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AHOTAILIA

Jiakiaa 1.E. Po3po0Oka 2D rpH B skaHp1 CUMYIITOpa 0gpICHOTO IpalliBHUKa Ha
ocHOB1 py1ms Unity.

Kpamdikamiina poGora mHa 3700yTTS OCBITHLOIO CryleHs OakajiaBp 3a
criermanbHIcTIO 121 «ImkeHepis mporpaMHOTO 3a0e3MeYeHH» . — Y HIBEPCHTET MUTHOT
ciipasu Ta ¢ginancis, Juimnpo, 2025.

Kramdikamiina podota mpruceiueHa po3polii 2D rpu B KaHpPI CHMYIATOpa
o(ICHOTO TpalliBHUKA 3a JOTIOMOTOK CydacHOro irpoporo pymms Unity Ta MOBH
nporpamyBanusl C#. PoGoTa IeMOHCTpYE 3acTOCYBaHHS CyUacHWUX 1HCTPYMEHTIB Ta
METOJIOJIONH pO3pOOKH IMPOBHUX JOJATKIB, IO € AaKTyallbHUM 3aBJaHHiIM VY
3acTOCYBaHHI 3HaHB 1 TaTy31 PO3POOKH MPOrpaMHOTe 3a0e3IedeHHs Ta TeiMTH3aitHy .

B nponeci gocipkeHHs 0yI10 HPoBeICHO aHalll3 CYyYacHUX METOMIB IILIXOIIB Ta
METOJIB JIO pO3po0KH IIPOBHX JOAATKIB, a TaKOK 0OpaHo OITUMAJILHI IIPOIpaMHl
3aco0u IS peamizalili mpoekTy. Po3poOka BHKOHYBaltach 3 BUKOPHCTAHHS 1TPOBOTO
pymg Unity Ta rpadiunoro pegakropa LibreSprite, mo 3ade3lieduio CTBOPCHIS
OPHUTIHAIIBPHUX TpaiuHUX €JeMEeHTIB, TaKuX Ik 21D cmpaiith, 1HTepdeicHl KHOIKH T1
1HIN BI3yaJIbHI KOMIIOHEHTH. Y IPOEKTI peali3zoBaHo 0a30BY CHCTEMY YIIPaBJIiHI
iHTepdeiicoM, CTBOPEHHS 1IPOBUX 00 €KTIB Ta iX B3acMO/IIIO.

IIpukmagHe 3HadeHHS KBamidikamiitHoi poOoTwm moisrae y  po3poOIn
dyHAaMEeHTaTbHOTO ITPOBOTO 3aCTOCYHKY, KU Moke OyTH BUKOPUCTAHUH K OCHOBa
UL TIOAQNBINOL MojepHizamii dyHkmonany ado K HaB4daIbHUA 3pa3ok v cdepi
PO3pOOKH 1Top.

Kmouori cmora: 2D-rpa, Unity, LibreSprite, C#, reitmauzaiin, reiiminieit,

CHUMYJISTOP.



ABSTRACT

Linkina I.E. Development of a 2D game in the genre of an office worker
simulator based on the Unity engine.

Qualification work for a bachelor's degree in specialty 121 “Software
Engineering”. - University of Customs and Finance, Dnipro, 2025.

The qualification work is devoted to the development of a 2D game in the genre
of an office worker simulator using the modern Unity game engine and the C#
programming language. The work demonstrates the use of modern tools and
methodologies for developing game applications, which 1s an urgent task in the
application of knowledge and the field of software development and game design.

The study analyzed modern methods of approaches and methods to the
development of game applications, and selected the optimal software tools for the
project. The development was carried out using the Unity game engine and the
LibreSprite graphic editor, which ensured the creation of original graphic elements
such as 2D sprites, interface buttons, and other visual components. The project
implements a basic interface management system, the creation of game objects and
their interaction.

The applied significance of the qualification work is the development of a
fundamental gaming application that can be used as a basis for further modernization
of functionality or as a training model in the field of game development.

Keywords: 2D game, Unity, LibreSprite, C#, game design, gameplay, simulator.
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BCT¥YI1

IrpoBa 1HycTpis BiKe 0araTo poOKIiB 3aMIIACTLCH OJHICIO 3 HAHIMHAMIYHIIINX
Ta HaWTIpHOYTKOBIMMX Tramy3edl iHpopMaIlitHUX TEXHONOT1. 3aBIKHA 3POCTaHHIO
JOCTYIHOCT1 IHCTPYMEHTIB pO3pOOKH, 30UILIICHIS HOIKUTY Ha MOOLILHI Ta ASCKTOIIHI
ITPH, a TaKOK PO3BUTKY 1HI-CHUIBHOTH, CTBOPEHHS BJIACHOI TPH CTAI0 MOKIIMBUM
HaBITD I [IOYATKIBIIB Ta ¢TY IeHTiB. OcoOIMBY HOIYISIPHICTL MAIOTh caMe 2D-1rpu,
Tak SK BOHHM OXOIUTIOIOTH PI3HOMAaHITHI METOJM Ta MiAXOAH, IO JI03BOISIOTH
CITPOCTUTH TIpoTiec PO3pOOKH CTBOPEHHSI 1TOP, TIJIBUIIUATH X SKICTH Ta CKOPOTUTH Hac
PO3pOOKH.

BaxTuBuM eTanoM y JKUTTEBOMY TTHKIL OYIb-IKOTO MPOTPAMHOTO TIPOJYKTY €
Horo pos3po0Oka, 1o BIAIOBLIAE CYYACHUM BHUMOIaM Ta OYIKYBaHIBIM IpaBiiB. 1lpu
BHOOp1 TporpaMHOTO 3ade3nedeHHs HeoOX1THO 3BepPHYTH yBary Ha (PpyHKITIOHAIBH1
MOKIUBOCTI, 3PYUHICTL BHKOPHUCTAHHS Ta inTepdeic KopueryBada, IJITpUMKa Ta
OHORIIeHHS. Takoxk mpu po3posIn 2D-1rop € BaKIIHBOIO YaCTHHOO BUOIP B1IIIOB]THOTO
1rPOBOIO PYIIIS, IIEPEBArH Ta HEJOMIKH SKOTO MOXKYTh BIUDIMHYTH Ha YCIIX IIPOEKTY.

AXTYyalbHICTh MOJBITAE ¥ TOMY, IO po3podka 2D-1rpu TO3ROISME pearizyBaTH
KOMIUICKC IIPAKTHYHWUX HABUYOK, 3J00YTHUX I 4Yac HaBYaHHHI. 30Kpema:
3acTocyBaHisd ©O0'€KTHO-OPIEHTOBAHOIO IIporpaMyBaHHsd, podora 3 rpaiuuHuMm 1
3BYKOBUM KOHTEHTOM, OplaHizalid B3acMOJIl 3 KOpUCTyBadeM uepes inrepdeiic
CTBOPCHHS IUICHOI CTPYKTYPU jJojaTKy. ¥ pamMikax kpailidikaliinoi podoru Oyiio
CTBOPEHO ITPORHUH MPOIYKT, IKHIT MOke OyTH BHKOPHUCTAHHUM SK JeMOHCTpaIiiiHmi
HpHUKIa ado K OCHOBA JIJI HOIAIbIIOTO BJOCKOHAICHHS.

Merta xkBamdikaiiiaoi poOOTH TTOISTae B MOIEIIOBAHHI CIIPOITEHOT TISUTEHOCTI
Oo(IiCHOrO IpaliBHUKA HUBIXOM PO3POOKH IIPOBOIO CHUMYJBIIHHOIO IIPOIPaMHOro
3a0e3neueHHs, Mo MOeTHYE THHOBAIIMHI MIIXOMH 0 MOIeTIOBaHHS, TeiMIueiHoi
JIOT1KM Ta 2D-Bi3yaimiszalii Ha OCHOBI cydacHoro irposoro py g Unity

MeTtou aocmkeHHs: oOpoOKa Ta aHam3 1H(opMaIli, METOIN POEKTY BaHHS

Ta 1TepaIiiHoi po3poOKH 1ITOP, METO MOICTIOBAHHSI.
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OO0 eKkTOM  JOCHDKEHIS € po3poOKa HOporpaMHOro 3adesledeHus ULt
CTBOPEHHS 1ITPOBHUX 3aCTOCY HKIB.

VY BIAIOBIAHOCTI IO LOCTaBICHOI MeTH B KBaJngikaliiinii poboTi nocTaBieHl
Tak1 3aBJAaHHS JOCTTKEHHS:

1) IIpoanam3syBaty TexHIdHI 3aco0u, HporpaMil IaTgopMu Ta IHCTPYMEHTH,
IO 3aCTOCOBYIOTHCS JITIS po3pobku 2D-irop.

2) llpoBecTH LIPOEKTYBAHHS I'PH.

3) Po3po0ka rpadhiyHOro KOHTEHTY TP

43y I IpoBecTH TecTyBaHHS IPOEKTY.

[TpemmeToM JOCTIKEHHS € TIpoTiec po3poOKH JIBOBUMIPHOI KOMIT IOTEPHOI TPH
3 BUKOPHCTaHHSIM 1TpoBoro pytmisg Unity, Mo BKIoUae moOy I0BY TeiMIUIe HHOT JTOTIKH,
rpadianoro inrepdehcy, IHTerpario ay o Ta MeXaHi3MIB B3acMO/I11 3 KOPUCTYBAUYCM.

Kpamidikamiina podora cKiIafaeThesd 31 BCTYIY, TPHOX PO3JUIIB, BUCHOBKIB,
CIIMCKY BHKOPUCTAHHX JKepenl 3 15 HalimMenyBanb. 3araibHuil obcsr podotu — 50
CTOPIHOK KBamidikammitaoi pobotH, 14 pucyHKIB, 2 TaOIHIIL.

IlpakTiune 3HadeHHS pPe3y/bTariB HoJMrac 'y CTBopeHHi 0a3oBoi  Bepcii

CUMYIISITOPA, SIKa Moke OyTH PO3IIHUPEHa JI0 TTIOBHOIIIHHOTO KOMEPITIHHOTO TIPOTYKTY.



PO3JILJT 1 AHAJI3 ITPEJMETHOI OBJIACTI

1.1 Po3BuTOK 1HAYCTPII KOMII' IOTEPHUX 1IOP Ta pOIb 2D-1IpoeKTIB

[HaycTpis KOMITIOTEPHHX 1MOp Ha CHOIOJHI € OMHICIO 3 MHPOBLIHUX cdep Y
rnodansHOMY I T-ipocTopi. 3a ocTaHHI JIBa TECSTAIITTS 1T cepa He MPOCTO 3MIITHIIIA
CBOI IIO3UII HAa PHUHKY PO3Bal, IIEPETBOPUBIINUCH HA IOBHOIMHHUN KYJIHTYPHUA
dbeHOMEH, aje U Mmovana akTUBHO MPOHUKATH B 1HIII Tajdy3i, Ha KIITANT K KYIBTYpa,
MapKeTHHT, OCBITa Ta HaBITh MeAUIMHA. | eiiMiikalliss — sSBHITE, IO CTAlO PYIITEM
HOBHUX (HOpM B3aeMOJIIi 3 KOPHUCTYBaUeM, 3aCHOBAHMM Ha MeXaHIKax, 3allo3WdeHNX
came 3 1TH¢poBHUX 1rop. Ile CRITIUTH PO YHIBEpPCAIbHICTh Ta e()eKTUBHICTH 1TPOBOTO
HIAXOAY B cydyacHux 1iHdopMaliiuux cucreMax. | 1]

[HAYCTPIS KOMITIOTEPHHUX 1TOP MPOMIIIIA NMUBIX BIJ MOYaTKOBHX JOCHIIIB JO
BCECBITHBOT'O KYJIBTYPHOT'O Ta eKOHOMIYHOTO (DeHOMEHY, JCMOHCTPYIOUH Bpa)Karouy
JUHAMIKY PO3BHUTKY Ta Oe3mperieleHTHI TeMIH 301TbIIeHHsI. 3acCHOBaHa B cepeauHI
XX cromTTd 3 MPOCTHX TEKCTOBUX I1MOp Ta apKaJHUX aBTOMATiB, BOHA IBHKO
€BOIMIOIIIOHYBAJIa, TIOTJIMHAIOYH HOBR1 TEXHOJIOTII Ta PO3MIHPIOIOYH ¢BOi TBOPHl oOpii.
Panni  eramm  po3BUTKY — XapakTepusyBalucd  OOMEKEHMMHM  TEXHIYHUMH
MOKIUBOCTSIMHU, 1110 3yMOBIIOBAJIO JOMIHYBAHHS JBOBUMIpHOI Ipadiku. Came B el
Hepio) 3akinajgaiucd (yHIaMEHTALHI [PUHIUIIM 1IIPOBOIC AW3AMHY, MEXaHIK Ta
HAPaTHUBIB, SKI 3r0JIOM CTalld KIaCUYHUMH. [1pu, HakiranT «Space Invaders», «Pac-
Man» Ta «Super Mario Bros», He TuITle 3aBOIOBATA MIUILHOHH cepJiellb, a i cranu
3HAKOBHUMH, ¢(OPMYBABIIM IHAIPYHIS IS LOJa/IbIIAX IHHOBAIIN. IXHs 1pocTora y
Bi3yallbHOMY BHKOHaHH1 Oylla KOMIIEHCOBaHa TITHOOKHUM TeHMIUIeEM, 1HTYiTHBHHM
VIIPaBIIHHIM Ta BUCOKOIO perpaldellbHICTIO MO CUPUIo (OopMyBaHHIO JIOSILHOT
ay TATopii.

3 HOSBOIO MOIYTHIIIMX allapaTHUX 3aco01B Halpukinm 1990-x Tta modaTky
2000-X poKiB, THIYCTPIS 3a3HaNIa TUMAIOT0 TEXHOIOTTIHOTO CTPHOKA, 30CEPETUBITHCH
Ha OIaHyBaHHI TPHUBUMIPHOi rpadiku. Ile mpmsBeno Ao IOSBH HOBHUX JKaHPIB Ta

HOMITHOTO IIABUIICHHS peallicTHYHOCT] BIPTYaJIbHUX CBITIB. barato po3poOHUKIB Ta



)

I'PABINB IIOYATH aCOIIIOBATH IPOrpec JIMIIE 3 IepexojoM A0 3D, mo Ha jeskuii yac
MOCYHy IO 2D-TpoekTH Ha Apyruit mad. [IpoTe, Hmompu JOMiIHYBaHHS TPUBHUMIPHUX
1rop, ABOBUMIPHI IIPOCKTU HIKOJIM IIJIKOM HE 3HHUKAIM 3 TOPU3OHTY 1HaycTpii. Bonu
TIPOJIOBKYBAIN PO3BUBATHCA YV HIMEBUX CETMEHTaX, YacTO 3HaXOJUN TPUXHCTOK
cepell 1HII-pO3pOOHUKIB, K1 IIHYBAIM IXHIO THYYKICTb, MEHII BHUTpaTd Ha
BUPOOHHUITTBO Ta 3/aTHICTh O EeKCIepHUMEeHTIB 3 HeTPajuIllHHAMH I1TPOBUMH
MEXaHIKAMU.

OcTaHHI pOKH 03HAMEHYBaJIHCS IIOMITHAM BIAPOKEHHSIM 3alliKaBIeHHs 10 2D-
MIPOEKTIB, IO MO’KHA MOSICHUTH KITbKOMa YMHHMKaMU. |lo-meprme, 3pina ay auropis,
gKa BUpOCTa Ha KJIacHMUHHUX 2D-irpax, BiUyBae HOCTANBIIIO 3a ITUM CTHIEM, IO
CTUMYJIIOE TIONMUT Ha PETPO-TIPOEKTH Ta IX cydacHl i1HTepmperartii. [lo-apyre,
TeXHOJIOTTUHHM HPOrpec A03BOJIMB IIIHATH Bi3yalbHy SKicTh 2D-rpadiku Ha HOBUM
PIBEHB, BUKOPUCTORYIOUH CyUacH1 e(peKTH OCBITIIEHHS, TIHEH Ta aHIMaIli, o POOHUTH
il He MeHI, a IHKOJIM W OuIbII IpuBadIMBOIO, Hix Aesakl 3D-mouenm. 1lo-tpere, 2D-
dopMar mpomoHye PO3pOOHHKaM YHIKaTbHI MOKIHBOCTI IS 30CepelKeHHsS Ha
DIMOUH] ITPOBOIO 1IPOIECY, 1HHOBAIIMHUX MeXaHikax Ta XyI0KHLOMY CTHIIO, Je
BIJICYTHICTE TPETHOTO BHUMIPY CIOHYKae J0 OUIBITOI KpPeaTHMBHOCTI B OOMEKEHOMY
mpocTopl. e ocodnuBo akTyalbHO I 1HAI-CTY A1#, SKI MOXKYThH pealii3yBaTH CBOI
VHIKaJIbHI 1J1ei 3 MCHIMUMH OI0/KETaMU Ta YaCOBUMU paMKaMU, HiXK IIPU CTBOPCHHI
AAA-tpoekTiB. Orxke, 2D-rpd CLOTOJAHI HE € JIMINE BLUIYHHIM MHHYJIOIO, a €
AKTUBHMM Ta JUHAMIYHAM CEIMEHTOM IHAYCTPii, IO MOCTIHHO PpO3BUBACTLCH,
MIPOTIOHYIOUH TPaBIIM CBI’K1 Ta OPHUTIHATLHI BpakeHHSI. BOHU JIeMOHCTPYIOTH, IO
IHHOBAIi Ta YCHIX B irpOBIA 1HAYCTPLl HE 3aBikKAU 3aJ1CKATL BLJI TEXHOJIOITYHOT
CKJIQTHOCTI, & BEIHUKOK MIPOK BH3HAYAIOTHCS KPEATHBHICTIO Ta SKICTIO 1TPOBOTO
Auzainy.

Y Mekax 1rpoBoi 1HycTpli Ha ChOTOIHI OCOOIMBE MicTie 3aiiMatoTh 2D-1rpu. 11g
HIIIIA AKTUBHO PO3BUBAETHCA, IIPOIOHYIOUH I'PABIHMM Y HIKAJILHANA €CTETUIHUI JTOCBLL.
3okpeMa, 3aBJIKH BIJJHOCHIH IIPOCTOTI peam3alii, HI3bKUM BAMOTraM J0 alapaTHHX
pecypciB  KIHIIEBOTO KOPHCTYBaua, CYTTEBO IMBHANIOMY ITUKIY pPO3poOKH Ta

VHIKQJIbHIA €CTeTHUHIA MpHUBadIMBOCTI, OCOOIMBO IHNKCSILHOIO CTHIO, 2D-1rpu
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CTald OCHOBOIO JUIS HE3alle)KHUX 1HJI1 po3poOoK, e(heKTHBHUX IIPOCKTIB Ta
JOMIHYIOUOIO (hOPMOIO MOOUTHHHX 1TOP.

OcTaHHIMA poKaMH B YKpaiHi CIOCTEpIraeThcs aKTUBHE 3pOCTaHHS
3aIlIKaBJICHOCTI JIO 1HI1-po3poOKH 1rop. Ile 3yMOoBIEHO K MIoOalbHUMH TEHASHITISIMHA
B IrpOBIH 1HAyCTPIi, TaK 1 JOKAILHUMH YUHHUKAMU — JOCTYIIHICTIO 1HCTPYMEHTIB,
BEJIHKOIO KUTBKICTIO TEXHITHO IMATOTOBIEHUX (haxiBINB, po3BUTKOM IT-kmacTepiB Ta
CIHLILHOT. 30KpeMa, Jeaal OLUIbIIE CTYASHTIB 1 MOJIOAUX PO3POOHUKIB OEPYTh YHACTD
y retiMmkemax (Global Game Jam, Ludum Dare, Indie Cup Ukraine), ge dacto
BTLTIOIOTECS caMe 2D-TIpoeKTH yepes IXHIO TeXHOIOTIUHY IpocToTy. [11]—[12]

YxpaiHCHK] 1H/1-KOMaHAH CTBOPIOIOTH IIPOEKTH, MO 3700YBalOTh MIKHAPOTHE
BU3HAHHs, Hampukiajg «Stoneshard», «The Final Station» aGo «Sheriff Rage». 111
MPUKIAIU IATBEPKY IOTh, IO HABITH HEBEJIMKI KOMAaH/IH, MAIOYH JOCTAaTHI HABUYKH
Ta 171ef0, CIIPOMOSKHI peani3yBaTH KOHKYPEHTO3AaTHHH NPOJYKT. BakiuBy ponb y
HIBOMY 1IPOIISC] BLAIIpae caMe po3podka 2D-1rop, 0CKUILKY BOHA HE BUMAarae 3HauHHX
(h1HAHCOBHUX UM TEXHITHHX PECYPCIB, a OTKe — € 17IeaTbHOIO BIAIPABHOIO TOUKOIO IS
MOJI011X haxiBIIIB.

CUMYISITOPH SIK JKaHp He TUTBKH MOJIETIOIOTH KOHKPETHI MPOTiecH Uu Ipodecti,
a i MarOTh BaKJIMBE ICUXOJIOITTHE 3HAYCHHS B KOHTEKCT1 HaBYaHHS. BOHH CIIPUSIOTH
PO3BUTKY TaKUX KOI'HITUBHHX YMiHb, SK JIOTTUHE MUCICHHS, aJallTaliis 10 3MiH, aHai3
HACHIJAKIB Jii, cTpaTeriuie IUIaHyBaHHS Ta KOHUSHTpamid. IrpoBl cumylmsii
JO3BOJSIIOTH  KOPHUCTYBadaM  JIMTH Y 3MOJICIIbOBAHOMY  CEPEIOBHIN 3
KOHTPONBOBAHUMH MapaMeTpaMu, Ji&¢ MOKHa Oe3 PU3UKY BHBUATH HOBI TIPUHITHIIH,
TECTYBaTH [IIIOTE3W Ta BIAIIpallbOBYBaTH crparerii. Y KOHTEKCTI IIPocToi IpH-
CUMYIISITOpA, SIK V JJAHOMY TIPO€EKTI, 111 eTeMEHTH pealli3oBaHl uepe3 CUCTEMY 3aB/laHb
1 yXBaJleHHS PilllcHL, IO BHMarac Bl IpaBld aHaIl3y IOTOYHOI cuTyalii Ta
MPOTHO3YBaHHs HacmkiB. OTke, HaBIThH 0a30Ba IrpoBa MeXaHIKa 3JlaTHa CIPHUSTH
(hbOpPMYBAHHIO KOPHCHUX HABHYOK, IO 3IOJ0M MOXKYTL OYTH 3aCTOCOBaHI B OLIbLII
CKJIaTHAX cepeToBHINax ado mpodeciiHmX TpeHakepax.

Pospobka rpu B 2D-cepelloBUITL JTO3BOISIE KOHIEHTPYBATHUCS He JHITIE Ha

TeXHIYHUX aclleKTax peajizamii HIporpaMHOro Kojay, a i Ha JIOriml B3acMojil 3
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KOpPHUCTYBaueM, IM3aiHI PIBHIB, CTBOPEHHI cleHApliB 1 1I0OYI0BI MOBHOIIHHOIO Ta
1HTYITHBHO 3p03YMIIIOTO 1HTepdeiicy kopucTyBaua. [le 3alesmeuye MUICHe 3aHy PEHHS
B peallbHl YMOBH I[POEKTYBAHHS [POIPAMHOIO IMPOAYKTY, BLITBOPIOIOYM IIOBHUH
KUTTEBHUH ITAKI pO3pOOKH BiJ KOHIIEIIITII O TOTOROTO PIIIEHHS.

AJle TaKOK po3poOKa HaBYAILHUX Ta IEMOHCTPAIHHUX 21D-1r0p BUCY Ba€ HU3KY
oTped, MO OXOIUTIOIOTE K TEXHITHUH, Tak 1 METOTWYHHMN aclekTH. 30KpeMa, Takl
Irpd MarOTh OYTH TEXHOJOTYHO IIPOCTHUMH, MIBHAKO PO3IOPTATHCS HA PI3HUX
maTdopMax Ta 3ade3neuyBaTi €(PeKTHBHY B3aEMOIIIO 3 I03€POM.

Bonu moBuHHI JeMOHCTpPYBaTH 0a30Bl IIPHUHIMIN MTOOYAOBH apXiTEeKTypH
MIPOTPaMHOTO 3a0e3TIeUeHHSI, TOT1KH, 0OpOoOKH TTOA1H Ta yIIpaBIiHHS cTaHaMHi. OTHIEIO
3 BaXKIHUBUX TOTped € HasgBHICTH YITKOTO 1HTepdeHcy KOpUCTYBRaua, SKHUi Jae 3MOTy
6€3 TPYIHOIIIB B3acMO IS TH 3 IFPOBUMH 00'cKTaMK. Tako peKOMEHI0BAaHO HASBHICTD
MIPOCTOTO TeWMIUIEHHOTO IHUKIY, SKWN He TepeBaHTakye TpaBIll, ale J03BOIISIE
BUOYAYBATH JIOTIKY UPUHAHATTS PIIICHb. 3aB/SKH ITUM SKOCTSM HaBYaJIbHA I'pa HE
IuITle  BUKOHYE JUAakTHUHY QyHKMIIO, a # BHUcTymae maaTdopMoo Ui
BLALIPAIIOBAHHS IIPAKTHYHUX HABUYOK 3 po3poOku 113, 30kpeMa podoru 3 pymmiem, Ul
30epekeHHIM TaHUX Ta 0OpoOKOIO TO/IIH.

[HTepakKTUBHICTDL, THYUKICTDL 1 KPOCILIAT(GOPMEHICTh POOJIITL 1IPH HIOTYKHHAM
1HCTPYMEHTOM I HOOYIOBH HE JIMIIE PO3BaXKaJIbHUX IPOIAYKTIB, a i HABYAILHUX
I1aTHoOpM, CHMYILTOPIB a00 eKCIICPUMEHTAILHUX AOJATKIB. Y KOHTCKCTI OCBITHLOT
HIATOTOBKY CHEIIAICTIB 3 1H(OPMALIHHUX TEXHOIOIH, po3polka 1rop A03BOJBIE
3aKPIMTUTH Ha TIPAKTHUIN TakKi HABMUKU K MPOEKTYBaHHS MPOTPAMHOI apXITEeKTYpH,
BUKOpHCTAaHHs 1Ma0JIOHIB MporpaMyBanis, podora 3 rpadikoro, creopenns UI/UX,
TeCTYBaHHS, HalaroLKeHHS Ta OaraTo 1HIMOTO. TakuM YMHOM, CTBOPEHHSI TPH 5K
KBaT(piKaiMHOIO 3aCTOCYHKY € OOIPYHTOBAaHMM BHOOPOM SK 3 TOYKH 30pY
aKTyaJdbHOCTI Ta BIATIOBIIHOCTI CyYacHHM TeHJECHISIM PHUHKY, Tak 1 3 TOUKH 30DPY

IIPHUKJIATHOTIC 3HAYCHHA peSyanaTiB.

1.2 OcoOanuROCT1 JKaHPY CAMY JSITOPIB Ta KOHIIETITIS 1TPOBOTO MPOEKTY
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Y Mexax xKaHpoBoi iacudikalli irop CHMYJBITOPH € OJHHUM 13 HaHOLILII
THYYKHX 1 BapilaTuRHUX (opmaTiB. OcHOBHa iX OCOOIMBICTH IOJSATaeE B IMITAIl{
peaibHOrO ad0 YMOBHO PEallbHOTO IIPOIECY, CHCTEMH YH JAISUIBHOCTI, B SKOMY
KOPUCTYBa4 BUKOHYE TIOBTOPIOBaHI Jii Ta NMpuiiMae PIIeHHsI, IO BIUIMBAIOThH Ha
3arajlbHAM  pe3yibTaT Ta LOJAIBIMANA PO3BHTOK 1O, CHMYILATOPH MOKYTh
BIJITROPIOBATH SIK CKJIaHI TEXHIUHI omepailli, Tak 1 moOyToRl, pododl abo eKOHOMIUH1
clLieHapii, mo poOUTDH IX HPUBAOIIMBUMHU JJIA IMAPOKOI ay AUTOPI.

Kanp cumyisiTopa ocoOMHMBO ITIKABHM 3 TOYKH 30PY MpOrpaMHOI peasizalii,
OCKIJTBKH 30Cepe/KYEThCA Ha IOBTOPIOBaHIM JOTIIN, CIIeHapIsSX yXBaleHHS piIlieHb Ta
MOJIETIOBaHHI TPOTIECiB, MaKCUMAaILHO HaOMIDKeHUX JI0 CIIPaBKHbOTO UM YMOBHO-
peanbHOTO cepeJloBHIma. Taki 1rpyd HoTpeOyIOTh WITKOL JIOTIUHO! CTPYKTYPH, OOMIKY
3MIHHEX llapaMeTpiB, peaaisaiii BHYTPIIHLOI CKOHOMIKH YM 1HIIHUX IIApaMeTpiB
PO3BHUTKY. Y MeKax OCBITHROTO KOHTEKCTY CHMYILITOP JO3BOISIE MOJENIOBATH
IOBE/IHKY CHUCTEMH, OJCPKYBATH 3BOPOTHHUH 3B 430K, BIIPOBAJKYBAaTH cTpaTerii
VIIpaBIIHHS pecypcaMi, a TaKoK BlaoOpakaTH HACIIIKH MM rparn. 1le poOuUTE kaHp
MaKCUMaIbHO KOPUCHHUM, OCKUILKH B1H JIO3BOJISIE OXOIIUTH IMUPOKHUA CIIEKTP HABHYIOK
— B1I Ul-po3poOku o 30epeKeHHS CTaHIB Ta aHIMaITii.

Jrst peamizaii irpoBoro 3acTocyHKy Oyiio o0paHO KOHICIIIIO CIPOIIECHOIO
cumyjsitopa odicnoi npani. Taka TeMaTHKa € 3PO3YMUIOID IIUPOKOMY  KOJIY
KOPHUCTYBAUIB, JIETKO aJallTyeThes Il irpoBY JIOTIKY, He HoTpedye cKiaanoi gpizuxku
a0o TpuBUMIPHOI Mojeii. OCHOBHA MeTa KOPHUCTyBada — yTpUMaTHCS Ha PoOOTi,
IpHiiMarodr ad0 BIIXWISTIOUH 3aB/IaHHs, 10 HaAXOASATh 13 IIEBHOIO MEPIOTATHICTIO. Y
pe3ylIbTari I'paBellb HAKOIMYYe BHYTPIIMIHLOIIPOBI PECYpPCH, Takl K IPolIl, Ta
IMIBHAIYE CRIH piBeHb peIyTarlii, Ha OCHOB1 HWOTO BIIOYBAETHCS OITIHKA HOTO
Y CIIIITHOCTI.

O0paHa KOHIIEIITIS JO3BOISE TIOETHATH KiJIhKa KITIOYOBUX €NTeMeHTIB CyUacHOTO
refiMuszainy B €Uy cuctemy. Jo HUX HajekaTbh BU3HAYCHUHM 1POBHH ITUKIL,
MOCTYTIOBE  HApPONIyBaHHS CKIQJHOCTI 3aBJaHh Ta MeXaHIK, IHTerpoBaHa
BHY TPIIITHBOITPORa €KOHOMIKa, cucTeMa OOHYCIB Ta TIOKpAITeHb, 3BY KOBHI CYTIPOBRI

Ta BI3yallbHe 3BOPOTHE 1HGOPMYBaHHs KOPHUCTYBaya depes eJIeMeHTH iHrepdeiicy. 1 'pa
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Mae€ IIPOCTY CTPYKTYPY, alle JOTTUHO 3aBEPIICHUH ClICHapli, IO JO3BOILIE ClIpUAMaTH

ii SIK TOBHOITIHHHAM TIPOTYKT.

1.3 Anami3 1HCTPYMEHTIR IS po3poOku 2D-1rpu

CydgacHUH PHUHOK TIPOMOHYE PO3POOHUKAM MIMPOKUH BHOIP OPOTPaAMHOTO
3a0€3IICUCHIS Ta 1HCTPYMEHTIB I CTBOpeHHH 2D-irop, mo Jo3Bojste 1maidpatu
OIITUMAaIbHUH CTEK TEXHOOT1H 1T Oy AIb-SIKHUH poekT. Y Tadnaui 1.1 Hibkue HaBeIeH1
HaMB1JJOMIII 1TPoB1 py1mii 3 iX ocobmupocTamMu — Unity, Godot, GameMaker Studio,
Construct Ta Unreal Engine. KokeH 13 HUX Ma€e cBoi 0coOIHROCTI, CHIIEHI CTOPOHHU 1

oOMeskeHHs, ane oOpaHo Oyio came pymmid Unity.

Tabmars 1.1
IrpoBi pymii 3 iX 0coOIUBOCTIMHA
Pymiii Moga nporpamypaHHs OcobnupocTi
IloTy:kHu#H, THYYKHH,
Unity C# OaratodyHKITIOHATLHHH,
kpocimatdopmMeHuit
Godot Engine GDScript, C#, C++ Open-source, JIeTKWHH, ajie MEHII
CcTabITLHHAH
GameMaker GML IIpuznauennit a4 2D, oiaTHui
Studio
Construct brokopa norika Bizyansua pozpoOka, 6e3 koay
Unreal Engine C++ / Blueprints IMoTy:xHHH, ane nepepaxHO 1 3D

Unity Oyino oOpano sk OaszoBuil pynni jumil peajizaiii JaHoro CUMyJsITopa,
OCKUTHLKH BIH HO€THYE B cO01 3pyUHUH Ta 1HTYITHBHO 3p03yMITHH rpad1aHIi peTakTop
CITEH, IO 3HAYHO CIPOTYE BI3yallbHEe NPOEKTYBAHHSI Ta PO3MIMICHHS €leMeHTIB.
Kommonenrny apxitexrypa Unily cupuse MOAYJIBHIA Ta JIerko macmradoBamii

po3podimi. HagpHicTs miaTpuMku C#, ofHiel 3 HaUOIIBIT TOMY JSIPHAX Ta MOTYKHIX



14

MOB y Tajly3l po3poOKH 1rop, JAO3BOJEIEC pealli3yBaTh CKIQJHY JIOriKy. MojyiibHa
CTPYKTYpa, MAPOK1 MOKIMBOCTI 1HTETpaIlii rpadiky, aHiMaIti, 3ByKy Ta Ul-e1eMeHTIB
POOIBITL HOTO YHIBEPCAILHNM 1HCTPYMEHTOM. 2]

Kpim Toro, 3HaunmMmu nepeBaramMu Unity e ioro oOmupHa Ta axTyallbHa
JOKYMEHTalls, Ha(3BHYaliio akTUBHE Ta PO3ralykeHe KOM IOHITI PO3POOHUKIB, IO
3abesrnedye MBHJAKANA JOCTYII JIO JIOIOMOTH Ta PECYPCIB, a TaKoK JOCTYIHICTh
OE3KOIITOBHOT JIIEH31{ U HEKOMEPIIIHHOIO Ta HABYAILHOI'O BUKOPUCTAHH.

BizyvanrHe 0310010€HHS € OJHUM 3 OCHOBHHX YHHHUKIR, IO POPMYIOTH IIepITIe
BpakeHHs Bl TPHU Ta BINTMBAIOTh Ha 3aralbHUN JOCBIT KOpHUcTyBada. ¥ 2D-irpax
Hali9acTillie BHKOPHUCTORYIOTRCS TaKl CTHI: ImKcenb-apT, flat-mmsaiiH, BekTopHa
rpadika, hand-drawn cTumb, 13oMeTpUdHe 300pakKeHHS ToIe. KokeH 3 HUX Mae cBOi
TeXHIYHI Ta ecTeTUdHI BilacTuBocTl. likcenb-apr, sskuii oO6paHo s JaHOrO 3a1yMy,
IO THY € HOCTaIbIMHICTh, CTHII30BaHy MPOCTOTY Ta eKOHOMIUHICTE. B1H He moTpedye
CIJIQJIHUX ICHASPIB, OCBITJISHHS Y4 BEJIMKUX IpapiaHUX pecypeiB, MO poOUThL HOro
OIITUMAaTbHUM i1 HaBRYAIBHHUX Ta 1HTI-IPOEKTIB. KpiM TOro, MiKCEITHLHHM CTHIIb
JO3BOJISIE CTBOPIOBATH YITKO HMTAeM1 1HTepdeidcH Ta eneMEHTH TeHMIUICIO, IO
TIO3UTHRHO BIUIHBae Ha 103a01miT1. [IpocToTa Ta BII3HaBaHICTh IMKCETb-apTy POOITH
HOTO 3pYYHHUM 1HCTPYMEHTOM JUIS IIBHIKOTO IPOTOTUIIYBAHHS i ajlanraiii Jo pi3HUX
PO3ALIBHOCTEH eKpaHy, I 4oro HoTpibHO oOparTh 3py4YHHH IS KOPUCTYBaHHS
peaakrop. [13]

IIpu pospoOui 2D-rpadiky U1 IPU BAKIMUBO INAIOpaTH TaKWA 1HCTPYMEHT,
KOTpHUH He TUTHKY TO3BOJIIE TIPOTYKTUBHO NPAITFORATH 31 clipaifTaMu it aHiMaItieto, ait
BLALIOBIIAC BUMOraM JO 1HTErpalii, 3py4HocTl Ta SKOHOMIYHOCTL. ¥ Tabmumim 1.2
HIKYE HaBEEHO MTOPIBHIHHS HAMB1IOMIITHX IIKCENb apT-pelakTOPH.

LibreSprite — 1e BUIbHE Iporpambe 3a0e3leHeHHs 3 BIAKPUTHM BHX1IHAM
KOJIOM, SIKe € opkoM Aseprite, poTe JOoCTYIHE Ge3 TIeH3iMHNK ofMexeHb. Horo
FOJIOBHOIO 1IEPeBarold € HaigBHICTL (PYHKIIHA npodeciiinoro piBHd  (aHiMariis,
TaliMIaiH, MATPAMKaA IapiB), BIICYTHICTH IUIaTH, a TaKOK CYMICHICTH 13 ITPOBUMH

pymsaMy, 30kpeMa Unity. Y KOHTEKCTI HaBUAJIBHOTO TPOoekTy LibreSprite BUSBUBCS
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HaWKpaluM BaplaHTOM 3aBJKUA IIPOCTOMY 1HTepdeicy, HHU3BKHM CHCTEMHHM

BHUMOTaM 1 MOZKITHBOCTI1 CTBOPEHHS pecypciB O3 TpoIoBHX BATpPAT. [ 5]

Tabmur 1.2
[lopiBHSAHHS HIKCEIIb apT-PeIakToOPIB
3aCTOCYHOK Twr muensii CyMICHICTD Opienraiida Bumoru g0
3 Unity pecypeiB
LibreSprite | BeskomroBHUIMA + [likcenb-apT Hmsexi
Aseprite ITnaTHmit + [Tikcenb-apT Hwmspki
Adobe [Lrarauit + 3araibHa Bucoki
Photoshop rpadika

Ha  piymiay  Bim  Adobe  Photoshop, xoTpwii €  OOTYXHHM
OararopyHKIIOHAILHUM  PeJakTopoM, IIpoTe norpedye IUAarTHOI MAIMCKH Ta
CKJIaHINHI B omaHyBaHH1, LibreSprite mo3BoMsIE 30cepeUTHCS caMe Ha moTpedax
po3poOKH HmKceIbHoi rpadiku. Aseprite, xod 1 Mac nogidnuii inrepdeiic, BuMarae
KYIIBJIl JHIEH31i, IO YHEMOXKIHBIIOE HOIO 3acTOCYBAHHS YV BUILHOJIOCTY ITHUX
HaBYAILHUX MPOEKTAX.

Ortxe, LibreSprite € oIrUMaTbHAM BHOOPOM JUISL PO3POOKH 1TOP ¥ MKCEITHHOMY
CTHTI B YMOBaX HABYAITBEHOTO abo iHMI-TIPOekTy. MOTo BUKOPHCTAHHS O3BOTIIE
3a0IAUTH PECYPCH, HE BTPAYaIOUH [PU IBOMY (PYHKIIOHAIBHOCTI Ta 3PYYHOCTI V
poOOTI.

KomGinamis Unily sK OCHOBHOIO irpoBoro pymms Ta LibreSprite sk €
ONTUMATBHIUM BHOOpPOM ISl HaruanbHOTO 2D-mpoexty. Take moeHaHHSA JO3BOJISIE
pealizyBaTH IIOBHHHA ITUKI PO3POOKH, B KOHIECHTYAIBHOIO Ta BI3yalbHOIO
odopMIIeHHST 70 1HTEPAaKTHBHOI JOTIKH, IOJAIBITIOTe TeCTyBaHHA Ta (h1HAILHOTO

pezynbrata ja [TK.

1.4 TlocTanoBka 3aja4l Ta TEXHIYHA KOHIICIIII [IPOCKTY
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Januii TUIDIOMHUIA IIPOEKT MAE 3a METY CTBOPEHHS IIOBHOIIIHHOTO HABYAIIBHOTO
ITPOBOTO TPOAYKTY, SKHH 00 eqHYe B coOl KIIOYOB1 TeXHIUHI Ta (PyHKIIOHATHHI
CIEMEHTH THIIOBOT 2D-TpH, JACMOHCTPYIOUM IPAKTHYHI HAaBHYKH PO3POOKH
IporpaMHOro 3adesneueHss. Y Jokyci peamizalii — cuMy TSI odicHoi abo Tparii, Jie
I'PaBIICBl IIPOIIOHYEThCA JUHAMIYHO pearyBaTh Ha BX1JHI 3aBjaHHA Ta IpHAMaTH
pimmeHHs, 1O Oe3MocepeTHbO BINIMBAIOTH HA BHYTPINTHBOITPOBI IapaMeTpH, SK-OT
(hiHaHCOBI pecypcH Ta penyTamisd. OCHOBHE 3aBJIaHs I'paBLy 1osrac B ¢ ek THBHOMY
"yTpUMaHHI Ha poOoT1", Mo BUMarae Oe3lepepBHOTO aHali3y CUTYaIlli Ta YXBaleHHS
CTpaTETIUHUX PIMIeHb, OCKUILKM HAKOIMUSHHS BHYTPITHLOITPOBUX Tpolleit Ta
MJIBHAINEHHS PIBHSI penyTarii € KIIOUYOBHMH IOKa3HHKaMH HOTO YCIIITHOCTI Ta
IIpoTpecy B Ipi.

Texniuna KoHemd po3pobileHOro cuMyliitopa 0asyerbess Ha CTBOPECHHI
IHTepaKTUBHOTO CEpPeJIOBUITNAa 3 UITKO BW3HAUEHWM ITPOBMM THUKIOM Ta
B3aEMOIIOB'SI3aHUMHU  CUCTEMaMU. [TpOBUIl  IIpoliec IUKIIYHUHA, IOYHUHAETLCS 3
reHepariii HOBOTO 3aBJaHHS, IO € IEeHTPaIbHUM eJIeMEeHTOM B3aeMOJIii TPamRI.
3aBJaHid PO3PI3HSIOTLCI 38 PIBHEM CKJIAJHOCTI, BKIIOYAIOYH JICrKl, CepelHl Ta
CKJaj{Hl BaplaHTH, 1Mo Oe3MocepeHLO BINMBAE Ha 0OCAT MOTEHINIMHOI BHHATOPOIH Ta
yacoBl OOMEKCHHS Ha HOro BukoHanHs. JiI KoxKHoi KaTeropii CKJaJHocTi
lepeadadeHi okpeMi HaOOPH TEKCTOBHX OIMCIB 3aBJalb, dKI 30epiraloTbed Y
BLALOBLAHUX MacuBax Yy Kiaci GameManager.cs (easyTasks, mediumTasks,
hardTasks). 3 mux GameManager BUIIAJIKOBUM YUHOM OOHpac piBeHb CKIAJIHOCTI, a
IMOTIM 1 caMe 3aBJaHHd, 3a0e3[euyloud THM caMiM perpaldelbHICTH Ta
Herepe0auy BaHICTh 1IIPOBOLO IIPOIECY, OCKUILKH I'PaBelb IOpasy 31TOBXY €THCS 3
HOBUMH BUKIUKAMH.

JJ14 KOJKHOTO 3aBJaHHs HAJAe The OOMEKEHUNM YacOBUH JTIMIT, 3HAYCHHS SIKOTO
3aNeXUATH BT cKiIaaHocTl. et taiiMep (currentTaskTimer) peanizoBaHmil K 3MIHHA
tuiy float y GameManager.cs, sika 3MCHIIYETLCS IIOKAApY, a Horo Bizyasizaliis
3iHcHIOETReA 3a Aomomoroo Ul-emementa Slider (timerSlider), skmit muHaMigHO
OHOBIIIOETRCS, HAJIAIOUHN TPaBIleBl BizyanbHUI 3BOPOTHHI 3B'SI30K TIPO 3aTUITIOK Yacy.

Kepypanng 1epexooM MIK 3aBAaHHAMH, BKIIOYAIOYH KOPOTKI [ay3W INCIH
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BUKOHAHHA a00 IIPOIYCKY, 3A1HCHIOETLCS 3a JOIIOMOIOI0 KOPYTHH (coroutines) v CH,
o 3a0e3medye IIaBHAM 1rpoBHi ITOTIK Oe3 OMOKYBaHHS OCHOBHOTO ITHUKTY BUKOHAHHS
rpu. ['paBreBl HajgacTbes BuOip: BHKOHATH 3aBjanbs, HatucuyBmu "Complete
Button", abo mpomycturm #Horo, ckopuctaBmmch "Skip Button". Il kHomku
BUKIHKaIOTL BiAtoBiaHi Metoau CompleteTask() ta SkipTask() y GameManager.cs.
VYeminmHe BUKOHAHHS 3aBJaHHA TIPU3BOIUTH 10 HapaxXyBaHHS TpoIlied Ta pemyTarii,
TOJI1 SIK TIPOITYCK 3aBJaHHd (Yepe3 BHUEPIIAHHA dacy alo CBLIOME PIIICHHS) BEJE [0
mTpadiB Ta 301TbIIEHHS TYIIHFHHAKA MPOITY MeHNX 3aBAaHb (missed TasksCount).

BHYTpITHROITPOBA €KOHOMIKA € KITIOUOBUM CTUMYJIOM IS TPABITSI Ta OCHOROIO
cucTeMu Tmporpecii. Bona 0GasyeThcsl Ha JIBOX OCHOBHUX pecypcax: TpoIax Ta
penyTaifii, 1mo 30epiraloThes Ta YIPaBIIIOTHCS y Kkiaact UlManager.cs, sxuit
BLALIOBLAAC 3a IXHE BLoOpaKeH s Ha eKpaHi Ta OHOBIICHHS. [{eHTpaibHuM eJIIeMEeHTOM
mporpecii € BHYTPIITHbOITPOBHWIT Mara3zuH (shopPanel), Sxwifi MICTHTH CIIHCOK
JoctynHux Iokpamenb (availableUpgrades), npejcrasienux o0'ekTaMHu  Kiacy
UpgradeData.cs. Koxken o0ekr UpgradeData iHKancymoe 1HPOpMAIO IIPO
HOKpaIleHHs!, BKIIOHaoud  Horo  VHiKabHuA  iaentudikarop (1d), HasBy
(upgradeName), omnmc (description), BapTicTh (cost), moTounuit (currentlevel) Ta
MakcUMalILHUH piBeHb (maxLevel), a Takox unciioBe 3nadeHnus BIuiuBy (effectValue)
Ha 1rpoBHH mpornec. BisyallbHe NpeCTaBICHHS KOKHOTO IIOKPAICHHS B Mara3HHi
3a0e3neuye kiac ShopltemUI cs, sskuii qunamMigio BiaoOpaxkae HOro XxapakTepUucTUKA
Ta 00podIIsie HaTUCKaHH KHOIKA «Buy».

Kymneni nokpallieHHsI aKTHBHO BIUIMBAIOTH Ha ITPOBHUH TPOIEC Uepe3 MeToj
ApplyUpgradeEffect() y GameManager.cs, SKUil 3aCTOCOBYE KOHKPETHI e(peKTH, SIK-
oT 30UILIIEHHS dYacy Ha 3apjgaHHsS (Speed Boost), mMABHIIEHHS BHUHATOPOIH
(Networking Skills), 3011bImens JIMITY HPOIYIICHUX 3aBjaHb (Stress Management),
reHepariisi macuBHOTO Joxoay (Smart Investments), 3HmkeHHst mrpadir (Backup
System) ado Tumyacose 30uIbIeHHs pernyranii (Marketing Campaign).

OTxe, TeXHIYHA KOHIEMITS TPOEKTY TepeAdavae CTBOPEHHS MOJIYILHOI,
pO3MUpIORaHOT cucTeMu Ha ocHOBI Unity Ta C#, KoTpa pe3yIbTaTURHO MOJIENTIOE

JSUILHICTL OMICHOIO IIpalliBHUKA, Jac I'paBleBl 3MOIY BILIMBATH Ha IIEpedil 1ojid
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yepe3 HPUMHATTA pPIICHb Ta CHCTEMY BJOCKOHANICHB, 1 3a0e3leuye 3po3yMUIMH
Bi3yalbHUIT Ta 3BYKOBWH 3BOPOTHHI 3B'SI30K, MO POOUTH TPY 3axOIUTIOIOUOID Ta

1HTePAKTUBHOIO.

1.5 BUCHOBOK JI0 LIEPIIOTO PO3ALLY

Y xoal aHamzy upeAMeTHol 0o01acTl BUSHAYCHO aKTYalLHICTL PO3poOKH 2D-
1rop K e(peKTUBHOTO 1IHCTPYMEHTY JUII HaBYaHHSI 1 IIPaKTUYHOTO 3aCBOECHHS HABUIOK
nporpaMyBaHHsI. OOIPpyHTOBAaHO TOINILHICTH BHKOPHCTaHHS came opMaTy
CUMYIISITOpa K THYUKOTO, YHIBEPCATBLHOTO Ta 3pPO3YMITOTO 3 TOUKH 30pYy peamizarii
reiivIniero. [ [poBeieHO TOPIBHAHHS MOKIMBHAX 1HCTPYMEHTIB, Y Pe3yIbTaT1 4oro OyII0
oOpano pymnit Unity mis po3podku 1 LibreSprite — s crBopenus rpadidioro
odopmrents. CHopMyThOBaHO 3aralbHy TEXHITHY KOHITETITIIO IPOEKTY Ta OKPECIeHO
OCHOBHI KOMIIOHCHTH, HK1 IIUBIIaloTh peaqsami y nponect podOTH  Hajl

kBamidikamiHo0 podOTOIO.
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2.2 AHAJII3 TA BUBIP METOMIB PEAJIIBAILIL I'PU

2.1 Bubip uporpaMimx 3aco0iB il peans3anii IpoeKkTy

JieBa peamzamis Oy b-4KOTO IIPOrPaMHOIO MPOEKTY, ocodIMBO B cdepl
IHTepaKTUBHUX  JOJATKIB, HEMOXINBa ©Oe3 peTelbHOro aHalily HasBHHUX
TeXHOJIOTTYHUX PiIeHb Ta 0OIPYHTOBAHOIO BUOOPY METOAIB iX BruteHus. Llei posin
MIPUCBSUCHUN KPUTHUHOMY OTBIIY AaKTyaldbHUX I1HCTPYMEHTIB Ta IIAXOMIB, IO
MOKYTH OyTH 3aCTOCOBaHI AN PO3poOKH CYyJacHUX ITPOBHX CHUMYIISTOPIB, a TaKOK
OoOIPYHTYBaHHIO KOHKPETHOTO CTEKY TEXHOIOTIH, mai0paHoro IS CTBOPEHHS
CUMYISITOpa  VIpaBIiHHSA 3ajadamMu. Bubip TmporpaMHOTO cepejIoBHINA Ta
1THCTPYMEHTAPIIO € BHUPIMAILHAM YHMHHUKOM, IO BIUIMBAE Ha MIBUIKICTL PO3POOKH,
THYYKICTh apXITeKTypH, MOKIHMBOCTI MacImTaOyBaHHS Ta, 3PEITol0, Ha SKICTh
KIHIEBOIO HPOAYKTY. BiJ HLOTO PIIICHHS 3a/ICKUTL HE TUILKYU TSXHIYHA VCIIIIHICTD
3aCTOCYHKY, ajle ¥ eKOHOMITHA JOIIIILHICTE Ta 3PYUHICTH MOJaIBITION T ITPUMKH.

Iporec po3poOKK HporpaMHOIo 3ade3lcUeHHs, 30KpeMa IrPOBUX JOIATKIB, €
OaraTorpaHHHAM 1 BUMarae 3acTOCYBaHHS CIleIliaTi30BaHNX 1HCTPYMEHTIR Ha KO KHOMY
eTalll — BlJ| KOHIENTYyall3alii Ta Au3aiHy J10 KoJyBaHHs Ta TecTyBaHHs. [ [paBribauit
BUOIP IUX IHCTPYMEHTIB € KIIOYOBUM I JOCATHCHHS ITOCTaBICHUX IILICH IIPOCKTY.
Ha cywacnoMy puHKY HOpeicTaBiieHO Oe3llid  pillleHb, K1 PO3PI3HAIOTLCS
(Y HKINOHAILHICTIO, PIBHEM CKIAAHOCTI, BAPTICTIO, IHATPUMYBaHUMH ILIaThOpPMaMu
Ta MOBaMH TporpamMmyBaHHd. JI71s1 kBam(ikoBaHOTO BHOOPY MOTPIOHO 3MIHCHUTH
HOPIBHSUILHUN aHaji3, BpaxoBYIOUU CLIEU(pIKY MPOCKTY, HAsIBHI PECYPCH, & TAKOK

HeoOX1IHICTh 3a0e3IIeUeHHS THYUYKOCT1 Ta MOKIMBOCTI MOJATbIIOT0 PO3RBUTKY.
2.1.1 TTopiBRHSIHHS 1ITPOBHX PYIINIIB Ta CEPEOBUINA TSI PO3POOKH CHMY JTEITOPIB
IrpoBt pymni € ocHOBOIO Oyb-sIK0i cydacHOi TPH, HaJalouHd pPo3poOHHKaM

1HTETpOBaHe CEePEOBUINE IS CTBOPEHHS BI3yalbHOTO KOHTEHTY, peam3ariii 1irpoBoi

JIOTIKH, YIIPABIIHHS pecypcaMy Ta IHIITUX KPUTHHTHO BAXKIMBUX acllekTis. 1Ipu Bubopi
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pYIIA JUIS CHMYJSITOPA BaIIMBO 3BXKATH HA MO0 MOMKIMBOCTI IMOJ0 POOOTH 3
1HTepdelicoM KopUCcTyRaua, MOJIETIOBAHHSIM BHYTPITTTHBO! TOTIKW CUCTEMH, a TaKOXK
HIATPUMKOIO PI3HOMAHITHUX IIIATGOPM UL pOo3ropTaHid. ¥ cydacHid 1HAyCTpIi ICHYE
BEJIMKa KITBKICTh JBUTYHIB, KO’KE€H 3 SIKUX OPIEHTOBAHWM Ha TIEBHI 3aBJaHHS, THITH
1rop Ta pIBeHbL CKIAJAHOCTI PO3POOKH.

Cepel TIpOBIIHHX ITPOBUX PYIMIB Ha CHOTOTHI MOKHA BHOKpeMHTH Unity,
Godot Engine Ta Unreal Engine. Unreal Engine, pozpoOirenuit Epic Games, BiaoMuti
CBOE€IO BUHATKOBOIO (DOTOPEATICTHIHOK Ipadikoro Ta MOTYKHAM (PYHKITIOHATIOM JIIS
CTBOpeHHI AAA-TIpoekTIiB. BiH mepeBakHOo BHKOpHcTOBYe C++ Ta cHCTEMY
BizyanmsHOTO TIporpamyBaHus Blueprints. Xoda Unreal Engine e HamBHUaitHO
TIOTY KHUM, Horo ¢okyc OlIbIe 3ocepeKeHni Ha 3D-1rpax 31 cKiIaHOIO Tpadikoro,
a IOPIr BXOJKEHHA JJIS BHBUCHHS MOKE OYTH JOCHUTH BHCOKHM, OCOOIHBO [
po3poOKu 2D-cUMYISITOPIB 3 TIPOCTUM BI3yaldbHUM cTHNEM. [e 3poduino Horo MeHII
OITUMAJIBHUM BHOOPOM [UIS HAIOTO 3aCTOCYHKY, JIe¢ akleHT OyB Ha JIOIiIl Ta
1HTepdelicl, a He Ha BUCOKOPEaTICTHIHIN rpadiltl.

Godot Engine € BIIKPUTOIO allbTCPHATHBOL, IO CTPIMKO Haldupac
TIOIY JEIPHICTh. BiH € JerkuM, THYYKAM 1 INJTPUMYE PI3HI MOBH HpOTpaMyBaHHI,
BKJIIOUAIOYH ¢BOIO Biiacky MoBy GDScript, C# ta C++. Godot iaeaibHo MAXOAUTD I
2D-1rop, IPOHOHYIOUH 3pYUHI IHCTPYMEHTH 1l poOOTH 31 ClipaiiTaMy Ta aHiMalidMH.
Horo «BinkpuricTh» Hae HOBHUI KOHTpOIb Haj pymiem. [Ipore, mopiBasHo 3 Unity,
Godot Mae MeHITIe po3raiyKeHe KOM'IOHITI, IO MOYKE YCKIAIHUTH IIOITY K PIIICHb I
crierdpiaaux mpodieM, 1 HOTo eKocHcTeMa aceTiB He HacTUIRKH po3BHHEHa. J[IIs
IIPOEKTY, SKHHA CTBOPIOETHCH B paMKax JUIUIOMHOI poOOTH 3 OOMEKEHHM YacoM,
OUIBII TMHpOKa MATPHUMEKa Ta TOTOR1 pirmeHHss Unity Oyiau mepeBaroro. [8]

Unity Big Unity Technologies, 3 iHmoro 00Ky, € OJHUM 3 HARIIONY ISPHIIIHX
irpoBUX PYIIiB y CBiTi, mo maTpuMye sk 2D, Tax 1 3D pospobky. Moro ocHOBHOIO
MOBOIO IIporpamyBaHHs € C#, 10 € IOTYKHOK 00'€KTHO-OPIEHTOBAHOK MOBOIO, SKa
1HTErpyeThes 3 Microsoft Visual Studio — mpoRiTHAM cepeoBUINEM PO3pOOKH IS
NET. I1g xoMO1HaIsg Hajgae po3poOHHKY Ha3BHUYANHO TIOTYKHI 1THCTPYMEHTH IS

Hajlaro/KeHus, peakTOpUHIY Ta yupapiinis kojgoM. C# B Unity peaimsyerbesd depes
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KOMIIOHCHTHY apXITEeKTYpY, IO JO3BOJLIE CTBOPIOBATH FHYUKI Ta MOYJIbHI CUCTEMH,
Jie KoskeH 00'eKT MOKe MaTH JeKlIbKa CKpHIITIB-KOMIIOHEHTIR, SIK1 B1IIOBITAIOTH 3a
resHui dyukmonai. e maxij € 1ieallbHuM U1 pO3POOKH CUMY JIITOPIB, OCKUILKU
JIO3BOJISIE JIETKO CTROPIOBATH Ta MOIM(DIKYBATH PI3HI aclleKTH 1ITPOBOT JIOTIKH, TaKl K
VIIPaBIIHHY PecypcaMu, [OBE/IHKA 3aB/laHb, B3aemMoaisd 3 Ul.

3okpema, A UMY JITOPIB, Unity IpomoHY€e BHHATKORI MOKIHMBOCTI Y ITapHH1
UI/UX. Horo BGyjmoBana cucTema Canvas jac 3MOIY CTBOPIOBATH CKIAIHI Ta
TUHAMIUHI 1HTepQeiicH, sK1I JerKo agallTyIOThes I Pi3HI Po3MIpH e€KpaHiB. lle
KPUTHIHO BaKTUBO TSI CUMYIISITOpa odicHOI Tpalti, Jie 3HavuHa YacTHHa B3aeMoIii
B1IOYBa€eThCs Uepe3 KHOIIKH, claiiepy, TEKCTORI IO M 1HIT eNleMeHTH 1HTepdelicy.
MoxnuBICTE Bi3yalrsHoTO AuzaitHy Ul OesmocepeiHbo B peakTopl Unity, TToeTHYIOUH
HOTO 3 IIPOrpaMHOLO JIOTKOK Ha C#, 3HAUHO IPUIBUIIIYE PO3POOKY.

Kpim Toro, Unity Biip13HIEThCS KpOoCIIaTGOPMEHHICTIO, IO TO3BOIISIE JIETKO
SKCIIOPTYBATH IIPOECKT IS pI3HUX onepamiinux cucreM (Windows, macOS, Linux),
MOOUTRHUX TmaTdopMm (Android, 10S) Ta HaBiTh Beb-OpayzepiB (WebGL). Ile
3ade31edye MUPOKE OXOIUICHHS ayAUTOpPil Ta THYYKICTH YV PO3TOPTAHHL IIPOJIYKTY.
Bemrka Ta akTHBHa CIIIBHOTA, BelTHUE3HA KITBKICTh HaBIaTbHUX MaTeplalliB, YPOKIB,
dopymiB Ta roroBux aceris y Unity Asset Store CyTTEBO NPUCKOPIOIOTL IIPOIEC
PO3pOOKH Ta JAIOTh 3MOTY IMIBUIKO 3HAXOJ/MTH PIIICHHS IS THIIOBUX 1 HETHUIIOBHX
3aBiaHb. JJBI HpoeKTy, jle BaXIHMBO MBHJIKO OCBOITH 1HCTPYMEHTAPIA Ta OTpUMaTH
poOOUrii pe3yabTar, 1l hakTopHU € BUPIIAILHUMU. 9]

[T wac peamizali MporpaMHOi acTHHHU Tpu OyJI0 MpoaHali3oBaHO JIeKIIIbKa
BapiaHTiB cepeIoBUIl po3podky, 30kpeMa Visual Studio Community, JetBrains Rider,
MonoDevelop, a Takoxk Visual Studio — TekcTOBHI pemakTop 3 pO3NMHPEHUMHA
MOKIUBOCTAMU UL podoTu 3 Moo C#. 3 ornpiay Ha cuerudiky MOpOEKTy,
JIOCTYIIHICTD, TIPOAYKTHBHICTE Ta 1HTerpairo 3 Unity, Oymo oOpano came Visual
Studio Code.

Visual Studio € JerkuM Ta MBHIKHAM PeJakTOPOM KOAY 3 BIIKPHTHM BHX1THHAM
KOJIOM, IO IMJATPHMY€E BEIHUKY KIIBKICTH MOB TIpoTpaMyBaHHS, 30KpeMa C#, 3a

JOIOMOTOIO BCTAHOBJICHHS BIALIOBIAHUX PO3IIUpPEeHL, Takux 4k C# for Visual Studio
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Code. Oanicio 3 xnoyoBux 1epesar VS Code ¢ Horo BUCOKa MIBUIKICTL poOOTH Ta
HU3BKI BUMOTH /IO PECYPCIB CHUCTEMH, IO 0co0INBO BaKIIMBO Ha eTalll HaBYaIhHOT
PO3POOKH, KOJIM IPOEKTH HE HMOTPEOYIOTH CKIAJHOIO IHTETPOBAHOIO CEPe/JIOBUINA 3
BEJTHUKOIO KITTHEKICTIO CEPBICIB.

Y nopiBusuni 3 nopoomupauM  Visual Studio Community, VS Code
3aIlyCKaeThCsl 3HAYHO IMBH/NIE, He MoTpeldye TolepeaHroi KoHpirypami i He
HABaHTAKYE CHUCTEMY JOJATKOBUMH CIYyKOaMH, SKI HE 3aCTOCOBYIOTBCA IIJ| dac
CTBOpPEHHSI HeBEIUKUX MPoekTIB. B Toit wac gk Visual Studio zalesmneuye po3mupeH1
MOKITHBOCTI HaJlaroKeHHs Ta Npo(LUIOBaHHS, 11 BTIIEHHI THIIOBOI JOTIKH 2D-TpH
M MOKIMBOCT1 OynH HaymuimkoBUMHA. HatoMicTe VS Code 3abezneanB koMpopTHY
poOoty 3 datimamu, marpuMky IntelliSense, aBToOTIOBHEHHS, HaBITAIIIO IO KJIacax 1
METOJAxX, a TAKOXK IMBUJIKE IICPEMUKAHHS MIK (pailiaMu.

ITle ogauM BapiaHTOM OyJo cepenouine JetBrains Rider — moTyxHa IDE Ha
octoBl Intelli], sxa mMac rnmuboky imrerpamio 3 Unity. 1lpoTe BoHo € kxoMepriinum
MPOJYKTOM, a Horo Oe3KoITOBHA Bepcis JMOCTYIHA JHIIE [T Mojel 13
BepubikoBanuM akayHToM. OKpiM Toro, Rider 3HauHo BUMarae pecypeisB CUCTEMH, 11O
poOUTH HOro MEHIT OpHAaTHAM IS OCBITHIX moTped abo podoTH Ha cnalImmix
IIPUCTPOSIX.

MonoDevelop, koTpuii paHilie akTHBHO 3acTocoByBaBed 3 Unity, 3apa3 BiKe He
HIATPUMY €TLCS, Mae oOMekeHny (DYHKIIOHAILHICTb, a B ocTaHHix Bepciax Unity
o(IIIAHO HEe PAAUTLCH IO BUKOPUCTAHHSL.

Orxe, BuOlp Visual Studio € onrumanpHuM Ui peamzamii 2D-rpu B
HaBYaJILHOMY cepejloBullll. Bin 3adestieuye mBuiaKy inrerpairiio 3 Unity, Mac HU3bKE
HaBaHTa)X€HHI Ha CHCTEMY, IMATPUMYE OCHOBHI (PYHKIUI HalaroKeHHS Ta
ABTOJIOIIOBHECHHS, & TAKOX [JO3BOJSE JIEIKO OPraHI30BYBATH IPAIIO HaJ[ IIPOEKTOM.
BukoprucTaHHs 1THOTO CepeTOBHINA CIIPHSUIO MIBHIIEHHIO TIPOYKTHBHOCTI TIpari Ta
3MEHINSHHIO TeXHIYHKIX Oap’epiB Mij Jac peasiisalii 1rpoBoi JIOTIKH.

Came 111 IepeBaru — TOTY3KHa 1HTerparis 3 C# ta Visual Studio, po3BuHeHa
cucreMa Ul, kpocrmiaTdopMeHHICTh Ta aKTHBHa INJITPUMKa CINIBHOTH — CTald

KIIOUYOBUMH apryMeHTaMU Ha KOpPHUCTh BUOoOpY Unily SK OCHOBHOIO 1IPOBOIO PYIIIA
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JUIL peainzanli IL0ro cUMYJBITopa YIpaB/IHHEA 3ajadaMu. [le 3abe3niedye He umme
TeXHITHY e(peKTHBHICTb, ajle H# THYUKICTh Y MOJallbIIIOMY PO3BHTKY Ta BIOCKOHAIEHH]

3aCTOCYHKY .

2.1.2 [HcTpyMEHTH U MOJISIHOBAHHS Ta JIU3aiiHy KOHTEHTY

llobymoBa 1HTepdelicy KopUCTyBada € BaX/IMBOK CKIQJ0BOIO KOXKHOTO
ITPOBOTO TPOEKTY, OCOOIMBO Y JKaHpPl CUMYJIITOPA, JI€ B3aeMOJIS 3 MEHIO, MaHEeISIMHU
Ta KHOTIKaMH € TtocTiiHo©o. Unity mpomionye moTykHy Ul-cucTeMy Ha 0cHOB1 00'€KTIB
Canvas, Mo JTO3BOJSIE CTBOPIOBATH SIK IIPOCTI, TaK 1 BakKKl eleMeHTH 1HTepdeiicy.
3apmsgku HassBHOCTI Layout Group (Vertical, Horizontal, Grid) 1 xoMIIOHEHTIR THITY
Button, Image, TextMeshPro, Slider Ta immmx, po3poOHHK MOKE 3PYUHO
CTPYKTYpYBaTH iHTepdeiic, 3po0UTH HOTO aJJallTUBHUM JI0 PI3HUX PO3ITHPEHb eKpaHa
Ta JICrKO 3MIHIOBaTH 0¢3 MOTPeOU peJaryBaHHsa KOIY.

Oxpemy mneperary gae TextMeshPro — cucrema peHjiepHHTY TEKCTY, sIKa
JO3BOJISE€ BUKOPUCTOBYBATH MPUGTH BUCOKOI YITKOCTI, A0JaBaTH TiHl, KOHTYPH Ta
1iHm edextr. Ile ocoOmuBo akTyanbHO 11 2D-1rop, 7@ TEeKCT € KIIOUOBHM
CKJIQIHUKOM 1HTepdeiicy. 3aieKuo Bl CKIaMHOCTI I'py, inTepdeiic Moxe Oy IyBaTUCh
K Ha ogHoMy Canvas 3 yeiMa eJIeMEHTaMH, Tak 1 Ha JACKUILKOX Iapax — HallpHUKIa/,
okpeMo st HUD, memo Ta BikoH gianoris. ¥ po3podui miei rpu OyJo 3acTOCOBAHO
pozautenms Joriku Ul (UIManager.cs) 1 Joriku reimiviero (GameManager.cs), 1o
JIO3BOJIMJIO JTOCITTH BHCOKOI THYUKOCTI M He3alIeKHOCTI MUK BiToOpa)kKeHHSIM 1
JaHUMMU.

SIKICTH Ta CTHIICTHKA Bi3yalbHOTO Ta 3BYKOBOTO KOHTEHTY € HER1T€MHOIO
CKJIaJOBOIO OV [b-SKOi I'PHU, BIUIMBAIOYM HAa 3aHYPEHHS IpaBid Ta HOro 3aralibHe
CIIPUMHATTS TIPOYKTY. J{1s1 2D-1rop, 0co0IuBO THX, IO BUKOPHUCTOBYIOTH MIKCEThHY
rpadiky, BUOIP BIALIOBLIHUX IHCTPYMEHTIB JIJISL CTBOPECHHS apT-aKTHBIB € Ha3BUYaiHo
Ba’KITHBHM.

Jlnst cTBopeHHs Belel rpadpiuHoi cKIIaoRoi, 1O BUKOHAHA Y CTHII MIKCETb-apT,

Oyno obpano LibreSprite. Ile Oe3komroBHud, 3 BLAKPUTHM BUXLJIHHM KOJOM,
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IIKCEIILHUHA apT-pejlakTop, Skuil € GopkoM, Oe3KOIITOBHOK HE3aJICKHOK BEPCIEIO
oty IsipHOTO Aseprite. LibreSprite 1eanpHo MAXOUTE A PpOOOTH 3 MIKCETHHOIO
rpadiko0 3aBIIKH CBOCMY CICLIAII30BAHOMY (DYHKITIOHATY: BIH JO3BOJBSIE JICIKO
CTBOPIOBATH Ta pejaryBaTH cCIIpaliTH, MpaifoBaTH 3 IMapaMy, BUKOPHUCTOBYBaTH
aHiMaliifHl  Kajpu Ta e(QeKTUBHO MAaHIIY/IOBATH KOJBLOPOBUMH  IIAJiTPaMH.
MoOKIIMBICTh CTBOPEHHS TailiB — HEBEIWKHUX IpaldHUX €IEeMEHTIR, 3 JKUX MOKHa
Oy IyBaTH irpoB1 PIBHI — € OAHICIO 3 KIHOUOBHX Iiepesar LibreSprite jg 2D-1rop, mo
3HATHO IIPUCKOPIOE TIpoTiec AU3aliHy piBHIB Ta (JOHIB. ATbTepHaTUBaMH MOITIH O OyTH
Tak1 iHcTpyMeHTH, Ik Adobe Photoshop, GIMP aGo cam Aseprite, ane LibreSprite 6yB
oOpanuif came uepes Horo opieHTORaHICTh Ha TKCeb-apT, TIPOCTOTY 3aCTOCYBAHHS Ta
O€3KOINTOBHICTD, IO BIATIOBIIaE BUMOTaM POOOTH.

Orxe, xomOiHamis Unity s po3poOku Joriku i inrerpanii, LibreSprite ast
MEKCENbHOI TpadiKi YTROPIOE ONTHMAIBHAM KOMIUIEKT 1HCTPYMEHTIR, IO JO3BOISIE
peaaizyBaTH Bel aclekTd 2D-1rpoBoro MpoekTy, MHOYMHAIOMH Bl BI3yaJIbHOI'O
JU3aliHy, 1 3aKIHUYIOUH 1HTEPAKTHBHOIO JIOTIKOKO Ta 3BYKOBHM CYHIPOBOIOM,
3a0€31ICUYIOUH BUCOKY HKICTb KIHIIEBOIO IIPOAYKTY B paMKax PecypciB Ta CTPOKIB

JTUTUIOMHOT POOOTH.

2.2 MeTou peaizamii KIIOYOBHUX KOMIIOHSHTIB I'pU

Peamizaiis irpoBoro CUMYJBITOpPa BUMArae CUCTEMHOIO ILIXOAY 10 PO3poOKU
HOTO OCHOBHMX KOMIIOHEHTIB, KOYKeH 3 KOTPHUX BUKOHY€ CROIO YHIKaThHY (DYHKITIIO Ta
B3aEMOJIIE 3 THIITAMHY YaCTUHAMM CHCTEMH. 3aBIIKHA BUKOpUCTaHHIO Unity SIK 1IrpOBOTO
pyimg Ta CH# K MOBH IIporpaMyBaHHS, apXITEKTypa IIPOe€KTy OyIyeThCS Ha
HPUHIMIIAX 00'€KTHO-OPIEHTOBAHOTO [POIpaMyBaHHS Ta KOMIIOHEHTHOT'O THXOY.

B ocHOBI1 1rporoi JOTIKH JeKUThH KOMIIOHeHTHa apxitekTypa Unity. Koxken
1rpOBUH 00'€KT MOKE MaTH JACKLIbKA KOMIIOHCHTIB, IO IPEACTaB/SIOThH PI3HI aClIeKTH
Horo moReMHKH — (DI3UKY, PEHASPUHT, CKPHIITH. JIIsI peanizalili OCHOBHOI JIOT1KH TPH
(YIIpaRIMHHS CTaHOM TpH, TIEPEMHKaHHS CIleH, oOpoOka mojiit) Oy/ie BUKOPHUCTAHO

narepH Singleton i roJIOBHOIO MEHeEKepa IpH, Mo 3ade3lieuye €JIUHY TOUKY
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JOCTYILY A0 IEHTpali30BaHuX (YHKINNA 3 Oy Ab-9K01 yacTUHU poekTy. lle nosermye
VIIPaBIIHHS TIOOATHFHUMH MapaMeTpaMHu Ta KOOPIUHAINIO B3aeMOJIl MIK PI3HUMH
cucremamu (Ul, 3apganmst, marazun). JIorika OHOBICHIS CTaHy I'PH Ta peakiii Ha jgii
KOPUCTYBaua pealizyeThesl Uepe3 MeTOAM SKUTTERoro ImkiIy MonoBehavior vy
ckpurrrax C#.

S apo 1rpoBoTO IIpollecy cUMYIIITopa ogicHOI Tpal Oa3yeThes Ha TAHAMITHIN
CHCTEM1 TeHepallli Ta KepyBaHHS 3aBJaHHAMHU. 3aBJAHHS PO3PI3HAIOTHCS 34 PIBHEM
CKJIaJTHOCTI, 1110 BIUIMBA€E Ha BUHATOPOY Ta Uac Ha BUKoHaHHA. Peanizariisg nependadae
BUKOPUCTAHHSI CITUCKIB 3aB/IaHb /ST KOSKHOTO PIBHS CKJIaHOCTIL, 3 SIKMX BHUII/IKOBUM
YHHOM OOHMpaeThes TOTOUHE 3apjaHHS. Ile 3alesmeuye perpaOenbHICTH Ta
HeTlepe0adyBaHICTh 1TPOBOTO Tiporiecy. JIIS BIUIIKY Yacy Ha BHKOHAHHS KOKHOTO
3aBIaHHS BUKOPHUCTOBYEThCS TaiiMep, 1Mo pealizoBaHuil depes cuaitaep UL, 1 Horo
3HAUeHHS TUHAMITHO OHOBTIOETHCS. KepyBaHHS WacoM Ta IMepexiji MK 3aBJaHHsIMHA
3JIACHIOETHCS 38 JIOIIOMOTOK KOPYTHH (coroutines) y C#, o JO3BOJISLE ACHHXPOHHO
BHUKOHYBaTH TOCTIIOBHOCTI i Oe3 OoKyBaHHS OCHOBHOTO MOTOKY BUKOHAHHS TPH.

JUist MOACIIOBAHHS BHYTPIIIHLOIIPOBOI ©KOHOMIKH BBEJICHO JBI KJIIOYOBI
METPHKH: TPOIII Ta perryTarfisl. [ porm 3apo0IsoTheS 3a Y CIIITHE BUKOHAHHS 3aB/laHb,
a perryTanis 30UIbIIYETheS IPU 3aBEPIICHH] 3aBJaHb, IO MalOTh OUILIIHA BILIUB.
HeBukonanHs a0 IIPOIYCK 3aBJaHb HPU3BOAUTHL MO IITpadiB, a came 3MEHIICHH
rponieit adbo perryTarii, Mo A0Jac eJIEMEeHT PU3UKY Ta cTparterii. MarazuH nokpaiicHb
€ IEHTPAJILHUM eIIEMEHTOM Iliporpecii rpasid. KoxkHe IokpallleHHsS IIPeCcTaBICHO
okpeMHM OO0'eKTOM JaHHMX (Hanpukiaj, kKmacoMm UpgradeData), mo 30epirae ioro
BapTicTb, olke Ta edexT. Peaizalisg Marazuiy BKIIOYAE B1AOOPAXKESHIS JIOCTY ITHUX
riokparrieHs B Ul, mepeBIpKy HAsSBHOCTI KOTITIB VIS TIOKYIIKH Ta 3aCTOCYBaHHS e(PeKTIR
HOKpallleHb Ha irpoBY JIOTKY (HAIpUKIa, 3MiHa 0a30BOIO 4acy Ha 3aBaanms ado
po3Mipy BHHaropoam). CHUcTeMa Jlae 3MOTY PO3ITUPIOBATH aCOPTUMEHT MarasuHy y
MaiOyTHLOMY.

Pozpobka Ul e kmouoBAM acniekToM cuMyIaTopiB. B Unity Ul cTRoproeThes 3a
JomoMororo cuctemMu Canvas Ta eneMeHTIB Unity Ul (KHOIIKH, TEKCTOR1 MO

TextMeshPro, ciaitnepu, manenm). st auHamMiygoro oHoBieHHs indopMalii, To6To
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I'POILLL, PEITyTaIlis, OIKC IOTOYHOIO 3aBAAHIs, TAAMep, BUKOPUCTOBYIOTBHCH BLIIIOB1IHI
koMmItoHeHTH TextMeshProUGUI Ta Slider, ki mporpaMHO HOB'SI3YIOTHCS 31 3MIHHAMHA
B Kiacax UlManager ta GameManager. O0Opo0ka IOJIH, TakuX SK HaTHCKAHHS
KHOTIOK, peaizyeThes uepes cucteMy no/ii Unity, Mo J03BOJSIE TETKO TIPUB'I3yBaTH
METOJH CKPUIITIB 0 A1l KopuUcTyBava. JuHaMidHl KOHTPOJIOIOTLCS Yepe3 aKTUBALIIO
abo peaxTuBalo GameObjects.

llpomec po3poOKH  CYHPOBOJKYETHCA — OC3IEPEPBHUM  TECTYBAHHSM — Ta
HallaroKeHHsIM. HanaromkeHHS Kooy 3M1HcHIOEThe Oe31tocepeIHpo B Visual Studio,
iHTerpoRanoMy 3 Unity, mo [gae 3MOTy CTaBUTH TOUKH 3YIHMHY, breakpoints,
TIepeTsIaTH 3HAUeHHS! 3MIHHUX Ta BIICTIIKOBYBATH X1JI BUKOHAHHS TIPOTPAMHU.
OyHKITIOHATBHE TECTYBAHHS ITPOBUX MEXaHIK MPOBOJUTHCS BPYUHY, IEepPERIPSIOUH
KOPEKTHICTh PO3PaxyHKIB, IoBeAIHKY Ul-¢IeMeHTiB Ta IOCIIIOBHICTL 1IPOBOIO
MUKy, HasgBHICTE JOTIB ¥ KoHcom Unity TakoX 3HAYHO IONETTITYE BUSIBIEHHS 1

BHIIpaBJICHHA IIOMHIIOK.

2.2.1 1 pyuHiuim IpoeKTy BaHHs 1IPOBHX MEXaHIK JIJI CUMY JEITOPIB

[IpoekTyBaHHsl 1IPOBHUX MEXaHIK ML CHMYJIMTOPIB 10Tpedye IIHOOKOIo
PO3YMIHHS He TUILKH IPOrpaMHUX acleKTiB, ajge H IICHXOJIOr4YHux (dakropiB
B3acMOJIIT FO03epa 3 CHCTEMOIO. Bjanuil cuMyJBITOp Mae He IPOCTO 1MITYBaTH
peabHICTD, 4 i HaJaBaTH [PABITO YITKY MOTHBAIILD, BLIUY TTS LIPOIPECY Ta 3aHyPCHHS
y BIPTYaJdbHHH CRIT. Y KOHTEKCTI PO3po0KH cuMyisiTopa odicHOI mparm OyIo
BpaxoBaHO JACKUIbKA KIIOUOBUX IPUHIMINB, 110 3ade3leylaIn Horo 1rpoBUi
TOTEHITATT.

OpanM 3 dyHAAMCHTAIILHUX AdCICKTIB € CTBOPCHHS €(EKTHUBHUX CHCTEM
Iporpecii Ta 3BOPOTHOTO 3B'A3KY. | parIfio HeoOX1IHO TIOCTIMHO BIIYBATH, IO HOTO
J1i MaroTh HACIIAKY 1 BEAYTh J0 PO3BUTKY. Y HAIIOMY IPOEKTI LI peasiizy €ThC uepes
JIB1 OCHOBHI METPHKH: TpoIll Ta pemyTarfiio. KokHe yCIIITHO BHKOHAHE 3aBJIaHHS
Oesrocepe THLO BIUIUBAE Ha I11 TOKa3HUKH, B1JI00pakalounch Ha €KpaHi Ta CTBOPIOIOYH

MUTTEBUIA MO3UTUBHUK 3BOPOTHUI 3B's30K. CHCTeMa IOMIINICHL Y Mara3ufi € Iie
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OJIHUM PIBHEM IIporpecii: KYHIB/IM HOBOIO IIOJIMNIICHHS HE JIMIIE 3MIHIOC 1MPOBUH
GanmaHc (HATIPUKTIAJ, 301UIBIYIOUH BUHATOPOAY ad0 CKOPOUYIOUHN Yac Ha 3aBjJaHHA),
aje W Hajae IpaBIO BIAYYTTS AOCATHCHHS Ta KOHTPOJIO HaJ CBOECID BIPTYAIBHOIO
Kap'epoto. Tleit emeMeHT 3abe3nedye JTOBTOCTPOKOBY MOTHBAINIIO, OCKITLKH TpaBellh
Iparte 310paTh JOCTATHLO PECYPCIB UL PO3OIIOKY BAHHS IIOTY AKHIIUX alllpeHaiB.

JlocsiTHeHHsT Halikparoro OaltaHcy IrpoOBOTO TIPOIECY € BKpail BaKITMBUM IS
VTPUMAaHHY 3alllkaBieHoCT IrpaBig. Hajaro jerka rpa mmsujaxo HaOpUJHE, a HAATO
BakKa — BHUKJIWYUE po3dapyBaHHI. B cumymsiTopi OamaHC JOCATAEThCS dUepes
BaplaTHRHICTH 3a/1ad 3a CKIIaTHICTIO Ta YacOM Ha BUKOHAHHSI, 4 TAKOK Uepe3 CUCTEMY
BHHaropoj 1 mrpadiB. EekTH BII TOMIINEHb TeX PeTeIbHO KamlOpyIOThC, MO0
BOHM Ha/IaBaIM BITUYTHY KOPHUCTH, alle He poOUIH TPy HaATO MpocToro. Hampukiar,
30UILIICHIS JIIMITY HPOIY ICHUX 3aBJalb a00 MaCUBHMHA JOXIJ A0JAI0OTh THYYKOCTI Ta
cTpaTeriuHoi IIHOWHM, aje He ITUIKOM YCYBAIOTh BHUKIHUK. Takui MiXiJ CTUMY IO
IpaBLs g0 HOMIIIICHHS CBOET «e(PeKTUBHOCTIY Ta VIIPABIIIHHS PH3UKAMH.

PerpabenrHICTE 3a0e3nedyeThesl MEXaHI3MOM BHIIAIKOBOT TeHepalili 3aRjaHb 3
pi3HUX Kareropidt ckiaaganocTi. OCKUIBKM 3ajadl  BHOHPAIOTHCH JAUHAMIYHO 3
TOTIEPe/THRO BU3HAUEHUX MAacHuBIB, KOKHHUI ITpOBHUM ceaHC MOKe MaTH YHIKAIbHY
HOCIIJIOBHICTh BHKJIMKIB, IO 3ano0irac OJHOMAHITHOCTI Ta 3a0X04Uye I'PaBI [0
IIOBTOPHHUX ~IPOXO/KeHb. JloJaTKoBO, cHCTeMa IOMIIIICHb TaKOXK — CIPHIE
perpadelIbHOCT1, OCKUILKY I'PaBellb MOKE CKCICPUMEHTYBATH 3 PI3HUMU CTPATCIISIMU
PO3BUTKY, o0MpaOuy pi3Hl HOKPAICHHS Ta CIOCTSpIraloud 3a iXHIM BIUIMBOM Ha
irpoBwmit nporiec. Ile fomae emeMeHT cTparterii Ta JO3BOJISIE TPABITIO 3HAXO/ATH CBit
HAHKpaIyi NUBIX 10 IIePEMOTH.

3pemToio, CTROpeHHS IMepcli (3aHypeHHS) Y BIpTYaIbHHUE CRIT CHMYIISITOpa
JOCATacThCS Yepe3 CYKYIHICTh B13yalbHUX, 3BYKOBHUX Ta IHTCPAKTUBHUX CKJIAHUKIB.
BizyanrHa yacTHHA, BUKOHaHA Y CTHIII IKCETBb-apT, Pa3oM 3 BIATIORITHAM (POHOBUM
300paxensM odicy, CTBOPIOE IIeBHY arMocdepy pododoro npocropy. lnrepakrusmi
enemMeHTH Ul, Taki K JUHAMIUYHWUNM TaiiMep, OHOBIEHHS TOKa3HMKIB TPOIIEH Ta
pemnyTartii, a Takok BI3yalbH1 3MIHH KHOIIOK Y KpaMHHIT, 3a0e3MeuyiOTh 1HTYITHBHO

3pO3YMULY B3acMOJIIO Ta IMATPUMYIOTH IIOCTIAHMI 3B'S30K IpaBls 3 1IPOBOIO
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cucreMolo. Bel M CKIajiHUKM OpaloloTh pa3oM, IMeO CTBOPUTH IUNCHHUNA Ta
TIEPEKOHIMBHIT ITPOBUIT TOCBIN, IKUH CTIOHyKae TPaBIld 3aHyPIOBATHCS Y BIpTyalTbHY

CHUMY/JISLIIO.

2.3 BUCHOBOK JIO APYTOIO PO3ALLY

[Ti1cyMOBYIOUH PO3IIISL] HAMBHUX PIMICHDL, IO 3MIACHCHO B ILOMY PO3JLIL,
MOKHa KOHCTaTYBaTH, IO BUOpaH1 1HCTPYMEHTH, CePEIOBHINA Ta METOIH peai3alii
MIPOEKTY € TIOBHICTIO OOIPYHTOBAHMMM 3 TOUKH 30py TIOCTaBIEHUX IIUIeit
kBamidikamiaoi podoTH. Yci pimeHHs OyIH OPHHHITI 3 ypaXyBaHHIM CyYacHHX
BUMOT JIo po3poOku  2D-irop, a Takok oco0IMBocTed HaBUalbHOTO H
JCMOHCTPAIIHHOTO MPOrPaMHOTO 3a0e311eUC HHSL.

3ilicHeHU TOPIBHSUTLHUE aHalll3 PYIMiB ITOKazap, IO cepej, JOCTYITHHX
waTdopM it ctBopents 2D-npoekris (Unity, Godot, GameMaker, Construct, Unreal
Engine) came Unity 3ale3medye HaMkpalre IIOeTHAHHS IIPOCTOTH, THYYKOCTI Ta
by HKIIOHAILHOIO HAIIOBHEHHS., BajKIHMBO INIKPECIUTH, IO PYIIH Mac pO3BUHCHY
cucteMy poOoTtu 3 2D-rpadikoro, MATPUMY€E BCl CydacHI CTaHAApTH opTraHizaii
irepdeiicy ta 00 €KTHO-OPICHTOBAHNY apXiTeKTypy, IO JI03BOJBIC peali3oByBaTH
MaciTadoBaHl Ta MOJYIILHI IIPOCKTH.

Baxusoro niepeBaroro Unity ¢ralio TaKoxK Te, IO B1H aKTUBHO H1LITPUMYE MOBY
nporpamyBanms C#, ska Mac BHCOKUM PIBEHL 4MTAOCIBHOCTI, IATPUMYE CyHaCHI
KOHCTPYKITli 00’€KTHO-OPIEHTOBAHOTO MPOTPaAMyBaHHS, Ta TMTHPOKO 3aCTOCOBYETHLCS B
iaycrpii. Bukopucranns C# crupusie eeKTUBHOMY CTPYKTYPYBaHHIO JIOTIKH,
dhopmanizarili reiMIINEHHIX B3aeMO 1M Ta BUKOPHUCTaHHIO B1JOMHX ITaTEPHIB, 30KpeMa
Singleton s 1o0AILHOIO  KepyBaHHs irpoBuM  craHoM. CaMe 3aBisSKd
KOMITOHEeHTH1M Mojiem Unity Oy1o peamizoBaHo He3aleKH1 OJOKH JTOT1KH, ITOB SI3aH1 3
UL, 06po0KkoIo 3aB/iaHb, 3BY KOBUMH ¢(peKTaMK Ta B3acMOIICIO 3 IFPOBUMHU 3MIHHHUMHU.

CyTTeBRy ponb v (opMyBaHHI 3pyUIHOTO poOOUOro IpoIlecy Biairpaio odpaHe
cepetorHIne po3podku — Visual Studio Code. 3apasgxu cBOTM IMBUIKOCTI, I ATPHMITL

C# uepes posmmpenns OmniSharp, MOKIMBOCTSIM aBTOJCIOBHEHHS, HaBiralii Io
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Kllacax 1 Merojax, BOHO JIO3BOIWIO C(EeKTHBHO peaizyBaTH CKPHUITH, IO
BITIOBIIAIOTH 3a OCHOBHY JIOTIKY Trpu. [HTerpams 3 Unity BigOyramachk
Oe3lepelIKOHO, MO HATBEPKY € AOUUIBHICTL BUkopucTanis VS Code y noibnmux
MIPOEKTAX.

I'padpiuna criiagoBa rpu Oyja peallizoBaHa 3a JOIOMOIOID peJaKkTopa
LibreSprite. Moro BuGip 3yMOBIeHHI HeoOXiJHICTIO CTBOPEHHS IiKcembHOI 2D-
rpa(iKy B CTHILICTHULI PETPO-1rpoBUX JoAaTKIB. LibreSprite MOBHICTIO BIAIIOBIJae 1AM
BUMOTaM: BlH Ma€ Bcl 0a30Bi (pYHKI TSI CTBOPEHHS CIIPAMTIR, IMATPUMYE ITapH,
MATITPH, aHIMATIIIO KaapiB 1 TO3BOIE eKCIIOPTYBATH pecypcH B (popMaTax, MPUJIATHUX
Jis BukopucTaHHS B Unity. Moro iHTepdelic 3pydHHil HaBiTh I HOBAuKiB, a
BIAKpUTHH BHXITHHIT KO 3a0e3ledye THYUKICTH 1 BIICYTHICTh MITEH31MHNAX
OOMEIKCHb.

TakuM YHHOM, aHall3 HasBHUX 1HCTPYMEHTIB, TeXHOIOTIH 1 IIXOMIB JIO
PO3POOKHU 1IOP JO3BOJIMB OOIPYHTOBAHO ¢HOpMYBATH TSXHIUHUM CTCK I peaiizaii
CHMYJISITOpA, IO BIATIORIIae KpUTEPIsSIM e(eKTHUBHOCTI, IPOCTOTH, MOCTYITHOCTI Ta
macirradoBanocTi. Bubip Unity, C#, LibreSprite ta Visual Studio Code 3abe3nieuun
ONTHUMAaNbHI YMOBH I CTBOpeHHS (PYHKIIOHATLHOTO HARUAIbHOTO ITPOBOTO
HPOJAYKTY, a peali3oBaHl MeTOAUW 1 HPUHIMIIM JO3BOJIMIIM 3aKlacTH HaglAHy

apXiTEKTYPHY OCHOBY, IO BIALIOBLIAC CYYACHHUM IILAXO1aM J0 HPOrpaMHOI 1HKeHepii.
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PO3JI1JI 3. PO3POLKA 2D-1'PH B KAHPI CUMVYIIAHTOPA OOICHOLI'O
[TPAITIBHHUKA

Y 1boMy PO3UII POTIHYTO €Taly MpakTHIHOL peamizami 2D-rpu v skaHpl
cUMyJIsITopa OgIicHOIO IIpalliBHUKAa 3 BUKopucTanmsM pyims Unity. Peanizaris
BKJIIOUAE CTBOPEHHS MEHIO, ITPOROI CITeHH, po3polOKy i1HTepdelicy KopHucTyBaua,
CILIpaMTIB, BHYTPIIIHLOIIPOBOIO Marasuiy, a TaKoK HaJIallrTyBaHHs JTOTTKH I'eHeparii

Ta 00poOKH 3aBJaHb.

3.1 ApxiTeKTypa Ta CTPYKTypa MporpaMHOTO 3ade3eueHHs

EdexruBricts 1 mojgaibllla MaciITadoBAHICTL Oy AL-SKOIO IIPOrPAMHOIO
MIPOJYKTY 3HAYHOIO MIPOIO 3alleskaTh BiJ HOTO apXiTEeKTypH Ta BHYTPINTHBO
crpykrypu. Ha erarn mpoexryBamms OyIio o0paHo MIX1L, SKHH J03BOJIE 3a0e31CHUTH
THYYKICTh, MOJIYTLHICTH Ta 3pYIHICTE MATPHAMKH Koy. Ile ocobnmBro akTyaabHO TS
I'POBUX 34CTOCYHKIB, ¢ JIOIIKAa MOKEe OYTH JAOCUTL CKIQJHOIO Ta IoTpebyBaTu
TIOCTIHHUX JIOTIOBHEHD.

ApXITEKTYypa IPH peali3oBaHa 3a MOJYJILHUM [PUHIHIIOM, [ KOKCH
(YHKIOHAILHUAN €IEeMEHT BHHECCHO B OKpeMui ckpuir. OcHOBY HOOYJIOBH
CTaHOBUTL cKpulT «GameManager.cs», KOTPHA BHKOHYE pPOJIb IEHTPAIBHOIO
Kepylouoro ejaeMenra. Binm Bianosigac  3a nofajdbHe YIPaBIiHHsA, a caMme
1HIIMam3anio TpH, TeHepalllo Ta YIOPaRIMHHI 3aBJaHHIMH 3 PI3HUMH PIBHIMH
CKJIQJHOCTI, OO0poOKYy IX  BHKOHaHHY alo  IPOIYCKY, KOHTPOIL  Hajl
BHY TPITITHBOITPOBOIO €KOHOMIKOIO, @ TaKOK 3a JIOTIKY 3aBepIlieHHs TPH — IePeMOTH
Y II0pa3Kd, Ta KOOPAUHYE  B3aEMOJIIO 3 IHIIMMM MEHEIKEpAMU. Y HBOMY
peanizoBaHO OCHOBHUH ITPOBHUH ITMKI, IO BKITIOUAE TE€HEPAITIo 3aB/laHb, PeakIlio Ha
Jii TpaBIld Ta OHOBJICHHS BHYTPIIIHBOITPOBUX IIAPAMETPIB, a TAKOK 3aCTOCYBaHHS
edekTiB B oKpaleHb. Ha kimrant ax OoHyCcHHI Yac, OOHyCHI TpoIi ado pemyTaitis,

3MEeHITIeHHs TpadiB, TaCHBHMIT JOX1T Ta MApPKETHHTOB1 KaMITaHii.
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Y creni Unity crBopeno o0’ exru Canvas U1 BiJoOpaKeHHS TEKCTOBHUX 1
rpapigHIX €IeMeHTIB, IO € OCHOBOIO KOpHCTYRallbkoro 1HTepdeiicy. Kimac
UlManager.cs BIALIOBLJIAC BUKIIIOYHO 3a BlaoOpakeHHd iHndopMarii Kopucrypady Ta
06pobky Gazopmx Ul-paemogiit. Moro ocHoBHa (pYHKINSI — OHOBIEHHS TEKCTOBHX
HOJIB (I'POII, pelyTallis, Ol 3aBJaHHs), craHy clakijaepis Ta knorok. UlManager
oTpuMy€ faH1 Bl GameManager abo 1HITIX KOMIIOHEHTIR 1 Bio0paskae 1X, He MICTIYH
CKIIaHOI 1rpoBoil Jioriku. Bin 30epirac IoTOYHI 3HAYCHIS POIICH Ta perryTanii, a
TaKOK TEKCT MOTOYHOTO 3aBJaHHS, 3a0e3MeuyIoud IX akTyalbHe BiToOpakeHHS Ha
ekpaHi. Take po3aiIeHHS BiAIOBIJaTbHOCTI Mk GameManager (Jorika) Ta
UlManager (BigoOpakeHHs) 3ale3ledye UHCTOTY apXITEKTYpPH Ta CIPOIIYE
HaJaro KeHHSL.

BzaemMo i MK [TUMU KJIacaMU B110Y Ba€Thes HACTY IHUM YHHOM: GameManager
1HIImamsye cmcok UpgradeData Ta mepegae koxkeH o0'ekt UpgradeData jo
pianosigHoro ShopltemUI gepes meron ShopltemUI Setup(). Ko kopucryBad
Hatuckae KHOIKY "Kymmmrr" Ha ShopltemUl, ocTaHHIi Aenerye 3alUT Ha TOKYTIKY JIO
GameManager, pukiaukaroud GameManager.PurchaseUpgrade(). GameManager
TIepeBipse HassBHICTH KOIMTIB uepe3 UlManager.currentMoney, o0po0:sie TpaH3aKITiIo,
3acrocoBye edekT noxpaments depes ApplyUpgradeEffect(), ta onopmoe cran
ShopltemUI Ta UlManager. AudioController BI1ATBOpIOC 3BYKH 3a 3allMTOM
GameManager ado UlManager, nanpukiiai, PlayButtonClick SEX().

Taxox y cueni Unity crBopeno o6 exru Canvas Uil BloOpaKeHHS TeKCTOBUX
1 TpapIIHMX eleMeHTIB, K BHIHO Ha CKpIHIMOTaxX Ta. KpiM TOTO IPHUCYTHI OKpeMI
o0'extn, Taxi ax AudioController as kepyBanmst 38y koM, UlManager Ui KepyBaHHs
BHBOJIOM JaHHUX, a Takok ShopPanel, axuit € gactuHO©O 1€papxii Canvas 1 KepyeThes
GameManager, Ta iHmn o0’ekTH, OB d3aml 3 iHTepdeiticom. Koxen ob’exkr mae
BI/INOBTHUM KOMITOHEHT ab0 CKPHIT, IO JTO3BOISE JTOCSITHYTH BUCOKOT THYYKOCTI B

peaszanii JOITKH IPH.

3.2 Etamnu cTROpeHHs CIPatTIB Ta KHOTIOK /IO TPH
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[Ipomec po3poOKu BI3yaTbHOr0 KOHTEHTY st 2D-rpu,30KpEMaBCTHI TKCETh-
apT, BUMAarae rmociI0BHOIO MMIIX0Ty Ta BUKOPHUCTAHHS CIICIIaTI30BaHUX 3HapsAab. Lle
3a0e3nedye €THICTh CTHITIO Ta eeKTUBHICTD 1IHTETpalli rpadivHuX aKTHBIB Y ITPOBHH
JIBUTYH.

Ha nepmomy etam 3a1ACHIOBAIOCS CTBOPEHHS BCIX HEOOX1AHUX cripanTiB. [l
IIbOTO BHUKOPHUCTOBYBaBcs pemakrop LibreSprite, mo imeansHO MAXOAWTH A
mikcenpHOI rpadiku. Po3poOka moumHamacs 3 0a30BUX eneMeHTIB OHY, TAKHX SK
oicHe npuminieHHs, Me0JI1, BIKHA, MO (POPMYIOTh OCHOBHE ITPOBE CEPEIOBHIIE, K
1e BUAHO 3 puc. 3.1. Jlam cTBOproOBaMCA CTIpaMTH A ITPOBUX O0'€KTIB, TAKUX AK
MEPCOHAK TPABIIA, EJIEMEHTH, IO BIIOOPAXKAIOTH 3aBAAHHS, Ta 1HII APIOHI AETaI, MO
30aravyroTh BisyanbHe BimuyTTsa. OcoOimBa yBara mpualisiacs Aetamizaiii, oo
30eperTv XapakTepHHH JUIA THKCENb-apTy CTHIb, BOAHOYAC 3a0€3MeTyIO9H TITKICTh Ta
BII3HABAHICTh €JIEMCHTIB. KOKEeH CHpalT CTBOPIOBAaBCA 3 YypaxyBaHHAM WMOrO
MOJATBIIOTO BUKOPWUCTAHHA B AHIMAIIAX, TOMY PO3POOJSAIMCT OKpeMl Kaapu I

KOJKHOTO PyXy UM CTaHy.

Pucynok 3.1 — bazosi enementn ¢dony
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[lapamenbHO 31 CTBOPEHHSIM ITPOBUX CIIPAWTIB, PO3POOJSIUCS BI3yasbHI
CKJIaJIOB1 KOPHUCTYBAaNBbKOTO 1HTEpdeicy, 30kpeMa KHOMKHA. KHOMKK € KIFOUYOBHUMU
CIICMCHTAMHM B3a€EMOJIli Y CHUMYJITOPI, TOMY iXHIM JHM3aWH MaB OYTH HE TIIbKH
ectetuunnM, ajne ¥ (QyskmonansuuM. KoxxkHa kuomka, Hanpwknan, «START»,
po3pobsaacs Sk HaOIp CrpalTiB ATl PI3HUX CTAHIB. HOPMAJIBHUH Ta TIPU HABEACHHI
Kypcopy. Lle 3abe3nedye Bi3yaabHAM 3BOPOTHHH 3B'I30K JUIs TPABI, M1 ATBESPIHKYOYH
vioro mii. Jlu3aiiH KHOTIOK TaKOX BUKOHYBABCSA Y TKCEIBHOMY CTHIII, OO rapMOHIHHO

BITUCYBATHCA B 3arallbHy €CTETHKY TpH (puc. 3.2).

Pucynok 3.2 — Ilpuknazn o/1HI€] 3 KHOTIOK

[licns crtBopenHst Bcix Trpadiuamx pecypciB  y  LibreSprite, BoHH
ekcmoptysanuca y dopmart PNG Tta immoprysanmuca mo Unity. B Unity koxxeH
iMmopToBanui ¢ann HamamToByBaBcs sk Sprite (2D and Ul) 3 Biamosimaumu
napamerpamu Pixels Per Unit (1o Bu3Ha49ae po3mip cropaiTa y CBITOBHX OTUHHIIIX
Unity) ta Filter Mode, sxuii BctanosmoBascsa Ha Point (no filter) nns 30epeskerHs
SICHOCTI MIKCEJIB Ta 3amo0ITaHHsA iX PO3MWBAHHIO. TakuM YWHOM, €Tan CTBOPCHHS
CIIPaMTIB Ta KHOTIOK € (P)yHITAMEHTATBHIM 715l JOPMYBAHHS B13yaIbHOTO BUTTISIAY TPH

Ta ii IHTEPaKTUBHOI CKJIA/I0BOI.
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3.3 lucrpymMeHTH po3poOKu

VY nporieci peamzariii HporpaMHOro MpoAyKTY, KPIM OCHOBHUX 1HCTPYMEHTIB —
irpororo  pymmst  Unity, rpadiudHoro pemaktopa LibreSprite Ta cepejoBHIina
nporpamyBanms Visual Studio Code — BHKOPUCTOBYBAJIMCL TakKOX AOHOMIAKHI
1HCTPYMEHTH, IO CIPHSUIN oprafizamii poSotuoro Mmporiecy, CIPOIeHHIO CTBOPEHHS
KOHTEHTY, TeCTY BAHHIO Ta HAJIArO[KCHHIO.

JIIs BTUIEHHS ITHOTO MPOEKTY OYII0 BHKOPHUCTAHO HI3KY IIPOTPaMHUX 3aco01B,
KOKHHUHN 3 IKMX BUKOHYBaB CBOIO KOHKPETHY POITh Y TIpoTiect po3poOKH, 3a0e3nedyioun
PE3YIILTAaTHBHICTE Ta BUCOKY SIKICTH KIHIIEBOro BupoOy. BUOIp X 1HCTpyMeHTIB OYB
OOTPYHTOBAHUI Yy TIONEPETHHOMY PO3JLUN, a TYT MH JeTami3yeMo IX IPaKTUTHE
BUKOPHUCTAHHS.

OCHOBHMM CepeIOBHITIEM TSI PO3pOoOKH Ta 1HTerpallli BCIX CKIaJoBHX TPH
puctyus Unity Editor. Ile noryxna inrerpoBana iuiardopma, KoTpa Hajajla Bel
moTp1OH1I 3acodW A MoOYIOBH ITPOBHUX CIIEH, YIPARMIHHS ITPOBHMH OO0'€KTaMH,
HaJJallTyBaHHS KOMIIOHEHTIB Ta BI3yallbHOI po3poOku intepdeiicy. B Unity Editor
31HcHIOBaIocs MoOy ToRa CIeH, YIIPaBIIHHS 1€papx1€i0, HanaImTyBaHHI KOMIIOHEHTIB,
VIIPaBIIIHHY aceTaMH Ta TeCTYBAHHI.

[ToOyroBa CIieH CTBOPIOBANACH TA OPraHI30BYBAIACH YV BUITBLI JBOX 1rPOBHX
ClieH, Takux K Menu Ta ocHoBHa irposa cuieHa — StartFirm. Ile Bxnouano B cod1
posramypanis (oHoBUX 300pakenb, Ul-eneMentiB, irpoBux o0 €KTIB Ta IXHIX
koMItoHeHTIR. KokHa clieHa € okpeMuM (aitnoMm y 1poekTi B Unity, mo A03BOIsIE
HpaIOBaTH HaJl HIMH HE3aJICKHO.

KepyranHsa 1epapxie € KPUTHUYHO BaKJIHMBHM MPOIECOM IS opraHizaii
3aCTOCYHKY Ta IIBHAKOIO JOCTYILY 0 Horo eiaementis. Y Bikai Hierarchy Bei irposi

00’ eKTH OPraHi3oBaHl Y JEPEBOBUIHY CTPYKTYPY, K Tie TTOKa3aHo Ha puc. 3.3.
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Prucynok 3.3 — JlepeBoBHIHA CTPYKTYpa Menu

KirouoRl NpHHIMIIH KEpPyBaHHA lepapxi€lo BKIIOUAIH y cebe 0aThKIBCHKO-
JOYIPHI 3B’ A3KH, BHKOPHCTaHHA IopoxkHIX GameObject-KOHTeHHEpIR Ta JIOTIUHE
coprypaHHsg. Ul-emeMeHTH, Takl 9K KHOIKH Ta TEKCTOBL IONA, OyIH 3po0IeH1
JOUIPHIMHM JO BIATIOBIZHMX MaHeneil. Hampuxmaa, RestartButton 1 QuitButton €
pouipHivH g0 GameOverPanel ta WinPanel. Ile moszponge merko akTHBYBaTH abo

JeaKTHBYBATH LTI TPYITH eIIEMEHTIB OfHOUacHO. {pHc. 3.4)

r['l RestartButton
[[1 QuitButton

[_I_'I 'l."ls.'li nP ane
”1 RaestartButton
rI1 QuitButton

PrcyHoK 3.4 — [IpuKIag JOUIpHIX SICMEHTIB
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Jid rpynyBaHHS JIOTIYHO IIOB'SI3aHMX CJIEMEHTIB, $SKI HE MalOTh BIIACHOIO
BI3yalILHOTO MPEJICTaRIeHHS, CTROpIOBaIHCS moposkH1 GameObject, Taki sk TaskPanel
1 ShopPanel. Lle 3nauno nokpamtye 4uTabeIbHICTD 1epapXii Ta CIPOIIY e YIIPaBIIiHIs
BEJTHKOIO KIITBKICTIO 00'ekTIB. O0'ekTH v BikH1 Hierarchy copTyBalIHcsS TakuM UYHHOM,
o6 HakOLILIm BaximBl MeHepkepu (GameManager, UlManager, AudioController)
3HAXOJUIHCI Ha BepXHHOMY piBHI, a Ul-manem Ta iXHI AouipH1 eleMeHTH OyIu
OpranizoBafi 3a yHKIIOHAILHUM IIPU3HAYCHHAM.

[Ticmsa ctBopenna GameObject Ta nogapaHHS IO HUX CKPHITIB, BiIOyBamocs
TXHe HaJamTyBaHHS depe3 BikHO [nspector. |le Brimrowano npusHaveHHs TOCUITaHb JITIs
Iy OIIYHAX 3MIHHUX Y CKPHNTaxX MUIIXOM TEpPeTATYRaHHA BIATOBITHUX (GameObject
a0 iXHIX KOMIIOHEHTIB, BCTAHOBIEHHS IMapaMeTpIB I BOYIOBaHHX KOMIIOHEHTIB
Unity, Takux sk Rect Transform, Slider, Button ta kondirypatiito iy O1qHuX 3MIHHIX
y CKPHIITaX 33/ HaJaITyBaHHSI irPOBOTO OalaHCy.

YipaBiiHH aceTaMu, IO BKIIOYAIO IMIOPT I'padhluHuX Ta 3BYKOBUX dahiiB,
iXHe HaJamTyBaHHSI Ta OpTaHIZaIlllo Y BIKHI Project y JOTIUHY CTPYKTYPY TAalloK,
Hanpukiag, — Assets/Scripts,  Assets/Sprites,  Assets/Audio,  Assets/Prefabs,
Assets/Scenes, Takoxk BHUkoHyBamocd B Unity Editor. Baxkmupum acriektoM OyIIo
cTBOpeHH 1pedadiB st 0araTopaszoBO 3aCTOCOBYBAHUX 1IPOBUX O0'CKTIB, TAKHX K
ShopltemUI, mo xgano 3Mory crBopurd mabiiond oOO0'€KTIB 3 yciMa IXHIMHU
KOMIIOHCHTAMH T4 HaJallTyBaHHIMU, a IOTIM 0araropazoBo BUKOPHUCTOBYBATH iX Y
PI3HUX CIICHAX, 3HAYHO [PHUCKOPIOIOYH PO3pOOKY Ta CHPOIIYIOYH IJTPUMKY.
TecryBanusa B pexkumi Play Mode Oesmocepennro B Unity Editor garamo 3mory
OIICPATUBHO IICPEBIPATH 3MIHM Ta BHUSBILKITH BI3yallbHI Ta JIONYHI IIOMWIKA B
pearbHOMY Hacl.

Jist HarmmcaHHd LporpamMHOro Kojy Mmoo C# 3acrocoByBaiacs Microsoft
Visual Studio. Ile 1HTerpoRaHe cepeToBHINE PO3POOKH € cTaHgapTHUM A Unity 1
Hajac posmupeni GyHKIi B KojayBaHs, pedakTopuury Ta, Mo HalBaKJIUBIIIE,
Hamaro keHHS. [HTerpars Visual Studio 3 Unity mo3Bomsie TiMcaTH Ta pejaryBaTH
CKPHIITH 31 3pYIHUM PeTaKTOPOM KOJTY, a TAKOK B1/UIaro Ky BaTH KOJI, BCTAHOBIIOKOTH

breakpoints y C# ckpuurax il HOKPOKOBOI'O BHKOHAHHS, IICPEIBLIY Ta 3MIiHU
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3HAYCHL 3MIHHMX B pealbHOMY Haci 1ij dac pobGoru rpu B Unity Editor. Lle €
HEBIT€EMHHAM 1HCTPYMEHTOM [UISI BHUSIBJICHHS JIOTIYHHX IIOMHIIOK Ta PO3yMIHHS
HOBE/IHKH [IPOTPAMH.

Jlms cTBopeHHST Beiei miKcenbHOI rpadikm 3acTocoByrRaBcs LibreSprite. Tleid
CIICITIaII30BaHUi  pejlakTop AO3BONMB €(EKTUBHO IIPAIIOBATH 3 IIKCEIb-aPTOM,
CTBOPIOIOUH aHIMAaITiHHI KapH, IMapH Ta TaIiTpH, IO 17eadlbHO BIATOBI a0 oOpaHiit
Bi3yaIbHIf CTHICTHULI HPOCKTY.

Ortxe, komO1HaIs Unity Editor gk 1HTerpoBanoi mwiatdopmu, Visual Studio sk
CepeIOBHITA AT KOAyBaHHS Ta HanarokeHHs, LibreSprite mig rpadiku 3adesneunia

TIOBHUH ITUKIT p03p06KI/I Ta e(beKTI/IBHe BI/IpiIHeHHH IIOCTaBJICHHUX 3aBJaHb.

3.4 Po3pobka npockTy

Po3podka cumysitopa odicHOro HpariBHUKa B1IOYBallacs HOCII0BHO, KPOK 3a
KpOKOM, 3 OeslepepBHMM TECTYBaHHSIM Ta I1HTerpaii€io HOBHX (PYHKITIOHATLHHX
6iokiB. Ha mouarkoBomy erarn OyIIo cTBOpeHo 0a30BY CTPYKTYpPY IpoekTy B Unity.
[Te BxIOWAIO CTBOPEHHS JBOX TONOBHHUX CIleH: «Menu» AT TOJIOBHOTO MEHIO Ta
«StartFirmy st OesnocepelHbo  1IpoBoro  mpouecy. Jis koxkHoi cieHu Oylio
HAJIAIMTOBAHO OCHOBHHN Canvas, IKUH clyIve KOHTCHHEpOM I BCIX EJICMCHTIB
iHrepdeiicy.

['osioBHE MeHIO 3ade3leuye 1HTYITHBHO 3pO3YMUIY HABITAIIO O OCHOBHOI'O
ITPOBOTO PeKUMY, HalallTyBaHb Ta 1HQOpMAIHHUX OIOKIB, CTBOPIOIOUH IIepIle
Bpa)KCHHS B[ IIPOIYKTY Ta BU3HAYAIOUH 3PYUHICTh IIOJAIBLIIOrO IrPOBOTO JOCBILY .

ITepen modatkoM Oe3rocepeHKOI po3poOku OyiIH chopMyThOBaHl KIFOUOBI
dbyHkIionaabHl BAMOIM 10 cuenun «Menuy. lle Brmouano norpely HaJaHis
MOKIIMBOCTI TIEPEXOAY MO ToYaTKy HOBOI 1rpoBoi cecii, JOCTYIly JO BiKHa
HaJIalTyBaHb (BKIIOYAKOYM PEryIIOBAHHSI [YUHOCTI MY3HUKH Ta 3BYKOBHX ¢(EKTIB, a
TaKoK TIepeMHUKaHHS ITOBHOEKPAHHOTO pPEXUMY), a Takoxk (QYyHKII BHUXOAY 3
nporpamu. OcoOmuBy yBary Oyao NPHIIIEHO Bi3yaldbHIN IIpHBaOIMBOCTI Ta

IHTCPAKTUBHOCTI €IIEMEHTIB MCHIO, IO liepeadadalio 3MIHY IX cTaHy P HaBeCHHI
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KypCcopy Ta HATUCKaHHI JUIS KPAIloro 3BOPOTHOTO 3B'S3KY 3 IpaBLEM. BaKIHUBOIO
YMOBOIO TaKO3K cTalla MacITaDOBaHICTh apXITEKTYPH CIEHH, SKa JO3BOIUIA O JETKo
IHTEeTPYBaTH HOBI OMITIi a00 J10AaTKOB1 pO3ALIM B MaHOy THLOMY .

[TpoexTyBaHHSI apXiTekTypu ciieHd «Menu» Oymo 3iHcHEHO 3 ypaxyBaHHIM
MOJYJILHOTO IIAXOAY, IO 3a0e3leHWI0 THYUKICTL Y po3pobil Ta IHoAQIBLIIOMY
BJIoCKOHATeHHl. OCHOBHUMH KOMITOHEHTaAMHU CITCHU CTald TpadivHi eJeMeHTH, IO
BK/IIOYAIA POHOBE 300paKeHH Ta CTHII30BAHUMA JIOTOTHII IPH, IO BIANOBIIAIOTE ii
3aralbHIA TeMaTulll. [HTepakTURHA cKiIajoBa Oyla mpejcTaBieHa HaGOPOM KHOIIOK,
KOKHA 3 SIKUX acolfiioBanacs 3 meBHo (yHKIeo. Hanpuknana, xHomka «l'paTm»
3MIHCHIOE 3aBaHTa)XKEHHSI OCHOBHOI 1rpoBoi creHn "Game", Toml SK KHOIIKa
«HanamryBaHH» BIKPHBAE BiIIORITHE 1aTOTORE BIKHO. [T KOKHOI KHOTIKH Oy 10
JCTAIBHO TIPOJAYMAHO ii Bi3yallbHl CTAHM: CTaHJAPTHUH, akTHMBHUH (IIpU HaBECHHI
Kypcopy). BzaeMois 3 IIMMH eNeMeHTaMM peallizoBaHa depe3 cUcTeMy oOpoOKH
HOAIH, sSKa BUKJIMKae BiAIOBLAM Meroau kiacy GameManager abo AudioController
IIPH KITKY, Taki sk RestartGame(), QuitGame() ado SetMusicVolume(). Kpim Toro, B
CLICHI pealli30BaHO BIATBOPEeHHS (POHOBOI MY3HMKM MEHIO, SKa aBTOMATHIHO
3aIyCcKaeThes TIPH 3aBaHTakeHHI clleHn « MainMenuy» Ta 3yNHUHIEThCS TIPH TIePexo;Ti
HAa 1HI CIIEHH.

besnocepe s peanizanis cuenu « Menuy Oyiia BukoHana B cepejouin Unity 3
BUKOPHUCTaHHIM MOBH IporpamyBanHg C#. lIpolec BrIOWaB CTBOPEHHS iepapxii
o0'exmiB mrg Ul enementiB, Takux gk Canvas, A, KHOIKH Ta TEKCTOBL IIOJIL.
KoskeH inTepakTUBHUN eneMeHT 1HTepdeiicy (KHOIKA, TIOR3y HOK TYUHOCTI, TIepeMUKad
IIOBHOCKPAHHOTO PEe:KUMY) OYB IIOB'S3aHUI 3 BIANOBIIHUMHA METOJaMH B CIICHAPISLX
GameManager ta AudioController. Hatpuxmian, 17151 peryIOBaHHS T'YIHOCT1 MY3HUKH
Ta 3BYKOBUX edexriB OyiiM BHKOpUCTaHI IIOB3yHKH musicVolumeSlider ta
stxVolumeSlider, sx1 Ge3nocepeHBO B3aEMOTIIOTH 3 Py HKITIIME SetMusicVolume Ta
SetSFXVolume wiacy AudioController, Maninynooun napaMmerpamMu AudioMixer.
[lepeMUKaHHS ~ TOBHOEGKPAHHOTO  PEXKUMY  pealizoBaHO 33  JIOTIOMOTOIO
fullscreenToggle, axwuit Buxmukae metoq SetFullscreen. 3amyck irpoBoro mporecy

BLIOYBaeThed 4epes Merojg LoadScene xmacy SceneManager 1Ipy HaTHCKaHHL
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BIZMOBIAHOT KHOMKH. OKpiM Toro, OyJo IHTETPOBaHO 3BYKOBHH €(PeKT HaTHCKAHHS
KHOMOK, IO 30UIbINYe TAKTWILHHAN BIATYK iHTepdeicy. Taxui miaxia a0 peasizarrii
3a0e3ICUNB HE TUIBKH (PYHKITIOHAIBHICTD, aji¢ i BUCOKY CTYIIHb 1HTCPaKTHBHOCTI Ta
3PYUHOCTI IS KIHIEBOTO KOPHCTYBaYa, IO € BOKIUBUM JUIS iIPOBUX JI0/1ATKIB.
Omxke, macyMmyeMo, y crieHl « Menuy Oyio posmilneHo GoHOBe 300payKeHH, IO
BIJIOBIJIA€ BI3YAJILHOMY CTHJIIO IPH, a4 TAKOX TPH KIHOYOBI KHONKH «STARTY,
«SETTINGS» ta «EXIT». 11i kHonku Oy/Id BizyalbHO O(QOPMICHI ¥ MIKCEILHOMY
CTHJII, a TXHsI JIOT1Ka MPUB'si3aHa 0 METOIB v ckpHunTi GameManager 1iist mepexony

MDK CIIeHaMH a0 BUXOTY 3 I'pH (pHC. 3.5).

'SETTINGS

EXIT

Pucynok 3.5 — Cuena «Menuy

Okpema nanens «OptionsMenuy Oyiia CTBOpPEHa JIsl HAJIallITYBaHb, 1110 MICTHTh
MOB3VHKH IS PETVJIFOBAHHS TYUHOCTI MY3HKH Ta 3BYKOBHX €(EKTIB, a TaKoXK
IICPEMHUKaU IOBHOCKPAHHOTO pekUMY (pHC. 3.6). Yl 1l eicMSHTH OYJIH IPOrpaMHO
noB'sanl 3 K1acom AudioController, sxuii peanizoBano gk Singleton s 3pydHOro

JOCTYITY Ta 30CPCIKCHHS HAJAINTYBaHb MK CCCisIMH 3a Jonomororo PlayerPrefs.
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PrcyHOK 3.6 — HanmarmrysasnH g

[Ticng HanalTyBaHHI TOJOBHOTO MEHIO, TOJIOBHA yBara Oylla 30cepe/KeHa Ha
irpoBii creHl «StartFirm». Tyt 6yno posrammopaHo GpoHOBe 300pakeHHA O(gICHOTO
IPUMIIIEHHS, IO CTBOPIOE atMochepy cumynaropa. Ha Canvas iTpoBoi cileHH 0yIo
cteopeHo ocHopHUM HUD (Head-Up Display), mo MICTHTE TEKCTOBl IIONS g
BigoOpaxenHa rpomei (Money Text) Tta pemyramii (Reputation Text), xorpi
KepyroThed KitacoM UlManager (puc. 3.7). Takox vHa HUD Oyma posmileHa KHOIKa

«SHOP», KoTpa aKkTuBye¢ IIaHelb MarasuHy.

- Ul Manager (Script)

Pucynok 3.7 — Bnactupocti ckpunita UIManager
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[{eHTpanbHAM CKJIAJHHKOM IPOBOi CIIeHH € TaHe b 3aBaaHb (TaskPanel). s
MaHelb MICTHTh TEKCTOBE TOJE IS BIIOOpaXKeHHS OIKCY TMOTOYHOTO 3aBIAaHHS
(CurrentTask), cmatimep (TimerSlider), mo Bizyamisye dac Ha BHKOHAHHS, Ta JBI
kHotikH «Complete Button» ta «Skip Buttony». JIorika resepariii 3aBiadb, BLUIIKY 4acy
Ta 06poOKH A1k rpaBis Oyna peam3soBana vy ckpunti GameManager. 3apmanns pi3Hoi
CKJIATHOCTL (JIeTKI, CEepeaHi, CKJaiHi) 30epiraloThesl YV MacHBaX PSAKIB, 3 SAKHX
GameManager BHNAJIKOBHM YMHOM BHOHpae HOBe 3apjaHHf. TalfiMep JHUHAMIUHO
oHOBMOeThCS v MeToli Update() GameManager 1 Biyto6paskaeThess Ha TimerSlider.
Ilpu naruckanni kHomok «Complete» abo «Skip», GameManager o0po0isie
BIIIOBIIHI JIli, HAPaXOBYIOUH ab0 CIIMCYIOUH ol Ta penyraiiio yepes UlManager,

a TaKOK OHOBJIIOIOYH NUHJIBHHK IIPOITYITICHHX 3aBJaHb (puc. 3.8).

Pucynok 3.8 — OcHOBHHI relMILIIEH MPOEKTY

Ham 6yno po3pobiaeHo BHYTpIIIHLOIMpoBHE MarasuH (ShopPanel). 1g nmanenn
AKTHBYETEHCA 3 ITPOBOI CIICHH Ta Ja€ 3MOTY TPaBIIeBl KYITYBATH MOKpallieHHsI. MarasuH
MICTHTh 3aTr0JOBOK, KHOIMKY 3aKPUTTA Ta JUHAMIUHHH CITHCOK €JICMEHTIB TTOKPAIICHb.
KoskeHn eneMmeHT Marasuny € okpeMuM mpedabom ShopltemUI, axkuii MICTHTL Ha3BY
MOKpalleHHs, OIIMC, BapTicTh Ta kHomnky «Kyrurwy. JlaHi 1po mokpalneHHs

s6epiraroThes v kiact UpgradeData, sikuii € mpocTuM kiacoMm manux. GameManager
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immam3sye cnucok UpgradeData vy wmeromi InitializeUpgrades() Ta aunamidmno
3anoBHIoE eneMenTH ShopltemUI y marazumni, nepenaiou iM BIAMOBIHI Aari. Jlorika
kyniea  (PurchaseUpgrade()) Tta  3acrocyBaHHsi — ©peKTIIB  [OKpallCHb
(ApplyUpgradeEffect()) Ttakok peanmizoaHa y GameManager. Hanpukiagn,
nokpaimmeHus "Speed Boost" 30iibInye wac Ha BHKOHaAHHS 3aBfaHb, «Networking
Skills» 361apImye BUHAropoay, a «Smart Investments» monae macHBHUH JOXiJT (pHC.

3.9).

PucyHok 3.9 — BHYTpIIIHLOITPOBUI MarasuH

[lapanensHO 3 OCHOBHHMH MEXaHIKaMH, BIPOBA/KYBAJIHUCI CHCTEMH
3aBepiicHHs TpH. Byno pospodincHo okpemy Ul-manens GameOverPanel, ska
AKTHBYETHCS V pasi mopasku rpaBis. Jlorika akTHBaIli Iiei maHem peailizoBaHa y
GameManager: GameOverPanel 3'BISIcTbCS, KOJIH KUIBKICTh IPONYINSHUX 3aB/IaHb
(missedTasksCount) pocsirac abo nepesuinye maxMissedTasks. Tlpu axrubanii
GameOverPanel irposuii npouec 3ynunsierbes (Time.timeScale = 0f)), a Bc1 akTUBHI
KOPYTHHH (OJIOKH KONY, 4KI BAKOHYIOTBHCS aCHHXPOHHO) 3aBEPIIYIOTh CBOK polOTY
(StopAllCoroutines()). Ilaneap micTHTh KHONKH "RestartButton" Ta "QuitButton", ski

nporpaMHO TpHB's3aHl A0 METOoAIB RestartGame() (mepesaBaHTaKEHHS MOTOYHOI
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cuend) Ta QuitGame() (Buxig 3 mporpamu) v GameManager, Hagaloud rpaBIieBl

MOZKJIMBICTE IIOBTOPHTH cIIpody abo BuiiTH (puc 3.10).

LAlME
UVER

>

Pucynok 3.10 — EkpaHn 1porpariry

AHaNOTIuHO, I/ CcIeHapilo mHepeMoru Oyio crBopeHo okpemy Ul-manenn
WinPanel. Bona aktuByeTthest, koau penyTaits rpasidg (GetCurrentReputation()) csirae
saylaHoro 3HaueHHd maxReputationForWin y GameManager. Ilpu axTusamii
WinPanel 1rpoeuii nponec takox synuHserbes (Time.timeScale = 0f) ta BCI
KOPYTHHH 3aBepiyioThes. Sk 1 GameOverPanel, nane b 1iepeMoru MiCTHTh LCHTHYHI
kHoIKH "RestartButton” ta « QuitButton» 3 BianmopigamuMmu pyHKIAMEA RestartGame( )
ta QuitGame(), 1110 3abe3Meuye € TMHUH MEXAHI3M VIIPABIIHHS 3aBEPIICHHIM I'PH ( pHC.
3.11).

Iporsirom Beboro 1poriecy po3poOkd BiaOyBajacs 1HTerparisl Bi3yalbHOIo
kouteHty. Cnpatitn, 3pobmemi v LibreSprte, immopryBamica B Unity,
HATAIITOBYBAJIUCS Ta 3aCTOCOBYBAJHCS i1 CTBOpeHHs 1rpoBUx ob'ekTiB Ta Ul-
eneMeHTiB. DoHOBA MYy3HKa JIJISI MEHIO Ta ITPOBOI CIIEHH, a TAKOXK 3BYKOBI e(peKTH I
KHOIIOK Ta IFPOBUX MOJIH, Ov/M 1HTerpoBaHl 3 BLAKpHTHX jkepes. AudioController
Kepye IXHIM BLATBOPEHHSIM, [EPEMHUKAaHHSAM Ta PeryJroBaHHsIM ryuHocti uepes Ul-

HAJIAIITYBAHHA. YC1 [l €JIeMEeHTH OyJH IHTerpoBaHl B €AWHY, HUICHY IIPOrpamMHy
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CTPYKTYpPY, Imo 3abesmneuye (QYHKUIOHANBHICTE Ta, IO BaKJIABO, MOKIHBICTH

NOAAJBIIOTO MACIITaA0YBAaHHS Ta PO3MIUPCHHS B MaliOyTHBHOMY.

YOU HIM?

(¥ >

Pucynok 3.11 — Ekpan nepemoru

Pozpobrena  aymiocuctema Oyia  ckomHcTpyiHoBama 3 ypaxyBaHHsIM
3a0e3neueis JUHAMITHOTO KOHTPOIIO 3BYKOBHM CYIPOBOJOM T'pH, BKIIOUAIOUH
$OHOBY MY3MKY NI PI3HHUX CIIeH Ta 3BYKOBI €eKTH IS IHTePaKTHBHHUX YaCTHH.
['07OBHHUM KOMIIOHEHTOM III€i CHCTeMHU € ofuH erzeMILisip kiacy AudioController,
peamzoBanuii sk Singleton, mo rapantye HOro YHIKAJILHICTL Ta 30€peiKSHHS CTamy
MDK cileHaMy 3apsakd BukopucTannio DontDestroyOnload(gameObject), sk me
nokazano Ha puc. 3.12. Ile pimenns 3anobirae gy0aioBaHHIO ayIIOKOHTpoJIepa TIpH
nepe3aBaHTAKEHHI clleH Ta 3abesnedye OesnepepBHE BIATBOPEHHS MY3HKH Ta

30epesKeHHsI HaJlalllTyBaHb I'YYHOCTI.
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DontDestroyOnLoad(gameObject);

roller[] controllers = FindObjectsByType<AudioController>(FindObjectsSortMode.None);

if (controllers.Length > 1)
{
Destroy(gameObject);

Pucvuaox 3.12 — Mertog DontDestrovOnLoad

g peamzauii KOHTPOIO I'VYHOCTI BHKOPHCTOBVEThCA KoMnoHeHT AudioMixer
(mainMixer), mo pgospomAe TPYOVEBATH AaVAIOKAHATH Ta KEPVBATH HHMH
neHTpamsoeaHo. [le zabesnedve THYYKICTh V HANAMTYBAHHI 3BVKOBOTO DATaHCY Ta
MOITHEICTh 3ACTOCYBAHHA CKIAAHHX e eKTiB A0 PI3HHX TPV SBVKIE.

IIpu crapm pgomatky (metonm Awake) AudioController 1mimamsveTsca 4K
¢OHHHH eK3eMILAp, [0 3amobirae CTROPEHHKD AVOMEATIE. Y MeTofi Start
EiI0VEAETLCA 3ABAHTAKEHHA 30epeKeHHX HATAIITYEAHE I'VIHOCTI TA OB HOEKP AHHOTO
pesxuMy 3 PlaverPrefs.

Takox Ha UROMY eTam MIAMHCVIOTECA 0bpobHHEH nomiid onValueChanged nna
NOB2VHKIE T[VYHOCTI Ta MEepeMHKA4Ya I[IOBHOEKPAHHOTO PEXHMY, IO JO3EO0Jd€
OHHAMIMHO OHOBJIIOBATH MapaMeTPH 3BVKY Ta BIJ00OpaKeHHA IPH 3MIHI KOPHCTVEaueM

HanmamTveaHs (3.13).
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if (mainMixer == null)

{

.LogError("AudioMixer is not assigned to Aud

1
LoadSettings();

if (musicVolumeSlider != null)

musicVolumeSlider.onValueChanged. AddListener(SetMusicVolume);
if (sfxVolumeSlider != null)

sfxVolumeSlider.onValueChanged. AddListener(SetSFXVolume};

if (fullscreenToggle != null)
fullscreenToggle.onValueChanged. AddListener(SetFullscreen);

S eM r.scenelLoaded += OnScenelLoaded;
OnSceneloaded(Sc er.GetActiveScene(), LoadSceneMode.Single);

PHcyHok 3.13 — O0pobHuk o1 onValueChanged

KepyBaHHA I'vYHICTIO MY3HKH Ta 3BYKOBHX e(eKTIiB 371IHCHIOEThCH MEeTOIaMH
SetMusicVolume Ta SetSFXVolume gBigmopigHo. 1[I MeToad BCTaHOBIIOIOTh
3Ha4YeHHA MapaMeTpiB MusicVolume ta SFXVolume v AudioMixer BImIIoBIZHO A0
norapHOMITHOI MKamH, o 3abe3nedye GLIBII [PHPOAHE CTIPHHHATTA I'YYHOCTI JJIA
TMIOCBKOTO ByXa. 30epekeHHA LIMX HalallTyRaHb RBifi0YBaeThCA 3a AOMIOMOTO
PlayerPrefs.SetFloat() 3 BHkopHcTaHHAM KoHcTaHT MUSIC VOLUME KEY Ta
SFX VOLUME KEY. AnHanoridHo, TIOBHOEKpPaHHHH peXHM KOHTPOJIOETHCS
meronoMm  SetFullscreen(bool  isFullscreen), #kuii  OHOBNIOE  BIAcTHBICTh

Screen.fullScreen ta 36epirae ctan v PlayerPrefs (3.14).

id setMusicVolume(float volume})

er_ SetFleoat("MusicVo a" volume == @8 ? -B&f : Mathf.Logl@(velume)] = 28);
5. 5etFloat(MUSIC_VDLUME_KEY, wolume)];

d SetSFXVolume(float volume)

mainMixer.SetFleat("SFXVolume”, volume == B 7 —-88f : Mathf.Logld(vclume) * 28);
P1 TP s SetFloat(SFX_VOLUME_KFY, volume);

PrcyHoK 3.14 — MeTtogu SetMusicVolume Ta SetSFX Volume
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3.5 BHCHOBOK 10 TPETHLOIO PO3ALILY

Y mpomy po3aiun Oyio  JeTallbHO PO3LISHYTO BCl AcCHCKTH IIPaKkTHYHOT
peamzaIfii ITPOROTO 3acTOCYHKY, IO € CHMYJSITOPOM O(hICHOIO TIpariiBHHKA.
[IpoanaiizoBaHa apxiTeKTypa IPOrPaMHOIe 3ade3lledeHHs, Mo Oa3yeTbesd Ha
KOMIIOHEHTHOMY TIixo1 Unity, T03BOMHIa CTROPUTH THYUKY Ta MOJYIIBHY CHCTEMY.
Onucano Kno4goBl Kirack — GameManager, UlManager, UpgradeData, ShopltemUI Ta
AudioController — Ta iX B3aeMOAIIO, IO JAEMOHCTPYE UITKE PO3A1ICHHS
BIATIOBIIATEHOCTI Ta €(PeKTUBHY KOOPAMHAINID MK KOMIIOHEHTaMH. 3acTOCyBaHHS
narepHy Singleton qas AudioController 3abeznednine MeHTpali3oBaHHNM TOCTYII JIO
VIIPaBIIHHS 3BYKOM, ITIO € BaKIUBHM J7IS1 IPOBUX TOJATKIRB.

Onmcano IOCIJIOBHUN IIporec po3poOKH IPOSKTY, IIOYHMHAIOYM  Bijl
HalamTyBaHHs clieH Ta Oazororo Ul, 1 3aKiHUYIOUM IMIUIEMEHTAIEIO KIFOUYOBHX
IPOBUX MEXaHiK: JUHAMIYHOI CUCTEMM 3aBJaHb 3 PI3HUMHU PIBISMH CKJIAIHOCTI Ta
TaliMepoM, KOMIUIEKCHOT eKOHOMITHOI MOJIelll 3 TPOIAMa Ta PeIryTallielo, a TaKowX
IHTEIPOBAHOIO MarasvHy IIOKpalleHb, IO BIUIMBAIOTH HA I1MPOBHHA  HpOIEC.
JleTanizoBaHo JOTIKY 3aBEpIIeHHSI TPHU, IO BKIFOUAE cTieHapii IEpeMOoTH Ta TIOpa3KH,
3 BunoBiAnow akrupanicilo Ul-tianeneit. OnucaHo BIPOBAKCHHS JOIOMIKHHX
CHCTEM, TaKMX sIK 30epe:KeHIs Iporpecy 3a Jonomoroio PlayerPrefs, inrerparris
B13yaJIbHOI'O KOHTCHTY (ClpaiiTu, 2D-aHiMallii) Ta 3BYKOBOTO CYIPOBOY, OTPUMAHOTO
3 BIIKpUTHUX JiKepell. OTpUMaHi pe3yiabTaTH € OCHOBOIO JUIS IIOalIbIIOr0o PO3BUTKY
TP JIo/laBaHHS HOBHX MEXaHiK 1 ITUIeH, YCKJIaJHEeHHS TeMMIUICIO Ta JIOTIKH TPH,

CHCTEMH 30€peKEHHS IIPOrpecy TOIIO.
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BHUCHOBKHK

Y nponeci BuxkoHanus —kpamdikamiinoi pobdotu  Oyiio  po3pobiieHo
¢y HKIIOHaTLHHI MPOTOTHN 2DD-TpH B KaHP1 CUMYJISITOpa 0(pICHOTO MpaIliBHUKA, IO
JO3BOJIMIIO TIOBHICTIO Pealli3yBaTy NOCTARICHY METY JAOCIIKEHHS. Y Mekax poOoTH
PO3TISIHYTO aKTyallbHI MIIXOJM /O CTBOPEHHS HaBYAIBHUX ITPOBUX JOJATKIB,
HPOAHAII30BAHO  TEXHIYHI MOMIMBOCTI CYYACHHX IHCTPYMEHTIB, 3JIHCHCHO
MIPOEKTYBAHHS OCHOBHUX KOMITOHEHTIB IIPOTPAMHOTO MIPOIYKTY Ta peanizoBaHO Horo
kmouorl ¢GyHKII. Pospobka mnpoBoguiaach 13 JOTPUMAHHIM METOMONOTTUHHUX
MIPUHITAIIB TIPOTpaMHOl 1HKeHepli, 1Mo IepeadavaroTh IOCTIOBHE IDIaHYBaHHSI,
MOJAYIBHY TOOYJIOBY CHCTEMH, TeCTyBaHHS JIOTIKA Ta ajanrarfiioo iHTepdeiicy o
HOTped KOPUCTYBada.

Y Mmekax poOoTH Takok OyI0 MPOBEJEHO OIIHKY rpadiuHUX pelakTopIB, K1
HpUAaTHI UL cTBOpeHHs pecypeiB  2D-irpu.  LibreSprite Oyno  oOpano sk
ONITUMAaTbHUI BapiaHT uepe3 Horo Oe3KOMTORHICTh, BIIKPHUTY TITEH3IIO, MATPHAMKY
mapiB, aHIMAIl# 1 3py4UHy 1HTeIpanito 31 crpykryporo Unity. [Tonpu HagBHicTh OLILII
cKIaHAX ado KOMEPITIHHNX 1HCTPYMEHTIB, Takux Sk Aseprite abo Adobe Photoshop,
LibreSprite BUsIBUBCS HARAOIUILHIIIAM Y KOHTEKCTI HABYAILHOI'O IPOEKTY, OCKUILKH
JO3BOJISIE MMBUJKO CTBOPIOBATH Ta €KCIIOPTYBATH I'padidHl €IEeMEHTH V IPHIaTHOMY
dopmari. Horo BukopucTaHHS 3a0e31eunIo 3MCHITICHHS! HABAHTAKCHHS Ha TEXHIUHY
YACTUHY HPOIECY PO3POOKH H JO3BOIWIO CKOHIICHTPYBATUC HA JIOTI TPH.

Po3pobnennit  mporpaMHHMM  TPOAYKT € TUICHHAM, (DYHKIIOHAIBHHM,
aJallTOBaHUM JUIL KOPUCTYBada 1 BIALIOBLIAC HABYAILHUM Ta TEXHIYHUM KPUTCPIAM.
Horo cTpykTypa [03BOTSE He IMIle BHKOPHCTOBYBATH HOTO SIK 3aBepIICHMI
3aCTOCY HOK, ajie H 3aCTOCOBYBATH AK MAOIOH ado OCHOBY MU HOAANIBIIHAX IIPOEKTIB.
[IpakTivaHa MIHHICTE POOOTH MOTSTaeE B TOMY, IO Tpa CTBOpeHa 0e3 BHKOPUCTAHHS
KOMEPIIHHUX 1HCTPYMEHTIB, 13 MIHIMaJILHUMH PECYPCHUMHU BUTPATAMHU, 3a KOPOTKUH
MMPOMIZKOK dacy, a ii (JyHKIIOHaT OXOILTIOE KIFOYOR! aCTIEKTH PO3POOKH IIPOTPaMHOTO

3a0e3TIeue HHS.
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Y xoai peamszamii OyJIM BHSBJICHI 8K CHILHI CTOPOHH IPOCKTY, TaK 1 IIEBHI
oOMeskeHHs. /[0 TIO3UTHRHUX pe3yIbTaTiB HajlekaTh cTaOUTRHICTh (hbYHKITIOHYBaHHS
Ipu, IpocTora ii Moaubikali, aalTHBHICTD 1IHTepdeicy Ta 3pyYHICTh KOPUCTY BAHHS.
OOmexkeHHSIM € oOMeKeHa CKIaJHICTh TeHMIUICIO, BIJICYTHICTH JOBTOTPHBANION
crparterii, oOMexeHa KUILKICTL 3aBganb 1 ImabiioHHa Jorika rpu. OrpuMani
pe3yIbTaTH MOKYTH OYTH BHKOPHUCTAHI JTS1 MOJANBIIOTO PO3BUTKY TPH: J0aBaHHSI
HOBHMX MEXaHIK 1 IUICH, YCKIaIHSHHS MeHMILICIO Ta JIOTKU IPU, CUCTEMU 30¢pE/KCHIS
nporpecy Tomo. KpiM Toro, mpoexT Moke OyTH KOPUCHUM SIK HAUpHUKIAL Y
HaBRUaNbHOMY Ipolieci abo IK 0CHOBa I KOMEPITIHHOTO 3acTOCYHKY V cdepi irpooi
PO3pOOKH.

OTpuMaHi pe3yIbTaTH MOKYTE CIIYTYBaTH OCHOBOIO /I TIoAabIoi pobotn. Y
[ICPCICKTHBl MOMKIUBUM € pPO3MMUpPeHHS (YHKIIOHAILY 3a PaxyHOK BBEICHHS
CIOKETHHX TIHIN, CKIaHIIIHAX aJIrOpUTMIB TeHepallii 3aB/laHb, ToOYI0BH CIIeHapliB 13
YaCOBUMHU OOMEKCHHIMH, JOJABAHHY 1IPOBOI CTATUCTUKH, PEUTHHIOBOI CUCTEMHU, a
TakOXK ajarlTalfis TPy IS 1HIMUX 1aTdhopM, 30KkpeMa MOOITEHAX MPUCTPOiB. Yl 1Ml
HallpIMKH  BIAKPHUBAIOTL MOMKIHBOCTI UL MOJAILIIOT  JOCHIAHULLKOI — ado
KOMeEpINHOT peamizami 1 IMATBEPKYIOTH TOTEHINAl BHKOHAHOI polOTH K

HOBHOI_[iHHOI‘O IPHUKIIATHOTC IIPOIPaMHOI0 IIPOCKTY .
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JIOJIATOK A

using UnityEngine;

using TMPro;

using UnityEngine.UI,

using UnityEngine. SceneManagement;
using System.Collections;

using System.Collections.Generic;

public class GameManager : MonoBehaviour

{
public UIManager uiManager;,

[Header("UI Elements")]

public GameObject taskPanel,

public TextMeshProUGUI currentTaskDescriptionText;
public Shider timerSlider;

public Button completeButton;

public Button skipButton;

public GameObject gameOverPanel;

public GameObject winPanel;

public int maxReputationForWin = 100;

[Header("Shop Ul Elements")]
public GameObject shopPanel;
public Button openShopButton;
public Button closeShopButton;
public ShopltemUI[] shopltemUls;

[Header("Game Settings™)]
public string[] easyTasks;

public string][] mediumTasks;
public string[] hardTasks;

public float easyTaskTime = 10f;
public float mediumTaskTime = 7f;
public float hardTaskTime = 5f;
public int rewardMoney = 10;
public int rewardReputation = 5;
public int penaltyMoney = 5;
public int maxMissedTasks = 3;

[Header("Timing Settings")]
public float initial TaskDelay = 3f;
public float taskCooldownDuration = 2f;

public List<UpgradeData> availableUpgrades = new List<UpgradeData>();

private int missedTasksCount = 0,
private float currentTask Timer;
private bool task Active = false;
private string currentTaskString;,

private float bonusTaskTime = Of;
private int bonusMoneyPerTask = 0;
private int bonusReputationPerTask = 0;
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private int reducedPenaltyMoney = 0

private bool smartInvestmentsPurchased = false;
private int passivelncome Amount = 0;

private int tasksSincelastPassivelncome = 0;
public int tasksPerPassivelncome = 3;

private bool marketingCampaignActive = false;
private float marketingReputationMultiplier = 1f;
private float marketingDuration = 0f;

private float marketing Timer = Of;,

void Start()

{

}

if (taskPanel != null) taskPanel. SetActive(false);

if (gameOverPanel != null) gameOverPanel. SetActive(false);
if (winPanel !'= null) winPanel. SetActive(false);

if (shopPanel != null) shopPancl.Set Active(false),

if (completeButton != null) completeButton.onClick. AddListener(CompleteTask);
if (skipButton != null) skipButton.onClick. AddListener(Skip Task);

if (openShopButton != null) openShopButton.onClick. AddListener(OpenShop);
if (closeShopButton ! = null) closeShopButton.onClick. AddListener(CloseShop);

if (uiManager == null)
{
uiManager = Find AnyObjectByType<UIManager=>();
if (uiManager == null)
{
Debug. LogError("UlManager not found.");
}
3

InitializeUpgrades();
UpdateShopUI();

StartCoroutine( StartGameDelay());

void Update()

{

if (taskActive)
{

currentTask'Timer -= Time.deltaTime;
if (timerSlider != null)
{

timerSlider.value = current TaskTimer / (GetCurrentTaskMax Time() + bonusTaskTime),

}

if (currentTaskTimer <= 0)
{
SkipTask();
3
3
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if (marketingCampaignActive)
{
marketingTimer -= Time.deltaTime;
if (marketingTimer <= 0)
{
marketingCampaignActive = false;
marketingReputationMultiplier = 1f;
Debug. Log("Marketing Campaign ended.");
b
}
}

float GetCurrent TaskMaxTime()
{
float baseTime = easyTaskTime;
if (currentTaskString != null)
{
if (currentTaskString. Contains("Easy")) baseTime = easyTaskTime;
else if (current TaskString. Contains("Medium™)) baseTime = medium TaskTime;
else if (currentTaskString. Contains("Hard")) baseTime = hardTask Time;
h

return baseTime;

h

void InitializeUpgrades()
{
availableUpgrades.Clear();
availableUpgrades. Add(new UpgradeData("speed boost”, "Speed Boost", "Increases task time
by 2 seconds", 20, 20));
availableUpgrades. Add(new UpgradeData("networking_skills", "Networking Skills", "Increases
money and reputation carned from completed tasks”, 30, 0D));
availableUpgrades. Add(new UpgradeData("stress _management", "Stress Management”,
"Allows for one more missed task before Game Over”, 100, 11)),
availableUpgrades. Add(new UpgradeData("smart investments", "Smart Investments", "Gain a
small amount of passive income every few tasks", 200, 30f));
availableUpgrades. Add(new UpgradeData("backup system", "Backup System”, "Reduces the
money penalty for skipping tasks", 120, 50));
availableUpgrades. Add(new UpgradeData("marketing campaign”, "Marketing Campaign",
"Boosts reputation gain significantly for a short period”, 80, 2f));

}

void UpdateShopUI()
{
if (shopltemUIs == null || shopltemUls.Length == 0)
{
Debug.LogWarning("ShopltemUIs empty.");
return;

3

for (int 1 = 0; 1 < shopltemUIs.Length; 1++)
{
if (shopltemUlIs[1] == null)
{
Debug.LogWarning($"ShopltemUTI at index is null.");
continue;

H



if (1 < availableUpgrades.Count)
{
shopltemUls[1].gameObject. SetActive(true);
shopltemUls[i].Setup(availableUpgrades[i], this);
h

else

{
shopltemUls[1].gameObject. SetActive(false);
¥
3
h

public void OpenShop()
{
if (shopPanel != null)
{
shopPanel.SetActive(true);
UpdateShopUI();
taskActive = false;
if (taskPanel != null) taskPanel. SetActive(false);
StopAllCoroutines();

H
h

public void CloseShop()
{
if (shopPanel != null)
{
shopPancl.SetActive(false);
if (missedTasksCount < maxMissedTasks)
{
StartCoroutine( TaskCooldown());
}
}
}

public void PurchaseUpgrade(UpgradeData upgrade)
{
if (uiManager == null)
{
Debug.LogError("UlManager is null.");
return;

}

if (upgrade.CanBuy())

{
if (uiManager.currentMoney >= upgrade.cost)

{
uviManager. AddMoney(-upgrade.cost),
upgrade.LevelUp();
ApplyUpgradeEffect(upgrade);
UpdateShopUI();

Debug.Log("Purchased: " + upgrade.upgradeName + " for $" + upgrade.cost);

}

else

{
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Debug.Log("Not enough money to buy " + upgrade.upgradeName + ". Need: $" +

(upgrade.cost - uiManager.currentMoney));

3
¥
clse
{
Debug.Log(upgrade.upgradeName + " is already purchased or at max level.");
3
}

void ApplyUpgradeEffect(UpgradeData upgrade)
{
switch (upgrade.id)
{
case "speed_boost":
bonusTaskTime += upgrade.effectValue;

Debug.Log("Bonus task time increased to: " + bonusTaskTime),
break;
case "networking skills":
bonusMoneyPerTask += 5;
bonusReputationPerTask +=3;
Debug. Log("Money and Reputation bonuses applied.”);
break;
case "stress management':
maxMissedTasks += (int)upgrade.effectValue;

Debug. Log("Max missed tasks increased to: " + maxMissedTasks);,
break;

case "smart investments™:
smartlnvestmentsPurchased = true;
passivelncome Amount = (intyupgrade.eftectValue;
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Debug.Log("Smart Investments purchased! Passive income of $" + passivelncome Amount

+ "every " + tasksPerPassivelncome + " tasks.");
break;
case "backup system™
reducedPenaltyMoney += (int)upgrade.cffectValue;
if (penaltyMoney - reducedPenaltyMoney < 0)
{
penaltyMoney = 0;
h
else
{
penaltyMoney -= reducedPenaltyMoney;
}
Debug.Log("Penalty money reduced to: " + penaltyMoney);
break;
case "marketing campaign™:
marketingCampaignActive = true;
marketingReputationMultiplier = upgrade.effectValue;
marketingDuration = 10f;
marketing Timer = marketingDuration;
Debug.Log("Marketing Campaign activated! Reputation x" +
marketingReputationMultiplier + " for " + marketingDuration + " seconds.™);
break;
3

}

IEnumerator StartGameDelay()



{
if (uiManager != null)
{
uiManager. SetTask("Waiting for first task...");
3
yield return new WaitForSeconds(initialTaskDelay);
StartNew TaskProcess();
H

IEnumerator TaskCooldown()
{
task Active = false;
if (taskPanel != null) taskPanel. SetActive(false);

if (uiManager != null)
{
uiManager. SetTask(" Awaiting next task...");
¥
vield return new WaitForSeconds(taskCooldownDuration);
StartNew TaskProcess();

3

void StartNewTaskProcess()

{
if (missedTasksCount >= maxMissed Tasks)

{
GameOver();

}

clse
{
GenerateNewTask(),
¥
3

void GenerateNew Task()

{
if (taskPanel != null) taskPanel. SetActive(true);
task Active = true;

string[] tasks ToChooseFrom = null;
float chosenTaskTime = 0f;

List<int> availableDifficultics = new List<int>(),

if (easyTasks != null && easyTasks.Length > 0) availableDifficulties. Add(0);

if (mediumTasks != null && mediumTasks. Length > 0) availableDifficulties. Add(1);
if (hardTasks != null && hardTasks.Length > 0) availableDifficulties. Add(2);

if (availableDifficulties. Count == 0)
{
currentTaskString = "No tasks defined.";
chosenTaskTime = 10f;
Debug. LogError(current TaskString);
}
else
{
int randomDifficultyIndex = Random.Range(0, availableDifficultics. Count),
int chosenDifficulty = availableDifficulties| randomDifficultylndex];
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switch (chosenDifficulty)

{
case 0:
tasksToChooseFrom = casyTasks;
chosenTaskTime = easyTaskTime;
break;
case 1:
tasks ToChooseFrom = mediumTasks;
chosenTaskTime = mediumTaskTime;
break;
case 2:
tasks ToChooseFrom = hardTasks;
chosenTaskTime = hardTaskTime;
break;
h
if (tasks ToChoosel'rom != null && tasksToChooseFrom.Length > 0)
{

current TaskString = tasks ToChooseFrom[Random.Range(0,
tasksToChooselrom.Length)];
3

else

{
current TaskString = "Error: Task list empty.™;

chosenTaskTime = 10£;
Debug.LogError(current TaskString);

b
H
if (currentTaskDescriptionText != null)
{ currentTaskDescriptionText.text = currentTaskString;
i}f (uiManager != null)
: uiManager. SetTask(currentTaskString);
}

currentTaskTimer = chosenTaskTime + bonusTaskTime;
if (timerSlider '= null) timerSlider.value = 1f;

}

public void CompleteTask()

{
if (!taskActive) return;

Debug.Log("Task completed: " + currentTaskString);
if (uiManager != null)
{
uiManager. AddMoney(rewardMoney + bonusMoneyPerTask);,
uiManager. AddReputation(Mathf. Round Tolnt(rewardReputation + bonusReputationPerTask
* marketingReputationMultiplier));

3

missedTasksCount = 0;

if (uiManager != null && uiManager. GetCurrentReputation() >= maxReputationForWin)



h

{
WinGame();
return;

¥

if (smartlnvestmentsPurchased)
1
tasksSinceLastPassivelncomet++;
if (tasksSinceLastPassivelncome >= tasksPerPassivelncome)
{
uiManager. AddMoney(passivelncome Amount);
Debug.Log("Passive income received: $" + passivelncome Amount);
tasksSincel astPassivelncome = 0;

3
¥

StartCoroutine( TaskCooldown()),

public void SkipTask()

{

H
{

if (MtaskActive) return,

Debug.Log("Task skipped: " + currentTaskString);
if (uiManager != null)
{

uiManager. AddMoney(-penaltyMoney);

}

missed TasksCount++;

if (smartInvestmentsPurchased)
1
tasksSinceLastPassivelncomet++;
if (tasksSinceLastPassivelncome == tasksPerPassivelncome)
{
uiManager. AddMoney(passivelncome Amount);
Debug.Log("Passive income received: $" + passivelncome Amount),
tasksSinceLastPassivelncome = 0;
}
}

StartCoroutine( TaskCooldown()),

public void WinGame()

Debug.Log("WIN!");

task Active = false;

if (taskPanel != null) taskPanel. SetActive(false);

if (shopPanel != null) shopPanel. SetActive(false);

if (gameOverPanel != null) gameOverPancl.SetActive(false),

if (wmPanel != null) winPanel. SetActive(true),
else Debug.LogWarning("WinPanel is not assigned in GameManager.");

Time.timeScale = Of;

AddListenersToWinButtons();
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Stop AllCoroutines();
}

void AddListeners ToWinButtons()
{
if (winPanel == null)
{
Debug.LogWarning(""WinPanel 1s null, cannot add listeners to win buttons.");
return;

}

Button restartBin = null;
Button quitBtn = null;

Transform restartBtn Transform = winPanel transform.Find("RestartButton'),
Transform quitBtnTransform = winPanel.transform.Find("QuitButton™);

if (restartBtn Transform != null) restartBtn = restartBtnTransform.GetComponent<Button>();
clse Debug. LogWarning("RestartButton not found on WinPanel. Ensure it's named
‘RestartButton' and is a child of WinPanel.");

if (quitBtn Transform != null) quitBtn = quitBtnTransform.GetComponent<Button=(),
else Debug. LogWarning("QuitButton not found on WinPanel. Ensure it's named 'QuitButton’
and 1s a child of WinPanel."),

if (restartBtn != null) restartBtn.onClick. Remove AllListeners();
if (quitBtn != null) quitBtn.onClick. Remove AlllListeners();

if (restartBtn != null)
{
restartBtn.onClick. AddListener(RestartGame),
¥
if (quitBtn != null)
{
quitBtn.onClick. AddListener(QuitGame);
¥
5
void GameOver()
{
Debug.Log("GAME OVER!"),
task Active = false;
if (taskPanel != null) taskPanel. SetActive(false),
if (gameOverPanel != null) gameOverPancl.SetActive(true);
Stop AllCoroutines();

Button restartBtn = null;
Button quitBtn = null;

if (gameOverPanel != null)
{

Transform restartBtnTransform = gameOverPanel.transform. Find("RestartButton");
Transform quitBtnTransform = gameOverPanel.transform. Find("QuitButton'");

if (restartBtnTransform != null)

{
restartBtn = restartBtnTransform. GetComponent<Button>();

3



}

3

clse
{
Debug.LogWarning('"RestartButton not found.");
h
if (quitBtnTransform != null)
{
quitBtn = quitBtnTransform.GetComponent<Button=();
3
else
{
Debug.LogWarning("QuitButton not found");
3
}
clse
{
Debug.LogWarning("GameOverPanel empty.");

}

if (restartBtn != null) restartBtn.onClick. Remove AllListeners();
if (quitBtn != null) quitBtn.onClick. Remove AllListeners();

if (restartBtn != null)

{ restartBtn.onClick. AddListener(RestartGame),
i}f (quitBtn != null)

{ quitBtn.onClick. AddListener{ QuitGame);

}

public void RestartGame()

{
H

SceneManager.LoadScene( SceneManager. Get ActiveScene().name);

public void QuitGame()

{

}

Application.Quit();
Debug.Log("Exiting game.");
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using UnityEngine;
using TMPro;

public class UIManager : MonoBehaviour

!
public TextMeshProUGUI moneyText;
public TextMeshProUGUI reputationText;
public TextMeshProUGUI taskText;

public int currentMoney = 0;

private it currentReputation = 0,

private int maxReputation = 100;

private string currentTask = "Starting the workday";

void Start()

{
UpdateUI();

j

public void AddMoney(int amount)
{

currentMoney += amount;
UpdateUI();

j

public void AddReputation(int amount)
{

currentReputation += amount;
if (currentReputation > maxReputation)

{

currentReputation = maxReputation;

;

UpdateUI(),
j
public void SetTask(string newTask)
{
currentTask = newTask;
UpdateUI();
§

public int GetCurrentReputation()
{

62
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return currentReputation;

j

void UpdateUI()
{

if (moneyText != null)
{
money Text.text = "Money: $" + currentMoney. ToString();

b

else

{
Debug.LogWarning("Empty");

b

if (reputationText != null)

{

reputationText.text = "Reputation: " + currentReputation. ToString() +
"/" + maxReputation. ToString();
b

else
{

Debug.LogWarning("Empty");
b

if (taskText !=null)
{

taskText.text = "Task: " + currentTask;

j

else
{
Debug.LogWarning("Empty");
b
§
b
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using UnityEngine;
using TMPro;
using UnityEngine. U,

public class ShopltemUI : MonoBehaviour

{
public TextMeshProUGUI upgradeNameText;
public TextMeshProUGUI descriptionText;
public TextMeshProUGUI costText;
public Button buyButton;
public TextMeshProUGUI buyButtonText;

private UpgradeData currentUpgrade;
private GameManager gameManager;

void Start()
{
if (buyButton != null)
{
buyButton.onClick. AddListener( OnBuyButtonClicked),
b
j

public void Setup(UpgradeData upgrade, GameManager gm)
{

currentUpgrade = upgrade;
gameManager = gm;

if (upgradeNameText !=null) upgradeNameText.text =
upgrade.upgradeName;

if (descriptionText != null) descriptionText.text = upgrade.description;

if (costText !=null) costText.text = "$" + upgrade.cost. ToString();

UpdateBuyButtonState(),

j
void UpdateBuyButtonState()
{

if (buyButton != null)

{

if (currentUpgrade.i1sPurchased)
{



b

buyButton.interactable = false;
if (buyButtonText != null) buyButtonText.text = "Purchased";
if (costText !=null) costText.text = "Owned";

j

else 1f (currentUpgrade.currentl.evel >= currentUpgrade maxI.evel)
{

buyButton.interactable = false;

if (buyButtonText != null) buyButtonText.text = "Max Level";

if (costText !=null) costText.text = "Max";

j

else
{
buyButton.interactable = true;
if (buyButtonText != null) buyButtonText.text = "Buy";

j
b
j

void OnBuyButtonClicked()

{
il (gameManager != null && currentUpgrade ! = null)

{
gameManager. PurchaseUpgrade(currentUpgrade);

h
j
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HOJATOK 1
using UnityEngine;

[System.Seralizable]

public class UpgradeData

!
public string 1d;
public string upgradeName;
public string description;
public int cost;
public bool 1sPurchased = false;
public int currentlLevel = O;
public int maxLevel = 1;
public float effectValue;

public UpgradeData(string 1d, string name, string desc, int cost, float effect,
int maxL.vl=1)
{
this.id = 1d;
this.upgradeName = name;
this.description = desc;
this.cost = cost;
this.effectValue = eftect;
this.maxLevel = maxLvl;

j
public bool CanBuy()
{
return !1sPurchased || (currentlLevel <maxlevel);
j
public void LevelUp()
{
if (currentLevel <maxLevel)
{
currentLevel++;
if (currentLevel == maxlevel)
{
1sPurchased = true;
j
b
§

b
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JIOIATOK |

using UnityEngine;
using UnityEngine. Audio;
using UnityEngine. Ul

using UnityEngine. SceneManagement;

public class AudioController : MonoBehaviour

1
public AudioMixer mainMixer;

public Slider musicVolumeSlider;

public Shider sfxVolumeSlider;

public Toggle fullscreenToggle;

public AudioSource menuMusicSource;

public AudioClip menuMusicClip;

public AudioSource gameMusicSource;

public AudioClip gameMusicClip;

public AudioSource sfxSource;

public AudioClip buttonClickSFX;

private const string MUSIC VOLUME KEY = "MusicVolume";
private const string SFX VOLUME KEY = "SFXVolume",
private const string FULLSCREEN KEY = "Fullscreen™;

void Awake()
{

DontDestroyOnl.oad(gameObject);

AudioController[] controllers = FindObjectsBy Type<AudioController>(FindObjectsSortMode. None);
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if (controllers.Length > 1)

{
Destroy(gameObject);

void Start()

if (mainMixer == null)
{
Debug.LogError(" AudioMixer is not assigned to AudioController™);

LoadSettings();

if (musicVolumeSlider != null)
musicVolumeSlider.onValueChanged. AddListener(SetMusicVolume),
if (sfxVolumeSlider != null)
sfxVolumeSlider.onValueChanged. AddListener(SetSFXVolume);

if (fullscreenToggle != null)
fullsereenToggle.onValueChanged. AddListener(SctFullscreen);

SceneManager.scencloaded += OnScenel.oaded,

OnScenel.oaded(SceneManager.Get ActiveScene(), LoadSceneMode. Single);

void OnSceneloaded(Scene scene, LoadSceneMode mode)

Debug.Log("Scene Loaded: " + scenc.name);

if (scene.name == "MainMenu")

{

if (menuMusicSource != null && menuMusicClip != null)

{

if (gameMusicSource != null && gameMusicSource.isPlaying) gameMusicSource.Stop();



if (!menuMusicSource.isPlaying)

{

menuMusicSource.clip = menuMusicClip;
menuMusicSource.loop = true;

menuMusicSource.Play(),

else

Debug.LogWarning("Menu music is not assigned.");
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else if (scene.name == "Game")

{
if (gameMusicSource != null && gameMusicClip != null)

{

if (menuMusicSource != null && menuMusicSource.isPlaying) menuMusicSource.Stop();

if (!gameMusicSource.isPlaying)

{

gameMusicSource.clip = gameMusicClip;
gameMusicSource.loop = true;

gameMusicSource. Play();

else

Debug. LogWarning("Game music is not assigned.");

else

if (menuMusicSource ! = null && menuMusicSource.isPlaying) menuMusicSource. Stop();

if (gameMusicSource != null && gameMusicSource.isPlaying) gameMusicSource.Stop();
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public void SetMusicVolume(float volume)

{
mainMixer.SetFloat("MusicVolume", volume == 0 7 -80f : Mathf.Log10(volume) * 20);
PlayerPrefs. SetFloattMUSIC_ VOLUME KEY, volume);

public void SetSFXVolume(float volume)

{
mainMixer.SetFloat("SFXVolume", volume == 0 7 -80f : Mathf.L.og 10(volume) * 20);

PlayerPrefs. SetFloat(SFX VOLUME KEY, volume),

public void SetFullscreen(bool isFullscreen)

{

Screen.fullScreen = islullscreen;

PlayerPrefs. SetInt(FULLSCREEN KEY, isFullscreen ? 1 : 0);

void LoadSettings()

{
float musicVol = PlayerPrefs. GetFloat(MUSIC VOLUME KEY, 1f);

float sfxVol = PlayerPrefs.GetFloat( SFX VOLUME KEY, 1f);

bool isFullscreen = PlayerPrefs. GetInt(FULLSCREEN KEY, 1) == 1;
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if (musicVolumeSlider != null) { musicVolumeSlider.value = musicVol; SetMusicVolume(musicVol),

if (sfxVolumeSlider != null) { sfxVolumeSlider.value = sfxVol; SetSFXVolume(sfxVol); }

if (fullscreenToggle != null) { fullscreenToggle.isOn = isFullscreen; Setlullsereen(iskullscreen); }

else { Screen.fullScreen = isFullscreen; }

public void PlaySFX(AudioClip clip)



{
if (stxSource != null && clip != null)
{
sfxSource.PlayOneShot(clip);
}
else
{

if (sfxSource == null) Debug.LogWarning("SFX AudioSource is not assigned"),
if (clip == null) Debug.LogWarning("SFX AudioClip is null");

public void PlayButtonClickSFX()

{
PlaySFX(buttonClickSEFX);

void OnDestroy()
{

SceneManager.scencloaded -= OnScencLoaded,
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