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PEDEPAT

Kpanidikamiitna po6ota OakamaBpa «Po3poOka IHTENEKTyalnbHOI TpH 13
3actocyBanHsaM matdopmu Unity»: 89 c., 18 puc., 17 mxepen, 1 nogaTok.

TEUMJINBANH, TPA®IYHUIN IHTEP®ENC, ITPOTPAMYBAHHJ,
KOIAYBAHHA HA C#, [POTOTUITYBAHHA, PO3POBKA II'OP,
TECTYBAHHA I'PU, YITPABJIIHHS I[TPOEKTAMU, ®I3UKA IT'OP, UNITY.

OO0’ €eKT TOCIIIKEHHS — MPOIEC PO3POOKH 1HTEIEKTYaIbHOI TPU-TIa3Ty Ha 0asi
kiacuyHoro Terpucy 3a gonomoroto miatdopmu Unity.

Mera poOOTH: MOXIMBICTE CTBOPEHHS IpU-TIa3ily Ha OcHOBI Terpucy 3
BUKOPUCTAaHHAM MOXJIHBOCTeH mardopmu Unity, B ctumictuii 2D.

Meton AochipKeHHS — CHUCTEeMHHMH aHaji3 Ta MOJENIOBAHHS, METOIU

IMPOTOTUITYBAHHS, MECTOAN TCCTYBAHHA iFOp.



SUMMARY

Bachelor’s qualifying paper “Development of an Intelligent Game Using the
Unity Platform™: 89 pages, 18 figures, 17 references, 1 supplement.

GAME DESIGN, GUI, PROGRAMMING, CODING IN C#,
PROTOTYPING, GAME DEVELOPMENT, GAME TESTING, PROJECT
MANAGEMENT, GAME PHYSICS, UNITY.

The object of the study is the process of developing a puzzle game based on
classic Tetris using the Unity platform.

The aim of the study is to possibility was created for a puzzle game based on
Tetris using the unique capabilities of the Unity platform, in 2D style.

The methods of research are system analysis and modeling, prototyping

methods, game testing methods.
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BCTYII

AKTyaJIbHICTh TeMH JocaifxkenHss. CydacHa IHIYCTpis BIIEOIrOp MOCTIHHO
PO3BUBAETHCS, 3aTydarou BCe OLNIbIIE TPaBLiB Ta pO3pOOHUKIB. IrpoBi IBUTYHH,
taki sik Unity, RPGMaker, Unreal Engine, CryEngine, Source 2 ctanu HeBi1’ €MHOIO
YaCTHHOIO I[LOTO MPOILIECY, HAJal0Yl PO3POOHUKAM IIUPOKUNA CIIEKTP IHCTPYMEHTIB
JUISL CTBOPEHHS PI3HOMAHITHUX ITPOBHUX MPOEKTIB.
B ymoBax 3pocTarodoi KOHKYpEHIi Ha PHUHKY BIJCOIrOp, ONTHUMI3aIlis
MpoIlecy Po3pOoOKM Ta MIiJBUILECHHS SIKOCTI ITOp € HaJA3BHYAHO Ba)KJIMBUMU
acmeKkTaMM, Xo4a JIesKi KoMMaHii 0epyTh KUIbKICTIO, a He AKICTIO. JlocaimKeHHs
MoxJMBocTed 1atgopmu Unity aJis CTBOPEHHS 1HTEIEKTyallbHOI IpHU-Ta3ily Ha
OCHOBI KiacuyHoro TeTpucy € akTyalbHUM Ta CIpHUsi€ NOrIHOJIEHHIO B 0a30Bi
3HaHHS y Tally31 po3pOoOKH irop.
Mera pociaimkeHns. CTBOPUTHM Ta TNpOAHAII3yBaTU €Tald pPO3POOKH
IHTEJIEKTyaIbHOI TPU-TIa3]ly, HATXHEHOI KJIacuYyHUM TeTpucom, 3 BUKOPHCTAHHSIM
MOXKJIMBOCTEN TeMm-eHkuHy Unity. B peamizamito 3agadi BXOAWTh CTBOPEHHS
IHTEPaKTUBHUX €JIEMEHTIB JUIsl OKPAIEHHS BPAXXEHHS BiJl TEHMIUICIO.
3aBaaHHs gociimkeHHs. [[ns peamizamii 3agaHOi METH BHMIAUICHO Takl
3aBJIaHHS:
— TpOaHaji3yBaTH OCHOBHI OCOOJIMBOCTI Ta MepeBaru irpoBoro ABUTYHA,
Unity;

— JOCTIUTH KOMIIaHii, 0 BUKOPUCTOBYIOTH Ta PO3POOJISIOTH ITPU HA sIIpi
Unity;

— cdopMyBaTH HANMOUIBII MITXOAIMN ITPOBI MaTepiayid Il PO3POOKHU
IHTENEKTyaJIbHOI TpU-TIa3Ily;

—  PO3pOOUTH MPOTOTHUII TPU HA OCHOBI KJIACUYHOTO TeTpucy;

— TPOBECTH TECTYBAaHHS I'PU JIJIsl OLIIHKY ii MPUAATHOCTI.

00’ext nocaipkenns. Dopymu Unity, BeOcaiiTi, BeOCepBiCH.
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IIpenmet pocaixkeHHsi. AKTyanbHi IHCTPYMEHTH Ta METOJIA PO3POOKH, IO
BUKOPHUCTOBYIOTKCS B Tu1atdopmi Unity 171 CTBOPEHHS CydacCHUX 1HTEICKTYTbHIX
IrOp-TasiiiB.

Metoau pocaimkenHs. CUCTeMHHMIA aHaNli3 Ta CHUHTE3, MPOTOTHITYBaHHS,
MOPIBHSHHS, EKCIIEPUMEHT, TECTYBaHHS ITPOTPAMHOTO 3a0€3MeUeHHS

JIisi BUKOHAHHS TIOCTaBJICHWX 3a/7ad BUKOPUCTOBYBAJIHCS EJICKTPOHHI
pecypcu, po3poOKa KIACMYHOTO TEeTpicy BijOyBaslacsi B CEPEIIOBHIINI PO3POOKH
Visual Studio Code ta mporpamuomy pymrii 1y irop Unity.

KBamidikarriiina po6oTa CKJIaaeThCs 31 BCTYITY, TPbOX PO3/ILIiB, BACHOBKIB,

HGpGHiKy IMOCHJIaHb Tda OAHOI'O AOAATKY.
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1 IHAYCTPIA ITOP: OIJIAAA TA ICTOPIA

1.1 IIpobsieMu cydyacHUX KOMIAaHIi

Cepaue Oynp sikoi cydacHOi KommaHii mo po3poOlil BUAEO Irp Ta 1HMII-
po3poOHUKa [2] € mpaBWIILHO OOpaHe Ta pealizoBaHe irpoBe sAapo. Bix 1ie€i ocHOBU
3aJIeKUTh MalOyTHE PO3POOHUKIB 1X MOMJIMBOCTI UM € TOMAIBIIUN PO3BUTOK,
nepexiJi B KpocmiatQopMeHicTh, Blajga ontuMizaiis. OCHOBHUN TpeHJ 3aJat0Th
TIFaHTH 1IHIYCTPIi, Yepe3 BEJIMKUI ITAT CiBPOOITHUKIB. CTBOPIOIOTHCS MIAPO3A1IN
OpIEHTOBaHI Ha BY3bKY CIICLIANBHICTh, Yepe3 1€ CTBOPEHHS Irop CTae
aBTOMATH30BaHUM Ta YTBOPIOETHCS KOHBEED.

SIckpaBUM TPUKIAJAOM KOMIIAHIi sika pOOUTH irpu 3apaau NpUOYTKYy Ta
CTaBHTh iX Ha peliku aBTomMatu3my Electronic Arts maiixe Bci iX irpu MaroTh B 001
cucremy Pay To Win. L{s cuctema MoHeTH3aIli1 JO3BOJISIE KOPUCTYBAa4YaM KYITyBaTH
ITpOBI MepeBaru 3a peajbHi rpoiiri. Yum Oubie Tporiel KOpUcTyBad BUTPATHUTS,
TUM OlIblIE TepeBar BiH oTpumae y rpi. [Ipu nboMy Hemae KOJHUX OOMEXKEHb Ha
CyMy TpOIIIeH, SIKy MOKHa BKJIacTH B rpy. [Ipukiaa Takux irop Bia BUAABIIS.

FIFA. EA Bunyckae HOBY Bepcito (pyTOoapHOTr0 cumyisitopa FIFA mopoky.
Xoya y KOXHIM HOBIH BepcCii OHOBIIOIOTHCS CKJIAJIM KOMaHJ 1 1HOAI HE3HAYHO
NOKpallylOThCcsl TedMIuied Ta rpadika, i 3MIHM € HE3HaYHUMHU Ta IIOTaHo
BIUIMBAIOTh HAa ONTUMI3Allll0 TMPOEKTY, 4Yepe3 1€ MICHS pemizy JOBOAUTHCS
JOpOOJIIOBATH BCE B MOCIHIXY 4Uepe3 I 3 SBISIOThCS BCe HOBI 1 HOBI Oaru. Taka
CHUTYaIIisl TPUBAE JI0 BUXOY HOBOI YACTHHHM, a BHJI CTAPOi BiIMOBIISFOTHCS.

Need for Speed. I"'onouna cepist Mmae 637114 BUITYCKiB, 1 X04a HEe KOXKHA Ipa
BUXOJUTH IIOPIYHO, YACTOTA PEJIi3iB 1 MEXaHIKH, 1110 TOBTOPIOIOTHCS, IPU3BOISITH
JI0 KPUTHKH 32 BIICYTHICTh 3HAYHUX TOJIIIIEHb Ta THHOBAITIH.

NHL. EA rtakox Bumyckae miopiyHi Bepcii XxokeilHoro cumyssaropa NHL

(National Hockey League). Ananoriuno FIFA ta Madden NFL, i irpu yacto
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OTPUMYIOTh HE3HAYH1 3MIHHU, 30CEPE/’KEHI Ha OHOBJICHHI CKJIAJliB Ta HEBEJIMKHUX
TOKPAILICHHSX Y TEUMIUIEH.

Taka cucrema nparittoe 3aBasku paHaTam ski OyayTh TpaTH JIUIIE 13 32 HA3BH
Ta MOJIMBICTH 310paTH CBOIO YIIOOJIEHYy KOMaHAy 3 KapTok. B Takux ymoBax
BTPAYa€THCS KPEATUBHICTH Ta 1HHOBAIII, BIJUIM POOITHUKIB KOMIaHIi MOYNHAIOTh
BUKJIAJIATUCA HE HAa MOBHY CIIOCTEPITraloud JIMILIE 33 MOHETH3ALI€I0 MPOEKTY B
mKoay skocTi. Taki ¢ipMu HE BHOCATH HIYOTO HOBOTO JIO CBITY Irop B HHUX
3’ ABJITFOTHCSI KOHKYPEHTH, SIK1 aJanTyIOThCS i PUHOK Ta TPUMAIOTh YITKHHA KypC
11100 BHECTH 1HHOBAIII1. Uepes 11e MOUMHAIOTh NPOSBIATUCS BC1 MPOOJIEMU T'OJIOBHI 3
HUX KOHKYpPEHIIIsI BCEpeIMHI KOMIaHii, mpoOjJeMHu 3 PO3pOOKOI0 Ta 3amyCKOM

BEJIUKHX MPOEKTIB, TSHKKICTh aJanTallli i) HOB1 peasii puHKY.

1.2 Peasizauisi nepumux irop

Epa posBakambHUM apKaJHUM aBTOMAaTraMm, a caMme MHOOJ Ta MYy3H4HI
aBTOMaTu OyiM TMpeaKkaMd Ha OCHOBI SKUX OyB po3poOJieHud mepriuit
CJICKTPOMEXaHIYHUN KOMIT IOTep. 3aBISKH PO3BUTKY TEXHOJIOTIH Ta €HTy3lacTam
OyB po3po0JIeHUI NepIInii e1eKTPOMEXaHIYHUN KOMIT 10Tep A irop “Nimatron”.

Bin OyB mparntypom cydacHux Bifeoirop. Briepiie npencraBnenuii myO:imi Ha
BcecBiTHiii BuctaBui 1939-1940 pokis, OyB ctBopenuit Ensapaom KonpgoHowm.
HacTynHuM 3Ha4YHIM KPOKOM CTaJio CTBOPEHHS Ta MaTeHTyBaHHS «P03BaxalbHOTO
MIPUCTPOIO HA OCHOBI €JIEKTPOHHO-TIPOMEHEBOT TpyOkm» Tomacom [ommemitom i
Ectiom Mannom y 1947 poui. BoHO BBaxaeTbcsi mMepIUM CIELIATBHO
NPU3HAYECHUM JJIS1 TPU IPUCTPOEM, 1110 BUBOJUTH 300paKeHHS Ha €KpaH.

Ha nouatky 1950 poky O0yB po3poOnenuit komn’torep 11 rpu HIM, Bertie
the Brain Ta XpecTuku-HYJIUMKH. 3aporpaMOBaHUN Ha J1Ba BUIM T'pH, JIOJAMHA 3
KOMIT FOTEpOM Ta aBTOMATHYHA I'pa (KOMIT I0TEP 3 KOMIT FOTEPOM).

Y 1948-1950 pokax Amnan Tropiar 1 JleBin YemrnepHOyH po3poOuiH
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anropuT™M 1maxoBoi Tpu Turochamp, mpore KOMI'IOTEpU TOrOo dYacy OyiH
0araTOKOPUCTYBallbKUMH ~ HEJOCTATHRO TIOTY)KHUMH, 00 peami3yBaTH IIeH
AJITOPUTM.

Nimrod. Monens 3po6iiena koMmmanieio Ferranti Ta Briepiie rmpeacraBicHa y
1951 pomi. [Iporotumom nns crBopeHHss Nimrod OyB Ha TOM 9ac cepilo3HOTO
Ferranti Mark I, po3po0ka KiHIIEBOTO BapiaHTy Hiuta Maibke pik 3 1 rpyaus 1950

poky no 12 BepecHs 1951 poky.

1.2.1 llepia MyJbTHILICEPHA IT'Pa

Tennis for Two [7] (Tenic st 1BOX) — OHA 3 MEPIIUX KOMIT IOTEPHUX irop
3 rpadiuHuM 1HTepdeiicoM Ta mepia po3paxoBaHa Ha 0araTo KOpUCTYBadyiB rpa.
Bona 6y1na po3po6iena dizuxom Binbsamom XirinootamoM y 1958 pori aJist po3Baru
B1JIB11yBauiB bpyKXelBEeHCHKOI HAllIOHAIBHOI JaOOpaTOpIi.

Jlo 1960-x pokiB pO3BUTOK OOYUCITIOBAILHOT TEXHIKH — B1Jl BAKYYMHHUX JIAMIT
710 TPAH3UCTOPIB, a B1Jl TPAH3UCTOPIB JI0 IHTETPAIBHUX CXEM — 3pOOMB KOMIT IOTEpU
Ha0arato MOTYXHIITUMU Ta TOCTYHIIITHUMH.

VY 1961 poui rpyna cryaenTiB 3 ki1y0y Tech Model Railroad Club (TMRC)
npu MaccadyceTcbKoMY TEXHOJIOTTYHOMY 1HCTUTYTI BUKOPHCTAIa HOBITHINM HA TON
MomeHT koM ' totep DEC PDP-1 nnst cTBOpeHHS O/iHI€T 3 EpIIUX KOMI FOTEPHHUX
1rop — KOCMI4HOTO cuMysisitopa Spacewar! Ls rpa crana 3HaKOBOIO MOJIIEO B 1ICTOPIT
Bifeoirop. Ii TBOpI aKTHMBHO MOLIMPIOBATN KOJ I'PU Cepesl iHIIMX KOPHCTYBAJiB
koMmi'torepiB PDP-1 B yHniBepcutetax Ta mnabGopartopisix, a kommadis DEC
BUKOPHCTOBYBaja Spacewar! Ijisi IeMOHCTpaIlii MOKJIMBOCTE CBOIO KOMIT 0Tepa
NOTEeHIIHUM noKymusM. Xoua PDP-1 OyB ny»ke AOporuM KoM t0T€pOM, BapTICTIO
120 tucsuy momapis CIIIA, 1 Oyno mpomaHo iuiie KiTbKa JECATKIB TaKUX MAIIHH,

Spacewar! Mana 3HayHUH BILUIUB HA PO3BUTOK KOMIT IOTEPHUX 1rOP.



13
1.2.2 Cucrema PLATO

[loBHa Ha3Ba MNpPOrpaMHUN aNTOPUTM JJisi ABTOMATU30BAHUX OIEparliil
BUKiIananHd. [lepina cucrema B CBITI JUIsl €1€KTPOHHOTO HaBYaHHA. Cuctema Oyina
po3pobieHa B yHiBepcutTeTi Lmminoiicy Oyna B ekcruryaramii 40 pokiB Ta
HapaxoByBajla JEKUIbKa THCSY TEpPMIHAIIB 1O BChOMY CBity, Outbmr 10
MeHHppEeHMIB K1 TIIKIIOYEH] 10 OJHI€l Mepexi. ['oloBHA 3ajadya BUKOHAHHS
IPOCTUX KYpPCOBHX pOOIT cTyneHTamMu YHiBepcutTeTy. Ilig uyac BUKOpHCTaHHS
PLATO [4] Oynu BBeneHi Taki 6a30B1 MOHSTTS, SIK BeO(GOpyM, OHJIaH-TECTYBaHHS,
CJICKTPOHHA IOIITa, YaT, MUTTEBE IMOBIIOMJICHHS, BIJJAJICHUH poOOYUI CTII Ta
po3paxoBaHa Ha Oarato kopuctyBadiB rpa. Came mis komm ' torepiB PLATO y 1973
potii 0yJI0 CTBOPEHO MEePIITy Ipy 3 TPUBUMIPHOIO rpadikoro Spasim, a TAKOXK BIIEPIIIE

aJanToOBaHO TaKi BIOMI irpH, ik Mamkonr Ta Comitep.

1.2.3 Ilepuui irpoBi KOHCOII

VY 1966 pomi imxenep Panbd bep 3a BiacHOO 1HIIIATUBOIO MOYaB POOOTY HaJl
IPOTOTUIIOM TEJEBI3IMHOIO NPUCTPOIO s irop kojnoBa Ha3zBa Channel LP. Ilepuri
crpoOu 3HAWTH MapTHEpa Cepell BEMUKUX KOMIAHINA 10 BUPOOHUIITBY TENEBI130PiB
3akiHuMiIKcs Hepaano. Y 1971 poui Panbd pa3zom 3 xkojeramu BAajaocs mianucaTé
KOHTpakT 3 Magnavox. [Iporotun koncom mig Ha3Boro Brown Box, mepeiimoB Ha
KOMEPIIIHHUN TPOYKT Ta OTpuMaB Ha3By Magnavox Odyssey.

[lepmia neMoHCTpallisi KOHCOJI IUPOKii myOumini Bigoynacs B 1972 pomi ta
HaJIUIIIA y IPOJIAYK B MEKaX aMEPUKAHCHKOTO pUHKY Yy ceprHi 1972 poky. Ha toit
yac MpucTaBKa rpu co01 Mania 13 irop Ta BiAOMI HaM 3apa3 CUMYJATOpHU PyTOOoIy 1
TeHicy. Jl0 KOMIUIEKTY KOHCOJI TaKOXX BXOAWJIM PI3HI aKcecyapu AesiKi 3 HUX
narnepoBi TPoIIIi Ta HAKJIAAKK Ha eKpaH. He 3Bakaroun Ha Benuky 1iHy B 100 monapis
KOHCOJIb 3/100yJia Bu3HaHHSA 10 1975 poky Oyno mpoaanHo moHan 350 Tucsy

IIPUCTPOIB.
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1.2.4 ApkaaHi aBTOMaTH

[HmycTpis apkagHHX aBTOMATIB [5] oTpuMaia HOBY XBHJIIO MOMYJISIPHOCTI
3aBJISIKY TIOSIB1 CKJIQIHUX €JIEKTpOMEeXaHIYHuX irop. Bumyckatouu aBTomat Perisope
y 1966 pomi smoHchka KoMMaHis Sony mpupekia cede Ha ycmix. Bin craB
nonyJisipHuM B y camiil Anonii tak B CIIIA. ITopoausmiu 6e3miu HaciiayBanb. e
TEXHOJIOT1YHE YCKIIaJHEHHS 1 3pOCTaHHS 1HTepecy MyOIiKH 0 apKaJHUX aBTOMATIiB
HiATOTYBAJU IPYHT JUIS MOSIBU €JIEKTPOHHUX apKaJHuX aBToMaTiB y 1970-x pokax.

[lepmmii enexkTpoHHUN apkajaHuii aBromMaT MaB Ha3By Galaxy Game,
po3pobisiennit y 1971 pori B CteHopackkoMy yHIBEpCUTETI Ha 06a3i KOMII toTepa
PDP-11, nnsa rpu Spacewar.

AstomaTt Computer Space po3po0onenuii Homanom bynineniom cras nepium
CepiiHO BHUPOOJIEHUM MPOAYKTOM, XO4a M HE JOCAT BEIUKOro ycmixy. Yepes
CKJIaJIHICTh Tpu Kommanis Nutting Associates He 3MOIJIa MiABUIIUTU IUIAHKY
npoaax B 1500, ockuibKuU JUisl 3BUYAHUX OapiB, /e BCTAHOBIIOBAIMCS MiHOOJIBHI
Ta My3U4HI1 aBTOMAaTH BiH HE IT1IXO/UB.

[Ticns miei HeBmaui bymuenn y 1972 poui 3acHyBaB BJIaCHY KOMIIAHIIO 3
BUPOOHUIITBA apKaTHUX aBTOMATIB Atari.

Y 1972 poui Atari Bumyctuna apkagHuii aBtomat Pong, po3poOienwii
1HmxeHepoMm AstanoMm AnkopHoM. Lg cucrema, HabaraTto mpocTimie Ta AelieBIa .
[{um BumHKOM Atari 3alyCTHB JIAHIIIOTOBY PEAKIIO 00 CTBOPEHHS BJIACHHUX
IpaJIbHUX aBTOMATIB.

[Tim yac TOHKM 3 KOHKYpPEHTaMH Ta PO3pOOKOIO ITpOBOTO aBTOMary Atari
€KCIIEpUHTYBAB 3 IHIIUMH TUIIAMU 1r0p, @ caMe roHouHuit cumyisatop Gran Trak 10,
Tank Ta xocmiuHa Tpa Space Race.

VY 1975 poui komnanisa Taito Corporation po3poOuna irpoBuii aTomar Gun
Fight, Oy Bumymenuit B fAnonii ta nompaupoBanuii Midway Games Oys
BIANIpaBIIEHUH 1O AMEpUKHA SIK TEPIIMH apKaJHUM aBTOMAaTOM, Y SKOMY

BUKOPHUCTOBYBABCSI MIKPOIIPOIIECOP.
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1.3 Pac-Man

Pac-Man po3po6nena y 1980 pori kommaniero Namco, koayBaB ii Topy
IBaTaHi K rpy ans apkajaHoro apromaty. He3Baxarouu Ha CBOIO JIETKICTh I'pa Malia
3aXOIUTIOIOUMN TeWMIUIe Ta 3aBolOBaja  MOMYJSIPHICTh cepell reiiMepiB Ta
3BUYANHUX JIIOACH.

VY rpi rpaBeup ympasise nepcoHaxkeM Pac-Man, skuil moBHUHEH 30upatu
MOHETKH y JaOipuHTI, YHUKAIOYM 3ITKHEHHS 3 BOPOXXKMMHU TpHUBHIaMHU. Benwuki
MOHETH [JAalOTh MOKJIMBICTh HAJSIKATH MNPUBHUIIB Ta 3’iCTH, MICJIS LIOIO BOHU
MOTPAIUIATh Y MACTKY Ha Aeskuil yac. [Ticis 3akiHueHHs 1i 3/110HOCTI MPUBUIU 3HOB
CTaHyTh BOPOTaMH.

[licns Toro siKk rpaBelb HE 3aJMIIUTH >KOAHOI MOHETKM Ha piBHI, NaKMaH
NepexXoaUTh Ha IHIIUH 13 30epeKeHHSIM HaOpaHUX OYKIB, Tpa HECKIHUEHHA, TTOpa3Ka
B HIil HAaCTa€ JIMILIE ITPU BTPATI BCIX TOAATKOBUX JKUTTIB.

B Hamr yac 10ci € Ti XTO 3Mara€eThCsi B CIUCKY J1IEPIB Ta MPOBOAATH TYPHIPH

3 MPU3aMH.

1.3.1 3milika

Ictopiss «3Miliki» moyanacs Ha PaHHIX MEPCOHAIBHUX KOMITIOTepax 1
apKaJHUX aBTOMAaTax, Jie TpaBellb KEPyBaB «3MIHKOIO», IKa HAMaraeTbes 3 iCTH 1Ky
(3a3BMuail mpeaCcTaBiIeHy SK s0JyKa), HAMaralo4nuch YHUKATH 31TKHEHHS 31 CBOIM
XBOCTOM a00 CTiHaMH IrpoOBOTO TMOJIA. 3 KOXHUM 3’iI€HMM sIOyKOM 3Miiika
30UTBIITYBaIacs y po3Mipax, 0 poOuIo Ipy JAeaali CKIIaHIIIE.

VY 1997 poui Nokia nogana «3miiiky» y cBOi MOOLJIbHI Telle(OHU, TOUMHAIOUN
3 mozem Nokia 6110. Ile 6yB BuOyXxoBHif MOMEHT JJIsl TPH, OCKUTbKM BOHA CTaJia
JIOCTYITHOIO MIJbHOHAM JII0JIed MO0 BChOMY CBITY 1 OyJsia BOy/0OBaHa B OUIBIIICTh

tenedoHiB Nokia B HACTYITHI POKH.
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Onniero 3 ocobmmBocTed «3miliku» Oyno Te, 10 BOHA HE BUMarajia
MOTY)XKHOTO 3aji3a YW CKJIagHUX KOHTpoJiiB. I'patm B Hei Oyno mpocto i
3aXOTLTIOI0OYE, IO 3pOOWIIO 11 MOMYJIIPHOIO Cepe/I IO IeH Pi3HOTO BiKY Ta KaTErOpiH.

Hezabapom «3miiika» cTana IKOHOI0 MOOIBHUX 1TOP, YOCOOIIIOI0YH TPOCTOTY
Ta BECEJIOIIII, SKi MO’KHA OTPUMATH BiJ TPH HA MOOIJTELHOMY MIPUCTPO.

3 dacom «3Milikay Tmepexxusa Oe3lid OHOBJEHb Ta Bapiamiil, ame ii
OpUTIHATBEHUH (HOpPMAT 3ATUIIAETHCS KIIACHKOIO Ta IPOAOBKYE 3aTydaTH IPaBIIiB 1O

BChOMY CBITY.

1.3.2 Terpuc

Tetpic [6] Oyno cTBOpeHO y uepBHI 1984 poky paasiHCbKUM MPOTrpamMicTOM
OnexkcieM IlaxxutHoBuM y Mocksi. [laxuTHOB mpamioBaB y OO4HCIOBaIBHOMY
neHntpi Akazaemii Hayk CPCP Ta po3poOuB rpy Ha komm’torepi Enexkrponika 60.
Horo mera Gyna CTBOPHTH Tpy, sIka OylJa O 3aXOILIIOIOYOI0 Ta JONOMArana
PO3BUBATH JIOTTYHE MHUCJICHHSI.

Ha3Ba teTpic moXoauTh BiJl TPELBKOTO CIIOBA «TETPay, 0 O3HAYAE KUOTHUPHY,
OCKUIbKH BCl ()Irypd B I'pl CKIAJAIOThCS 3 YOTHPHOX CErMEHTIB, 1 CJOBa TEHIC,
ymro6sienoi rpu [laxutHoBa.

TeTpic moTpanuB Ha 3aXiTHUIA PUHOK 3aBJISIKH YTOPCHKUM IpOrpamicTam, sKi
ctBopuwin Bepcito rpu s IBM PC. Ilotim Opuranceka kommadiss Andromeda
Software HaOya npaBa Ha MOIIMPEHHS I'PHU Y 3axiTHUX KpaiHax. 1986 poky Terpic
OyB npencrasnenuit Ha BucTasil Consumer Electronics Show y Jlac-Beraci, ne fioro
nomituia komnanis Spectrum HoloByte, sika 3rogom Bumyctuia Bepcito st IBM
PC y CIIA.

['pa mBHAKO cTana MOMYJSPHOIO Cepell CMiBPOOITHUKIB 0OUHMCIIOBAIBHOTO
IEHTPY, a 3TOI0M 1 3a Horo Mexamu. [1axXuTHOB Ta Oro KoJIeTH Po3poOmIM Bepcii
rpu 111 IBM PC Ta iHmmx miargopm.

Hesnos3i rpa npusepuyna ysary no3a CPCP.
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1.4 Irposi ABUryHM

[lepmnii irpoBUi IBUTYH Y PO3YMIHHI Cy4acHOi JIIOJUHU 3’sBUBCS B 1983
poI1ll Ha HboMy OyJla HamucaHa rpa B )aHpi IIyTep 3 BUTJISIOM Bij MepIoi ocoOu.
Yepes aecarb pokiB modauuTh CBIT MaiOyTHsa cepis irop DOOM. Ilporpamnua
YacTUHA TIPEACTABIsIa 3 AUTHHU HAOIp pO3yMHUX PIIeHb MIOAO MOILTY
HABAHTAKEHHA KOMIIOHEHTAMU TPU TaKUX SK 31TKHEHHS OO0 €KTIB, BIITBOPEHHS
3BYKIiB Ta rpadgigaux pecypcis. [licis 11boro moyanacs akTHBHA po3po0OKa IBUTYHIB,
BOHHU TIOJUISIUCS HA J[Ba BUJIM, SKI 3p0O0JICH] TIJIBKH JJIs 1r0p 1 HIYOTO Olble He
MOXXYTb, IPYTUNA BUTJIST SIKUM MOKE POOUTH MPOPAXYHKHU SIK MATIOBATH YTy TOIIO.
B Ham yac OuUIbIIICTH JBUTYHIB € 0araTo3aJayHUMH 3a PaxyHOK BIIKPUTOTO
BUXIJTHOTO KOAy. Temep Ha KOKHOMY JBHXKKY MO>KHA HamucaTH OyIb-aKUM KaHp
TpH, /K€ Y BIAKPUTOMY JOCTYII € MOKJIUBICTh 3MIHH 010J110TEK. 32 paxXyHOK LbOTO
Ha MIPOCTOpax IHTEPHETY € pi3H1 MoAudIKaIli KOy, Kl J0Jal0Th IIOCh HOBE MpHU
po3po0Oiii. Taka moJiTiKa 100pe BIUIMBAE HA JOCTYITHICTh JIBUTYHA 1 HOTO JIETKICTh
B OCBO€HHI. [[UM KOPHUCTYIOTHCSI HEBENMKI KOMIaHIi Ta po3poOHUKH oauHaku. [1pu
aKTyaJbHOCTI Ta PO3BUHEHOCTI JIBU)KKA, BIH 30Mpae OCHOBY (haHATIB 1 CEPEIOBUIIE
PO3pOOKK MOYMHAE OOPOCTATU PIZHUMHU MoJUPIKAIIIMU, HAWYaCTIIIE 1€ a/JIOHU
JUISL IIBUJIKOTO HAIMMCAHHS KOy JOTIOMOTH B OpPIEHTYBaHHI 3a KOJOM 1 Bi3yajbHa
ONMTUMI3allisg JJisi 3py4HOi poOOTH. AJsie HAWTOJOBHIMIOW Moaudikaiiero €
J0JIaBaHHS BI3yaJIbHOTO TpPOrpaMyBaHHS. 3aMiCTh 3BUYANHOTO MPOTpaMyBaHHS
PO3POOHUK peajizye MEXaHIKM Ta JIOTIKYy T'pu OJOKaMM, TaKUW CIIOCIO J03BOJIsE
CTBOPUTHU TPy JIOJSIM HE MAIOTh JIOCBITy B MPOrpaMyBaHHI, TAKOX HEMA€E CEHCY
3QJIMIIATUCS HA TaKOMY CEpEeOBHIII PO3pOOKH, peaiizailis JIFoOOBI KOAY 4Yepes
Omoku Oyae 3HAYHO JOBIIE 1 OUIbIIE B PO3MIpax TaK IO JJIs CTAaHOBJICHHS
MOBHOI[IHHUM PO3POOHUKOM MOTPiOHO Xoua 06 6azoBe 3HaHHA MoBu C #, C ++.
BizyanpHe mporpamyBaHHS ICHye B MeXaxX JBUTYHA JJs O3HAMOMJICHHS Ta
CTBOPEHHSI TIEPIIHX JIETKUX MPOEKTIB. [Ipu BUKOpUCTaHHI Open source IBUKKaA 1HT1-
PO3pOOHUK a00 KOMMaHis NpUMae KOPUCTYBAIBHULIBKY YToay, B SIKIM IPHUCYTHI

NYHKT TPO KOMEPIINHY JiSUIBHICTE Ta yYMOBH, SKI HEOOXITHO BUKOHATU TIPH
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po3pobri rpu. lleit myHkT nepeabadae, 1o pPo3pOOHUK TOBHHEH CILIATUTH
3a3HayeHy cyMy. Bujam oraTé BUKOPUCTAaHHS € CTaHAAPTHUM MPU JTOCATHEHHI
NEBHOI MJIAHKHU MPOJIaXiB MOTPIOHOT0 BUILIATY Y MPOLEHTHOMY BiJI 3arajibHOT CyMHU
npuOyTKy ab0 KYIiBJIS MIAMUCKA JJIsI CTAaHOBJICHHS MApTHEPOM, PIJIIIEe BChOTO
BUKOPHUCTOBYEThCS TIaTa Bifgpa3y 3a myOiikamiio rpu. Ale 1eil myHKT OOIHIIOoB
onuH nBuryH. Godot Engine BHKOpPHCTOBY€E BJIaCHY MOBY IpOrpaMyBaHHs MpH
pO3po0IIi Irop Ha HBOMY PO3POOHUK CaM BUPIIIYE MOTPUMATH MIPOEKT YU Hi, TOMY
0 CEpeNoBHUIlle PO3POOKH iCHYe uepe3 cucTemy AoHariB. lI[o6 yHUKHYTH Takoi
JI0J11 1 HE TIEPEKUBATH 33 3MIHY YMOB KOPUCTYBaHHs, BEJIMKI KOMITaHii Taki sik Valve,
RockStar, Electronic Arts, Activision / Blizzard, Ubisoft po3pobinstoTs BiacHi
JBUTYHH I peaiizalii cBoix moTped y mpoekrtax. JocTynm 10 Takux IBUKKIB
BJIAIITYBaHHI B KOMIAHIIO B TPYJOBOMY JOTOBOpPI LEH MOMEHT OOTrOBOPIOETHCS
JIETAIIBHO.

Koxna Benmka kKoMIlaHis Majla MPUYMHY PO3POOKH CaMe CBOTO JIBHIKKA.
IcTopiss cTBOpeHHs ABUTYHIB: KomnaHig Rockstar mpu crapti cBoro nuisxy
BUKOpHCTOBYBaja ABUTYH RenderWare, ane depes3 3MiHy BiIacHUKA MOTIPIIAIACS
MOJIITUKA JIiIleH3yBaHHsA. Tofl movanacs po3poOka HHUHI BiJIOMOro JBUTYHa Rage.
BIH BUKOPUCTOBYE CHCTEMY JIMHAMIYHOTO PO3MOAUIY PECypCiB mam’sTi, K IIe
MpaIioe TIPU PyCl JIBUTYH MIJBAHTAXKYE T€ IO 3HAXOIUTHCS B MEXaxX BHIUMOCTI
rpaBls 1 BUAAIs€ T€ YOrO B IMOJI 30py HEMa€, TOMY JBUTYH J0Ope Mpaioe 3
OC3IIOBHUM BIIKPUTHUM CBITOM, aJ[’K€ caMme ISl IbOT0 BIH 1 CTBOPIOBABCS, TAKOXK B
JIBUTYH BXOJHTH aHIMAIIiS JIIOJIe BUKOPUCTOBYIOUH 1HCTPYMEHT euphoria, sSKuii B
PeXKHMI peaIbHOTO Yacy IMpalroe Haj aHiMailieo HIc. TakoX HOBOBBEIACHHSIM
cuphoria € CTBOpPeHHS aHIMAIlil 3a JOMOMOTOI0 JEKUIBKOX KIFOYOBHX KaipiB,
IHCTPYMEHT caM 3pOOMTh HEAOCTAaTHIO KUIbKICTh KaapiB. Ha nBmkky Rage
pospoo6uieni irpu: cepis Grand Theft Auto, Red Dead Redemption tTa Red Dead
Redemption 2.

Cnouatky kommanis Valve BukopuctoByBanmu Quake engine, Marouu

BUXI1JTHUH KOJ BOHM MEePEpOOIISIOTh HAa TOM MOMEHT Halkparuii 1BuryH Big Quake,
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3MiHM OyJM HACTUIBKM 3HAYHMMHU LIO0 JBUTYH OTpUMaB Ha3By Source. lcropis
pO3po0KH JIBUTyHA MounHaeThess B 1998 pori. 3aBepuryroun podOTy Haj CBOEIO
niepiroto rporo, Half-Life, po3poOHuku 3po3yminy, 110 MarOTh 17€1 AJ1s1 MOJITIIIICHHS
ii nBwxkka. OnHak, MO0 HE PHU3UKYBAaTH 3 Mai’keé TOTOBUM IIPOEKTOM, BOHHU
BUPIIIWIA TIOITUTH KOJ ABWXKKA. B pe3ynbrari HOBUI ABUTYH OTPUMAaB Ha3BY
Source, a momepenHiii craB Bimomuii sk GoldSource. Yepes 11 pokiB ABUTyH
OTpUMaB MacIITaOHE OHOBJICHHSI Ta MEPEUIIOB Ha HOBHM PiBEHb OTPUMABIIH B KiHIII
2. Source 2 Mae O1IbIINKN QYHKIIOHAT HIXK TOTIEPETHUK, HA HOMY OYJIM BUITYIICHI
Counter Strike 2 1 nepenecena Dota 2 us nozis orpumana Ha3By Reborn, irpu Ha
Source cepis Half-Life, Garry’s Mod, Team Fortress 2, Portal.

IrpoBi ABUTYHH, SIKI y BUIBHOMY JOCTYIi, MalOTh BEJHKY IOMYJISAPHICTb.
Bigomumu cepen nHux € Unity, Unreal Engine, Godot, Construct, CryEngine,
GameMaker: Studio, RPG Maker. KoxeH 13 MX ABUTYHIB Ma€ CBOI 0COOJMBOCTI,
nepeBaru Ta HEJOJIKH, ajlie IXHIM HaWOUTBIINM TUTFOCOM € HAasIBHICTh JOKYMEHTAIIi1
Ta BEJUKOI KUIBKOCTI IJIATHUX Ta OE3KOIITOBHUX KYPCIB, IO JI03BOJISIE HOBAUYKaM
CTBOPHUTH BJIACHY TPy, O3HAHOMHBIIKCH 13 OCHOBAMH. 3aB/ISIKH IIUM 1HCTPYMEHTaM
Oymu ctBopeHi Taki mpoekTtH, sk Hollow Knight, Kingdoms of the Dump,
PlayerUnknown’s Battlegrounds, Prey, Undertale. nepepaxoBaHuii BHIllE CHUCOK
1Irop JIMILIEe Majia YaCTUHA CTBOPEHMX ITPOBHUX MPOAYKTIB, IHAYCTPIs IrOp MaOPUTh
JIOCUTh CTPIMKO 1 WIOJAHS JABUKKHA PO3BUBAIOTHCS BUITYCKAIOYM HOBI BepCli.
KopoTkuii onuc Ko>)KHOTO JBUTYHA HaBEIEMO Jali.

Construct neuryn ajis ctBopeHHs 2D-irop, po3pobiienuii KoMIaHi€ro Scirra.
Construct 703B0oJIsIE KOPUCTYBauaM CTBOPIOBATH IrpH 0€3 HEOOX1AHOCTI MUCATH KO,
BUKOPUCTOBYIOUM HATOMICTh Bi3yasJbHYy CUCTEMY OJ1i Ta Aiil. IcHye KinbKa Bepcii
Construct, Bxmouatoun Construct 2 ta Construct 3, siki mpaiioroTh y Opay3epi Ta
3a0e3Meuy0Th KpOCIUIATPOPMEHHY MATPUMKY. /[BUTYH BHKOPHUCTOBYE CHCTEMY
OJIOKIB JIJ1s CTBOPEHHS JIOT1KU TPH, [0 POOUTH HOTO JOCTYITHUM SIK JIJIs1 TOYATKIBIIIB,
TaK 1 751 TOCBiMYeHUX po3poOHuKiB. Construct m03BosIE €KCIOPTYBATH ITpHU HA
pi3Hi mardopmu, Brioyaroun HTMLS, Android, 10S, Windows, MacOS Ta 1Hui.

RPG Maker [8] cepist nporpaMHUX IPOIYKTIB I CTBOPEHHS POJIBOBUX irop
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(RPG), pospobiiena simoHchkoro Kommadiero Enterbrain. Ilporpama mo3Bosisie
KOpUCTyBauaM Oe3 TJIMOOKMX 3HaHb IMpOrpaMyBaHHS CTBOPIOBATH BJIACHI ITPH.
Icuye 6e3miu Bepciii RPG Maker, nounnatoun 3 RPG Tsukiiru Dante 98 i
3akiHuyroun cydacHumMu RPG Maker MV Tta RPG Maker MZ. OcHoBHa
ocobnmuBicte RPG Maker mosnsirae B #0ro mpocToTi BAKOPUCTAHHS Ta JOCTYITHOCTI
JUI pO3pOOHMKIB-TIOYATKIBINIB. [HTEpdeiic mporpamMu iHTYITUBHO 3pO3yMUIMIA Ta
HaJla€ PI3HOMAaHITHI 1HCTPYMEHTH JJIsI CTBOPEHHS KapT, MOJIIM, MEPCOHaXIB Ta
oorioBux cuctem. KopucrtyBaui MOXYTh CTBOPIOBATH CBOi pecypcu abo
BUKOPHUCTOBYBaTH roToBi nocraBku. RPG Maker Hagae BIIMIHHI MOXKJIMBOCTI JIJISt
PO3POOHUKIB-TIOYATKIBIIIB, JTO3BOJISIOYH iM CTBOPIOBATH 3aXOILIIOKOYl 1 TIHOOKI
RPG irpu 3 MiHIMaJIbHUMU 3HAHHSIMU B raiys3l MporpamyBaHHs. 3aBISKH IPOCTOTI
BUKOPUCTaHHA Ta NIUPOKOMY HaOOpY 1HCTPYMEHTIB, 1€ BIAMIHHUN BUOIp IJIS THX,
XTO XO4€ BTUTUTH CBOI 1/1€1 B pEaJIbHICTb.

GameMaker: Studio [10] inTerpoBane cepenosuiie po3podku (IDE),
cTBopeHe KoMmaHieo YoYo Games, sike J03BOJIsIE CTBOPIOBATH 2D-1rpu 11 pi3HUX
miatgopM. [[BUryH Hajae Bi3yalnbHUI 1HTEpQENC ISl pO3pOOKHU 1rop, MIATPUMYE
ckpuntoBy MoBy GML (GameMaker Language), a Takox J03BOJISIE
BukopuctoByBatu Drag and Drop (D&D) ¢yskuii ans Tux, XT0 HE 3HaHOMUH 13
nporpamyBaHHsiM. GameMaker: Studio Bkiodae 06e3/114 1HCTPYMEHTIB ISt
pPO3pOOKH 1rop, TAKUX SIK PEIAKTOPU CIPANTIB, TaWJiB, 3BYKiB, aHIMAIIlIl Ta THIIMX
pecypciB. Takox y HbOMY € BOYJOBaHUM BiJIJIAJYMK Ta MOXKJIUBICTh €KCIIOPTY T'pU
Ha pi3Hi matdopmu, BrIrodaroun Windows, macOS, Android, 10S Ta ixmmi.

JIBUTYH neMoHCTpye mupoki MoxiauBocTi GameMaker: Studio y cTBopeHHi
pPI3HOMAHITHMX Ta 3aXOIUIIOYUX 1rop. JIBUTYH J03BOJIIE PO3pOOHHKAM
peai3oByBaTH CBOI 171€1, CTBOPIOIOUH ITPH 3 YHIKATILHUMH MEXaHIKaMH, Bi3yaTbHUM
CTHUJIEM Ta aTMOC(heporo.

Godot [3] 0e3komTOBHUI Ta BIIKPUTUHN IBUTYH JJIS PO3POOKH irop, KU
3aBOIOBAB TMOMYJISIPHICTh 3aBASKH CBOiM JIOCTYIMHOCTI Ta IMUPOKOMY HaOOpPy
1HCTpyMeHTIB. BiH miarpumye ctBopensst 2D 1 3D irop, Hagarouu po3poOHUKAM

3pyYHUH Ta IHTYITUBHO 3pO3YMUINI 1HTEpdeiic, a TaKoXX THYUKHIl Ta MOTYXHHI
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MoBy nporpamyBanHs GDScript, cxoxuit Ha Python. Kpim GDScript, Godot MmoxHa

BukopucrtoByBatu C#, C++ 1 VisualScript, mo poOuth Horo mpuaaTHUM IS
PO3POOHUKIB 3 PI3HUMHU PIBHSAMU HABHUOK 1 yrmojgoOaHHIMH. OIHIEIO 3 KIIFOYOBHUX
nepeBar Godot € ioro cucrema CIeH, IO J03BOJIIE MOJYJIBHO OyayBaTd Irpu.
Cuenu Moxe OyTH i€epapXidHO MOB’s3aH1 1 MEPEBUKOPUCTOBYBATHUCS, 1110 MOJIETIIYE
yHOPaBIiHHS CKIATHUMH IPOEKTaMU. JIBUTYH TaKOX MPOTIOHY€E O€3I114 IHCTPYMEHTIB
JUIs aHiMarii, @i3uku, iHTepdeicy KopucTyBada Ta MEpPEKEBOi I'PH, 110 J03BOJISE
CTBOPIOBATH BUCOKOSIKICHI IPOEKTU 0€3 HEOOX1HOCTI BUKOPUCTOBYBATH CTOPOHHI
rarind. Godot akTHBHO BUKOPUCTOBYETHCS JJIsl CTBOPEHHS O€31141 PI3HOMaHITHUX
irop.

CryEngine neuryH po3po0ieHwii crienianbHo s mytepa Far Cry, mig ac
CBOT'O BUXOJ1y BUIIEPEIMB YCIX Y TEXHIYHOMY Ta Bi3yalbHOMY I1aHl. Yepes 5 pokiB
BuiioB CryEngine 2. Ha 6a3i iporo sigpa 0yB po3po0Oinenuii Crysis, aje JaHa Bepcis
nporpasajia B AKOCTI KapTuHkH MuHYJIO1 Bepcli. Ha CryEngine 4 Oyna 3poOnena
Ryse: Son of Rome. ¥ 2016 poiii komnaHisi 3MiHKJIa CBOIO MOJITHKY, BUITY CTHUBIIH
CryEngine 5. Moro po36ymoBa BinOyBanacs GE3KOIITOBHO IS 3aIyYCHHS HOBUX
po3pobnukiB. CryEngine 5 miaTpumye po3podky VR TpoekTiB 103BOJIsAE
ONTUMI3YBaTH PEHIEPUHT Ta MPOCATKUA MPOTYKTHBHOCTI.

Unreal Engine irpoBuii auryn pospoOsienuii Epic Games. Ilepma rpa
CTBOpEHA Ha HbOMY HaszuBajacs unreal BumymieHa y 1998 pomi. Sk 1 Frostbite Oys
PO3p0o0JICHHI JIJIs1 T TEPIB BiJ] MEPIIOi 0COOU ajie Mi3HilIe BIH CTaB YHIBEPCATbHUM
Ta BUKOPUCTOBYBaBCA y kaHpax (aiituary tTa mmopnr. Unreal Engine migrpumye
BC1 TOMYJISIPHI 1TPOB1 TUIATGOPMHU, BKIIOYAIOYM KOHCOJI Ta MOOUIBHI MPHUCTPOI.
Cepen irop 3pobaenux Ha HboMy Borderlands 3, Dead Island 2, The Sinking City,
Fortnite, cepis irop merpo. Takok y HbOMY € CBiil pegakToOp, 3aTOYCHUU Tif
npodeciiiHe CTBOpEHHS aHiMallii. Y JBUTyHI Nepea0ayeHo 3aKpirIeHHs JOTTYHUX
3B’SI3KIB MDK 00’€kTamu, (oTopeallicTUYHa TJIMOWHA PI3KOCTi, MpOoleaypHa
reHepailisi pOCIMHHOCTI, IHCTPYMEHTH ISl IepeKyIaay HalKuCiB Ha TEKCTypax.

Unity [1] aBuryH Ha sikoMy BUIYIICHI irpy HAMpI3HOMAHITHINIMX KaHPIB.

Mae Ge3komToBHY 6a30BY BEpCit0, TAKOXK Ma€ 00XBaT y 24 tuiatropMu BKITIOYAIOUN
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B ceOe VR, koHco11, MOO1TBHI IPUCTPOi, BeOIIaTdhopmu Ta koM rotepu. Unity mae
B CBOEMY PO3MOPSIKEHH1 1HI1 PO3POOHUKIB 32 paXyHOK MEHIIIOT Tpalli 1 IponIoBoi
BuTpatHocTi. Ha HbOoMy Oynm 3pobmeni taki irpu  Pathologic 2, Cuphead,
Hearthstone, Pillars of Eternity JIBUT'YH MOpIBHSHO MPOCTUH Il PO3POOHMKA-
MOYATKIBIIS aJie P I[bOMY HE BIJICTA€ B TEXHIYHUX HOBUHKaX. BiH Mae Bi3yallbHy
cepemy pO3poOKHM Ta KOHCTPYKTOpa HJisi CTBOPEHHS irop. Y FOHITI MOXHA
MOJMBUTHUCS Ha pe3ysibTaT poOOTH y peardbHOMY 4aci. BiH miaATpuMye HamuCaHHS
HIeiepiB 1 Ma€ BC1 KOMIOHEHTH JJISi CTBOPEHHSI MYJIbTUIUIEEpa, TakoX IABUTYH
OTpUMY€ Oararo nomyyspHux GopmatiB. Mojeni, 3ByKu, CKPUITH, TEKCTYPHU MOXKHA
3anakoByBaTu y ¢popmar Unity assets Ta nepegaBaT iHIIUM po3poOHukam. Lleit xe
(dbopmMaT BUKOPUCTOBYEThCS Y BHYTpilIHbOMY Mara3uHi Unity Asset Store. ¥V sikomy
KOpHCTYBaul BUKJIa/1al0Th CBOI HAIIPaLIOBaHHs 0€3KOIITOBHO a0o 3a rpouri. Takox
IOHITI MIOTaHO Mpalltoe 13 CTOpoHHIMHU O10mi0TeKkamu. [lepina Bepcist Unity 3’ ssBumnacs
B 2005 poui s MakOykKiB, ajie yepe3 yac crtana JocTynHa miarpuMka Windows.
3rogom Oynu JojaHi HOBI IUIaTGOpMU Ta TMOCWIIIOBAJlacs JeTajizaiis Ta
MOCHITIOBAJIacs JeTaji3allis Ta J0AaBald HOBI (DyHKIIIT HA JAHUHA MOMEHT 1LI€ OJIMH 3

IIBUJIKO PO3BUBAIOTHCS 1 IOCTYIMHUX JBUTYHIB.

1.5 Buau rpadikm B irpax

I'padpiuamii cTHIb TpU BUOMPAIOTH BUXOASMYM 3 JIOPA, )KAHPY Ta TEXHIYHUX
ocoOmBoOCTEM, ane Tak Oyio HazaBxkau. Ha mouaTky cTBOpeHHS irop po3poOHUKH
Majau oOMEKEHHs B 00Cs31 Mmam’sTi MPUCTPOIB Ta iX PO3PAXyHKOBOI MOTY>KHOCTI.
[IpoTsirom ychOoTO Hacy iCHyBaHHSI BiJICOITOP BHUKOPHCTOBYBAIUCS Pi3HOMAaHITHI
BUJIM B1100OpaxkeHHs rpadiku. [IeBH1 MmeTonu Ta cTuii rpadiki 3MIHWIKCS 3 4acoM,
Yyl TPUNUHWIA CBOE ICHYBaHHS 4epe3 BIACYTHICTb B HHUX MOTpeOU. 3a yac
MOJICpHI3aIlli MOTY>KHOCTI KOMIT'IOTEPIB, a caMe IEHTPAIbHUX Ta TpadiuHmx
MpoIIeCOpiB, Tpadika CTPIMKO Moyaja po3BUBATUCSI OOMEXKEHICTh B pecypcax Bce

MCHIIC BIIJIMBAJIa Ha p03p06Ky I'pu. 3aBI[$IKI/I JOMYy IMO4YaJIn CKCIICPUMCHTYBATHU Ta
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CTBOPIOBAaTH HOBI BUIM Tpadiku. 3a BCIO ICTOPIIO IrOp BUKOPHUCTOBYBAIMCS
HactynHi ctwmi pixel art, flat design, 2d Ta 3d ctwii, Bekcenwhi pymmii, 3d cartoon,
low poly, Burisa Bix nepmoi ocodu Ta TpeThoi ocodu, cel-shading.

Pixel Art MucreuTrBo CTBOpEHHS 300pakeHb, IEPCOHAXIB  Ta
HABKOJIMIIIHBOTO CBITY Y BUIJISIII KBaApaTHUX a00 MPSAMOKYTHHX MiKceliB. B irpoBiit
IIPOMHCIIOBOCTI BOHO YaCTO BUKOPHUCTOBYETHCS JIJISl Bi3yaaIbHOTO 0(OPMIICHHS 1TOp,
0COOJIMBO B JKaHpaX, J€ BaXJIMBa HOCTalbliiiHa aTtMocdepa abo OOMEKEHHs
TEeXHIYHUX MOXJHuBocTed.Ilpu po3poOiii 1ist 301IbIIEHHS YITKOCTI Ta OLIBII
JeTanbHOi 00pOOKH, BUKOPUCTOBYIOTH HacTymHi ¢opmartu 8, 16 32, 64, 128, 256
01TiB. 3aBISKM HE BEIIMKOMY pO3Mipy (ailyiiB pO3pOOHUK MOXKE 3pOOUTH OlbIle
aHiMaulii. piBHIB. J{J11 CTBOPEHHS CIPANTIB 10 I'pU BUKOPUCTOBYIOThH Aseprite, Paint,
Photoshop. SAI.

Irpu po3pobiieHi 3 Takoro rpadikoro Stardew valley, Terraria, Dave the diver,
Balatro.

2D style ctunbs rpadiku B irpax € Bi3yaJIbHUM MiJIXOAOM, B SKOMY BCi
€JIEMEHTH T'pU B1IOOpaXaroThbCAd B JIBOBHUMIPHIM IUIOMIMHI MHEPCIIEKTUBA 3BEPXY
BHU3, 0€3 BUKOPHUCTaHHS TpUBUMIpHOI rpadiku abo edekriB. Lleit ctuinp Moxe
3MIHIOBATHCh BIJl MIKCEIb-apPTOBUX IFOpP 3 PETPO-BUIAOM A0 OLIbII CyYaCHHUX Ta
netanizoBaHux 2D irop 3 gerami3oBaHMMHU copaiiTamMu Ta aHimailiero. Taka
Bi3yaunizallisi J03BOJIAE OMTHUMI3YBATU MPOEKTH ISl OUIBII IIUPOKOTO CIEKTPY
raJKETIB O HUX BXOAUTH MOOUIbHI MPUCTPOi Ta OUIBII CTapUX KOMI FOTEPIB.
[Tpuknaau irop 3 2D ctunem rpadiku Super Mario Bros, Hollow Knight.

3D style Bux koM’ FOTEPHOI I'PH, SIKa BUKOPHUCTOBYE TPUBUMIPHY rpadiky /s
MPECTaBICHHS ITPOBOTO CBITY Ta nepcoHaxiB. Ha Biaminy Big 2D irop, siki
BiJI0Opa)KaroThCs HA ABOBUMIPHIN IUIOMKHI, 3D irpu CTBOPIOIOTH 1103110 TIHMOWHU
Ta TPOCTOPY, AO3BOJSIOYM TPABISIM BIIBHO MEPECyBATHCS IO TPUBHMIPHOMY
CEpENOBUIILY Ta B3a€EMOJIIATH 3 HUM. Bci 00’ €KTH Ta OTOUYEHHS y TPl CTBOPIOIOTHCS
3a JOMOMOTOI0 TPUBUMIPHUX MOJIEIEH, SKI MOXKYTh OyTH MEpEriisiHyTiI 3 PI3HUX
KYTIB 1 00epTaroThcs B IpocTopi. ['paBiii MatoTh MOXKIUBICT BIIBHO MEPEMILIATUCS

10 TPUBUMIPHOMY CEPEIOBHIIIL, TOCHIKYBATH CBIT TPU Ta B3AEMOJIISITH 3 PI3HUMH
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o0’exTamMu Ta nepcoHakamu. 3D irpu 4acto mparHyTh peaiizyBaTd Bi3yalbHHI
CTHJIb, BHKOPHCTOBYIOUM CKJamHl cucTeMu ocBiTieHHs (RTX) 1 Timed s
CTBOpeHHsI edekTy 00’eMHOCTI 1 riubuan. barato 3D irpm maioTh peaicTH4HI
Gbi3u4yH1 MOJIeNl, Kl BU3HAYAIOTh MOBEAIHKY 00 €KTIB Ta MEPCOHAXKIB B IrPOBOMY
CBITI, TaKi K TpaBiTallis, KOJi3il Ta AuHaMiuyHA B3aeMomis. Taki irpu HamalOTh
TPABITIO Pi3HI MEXaHIKA Ta MOXJIHMBOCTI JJIS B3a€MOJIi TPaBIiB 3 HABKOJMIIHIM
CBITOM, Taki sIK 30MpaHHs MMPEIMETIB, BUPIIIIEHHS TojioBooMoK. [Ipukiaau irop 3
3D crunem rpadiku Portal, The Witness, Fez, Deep Rock Galactic, The Witcher 3:
Wild Hunt.

CruiizoBaHuii peasii3m Bi3yalbHHI CTHIIb, IO IOEJHYE €IEMEHTH peali3Mmy
3 XYJOXHBOIO CTWII3ali€r0. Y TakoMy CTWJIl PO3POOHHKU MParHyTh CTBOPUTH
BI3yaJIbHO NMPUBAOIMBUIN CBIT, SIKUM 30epirae meBHUM CTYMiHb peanizMy, aje Mae
YVHIKQJIBHUWA XYJTOKHIM MIAXiA uu cTuiizamito. OTOYeHHs, NepcoHaxi Ta 00’ €KTH
MOXYTh OyTH BIIOOpaKEH1 3 IEBHUM CTYIICHEM peaji3My, 3 ypaxXyBaHHIM JeTanen
Ta OCBITJICHHS, OO CTBOPUTH BiAUYTTS MPUCYTHOCTI Ta imepcii. He3paxkaroun Ha
pPEaNiCTUYHICTh, TPa MA€ YHIKAJIbHUHN BI3yaJIbHUI CTUJIb YU XYJI0KHIO CTHJII3AIIIIO,
sKa BIJIPI3HSE 11 Bl MPOCTOrO KOTMIIOBaHHS peanbHOro cBitTy. lle Moxke OyTtu
BUPAXEHO Yepe3 BUOIp MaliTpU KOJbOPIB, CHpolieHi (GopmMu adbo aOCTpakTHI
€JIEMEHTH.

Cel-shading Ttexnika BimoOpaxkeHHs Trpadikd, sKa IMITy€ CTHJII30BaHHMA
XYJIOKHI CTWJIb KOMIKCIB 4M MyJabTQuUIbMIB. Ha BigMiHY BiJ peanicTUHYHOTO
BiJIOOpaXkeHHA, J¢ 00 €KTH Ta MEepCOHaXl MalTh Pi3HI BIATIHKK Ta TiHI, TPH
BUKOpHcTaHHI cel-shading 00’€kTH TpeACTaBiieH] y BUIJISAL TJIOCKUX obiacTeit
KOJIbOPY 3 YITKUMHU KOHTYpaMH, SIK 11e poOuThes B aHiMalii. Y cel-shading kontypu
00’€KTIB Ta MEPCOHAXKIB YITKI Ta TIEBHI, III0 CTBOPIOE BpaXKEHHs, HIOM BOHU OyiH
HaMaJbOBaHl pykow xynoxHuka. Kombopu B cel-shading 3a3Buuail sickpaBi Ta
HACUYEHI, a KOHTPACTH MI)K HUMHU BUP@XKEH1 CHUJIBHILIE, HDK y PEaTiCTUYHOMY
BimoOpaxkenHi. Cel-shading mmpoko BUKOPUCTOBYETHCS B aHIMOBAaHUX (DUTbMAX,
BIJIEOIrpax Ta KOMIKCax JJIi CTBOPEHHS YHIKaJbHOTO BI3yaJlbHOTO CTHJIIO Ta

MIJIKPECICHHS €CTETHUKH.
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Irpu 3 Buxkopuctanusam cel-shading cepis irop Borderlands, Jet Set Radio,
Okami.

3D cartoon oxpemmuii Bua 31 rpadiku, IO Mpar€He CTBOPUTU Becemy 1
n00po3uwnBy atMocepy. Y JaHOMY CTHIII PUCYTHI ICKPaBl Ta HACUYEH1 KOJILOPU
HE3BUYAMHI Ta crpoiieHi GopMH EpCOHa)Xa Ta OTOYCHHs. Takoxk 3aCTOCOBYETHCS
XYJOXKHIN CTWIIb JJISl HaJaHHs OUTbIIOi My lbTSmHOCTI. Bukopucrtanus 3D cartoon
ctiio Fortnite, Ratchet & Clank.

Low poly oxuH 3 BUAIB TPUBUMIPHOI Ipadikd HaBMHCHHUM 3MCHIICHHSIM
nomroHiB. Ctwib OyB MOMyJsIpHUM Y paHHIX 3D-Irpax 1 10C1 BUKOPHCTOBYETHCS
JUTSI CTBOPEHHS YHIKQJIBHOTO BI3yalIbHOTO €(pEKTy Ta OKPAIICHHS PO TyKTUBHOCTI.
Mopeni ckiagaloTbes 3 MiHIMAJIBHOTO YMCiIa TPUKYTHHUKIB (TIOJITOHIB), IO HAJA€
iM CHpOIIeHOr0, HEe3rpadHOro BHUIJAAY. BukopucTaHHS HH3BKOIMOJIITOHATBHUX
MoJieJel JTO3BOJIIE€ 3a0ILIAKyBaTH OOUYMCIIOBAJIbHI PECYpCH, LIO0 OCOOJIMBO
KOPHUCHO JJ11 MOOUTEHUX ITOp Ta IrOp 3 BEIUKUMHU BIIKPUTUMHU CBITaMu. Uepes Mairy
KUIBKICTh TIOJIITOHIB MOJIEJ JIeTIIEe OOpOOJISIOThCS TpadiuHUM MPOLIECOPOM, IO
MOKpallye MNpOAyKTHBHICT, Tpu. He migxoguts s irop 3 ¢oTorpadiqHoro
rpadikoro. Takox aHiMailisi HU3BKOIOMITOHATBHUX MOJENCH MOXXe OyTH MEHII
IJIABHOIO Ta JIETANII30BAHOIO.

Low poly irpu Totally Accurate Battle Simulator, Ravenfield, Astroneer.

Boxkcenbna rpadgika BUKOPUCTOBYE TPUBHMIpPHI TiKcenl (BOKCEN) IS
CTBOpPEHHsI 300pakeHb. Lleil CTuiIb 4acTo 3aCTOCOBYETHCA JIi CTBOPEHHS 1rop 13
PETPO-ECTETUKOIO a00 YHIKAIBbHUM Bi3yallIbHUM cTiiieM. BokcenbHa rpadika 4acTto
BUKOPHCTOBYETHCS B ITpax 13 MPOIEAYPHOIO TEHEPAIIIE€I0 CBITY, OCKUIBKHA BOKCEIl
JIETKO 00pOOJISIOTECS Ta MOAU(IKYIOThCS aaropuTMamu. BokcenpHi irpu 3a3Buuai
MalOTh CHPOIIECHUHN, OJTOKOBUN CTHIIb, SIKUW HaJla€ IM YHIKaJIbHOTO Ta BII3HABAHOTO
Burisify. BokcenbHa rpadika Hamae yHIKaJIbHI MOMJIHMBOCTI JJii CTBOPEHHS
IHTEPAKTUBHUX Ta MPOLEIYpPHO 3reHepoBaHUX CBITIB. He3Baxkaioun Ha TMEBHI
oOMEKEHHS B JleTaji3allii Ta MpoyKTUBHOCTI, ii mepeBaru y mpocToTi Moaudikaii
Ta 30epiraHHi JaHUX pOoOJISITH ii NOMyJIIPHUM BHOOPOM IJIs 1rOp, € KPEaTUBHICTh
Ta JOCIIKEHHS 3aiiMal0Th IIEHTPaIbHEe MICIIE.

Irpu 3 BUKopucTanHaM BoKcenbHOI rpadiku Minecraft, Trove, Brick Rigs.
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1.5.1 llorauno6aenus B 3D moaeainr

Okpemoro TeMOI po3MOBH € Taly3b 31 [9] ax mucrenrsa. IlapanensHo 3
PO3BUTKOM MOB IIPOrpaMyBaHHS Ta JABUTYHIB IMOKPAI[yBalOCid Ta ONTHUMI3yBaloCs
CEpellOBHUIIE /JII CTBOPEHHS TPUBUMIPHUX 00’€kTiB. I[louaTkoBe MOJEIIOBAHHS
pasroue BiPI3HAETHCSA Bijl TOTO SKHM MH HOTO 0admMmo 3apa3. AJDKE 3a BECh 4yac
ICHYBaHHSI MpoBoAMJIacA poOOTa HaJ MOMWIKAMU Ta MOXJIMBOCTEM 3pOCTAaHHS
noOUIbIIATIO0 3 PO3BUTKOM TEXHOJOrH. 3a Bech M€l vac I1HAYCTpis cTaia
JOCTYIHIIIOK CTBOPHUBILIK BEJIHMKY KUIBKICTH MporpaM [jsi poOOTH IUIATHUX 1
0€3KOIITOBHUX 3HAWIIIOBIIY MPHU IIbOMY 0€37114 BiATamyKeHb B IHAyCTpii. Ha manuii
MOMEHT aKTyaJlbHI Taki nporpamu Blender, ZBrush, Maya, 3ds Max, Cinema 4D,
Lumin, FreeCAD. KoxHa 3 HUX Ma€ CBO€ MNPU3HAYCHHS CTaBUTHUCS JO HHUX
CKYJBITHHT, MOJICITIOBAHHS, TEXHIYHE MOJICITFOBAHHS.

CKyJBINTUHT CXOXKHUM Ha JIIJICHHS 13 rIuHU. HeMae oOMexeHb Ha KUIbKICTh
MOJITOHIB, OO €KTH CTBOPIOIOThCS 3 Hiuoro. CTBOpeHHs BiOyBaeThCa 3a
JIOTIOMOT'OI0 KUCTEH 1X KUIbKICTh JIOCUTH BEJIMKA, TaK 1€ € MOKJIUBICTh JI0JaBaHHS
HOBUX KACTOMHHX, BOHH MOXYTh pa3ioue BIJIPI3HIATHUCS Bl CTaHIAPTHUX 3aJIaHUX
nmporpaM, ix MOXHa NpuadaTH Ha creriaaizoBaHux caiitax. Ha camomy moyaTtky
CTBOPEHHSI MOJIEJI1 aBTOP BUOUPAE M1 OJIOKIHTOM 1 CKYJIBIITUHTOM.CKYJIBIITUHT 11€
nepIii KPOKU MOJIEN1 y CBIT 1i CiTKa HE ONITHMI30BaHa, ajie 3a PaXyHOK BTPATH SIKOCT1
CITKHA MOJIeJIb Ha0yBa€ APIOHUMU AETAISIMH.

[Ticnst CKyNBNTUHTY MOJIENTh OTPUMYE KOHTYDP KBaJipaTaMy TaK HA3WBAIOTHCS
MOJIITOHK B JBUTyHaxX mjsi irop mo TumoM Unity BOHUM pPO30OMBAIOTHCS Ha
TPUKYTHUKU. Y TPeAesbHO MPaBWIbHO C(HOPMOBAHOI CITKM Ma€e OyTH MiHIMalbHA
KUIBKICTh TPUKYTHUKIB JI0 3aBaHTa)XCHHS B JIBUTYH, MOBHA BiJICYTHICTH N TOHIB,
¢birypu mo MarTh OlIblne 4 TpaHel 1 CiTKa MOBHHHA PO3MOAUISITUCS PIBHOMIPHO.
Came 1eit etan Mae CWIbHUM BIUIMB Ha (iHAJIbHY peanizaiito mojaemy. Ilig gac
HETIPaBHIIHLHOT PO3POOKH CITKH IIOYNHAIOTHCS IIPOOIEMH 3 aHIMaIli€10, HAKJIaICHHSIM
TEKCTYp Ta KapT HOPMAJICH.

JIist cTBOpeHHS aHiMalli A0 MOJEJ 3aCTOCOBYEThCSI MOAU(IKATOP KICTKH.

Jlorika mpuB’s3KK KICTOK IO MOJENI, sIK y ckeneTa. Ha npoMy erarmi ¢ikcyeThes
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CTYMIHb €TACTUYHOCTI €JIEMEHTIB. 3a JOMOMOTOI0 CXEMH MOJEINb, 10 MOKPHUBAE,
KOPHUCTYBau PEryJto€ 3HAUYCHHAM Jl1al1a30HY KOJIbOPIB CHHIM, OJaKUTHUMN, 3€TICHUH,
YKOBTHUH, YePBOHUIN YUM SICKpaBIIlie KOJIip TUM CHUJIBHIIIIE BOHA Pearye Ha pyX KiCTOK.

ITepen pinampHUM €TAarIOM CTBOPEHHS MOJIEN1 € TEKCTYPHUHT, 3alliKaHHs TIHCH.
[le#i eranm poOuTh Oe30apBHY MoOjaenb Hacu4yeHOro. [Ipu HajmarompKeHHI TiHEH
BIIOYBaTUMETHCS UV PO3TOpPTKA MOJENi, MOJAETh PO3AUISATH HAa YACTHUHH JJIs
MPaBUIBHOTO PO3MOAUTY TEKCTYp. JJisi IrpoBUX MOjENei CTBOPIOIOTHCS JBa BUIIU
moaenei high ta low poly, BUcokomosioranaibHa MOJIENTb BUKOPUCTOBYETHCS IS
TpeiiepiB, KaTCIIeH Ta PeKJIaMHOI akilii 1mo0 3aIyduT MaiOyTHIX CIIOXKHBAYiB.
Jpyruit BU Mojielli BAKOPUCTOBYETHCS B CaMiil Ipi, MOJI€NTb Ma€ MEHIIIE TOJIITOHIB
3a paxXyHOK 4OTO Harpy3ka Ha KOMIUIEKTYI0Ul KOMII F0Tepa 3HUKY€EThCs. BizyanbHo
BOHA He mocTymnaeTbes high poly, Tak BigOyBaeTbes npu JOTPUMAHHI PSTY MPABUIL,
CTBOPEHHS KapTH HOpMaJiel JJisl JIOY MOJI1 MOJIeNl BiI0YBAEThCS UISIXOM 3alliKaHHS
TEKCTypaMH BUCOKOIOIITOaHAIBHOT MOJIEN1 Ha HU3bKOMOJiroaHanbHy. [1icist Takux
MaHIMyJISAIN B1I0YBAETHCS Bi3yasibHE MOJIMIIEHHS 0€3 BUIIHHOIO HABAHTAKCHHS
Ha cucteMy. OuHAIOM CTBOPEHHSI MOJEIl € ii IITYy4YHE CTapiHHS, IJIsl LOTO €
cneriaiizoBani nporpamu Binm Adobe 1 OE€3KOIITOBHI aHANOTU 3 MEHIIO
PI3HOMaHITHICTIO eneMeHTIB. CTapiHHs BiJOyBa€TbCsl JJi KOKHOTO 00’€KTa TMOo-
pI3HOMY 1Jisl 3alli3HMX JOJABAaHHS 1pXKl, OJsA31 HANAaOTh 3HOIUIEHWA BUIJISAT 3
JI0JIaBaHHSM 00’ €MHHX MPUHTIB 1 T.J1. MalicTepHICTh B JaH1i CIpaBi Oe31mocepeIHbO
BIJIMBAE HA PE3yJbTAT 1 BIAIMIHHOTO B1J MOYATKIBIIB BIAPI3HUTU AyXkKe jerko. Ls
yacTHHA MOTpiOHA ISl TOTo, MO0 He rydusnacs armocdepa KiHIEBOTO MPOAYKTY,
a/pKe 1JIeaJIbHO YHMCTI 1 HE TOJAEPTI IITaHW B JABHO 3aHeA0aHOMY OYJIMHKY HE
CHUHEPTYIOTh 3 OTOUCHHSIM.

Blender € mBeiiiapcbkiM HOXKEM y CBITI CTBOPEHHSI MOJIEIIIIO, & BCE TOMY,
0 B HHOMY 310paHi BCl BHJAM BiJi CTBOPEHHS MOJENI Ta ii CKYJBINTUHTY [0
ctBopeHHst 3D/2D  animanii. Po3poOHMKM poOSATH Tporpamy 3 KOXKHHUM
OHOBJICHHSIM TPOCTIIIUM JjIs1 OCBOEHHs. OCTaHH1 BeJNMKa 3MiHA MPUHECTA TTOBHY
nepepoOKy cuctemMu node, Mae CXOXICTh 13 Bi3yaJlbHUM MporpamyBaHHsM. [lo

IIbOMY CEpENOBHUIIll PO3POOKH JyXe Oararo HaBYAJILHOTO MaTepiamy. Takox
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PO3IOBCIOJIKEHHSI BiIOYBa€eThCA Ha Oe3oriaTHiM ocHOBl. Y 2019 porl komnaHis
Epic Games cTana crioHCOpOM, BUAUIMBIITN Ha PO3BUTOK 1.2 MUJIbHOHA J0JIapiB Ha

PO3BUTOK IIPOEKTY.

1.5.2 IacrpymenTu ajisi ctBopenHs 2D rpadiku

CrtBopenns 2D-rpadiku BKIIIOUa€ BUKOPUCTAHHS PI3HUX 1HCTPYMEHTIB Ta
mporpam, siki MpU3HAYeH1 JJIS PI3HUX 3aBllaHb — BIJ] CTBOPEHHS UIIOCTpaIliii Ta
nu3aiiHy iHTepdeiiciB qo aHiMalii Ta 00pobku dororpadiii. Crimcoxk HaMOUIBII
NOMYJIIPHUX Ta IIMPOKO BUKOPHUCTOBYBaHMX mIporpam s 2D-rpadiku: Adobe
Illustrator, Krita, Figma.

Krita 0e3komToBHe mporpamMHe 3a0e3nedeHHs A CTBOpeHHs 2D-rpadikwy,
0COOJMBO TOMYJISIPHE CEpell XYAOKHHKIB, II0 MPAIIOI0Th y Taly3l MHPPOBOTO
KUBOMHKCY Ta KoHIeNT-apTy. Krita 1o3Bosisie HacTporoBaTu podouy 00JIacTh Mij CBOI
noTpeOu, BKJIIOYAIOYM PO3TAllyBaHHS IMaHEeH, MajiTp Ta IHCTPYMEHTIB. MoxHa
30epiraTul Ta MEPEMHUKATHUCS MK PI3HUMU POOOYUMH MPOCTOPAMHU, IIO € KOPUCHUM
JUISL PI3HUX THUIIIB 3aBJaHb, TAKUX SK MaJlFOBAHHSI, aHIMAIlisl Ta KOMITO3UTUHT. Krita
MPOTIOHY€E O€3J114 BCTAHOBJICHUX TMEH3JIB ISl PI3HUX CTUJIIB MAJTIOBaHHS, a TAKOXK
MOKJIMBICTh CTBOPIOBAaTH Ta HAJIAIITOBYBaTH CBOi BiacHl meH3mi. [Iporpama
HNIATPUMY€E TEKCTYpU Ta BI3EPYHKH, SIKI MOXHA 3aCTOCOBYBATH IO TMEH3JIB JUIs
CTBOpEHHsI Pi3HUX e(dexTiB. MacmraOyBaHHS, MOBOPOT, CIOTBOPEHHS Ta 1HIII
TpaHchOpMaIliitHl IHCTPYMEHTH JIal0Th 3MOTY JIETKO 3MIHIOBaTH YaCTUHU MAITIOHKA.
[linTpyMKa mapiB J03BOJIIE CTBOPIOBATH CKJIAJHI KOMIO3MIli, 3MIHIOIOYM Ta
KOPUTYIOYl OKpeMi eJeMEeHTH 0e3 IIKOAW IS 1HIIUX. [HCTpyMeHTH MacKyBaHHS
JAl0Th OlJIbIlIE KOHTPOJIIO HaJ MpOLIeCOM MallloBaHHS Ta penaryBaHHs. Krita mae
THCTPYMEHTHU JJI IMITalli TpaJIuLIMHUX MaTepialliB, TAKUX K aKBapeib, MAcjo Ta
Byriuis, a (yHKIis crabimizamii MmeH3s JoroMarae MajloBaTH IUIaBHI JIiHIT Ta
KpHBI, TAKOX HAJA€ MOKJIUBOCTI /i1l CTBOPEHHS Ta BUKOPUCTAHHS PI3HUX KOJIPHUX

NaJiTp Ta MATPUMYE poOOTY B PI3HUX KOJIPHUX pexuMax, Takux sk RGB, CMYK
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ta LAB, mo BaxJMBO JyUIsi MIATOTOBKU 300pakeHb 110 ApyKy. IIporpama Takox
MPOMOHY€E IHCTPYMEHTH [IJIi CTBOPEHHS aHIMallli, BKJIIOYAIOYM TalMlailH Ta
KJIIIOYOB1 KaJpH, IO J03BOJSE CTBOPIOBATHM NPOCTI aHimarliitHi mpoekTu. Krita
BIIMIHHO TIpaIfoe 3 TpadiyHUMU IUIAHIICTaMH, MIATPUMYIOUHM YyTJIHUBICTH 10
HATUCKY Ta HaXWiy Iepa, [0 J03BOJIAE€ CTBOPIOBATH OUTBII MPHUPOJHI Ta TOYHI
cupaiitu. [Iporpama igeanbHO TAXOAUTD TS IIUGPOBOTO KUBOMHUCY, JO3BOJISIOUN
XyJI0’)KHHKaM CTBOPIOBATH JI€Talli30BaHI Ta peajicTuyHi 1udposi kapTuHu. BoHa
TaK0X [TUPOKO BUKOPUCTOBYETHCS IS CTBOPEHHS KOHLIETIT-apTy JUIsI irop, QibMiB
Ta IHIIUX MeJia 3aBASKU MOTY>KHUM IHCTPYMEHTOM JIJisi MaJfOBaHHS Ta POOOTH 3
KOJIbOpoM. Krita € MOTY>KHUM Ta THYYKHUM IHCTPYMEHT JIJIsi CTBOpeHHsI 2D-rpadiku,
AKUWA TIIXOAUTH SIK JUIsl Opo(eciiHuX XYT0KHUKIB, TaK 1 JUIsl JIIOOUTENIB. Horo
OCHOBHI TepeBard BKJIIOYAIOTh IIUPOKHUM HaOlp 1HCTPYMEHTIB JJIS MajlOBaHHS,
HNIATPUMKY IIapiB Ta MACOK, a TAKOXK IHTErPALlito 13 rpagiyHuMU nnaHmeTamu. Krita
MPOJIOBXKY€E aKTUBHO PO3BUBATHCS, MPOIMIOHYIOUX HOBI 1 HOBI MOXJIMBOCTI JIJIs1 CBOIX
KOPHUCTYBaYiB.

[llustrator mporpamue 3abe3mneueHHs cepii Adobe a1 CTBOPEHHSI BEKTOPHOT
rpadiky, iK€ MUPOKO BUKOPUCTOBYETHLCS B ITPOBIM 1HIYCTPIi 7151 PO3POOKH PI3HUX
rpa@iuHUX  €JEeMEHTIB. 3aBAsSKM CBOIM  TOTYXHUM  IHCTPyYMEHTaM Ta
¢dynkuionansHocTi, [llustrator  103BoJisie  CTBOprOBAaTM  BUCOKOSIKICHI — Ta
MaciTaboBaHi rpadiuHi pecypcu, o poOUTh HOTo 17eaTbHUM AJI pO3POOKH 1rop.
Onniero 3 kmouoBux nepear Adobe Illustrator ans po3poOku irop € poboTa 3
BEKTOpPHOIO Tpadikoro. BekTopHi 300pakeHHS CKJIATalOThCA 3 MaTEeMaTHYHHUX
KPHUBHX, 1110 JI03BOJIsiE X MacmTadyBaTu 10 Oyb-SKOro po3Mipy 6€3 BTpaTH SKOCTI.
[le ocobmmBO BaxJIMBO MJig 1rop, Je€ rpadiyHi €JIEeMEHTH MOXKYTb
BUKOPHCTOBYBATHUCS B PI3HUX J03BOJIaX Ta Pi3HUX MPUCTposix. BekTopHa rpadika
JIO3BOJIIE CTBOPIOBATH 4ITKI Ta JETalli30BaHl 300pakKeHHs, 10 BUIJISIAIOTH
OJIHAKOBO J100pe€ sIK Ha MAJICHbKUX €KpaHax MOOUIbHUX MPUCTPOIB, TAK 1 HA BEJIMKUX
MoHiTOopax. Pobora 3 kpuBumu besne B Illustrator mo3Bosisie po3poOHUKaM irop
CTBOPIOBATU Ta pelaryBaTH CKJIagHI (OpMU Ta KOHTYpPU 3 BHCOKOIO TOYHICTIO.

[HcTpy™menTu, Taki sik Pen Tool (inctpymenT Ilepo), m03BOJISAIOTH CTBOPIOBATH Ta
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KOPUT'YBATU TOYKHU MPUB’SI3KU Ta CETMEHTH KPUBHUX, 1110 A€ MOBHUI KOHTPOJIb HaJ
dbopmoro Ta getansMu TpadidyHuMX ereMeHTIiB. Lle KOpHUCHO i CTBOpEHHS
NEPCOHaXIB, 00’€KTIB Ta (QOHIB, AKI MOXYThb BHMAaraTd BHCOKOTO CTYIEHS
neranizamii Ta TouHocTi. Adobe Illustrator miarpumye poOoTy 3 IIapamu, IO
MOJIETIITY€ KePYBaHHS CKJIQJHUMHU MTPOEKTaMu. B irpoBoMy nu3aiiHi 11e 03Havae, 1o
pi3HI €IEMEHTH, TakKl sIK mepcoHaxi, HoHOB1 00’ €KTH Ta iHTEPHEHCHI KOMIIOHEHTH
MOKYTb OYTH OpraHi3oBaHi 1 3rpynoBaHi B okpemi mapu. Cripoliye pearyBaHHs Ta
JI03BOJISIE JIETKO 3MIHIOBAaTH OKpeMi eleMeHTH Oe3 BIUIMBY Ha 1HIN YacTHHU
npoekty. Komipai moxkiauBocTi [llustrator BKkro4atoTh MiATPUMKY PI3HUX KOJIPHUX
Mojeneit, Takux sk RGB, CMYK ta Pantone, mo a03BoJi€ MpaloBaTu 3
KOJIbOPaMH, IO MIIXOAATh JAJI1 €KpAaHHUX Ta JPYKOBAaHUX MPOEKTIB. B irpoBoMy
IU3aiiHl 1€ BaXJIMBO JJIsi CTBOPEHHS SICKpaBUX TIpadiuyHUX E€JIEMEHTIB, IO
PUBEPTAIOTh yBary. [HCTpYMEHTH i1 CTBOPEHHS TpajJi€HTIB, BI3EPYHKIB Ta
TEKCTYp J03BOJISIOTH J0JIaBaTH TIMOMHY Ta peajidM 10 00 €KTiB, MO0 poOUTH iX
OUTbIl TPUBAOIMBUMHU JJIsi TpaBliB. [HCTpyMEHTH st poOOTH 3 TEKCTOM Y
[llustrator 103BOJNSAIOTH CTBOPIOBAaTH YHIKaJIbHI Ta CKJIaAHI TUHOrpadidHi
KOMITIO3HUIII, IO KOPHUCHO [l pPO3poOKHM 1HTEp(EiCiB Ta IrpOBUX MEHIO.
MOXJIMBOCTI yNpaBiiHHA MWpUPTaMH, 3MIHOKO 1X pO3MIpYy, IHTEpBaIiB 1
BHUPIBHIOBAHHS JI03BOJISIFOTh CTBOPIOBATH YITKI Ta JIETKOYUTAH1 TEKCTOBI €JIEMEHTH,
K1 MOXYTh OyTH BHUKOPHUCTaHI B PI3HUX acmekTax irpoBoro iHtepdericy. Adobe
[lustrator inTerpyerses 3 iHmmmu npoaykramu Adobe Creative Cloud, Takumu sk
Adobe Photoshop ta Adobe After Effects. Lle mo3Boisie jerko mnepeHOCHUTH
CJIEMEHTH Ta PECYypCH MiIX PI3HUMHU TpOrpaMamu, M0 OCOOJMBO KOPHUCHO JIs
CTBOPEHHSI KOMITJIEKCHUX ITPOBUX MPOEKTIB, 10 BKIIOYAIOTh aHIMAIlIIO Ta e(PeKTH.
Hampuknaz, nepconaxi ta 00’ extu, ctBopeHi B [llustrator, MoxyTh OyTH aHiMoBaH1
B After Effects, mo momae nomaTkoBuii piBeHb IHTEPAKTUBHOCTI Ta Bi3yalabHOI
npuBadiMBoOCTI. J[0JaTOK MIATPUMYE IUIAriHU Ta PO3MIMPEHHS, SIKl JO3BOJSIOTH
J0/1aBaTH HOB1 (YHKINT Ta IHCTPYMEHTH, PO3IIMPIOIOYNA MOXIIMBOCTI MPOTPAMHU.
Po3po6HIKY irop MOXKYTh BUKOPHUCTOBYBATH CKPUNITH 1 aBBTOMATH3yBaTH 3aB/IaHHS,

0 TOBTOPIOIOTHCA, IO TPUCKOPIOE TPOIIEC CTBOPEHHsS Trpadiku 1 MOKpaIIye
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npoaykTuBHIiCTh. Adobe Illustrator € He3aMIHHUM 1HCTPYMEHTOM JJIsi PO3POOKHU
irop, SKuUi J03BOJIIE CTBOPIOBATH BHCOKOSKICHI Ta MacmTaboBaHi rpadivHi
pecypen. Moro oCHOBHI IepeBard BKIIOYAIOTh TOYHI iHCTPYMEHTH IS POGOTH 3
KPUBUMH, IIUPOKI MOXKJIMBOCTI JIJII POOOTH 3 KOJHOPOM Ta TEKCTOM, MiATPUMKY
[IapiB Ta CUMBOJIB, a TAaKOX 1HTErpaIiio 3 iHmuMH npogykramu Adobe. 3aBasiku
UM MoJuBocTAM [llustrator mpogoBkye 3aiMHUIIaTUCS BaXXJIMBHUM 1HCTPYMEHTOM

JU1s1 TpoheCIMHUX PO3POOHUKIB ITOp Ta XyA0KHUKIB.

1.6 Kanpu irop

XKonana cdepa po3Bar He 3pIBHSIETHCS 3 BiJICOITPAMHU 11010 PI3HOMAHITHOCTI.
Irpy 3 KUIBKICTIO CBOIX aHpPiB OOIMIIIM KIHOIHIYCTpii, TeaeOaueHHs, KHUTH.
Kunacudikartist rpu 1o skaHpy BiIOyBa€eThCsl YEPE3 B3a€EMO/IIIO0 3 TPABIEM, MEXaHIKU
ta 1mium [13]. KoxeH >xaHp € yHIKaJbHUM TaKOXX MPUCYTHE KOMOIHYBaHHS JIJIs
pPO3pOOKH ITMOWHN MEXaHUK, CIOKETY Ta 3aHypeHHs rpasis. KoxeH jkaHp Mae cBOi
0COOJIMBOCTI $IK1 MPUBAOIIOIOTH MEBHY ayJIUTOPII0, MPOIMIOHYIOYN YHIKAJIbHI 1rPOBI
JIOCJIIIN Ta CTUJI OMOBITAaHHS.

Irpu pinaTbes Ha KaHpU:

— shooter,;

— RPG;

— stealth;

— MOBA,

— strategy;

— adventure;

— visual novella;

— racing Simulator;

— roguelike.

IlyTtep (Shooter) ocHOBHU ITPOBHUIA IPOLIEC 30CEPEIKEHUN HA CTPLILO1 Ta

3HMINEHHI BOPOTiB,(opMaT relmrIuies MoAUTIETHCS SIK B1JI TIEPIIOi 0COOU Ta TPEThOT
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ocobu. [I'paBui  KepywTh TIepcoHaxkeM ab0  TPaHCIOPTHUM  3acO00M,
BUKOPHUCTOBYIOUH Pi3H1 BUAM 30p0i 3a 1 fJocsrHeHHs miie. [llyrepu MoxyTh OyTr
K OAWHOYHUMH, TaK 1 pO3paXxOBaHMMH Ha 0araTo KOPHCTYBadiB, 3 aKI[EHTOM Ha
HMIBUKI pediiekcH 1 TOUHICTb. Irpu 1TaHOTO *KaHPy MPONOHYIOTh IIUPOKUNA apceHal
30poi Ta OO€MpHUIIaciB, a TAKOXk MACTOK SKi TPABIl MOXKYTh BUKOPUCTOBYBATH JIJIs
O11b11101 €(h)eKTUBHOCTI 3HUIIICHHS BOPOTiB Ta OTPUMAaHHS NIEPEBAry YUCEIHHOTO YU
no3uiiHoro. TakoXX IIyTepd MaloTh CBOI MiDKaHpHU Ta iX 00’emHanHs. Camuit
Bijomuii Battle Royale(KoponiBchka rpa) MeTa 3anumiTucs OCTaHHIM, XTO BHYKUB
Ha kapTi. /1o iIrpoBoi 0COOIMBOCTI AAHOTO XKAHPY BITHOCATH MOCTYNOBE 3MEHIIEHHS
ITPOBOi 30HU Ta CUCTEMY JTYTY.

PoaboBi irpm (RPG) mnpornonytoTs OaraTuii Ta pI3HOMAHITHHM 1rpOBUI
JIOCBIJI, TIOEAHYIOYM TJIMOOKI CIOKETH, CKJIQJHI MEXaHIKM Ta BEJIUKI CBITH ISt
JOCIIJIKEHHS. 3aB/IIKM PI3HOMAaHITHOCTI IMiJIP)KaHPiB, KOKEH T'paBellb MOXKE 3HAUTH
RPG, ska ftomy nmo aymi, uu 1o jiHiKHA JRPG 13 3aX0IUIO0YMM CIOKETOM, YU
Bikputa WRPG 13 Bennde3How cBo00/1010 Aiil. I'paBiii po3BUBaIOTH MEPCOHAXKIB,
MIJBUIIYIOYN iXHIA pIBEHb, MOKpAIlylOUd HABUYKKA Ta 3J10HOCTI, a TaKOX
EKIMPYIOYH iX pI3HUMH TIpeaMeTaMu Ta 30po€eto. OCHOBHHUI METO/I MPOCYBaHHS 3a
CIO’KETOM Ta OTPUMaHHs HaropoA. KBecTu MoKyTh OyTH OCHOBHUMHU (CHOKETHUMMU )
Ta TMOOIYHUMHU, 1HOIW 3aBASKH TaKUM KBECTaM BIJKPHBAETHCS HOBA MOJKIIHBICTH
Bi/MOBII B 11anno3i 3 NPS). Irpu Takoro skaHpy 4acTo BKIIOYAIOTh CKJIaHI CUCTEMU
JaJIoriB, e BUOIp rpaBIsl MOXKE BIUIMHYTH Ha CIOXKET Ta pO3BUTOK noAiil. CBoboaa
Tl J1a€ rpaBLEBl MOXKJIMBICTh 3HAXOAUTH MPUXOBaAHI JIOKAIIIl, JOCIIKYBAaTH CBIT
rpu Xaup RPG irop gimuthes takoxxk Ha mimxanpu JRPG. Binpizustorsces
CTUJILHOIO aHIMAIII€I0, YacTO BKIIOYAIOTH JIHIWHUM CIOKET Ta IMOKPOKOBI 00i.
WRPG.Bkiao4aroTh BIIKPUTI CBITH JJIs JOCHTIDKCHHS, HEIIHIMHI CIOKETH Ta
ouplry cBoOoay aiif. IkmeH-RPG. [loennyiots enemenTu exuen-irop ta RPG, 3
akiieHToMm Ha auHaMiuHi 601 TakTuueckue RPG. BkitouaroTh MOKPOKOBI OMTBU Ha
TaKTHYHUX KapTax, J€ BAXKJIWBI CTpPATEris Ta IUIAHYBAaHHS, MPUKIAIA TPOEKTOB
XCOM, Final Fantasy Tactics. MMORPG. MacoBi po3paxoBaHi Ha 0Oararo
KOPHUCTYBauiB OHJIAWH-POJIbOBI ITPH, J€ THUCSIYl T'PaBLIB B3a€EMOJIIOTH B OJHOMY

CBITI.
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Cresc (Stealth) sxanp Bimeoirop, y SIKHX OCHOBHHUH aKIICHT pOOUTHCS Ha
MOTalJIuBe MEPEeMIllleHHS Ta YHUKHEHHS BUSIBJICHHS Boporamu. ['paBiii MOBHHHI
BUKOPHCTOBYBAaTH TAaKTHUKy CKPHUTHOCTI, 100 IOCSATATH IIJICH, YHUKATH MPSIMUX
3ITKHEHb Ta MIHIMI3yBaTH IIIyM. Y TaKuX Irpax € CHCTeMa JOCSTHEHb 3a
POXO/DKEHHS 0e3 JKOAHOro BOHMBCTBA TOIIO. [IpuXOBaHICTH dOCSTAETHCA 3a
paxyHOK BHUKOPUCTaHHS YKPHUTTIB, TIHEH Ta eneMeHTIB oToueHHs. Takox He Oyne
BUKJIFOYEHA CUCTEMA B3JIOMY, KPaJIl>KKH 32 JIOTTOMOT0I0 BUKOPUCTAHHS CIIEL1aIbHUX
IHCTPYMEHTIB Ta MiAPYyYHUX 3ac001B. J[0Aar0Th TAaKOX CHCTEMY MPOKadyBaHHs, a0o
HAKOIWYEHHS PIBHIB /10 HASIBHUX 310HOCTEN MOCHITIOIOUH iX.

MOBA po3paxoBaHux Ha 0araTo KOpPUCTYBayiB OHJIAMH-ITOP, B SIKUX
KOMaH/IY TpaBLiB OOPIOTHCS Ha CIELIAIbHO CTBOPEHUX KapTax, MParHy4u 3HULUTH
0a3y nmporuBHMKa. HaifuacTime kaptu 3po0ieHi J3epKalibHO IS ABOX CTOPIH. Y
Takux irpax rpasii 0’10Teca 5 Ha 5. KoxkeH repoii Mae HaBUYKH 1 Ma€ BIacCHY POJib
1 O3UIII0, € MMPOKAaYyBaHHS Ta 30J0TO AJIA KYMiBJIl IPEIMETIB 3 KOKHUM pPIBHEM
repoit craBatu cuiIbHIIMM. [IpucyTHs cuctema OanaHCy Ta yMOB, TOMY Ha KOKHOTO
NEepPCOHaXKa € MpOoTHIsL. TakoX € KII0YOBI €Tany MaTdy sIKI BUPIIIATh PE3yJIbTaT
Matay. [licist rpu HapaxoBYIOTbCS OYKH PEHUTHHTY IJIsl MIKUBIICHHS Oa)KaHHS
rpaTH Jali.

Crparerii (Strategy) »xaHp irop, Ji¢ rpaBiii TOBUHHI IIJIAHYBAaTH Ta MPUMUMaTH
pillieHHS JJI1 JIOCATHEHHS JOBTOCTPOKOBHMX IIJIeH. Bkiroyae ympaBmiHHS
pecypcamu, OyAiBHULTBO 0a3 1 BeAeHHs OoMoBUX 1. ['paBlii MOBUHHI 100yBaTH
pecypcu Ta KepyBaTH HHUMHU IS PO3BUTKY CBO€i 0Oa3zu Ta apwmii. Takox
HaJaro/pKyBaTH  BIJIHOCHHM 3 IHIIMMH KpaiHamu. Bomoaith  BMIHHSIM
KOHTPOJIIOBaTH OKPEMUX IOHITIB, BCTUTAaTH MEPEMHUKATUCS HA KOXKHOTO Ta Ha BCIX
pa3oM, MaTH PO3BUHEHE KPUTWYHE MHCICHHS 1 TJIaHYBaTH BCE Hamepen s
3aXOIUICHHS OUTBIIOT KIJIBKOCTI TEPUTOPIH.

Hpurognnubkuii  (Adventure) oJHMM 3  HaAWMNOMyJSPHINIUX  Ta
PI3HOMaHITHUX J>KaHPiB, MPOMOHYIOUM TPABIIM 3aXOIUIIOI0Yl CIOXKETH, Oaratuii
reiMIied Ta He3aOyTHI CBITH ISl JOCHIKeHHS. [IpUrogHuIbki irpu 4acrto

MNOECIHYIOTh CIICMCHTHU THIITX }KaHpiB, TaKUX K CKIICH, I'OJIOBOJIOMKH Tad POJIbOBA
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rpa, CTBOPIOIOUM YHIKaJIbHI Ta OaratomapoBl IFPOB1 AOCHIIUA. Y IEHTPl yBaru
MPUTOAHUIIBKUX ITOP YaCTO CTOITh 3aXOIUIIOI0YA ICTOpIsA, CIOBHEHA HECIOAIBAHUX
MOBOPOTIB Ta IHTPUT. CIOKET BIIrpae KIIOUOBY POJIb, 3aJIy4al0ur TPaBLis A0 MO
Ta MOTHUBYIOUM MOro pyxXaTUCS BIEpEN. : TPaBISIM HAJAEThCS MOXKIMBICTh
JOCTIANTA BEJMKI ITPOBI CBITH, 3HAXOAWTH MPUXOBaHI OO €KTH, CEKPETH Ta
BUPIIIYBaTH TOJIOBOJIOMKUA MiCIsl MOKYTh OYTH SIK peaIbHUMU, TaK 1 BUTaIlaHUMHU.
J171st TpoCyBaHHSI 32 CIOKETOM T'PaBIli YaCTO CTHUKAIOTHCS 3 PI3HUMHU T'OJI0BOJIOMKAMU
Ta 3aBAAHHAMH, SIKI MOTPEOYIOTh JIOTIYHOTO MHUCIEHHS Ta yBaxHocTi. [Ipuknanu
Biomux npuroanuibkux irop Uncharted, cepis irop, po3poOieHa KOMIIaHI€l0
Naughty Dog, npornonye 3axorutroroui npurogau Helitana Jlpetika, qocCiTHUKA Ta
MUCIUBLA 3a ckapObamu. Irpu BiApI3HAIOTBCS KiHEMATOrpaiyHUM CTHIIEM,
3aXOIUTIOIOYMMU EKIIIH-CIIEHaMH Ta 4yAo0Boro rpadikoro. Tomb Raider, cepis irp
nipo Jlapy KpodT, apxeosiora Ta aBaHTIOPUCTKY, SIKa MOJOPOKYE CBITOM Yy MOUTyKax
cTapo/iaBHiX apTedakTiB. [rpu MOE€IHYIOTH €KIIH, IJIATGOPMIHT Ta TOJIOBOJIOMKH.

Bizyanbna HoBesa (Visual novella) xanp irop, 30cepemkeHuii Ha po3noBiji
Ta JlaJIorax, 3 BAKOPUCTAaHHSAM CTaTUYHHMX 300paK€Hb Ta TEKCTY. AKIIEHT POOUTHCA
Ha PO3BUTKY MEpCOHa)ka K ocobductocti. JlocTymHa ckiagHa TiKa JiaioriB, 110
BILIMBAE HA PO3BUTOK TUJIKH CIOKETY. TEeKCT CynpOBOIKYEThCS CTATHYHUMU, TPOXHU
aHIMOBaHMMH 300paXKEHHSMHU. 3a PaXyHOK PI3HHUX T'UIOK CIOXKETY Ha SIKl BILJIUBAE
rpaBeilb CBOIM BHOOPOM, IOCTYIHA BEJIMKA KUIbKICTh 3aKIHYEHHS CIHOKETHOI JIHI1.
Mae BenuKy KiIbKICTh JOTOBHEHb BiJ CIUIBHOTU 3a PaxXyHOK 4YOTO Ma€ maixe
HECKIHYCHHY PEHTA0EIbHICTb.

Porasuk (Roguelike) »xanp irop 3atoueHuii mijg perpadenbHicTh. Mae
BEJIUKY KUIBKICTh MEXaHIK OJIHA 3 HUX BIJIPOJKEHHS IMICJISI CMEPTI B TIOYATKOBOMY
tabopi (toumi). [Ipu KOXHOMY HOBOMY 3aIyCKy MEPEMHKAHHS TpaBellb MOXKE
NOKpaIuTH cede, 3MIHUBIIM [MOYATKOBI apaMeTpy ad0 3MIHUBILIU CHOPSIKEHHS.
Takox y Takux irpax peaaizoBaHO 30UIbIIICHHS CKJIATHOCTI TOCTYTOBO 3QJIEKHO BiJl
TOTO, HACKIJIbKU JAJIEKO 3aMlIIIOB TPaBEllb, y TAKUX CUTYaIlisIX 00 3aBEPIIUTH ITUKIT
Tpeda MaTu npu coO1 XOPOoLll MpeaMeTH Ta A0CBiA Ipu. [Ipu moBHOMY NpOXOKEHH1

IIUKITy TpaBellb 3MiHIOE 30pOr0 1 MOYMHAE CMoYarKy. Taki irpu moOyjoBaHi
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MPOIIEAYPHOIO I'eHEepalli€ro, KOXKEeH HOBUM 3a01r yHiKansHul. [Ipuknan 3011bI1eHHS
ckaagHocti 'y rpi Dead Cells, micisi mOBHOTO MPOXOMKEHHS TPaBellb OTPUMYE
«KJIITHHY MyTalli» MOYMHAIOYH 3 HACTYMHOro 3aliry, 3 SBISTUMYTbCS HOBI
MPOTUBHUKHU MiHI-00CH OTPUMYBATH BCEJICHHSI BJKE€ HasBHI BOPOT'H, OOCH MTOBEPXiB
TaKOX 3a3HAIOTh 3MiH. [Ipy OTprMaHHI MaKCHMaJIbHOI KUTBKOCTI KJIITUH Y TpaBLs
3’ IBNISIETHCST MOYKJIUBICTb.

I'onounuii cumyasarop (Racing Simulator) Benuky yBary mnpHAUIEHO
YOPaBIiHHIO MAIIWHOIO, ii 34eryieHHS 3 Aopororo. IIoBHMI TIOHMHT Ha aBToO.
JlocTynHO cTaHgapTHE KepyBaHHs (KJIaBlaTypa Ta Muuia) abo ajJbTEepHAaTUBHE
KepMO, KopoOka neperad Ta menaigl. € [Ba BUIM TOHOYHUX CUMYJIATOPIB 3
BIIKpUTUM cBiTOM Forza, nie rpaBens cam BUOMpaAE, /1€ 1 YUM caMe X04e 3aiMaTUCH.
AGo O6ubiI pocTHit BapiaHT cepis irop Rally rpaBens moxke BuOpatu nuiie tpacu
Ta 3MaraTHcs 3 1HIIMMHU T'PABISIME HA 4Yac MOJOJAHHS TPacu Ta 3aiiMaTH Micus y
Tabnumi gigepiB. Y Forza Bci CynpOTMBHUKM y 3ai3[l WITYYHUW IHTEJIEKT Ha

BHUITAIKOBO OTPUMAHUX MalllNHAX.

1.7 MoBu nporpamyBaHHs

Moga nporpaMmyBaHHS SIBJIsi€ CO0010 (popMaTi30BaHMM CIIOCIO 3aMUCy KOMaH/I
JUTS KOMIT'FOTepa, SKWM BH3HAYAa€ TpaBWia HAIMCAHHsS TIporpam Ta Mii, sKi
KOMIT'IOT€p BHUTpaya€ Ha iX BUKOHAHHA. 3 TOSBOIO MEPIIUX MPOTPaMOBAHUX
MPUCTPOIB OyJI0 CTBOPEHO IMOHAJ BICIM THCSY MOB IporpaMyBaHHS. Jleski 3 HHX
BUKOPUCTOBYIOTHCS JIMIIE BY3bKHUM KOJIOM PO3POOHHUKIB, TOJl SK 1HINI CTAIOTh
IIUPOKO BiIoMUMHU y CBITI. [IpodeciitHi mporpamicTi 9acTo BOJOIIOTH KiJTbKOMA
MOBaMH mporpamyBaHHs. [li MOBM mnpu3HaueHi JJIs HAMUCAHHS Tporpam, skKi
YIPaBJISAIOTH 00UUCIIIOBAILHUME TIpoliecaMu, 00pOoOJISIOTh pi3HI 00’ €KTH To1o. Ha
BiJIMiIHY BiJl TPUPOTHUX MOB, III0 BAKOPUCTOBYIOTHCS CIUIKYBAHHS IS JIFOJICH MIXK
co00r0, MOBHU MpOrpaMyBaHHs CHpSIMOBaHI Ha B3aeMoJil0 3 EjexkTpoHHO

O00YHUCITIOBATILHOIO MAIIMHOO. BUTBIIICTh 3 HUX MAtOTh CHEIialbHI KOHCTPYKIIT SIS
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po0OOTH 3 JTaHUMHU Ta YIPaBIIHHS 00uKcieHHaMu. KpiM Toro, MoBa nporpaMmyBaHHs
BU3HAYAETHCS HE TUIBKU 4Yepe3 Moro craHaapt, sSIKUd (pOopMalbHO OMUCYE HOTO
CHHTAKCHC Ta CEMAaHTHUKY, aje i uepe3 mporpamHi 3acolu, 1o 3a0e3neuyoTh Horo

TPAHCJIALIIO YU 1HTEPIIPETAIliIO.

1.71C#

C [11] moBa nporpamyBanHsi, cTBopeHa B Microsoft Ha mouatky 2000-X poxiB.
Po3pobnenuit sk kmouoBa uyactuHa Miaatdhopmu NET, C# € mnoryxHuUM
THCTPYMEHTOM [l PO3pOOKM PI3SHOMAHITHUX JIOAATKIB, BiJ JECKTOMHUX O
BeOcepBiCiB Ta MOOUILHUX JoAaTKIB. IcTopis C# mouanacs 3 MOSBU SK BiAIOBIIb
JesIKl HEJIONIKH, SIKI Majy 1HIIl MOBH IporpamyBaHHs, Takl sk C++ 1 Java. Bin
MOETHYE B COO1 MPOCTOTY BUKOPUCTAHHS 3 BUCOKOIO MPOYKTUBHICTIO Ta O€3IEKO10,
poOJIsIuu HOoro MPUBAOIUBUM JJI1 PO3POOHHUKIB YCiX piBHIB J0CBiay. OCHOBHI pUcCH
C#, Takli 4K 00’€KTHO-OpPIEHTOBaHE IpOrpamMyBaHHS, CHUJIbHA THII3alis Ta
MO>KJIUBICTh POOOTH HA PI3HUX OMEpaIlifHUX CHUCTEeMax, poOJsSTh MOro OJHIEI 3
HaNUMOMYJISIPHIIIMX MOB IPOTrpaMyBaHHs B Cy4aCHOMY CBITI pO3pOOKH MPOrpaMHOro
3a0€e3MeUeHHs.

CrinbHOTa po3poOHUKIB irop Ha 0a3zi C# gyke akTUBHO Ta MIUPOKO. IcHye
0e3:114 OHJIaH-peCypCiB, HABUYAIBHUX MaTepialiB, (POPyMIB Ta CHIIBHOT, € MOYKHA
OTpUMATH MIATPUMKY, IIOPATHN Ta pecypcH Jjist po3pooku irop Ha C#. 3aBasKku UM
dakTtopam Ta 6aratboM iHIHMM, C# CTaB OJIHI€IO 3 KpAITUX MOB MPOrPaMyBaHHS JIsI
CTBOPEHHS 1rop pi3HOro Macitady ta TuiiB. Y cBiti C# icHye 6arato 0i10J10TeK, Kl
HAJal0Th Pi3HI (QYHKII 171 CTBOpeHHs mporpam. Hampukian, € 616mioTexku st
poboTu 3 0a3amMu JaHUX, CTBOPEHHs Be03acTOCyHKiB, 00poOku JSON-maHux i
HaBITh JJI1 HamucaHHs TecTiB. HesanexHo BiJ TOro, 1o BaM NOTPIOHO 3pOOHUTH,
icHye Oi0iioTeka, sSka JOTIOMOXE BaM CIPOCTUTH Iie 3aBAaHHsA. C# mmMpoko
BUKOPHUCTOBYETHCS Y pO3POOII iIrop, 0COOIMBO 3aBISIKH CBOiM 1HTETpallii 3 PI3HUMU

irpoBumu auryHamu. B Unity Engine C# BUKOpHUCTOBY€TbCS Ui HaIlMCaHHS
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CIleHapliB (CKPHIITIB), Kl yIPaBJsAIOTh MOBEAIHKOK 00’€KTiB y rpi. Ll ckpuntu
MOXYTh KEPyBaTH PYyXOM, B3aEMOJIIEIO 3 IFPOBUM CBITOM, aHIMAIlI€l0 Ta OaraTboM
iHmmM. Unreal Engine € 1Ba OCHOBHHX CIIOCOOM HANMCaHHS irPOBOi JIOTIKH: 3a

JIOTIOMOT 010 Bi3yalibHOI cucTeMu Blueprint ta 3 nomomororo C++/CH#.

1.7.2 C++

C++ [12] moBa nporpaMmyBaHHs, sSika Ma€ Oaratuii HaGlp MOXKJIMBOCTEH st
CTBOPEHHS PI3HMX BHUJIB MPOTrpamMHOro 3a0e3ledyeHHs. Xoua BIH HE Ma€ TakKoi
HIMPOKOi ekocucteMu 010110TeK, sk C#, y C++ Bce * Taku ICHYIOTh IHCTPYMEHTH
Ta Oi0moreku misg poboTu 3 OazamMu AaHUX, BEOpPO3pPOOKH, MyJIbTUMEia Ta
TECTyBaHHA. BiH 4acTo BUKOPHUCTOBYETHCS AJIsi PO3POOKH BHCOKOMPOAYKTUBHOTO
MpPOTrpaMHOro 3a0e3MeueHHs, 0COOJMBO B 00JIACTsIX, /i€ MOTpiOHA MakcUMaibHa
IPOAYKTHBHICTh Ta KOHTPOJb HaJ pecypcamu. 3 HOro JOIMOMOTOH0 BOHH MOXYTb
CTBOPIOBATH IrPOBI JABMKKH, B SIKMX PEai30BAHO OCHOBHY JIOTIKY I'pH, a TaKOX
ONITUMI3yBaTH MPOAYKTUBHICTD /Uil pi3HUX TuiatrgopM. Kpim Toro, C++ 3abe3neuye
JOCTYI 70 pi3HKX 010110Tek Ta API, 10 103B0OsIsIE pO3pOOHKKAM 1HTErpyBaTH Pi3HI
GbyHK11T, Taki K rpadika, 3ByK Ta MEpexeBa B3aeEMO/I14, y cBo1 irpu. B ninomy, C++
€ BaXJIMBUM IHCTPYMEHTOM JUIsl CTBOPEHHS SKICHUX Ta MPOJYKTUBHHUX Irop Ha

pi3HUX IaTdopmax.

1.7.3 Python

MoBa mnporpamyBaHHS PO3po0JieHa 3 ypaxyBaHHSIM YHIBEpCAJIbHOCTI Ta
noctynHocTi. [lpuszHauennss Python yHiBepcanbHa, po3poOka BeOJOIATKIB Ta
BeOcepBepiB. Po3poOka MMTYy4yHOTO IHTENEKTY BIH € OCHOBHOIO MOBOKIO B
nporpamMyBaHH1 11 Ta MAllMHHOIO HAaBYaHHs. ABTOMAaTH3allll MPOCTUX 3a]ad 3a

JIOTIOMOTOI0 CKPUINTHHTY. MOTO0 Jerkuii CHHTaKCHC 1A€aIbHO MiAXOIUTh IS
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HalMCaHHS CKPUNTIB IS ONTHUMI3allli MpOIEeCciB B OIepauiiHid cucremi,
BeOcepBicax. Python Hamae iHCTpymMeHTH aji1 pOOOTH 3 TEKCTOBHUMH JIaHMMH,

o0OpoOKa psAIKiB Ta TeHeparllii 3BiTiB.

1.7.4 Java

Java moBa mporpamyBaHHS, sika BUKOPUCTOBYETHCS ISl CTBOPEHHS PI3HUX
THUIIIB MpOTpaM, BKIIOYAIOUM BeOmporpamu, MoOUTbHI mporpamu miiga Android ta
Oararo iHmoro. Bin Hagae po3poOHMKaM Oe37id IHCTPYMEHTIB Ta 01010TEeK IS
poOoTH 3 6a3zaMu J1aHUX, CTBOPEHHS rpaiyHUX 1HTEpQeiciB, 0OpOOKH JaHHUX Ta
©araTo 1HIIOTO.

3aBasikd CBOIM OarartoriaTOpMEHICTh Ta BUCOKIM MPOSYKTUBHOCTI, Java
3AJIMIIAETHCS OJIHIEI0 3 HAMMOIMYJSIPHIIIMX MOB MPOTpaMyBaHHA Yy CBITI. Spring
Framework omaun 3 ¢periMBOpKiB Java st po6oTH Be6101aTKIB Ta BeOcepBiciB. Bin
HaJa€ I[UPOKUM CHekTp (QYHKIINA, BKIIOYAIOYM 1HBEPCIIO YyIOpaBIiHHS Ta
BIIPOBADKCHHS 3QJIEKHOCTEH, MO0 POOUTH HOTO TMOMYJSIPHUM BHUOOPOM JIJIst

CTBOPEHHS BEJIMKUX Ta CKJIAJIHUX Mporpam Java.

1.7.5 JavaScript

OaHa 3 LIMPOKO BHUKOPUCTOBYBAHMX MOB IPOrpaMyBaHHS, sKa
3aCTOCOBYEThCS Y BeOpo3poOIll I CTBOPEHHS I1HTEPAKTUBHUX BeOCAWTIB Ta
BeOI0JATKIB.

Ocp kimpka 010moTek Ta  (pelimMBopkiB  JavaScript, sKi  4YacTo
BUKOPUCTOBYIOTHCA MPU pOOOTI HAJl TIPOEKTAMH.

React.js 6i6mioreka JavaScript mis cTBOpeHHs iHTep(EiCiB KOpHCTyBaya.
React BUKOpUCTOBYEThCS JIJIsl MOOYI0BU KOMIIOHEHTIB 1HTep(deicy KopucTyBaua,

SK1 OHOBJIIOIOTHCSI aBTOMATUYHO TIPH 3MiHI JaHUX. BiH 9acTO BUKOPHCTOBYETHCS
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JJIs1 PO3POOKH OJTHOCTOPIHKOBUX 107aTKiB (SPA) Ta MOOUIBPHUX TOJATKIB.
Angular ¢peiiMBopk JavaScript, po3poOsienuii Ta miarpumyBanuii Google.

Bin Hagae 1HCTpYMEHTH NJisi CTBOPEHHS BEJIMKUX Ta CKIATHUX BeOjomatkiB. Bin

BKJIIOUae Oe3mid (yHKINN, TaKWX SK 1H €KIIS 3aJICKHOCTEH, MapIIpyTh3allis 1

o0OpoOka moIiii.

1.8 Hosgi TexHoJiorii A5 rpadiku B irpax

HoBi TexHomorii st rpadgiku B irpax IOCTIHHO pPO3BUBAIOTHCS, 100
3a0€3MeUuTH ITPOBHUM JTOCBIJ 13 OLIBII BHUCOKOIO SIKICTIO Bi3yaJIbHHX €(EKTIB Ta
peanizmom [14].

Bizyanbni edpextu (VFX), e nporec cTBOpeHHs Ta BIPOBAKEHHA y TPY
PI3HHX BI3yaJbHUX €JIEMEHTIB, Kl MOKPALIYIOTh Bi3yalbHUI JOCBIJ IpaBid. Bonun
MOXYTh BKJIIOUATH CHEllalibHI €()eKTH, TaKl IK BUOYXH, BOTOHb, TUM, CHIT, JIOLI, a
TaKOX TOJIMIIEeHHS aTMocdepu 1 peanizmy irpoBoro cBiTy. VFX MoxyTh OyTu
CTBOPEHI 3a JIOTIOMOI'OK0 PI3HUX TEXHOJIOTIA Ta METO/IIB, TAKUX SIK KOMIT FOT€pHA
rpadika, cumymsmii GI3UKH, 3aXOIUICHHS PyXY, BHUKOPHUCTAHHS TEKCTyp Ta
niehepiB, CUCTEMH YaCTUHOK Ta 0arato iHImuX. BoHU J03BOJSIIOTE pO3pOOHUKAM
1rOp CTBOPIOBATH BPa)Kar04il Ta 3aXOTUIIOI0Y1 Bi3yalibHi €()eKTH, sIK1 pOOJIATH IrpOBUI
CBIT OUIBII PEaTiCTUYHUM, TUHAMIYHUM Ta I[IKAaBUM JIJIs TPaBIIiB.

®yukuisa Ray Tracing (RTX) nepenoBa TexHosoris y rpadgiguHoMy mporuect
KOMIT FOTEPHUX 1r0p, SKa MOJEIIOE Ta CTEXHUTh 32 KOXHUM TIPOMEHEM CBITIa,
JIO3BOJIAIOYM iM PEaTICTUYHO B3aEMOJIATH 3 HABKOJMIIHIM CEPEIOBUIINEM Ta
o0’extamu. BoHa cTBOpro€ OUIBII peaicTUYHI Bi3yaldbHlI €QEeKTH, TakKi SK
peayiCTUUHI BiIOOpa)XE€HHs, TiHI Ta OCBITIEHHS, 110 POOUTH IrPOBI CLIEHH OLIbII
KUBUMH Ta 3aXOIUTIOIOYMMU JJis TpaBiiB. B ocHoBi TexHomorii RTX nexuts imes
CUMYJIAII TOTO, SIK CBITJIO MOIIMPIOETHCS Ta B3aEMOJIII B PEaIbHOMY CBITI, IO

JT03BOJISIE CTBOPIOBATH OUTBII PEeaICTUYHI Ta 3aXOIUTIOI0Y1 Bi3yalbH1 BpaXKEHHS.
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Deep Learning Super Sampling (DLSS) Texnosnoriss Bim NVIDIA, sxa

BUKOPUCTOBYE INTYYHHMM 1HTENEKT ISl TOKpaIIeHHs SKOCTI Tpadiku B irpax
HUIAXOM  30UIBIIEHHS YITKOCTI 300pa)XXeHHS 3 BHUKOPUCTAHHSIM  METOAY
cynepceMiutinry. lle m03BoJisse TOKpamUTH Bi3yallbHUM JOCBiA TPaBIiB MpH
3HIKEHH1 HaBaHTa)XCHHS Ha arapaTHe 3a0e3MeYeHHs, 3a0e31euy0un O1IbII IUTaBHY
IrPOBY MPOAYKTHUBHICTb.

DirectX nabip mporpamuux 3aco0iB Ta API, po3pobnenuit Microsoft mis
3a0e3MeyYeHHs] B3a€MOJli MDK TPOrpaMHUM 3a0€3MEUYCHHSIM Ta amapaTHUM
3a0€3MeUCHHSIM KOMIT I0Tepa, BKIIIOYaouud rpadidHi Ta 3BYyKOBI MOKIUBOCTI. L1
IHCTPYMEHTH HAJal0Th PO3POOHUKAM 3pYUHI CIOCOOM CTBOPEHHS MYJIbTUMEIIHUX
nporpam, 3a0e3nedyrourd edeKTHBHE YIpaBIiHHS rpadikoro, 3BYKOM, a TaKOXK
BBCJICHHSIM 1 BUBEJICHHSM JaHUX.

Vulkan crangaptauii intepdeiic st podotu 3 rpadiuyHUMH KapTamu Ta
IHIIMMU  TPUCTPOSIMHU, SIKMM HaJae BHUCOKY IPOJYKTHUBHICTh Ta €(QEKTHBHE
kepyBaHHs1 pecypcamu. CtBopenuit Khronos Group, BiH A03BOJIsIE pO3pOOHUKAM
CTBOPIOBATH IMIBHJIKI Ta SIKICHI rpadiyHi MporpamMu Ta irpu Jyuisl pisHUX 1atdopwm,
takux sk [IK, MOO1IBHI MPUCTPOI Ta KOHCOJI, HaJaloud OUIbIIEe KOHTPOJIIO HaJ

MPOIIECOM Ta ONTUMI3aIlI€I0 MPOTYKTUBHOCTI.

1.9 IIporpamu auist po3poOKu KOOy

VY nporieci CTBOPEHHS MPOTPaMHOTO 3a0€3MeYSHHS BIAIrPalOTh BAXJIUBY POJIb
1HTerpoBaHi cepenonuia po3podku (IDE) — nporpaMHi iHCTpyMeHTH, IpU3HAYEHI
JUI HAlMCaHHS Ta HaJAaro/KEHHS Koay. BOHM HanaoTh MIMPOKHHA CIEKTP
(GyHKILIOHATBHUX MOXKIJIMBOCTEH, BIJl peJaryBaHHs KOJy /10 KEpPYBaHHS BEpPCIsIMU
MPOEKTY, 3abe3meuytoun kKoMpopTHe Ta edexTuBHE poOOYEe OTOUCHHS IS
pPO3pOOHUKIB. Y 1OMY OIJISIII MU PO3IMNIAHEMO Kinbka nomyisipHux IDE, ski

IIMPOKO BUKOPUCTOBYIOTHCA Yy cepl MporpaMmyBaHHs.
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1.9.1 Visual Studio

Visual Studio Ha0ip IHCTpYMEHTIB, 110 IONIOMAarae po3poOHUKAaM CTBOPIOBATU
nporpaMHe 3abesrneueHHs. Bin 3a0e3nedye 3pydHUN poOOUYMM TIPOCTIp IS
HAIMCAHHS KONy, BHSIBJICHHS Ta YCYHEHHS TOMMJIOK, a TaKOX YMpaBIiHHS
npoektamu. Visual Studio Takok MiATpUMYye€ IHTETpaIliio 3 Pi3HUMH CEepBicaMH,
TaKUMH K CUCTEMHU KOHTPOJIO BEpcCiii Ta XMapHi riardopMmu, Mo poOUTh HOro

HANMOMyIAPHIIIIM BUOOPOM cepesl pO3pOOHHKIB IPOrpaMHOTo 3a0e3MeueHHsI.

1.9.2 Visual Studio Code

Visual Studio Code nerkoBaxxHUN Ta THYYKHHA TEKCTOBUH pEHAKTOD,
po3pobiiennii Microsoft, sxkuii Hajgae po3poOHUKAM CEpPEOBUIIE JAJIsI HATUCAHHS
KOJly Ta poOoTH 3 mpoekTaMu. Ha Bigminy Big moBHOI Bepcii Visual Studio, Visual
Studio Code Hanae yHiBepcaibHE Ta pO3IIUPIOBAHE OTOUYEHHS 1J11 pOOOTH 3 PI3HUMHU
MOBaMU TPOTpaMyBaHHS Ta TEXHOJOTIAMHU. BiH BOJOJI€ MOTYXKHUM 1 THYYKHUM
PETAKTOPOM KOAY 3 MATPUMKOI CHHTAKCUYHOTO BHIIJICHHS, aBTOJIOTIOBHEHHS,
1HTerpauii 3 cucTeMaM KOHTPOJIIO Bepciil Ta OaraTbma IHIIMMU (PYHKIISIMH, IO
poOUTh HOro MOMyJNAPHUM BUOOPOM cepell PO3POOHUKIB  MPOTPAMHOTO

3a0e3Mne4eHHsl, 0COOJIMBO THX, XTO BIJIJIa€ TIEPEBAry JETKOCTI Ta THYYKOCTI.

1.10 BucHoBku 10 po3ainy 1

VY oMy po3iii peTeNbHO PO3TISIAOTHCS KIIFOYOB1 ACMEKTH, K1 CIIPUSIN
(dbopMyBaHHIO Ta PO3BHUTKY IILOTO AMHAMIYHOTO TOJIsA. CrOYaTKy pO3TISAAIOTHCS
npo0JeMu CydaCHUX KOMIMaHiH, Mo mpaioTs y chepi po3podku irop. Omwmc
peanizaiii Nepuux irop Haja€e ICTOPUYHY MEPCIEKTUBY, MOKa3yIOUH, SIK MPOCTI

TEKCTOBI ITPHU €BOJIIOLIOHYBAJIM y CKJIaJHI Bi3yaibHl IPOeKTU. OCOOIMBO IIKABOIO
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€ iH(dopMallis Tpo mepiry 6araTokopuctyBalbky rpy, cuctemy PLATO Ta nepii
IrpoBl  KOHCOJ, fKI  3aKjajdd  OCHOBY Uil  TOJAJBIIOTO  PO3BHUTKY
0araTOKOpPUCTYBallbKUX IrOp Ta 1HTEpaKkTUBHUX Iuiatdopm. Po3nimm mpo apkamHi
aBTOMAaTH Ta KyJbTOBI irpu, Taki ak Pac-Man, Snake 1 Tetris, umtocTpytoTh, SK 1Ii
ITpU CTajd KyJbTYpHUM (PEHOMEHOM 1 BIUTMHYJM Ha MOKOJNIHHA TeriMepiB. Bonu
JEMOHCTPYIOTh, SIK YHIKQJIbHUW TEeUMIUICH 1 Au3aiiH MOXYTh TNPU3BECTH [0
BEJIMYE3HOTO YCIIXy. Ba)KJIMBOIO YaCTUHOIO TJIABH € OMUC ITPOBUX JABUXKKIB, SIKI
BIJIITPalOTh KIIOYOBY POJIb Y CTBOPEHHI Cy4aCHHX Irop, HaJaro4u pO3pOOHHKAM
HEOOXITHI I1HCTPYMEHTHM I peani3aiii CKJIaJHOl IrpoBOi MEXaHIKM Ta
BUCOKOSAKICHOT rpadiku. [leTanpHuit aHami3 TUMiB rpadiku B irpax, BKiIo4ardu 2D
1 3D MopentoBaHHS, MiAKPECTIOE €BOIIOLII0 BI3yaIbHUX TEXHOJIOTIHM 1 iX BIUIUB Ha
irpoBuii gocBia. OcoOMuBY yBary MpUIAUICHO THCTPYMEHTaM i CTBOpeHHsS 2D-

rpadiky, K1 3aJUIIAI0THCA aKTYaJbHUMU IS 1HA1-PO3POOHUKIB 1 PETPO-1rop.
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2 MOJEJIIOBAHHA TA ITPOEKTYBAHHA I'PU

2.1 CyTb rpu Ta il KOHIENTYAJIbHA OCHOBA

Tetpic Bigeo rpa po3pobaeHa y 1984 pori, Onekciem [MaxxutanoBum. CyTh Tpu
NoJiirae B TOMY, II00 YIPaBISATH NaJal0uuMHU (irypaMu, sKi Ha3UBaIOThCS
TETPOMIHO, 1 PO3TAILIOBYBATH X y Oe3nepepBHI TOpu3oHTaNbHI JiHii. Konu miHisa
MOBHICTIO 3arlOBHEHa 0e3 MpoOuIiB, BOHA 3HUKAE, 1 TpaBellb OTpUMye Oanu. SKio
JiHIA HE BJA€ThCA, (IrypU HAKOMUYYIOTHCA, 1 Tpa 3aKIHYYETHCS, KOJIM BOHU
JOCSITAI0Th BEPXHBOT MEXK1 1IFPOBOTO TOJIS.

OcHoBHa iJ1es TETPICYy — MOETHAHHS MPOCTOTH 1 cTpaTerii. ['paBieBi naeTbes
HaO1p iryp, BIIOMUX SIK TETPAMiHO, SIK1 IaJ1al0Th Ha irpoBe noJjie. KoxxHe TeTpamino
CKJIAJAEThCS 3 YOTHUPHbOX KBAJPATHHX OJIOKIB, SIKI MOXYTb MaTH Pi3HY (QopMmy,

HaIPUKIA] JIiHIii, KBaapaTtu ado mitepu «T», «C» 1 «Ly».

2.2 Peastizaunisi MPO€EKTY Ta cepeloBHUILE PO3POOKH

[TpoexT TeTpic Oyne po3pobiieHo MOBOIO TiporpamyBaHHs C# Ta cepeoBuIIe
po3pooku Unity. ¥V po3poOii € kiaouoBi MOMEHTH. Po3poOok irpoBoro moJs
MacmradboM 10x20, ge 1 BimOyBaTUMEThCS OCHOBHOIO TeimIuieto. JlogaTu Bxke BCiM
Bimomi Ttunu ¢iryp I, O, T, S, L, J. Hanucatu ¢QyHkiito mis cCTBOpEHHS
MOBHOIIIHHOTO PaHJIOMY 3 MOsIBOIO (hirypu. 3reHepyBaTu JIOTiKy (iryp TeTpamiHO
JUIsT aBTOMAaTUYHOTO 3HIDKEHHS Ha IirpoBoMmy mojl. PeamidyBatu (yHKIiO s
oOepTaHHs Ta TMEpPEMILIEHHS MIJpaxXyHKy MHOXHHUKA IIBUAKOCTI TETPUHO.
PeanizyiiTe nepeBipKy 31TKHEHb TETPaMiHO 3 MEXKaMHU ITPOBOTO MOJISI Ta 1HITUMU
TETpaMiHO 3a Ta B Meax irpoBoi 30HW. Hammcatu ¢yHKIIO Uil OYUIIEHHS
3aIOBHEHMX JIIHIA 3 MOJIS Ta HapaxyBaHHS OYOK 3a JaHy JII10, TAaKOX PO3pOOUTH

MHOXHHK 32 KOMOO BHJQJICHUX JIHIA OJHOYACHO. TakoX MOTPIOHO CTBOPHUTH
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iHTepdeic st 3pydHOCTI KopuctyBada. Jlo iHTepdeiicy BXOAATh TaKl €JIEeMEHTH.
JliuunpHUK 119 BiOOpakeHHS MOTOYHMX Ta HApaxOBaHUX OYOK, IMOKa3yBaTH
HACTYIHY (irypy, peatizailis IpuCcKOpeHHs GirypH MpH JOCATHEHHI IEBHUX PiBHIB.
HanamtyBaHHs TOYaTKOBOTO €TaIy TPH, HAITMCAHHSI ITUKJITY /IS OHOBJICHHS TIOJIS Ta
paxyHKy TpH JOJaBaHHI OYKIB Ta MPaBOBOrO BUAaleHHA IiHIA. [lonaBaHHs
MO>KJIMIBOCTI 3MiHH KOJIbOPY (GIrypH 3a KOKHOTO HOBOTO PiBHS, 10AaTH KHOTIKH JIJIs
MOJKJIMBOCTI TIOCTABUTHU TPy Ha May3y, KHOIKA JJIs MepeMHUKaHHS Ha 37 BUTIISAL.
JlomaBaHHs aHIMAIIi] MiCiA 3aKIHYEHHS TPU.

Unity development mae Benukuii BuOip ¢GopmariB MpOeEKTiB. Y MarasuHi
pecypciB Unity Takoxx € BeTUKUH BUOIp MOJenel, OUIBIIICTh 3 HUX OE€3KOIITOBHI,
3po0JieHI caMUMHU PO3pOOHHMKAMU 1rop, Ha JIaHUM MOMEHT 1€ MarasuH
BUKOPHUCTOBY€E cHCTEMY ymnakoBku (haiiniB Unity uepes Te, 1110 ABUTYH HEKOPEKTHO
Mpalioe 3 CTOPOHHIMU 010110TE€KaMH, TaKOXK JOCUTh YacTO MPOXOJATh aKIli Ta

pO3/71a4i acCeTIB 1 MOJICIICH.

2.2.1 IlpoextyBaHHs iHTep(eiicy 151 rpH TeTpic

Po3poOnenunii MHOIO 1HTEpPENC MICTUTH KiJbKa KIIOUOBUX €JIEMEHTIB JJIS
KOoM(OpPTHOI TpH. Y LIEHTPI1 po3TaIlloBaHa IrpoBa 30Ha, Jie B110yBa€ThCS OCHOBHA Jist
rpu. Y BepxHId YacTHHI €KpaHa 3HAaXOJWUThCS I1HQOpMalliiHa TaHeb, fAKa
BiJI0OpaXkae HACTYMHY (irypy, 10 T03BOJISIE TPABIIEBI MJIAHYBATH CBO1 11 HAepe/.
Knomka mepesamycky Tpd po3TallloBaHa MOpPYY 3 ITPOBUM IOJEM HJisi OUIBIIOT
3pyuHocTi. [licis 3akiHUYE€HHsS TpU TpaBellb MOXE JIETKO IO4YaTh HOBY TIpY,
HaTUCHYBIIM 110 KHoOmKy. Ilpudt inTepdeiicy po3pobneHO cheriaabHo IS
KOHTpacTy 3 (poHOM, 110 3a0e3neuye BHUCOKY YUTAOETBHICTH 1 JIO3BOJISE JIETKO
PO3PI3HATH TEKCTOBI eJleMeHTHU. [Hdopmalis, BaxiuMBa Uil TPaBIlsd, Taka SK
MOTOYHUN PaxyHOK, KUJIBKICTh BHJIAJICHWX JIHIA Ta piBEHb, BIIOOpaKaeTbcs Ha
exkpani. Lle ngomomarae rpaBleBl BIJICTEXKYBaTH CBI Mporpec Ta aJanTyBaTH

CTpaTerii0 TPH, BPAXOBYIOUM WIBUAKICTh MaiHHA (iryp, ska 3MIHIOETHCS B
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3QJIeKHOCTI BiJ piBHA. [HTEpdelic rpu BUKOHAHO B TEMHHUX TOHAX, 11100 3MEHIIUTH
HaBaHTa)XCHHS Ha OYi TPaBIl 1 HE BUKJIMKATH AUCKOMQOPT Mia 9ac TpUBAJIOi TPpH.

[aTepdeiic npeacTaBieHo Ha pUCYHKY 2.1.

Pucynok 2.1 — Ilporotun iHTepdeiicy

2.2.2 baok cxema Joriku Terpicy

[TouaTox TpH, 3a7a€EMO TMOYATKOBI MapamMeTpH, 3aBAHTAXKYEMO PECypcH Ta
roryemo irpose nose. CTBOpeHHS irpoBoi CITKA (GOPMY€EMO TTOPOKHE TIOJIE 3 CITKH
ocepenkiB. ['eHepaiisi BHMAAKOBOrO TETPOMIHO BUOUpaeMO OJHY 3 (diryp
(manpukinan, [, O, T, S, Z, J, L). BinoOpakeHHs TETpOMIHO Y BEPXHI YaCTHHI CITKH
Ta TOTOBYy 10 mnamiHHA. I[lepeBipstoun BBEIEHHS KOPUCTyBaya, OUYIKYEMO
HAaTUCKaHHS KJaBill sl KepyBaHHS (irypoto (BaiBO, BIIPaBO, IOBOPOT,
npuckopeHHs nafainusg). Jomycrumuii xix? [IpoBoguMo miepeBipKy, Uu IOMyCTHME
nepeminieHHs: ¢irypu. Skmo Tak, npomomxyemo. Tak: SIKmio Xijg AOMyCTUMO:
MEepeMIllieHHsT TeTpoMiHO, (irypa mepeMilmaeTbCs 3TIAHO 3 BBEACHHIM

KopuctyBada. [loBepraeMoch 10 iepeBipky BBeeHHs KopuctyBaya. Hi: Skmio xif
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HETIPUITYCTUMHM, (irypa 3amuiaeTbcss Ha Micll 1 He pyxaeTbes. Ilepexinm no
HacTyImHoro kpoky. IlepeBipka 3aBepIlieHUX JIiHIN, MEPEBIPAEMO, YA € MOBHICTIO
3allOBHEH1 TOPU30HTAJIBHI JTiHII. OHOBICHHS PaxXyHKY: 30UIbIIYEMO PAXyHOK IPaBILs
3a OYMIIEHI JIHII, He 3a0yBaloud NMPO MHOXKHHUK 3a KiJbKa BIIJAJICHHX 3a pas.
['enepartisi HOBO1 BUIaaKkoBOi TeTpamino Qirypu. Hi: Skmio 3aBepiieHux NiHiN
HeMae: ['enepariss HoBoro TerpamiHo CTBOPIOEMO HOBY BHITAIKOBY (irypy.
BinoOpaxxeHHs TeTpaMiHO Y BEpXHiM "4acTHHI CITKHU. [lepeBipka 3aBepIleHHS I'pH:
Busnauaemo, un MOXHa PO3MICTUTH HOBY (Pirypy y BepXHii 4acTUHI MoJs. SIKIIo
H1, Tpa 3akiHueHa. Hi: SIkmio rpa He 3aBepliieHa, MOBEPTAEMOCS 10 BiOOpaKeHHs
HOBO1 irypu. Tak: fkiio rpa 3aBepiieHa, BuBoaumo Ha ekpaH 3aBEpIICHHS TPU:
[Toka3 ekpany “Game Over”. 3aBepiieHHs poooTu nporpamu. Onucany 0JI0K cXemy

JIOT1KY TETPICY HABEJICHO Ha PUCYHKY 2.2.

Craprt

CTEOpEHA I

l

CTEopeHA irpoEono
nonA

v

MeHepayiA evnagxosoi girypu

NEeEpEEIDATH EEEOEH ey r
KOPMCTYSSUaM SaH

BinoSpamaTty dirypy ¥ SBEDRHIR YaCTHHI CiTHM

Hi

hirypa sanvwanacA
H3 M

TaK l nepagipas Ha NoEHY Mikio

Hi

Fpa
szEepweHa’

| MepecysadHA dirypu | TakK
niaTEem=ae-HA
noEHol NiHi

OSHoENEHHA PIXYHEY

Tak

BloofpaxsTy rps 23ESpLWEHS HS
BKDaEH

SreHepyBEaTH Hosy Dirypy y
THELE

Pucynok 2.2 — CxeMa JIOT1KU TeTpicy
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Onniero 3 HalikopucHimux aiarpam B UML [15] € aiarpama kiiaciB, sika TOUHO
BiJIOOpaXka€e CTPYKTYPY CHCTEMH, MOJICIIOOYH ii KJIacH, BIIACTUBOCTI, OIepartii Ta

3B’SI3KM MK 00’ €KTaMU, HaBEJCHO Ha PUCYHKY 2.3.

iy _mnain

+start_Game()
+score_Update
+sound
+swichCamera

+pause

+game_owar

+check_Line

1

= my_tetrine_elemant = © tetring dats = my_tetrino_figure
iy  dat
+set_teiring_active N +position_figure
+rotation_figure
+set_color +drop_tetring
. F LY
= my_title_figure
= my_vizual_tefring = my_tetring_segment

Pucynok 2.3 — Jliarpama kiaciB [uisl TETpiCy

JNiarpama npenenentiB, abo Use Case Diagram, BimoOpaxkae B3a€MO/IiI0
MI’)K OCHOBHUMH yYaCHUKaMU (aKTopaMu) Ta (DyHKIIIOHAJIOM cucTeMu. BoHa cityrye
JUIsT OnMUCy (YHKIIIOHAJIBHUX BUMOT CHCTEMH MUISIXOM 1ACHTH(IKAIIT PI3HUX
cueHapiiB Bukopuctanss [16]. L1 cuenapii BigoOpaxaroTh ciocoOH, siKi yYaCHUKH
CHUCTEMH MOXYTh B3aEMOJIISITH 3 HEIO, BUXOIS4H 3 X ToTped Ta miytei. Takmid miaxig
JI03BOJISIE 3B’S3aTH BUMOTH JI0 CUCTEMHU 3 IXHIMH peajizailisiMu Ta 3a0e3MeunTH
MOBHOTY Ta MPAaBWIbHICTh (PYHKI[IOHAJIBHOCTI CUCTEMHU 3 ypaxyBaHHSM MOTPeO
KOPHCTYBAayiB.

Jlns mporpamu O0yJsio oOpaHO MEpeliK aKTOpiB Ta MPElEJeHTIB HACTyITHUM
YUHOM:

— Player (rpaBerip) akTop, IpeaCTaBICHHI K KOPUCTYBay CHCTEMH;

— Enter to menu (moBepHEHHs 10 MEHIO) CIICHApIi Tepexo/1y A0 FOJOBHOTO

MEHIO 11T Yac TI0YaTKy abo 3aBEPIICHHS TPH;
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— Play game (rpatu rpy) clieHapiii mo4aTky Irpu;
— Level Up (miaBuiiieHHS piBHS) MMOKA3HUK CTYIEHIO MPOTPECy B IPi;
— Game over (kiHenp rpu) Mopaska Ha KOHKPETHOMY PiBHi;
— Back to menu (noBepHEHHs 10 MEHIO) TOJIOBHE MEHIO ITiCIIs 3aBEPIICHHS
TpH;
— Remove line (BumaneHHs JIiHIM) KIIOYOBAa MeXaHika TIpuU I

MPOJIOBXKEHHS TIpoliecy Tpu (AuB. puc. 2.4).

Femove ling

0
0

P u
include include

n

Play game

Flayer

Game over

Back to menu

Pucynok 2.4 — Jliarpama npeueaeHTiB sl TETPicy

Jliarpama MaliMHU CTaHIB MaTeMaTUYHA MOJICITb, SIKa BKIIFOYA€ 0OMEKCHHIMA

HaO0Ip CTaHiB, 110 MEPEXOASITh OUH B OJHOTO 3aJICKHO B/l BXITHUX JaHUX, KEPYIOUU

TaKUM YHHOM crucTeMoro [17]. LI KoHIenIliss BUKOPHUCTOBYETHCS B IIOBEIIHKOBOMY

natepHi npoekTyBaHHs "CtaH". 3riIHO 3 MaTePHOM, € OJUH iHTepdeiic 3 0 HUM ab0

KIJTbKOMa METOIaMH, SIK1 BUKJIMKAE IIJTLOBUM 00’ €KT, 1 KIJIbKA KJIaciB-HAIIAAKIB, SKI

peani3yloTh 1l METOau To-pizHOMY. Lle m03Bossie 3MiIHIOBATH TTOBEIIHKY 00’ €KTa,

SAKOU 3MIHUBCS caM 00’ eKT. [{i1boBHI 00’ €KT TaKOK Ma€ METOJ JiJisi 3MIHU CTaHy,

110 JT03BOJISIE 3A1MCHIOBATH MEPEX0IM MI>K CTAHAMM.

Kopuctyrounchs BUBHaU€HHSIM BUXK4Y€ OyayTh peasli3oBaH1 HACTYIHI CTaHU
— Creating cTaH CTBOPCHHS, BUKOPHUCTOBYETHCS JUIS JOAAaBaHHS HOBUX
€JIEMEHTIB;

— Dropping cran cryck, BAKOPHUCTOBYETHCSI JIUIIIE Y CTaHI CTBOPCHHS,
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— Cleaning cran BumaieHHs, BAKOPUCTOBY€ETHCS IS IEPEXOy Bij (ikcarii
Gbirypu 10 OUMIICHHS OIS BiJl TOBHUX JITHIM;

— Moving cran nepecyBaHHs, BUKOPUCTOBYETHCS OJTHOYACHO 31 CITYCKOM Ta
JTO3BOJISIE 3MIHUTH MOJIOKEHHS Pirypu;

— Fixing cran dikcamii ¢irypu, € HACTYITHUM MiCJIs IEPEBIPKU 3iTKHEHHS
BUKOPHUCTOBYETHCS JJIA TOBHOI (ikcallii ¢irypu miJ 4ac I[bOro CTaHy
GUTYpOor0 HEMOXKITUBO PyXaTH;

— CollisionCheck cran mepeBipku 3iTKHEHHS, MOTPIOCH JJIsi KOPEKTHOI

MOCTaHOBH (Pirypu y mpoctopi (auB. puc. 2.5).

Dropping

Cleaning

~

Creating

CollisionCheck

Pucynok 2.5 — [liarpama Mammnau CtaHiB

2.2.3 Bu0ip 3ByKiB Ta My3UKH

[IpaBunpHUil BUOIp MY3UKH JYy’K€ BAKIUBUUA JUIsI CTBOPEHHS HAJIEKHOI
aTMocdepu B Oynb-sKiii rpi. Hanpukian, 1y rpu B KapTy HE M1 CTUITh BAXKKOT
MY3UKH, TaKoi SIK pok. HaToMicTh [JIs1 KapTKOBUX Irop Kpalle BUKOPUCTOBYBATU
CTIOKIWiHY, HEHaB’S3JIMBO MY3HKYy, SKa HE BIJIBOJIKAE€ TpaBIliB 1 JO3BOJISIE
3ocepenuTrcs Ha mporeci rpu. [IpaBuiabHO TiAiOpaHi 3BYKH B TPi JIO3BOJISIOTH
KOPUCTYBau€Bl BIJYYTH MOBHE 3aHYpPEHHS B IrpOBUH mpolec. 3BYKOBI €(eKTH i
My3UKa MAalOTh HpPSMY KOPEJALII0 3 €MOLIWHUM CTaHOM TpaBlis, JOMOMAaraioyuu

oMy Kpallle OLIHIOBAaTH CUTYAllll0 Ha €KpaHi 1 BIIUYyBaTH BIUIMB CBOiX pillIeHb Ta



50

nid. Hanpuknan, y Terpuci, Koiau TrpaBellb TMOBHICTIO 3allOBHIOE JIIHIO,
BIITBOPIOETHCA 3BYK 1 aHIMallisl BUaaIeHHs JiHii. Lle He Tiabku 1HPpopMye TpaBIis
PO YCIIITHE BUKOHAHHS [Iii, ajlie W MiACHIIOE 3aT0BOJICHHS BiJ TPH, IOAAI0YH
eJIeMeHT JAocsIrHeHHs. KpiM Toro, 3ByKoBi €(peKTH MOXKYTh CUTHAII3YBaTH PO Pi3HI
noii B rpi.

VY Terpuci 3ByK MOKe CyIPOBOKYBATH KOXKHE IMEPEMIIICHHS Ta 0OCpTaHHS
¢birypu, 10 JomoMarae rpaBlEeBl Kpalle OpiEHTYBATHUCS B IPOBOMY Ipolieci. 3BYK
¢ikcanii Qirypu Ha Micli YITKO BKa3zye, IO XiJ 3aBEpIICHO, 1 TpaBelb MOXKE
MJIaHYBaTH HACTYITHUN KPOK.

[HIIMM Ba)KJTMBUM aCTIIEKTOM € BUKOPUCTAHHS MY3UYHOT'O CYMPOBOAY IIiJ] yac
npucKopeHHs Tpu. Ko piBeHb CKIIaJHOCTI MIJBULLYETHCS, 1 PITypU MOYMHAKOTH
najaTy IMIBUJIIE, MYy3MKa MOXXE 3MIHIOBATHCS, CTAIOYM OLIbII JUHAMIYHOIO 1
HarpyskeHoto. Lle monomarae rpaBieBl BIJUYTH 3pOCTar04yy IHTEHCHUBHICThH T'PH 1
CTUMYJIIO€ HOT0 HIBU/IIE MPUAMATH pillleHHs. TakuM YMHOM, 3BYKOBHI CYIIPOBIJ 1
My3UKa y Tpl BUKOHYIOTH KuUIbKa BaxJMBHX (GyHKIIH.CTBOpeHHs aTtMocdepu:
[IpaBunpHO migiOpaHa My3uKa JIONIOMarae 3aHypUTHUCS B TPy 1 BIIUYTH ii HACTPIi.

[adopmariitna GyHKITIS: 3BYKOBI €EKTH CUTHAMI3YIOTh PO BAXKIMBI MOIIT
Ta Jii B rpi, JOMIOMAaralo4u IpaBlLeBl opieHTyBaTUCS. My3HKa 1 3ByKH BILUTUBAIOTh HA
EMOIIMHUI CTaH TpaBlisl, MJACWIIOIOYMA 3aJ0BOJICHHS BiJ TPU 1 MOTUBYIOUH [0
MOJANBIITUX JTIH.

[liBHILIEHHS 3aJIy4€HOCTI: 1HTEPaKTHUBHI 3ByKOBI €()eKTH 1 My3HUKa pOOJIATh
rpy OUIBIIT 3aXOIIIOKOYOIO 1 IIKaBOK0. YCl Il aCEKTH BaXKIIMBI JIJII CTBOPEHHS SIKI
SKICHOTO ITPOBOTO JOCBiNY, KU Oyne mogo0atucs TpaBIsiM 1 TpUMATH iX Yy Tpi

IIPOTATOM TPUBAJIOTO Yacy.

2.2.4 Konuenr ¢iryp

@irypu B Terpici CKJIalalOThCA 3 YOTHUPHbOX KBAAPATHUX KIITHUHOK, SIKI

3’€IHaHI TaKUM YUHOM, 1110 KOKEH KBaJpaT Ma€ CIJIbHY CTOPOHY 3 IHIIMM. Takux
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Gbiryp BChOTO CiM, 1 BOHU MatOTh (hOPMHU, SIK1 HAraAyrOTh MEBHI JiiTepyu. MU Ha3BEMO
ix “T”, “Q”, ch”, ch”’ “S”, ch” Ta ch”.

Hasenemo Bumu ¢iryp.

“T”-¢irypa: dirypa cxoxa Ha Jmitepy “T”. BoHa ckiamaeTbcs 3 TPbOX
KIIITUHOK, 1110 YTBOPIOIOTh TOPU3OHTAJIBHY JIIHIIO, 1 OJHIET KIITUHKH, sIKA BUCTYTIA€
3HM3Y 10 EeHTPY. BoHa ay’ke rHyuKa 1 103BOJIsIE 10OpE 3aMOBHIOBATH MIPOCTIP.

“Q”-(irypa: e kBagpaT 2x2, iHOM1 ii Ha3uUBaIOTh «O0J0KOM». BoHa eamHa
cuMmeTpudHa (irypa, sika He moTpedye obepTaHHs. 3pyYHO BUKOPUCTOBYBATH JIJIsI
3aIIOBHEHHSI PIBHUX MTOBEPXOHb.

“I”’-dirypa: g girypa BUIIISIIa€ K NpsMa JiHIA 13 YOTUPOX KIITHHOK. BoHa
MOKe OyTH SIK TOPM3OHTAJIBHOIO, TaK 1 BepTUKaibHOIO. Lle imeansHa dirypa mis
CTBOpPEHHsI « TeTpiciB» — 0JHOYACHOT'O 3alIOBHEHHS YOTHPHOX JIHIM.

“Z”’-pirypa: BOHa cxoxa Ha JiTepy “Z” 1 CKIAQIa€Thcsi 3 JBOX
TOPU30HTAIBHUX PSIB M0 JB1 KIITUHKH, 3MIIIIEHUX OJWH BITHOCHO oaHOTrO. JloOpe
3aMOBHIOE ceU(pIYHI TPOMIKKH, ajie OTpeOye 00EpeKHOTO TUIAHYBaHHS.

“S”-¢irypa: n3epkaibHO BiioOpaxkae “Z”-¢irypy. BoHa Takox ckiagaeTbes
13 IBOX TOPU3OHTAILHUX PSIAIB O JIB1 KIIITUHKH, 3MIIIEHUX BIJTHOCHO OJIUH OJHOTO.
Jly’)xe KopuCHa JJis 3allOBHEHHSI TTPOMDKKIB, OCOOJMBO y TMOEAHAHHI 3 1HIITUMHU
¢irypamu.

«J» dirypa: dirypa Mae Tpu KIITHHKYA Y BEpTUKAIBHIN JIIHIT 1 OJIHY KJIITUHKY,
sKa BUCTyMae JiBOpyY 3HM3y. BoHa Haramye mitepy “J”. BoHa rHyd4ka i 103BoJIs€
CTBOPIOBATH PI13HI KOMOIHAIIIT JJIsl 3a[IOBHEHHS TPOCTOPY.

“L” ¢irypa: cxoxa Ha “J”’-dirypy, aje 3epkaibHO BimoOpaxkeHa. CkiranaeTbes
3 TPbOX KIITMHOK Y BEPTHUKAIbHIN JIiHIT 1 OJIHIET KIITUHKHY, 110 BUCTYIA€E CIpaBa
3un3y. Bona Haranye mitepy “L”. ®irypa mae moaiOHi BIacTUBOCTI 110 «J» (irypu
1 Takox n100pe 3amoBHIOE mpocTtip. KokHa 3 1mux ¢iryp mae cBOi YHIKaJlbHI
BJIACTUBOCTI Ta CIOCOOM BUKOPHUCTAHHSI, III0 pOOUTH rpy B TeTpic 3aXOIITI0I0Y0I0 Ta
CTpATETivHO 111KaBOI0. BMIHHS MpaBUIIbHO BUKOPUCTOBYBATH IIi (irypH JOTIOMArae

rpaBiieBl e()eKTUBHO 3aMIOBHIOBATH JIIHII Ta OCATaTH BUCOKUX PE3YJIbTATIB.
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2.2.5 AH”imanis nporpamy

Jliist ekpaHy Tiporparnry rpaBiisg Oyje CTBOPEHO aHIMaIlilo, sSiKa JEMOHCTPYE
MPOKPYYyBaHHsI HasBHMX Ha momi ¢iryp. I{a animaiiis mogacTe DMHAMIYHOCTI 1
3poOUTH 3aBEpILICHHS IpU OUTBIT €()eKTUBHUM Ta IlikaBuM. [Ipu BU3HAUEHHI, 110 Tpa
3aBepIIeHa Yepe3 HEMOXIIUBICTh PO3MIIICHHSI HOBOT (IrypH, BiIOYBAETHCS BUKIHK
dbynkuii animanii. 30epiraloTbcs BCl MOTOYHI (QIrypH Ta IXHE PO3TAlIyBaHHS Ha
IrpOBOMY TIOJIi, 3YMTUHAETHCS OYyIb-SKUN 1HIIUHN ITPOBUH MpOIIEC, 100 TpaBelb Mir
NOBHICTIO 30cepenuTucs Ha aHiMauii. Dirypu MNOYMHAIOTH IUIABHO pyXaTHUCS
HaBKOJIO cBO€ET oc. Konu pirypu 1ocsiratoTh CBO€i Mo4aTKoBOi KOOPAMHATH aHIMAIlis
MOYHUHAETHCS 3HOBY CTBOPIOIOUH €(PEKT OE3MEPEPBHOrO PyXYy.

[IpokpyuyBanHs  iryp MOXe MOYMHATUCA MOBUIBHO, IOCTYIIOBO
MPUCKOPIOIOYUCH, 00 MIACKUINTH eMOoliiHui edekT. MoxHa 10JaTH BUIAIKOBI
3aTPUMKH JJIsi OKpeMUxX ¢iryp, mo0 3poOuTH aHIMAIliI0 OUIBII I[IKABOIO 1 MEHII
nependadyBaHoo. JlonaoTbes ePeKTH 3HUKHEHHS Ta MOSBH (Iiryp, HANpUKIa,
3MiHa MPO30pOCTI a00 KOIBbOPY. MOXKIMBE BUKOPHUCTAHHS I1HIIMX TpadiuHuX
edeKTiB, TaKUX SK TiHI YU CSUBO, MO0 MigKpecauTu pyxX. [licia AeKiaTbKOX IUKIIIB
MPOKPYYyBaHHS, aHIMallisl TIUIAaBHO 3yNuHsAEThCA. ['paBenb MoXe BUOpaTu
nepe3anyck I'pd HATUCKAHHSIM BIANOBIAHOI KHOINKH IMOPYY 3 IFPOBUM IIOJIEM.
KnHonka mepesamnmycky cTae JOCTYIHOIO ITCHIS Ta i Yac adiMamii. J(uHamiuna
aHiMalisg J0Jla€ €MOLIMHOCTI A0 MOMEHTY Nporpaimry, poOisyd KHOro MEHII

PYTUHHHM 1 OLTBIIT 3aXOTLTIOIOYHM.

2.3 BucHOBKH /10 po3aiay 2

B nanomy poszaini Oyno JaeTaabHO PO3TJISTHYTO OCHOBHI aCMEKTH PO3pOOKHU
rpu Terpic, BkIOYarouu ii KOHIENTyalbHY OCHOBY, TEXHIUHY peati3allilo,
MPOEKTYBAHHS IHTEPPENCY, JIOTIKY I'pH, BUOIp 3BYKOBOI'O Ta My3UYHOI'O CYIIPOBOY,

a TaKOK aHIMAIIiI0 TTPOTpary.
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Po3pobka mipoekty B cepenoBuii Unity 3 BHUKOPUCTaHHSIM MOBH
nporpamyBaHHsi C# 3a0e3neuye epeKTUBHY peatizalliio BCiX HeOOX1qHUX GyHKIIIH,
BKJTFOYAI0YM TEHEPAII0 BUMAAKOBUX TETPaMiHO, OOpOOKY BBEIEHHS KOPHCTYyBaua,
NepeBipKy 3ITKHEHb Ta OYMIIEHHS 3amoBHeHMX JiHIA. OcobinmBa yBara Oyna
IpUJIiJIeHa CTBOPEHHIO 3pYYHOT0 Ta iIHPOPMATHBHOTO 1HTEphENCy, IKUi JormoMarae
IpaBIIEB1 BIICTEXKYBATU CBil MPOrpec Ta MpUtMaTH PiIlICHHS.

[IpaBunpHuil BUOIp 3BYKIB Ta MY3HKH € KIIOYOBUM [IJIi CTBOPEHHS
3axXOIUTIOI0u0i  atMocepru Tpu. 3BYKOBI €(EKTH JOIMOMaraloTh TPaBIICBI
OpIEHTYBATHUCS y T'pl Ta OTPUMYBATH 3BOPOTHIM 3B’S30K MPO CBOi [iii, a My3uKa
MIJICUITIOE €MOIIMHUI BIUTMB Tpd. AHIMAIllS Mporpairy I0Ja€ AUHAMIYHOCTI Ta
pOOWTH 3aBEPIICHHS] TPU MEHII PYTUHHUM, a TaKOX CTHMYJIIOE€ TPaBIl HAa HOBI
crpoOu.

TakuM 4YWHOM, BCl 11 €JIEMEHTH CTBOPIOIOTH UUIICHUHM, SKICHUM Ta
3aXOIUIIOIOYMM ITPOBUM JIOCBIJ, SAKUH MOXE€ YTpPUMYBaTH yBary TIpaBls Ta
MOTHUBYBATU HoOro g0 mopaibiiux irop. Po3pobienuit npoext Terpic BiamoBigae
Cy4YaCHUM CTaHJapTaM Ta BUMOTaM, 3a0e3leuyrour KOM(POPTHY Ta LIKaBy Ipy I

KOPHUCTYBaYiB.
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3 PEAJII3ALISI TA TECTYBAHHSI I'PH

3.1 CTBOpeHHs cUeHH

[Ipu cTBOpenHi cueHn B Unity BaXIMBO BHUOpATH MPaBWIBHY TUIaTGOpMy
PO3pO0KH, siIKa BU3HAUYMTD, HA AKUX MIPUCTPOSX MOKHA BUKOPUCTOBYBATHU rpy. Unity
niaTpuMye Kinbka tiatdopm, Bkmodarouu [IK, mMoOUIbHI MpHCTpOi, KOHCOII,
VR/AR 1 BeOmnaTdopmy. Bubip 3a5ekuth BiJl IIIJILOBOI ayAUTOPIT Ta TUITY TPH, SKa

Oyne po3pobiieHa (nuB. puc. 3.1).

Unity Hub 3.8.0

New project
Editor Version: 2022.3.31f1 urs

All templates

Core
2D (Built-In Render Pipeline)

Sample Core

Learning
3D (Built-In Render Pipeline)
Core

3D (Built-In Render Pipeline)

This is an empty 3D project that uses Unity's
Universal 2D built-in renderer.
Core

Read more

Universal 3D

Core

Project name
My project
High Definition 3D

Create project

Pucynok 3.1 — CTBopeHHS IPOEKTY

3.1.1 ba3oBi HaIaIITYyBaHHSA

VY NpOEKTI 51 CTBOPUB TAIKY 3 MITKOIO «my» ISl KOXKHOTO €JIEMEHTa, 1Moo
3a0e3MeunTH CTPYKTYpPOBaHy Oprasizaiiiro pecypcis. LI manku MicTSITh pi3HI TUITH

(aiiniB, Takl sIK CKpUITH, 3BYKH, 301pKH, MaTepiaian Ta eJIEeMEHTH aHiMallii. Yci 1l
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€JIEMEHTH 3HaxOoJAThCs B Marlii Resources, 0 crpoinye AOCTYN A0 HUX IMiJ Yac
BUKOHAHHS mporpamu. Hampukian, muoisx A0 OCHOBHOIO CKpHUIITa my main
3amucyeThes sk Assets/Resources/my script/my main. Konw mpoekT 3amyckaeTbes,
CIIOYATKy B1I0YyBA€ThCS MOIIYK 1 IOCTYM N0 manku Resources, m1o0 3aBaHTaXUTH
HeoOx1aH1 (paitnu. HaliBakTMBIIIAM €JIEMEHTOM MPOEKTY € CKPUITH, OCKIIbKU 0e3
HUX TMPOEKT HE 3MOXKe QyHKITIOHYBATH.

OcHoBHa JIOTiKa T'pH peajizoBaHa 4Yepe3 CKPUITH, SIKI OB SI3yIOThCA 3
00’€KTaMH CIICHM Ta KepyITh I1XHBOIO TMOBEAIHKOI. CKpUITH B MPOEKTI
MOJUIAIOTHCS HA 3arajibH1 Ta MPUBATHI.

Jlo 3arajqbHUX CKPHUITIB BXOAUTh My mMmain, SIKUil BIJMOBIAA€ 32 CTBOPECHHS
IrpOBOTO TIOJIA, MOBEAIHKY KaMmepu, peaii3alilo (QyHKIIH YCKIaJIHEHHS TIpH,
yIpaBIiHHS cICcKaMu, o0epTanHs Giryp 1 nay3y. Ycs iHpopmaitis 3 iHmux GaniiB
30CEPEIKYETHCS B main, 3a0€3Meuyloun HEeHTPaTi30BaHe YIPABIIHHSI OCHOBHUMH
acnektamu Tpu. [lpuBaTHI ckpunTH, Taki sk tetrino data, BIUIMBAIOTH JIMILIE HA
KOHKDETHI €JIeMEHTH, 30KpemMa Ha ¢irypu TerpoMiHo. lleit ckpunt kepye
TreHepali€l0 TETPOMIHO, IXHIM pyXoMm, OOEpTaHHSM 1 B3aEMOJIEI0 3 I1HIIUMU

ejeMeHTaMu Tpu. Takuii MO Ha 3arajibHi Ta MPUBATHI CKPUNTH JOMOMArae

3a0€3Me4YUTH MOAYJIBHICTD 1 CIIPOILYE MIATPUMKY IPOEKTY (AUB. puc. 3.2).

iy _main my_tetring...  my_tatrno..  my_tetino..  my_tetrono..  my_titthe_f... iy _wisual_...

Pucynok 3.2 — IloBHMIT CIUCOK CKPUNTIB ISl pOOOTH I'pU TETPUC

Taka opranizaiisi IpO€KTy HE JIMIIE IOJETIIY€e HaBITallll0 Ta YNpaBIiHHI
pecypcamu, aje ¥ 3abe3rnedye BUCOKY €(PEKTHBHICTh PO3POOKH, 3MEHIIYE PU3UK
NOMMJIOK Ta TOKpallye yuTabenpHICTh Koay. Lle cnpusie OuUTbI MpOIyKTUBHOMY
MPOIIECY PO3POOKH Ta MIATPUMKH MIPOEKTY, 3a0€3MeUyr0Yr HOTro cTabUIbHY poOoTy

Ta JIeTKe BIPOBA/KEHHSI HOBUX (YHKIIIH.
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3.1.2 CtBopenns npedadis

Y Unity npedabu nomoMaraioTh CTBOPIOBAaTH Ta KepyBaTH IrPOBUMH
00’exTaMu, poOJISTYH MPOIEC PO3pOOKU 3pydyHUM Ta epekTuBHUM. Y Terpici 1e
0COOJIMBO KOPWCHO I CTBOpPEHHS (iryp, mI0 CKIAMAOThCA 3 OJOKiB mpedadiB

pUCYHOK 3.3.

Resources » my_prefab

~"B~
NP N

@ my_prefab... ®@my_prefab... my_tetrino...  my_tittle_t...

Pucynok 3.3 — CtBopeHi npedadbu

Hanpukiaz, B MOKeTe CTBOPUTH OJIHY PIrypy 3 KUIbKOX OJIOKiB Ta 30epertu
il sik mpedad. [Totim 11eit mpedad MokHA BUKOPHUCTOBYBATH OaraTopazoBo, J0/1a10Un
B I'py HOBI eK3eMIULsipu Pirypu 0e3 He0OX1THOCTI CTBOPIOBATH iX 3 HYJIA LIOPa3y.

S0 noTpiOHO 3MIHUTH BIACTUBOCTI (DIrypH, TOCTATHHO 3MIHUTH mpedad i
BC1 HOr0 €K3eMIUISIpY B TPl OHOBIIIOIOTHCS aBTOMAaTU4HO. Lle crpolye cTBOpeHHs
HOBUX (iryp, ynpaBiiHHS HUMU Ta poOUTH TPy OLIbII THYYKOKO Ta JIETKOK JUIS

PO3pOOKH.

3.2 Creopenns Ul

CrtBopenns Ul B Unity mounnaetbest 3 nogaBanusa Canvas, sSike€ € OCHOBHUM
KOHTEHHEpOM Ui BCIX eleMeHTiB iHTepdeiicy. Canvas aBTOMAaTHUYHO
M1JTAITOBYETHCS M1 PO3MIPU €KpaHa, 3a0e3Medyroun MpaBHIIbHE BiTOOpaKEHHS
iHTepdeiicy Ha pI3HUX MPUCTPOSX Ta JO3BOJISIOUM CTBOPIOBATH aJalTUBHUM

JTU3alH.
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VY Canvas MmoxHa posmintyBatu pizHi Ul-enmemeHTH pucyHok 3.4, Taki sk
KHOTIKM, TEKCTOBI TMOJsI, 300pakeHHS Ta TmaHem. Hampukman, KHOMKH
BUKOPHUCTOBYIOTBCSL ISl B3a€MOIl 3 KOpHCTyBadeM, TEKCTOBI MO — s
BioOpakeHHs iH(dOopMallii a0 BBEJICHHS JIaHUX, a 300paKeHHS Ta MaHesl MOXKYTh
BUKOPHUCTOBYBATHUCS IS CTBOPEHHS OUIBII CKJIATHUX Bi3yalbHUX KOMIIOHEHTIB Ta

po3aimiB iHTEPPEHCY.

] my_camera_cat

Pucynok 3.4 — Enementu Ul

JI1st folaBaHHs UX €J1EMEHTIB MOYKHA BUKOPUCTOBYBATH KOHTEKCTHE MEHIO,
BuKiMkane Canvas.

KoxeHn enemeHT iHTEepdelicy MOXKHA HAJIAIITYBaTH 1HCIEKTOP1, 3MIHIOIOYH
HOTO BJIACTUBOCTI.

Hamnpuknan, MokHa 3MIHMTH TEKCT, KOJIp, po3Mmip, MWIpUPT Ta MO3UILIO
enemenTa. lle mo3BoJisie CTBOpIOBATU 1HAWBIAYaJbHUM Ta MPUBAOIUBUM TU3ailH
iHTepdeicy, 1Mo BIANOBIAAE CTUIIO TpH a00 TOAATKY.

[ITo6 Ul-enemenTH pearyBajiu Ha Jii KOpUCTyBada, MOXKHA JI0JIaBaTH 10 HUX

CKPHIITH, 1110 BUKOHYIOTH MEeBH1 QYHKIIIT PU B3aEMO/II].
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3.2.1 JonaBaHHs 3ByKOBHX e(eKTiB
B npoexTi, e mpucyTHI 3ByKH IPU TOBHOMY 3alIOBHEHHI JIIHIN, peaizoBaHa
MOJKJIMBICTh BiATBOPEHHS OJHOTO 3 JIEB’STH BUIIQJKOBHX 3BYKIB HA PHUCYHOK 3.5.

Lle momae rpi AMHAMIYHOCTI Ta PI3HOMAHITHOCTI.

my_sound

A o e | B Ay D

unity_t... < for_unity_t... & for_unity_t... & for_unity_t... < for_unity_t... & for_unity_t... & for_unity_t... +* for_unity_t... & for_unity_t.

Pucynok 3.5 — Criucok 3ByKiB

JIyist mpaiie3gaTHOCTI Ta BIATBOPEHHSI BUIIAJKOBUX 3BYKIB OYJIO0 HamMCaHO

HACTYIHUM KOJ (IUB. puc. 3.6).

private AudioSource my_audio_sound,;
private AudioClip[] my_sounds;

private void Start()
{

my_sounds = Resources.LoadAll<AudioClip>("my_sound");
my_audio_sound = GetComponent<AudioSource>();
MyRandomSound();

¥
}

private void MyRandomSound()

{
int index = UnityEngine.Random.Range(0, my_sounds.Length);

my_audio_sound.clip = my_sounds[index];

}

private void MyRemoveFullLine()

{
{
MyRandomSound();
my_audio_sound.Play();

Pucynox 3.6 — BinTBopeHHs BUTIaAKOBUX 3BYKIB MPU BHUIAJIEH] JIHIT
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Peauizariist BiITBOpEHHS 3BYKIB 3/IIMCHIOEThCS Yepe3 00’ eKT main_logick, 1o
SKOTO MpUB’si3aHui koMnoHeHT AudioSource.

[Ipy moBHOMY 3amOBHEHHI JiHIi y Tpi, JIOTiKa BIATBOPEHHS 3BYKY IpPAIIO€
HACTYTHUM YHHOM.

Crouatky BiZOyBa€ThCS BU3HAUEHHS BUIIAQJKOBOTO YHMCIIA, SKE BIAMOBITAE
OJIHOMY 3 BOCBMH JOCTYITHUX 3BYKOBUX €(eKTiB. Lle uncio BUKOpUCTOBY€EThCS ISt
BUOOPY 3BYKOBOTO (haility 31 CIIUCKY 3a37aJIeTiIb MIATOTOBICHUX BiICOKIIITIB.

KommonenTt AudioSource, mpuB’si3anwii 10 00’ ekta main_logick, BianmoBigae
3a BIATBOpPEHHS 3BYKYy. BiH HajalmiTOBYeTbCS TAaKUM YHHOM, LI00 BIATBOPUTHU
BUOpaHuil 3BykoBUll e(ekT. Lle no3Bosie 30epertu Bl 3BYKOBI1 HaJalITyBaHHS B

OJIHOMY MICIIi, CIIPOIIYIOYU KEPYBAHHS 3ByKaMU B MPOEKTI.

3.3 Irposi animamii

1106 cTBopuTH animMaiiro B Unity, cTBOproroThCs KitouoBi kaapu (keyframe)
pUCYHOK 3.7, AKi BU3HAYAIOTh IMOJIOKEHHS, TIOBOPOT, pO3MIp Ta IHIII MapaMmeTpH
o0’ekTa B pi3HI MOMEHTH 4Yacy, 11¢ BIIOYBA€ThCS 3a PAaXyHOK 3MIH KOOpAMHAT
IPOCTOPY.

[ToTiM cucTema aHiMallii CTBOPIOE TUIABHUM MEpeXia Mk IIUMH KIIFOUOBUMHU

KaJlpaMu Ta MOKa3ye aHIMallo.

ces my_animation

- © Animation
- a4

W_Cam_game_owver

o]
my_cam_g...

Pucynox 3.7 — CTBOpeHHS KITIOUiB

Tetpic mae animallito, sika 3alyCKaeThCS IMICIs Mporpamry rpaBipg. s

aHiMauis BigoOpaxkae IJIaBHE OOEpTaHHS OO’€KTIB 1 € HECKIHYEHHOIO, TOOTO
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BIJITBOPIOETHCS MUKIMIYHO (auB. puc. 3.8). g miaKimrodeHHs i€l aHimarii B rpi
OyJna CTBOpEHa Jpyra Kamepa IIijJ Ha3BOIO «camera cat», J0 SAKOi JomaHo (haii

agiMari.

private GameObject my_animation_camera;

private void Start()
{

my_animation_camera = GameObject.FindGameObjectWithTag("my_camera_animation");
my_animation_camera.SetActive(false);

}
¥

private IEnumerator my_update(float _time)

{

if('IsGameOver())
{

}

else

{
my_main_camera.SetActive(false);
my_3d_camera.SetActive(false);
my_animation_camera.SetActive(true);

my_tittle.gameObject.SetActive(false);

by
by

Pucynok 3.8 — Animariss GameOver

3.4 3mina mos10KeHHA Qirypu

[Ticns crtBopenHs mnpedaldy MalOyTHBOI QIirypu A0 HBOrO MOTPIOHO
NIIKIIOYUTH cKpun my _tetrino _data juist B3aemo/1ii Ta 3MiHM (IrypH, HE BIUTUBAIOYU
Ha Tio0anbHui cBiT. Takoxk B iboMy Qaitr Oyjae 30epiraThcsi CIIMCOK MOXKITUBUX
¢biryp 1 peanizaiiss MNOBOPOTY 3a JOINOMOTOI BEKTOPHUX KapAuHAT, OYB

Bukopucranui Vector 3 (aus. puc. 3.9). [loBHmi1 kox — y mogatky A.1.
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private void MyRotationType(TetrinoFigure _figure, int _rot)
{
switch (_rot)
{
case O:

if(_figure == TetrinoFigure.L)

{
my_tetrino_array[0].transform.localPosition = new Vector3(0, 0, 0);
my_tetrino_array[1].transform.localPosition = new Vector3(0, 1, 0);
my_tetrino_array[2].transform.localPosition = new Vector3(0, -1, 0);
my_tetrino_array[3].transform.localPosition = new Vector3(1, -1, 0);

}

else if(_figure == TetrinoFigure.T)

{
my_tetrino_array[0].transform.localPosition = new Vector3(0, 0, 0);
my_tetrino_array[1].transform.localPosition = new Vector3(1, 0, 0);
my_tetrino_array[2].transform.localPosition = new Vector3(-1, 0, 0);
my_tetrino_array[3].transform.localPosition = new Vector3(0, 1, 0);

}

else if(_figure == TetrinoFigure.l)

{
my_tetrino_array[0].transform.localPosition = new Vector3(0, 0, 0);
my_tetrino_array[1].transform.localPosition = new Vector3(0, -1, 0);
my_tetrino_array[2].transform.localPosition = new Vector3(0, 1, 0);
my_tetrino_array[3].transform.localPosition = new Vector3(0, -2, 0);

}

else if(_figure == TetrinoFigure.Z)

{
my_tetrino_array[0].transform.localPosition = new Vector3(0, 0, 0);
my_tetrino_array[1].transform.localPosition = new Vector3(0, 1, 0);
my_tetrino_array[2].transform.localPosition = new Vector3(-1, 1, 0);
my_tetrino_array[3].transform.localPosition = new Vector3(1, 0, 0);

}

else if(_figure == TetrinoFigure.O)

{
my_tetrino_array[0].transform.localPosition = new Vector3(0, 0, 0);
my_tetrino_array[1].transform.localPosition = new Vector3(-1, 0, 0);
my_tetrino_array[2].transform.localPosition = new Vector3(-1, -1, 0);
my_tetrino_array[3].transform.localPosition = new Vector3(0, -1, 0);

} break;

Pucynok 3.9 — Peanizauis noBopoty ¢irypu

3.5 Peauizaunis nmaysu ta 3D Buay

Jnst peanizanii nay3u 1 3/ kamepu HEOOXIJTHO MIJKIIOYUTH ITPOBY JIOTIKY,

pOOUTHCS HACTYMHUM YMHOM. BuOupaemMo KHOMKY may3u, J0Ja€MO JUIsl HEi Ter 1
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MOCHJIAEMOCS Ha (a1 3 OCHOBHOIO JIOTKO MY _mine (auB. puc. 3.10), aHaiorivsHi

nii pooumo 1 g 3D kamepu(aus. puc. 3.11).

On Value Changed (Boolean)

Runtime Only »*  my_mainMyOnPause

B main_logick (My_main) @&

Pucynok 3.10 — HanamryBaHHs KHOIIKA

private GameObject my 3d_camera;
private GameObject my_main_camera;

private void Start()

my_main_camera = GameObject.FindGameObjectWithTag("MainCamera");
my_3d_camera = GameObject.FindGameObjectWithTag("my_3d_camera");

MyOnSwitchCamera(false);

}
¥

public void MyOnSwitchCamera(bool _is3D) {
my_main_camera.SetActive(!_is3D);
my_3d_camera.SetActive(_is3D); }

Pucynok 3.11 — Kamepa 3D Buny

Jlist 3amo6iranHs may3u npy CTapTi piBHSA IPUOUPAEMO TaJOYKH B MTYHKTI ““is

On” y xoai assa pobotu naysu (auB. puc. 3.12).

public void MyOnPause(bool _isPause) {
Time.timeScale = _isPause ?0:1; }

Pucynok 3.12 — YMmoBu nay3su

3.6 KepyBanns ¢iryporo

KepyBanus B Tetris € KpUTHYHO Ba)XJIMBUM €JIEMEHTOM TIPHU, OCKUIbKH

JI03BOJISIE€ TPABLIEB] aKTUBHO B3a€MOJIISATHU 3 IFPOBUM IMPOLIECOM 1 JIOCATATH YCIIIXY.
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Enementn ympaBiiHHS JIO3BOJISIIOTH TpaBIEBl  MepemiliaTd, oOepratu 1
MIPUCKOPIOBATU TAIIHHA Qiryp (TETPOMIHO), IO HEOOXIAHO I iX MPaBHIHLHOTO
po3TanryBaHHS Ha irpoBomy moji. lle mae MOXIHMBICT, CTBOPIOBATH JIiHII, SKi
OylyTh BUIAISATUCS, 3BUIBLHAIOYM MPOCTIP 1 HAOIMXKAOUU OKYJISApU. MOXKIUBICTh
KepyBaTu (irypkamu J03BOJISE TPABIEBI 3aCTOCOBYBATH CTPATETIIO 1 IUIAHYBaTH
cBoi nmii. I'paBenlb MoOke pPO3CTaBIATH (PIrypu TaKUM YHHOM, 100 YHHUKHYTH
MPOMYCKIB 1 CTBOPUTH YMOBHU IS BHJQJICHHS KUIBKOX JIHIA OJHOYACHO, IO
MPUHOCHUTH O1IbIIe OYOK. 31 30LIBIICHHSIM CKIATHOCTI TpH (DIrypKH MOYMHAIOTH
najaTy MIBHUJIIE. YTPaBIIHHS JO3BOJISE TPaBLEBl afanTyBaTUCS 0 301IbIICHHS
IIBUKOCTI, BYACHO pearyBaTd Ha 3MiHY CHUTYyallli Ta YHHKAaTH CHUTYyalllil, KOJU
(bIrypy HaKOMUYYIOTHCS 0 BEPXHBOI MEXKI1 €KpaHa, 1110 MPU3BOAUTH 10 IPOrparly.
Koxna ¢irypka B Tetris mae yHikanpHy (opMy, a yOpaBIiHHS 03BOJISE
ONTHUMAJIbHO BUKOPHCTOBYBATH iX MOXJIMBOCTI. Hampukian, moBra majauiiss MOXKe
OyTH 0COOJIMBO KOPUCHOIO JJIsl TETPICY (OUMCTUTH YOTUPH JIiHIT OJJHOYACHO), TOJI
K MaJIeHbK1 KYOMKH MOXKYTb 3alIOBHUTH HEBEJIMKI nporanuHu. [Jobpe npomxymane
YOpPaBIIHHSA POOUTH Ipy OUIBLI 3aXOIUTIOIOYOI0 Ta 3axorunorouoro. Komm rpasens
BIIUyBa€, 110 BiH IMOBHICTIO KOHTPOJIIOE MPOIEC, I MIABUILYE HOro IHTEpeC 1
OaxaHHs MpOAOBXKyBath TIpy. Takum uymHOM, ynpaBmHHS B Tetris €
byHIaMEHTAIBHUM KOMIIOHEHTOM, SIKMH 3a0e3reuye AUHAMIKy TpH, PO3BUBAE
CTpaTeriyHe MHUCJICHHS 1 pOOUTH IrPOBHUI MPOIEC 3aXOIUIIOIOYMM 1 3aXOILTIOI0YHM

(muB. puc. 3.13).

private void Update()
if(my_figure)

if(Input.GetButtonDown("Rotate Tetrino™))
my_figure.GetComponentIinChildren<my _tetrino_data>().MyRotation(true);
if(Checklintersect(my_figure))

my_figure.GetComponentInChildren<my _tetrino_data>().MyRotation(false);

}

if(Input.GetButtonDown("LeftTetrino"))
my_curr_time =0;
my_figure.MySetDirection(MyDirecrionTetrino.LEFT);

if (CheckIntersect(my_figure))
my_figure.MySetDirection(MyDirecrionTetrino.RIGHT);
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¥
else if(Input.GetButtonDown("RightTetrino™))

my_curr_time =0;

my_figure.MySetDirection(MyDirecrionTetrino.RIGHT);

if (ChecklIntersect(my_figure))
my_figure.MySetDirection(MyDirecrionTetrino.LEFT);

if(Input.GetButton("DownTetrino"))
My InputPress(MyDirecrionTetrino.DOWN, 0.04f);
if (Input.GetButton("RightTetrino™))
MyInputPress(MyDirecrionTetrino.RIGHT, 0.08f);
else if(Input.GetButton("LeftTetrino™))
MyInputPress(MyDirecrionTetrino.LEFT, 0.08f);

if(Input.GetButtonUp("LeftTetrino") || Input.GetButtonUp("RightTetrino™))
my_curr_time =0;
}

}

private void MylnputPress(MyDirecrionTetrino _dir, float _time)

{
my_curr_time += Time.deltaTime;
if(my_curr_time > _time)
{
my_curr_time =0;
if(_dir == MyDirecrionTetrino.LEFT)

my_figure.MySetDirection(MyDirecrionTetrino.LEFT);
if (CheckIntersect(my_figure))
my_figure.MySetDirection(MyDirecrionTetrino.RIGHT);
}
else if(_dir == MyDirecrionTetrino.RIGHT)

my_figure.MySetDirection(MyDirecrionTetrino.RIGHT);
if (CheckIntersect(my_figure))
my_figure.MySetDirection(MyDirecrionTetrino.LEFT);
else if(_dir == MyDirecrionTetrino.DOWN)
my_figure.MyDropTetrino(true);

if(Checklintersect(my_figure))
my_figure.MyDropTetrino(false);

}

private bool ChecklIntersect(my_tetrino_figure _figure)
for (int ind = 0; ind < _figure.GetSegments().Length; ind++)

int x = (int)_figure.GetSegments()[ind].transform.position.x;
inty = (int)_figure.GetSegments()[ind].transform.position.y;

bool is_intersect = IsIntersect(X, y);
if(is_intersect)
return is_intersect;
}

return false;

}

Pucynoxk 3.13 — Ynpasninus ¢iryporo
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BUCHOBKH

CrtBopeHHs1 Oy/b-KO1 I'pH IMOYWHAETHCS 3 OCHOBHOI I'POBOi CIIEHM, B SIKii
Oyze peai30BaHO MOJIOKEHHS TPABIS Ta HOTO MeTa 3 TOAATKOBUM (DYHKITIOHAJIOM

Ha xoxHOMY eTarli rpyu Ba)KJIMBO IMaM’SITATH MPO CTPYKTYPHICTD 1 MOPSIOK
JUIsL OUTBIN MPOAYKTHUBHOI Ta JIETKO1 peai3allii npoekTy. [Ipu CTBOpeHHI BaXKIUBO
no/10aTH PO 3pYUHICTh TPaBI 1€ IHTEp(EIC 1 yIpaBIIiHHS.

Takox BB Hamae ¢dakTop perpabenbHOCTI Ta MpPe3eHTa0ENbHICTh
peaizoBaHUX MEXaHIK, ajpke 0e3 TakuX MyHKTIB TpaBellb IIBUIIIEC 32 BCE JIOBIO
3aTpUMYyBaTUMEThCS y T'pl He Oyzae. My3uka Ta 3BYKOB1 CYNpPOBOAM SIBISFOTHCS
OCHOBOIO [Isi OyJb-SIKOi TpU, NPABWIBHO MiAIOpaHuil miniOpaHuil 3BYKOBHIA
CyHpoBij 0araTopa3zoBO MOCHIIOE 3aHYPEHHS 1 OaKaHHS MPOJIOBXKYBATH I'paTu, HE
BapTO 3a0yBaTW 1 NPO ONTUMIZAIIID 3pOOUBIIM TapHY TPy 3 MNPaBUIBLHO
peaizoBaHUM eTaraMHu B Hiil Oyjie MaJlo CEHCY SKIIO B HEl HIXTO HE 3MOXKE.

3araqoM CTBOPEHHsI TP HE Taka BXK€ i MpocTa 3aTisl, aJke JOTPUMAaHHSI
CTUIBKUX TMapaMeTpiB 3a0upae ayxe Oarato vacy i cui. [Ipu BUOOpP1 HbOTO MUIAXY

PO3pOOHUK Ma€e OyTH TOTOBH 10 TPYAHOLIIB T4 KPUTUKH.
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JTIOJATOK A

JlicTuHr koxy

A.1 JlictuHr ckpunrty my_tetrino_data

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public enum TetrinoFigure { L, Z, I, O, T }
public class my tetrino data : MonoBehaviour
{
private GameObject pref cube;
private GameObject[] my tetrino array;
private int my rotation;
private TetrinoFigure my type;
public Color my color { get; private set; }
private void Awake ()
{

my rotation = 0;

my tetrino array = new GameObject[4];
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pref cube = Resources.Load("my prefab/my prefab cube") as GameObject;

public void MySetColor (Color col)
{
for (int ind = 0; ind < transform.childCount; ind++)
{
GameObject go = transform.GetChild(ind) .gameObject;
Material mat = go.GetComponent<MeshRenderer> () .material;

mat.color = col;



my color = col;

public GameObject[] GetTetrinoArray { get { return my tetrino array;

public void MyRotation (bool isPositive)
{

if (_isPositive)

{

my rotation++;

Q

my rotation = my rotation % 4;

else

my rotation--;

if (my rotation < 0)

my rotation = 3;

MyRotationType (my type, my rotation)

’

private void MyRotationType (TetrinoFigure figure, int rot)

{

switch (_rot)
{
case O:
if( _figure == TetrinoFigure.

my tetrino arrayl[O0].
Vector3(0, 0, 0);

my tetrino arrayl[l].
Vector3(0, 1, 0);

my tetrino arrayl[2].
Vector3(0, -1, 0);

my tetrino arrayl[3].

Vector3 (1, -1, 0);

L)

transform

transform

transform

transform

else if( figure == TetrinoFigure.T)

{

.localPosition

.localPosition

.localPosition

.localPosition

new

new

new

new

}

}



Vector3 (0,

Vector3 (1,

Vector3 (-1,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (-1,

Vector3 (1,

Vector3 (0,

Vector3 (-1,

Vector3 (-1,

Vector3 (0,

my tetrino array[0].transform.

my tetrino array([l].transform.

my tetrino array([2].transform.

my tetrino arrayl[3].transform.

else if( figure == TetrinoFigure.I)

my tetrino array([0].transform.

my tetrino array([l].transform.

my tetrino array([2].transform.

my tetrino array([3].transform.

else if( figure == TetrinoFigure.?Z)

my tetrino array([0].transform.

my tetrino array([l].transform.

my tetrino arrayl[2].transform.

my tetrino array([3].transform.

else if( figure == TetrinoFigure.O)

my tetrino array[0].transform.

my tetrino arrayl[l].transform.

my tetrino array([2].transform.

my tetrino array[3].transform.

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new



case 1:
if( figure == TetrinoFigure.L)
{
my tetrino arrayl[0].transform.localPosition = new
Vector3(0, 0, 0);
my tetrino arrayl[l].transform.localPosition = new
Vector3 (1, 0, 0);
my tetrino arrayl[2].transform.localPosition = new
Vector3 (-1, 0, 0);
my tetrino arrayl[3].transform.localPosition = new

Vector3 (1, 1, 0);

else if( figure == TetrinoFigure.T)

my tetrino arrayl[0].transform.localPosition = new

Vector3(0, 0, 0);

my tetrino arrayl[l].transform.localPosition = new
Vector3 (0, 1, 0);
my tetrino arrayl[2].transform.localPosition = new
Vector3 (0, -1, 0);
my tetrino arrayl[3].transform.localPosition = new
Vector3 (-1, 0, 0);
}
else if( figure == TetrinoFigure.I)
{
my tetrino arrayl[0].transform.localPosition = new
Vector3(0, 0, 0);
my tetrino arrayl[l].transform.localPosition = new
Vector3(1l, 0, 0);
my tetrino arrayl[2].transform.localPosition = new
Vector3 (-1, 0, 0);
my tetrino arrayl[3].transform.localPosition = new
Vector3(2, 0, 0);
}
else if( figure == TetrinoFigure.Z)
{
my tetrino arrayl[0].transform.localPosition = new
Vector3(0, 0, 0);
my tetrino arrayl[l].transform.localPosition = new
Vector3 (-1, 0, 0);
my tetrino arrayl[2].transform.localPosition = new

Vector3 (-1, -1, 0);



my tetrino

Vector3 (0, 1, 0);
}

else if( figure ==

my tetrino_

Vector3 (0, 0, 0);

my tetrino

Vector3 (-1, 0, 0);

my tetrino_

Vector3 (-1, -1, 0);

my tetrino

Vector3 (0, -1, 0);
}

array[3].transform.

TetrinoFigure.O)

array[0].transform.

arrayl[l].transform.

array[2].transform.

array[3].transform.

break;
case 2:
if( figure == TetrinoFigure.L)

my tetrino_

Vector3(0, 0, 0);

my tetrino_

Vector3 (0, 1, 0);

my tetrino_

Vector3 (0, -1, 0);

my tetrino

Vector3 (-1, 1, 0);

else if( figure ==

my tetrino

Vector3(0, 0, 0);

my tetrino_

Vector3(1, 0, 0);

my tetrino

Vector3 (-1, 0, 0);

my tetrino

Vector3 (0, -1, 0);

else if( figure ==

{

my tetrino

Vector3(0, 0, 0);

array[0].transform.

array[l].transform.

array[2].transform.

array[3].transform.

TetrinoFigure.T)

array[0].transform.

arrayl[l].transform.

array[2].transform.

array[3].transform.

TetrinoFigure.I)

array[0].transform.

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

new

new

new
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Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (-1,

Vector3 (1,

Vector3 (0,

Vector3 (-1,

Vector3 (-1,

Vector3 (0,

Vector3 (0,

Vector3 (1,

Vector3 (-1,

Vector3 (-1,

my tetrino

-1, 0);
my tetrino array([2].transform.
1, 0);
my tetrino array([3].transform.
-2, 0);
}
else if( figure == TetrinoFigure.Z)
{
my tetrino array[0].transform.
0, 0);
my tetrino array([l].transform.
1, 0);
my tetrino array([2].transform.
1, 0);
my tetrino array([3].transform.
0, 0);
}
else if( figure == TetrinoFigure.O)
{
my tetrino array([0].transform.
0, 0);
my tetrino arrayl[l].transform
0, 0);
my tetrino array([2].transform.
-1, 0);
my tetrino array([3].transform.
-1, 0);
}
break;
case 3:
if(_figure == TetrinoFigure.L)
{
my tetrino array[0].transform.
0, 0);
my tetrino arrayl[l].transform.
0, 0);
my tetrino array([2].transform.
0, 0);
my tetrino array[3].transform.
-1, 0);

else if( figure ==

array[l].transform.

TetrinoFigure.T)

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

.localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

new

new

new

new

new

new

new

new

new

new

new

new

new

new
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Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (1,

Vector3 (0,

Vector3 (1,

Vector3 (-1,

Vector3 (2,

Vector3 (0,

Vector3 (-1,

Vector3 (-1,

Vector3 (0,

Vector3 (0,

Vector3 (-1,

Vector3 (-1,

Vector3 (0,

my tetrino array[0].transform.

my tetrino array([l].transform.

my tetrino array([2].transform.

O)I
my tetrino array([3].transform.
}
else if( figure == TetrinoFigure.I)
{
my tetrino array([0].transform.
my tetrino array([l].transform.
my tetrino array([2].transform.
0);
my tetrino array([3].transform.
}
else if( figure == TetrinoFigure.Z)
{
my tetrino array([0].transform.
my tetrino array([l].transform.
0);

my tetrino arrayl[2].transform.

0);
my tetrino array([3].transform.
}
else if( figure == TetrinoFigure.O)
{
my tetrino arrayl[0].transform.
my tetrino array([l].transform.
0);
my tetrino array([2].transform.
0);
my tetrino array([3].transform.

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition

localPosition
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break;

default:

break;

public void MyInitialize(TetrinoFigure myType)
{
for(int ind = 0; ind < transform.childCount; ind++)

Destroy(transform.GetChild (ind) .gameObject) ;

switch ( myType)
{
case TetrinoFigure.L:
my type = myType;
GameObject obL = Instantiate (pref cube, new Vector3(),
Quaternion.identity);
obL.AddComponent<my tetrino segment>();

obL.transform.SetParent (transform, false);

GameObject obL2 = Instantiate(pref cube, new Vector3(0,
0), Quaternion.identity);
obL2.AddComponent<my tetrino segment>();

obL2.transform.SetParent (transform, false);

GameObject obL3 = Instantiate(pref cube, new Vector3 (0,
0), Quaternion.identity);
obL3.AddComponent<my tetrino segment>();

obL3.transform.SetParent (transform, false);

GameObject obL4 = Instantiate(pref cube, new Vector3(l,
0), Quaternion.identity);
obL4.AddComponent<my tetrino segment>();

obL4.transform.SetParent (transform, false);

for(int ind = 0; ind < my tetrino array.Length; ind++)
my tetrino arraylind] =

transform.GetChild (ind) .gameObject;

1,

-1,

-1,
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break;
case TetrinoFigure.Z:
my type = myType;
GameObject obZ = Instantiate(pref cube, new Vector3(),
Quaternion.identity);
obZ.AddComponent<my tetrino segment>();

obZ.transform.SetParent (transform, false);

GameObject obZ2 = Instantiate(pref cube, new Vector3(0, 1,
0), Quaternion.identity):;
obZ2.AddComponent<my tetrino segment>();

obZ2.transform.SetParent (transform, false);

GameObject obZ3 = Instantiate(pref cube, new Vector3(-1, 1,
0), Quaternion.identity);
obZ3.AddComponent<my tetrino segment>();

obZ3.transform.SetParent (transform, false);

GameObject obZ4 = Instantiate(pref cube, new Vector3(l, O,
0), Quaternion.identity);
obZ4.AddComponent<my tetrino segment>();

obZ4.transform.SetParent (transform, false);

for(int ind = 0; ind < my tetrino array.Length; ind++)
my tetrino arraylind] =

transform.GetChild (ind) .gameObject;

break;

case TetrinoFigure.I:

my_type = _myType;

GameObject obI = Instantiate (pref cube, new Vector3(),
Quaternion.identity);

obI.AddComponent<my tetrino segment>();

obI.transform.SetParent (transform, false);

GameObject obLI = Instantiate(pref cube, new Vector3 (0, -1,
0), Quaternion.identity);
obLI.AddComponent<my tetrino segment> () ;

obLI.transform.SetParent (transform, false);



GameObject obI3 = Instantiate(pref cube, new Vector3 (0,
0), Quaternion.identity);
obI3.AddComponent<my tetrino segment>();

obI3.transform.SetParent (transform, false);

GameObject obI4 = Instantiate(pref cube, new Vector3 (0,
0), Quaternion.identity);
obI4.AddComponent<my tetrino segment>();

obI4.transform.SetParent (transform, false);

for(int ind = 0; ind < my tetrino_ array.Length; ind++)
my tetrino arraylind] =

transform.GetChild (ind) .gameObject;

break;

case TetrinoFigure.O:

my type = myType;

GameObject obO = Instantiate (pref cube, new Vector3(),
Quaternion.identity);

obO.AddComponent<my tetrino segment>();

obO.transform.SetParent (transform, false);

GameObject ob0O2 = Instantiate(pref cube, new Vector3(-1,

0), Quaternion.identity);
ob02.AddComponent<my tetrino segment>();

ob0O2.transform.SetParent (transform, false);

GameObject ob0O3 = Instantiate(pref cube, new Vector3(-1,

0), Quaternion.identity);
ob0O3.AddComponent<my tetrino segment>();

obO3.transform.SetParent (transform, false);

GameObject ob0O4 = Instantiate(pref cube, new Vector3(0,
0), Quaternion.identity);
ob0O4 .AddComponent<my tetrino_ segment> () ;

obO4.transform.SetParent (transform, false);

for(int ind = 0; ind < my tetrino_ array.Length; ind++)
my tetrino array[ind] =
transform.GetChild (ind) .gameObject;
break;

case TetrinoFigure.T:

my_type = myType;

1,

2,

0,

_1,

-1,
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GameObject obT = Instantiate (pref cube, new Vector3(),
Quaternion.identity);
obT.AddComponent<my tetrino segment>();

obT.transform.SetParent (transform, false);

GameObject obT2 = Instantiate(pref cube, new Vector3(l, O,
0), Quaternion.identity);
obT2.AddComponent<my tetrino segment>();

obT2.transform.SetParent (transform, false);

GameObject obT3 = Instantiate(pref cube, new Vector3(-1, 0,

0), Quaternion.identity);
obT3.AddComponent<my tetrino segment>();

obT3.transform.SetParent (transform, false);

GameObject obT4 = Instantiate(pref cube, new Vector3(0, 1,
0), Quaternion.identity);
obT4.AddComponent<my tetrino segment>();

obT4.transform.SetParent (transform, false);

for(int ind = 0; ind < my tetrino array.Length; ind++)
my tetrino arraylind] =
transform.GetChild (ind) .gameObject;
break;
default:

break;

A.2 JlicTMHr CKpUNTY my_mine

using System;

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.SceneManagement;

using UnityEngine.UI;
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public struct MyHud
{

public Text txt score;

private int my int score;

public Text txt line;

private int my int line;

public Text txt level;

public int my int level { get; private set;

public float my speed;

private int my counter line;

public void AddScore(int _score)

{

my int score += score;

}

txt score.text = my int score.ToString();

public void AddLine(int _1line)
{
my int line += line;

txt line.text = my int line.ToString();

my counter line += line;
if (my counter line > 9)
AddLevel (1) ;

Q

my counter line = my counter line % 10;

public void AddLevel (int level)
{

my int level += level;

txt level.text = my int level.ToString();

my speed -= my int level > 5 ? 0.02f

public class my main : MonoBehaviour

{

0.05f;
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private int wid = 13, hei = 21;
private float my step = 1;

private float my curr time;

private GameObject pref tetrino;
private UnityEngine.Object pref tetrino object;
private my tetrino figure my figure;

private TetrinoFigure my figure random;

private my tetrino element([,] my array;

private MyHud my hud;

private GameObject my 3d camera;
private GameObject my main camera;
private GameObject my animation camera;

private my tittle figure my tittle;

private AudioSource my audio_ sound;

private AudioClip[] my sounds;

private void Start()

{

my curr time = 0;

my array = new my tetrino element([wid, hei];

pref tetrino = Resources.Load("my prefab/my tetrino figure") as
GameObject;

pref tetrino object =

Resources.Load ("my prefab/my prefab tetrino o");

my tittle FindObjectOfType<my tittle figure>();

my sounds Resources.LoadAll<AudioClip>("my sound") ;
my audio sound = GetComponent<AudioSource>();

MyRandomSound () ;

my main camera = GameObject.FindGameObjectWithTag ("MainCamera") ;

my 3d_camera = GameObject.FindGameObjectWithTag ("my 3d camera");

my animation camera =
GameObject.FindGameObjectWithTag ("my camera animation");

my animation camera.SetActive (false);

MyOnSwitchCamera (false) ;
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my hud.txt score =
GameObject.FindGameObjectWithTag ("my score™) .GetComponent<Text>();

my hud.txt line =
GameObject.FindGameObjectWithTag ("my line") .GetComponent<Text>();

my hud.txt level =
GameObject.FindGameObjectWithTag ("my level") .GetComponent<Text>();

my hud.my speed = 0.5f;

my hud.AddLevel (1) ;

my figure random = CreateRandomFigure () ;
CreteFigure (my figure random) ;

my figure random = CreateRandomFigure () ;

my tittle.GetComponentInChildren<my tetrino data>().MyInitialize (my figure ra

ndom) ;

for(int y = 0; y < hei; y++)
for (int x = 0; x < wid; =x++)
{
GameObject go = Instantiate(pref tetrino object, new
Vector3(x * my step, y * my step, 0),

Quaternion.identity) as GameObject;

my array([x, y] = go.GetComponent<my tetrino element>();

private void MyRandomSound ()

{
int index = UnityEngine.Random.Range (0, my sounds.Length);

my audio_sound.clip = my sounds[index];

private TetrinoFigure CreateRandomFigure ()

{

return (TetrinoFigure)UnityEngine.Random.Range (0, 5);

private void CreteFigure(TetrinoFigure figure)

{
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my figure = Instantiate(pref tetrino, new Vector3(my step * 6,
my step * (hei - 2), 0),

Quaternion.identity) .GetComponent<my tetrino figure>();

my figure.GetComponentInChildren<my tetrino data>() .MyInitialize( figure);

if (my hud.my int level < 3)

my figure.GetComponentInChildren<my tetrino data> () .MySetColor (UnityEngine.Ra
ndom.ColorHSvV(0.4£f, 0.06f, 1, 1, 1, 1, 1, 1));
else if (my hud.my int level < 5)

my figure.GetComponentInChildren<my tetrino data> () .MySetColor (UnityEngine.Ra
ndom.ColorHsSv(0.5f, 0.7£, 1, 1, 1, 1, 1, 1));
else if (my hud.my int level < 7)

my figure.GetComponentInChildren<my tetrino data> () .MySetColor (UnityEngine.Ra
ndom.ColorHSV(0.8f, 1.0f, 1, 1, 1, 1, 1, 1));

else if (my hud.my int level < 10)

my figure.GetComponentInChildren<my tetrino data> () .MySetColor (UnityEngine.Ra
ndom.ColorHSV (0.2f, 0.4f, 1, 1, 1, 1, 1, 1));

else if (my hud.my int level >= 10)

my figure.GetComponentInChildren<my tetrino data>() .MySetColor (UnityEngine.Ra
ndom.ColorHsv(0.3f, 0.5f, 1, 1, 1, 1, 1, 1));

StartCoroutine (my update (my hud.my speed));

private IEnumerator my update(float time)
{
while (true)
{
yield return new WaitForSeconds(_ time);

my figure.MyDropTetrino (true);

if (CheckPrelIntersect (my figure))

break;
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AddToArravy () ;

Destroy (my figure.gameObject);
MyRemoveFullLine () ;

1if (! IsGameOver ())

{
CreteFigure (my figure random) ;

my figure random = CreateRandomFigure () ;

my tittle.GetComponentInChildren<my tetrino data>() .MyInitialize (my figure ra

ndom) ;

else

my main camera.SetActive (false);
my 3d camera.SetActive (false);

my animation camera.SetActive (true);

my tittle.gameObject.SetActive (false);

private void AddToArray ()
{
GameObject[] go =

my figure.GetComponentInChildren<my tetrino data>() .GetTetrinoArray;

for (int ind = 0; ind < go.Length; ind++)
{

int x = (int)go[ind].transform.position.x;

int y (int)go[ind] .transform.position.y;
my array([x, y].set tetrino active(true); //cmepTn//
my arrayl[x,
y]l .set color (my figure.GetComponentInChildren<my tetrino data>().my color);

}

private void MyRemoveFullLine ()
{

int[] removelLine = MyCheckFullLine();



for (int ind = 0; ind < removeline.Length; ind++)
{

for (int x = 0; x < wid; x++)

my array([x, removeLine[ind]].set tetrino active(false);

my hud.AddScore (removelLine.Length == 4 2 750 : 350);
}
if (removelLine.Length != 0)
{

MyRandomSound () ;

my audio sound.Play();
int[] empty line = MyCheckEmpryLine();

bool[,] arr new tetrino = new bool [wid, hei];

int start y = 0;

my hud.AddLine (removeLine.Length);

for (int y = 0; y < hei; y++)

{
if (MySkipTheLine (empty line, y))

continue;
for (int x = 0; x < wid; =x++)
arr_new_tetrino[x, start y] = my arrayl[x,

yl.get isActive tetrino();

start y++;

MySetTetrinoArray (arr new_ tetrino);

public void MyOnSwitchCamera (bool 1is3D)
{
my main camera.SetActive (! is3D);

my 3d camera.SetActive( is3D);
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public void MyOnStartGame ()
{

SceneManager.LoadScene (SceneManager.GetActiveScene () .name) ;

public void MyOnPause (bool _isPause)
{

Time.timeScale = isPause ? 0 : 1;

private bool IsGameOver ()
{
for (int ind = 0; ind < wid; ind++)
{
if (my array[ind, hei - 3].get isActive tetrino())

return true;

return false;

private void MySetTetrinoArray(bool[,] _arr new)
{
for (int y = 0; y < hei; y++)
for (int x = 0; x < wid; x++)

my array([x, y].set tetrino active( arr new(x, y]);

private bool MySkipTheLine (int[] _empty line, int _y)
{
for (int y = 0; y < _empty line.Length; y++)
{
if(_empty linely] == _y)

return true;

return false;



private int[] MyCheckEmpryLine ()
{

List<int> arr = new List<int>();

for (int ind = 0; ind < hei; ind++)
{

int count line x = 0;

for (int x = 0; x < wid; x++)

{
if (my array([x, ind].get isActive tetrino())
break;
else

count line x++;

if (count line x == wid)

arr.Add (ind) ;

return arr.ToArray();

private int[] MyCheckFullLine ()
{

List<int> arr = new List<int>();

for (int ind = 0; ind < hei; ind++)
{

int count line x = 0;

for (int x = 0; x < wid; x++)
{
if(my array[x, ind].get isActive tetrino())
count line x++;
else

break;

if (count line x == wid)

arr.Add (ind) ;
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return arr.ToArray();

private void Update ()
{
if (my figure)
{
if (Input.GetButtonDown ("RotateTetrino"))

{

my figure.GetComponentInChildren<my tetrino data> () .MyRotation (true);

if (CheckIntersect (my figure))

my figure.GetComponentInChildren<my tetrino data>() .MyRotation (false);

}

if (Input.GetButtonDown ("LeftTetrino"))
{
my curr time = 0;
my figure.MySetDirection (MyDirecrionTetrino.LEFT)
if (CheckIntersect (my figure))
my figure.MySetDirection (MyDirecrionTetrino.RIGHT) ;

else if (Input.GetButtonDown ("RightTetrino"))

{
my curr time = 0;
my figure.MySetDirection (MyDirecrionTetrino.RIGHT) ;
if (CheckIntersect (my figure))

my figure.MySetDirection (MyDirecrionTetrino.LEFT) ;

if (Input.GetButton ("DownTetrino"))

MyInputPress (MyDirecrionTetrino.DOWN, 0.04f);
if (Input.GetButton("RightTetrino"))

MyInputPress (MyDirecrionTetrino.RIGHT, 0.08f);
else if (Input.GetButton ("LeftTetrino"))

MyInputPress (MyDirecrionTetrino.LEFT, 0.08f);

if (Input.GetButtonUp ("LeftTetrino") ||
Input.GetButtonUp ("RightTetrino"))

my curr time = 0;
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private void MyInputPress (MyDirecrionTetrino dir, float time)
{

my curr time += Time.deltaTime;

if (my curr time > time)

{

my curr time = 0;

if( dir == MyDirecrionTetrino.LEFT)

my figure.MySetDirection (MyDirecrionTetrino.LEFT) ;
if (CheckIntersect (my figure))

my figure.MySetDirection (MyDirecrionTetrino.RIGHT) ;

else if( dir == MyDirecrionTetrino.RIGHT)
{
my figure.MySetDirection (MyDirecrionTetrino.RIGHT) ;
if (CheckIntersect (my figure))
my figure.MySetDirection (MyDirecrionTetrino.LEFT)
}
else if( dir == MyDirecrionTetrino.DOWN)
{
my figure.MyDropTetrino (true);
if (CheckIntersect (my figure))

my figure.MyDropTetrino (false);

private bool CheckIntersect (my tetrino figure figure)

{
for (int ind = 0; ind < figure.GetSegments () .Length; ind++)
{

int x = (int) figure.GetSegments () [ind].transform.position.x;
int y = (int) figure.GetSegments () [ind].transform.position.y;
bool is intersect = IsIntersect(x, y);

if (is_intersect)

return is_intersect;
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return false;

}

private bool CheckPrelntersect (my tetrino figure figure)

{
for (int ind = 0; ind < figure.GetSegments () .Length; ind++)
{

int x = (int) figure.GetSegments () [ind].transform.position.x;

int y (int) figure.GetSegments () [ind].transform.position.y;

bool is intersect = IsIntersect(x, y);

if (is_intersect)
{
_figure.MyDropTetrino (false);

return is_intersect;

return false;

private bool IsIntersect(int x, int _y)
{
try
{
if (my array[ x, _y].get isActive tetrino())
return true;
}

catch (System.Exception ex) { return true; }

return false;
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