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BCTYII

Ha cboronuimHii 1eHs MOOLIBbHI Ta IrpOB1 TEXHOJIOT 1T JOCSTIIN TOTO PiBHS, IO MPU
BUKOPUCTaHHI CMapTQOHIB, IUIAHIIETIB, BCUIIKUX Ta/KETIB, CTald HEBII'EMHOIO
YaCTUHOIO Cy4acHOro CycHuibcTBa. He MoKHA 3anummTi 6€3 yBaru irpoBy iHIYCTpIIO.
JIJisi CTBOpPEHHSI irOp BUKOPHCTOBYETHCS O€37Y Pi3HUX TEXHOJOTiH, MOB, TOMATKIB 1
iatdopm. KokHa 3 HUX Mae CBOi IUTIOCH 1 MiHYCH. be3 CTUIbHUKOBOTO 3B'SI3Ky CydacHe
JIIOJICTBO HE MOXKE ySBUTH €001 ¥ jmHA. | OykBajghbHO 30BCIM HEIABHO T'OJIOBHUMU
¢byHKImisMA Oy TIIBKM  J3BIHKM Ta BiANpaBKa TMOBiMOMICHb. OIHAK CHOTOJHI
NPIOPUTETH JCIIO0 3MIHIOIOThCA. TeneoH cTaB Jajieko HE MPOCTO 3ac000M IS
KOMYHIKaIlli Jirofiel, ajie 1 6araro)yHKIIOHAJIBHUM HPUCTPOEM, IO J03BOJISIE MI3HABATU
CBIT, MPOBOJUTH JO3BULIA 1 HaBITh 3apoOisTh Tpour. I, 3BUYaiiHO, BCEe 1€ CTaJO
MOYJIMBO TUIBKHU 3aBJISIKU PO3BUTKY [HTEpHETY Ui MOOUILHUX MPUCTPOIB 1 CTBOPEHUX
3 miei Haroau npoaatkiB. Y XXI| cromTri mouaBcs OypXJIMBHIL PO3BHTOK PUHKY
MOOLTBHOTO KOHTEHTY, 30KpeMa, MOOLIBbHHX JIOJIaTKIB. 3ACIIEBUTH MOOUTLHUI 1HTEPHET
Tpadik mo3BonmiI0 mosiBa HOBUX TexHojorih - GPRS 1 EDGE. Kopucrysaui
MOYMHAIOTh BUKAYyBaTH 13 BCeCBITHBOI MepeXi BEIWYE3HY KUIBKICTh KapTHUHOK, 1rop,
PHHITOHIB 1 1p.[25]

MoOuibHI irpy HaOyiu HeOyBasoi MOMYJISIPHOCTI 3a OCTAHHI POKH Ta MOCUIU
MOYECHE MICIIC Ha pPUHKY PO3Bar Ta JA03BULIA. s 3a10BOJIeHHS TTOTPeO pO3pOOHUKIB
OyJI0 CTBOPEHO BEJIMYE3HY KUIHKOCTI 1THCTPYMEHTAIBHUX 3aCO0IB Ta MPOJIOBKYETHCS
pO3po0Ka HOBUX. 3arajibHa LUIb BCIX IHCTPYMEHTAJIBHUX 3aCO01B - MOJIETIICHHS Ta
MOKpAIIEHHS PO3pOOKH, BUKOPUCTAHHS TEPENOBUX TEXHOJIOTIH 00poOku rpadikw,
b13uku, 3a0e3meueHHsT KpoCIaT(OPMEHHOCTI pO3pOOJICHUX MTPOEKTIB.

Honatox Unity sBisie coboro mpodeciiiHuii  irpoBUil  IBUTYH, SKHAN
BUKOPUCTOBYETHCS B CTBOPEHHI Bifeoirop misi pisHux miaatdopm. Lle iHCTpymeHT,
SIKAM IIO/IHS] KOPUCTYIOThCS JOCBITYEHI PO3POOHUKH, a TAKOXK OAWH 13 JOCTYIHIIINX
1HCTPYMEHTIB JJIsl HOBauKiB. J[0 HETaBHHOTO YaCy JIFOJIMHA, SKa BUPIIINIIA HABYUTUCS
MPOTrpaMyBaHHIO irop (0COOJMBO TPHBHMIPHHX), Bipa3dy K CTHUKaBCA 3 O€3Ii44I0
CEpUO3HUX TEPEIIKO/I, B TOM Yac K iHcTpyMeHT UNity 103BOJIMB 3HAYHO MOJICTIIHTH

KHUTTS HOBadykam [1].



CTBOpEHHS BIJICOITOp B CBOIM OCHOBI HE BIAPI3HAETHCS B1J] HAITUCAHHS OYy/Ib-
skoro 1Hmoro [10. 31e01IpIIoro BiAMIHHOCTI BUSBISIOTECS B KUIBKICHIM IIIOIIHHI.
I'pa Oinpmr iHTEpakTWBHA, HIX OUIBIIICTH BEO-CAlTIB, a OTXKe, MOTPIOHO 30BCIM
IHIIANA TUI KOy, ajie IPH [IbOMY B 000X BUMaJKax OyAayTh 3aJisHi MO10HI HABUYKHU
i mpontecu [1].

Bynb-sxuii irpoBuil IBUTYH Hajiae 0e31114 (GyHKIIIOHAIBHUX MOXKJIUBOCTEH, SIKi
3aCTOCOBYIOThCS B PI3HMX irpax. PeasnizoBaHa Ha 1[bOMY JBUTYHY I'pa OTPUMYE BCl 111
(GyHKITIOHATBHI MOKIIMBOCTI, KPIM TOTO, JOJAIOTHCS 11 BJIACHI ITPOBI PECYpCH 1 KO
irpoBoro cieHapiro. Unity mpomnonye MopeaioBaHHS (DI3UUHHUX CEPEIOBHII, KAPTH
HOpMaJIel, 3aropoJKCHHS HABKOJMIIIHBOTO CBITy B €KpaHHOMY mpoctopi (Screen
Space Ambient Occlusion, SSAO), auHamivHi TiHi, Tomio [1].

[ToniOuuit HabGip (QYHKIIOHATILHUX MOXJIMBOCTEH € B 0araTboX IrPOBHX
ABUTYHIB, anme y Unity € aBi OCHOBHI TiepeBaru mepea IHIIMMU TepeIOBUMHU
IHCTpyMEHTaMU PO3POOKH 1rop: MNPOAYKTUBHUM Bi3yallbHHM poOOYMi TMporiec i
MOTY>KHA MDKIUTATPOPMEHHA miaTpuMka [1].

BizyanbHuii pobounii mpouec BUAUISE AAHUN IHCTPYMEHT 3-TIOCEpEe] 1HIIMX
cepeloBUI] po3poOKu irop. YacTuHa 1HCTPYMEHTIB PO3POOKH IrOp YacTO SBISIOTH
0000 CYKYITHICTh PO3P13HEHUX YACTHH, Kl TOTPIOHO KOHTPOJIIOBATH, YU 010J110TEKY,
JUIsE poOOTH 3 KOO TOTPIOHO HANAIITOBYBATH BJIACHE IHTETPOBAHE CEPEIIOBUIIE
PO3p00OKH, TIpoliec 30MpaHHSA MPOEKTY, ToIo. Po6ounii nmportec B Unity mpuB's3anuii
70 PETENBHO MPOIYMAHOTO BI3yaJbHOTO peIaKkTopy. PegakTop Hagae MOKIHBICTH
KOMITOHYBAaTH CIIEHM MaiOyTHHOI TpH, TOB'SI3YIOUM IFPOBI PECypcHd 1 KOJ B
IHTEpAKTUBHI 00'€KTH. BiH 103BOJIsIE IBUJIKO 1 palllOHaIbHO CTBOPIOBATH MpodeciiiHi
rpu, 3a0e3medyrour BHCOKY MNPOAYKTHBHICTH Mpali PO3pOOHUKIB 1 HAJAKOYM B iX
PO3MOPSIKEHHSI BHYEPITHUN TEpeiKk CydyaCHUX TEXHOJOTrid B 00JIacTi BiAeoirop.
Penaktop no3Bossie peparyBaTu O0'€KTH B pPEAAKTOpl 1 pyXaTh €JIEMEHTH B CIIEHI
npu 3amyiieHid rpi. Unity Hagae MOXIUBICTH  HAJaIITOBYBAaTH  PEIAKTOp 3a
JIOTIOMOTOI0 CIIEHApiiB, 110 J0Ja0Th HOBI (PYHKIIIOHAJIbHI MOXJIUBOCTI 1 €JIE€MEHTHU
MEHIO 10 inTepdeiicy [1].

Unity miarpumye nHactynHi miardpopmu: Windows, OSX, Linux, Android,



WebGL, i0S, BlackBerry, Tizen, Xbox One, Xbox 360, PS3, PS4, PS Vista, Windows
Store, Samsung TV [1].

O0’exT AocaigkeHHs — rpa y xaupi 2D mnatdopmep.

IIpeameT aocaixxeHHs1 - TEXHOJIOTT po3poOKu rpu y )kaHpi 2D mnatdopmep.

Mera poOotu - aHami3 Ta po3poOKa KOMI'IOTEpHOI rpu B xaHpi 2D
iatgopmepa Ha 6a3i irpoBoro pymiig Unity.

BianoBigHo 10 MeTH poOOTH HEOOXITHO BUPIIIUTHA HACTYITHI 3aBIAHHS .

1. Tlpoanani3yBaTu aKTyaJibHI MiXOAH IO CTBOPEHHS BiJICOTPH;

2. BuxonaTu aHaji3 cydyacHHMX 3ac00iB pO3pOOKH KOMIT IOTEPHHUX Irop Ta
JIOCBIJy 1X 3aCTOCYBaHHSI.

3. 3poOuTH TOPIBHUIBHUM aHali3 akTyalbHUX ITPOBUX PYIIiB Ta ix
dbyHKIIIOHATY.

4. Po3pobutu komn'toTepHy rpy B kaHpi 2D matgopmepa Ha 6a3i iIrpoBOro
pyuist Unity.

B nepmiomy po3auti MiCTAThCS 3arajibHi BIJOMOCTI TPO KOMIT FOTEPHI ITPH Ta iX
*aHpoBy Kiacupikaniro. Kpim 1poro, Oyino mpoaHani30BaHO OCHOBHI IEpeBaru Ta
M1JICYMOBAHO HEJOJIIKHM ICHYIOUHX Cy4aCHUX MTPOTOTHIIIB.

Jpyruii po3ain MICTUTh Y cO01 OITUC BUOPAHOTO JKaHPY MPOEKTY, & TAKOXK aHaNI3
ICHYIOYMX METOMAIB 1 (PyHKITIOHAIy pO3pOOKH 1rop, Ta OOIPYHTYyBaHHS BHUOPAHOTO
irpoBoro pymis ais po3poOku. Kpim 1p0ro Oysio OmMcaHO TMOBHUM aJITOPUTM
CTBOPEHHSI TpH, MPOAHATI30BaHO MOTEHLIMHY ayAMTOPII0 TPaBIiB Ta 3arajibHy
aKTyaJbHICTh MIPOEKTY, a TAKOXK CPOPMYIIHOBAHO METY PO3pOOKH Ta (PyHKITIOHAT T'PH,
SKOMY BOHA MTOBHUHHA JOTpUMYyBaTHCs. [IpoBeieHo MOeTIOBaHHS TPH.

VY TperboMy po3AiNl omMcaHa MOBHA MOETANHA peami3anis npoekty. Cnepiry
OyJ0 BU3HAYEHO OCHOBHI MOHSTTSI CTOCOBHO BI3yaJIbHOI CKJIaJI0OBOI MPOEKTY, a MOTIM
OMKMCAHO OCHOBHI rpa(iuyHl KOMIOHEHTH Ta €JIEMEHTHU SIKI BUKOPUCTOBYBAJIUCH MpHU
po3pobiti rpu. KpiMm 1mporo Oyio [eTadbHO ONHMCAHO KOXKEH eTam pPOo3poOKH 3
JOKJIATHUM OTHCOM KOKHOTO BKJIMBOTO METOJY Ta KJIacy, SIKWi BUKOPUCTOBYBABCS
IpU HamMCcaHHiI Koy. Takosx OyJio OMMCaHo CTBOPEHHS MEHIO MTOYATKY Ta 3aBEPIICHHS

rpu. OmMcaHo IHCTPYKII0O KOpUCTyBaya, ab0 MOTEHINIWHOTO TpaBms. JlokimagHO



OINMCAHO KOXEH KPOK, KMl MIOBUHCH BUKOHATH TPaBellb, @ TAKOXK KOXKEH CJIEMEHT
iHTepdeiicy. Onucana 0oiioBa cucTeMa, METa, YMOBH JJISI IEPEMOTH YU TIPOTPAIy, Ta

po0o0Ta 3 MEHIO MMOYAaTKOM 1 KIHILIEM TPH.



PO3LI 1. TOCJIIIKEHHS KJACH®IKAIIIA TA AHAJII3 ICHYIOUHNX
PO3POBOK KOMII'IOTEPHUX IT'OP

1.1. Anaui3 Ta kiaacudikaiiss KoM’ TepHUX irop

Komm’rotepHa rpa — 1€ mNporpamMHud MPOAYKT, IO IMITYE B3a€EMO/IIIO
KOpHCTyBauya 3 BIPTyaJbHUM CEpEIOBHUINEM 3a MEBHUMH MpaBWiIaMH. B3aemomis
3MIMCHIOETBCS 3a JIOTIOMOTOI0 BBEICHHS JaHMX 4epe3 mnepudepiiiHi MpucTpoi
(knmaBiaTypa, MUIIIA, TEMMIIA]] TOIO), a Bi3yasisallisl irpOBOro MpoIecy BiI0yBa€ThCs
Ha ekpaHi auciuies. Komm’totepHi irpu MoxXyTh OyTH SIK 1HAMBIAyadbHUMH, TaK 1
0araToKOpHUCTYBAIlbKUMU, NTepe10avaroun B3aEMO/III0 TPaBIliB B MEPEXKI.

[cHYIOTh pI3HOMAHITHI TIAXOAW A0 Kiacu@ikamii KoM IOTEpHHUX 1rop. 3a
KAHPOM ITpU MOJUISIIOTH HA POJIEBl, CTpPATEriuHi, IIyTEPHU, CUMYJSATOPU TOIIO. 3a
wiatgopmoro — Ha [TK-irpu, KOHCOJIBHI irpy, MOOUIBHI iTpH. 32 BIKOBOIO KAaTErOPI€I0
— Ha Irpu JJIs JITEeH, MJIITKIB Ta AOpociuX. BaxkmuBum kpurtepiem kinacudikarii €
TaKOX MeXaHiKa rpu, ToOTO Habip MpaBuJI Ta M, JOCTYITHUX IPaBIIEBI.

Komm’toTepHi irpy 4acTo yeprnaroTh HATXHEHHS 3 IHIIMX BHUJIB MUCTEITBA,
TaKMX SIK JITeparypa, KiHO, My3uKa. IrpoBi CIO)KETH MOXYTbh OyTH 3aCHOBaHI Ha
JmiTepaTypHUX TBOpax abo QuipbMax, a IrpoBi CBITH MOXYTb OYTH JETaJbHO
MpOMpalboBaHl HAa OCHOBI ICHYIOYMX Miosorid Ta KyibTyp. BogHouac, ycmimiHi
KOMIT FOTEPH1 IrPH MOXYTh CTaTH OCHOBOIO ISl CTBOPEHHS HOBUX TBOPIB MUCTEIITBA,
TaKUX SK KHUTU, QUIbMU, MyJIbTQUIBMH, My3udHi Kommosuiii. [leli B3aemMo3B’s130K
CBITYUTH PO T€, 10 KOMIT FOTEPHI ITPH € HEB1’ EMHOIO YACTUHOIO Cy4acHOI KYJbTYPH.

Komm'toTrepni irpu BiairparoTb Bce€ OUIBII 3HAYYILy pPOJb y CY4acHOMY
CyCHUIbCTBI, BHUXOASYM 3a pPaMKU pO3BaKalbHOI (yHKIi. BoHM akTUBHO
BUKOPUCTOBYIOTHCA B OCBITHBOMY MPOLECI Ta HAYKOBUX JOCHIKEHHAX. CreriaibHo
pO3p0o0JIeHI HaBYaIbHI ITpH JO3BOJSIOTH €()EKTUBHO 3aCBOIOBATH HOBI 3HAHHS Ta
HAaBUYKH, & IrPOBI INIATPOPMU MOXKYTh CIYTyBaTH 1HCTPYMEHTOM [IJIsl MPOBEICHHS
€KCIIEPUMEHTIB Ta 300py JaHUX.

[TonynapHiCTh KOMI'IOTEPHUX 1TOp MpHU3BENa A0 BUHUKHEHHS KiOepcrnopTy —
3MaraHnb 3 BIJIE€OITOp, SKI 3a MacluTabOM Ta OpraHi3ali€l0 He MOCTYNalThCs

TPaJAUIIITHIM CIIOPTHUBHUM 3MaraHHsM. BusHaHHS KiOepcrmopTy K OQIIIHHOTO BUTY
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CHOPTY B JE€AKMX KpaiHaX CBIAYWUTH MPO 3POCTAHHS HOro MPECTUXKY Ta COLIAIbHOI
3HAYYMIOCTI.

Tennenuis no reiimigikailii — BOPOBAIKEHHs ITPOBUX €JIEMEHTIB Y HEIrpoBi
porpaMu — € 1€ OJJHUM CBIJYEHHSM BIUIMBY KOMII'FOTEPHHMX 1rop Ha pi3Hi chepu
KUTTS. [efimidikaiist 703BOJIsE MIABUIINTU 3aTyYCHICTh KOPUCTYBadiB, MOTHBALIIIO
710 HaBYaHHsI Ta NPOAYKTUBHICTb Iparli.

Takum yMHOM, KOMIT'IOTEpHI IrpU TPAaHCHOPMYIOTHCS 3 PO3Baru B MOTYKHUU
IHCTpYMEHT, IKMi1 BUKOPHCTOBY€EThCS B OCBITi, Haylli, 6i3Heci Ta iHmux cdepax. xmiit
BILJIUB HA CYCHIJIBCTBO € OaraTorpaHHUM 1 MPOAOBKYeE 3poctatu. OdimiiiHe BU3HAHHS
KOMIT'FOTEPHHX Irop K BUIY MHCTELTBA Ta CIIOPTY MIATBEPIKYE iXHIO KyJIbTYpHY Ta
COIllaJIbHY 3HAYUMICTb.

He3Bakatoun Ha 3HAYHUN IpOrpec y Taimy3i po3poOKH KOMI'FOTEPHUX 1rop,
npoOsjemMa iXHbOI Kiacuikalii 3aJIMIIAETHCA AKTyaJdbHOIO. BIJICYyTHICTH YITKO
BU3HAYEHUX 1 YHIBEPCAIbHO MPUMHATUX KPUTEPIiB NPU3BOAUTH A0 HEOJHO3HAYHOIO
BIJIHECEHHSI 1rop JI0 TMEBHUX JKAaHPIB Ta PO30OLKHOCTEW Yy KiacuQikalisx,
MPEICTABICHNUX Y PI3HUX JDKEpeEax.

OnHuM 3 HAWMOMIMPEHIUX MIAXOAIB 10 Kiacudikaiii KOMI'IOTEpHUX 1rop €
aHadl3 JOMIHYIOYMX [Iid, SKI BHUKOHY€ IpaBelb. 3a I[UM KpPUTEPIEM IrpU MOXKHA
PO3IUTMTH Ha TPU OCHOBHI KaTeropii:

lepu xonmponio: XapakTepu3yrThCI HEOOXITHICTIO YIPABIIHHS BIPTyaIbHUM
CBITOM, OYy/IIBHUIITBA, CTPATET1YHOIO MJIAHYBaHHS Ta IPUUHSTTS PILLIEHb.

lepu 0ii: opieHTOBaHI Ha aKTHBHI Jii TpaBIls, Takl sIK Oir, cTpUOKH, CTpiiIbOa,
pykomnariHi 00i.

lepu inghopmayii: nependavaroTh 30ip, 00POOKY Ta BUKOpUCTaHHS 1H(OpMaIii
1T TOCATHEHHS MOCTaBJICHOI METH.

Jns  Oinbln  jmetanbHOi  Kiacu@ikaiii  KOMITIOTEPHUX  irop  JAOLUIBHO
BUKOPHCTOBYBATH aHaji3 relMIUIeHHUX eneMeHTiB. byno BuaineHo 15 ocHoBHHX
€JIEMEHTIB, SIKI MOXYThb OYyTHM MPUCYTHI B pI3HMX KOMOIHAIISIX B PI3HUX Irpax:

HABYaHHS, 3araJIKu, CIUIKYBaHHS, POJib, BUBUCHHS, 30MpaHHs, YXUJICHHS, 3HUILCHHSI,

11



3MaraHHs, Te€XHIKa, TypOOTa, pPO3BUTOK, KOHTpPOJb, TaKTHKa, IJjaHyBaHHS. KoxeH

KaHP XapaKTePU3YEThCS TIEPeBAKAHHSIM NIEBHUX eIeMeHTIB (Tabmurs 1.1).

Tabmums 1.1
Knacudikanis komn'iorepHux irop
OcHoBHi . . .
. N " . Tunosi Hpuxkaagu | lpuxkiaagu PiBenn iasoBa
Kareropisi | refimmieiini . . . . .
MeXaHiKku JKaHPiB irop CKJIAJTHOCTI |ayIuTOPist
eJJeMeHTH
Auwnaiis Jloriuhi irpu
Y [Taznm, PH, Portal, The
Irpu cTpareris, TOJIOBOJIOMKH, - . | lupoka
iHdopmMmarii| po3B'ss3aHHS TOTOBOOMKH, TEKCTOBI Witness, Bucowuit ayIuTopis
KBECTH Myst
3a1a4 KBECTHU
) CrpinaHuHa, Doom,
Peaxuis, 1P [yTepn, . .
: oir, cTpuOKH, Mario, Cepenniii-
Irpu aii IIBUJIKICTb, . | mmardopmepwu, . | Monoas
P —— pyKOTAITHUI (aifrusrn Street BUCOKHUI
oiif Fighter
Crpareris B
[TnanyBaHHs, p StarCraft,
) peajibHOMY RTS, 4X, . . .
Irpu OyIiBHUIITBO, . . Civilization, . |HdocBigueni
i qaci, CTpaTerisi | CUMYJIATOPH e Bucoxknit .
KOHTPOJIIO | YIPaBJIiHHS . ) Cities: rpaBIli
110 4ep3l, OyIIBHULITBA .
pecypcamu Skylines
CUMYJISITOPH

Iepu inghopmauii xapakTepu3yrOTHCS TPIOPUTETOM KOTHITUBHUX KOMIIOHEHTIB
HaJ (p13uyHUMU JisiMu rpaBusg. OTpuMaHHs, 00poOKa Ta BUKOPUCTaHHS 1HPopMaLii €
KIJIFOUOBMMU aCTIEKTaMU TedMILICI0 B TaKUX irpax. Xoua B JESKUX BUIAJAKAX MOXYTh
OyTH TPHUCYTHI €JEMEHTH IUIAHYBaHHS Ta JUHAMIKHM, caMme i1H(popmallisi BUCTYyMae
OCHOBHUM pYIIIIEM irpOBOTO Mpolecy. THUMOBHM MPEICTaBHUKOM IIHOTO KAHPY €
ponboBi irpu (RPQG), siki 3aHYpIOIOTH T'paBIlsl B JIE€TAIBLHO MPOIPAIbOBAHUN ITPOBHIA
CBIT, I03BOJIAIOYM HOMY NMPUKUMATH PIILIEHHS], PO3BUBATH MIEPCOHAXKA TA B3AEMOJISATH 3
OTOYEHHSIM.

Izpu 0ii hokycyroThcs Ha (DI3UYHIM aKTMBHOCTI I'paBIs Ta MOTro peakiiii Ha
30BHIIIHI MOAPA3HUKHU. ['0JIOBHOIO METOI0 € BUKOHAHHS MEBHUX JIH y TUHAMIYHOMY
cepenoBuilll. TUMOBUM TIPEICTaBHUKOM IILOTO KaHPY € eKIIeHu (action games), siKi
BHMAraroTh BiJ] IPaBIs IIBUAKUX pedIeKCiB Ta KoopauHalii pyxiB. Came B irpax 1boro
KAHPY YacTO TPOBOMATHCA 3MaraHHs, OCKIJIBKM BOHH JO3BOJSIOTH MOPIBHITH
IIBUIKICTh PEAKIIil Ta BMIHHS TPAaBIIiB.

Izpu Kommponto Opi€HTOBaHI Ha CTpaTeriyHe TUIAHYBaHHS Ta YIPABIIIHHSA
pecypcamu. ['paBIli B Takux irpax mpuiMarOTh PIIIEHHS, K1 BIUTMBAIOTH HA PO3BUTOK

cuTyarlii B irpoBomy cBiTi. Jlo 1IbOTO >KaHPY HaJeKaTh CTpaTErii B peaJbHOMY Haci
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(RTS), rnobansHi cTpaterii (4X), eKOHOMIYHI CUMYJISITOPHU Ta 1HIII. ['0JIOBHOIO METOIO
B TaKWX Irpax € JOCATHEHHS MepeBard HaJ CyMepHUKaMu ab0 TOCSTHEHHS TEBHUX
1N MUITXOM €()EKTUBHOTO BUKOPHUCTAHHSI IOCTYITHUX PECYPCIB.

Komn'totepHi irpu Mo)kHa Kiaacu(ikyBaTH 3a pi3HUMH KPUTEPISIMH, OJHUM 3
AKUX € KIJTbKICTh YYaCHHKIB. 3a 11€10 03HAKOIO BUJLISIOTH JIBA OCHOBHUX THIIH 1TOP:
OJIMHOYHI Ta MYJIbTUILICEPHI.

OnuHouHI 1rpu nepeadadaroTh y4acTh JIMILE OJHOTO TpaBis. B Takux irpax
POJIb OTIOHEHTIB 3a3BUYail BUKOHYE IITYYHUH 1HTEJIEKT. MeTa rpaBIis MOXKE MOJISTaTH
B IIPOXOJDKEHHI CIOXKETHOI JIIHI1, HAKOMIMYEHHI PECypcCiB, PO3BUTKY IEpCOHaXKa abo
KOMO1HAIIT [INX L1JICH.

MynbTUIiieepHi 1rpd  JO3BOJSIOTH OJHOYACHO TPaTU KUIBKOM TPaBISIM.
3anekHo BiJi COcO0y opraHizaiii MyJbTHIUIEEPY, ITPU MOKHA TOJIJIUTH Ha TakKl
KaTeropii:

e MynbTUILUIEEp HA OJHOMY KOMI'IOTEpI: JEKUIbKa TpaBIiB TpalOTh Ha
OJIHOMY MPHUCTPOi, BAKOPUCTOBYIOUHU Pi3HI KOHTPOJIEPH.

e MynbrumuieepHi oddraaliH-irpu: rpaBill 3'€IHYIOTbCS MK CO00I0 3a
JOTIOMOT 010 JIOKAJIbHOT MEPEXKI.

e Macosi onnaiiH-irpy (MMO): Benuka KUIBKICTh T'paBLIB OJHOYACHO
B32€EMO/II€ B 3arajiIbHOMY BIpTyaJlbHOMY CBITI.

OcTaHHIM YaCOM CHOCTEPIraeThCs TEHACHINIS 10 KOMOIHYBaHHS OJJTUHOYHOTO Ta
MYJIBTUILICEPHOTO PEXKUMIB B OHIH Tpi. L{e 703B0IIsIE 3a10BOIBHUTH TTOTPEOU PI3HUX
KaTeropiil rpaBLiB Ta MPOAOBXKUTU IHTEPEC A0 T'PU MICHIS MPOXOKEHHS OCHOBHOI
CIOKETHOT JIiHi].

OmHuM 3 KJIFOYOBHUX KpUTEpIiB Kiacudikallii KOMIT'IOTEPHHUX ITOp € Bi3yallbHE
IpeACTaBJICHHS ITPOBOTO CBITY. 3a II€I0 O3HAKOK ITPH MOKHA TOAUIMTH Ha Taki
KaTeropii:

Texcmogi izpu. XapakTepu3ylOThCs MIHIMAJIbHUM BUKOPUCTAHHSIM TpadiyHuX
eleMeHTIB. B3aeMonis 3 rpaBiieM BiOyBaeThCs MEPEBAKHO 33 JIOMIOMOTOIO TEKCTY.
Taxi irpu Oynu OMyJISSPHUMU Ha PaHHIX eTarnmax po3BUTKY KOMM'TOTEPHUX irop 1 J0ci

MaloTh CBOiX MPUXUIIbHUKIB.
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Jleoeumipni izpu (2D). Yci enemMeHTH IrpOBOT0 CBITY MPECTABIICH] Y BUTIISAL
MI0CKUX 300pakeHsb. Lleit popmaT mo3BoJIsiE CTBOPIOBATH CTHIT30BaHy rpadiky Ta €
BIJIHOCHO HEBUOATIIUBUM 3 TOYKH 30py OOUHCIIIOBATBHUX PECYPCIB.

Tpueumipni izpu (3D). 3abe3neuyioTh OUIBLI pEATICTUYHE Ta JETalli30BaHEe
300pak€HHSI ITPOBOTO CBITY. BukopucTaHHS TpUBUMIPHOI Tpadikd 103BOJISIE
CTBOPIOBATH CKJIaJHI 1HTEPAKTUBHI CEPEJIOBHINA Ta 3a0e3MeuyBaTH BUCOKUM PiBEHb
3aHYypEHHS TPaBIIsl.

[Ticas anamizy icHyrO4YMX Kiacudikaniid KOMO'IOTEPHUX 1rop OyJ0 NMpUKUHATO
pIIIEHHS pO3pOOUTH ABOBUMIPHY I'py B skaHpi muatdgopmep. Lleit Bubip o0ymMoBIeHUM
KUIbKOMa (akTopamu. Irpu xaHpy miatopmep MaroTh BITHOCHO MPOCTY 1 3p03yMLITY
MEXaHiKy, 110 J103BoJIsie chOKYCyBaTUCS Ha po3poOlll IIKAaBOTO irpOBOTO MPOIIECY, a
HE Ha CKJIaJAHUX anroputMax. Po3poOka qBOBUMIPHOT I'py 3a3BHYail BUMAarae MEHIINX
pecypciB, HIK po3poOKa TpuBUMIpHOT Ipu. Lle 103BoIIsIE 3aMydUTH MEHIITY KOMaHTy
PO3pOOHMKIB Ta CKOPOTHTH 4ac po3poOku. Ilnardopmepu € momynsspHUM KaHpPOM
cepejl rpaBIliB Pi3HOIO BIKY, 1110 3a0€3Ieuy€e MOTEHIINHY ay IUTOPit0 JJIsl pO3pO0IeHOT
TPH.

1.2. Anani3 :kanpy niaargopmepin

[Inarpopmepn € oaHMM 3 HAWAABHIIIMX 1 HAUNOMYJIAPHIIIUX >KaHPIB
KOMITFOTEPHUX 1TOp, IO XapaKTEpU3YIOThCS aKIIEHTOM Ha (Pi3nyHiN B3aeMOI1i rpaBIls
3 irpoBuM cepenoBuiieM. OCHOBHMM €JIEMEHTOM TelMIUIel0 IardopMepiB €
BUKOHAHHS aKpOOATUYHUX TPIOKIB, TAKUX SIK CTPUOKHU, EPECTPUOYyBaHHS MEPEIIKO/
Ta MaHINyJAIii 3 eneMentamu danamadry. Lel sxanp BU3HAYAETHCS HEOOX1THICTIO
TOYHOTO KOHTPOJIIO HaJl pyXaMHy MepcoHaka B JUHAMIYHOMY JIBO- 200 TPUBUMIPHOMY
MPOCTOPI.

TunmoBum nst mnargopmepiB € MPUCYTHICTh KOJEKIIMHUX TMPEAMETIB, SKi
MOXYTh HaJaBaTH TMEPCOHAXY I0JIaTKOBI 3M10HOCTI ab0 BIAKPUBATH HOBI PIBHI.
Mexanika 300py MpeaMETIB HEPIIKO MOB'sI3aHa 3 JOCHIKEHHSM ITPOBOTO CBITY. B
KJIACMYHUX Tu1aTgopMepax 301p mpeaAMETIB 3a3BUUAM 3/IIMCHIOBABCS MPOCTUM JIOTHKOM
70 HUX, MPOTE CyyacHl Irpu MPOMOHYIOTH OUIbII CKJIaAHI MeXaHiKu 300py, LIO0

BHMAararoTh BiJl TPaBIlsl BUKOHAHHS MIEBHUX J1i1 400 po3rayBaHHs TOJIOBOJIOMOK.
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[IpoTuBHMKHK B miatdopmepax, sIK MPaBUIIO, MalOTh OOMEXEHUM Habip id 1
YaCTO He BiAPi3HAIOTHECA BUCOKMM PiBHEM IITYYHOIO iHTEJIEKTY. [XHs 0cHOBHA (DyHKIIis
— CTBOPIOBATH TEPENIKOAN IS TPABIlM Ta YpI3HOMaHITHIOBaTH Trermiuieid. OqHak, B
CydacHHX IiaTdopMepax MOXKHA 3yCTPITH O1IBII CKJIaJHUX MPOTUBHUKIB, SIK1 3/1aTHI
a/IaliTyBaTUCS /10 /i TpaBIs Ta BUKOPUCTOBYBATH PI3HOMAHITHI TAKTHKHU.

OpHuM 3 KJITIOYOBUX €JIEMEHTIB TeHMIUICIO B IIaThopMepax € B3aEMOJIs rpaBlis
3 BOPOXKUMH CYyTHOCTSIMU. KOH(ITIKT 3 NpOTUBHUKAMU 3a3BUYail IPU3BOAUTH /10 BTPaTH
OYOK 37I0pOB'ss a00 cMepTi mepcoHaxka. [loBemiHka BOpPOTIB MOXE BapilOBaTUCS Bill
MIACUBHOTO MepeciliTyBaHHs 10 aKTUBHO1 araku. [{eski MpOTUBHUKHY 3/1aTH1 3MIHIOBATH
CBOIO MOBEAIHKY 3aJICKHO BiJI 1M rpaBliisi a00 CTaHy HABKOJHUIIHBOTO CEPEIOBUIIIA.

J11st mo/10N1aHHs TPOTUBHUKIB TpaBlli BUKOPHUCTOBYIOTh PI3HOMAaHITHI 30poto Ta
npuiioMmu. B kiacuunmx miargopmepax 0CHOBHUM CITOcoO60oM 00poThOu Oyino ¢i3uune
3HUIIIEHHS BOPOTIB NUISIXOM CTpUOKIB Ha HuX. CyyacHi miaropMepu MPONOHYIOTh
OUTBbII MMPOKUN apceHan 3aco0iB s OOpOTHOM 3 MPOTHBHHUKAMH, BKIIOYAIOUU
BOTHENaJIbHY 30pOI0, XOJOHY 30pOk0, Marito Ta IHIII crenlaibHl 3110HOCTI.

PiBHeBuii nu3aiiH muaTgopMiB mependadae CTBOPEHHSA CKIAJHUX 1 IIKaBUX
MapuIpyTiB g MPOXOMKeHHA. Jlisi ypi3HOMaHITHEHHS TeHMIUICI0 PO3POOHUKHU
BUKOPHUCTOBYIOTh PI3HOMAaHITHI €JIEMEHTH PIBHEBOIO AU3alHY, TaK1 SIK:

1) IlpuxoBaHi MPOXOAU: CXOBaHI IUISXH, IO JIO3BOJISIOTH TPABIIEB1 3HAUTH
CEeKpeTH1 KIMHATH a00 001MTH CKJIaaH1 JUISTHKH PIBHS.

2) KonexuiifHi npeaMeTu: NpeaMeTH, po3KUAaHl MO PIBHIO, K HEOOX1IHO
310patu JJIg JTOCSTHEHHS TEBHUX IJIeH ab0 OTpUMaHHS JOJAaTKOBUX
MOXKJIMBOCTEH.

3) [MacTku Ta HEOE3MEKU: €IEMEHTH, 110 CTBOPIOIOTH JOJATKOBI TPYIHOILI
JUIS TPABIlS 1 BEMAraroTh BiJl HHOTO 0OEPEKHOCTI Ta MBHIKOCTI PEaKIii.

[TnaTtdopmepn 4acTo BIAPI3HAIOTHCA SICKPABUM 1 CTUJII30BaHUM Bi3yaJbHUM
opopmieHHsM. Bukopucranus manboBaHOi rpadiku, aHiMaIlii Ta 3BYKOBUX €(EKTiB

JI03BOJISIE CTBOPUTH YHIKaJIbHY aTMoc(epy 1 3aHYpPUTH TPaBLsl B IrPOBUH CBIT.
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[lepconaxi B muardopMepax MOXYTb OyTH SK TUIIOBUMH TPEACTAaBHUKAMHU
pi3HUX KaHpIB PeHTe31 (enbu, OpKHU, APAKOHH), TAK 1 OPUTTHATIBHUMU aBTOPCHKUMU
nepcoHakamu. Bubip nepcoHaxa 3a1eKuTh BiJ] TEMaTUKU TPH Ta 11 CIOXKETY.

Kanp mmardopmepiB 3apoauBcs Ha rmovarky 1980-X pokiB 1 3 TOTo 4acy 3a3HaB
3Ha4HMX 3MiH. Cepes moHepCehbKuX poOIT y Iii ramy3i MmoxHa BuaimTH irpu "Pitfall”
ta "Super Mario Bros". Came 111 NpPOEKTH 3aKkjadu (yHIAMEHT JJis IOJAJbIIOr0
PO3BUTKY KaHpPY, BU3HAYMBIIM HOr0 OCHOBHI MeXaHiku Ta ecteTuky. "Pitfall" BBiB
TOPU30HTAJIBHUM CKPOJIIHT, SKUIl CTaB CTaHJAPTOM JJIsl OLTBIIOCTI IIAaTPOpMeEpIB, TOI
gk "Super Mario Bros" nponemMoHCTpyBaB MOTEHITIAM KaHPY AJII CTBOPEHHS CKJIaIHUX
1 pI3HOMaHITHUX ITPOBUX CBITIB.

3 PpO3BUTKOM TEXHOJOTIM miaaTpopMu CTaldu OUIBII CKJIAJHUMH Ta
netanizoBanuMu. CyyacHl 1IaThopMepu BUKOPUCTOBYIOTH TOTYKHI TpadiuHi
JBUKKH, 10 J03BOJISIIOTh CTBOPIOBATH PEAICTUYHI Bi3yalibHI €(PEKTU Ta JWHAMIYHI
irpoBi CBITH. /[ MOJanbIIOro aHamizy pO3MISHEMO KUIbKAa MPUKIIAIIB Cy4acHHX
mar@opmepiB, SAKI JEMOHCTPYIOTh PIZHOMAHITHICTh MIAXOMIB JI0 JAW3aiiHy Ta
TeUMILIEIO:

Dead Cells. 111 rpa moenHye B co0l eleMeHTH pojeBoi rpu Ta roguelike,
MPOTIOHYIOUM TPOIEAYPHO TE€HEpPOBaHI PIiBHI Ta TMOCTIMHO 3MiHIOBaHI YMOBHU
IPOXOPKEHHS.

Cuphead. Bupi3HS€TbCS YyHIKQJIbHUM pPYyYHHUM MAJIOHKOM 1 CKJIaQJHUMHU
0OMOBUMH MEXaHIKaMHM, 10 HaraayroTh KIACU4HI MYJIbT(HUIbMHU.

Mark of the Ninja. lle nBoBuMipHuii iaropmep, kUil PoKyCyeThCsl Ha CTENC]
Ta TAKTUYHOMY MTPOXO/’KEHHI PiBHIB.

Starbound. lle nBoBHMIpHA MICOYHHUIS 3 e€JeMEHTaMu IuiaTdpopMepa, sKa
JI03BOJISIE TPABIIEB1 JOCIIKYBAaTH BEIMYE3HUN KOCMOC 1 CTBOPIOBATH CBIi BIIACHHIA
CBIT.

AHani3 nux irop J03BOJISI€E BUSBUTH CyYacHI TEHJEHINI B PO3BUTKY >KaHPY
atopmepiB, Taki K BUKOPUCTAHHS MPOLEAYPHOI reHepallii, aklIeHT Ha CIOXKETI Ta

NEPCOHAXKAX, & TAKOXK EKCIIEPUMEHTH 3 PI3HUMU KaHPOBUMH T1OpUIAMHU.
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1.2.1. Dead Cells

Dead Cells — e iHHOBalIliHa KOMITIOTEpHA T'Pa, KA MOEAHYE B COO1 €IEeMEHTH
xaHpiB roguelike ta mardopmep [1]. Pospobnena dpaniy3skoro crymiero Motion
Twin, rpa Oyna BumNylleHa [Js LIMPOKOTO CHEKTPY MIaTdhopM, BKIIOYAIOUU
NepCcOHaIbHI KOMI'IOTEpH Ta irpoOBi KOHCOI.

KitouoBoro ocobnuBicTio Dead Cells € mpouenypHa renepaiiisi piBHIB, L0
3a0be31euye BUCOKHM piBeHb perpadbiibHOCTI. KoykHE MpOXOKEHHSI TP € YHIKAJIIbHUM
3aBJISIKH BUIIaJKOBOMY PO3TAIllyBaHHIO BOPOTIB, TPEIMETIB Ta €IEMEHTIB JIaHIIaTYy.
Lle no3BoJisie TpaBIEBl AOCIIKYBATA HOBI IUIAXU Ta CTUKATHCS 3 HECIOIBAHUMHU
BUKJIMKAMH Ha KO)KHOMY €TaIli MpOXOIKEHHSI.

MexaHnika cMepTi Ta BIAPOMKEHHs, XapakrtepHa st roguelike-irop, Takox €
BaxauBuM enemeHToMm revimruiero Dead Cells. Ilicns cmepTi mepcoHaka rpaBellb
MOYMHAE HOBE TPOXOMKEHHS, 30epirarou JUIIe YaCTHHY CBOIX JOCSITHEHb. Takwuii
OiAX1J CTUMYJIOE TpaBUsd JO TMOCTIHHOTO BIOCKOHAJEHHS CBOiX HAaBUYOK Ta
€KCIIEPUMEHTYBAaHHS 3 PI3HUMHU KOMO1HAI[IsIMU 30pOi Ta €KIIIPOBKHU.

Dead Cells mnpomonye rpaBlieBi HETIHIMHMI TeWMIUICH, 3aCHOBAHUM Ha
JTOCIPKCHH] TMPOIEAYPHO 3TeHEpPOBaHUX IIia3eMelb. [Ipolec NpoXoKeHHS Tpu
MoJisira€ B TMOCTIMHOMY pycCl BHepes, MOAOJIaHHI YUCIECHHUX TMEPEIIKoj, OUTBax 3
PI3HOMaHITHUMU BOporamMu Ta 300pi IHHUX pecypciB. Cucrema mporeaypHOi
re’epaiiii 3a0e3neuye BUCOKUM piBEHb PErpadiIbHOCTI, OCKUTBKH KOKHE MPOXOKEHHS
I'PU € YHIKAJbHUM.

KitouoBy posb B reriMIniei Bijiirpae cucrema 30poi Ta ekinipoBku. [ paBeins mae
MOXKJIMBICTh OTHOYACHO BUKOPHCTOBYBATH KUJIbKa BUI1B 30p0i, KOJKHA 3 SIKUX MA€ CBOi
VHIKaJIbHI XapaKTEpUCTUKUA Ta OCOOJMBOCTI 3aCTOCYBaHHS. BumankoBa reHeparis
XapaKTePUCTUK 30p0i Ta MPEIMETIB JI0/Ia€ €IEMEHT HeTepea0aqyBaHOCT1 Ta CIIOHYKAE
IPaBI 10 €KCIIEPUMEHTIB 3 PI3HUMHU KOMOIHALISIMU O0JIaTHAHHS.

Opniero 3 Bigminaux puc Dead Cells € Bucokuii piBeHb ckiagHocTi. [pa
nependaydae 4acTi CMepTI NEPCOHAXKA, 1110 3MYIIY€ T'PaBIs OCTIHO BUMTHUCS HA CBOIX

NOMMJIKAX Ta aJaNnTyBaTUCS J0 MIHJIMBUX YMOB IFPOBOTO CBITY. MexaHika CMEpTI Ta
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BIJIDOJIDKEHHSI, XapakTepHa 1 roguelike-irop, momae Tpi A0AaTKOBY DIMOMHY Ta
CTUMYITIOE JI0 TOBTOPHUX MPOXOIKEHb.

Dead Cells orpumana BUCOKI OI[IHKHY BiJf KPUTHKIB Ta TPaBIIiB 3aBISKH BIAIOMY
MOETHAHHIO €JIEMEHTIB PI3HUX >KaHPIB, 1HTYITHBHO 3pO3YMIJIOMY KEpPYBaHHIO Ta
BHCOKIHN AKOCTI rpadiku Ta 3ByKy. ['pa cTanma ogHUM 3 HAMSICKPABIIIKUX NPEACTABHUKIB
x)aHpy roguelike-mtaropmepiB 1 crpaBwiia 3HAUHHWM BIUIMB Ha PO3BUTOK IrPOBOT

THIYCTPii.

Blueprint acquired:

@8 Holy Water

B

2287/228100%)

Puc. 1.1. 3nimok expana 3 rpu Dead Cells

1.2.2. Cuphead

Cuphead — 11e iHTEpaKTUBHE MUCTEIIbKE TBOPIHHS, 1[0 TIOEIHYE B COO1 €IIEMEHTU
xaHpiB matdopmep Ta shoot 'em up. Pozpobiiena kanaacwkoro cryaiero StudioMDHR
Entertainment, rpa BiJ3Ha4a€ThCsl YHIKATbHUM BI3yaJIbHUM CTUJIEM, SIKHU € JAaHUHOIO
KJIaCUIHUM MYJIbTh1iIeMaM 1930-x pokiB. 3a TOMOMOTOI0 Cy4acHOTO IrPOBOTO PYIIIis
Unity TBOpII JOCSTIIM Bpa)Karo4yoi Bi3yaJIbHOI CXOKOCTI 3 pOOOTaAMM TAKUX aHIMATOPIB
sk Yot J{icHel, BIATBOPIOIOYN XapaKTepH1 PUCH PYyUHOT aHIMaIlii, akBapeIbHUX (DOHIB
Ta J)Ka30BOTO CAyHITPEKY.

CroxeT Tpu 00epTaeThCsi HABKOJIO MpUroau romoBHoro reposi, Cuphead — me
XJIOITYHMK 3 YAIIKOKO 3aMiCTh TOJIOBH, IIIO 33 JOTIOMOTOI0 ITOCTPIIiB 13 Iajblla 00pEThCs
3 BOpOTaMH, SIKHH y pe3y/IbTaTi HEBIAJIOTO Mapi 3 JUSBOJIOM ONMUHSAEThCS y 6oprax. s

noBepHeHHs cBoei Ayl Cuphead mae mpoiitu yepe3 cepiro CKIaJHUX BUIIPOOYBaHb,
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nepeMararodyy pi3HOMaHITHUX OO0CIB, KOXKEH 3 SIKUX Ma€ YHIKaJIbHUN 30BHIIIHIN BUTIIS
Ta cTuib araku. lenimieit Cuphead 3ocepemxenuit Ha AUHAMIYHUX 005X 3 OGocamu,
10 BUMAraroTh BiJl TpaBIs BUCOKOI peakilii Ta 3HaHHS MaTepHIB aTaKk MPOTHBHHUKIB.

Cuphead mpomoHye TpaBIEBI HEJNIHIMHY CTPYKTYypy IrpOBOTO  CBITY,
MPECTaBICHY y BUIVISAI IHTEPAaKTUBHOI MaIli, CTUII30BaHO1 i xaHp action-RPG. 1s
Mara € By3J0BOIO TOUKOIO, 3 SIKOT I'paBellb MOXKE MePEMIIIATUCS MiXK PI3HOMaHITHUMHU
piBHsIMH. HasiBHICTH CEKpETHHMX MPOXOJIB Ta MarasuHy, B sSIKOMYy MOXXHA IpHUI0aTH
JOAATKOBI )KUTTS Ta BAOCKOHAJIEHHS, CTUMYJIIO€ TPaBLS /10 ITOBTOPHOTO AOCIIKEHHS
1rPOBOTO CBITY.

boitoBa cucrema Cuphead O0a3yeTbcsi Ha TO€IHAHHI €JIEMEHTIB KaHPIB
wiarpopmep Ta shoot 'em wup. KpiM OCHOBHOI araku, MEpPCOHAX MOXKe
BUKOPHUCTOBYBATH YHIKaJbHY MEXaHIKy MMapupyBaHHs, sSiKa JO3BOJIAE OMy BiOMBATU
CHaps/IM Ta aTaky BOPOTiB. YCHIIIHE NapUpyBaHHS 3allOBHIOE CHEIlabHYy MIKAITY, sIKa
JI03BOJISIE BUKOHYBaTH TIOTY)KHI KOMOiHalli arak abo0 aKTHBYBaTH CIICIlaJIbHI
3110HOCTI.

Oco6nuBy yBary B rpi npujiieHo 00HOBUM cyTH4YKaMm 3 bocamu. KoxkeHn 60c Mae
yHIKaJIbHUN HaOIp aTak Ta BUMarae BijJ TpaBls PO3pOOKH 1HIMBINYyadbHOI TAKTHUKH.
[Ticns mepemorm Haa OOcoM, TpaBellb OTPUMYE JETaNbHY CTAaTUCTHKY CBOTO
MIPOXOIKEHHS, 10 JO03BOJISIE MOMY aHaJi3yBaTH CBOI Jii Ta MparHyTH 10 Kparlux
pE3yIbTaTIB.

Cuphead miaTpumye TOKadIbHUM KOOMEPATUBHUM PEXKUM, IO JTO3BOJISE JTBOM
IPaBIsIM OHOYACHO MPOXOAUTH Tpy. Jpyruii rpasenp kepye nepcoHaxxem Mugman i
J0TIOMarae rojIoBHOMY reporo y 60pots0i 3 Boporamu. KoonepatuBHuii pexxum AoAae
B TPy HOBHUI pIBEHb CKJIAQJHOCTI Ta JIO3BOJISIE TPABISAM CIHUIBHO TOI0JATH

HaWCKJIaHIIT BUTIPOOYBaHHS.

19



Puc. 1.2. 3uimok ekpany 3 rpu Cuphead

1.2.3. Mark of the Ninja

Mark of the Ninja — 1ie ABoBUMIipHUi miiaThopMep 3 eIeMEHTaMU CTEJIC-EKIIHY,
po3pobnenuii kaHajacbkoro crymiero  Klei Entertainment. I'pa Bia3HavyaeThes
BUIIIYKAaHUM Bi3yaJIbHUM CTHJIEM, SIKUM MOETHYE B COO1 TPaIUIIiiiHI IMTOHCHKI MOTHUBH
Ta Cy4acHi rpadiyHi TEXHOJIOTII.

CrokeT Tpu O0OEpTa€EThCA HABKOJO JIOCBIJYEHOTO HIHJI3S, SKUWA TMparHe
MOMCTHUTHCS 3a 3arubenb CBOTO KiIaHy. [OJIOBHHMII Tepoul BiApPI3HAETHCA BUCOKOIO
PYXJMBICTIO Ta PI3HOMAHITHUMHU 1HCTPYMEHTAMH J[UIsi BUKOHAHHS CTEJIC-MICIH.
CrnernianbHe TaTyIOBaHHS, SIKE BIH HOCUTb, HaJla€ HOMY HaJI3BUYAMHUX 3/110HOCTEH, ae
BOJIHOYAC MTOCTYMNOBO PYHHYE MOTO PO3YM.

Mark of the Ninja nponoHye mMOOKUI 1 3aHYPIOIOYUI JTOCBIJl CTEJIC-EKIIIHY,
(boKyCyrounuch Ha O€3IIYMHOMY MPOXOIKEHHI pIBHIB Ta YHHMKHEHHI 3ITKHEHb 3
Boporamu. leiimMruield rpu moOy1I0BaHUN HABKOJIO MEXAHIK CTEJNCY, SIKI BKJIIOYAIOTh Y
ceOe MOXKJTMBICTh XOBaTHCS B TiH1, BAKOPUCTOBYBATH BiJIBOJIIKAHHS Ta 3HEIIKOIKYBaTH
nacTku. [ONOBHUM Tepoil, HIHI3, 030pO€HHI MeyeM HIHA3ATO Ta 0aMOyKOBHMHU
JTPOTUKAMU, 1110 JIO3BOJISIE MOMY €(eKTHBHO JIIKBIyBaTH BOpOTiB a00 BiJBOJIKATH
IXHIO yBary.

OpHi€ro 3 BIIMIHHUX PUC TPU € HASIBHICTh PO3BUHEHOT CUCTEMU MPOKAUuyBaHHS
MEepPCOHAXKA. 32 BAKOHAHHSI PI3HUX JII{, TAKUX SIK YCYHEHHS BOPOT'iB 0€3 BUSBICHHS 200

3HEIIKO/KEHHS MACTOK, TPaBellb OTPUMY€E Oaiu, siKi MOJKHA BUTPATUTH HA BIIKPUTTS
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HOBHIX TMPHUIOMIB, BIOCKOHAJCHHsI 30poi Ta mMpuaOaHHS HOBOTO CHOpsyKeHHS. LIs
CUCTEMA JIO3BOJISIE€ TPABIICB] aIaNTyBaTH CTUIIb TIPOXOKEHHS 0 BJIACHUX YIOI00aHb,
oOMparodY MK arpeCUBHUM Ta O1IBIIT 00SPEIKHUM ITiTXOIOM.

Mark of the Ninja Big3HayaeTbcsl BUIITYKAaHWM Bi3yaJdbHUM CTHUJIEM, SKUN
CTBOpIOE aTMOcepy TaEMHUYOCTI Ta HeOe3neku. J[BoBumipHUI rpadiyHuil qu3aiiH,

netajizoBaHi (oHU Ta ePeKTUBHE BUKOPUCTAHHS CBITJIA 1 TiHI JIO3BOJISSIOTH T'PABIIEBI

MOBHICTIO 3aHYPUTHCS B IrpoBuUi cBIT (puc. 1.3).

SCORE 1T
50?)00 X3 FIRCEN

Puc. 1.3. 3nimok ekpana 3 rpu Mark of the Ninja

1.2.4. Starbound

Starbound — e iHHOBaIIIIiHA KOMIT'IOTEpHA T'pa, SIKa MOEJHYE B cOO1 €IEMEHTH
xaHpiB miardopmep Ta micounuul. Po3pobnena crymiero Chucklefish Games, rpa
IPOIMOHYE TPABISIM HEOOMEXKEHI MOXIMBOCTI IS JOCIHIJDKEHHS TMPOIEAYPHO
3r€HEePOBAHOI0 KOCMOCY. B OCHOBI I'pH JIEKUThH BIACHUM ITPOBUI PyILINA, HAMMCAHUIMA
Ha MOBI nporpamyBaHHsi C++, 10 J03BOJIUIO PO3POOHHUKAM peani3yBaTu TIIUOOKY
CUCTEMY KacTOMI3aIlii Ta MMUPOKUIA CIIEKTP IrPOBUX MOXKIUBOCTEH.

I'paBui MOYMHAIOTH TPy HAa CBOEMY KOCMIYHOMY KOpaOii, SKUW CIYKUTb
MOOUTEHUM 0a30BUM TaOOPOM ISl IOCTIIKEHHST KocMocy. KoxkHa HOBa miiaHeTa, sKy
BIJIBIIy€ TpaBellb, € YHIKAJbHUM CBITOM 31 CBOIMH OCOOJIMBOCTAMM KiiMary, (JiopH,
daynu Ta pecypcamu. [lpomenypra reHepairisi 3a0e3medye BEIUKY PI3HOMAaHITHICTh
TJIAHET, 10 JTO3BOJISIE TPABIIM JIOCIKYBAaTH HOB1 010MU Ta 3yCTpiyaTh HE3BUUAWHUX

ICTOT.
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Starbound — 11e MacmTaOHa MICOYHHMIIS, SIKa MPOIOHYE T'PaBLSIM OE3MEXHI
MO>KJIMBOCTI JUIsl TBOPYOCTI Ta AOCHiKeHH. OIHIEI0 3 KIIFOYOBUX 0COOIUBOCTEN Ipr
€ mMOOKa CHUCTeMa KacToMizallli, 10 J03BOJISE€ TPABIIM CTBOPIOBATH YHIKaJIbHHUX
IepCcOoHaXI1B Ta Oy/lyBaTH BiacH1 CBITH. Bubip pacu Ha moyaTKy rpy BU3HAYa€ HE JIUIIIE
30BHIIIHIN BUIVISA EPCOHAXa, aje i Horo 3110HOCTI, KylIbTypy Ta B3a€MOBITHOCHHU
3 1HImMMMHU pacamMu. Kpim Toro, rpaBellb Ma€ MOXJIUBICTh OyayBaTH pPi3HOMAaHITHI
CIIOPY/IH, CTBOPIOBATH IHCTPYMEHTH Ta 30POI0, @ TAKOK MOAU(DIKYBaTH CB1il KOCMIYHHI
Kopaleb.

[IpouienypHa reHepaiisi € M€ OJHIEI0 BAXKIUBOIO CKIIAJOBOIO TE€HMILICIO
Starbound. Koxna mniaHeTra B rpi € YHIKaJbHOI, OCKUIBKH ii XapaKTEPHUCTHKHU
TeHEepPYIOThCA BUIMAIKOBUM YMHOM. L{e 03Hauae, 1110 Ko’kHa HOBa IJIaHETA, SIKY BIJBIY€E
rpaBellb, IPOMOHYE HOB1 BUKJIMKHU Ta MOMJIUBOCTI JUISl TOCHIPKEHHS. P13HOMaHITHICTb
010MiB, BiJ MyCTENb 1 JUKYHIJIIB IO 3aCHIKEHUX IJIAHET 1 BOAHUX CBITIB, 3a0e3meuye
BHUCOKHI piBeHB perpadinbHOCTi. KpiM Toro, mpolieypHa reHepailisi BIULIMBAa€ HA Taki
aCIEKTHU ITPOBOTO CBITY, SIK:

1) ®nopa 1 ¢dayHa: pi3HOMAHITHICTh POCIMH 1 TBApHH, K1 aJanToOBaHl JI0
YMOB KOHKPETHOI IJIAHETH.

2) Pecypcu: pi3Hl TUOM MaTepiadiB, HEOOXIAHMX Jig OydIBHUIITBA Ta
Kpadry.

3) Iloromni yMOBH: JWHaMIYHI 3MIHHM TIOTOAM, SKI MOXYTh BIUIMBaTH Ha
reiMILIEH.

4) TpaBirarlisi: piBeHb rpaBiTailii MOXe BIJIPI3HATHCS Ha PI3HUX TUIAHETAaX,
10 BUMArae BiJi rpaBlisl aanTalii 70 HOBUX YMOB.

[Toeqnannss mMOOKOT KacToMmizallli Ta MPOIEAYpPHOi TeHepalli J03BOJsie
TPaBIsIM CTBOPIOBATH BIIACHI 1CTOPIi B 0€3MEKHOMY KOCMIYHOMY TIpocTopi. Starbound
MPOMOHYE TPABISIM HE JIMIIE JOCIiIKyBaTH TOTOBI CBITH, aJie i aKTUBHO BILTUBATH Ha

ix (hopmyBaHHS.
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Puc. 1.4. 3uimok expana 3 rpu Starbound

BucHoBkHM 10 po3ainy

AHami3 cy4acHOro IirpoBOr0 PHHKY CBIIMUTH TPO 3HAYHI 3MIHU B >KaHpI
miatgopmepiB. He3Bakaroun Ha CBOIO TPUBAIY ICTOPIIO, «YUCTI» IIaTPOpMEpH,
TOOTO 1rpH, SIKI BHUKJIIOYHO 30CEPEKEHI Ha MeXaHill CTpUOKIB Ta TMOJO0JIaHHS
maTdopmM, CTaroTh Jedani piakicHimuMu. [le moB's3aHo 3 Kiibkoma (akTopami,
30KpeMa 3 pO3BUTKOM 1HUIMX ITPOBUX YKaHPIB Ta 3MIHOKO OYiKyBaHb rpaBLiB. CydyacHi
reiiMepr NparHyTh A0 OUIBII PI3HOMAHITHOTO Ta JWHAMIYHOTO TEHMIUICI0, IO
CTUMYJIIOE€ PO3POOHUKIB O €KCIIEPUMEHTIB 31 30aradueHHsl KJIaCUYHUX M1aTGopMepis
€JIEMEHTaMHM 1HIIUX JKaHPiB, TakuX K ekiH, RPG Ta micounuiii.

Opnak, e He O3Hayae, 1O IUIaTGOpMEpU BTPATHIM CBOIO MOIMYJISPHICTb.
HaBnaku, 6arato cy4acHUX irop, siki JOCSTalOTh 3HAYHOIO KOMEPIIMHOrO YCHIXY,
MOETHYIOTh B cO01 eleMeHTH aTdhopmiB 3 1HIMMH >kaHpamu. Lleit ¢akt cBiaunTh
Mpo Te, M0 KIAaCHYHAa MeXaHika CTPUOKIB 1 TMOJOJaHHS MEPEIIKOJ 3aJHIIAETHCA
aKTyaJIbHOIO JUIsSI CyYacHHMX TpaBIIiB, ajie BUMarae HOBOTO OCMHUCJICHHS B KOHTEKCTI
Cy4YaCHHUX ITPOBUX TPEH/IIB.

Taxum 9HOM, MO>KHA 3pOOUTH BUCHOBOK, IO JJISI TOCSITHEHHSI KOMEPIIHOTO
YCHIXy Cy4acHa rpa B jKaHpi iatgopMepiB MOBUHHA MTPOIIOHYBATH TPABLISIM HE JIUIIE
KJIACUYHI MEXaHIKH, aJie i1 T0JIaTKOBI €JIEMEHTH, sIK1 yPI3HOMaHITHIOIOTh FreiiMIuIeH Ta

3aJI0BOJIBHSIIOTh MOTPEOU IIHUPOKOT ayauTopii. [HTerpamis eneMeHTIB pi3HUX >KAHPIB
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JT03BOJISIE CTBOPUTH OLTBII TTIMOOKHH 1 3aXOIUTIOIOUHH ITPOBUM TOCBIJ, 10 € BAXKJIUBUM

(akTOpOM 711 3aTyUEHHS Ta yTPUMAaHHS TPABIIIB.
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PO311J1 2. BUBIP IPOI'PAMHOI'O 3ABE3INEYEHHS J1JIS1
KOMIT'FOTEPHOI I'PU B ’KAHPI 2D IIJIAT®OPMEPA
2.1. IlopiBHSVIbHA XapaKTEePUCTHKA irPOBUX JIBUKKIB
BinburicTe IHCTpYMEHTAIBHUX 3aCO0IB JUIsI pO3pOOKH 1Irop MOKHA MOIIUTH Ha
3 rpynu:

1. ®peiiMBOpK - mporpaMHa miaaThopma, sika BU3HaA4Ya€ CTPYKTYPY IPOrpaMHOi
CUCTEMHU; MPOTrpaMHe 3a0e3MeUeHHs, 10 MOJIETIIY€E PO3pOOKY 1 00'eTHAHHS
PI3HUX KOMIIOHEHTIB BEJIHKOTO MPOTPaMHOro MPOEKTy. DperMBOpK
BIJIPI3HSAETHCS BiJ MOHATTS O10J10TEKH TUM, IO O10J10TEeKa MOXe OyTH
BUKOPHCTaHa B MPOrpaMHOMY MPOIYKTI HPOCTO SIK HaAOIp Miarporpam
0J113bKOI0 QYHKIIIOHATBHOCTI, HE BIUTMBAIOYH Ha apXITEKTYpPy MPOTrpaMHOTO
OPOAYKTY 1 HE HAKJIaJaloud Ha HEi HIAKUX OoOMeXeHb. Y TOH 4ac fK
(peiiMBOpPK JUKTYE MpaBujia MOOYJ0BU apXITEKTypHU IOAATKY, 3aJ]al0Ud Ha
[IOYaTKOBOMY €Tami po3poOKH MOBEIHKA 3a YMOBYAHHSM, KapKac, SKUN
noTpioHO OyJe PO3UIMPIOBATH 1 3MIHIOBAaTH BIAMOBIAHO /10 3a3HAYECHUX
BHIMOT.

2. IrpoBwuii py1iii - HEHTPAIbHUN MPOTPAMHHII KOMIIOHEHT KOMITIOTEPHUX Ta
B1JI€0irop ado 1HIIMX 1HTEPAKTUBHUX JOJIATKIB 3 Tpadikoro, 00poOIroBaHoT
B peajbHOMY 4aci. Bin 3a0e3nedye 0CHOBHI TEXHOJIOT11, CITPOIIY€E PO3POOKY
1 9acTo Ja€ rpl MOXKJIMBICTD 3aIyCKATUCS Ha IEKUIBKOX MaTdhopMax, TaKux
AK ITPOB1 KOHCOJI Ta HACTUIbHI omepauiiiHi cucremu, Hanpuknaa, GNU /
Linux, Mac OS X i1 Microsoft Windows. OcHOBHY (yHKITIOHAJIBHICTh
3a3BUYail 3a0e3reuye IrpoBUid IBMXKOK, 110 BKIIFOUYAE JIBHIKOK peHaepiHra (
«BI3yanizatop»), GI3MYHUA JBUXKOK, 3BYK, CUCTEMY CKPHUITIB, aHIMAILIIIO,
IITYYHUH  IHTEJIEKT, MEPEeKEBUM KOJ, VYOpPaBIIHHA HaM'sITTIO 1
OararonotoyHicTh. Yacto Ha mpoueci po3poOKHM MOXHA 3a0LIATUTH 3a
paxyHOK TOBTOPHOIO BHUKOPUCTAaHHS OJHOTO IrPOBOTO JIBHXKKA TSt
CTBOpPEHHsI 0€3J1141 PI3HUX 1TOp.

3. KoncTpykTop irop - mporpama, sika o0'eqHye B coOl irpoBHM pymnii i

IHTErpOBaHE CEpeIOBUINE PO3pOOKH, 1, SK MPaBWIO, BKIIOYAE B cebde
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peaaxkTop piBHIB, 1o npaitoe 3a npuHuunoM WYSIWYG. Taki nporpamu
3HAYHO CHPOIIY€E TMPOIeC PO3poOKH irop, podIsyu HOro JOCTYIMHUM
JTHOOUTENAM-HENPOTPaMICTIB, 1 MOXKYTh OyTH BUKOPUCTaHI B MOYATKOBOMY
HaBYaHHI porpaMyBaHHio [1-3].
2.1.1. Unity
Kpocnnargopmepuuit pymiiii anst po3poOKu irop, po3poOjeHuil KOMIaHIE0
Unity Technologies. Unity miarpumye maiixe yci miardopmu — Windows, Linux,
MacQOS, Android, i0OS, FireOS, PlayStation Vita, PlayStation 4, Xbox One, Nin- tendo
Switch, Nintendo 3DS, Oculus Rift, Steam VR, Gear VR, PlayStation VR, Android
TV, Smart TV, TvOS.
Jist po6otu 3 Unity noTpiOeH KOMIT 10Tep 3 MIHIMAJIbHUMHU BUMOTaMU:
. [lepconanbhauii koM’ 10Tep 3 omnepariinoro cucremoro Windows 7/8/10
x64 a06o MacOS X 10.9+;
. [Tpormecop 3 miaTpumMkoro SSE2;
. Bineokapra 3 migrpumkoro DirectX 10.
Sk 1 GinpmmicTh pymriiB, Unity Mae mpocTuii Ta 3po3yMiUTUil sl pO3POOHUKIB

inTepodeiic (puc 2.1).

Cheat  Collaptn  Claw oo Py Kmnr Pasns

Puc. 2.1. Tarepdeiic Unity
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Unity € pi3HOCTOPOHHBOIO ITPOTPAMOIO PO3POOKH SK JJIsl MPOTPAMICTIB TaK 1 JJIs
XYJOKHUKIB 3aBISKU PI3HUM IHCTpyMEHTaM, TakuM sik: Timeline — ans po3poOku
aHiMamiiitanx cred, Cinemachine — Hallp auHaMidHUX Kamep, Progressive
Lightmapper — st po6otu 3 ocBiTiennsm, Autodesk Maya — po6oTa 3 MOJIeTFOBaHHSIM
ta 3D aniMari€ro. Pymriit 1ae MOXXITUBICTh pO3p0O0IIIOBaTH MPOEKTH K y 2D, Tak 1y 3D
ctwsix. Takox € miarpumka pymiiiB NVIDIA PhysX nis po6otu 3 ¢i3ukoro 00’ €KTiB
ta Box2D ny151 poO0TH 3 TBOBUMIPHUMH 00’ €KTaMHU.

Unity BioMu#i BiIMIHHOIO ONITHMI3aIlif0, 110 MTOMITHO TIO3HAYAETHCS Ha SAKOCTI
Ta MIBUKOCTI Mpalli mpoekTy. Pymriit miaTpuMye MOBHU mporpamyBaHHs Taki sik C# Ta
UnityScript.

Sx 1 momepenHuku, Mo OyiaM TpoaHagizoBaHi Bulle, cadT Unity mae myxe
BEJIUKY KUIBKICTh JOKYMEHTAIlll pI3HOTO HAIpaBJICHHS, Y TOMY YHUCII 1 HAaBYaI04oi.
Came HaByYaroua JOKYMEHTAIlsl IPECTaBIIE€HA Y BUIIISIII OKPEMUX YPOKIB Ha po300piB
PI3HHUX TEM.

Unity mae cBiif BinoMuid Mara3uH Asset Store, y sKOMy Ipe/CcTaBlIeHa BEJIUKa
KUIBKICTh MaTepialiB JJIsl pO3pOOKU: CHpalTH, MOJEN, CKPUNTH, (POHOBI PUCYHKH,
PI13H1 IONOBHEHHS Ta PO3MIUPEHHs 70 KiieHTy Unity, TOIIO.

Hanuii pywiii mae 3 Bepcii npuaOanns: Personal (Oe3komroBha), Plus
(35%/micsmp), Pro (125%/micsanp). Bepcii BiApi3HSAIOTBCS JIUINE ITPOIIOHOBAHUM
(GyHKIIOHATIOM Ta MaKCHUMAJbHO JOMYyCTUMUM piuHuM mpubyTtkom (100 THcsu
nonapiB, 200 Tucsy nponapiB Ta 0e3 OOMEXEHb BIANOBIAHO). Pymnii € mgyxe
PI3HOCTOPOHHIM Ta YHIKQJIBHHUM, 110 JO3BOJISIE BUKOPUCTOBYBATH HOTO /I PO3POOKH
PI3HOMAHITHUX MTPOJIYKTIB.

Tak ax mig peanizailii HaIIOr0 MPOEKTY TOJOBHUMH KPUTEPIsIMU BHOOpPY ce-
penu po3poOKH € BiJIbHA JIIEH31s, HaBYaJIbHA JOKYMEHTALlisl, 3pYYHUM Ta 3p03yMIIHit
iHTepdeic, HU3bKI CUCTEMHI BUMOTU Ta 1HCTPYMEHTH AJii po3poOKu 2D mpoeKTiB,
HaITuM BUOOpOM cTaHe irpoBuit pymrii Unity.

Peanizariis mporpamuoro koay y Unity BigOyBaeTbes 3a qonomoror Microsoft
Visual Studio, sixa Mae MOXJIMBICTh 1HTErparllii 1oAaTkoBoro gynkiionany aist Unity

(puc 2.2).
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Puc. 2.2. Intepdeiic Visual Studio

Visual Studio Community 2019 — inTerpoBaHa cepeia po3poOKH MPorpam- HOro
3a0e3reueHHs po3po0IieHa Ta BuaaHa KomiaHiero Microsoft. Visual Studio Bkiirodae y
cede peraKTop BUXIIHOIO KOAY Ta Ma€ MOXKJIMUBICTh peakTopiHry. Takox iCHye
penaktop dopMm sl CTBOpEeHHs TpadiyHOTO 1HTEepecy AojatkiB. JlaHa cepena
PO3pPOOKH € 3pYYHHM IHCTPYMEHTOM MPOrpaMyBaHHS Ta BIAMIHHO MIAXOAUTH JUIs
HaITMCaHHS KOTY.

2.1.2. Torque 2D/3D

Torque 2D /3D, 6yB cBoro uacy Jijiepom, ajie mij HatuckoM Unity BTpaTUB CBO1
no3uuii. [IpoTe 10 mux mip Ha HHOMY PO3POOIAETHCA OE371Y YCIHIIIHUX MPOEKTIB,
OCKIJIbKM BIH aKTHBHO PO3BUBAETHCS CHUIBHOTOIO. BIIMIHHOCTI MiXK ABOBUMIPHO] 1
TPUBUMIPHOI BEPCIsIMU JOCHUTHh 3HAuYHI, aje€ € 1 3arajbHl €JIEMEHTH, HaIpHUKIaja
pPO3BUHEHA MepekeBa mijcuctema. [licas Buxomy B cBIiT open source T3D 306epir i
HaBITh 301JILIIUB CBOI MOXKIMBOCTI, a T2D, HaBnaku, 6arato BrpaTtuB. Hanpuknan, BiH
BTpaTUB a0COJIIOTHO BCi BOYJOBaHI pPelakTOpH, sKi, OUEBHIHO, OYyJM BHIIYYEHI 3a
MEeBHUX IOPUANYHUX yroj. [IpoTe Ha HROMY MOXXHA PO3POOJATH ITPU IJIST TPHOX
matopm: Windows, OS X 1, mo Ha#mikasime, 10S (i npogasatu irpu B App Store,
HE BIJIPaxOBYHOYM HI KOMIMKK aBTOpaM ABWXKKaA). JlaHW IBMXKOK - 1€ OJIHA KOJ0Ba
6a3a Ha C ++ 06e3 101aTKOBUX eKcropTepiB. Sk BUIHO, PyHIaMEHTaIbHI BIIMIHHOCTI

2D 1 3D - Bepciii nonsraioTe B rpadiuHoi migcucreMmi: T2D ang Bizyamizauii
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BukopuctoBye OpenGL, a T3D - Direct.

B sixocti ckpuniroBoi MoBH B T2D, sik 1 B T3D, BukopuctoByeThest Torque Script.
Pazom 3 tum B T2D ans ommcy irpoBuX eneMeHTIB ciaykuTh XML-noxiOna moBa
TAML. Bona 103BoJIsI€ BU3HAUUTH BJIACTUBOCTI 00'€KTIB HA CTaIii 1HIIIATi3a1lii piBHS
rpu. s BinTBopeHHs 3ByKiB T2D BukopucroBye 0i6mioteky OpenAL. Cumynsiis
G13UKK  3M1MCHIOETBCS 3a JOMOMOrow aBmxkka Box2D, mo craB cranmaprom B
JTBOBUMIpHUX (h13UUHMX 0O0uncieHHsax. He3Baxatouu Ha Te 110 B JBoBUMipHOMY TOPK
e oKy HeMae koHcTpykTopa GUI, 3a mormomororo 3aco0iB IBMKKA (B CKPUIITOBOMY
KOZ1) MOXXKHAa CTBOPIOBATH TPHU3HAUYCHUN MJII KOpUCTyBaya iHTepderc 3BUYHUMU
KOMITOHEHTaMH, a He TPOCTUMHU CIIpaiTaMH.

Opnak, SKIIO HEOOXIAHHM KOMIOHEHT BIJCYTHIM, HOTO MOKHa CTBOPUTH Ha
OCHOBI crpaifTiB. Matoun ananoriuny 3 3D-Bepciero MepexeBy cuctemy, Ha T2D
MOKHa po3pOo0JIsATH MYJIBTUILICEPHI 1ITPH, K1 HAOMPAIOTh MOIYJISIPHICTD, - HATPUKJIIA]

P2P 3 mraHIeris.

[ o v o wm g g
£110 womes D, B0 0 [0 BE ¢ ¥
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Puc. 2.3. OcnoBnuii inTepdeiic Torque 3D
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Taomung 2.1.

IlepeBaru i HenoJiiku Torque 3D

Henouiku IlepeBaru
Hewmae sxicHOTO perlakTopa piBHIB AxicHui
[ToBiIbHA KOMIIIAIIIS bararomnnardopmoBuii
Bucoki Bumoru g0 3aiiza Jlerkuii B 0CBO€HHI
Hewmae BuxigHoro koay beskomToBHUN

2.1.3. CryEngine 3

CryEngine 3 6epe noyatok cBoei ictopii B 2001 poiri, koiu Oyjia aHOHCOBaHA
nepuia po3podiieHa Ha HhoMy Tpa Far Cry. 3 Tux nip MuHyJo0 6arato yacy, 1 moTO4Ha
Ha JIaHW MOMEHT I'ATa - OCTaHHSA Bepcis Oyna BumymieHa B KOBTHI 2016-ro.
Po3poOHMKY 1ILOTO JBUXKKA 3 CAMOTO IMOYATKy MaJId Ha MET1 HE CAMUM CTBOPIOBATU Ha
HbOMY ITPH, a MpoAaBaTH Moro sk TexHoisorito. OTxke, Bcl po3podiieHHl Crytek'om
IrpoBl MpOrpaMu - L€ 3 METOI 3pOOUTH JOAATKOBY pEKJIaMy CBOEMY TOJIOBHOMY
IPOAYKTy. Xoua Jijisi BUBYEHHS BIH JOCTYNMHUN OE3KOIITOBHO, 1100 pO3poOJsiTH Ha
HbOMY KOMEpUIMHI NPOEKTH, HEOOXIJTHO 3aIUIATHTH, MPU YOMY I1HA MyOJIYHO HE
oroyionryetbes. B pe3ynbrari JiieH3iaT OTpUMY€ JIBIXKOK, TOKYMEHTAIlII0 (HaBYalbHI
Marepiaji), BUXITHUN KOJ, a TaKOX OINEpaTUBHY MiATPpUMKY. Kpim Toro, mpoiiec
JLEH3yBaHHS JIBUKKA TaiTh B cOO1 Oe3iu MiJBOJHUX KaMeHIB - Xxouya O Te, IO
JIEH3YBaTH MOTO MOXE TUIBKM IOpUIMYHA oco0a, sKa Mae HajgaTd JaHl Ipo

PO3p00JICH] MPOIYKTH 1 B OKPEMHUX BUIAAKAX PO BCIX CBOIX CHIBPOOITHUKIB.
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File | Edit Medify Display ConfigSpec Group Prefabs Brush Terrain  Sound Game Al Clouds Tools View Help

Ctrl+0

PAK Manager...

Levels

Singleplayer

Level Nane (e.g. MyFolder MyName):

Open Cancel

Puc. 2.4. Ocnosnuii intepdeiic CryEngine 3

Tabmuis 2.2.
IlepeBaru i HemoJstiku CryEngine 3
Henoaikn IlepeBaru
He 6e3komroBauMit SIkicHUH
[ToB1IbHA KOMIUISILIIS baraTo noxymeHTarii Ta ypokis
Bucoki Bumoru 10 3aiiza Jlerkuii B 0CBO€HHI

He 6araromnardopmoBuit

HeMo:x1MBO npoaaBaTH CBO1 aCCETH Ta
CKpIINTH

Ha Biaminy Bim momepenHix ABWXKKIB JHIMKK (siki Oynu BukimrodHo PC-
opienToBannMHu ), CryEngine 3 opieHTOBaHUI Ha CTBOPEHHSI KPOC-TIaTHOPMHUX 1TOD,
npusHaueHux s PC 1 koHconeit. B manuii yac miarpumytotbes miargopmu Xbox
360, Xbox One, PlayStation 3-4, WiiU, a Takox TE€XHOJIOTII Bi3yai3allii HaCTiIIbHOT
Windows - DirectX 9-11. SIk MOXHa MOMITUTH, MIATPUMKH MOOLILHUX ILTaT(HOpM
HeMae. Y HBOMY CHOYaTKy HOPUCYTHS MIATPUMKA TJI00AIBHUX MYJBTIIICEPHUX
(MMO) irop. CryEngine 3 Bojojai€ NPUTOJOMIIUIUBUM CIIHCKOM TEXHOJIOTIM
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Bi3yasrizallii, OCh JIeSKl 3 HUX: JMHAMIYHE OCBITJIEHHS 1 3aTIHCHHS B peaJlbHOMY 4aci,
3aTyMaHEeHHsI, KapTH HOpMaJiel 1 mapanakc-MariiHr, MiANOBEPXHEBE PO3CIIOBaHHS,
CBITJIOBI MPOMEHI 1 XBWJIl, YIpPaBIIHHA PIBHEM JeTam3allii jJaHamadry, a Takox
6araro iamoro. ®iznynuit komnoHeHt ABMKKa CryPhysics Takoxk Mmpaitoe He3anexKHO
Bia iznunnx API, takux sk PhysX. BOynoBana cucrema aniMallii IponoHye KiTbKa
BIIMIHHUX TIJICUCTEM: I1HIWBIAyali3allig IEepCOHaXIB, MapaMeTpudyHa CKeJIeTHA
aHiMallisi, npoienypHe nepopmyBaHHs pyxy. TakoxK 3acilyrOBy€ Ha OKpEeMYy yBary
BOyioBaHa cucteMa AA, sika J03BOJIsi€ OOpPOOIIATH MOBEAIHKY HE TUTBKU MEPCOHAXKIB,
ajie 1 TpaHCIOPTHHUX 3ac0o0iB. BoHa cKagaeThes 3 TPhOX MOJYJIB: PO3YMHI 00'€KTH,
ANTOPUTMH JUHAMIYHOTO BUSIBIICHHS ITUISIXY, @ TAKOK CHCTEMa, KepOBaHa CIICHAPISIMH.

2.1.4. UDK

UDK - me 6e3komroBHa Bepcis aBmwkka Unreal Engine 3, mo Bosojie BCiM
YCIaJIKOBAaHUM 1HCTPYMEHTAPIEM OCTAHHBOTO JIJIsi CTBOPEHHS IrPOBUX CBITIB. CIIMCOK
NiATPUMYBaHUX TUIaTGopM He Takui mupokui, sk y Unity, aie IbOro HUIKOM
BHCTavae, moob okynutu po3pooky: Windows PC, Windows Store, OS X, i0S, Android
1 KOHCOJI TMEepeJOCTaHHhOTO TOKOMHHSA. JIIsl  CKpUNITHHTa B JBHXKKY
BUKOPHUCTOBYEThCS BiiacHa MoBa - UnrealScript. Ha caiiTi po3poOHHKIB MpecTaBICHO
OaraTo HaBYaJILHUX MaTepiajiB, SK TEKCTOBUX, TakK 1 BIZ€O, SIK [0 PEAAKTOPY, TaK 1 MO
ckpuntunry. UE3 oTpumaB 6e3iiy Haropoj Ha 1HAYCTpiadbHUX 3aX0/aX, a TAKOXK B
KiHemaTorpadii He pa3 CTaBaB KpalluM irpoBUM / TpadiuHUM ABHKKOM POKy. MoskHa

ckazaty, o UDK Binpizuserses Big UE3 TiIbKH BIACYTHICTIO BUX1IHOTO KOJY.
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Puc. 2.5. Ocnosuuii inTepderic UDK
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Taomuus 2.3.

Ieperarn i nHegosikn UDK

Henoaikn

IlepeBaru

Tinbku 11 npodecioHanis

be3komToBHe PO3MOBCIOIKCHHA

[ToBiTbHA KOMIILISIIIS [Ipoctuii, 3pyunuii inTepderc;
. . Benmukuit  Habi IHCTPYMEHTIB J51
He cami iepe1oBi TexHOJIOTIi : p Py A
CTBOPEHHSI irop;
He 6araTomatdopmoBuit bararorutargopmoBuit

[Ilo mo d¢yHKIIOHATY, THy4YKa CHUCTEMa aHiMallii J03BOJIIE KOHTPOJIOBATH

KOXHY JIeTallb aHIMOBAHOT0 00'eKTa. AHIMAII{HA MOJIEIb KOHTPOJIOETHCS CUCTEMOIO

AnimTree, sika BKIIOYa€ HACTYHHI MeXaHi3MH: KOHTpojep 3mimanHs (Blend),

KOHTpOJIEp KepoBaHUM HaHUMH, (Gi3U4HI, MPOLEAYPHO-CKeNeTHI KoHTpojepu. s

IMIIOpTYBaHHsI 00'€eKTIB BUKOpUCTOBYeThCs popmar FBX, mo craB cranmaprom ass

eKkcropTy mojene mix penakropamu. s Bizyamizauii UE3 BukopuctoBye 64-

OiTHuii konpbopoBuid HDR rpadiunuii koHBeep, sIKUM 3A1MCHIOE TramMMa-KOPEKIIiIo,

33



PO3MUTTSI PYXOMHUX OO'€KTIB, 30BHIIIHIO OKKJIIO31I0 1 1HIN €(peKTH MOCTOOPOOKH.
JIBMKKOM MIATPUMYIOTBCS BCl CydacH1 e()eKTH OCBITICHHS 1 TEXHOJOTI Bi3yami3allii:
HOPMaJTi30BaH1 KapTH, IMapaMeTpu30BaHe OCBITICHHS mo PDOHTy, pi3HI aHI30TpPOITHI
ebektn Ta iHme. UE3 BimoMuil CBOEO BHUCOKO ONTHUMI30BAHOI MEPEKEBOIO
apXiTEKTypOIO, 0 BKJIIOYAE MATPUMKY OHJIAHHOBHUX OaTaiii AJisl irop pi3HUX XKaHPIB.

2.1.5. Frostbite Engine

Frostbite Engine - irpoBuii ABMXKOK, po3poOiienuii kommnaniero EA Digital
[llusions CE; 3acTocoBy€eThCS SIK y BIACHUX PO3pOOKaX, Tak 1 MPOEKTaX 1HIIKX (iiamiB
Electronic Arts (EA). Ilepmioro rporo, CTBOPEHOIO 3 BUKOPHUCTAHHSAM IIHOTO JBHIKKA
crana Battlefield: Bad Company 2008 poky. /[Buxxok OyB po3po0JieHH 1Ji1 3aMIHU
TEXHIYHO 3acrapiinoi TexHosorii Refractor Engine, sika BukopucToByBamacs B

MOMEpeIHIX irpax Gipmu.

¥ Frosted [main] - MP_Subway*
File Edit View Tools Scene Terain Window Help

Egloot BR z 0@k @ M xtcarsti@e®s &ouEa 128 7| %
[ ] MP_Subway*

#» Terrain g View Filter UserInterface Camera Inclusion Terrain : Bl Tool settings
:.f‘-[ P '.7",'. — Sy 2 Brush settings
b " B Position
w7 Destruction depth A , Height
+ Color =5 ke o o 5 7 Ve Magnification 1
) Physics N e = p o i Brush gradient 0
R : O y Pressure 30
Apply spacing (%) 0
2 Raster brushes

3 Heightfield

Terain layers:

MP_Subway_Mud

N oy » i W .
e 8 Pk = 7] Y el O EE
Backdrop Trees AR AR
Underground Rubble N .. S s vd i . . : w
4 ! . . » . - - -

Gravel

I Flowerbed White : - y :
Flowerbed Pink ’ > ‘_'. o / y B Properties

] i y » £ . S P s

| ' ‘ P /> - et &8 W . B Scattering
Grass Tall with Rubbish B o . e g Vo 0 MeshScatteringTy... = (2items) (X%

s b

MeshScatteringEna... |/
Underwater y - 2 4 &' Shading
Grass L \ 2 OpaqueMaskEnable [/
Terrain layouts: ® : e % . . Shader * @ MP015_Di... [ *
) - : DebugColor [ BT v

SingleTerainLayerData ?

¥ MP_Subway,_TerrainLayout

Puc. 2.6. OcnoBuuii inTepdeiic Frostbite Engine

Tabmuus 2.4.
Ilepesaru i HepoJiku Frostbite Engine
Hepnoniku IHepeBaru
He 6e3kourtToBHui | neanpHe pyliHyBaHHS JaHAMA(TY
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Henoaikn IlepeBaru
He 6araromnatdopmoBuit JluHamiuHe OCBITICHHS
Bucoxi Bumoru o0 3aiisza IrpoBuii pegakrop FrostED
Hemo>x1BO mpo1aBaTi CBO1 aCCETH Ta BiiacHuii 3ByK0OBH IBUKOK
CKDIOTH

JIBIDKOK ~ BIJHOCUTBCA JO THUITY IIANpOrpaMHOro 3abe3reueHHs (aHril.
Middleware) i siBiisite co00r0 3B'SI3KY ACKUIBKOX KOMIIOHEHTIB, TAaKUX SIK TrpadiuHuii
JBIDKOK, 3ByKOBHM JIBIKOK 1 T.J1. B onepartiiiniit cucremi Microsoft Windows irpoBuii
IBMKOK MIATpUMYE BigoOpaskeHHs rpadikd 3a gomoMoror Mantle mounHaroun 3
Bepcii 3, DirectX 9, DirectX 10, DirectX 10.1, a mounnatouu 3 Bepcii 1.5 - 1 DirectX
11. OnHi€ro 13 3asiBICHUX 0COOJIMBOCTEN € ONTUMI3ALIS 111 pOOOTH Ha OaraTosiiepHUX
mporecopax.

TexHomorisg 31aTHa 00pOOIIATH 3HUILIEHHS JaHAMA(TY 1 OTOYSHHS (HAPHUKIIA/,
OyniBesb, 1epeB, aBTOMOOLIIB). [linTpuMy€eThcs TMHAMIYHE OCBITJICHHS 1 3aTIHEHHS 3
dbyukiiero HBAO, nponeaypuuii melauur, pizHi noct- edextu (Hanpukian, HDR i
depth of field), cucrema yacTMHOK 1 TEXHIKM TEKCTypUpPOBaHHUA, Taki, K Oamri-
MariHr. MakcuMaabHu# po3Mip JIOKallli CTAHOBUTh OOMEXEHHS B 32 X 32 KUTOMETpU
BitoOpaxkaemoi twomii 1 4 X 4 KutoMeTpu irpoBoro mpoctopy. KpiMm 1mworo, 3a
TBEP/DKCHHSIM TBOPIIIB, MAaKCHMajbHA JHWCTAHINS TMPOMAJIbOBYBAaHHS JO3BOJIE
Mo0AYUTH PIBEHb aX 10 TOPU3OHTY. Takok BOYTOBaHUI BIIACHUW 3BYKOBUM JIBHIKOK,
10 HE BUMAarae€ BUKOPHCTaHHS CIIeIliali3oBaHuX 3aco0iB, moaioHux EAX.

3rajaHa JMIIe Mi3epHAa YacTHHA JOCTYITHUX JJIsi BUKOPUCTaHHS IrpOBUX
JIBYDKKIB.

Tabmuis 2.5.

JIonoMi’kHA NMOPIBHVIbHA XaPAKTEPUCTHKA YCiX ABHKKIB

XapakTepucTHKA Bumoru Unity | Torque | CryEngi | UDK | Frostbite
3D | 2D/3D ne 3 Enaine
Pexxum penaepunra 3D + - + + +
3BYKOBHI IBU>KOK - - - + +
d13nyHUN IBUKOK + + + + +
IrpoBuii 11 + - - + +
[{inp0BHi XKaHp RPG + + + - +
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XapakTepucTHKA Bumoru Unity | Torque | CryEngi | UDK | Frostbite
3D | 2D/3D ne 3 Enaine
Moga po3poOku C# + - + - +
JavaScrint
[arerparmis 3 IDE | Visual Studio + + + + -
OC st po3poOKu Windows + + + + +
[linboi mnardopmu| Windows, OSX + + + + +
Iina Oe3KOIITOBHO + + - + -
LinpoBa ayquTOpist A Tax Tax Tax Hi Tax
: nnodecioHaiB
SIkicTe 3 2 2 1 3
JOKVMEHTAITII
Iarepdetic 3 2 3 3 2
KODUCTVBAYA
PesynbTyrounit 6 A 5 4 5
DENTHUHT

2.2. ApxiTeKTypa, MOJE/JTI0BAHHS Ta IPOEKTYBAHHS I'PU

2.2.1. CrBopenns Usecase

Usecase — 1ie TeKCTOBHIA ONUC CyKYyITHOCTI CIIEHapiiB B3aEMO/I1i KOpUCTyBaya 13
CHUCTEMOIO, SIKI MOXYTh 3aBEPIIUTHCS YCHIIIHO a00 Hi, 3aJ€XHO BijJ JOCATHEHHS
neBHux 1eil. Crenapiii siBisie coOOI0 TMOCTIIOBHICTh i, 10 BUKOHYIOTHCS
KOpUCTYBaueM JJisl peaizailii onepailiii y cucremi. Onuc BapiaHTIB BUKOPUCTaHHS
JOTIOMAra€ 4iTKO BU3HAYUTH KOPHUCTYBAdiB CHCTEMH, 1XHI 3aBIAaHHS, a TaKOX Il
BUKOpUCTaHHsI cuctemMu. Usecase BioOpakaroTh (YHKIIOHATIbHI Ta TOBEIIHKOBI
BHUMOTH JI0 CUCTEMHU, IEMOHCTPYIOUH, SIK1 OTepallli BOHAa MOBUHHA BUKOHYBaTH [12].

Icaye Tpu popmu onucy nucTa:

1. Koporka ¢opma — cTucie BUKIAIEHHS OJHOIO 31 ClieHapiiB (3a3BUYail
YCHIIIHOT0) B3a€EMO/III 13 CUCTEMOI0. 3aCTOCOBYEThCS Ha €Tarll MOYaTKOBOTO aHaIli3y
BHMOT.

2. IHoBepxHeBa opma — 3arajibHUIA ONKC YCIX CLIEHAPIIiB y BUIbBHOMY CTHII,
BKJIIOYHO 3 OCHOBHMM Ta aJbTEPHATUBHUMH CIEHApiIMU OJHOIO BapiaHTa
BUKOpPHUCTaHHS. BUKOpUCTOBY€ETHCS M1l 4ac NEPBUHHOTO aHaNi3y CUCTEMHUX BUMOT.

3. IloBHa ¢opma — neranbHUN OMUC YCIX KPOKIB 1 Jid, BKIIOYHO 3

nepeayMOBaMH Ta MOCTyMOBaMU BHKOHAHHS F03KeWCy. BHKOpHUCTOBYEThCS Ha eTarti
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B1100pY HaWOLIBII Ba)KJIMBUX BaplaHTIB BUKOPHUCTAHHS 3 KOPOTKUX 1 MOBEPXHEBUX
¢dopmM. 3aCTOCOBYETHCS TSI KPUTHYHUX JJIs POOOTH CHUCTEMH MPOIIECIB, TAKUX SK
BUKOPHCTAHHS KaCOBHUX araparis [7].

Koporka ¢popma «I'eHepanis piBHD)

KopuctyBau 3amyckae rpy Ta BiIKpMBae rojioBHe MeHI0. HaTuckae KHOMKY
«Playy, micis 4oro nepexoauTh Ha TOJOBHY CIIEHY T'pU. Y CIIIIIIHO TPOXOIUTh PIBEHB 1
OMUHSIETHCS HA €KpaHi BUOOPY: 3aBEPIIUTH TPy a00 NEPEUTH 10 HACTYITHOTO PiBHSI.

IToBepxHeBa ¢popma «I'eHepauist piBHSI»

KopucrtyBau 3amyckae rpy, BIIKpHMBA€ TOJOBHE MEHIO Ta HATHCKA€ KHOMKY

«Play».
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Taomung 2.6.

IToBHa popma «I'eHepanisa piBHD)

Usecase section Comment

Use Case Name ['eHepauis piHs

Scope Cucrema reHepauii piBHs
Level ['enepaiiia pipus
Primary Actor Kopucrysay

Stakeholders and interests | KopucTysad — KOpHCTYBaAHHA 3aCTOCYHKOM

Preconditions Kopuctypay mnoBuHeH wmatu TenedoH 13

BcTaHoBJIeHO OS Android

Success guarantee l.y KopucTyBasa BCTAHOBIIEHA OCTaHHS
BEpCIA;
2.y KOPUCTYBa4a € MIHIMaJIbHI BUMOTH, SKI

noTpideH J0JaToK;

Main Success Scenario l.KopuCTYBa4 BXOAHTE Y IPY;
2.HATHCKA€E HA KHOIKY 3alyCKy I'PH;

3.noTparnise B IrPOBHIL pIBEHBD,

Special Requirements 1. OS Android mae 6yti Bepcii 6.0;

2. anaparHe 3a0e3neueHHs NOBHHHE MATH
OnepatusHa nam'ats He MeHiue 1 I'b;

3. anapaTtHe 3abe3ne4yeHHs MoBHHHE MaTH 50

Mb BibHOT maM'aTi M OLIBILE.

Frequency of Occurrence | 50%

2.2.2. liarpamu BapiaHTiB BUKOPUCTAHHS

Jliarpama BapiaHTIB BUKOPUCTAaHHS € KOHIENTYaJIbHOIO MOJEIUII0, SKa
BiI0OpaXka€ CUCTEMy MiJ 4Yac i NPOEKTYBaHHS Ta po3poOKu. OCHOBHOIO METOIO
CTBOPEHHSI TAKHX Jllarpam € Bi3yai3allis ClieHapiiB BAKOPUCTAHHS CUCTEMU. Y paMKax
NpoEKTY Oynm po3poOiieHi miarpamMu BapiaHTiB BukopuctanHs. Ha (puc. 2.7)
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IpeACTaBIEHO TMPUKIAA JlarpaMd BapiaHTIB BUKOPUCTAHHS 11 MOOLIBHOIO

3aCTOCYHKY.

«include»

MouaTok

daaum

Mlonosxe

Sidi Mpouec pu

Actor winclude»

«extend»

CTeopeHHa

MeHepauis dasu 8oporis

«extend» «include»

BunagiHHga
npeameris

Puc. 2.7. liarpama BapiaHTIB BUKOPUCTAHHS
['paBens 3amyckae rpy, MOTpAIUIA€ Yy TOJIOBHE MEHIO Ta PO3IOYUHAE IPY,
MepPEXOIYN Ha MEepUINi PIBEHb.

Crpykrypa cneundikanii BapiaHTa BUKOPUCTAHHS BKITIOYAE:
- HaiimeHnyBaHHs;
- Koporkuii onuc;
- InenTtudikarop;
- AxTopu (OCHOBHI Ta IpPYTOps/iHI);
- IlepeaymoBu;
- OCHOBHHH TIOTIK;
- AnbTepHaTUBHI NOTOKHU;
- IMicnsymoBu;
- CrnerianbHi BUMOTH.

A) Crnenudikaunisa BapiaHTa BUKOPUCTAHHA «CKOPOYEHHS Yacy»
- IM'sl: CKOPOUYEHHS Yacy
- ID:0

- Koporkuii onuc: rpaBeip rpae y Tpy MiJ 4dac MEpepBU MK POOOTO 4HU
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JOMAIIHIMH CTIPABAMH.
- OcHoBHa giiioBa 0co0a: rpaBelb
- Jpyropsiani niiioBi ocoou: Hemae
- IlepexymoBH: HEMAE
- OCHOBHHUII NOTIK:

- BB nounHaeThCs, KOJIU rpaBelb 3aIyCKAE CUCTEMY.
. HicassymoBu:
- I'paBeris mporpaB Ta BAMKHYB CUCTEMY.
. AJIbTepHATUBHI MOTOKMU: HEMAE

b) Cnenudgikanisa Bapianta Bukopucranus «I'patu B rpy»

. Im's: rpatu B rpy

. ID: 1

. Koporkuii omuc: 3HalOMCTBO 3 J0JAaTKOM Ta OTPUMAHHS 1rPOBOTO
JIOCBIJTY.

. OcHoBHa 1iiioBa 0c00a: KOpUCTyBa4

. JlpyropsiaHi AiiioBi 0co0M: BOPOTH, IrpoBi 00’ €KTH, I'POBUI IEPCOHAK

. OcHOBHMI NOTIK:

. BB nouunHaeTbcs, KoM rpaBelb HaTUCKAE KHOMKY «Playy.
o  Cucrema BUKOHYE€ CBO1 (DyHKIII].
. HicasymoBu:
o  I'paBeu kepye nepcoHakem, 3HUILYE BOPOTIB, MiAIMMae MPEAMETH
Ta BJOCKOHAJIIOE IIEPCOHAXKA.
. AJIbTEPHATUBHI IOTOKH:
o  I'paBelib MOBEPTAETHCS Y TOJIOBHE MEHIO.
2.2.3. Jliarpama kJaciB
Hactynna niarpama mpejcTaBiise JiarpaMy KJaciB, siKa € OJIHUM 13 KIIFOYOBUX
tuniB giarpam 'y UML. J[liarpamu kiaciB  BioOpa)kaiOThb JIOTIYHY CTPYKTYPY
OPOrpaMHOi CUCTEMH, IO MA€ BAKIMBE 3HAUEHHS ISl MPOLECY reHepalii KOmy.

OCHOBHMMHM €JIEMEHTAMH II€] qlarpaMy € KJIACH Ta 3B’ A3KU MIK HUMH.
1€l qi1arp
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Kinac — 1e cyKymnHICTh JIOT1YHMX 00’ €KTIB, SIKI XapaKTEePU3YIOThCS MEBHUMH
aTpubyTamu (XapaKkTEepUCTUKHN) Ta orepauisiMu (moBefiHKa).
B OOII xnacu MaroTh 5 OCHOBHHX THIIIB 3B’ SI3KIB:
« Acomiamist (association) — adcTpakTHU 3B’ 130K MIXK KJIaCaMH.
o Arperanis (aggregation) — 3B’s30k "wactuHa — Iie", A Yac KUTTS
YaCTUHU HE 301raeThbCs 3 4aCOM KHUTTS 10T O.

« Kommno3umia (composition) — 38’30k "yacTuHa — I1ij1e", I¢ Yac KHUTTS
YaCTUHU 3aJISKHUTh BiJ] 9acy >KUTTSI IIJIOTO.

« HacainyBanus (generalization) — 38’5130k "3aragbHe — 9acTKoBe'".

o IncranmiroBanus (instantiation) — cTBopeHHS HOBOTO KJIacy HUISXOM
MiICTaHOBKH (DAKTHYHUX MapaMeTpiB y MapaMeTpU30BaHUH Ki1ac.

ApXiTeKTypa cUCTeMH € HEe3BUYHOIO IS MpoekTiB Unity. 3amicTh OaraThox
KOMITOHEHTIB BHKOPHUCTOBYETHCS OJWH TOJOBHHWM Kkimac Manapp, depes skuit
peani3yloTbcst OCHOBHI (DYHKIIIT IBUTYHA.

Omnuc KITF0Y0BUX KOMIIOHEHTIB:

o GameClient — migkmo4aeThes 10 KiIaciB uepe3 inrepdeiic 1Service.

« UlManager — BianoBijae 3a yrnpaiiHHs IHTep]eiicoM KOpHCTyBaua uepes

itepdeiicu lUIPopup. 3abesneuye B3aeMoAito 31 CTOpIHKAMHU.

« DataManager — 36epirae iHdopmariito Ta CTaH rpu.

o LoadObjectManager — BiamoBigae 3a 3aBaHTaXEHHs PeCypciB (3BYKiB,

300paeHb, KOJISKIiH).

« GameManager — rosoBHUHN KepyOUYHil TeUMILICEM, TIPAIIOE Yepe3 KIIACH,

aK1 peanizytoTs iHTepPeiic [Controller.

o InputManager — o00OpoOnsie BBeAE€HHS KopHucTyBaua (KJIaBilll,

HATHUCKaHHS) Yyepes3 Moii.

« SoundManager — kepye 3ByKOBUMU e(heKTaMHu.
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‘ MonoEehanour ‘

MainApp

F

GameChant

1

Character
-
i .| #1nit (:void -
i —H| <Upcate)” voia 1
W - "
!
| INanage: ‘ ‘ DataManage: ‘ GameManages LoadObjecthanager SoundManager ‘ ’ nouthlanages ‘
' L J
l Controller
- +Init {Jj-woid
LIElement LPopup +Update (}:void
(it Ovoid +Init ()-void +Dispose (). void
+SiethlainPriority() void =Uipdate (jwoid

| +Hide ():void
| HUpdate ) woid

| +Show [):vosd

+Hide () woid
+Show (:void
+Dispose [ voud

Puc. 2.8. Jliarpama kiacis

2.2.4. JliarpamMu cTaHiB Ta nepexoais

CraTtucTryH1 JlarpamMy pa3oM 13 IHIIMMH JlarpaMaMy UTFOCTPYIOTh OKpeMi abo
BCI CIIeHapii, SIKI BUKOHYIOTBCA B CHCTeMi 3arajiioMm. Jliarpama CTaHiB HpeICTaBIIse
rOTOBY MallIMHy CTaHIB y BUTJIAI rpada, e BEPIIMHU BIAMOBIIAIOTH CTaHAM 00'€KTa,
Yus MOBEAIHKA MOJICIIOETHCS, a MEPEeXOoAr — II€ MOJil, Kl 3MIHIOIOTh CTaH 00'€KTa
[11].

Cran (state) — 1€ JIOT1YHMI ONHKC MEBHOI cUTyauii, aii uu npouecy. Koxen
CTaH Ma€ Ha3By Ta MEpEJiK BHYTPINIHIX Jid, M0 BUKOHYIOTHCS, KOIH O0'€KT abo

cUCTeMa 3HaXOAsAThCsA B IboMy ctadi. /Jlii Bkasytorbes y Qopmari: "Ilepion

BukoHaHHa'" — ""Ha3Ba aii", ne nepiog Moxxe OyTH HACTYITHUM:
. OnENtry — mist BUKOHYETHCS TI1J] 9ac BXOAY B II€H CTaH.
. OnEXit — fist BAKOHYETHCS TIPU BUXO/II 3 I[LOTO CTaHY.
. Do — 7ist BUKOHYETBCS, IOKU cUCTEMA NIepeOyBa€ B IbOMY CTaHi.
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. OnEvent — fist BUKOHYETBCS Y BIJINMOBIb HA TIEBHY MO0 [8].

Ha (puc. 2.9) HaBeieHa cxema CTaHiB 1 IepeX0iB CUCTEMH YpaKeHHS. 3HAUCHHS
3a 3aMOBYYBaHHSM aBTOMAaTUYHO BBOJISITHCS B TOJIS MTAHEIN1 TeHepallii mpH ii BiIKPUTTI.
Jlai, KOmM KOpHCTyBad OOMpA€ MiCIIE3HAXO/KEHHS, 3alUC OHOBIIOETHCS HOBHMU
3HaYEHHSIMHU. 3MiHAa pPO3MIPY TaKOX TMepe3anucye MOomepeaHi AaHi. AHaIOTIYHUN
nmporec BiIOYBa€ThCA 3 I1HIIMMU MOJAMH. HapemnTi, mmicis HaTUCKaHHS KHOIIKH
"T'enepartig" cucteMa IHILIIOE MO0, SKa 3aBEPIIYETHCS CTBOPEHHSIM IIPOBOIO

pETioHYy.

Init

MainMenu GamePage

Start
enfryshowPage _L,. entry'stariButton

do/pauseBution

Exit M

Lose

L J

@ GameOverPage

entryshow/Page

A
Dead

Player Die

enfry/health

Puc. 2.9. Jliarpama cTaHiB Ta IepexoiB MOpa3Ku

JliarpaMa cTaHiB Ta Mepexo/IiB mpoliecy rpu 300paxeni Ha (puc. 2.10).
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InGame

enfrystariBution
do/pauseBution

l Phase start

Phase | End enemies in phase |= StartNewPhase

enryenemies Spawn entyenemies Spawn J

Player die Dead = GameOverPage

—d — ————— —

envyhealth entry'show Page

Back o menu

Exn f = MainMenu

\_/ | entry'show Page

Puc. 2.10. Jliarpama cTtaHiB Ta Iepexo/iB MpoIecy rpu

BigTBopeHHs1 irpoBOro mpoiecy JeMoHCTpye reiimiieit. Ha ertami renepariii
BOPOTH 3’ SIBJISIFOTHCS Ha CIIEHI1, a MICJIS iX MOsABU (pa3a MepexoIUTh Y CTaH OHOBJICHHS.
Kpim Toro, mokasano, 1o y pasi mopasku rpa 3aBeplIy€eTbcs, OJJHaK KOPUCTYBau Mae
MO>KJIUBICTh NIEPE3aBAHTAXKUTHU PIBEHB 1 TPOJOBXUTH TPY.

BucHoBku 10 po3ainy

VY nanomy po3auii OyJio IeTaabHO JTOCHIKEHI CepeIOBUINA PO3POOKH 1rop TaKi
ak Unreal Engine 4, Cry Engine 5, Unity. ByB npoBeaeHuil aHaii3 TEXHIYHUX
XapaKTEPUCTUK [JIi POOOTH 3 JaHWMH ITPOBUMH PYUISIMH, a TakoX OyJo
MpoaHaIizoBaHoO iX iHTepdeiic, HaIBHICTh HABYAIBHOI JOKYMEHTAIlll Ta MOJIMUBOCTI
J0CTyIy 10 poOoTH 3 cepeAoBUIaMu. OCKIIbKH JIJIS1 PO3POOKK HAIIOTO MPOTOTHUILY
Oyno oOpano irpoBuii pymii Unity, OyB mpoBenenuii anami3 cepenopuia Microsoft
Visual Studio, sike iHTerpyetrhcst 3 kiieHToM Unity Ta y SIKOMy HpPOBOJIUTHCA YCs

poboTa 3 mporpaMHUM KOAOM MPOEKTY. TaKoK MPOBEICHO MOJICTIOBAHHS TPH.
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PO3/ILJI 3. OCHOBHI ETAIIN PEAJI3ALII ITPOBOI'O ITPOEKTY

3.1. BisyasbHe ogopmiieHHsi: BUOIP Ta BUKOPUCTAHHS rpadgiyHuX aKTUBIB

BigyanpHa ckiiazioBa € HEBIA'€MHOIO YAaCTHHOIO OyIb-sIKOi KOMM'FOTEPHOI I'pH,
OCKIJIbKM caMe€ BOHa (popMmye meplie BpakKeHHs Yy IpaBlisl Ta 3a0e3leuye eCTETUYHE
CIPUMHATTS irpoBOro cBiTy. [yis cTBOpeHHS MpuBaOIMBOI rpadikd B JTBOBUMIPHHUX
Irpax 4aCTO BUKOPUCTOBYIOTh TaKl MOHATTS K CIPANT Ta Taill.

CopaiiT - 1e [JBOBUMIpHE 300pa)K€HHS, SKE€ BUKOPUCTOBYETbCA IS
npeacTaBieHHs 00'ekTiB y rpi. CripailTu MOXyTb OyTH CTAaTHYHUMH 200 aHIMOBAaHUMH,
1110 JI03BOJISIE CTBOPIOBATU JMHAMIYHI €()eKTH Ta MepcoHaxiB. Taili - 1e HEBEIUKUN
(dparmeHT 300pakeHHS], SIKUI TTOBTOPIOETHCS AJISI CTBOPEHHS OUTBIINX TEKCTYP, TAKHX
AK MIJIOTH, CTIHU Ta 1HII elleMeHTU JaHamadTy. Bukopuctanus TailniB 103BOJISE
e(heKTUBHO CTBOPIOBATH JI€TaTI30BaH1 ITPOBI1 CBITH.

Jl1st po3poOKu rpadivyHOi CKIIAJ0BOI HALIOTO MPOEKTY OYJI0 MPUUHATO PIIEHHS
BUKOPUCTOBYBATH T'OTOBI IBOBUMIpHI cripaiiTi 3 MarazuHy Unity Asset Store. Taxwuii
MIJIX1]] JI03BOJIUB 3€KOHOMHMTH 4YaCc Ha CTBOPEHHI BJIACHMX TpadiyHUX pecypciB Ta
3a0e3MeunB BHUCOKY SKICTh Bi3yalbHUX edekTiB. bynmu o0pani copait, sKi
BIJIMOBIIAIOTH CTUJIICTHUII HAIIOTO MPOEKTY Ta TAPMOHINHO MOEAHYIOTHCS MK COOO0IO.

Jlist po6otu 31 cupaiitamu B Unity BUKOPUCTOBYETHCSI BOYTOBaHUM 1HCTPYMEHT
Sprite Editor (puc. 3.1). Lle#i pemakrop 103BOJsiE IMIOPTYBAaTH, pelaryBaTd Ta
ONTHUMI3yBaTH CIIPAalTH, a TaKOXX CTBOPIOBATH aTJiaCHu CHOPANTIB Jig OUIbII

e(DEeKTUBHOTO BUKOPUCTAHHS BiJ€ONaM sTi.

Texture Type Sprite (2D and Ul) v

Texture Shape 2D

Sprite Mode Multiple ~
Pixels Per Unit 5
Mesh Type Tight -
Extrude Edges @ =11

Generate Physics | v
Sprite Editor

Puc. 3.1. Bikno @ynkiii Sprite Editor
Sprite Editor Hamae MOKITMBICTh IMIOPTYBATH BEIMKI 300payKeHHSI, 110 MICTSITh

KUIbKa OKpEMHUX €JIEMEHTIB (CHpalTiB), Ta PO3AUIMTU iX Ha CKJIAJOBl YACTUHU AJIS
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MOJIaJIbIIIOTO BUKOPUCTAHHS B aHIMAII].

3.1.1. CTBOpeHHsI aHIMOBAHOTI'0 MEPCOHAKA: ACTPOHABT

JIist CTBOpEHHS AMHAMIYHOTO Ta TMPUBAOIMBOTO ITPOBOTO TEpCcOHaxa Oyiio
obpaHo 300pakeHHs acTpoHaBTa. lleit BuOip oOymMoBiIeHUN OakaHHSIM CTBOPUTH
aTMoc(hepy KOCMIYHUX MPUTOJT Ta T0IaTH OPUTIHATBHOCTI MPOEKTY .

AHiMallisl mepcoHaxka 3A1MCHIOEThCS IUIIXOM CTBOPEHHST HAOOpY OKpeMHUxX
CIIpaMTIB, IO BIIOOpPaXKarOTh Pi3HI CTaHW MEpPCOHaXKa: CIOKiM, OIr, CTPHOOK TOIIO.
Koxen Takuii cripaiiT € okpeMuM KajapoM aHimaiii. J{ias ctBopenns aniManii B Unity
Sprite Editor 1o3Bossie po3IIUTH BEIUKUHM CHpaT-aTiac Ha OKpeMi KaJpH, sIKi MOTIM
MOXYTb OyTH 00'€lHaH1 B aHIMAIIIO.

30posi acTpoHaBTa TaKOX IpelacTaBiIeHa OKpeMuM crpaiitom. Lle mo3Bosse
peanizyBaTd pi3HI BUIU aTak Ta B3aemojli 3 oToueHHsM. Cropailt 36poi Oyze

JMHAMIYHO BiJI0OpakaTUCS Ha €KpaHi 3aJIe)KHO Bif i mepcoHaxa (puc 3.2).

Puc. 3.2. CripaiiT ro1oBHOTO Tepost

3.1.2. Capaiitu inTepdeiicy

[Ticns peramizariiii 300pa’KeHHS TOJIOBHOTO Teposi, HACTYITHUM €TarioM PO3POOKH
BI3yaJIbHOI CKJIaJ0BOI I'pH cTasI0 (POPMYBaHHS 3arajibHOTO (DOHY Ta HIIMX TpadiaHUX
€JIeMEHTIB 1HTepdEicCy.

®doHOBe 300pakeHHS BiIIrpae KIFOUOBY POJIb Y CTBOpEHH1 arMocdepu rpu. s
HAIIOro MPOEKTY Oya0 0OpaHO OJHOTOHHE CHUHE 3a0apBIICHHS, SIKE ACOLIIOETHCS 3

0e3Me)XHUM KOCMIYHUM TpocTopoM. Takuii BuOip 00ymMOBIeHN OakKaHHSIM CTBOPUTH
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HEUTpalbHU (OH, IO HE BIABOJIKATUME YyBary BiJI OCHOBHMX €JEMEHTIB T'pH, a
BOJIHOYAC MIJKPECIUTh TEMATUKy KOCMIYHUX mopopoked. CuHii Komip Takox Oyne
BUKOPWCTOBYBATUCS JUUIS 1HIIIMX €JIEMEHTIB iHTep(delicy, CTBOPIOIOUN TUM CAMUM €TUHY

CTUJIICTUKY TpH (puc 3.3).

Sprite Editor ‘ ‘
Sprite Editor ¥ Slice | Trim Revert | Apply | E8 |

Ws12

£o

RO
Center

1 Normalized
X 0.5

Puc. 3.3. ®onose 300pakeHHs
Jlist cTBOpeHHsT 1110311 MpUOYTTS Ha HEBIJOMY IUIaHETy Oyl0 BUKOPHUCTAHO
pi3HOOapBHI cripaiitu rip. 3a gornomoroto GyHkiii Sprite Editor mi 300paskenHs Oynu
PO3AUICHI HA OKPEMi €JIEMEHTH, IO JO3BOJMIO CTBOPUTH OIIBIN JETaTi30BaHUN Ta
peamictuuanii nanmmadgt (puc 3.4). Lle pimenas nomae rpi arMochepHOCTI Ta

M1JIKPECITIOE BIAUYTTS 130JI41111 Ta HeOE3MEKH, 3 IKUMU CTUKAETHCS aCTPOHABT.

Puc. 3.4. Copaiitu rip
3 MeToro onTuMizalii pecypciB Ta 3a0e3NedeHHsl MJIaBHOTO TelMILIero, OyIo

po3pobiieHo Hadip TekcTyp miardopM, o0'€eTHAHUX B arjiac CIpalTIB 3a JOMOMOTOIO
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Sprite Editor. Takuii miaxij J03BOJIMB 3MEHIIWTH KUIBKICTh OKpemMux (ailyliB Ta
MIIBUIIUATH TIBUAKICTh 3aBaHTAXEHHS PiBHIB. OJHOYACHO, €IUHUN CTHITICTHYHHUNA
HaANpPAMOK TUIaTGOpPM CIIPHUSiE CTBOPEHHIO I[UIICHOTO IFPOBOTO CBITY, IO MO3UTHBHO

BIUIMBA€E Ha 3arajbHe BpaKeHHS Bl Ipu (puc 3.5).

1l

Puc. 3.5. Crpaiitu natrdopm

3.1.3. BisyasibHe npeacTaBjieHHs] MNPOTUBHUKIB: CIPANUT JIITAKYO0I TAPIJIKH

JIns CTBOpEHHSI aHTArOHICTUYHUX CWJI Yy Trpl Oyao oOpaHO CTHIII30BaHE
300paX€HHsI KJIACHUYHOTO €JIEMEHTa HAayKOBOi (PaHTAaCTHKU — JIITAIO4YOi TApUIKU 3
IHOTUTAHETHUM TlacaxupoM. lLle pimeHHs Oyslo HNPUHHATO 3 METOI0 MIAKPECIUTH
TEMAaTUKy KOCMIYHHMX MTOIOPOXKEN Ta CTBOPUTH BII3HABaHUI 0Opa3 Bopora.

BuxopucraHHs cripouieHoro, NiKCeabHOro CTUIIIO AJIs CIIpaiiTa Bopora J03BOJIs€
JNOCSATTH KUIbKOX I1iel. ChnpomieHuil CTWib ChpaidTa OpraHidyHO BIUCYETHCS B
3arajpHy BI3yaJlbHY KOHIIEMI[IIO TPH, MIJKPECIIOUd il peTpodyTypUCTUUHHIA
xapaktep. I[Ipocti popmu Ta HeBenuka KUTBKICTh KOJIBOPIB JO3BOJSIOTH 3MEHIIUTH
po3Mip (aitmy cmpaiiTa, M0 € BaXJIUBUM JJi1 OMNTHUMI3allii Tpu, OCOOIUBO st
MOOUThbHHUX TIIaTGOpM. 3aBASIKA CBOi MPOCTOTI Ta XapaKTEPHUM pHcaM, CHpPalT

BOPOTa JIETKO BII3HAETHCS IPaBLEM HABITh HA BEJIMKIiH BijcTaHi. (puc 3.6).

Puc. 3.6. Crpaiit Bopora
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3.2. IlpoekTyBaHHSI IPH

[Ticas 3aBepiieHHS AM3aiiHy BI3yaJIbHUX €JIEMEHTIB IPH, HACTYIIHUM €TaroM
PO3pOOKH CTaJI0 BUPIIICHHS 3aBAaHHs X €()EKTUBHOTO PO3TAIITYBaHHS Ta B3a€EMOJIi Ha
irpoBoMy moiti. {5 3a0e3nedeHHs KOPEKTHOI BiI0OpakeHHsI 00'€KTIB Ta YHUKHEHHSI
Bi3yaJbHUX apTe(axTiB, TAKUX SK MEPEKPUTTI €IEMEHTIB, OyJI0 MPUIHATO PIIICHHSA
BUKOPUCTOBYBAaTH cucTeMy IapiB (Layers).

KoxxHOoMy Bi3yallbHOMY €JIEMEHTY T'pH (CrpaiTy) Oysio IpU3HAYEHO CBIM IIap.
Ile m03BOJISIE KOHTPOIIOBATH TIOPSIOK BiTOOpaskeHHs 00'€KTiB Ha ekpani. Hampukias,
cripaiitTid (OHY PO3MIMIYIOThCS Ha HIDKHIX IIapax, a iHTepdelcHI eIeMEeHTH — Ha
BepxHiX. Takui migxig 3abe3nedye YITKy BI3yaJbHY 1€papxil0 Ta J03BOJISE
CTBOPIOBATH CKJI/IHI IrPOB1 CIIEHU 0€3 BTPATH SIKOCTI 300pa’KeHHS.

3.2.1. IMmmieMeHTaniA Pi3MYHUX BJIACTHBOCTEN ITPOBUX 00’ €KTIB

Ha erami po3poOKKM TPOTOTUITY ITPOBOrO CBITY KIIIOYOBHUM 3aBIaHHSAM €
BU3HA4YECHHA (13MYHUX BIACTUBOCTEH Horo ckianoBux. Llei mponec € HeoOX1JHUM 1is
3a0€3IeUeHHs PealiICTUYHOI B3a€MO/I1T IPOBUX 00’ €KTIB MI3K COOOIO Ta 3 OTOUCHHSIM.

Jli1st Toro, o0 1rpoBUid NEPCOHAXK MIT B3aEMOJIATH 3 IIaTGopmamu (cTpudary,
Oiraru), HeoOX1THO HaJaTH iM (i3UUHI BIACTUBOCTI. J[JIs1 IbOTO /10 KOKHOTO CIIPAnTy
margopmu  gopaerbesi koMrnoHeHT Box Collider 2D. Ileli KOMIOHEHT CTBOPIOE
HABKOJIO CIIPANTy HEBUIUMUN 00’€M y GopMi MPSIMOKYTHOTO Tapaienerninesaa, ssKkum
BUKOPHUCTOBYETHCS JUIsl BU3HAUYCHHSI 31TKHEHb 3 1HIIMMH 00’ €KTaMu. TakuM YHUHOM,
ITPOBUI ABUTYH PO3YyMIE€, 110 IaT(GOpMa € TBEPAUM TIIOM, 3 IKUM MEPCOHAXK MOXKE
B3a€EMOJIISITH.

IrpoBuii nepcoHax, Ha BIAMIHY BiJl CTATUYHUX TUIAT(HOPM, Ma€ OLIIBII CKIIAIHUN
HaOip ¢13MuHKUX BracTuBOocTed. [l 3a0e3neyeHHs MIaBHOTO PyXy Ta PeadiCTUYHOI
B3a€MOJII1 3 OTOYEHHSM, TIepcoHaxXy HagaeThest komroHeHT Capsule Collider 2D. Ilei
KOMIIOHEHT CTBOPIOE HABKOJIO CHpaiTa MepcoHaka HEBUAUMUN 00’eM y dopmi
KaricyJu, 110 J03BOJIsi€ OUIBII TOYHO MOJEIIOBATH (POPMY JFOACHKOTO Tija.

Kpim Toro, st Toro, 1mo6 irpoBuil IBUTYH MIT OOYMCIIIOBATH PyX MEPCOHAXKA
nig aiero (I3UMYHUX CUIl (TpaBiTallisi, CUIM TEPTs), A0 HHOTO JAOHAAETHCS KOMIIOHEHT

Rigidbody 2D. Ileifi xomMnoHeHT Hajgae OO ’€KTy Macy, IHEpILiI0 Ta J03BOJISIE
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3aCTOCOBYBATH JI0 HbOTO pi3HOMaHITHI cwid. 3aBasku Rigidbody 2D nepconax moxe
pearyBaTH Ha 31TKHEHHS 3 IHIIUMH 00’ €KTaMu, CTpUOATH, MaJaTi Ta BAKOHYBATH 1HIII
i,
3.2.2. Pyx 00’ekTiB
[Ticas BuzHaueHHs (DI3UYHUX BIACTUBOCTEH IrpOBOTO MEPCOHAXKA, HACTYITHUM
KPOKOM € TIpOorpaMyBaHHs MOTo pyxy Ta B3aeMoJIii 3 oTodeHHAM. s peamizanii miei
(GYHKIIIOHAIBHOCTI HEOOXITHO CTBOPUTH CKPHINT, KM Oyne KepyBaTH IOBEIIHKOIO
nepcoHaxa.
Ha mouaTtky CKpunTy OTOJIONIYIOTHCS HACTYIIHI 3MIiHHI:
Rigidbody2D rb: 3minna tuny Rigidbody2D, sika Oyae BUKOpUCTOBYBaTUCS IS
J0CTyMy A0 (PI3MUHUX BIACTUBOCTEN MEPCOHAXKA Ta 3aCTOCYBAHHS /10 HHOTO CHIL
public float speed: myGmiuna 3minHa tuny float, sika BHU3HAUa€ MIBUIAKICTH
TOPU30HTAJIHFHOTO TIEPEMIIIIEHHS TIEPCOHAXKA.
public float jumpHeight: myGmiuna 3minHa Tumy float, sika BU3HA4Ya€ BUCOTY
CTpHOKa MepCcoHaXka.
public Transform groundCheck: nyb6miyna 3minHa Tunmy Transform, ska
MOCUJIAETHCSI HA TIOPOXKHIN 00’ €KT, pO3MIIIIEHUH TPOXU HIDKYE HIT mepcoHaxa. Llew
00’ €EKT BUKOPUCTOBYETHCS JIJIsl BU3HAUEHHS TOTO, YU CTOITh IEPCOHAXK HA MTOBEPXHI.
bool isGrounded: OyneBa 3miHHa, sika 30epirae iHdopmarlito mMpo Te, YH
KOHTAKTYy€ MEPCOHAX 3 OBEPXHEIO.
Jlist peanizaiiii MeXaHiKu CTpUOKIB HEOOX1THO BUKOHATH HACTYITHI i
1. BuszHaueHHsT MOMEHTY CTpuOKa: 3a JIONMOMOTOI0 Tpurepa (HampuKIa,
HaTHUCKaHHS KJIaBillll) BU3HAYAEMO MOMEHT, KOJIU IpaBellb X04€ 31IMCHUTH
CTpHUOOK.
2. TlepeBipka KOHTaKTy 3 TIOBEPXHEIO: TMepe]] BUKOHAHHSIM CTpUOKa
nepeBipseMo 3HaueHHs 3MiHHOT isGrounded. SIKII0 mepcoHak KOHTAKTY€
3 moBepxHew (3HaueHHs 1SGrounded mopiBHIOE true), TO JO3BOISEMO
BUKOHATU CTPUOOK.
3. 3acTtocyBaHHsS CUJIM CTpPUOKA: SKIIO YMOBa CTpUOKAa BHUKOHAHA, TO JI0

komrnonenTta  Rigidbody2D  mepconaxka  3aCTOCOBYETBhCS — CHIIA,
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CIpsiMOBaHa BEpPTUKAJIbHO Bropy. BenwuuHa 1i€i CUIM BU3HAYAETHCS
3Ha4eHHSM 3MiHHOI jumpHeight.

Jiss  BU3HAYEHHS TOTO, YW KOHTAKTYyE TMEPCOHAX 3  TOBEPXHEIO,
BUKOpUCTOBY€eThCsl 3MiHHA groundCheck. Ils 3MiHHAa mocunaeThcsi Ha TOPOXKHIN
00’ €KT, SIKUW PO3MIILY€EThCS TPOXH HIDKYE HIT IEpCOHaXka. PerynspHo nepeBipseTbes,
Yy B1A0YJI0CA 3ITKHEHHS I[OT0 00’ €KTa 3 AKUM-HEOY/Tb KOJUTaiiepoM. SKIo 31TKHEHHS
BiI0ysioCs, TO 3HaueHHs 3MiHHOI 1SGrounded BCTaHOBIIOETHCSA B true, B 1HIIOMY
BUMAKyY — B false.

Jlns peanizaliii MEXaHIKH CTPUOKIB Ta 0OMEXKEHHS KUIBKOCTI CTPUOKIB Y MOBITP1
BukopuctoByeThbes GyHkuis CheckGround(). g gpyHKIis nepeBipsie, 41 3HAXOAUTHCS
MEPCOHAX Ha IMOBEPXHi, aHAJI3yIOYM HAsBHICTh KOJUIAWIEPIB y 3a/laHOMy pajiyci

HaBkoJj10 Touku groundCheck.
void CheckGround()
{

// BWKOHYEMO nepeBipky Ha nepeTWH 3 IiHWMMM Konnawgepamum B
3agaHoMy papiyci

Collider2D[] colliders =
Physics2D.OverlapCircleAll(groundCheck.position, 0.2f);

// fAxwo 3HanpgeHo xo4a 6 opauH konnawpep (Kpim BRacHoro), TO
BBAXAEMO, WO MepcoHax Ha 3emni

isGrounded = colliders.Length > 1;

}

Jnst peanizaiii TOPU30OHTAIBHOTO PyXy MEPCOHAXKa BUKOPHUCTOBYETHCS METO]T
GetAxis("Horizontal") kmacy Input. Lleit meton moBeprae 3HaueHHs Bix -1 1o 1, ske
BiJI0Opakae HAMPSIMOK PYXY IO TOPU3OHTAIIBbHIN 0cl. OTpUMaHe 3HAYCHHSI MHOXHUTHCS
Ha IMIBUJKICTh pyXy speed 1 NMPHUCBOIOETHCS TOPU3OHTANIBHIN CKIIAIOBIA BEKTOpa
mBuaKocTi rb.velocity. BepTukanbHa ckiamoBa MBHAKOCTI 3aJIMIIAETHCS HE3MIHHOIO,
10 J03BOJISIE MEPCOHAXKY 30epiraTu MOTOYHY BEPTUKAIBHY HMIBUIKICTH (HAPUKIIA,
pU CTPUOKY).

rb.velocity = new Vector2(Input.GetAxis("Horizontal") * speed,

rb.velocity.y);
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J{ns 3MiHM HanpsIMKY Opi€eHTallli mepcoHaka BUKOPUCTOBYEThCs: MeTon Flip().
Ilei merom mepeBipse HampPsSIMOK pyXy TEpcOHa)xa 3a  JIONMOMOTOIO
Input.GetAxis("Horizontal") i oGeprae crpaiiT mepconaxa Ha 180 rpagyciB HaBKOJIO

ocl1 Y, SIKIIIO HaNPsIMOK PyXy 3MIHUBCS.

void Flip()

{
if (Input.GetAxis("Horizontal"™) > ©)
transform.localRotation = Quaternion.Euler(9, 0, 0);
else if (Input.GetAxis("Horizontal") < 0)
transform.localRotation = Quaternion.Euler(0, 180, 90);
}

Jns onTuMmizaiii MOXKHAa BUKOPHUCTOBYBAaTH KEIIOBaHI 3HAUEHHS, HAIPUKIIA,
30epertu nomnepeaHe 3HadeHHs Input.GetAxis("Horizontal"), mo0 yHHUKHYTH
MOBTOPHUX OOYUCIIEHb.

Jlnst  cTBOpeHHs OUIbIl  TUIABHOI  aHIMallli pyXy MepcoHa)ka MOXKHA
BUKOPHUCTOBYBATH aHIMATop 1 3MIHIOBaTH MapaMeTpU aHIMAallli 3aJI€KHO Bl HAPSMKY
pYyXy Ta cTaHy nepcoHaxa (O1r, CTpuOOK, CTOSTHHS).

st ctpuOkiB Ha miatdopMax 3 Pi3HOK BHCOTOK MOXKHAa BHUKOPHUCTOBYBAaTH
PI3HI 3HAYEHHSI CWJIM CTpUOKa ab0 AMHAMIYHO 3MIHIOBATH BUCOTY CTPUOKA 3aJI€KHO
B1JI BIACTUBOCTEH TIIIaThOPMHU.

Jlnst peamizariii MexaHiKu CTPHOKIB BUKOPUCTOBYETHCS HACTYMHHUN (PparMeHT

Ko#4y:
if (Input.GetKeyDown(KeyCode.Space) && isGrounded)
{
rb.AddForce(transform.up * jumpHeight, ForceMode2D.Impulse);
}

Input.GetKeyDown(KeyCode.Space): nepesipsie, un Oyja HaTUCHYTa KJIaBilia
Space. isGrounded: mepeBipsie, 4d 3HAXOAWTHCS TMEPCOHAX HA 3emill (pe3ynbTar
byHKIii CheckGround()). rb.AddForce(transform.up * jumpHeight,
ForceMode2D.Impulse): nomae immynscHy cuiay a0 Rigidbody2D mnepconaxa.

transform.up: BekTop, 10 BKa3zye Bropy BigHOCHO o0'ekra. jumpHeight: Bucora
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cTpuOka, 3amana y 3MminHii. ForceMode2D.Impulse: pexxum go1aBaHHs CHIIM, KU
3aCTOCOBY€E CHUITY MUTTEBO.
TakuM 9YWMHOM, TIpM HATHUCKAaHHI KJIaBIiII Space 1 3a yMOBH, IO TEPCOHAXK
3HAXOJUTHCS HA 3€MJI1, 10 HbOTO 3aCTOCOBYETHCS CUJIA, 110 IITOBXA€E HOTO Bropy.
3.2.3. CTBOpeHHs aHiMAalili 1J151 IepCoOHAKA
JIns1 cTBOpEeHHS aHIMaIlii MepcoHa)ka HEOO0X1THO BUKOHATH HACTYITHI KPOKHU:
1) V penakTopi cipailTiB pO3IIIUTH BEIUKUN CIIPANT MepcoHaXka Ha OKpeMi
CIIpaiiTH, IO BiAMOBITAIOTH PI3HUM CTaHaM (xoanba, Oir, cTpUOOK, 1 Tak
Jami).
2) Honatu koMIOHEHTYy Animator A0 00'€kTa epcoHaxa.
3) Ans KoKHOro HAOOpYy CHpaiTIiB CTBOPUTH HOBUM KIIIN aHIMaIli B
penakTopl aHiMailiii. BCTaHOBUTH TpHUBANICTh KIIIy Ta HaJAIITyBaTH
MIEPEXON MK KJIIIaMHU.
4) TlpuB's3ati KIIIMM aHIMaIlli J0 TMapamMeTpiB KOHTpoyiepa aHIMallii.

Hampuknan, mapamerp "Speed" Moke KepyBaTH TIIEPEXOJOM MiX

aHIMaIlisIMi X060 1 Oiry. (puc 3.7).

Puc. 3.7. Bikno Animation
Hactynaum eranom € koH]irypaiiis nepexoaiB Mix aHIMAaIlisIMH, 10 JT03BOJIUTh
IJIABHO TIEPEXOAUTH Bif OfHI€ET mii 10 iHIOI (HAMPHKIAJ, BiJ XOIbOM O CTpUOKA)
BIJIMOBIAHO 110 irpoBuX moAiil. le mocsiraeThcsi MUIIXOM BCTAHOBIJICHHS 3B’SI3KIB MIXK

PI3HUMU aHIMaIIMHUMHU KJIIIaMU B KOHTpoJiepl aHiMailii (puc. 3.8).
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Puc. 3.8. BikHO 3B’ s13KIB aHIMalli

3.2.4. Peanizaiiss BoraenajbHoi 30poi

[Ticnst cTBOpeHHs aHIMaIlii Ta pyXiB IEPCOHAXKA, JIOTTYHUM KPOKOM € JTOJIABAHHS
dbyHKIIOHATY CTpimhOHM. JIJIT 1IbOTO MM IHTETPYEMO B ITpOBHIl 00'€KT 30poOto,
HAJIAIITOBYEMO 11 XapaKTEPUCTUKU Ta Peali3yeMO MEXaHiKy MOCTPiTy.

Jiist kepyBaHHs 30pO€I0 BBOIMMO HACTYITHI 3MIHHI:

fireRate: wacTora cTpinpOH, BU3HAYAE KUTBKICTh TOCTPLITIB 3a CEKYH/TY.

Damage: BenrunHa MIKOH, 1110 HAHOCUTHCS TIPH MOCTPLIII.

whatToHit: macka mapiB, 110 BH3HAYaE, 3 IKUMHA 00'€KTaMHU MOXKE B3a€EMOIISTH
KYJIS.

public float fireRate = 0;

public float Damage = 10;

public LayerMask whatToHit;

Jist  peamizaifii MexaHiKd CTpLIbOM cTBoproemo (yukimito Shoot(), sxa
BUKOHY€THCSI NPU HATUCKAHHI HAa KHOMKY CTpIbOu. DyHKIlIS mepeBipsie, Yd MUHYB
JOCTaTHIN Yac 3 MOMEHTY MOMNEPEAHBOTr0 MOCTPLTY, 1 SKIIO TaK, TO CTBOPIOE KYJIIO Ta
noaac i HeoOX1IH1 CUJIIH.

void Shoot()

{
// CTBOpeHHA kyni (prefab)
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Instantiate(bulletPrefab, firePoint.position,

firePoint.rotation);

}

Jliis oOMeXeHHs IIBHJKOCTI CTPUIbOM BHUKOPHCTOBYEeThCs 3MiHHA timeToFire.
[Ipy KOKHOMY TOCTPIJIl ISl 3MiHHA OHOBJIIOETHCS, 1 HACTYIHUHN MOCTPUT MOXKe OyTH

3MIMCHEHUN TUTBKY TICTIS 3aKIHYCHHS 3a/IaHOTO 1HTEPBAIY 4acy.

if (fireRate == 0)

{
if (Input.GetButtonDown("Firel"))
{
Shoot();
}
}
else
{
if (Input.GetButton("Firel") && Time.time > timeToFire)
{
timeToFire = Time.time + 1 / fireRate;
Shoot();
}
}

Jiist Bu3HaU€HHs 00'€KTiB, K1 MOXYTh OyTH YpakeHi KyJIet0, BUKOPHUCTOBY€EThCS
Mmacka mapiB whatToHit. 1 macka no3Bossie (GuUIbTpyBaTH 31TKHEHHS KyJll 3 1HIIUMHU

00'€eKTaMH B CIICHI.

// Tpuknag BWKOPUCTAHHA Macku wapiB nNpu 3iTKHEHH1 Kyni 3 iHwuMm
06'ekTOoM:

void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.layer == whatToHit)

{
// 3acTocyBaHHA wkoauM Ao 06'eKTy
Health enemyHealth =
collision.gameObject.GetComponent<Health>();
if (enemyHealth != null)
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enemyHealth.TakeDamage(Damage);

}

JIst cTBOpEeHHS OB IHTEPAKTUBHOTO Ta BI3yaJIbHO ITPUBAOIMBOTO TEUMILICIO,
HEOOX1JTHO CHHXPOHI3YBaTH HAMPSIMOK IMOCTPUTY 3 TMOJIOKEHHSM Kypcopy MHUII Ta
Bi3yaJTli3yBaTH TPAEKTOPIIO KyJIl.

J1J1s1 BU3HAYECHHS TOUKH, B SIKY CIIPSIMOBAHUI TIOCTPiJl, BHKOPUCTOBYETHCS METOT
Camera.main.ScreenToWorldPoint. Ileit MeTon mepeTBOprOE KOOPAWHATH KypCopy

MHUII1 B €EKPAaHOBUX KOOPJIMHATAX Y CBITOBI KOOPAWHATH IPH.
Vector2 mousePosition = new

Vector2(Camera.main.ScreenToWorldPoint(Input.mousePosition).x,

Camera.main.ScreenToWorldPoint(Input.mousePosition).y);
Jlnst Bizyasnizaliii TpaekTopii Kyiii BUKOpUCTOBY€eThbest MeToa Physics2D.Raycast.
Lle#t MeTon CTBOpIOE MPOMIHB (ray) 3 TOYKHU CTPUILOM B HANPSIMKY KypCcOpYy MHIIII 1

NepeBIpsi€, U MEPETUHAETHCS LIEH MPOMIHB 3 SKUMHUCH 00'€KTaMU B CLIEHI.

Vector2 firePointPosition = new Vector2(firePoint.position.x,
firePoint.position.y);

RaycastHit2D hit = Physics2D.Raycast(firePointPosition,

mousePosition - firePointPosition, 100, whatToHit);

firePointPosition: mouyatok nmpoMeHs (To4YKa CTpiJibOn).

mousePosition - firePointPosition: HanmpsiMox mnpomeHsi (BEKTOp BiJl TOYKH
CTPUIBOU 1O TOUKH MPULILTIOBAHHS).

100: makcuManbpHa BiJICTaHb, HA SIKY TMOIIUPIOETHCS MPOMIHb.

whatToHit: macka miapiB, 1110 BU3Ha4a€, 3 SIKUMU 00'€KTaMU MOXKE B3a€EMOJISTH
IPOMIHb.

Jlist Bizyasmizartii MpoOMeHsI MOXKHA BUKOPUCTOBYBATH PI3HI ITiIXO/IH:

Debug.DrawLine: et mMeron 1a03Bojsie mMaitoBatv JiiHII B Scene View st
BI/UIarOKEHHS.

Line Renderer: 1ieii KOMIIOHEHT JA03BOJISIE CTBOPIOBATH JIiHIT B IrPOBOMY CBITI.
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Prefab kymi: MoxHa iHcTaHmitoBatu npedad Kyii 1 3a/1aTh MOro MOJIOKEHHS 1
MacimTad BiAMOBIAHO 70 pe3yabTariB Raycast.

// Tlpukian Bukopuctanas Debug.DrawLine

Debug.DrawLine(firePointPosition, hit.point, Color.red);

SIKII0 MpOMiHBb MEPETHYB SIKUHCH 00'€KT, TO B 3MiHHIA hit Oyae MicTuTHCS
iH(opMallis PO TOUKY MEPETUHY Ta 1HIIMK KopucHui aaHi. [{ro iHpopmarliito MoxkHa
BUKOPHUCTOBYBATHU [IJIsl 3aCTOCYBaHHS IIKOAM, BIATBOPEHHS 3BYKOBUX €(eKTiB abo
IHIINX .

3.2.5. I'nbesb Ta BiAPOAKEHHS repost

Jlnst cTBOpeHHs O1IbIl JIMHAMIYHOI Ta IIKABOI TP HEOOXITHO peaii3yBaTh
MEXaHIKy CMepTI Ta BIAPOKEHHS nepcoHaxka. Lle 703BouTh rpaBIieBl MPOAOBKYBATU
rpy micis 3aruberi, ajie Mpu I[bOMY CTBOPUTD JTOJIATKOB1 BUKIIUKH.

JIns1t BIICTEXKEHHS CTaHy 37I0pOB'sl IEpcOHaka CTBOPrOeMo Kitac PlayerStats:

public class PlayerStats {

public int Health = 100;

}

®yukiiis DamagePlayer 3MeHIITy€e KUTBKICTh OYOK 370POB'Sl Ta TIEPEBIpPsIE, YU HE
3arMHYB MIEPCOHAK:

void DamagePlayer(int damage) {

playerStats.Health -= damage;

if (playerStats.Health <= @) {
GameMaster.KillPlayer(this);

}

Jlst cumymisnii cMepTi Bif maiiHHs BBoAuMo 3MiHHY fallBoundary, sika BuzHavae
HIDKHIO MEXY IrpoBOro moss. Skmo xoopAauHaT Y MepcoHaka CTa€ MEHIIOK 3a IIe

3HAUEHHS, TO TIEPCOHAX BBAXKAETHCS 3arUOINM:
public int fallBoundary = -20;
if (transform.position.y <= fallBoundary) {
DamagePlayer(9999999);

}

Jlist peanizariii MeXaHiKu BiIPOKEHHSI HEOOX1THO:
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Prefab mepconaxa: 3MminHa playerPrefab mictuTe mnocunanHs Ha mnpedabd
MIEPCOHAXA, SIKUI Oy/ie BUKOPHCTOBYBATHCS JIJII CTBOPEHHS HOBOTO €K3EMILISIpa TIPH
BiJIPOI’KEHHI.

Touka Bimpo/KeHHs: 3MiHHa spawnPoint BM3Havyae mMo3uIlio, B sKiii Oyme
3'SIBIIATUCS IEPCOHAX MICTS BIAPOIKCHHS.

3arpuMKa BIAPOIKEHHS: 3MiHHa spawnDelay Bu3Hauae dyac, uepe3 KU
nepcoHax Oy/e BIAPOIKEHUM MICIs CMEpPTI.

public Transform playerPrefab;

public Transform spawnPoint;

public int spawnDelay = 2;

OyHKIIs BIIPOKEHHS (MpUKIIa peanmi3aiii B kinaci GameMaster)

public void KillPlayer(Player player)

{
Destroy(player.gameObject);
Invoke("RespawnPlayer", spawnDelay);
}
void RespawnPlayer()
{

Instantiate(playerPrefab, spawnPoint.position,

spawnPoint.rotation);

}

Jlnst  CTBOpPEHHST HOBOTO €K3EMIUIApY TMEepCOHaka B 3aJaHiid  TOYIl
BUKOPHUCTOBYeMO KOMIIOHEHT Transform. 3minHa playerPrefab mictute nocunanus Ha
npedad mepcoHaxka, sikvil Oyae KJIOHOBaHUM, a spawnPoint BU3Ha4yae MO3UIIIO 1
oOepTaHHs, B siKi Oyzie MOMIIIICHUI HOBHI €K3eMILIAP.

public Transform playerPrefab; // IIpedad nepconaxa

public Transform spawnPoint; // Touka BiapomKeHHS

Jlnst  3aTpUMKH  BIIPODKCHHSI TEPCOHa)ka BHKOPUCTOBYETHCS KOPYTHHA.
KopyTuHa m03BOMSIE THMYACOBO 3yNMMHUTH BUKOHAHHS (YHKIIT 1 MTPOJOBKHUTH HOTO
TMi3HIIIE.

public static void KillPlayer(Player player) {
Destroy(player.gameObject);
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gm.StartCoroutine(gm.RespawnPlayer());
}

Destroy(player.gameObject): Bungansie irpoBuii 00'€KT MepcoHaXKa.

gm.StartCoroutine(gm.RespawnPlayer()): 3amyckae kopytuny RespawnPlayer B
kiact GameMaster.

[Enumerator RespawnPlayer() {

yield return new WaitForSeconds(spawnDelay);
Instantiate(playerPrefab, spawnPoint.position, spawnPoint.rotation);

b

yield return new WaitForSeconds(spawnDelay): 3ynuHse BUKOHaHHS KOPYTHHU
Ha spawnDelay cekyHI.

Instantiate(playerPrefab, spawnPoint.position, spawnPoint.rotation): cTBOpto€
HOBUH eK3eMIULIp npedada mepcoHa)xa B 3aJaH1i MO3HIIIT 1 3 3aJJaHUM OOCPTaHHSM.

3.2.6. llITy4yHuii iHTeJIeKT BOPOTiB: HAaBIiramisa Ta NoBeAiHKA

Jnst cTBOpeHHsT OUTBbINI CKIIQMHUX 1 IIKaBUX ITPOBUX CHUTyaIlill HEOOX1JIHO
peanidyBaTi INTYYHUM 1HTENEKT BOporiB. lle m0o3BoiuTH BOporam ImepeciiyBaTu
IpaBIlsl, YHUKATH MEPEIIKO/ 1 MPUHAMATH 1HIII PO3YMHI PIIIEHHS.

Jlnst peamizariii HaBirailii BOpOriB BUKOPUCTOBY€ETHCS 30BHINIHS Oi0mioreka A*
Pathfinding Project. Ils O6i0mioreka Hagae e(EKTUBHUN QJITOPUTM MOLIYKY
HAWKOPOTIIIOTO HUISAXY, SIKUM JO3BOJISIE BOPOTraM OOXOJUTH TEPEIIKOAU 1 TOCATaTH
3aJ1aHO1 TOYKH.

public Transform target; // Llutb nms nepeciigyBanHs (TpaBellb)

public float updateRate = 2f; / HacTora OHOBIICHHS IIUISIXY

private Seeker seeker; // KoMmoHeHT /11 OMIYKY HUISXY

private Rigidbody2D rb; // KomnoneHnT nmst (pi3u4HUX BIACTUBOCTEN

public float speed = 300f; // [LIBunkicTs pyxy Bopora

public ForceMode2D fMode; // Pexxum 3acTocyBaHHS CUITU

Jo1st BIZICTEXKEHHSI CTaHy 37I0POB'St BOpOra CTBOPIOEThCS Kiac EnemyStats:

public class EnemyStats {

public int Health = 100;
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Oynkuis DamageEnemy 3MeHIIye KIJIbKICTh 040K 3/I0POB'st BOpora 1 repesipsie,

YH HE 3arUHYB BIH:
public void DamageEnemy(int damage) {
stats.Health -= damage;
if (stats.Health <= 0) {
GameMaster.KillEnemy(this);

}

Pyx Bopora no musixy

VYV wmetoai Start orpumyemo kommnoHeHtu Seeker 1 Rigidbody2D, a Takox
nepeBipsieMO, Ud 3a7aHa b IS IEPECiyBaHHS.

3a nonomoroto metoay seeker.StartPath 3amyckaemo nmomyk nuisaxy mo mii. Lei
METOJl aCHHXPOHHUH, TOMY pe3yJIbTaT NOWYKY Oy/ie JOCTYIHUN Mi3HIIIE.

Y wmetoni FixedUpdate mnepeBipsemMo, uu 3HaAEHO HUIAX. SKIIO HUIAX

3HANJEHO, TO PyXa€MO BOPOTa JO HACTYIHOI TOYKH IIJIAXY.
void FixedUpdate() {
if (path == null)
return;
if (currentWaypoint >= path.vectorPath.Count)
return;
Vector3 dir = (path.vectorPath[currentWaypoint] -
transform.position).normalized;
rb.AddForce(dir * speed * Time.fixedDeltaTime, fMode);
float dist = Vector3.Distance(transform.position,
path.vectorPath[currentWaypoint]);
if (dist < nextWaypointDistance) {
currentWaypoint++;

return;

}

JlomaTKkoBl MOXKIUBOCTI:
e MoyKHa CTBOPUTHU Pi3HI THUIIHA BOPOTIB 3 PI3HOIO MOBEIIHKOIO (HAPUKIIA],
JanbpHIN O1#, ONFKHIN O1i, JTITal04l BOPOTH).
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e Boporn MoXyTh 3MIHIOBATH CBOIO MOBEIIHKY 3aJ€KHO BiJ CHUTYallii
(HampuKaa, TMEepPEeXOAUTH BiJ TMAaTPYIIOBaHHS JO TeEpeciiayBaHHs
rpaBLis).

e Boporu MoxyTb MaTu 00MeXeHY BUIUMICTh a00 4yTH 3ByKH, 10 BILTUBAE
Ha TXHIO TTOBEIHKY.

e Boporu MOXyTb JisiTH TpyHlaMu, KOOPJIUHYIOUYH CBOI JIii.

3.2.7. I'padiunmnii inTepdeiic 15 repost Ta BOpora

Hactynmaum eramoM po3poOku € BIpOBaJKeHHs rpadigHoro inTepdency
kopuctyBada (GUI). [lepmmm kpokom Oyie CTBOPEHHS CMYKOK 3I0POB'S 1JI BOPOTiB
Ta rpaBis (auB. puc. 3.9). ug uporo mu ctBopuMo B Unity mopoxHii 00'eKT, KUt

OyJ1e MICTUTH CKPHIIT, 1110 BIJMIOBIJA€ 32 OHOBJICHHSI Ta B1JIOOPa’KEHHS CTaHy 3/10pPOB'sL.

100/100 HP

ey

Puc. 3.9. Cmyra inTepdeiicy KuTTs Bopora

®dyukiis SetHealth BigmoBimae 3a BisyanbHE NMPEACTABICHHS CTaHY 3I0POB'S
irpoBoro o0'ekra. BoHa mnpuiiMae moToyHe Ta MaKCHMajlbHE 3HAUEHHS 3/10POB'A,
0OYMCIIIOE€ BIIHOUIEHHS IIUX 3HAY€Hb 1 MaclTalye NPSIMOKYTHHK, IO MPEACTaBIISE
CMYTY 3JI0pOB'sl, BIINOBIAHO 10 OTPUMAHOIO pe3ysbTaTy. TeKCTOBe MOJe HaJl CMYTOlO
OHOBJIIOETHCSI, B11I0OpaKar0uu MOTOYHE 1 MAKCUMAaJIbHE 3HAYEHHS 3/I0POB'S.

public void SetHealth(int cur, int max): oronomye ¢ynkmiro SetHealth, sxa
npuiiMae J1Ba MUIMX YKciia: _cur (IOTOYHE 37I0pOB'sA) 1 _max (MakCuMajbHE 370POB's).

float value = (float) cur / max;: 0oOYHUCIIOEMO BiJHOIIEHHS MOTOYHOIO
30pPOB'ST 10 MaKCUMAJBbHOTO 1 TIEPETBOPIOEMO PE3YNBTAaT B YHUCIO 3 TIABAIOYOIO
Toukoro. lle 3HaueHHs Oyde BHKOPHUCTOBYBAaTHCS JUI MaclITaOyBaHHS CMY>KKH
310pOB'sL.

healthBarRect.localScale = new Vector3( value, healthBarRect.localScale.y,
healthBarRect.localScale.z);: 3miHIOEMO MaciTad MPSIMOKYTHHUKA, SKUN MPEACTABIISIE

CMYTY 310pOB'a. 3HAUCHHS MO OCi X BCTAHOBJIIOETHCS PIBHUM OOYHMCIIEHIN BEITMYMHI
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_value, T00TO CcMmyxka Oyae 3allOBHEHa MPOIMOPIINAHO BIJHONUIEHHIO MOTOYHOIO
3I0pPOB'S 10 MaKCUMalbHOTO. BrcoTa 1 murbnuHa My KU 3alUIIAI0ThCSl HE3MIHHUMM.
healthText.text = cur + "/" + max + " HP";: OHOBIIOEMO TEKCT, SIKUU
BijioOpaxkae MOTOYHE 1 MaKCUMaJlbHE 3HAYEHHSI 37I0pOB's.
KomitoeMo y BiKHI CIIEHH CTBOPEHHH CKPHUIIT JO OO’€KTY TpaBIlsi, Ta MaEMO

Takui came pe3yibrar rpadiuHom iHTepdeiicoMm Ha irpoBoMy nepcoHaxi (puc 3.10).

100/100 HP

Puc. 3.10. Cmyra inTepdeiicy KuTTs repost
3.2.8. Bzaemojisi Mixk 00’ €KTaMHu
PeamizyeMo MexaHiKy 3aBmaBaHHs IIKOAW. BBememo 3MinHy Damage, 1m0
BH3HA4Ya€e CUJIy araku TpaBis. [Ipyu 3ITKHEHHI CHapsay 3 BOPOXKHM 00'€KTOM
OTPUMYEMO JTOCTYTI 10 CKPHIITY BOpora 3a JIOITOMOTOFO
hit.collider.GetComponent<Enemy>() 1 Bukiaumkaemo wmetoq DamageEnemy,
nepenaryn oMy 3HAUeHHs 3aBAaHOi MIKoAau. [[is BiUIaropkeHHs J101a€MO

IMOB1JIOMJIEHHS B KOHCOJIb.

public void DamageEnemy(int damage)

{
health -= damage;

healthBar.SetHealth(health, maxHealth); // OHoBnAEMO cMyry

340poB’ A

if (health <= 0)
{

// Bopor 3aruHyB, BMWKOHYEMO HeobxipHi pii, Hanpwuknag,
BiaTBOpeHHA aHimauii cmepTi, BuAaneHHA 06'ekTa

Destroy(gameObject);
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Tenep Mmu 3poO6MMO Tak, 11100 BOPOT MIT 3aB/IaBaTH IIKOAX Halomy reporo. Koiu
repoil OTpUMy€E yaap, MU BITHIMAEMO KUIBKICTh 3aBIaHMX OYOK 37I0POB'S Bia HOTO
MOTOYHOTO 3/I0POB's. SIKIIIO 3A0POB'st reposi CTaHe HyJieM ab0 MEHIIIe, TO BiH MPOTPaE.
Takok MM OHOBIIIOEMO CMYTY 370pOB'Ss Ha €KpaHi, 100 rpaBelb OaYuB, CKIUIbKU
3MIOPOB'Sl Y HHOTO 3AUIIIIIOCS. My 3poOUMO T€ came 1 I Bopora, mob BiH TEX MIT
OTPUMYBATH YIIKOJKCHHS 1 TUHYTH.

public void DamagePlayer(int damage): QpyHKIliSI BUKIMKAEThCS, KOJIU TPaBEIb
OTPUMYE YITKOIKCHHSI.

stats.curHealth -= damage;: 3MeHIIyeMO mOTOYHE 370pOB's IPABIIS HA 3HAYCHHSI
damage.

if (stats.curHealth <= 0): mepeBipsiemo, 4u He cTaJIO 310POB's rPABILS MEHIIIE 00
PIBHUM HYITIO. SIKIIO Tak, TO TpaBellb TMHE.

GameMaster.KillPlayer(this);: Bukmukaemo ¢ynkuio KillPlayer B kmaci
GameMaster, sika BiAmoBigae 3a oOpoOKy cCMepTi TpaBis (HANpUKIAJ, MEpe3aryck
P1BHS, BIIOOpaXKEHHS €EKpaHy CMEPTI).

statusIndicator.SetHealth(stats.curHealth,  stats.maxHealth);:  oHOBIIOEMO
1HUKATOP 37I0POB'S HA €KpaHi, epelalouu oMy TTOTOYHE 1 MAaKCUMAaJIbHE 3HAYEHHS
310pPOB'SL.

DamageEnemy: ¢yHKIIis mpaifoe aHAJIOT19HO, ajie 3aCTOCOBYETHCS 10 BOPOTIB.

Jlst peamizaiiii MEXaHIKM MHUTTEBOI 3aru0ei Bopora Mpu 31TKHEHHI 3 TPaBIEM
BukopuctoByeTbest QyHkIiss OnCollisionEnter2D. Ilpu 31TKHEHHI 3 TpaBLiEM BOPOT
3aBla€ MOMy IIKOJAU, a TMOTIM CaM OTPUMYE CMEPTEIbHY J03Yy YIIKOIKEHB, IO
MIPU3BOANTH JI0 HOTO 3HUIIICHHS.

[TokpoKOBE MOSICHEHHS KOAY:

void OnCollisionEnter2D(Collision2D _collnfo): dbyHKIlIS BUKITUKAETHCS, KON
B1/10YBAETHCA 3ITKHEHHS MK JIBOMa 00'€KTaMHu, 1110 MalOTh KOJIJIalIepH.

Player player = _collnfo.collider.GetComponent<Player>();: yacTuHa KomIy
oTpumye KoMIoHEHT Player 3 00'ekTa, 3 IKUM BIIOYJIOCS 31TKHEHHS. SIKIIO 31TKHEHHS

B1JI0yJIOCA 3 TpaBLEeM, To 3MiHHa _player Oyne MICTUTH MOCUJIAHHS HA CKPUIIT I'PaBIIsl.
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_player.DamagePlayer(stats.damage);: Bukinkaemo ¢ynkiito DamagePlayer y
CKPHIITI TPaBIIsl, Iepelatodu 1l 3HAYCHHS 3aBIaHO1 IIKOIH.

DamageEnemy(9999999);: Buxmmkaemo ¢ynkmiro DamageEnemy mms camoro
cebe (Bopora), mepefarouu il JyKe BEJIMKE 3HAUCHHS IIKOAM, 110 TapaHTye MOro
3HUIIEHHS.

3.2.9. I'enepanisi XBUJIb BOPOTiB

PeanizyeMo MexaHiKy CllaBHY XBHJIb BOpOTiB. CTBOPUMO CUCTEMY, KA JO3BOJISIE
3aJ1aBaTH KiJIbKICTh BOPOTIB Y XBWJI, IHTEPBAJI MK XBWJISAMU Ta TOUKU craBHy. Jlis
YOPAaBIIIHHS TPOIECOM CHaBHY BUKOPHCTOBYEMO CKIHUEHHHM aBTOMaT 3 TphOMa

cranamu: SPAWNING, WAITING, COUNTING.

public class WaveSpawner : MonoBehaviour

{
// ... 3MiHH1 ...
void Update()
{
switch (state)
{
case State.SPAWNING:
// CnaBHMM BOpoOris
break;
case State.WAITING:
// Yekaemo
break;
case State.COUNTING:
// BippaxoByemMo 4ac
break;
}
}
void SpawnEnemy(Transform _enemy)
{
// ... Kop OyHKUil ...
}
}
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NepeBipka HAsABHOCTM XWBUX BOpPOris

bool EnemyIsAlive()

{
// KoxHi cekyHpy nepeBipsAeMo, 4Mm € XuBi BOporwu
searchCountdown -= Time.deltaTime;
if (searchCountdown <= ©f)
{
searchCountdown = 1f;
// llykaemo o06'ektn 3 Terom "Enemy"
if (GameObject.FindGameObjectWithTag("Enemy") == null)
{
return false; // fAKwo He 3HaWWAM XOAHOro, MOBEPTAEMO
false
}
}
return true; // IHakwe noBepTaemo true (€ xvBi Boporu)
}

[{s yHKII BUKOPUCTOBYETHCS AJIs NMEPIOJUYHOIT MEPEBIPKH, YN 3aJIULIMINCS
’KUB1 BOPOTH Ha cleHl. BoHa mrykae 00'extu 3 Terom "Enemy" 1 moBeprae true, sKio
TaKi 00'€KTH 3HANIILITUCS.

[Tepexin 10 HACTYIHOT XBUJI1

if (waveCountdown <= 9)

{
if (state != SpawnState.SPAWNING)
{
StartCoroutine(SpawnWave(waves[nextWave]));
}
}

ko TaitMep 71t HACTYITHOT XBUJT1 3aKIHUYMBCS, 1 MU HE 3HAXOIUMOCS B POIIEC]
CIIaBHY, TO 3aIlyCKaeMO KopyTuHy SpawnWave, sika BIATIOBIIa€ 3a MOSBY HOBOI XBHJII
BOPOT'B.

CraBH XBUII

IEnumerator SpawnWave(Wave _wave)

{
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// ... Kog OyHKUil
¥

[ls ¢yHKuig iTepye MO BCIX BOPOrax y XBWJI, CHABHIOIOYM iX 3 TMEBHUM
iaTepBanoM. [licns 3aBepiieHHs criaBHy BCiX BOPOTiB, nepeBoauTh ctan B WAITING.

[lepeBipka Ha 3aBepIlIEHHS XBUJIl Ta TOYaTOK HOBOT

if (state == SpawnState.WAITING)

{
if (!EnemyIsAlive())
{
WaveCompleted();
}
else
{
return;
¥
}

Axmo Mu nepeOyBaeMO B CTaHI OYIKYBAaHHS 1 BCl BOPOTH 3HHILEHI, TO
BuKiInkaemo pynkiiro WaveCompleted().

3aBepIeHHS XBHIII Ta MEPEXiJI 10 HACTYITHOL

void WaveCompleted()

{
// ... Kop OyHKuUil
}

s pyHKI1s1 00pOOIIsi€ 3aBEPIICHHS XBUII1: CKUAA€ TaliMep AJIs HACTYITHOI XBUJII,
MepEMHUKAE CTaH 1 30UIbIIIyE HOMEp HACTYMHOI XBWJIl. SIKII0 11e Oyia ocTaHHS XBUJIS,
TO LUKJI XBUJIb IOYMHAETHCS CIIOYATKY.

3.2.10. I'pa¢iunuii inTepdeiic 10 reHepaTopy XBHJIb

J171st CTBOpEHHS OLTBIT 1HTYITHBHOTO KOPUCTYBAIIBKOTO 1HTEpdECy, MU T0IaMO
710 TPU €JIEMEHT, KUl Oyne BigoOpakaTh HOMEp MOTOYHOI XBHIII BOporiB. Lle Oyme
peaizoBaHO 3a JOMOMOIOK TPhOX TEKCTOBUX OO'€KTIB, fAKI OylyTh JUHAMIYHO

OHOBJIIOBATHUCA BiI[HOBiI[HO A0 IMOTOYHOTO CTaHYy I'pH. Takum YWMHOM, I'paBClb 3aBXKIU
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Oy/zie 3HaTH, HA SIKOMY €Talll BiH 3HAXOAUTHLCS 1 MOXKE TIJIaHyBaTH CBOT JIii BIATIOBITHO

(puc 3.11).

INCCHMING

Puc. 3.11. BinoOGpaxkeHHs TOTOYHOT XBUJI1
Onomnenns 1HTEpQEICY 3aleKHO B cTaHy craBHepa. el ¢parmeHT xomy
3a0e3neuye CUMHXPOHI3AIlI0 MK CTAHOM CIIaBHEpa XBWJIb 1 rpadiuyHuM iHTEpdeiicom
rpu. [I{o6 3poOuTu Horo OUIBLI 3pO3YyMIIIUM, PO3IIITHEMO KOKHY YaCTUHY OKPEMO.
OcHoBHa ¢yskuis Update:
void Update () {
// TepeBipAemMo cTaH cnaBHepa 1 BWKAMKaemMo BianoBigHy o¢yHKuUil

OHOBNEHHA 1iHTepodeicy

switch (spawner.State)

{
case WaveSpawner.SpawnState.COUNTING: UpdateCountingUI();
break;
case WaveSpawner.SpawnState.SPAWNING: UpdateSpawningUI();
break;
}
// 3anam'AToBYyeEMO nonepeaHin CcTaH AnA HacTynHol iTepauiil
previousState = spawner.State;
}

s dyHKIIS BUKOHYETHCS KOXKEH KaJp 1 MepeBipsie MOTOYHHUI CTaH criaBHEpa
XBWJIb. 3aJie)KHO BiJ CTaHy, BUKIMKAETHCS BIAMOBIAHA (DYHKIS A7 OHOBJICHHS
rpadiyHoro iHTepdeincy.

OmnogneHHs iHTepdeicy mij yac BiAJIKy A0 XBUJIL:

void UpdateCountingUI ()

{
// ... Kopo ...
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}
[ls ¢yHKIis BiAmoBiiae 3a BiIoOpakeHHS 1H(oOpMalii Mpo BIWIIK Yacy 0
MOYaTKy HOBOI XBWJIl. BoHa BKITIOYa€e aHiMaIlito 1 OHOBIICHHS TEKCTY Taiimepa.

OnogyieHHs iHTepdeicy i Yac CraBHy XBUJIL:

void UpdateSpawningUI()

{
// ... Kopg

}

I{s dyHKIis BiAMOBiAAE 3a BiAOOpaXKEHHS IMOBIJIOMJICHHS PO IMOYATOK HOBOT
xBWJIl. BoHa Takok BKITIOYAE aHIMAIIIIO 1 OHOBJICHHS TEKCTY 3 HOMEPOM XBHUTI.

®ynkuii UpdateCountingUI 1 UpdateSpawningUI B3aemMozitoTh 3 enemMeHTaMu
rpadiyHoro iHTepdeiicy, TaKMMH K aHiMallii 1 TeKCToB1 noJs. e 103Bosie TuHaMiuHO
3MIHIOBATH 30BHIIIHIN BUMIISAJ TPU 3aJIEKHO BiJl CTaHy CIIaBHEPA XBUJIb:

UpdateCountingUI: Bxitoyae animaiito BigIiky. OHOBIIOE TEKCT Taiimepa,
B1100pakKar0uy 3aJUIIMBCS Yac 10 MOYaTKy XBUJIL.

UpdateSpawningUI: Bkitodae aHimamiro no4yarky XBuil. BigoOpaxkae HoMep
HACTYITHOI XBWJI1. 3B'SI30K 3 rpadiyHUM 1HTEpdericom

3.2.11. YMoBH A1 3aBepPUICHHS I'PH

Jlst peanizariii MeXaHiKd CMEPTI TpaBLsd BBEAEMO 3MiHHY _remainingLives, sika
Oyzme 30epiraTé KUIBKICTh 3aJMIIMBIIMXCS JKUTTIB. Tako CTBOPHUMO BiJIOBIIHUI
eJeMeHT iHTepdeiicy 11 BinoOpakeHHs 1i€i 1HPpopMallli KOPUCTYBauEBi.

private static int _remainingLives = 3;:

Orosonryerbes MpUBaTHA CTaTUYHA 3MiHHA _remaininglives 1 iHIiami3yeThCs
3HaueHHAM 3. Lle o3Hauae, mo cnoyarky rpaBelb MA€ 3 KUTTH.

private: 3MiHHA JOCTYITHA TUTHKU BCEPEANHI KIIacy, € BOHA OTOJIOIICHA.

static: 3MIHHA € CHUIBHOIO JIJISl BCIX eK3eMIULspiB kiacy. Lle o3Hadae, mo Bci
00'eKTH 1IHOTO KJIaCy OyIyTh MaTH TOCTYTI IO OAHIET 1 Ti€l K 3MIHHOI.

public static int Remainingl.ives: BIacTUBICTb, sIKa JO3BOJIIE OTPUMATH JOCTYII
710 3HaYEHHs 3MIHHOI _remainingl.ives 3 1HIIUX YaCTUH KOIY.

get: akcecop J103BOJIIE OTPUMATH MOTOYHE 3HAYEHHS 3MIHHO].

Hami po3po0nsemo:
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I'padiunuii iHTepdeiic: CTBOPEHHS BI3yaJIbHOTO €JIeMEeHTa (HampuKiIaj,
cepriedok abo nmudpu), kit Oyze BiIoOpakaTh KUTHKICTh 3aTUIIHBIITNXCS KUTTIB.

MexaHika BTpaTu KHUTTS: JOAABaHHs JIOTIKH, ska Oy/ie 3MEHIITYBaTH KiJIbKICTh
YKUTTIB IIPH TICBHUX YMOBaX (HAMpPHKJIA, 3ITKHEHHS 3 BOPOTOM).

OOpoOka KiHI Tpu: peamizallis Aiil, siki OyyTh BUKOHYBAaTUCS MPH BTPaTi BCiX
KUTTIB (HAPUKIIaJ, B1TOOpaKeHHs €KpaHy KIHIIS TPH, Iepe3anycK piBH:).

// 3MeHwWweHHA KinbKoCTi XuTTiB

void LoselLife()

{
_remaininglLives--;
if (_remaininglLives <= 0)
{
// Buknukaemo ¢yHkuiw, Aka obpobnsae KiHeub rpwu
GameOver();
}
}

Puc 3.12. Inrepdeiic mOTOYHOI KUIBKOCTI KUTTIB Teposl.

Komnu rpaBenb Brpauae BCi CBOi JKUTTS, I'pa 3aKiHUyeThcs. ToMy MU 101amo 110
¢ynkuii KillPlayer ymoBy: SKIIO KUIBKICTh HUTTIB CTaja pPIBHOK HYIIO, TO
BukiMKaeTecsl (yHkuiss EndGame(), sika BignoBigae 3a 3aBeplUEHHS IpH. SAKIIO X
KUTTIB 3QJIUIITUIOCS OUIbIIE HYJSI, TO TPaBellb BIAPOKYETHCS Y BUSHAYEHINA TOYIT.

private Text livesText;

Oromomyerbest mpuBarHa 3MiHHa livesText Tumy Text, ska Oyzde
BUKOPHUCTOBYBATHCS i1 TIOCHUJIAHHS HA TEKCTOBUU O00'€eKT Ha cieHi, ne Oyme
B1JI0OpaxkaTUCs KIJIbKICTh KUTTIB.

livesText = GetComponent<Text>();

B Meroni Awake (BHUKIMKAa€ThCS TMeEpell MEPIIUM KaJpoM) MPUCBOIOETHCS

MOCUJIaHHS Ha KOMIIOHEHT Text, SKUN 3HAXOJUThCS HAa TOMY X OO0'€KTi, Je
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NPUKPIIUICHUH 1ied ckpunt. ToOTO, MU 3HAXOAMMO TEKCTOBE IIOJIE Ha CIEHI 1
30epiraemMo mocuiIaHHs Ha HOTO B 3MiHHIN livesText.

livesText.text = "LIVES: " + GameMaster.RemainingLives.ToString();

B metoni Update (BHKJIMKA€EThCS KOXKEH KaJIp) OHOBIIOETHCS TEKCT TEKCTOBOTO
moisi. Mu Oepemo 3HadeHHs 3MiHHOT Remaininglives 3 kmacy GameMaster,

MIePETBOPIOEMO HOT0 B PAJIOK 1 Togaemo nepea HuM TekcT "LIVES: ".

if (_remaininglLives <= 0)

{
gm.EndGame();
} else
{
gm.StartCoroutine(gm._RespawnPlayer());
}

SKIIIO KIJTBKICTB KUTTIB CTaJIa MEHIIIE a00 PIBHOIO HYIIIO, BUKIUKAETHCS METOJ
EndGame() B o0'ekti gm (iimoBipHO, 1e GameMaster), sSKuil BIJANOBITAE 3a
3aBEpILECHHS T'PH.

KO X SKUTTIB 3aJIUIIAIOCS OUIBIIE HYJS, TO BUKJIMKAETHCS KOPYTHHA
_RespawnPlayer() B 00'ekTi gm, sika BIIOBIA€ 3a BIAPOIKESHHS TPABIISL.

3.2.12. MeHI0 IOYATKY Ta KiHUA I'PH

Po3poOumMo 1Ba okpemi eKkpaHu: OIWH IS MOYATKy TpU, a APYrHd Iis ii
3aBepiieHHsa. Ha ekpani nmodarky Oyne kHomka "[lodaru rpy", sika iHIIIIOE TTOYATOK
irpoBoro npoiecy. ExpaH 3aBepiieHHs] Tpd MICTUTUME MOB1IOMJIEHHSI TIPO MPOrpalll,
kHonky "TloBroputu" miist mepesanycky rpu Ta KHonky "Buiitu" mist 3akputts rpu. Li
eKkpaHu 3a0e3rnedaTh KOpUCTyBaya 3pO3YMUIMM Ta IHTYITUBHUM I1HTepdericoM ais

KepyBaHHs rpoto (puc 3.13).

Puc. 3.13. Intepdetic 3aBepiiieHHs rpu
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Mu cTBOpUMO JB1 MPOCTI PYHKIII, SIKI TO3BOJISIOTH TPABIIEB1 KEPYBATH I'POIO:
e Quit(): ¢pyHKIIISI MTOBHICTIO 3aKPUBAE TPY.
e Retry(): dyHKIS Tepe3anyckae IMOTOYHY CIIEHY, TOOTO TMepe3amycKae
piBEHB.
CTBOpPUMO OKpEMY CLIEHY, sika Oyjie CIy>KUTH TOJIOBHUM MeHIO rpu. Ha nmpomy
ekpani OynyTh /1B kKHOTIKH (puc 3.14):
e Play: npu HaTHCKaHHI 111€1 KHOIIKY T'pa MOYHETHCS, 1 TPaBellb Mepeiae 10
MIEPIIIOTO PIBHS.

e (Quit: KHOIIKA, SIK 1 paHiIie, MOBHICTIO 3aKpHE Ipy."

FLAY GQUIT

Puc. 3.14. KHonky roJIOBHOrO MEHIO

Jliig Toro, mo0 Hamle TOJIOBHE MEHIO IPAlloBajlo, MU HalUIIEMO HEBEJIUKHM
nporpamMHuil kof. Y HboMy OynyThb AB1 (DyHKIIII:

StartGame(): pyHKIIis BUKOPHUCTOBY€E BOy/IOBaHy byHKIIiTO Unity
SceneManager.LLoadScene a5 3aBaHTaXeHHSI HACTYITHOI CLieHH. TOOTO, KoM rpaBelb
HaTUCKae Ha KHONKY "['patu”, BIH nepexoAuTh Ha CLIEHY, /i€ IOYMHAETHCS cama rpa.

QuitGame():BukopuctoBye QyHnkiito Application.Quit() mist Toro, 100
MTOBHICTIO 3aKPUTH TPY.

Ko>xHa kHOMKa B TOJIOBHOMY MeHIO Oyzie MOB'si3aHa 3 OJHIEIO 3 ITUX (PYHKIIIH.
Konu rpaBenp HaTtuckae Ha KHOIKY, BUKJIMKAE€ThCS BIAMOBIIHA (QyHKIsA. DyHKIIA
StartGame BiznnoBigae 3a nepexia Mix ciieHamu B Unity. Lle 103Bosisie Ham CTBOpIOBaTH
pI3HI eKpaHW [JIi MEHIO, TpH, HamamTyBaHb Tomo. Dyskiigs QuitGame
BUKOPUCTOBYETHCS IS 3aBEPIIICHHS POOOTH TPH.

Takum 4ymHOM, KOJM TpaBellb HaThcHe Ha KHomKy '"Play", ckpunT BHuKOHae
dynkiito StartGame 1 mepeBeie MOro Ha CIIEHY 3 TPOl0. A SKIIIO TpaBellb HATHCHE Ha

kHOMKy "Quit", rpa IpOCTO 3aKPUETHCA.
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3.3. IHcTpyKILisi KOpucTyBaya

3.3.1. CrapToBe MeHI0

CrapToBEe MEHIO TpHU MPEACTABICHO y BUTIIANI MPOCTOTO Ta JIAKOHIYHOTO
iHTEepdeicy, 10 CKIANAEThCA 3 JBOX OCHOBHUX €JIEMEHTIB KEpYyBaHHS: KHOMKHU
"I'patu" Ta "Buittu". Bubip kopucTyBada BU3HAUA€ MOAATBIINI Aii MPOrpaMu: 3amyCcK
IrpoBOTO Mpoiiecy ado 3aBepiieHHs: poOoTH. i1 CTBOPEHHS MPUEMHOTO Bi3yalbHOTO
BpaX€HHSI OYyJI0 BUKOPHCTAHO MIHIMAJIICTUYHUN AW3aiH 3 MEpeBa)KaHHSM CHUHBOTO
KoJbopy. ['padiuHi enmeMeHTH MEHI0, Taki sIK 300pa)KeHHS 1HOTUTAHETHOI ICTOTH Ta

m1aThopMu, BIJIMOBIAIOTH 3arajibHii TEMaTHIll T'PU Ta CTBOPIOIOTH BIJMOBIJIHIO

atmocoepy (puc 3.15).

Puc. 3.15. CtapTtoBe MeHI0 Tpu

3.3.2. InTtepeiic Ta irpoBuii nmpouec

[Ticns 1HImIAIIT TPU KOPUCTYBAY KEPYE MEPCOHAKEM 3a IOTTOMOTO0 KJIaBiaTypH
(A — pyx BmiBo, D — pyx BmpaBo, Space — ctpu6ok) ta mumi (JIKM — crpins6a).
IrpoBuii CBIT mpencTaBieHUN ABOBHMIPHOIO IUIONIMHOIO, Ha SIKiM po3TalloBaHi
mwiaropmu Uit iepecyBanHs. [Hpopmartist mpo craH rpu (KUTbKICTh XKHUTTIB, 4ac 10
HACTYITHOI XBUJII BOPOTIB) BI3yalli3yEThCS HA €KpaHl Y BUTJISAI TEKCTOBUX €JIEMEHTIB

ta inaukaTopis (puc 3.16).
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Puc. 3.16. Inutepdetic rpu
[Ticast KiHIA BiJUTIKY XBUJII BOPOTIB, 3 SBISETHCS HAAMUC MPO HACTYI MEPIIOL

xsuii (puc 3.17).

INCOMING

Puc. 3.17. AHOHCyBaHHSI MepIIOi XBUJIl BOPOTIB
AKTHBaIIs] BOPOXKOi XBWJI1 1HIIIF0O€ OOMOBUH ClieHapiid, B IKOMY MPOTHBHHUKHU
3IACHIOIOTH MPSAMY aTaKy Ha Mo3uuii rpaBud. lJig yCHIIIHOTO MPOXOKEHHS PiBHS
rpaBellb TOBHHEH BUKOPUCTOBYBATH BOTHETALHY 30pO0 ISl 3HUIIIEHHSI BC1X BOPOTIB

710 TOTO, SIK BOHHU 3aBJaAyTh cCMepTeabHOro yaapy (puc 3.18).

Puc. 3.18. IlocTpinu mo Bopory
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[Ipu oTpuMaHHI CMEPTEIHLHOTO MOIIKOKEHHS BiJl MPOTUBHUKA KUIBKICTh OYOK
3II0pPOB’Sl TPaBIlsd JOPIBHIOETHCS HYIIO, IO IHIMIIOE TpoIec BimpokeHHs. [Ipo

MOYATOK BiJJPO/KEHHS CBITYATH TaliMep, 110 BioOpakaeThes Ha ekpani (puc 3.19).

LIVES: =2

Puc. 3.19. I'nbGenp repos Ta BiAJIiK 10 BiAPOIHKCHHS
VY pasi mikBigalii BCiX BOPOTiB MOTOYHOI XBUJI1, IPOBUI IBUTYH 1HIIIIO€ 3aITyCK
HACTyIHOTO €TaIly, Mpo 10 1H(OPMY€E TpaBIsl BiAMOBIIHE TEKCTOBE MOBIAOMIICHHS

(puic 3.20).

INCOMING

Puc. 3.20. [arepdeiic 3 aHOHCOM APYroi XBUJIi BOPOTiB

OCKUIbKH Tpa HaJeXHUTh J0 KaHPy IaThopMepiB, TO KpiM OOHOBUX i,
rpaBellb MOBUHEH JIEMOHCTPYBATH BUCOKHUM PIBEHb KOOPJMHAILIT PyXiB, 3IIMCHIOIOYN
CTpUOKM MK pO3TAIlIOBaHUMHU Ha Pi3HIM BucOTI matdopmamu. He3gaTHicTh

3MIHCHUTH CTPUOOK IPU3BOUTH JIO MaJIiHHSI IEPCOHAXKA Ta BTPATH OJTHOTO XKHUTTS (pUC
3.21).
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Puc. 3.21. 3niMoK ekpana 3 miarpopmamu
3.3.3. YM0BH Ta MeHIO 3aBepIIeHHS TPH
YMoBaMH MepeMorH € YCIIIIHEe BIIOUTTS BCIX XBUJIb BOPOXKUX aTak. Y pasi
3aru0eri mepcoHaka MeBHe YUCIIO pa3iB rPa BBAKAETHCA MPOTPAHOI0. 3aBEpIUICHHS IPU
CYTIPOBOIKYETHCS BITIOOpaKEHHSAM Ha €KpaHi MEHIO, K€ HaJla€ TPABIICBl MOKIIUBICTh

PO3IIOYATH TPy CIIOYATKy a00 BUHTH B rOJIOBHE MeHIO (puc 3.22).

Puc. 3.22. MeHro 3aBepiiieHHS TpH

BucHoBKH 10 po3ainy

Po3znin npucBsiueHni MpakTUYHINA pealti3alii IrpoBOTro MpoeKTy. byno aetanbHO
OIHCAHO IMPOLIEC CTBOPEHHS Bi3yallbHOI YACTHHM T'pH, BKJIIOYAOUU BUOIp rpadiyHuX
€JIEMEHTIB Ta iXHIO 1HTerpaimiro B irpoBuil pyimiid. OcoOnuBy yBary HpHALIEHO
pO3poO0IIl aHIMAIIMHUX CHUCTEM JJIsi TMEPCOHAXIB Ta €(eKTiB, 0 3a0e3MeuyrOTh
MJIABHICTH Ta PEAICTUYHICTD IFPOBOTO MPOIIECY.

PeasnizoBaHo ckiagHy irpoBYy MeXaHiKy, 110 BKJIIOYA€E B ce0e cCUCTEMY OOMOBUX

Ni{, MTYYHUH 1HTEJIEKT BOPOTIB Ta CHCTEMY MporpecyBaHHs. byno po3pobiieHo
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IHTYiTUBHUH 1HTEpdelic KOpUCTyBaya, KU J03BOJISE€ TPABIICB] JIETKO OPIEHTYBATHCS
B IFPOBOMY CBITI Ta BIACTE€KYBAaTH CBO1 JOCSTHEHHS.

3aBepIaIbHUM €TanoM cTajia po3poOKa CHCTEeMH MEHIO, sika 3a0e3nedye
3pYYHHM TOCTYII 0 Pi3HUX (QYHKIIINA I'PU, TAKUX SIK TOYATOK HOBOT I'PH, MPOIOBKEHHS
30epeskeHoi rpu Ta Buxia. Po3risiHyTO mpoliec CTBOPEHHS 1IHCTPYKIIIT 3 KOPUCTYBAaHHS
PO3pO0IECHUM MPOTOTUIIOM I'pU. 30KpeMa, OYyJIO HaJlaHO BUYEPITHUM ONTUC THTEpPEICy
TOJIOBHOT'O MEHIO, a TAKOK OCHOBHUX JIiH, TOCTYITHUX I'PABIIEB1, TAKUX K OIr, CTpUOKHU
Ta CTpLIBOA.

Oco0nuBy yBary 0yJ0 IpUJILJIEHO OMKUCY CTAPTOBOTO €KpaHa Ta Horo rpadiyHuX
€JIEMEHTIB, BKIIIOYAIOYM 1HIUKATOP KUIBKOCTI YKUTTIB, TaiMep 10 MOYaTKy MEepIIOi

XBUJI1, aHIMAI[I}O OTOJIOIISHHS TIPO MOYaTOK XBUJII TA MOSBY HOBUX BOPOTiB.
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BUCHOBKHA

VY marictepchbkiil po6oTi OyJio MPOBEAEHO aHalli3 Ta PO3pOOKY KOMITHOTEPHOI
rpu B xkanpi 2D mnatdopmepa Ha 6a3i irpoBoro pymrist Unity.

B pe3ynbTaTi BUKOHaHOT pOoOOTH OYJI0 CTBOPEHO (PYHKIIIOHATLHUM MPOIYKT,
KWW BIIMOBITAE TMOCTABICHUM 3aBJAHHIM Ta JEMOHCTPYE MOTEHINAJ TMOIAIBIIOrO0
PO3BUTKY.

OCHOBHI JOCSTHEHHSI IPOEKTY:

1. CtBOpeHO MiIHIMaJIbHY JKUTTE3ATHY MOJETH I'PHU, fKa BKIIOYaE B ceOe
OCHOBHI I'POB1 MEXaHIKH Ta €JIEMEHTH 1HTEpdeHCy.

2. byno mpoBeneHo AeTabHAN aHaMi3 ICHYIOUUX irop sKaHpy 1iatdopmep,
10 JO3BOJIUJIO BHU3HAYUTH CHUJIBHI Ta CJIAa0KI CTOPOHM MOMEPEaHIX
po3po00OK Ta chopMysTIOBaTH YHIKAJIBbHI OCOOJMBOCTI PO3pOOITIOBAHOTO
MIPOEKTY.

3. Hns peamizarii nmpoekty O0ysio oOpaHO BiANOBIJIHI MPOTpaMHi 3acO00U Ta
IHCTPYMEHTH pO3pOOKH, IO 3a0e3neunsii e(pEeKTUBHICTh Ta SKICTb
KIHIIEBOTO TIPOJIYKTY.

4. byna cTBOpeHa JOKJIaHA TEXHIYHA JOKYMEHTAIIIs, sIKa OITUCY€E BCI €TaIu
PO3pOOKHU, apXITEKTypy MPOEKTY Ta aJIrOPUTMHU peaiizailii OKpeMHxX
GyHKIIIOHATBHUX OJIOKIB.

5. Iurepdeiic kopuctyBada po3po0IeHUIN TAKUM YHHOM, 11100 MIHIMI3yBaTH
yac, HEOOXIHUM 11 OCBOEHHS TpH, Ta 3a0€3MEUUTH MaKCUMaJIbHE
3aHYpEHHS B ITPOBHI MPOIIEC.

Po3pobisiennii mpoToTHI AEMOHCTPYE BHUCOKHM PIBEHb SIKOCTI Ta BIANOBIAAE
Cy4YacHUM CTaHJapTaM po3poOku irop. Baaso peanizoBaHi OCHOBHI ITPOBI MEXaHIKH,
TakKi SIK pyX IepCcoHaxa, CTPHUOKH, B3aEMO/I151 3 €JIEMEHTAMU OTOUYEHHS Ta CUCTeMa 0O0¥0.
InTepdeiic kopucTyBaua IHTYiTUBHO 3pO3YMIUIMH 1 HE BHUMAara€e JA0JaTKOBOIO
nosicieHHs. [IpoTe, nis MOAaNbIIOrO PO3BUTKY NPOEKTY HEOOXITHO BpaxyBaTH

HACTYITHI aCTICKTH:
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— Posmmpenns reiimmiero. JlogaBaHHs HOBUX THUIIB BOPOTiB, 00CIB, 30poi
Ta TMPEAMETIB JO3BOJUTH YPI3HOMAHITHUTH ITPOBHM TpoIec Ta
301TIBIINTH Yac MPOXOKEHHSI TPH.
— Onrumizariis TpoyKTUBHOCTI. 3IMCHEHHS ONTUMI3aIlli KOy Ta Tpadiku
JO3BOJIUTh MIJBUIIUTH CTaOUIBHICTE pPOOOTH TpU Ta PO3LMIUPUTH
CYMICHICTb 3 PI3HUMHU MPUCTPOSMH.
— TecrtyBanns Ta wHamaromkeHnHs. IIpoBeneHHsT OLIbII JI€TATBLHOTO
TECTYBaHHS JOTIOMOXE BUSBUTH Ta YCYHYTH ITOMUJIKH B POOOTI TpH.
[Ipo€exT po3poOKK IPOTOTHUILY TPH B xKaHPi IiaTdopmep € ycmimuaum. OTpumai
pe3yJbTaTh MIATBEPAKYIOTh JOLUIBHICTE OOpAHOTO HANPSMKY JOCHIDKEHHS Ta
po3poOku. Po3pobneHnii mpoTOTUN MOXKE CIYTyBaTH OCHOBOKO JUIsl CTBOPEHHS
MOBHOI[IHHOT KOMEPIIIIHOT TpH.
JJTsI TOAaNTBIIIOTO PO3BUTKY MPOEKTY PEKOMEHIYETHCS IIPOBECTH MAPKETHHTOBE
JOCIIJIKEHHST 3 METOI0 BU3HAUYEHHS I[IJIbOBOI ayIUTOPIl Ta PO3POOKH MapKETUHTOBOI

CTparTerti.

78



CIIMCOK BUKOPUCTAHUX JIKEPEJI

1. I'pa Cuphead [Enextponnuii pecypc] — Pexxum moctymy mo pecypcy:
https://www.xbox.com/ru-RU/games/cuphead.

2. I'pa Dead Cells [EnexTponnuii pecypc] — Pexxum poctymy 10 pecypcey:
https://deadcells.gamepedia.com/Dead_Cells_Wiki.

3. I'pa Mark of the Ninja [Enextponnuii pecypc] — Pexxum goctymy 1o pe-
cypcy: https://www klei.com/games/mark-ninja.

4. T'pa Starbound [Enextponnuii pecypc] — Pexxum mgoctymy 10 pecypcy:
https://playstarbound.com/.

5. Kanp Ilnarpopmep [Enextponnmii pecypc] — Pexum poctymy Ao
pecypey: en.wikipedia.org/wiki/Platform game.

6. Knmacudikamis irop 3a sxanpamu [Enexktponnuii pecypc] — Pexum
JOCTYMy 110 pecypcey: https://gamesisart.ru/.

7. Komm'torepHa rpa [Enexktpornuii pecypc] — Pexxum nocryny 1o pecypcey:
https://en.wikipedia.org/wiki/PC_game.

8. Haiikpami irposi pymrii [Enextponnwmii pecypc] — Pexxum goctymy 10 pe-
cypcy: https://www.gamedesigning.org/career/video-game-engines.

9. losicuennst mpo cmpaitu, Taiim [Enextponnmii pecypc] — Pexum
nocTyny g0 pecypey: https://www.econdude.pw/2017/08/chto-takoe-
graficheskij-sprajt- sprite.html.

10.CtBopenns 2D na Unity [EnekTponnuii pecype] — Pexxum goctymy 1o pe-
cypey:
https://skillbox.ru/media/code/kak_sozdat_prostuyu_2d_igru_na_unity/.

11.2D na Unity, noxmagauii nocionuk [Enexrponnuii pecypc] — Pexum no-
cryny g0  pecypey:  http://websketches.ru/blog/2d-igra-na-unity-
podrobnoye- rukovodstvo-pl.

12.Abel Gomes. Geometric Computing. Lecture 4 — Interpolation methods
[Dnextponnbiii pecype] / Abel Gomes. — 2010. — Pexwum poctyrma:
http://www.di.ubi.pt/~agomes/tcg/lectures/04-lecture.pdf.

13.About CMake [Draekrtponnbiii  pecypc]. Pexum  mocryma:

79



https://cmake.org/overview.

14.Andrew M. Understanding Open Source and Free Software Licensing /
Andrew M. St. Laurent. — O'Reilly Media, 2004. — 207 c.

15.Aung Sithu Kyaw. Unity 4.x Game Al Programming / Aung Sithu Kyaw,
Clifford Peters, Thet Naing Swe. — Packt Publishing, 2013. — 232 c.

16.Bevilacqua Fernando. Understanding Steering Behaviors [DnekTpoHHbIi
pecypc] / Fernando Bevilacqua. — 2013. — Pexum pgoctyrma:
https://gamedevelopment.tutsplus.com/tutorials/understanding-steering-
behaviors-movement-manager--gamedev-4278.

17.Bourg David M. Physics for Game Developers, 2nd Edition / David M
Bourg, Bryan Bywalec. — O'Reilly Media, 2013. — 578 c.

18.Corless Robert. A Graduate Introduction to Numerical Methods — From
the Viewpoint of Backward Error Analysis / Robert Corless, Nicolas
Fillion. — Springer Science & Business Media, 2013. — 869 c.

19.Cry Engine [Enextponnmii pecypc] — Pexum moctymy nmo pecypcey:
https://www.cryengine.com/.

20.David B. Hands-On Game Development Patterns with Unity / Baron
David., 2019. — 116 c.

21.Despain. 100 Principles of Game Design / Despain, Wendy. — New
Riders, 2012. — 240 c.

22.DevGam CpaBHEHUE UTPOBBIX JIBUYKKOB URL:

http://devgam.com/sravnenie-igrovyx-dvizhkov-kakoj-vybrat .

23.Ferrone H. Learning C# by Developing Games with Unity 2019: Code in
C# and build 3D games with Unity, 4th Edition / Harrison Ferrone., 2019.
—342c.

24.Ferrone H. Mastering Unity Scripting / Harrison Ferrone., 2016. — 379 c.

25.Halpern J. Developing 2D Games with Unity: Independent Game
Program- ming with C# / Jared Halpern., 2018. — 408 c.

26.Hocking J. Unity in Action. Multiplatform game development in C# with
Unity 5/ Joseph Hocking., 2015. — 352 c.

80


http://devgam.com/sravnenie-igrovyx-dvizhkov-kakoj-vybrat
http://devgam.com/sravnenie-igrovyx-dvizhkov-kakoj-vybrat

27.Smith G. Basic Math for Game Development with Unity 3D / G. Smith,
K. Sung., 2018. — 279 c.

28.Thorn A. Mastering Unity Scripting / Alan Thorn., 2015. — 380 c.

29.Unity Documentation [Enextponnuii pecypc] — Pexxum noctymy a0 pe-
cypcy: https://docs.unity3d.com/Manual/index.html.

30.Unity Game Engine [Enexktponnuit pecypc| — Pexum noctymy 10
pecypcy: https://unity.com/ru.

31.Unreal Engine [Enextponnuit pecypc| — Pexxum noctymy 1o pecypcey:

https://www.unrealengine.com/.

81



—_—
MoveTrail A

Knace
F MosoBehaiou

» Mom
4 Mevaan
e. Update

AR
ArmRatation *

Knate
A Mosalehmiour

4 Mom
¥ mtaticeOf it

4 Meraan
@, Update

PlayerStats A
LTS
F MosoBehaiou

» Mom
4 Cocitcread
F o curtuakl
4 Mevaan
0, Awake

LivesCounterUt
KA
2 Monc8edireo

4 Dann
‘. IrvesTest
4 Metogs

9, Awake
B, Updote

TIOJATOK A

I'padiuni maTepianu

Statusindicator
ke
+ Menobehaocur

» Nows
4 Metogm

®  SetHeakh
2, sun

? MoroBahavowr

Weapan
LS
+Nomab —r
b Moss
— Merai
@, Awake [+ 4 nep..
la. Effect [+ 3 nep..
2, shact (+ 4 nep.
B, Start{« 1 nepe.
@, Upcate {+ 4 ne..

W/ IRONCSININOUR MOnaEenavIour
GameMaster A GameOverUl A
ance ance
< Moncluimow < Moncluimow
* Mann * Mann
v Cookcma — | 4 Me0am
4 Merogm 9 OnMouseUver
@ _Killtnemy {= 6 @ Quit(+ 1 neper
@ AespawnPlaye.. g Retry [+ ¥ nepe..
@, Awake (+ 7 nep.. a, Start
—
@ EndGame(s b
@ anl!mmy‘.l" EnemyAl ~
@ KllPlayer (s 10 Koot
@ RaspawnPlayer =+ MonoSeha ol
@, Start (+ 8 nopo. —
9, TogglaUpgrade.. + Noan
@, Updatw (+ 11 4 Merogm

& Baoxersue e

Asyer A

# v+ foan

4 Metogs
DamagePlayer (
OnDestroy (+ 1
OnUpgrageMe
ReganHaalth
Start(+ 3 nepe..
Update (+ 4 na

Lopa8w

b Bocaesmue Tenm

J

CamerazDfollow
Ko

~

< Monclisraeou

» TaaR
4 Matopw

3. ChackGroune
FredUpdata
Fip
Start

00
0.
aﬁ
Q, Update
\ints—

+ our

v MNoss

4 Metogm

@, FinePlyper

@, Stont

F MosoBehavion

» Mom

MoroBeha
@ |
LT

F MosoBehaiou

4 Mevaan
@ DamageEnemy
@, anCellisianEnt
@, OnDestray |+ 1
€, OrUpgradeMe
@, Stort |+ 4 repe
b Bacwenime Tan

—_—
Tiling A
Kce

%M&hmun
» fMom

4 Meraau
2, Awake
@, MakeNewBudey
2, sun

D, FirdUpdate
9 OnPathComplete

D, Start
9, UpdotePath

Pt

—_—
Wavell #

Kiwic
+ Menobehaocur

» Moas
4 MeTo4M
2, st
2, Updats
&, updateCountin..
@, UpdateSpawgy).

Knie
< Menobehaacur

» MNoss
4 Caodcraa

K NaatWave

K sun

F WasCountdown

By FrumylsAlion

B SpawnEnemy
SpawnWiw
Stant

Update
ViaveCompletes

b Bacaennue vk

——

82



Tak

NOYATOK

fi

BigkpwTTA CTapTos

MouyaTox rpu

Hi

BWTEa 3 HANAJHHMKA
MK

—

BTpaTa uTTA wepe
3 BOpOriE

]

Tak

Qnd MEHED
Mew Ga Hi
-
2K \Qlt’//
JAKPHTTR rpn

Hoga x@una sopori

MEHK 3ABEPWEHHRA
P

I
S

KIHELLE

83



84



TOJATOK B

JlicTuHr kony
daiia PlayerMovement.cs
using System.Collections.Generic; using UnityEditor.Build,
using UnityEngine;
public class PlayerMovement : MonoBehaviour
{
Rigidbody2D rb; public float speed;
public float jumpHeight;
public Transform groundCheck; bool isGrounded;
/I Start is called before the first frame update void Start()

{
rb = GetComponent<Rigidbody2D>();

}
I/l Update is called once per frame void Update()

{
Flip(); CheckGround();

}

void FixedUpdate()

{

rb.velocity = new Vector2(Input.GetAxis("Horizontal") * speed, rb.velocity.y); if
(Input.GetKeyDown(KeyCode.Space) && isGrounded)
rb.AddForce(transform.up * jumpHeight, ForceMode2D.Impulse);

}

void Flip()

{

if (Input.GetAxis("Horizontal™) > 0) transform.localRotation = Quaternion.Euler(0, 0, 0);
if (Input.GetAxis("Horizontal") < 0)

transform.localRotation = Quaternion.Euler(0, 180, 0);

}

void CheckGround()

{

Collider2D[] colliders = Physics2D.OverlapCircleAll(groundCheck.position, 0.2f); isGrounded =
colliders.Length > 1;

}

using System; using UnityEngine;

daiia Camera2DFollow.cs
namespace UnityStandardAssets. 2D

public class Camera2DFollow : MonoBehaviour

{

public Transform target; public float damping = 1;

public float lookAheadFactor = 3;

public float lookAheadReturnSpeed = 0.5f; public float lookAheadMoveThreshold = 0.1f;
private float m_OffsetZ;

private Vector3 m_LastTargetPosition; private Vector3 m_CurrentVelocity; private Vector3
m_LookAheadPos;

/I Use this for initialization private void Start()

{

m_LastTargetPosition = target.position;

m_OffsetZ = (transform.position - target.position).z; transform.parent = null;
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¥

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

{

I/l only update lookahead pos if accelerating or changed direction float xMoveDelta =
(target.position - m_LastTargetPosition).x;

bool updateLookAheadTarget = Mathf.Abs(xMoveDelta) > lookAhead- MoveThreshold,;

if (updateLookAheadTarget)

{
m_LookAheadPos = lookAheadFactor*Vec- tor3.right*Mathf.Sign(xMoveDelta);

¥

else

m_LookAheadPos = Vector3.MoveTowards(m_LookAheadPos, Vector3.zero,
Time.deltaTime*lookAheadReturnSpeed);

}

Vector3 aheadTargetPos = target.position + m_LookAheadPos + Vector3.for- ward*m_OffsetZ;
Vector3 newPos = Vector3.SmoothDamp(transform.position, aheadTargetPos, ref
m_CurrentVelocity, damping);

transform.position = newPos;

m_LastTargetPosition = target.position;

}
}
}
daiia Parallaxing.cs

using UnityEngine;

using System.Collections;

public class Parallaxing : MonoBehaviour {

public Transform[] backgrounds;  // Array (list) of all the back- and foregrounds to be parallaxed
private float[] parallaxScales;// The proportion of the camera's movement to move the backgrounds
by

public float smoothing = 1f; // How smooth the parallax is going to be. Make sure to set this above
0

private Transform cam; /I reference to the main cameras transform

private Vector3 previousCamPos;  // the position of the camera in the previous frame

/I Is called before Start(). Great for references. void Awake () {

/I set up camera the reference cam = Camera.main.transform;

}

/' Use this for initialization void Start () {

/I The previous frame had the current frame's camera position previousCamPos = cam.position;

/I asigning coresponding parallaxScales parallaxScales = new float[backgrounds.Length];

for (int i = 0; i < backgrounds.Length; i++) { parallaxScales[i] = backgrounds][i].position.z*-1;

}

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

/[ for each background

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

/I the parallax is the opposite of the camera movement because the previous frame multiplied by the
scale

float parallax = (previousCamPos.x - cam.position.x) *

parallaxScales[i];

parallax
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/] set a target x position which is the current position plus the float backgroundTargetPosX =
backgrounds[i].position.x + parallax;

/I create a target position which is the background's current position with it's target x position
Vector3 backgroundTargetPos = new Vector3 (backgroundTargetPosX, backgrounds[i].position.y,
backgrounds[i].position.z);

/I fade between current position and the target position using lerp backgrounds[i].position =
Vector3.Lerp (backgroundsli].position,
backgroundTargetPos, smoothing * Time.deltaTime);

¥

frame

¥
k

/1 set the previousCamPos to the camera's position at the end of the previousCamPos = cam.position;
®aiin Tiling.cs

using UnityEngine;

using System.Collections; [RequireComponent (typeof(SpriteRenderer))] public class Tiling :
MonoBehaviour {

public int offsetX = 2; /I the offset so that we don't get any weird errors

/I these are used for checking if we need to instantiate stuff public bool hasARightBuddy = false;
public bool hasALeftBuddy = false;
public bool reverseScale = false;  // used if the object is not tilable

private float spriteWidth = 0Of; /I the width of our element private Camera cam;
private Transform myTransform;

void Awake () {
cam = Camera.main; myTransform = transform;

by

/I Use this for initialization void Start () {
SpriteRenderer sRenderer = GetComponent<SpriteRenderer>(); spriteWidth =
sRenderer.sprite.bounds.size.x;

¥

I/l Update is called once per frame void Update () {

// does it still need buddies? If not do nothing

if (hasALeftBuddy == false || hasARightBuddy == false) {

/I calculate the cameras extend (half the width) of what the camera can see in world coordinates
float camHorizontalExtend = cam.orthographicSize * Screen.width/Screen.height;

sprite (element)

/I calculate the x position where the camera can see the edge of the

float edgeVisiblePositionRight = (myTransform.position.x +

spriteWidth/2) - camHorizontalExtend;

float edgeVisiblePositionLeft = (myTransform.position.x - spriteWidth/2) + camHorizontal Extend;
Il checking if we can see the edge of the element and then calling MakeNewBuddy if we can

if (cam.transform.position.x >= edgeVisiblePositionRight - offsetX

&& hasARightBuddy == false)
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{

MakeNewBuddy (1); hasARightBuddy = true;

}

else if (cam.transform.position.x <= edgeVisiblePositionLeft + off- setX && hasALeftBuddy ==
false)

{
MakeNewBuddy (-1); hasALeftBuddy = true;

¥
¥

}
/l a function that creates a buddy on the side required void MakeNewBuddy (int rightOrLeft) {

/[ calculating the new position for our new buddy

Vector3 newPosition = new Vector3(myTransform.position.x + myTrans- form.localScale.x *
spriteWidth * rightOrLeft, myTransform.position.y, myTrans- form.position.z);

/I instantating our new body and storing him in a variable

Transform newBuddy = Instantiate (myTransform, newPosition, myTrans- form.rotation) as
Transform;

I if not tilable let's reverse the x size og our object to get rid of ugly seams if (reverseScale == true)

newBuddy.localScale = new Vector3 (newBuddy.localScale.x*-1, newBuddy.localScale.y,
newBuddy.localScale.z);

ks

newBuddy.parent = myTransform; if (rightOrLeft > 0) {
newBuddy.GetComponent<Tiling>().hasALeftBuddy = true;

¥

else {

¥
¥
k

newBuddy.GetComponent<Tiling>().hasARightBuddy = true;
daiia Movetrail.cs

using UnityEngine;

using System.Collections;

public class MoveTrail : MonoBehaviour { public int moveSpeed = 230;

I/l Update is called once per frame void Update () {

transform.Translate (Vector3.right * Time.deltaTime * moveSpeed); Destroy (gameObject, 1);
}

}

using UnityEngine;

using System.Collections;

daiin ArmRotation.cs
public class ArmRotation : MonoBehaviour { public int rotationOffset = 90;
I/l Update is called once per frame void Update () {
/I subtracting the position of the player from the mouse position
Vector3 difference = Camera.main.ScreenToWorldPoint (Input.mousePo- sition) -
transform.position;
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difference.Normalize (); /I normalizing the vector. Meaning that all the sum of the vector will
be equal to 1

float rotZ = Mathf.Atan2 (difference.y, difference.x) * Mathf.Rad2Deg; // find the angle in degrees
transform.rotation = Quaternion.Euler (0f, Of, rotZ + rotationOffset);

}

Yoo

using UnityEngine;

using System.Collections;

daiin GameMaster.cs

using UnityStandardAssets.ImageEffects;

public class GameMaster : MonoBehaviour

{

public static GameMaster gm;

[SerializeField]

private int maxLives = 3;

private static int _remainingLives; public static int RemainingLives
{

get { return _remainingLives; }

}

[SerializeField]

private int startingMoney; public static int Money;
void Awake()

{

if (gm ==null)

{

gm = GameObject.FindGameObjectWithTag("GM").GetCompo- nent<GameMaster>();
}

}

public Transform playerPrefab; public Transform spawnPoint; public float spawnDelay = 2; public
Transform spawnPrefab;

public string respawnCountdownSoundName = "RespawnCountdown"; public string
spawnSoundName = "Spawn";

public string gameOverSoundName = "GameOver"; public CameraShake cameraShake;
[SerializeField]

private GameObject gameOverUl; [SerializeField]

private GameObject upgradeMenu;

[SerializeField]

private WaveSpawner waveSpawner;

public delegate void UpgradeMenuCallback(bool active); public UpgradeMenuCallback
onToggleUpgradeMenu;

/lcache

private AudioManager audioManager;

void Start()

{

if (cameraShake == null)

{

Debug.LogError("No camera shake referenced in GameMaster");
}

_remainingLives = maxLives; Money = startingMoney;
/[caching
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audioManager = AudioManager.instance; if (audioManager == null)

{
scene.");
}

¥
Debug.LogError("FREAK OUT! No AudioManager found in the

void Update()

{
if (Input.GetKeyDown(KeyCode.U))

{

ToggleUpgradeMenu();

}

}

private void ToggleUpgradeMenu()

{

upgradeMenu.SetActive('upgradeMenu.activeSelf); waveSpawner.enabled =
lupgradeMenu.activeSelf;
onToggleUpgradeMenu.Invoke(upgradeMenu.activeSelf);

public void EndGame()
{

audioManager.PlaySound(gameOverSoundName);

Debug.Log("GAME OVER");
gameOverUl.SetActive(true);

}

public IEnumerator _RespawnPlayer()

{

audioManager.PlaySound(respawnCountdownSoundName); yield return new
WaitForSeconds(spawnDelay);

audioManager.PlaySound(spawnSoundName); Instantiate(playerPrefab, spawnPoint.position,
spawnPoint.rotation); GameObject clone = Instantiate(spawnPrefab, spawnPoint.position,
spawnPoint.rotation) as GameObject;

Destroy(clone, 3f);

public static void KillPlayer(Player player)

{
Destroy(player.gameObiject);

_remainingLives -=1;
if (_remainingLives <= 0)

gm.EndGame();
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gm.StartCoroutine(gm._RespawnPlayer());
public static void KillEnemy(Enemy enemy)

{

gm._KillEnemy(enemy);

}

public void _KillEnemy(Enemy _enemy)
{

Il Let's play some sound audioManager.PlaySound(_enemy.deathSoundName);

/[ Gain some money
Money += _enemy.moneyDrop; audioManager.PlaySound(*Money");

/l Add particles

GameObject _clone = Instantiate(_enemy.deathParticles, _enemy.trans- form.position,
Quaternion.identity) as GameObject;

Destroy(_clone, 5f);

/I Go camerashake
cameraShake.Shake(_enemy.shakeAmt, _enemy.shakelLength); Destroy(_enemy.gameQObject);

k
k

using UnityEngine;
using System.Collections;

®aiia Enemy.cs
[RequireComponent(typeof(EnemyAl))] public class Enemy : MonoBehaviour {

[System.Serializable] public class EnemyStats {
public int maxHealth = 100;

private int _curHealth; public int curHealth

{
get { return _curHealth; }

set { _curHealth = Mathf.Clamp (value, 0, maxHealth); }
}

public int damage = 40;

public void Init()
{

curHealth = maxHealth;

¥
k

public EnemyStats stats = new EnemysStats(); public Transform deathParticles;
public float shakeAmt = 0.1f; public float shakeLength = 0.1f;

public string deathSoundName = "Explosion™; public int moneyDrop = 10;
[Header("Optional: ™)] [SerializeField]
private Statusindicator statusindicator;
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void Start()

{
stats.Init();

if (statusindicator != null)

{

statusIndicator.SetHealth(stats.curHealth, stats.maxHealth);

¥

GameMaster.gm.onToggleUpgradeMenu += OnUpgradeMenuToggle;
if (deathParticles == null)

{

Debug.LogError("No death particles referenced on Enemy");

¥
k

void OnUpgradeMenuToggle(bool active)
{

GetComponent<EnemyAl>().enabled = lactive;

}

public void DamageEnemy (int damage) { stats.curHealth -= damage;
if (stats.curHealth <= 0)

{
GameMaster.KillEnemy (this);

}

if (statusindicator != null)

{

statusIndicator.SetHealth(stats.curHealth, stats.maxHealth);

¥
¥

void OnCollisionEnter2D(Collision2D _colInfo)

{
Player _player = _colInfo.collider.GetComponent<Player>(); if (_player !'= null)

_player.DamagePlayer(stats.damage); DamageEnemy(9999999);

¥
¥

void OnDestroy ()

{
GameMaster.gm.onToggleUpgradeMenu -= OnUpgradeMenuToggle;

¥
¥

daiia Player.cs

using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Platformer2DUserControl))] public class Player : MonoBehaviour
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{
public int fallBoundary = -20;
public string deathSoundName = "DeathVoice"; public string damageSoundName = "Grunt";

private AudioManager audioManager;

[SerializeField]

private Statusindicator statusindicator; private PlayerStats stats;
void Start()

{

stats = PlayerStats.instance; stats.curHealth = stats.maxHealth;
if (statusIndicator == null)

{
k

else

{
k

Debug.LogError("No status indicator referenced on Player");
statusIndicator.SetHealth(stats.curHealth, stats.maxHealth);
GameMaster.gm.onToggleUpgradeMenu += OnUpgradeMenuToggle;

audioManager = AudioManager.instance; if (audioManager == null)

{

Debug.LogError("PANIC! No audiomanager in scene.");

InvokeRepeating("RegenHealth”, 1f/stats.healthRegenRate, 1f/stats.healthRe- genRate);
}

void RegenHealth ()
{

stats.curHealth += 1; statusindicator.SetHealth(stats.curHealth, stats.maxHealth);

¥

void Update()

{
if (transform.position.y <= fallBoundary) DamagePlayer(9999999);

by

void OnUpgradeMenuToggle(bool active)

{

GetComponent<Platformer2DUserControl>().enabled = !active; Weapon _weapon =
GetComponentIinChildren<Weapon>();

if (_weapon !=null)

_weapon.enabled = !active;

}
void OnDestroy()

{
GameMaster.gm.onToggleUpgradeMenu -= OnUpgradeMenuToggle;

¥
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public void DamagePlayer(int damage)

{

stats.curHealth -= damage;

if (stats.curHealth <= 0)

{
/Iplay death sound audioManager.PlaySound(deathSoundName);

}

else

{
k

/Ikill player GameMaster.KillPlayer(this);

/Iplay damage sound audioManager.PlaySound(damageSoundName);

statusIndicator.SetHealth(stats.curHealth, stats.maxHealth);

}
using UnityEngine;
daiin PlayeStats.cs

public class PlayerStats : MonoBehaviour

{

public static PlayerStats instance; public int maxHealth = 100;
private int _curHealth; public int curHealth

{

get { return _curHealth; }

set { _curHealth = Mathf.Clamp(value, 0, maxHealth); }

¥

public float healthRegenRate = 2f; public float movementSpeed = 10f;
void Awake()

{

if (instance == null)

{

instance = this;

e

®aiia UpgradeMenu.cs

using UnityEngine;

using UnityEngine.Ul,

public class UpgradeMenu : MonoBehaviour { [SerializeField]
private Text healthText;

[SerializeField]
private Text speedText;



[SerializeField]
private float healthMultiplier = 1.3f;

[SerializeField]
private float movementSpeedMultiplier = 1.3f;

[SerializeField]
private int upgradeCost = 50; private PlayerStats stats;
void OnEnable ()

{

stats = PlayerStats.instance; UpdateValues();
}

void UpdateValues ()

{

healthText.text = "HEALTH: " + stats.maxHealth.ToString(); speedText.text = "SPEED: " +
stats.movementSpeed.ToString();

}

public void UpgradeHealth ()

{
if (GameMaster.Money < upgradeCost)

{

AudioManager.instance.PlaySound("NoMoney"); return;

ks

stats.maxHealth = (int)(stats.maxHealth * healthMultiplier);

GameMaster.Money -= upgradeCost; AudioManager.instance.PlaySound("Money");
UpdateValues();

public void UpgradeSpeed()

{
if (GameMaster.Money < upgradeCost)

{

AudioManager.instance.PlaySound("NoMoney"); return;

¥

stats.movementSpeed = Mathf.Round (stats.movementSpeed * move- mentSpeedMultiplier);
GameMaster.Money -= upgradeCost; AudioManager.instance.PlaySound(*'Money");

UpdateValues();

¥
¥

using UnityEngine; using UnityEngine.Ul,
®daiia MoneyCounterUl.cs

[RequireComponent(typeof(Text))]
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public class MoneyCounterUI : MonoBehaviour

{

private Text moneyText; void Awake()

{

moneyText = GetComponent<Text>();

ks

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

{
moneyText.text = "MONEY: " + GameMaster.Money.ToString();

¥
k

daiia AudioManager.cs
using UnityEngine;

[System.Serializable] public class Sound

{

public string name; public AudioClip clip;
[Range(0f, 1f)]

public float volume = 0.7f; [Range(0.5f, 1.5f)]
public float pitch = 1f;

[Range(Of, 0.5f)]

public float randomVolume = 0.1f; [Range(0f, 0.5f)]
public float randomPitch = 0.1f; public bool loop = false;
private AudioSource source;

public void SetSource(AudioSource _source)

{

source = _source; source.clip = clip; source.loop = loop;
}

public void Play()

{

source.volume = volume * (1 + Random.Range(-randomVolume / 2f, ran- domVolume / 2f));
source.pitch = pitch * (1 + Random.Range(-randomPitch / 2f, randomPitch

1 2f));

¥

source.Play();

public void Stop()
{

source.Stop();

¥



¥

public class AudioManager : MonoBehaviour

{

public static AudioManager instance; [SerializeField]
Sound[] sounds;

void Awake()
{

if (instance !'= null)

{

if (instance != this)

{
Destroy(this.gameObject);

}
else

{

¥
¥

}

instance = this; DontDestroyOnLoad(this);

void Start()

{

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

sounds[i].name);

}

GameObject _go = new GameObject("Sound_"+i+" "+

_go.transform.SetParent(this.transform);

sounds[i].SetSource(_go.AddComponent<AudioSource>());

PlaySound("Music");
}

public void PlaySound(string _name)

{

for (int i = 0; i < sounds.Length; i++)
if (sounds[i].name == _name)

soundsli].Play(); return;

¥
¥
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/[ no sound with _name
Debug.LogWarning("AudioManager: Sound not found in list, " + _name);

ky

public void StopSound(string _name)

{

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

{

if (sounds[i].name == _name)

{

sounds[i].Stop(); return;

¥
k

/[ no sound with _name
Debug.LogWarning("AudioManager: Sound not found in list, " + _name);

¥
¥

®aiin MenuManager.cs

using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuManager : MonoBehaviour { [SerializeField]
string hoverOverSound = "ButtonHover";

[SerializeField]
string pressButtonSound = "ButtonPress"; AudioManager audioManager;
void Start ()

{

audioManager = AudioManager.instance; if (audioManager == null)

{

Debug.LogError(*No audiomanager found!");

¥
¥

public void StartGame ()

{
audioManager.PlaySound(pressButtonSound);

1);
}

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex +

public void QuitGame()
{

audioManager.PlaySound(pressButtonSound);



Debug.Log("WE QUIT THE GAME!);
Application.Quit();

public void OnMouseOver ()
{

audioManager.PlaySound(hoverOverSound);

¥
¥

daiin Weapon.cs

using UnityEngine;
using System.Collections;

public class Weapon : MonoBehaviour {
public float fireRate = 0; public int Damage = 10; public LayerMask whatToHit;

public Transform BulletTrailPrefab; public Transform HitPrefab;
public Transform MuzzleFlashPrefab; float timeToSpawnEffect = 0;
public float effectSpawnRate = 10;

// Handle camera shaking

public float camShakeAmt = 0.05f; public float camShakeLength = 0.1f; CameraShake camShake;
public string weaponShootSound = "DefaultShot"; float timeToFire = 0;

Transform firePoint;

/I Caching
AudioManager audioManager;

/' Use this for initialization void Awake () {

firePoint = transform.FindChild ("FirePoint"); if (firePoint == null) {
Debug.LogError ("No firePoint? WHAT?!™);

}

}

void Start()
{

camShake = GameMaster.gm.GetComponent<CameraShake>(); if (camShake == null)
Debug.LogError(*No CameraShake script found on GM object.");

audioManager = AudioManager.instance; if (audioManager == null)

{

scene.");

¥
¥

Debug.LogError("FREAK OUT! No audiomanager found in
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I/l Update is called once per frame void Update () {
if (fireRate == 0) {

if (Input.GetButtonDown ("Firel™)) { Shoot();

}

}

else {

if (Input.GetButton ("Firel") && Time.time > timeToFire) { timeToFire = Time.time + 1/fireRate;
Shoot();

¥
¥
k

void Shoot () {

Vector2 mousePosition = new Vector2 (Camera.main.Screen- ToWorldPoint
(Input.mousePosition).x, Camera.main.ScreenToWorldPoint(In- put.mousePosition).y);

Vector?2 firePointPosition = new Vector2 (firePoint.position.x, fire- Point.position.y);
RaycastHit2D hit = Physics2D.Raycast (firePointPosition, mousePosition- firePointPosition, 100,
whatToHit);

Debug.DrawL.ine (firePointPosition, (mousePosition-firePointPosi- tion)*100, Color.cyan);
if (hit.collider !'=null) {

Debug.DrawL.ine (firePointPosition, hit.point, Color.red); Enemy enemy =
hit.collider.GetComponent<Enemy>(); if (enemy !=null) {

enemy.DamageEnemy (Damage);

//Debug.Log ("We hit " + hit.collider.name + " and did " +

Damage + " damage.");

}

}

if (Time.time >= timeToSpawnEffect)

{
Vector3 hitPos; Vector3 hitNormal;

if (hit.collider == null) {
hitPos = (mousePosition - firePointPosition) * 30; hitNormal = new Vector3(9999, 9999, 9999);

¥

else

{
k

hitPos = hit.point; hitNormal = hit.normal;

Effect(hitPos, hitNormal);
timeToSpawnEffect = Time.time + 1 / effectSpawnRate;

¥
¥
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void Effect(Vector3 hitPos, Vector3 hitNormal)

{

Transform trail = Instantiate (BulletTrailPrefab, firePoint.position, firePoint.ro- tation) as
Transform;

LineRenderer Ir = trail. GetComponent<LineRenderer>();

if (Ir '=null)

{

Ir.SetPosition(0, firePoint.position); Ir.SetPosition(1, hitPos);
}

Destroy(trail.gameObject, 0.04f);

if (hitNormal '= new Vector3(9999, 9999, 9999))

{

Transform hitParticle = Instantiate(HitPrefab, hitPos, Quater- nion.FromToRotation (Vector3.right,
hitNormal)) as Transform;

Destroy(hitParticle.gameObiject, 1f);

ks

Transform clone = Instantiate (MuzzleFlashPrefab, firePoint.position, firePoint.rota- tion) as
Transform;

clone.parent = firePoint;

float size = Random.Range (0.6f, 0.9f); clone.localScale = new Vector3 (size, size, size); Destroy
(clone.gameObject, 0.02f);

//Shake the camera camShake.Shake(camShakeAmt, camShakeLength);

/[Play shoot sound audioManager.PlaySound(weaponShootSound);

¥
k

daiia GameoverUl.cs

using UnityEngine;

using UnityEngine.SceneManagement;

public class GameOverUI : MonoBehaviour { [SerializeField]
string mouseHoverSound = "ButtonHover";

[SerializeField]
string buttonPressSound = "ButtonPress"; AudioManager audioManager;
void Start ()

{

audioManager = AudioManager.instance; if (audioManager == null)

{

scene.");

¥
ks
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Debug.LogError("FREAK OUT! No AudioManager found in the

public void Quit ()
{

audioManager.PlaySound(buttonPressSound);

Debug.Log("APPLICATION QUIT!"):
Application.Quit();
}

public void Retry ()
{

audioManager.PlaySound(buttonPressSound);

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex);

}

public void OnMouseOver ()
{

audioManager.PlaySound(mouseHoverSound);

ks

®aiia LiveCounterUl.cs

using UnityEngine;
using UnityEngine.Ul;

[RequireComponent(typeof(Text))]

public class LivesCounterUI : MonoBehaviour { private Text livesText;
void Awake () {

livesText = GetComponent<Text>();

by

I/l Update is called once per frame void Update () {
livesText.text = "LIVES: " + GameMaster.RemainingLives.ToString();

¥
k

®aiin WaveUl.cs

using UnityEngine;
using UnityEngine.Ul;

public class WaveUl : MonoBehaviour {
[SerializeField] WaveSpawner spawner;

[SerializeField]
Animator waveAnimator;
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[SerializeField]
Text waveCountdownText;

[SerializeField]
Text waveCountText;

private WaveSpawner.SpawnState previousState;

Il Use this for initialization void Start () {
if (spawner == null)

{

Debug.LogError("No spawner referenced!"); this.enabled = false;
¥

if (waveAnimator == null)

{

Debug.LogError("No waveAnimator referenced!"); this.enabled = false;

}

if (waveCountdownText == null)

{

Debug.LogError("No waveCountdownText referenced!"); this.enabled = false;

}

if (waveCountText == null)

{
Debug.LogError("No waveCountText referenced!"); this.enabled = false;
by
k

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

switch (spawner.State)

{

case WaveSpawner.SpawnState. COUNTING: UpdateCountingUI();
break;

case WaveSpawner.SpawnState. SPAWNING: UpdateSpawningUlI();
break;

¥

previousState = spawner.State;

by

void UpdateCountingUI ()

{
if (previousState '= WaveSpawner.SpawnState. COUNTING)

{

waveAnimator.SetBool("Wavelncoming", false); waveAnimator.SetBool("WaveCountdown",
true);
//Debug.Log("COUNTING");

¥

waveCountdownText.text = ((int)spawner.WaveCountdown).ToString();

¥

void UpdateSpawningUlI()

{
if (previousState '= WaveSpawner.SpawnState. SPAWNING)

103



{

waveAnimator.SetBool("WaveCountdown", false); waveAnimator.SetBool("Wavelncoming",
true);

waveCountText.text = spawner.NextWave.ToString();

//Debug.Log("SPAWNING");

¥
¥
k

®daiia StatusIndicator.cs

using UnityEngine;

using UnityEngine.Ul,;

public class Statusindicator : MonoBehaviour { [SerializeField]
private RectTransform healthBarRect; [SerializeField]

private Text healthText;
void Start()

{

if (healthBarRect == null)
{

referenced!");

}

Debug.LogError("STATUS INDICATOR: No health bar object

if (healthText == null)
{

referenced!");

¥
¥

Debug.LogError("STATUS INDICATOR: No health text object

public void SetHealth(int _cur, int _max)

{

float _value = (float) _cur/_max;

healthBarRect.localScale = new Vector3(_value, healthBarRect.lo- calScale.y,
healthBarRect.localScale.z);

healthText.text = cur +"/" + _max + " HP";

¥

®aiin EnemyAl.cs
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using UnityEngine;
using System.Collections;
using Pathfinding;

[RequireComponent (typeof (Rigidbody2D))] [RequireComponent (typeof (Seeker))] public class

EnemyAl : MonoBehaviour {

/' What to chase?
public Transform target;

/[ How many times each second we will update our path public float updateRate = 2f;

/I Caching
private Seeker seeker; private Rigidbody2D rb;

/[The calculated path public Path path;
/IThe Al's speed per second public float speed = 300f; public ForceMode2D fMode;

[HidelnInspector]
public bool pathlsEnded = false;

point

/I The max distance from the Al to a waypoint for it to continue to the next way- public float

nextWaypointDistance = 3;
/I The waypoint we are currently moving towards private int currentWaypoint = 0;

void Start () {
seeker = GetComponent<Seeker>(); rb = GetComponent<Rigidbody2D>();

if (target == null) {
Debug.LogError ("No Player found? PANIC!"); return;

by

/[ Start a new path to the target position, return the result to the OnPath-
Complete method
seeker.StartPath (transform.position, target.position, OnPathComplete);

StartCoroutine (UpdatePath ());
}

IEnumerator UpdatePath () { if (target == null) {
/ITODO: Insert a player search here. return false;

¥

/[ Start a new path to the target position, return the result to the OnPath-
Complete method
seeker.StartPath (transform.position, target.position, OnPathComplete);

yield return new WaitForSeconds ( 1f/updateRate ); StartCoroutine (UpdatePath());
}
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public void OnPathComplete (Path p) {

Debug.Log ("We got a path. Did it have an error? " + p.error); if (!p.error) {
path = p; currentWaypoint = 0;

}

}

void FixedUpdate () {

if (target == null) {

/ITODO: Insert a player search here. return;

}

/ITODO: Always look at player? if (path == null)
return;

if (currentWaypoint >= path.vectorPath.Count) { if (pathlsEnded)
return;

Debug.Log ("End of path reached."); pathIsEnded = true;
return;

}
pathlsEnded = false;

/[Direction to the next waypoint

Vector3 dir = ( path.vectorPath[currentWaypoint] - transform.position dir *= speed *
Time.fixedDeltaTime;

/IMove the Al rb.AddForce (dir, fMode);

float dist = Vector3.Distance (transform.position, path.vectorPath[current- if (dist <
nextWaypointDistance) {

currentWaypoint++; return;

¥
¥
¥

®daiin Fading.cs
using UnityEngine;
using System.Collections;
public class Fading : MonoBehaviour {
public Texture2D fadeOutTexture; // the texture that will overlay the screen.
This can be a black image or a loading graphic
public float fadeSpeed = 0.8f; /[ the fading speed
private int drawDepth = -1000; /I the texture's order in the draw hier- archy: a low number
means it renders on top
private float alpha = 1.0f;  // the texture's alpha value between 0
and 1

=1
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private int fadeDir = -1, /I the direction to fade: in = -1 or out

void OnGUI()

{

/[ fade out/in the alpha value using a direction, a speed and Time.del- taTime to convert the
operation to seconds

alpha += fadeDir * fadeSpeed * Time.deltaTime;

/I force (clamp) the number to be between 0 and 1 because GUI.color uses Alpha values between 0
and 1

alpha = Mathf.Clamp0Z1(alpha);

/1 set color of our GUI (in this case our texture). All color values remain the same & the Alpha is set
to the alpha variable
GUIl.color = new Color (GUI.color.r, GUI.color.g, GUI.color.b, alpha); GUI.depth = drawDepth;

ture render on top (drawn last)
I/l make the black tex-

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height), fadeOutTexture); // draw the
texture to fit the entire screen area

}

/I sets fadeDir to the direction parameter making the scene fade in if -1 and out if 1

public float BeginFade (int direction)

{

fadeDir = direction; return (fadeSpeed);

¥

/I OnLevelWasLoaded is called when a level is loaded. It takes loaded level index (int) as a
parameter so you can limit the fade in to certain scenes.
void OnLevelWasLoaded()

{

/[ alpha=1; /I use this if the alpha is not set to 1 by default BeginFade(-1); /I call the
fade in function

}

}

®daiia Wavespawner.cs

using UnityEngine;
using System.Collections;

public class WaveSpawner : MonoBehaviour {
public enum SpawnState { SPAWNING, WAITING, COUNTING }; [System.Serializable]
public class Wave

{

public string name; public Transform enemy; public int count;
public float rate;

¥

public Wave[] waves; private int nextWave = 0; public int NextWave
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{

get { return nextWave + 1; }

¥

public Transform[] spawnPoints;

public float timeBetweenWaves = 5f; private float waveCountdown;
public float WaveCountdown

{

get { return waveCountdown; }

¥

private float searchCountdown = 1f;

private SpawnState state = SpawnState. COUNTING;
public SpawnState State

{
get { return state; }

}

void Start()

{
if (spawnPoints.Length == 0)

{

Debug.LogError(*No spawn points referenced.");

waveCountdown = timeBetweenWaves;

¥

void Update()

{
if (state == SpawnState. WAITING)

{
if ('"EnemylsAlive())

WaveCompleted();

return;

if (waveCountdown <= 0)

{
if (state '= SpawnState. SPAWNING)
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¥
k

else

{

StartCoroutine( SpawnWave ( waves[nextWave] ) );

waveCountdown -= Time.deltaTime;

¥
k

void WaveCompleted()

{
Debug.Log("Wave Completed!");

state = SpawnState. COUNTING; waveCountdown = timeBetweenWaves;

if (nextWave + 1 > waves.Length - 1)

{

nextWave = 0;

ks

else

{

¥
¥

Debug.Log("ALL WAVES COMPLETE! Looping...");

nextWave++;

bool EnemylsAlive()
{

searchCountdown -= Time.deltaTime; if (searchCountdown <= 0f)

{

searchCountdown = 1f;
if (GameObject.FindGameObjectWithTag("Enemy") == null)

{

return false;

¥
¥

return true;

¥

IEnumerator SpawnWave(Wave _wave)

{
Debug.Log("Spawning Wave: " + wave.name); state = SpawnState. SPAWNING;
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for (inti=0; i <_wave.count; i++)

{

SpawnEnemy(_wave.enemy);
yield return new WaitForSeconds( 1f/_wave.rate );

ks

state = SpawnState. WAITING,;

yield break;
}

void SpawnEnemy(Transform _enemy)

{

Debug.Log(*"Spawning Enemy: " + _enemy.name);

Transform _sp = spawnPoints| Random.Range (0, spawnPoints.Length) ]; Instantiate(_enemy,
_Sp.position, _sp.rotation);

¥
¥
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