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AHOTAIIS

Dapion 1.C. «JlocmixeHHs] 0COOIMBOCTE TEXHOIOTIH MPOrpaMHOl peanizarii
ekl rpu "Castle transylvania™y.

KBamigikariitna pobota Ha 3700yTTS OCBITHBOTO CTyIEHs OakanmaBp 3a
cnemianpHicTi0O 122 «Komm’totepHi Haykw». — YHIBEpPCUTET MHTHOI CIpPaBH Ta
dbinancis, [uinpo, 2024.

VY miii kBamidikamiitHiii po6oTi OyB cTBopeHUil mporotun ekmH rpu «Castle
transylvaniay, 1o Mae BesMKe 3HaYCHHS B raimy3i reiiMaeBy. ['pa «Castle transylvania»
€ BaXXJIMBOIO, OCKUJIbKM BOHA BUKOPUCTOBYE YHIKAJIbHI MITXOMU JUIsl €KIIH 1rop.
[IpoGnema monsrae B HEAOCTATHHOMY PO3BHUTKY YKPaiHCHKOTO TEUMIEBY uepe3
OOMEKEHY KUIbKICTh OPUTIHAJIBHUX KOHIEHIN. BUTbIIicTh yKpaiHCHKMX KOMMaHIiN
CTBOPIOIOTH Ka3yaJlbHI MOOUIBHI ITPH, SIKI HE MPOMOHYIOTh HOBATOPCHKHX 1/1€M Ta HE
IPUBEPTAIOTh yBary redMepiB 3 yChOTO CBITY, HE PO3BHUBAIOYM TAKUM YHHOM
YKpaiHCHhKUI PUHOK 1rop.

Mertoro kBamiikaiiiinoi poOOTH € JOCHIIKEHHS OCOOJIMBOCTEN TEXHOJIOT1H
mporpamMHoi peanizaiii ekmH irop Ta po3pobka rpu «Castle transylvania» 3
YHIKQJIBHUMH ITPOBUMU MEXaHIKaMH.

PimienHaM 1i€i npobiemMu € po3poOKa MPOEKTY 3 YHIKAJIbHUM T€MMIUIEEM Ta
Bi3yaJIbHUM CTWJIEM. YHIKaIbHUN TeUMIUIeH mepenbayae po3poOKy crerudiqHoro
iHTepdeiicy Ta MexaHIK Uil Takoro Ttumy irop. ['pa Oyna po3poOieHa 3
BUKOpUCTaHHAM ABMkKa Unity, sikuif Ha 2024 pik € OJHUM 3 HAWMOMYJISPHIIIUX B
VYkpaini.

B pe3ynbTaTi qociimkeHHs: 0yJio po3po0eHO MPaKTUUHI peKOMEH Al 1M10/10
MOJIaJIbIIOTO PO3BUTKY Ta BAOCKOHAJIECHHS T'PH, BKJIIOYAIOUM PO3LIMPEHHS irpOBOTO
KOHTEHTY, BJIOCKOHAJIEHHS ICHYIOUMX MEXaHIK Ta aKTUBHY MIATPUMKY CHUIBHOTU
IPaBIIiB.

KirouoBi cioBa: reiimzeB, eKIH Tpa, irpoBuil mepcoHax, Unity, po3poOka,

irpoBa 1HAYCTpisl.



ANNOTATION

Farion LS. "Investigation of the features of technologies of software
implementation of the action game "Castle transylvania"".

Qualification work for obtaining a bachelor's degree in the specialty 122
"Computer Science". — University of Customs and Finance, Dnipro, 2024.

In this qualifying work, a prototype of the action game "Castle transylvania™ was
created, which is of great importance in the field of game development. Castle
transylvania is important because it uses unique approaches to action games. The
problem lies in the insufficient development of Ukrainian game development due to
the limited number of original concepts. Most Ukrainian companies create casual
mobile games that do not offer innovative ideas and do not attract the attention of
gamers from around the world, thus not developing the Ukrainian game market.

The purpose of the qualification work is to study the features of technologies for
the software implementation of action games and the development of the game "Castle
transylvania" with unique game mechanics.

The solution to this problem is to develop a project with a unique gameplay and
visual style. The unique gameplay involves the development of a specific interface and
mechanics for this type of game. The game was developed using the Unity engine,
which by 2024 is one of the most popular in Ukraine.

As a result of the study, practical recommendations were developed for further
development and improvement of the game, including expansion of game content,
improvement of existing mechanics and active support of the player community.

Keywords: gamedev, action game, game character, Unity, development, game

industry.



[TEPEJIIK YMOBHUX ITO3HAYEHb

OOII — O6’ekTHO-OpiEHTOBAaHE MPOTPaMyBaHHS.

GameDev — Game development (3 anri. «Po3poOka irop»).

I'efimae — GameDev.

[Hpi-cTyisa — He3allexKHa CTYisl.

["eitmriieit — irpoBHii mporiec.

KoHnTteHT — iHpOpMAIIis, sika HarrpaBjeHa Ha KIHIIEBUX KOPUCTYBAUiB UM ayAUTOPIIO.

[IK — IlepcoHaibHUI KOMIT FOTEP
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BCTVII

IrpoBa ingycTpis — 11e cdepa, siKa CrenianizyeThCcsl Ha CTBOPEHHI Ta po3po0Ili Ta
BIIPOBA/DKCHHI irop. Bona 30upae pazoM TBOpuMX (axiBIIB — pPO3POOHUKIB,
U3aiHepiB, XyJ0KHUKIB, IPOTPaMICTIB Ta 6araThOX 1HIIUX, SKi CHUIHHO MPAIIOIOTh
HaJ[ CTBOPEHHSM IIIKaBUX Ta 3aXOIUTIOIYMX irop mis rpaBiiB. L{g cdepa Brirouae B
ceOe pPI3HOMAaHITHI TUIH 1rop, Taki K KOMITIOTEPHI 1IrpH, KOHCOJBHI 1rpyU, MOOLIBHI
irpu, OHJIAWH-ITPH Ta IrpH AJI BIpTyalbHOI peanbHOCTI. Po3poOka Bifeoirop notpedye
MO€EIHAHHS KPEAaTUBHOCT1, TEXHIYHUX 3HAHb 1 CIIUIBHOI POOOTH KOMaH/IH.

IrpoBa 1HIYCTpis € HAA3BUYANHO MOIYJSIPHOIO Ta Ma€ MIUPOKY ayIUTOPII0
rpaBUiB MO BChOMY CBITY. Irpu cTaroTh 3aco00M po3Bar, CHPUSIOTH coliam3anli Ta
JT03BOJISIIOTH BTLTIOBAaTH (haHTasii. Bonu OyBaroTh Becesi, 3aX0IUTI0I0UM, HAaBYAIbHUMHU
ab0 MOXYTh BUKIMKAaTH pi3HOMaHITHI emouli. Kpim Toro, irpoBa iHAycCTpis Mae
3HAYHUN €KOHOMIYHMI BIUIMB. BoHa cTBOproe poOoul Micls, IPUHOCUThH JOXI1JA Bij
MPOJIAXKy IrOp Ta MOCIYT, 1 CIIPUsiE€ PO3BUTKY TEXHOJIOT1H. baraTto kommnaHii 3any4atoTh
1HBECTHULII /ISl CTBOPEHHSI HOBHUX 1rOp Ta IHHOBaLUIMHUX po3poOokK. IrpoBa iHAayCTpIs
MOCTIIHO 3MIHIOETHCS Ta PO3BUBAETHCS, BIPOBAIKYIOYH HOBI TEXHOJIOTIi, TPEHIU Ta
i71ei. BoHa cTana HeBil’€MHOIO YaCTHHOK CYYaCHOI KyJbTYpH Ta Mefia 1 MPOJOBKYE
pajyBaTy rpaBlliB HOBUMHU ITPOBUMH BUTBOPAMH.

Tema pmumiomMHOoi poGotm  «JlochmimKeHHS OCOOJIMBOCTEH  TEXHOJIOTIH
nporpamMHoi peaiizanii ek rpu "Castle Transylvania™» € akTyanabHOMO 13 ASKIIBKOX
IIPUYXH, HaBeaeMo ix. Lle:

® CTPIMKHUI PO3BUTOK IFPOBOI IHYCTPIi;

e mnonyJsipHicTh ABUryHa Unity;

® IHMPOKA PO3MOBCIOIKEHICTh Ta aKTyaIbHICTH 1TOD;
e peaizallisl yHIKaJbHOTO 1HTEpPECy;

e TelMIUICH Ta B3a€MOJIIA.

3 PO3BUTKOM TEXHOJIOTIH ITpU CTaIu HACIIPaB/i aKTyaJbHUMHU B HAIIIOMY CBITI.
Bonu momomararoTh 3HATH CTpEC, MOKPAIIyIOTh HACTPid 1 JO3BOJIAIOTH MPOBECTH

JESKUI Jac 3 HACOJIOAO0, BUAaTh MPUIMATH ONTUMAJIbHI pilieHHs. barato cydacHux
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Irop MIATPUMYIOTH MYJBTUIUICEPHUN PpEXUM, 110 Jla€ TPaBLSIM MOXJIUBICTh
CHJIKYBAaTHUCS, CIIBIPAIOBAaTH a00 3MaraTUCs OJIUH 3 OJTHUM.

Le BiAKpUBa€E MIUPOKI MOKIUBOCTI JUISI COIIAJIbHOT B3a€MO/IIT Ta CIIJIKYBaHHS 3
IHITUMH TPABIFIMH 3 YChOTO CBITY. KpiM Toro, neski irpu CHpHUAIOTH PO3BUTKY
pPO3YMOBHUX, JIOTIYHMX Ta CTPaTEriuHUX HABUYOK. I[HAYCTpis 1rop MOCTIHHO
PO3BUBAETHCSI Ta BIPOBAIKYE HOBI TEXHOJOTII, Taki sIK BIpTyaJibHa pEaTbHICTb,
JIOTIOBHEHA PEAJIbHICTh, IITYYHUM 1HTENIEKT Ta iHII. Irpu cTaroTh miatgopMoro s
BIIPOBAKEHHSI Ta BUIIPOOYBaHH HOBATOPCHKHX 11€H Ta TEXHOJIOTIH.

CTBOpeHHS YHIKaIBHOTO 1HTEP(ENCY € CBOEPITHOIO 1HHOBAIIIEID Ta BHECKOM Y
rajiy3b irpoBOi 1HIYCTpii, HOBHUX 1JIed Ta HOBOTO JMXaHHA Y PO3yMiHHI 1HTepdeiicy
KOpHCTYyBaya.

['pa po3pobiise yHiKanbHI ClieHapii IpU, 3aCTOCOBYIOYH OCOOJIMBI MEXaHIKH Ta
CHUIKYBaHHS M rpaBisMU. Lle popMye HEMOBTOPHI Bpa)KEHHS Ta 3HAYHO MIABUIILYE
3aJI0BOJICHHSI BiJ] IpOBOTO MPOLIECY.

Meroro kBamidikariiiHoi poOOTH € JOCIIKEHHS OCOOJMBOCTEH TEXHOJIOTIH
MpOTrpaMHOI peatizallii eKIrH rpu i Ha3Bow «Castle Transylvaniay, 3 yHIKaTbHUMU
ITPOBUMH MEXaHIKaMH.

OcCHOBHMMU 3aBAaHHAMU KBani(ikaiiitHoi poOoTH €:

® JIOCIIJDKCHHS TeHM-1HIyCTPii;
® aHaJi3 ICHYIOYMX ITOP-KOHKYPEHTIB;
® BHU3HAYEHHS NPOrpaMHOro 3a0e3MeueHHs AJid PO3pOOKM Ta OOIPYHTYBAHHS
oOpaHux 3aco0iB peaiizailii rpy,
e BuUOIp Ta OOTPYHTYBaHHS NapaJUTrMHU TPOTPaMyBaHHS I IPOCKTYBAHHS;
® [IOCTaHOBKA TEXHIYHOTO 3aBJaHHS;
® CTBOPEHHS IIPOTrpamu I'pH, ii OIKUC.
O0’€eKTOM JTOCIHTIIKEHHS €: TEXHOJIOT1i pO3pOOKH E€KIITH irop.
[Ipenmerom pocnikeHHs €: po3podka rpu «Castle Transylvaniay, Ha
irpoBomy ABuryHi Unity 3 00’ eTHaHHSM >KaHpPIB eKIH Ta roguelike.
VY kBamidikamiitHid po6oTi OyiM BUKOPUCTAHHI TakKi METOAM JOCIIKEHHS:

METO/] y3arajJbHEeHHsI, METOJl aHaII3y Ta CHHTE3Y, METOJ] aHaJIOT1i, ONMCOBUI METO/.
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VY pesynbrari BUKOHaHHS KBamiikaiiiiHoi poOOTH OynM  MATBEPIKEHHI
HACTYIIHI pe3yJbTaTH HaBYaHHS, SKI BIANOBIJIAIOTh OCBITHIA mporpami 122
«Komm’totepHi HayKn»:

e 37aTHICTH M0 JIOTIYHOTO MHUCJICHHS, MOOYJOBH JIOTIYHUX BHCHOBKIB,
BUKOPUCTAaHHA (OpMaIbHUX MOB 1 MOJCIECH aJIrOPUTMIYHMX  OOYHMCIICHb,
MIPOCKTYBaHHS, pO3pOOJIEHHS 1 aHAI3y aJITOPUTMIB, OIIHIOBAHHS iX €()eKTUBHOCTI Ta
CKJIQJIHOCTI, PO3B’SI3HOCTI Ta HEPO3B’SI3HOCTI AJITOPUTMIYHUX TIpoOJIeM JJIs
aJICKBaTHOTO MOJICTIIOBAHHS TMPEAMETHUX 00JlacTed 1 CTBOPEHHS MPOTpaMHUX Ta
iH(popmaliiinux cucteM. [IpoekTyBaTu, po3poOJSATH Ta aHaIi3yBaTH aJIrOPUTMU
pO3B’s3aHHST OOYMCIIOBAJIBHUX Ta JIOTIYHHUX 3aja4, OIHIOBATH €(EKTUBHICTH Ta
CKJIAIHICTb.

e 3acTOCYBAaTH 3HAaHHSI OCHOBHHMX (OpPM 1 3aKOHIB aOCTPaKTHO-JIOTIYHOTO
MUCJICHHSI, OCHOB METOJIOJIOT1i HAayKOBOTO Mi3HAHHS, (OPM 1 METOMIB BUIYYEHHS,
aHamizy, oOpoOku Ta CUHTE3y 1HpOpMaIlli B MpeAMETHI1H 00JaCTI KOMIT FOTEPHUX HAYK.

e Po3pobnaTu mporpaMHi MOJEdl NPEIMETHUX CEPEeIOBHIL, BUOUpATH
napajurMy MporpamMyBaHHS 3 TO3UIINA 3pY4YHOCTI Ta SIKOCTI 3aCTOCYBaHHS JJisi
peainizalii METOAIB Ta aAJITOPUTMIB PO3B’sI3aHHS 33/1a4 B rajly3l KOMI IOTEPHUX HayK.

e 3actocoByBatu 3HaHHS Meroaosorii Ta CASE-3aco0iB mnpoekTyBaHHS
CKJIQJIHUX CHUCTEM, METOJIB CTPYKTYPHOTO aHAJ3y CUCTEM, 00’€KTHO OpI€HTOBAHOI
METO/I0JIOTIT MPOEKTYBaHHS MIPU pO3pOoOLI 1 JOCIIIKEHHI.

KBanigikariiiiina pobota ckiaiaerbcs 31 BCTYIy, TPbOX PO3/LIIB, BUCHOBKIB,
NepeIliKy BUKOPUCTAHUX JHKEpe, 1o MICTUTh 41 mxepen, 1oaaTky Ha 22 CTOpIHKaXx.
Kpamidikarmiitna po6oty wmictuth 18 puCyHKIB, 3araibHa KUIBKICTH CTOPIHOK —

53 cTOpiHKH.



PO3/ILJT 1 AHAJII3 IIPEAMETHOI OBJIACTI

1.1 AHnani3 puHKY irop

PuHok irop € ofiHUM 3 HalAMHAMIYHIIIMX 1 HAUTPHOYTKOBIIIMX CErMEHTIB
1HAyCTpii po3Bar. 3aBASKH MOCTIHHOMY TEXHOJOTIYHOMY MPOTPECY Ta 3MIHIOIOYHCH
CIIO’KMBYMM YIIOJ00aHHSM, PUHOK 1TOp JEMOHCTPYE 3HAYHUM PICT 1 PI3HOMAHITHICTD.
3a MaHMMH aHANITUYHUX KOMIIaHIM, r100anmbHUN pUHOK Bimeoirop y 2023 pori
omiHioBaBcs npuoimu3Ho B 180 wminbsipaiB gonapiB CIIA. OudikyeTbesi, 10 10
2026 poky 1eW moka3HUK 3pocTte 10 ToHad 250 MUIbApAIB J01apiB, 3aBASKH
30UTBIIEHHIO KIJIBKOCTI I'PaBLiB, PO3BUTKY MOOUIBHUX IJIATHOPM Ta PO3MIUPEHHIO
BILJIMBY HOBUX TEXHOJIOT1H, TAKUX K BIPTyaJibHA Ta JOIOBHEHA PEATBHHICTb.

PuHOK irop Mo>XHa PO3IIUTH HA JEKUJIbKA OCHOBHUX CETMEHTIB: MOOUIbHI
irpu, KoHconbHI irpu, [TK-irpu, irpu st VR/AR Tta ki6epcniopT. Haitbinbmmii cerMeHT
3a 00CSITOM JTOXOIB BKJIIOYA€E irpu s cMapTdoHiB Ta TuiaHiieTiB. KoHCOMbHI irpu
opieHTOBaH1 Ha Taki ruatdopmu, sk PlayStation, Xbox ta Nintendo, a IIK-irpu
BKJIFOYAIOTH SIK BUCOKOSKICHI TpadiuHi MPOeKTH, Tak 1 iHai-irpu. Irpu mist VR/AR, o
CTalOTh BCE OUIBII MOMYJIIPHUMHU, NPOIMOHYIOTH HOBUH pIBEHb 3aHYPEHHS B IpY.
Kibepcnopt, opranizoBaHi 3MaraHHs 3 BiICOIrOp, MPUBAOIIOE BEJIUKY ayJIUTOPIIO Ta
1HBeCTOPiB. MOOUIBHI ITPH MIPOJOBKYIOTH JEMOHCTPYBATH HANIIBUAIIL TEMITH POCTY
3aBISKH JIOCTYITHOCTI CMapT(oOHIB Ta MOCTIMHOMY IMOKPAIIEHHIO i1X TEXHIYHUX
XapaKTEPUCTHK.

TexHosorii BIpTyaJlbHOI Ta JOMOBHEHOI PEaJbHOCTI CTAIOTh BCE O1LIBII
JOCTYMTHAMH Ta TOMYJSIPHUMH, TPOTIOHYIOYM HOBUW PiBE€Hb 3aHYpEHHS B TPy, IIO
MIPUBAOITIOE SIK PO3POOHUKIB, Tak 1 rpaBIliB. KibepcmopT nepeTBopuBCs Ha TII00aTbHAN
(dbeHomeH 3 6araToMiJIbHOHHUMU ayAUTOPISIMU Ta 3HAYHUMU IPOLIOBUMHU MPU3aMHU, IO
CIpHSIE PO3BUTKY HOBUX ITPOBUX KaHPIB Ta miaTopm [uist TpaHcsLii, Taki gk Twitch
ta YouTube Gaming. Irpu 3 comianbHUMH acCTIEeKTaMH, A€ TPABII MOXYTh B3aEMOIISITH
OJIMH 3 OJTHUM Y peaJlbHOMY Yaci, Ha0yBaroTh Bce OUIbII01 monyispHocTi. Lle Bkitouae

B ce0Oe SIK BEJIMKI MyJIbTUIUICEPHI OHJIAWH ITPH, TAK 1 ITPH 3 KOOTIEPATUBHUM PEKUMOM.
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J10 OCHOBHUX TpaBIliB PUHKY HaJIeKaTh BEJMKI BUJIABII Ta PO3POOHUKHU, TaKi
ak Tencent, Sony Interactive Entertainment, Microsoft, Nintendo Ta Activision
Blizzard. Tencent € Haif01IBIIIOIO y CBITI IPOBOIO KOMITAHI€IO 32 I0XOAaMHU, BITOMOIO
3aBasikd TakuM irpaMm, sk Honor of Kings ta PUBG Mobile. Sony Interactive
Entertainment, BugaBenp Ta BupoOHuUK PlayStation, Bimoma Takumu xitamu, sik The
Last of Us ta God of War. Microsoft, BumaBenb Ta BUpOOHHK XbOX, BOJOIE
dbpanmmzamu Halo ta Minecraft. Nintendo Bimoma cBOIMM yHIKaJIBbHUMHU ITPOBUMU
cepisimu, Takumu sk Mario, Zelda ta Pokémon. Activision Blizzard € BumaBiiem
nonyJisipHux cepiit, Takux sik Call of Duty Ta World of Warcraft.

OdiKyeTbCsl, 10 PHUHOK BIACOITOP MPOJOBXHUTh CBOE 3pPOCTaHHS,
MIITPUMYIOUM HOBI TEXHOJIOT1I Ta MOJI€JIl MOHETH3allli, TaKl K MIAMUCKU Ta XMapHi
irpu. KpiM TOro, po3BUTOK IMITYYHOTO IHTENEKTY Ta MAIIMHHOTO HABYaHHS MOXKE
BIJIKDUTH HOB1 TOPU30HTH JIJIsl CTBOPEHHS OLIIBII IHTEPAKTUBHUX Ta IEPCOHAII30BAHUX
IrPOBUX JTOCHTIIB.

PuHOK 1rop 3HaXOJIUTHCA HA MKy CBOTO PO3BHUTKY, JEMOHCTPYIOUHU CTiiiKe
3pocTaHHsl Ta 1HHOBaWli. [l ycmimHOro (yHKIIOHYBaHHS Ha I[bOMY PHUHKY
HEOOX1THO BPaxOBYBaTH Cy4YacHI TEHJICHIIII Ta IHBECTYBaTH B HOBI TE€XHOJOTIi, 1100
3aJUIIATHCS KOHKYPEHTOCIIPOMOXKHUMU. [HyCTpist irop BIUTMBAE Ha MIMPOKHIA CIIEKTP
IHIIUX Tandy3ed, BKIIOYAIOYM amnapaTHe 3a0e3MeueHHs, MporpaMHe 3a0e3IeueHHs,
MEpEeKeB1 TEXHOJIOT1I Ta HAaBITh KYJbTYPY 1 CYCHIILCTBO B IijIoMy. IrpoBi miatdopmu
MPOJOBXKYIOTh THTErpyBaTH COI[laIbHI MEPEXI Ta CEPBICU CTPIMIHTY, IO CIpPHUSE
MOJAJIBIIIOMY 3POCTaHHIO B3a€MOIii MK TPABIIMU Ta CIIOCTEpiradyamu.

3 ormsiy Ha TEHEHIIIT 3pOCTaHHS KUIBKOCTI MOOUIBHUX MPUCTPOIB, MOITUPEHHS
HIBUKICHOTO THTEPHETY Ta PO3BUTOK XMAPHUX TEXHOJIOT1M, MOKHA OYIKYBaTH, L0
HOBI (OpMH IrPOBHUX JOCTIAIB CTaHYTh JOCTYOHUMH JJis IIUPIIOTO KOJIa
kopuctyBauiB. Lle, y cBOIO depry, Moxke MPU3BECTH 10 3MiHM Oi3HEC-MOJeINEeH, /e
dokyc Oyzne 3poOieHO Ha MiANUCKH, irpu gk ceppic (GaaS) Ta iHImI cnocobu
MOHETH3I1ii, sIKI MPOTIOHYIOTh CTIMKIMIUN MOTIK TOXOAIB MOPIBHSHO 3 TPAIUIIHHUMU

OJHOPA30BHUMH IMOKYIIKAMH.
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PO3BUTOK IITYYHOTO IHTEJIEKTY Ta MATMHHOTO HABYAHHS TaKOXX BIJIKPUBA€E HOBI
MOXJIMBOCTI JUIsl 1HAYCTpii. BoHM MOXYTh OyTH BUKOPUCTAHI JJISI CTBOPEHHS O1IBII
peaNliCTUYHHX Ta aJalTHBHUX ITPOBHUX MEPCOHAXKIB, IEPCOHANI30BAHUX CIOKETIB, 110
pearyroTh Ha Jiii IpaBIis, Ta HaBITh JIJIsl aBTOMATH3AIlll AESIKUX aCIIeKTiB pO3pOOKH 1rop.
Taxi iHHOBAIT MOXKYTh 3HAYHO MIJBUIIUTU AKICTh ITPOBOTO JTOCBIAY Ta MpUBAOUTH
HOBHX T'PaBIIiB.

Kpim Toro, iHayCTpis irop Biirpae BaXJIMUBY poJib Y KyJIbTYpHOMY OOMiH1 Ta
dbopMyBaHHI Cy4aCHUX CYCIUIBHUX TEHACHIW. Irpm cramm HE mume cmocodooMm
po3Baru, aje i 1HCTPYMEHTOM HaBUYaHHs, COIlianizalii Ta BUPAKEHHS KyJIbTYpPHHUX
1iHHOCTEH. Ile poOUTh PUHOK Irop BaXKJIMBUM €JIEMEHTOM TJI00QIbHOT €eKOHOMIKH Ta
KYJbTYpH, 110 TIPOJIOBXKYE €BOJIOIIOHYBATH Ta aJanTyBaTUCS JO HOBUX BUKIIMKIB 1

MO>KJIUBOCTEMN.

1.2 Onwuc po3sutky Game Development

Po3Butok Game Development, abo po3poOku Bimeoirop, mae Oarary i
PI3HOMaHITHY 1CTOPIIO, sIKa OXOIUTIOE KUTbKa JECATWIITh. BUTOKM BiZ€OIrop cAraroTh
1950-x pokiB, KoM Tepiri irpu OyJd CTBOpPEHI Ha KOMITHOTEpax sl HAyKOBUX 1
BilickkoBUX nociimkens [1]. Hanpuknaa, rpa OXO (1952), crBopena Osekcanipom
Hyrnacom mis komn'torepa EDSAC, 6yna cumyssiiero XpecTHuKiB-HyIuKiB. Tennis for
Two (1958), po3pobaena BinbsiMoM ['iriH60TamMoM, BBa)Ka€ThCsl OJHIEIO 3 TEPIIUX
1Top AJIg pO3Bar, sika BUKOPHUCTOBYBaJa aHAJIOTOBHI KOMIT'TOTED.

Hactynuuii nepios 3HaMeHyBaBCsl CTPIMKHM PO3BUTKOM apKajgHuXx irop. Y 1972
poii kommanisi Atari Bunyctuna Pong, ska crana Haa3zBuyaiHO nonyJisipHoro. Lleit
yCHiX BIIKpHUB JOPOTY VISl 1HIIUX apKaJHUX XITiB, Takux sk Space Invaders (1978) 1
Pac-Man (1980) [2]. 3'sBuutncs nepiini JoMaIHi KOHCo, Taki sk Magnavox Odyssey
1 Atari 2600, 1110 JT03BOJIMJIO TPABISIM IpaTH BIOMA.

3 po3ButkoMm nomariHix komm'rotepiB (Commodore 64, ZX Spectrum, Amiga) i

koHcoJielt (Nintendo Entertainment System (NES), Sega Genesis) Bieoirpu cTaiu e
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JOCTYMHIIUMH. Y 11e¥ yac 3'SBUIUCS TakKi KyJbTOBI IrpH, sik Super Mario Bros (1985),
The Legend of Zeld (1986) i Sonic the Hedgehog (1991) [3-4].

[lepexig no tpuBuMipHOi rpadiku B cepeanni 1990-x pokiB BiAKpPHUB HOBI
MOXJIMBOCTI Il reiMiuiero Ta ausaiiHy. Doom (1993) ta Quake (1996) Bin id
Software cTaim OCHOBOIOJIOKHUKAMH >KaHPY IIyTEepiB BiA MepIioi ocoOu. Sony
PlayStation, Bunymena B 1994 porri, i Nintendo 64 (1996) Bu3Hauniv HOBH CTaHIAPT
SIKOCTI U151 KOHCoJiei. Po3poOka irop craiia O1JIbII CKJIaHOIO Ta 3aTpaTHOIO [5].

Y 2000-x pokax IHTEpHET CTaB BaXKJIMBOIO YAaCTUHOIO TeWMIuiero. Macosi
OaratokopucTyBaibki omnaH-irpy (MMORPG) Taki, sk World of Warcraft (2004),
3100y MUTBHOHU I'PABIIiB 11O BChoMY CBITYy. KoHcoJi choMoro nmokominus (Xbox 360,
PlayStation 3) ctanu mynbTuMeniiHUMEU LIeHTpaMu. ColliaibHI MEpekKi Ta MOOUIbHI
1aTOpMHU Ay MOIITOBX JI0 MOSIBU HOBUX >KaHPIB Ta O13HEC-MojIeIeH, HAIPUKIIa,
free-to-play irop [6].

CyuacHuil eTan po3BUTKY BIJI€OITOP XapaKTEPU3YETHCS PO3BUTKOM BIPTyaJbHOI
peansHOCTI (VR) 1 nomoBHeHOi peanbHOCTI (AR), 3pocTaHHSIM MOMyISIPHOCTI 1HIII-
1rop, po3BUTKOM cTpiMiHroBux ceppiciB (Twitch, YouTube Gaming) Ta nnatgpopm asns
udporoi quctpuodyiii (Steam, Epic Games Store) [7]. IrpoBa iHxycTpist cTaja ofHi€r0
3 HAWUMPUOYTKOBIIINX Taly3eil po3Bar y CBITI.

CyyacHl irpu BUKOPHUCTOBYIOTh IEpPEIOBI TEXHOJOTIi, Takl SIK TpacyBaHHS
MPOMEHIB (ray tracing) i peanicTUYHOl Tpadiku, MTYYHUN IHTEIEKT I CKIaIHUX
NPC, Tta moTyxHi (i3ndHi ABHKKHU IS peaicTUIHOI cumyJisiiii cBiTy [8]. Po3poOka
Irop Temep BHUMArae CIHiBIpall BeJIMKUX KOMaHJ, BKIIOYAIOYM MPOTPAMICTIB,
XYJI0KHUKIB, TM3aHEPIB 1 TECTYBAJILHUKIB.

Takox y Toil yac MOO1JIBbHI ITpH, X04a 1 ICHYBaJIM BKE JaBHO, BUMIILIN HA HOBUM
piBerb y 2008 poiri 3 MmosiBOIO Tepmioro MarasuHy noaatkiB (App Store). Koxxen
BJIACHUK cMapT¢OHa 3MIHUB CBOT 3BUYKH, TTOYABIIIN aKTUBHO 3aBaHTAKyBaTH MOOLIIbHI
noaatku [9]. HarinomysipHiroro rporo y 2023 porii ctara Honkai Star Rail, Bunymiena
y Tomy porii. Kuraiicbka kommanis MiHOY0, sika Oyina 3acHoBana y 2012 porii, crana
BIJIOMOI0 CBOIMHM YCIHIIIHMUMH MPOEKTaMU Yy kaHpax sk ekmH-RPG, Ttak 1

KapAKoJIeKminHux irop. OmHuM 3 iX HaiBigoMmimux TBOpiHb € Genshin Impact, ska
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cTaja TOMYJISIPHOIO SK Ha a3laTChbKUX, TaK 1 Ha 3axigHomy puHkax. B 2023 pomi
miHoYo Bunyctuiau mie oauH riodansHuii xiT — Honkai Star Rail, sxuii craB e
OUTBIIMM YCHIXOM 1 OTpUMAaB YMCIICHHI Haropoau. KoMmaHis BiioMa CBO€IO yBaroro
0 AeTaneil y reMmau3aiiHi, BiIMIHHOIO rpadikoi Ta Bpa)karouokr MacIHITaOHICTIO
cBoix irop. miHoYo akTUBHO pO3BUBAETHCS K MDKHApOJIHA KOMIIAHIA,
30CEPEKYIOUUCH Ha TOMY, III00 CTBOPIOBATH ITPH, SIKI MPUBEPTAIOTH FPABIIIB 3 YCHOTO
ceity [10].

3 mosBo0 IHTEpHETY 3'IBUIMCS YHCIEHHI ITpH, SKI CTad HAA3BUYANHHO
MOMYJIIPHUMU 1 3yMUIN 3ally4YUTH MIJIBHOHM T'PaBIiB MO0 BChbOMY CBITY. Cepen HHUX
MOKHA BUJUIMTH KIUJIbKAa KaTEropid Ta OKPEMHUX MPOEKTIB, IO CTajlu CIPaBXKHIMU
dbenomenamu cBoei enoxu. bpaysepHni irpu, Taki sik Neopets (1999), ogna 3 neprmx
Opay3epHuX 1rop, sika J103BOJIsiIa TPaBLSAM JIOTJISAIATH 32 BIPTyaIbHUMH JIOMAITHIMU
TBapMHAMH, BUKOHYBaTH 3aBJIaHHA Ta OpaTW ydacTb y MiHI-Irpax, MIBUAKO cTaja
nomnyJisipHOIO cepea AiTel Ta miamiTkiB. RuneScape (2001), 6ararokopucTyBanbka
POJIbOBA OHJIAHH-TPA, T03BOJIsIA TPABIISIM JJOCIIIKYBATH BIIKPUTHM CBIT, BAKOHYBATH
3aB/IaHHS Ta OOPOTHUCS 3 MOHCTpaMH. 3aBASKH CBOIH JOCTYITHOCTI Ta 0araTorpaHHoCTI,
RuneScape npuBabuiia BequKy KiIbKicTh TpaBiiis [11].

Takum YuHOM, ICTOpis PO3pOOKM BiA€OIrop — 1€ ICTOpis I1HHOBAUId Ta
KpPEaTUBHOCTI, sIKa MEPETBOPUIIACS 3 HEBEIMKOI HIlll Ha rjao0aibHy 1HIYCTPIiIO, 10
IPOJOBKY€E PO3BUBATHUCS 1 BIUIUBATU HA CYyYacHY KyJbTYpy.

SIKIo TOBOPUTH MPO CUTyalil0 B YKpaiHi, TO 3TIHO 3 JaHUMH KOMIIaHIi
UNIT.City na 2023 pik, HAWMOMYJISPHIIIO TUIATGOPMOIO 1Tt po3poOkH irop € Unity
—69%. lllono xaHpiB, po3poOHUKH HaltuacTie BuOuparoTh Action —40% 1 Adventure
— 42%. Illomo MOOUTBHHMX 1rop, TYT MOMYJISIPHICTH IUIATGOPM MPEJCTaBIICHA TaK:
Android (82%) ta i10S (79%) [12].

Crorogni YkpaiHa € JOMOM ISl YUCIICHHUX ITPOBUX CTYAiH, BiJ] BETUKHUX
KOMITaHIi 10 He3aJeXHHX 1HA1-po3poOHukiB. KuiB, XapkiB, JIbBiB Ta Opeca €
rojoBHUMHU TieHTpamu GameDev B kpaiHi. YKpaiHCbKI PO3POOHHKH aKTHBHO
MPAaIOI0Th Y PI3HUX XKaHpax, BiJ MOOUIbHUX 1rop A0 BeauKux AAA npoekTiB. OJiHi€l0

3 OCTaHHIX 3HayHUX Tonii ctano orojomenHs GSC Game World npo po3poOky



14

"S.T.A.L.K.E.R. 2", 110 cTajio O4YiIKYBaHOIO MOJI€I0 JUIsl IaHyBaJbHUKIB cepii. [Hii
ycriiHi npoekTy BKItouaroTh "Sherlock Holmes" Big Frogwares, "Metro Exodus" Bif
4A Games Tta "Cossacks 3" Bimx GSC Game World. 3okpema, 3 moYaTKoMm
MOBHOMACIITAOHOTO BTOPIHEHHS, YKPaiHChKI PO3POOHUKHA AKTUBHO MIATPUMYIOThH
3CY.

VY cnucok MpoBiAHUX KOMMaHii B YKpaini Ha 2023 pik yBIMIIIM Taki KOMIIaHii,
sk Ubisoft, Playrix, Plarium Ta Room 8 Group [13]. ¥V Takux cTymisx komaHia B
OCHOBHOMY pO3JUISETbCS HAa TPU TPYNH: TEXHIYHI CHELIATICTH, XYyJO0XHHUKH Ta
izeonoru npoekty [14].

Kaptuna GameDev cnerianizaliii MOxHa T00a4yuTH Ha pUCyHKY 1.1:

o o ,D ». () o m 99900

i PR ¥y YYYYY
[ o ) o0 o0 )
Y Y ¥ YY Y Y

nporpamicTi § incrpymentie i nporpamict XYROXHVUKA B XyAOXHWK
o090 ®e [i“i [m o900 >
ey " YyYYY Y

rpaMi ""°‘°°'° xyno m(u avimatopu Jl iHTepoec

Pucynox 1.1 — KapTtuna reiimaeBy

[lepmra rpyma ckiafaeThes 3 MPOrpamicTiB, BEO-pO3POOHHKIB, pO3POOHUKIB IJIs
MOOUIBHUX TPUCTPOIB, CUCTEMHUX aJMIHICTPATOPIB, aIMIHICTPATOPiB 0a3 JaHHUX Ta
iHmmx (paxiBmiB. [le HaOITBIIT BUCOKOOIITIAYYBaHa YaCTHHA KOMAaH/IH, SIKa BiAMOBIIa€e
3a BCIO TEXHIYHY CKJIa/I0BY T'PH.

Hpyra rpymna o6'enHye (haxiBIiiB, K1 BIAMOBIAAIOTH 3a BI3yaJIbHY CKJIQJIOBY I'PU:
3D-monenepiB, aHiMaTOpiB, UTIOCTpATOpiB Ta au3aiiHepiB. IlodaTkoBuii BHECOK
TU3afHEpIB y TMPOIeC PO3pOOKH Habarato BaKJIMBIMIMKA, HIXK y OLIBIIOCTI 1HIITUX
Y4aCHUKIB KOMaH/IH.

Tpetst rpyna cki1aiaeThes 3 11€0JI0T1B, AKi pO3POOIIIIOTH KOHIEMITIO 1 KEPYIOTh

YCI€I0 PO3POOKOIO: TeiM-AN3aliHEPiB Ta MIPOIOCEPIB.
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1.3 Po3BUTOK 1HII-CTY/IIM Ta CAaMOCTIHHOT PO3pPOOKHU

Po3BuTOoK 1HII-CTYIIA Ta CaMOCTIHHOI pO3pOOKH B ITPOBIM 1HAYCTpii CTaB
00'eKTOM yBaru st 6aratboxX IOCTIAHMKIB Ta MPAKTUKIB y cydacHomy cBiTi. Llei
npoliec Bijoopaxae Tpanchopmailiro irpoBoi iHIyCTpii Ta pO3MKUPEHHS] MOXKIUBOCTEN
JUTSl TBOPYOCTI Ta MiMPUEMHUIITBA.

[Tepm 3a Bce, citijt 3a3HAYMATH, 10 1HAI-PO3POOHHUKY CTAIM 3HAYHUM TPaBIIEM Ha
PUHKY ITOp 3aBJSIKM JIOCTYIHOCTI THCTPYMEHTIB po3poOku, Takux sk Unity, Unreal
Engine, a Takoxx po3BUTKY IU(POBUX IUIATHOPM TMOLMIUPEHHS, SIKI JO3BOJISIIOTH
HE3aJIe)KHUM PO3POOHUKAM JIETKO PO3MOBCIOIKYBATH CBOI MPOIYKTH.

OmHuM 13 KIIIOUOBUX (HDaKTOPIB YCIIXY 1H/I-CTY11H € TXHS 3/1aTHICTh CTBOPIOBATH
VHIKQJIbBHUWA Ta OPUTIHAIBHUI KOHTEHT, SIKMM BIIPI3HAETHCS BiJ TpaauliiHux AAA-
npoekTiB. Lle mo3Bosisie iM mpuBepTaTH yBary rpaBIiB Ta 3aliMaTH BJACHY Hillly Ha
PHUHKY.

HanpsiMok caMOCTIiTHOT po3p0o0KH TakoX Ha0yBae Bce OUIBILOI MOMYJISIPHOCTI,
0cOOMMBO cepel  1HAI-pO3pOoOHUKIB. bararo crapTamiB Ta HEBEIMKHX CTYJIH
BUOMPAIOTh LUISIX CAMOCTIMHOI PO3POOKH 11 30€peKeHHs TBOPYOI BOJI Ta
HE3aJIE)KHOCTI B1J BEJIMKUX BUIABHHUIITB.

VY 1misioMy, pO3BUTOK IHJI-CTYAIM Ta CaMOCTIHHOI PO3pPOOKH BiJKpUBAE HOBI
MO>KJIMBOCTI [JIsl 1HHOBAllld Ta KpEaTHMBHOCTI B IrpoBid iHAycTpii. Bin copuse
pPO3MAiTTIO KOHTEHTY, IiIBUIIIEHHIO KOHKYPEHIIIT Ta 3a0e3nedye TpaBlsiM JTOCTYII J0
PI3HOMaHITHHX 1TOP, SIK1 33/I0BOJILHSIIOTH PISHOMAHITHI CMaKy Ta BIIOJAO0AHHS.

Taxox mosiBa mnatgopmu Steam, sika 3a0e3nedniia MOXIJIUBICTh OMIUPIOBATH
ITpH Ta IHIIMH KOHTEHT HE3aJeKHO BiJ BEMUKUX BUAABHUITB. lle mpu3Beno g0 Toro,
o y 2017 pomi OyB 3anmpoBakenuil Steam Direct, sKkuii CIPOCTUB MPOLIEC BUXOTY
irop Ha miargopmy [15].

Takox 3amyck Microsoft miTHROT mpomoaktiii y 2008 porri, mig gac sxoi Oyiu

npezcrasieHi irpu Braid Ta Super Meat Boy [16]. Ile Oyno meprmmM BumagkoM
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MIITPUMKHU 1HJ1-PO3POOHUKIB BiJI IJIOI KOHCOJBHOI IIaTGopMHU 1 Maja BEJIUKE
3HAYCHHS IS 1H/1-CETMEHTY.

BaxxuBy poiib y po3BUTKY 1HAI-IHAYCTpPil B YKpaiHi BiAirpaloTh JOKaJIbHI Ta
MiKkHapoaHi noaii, Taki sk GameDev Conference (GDC) B Kuesi, Lviv GameDev
Conference Ta iHmi 3yctpidui po3poOHuKiB. Ili 3axomm m03BONSAIOTH PO3POOHUKAM
OOMIHIOBATHCA JTOCBIOM, 3HAXOIUTH APTHEPIB 1 IHBECTOPIB, a TAKOXK MPE3ECHTYBATU
CBOI MPOEKTU MIMPOKIA ayautopii. [HAI-pO3pOOHMKH AKTUBHO BHUKOPHUCTOBYIOTH
miatdopmu kpayadanauary, Taki sk Kickstarter i Indiegogo, st ¢pinancyBaHHS CBOiX
npoekTiB. lle mo3Boisie im 30epirath TBOpYY HE3aJEXKHICTh Ta OTPUMYBATH
¢inancyBanus 0e3 mocepenuukiB [17]. Ludposi miardhopmu, Taki sk Steam, GOG,
itch.lo, HagalOTh MOXJIMBICTH IYyOJIKYBaTH IrpU O€3MOCEPENHbO, AO0CATAOYU
rJI00aJIbHOI ay IUTOPII.

He3Baxaroun Ha ycHoixu, I1HII-PO3POOHUKM B YKpaiHl CTUKAIOThCA 3
YUCJIEHHUMH BHUKJIWKAaMHU, TaKUMU SIK OoOMexkeHe (iHaHCyBaHHS, KOHKYPEHIlIS Ha
rJI00JIbHOMY PHUHKY Ta TeXHI4HI TpyaHouli. OJHaK, €HTy3la3M Ta KpeaTHUBHICTb
YKPaiHChKUX PO3pPOOHUKIB JO3BOJISIIOTH iM CTBOPIOBATH YHIKAJIbHI Ta I[IKaBl IPOEKTH,
[0 3HAXOMSTh CBOIX INIaHYBaJbHUKIB Y BChOMY CBITI. P0O3BUTOK iHmI-CTYIIH Ta
CaMOCTIHHOI pO3pOOKHU Bifeoirop B YKpaiHi € Ba)XJIMBOI YAaCTHMHOKO HalllOHAJIBHOI
irpoBoi 1HAYycTpli. He3anexHi po3poOHUMKHM Ta 1HAI-CTYIli JEMOHCTPYIOTh BHUCOKY
KpPEaTUBHICTh Ta IHHOBAIIIWHUHN MIAX1], CTBOPIOIOYH ITPH, 1110 3700yBalOTh BU3HAHHS
K Ha JIOKaJbHOMY, TaK 1 Ha MDKHAPOAHOMY piBHI. 3 PO3BUTKOM TEXHOJOTIH Ta
MIATPUMKOIO CIIUTBHOTH, YKPATHCHKI 1HI1-ITPH MAIOTh BC1 IIIAHCH TIPOJIOBXKYBATH CBOE
3pOCTaHHS Ta BIUIMBATH Ha TI100albHy 1HAYCTPIIO BiI€OITOP.

Takok € 1 TMOBHICTIO EKCHEpPUMEHTANIbHI Ta YHIKalbHI pimeHHs. JKaup
Roguelike, Ha 2023 pik, € qy’ke MOMYJISIPHUAM B CEPEIOBHIILI 1HIi-po3poOKu. Cam xKaHp
MOJKHA OTHCATH HACTYITHUMH TePMiHAMHU:

e BHMaAKOBa 200 MPOIEeypHA TeHEPAIlis PIBHIB;

® TIEPMAaHEHTHA CMEPTh (TOOTO, SKIIO TpaBeIb MOMEpP, TO MEepPEBAHTAKEHHS
PIBHS HEMOXJIHBE);

¢ I'pa MMOBMHHA IIOKA3YyBATHU NPOTHUCTOAHHSA I'paBUsl 3 CCPCAOBUIIICM.



17

3a OCTaHHE JECATWIITTS TEPMIH «IHJ1» TEpPecTaB acoOIIIOBATUCS 3 MPOCTUMU
iIrpaMu 1 Temep € CHHOHIMOM BHWHaXIJIMBOCTI B irpoBoMy sau3aitHi. Koncosi
OCTaHHBOT'O MOKOJTIHHS aKTUBHO MIATPUMYIOTh TaKi CTy/ii, BU3SHAIOUH iX MOTEHIIAM, 1
HaBiTh ICHYIOTb BHUNAQJAKW NpUAOAHHS 1HJI-KOMITAHIA BEJIMKUMH BHUIABISIMU.
Hampuknazn, Benuki kommanii, Taki sk Devolver Digital, mpomonytoTs ¢BOi pecypcu
JUI BUIABHUITBA Irop iHJi-po3poOHHMKiB. Ixmiii crmoram — «Devolver Digital
PEKOMEHy€E TIIbKM HAWBUIYKAHIII BiJ€OIrpU U1l BUTOHYEHOTO reiimMepa Ta Horo
BUTOHUEHOro cmaky» [18]. Kpim BumaBmiB, g0 cmiBmpami 3 iHJIi-KOMaHIaMH
3aITy4ar0ThCS TAKOXK PO3POOHUKH ITPOBUX JIBUTYHIB.

CranoM Ha 2023 pik MOKHA JIETKO 3aBaHTAKUTH ITPOBUM ABUTYH KOMEPIIIITHOTO
piBHS 1 MOYATH 3 HUM MpantoBaTu. [IpoTe, He3BaXkarouu Ha BCI 11 IEPEBAry, ICHYIOTb 1
HEOJTIKK 1Hai-po3poOku [19]. Hampukian, B3aemMois 3 ayIuTOpi€to Ta i 3aaydeHHS
3AJIMIIAETHCS BEITUKOIO MPOOJIEMOIO JIJIsl OUIBIIOCTI 1HI1-CTY1M, OCKUIBKM iM Ba)KKO

JIOHECTH CBO1 MPOEKTH JO LIJIbOBOI ayIUTOPIii IO BCbOMY CBITY.

1.4 CyuacHuii cTaH ekmH-poraiik irop y GameDev

CyuacHuii ctaH ekiIH poraiik irop y GameDev xapakTepusyeTbes 3p0CTat0v0k0
MOMYJISIPHICTIO 1OTO >KaHPY, HOr0 Pi3HOMAHITHICTIO Ta 1HHOBAIiMHICTIO. EximH
poraiik irpu, abo roguelike-exiHu, MoeAHYIOTh IHTEHCUBHHUI OOHOBHI TeWMILICH 3
eJIeMEHTaMH MPOIETYypPHOi TeHepallli piBHIB, MOCTIMHOK CMEPTIO MEPCOHAXKIB Ta iX
MMOBTOPHUM HapOJKCHHSM, a TaKOX 9acTo MicTATh eaeMeHTH RPG. Roguelike-exnau
HaOyJM  BEJMUKOI TOMYJSIPHOCTI  Cepell TpaBIliB 3aBASKA CBOiMl  BHUCOKIH
MOBTOPIOBAHOCTI Ta BUKIMWKY, KM BOHM MPOTNOHYIOTh. KoXHa HOBa cecisi Tpu
BIJIPI3HSIETHCS BIJ MOMEPEIHBOI 3aBMISIKU BUMAJAKOBINA TeHepallli, Mo poOUTh KOKEH
3a0ir yHikanbHuUM. [locTiiiHa cMepTh MepCOHaXKIB Ta HEOOX1HICTh MOYMHATH 3HOBY 3
CaMoro MOYaTKy CTHUMYJIIOE TPABIIiB MOKPAIyBaTh CBOT HABMYKH Ta CTPATETii.

OcTaHHIMH POKaMH K1JIbKa IrOp BOTO KaHPY 3100y BEIUKY MOIMYJISIPHICTh Ta
BU3HAHHS cepell KpUTHKIB. OHI€0 3 HAlOUIBII yeHimHUX y *aHpi crana Hades Bix

Supergiant Games, sika MO€AHY€E MBUIKUNA O0MOBUHN TelMITIEH 3 TITHOOKUM CIO’KETOM
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Ta 4yZ0BOIO rpadikoro. I'paBiii kepyroTh 3arpeem, CMHHOM AiJa, 1 HAMararoThbCsl BTEKTH
3 Mi3€MHOTO0 CBITY, JI0JIAI0YN YHCICHHUX BOPOTiB Ta 00ciB. IHIa momiTHa rpa - Dead
Cells Bim Motion Twin, sika mponoHye AMHAMIYHUH 00MOBHIA TEUMILICH 3 elIeMEHTaMu
METpOi[BaHii, /¢ TpaBll AOCIIKYIOTh BEJIUKUN, MPOIETyPHO 3reHEPOBAHMM CBIT,
30Mparody pecypcu Ta BAOCKOHATIOIOYH CBOTO NIEPCOHAXKA.

Cyugachi roguelike-eKIITHM TOCTIHHO BIOCKOHATIOIOTHCS, BKIIOYAIOYHM HOBI
MexaHiku Ta 1HHOBalii. OCHOBHUMH €JIEMEHTAMM 3aJMIIAIOTHCS MPOLEypHA
reHepartisi, MoCTiiiHa CMEPTh Ta PO3BUTOK MEPCOHAXKA Yepe3 30MpaHHs MPEIMETIB Ta
MOJIMIIEeHH 3/10HOCcTe. BojHouac, po3poOHUKM EKCIEPUMEHTYIOTh 3 HOBHUMU
MIJIX0/1aMH, TAKUMH SIK PO3rajy’KeHl CIO)KETH Ta IITMOOKI epcoHaxi, sk y Hades, ne
CIOXKET Ta TMEpPCOHaX1 pO3BUBAIOTHCS Yepe3 YHCIEHHI MPOXOKEHHS, T0/al0uu
IJIMOMHU Ta EMOIIIHOTO 3allydeHHs. [HTerpaiiisi 6araToKOpUCTYBAIIbKUX PEKUMIB, SIK
y Risk of Rain 2, nemoHcTpyeE, sIK KOOTIEpaTUBHUHN TeMIUIeH MOXe OyTH e()EeKTUBHO
BIPOBA/KEHUI y roguelike-ekiiHu, J103BOJISIIOYM TpaBLSAM CIIBOPALIOBATH IS
JIOCSITHEHHSI CIIUTbHOI MeTH. Bucoka sKiCTh Bi3yalibHOTO 0(OPMIICHHS Ta aHiIMaIlii, K
y Dead Cells ta Hades, poOuTh irpu npuBadMBuMH JUTs mupioi ayauropii [20-21].

[Tompu ycmixu, po3pooHuku roguelike-ekimHiB CTHKAIOTHCS 3 HU3KOK BUKIIHKIB.
30epexeHHs1 OallaHCy MIXK CKJIAJIHICTIO Ta 33JI0BOJICHHSIM B1J TPH, CTBOPEHHS HOBHX
MEXaHiK, 1110 He OyyTh MOBTOPIOBATU BXKE ICHYIOUI, Ta MIATPUMKA 1HTEPECY IPaBLIB
yepe3 YUCICHHI IPOXOHKEHHS — 11€ JIUIIe Jesiki 3 HuX. [IpoTe, 3 orsay Ha MOCTIHHMIMA
1HTEpeC 10 KaHpy Ta TBOPUMU MiaXiA po3poOHMKIB, roguelike-ekIHM MarOTh yci
IIIAHCH HA MOJAJIBIITUN PO3BUTOK 1 OMYJISPHICTb.

CyyacHuil ctaH ekiH poraiik irop y GameDev xapakTepu3yeTbcsi BUCOKOIO
MOMYJISIPHICTIO, PI3HOMAHITHICTIO T1IX0/T1B Ta IHHOBAIlIMHUMU MexaHikamu. Lleit xanp
MIPOJIOBXKY€E PO3BUBATHCS, MPOTIOHYIOUM TPABIIM YHIKabHI Ta 3aXOTUTIOIOYl 1TPOBi
JOCBIIU. 31 3POCTAHHSAM TEXHOJIOTTYHUX MOXKJIMBOCTEH Ta TBOPUOIO MOTEHIIATY
PO3pOOHUKIB, €KILH pOrajik irpu MalwTh BEJIUKI IMEPCHEKTHMBUM Ha MalOyTHE B

IHAYCTpii BiA€OIrop.

1.5 Anani3 iCHyl0YMX KOHKYPEHTIB €KIIH-1Top
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HaiinonynspHhimioro acoiiaiiero Mmoxe 0ytu, rpa Vampire Survivors. CTBopeHa
KoMItaniero Poncle, BoHa 3aBoroBajia cepiisi TPABI(IB CBOEIO YHIKATBLHOIO CYMIIIIIIIO
ekiHy Ta roguelike enemenTiB [22]. V 1iil rpl BU ONUHSIETECS B )KOPCTOKOMY CBITI, /i€
KOKEH KyTOK 3arpoXy€ BaMIIipaMH Ta IHITUMH HeOe3neuHnMu 3arpo3amu. Baia meta
- BIDKUTH SIKHAWO1IbIIE 4acy, MPOTUCTOSAIOUM OE3MEepepBHUM XBUJISIM BOPOTIB Ta
HaOUparO4M pecypcu s MOJIIMIIESHHS Ballloro 00IalHAHHS Ta HABUYOK.

I'pa Bpaxkae Pi3HOMAHITTSAM IMEPCOHAXIB, KOKEH 3 SIKUX MA€ CBOI YHIKaIbHI
HaBUYKHA Ta MOXIMBOCTI. lle He nuime nomae rpi rmOuHY, ajle i poOUTH KOXKEH
MPOXO/KEHHS YHIKaJIbHUM. KpiM TOro, cuctemMa MpoKadyBaHHS Ja€ MOXKJIUBICThH
MOCTIHHO MOJIMIIYBaTH BaIIOro MEePCoHa)xa, 30Mparoy pecypcu Ta OTPUMYIOYH HOBI
peaMEeTH 1 3110HOCTI.

I'pa Oyna peamizoBana Ha aBuryHi Unity, mo 3a0e3redye BiIMIHHY SKICTh
rpadiku Ta reiimmneto. Ii penis Binbyscs 20 xosTHA 2022 POKy, i BOHA AOCTYIHA s

rpaBiiB Ha maTdopmi Windows.

Pucynok 1.2 — Intepdeiic rpu Vampire Survivors

Sk BuAHO 3 pUCYHKY 1.2, rpa Mae qeTalii3oBaHi MOJIEINI Ta peasliCTUYHI aHiMallii,
Kl CTBOPIOIOTH aTMoc(epy 3arpo3u Ta HampykeHOCTi. Takok B Tpl MNPHUCYTHI
PI3HOMAHITHI JIOKaIlii, Taki sk O0KeBIIbHUU Jic, O10mioTeka, Bexa ['amino ta ropa

JlyHouap. 3BYKOBHI AM3aiiH TaKOX J0Ja€ HACTPOIO Ta IMMepCii, MIAKPECTIOYN



20

JTWHAMIKy TpH Ta o1l Ha ekpaHi. B niiomy, Vampire Survivors BiJIMOBi1a€ MOTOYHUM
TEHJICHIIISIM Ha PUHKY 1rop Ta Ma€ IMOTEHIan 3700yTH BEJIMKY HOMYJISPHICTh Cepe
IIMPOKOTO KOJIa TPaBIiB.

[HIII0r0, MEHIII MOMYJIIPHOIO acoliaiieo, Mmoxke ctatu Brotato [23]. Lle Takoxk
1HA1-Tpa B *aHpi eKiH Ta roguelike, ane Ha BiAMIHY BiJ MOMEPEIHBOI I'PH, BOHA MAE
1HIIMN Tpad1gHUi CTHIIB 1 aTMOC(EpY, a IEPCOHAXKI TYT HA3UBAIOTHCS «KAPTOIUISIMID.
['paBenib Kepye KapTOIUISTHUM MEPCOHAXKEM, 030pOEHUM PI3HOMAHITHOIO 30pO€to, Ta
OopeTbes 3 XBUIISIMU BOPOTiB HAa 0OMEXeHUX apeHax. OCHOBHA MeXaHiKa TPH MOJISIrae
B YINpaBJIiHHI MEPCOHAXEM 3 BUIJISAOM 3BEpXy, JI€ IpaBellb CaMOCTIHHO Kepye
CTPLILOOIO0 Ta HANPSIMKOM aTaku. ['paBellb Mae MOXJIMBICTh BUOUpATH 3 LIMPOKOIO
ACOPTUMEHTY 30pO0i, BKIIOYAIOUM BOTHENAIBbHY 30pOI0, XOJOIHY 30pOr0 Ta BUOYXOBI
npuctpoi. KokHa 30posi Mae cBOi yHIKaJIbHI XapaKTEPUCTUKU Ta CIOCOOU aTaku, LI0
JT03BOJISIE TPaBLI0O KOMOIHYBATH iX JJIsl CTBOPEHHS YHIKAJIbHUX OOMOBUX CTHJIIB.

Jlokanii B Brotato 3me0uapmioro apkaaHi Ta MPOCTI 338 CTPYKTYPOIO, HacTO
MPEICTABIISIOYN COOO0I0 BIAKPUTI apeHH, 1€ B1I0YyBaIOTHCSI OUTBU 3 XBUJISIMU BOPOTIB.
KoxHa apeHa mae cBOi 0COOIMBOCTI Ta BUKJIMKH, IO JAOJA€ PI3HOMAHITTS B ITPOBUI
nporiec. Jleski apeHr MOXXYTh MICTUTH MEPEIIKOaN a00 00'€KTH, SKI rpaBelb MOXKE
BUKOPHUCTOBYBATH JIJIsl TAKTHYHOT ITEPEBarH.

CayHaTpek TpH CKIQJAA€ThCAd 3 BECEIMX Ta CHEPridHUX MENoAlH, sKi
JIOTIOBHIOIOTh 3arajibHy arMmocdepy. Brotato mnpomnoHye rpaBisiM 3aXOIUTIOIOUUN
JOCB1J], TIOEAHYIOYM TUHAMIYHI OMTBU 3 SCKpPAaBUM 1 TYMOPHUCTHUYHUM cTuieM. I'pa
I[IKaBa JJI IIUPOKOTO KOJIa TPABIIIB 3aBASKUA CBOIM JOCTYITHOCTI Ta pO3BAXKAIBLHOCTI.

Bunno 3 pucynky 1.3, o rpadika rpu sickpaBa Ta KOJIbOPOBa, 3 MYJIbTSAIITHUM
CTHJIEM, IO HAJAa€ TPi BECENIOTO Ta JIETKOBAXHOTO TOHY. XYIOXKHE O(OpMIICHHS
MEPCOHAXIB, BOPOTIB Ta JIOKAIlii BUKOHAHO B KOMIYHOMY CTWJI, IO IiJKPECIIOE
TYMOPUCTUYHHIA XapakTep rpu. AHIMAaIIi pyXiB Ta atak 3po0JeHi IJIaBHO 1 BUPA3HO,
10 J0Ja€ JUHAMIKK Ta 3aXOIUIMBOCTI TeiMIuiero. Brotato mae meHII cepilo3Huid i
OUTBIII TYMOPUCTHYHMM MIAX1J JO TEMaTUKH BW)XXHUBaHHA. ['pa Opi€eHTyeTbcs Ha

IIBUJIKUH Ta JUHAMIYHHUM €KIIH, TOEAHAHUN 3 TYMOPUCTUYHUMHU €JIEMEHTaMHU.
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WAVE 15

Pucynok 1.3 — Intepdeiic rpu Brotato

Takox Bapro 3ramatu rpy Children of Morta, y sxiii npuiimManu ydactb
yKpaiHCchKi po3poOHuku [24]. Lle He3Buuaiina iHAI-Tpa, KA MOENHYE B COO1 eIeMEHTH
RPG Ta roguelike. ['paBers BiANpPABISETHCS B €MIYHY MOJAOPOXK Pa3oM 3 POJAUHOIO
beprconiB - reposmu, ski 00'€THYIOTHCS, OO0 MPOTUCTOATH 3JIOBICHUM CHJIAM, IO
3arpoXKyIoTh IXHbOMY CBiTy. Kepytouu pizHUMH YjieHAaMU POJIUHU, KOKEH 3 STKHX Ma€e
CBOi YHIKaJbHI HABUYKU Ta CTUJIb TPH, TPaBellb BUPYIIIAE€ B MIPUTOIH, JIe OOPEThCS 3
BOpOTaMH, 3HAXOAWTH CKapOW Ta BIOCKOHATIOE CBOI HaBUYkd. lleHTpanbHUM
enemenToM Children of Morta € Horo riamboka icTopis, sSika PO3KPHUBAETHCS 4Yepe3
MDKpIBHEBI aHIMAIlii Ta PO3MOBIII, IO PO3KPUBAIOTh TAEMHHUII JIaBHIX JETeHH 1
BIJIHOCHH M1K 4JICHAMU POJIUHH.

Caynarpek Children of Morta nonae riuOuHy Ta eMOLUNHICT 10 TEWMILIEIO,
CTBOPIOIOYH HACTPIH KOXKHOT CIIEHU Ta Moii. 3BYKOBi €()eKTH MiIKPECTIOI0Th OOHOBI
CIIEHM Ta AOJAI0Th HANPY>KEHHS 0 KOXKHOTO eTary IPUrol.

['pa cnaBUTBHCS CBOIM MPEKPACHUM MIKCETbHUM XYJI0KHIM O(QOPMIICHHSM, SIKE
CTBOPIOE JUBOBI)KHHUI CBIT, HATIOBHEHUM Mari€ro Ta 3arpo3amu. KokeH mepcoHax,
MOHCTpP Ta JIOKAIlisl Ma€ yHIKaJIbHHUN JW3aiiH, 110 CTBOPIOE HEMOBTOPHY aTMmocdepy
rpu. Ak BumHO 3 pucyHky 1.4, iHTepdelic JOCUTh 1HTYITUBHHI Ta 30ajlaHCOBaHUM.
["0JI0BHUM €JIeMEHTOM €, 3BUYaitHO K, rpadiuHe BijoOpaKeHHs TpH, Jie B1I0YBaIOTHCS

OCHOBHI 1ii.
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Pucynox 1.4 — Intepdetic rpu Children of Morta

He nyxxe nmomymnspuoro rpoto € Death Must Die [25]. ['pa npeacraisie cob6oro
1HII-Tpy B *KaHpi roguelike 3 enemenTamu exiiHy. ['paBels kepye nepcoHa}eM, KU
JOCIIIJIKY€ BUITAJIKOBO 3r€HEPOBaHi piBHI, OOpEThCs 3 BOpOraMu Ta 30Mpae pecypcH.
OCHOBHI €JIeMEHTH TelMIUICI0 BKIIOYalOTh OOMOBY cHCTeMy, [i€¢ TpaBll
BUKOPUCTOBYIOTH PI3HOMAHITHY 30poi0 Ta 3A10HOCTI NIt OOpOTHOM 3 BOpOTramu.
Komo0inarris 61M>KHBOTO Ta AJATBHBOTO 0010, 8 TAKOXK CHeIiaibHI 3/1I0HOCTI IEPCOHAXKA
JO/Ial0Th TMOMHM OoioBiil Mexaniki. Cucrema mporpecii 103BOJISI€ TPaBISM
MOKpAIyBaTH CBOTO MEPCOHaXa, 30Mparouu pecypcH Ta 3HaXOAA4Yd HOBI MPEAMETH,
110 MiABUIYIOTH 1XHI1 3/1I0HOCTI.

Po3BuTok TpaBiiB Ta BUOIp CTpaTeriii € BaXJIMBUM acriekToM rpu. ['pabii
MOKYTh PO3BHBATH CBOT'O MEPCOHAXKA, BAKOPUCTOBYIOUHM PI3HI CTPATETIi 3aJI€KHO BiJl
JIOCTYITHUX PECYpPCIB Ta ITPOBUX CUTYyalliil. BaxkinBi acieKTH poO3BUTKY BKIHOYAIOThH
HABUYKH Ta 37A10HOCTI, SIK1 TPaBIll MOKYTb OOMpPATH JIJIs aJlanTallli epcoHaa ImiJI CBii
CTWJIb TPH, a TAKOXK PI3HOMAHITHICTb 30p0Oi Ta MPEIMETIB, 110 BIKPUBAE HOB1 CTpATErii
Ta MAXO0U A0 60I0.

JluHamika rpu Ta BIJHOBJICHHSI 1HTEpecy T'paBliB MOXYTh OyTH 3a0e3nedeHi
KUJIbkoMa MeToAamMu. PeryisipHi OHOBJIEHHS 3 HOBUM KOHTEHTOM, TAKUM SIK HOB1 P1BHI,

BOPOTH Ta MPEAMETH, MIATPUMYIOTh 1HTEpeC TpaBiiB. KpiM TOro, HasiBHICTh PI3HUX
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ITPOBUX PEXKHUMIB, TaKUX SK CIOKETHUM PEXHM Ta pEXUM BWKHBAHHSA, Halae
JIOAATKOB1 BUKJIMKH Ta MOXJIMBOCTI JIJIsl TPaBITiB.

AKTHBHA CHJIBHOTA TPaBLIiB MOXKE 3HAYHO BIUIMHYTH Ha PO3BUTOK I'pu. DPopymi,
coIliajbHI MEepPeXi Ta rmaTGopMu 11t 0OMIHY BiJIEO CTAIOTh MICLIEM /11 OOTOBOPEHHS
cTpaTeriii, 0OMiHy IOCBIJJOM Ta HaJlaHHS 3BOPOTHOTO 3B'S3KY PO3POOHUKAM.

TexniuHa CTOpOHA TPU BKIIFOYAE OMTHMI3AIIIO MPOIYKTUBHOCTI, BAXKIUBY JIJIS
IJIaBHOT pOOOTH Ha PIZHUX MPUCTPOSX, PEryJIIpHE BUIPABICHHS IMOMUJIOK s
MOJIIIICHHS ITPOBOrO JOCBIAY Ta MIATPUMKY pi3HUX miaatdopm, Takux sk [1K,
KOHCOJII Ta MOOUIBbHI MPUCTPOI.

Bizyanbauii ctuib Ta rpadika B Death Must Die Biipi3HSIOTBCA YHIKATBHUM
NIIX0J0M, KU MOXKE NO€IHYBATH PETPO-TpadiKy 3 CyYaCHUMHU €JIEeMEHTaMHu.
ATMoOcdepa Ipu 4acTO MIAKPECTIOETHCS BAKOPUCTAHHAM TEMHHUX KOJIBOPIB Ta IPI3HUX
o0Opa3ziB BOpOriB, 110 CTBOPIOE HAPYKEHY Ta 3axorunordy atMochepy. Ilig gac rpu
MOXYTh 3'IBIATHCS J1aJIOTOBI BiKHA, IO MOBIAOMJISIIOTH MPO CIOXKETHI TMOii,
B3aemojiito 3 NPC abo BuOip mianoroBux omuiid (pucyHok 1.5). Bikna mianoris
3a3BUYall pO3TAIlIOBaHI B HUYKHIA YaCTUHI €KpaHy, 100 HE 3aKpUBATH OCHOBHE ITPOBE
nosie. KopoTki mOB11IOMIICHHSI MOXYTh 3'SBJISITHCS B IICHTP1 €KpaHy JJsl iHPOpMyBaHHS
IpaBIlsl PO BAKJIWBI MOAIT 4M 3MiHM B Tpl. i eneMenTu iHTepdericy gornoMararotb
IpaBIsIM JIETKO OpIEHTYBaTUCS B TIpl, NpPUAMATH CTpPATEriuHi pIIMIEHHS Ta
HACOJIOJKYBATUCA ITPOBUM IPOILIECOM, CTBOPIOIOYM 3pydyHE Ta MpUBadIMBe

CepeOBUIIIE JJIsI TPABIIIB.
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Mort, Daughter of Death

Need a sickle to face the Scythe? They're more
efficient anyway.

Pucynok. 1.5 — [{ianorose BikHO rpu Death Must Die

1.6 BucHOBKH 10 IEPIITIOTO PO3ALTY

[Ipamtoroun 3 BEIMKUMU KOMIIAHISIMU, PO3POOHUKH IrOp OTPUMYIOTh HE JIMILE
(G1HaHCOBY MIATPUMKY, aje ¥ AOCTyNn IO MEPEeNOBUX TEXHOJOTIH Ta mpodeciitHux
3HaHb. Bemuwki crtymii, Taki sk Electronic Arts, Ubisoft, CD Projekt, akTtuBHO
1HBECTYIOTh B I1HHOBallli Ta PO3pOOKY HOBUX TEXHOJIOTIH, IO CHOpPHSIE 3aralbHOMY
nporpecy B ranysi. OqHak, CMUIMBI 1HAI-CTY/I1i 3pOOMIIM BEIUKUNA BHECOK Y PO3BUTOK
ITPOBOI IHAYCTPIi, IEMOHCTPYIOUH, 1110 JIJIi CTBOPEHHS YCHIIIHUX iITOp HE 000B’ I3KOBO
MaTH BeJINYE€3H1 OOPKETH — BaXXJIMBUMMU € JIMILIE KPEaTUBHICTh, Yac 1 TepriHHs. [Hai-
po3poOHuKH, Taki gk Supergiant Games, sxi crBopuwin Hades, abo Team Cherry,
Bitomi 3aBasku Hollow Knight, moka3ytoTs, 1o 1HHOBALiiHI ITPOBI KOHUEMII Ta
BHUCOKHUH pPiB€Hh BUKOHAHHS MOXKYTh JIOCSITaTH BEJIMKOTO YCIIXY.

AHani3yrouu IrpoBy 1HAYCTPIiIO B YKpaiHi, MO>KHA MOOAYUTH, 10 BOHA ILIBHJIKO
3pOCTa€ Ta Ma€ 3HAYHUUW EKOHOMIYHUU BIUIMB. 3 KOXXHMM POKOM Bce Ouiblle
YKpalHCBKUX CTYIId OTPUMYIOTh MDKHApOJHE BH3HaHHI Ta Yycmix. I[HmycTpis
NpPUBAOIIOE 1HO3EMHUX IHBECTOPIB Ta CHPHSIE PO3BUTKY EKOHOMIKH KpaiHH.
Hanpuknan, Taki komnanii, sk GSC Game World, tBopiti cepii irop S.T.A.L.K.E.R.,

ta 4A Games, BiioMi CBO€I0 cepieto Metro, AEMOHCTPYIOTh BUCOKUN DPiBEHb
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npodecioHanizMy Ta KOHKYPEHTOCIIPOMOXKHOCTI Ha riobanbHOMY puHKY. ChOroJiHI
YKpaiHChK1 CTYJIli PO3pPOOKH Irop OTPUMYIOTh BHU3HAHHSA Ha CBITOBOMY PHHKY,
CTBOPIOIOUM BHUCOKOSIKICHI TPOAYKTH, IO KOHKYPYIOTH 3 pPOOOTaMU BIJOMHUX
MDKHApOJIHUX KommaHik. Ile crpuse miaBUIEHHIO pemyTaiii YKpaiHu SK LEHTPY
1HHOBAIIIH Ta KPEaTUBHOCTI B irpOBIiil IHIYCTPIi.

Takum ymHOM, yKpaiHCbKa IrpoBa IHAYCTPis Ma€ BEIMKHI MOTEHIAN s
MOJAJIBIIOTO PO3BUTKY Ta 3pOCTaHHS. 3aJlydeHHS HOBUX 1HBECTHIIIH, PO3BUTOK
IHHOBAIIMHUX TEXHOJIOT1HM Ta MIIBUIIEHHS PIBHS OCBITH B rajy3i MpOrpaMyBaHHS Ta
ITPOBOrO JIM3aliHy CIIPUSATUMYTh 3MIIIHEHHIO MO3ULINA YKpaiHU Ha CBITOBOMY PUHKY
IrOop Ta CTBOPEHHIO HOBUX MOXKJIMBOCTEH ISl TAJIAHOBUTHX PO3POOHUKIB. 3pocTaroua
MNOMYJISIPHICTH OCBITHIX IPOrPaM 3 PO3POOKH irop, MATPUMKA CTAPTAIlIB Ta CTBOPEHHS
CHeIlaTi30BaHUX WIKIJI 1 aKCelIepaTopiB JOMOMOXKYTh (POPMYyBaTH HOBE MOKOJIHHS
npodecioHaliB, TOTOBUX BUPILIYBATH CKJIAHI 3aBIaHHS Ta CTBOPIOBATH 1HHOBAIlIMHI
NPOEKTH. YKpaiHa MOK€ CTaTH Ba)XIMBUM TPABLEM Y CBITOBIM KiOEpCIIOPTUBHIN
1HAycTpii. Bee 11e pa3oM CTBOpIOE CIPUSATIIMBI YMOBH AJISl MOAANIBLIIOTO PO3LIUPEHHS
Ta 3MII[HEHHS O3UL1HA YKPAIHCHKOI IrpOBO1 1HIYCTPii HA CBITOBIM apeHi.

Po3Butok kibepcropTy B YKpaiHi TakoX 3HAYHO BIUIMBAE HA MICIEBY
€KOHOMIKY Ta KyJbTypy. BIIKpUTTS KIOEpCHIOPTUBHUX apeH, MpPOBEICHHS
MDKHApPOJIHUX TYPHIPIB Ta Y4YacTh YKPaiHCBKMX KOMaHJ Yy CBITOBMX 3MaraHHsX
M1BUIIYIOTh MPECTUK KPaiHU Ta CTUMYJIIOIOTh THTEPEC JI0 TEXHOJIOTIHN 1 CIOPTY cepent
Mosoi. Bimomi ykpaiHChKi KiOepCIIOPTCMEHM Ta KOMaHIW, Taki sik Natus Vincere
(Na'Vi), craroTh mMpUKIAIOM JJIS HACTiAyBaHHS Ta MOTHUBYIOTh MOJIO/Ib 3aiiMaTHCS
KiOepCIopToM.

[TincymoByro4M, yKpaiHChKa irpoBa 1HIAYCTPis 3HAXOAUTHCS Ha MiAMOMI Ta Mae
BCl MepeAyMOBH Uil mojainplioro ycmixy. IlinTpumka aepkaBu, 3alyuyeHHS
1HBECTULIIH, PO3BUTOK OCBITHIX MpOrpaM Ta iHGPaCTPyKTypH — 1€ KIIFOUOBI (PaKTOpH,
Kl CHPUSATUMYTh 3MIIHCHHIO TO3UIM YKpaiHM Ha CBITOBOMY pPHUHKY Irop Ta
kibepcropTy. VYKpaiHChKI pPO3pOOHHMKM BXKE€ TMOKa3ajdl CBOK CIPOMOXKHICTb
CTBOPIOBATH BUCOKOSIKICHI MPOAYKTH Ta JOCITAaTH BEIMKUX YCHIXiB, 1 LIeW TpeH, 0e3

CYMHIBY, IPO/IOBXYBAaTUMETbHCS.
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PO3AUI 2 AHAJII3 I'OTOBUX PILLEHD TA 3ACOBIB PO3POBKU IT'OP

2.1 OcHOBHI eTanu MPOEKTyBaHHS I'PU

PosrnsHeMo ckiasoBi YaCTHHH pO3poOKa EKIIH-TpU 3 eneMeHTamu roguelike,
K1 MOXHA PO3AUINTH Ha HACTYTIHI €TaIu:

e po3poOka iHTepdeicy;

e po3poOKa JIOKaIlii IpH;

® pO3poOKa MEXaHIK I'PH.

Po3pobka iHTEpdelicy € BaxJIMBUM acCIEKTOM CTBOPEHHS OyAb-IKOTO
IpOrpaMHOro 3a0e3leveHHs, BKIIOYAIOYM CKIIH-TPYy 3 eneMeHTamu roguelike.
InTepdeiic kKopucTyBaua BHCTyINA€ SK TMOCEPEOHUK MDK TpaBUEM 1 TIpoOIo,
3a0e3Mneuylourd 3pyYyHUM Ta IHTYITUBHO 3pO3YyMUIMM croci®d B3aeMOJii 3 1rpOBUM
CEpEIOBUILIEM.

Po3po0ka nokaitiii € oqHUM 13 KJIFOYOBUX ACMEKTIB, 1110 BU3HAYAIOTh MIITMOUHY,
atMocdepy Ta irpoBuii 10ocBija. JIokamii MOBUHHI OyTH pi13HOMaHITHUMH, IIKABUMH Ta
BUKJIMKATH OakKaHHS TPaBIls JOCIIIKYBAaTH KOXKEH KyTOUOK 1rpoBoro cBiTy. [lepi 3a
BCE, CJ1J pO3pOOMTH KOHLEMLIK KOXHOI JIOKalli, [0 BKJIIOYAE TeMy, aTMocdepy,
KOJILOPOBY MAJITPY Ta 3arajibHui HacTpii. CTBOPEHHSI TOYaTKOBUX HAPHCIB Ta €CKi31B
JomoMarae Bi3yali3yBaTH 17ei Ta y3roguTd OadeHHS MIXK WIeHaAaMHd KOMaHIU.
Po3mimennst 00'€kTiB Ta BOPOTiB MOBUHHO OyTH CTpaTEriyHHUM, 1100 3a0e3neunTd
[IKaBUK 1 30aJaHCOBaHMM IrpoBUi mporec. TakuMm 4YMHOM, pO3poOKa JIOKaIik €
OaratorpaHHUM TIPOIIECOM, IO BKIIFOYA€ KOHIENTyaIbHE TUTAHYBAaHHS, apXiTEKTypHE
IPOEKTYBaHHS, Bi3yalli3allil0 Ta TECTyBaHHS. YCIIIIHO pO3poO0JieHl JOoKalii 3HaYHO
MIJBUIIYIOTh 3arajJilbHUM ITPOBUMA  JIOCBIA, PpOOJSYM TPy 3aXOIUIIOIOUOI0 Ta
MPUBAOJIMBOIO JIJISI TPABIIIB.

Po3poOka MexaHIK TpH € BaXJIMBOIO CKJIAJ0BOIO, SKa BU3HAUAE, SIK caMe TPaBIli
B3a€EMOJIIITUMYTh 3 I'POBUM CBITOM Ta SIKUM Oyje iXHii irpoBuil 1ocBiA. MexaHiKu
I'pU MTOBUHHI OyTH PETEIHHO CIUIAaHOBaHI1, 1100 3a0€3MeYnTH IIKaBHii, 30a1aHCOBaHUN

Ta 3aXOIUTIOIYHN irpoBuit npoiec. OCHOBHI MEXaHIKM BKJIIOYAIOTh OOHOBY CUCTEMY,
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sKa TTOBUHHA MaTH PI3HOMaHITHI aTaku. BaxiamBo po3poOuTH pi3HI THUIHU 30poi Ta
BMIHHS, SIKI TpaBellb MOXE BHUKOPUCTOBYBATH Mia 4ac 60r0. IIporpecis Ta po3BUTOK
NepCOHaXKa peasi3yeThCs Yepe3 CUCTEMY PiBHIB, 1€ TPaBIli MOXKYTh MOKPAIIyBaTH CBOi
HAaBUYKHU Ta 3710HOCTI, 3/100yBarouu JIOCB1J 3a IepeMory Haja Boporamu. [IporenypHa
TeHepaIlis KOHTSHTY 3a0e31eduye YHIKATbHHUHN TOCBI AT KOXKHOTO MPOXOHKCHHS TPH,
poOnstun ii HemepembOadyBaHOIO Ta IMiKaBOK. Po3po0Oka MexaHIK € CKIagHUM Ta
OaraToeTalrHUM IPOIIECOM, KM BUMara€ peTelbHOr0 IUIaHyBaHHS, TECTyBaHHS Ta
ontuMizaiii. YCHIIIHO peaai3oBaHi MEXaHIKH IPU 3[1aTHI 3a0€3MeUUTH 3aXOITIOI0Y U
Ta HenependadyyBaHUI IrPOBUH JOCBiJ, POOJISIYM TPy IIKABOIO Ta MPUBAOIUBOIO IS

HIMPOKOTO KOJia TPaBIIiB.

2.2 Y3araibHeHHs Ta aHaii3 iHpopmaiii npo C#

C# (C-Sharp) € cy4acHOIO MOBOIO MPOrpPaMyBaHHs, PO3POOJICHOI0 KOMITAHIEIO
Microsoft sik wactuna mnatdopmu .NET. 3 MomenTy cBoro BrpoBamkenns B 2000
poui, C# cTaB OJIHIEIO 3 HAMOUIBII MOMYJISIPHUX MOB MPOrPaMyBaHHS 3aBISKH CBOIN
MPOCTOTI, YHIBEPCATBHOCTI Ta MOTYXHOCTI [26]. OcHoBHI xapaktepuctuku C#
BKJIIOYAIOTh TMIATPUMKY 00’ €KTHO-OpieHTOBaHOTO TmiporpamyBaHHs (OOII), mio
J03BOJISIE pO3POOHUKAM CTBOPIOBATH €(PEKTUBHI Ta MACIITA0OBaH1 PillICHHS, YHUKATH
nyOIOBaHHS KOy 4Yepe3 BUKOPUCTAHHS KJaciB 1 00'€KTIB, a TaKOXK 3aCTOCOBYBATH
MPUHIIUMIN IHKANCYJsuii Ta noiimopdizmy. Lle monermnrye po3poOKy CKIaIHUX CUCTEM,
Jie PI3HI YaCTHMHH TPU MOXKYTh B3AEMOJISITH OJHA 3 OJHOI0 y CTPYKTYpOBaHIN Ta
nependauyBaHiit Mmanepi. Kpim Toro, C# € cTporo THUII30BaHOIO MOBOIO, 1110 JI03BOJISE
YHUKATU 0aratboX MOMUJIOK Ha eTarl KOMIIALII, 3a0e3neuytour OUTbIl HaIiHUMA
KoA. MoBa MOCTITHO OHOBIIIOETHCS 1 BKJIIOYAaEe B cebe cydacHl (QyHKIi, Takl SK
ACHHXpPOHHE  TIporpaMmyBaHHs  (async/await),  BJIaCTUBOCTI  aBTOMAaTUYHOIO
peainizyBaHHs, JIMOa-BUpa3u, MoBH1 iHTerpoBani 3amut (LINQ) Ta Garato iHIIHX.
3aBasku TicHIM iHTerpaii 3 argopmoro NET, C# nanae Benukuii HaO1p 6107110TeK
Ta (QpPEerdMBOPKIB i1 pO3pOOKH BeO-I0MATKIB, JACCKTOIMHUX JIOJATKIB, MOOILTBHUX

nonatkiB Ta irop. Kpim toro, 3aBmsku mpoekty .NET Core, C# Tenep miarpumye
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po3pooky mig Windows, Linux Ta macOS, 1110 3Ha4HO PO3LIUPIOE HOTO MOMKIMBOCTI
[27].

C# BUKOPUCTOBYETHCS B pI3HUX cdepax mporpamHoro 3adesneyeHHs. OnHI€0 3
KIIFOUOBUX 00JacTel 3acTOCyBaHHS € pPO3poOKa BeO-T0/AaTKIB 3a JOIMOMOTIOIO
ASP.NET, sixuii 103BOJIsSI€E CTBOPIOBATH MacIITabOBaHI Ta BUCOKOMPOIYKTHBHI BEO-
nonatku Ta API. ASP.NET nanae Garatuit HaOip iHCTpYMEHTIB 1 610110TeK A1t poOoTH
3 0azamMu J1aHMX, aBTEHTH(QIKAII€I0 KOPUCTYBadiB, 0OpOOKOIO 3alUTIB Ta IHIIUMH
BOXUJIMBHUMH acleKTaMHu BeO-po3poOku. Po3poOka JECKTONMHUX [OAATKIB TaKOX €
BaxIMBoI0 ceporo Bukopuctanus C#. Windows Forms ta Windows Presentation
Foundation (WPF) no3Bossit0TH CTBOpIOBAaTH 1HTEPAKTHUBHI Ta 3py4Hi 1HTepdeiicu
KOpUCTyBaua s HacTuibHUX pAojatkiB. Windows Forms € mnpocrimmm y
BUKOPHUCTAHHI 1 MIXOIUTH JUIsl CTBOPEHHS IBUIKUX POTOTUMIB, To1 sk WPF Hanae
OlbIIIe MOMKJIMBOCTEH JJISi CTBOPEHHS CKJIQJHUX Ta €CTETUYHO TPUBAOIMBUX
iHTepdeiicis [28].

VY Mo6inbHIN po3po0iii C# BUKOPUCTOBYETHCS 3aB/ISIKM Xamarin, 10 J103BOJISIE
CTBOpIOBaTH KpocruiaTdopMenHi MoOuibH1 aoaatku st 10S ta Android. Xamarin
JI03BOJIsSIE BUKOPUCTOBYBATH €IUHUI KOJOBUM Oa3uC IJisi CTBOPEHHS AOAATKIB JUIs
pi3HUX MIaTdOpM, IO 3HAYHO 3MEHIIYE 4Yac Ta BUTPATU Ha po3poOKy. B irposiii
iHaycrpii C# 3HalWIIOB IIMPOKE 3acTocyBaHHsA 3aBasku Unity, oaHOMYy 3
HAWUTIOMYJIIPHIIIIUX ITPOBUX JBUTYHIB, SIKHU BUKOPUCTOBYE C# K OCHOBHY MOBY JJIS
ckpunTiB. Unity 103BOJII€E CTBOPIOBATH SIK MPOCTI, TaK 1 CKJIAJHI ITPU JJI PI3HHUX
wiatdopm, Bkmoyaroun [TK, koHcoi Ta MOOiTBHI TprcTpoi [29].

XMapHi CEpBICH TaKOX € BAXJIMBOIO ceporo 3actocyBanHs C#. 3aBasiku TICHIH
iHTerpatii 3 Microsoft Azure, C# IMpoOKO BUKOPUCTOBYETHCS JIJIs1 CTBOPEHHS XMapHUX
JOJIaTKIB 1 CepBICIB. Azure HaJlae MHUPOKUNA CIEKTP 1HCTPYMEHTIB Ta CEPBICIB IS
poOOTH 3 TaHUMHU, IITYYHUM 1HTEJIEKTOM, O€3IMEKOI0 Ta THIITUMHU aCTIEKTaMU XMapHUX
OOYHUCIIeHb, 10 POOUTH WMOr0 17€albHOI0 MIATGOPMOIO JJII PO3BUTKY XMapHHUX
pimeds. KpiMm TOro, MOXiIMBOCTI /uisi aBTomMaTtu3amii Ta DevOps-miIxo/iiB 3HAYHO

CHPOIIYIOTh POOOTY HaJ cKiagHuMu rpoektamu [30].
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Cepen nepear C# MoHA BUAUTMTH 3pYy4HICTh 1 mpocToTy. Cuntakcuc C# €
IHTYITUBHO 3pO3YMIJIMM 1 CXOKHUM Ha 1HIII MMOMYJIIPHI MOBH, Taki sk Java ta C++, 1m0
cupoimrye mnpouec HaB4yaHHS. [loTyxHICTP Ta mpoaykTuBHICTE C# 103BOIISIE
CTBOPIOBATH BHMCOKOIPOJYKTUBHI JOJATKH, a IIMPOKA €KOCHCTEMa HAaJla€ BEIUKY
KUIBKICTh  010moTeK, (QpeMBOpPKIB Ta IHCTPYMEHTIB, IO pPOOUTH pPO3POOKY
e(eKTHBHOIO Ta MPOAYKTUBHOIO. [TOCTIiTHI OHOBJICHHS Ta MOKpaIrieHHs Bix Microsoft
3a0e3MeuyoTh aKTyalbHICTh Ta MepeaoBl MoxuHMBocTi MOBU. Kpim toro, C# mae
BEJIMKY CIJIBHOTY PO3POOHHKIB, IO 3a0e3Meuye MATPUMKY Ta JOCTYII A0 YHCIECHHUX
pecypciB, TaKUX SIK TOKyMeHTallis, GopyMHu, HaBYAIbHI MaTepiaau Ta MPUKIAIN KOIY.

Onmnak € W wHepomiku: 3anexHicTh Bl I1wiatpopmu NET wmoxke OyTu
00OMeXy10UuM (PaKTopoM, 0coOIUBO sl pO3POOHUKIB, K1 MPALIOIOTH B TETEPOreHHUX
cepenoBuIax ado 3 iHMMMH TexHoyorismu. Jledki acnektu C# MOXyTh BUMaraTu
OlbIIE PEeCypciB MOPIBHSHO 3 IHIIMMH MOBaMH, OCOOJIMBO B yYMOBaX OOMEKEHHUX
pecypciB. CKIQHICTh Y BEJIMKHUX MPOEKTaX MOXke OyTH 3HAYHOIO 0€3 HaJICKHOTO
YIPABIIHHS KOJOM Ta apXITEKTYPOIO, III0 MOXKE MPU3BOIUTH J0 BAXKKUX Y MIATPUMIII
Ta PO3BUTKY KOJOBUX 0a3. Y BEIMKHX MPOEKTaX HEOOXIJIHO 3aCTOCOBYBATH CYBOpI
MPAKTUKU YOPaBIIHHS MPOEKTaMH, Taki SK MOJYJIbHE TECTyBaHHS, Oe3mepepBHA
iHTerpamis ta posropranHa (CI/CD), a Takox eQeKTUBHA JOKyMEHTallisl Ta
KOMYHIKaIlis MK dieHaMu koMmauau [31].

HesBaxatouu Ha 111 Henoaiku, C# 3aMMIIae€ThCs TOTYKHUM 1HCTPYMEHTOM JIJIsI
pPO3pOOHMKIB 3aBASKM CBOIM YHCICHHMM TIepeBaraM Ta I[IUPOKOMY CHEKTPY
3actocyBaHb. C# € OTY>KHOIO, CY4aCHOIO Ta YHIBEpCaIbHOK MOBOIO IIPOTPaMyBaHHS,
gKa TIAXOAWTH JIJISl IMPOKOTO CHEKTPY 3aBJaHb — BiJ BEO-pO3poOKH 110 IrpoBOi
ingycrpii. Ii mizTpuMka 06’€KTHO-OpPi€HTOBAHOIO INPOrpaMyBaHHs, iHTErpamis 3
matdopmoro .NET, GaratoyHKITIOHAIBHICTh Ta MOCTIfHE OHOBJICHHS POOISITH CH#
BIJIMIHHUM BHOOpPOM JUIsi PO3pOOHHUKIB, sIKI TMparHyTh CTBOPIOBATH HaAliHI Ta
MaciTaboBaH1 porpaMHi pimeHHs. He3Bakaroum Ha Jieski Henosiku, nepeBaru C#
3HaYyHO TMepeBakaroTh, IO 3abe3nedyye ii MOMYyJSPHICTH Ta 3aTpeOyBaHICTh Y
Cy4acHOMY CBITI porpamyBaHHs. Po3poOka Ha C# npoI0B)Ky€e PO3BUBATUCS 3aBASKU

IHHOBAIIISIM 1 MIITPUMII CHIIBHOTH, IIIO0 POOUTH 11 OJTHUM 3 KIIFOUOBHX 1HCTPYMEHTIB Y



30

apceHasi cydyacHoro nporpamicra. 3 posmmupeHHsMm ekocuctemu .NET 1 moctiitHuMu
BJIOCKOHAJICHHSIM Y cepl IPOyKTUBHOCTI Ta Oe3neku, C# 3aIuiaeTbesi akTyallbHOIO
1 TEepCIEeKTUBHOI0O MOBOIO JIsi PO3pPOOHUKIB Oynab-ikoro piBHsA. BoHa mo3Bossie
peaizyBaTH sIK IIPOCTi, TaK 1 BACOKOHABAHTAYKEH1 CHCTEMH, 3a0€311eUyI0Un P LIbOMY
BHCOKY MPOTyKTUBHICTH 1 HA/IIHHICTh POOOTH TOAATKIB.

OaHuM 13 HAMBAKJIMBIIIMX aCIEKTIB, IO CIpHsie NomyapHocTi C#, € akTHBHA
MIITPUMKA Ta PO3BUTOK 3 00Ky Microsoft. Komrmanisi moCTiHHO BIOCKOHAIIOE MOBY,
JI0JTal0YM HOB1 (PYHKIIIT Ta MOKIJIMBOCTI, 110 POOUTH 1i aKTyaJIbHOIO B YMOBAaX IIBUIKO
3MIHIOBaHUX TEXHOJIOT1H. 30KkpemMa, ocTanH1 Bepcii C# BKIIOYAIOTh TaKi MOMJIMBOCTI,
SK PO3IIMPEHI BUPA3U, HOBI TUIIH JIAHUX, TIOJIIMIIEHHS B 00J1aCTI 0OpOOKH MOMUIIOK 1
POJYKTUBHOCTI, @ TAKOK HOB1 IHCTPYMEHTH JJI PO3POOHUKIB.

[nmra BaxknmBa nepeBara C# — 11e BeluKa KUIbKICTh JOCTYITHUX IHCTPYMEHTIB Ta
cepenoBuin po3poOku. Cepen HUX HaumonmyJsipHimuM € Visual Studio — mortykHe
iHTerpoBane cepeaonuile po3pooku (IDE), sike Hamae po3poOHHMKaM BCi HEOOX1THI
IHCTPYMEHTH ISl HallMCaHHS, HAJIarO/)KEHHS Ta po3ropTanHs AojaTki Ha C#. Visual
Studio miaTpUMy€e MIMPOKHI CHEKTP MOB MPOrpaMyBaHHs Ta IJIAT(OPM, 10 POOUTH
HOTO YHIBEpPCAIbHUM 1HCTPYMEHTOM JIJISl PO3POOHHMKIB.

Kpim Toro, C# 3abe3neuye BUCOKY IPOIYKTUBHICTb POOOTH JONATKIB 3aBISIKU
BUKOPUCTAaHHIO Cy4YaCHUX TEXHOJIOT1H 1 METO1B onTuMi3zalli. MoBa miaTpumye 0arato
INOTOKOBICTh, WIO JI03BOJISIE E€(PEKTUBHO BHUKOPUCTOBYBAaTH PECYPCH CY4YacCHHX
OaratosiiepHux  TpoiecopiB.  Takox, 3aBASKM  MIATPUMII  ACHHXPOHHOIO
nporpamyBaHHs, C# 103B0JIsSi€ CTBOPIOBATH BUCOKONPOIYKTUBHI I0AATKH, SIKI MOXKYTb
OoOpoONSATH BEJNUKUN OOCAT 3aluTIB Ta TMPAIOBAaTH 3 BEIUKOI KUIBKICTIO
KOPHUCTYBayiB.

OCKUIbKY TEXHOJIOT11 MOCTIHO 3MIHIOIOTHCS, PO3POOHUKAM BAXKJIMBO MOCTIHHO
BJIOCKOHAJIIOBaTH CBOi 3HAHHA Ta HaBWUYkW. MoBa mporpamyBanHsi C# BimkpuBae
IIUPOKI MOXJIMBOCTI ISl PO3POOHUKIB, HAJAIOUM IHCTPYMEHTH Ta PECypcH Jis

CTBOPCHHSI IHHOBAI[IHUX Ta BUCOKOIIPOIYKTUBHUX MPOTPAMHUX MPOTYKTIB.
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2.3 Bubip nporpaMmHux 3aco0iB JJIs CTBOPEHHS MPOEKTy Ta aHaji3 Unity

s ctBopeHHsT mpoekTy Oyno oOpano Unity sk irpoBUil JBUTYH 1 MOBY
nporpamyBaHHsi C#. Bech ko OyJie KOMITUTIOBATUCS B 1IHTETPOBAHOMY CEPEIOBHIIII
po3pobku Microsoft Visual Studio. [e pimennst mae KijbKa mepenar:

e CrninbHOTa po3poOHKKiB: Unity Mae BEIUKY CHUIBHOTY, A€ MOKHA 3HAWTH Oarato
iH(opMalrii Ta JOKyMEHTaIll1, a TAKOK OTPUMATH JIOTIOMOT'Y y BUPIIICHH] MPOOJIeM.

e Kpoccmnardopmenicts: Unity T03BOJIIE€ pO3pOOIATH iTpH IS PI3HUX TUTAT(POPM,
110 3a0€e31e4y€e MOKIIMBICTh MMOPTIB MPOEKTY, HAITPUKJIIAA, Ha MOOUIbHI MPUCTPOI.

e [llupoxkuii pynkuionan: Unity mae Oe3iiy BOygoBaHUX (QYHKLIN, sIKI CKOPOUYIOTh
qyac po3poOKH irop.

o Iurepdeiic: Unity nponoHye ApykHiil Ta IHTYITUBHO 3pO3yMUIUH 1HTEpdEHcC, 110
crpoiiye po3poOKy 1rop HaBiTh JJid MOYaTKiBIiB. BiH Takox 3abe3neuye 3pydHi
IHCTPYMEHTH JIJIs1 CTBOPEHHS rpadiku, (Pi3UKH Ta IHIIUX ACTEKTIB IPH.

e MosxumBocTti posmmpenHs: Unity Mae BJIacHUM MarasuH acceTiB, J€ MOXHa
npuadaTh TOTOBI PIIIEHHS BiJ 1HIIMX PO3POOHUKIB a00 JOAATH FOTOBI MOJEI.
Kpim Ttoro, Unity minrpumye momudikaiiro caMOoro JBHUTyHa, IO J03BOJISIE
JOCBIJYEHUM PO3POOHMKAM CTBOPIOBATU IHCTPYMEHTH ISl CBOiX MOTPEO, fAKi
OyIlyTh BUKOHYBaTHCSl Oe3nocepennbo B cepemoBuil Unity 0e3 HEOOXiAHOCTI
KOMITUIAIIT KOy .

Unity, okpim C#, paHillie BUKOPUCTOBYBaJIa Taki MOBH, ik Boo (mianext Python)
i Unity Script (Mogudikariis JavaScript) [32-33]. BaxiuBo 3a3HauuTH, 1110 KOXEH
CKPUIIT 3a 3aMOBUYBaHHIM ycrnajkoBye kiaac MonoBehavior. Ile 6a3oBuii kiac, asxuii
JIO3BOJIAE JI0JIaBaTH 10 OyAb-SKOTO 00'€KTa Ha CIIEHl KJIacd, IO BiJ HBHOTO
ycnaakoBaHi. 3aBasku MonoBehavior MoxHa BUKOpUCTOBYBATH 06a30B1 THIH, TaK1 5K
Transform, y cBOiX CKpuIITax, a TaKOX BUKJIMKATH OCHOBHI MeToau, Taki ak Update
(BUKIIMKAETHhCSI Ha KOXKHOMY Kafpi), Start (BUKIMKaeThcs onuH pa3 nepen Update),
OnCollisionEnter (BUKJIMKAETHCS TIPH 3ITKHEHHI 00'€KTa 3 1HITMM 00'€KTOM) Ta 1HIIII
[34]. Onnak, He3BaXKalOUW Ha 3PYYHICTH IBOTO IMIJXOIYy, BIH Ma€ CBOi HEIOJIIKH.

BukopuctanHs Takoro pilieHHs He 3a0e3neuye HaJeKHOI apXITeKTypH, HE Hajaae
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IHCTPYMEHTIB JJI1 YIPaBJIiHHS 3aJ€KHOCTSIMHU, a MOMIYK 00'€KTIB Ha CIIEHI 3HAYHO
BILTMBAE HA TTPOYKTHBHICTb.

[Ipoekt B Unity nimuThCs Ha CLIEHHU, KOJKHA 3 AKUX € (aiiioM 31 CBOIM HabOpoM
00'exTiB. L1 00'ekTH MOXYTh OYTH K 3BUUaMHUMHU, TaK 1 "mopoxkHIMU". KoxkeH 00'eKT
Ma€ CBIM HaOlp KOMIIOHEHTIB, 3 SIKHUMH MOXYTh B3a€MOMISTH CKPUNTHU. SIK BHIHO 3
pucyHky 2.1, y KOXKHOro 00'€KTa, HE3aJeXHO BiJ TOr0, MOPOXKHIM BIH YU Hi, €
koMrnoHeHT Transform, sikuii BU3Ha4Yae KOOpAWHATH 00'€KTa Ha CIIEHi, HOTO TOBOPOT
Ta po3mip. PegakTop Takox miaATpUMye yCHaJKyBaHHS 00'€KTIB: yci AOUipHI 00'€KTH
MOBTOPIOIOTh 3MIHU TOBOPOTY, PO3MIPY Ta MEpeMilleHHs OaTbKiBCHKOTO 00'€KTa.
JIBUTYH MiATPUMY€E OUTBIIICTD MOMYJISIPHUX (POPMATIB MY3HUKH, 3BYKiB, TEKCTYpP TOIIIO.
Kpim toro, B Unity € Unity Asset Server — iHCTpyMEHT JUIsl CHUIBHOI pO3pOOKH, SIKUIA

J10J1a€ KOHTPOJIb BEpCii Ta 1HIII cepBepHI (PYHKIII.
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Pucynok 2.1 — Intepdeiic Unity

Opnnak, kpiM ycix nepeBar, Unity mae i cBoi Hepomiku. [lo-nepire, inTepderic
nporpaMu  OOMEXy€e MOKJIMBOCTI  Bi3yaJlbHOrO peJakTopa Mmpu podoTi 3
OararokoMnoHeHTHUMHU cxemamu. llo-mpyre, BiacyTHsS BOyIOBaHa MiITPUMKA

30BHINIHIX 010710TeK, TOMY pPO3POOHUKAM JOBOJUTHCS HAJAIMITOBYBATH iXHIO
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iHTerpaiito camoctiitno. Takox icHye WebGL-Bepcis, sika Mae HU3KY HEBUPIIICHUX
npoOjieM 3 ONTHUMI3alli€l0, CIOXHUBAHHSAM MaMm'saTi Ta POOOTO0 Ha MOOUIBHUX
NPUCTPOSIX Yepe3 ocobmuBocTi apxiTekTypu [35]. B 1iit Bepcii Tpancsmis koxy 3 C#
CTIOYaTKy mepeTBoproeThes Ha C++, a moTim Ha JavaScript.

[le ogHMM HEIOJIKOM MOXHa Ha3BaTHU CTBOPEHHA 1HTEp(eEHCy KOpUCTyBaya.
Jnig uporo moTpiOHO BHKOPUCTOBYBaTH KommoHeHT Canvas, 1o uacto OyBae
He3pyunuM. AnbrepHatuBoro € nakeT UlElements (UlToolkit) 3 miarpumkoro CSS,
npoTe BiH He Mae (yHKIIOHamy s cTuiiB. lle o3Hadae, mo B HbOMY BiACYTHI

aHiMalIlii, MacKu, OJIs Tl penaryBanss Gony, mpudTis ta Tinei [36].

2.4 TlopiBHSHHS albTEPHATHUB JIJIST PO3POOKH ITOP

Ax anbrepHatuBy Unity, moxkHa 3ragatu Unreal Engine, sxuii Ha
CHOTOJIHIIIHIN JI€Hb € OAHIEI0 3 MPOBIAHUX MIATGOpPM st po3poOKHU Bijeoirop. €
KUIbKA [IPUYKH, YOMY 00paTH HOTO cepel] KOHKYPEHTIB:

o ['padiunmii norenmian: Unreal Engine Bimomuii cBOiM MNOTYXHUM TpaiyHUM
JBUTYHOM, SIKM JO3BOJISIE CTBOPIOBATH 3aXOIUIIOIOYl ITPOBI CBITU. Y HBOMY
JOCTYITHUN BEJTMKHUM HAOIp 1THCTPYMEHTIB JJIsl pealiCTUYHOI rpadiku, OCBITICHHS
Ta BI3yaJIbHUX €(EKTIB.

o Oi3uunmii aBuryH: Unreal Engine mae noryxHuil (i3UMyHUN [OBUTYH, AKUN
J03BOJISIE peanizyBatu peamicTuuny ¢Gi3uky o0'ektiB y rpi. Lle mo3Bomsie
CTBOPIOBATH JIMHAMIYHI Ta IHTEPAKTUBHI CEPEAOBUILA, a TAKOXK PEATICTHYHI PYXH
MIEPCOHAXKIB.

e Blueprints ta posmmpeHni iHcTpymMeHTH mporpamyBaHHsi: Unreal Engine mae
IHTYITUBHY CHUCTEMY BI3yaJbHOTO NpOrpaMmyBaHHs Mija Ha3Bowo Blueprints, ska
JI03BOJIsIE  PO3pOOHMKaM ©0e3 3HaHb MPOTpaMyBaHHS BUKOHYBaTH CKJIaJHI
1HTepakTuBHI 11i. KpiM TOro, Mo>kHa BUKOPUCTOBYBAaTH MOBY TiporpamyBaHHs C++
JUTSl CTBOPEHHS OLTbII CKIaAHUX (DYHKIIIHM Ta pO3UIMPEHbD.

VYpaxoByrouu 11 nepearu, Unreal Engine ctae konkypentoM ans Unity Ta

puBadIIt0€ PO3POOHUKIB 3 p13HUX chep TreiMIeBy.
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Pucynok 2.2 — Iutepdetic Unreal Engine 5

Unreal Engine Takox 3a0e3medye JOCTYN JO IIUPOKOTO  CIEKTPY
1H(opManIiHUX pecypciB B IHTEpHETI AJid BUPIIIEHHS P13HUX MPOOJIEM, a TAKOK, 5K 1
Unity, € xpocrmuiatdpopmernnm [37]. B irpoBoMy cepemoBuili iepapXis 00'€KTiB
OpEJCTaBICHA Yy BUIJISAI OKPEMHX €JEMEHTIB, KOXKEH 3 SKHX BOJIOJIE CBOIMH
BJIACTUBOCTSIMH Ta KJIACOM, SIKMI BU3HAYAE I1i BIACTUBOCTI (PUCYHOK 2.2).

[Ile onHOI0O anbTepHATHBOIO MOXKE CTATHU IHIIMN TMOMYJISPHUM IBUTYH —
GameMaker [38]. Lls mumaTdopma BijoMa CBO€I MPOCTOTOK) BHKOPHCTAHHS, IO
pOOUTS 1i MONYJIIPHUM BUOOPOM cepeji MOYaTKIBIIB Y ray31 reiMIEeBY, a TAKOK cepel
JOCBIYEHUX PO3POOHUKIB, Kl MIYKAIOTh IMBUAKI Ta €(EKTUBHI 1IHCTPYMEHTH JIS
CTBOPEHHSI BIJICOITOP.

GameMaker TakoX BIJOMHH CBO€IO KPOCIUIATHOPMEHICTIO, IO JO3BOJISE
pO3pOOHMKAM CTBOPIOBATU ITpu Il pi3HUX MaTdhopmM, BrIodaroun Windows,
macOS, i10S, Android Ta 1Hmi. e pobuts miargpopmy npuBadbIUBUM BUOOPOM AJis
THX, XTO X04€ PO3POOJISATH ITpH JJIsI PI3HUX MPUCTPOIB Ta OMEPAIIHHIX CHCTEM.

[Ile omuiero mepeBaroro GameMaker € mupokuit QyHKIIOHAT, 1110 BKJIIOYAE B
cebe IHCTpYMEHTH Jisi poOOTH 3 rpadikoro, 3BYKOM, (Pi3UKOI0, IITYYHUM IHTEJIEKTOM
Ta IHIIMMU acriekTamu rpu. Lle mo3Bossie po3poOHUKaM CTBOPIOBATH PI3HOMAHITHI Ta

3aXOIUTIO0UI ITpH 0€3 HEOOX1THOCTI BUKOPUCTAHHS CTOPOHHIX 1THCTPYMEHTIB.
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3aranom, GameMaker € MOTY>XKHUM IHCTPYMEHTOM [IJIsi pO3POOKHU BIJI€OITOp,
KU BIJ3HAYAE€THCA CBOEIO MPOCTOTOK) BUKOPHUCTAHHA, KPOCIUIAT(POPMEHICTIO Ta
mmpokuM (yukuionanom. L mnatdopma q03BosIsi€ po3poOHUKaM OyIb-SKOTO PiBHS
JIOCBIly CTBOPIOBATH BJIACHI ITPH MIBUAKO Ta €(PEKTUBHO.

Takoxx onHiero 3 KIOYOBHX ocobmuBocTeit GameMaker € iioro mpocrtuit
iHTepdeiic (pucyHok 2.3), SKUi T03BOJISIE PO3POOHUKAM IIBHKO OCBOITH TUIATPOPMY
Ta Mo4yaTu CTBOproBaTv cBoi irpu. Kpim Toro, miardopma miaATpumye pi3HI MOBU
nporpamyBaHHs, Brmodaroun GML (GameMaker Language) Ta Bi3yanbHe
OporpaMyBaHHs 3a JIOIIOMOIOI0 OJIOK-CXEM, IO poOUTh ii JpPYKHbOK JUIs

KOPHUCTYBAauiB 3 PI3HUM PIBHEM TEXHIYHUX 3HAHb.

o Malnake

0.

R A M)

Pucynok 2.3 — intepdeiic GameMaker

ATNBTEpHAaTUBOIO JBOX BHUIIEONMMCAHUX IBUTYHIB Moxe cratu Cocos Creator
(pucynok 2.4). e muatdopma it po3poOKH irop Ta MyJIbTHMEIIHHUX TOATKIB, sIKa
HaJa€ po3pOOHUKAM IIUPOKUNA HaOIp IHCTPYMEHTIB 1 MOXKJIMBOCTEH ISl CTBOPEHHS
BHUCOKOSIKICHUX irpoBux mpoekTiB. Cocos Creator miaTpuMye KilbKa MOB
nporpamyBaHHs, Bkatoyatoun Objective-C, Swift, C++, JavaScript ta Lua, uo nae

PO3pOOHMKAM MOXJIMBICTh BUOpATH HANOUIBLI 3py4YHY MOBY JJISl IXHBOTO MPOEKTY
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[39]. InTerpoBaHi iHCTpYMEHTH JUIsi CTBOpeHHs Trpadiku, aHimarlii, (i3uKy Ta IHIIHMX

aCIIeKTIB I'PH JI03BOJISIOTH IMIBUIKO Ta €(EKTUBHO peali30ByBaTH 1/1e1 pO3pOOHUKIB.

Pucynok 2.4 — Intepdetic Cocos Creator

OcnosHi BigminHOCTI Mixk Cocos Creator 1 Unity MOXKHA BUAUIMTH HACTYTTHUM

YHNHOM:

Unity miagrpumye C#, JavaScript Ta Boo (aianext Python), Toai sixk Cocos Creator
nigrpumye Objective-C, Swift, C++, JavaScript ta Lua.

Unity no3BoJisie po3poOKy irop aJist pi3Hux miatdopm, Bkirodaroun Windows,
macOS, 10S, Android, Xbox, PlayStation, Toxi sik Cocos Creator 3a3Buuaii
BUKOPUCTOBYETHCS JIsl PO3POOKH 1rop st MOOUTbHUX TIaTGopM, TakuXx sk 10S
ta Android.

Unity BizoM#ii CBOIM MOTY>XHUM TpadiyHUM JBUTYHOM, SIKHI TI03BOJISIE
CTBOPIOBATH BIJIMIHHY T'paiky Ta peanicTuuHi irposi cBitu. Cocos Creator Takox
Mae 1o0puil rpadiuHuil TOTEHI1al, aje He HaCTUIbKH MOTYXHul, gk y Unity.
Unity mae 6€3KOIITOBHY BEPCit0, ajie s JOCTYITY JI0 ACSIKUX PO3IIUPEHUX
byHKII# MOXe 3Han0O0uTH s MaTHa mignucka. Cocos Creator € 6e3k0ITOBHOIO

1aTGOPMOIO 3 BIAKPUTUM BUXITHUM KOJIOM.
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e Unity Ma€ BeIMKY Ta aKTHUBHY CHUIBHOTY KOPUCTYBAYiB, sIKa AUTUTHCS JOCBIIOM
Ta pecypcamu. CrnuipHOTa KoprctyBauiB CoCcoS Creator MeHina, ajie TakKox JTyxKe
aKTHBHA.

e Unity mae Ipy>kHii Ta IHTYITUBHUMN 1HTEp(elic, IO MOJIETUIY€E PO3POOKY HaBITh
715 movaTKiBIB. [HTepdeiic po3pooku Cocos Creator mosxke OyTH MEHIII
IHTYITUBHUM JJIsl HOBAUKiB, aji¢ MPOTIOHY€E OUTbINE THYYKOCTI IS JJOCBIAYCHUX
KOPHCTYBaYiB.

MeHin nomyJisipHOIO anbTepHaTHBOIO € Godot Engine (pucynok 2.5). Ile BiakpuTHii

KpocIIaTOpMOBHI BUTYH, SIKUM po3polssieThess cnuibHOTO Godot Engine

Community [40]. Moro OCHOBHHM IPUHIMIIOM € IOBHA BiAKPUTICTH KOAYy Ta

MaKCHMaJlbHa 1HTEerparlisi, CTBOPIOIOYH CaMOJO0CTaTHE CEPEIOBUIIEC PO3POOKH.

Pucynok 2.5 — intepdeiic Godot Engine

Ie#t nBUTYH pU3HAYCHUI JJII CTBOPEHHS Ir0p Pi13HOTO JKAHPY Ta CKIIATHOCTI 1
BIJI3HAYAETHCS CBOEIO MOTYKHICTIO Ta THYUKICTIO. OJIHI€I0 3 OCHOBHUX 0COOJIMBOCTEN
Godot Engine € #i0oro 6€3KOMITOBHICTh Ta HASIBHICTh BIAKPUTOTO BUX1JTHOTO KOAY, IO
JTIO3BOJIIE PO3POOHMKAM BUIBHO KOPUCTYBAaTHCS Ta MOAM(IKYBAaTH HOT0O 3a CBOIMH

noTpedamu.
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OcHoBui mepeBarn Godot Engine BkIOYalOTh KpOCIUIATPOPMOBICTH, IO
JI03BOJISIE pO3POOHUKAM CTBOPIOBATHU ITPH JJIsl PI3HUX ITIaTPopM, Takux ik Windows,
macOS, Linux, i0OS, Android, WebGL Tta inmi. KpimMm Toro, po3poOHHKH MOXYTh
BUKOPUCTOBYBAaTH pi3HI MOBU IporpamyBaHHs, Taki sk GDScript (cnemiaiabHO
po3po6iena moBa s Godot), C#, C++, Python ta VisualScript, niist ctBopeHHs irop
Ta JIOJATKIB.

Godot Engine Hamae iHTErpoBaHe CepeloBHUIIE pPO3pOOKHM 3 THYUYKUM
iHTEpdeiicom, Mo T03BOJISE JETKO CTBOPIOBATH Tpadiky, aHiMarlito, Hi3uKy Ta JOTIKY
TpHU.

[TopiButoroun iHTepdeiicu Unity Ta Godot Engine, mMoxHa 3a3Ha4YMTH, IO
oOuJBa JBUTYHU MarOTh MPOCTUH Ta IHTYITUBHUU 1HTEp(erc Ta BHUKOPUCTOBYIOTH
lepapxiyHy CTpyKTypy npoekty. Omnak, y BiaminHicTh Bij Unity, Godot Engine mae
lepapXiyHy CTPYKTYpy 3 BKJIAJ€HUMH BKIAJKaMH, [0 JO3BOJIIE 3pPY4YHIIIE
NEpPEeMUKATHCS MK CIEHaMH, PEJaKTOpoM Koy Ta pecypcamu. OOuaBa IBUTYHU
TakoX NpornoHyroTh peaakrop WYSIWYG (What You See Is What You Get), sikuit
J03BOJISIE TIEPETIIAAaTH 3MIHM Y peajJbHOMY 4Yacl Ta CIpus€e IMIBUAKIA HACTPOMII Ta
Bizyamzaiii rpu. [Ipote B Godot Engine 11e#t penaktop O11bII THYYKHI Ta J03BOJISE

OlsIbllIe HAAIITOBYBATH 1HTEp(eric mopiBHAHO 3 Unity.

2.5 BHUCHOBKH /10 APYyTOT0 PO3LTY

CyyacHi eKIIH-ITPH IOCTIMHO BJIOCKOHATIOIOTHCS 3a JIOTIOMOTI'OK) HOBHUX
MEXaHIK Ta OpHUTIHAJBHUX MIAXOJIB J0 TEeHMIUICI0, 00 3aluInaTH T'PaBIliB
3alliKaBJICHUMHU, BUXOIUTH BIIEpe] TIepel KOHKYpPEHTaMH Ta TMPUBEPTaTH HOBUX
y4acHHKiB. KpiM TOTO, pi3HOMaHITHICTh JABUTYHIB, SIKi 3ACTOCOBYIOTHCSI Y CTBOPEHHI
UX 1rop, 30UTbLIY€E PI3HOMAHITTS IFPOBOI IHAYCTPIi. 3 HOTO BUILUIMBAE, 1110 HE ICHYE
OJIHOTO YHIBEPCAJIbHOTO JIBUTYHA JIJIi CTBOPEHHS EKIIH-ITOp, 1 KOXXEH PO3POOHUK

oOupae TOM, STKUI HAWKpaIle BiAMOBIIa€ KOHIEMIII HOTO TPH.
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VY Takux irpax iHTepdenc 3aBXKAU CXOXUW iHTepdeic, ane pi3HUHU CTUIIb
rpadiku. KpiMm TOoro, ocHoBHOIWO (yHKI€ 1HTEepdEHCy € BioOpaKeHHS OCHOBHHMX
MEXaHIK: 37J0pOB's TpaBIls, 30posi TpaBIlsl, apTeakTu TpaBlisd, IPOTUBHUKHU Ta 1HIIIE.

Jiist ctBopenHst 0yB oOpanuit iuryH Unity - KpocriaT(OpMeHHUM THCTPYMEHT,
KU BHUKOPUCTOBYE MOBY mporpamyBaHHs C# depes ii MOXJIMBOCTI Ta 3PYUHICTb.
[Ipote, sik 1 Oyap-sIKWH 1HITUI ABUTYH, Y HHOTO € CBOI HEJIOJIIKH, sIK1 OyJIM OMHUCaHi B
PO3ILIL.

Unity mae psii iepeBar nepe; iHIMUMH IBUryHaMu, Takumi sik Unreal Engine 5,
GameMaker, Cocos Creator Ta Godot Engine. Ilo-niepmie, Unity migTpumye mmupoKui
CHEKTp MmIaTGOpM, L0 103BOJISIE CTBOPIOBATH ITPHU JIJISl PI3HUX NPUCTPOIB, BKIIOYAIOUN
[1K, xoHcou1, MOO1IBHI TesiedoHU Ta BeO-Opaysepu. [lo-apyre, Unity Mae Benuky Ta
aKTUBHY CIUIBHOTY KOPUCTYBAYiB 1 MIUPOKI PECYPCH ISl PO3POOKH, IO BKIIIOYAE B
cebe JOKyMEHTallllo, IUIAriHu Ta pi13HOMaHITHI oHjaiH-pecypcu. Ilo-tpere, Unity
BIJI3HAYAETHCA MPOCTOTOI0 BUKOPHUCTAHHS, 1HTYITUBHUM 1HTEPPENCOM Ta JETKICTIO
OCBOEHHS, 1110 pOOUTH WOr0 JOCTYMHHUM HaBiTh JAJs nmouaTkiBliB. [lo-ueTBepre, mis
nporpamyBaHHsi B Unity BHKOpHCTOBYeTbCS MoBa C#, sKa € TMOTY>XHOIO Ta
MOMYJISIPHOIO cepell PO3pPOOHUKIB, MOJETHIYIOYH MPoIlec CTBOpeHHs irop. Hapermri,
Unity Hajlae mUAPOKI MOKIUBOCTI 17151 po3poOkH gk 2D, Tak 1 3D irop, mo q03Bosisie
peanizyBaTy pI3HOMaHITHI 1€i Ta KoHuemniii. BpaxoByrouu 1i nepeBaru, Unity Moxe

OyTH BUT1THUM BUOOPOM Ji pO3POOKH irop y MOPIBHSHHI 3 IHITUMU TUIaTGOPMaMHU.
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PO31JI 3 IIPOIT'PAMHA PEAJIIBALILA I'PU « CASTLE TRANSYLVANIA»

3.1 TlocTtanoBKa 3aBaaHHs, MpaBUia Ta KOHIEMIIIS TPH

ITepen mouatkoM po3poOku exkmH-Tpu «Castle Transylvania» HeoOXigHO
BUPIIIUTH TaKi 3aBIaHHS:

e o0paTH Ta MpoaHajizyBaTH MapagurMy IporpaMyBaHHs, 3a JOMOMOTOIO SIKO1
OyJie CTBOPIOBATHUCS MTPOECKT;

® [IpOaHali3yBaTH rOTOBI MPOEKTH MO 33JaHOMY >KaHpPY Ta IX reiMIuIeH;

® PO3pOOUTH AM3ANH JJIs MOJABIIOI TPH;

® pPO3pOOUTH 3aCO0U ISl TOAAIBIIIOTO YOCKOHAJICHHSI MPOEKTY;

® JIOCIIIIUTU NOTPeOU K 1HTep(ericy KOpUCTyBaya Mo 3aJaHOMY KaHpPy I'pH;

e [IpoaHalli3yBaTH Ta 00paTu cmocid po3poOKu rpu — iHAI-po3pobOka abdo
pO3p0o0Ka y BEIMKIM KOMITaHii;

e 00patu IrpoBUM JABUTYH IIJ MOTPEOH MPOEKTYy Ta TMOPIBHATH HOro 3
albTepHATUBAMH.

[Ticnst cCTBOpEHHS MPOEKTY TaKOX BaXKJIUBUM OyJe:

® pPO3pOOUTH pEeKOMEHAAIlT MO0 yAOCKOHAJICHHS MPOEKTY ISl TTOAAIBIIOTO
PO3BUTKY;

® [IpOaHaJIi3yBaTH OLIHKK KOPUCTYBauiB a00 TECTEPIB;

® OI[IHUTHU NIEPEBaru Ta HEJOJIIKU CBOTO MPOEKTY.

OcHoBHI mpaBwia rpu. ['OJOBHOIO METOIO TPU € BIKUBAHHS TIpaBLs
SKHAWJIOBIIIE MpPU 3HUINCHHI sSKOMOTa Ounbiie BoporiB. [lpu 1bpoMy rpabito
HapaxoBYIOTHCSI OYOK Ta PECypCH MJis MOKpAILEHHS NepcoHaxka. ['paBIio JaeThbCs
MIEPCOHAX, SKUU BOJIOJIIE MAri€r0 MOCOXiB. ['pa MOYMHAETHCS HA KapPTI 3 PI3HUMH
enemeHTamu jaekopy. IlepcoHaxk kepyerhcs 3a ponoMororo kiaeim WASD, a ataku
NEPCOHAXa € aBTOMATUYHUMH.

Boporu 3'Bisit0oTbCs XBUIISIMH, 1X KIJIBKICTh Ta CHJIa 30UIBLIYIOTHCS 3 YACOM.
KoxeH Bopor Mae yHikaiabH1 BIACTUBOCTI, A€SK1 3 HUX MOKYTh OyTH IIBUIKUMHU, 1HIII

— CTIAKUMHU JI0 TEBHUX THUIMIB aTak. llepcoHaxx wmae 1mIKamy 3I0poB's, sKa



41

3MEHIIYETHCS MPU aTalll BOPOTaMHu, 1 KOJIM 3JI0POB'Sl IOCATAE HYJIS, Tpa 3aKIHUYEThCSI.
BOuTi Boporu 3anuiiaroTh KpUCTaIM JOCBIAY. 3a 310paHi pecypcu rpaBellb MOXKe
o0paTu OKpaIIeHHs 1711 IEPCOHAXKa, TaKi K HOB1 BUIU 30p0i, 30UTBIIIEHHS 3I0POB'S,
IIBUJIKICTh PYXY TOIIIO.

['pa 3akiH4YyeThCS, KOJMU MEPCOHAX BMHpae ab0 KOJIM TpaBellb BUPIIIYE
3aBepmIMTH cecito. Ha ocHOBI yacy BMKHBaHHS, KUTBKOCTI 3HHILEHUX BOPOTIB Ta
310paHuX pecypciB TpaBellb oTpumye (diHanbHuil pesynbrar. Castle Transylvania e
3aXOILTIOI0UOIO0 TPOIO, SIKA MOEAHYE MTPOCTOTY YIPABIIHHS 3 TITMOMHOIO CTpaTETIYHUX
pimieHb. BoHa Bumarae Bij TpaBIlsl IIBUIKOI peakiiii, MIaHyBaHHS 1 MOCTINHOTO
BJIOCKOHAJICHHSI TIEpPCOHA)Xa JJI1 BIDKMBAaHHS B YMOBax TOCTIMHOTO 3pOCTaHHS

3arpo3m.

3.2 Iarepdeiic Ta po3poOka MporpaMHOT YaCTUHH

[Ipu 3anmycKy rpu KOpucTyBad 0a4uTh roJIOBHE MeHIO (pUCyHOK 3.1). Y HbOMY €

nBi ocHOBHI kHomkH: «Play» Ta «Exity. HatucHyBmm Ha xHOTWKYy «Play», rpaBerb

MOJKC II0YaTH I'py. HaTI/ICHYBI]II/I Ha KHOIIKY «EXit», I'paBCIb MOXKC BUMTH 3 I'pH.

Pucynok 3.1 — ['onoBHe MeH!0
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[Tpu 3ammycky rpu Ha eKpaHi BioOpakaeTbes irpoBuii inTepdeiic (pucyHok 3.2),
SKUU BKJIIOYAE: KAy AOCBIAY (Bropi o HeHTpY), piBEHb rpaBIls (Bropi 3;1iBa), Miciie
UL TOCOXiB Ta apredakTiB (Takok Bropi 37iBa), KIUIbKICTh IEPEMOKEHUX
CYNpPOTUBHUKIB (Bropi cIipaBa), irpoBOro rnepcoHaxa (B LEHTp1) Ta MIKAIy 30POB’S
(i1 irpOBUM TIEPCOHAXKEM ).

IaTepdeiic 6yB po3poOieHnii 3 ypaxyBaHHSM TOCTYIMHOCTI CHPUNHATTS IS
HOBUX I'paBIliB, BIH TaAKOX 3a0e3mevyye HeoOX1HY 1HPOPMATUBHICTb.

JluzaiiH TepcoHaxiB, CYNpPOTHBHHKIB, IMOCOXiB, apTedakTiB Ta JeKOpallii

pO3pO6J'IeHHﬁ JIIsA l'Ii)_ITpI/IMKI/I 3arajJbHOI0 CTHIIICTUKH I'pu.

Pucynox 3.2 — Inrepdeiic kopuctyBada

[Ticst mosiBM Ha piBHI Ta OTPUMAHHS KOHTPOJIIO HaJ IFPOBUM MEPCOHAXKEM, Ha
rpaBls MMOYMHAIOTh Harajaatu BOporu (pucyHok 3.3). Boporu MUTTEBO BUSBISIOTH
MICLIE3HAXO/HKEHHS IPaBIS 1 IPSMYIOTH 10 HbOro. KoJii pOTUBHUK HAOIMKAETHCS 10

IrpOBOTO MEPCOHAXa, BiH MOYNHAE aTaKyBaTH.
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Pucynok 3.3 — Mogaeni BoporiB B Ipi

3HaxXO0KEHHS TPaBIl peaTi30BaHO TaKUM aJrOPUTMOM:
void Start()
{

direction = new Vector2();

rb = GetComponent<Rigidbody2D>();

sr = GetComponent<SpriteRenderer>();

target=FindObjectOfType<Player>().transform;

Hp = MaxHp;
¥
public void MoveToPlayer()
{

Vector2 direction = (target.position - transform.position).normalized ;
rb.velocity = direction * Movespeed;
ks
Y wmetoni Start() crmodaTky CTBOPIOETHCS HOBHUI 00'ekT Tumy Vector2 mis
30epiraHHsi HampsMKy pyxy. [loTiM OTpUMYIOThCS TOCHJIAHHS Ha KOMIIOHEHTH
Rigidbody2D Ta SpriteRenderer, siki BUKOPUCTOBYIOTBCS ISl KepyBaHHS (h13UKOIO
00'ekTy Ta BiJOOpa)keHHS HOro Ha €KpaHi BIAMOBIAHO. [lami 3HaXOIUThCS rpaBelb y
rpi 3a gonomororo metoay FindObjectOfType<Player>() Ta 36epiraerbcsi mocuiaHHs
Ha Horo TpaHcdopMallito JUisi MOJAJBIIOrO BiACTEXKEHHS. TakoX, 1HIIIANI3YEThCsS
3I0pOB'St 00'€KTYy 3HAYEHHSM MaKCHUMalIbHOTO 370poB's. Y Meroni MoveToPlayer()
BU3HAYAETHCSI HAMPSIMOK JI0 TPaBI SK BiACTaHb MK MO3UIISIMU TPaBIls Ta IHOTO

00'ekTy, a MOTIM HOpPMaTi3y€eThCsA, 100 OTPUMATH OJUHUYHUN BEKTOp HANpsAMKY. [laii
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BCTAHOBJIIOETHCSI  MIBUAKICTH PyXy OO0'€KTy Yy BHU3HAY€HOMY HampsMKy 3
BukopucTanHaM Rigidbody2D. IlIBuakicTs pyxXy BU3HaYa€eThes 3MiHHOIO Movespeed.
Takum ymHOM, e KOJ 3a0e3meuye pyX O0'€KTy y HampsSMKy TpaBIl 3 TEBHOIO
MIBUIKICTIO.

Boporu 3’sBist0TbCA BUNIJAKOBO Y BU3HAUEHUX TOUKAX, K1 OyJH MOTMepeaHbO
BCTaHOBJICHI. Boporum 3’sBiSIOThCS JMIE TMicis 3HUIIEHHA TnonepenHix. Lle
peaHiBOBaHO HaCTYIIHUM KOOM.

IEnumerator EnemySpawn()

{

for (inti=0; i <volna; i++)

{
randomPosition = UnityEngine.Random.Range(0, spawnPosition.Length);
randomEnemy=UnityEngine.Random.Range(0, enemy.Length);
Instantiate(enemy[randomEnemy],

spawnPosition[randomPosition].transform.position, Quaternion.identity);

yield return new WaitForSeconds(1.5f);

¥

volna++;

}
void Update()

{
enemyL.ist = GameObject.FindGameObjectsWithTag("'Enemy");
if (enemyL.ist.Length > 0)

{
¥

else

{
StartCoroutine(EnemySpawn());
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Meton EnemySpawn() € IEnumerator, 1110 /103B0JisiE BUKOPHUCTOBYBATH HOTO
JUTSl TIOETAITHOTO BUKOHAHHS MOTO 1HCTPYKIIH. Y 1IbOMY METOJI BUKOPHUCTOBYETHCS
UK for myiss CTBOpEHHSI BOPOTIB B 3a/JaHii KUIBKOCTI XBWJIb. J[JI1 KOXKHOI XBHII
TeHEPYIOThCS BUIAIKOB1 MO3UIIIT /111 CTBOPEHHS BOPOTiB Ta BUMAJAKOBUIN TUIT BOPOTa
3 Bukopucrtanusam Merony UnityEngine.Random.Range(). IlotimM Bopor cTBOproeTbest
3a gornomoror QyHkii Instantiate() 3 BUKOPUCTAHHAM BHITaKOBOI MO3HUIIIT Ta THITY
BOpOra, MICJIsl 4Oro HacTae 3aTpuMKa Ha 1.5 cekyHAu A HacTymHOro Bopora. Y
metoai Update() orpumyeThcst MacHB BCix 00'ekTiB 3 Terom "Enemy". SIkmio Ha ekpaHi
€ 11I€ KUB1 BOPOTHU, HIYOTO HE BIJIOYBA€EThCS. SKIIO 5K BCl BOPOTH BOUTI, 3aITyCKAETHCS
kopyTuH EnemySpawn() 1151 moyaTKy HOBOi XBHJII BOPOTIB.

VY rp1 30post Biairpae KJtO4OBY poJib y BHKUBaHHI rpaBls Ta 00pOTHO1 MpOTH
opZl BoporiB. OCHOBHOIO 30pO€10 € MariyHi MOCOXH, SIKi BUKOPHUCTOBYIOTh MariduHi
3apsAad Uil aTakd BOPOTIB. ICHYIOTH TpH BUIM MOCOXIB: 3BHYAaWHUIA, BOTHSHHIA,
31pKOBHI1, a TAKOK OJIHa MariyHa cokupa. KoxkHa 30post Ma€e yHIKaJIbHYy TOBEAIHKY .

3BuvaitHuil mocox (pucCyHOK 3.4) CTpuUIsi€ CHHIM MaridyHUM CHapsioM, SKUI
JETUTh J0 HaWOmmk4yoro Bopora Bl TpaBid. llomryk HaiOmmx4doro Bopora
peaizoBaHO B Ha MOBI mporpamyBanHs C# HaCTYITHUM YMHOM:

GameObject MinDistanc()

{

float distanc;
float minDistanc=float.MaxValue;
foreach(GameObject go in enemy)
{
distanc = (transform.position - go.transform.position).magnitude;
if (distanc < minDistanc)
{
minDistanc = distanc;

closerEnemy = go;
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return closerEnemy;

b

OcHOBHMIA aITOPUTM CKJIala€Thes 3 UKy foreach, sikuit mepedupae Bci 00'ekTH
BOPOTiB 3 KOJEKI[ii enemy. /I KOXXHOrO BOpora OOYHCIIOETHCS BIACTaHb 0
MOTOYHOTO  O00'ekTa  3a  gomoMoror  Bupazy  (transform.position — —
go.transform.position).magnitude, sKkuii BHKOPHUCTOBYE MeTOn .magnitude s
OTPUMAaHHS JJOBKUHHU BEKTOPA, 10 MIPEACTaBIILE€ COOOI0 B1ICTaHb MIXK JJBOMA TOUYKAMHU
B MpOCTOpi. SIKIIO MOTOYHA BiJCTaHb MEHIIA 3a MiHIMAJbHY 3HaiIeHy A0 LIbOTO
MOMEHTY BijJcTaHb, 3MiHHI minDistanc Ta closerEnemy OHOBIIOIOTBHCS BIAMOBITHO.
[Ticnst 3aBepiiieHHs UKITY METOJ MMOBEpTae HAHOMMKYUN 3HAMIEeHUH 00'€eKT BOopora.
[eit meTon epeKTUBHO OOYHUCIIOE 1 MOBEPTAE HAUOIMKYMN BOPOT O MOTOYHOIO

00'eKTa, BUKOPUCTOBYIOUH MIPOCTY JIIHIMHY MEPEBIPKY BCIX BOPOTIB Y KOJEKIIII.

Pucynok 3.4 — Mogenb 3BU4aliHOTO IOCOXY

BorusiHuii  mocox (pucyHok 3.5) cTpuIsie BOTHSHUMH  KYJSIMH, SK1
CIPSIMOBYIOTHCSI Ha HaWOLIBIN BIJJAJICHOTO BOpOTa Bia irpoBoro mepcoHaxa. Llei
MOCOX, Ha BIAMIHY BiJ TIEPIIOTO MOCOXY, 3aB/Ia€ 3HAYHO OUIBIIE MIKOAN BOpOTaM, a

Horo cHapsau Habarato OUIBIII, 1110 MOJIETIIYE BIy4YaHHs 10 BOPOTrax.
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Pucynok 3.5 — Mopenb BOTHSIHOTO MIOCOXY

3ipkoBuil MOcoX (pUCYHOK 3.6) € YHIKaIbHOIO 30pO€T0, siIKa BUITYCKAa€ MaJICHbKI
31pOYKHM, IO AaBTOMATHUYHO IEPECHIIyI0Th HAHOJMKYOro BOpora A0 IFPOBOIO
nepcoHaxa. Lli 3ipouku MaroTh BOyJOBaHYy CHUCTEMY HaBEICHHS, SIKa JI03BOJISIE 1M
CaMOCTIMHO 3HAXOJUTH IUIb 1 TOYHO Bpa)kaTu 1i, 3a0e3Meuyloyd MaKCHUMAaJIbHY
e(peKTHBHICTh Yy ©0010. 3aBOJKH LI OCOOJHMBOCTI, 3IPKOBHI IOCOX CYTTEBO
BIJPI3HAETHCS BIJ HEPILIOTO MOCOXY, 3 SKUM TpaBelb MII JIETKO MPOMaxXHYTHCS.
3ipKOBUH MOCOX TapaHTye€ BIy4aHHS IO BOPOTry, IO POOUTH HOro Haa3BUYAIHO
KOPHUCHUM 11 OOPOTHOU 3 MIBHAKUMH Ta MAaHEBPEHUMHU MTPOTUBHUKAMH, a/IKE KOXKEH
BUITYIIICHUI CHApPsJ] CAaMOCTIMHO KOPUTYE CBIH KypC, JOCATAIOUM II1JII HE3aJIEHKHO BiJl
il pyxy. Ile poOuTh 31pKOBHI1 TOCOX OJJHUM 3 HAMHAIIMHIMINX Ta HAWTOYHIIIIUX BUIIB

30po1 B apceHalti IrpoBOTo MePCOHAXKA.

o

Pucynok 3.6 — Mojenb 31pKOBOro OCOXY
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Mariuna cokupa (pucyHokK 3.7) y CBOIO 4epry € HauCUJIBHIIIUM MPEIMETOM Y
rpl 1 3aBjae HAWOUIBINOI MIKOAM CYNPOTHMBHUKAM, NPOTE€ BHMAara€ BijJ TpaBLs
BUKOHYBATH MIEBHI YMOBH 1100 peaji3zyBaTH IO KOy, aJKe Ha BIIMIHY Bij] ITOCOXIB,
COKMpa 3aBJa€ IIKOJAU TIIbKM Y TIEBHUX HampsIMKax BIJ TIOJOXKEHHS TpaBlif,
BIJIMIOBITHO BiJ] TpaBIls MOTPIOHO MPaBUIBHO MO3UIIIOHYBATH cebe 11010 BOpora, 1mob
3aBJaBaTH HAWOUIBIII MOKJIMBOI IIKOAHW CYNPOTHBHUKaM. [liAKugaHHS Bropy IBOX
COKHD, K1 TIOTIM MaIal0Th Ha BUTMIAJKOBOTO BOPOra, peajizoBaHe aJlrOPUTMOM:

void Start()

{

rb = GetComponent<Rigidbody2D>();

StartCoroutine(DestroyObject());

Vector2 deflection = new Vector2(Random.Range(-2, 3), Random.Range(-2,
3));

rb.AddForce(deflection+ Vector2.up *10f, ForceMode2D.Impulse);

b

Merton Start() BUKIMKaeThbCs Mpu akTuBalli o0'ekta. [lepmmii psimok komxy
orpumye komroHeHT Rigidbody2D, sikuit nomae ¢izuuHi BIacTUBOCTI 10 00'€kTa, 1
30epirae Moro B 3MiHHY rb. [lami, Mmerox 3amyckae kopytuny DestroyObject(), sika,
BI/IMOBIIA€ 3a 3HUIIEHHS 00'€KTa Micis MEeBHOro nepioay yacy. I1oTiM cTBOprO€ThCs
BekTop deflection 3 BuUManKOBUMH 3HAUYEGHHAMH Bi -2 70 2 mo o6ox ocsx. o
komnoHeHTa Rigidbody2D nonaerbces cuna. Lst cua € cyMoro BUMAJAKOBOTO BEKTOPY
deflection 1 BekTopy, cupsiMmoBaHOro Bropy 3 BenuuuHow 10. BukopuctoByeTbes
pexxum Impulse, sikuil 1o1a€ MUTTEBY CUITY 10 00'€KTa, 3MYIIYIOYH HOTO pyXaTHCS.
Meton Start() BUKOHye€ TNOYAaTKOBY iHIIIadi3allil0 00'€KTa, 30KpeMa: OTPUMYE
komnoHeHT Rigidbody2D, mo0 3abe3neuntd (GizuyHy B3aeMonil0 00'ekTa 3
HABKOJIMIITHIM CEPEIOBUIIICM, 3allyCKae KOPYTHHY IS MaHOYTHBOTO 3HHIINEHHS
00'ekTa, Ta 10Ja€ BUMAJAKOBY CHITY 710 00'€KTa, 11100 HaaTH HOMY ITOYaTKOBUH IMITYJIbC
1 HampaBUTU MOrO0 Bropy 3 BHUMAAKOBUM BimxwmieHHsM. lleiri meron 3abesmedye
JUHAMIYHUM TIOYaTOK pyXy oO0'ekTa B Tpl, IO POOUTH KOro MOBEIIHKY OUIbII

Hernepea0auyBaHOO Ta IIKABOIO JIJISt TPABIIS.
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Pucynok 3.7 — Mojenb 31pKOBOT0 MOCOXY

Aptedaktu B Castle Transylvania HaiatoTh TpaBIfiO 10JaTKOBI MOKJIMBOCTI Ta
MOKpAIIeHHs, MiABUIIYIOUM iXHI IMAHCH Ha BWKMBAHHSA Ta €(PEKTUBHICTH y OOI0.
ApTedaktd MOXYTh 30UTBIIYIOTh TMOKA3HUKHA 3J0pOB’S, PETeHEpalliio, MKOAY IO
OPOTUBHUKAM Ta IIBUJKICTh MEPECyBaHHs O3BOJIAIOUM TPaBLIO aJanTyBaTH CBOI
cTparerii Ta cTiii rpu. Bubip npaBunsHOTr0 Habopy 30poi Ta apTedakTiB € KIFIOYOBUM
JUTSL TOCSITHEHHS YCITIXY Ta BIDKUBAHHS Y CYBOPOMY CBITI T'PH.

Jlist orpuMaHHsT HOBO1 30poi abo apredakTy HEOOXITHO MIiJBUIIUTH PIBEHb
rpaBus. 11[o0 minBuIUTH piBEeHB, TpaBellb MOBUHEH 30MpaTH chepu IOCBiLYy, SKi
BUIAJAIOTh 13 epeMokeHuX BoporiB. Koiu rpaBens Hakonuuye JOCTaTHIO KUJIBKICTh
JIOCBily, HOTO PiBEHH MiABUIIYETHCS, 1 HOMY MPOMOHYETHCS BUIAAKOBHI apTedakt

a00 BuIaKoBa 30post (PUCYHOK 3.8).

pla & 2 3
health enemies

Pucynox 3.8 — Bubip 36poi abo aptedakrin
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KirouoBuMm enemeHnToM ¢iHany € 30upaHHs SKOMOra OUIbIIOI KUTBKOCTI OYOK 1
peCypciB 10 MOMEHTY HEMHHYYOI MTopa3ku. [IpoTarom rpu rpaBiii BOMBAIOTh BOPOTIB,
30MparoTh KOPHUCHI MPEAMETH, SKi JTOMOMArarTh M MOKpaIlyBaTH CBOi 3M10HOCTI 1
JocATaTH O1TBIT BUCOKUX Pe3yibTaTiB. UMM MOBIIIE TpaBellb BUTPUMYE aTaKh BOPOTiB
1 30upae pecypcH, TUM BHII HOTO IMJICYMKOBI Oany Ta THUM OUIBIIIE MOKIUBOCTEH
BIJIKPUBAETHCS JIJIS1 TIOKPAIICHHS IEPCOHAXka B T'Pi.

[Ticns 3aBepiieHHS piBHSA TpaBellb OTPUMYy€E TIACYMKOBUW €KpaH 3
pe3ylbTaTaMy, Jie BKa3aHO KUIbKICTh 310paHuX pecypciB, BOUTUX BOPOTiB, 3100yTHX
JIOCSITHEHb Ta 1HITY CTaTUCTUKY. L1 JaHi MOXYTh OyTH BUKOPHUCTAHI JIJIsl TOKPAILICHHS

IICPCOHAXKa abo pO36JIOKYBaHH51 HOBHUX MOKJIMBOCTEH I HACTYITHHUX iFOp.

3.3 BUCHOBKH 10 TPETHOTO PO3LITY

VY TpeTboMy po3AiTl AUIIOMHOI poOOTH OyJiM PO3MISTHYTI €Taru, CKJIaJoBl Ta
NpakTU4HI acrmekTu po3poOku rpu Castle Transylvania wa mrargopmi Unity i3
BUKOPUCTAaHHSAM MOBH IporpamyBaHHs C#.

VY mporieci BUKOHAHHS PO3JILUTY OTPUMAHO TaKl Pe3yJIbTaTH:

e 0Oyl0 peali30BaHO CHCTEMY TMporpecii mepcoHaxka, IO BKJIOYae HaOIp
PI3HOMaHITHUX HAaBUYOK Ta 30poi, sIKI rpaBelb MOKe 3700yBaTH Ta pO3BUBATH B
poIIeCl TPH;

® [IPOBEACHO ONTHUMI3ALIIO0 I'PHU AJIs1 3HUKEHHS 3aTPUMOK Ta MiABUILIEHHS SIKOCTI TPH;

® PO3pOOJICHO IHTYITUBHO 3p0O3yMUIHH 1HTEpdeEiic, Mo 3a0e3nedye JISTKUi T0CTYII 10
OCHOBHUX (DYHKIII¥ I'pU Ta MOKPAIILy€ B3AEMO/I110 TPABIIIB 3 IrPOBUM CEPEIOBUILIEM,;

® [IPOBEACHO TECTYBAHHS I'PH 13 3TyUEHHSIM IPEICTABHUKIB LILTOBOT Ay IUTOPII, 1110
JTIO3BOJIMJIO BUSIBUTH CHJIBbHI Ta C1a0Ki CTOPOHU MPOEKTY.

Ha ocHOBiI oTpumaHuX BiAryKiB OyJO BHECEHI KOPEKTHBH, 10 MOKpPAIIUIU
3arajpbHy SIKICTh TPH Ta 3aJ0BOJBHUJIM TOTPEOM KOPHCTyBadiB. 30Kpema, Oyiio
JIOOTPAIlbOBAHO OaaHC MK PI3HUMHU TUIAMU 30p0i Ta HABUYOK, a TAKOXK MOJITIIIEHO
MEXaHIKy aJianTarlii CKJIaJHOCTI, 1110 JO3BOJIMIO 3pOOUTH TPy O1IBII JUHAMIYHOIO Ta

I[IKaBOIO JJISI TPABI(IB 3 PI3HUM PIBHEM ITIATOTOBKH.
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CdopMyniboBaHO peKOMEHAAIl IMIOAO PO3IMIMPEHHS IFPOBOIO KOHTEHTY,
BJIOCKOHQJICHHS ICHYIOUMX MEXaHIK Ta aKTHUBHOI MIATPUMKU CIUIBHOTH T'paBIIiB.
30kpemMa, peKOMEHI0BAHO JI0JIaTH HOBI PiBHI, MEPCOHAXIB, 30pOI0 Ta HABUYKH, IO
3a0€3IeUnTh I11e OUIBITY peirpadebHICTh Ta 3alyYeHHSI HOBUX KOpUCTyBauiB. Takox
3alPOTIOHOBAHO BIPOBAJUTH CHUCTEMY PETYISIpHUX OHOBJICHh Ta IBEHTIB, IO
CTUMYJIFOBATUME TPABIIiB TOBEPTATHUCS IO TPH.

BuznaueHo HampsiMu JIJIs1 BOPOBAKEHHSI HOBUX 1HHOBAIINA Ta TEXHOJIOTIH, 1110
3a0e3neyaTh MOAAJIBIINM PO3BUTOK Ta KOMEpIiMHHMA ycmix rpu. Y 1pi OyB
pO3po0JIeHUH YHIKATBHUMN CTHIIb, KOHIICTIIIIS Ta 3pyYHUl 1HTEpdeiic.

TakuM YUHOM, TpETilt PO3ILT pPOOOTH JIEMOHCTPYE MPAKTUYHY peani3alliio
po3poOku rpu Castle Transylvania, sxa BignoBimae cyyacHUM BUMOTaM iHAYCTpIi Ta
BpPaxoBy€ MOTpPeOH IIIbOBOI ayauTopii. JloCATHYTI pe3ylbTaTd MiATBEPIKYIOThH
e()EeKTUBHICTh OOpaHUX TEXHOJIOTIM Ta MIAXOJIB, IO € OCHOBOK JJIsI MOJAJIBIIOTO

BJIOCKOHAJICHHS MPOEKTY.
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BHUCHOBKU

VY nmawniit kBamidikariitHii podoTi OyIn AOCTIHKEHI 0COOIUBOCTEN TEXHOIOTIH
mporpaMHoOi peaiizaiii exmH rpu mia HazBoro Castle Transylvania, 3 yHIKaJbHUMH
IrpoBUMH MeXaHikamH. B mpoiieci mpoBeneHoro AocikeHHs Oynu oOpaHi mporpaMHi
3acobu Unity ta C# nns peanizanii rpu.

I'pa Castle Transylvania, mocsirma MOCTaBICHHMX MiJIeH Ta MiATBEpIUIIa
e(eKTUBHICTh 0OpaHUX TEXHOJIOTIN 1 MiAXO0IB. Y mporieci poboTu Oyso 3AiICHEHO
JETAIbHUIM aHalll3 Cy4YacHHX TEXHOJIOTIH 1 MOB MpPOTrpaMyBaHHS, IO J03BOJIUJIO
3pobutn OOrpyHTOBaHMU BHOIp Ha kopucth MoBu C# Ta miardopmu Unity. Ile
pilieHHs 3a0€3MeYMII0 BUCOKY SIKICTh PO3POOKH Ta MOXJIMBICTh peaizallii CKJIaJHUX
ITPOBUX MEXaHiK.

Oco6nuBa yBara Oyya npuaiieHa po3poOIll YHIKAIbHUX ITPOBUX MEXaHIK, SKi
BUPI3HAIOTH Py Cepel IHIIUX irop. BoHU BKIIIOUaOTh O€3KIHEUHY MPOKAYKy 30poi Ta
aptedaxTiB, 7€ TpaBelb 3 KOKHUM HOBUM PIBHEM OTPUMYE MOMIIMBICTH BIJKPUBATH
HOBI apTedakTu Ta 30poro. Lle He TUTbKU CTUMYJIIOE IHTEpEC JI0 TPH, ajie i 3abe3neuye
BHUCOKY Peirpa0eIbHICTb.

AHani3 IrpoBHX MEXaHIK Ta iX BIUIMBY Ha IFPOBHI MpolEeC MOKa3as, IIO0 rpa
YCOIIIHO TMOENHYE TMPOCTOTY YIPaBIIHHA 3 TJIMOOKOI Ta 3aXOIUIIOIOUYOIO
reMMIUIEHOI0 CUCTEMOI0. ['paBIIsIM MPOMOHYEThCS IMUPOKUNA BHOIp cTpaTeriil ass
BIDKVMBAHHS, [II0 BUMArae BijJl HUX aIarnTailii Ta IpUAHSITTS MIBUIKUX PIIICHh B yMOBax
MOCTIITHO 3pOCcTar04oi cKiIaaHOCTI. [I[pakTHUHOIO IHHICTIO TPH € po3BaXKajbHI 1. Ha
OCHOBI IIPOBEJEHOTO JOCITI/DKCHHS MOXHA 3pOOMTH KiIbKa BHCHOBKIB Ta HaJaTH
peKOMeH allii 010 MOAATBIIOr0 PO3BUTKY Ta BAOCKOHANECHHS rpu. Cepen HUX:

1. JlomaBaHHS HOBHX IIEPCOHAXIB, MOHCTPIB, JIOKAIlli Ta KapT pPO3MHUPUIO O
reiMILIeHI MOXJIMBOCTI Ta 30UTBIINIIO O BapiaTUBHICTh IPH, 3a0€31euyoun O1IbIII
JIOBFOTPUBAJIMH 1 3aXOILTIOIOYUHN JOCBIJ JJIsS TPABIIIB.

2. BrockoHaneHHs ICHYIOUMX MEXaHIK Ta TOCTIHHE OHOBJICHHS Ta TMOJIMIIEHHS
ICHYIOUMX ITPOBUX MEXaHIK, TaKMX SK OajaHC TpaBIliB Ta MOHCTPIB, aJanTaiis

CKIAQIHOCTI TpH, ONTUMI3alis 1HTepdelicy Ta YNpaBIiHHSA, JO3BOJIHUTH
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MIITPUMYBATH BUCOKUM PIBEHB 33JI0BOJICHHS BiJl IpH Ta 30€piratu iHTEpeC rpaBIiiB
Ha TPUBAJIHMHA TEPMiH.

3. BopoBapkeHHs HOBUMX IHHOBAIlid 3a JOMIOMOTOI0 HOBAaTOPCHKHUX 1A Ta
TEXHOJIOT1H.

4. JlomaBaHHS YHIKQJIBHUX 3BYKIiB JJIs KOXKHOI 30poi abo B3aemo/ii, Ta My3uku (1e

HACUTHUTH ITPOBUI MPOIIEC Ta MO3UTUBHO MO3HAYUTHCSA HA CHPHUHATTS TPABISIMH

atMocdepn).

JlomioBHEHHS TPH PI3HOMAHITHUMH TEMAaTUYHUMH aHIMAIlISIMU.

[lepeknaza rpu Ha iHIIII MOBH (B TOMY K IOPAJIKY 1 HAa YKPATHCHKY ).

Po3pobinienns 613HeC-MO/1e1 17151 TOAATBIIOT0 3aTy4YeHHS IPABIB.

©© N o O

JlonaBaHHs e€BOJIOLIL JJ1s 30poi (3MiHIOE 0a30BY 30pOI0 Ha CHUJIBHIIITY MOKpPAILEHY
30pO10, 32 HaABHOCTI TIEBHOTO apTeaKTy).

9. JlomaBaHHS MYJBTHILICEPY 0 TPH.

10. JlomaBaHHS CIOXKETHOI JIiHI{.

Ha moment Hamucy kBamidikaiiiiHoi poOoTu Tpa cTpaxxaae Ha mpodieMy
BIJICYTHOCTI 3BYKiB, My3HKH Ta MaJly KUIbKICTh MepcoHaxiB. bynu nepemkonu npu
CTBOPEHHI YHIKaJbHUX MEXaHIK, TaKWX SK CTBOPEHHS BHUIMAJIKOBUX KapT MJis
MOKpAIIIEHHs] TIePCOHAXy Ta 1i MporpamMHa peaiizaiis, ajie i npodjeMu Oyio
BUPILIEHO.

Ha mincTaBi BiATYKiB TpaBIliB TPY MOKHA 3pOOUTH BHCHOBOK, 110 Tpa OTpUMasa
MO3UTUBHUM MPUIOM BiJl IIUILOBOI ayUTOPil Ta Oyja OLIHEHA HUMH SK YCHIIIHUN
npoaykT. Ile cBimuuTh mpo edeKTHBHICTH PO3POOKH Ta 3a7O0BOJICHHS MOTPEO
KOPHUCTYBauiB. [3 aHaIi3y BIATYKIB CTa€ 3pO3YyMUINM, IO TIPH MOJATBIIIOMY PO3BUTKY
IpU [USIXOM JOJaBaHHS HOBOTO KOHTEHTY Ta BHIPABICHHS HEMOJIKIB MOXKHA
OYIKyBaTH KOMEPIIITHOIO YCIiXy, OCOOJIMBO MPHU BAATUX MApKETHUHIOBHUX 3aX0Aax. 3

(b1HaNTbHUMHU pe3yibTaTaMu pOOOTH MOKHA O3HAMOMHUTHCH 3a IOCHIIaHHAM [41].



=

54
CIIMCOK BUKOPUCTAHUX JOKEPEJI

Retro Diary. Retro Gamer. Bournemouth: Imagine Publishing (104): 2012.
Okita, Alex. Learning C# Programming with Unity 3D, second edition, 2019. —
690 c.

Hcropus paspadbotku Sonic the Hedgeho

URL: https://drukarnia.com.ua/articles/super-mario-istoriya-naividomishoyi-v-

sviti-videogri-XGGxB (nata 3Bepaenns 11.04.2024)
Hctopus pa3padotku Sonic the Hedgehog

URL :https://sonic.fandom.com/ua (mara 3sepuenns 11.04.2024)
IcTopist pO3BUTKY KOMIT FOTEPHOI Ipadiku
URL:https://wiki.cusu.edu.ua (nata 3Bepuenns 11.04.2024)
CoulanpHl Mepexi Ta MOOUIBHI TIATPOpMHU
URL:https://inproject.org (nata 3sepHenHs 11.04.2024)
P03BUTKOM CTPIMIHTOBHX CEPBICIB

URL:https://ua.hive-mind.community/blog/442,comu-striming-staje-dedali-
populyarnisim (nara 3BepHenns 11.04.2024)

CyuacHi irpu

URL:https://www.microsoft.com/uk-ua/store/top-free/games/pc (mata
3BepHeHHA 11.04.2024)

MoO11bH1 JOJAaTKH

URL.:https://marketer.ua/ua/the-most-popular-apps-downloaded-by-ukrainians/
(mata 3BepHenns 15.04.2024)

10.CouianbHi Mepexi Ta MOOUIBHI TUIATGOPMU

URL:https://inproject.org (nata 3eepuenns 15.04.2024)

11. Inpopmauist mpo RuneScape

URL:https://play.runescape.com/ (narta 3sepueHHs 17.04.2024)

12. Nani komnanii UNIT.Cito

URL:https://unit.city/ (nata 3Bepuenns 17.04.2024)

13.Jlani Ipo KOMaHIU CTYIIN


https://drukarnia.com.ua/articles/super-mario-istoriya-naividomishoyi-v-sviti-videogri-XGGxB
https://drukarnia.com.ua/articles/super-mario-istoriya-naividomishoyi-v-sviti-videogri-XGGxB
https://www.microsoft.com/uk-ua/store/top-free/games/pc
https://play.runescape.com/
https://unit.city/

55

URL:https://newlms.magtu.ua/course/view.php?id=29522 (mata 3BepHEHHs
18.04.2024)

14. Kommanii B Ykpaini
URL.:https://speka.media/100-naipributkovisix-it-kompanii-ukrayini-
98grkp?utm_source=google&utm_medium=cpc&utm_campaign=2110768193
1&gad_source=1 (mata 3BepHeHHs 18.04.2024)

15. Indopmariist mpo Steam
URL.:https://store.steampowered.com/about/index.html?l=ukrainian (mata
3BepHeHHs 20.04.2024)

16. Indopmaris mpo Microsoft
URL:https://news.microsoft.com/ua-ua/ (nara 3eepuenns 20.04.2024)

17. Ponib y pO3BUTKY 1HAI-IHAYCTPil B YKpaiHi
URL:https://dou.ua/forums/topic/32078/ (nara 3Bepuenns 25.04.2024)

18. Devolver Digital
URL:https://www.devolverdigital.com/ (nata 3Bepuenns 26.04.2024)

19. Cranom Ha 2023 pik game developer
URL.:https://gamedev.dou.ua/articles/top-gamedev-companies-winter-2022/
(marta 3BepHeHHs 26.04.2024)

20. Tndopwmariis mpo Dead Cells
URL.:https://store.steampowered.com/app/588650/Dead_Cells/ (maTa
3BepHeHHs 30.04.2024)

21. CyuacHi roguelike-exiau
URL:https://mmol3.ua/games/feature/action-roguelike ~ (mata  3BepHeHHS
30.04.2024)

22. Tnopmariist mpo Vampire Survivors
URL:https://store.steampowered.com/app/1794680/Vampire_Survivors/ (nara
3BepHeHHs 30.04.2024)

23. Indopwmarris mpo Brotato
URL.:https://store.steampowered.com/app/1942280/Brotato/ (mara 3BepHEHHS
2.05.2024)


https://newlms.magtu.ua/course/view.php?id=29522
https://speka.media/100-naipributkovisix-it-kompanii-ukrayini-98grkp?utm_source=google&utm_medium=cpc&utm_campaign=21107681931&gad_source=1
https://speka.media/100-naipributkovisix-it-kompanii-ukrayini-98grkp?utm_source=google&utm_medium=cpc&utm_campaign=21107681931&gad_source=1
https://speka.media/100-naipributkovisix-it-kompanii-ukrayini-98grkp?utm_source=google&utm_medium=cpc&utm_campaign=21107681931&gad_source=1
https://store.steampowered.com/about/index.html?l=ukrainian
https://news.microsoft.com/ua-ua/
https://dou.ua/forums/topic/32078/
https://www.devolverdigital.com/
https://gamedev.dou.ua/articles/top-gamedev-companies-winter-2022/
https://gamedev.dou.ua/articles/top-gamedev-companies-winter-2022/
https://store.steampowered.com/app/588650/Dead_Cells/
https://mmo13.ua/games/feature/action-roguelike
https://store.steampowered.com/app/1794680/Vampire_Survivors/
https://store.steampowered.com/app/1942280/Brotato/

56

24. Tadopmariis ipo Children of Morta
URL.:https://store.steampowered.com/app/330020/Children_of Morta/  (nara
3BepHeHHs 2.05.2024)

25. Tndopmariis mpo Death Must Die
URL:https://store.steampowered.com/app/2334730/Death_Must_Die/  (mara
3BepHeHHs 2.05.2024)

26. Jez Humble, David Farley. Continuous Delivery: Reliable Software Releases
through Build, Test, and Deployment Automation (Addison-Wesley Signature
Series (Fowler)). 2010. — 512 c.

27. Indopwmartist mpo .NET Core
URL:https://learn.microsoft.com/ua-ua/dotnet/core/introduction (mata
3BepHEHHs 5.05.2024)

28. Indopwmariis mpo Windows Presentation Foundation
URL:https://learn.microsoft.com/ua-
ua/dotnet/desktop/wpf/overview/?view=netdesktop-8.0 = (mara  3BepHEHH:
7.05.2024)

29. UnityScript’s long ride off into the sunset — Unity — Blog.
URL:https://blog.unity.com/community/unityscripts-long-ride-off-into-the-
sunset (gara 3BepHenHs 7.05.2024)

30. XmapHi cepBicu C#

URL:https://training.epam.ua/ua/blog/491(nata 3Bepuenns 10.05.2024)

31. Koctpuba O.B. OcnoBu mnporpamyBanns. Yactuna 1. Visual C# Express
Edition / O.B. Koctpuba. — binorip’si, 2008. — 74 c.

32. Unity indie game solutions — Unity.

URL :https://unity.com/solutions/indie (nata 3Bepuenns 10.05.2024)

33. MoBwu Ha sikux MokHa nucatu B Unity
URL:https://itproger.com/ua/ (nara 3eepuenns 13.05.2024)

34. Scripting API: MonoBehaviour
URL:https://docs.unity3d.com/ScriptReference/MonoBehaviour.html (maTa
3BepHeHHs 13.05.2024)


https://store.steampowered.com/app/330020/Children_of_Morta/
https://store.steampowered.com/app/2334730/Death_Must_Die/
https://learn.microsoft.com/ua-ua/dotnet/core/introduction
https://learn.microsoft.com/ua-ua/dotnet/desktop/wpf/overview/?view=netdesktop-8.0
https://learn.microsoft.com/ua-ua/dotnet/desktop/wpf/overview/?view=netdesktop-8.0
https://training.epam.ua/ua/blog/491
https://itproger.com/ua/
https://docs.unity3d.com/ScriptReference/MonoBehaviour.html

S7

35. Build your WebGL application
URL.:https://docs.unity3d.com/Manual/webgl-building.html (mata 3BepHeHHs
16.05.2024)

36. Ul Toolkit
URL:https://docs.unity3d.com/Manual/UlElements.ntml  (mara  3BepHEHHSA
16.05.2024)

37. Introduction to Blueprints | Unreal Engine 4.27 Documentation — Unreal
Engine.

URL:https://docs.unrealengine.com/4.27/en-
US/ProgrammingAndScripting/Blueprints/GettingStarted/ (nara 3BepHeHHS
17.05.2024)

38. Make 2D Games With GameMaker
URL:https://gamemaker.io/ua/ (nara 3eepuenns 20.05.2024)

39. Cocos Creator
URL:https://www.cocos.com/en/creator (mnara 3sepaenns 20.05.2024)

40. Godot Engine
URL :https://godotengine.org/ (nata 3eepuenns 20.05.2024)

41. Google drive
URL:https://drive.google.com/drive/folders/IEYTZZZnMHh7XAAYyAOp4D
RGVwtk1lkpOZ?usp=sharing (mara 3Beprenns 27.05.2024)


https://docs.unity3d.com/Manual/webgl-building.html
https://docs.unity3d.com/Manual/UIElements.html
https://docs.unrealengine.com/4.27/en-US/ProgrammingAndScripting/Blueprints/GettingStarted/
https://docs.unrealengine.com/4.27/en-US/ProgrammingAndScripting/Blueprints/GettingStarted/
https://gamemaker.io/ua/
https://www.cocos.com/en/creator
https://godotengine.org/
https://drive.google.com/drive/folders/1EYTZZZnMHh7XAAYyA0p4DRGVwtk1kpOZ?usp=sharing
https://drive.google.com/drive/folders/1EYTZZZnMHh7XAAYyA0p4DRGVwtk1kpOZ?usp=sharing

JIOJIATOK

JlicTuHr nporpaMu

using System.Collections;

using System.Collections.Generic;

using System.Runtime.CompilerServices;

using TMPro;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.UI;

public class Player : Characteristic

{

bool faceRight = true;

public Animator animator;
[SerializeField] GameObject[] allWeapon;
public GameObject[] weaponPrefab;
[SerializeField] GameObject[] cards;
[SerializeField] GameObject canvasDied;
private Rigidbody2D rb;

Vector2 moveVector;

public Image expBarImage;

public Image hpBarImage;

public TextMeshProUGUI lvlInterface;
private int maxExp = 10;

public int exp = 0;

[SerializeField] int lvl=1;
[SerializeField] float cooldawnBulet;
public int regenerationInSecond;
private bool isCooldawnBulet=true;
private bool isCooldawnAxe=true;
private bool isCooldawnStar=true;
private bool isCooldawnFire=true;
private bool isRegeneration=true;
//private Transform Enemy;

//public GameObject[] enemys;
//public GameObject enemyzxc;

// Start is called before the first frame update

void Start()

{
animator = GetComponent<Animator>();
rb = GetComponent<Rigidbody2D>();

moveVector = new Vector2();

58



Hp = MaxHp;

// Update is called once per frame
void Update()
{
//enemys = GameObject.FindGameObjectsWithTag("Enemy");
Move();
animator.SetFloat("MoveAnimator", Mathf.Abs(Mathf.Abs( moveVector.x)+
Mathf.Abs( moveVector.y)));

Shoot();
if(Hp<MaxHp)
{
if (isRegeneration)
{
Hp += regenerationInSecond;
StartCoroutine(Regeneration());
CheckHpBar();
}
}
CheckHpBar();
Reflect();
}
void Reflect()
{
if((moveVector.x>0 &&!faceRight) || moveVector.x < 0 && faceRight)
{
transform.localScale *= new Vector2(-1,1);
faceRight=!faceRight;
}
}
public void MoveSpeed()
{
Movespeed++;
}
IEnumerator Regeneration()
{
isRegeneration = false;
yield return new WaitForSeconds(1);
isRegeneration = true;
}
public void MaxHPBoost()
{

MaxHp += 10;
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CheckHpBar();

public void ExpBoost()

{
exp += 10;

3

private void CheckHpBar()

{
float newScale=(float)Hp/(float)MaxHp;
hpBarImage.fillAmount = newScale;

}

private void CheckExpBar()

{
float newScale = (float)exp / (float)maxExp;
expBarImage.fillAmount = newScale;

}

private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == ("Exp"))

{
Destroy(collision.gameObject);
exp += 1;
if(exp >= maxExp)
{
Tvl++;
maxExp += 10;
exp = 0;
lvlInterface.text = "LVL " + 1lvl;
NewLvl();
}
CheckExpBar();
}

public void TakeDamage(float damagePlayer)
{
Hp—=damagePlayer;
if(Hp <= 0)
{
Time.timeScale = 0;
canvasDied.SetActive(true);

Debug.Log("you dead");
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private void NewLvl1()

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

cards[i].SetActive(true);

}
GlobalEventManager.SendUpLvl();
Time.timeScale=0;

}

private void Move()

{
moveVector.x = Input.GetAxis("Horizontal");
moveVector.y = Input.GetAxis("Vertical");
moveVector*=Movespeed;
rb.velocity = moveVector;

}

IEnumerator ShotBulet()

{
isCooldawnBulet = false;
yield return new WaitForSeconds(cooldawnBulet);
isCooldawnBulet= true;

}

IEnumerator ShotAxe()

{
isCooldawnAxe = false;
yield return new WaitForSeconds(3f);
isCooldawnAxe= true;

}

IEnumerator ShotStar()

{
isCooldawnStar = false;
yield return new WaitForSeconds(2f);
isCooldawnStar = true;

}

IEnumerator ShotFire()

{
isCooldawnFire = false;
yield return new WaitForSeconds(5f);
isCooldawnFire= true;

}

private void Shoot()
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if (isCooldawnBulet)
{
GameObject bullet = Instantiate(weaponPrefab[0], transform.position,
Quaternion.identity);
StartCoroutine(ShotBulet());
3
for (int i = 0; i < weaponPrefab.Length; i++)
{
if (weaponPrefab[i] == allWeapon[0] && isCooldawnAxe)
{
for(int j=0; j<2; j++)
{
GameObject axe = Instantiate(weaponPrefab[i], transform.position,
Quaternion.identity);
}
StartCoroutine(ShotAxe());
}
else if (weaponPrefab[i] == allWeapon[1l] && isCooldawnStar)
{
GameObject star = Instantiate(weaponPrefab[i], transform.position,
Quaternion.identity);
StartCoroutine(ShotStar());
}
else if (weaponPrefab[i]== allWeapon[2] && isCooldawnFire)
{
GameObject fire = Instantiate(weaponPrefab[i],transform.position,
Quaternion.identity);
StartCoroutine (ShotFire());

using System.Collections;

using System.Collections.Generic;
using System.Data;

using System.Globalization;

using System.Reflection;

using Unity.VisualScripting;



using UnityEngine;

public class Enemy : Characteristic

{
private Rigidbody2D rb;
[SerializeField] private Transform target;
[SerializeField] GameObject expPrefab;
[SerializeField] float damagePlayer;
public static float BoostDamage = 0;
public Animator animator;
private SpriteRenderer sr;
private Vector2 direction;
bool faceRight = true;

// Start is called before the first frame update
void Start()

{
direction = new Vector2();
rb = GetComponent<Rigidbody2D>();
sr = GetComponent<SpriteRenderer>();
target=FindObjectOfType<Player>().transfornm;
Hp = MaxHp;

}

public void MoveToPlayer()

{
Vector2 direction = (target.position - transform.position).normalized ;
rb.velocity = direction * Movespeed;

}

public void TakeDamege(float damageBulletEnemy)

{
Hp —= damageBulletEnemy+BoostDamage;
if (Hp <= 0)
{
Destroy(gameObject);

GlobalEventManager.SendKillEnemy();
GameObject expSpawn = Instantiate(expPrefab, transform.position,

Quaternion.identity);

}

private void OnTriggerStay2D(Collider2D collision)
{
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Player player = collision.GetComponent<Player>();
if (collision.tag == ("Player"))
{
player.TakeDamage(damagePlayer);
Debug.Log("Player take damage");

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

{
MoveToPlayer();
animator.SetFloat("Horizontal", Mathf.Abs(rb.velocity.x));
Reflect();
}
void Reflect()
{
if ((rb.velocity.x > 0 && !faceRight) || rb.velocity.x < 0 && faceRight)
{
transform.localScale *= new Vector2(-1, 1);
faceRight = !faceRight;
}
}

}

using System.Collections;

using System.Collections.Generic;
using TMPro;

using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class Cards : MonoBehaviour

{
[SerializeField] Sprite[] image;
[SerializeField] TextMeshProUGUI[] description;
[SerializeField] Imagel[] icon;
[SerializeField] GameObject[] cards;
[SerializeField] Image[] weaponSlot;
[SerializeField] Sprite[] spriteWeapon;
[SerializeField] Image[] artifactSlot;
[SerializeField] Sprite[] spriteArtifact;
[SerializeField] string[] descriptionString;
[SerializeField] GameObject PlayerGameObjeckt;

private Player player;
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[SerializeField] GameObject buletPrefab;
[SerializeField] GameObject axePrefab;
[SerializeField] GameObject starPrefab;
[SerializeField] GameObject firePrefab;
private TrigerBullet trigerBullet;
private AxeBullet axeBullet;

private ClosestBullet closestBullet;
private LastEnemyBullet lastEnemyBullet;

// Start is called before the first frame update
void Start()

{
player = PlayerGameObjeckt.GetComponent<Player>();
trigerBullet=buletPrefab.GetComponent<TrigerBullet>();
axeBullet=axePrefab.GetComponent<AxeBullet>();
closestBullet=starPrefab.GetComponent<ClosestBullet>();
lastEnemyBullet=firePrefab.GetComponent<LastEnemyBullet>();
}

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

}
public void OnClic(int i)
{
switch (description[i].text)
{
case "Axe level up or take":

for(i=0; i< player.weaponPrefab.Length; i++)

{
if (player.weaponPrefab[i] == axePrefab)
{
axeBullet.UpDamage();
break;
}
else if (player.weaponPrefab[i] == null)
{

Debug.Log("Take");

player.weaponPrefab[i] = axePrefab;
weaponSlot[i].sprite = spriteWeapon[1];
weaponSlot[i].gameObject.SetActive(true);

break;
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}
GameObjectFals();
break;
case "Staff level up or take":
Debug.Log("Staff Level Up");

for(i=0; i<player.weaponPrefab.Length; i++)

{
if (player.weaponPrefab[i] == buletPrefab)
{
trigerBullet.UpDamage();
break;
}
else if (player.weaponPrefab[i] == null)
{
player.weaponPrefab[i] = buletPrefab;
break;
}
}
GameObjectFals();
break;

case "Star staff level up or take":

for (i = 0; i < player.weaponPrefab.Length; i++)

{
if (player.weaponPrefab[i] == starPrefab)
{
closestBullet.UpDamage();
break;
}
else if (player.weaponPrefab[i] == null)
{
Debug.Log("Take");
player.weaponPrefab[i] = starPrefab;
weaponSlot[i].sprite = spriteWeapon[3];
weaponSlot[i].gameObject.SetActive(true);
break;
}
}
GameObjectFals();
break;

case "Fire staff level up or take":
for (i = 0; i < player.weaponPrefab.Length; i++)
{
if (player.weaponPrefab[i] == firePrefab)
{
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lastEnemyBullet.UpDamage();

break;
3
else if (player.weaponPrefab[i] == null)
{
Debug.Log("Take");
player.weaponPrefab[i] = firePrefab;
weaponSlot[i].sprite = spriteWeapon[2];
weaponSlot[i].gameObject.SetActive(true);
break;
3
}
GameObjectFals();
break;

case "Increased damage to enemies":

for(i=0; i<artifactSlot.Length; i++)

{
if (artifactSlot[i].sprite == spriteArtifact[0])
{
break;
}
else if (artifactSlot[i].gameObject.activeSelf == false)
{
artifactSlot[i].sprite = spriteArtifact[0];
artifactSlot[i].gameObject.SetActive(true);
break;
}
}
Enemy.BoostDamage++;
GameObjectFals();
break;

case "Increases player regeneration":
Debug.Log("Increases player regeneration");

for (i = 0; i < artifactSlot.Length; i++)

{
if (artifactSlot[i].sprite == spriteArtifact[1])
{
break;
}
else if (artifactSlot[i].gameObject.activeSelf == false)
{

artifactSlot[i].sprite = spriteArtifact[1];
artifactSlot[i].gameObject.SetActive(true);

break;



}
player.regenerationInSecond++;
GameObjectFals();
break;

case "Increases the player's speed":
Debug.Log("increases the player's speed");
for(i=0 ; i<artifactSlot.Length ; i++)

{
if (artifactSlot[i].sprite == spriteArtifact[2]
{
break;
}
else if (artifactSlot[i].gameObject.activeSelf
{
artifactSlot[i].sprite = spriteArtifact[2];
artifactSlot[i].gameObject.SetActive(true);
break;
}
}
player.MoveSpeed();
GameObjectFals();
break;

case "Increases the player's maximum health":
Debug.Log("Increases the player's maximum health");

for(i=0; i<artifactSlot.Length; i++)

{
if (artifactSlot[i].sprite == spriteArtifact[3]
{
break;
}
else if (artifactSlot[i].gameObject.activeSel
{
artifactSlot[i].sprite = spriteArtifact[3];
artifactSlot[i].gameObject.SetActive(true);
break;
}
}
player.MaxHPBoost();
GameObjectFals();

break;

)

)

false)

false)
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}
public void GameObjectFals()
{
for (int i = 0; i < cards.Length; i++)
{
cards[i].SetActive(false);
Time.timeScale = 1;
3
3
public void RandomCards(int i)
{

int random = randomMethod();
TextCard(i,random);
if (4 == 1)
{
while (description[@].text == description[1].text)
{
random = randomMethod();

TextCard(i,random);

}
else if(i==2)
{
while (description[2].text == description[0].text || description[2].text
== description[1].text)

{
random= randomMethod();
TextCard(i,random);
}
}
}
public void TextCard(int i, int random)
{
description[i].text = descriptionString[random];
icon[i].sprite = image[random];
}
public int randomMethod()
{
int random;
return random=Random.Range(0, descriptionString.Length);
}

private void Card()
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{
for (int i = 0; i < cards.Length; i++)
{
RandomCards(i);
}
}
private void OnDisable()
{
GlobalEventManager.UpLvl —= Card;
}
private void OnEnable()
{
GlobalEventManager.UpLvl += Card;
}

}
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class SpawnEnemy : MonoBehaviour

{
[SerializeField] private Transform[] spawnPosition;
[SerializeField] private GameObject[] enemy;

[SerializeField] private GameObject[] enemyList;

private int volna = 1;

private int randomPosition;

private int randomEnemy;

// Start is called before the first frame update
void Start()

{

}
IEnumerator EnemySpawn()
{
for (int i = 0; i < volna; i++)
{
randomPosition = UnityEngine.Random.Range(®, spawnPosition.Length);
randomEnemy=UnityEngine.Random.Range(®, enemy.Length);
Instantiate(enemy[randomEnemy],
spawnPosition[randomPosition].transform.position, Quaternion.identity);

yield return new WaitForSeconds(1l.5f);
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volna+t+;

// Update is called once per frame

void Update()

{
enemyList = GameObject.FindGameObjectsWithTag("Enemy");
if (enemyList.Length > 0)

StartCoroutine(EnemySpawn());

}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

public class TrigerBullet : MonoBehaviour
{
public GameObject[] enemy;
public GameObject closerEnemy;
public GameObject bulletPrefab;
public static int damageBullet=4;

private Rigidbody2D rb;

void Start()

{
enemy=GameObject.FindGameObjectsWithTag("Enemy");
if(enemy == null)

{

Destroy(gameObject);
}
rb=GetComponent<Rigidbody2D>();
MinDistanc();
EnemyCloser();
StartCoroutine(DestroyObject());
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void Update()
{

}
public void UpDamage()
{
damageBullet++;
}
private void EnemyCloser()
{
Vector2 direction = (closerEnemy.transform.position -
transform.position).normalized;

rb.velocity = direction * 10f;

}

IEnumerator DestroyObject()

{
yield return new WaitForSeconds(10f);
Destroy(gameObject);

}

GameObject MinDistanc()
{
float distanc;
float minDistanc=float.MaxValue;
foreach(GameObject go in enemy)
{
distanc = (transform.position - go.transform.position).magnitude;
if (distanc < minDistanc)
{
minDistanc = distanc;

closerEnemy = go;

}
return closerEnemy;
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Enemy")
{
Enemy enemy = collision.GetComponent<Enemy>();
enemy . TakeDamege (damageBullet);
GameObject.Destroy(gameObject);
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}
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class ClosestBullet : MonoBehaviour
{

public GameObject[] enemy;

public GameObject closerEnemy;

public GameObject bulletPrefab;

public static int damageBullet = 3;

private Rigidbody2D rb;

void Start()

{
rb = GetComponent<Rigidbody2D>();
StartCoroutine(DestroyObject());

void Update()

{
enemy = GameObject.FindGameObjectsWithTag("Enemy");
MinDistanc();
EnemyCloser();

}

public void UpDamage()

{
damageBullet++;

}

private void EnemyCloser()

{

Vector2 direction = (closerEnemy.transform.position -
transform.position).normalized;
rb.velocity = direction * 10°;
}
IEnumerator DestroyObject()
{

yield return new WaitForSeconds(10f);
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Destroy(gameObject);

GameObject MinDistanc()

{
float distanc;
float minDistanc = float.MaxValue;
foreach (GameObject go in enemy)
{
distanc = (transform.position - go.transform.position).magnitude;
if (distanc < minDistanc)
{
minDistanc = distanc;
closerEnemy = go;
}
}
return closerEnemy;
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Enemy")
{
Enemy enemy = collision.GetComponent<Enemy>();
enemy . TakeDamege(damageBullet);
GameObject.Destroy(gameObject);
}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class LastEnemyBullet : MonoBehaviour

{

public GameObject[] enemy;

public GameObject closerEnemy;
public GameObject bulletPrefab;
public static int damageBullet = 8;

private Rigidbody2D rb;
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void Start()
{
enemy = GameObject.FindGameObjectsWithTag("Enemy");
if (enemy == null)
{
Destroy(gameObject);
}
rb = GetComponent<Rigidbody2D>();
MinDistanc();
EnemyCloser();
StartCoroutine(DestroyObject());

void Update()
{

}
public void UpDamage()
{
damageBullet++;
}
private void EnemyCloser()
{
Vector2 direction = (closerEnemy.transform.position -
transform.position).normalized;

rb.velocity = direction * 10°;

}

IEnumerator DestroyObject()

{
yield return new WaitForSeconds(10f);
Destroy(gameObject);

}

GameObject MinDistanc()
{
float distanc;
float minDistanc = float.MinValue;
foreach (GameObject go in enemy)
{
distanc = (transform.position - go.transform.position).magnitude;
if (distanc > minDistanc)
{

minDistanc = distanc;
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closerEnemy = go;

}
}
return closerEnemy;
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Enemy")
{
Enemy enemy = collision.GetComponent<Enemy>();
enemy . TakeDamege (damageBullet);
GameObject.Destroy(gameObject);
}
}

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class AxeBullet : MonoBehaviour

{
public static int damageBullet = 7;

public GameObject bulletPrefab;

private Rigidbody2D rb;

// Start is called before the first frame update
void Start()

{
rb = GetComponent<Rigidbody2D>();
StartCoroutine(DestroyObject());
Vector2 deflection = new Vector2(Random.Range(-2, 3), Random.Range(-2, 3));
rb.AddForce(deflection+ Vector2.up *10f, ForceMode2D.Impulse);
}

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

}
public void UpDamage()
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}

{
damageBullet++;

3

IEnumerator DestroyObject()

{
yield return new WaitForSeconds(10f);
Destroy(gameObject);

3

private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Enemy")
{
Enemy enemy = collision.GetComponent<Enemy>();
enemy . TakeDamege (damageBullet);
GameObject.Destroy(gameObject);

using System.Collections;

using System.Collections.Generic;

using TMPro;

using UnityEngine;

public class StartsGame : MonoBehaviour

{

// Start is called before the first frame update

[SerializeField] GameObject menu;

void Start()
{

Time.timeScale = 0f;

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

}
public void GamePlaye()
{

Time.timeScale = 1f;

menu.SetActive(false);
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public void LeaveGame()

{
Application.Quit();

}

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class GlobalEventManager : MonoBehaviour
{

public static Action KillEnemy;

public static Action UpLvl;

public static void SendKillEnemy()

{
if(killEnemy != null) KillEnemy.Invoke();
}
public static void SendUpLvl1()
{
if(UpLvl != null) UpLvl.Invoke();
}

}
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Characteristic : MonoBehaviour

{
[SerializeField] protected float Movespeed;
[SerializeField] protected float MaxHp;
[SerializeField] protected float Hp;

// Start is called before the first frame update
void Start()
{

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

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class RestartScene : MonoBehaviour

{

// Start is called before the first frame update
void Start()

{

}

public void RestartLvl()

{
string currentSceneName = SceneManager.GetActiveScene().name;
SceneManager.LoadScene(currentSceneName);
Time.timeScale = 1;

}

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