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AHOTALIA

Asrycimmua B.A. Po3poOka kasyaabnHoi rpm «Code Frost: Cybernetic
Battle» Ha ocnoBi C# ta Unity. Cnemianbricth 122 «KoMmmm’toTepHi Haykmy.
JloHenbkuit HalioHaIbHKUM YHIBepcuTeT iMeH1 Bacuns Cryca, Binnuns, 2024.

Y IUMIOMHINA poOOTI JOCTIIXKEHO MPOLIeC CTBOPEHHS Ka3yaabHOI BiI€OIrpH Bij
KOHIICMIIii 10 peaiizaiii. Po6oTa ckiamaeThes 3 TphOX OCHOBHUX PO3ALUTIB. Y MepioMy
PO3/1JT aHATI3Y€EThCSl CyYacHMIA CTaH 1IrpoBO1 1HAYCTpIi, 30KpemMa BUIU Ta KaHpPHU 1rop,
m1aTGopMu Il PO3pOOKM Ta 1rpoBi pyui. Jpyruii po3aul NpucBIYEHO po3poOi
TTU3alH-TOKyMEHTY TPH, ]I JIETAIbHO OMMUCYIOThCS ITPOBl 00’ €KTH, iX JIOTiKa, IrpoBi
MexaHikd. TpeTiid po3/ia BKIKOYAE TEXHIYHI aClEeKTH peaiizallii MPoeKTy Ta Mpolec
PO3POOKHU.

Kirouosi cioBa: irposuii pymriii Unity, kasyanbHa rpa, qu3aiiH JOKYMEHT I'DH,
Zeneject, MVC.

59 ¢., 29 puc., 12 dop., 60 mxepen.

ABSTRACT

Yavhusishyn B.A. Development of the Casual Game «Code Frost:
Cybernetic Battle» Based on C# and Unity. Specialty 122 "Computer Science".
Vasyl Stus Donetsk National University, Vinnytsia, 2024.

The thesis researched the process of creating a casual video game from concept
to implementation. The work consists of three main sections. The first chapter analyzes
the current state of the game industry, in particular, game genres, development
platforms, and game engines. The second section is devoted to the development of the
game design document, which describes in detail the game objects, their logic, and
game mechanics. The third section includes the technical aspects of project
implementation and the development process.

Keywords: Unity game engine, casual game, game design document, Zeneject,
MVC.

59 p., 29 pic., 12 formulas, 60 sources.



3MICT

|2 O 1 O - - <o CORTTTS, AT ... P TR TR 4
PO3JIUI 1. CYYACHUIM CTAH ITPOBOI THIPYCTIL....ccuveiveeeeie ittt 6
1.1 BygiPra XaRpYifop . X.. . 0. e s« o e e e P 6
1.2 CyvacHi nnatdopMm AN PO3POOKM ITOP....euruuuieeeeeieeriiiuiieieeeeesstreanaaseeeaseessnnnaeaaeeeesrrn 9
1.3 CySRgpiEPOBI PYllilcuing. - G UL WA ... N X ... V... 10
1.4 Cy4acHi MOBM NporpamMyBaHHSI B iFPOBIM IHOYCTPIT ....eevvviiriiiieieeeiieiiiiiie s e eeeeeeiiiise e e e e e e eanenes 14
POONNC AP ............ 90 A .. crmo - ERE. o . N ) Y 17
1.6 BukopucTaHHA An3amH JOKYMEHTIB OS5 PO3POOKM ITOP...u.uuniieeeiiiiiiiiiiaeeeeeeeeeiiiiiiaeeaeeaeeesnnnes 19
1237 o3z To]=To )T (o I o To K i 11 1 1Y A S 22
PO3IUL 2. AUBAMH JOKYMEHT TP ..ottt tste et ses e st sna e sasreseasesestessabesnanis 23
R TNOINCTDAE. ......~L ... e R B I N T SO WS, W S co W 23
2.2 CTPYKTYPA ITPOBOTO IOOATKY ....eeeeeiirttiiieeeeeeeeestntunasaaeesesssssttnnaeaaeesssesssnaaaaeasessssnsnnnnnaaeesees 23
AR [ o To )= I o oot 7 I = T Dl 2 (o] - TR 24
P (oY o] =T Y T = T 11 S 26
25 [HTephelc.... ML ... e LN NC AR AV ... 27
2.6 TEXHOMONIT AN PEATIBALIT ... ceievtieeeiiieeee et e e et e e e et e e e e et e e e set e e s eataaeeeasta e eeesbaeasessnnnnns 32
BNEHOBOKOO PO3ainy 2|.. S B 8 . s O LR S A 38
PO3/ILJT 3. PEAJII3ALILS T'PU «CODE FROST: CYBERNETIC BATTLEY oo 39
3.1 BUKOPUCTaHI MATEPHM MPOEKTYBAHHS. ... . eeeeeieiiitinnseeeeeseeanennaasaeaeseesanessnaaaeaaasensnsnnnaaaeeeees 39
3.2 BukopuctaHHs Zenject. Dependency INJECTION. ..........uuuuuuuuiiiiiiiiiiiiiiiiiiiieiiibbeneebeeeeeeenes 40
3.3 Peanizauig State natepHy. GameStateManNager ........ccooviiiiiiiiiii e 41
3.4 Peanizauisi pyXy ifPOBUM MEPCOHAMKEM .......cceeeeeuuunieseeeereeeaeennaaaesaaeeessnnsnnaaeaaeseesnnnnaaaaeess 43
3.5 Peanisauist enemMeHTy KEPYBaAHHSA MEPCOHAMKEM ........uuuuuumuuunnnnnnnnnninnnninnnnnnsnnnnnnnnnnnnnnsnnsnnnnnee 47
3.6 Peani3auist MeXaHIKN aBTOMATUMHOT @TAKM ......ccuu.ivrnieirteeetieiiieeeeieeeaieeesteestneessnaeestneeraneens 50
3.7 Peani3auist irPOBOT MIMOLLMHY .......u.ieiitit e e eeiiaeeeeett e eeeataeeeseaan e aseasnaeeeatnnaeesasnnaeeesnnnaasassnnsens 51
3.8 Peani3auist 30EPEKEHD AHUIX .......eeuuuuuiieeeeeeeeeeiiiiaaaaeeaaaeteasttaa s s e e aaaeesasseaaaaeaaeeessannaaaaaaaees 53
3.9 Peanizauia MVC naTepHy. UIMANAGET ...........uuuuumiiiiiiiiiiiiiiiiiiiiiiiiiiiieeenesnnesssnen e senneeennnnes 55
3.10 Pe3YNbTaT PEAMIBALIT MM ...ttt 57
- Tate T aleY SGRN TR gy S — e, W A D o A 58
BUCHOBKUA.. . M. #.. B . £ . ... ¥Fe. et 8 W A 59

CITUCOK JITTERARYPU .........covvven i BB B B 20t i, 60



BCTVII

AKTyaJIbHICTH po00OTH:

CydacHa irpoBa IHIYCTpis 3aJy4a€e MUIBMOHW TPaBIB 3 YChOTO CBITY Ta
oTpuMy€e Benuki npuOyTku. [lompu rimobaiibHY pelecito Ta 3MEHIIEHHS irpOBOIO
PHUHKY uepe3 BBeleHHs1 oOMekeHb y Kutai, puHok OyB B niepe1oaueHoMY MaiHH1 MiCs
JIBOX POKIB 3pOCTaHHS B 3B’s3Ky 3 manaemito. Hapa3i puHok cTabimi3yeThes, 110 €
TapHOK MOKJIMBICTIO JUIsl POCYHEHHSI BJIACHUX IrpoBHX AojaTkiB. Ha cBiToBOMY
PHUHKY ITPOBOI 1HAYCTP1i HAYCHIITHIIINM Ta HAUTIPUOYTKOBIIIIMM CEKTOPOM € TPy JIs
MOOLIBHUX HPUCTPOIB. IrpH Ka3yaabHOTO KaHPY 3aiiMaloTh OCOOIMBE MICLIE HA PUHKY
3aBASKA CBOIM JTOCTYMHOCTI Ta MIMPOKiM ayautopii. BoHu mpuBabioOTh rpaBlliB
PI3HMX BIKOBHMX I'pYyI Ta PiBHIB MIATOTOBKH, 3a0€3M€Uy0UH JIETKICTh BXOKEHHS y TPy
Ta 3pO3yMUIHI redMILICH.

Po3pobka kazyansHoi rpu «Code Frost: Cybernetic Battle» € akTyanpHOIO He
JIMIIE 3 TOYKH 30pYy 3POCTAaHHS PUHKY BIJI€OITOp Ta MONUTY HA Ka3zyasbHI irpy, ajne i 3
OTJISiy Ha MOXJIMBOCTI, SIKI BOHA BIJKPUBAE JIJIsi HABYAHHS, MTPOQPECIHHOTO PO3BUTKY
Ta BINPOBAHKEHHS HOBITHIX TEXHOJIOT1H Y MPOIIEC CTBOPEHHS ITPOBHX JOJIATKIB.

Merta pocaimkennsi: CTBOpEHHs IrpOBOTO JI0aTKy B Ka3yaJlbHOMY >KaHp1 JJIst
MOOUIbHMX IIaTGopM Ha 6a3i irposoro pyuiist Unity Ta MOBU nporpamyBanHs CH#.

3aBaaHHA J0CTiAKEHHA:

» O] CyYacHHX IIatrgopM Juisi PO3poOKH irop, irpoBHUX pYIIiiB Ta
ICHYIOUHMX Ka3yaJlbHUX 1rOp;

» CTBOpEHHSI TU3aiiH TOKYMEHTY TPH;

» peaizalis irpoBOro J0/aTky.

O0’ext pocaimxennsi: [Tpouec po3poOKu IrpoOBOrO MPOEKTY JJIsi MOOUTBHUX
maThopM.

IIpeamer nocaimxennsi: TeopeTnuHi Ta MPAaKTUYHI MAXOAU A0 MPOIECY
CTBOPEHHsI IrpOBOr0 JOAATKy 3 BUKOPUCTaHHSAM IrpoBoro pymis Unity, MoBu

nporpamyBanHs C# Ta ¢ppeiiMBopKy Zenject.
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Amnpo0ailisi pe3yabTaTiB 10CTiIIAKEHHA. PE3YIbTATH JTOCIIKEHb alpoOoBaHi
Ha V BceykpaiHchkiit HayKOBO-TIpaKTHYHIN KOH(DEpeHIlii 3100yBaviB BUILIOT OCBITH Ta
Monoaux BueHux «lIpuknagai inpopmariitai Texnonorii». (M. Biaauist 23.05.2024 p.)

Crpykrypa kBajidikaniiinoi podoru: bakamaBpcrka poboTa CKIagaeThes i3
BCTYILY, TPhOX PO3/ILJIiB Ta BUCHOBKIB Ta CIIUCKY BUKOPUCTAHUX JKEPE.

Po6ota mictuts 59 cTopinok, 29 pucyHkis, 12 gopmys Ta CIIUCOK JIITEpaTypH 3

60 mxepen.



PO3/ILJT 1. CYUYACHUM CTAH IT'POBOI IHJIPYCTII

1.1 Buau ta :xaHpu irop

IrpoBa iHIYCTpisl € BaXKJIMBOIO CKJIAJIOBOIO CYy4acHOI KyJIbTYPH, BiJI0OpaXkarouu
HE JIMIIE TEXHOJOTTYHUMN MPOTrpec, ajge W COLIOKYIbTYpHI Ta €CTETUYHI TEHICHINI. 3a
OCTaHHI JICCSATHIITTS BOHA IIEPETBOPIIIACH HA 0araTOMUIBSIPJIHY Tally3b, III0 00’ €THYE
Jro/ied 1Mo BChoMy cBiTy [1]. Irpu Hamar0OTh MOXKIUBICTh HE3AJISKHO Bijl BIKYy Ta CTaTi
noOyBaTH B BIPTyaJbHHX CBITax Ta BIAYyTH ce0e TeposMH, IOCIITHUKAMH YH
TBOPIIMU. [rpu po3NOAUISIOTECS HAa PI3HOMAHITHI JKaHPH, IO BKIOYae B cede,
HaIpukiaj, riargopmepu, Bi3yaldbHlI HOBENH, IHTEPAKTUBHE KIHO, CUMYJISITOPH Ta
6arato inmmx. KoxkeH 3 kaHpiB Ma€ CBO1 YHIKaJIbHI OCOOJIMBOCTI Ta ayAUTOPIIO.

OnuH 3 HaWMOMyJISAPHIIINX aHpiB € ekmH (action). Binm Bkimtoyae B cebe
IIBUIKANA TeUMITIeH, OOMOBI CIICHM Ta OCHOBHHI aKIICHT pOOWTHh Ha PeICKTOPHUX

3MIOHOCTSIX rpaBisl. JlaHWii skaHp mpejcTaBieHU TakuMmu irpamu sk «Gog of War

(2018)», «Devil May Cry 5» Ta «Assassin’s Creed 1V: Black Flagy.

@ 2 LT

5 \ﬁg,i TR W - A = e i
B 7 -,_,‘_ A : - ;. 5 m\.' .
Y 4 ‘V R N G, "o

Pucynok 1.1 — «Gog of War (2018)» [2]

[Hmmil nommpenuit xaHp — ctpareris (Strategy), ae rpaBenb Kepye IepeBaXHO

00MEXEHUMHU pecypcamMu Ta/abo BICbKaMH, 1100 JOCATTH MEpEeMOry Tpedba npuiMaT
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pilieHHs 6a3yr4nch HE TUIBKM Ha KOPOTKOYACHHUX TEPEeMOrax, a i Ha IOBrOYaCHHUX.
[IpencraBuukamu xanpy € «Civilization VI», «StarCraft I1», «Age of Empires I1».
Ponposi irpu (RPG) npononyioTh iHTEpakKTUBHE Ta HApaTUBHE JOCIIKEHHS 1
B3a€MOJII0 3 ITPOBHM CBITOM, 7€ TpaBellb MOXE BiT4yTH ceOe HOro 4acTHUHOIO,
NpuiMarouy pilleHHs BiTHOCHO irpoBUX MOAiH. YacTuM eleMeHTOM TaHOTO KaHpY €
MO>KJIUBICTh MPOKAUKH MEPCOHAXKa, 110 BIUIMBAE HA CTUJIb MPOXOHKCHHSI TPH 1 HAJla€
BapiaTUBHICTH MPOXOJKEHHS JIJIsl KOSKHOTO TpaBIlsl. [lonynsipHUMEU pOJIbOBUMHU iTpaMH

e «Fallout: New Vegas», «Witcher 3: Wild Hunt» ta «Final Fantasy XV1».

ey

Pucynok 1.2 — «Witcher 3: Wild Hunt» [3]

Takox 1Irpu 4acTo MOEIHYIOTh KaHPH, 1110 CTBOPIOE HOBI, a 1HOAI 1 YHIKaJIbHI,
reviMIuielidi (irpoBi) MmoxkimBocTi. Hampukitan, rpa «Divinity: Original Sin 2» noennye
B COOl €JIEMEHTH POJBOBOI TPU Ta CTPATETii, IO CTBOPIOE TIHOOKY Ta IMMEPCUBHY
cucteMy 0OMOBUX BMIHb Ta B3a€EMOJIiM 3 HABKOJIUIIHIM ITPOBUM BCECBITOM.

Benuka KigbKICTh Cy4aCHUX ITOpP HE CTBOPIOIOTHCS HA OCHOBI JIMIIIE OJHOTO
XKaHPY, @ 1 BAKOPUCTOBYIOTh OCOOJIMBOCTI 1HIITNX YKAHPIB I 30aradeHHs TeHMILICTO.
Hanpuxknan, «The Legend of Zelda: Breath of the Wild» noeanye B codi enemenTu
MPUTOIHUIIBKOI BIIEOTPU Ta BIIKPUTOTO CBITY, MPOMOHYIOYM TPABLIEBI BEIMYE3HY

TEPUTOPIIO JJIA JOCHIPKEHHs, a TaKOX CKJaJHI TOJIOBOJIOMKH Ta MEXaHIKU



BIDKMBAHHS, SKI TpeAcTaBieHi B (Qopmari  yHOpaBiIiHHS — CHOPSIKEHHSM,

MPUTOTYBAHHSM 1K1 1 T/I.

Pucynok 1.3 —«The Legend of Zelda: Breath of the Wild» [4].

B icTopii irpoBoi iHxycTpii Oysin i BUNAAKHU, KOJIM BIJIEOTPU CTaBaJI HE JIMIIIE
MOMYJIIPHUMU, ajie ¥ BINTMBAJIM Ha PO3BHUTOK JKaHPIB a00 HABITh CTBOPIOBAJIN HOBI.
[MpuknagamMu gaHuX irop e€:

» cepis irop «Dark Soulsy. Ilepma wactuHa Bumymiena B 2011 pomi. Cepist
MOETHYE B COO1 €IEMEHTH CKIITHY Ta POJIBOBUX ITOP 3 HETUTIOBO BUCOKHUM PIBHEM
CKJIAJIHOCTI. YcmiX cepii 3 BEIUKOIO KIJIbKICTh (haHOa3u MPUBENIO 10 MPOSBU
mipKkaHpy, Bimomoro sk «Soulslike», 1o xapakTepusyeTbcs BHCOKOIO
CKJIAJHICTIO 31 CKJIAAHUMHU OOMOBHMH MEXaHIKAMU.

» «PlayerUnknown's Battlegrounds». Bunymiena B 2017 pori. [Honynsipusysaia
xaHp «battle royale» (koposiBchka OuTBa), JIe IECATKU TPABIIIB 3MaratoThCs Ha
TepUTOpii B (opMi OCTpPOBY. 3 yacoM 30HA, € MOKHA 3HAXOJIUTUCH 0e3
3HMKCHHS TTOKa3HHUKA 3I0POB’ s, 3SMEHIIY€ThCSI, [0 MPU3BOANTH 10 HEMHHYYUX
CYyTHYOK. Mar4 3aBepIIyeThCs, KOJM 3aJHMINAETHCS JIMIIE OIWH TpaBelh abo

OJHa KOMaHJa.
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» «Metroid» 1 «Castlevania» Bu3HauMIM HOBUH TIPKAHP, BIIOMHH 5K
metroidvania (metpoinBanis). Lleit sxaHp moeaHye B coOi €IEMEHTH irpOBOi
MEXaHIKH Ta ITPOBOTO MPOIIECy, MOAI0HI 0 BUIE3raaHNX CEPii, 1 BIIKPUB HOBI
MOKJIMBOCTI JIJIS1 CTBOPEHHSI 3aXOIUTIOI0YMX IMMEPCHBHUX CBITIB JJIS1 TPABIIIB.
BoHu yacTo BKIIOYaOTh B ce0€ HeCTaHAAPTHI CUCTEMU MPOKAYKH TIEPCOHAKA,
Jie TpaBIEeBl MOTPIOHO 3HAXOAUTH a00 BIOCKOHAIIOBATH pi3HI 3110HOCTI, 100
npocyBaTuCs Jdajli B rpi. Takok BOHM BIJIOMI «BIAKPUTUMH» CBITaMH, SKi
rpaBellb MOXE JIOCHII)KYBaTH B HEIIHIMHOMY TOpPAIKY, PO3B'A3YI0UH

I'OJIOBOJIOMKH Ta 3HAXO/ISI4YH CCKPCTH.

1.2 Cyuacni niaatdopmu 1Jis1 po3pooKu irop

CyvacHuil irpoBUil pUHOK MIATPUMY€E IIUPOKE PO3MAITTA IIATPOPM IS SIKUX
CTBOPIOIOTHCS 1rpu. HalimonynsapHini 3 HU3 BKIIOYAIOTh B c€0€ KOHCOJIbHI CUCTEMH,
MEPCOHANIbHI  KOMIT IOTepU, MOOUIbHI TPHUCTPOi Ta SK MOPHUCTPOi BIPTyaJTbHOI
peanbHOCTi (VR), Ta 1 — nonoBHeHoi peanbHOCcTi (AR).

3a3Buuaii CrioyaTKy CTBOPIOIOTH ISl OHIET TIaThOpMHU, a JUIsl IHITUX TTOPTYIOTh
3 4acoM, 3Ba)Kal04M Ha TEXHIYHI OCOOJIMBOCTI, ajie Jeski BUJABIIl OyBae poOsTh
OJIHOYACHMM peili3 Ha JEKUIbKOX Iuiatrgopmax Jjis OUTBIIOrO OXOIUJICHHS ayJIUTOpii.
[lepeBaxkxno BuOIp IUCTPUOYILi BiEOTPU 3aJCKUTHh BI OaraThbox (PakKTopiB,
BKJIFOUAIOYM IITAT MPAIIBHUKIB, (PIHAHCOBI MOMJIMBOCTI KOMIaHIi Ta 00paHy LiJIbOBY
ayIUTOPIIO.

Hanpuknan, koHCOIBHI ccTeMH, Taki sik PlayStation, Xbox ta Nintendo Switch,
MaloTh CBOI YHIKaJIbHI 0COOJIMBOCTI 1 ekocucTemu. PlayStation TpaauiiitHo BU3HaHUN
3a MOT0 eKCKJFO3UBHI ITPH Ta BUCOKY SIKICTh rpadiku. Xbox 3abe3nedye iHTEerparito 3
cepBicaMu Microsoft Ta aklEHTyeThCS Ha MEPEXEBId Ipl Ta XMAPHUX MOCITYyTrax.
Nintendo Switch mnpomonye irpu st Bci€l poAWHM Ta Irpd 3 YHIKaJIbHUM
KOHTPOJIEPOM.

VY cBiti nepcoranbHux komm 'torepiB (IIK) irop romoBHumu mnatdopmamu
muctpuOyii € Steam, Epic Games Store, Battle.net, GOG (Good Old Games) Ta inmi.

Steam, 3anymienuii y 2003 porti, € HalO1IbIITUM [UGPOBUM Mara3uHOM Irop y CBITI 3
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BEJIMKUM aCOPTUMEHTOM Irop Ta cormianpbHuMu (yHkmismMu. Epic Games Store,
3acHoBaHuil y 2018 poiii, BiZOMHI1 CBOIMU €KCKIIO3UBHUMH YTOAaMH Ta aKIisIMU IS
rpaBmiB. Jleski axiii MPOBOJSATHCS 3 TMOCTIMHOIO mepioanyHicTio. Hampukman,
0e3KOIITOBHA pO3/1avya BiJICOIirop Pi3HUX POKIiB BHUITYCKY Ta momyJsipHocTi. Battle.net
Bix Blizzard, sikuit 3amyctuBcs e B 1996 poiri, € OCHOBHHM MiCIeM JJIsl TPH B 1TpH,
po3pobieni kommaniero Blizzard, taki sk "World of Warcraft", "Overwatch" i
"Hearthstone". 1ls mnaTdopmMa TakoX Haga€ MOXKIUBICTH CIUIKYBAaHHS 3 IHIIMMH
rpaBUSAMH Ta MpUIOaHHS JOAATKOBOro KOHTEHTY 1 irop. GOG, 3anymenuit y 2008
poIIi, cremiani3yeTbcsi Ha cTapux irpax 6€3 DRM-3axucTy Ta CTBOPUB CBOIO BIIACHY

CHUJIBHOTY TPaBIIiB.

1.3 Cyuacwsi irposi pymuii

Po3poOka irop mounHaeTbes 3 BUOOPY PEAAKTOPY JUIsl CTBOPEHHS irop, TOOTO
irpoBoro pyirisi. BoHn HagaroTh po3poOHUKAM IIUPOKUHN CIEKTP THCTPYMEHTIB JIsI
BTUIEHHS TBOPYOCTI y pOpMaTi IrpOBOr0 KOHTEHTY.

Jlesiki po3pOOHUKHU/KOMITaHii BUKOPUCTOBYIOTH PO3pOOJIEHI BIAaCHOPYY, JEsKi
MOKYNAOTh JILEH31] HA BUKOPUCTAHHS pO3pO0OK IHIIMX KOMMaHii. 3a3Buyail nepuiri
BXK€ 0araTo poKiB BUKOPUCTOBYIOTh BIIACHUM PYILINA Ta MalOTh IITAT pO3POOHHUKIB, SIKI
HOT0 TOKpallyloTh Ta BIPOBAKYIOTh HOBHM (QyHKIIOHAN. Jlo maHoi kaTteropii
MIEPEBaXKHO BiTHOCATHCS PO3POOHUKH Ta KOMIaHIi, mo po3podisitore AA/AAA-irpu.
Taki irpw BiJ3HAYAIOTHCS BEIMKUMH OIOJKETaMH, KOMaHJaMH PO3POOHUKAMH Ta
TOJIOBHOIO IIJUTIO € BEJIMKA KIJIbKICTh MPOJAAHKUX KON Ha OUIBIIOCTI PUHKAX.

Jpyrum 3k, B CBOIO 4epry, BUTIJHIIIE HE MOYMHATH PO3pOOKY Irop 3 camoro
MOYaTKy, TaK sIK e BEJMKI BUTPATU TPOILEH Ta yacy, TOMY Kpalle B3STH SKHICH
rOTOBUM MPOIYKT 1 BXKE MOT0 MiUIaluTyBaTH mija cede. ['0JI0BHUMHU MpeICTABHUKAMH €
indie-po3poOHKKH, IO TPAIOIOTH CAMOCTIHHO a00 B HEBEJMKIH KOMIMaHii Ta
CTBOPIOIOTh ITPU 3 BIIHOCHO HEBEJIMKUM OIOJKETOM, 4acTO 3 (POKyCyBaHHSIM Ha

BBEJICHHSI HOBU3HU B 00paHuUil JKaHp.
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IrpoBuX pyIIiiB € BeMMKa KUIBKICTh Ta 3 pi3HUMHU nepeBaraMu. KoxkeH 3Moxe
oOpaTtu Te, Mo oMy Oiiblne MAXOAUTh. [lomynsipHUMU MpeACTaBHUKAMH JaHOTO
MIPOTPaMHOTO 3a0€3MEUEHHS €:

» Unity - omuH 3 HaWNOMMPEHIMUX IrpOBHX PYIIIB y CBIiTi, SIKHUMA
BUKOPUCTOBYETHCS JUIsi CTBOPEHHS PI3HOMAHITHUX I1MOP 3 MOKIIMBICTIO
AUCTPUOYIIi Ha BENMKY KUIBKICTh PI3HUX IIAT(OPM, BKIIOYAIOUM MOOLIBHI
HPUCTPOI, IEPCOHATBHI KOMII FoTepH, KoHcom Ta BeO [5]. Ilupokuit crextp
MiATPUMYBaHUX TUTATGOPM € OHIEIO 3 KIIFOUYOBUX IEpEBar, 1o HaJae PyImIid B
MOPIBHSHHI 3 1HIIMUMH, TaK 5K 1€ HaJJa€ MOKJIMBICTh OXOMUTHU OUTBITY KIJTbKICTh
KIHI[EBUX KOPUCTYBayiB IrpOBOT0 JOAATKy. BiH CIIaBUThCS THYYKICTIO B
po3po0i1Ii, Tak sIK B pyIIii peani3oBaHO KOMIIOHEHTHUN apXiTEKTypHUN MiAXii,
10 Ja€ MOXJIMBICTH SIK JIJIS MIOYATKIBIIB, TaK 1 JJII JOCBITYCHUX PO3POOHHUKIB,
BUKOPUCTOBYBAaTH 4YyKI a00 BJIAacHI CTBOPEHHI KOMIIOHEHTI YacCTHHH, SKi
MOXYTh BKIIOUatH koj, 3D-momeni, Mmy3wky i1 Ta. Hampuknam, cuctema
reHepaiiii penbedy micieBocTi abo pi3Hi peanizaiii Moaesni nepcoraxis. Unity
Mae€ BEJIMKY CHIJIBHOTY pO3pOOHUKIB, IO CIIpUsie 0OMIHY 3HAHHSIMH Ta PO3BUTKY

HaBHYOK.

Edded g 1 N RORS"
DEEQQQRBAR

Pucynok 1.4 — 3o0paxkenns 3 intepdeiicy pymris Unity [6]



>

P 1010 1 1 @ (o= e (@

>

12

Unreal Engine 5 € moTy>KHUM 1rpOBUM pyIIIi€M, BIJOMUM CBOEIO BPa)KarOuolO
dortopeamictuyHoro  3D-rpadikoro. IlepeBaxHO BUKOPUCTOBYETHCS IS
po3poOkr AAA-irop Ta IHIIMX BHCOKOOIOJKETHUX TMPOEKTIB 3aBISKH CBOIN
BHUCOKIA TPOAYKTUBHOCTI Ta MoxumBocTsM. Unreal Engine 5 Hanae
po3poOHUKaM 0E3KOIITOBHUI TOCTYII 10 MporpaMHOoro koay (source code), o
JI03BOJISIE HANAIITOBYBATH PYIIiM M KOHKPETHI IMOTPEOM MPOEKTY abo
IPUBHOCHUTH MOKpANIeHHs B caM pymniid. OgHak, 111 HOBA4KiB BiH MOXKe OyTH
CKJIAJJHUM Y OCBOEHHI Yepe3 BEIMKH 00cAT (GYHKINN Ta CKIAAHICTh ISIKUX
IHCTPYMEHTIB HE B OCTaHHIO 4Yepry depe3 BukopuctanHs C++, sk OCHOBHOI
MoBu miporpamyBaHHs. Kpim toro, Unreal Engine 5 Mae Benuky KUIbKICTh
HiATpUMYyBaHUX 1aTdopm, ane nopiBHsaHO 3 Unity Moke OyTu moTpiOHa fesika
JOJIaTKOBA OITHUMI3aIlisl JOJATKy JUIA JeIKUX IiaTdopM, IO MOXKe OyTH
OOMEXEHHSM JJi1 PO3POOHHUKIB, SIKI MPArHyTh OXOMUTH HIMPOKY ayIUTOPIIO

rpasiiB [7].

29 2 AFES >4

. oEm=mcme

Pucynox 1.5 — 3o6paxenns 3 intepdeiicy pymris Unreal Engine 5 [8]

Godot - 11e IHIIMI TOMyISIPHUHN PYIIii 171 pO3POOKH BiJIc0Iirop, BiJIOMHUI CBOEIO
JIETKICTIO B OCBO€HHI Ta BuKopucTaHHi. Jlanuii pymiit sik i Unreal Engine mae
BIIKPUTHIA JOCTYN 10 MPOTPaMHOTO Komy, ane okpim C++ BHUKOPHUCTOBYE

BIIacHy MOBY mporpamyBanus GDScript, sika cxosxa Ha Python. Okpim Toro Ha
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BIIMIHY BiJ OUIBIIOCTI IHIIMX TOTOBHX pPYIIIiB PO3MOBCIOKYETHCS Ha
0e3kortoBHii ocHoBi 3 mnensiero MIT. (MIT license, which means developers
can use the engine for commercial projects without being required to disclose
their project’s code or any other resources provided alongside it.) Hamae
MOKJIMBOCTI JIJIsl TIOPTYBAaHHS 1rop Ha Pi3HI IIaTGopMu, BKIIIOYar0UHd MOOLIbHI
npuctpoi, [1K Ta BipTyasnbHa peanbHICTh, aje He Ha KOHCOI. Takox py1riil Mmae
JIOBOJII HM3bKI BHUMOIO amapaTHOro 3a0e3neuyeHHs Jisi poOOTH peaakTopy B
MOPIBHAHHI 3 iHIIMMH pywisiMu. OgHak, nopiBHsHO 3 Unity Ta Unreal Engine,
Godot mae MeHIITy KiJIbKICTh JOCTYITHUX PECypCiB B popmarti asset’iB Ta MeHIITy

CIUIBHOTY, TiepeBaxkHo indie- po3pooHuKiB [9].

Scene Project Debug Editor Help t,2D0 33D X Scipt ol AssetLib > L =
FileSystem O pong(*) X 3% Scene Import
res:// *  Fle Edit Debug & Online Docs  ExClasses & Search Help + & [Fite
W Favorites: 1% ballvs O game
y = T + % |20 o] o
B resy/ b paddlevs(*) H left
® sprite
O coliision
. right

ali=

E [
Base Type:
B

ballpng ball.vs

ceiling_floorvs  iconpng

Members:

Functions: a +
_on_area_entered
_process

Variables: +
FLeball_dir =1

Variable X
m
Je FLE

Inspector

EWmQO

& visualscriptPropertys Q

& VisualScriptPropertySet

.
= b
rand_range /
fi -1| fLe &

Available Nodes:

Q

left_palletepn  paddlevs

‘ m
& l I D Signals: + feto (1 Set Mode Instance :

dire
Constant

- = Custom Index
- sto
D Data Assign Op Assign
@ Resource

Flow Control

]
pongtscn  right_pallete.p Resource

Functions
"3 @ Reference
Index

I
vi £ Script <null>
output Debugger Audio Animation

Pucynok 1.6 — 3o0pakenns 3 intepdeiicy pyruis Godot [10]

» Source 2 - e irpoBHii py1iiid, po3po0iieHni kommaniero Valve Corporation. Leit
Pyl € HACTYMHUKOM SOUICEe, SIKWW BUKOPHCTOBYBABCS B PO3POOIN, TaKUX
Bimomux irop, sk Half-life, Counter-Strike: Global Offensive ta € Bimomuii 3a
nocsiriennst y ¢i3ur, I ta rpadim. Source 2 pnepie OyB aHOHCOBAaHUH B
2014, a Bxxe B 2015 Dota 2 6yyia moproBaHa Ha Hboro. OH1€10 3 HOTO KITIOUOBHUX
nepeBar € BOyJOBaHa MIATPUMKA BIPTYallbHOI peaIbHOCTI, IO J03BOJISIE

CTBOPIOBATH IrpH 3 iMMepCcUBHUM reiimiuieem [11]. YymoBuM mpukiagoMm €
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Half-Life: Alyx, sika 3100yna BHCOKi OIIIHKM BiJi KPUTHKIB Ta TpaBIliB HE B
OCTaHHIO YEpry 3a Bpaxaroue MOeqHaHHS aTMocepu Ta IMMEPCHUBHOCTI
nocsitHyToro 3a mpomomoror VR [12]. Ha mpotuBary a0 mporo pyuriid B
MOPIBHSAHHI 3 IHITUMHU Ma€ BITHOCHO Mally KUTBKICTh 1TOp, SIKi pO3pOOMIHN cama
kommaHiss Valve, Tak sk BiH IIe PO3pOOJSETHCS Ta IMOKPAILYEThCS IIEPEs
BUITYCKOM B MacH. X04a BapTo 3a3HAYMTH, L0 /1Kl pO3POOHUKN MAIOTh TOCTYII

JI0 PYIIis.

HezanexHo Big BUOOpY 3p00JE€HOr0 po3pOOHUKAMU/KOMIIAHIEIO PYUIiH € JIUIIIEe
YaCTUHOIO YCIIIXY ITPOBHMX JOJATKIB, IO MOXKE SIK MPUIIBHIUIUTH pO3pOOKY, Tak 1
yHOBUIBHUTH. [lepeBakHO 1€ 3aJ€KUTh BiJ PIBHA 3HAHb KOMaHJU PO3POOHUKIB,
KUIBKICTh HANpalbOBAHOIO MaTepiajlly Ta JOLUUIBHOCTI BUKOPHUCTAHHS B peaii3zarlil

IrPOBOTO JIOJIATKY.

1.4 Cy4yacHi MOBH IporpaMyBaHHs B irposiii ingycrpii

MoBa mporpamyBaHHsSI, II0 BHKOPHUCTOBYBATUMETHCS B PO3POOI I1rpOBOTO
J0JaTKy, TOJJOBHUM YMHOM 3aJIEXKHUTh JEKUJIBKOX ACIEKTIB, TAKUX SK MIATPUMKH B
oOpaHOMY ITPOBOMY PYIIii Ta JOCB1AY pOOOTH KOMAaHIU PO3POOHUKIB.

B irpoBiit iHAycTpii NEpeBaKHO BUKOPUCTOBYIOTHCS:

» C++. KomminboBaHa, OaraTormapaaurMoBa MOBa MPOTpaMyBaHHs, CTBOPEHA
bB'sprom Crpayctpynom y 1983 pomui sik posmmpenHs moBu C. KmrogoBoro
OCOOJIMBICTIO € BUCOKAa MPOAYKTHUBHICTh Ta €(DEKTUBHICTH, IO JOCITAETHCS
3aBASKA OPSIMOMY JOCTYNy 10 MaM'siTi Ta HU3bKOPIBHEBUM omepaiisMm. Sk
HACJIIOK JIaHOI MepeBaru € BENUKUN Hallp 01010TE€K Ta THCTPYMEHTIB IS
po3poOku irop, takux sk DirectX, OpenGL ta Vulkan, mo cBiguuTh mpo
MIMPOKY MIATPUMKY Ta BAKOPUCTAHHS B IrPOBiil 1HAYCTpii, 0c00aMBO 17151 AAA-
irop. Hampuknaza, BUKOPUCTOBYEThCS SIK OCHOBHA MOBa IpOrpaMyBaHHS AJIst
pymrist Unreal Engine, BimoMoro 3a Taki npoektu sik: Little Nightmares, Sea of
Thieves ta Borderlands 3. Ha npoTtuBary 1o mepeBar € CKIaJHICTh KEPYBaHHs
nam'saTTIO, Tak SK 4epe3 BiACYTHICTH BOymoanoro @arbage collector e

MO>KJIMBICTh MOSIBU BUTOKIB MaM'siTl yepe3 pyuHe KepyBaHHs. TakoXk MOBa Mae
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KpyTa KpUBY HaBYaHHs, OCOOIMBO JIJIs TOYATKIBIIIB, Yepe3 CKIAIHUN CHHTAKCUC
ta KoHmemnmii [13].

C#. OO0'exTHO-Opi€HTOBaHa MOBA IpPOTpaMyBaHHS, sKa Oyja po3poOsIeHa
Microsoft y 2000 pomi. Sk 1 C++ € kpocmiatrpopMeHUM Ta Ma€ 1HTETpaIliio B
Microsoft Visual Studio - oxHie0o 3 HaHOOMYNSAPHINIMX IHTEIPOBAHHMX
cepenoBui; po3podku (IDE). C# € odimiiiHOI0O MOBOIO TPOrpaMyBaHHS IS
Unity. B mopiBusuui 3 C++ Mae BOyaoBanmii garbage collector mis
ABTOMAaTUYHOIO KEpyBaHHS MaM ATTIO. TakoX ImiepeBaraMu € 3py4YHUN 1
MPOCTIIINK Y BUBYEHHI CUHTAKCHUC Ta IOCTYII 10 BEJIMKOTO CHEKTPY 010110TeK 1
IHCTPYMEHTIB, WO JI03BOJISI€ MPHUIIBUAIIMTA PO3POOKY Ta OINTUMI3AIIIO
nonatkiB. C# TakoX MIATPUMYE 0araTOMOTOKOBICTh 1 mMapaliesibHe
IpOrpaMyBaHHs, 110 Ma€ BUpPIMIAIbHE 3HAYCHHS JJIA PO3POOKH Irop, TakK SK
103BOJIsIE e(eKTUBHO BUKOPUCTOBYBATH anapatHi pecypeu [14].

Java. OO'ekTHO-Opi€eHTOBaHAa MoOBa IMporpamyBaHHs, po3poOjieHa Sun
Microsystems y 1995 pomi. Bona Oyma cTBopeHa 3 MeTOHO 3a0e3nedcHHs
MOPTYBAaHHS MK PI3HUMHU IUIATGPOpPMaMHu 3a AOTOMOTOK0 KOHLEMNLIi "ouH pa3
HaIlMCaHO, BCIOAM 3amylIeHo". Takoxk 3 KIFOYOBUX MEPEBAr BapTO 3a3HAYUTH
HasBHICTH garbage collector Ta 6araty ekocucrteMy 610J10TEK Ta IHCTPYMEHTIB,
1o Brirouae B cede OpenGL, JOGL Ta irposuii pymiii LIbDGDX. B nopiBasHHI
3 C++ € MeHII MPOXYKTUBHOIO Yepe3 HASBHICTh BIPTyaJIbHOI MalluHUA Java
(JVM) ta aBTOMaTM4HE KEpyBaHHs MaM ATTIO. B 1rpoBiil 1HayCTpii Ha HaHii
moBi Oy ctBopenni Tom Clancy's Politika, Runescape, Powder Game, Star
Wars Galaxies, Roboforge [15]. Java € mermoro mias BuBdeHHs, Hixk C++, ame
BOHA BCE OJTHO MOXke€ OyTH CKJIQJHOIO JUIs MoYaTkiBiiB. OJHAK BIH HE TaKUU
rHyuYkui, sk C++, 1 He Tak IUPOKO BUKOPUCTOBYETHCSA B KOJIAX PO3POOHUKIB
irop [16].

Python. IarepmperoBaHa, BHCOKOpIBHEBA MOBa IMPOrpaMyBaHHS 13 3PYy4YHUM
CHHTAKCHUCOM Ta aKIEHTOM Ha 4MTa0eNbHICTh Koxy. Python meHm mmpoko
BUKOPHUCTOBYETHCS y CBITI PO3pPOOKH 1rop, ajie 11e X0opolla BiJiNMpaBHa TOUKa JJIs

HOBUX PO3pOOHUKIB. [l po3poOKH Irop BUKOPHUCTOBYETHCS O€3KOIITOBHA
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6i0mioreka PyGame. Busuennss Python Takoxx moserurye BHUKOpHUCTaHHS
GDScript, MOBH IporpamyBaHHs Jij1s irpoBoro pyuris Godot [17].

GDScript. CkpunroBa MOBa BHCOKOTO PiBHS, PO3pOOJIEHA CIHEMiadbHO s
irpoBoro pymiis Godot. /lany MOBY JIeTKO OCBOITH, OCOOJIMBO SIKIIIO BU 3HAHOMI
3 Python, ockinbku HOTO CHHTaKCHC 1 CTPyKTypa JOCUTH MMoJi0HI. byna
po3po0iIeHa 3 METOI0 HAIATH 3PYYHUH 1 JIETKUH JIsl OCBOEHHS 1HCTPYMEHT ISl
ctBopeHHs irop. GDScript € NoTyX’HUM 1 YHIBEpCaJbHUM, IO JO3BOJISIE
CTBOPIOBATU CKJIAJIHY ITPOBY JIOTIKY 3 MIHIMAJIbHUMHU 3yCHIISIMUA. OCHOBHOIO
MEPEBArol0 BUKOPHUCTAHHS € TICHA IHTErpauis 3 MEXaHI3MOM 1 PelaKTOpOM
Godot. GDScript mpusHadeHuit isl MIBUAKOTO MPOTOTUIIYBAHHS Ta iTeparii
[18].

Swift. MoBa nporpamyBaHHs, po3po0iieHa Apple st po3poOKH TOAATKIB IS
108, iPadOS, macOS, watchOS Tta tvOS. Cy4yacHui CHHTaKCUC, 3aCHOBAaHU Ha
Objective-C, ane 3 mokpamicHHIMH, TAKUMH K Oc3Ieka THITiB, aBTOMATHIHE
MePEeBU3HAYCHHS TMOCUJIaHb, 0AaraTomoTOKOBICTh Ta JsiMOJa-BuUpaszu. Bucoka
MPOAYKTUBHICTh, Onu3bka 10 C, 3aBISKHA ONTHMI30BAHOMY KOMIIIATOPY
LLVM. BukopucTtoByeThCcsi i po3poOku irop mias miaatrdopm Apple 3a
nonomoroto SpriteKit, SceneKit Ta inmux pperimopkis [19].

Kotlin. Cramionapua MoBa mporpamyBaHHs, po3poOiieHa JetBrains sk
anpTepHatuBa Java mist Android-po3poOku. CymicHa 3 Java 1 moxe OyTH
BUKOpPHUCTaHa B iCHyrOUMX Java-mpoekrax. 3a0e3neuye OLIbII JAaKOHIYHUN Ta
Oe3rneyHuil cuHTakcuc nopiBHsAHO 3 Java. Ilintpumyerscs Google sik odiriiina
MoBa st Android-po3poOku, BKIHOYAIOYH PO3POOKY irop 3 BUKOPUCTAHHIM
Android SDK [20].

JavaScript. CkpunroBa MoBa MpOrpaMyBaHHs, CIOYaTKy pO3poOJIcHA ISt
3a0€3MevYeHHs IHTEPAKTUBHOCTI BeO-cTOpiHOK. 3 mosiBoro miargopm HTMLS Ta
WebGL, JavaScript cTaB BUKOPHUCTOBYBATUCS ISl PO3POOKH SIK BeO-1rop, Tak i
HAaTMBHHX JIOAATKIB 32 JOIIOMOTOI0 TEXHOJOT1H, Takux sk Electron Ta Node.js.
Bennuesna exocucrema 010mioTek 1 (QpeMBOPKIB It pO3pOOKH  irop,

BkItouaroun Pixi.js, Phaser, BabylonJS Ta Three.js. Mox/mBicTh po3po0IsTh
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Kpoc-tuiaTopMHi irpH, SKi MpaIiolTh Y BeO-Opay3epax Ta Ha HACTUIBHHX 1
MOOUTbHUX mpucTposix. [lomymnsipHocTi y BuKopucTanHi JavaScript mis
po3poOkm irop BimOyBcs micis 3akiHdeHHs epu Flash Player. bararo
PO3pPOOHUKIB 3aCTOCYBAIM ITI0 TEXHOJIOTIIO JUIsI CTBOPEHHSI Opay3epHHUX irop.
Bin gemoHCTpyeE, sIK pO3pOOHUKH iTOp MOXKYTh BUKOpucToByBaTH JS 1 HTMLS
JUIS TIPEJICTABJICHHS Bi3yaJbHHX €JEeMEHTIB mpocto B IHTepHeTi. OCh crmcok
HANMONMyJIIPHIIIMX OHJIAHH-Irop, CTBOPEHHUX 3a jJomomororo JavaScript: 2048,
Pseudo 3D Racer, Dinosaur Game, Tower Building ta Mk.js [21].

» Rust. CuctemHa MoBa nmporpamyBaHHs, 110 Oyna odiiiiiHo anoHcoBaHa y 2010
poiii. Bona Oyia po3po0eHa 3 akiieHTOM Ha IIPOyKTHUBHICTh, O€3IEeKy maM'aTi
Ta mapajeibHe IporpamyBaHHs. Sk npaBuio, Rust mpuHaliMHI Takuid xe
mBuAKui, sk C/C++, 1 B MallOyTHbOMY BIH MOKE CTATH 1€ MIBUIIINM Yepes3
MaiOyTHI OHOBJIEHHS TMPOAYKTHUBHOCTI MOBH. Rust Takok Mae BemuKHiA
MOTEHLIaT JUIsl pO3pOoOKM 1rop 3aBisku mapanenizmy. Ilapaneniam y Rust
3arno0irae rmeperoHaM JaHux i 3ade3nedye eQeKTuBHE KEpyBaHHSA MaM’ ITTIO, 1110
YHEMOXJIUBIIIOE 301 y poOoTi Bamoi nporpamu. Po3poOka irop, sk
HaIpaBJICHHS, BCE II€ PO3BUBAETHCS B eKkocucTemi Rust, 1 6araro icHyr4mnx
ITpOBUX pyIIiiB 1 61010TEK BCe e MepedyBaroTh y CTaii aKTUBHOT PO3POOKH

[22].

1.5 Onuc xkaHpy

KazyasibHi MOOUIBHI ITPH - 1€ ITPH, AKI MPU3HAYEH] JUIsl IIUPOKOI ayAuTOpii
KOPHUCTYBauiB, TaK K MaliOTh HEBEJIMKY KUIbKICTh MeXaHiK. BoHU 3a3BU4Yail MalOTh
MPOCTI MEXaHIKH, M0 HE MOTPEOYIOTh TIMOOKOT0 BUBYCHHS I KOM(OPTHOI TpH,
JIETKe YIpaBJIiHHSA Ta KOPOTKI 1rpoBi cecii. JlaHl XapakTepUCTUKU POOIATH iX
17ICaIbHUMHU JIJIs1 TPH B JIOPO31, HAa TiepepBax abo B Oyab-SKUid Yac, KOJIM KOPUCTYBad
Mae BiTbHHMI Yac [23].

Xoya crovaTKy Ka3yajibHl irpu Oyjiad MHOMYJSpHI Ha KOMIIIOTEpax, 1CTopis
Ka3yaJbHUX MOOUIBHHX 1Irop modYajacs pa3oM 13 3pOCTaHHSIM MOIYJISIPHOCTI

MOOUTBHUX MPUCTPOIB, TAKUX K CMApT(POHM Ta IUIAHILIETH, 1 PO3BUTKOM Mara3uHIB
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nIoJaTKiB, Takux sik App Store Ta Google Play. Ilepmni ka3yaneHi irpu Oyl TOCHTb
IPOCTUMHU ITPOBUMH MEXaHIKaMHU, ajie 3 YaCOM BOHHU CTaJIM OLIbII PI3HOMAHITHUMHU Ta
CKJIQJIHIIIINMH.

OpHuM 13 IepIINX MPUKIAJIB MOMYJISIPHOT Ka3yalbHOi MOOUTBHOT rpH € "Angry
Birds", po3po6iena kommanietro Rovio Entertainment Ltd.. Bouna Oyna BumyiieHa B
2009 porri 1 MUTTEBO CTajla XiTOM 3aBJSIKA CBOIM MPOCTIA TE€HMIUICHHIN MeXaHirli,
sICKpaBiil rpadiii Ta apkaJJHOMyY XapakTepy. ['paBiil KOHTPOIIOIOTh IPYITy NTAIIOK, SIK1
MaJal0Th y PI3HOMaHITHI CTPYKTYpH, 100 3HUILUTHU CBOIX BOPOriB — cBUHEH. LIg rpa
BHSIBUJIACS HACTUIBLKH MOITYJISIPHOIO, IO MOPOaMiIa O€3714 IPOJ0BKEHb Ta CIiH-0(PiB,
a TaKOXX MEepPETBOPHIIACS Ha MEJIIHY (paHIIH3Y .

[amuii mpuknan - "Candy Crush Saga", po3pobiena kommaniero King Digital,
sxa Oyua BumyiieHa B 2012 pori. Lst rpa npeacrasiisie cO6010 FOJIOBOJIOMKY THITY "TpU
B psn", Jie TpaBIsIM MOTPIOHO 30MpaTH Pi3HOKOJIHOPOBI IYKEPKU Y JiHIi, 1100 BOHU
3HUKIIM 3 ekpany. "Candy Crush Saga" mBuako craia ofHI€l0 3 HAUMOMYJISAPHIIIUX
MOOUIBHHX 1TOp Yy CBITI, 3aBISKH CBOEMY MIPOCTOMY, ajie NyXkKe MNpUBAOIUBOMY
reiimMIuiero Ta 0e3iidl piBHIB, SIKI IPOMOHYIOTh I'PABISIM O€3KIHEUH1 BUKIIUKH.

Po3poOHMKN Ka3zyaldbHUX 1MOp [JIsi OTPUMaHHS NpUOYTKY MOKIAZalOThCs Ha
PI3HOMaHITHI Ta €(PEKTUBHI MEXaHI3MU MOHETH3alll1, HAPUKJIIAI;:

» Buyrtpimubo irpoei mokynku (In-App Purchases): Bararo kasyampHux irop
MPOMOHYIOTh TPaBILSAM MOXJIUBICTh NPHUI0ATH BHYTPIIIHIO BTy abo
MpeAMETH, IO TMOJErmyoTh Ipy ad0 M0Jal0Th 0 HEi PI3HOMAHITHOCTI.
Hanpukinazn, rpaBiii MOXyTh KyIyBaTH HOBI PiBHI, CHEIllaldbHI MpeaMETH a0o
BUTaJ[aH1 BaJTIOTHI OJUHMUIN. YacTo TpaBiii BIAYyBalOTh HETEPITIHHS II0JI0 CBOTO
pOrpecy B Ipl, TOMY BOHH 3MYIII€HI KYIyBaTH AOJATKOBI peyi, sIKl IPUCKOPSTh
ix mporpec y rpi [24].

» Pexinama: Be3komToBHI Ka3yalibHi iTpH 9acTO MOHETH3YIOTHCS 3a JOIOMOTOI0
BiIOOpakeHHs1 pexyiamu. Ile Moke OyTH pekiiama y BUIJISII BiJIEOPOJIMKIB,
OaHepiB ad0 IHTEPAKTUBHUX OTOJIOLICHb, SIKI TpaBLi 0avyaTh miJ yac rpu adbo Ha
naysi MiXk piBHAMH. J[0X0Iu Bij pekiamMu B IporpamMi MIBUAKO HA3J0TaHSIOThH

MOKYIIKM B IIporpaMi 3a YacTKOIO JOXOAY BiJ KazyainbHuX irop. IIpobiema, 3
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SAKOIO CTHUKAIOThCS 0araTo irop LbOTO >KaHPY, MOB’s3aHa 13 MEepEeHACHUYCHHAM

JI0JATKy PpEKJIaMol0, 10 MPU3BOJIUTH A0 3MEHILIEHHS KUIBKOCTI KIHLIEBHX

KOpHUCTyBayiB [24].

> YckinagHeHl pekiamMHi Mojenmi: Jleski irpd BHKOPUCTOBYIOTH YCKJIaJHEHI

pekiIamMHi Mojeni, Takl sSK "pekinama 3a BuHaropoxay'. Hampukian, rpasenb

MOXX€ OTpUMAaTh OOHYCH a00 BHYTPIIIHIO BalIOTY, fKIIO BiH TeperisHe

pPEKIaMHUM POJIMK 00 BCTAHOBUTD IHIIUHN TOAATOK.

JlaH1 popmMaT MOHETHU3ALI1i 3yMOBJIEHI TUM, 1[0 BUPOOHUITBO Ka3yaJbHUX 1rOp
€ BIJTHOCHO HEJOPOTHM, 1 BOHHU 3a3BUYail OE3KOLITOBHI.

VY kareropii Ka3zyaJbHHUX ITOp MOKHa 3HAWTH TOJOBOJIOMKH, apKaJu, Tirep-
Ka3yaJbHI irpu, cumynsatopu Ta AR/nokaniiini irpu. Jleski 3 Hallkpamux KazyaabHUX
irop BkitoyatoTh Township, Family Island, Temple Run, Fruit Ninja, Homescapes,

Subway Surfers, Project Makeover i Crossy Roads [25].

1.6 BukopucTaHHs TU3aiiH TOKYMEHTIB JJIsl pO3po0KH irop.

CTBOpeHHS IrOp MOYMHAETHCS 3 KOHIICNITyaldbHOI 1€, mo OyJia HaTXHEHHA
MEPE)KUTUMHU BPOXKEHHSIMU B 1HILIIN Tpl abo BiJ BIACHOTO JOCBILY. AJie JaHa 11ied €
rapHO BIJIOMOIO JIMILIE TOMY KUM Oyja mpuyMaHa 1 Moke OyTH TOBOJII HEUITKOKO Y
PO3yMIHHI IS 1HIIKUX, @ MOXK€ HaBITh BIAPIZHATUCA Bl OpHUTiHAIBHOI Bepcii. Jlus
3ano0iraHHs JaHUX CUTYalllil CTBOPIOETHCA AU3alH TOKYMEHT rpu. JlaHuil TOKyMEHT
MICTUTh JICTAJIbHUN OIKC KOHIIENTYaJdbHOI 17ei, TOOTO yCiX AacmeKkTiB TPH, BIJ
reiMIUICI0 3 MeXaHikamMu A0 rpadikd Ta 3BYKOBOrO CymnpoBojy. BiH € omHuMm 3
KJIFOYOBHUX 1HCTPYMEHTIB /ISl pO3POOHUKIB TPH, II0OO Y3TOAUTH Ta 30€perTH BCl i7ei,
KOHIICTIIIi Ta BUMOTH JI0 TPH, IO J0MOMarae 3a0e3neYnTH YiTKEe PO3YMIiHHS 3aBIAaHb
JUTS BCIX YYaCHUKIB KOMaHIM, TAKUX SIK IPOrPAMICTH, AU3aHHEPH, XYA0KHUKH Ta 1HIII.

Jln3aliH TOKYMEHTH HE MaroTh SIKOICh 3araJibHO1 Y3TOJKEHOI CTPYKTYpH, aJie
BOHHU MOXYTb MICTUTH B 001 Taki po3AlIH, SIK:

» 3aranpHuil oy i KoHrenmis rpu: Ommc 3aranbHOi KOHIEMIT TPH, KaHDPY,

[IJTbOBUX KOPUCTYBAYiB, 3arajJbHUI HApaTUB CIOXKETY, aTMOc(epu, TEMATHKH 1

OCHOBHOI 111€i rpu [26].
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» Mexaniku rpu: Po3ain Mae BKIIIOYATH OMKC OCHOBHHUX ITPOBHX MOXJIMBOCTEM,
HANPUKJIaJ, TAKUX SIK YIpaBJIiHHA, 00HOBa CUCTEMa , CUCTEMa MPOrpecy TOIIIO,
TOOTO OIMKUC B3a€EMOJII€ TPaBLIS 3 I'POBUM JI0IaTKOM Ta SIK BOHA OyJie pearyBatu
Ha Horo Aii. Takox mepeBaroro € HasIBHICTh Bi3yalibHa LTFOCTpaIlis MeXaHik [27].

» Ilepconaxi: Onuc TOIOBHUX Ta IPYTOPSATHUX MEPCOHAXKIB, & CaMe OMMUC iIXHBOT
CIOXKCTHOI JIiHi1, X 3HaHHS, HABHYKHA Ta 0COOMCTOCTI KO)KHOTO [28].

» Jlokamii Ta piBHI: OmHMC CTPYKTYpH JIOKallil, piBHIB. JlomaroThcs iX eckisH,
KOHIIENT-apTH, [0 MOE JOMOMOITH BI3yalli3yBaTW Hu3aiiH. BuaiisiroTbest
KITFOYOB1 OCOOJMBOCTI Ta I1iJTi, 110 OYAyTh IOCTABJICHI Mepe rpasieM [26].

» I'padika i animariss: Ommc apT-CTHITIO, KOHIIENT-apTy, MOJICTICH TIEPCOHAXKIB Ta
OTOYCHHSI, aHIMaIli1, crielialbHi €(heKTH.

» 3BykoBuil nu3aitH: OmuC 3BYKOBOTO CEpPEIOBHUINA TPH, MY3HKH, 3BYKOBUX
e(deKTIB, 110 , HAMPUKIIAJ, OyayTh BIATBOPIOBATHCS MPU B3aEMOJII rpaBls 3
00’ €KTaMH.

» Inrtepdeiic kopuctyBaua: Mae micTuTH omnuc iHTepdency TIpH, BKIIOYAIOYH
JeTaabHI MOSICHEHHS 100 B3aEMO/IiT KOpUCTyBaua 3 ejaeMenTamu Menro, HUD
ad0 SK KOpPHUCTyBaul MOXYTb KOPHCTYBATHCS CKJIQJHUMH BI3yaJIbHUMH
cHCTeMaMH, Taki sSIK KepyBaHHs iHBeHTapeM [29].

» Ilnan po3poOkwu: JlaHnii MyHKT MOKe BKJIFOYATH ITJTi Ta 3a/a4i MOCTABJICHI HA
MIEeBHI NEP10/IM, TaKi K JEJIaiiH 3aKIHYEHHS peatizallii mepuoro MpoToTuna 3i
BCiMa MEXaHIKaMH, JaTa MyOJIIYHOrO0 OTrOJIOIIEHHS MPOEKTa abo0 MPOBEICHHS
3aKpPUTOrO OeTa-TeCTyBaHHS AJI1 OTPUMAaHHS BIJATYKIB.

» bizHec-TutaH: MICTHTH OIIIHKY BUTpAT, IUISAXH OTPUMaHHS MPHOYTKIB, OIMHC
MapKETUHIOBOi CTpaTerii, aHaigi3 KOHKYpeHTIB. MoxyTh OyTH HasBHI
MOAPOOHIIl BIIHOCHO PECypCiB MOTPIOHMX BiJA KOMAHAW JJiI CTBOPCHHS
pekiaMHol Kamanii [27].

Jlu3aiiH TOKyMEHT Ipd BUKOPUCTOBYETHCS HA PI3HUX €Tarnax >KUTTEBOTO LIUKITY
MIPOEKTY, IO I03BOJISIE 320€3MEYUTH YITKY CIPSIMOBAHICTH PO3POOKH IMiJ1 4aC KOKHOTO
eTarry Ta 3MEHITUTH MOXKJIMBICTh HETIOPO3yMIiHb Ta KOH(DIIIKTIB cepen komaHau. Kpim

TOTI'O, BIH MOXeE 6YTI/I BI/IKOpI/ICTaHI/Iﬁ K OCHOBa IJIA OHiHKI/I IporpecCy Ta BU3HAYCHHA
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BIJIMTOBITHOCTI Pe3yibTaTiB 04iKyBaHHAM. OCh JIesKi 3 OCHOBHHUX €TalliB, Ha SIKUX BiH
MOKe OyTH BUKOPUCTAHUI:

» IlnanyBanns: Ha modatkoBoMy erami po3poOKH MPOEKTY AM3ANH-IOKYMEHT
BHU3HAUA€ 3arajibHy KOHIIEMII0 TpH, BHU3HAUYA€ OCHOBHI MEXaHIKM Ta
(GYHKI10HATBHICTB, 1110 AOIIOMAara€ BCTAHOBUTH MapaMeTPH Ta 0OCST MPOEKTY.

» PozpoOka: Ilim wac mporo eramy auW3aiiH-IOKYMEHT CIY>KUTh OCHOBHUM
JoKepesioM iHGopMallii i BCIX WICHIB KOMaHIu po3poOHMKIB. BiH gomomarae
IporpamictaM pO3YMITH, SIK MOBUHHI (DYHKIIIOHYBAaTH pI3HI €JIIEMEHTH TpH,
XYJIO)KHUKaM — sIK CTBOPIOBATU rpadiky Ta aHIMAllllo, a TECTEpaM — Ha IO
TpeOa 3BepHYTHU yBary IiJi 4ac TECTYBaHHI.

» Koutpons skocti: JM3aliH-TOKYyMEHT BHKOPHCTOBYETHCS [UIS TOPIBHSHHS
pEAIbHOTO MPOAYKTY 3 3aJ0KyMEHTOBAaHMMHU BUMoOramMu. BiH cioyXuTh
BXXJIMBUM JKEPEJIOM JJIsl TECTYBAJIbHUKIB Ta QA-1HXXEeHepiB, 1100 MepeBipuTH,
YM BIJNOBIAAE rpa 3aJ0KyMEHTOBAHUM CTAHIapTaM Ta OYiKYBAHHSIM.

» Posmmpennst Ta oHoByieHHs: [1i1 yac pO3BHTKY I'pH 1 BUITYCKY OHOBJICHH 200
J0JJaTKOBOTO KOHTEHTY, AM3aiH-TOKYMEHT MOKE BHKOPHUCTOBYBATHUCA SIK
OCHOBA JJIs1 pO3pOOKH HOBUX (YHKI[IH a00 BAOCKOHAJIEHb.

» JlokymeHrartis: HampukiHili TpOEKTy AH3aiH-IOKYMEHT CTa€ BaXXJIMBUM
JDKEpesioM AOKYMEHTAIll JUlsl moAanbmoro o0cayroByBaHHsa Ipu. BiH Moxke
BUKOPHUCTOBYBATHCS JUIsl HaBYaHHS HOBUX YJIEHIB KOMAaHIU, a TAaKOX JJIs

BUIPABJICHHS TTIOMUJIOK a00 BJOCKOHAJIEHHS TPU B MallOyTHHOMY .
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Pre-Release Gate

Pucynok 1.7 — Cxematuune 300paxeHHs] BAKOPUCTAHHS AU3aliH JOKyMEHTa Ipu B

YKUTTEBOMY IHMKJII MPpoekTa [28]

BucnoBoxk 10 po3aiay 1

B nepiomy po3nuii 0yB 3po0JieHHI 3arajJbHUAM OTJISIT CTaHy Cy4acHOI irpoBOi
iHAycTpii. By po3risHyTI pi3HOMAaHITHI BUIU Ta XaHPU 1rop, CydacHi miaropmu
JUIS. TUCTPUOYIT IrpoBUX JoAaTKiB. Takok OyJjio MpoaHali30BaHI Ta PO3TJSHYTI
CydYacHi IrpoB1 py1ii 3 iX mepeBaraMu, siki MOBU MporpaMyBaHHsSI BUKOPUCTOBYIOThCS

IUIS PO3POOKH 1Irop Ta BUKOPUCTAHHS AU3aiH JOKYMEHTIB JJIsl pO3POOKH 1rop.
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PO3JILI 2. IU3AMH JIOKYMEHT I'PU

2.1 Onuc rpu

I'pa "Code Frost: Cybernetic Battle" Oyne BukoHaHa B Ka3yaJabHOMY >KaHpIi,
KU Ma€e BEIUKYy MOMYJSPHICTh Ha MOOUIBHUX TuiaTdhopMax. B mpuramanHomy 10
JAHOTO >KaHPY OCOOJMBOCTEH IrpoBi MeXaHIKU OyIyTh CTBOpPEHI B JIETKOMY Ta
3po3yMisioMy (opMmaTi Ta B HEBENMKIA KUIBKOCTI. 3 OCHOBHUX MOKJIMBOCTEH II€
KepyBaHHs IEPCOHAKEM OJHHMM IaJIbIIEM Ta aBTOMAaTH4YHA aTaka nijiei. Lle poouTsces
3 METOIO IIBUJIKOT'O OCBOEHHS TP KIHIIEBUMH KOpPHUCTYBauaMu. B moganpimx myHKTax

OyJe O1Iblle JETaNbHO PO3MUCAHO 32 ITPOBI MOMKJIMBOCTI.

2.2 CTpyKTypa irpoBoro 104arKky

IrpoBuii nogaTok Oyne po3poOsieHa 3 ypaxyBaHHSM Ha ofgHoOro rpasus. [lpu
3ax0/ll KOpHCTyBauya B Ipy Oy/e 3aBaHTaXyBaTHCS CIlIeHA 3aBaHTaXCHHs, 110 Oyze
1HII[1aT130ByBaTH OCHOBHI CHCTEMHU I1rpoBoro monatky. IIpu 3aBepilieHi 1aHOTO
mpoiiecy OyJie 3aBaHTa)Ke€Ha TOJ0BHA irpoBa ciieHa. CriouaTky Oyzae yBiMKHeHOIo Ul
rOJIOBHOTO MEHIO, 10 OyZe MaTh 4YOTHUPH KHONKH JUIsi B3aemojli 3 rpoto. Ilpu
HAaTHCKaHHI BIJMOBIIHUX KHOIIOK KOPHCTyBau 3Moke Biakputh Taki Ul BikHa, sK:
HaJAIITyBaHHs, MarasuH MOKpalieHHs 30poi, mMarasuH MOKYIKHU IrpoBOi BaJIOTH.
YeTBepTa roj0BHA KHOIKa OyJle 3allyCKaTH ITPOBY CECI0 MiJ Yac SKOi KOpHCTyBau
3MOXKE€ KepyBaTu IrpoBuM mepcoHaxkeM. [lim gac irpoBoi cecli KOpHUCTyBad 3MOXKE
KepyBaTu IFPOBUM MepcoHaxkeM. J[aHuii mepcoHax OyAe BUIBHO MEpPEMIIIATUCS Ha
ITpOBIM MIIOIIMHI, IO OyJae mporeaypHo reHepyBatucs. OmHOYacHO OyayTh
reHepyBaTHUCS TakKl IrpoBi 00’€KTH sIK 30posi Ta 00’ekTH OoTOoueHHA. [licims mouaTky
IrpOBOi cecli HAaBKOJIO 1IPOBOI0 MEPCOHAXKY OYyIyTh 3 ABIATHUCS BOPOXKI MEPCOHAKI.
[Ipu cmepTi BOpOTriB rpaBelb OyJae OTPUMYBATH IrpoBy BajtoTy. OCHOBHOIO ITIJUTIO
IrpoBoi cecli Oy/ie MepeKUTH K HalOIbIlIe XBUJIb BOPOTiB Ta 3HAXOHKEHHS TOPTaTY
JUISl YCIIIIHOTO i1 3aBepIIeHHS 31 30epeeHHsIM BCiei HaOpaHoi irpoBoi BamoTu. [Ipu
MopasIli TpaBis, MO OyAe SIBISATHCS CMEPTh ITPOBOTO MEPCOHAXY, TpaBelb Oyie

OTPUMYBATH JIMIIIE YACTUHY HAOpaHOI IrpOBOI BaIIOTH.
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Pucynok 2.1 - I'padiune 300paxxeHHs] CTPYKTYPH TPH

2.3 IrpoBi 00’e€kTH Ta iX JIOTiKa

KoxHa rpa ckiiagaeThCcsi 3 PI3HOMAHITHHX ITPOBHUX OO'€KTIB, SIKIi CTBOPIOIOTH
VHIKQJIBHUA 1HTEPAKTUBHUM CBIT 111 rpaBmiB. Lli o0'ekTu BKIIOYaOTH y cebe
NIEPCOHAXIB, IPEIMETH, JIOKallii, edekTH Ta OaraTo iHIoro. KoxeH 00'eKT Mae BIacHy
JIOTIKY Ta B3a€MOJIIO 3 1HIIUMHU 00'€KTaMu y Tpi. Y LBOMY PO3AUTI MU PO3TIITHEMO
OCHOBHI THUIIH ITPOBUX OO'€KTIB, iX (YHKIIOHAJIBHICTH Ta B3a€EMOJII0 B MeXaxX I'pu
"Code Frost: Cybernetic Battle".

[lepuiuM 00’€KTOM, IO MU PO3TJIIHEMO, OyJe caM IrpoBuil mepcoHax. Mae
0a30B1 cepe/iHl 3HAYCHHS XapaKTEPUCTUK 37I0POB’sI Ta MBUKOCTI. € €TUHUM ITPOBUM
nepcoHaxkeM B aonatky. [lounmHae cecito rpu 3 6a30BOr0 30po€r0, M0 Ma€ MocepeaHi
3HaueHHs. [TepemileHHs 311iCHIOBAaTUMETHCS 3a IOIOMOI0r0 HOBOI Input System [30-
31]. Cam 00’€KT MEPCOHAXKY CKIIQAATUMETHCS 3 JACKUIBKOX IMi100’€KTiB, 1m0 OymyTh
BIJIMOBIAATH 3a PI3HI CKPUNTH KOMIOHEHTH. Ha ocHOBHOMY Oyne 3HaXOJUThCS

TFOJIOBHUM CKPHUIIT, IO Ma€ ITIOCUJTIAHHS Ha THIII KOMIIOHECHTH, K1 € HpI/IKpiHHCHI/IMI/I K
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JI0 TOJIOBHOr'O 00’€KTa, Tak 1 A0 migo0’ekTiB. OauH 3 ABOX Mig00’€KTIB € 00’ €KT, 10
BIJIMOBIAaTUME 3a MOJIEb MEPCOHaXKa, TOOTO 3a Horo BimoOpakeHHs. [[pyruii ke B
cBoro 4epry Biamosimatume 3a collider (komaiizep) Ta CKpunTH TIOB’S3aHI 3 HHM.
Kommnonent collider € oqarm 3 BOynoBanux y pymriii Unity ta B cepy 1oro 060B’s13KiB
BXOJUTh BU3HAUYCHHS (DOPMHU ITPOBUX 00’ EKTIB ISl TPOPAXYHKY (Pi13UIHUX 31TKHEHD 1
BHUKJIMK TIOJTIH /IO BIAMOBIAHUX KOJIi31H MK 00’ ekTamu. BizyansHUM MpeACTaBICHHSIM
g yac po3poOku O6yae 3D 06’ekT B hopMi Karcyiau 3eJI€HOr0 KOJIbOPY 3 MOJEIIIO
MPSAMOKYTHOI ()OpMH Ha piBHI OYeH, N[0 OyJe BUKOPHCTOBYBATUCH I PO3YMIHHS,
KyJY € IOBEpPHYTUH ITPOBUI TEPCOHAK.

HacTynHumu 06’ €TaMu € BOPOTH. IX Oy/1e feKinabka BUIIB, KOKEH 3 AKMX 3MOKE
MaTH pi3HIO 30poro. 3HAUYEHHS iX XapaKTepUCTHK Oyjie 3aJie’KUTH BiJl THITY BOPOTY.
Jlani 3HaueHHs OyIyTh KOperyBaTucCs [UIsi OallaHCyBaHHS TEHMIUICI0 Ha OCHOBI
OTPUMAaHUX BIJITYKIB BiJl TECTYBAJIbHUKIB Ta KIHIIEBUX KOpUCTyBayiB. [lepeminieHHs
KOXKHOTO OKpEMOro Bopora Oynae 3I1HCHIOBATUCA 3a JONOMOror (perimBopka Al
Navigation [32], mo panimre nHazuBaBcs NavMeshComponents. Ilig wac po3poOku
Bi3yajibHE MPEACTaBJEHHS Oyje TaKUM CaMHUM SIK 1 B IFPOBOT0 MEPCOHAXY, aje OyJe
BUKOPUCTAHUN BIIMIHHUHI KOJIP BiJl 3€JIEHOTO AJI KO’KHOTO 3 TECTOBUX BOPOTIB.

IrpoBuit 00’ekT 30pos sBisie co0OIO mMpeAaMeT g miadopy. Bouu OymyTs
3 ABJISITHCSL HAa I'POBOMY IOJII B PaHJIOMI30BaHUX Micugx. [laHl mpeamMern 3Moxke
nig0MpaTy TIIBKUA TpaBellb, TUM CAMHUM 3aMIHIOIOYM TOTOYHY 30pOI0, SIK HACTIIOK
MO>K€ 3MIHUTHUCS TUIl CHAPSIAY, CUJla aTaku, IBUIKICTh CTPUILOU Ta MOKIIUBO €(EKTH
Bl BIy4aHHs 30poi. Ha MOMEHT po3poOku AOLUIBHUM BiloOpakeHHsIM Oyne 3D
00’ext B (hopmi cdhepu. Koxxuuii Tut 3 TeCTOBOI 30poi Oye MaTu Pi3HUMN KOJIp s
BI3yaJIbHOI P13HULII i1 YaC TECTYBAHHS.

[Topran — siBasiTUME COOOI0 00’ €EKT, SIKUM MPHU KOJI31i 3 IFPOBUM MEPCOHAKEM
OyJie 3aBepIryBaTy irpoBy ceciro rpaBils. Jlanuit 00’ ekt Oyne 3’ sIBIASTUCS, TAK CaMO B
PaHIOMI30BaHUX MICIISIX, ajie 3 BITHOCHO HU3BKUMM IIIaHCAMU, HIXK 1HII 00’ €KTH.

Pi3HOMaHITHI ~ 00’€KTM  OTOYEHHA OyayTh 00’ €KTaMH-TIEPEIIKOJaMHU.
OyHKIIIOHAIBHUX 3aJ1a4, OKPIM MOKJIMBOI'O CTBOPEHHS KOJI131i 00’€KTa 3 pyXOMUMU

O6’€KTaMI/I, JAK CHapsaau, rpaB€lb, BOPOI'H, Ta MOKIHWBOIO 0OMEKCHHS I[OCTYHHOI
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obmacti pyxy mus NavMesh Agent kOMIIOHEHTIB NMPUKPIIUICHHX Ha BOPOTIB, HE
nepeaoavyeHo. BizyalbHUM MpeCcTaBICHHSAM JaHUX OO0 €KTIB MOXe OyTH JepeBa,

KaMIHHS, 1 T]I.

2.4 IrpoBi MexaHiKu

VY nma"omy po3aiii MU PO3TJITHEMO KJIIOUYOBI irpoBl MexaHiku Haioi rpu "Code
Frost: Cybernetic Battle", mjo Bu3HauaroTh redMInieil Ta irpoBuil JOCBiJl KiHIIEBOTO
KOpUCTyBada. IrpoBi MexaHiKd a0 IrpoBI MOXIJIHMBOCTI - II€¢ OCHOBHI CHOCOOH
B3a€EMO/JIII TPaBIIB 3 TPOIO, SIKI BKIIOYAIOTh y c€0€ PI3HOMAaHITHI Jii, CUCTEMHU Ta
byHKIII.

Koxna rpa mae ojiHy a00 JieKiJIbKa iIrpoBUX MEXaHiK, 10 € OCHOBOIO FEHMILICIO.
I'pa "Code Frost: Cybernetic Battle" e 6yne Bukmtodensam. Ii 6a30BuMH MexaHiKaMu
OyJe: MepeMillleHHs IrpoBOrO MEPCOHaXy 3a JONOMOIOK OJHOTO Hajbls Ta
aBTOMAaTUYHA aTaka IrpOBOTO MEPCOHaXKa 1Mo 00’ ekTaM. JlaHi MEXaHIKU € IPUKIIaTaMH
€JIEMEHTIB Ka3zyaJbHUX >KaHPY, TaK SIK HE MOTPEOYIOTh BEJIMKOI KIJIBKOCTI Yacy Jist
PO3YMiHHS i € BiJHOCHO NIPOCTHMM B OCBOEHHI. IXxHs peamizamis Oyne 3ailicHeHa
aHAJIOT1YHO JIO TAaKHUX IFPOBHX JOAATKIB, K «Magic Survival» [33] ta «Archero» [34].

[lepemilieHHs1 1rpOBOr0 TEPCOHAXY 3A1MCHIOBATUMETHCS, KOJU TpaBellb
HATHUCHE B HMKHIN YaCTHHI €KpaHy Ta MiCIIs MOSBH Ha €KpaHl MOOIJILHOTO MIPUCTPOIO
BI13yaJIbHOTO B1AOOpaXXEHHsI CTIKY relmmnaay npoBeje NaiablieM B OJHY 13 CcTOpiH. Jis
OTPMMAHHS CUTHATIB BIJ JAaHOTO BiIOOpa)kKeHHs OyJle BUKOPHUCTOBYBATHCS HOBA
InputSystem, mo € MOKpaIieHO CUCTEMOIO Ta € OLIbII THYYKOIO B MOPIBHSHHI 3
MUHYJIOIO.

ABTOMaTHUHa aTaka OyJie 3/11CHIOBATUCS HA OCHOBI 30pOi, 1110 € BASTHEHOIO HA
IrPOBOT0 MEpCOHAaXa, TOOTO Ha OCHOBI XapaKTEPUCTUK 30poi, TaKUX SIK pajaiyc Aii.
Sxmo 00’€KT, TKUT MOKE aTaKyBaTU TpaBellb 3aXOJUTh B pajiyc Jii 30poi, TO BiH
aBTOMATUYHO OyJie aTaKkyBaTH WOTO. Takok BapTO 3a3HAYUTH, IO ITPOBUN MEPCOHAK
OyJzie aTaKkyBaTh HAMOIMKUIKA 10 ceOe 00’ €KT.

JlomaTKOBUMU MeXaHIKaMH O1IbIIIe MPEICTAaBISATUMYTh HEOCHOBHI MOXKIIMBOCTI

AJIs1 TpaBLA. HpCI[CTaBHI/IKaMI/I TaKMX MEXaHIK €:
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» 3ona xaly. B mane miciie MO>kKHa MOTIACTH MICHs 3aBEpIICHHS ITPOBOI cecii, K
micisg TOopa3Kd, Tak 1 dYepe3 mopral moBepHeHHs. B xabi Oyjae HamaHa
MO>KJIUBICTh BUTpAyaTH IrPOBY BATIOTY B Mara3uHi,

» 3MEHIICHHS 3/I0POB’sl IFPOBOTO MEPCOHAXY 3 TUNIMHOM Yacy. J[ane oOMexeHHs
OyJie CTpUMYBATH TPaBIls BiJl MOXKIMBOCTI Oy/ly B HECKIHUCHHIHN 1rpOBiii cecii.
Jlana cecisi, AKII0 BUHUKHE, MOXKE TIPU3BECTH JI0 MOSIBU 3MIIIaHUX a00 HaBITh
O1IBIIIE 10 HETAaTUBHUX €MOIIi, TaK B KIHIIEBOI'O KOPUCTYBava Oyjie TIJIbKH TpU
BapiaHTa 3aBEPIICHHS CECli: 3aKPUTHU ITPOBUM J0JATOK, 37aTUCS ab0 3HANTH

MOPTaJl HOBEPHEHHS B 30HY Xa0y;

2.5 InTepdeiic

Jns peamizamii iHTepdeiiciB Oyne BuxopuctaHo peanizamiro MVC natepHy.
["0JI0BHOIO MEpeBarol JaHOTO MaTepHy Oyae MOXKIMBICTH mIBUAKOI iTepartii UI/UX
JIM3aliHy Ta 3MEHIIEHHS BIUTMBY Bi3yaJIbHOT YACTHMHH HA KOJIOBY.

B kazyanpniit Tpi «Code Frost: Cybernetic Battle» Oyae cTBopeHO AeKiibka
€KpaHiB Ta BIKOH JJIsl B1IOOpaXkeHHs Bi3yalibHUX 1HTepdericiB. [lepmum ekpanom, 1o
Oyne BiIOOpakeHUM mJI1 KOpUCTyBada, OyJe rojioBHe MeHi. Ha Hbomy Oyne
3HAXOAUTHCh YOTHPH KHOIKH, IO OyAyTh CBOIO Bi3yaJIbHOI IMIUIEMEHTAIIIE0
MOKa3yBaTH Ha Taki Jii, sSIK TIOYaTH ITPOBY CECII0, BIAKPUTH HAJAIITYBaHHS 1TPOBOTO
JOAATKY, BIIKPUTH Mara3uH nokpaiieHb. BoHu OyayTh 3HaXOAUTUCH B HUKH1 YaCTHHI
ekpany. Take po3tanryBanHs Oyje B 3py4Hii TOCSKHOCTI JIJIsi KOPUCTyBada. Takox B
JIBOMY BE€PXHbOMY KyTi Oyjie BIJOOpaXEHHS MOTOYHOI KIJIBKOCTI ITPOBOI BAJIOTH Y
KopucTtyBaua. [Ipm HaTHUCKaHHI Ha JaHe B1JOOpa)KEHHs MOXKHa Oynae JI0JaTKOBO

KYIUTH ITPOBY BaJIOTY.
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Pucynok 2.2 — Cxematu4Hi Moielli BifoOpakeHHs TOJIOBHOTO MEHIO Ta MEHIO

HaJIalTyBaHb

[Ticrisi HATHCKaHHS KHOIMKK HalallITyBaHb Ha €KpaHl TOJIOBHOTO MEHIO Oylie
B1100pa)KE€HO B1AINOBIIHE BIKHO. BoHO Oyze MICTUTH B cO01 HOTUPH NEpeMUKaya JJs
BMUKAHHA Ta BUMHKAHHS TaKuWX HalallTyBaHb, SIK: MPOrpaBaHHS 3BYKIB, MY3HKH,
MOKa3 MOBIIOMJIEHB BiJl IFPOBOrO J0AATKy Ta BiOparis. OkpiM nepeMHukadiB OynyTh
HasBHI nB1 KHOmMKW. OpHa Oyae 3aKpwBaTH JaHE BIKHO 1 MOBEpTATH Ha EKpaH
rOJIOBHOIO MEHIO, a 1HIIAa OyJe MOKa3yBaTH [0JaTKOBY i1H(GOpPMAIl0 BIAHOCHO
nonarky. Hampuknaz iHdopmaliito o010 MOTOYHOI BepCii rpu, pO3pOOHUKIB A0JATKY .

[Tpu HaTuCKaHHI KHOIKM MarasuHy OyJe BiJOOpa)K€HO BIAIMOBIAHE BIKHO Ta
MOTOYHA KUIBKICTh IrPOBOi BAJIIOTH Y KOPUCTYBaya. [ paBiil 3MOKYTh BUTpayaTH IFPOBY
BaJIOTYy M1 mnpuAOaHHA TOKpAIIeHb XapaKTepUCTUK 30poi. PosmupeHHsm

(GyHKI[IOHaTy JAHOTO BIKHA MOK€ OyTH MOXKJIMBOCTI KyMIBJIS Ta 3aMiHH MOJENI
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IrpoBOro MepcoHaxKy. B HIDKHINA yacTHHI BikHA Oyje HasiBHA KHOMKA JJISl 3aKPUTTS

BiKHA Ta IMOBEPHEHHS HAa MUHYJUH ekpaH Ul.

‘ Game currency |

Shaop

[tem Price

Iltem Price

Iltem Price

‘ Item Price

Close

* HREE

Pucynox 2.3 — CxemaTu4He MoJieib BiJoOpakeHHs 30HU Xaly

Tperiit expan Oyze BimoOpaxaTHCs Mij] 4ac caMoi IrpoBoi cecli. BiH mictutume
BIIOOpa)KE€HHA KIJIBKOCTI 310paHoi 1rpoBOi BallOTHM Ta KHOMNKY TNay3W, MICIS
HATUCKaHHS SKOi OyJe mpu3ynuHEeHO irpoBy cecito. [li1 yac mboro ekpany rpasellb
3MOXKE€ KepyBaTH ITPOBHM IIEPCOHAKEM 3a JOTIOMOTOI BIOOpAKEHHS Ha €KpaHl
reMITaIHOTO CTiKa, 110 Oy/Ie 3’ ABJIATUCS HA MICLISI HATUCKaHHs. BapTo 3a3HaunTH, 110
BIH Mae€ 3 SBJISITUCS B HU)KHIM MMOJOBHHI €KpaHy Ta HEMAE CBOI0 OCHOBHOIO YaCTHHOIO
BI3yaJIbHO BUXOJIUTH 32 MEXK1 €KpaHy.

YerBepTuM €KpaHOM BHCTYNA€ €KpaH IiCJd HAaTUCKAaHHS May3u, ne Oyze
BiJ1I0OpaxxeHo Tpu kHomku: «IIpogosxut», «Pectapt» Ta « MeHto». [Ipu HaTHCKaHH1
KOKHa KHOTIKA Oyjie BUKOHYBATH BIAMOBIAHY ii1 J1ifO:

» «lIponomxutn». byne BUKIIOYEHO €KpaH may3u Ta Oyne IpoJOBXKEHa

irpoBa cecisl.
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| Game currency o —

Stick

Stick zone

)

|" lf"'Stick\ul '|

YA knol
N,

\\\ REliTe

E/."/Iu

T

Pucynok 2.4 — CxemaTu4He MOJIeb BIJOOpaKeHHS €KpaHy ITiJI 4yac irpoBoi cecii

» «Pectapt». byzne 3amymieHa HOBa irpoBa cecisi Ta HaKOMHMYEHA irpoBa
BaJIIOTa 32 MUHYJIy CeCito He Oyjie 3apaxoBaHa, siK 1 Oy/b sSIK1 HAKOIUYECHI
MO>KJIMB1 OOHYCH ITpOBOI cecli.

» «Mento». byne 3akiHueHa IOTOYHA IrpoBa CECisl Ta HaKOMWYEHa irpoBa
BaJIOTa 3a JaHy cecilo He Oyjae 3apaxoBaHa. byay mokazaHo ekpaH
TOJIOBHOT'O MEHIO.

[T'aTuM ekpaHOM Ta IIOCTUM €KpaHaMH OYyIyTh €KpaHW 3aBEpIICHHS irpOBOI
cecli sIK MpU YCHIINIHOMY, TaK 1 MpH mporpair. B BepxHiil 4acThHI ekpaHy Oyne
BiIoOpakaTUCsl TEKCT 3 BIAMOBIJHUM HAMMCOM JI0 CTaHy 3aBEpIIEHHS ITPOBOi cecii.
ITocepenuni OymyTh nBa mons. llepmwmit Oyne BimoOpakaTw 3arajibHy KiJIbKICTh
HaOpaHOi 1rpoBOi BaJIOTH 3a ITPOBY CECil0, a JPYTUil — MHOXXHUK Ha SKUil Oyze
NEPEMHOKEHO 3arajbHy KUIbKICTh HAOpaHOi BAJIOTH Ta pe3yJibTaT JaHOI oreparlii

Oyne 30epekeHnil y KOpHCTyBaya.



31

Menu Restart | |Continue

Pucynok 2.5 — CxemaTudne MoJieNb BIIOOpaXKEHHS MEHIO May3u
Takox naHl ekpaHu OynyThb MICTUTH Tpu KHOnkH: «Menwo», «HoBa cecis» Ta
«Marazuny. [Ipu HaTHCKaHHI KO’KHA KHOIKA Oyjie BUKOHYBATH BIMOBIIHY 11 JTi10:

» «Memnto». KopuctyBady Oy/ie oka3aHO €KpaH TOJIOBHOTO MEHIO.

» «Hoga cecis». byne 3amyiieHa HoBa irpoBa cecisi.

» «Mara3uny». bye nmokazano BiKHO MarasuHy.

OkpiM BUIE 3ragaHux ekpaHiB Oynae peam3zoBano Ul enemeHTt, 110

B1I00pa)KaTMe MOTOYHUN CTaH MOKa3HUKA 3I0POB’Sl sIK IFPOBOTO MEPCOHAXKA, TaK 1
BOPOTiB, 1[0 3HAXOAATHCS B 30HI ekpaHy. JlaHi eneMeHTH OyayTh 3HAXOAUTHUCH OIS

BIJIMOBIAHUX 1M IFPOBHUX 00’ €EKTaX.
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You have wonl

Score: 111

Save amout: x1.0

| Menu ||New run‘ ‘ Shop ‘

You have lostl

Score: 111

Save amout: x0.2

‘ Menu ||New run| | Shop |

Pucynok 2.6 — CxemaTu4ni MOzei BiqoOpaskeHHs €KpaHiB yCHIITHOTO 3aBEPIICHHS

IrpOBOI Ccecli Ta MEHIO MOPa3Ku

Health Value / Max Health

Health Bar

Pucynok 2.7 — CxeMaTudHe MOJieJib Bi10OpaKE€HHs IOTOYHOTO 3I0POB’ s IEPCOHAXKIB

2.6 TexHoJiorii AJs1 peaJjizanii

Jlns peamizanii kasyaneHoi rpu «Code Frost: Cybernetic Battle» Oynyts

BUKOPHUCTaH1 PpeMBOPKHU Ta IHCTPYMEHTH. JlaH1 IHCTpyMEHTH OyyTh BUKOPUCTAHH1

SK JUIsI peatizalfii Ta MOKpaIleHHsI M0 BChOMY MPOEKTY, HAMPHUKIIAJ, ONTHMI3AIIIO

OUYiIKyBaHHS BUKOHAHHSA (DYHKIIIM HAMMCAHOTO KOIy, TakK 1 JJIs peajizallii OKpeMHX
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MeXaHIK, HAIPHUKJIaa, TIEPEMIIICHHs] BOPOTIB IO ITPOBIiH IJIONIKHI, IO € MPOLETYPHO
3T€HEPOBAHOIO.

UniTask — iHCTpyMeHT, IO € peari3ali€elo aCHHXPOHHOTO MPOTpaMyBaHHS,
CHeMiajJbHO PO3POOIICHOr0 ISl MIiATPUMKHU irpoBoro pymris Unity. IlepeBaxkHo
BUCTYIIa€ B poJti 3aMinHuka g Coroutine, siki € peaizaiiieio BOYJOBaHOIO B PYIIIi,
ajie MaloTh CyTT€BUU HEAOMIK. J{Js IX BUKOPUCTaHHA Mae OyTH CTBOPEHHM 00’ €KT 3
J0JIaHUM KOMITOHEHTOM Kitacy MonoBehaviour, sikuit Mae 3amyCTUTH 1X BAKOHAHHS Ta
OyTH aKTHBOBaHUM OO’ €KTOM Ha IrpOBId ClEHI. TakoX MOKe 3aMIHATH (yHKLI1OHAI
HagaHuii  Oi0miorekoro System.Threading.Tasks. Sk 3a3HaueHo Ha CTOpIHII
myOJI1YHOTO pEeno3uTopist HaJae CyMICHY MOBEIHKY 3
Task/ValueTask/IValueTaskSource [35]. 'onoBHOIO mepeBaror B TOPIBHSHHI 3i
CXOXKMMH THCTpYMEHTaMH € e(peKTHBHE BH/ICHHS mam’aTi Ha BukoHaHHS UniTask
MmeToniB. [36] 3 pe3ynbTaTiB JOCIIKEHHS MPOBEAEHOro 3 mopiBHsHHAM Coroutine,
Task ta UniTask ocranHiii He TEHEpPY€ CMITTS B IaM’sITi, [0 Ma€ CYTTEBHIA BILTUB Ha
ITpOB1 JIOJATKH, TaK SIK BOHU MOTPEOYIOTh KOXKHOTO JIOCTYIHOTO pecypey JUis

CTaOUIBHOTO (PYHKI[IOHYBaHHS.

— S GUMEMO Y = COroutn e.GCNVemony uUniTask.GCMemony

Memory Bytes

10000

]

Pucynok 2.8 — INopiBusuibHuid padik srenepoBanoi GC(garbage collector) mam’siti
[36]
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Zenject — e QpeliMBopk moOymoOBaHW I irpoBoro pymrs Unity, sxwii
pearnizoBye mia0JoH BHOpoBa/pkeHHs 3anexxkHocte (Dependency injection, DI).
Hpyroro HazBoro (perimBopky € Extenject. Jlanmii ¢peiiMBOpK Haja€e BIAHOCHO
BEJIMKHIA CTIEKTp MOxJIMBocTeld. OCHOBHUM 3 SIKHX € cama peanizaiis DIContainer 3a
JIOTIOMOTO0 SIKOTO B MPOEKTI MOYKHA HATAIITOBYBATH 3aJE€KHOCTI, IO SK HACIIiTOK
pOOUTH KOJ MEHII 3B’SI3HUM Ta Haja€ PO3pOOHMKAM MPOCTIIE PO3yMiHHS pOOOTH
KOAY 3 MOJKJIHMBICTh IIBHAKOrO BIIPOBAKCHHS HOBOro (QyHkmioHamy. Zenject
PO3MOBCIOIKYEThCS 3a JineH3iero MIT, 1110 1ae MOXIJIMBICTh BUIBHO BUKOPUCTOBYBATU
HOTO SIK B MEPCOHAIIBHUX, TaK 1 KOMEPLIMHUX MPOEKTAX. 3aBAHTAXKUTH (PPEHMBOPK

MOJKHa K 4epe3 pernosuropiii Ha Github, Tak 3a momomororo Unity Asset Store [37-
38].

Files GameInstaller.cs EnemySpawner.cs Player.cs

GameInstaller.cs @ System;
Player.cs 1 ng Zenject;

EnemySpawner.cs Gamelnsta r : Monolnstaller

Enemy.cs

Powerup.cs InstallBindings()

IAudioService.cs 7 Container.Bind<IAudioService>()

AudioService.cs 8 . To<DebugAudioService>()

DebugAudioService.cs :As5ingle();

ontainer.Bind<EnemySpawner>().AsSingle().NonLazy();

Pucynok 2.9 —IIpuknan nonaBanus 06’ extiB B DIContainer 3a momomororo Zenject
[39]

Al Navigation — ¢peiimBopk Hamwcanuii po3poOHMKamu kommanii Unity
Technologies. Cnouatky po3pobisiBcs mig Ha3oo NavMeshComponents Ta
PO3IMOBCIOKYBABCS Yepe3 BiAKpUTHI perno3uTtopiit [32]. KimtouoBuM (yHKITIOHATIOM,
10 Hajae JaHui makyHok(package), sBisieTbcs HaBiraiiiiHa cuctema. BoHa Hanae
(G yHKITIOHAT [T CTBOPEHHS ITEPCOHAXKIB, 10 3MOXKYTh PEATICTUYHO MEPECyBATUCS TIO
ctBopeHoMy irpoBomy cBiTy [40]. Taki nmepconaxi imenyrotbes sik NavMesh Agent ta
IepecyBalOThCsA BOHM IO IUIOIIMHI, sika HasuBaeTbcsi NavMesh Surface. [lana
IJIOMIMHA € 00’ €KTOM, 10 30epirae B coOl JaHi BIJHOCHO TOJITOHIB, K HE MArOTh

HISIKMX TEPEIIKOJ] MK 1X Toukamu. [lepemileHHs ke B CBOIO Yepry € KOMILIEKCHUM
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MIPOLIECOM, IO TOCSTAETHCS 3a TIOMIOMOTOI0 IEKUTBKOX eTamiB. CriouaTKy BU3HAYAETHCS
IUISX BiJf TOYATKOBOI TOYKH J0 KiHIEeBoi. Jlaii iae cimiyBaHHS BUSHAUCHOMY IUIAXY
miJ Yac SIKOTOo MIIIX MOXe OyTH CKOpEroBaHWH BIIHOCHO HOBUX JWHAMIYHHUX
nmepemkoa abo pyxy IHIMMX areHTiB. TakoX CHCTeMa KOperye IBHUIAKICTh Ta
PUCKOPCHHS areHTIB [Tl JOCATHEHHS 0aXkaHOoi IIBUIKOCTI repecyBaHHs areHTa [41].
Oxpim ganoi pynkii Al Navigation Hagae MOXITMBICTh KOPETYBaTH YMOBHY BapTIiCTh
nepecyBaHHS 10 TTOBEPXHOCTSM, IO Ja€ peaji3oByBaTH IIONIMHHU 3 YCKJIaTHEHUM
MepecyBaHHs, HAMPUKIIad, JIOKaIlisg 00J0Ta, 0 € PO3MOBCIOHKEHOIO B Irpax >KaHPY

«Soulslike.

Pucynok 2.10 —Cxemarnune 300paxenHs NavMesh Surface 3 caiity moxymeHnTarii
[41]

Cinemachine, six i Al Navigation, e po3po6koro kommasnii Unity Technologies.
JlaHuii 1HCTPYMEHT HaJa€ pPO3POOHUKAM 3pYUYHHM (QYHKIIOHAN JUIsi KEpyBaHHS
KaMepaMd Ha CII€HI, a caMe BHUKOHY€ MaTeMaTH4Hl pPO3paxyHKH, JIOTIKY
nepeciliiyBaHHs MepcoHaXxa, 3MiHy KaapiB [42]. SIk pe3ynabTar AaHWi 1HCTPYMEHT
IPUCKOPIOE PO3POOKY ITPOBUX JOJATKIB, CKOPOUYIOUM Yac Ha pO3pOOKYy CHCTEM
KepyBaHHs kamepamu [43-44]. Taxk sik irpoBwuii pymriii Unity Mmosxe OyTH BUKOPHUCTaHU
JUIsl CTBOPEHHS €KpaHi3alii, Hanpukiaa, MuibTduibMiB, To Cinemachine € 4yjoBuUM
THCTPYMEHTOM JIs IPOLIeIYPHOT MPOTOTHUITI3AIlIT aHIMAIlIi 3 MOXKJIMBICTIO OTPUMAaHHS
MUTTEBOTO BIATYKY Ta BIPOBAHKEHHS 3MiH Ha MPOTH Bary 3BHYaHOMY MiAXOIY 3

Jyaco3aTpaTHHM MpoiiecoM penaepunry. Unity Technologies B cmiBmparii 3 Disney
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Television Animation Bukopuctamu Cinemachine st CTBOpEeHHS KOPOTKOMETPAKKH

«Baymax Dreams» Ta otpumanu npemiro Emmy Awards y cdepi TexHosoriii Ta

imkenepii [45].

Pucynok 2.11 — Intepdeiic kommonenty Cinemachine Virtual Camera[43]

Input System — ¢peiiMBOpK, 110 € OHOBJIEHOIO BEPCi€I0 CHCTEMH BBOLy. MUHYIa
cucTeMma, sika HazuBaeThes Input Manager, Hapasi 3ayuinaeTbes BOyJ0BaHOK 6a30BOIO
Bepcito B irpouii pymrii Unity [30-31]. Input System npuBHOCUTE CYTTEBI 3MIHH TSI
HaJIalITyBaHHs BBOJY. BoHa BBOJUTH Taki MOHATTH, sik Binding, Action, Action Map.
Binding — siByisie 06010 Ki1aBily, KHOIIKY TiCIIsl HATUCKAHHS SKOT Oy 1€ BUKJIMKAHO JIi0
(Action). Koxxen Action Map moxe MaTH JIesiKy KUTbKICTb JTii 3 IPUB’I3aHUMH JI0 HUX
curHajgamu BBojay. Action Map’u Tpeba BUKOPUCTOBYBATH JJIsl CTBOPEHHSI PI3HUX il
3 MPUB’SI3KAMH JI0 OJHHUX 1 TUX € BBOJIIB, III0 POOUTH MOKJIHUBUM, HAIMPHUKIAI,
BUKOpPHUCTaHHA ojaHoro Action Map mis mepemillieHHS MEepCOHaXKy, a IHIIHH JIs
nepexmoueHHss Mk Ul enemeHTamu, ane MpH I[bOMY BHKOPHUCTOBYBAaTH OJHAKOBI
KiaaBimn BBOay. Takox Input System kpamie migTpumye Kpocmiat@OpMHICTh B

nopiBHsiHHI 3 Input Manager [46].



37

Action Maps

*

Action Properties
Player .

4
e
1,
+,
1,
4
1,
4
T

Pucynok 2.12 — Inrepdetic BikHa HanmamtyBanb Action Map [30]

ObjectPool<TO0> gpganmit KJIac € YaCTHHOI  IMEHHOTO  IPOCTOPY
UnityEngine.Pool [47]. Bin peaiizoBye ouH 3 HAWMOMYJISAPHIMINX ITPOBUX MATCPHIB
IPOEKTYBAHHS JIJIsl ONITUMI3aIlil irpoBoro jgoaatky, a came «Object Pooly. OcHoBHOO
I[IJUTI0O € CTBOPEHHS 32 MOTPEOM BU3HAYCHUX 00 €KTIB Ta MOBTOPHE BHKOPUCTAHHS
HaOopy iHiIiaJIi30BaHUX Micas moBepHeHHs iX n0 «Object Pooly., a e mocriiine
CTBOpPEHHsI HOBUX 00’ekTiB [48]. SIk pe3ynabTar BUKOPUCTAHHS MIAOJOHY IrpOBHii
JOJATOK € OUTBII ONTHMI30BAaHUM B BHUKOPHMCTAHHI TaM’STi IIILOBUX IIIATHOPM,
0c00IMBO, HA MOOLTBHUX MPUCTPOsIX [49].

Addressables — dbpeiiMBopk, 1o € po3podkoro kommanii Unity Technologies ta
HaJa€ IHCTPYMEHTH JUIsi KEpyBaHHs Ta OpraHizailii MmakyBaHHS peCypciB IrpOBOTO
nogatky [50]. B irpoBomy pymrii Unity € Tpu TpaauiiiHi HiIX0ANW O OTPUMAHHS
pecypcy MPOEKTY 3a MOCHIIAHHSM, a CaMe JI0JaBaHHs 1X Ha CIICHY, OTPHUMAaHHS 3 TIAIIKU
Resource abo Buxopuctanns AssetBundles [51]. Addressables e mokparieHO0O
BEPCIEIO LIUX MIAXO1B, TaK SIK MA€ peaizaliito aCHHXPOHHOTO 3aBAaHTAXKECHHS PECypPCiB.
Oxpim 1poro Bukopuctanus ppeimBopky Addressables Hagae HacTymnHi nepeBaru:

» ['HyukicTb. JlocsTaeThCs 32 JOTTIOMOTOI0 MOXKIIMBICTh PETYJIFOBATH MICIIE
posminieHHs1 pecypciB. Ha Oynb-sikoMy etari MpoeKTy MOXHA 3MIHUTH
MICIIe JOCTYITy JI0 TIEBHOTO PeCypcCy, He MEePEnrCcyrouH KO JOAATKY .

» KepyBanus 3anexxHoctsamMu. OpeiiMBOpPK aBTOMAaTHYHO 3aBAHTaXY€ BCi

3aJIe)KHOCTI OyAb-SIKUX PECYPCIB.
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» YrpapiiHas MaM’ATTi0. PpeiiMBOPK aBTOMATHYHO BHBAHTAXKYE PECYPCH,
110 HE BUKOPUCTOBYIOTHCS.

» VYmakoBka BmicTy. ®peiimBopk edekTrBHO nakye AssetBundle, HaBiTh
KOJIN PEeCypcH IMEepeMillyloThcss abo mepeiiMeHoByroThes. AssetBundle
MO>KHA BUKOPUCTATH JIJIs1 3MEHIIICHHS IT0YaTKOBOT'O PO3MIpY IOJATKY MPU

MEPIIOMY 3aBaHTaKEH1

Addressables Groups | 1O
|Create ~ | Profile: Default  ~ Tools~ | 'Play Mode Script = | Build ¥ | | =
| Group Name 3 Adﬁressaﬁble Name & | Path Labels |
[» Player Data
| v Local Demo Data (Default)
| Assets/APIDemo/Data/Capsule.prefab MyLakel

_ Assets/Resources/Cubeprefab
Assets/APIDemo/Data/Cylinder.prefab MyLakel

Assets/APIDemo/Data/mat.mat
Assets/APIDemo/Data/red.mat
Assets/APIDemo/Data/ScenesFolder
Assets/APIDemo/Data/sprite.prefab Myl abel
Assets/SampleVideo_1280%720_1mb.mpd

ASRCOD 9

» Remote Demo Data
| » Space Shooter Data

Pucynok 2.13 — Intepdetic Bikna HanamryBanb Addressables [52]

BucHoBok 10 po3aiiay 2

B npyromy po3zaini OyB 3po0isieHnid orisaa Au3aiH qokymMeHTy rpu «Code Frost:
Cybernetic Battle». Bysio po3riisiHyTo OCHOBHHUIA KaHp TPH, ITPOB1 00’ EKTH Ta iX JIOTIKY
MOBEMIIHKKA, TEeUMIUICHHI OCOONMBOCTI, Bi3yalbHUM 1HTEepdeic 3 sSkuM Oyre

B3aEMOJIISATU KIHIIEBUN KOPUCTYBAU Ta TEXHOJIOTI JIJIsl peatizailii Ipu.



39

PO31JI 3. PEAJII3BALIA I'PU « CODE FROST: CYBERNETIC BATTLE»

3.1 BukopucTaHi naTepHU NPOEKTYBAHHS

BaxxnuBoro 4acTUHOIO peaizallii rpi € BUKOPUCTAHHS MaTEPHIB MPOEKTYBAHHS.
['onoBHOIO MepeBaroro € 3a0e3MeueHHs JIETKOI MATPUMKH Ta CYIPOBOY CTBOPEHOTO
MPOTPaMHOTO MPOAYKTY. Takok iX BHKOPUCTAHHS MPHUIIBUAIIYE TECTYBaHHS Ta
BUABJICHHS 0ariB. OCHOBHUMHU BUKOPUCTAHUMH MMaT€pHAMU OYJIH:

» Ilarepn dependency injection. Jl03BOJsi€ pO3MIIMTH KJIacH Big ix
3aJIeKHOCTEH, TMEepPEeKJIaBIId BIAMOBIAAIBHICTh 32 BHUPIIIEHHS JaHUX
sanexkHocteil Ha DIContainer. Byno Bukopucrano dpeiimMBopk Zenject,
sKa pealli30By€ JaHUIl HaTepH.

» State marepH. J[03Boyisse 00’€KTOBI 3MiHIOBATH CBOKO TIOBEIIHKY, KOJIH
3MIHIOETBCS MOro BHYTpilIHINA cTad. B irpoBomy pgomatky Oyiio
peanizoBaHo state machine, 0 KOHTPOJIIOE OCHOBHUW IPOLIEC TPH.
Hampukiaz, 3amyckae nosiBy BOPOTiB Ha iIrpOBOMY TTOJTI.

» Model-View-Controller (MVC). Pozninse Ul ememMeHTH Ha TpH
KOMITOHEHTH, 110 Ja€ O1IbII THYYKY CHCTEMY, JIe 3MIHU B B1I0OpaKeH1 HE
MaroTh BIUIMBY Ha JIaHl, a 3MIHU JaHUX MOTJIHU 3[IHCHIOBATUCS O3 3MIH
1HTEpdeiicy. BUKOpUCTOBYETHCS B MPEACTaBIICHI 1IHTEPPEHCIB Ta BIKOH
KOPHUCTYBauy.

» Observer. IloBeminkoBui TaTepH, SIKAW Ja€ MOXKJIUBICTH 00’ €KTam
CTeXXUTH W pearyBaTh Ha MOJii, sIK1 BiIOYyBalOThCS B 1HIIMX 00’ €KTaXx.
PeanizoBaHo B AeskuX Kiiacax JJis Kpaiol HE3B I3HOCTI KOJTY.

» Object pool. IlatepH, sKuii BUKOPHCTOBYE HaOip iHIIIATI30BaHUX
00’€KTIB, a HE CTBOPIOE HOBI OO’€KTH, IIO SK PE3YyJbTaT 3MEHILYE
KUJIBKICTh OYMIIEHHS 11aM’SITl, 1110 B CBOIO YEPry 3MEHIIy€ HaBaHTaKEHHS
Ha MOOUIbHUI npuctpiii [48]. BukopucTOBY€EThCS ISl TMOSBU HOBHX
BOPOTiB Ha ITPOBIi IUTOMIHHI.

» @®abpuunuii meron. IlopomkyBaabHUN TIATEpPH, SKUHA JIO3BOJISE

CTBOPIOBATHU KJIACH HE MPUB’SI3yIOUHCH JJO KOHKPETHOI peatizaiii.
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» Meniatop. [ToBeniHKOBUH MaTepH, KU 3MEHIIIYE 3B’ I3HICTh KOy Cepejl
BEJIMKOT KUJIBKOCTI KJIaCiB 3BOJISIUM 111 3B’ A3KH B peatizallii 0JIHOro Kiaca-
MoCepeTHUKA.

» Event Bus. ITatepH mpoekTyBaHHS, 110 J03BOJISE TIPH HASIBHOCTI BEITMKOL
KUIBKOCT1 KOMIIOHCHTIB 3MEHIITUTH 3B’ SI3HICTh KOJTY 32 JIOITOMOTOXO KJ1acy,
10 HaJIa€ MOXJIMBICTh BUKJIMKATH 1HIIIAM KjlacaM TOJii Ta pearyBaTu Ha

HHUX.

3.2 Buxopucranns Zenject. Dependency Injection

B peamizamii rpu ZenjeCct BUKOPHCTOBYETHCS 3a OCHOBHUM MpPHU3HAYCHHSM, a
came s npuB’si3ku 00’ektiB B DIContainer. TlepeBaskHo MpuB’SI3KM POOMIIHACH 10
1HTEep(ENCIB, 10 Aa€ MOKJIMBICTh 3aMIHUTH Ty YU IHINY peaji3aliio kiacy 0e3 3MiHH
KOJY B BCIX 3aJIC)KHUX CKPHUIITaX. 3aJI€KHOCTI MPUIHATO NPOMUCYBATU B KOHCTPYKTOP
KJlacy, ajie¢ 3a JCSKUMH BHHSTKaMM BOHM MOXXe OyTH MpomucaHl abo sK monie 3
atpubytoMm «Injecty, abo sk mapameTp B OKpPEeMHUN METOJ TaK CaMO 3 aTpuOyToM
«Injecty. OcTtanHl Ba BapiaHTa MEPEBaAXXHO BUKOPUCTOBYBAIHCH, SIKIIO 3aJIEKHOCTI
MIPOKUAYIOTHCS B KJIAaCH, K1 yHaCIiayBanucs Big kiacy Monobehaviour. Lle noB’si3ano
3 TUM, 110 B pO3pOOHUKIB HEMAE MOKJIMBOCTI BUKJIMKATH a00 3MIHIOBATH KOHCTPYKTOP

kiaacy Monobehaviour.

private void BindDataService ()

{

Container.Bind<IDataService> () .To<DataService> () .AsSingle () .NonLaz

y();
}

B nanomy kol peamizoBaHo NpuB’si3Ky kiacy DataService mo intepdeiicy
IDataService. Bapro 3a3HauWTH, IO 1€ HE €AMHUN BapiaHT peajizallii MpuB’sI3KH
kinacy B DIContainer. Byno Bukopucrano takoxx meron BindTolnterfaces, o

JT03BOJISIE TIPUB’SI3aTU OJUH KJIaC JI0 ACKUIBKOX 1HTEp(EHCIB.
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Takox OyJI0 CTBOPEHO KJIaCH, IO PEaTi30BYIOTH IAOJOH MPOEKTYBaHHS
(aOpuyHMIA METOI, 1110 BUPIIIYIOTH OJHY 3 ocobiuBocTel Zenject. Jlana oco0nBiCTh
MOJIATA€E B TOMY, 1[0 BC1 3aJIEKHOCTI BUPILITYIOTHCS i Yac iHiIiami3alii J0JaTKy, CIIeH
1], 10 B CBOIO YEPTy YHEMOKIIMBIIIOE TOAaBaHHS 3aJIEKHOCTEH Y KJIaCH CTBOPEHI i

Yac BXK€ 1HIIaJ130BaHOTO JOATKY.

public class EnemyFactory : IEnemyFactory

{

private readonly DiContainer m diContainer;

public EnemyFactory(DiContainer diContainer)

{

m diContainer = diContainer;

public Enemy Create (Enemy enemy, Transform transform)

{
Enemy enemyInstance =
m diContainer.InstantiatePrefabForComponent<Enemy> (enemy,
transform) ;
return enemylInstance;

B Buiiie HaBegeHOMY KO/11 TOKa3aHa OJIHA 3 peajizalliii JaHOTo 111abJIoHy, a caMe
(abOpuika 7151 cTBOpeHHs BoporiB. JlaHuit kiac B KOHCTpYKTOpi npuiiMae DIContainer
3a JOTIOMOTOI0 SIKOTO MM MOKEMO CTBOPIOBAaTH HOBI KJIACH 3 BCiMa MOTPIOHUMHU
MOXJIMBOCTSAMU. Takoxk Kiacu mabsioHy (GaOpuyHOr0 METOAY BIAJUISIOTH JIOTIKY
Bukopuctannas DIContainer Bix iHIIUX KJ1aciB, 110 € TapHOO MpakTHKO0 cepe Unity-

PO3POOHUKIB.

3.3 Peanizanin State narepny. GameStateManager

B xoni peanizariii rpu Oyio BUKOpHUCTAHO 11abJI0OH TpoeKkTyBanHs State, sikuii €
OJIHUM 3 PO3MOBCIODKEHUX B po3poOIill 1rpoBUX AojaTkiB. JaHuii mabnoH Oyiio
BUKOPHUCTAHO IS peaii3allli MeHe/pKepa cTaHiB rpu. JlaHi ctaHun 00yMOBITIOIOTH B 001
pI3HI YaCTUHU XUTTS TPU Ta IMIUIEMEHTYIOTh CTPYKTypy rpu. Hampukinan, Oys

peanizoBanuii ctan MenuGamesState, 1o BiAKpuBae KOPUCTyBauy €KpaH T'OJIOBHOTO
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MEHIO, HAJIAIITOBY€E KaMepy JJIS BiOOpaKeHHS TPH Ta 1HIIIAI3y€e CHCTEMH JT0JATKY,
TakKi SK TeHepallis irpoBOi IUIOIIMHH, MOSBY IrPOBUX 00 €KTIB HA JIaHI IIOIIMHI, a
came BOpOTiB, 30poi Ta 00’ €KTIB OTOYCHHSI.

3a mepeMuKaHHS ITPOBHUX CTaHiB Biamosinae kiac GameStateManager. [lanuii
KJIac BaJICKUTh TUIBKM Bia kimacy GameStateFactory, mo peanizoBye mnarepH
MPOEKTYBaHHS (PaOpUIHMI METOT 711 CTBOPEHHS BCIX irpoBuX cTaHiB. KoxkeH irpoBuit
CTaH JIOJA€ThCs 70 TOJs Tumy Dictionary<>, ne kiro4YeM BHCTYIAIOTh 3HAYCHHS

CTPYKTYpH JaHHX €NUM, a 3HaYEHHSIMU CaMl ITPOB1 CTaHH.

private void ChangeState (GameStatus gameStatus)
{
if (m currentGameState?.CheckTransition (gameStatus) == false)
{ return; }
bool containsKey = m gameStates.TryGetValue (gameStatus, out
IGameState gameState) ;
if (containsKey == false)
{
UnityEngine.Debug.LogFormat ("No Status in Dictionary:
{0}", gameStatus.ToString())
return;

m currentGameState?.ExitState();

m previousGameStatus = m currentGameStatus;
m currentGameStatus = gameStatus;
m currentGameState = gameState;

m currentGameState.EnterState();

B Buille HaBeneHOMY KOJI MOKAa3aHO JIOTIKY, IO BHUKOHYETHCA MpPH 3MiHI
IrpoBOro crany Ha iHmwmi. KoxeH 1rpoBHil CTaH peaii3oBaHUi Bij aOCTPAKTHOIO
kinacy GameState, mio 3a0esneuye 0a30BOI0 peanizaiiclo MOTPIOHUX METO/IiB.
Hanpukiaz, nepeBipka 4v MOKJIMBUN MEPEXiJ 3 MOTOYHOTO ITPOBOI0 CTaHy B 1HIIUH.
JIyist kepyBaHHSI CUCTEMaMH ITPOBOTO JOJATKy B KOXXHOMY ITPOBY CTaHi JOJArOThCS

MOTPIOHI 3aJIEXKHOCTI 3a JOIIOMOTror0 (hperiMBOpKa Zenject.
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3.4 Peanizanisi pyxy irpoBuM nepcoHakem

Jlns pyxy mepcoHaxy Mo irpoBoMmy cBiTy B irpoBomy pymiii Unity € nBa
OCHOBHUX BapiaHTa peamizaiii. [lepmmii BapianT peamizalii 3a JOIOMOTOK CKPHIITA
CharacterController. Bys cnieniianieHo po3po0ieHmid sl KepyBaHHS MEPCOHAXKAMH Ta
Mae BOYJIOBaHI METOJ1 JJis TIEpEeMIIEHHS, ajie TOTpeOye M0AaTKOBUX HaIAIlITyBaHb
JUTSI  CUMYJIIOBaHHS (PI3MYHUX BJIACTHUBOCTEH, TaKWX SK BIUIMB TpaBiTarmii Ha
nepcoHaxka. J[pyrum BapiaHTOM € BHKOPHCTaHHS KommoHeHTy Rigidbody, sikuii Ha
npotuBary CharacterController mamgae minTpumky Gi3HYHUX B3aEMOMIA 3 IHIIUMU
00’exkTamMu. [l KOpPEKTHOI peanizalii pyxy 3a HOTO JIOMOMOrol Tpeba HamucaTu
BJIACHUU CKPUNT [T KepYBaHH, 110 OyJe 6aszyBatucs Ha (izuii Bix pymris Unity.

B xoxmi peamizamii rpu «Code Frost: Cybernetic Battle» Oyno Bupimeno
BUKOpucTaTH came kommnoHeHT Rigidbody. OcHoBHiI mpobiemu, ski MalTh OyTH
BUPIIIEH] MPU BUKOPUCTAHHI JTAHOTO MIAXOAY, II€ OMpAIfOBaHHS HEPIBHOCTEH Ha
IJIOLIMHI JJI TEPEMIIIEHHS 1 MIAHATTS Ta CIYCK NEPCOHAXY K M0 MOXUJIIM MOBEPXHI,
Tak 1 1mo cxojax. [ms ix BupimieHHs OyJ0 BHUKOPHUCTAHO MIAXIJ peali30BaHUMN
po3poonukamu kommanii «Toyful Gamesy [53]. lnsa nepconaxkiB Bukopucramm 3D-
¢irypy ¢gopMu Kamcyiu, sika € MiAHSITOK Ha JESKy BHCOTY BiJ moBepxHi. JlaHe
HIHATTS JOCATAETHCS 3a JOMTOMOTOI0 NIPUKJIAAaHHs CHITK 10 KoMmroHeHTa Rigidbody,
110 € JOJaHUM 110 nepcoHaxa. [1iaxia OCHOBY€EThCS HA BUKOPUCTAaHHI MaTEMAaTUYHUX
¢dbopMyJ1 3 BUKOPUCTAHHSAM BOYIOBAaHUX METO/IIB B irpoBui pyiiit. OqHIUM 3 OCHOBHUX
METO/IIB pyIiisi, 10 OyJI0 BUKOpUCTaHO, € Raycast. Bin Bumyckae ysiBHUII TPOMiHb 3
TOYKW Ha IEBHY BijcTaHb Ta moBeprae D00l 3HaueHHS, 10 BKa3ye 4M 3ITKHYBCS
POMiHb 3 SKUMOCH 00’ €KTOM, 1 IIOBEpTaE yepes mapameTp out crpykrypy RaycastHit.
Jlana CTpyKTypa MICTUTh KOOPJAMHATH TOYKH 31TKHEHHS, IO MO3BOJISE BHUPaXyBaTH
BIJICTaHb BiJl TIOYATKY MPOMEHS 10 00’ €KTY 31TKHEHHS, sIKa MOTPiOHA /11 00paxyBaHHs
3a ¢popmyiaamu (3.1-3.5). B 3anexHocTti Bim BuxigHoro 3HadeHHs (opmynu (3.5)

3aCTOCOBYETHCA BiI[HOBiI[Ha CHJIa AJIs1 HiI[HfITTH a00 3HIDKCHHS BUCOTH IMCPCOHAXKY.

velocity,q, = Vr—a); * Z) (3.1)
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—_—

ne  Vigy — BEKTOD HANPABJIEHOIO POMEHS;

—

V,» — HampaBieHuil BekTop mBHAKOCTI BiJ Rigidbody koMmoHeHTa;
velocity,q,, — PpI3HUI MDK BEKTOpaMM IIPOMEHS Ta HANpaBJICHHS

IICPCOHAXKaA.

velocityother = Vray * Vother (3.2)

—_—

ne Vg — BEKTODP HalpPaBJIEHOrO POMEHS;

_

Vother — HampaBJICHW BEKTOpP MIBHAKOCTI I1HIIOTO 00’€KTa, IO
3HAXOJUTHCS i EPCOHAKEM,
velocity,iper — PI3HUIL MK BEKTOpAaMH IPOMEHsS Ta HANpPaBJICHHS

IHIITOTO 00’ €KTA.

velocity = velocity,q, — velocity,tper (3.3)

ne  velocity,,, — NiIbOBUI BEKTOP HAIIPABJIEHHS 3arajbHOTrO PyXYy;

velocity,iner — BeKTOp mBUIAKOCTI Bil Rigidbody kommnonenTa;

velocity — pi3HULIA M)XK HUHIIITHIM HaIPSMKOM PyXy Ta Oa)kaHUM.
height = Sy — height jesired (3.4)
ne  Spir — BIACTaHB JI0 TOYKH MEPETUHY MPOMEHS 3 00’ EKTOM,
height ;.sireq — ITLOBA BUCOTA MEPCOHAXKA B1J] 00’ €KTIB MiJl HUM,

height — BiacTanp, Ha sIKy TpeOa MiAHATH/3HU3UTH BUCOTY IEPCOHAXKA.

Fipring = (height * Strsping) = (velocity * Dampersping) (3.5)
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ne  height — UinbOBHI BEKTOP HAMPABJICHHS 3arajJbHOTO PYXY;
Strsping — BEKTOp HIBHAKOCTI Big Rigidbody kommonenTa;
velocity — BexTop mBuakocTi Bif Rigidbody kommoHeHTa;
Dampersyin, — BeKTOp mBUAKOCTI Bix Rigidbody xomMnonenTa,

Fspring — PI3HUILA MDK HUHILIHIM HAIIPAMKOM PyXy Ta Oa)KaHUM.

Pucynok 3.1 — CxemaTuuHe npeacTaBieHHs: podotu miaxoay [53]

OxkpiM peamzaifii TpUMaHHS I[EHTPY IIepCOHa)ka Hajl MOBEPXHEI0, OYJo
peali3oBaHO caMme MepecyBaHHS MEPCOHAKEM 3 UYTIMBUM KEPYBAaHHSAM, IO TaKOX
OCHOBYEThCS HA BUKOPUCTaHH1 (D13UKH Bij IrpoBoro pyiis. [lepecyBaHHs peaii3oBaHO
Ha OCHOBI JEKUIBKOX IMapaMeTpiB, IO BHU3HAYAIOTh MIBUIKICTh TMEPECYBaHHS

nepcoHaxa 3a popmysaamu (3.6-3.11).
velocity = m’ * E) (3.6)

— .
ne Vg, — OUIbOBUIM BEKTOP HAIIPABJIEHHS 3arajlbHOTO PYXY;
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Pe—

V,» — BekTop mBuaKocTi Bix Rigidbody kommnonenTa,

velocity — pi3HUI MK HUHIIITHIM HAIPSIMKOM PyXy Ta OaKaHWM.

Ares = Apgse * AnimationCurve. Evaluate(velocity)

I€  Opgse — 0A30BE 3HAUYCHHS TPUCKOPEHHS,
AnimationCurve. Evaluate — meTon, 1110 Ha OCHOBI BX1JTHOT'O 3HAUECHHS
MOBEpTAaE BIAMOBIHE 3HAYCHHS 3 337]aHO1 KPUBOI,

Ares — PE3YIABTYIOUE 3HAYEHHS IPUCKOPEHHS .

Videar = Vaur * maxSpeed (3.7)

ne Vg, — HUIHOBHI BEKTOP HANpaBIECHHS 3arajibHOTO PYXY;

maxSpeed — 3Ha4YEHHSI MAKCUMAJIbHOI IBUJKOCTI PYXY;

V,dear — BEKTOD.

Per—

R > Videal ”Vldeal = Vgoal” < AT
Vgour = Videai=~Vgoal (3.8)
goal - Videal=V goal
Vgoal + ( — 7 == ) * Areg * AT ”Vldeal A | Vgoal” > AT
||VLdeal Vgoal”

ne  Vjoq — 0a30Be 3HAYECHHS NPUCKOPEHHS;

e——

V,dear — METOJI, TIIO HA OCHOBI BX1JHOTO 3HAYCHHS MOBEPTAE BiJMOBIIHE
3HAYCHHS 3 3aJ1aHO1 KPUBOI;

Ares — PE3YIBTYIOUE 3HAUCHHS IPUCKOPEHHS;

AT —.
)
Vaceet :( ’ AlT :) (3.9)

Per———

ne  Vyoq — 0a30B€ 3HAUEHHS IPUCKOPEHHS,
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Pe—

V., — METOJ, IO Ha OCHOBI BXiJHOTO 3HAYCHHS TOBEPTAE BiMIOBITHE
3HAYCHHS 3 3aJ1aHO1 KPUBOI;

AT — pe3yJIbTyro4€e 3Ha4YCHHs IPUCKOPEHHS;

—
Vaccel \ &
>\ Vaccel |Vaceet || < maxAccel
Vaccel = {——— (maxAccel s (3.10)
P i\ ||Vaccel|| > maxAccel
”Vaccel”

Ji(S V,ccet — 0a30Be 3HAUCHHS TPUCKOPEHHS,
maxAccel — merom, MO Ha OCHOBI BXIJHOTO 3HAYCHHS IOBEPTAE

BIJIMOB1JHE 3HAYCHHS 3 3a/1aHOT KPUBOI.

Force = mass * (Vaecer © Fscate) (3.11)

JIe  mass — 3Ha4YeHHs MacHu HamucaHoro B komrmoHeHTi Rigidbody;

Vaccer — METOM, TIIO HA OCHOBI BX1JHOTO 3HAYEHHSI MMOBEPTAE BIJMOBIIHE

3HAYE€HHS 3 3aJ1aHO1 KPUBOI;

_

Fscqle — METOJI, IO HA OCHOBI1 BX1JTHOTO 3HAYCHHS MMOBEPTAE BIATIOBIIHE
3HAYEHHS 3 3a/1aHO1 KPUBOI;

Force — pe3ynbTyroue 3HaYEHHS MPUCKOPEHHS.

3.5 Peasizanisi eJileMeHTy KepyBaHHsI MepPCOHAXKEM

OCHOBYIOYHMCH Ha JIM3ailH TOKYMEHTI OyJI0 peasli3oBaHO €JIEMEHT KepyBaHHS
MEPCOHAXEM, 1110 Bi3yalli30BaHMi K CTiK. B irpoBwmii pyrii Unity He € BOy10BaHUMHU
peanizaiiii KOHTPOJEPIB MO TUIY TEMMIIQTHOTO CTika, aje 3 (peimBopkoM Input
System nonaethcs kimac abcrpaktHui kiac OnScreenControl [54]. Bin e 6a3oBoro

IMIUIEMEHTAIIEI0 €KpaHHUX KOHTPOJIEpIB OCHOBaHMX Ha Input System. Jlanwmii xiac
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OyB yHacmigyBanuii B ArealOnScreenStick, mo immiemMenTye QyHKIIIOHAT OTTMCAHUI
B JIM3aiH IOKyMEHTI, a came:

» 3’SIBIISIETBCS TTPW HATUCKAHHI B BiJIITOBIHIN 30HI;

» HE BUXOJUTH 32 MEXIi EKpaHy;

» mnepenae B Input System BEKTOp HampaBJICHHS.

s BimcminkoByBaHHs HathckanHs ArealOnScreenStick BuxopuctoBye API
InputSystem.EnhancedTouch. mo mae MOXJIHBICTH BHKOPHUCTOBYBATH IIOKpAIICHI
3aco0M 34UTyBaHHS JOTHUKY, Takl ik Touch, siki He € BBIMKHEHO 3a 3aMOBUYYBAaHHSIM
[55]. Kimro4oBor0 METOI0 BHKOPHCTAHHS € MIiAIMMCKA HA IBEHTH peaii3oBaHi B JaHId
API, a came Ti, 110 CMIPAIIbOBYIOTH ITPU HATUCKAHH1, IEPECYBAHHS Ta MiIHATTSA MaJbIIs
3 €KpaHy JieBaica.

OcHOBHMI MeXaHi3M [iii CIpalbOBY€E MiJl Yac HATHUCKaHHS KOPUCTyBaueM IO
€KpaHy. 3YHMTYETbCS JOTHK KOpPHCTyBaya JO €KpaHy, MOTIM MEpEeBIPSETbCS YU
KOOPJIMHATA TOYKHM JOTUKY € B MeXax ekpany. Jlaji 3ajiexxHo BiJ OOpaHOro THUITY
00ME>KEeHHS 3HAaXO0KEHHS OCHOBHOT Bi3yaJIbHOT YACTUHU 00PaXxOBYIOTHCS KOOPAUHATH
JBOTrO-HUKHBOTO Ta NMPABOr0-BEPXHBOr0 KyTIB. J[aHa JIorika BUKOHY€EThCS B PYHKIIT

GetCorners.

private Vector3 ClampStartPosition (Vector3 startPosition)

{

if (m restrictionType == RestrictionType.None)

{

return startPosition;

float xJoystickHalf
m scaleFactor;

float yJoystickHalf = m floatingJoystick.Size.y * 0.5f *
m scaleFactor;

float xPosition = startPosition.x;

float yPosition = startPosition.y;

m floatingJoystick.Size.x * 0.5f *

if (xPosition < m minCorner.x + xJoystickHalf)
{

xPosition = m minCorner.x + xJoystickHalf;

if (xPosition > m maxCorner.x - xJoystickHalf)

{
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xPosition = m maxCorner.x - xJoystickHalf;

if (yPosition < m minCorner.y + yJoystickHalf)

{

yPosition = m minCorner.y + yJoystickHalf;

if (yPosition > m maxCorner.y - yJoystickHalf)

yPosition = m maxCorner.y - yJoystickHalf;

var result
startPosition.z

= new Vector3 (xPosition, yPosition,
) ¢
return result;

B Bumie HaBegeHoMy KOl MpeicTaBiieHa (YHKINS, 10 BUKOHYETHCS IS
00paxyHKyY MO3MIIii B sIKii Oy/1€ B11I0OPa’KEHO B13yaJIbHUI €JIEMEHT CTIKY MICIS TOTUKY
710 eKpaHy jaeBaiica. [licis 3MIlEeHHS eIeMEHTY KepyBaHHS 3YUTY€EThCS MEPECyBaHHS
MaJIbLIs, 10 BUKJIMKAE BIMOBIIHKM 1BEHT. B #10T0 JIOT1KY BXOAWUTH 3MiHA IMOJOKCHHS
«BEPXHBOI YACTUHW» CTiKa. JIJisT 0OMEKEHHSI MOYKJIMBUX TTO3HITIN 3HAXOHKEHHS TaHOT
«BEPIIMHW» TJ] 4Yac TMEpeCcyBaHHSA TMEPEBIPAETbCS KOPEKTHICTh TO3MIIT, M0

oOpaxoByeThbes 3a hopmysioro (3.12), sika ocHOBaHa Ha Gopmy.i eninca:

value = (E2) 4 <(y‘yc)2) (3.12)

2
X Ty

ne  (x,y) — KOOpAMHATH TOUKH;
(X¢, Ye) — KOOpAUHATH LIEHTPY €JIirca;
I, — paaiyc enimnca mo oci X;

7, — pajilyc eJirca 1o ocl R o

Skio pesynapTyroue 3HAYeHHs MEHIe abo JOPIBHIOE OJWHMUIN, TO TO3HUIIIS
MEPEMIIIEHOT0 JOTHKA 3HAXOIUTHCS B MEXaX OCHOBHOI Bi3yaJbHOI YACTUHHU CTiKa.

Takox BEKTOp HampaBlICHUH 3 LIEHTPY CTIKa 10 TMO3MIlS «BEPIIMHU» CTiKa
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nepenaeTbess B INput System, 1o 34uTyeThCS BXKE ISl MEPEMIIIEHHS 1rPOBOTO

IICPCOHAXKaA.

Bl ~ Areal On Screen Stick (Script)

Pucynok 3.2 — HanamryBaHHs e1eMEeHTa KEpYBaHHS

)

Pucynok 3.3 — Pearizaiiist Bi3yaJIbHOTO elleMeHTa KepyBaHHs

3.6 PeaJrizaiiss MexaHIiKu aBTOMATHYHOI ATAKH

B xomi peamizamii Takoi irpoBOi MEXaHIKM SK aBTOMaTH4YHAa aTaka IrpOBOTO
NepCOHaKa MO BOpOXKUM  Oyio  peamizoBaHo kmac  AttackService, o
BUKOPHCTOBYIOTBCSI SIK ITPOBHM IEPCOHAXKEM, TaK 1 BOPOTaMH JUIsl 3aBJaHHS I10
CYyNpOTUBHUKAM a00 MIIXOIAIIUM IiIsiM. B 110T0 000B’SI3KM BXOIUTH:

- MEHE/DKMEHT HajJ BKe CTBOpeHMMH o00’ektamu Kkjiacy Projectile 3
BuKopucTanusM kiac ObjectPool<T0>, mo 3abe3rnedye ONTHMi30BaHE
BUKOPHUCTAHHS PECYPCIB MPUCTPOIO KOPUCTYBAYA;

- pearyBaHHS Ha Tilay3y IrpoBOro JO0JaTKy, a caMe 3yIHUHCHHS BCIX
aKTUBHUX Ha MOMEHT may3u Projectile 00’€kTiB Ta MPOJOBXKEHHS iX
poOOTH MpH BIIMIHM CTaHy May3Hu;

- HaJaHHA MyOJIYHOTO METOMy, SKHM Ha OCHOBI THITy 30p0Oi CTBOpIOE

Projectile 00’€kT Ta BUKOHY€ JIOTIKY MPOMHUCAHY B BIJMOBITHOMY KJaci
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MOBEJIIHITI, 110 YHACIITyBaBcs Bij adbcTpakTHOTO Kiacy AttackBehaviour.
B napameTpu metoy nepenaerbes kitac WeaponAttackInfo, nio Bkirouae
B ce0e JaHi, Mo MOTPiOHI AJIs peari3allii aTaku.

Jlyist oTpMaHHs JaHUX OB’ A3aHUX 3 MUITIO aTaKW, a caMe 1i TO3UIIii Ha ITPOBIH
iomMHl ~ OyJlo  CcTBOpeHo Taki kjacu sk EnemyPositionService Ta
PriorityTargetPositionService.  Tlepmmii  BUKOPHCTOBYEThCS ~ CaMe€  IrPOBHM
MepCOHAKEM JIJIsi MEPEBIPKM YW 3HAXOAUThCA Xoua O OJWH BOpPOTr B pajaiyci il
OJIATHYTO1 30p01 Ta OTpUMaHHS HOro MO3MIIli, a IPYTruid - BOPOKUMH MEPCOHAKAMMU.
OOwmBa KJTacu HaciTyBaIucs Bij aOcTpakTHOro kiacy PositionService<T>, ne T €
KJ1acoM, 110 peainizoBye inTepdetic [Target. B itoro peanizaiii Oy cTBOpeH1 METOAU
IUTSL OTPUMAHHS P13HUX BUOIPOK 00’ €KTIB HAIIPUKIIA/, SIK B IKOMYCh pajilycl Bij AKOiCh
MO3MIIII, TaK 1 YM€ JAaHUH 00’ €KT BUAMUMUM 3 TOI mo3ulii. TakoxX KJIach HACIiIHUKH
BUKOPHCTOBYIOThCS B TOBEIIHKOBUX Jiorikax AttackBehaviour , mampukman, mis
peanizalii HAaHECEHHsI IIKOJIM BCIM BOpOraM B JESKOMY pajilycl BiJ MICUs BIy4YaHHS

30poi.

- IEnemyPositionService ©—— “: EnemyPositionService
e Projectile
| l lJJ 1 = =
‘: AttackService ' .. WeaponAttackinfo + - IPositionService | ' PositionService
L[ | [
- |AttackService . AttackBehaviour -o |Target “: PriorityTargetPositionService

5

- |PriorityTargetPositionService

Pucynox 3.4 — 300pakeHHs 3aJIeKHOCTEH KJIaciB B peai3allii MeXaHiKu

ABTOMAaTHUYHOI aTaKu

3.7 Peanizanisi irpoBoi nJommuHu

B xox1 peanizariii irpoBoro 1o0aaTky 0yJio po3po0JieHO MPOoIeAypHY T'eHepallito
irpoBoi tutommHU. OCHOBHOIO METOIO, SIKO1 € HaJaHHS KOPUCTYBaudy MOKJIMBOCTI

pyxaTHcs B Oyp-sIKOMY HanpsAMKy 0€3 0OMeKeHb, ajie MPU LIbOMY MaTH PI3HOMAaHITTS
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00’€KTIB OTOYEHHS, IO 3YCTPIUalOTHCA, Ta HAJAaHHA YHIKAJIbHOCTI KOXHIM 1rpoBiii
cecii. Jlms peamizarii Oyno crBopeHo kiac TerrainManager. JlaHul kiiac BiJmoBizae
3a:

» pearyBaHHs Ha BUKJIUK TIOJIi1 PO TOCATHEHHS IIOTOYHUX I'PaHUIlb irpOBO1
IUIOLIMHYU, @ CaMe€ CTBOPEHHS HOBUX YAacCTHH ITPOBOI IUIOMIMHM, IO €
00’exktamu kiacy TerrainBlock, 3 maganoro mepeniky moximBux. HoBa
yacTHUHA OOMPAETHCS 3a JOTIOMOI0OI0 AJITOPUTMY BUITaJIKOBOIO BUOOPY Ha
OCHOBI Baru eJ1eMeHTy cepejl IHMX B BUOipii. EnementaMu BUCTYyNatoTh
caMe€ YHITapHI OJMHUIIl ITPOBOi IUIONIMHU, a iXHS Bara BHU3HAuYCHA
JOBUIBHUM YKCIIOM 33JJaHUM B (pailili HaJlalTyBaHb,

» MEHC/DKMCHT HaJ BXKE CTBOpeHMMH 00’ekTamu kiacy TerrainBlock 3
BukopuctanHaMm kiac ObjectPool<T0>, mo 3abe3neuyye ontumizoBaHe
BUKOPHUCTAHHS PECYPCIB MPUCTPOIO KOPUCTYBAYa;

» BuKopucTaHHs QperimBopky Al Navigation misi OHOBICHHS JaHWX B
NavMesh Surface npu mosBi HOBOT YaCTHHH IMPOBOI TUIOIIHUHH.

['on0oBHMM HeMONIKaMH TaKOTro MiIXOAy € PHU3WK BUKOPHCTAHHSA BEJIHMKOI
KUTBKOCTI PECYpPCiB MPUCTPOIO, 0 MOB’SI3aHUN 3 MOMJIMBICTIO KOPUCTyBaya UTH y
OyIlb-IKOMY HaIpsIMKy, a CaM€ HEKOHTPOJIbOBAHOMY PO3MIpi IrpoBOi TUIONIMHHU Ta
HETOYHOCTI B 00paxyBaHHI ()i3WYHHX sSBHI 00yMOBIIeHI irpoBuM pymriem Unity mpu
3HAXO/)KEHH1 00’ €KTIB Ha BEJUKIM BIJICTaH1 BiJl MOYATKy KOOpAWHAT. [[7s1 BUpieHHs
nepiioi mpobsiemMu 6yJI0 po3po0JICHO JIOTIKY, 1110 MPU TOCITHEHH1 IrPOBOTO MEPCOHAKY
rpaHuii irpoBoi mionaM TerrainManager BuBaHTaxkye TerrainBlock’n pasom 3
00’ekTaMM OTOYEHHS, Kl € HEpPEeJIeBAaHTHUMHU [JIsi IrpoBoi cecii Ta 30epirae Bci
nOTpiOH1 JlaHl JIi MOXKJIMBOCTI IMOBEPHEHHS KOpPUCTyBaya Ta IOBTOPHOIO iX
cTBOopeHHs. [[pyra mpoGiema Oyrna BUpIIEHA 3a JOMOMOTOI0 BIPOBAKEHHS MOl
3CYBY BCIX ITpOBUX 00 €KTIB Ha SIKYCh BIJICTaHb JI0 IICHTPY KOOpAWHAT ciieHu. [[aHa
MOJIisl CTIPAllbOBYE 33 YMOBH, IO KOPUCTYBAy JIOCST TpaHUIl IrpOBOI IUIOMIMHHU Ta
HACTYITHA YaCTHHA TUIOMIMHU Oy/1€ 3HaXOJUTHCh Ha B1JICTaH1 OUIbIIIN, HIK BUCTaBJIEHA

B ¢aiini HanamTyBaHb TerrainManager.
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[Tpu mosiBi irpoBoro 06’exty TerrainBlock Ha crieni TerrainManager BUKIHMKae
o110 y KJIaci, 1o peanizoBye narepH EventBus. Ha nany noairo pearyroTs KjacH, 1o
BIJIMOBIAAIOTH 3a MOSIBY ITPOBHUX 00 €KTIB OTOYEHHS Ta 3a MOSBY 30poi Ha IrpoBiif

TUTOLIMHI.

“: ObstaclePool

|

- |0bstacleFactory ————1

*: ObstacleFactory —— < Obstacle «—— . opgiacleSpawner — | - [ObstacleSpawner

l = |WeaponPickupSpawner
*: TerrainBlockFactory — - TerainBlock |« . WeaponPicku J
1 | o \
- [TerrainBlockFactory l
I *- WeaponPickup
*: TerrainPool I
I l *: WeaponPickupFactory
* TerrainManager (L
= IWeaponPickupFactory +—— °+ WeaponPickupPool

-= [TerrainManager

Pucynox 3.5 — 300pakeHHs 3aJIe:KHOCTEH KJIaciB B peaizallii irpoBoi MIOMUHA

3.8 Peanizanis 30epe:keHb JaHUX

30epexeHHsl JaHUX € BaXJIMBOIO CKJIAJ0BOIO B peanizaiii Oyab-skoi rpu. s
irpoBoro noaatky «Code Frost: Cybernetic Battle» Oyno ctBopeno kiac DataService,
110 Hacaiayerbed Bia iHTepdericy IDataService. Bin cBoo uepry BUKOPUCTOBYETHCS B
K 3aJIEKHICTh B TMOTPIOHMX KJacaX Ta MPOKUAYETHCS /O HUX 3a JIOMOMOTOIO

(dperimBopka Zenject.

public DataService ()

{
string dataPath = Application.persistentDataPath;

_saveDirectoryPath = dataPath + "/Saves/";
if (!Directory.Exists( saveDirectoryPath))

{

Directory.CreateDirectory( saveDirectoryPath);
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_serviceDataHandler = new ServiceDataHandler (this);

_addressabledsonDataHandler = new
AddressabledsonDataHandler () ;

_keyValuehandler = new KeyValuePairDataHandler (this);

Burie npuBeneHo KOHCTpyKTop kiacy DataService, mo, okpiM BHU3HAYCHHS
HIIAXY 10 JTUPEKTOPil 30epeikeHb, CTBOPIOE KiiacHu «xenmiepu» (handler) mo sxux i
KJIaCH MOXYTh 3BEPHYTHCSI MalOuu B 3aiexHocTsX iHTepdeiic IDataService. B cBoro
Yepry «XCHIJEPH» Peasli3oBYIOTh METOJIU YHACITiAyBaHH1 Bij] IXHbOTO YHIKaJIbHOTO

1HTEepdeiica.

public KeyValuePairDataHandler (DataService dataService)

{

_dataService = dataService;

var saveDirectoryPath = dataService.SaveDirectoryPath;
var serviceDataHandler = dataService.ServiceData;
_intProvider = new

KeyValuePairIntegerFileJdsonProvider (saveDirectoryPath,
serviceDataHandler) ;

_stringProvider = new
KeyValuePairStringFileJsonProvider (saveDirectoryPath,
serviceDataHandler) ;

}

B HaBemeHoMmy Komi NpPEICTAaBICHO TMPHUKIAJ KOHCTPYKTOpa OIHOTO 3
«xenmepiBy, came kiaacy KeyValuePairDataHandler, mo Bignopimae 3a 30epekeHHs
JAHUX MapaMy KoY THITY SUring Ta 3Ha4YeHHs, JI¢ 3HAYEHHS MOXKe OyTH TuImy String
abo int. Bin otpumye DataService 3 skoro 3a0uparoThCsi MOTPIOHI JaHi Ta KJIAaCH.
Hanpuknan iHmumid «xenmiaep» ServiceData ta mmisx A0 AupekTopii 30epekeHHS.
Takox «XeHIIepH» B KOHCTPYKTOpax CTBOPIOIOTH Kjacu «mpoBaiaepu» (provider),
[0 MaroTh NpsMUM goctyn Ao naHux. «l[IpoBaiizepw» peanizoByrOTh BCi MOTPiOHI
METOH JIJIsl poOOTH 3 BIANOBIAHUME 1M 30epekeHHs MU, Hanpukinan, copryBanas abo
3a0ip JAaHUX 3a BIAMOBIAHUMHU MapameTpamu. B xom1 peanizaiii Takoro miaxomy 0yio
cTBopeHo aOcrpakTHHil kiaac BaseFileJsonDataProvider, 1o BHKOPHCTOBYIO Take
noHsTTs K Generic. Mloro BUKOpHCTAHHS B KJIaci 103BOIISE He GYTH HPHUB’I3aHHM JI0

SAKOTOCh KOHKPETHOTO THUMY JaHuX. B Bumaaxky 31 30epeXeHHSIMHU L€ € 3pYyYHUM
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THCTPYMEHTOM JJIsl HamucaHHS (QYHKIHM, mo OyayTh BHKOPUCTaHI y BCIX Kiacax
yHacnigyBanux Big BaseFileJsonDataProvider. Hanpuknan, e GyHKIii 30epekeHHs,
3UUTYBaHHS, OYMUIIEHHS AaHuX. [laHuii aOcTpakTHMIl Kiac Ayl 30€peKEeHHS Ta
34ynuTyBaHHsS BHUKOpHUCTOBYE naHi gopmary JSON. OCHOBHOIO MepeBarol0 SKOro €
HEBEJIIMKUN po3Mmip 30epekeHnx manux. i cepiamizamii Ta jaecepiamizamii
BukopuctoByeTbest Newtonsoft, Tak sk B mopiBHSHHI 3 BOYJOBaHMM pPIIICHHSM B
pyIIiii, € OUIbII THYYKHM 10 30€peXeHHs, HANpHUKJIaJd, TaKUuX THUINB JaHUX SK

Dictionaty<>.

@ |KeyValuePairlntegerFileJsonProvider
0

* IKeyValuePairDataHandler [—b “: KeyValuePairlntegerFileJsonProvider
I o]

— q *+ KeyValuePairStringFileJsonProvider
-= |DataService < : DataService * KeyValuePairDataHandler L 9
l Q
T [ - |KeyValuePairStringFileJsonProvider
“* ServiceDataHandler ——  “: pataVersionsFileJsonProvider

L—‘ -© IDataVersionsFileJsonProvider

Pucynok 3.6 — 300paxeHHs 3anexxHocTel KiiaciB B peanizarii DataService

3.9 Peauizanis MVC narepny. UlManager

B xoni peanizaiiii irpoBoOro J10JaTKy OyJi0 BUKOPUCTAHO peali3alliio MaTepHy
npoektyBanHs MVC. Byiio cTBopeHO Tpu Ki1acu abcTpakTHHX Kiiacu BasePopupView,
BaseMediatedController ta BasePopupMediator. BasePopupView e xmacom, 110
yHaciimyBaBcs Bim MonoBehaviour. Bin BukopucroByerhesi st crBopenux Ul
BIKOH/€KpaHiB Ta poboTu 3 HMMH. Hampukmianm, 3MiHa cTaHy, MO3WIIi, TEKCTy abo
pearyBaHHs Ha HATUCKaHHS KHOMOK 1 T11. Takoxx BasePopupView peaizoBye MeToau
nokazy Ta mnpuxoByBaHHS Ul mig wyac sKkoro BUKOHYIOTbCS aHimanii. Kiac
BaseMediatedController mns mepemadi ganmx g0 BasePopupView ta peanizartii
METO/IiB, 1110 OyAyTh BUKOHYBATUCS ITICJIS HATUCKAHHS HA KHOMKU Ta 1HII €JIEMEHTH.
Moro ronoBHOO POJUTIO € BIJIOKPEMJICHHS JIOT1KM BijJ BiAOOpa)X€HHsI, HANpHUKIA,

OTpUMaHHs MOTOYHOro mnepekinany TekcTiB Ul Bikna/exkpany Ta mepenmadi ix [0



56

BasePopupView. Kinac BasePopupMediator peaiizye nmarepH MemaiaTop Ta METOIH JIJIS
BiAKpUTTS Ta 3akputTTsd Ul Bikon/ekpaniB. [Ipu BUKOHAHI BIIKPUTTS 3BEPTAETHCA JI0
knacy UlManager, 1o BiimoBigae 3a BUCTaBICHHS KOPEKTHOTO IIapy I COPTYBaHHS
BiIOOpaXEHHA Ta BUCTAaBJsiEe KaMepy Ha SIKy Mae OyTH BOHO TIOKa3aHO. Takox
UlManager mae ¢yHKIIiOHaJ AJI 3aKPUTTS BCIX MOTOYHHUX BIKOH Ta €KPaHIB.

Jliist Bi3yadbHOT YaCTUHH BiOOpaKEHHsI OyJIM B3ATH PHCYHKH 3 calTy itch.io
[56], a came «Free Space Shooter Game User Interface» [57] ta «Virtual Joystick Pack
-Free-» [58]. Jlani pucyHkum Oynu cro4yatky BHKOpHCTaHi B mporpami Adobe
Photoshop, ie Oy:10 316pano Ul Ta oOpaHi pucyHKH I HOro peaiizaiii Ha 0a3i pymris
Unity. Takox Ha BeO-pecypci Google Fonts [59] 6ys0 o6pano mpudt Tektur [60], o

BUKOPUCTOBYETHCS IS B110OpakeHHs TekcTy Ha Ul.

Settings

Scores: 123456789
Saved amount: E

| (9] [«

Pucynoxk 3.7 — Peanizariii BikHa HaJIAIITYyBaHb Ta €KpaHy, 0 BUKIUKAETHCS MPU

YCHIIIHOMY 3aBepIeH] irpoBoi cecii
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3.10 Pe3yabTaT peanizauii rpu

B ¢dopmari pucynkiB (3.8-3.9) HaBemeHi pesysbTaTH peaiizallii irpoBOro

nonatky «Code Frost: Cybernetic Battley.

Settings w

Sounds =X )

‘ Muslc ( I

=
’ Notification @ ‘
Vibration = | |

\ ’ —~

Pucynox 3.8 — CkpiHIIOTH 3 iIrpOBOTO J0JaTKA
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Pucynok 3.9 — CkpiHIIOTH 3 IrpOBOIo J0JaTKa

BucHoBkm 10 po3aiay 3

B tperbomy posnini OyB 3pobnenuit ormisg peamizarii rpu «Code Frost:
Cybernetic Battle» Ha ocHOBI gu3aiiH nokymMeHTy. Bynu pearnizoBaHo irpoBi 00’ €KTH
pa3oM 3 iX BJIACTHUBOCTSIMH, JIOTIKOK B3a€MOJIi 3 1HIIUMH 00’€KkTaMH. Takox
OCHOBYIOUHCH Ha JW3aiH JOKYMEHTI 0yJI0 peali30BaHO TeMMILICHiHI 0COOIUBOCTI TPH.

Bi3yaJbHUN 1HTEpPEHC s B3aEMOIT 3 KIHIIEBUM KOPHUCTYBAUEM.
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BUCHOBKUA

Y po6oTi Oyno 3pobiieHO 3arajbHHUM OIS CTaHy Cy4acHOI irpoBOi 1HAYCTPIi.
Bynu posrasHyTi pi3HOMaHITHI BUIM Ta >KaHPU Irop, CydacHi IiaThopMu s
TUCTPUOYIIIi IrpOBUX JoAaTKiB. Takox OyJi0 mMpoaHalli3oBaHl Ta PO3TJISHYTI CydacHi
irpoBi pyurii 3 iX mepeBaramu, siki MOBU TpPOTpaMyBaHHS BUKOPHCTOBYIOTBHCS IS
PO3pOOKH Irop Ta BUKOPUCTAHHS JAU3aiH TIOKYMEHTIB JJIsl PO3POOKH irop.

3pobaeHo orsin au3aitH qokymenTy rpu «Code Frost: Cybernetic Battle». Byio
PO3IJIIHYTO OCHOBHUH yKaHp T'PH, iIrpOB1 00’ €KTH Ta 1X JIOTIKY MOBEIHKH, TeHMIUICHHI
0COOJIMBOCTI, Bi3yaJIbHUI 1HTEp(DEHC 3 IKUM OyJ1e B3aEMOJIIATH KIHIIEBUN KOPUCTYBay
Ta TEXHOJIOTII JUIsl peasizallii Ipu.

3pobsieno ormsin peamizanii rpu «Code Frost: Cybernetic Battle» Ha ocHoBi
JM3aitH TOKyMeHTY. B irpoBoMy n0o1aTKy 0yJi0o peaii3oBaHO 1TpOB1 00’ €KTH pa3oM 3 ixX
BJIACTUBOCTSIMHU, JIOTIKOIO B3a€MOJIi 3 IHIIUMH 00’ €kTaMu. Takok OCHOBYIOUMCH Ha
JU3aiiH TOKYMEHT1 OyJIo peaji30BaHO T'eHMIUICHHI OCOOJMBOCTI T'pH. Bi3yalbHUM

1HTEepQeic A1 B3a€MOIIT 3 KIHLIEBUM KOPHCTYBAUEM.
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JNEKJIAPALISA

PO TOTPHUMAHHS aKaJAeMIYHOI TOOPOYECHOCTI

A,

Tosnicmio éxasyemucs 116 ma cmamyc (nocada 015 npayienuxis, oceimus (0ceimnb0-Haykosa) npoepama — 0ns 3000yeauise euujoi oceimu,)

II0 HIWKYEe  MIANUCANACh/MiAMUCABCI, PO3YMIIOYM Ta  MATPUMYIOUYU
3araJpHOBU3HAHI 3aCayl CIPABEIIUBOCTI, TOOPOYECHOCTI Ta 3aKOHHOCTI,

30bO0B’A3YIOCh:

JOTPUMYBATUCS TPUHLUMIIB Ta TMpaBWI aKaJeMIYHOI JOOPOYECHOCTI, IO
BU3HAUYEHI 3aKOHOJABCTBOM YKpaiHW, JIOKAIBHUMH HOPMAaTUBHHUMH aKTaMH
JIOHEbKOTO HaIlOHAJIBHOTO yHiBepcuTeTy 1MeHl Bacuia Ctyca, mOJI0XKEHHIMU,
MpaBuUjaMi, YMOBaMH, BHU3HAQUYEHHMH IHIIMMH Cy0 €KTamMH, Ta HE JAOIMYCKATH iX
MOPYLIEHHS.

HIATBEP/KYIO:

10 MEH1 BiIoM1 MoyioxkeHHs cTaTTi 42 3akoHy Ykpainu «[Ipo ocBiTy»;

10 y AaHii poOOTI HE MpeICTaBIsAIa/TIPEACTABIAB YHiCh pOOOTH MOBHICTIO 200
YacTKOBO SIK CBOi BJIacHI. TaM, Jie s CKOpPHUCTAaJacs/CKOPUCTABCs MPalCo 1HIIMX, S
3po0uI1a/3po00OuB BIAMNOBIIHI MOCUJIAHHS Ha JKepea 1HpopMallli;

10 J1aHa poOoTa He MepeaBajiach 1HIIMM 0co0aM 1 MOJAETHCS BIEpPIIE, HE
MOPYUIyEe aBTOPCHKUX Ta CYMDKHHMX IMpaB 3aKpiIUIEHUX cTartaMu 21-25 3akony
Vkpainn «IIpo aBTOpchbKEe MpaBO Ta CyMIXKHI MpaBa», a JlaHl Ta 1HPopMalis He
OTPUMYBAJIUCh B HEJJO3BOJIEHUH crOCIO.

YCBIAOMJUIIOIO:

o 11 poboTra Moke OyTH TepeBipeHa yHIBEpCHUTETOM Ha Iuiariat abo 1M
MOPYIICHHS aKaJeMI4HOi JIOOpPOYECHOCTI, B TOMY UHCIl 3 BHUKOPUCTAHHSIM
Creliali30BaHUX CEPBICIB;

[0 y pa3l MOPYIIEHHS akajeMiyHOl AOOPOYECHOCTI, 10 MEHE MOXYTh OYyTH
3aCTOCOBaH1 MpOoUEaypH, NepeadadeHi 3akoHOAABCTBOM Ykpainu Ta Kompexcom
aKaJIeMI4YHO1 JTOOPOYECHOCTI Ta KOPHOPATUBHOI €TUKU JIOHEUbKOTO HAI[lOHAJIBHOTO
yHiBepcuTeTy iMeHi Bacuis Cryca, IHIIUMH JIOKaJbHUMH HOPMATHUBHUMM aKTaMu
YHIBEPCUTETY, Ta S MOXY OyTH NOPUTATHYTA/TIPUTATHYTUA JIO aKaJeMI4HOi
B1JITOB11aJIbHOCTI.

(nara) (mimmmc)



