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PO3ALJ 1.IVIAT®OPMEP K ’KAHP BIIEOIT'OP.
IHCTPYMEHTH PO3POBKHU TA OCHOBA
XYAOXKHBOI'O OPOPMJIEHHA.

[lounHaroun omnuc podOYOro mpouecy, MNOTPIOHO 3a3HAUUTU MEBHI
0COOJMBOCTI MOTOYHOTO MNPOEKTy. IIpoekT siBisie coOOK0 IrpOBHI 3aCTOCYHOK B
anpi Action platformer nix mo0OinbHY cuctemy Android Ha pymrito Unity y ceTHHTY

— Steampunk (ykp. cmimnanx abo naponamx).

1.1 IonsATTS Bieoirop ra icTopisi IXHbOro BUHUKHEHHS

Bineoirpu pazom 3 mojactBoMm Bxke Outbiie 60 poki. [To MipkaMm iCHyBaHHS
JIOJICTBA 1€ HEBEJIMKUH TepMiH. AJile TpU LBbOMY BIICOIrPH PO3BUBAIUCH 1
3MIHIOBAJINCEH 1O HEBITI3HAHHOCTI.

Bioeocpa — 1e enekTpoHHa Tpa, B ITPOBOMY TIpoIleci SKOi TpaBellb
BUKOPUCTOBYE 1HTEpdeic KOpUcTyBaya, MO0 OTPUMATH 3BOPOTHY 1H(OpMAITiO 3
BIZICOTPUCTPOIO0. ENEKTpOHHI MPHUCTPOi, SIKI BUKOPUCTOBYIOTHCS ISl TOTO 1100
rpaTv, HAa3UBAIOTHCA izpoeumu naamepopmamu. JIo Takux miaTopMm HalexKaTh
NepCOHABPHUN KOMI'tOTEep, CMapTPOHH, TpalibHI KOoHcoui. [IpucTpiii BBEemeHHS,
AKUW  BUKOPHCTOBYETHCS JJII KEpPYBaHHS TPOI0, HA3UBAETHCS  Ii2poGUM
Koumpoaepom. lle moxe OyTH, Hampukiaj, JHKOWCTUK, KiaBiaTypa Ta MHIIKA,
reimIia; abo CEHCOPHHM eKpaH.

Pi3HOMaHITHI €NEeKTPOHHI Ta MEXaHIYHI ITPOBI MPHUCTPOi ICHYBaJIM IIE B
nepmiii mosoBuHI XX CTONITTS, ajie HE Mald JIOCUTh 3HAYHOTO TOIIUPEHHS.
ITonepeauukamu Bimeoirop € mpuctpiii «Cathode ray tube Amusement Device»
(ykp. Po3BakanbHMii TPUCTPIN 3 €NEKTPOHHO-TIPOMEHEBOIO TPYOKOI0), TATCHT Ha
aky Tomac I'omacmit Monoammit ta Ictn peit Menn orpumanu 14 rpyans 1948
POKYy, 1 IlIaxoBa KOMIT'TOTEpPHA TIporpama, po3pobiena y 1947 Ananom TeropiHTOM.
[ToyaTkoBO IrpoBi mMporpamu, SK MIAXW YU XPECTHUKU-HYIUKH, PO3POOIISIIUCA B
paMkax BilicbkoBOi nporpamu CIIA y nparHeHH1 CTBOPUTH KOMI'IOTEp, 3AaTHUMN

nependoavyaTH Aii NpOTUBHUKA.



[lepmia ycnimna cnpoda CTBOPUTH PO3BaKAIbHUIA MPUCTPIH, SIKUH BUKOPUCTOBYE
JUTSL 3BOPOTHOTO 3B'I3KY 13 rpaBlieM, HAICKUTh Butbsimy ['irin6oramy. ¥ 1958 Bin
po3poduB Tennis For Two, ofHaK He PO3IJISAaB TPy SK IIOCh BAXIIUBE 1 3pEIITOI0

po310paB 00MaAHAHHS 7S IHIINX, HAYKOBUX, IPOEKTIB.

Puc. 1.1 I'pa Tennis For Two

B 1960-11 ctynenramu MaccadyceTchbKOMY TEXHOJOTTYHOMY IHCTUTYTY OYII0
HamucaHo Tpy Spacewar!, sika y 1966 nigmroBxuyna Sanders Associates Ha TyMKy
PO MOKJIUBICTh CTBOPEHHSI TPAJBHOTO MPHUCTPOIO, MO TMiA'€MHYyBaBcs O 110
JIOMaIHIX TeneBizopiB. Komu koMmn'toTepu cTamu MOpiBHSHO NEIMIEBUMH 1 MOTJIH
BUKOPUCTOBYBATHUCS HE JIUIIIE HAYKOBUMH yCTaHOBaMU, cTyaeHT Crendopay bimn
[TitTc, Bpaxxenuii Spacewar!, Bupimmus, 110 Ha ocHOBI Komm'torepa PDP-11 peanbpao
CTBOPHUTH TpHCTpil crienianbHo uist irop — Galaxy Game. Pasom 3 npyrom X'to
Taxowm BiH po3poOUB ITpOBUIA aBTOMAT, 10 32 MOHETH HaJJaBaB MOKJIUBICTh MIOTPATH
1 TaKUM 4YUHOM OKynuB Ou cebe. 3a minTpuMku Homana Bymnenna 3 xommnanii

Nutting Associates 1ieii aromat, Computer Space i ogHoiitMeHHa rpa Ha HboMy 1971



POKY, CTaB MEPIIMM KOMEPLIMHIUM IPUCTPOEM 3 BIIEOTPOIO.

Puc. 1.2 T'pa Computer Space

Bixe y 1972 pomi 3'aBuiack nepiia JoMalrHs rpajibHa KOHCOMb - «Magnavox
Odyssey», sika migkiIoJanacs 10 3BUYaifHOro tenesizopa. Ha cTapTi koHCOIb Maa
3 co0o10 B KOIUIeKTi 12 irop, a came Table Tennis, Ski, Simon Says, Tennis, Analogic,

Hockey, Submarine, Football, Cat and Mouse, Haunted House, Roulette, States.

Puc. 1.3 IrpoBa koncons «Magnavox Odyssey»



[lomToBXOM [0 BUHUKHEHHS 1HAYCTpli BiIEOIrop cTajga BHCOKA
MOMYJSIPHICTh CIIOYATKy apKaJaHOI, a MOTIM 1 JoMallHboi Bigeorpu «Pong» 1975
POKY, OCKUIBKH ii KOMEPLIHHUN YCIIX MPU3BIB 10 MOSIBU BEJMKOI KUIBKOCTI KJIOHIB

BIJI IHIITUX KOMITaHIHN.

Puc. 1.4 I'pa «Pong»

[lepeHacudeHHS PUHKY OJHOTHITHUMH KOHCOJSMH, IO HACTAJIO 3T0JIOM,
MIPU3BEIIO JI0 MEPIIOro 00Bay pUHKY Bimeoirop y 1977 porli, SKuii 3aBEpIIUBCS Y
1978 pori 3 Buxomom rpu «Space Invaders» Big kommanii «Taito», ska orpumaina
BEJIMKY TIOMYJISIPHICT 1 TPHU3BEIIa JI0 TIOYaTKy TaK 3BaHOT «30JI0TO1 CIOXH apKaJHUX

BiJI€OITOp» Ta HAJAUXHYJAa 0araTh0X KOMITaHii BUNTH 91 MMOBEPHYTHCS HA PUHOK.



SCOREK1> HI-SCORE SCORE<2>
254450 256000

v oAb Ay geh gsh

CREDIT ©2

Puc. 1.5 I'pa «Space Invaders»

Heszabapom rpa Oyna mineH3oBaHa sl rpanbHOl KoHcomi «Atari VCS»
(mizuime Bimoma sik «Atari 2600»), mpomaxi sKOi 30UIBIIMINCH Y YOTUPU Pasu.
Komepriiinuii ycnix KoMIaHii J03BOJIMB il BIIHOBUTHCS MIC/S BTpaT MUHYJIHUX
POKIB Ta IOBEPHYB JOBIPY /10 PUHKY JOMAIIHIX I'palbHUX KOHCOJIEH, IOYABILIHN iXHE

JpyTe TOKOJIIHHS.

Puc. 1.6 IrpoBa xoncoub «Atari 2600»
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AJie 3 yacoM pPUHOK irop OyB 3HOBY NepeHAcU4YeHUH. SIK HACTIAOK MOYaBCs
HOBHUH KpH3HC B irpoBiii iHaycTpii. B neit mepiox Atari 3iTkHyIucs 3 00OMEKEHICTIO
TOJIIIHIX IrPOBUX MIIAT(HOPM 1 OpaKOM OpUTTHAIBHUX 1/1€1. PUHOK KOHCOIBHUX IrOp

pizko BmaB 3 3,2 mupa. gonapiB y 1983 pori 1o 100 M. y 1986 porii.

Puc. 1.7 3uuieHHs Ta yTHIIi3aIlis BEIMKOT KUTLKOCTI HE MPOJaHuX irop st «Atari

2600» 1 yac Kpu3ucy

Le#t xpusuc He 3a7iB TWIATGOPMY TOMAIIHIX KOMIT'IOTEpiB. Takox Ha 1en
nepiosl JAEpCTBO Ha IrpoBoMy puHKY 3a0panu snoHiil. Kommanigs Nintendo
BUITYCTHJIA MIEPIIY CBOIO I'palibHy KOHCOJb mif Ha3Bowo «Nintendo Entertainment
Systemy. SoHIi He TiIMLKK HOPMANi3yBalll PHHOK, a if 3HAUHO Horo 36inpmmmy. 1x
yCHiX TOYaB TPETE TOKOJIHHS TPaJbHUX KOHCOJICH, MiJ Yac SKOro B 1HAYCTPIii

JIOMIHYBAJIU STOHCHKI pO3POOHUKH.

11



Puc. 1.8 Irposa xoncoub «Nintendo Entertainment System»

I3 mommpennss CD-auckiB Ta BrpoBapkeHHss CD-puBOAIB K CTaHIAPTHOT
ckianooi I1K, momariHi KOMITFOTEpH CTadd PO3IIISIATHCS SK ITOBHOIIHHA IrpoBa
miarpopma 1 KOHKypeHT mnpuctaBok. Ctpimkuii posButok IIK mo3BosmB
CTBOPIOBATH BCE OUIBII BHIOBHIIHI Ta CHOKETHO HANOBHEHI IrpH, 3ajy4yaTd JI0 iX
CTBOpPEeHHsI TpodeciiHUX aKTOpiB 1 creHapucTiB. J[0 BUKOPHUCTAHHS [IHUCKIB
MOCTYIIOBO MEPEXOAMIH 1 MPUCTaBKHU. B TOHUTBI 32 BUJIOBUIIHICTIO 32 KUIbKA POKIB
BiJICOIrPH €BOJIIOI[IOHYBAJIM BiJl IBOBUMIPHHUX 1 TiceB10 TpuBUMipHUX (Doom, Duke
Nukem, Hexen, System Shock) mno mororinaux tpuBumipaux (Half-Life, Quake,
Unreal, Thief: The Dark Project), 61omkeTu skux 1opiBHIOBaNU Oro/KeTaM (PiTbMiB.
Komnaniss «ld Software» 3amouaTkyBajga HOBUH MmIxix OO CTBOPEHHS
IHTEPaKTUBHUX TBOPIB, MPOAAOYH JIIEH31T HA BUKOPUCTAHHS ITPOBHUX PYIIIiB Ta
IHCTPYMEHTHU CTBOpPEHHS Bifeoirop. Lle mo3Bonmio poOUTH irpu mpocTiimie i BUATH
Ha PUHOK HE3aJCKHUM CTYIISIM.

VY 2000-H1 poKH BIACOIrpU CTaBaJIM BCE PEATICTUMHUMH B TUIaHI rpadiku,
PO3BUHYJIHCS OHJIAMH IrPU Ta MEPEKEBI PEIKUMHU, 110 TOZBOIHIN OAraThOM IPaBIsIM
B3aEMOJIISITA B peanbHOMY 4aci. HampukiHii necatuititrs BimOymacs iHTeTparis 3
ITPOBMMU CepBiCaMU Ta COIIAIbBHUMH Mepexkamu. Irpu Ha QIBUYHUX HOCISIX CTaln
BIIXOAUTH Yy MHUHYJE, MOCTynaro4uch Iudposit nuctpudyunii. Ile oO6ymoBuio

MOMMpeHHsT 1HAl-irop. ['paBui cTaiu akTUBHUMHM YyYaCHUKAMHU CTBOPEHHS U

12



MoAM(iKallii B1I€OIrop HUISIXOM MOJJIUHTY, KOHCTPYIOBAHHS IHTEPAKTUBHHUX TBOPIB
y CHeliaibHUX peJakTopax.

VY 2010-1 cTpiMKO MIABUIIMIKCA CTAaHAAPTH SIKOCTI rpadiku, 30KpeMa Micis
BHUXOJly BOCBMOI'O TOKOJIHHSI ITPOBUX CHUCTEM, IIO MO3Hayae mnommupeHHs 4K-
JIUCIUIETB. 3HAYHO 3pociia KUIBKICTh 1rop 1 MPUCTPOIB 3 MIATPUMKOIO BIPTYyaabHOT
peanbHOCTl. CHUIBHO pO3BHHYJACS IHAYCTpIA Irop A MOOUIBHUX HPUCTPOIB,

30KpeMa cMapTQOHIB.
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1.2 Irposi :xanpu maatgopmep Ta action. Ix ocobausocri.
ITnamepopmep (aurn. platformer) - xaHp KOMIT'FOTEpHUX Iirop, B OCHOBY
I'POBOrO MpOLIECY SIKUX CTAaHOBJATh CTPUOKM IUIaTPOpMaMH, NEPECyBaHHS
cxolamu, 30MpaHHA NpPEIMETIB, SKI HEOoOXIAHI, 100 NEepeMOrTH BOPOTIB YU
3aBEPIIUTH PIBEHb.
Lle#t irpoBuii sxaHp 3’ SIBUBCS 1€ 3 PaHHIX YaciB IFPOBOI ICTOPil, TOMY Ha Lel
gyac Mae 0araty iCTOpito, siKa JUTUTHCS Ha JICKIJIbKa eTallB:

1. Epa ososumipnoi zpaghixu - nnardpopmepu 3'asBuiucs Ha nmoyatky 1980-x,
KOJIM IrpOBI KOHCOJI OyliM HE AOCUTh NOTY)XKHHUMH, 100 300paxkaTu
TPUBUMIPHY rpadiky uu Bizeo. Bonu Oynu oOMexeH1 CTATHYHUMU ITPOBUMHU
CBITaMH, K1 MICTUJIMCS B OAHOMY €KpaHi, a irpoBOro repos OyJo BHIIHO y
npodine. IlepcoHaxk Mir mepecyBaTuCs Bropy Ta BHHU3 32 JOIOMOTOIO
npabunu abo ctpubaB miaaThopmMaMu, OOPIOUKCH 13 TPOTUBHUKAMHU Ta
30HUparoyu IpeIMETH.

2. Epa mpusumipnoi zpaghixu - TepMiH «TPUBUMIPHUN TIaTGopMep» MOXKe
mo3HavaTy abo TeiMILIeH, 10 BKIOYA€E BC1 TPU BUMIpH, a00 BUKOPUCTAHHS
TPUBUMIPHUX IOJITOHIB Y peaJIbHOMY Yaci JiJIsl MaJllOBaHHS PIBHIB Ta I'epoOiB,
a6o Te ¥ iHme. [3-3a PO3BHUTKY TEXHOJIOTIH, IrPH I[LOTO >KAHPY 3MOTJIHU
3MIHUTH IUJI1 TIPOXOJDKEHHS piBHA. Hampukmam mo6 npoitTu piBeHb Tpeba
OyJ10 BUPIIIUTH TOJIOBOJIOMKY, a JUIS IIbOTO OYIJI0 HEOOX1THO OOIIYKYBaTH BCi
YacTHMHHM Mamu, o0 3HaiTh minkasky. I[lpuxnagm: «Banjo-Kazooie» abo
«Super Mario 64». lle nano MOXIHMBICTE €(PEKTUBHOTO BUKOPUCTAHHS
BEJIMKMX TPUBUMIPHUX 00JIaCTei 1 BUHAropoKyBaTU TpaBLs 3a PETEIbHE
JOCIIHKCHHS PiBHSI.

3. I3omempuuni izpu - i30MeTpUYHI TUIATPOPMEPH € MIHKAHPOM JTBOBUMIPHHX
Ta TPUBUMIpHUX TIaTdopmepiB. BoHu 300pakyroTh TPUBUMIPHY CIICHY 3a
JIOTIOMOTOI0  TBOBUMIpHOi Tpadiku, sSKa TMOKa3ye CBIT 13 JKOPCTKO

OpIEHTOBAHOIO KaMepolo 0e3 ypaxyBaHHS NMEPCHNEKTUBU. | Xxoua i30MeTpuyH1

14



miatpopMepu He OynM MNEepUIMMHU 130METpUYHUMH irpamu. [lpuxnaau:

«Congo Bongo» ta «3D Ant Attack ons ZX Spectrumy.

Ha croroguimiHiii geHb 31€0UTBIIOT0 HAWUMOMYJSPHIMIUM XAHPOM Cepell
wiatgopmepis € action. Tomy came ganuit KBanihikamiiHUN MPOEKT MPOCKTYBABCS
SIK OJTMH 13 MPEJICTABHUKIB JJAHOTO JKaHPY, 32 CTUJIb XYA0KHBOr0 0hopmiIeHHS OyB
oOpanuii xaHp steampunk.

Action (yxp. exwen) - )xaHp KOMITFOTEPHUX irop, B IKOMY HAaroJIOIIYEThCS Ha
eKCIUTyaTalito Gi3MYHUX MOXIMBOCTEW I'paBlld, y TOMY YKCII KOOpJAWHALIL o4eid,
PYK 1 MIBUJKOCT1 peaKiiii.

[cTopiro BOTO KaHPY BaXKKO OMHCATH TOMY, IIIO BiH € BaXJIMBOIO YACTHHOIO
BCiX 1HIIMX *kaHpiB. [lepia rpa, sika mianaaae mija e xaup 3’ ssuiacs B 1978 porii,
Ta HasuBayiach - «Space Invaders». Ilicnms macoBoro ycmixy Space Invaders B
IHAYCTpIi CTaIM TOMIHYBAaTH OOMOBHKH, SIK1 3aJUIIAIOTHCS JOMIHYIOUHM KaHPOM y
BiZIcO-apKa/Jax Ta Ha IrPOBHX KOHCOJSAX IO ChOroaHi. Space Invaders crBopuin
mabJIoOH I HACTYNMHHUX Irop Yy MiJPKaHpl IIyTepa, 1 BOHA BBAXKAETHCA OHIEIO 3
HaWBIUIMBOBIIIUX ITOP YCIX YaCiB.

Came 111 Tpa OBEpHYJIA PyX IHAYCTPii KOMIT'IOTEPHHUX irop Y 01K aKTUBHOTO
irpoBoro mnportiecy (action). TepmiH «exur» O4YaB BUKOPUCTOBYBATHCS Ha MOYATKY
1980-x pokiB y 3B’SI3Ky 3 HOBUM KaHPOM €KIITH-1rop, 110 BUHUKJIN BiJ] SITOHCHKUX
PO3pOOHMKIB apKaHUX IrOp, YEPIAlOUd HATXHEHHS 3 KYJbTYPH MaHTH Ta aHIME.

[Momynsipaa rpa-nabipuat Bim Namco Pac-Man (1980) momymsipusyBana
KaHp EeKIIH-rop 3 He 30BciM OoioBuM reiimmuieeM. Ile Oyna ogna 3 mepmmx
MOMYJISIPHUX EKIIH-rop 0e3 CTpuIbOM, sika BH3HAYANIa KJIFOUYOBI €JIEMEHTH KaHpPY,
TaKi K «apayielibHa Bi3yaJibHa 00p0oOKay, sika BUMarae 0JJHOYacHOTO BiJCTEKCHHSI
KUTBKOX CYTHOCTEH, BKIIOUAIOYM TMEPCOHAXa TpaBIlfd, MIiCIE3HAXOMKCHHS
MEepPCOHaXKa, BOPOTIB Ta aKTUBi3aTOpW. [HII KIaCHMYHI MPUKIANA EKIIH-Irop i3
nepcoHakamu BkirouaroTh Donkey Kong (1981) Bin Nintendo, skuii cTBOpUB
madJIoH ISl MiJKaHPy MIaTGopMHUX irop , a Takoxk Frogger Big Konami (1981).

Irpu npo GoloBI MUCTENTBA 3pEIITOIO 3'ABUIIKCS B cepeauHi 1980-X pokiB, Koiu
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Data East's Karate Champ (1984) 3acnyBaB mijkanp (HaiTHHIIB OWH HA OJIHH.

Tennenuiero, sgxa Oylia NOMyJsIpU30BaHa JJIsl €KIIH-Irop Ha noyaTtky 1990-x
poKiB, Oyna 3marajbHa OaraTOKOPHCTYyBallbka I'pa, BKIIOYAIOYU T€, IO Mi3HIIIE
Oyne Bimome sk KiOepcrmopTuBHI TypHipu. Apkanuuii ¢aiitunr Street Fighter Il
(1991) Big Capcom nomynsipu3yBaB KOHLEMIIIIO IPSIMOT0 3MaraHHs Ha TYpHIPHOMY
PiBHI MIXK JJBOMA TPaBLSMH.

Y 1990-x BinOynacs «3D-peBotolrisi», KOJIM €KIIH-1TpU 3A1IMCHUIN TePeXil
Bix 2D-1 nceBao-3D-rpadiku no 3D-rpadiku B pexxumi peanbHoro yacy. CuctemMHi
wiatu 3D-apkagu, ski cnoyaTky Oynu po3poOineHi st 3D-roHoYHHUX 1rop
Hanpukinii 1980-x - mouatky 1990-x pokis, Taki ssk Namco System 21, Sega Model
1 1 Sega Model 2, BukopuctroByBanmucs st ctBopeHHs 3D-apkaaHux irop Ha
noyatky 1990-x, Bximodatoun 3D mrytepu, taki sik Galaxian 3 Bigx Namco (1990) i
Solvalou (1991), TpuBumipHi ¢aiitunaru, taki sk Virtua Fighter Bim Sega AM2
(1993) 1 Tekken (1994), a TakoX TPUBUMIPHI IITyTepU 3 BUKOPUCTAHHSAM CBITJIOBOTO
mictonery, taki sk Virtua Cop Big Sega AM2. Ha nepcoHalbHUX KOMIT FOTEpax
xaHp myrepa Bim mnepmioi ocoou (FPS) momynspuszyBaB Doom; 1e Takox
BBAYKAETHCS, HE3BAXKAIOYM HA BIJCYTHICTh BUKOpUCTaHHS 3D-MONIroHIB, BEIUKUM
CTpUOKOM BIIepel I TPUBUMIPHOTO cepefoBuiia B irpax. 3D-moimironne
BIIOOpaKEHHS TEKCTYp 3’ SIBWJIOCS B Irpax-eKIIeHax npuoan3Ho B cepenuni 1990-x
pokiB, yBiknum g0 ¢aktuarie Bix Sega AM2 Virtua Fighter 2 (1994) ta no irop
FPS Bix Parallax Software's Descent (1995).

Steampunk  (ykp. cmimnanx, cmumnaux abo naponank) -  TiIABUJ
(daHTacTUKHU, i SIKOTO BiIOYBa€ThCA Y CBITI, /i€ IMHMPOKO BUKOPUCTOBYIOTHCA
TEXHOJIOT1i MapoOBUX MAIIMH, IO 3aMIHIOIOTh €NEeKTpoHIKYy. KiacuuHi BcecBiTH
CTIMIIAHKY CTHJII3YIOTBhCSI aBTOpaMH T AMepuky abo AHTIIiI0 APYroi MOJOBHHH
XIX cToniTTS B €MOXy PaHHBOTO KamiTani3My 3 XapakTepHUM (HaOpuIHO-MiCHKUM
ner3aKeM 1 PI3KUM COIIaATbHUM PO3IIAPYyBAaHHSAM. 3BUYAHO, MO TOJIi MOXYTh
BimOyBaTucs HE TUIbKM B IUX paMkax. lle Moxe OyTu, Hanmpukiaj I1HIIHI

daHTacTUUHMI CBIT, 1HIIA IUIaHETa, a00 B3arajl ajabTEPHATUBHE MHUHYJE YU
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anbTepHATUBHE MailOyTHE, /1€ MapoBl TEXHOJIOTI SBJISAIOTHCS OCHOBHUMH.

TepMmin «cmimnanky BHEpIIe BUKOPUCTAIM JBa MHUChbMEHHUKH, Jlkeimc
bneiinoxk 1 Kein J[>xetep, mig yac AUCKYyCIi Ha CTOpiHKaX xypHany «Locus» B 1987
poui. Cam TepMiH BUHHUK K caTUpa Ha jKaHp «kibepnanky. ToMmy mepiui icTopii Ta
CIO)KETH BHUKOPHCTOBYBAIM CaMe 3 I[bOT0 JKaHPY, 3aMIHIOIOYH BCE IO MOKJIHBO
MapoOBUMHU  TEXHOJIOTisAMH. JlempecuBHE CTaBJIEHHS TOJOBHHUX TEpOiB [0
HABKOJIMIIHBOI A1MCHOCTI 30epiranocs 06e3 sIKux-HeOyab ICTOTHUX 3MiH. Buganus
pomany Binbsima I'i6cona 1 bproca Crepininra «Piznuyesa mawiunay PUBEPHYIO
BEJIMKY yBary J0 IIbOTO JKaHPY, 1 came MIClIs I[bOTO POMaHy CMIMNAHK TIOYaB
HaOyBaTH BEJMKOI MOMYJIIPHOCTI.

B nmaniit po6oTi OyJ0 BHKOPUCTAHO CTUIIICTUYHE OQPOPMIICHHS SIKE € He
30BCIM CMIMNAHKOM, a OJHUM 13 WOTO MIABHUA - ¢heHme3itiHuti CIMiMnaHK. Moro
0COOJIMBOCTI MOJISITAIOTh B TOMY, IO CBIT, B AIKOMY BiI0YBalOTHCS MO/11 € MTOBHICTIO
BUTaaHUM. TOOTO B ITIOTOYHOMY BHUITAJIKY MOXKYTh OyTH 1HII 3aKOHM (Di3UKH, 1HIIIA
XiMIYHa CKJIaJi0Ba Ta MPHUCYTHS Maris, ajie MpU IbOMY CBIT HACEJSIOTh HE TUIBKU

JIFOJIM, a ¥ 1HIII1 BUTaJaHl ICTOTH.
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1.3 IlocTanoBKa 3agayi

VY po3polui CydyacHUX KOMII IOTEPHUX Irop HAHOUIBII MPOAYKTHUBHOIO €
TEXHOJIOT'1Sl I'POBOI0 JIBMIKKA, sIKAa CIIPSMOBaHA Ha CIPOIIEHHS MPOIIECy PO3POOKHU
HUISIXOM YHi(ikarlii Ta cucreMaTu3ailii BHyTPIIIHbOI CTPYKTYPH TPH.

Izposuit pywin (anr. game engine) - e OCHOBHE SO, SIKE BIAMOBINAE 3a
peanizailito OCHOBHUX (DYHKI[IA TpH: Bi3yalli3allilo irpoBOi CIEHH, MOJETIOBaHHS
(I3MYHKX 3aKOHIB pEajJbHOr0 CBITY Yy BIpTyaJbHOMY, BIITBOPEHHS 3BYKY, WIO
CTBOPIOE UTI03110 IHTENEKTY (IrpOBUM JBUKOK), INTYYHUHN 1HTENEKT, aHIMallisl.

PosristHemMo niekiibka IrpoBUX pYIIii, sIKI CHOTOAHI € HalOLIBII MOMYJISAPHI
Ha pUHKY:

Unity - irpoBwuii pymiii, sskuii OyB CTBOPEHHH JIJIs1 TOTO, 11100 HAAATH OUTBIII
KUTBKOCTI PO3POOHHUKIB JOCTYIl JI0 IHCTPYMEHTIB po3poOku irop y 2D ta 3D
BUMipax. IrpoBuii  IBMKOK 30CepeDKeHH Ha ToMy, 100 3a0e3neyuTH
HalHaIIMHIIIMK Hablp I1HCTPYMEHTIB ISl IHAYCTpii pO3pOOKM irop, a TaKoX
3poOUTH HOTOo SKOMOra JIETHIMM JiJIi PO3POOHUKIB 1rop Oyab-SKOTO PpIBHS
kBaridikalii (Bkirogaroun moyatkisiiB). Komu Unity 3'sBUBCS Ha pUHKY, OUTBIIIICTH
CepHO3HUX IBUTYHIB JUIS PO3POOKH irop OyJv IJIaTHUMH. be3KOITOBHI MPOTrpamH,
taki sk RPG Maker, mpomonyBanu juiie dactuHy GyHKIH. ToMy, Ko CBiT
mo06aYuB TIOBHOIIIHHY Ta OE3KOINTOBHY ajbTEpPHATHUBY, OaraTo XTO BHUPIIIUB
371laMaty CBill CcTpax 1 3alHATHCS Po3poOKoro. Unity po3BUBABCS, MPOTIOHYIOYH BCE
OuThIIe IMiKaBUX pimeHb sk 1y 3D, Tak 1 2D-irop.

Unreal Engine — irpoBuii pymiidd, SIKHH MICTUTh Pi3HI MEXaHI3MH, SKi
HAJaI0Th KOPUCTYyBavyaMm aTdopMy Ta T0oMararTh iM 3amyckatu rpy. Kpim toro,
BiH Ma€ BENWYE3HUN CHCTEMATHYHUA HAOIp IHCTPYMEHTIB 1 pEeAaKTopiB, SKi
JI0TIOMararoTh KOPUCTyBadaM KEepPyBaTH CBOIMHU BJIACTMBOCTSMH Ta 3MIHIOBATH iX.
Irpu, po3pobseni Ha Unreal Engine mpaiioroTh Ha Maibke Oyab-skiid muatdopmi
(Mac, 10S, Android, PC, VR). OcBoitu Unreal Engine ckmagnime, Hix Unity, npote

Pyl Ma€e BENMKY KUIBKICTh IHCTPYMEHTIB, B1J] CTBOPEHHS JaHamadTiB 10 poOOTH
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3 3D-monensaMu.

Godot - e kpocrutaThopMHHIA IrPOBUI IBUKOK, OPIEHTOBAHUN Ha PO3POOKY
2D 1 3D irop. IrpoBuii OBHKOK 30CEpEIKEHHII Ha HaJaHHI BCEOXOIUIIOIOYOIrO
Ha0Opy 1HCTPYMEHTIB ISl pPO3pOOKH, BKIIOYAIOYM BOYJOBAaHMM pEAaKTOp KO,
MeXaHi3M Bi3yaunizauii rpadiky, 1HCTPYMEHTH BIATBOPEHHS aynaio, 1HCTPYMEHTHU
animanii tomo. Ha BigMmiHy BiJ IHIIMX ABUTYHIB, Ae 2D pocaraerscsi MpocTUM
BUPIBHIOBaHHAM OfiHI€T ocl, Godot mpornonye crnpapxkHiit 2D-nBuxok. Lle o3nauae,
M0 JBHXKOK MOXe e(ekTUBHO o0poOusith 2D-cepBepHi OOYHMCIEHHS, a TaKOX
HAJIe)KHUM YMHOM MPAIIOBATH 3 OJMHMIISIMU Ha OCHOBI mikceniB. Kpim Toro, maket
st po3poOku 2D-irop MICTUTH psAJl CHEHIiaIbHUX IHCTPYMEHTIB, TaKUX SK

PEIAKTOPH KapT IJIUTOK, maTpuMka (izuku 2D Ta cuctemu 2D ocBiTIICHHS.

B naniii xBamidikanidHii poOOTI MIAHYETbCS BUKOPUCTOBYBATH ITPOBUI
pyiiii - Unity, Tomy 1110 #0ro BeJIHKOIO IIEPEBAroro € Te, M0 I MOYaTKIBIlIB BiH €
OUTBIII 3pO3YMUTIIIMM Ta MPOCTIIIUM B ocBoeHHI. [l npukiany, Unreal Engine €
OuThbII BUOArJIUBHM JI0 CHCTEMHHX BHUMOT 1 BiH Jemnio moctymaeTbcs Unity B
MOOUTBHIN po3poOiri sik B 2D tak 1 B 3D. 31e0iab110r0 Hapas3i Ha pUHKY MOOLTEHUX
irOp HE BUMAraeTbCs HAWTEXHOJOTIUHINIA HalcydacHIimoi rpadika, 30Kkpema Iie
00YMOBITIOETHCSI TEXHIYHUMH XapaKTEPUCTUKAMH CaMUX MOOUTBHUX IIPUCTPOIB IO
3a3BHYAN € J1aJIeKO He HAUMOTYKHIITUMHU, TOMY JTaHUH TIPOCKT KU pO3pOoOIsSBCS B
MeXaxX MOTOYHOI KBamiikamiitHOT poOOTH CTApAEThCsI OXOMUTU SIKOMOTa OUIBITY
KUTBKICTh MOOUIBHMX TMPHUCTPOIB 3 OMISIAY HA X XapakTEPUCTHKH, CaMe€ TOMY
irpoBuM pymiiem OyB obOpanuit Unity. Takox cam pymiiii Mae HUXYI HDK Yy
KOHKYPEHTIB CHCTEMH1 BUMOTH, CaM PYIIii 1 IPOEKTH HA HbOMY 3aliMarOTh MEHIIIE
MICII Ha TUCKY. BapTo 3ayBakuTu, 110 BeNMKa KUTBKICTh irop B App Store Ta Play

Market mpaittorots came Ha Unity.
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1.3.1 i T2 3aBAAHHS MPOEKTY

B naniit po6oti Oysno peani3oBaHO IrpOBHM 3aCTOCYHOK B KaHpi «Action
Platformer» ming mo6uteHy cuctemy Android wa pymito Unity y ceTuHry —
steampunk. JIist TOCATHEHHS IOCTABIICHOT LTI HAM HEOOXIHO OYJIO BUPIIIUTH TaKi
MOMEHTH:

® TIPOBECTHU aHaJi3 aHAJOTIYHUX Irop;

® [IPOBECTHU aHaJi3 Ta BUOIp 3aco0iB peaizallii rpu;

® OMUCAaTH KOHIEMIIIO TPH;

® HaMalOBaTH MEPCOHAXKIB JIJIS TPH

® CIPOEKTYBATH MPOTPAMHY CUCTEMY;

® pealizyBaTH rpy;

® TIPOBECTU TECTYyBaHHS peasli3oBaHOI IPH.

1.3.2 3naiiomcTBO 3 cBiTOM. CrosKeT

[Toxii rpu BiAOyBarOThCS Yy CBITI, SIKMH CXOXUH Ha HaIll, ajie¢ 3 JACIKUMHU
BIIMIHHOCTSIMHU. Y IIbOMY CBIT1 MapoOBi TEXHOJIOT1i MPUUANIIM HabaraTo paHilie, HiK
y Hamomy. Ile cramock mech Ha kiHenmb XV cromittsa. ¥ XVI cromiTri HOBI
TEXHOJIOT1i 3aIoJOHMWIN Maike BCi chepu KUTTA Jrojeh. Y 1ied mepiosl 3MOriau
peanizyBaTH TEXHOJIOTiI0, sKa Jaja MOXJIMBICTh CTBOPIOBAaTH aBTOMATOHW Ha
IapOBOMY JBHUTYHI JUIsI PI3HUX POOIT, MPOTE3W SKI MakyKe IMOBHICTIO 3aMiHSIN
BTpadCHI KIHI[IBKH 332 paXyHOK MapOBUX TEXHOJOT1H, MapOBi CTAHKH, TApPOB1 KapeTH,
nepesxadiai, aBTOHOMHI JIETI0Y1 Tu1aTopmu.

Cama rpa BimOyBalOTHhCS y HEBETUYKOMY IMPOMHCIOBOMY MICTEUKy bepH,
KWW 3HAXOAMBCS Ha OKpaiHi kopoiiBcTBa CnaBMmakis. JlaHemicTedko Bimirpae
3HAYHYpOJIb B KOPOJIBCTBI 3a paxyHOK JBOX BEJIUKUX MIAMPHEMCTB, SIKi
3aMarOThCS BHIOOYBAHHSIM KaM'sSHOTO BYTUUIS Ta BUPOOHHUIITBOM JE€PEBHOTO
Byrims. L{iHHICTh IIbOTO TOBapy 00yMOBJI€HA THUM, IO BOHU € OCHOBHUM TAJIMBOM
JUTS1 TAPOBUX PYIIIIiB.

l'omoBHOrOo repos Takoxxk 3BaTu bepH. Bin komumHiM npodeciitHui
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BIMCHKOBUI Ha MEHCIi yepe3 MopaHEeHHs (BTPATUB PyKy). AJie XOpOUIUN MpoTe3 1
kBati(ikallisi MeXaHika J1ajia HoMy MOKIIUBICTh 3HAUTH POOOTY Y J1CO3aroTiBENbHIN
KOMIIaHli, sIka 3HaXOAWIach y MICTEUKY.

[Tonii rpy MOYMHAIOTHCS 3 3BUYAHHOTO poOouoro aHsA. bepH cHiaB 31 CBOEIO
POJIMHOIO, SIK MPUNIIUIA TeJerpama 3 BUKIMKOM Ha MICIe OCTaHHBOI JIICO3aroTiBl.

Cranacs nmojioMKa Maifke 31 BciMa poOOYMMH aBTOMaToHamMu TUIY «JlicopyO».

Puc. 1.9 I'onoBHuii repoii 3 CHHOM

["omoBHMIA repoil BiampaBiseThcs Ha BUKIMK. Koy BiH midpaBcs A0 MicIid,
HIKOTO HE Oyn0 KpiM OJHOTO 3’IXaBIIOTO 3 TUIy3[y aBTOMAaTOHA, SIKUA Ha HBOTO
HamaB, ajge bepH 3HmmmB Horo. Ilicis IbOTO IHOHMACHTY TOJOBHUU Tepoi
BIIMPABIIIETBCS 10 HEBEJIWYKOI IMPOMHMCIIOBOI 30HHM B JIiCi, fKa HAJEKHUTh ITiH
kommadii. [IpuGysmm Tynu, bepn po3ymie, 110 BCi aBTOMATOHHM 3’ 1Xalu 3 TIIY31y, 1
MMOYaJIM HAIMQIaTH Ha Jitojiei. Terep Horo 1k Jo0paTucs 1010MY, 1 BUBE3TH CIM’ IO
rmojasi 3BiJICH.

BucnoBok 10 po3ainy 1
VY nanomy po3auti 0yao po3riasiHyTO ICTOPIiIO BIIEOIrop, KaHp «miaTdhopmepy, Horo

KOHKYpPEHTH, KJIIOYOBI OCOOJMBOCTI Ta MEXaHIKW. TakoxX pO3TIsSHYId IO TakKe
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IrpoBUI Py Ta AK1 € NOMYJSpHI HAa PUHKY. B AKOCTI irpoBOro pymis, KU

BUKOPHUCTOBYETHCS st po3podku 2D rpu € Unity.
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PO3/ILJI 2. IOBYJJOBA KOHUEMNIII I'PHA TA
INPOEKTYBAHHS ITTPOBUX MEXAHIK. CTBOPEHHA
MMOKAJPOBOI AHIMAILII ITPOBUX TA HE ITPOBUX

IHEPCOHAXIB.

2.1 AnimManisi cnpaiTis

[lepen ommcom poOoyoro mporecy BapTo MosiCHUTH, o Take Photoshop,
aHIMaIlis Ta TOKaIpoBa aHIMaIlisl.

Adobe Photoshop - rpadiunuii pempakrop, po3poOJieHUI 1 MONIMPIOBAHMIA
dbipmoro Adobe Systems. Lleit penakTop € OHUM 13 HAUMOMYJISPHILNINX HA PUHKY
B Taiy3i KOMEpLiMHMX 3aco0iB peaaryBaHHs pacTpoBUX 300paxeHb. Bin
noctymHui Ha iatdopmax Mac OS 1 Windows.

Animayia - BUJ 00pa30TBOPYOrO Ta KIHOMHUCTEITBA, sIKA CTBOPIOIOTHCS
IIUISIXOM 3HIMaHHsI TIOcJIoBHUX (a3 pyxy 2D a6o 3D o0'exTiB.

Ilokadposa amnimauyia - 1e aHiMmalls, $SKa BHUKOPUCTOBYE IOKAJIPOBY
TEXHOJIOT1IO.

Iloxkaoposa mexnonozia - 11e TEXHOJOTIS, 3a KO KOXEH KaJlp MaTIOE€ThCI

okpemo. Ll TexHOsOris BBa)KAEThCS HAMOUIBII CKIATHOI Ta TPUBAJIOIO, BOHA
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Puc. 2.1 Ilpuknan a”iMmariii o mokaapoBoOi TEXHOJIOT1I.

Jlnst moyaTtky OyB cTBOpeHMi mpocTuil mpoekt po3mipom 3000 * 3000 mikcedis.

MasHaa

Qotorpagmm LR
(O Hepasnme

[laBaiATe Ha4yHeM.

70614 BHICTPO MPUCTYNINTL K paBoTe, NCNOAL3YITE COBCTBEHHME HACTPOKM

Be3 umenn-1

3000 Mukcens:
[AOKyMeHTa Wi BHEEPUTE O M3 MHOXECTBS AOCTYHSX

3000

BALIM MOCAEAHWE 3NEMEHTBI
TIMKERNbL JJ0AM

Ligeta RGB 8 6uT

Bensiid doH .
o

A 2poi dpng
&

e .

Puc. 2.2 CtBopenns HoBoro npoekra B Adobe Photoshop

Jami komangoro kiasimn Ctrl + Shift + N cTBoproeThCst HOBHI IyCTHI IIIap.
Jiis iepmoro Kajapy Oy/e JOCTaTHbO TPHOX, a CaMe:
e [loBHicTiO OLuii (11 33 THHOTO (POHY).
e Illap 3 niniero(anr. line).

e [llap 3 mirmMeHTOM.

Le#t po3moin 6yae OB HATIIAIHO MPOAEMOHCTpOBaHO Ha Puc. 2.3
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Cneficmapin.psd @ 36,8% (Cno 4, RGB/B") * *

LUap 3 naitHom

LLiap 3 nirmeHToM
®oH

Puc. 2.3 JlemoncTpariis po3noainy mapiB y Adobe Photoshop

JUJIss CTBOpEHHsSI TEPIIOTO Kajpy HE BUKOPHUCTOBYBAB HISKUX OCOOJIUBUX
iHCTpyMeHTIB. [IpocTo poOUTHCS €CKi3 3a I0MOMOTO0 IHCTpYMeHTa Kucmo. [1oTiM
3aa€ThC IMICMEHTAIllS Ha IHIIOMY IIapOBI BUKOPHUCTOBYIOYHM TaKOX e
THCTPYMEHT.

OinanpHU pe3ynbTaT NoTpidHO 30epertu y .PNG dopmarti. Jns uporo
HATUCKAaeMO KkiaBimy @atin, a MOTIM 36epeemu AK... 1 BUOMpPAEMO TMOTPIOHUMN

dbopmar.

cm+0
AltsCtri+0
AlteShiftsCtrlsO

Clrl+w
Alt+Clrl+ W
ridge..  Shift+Ctrl+W

ABTOMATHALAA
Cuenapn
N Vunoppeean

Caeaenu 0 Gaiine... Alt+Shift+Crri+l

o Nevarars.. Crl+P
ROl Meuars oaHoro akemnapa  Alt+Shifis Cul+P

Puc. 2.4 36epiranns 1 kaapy B Adobe Photoshop
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B po0oTi 3 HacTymHMMHM KaJpaMH KOPUCTYEMOCH OJIHIEID XHUTPICTIO.

HactynHuii kaap He poOMMO MOBHICTIO 3 HYJISI. 3aMICTh IILOTO CKOPUCTABCS TAKUM

THCTPYMEHTOM S$IK Jlacco.

Puc. 2.5 Inctpymenr Jlaco Adobe Photoshop
BoHO BUKOPUCTOBY€ETHCS JIsl BUAUIEHHS YaCTHHU 300payKEHHS ISl TOTO, 00
HOro CKOIitoBaTH Ha HOBUHU Iap, BUPI3aHHS JAHOTO CETMEHTa 300pakeHHS. B
JAHOMY BHUIIQJKy BOHO BHUKOPHCTOBYBAaB IS CTBOPCHHS JYyOJIKaTiB CEerMeHTa
300pakeHHs Ha HOBOMY IIapi.
[ToTiM 3MIHIOFOUH ITOJIOKEHHS JTAHOTO CErMEHTa, MOYKHA OTPUMATH HOBY TT03Y

TOJIOBHOTO repos. [[i1s 11boro BUKOpUCTOBY€EThCs KoMOiHatiro kiasim Ctrl + T.

26



IMG_0419.PSD ™ 16,7% (Cnai 24, RGB/E") *
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Puc. 2.6 KopuryBanus 300paxeHHs 3a JOTIOMOT00 Jlaco Ta KOMOIHAIIIIO KJIaBIIIT

Ctrl + T B Adobe Photoshop

3BUYAHO ISl IOTO BUKOPUCTOBYETHCS HE TUIbKH Jlacco. B oMy mporeci
HEOoOXiHI Oynu Taki 1HCTpYMEHTH sk Kucme Ta [ymxa, il KOpEryBaHHS
300paxeHHs. SIKI0 TOYHIIIe, TO KOPEKIii MiUIAraroTh: TiHl, JiHIi, 3alBl IIMaTKA
300pakeHHs, BIICYTHI IIMaTKU 300paKeHHsI.

[Ticnsa nporo 36epiraemo kaap. I meit mporiec MOBTOPIOETHCS 10 OCTAHHLOTO
kanpy. Ha ¢dinani orpumyerbes nanior 3 36 kaapiB y ¢popmati PNG. B cawmiit
aHIMaIli JEeMOHCTPYEThCS X0/1p0a roJIOBHOTO reposi. OCOOIUBUMM € JIUIIIE TUIBKU
TIePII KaJpH, Ha HUX TOJIOBHUHM repoi MmapaeTbHO KPOKY 3aKH/1a€ TAUKOBHUH KITIOY
co0i Ha CIIUHY, a Ha HACTYITHUX MPOJIOBKYE CBIl KPOK YK€ 3 3aKUHYTHM KITIOYEM.
[HIT1 JTAaHITIOTH aHIMAIlii CTBOPIOIOTHCS A0COIOTHO 3a CXOKHM IIPHHITUTIOM.

[Ticnst cTBOpeHHS HIIMX JIAHIIOTIB aHIMaIlii BUHUKAE HOBa MOTpeda, a came
MiAITHATA CHOpauTH mix moTpiOHI po3mipu. [lms mporo TakoX HEOOXITHO
BUKOpHCcTOBYBaTH noaatok Adobe Photoshop. ¥ nmanomy Bumagky HeoOXimHUI
po3mip kaapy 300*300 mikceniB. [[ns mporo BimkpuBaemo kaap y popmati PNG
yepe3 Adobe Photoshop. Ilicia mporo Hatuckaemo Ha kinaBimy Daiin, Aani Ha

KJIaBIY Aemomamu3zayis, naji Ha KJAABIIy 3miHumu po3mipu, 1 BXK€ TaM 3aJ1aEMO
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NOTpi0H1 rabapuTu.

AltsCuri+0
At+Shift+Ctri+0
QuapT-OBbexT...
Nocneanse goxymentel

3akpeiTs Ctri+W

3akpaiTs ece AltCtii+W
axpuiTs v nepeda 6 Bridge..  ShiftsClreW

1145
Shift+Ctrl+S

Wenopruposars

Cll  revconponan
Ny6akauvs..
OmnpasuTs Ha Behance.
Mocx 8 Adobe Stock

El  riovecrn acrpoense.
Mowecrums consansie.

Wuncprvposats
Alt+Shift+Cirl+|

Clil+p
0 aksemnanpa  AltsShiftsCtrl+P

0O6beautuTs 8 HOR Pro...

Puc. 2.7 3mina po3mipy kajapa

[Ticnsa mporo Bce 30epiraemo. Tenep kaapu norpidHoro po3mipy. Hacrymne,
mo Oyne HeoOXimHO 3poOuTH, 1€ cTBOpUTH 3aranbHuit PNG daiin 3 ycima
JAHIFOTaMU  aHIMamii TnepcoHaka. [l BHKOHAaHHS JI@HOTO eTaly TaKOoX
BUKOpHUCTOBY€EThCs 1oaTok Adobe Photoshop. CtBoproetses myctuit PNG aiiin,
ne Oyne poO3TaHOBIEHI CTBOPEHHI KaapoBi mnaHioru. LI kaapu mporpama
B1100pa3uTh y BUTIIAII ¢JI0iB. Jlam HE0OXiJHO PO3MICTUTH IIi CJIOT Y MOTPIOHOMY
nosioxkeHHi. [licnmst woro 36epiraemo ¢aiin y dopmari PNG. Takox 111 oneparrii

OyIyTh aHAJIOT1YHI 1 IJIT BOPOT'iB.
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Puc. 2.8 Po3ctanoBka kaapiB Ha MOJOTHI

SRS EEEEEEEEEE

e
Bt
=
)
o J4
win 1
sim ¥,
A ),

RERRRRARARRAARARARARRRRY

Puc. 2.9 Po3crapieni kajipu Ha MOJOTHI
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2.2 Tusaiin Ta ¢istocodis piBHIB

Ju3zaitn pignie (anri. level design) — nucuumiina B po3poOui Bieoirop, sika
BKJIIOYA€ B ceO€ CTBOPECHHS PIBHIB — JIOKAIlld, OTOUEHHS, MICiii HA HUX, 3aBJaHb.
3a3Buyail 11e poOUTHCS 3a TOMOMOIOI0 PEJAKTOpa PIBHIB — MPOrpamu, CHeliaibHO
MPU3HAYEHOT JIJISl TAKUX IUIEH.

CaMm [nu3ailH piBHIB BHU3HAYAETHCS 3arajibHOI0 KOHIICMIIIEID BiJIEOTPH,
Bi3yaJIbHUM CTWJIEM 1 JOCTYHHHMH TexHojorismu. Ilepen camum mporecom
BUKOHAHHA pOOOTH HaJ AW3alHOM pIBHS Iepeaye podoTa XyHAOXKHUKIB 1
IU3aiiHepiB 3 CTBOPEHHS KOHIENT-apTiB, CHPaWTIB 00’€KTIB Ta MEPCOHAXIB, 3-
NOMIDXK PI3HUX BapiaHTIB SKUX 3aTBEPJUKYIOTHCS Ti, 110 HAMOLIbIIE BiIMOBIAIOThH
3aJlyMaHOMY PIBHIO Ta Ipi.

Konyenm-apm — wanpsiM y MHCTEUTBI, NPU3HAYEHUW MJi1 TOro, MI00
BI3yaJIbHO TEpe/laTh 110 TBOPY, aje He GopMy UM 30BHIIIHI arpulOyTtu. Sk
IPaBUJIO, CTBOPIOETHCS Ha CTaAll pPO3pOOKH MPOEKTYy 1 NPU3HAYAETHCA IS
BUKOPUCTaHHS y (uIbMax, KOMI'IOTEPHHUX IrpaX, KOMIKCax JO0 CTBOPEHHS
¢diHanbHOI Bepcii.

Cnpaiim — nBoMipHE 300pa)X€HHs, IO 3aCTOCOBYETHCS B KOMII'FOTEPHIN
rpadili, dYacTiime 3a BCE SBISIE COOOI pPAcTpPOBE 300paKeHHS, IO BUIBHO

NEePEMIITYETHCS TI0 EKpaHy.
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https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%A0%D0%B0%D1%81%D1%82%D1%80%D0%BE%D0%B2%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%97%D0%BE%D0%B1%D1%80%D0%B0%D0%B6%D0%B5%D0%BD%D0%BD%D1%8F

Puc. 2.10 Ilpukiang KoHIENT-apTiB PiBHS A0 IPU

[Ipu poGoTi Ham piBHEM TBOPIl BiI€OrpU BUOKPEMIIIOIOTH 13 3arajibHOTO

I'POBOTO MPOIECY IrPOBUIL MPOIIEC TAHOTO PiBHS. 3BUYAWHO MO MEXaHIKaM MOXYTh
OyTH CcXOX1 piBHI. AJle TakoX € pIBHI 3 MOBHICTIO YHIKaJbHUM TeHMILICEM.
[TpuknagoM MOXYTb CIYTyBaTH PiBHI 3 IEPECIIiTyBaHHSIM MPOTUBHUKA 200 BTEUCIO
y mnatdopmepi, BpaxoBYIOUH, 10 MaikKe BECh Yac Ha IHIIMX PiBHAX Oyna 3amaya
MPOCTO JIIUTH 3 TOYKU A 710 TOUKH B.
Ane nuzaiiHep piBHIB HE MOXKE 3MIHUTH OCHOBHI TpaBWJIa TPH, BCTAHOBJICHI
reiman3aiHepoM, TOMy, ONIEPYIOUN HAIAIMTYBAaHHSMU ITPOBOTO CBITY, OTOUYECHHAM
1 IEpCOHaKaMH, X MOMIMBOCTSIMHU Ta BIACTUBOCTSMHM, 3MIHIOE ITPOBUH MPOIIEC 3
paxyHOK CTBOPEHHS HOBHX ITpPOBUX CHUTYyaIliil. BiH Moke 00patu nmepeBakKHUIA THIT
TiSUTHHOCTI TIEPCOHAXKAa HA KOHKPETHOMY PiBHI, HAKIACTH OOMEKEHHSI, BIIMOBITHO
70 crenudiky )KaHpy T'pH.

Komu craioTh BiIOMUMH OCHOBHI PHUCH DIBHS, Iu3aiiHepH OepyThCs 3a
CTBOPEHHS POOOUYOTO MPOTOTHUTTY. BiH CKIagaeThes 3 MPOCTUX T€OMETPUIHUX (HOPM,
HANpUKIaJd, 3aMicThb OYyIWHKIB CTaBIATHCS KyOum 0e3 Tekctyp abo rpadiuni

3arIyIIKy.
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Puc. 2.11 Ilpuxnaa po604oro npoToTUy

Ha ¢inanbpaux eTanax po6oTu HaJ piIBHEM YK€ BEJIEThCS pOOOTa HA/l PI3HUMU
Ip1OHUIIAMH, HAIIPUKJIIA]]: HAJIAIITOBYETHCS OCBITICHHS, ClIENe()EeKTH, 03BYUEHHSI.
[lin yac BUKOHAHHS pOOOTHM HAJl CaMUM IMPOEKTOM KOHLENT-apTH pPIBHSI HE
BUKOPHUCTOBYBAJIHCH.

I'eomeTpist piBHS B MPOEKTI CKiIanaeTbest 3 TaiiiB. TaitjoBa 2D-rpa — 1e
Oynb-sKa rpa, B AKiM piBHI a00 IrpoBi 001aCTi CKIAMAOThCA 3 0€3714i HEBETUKUX
IUTUTOK (TaillliB), IO YTBOPIOIOTH CITKY TailmiB. [HOMI BIAMIHHOCTI MDK Taiiamu
MOXYTh OyTH OYEBHIHMMH, a I1HOAI BOHU 3HAIOTHCSA TPaBISIM CYLUUTBHUMH Ta
HEBUPA3HUMH.

st moyatky poOOTH HaJ CTBOPEHHSIM PIBHS HEOOXIIHO CTBOPUTH Mapy
«TalyiceTiBy Ui manmiTpu TaiiiB. Kojekmis TaliaiB, IO € B TI'pi, HA3HBAETHCS
«TaWJICETOM», 1 KOXKEH Talsl 3a3BMYail € CIpalTOM, YAaCTUHOIO JINCTA CIPAUTIB

(spritesheet).
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Puc. 2.12 Tlpuxnan nucrta cripaidTiB (spritesheet)

VY mpoekTi BUKOPUCTOBYEThCA BXK€ HapizaHi Tailnu. Bonu Oynu HapizaHi 3a
aonoMoror noaatky Photoshop. HapizanHs TaityliB BAKOHYBAJIOCH 3a JIOTIOMOTOFO
THCTPYMEHTY MpAMOKYmMHA 06aacmv, BUOPABIIU CTUIb 3A0AHHA NPONOpyiu
BKa3yrouu iX y posmipi 259 * 259 mikceni. Ilicas mporo BUAUIIEMO MOTPIOHY
obyacTh 1 poOuMo AyOikaT Ha iHIMK map. Jlam el mporec NOBTOPIOEMO, TTOKH

HE HapiKeMO BC1 MOTPiOHI €IEMEHTH 3 JIUCTa CIIPANTIB.

BOBOIHOE TPAHOHOPMIPOBHIE
Tpancbopmmposats supenenyo obnacrs

Puc. 2.13 Hapizauns TaitniB 3a gonomoroto Photoshop
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Jam HeoOxiaHO BUOpaTu noTpiOHMIT Ham map 1 30epertu ioro y ¢gopmari
PNG. Ilro mnpouenypy NOBTOPUTH 3 YyciMa BuUpi3aHuMu Tainamu. Tenep
noBepraeMocsi A0 mpoekty. Ilicns HapizaHHs TalliB, 10Ja€MO iX B HAIl MPOEKT.
Pixels Per Unit (mep. Ilikceni Ha OAMHMIIO) HA BCIX Taljgax BHUCTABISIEMO Ha
no3Hauli 250. Takox crtBopumo mnanky Tiles, kynu Oyne 30epiratucs Hamil
taiiincetn. Jlam BinkpuBaemo «Tile palette»(mep. IlamiTpa TtaitnmiB). [ns mporo

HEoOXiHO HaTUCHYTH KiaBimy Window, motim 2D, micias uporo Tile palette.

-
+

'

Puc. 2.14 Bigkpurts Tile palette
[Ticnsa nux omeparliii BiIKPHETHCS BIKHO, JIe CTBOPIOEMO HOBY mamiTpy. Jis
[[HOTO HATHCKAEMO KJIABIITY BUOOPY MaJiTpH, TaM HaTUCKaeMo KiaBimry Create new
palette, nani HagaeMo Ha3BY JJIS MATITPH, IKY HAM HEOOX1THO, MIiCIIsT YOTr0 00MpaeEMo

MOTPIOHY MArKy, Jie 30epexeThCs mamTpa.
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=]

ssets GameObject Component Jobs Mobile Input Windc

@ Create palette into folder
1 1 « Examination project Final > Assets > Tiles v o

Ynopagowsts v Hosas nanka =- @

= Vsobpaxenn#

W 3707 KoMAbI0 #

TileSet 1
= 3107 KoMNbIOTED TileSet 2
| Buseo TileSet 3

3 A I TileSet 4 |

¥ 3arpysn

= Usospaxenus
D Mysuka

B PaGouni cron
. Windows 10 (C)
« JlokansHbi Ava

v <

Manxa: | TileSet 4

omers

Puc. 2.15 CtBopeHHs HOBOT MaJITPH TAMITIB.

Jani, mo0 moxaTy Taliau A0 HaXITPpU HEOOXITHO BHUIUIUTUA BCl HEOOXiTHI

TalIM 1 IEPeTATTH 1X Ha MycTy naniTpy metonom Drag & Drop.

1 1« Assets > Sprites > TileSett
Ynopagousts ¥ Hosas nanka =+ @
& Msospaxenu® N s Rata wamenenus Tun Pasuep
= 3107 KOMNBI0

= 3707 KoMNbiOTED

B Buaeo

% Rokyments

¥ 3arpysn

= Visobpaxena

P Myzeia

I Pagouwii cron

. Windows 10 (C)

~ Nokansmsii ana

v o<

Manka:

Buibop nanku

et
5 of 77 Objects

Puc. 2.16 IleperecenHs TairiB Ha MAJITPY.

Ham obupaemo moTpiOHy manky, e Mu 30epexeMo Talu 3 TOCUIIAHHSAM JJIsI

namitpu. [licis 1boro OTpUMyeMO HOBY HaNITPY TalIiB, 32 JOMOMOTOIO SIKO1 MOXKHA
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B)KE€ CTBOpIOBaTH piBHI. Jlani HeoOxinHo ctBoputH Tilemap. /{151 uboro cTBOproeMo

2D o0’exrt, Bubupaemo Tilemap.

@ Examination project Final - 0 - Windows, Mac, Linux - Unity 2021.2.11f1 Personal* <DX11> o x
File Edit Assets GameObject Component Jobs Mobile Input Window Help

= Hierarchy

3D Object > Physics >
ight > Sprite Shape >

Pixel Perfect Camera
Sprite Mask

aaaaa

Puc. 2.17 CtBopenns Tilemap.

HazBemo mert Taiinman «Background». V 1pomy TaiinmMani  Oyzae
CTBOPIOBATUCh TeoMeTpis piBHA. Takox mo «Background» HeoOXimHO momatu

Rigidbody2D i 2 konaiinepu, a came: Composite Collider 2D, Tilemap Collider 2D.

@ Examination project Final - 0 - Windows, Mac, Linux - Unity 2021.2.11f1 Personal* <DX11> o X

Puc. 2.18 HanamrryBanns «Background»
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Takox HEOOX1AHO 32 CXOKUM MPUHIIMIIOM CTBOPUTH 1€ OAUH Taliamam, mij
Ha3Bowo «Foreground». ¥V mpomy Taiinmani Oyae CTBOpIOBaTHCH 3aiHId (OH Yy
neyepax, Ta 3akputux oodnactsax. [licns ctBopenns Tilemap, MokHa IPUCTYITUTH 10
poOOTH HaJ CTBOPEHHSIM reoMeTpii piBHS. BinkpuBaemo namitpy TaitniB. B myHKTI
aKkTUBIHI TallnMmanu BuOupaemo «Background», micig 1pboro MokeMo MOYMHATH

dbopmyBatu nanamadt. OdbupaemMo NOTPIOHUIN I HAC TaiJ, 1 BIOOpakaeMo Horo

Ha CIIEHI.

Puc. 2.19 Ilpuxnan sukopucrannas Tile palette y taitnmani «Background»

Amnasoriuao npairemo 3 «Foregroundy.
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Puc. 2.20 Tlpuxnan sukopucranss Tile palette y tatimmari «Foreground»

AJie He BCl €JI€MEHTHU PIBHS BiOOpakaroThCs 3a JOIMOMOTOI0 TaljiB. € 1ie
00’€KTH, K1 PO3TAIIOBYIOTHCSI Ha CIIEHI JUISI XYJI0KHBOTO 30arauyeHHs] KapTUHKHU.

Hanpuxman: 6yaiBii, qepesa, Kylili, Ty4Kd TPaBH, SIITUKH.

Jlns Toro, mo0 PO3MICTUTH 1Ied 00’€KT Ha CIIEH1 JIOCTATHbO MEPETATHYTHU

CIIpaMT 1IbOTO 00’ €KTA.

@ Examination project Final - 0 - Windows, Mac, Linux - Unity 2021.2.11f1 Personal* <DX11> o X
File Edit sets GameObject Component Jobs Mobile Input Window Help

Puc. 2.21 Tlpuknan po3mimieHHs1 00’ €kTa
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2.3. IIpoekTyBaHHS IrPOBUX MEXaHIK
VY rpi peanizoBaHO Taki MEXaHIKH:

o Ilepemimenns repos

e [Ipuxox repos

e Araka repos

e CmepTh repos

e Cucremy 310pOB’s Tepos

o [laTpyntoBaHHS NPOTUBHUKA

e CwMmepTh NPOTUBHUKA

e ATaka NpoTHBHUKA

e Bgzaemonis 3 gesskumu npoxoaamu

e PyiiHyBaHHS SUUKIB

L{ie rpaBIis, cX0Xka Maibke Ha BCi Ii1aTGopMepH, a caMe JIOWTH 3 TOUKU A J10
Touku B. YcknagHIOBaTH 1110 3aJ1auy JUIS T'PaBIs OyIyTh IMACTKH, MPOTHBHUKH,
HOTo IIKaBICTh (BIAXWJICHHS BiJl OCHOBHOTO MAapIIpyTy, 3apaju I0JaTKOBUX
OOHYCIB).

BucHoBok 10 po3ainy 2

VY nanomy po3auti Oyno po3MISIHYTO TMpoliec MOOYJOBU KOHIEMIT I'pu Ta

IIPOSKTYBAaHHS IrPOBHUX MEXaHIK, a TAKOX OIMMCAHO MPOICC CTBOPCHHS MOKAIPOBOT
aHiMaIlii iIrpoBUX Ta He IrpOBHUX MEPCOHaXiB. Takoxx OyB onmucaHuil mporec poooTH

HaJ] CTBOPEHHSM JIaHAIIA(Ty Ta AU3AHHOM PiBHIB.
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PO3ALJI 3. TIPOI'PAMHE TA TEXHIYHE
3ABE3IIEYEHHA

3.1. 3aco6m po3podKu

Tak sK MM peali30ByeMO ITpOBUM  JOJATOK, OyJ0  BHUPIIIEHO
BUKOPUCTOBYBaTH irpoBuit pymriit «Unity 2021.2.11.f1» y 1BoBUMipHOMY IPOCTOPI
(2D). Jlns wamuicaHHsS CIEHApiiB 1 OMHCY JIOTIKM BHKOPHUCTOBYBajach MOBa

nporpamyBanns C# y nporpamuomy cepenonuiii «Visual Studio 2022».

Jlnst cTBOpeHHs crpaiiTiB BukopucroByBaBcs «Adobe Photoshop CC 2019»
atHoi Bepcii Ta rpadiynuil ianmer Huion h640p. Takoxk BUKOPUCTOBYBAIHCH
cripaiitu, siki Oynu KyruieHi Ha odiriitHomy caiti «Unity Store» BE3 aBTopchkoro

ImpaBa, TOOTO MM MOTJIH BI/IJIOSMiHIOBaTI/I 49U ICpEMAJILOBYBATH.

[TpoexT po3poOsiBCs Ha ABYX KOMIT IOTEpax:
Dream Machines
e [lepconanbHuii KOMIT 10TEp 3 onepaliiHo cucremoro Windows 10 64x;
e Ilpomueccop Intel Core i5-9 (2.4GHz);
e OrneparuBHa naM’atb 8 GB;

e Binecokapra NVIDIA GeForce 1650 TI 6GB

HP Pavilion Gaming
e [lepconanpHui KOMII'T0TEp 3 onepaliiHo cucremoro Windows 10 64x;
e [Ipomecop Intel Core i5-8 (2.4GHz);
e OrneparuBHa nam’atb 8 GB;

e Binecokapra NVIDIA GeForce GTX 1050 2GB
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3.2. Onuc mporpamMHoi peasizauii

3.2.1 CTBopeHHs cipaiiT-aHiMalliil F0JIOBHOTO reposi/Bopora (Sprite
Animations)

CnoBo cmpaiim (anr. Sprite) sisie coOor HepyxoMy KapTuUHKY. OTxe,
cnpaiim-animayiamu (aHr. sprite animations) Ha3UBalOTh HE PyXOM1 KapTUHKH, K1
30UparoTbcd B aHIMaUIdHUN (pparMeHT, SIKUi BIATBOPIOBATUMETHCS IO KaJpoBO,
11100 CTBOPUTH aHiMalil0. YuM Ouibllie CIIpaiTiB B aHIMAIIMHOMY KIIiIi, TUM Kpallie

Ta YITKIIIEe BIATBOPEHHS JIaHOI aHIMaIlii.

Puc. 3.1 Cnpaiirt Puc. 3.2 Cnpaiit-animartis

Takox 10 Hamoro o0’€KTy MOTPIOHO J0JaBaTH KOMIIOHEHT, KUK Oyne
perpe3eHTyBaTH IEepCoHa)Xka - cmpaum pendep (anr. sprite renderer). Bin
JT03BOJISIE€ TTIOKAa3yBaTH 300paKEHHS Ha CIIEHI Y BUTJISIII CIIPAMTIB.

Jliist cTBOpeHHS aHiMarii moTpibeH kommoHeHT — Animator. Awimamop
(amr. Animator) — 1rie komrnoHeHT B Unity, SKHif aHIMY€ pyXH HAIIOTO MEPCOHAKY
1 “auKTye” oMy KOJIM BiH Oyze OiraT, CTpuOaTH YU XOIUTH.

VY moui Controller mu npusnadaemo 00’€xT royioBHOro repos. Konrpoiep
aHiMaTopa JO3BOJIIE HAM CTBOPIOBATH B3aEMOJIi MK aHiMamismu (0Oiry,
cTpuOKiB, X0ap0u 1 T.7.) Bci 111 ariMariii 00’ e1HyI0TbCS B €AuHY iepapxito. Lei
KOMITOHEHT MOK€ OyTH MPHCYTHIH y JIOO0OTO 00’€KTYy, SKOMY MU CTBOPIOEMO
aHiMallii, y Halmomy BUMaaky 1ie o0’extu: Player ta Enemy. V koxHoro 3 mux

00’€KTIB CBiM aHIMATOP, 31 CBOIMH aHIMAI{ISIMHU.
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H# Scene s Game * Animator =)
Layers Parameters & Base Layer Auto Live Link

a + -

Any State

!

Attack

\\v\\

Animations/Player Animations/Player.controller

g i
Puc. 3.3 BizyanbHe Bi10Opa>keHHs aHIMaIlii TOJIOBHOTO repos Y IHCTPYMEHTI

Animator

# Scene e Game * Animator g i
Layers Parameters &® Base Layer Auto Live Link
a; + -
Walk
Attack
Hurt

Death

Any State

Animations/Dworf Animations/Dworf.controller

Puc. 3.4 BizyanbHe BioOpaXkeHHs aHIMaIliii Bopora y iHcTpyMeHTi Animator
Bcei namii animanii 30epiratoTeCs TYT, TOTOBI JJii TOro, 100 Matu

MOXJIMBICTh BUKOHYBAaTH CTPYKTYPHI B3aeMOAIi Mk HUMU. KoXeH cTaH MICTUTH




IHIUBIAyanbHy  aHIMaIliiiHy  mochigoBHicT,  (anr. blend  tree), sxa
MPOTrpaBaTUMETHCS, KOJIM MEPCOHAXK MepedyBae y IbOMY CTaHI.

1106 cTtBOpUTH OyAb SIKYy aHIMallil0, HAM MOTPIOHO 3alTH y BKIAAKY -
Amnimanisa (Animation), BUOpaTu 00’€KT, SIKOMY XOYEMO CTBOPUTH aHIMAIIIO 1
HatuckaeMo kHomnky — Create New Clip. Jlng cTBopeHHA —aHimanii

BUKOPUCTOBYEMO CITPATH, sIKI aBBTOMAaTUYHO JTOAIOTHCS B 1€papXii0 aHIMaTopa.

tion
@ Ha 14 > Pl oMM

-

Attack
Death @ 46 400 40 2 L P F L L L S 200 1% 00 4

Hurt
Idle
Jump
Walk

Create New Clip...

Puc. 3.5 Penaktop animairii
ko mu noauBuMock Ha Puc. 3.3-3.4, To BugHO 1110 AHIMATOpH 00’ EKTIB
MaroTh neBHi napamerpu. B Unity icHytoTh pizui Tunu napametpis (float, int, bool
i trigger), i BCi BOHH BUKOPHCTOBYIOTHCS JJISI TOTO, II00 MH MOIJIH OTPUMATH
JOCTYyIl 70 CTaHIB (HamMX aHiMmallii) dyepe3 ckpunrtu. Hampukian posrisiHeMo

3B’SI30K MK CTAHOM «CIIOKOIO)» Ta CTAHOM «XOI[I>6I/I».

- true

Puc. 3.6 Inctpyment Animator
Tyt mu BukopuctoByemo napamerp «Walk», tumy bool. Mu Bkazyemo
aHIMaTOpy TEpEeBIPSATH TEBHI MapaMeTpH 3a CIEHApIEM «IpaBJa YW HEMpaBIa
(True or False)». SIkmio BCi yMOBH JOTpPHMaHi, TO TEpeXia MDK aHIMAaIlisIMH
BIITBOPUTHCS (YMOBH 33/1a€EMO Y CKPHIITI).

Bunuiumo mnapametp Has Exit Time, skuit Hajam Oynemo
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BUKOpHUCTOBYBaTH. HanamTyBaHHs 1boro napameTpy npocti. Bid jae MOXIHMBICTh

3alyCKaTy HACTYIHY J110, HE YeKal0UX 3aBEPIICHHS MONEPETHbBOI.
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3.2.2 Pyx nepcoHa:Ky Ta BOpOra/3p’si3ka 3 aHiManisasMmmu

Y rpi MU NMOBHHHI KEpyBaTH MEPCOHAXKEM 3a JOMOMOTOI0 KJaBiaTypH,
TOMY y MOJanbIii podoTi Mu Oyaemo 3acTocoByBatu - CuieHapii (aHr. scripts), abo
iX 1€ Ha3WBaIOTh — CKPUIITAMH.

Cuyenapii (anr. SCripts) — 1e mocaiOBHICTH JiH, Ki MOKHA 3aCTOCYBAaTH
10 00’ekTiB B Unity, K1 ONKCaHi 32 JOMOMOI'0OI0 CKPUIITOBOT MOBH ITPOTpamMyBaHHS,
SIK1 BUKOHYIOTBCSI TT1]] 4ac TPHU.
AJe mepe TUM SIK CTBOPIOBATH CIIEHAPIiH I HAIIMX TepOiB, HAM MOTPiIOHO JOJATH
iM (hi3UYH1 BIACTUBOCTI Ta AoAaTH GopMy 00’ €KTy, Tak SIK 3apa3 1€ TUIbKH HalIp
copaiitiB Ha creHi. s mporo Oyaemo BukopuctoByBatH Rigidbody2D Ta
Collider2D.

Rigidbody2D — xommnoHeHT, sikuii Hajae (i3UdHI BIACTUBOCTI i 00’ €KTa.
SIKmo ned KOMIOHEHT JOJaHUM A HAlIoro reporo, BiH MOXE B3a€MOJIATH,
CTUKATHCS 3 IHIUMHU (HI3UIHUMH 00’ €KTaMH Ha CIIEHI.

Collider2D — koMIIOHEHT, sKHif BU3Ha4ae popMy 00’ €KTa.

OTtox mepeiiieMo 10 MOSICHEHHsS KOXKHOi (yHKUIi TosoBHOro repos. Ha Puc.1.4
MOHa Oa4HTH, 110 Y TOJIOBHOT'O Irepos € MeBH1 (YHKIII, IK1 BIH MOXK€ BUKOHYBATH,
To0TO: X0npba (Walk), ctpubok(Jump), artaka(Attack), orpumanns mkoau(Hurt),

cnokii(Idle), cmepte(Death).

Walk()

controlThrow = CrossPlatformInputManager.GetAxis("Horizontal");
Vector2 playerVelocity = Vector2(controlThrow * runSpeed, myRigidBody.velocity.y);
myRigidBody.velocity = playerVelocity;

playerHasHorizontalSpeed = Mathf.Abs(myRigidBody.velocity.x) > Mathf.Epsilon;
myAnimator.SetBool("Walk", playerHasHorizontalSpeed);

isMoving = playerHasHorizontalSpeed;

Puc. 3.7 Meron Walk
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Jump()

playerHasVerticalSpeed = Mathf.Abs(myRigidBody.velocity.y) > Mathf.Epsilon;

if (myFeet.IsTouchingLayers(LayerMask.GetMask("Ground")))

myAnimator.SetBool("Jump", playerHasVerticalSpeed);
H

if (!myFeet.IsTouchingLayers(LayerMask.GetMask("Ground")))
{

return;

H
if (CrossPlatformInputMa r.GetButtonDown("Jump"))
Vector2 jumpVelocityToAdd = Vector2(@f, jumpSpeed);

myRigidBody.velocity += jumpVeLoE tyToAdd;
myAnimator.SetBool("Jump", playerHasVerticalSpeed);

Puc. 3.8 Metox Jump

if (Time.time >= nextAttackTime)
{
if (Input.GetKeyDown(KeyCode.LeftShift))
{
Attack();
nextAttackTime = Time.time + 1f / attackRate;

i Attack()
animator.SetTrigger("Attack");
Collider2D[] hitEnemies = Physics2D.OverlapCircleAll(attackPoint.position, attackRange, enemylLayers);

foreach (Collider2D enemy in hitEnemies)

enemy . GetComponent<Enemy_Controller>().TakeDamage(attackDamage);
enemy .GetComponent<Crate_Break>().TakeDamage(attackDamage);

Puc.3.9 Merox Attack

.beath{J

Debug.Log("Player died!");
animator.SetBool("Death", ):

GetComponent<Collider2D>().enabled =
.enabled = :

Destroy(gameObject, 1);

Puc. 3.10 Mertox Death
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TakeDamage( damage)

currentHealth -= damage;
animator.SetTrigger("Hurt");

if (currentHealth <= @)

{
Death();

}
health_Bar.SetHealth(currentHealth);

Puc. 3.11 Mertox Hurt

BaxuBo Bi3HAYUTH, SIK Y CIIEHAPIAX MU OTPUMYEMO JIOCTYII JI0 ITApaMeTpPiB
3 KOHTpoJiepa aHiMaTopa. Y KOJI MH BHKOPHUCTOBYEMO mapamerp Animator i
orpumyemo aoctyn jgo ioro mapametpis (float, int, bool i trigger) y namomy
00’€ekTi, 00 HajaJl TIPU MpOrpaBaHHI, HANPHUKIAL QYHKIT CTpHUOKY, MU MOTJIH
MOCUJIATHCS CaMe Ha aHIMallilo CTPUOKY y aHIMaTopi.

OTtox mepeigemMo 10 MosSICHeHHS KoXHO1 ¢yHKIIii Bopora. Ha Puc 3.5 moxxHa
OaunTH, 10 BOpora € MeBHI (PYyHKINI, SKiI BIH MOXE BHKOHYBAaTH, TOOTO: XOabh0a
(Walk), araka(Attack), orpumanns mkoau(Hurt), cnokiii(Idle), cmepts(Death).

SIK110 y TOJIOBHOTO Treposi MU BUKOPUCTOBYBAIIM YIPABIIHHS BIACHOPYY, TO
JUIS BOPOTa HaM MOTPIOHO 3pOOUTH ITPOBY JIOTIKY, 10O BiH MIr' caM MepecyBaTHUCS

10 3aJIaHUM KoopAnHaTaM. Bcee 11e pearizoBaHo y crieHapii — EnemyLogic.
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EnemylLogic()

distance = Vector2.Distance(transform.position, target.position);

Debug.Log(target.gameObject.name);

if (distance > attackDistance)

{
StopAttack();

}

else if (attackDistance > distance && cooling ==

{
}

Attack();

if (cooling)

{
Cooldown();
anim.SetBool("Attack",

Puc. 3.12 Metoa EnemyLogic
0
if (!attackMode)

{
Move();
}

if (!InsideOfLimits() && !inRange && !anim.GetCurrentAnimatorStateInfo(®).IsName("Attack™"))
{

SelectTarget();
}

if (inRange)
{

EnemyLogic();
}

Puc.3.13 Merox Attack

Jhnve()
anim.SetBool("Walk", DE

if (l!anim.GetCurrentAnimatorStateInfo(®8).IsName("Attack”))
{

Vector2 targetPosition = Vector2(target.position.x, transform.position.y);

transform.position = Vector2.MoveTowards(transform.position, targetPosition, moveSpeed * Time.deltaTime);

Puc.3.14 Metox Move
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id Attack()

timer = intTimer;
attackMode = g

anim.SetBool("Walk", );
anim.SetBool("Attack", Je

Collider2D[] hitPlayer = Physics2D.0OverlapCircleAll(attackPoint.position, attackRange, enemylLayers);
foreach (Collider2D player in hitPlayer)
{

player.GetComponent<Pl Controller=().TakeDamage(attackDamage);

Puc. 3.15 Meron Attack
Cooldown()
timer -= Time.deltaTime;
?¥ (timer <= 0 && cooling && attackMode)

cooling = H
timer = intTimer;

id étopAttack()

cooling =
attackMode = :
anim.SetBool("Attack",

TriggerCooling()

cooling =

Puc. 3.16 Metoau Cooldown/StopAttack/TriggerCooling

TakeDamage( damage)

Debug.Log("Damage is taken");
currentHealth -= damage;

animator.SetTrigger("Hurt");

if (currentHealth <= @)
{

Death();
3

Puc. 3.17 Meronu TakeDamage
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Death()
Debug.Log("Enemy died!™);

animator.SetBool("Death", )

GetComponent<Collider2D>().enabled =
.enabled = :

Destroy(gameObject, 1);

Puc. 3.18 Meroau Death

3B’s13Ka 3aKJIIOYAETHCS Y TOMY, 110 Y METO/IaX MU HOCHIaEMOCch Ha Animator
TOTO, YM IHIIOTO 00'€KTa, IKUH Y CBOIO UEPry MOCHIAETHCS CaMe Ha Ty aHIMAIIilo,
SIKy MU BKa3aiu. B animatopi BukopuctoBytoThes napametpu tumy (float, int, bool,
trigger) 3 MEeBHMMHU BJIACTUBOCTSAMH, SKIi MU BHKOPHUCTOBYEMO JUIs 3B’SI3KYy MIX
animarismu. Hampuknan, Ha Puc.1.18 BUKOPHCTOBY€EThCS MOCHIAHHS Ha aHIMAIlilo
«Death» 3 3nauennsm bool. ToOro skmo BHKOHYeThcs Meton Death, Tto

0e3nocepeIHbO 3 HUM BUKOHYEThC 1 aHiMarlis «Deathy.
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3.2.3 'on1oBHa Kamepa

VY pymiii Unity kamepu € IpUCTPOSIMH, K1 3aXOIUTIOIOTH Ta B1AOOpaXaroTh
CBIT T'paBIl0. MOXHa 3pOOUTH KaMepy CTaTUYHOIO, sIKa OXOIUIIOE BCIO CIIEHY, a0o0
3poOUTH KaMepy JOYIpHBOIO MO BIAHOIICHHIO 10 TPaBIsl Ta PO3MICTUTH i1 HA PIBHI
ouell mepcoHaxka. Aje JJIs Haloi TPy MOTPIOHO 3aKPINUTU Kamepy 3a TpaBLEM 1
3MycUTH 1i ciigyBaTd 3a HUM. i nporo B Unity BHUKOPUCTOBYETHCS HaOIp
iHcTpyMeHTiB - Cinemachine.

Cinemachine - HaGip KOMITIOHEHTIB, SIKUH JO3BOJISIE MATH KiJIbKa BIPTyaJIbHUX
kamep ana onHiei ciueHu. be3 Cinemachine po3poOHHMK uu omepatop Mir Ou

MiCHIIHMI/I BCTAHOBJIFOBATHU Ta HAJIAIITOBYBATH JIaHi THUIIN Ka)lpiB BpY4YHY.

HHHUHEHEEE
Ll ”

Add Component

Puc. 3.19 Bigo6paxxenns Cinemachine y romoBaoro repos

CTBOpeHHS BIpTyaJIbHOI KaMEPH B CII€HI CTBOPUTH KOMITOHEHT TIii HA3BOIO
Cinemachine Brain. Ile peanapHuii 3B'I30K MDK T'OJOBHOK Ta BipTyaJIbHOIO
kamepamu y ciieHi. Cinemachine Brain BigcTexxyBaTiMe akTUBHY 3apa3 BIpTyalbHY
KaMmepy Ta 3acTocoByBaTH ii ctaH g0 kamepu Unity. Y 11bOMy KOMIIOHEHTI €
BiaactuBicth Follow, y skomy croite Ham o6'ekt Player. Unity mocumaeThcsi Ha

komnoHeHT Transform 3 o6'exkta Player i BukopucroBye Transform sik mety Target
p y y g
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JUISL IPOXOJIKEHHS.

3.2.4 llIxkana 310poB’st

[lepir HIX MU 3MOKEMO CTBOPUTH MAHENb 310POB’sI, HAM OTPIOHO CIIOYATKY
CTBOPUTHU OYKH 310poB’s. Hampukinaz, sKiio Ha AaHuii MOMEHT rpaBelb Mae 50%
3J10pOB’ 4, HaIlla MTaHEeJ b 3/I0POB’ s MOBUHHA PO3paxyBaTH KO0 HA OCHOBI LIMX JTAaHUX
1 BIZOOpakaTH MOJOBUHHY CMYTY 3/I0pPOB 4.

lic Health_Bar health_Bar;
lic int maxHealth = 100;

int currentHealth;

Puc. 3.20 Ouku 370pOB’sl TOJIOBHOTO Iepost

VY HaBeieHOMY BHIIE KOJ1 MU CTBOPIOEMO HaO1p PYHKIIIH, K MAKCUMAaJIbHO
HIIATI3YI0Th 3HAYEHHS TTOTOYHOTO 3/10pOB’° s TpaBiis. [1icis Toro, sk HaJIaITyBaIH
OYKH 3JI0pPOB’ s TpaBIisl, CTBOPIOEMO 1HTepPeiic kopuctyBaua (anr. Canvas), y skoMmy
Oyne cTBopeHHit 00’ ekT iHTepdeiicy - Image (300paxkeHHs ), sSIKUi Oy/1e BUCTyaTH
3a KapTUHKY IIKaJIU 3J0pPOB’s.

Inmepgpeiic kopucmyeaua Unity - ne HaOip IHCTPYMEHTIB JUIsl PO3POOKHU
iHTepdeicy KopucTyBaya JjIs irop 1 mporpam. Lls cTpykTypa 3acHOBaHa Ha 00’ €KTax
I'PH, SIKi BIOPSIKOBYIOTh, PO3TAllIOBYIOTh 1 CTUIIOIOTH 1HTepdelicu KoprucTyBaya 3a
JIOTIOMOT00 KOMIIOHEHTIB 1 TIEPETJIsA Ty TPH.

CtBOproeMO TOpPOXHINA 00’€KT BcepeauHi irpoBoro o6’ekra Canvas i
3MIHIOEMO HWOTO pO3Mip 10 TOTO X po3Mipy, mo i Image. 3MiHUMO KOJIp IILOTO
300paK€HHS HA YEPBOHHM, OCKUIBKH IIel 00’€KT Oyne MpeAcTaBisiTH cOOO0I0

(daKkTUYHy CMYTY TOYKH 3/I0POB’ S TPABIIS.
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.

Puc. 3.21 BigoOpakeHHs KA 3A0POB’ sl Y TOJIOBHOT'O Tepost
Jns  Ttoro w06 TmaHeNnb 3J0pPOB’S  3MEHIIyBaJach ab0  30UTbIITyBajach,

BHUKOPHCTOBYETHCI KOMIIOHEHT - Slider ta cuenapiii mis mkajim 310pOB’S.
|y Yy IT pi I 10D

Tag Untagged

Rect Transform

v Slider

Left To Right
0

100

Puc. 3.22 Kommnonenr Slider
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System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UI;

Health_Bar : MonoBehaviour

Slider slider;

SetMaxHealth( health)

slider.maxValue = health;
slider.value = health;

SetHealth( health)

slider.value = health;

Puc. 3.23 Cuenapiii mkamu 310poB’ sl

3.2.5 36ip MoHeT Ta mIKaJa paXyHKY

CnouaTky moTpiOHO CTBOPUTH 30ipHI eJIeMeHTH (Coins), sSIKi TOJOBHUN repoit
Oyne 30upatu. B iepapxii mpoekTy 101aM0 HOBHI 00’ €KT 3 KOMIIOHEHTaMHu: Sprite
Renderer, Box Collider 2D, Rigidbody 2D ta Animator na manesns Inspector. Bouu
OyIyTh BINIMOBIAaTH 3a BIATBOpEeHHS Tpadiku, aHIMAaIli, a TaKoX 3a (¢iKcaliio
(b13UYHUX 3ITKHEHB MK TIEPCOHAKEM Ta MPEIMETOM KOJICKI[IOHYBaHHS.

Cuenapiii ajis MOHET, 3aK/IIOYA€ThCA y TOMY, IO K TUIBKA TEPCOHAXK
TOPKAETHCS YITKO BHPAXKEHOTO CIIpaiTa, M0 MPENCTaBIs€ TMPEAMET, T'PaBEeIlb
OTPUMYE SIKYCh «TIepeBary». B MpoekTi 1ie peanizoBaHo uepe3 meeu (aue. tag).

Tez (ane. tag) - 11 CIIOBO, SIKE BU TIOCHIIAETE HA OJWH a00 KiJTbKa 00’ €EKTIB TPH.
Hampuknan, Bu Moxere Bu3HauuTH Ter «Coin» s MEPCOHaXIB, KEPOBAHUX
TpaBIIeM, SIKUA MOXKe OyTH IpU3HAYCHUH TSI IPEIMETIB, sIKi TPaBEIlb MOXKE 30UpaTH

Ha Crexi.
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System.Collections;
System.Collections.Generic;
UnityEngine;

s Coin MonoBehaviour

coinValue = 1;

‘nter2D(Collider2D coin)

if (coin.gameObject.CompareTag("Player”))
{

ScoreManager.instance.ChangeScore(coinValue);

Puc. 3.24 Cuenapiii MOHETH

it Scene o Game > Animator
Ely @~ | &> i fi v

Puc. 3.25 BigoOpakxeHHS MOHETH Ha CIICH1

CTBOPIOEMO TEKCTOBUI 00’ €KT B inmepgetici kopucmysaua (B KOMIOHEHTI -

Canvas), skuii Oyie BUKOPHCTOBYBATHCH SIK JIIYMIbHHK.
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ScoreManager : MonoBehaviour

Ma er instance;
TMP_Text text;
score;

if(instance ==
{

instance =

}

ChangeScore( coinValue)

score += coinValue;
text.text = "x" + score.ToString();

Puc. 3.26 Cuenapiii mKanu paxyHKy

o Jh

Puc. 3.27 Iarepdeiic rpu
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3.2.6 Ilepexig Mizk piBHSIMH (CIHIEHAMU)

[licas cTBOpeHHS pI3HMX CLIEH BapTO 3BEPHYTH yBary Ha BIICYTHOCTI
HOPMAJILHOTO 3aBepileHHs piBHA. s boro cTBOproeThest 00'eKT «Finishy.
Le#t 06’ekT MOke OyTH peasi3oBaHMM SIK HEBUUMA CTIHA 3 TPUTEPOM, AK 00'€KT 3
TPUTEPOM, SIKUH CHpalbOBYe TPU B3a€EMOAIl YU MOTHKY, SK HEBHIMMA 30HA,
3aXOJIYM B SIKYy CIpaIlbOBY€e Tpurep. Y TPOEKTI BUKOPHUCTOBYETHCS BapiaHT 3
HEBUMMOIO CTIHOO 3 TPUTEPOM.

st peanmizaniii 06'exta «Finish», HEOOX1IHO CTBOPUTH MYCTUH O0'€KT, SIKUU
HazBemo «Finish». Jlam HeoOXITHO MEpeMICTUTH caM 00’ €KT Ha KIHElb PIBHS.
Takox 10 00’ekta nomaemo «Box Collider 2D», a Takox B Kojaifiepi BKa3yeMo

rajiouky, 1o 1e Tpurep.

File Edit Assets GameObject Component Jobs Mobile Input Window Help

B Finish (Script)

Add Component

Puc. 3.28 HanamryBanus «Box Collider 2D» y 06’exTi «Finishy.

Jlami HeoOXiTHO HAJATH IHAEGKCH JUIS BCIX HamMX coed. s mporo
Habupaemo komOinamiro knaBim Ctrl + Shift + B. BigkpuBaerbest manens «Build
Settings». st Toro, mo0 HamaTH 1HAEKC JUIs MEePIIOoi CIICHN HeOOXITHO BIIKPUTH
JaHy CIIeHY, a MicJs [bOoTo HaTucHyTH kinaBimy «Add Open Scenesy, 115 kiaBiiia

TOAACTh BIIKPHUTY CIIEHY JI0 CIIMCKY 1 Ha1aCTh MOPSAIKOBUM 1HEKC.
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Add Component

v Build And Run

Puc. 3.29 Haganus iHaekca creHi

[Ticns nporo, 06’ exty «Finishy nogaerbest ckpunt, skuii OyJie BiIMOBIIATH 3a

BUKOHAHHS TIEPEXOy BiJl OJHIET CIIEHH J0 1HIIO1, CKPUIT TaKOXK MOXXEMO Ha3BaTH

«Finish».

CKpI/IHT Ma€ Takuu BUTJIAA:

[« IV B R WY N

e e
e UV N R - B

—using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;

- public class Finish : MonoBehaviour

1
= private void OnTriggerEnter2D(Collider2D collision)
1
- if (collision.tag == "Player")
{
- if (SceneManager.GetActiveScene().buildIndex < 3)
{
SceneManager.lLoadScene(SceneManager.GetActiveScene().buildIndex + 1);
b
= else
{
SceneManager.lLoadScene(8);
b
¥
¥
¥

Puc. 3.30 Kox ckpunra «Finishy»

SIKIO KOPOTKO, TO AAHWUM KOJ MOHaA PO3TIIYMAuUTH TakK: «SKII0 rpaBelb
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CTHKA€ThCA 3 JaHUM 00’ €KTOM, TO 3aIlyCKA€ThCSA TaKa yMOBA, a CaMe SIKIIO0 HOMEp
AKTUBHOI CLIEHH MEHIIUNA OCTaHHBOI (B AAHOMY BHIAJKY 3), TO MEHEKEP CLEHHU
3aBaHTaKUTh HACTYNHY CIIEHY, B IHIIOMY BUIIQJIKy 3aBaHTaXKyEThCS IMepIlia CLEHA,
3a3Buyail ue MeHto. Takox 00’ ekt «Finish» MoxxHa nogatu B nmanky Prefabs, a motim

PO3MICTUTH Ha IHIIUX CI[EHAX.

BucHoBok 10 po3ainy 3

VY nanomy po3aiii 0ysio po3rJIsSTHYTO MPOTpaMHE Ta TEXHIYHE 3a0e3MeUYeHHS,
a TaKOXX OIMHKCAHO MPOIEC peasizailii IrpoBUX MEXaHIK, TAaKUX fK: X0/1p0a, CTpHOOK,
aTaka, OTPUMAaHHS IIKOJM TOJOBHOro repos. Takoxk Oyna onucaHa irposa JIOTiKa
JUIE BOPOTa, SIKHH Ma€ MOJIJIMBICTH - MaTPY/TIOBAaHHS 1O 3aJaHUM KOOpAHMHATAaM,
aTaky TOJIOBHOTO TepOsi, SIK TIIBKK TOU 3’SIBUTHCS y Horo moui 30py. CTBOpMIH

aHIMaIlii Ta mijB’A3ajIu iX J10 HaIllUX CIIEHAapIiB.

Bbyna npobiieMa y HamucaHHi irpoBoi JoTiku JuTst Bopora. BoHa 3akitouanach
y TOMY, III0 BOPOT HE MIl aTaKyBaTH Iepos B CIIMHY, Yepe3 Te IO CrpaiT OyB
HETpaBUILHO Hapizanuii B rpadiunomy pemaktopi Adobe Photoshop 1 gepes e,
irpoBuii pymriii Unity HempaBWJIBHO BHCTaBUB LIEHTPAIbHY TOYKY Ha CHpalTi (HE
nocepeanHi 300pakeHHs ). Lro mpo6aeMy MU BUPIIIUIH, IIEPEMATFOBABIIIN CIIPANTH
3a MOTPIOHMM PO3MIPOM, Ta BIACHOPYY BHUCTABWJIM IIEHTpPaJIbHI TOYKHA Ha

300pakKeHHSX.
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BUCHOBKHU
VY xoai uporo kBamiikaifHOTO MPOEKTY OYJIO0 AOCIIKEHO OCOOJIMBOCTI
CTBOPEHHS BiIEOIrOp 3 JBOBUMIPHOIO Ipa(ikoro 3a JOMOMOIOK IFPOBOIO PYIIs
Unity nnst omepaniiinoi cuctemu Android Ta Ha #Oro ocHOBI Oylio po3poOJIeHO
irpoBuil 3actocyHok. HaliGinblna mnepeBara LbOro pyulis B TOMY, L0 LeH

IHCTPYMEHT € OJIMH 13 HAMJIOCTYMHIMKUX IHCTPYMEHTIB JJIsl TOYaTKIBLIB.

Pob6ora moaineHa Ha Tpu po3AUIM. Y HEpHIOMY pO3AUIl OYJI0 PO3TISHYTO
ICTOpIIO BIAEOIr0p, TAKHM KaHp AK «mIaTdopmep», HOTO0 KOHKYPEHTH, KIIOYOBI
0c00JIMBOCTI Ta MexaHiku. Takok MpoaHai3yBaliu 10 Take irposuid pymin Unity
Ta HOro KOHKYpPEHTH.

Y npyromy po3aiai Oyno pO3TISHYTO BKE€ KOHIEMII0 TPoekTy. byra
npoBefieHa poOoTa 31 CTBOPEHHSIM CIPAWTIB aHIMaIld s repoiB, Ta moOymoBa
IU3aiiHy Ui PiBHIB 3 BUKOPUCTaHHAM rpadiunoro pegakropy Adobe Photoshop.
Taxo Ba)KJIMBO 3a3HAYUTH 110 Y MPOEKT1 BUKOPHUCTOBYBAJIUCH BIACHO HAMAJIbOBAHI

aCcCTu.

Y TtperboMmy po3auri Oyna omMcaHa TEXHIYHA peami3aiis IPOEKTY.
PosnoBiganoce mpo 3acobu po3poOKu, sKi Oyiau BHUKOPUCTAHI IS HAIKMCAHHS
pobotu. [[ns HammcaHHS cIieHapiiB 1 OmuUCy IrpoBOI JIOTIKM BHKOPHCTOBYBAJach

MoBa nporpamyBanHs C# y mporpamHomy cepenoBuii Visual Studio 2022.

OTOX 3riHO BCIX MEPEYUCICHUX MTPOrpaM, MU MAEMO IrPOBHI 3aCTOCYHOK,
SAKUH y TTOJANIBIIOMY MH TITAHYEMO PO3BUBATH SIK OUTBIIT MAacIITAOHUI TPOEKT Y

KOMEPIIHHUX IUIAX.

JIns MOCATHEHHS TIOCTABJICHOI I HaM HEOOXigHO OyIo BHPIMIATH TaKi
MOMEHTH

® [IPOBECTHU aHAJII3 aHAJIOT1YHUX ITOp;
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MIPOBECTH aHAJII3 Ta BUOIp 3ac001B peanizauii rpu;
OMMCATH KOHLIETIIIIO I'PH;

HaMaJIOBAaTH MEPCOHAXIB AJIA TPU

CHPOEKTYBAaTH MPOTPAMHY CHCTEMY;

peanizyBaTu Ipy;

IPOBECTH TECTYBaHHS Peai30BaHOl IpH.
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