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AHOTAIIA

Huuyk B. /] Po3poOka 2D 1pu 3 elleMeHTaMU HPOLE Y pHOT aHIMalTli.

Kpamdgikamitna podota Ha 3700yYTTS OCBITHROTO CTYIEHS OakalaBp 3a
cremanbuicTio 121 «lmkenepis nporpaMHoro 3a0e3ledeHisy — YHIBEPCHTET
MUTHOI criparH Ta (piHaHCIB, J{HIIpo, 2024,

Ksamdikamiina podora npucBsdena po3podii 2D rpu 3 1pouesypHoo
AHIMAIN€IO, IO € aKTYaJbHUM 3aBJaHHIM Y KOHTEKCTI CYYacHOTO PO3BUTKY
iyceTpii  Biygeoirop. IIponejaypha aHiMalis, 3acHoBaHa Ha MaTeMaTHYHUX
alllOpPUTMAx, JO3BOJISIC CTBOPIOBATH PeANICTHYHI Ta 1HTCPAKTHBHI 1IPOBI
CepeIoBHUINA, 3MEHIYIOUH oOCIT pydHoi podOTH Ta IMABHINYIOUH THYUYKICTh
CTBOPCHHS aHIMAallli, IO BIAKPUBAC HOBI MOMJIMBOCTL UL pO3pOOHUKIB 1IPOBUX
ToaaTKIB. CTROPIOIOUHN OUIBIN 3aXOINTIOIOUHH 1 peaTiCTHIHIH 1TPOBHM TOCRI T
KOPHUCTYBadiB,

B mportect gochikeHHs Oyao TMPOBEASHO aHal3 CydacHHMX MeTO/IIB Ta
HIXOM1B 10 po3po0OKH IIPOBHUX AOJATKIB, a4 TaKOK 00paHo OITHMAJILHI IIPOrPaMHI
3acoOM s peamzariii npoekTy. Po3poOka mpoBouiacs 13 3aCTOCYBAHHIM 1TPOBOTO
pymnis Unity Ta rpadignoro pegakropa Krita, mo 3a0e3leUuiio CTBOPCHHS
BUCOKOMKICHMX aHIMAIIHA Ta IHTCPaKTHBHUX CJIIEMCHTIB [PH.

[Ipoekr BKIOuae po3poOKy aJrOpUTMY IPOLEAYpHOI aHiMalli, cTBOPECHHI
irpoBux  o0'ekTiB  Ta ix BzaeMmoaio. PeamsoBam ¢yHKIl  3a0e31CUyIOTDH
IHTEPAKTUBHICTh, JHHAMITYHICTh Ta THYYKICTH TPH, J03BOILIIOUH CTBOPIOBATH
pealicTU4Hl aHiManii, K1 pearyiorb Ha il KOpPHCTyBada Ta 3MIHIOIOTHCH B
pearbHOMY dacl.

Kimouosi ciioBa: 2D rpa, npoueaypua amiManis, Unity, Krita, anropurmu,

1TpOBI Py 1, aHIMAITIL.



ABSTRACT

Yanchuk V.D. Development of a 2D Game with Procedural Animation
Elements.

Bachelor's thesis for obtaining a degree in Software Engineering, specialty
121. — University of Customs and Finance, Dnipro, 2024.

The qualification work 1s dedicated to the development of a 2D game with
procedural animation, which 1s a relevant task in the context of the modern
development of the video game industry. Procedural amimation, based on
mathematical algorithms, allows for the creation of realistic and interactive gaming
environments, reducing the amount of manual work and increasing the flexibility of
creating animations, thus opening new opportunities for game developers. It creates
a more engaging and realistic gaming experience for users.

During the research process, an analysis of modern methods and approaches
to game development was conducted, and optimal software tools for the project
implementation were selected. The development was carried out using the Unity
game engine and the Krita graphic editor, which ensured the creation of high-quality
animations and interactive game elements.

The project includes the development of procedural animation algorithms, the
creation of game objects, and their interaction. The implemented features provide
interactivity, dynamism, and flexibility to the game, allowing for the creation of
realistic animations that respond to user actions and change in real time.

Keywords: 2D game, procedural animation, Unity, Krita, algorithms, game

engines, animation.
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BCTVII

Axmyanenicms npobnemu. CydacHa 1HAYCTPIS BIACOIIOp € OJHICIO 3
HAWJTUHAMITHITIIAX Tamy3el, Mo MOCTIHHO PO3BUBAETHCS 3aBASIKH TEXHOIOTITHAM
1HHOBAIIISIM Ta 3pOCTAIOUOMY MOIUTY cepej] KOPUCTYBAUIB.

CBiTOBa 1HAYCTPIS BIAEOITOP JAEMOHCTPYE Bpakaroul TeMIIA 3POCTaHHS.
Ilboro poky 3araabHHUE JIOX1)] raaysi ckias 164,6 MUIBIp U Jodapis, mo Ha 9,3%
O1nbie, HIXK ¥ 2022 pom. Excrneptu nependavaroTh, mo Jo 2025 poxy 1g madpa
repeBUMUATEH 300 MUTBIpAIR JdonapiB. OCHOBHHM JIpaBEepPOM TaKOTO 3POCTaHHS €
HOCTIMHUI PO3BUTOK TeXHOIOIH. CLOTroAHl JIOAU aKTUBHO 'PalOTh HE TUILKK Ha
tpagumiitarx  [IK Ta 1rpoBMX KOHCOMSIX, Takux sK Microsoft Xbox, Sony
Play Station, ta Nintendo Switch, ane #f nma MOOUILHMX HPUCTPOIX, 30KpeMa Ha
cMapTdoHax Ta TuraHmerax. Hapasi MOOUIBHI ITPH TEHEPYIOTH OUIBITIE HIK
IIOJIOBHHY BCIX CBITOBHX JOXO/IB Bl BLACOIIOP, 1 I TSHICHIN Mac TCHICHIIIO 10
3POCTaHHS.

Pozpobka 1rpoBHX J0JATKIB € CKIaIHUM Ta daraTorpaliuM IIPOLeCOM, SKUM
OXOIUTIOE PI3HOMAHITHI METOJM Ta MIAXOMH. 3 PO3BUTKOM TEXHOIOTIH Ta
ITHCTPYMEHTIB [JII PO3POOKH 1TOp 3'SIBIBIOTHCS HOBI IIAXOAH, IO JAO3BOISIOTH
CIIPOCTUTH TIPOTIEC CTBOPEHHS 1rop, MiJBUIUTH iX AKICTH Ta CKOPOTUTH dHac
PO3pOOKH.

Po3po0bka 2D irop 3 mporeypHOIO aHIMAITIEIO € BaKITHBAM HAMPSIMKOM, IO
JO3BOJISIE CTROPIOBATH OUTBINT pealicTHYHI Ta 1HTEPaKTHBHI 1TPOB1 CEPEIOBHINA.
IIponeypua amiMaris, sika 0as3yeTbesd Ha BUKOPUCTAHHT MaTEMaTHIHUX aJITOPHUTMIB
U1l TeHepalli pyxiB Ta edekTiB, Hagae MOKIHRICTh 3MEHIIUTH OOCITH PYUHOI
poboTH Ta 3ade31edye BUCOKY THYUKICTD Y CTBOPCHHI aHIMallii.

ITporieypHa aHIMaIlsg JO3BOJSIE PO3POOHHKAM CTBOPIOBaTH CKIajHI
AUHAMIYHL CUCTEMH, SIKI MOMKYTL aBTOMATUIHO aJalTyBaTHUCS 10 3MIH Y 1IPOBOMY
cepegoBuil. Lle BijKpuBac HOBI MOKIMBOCTL JUIM KPEaTUBHOCTI, JIO3BOJIIOYH

CTBOPIOBATH YHIKaIbHI ITPOR1 CBITH 3 MIHIMaTbHUMM 3aTpaTaMH dacy Ta PecypciB.
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Kpim Toro, Bukopucranis Gpi3uaHux CUMYJBIIIH Ta MaTEMaTUIHUX MOJICICH [t
CTBOPEHHS aHIMAaIlH{ CIIPHUsE MIABUITIEHHIO SIKOCTI ITPORBOTO JOCBIY, POOISITH HOTO
OUILIT 3aXOIUIIOIOMUM Ta PEaiCTHIHIM.

3pocTatounii iHTEepec A0 BIJICOITOp K cepefi po3poOHHKIB, TaKk 1 cepes
KOPUCTYBa4iB, CTBOPIOE 3HAYHUH IIOIUT Ha HOBI IIIXOMM T4 TEXHOJIOT y po3poOL
irop. BukopucTaHHS THYYKHX IMJAXOMIB Ta TEPeJOBUX TEXHOIOTIH JT03BOIISIE
CTBOPIOBATH 1HHOBaIfHI NPOAYKTH, IO BLANOBIAAIOTL CYHaCHUM BHMOI'AM Ta
OUiKyBaHHSM TpaBIlB. llpm BuOop1 mnporpaMHoroe 3ade3ledeHHS HeoOX1THO
BpaxoByBaTH Taki (akTopd, HK 3PYUYHICTb BUKOPUCTAHHA, (YHKIIOHAJIBLHI
MOMKIIMBOCT1 1HCTPYMEHTIB, MIATPUMKA PI3HUX IUIATGOPM, HAMBHICTD aKTHBHOI
CIUIFHOTH KOPHUCTYBAYiB Ta BapTicTh. ¥ IIpoliect po3poOkH 2D 1rop BakIHBHM
KPOKOM € BHOIp BIANOBLIHOrO 1rpoBoro pymmst. Koxken pymii Mac ¢Boi yHIKaJIbHI
IepeBard Ta HENOMKH, SKI MOXKYTh BINIMHYTH Ha YCIIX MOpoekTy. Bubip
LIPOIPaMHOIO 3a0e31CUCHIS [IOBUHEH BpaxXoBYBaTH PI3HOMAHITHI (GaKTOPH, TaKi SK
3PYYHICTh BHKOPHCTAaHHS, (YHKINOHAIBHI MOKIMBOCTI, MIATPAMKA PI3HHAX
11aTGopM, HASBHICTL aKTHBHOI CILILHOTH KOPUCTYBAdiB Ta BapTicTb. B mpomy
KOHTEKCT1, BUKOPUCTAHHS TIPOTIeIYPHOT aHIMaIli cTae Ha/3BUYIaHHO aKTyalbHUM,
aJ[Ke BOHA JO3BOJBIE CTBOPIOBATH BUCOKOMKICHI IIPOBI IIPOIYKTH, IO BLAIIOBLAAIOTD
CYYaCHUM BHMOTaM Ta OYIKYBaHHSAM [pPaBIIB. TakKuM YHHOM, JOCILKCHHSI Ta
po3polka 2D irop 3 HpOIEAyPHOIO aHIMAIEIO € BaXKIUBUM KPOKOM Y PO3BHUTKY
1y cTpii B1ICO1IOD, CHPHSAIOTH CTBOPCHHIO 1HHOBAIIAHUX Ta
KOHKYPEHTOCTIPOMOKHIX TTPOTYKTIB Ha PUHKY.

Memoro pobomu ¢ po3poOKka 2D Irpu 3 Hpouey pHOIO aHIMalIlcIo.

Memoou Odocnidscennsn: o0OpoOka Ta aHamiz 1HpopMalli, MeTOIU
IIPOCKTYBAHHS Ta pO3pOOKHU 1rop, HPOoLSAypHa aHIMallis.

Y BIATIOBITHOCTI /IO TIOCTaBIEHOT METH B KBamQiKaIiitHii poOoTi mocTapIeH1
HACTYIIHI 3aBJAHHS JOCI1IKCHHS:

1. IIpoanamizyBaTH TEXHIUHI 3acO0H, IO 3aCTOCOBYIOTHCS NI PO3poOKH 21D
irop.

2. IIpoBecTH IpOEKTYBaHHS IPH.



3. Pozpoburu 2D rpu 3 elleMeHTaMHU POl Ay pHOT aHiMaIIii.,

4. IIpoBecTH TecTyBaHHSL.

06’ exmom  docnidsicenna ¢ po3poOKa IPOrpaMHOIO 3a0e3ICUCHHS IS
CTBOPEHHS 1ITPOBHUX 3aCTOCYHKIB.

lpedmemom Odocnioxcenna ¢ allapaTHO-IIporpaMHe 3ade3lCUeHHs I
PO3pOOKH 1TOP 3 aJITOPUTMH IIPOITE Y PHOT aHIMaIT].

Crpykrypa poboTH:

- Po3zain 1 AHami3 iCHYIOUHX PIIIEHb.

= Pozain 2 Anams 3aco6iB peainzaiii 2d rpu

- Pozain 3 Po3poOka ainropurmy IIporLeaypHoi ammarii

Poboma cxnadacmvess 31 BCTYIy, 3-X PO3JUNB, BHCHOBKIB, CIIHCKY
BUKOPUCTAHUX JuKepel 3 15 wnakiMenyBanb. OOcar podorh 55 cropiHok

kBamdikaiitnoi podotu, 46 pucyHkiB, 1 Tabmur.



PO3JIJI 1 AHAJI3 I[TPEJMETHOI OBJIACTI

1.1. Anami3 nyOmkammii mo 1o po3poOKu 1rpOBUX 10 1aTKIB

OcTraHHiM 4acoM CBITOBA 1HJYCTPIS BLACOITOP JACMOHCTPYE BPAKAIOY1 TEMITH
3pocTaHHs. [[poTo poKy 3aranbHUN JOX1]] Taly31 cKiIaB 164,6 MITbIpIH A0TapIB, MO
Ha 9,3% Ouibie, Hixk y 2022 poui. Ekcriepty 1epeadadaiorh, mo a0 2025 poky 1
mudpa nepeBumuThs 300 MUIBIPAIR JAolapiB. OCHOBHHUM [IpaiiBepoM TaKOTO
3POCTaHHs € OCTIMHUHA PO3BUTOK TeXHOIOTTH. ChOroIHI JIO[U AKTUBHO IPAlOTh HE
TUIbKY Ha Tpajuiiinux 11K Ta irpoBux koncolsx, Takux sk Microsoft Xbox, Sony
PlayStation, Ta Nintendo Switch, ame it Ha MOOITBPHMX TIPHCTPOSX, 30KpeMa Ha
cMaprdoHax Ta IUIaHIerax.

Hapasi MoOGiIBHI ITPH TeHepyIOTh OLIBINE HIK IOJOBHHY BCIX CBITOBHX
JAOXOMIB Bij BLACOIrop, 1 I TEHACHINE Mae TEHICHINIO A0 3pocranud. Take
3pOCTaHHS MOKIMBE 3aBIIKH TOMYy, Mo Outkmt HiEK 40% HaceleHHSI CBITY Mae
BiIacHl cMmaprdonu abo IDIAHIICTH 1 JAOCTYIL IO IMIBHIAKICHOIO MOOLILHOIO
1HTEpHETY. KpiM TOTO, TEXHIYHHIT Mporpec CIpUsie IABHINEHHIO SKOCT1 1TPOBOTO
AOCBIIY Ha MOOLILHUX HPUCTPOSX.

Y 2023 poml 1rpoBi A0JATKH ¢TaIu HAAIIONY IBIPHIIIOI KaTeropicio y Google
Play, cranoBisau 13.35% ycix gocryinux gogatkiB. 2020 poky y cBiTi Oyio 2,2
MUIBSIPJIa MOOUILHKX IeiiMepiB, 3 akux 203 Mulbitonu sHaxopuwmcs y CILA, a 459
MITBEHOHIB — y Kurai.

Ha 3zaxignux puHKax JOMIHYIOTH TiIICpKasyalIbHl 1IPH, €KIIH, apKajld Ta
TOJIOBOJIOMKH, B TOIf 4ac sK B A31l MONYISIPHI MYJIBTHIDIEEPHI 1TPH, BKIIOUAIOUH
naprim exmmu-6atami ta MMORPG, ski 3aliMaioTh TOIOBI IIO3HINI  Cepeil
MOOUTEHHX 1ITPORHUX KaHPIB.

I'pa — e crpykrypoBaHa JisILHICTD, IO OJBIIae B IMITAII 1HIIOrO BULY
TSUTEHOCTI 3 METOIO po3Baru. BoHa BIPIZHAETHCS B 1HIMHX BHIB MISUTLHOCTI,

TaKHX K p060Ta, THM., IITO HC Mac Ha METI IIPUHOCHTH «KOPHCTBE>» I'PABIIIO. HpOTe,
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15 Meka He € adCOMOTHO YITKOIO, OCKUILKM ICHYIOTDH 1IPH, SKI MOMKHA BBaXKaTH
poboToro.

Jroju MOXYTH rpaTH B 1IPU K IS 3aJIOBOJICHHS, TaK 1 JUIS JAOCSATHCHHS
IIEBHUX BHUHAropoja. Jledki 1Tpyd TpH3HaueHl IS OJWHOTHOI TPH, 1HIM - I
KOMAaHIHOI a00 3Maraib 3 iHIMUMU I'paBUIIMKU. OCHOBHUMHU €JICMEHTaMU IPU € I,
IIpaBHjia, BUKJIMKH Ta B3aeMO/I14. 3a3BHUail IrpH BKIIOYAOTE (P13MIHY ad0 pO3YMOBY
CTUMYJBIIIIO, & 9acTo 1 T€, 1 1HITIE.

Bigeorpa — 1e rpa, fika sBIsIe co0OK0 KOMITIOTEPHY IIporpamMy Ta
BHUKOPHUCTOBY € MYJILTUMEIHHI MOMKIUBOCT1 KOMIT 10Tepa. IIpucTpoi 1t Biaeoirop
Binouarorh 11K, koncom, cmaprdonu Tomo. [t xepyBaHHS BijgeolrpaMu
BHKOPUCTOBYIOTH TeMMITagd, MHITKH, KJIaRlaTypH, CEHCOPHI €KpaHM Ta 1HII
KOHTPOIIEPH.

IrpoBa MexaHika — 1ie IpaBUia adbo OOMEXKEHHS, 3a SIKUMH i€ TpaRellb, a
TakoXK peakiii Ipyu Ha Horo aii. CyKyIHICTD IFPOBHX MeXaHiK (hopMye OpraHizaliio
1TPOBOTO TIPOIIECY Ta MOKe BU3HAYUATH KaHp TPH [2].

[rpoButi muki (abo core-gameplay, core-loop) — e Hablp OCHOBHUX 1IPOBHX
MEXaHIK, IO TTIOBTOPIOIOTHCS Ta (POPMYIOTH OCHOBHHUH 1rpoBHM JocBiA. Ie T1 mii, sK1
rpaBelb BHKOHy€ mpoTsroM Beiei rpu. Core-loop Moke 3MIHIOBATHCS Ta
VCKIQIHIOBATUCH, J01AI0YH HOBI MEXaHIKK ad0 €BOIOMIOHYIOUH ¢Tapi.

[rpoBuii muKiI Mmae OyTH:

- 3PO3YMILINM,

- JIeTKO BUKOHYBaHUM;

- THYYKHUM Ta PI3HOMAaHITHHM;

- TIOBR S[3aHUM 3 IHIIIUMH 1TPOBUMH TTHKIaMH,
- [PUHOCHTH 3a[0BOJICHHA 'PABIIIO.

Mera rpa (abo meta-gameplay) — 11e HaO1p MeXaHIK Ta CHCTEM, SIK1 ICHYIOTh
HABKOJI0 OCHOBHOI'O 1IMPOBOIO IMUKIY, CTBOPIOIOYH J0JaTKOBI a00 OCHOBHI ITUIL JIJIS
3aTydeHHs TpaBld. BOHH MOXKYThH BIUIMBATH Ha core-loop, ane He € HoTo 9acTHHOIO.

HpI/IKJIaI[OM € CHCTCMa IMNOJACHHHX 3aBHAaHLb Y MOOLILHHX iI’an, AKa CTHUMY IIIOC

TPaBIIf 3aXOIUTH B TPY IO THS.



10

Meta rpa He € 000B’I3KOBOIO YACTHHOIO BIACOIIOp, ajike icHye daraTto irop,
oGy TOBAaHWUX BHUKITIOUHO HABKOIO OCHOBHOTO ITPOBOTO ITUKITY.

Roguelike — me mjpkanp Bigeoirop, IO HOXOAUTL Bia Ipu «Roguey,
punymenoi B 1980 pomn I'mennom BixmanoM Ta Matikiom Toitem. I'pa crama
KyJIbTOBOIO. OCHOBHUMH XapaKTEPUCTHUKAMH IIBOIO JKaHPY € [POIEAypHa
reHepaiisi piRHIB Ta «IlepMaHeHTHa CMepPTh», KOJIM MICIS Tporpanty TpaBelb
BTpayae Bech Iporpec 1 IoYMHAae 3HOBY. llepeBarord jkaHpy € BHCOKa
peirpabenbHICTE.

IrpoBuii piBeHbL — Il¢ BIPTYAJIbHUH IIPOCTIP, AOCTYIHUN IPaBINO LI
BHUKOHAHHS 1rpOBUX HuIe#. 1licist 3aBepinenns el piBHs IpaBellb 1HIepexouTh Ha
HacTYITHHUM. 3a3BUYai KOKeH HacTYITHHUM piBeHb cKIa HIIMuH. HartoBHEHHS PIBHIB
3aJICKUTD B1JL AKaHpy I'pH Ta ii Mexauik. 11006 mjarpuMyBaTy iHTEpeC IpaBiid, KOMKEH
HOBHUH PIBEHb MIOBUHEH MICTUTH HOBUM KOHTEHT Ta HEPEITKOTH.

[IponeypHa renepaliig — e aBTOMATHYHE CTBOPSHHS 1IPOBOIO KOHTEHTY 3a
JTOTIOMOTOIO  aTOPUTMIB. [[MM METOMIOM MOKYTh CTBOPIOBATHCS TEKCTYPH,
LIPSAMETH, KBECTH, MY3HKa, ajle HaidacTiine — 1rposi piBil. 1Ipoueypra reueparis
BUKOPUCTOBYE BHIAJIKOBI ado TICERJOBHIIAKOBI 3HAYEHHSI TSI CTBOPEHHS
PI3HOMAHITHOIO KOHTEHTY. AJITOPUIMH IIOBHHHI 3a0e3ledyBaTH HalHHICTD,

HIBUJIKICTD, KOHTPOJILOBAHICTD T4 PI3HOMAHITHICTD 3I¢HEPOBAHOIO KOHTCHTY [ 4].

1.2. Anaii3 MEeTOIIB Ta I X0AIB pO3pOOKH 1IPOBUX JOAATKIB

Pozpobka 1rpoBHX J0JaTKIB € CKIaIHUM Ta OaraTorpalHuM IIPOLICCOM, SIKUA
OXOIUIIOE PI3HOMAHITHI METOJM Ta MIAXOMH. 3 PO3BUTKOM TEXHOIOTIH Ta
IHCTPYMEHTIB IS PO3POOKH 1rop 3'MBIBIIOTHLCS HOBI IIAXOAH, IO J03BOJSIOTDH
CIIPOCTUTH TIPOITEC CTBOPEHHS 1rop, MIABHINMMTH iX SIKICTH Ta CKOPOTHTH Yac
PO3POOKH.

OJHIM 13 TpaJUITIHHIX METOIB € BOAOCHAHHIT METO/, IKHHM Mependadae
JAHIAHY — HOCHLAOBHICTL — €TallB;  aHali3 BHUMOI, [POSKTYBaHHs, po3polka,

TCCTYBAHHA, BIIPOBAJXKCHHA Ta Hi,I[TpI/H\/IKa. Koxken eran PO3IMOUYHMHAETHECA CTISI
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3aBEPIICHHS IIONEPEJHbOro, IO 3ade3liedye YITKY CTPYKTYPY IpoIecy Ta
MOJIETITY € YIIPaBTIHHA TpoekToM. [IpoTe 1ieit MeTos MoKe BUSBUTHCS 3aHAATO
YKOPCTKUM JIJIS iFPOBUX IIPOCKTIB, OCKIJIbKH BUMAarae 4iTKOro BU3HAUCHHS BUMOTL Ha
MOYATKY TPOEKTY.

['nyuxi MeTou, ado Agile, akIIeHTYIOTh yBary Ha I'HYYKOCT1 Ta IIBHIAKOMY
pearyBaHH1 Ha 3M1HHA. OCHOBH1 IIPHHITUIIHA Agile BKIIOUarOTh 1TepaTUBHY PO3pPOOKY,
IIOCTIHHY B3a€MOJIIO 3 KIIEHTOM, IIBHAKE OTPUMAHHS 3BOPOTHOTO 3B'S3KY Ta
caMOyTIpaBMHHI KoMaHA010. HalOuIsm oty msipHi MeTooaorii Agile — Scrum Ta
Kanban. [11 MeTOAM AO3BOIBIIOTL MIBKJKO aJalTyBaTHC JO 3MIH Y BHMOIax Ta
IIOKPAIIUTH SKICTh KIHIICBOTO IIPOJIYKTY.

CripanbHHE MeETOJ TIOEJHYE eNeMEHTH BOJIOCTIAJHOTO MeTOay Ta
1TepaTHUBHOTO H1IX0HY. BiH cKilajacThed 3 KUILKOX IMHUKIIB, KOMKEH 3 SKHX BKIIOUAEC
eTalyd IUIaHYBaHHS, aHalll3y PH3HKIB, po3poOKH Ta TecTyBaHHS. lleit mimxin
JA03BOJIME €(DEKTUBHO YIPABIBITH PH3UKAMH Ta IIOCTYIIOBO BJIOCKOHAIIOBATH
ITPOTY KT.

OaHUM 13 BaXIMBHX [AXOMB J0 PO3pOOKU IIPOBHX JAOJATKIB €
nmpoTtoTuiyBaHHs. [led maxin mnepenbadae cTBOpEeHHS paHHBOI Bepcli TpH 3
OCHOBHUMH (DYHKIIAMH JUIS TeCTyBaHHd 1AeH Ta konmeniid. [IpoToruiryBamis
JAO3BOJISIE IIBHAKO OIMHUTH KUTTE3JATHICTL 1IPOBOI MEXaHIKU Ta OTpPUMAaTH
3BOPOTHUH 3B'S30K BlJ[ KOPUCTYBA4lB Ha PaHHIX eTanax po3poOKH, IO JoloMarae
VHHUKHY TH BEJIMKHUX BUTpaT Ha HEIICPCICKTHUBHI 1[ei.

ITepaTuBHUIM M11X1T Iepeadavae po3poOKy TPH Uepe3 CePiio IUKIIB, KOJKEH 3
SKHX 3aBEPIIYETLCS CTBOPEHHSAM POOOUOi Bepeil POy KTY 3 HOBUMH (PYHKITISIMU Ta
rommmeHHIMA. [lel maxiy To3Bose TOCTIMHO BAOCKOHAMIOBAaTH TPy, pearyBaTH
Ha 3BOPOTHUH 3B'S30K B1JI KOPUCTYBAUIB Ta aJIallTyBATHCS [0 3M1H Y BUMOTax.

BaxiuBuMm enemMeHTOM cydacHOi po3poOKH iTOp € BHUKOPHUCTAHHS ITPOBHUX
pyuniB. [rpoBuii pynmii — 1e cepeloBUILE PO3POOKH LPOIPAMHOT0 3a0€¢3IICHCHHS,
IIpH3HavYeHe /711 CTROpeHHS Bificoirop. CydacHl irpoBl pyImii 3HATHO CIPOITYIOTH
LIpolec po3poOKU  BLACOINOp, HAJAAIOUM PIBeHb alCTpakiii, o J03BOJBIC

eKCIIOPTYBaTH TPy Ha Pi3HI MIaTGOPMHU 3 MIHIMAILHHUMH 3MIHaMH. ITpoBl pyrmii
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3a0€31ICIYIOTh OCHOBHI THCTPYMEHTH Ta CEPBICH MJISL CTBOPESHHS 110P, IO JTO3BOJIIE
30CepeTUTHCS Ha CTBOPEHHI KOHTEHTY Ta 1rpoBoi MeXaHiki. OCHOBHI KOMIIOHEHTH
1IPOBHUX PYIIHIB BKIIOYAIOTD:

1) BxigHi maH1

2) I'padika

3) Aymio

4) dizuka

5) HITyaHuii 1HTEIEKT

[Tpuxnajy HONYJSPHUX 1IFPOBUX PYIIIB BKIIOYAIOTH:

Godot — ne Oe3koIITOBHMA Kpoc-1uIaTdopMHUi ITPOBUHA pyIIiH It
ctBopernst 2D ta 3D irop, opieHToBaHKX Ha ITK, MOGiNEHI Ta BeG-mmardopmu. Horo
apxiTekTypa noOyjoBaHa HaBKOJIO BY3JIB, SKI opranizoBami B cuenu. Godot
mATpuMye MoRH IporpamyBaHus C++, C#, GDScript Ta 1ami. ['padraamii pymmi
Bukopuctoye OpenGL ES 3.0 ado OpenGL ES 2.0 1 Bxmouae oxpemuii 2D-
rpadiaamii  pymmi. OcHoBHI  HeJomkH Godot BKIIOUalOTH  HEJOCTATHIO
AOKYMEHTAIIO, HpoOIeMH 3 IMIIOpToM 3D-pecypeiB Ta cllaOkuit (pi3uaHuil py 1.
Godot € Be3komTOBHAM 1 Mae mrer3iro MIT.

Unity — xpoc-toiardopmennmit irposuii pymiit Big Unity Technologies,
Brepie Ipejacrapienul y 2005 pomi. Unity migrpumye Oumbine 25 maTdopm,
BKIDOUaoud MOOLILHI Hpuctpoi, 11K, xoncomn Ta BipTyalbHy pealbHICTL. Pyt
HaJae MOKIUBICTL cTBOpIoBaTy 2D Ta 3D 1rpu, BukopuctoBytound C# Ta BisyallbHe
crieHapitoranHd Bolt. Unity Mae po3puHEHHH 2D-peHAepwHT Ta MMATPHMYE
piznomaniTHl edexty i 3D-irop. Unity Asset Store go3Boisic po3poOHUKAM
KyIIyBaTH Ta mpojaBaTh acceTd. Hemomikm Unity BkMouaroTh crmadki rpadidri
MOMKIIMBOCTI Ta BHUCOKI BHUMOIM jo Iam'sTi. Unity Maec Oe3KOIITOBHY BepClio
Personal, a Tako:x roiatHi Bepceii Plus, Pro ta Enterprise.

Unreal Engine 5 — xpoc-tuatdopMennuii irpouid pymmid Big Epic Games,
BIJIOMHIT CTBOPEHHSIM BHCOKOTEXHONOTUHHX AAA mpoekTiB. Unreal Engine 5

BHUKOPHUCTOBYE€ MOBY Bi3yallbHOTO HporpamyBanus Blueprint ta moBy C++. Unreal
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Engine 5 0e3koImToBHUM, ajie PO3POOHUKH HOBUHHI BIAAAaBaTH 5% J0X01Y KOMIIaHii
Epic Games, k1o iXHI T0X0 1 TIepeBUNTYIOTH S000$ 3a kBapTai.

Phaser — irpoBuii gpetiMmBopk aits creopents 21D HTMLS Bigeoirop ast [IK
Ta MOOIThHHX mpucTpoiR. Phaser BukopuctoBye WebGL Ta Canvas peniepepH, a
irpu 3amryckaroTbes 4K JavaScript y Opaysepi. llepesaru Phaser BrIiodaroTh
BIIMIHHY TIJITPHAMKY MOOITFHHX 1ITOP Ta CTadUIBHICTE, alle BIH 0OMeKeHUH TIIbKH
2D-rpadikoro.

GameMaker — kpoc-1wtaTpopMeHHUNA 1rpoBUil pyImid Bix YoYo Games,
LIpU3HAYCHUN I pos3poOHuKiB-niovaTkiBmiB. GameMaker Studio 2 gosBoisie
CTBOPIOBATH IIPH 3a JOIIOMOIOK) MOBH BI3YAIBHOIO IIPOrpaMyBaHHS ado
CKpHUIITOBOI MOBH, cxokoi Ha JavaScript. Ilepeparm GameMaker Studio 2
BKJIIOYAIOTH HIATPUMKY OaraThox IaT@opm Ta IPOCTOTY IMPOTrpaMyBaHHs, ajle BiH
O1IbIIe OpleHTOBaHMIT Ha 2D-rpadiky 1 € IUTaTHHM.

Buxopucranms kpoc-miaThopMHUX 1HCTPYMEHTIB, Takux 4k Unity abo
Unreal Engine, fo3B0MsI€ po3poOHUKaM CTBOPIOBATH OJIUH KOJT, SIKUI TTOTIM MOKe
OYTH €KCIOPTOBAHUI Ha Pi3H1 IWIaTOPMHU 3 MIHIMAILHUMHE 3MiHaMH. [le 3Hauno

3HWKY€ BUTPATH Ha po3poOKy Ta MATPHAMKY 1rop.

1.3. BHCHOBOK /10 IIEPIIOTO PO3ILILY

AmnaJis 1y Oinkarii ta iICHYIOUHX pillieHb Y ¢depl po3poOKH IrpOBUX J1OAATKIB
MoKazaB, IO cydacHa 1HAYCTPIS BIACOITOP CTPIMKO PO3BHBAETHCSI. (OCHOBHHUMH
ApaiiBepaMy [bOTO 3POCTAHHS € HOCTIMHUHA TEXHOIOTTIHUHE [IPOrpec, PO3NIUPEHHS
PHHKY MOOUIFHHMX 1TOp Ta IMHPOKE PO3MOBCIONKEHHS MBHAKICHOTO MOOLILHOTO
1HTEepHETY. B1j1eoirph BiKe CTald HE TUIBKH PO3BATOI0, aJl¢ i BayKIMBUM €JIEMEHTOM
1TUPPOBOI eKOHOMIKH, TIPUHOCSIYH 3HAUHI TOXOJH Ta CTBOPIOIOYH HOR1 MOKITHBOCTL
JJISL PO3BUTKY.

Y mporieci JocHiKeHHS OyII0 PO3TISIHYTO P13HI METOAN PO3POOKH 1ITPOBHX
JAOJATKIB, BKIIOYAIOUH BOJOCIAIHUNA MeTo I, THyuYKl MeToau (Agile), cripaibHuii

METO/I Ta IPOTOTUIYBaHHI. Bopocna Hmit MeTo1 3abe3euye YiTKy HOCTiTOBHICTh
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eramiB po3po0KH, alle € MEHIN FHYYKUM Y HOPIBHAHHI 3 Agile, Skull 1o3Boisic
IMIBUIKO pearyBaTH Ha 3MIHM Yy BuUMoTax. CHipalbHHHM METOJ TIO€HYE TIepeRaru
000X MAXOAIB, aKUSHTYIOUM yBaly Ha YIpapiiHoi pusukaMu. [IpoTorHiryBaHms
TO3BOJISIE TBUIKO OIIHUTH KHUTTE3aTHICTD ITPOBHUX KOHITETITIH Ha paHHIX eTarax
PO3po0KH, IO JOIIOMAarae YHUKHY TH BETMKUX BUTpAT Ha HEIICPCIIEKTHBHI 1/1ei.

BaxxImBHM acriekToM po3poOKH ITPOBUX JOJAaTKIB € BHOIP ITPOBOTO PYIITISL
Cyuacui pymii, Taki sk Unity, Unreal Engine, Godot, Phaser ta GameMaker Studio
2, HaJaloTh po3po0HUKAM MIUPOKUH CHEKTpP IHCTPYMEHTIB IS CTBOPEHHS
BUCOKOIKICHHX 1rop. KoKeH 3 HUX Mae ¢Boi IlepeBard Ta HeJOIIKH, IO JA03BOJBIE
obupary oNTUMaILHMA pynnid  sainexno Big cruenudiku  npoexrty.  Unity
B1/[3HAYAETHCS CBOEIO YHIBEPCANBHICTIO Ta IMITPUMKOIO Kpoc-TIaTdOopMeHHOCTI,
Unreal Engine — norykuuM rpadpiunuM pyimeM, Godot — GE3KOIMITOBHICTIO Ta
BIJIKpHUTHM KoioM, Phaser — ImpocToTo0 BUKOPHCTaHHS TSI BeO-1rop, a GameMaker
Studio 2 — 3py4uHICTIO I ovaTKIBIB [13].

Bukopuctanus THYUKHUX TIJIXO/IIB Ta MePeOBUX TEXHOIOTIH JT03BOISE
CTBOPIOBATH 1HHOBAIfHI NPOAYKTH, IO BLAIOBIAAIOTL CYHaCHUM BHMOI'AM Ta

OTIKYBaHHSIM T'PaBITIB.
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PO3JIUI 2. AHAJII3 3ACOBIB PEAJIIBALIIL 2D I'PU

2.1. Bubip nporpaMuux 3aco01B JJIs peaiisalii HPoeKTy

[Ipu BubGopi mporpamuoro zadesleueHHs HEOOXIAHO BpaxoBYBATH Takl
daxTopu, K 3PYUHICTH BUKOPUCTAHHS, (PYHKIIOHATRHI MOKIHBOCT] 1THCTPYMEHTIR,
LILITPUMKaA PI3HUX ILIATGHOPM, HAMBHICTL AKTUBHOI CIUILHOTH KOPUCTYBAdiB Ta
BapTICTh. ¥ CYUaCHUX YMOBaX PO3pOOHUKH MOKYTh CKOPHUCTATHUCS PI3HOMAaHITHUME
1porpaMHuMu 3acobamu, TakuMu sk Unity, Unreal Engine, Godot, Phaser Tta
GameMaker Studio 2. KoxeH 13 IMX 1HCTPYMEHTIB Mac ¢BOi 0OCOOIUBOCTI, IICPEBArn
Ta HEJOMIKH, SK1 HEOOXITHO PEeTeNbhbHO PO3TIBIHYTH IIepe] MOYaTKOM PO3pOOKH.
KpiM TOrO, BaKIMBO 3BEpHYTH YyBary Ha JOJATKOBI IIporpaMu sl poOoTH 3
rpadikoro, 30kpeMa Adobe Photoshop Ta Krita.

Unity € oaHuM 13 HAHIOTYXKHIMMUX IIPOBUX PYLIIB, SKUHA INITPUMYE
po3pobky sk 2D, tak i 3D irop. Moro ocHOBHHMH TlepeBaraMH € iHTYiTHBHO
3PO3YMUINH iHTEpdeiic, Mo JO3BOIHLE HOBAUKaM IIBUAKO OCBOITHCS, Ta PO3BUHCHUN
pesakTop I poOOTH 31 cIipaiiTaMu, aHiMaIlisaMHu Ta pizukoro 2D ob'ekTiB. Unity
TakoxkK 3adesleuye IATPUMKY Kpoc-IaTdOpMEHHOCT], IO A03BOISIE po3poOsITH
1rpu st OUILI HiK 25 1watdopm, Bknodarouun [IK, Mo6UIbHI HpUCTpoi Ta KOHCOII.
Bemka crniyibHOTa KOPHCTYBAYIB Ta PO3POOHHKIB Hajae JOCTYI JO YHCICHHUX
HaBYAJILHUX MaTepiaiiB Ta ImATPUMKU. 1Ipore Unily Mae ¢Boi HEIOIIKH: BHCOKI
BHMOTH O PecypciB MOXYTh IPH3BECTH 0 TpollieM 13 TIPOIyKTHRHICTIO Ha
CIa0KUX IIPUCTPOMX, & TAKOK IUIATHICTD ACAKHUX BEPC1H I KOMEPIIHHUX IIPOSKTIB
[1].

Unreal Engine Takox marpumye po3poOKky 2D irop, xoda OCHOBHUN aKIICHT
pymms 3podaeno Ha 3D irpm. Ilepeparamu Unreal Engine € moty:xHmi rpadiaamit
PYLIH, O AO3BOJE CTBOPIOBATH BHCOKOSAKICHY rpadiky HaBiTh y 2D irpax, a
TaKOK 1HCTPYMEHTH JIVIS Bi3yallbHOTO CIIeHapiloBaHHS, 30KpeMa MoBa Blueprint, sika

J03BOJIIE€ CTBOPIOBATH JIOTIKY I'pu Oe3 HarmcanHd ko y. [Ipore Unreal Engine mae
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OUILIN CKIAIHUA 1nTepdeiic Ta 1HCTpYMEHTapid, Mo MoKe OYTH CKIAIHKAM JJId
HOBAYKiB, a TAKOK BUCOKI BUMOTH JI0 pecypcir [13].

Godot ¢ Oe3KOMTOBHMM Ta BIAKPUTHUM 1IPOBUM  pyIIEM, HSKUH
crermamsyeTbes K Ha 2D, Tak 1 Ha 3D irpax. Godot BHpI3HIETHCS 3pyIHUM
inrepdeicoM Ta IHCTPYMEHTAMHU JIISL pO3poOKHU 2D 1rop, I ATPUMKOIO OaraTbox MOB
mporpamyBaHHs, 30kpeMa C++, C#, GDScript Ta iHmmMx. BaxIMBOIO Meperaroio
Godot ¢ iioro moBHA Oe3KOINTOBHICTL Ta mnensir MIT, mo pgo3Bossic
BHKOPUCTOBYBaTH pyImil 0e3 OyAp-IKUX KOMepIMHMX oOMmexkeHb. OIHaK
nepomkamMu Godot € HepocTarHd AOKYMEHTaIld Ta IpodiIeMu 3 IMIOpToM 3D-
pecypceiB, Mo MoOKe OYTH KPUTHUHO IS IPOCKTIB, K1 HOCAHYIOTH 2D Ta 3D
eneMeHTH [12].

Phaser ¢ ¢peiimBopxom st crBoperist 2D HITMLS irop, sxuii 1eallbHO
I TXOTATH A7 BeG-irop. Moro ocHOBHIMY NepeBaraMy € TIPOCTHI Ta 3po3yMimTHit
API, marpumka BeO-Texnolorit, 3okpeMa WebGL ta Canvas 1 peHjepunry, mo
3ade3redye XopomTy IIPOAYKTHBHICTE Ha PI3HUX IIpHUCTposX. Phaser € BIIKpUTHM Ta
Oe3KOITOBHUM (DpeHMBOPKOM, 1110 pOOUTL HOro JOCTYIIHUM JJIS IMTUPOKOTO KOJA
po3poOHUKIB. HemomikamMu Phaser e itoro oOmexeHicTh numme 2D rpadikoro Ta
BIJCYTHICTD PO3MIUPEHUX THCTPYMEHTIB UL PO3POOKH, SKI IIPOIIOHYIOTH TaKl Py IIIi,
sk Unity qu Unreal Engine [10].

GameMaker Studio 2 € DOnyJSIpHUM 1HCTPYMEHTOM I po3poOku 2D irop,
ODICHTOBAaHHM Ha LOYATKiBIIB. MOro OCHOBHMMH IlepeBaraMd € IIPOCTOTA
BUKOPUCTAHHS, MOKIHUBICTH CTBOPIOBATH ITPH 3a JOTIOMOTOKIO BI3yalIbHOTO
CLICHAPIIOBAHH a00 CKPUIITOBOI MOBH, CX0x01 Ha JavaScript, a TakoK I TpUMKa
OGaraTthox mmartdopm™, Brkmodaroud [IK, MoOimpHI mpucTpoi Ta koHcom. OjHaK
GameMaker Studio 2 Ouibiiie opienToBanuil Ha 2D rpadiky, xoua i marpumye 3D,
1 € INTaTHAM 1HCTPYMEHTOM, XOUa MPOIIOHYE OS3KOIMTORHY ITPOOHY BEPCiio.

Y 1poreci po3poOku 2D 1rop BaKIMBUM KPOKOM € BHOIP BIAIOBIIHOIO
irpoBoro pyrmis. KokeH pymmit Mae cBoi yVHIKalbHI TIepeBard Ta HENONIKH, SKI
MOKYTh BIUIMHYTH Ha YCIIX IpoeKTy. BuOip nporpaMHoro 3ade3redcHus IIOBUHEH

BpaxoBYBaTH pPI3HOMaHITHI (akTOpH, Takl SK 3PYYHICTH BHKOPHCTaHHS,
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(pYHKINOHAIbLHI MOMKIMBOCTI, IATPUMKA Ppi3HUX 1LIATGOPM, HAaIBHICTL aKTUBHOI
CIUTFHOTH KOPHUCTYBadiB Ta BapTicTh. Y TaOmmii 2.1 HUKYE HaBeJeHO aHall3
OCHOBHMX II'PDOBHUX PYIIIB, IO BHKOPHUCTOBYIOTLCH I po3poOku 2D irop, 3

3a3HauYeHHSIM {XHIX KIFOUOBHX IepeBar Ta HeJOMKIR.

Tabmur 2.1
[TopiBHIS IrPOBUX PYIIIiB
IrpoBnii :
. N [IepeBaru Henomxkn
py 1
[HTYiTHBHO 3PO3YMLIHINA
inrepgeiic, po3BuHeHu pejakTop | BUCOKI BUMOTH JI0 pecypciB,
Unity o 2D,  mATpEMKa — KpOc- | INIaTHICTH JIeSIKMIX BEPCIH 1T
1I1aTHOPMEHHOCTI, BEIIMKA | KOMCPIIHHUX IIPOCKTIB
CIILITLHOTA
[ToTtyxHUA ap1uHAA T o 8 ..
L OTY Epat) 7 Dy, Cxrmagamit  iHTepdeiic Ta
Unreal IHCTPYMEHTH I BI3yaldbHOTO | . . :
) : : IHCTPYMEHTApIH, BHCOK1
Engine CIICHAPIIOBAHHY,  BHCOKOSKICHA :
: BUMOTH JIO pecypciB
rpacdika
3pyuHuid iHTEpdeiic, mATpUMKa .
621};1%0}( MOBp(b o’ 4 ﬂT]EElHHH HemocTatHs ToKyMeHTAITis,
Godot HPOTDAMY > | mpobiemMu 3 iMHopromM 3D-

IIOBHA OC3KOINTOBHICTD, JNIICH31A :
MIT pecypciB

O0mMexkeHlcTE qwme 2D
rpadikoro, BIJICYTHICTH
PO3MIUPEHUX  1HCTPYMECHTIB

Ilpoctmit Ta 3poszyminmii  API,
Phaser marpuMka WebGL Ta Canvas,

O€3KOITORHICTh
JUIST pO3pOoOKH
[Ipocrora BUKOPUCTAHHS,
GameMak MOJKJIMBICTD CTBOPIOBATH 1rpU 3a | buibie opicuroBanuii na 2D
%r‘::fdioazer FIOTIOMOTORO BisyaHbHoro ma@iw, TTaTHAN
CIICHAP1IOBAHHS, HATPUMKA | IHCTPYMEHT

dararbox 1maTgopm

KpiM OCHOBHMX IrpoBHX PYIIIB, BaX/IMBY pojb y pospodimi 2D irop
B1IIrParoTh IporpaMu A1l podoTH 3 rpadikoro. Adobe Photoshop Ta Krita € 1Boma
HIPOBIAHUMH THCTPYMEHTAMHU, IKI BUKOPHUCTOBYIOTLCS U CTBOPEHHS Ta 0OpoOKU
rpadIaHuX eIeMeHTIB.

Adobe Photoshop € mmpoxo BigoMuM MpodecifHIM 1HCTPYMEHTOM IS

00polku 300pakent Ta rpadiku. Photoshop Hajae moTyXmi 1HCTPYMEHTH LIS
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CTBOPCHHS CHpaiTIB, TCKCTYp Ta 1HIMX IpadiyHuxX eleMeHTiB. OCHOBHUMHU
rieperaraMu Photoshop e Hioro GaraTuii pyHKITIOHAT, ATPHAMEKA MAPOKOTO CIIEKTPY
dbopMmaTiB GaliliB Ta MOKIHUBICTL POOOTH 3 IapaMu, IO JO3BOJHLE CTBOPIOBATH
ckiagHl Tpadiuai kommozui. OgHak Photoshop € koMepIiiiiHEM IIporpaMHHAM
3a0C3ICUCHISAM, 110 MOKe OYTH JOPOIMM UL 1HJUBIAY AILHUX PO3poOHHKIB Ta
HEBETTUKUX CTY 1.

Krita ¢ Oe3KkOIITOBHUM Ta BIAKPUTHM IIPOrpaMHKUM 3a0€3IICUCHHIM IS
MaroBaHHS Ta oOpoOku rpadiku. Krita cremanizyeTsesa Ha ITAGPOBOMY KHUBOIIHACY
Ta aHiMaIi, mo poOUTh HOTo 1icalIbHUM 1HCTPYMEHTOM JJIS CTBOPCHHS XY TOMKHIX
ejieMeHTiB irop. Krita marpumye podoTy 3 MapaMy, Mac IOTYKHI ITHCTPYMEHTH JIIS
MaJIOBaHHS Ta aHIMaIlli, a Takok OaraTHi HaGip KHUcTel Ta TekcTyp. OCHOBHUMH
repeBaraMu Krita € #fioro Oe3KOMTOBHICTL T4 BIAKPUTHM BHXIIHWUH KOJ, IO
TO3BOIISIE PO3poOHUKaAM aJanTyBaTH Iporpamy i croi motpedn. Hepomkamu Krita
MOKYTh OYTH MEHITIa KUIbKICTDL Ipodecifinux ¢ynxmii nopiBusao 3 Photoshop ta

MEHIIT pO3BHHEHA IATPUMKa hopMaTiB dalimiB.

2.2. ITporpamH1 3aco0u 1y po3poOku 2D rpu

Jla peamzamii mpoexty 3 po3pobku 2D rpu Oyio oOpano irpoBHH pyImiit
Unity 13 BUKOpUCTAHISIM MOBH 1IporpaMyBanis C#, a TaKoXK HporpaMy st poOoTH
3 rpadikoro Krita. Budip 1mux iHCTPYMEHTIB 3YMOBICHHN IXHIMH IIOTYKHAMH
MOSKITHBOCTSIMH, 3PYUHICTIO BUKOPUCTAHHS Ta MMPOKOIO TATPUMKOIO CITITHHOTH.
JleTaapHUi anajiis HUX IHCTPYMEHTIB JIOIIOMOKE 3p0O3Y MITH IXHI KJIIOYOBI [IepeBary,
(YHKIIOHATBHI MOKIMBOCTI Ta MPHYMHHA, UYepe3 K1 BOHH OyIu oOpaH1 I JaHOTO
IIPOCKTY.

Unity € oTHAM 13 HAUTIOIY JSIPHIIIIHAX 1ITPORUX PYIIIIB, IO BUKOPHCTORY ETHCS
st po3po6ku sk 2D, Tak i 3D irop. Horo yHiBepcalbHICTD Ta HOTYKHI IHCTPYMEHTH
pobIATH HOTO 1/lealIbHAM BHOOPOM JISI TITHPOKOTO CIIEKTPY ITPOBHX ITPOEKTIB.
Ocnoswi actiekty Unity, mo poOisTh #o1o IpuBabIUBUM 11 pO3pOOHUKIB;

1)  TaryiTHBHO 3pO3yMiNTHI 1HTEp(Eiic
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Unity Mae 3pydyuuii 1 3po3yMuIMi inrepdeic, Skull J03BOJEME HOBaYKaM
IMIBUIKO OCBOITHCS Ta TOYATH TPAITOBAaTH HajJ TpoekTaMu. [HTepdeiic BKmouae
3PYUHI 1HCTPYMEHTH U1 poOOTH 31 clpaiiTamu, aHiManisMu Ta izuxoro 2D
00'€KTIB.

2)  IhigrpuMka xpoc-maThopMeHHOCT]

Py1mii go3Boisie po3poOIsTH IrpH s OB HIK 25 m1aTdhopM, BKIIOUAIOUH
ITK, Mmo6i1bH1 npucTpei, koncoa ta VR/AR, mo 3adesnedye mupoki MOKIUBOCTI
TSI PO3TOBCIOMKEHHS TPH.

3) CH

Bukopucranus MoBH 1porpamyBaHHs C# JI03BOJSIE CTBOPIOBATH CKIIATHY
ITPOBY JIOTIKY, BHKOPHCTOBYIOUH CYYacHI IMJAXOMH IO TporpaMyBaHHsi. BoHa €
IIOTYKHOKO T4 T[HYYKOKD MOBOK, IO INATPUMYE OO'€KTHO-OPIEHTOBaHE
[IporpaMyBaHHSI.

4)  AKTHBHA CHUIBHOTA Ta HABYAILHI MaTepialud

Unity Ma€e BeIMKY Ta aKTHBHY CIUTHHOTY KOPUCTYBAUIB, IO HAJIae TOCTYTI JIO
YHCICHHUX HABYAILHUX pecypceiB, GopyMiB Ta JoKyMeHTalli. [[e 3Hauno noserye
IIpoItec HaBUaHHS Ta BUPIIMIEHHSI TpoOIeM i Yac po3poOKH.

5)  PosBuneHH# pepaktop

Unity Editor nagae posmmpeni MOKIMBOCT I HalallTyBaHHI 1IPOBHX
CLICH, PO3MIIICHIS 00'cKTIB, HaJaImTyBanHs (pi3UKH Ta aHiMalii. [HCTpyMeHTH st
HAJAro/DKCHHS Ta Ipo(UIOBAHHA JIOIIOMAralOTh OITHMI3YBATH [POAY KTUBHICTD
rpu [8].

Krita € noryxouM Oe3KOINTOBHMM 1HCTPYMEHTOM JUId  HHGPOBOIO
MaTioBaHHS Ta oOpoOku rpadiku. g mporpama criemami3yeThesl Ha CTBOpPeHHI
XYA0KHIX €JISMEHTIB U 1rop Ta aniManii. OcnoHi nepesaru Krita, mo poGisiTs ii
1JleaTbHUM BHOOPOM 1T poOOTH 3 rpadikoro vy 2D irpax:

1) Be3komToBHICTD Ta BIAKPUTHH KO

Krita € moBHICTIO O€3KOIITOBHOIO IPOTPAMOID 3 BIIKPHTHM KOJOM, IO
A03BOJIIE 11 BUKOPUCTOBYBATH 0e3 Oy Ib-SKHX KOMEPIIHHUX oOMexkeHb. e poduThb

Krita mocTymmHOIO 715 BCiX po3poOHHKIB, He3aleKHO B1JT OIOKETY TIPOEKTY .
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2)  lloTyxHi IHCTPYMEHTH IS MAIIOBAHHS

Krita Hagae nmmpoxuii HaOlp 1HCTPYMEHTIB AN ITU(PPOBOTO MaTIOBaHHI,
BKIIOYAIOUH PI3HOMAHITHI KHUCTI, TEKCTYPH Ta I1HCTPYMEHTH st oOpoOKu
3o00pakens. [Iporpama miaTpuMye poGOTY 3 Mapamu, MO JO3BOJSIE CTROPIOBATH
CKJIQIHI IpadiuHi KOMIIO3HUILI.

3)  I"cTpyMeHTH IS aHIMAIi

Krita mac BOyoBaHi iHCTPYMEHTH JIJIL CTBOPESHHS aHIMaIH, IO AO3BOJIIC
JIETKO CTBOPIOBATH aHIMOBaHI CIIpaiiTh 1Jis irop. [HTepdeiic a1t aniMarii € 3py THIM
Ta IHTYITHBHO 3PO3YMLIUM.

4y  Ihigrpumka piznux opMatis haimin

Krita marpumye muapokuit criekTp (opMaTiR dalimiB, MO TO3BOISE JTETKO
ekcropryBaTu rpadiuni ejgeMenTd s Bukopucranus B Unity. Ile zabesreuye
3PYUHUM poOOUHi IIpoIlec MK CTROPEHHSIM Tpadiky Ta 1HTeTrparlero ii B 1IrpoRuit
Py L.

5)  PozmmpeHi MOKINBOCT] HATAITy BAaHHS

Krita s03BoIIge KOpHCTYBayaM HaJAIITOBYBATH 1HTEpQEc Ta 1HCTPYMEHTH
mjg cBoi moTpedu, Mo 3ale3ledye THYYKICTE vy podoTI Ta INJIBHINYE
LIPOJIY KTUBHICTD.

Bubip Unity 13 Bukopucrannsm C# ta Krita aas peanizanii HpoexTy 3
po3poOKu 2D rpu € oOIPYHTOBAHUM PIIICHHAM, SKe¢ 0a3yeThes Ha IXHIX MOTY KHUX

MOKIIUBOCTAX Ta SPY‘IHOCTi BHKOPHCTAHHA.

2.3 BHUCHOBOK JIO APYTOIO PO3ILTY

Y mpoMy po3gia Oyio HpoBejeHO aHali3 3acoliB peamsamii 2D rpu, mo
BKIIIOUaE BHOIP MIPOTPAMHMX 1HCTPYMEHTIB, K1 HalKpaIe BiAOR1Jal0Th BUMOTaM
1poeKTy. OCHOBHMM aKIEHTOM aHalll3y ¢TaB BUOIP 1'pOBOrO PyINd Ta rpadiuHux

IHCTPYMEHTIB, $K1 3ade3lledaTh BHUCOKHUH pIBeHb IPOIYKTHBHOCTI Ta SKICHOA

rpadiky.
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B mponeci anamszy Oyiao pO3IIBIHYTO KUIbKA IOIYJISPHHUX IDIaTdopMm 1
TEXHOJIOT1H st po3poOku 2D irop, cepe skux Unity, Unreal Engine, Godot, Phaser
ta GameMaker Studio 2. Ilicis perenpuoro nopiBusiHus 0yiao oOpano Unity sk
OCHOBHHI irpoBHii pyTmiit. Moro mepeBar BKIMOYAIOTh MUAPOKY (Y HKIOHANBHICTS,
HLITPUMKY Kpoc-1L1aTHOPMEHHOCTI, 4 TAKOK aKTUBHY CIILILHOTY KOPUCTYBA4iB, 11O
3ade3revye JOCTYII 0 BelMKO1 KITEKOCT1 PECYPCIB Ta JOAAaTKOBHUX 1HCTPYMEHTIB.

Jls ctBopeHs rpadiuHux eJeMenTiB rpu Oyio oopano Adobe Photoshop ta
Krita. Krita Oy mo BubGpaHo 3aBASKH i1 O€3KOIMIITOBHOCTI Ta MOTYKHUAM MOKITHBOCTSIM
I ITAPOBOro MaJIOBAHHS Ta aHIMAaIlli, IO J03BOJSE CTBOPIOBATH BUCOKOAKICHI
rpadium pecyper it rpu. Photoshop szanummBes y pesepBl SK JI01aTKOBHIHA
1THCTPYMEHT JJIS pe/laryBaHHA Ta JOONpaIffoBaHHs rpadiqHIX MaTepiaiB.

Takum 4YMHOM, IPOBEICHMHA aHali3 INATBEPAMB IOLLILHICTL OOpaHux
1THCTPYMEHTIB Ta I X0/ 1B A peanizariii mpoekty 2D rpu. Bukopucranus Unity Ta
Krita 3abesneunrs crBOpeHHS €(DEKTHBHOIO, HAMIAHOIO Ta 3pPYUHOLO Y
BHKOPHUCTaHHI 1TPOBOTO IPOAYKTY, IO BIATIORIIae CydacHUM BHMOTaM TPaBIB 1
JAO3BOJISIE TOCAITH BUCOKOIO piBHA dkocTi. [leit Bubip cupuaTuMe MaKCHMAaIbHIN
e(pEeKTHRHOCTI BHUKOPHCTaHHS HasBHMUX pecypciB Ta 3ade3levdTh YCINITHY

peasaiio IpoeKTYy.
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PO3JILJI 3. PO3POBKA 2D I'PH 3 EJIEMEHTAMMU ITPOLE Y PHOI
AHIMATTI

3.1. KoHnenmisg anroput™My IIpoIe iy pHoi aHIMaIni

Po3poOka mporieypHoi aHIMaIii, MOPIBHIHO 3 TPAJHIIHHAMH CIOCOOaMH €
Mae He3BUUAWHY pealizaliilo, alic JaHWA IPUHIUIL Mae psj CBOI BIIACHHUX
OcOOIUBOCTEN 3aBISKU SIKUM 3alIUINAETRCS aKTyalbHUM ITJ dac MPOeKTYBaHHSI
CYy4acHUX BIACO-1I0p. Y IOPIBHSHHI 3 TPaJUIIHHUMKA METOJAMU, K1 BUMAaraioTh
3HAYHUX 3YCHIIb JUIS PYUHOIO CTBOPEHHS KOJKHOIO KaJpy, HPOIEIypHa aHIMAaIlsd
JO3BOJISIE BUKOPUCTOBYBATH MaTeMaTWUHI aNTOpPUTMH ISl TeHepallii pyxiB Ta
ceKTiB.

ITponierypHa aHiMaris 3a0e3liedye BHCOKY THYUKICTh 1 aJallTUBHICTE.
AJITOPUTMIYHUANA MAXIA JO3BOJSE JICTKO 3MIHIOBATH llapaMeTpH aHiMalli, Lo
Ba)XIIUBO /IS CTBOPEHHS I1HTEPAKTHRHUX CEpPEOBHUIN Yy peajbHOMY daci, Mo
BHUKOPHUCTOBYIOTLCS YV Bijcoirpax 1 BIpTyalbHild peaibHocTl. Ile BlaKpHBac HOBI
MOKIHUBOCTI JJII KPEaTUBHOCTI, JO3BOIMIIOUH XYJAOKHHKaAM 1 PO3pOOHHKaM
CKCIICPUMEHTYBATH 3 PI3HUMHU BaplanTaMu aHiMariii 6e3 HeoOXiJHOCTI CTBOPIOBATH
HOBI1 KaJpH 3 HYJIS.

[Iponeypua amiMaiid TaKOXK CIPHSE CTBOPEHHIO OUILII PEaJicTHYHUX 1
dizuuno npapponogiduux edekris. Buxopucramms (I3HUHUX CUMYJBIINH Ta
MaTeMaTUIHUX MOjelel JIO3BOJsSIE CTBOPIOBATH MPUPO/IHI SBUITIA, TakKi K BOjA,
BOT'OHB, UM Ta 1HI. [{e He TLIbKY MABUIIY € 3aralbHy SKICTh BI3yalIbHUX ¢(EeKTiB,
ale it JoromMarae CTBOPIOBATH O1TBIT 3aXOILTIO0Y1 Ta peaTicTHIHI BIPTYallbHl CRITH.

Cyugaci mporpamui incrpymenry, Taki 9k Houdini, Unreal Engine ta Unity,
AKTUBHO I ITPUMYIOTH IIPOTISAYPHI METOIH, IO JO3BOIISIE IIpodecionHantaM y raimysi
rpadiky JIerko IHTEIPYBATH Il TEXHIKHA yV ¢BOI HpoekTd. Lle pobuth npoueaypny
aHIMAINIO BaKIMBUM €NEMEHTOM CYYacHOTO BUPOOHUHTOTO TPOIECy, CIPUSIOTH

CTBOPCHHIO iHHOBaLIifIHOFO Ta BUCOKOSKICHOTO KOHTCHTY.
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3.2. Etanu cTBOpeHHs aHiMalii

Jd CTBOpPEHHA ANTOPHTMY MpoUEAypHOi aHiMallii MOTPiIGHO PO3MOALIHTH

3aBJJaHHA HA JEKUIbKA €TamiB (pHc. 3.1).

IMeTa aHimauii

A 4

CTeOpEHHA
MaTEeMaTHHHOI Moaeni

Y

Knio4oBi To4KK
aHiMavii{onga nosopoTy
abo NnepemilleHHA)

A 4

CTeOpeHH:A
ANropyTIMY 4ANnA
repepauii adimauii

PucyHok 3.1 — ETany cTBOpeHHS MPOLEAYPHOI aHiMalii

1)  Crouarky moTpidHo, BH3HAYHTH 110 NOTPIOHO aHIMYBATH.

2)  Jani noTpiGHO CTBOPHTH MATEMATHUHY MOJAENb M CTBOPEHHA
aHimauii. MaremaTHuHA MOJENb LE CYKYIHICTh MATEMATHUHHX AITOPHTMIB, IO
BHKOHYIOTHCA B TEBHOMY TOpPAAY J7A CTBOPEHHA aHiMailli aGo 30imbIieHHS ii

TTARHOCTI.
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3) KmouoBl TOUKH BUKOPHCTOBYIOTHCH JUIS aHIMAINi YaCTHHH 00’€KTa:
TOOTO TIEPEMICTUTH Ha TIEBHE MICIIE, MOBEPHYTH a00 0OEPHYTH HABKOJIO T €l TOUKHU
(puc. 3.2).

4)  CTBOpeHHS aJITOPUTMY JJII aHIMAaIli — 1 (PYHKINA, IKa B3aeMOJIe€ 3

KIFOYOBUMHU TOUKAMH 00’ €KTa aHiMali.

Pucynok 3.2 - Ilpuxiajg KIFOUOBHX TOYOK aHiMarji

Tobro Mg geMoHcTpallli IPoOLEAYPHOI aHIMAaIli pPO3pOOHUKY ITOTPIOHO

OIpanrBaTH HEICTyI'IH_i CTalli:

1. BusHauuTH 1iHCTPYMEHTH PO3pOOKH I CTBOPEHHS TIPOLIEAYPHOI
aHiMarni

2, 3’gcyBaTH, K 00’ €KTH Ta SKUM YHHOM BOHU OVIYTh aHIMOBaHI

3. CTBOPHTH MaTEMaTHYHI MOJICH JUIS TeHEPYBAHHSI aHI MaIi

4. CTBOPHTH  ITPOBI  MEXaHIKM  B3aeMoJii TIpH  SKHX  OyJe

BUKOPHUCTOBYBATHCH 00’ €KTH aHIMAaIli JIg iX JeMOHCTpaIIi.

3.3. IHCTpYMEHTH po3poOKH

J1g po3poOKH JJaHOTO TIPOSKTY MOTPIOHO 0OpaTH ITHCTPYMEHTH, SKi O HaaIm

3pYUHE cepeJOBHINE I CTBOPEHHS MpolleAypHoi aHiMmaipi. J[Jig 1boro Kpaiiie
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BHKOPHCTOBYBATH — IrpOBHHA pymid. Cepeq NONYIAPHHX PYIIIB MOXHA BHAIIHTH
HacTymHi: Godot, Unreal Engine, Unity.

Jnsa pozpodkd Gyno obpaHo Unity. Unity — ¢ NOTYXKHHA ITPOBHH pPYIUiH,
AKHHA Hajae po3po0HHKAM MIHPOKHH CIIEKTP iIHCTPYMEHTIR [Nl CTBOPEHHS aHIMALlii

(puc. 3.3).

PucyHok 3.3 — Irpoeuit pymiii Unity

B xoHTEKCTI npouenypHoi aHimMalii Unity BHPI3HAETHCA CBOEK THYUKICTIO,
IHTETPOBAHHMH MOAJIHBOCTSMH Ta MATPHMKOK pi3HHX muaTdopm, moe polHTH
HOro ijeanbHHM BHOOPOM [T peaizamii ckiajjHHX aHIMaLi HHHX poekTIB. OJHIEw
3 KMWYoBHX ocoOmuHBocTed Unity € #Horo iHTerpopaHa cHcTema (i3HMKH, fAKa
I03BONIAE€ CTBOPIOBATH pPEaNICTHUHI aHimMalii, 6asoBaHi Ha (i3HYHHX 3aKOHAaX.
3aBadaKH BHKOpHcTaHHK PhysX Ta iHIHX (I3HUHHX PYIILiB, po3p00HHKH MOXKYThH
JETKO CHMYVIIIOBATH JHHAMIKY PIHH, 3ITKHEHHA O0'€KTiB, IpaBiTallil0 Ta IHIII
(i3uuHi sBHIA. [[e 0coGIHBO KOPHCHO /AN CTBOPEHHS NMPOLEAYPHUX aHIMalli, ae
PVXH F€HEPVIOTHCA aBTOMATHYHO HA OCHOBI (PI3HUHHX MapaMETpIB.

Unity TakoXk MNPONOHYE MOTYAHI IHCTPYMEHTH [N CTBOPEHHS CKPHIITIB,
30KpeMa BHKOPHCTAHHA MOB MPOTPaMyBaHHs TakHx SK C#. 3a JOMOMOroKw JaHoi

MOBH PO3P0OGHHKH MOKYTh CTBOPIOBATH CKJIAJIHI ANTOPHTMH MPOLEN YPHOT aHIMallii,
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K1 pearyioTh Ha B3acMOJI1l KOpUCTYBada ado 3MIHIOIOTLC B peasibHOMY vacl. Lle
JO3BOJISIE CTROPIOBATH 1HTEPAaKTHBHI Ta a/JallTHRHI aHIMAITIHH1 CHCTEMH, K1 MOKYTh
3MIHIOBATHUCS 3QJICKHO Bl YMOB I'pH a00 cepelOBUIIIA.

Mora nporpamyBanusl C# Mae HACTYIIHI IepeRaru:

° PO3pPOOHUKN MOKYTh CTBOPIOBATH KJacH, 00'€KTH Ta 1HTepdeicH, mo
CIIPOIIY € YIIPABIIHHA CKIAJHUMH IIPOBUMH CUCTEMaMU Ta aHIMAaIllsIMHU

° C# 1urerpyerbest 3 1wiardopmoro NET, mo 3abestieuye jpocryin jao
BeTUKo1 010MoTekH KiaciB 1 PyHKINM 11 podoTH 3 daitmamMu, Mepekamu, OazaMu
JAHUX Ta 1HIIAMH BaKIMBUMH aclleKTaMu po3po0KH J0JaTKIB.

° Unity marpumye idrerpamio 3 Visual Studio — oguum 3
HaloTYKHIIMHUX cepeoBuIl po3podku st C#. Visual Studio Hajgae MmoTyKHI
THCTPYMEHTH IS BLIJIArOKCHHS, aBTOIOIIOBHEHHS KOY, YIIPABIIHHS BEPCISIMU Ta
daraTo 1HITIOTO, IO 3HAYHO II1IBUIY € IPOAY KTHRHICTE po3polKy IpoekTy [9].

JIJIs CTBOPEHHS TEKCTYP B IPOCKTI BUKOPUCTOBY €ThCS I'paiuHUil pelakTop
Krita.

Krita — 11e Oe3koImTOBHHMI Ta BIAKPUTHH IpadidHIH peaakTop, SKHit MIPOKO
BUKOPUCTOBYE€THCA I CTBOPEHHS ITM(MPOBUX MaIIOHKIB, KOHIICIT-apTy, KOMIKCIB
Ta TEKCTYp s 1rop. BiH Hajiae TOTYKH1 1HCTPYMEHTH IS XY I0KHHKIB, & TaKOK
MOKIHUBOCTI JUII  CTBOPEHHSI BHUCOKOSKICHHX TEKCTYDP, SKI MOXYThH OYTH

BHUKOpHUcTaH] B Unity Ta 1HIMMX 1ITPOBHUX PYIITISX.

3.4 Po3po0Oka mIpoekTy

ITlo0 pozmodaTu po3podKy, HEOOXITHO CTBOPHTH HOBHM mpoekT B Unity,
CTBOPHUTH JIeK1NIbKa 00 €KTIB Ta CKPHIITH IS iX aHIMAIlli Ta KOHTPOIIO. 3arajioM

CTPYKIYpa KJIACIB IIPOCKTY I KOHTPOJIO 00’ €KTIB BUIVIAAE HACTYIIHUM YHHOM

(puc. 3.4) [11]:
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4 Methods
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4 Methods
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CameraFollow #
Class.
-+ MonoBehaviour

4 Fields
@ offset
@ smoothspeed
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4 Methods
g Start
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Pucynoxk 3.4 — Jliarpama xi1aciB IpoexTy

[Torpi6no poz16paT Koxen kiac, #oro (pyHKINI, Ta SK BOHH TMPAITIOIOTE.

[Tepmuit xrac MainSystemSeript -

MainSystemScript
Class
= MonoBehaviour

-

4 Fields

arrayFriends
Cells

foods
Friendicon
FriendPrefab
iconsFriends
MiniMap

miniMapsize
player
ma

HOLLVIL0DDD

oo

Scaler
secondsWait
© worldsize
Methods

Sy CreateGamefri...

® CreatelconFrien..

F OnEnableTrail
@ Sshuffle

@y Start

@y Update

Py Updatefriendlc...

@y UpdateMiniMap
Dy WiatTrailPosition

miniMapPlayerl...
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Ie TOJOBHHM KJlac MPOEKTY, SKHH

BHUKOHYV € DOJIb «ajMIHICTpaTOPay . KOHTPOIIOE dKa KUIBKICTh 00 €KTIB Ha CIIEHI, Ta
b

CTBOPIOE J0aTKOBI 00” eKTH ab0 0OMEXY € iX CTBOPEHHSI, SIKITIO ITe TTOTPIOHO.

L

Ga

L1st=G

secondsWait;

n> Cells;
FriendPrefab;

t> arrayFriends;

System.

orm player;
MiniMap;
miniMapPlayerlcon;
FriendIcon;
me ct> iconsFriends;
worldSize = 81F;
miniMapSize = 1@6f;

at Scaler;

Prcynok 3.5 — Bxignl gani xracy MainSystemScript

Posrmgnemo dyukiiio CreateGamelriends. Bona croproc Ta

irpoBt 00'exTH "friends" Ha crieH1.

HIIMATI3Y €
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CreateGameFriends()

for (Cint 1 = @; i<Cells.Count; i++)

i

ct go = Instantiate(FriendPrefab, n=w \ 2(0,20), Quaternion.identity);
CreatelconFriendMap(new Vector2(e, 28));
= "Friend " + i.ToString();
211 forwardToCell = go.GetComponents 1>();
1> shuffledCells = Shuffle(new Li: I >(Cells]);
cell in Cells)

g.Log(cell.name);
Debug.Log("/ e

forwardToCell.targets = shuffledCells;
arrayFriends.Add(go);

PrcyHok 3.6 — Oynka CreateGameFriends

BoHa MpoXOmHTE Uepes BCl KOpAHaTH vy crrcKy Cells, 1 11a KokHOT mTosHIni
CTBOPIOE HOBHIT 00'€KT Ha OcHORBI MmabnoHy FriendPrefab 3 mouaTkoBoro mosHinero
Vector2(0, 20). ITicng ctBopeHHA 00'€KTa TaKoXK CTBOPIOETHCA 1KOHKA AT MIHI-
KapTH uepes BUKIHK (yHKINT CreatelconFriendMap. In'g kosHOTO HOBOTO 00 €KTa
BCTaHOBIMOEeThbea 4K "Friend" 3 BigmoBigHum HomepoM. DYHKINS OTPHMYE
komrroHeHT ForwardToCell 3 of'ekra, Ta mepemiimye crmcok mosmini Cells 1
BCTAHOBIIOE HOTO 4K INBOBL TMmosHIni amg xomroHeHTa ForwardToCell. B wipmn,
CTBOPeHIT 00 €KT TOMaeThCA A0 CIHCKY arrayFriends Ia MOAambIoro KepyBaHHsL

Oyuxirga UpdateMimMap BiAmopifae 3a OHOBIEHHI MTO3HINI 1KOHKH I'PaBIld

Ha MIHI-KapTi, mod BigodpaxkaTH HOro MOTOYHE PO3TAIlyBaHHI B ITPOBOMY CBITI.

UpdateMiniMap()

3 playerPosition = player.position;

r2 miniMapPos = Jector2(playerPosition.x = Scaler, playerPosition.y *= Scaler);

miniMapPlayerIcon.anchoredPosition = miniMapPos;

Prcyrok 3.7 — Oyukang UpdateMimMap
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CHodaTky $VHEINA OTPHMYE [DO0TOUHY II0SHINK TPAENA 24 [J0II0MOT O
napamerpa playverposition Jam 14 mosima Maciorabyerecd BINIOBITHO 10
P OSMIIE MIHL-KApTH 24 QOIIOMOT 0K Iapamerpa scaler, m(ob KoopqHHATH iTROEQrD
CEATY EBIIOETATH KOOPOHHATAM MiH-KapTH [liciod [ROr0o OOSHINA TpaBid
NEPETEOPHETECA B KOOD IMHATH MIH -KapTH 1 2bepiracTeca v auamEA mimhlapFos.
Ham $vHKINA 0HOBIHOE IMOSHIK IKOHEHM IPaBld Ha MHI-KApTi, ECTAHOBII WM
EMAcTHECTE anchoredPosition ob'exra  minbdapPlayerlcon Ha  2HageHHA
mmunillapPos. Tamm =mEomM, KOHKA [PAELd HA MIHI-KapTl [TepeMiIIyeT BCi
BiMIOBIOHO 00 HOro pyEEe ¥ Il

JIaH1 Ha MiH-FapTl 0HOEJHKTEC B p CATEHOMY Hacl 23 OI0oMOrom §yHETl
Unpdate (puc. 3.87

UpdateMiniMap();

UpdateFriendIconsMaps();

Pucyuow 3.5 — dyaiana Update

Dyarna Update B Unity € 0gHHEM 2 0CHOBHIG METOIE, AFMH BHIIIKACTECT
HAa KOEHOMY Kagpl IpH. BoHa BHEOPHCTOEVETECA OJA PEANAINi JOTIEI, KA
IINEHHHA EHKOHYEATHCA [IOCTIHHO M7 9ac poboTH mH, TasHs A obpobka EROTY
KOPHCTVEAYA, OHOBIEHHA cTaHy o0'ckTiE, EMKOHAHHA agiMamiE Ta QleduHHE
0 boicTeHE.

Dyrrna Updatebriendconshiaps BiMIoRigae 22 OHOBJIEHHA I0SHIH 1KOHOK

NpVAE HA MIHI-KAPTL BIIOEIIHO 0 iX T0TOMHOT 0 POSTALTYEAHHA ¥ CEITL TP



oid UpdateFriendIconsMaps()

for (int i = @; i< arrayFriends.Count; i++)

riendPosition = arrayF iends[i] .transform.position;

miniMapIcon = ne: 2(friendPosition.x * Scaler, friendPosition.y = Scaler);

rm rectTransform iconsFriends[i] .GetComponents<! m>();

nsform.anchoredPosition = miniMapIcon;

Pucynok 3.9 — Oynxuig UpdateFriendlconsMaps
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DYHKING [OPOoXOmUTe 4Yepes Bcl o00'ekTH B coHcKy arrayFriends,

BHKOpHCTOBYIOUM IUKI for. Jlmg KoxkHOTO 00’€KTY OTPUMYETbCI HOTO IOTOYHA

MIO3UINA y CBITI 3a mgomomororn arrayFriends[i].transform position. Lle 3HauveHH4

30epiracThed v 3MiHHIA friendPosition. [To3uiig o6’ ekTy y ¢BiTI MacmTadyeThed JI0

KOOpAMHAT MiHI-KapTH. Lle poOHThCS IUIIXOM MHOKEHHS KOOpAWHAT X 1 ¥ Ha

3HauYeHHS Scaler, gKe BIAIIOBifac CIIBBLIHONIGHHIO MK PO3MIpaMH CBITY 1 MiHI-

KapTH. Pesymbprar 30epiracthed y 3miHHIN miniMaplcon. [losnumig ikoHKH Ha MiHI-

KapTl OHOBIIIOETHCH BIAMOBIJIHO JIO MacMITadopoBaHWX KoopuHAar. lle poOuTthed

[IJIIXOM BCTAHOBJIEHHS BracTHBocTl anchoredPosition o6'ekra RectTransform ma

sHayeHHa miniMaplcon (puc. 3.10).

CreateIconFriendMap(Vector2 position)

ject _iconFriendMap = Instantiate(FriendIcon, Vector2(position.x =

1c0nF11endHun transform.SetParent(MiniMap, false);
iconsFriends.Add(_iconFriendMap);

Pucynok 3.10 — @yHkmig CreatelconFriendMap

Oyuxmig CreatelconFriendMap cTBoproe BIAIIOBINHI 3HAKM Ha Mall, 9Ki

MTOKA3yIO Th IIPUOH3HE ITOJIOKEHHS 00’ €KTY B ITPOBOMY CBITI.

OcTtanHg HYHKIN I JaHOTO Kacy e Shuffle.

Scaler,

positio
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rm>=  Shuffle(List<T

list.Count — 1; i = 8; i—)

1.Range(@®, i + 1);
. temp = list[i];
listli] = vlistl3];
List[j] = temp;
H

return list;

Pucynok 3.11 — @yukmisg Shutile

Jana PyHKIIS BHKOPHCTORYEThCSA I MepeMIIIYBAHHA 00°€KTiE MacHBY ¥
BHOAAKOBOMY TOPSAKY /51 00 e€KTiB, SAKI NepeMilYHOTLCA MDE PI3HHMH
KOOPAHHATAMH.

Hacrynuu#i kmac ne ForwardToCell. Jdanmit xmac mae cobi dyHKIL, 110

BHKOPHCTOBYIOTHCS I HARITaIlli Ta nepeMill[eHHS 00° €KTY 3a IIeB HHM MapUIpy TOM

{puc. 3.12).

pat _rotSpecdTargek;

int |."IIT'TFI'I1‘|.’.T"I'_]1"1’| ndex

. isRotating = fzlse
rokalionTimer - &F;

wni ocdbistace = 1681;
t profabrood;

it e distan aveled:

ate Veetor? lLastSpamnPositiang

Pucyuok 3.12 — Kmac ForwardToCell

Dyukiisn MoveToTarget pifgnoeimac 3a mepeMieHHsT 00'ekTa 10 MiMHOBOI

MO3HII1, 00paHoi 3 MacHBY 1ML OBHX TOUOK targets (puc. 3.13).
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i MoveToTarget()

1 target = targets[currentTargetIndex];

2 _directi target.position - transform.positi
t angle = M a irection.y, _direction. athf.Rad2Deg;
Quaternion rotati 0 ion.AngleAxis(Cangle, V forward)
transform.rotation -Slerp(transform.rotation, rotation, _rotSpeedTarget » Time.deltaTime);

2 direction arget.pesition - transform.position).normalized;
t distance =\ 2.Distance(transform.position, target.position);
if (distance > rotationDistance)

or2 newPosision = di tion * moveSpeed * Time.deltaTime;
transform.position +=r1 newPosision.x, newPosision.y, 8);

1se
isRotating = true;

rotationTimer = rotationTime;
}

Pucymox 3.13 — ®@yukiis MoveToTarget

Bowna 06pobmsie ax obepTanus 00'eKTa HaBKOJIO ML, TaK 1 HOTO TIEPEMITIICHHS
g0 Hhoro. Ha movyaTtky (yHKINT BH3HAYAETHCS T[UTHOBAa MO3HIIS, A0 AKOi 00'eKT
nopuHeH mnepemimaTucsa. Ile poGuthes 3a gomomoroio Transform target, ne
targets| currentTargetIndex | BuzHauae moTouny s, CroyaTky PyHKINS OOUHCITIOE
HAmPSMOK J0 TN 3a Jomomoroto Vector?2 direction, 10 € PI3HHICIO MDK
HO3UIMAMH TUTL Ta 00'ckTa. [loTiM oGUHCTOEThCS KYT 00SpTalis 3a JOTOMOTOIO
Mathf.Atan2. Ha ocsHoBI mporo kyrta cTBoproeThesi Quatemion oOepTaHHA
Quaternion rotation, 1 ¢yHKIS mWIaBHO o0epTae 00'eKT Yy HANPAMKY MO MU 3a
JOTIOMOTOFO Quaternion. Slerp, BPaxoBYIOUH TIBH/TKICTh oGepTaHHS
_rotSpeedTarget.

@yukimig RotateAroundTarget pimmoBiae 3a obepTanHs 00'eKTa HABKOJIO
IiMbOBOI TOUKH MPOTITOM ITICBHOTO 4Yacy. BoHa Takok KOHTpOMOE MEpexii Jo

HACTYIIHOL TUJT1 TIC/IS 3aBepIicHiist oOepTanus (puc. 3.14).
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RotateAroundTarget()

n target = targets[currentTargetIndex];
rotationTimer —= Time.deltaTime;

if (rotationTimer > @)
{
angle = rotationSpeed * Time.deltaTime;
r3 offset = transform.position - target.position;

transform.position = target.position + Quaternion.Euler(®, @, angle) * offset;

}
else
{
isRotating = false;
currentTargetIndex = (currentTargetIndex + 1) % targets.Count;

Pucynox 3.14 — @ynxima RotateAroundTarget

CriouaTKy BU3HAYAETHCH ITOTOYHA ITUTHOBA TIO3MIIM, HABKOIO AKOi OD'€KT
Oyne obepratica. BinoyBaeThcd aHATOTIMHA OMEPaIlis K B MOTIEPSTHBOMY METOJT.
Tatimep obeprammg rotationTimer 3MEHITYe€ThCI KONMHM BIMHIMAECTHCA Hac, IO
TIPOUIIIOB 3 OCTAHHBOTO Kanpy, BuKopucToByioun Time.deltaTime. Ile 3abesnedye
IIOCTYIIOBE 3MEHINICHHI TaiiMepa 3 KOXHHM KamgpoM. SIKmo TaiiMep obepraHHI
OB 32 HYJIb, 00'€KT MPOIOB KY€ 0bepTaThC HABKOIO ITUTL. OOTUCTIOETHCI KY'T
obeprammg float angle, axumit 3ames#mTh Bif MBUAKOCTI obepTaHHg rotationSpeed 1
Tacy, o npoitmos. BexTop offset Buznauace smimenHs 06'cxta BimHOcHO 11UT. HoBe
TTONIOKEHHT 00'eKTa OOUMCITIOEThCA TUIIXOM 3acTocyBaHHg (Quaternion obepraHHd
Quaternion. Euler(0, 0, angle) mo 3mimmeHHd, 1 1€ 3HAYEHHI JOAAECTHCA IO MO3UINI
mum target.position. Skmo Taiimep obepraHHg mocarae Hylmd abo cTae MEHITIMM,
o0'ekT TpuTMHIEe 0bepTaHHd. 3HadeHHd 1sRotating BcranoBmioeTheda Ha false, 1o
CHUTHAII3Y€ IIPO 3aBePIIeHHI OO0epTaHH.

®Oyuxmia CheckDistance BimmoBimae 3a oOuMcieHHd TPOUAEHOI BIACTAH1

06'€KTOM 1 CTBOPEHHI HOBIX 00'eKTiB (i7K1) MCII TTOAOIAHHS TIeBHOI BiflcTaHI (puc.

3.15).
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':i_CHeckDistance()

o

distanceTraveled += V r3.Distance(transform.position, lastSpawnPesition);

if (distanceTraveled >= SpawnFoodDistace)
i

SpawnFood() ;

distanceTraveled = B8f;

}

lastSpawnPosition = transform.position;

Pucynok 3.15 — @yuakuia CheckDistance

Ha mouatky dbyHkis 30inbmye 3HaueHHS distanceTraveled Ha BificTaHb, AKY
00'€eKT  MpOHINOB  BiJ] OCTAHHBOI TOYKH  CHABHY, BHKOPHCTOBYIOUH
Vector3.Distance(transform.position,  lastSpawnPosition). Skmo npoiaeHa
BIICTAHL [IEPEBHINYE BH2HAueHe 3HaueHHA SpawnFoodDistace, BHKIHKAEThCA
¢yHkuia SpawnFood panga creopeHHAs Hoporo o0'€kTa iKi, 1 3HaAUEHHA
distanceTraveled ckupaeTbed A0 Hynd. HapemTi, OHOBIIETbCS 3HAYEHHA
lastSpawnPosition, mwo0 30eperTH NOTOYHY MO3HIIK0 00'€KTa AK OCTAHHK TOUKY

reHepaii.

Seript.foods.Count >160)

go = Instantiate(prefabFocd, transform. position, Quaternion.idemtity);
cript.foods. Add(go);

Pucynok 3.16 — @dyukuis SpawnFood

Dyukis SpawnFood BiinoBiae 3a cTBOpEHHS HOBHX 0G'e€KTIB ixk1 v pi. B
NEPIIY UEPry IMEpPeRipAeThCA, UH KINBKICTH O0'€KTIB iK1 B OCHOBHIH CcHCTeMI
MainSystemScript.foods He nepepuye 100. Akino kinbkicTh 00'ekTIiB Gibine 100,
GYHKUIA OPOCTO TOBEPTAEThCA (€3 CHAaBHY HOBHX 00'€KTIB. SKINO KUNBKICTh

00'eKTIB MEHIIA, CTBOPHETHCA HOBHH 00'€KT ikl 3a Jomomorow mnpedady
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prefabFood wa motouniit mozmmi of'ekra 3 Quaternion.identity (To6to 0Ge3
obepranna). Hopwmit 06'ekT momaeThest A0 crmcKy foods B ocHOBHIM cucTemi
MainSystem Script.

Hactymmnii kmac e BIIHOCHO He Benukum, 1ie — CameraFollow (prc. 3.19).

- smoothSpeed = 8.125F;

(®)

tor3 desiredPosition = target.position + offset;
smoothedPesition = Ve *3.Lerp(transform.position, desiredPosition, smoothSpeed);
transform.position = smoothedPosition;

Pucynok 3.17 — ®yuxiis CameraFollow

Jlanwit Kmac BUKOPUCTOBYETHCS, IMOO Kamepa CIJIKyBana TOCTIHHO 3a
o0 exToM TpaBms. Mae mmme 1 mpargorouy ¢yukiiio Update, mo kxoxeH pas
BIICTIAKOBYE TIO3HITIIO TPABI, Ta TIePeMIIIye KaMepy B HaIpsMKy TPaBIIA.

Jam nactynHuii knac RotateTarget, gxuil BIANOBIIAe 3a KepyBaHHIM

00’ €KTOM TpaBIld, Ta HOTO PeakIiio M Jac 3ITKHEHHS 3 THITHNMI 00 eKTaMHi (pHC.

3.18).
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sin UﬁityEngine;
UnityEngine.UI;

rotationSpeed;
} direction;

Loat moveSpeed,

ain.ScreenToWorldPoint(Input.mousePosition) - transform.position;
irection.y, direction.x) f.Rad2Deg;
on.AngleAxis(angle, ) forward);
lerp(transform.rotation, rotation, rotationSpeed * Time.deltaTime);

courPos = ain.ScreenToWorldPoint(Input.mousePosition);
newPosition = 2.MoveTowards(transform.position, courPos, moveSpeed * Time.deltaTime);
thf.Clamp(newPosition.x, -86f, 86f);
newPosition.y f.Clamp(newPosition.y, -88f, 88f);
transform. pos. = newPosition;

Pucynok 3.18 — Kuac RotateTarget

Jlanmii knac Mae 3 gynkmii: Update, OnCollisionEnter2D, CheckLevel.
Oyukuig Update B gaHOMY KOJI BIATIOBIJIa€ 3a OHOBJICHHS MO3MINI Ta
obcpTanHs 00'eKTa Ha KOKHOMY KaJipl I'pH, 0a3ylounch Ha MOIOKCHHI Kypcopa

muimi (puc. 3.21).

direction = Ca .main.ScreenToWorldPoint{Input.mousePosition) - transform.position;
t angle = Atan2(direction.y, direction.x) *
Quaternion rotation on. AngleAxis(angle, Ve
transform.rotation = r 1.Slerp(transform.rotation, rotation, rotationSpeed * Time.deltaTime);

r2 courPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
newPosit 2.MoveTowards(transform.position, courPos, moveSpeed * Time.deltaTime);
newPosition.x = f.Clamp(newPosition.x, -BOf, 88f);
newPosition.y = Mathf.Clamp(newPosition.y, -86f, 88f);
transform.position = newPosition;

Pucynok 3.19 — ®Oynkiig Update

DOVHKIA 00UHCIIOE HAPIMOK 10 Kypcopa MHINI B TOTOYHOI MO3HINL
o0'ekTa. Jlost THOTO BHKOPHCTOBYETHCS HACTYITHA (hyHKITIS:
Camera.main.Screen ToWorldPoint(Input.mousePosition). Bektop  Hampsimy
BUKOPHUCTOBYCTLCS I OOUMCIICHHS KyTa o0epTaHHs B pajiiaHax 3a AOMOMOIOI0

Mathf. Atan2(direction.y, direction.x). O0'¢kT 1j1aBHO 00epTACTLCS 10 HOBOI HO3MUIIT
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Kypcopa 3a  Jomomorole  Quaternion.Slerp(transform.rotation,  rotation,
rotationSpeed * Time.deltaTime), ae rotationSpeed BH3Hayae IIBHAKICTD
ofepraHHA. [am BHKOpHCTOBYIOUH ¢yHKII0 Vector2 MoveTowards, of'ekT
MEPEMINTYETbCA A0 HOBOI TIO3HLIH, BH3Ha4eHOI KypCOpOM MHIIN, 3 3a7aHOIo
mBHAKICTIO moveSpeed. 1e 3abesnedy e MMaBHHHA pyx 08'eKTa A0 Kypcopa.
Hactyrmma dynakina OnCollisionEnter2D. @yHKiA BiATIoRiTae 3a 00podKy
3ITKHeHb 00'¢KTa 3 HMIKMMH 00'eKTamMHd B JIBOBHMIpHOMY IpocTopi (2D). BoHa

peary € Ha 31TKHeHHA 3 00'eKTaMH, 1o MaroTh Ter "Food" (puc. 3.20).

sionEnter2D(Collision2D collision)

if(collision.gameObject.tag == "Food")
i
Debug.Log("3'ie");
Food++;
points.text = Food.ToString();
Destroy(collision.gameObject);
for (int i M: temScr foods.Count - 1; i == @8; i—)

yt.foods[i] == null)

CheckLevel();

PricyHok 3.20 — @yukiia OnCollisionEnter2D

dyHKIA niepeRipae  Ter ol'ekTa, 3 AKHM  CTAlOCH  31TKHEHHS,
BHKOpHCTORYIOUH collision.gameObject.tag =— "Food". 30inbmIy €TheA 3HAYEHHA
3MIHHOI Food Ha ompHHIII0, 10 BigoOpakae KITTbKICTD 310paHol DKl OHOBIIOEThCA
TeKCTOBHH elleMeHT points, mod BioOpa3HTH HOBe 3HaYeHHA JNUHIbHHKA 1Ki,
BHKOpHCTORYIOUH points.text = Food. ToString().O6'ekT TKI, 3 AKMM cTalocA
3ITKHEHHS, BHAAMAETLCA 3 CLIEHH 3a JoromMoroio Destroy(collision.gameQObject).

[Ticnsa BHOANeHHA, TAKMK OMHINAeThCH crHeoK foods.
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OyHraiga Checklevel eifmorifae 3a TepeRIpKy KIMBKOCTL 2i0paHOi ixKi
(3HaueHHA Food) 1 3miHy po3mipy 00'eKTa, a TaKkoXE AKTHRAIIKD JONATKOBHX

eIeMEeHTIB (IIYITATEIs ) 3aleKHO BT PIBHA 1K1 (pHc. 3.21).

:-CﬁeckLeueIC)

if(Food > 10 && Food < 58)
¥
i

gameObject.transform.localScale new Vector3(e. B.35F, 8);

}
if(Food > 50 Food < 16@)

i

gameObject.transform.localScale = new Vector3(e.
Tentacles[1] .SetActive(true);

i

if (Food >188)

f
gameObject.transform.localScale = new Vector3(®e.
Tentacles[2].SetActive(true);

PucyHoK 3.21 — @yHEKm g CheckL evel

HacTtymmm#t HeBemmkmii Krac RotateWithoutMouth. BHKOHye TITBKH
o0epTaHHA 00’ €KTY BIJJHOCHO 00’ €KTY TPaBId (pHC. 3.22).

t rotationSpeed;
1 target;
2 direction;

t moveSpeed;

transform.positian;
ion.y, di i

PucyHok 3.22 — Kmac RotateWithoutMouth

JIIs cTBOpeHHS IIpOleypHOI aHiMamli BHKOPHCTOBYEeThcA Kinac Tentacle.

Kmac Tentacle B Unity BiamoBiae 3a CTBOPEHHA Ta AHIMAIIK IIYIIANBIA, SKE
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CKIaaeThed 3 KUIBKOX cerMeHTiB. Kiac BHUKopHcTOBYe KoMmItoHeHT LineRenderer
I BI3yam3alli NIynadbild 9K JIHIT 3 CerMEHTIB, 9Kl TUIaBHO PyXaloThCd Ta

CITIIYIOTH 3a IMUTHOBOIO TOUKOIO (puc. 3.23).

tragetPoint;
argetDist;
SmothSpeed;
1t TrailSpeed;

wigleSpeed;
wigleMagnitude;

lineRenderer.positionCount = length;
segmPoses = ne
segmentV =

Pucyrok 3.23 — Kmac Tentacle

[Tone length Bu3Hawac KUBKICTHL CerMEHTIB IMynanbild. lle 3HadeHHT
BUKOPUCTOBYETBCA M9 BCTAHOBJIEHHS KUTbKocTl Tozuinit v LineRenderer Ta
CTBOPEHHS MAacHUBY TO3MINHN 1 BeKTOpiB cerMeHTIiB. LineRenderer BimmoBimae 3a
PEHASPUHT Ty TanbIld a9k miHii. Macip segmPoses 30epirae os3uIli BCIX CETMEHTIB
Ty mambiid. [louaTtkoba O3HIN 3afaeThed K TIO3UINA 00'€KTa, O IKOTO TIPHB'93aHe
ITyITambIe.

Meron Start BUKOHY€TBCA OOMH pas IIPH 3allycKy. BiH 1HIAII3ye KUIBKICT
nozuni y LineRenderer pimmopigHo mo sHaueHHd length. Takoxk CTBOPIOHOTECA

macuBu segmPoses Ta segmentV (prc. 3.24).



40

lineRenderer.positionCount = length;

segmPoses = new Vect [length];
segmentV = new Vector3[length];

PucyHoK 3.24 — ©vHian st Start

Metoq Update BHKIHKaeTbCsI Ha KOKHOMY Kaipi rpH. Cro4aTky BiH
o04HCIIoe 00epTaHHA NyIANBLA A1 CTBOpPeHHA e(eKTy KQMHBaHHA,
BHKOpPHCTOBYIOUH wigleSpeed i wigleMagnitude. ITepuniii cermeHT NIyIIAIBLA
BCTAaHORJIIOE THCA B TI0ZHIII0 00'€KTa, A0 SIKOTO MIPHEsi3aHe HIyHaibile. Jam KoxkeH
CerMEHT UIYOAIBLII IUTABHO PYyXaeTbCd J0 HOBOI TMO3HINI, BHKOPHCTOBYHOYH
fiyHEI0 Vector3.SmoothDamp, sika zalesnedye 3riajJKeHHH pPyX CEeTMEHTIE 3
ypaxyeaHHsiM Tapametpie SmothSpeed 1 TrailSpeed. Kinnepi mozHifii Beix
CEeIMeHTIE BCTAHOBMOWTLECA ¥V LineRenderer s Bizyamizaifii IIVITANELA (pHC.

3.25).

wercd) @ algleHagnitnde] -

+ vagelPeinb.righl = lagelddet, oo avgan W], SsethSesod 30 Tradldedl |

linsReaderer. StocaitdcnelmeguFanea;

1

PucyHOK 3.25 — @dyHkaist Update

HacTyrHHE KpoK, Le pozpodka caMol CIleHH pazoM 3 o0’e¢KTaMH Ta

BECTAHORJIEHHSI HA HHX BIATIORIJHHX CKpPHIITIE (pHC. 3.26).
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Unity 20223.15f1 <DX11>
Help

Pucynok 3.26 — Poboumnii 1HTepdeiic Unity

[TorpibHo posnoyaT 3 Kamepu gaHOi clieHu, aJiKe yepes Hel rpaBelh OauuTh

BC1 TIPOIIECH Ta aHiMarli (puc. 3.27):

n v Camera Follow (Script)

Universal Additional Camera Data (Sct @ 3*

B v Main System Script (Script)

Pucynox 3.27 — Cxpuirry, mo mac o0’ ekt Camera

3a3Buuait mpu po3polIll ITPOBUX JOAATKIB, HaWBaKIUBIII CKPHUIITH, IO

BIIIOBLIAIOTL 34 1TPOBY CHCTEMY IPHKPIIUIOIOTHCA JIO KaMEpH, TOMY IO BOHA
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TapaHTOBAHO 3ATHIIIHTHCA Ha CiieHl. be3 Hel HeMOXITHBO BI/TOOPA3HTH Ta PEICPUTH
TICBHE 30 0pasKEHHS YH TEKCTYPH.

Jias BimoOpaskeHHS 3adHBOTO (POHY, SKE 3aBKIH BLIOOPAKAEThCA TIO3ay
CIICHH HC 3aJICHKHO BT MICIIA TIOJIOKCHHS TPaBIld, BUKOPHUCTOBYeThes Canvas (pHC.

3.28):

=

v Canvas

100
Enabled

Default
0

er Ck Nothing

"W ~ Canvas Scaler
Scale With Screen Size
00 Y 600
Match Width Or Height

Pucynok 3.28 — O6’ekT Canvas Ta Horo KOMIIOHEHTH

Hanamrysanus Screen Space — Camera, J03BOJBIOTh NPUKPITUTH JaHHK
00 eKT 3a KaMepo1o, 1 KOXKEH pa3 KoJIH KaMepa Oyjae mepeMIlyBaTucs, 3aaHiH doH
Oy/ie pyXaTUCS Pa3oM 3 HUM.

Canvas JI03BOJII€ JOJABATH PI3HI €IEMEHTH 1HTepdeiicy MOUHHAIOUH B
TEKCTY Ta KHOIOK JI0 PI3SHOMAHITHHX ClalaepiB 4Ki MOXKHA HaJIATNTOBYBATH IS
BTacTHHX mMoTped. B gaHOMy MpoekTi € MUMIBHUK, SKHH BLIOOpa)kae KUTBKICTH

310panoi i1 3a gJomoMoroio 06 ekty Text (puc. 3.29).
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PrcyHok 3.29 — 00’ exT Text

KpiM miuMnbpHHKA TAKOK € MiHI-KapTa, Aka 300pakae Mook eHHs rpaBLd Ta

IHIIMX 00’ eKTIR, M0 pyXanThesd (pHc. 3.30):

PucyHok 3.30 — Miui-kapatT

Jami 06”eKT, AKHM Kepy e caM rpagellb (pHc. 3.31).

PrcyHok 3.31 — O6’ ekt HeroGO
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JaHHH 00’€KT MepeMIlIy€eThCA 3a JOMOMOIOH MPHKPIIUIEHOI0 CKPHIITA

RotateTarget, za Kypcopom MHIIL. [TaHHH 00°€KT Mae JeKiIbKa JO4ipHiX 00’ €KTiE,

1110 Oy Iy Th aKTHEYBATHC [IPH 3i0paHil IepHIH KiNBKOCTI 13K :

W | BT

I__ Vidll ] s
“7) HeroGO

&9 Tentackle

PrcyHoK 3.32 — [TodipHi 00°ekTH HeroGO

O0’ekToM aHiMaIlii eHcTymae Tentackle, el 00’ekT npefacrantae coboio

LineRenderer, AKHM KepyeThbCs TaKOK BIAMOBIAHHHA OPHEPITUIEHHH CKPHIIT, SK 1

Hasea 00 eKTy (pHC. 3.33, 3.34):

Tag Tenla * Layer Dataul

FPrefeb @ T=imlackia 1

Qpen

@ 5t

Simplily 1

Tiler e Sirpliry

PucyHok 3.33 — O0%ekt Tentackle.
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PucyHok 3.34 - O0’ext Tentackle (30BHIIIHIHA BATIIAN)

Hactynuuii 06’ ekt Cell, Ha cUeH] iXHA KUTbKICTh CTAHOBHTD 5 TAKHX 00 €KTIB.

BHKOPHCTORYIOTBCS SK IUJIbOBI TOUKH JiIs nepeMilmneHHs o0 ekTiB friends (pHc.
3.35).

PucyHok 3.35 — O6°¢ekr Cell

OcTtanHiMu 00’ extadMu € FriendPrefab, mo nmiuac pyxy cTBOPIOIOTE iKY M1

rpaBuUd (pHc. 3.36):

Pucynok 3.36 — O0’ekT Friend
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3.5 TecTyBaHHS MPOEKTY

Cnouatky nmoTpiOHO 310paTi MpoekT, mod Horo MoxHa Oylo BIIKPUTH Ha

OVAb-AKOMY KOMII KOTEp1, AJIs [IboTo moTpidHo BiAkpuTH BikHO File/Build Settings

(puc. 3.37):

Scenes In Build

Add Open Scenes

Platform L3 Windows, Mac, Linux

|;| Windows, Mac, Linux r Windows

E Dedicated Server

|ﬁ| Android
Android

Intel 64-bit

E WebGL

Default

Asset Import Overrides
No Override

n No Qverride

Pucynok 3.37 — BikHo A/ ¢cTBOpEeHHS 301pKH MPOCKTY

[Ticns 301pku mpoeKTy MOTPiOHO BIAKPUTH MPOCKT Y TAIIl, Ta 3HAHTH .€X¢

aiin, Ta BIIKPUTH HOTO!

MonoBleedingEdge

PrecudarlAnimationGeneration_BurstDeb...

PrecudarlAnimationGeneration_Data

@ PrecudarlAnimationGeneration

26.05.2024 11:45 Manka c Gavnamm

26.05.2024 11:45

LU

26.05.2024 1145

[Manka ¢ dannamm

Manka ¢ Gannamm

26,05.2024 11:45 MNpunoxeHwne 651 Kb
) UnityCrashHandler64 1:45 MpuaoxeHue 1 089 K&
=] UnityPlayer.dll 26.05.2024 11:45 Pacumperue npu.. 30173 Kb

Pucynok 3.38 — Ilamnka 3 npoextom
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[Ticna BiakputTs dadiay, KOPUCTYBad MOBHHEH Oa4UTH HACTYIHE BIKHO 3

rpomo (puc 3.39):

€ PrecudarlAnimationGeneration = X

Pucynok 3.39 — 3amyck npoekTy

[Ticist 3amycky MPOEKTY KOPHUCTYBad MOXE 3a JOMOMOIOK KypCOpPYy MHIII
KepyBaTH HAMPSIMKOM PyXy ITPOBOTO MepcoHasky. Jlanmi B mporeci rpu KOPUCTY Ba
MO’e€ BIZICTIIKOBYBATH MEPEMIIICHHs 1HIIHX 00 €KTIB Ta MEPEMILIATUCS Pa3OM 3

HumH (puc. 3.40):

@ PrecudarlAnimationGeneration = X

Pucynoxk 3.40 — 3miHM nosioxkeHb 00’ €KTIB HA MIHI-KapTI
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Takox miguac 300py DKl KOpUCTYBa4, MOBHHEH OauUTH 3MIHH 1TPOBOTO
nepconaxy. Crnodarky 00’ ekt Oy e 3011y BATHCS B PO3MIPAX, SIK TUIBKH TOCATHE

no3Hayku outbire 10 (puc. 3.41):

@ PrecudariAnimationGeneration = X

Pucynox 3.41 — 3MiHU 30BHIIMIHBOTO BUIJISAY ITPOBOTO MEPCOHANKY

Jlanmi, skImo kopucTyBad oTpuMan Outbine 50, To 3 IBUTHCS HOBA YaCTHHA T1J1a

B IrpOBOTO nepcoHaxa (puc. 3.42):

@ PrecudarlAnimationGeneration = X

Pucynoxk 3.42 — HoBuii 30BHIIIHIN BUIJISA ITPOBOTO MIEPCOHAKY
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OcrtanH1 3MIHH KOPHCTYBa4 CIOCTEPIraTUME KO JOCATHE BIAMITKH O1NTbIIe

100 (puc. 3.43):

& PrecudariAnimationGeneration = X

Pucynok 3.43 — OcTaHH1 30BHILIHI 3MIHH ITPOBOTO 00 EKTY

3 monepeHIX LTFOCTPalllil MOKHA BU3HAYHTH TaKOK, IO OKPIM 00’ €KTIB, 1110
CTBOPIOKOTH 1Ky, € CTAaTU4YHI OO0 €KTH K1 HE PYXaloThCA ajie TEX pearyioTh Ha
rpaBIi0 00epTaloUNCh M0 HBOro. bias 1mux 00’€KTIB, CTBOPIOETHCA HAHOLIBINA

KUTBKICTE 1, IKY TpaBelb Moxke 310patu (puc. 3.44):

€ PrecudariAnimationGeneration - X

Pucynok 3.44 — Ctatuuni 00’ ekTH, 1110 00epTaIOTHCS IO IPaBILsA
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3.6 BUCHOBOK JI0 TPETLOI'O PO3ALILY

ITpoekT 3 po3pobku mporeaypHoi aHiMalii B Unity yCHIImTHO JeMOHCTPYE
edeKkTHBHC BUKOpUCTaHHM MoxomBocTed Unity a1 CTBOpPeHHS JUHAMIYHEX 1
1HTEPaKTHBHHUX CBITIB.

Y poekTi OyIio peai3oBato IPOLSAYPHY aHIMaIliio 00’ eKTy, dKa BKIIOYAC
IUIABHUN PYX CETMEHTIB, CTBOPCHHS ¢(DeKTY KOJMBAHHA Ta JUHAMIYHE 3MIHIOBAHH
PO3MIPY Ta BUIVLIAY 3alle’KHO Bl KUIBKOCTI 310paHoi K1, AHIMAINS 3ade3rnedye
peallcTUYHUI Ta IpUBaOIMBUA BHUIJISA, IO IBHINYE 3ara/IbHUNR Bl3yallbHUM
TOCR1T rpH. PeamizoBaHl PyHKITIT 3a0e3MeUyIOTh 1HTePaKTHUBHICTh, THHAMITHICTE Ta
IHYUKICTD, IO JIO3BOJEIE CTBOPIOBATH pealliCTHUHI aHIMAalli, K1 pearyioTh Ha i
KOPUCTYBada Ta 3MIHM Y ITPOBOMY CEPEIOBHII. 3aBJSIKU ITbOMY, MPOEKT MOKE
CIY’KUTH XOPOIIOK OCHOBOIO U1 IOJAJILIIONO PO3BUTKY IPOBHX MEXaHIK Ta

aHIMaITIHHIX CHCTEM.
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BHUCHOBOK

Ksamdikamiina podora npucBsdena po3podii 2D I'pd 3 IPOLELyPHOIO
aHIMAIN€eIo, MO € aKTyaJlbHUM 3aBJaHHAM Y KOHTEKCTI CYJacHOTO PO3BUTKY
iycTpii Bigeoirop. Merow poOoTu OyII0 ¢TBOpeHHH €(PeKTUBHOIO 1HCTPYMEHTY
JUISL peamizaliii JUHaMIgHAX Ta 1HTEPaKTURHUX ITPOBUX CEPETOBUIT, ITIO CIIPHUSITAME
IIBUITICHHIO SKOCT1 IFPOBOTO AOCBILY.

Y poboTi Oymo IpoBeieHo AeTalbHUN aHal3 IpeaMeTHo 00macTi, 30KpeMa,
AOCIIKCHHS CYyYaCcHUX METOMIB Ta IMIAXOMB A0 PO3pOOKH IrpOBUX JIOJATKIB.
OcobmuBy yBary OyjIo HPHAUICHO aHa3y ICHYIOUHX PIICHDb, IO A03BOIHIO
BH3HAUUTH KIIOYOBl TEHAEHITI Ta TEXHOJOTIi, SKI BHKOPHCTOBYIOTHCS IS
crBopenns 2D irop. byiao BeranopieHo, mo BHOIP HpaBWILHUX 1HCTPYMEHTIB Ta
TEXHOJIOTIH € KPUTHIHAM [ YCINITHOI peam3arfii IIpOeKTYy, OCKUIBKH IIe
3a0e31Iedy € THYUKICTD Ta PO Y KTUBHICTD PO3POOKH.

ITponieypHa aHiMarls 3a0e3lledye BHCOKY THYYKICTH 1 aJallTHBHICTD.
AJITOPUTMIMHUANA MAXIA JO3BOJSE JICTKO 3MIHIOBATH llapaMeTpH aHiMarii, Lo
Ba)XIIMBO /IS CTBOPEHHS 1HTEPAKTHBHUX CepEOBHUIN Yy peajbHOMY daci, Mo
BHUKOPHUCTOBYIOTLCS YV Biieoirpax 1 BIpTyalbHil peainbHocti. Ile BlAKpHBac HOBI
MOMKIIMBOCTL JUIA  KPEAaTUBHOCTI, AO3BOJSIOMH XYJAOKHUKAM 1 po3poOHHUKaM
CKCIIEPUMEHTYBATH 3 PI3HUMHU BaplanTaMu aHiMaliii 6e3 HeoOXiJHOCTI CTBOPIOBATH
HOBI1 KaJ[pH 3 HYJIS.

ITponierypHa aHIMaIs TaKo:K CIIPHSIE CTBOPEHHIO OIIBIT peaTicTHIHHUX 1
dizuuno npapponogiduux edekri. Buxopucramms (i3UUHEUX CUMYIBINH Ta
MaTeMaTUIHUX Mojielel JIO3BOJIsSIE CTBOPIOBATH MPUPO/IHI SBUITIA, TakKl K BOjA,
BOI'OHB, UM Ta 1HIM. e He TLIbKY MABHIIY € 3arajlbHy SKICTh BI3yallbHUX S(heKT1B,
ale it JorroMarae CTBOPIOBATH O1TBIT 3aXOILTIOIOY1 Ta peaTicTHIHI BIPTYallbHl CRITH.

VY 1porieci A0CIKSHHS OYJI0 PO3LISHYTO PI3HI METOAM PO3pOOKH 1IPOBHUX
JTOJATKIB, BKIIOYAIOUHA BOJIOCIIAHUN METO ], THyUKl MeToau (Agile), crmipalbHHi
METO/| Ta IIPOTOTUITYBaHHA. BojocnaaHuii MeTo 1 3ade31etdye JiTKy MOCIJOBHICT

eTamiB po3poOKH, aje € MEHIT THYUYKHM YV TOpPIBHAHHI 3 Agile, sSKUi J0O3BOIIE
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NIBHKO pearyBaTH Ha 3MiHM Yy BUMorax. CHipallbHHA METOJ IIOE€JHYE IIepeBary
000X IIXOMIB, aKIEHTYIOUH YBary Ha YIPaBIIHHI pH3HKaMH. [IpoToTHITYBaHHA
JAO3BOJISIE MBUIKO OIIHUTH KUTTE3JATHICTE 1IMPOBUX KOHLCIILIN Ha paHHIX eramax
po3polKy, MO JoTIoMarae YHUKHYTH BelTMKWX BUTpaT Ha HeTlepCIIeKTHRHI 17el.

BaxiuBum acriekToM po3poOKH IIPOBUX JOJATKIB € BUOIP 1MPOBOLO PYIIIisL.
Cyuachi pymmii, Taki sk Unity, Unreal Engine, Godot, Phaser Ta GameMaker Studio
2, HaJalThb PO3pOOHUKAM IMUPOKWUHA CHEKTP 1HCTPYMEHTIB JUJISI CTBOPCHHS
BUCOKOSIKICHUX irop. KoikeH 3 HMX Mae cBoi IlepeBard Ta HeJOTIKH, IO I03BOJIIE
oOUpaTH OLTHUMAILHUMI PYIIA 3aIe:KHO B CICITUDIKH IIPOCKTY .

byno mposegeno apaniz 3acobiB peanizamii 2D rpu, me Brmodae BUOIP
MIPpOTPaMHMX 1HCTPYMEHTIB, SKI HaMKpalme BIJMIOBIAAIOTE BHUMOTaM TIPOEKTY.
OCHOBHUM akKICHTOM aHajli3y craB BHOIp I1IpOBOIO Pyt Ta rpa@iuHux
IHCTPYMEHTIB, fK1 3ade3lledaTh BHUCOKHUH pIBEHb IPOIYKTHBHOCTI Ta SKICHOA
rpadiku. byo odpano olrruMalibHi IporpaMii 3aco0u U peasizaiii npoekry. s
po3polOku Tpu Oyno oOpano irpoBui pymmit Unity Ta mporpaMy amsa poOoTH 3
rpadikoro Krita. Buxopuctanns Unity 3ade3neduiio IOTYKHI MOKIMBOCTL LIS
CTBOPEHHSI CKIA[HUX aHIMAIlif Ta iHTEPaKTHBHHUX eJeMeHTiB. Moro mepemaru
BKIIOYAIOTH IMUPOKY (PYyHKIIOHAILHICTDL, IMATPUMKY Kpoc-1LaThOpMEHHOCTI, a
TaKOK aKTHBHY CHUIBHOTY KOPHCTYBadiB, IO 3abe3ledye JAOCTYIL JIO BEIHKO
KUILKOCTI pecypciB Ta JOJATKOBUX 1HCTpyMeHTiB. Krita go3BoNIMIa CTBOPIOBATH
BUCOKOIKICHI rpadiuni pecypcu. Krita Oyi10 Budbpano 3aBasaku ii Oe3KOIITOBHOCTL
Ta TMOTY *KHAM MOKITABOCTSIM TS ITU(PORBOTO MaTIOBaHHS Ta aHIMATITI1, Mo JIO3BOISIE
CTBOPIOBATH BUCOKOSAKICHI I'padiumi pecypeu il 1pu. Photoshop szanmumused y
pe3eprl SIK JOJATKOBHWI 1HCTPYMEHT /U1 pejaryBaHHSI Ta TOOTIPAIiOBaHHS
rpahiuyHux MaTepiaiiB.

Ommcano mporiec po3poOKH TPH 3 MPOIETYPHOIO aHIMaIlEw. Peam3oBaHo
OCHOBHI KOMIIOHCHTH, TaKl K QJITOPUTMH MPOLCAYPHOI aHIMallli, CTBOPCHHS
IrpoBUX OO'€KTIB Ta iX B3aeMojis. bymo po3polGiieHo Ta MPOTECTORAHO KIFOUOBI

CICMCHTH IPH, BKIIIOYAIOYM PYX IFPOBOrO IEPCOHAKy, reHepalilo o0'¢KTIB Ta
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IHTepakTUBHI aHIMallii, mo 3ade3lCHI0 IUAaBHICTL Ta PEaJiCTHYHICTh 1IPOBOIO
poriecy.

[IpoBefeHe TecTyBaHHS IIPOCKTY INATBEPAWIO HOro (pyHKINOHAIBHICTE Ta
BiITIOBITHICTE BUMOTaM. Pe3yIbTaTH TecTyBaHHS MOKa3aldu, MO rpa e(eKTHRHO
o0polisie B3acMojIi0 MK ob'ckraMu, 3a0e3leuye Hajiine 30epiranisd JaHux Ta
[IPOTIOHY € KOPUCTYBaUaM 3aXOIUTIOIOYHH ITPOBUM JTOCRIT,

Pozpobilenuii npoexT ASMOHCTPYE BHCOKY C(EKTHBHICTL Ta BiIIIOBIIac
CyJacHMM BHMoOTaM 1HAYCTPii Bijeoirop. BUKopHCTaHHS IIpolleqypHOI aHIMAaIli
JO3BOJIMIIO JIOCATTA BUCOKOT THYUKOCTI Ta aJJallTUBHOCTL KOJY, IO HOJIernye Horo
HOAAIBITY TIATPUMKY Ta PO3BUTOK. Pe3yibrat poOoTH MOKYTh OYTH KOPUCHUMU
JUISL THITIIX PO3POOHUKIB Ta JTOCTIAHUKIR ¥ cdepl 1rporoi 1HAYCTPII, K1 IIParHyTh
CTBOPIOBATH 1HHOBAILIAHI HPOIYKTH, IO BiANOBIJAIOTL CYYaCHUM TCHIACHIISIM Ta

OUIKYBaHHSIM TPaBITIB.
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