasipHi OHOBIEHHS JOJAalOTh HOBI (QyHKIIT Ta

MOKPAIIYIOTh MPOAYKTHBHICTb.

10S € notyxHoro Ta HagiHo OC, 1m0 3a0e3ne4ye BUCOKY MPOAYKTUBHICTD
1 3py4HICTb JUIsl KOpUCTyBauiB Apple.

Android. Omepariiina cuctemMa Jii MOOUIBHHUX MPHUCTPOIB, pO3poOIJIeHA
Google na ©6a31 sagpa Linux. BizoMi CcBO€l0 BIAKPUTICTIO Ta UIUPOKUM
(GYHKI[IOHAJIOM.

- BIAKPHUTICTH: MOXKIIUBICTh MOU(]IKaIlil Ta aganTaiii CUCTEMU;
- WUPOKUM BUOIp MNPUCTPOIB: MIATPUMKA PIZHOMAHITHUX MOOUIBHUX

IIPUCTPOIB;

- Google Play: mara3us 10o1aTKiB 3 IIUPOKHM aCOPTUMEHTOM;

- TIepCOHAIII3AIliS: HAAIITYBAaHHS MPUCTPOIO 32 BIIOAOOAHHIMM;

- (ynkiioHan: miaTpUMKa 6araro3ajgayHoCTi, COBILIEHb, cepBiciB Google;
- 0Oe3meka: peryasipHi OHOBIICHHS JJIs 3aXUCTY Bif] 3arpo3.

Android € nmotyxHoto Ta raHydkoro OC, M0 MiAXOAUTh AJi1 Pi3HOMaHITHUX
noTpeOd KOPUCTYBauiB MOOUTHBHUX IIPUCTPOIB.

Microsoft Windows. Onepariiiina cuctema Jjisl IepCoOHaIbHUX KOMIT'TOTEPIB,
po3pobiieHa kopropaitiero Microsoft.

- IHTYiTMBHUH iHTepdelc: Jerknii y BAKOPUCTaHHI,

- MIATPUMKA MPOTpaM: BEIUKUN aCOPTHUMEHT MPOTrpamMHOro 3a0e3nmedeHHs Ta
irop;

- OHOBIIGHHS: PETYJSpHI OHOBJCHHS sl 3a0e3meueHHs Oe3meku Ta

IPOIYKTUBHOCTI;

- amapaTHa MIATPUMKA: TMpaipe Ha Oaratbox mnpuctposix, Bim IIK 1o

HOYTOYKIB 1 IJIAHIIIETIB.

Windows € motyxHoto Ta yHiBepcanbHOt0 OC, sika 3aI0BOJIBHSIE TTOTPEOH
PI3HUX KOPHUCTYBadiB 1 3aJUIIAECTHCS OJHIEI0 3 TPOBiMHMX TwiathopMm y cdepi
KOMIT'FOTEPHUX TEXHOJIOT1H.

Linux. Bigkpute mporpamHe 3a0e3meueHHs Ha 0a3i sapa Linux, Bimome

THYYKICTIO, HAIIMHICTIO Ta O€3IEeKOo10.
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BIIKPUTICTh: BUIbHE MporpamMHe 3a0e3MeyeHHs 03BOJISIE KOPUCTyBadyam
3MIHIOBAaTH Ta aJalTyBaTH CUCTEMY;

THYYKICTh Ta HaJIAIITOBYBAHICTh: PI3HOMAHITHI JUCTPUOYTUBH Ta
KOH(Irypauii mij noTpedu KOpucTyBayis;

Oe3reka: BOyJoBaHI MEXaHI3MHU 3aXUCTY Ta MU(PPYBAHHS TAHUX;
HAJIWHICTh: BUCOKA CTAaOUIBHICTD, MOMYJSPHUM HA cepBepax Ta BOYJOBaAaHUX
CUCTEMAX;

OiATPUMKa CHUIBHOTH: aKTHUBHA CHUIBHOTA, IO MOCTIHHO BIOCKOHAIIOE
CUCTEMY.

i xapakrepucTuku poOasATh Linux momyiaspHUM Ajis poOOYMX CTaHIIIM,

cepBepiB Ta BOYJJOBaHUX CHCTEM.

MacOS. Omnepamiifna cuctema aiisg KoM 'totepiB Mac, po3pobiena Apple,

BiJoMa CTaOUIbHICTIO, IPOJYKTUBHICTIO Ta IHTETPAII€0 3 THIIUMHU MPUCTPOSIMHU

Apple.

iHTepdeic: eneranTHUM AU3aiiH 3 KOPUCHUMHU (QYHKIIISIMU, TaKUMH K Siri
ta Metal;

iHTerparlis: miaBHa cuaxporizamis 3 iCloud ta iHmmMu Apple npuctposmu;
MYJIBTUMEIA: ONTUMI3aIlisd sl podoTh 3 (GoTO-, Bieo- Ta MY3UUYHUMH
pPEIaKTOpaAMH;

Oesreka: CTIMKICTh JI0 BIpYCIB Ta MIKIIJIMBUX MPOTPaMm;

IPOCTOTA: JIETKA YyCTAHOBKA, OHOBJICHHS Ta BUCOKUH PIBEHb OC3IEKH.

MacOS € mpuBabnuBuM BUOOpOM i mpodecioHaniB y ramys3i nu3aiiHy,

BiJI€O- Ta My3MYHOI peAaKIlii, Kl IIHYIOTh AKICTh Ta HAAIHHICTb.

1.2.3 Pexumu

YacoMm po3poOHUKH irop KiIacu]ikyroTh CBOi MPOAYKTH 3a HASIBHUMH

pexxuMamMu Trpu abo 3a MOKJIHUBICTIO miakmodeHHs 710 [atepHety. [lonan 9 pokis

TOMY OUIBIIICTh HOBUX ITPOBUX TPOEKTIB Manu OQUIailH pexumMu, TOOTO HE

notpedyBanm migkIroueHHs: 10 [aTepuery. Ilpore, 3 4acomM puHOK irop 3HAYHO

pPO3LIMPUBCS, 1 TENEP BCE YaCTIIIE MOXKHA 3yCTPITH CEPHO3HI Ta JOPOTri IrpoBl
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MPOAYKTH, SIKI BHMAararoTh IOCTIHHOrO MiAKIIOYeHHS 10 [HTepHery abo €
MOBHICTIO OHJIaH mpoekTamu. IIlogo pexumiB rpu, OCHOBHHUMH MOXYTb OyTH
BUJUUIEHI TPU OCHOBHI: OJWHOYHA Ipa, KOONEPATHUBHUN PEXKUM 3 JEKUIbKOMa
IPaBISIMU T4 MYJbTUIUICEPHUN PEKUM, SIKMM J03BOJIIE€ TPAaTH HA PI3HUX OHJIANH
cepBepax. Y HOBHUX irpax, OJHAK, KOOIEPATUBHUU Ta MYJIbTUIUICEPHUNA PEKUMHU
YacTO JOCTYIIHI JIMILE Y BUIJIA1 OHJIAlH irpoBux ceciid. HaBiTh y BUMaakax, Koiu
€ KOMOIHOBaHI pillIEHHs AJIs irop, 1HO/1 TPaBIll MOXKYTh CTUKATUCS 3 OJJMHOYHUMHU

inaMI/I, SIK1 BCE€ K BUMAararTh Hi,/:[KJIIO‘ICHHSI a0 IHTepHeTy.

1.2.4 Irposi naargpopmu

[logust irpoBi miatrgopmu, MO0 AO3BOJSIOTH TPABIEBI HACOJIOXKYBATHCS
BiJlcoirpaMu, pO3BHUBAIOTHCA. BOHM OXOIUTIOIOTH BECh CIIEKTP BiJ 3BUYAMHHUX
ITPOBUX aBTOMATIB y TOPTOBHX IIEHTPaX JI0 BJOCKOHAJIICHUX apKaJHUX MAIIWH Ta
BEJIMKHX KOMIT'FOTEPHUX KITYOiB. Y 3B'SI3KYy 3 TAKUM PO3MAITTAM iIrpoBHUX IIaTHOpM
MOKHAa BUIUIMTH TpU OCHOBHUX Jjimepa. llepma cepen HHMX — TepcoHajbHI
KOMIT'FOTEPH, Apyra — MOOUTbHI TeJleOHH, a TPETS — MOPTATUBHI I'POB1 KOHCOJTI.

[Tepconansui koM totepu (IIK) € omHuMU 3 HAUMOMYJIAPHIMIKX ITPOBUX
CHUCTEM 3aBISIKH BEJIIMKOMY BHOOPY irop, BHCOKIH SKOCTI Tpadiku Ta 3BYKY,
MOKJIMBOCTI HaJIallITyBaHHs IapaMeTpPIiB Ta BUKOPHUCTAHHS PI3HUX KOHTPOJIEPIB.
Irpu Ha IIK gacTo miaTpuMytoTh Moaudikarliii, o po3muproe ixHii reimmieit. [TK
3a0€3IMeuyIOTh 3aXOIUTIOIYHI IrpOBUI JTOCBII Ta B3a€MOJIII0 3 BEJIMKOK OHJIAWH-
CHLUTLHOTOIO TPABIIIB.

KoHncomi — cnemianbai mpucTpoi s Bigeoirop 3 BOYJOBAaHUM KOPCTKUM
JICKOM Ta KOHTPOJEpPAaMH. IX MepeBarol0 € eKCKIIO3MBHI irpH, ONTHMi30BaHE
anmapatHe 3a0e3NedeHHs Ta ornepalliiHi cucteMu. [lomynsipHi KOHCOM1 BKITIOYAIOTh
PlayStation Bim Sony, Xbox Bim Microsoft Ta Nintendo Switch, koxHa 3 IKuX Mae
VHIKaJbHI (DYHKIIIT Ta €KCKIIIO3UBHI IrpH.

Mo06inbHI irpoBi mIaTGOPMH JTO3BOJISIOTH TPATH B irpu Ha cMapTdoHaAX Ta
nnanmerax 3 i0S a6o Android. Ix ocHOBHI mepeBaru — AOCTYMHICTb, 3PYYHICTH i

MOXJIUBICTh TpaTu Oyab-ie Ta Oyab-koiu. MoOUIbHI mIaThOpMHU MNPOMOHYIOThH
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IIMPOKUIA BUOIp Irop PI3HUX KaHPIB Ta MOKJIMBICTH LIBUIKOIO BHIYCKY HOBHX

irop Ta OHOBJIEHb. barato MOOUIBHHUX IrOp MalOTh COLaNbHI (QYHKUIL, L0

JTI03BOJISIIOTH TPATH 3 IPY3IMU a00 3Maratucs 3 HUMU, poOJISIYM TeMIuIeil OUTbIi

3aXOIINTIOI0OYHNM.

1.3 AxkryanbHicTh TeMH KBagdidikaniiHol podoTu

AKTyanpHICTh TE€MH KBali(ikaiiifiHOi poOOTH mojsirae B i1 3BSI3KY 3

NOTOYHUMH TEHJICHIIISIMA Ta BHUKIMKAMU Yy BIANOBIAHIN rany3i. Y JaHOMY

BUIAJKY, pPO3poOKa rpu >xkaHpy 2D mikcenb (aWTIHI € aKTyaJlbHOIO TEMOIO 3

oTJIsIay Ha HaCTyrIHi ACIICKTH.

HOMYJISIPHICTh ITPOBOT 1HAYCTpIi: ['any3s Bieoirop mpoaoBKye 3pOCTaTH
Ta PO3BUBATHUCH, 1110 CTBOPIOE MOMUT HA HOBI1 I'pU Ta IHHOBAI[IMHI M1AX0U
JI0 pO3pOOKH;

3pOCTaHHS IHTEpPECYy J0 PeTpo-CTHIO: Irpu B cTWIi miKcenb-apTy Ta 2D
rpadiku 3HOBY HaOWUparOTh MOIMYJISPHOCTI Cepell TPaBIliB, IO POOUTH
PO3pOOKY T'pU JAHOTO JKaHPY aKTYaJbHOIO Ta MOMYJISIPHOIO;

HaBYaHHS Ta JociHiKeHHs: Po3poOka rpu Moxke OyTH He JuIIe
PO3BaXKAIBHUM TIPOIIECOM, ajie i MOXKE CIIyT'yBaTH 3aCO00M HaBYaHHS IS
3100yBaviB y rajgysi NMporpaMmyBaHHS, JW3aiHy irop Ta iH(GOpMaIliiHUX
TEXHOJIOT'1i;

KyJIbTYpPHHI KOHTEKCT: IrpoBa KyJibTypa Ta CIUILHOTA T'PABIIB MOCTIHHO
IIyKalOTh HOB1 Ta 3aXOIUIIOIOYl Irpu, MmO pPoOHUTH PO3POOKY irop

AKTyaJIbHOIO 3 TOYKH 30pY 3aJ0BOJICHHS MMOMUTY HA HOBI TIPOYKTH.

Omxe, oOpaHa TemMa Ma€ aKTyaIbHICTh 3 TOMISAY MOMYISPHOCTI irop,

TEHJACHI[I B rajxy3i peTpo-CTHIII0, MOKJIMBOCTEH i HaBYaHHS Ta PO3BUTKY, a

TaKOX KYJIbTYPHOTI'O KOHTEKCTY.
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1.4 Iini Ta 3aBaanHsa kBaJgidikaniiinoi podorun

Mera kBamidikamniiiHoi poOoTu: po3poOka rpu 2D mikcenb (GaWTIHT, SK
IHCTPYMEHTY JI TOKpalleHHS HAaBUYOK IMpOrpamMyBaHHS Ta JAM3aliHY B Tay3i
1HpOpMAaIIITHUX TEXHOJIOT 1.

O0’exToM po3poOKH € irpoBuii poaykT — Pixel Reign 2D.

PosrnsHyBmIM ~ PUHKOBI  acleKTH raiy3l irop, MpoaHali3yBaBLIU
HAUNOMYJSPHIIII TUMH IFPOBUX IIATPOpM cPopMyItOBATH 3a]adil, sIKI HEOOXITHO
BUPIIIMTH NPU BUKOHAHHI pOOOTH, MPOBECTU JETANIbHUIM aHali3 0cOOJMBOCTEN Ta
MoskuBocTel 2D mikcenb (alTiHT irop 3 METOI0 BU3HAYEHHS IXHBOTO BIUIMBY Ha
rajiy3b IrpoBOi 1HAYCTpii Ta MPOIEC HABYAHHS CTYJEHTIB y Taily3i iH(OopMaIiiHuX
TEXHOJOT1H.

3amadi kBanmidikamiiHoi poOoTH:

- MPOBECTH ACTAJbHHUH aHalli3 OCOOJIMBOCTEN Ta MOxJMBOcTed 2D mikcensb
GalTIHT rOp 3 METOI BHU3HAYEHHS IXHBOTO BIUIMBY Ha raiy3b IFPOBOL
IHAYCTpii Ta TIpoleC HaBYaHHS CTYJICHTIB y Tamy3i iHpOpMaIliiHuX
TEXHOJIOT1H;

- IUTaHyBaHHS poOOTH;

- po3poOKa relMIuieo;

- rpadiuyHMi TU3aliH Ta aHIMaIlis;

- MporpamyBaHHS Ta peaiizamis QyHKIIOHATY;

- TCCTYBAHH:A Ta BAOCKOHAJICHHA I'PH
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2 TMMPOEKTYBAHHSA NIPOI'PAMHOI'O 3ABE3INEYEHHSA

2.1 MopesoBaHHS irpoBoOi cucTeMH

JUisi HAOYHOro JEMOHCTPYBAHHS MOXJIMBUX CHOCOOIB BHKOPHCTAHHS
IrpoBoi cucteMu OyJIO CTBOPEHO JilarpaMu CILEHapliB BUKOpPUCTaHHSA. Bonu
HaBeJICH1 HIKYE HAa PUCYHKY (AUB. puc. 2.1), e 300paxeHa MpoeKTOBaHA CUCTEMA
y BUIJISIII MHOKMHH CYTHOCTEH ab0 akTOpiB, sIKI B3a€MOJIIOTH 13 CUCTEMOIO Yepe3

TaK 3BaHI BapiaHTI/I BUKOPUCTAHHA.

IIporpumarucs
SIKOMOTI'a JIOBIIIE

Hoga rpa

HHUIIUTU SKOMOTa
OisbIIIe BOPOTiB

Pucynok 2.1 — [liarpamu cuieHapiiB BUKOPUCTaHHS

Jlns HaodHoi JeMoHcTpallii (QyHKIIOHAJIBHOTO MOCITIOBAHHS IrPOBOT
cucremu Oyna ctBopeHa IDEF0 miarpama, sika mokasye moOymoBY iepapxidHoi
CHUCTEMH Jliarpam.

CnouaTKy ONHMCYETBHCS CHCTEMa B IIUIOMY Ta ii B3a€MOJIS 3 HABKOJIMIITHIM
cBiToM  (KOHTeKkcTHa  gmiarpama). [loTiM  3miCHIOETBCS  (PyHKIIOHAIBHA
JICKOMTIO3UIIISA: CHUCTEMa PO30OUBAETHCS HA MIJCUCTEMHU, KOKHA 3 SKUX OMUCYETHCS
okpemo (miarpamu gexkommoswuiii). I[ligcuctemu po306uBarOThCS Ha ApiOHImI
YaCTHHH, 1 el MPOIeC MOBTOPIOETHCS, JOKH HE Oy/e MOCATHYTO HEOOXiTHOT
JeTamizarii.

BinmoBinHi miarpamMu mpencTaBlieHI HWKYE HA PUCYHKax (IUB. puc. 2.2 —
2.3).

OyHKIII0HANIbBHE MOJieNtoBaHHs irpoBoi cuctemu (B IDEFO).
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C1 C2
| I

Bumorn Merta

rpaBLs rpu
I . . . 01
3allikaBieHicTh Irposuii ponec Pesyinbrar 3
~ TPOXOJDKEHHS IpH «Pixel Reign 2D» rpu
0
[porpaune Kopucrysau
3a0e3MeYeHHs
M1 M2

Pucynok 2.2 — IDEFO irpoBoi cuctemu

C1
Bumorn C1
TpaBIs |
Merta
TpH
1 \V
Jaui .
_ alliKaBICHICTh 9 Sanycx rpn CraproBe
TIPOXOJIKEHHS TPH MeHIO —
H . Tlouarox
OBa rpa Bpl(ilp pu Ilocanka 3aBepiieHHs 0Ol
pitil PpOoCIHH gacy
f Sm— Pesynbrar rpu %
Toxynku SHUIIEHAS 3arubens
_ BOpOriB repos
Buxin | 30epexKeHHs.
3I0pOB’st

0

Kopucrysau
|
T
w T
IIporpamue
I 3abe3neyeHHs
|
Ml

Pucynok 2.3 — JlekoMmosuirist iarpamu irpoBoi CHCTEMH

Jliarpama mocnigoBHOCTI BigoOpaxkae B3aeMo/Iii 00'€KTIB BIIOPSAKOBAHUX 32

gacoM. 30KpemMa, Taki Jiarpamu BimoOpa)aroTh 3aisHi 00'€KTH Ta MOCIIIOBHICTH



22

BIIMPaBJICHUX MOBiIOMJIEHb. Ha nmiarpami mociiIOBHOCTEH MOKa3aHO y BUIJISIL

BEPTUKAJIBHUX JIIHIA p13HI mpouecu ado 00'eKTH, 1110 ICHYIOTh BOJAHOYAC.

Irposa YKopctkuit
I'paBenb
CHCTEMA JIACK

\ BBix indopmariii mpo mepecyBaHHS

Iadopmaris mpo cran nepcoHaxa
N
-

Bugin inpopmarii npo pe3ynbpraTt

Bugin iHdopMmariii mpo pe3ynbtaT

BuBizx iHpopMarlii nmpo nepecyBaHHs
<

-

ITouaTok rpu 3aBaHTa)XEHHS CTaH U 3 JUCK
p - Yy I'pu 3 TUCKY
7 7
3aBeplIeHHs rpu - 30epeKeHHs CTaHy TPH Ha JIHCK
LY
> 7

Pucynok 2.4 — Jliarpama mociioBHOCTI

Jliarpama crtaHiB — jaiarpama, 110 BH3HA4a€ 3MiHY CTaHIB 00'ekTa y dHaci,
OJIHA 3 Jiarpam MojeoBaHHs noBeAinku B UML [6].

Enementu niarpamu:

- KOJIO, IO II03HAYa€ ITOYaTKOBHUI CTaH;

- KOJIO 3 HEBCJIIMYKUM TOYKOIO Y CEPE/INHI, IO ITO3HAYa€E KIHIICBHH CTaH;

- CTpUIKa, IO Mo3Havae mepexin. Ha3ea mopii, mo BUKIMKae mepexin,

BIJI3HAYAETHCS HAJ/TIT CTPUIKOIO.
IIpencraBmeHHss gaHOl  jJiarpaMM  HABEJICHO HIDKYE HA  PHCYHKY

(muB. puc. 2.5).
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3 PO3POBKA MOBLIBHOI I'PA

3.1 Amnauni3 3aco0iB 1151 po3po0Kku MOOiJIBHOI rpU

3.1.1 Orasia3arajibHUX acleKTiB irpoBHX pyuIiiB

Pymriii y cBiTi Bieoirop — 1e sik MOTOp y aBToMo0O11i. BiH € ocHOBOIO, sika
BU3HAYae, K Tpa Mpalloe, BUTIIAIAE Ta B3aEMOJIIE 3 TpaBIsIMU. Big MOMEHTY, KOJH
rpaBellb HaTHCKae KHOMKY «CTapT», A0 3aKiHYCHHsI TpW, PYIIid BiAMOBimae 3a
KOKEH acIeKT TPH.

VY4BITh, 10 pyHIiN — 1€ CKIAAHUNA MEXaHI3M, SKHU CKIAJA€ThCA 3 PI3HUX
YaCTHH, SIK1 TIPAIIOI0Th pa3oM, 11100 3a0e3MeunTy BaM eKCIepTHUH remiuieii. Bin
MICTUTh KOMIIOHEHTH Jii peHAepUHry rpadiku, oOpoOKH (i3UKH, YNpaBIiHHA
MITYYHUM THTEJIEKTOM MEPCOHAXKIB, a TAKOXX 3BYKOBUX €()EKTiB.

OCHOBHUMU CKJIAJIOBUMHU DPYIIis € TpadiyHUN IBUTYH, KU BiIMOBITAE 3a
BiOOpaXeHHSI BI3yaJIbHOI YaCTUHU TpH; (PIBUYHUN JBUTYH, SIKUA MOJIEIIOE
peayiCTUYHy IMOBEIIHKY OO'€KTIB y TI'pl, a TaKOXX JABUTYH IITYYHOTO IHTEJIEKTY,
SIKUW KEPYE TTOBEIIHKOIO BOPOTiB Ta HEIrPOBUX MEPCOHAXKIB.

Pymiii  Bimeorpu CKIamaeTbCcs 3 PI3HUX KOMIIOHEHTIB, SKI CHLUIBHO
NPALIOIOTh JIJIsl CTBOPEHHS FeHMILIEIO:

- tpadiunmii nBuryH (Graphics Engine) — BiamoBimae 3a BimoOpaxeHHS
rpadiku y rpi. Lle Bkiroyae B cebe peraepuar 2D ta 3D 006'ekTiB, ympaBiiHHS
OCBITJICHHSAM, TiHb Ta edektn. ['padiuHwii ABUTYH ONTHUMIZye poOOTYy 3
rpadiuHUME pecypcaMH JIJIs TUTABHOTO Ta €(PEeKTUBHOTO BiIOOPaKEHHS Ha €KPaHi;

- ¢Buuamii nBuryH (Physics Engine) — BimmoBizae 3a MoOaeNtOBaHHS
¢i3uku 00'exTiB y Tpi. Lle BkiItodae B cebe po3paxyHOK pyXy, Koii3ii, B3aeMOIii
MDK 00'€eKTaMU Ta CHUMYISIIIO peamicCTUYHUX (I3UYHUX €(EeKTiB, TaKUX SK
rpaBiTairisi, TEPTS Ta 1HIII;

- mryynui iHTenekt (Al Engine) — BigmoBimae 3a TOBEMIHKY HEITPOBUX
MEePCOHaXIB Ta BOpOTiB y rpi. llITyuHunii iHTENEKT MOXe OyTH MPOTpaMOBAHUM JIJIs
BUKOHAHHS PI3HUX 3aBJaHb Ta NPUUHATTS PIICHh HAa OCHOBI BCTAHOBJIECHUX

MIPaBUJI Ta aJITOPUTMIB;
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- 3BykoBui nBuryH (Audio Engine) — BinmoBizae 3a BiITBOPEHHS 3BYKIB Ta
My3ukH y rpi. Lle Bkimouyae B cebe o0poOKy aymiodaiisiiB, CTBOPEHHSI 3BYKOBUX
e(heKTiB, MPOCTOPOBY ayA10-MO/IeJIb Ta 1HIII ACIIEKTH ay/110-BIATBOPEHHS;

- MepexeBuil n1BuryH (Network Engine). SIkmio rpa mMae MynbTUILICEPHUI
pEeXKUM, TO MEPEKEBUN JIBUTYH BIANOBIIAE 3a 3a0€3MEUCHHS MiKIIOYEHHS TPaBIIiB
70 MEpPEXI, nepefady JaHUX MK IpaBLsSMH Ta CUHXPOHI3allil0 TPU B PEAbHOMY
yaci;

- iHcTpyMeHTH po3pobku (Development Tools) — e Habip mporpamMHUX
IHCTPYMEHTIB [JIs CTBOPEHHS, HAJAro/JKeHHs Ta TECTyBaHHS Bineorpu. Bonu
JI0TIOMararoTh pO3pOOHMKAaM CTBOPIOBATU TPy MIBUIIIE Ta €(PEKTUBHILIE.

[{i KOMITOHEHTH MPaLIOIOTh Pa3oM, 100 CTBOPUTH KOMIUIEKCHUHN redMIuien
s rpaBiiB. KoxkeH pymiidi MoXe MaTh CBOi yHIKaJIbHI OCOOJIMBOCTI Ta
MOJIMBOCTI, SIKI PO3POOHUKH BUKOPHUCTOBYIOThH JIJISI CTBOPEHHS PI3HOMAaHITHUX
irop. Omxe, pymid — 1€ ceplie KOXHOI BIACOTPH, sIKE POOUTH TPy >KHUBOIO,

3aXOINTIOIOY010 Ta HCITIOBTOPHOIO AJIA PpaBHiB.

3.1.2 CyuacHi rpadiuHi ABUryHM: iX mepeBaru Ta HeJao0JiKHU.
Ha nanuii yac icHye BelMKa KUIBKICTh PI3HUX JBHUTYHIB TpH. Y JTaHOMY

PO31I1 PO3TIITHYTO HAWBIAOMIIII TJIO0ATBHI PYIIIIi.

3.1.2.1 Unity

Unity — e kpocrutatopmHue iHTerpoBane cepenopuirie po3podku (IDE) ms
CTBOPEHHS 1rop 1 IHIIMX IHTEPAKTUBHHUX J0AaTKiB. BoHo Oyno cTBOpeHe
kommaHniero Unity Technologies i 6yno Bnepie Bunymene y 2005 porri.

Unity nHamae po3poOHHMKaM 3pydHUN I1HTEpPPEHC Ta UIUPOKHA CIEKTP
IHCTPYMEHTIB 17l PO3poOKu irop uisi pisHUX Mmiatdopm, Bimtouvatoun [IK,
KOHCOJI, MOOiUIBHI mpucTpoi, BeO- Ta MOOUTBHI TPHUCTPOi BIPTYaTbHOI
peanbHOCTI [7].

[TounHaroum 31 CTBOPEHHS MPOCTUX Irop s MOOUTEHUX MpuUcTpoiB, Unity

IIBUJIKO CTaB OJHUM 3 HAUMOMYJSIPHILIMX THCTPYMEHTIB PO3pPOOKU B IHIAYCTPIi
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Irop Ta IHTEPAaKTUBHUX JAOJATKIB. BIH BHUKOPHCTOBYETHCS SIK HE3AJIECKHUMHU
pO3pOOHUKAMM, TaK 1 BEJIMKUMH KOMIIAHISIMHM, BIJOMUN CBOIM JPYXKHIM 10

KOPHUCTYBaua CEpPeOBUILEM PO3POOKHU Ta MOTYKHUM (DYHKIIIOHATIOM.
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Pucynok 3.1 — Inrepdeiic Unity

Ochb nesKi 3 Horo mepesar 1 HeJ0JIiKiB:

[lepeBaru Unity:

- kpocmuiarpopmenHicte: Unity migTpumye po3poOKy st 0aratbox
miatdopmM, Bkimrodaroun Windows, macOS, Android, i0S, Xbox, PlayStation Ta
VR-nipuctpoi;

- mupokuid crektp QyHkiid: Unity mpornoHye 1HCTpYMEHTH i Tpadikw,
¢bi3uKy, ay/io, aHiMaIlli, ITYYHOTO IHTEIEKTY Ta MEPEKEeBOi poOOTH;

- CIUTBHOTA Ta pecypcu: Benuka cribHOTa PO3POOHUKIB HAAAE MIATPUMKY
Ta PeCypcH, BKIIOYAIOUN JOKYMEHTAIIIIO Ta YPOKU;

- MBUAKICTH PO3poOKH: BuKopHWCTaHHS TOTOBHUX pillleHb, KOMIOHEHTIB 1
JIariHIB MPUCKOPIOE MPOIIEC PO3POOKH;

- IHTerpoBaHi iHCTpyMmMeHTH: BOymoBaHi pemgakTopu il aHiMmarlii, aymio,

(b13UKY Ta THIIUX QYHKITIH.
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Henomiku Unity:

- BapricTh: IlmatHi mineH3ii HEOOXIAHI IJii BEIUKUX KOMEPUIMHUX
MIPOEKTIB;

- onTuMIi3alig Ui MOOUIBHUX MpUCTpoiB: MoxiuBl mpoOiemMu 3
MPOIYKTUBHICTIO HA MOOUIBHUX TUIaThopMmax;

- rpadiuHa SAKICTh 3a 3aMOBUYBaHHSIM: Moxxe He 3a0e3nmeYuTH HaWBUILY
AKICTh Tpa) 1Ky MOPIBHSIHO 3 IHIIUMHU JIBUTYHAMU;

- KUIBKICTh IUIariHiB: BUKOpUCTaHHS CTOPOHHIX IJIariHIB MOXe MPU3BECTU
710 KOH(ITIKTIB;

- 3ajexHicTe Bim mwiargopmu: [loTpiOHI AOMATKOBI 3yCcWiuIs s
ONMTUMI3aIIi MiJ] Pi3HI MIATPOPMHU.

Unity 3anumaerbcs  TOMYJISIPHAM  IHCTPYMEHTOM  JUIsl  pO3pOOKHU
IHTepaKTUBHUX N1OJATKiB. BukopucToByeThCS MOBa mporpamyBaHHsS C#, Tomi sIK
nmiaTpumka UnityScript 1 Boo mnpunununacs. Unity nponoHye O€3KOIITOBHY
BEPCIiI0 3 00MEXEHHSIMU, BKIIFOYAIOUHX MTOKa3 JIOTOTUITY KOMIaHIi Ta JIMIT T10X01Y Y
100 Tuc. gonapiB Ha pik A1 6€3KOIMITOBHOI BEpCii.

Hwxue mpencraBieHi NpUKIagd BIIOMHX Irop, 1mo Oyiu po3poOseHi 3a

nonomororo auryHa Unity [8].

Pucynox 3.2 —Ilpuknax rpu Ha Unity. Hearthstone: Heroes of Warcraft
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Pucynok 3.4 — Ipuknaa rpu Ha Unity. Subnautica

3.1.2.2 Unreal Engine 5

Unreal Engine 5 — ocrtanHs Bepcis MOTY)XHOTO IrpoOBOTO JIBUT'YHA,
pospobneroro Epic Games. Bunymenuit y 2021 poui, UES Bpaxae mepenoBoro
TEXHOJIOTI€I0 W TMOTYXXHICTIO, POOJSYM HOTO OAHUM 3 HAWOUTBII TEPEerIOBUX
THCTPYMEHTIB JiJIsi pO3POOKH Irop Ta iIHTEPAaKTUBHUX Bi3yalbHUX A0AaTKiB. HaHit —
HOBa TEXHOJIOTIS, IO JO3BOJISE BiATBOPIOBATH JCTAi30BaHI CBITH 0€3 BTpaT
mpoayKTUBHOCTI. Lumen — rtmobambHa cHUcTeMa OCBITICHHS, IO TMPAIIOE B

peasbHOMY dYaci, Hajalo4u peanictudi 300paxenHs. UES5 mae iHTerparmioo 3
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Quixel Megascans nans iMnopty Tekctyp Ta matepianiB. MacmraOnicte UES
JI03BOJIIE PO3POOJISATH BEJNMKI CBITHU 3 BHMCOKOKO JeTaji3auli€ero. [HCTpyMeHTH
pPO3pOOKHK BKIIIOYAIOTh PEAAKTOPH JUJIsl JIOTIKM T'pH, aHiMallli, ayaio Ta ITYyYHOTO
iHTenekty. Y waitoyrnbomy UES 00insie HagaBath po3poOHMKaM Oe3MEKHI

MO>KJIMBOCTI JJIsl CTBOPEHHS BpaXkalouux BIPTYyaJbHUX CBITIB [9].

© view Options+
= w a
BAGENWE] &impot DSaveAl €3

Pucynok 3.5 — Inrepdeiic Unreal Engine 5

Unreal Engine 5 mae Bpakarouy rpadiky, iHHOBaIliiHI TexHosorii Nanite i
Lumen s CTBOpEHHS pEaTiCTUYHUX CBITIB, IIBUIKICTE PO3POOKH 3aBISKU
pPI3HOMAHITHUM 1HCTPYMEHTaM 1 peIakTopaM, 1 MOXJIUBICTh CTBOPIOBATH
BEJINYE3HI CBITH 3 BEIMKOIO KUIBKICTIO neTajieil. OmHak, € IesKl HEOOIIKU:
BUMOTJIMBICTh J0 OOJaJHAHHS, BETUKHN po3Mmip ¢aiiiB, CKIAJHICTh BUBYCHHS 1
mineH3iiHi obmexxeHHs. Hespaxkaroum Ha 1e, Unreal Engine 5 3amumaerncs
MOTYXHUM THCTPYMEHTOM 3 BEJIMKUM MOTEHIIIAJIOM JJIs PO3POOKH irop 1 J0JATKIB,
MpoTe pO3pOOHUKM TOBUHHI YBAXXHO PO3TISHYTH i (GakTopu Mpu BHOOPI
mwiatgopmu s po3poOku. Hwmxde mpencraBneni mpukimanu irop Ha Unreal

Engine 5 [10]:



Pucynok 3.8 — IIpuknan rpu Ha Unreal Engine 5. Black Myth: Wukong
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3.1.2.3 Godot

Godot — 0e3kOITOBHMU Ta BIIKPUTHIA IFPOBUI JBUTYH 1 CEpEIOBUILE
po3poOKM JJisl CTBOPEHHS 1Irop Ta IHTEPaKTUBHUX JoAaTkiB. Bin Mae
0€3KOLITOBHUI KOA 1 MATpUMYEe MynbTHUILIaTGopMeHHIcTh Ha Windows, macOS,
Linux, Android, iOS 1 Be0O-Opay3epax. Y Hboro € BOyAOBaHI IHCTPYMEHTH
PO3pOOKH NJIs CIieH, aHiMallii, (i3UKH, ITYYHOTO THTEIEKTY, a TAKOX MOXKJIUBICTh
nporpamyBanHss Ha GDScript, C# 1 C++. 3aBOsku akTUBHIA CHUIBHOTI
PO3pOOHUKIB 1 pI3HOMaHITHIN AokyMmeHTarlii, Godot 103BOJsIE CTBOPIOBATH IrpH 1

JOJIATKW HaBITh IPU HEBEIUKUX BUMOTax 10 oonaaHanus [11].

4 168/160 L3

Pucynoxk 3.10 — IMpuxknan rpu va Godot. TailQuest Defense
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3.1.3 Illabs0HM Ta 1eMO-TIPOEKTH
[Ticns 3amycky Unity po3poOHuKY Oyje 3amporoHOBaHO KiTbKa BapiaHTIB.
[lepmie — cTBOpUTHM HOBUM NPOEKT, IPYyruil — BUOpATU TOTOBI HMPOEKTH abo
CKOpHMCTATHUCS PI3HOMAHITHUMU KypcaMu HaB4yaHHS B po3naiui «IlociOnuku». s
pOo3poOHMKA TOCTYIHI PI3HOMAaHITHI 11abyioHu, Taki sik 2D, 3D, 3D 3 nogaTkoBUMU
MOXJIMBOCTAMH ToIo. KpiM TOro, po3poOHUK MOXe BUIPOOYBATH KUIbKA JEMO-
IPOEKTIB, BKIIOUYAIOUH:
- "Roll a Ball";
- "Create Kit: FPS";
- "Platformer Microgame™;
- "Create Kit: Puzzle";

- "Beginner Scripting" Ta iH1mI1.

3.2 Bubip TexHoa0ril

3.2.1 Bubip irpoBoro pyurisi

3 omsiy Ha Miid gocBig po6otu 3 Unity 1 BC1 mepeBaru Ta HEJIOMIKHA 1HIIUX
ITpOBHUX pYIIIiB, PO3TIAHYTUX Y i KBamidikaiiiHiii poOoTi, Oyno BHUPIIICHO
po3pobmsitu Tpy Ha Unity. Unity mae 3pyunwmii iHTepdeiic Drag&Drop Ta
MOKJIMBICTh JIETKO HaJaITOBYBaTHU IulariHu, Taki sk KALI, mo ckmamgaeTscs 3
pI3HUX BIKOH, JO3BOJISIIOYM BIIJIAro/DKyBaTH TPy NIpsAMO B penakTopi. Pymmii
BukopuctoBye C# s HanmucaHHs ckpuntiB. Panime migTrpumysanucs Boo
(mianext Python, miaTpumka sikoro Oyna mpunuHeHa y Bepcii 5) 1 momudikaris
JavaScript, Bimoma sik UnityScript (migTpumka npunuHeHa y Bepcii 2017.1).
®izuuni po3paxyHku BukoHye PhysX Big NVIDIA. I'padiunuit APl Bxirogae
DirectX (3apa3 migtpumyerbes DX 11 ta DX 12). Unity Takox miarpumye Gizuxy
TBepANX TiN, TkaHuHU Ta Ragdoll (Tpsmuuna nsopka). B pemakTopi € cucrtema
yCHaJKyBaHHS OO0'€KTIB, N1¢ JOYipHI OO'€KTH TMOBTOPIOIOTH yCi 3MIHU TO3MIIII,
MOBOPOTY Ta MacmTaldy OaThKiBChKOTO 00'ekTa. CKpHUITH TPHUKPITUTIOIOTHCS 10

00'ekTiB sk Okpemi KommoHeHTH. OOpaBmu 1el pymiiid, s oTpuMmaro OaraTto
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repeBar Ta CKOpo4dy 4ac CTBOPEHHS T'PU, OCKLJIBKU BC1 HEOOX1/IHI KOMIIOHEHTH BKE

JOCTYIIHI B HBOMY.

3.2.2 Bubip nnardopmn

Bbyno Bupimeno obparu IIK sik irpoBy miatgopMy, OCKUIBKH 1€ JT03BOJISIE
HEraHO TeCTyBaTH TOTOBUM IIPOAYKT. TakoXX, BpaxOBYIOUYM CTATUCTUKY
HAWUTMIOMYJISIPHIIIIOTO ~ OHJIAMH-CEpBICY It HU(PPOBOTO  PO3MOBCIOIKCHHS
MOOUTBHUX 1rop Ta MporpaMm, po3poOJICHOr0 Ta MIATPUMYBAHOTO KOMIIAHIEIO

Google, Bu6ip IIK Hamae mupiii MOXKIMBOCTI ISl JOCATHEHHS ayIUTOPII.

3.2.3 Bubip MoBH nporpamMmyBaHHs

OCKUTbKM OCHOBHUM 3aco0oM Jyisi po3poOku Oyma obpana miatdopma
Unity, To 1 1151 peastizallii npeAcTaBieHoi cucteMu Oyjie BUKOPUCTOBYBATHCS MOBa
nporpamyBanHs C#. Y mpoMy pyIii BiICyTHil BOYIOBaHWN TEKCTOBUN PEIaKTOP,
IO YHEMOXXJIMBJIIOE HamucaHHs koxy Ha C# Oe3nocepennbo B Unity. Tomy
HEOOXIJTHO BUOpaTH CEpPEe/IOBHINE PO3POOKHU NI HAIMMCAHHS Ta KOMIUIAII KOY.
Unity 3a 3aMOBYYBaHHSM MIATPUMYE PO3pOOKY 3 BUKOpucTaHHsIM Microsoft Visual
Studio, ane s 6yny npaitoBatu 3 Sublime Text 4.

Sublime Text 4 — 1e noryXHuH, OararoQyHKIIIOHAJIBHHA TEKCTOBHIA
penakTop, NpU3HAYCHUH Jis TporpamicTiB 1 BeO-po3poOHUKIB. BiH Bimomuii
CBOEI0  BHUCOKOKW  IIBHUAKICTIO, MIHIMQJTICTHYHUM  iHTepdeiicoM  Ta
pO3MIHpIOBaHICTIO. Mae (yHKINi, SKi MOJICTIIYIOTh HaBIraiilo Ta peaaryBaHHS
KOy, MATPUMY€E OaraTo MOB MPOTpaMyBaHHS Ta Ma€ BEIUKY KUIBKICTh IUIATiHIB.
3abe3neuye iHTerpaiito 3 Git 1 MiATPUMKY pi3HUX cucTeM 30ipku. JlocTynmHuii Ha
pi3HuX TUIaTOpMax 3 HEBUCOKMMHU CHCTEeMHHMH BuMoramu. Sublime Text 4, y
noenHanHi 3 Unity, 3a0e3neuye po3poOHUKaM MOTYXHI QYHKIT, sIKI TOKPAIIYIOTh

MPpOIIeC PO3POOKH T'PH.
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3.3 TI'pagiune opopmiieHHsA

OCHOBHOIO YacCTUHOIO OyJb-1KOi KOMII'IOTEpHOI Tpu € 1i Bi3yaibHa
ckinagosa. Ilepen moudatkoM omucy rpadiuHOro OQOpMIIEHHS, HEOOXIAHO
PO3IJIIHYTH OCHOBHI TMOHSTTS, L0 BHUKOPHCTOBYIOTHbCS Yy TedMJIW3aiiHi, Taki sK
copaiit 1 taitn. Tain (anrn. Tile) — ne noBTOproBaHWi ()parMeHT HEBEIMKUX
pO3MIpiB, SKUH BHUKOPUCTOBYETHCS JUIsl CTBOPEHHS BEIUKHUX 300pakeHb; e
MpOIIEC  HA3MBAETHCS  TailloBo rpadikoro. Metonu TailyioBoi  rpadiku
3aCTOCOBYIOTBCSL JUIi CTBOPEHHS! PIBHIB y JBOBUMIPHUX Ta TPUBUMIPHHUX Irpax.
Crnpaiit (anra. Sprite) — y JBOBUMIPHUX Irpax € rpadiuHuM 300pakeHHsIM 00'ekTa,
0 MOXE MICTUTH KUIbKa 300pa)keHb I CTBOpEHHs aHiMauiid. [lns peamizamii
rpadiuHOi CKJIaJ0BOi AAHOrO MPOTOTUNY OyB BUKOPUCTAHHI TOTOBMM HaOIp
IBOBUMIpHUX crpaiTiB 3 Unity Asset Store, SIKMil MICTUTBh CIIPaTH Pi3HUX JKaHPIB
Ta TUIMIB irop. byno obpaHo cremniagbHi COPaNTH Ta TEKCTYPH, IO MIAXOAATH JJIs
naHoro npoekty. g pobotu 31 cpaiitamu Unity mae BOyoBaHy QyHKIIIO Sprite

Editor (muB. puc. 3.11).

Sprite (2D and UI)

MLt ple

Pixels Per Unit 100

Mesh Type Tight

L
Shafp +

Sprite Editor

Pucynok 3.11 — Bikno ¢ynxii Sprite Editor.

Sprite Editor mo3Bosisie BIAKPUBATH BENMKUN CHPANT-00'€KT 1 PO3AUIATH

HOTO Ha CKJIaJI0B1 YaCTUHU JJI CTBOPSHHS aHIMAIliil Ha HACTYITHUX eTarnax.

3.3.1 CnpaiiTi roJ10BHOIO0 repos
VY gKocTi nepcoHaxa B Ipi OyJayTh BUKOPHUCTaHI cripailTu puiaps. Bin mae

OKpEMI1 CIPANTH JIsl CTBOPEHHSI aHIMaIlli MPOCTOI0, OIry, CTpUOKIB, aTaKu Ta 1HIII.
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Hwxue Oyne mpuBeneHO NEKUIbKA MPUKIAAIB CTBOPEHUX CIpaMTIB IJis aHIMaIli

HepCcoHaXa.

U B [ mL O B [
I'II.II IL'II"JI
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Pucynok 3.13 — CropaiiTu jy1s1 aHiMaIlii aTaku

3.3.2 Cupaiitu intepdeiicy

[Ticist cTBOpPEHHS CIIPAMTIB JJIsl IrpOBOTO MEPCOHAKa HACTYITHUM KPOKOM €
miaoip crpalTiB 11 GOHOBOTO 300pa)KeHHS Ta 1HIUX Bi3yaJbHUX €JIEMEHTIB I'PH.
SAx poHoBe 300paxkeHHs 0yJi0 0OpaHO TOpHU — SAK 3a]Hii (GOH, pyiHH — CITITYIOUMiA
dbon (muB.puc. 3.14). Pyiam Oynu HakmazeHi Ha ¢oH Tip, mo O mig 4dac Oiry
CTBOpIOBaBcs €(eKT mepeMilleHHa nepcoHaxa B mpoctopl. Emementn Ul s

TaKoX OYJIM CTBOpEHI Ta MiAi0paHi mijl CTUiIb Tpu (IuB. puc. 3.15).

Pucynok 3.14 — Capaiitu (hoHOBOTO 300pakeHHs
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Pucynok 3.15 — Crpaiitu iHTepdeiicy kopuctyBada

Jlns peanizarii irpoBoro mpoiiecy 0yso miaiopaHo CpaiTH HaABKOJIUIITHEOTO
cepeqIoBHIINa, MO AKuX Oyne cTpubaTu Ta 6iraTtu irpoBuil mepcoHax. bymo o6paHo
CIIpaiTH, sIKI IMITYBaJIU CKEJIICTHH IPYHT 3 €JIEMEHTAaMU POCIMHHOCTI Ta KaMIHHS,

K1 Jy’Ke 100pe MacyrTh 10 aTMOc(hepr CTBOPIOBAHOTO CBITY (UB. puc. 3.16).

Pucynok 3.16 — CnpaiiTu HaBKOJIMIIIHBOTO CEPENOBUIIA

3.3.3 Cnpaiit Boporis
BaxxnuBuM eneMeHTOM Bi3yaldbHOI CKJIAJIOBOI TPU € CIpPAWTHU BOPOTIB, SKi
aTaKyBaTUMYTh ITPOBOTO TMepcoHaxa. bymo oOpaHo nekiabka BOPOriB, 1o 0 O0yso

IIKaBIIlIe TpaTH, HIDKYE IPUBEICHI 1X cripaiiT (nuB. puc. 3.17).

<D

Pucynok 3.17 — Crpaiitu Boporis
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3.4 T'emmJeii rpu

BizyaneHy ckimamoBy Oyio 3aBeplIeHO, TOMY MOKHAa TMEPEXOJIUTH O
MOETAMHOI0 MPOEKTYBaHHS elieMeHTIB rpu. [lepea moyatkom mporpamyBaHHS Ta
HAIMCaHHS CKPUIITIB HEOOXITHO BUPILIUTU MPOOIEMY 3 HAKJIAJaHHSAM Bi3yalbHUX
€JIEMEHTIB I'PpU OJUH Ha ogHOro. Jlyis 1poro BUKOpUCTOBYeThCs (GyHKLIA Tags &
Layers, sika 103BOJIsIE IPU3HAYUTU KOKHOMY €JIEMEHTY CBiM 1Iap 1 peryitoBaTH,
AKUU 11ap BigoOpa)kaTUMEThCS MOBEPX IHIIOTO, MO0 YHUKHYTH BI3yaJbHUX

npoosieMm.

3.4.1 ®Di3nuHi XapaKTepuCTUKHN 00'€KTIB

[Tepmum KpokoMm y po3poOIli MPOTOTUNY TPU € HAJIaHHS ITPOBUM 00'€eKTaM
¢13uunux BnactuBocTei. CroyaTky NOTPIOHO Hajmath (i3MYHI BIIACTUBOCTI
wiardopmi, sika OyJe HUIIXOM PyXy Uil mepcoHaxka. be3 mporo mporpama He
BU3HAUaTUME TIaTGopMy siK GI3MUHMI 00'€KT, 1 rpaBelb Oe3NnepepBHO MagaTUME.
®i3u4H1 BJIACTUBOCTI O00'€EKTIB pPEaTi3yIOThCS 3a JIONMOMOTOK KOJauaepiB —
CrieliaJIbHuX KOMIIOHEHTIB, SKI BH3HaudalTh (Gopmy oO0'ekTa 1Jisg 31TKHEHb 3
iHmuMH. TakuM yuHOM, 3a JgornoMoror ¢yHkiionany Unity, cio4aTky HEOOXiaHO
nomatu 1utatdopmi komroHeHT Polygon Collider 2D, sxuii Bu3Hadae (GizudHy
dbopmy GaraTorpanoi irypu.

[Ticns BcTaHOBNIEHHS (DI3UYHUX BIACTHBOCTEH I1aT(opM MoTpiOHO 3poOUTH
TE€ X caMe JUIS IrpOBOTO IEpCOHa)ka, aje 3 JACIKUMHU pPi3HUIAMU. OCKUIBKH
maTgopMa 3aHIIAETEC HEPYXOMOIO, a TOJIOBHUU Tepoil BUKOHYE JIii, CIIOYaTKy
nomaemo iomy kommoHeHT Capsule Collider 2D, skmii mpaiffoe Tak camo, SK
Polygon Collider 2D nmns mmardopmu, ane mae dopmy kancymu. OCHOBHUM
KoMIoHeHTOM 1715t Tepost € Rigidbody 2D, sikuii Hajae MOKIIUBICTD PyXy O0'€KTY
K (pI3WYHIA OJMHMITI, 1 IO3BOJISE 32 JIOMIOMOTOI0 KOJIY 3aJaBaTH Pi3HI BIACTUBOCTI

repolo, 110 € MEPEAYMOBOIO JJIsl IPOrPAMHOT YACTUHU MPOEKTY.
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3.4.2 Pyx 00’ekTiB
HactynHuMm kpokoMm po3poOKH IrpoBOTO MEPCOHAXKA € HAMUCAHHS CKPUNTY

UIst pyXy Ta cTpuOKiB. Cnepiiy 3ajaMo 3MIHHI:

public float speed;

public float jumpForce;

public Joystick Jjoystick;
private bool isGrounded;
public Transform feetPos;
public float checkRadius;
public LayerMask whatisGround;
private Rigidbody2D rb;

3minHa rb npuiimae 3Hauenns kiacy Rigidbody2D, sikuil BUKOpUCTOBY€ETHCS
ak 0aza i BUKOHaHHSA (i3uuyHMX A1 o0'ekrom. 3MmiHHi speed 1 jumpForce
BUKOPUCTOBYIOTBCSL PO3POOHMKOM JUIsl HAJaIITyBaHHS UIBUAKOCTI Ta CHIH
ctpubka BignoBigHO. OcobnuBa yBara NpuUIAUISEThCS 3MIHHUM whatisGround 1
isGrounded. CrovaTky irpoBuil 00'€KT MOKe CTpUOATH HECKIHYEHHY KIJIbKICTb
pas3iB yropy, TOMy pO3pOOHHMK MOBHHEH BCTAaHOBUTH Jesiki oOmexkeHHs. Lnsixom
CTBOPEHHS ITYCTOTO 00'eKTY 3 Ha3Boro feetPos 1 #1oro nmpukpiruieHHs K JOYIPHBOTO

1o o0'exty Player, MoxxHa 3BepTaTucs 10 06'ekty feetPos y ckpurri.

isGrounded = Physics2D.OverlapCircle (feetPos.position,
checkRadius, whatisGround) ;
if (isGrounded == true && verticalMove>=.5f)

{
rb.velocity = Vector2.up * jumpForce;
anim.SetTrigger ("takeOff");

3a 1omoMoror Ii€l YacTUHU KOJy, sika po3mimieHa B ¢yHkiii FixedUpdate
BiIOyBa€EThCS MEPEBIpKa: y MEBHOMY 3aJlaHOMYy pajiyci Big 00’ ekty feetPos Oyme
3HAXOMUTHUCHh IHMUKA Komaiaep, (Hampukmnan, Polygon Collider 2D, skwii
BUKOPUCTOBYETHCS I TUIATGOPMHU) TOJI BUKOHYETHCA TEpPEBIpKa, UM CTOITh
IrpOBUI IEPCOHAXK HA TTOBEPXHI, KA Y CBOIO YEpTy 00OMEXKy€e CTPHUOKH TIEpCOHAXKA.

Jlami HeoOXigHO 3pOOMTH Tak, MO0 IMEPCOHAX PyXaBCsA. 3BEPTAEMOCH JIO
kimacy Joystick, sxuii BimmoBimae 3a pyx TIepcoHa)ka MO TOpu3OHTall. Merton

Horizontal npuiimae 3HaueHHs -1, SIKIIO MEPCOHAXK PYXa€eThCsA BIIBO, Ta 1, AKIIO
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pyxaeTbcsi BhpaBo. IloMHOXUBIIM Ha 3MIHHY speed, pEryaeMo, 3 SKOIO

HIBUAKICTIO Oy/ie pyXaTUCh Halll 00’ €KT.

moveInput = joystick.Horizontal;
rb.velocity = new Vector2 (movelnput*speed, rb.velocity.y);

OpHak 1bOro HEJIOCTATHBO, OCKUIBKH O0'€KT pyXa€eThCs, aje JUBUTHCS JIUIIIE

B [IpaBy CTOpPOHY. TOMY CTBOPIOEMO HACTYIIHY (PYHKIIIIO:

void Flip ()

{
facingRight =!facingRight;
Vector3 Scaler = transform.localScale;
Scaler.x *= -1;
transform.localScale=Scaler;

Cnouarky 3MiHemo OyneBy 3MiHHY facingRight Ha mpoTuiiexHe 3HaUYCHHS.
Axmo BoHa Oyma true, crae false, 1 HaBmaku. [HIUH OGJIOK KOMYy CTBOPIOE HOBY
3MiHHY Scaler 1 komitoe B Hei MOTOYHMM JOKanbHUN Macmtad o6'ekta. IloTim
MHOXKUTh KOMIIOHEHT X Ha -1, THUM caMHM BiJJ3€pKaliol04d OO0'€KT TIO
ropusoHTaii. [licis mporo 3MiHEHUN MacIITad MOBEPTAETHCS Ha3aa 00'€EKTY uepes
transform.localScale.

[Ticnsa Toro, sk OyJ0 HaBYEHO IrPOBOTO IEPCOHAXKA pPyXaTHCS, MOTPiOHO

J0JIaTH HOMY MOXJIMBICT CTpubatu. JIjist boro:

float verticalMove = joystick.Vertical;
isGrounded = Physics2D.OverlapCircle (feetPos.position,
checkRadius, whatisGround) ;

if (isGrounded == true && verticalMove>=.5f)

{

rb.velocity = Vector2.up * jumpForce;}

3HOBY 3BepTaemMoch Jo kiacy Joystick, ame temep mo meromy Vertical.
Takox cmin mpuBepHyTH yBary a0 3MmiHHOI isGrounded, sika mepeBipse, 4u

3HAXOJIUTHCS 00’ EKT HA TIOBEPXHI Ta OOMEKY€E CTPUOKH

3.4.3 Amnimanii 115 repost
[lepmmii kpok y CTBOpEHHI aHIMAaIlli nepegdavyae MOBEpHEHHS A0 (QYHKIIL

Sprite Editor, 3a momoMororw sKoi po3aiaseMO BETUKHNA CHpPAaWT acTpOHABTa Ta
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BUJIUIIEMO 3 HBOTO CIPalTH, 10 MOKa3ylOTh pyX Ta CTpUOKH acTpoHaBTa. [[ns
CTBOPEHHs aHIMalld BHKOPUCTOBYIOTbCS BOyJoBaHl (yHKIIT Animation Ta

Animator (auB. puc 3.18.).

© Animation
Preview @ M4 4 > M BH

idle

Add Property

Dopesheet

Pucynok 3.18 BikHo Animation

HactynmHuii kpok mepeadadae BCTAaHOBJICHHS 3B'I3KIB MDK KOXXHOIO
CTBOPECHOIO aHIMAIlI€r0 JiJisg 3a0e3MeUeHHs TUIaBHUX TEPEeXO/IiB BiJ OAHIET Ali 70

iHImoi. (quB. puc 3.19).

> Animator a i OX

Lay Parameters ® Auto Live Link

isRunning

Pucynok 3.19 — BikHo 3B’s3KiB aHiMaIrii.

3.4.4 3arubejib reposi Ta pereHepauis
[lepen TvM SIK MPUCTYIUTH 10 CTBOPEHHS BOPOTiB, HEOOXITHO HAAIITYBaTH

YMOBH Ta HaCJ'IiI[KI/I CMepTi I'OJIOBHOI'O I'€pO4A, BKIIIOYAIOYM HIKAJTy KUTTA.

public class Health : MonoBehaviour



41

public int health;

Cnepury ctBoptoeMo kiac Health ta BBogumo 3miny health, sika Oyne
JIOPIBHIOBATH 3HAYEHHIO, sike Oyze Bka3aHo B iHcriekTopi B Unity Ta Oyne 0a3oBuM

SHAYCHHSAM OYOK JKUTTA IICPCOHAXKA.

public void TakeHit (int damage)

{
health -= damage;

if (health <= 0)
{
crystal =
(float)Math.Round (score.playertotalScore/100f) ;
Purchase.purchaseCoin += crystal;
PanelGameOver.SetActive (true);
Destroy (gameObject, 0.3f);

}

Cropumo ¢yskmiro TakeHit 1 qomamo yMoBy, 3a sikoro, sikiio 3MiHHa health
3MeHIyeThes 10 0 abo HIKUe, IporpamMa BU3HAYAE, 0 MEPCOHAX 3arMHYB. SIKIIO0
NIEPCOHAX TIOMHUpAE, TO 3apoOJieHI OYKH «Score» 3a JIOMOMOTOI (opMysH
MIEPETBOPIOIOTHCS B KPUCTAIH «crystaly», 3a siki TOTIM MOYKHA OyJie KyImyBaTH 3L

Ta 60oMOM mepea moyatkoM rpu (auB. puc. 3.20) i 3’IBASETHCS MAHEb MPOTpaIry.

Pucynok 3.20 — BikHo 3 mokymkaMu repej To4aTKOM Tpu
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Takox sAkmo npotarom 10-TH CEKyHJ TOJOBHUNM TEpOl HE OTPUMYE
MOILIKOJKEHHS, BIIOYBA€ThCSl MOBUIbHA pereHepauis 3710poB’s, TOOTO, KOXHI 4

CEKYH/IM BITHOBIIIOETHCS 1 OAMHUIISA 30POB’S.

IEnumerator RegenerateHealth ()

{
while (health < maxHealth)

{
health += 1;

anim.Play ("regenerateHealth");
if (health > maxHealth)

{
health = maxHealth;

}

// O6HoBIsgemo iHTepberic 3mopoB’ g
healthbar.UpdateHealthbar (maxHealth, health);
yield return new WaitForSeconds (4f);

}

isRegenerating = false;

3.4.5 IITy4yHwuii iHTeJIeKT BOPOTiB
BaxxnuBuM kpokoM € cTBopeHHs BoporiB. Kog, sikuil 3acTaBisiTuMe Bopora

WTH 710 IEpCOHaXKa 3 3aJIaHO0 IIBUIKICTIO:

transform.position = Vector2.MoveTowards (transform.position,
target.position, speed * Time.deltaTime);

SkIo BOpOr 3HAMIIOB TEPCOHAXKAa, TOOTO BIH 3HAXOAUTHCS B 3aJaHOMY
paniyci («radius») TO BiH MOYMHAE HAHOCHUTH TIOIIKOKCHHS 3 3aJIaHUM 3HAYCHHSIM

«damage» 1 mepezapsiakoro «rechange»:

public void Attack()
{
if (rechange <=0)
{
Collider2D[] players =
Physics2D.OverlapCircleAll (attackPos.position, radius,
playerMask) ;
for (int i=0; i < players.Length; i++)
{
players[i] .GetComponent<Health> () .TakeHit (damage) ;

rechange = startRechange;
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rechange -= Time.deltaTime;

3.4.6 I'enepauisi XBWJIb BOPOTiB

HactynHuii eram po3poOKM cTaHe CTBOPEHHS XBWJIb BOpPOTiB, SKI
3’ SABISTUMYTbCS 3 TEBHOIO MEPIOJAMYHICTIO, JJI1 HaJaHHA METH Ta JIUHAMIKH
irpoBoMy mnporecy. Crodarky po3MIllyeEMO Ha CII€HI KUTbKa MOPOXKHIX ITPOBUX
00'eKTIB, A0 SIKUX OyJle 3aCTOCOBAHO HAaNMMCAHWM CKpUNT. JlJis mOYaTKy BBOJMMO

3MiHHI, 1110 TO3HAYAIOTh KUIBKICTh XBWJIb Ta MEPIOJAUYHICTD 1X MOSIBU:

private int rand;

private int randPosition;

public float StartTimeBtwSpawns;
private float timeBtwSpawns;

private float timeSincelastDecrease;

CtBoproeMo MacuB, B KW Oyae q00aBieHO depe3 IHCIEKTOp mpedadu

BOpOFiB Ta TOYKHM JJIA 1X CIIaBHA:

public GameObject[] enemy;
public GameObject[] spawnpos;

CrBoproemo (¢yHKIIIIO, KA BIJIMOBIIaTUME 3a CIIaBH BUIAIKOBOrO mpedada
BOpora 3 MacuBy enemy|] y BUITaJKOBIN TOYIII JUIs CIIABHY 13 MacHUBY spawnpos|],

3MEHIIYIOYH YaCc MK CIIaBHAMH 32 33J1aH0I0 (POPMYII0I0, IPEICTABICHOIO HUKYE:

void Update ()
{
if (timeBtwSpawns <= 0)
{
rand = Random.Range (0, enemy.Length);
randPosition = Random.Range (0, spawnpos.Length);
Instantiate (enemy[rand],
spawnpos [randPosition].transform.position, Quaternion.identity);
// BMEHIMTM Yac MIiX CIaBHAMM [I1CJS KOXHUX 2 XBUJIMH
if (Time.time - timeSincelLastDecrease >= 120f) //
[lepeBipgeMO UM OPOMIIIO 2 XBUJIMHU
{
StartTimeBtwSpawns *= 0.8f; // 3MeHmyeMO Yyac Mix
criaBHaAMU
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timeSincelastDecrease = Time.time; // OHOBJOEMO uYacC
OCTAaHHLOTO 3BMEHIEeHHS

}

timeBtwSpawns = StartTimeBtwSpawns;

}

else

{

timeBtwSpawns -= Time.deltaTime;

3.4.7 Bucaaka pocjuHH, 31115 Ta 60MOHU
B rpi pgoOaBneno Taky (yHKIO, SK BUCagka pociavHH. lle MOXIMBO
3pOOUTH TOJI1, 3HAXOASTYUCH OIS CIeliaIbHOT 30HU Ta MalOUu HACIHHS POCIIMHHU.

YacTtuHa KOy sIKa peasli3oBy€e BUCAJIKY POCIIUHU:

public void PlantSeed()

{
if (playerController.playerSeed > 0)

{
if (plantedPlant == null)

{

// CTBOPIOEM HOBUM E€K3EMIISIP POCJIMHU

plantedPlant = Instantiate(plantPrefab, transform.position +
new Vector3(0.1f, 0.27f, 0f), Quaternion.identity);
playerController.playerSeed -= 1;

[Ticis Takoro sk OyJ10 MocaIKEHO POCIMHY 1 BOHA Bupocia (auB. puc. 3.21),

MO>KHa 310paTH yporKaii HATUCHYBIIIM Ha Hed.

Pucynok 3.21 — I'osioBHMIT IEpCOHAXK 3HAXOAUTHCS OLIsT POCIUHU
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Takoxx pecypcu BHNANaOTh 3 BOPOTIB MICHA iX 3HMILEHHA. B rpi icHye 4
. , : o
BUJIU PECYPCIB: 30JI0TO, M’SICO, SATOJIM, HACIHHA (auB. puc. 3.22). Bonu notpiOHi

IUTSl TPOKAYKX MEPCOHAXKa MiJ] 4ac TPH.

Pucynok 3.22 — Bunu pecypcis y rpi

Takox B rpi nepeadadyeHo e OJWH BU MKOIU ISl BOPOriB — 6omOu. s
3aMyCcKy MOTPIOHO HATHUCHYTH Ha MEPCOHaXKa 1, HE BIJAMYCKAIOYW, HATATHYTH B

notpiOHy cropony. Huxue npenacraBieHa yacTuHa KOAY AJis 3aIlycKy OomOu:

1if (numBomb>0)

{
if (Input.touchCount > 0)

{
Touch touch = Input.GetTouch(0);
Vector3 touchPosition =
mainCamera.ScreenToWorldPoint (touch.position);
touchPosition.z = 0f;
switch (touch.phase)
{
case TouchPhase.Began:
if (IsTouchOnPlayer (touchPosition))

{

isDragging = true;
dragStartPosition = touchPosition;
}

break;

case TouchPhase.Ended:
if (isDragging)
{
isDragging = false;
LaunchGrenade (dragStartPosition, touchPosition);
numBomb -= 1;
SaveBomb () ;
}

break;

BoMOu kymuisitoTbest B 71001 32 KPUCTAIIH 1 M1 Yac IpH 3a 30JI0TO.
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Takox B rpi 100aBieHO 4 BUAM 3ULISA: aTaku (KUIBKICTh IIKOJW HAHECEHOIO
MEePCOHAXKEM TOJIBOIOETHCA), MIBUAKOCTI (MIBUAKICTh NMEPCOHAXkKA 3pOCTAE BIBIU1),
perenepanii (BigHOBIO€ 10 OOWMHUIL 310POB’S), HEBAroMocCTi (MEPCOHAXK Ha
NesKui 4vac crae HeBaromuil) (auB. puc. 3.23). YV rpi nobaBieHO piBHI s

MEPCOHAXka, B 3aJIEKHOCTI B/l PIBHSI BIAKPUBAIOTHCS HOB1 3UJ1JIS1.

Pucynok 3.23 — 3uins Ta 6oM0a B rpi

[Tpukian komy OTHOTO 3 JAHWUX BUIIB 3UUIS, & CAME «aTaKH»:

public void PointDamage ()

{
if (potions.pointDamage > 0)
{
potions.pointDamage -=1;
if (rechangeDamage <= 0)
{
GameObject soundAttack =
Instantiate (soundAttackPrefab, transform.position,
Quaternion.identity);
Destroy (soundAttack, 1f);
anim.Play ("Attack+");
StartCoroutine (ApplyBonusDamage () ) ;
rechangeDamage = startRechangeDamage;

}
potions.SavePoints () ;

}

}
public IEnumerator ApplyBonusDamage ()

{
playerController.damage *= 2;
yield return new WaitForSeconds (10f);

playerController.damage /= 2;
}



47

3.5 IHCTpyKUisl KopucTyBaya
3ycTpid MOYMHAETHCS 3 TOJOBHOTO €KpaHy MEHIO, SIKE 3HAXOAUTHCS y MpaBiii
YacTHHI €KpaHy. 3 MEHIO MOKHA MOTPalUTH B camy rpy, MiHI-MarasuH, raij 1o

rpi abo y HayamTyBaHHs (AuB. puc. 3.24).

FizeL Reign 2D

LStart

OpLians

Exit

Pucynok 3.24 — I'osi0BHE MEHIO

[Ticnsa HaTHCKaHHS HAa KHONKY «Starty, a motiM Ha «Offline» BinOyBaeThcs

nepexia 0e3nocepeaHno y rpy (auB. puc. 3.25).

Pucynok 3.25 — CKpUHILTO Ha MOYaTKy TpH

[Tonepeny ToJIOBHHMI NMEpCOHaXX Ha SKOTO MPUKPIIUICHE OCBITIICHHSA. Bam

noTpiOHO Oyne SKOMOTa JOBIIE MPOTPUMATHCS BIPOAOBXK 3amaHoro yacy. [licms
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yoro Oyze BuAaHa HaropoJia B BUIJISA/1I KPUCTAIIB, IKI MO’KHA BUKOPUCTATU B MiH1-
MarasuHi B J1001 IpH JIJIsl HOKYNKH 31111 a00 60MO.

3nmiBa 3HU3Y PO3TAlIOBAHUM HKOMCTHK, 3a JOMOMOTOI0 HBOTO MOKHA
KepyBaTH TOJOBHUM repoem (Oiratu BiIiBO, BnpaBo Ta mnpuratu). Kop, skwuii

BIAMOBIA€E 3a Oir:

void FixedUpdate ()
{

movelInput = Jjoystick.Horizontal;
rb.velocity = new Vector2 (movelnput*speed, rb.velocity.y):;

}

[IpaBopyd 3HU3Y — KHOIKA aTaka, MOCAJAKU POCIUHU Ta TEJICTOPTY.

YacTuHa KOOy IJId KHOIIKU aTaKH!:

Collider2D[] enemies =

Physics2D.OverlapCircleAll (attackPos.position, radius, enemy);
for (int 1 = 0; i < enemies.Length; i++)
{

enemies[1] .GetComponent<EnemyTakeDamage> () . TakeDamage (damage) ;

}
[Ticns ruGeni 3’ IBASETHCS MAHENb MPOrparry:

BEST SCORE: 28@

il

Pucynok 3.26 — [lanens nporparnry

3.6 TectyBanHs rpu

TectyBannst rpu Pixel Reign 2D monsirana y BHUSIBICHHI MOMUWJIOK, OITIHIII
MPOIYKTUBHOCTI Ta TMEPEeBIpPIll BIAMOBIMHOCTI TEXHIYHUM 1 (DYHKI[IOHATIBHUM
BUMoraMm. TecTyBaHHS 3MIHCHIOBAIOCS BPYYHY Ha PI3HUX MPHUCTPOSX, HATAHUX
ONM3BKMMHU, BKITIOYAIOYM cMapTQoHM 3 omepariiHoio cucrteMoro Android Bif

Bepcii 6.0 g0 12.0.
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VY xoxi tectyBaHHs Oyiu BUIpPOOYBaH1 Pi3HI CLiEHApli, 30KpeMa, nmepeBipka
BCIX MOXIJIMBHX I KOPUCTYBaya, TaKUX SIK poOOTa 3 MEHIO, IrPOBUMU PEKUMaMHU.
Byno nporecToBaHO MPOAYKTUBHICTH I'PU MPH PI3HUX HABAHTAXKEHHSX, TaAKUX SK
BEJIMKa KUIBKICTh 00'€kTiB Ha ekpaHi. OcobiuBa yBara mpuausiiacs 3py4HOCTI
iHTepdeiicy, MBUAKOCTI peakilii Ha KOMaHU Ta IHTYITUBHOCT1 yIPaBIiHHS.

Pe3ynbTaTl TECTyBaHHS MOKa3ajiM, 10 Ha OUTIBIIIOCTI MPUCTPOIB Ipa MPAITIOE
CTabUTBHO, X0Ua Ha JesKuX cTapimmux Bepciax Android crocTepiraiucs BUNagKoB1
300i. Byno BHUsABIEHO KUIbKa HE3HAYHUX TpadiyHUX TMOMHUIOK MPU BHUCOKOMY
HaBaHTaXXEHHI HAa MPOLECcop. 3arajioM I'pa BUTpUMalia BUCOKI HaBaHTa)XKCHHs 0e3
3HAYHO1 BTPATH NMPOAYKTHUBHOCTI.

BucnoBku mnokaszyiots, mo rpa Pixel Reign 2D B wmimomy roroBa [0
BUITYCKY, aJIe PEKOMEHIYETHCSI BUIIPABUTU BUSIBJICHI rpa(iyHi MTOMHUIIKH HA CTApUX
Bepcisix Android, moKpamuTH IHTYITHBHICTP KOPUCTYBAILbKOTO 1HTEpdency B
MEHIO Ta IMPOJIOBXKYBAaTH MOHITOPUHI MPOJAYKTHUBHOCTI 1 CTaOUIBHOCTI TpU Ha

PI3HUX MPUCTPOSX MICIS BUIYCKY.



BUCHOBKH

[IpoBenene mOCHIKEHHSI Ta peaii3ailisi NpoeKkTy Ipu xaHpy 2D mikcenb
(balTIHT TO3BOJIMIIM JOCSTTH KITBKOX BaXKJIMBHX pe3yibTaTiB. JleTanbHUN aHali3
0COOJIMBOCTEN I[LOTO >KaHPY IMOKAa3aB MOro MOMYJSPHICTh 1 3HAYHUM BIUIMB HA
rpaBiiB. BusiBneHo, 110 1eil >xaHp npuBadIIroe sIK IIaHyBAIBHUKIB PETPO-1rop, Tak
1 HOBE MOKOJIHHS reiiMepiB, 3aBASKH CBOIM HOCTAJIBIIHHIN €CTETHIIl Ta MPOCTOTI
YIPaBIiHHS, Y TOEJHAHHI 3 TTUOOKUM T€UMILICEM.

VY mpoiieci po3poOku Oyno YCHIITHO CTBOPEHO KJIFOYOBI KOMIIOHEHTH TPH,
BKJIFOYAIOUM TeuMIUIeH, rpadiuHuii au3aiiH, a”iMallii Ta peasnizallilo OCHOBHOIO
dynkmionany. Benuka yBara Oyna npuaUieHa JeTaiizailii MepcoHaxiB 1
HABKOJIUIIIHHOTO CEPEIOBUINA, IO 3a0e3MeYuI0 BHUCOKWM PIBEHb Bi3yalbHOI
npuBabIMBOCTI Ta 3aHypeHHs y rpy. KpiM Toro, iHTerpais miaBHUX 1 AUHAMIYHUX
aHIMaIliil JO3BOIMIIA MiABUIIUTHU SAKICTh I'POBOTO JTOCBIY.

JlocnipKeHHs 1MoKa3ano, 1o po3polKa irop Takoro >KaHpy 3HAYHO CIpPHUSIE
MOKPAIIEHHIO HABUYOK MPOrpaMyBaHHs Ta AW3aiHy y cTyaeHTiB. [Ipaitoroun Haxa
IPOEKTOM, 3MIl MOKpAIIUTH CBOI 3HAHHA B TaKUX 00JacTAX, SK OO0'€KTHO-
OpIEHTOBaHE TMPOTPAMyBaHHS, CTBOPEHHS QJITOPUTMIB Ta CTPYKTYp [aHUX,
rpadiyHUil  AW3aliH Ta aHiMallis, ympaBiaiHHA Tmpoektamu. lle mimkpecioe
BOXJIUBICTh BKJIIOUEHHS TOMIOHMX TPOEKTIB Yy HaBYalbHI TNporpamMud 3
iHbopMaliitHuX TexHoyorid. Po3poOka rpu momomoriia 3po3yMiTH pealibHi
BUKIIUKHU, 3 SKUMH CTUKAIOTHCA MPOQecCiiiHi pO3pOOHHMKH, 1 MIATOTYBATHCS [0
poOOTH B IHAYCTII.

Po3poOka rpu xanpy 2D mikcens (GallTIHT HE JHIEe CTBOPIOE 3aXOILTIOI0UNMA
ITpOBUI JOCBiN, ane W CIyXHUTh €(PEKTUBHUM IHCTPYMEHTOM ISl PO3BHUTKY
npodeciiHuX HaBUYOK y Taly3i mporpaMmyBaHHA Ta aAu3aiHy. lleit mpoekT
JI03BOJIUB TIPOSIBUTH TBOPYMH MiAXid, PO3BUHYTH TEXHIYHI HABUYKUA T4 OTPUMATH
IIHHUN JOCB1T pOOOTH Hal KOMIUIEKCHUMH 3aBIaHHSIMU.

Bx1roueHHs IPOEKTIB 3 pO3pOOKH Irop Y HaBYAIBHUN MPOLIEC CIpUsie OUIbIIT

MUOOKOMY  PO3YMIHHIO  TEOPETHYHUX  KOHLEMIIM 1 iX  HIpakTUYHOMY
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3actocyBaHHI. ['pa B 2D mikcenb (aWTIHT ITpU MOXE CIHPHUATH PO3BUTKY
KOTHITUBHUX HaBUYOK Ta IMIJBUIIUTH KOHLEHTpaulio. BaxmuBo 30epiratu OanaHc
MDK TPOIO Ta HaBYaHHAM, 1100 HE BTpayaTd MPOAYKTUBHICTh y HABUYAIBHOMY
MpoIieci.

TakuM 4MHOM, MPOEKT CTBOPEHHS I'pH kaHpy 2D mikcenb (alTIHT HE JIHILIEe
MIATBEPAUB CBOIO aKTYaJIbHICTh 1 BaXJIMUBICTh, aji€é W MPOJAEMOHCTPYBAaB 3HAUHUIM
NOTEHLIaN JJi1 MOJANbIIOT0 PO3BUTKY SIK B OCBITHBOMY, TaK 1 B KOMEpLIHHOMY

KOHTEKCTI.
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Honatoxk A — Kox mporpamu

®aiin PlayerController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class PlayerController : MonoBehaviour

{

public float speed;

public float jumpForce;

private float movelnput;

public Joystick joystick;
private Rigidbody2D rb;

private bool facingRight = true;
private bool facingRightl = true;
private bool isGrounded;

public Transform feetPos;

public float checkRadius;

public LayerMask whatisGround;
private Animator anim;

private string currentAnimation;
public float rechange;

public float startRechange;
public float rechangeDash;
public float startRechangeDash;

[Header ("36poa") ]

//3MiHHIL

public Transform attackPos;
public LayerMask enemy;
public float radius;

public int damage;

public int combol;

public GameObject dashEffect;
private Animation animDash;
public Button ButtonAttack;
public Button ButtonDash;

private const string CoinKey = "PlayerCoins";
public int playerCoins;
public TMP Text coinText;

private const string MeatKey = "PlayerMeats";
public int playerMeats;
public TMP Text meatText;

private const string BerryKey = "PlayerBerry";
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public int playerBerry;
public TMP Text berryText;

private const string SeedKey = "PlayerSeed";
public int playerSeed =2;
public TMP Text seedText;

private const string ScoreKey = "PlayerScore";
public float playerScore;
public TMP Text scoreText;

private const string totalScoreKey = "totalPlayerScore";
public TMP Text totalscoreText;
public float playertotalScore;

private const string bestScoreKey = "bestPlayerScore";
public TMP Text bestscoreText;
public float playerbestScore;

public GameObject soundAttackPrefab;

public GameObject soundComboPrefab;

public GameObject soundAttackforEnemyPrefab;
private AudioSource audioSource;

public CameraPlayer cameraPlayer;

private bool isRunning = false;

private Animator CameraAnim;

void Start ()
{

audioSource = GetComponent<AudioSource> () ;

playerSeed = 2;

SaveResourse () ;

LoadResourse () ;

rb = GetComponent<Rigidbody2D> () ;

anim = GetComponent<Animator>();

CameraAnim =
GameObject.FindGameObjectWithTag ("MainCamera") .GetComponent<Anim
ator>();

animDash = dashEffect.GetComponent<Animation>();

combol = 0;

CameraPlayer cameraPlayer =
FindObjectOfType<CameraPlayer> () ;

}

public void UpdateResourseText ()
{

meatText.SetText (" " + playerMeats.ToString());
coinText.SetText (" " + playerCoins.ToString()):;
berryText.SetText (" " + playerBerry.ToString()):;
seedText.SetText (" " + playerSeed.ToString());

scoreText.SetText ("Score: " + playerScore.ToString()):;
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totalscoreText.SetText ("Score: " +
playertotalScore.ToString());
bestscoreText.SetText ("Best Score: " +

playerbestScore.ToString () ) ;
}

void Update ()
{
playertotalScore = playerScore;
if (rechange > 0)
{
rechange -= Time.deltaTime;
if (rechange < 0)
{
rechange = 0;
}
}
if (rechangeDash > 0)
{
rechangeDash -= Time.deltaTime;
if (rechangeDash < 0)
{
rechangeDash = 0;
}
}
UpdateResourseText () ;
}

void FixedUpdate ()
{
movelInput = Jjoystick.Horizontal;

rb.velocity = new Vector2 (movelnput*speed,
rb.velocity.vy);

if (facingRight == false && movelInput>0)
{
Flip();
}
else if(facingRight == true && moveInput<0)
{
Flip();

}

if (moveInput==0)

{
anim.SetBool ("isRunning", false);
isRunning = false;

}

else

{

anim.SetBool ("isRunning", true) ;



isRunning = true;

}
float verticalMove = joystick.Vertical;
isGrounded = Physics2D.OverlapCircle (feetPos.position,
checkRadius, whatisGround):;
if (isGrounded == true && verticalMove>=.5f)
{
rb.velocity = Vector2.up * jumpForce;
anim.SetTrigger ("takeOff");
}
if (isGrounded == true)
{
anim.SetBool ("isJumping", false);
}
else
{
anim.SetBool ("isJumping", true) ;

}

if (rechange <=0)
{
ButtonAttack.interactable

true;

}

else

{
ButtonAttack.interactable

false;

}
if (rechangeDash <=0)

{

ButtonDash.interactable true;

}

else

{

ButtonDash.interactable false;

}

if (isRunning && isGrounded)

{

if (laudioSource.isPlaying)

{

audioSource.Play () ;

}

else

{

if (audioSource.isPlaying)

{

audioSource.Stop () ;

}
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void Flip ()

{
facingRight =!facingRight;
Vector3 Scaler = transform.localScale;
Scaler.x *= -1;
transform.localScale=Scaler;

}

void FlipDash ()

{
facingRightl =!facingRightl;
Vector3 Scalerl = dashEffect.transform.localScale;
Scalerl.x *= -1;
dashEffect.transform.localScale=Scalerl;

public void Attack()
{

if (rechange <= 0.0001f)
{

Debug.Log ("Attack") ;
combol += 1;
if (combol == 3)
{
if (anim.gameObject.activeSelf) // llepeBipka
aKTMBHOCT1 oBO'ekTa 3 aHimMaTopoMm
{
anim.Play ("combol") ;
GameObject soundCombo =
Instantiate (soundComboPrefab, transform.position,
Quaternion.identity);
Destroy (soundCombo, 1f);
Invoke ("ShakeCombol", 0.5f);
}
}
else if (combol == 6)
{
if (anim.gameObject.activeSelf) // llepeBipka
aKTMBHOCT1 o0BO'ekTa 3 aHiMaTopoMm
{
anim.Play ("combo2") ;
combol = 0;
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GameObject soundCombo =
Instantiate (soundComboPrefab, transform.position,
Quaternion.identity);

Destroy (soundCombo, 1f);

Invoke ("ShakeCombol", 0.6f);

}
else
{
if (anim.gameObject.activeSelf) // IeperBipka
AKTUBHOCT1 00'ekTa 3 aHiMaTOpOM
{
anim.Play("attack");
GameObject soundAttack =
Instantiate (soundAttackPrefab, transform.position,
Quaternion.identity);
Destroy (soundAttack, 1f);
}
}
Collider2D[] enemies =
Physics2D.OverlapCircleAll (attackPos.position, radius, enemy);
for (int 1 = 0; i < enemies.Length; i++)

{

enemies|[1] .GetComponent<EnemyTakeDamage> () . TakeDamage (damage) ;
GameObject soundAttackforEnemy =
Instantiate (soundAttackforEnemyPrefab, transform.position,
Quaternion.identity);
Destroy (soundAttackforEnemy, 1f);
}

rechange = startRechange;

void ShakeCombol ()
{
cameraPlayer.StartShakeCombol () ;
}
public void Dash ()
{
if (rechangeDash < 1f)
{
if (facingRight == true)
{

anim.SetTrigger ("Dash") ;

GameObject dashEffectClone = Instantiate(dashEffect,
new Vector2 (transform.position.x + 1.8f, transform.position.y),
Quaternion.identity);

anim.SetTrigger ("dashEffect");

Destroy(dashEffectClone, 0.28f);

transform.position =
Vector?2.MoveTowards (transform.position, new
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Vector2 (transform.position.x + 4f, transform.position.y),
speed) ;

}

else if (facingRight == false)

{

FlipDash () ;

anim.SetTrigger ("Dash") ;

GameObject dashEffectClone = Instantiate(dashEffect,
new Vector2 (transform.position.x - 1.8f, transform.position.y),
Quaternion.identity);

anim.SetTrigger ("dashEffect");

Destroy (dashEffectClone, 0.28f);

transform.position =
Vector2.MoveTowards (transform.position, new
Vector2 (transform.position.x - 4f, transform.position.y),
speed) ;

}

rechangeDash = startRechangeDash;

private void OnDrawGizmosSelected()

{

Gizmos.color = Color.black;
Gizmos.DrawWireSphere (attackPos.position, radius);

void ChangeAnimation (string animation)

{

if (currentAnimation == animation) return;

anim.Play(animation) ;
currentAnimation = animation;

void LoadResourse ()

{
if (PlayerPrefs.HasKey (CoinKey))

{

playerCoins PlayerPrefs.GetInt (CoinKey) ;

}

else

{

playerCoins = 0;

if (PlayerPrefs.HasKey (MeatKey))

playerMeats PlayerPrefs.GetInt (MeatKey) ;

}

else

{
playerMeats = 0;



}
if (PlayerPrefs.HasKey (BerryKey))

{
playerBerry = PlayerPrefs.GetInt (BerryKey);

}

else

{
playerBerry = 0;
}
if (PlayerPrefs.HasKey (SeedKey))

{
playerSeed = PlayerPrefs.GetInt (SeedKey) ;

}

else

{

playerSeed 25

}
if (PlayerPrefs.HasKey (ScoreKey))
{
playerScore = PlayerPrefs.GetFloat (ScoreKey)

}

else
{
playerScore = 0f;
}
if (PlayerPrefs.HasKey(totalScoreKey))
{
playertotalScore =
PlayerPrefs.GetFloat (totalScoreKey) ;
}
else
{
playertotalScore = 0f;
}
if (PlayerPrefs.HasKey (bestScoreKey))
{
playerbestScore =
PlayerPrefs.GetFloat (bestScoreKey) ;
}
else

{
playerbestScore = 0f;

}
}
public void bestScore ()
{
if (playertotalScore > playerbestScore)

{

playerbestScore
SaveResourse() ;
UpdateResourseText () ;

playertotalScore;



}

public void SaveResourse ()

{

PlayerPrefs.SetInt (CoinKey, playerCoins);
PlayerPrefs.SetInt (MeatKey, playerMeats):;
PlayerPrefs.SetInt (BerryKey, playerBerry);
PlayerPrefs.SetInt (SeedKey, playerSeed);
PlayerPrefs.SetFloat (ScoreKey, playerScore);
playertotalScore);
PlayerPrefs.SetFloat (bestScoreKey, playerbestScore);

PlayerPrefs.SetFloat (totalScoreKey,

PlayerPrefs.Save();

}

void OnApplicationQuit ()
{
SaveResourse () ;

}

®aiin Health.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System;

using TMPro;

public class Health : MonoBehaviour

{
public int health;
public int bonusHealth = 10;
[SerializeField] public int maxHealth;

[SerializeField] private HealthBar healthbar;

private Animator anim;

private float rechange;

public float startRechange;

private Material matBlink;

private Material matDefault;

private SpriteRenderer spriteRend;
private UnityEngine.Object explosion;
public Button ButtonSetHealth;

public BuyPotions potions;

public PlayerController score;

public CameraPlayer cameraPlayer;
private float timeSincelastDamage;
public bool isRegenerating = false;
public GameObject PanelGameOver;
public GameObject ScoreGameOver;
public bool isDamaging = false;
private Coroutine regenerationCoroutine;

61



public GameObject soundHealthPrefab;
public TMP Text crystalText;

private float crystal;

//Reclams

public InterAd interAd;

private int tryCount;

private void Awake ()

{
health = maxHealth;
}

void Start () {

spriteRend = GetComponent<SpriteRenderer>();
matBlink = Resources.Load ("EnemyBlink",

typeof (Material)) as Material;
matDefault = spriteRend.material

.
4

explosion = Resources.Load("explosion");

GameObject playerObject =

GameObject.FindGameObjectWithTag ("Player") ;
potions = playerObject.GetComponent<BuyPotions> () ;

CameraPlayer cameraPlayer =
FindObjectOfType<CameraPlayer> () ;
anim = GetComponent<Animator>();

score = playerObject.GetComponent<PlayerController>();

tryCount = PlayerPrefs.GetInt ("tryCount");

}

void Update ()
{

crystalText.SetText (" " + crystal.ToString()):;

}

void FixedUpdate ()
{
if (rechange <=0)
{
ButtonSetHealth.interactable
}
else
{
ButtonSetHealth.interactable
rechange -= Time.deltaTime;

}

// OBHOBJIsgeMO uac 06e3 WKOIM

if (timeSincelastDamage < 10f &&
isDamaging)

{

StopRegeneration();

= true;

= false;

health < maxHealth

timeSincelastDamage += Time.deltaTime;

&&
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if (timeSincelastDamage>=10f)
{

isRegenerating = true;
isDamaging = false;

}

}
else if (timeSincelastDamage >= 10f && health <
maxHealth && !'isDamaging)
{
if (isRegenerating)
{
StartRegeneration();
// BCTAHOBJIOEMO TyT, WOO Banod®liIlTu BalyCKy
OEeK1JIbKOX KOPYTMH
}
}
}
void StartRegeneration ()
{
// TlepeBipseMmo, Uy pereHepallig Bxe He BinbyBaeTbcCcs
if (regenerationCoroutine == null)

{

// TloumHaeMo pereHepallil 1 36epiraemMo nocujiaHHg Ha
KOPYTUHY

regenerationCoroutine =
StartCoroutine (RegenerateHealth());

}
}

void StopRegeneration ()
{

// TlepeBipsgemo, um pereHepauis BimbymaeTbcsa 1 um icHye

KOPYTUH
if (regenerationCoroutine != null)
{
StopCoroutine (regenerationCoroutine); // BynmHAEeMO
KOPYTUHY
regenerationCoroutine = null; // OBHyJIgeMO 3MiHHY,

mo® IMOBHAUUTHK, WO pereHepauisa OyJja 3yIMHeHa

}

IEnumerator RegenerateHealth ()

while (health < maxHealth)
{
health += 1;
anim.Play ("regenerateHealth");
if (health > maxHealth)
{
health = maxHealth;



}

}

healthbar.UpdateHealthbar (maxHealth, health);
yield return new WaitForSeconds (4f);

isRegenerating = false;

public void TakeHit (int damage)

{

health -= damage;

isDamaging = true;
isRegenerating = false;
timeSincelastDamage = 0f;
Invoke ("CallStartShake"™, 0.3f);

if
{

(health <= 0)

tryCount ++;
PlayerPrefs.SetInt ("tryCount", tryCount):;
if (tryCount % 3 == 0)
{
interAd.ShowAd () ;
}

crystal =

(float)Math.Round (score.playertotalScore/100f) ;

Purchase.purchaseCoin += crystal;
Purchase.SavePurchase () ;
GameObject explosionRef =

(GameObject) Instantiate (explosion) ;

explosionRef.transform.position = new

Vector3 (transform.position.x, transform.position.y - 1,
transform.position.z);

}

}

health = 0;

Destroy (gameObject, 0.3f);
Destroy (explosionRef, 0.5f);
score.bestScore () ;
PanelGameOver.SetActive (true) ;
ScoreGameOver.SetActive (true) ;

else

{

}

StartCoroutine (BlinkCoroutine()) ;

healthbar.UpdateHealthbar (maxHealth, health);

void CallStartShake ()

{

if
{

}

(cameraPlayer != null)

cameraPlayer.StartShake () ;
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else

{

Debug.LogError ("CameraPlayer not found!");

}

public void SetHealth (int bonusHealth)
{ if (potions.pointHealth > 0)

{ potions.pointHealth -=1;

if (rechange <=0)

{ GameObject soundHealth =

Instantiate (soundHealthPrefab, transform.position,
Quaternion.identity);

Destroy (soundHealth, 1f);
anim.Play ("Healthing");
health += bonusHealth;
if (health > maxHealth)
{

health = maxHealth;

}

healthbar.UpdateHealthbar (maxHealth, health);

rechange = startRechange;

}

potions.SavePoints () ;

}
}

IEnumerator BlinkCoroutine ()

{

yield return new WaitForSeconds (0.1f);

spriteRend.material = matBlink;
yield return new WaitForSeconds (0.12f);
spriteRend.material = matDefault;

®daiia Enemy.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Enemy : MonoBehaviour

{

[SerializeField] public int maxHealth;
private Animator anim;

private Rigidbody2D rb;

public float speed;

private Transform target;
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public float stop;

public GameObject player;
public bool flip;

private float rechange;
public float startRechange;

[Header ("Ypor") ]

public Transform attackPos;

public LayerMask playerMask;

public float radius;

public int damage;

private bool facingRight = true;
public GameObject soundAttackPrefab;
private AudioSource audioSource;
public float jumpForce = 10f;

public LayerMask obstaclelayer;

void Start () {
audioSource = GetComponent<AudioSource> ()
anim = GetComponent<Animator>();
rb = GetComponent<Rigidbody2D> () ;
target =
GameObject.FindGameObjectWithTag ("Player") .GetComponent<Transfor
m> () ;

}

void FixedUpdate ()
{
Attack () ;
if (facingRight == false && target.transform.position.x >
transform.position.x)
{
Flip();
}
else if(facingRight == true &&
target.transform.position.x < transform.position.x)
{
Flip();
}
if (Vector2.Distance (transform.position,
target.position)>stop)
{
anim.SetBool ("isRunning", true) ;
if (laudioSource.isPlaying)
{
audioSource.Play () ;
}
transform.position =
Vector2.MoveTowards (transform.position, target.position, speed *
Time.deltaTime) ;

}
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else

{
if (audioSource.isPlaying)
{
audioSource.Stop () ;

}

anim.SetBool ("isRunning", false);

}

public void Flip()
{

facingRight =!facingRight;

Vector3 Scaler = transform.localScale;
Scaler.x *= -1;
transform.localScale=Scaler;

}

public void Attack()
{

anim.SetBool ("isRunning", false);

if (rechange <=0)

{

Collider2D[] players =
Physics2D.OverlapCircleAll (attackPos.position, radius,
playerMask) ;

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

{

anim.SetTrigger ("Attack");
Invoke ("SoundAttack", 0.2f);

players[i] .GetComponent<Health> () .TakeHit (damage) ;
}

rechange = startRechange;

}

else

{

rechange -= Time.deltaTime;
}
}

voild SoundAttack ()

{
GameObject soundAttack = Instantiate(soundAttackPrefab,

transform.position, Quaternion.identity);
Destroy (soundAttack, 1f);
}

private void OnDrawGizmosSelected()
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Gizmos.color = Color.black;
Gizmos.DrawWireSphere (attackPos.position, radius);

®aiia Plant.cs

using System.Collections;
using UnityEngine;

public class PlantController : MonoBehaviour
{
public Sprite[] growthSprites;
private float totalGrowthTime = 120f;
private float growthRate;
private float currentGrowth = 0f;
private int currentSpritelIndex = 0;
public bool isMature = false;

void Start()
{
growthRate = growthSprites.Length / totalGrowthTime;

void Update ()
{
if (!isMature && currentSpriteIndex <
growthSprites.Length)
{
currentGrowth += growthRate * Time.deltaTime;
// TlepeBipsgeMo, UM He HOCAIJIa POCJMHA MaKCUMAaJIbHOI
cranmii 3poCTaHHSA
if (currentGrowth >= growthSprites.Length)
{
// SKmo mocaryio, BCTAHOBJIOEMO INOTOUHMM 1HIOEKC
CrnpamuTy y MaKCHMaJIbHE B3HAUYEHHS
currentSpritelIndex =
UpdatePlantVisuals () ;
isMature = true; // PocamuHa pospiia

}

growthSprites.Length - 1;

if (currentGrowth >= (currentSpriteIndex + 1) &&
currentSpriteIndex < growthSprites.Length - 1)
{
// SAKmWO mOCATDJIO HACTYMHOL cTamii 3pocTaHHH,
[IEPEMUKAEMOCEH Ha HACTYIHMM CIOPaMT 1 OHOBJIEMO BisyajibHe MNOIOAaHHS
currentSpritelIndex++;
UpdatePlantVisuals () ;



}

void UpdatePlantVisuals ()
{
if (currentSpritelIndex < growthSprites.Length)
{
GetComponent<SpriteRenderer> () .sprite =
growthSprites[currentSpritelndex];
}
}

®aiin GranadelLauncher.cs
using UnityEngine;
using TMPro;

public class Granadelauncher : MonoBehaviour
{
private const string bombKey = "bomb";
public TMP Text bombText;
public int numBomb = 3;
public GameObject grenadePrefab;
public float maxDragDistance = 5f;
public float launchForce = 10f;
private Camera mainCamera;
private bool isDragging = false;
private Vector3 dragStartPosition;
public PlayerController playerController;

void Start ()
{

numBomb = Purchase.purchaseBomb + 1;
SaveBomb () ;

LoadBomb () ;

mainCamera = Camera.main;

GameObject playerObject =
GameObject.FindGameObjectWithTag ("Player") ;
playerController =
playerObject.GetComponent<PlayerController> () ;
}

void Update ()
{
UpdateBombText () ;
if (numBomb>0)
{
if (Input.touchCount > 0)
{
Touch touch = Input.GetTouch (0);
Vector3 touchPosition =
mainCamera.ScreenToWorldPoint (touch.position);
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touchPosition.z = 0f;

switch (touch.phase)
{
case TouchPhase.Began:
if (IsTouchOnPlayer (touchPosition))
{
isDragging = true;
dragStartPosition = touchPosition;
}
break;
case TouchPhase.Ended:
if (isDragging)
{
isDragging = false;
LaunchGrenade (dragStartPosition,
touchPosition);
numBomb -= 1;
SaveBomb () ;
}

break;

}
}

bool IsTouchOnPlayer (Vector3 touchPosition)

{
Collider2D playerCollider = GetComponent<Collider2D> () ;
return playerCollider.bounds.Contains (touchPosition);

}

void LaunchGrenade (Vector3 startPosition, Vector3
endPosition)
{
float dragDistance =
Mathf.Min (Vector3.Distance (startPosition, endPosition),
maxDragDistance) ;
Vector3 launchDirection = (startPosition -
endPosition) .normalized;
float launchForceMultiplier = Mathf.ClampOl (dragDistance
/ maxDragDistance) ;

GameObject grenade = Instantiate (grenadePrefab,
transform.position, Quaternion.identity);

Rigidbody2D rb = grenade.GetComponent<Rigidbody2D>() ;

if (rb != null)

{

rb.AddForce (launchDirection * launchForce *

launchForceMultiplier, ForceMode2D.Impulse);

}

}
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public void UpdateBombText () {
bombText.SetText (" " + numBomb.ToString()):;
}

public void BuyBomb ()
{
if (playerController.playerCoins >=50)
{
numBomb += 1;
playerController.playerCoins -=50;
playerController.SaveResourse () ;
SaveBomb () ;
playerController.UpdateResourseText () ;
UpdateBombText () ;

}

void LoadBomb ()

{
if (PlayerPrefs.HasKey (bombKey) )

{

numBomb PlayerPrefs.GetInt (bombKey) ;

}
else
{
numBomb = 2;
}
}

public void SaveBomb ()

{ PlayerPrefs.SetInt (bombKey, numBomb) ;
PlayerPrefs.Save() ;

ioid OnApplicationQuit ()

{ SaveBomb () ;

}



