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AHOTANIA
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YucrikoB B.C. Po3pobka 2D-mmardopmepy 3 BUKOPHUCTAHHSM IrpOBOTO PYIIIis
Unity: kBamidikamiiina poOota OakamaBpa cherianbHocTi 121  «IHKeHepis
porpamMHoro 3abe3neyeHHs» / Hayk. kepiBHUK I. A. CkpunnHuk. 3anopixoks : 3HY,
2024. 67 c.

MeTor0 1aHOrO MPOEKTY € cTBOpeHHs 2D-mnatgopmepy 3 BUKOPUCTAHHSAM
irpoBoro pyurist Unity. ['pa moBUHHA BKJIIOYATH KUIbKa PIBHIB 13 PI3HOMAHITHUMHU
MEXaHIKaMH Ta BUKJIMKaMH JJIA TPaBlsd, 3a0€3MeUyr0Yd 3aXOIUTIOIOUUN 1rpOBUM
nocBijl. Oco0nuBy yBary Oyne MpUIAIJIEHO JU3aiiHy PIBHIB, IUIABHOCTI aHIMAaIlll Ta
IHTYITUBHO 3pO3YyMUIOMY YIIPaBIIHHIO.

Y mpomeci po3poOku  Oyina po3risHyTa IpobiieMa MOOyJAOBH TpH,
BUKOPUCTOBYIOUM irpoBuit pymriit Unity. V pesynbrati Oyna po3pobsena rpa «Epic
Adventure», cTBOpeHa 3a fonoMororo irposoro pymris Unity. /lana rpa MicTUTh B
co01 3 piBHs. KoxkHi piBHI BIPI3HAIOTHCS JIOKAIIIEIO Ta MPOTUBHUKAMHU.

KitrouoBi croBa. inoi epa, pixel art, Unity, C#.



ABSTRACT

Pages — 67
Drawings — 13
Sources — 10

Chystikov V.S. Development of 2D Platformer Using Game-Engine Unity:
bachelor's thesis in specialty 121 "Software Engineering"” / Science. manager |.A.
Skrypnyk. Zaporizhzhia: ZNU, 2023. 67 p.

The objective of this project is to create a 2D platformer using the Unity
game engine. The game should include several levels with various mechanics and
challenges for the player, providing an engaging gameplay experience. Special
attention will be given to level design, smooth animations, and intuitive controls.

During the development process, the problem of building a game using the
Unity game engine was addressed. As a result, a game called " Epic Adventure"
was developed using the Unity engine. This game contains 3 levels, each
distinguished by unique locations and enemies.

Keywords: indie game, pixel art, Unity, C#.
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BCTYII

AKTyaJbHICTh TEMU

VY cydacHOMY CBiTI IHIYCTPisl BIACOITOp € OAHIEIO 3 HAUTIIBU/IIIE 3pOCTAIOYNX
1 HalnpuOyTKOBIIMX chep po3Bar. 30Kpema, nonysapHicts 2D-mnardopmepis, gxa
3apoamnaca me B 80-X pokax MHUHYJOTO CTOJITTA, 3QJIUIIAETHCS BHCOKOKO 1
croronHi. Lleit xanp Bizeoirop mpoaoBXKye MPUBEPTATH yBary sik HOBUX TI'PaBIIiB,
TaK 1 rpaBIiB 13 JOCBIOM, 3aBASKH CBOIl MPOCTOTI, JOCTYIMHOCTI Ta MOKJIUBOCTSIM
st TBopyocTi. Po3podOka 2D-mnatdopmepy 3 BUKOPUCTAHHSM ITPOBOIO PyLIis
Unity € akTyaJlbHOIO TEMOIO 3 KUIBKOX MPUYHH.

[To-nepiue, irpoBuii pymriit Unity € o4HUM 3 HAUTIOMYJISPHIIIINX IHCTPYMEHTIB
JUIsL po3poOKH Biaeoirop. BiH NpoOnoHye MIHUPOKUNA CHEKTP MOMKIMBOCTEW IS
ctBopeHHs sik 2D, tak 1 3D irop. Unity mae 3pyunuii iHTepdeiic, 6aratuii HaGip
IHCTPYMEHTIB sl poO0TH 3 Tpadikoro, (Hi3UKOI0 Ta aHIMAIIEI0, IO POOUTH HOTO
JOCTYITHUM SIK JJ1 Ipo(ecioHaiB, Tak 1 A1 MOYATKIBLIB y cepl po3poOKu irop.
Buxopuctanns Unity 103BoJIsi€ MIBUKO CTBOPIOBATH MPOTOTUIIH, TECTYBATH iX Ta
BJIOCKOHAJIIOBATH, 110 € BaXJIMBUM aCIEKTOM Yy MPOIIEC] pO3pOOKHU BIIEOITOP.

[To-npyre, 2D-mnardopmepr MarOTh IIUPOKUNA CHEKTpP 3aCTOCYBaHb Ta
YKaHPOBUX Bapiaiiii. BoHn MOXyTh OyTH SIK MPOCTUMH apKajamH JJisi MOOUITbHHUX
IPUCTPOIB, TAK 1 CKIAAHUMHU ITPOBUMHU MPOEKTAMU 3 TIIMOOKHUM CIOKETOM Ta
PO3BUHEHUMH ITPOBUMH MeXaHikamH. Taka THYYKICTh JO3BOJIIE PO3POOHHKAM
BTUIIOBATH HAMPI3HOMAHITHIII 1€l Ta MiAXO0JU, €KCIEPUMEHTYBATU 3 JTU3aHHOM
PiBHIB, CTUJISIMH aHIMAIIil Ta My3UYHHM CYIIPOBOJIOM.

[To-Tpete, po3podka 2D-mnardhopmepy 3 Bukopuctanasm Unity € BIIMIHHUM
criocoOoM Jij1s1 HOBAYKiB y c(epi iIrpoBoi po3poOKku HAOYTH HEOOX1THMX HABUYOK Ta
komrieteHii. Unity marpumye MoBy nporpamyBanHs C#, sika € OJTHI€I0 3 HAOIbII
MOMyJISIpHUX 1 3aTpedyBaHUX MOB y cdepi mporpamyBaHHsa. Busuenns C# y
KOHTEKCTI PO3pOOKH BIJIEOIrOp J03BOJIIE€ CTyJACHTAM Ta TMOYATKIBISIM OCBOITH

OCHOBHM TIpOrpamMyBaHHS, JIOTIKK Ta ainroputmiszaiii. KpiMm Toro, po3pobka BiacHoOi



IpU CHOpUSIE PO3BUTKY TBOPYMX HABUYOK, KPUTUYHOTO MHCIEHHS Ta BMIHHS
MpaIfoBaTh B KOMaHII.

YeTBepTHM BaXKJIIMBUM aCIEKTOM € JOCTYymHICTh tuiatrdopmu Unity s
PO3pOOHUKIB 3 ychoro cBiTy. Unity mporoHye O€3KOIMITOBHY BEPCIIO CBOTO PYIIis
JUTSI CTYJICHTIB, 1HA1-pO3POOHUKIB Ta MAJIUX CTY/I1H, 1110 TO3BOJISE TIOYATH CTBOPEHHS
BJIACHUX ITPOBHUX MPOEKTIB 0e3 3HauHuX (piHaHCOBUX BKiIajeHb. KpiMm Toro, Unity
Ma€ BEJIMKE KOM'IOHITI pO3pOOHUKIB, /e MOKHA 3HANTH 0arato KOpUCHUX PECypciB,
TaKUX SIK BiACOYpOKH, POpyMH Ta JOoKyMmeHTalisd. Lle 3HauHO mosermiye mporec
HaBYaHHS Ta BUPIMICHHS POOJIEM, 1110 BUHUKAIOTH Mij] 9ac pO3POOKH.

[I'aTOr0 MPUUYMHOIO aKTyaJIbHOCTI TEMHU € PO3BUTOK 1H1-irop. ChOroH1 1HI1-
Irpy 3aliMarOTh BAXJIMBE MICI€ B ITPOBIM 1HAYCTpii, MPOMOHYIOYM TI'PaBLSM
VHIKaJIbHI Ta HECTaHJapTHI 1rpoBi jgocBiau. 2D-matrdopmepu € OJHUM 3
HaWMONYJISIPHIIINX JKaHPIB cepell 1HA1-pO3pOOHHKIB, OCKUIBKM BOHU HE BUMAraroTh
BEJIUKHUX PECYPCIB JIJIsl CTBOPEHHSI, aJie TIPH IIbOMY J03BOJISIIOTh BTUTUTH ITIKaB1 1711
Ta 1HHOBAIliMHI irpoBi MexaHiku. Unity, 31 CBO€I0 MOTYXHOI €KOCHCTEMOIO Ta
HIATPUMKOIO 1H/1-PO3POOHUKIB, € 11€aTbHOI0 TUIATPOPMOIO Il CTBOPEHHS TaKHX
irop.

[TimcymoByrOUHM, MOKHa CcKaszaTth, M0 po3podka 2D-mmardopmepy 3
BUKOPUCTaHHAM IrpoBoro pyuriss Unity € HaJ3BUYailHO akTyalbHOIO TeMO. BoHa
o0'€THye TEXHIYHI Ta TBOPYl ACMEKTH, JO3BOJIAIOYM PO3POOHUKAM CTBOPIOBATH
3aXOIUIIOI0Y1 1IrpoBl NpoekTH. Unity Hajgae BCl HEOOX1/IHI IHCTPYMEHTH ISl LbOTO,
pOOJISTUM TIPOIIeC PO3POOKH TOCTYITHUM Ta €(peKTUBHUM. 3aBISIKH CBOIH THYYKOCTI
Ta IIUPOKUM MOXJIIMBOCTSIM, Unity [103BOJIsIE CTBOPIOBATH IrpH, $IKI MOXYTh

KOHKYPYBaTH Ha pPUHKY Ta TPUHOCHUTH 3a/I0BOJIEHHS TPABLISIM 110 BCbOMY CBITY.

Meta nocJaizKeHHSA

MeToto 1aHOTO JOCIIKEHHS € POo3po0Ka Ta aHasi3 mpoiiecy CTBOpeHHs 2D-

maTgopmMepy 13 3acTocyBaHHsAM irpoBoro pyiis Unity. J{ocnigkeHHs cripsiMoBaHe

Ha BUBYECHHS METOMIB Ta IHCTPYMEHTIB, SIKi 3a0e3meuyroTh €(eKTUBHUN IMpOLEeC



PO3pOOKHU ITPOBUX IMPOEKTIB, @ TAKOX HA BHUSABJICHHS Ta BUPILIEHHS MpoOJIeM, 110
BUHUKAIOTh Mij 4ac po3pooku. OcobiuBa yBara Oyje npuaiieHa TAKUM acleKTaM,
SK JAW3aiiH PIBHIB, ONTHUMI3allisl MPOAYKTUBHOCTI, pO3poOKa IrpoBOi MEXaHIKH,
aHIMaIlis Ta 1HTerpaiis 3BykoBUX edekTiB. KpiM Toro, JoCiiPKEHHS MaTUME Ha
METI BU3HAYEHHS HAWKpPAIIUX MPAKTUK JJIs CTBOPEHHS IHTYITUBHO 3PO3YMLIOTO
yIOpaBIiHHSA Ta 3a0€3MEYeHHs] 3aXOIUTIOIYOTo IrpoBOro A0cCBimy. Pesympratn
JOCITIKEHHSI MOXKYTh OyTH KOPUCHUMU SIK JUIS TOYATKIBIIB, TAaK 1 JIJIs TOCBIAYEHUX

PO3pOOHUKIB irOp, 1m0 mpaiioTh 3 Unity.

3aBIaHHA JOCTIKeHHSA

1. Amaii3 nitepaTypu Ta ICHYIOUUX PIillICHb:
o JlocnmiauTy HAayKOBI Ta TEXHIYHI JDKEPEIa, M0 ONUCYIOTh
nporiec po3podku 2D-mnatdhopmepis.
o BuBunti  icHyrodi IirpoBI IPOEKTH, CTBOPEHI 3a
nornomororo Unity, 3 METOIO BU3HAUCHHS 1X TIepeBar Ta HeJO0JIKIB.
2. Bubip Ta 00TpyHTYBaHHS IHCTPYMEHTIB:
° Busnaunti HEOOXiTHI 1HCTPYMEHTH Ta TEXHOJOTII s
po3poOku 2D-mmatdopmepy.

o OOrpynTyBaTH BUOIp irposoro pyuiist Unity ams peanizaiii

MIPOCKTY.
3. Po3pobka koHmentiii rpu:
° CTBOpUTH NE€TANBHUN KOHILIENT I'PH, BKIIOYAIOYN CIOXKET,

OCHOBHI Ir'pPOB1 MEXaHIKU Ta BI3yaJIbHUN CTUJIb.
° Po3pobutn au3aiiH rpu, SKU MICTHTHME BC1 HEOOXIiTHI
crienudikari.
4, [IpoekTyBaHHS Ta po3poOKa IrpOBUX PIBHIB:

o CTBOpPUTH POTOTHUIH KIJTbKOX ITPOBUX PiBHIB.



Unity.

o 3a0e3neunTy Pi3HOMAHITHICTH JIOKAIlii Ta BOPOTIB Ha
KO>KHOMY PiBHI.
Po3po6ka irpoBoi MexaHIKU Ta yIpaBIIIHHSA:

o PeanizyBatu OCHOBHI IrpoBI MEXaHIKH, TakKl SK pPyX
nepcoHaXka, CTPUOKH, aTaKH TOIIIO.

o Po3pobuti  IHTYITUBHO 3pO3yMij€ YOpaBIiHHA IS
TPaBIIiB.

AHiMarlis Ta Bi3yasibH1 €(heKTH:

o CTBOpUTH Ta IHTETPYBATH IJIABHI aHIMAIIl1 IEPCOHAXIB Ta
00'€eKTIB.
o Po3pobutu Ta 3actocyBaTH Bi3yalbHI e(QEeKTH s

HOKpALIEHHS IrPOBOT0 AOCBITY.
[HTEerpanis 3ByKOBUX €EKTIB Ta My3HKHU:

° [Tinibpatn Ta momatud 3BYKOBI e(PeKkTH Ta MY3UYHI
KOMITO3HIII, IITO BIJMIOBIIAIOTh CTUJIIO TPH.

o 3abe3neunTH CUHXPOHI3AII0 3BYKOBUX €(EKTIB 3 IIIMU
TpaBIIf.
OnTuMizariisi Ta TECTYBaHHS TPU:

o [IpoBecTn onTUMI3alLIiIO FPH AJIA 3a0€3MeUeHHs CTaOUTbHOT
MPOJYKTUBHOCTI HA PI3HUX MPUCTPOSIX.

o 3MIMCHUTH TECTyBaHHS T'PU HA PI3HUX €Tarax po3poOKH

AJIs1 BUABJICHHA Ta BHIIPABJICHHA IIOMHJIOK.

O0’eKT JOoCaiKeHHA

O0'exTOM MOCTIIKEHHSI € TIPOIIEC PO3POOKH TPU HA OCHOBI ITPOBOTO PYIIIis

IIpeaMeT nociaigskeHHsI



[TpenMeToM qOCHiIKEHHS € BUBUECHHS OCHOBHUX IIPHHIIMIIIB pobdoTh 3 Unity,
aHaJli3 Cy4aCHHUX TEHJCHINH y po3poOI iHAI-irop, A BpaxyBaHHsS aKTyalbHHX
BHMOT JI0 PO3pO0JIFOBAHOT TPH.

MeToau T0CTiTKeHHSA

[IpoBeneHHsT JETANBbHOTO OIJSAY JITEpPaTYpHUX JIKEpes, HayKOBUX
myOJTiKarii, cTaTei, mAIpyYHUKIB Ta IHIIUX JHKEPEN, MO0 CTOCYIOThCS TEXHOJOTIH
pO3po0KH irop 3 BUKOpUCTaHHS irpoBoro pyuriss Unity; BUBUEHHSI Ta aHami3
NONYJISIPHUX 1rop, Kl HamucaHi 3a gonomoror Unity, 3 METOIO BUSIBJICHHS iX
0COOJIMBOCTEM, MepeBar Ta HEJOJIKIB, a TaKOK HAKOMWYEHHS JTOCBILY pO3pOOKH

irop; ampo0Oariis pe3yiabTaTiB.

IIpakTH4He 3HAYEHHS OJleP:KAHUX Pe3yJIbTATIB

[IpakTHuHe 3HAYEHHS OJEP)KAHUX PE3YNbTATIB IMOJIATAE B TOMY, IO BOHU
MOXYTh OyTH BUKOPUCTaHI [JIi BIOCKOHAJEHHS TIpoliecy po3poOku 2D-
maTgopMepiB 13 3acTocyBaHHSAM irpoBoro pyuris Unity. 3okpema, pe3yiabTaTh
JTOCITIKCHHSI MOXKYTh MaTH HACTYITHI MPUKJIATHI aCTICKTH:

1. ITokpateHHs: METOIUK PO3POOKH:

e QOpepxaHl pe3ylbTaTd JIONOMOXYTb  PO3POOHHKAM
ONTHMI3yBaTU MpPOILIEC CTBOPEHHS IrpPOBUX PIBHIB, 1HTErpamii
aHIMallii Ta 3ByKOBUX €(EKTIiB, a TAKOX HaJallITyBaHHS (PI3UKH Ta
komi3iid. e 103BOAUTh 3MEHIIUTH Yac Ha PO3pPOOKY Ta MOKpPALIUTH
SKICTh KIHIIEBOTO TIPOYKTY.

2.  BuxopucraHHs y HaBYaHHI:
e Pesynbratu AOCHIAKEHHS MOXYTh OyTH BUKOPUCTaHI SIK

HaBUaJbHI MaTepialu JIi KypCiB 3 PO3POOKH  BIFEOIrop.



Po3poOHUKHU-TIOYATKIBIIl 3MOXYTh OTPHUMATH IIIHHI 3HAaHHSI Ta
HAaBUYKH, HEOOX1/IH1 1711 CTBOPEHHS BJIACHUX ITPOBUX MPOECKTIB.
3.  Onrumizariisi pOTyKTUBHOCTI:
e 3HaHHA NPO ONTUMI3ZAIIO ITPOBUX IMPOEKTIB HAa OCHOBI
Unity 103BOJUTH PO3POOHMKAM CTBOPIOBATH ITPH, SIKI MPAIIOIOThH
cTabimpHO Ta 0e3 JariB Ha pi3HUX IJIaTdopMax, BKIIOYAIOUU
MOOUTBHI mpuctpoi. Lle 0coOauBO BaXJIWMBO JJIsg JIOCATHEHHS
[IUPOKOTO OXOIJICHHSI ayAUTOPIi.
4.  TlokpamieHHs TeiMIUIEHHOTO TOCBIAY:
o BuBueHHs Ta BIpOBaKEHHS HAUKPAIIIUX TPAKTUK y cdepi
IU3aiiHy PIBHIB, I1HTEPAKTUBHOCTI Ta YOPABIIHHA JO3BOJIUTH
CTBOPIOBATHU ITPH, SIKI 3a0€3ME€UYIOTh 3aXOIUIIOIOUNNA ITPOBUI JAOCBI.
Ile cmpusiTuMe TiJBUILIEHHIO 3aJ0OBOJICHOCTI TpaBIIB Ta IXHBOI
JIOSUTBHOCTI IO pO3pOOHUKA.
5. 3McHIICHHS BUTpAT:
e OpepxaHl pe3yldbTaTH MOXYTh JONOMOITH 3MEHILUTH
BUTPAaTU HAa PO3pOOKY 3aBASKA ONTHMI3alii MpPOLECIB Ta
BIIPOBA/KEHHIO €(EeKTUBHUX MeToauK. lle m03BoiauTh MaiuMm
CTYIISIM Ta 1HII-PO3POOHUKAM BUKOPHUCTOBYBATH PECypcH OLUIbII
€(EeKTUBHO.
[TimBoasTYM TIICYMOK, TPAKTUYHE 3HAUYCHHS OJIEP>KaHUX Pe3yJIbTaTiB MOJISATaE
B TOMY, II0 BOHU CHPUSATUMYTh PO3BUTKY SIKOCTI Ta €(pEKTUBHOCTI po3poOku 2D-
miatpopMepiB,  MIABUIIYIOYM  TAKUM  YHHOM  KOHKYPEHTOCHPOMOXKHICTh
PO3pOOHMKIB Ha PUHKY Bijieoirop. BoHM cTaHyTh KOPUCHUMH SIK JIJISI TIOYATKIBIIB,
Tak 1 JyIs JOCBIMYEHUX PO3POOHMKIB, HAAAIOUM iM HEOOXIiJHI 1HCTPYMEHTH Ta
3HAHHS JIJI1 CTBOPEHHSI 3aXOIUTIOI0YHX Ta SKICHUX ITPOBHUX MPOEKTIB.

I'nocapiu



2D-nmardopmep: Lle xaHp Bifeoirop, /e TpaBelb Kepye MepcoHa KeM, SKUi
pyxaerbca 1o 2D-TUIOnIuHI, MepecyBaloyuch BJIIBO a00 BIpaBo, CTpuUOAIOYM Ta
B3a€MOJIIIOYH 3 00'€KTaMH Ha E€KpaHi.

Unity: Ile kpociuiarpopMeHHii iIrpoBUil pyIiii Ta IHTEIPOBAHE CEPEIOBHIIEC
po3podku (IDE), po3pobnene komnaniero Unity Technologies. BukopucroByeThcst
JUIS. pO3POOKH 1rop i Pi3HUX IUIaTGOopM, BKIIOUYAOYM KOMIT'IOTEPH, KOHCOJI,
MOO1IBHI MPUCTPOI Ta BeO.

Pisenn (Level): Lle wactuna rpu, sika mpeacTaBisie coO0I0 MEBHUN ITPOBUI
etan a0o Jokaiio. Y miatdopMepax KOKEeH piBEHb MOXKE MICTUTHU TIE€BHI 3aBJaHHS,
BOPOTIB Ta MEPEIIKOIH.

bar (Bug): Ilomunka abo HemodiK y MOpPOrpaMHOMY KOl TpH, SKHMA
IPU3BOJIUTH 10 HEKOPEKTHOI po0oTH Tpu. baru MoxyTh OyTH pi3HUMHU 3a CTYTIEHEM
CEpHO3HOCTI — BiJ HE3HAYHUX BI3yaJIbHUX NIE(DEKTIB 10 CephHo3HUX IpoOieMm, sKi
MOKYTb 31TICYBaTH IrpOBUH IIpoliec a00 3pOOUTH TPy HEMPOXI1THOIO.

VYpon (Damage): [TokazHuk Koy, sIKy OTPUMYE MEPCOHaK a00 00'€KT y Tpi
BIJl aTak, MaJiHb, MACTOK a00 1HIIMX HEOE3MEYHUX E€JIEMEHTIB. YPOH MOXke OyTh

G13UYHUM, MariYyHUM, CTUXIMHUM TOIIO, B 3aJICKHOCTI BIJ TUITY TpH Ta ii MEXaHIK.



1 AHAJII3 ITPOBJIEMUA

1.1 Orasa giTepaTypHHX JzKepeJ

IrpoBa iHIYCTpist TPOJOBKYE CTPIMKO PO3BUBATHUCSA, 1 OJTHIEIO 3 KIFOYOBHUX
CKJIQJIOBUX IIbOTO MIPOLIECY € BUKOPUCTAHHS ITPOBUX pyIIiiB, Takux sik Unity. Unity
HaJla€ TOTYXXHY IUIaTGOpMy JJIsi CTBOPEHHS PI3HOMAHITHUX ITPOBHUX IPOEKTIB,
BKtouatoun 2D-mmardopmepu. Po3pobka takux irop Ha Unity CynpoBOIKY€EThCS
p13HUMHU TTpoOJIeMaMH Ta BUKJIMKAMHU, SIK1 MOKYTh OyTH YCIIIITHO BUPIIIEHI 3aBIASKH
HasIBHUM PECypCcaMm.

IIpo6aemu Ta Bukiauku

Peanizamisi izuku pyxy mnepcoHaxa: OJHIEI0 3 OCHOBHHMX MpOOJieM €
3a0€3MeUeHHs] PealiCTUYHOI Ta TUIaBHOI (I3UKH pyXy mnepcoHaxa. Lle Bkitoudae
YIPaBIIHHS MIBUAKICTIO, TPUCKOPEHHSIM, CTPUOKAMU Ta 1HIIIUMHU aCTIEKTaMU PyXy.

o OOpoOka 3ITKHEHb: BaxiIMBO NpaBWIBHO O0OpPOOJIATH 3ITKHEHHS
NEPCOHAXKA 3 IHIIMMU 00'€KTaMU Ha PIBHI, 110 BKIIIOYA€ BpaxyBaHHS (I3UKU Ta
3a0e3MeUYeHHs] KOPEKTHOI peakilii Ha 31TKHEHHS.

o CrtBopeHHs aHIMarii: {1 qocsarHeHHsS BUCOKOI SIKOCTI TpU HEOOX1THO
3a0€3MeUYnTH IIJIaBHI Ta PEATICTUYHI aHIMalli MEePCOHAXIB, BPaXOBYIOYM BCl
MO>KJIMB1 CTaHH Ta MEPEXOU MiK HUMHU.

o Peanizamisi cuctemu 30poi: bararo 2D-mimatdopmepiB BKIIOYAIOTH
€JIeMEHTH OOMOBHUX [, 110 BUMAara€ CTBOPEHHSA (YHKIIOHAJIBHOI Ta THYYKOI
CUCTEMHU 30pOi.

o 30ip mnpeameTiB Ta CcTBOpeHHS MeHIo: HeoOximHo 3abe3neunTtn
MO>KJIMBICTh 30MpaHHS MPEIMETIB, K1 BIUIMBAIOTH HA ITPOBHM MPOIEC, a TAKOK
CTBOPUTH 3pYYHE Ta iHTYiTUBHO 3p0O3yMijie MEHIO.

Hlasxu Pimmenus



Bukopucranns HaBuaibHUX MaTepiaiiB: ICHYIOTh KHUTH, Takl K "Unity in
Action" [6] Ta "Unity Game Development Cookbook™ [7], mo mnpomnoHyoTh
JeTallbHI IHCTPYKIIT Ta MPUKIAAN KOy JUIS BUPIIICHHS BUILE3TaAaHUX MPOOIIeM.

Omnnaitn-pecypeu: "Unity Learn" [8] Ta iHIII OHNIalH-pecypcH MPONOHYIOTh
KypcH, TIPOEKTU Ta 1HCTPYKIIii, sIKI JOMOMAaraioTh po3pOOHHKAM pPO3BUBATH CBOi
HAaBUYKH Y CTBOpeHHI 2D-irop Ha Unity.

[IpakTuuH1 NpUKIaaU Ta IHCTPYKIII: BUKOpUCTaHHS AeTalbHUX MPUKIA/IIB
KOAY Ta TMOKPOKOBHUX IHCTPYKLIM JO3BOJISIE PO3POOHUKAM 3pO3YMITH CKIIQTHI
aCIeKTHU PO3pOOKH Ta BIPOBATUTH iX Y CBOI MPOEKTH.

3aranoMm, HasBHI pecypcH 3HAYHO MOJIETIIYIOTh Mporec po3poldku 2D-
miatgopmepiB Ha Unity. KHuru ta oHnaitH-KypcH HaJlalOTh I€TajdbHI IHCTPYKIIi Ta
MpaKTUYHI TMOpaau, SKi JONOMaraloTh pPO3POOHHMKAM YCIIIIIHO BHPINTYBaTH
npoOJjieMH, 110 BUHUKAIOTH 1] 4aC CTBOPEHHS 1rop. 3aBAsKU IIUM pecypcam,
PO3pPOOHUKHN MOXYTh €EKTUBHO peajizyBaTu (Pi3UKy pyXy MepcoHaxa, oOpoOKy
31ITKHEHb, aHIMaIlli, cuCTeMHu 30poi, 30ip MpeaMETIB Ta CTBOPEHHS MEHIO, IO

JT03BOJISIE CTBOPIOBATH 3aXOIUTMBI Ta AKicHI 2D-muatdopmepu.

1.2 Anauni3 icHyl0OUHX aHAJIOTiB

1.2.1 Rayman Legends

Rayman Legends — e Bizoma irpa B kaupi miatdopmepa [5], po3podieHa
komraniero Ubisoft Montpellier. I'pa BigzHaua€eThCsi CBOIM SICKpAaBUM apT-CTHIIEM,
3aXOIUIIOIOYMM TEHUMILJICEM Ta BEJIMKUM PI3HOMAHITTSM PIBHIB 13 I[IKABUMHU
MEXaHIKaMH Ta BUKJIMKaAMHU.

OpnuMm 3 KM040BUX ocobimBocTet Rayman Legends € iforo uynepHatbkuit
apT-CTWIb Ta JeTajli30BaHa aHiMallisd TMEepPCOHaXIB Ta OTOYYHUYOro cCBITYy. ['pa
HAIMlOBHEHA SICKPaBUMH KOJIHOPAMH, BECEIMMHU TEPCOHAKAMU Ta JUBOBUKHUMU
JIOKAITISIMH, IO CTBOPIOE MariyHy atMocdepy JUisl TpaBiliB Oyab-sSKOTO BIKY.

¥ Rayman Legends rpaBii kepyrTh roJ0BHUM repoem Peiimanom Ta #oro

JPY35IMU, SIKI BUPYIIAIOTh Y 3aXOIUTIOIYHUIA MPUTOTHUTIBKUH TUISAX, 00 BpSITYBAaTU



CBIT BiJ] 3710T0 3JI04MHII. ['pa mponoHye 6araTto pi3HOMaHITHUX PIBHIB 3 PI3HUMU
MeXaHIKaMH Ta BUKJIMKaMH, BKJIFOUaiO4YH 00OHOBI 30HH, TOJIOBOJIOMKH Ta IIBHIK1 200
3aXOILTIOI0U1 IEPETOHH.

Oco0IMBHUM €1EMEHTOM I'PH € 11 My3UUHI PiBHI, SIK1 BIAPI3HAIOTHCS B1JT 1HIITNX
irop y »kanpi. ['paBii MaroTh MOKJIMBICTh B3a€MOJIIATH 3 My3UYHUMH €JI€MEHTAMU
P1BHSI, 1100 CTBOPIOBATH PUTMIYHI MENO/I1 Ta BIAUyBaTH ce0€ YaCTUHOIO MY3UYHOTO
CBITY TpH.

Rayman Legends Tako) CIaBUTBCS CBO€IO MYJIbTHUILIAT(HOPMEHHICTIO, IO
JI03BOJISIE TPABISIM HACOJIOKYBATUCSI TPOI0 HA PIZHUX MPUCTPOSX, BKIIOYAIOUU
KOHCOJIi, TepCOHaJbHI KOMIT'IOTEPH Ta MOpTaTuBHI mpuctpoi. lle poOuts rpy
JOCTYITHOIO ISl IIIAPOKOTO KOJIa TPABIIiB Ta JO3BOJISE TM HACOJIOIKYBATHUCS CBITOM
Peiimana He3anexHO BiJl iIXHROTO IPUCTPOIO BUOODY.

V3aranpHtoroun, Rayman Legends - 1me 3axorumorounid Ta SICKpaBHMA
wiatdopMep, SKUM Bpa3uTh Bac CBOIM YYyJOBUM apT-CTUJIEM, 3aXOIUTIOIOYUM
relMIUIeEM Ta PI3HOMAHITHICTIO BUKJIMKIB. BOHa cTana oJiHi€l0 3 HalyCHIIHIIINX
irop y cepii Rayman ta oTpumana BenMKYy KiJTbKICTb MOXBAJIBHUX BIATYKIB Bif

TpaBIliB Ta KPUTHUKIB.
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Pucynok 1 — I'pa Rayman Legends



1.2.2 Super Mario

Super Mario — e KyapToBa cepis irop B skaHpi miatdopmepa [4], po3pobdiiena
AMOHChKOI0 KommaHiero Nintendo. ['pa Biag3HadaeThCs CBOIM HEMEPEBEPIICHUM
relMIICEM, BECEIMMU TEPCOHAKAMU Ta IKOHIYHUMH pIBHSMH, LI0 CTalU
HEBI1JI'€eMHOIO YaCTHHOIO i1CTOpIi Bigeoirop.

OnHUM 3 TOJIOBHUX €JIEMEHTIB T'PH € 1i SICKpaBUH Ta KOJLOPOBHUI apT-CTHIIb,
II0 BpaXka€ CBOEIO IPOCTOTOIO Ta BOAHOYAC JeTaiizauiero. ['paBli KepyroThb
TOJIOBHUM TepoeM, Mapio, sIKuii BuUpyllae Ha psATyBaHHS mnpuHiecH [lid,
3yCTpIYalO4YM MPUTOAN HAa CBOEMY ILIAXY.

VY rpi Super Mario rpasui MarOTh MOXJIMBICTh MIPOWTH Y€pe3 PI3HOMAHITHI
piBHI, II0 BapilOIOTHCS BIJ JIETKUX JO IYy’K€ CKIIAJHUX, 3yCTPI4alOud BOPOTIB,
30uparoud MOHETM Ta BHUKOHYIOYM pPI3HOMAaHITHI 3aBAaHHA. [0JOBHUMH
eJIeMEHTaMU TeUMIUICI0 € CTpUOKH, 30ip OOHYCIB Ta B3a€EMOJIS 3 OTOUYYHOUHUM
CBITOM.

Super Mario Tako BiJIOMU CBOIMU KYJbTOBUMHU PIBHAMH, TaKUMU 5K "1-1"
3 OpUTHAJIBHOI TpH, IO CTaJIM CHMBOJIaMH B 1cTopii Bigeoirop. Ll piBHI
BIJIPI3HSIIOTECA CBOEKD KPEAaTUBHICTIO Ta BECEJIOIAMH, M0 pOOUTH TPy
3aXOIUTIOKYOI0 ISl TPABIIB OYAb-SKOTO BIKY

Opniero 3 ocobmuBocTedt Super Mario € HOro MyJabTUIIATPOPMEHHICTb, 1110
JI03BOJISIE TPABISIM HACOJIO/DKYBATUCS TPO0 Ha pi3HHX mpucTposx Nintendo,
BKJIFOYAIOYM KOHCOJII Ta MOPTaTHBHI MpUCTpoi. Lle poOuTh rpy AOCTYNMHOIO st
IIMPOKOT0 KOJa TpaBliB Ta J03BOJISIE IM HACOJOMKyBaTUCS npurogamu Mapio
HE3aJIEKHO B1J IXHBOT'O MIPUCTPOIO BUOOPY.

VY3aranpHior04M, Super Mario — 11e KJacu4Huil miatopmep, SKuil Bpa3UTh
BaC CBOIM SICKpaBUM apT-CTHUJIEM, 3aXOIUTIOIOUMM TeHUMIUIeEM Ta He3a0yTHIMU
nepcoHakaMu. BiH cTaB HEBIJ'€MHOI0 YAaCTUHOK KyJIbTypU Bi€OIrop Ta

MPOJIOBXKYE paJyBaTH TpPaBIiB 1O BChOMY CBITY CBOIMH 3aXOIUTIOIOYUMU



pUTOJamMHu.
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Pucynox 2 — I'pa Super Mario

1.3 IMocTranoBKAa 3aBIAHHSA

Jist yeminmaoi po3po6ku 2D-matdopmepa 3 BAKOPUCTAHHSIM iTPOBOTO PYIITisT
Unity, HEOOXiTHO BU3HAYUTH Ta C(HOPMYIIOBATH 3aBAaHHA NpoeKTy. OCHOBHI
IMYHKTH ITOCTAaHOBKH 3aBJaHHS BKJIIOYAIOTh TaKl aClEeKTHU:

1. Onwuc rpu:

e OnucaTy 3arajJibHy KOHIEMII0 TpH, 1i MEXaHiKy Ta
[IJTEOBY ayJAUTOPIIO.
2. OyHKIIOHATbHI BUMOTH:

e BusHauntu ocHOBHI QYHKIIT Ta MOXKJIMBOCTI TpaBIs.

e Onucaty piBHI TIpu, iX CTPYKTypy, JOKamii Ta
0COOJIMBOCTI.

e BcraHoBuTH NpaBuia Tpy, BKIIOYAIOUNM YMOBU NEPEMOTH
Ta Opa3KH.

3. TexHiuHiI BUMOTH:



o BuszHauuTth TEXHIUHI XapaKTepUCTUKW TPpHU, Takl SK
pO3/UIbHA 3aTHICTh, KaJpOBa YAaCTOTA TOMIO.
o CdhopmymnroBatu BUMOrd 10 miaTdopMm, Ha sKUX Oyjae
po3roprartucs rpa.
° BcranoButu HeoOXimHMM (GyHKINIOHAT Il poOOTH 3
aHIMaIlssMu, pi3UKOI0, 3BYKOM Ta 1HIITMMH aCIIeKTaMU T'PH.
4. Crpoxku:
o BusHauntu ouikyBaH1 TEPMIHM peati3allii MpoeKTy.
5. PesynbTaT npoekry:
o Onucatul OUIKyBaHI pe3yJbTaTH BUMIISAY Ta PYHKIIOHATY
TOTOBOI TPH.
o Busnauntu kputepii yCHIiIIHOCTI Ta BUMOTH IO SIKOCTI
MPOIYKTY.
[TocraHoBKa 3aBAaHHA € KJIIOYOBUM €TarioM Mepe] MOYaTKOM pO3POOKH,
OCK1JIbKA BOHA BU3HAYa€ OCHOBHI BUMOTHY Ta HANPSMKHU POOOTH HAJl POCKTOM, 1110
JI03BOJISIE YHUKHYTH HEOPO3YMIHb Ta 3a0€3M€UNTH YCIIIIHY peali3allito 3a1yMaHol

1el.

1.4 BucHoOBKH 10 po3aiay 1

1. Byno ornsiHyTO rojioBHI MpoOJIeMU CTBOPEHHS ITPOBHUX PYLIIiB:
CKJIQJIHICTh PO3pOOKH, BUMOTH JIO TIPOYKTUBHOCTI, HEIOCTATHS MIATPUMKA,
HECTaOUIbHICTh PUHKY.

2. [IpoananizoBaHi HapO3MOBCIOMXKEHI Irpu y kaHplt 2b-
mwiargopmep: Rayman Legends, Super Mario.

3. BusnaueHa moctaHoBKa 3aBIaHHS JTOCIIKEHHS.



2 TOCJIKEHHS IIPOTPAMHUX 3ACOBIB PEAJII3AILIIT
MOBLIbHOT'O TECTYBAHHS

2.1 Orasj icHyH4HX irpoBuX pymiiB

2.1.1 Unity

Unity — me iHTerpoBane cepenoBume po3pookun (IDE) [2], ske
CHeIiali3y€eThCsl HAa CTBOPEHHI 1rop, a TaKOXK JOJATKIB 1 BIpTyalbHOI peaibHOCTI.
Bono niarpumye pizHi miatdopmu, Britoyatoun 10S, Android, Windows, macOS,
Linux, PlayStation, Xbox, Nintendo Switch Ta Oarato immmux. Unity Hamae
pPO3pOOHUKAM 3py4dHUH 1HTEpdenc g CTBOpeHHs rpadiuHux 00'€KTiB, 101aBaHHs
Gb13uKy, MporpamyBaHHs JIOTIKM TpU Ta peanizamii 1HMUX (YHKIIOHATBHUX
MOYJIUBOCTEN.

Apxitektypa Unity ckiaaeTbest 3 KUTbKOX OCHOBHUX KOMITOHEHTIB:

1. Unity Editor (Pegaktop Unity): Ile ocHOBHE cepenoBuIlle pO3pOOKH, Ae
PO3pOOHUKM CTBOPIOIOTH 1 peaaryioTh cBoi mnpoekTu. Pemakrtop Unity Hanmae
BI3yallbHUM 1HTEpdEIC AJis po3MillIeHHsSI 00'€KTIB y CBITI TPH, TPOrPaMyBaHHS iX
MOBEAIHKH, HAJAIITYBAaHHS MapaMeTpiB Ta Oarato iHIIOro.

2. Game Engine (IrpoBuii nuryH): Unity Mae MOTYKHHIA IrpOBUM JABUTYH,
kUi 3a0e3neuye 00poOKy rpadiku, (Pi3uku, aygio Ta 1HIIMX acleKTiB Tpu. BiH
ONTUMI30BAaHUM JUIsi poOOTH Ha pi3HUX TaTdhopmax 1 3abe3reuye BHUCOKY
MPOYKTUBHICTh Ta BIAMIHHY SIKICTh TPa(iKH.

3. Scripting Environment (Cepenosuiie nporpamyBanss): Unity miaTpumye
pi3Hi MOBM mnporpamyBaHHs, Taki sk C#, JavaScript (UnityScript) ta Boo.
Po3poOHMKN MOXYTh BUKOPWUCTOBYBATH Il MOBHU JIJIi HAMMKMCAHHS CKPUIITIB, SIKI
KEepYIOTh MOBEJIHKOIO 00'€EKTIB y Tpl.

4. Asset Store (Marasun pecypciB): Unity mMae BeIMKHNA 1 PI3HOMaHITHHMA
Mara3uH pecypciB, 7€ pO3pOOHUKU MOXYTh MpumdaTé abo 3HAWTH OE3KOIITOBHI

TOTOBI PECYPCH I CBOIX MIPOEKTIB, TaKl K MOJIEN1, TEKCTYpH, aHIMallli Ta 1HIIE.



5. Unity Cloud Services (Xmapui cepBicu Unity): Unity mpormonye
PI3HOMAaHITHI XMapH1 CEPBICH, TaKi K aHATITHKA, 30€piraHHs, MOHETH3AIlls Ta 1HIIII,
K1 IOTIOMararoTh po3poOHUKaM y KepyBaHHI, aHaji31 Ta MOHETH3aIlli iX MPOEKTIB.

6. Unity Player (IlporpaBau Unity): Lle mporpamHe 3abe3nedyeHHs, sfKe
JI03BOJIsIE 3amycKaTu irpu, ctBopeHi B Unity, Ha pi3Hux miardopmax. Unity Player
MOKe OyTH BUKOPUCTAHUH JJIsi TECTYBaHHS T'PU 1] 4ac po3poOKu abo JIJisl 3aIyCKy
I'pU Ha PI3HUX TPUCTPOSIX.

CrtBopenns rpu B Unity 3a3Bu4aii BKJIIOUA€ HACTYITHI KPOKH:

1. CrBopenHsi npoekty: Po3poOHUKHM CTBOPIOIOTH HOBUW MpoekT B Unity
Editor Ta HanamrToByOTh HOT0 MapaMeTpH, TaKi K pO3MIpH €KpaHy, HAJTAIITyBaHHS
(b13UKH TOILIO.

2. CtBopeHHs 00'eKTiB Ta clieH: PO3poOHUKYN pO3MIIIYIOTh Pi3HI 00'€KTH (Taki
K MEPCOHaX1, 00'€KTH OTOUEHHS, €()EKTH TOILI0) Ha CIIEHI T'pH 3a fonomororo Unity
Editor.

3. IlporpamyBaHHs JOTIKK TpH: 3a JOIIOMOTOK MOB MPOTpaMyBaHHs, TaKUX
sk C# abo JavaScript, po3poOHUKHM TPOrpamMyrOTh JIOTIKY TOBEAIHKHA 00'€KTIB y Tpl,
BKJIIOUYAIOYH PEAKITII0 Ha B3aEMOJII0 3 TpaBIieM, 00pOOKY MOi# TOIIIO.

4. TectyBanHs 1 ontumizauis: [licis 3aBepiieHHst po3poOKH rpr PO3POOHUKH
IPOBOJASTh TECTYBAaHHS JUIsl BHUSIBICHHS IOMHJIOK Ta ONTUMI3YIOTh Tpy s
JOCSITHEHHSI MaKCUMAJTbHOT TIPOYKTUBHOCTI Ha Pi3HUX MIaThopmax.

5. Ily6mikamis: [Ticnisg ycninHoOro TeCTyBaHHs 1 ONTUMI3aLIll TPHU, pO3POOHHUKHU
MOXXYTh OMyOJIIKyBaTH CBIM MPOEKT Ha pi3HuX miatdopmax. Unity Hagae 3acodu
JUJIsl eKCOpTY Tpu Ha atgopmu, Taki sk 10S, Android, PC, koHcoJi Ta iH1Il.

[TyOmikanis rpu MoKe BKIIIOYaTH B ce0e KPOKH, TaKl SIK:

1. IligroToBKa WpOEKTYy M0 eKchopTy: Po3poOHHMKHK mepeBipsiOTh, IO BCi
pecypcu Ta HaJAITYBaHHS TPU TOTOBI HJs €KCHOPTY. BOHM TakoX MOXKYThb
HAJIAIITOBYBATH MapaMeTpH €KCIOPTY AJIsi KOHKPETHOI I1aT(hopMH.

2. Exkcnopt npoekty: Unity Hajlae MOXKJIHMBICTh €KCIIOPTYBATHU TPy Ha Pi3HI

m1aTpopMu 3a JOMOMOTOI0 BOYJOBAHMX 1HCTPYMEHTIB. PO3pOOHUKH MOXYTh



BUOpaTH WUIIBOBY IUIATPOPMY Ta HAJAIITYBAaTH MapaMETpU EKCIOPTY, Takl SK
HaJamTyBaHHs rpadiku, ayaio, YIpaBIiHHS TOIIIO.

3. TectyBanns Ha uiIb0OBIH 1atdopmi: [lepen mybmikaiiiero rpu po3poOHUKH
3a3BUYail MPOBOATH TECTYBaHHS Ha IUIbOBIN Mu1atdopmi, 100 mepeKOHATHCS, 110
rpa Mpaloe KOPEKTHO Ta ONTUMAIBHO Ha Lii maaTdopmi.

4. Tlybmikamis B Mara3uHax abo Ha iHmux 1atdopmax: I[licas ycminmHoro
TECTYBaHHS PO3POOHMKH MOXYTh OMYyOJIIKYBaTH CBOIO TPy Ha IIILOBIM 1iatdopmi,
IUIIXOM PO3MIMIEHHS ii B MarazuHax JoJaTKiB abo 1HmuX miaTdopmax
PO3IMOBCIOIKEHHS.

5. Ilintpumka ta oHoBieHHs: Ilicms myOsikamii rpu po3poOHUKH MOKYTh
MIPOJIOBXKYBATH TMIATPUMKY CBOTO TPOEKTY, BUIPABJIATH TOMIJIKH, BHUITYCKATH
HOBHUI KOHTEHT Ta OHOBJEHHS U1 CBO€I I'pH, 1100 3a0€3MEeYUTH 3a10BOJICHHS

KOPHUCTYBa4iB Ta 30€perT iXHiil iIHTepec 10 TPH.

[
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2.1.2 Unreal Engine

Unreal Engine — 1ie moTyxHe inTerpoBane cepemonuiie po3pooku (IDE) [1],
SKE CIEeliali3ye€ThCsl HA CTBOPEHHI BUCOKOSIKICHUX 1rOp, BIPTyaldbHOI peanbHOCTI
(VR), a Takox inTepaktuBHMX pAojaTtkiB. Unreal Engine mniarpumye pi3Hi

miatdopmu, BrItouatoun Windows, macOS, i0S, Android, Linux, PlayStation,



Xbox, Nintendo Switch ta 6arato inmmx. Unreal Engine Hamae po3poOHUKaM
NepeIoBUi 1HCTpYMEHTapid 1Jis CTBOpPEeHHs rpadiuHumx o0'€KTiB, J0JaBaHHS
¢i3uKku, mporpamMyBaHHA JIOTIKM TpH Ta peamsamii 1HmHUX (QYyHKIIOHAIBHUX
MOYKJIMBOCTEH.

Apxitekrypa Unreal Engine ckiiagaeTbes 3 KUIBKOX OCHOBHUX KOMITOHEHTIB:

1. Unreal Editor (Pegakrop Unreal): Lle ocHOBHE cepenoBuiiie po3poOkH, e
PO3pOOHUKH CTBOPIOIOTH 1 pelaryroTh cBoi npoekTu. Pemaktop Unreal Hamae
BI3yaJbHHUM 1HTEep(denc Ui po3MIIIeHHS 00'€KTIB y CBITI I'pH, MPOTrpaMyBaHHs iX
MOBE/IIHKY, HaJIAIITyBaHHS MapaMeTpiB Ta 6araTo iHIIOTO.

2. Game Engine (Irposuii nuryn): Unreal Engine Mae moTyXHu#l 1rpoBUid
JIBUTYH, IKUH 3a0e3neuye 00poOKy rpadiku, Ppi3zuku, ayAlo Ta IHIIUX aCIEKTIB IPU.
Bin onTumizoBaHuil 111 pobOTH Ha pi3HUX IIaTdopMax 1 3abe3nedyye BUCOKY
IPOJIYKTUBHICTh Ta BIAMIHHY AKICTb I'padiku.

3. Blueprints (Bizyansne nporpamyBanus): OnHiero 3 BiaMinHux puc Unreal
Engine € miaTpuMKa Bi3yaJdbHOTO CKpPHUIITYBaHHA 3a jgomomororo Blueprints. Lle
JI0O3BOJIIE PO3POOHUKAM CTBOPIOBATH JIOTIKY T'pu 0€3 HEOOXIAHOCTI MUCATH KO,
BUKOPUCTOBYIOUH rpadiuHuii iHTepdeiic A 3'€THaHHS BY3JIB JIOT1KH.

4. C++ Scripting (ITporpamyBannss Ha C++): [nsg OUIbII CKIAAHUX 1
npoaykTuBHMX pimeHb Unreal Engine miaTpumye nporpamyBaHHs Ha MoBi C++.
Po3poOHuku MOXyTh BHKOpHCTOBYBaTH C++ i HamMCaHHS CKPUNTIB, SKi
KEpYIOTh MOBEIIHKOIO 00'€KTIB Y Tpl, ONTUMI3YIOUH MPOAYKTUBHICTH Ta J0JAI0YU
YHIKaJIbHI MOJIMBOCTI.

5. Unreal Marketplace (Mapkermiieiic Unreal): Unreal Engine mae Benukuit 1
PI3HOMaHITHUA MapKeTIUIEHC, /1€ PO3POOHUKHA MOXYTh Hpuadatu abo 3HaWTH
O€3KOITOBHI TOTOBI PECypCH ISl CBOIX TPOEKTIB, TakKi SIK MOJENi, TEKCTYpH,
aHIMaIi Ta 1HIIe.

6. Unreal Cloud Services (XmapHi ceppicu Unreal): Unreal Engine npomnonye
PI3HOMaHITHI XMapHi CEPBICH, TaKi K aHAJIITHKA, 30epiraHHs, MOHETH3AIlisl Ta 1HIII1,

K1 JI0MIOMararoTh po3poOHUKaM y KepyBaHHI1, aHali31 Ta MOHETH3allli iX POEKTIB.



7. Unreal Engine Runtime (Pantaiim Unreal Engine): Ile nporpamne
3a0e3MeueHHs, sIKe J03BOJISIE 3amyckaTu irpu, ctBopeHi B Unreal Engine, Ha pi3HUX
mwiatopmax. Unreal Engine Runtime mMoxke OyTu BUKOpHCTaHUM 7S TECTyBaHHS
I'PH ITi]1 4ac po3poOKu abo /I 3aIyCKy I'PpH Ha PI3HUX MPUCTPOSIX.

CrBopenns rpu B Unreal Engine 3a3Buuaiil BKJIr04a€ HACTYIHI KPOKU:

1. CtBOpeHHs mpoekTy: Po3poOHUKHN CTBOPIOIOTH HOBUM mpoekT B Unreal
Editor Ta HanamroByOTh HOT0 MapaMeTpH, Taki K po3MIpU €KpaHy, HaJlaIITyBaHHS
¢b13uKu TOIIO.

2. CtBOpeHHs 00'e€KTiB Ta ciieH: PO3poOHUKY pO3MIIITYIOTh Pi3HI 00'€KTH (TaK1
K MEPCOHaX1, 00'€KTU OTOYEHHS, €(PEKTU TOIIO) HA CIEHI I'PH 3a JOIMOMOIOIO
Unreal Editor.

3. IlporpamyBanHs Jsoriku Tpu: 3a pomomoror C++ abo Blueprints,
PO3POOHUKH MPOrPamMyrOTh JIOTIKY MOBEATHKHU 00'€KTIB Y I'pl, BKIIOUYAIOYHN PEAKIIII0
Ha B3a€MOJIiI0 3 TpaBIeM, 00pOOKY IO/ TOIIIO.

4. TectyBanHs 1 onrtumi3zaiist: [Ticist 3aBepiieHHst po3pOOKH IpU PO3POOHUKH
IPOBOASTh TECTYBAaHHS JUIsI BHUSIBICHHS IOMHJIOK Ta ONTUMI3YIOTh Tpy s
JIOCSITHEHHSI MaKCUMAaJTbHOT TIPOYKTUBHOCTI Ha Pi3HUX M1aThopmax.

5. Ily6nikamis: [Ticnsg ycnminHOro TeCTyBaHHS 1 ONTUMI3aLIIT TPU, pO3POOHHUKHU
MOKYTb OITyOJIIKyBaTH CBIM MpoeKT Ha pi3HuX miaatdopmax. Unreal Engine Hanae
3aco0u JJIg eKCIOPTy Irpu Ha turatdopmu, Taki sk 10S, Android, PC, xoHcomni Ta
a1 I TyOmikariist rpu Moske BKJIHOYAaTH B ce0€ KPOKH, TaKi sIK:

1. IligroToBKa WpOEKTy 0 eKchopTy: Po3poOHHMKHK mepeBipstoTh, 10 BCi
pecypcu Ta HalallTyBaHHS TPU TOTOBI ISl €KCHOPTY. BOHM TakoX MOXKYTh
HAJIAIITOBYBATH MapaMeTPH €KCIIOPTY AJIsi KOHKPETHOI TU1aT(hopMH.

2. Excnopt nipoekty: Unreal Engine Hagae MOXKIHMBICTh €KCIIOPTYBATH TPy Ha
pi3H1 aThOopMHU 3a TONOMOTror0 BOYJAOBaHUX 1HCTPYMEHTIB. PO3pOOHUKN MOXKYTh
BUOpaTH IITHOBY IUIATGOPMY Ta HAJIAMITYBaTH MapaMeTPH EKCIOPTY, Takl SK

HaJAIITYBaHHS rpadiku, ayaio, yIpaBiIiHHS TOIIO.



3. TectyBaHHs Ha 1IIKOBIH aTdopmMi: [lepen myGmikaiiero rpu po3poOHUKH
3a3BUYail MPOBOATH TECTYBaHHS Ha IUIBOBIN miaTdopmi, 11106 IepeKOHATHUCS, 110
rpa Mpaloe KOPEKTHO Ta ONTUMAIBHO Ha LiH maaTdopmi.

4. Ilybmikamis B Mara3uHax abo Ha iHmux 1atdopmax: I[licis ycminmHoro
TECTYBaHHS PO3POOHUKH MOXKYTh OIyOJIIKyBaTH CBOIO TPy Ha IUIHOBIH T1aTdhopmi,
NUISIXOM PpO3MIIIEHHsT ii B Mara3uHax JoJaTkiB a0o 1HmUMX I1iatgopmax
PO3MOBCIOKEHHS.

5. Iligtpumka Ta oHoBneHHs: Ilicna myOmikaiii rpu po3pOOHUKH MOXKYTb
NPOJOBXKYBaTH MMIATPUMKY CBOTO TPOEKTY, BHIIPABJISATH ITOMWIKH, BHITYCKaTH
HOBUM KOHTEHT Ta OHOBJICHHS ISl CBOEI I'pH, 100 3a0€3MEUUTH 3aT0BOJICHHS

KOPHUCTYBayiB Ta 30€perTH iXHiil iIHTepec 10 TPH.
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2.1.3 Godot

Godot Engine — 1ie Bigkpute iHTerpoBane cepeaonuiie po3podku (IDE)[3] i
NOTYXHUN OaraTtoriar(opMOBUi ITPOBUIN NBUTYH, MPU3HAYECHUN ISl CTBOPEHHS
2D 1 3D irop, a Takox iHTepakTHBHUX aoaaTkiB. Godot Engine minTpumye pizHi
miatdopmu, Brarodaroun Windows, macOS, Linux, i0S, Android, HTMLS, a

Takox KoHcoJil. Godot Engine Hafae po3poOHUKAaM MIMPOKUA HAOIp IHCTPYMEHTIB



JUUIs1 CTBOpEHHS rpadiyHUX 00'€KTIB, ToAaBaHHS (PI3UKH, MPOTpaMyBaHHS JIOT1KH IPH
Ta peaizalii IHIUX GYHKIIOHATBHUX MOXKJIMBOCTEH.

Apxitekrypa Godot Engine ckinafaeTscs 3 KUTbKOX OCHOBHMX KOMIIOHEHTIB:

1. Godot Editor (Penakrop Godot): Lle ocHoBHE cepenoBulie po3poOKu, Jie
pPO3pPOOHUKH CTBOPIOIOTH 1 penaryoTh cBoi mpoektu. Pemaktop Godot Hamae
Bi3yallbHUHN 1HTEpdENC I po3MIIIEHHsI 00'€KTIB y CBIT1 I'pH, IpOrpaMyBaHHS iX
MOBE/IIHKY, HaJIaIITyBaHHS MapaMeTpiB Ta 6araTo iHIIOTO.

2. Scene System (Cuctema ciieH): Oani€ero 3 KiouoBux ocodnuBocteit Godot
Engine € ii cucrema clieH, Jie Ko>KHa CIieHa CKJIalaeTbes 3 aepeBa By3niB. Koxken
BY30J1 Ma€ CBOIO BIAacHY ()yHKIIIOHAJIbHICTb, TAKY K CIPANT, (i3HKa, KaMepa TOLIO.
[le mo3BoJIsIE pO3POOHUKAM JIETKO KOMIIOHYBATH CKJIAIHI 00'€KTH 3 MPOCTIIIUX.

3. Scripting (IlporpamyBanns): Godot miaTpuMye JeKiabka MOB
nporpamyBaHHs, Bkiodaroun GDScript (BOymoBana moBa, cxoxka Ha Python),
VisualScript (BidyanbHe mnporpamyBanss), C# 1 C++. Po3poOHUKH MOXYTb
BUKOPUCTOBYBATHU Il MOBHU JIJIsl HAITMCAHHSI CKPUIITIB, SIKI KEPYIOThb IMOBEIIHKOIO
00'eKTIB y Ipi.

4. Animation System (Cucrema animarii): Godot Mae TOTyXHY CUCTEMY
aHiMalii, sfiKka JO03BOJSE CTBOPIOBAaTH 1 peAaryBaTd aHiMauli st Oyab-sSKHX
BJIACTUBOCTEN BY3JIIB, TAKHX SIK TIOJIO>KEHHSI, 00€pTaHHs, MacIITa0yBaHHs Ta Oarato
immoro. Ile mo03BoJsie CTBOprOBATH CKJIAgHI aHIMamii 0e3 HEeoOXIITHOCTI
BUKOPUCTOBYBATH 30BHIIIHI IHCTPYMEHTH.

5. Asset Library (biomoreka pecypciB): Godot Engine mae BOymoBaHy
010J110TeKy pecypciB, /i€ pPO3POOHUKH MOKYTh 3HAWTH TOTOBI PECYpCH IJis CBOIX
IIPOEKTIB, TaKl sIK MO, TEKCTYpH, 3BYKOBI edeKkTH Ta iHie. bidbmoTeka Takox
MIATPUMYE TUTAT1HH, K1 PO3MIUPIOIOTE GyHKIIOHATRHICTE Godot.

6. Godot Cloud Services (Xmaphi ceppicu Godot): Godot mnpomnonye
PI3HOMaHITHI XMapHi CEPBICH, TaKi K aHAJIITHKA, 30epiraHHs, MOHETH3AIlisl Ta 1HIII1,
K1 JIOTIOMaratoTh po3poOHUKaM y KepyBaHH1, aHaTI31 Ta MOHETH3AIIIi iX TIPOEKTIB.

7. Godot Export System (Cucrema excriopty Godot): Godot Engine mae

BOY/IOBaHY CHCTEMY EKCIIOPTY, SIKa JO3BOJISIE PO3POOHHKAM JIETKO €KCIIOPTYBaTH



CBOi irpu Ha pi3Hi miatgopmu, Taki sk Windows, macOS, Linux, 10S, Android,
HTMLS, a Takok KOHCOJII.

CrtBopenns rpu B Godot Engine 3a3Buuaii BKJIFOYa€ HACTYITHI KPOKHU:

1. CtBopeHHst mpoekTy: Po3poOHUKHN CTBOpPIOIOTH HOBHM mpoekT B Godot
Editor Ta HanamToByIOTH HOTO MapaMeTpH, Taki sIK pO3MIpH €KpaHy, HaJAIITyBaHHS
(b13UKH TOIIIO.

2. CtBOpeHHs 00'€KTiB Ta clieH: PO3pOOHUKH pO3MIIITYIOTh pi3H1 00'€KTH (TaK1
K TIEPCOHAX1, 00'€KTH OTOYEHHs, €(EeKTH TOILI0) Ha CILEHI IPH 3a JOIOMOTOIO
cuctemu By3iaiB y Godot Editor.

3. IlporpamyBanus noriku rpu: 3a gonomororo GDScript, C#, C++ abo
VisualScript, po3poOHMKKM NpOrpamyroTh JOTIKY HOBEAIHKA OO'€KTIB Yy TIpi,
BKJIIOUYAIOYH PEAKIIII0 Ha B3aEMOJII0 3 TpaBIieM, 00pOOKY MOi# TOIIIO.

4. TectyBanHs 1 onrtumi3zauist: [liciisg 3aBepiieHHs: po3poOKH rpH PO3POOHUKH
MPOBOJISATh TECTYBaHHS JUIsl BUSIBJICHHS IOMUJIOK Ta ONTUMIZYIOTh TPy IS
JOCSITHEHHSI MaKCUMAaJIbHOT IPOYKTUBHOCTI Ha Pi3HUX M1aThopmax.

5. ITyOmikaris: ITicns ycnimHoOro TecTyBaHHs 1 ONTUMI3ALIIT TPH, PO3POOHUKU
MOXXYTbh OMYyOJIIKyBaTH CBiil mMpoekT Ha pi3Hux 1uiargopmax. Godot Engine Hamae
3aco0u JJ1s1 eKCOpTY Tpu Ha margopmu, Taki sk 10S, Android, PC, Be6 Ta iHmi.

[Ty6mikariist rpy MOKe BKJIIOUATH B c€0€ KPOKH, TaKi SIK:

1. IligroToBKa WpOEKTYy 110 eKcropTy: Po3poOHHMKHK mepeBipstoTh, 10 BCI
pecypcu Ta HalallTyBaHHS TPU TOTOBI JUIsl €KCHOPTY. BOHM TakoX MOXKYTh
HAJIAIITOBYBATH MapaMEeTPH EKCIOPTY JJIsi KOHKPETHOI TIaThOPMHU.

2. Exkcnopt npoekry: Godot Engine Hajiae MOKIIMBICTh €KCIIOPTYBATU TPy Ha
pi3HI IaTPOPMHU 3a JOMOMOIOI0 BOYIOBAHUX 1HCTPYMEHTIB. PO3pOOHUKH MOXKYTh
BUOpaTH IITLOBY IUIATGOPMY Ta HAJIAMITYBAaTH TMapaMEeTPH EKCIOPTY, Takl SK
HajalTyBaHHs rpadiku, ayaio, yIPaBIiHHS TOLIO.

3. TectyBanns Ha 1iboBIH IaTdopMi: [lepen myOikaiiero rpu po3poOHUKH
3a3BUYall MPOBOJATH TECTYBAHHS Ha MUIBOBIN TuIaTopmi, o0 MepeKoHaTUCS, 1110

rpa Mpaioe KOPEKTHO Ta ONTUMAJIBLHO Ha 1ii matdopmi.



4. Ily6nikamis B Mara3uHax abo Ha iHmux ratdopmax: I[licas ycmimHoro
TECTYBaHHS PO3POOHMKH MOXYTh OMYyOJIIKYBaTH CBOIO TPy Ha IIILOBIH 1uiatdopmi,
IUIIXOM PO3MIMIEHHS ii B Mara3uHax JOJaTKiB a0o 1HmUX miaTdopmax
PO3MOBCIOKEHHS.

5. Iligtpumka ta onoBneHHs: Ilicna myOmikaiii rpu po3pPOOHUKH MOXKYThb
MPOJOBXKYBaTH MATPUMKY CBOTO TPOEKTY, BHIPABISATH TOMUJIKH, BHUITYCKATH
HOBHI KOHTEHT Ta OHOBJICHHS IS CBO€I I'pH, 100 3a0€3MEeYUTH 3a0BOJICHHS

KOpHCTYBaYiB Ta 30€perTu iXHii IHTEpeC 0 TPH.

Pucynok 5 -3 Godot

2.2 Bubip irpoBoro pymis

2.2.1 Unity
IIepeBaru:
o  Kpocmnardopmenicts: Unity miarpumye  6e3mid  miatdopm,
BKJIFOUYaroun MoOUTbHI npuctpoi, [1K, koHnconi Ta Be6-Opay3epu.
e  3pyunuit inTepdeiic: Unity Editor mpornonye iHTYiTUBHO 3pO3yMLIHA 1

3py4HHM iHTEp(]EIC 7151 CTBOPEHHS 1 peJlaryBaHHs irop.



e  Benuka cnineHoTa: [lIupoka 6a3a koprcTyBadiB Ta aKTUBHA CITIJILHOTA
PO3pPOOHUKIB, 1O CIPHUSE MBUIKOMY 3HAXOKEHHIO BIIMOBIJACH HAa MUTaHHS Ta
pilIeHb MPOOIIEM.

e  Asset Store: Unity mae Oaratuid mMara3suH pecypciB, IO J03BOJISE
MIBUAKO 3HAXOAUTH Ta BUKOPHUCTOBYBATH TOTOBI MOJEINI, TEKCTYpH, aHIMalli
TOIIIO.

o Ilintpumka C#: BukopuctanHs MoBuU mnporpamyBanHs C#, sika €
3pO3yMUIOI0 Ta MOMYJIIPHOIO CepeJl PO3POOHUKIB.

Henomiku:

e [loTouHa MpOAYKTUBHICTh: He3Bakarouum Ha MOCTIWHI MOKpAIICHHS,
npoaykTuBHICTH Unity Moke OyTH HIKYOIO y MOPIBHAHHI 3 JESIKUMU 1HITUMHU
JIBUTYHAMH.

e JlinensyBanHs: Xoua 0a3oBa Bepcis OE€3KOIITOBHA, JJI PO3IIMPEHUX

GyHKIIH Ta TATPUMKU TOTPIOHI TIJIATHI JIIIIEH3I].

2.2.2 Unreal Engine

IIepeBaru:

o Bucoka skicte rpadgiku: Unreal Engine Bijomuii cBOiMU NOTY>KHUMU
MO>KJIMBOCTSAMH JIJIs1 CTBOPEHHS (POTOpEaIiCTUYHOT rpadiku.

o Blueprints: BizyanpHa cuctema mnporpamyBaHHS, SKa JI03BOJISIE
CTBOPIOBATH JIOTIKY TPy 0€3 HAMMCAHHS KOJTY.

o [loTyHuii irpoBUi NBUTYyH: 3a0e3neuye BUCOKY MPOAYKTHUBHICTH 1
AKICTh TpaiKy HABITH VIS BEJIMKUX MPOEKTIB.

o beskomroBHMIT mocTyn A0 BuXigHOro koxay: Jlo3Bonse rimOOKi
Mou(iKallii Ta HaJalITYBaHHS JBUTYHA I11]1 KOHKPETHI MOTPEOH MPOECKTY.

Henomnixu:

o Bucokwuit mopir BxomkenHs: Uepes cBoro ckiangHicTh, Unreal Engine

MOXe OyTH BaXKKHUM JIJII HOBAUKIB.



o Pecypcoemuicth: [ToTpedye noTykHOTO 00aHAHHS JIJIs1 pO3POOKH Ta

3aIyCKY MPOEKTIB.

2.2.3 Godot Engine

[lepeBaru:

e  Binkputuii xox: [ToBHICTIO O€3KOIMITOBHUHN 1 BIAKPUTHIA JIBUTYH, IIIO
JI03BOJISI€ THYYKO HAJIAIITOBYBATH MPOEKT.

e Jlerka Bara: Godot Mae HEBENMKI CHUCTEMHI BUMOTM Ta IIBUIKUN
3aIycK.

e  [HTyiTUBHUU 1HTepdelic: 3pydyHUN PelakTop CUEHU Ta 1HCTPYMEHTHU
st ctBopeHHs 2D ta 3D irop.

e  GDScript: BOynoBana MoBa mporpamyBaHHs, cxoxa Ha Python, mo
pOOUTH ii IErKOI0 y BUBYEHHI.

Henomniku:

e  (OOmMmexeHa foKyMeHTalis: JJokymeHTanis Moxe OyTH MEHII TOBHOKO Y
nopiBHsAHHI 3 Unity un Unreal Engine.

e Menma croinpHOTa: Xo4a Godot MBHUAKO 3pOCTae, WOTro CHiIBHOTA

MIOKH 110 HE Taka Benuka, sk y Unity un Unreal.

2.2.4 Buoip Unity

Jist mpoekty st o6paB Unity 3 KITbKOX MPUYHH:

o Kpocmnargopmenicts: IlinTpumka OaraThoX miatopMm 103BOJISIE
3a0€3IMeUnTH JOCTYIHICTh IPH IS IIUPOKOI ayUTOPIi.

o 3pyunuii iHTepdeiic: [HTYITMBHO 3pO3yMUIMN pPENaKTOp CIPOIIyE
MIPOIIEC PO3POOKHU Ta 3HMKYE MOPIT BXOKCHHS.

o Benuka cminbHOTa Ta pecypeu: lllupoka crimpHOTa pO3pOOHUKIB Ta
BEJIMKUI BUOIp TOTOBUX pecypciB B Asset Store H03BOJISIOTH IIBUIKO BUPIIIYBAaTH

HpO6H€MI/I Ta CKOHOMUTH 4aC Ha CTBOPCHHSA KOHTCHTY.



o [lintpumka  C#:  Buxopuctanus C#  3a0e3nedyye  BHCOKY
MPOYKTUBHICTh Ta 3pYYHICTh IPOrpaMyBaHHS.

o JlokyMeHTaIlisl Ta HaBuajabHi1 MaTepianu: HasBHICTh BENMKOI KUTBKOCTI
HaBYAJIbHUX MaTepiaiiB Ta JOKYMEHTAIlll CIIpOoIye HaBUaHHS Ta ocBoeHHA Unity.

BpaxoByroun Bci 11 ¢aktopu, Unity BuUSBHBCS HaWOUIbII BiAMOBIAHUM

JBUTYHOM JJIs1 HAIIIOTO TTPOCKTY.
2.3 AHaJi3 BUMOT /10 allapaTHOI0 TA MPOrPAMHOI0 3a0e31e4YeHHS

CyuacHi irpu 3a3BH4aii € JOBOJII BUMOIJIMBUMU J0 MPOJYKTUBHOCTI TaK SIK
BOHHU HAJIal0Th BEIWYE3HUIN (yHKIIOHAN, BKIIOYAOUM Xopolry rpadiky. ¥ moemy
BUIIAJKY s Hamarapcsi 3HU3UTH el nopir [10], mo06 Oinblie KOPUCTYBaYiB MOTIIH
rpatv caMe B MOIO Tpy.

Huxue HaBeieHO 3arajibHI BUMOTH JI0 allapaTHOTO 3a0€3MeUeHHS, 1K1 MOXKHA
BpaxyBaTH MpW TMOYATKY TIpHU(XapaKTEePUCTUKU CaMe€ Taki, TaK SK Ha TaKOMY
anmapaTHoMy 3a0e3neueHi Oyl MPOBEACHI 3aMIpU IPOYKTUBHOCTI):

PexoMeH10BaH1 XapaKTEPUCTUKHU anapaTHOTO 3a0€3IeUeHHS:

1.  Iporecop: Intel Core i7-9750H 2.6Ghz.

2 I'padiunuii nponecop: Nvidia GTX 1050 3GB.
3 RAM: 16GB 3200Mhz.

4, XKopcrkuit quck a6o SSD: 1GB.

5 3BykoBa kapta: Realtek HD Audio.

2.4 BUCHOBKHM /10 po31iay 2
1. Po3rnsnyTi icHytoui irpoBi pyuii, Ta o0pano Unity.

2. Po3rnsHyTi 3arajibHi BHMOTH JIO amapaTHOro Ta MPOTrPaMHOTO

3a0e3MeUeHHs IS TPH.



3. Bkazani pexkoMeHj0BaHI TlapaMeTpd, IO € JOCTaTHIMU  JJIst

3a0€e3IeueHHs] BUCOKOI MPOAYKTUBHOCTI Ta rpadidHOI SKOCTI.



3 PO3POBKA I'PU 3 BUKOPUCTAHHSAM II'POBOI'O PYLIIA
UNITY

3.1 Onuc npeameTHOI 0061acTi

IrpoBa 1HAYCTpIS € OJHIEIO 3 HAWOUIBII JWHAMIYHUX Ta 1HHOBAIIMHUX
rajxy3eil cydacHoi HuGpoOBOi EKOHOMIKHM. BOHa OXOIUIIOE IHMPOKUH CHEKTP
TEXHOJOT1M, 30KpeMa, pOo3poOKy IrpoBHX pyIIiiB, CTBOPEHHS TPUBUMIPHHUX
MoJIesIeH, po3poOKy alrOPUTMIB IITYYHOTO 1HTEJIEKTY Ta 6araTo iHmoro. B nanomy
po3niti Oyae pO3TJSHYTO OCHOBHI acleKTH mpeaMeTHoi oOmacti rpu "Epic
Adventure", Bxmoyaroun ii KOHIIEMI[0O, OCHOBHI €JIEMEHTH TeHMIIICIO Ta
TEXHOJIOT'1, [0 BUKOPUCTOBYIOTHCSI.

" Epic Adventure" e utatopmepom, Jie TpaBIli MOJOPOKYIOTh MiXK PI3HUMHU
BUMIpaMH JIJ1s1 00iB 3 BOPOTaMH 1 IOCATHEHHS KIHIIEBOI METH TPH.

OCHOBHI €1€eMEHTH IreiMILIEIO:

1. IlnargopmHi eeMeHTH:

['paBenr moBUHEH cTpuOaTH Yepe3 TIaTPopMu, YHUKATH MACTOK 1 BOPOTIB,
BUKOPHCTOBYIOYH CBOi HABUYKH Ta PEIICKCH.

Hesiki miargopmu Ta 00'€KTH MOXYTh ICHYBaTH TUIbKM B IMEBHUX BUMIpax,
10 JA0JAa€ CKJIAIHOCTI A0 TeUMILIEIO.

Boporu Ta nepemkoau:

VY Tpil mpuUCYTHI PI3HOMAaHITHI BOPOTH Ta TMEPENIKOAM, SKI YCKJIaJIHIOIOThH
MPOXOJI’)KEHHS P1BHIB.

Boporu MarTh pi3HI MOBEAIHKOBI MOJEN, 1110 3MYUIY€E TPABLS PO3POOISTH
CTparterii /yist X moI0TaHHS.

TexHoJIor11, 1110 BUKOPHUCTOBYIOThCS

1. IrpoBuii pymrii Unity:

I'pa " Epic Adventure" pospobGiena Ha 6a3i irpooro pyimis Unity, sKuit
3a0e3neuye MOTYKHI MOJIMBOCTI JJII CTBOPEHHSI TPUBUMIPHUX Ta JIBOBHUMIPHHMX

irop.



Unity miarpumye KpocriaT@opMeHHY po3poOKy, 110 JA03BOJISIE€ BUITYCKATH
rpy Ha pi3HUX MPUCTPOSX Ta OMEPaALIHHUX CUCTEMAX.

2. I'padiunmii pyuriii:

Buxopucrannss Unity 103Bojsie peani3yBaTH BHUCOKOSIKICHY rpadiky 3
ONITUMI3ALIEI0 JIJIsl PI3HUX TPUCTPOIB.

I'padiunuii pymrii marpumye poOOTy 3 e epaMu, OCBITICHHSIM Ta IHIITUMU
BI3yaJIbHUMH €eKTaMu, 0 MiBUILYIOTh 3aHYPEHHS Y TPY.

Di3uYHMA pyLIii:

BOynoBanuit ¢gizuunuii pyuriii Unity 3a0e3nedye peanicTUYHy CUMYJISIIIO
(b13UKH, 1110 € KPUTUYHO BAXKIUBUM ISl TIATHOPMEDPIB.

@13UYHUN Py BUKOPUCTOBYETHCA JJII MOJEIIOBAHHS PYXy MEPCOHAXKIB,
00'€KTIB Ta B3a€EMOJIT MK HUMHU.

Cucrema CKpHIITIB:

Unity BUKOPUCTOBY€E MOBY nporpamyBanHs C# JJisi HallUCaHHS CKPUIITIB, 1110
KEpPYIOTh MOBEIIHKOIO 00'€KTIB Y TPI.

Cucrema CKpUNTIB J03BOJIIE CTBOPIOBATH CKJIAJHI ITPOBI MEXAHIKUA Ta

IHTEPaKTUBHICTb.

3.2 ®OyHKUiOHAJIbHI BUMOTH CUCTEMHU

3.2.1 3arajabHi BUMOTH
OyHnkIioHanbHI BUMoru Jo rpu " Epic Adventure" BKIr04aroTh pi3HOMaHITHI
acmeKkTH, fKi 3a0e3neuyroTh ii (PYHKIIOHAJIBHICTh, 3pYYHICTh BUKOPUCTAHHS Ta
edekTuBHICTh. Hrkue HaBeieHO KITI0UOBI1 (DYHKIIIOHAJIBbHI BUMOTH, 10 CTOCYIOTHCS
SK ITPOBOTO PYIIIisl.
1. dyHKII0HATBEHI BUMOTH J10 irpoBoro pyuiis " Epic Adventure"
A.  Pennepunr ta rpadika

o IligTpumka 2D: I'pa moBuHHA BigoOpaxkatu 2D enemMeHTH.



e (Cucrema ocBiTIeHHS: 3a0e3M€UeHHs OCBITJICHHS JIJIsl CTBOPEHHS
peaicTUYHOI aTMOochepH.
B. ®di3uka Ta a”HiManis
e Peanictruna ¢izuka 00'ekTiB: BripoBamkeHHs Hi3UUHOTO PYIIIis
7151 0OpOOKHU 31TKHEHB, TpaBiTallii Ta 1HIIMX (PI3MYHUX B3aEMO/IIH.
e Amnimaris nepcoHaxiB Ta 00'exTiB: [limTpumka animMartii 11t BCix
00'eKTIB y TPi 3 BUKOPUCTAHHSIM KITIOYOBHUX KaJIpiB Ta CKEJIETHOI aHIMaIlii.
C.  3BykoBi edeKTH Ta My3UKa
e BiarBopeHHs 3ByKOBHX €(eKTiB: BKiItOUeHHs 3ByKOBHX €(EKTIB
JUIsL A1H, OMI1M Ta B3a€MOJIIN y Tpi.
e doHoBe My3uuHe CynpoBojpkeHHs: [linTpumka BiATBOpPEHHS
(hOHOBOI MY3MKH 3 MOMJIMBICTIO 3MIHU TPEKIB 1] 4ac TPH.
D. Irposa norika Ta cueHapii
o CkpunroBuii pymrid: IliaTpuMka CKpUNTIB JUIsl  peanizarlii
IrPOBOI JIOT1KH, B3aEMOIIM Ta MO/,
e IrpoBi oO'ekTm Ta B3aemonis: BH3HaueHHS NOBEAIHKUA Ta
B32€EMO/IIM ITPOBHUX 00'€KTIB 3 BAKOPUCTAHHSIM CKPHUIITIB.
e (Cucrema ympaBiiHHA pPIBHAMH: MOXJIMBICTE CTBOPEHHS Ta
3aBaHTaXEHHS P13HUX PIBHIB I'PU.
E.  KopucryBaubkuii intepdeiic (Ul)

e [HrepakTuBHE MeEHIO: [liATpUMKa TOJIOBHOTO MEHIO, MEHIO

e Irposi inaukaTopu: BigoOpaxkeHHs 1HAUKATOPIB 30POB'S.

e (Cucrema noBigomiieHb: BinoOpakeHHs OBIJOMIJIEHb TIPO MOI1T

F.  OnTumizaiiis Ta NpOAYKTUBHICTb
o EdekTuBHe BUKOPHUCTAHHS pecypciB: OnTumizaris
BUKOPWCTAHHSA MaM'sITi Ta 00poOKH Jytst 3a0€3MedeHHs TUIaBHOT poOOTH Ha

PI3HUX MIPUCTPOSIX.



3.3 ApxiTtekTypa cucreMu

Apxitekrypa rpu " Epic Adventure" [9] moOynoBaHa 3 ypaxyBaHHSIM OTPeO
IrpOBUX PO3pPOOHMKIB, 3a0€3MEUyOUr BHUCOKMM pIBEHb MPOJYKTHUBHOCTI Ta
THYYKICTh JJI1 MaiOyTHBROTO PO3BUTKY. Hu4e HaBeIeHO OCHOBHI KOMIIOHEHTH
apXITEKTypHU CUCTEMH Ta iX B3a€EMOJIIO.

1. OCHOBHI KOMIIOHEHTH apXITEKTypHU

a. IrpoBuii pyuii Unity
e BHUKOpHUCTOBYETHCS IS YNPABIIHHSI BCiMa acHeKTaMH TpH,
BKJIIOYAIOYM pEHACPUHT, (i3UKy, 3BYK, aHIMallll0 Ta YIPaBIiHHA
pecypcami.
e [lnardpopma Unity 3abesneuye kpocmiat@opMeHHY PO3POOKY,

JTO3BOJISIIOYM 3aITyCKATU TPy Ha Pi3HUX MPUCTPOSIX.

b. I'padiunmii Moyh
e Biamosigae 3a B1JI0OpaKeHHS rpagiyHuX 00'eKTiB,
BUKOPUCTOBYIOYH MOKIUBOCTI Unity.
e BukopucTOBYE 1IEHIEpH AJI1 CTBOPEHHS CIIEHIAIbHUX €(EKTIB 1
OCBITJICHHSI.
. ®i3uuHMi MOTYIIH
e BuxopucroBye BOymoBaHuii ¢izuunuid pymnit Unity ams
CUMYJISIIT pealicTUYHUX (PI3UYHUX B3a€MOIN MK 00'€KTaMHu.
e 3abe3neuye MOJICIOBAHHS TpaBiTallii, 3ITKHEHb, PyXy 00'€KTIB
Ta IHIUX (PI3UYHUX SIBUILL.
d. Ayaio Moayiib

e Binmosizae 3a BIATBOPEHHS 3BYKOBUX €(EKTIB Ta MY3HKH.



e [linTpumye 3D-3ByK Ta 1HIII TEXHOJIOTIT 3BYKOBO1 OOpOOKH 1JIst
CTBOPEHHSI pEaJIiCTUYHOI 3ByKOBOT aTMOC(EPH.
e. CKpuInToBUi MOYJb
e Peanizye JIOTiKy T'pHU 32 JOIOMOI'OI0 MOBH MporpamyBanHs C#.
e Binmomizae 3a KepyBaHHS IOBEIIHKOIO OO0'€KTIB, peakililo Ha
MOJIii Ta B3a€MOIIIO 3 KOPUCTYBAUEM.
g. Cucrema yrmpaBiiHHS pecypcamu
e Binmomimae 3a 3aBaHTa)keHHs, 30epiraHHs Ta yHOpPaBIiHHA
pecypcaMu rpu, TAKUMH SIK TEKCTYpU, MOJIEII, aHIMAITli Ta 3ByKOB1 (haiiiu.
e 3ale3nedye ONTUMI3AII0 BUKOPUCTAHHS MaM'siTl Ta IIBUIKE
3aBaHTaXCHHSI PECYPCIB.
h. InTepdetic kopuctysaua (UI)
e BuxopucroBye Unity Ul g1 CcTBOpeHHS  1HTYiTHUBHO
3pO3yMIJIOr0 Ta MPUBAOIMBOTO THTEPPENCY 151 KOPUCTYBAUIB.
e Briroyae MeHI0, KHOMNKHM, 1H(pOpMaliifHI TaHed l Ta I1HIII
enementu UL
2. ApxiTekTypHa cxema
a. Kimientcpka yacTuHa (rpa Ha MPUCTPOi KOPUCTyBaAYA)
e Unity Engine: Cepue rpu, sike 00po0sisie BCl aCEKTH FeHMILIEI0
Ta rpadiku.
e Graphics Module: Biamoginae 3a Bi3yasi3ailito Ta peHICPHHT.
e Physics Module: O6po0isie ¢i13uKy 00'€KTiB 1 B3aEMOJIIH.
e Audio Module: Ynpanisie 3ByKOBUMH €(peKTaMH Ta My3HUKOIO.
e Scripting Module: BukoHye CcKpunTH, 0 BHU3HAYaIOTh
MOBEIHKY 00'€KTIB Ta IrPOBY JIOTIKY.
e Resource Management System: Ynpasisie pecypcamu rpu.
e User Interface (Ul): 3aGe3neuye iHTepdeiic s B3aeMomaii 3
rpaBIIEM.

b. B3aeMoisi KOMIIOHEHTIB



e IrpoBuit pymiit Unity B3aemomie 3 yciMa MOIYJISMU,
3a0e3neuyroun 1HTerpaiito rpadiku, Gi3uKH, 3ByKY Ta JOTIKH TPH.

o ['padiunnii Moayb Ta PI3UYHUI MOYJIH IPALIOIOTH Pa30M IS
CTBOPEHHS peajiCTUYHUX Bi3yalbHUX 1 (PI3UUHUX €PEKTiB.

e Aymio MOAyJdb TiAKIIOYaeTbes 10 Unity mis BIATBOpPEHHS
3BYKOBHX €()eKTiB BIAMOBIAHO JI0 TOAIH Yy I'pi.

o CKpUNTOBHI MOJYJIb YIIPABIISE JIOTIKOIO TPH, pearyrodd Ha il
I'PaBIlS Ta B3a€EMO/I1I0 00'€KTIB.

e Cucrema ympaBliHHS pecypcamu 3a0e3neuye e(eKTuBHE
3aBaHTaXCHHS Ta 30€piraHHs pecypciB A ONTUMI3aLi TPOTYKTUBHOCTI.

e [uTepdeiic kopucTtyBaua B3aeMOAl€ 3 TpaBleM, HaAalOuu
3BOPOTHUH 3B'SI30K Ta KEPYBaHHSA IPOIO.

3. BumMoru 70 nNpoAyKTUBHOCTI Ta OMTUMI3AIIs

ApXiTeKTypa CHUCTEMH pPO3pO0JIEeHa 3  ypaxXyBaHHSIM BHUMOT 1O
MPOJYKTUBHOCTI, IO J03BOJISIE€ 3a0€3MEUYUTH IUIABHUN TEMMIUICH Ta MIBHAKUN
BIITYK Ha A1i rpaBusd. BukopuctaHHs e(EeKTUBHUX aJTOPUTMIB Ta ONTUMI3ALiSA
pECypCIB 103BOJISI€ 3HU3UTH HABAHTAXKCHHS HA CUCTEMY Ta 3a0e3MmeunuTH KOM(DOPTHY
rpy HaBITh Ha MEHII MOTYXHUX MPUCTPOSIX.

Apxitektypa rpu "Epic Adventure" 3a0e3nedye BHCOKHI PIiBCHb
MPOJYKTUBHOCTI Ta THYYKICTh JJIS PO3POOKM HOBHX (YHKIIA 1 PO3IIMPEHb.
Buxopuctanns Unity $SK OCHOBHOTO IIpOBOrO pYyIUis JO3BOJSE CTBOPIOBATH
BHUCOKOSIKICHI ITpH 3 MIHIMAJIbHUMHU 3aTpaTaMH 4acy Ta pecypciB. 3aBasiku qo0pe
CIUIAaHOBaHIN CTPYKTypi Ta e(h)eKTUBHIN B3a€MOIi Mk KOMITOHeHTamu, Tpa " Epic
Adventure" wmoxe 3aJ0BOJBHUTH TOTPeOM SK PO3POOHUKIB, TaK 1 TpaBIIB,

3a0e3Meuyoun 3axX0TUTI0IYnil Ta 6e3nepeOiifHIi redMITIeH.

3.4 ®yuxkuionaJu rpu “ Epic Adventure”



OckiIbKM Tpa Ma€ HaJaBaTHU SKHAHOLIbIIE (PYHKIIOHATY KOPUCTYBAdeBl, B
"Epic Adventure" Oyno peaizoBaHO 3HAYHY KUIBKICTh PI3HOMaHITHUX (PYHKIIIMH,
mo0 ToJiermuTH Tpy KopucTyBadam. OCHOBHa MeTa MoOJjsAraja B TOMY, 100
CIIPOCTUTU CTBOpPEHHs 0a30BUX MeEXaHIK 1 HaJaTh TPaBLsSIM MOXIJIHMBICTh
30CEepPEINTHCS Ha YHIKAIBHUX (QYHKIIAX TpH. Xo0da peasi3oBaHO Oararto
PI3HOMaHITHUX (PYHKIIIH, 1IEW O3 HAACTh JIUIIIE TOBEPXHEBUM OTJISIT OCHOBHHUX
MOXIMBOCTeN Tpu. Lle momomoske CKIIaCTH 3arajibHe ySBJICHHS Mpo i1 poOOTy Ta
AJITOPUTMH, K1 OyJIM BUKOPHUCTAaHI MiJ] 4ac pO3POOKH.

Taxkum yunoMm, "Epic Adventure" mpomoHye rpaBlsiIM HaCHUUYCHHM 1rpOBHUI
JIOCBI1J], HATTOBHEHHH IIKABUMHY MPUTOIAMH Ta BUKIHKAMHU.

Ha IMomuaxka! [xxepesio mocHIaHHS He 3HANAEHO. 5 300pakeHO Alarpamy

KJIAC1B TMIEPCOHAXY.

Characterinfo
+ AddScore(value: int): void
+ GetDamage(damage: float): void
Adtor + UpdateUI(): void
CharacteriMovement - 7icorlteh ”'ﬂﬂ "

- _health: floa
+ Start(): void - _scoreText: TexthMeshProlUJGUI
+ Update(): void
+ IsFlying(): bool
+ CheckGround(): void
+ CheckWall(): void
+ Move(): void A r
+ Jump(): void . -
+ Knockbacki{vector: Vector2): void CharacterAnimations CharacterbEvents
+ OnDrawGizmos(): void

pp— + |shMoving: bool 1 Stadﬂ(t) E-;Old ;

- _Speed: fioa + IsFlying: bool pdate(): vol
- _jumpForce: float + |sGrounded: bool + OnTriggerEnter2D(collision:
- _groundCheckOffset: Vector3 + OnWall- bool Collider2D): void
- _wallCheckOffset: Vector3 + Start(): void + OnTriggerStay2D(collision
- _wallCheckDirection: Vector3 + Update(): void Collider2D}: void
- _groundiask: LayeriMask + Hit{): void
- _input: Vector3 + Jump(): void - _info: Characterinfo
- _isMoving: bool B - - _movement: Characterflovement
- _isGrounded: bool - _animator: Animator - _animations: CharacterAnimations
- _onWall: bool - _invulnerability Time: float
- _isFlying: bool - _currentlnvulnerability Time: float
- _rigidbody: Rigidbody2D
- _animations: CharacterAnimations
- _characterSprite: SpriteRenderer

Pucynok 5 — Jliaepama xnacie nepconasicy

IlepecyBanHs nmepcoHaxa

B njictunry 1 mnpeacraBieHo peanmizaiiio Kiacy, SKWAA BIJANOBiAaE 3a

MEepECyBaHHS NIEPCOHAXKY.



Jlictunr 1 Ilepecysanns nepconasica knac *“ CharacterMovement”

using UnityEngine;

public class CharacterMovement : MonoBehaviour

{
[SerializeField] private float speed;
[SerializeField] private float JjumpForce;
[SerializeField] private Vector3 groundCheckOffset;
[SerializeField] private Vector3 wallCheckOffset;
[SerializeField] private Vector3

wallCheckDirection;

[SerializeField] private LayerMask groundMask;

private Vector3 input;

private bool isMoving;

private bool isGrounded;
[SerializeField] private bool onWall;

private bool 1isFlying;

private Rigidbody2D rigidbody;
private CharacterAnimations animations;
[SerializeField] private SpriteRenderer
_characterSprite;
private void Start ()
{
_rigidbody = GetComponent<Rigidbody2D> () ;
_animations =
GetComponent<CharacterAnimations> () ;

}



private void Update ()
{
Move () ;
CheckGround() ;
CheckWall () ;
if (Input.GetKeyDown (KeyCode.Space))
{

Jump () ;
}
_animations.IsMoving = _isMoving;
_animations.IsGrounded = _1isGrounded;
_animations.OnWall = onWall;
_animations.IsFlying = IsFlying();

private bool IsFlying()

{
if ( rigidbody.velocity.y < 0)
{

return true;

return false;

private void CheckGround()

{
float rayLength = 0.3f;



Vector3 rayStartPosition = transform.position

_groundCheckOffset;
RaycastHit2D hit
Physics2D.Raycast (rayStartPosition, rayStartPosition

Vector3.down, raylLength, groundMask);

if (hit.collider != null)
{
__1sGrounded
hit.collider.CompareTag ("Ground") ? true : false;
}
else

_1sGrounded = false;

private void CheckWall ()
{
float rayLength = 0.05f;
Vector3 rayStartPosition = transform.position
~wallCheckOffset * wallCheckDirection.x;

RaycastHit2D wallHit
Physics2D.Raycast (rayStartPosition, rayStartPosition
~wallCheckDirection, rayLength, groundMask);

if (wallHit.collider != null)
{
if (wallHit.collider.CompareTag ("Ground"))
{
if (! onWall)
{



_rigidbody.velocity = Vector2.zero;

}

_onWall = true;

1f ( rigidbody.velocity.y < 0)

{
_rigidbody.gravityScale = 0.1f;
_rigidbody.mass = 0.5f;

else

_rigidbody.gravityScale = 1;
_rigidbody.mass = 1f;

else

_onWall = false;
_rigidbody.gravityScale = 1;
_rigidbody.mass = 1f;

else

_onWall = false;

_rigidbody.gravityScale = 1f;
_rigidbody.mass = 1f;

private void Move ()

{



_input = new
Vector?2 (Input.GetAxis ("Horizontal"), 0);
if (! onWall)
{
transform.position += input *  speed *
Time.deltaTime;
}

else

if (_wallCheckDirection.x > 0)
{
if(_input.x < 0)
{
transform.position += _input *

_speed * Time.deltaTime;

}

else

1f( input.x > 0)
{
transform.position += _input *

_speed * Time.deltaTime;

}

}

_isMoving = input.x != 0 ? true : false;

if ( _isMoving && ! onWall)
{

_characterSprite.flipX = input.x > 0 °?

false : true;



~wallCheckDirection = input.x > 0

transform.right : -transform.right;

}

private void Jump ()

{

1f ( _isGrounded)
{
_rigidbody.AddForce (transform.up
_JjumpForce, ForceModeZD.Impulse);

_animations.Jump () ;

else
{
if ( _onWall)
{
_rigidbody.velocity = Vector2.zero;
_rigidbody.AddForce (transform.up
_JjumpForce / 2 - wallCheckDirection *  JjumpForce /

ForceMode2D.Impulse) ;
_characterSprite.flipX

~wallCheckDirection.x > 0 ? true : false;
_input = wallCheckDirection * -1;
~wallCheckDirection *= -1;

_animations.Jump () ;

public void Knockback (Vector2 wvector)



_rigidbody.velocity = Vector2.zero;
float knockbackForce = 3f;
_rigidbody.AddForce (vector * knockbackForce,
ForceMode2D.Impulse) ;
}

private void OnDrawGizmos ()

{
Gizmos.color = Color.red;

Vector3 rayStartPosition = transform.position +

_groundCheckOffset;
Gizmos.DrawlLine (rayStartPosition,

rayStartPosition + Vector3.down * 0.3f);

Gizmos.color = Color.red;

Vector3 rayZ2StartPosition = transform.position +
~wallCheckOffset * wallCheckDirection.x;

Gizmos.DrawlLine (ray2StartPosition,

ray2StartPosition + wallCheckDirection * 1f);

}
}

Knac CharacterMovement BIAMNOBIAA€E 32 KEPYyBAHHS PyXaMu IMEPCOHAXKA
B 2D mpocrtopi, BKIIOYAIOUYH PYX, CTPUOKH, MEPEBIPKY Ha 3ITKHEHHS 3 3eMJICIO 1
ctiHamu. BiH Takoxk 3abe3reuye B3aeMOJIIF0 3 aHIMAIlSIMH, BiATOBIIHO 1O il
nepconaxka. Ochb AeTaIbHUI OMUC OCHOBHUX METOMAIB Ta QYHKIIIN 1bOTO KJIaCy:

OcHOBHI TIOJIA:

— speed! IBUAKICTb PyXY NEPCOHAKA.

— JjumpForce: cuna cTpuOKa IEpCoOHaka.



— _groundCheckOffset, _wallCheckOffset,
~wallCheckDirection: BEKTOpU Al BHU3HAYEHHsS IIOJIOXKEHHS IIEPEBIPKU
31ITKHEHb 13 3€MJICIO Ta CTIHAMHU.

— groundMask: Macka mapy Jiisi BA3HaYEHHSI 3EMJIL.

— input: BekTOp A 30epiraHHs HANPSIMKY PyXY.

— 1isMoving: OyneBe 3Ha4EHHS U BU3HAYECHHS, YA PyXA€ThCS IEPCOHAK.

— 1isGrounded: OyneBe 3HA4YEHHS I BU3HAYECHHS, YU 3HAXOAMUTHCS
MEPCOHAXK HA 3EMJIL.

— onWall: OyneBe 3HaYCHH JUIsl BA3HAYEHHS, YU 3HAXOAUTHCS MEPCOHAK
Ha CTiHI.

— _isFlying: OyneBe 3Ha4YeHHA [UId BHM3HAYCHHS, YU 3HAXOIUTHCS
MEPCOHAXK y MOBITPI.

— rigidbody: KOMIOHEHT (P 13UYHOrO TiJIa IEPCOHAXKA.

— animations: mocWJIaHH] Ha KOMIIOHEHT aHIMAaLll IEPCOHAXA.

— _characterSprite: chopalT mnepcoHaxka JUid KEpyBaHHS MHOIO
B1JI0Opa’KEHHSM.

OCHOBHI METO/IU:

° Start () - [Himams3arnist KOMIIOHEHTIB:

— GetComponent<Rigidbody2D> () OTpUMYy€ KOMIOHEHT (DI3MUYHOIO

TLJA.

— GetComponent<CharacterAnimations> () OTpUMYy€ KOMIIOHEHT

aHIMaIi.

o Update () - Mertoa, 110 BUKJIMKAETHCS KOKEH Kaap, 0OpoOIIsie pyx,

MePEBIPKY Ha 3ITKHEHHS, CTPUOKH 1 OHOBJIIOE aHIMAITii:

—Move () : KepyBaHHS PyXOM IEpCOHaXa.

— CheckGround () : nepeBipka, Y4 3HAXOJAUTHCS MEPCOHAXK HA 3EMIII.

— CheckWall () : mepeBipKa, Y 3HAXOIUTHCS IIEPCOHAXK HA CTIHI.

- OGpoOka cTpuOKa Mpu HATUCKaHHI KJIaBiIIl Mpooiy.

- OHOBJICHHS CTaHIB aHIMAIlil BIAMOBIAHO /10 A1l IepcoHaXka.



o IsFlying () - Metona, 1m0 BU3HAYa€, Ui 3HAXOJUTHCS MEPCOHAK Y
MOBITPI:

[lepeBipka BepTUKaIBHOI HIBUAKOCTI Tija IEPCOHAXKA.

o CheckGround () - Meroa, o mnepesipsie€ HasSBHICTh 3eMJl Mij
EPCOHAKEM:

BukopuctanHs MpoOMEHEBOTO MEPETUHY I BU3HAYCHHS KOHTAKTY 3 36MJICHO.

° CheckWall () - Meton, mo mepeBipse€ HasBHICTh CTIHH MOPYY 13
MIEPCOHAKEM:

- BukopucrtanHs mTpoMeHEBOTO MEpPEeTHUHY I BU3HAYCHHS KOHTAKTY 31
CTIHOIO.

- HanamryBanHs Qi3uyHUX MapaMeTpiB NEPCOHAXA 3aJI€KHO BiJl KOHTAKTY 31
CTIHOIO.

° Mowve () - Merton, o Kepye pyXoM IIepCOHAXKA:

- OTpuMaHHA BX1IHUX JJAaHUX B1Jl KOPUCTYyBaya.

- [IepemilieHHs nepcoHaxa.

- HanamryBaHHsI HampsIMKy CHpPaWTy MEpCOHa)Xka 3aJICKHO BiJ HAMPSMKY
PYyXy.

- OHOBJIEHHS CTaHy PyXy IIEPCOHAXKA.

° Jump () - Mertoa, 10 BIANOBIA€ 32 CTPUOOK MEPCOHAXKA:

JlonaBaHHs cuiii CTpUOKa, SIKIIO MEPCOHAX 3HAXOAUTHCA Ha 3eMJil ab0 Ha
CTIHI.

° Knockback (Vector?2 vector) - Merton, mo peanizye
BIJIIITOBXYBAHHS MEPCOHAXXA NMPU OTPUMaHHI yAapy:

JlolaBaHHS CHIIM BIAIITOBXYBAHHS TIEPCOHANKA.

o OnDrawGizmos () - Metoq, 1m0 Bi3yaji3ye MepeBipKy 3ITKHEHb B
penakropi Unity:

MasroBaHHsI JIiHIN JJIs1 IEPEBIPKHU 31ITKHEHB 13 36MJICIO Ta CTIHAMH.



Ileit kmac 3abe3nedyye OCHOBHY (PYHKIIIOHAIBHICTh JJII KEPYBaHHS PyXOM
nepcoHaka B 2D Tpi, Hamaouum THYYKI MOXJIIMBOCTI JJi1 HAJAINTYBAaHHSA PYXY,

CTpUOKIB Ta MEPEBIPOK 3ITKHEHb, @ TAKOXK 1HTETpallii 3 aHIMAIlIHHUMH CUCTEMaMH.

3MiHa aHiMaLii nepcoHaxy

B nictunry 2 mpencraBieHoO peaiizaiiio Kiacy, SKWM BIAMOBIAAE 3a 3MIHY

a”iMaIlil MepCOHAXKY.

Jlictunr 2 3mina animayii nepconasxcy knac “CharacterAnimations”
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class CharacterAnimations : MonoBehaviour

{

private Animator animator;

public bool IsMoving { private get; set; }
public bool IsFlying { private get; set; }
public bool IsGrounded { private get; set; }
public bool OnWall { private get; set; }

private void Start()

{

_animator = GetComponentInChildren<Animator>();

private void Update ()
{

_animator.SetBool ("IsMoving", IsMoving);



_animator.SetBool ("IsFlying", IsFlying);
_animator.SetBool ("IsGrounded", IsGrounded);

_animator.SetBool ("OnWall", OnWall);

public void Hit ()
{

_animator.SetTrigger ("Hit");

public void Jump ()

{
if (_animator.GetBool ("IsFlying") == false)

{

_animator.SetTrigger ("Jump");

}

Knac CharacterAnimations BIANOBIAaE 3a KepyBaHHS aHIMAIlISIMH
nepcoHaxka B Ipl. BiH oTpumMye cTaH nepcoHaxa (pyX, CTpUOOK, 3ITKHEHHS 31 CTIHOIO
TOIIIO0) BiJl IHIIIMX KOMITOHEHTIB 1 Mepeaac 1i CTaHu JI0 aHIMaTopa, o0 MpaBUIILHO
BiI0OpakaTH BIAMOBIAHI aHIMAIi.

OcCHOBHI MOJISI Ta BIACTUBOCTI

private Animator animator: IlpuBaTHe mnoze, sike MICTUTbH
KOMITOHEHT Animator, BIAMOBIJA€ 32 KEPyBaHHS aHIMAIlISIMU.

public bool IsMoving { private get; set; }: IlyOmuna
BJIACTUBICTD JIJIs BU3HAUCHHSI, YU PYXAETHCS TIEPCOHAK.

public bool IsFlying { private get; set; }: IlyGniuna
BJIACTUBICTD JIJIs1 BUBHAUEHHS, YU 3HAXOJIUTHCS MEPCOHAX Y TOBITPI.

public bool IsGrounded { private get; set; }: Ilybmuna

BJIACTHUBICTh AJI1 BUSHAUCHHSA, YN 3HAXOAUTHC IICPCOHANXK Ha 3eMIJII.



public bool OnWall { private get; set; }: Ilyomuna
BJIACTUBICTH JIJIS1 BU3HAYCHHS, UM 3HAXOIUTHCS MIEPCOHAXK HA CTiHI.

OcHOBHI METOIH

° Start () - Meron, fAxkMi BHKIMKAETHCS IIIJ Yac I1HIIIaTI3aLli
KOMITOHEHTA!

OTpumaHHsl KOMIIOHEHTa Animator 3 JOUIPHOTO 00'€KTa MEepCOHaXA.

° Update () - Meron, IKUi BUKIMKAETHCS KOXKEH KaJIp:

OnHoBIIO€ 3HAUYCHHS OYJIEBUX MapaMeTpiB aHIMaTopa BIAMOBITHO JO CTaHy
MepPCOHAXA.

o Hit () - MeToa s akTUBAIlil aHIMAIlll yaapy:

Bceranosimoe Tpurep Hit B aniMaTopi, 110 BUKJIMKAE BIAMOBIIHY aHIMAIIIIO.

° Jump () - Meton ju1s akTHBallii aHiMalii cTproKa:

[lepeBipsie, yn MEepCcOHaXX HE 3HAXOAUTHCA B CTaHI MOJIBOTY, 1 BCTAHOBIIIOE
Tpurep Jump B aHIMaTopi, [0 BUKIMKAE BIAMOBIIHY aHIMAIIO.

Buxopucranss kiacy

Knac CharacterAnimations orpuMmye iH(oOpMaLil0 MpPO CTaH

MepCOHaXa Bij 1HIINX KOMIIOHEHTIB (Hanpukiaa, CharacterMovement)

1 BIAMOBIIHO OHOBMIOE aHiMmarii. Ile 3a0e3meuye mMaaBHUN mepexil Mix

PI3HHMH CTaHaMHM MIEPCOHAXKA, TAKUMU SIK PYX, CTPUOOK, 3ITKHEHHSI 31 CTIHOIO

TOIIO.

O0polka nmoaiii 3 mepcoHakemM

VY nmictuHry 3 mpeacTaBieHO KIac, KWW BIAMOBIAE 3a OOpOOKY MO
TIEPCOHAKEM.
Jlictunar 3 Ob6pobka noditi 3 nepconaxcem kiac “ CharacterEkEvents ”

using System.Collections;

using System.Collections.Generic;



using UnityEngine;

public class CharacterEvents : MonoBehaviour
{

private CharacterInfo info;

private CharacterMovement movement;

private CharacterAnimations animations;

[SerializeField] private float invulnerabilityTime;

private float currentInvulnerabilityTime;

private void Start ()
{
_info = FindObjectOfType<CharacterInfo>();
_movement = GetComponent<CharacterMovement> () ;
_animations =
GetComponent<CharacterAnimations> () ;

}

private void Update ()
{
1f( currentInvulnerabilityTime > 0)
{
_currentInvulnerabilityTime -=
Time.deltaTime;

}

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.TryGetComponent<Fruit>(out Fruit

fruit))



fruit.Destroy () ;

_info.AddScore (fruit.Points);

private void OnTriggerStay2D(Collider2D collision)
{

if (collision.TryGetComponent<Trap> (out Trap
trap))
{
if (_currentInvulnerabilityTime <= 0)
{
Vector2 difference = transform.position

- trap.transform.position;

_movement .Knockback (difference.normalized) ;
_animations.Hit () ;
_currentInvulnerabilityTime =

_invulnerabilityTime;

}

}
Knac CharacterEvents BianoBigae 3a 00poOKy MO/, 1110 BiI0YyBaIOTHCS
3 MEPCOHAXKEM ITiJI Yac TPU, TAKUX SIK 31TKHEHHS 3 MpeAMeTaMH Ta nmactkamu. Bix

TaKOX peajli3ye MEXaH1Ky HEBPa3IMBOCTI MEPCOHAXkA IMICIIs OTPUMAHHS IITIKOIH.

OCHOBHI IT10JI Ta BJIaCTHBOCTI
private CharacterInfo  info: IlpuBatHe none nns 30epiraHHs

1H(popMaIlii Ipo MepcoHaXka, HaPUKIad, MOro OYOK.



private CharacterMovement movement: Ilpusartne noue mis

KEpyBaHHS PyXOM IEPCOHAXa.

private CharacterAnimations animations: IlpuBaTHe mone

JUTSL KEpYBaHHS aHIMAIlISIMU TTIEPCOHAXA.

[SerializeField] private float invulnerabilityTime:

‘-Iac, IIPOTATOM AKOI'O IICPCOHAXK 6yz[e HCBPA3JIMBUM TICIIsS OTpUMAHHS IIKOOHU.

private float currentInvulnerabilityTime:Ilorouynuii yac

HEBPA3JIMBOCTI IEPCOHAKA.

OCHOBHI METOIH

° Start ()

MeTton, SIKWii BUKJIUKAETHCS 1111 Yac 1HIIai3amii KOMIIOHEHTA:

Inimamsye nonst info, movement, Ta _animations, 3Haxoad4u

BIJIIIOBIIHI KOMIIOHEHTH.

private void Start()

{
_info = FindObjectOfType<CharacterInfo>();

_movement = GetComponent<CharacterMovement> () ;

_animations = GetComponent<CharacterAnimations>();
}
° Update ()

Meron, AKUi BUKJIIMKAETHCSA KOXKEH Kaap:

3MeHIIlye Yac HEBPA3JIMBOCTI MEPCOHAXA, SKIIO BIH OLIbIIE HYJIS.

private void Update ()



1f( currentInvulnerabilityTime > 0)

{

_currentInvulnerabilityTime -= Time.deltaTime;

}

] OnTriggerEnter2D (Collider2D collision) - Meron,
SKUW BUKIMKAETHCS MPHU 3ITKHEHHI MEPCOHAXKA 3 IHIIMMHU 00'€KTaMu, 110 MaroTh
TPUTEpHI KOJUTalepH:

Ski110 nepcoHax 3IMTOBXYEThCA 3 00'€KTOM TNy Fruit, BiH 3HUILYE LEH
00'€eKT 1 10/1a€ BIJIMOBIIHI OYKH /IO 3arajbHOTO PaxyHKY MEepCOHaXa.

° OnTriggerStay2D (Collider2D collision) - Meroa, Skuil
BUKJIMKAETHCS, KOJIU MEPCOHAXK MepedyBae B 30HI TPUTEPHOTO KOJUIaiiepa 1HIIOTo
o0'exTa:

SIKI10 epCOHAX 3IMTOBXYETHCA 3 00'€KTOM TUIY Trap, BiH OTPUMYE IIKOIY
Ta BIJIIITOBXYETHCS, SKIIO YaC HEBPA3JIUBOCTI MUHYB.

Bukopucranns kinacy

Knac CharacterEvents iHTerpye mojii Tpu, Taki sk 30upaHHS

MpEAMETIB Ta YHUKHEHHSI MACTOK, 3 MEXaHIKOw0 nepcoHaxa. Lle mo3Bosse

peanizyBaTu pi3HI CIleHapli B3aeMojii MepcoHa)ka 3 O0'€eKTaMu TpU Ta

J10J1aBaTH BIAMOBIIHI €PEKTH, TaKi K aHIMAIlli yapy Ta HEBPA3JIHUBICTb.

30epeskeHHSI JTaHUX MEPCOHAKA

VY nictuHTy 4 OpencTaBiICHO KJac, KU BIAMOBIIAE 3a 30€PEKEHHS JTaHUX

IIEPCOHAKY.

Jlictunr 4 36epesicenns oanux nepconadxca knac “ CharacterInfo”
using System.Collections;

using System.Collections.Generic;



using UnityEngine;

using TMPro;

public class CharacterInfo : MonoBehaviour

{
private int score;

private float health;

[SerializeField] private TextMeshProUGUI scoreText;

public void AddScore (int wvalue)

{

_score += value;

UpdateUI () ;

public void GetDamage (float damage)

{
_health -= damage;

private void UpdateUI ()
{

_scoreText.text = "Score: " + score.ToString();

}

Knac CharacterInfo BigmoBimae 3a 30epiraHHs Ta KepyBaHHS
OCHOBHMMHM XapaKTEPUCTHKAMU TIEPCOHAXKa, TAKUMHU SIK OUYKH Ta 370poB's. BiH
TaKOX peaizye OHOBJICHHs IHTepdelicy KopucTyBaya /il BioOpaKeHHsI TOTOYHUX
OYOK.

OCHOBHI IOJIS TA BJIACTUBOCTI :



o private int score: IlpuBatHe none g 30epiraHnHs KUIbKOCTI
OYOK MEPCOHAKA.

o private float  health: [lpuBaTtHe mone mia 30epiraHHs
MOTOYHOTO PIBHS 3/I0POB'S MEPCOHAXKA.

] [SerializeField] private TextMeshProUGUI
_scoreText: Ilome g 30epiraHHA NOCWIAHHA HA TEKCTOBUM €JIEMEHT
iHTepdeiicy, mo BitoOpakae OUKH MEPCOHANKA.

OCHOBHI METOIH :

° AddScore (int wvalue) - Merton, sikuil 107ja€ BKa3aHy KUIbKICTh

OYOK JI0 3arajibHOr0 paxyHKy NepcoHaxa:

— 301IBIITy€ 3HAUCHHA _SCOre Ha BKa3aHe 3HaueHHs value.

— Buknukae meton UpdateUT () Ayt OHOBJIEHHS 1HTep(eiicy KopucTyBaya.

° GetDamage (float damage) - Meron, KMl 3MEHIIy€E PIBEHb

3I0POB'sl IEPCOHAYKA HA BKAa3aHE 3HAYCHHS:

- 3MeHIye 3Ha4eHHs health Ha BKasaHe 3Ha4YeHHA damage.

. UpdateUI () - IlpuBaTHHM METOH, SKUW OHOBIIIOE TEKCTOBHM

eJeMeHT 1HTepdeiicy KopucTyBaya Jisl BIIOOpaKEHHSI TOTOYHUX OYOK:

— OHOBIIIOE TEKCTOBE MOJIe _scoreTeXt 3HaYEHHAM score.

Kinac CharacterInfo 103Bosisie KEpyBaTH OCHOBHUMHU XapaKTEPUCTUKAMU
MEPCOHAXKA, TAaKUMHU SK OYKM Ta 3J0pOB'S, a TaKOoX 3abe3medye OHOBJICHHS
iHTepdeiicy kopuctyBaua. lle monomarae iHTerpyBaTH MEXaHIKy OYOK Ta IIKOJU B

rpy Ta BigoOpakaTu iX 1is TpaBIIs.

Ilenn kmac mAO3BOJISIE JIETKO KEPYBAaTH OCHOBHUMM XapaKTEPUCTUKAMU
MEepPCOHaXKa Ta 3a0e3neuye X KOPEeKTHE BioOpakeHHs B iHTepdeicl KopucTyBaya,

10 pOOUTH TPy O1IBII IHTEPAKTUBHOIO Ta 1HHOPMATHUBHOIO JJISl TPABIIS.



3.5 Peadiizanisi i TecTyBaHHSI

3.5.1 Peanizanis
®Di3uYHI XapaKTEePUCTUKN TOTOYHOT BEpCii CUCTEMU:
O06'eM koxy:
1. C# — 9087 kino6aiit, ~400 psikiB.
Kinpkicte MomymiB: 7.
KinekicTs 1 00'eM, B KiJToOaliTax, MpOrpaMHUX KOMITOHEHT:
1. Jonatok “TWE” — 1387062,99 kino06aiiT, 5 KOMIOHEHTIB.
VY tabauii 1 HagaHO MIBUAKOIIIO TPH.

Ta6auus 1 - Tabauys weuokooii epu “Epic Adventure

Cran nogatky CPU, % | RAM, MB GPU, % FPS
Y  penaktopi mpum | ~10.7% | ~95 MB ~42% ~1000
3YIIUHEHIH Ipi. FPS
Y  penakropi 1pu | ~11% ~ 1054 | ~ 44% ~900
3ammyuieHii rpi. MB FPS
VY 6inni rpu ~12% ~ 82 MB ~ 55% ~1600
FPS

3.6.2 TectyBaHHs

VY rpi "Adventures of Pixel" BM NMOBUHHI KepyBaTH NEPCOHAKEM Ha IM's
[Tikcenpb Ta 1onaTH Pi3HOMAHITHI IEPETIOHHU, 310paTH MOIYHULIIO 1 IEpecTpuOyBaTH
nepemkoau. 1{o6 3aBepmuTu rpy, MOTPIOHO MPONTH yCi PiBHI, JOXOASYU [0
¢inimy koxHoro piBHs. Lls rpa 1odpe BinoOpakae B3aeMOA110 Pi3UKH, SIK IEPCOHAK
pyXaeThes 1o miatopmax, K 3M1HCHIOE CTPUOKH Ta 3IIMTOBXYETHCS 3 00’ €KTaMHU.

Ha pucynky 6 300paxkeHo rojoBHuil exkpat rpu "Adventures of Pixel".



START GAME

Pucynox 6 — I'onoenuii expan

Ha pucynky 7 300pakeno nouaro rpu "Adventures of Pixel".

Score : 0

Pucynok 7 — Ilouamox epu

Ha pucynky 8 300paxeHo aHIMallito cTpudkKa.



Score : 0

o o deieb, o deiebe, - admimbe - i

Pucynok 8 — Animayis cmpubka

Ha pucynky 9 300pakeHO B3a€MO/Ii10 TOJIOBHOTO MEPCOHAXKY 31 CTIHOIO

Score : 0

o ik, o admimbe o admimd - i

Pucynok 9 — BzaemoOdiro 201061020 nepconasicy 3i cminoro

Ha pucynky 10 300pa’keHO OTpHMaHHS TOJIOBHHM TEPCOHAXKEM IITKOIAM Bi

NEPELIKOIN



|........_. o i o ik, - i

Pucynox 10 — Ompumanns conosnum nepconasicem uwkoou 6io nepeukoou

Ha pucynky 11 300pakeHo 30ip TOJOBHUM IE€PCOHAXKEM IOJYHHUIN Ta

30UIBIIEHHS KIJIBKOCTI OYOK

Score: 10

- admimbe - deimb o admimbe, -

Pucynox 11 — 36ip conosnum nepconasicem noayruyi ma 30i1buleHHs KilbKOChi

O40K

Konu rpaBens 10X0AUTH 10 KIHIEBOI TOYKHU PiBHS, Y MpaBiii CTOPOHI €KpaHa
3'SIBJISIETHCS KHOTIKA, KA JIa€ 3MOTY MEPEUTH Ha HACTYITHUN PiBEHb, HA pUCYHKY 12

300pa)K€HO KHOMKY JIJIsl IepeX0/ly Ha HACTYIHUI piBEHb



Score: 40

Pucynok 12 — Kunonka onsa nepexody na nacmynHuti pigeHs

Konu rpaBens HaTUCKae KHOIKY ISl IEPEX0ly HA HACTYITHUM PIBEHb, 3'SIBISETHCA
epexT 3aTeMHEeHHs, KUl gonae atmochepu. Ha pucynky 13 300paxkeHo edekr

3aTEeMHEHHSI, epe]] NOSIBJICHHS TPaBLsl HA PIBHI.

Pucynox 13 — Epexm 3amemuernns nepeod nosoiw 2pasys Ha pieHi



3.7 BucHoBKkH 10 po3aiay 3

VY mpoMy po3aini Oyno AETaNbHO PO3MIISIHYTO Iporec po3pooku rpu "Epic
Adventure" 3 BukopuctanusaMm irposoro pyiiist Unity. OCHOBHI aClIEKTH, PO3IIISIHYTI
B PO3Iii, BKIIOYAIOTh OMKC MPEIMETHOI 001acTi, PyHKII1IOHATbHI BUMOTH CUCTEMH,
apXITEKTYypYy CUCTEMH Ta OCHOBHI (DYHKIIIOHAJIbHI MOXKJIUBOCTI TPH.

Onuc npeaMeTHOI 00J1acTi

I'pa "Epic Adventure" e mmardgopmepom, A€ TpaBili MOJOPOXKYIOTH MiX
pI3HUMHU BUMipaMu Jyuisi O0iB 3 BOporaMu 1 JOCSATHEHHs KiHIeBOi MeTH. [ eliMrIuiei
BKJIIOYAE MIAT(OPMHI €JIEMEHTH, YHIKAJIbHI JUIsl pI3HUX BUMIPIB, Ta PI3HOMAHITHUX
BOPOTiB 3 p13HUMHU MOBEAIHKOBUMHU MoiensiMu. Unity, Ik OCHOBHHI 1TpOBUIA PyLIiH,
JI03BOJISIE peajli3yBaTH BUCOKOSIKICHY Tpadiky, pealicTuuHy (Pi3uky Ta iHtepdeiic
KOpPHUCTYyBaua, 10 3a0e3neuye 3aXOIII0IYUi IrpOBUM JOCBI.

DYHKIIOHAJIBHI BAMOTH CHCTEMH

OyYHKIIOHAIbHI BUMOTH TPU OXOIUTIOIOTH PI3HOMAaHITHI AacCMeKTH, fKi
3a0€31euyIoTh 11 (PYHKIIOHAJIBHICTh Ta €PeKTUBHICTh. Cepell KI0UYOBUX BUMOT —
nigrpumka 2D rpadiku, peamictuuHa ¢i3uka, BIATBOPEHHS 3BYKOBUX €(EKTIB Ta
My3UKH, 1HTEPAKTUBHUM KOPUCTYBAlLbKHM 1HTEppENC, a TakoX ONTUMI3allis
pecypciB aiis 3a0e3MeveHHs MIaBHOI poOOTH Ha Pi3HUX MPHUCTPOSX. Bukopucranus
MOBHU TiporpamyBaHHsi C# Juisl HalMCaHHS! CKPUIITIB JI03BOJISIE CTBOPIOBATH CKJIAHI
IrpOBI MEXaHIKH Ta IHTEPAKTUBHICTb.

ApXiTeKTypa cucreMn

Apxitektypa rpu "Epic Adventure" BkiIro4a€e OCHOBHI KOMIIOHEHTH, TaKl SIK
irpoBuid pymnit Unity, rpadiunuii mMoayib, (Qi3MUHUNA MOIYJb, aydi0 MOAYJb,
CKPUTITOBUN MOYJIb, CUCTEMA YIPABIIHHS pecypcaMu Ta iHTep(deiic kopuctyBaya.
B3aemonisi 1ux KOMIIOHEHTIB 3a0e3neuye 1HTerpaiito rpagiku, Gpi3ukd, 3ByKy Ta
JIOTIKH TPH, IO JIO3BOJISIE CTBOPHUTH PEATICTUYHI Bi3yalibHiI Ta (i3W4YHI €PEKTH.
EdexTuBHe ympapiiHHS pecypcamu 3a0e3nedye ONTHUMI3AIio MPOTyKTUBHOCTI Ta
KOM(OPTHY I'py HaBITh HA MEHIII ITOTY>KHUX TPHUCTPOSIX

DyHKUIOHAJT TPHU



I'pa "Epic Adventure" Hagae kopucTyBadyaMm IIUPOKUM (DYHKI[IOHAT JIJIst
3a0€e3MeUeHHs] HACUYEHOTO IrpOBOTO 1O0CBITY. OCHOBHI (DYHKITIOHAIbHI MOKIIUBOCTI
BKJTFOYAIOTh!

o [lepecyBannsi mepconaxa: Kimac ‘CharacterMovement
BIJIMOBIJIa€ 3a KepyBaHHA pPyXoM IepcoHaxka B 2D mpoctopi,
BKJIIOYAIOYU PyX, CTPUOKHM, MEPEBIPKY Ha 3ITKHEHHS 3 3eMIICI0 1
CTIHAMHU.

. 3mina aniManii nepconaxa: Kmac “CharacterAnimations’
Kepy€e aHIMalliIMHU IEepPCOHa)Xka, MEpeAaloud CTaHU MEepPCOHaxka [0
aHiMaTopa JjIsl MPaBUJIBHOTO B1IOOPaKEHHSI BIAMOBIHUX aHIMAIIii.

Takum yuHOM, po3podOka rpu "Epic Adventure" 3 Bukopuctanusm Unity
JI03BOJIMJIA peai3yBaTy 1HHOBALIMHI PIIIEHHS JJIs1 CTBOPEHHS IHTEPAKTUBHOTO Ta
3aXOILTIOI0UOro IrpoBoro JgocBiny. Bukopucranus Unity ik OCHOBHOTO irpoBOIO
pywiis  3a0e3le4msio  BHCOKOSKICHY rpadiky, peajmicTUuHy (QI3UKy Ta

IHTEPaKTUBHICTb, 1110 POOUTH TPy MPUBAOIUBOIO JJI IPABIIIB PI3HOTO BIKY.



BUCHOBKH
B pe3ynbrati BuKoHaHHS KBasiikamiiiHoi poOOTH MOKHA 3pOOUTH HACTYITHI

BHCHOBKU:
1. Joseaeno edextuBHicTh Unity maiist po3poOku 2D-mnatdopmepis.
2. IIpoBeaeHO MOPIBHSAILHUM aHAI3 ICHYIOUHMX ITPOBUX PYIIIiB HA PUHKY.

3. Bukopucranus C# 3a0e3nedmsio CTBOPEHHsS ITPOBOI JIOTIKH, BHCOKY

MPOYKTUBHICTH 1 CTAOUTBEHICTD TPH.

4. BussieHo raydkictb Unity sik 3aco0y po3poOKH Ta MOKJIIHMBICTH HOTO

pO3HII/IpIOBaHOCTi J0AaTKOBHUMHU iHCTpYMeHTaMI/I.

B mutomy, po3pobka 2D-nmargopmepy 3 BukopuctaHHsM  Unity
MPOJICMOHCTPYBaJIa BHUCOKY €(GEKTHUBHICT, IIHOTO IrPOBOTO pYIIiss Ta HOTo
CIPOMOXHICTh 3a0e3MeuyBaTh PO3POOHUKIB yCIM HEOOXIJHUM I CTBOPEHHS
SAKICHUX Ta 3aXOIUTIOIYUX irop. OTpuMaHui JTOCBiJ € I[IHHUM 1 BIJIKpUBA€ HOBI

MO>KJIMBOCTI JUIsl MaliOyTHIX MPOEKTIB Yy cepl IrpoBOi IHAYCTPIi.
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Hexaapanis
aKaJeMi4Hol 100poYeCHOCTI

3100yBava crynensi Bumoi ocsitu 3HY

A, YucrikoB Bagum CepriioBuu, ctyaeHT _4  Kypcy, GOopMU HaBYaHHS JCHHOI,
[HKeHepHOTO HaBYAIBHO-HAYKOBOTO 1HCTUTYTY, chemianbHicTh 121 [HkeHepis
NpOTpaMHOTO  3a0e3MeueHHs,  aapeca  eNeKTpoHHoi  momTm  1pz20bd-
203@stu.zsea.edu.ua, — mATBEPIKYIO, IO HAIKCaHa MHOIO KBamidikaiiiHa
pobotra Ha Temy «Po3podka 2D-niardopmepy 3 BHKOPHCTAHHSIM IrPOBOIO
pywis Unity» BiAnoBizae BUMOraM akaJeMI4HOI JOOPOYECHOCTI Ta HE MICTUTh
NOpYILIEHb, 1110 BU3HaUeHI y cT.42 3akoHy Ykpainu «IIpo ocBiTy», 31 3MICTOM SIKUX

03HAMOMJICHUI.

- 3ajiBJEII0, IO HaJaHa MHOIO I HepeBipKH CJIICKTPOHHA BepCiH pO6OTI/I €

IIEHTUYHOIO ii IPyKOBaH1i Bepcii;

3rOJICH/3roJIHa Ha TMEpPEeBIPKY MO€i pOOOTHM HA BIAMOBIIHICTh KPHUTEPIIM
aKaJeMivyHO1 I0OpOYECHOCTI y OyIb-sIKUN CIOCIO, y TOMY YHCHIi 3a JOIOMOTOIO

IHTEPHET-CUCTEMH, a TaKOX Ha apXiByBaHHA MO€i pobOTHM B 0a3i JaHUX Ii€i

CUCTCMH.

Hara 17.06.2024 YuctikoB Bagum CepriioBud
(ctyneHr)

Jlara 18.06.2024 Cxpunnuk IprHa AHaTOI1iBHA

(HayKOBHH KEPIBHUK)



