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This abstract presents the development of a 2D rhythm game implemented

using the Unity game engine. The core gameplay mechanics are based on
a four-directional input system requiring players to synchronize their actions
with the musical beat. A distinctive feature of the project is a visual feedback
system in which accurately timed inputs progressively reveal a hidden artwork,
simulating the process of painting synchronized with music. From a technical
perspective, the project demonstrates the implementation of audio—visual
synchronization mechanisms and sprite masking techniques used to realize
a dynamically revealed canvas. The resulting prototype illustrates the
application of game design principles for enhancing user engagement in
interactive music-based applications.

CydacHa 1HIYCTpis KOMITI'IOTEPHHUX IrOp JAEMOHCTPYE CTIMKUN 1HTEpec
KOPMCTYBadiB 0 JKaHPy pUTM-irop. IXHS MONYJNSAPHICTH 3yMOBIEHA
MOEJIHAHHSM ayAlalibHOTO, BI3yaJIbHOTO Ta KIHECTETUYHOIO JOCBIAY B3a€MO/IIi
3 IrpOBUM cepenoBHIlieM. BogHouac OUIBLIICTh KJIACHYHHUX IPEICTAaBHUKIB
YKaHPy OpPIEHTOBAHA MEPEBAXKHO HA CUCTEMY HAKONMWYEHHS OalliB, MPUILISIOUH
oOMEXEeHY YyBary poO3BUTKY BI3yaJIbHOI CKJIQJ0OBOi IrPOBOTO TMpOIeCy Ta
MIEPCOHAII30BAHOMY 3BOPOTHOMY 3B’SI3KY 3 KOPUCTYBAUEM.

Mertoto pobotu € po3pobka 2D puTM-rpu, 110 peanizye aabTepHATUBHUN
NIAX14 10 BI3yaJbHOTO 3BOPOTHOrO 3B’S3Ky — TIOCTYIOBE CTBOPEHHS
XyJIOXKHBOTO 300pa)KeHHs, Oe3MocepeaHhO 3ajiekKHE BIJI TOYHOCTI B3a€EMOJIIL
IpaBIs 3 My3UYHUM PUTMOM. Takuil miaxia CipssMOBaHUN Ha MIJBUILEHHS PIBHS
3a]ly4€HOCTI KOPHUCTyBada MUISXOM TpaHcdopmalli 1rpoBOro pe3yibTaTy
3 a0CTpaKTHOT OATBHOT OIIHKU Y Bi3yalIbHO CIIOCTEPEKYBAHHUM TBOPUHI MPOIIEC.

[IpoexT peaiizoBaHO 13 3aCTOCYBaHHIM cepenoBuina po3pooku Unity, ske
3a0e3nedye 1HCTPYMEHTH TOYHOI CHHXPOHI3aIii ayaiogaHux, oOpoOKH MOJin
y peambHOMY Yaci Ta eQeKTUBHOI pPOOOTH 3 JBOBUMIPHOIO Tpadikoro.
Bizyanbauii ctunb Tpu BUKOHaHO Yy (opmati pixel art, mo g03BOIISIE
ONTHUMI3yBaTH MPOAYKTUBHICTh 3aCTOCYHKY Ta BOJAHOYAC CPOPMYBATH IUTICHY
XYJIOKHIO CTUJIICTUKY, aKIEHTYIOUM YBary Ha IUJJaBHOCTI aHIMAallii TOJOBHOL
repoiHl — XyA0XKHUII.

OcHoBHa irpoBa MexaHika MMOOyJOoBaHAa 3a MPUHUUIIOM paiajJbHOrO
PO3XOKEHHSI 00’ €KTIB. Y IIEHTpP1 IrPOBOTO IMOJIs PO3TAIOBAHO MEPCOHAXKA, Bij
SKOT0 y YOTUPHOX HampsiMKax (Bropy, BHHU3, BJIIBO, BIIPaBO) PyXarOThCs 1FPOBI
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eJIeMEHTH — HOTU. ['paBellb Mae HATUCKAaTH BIIMOBIAHI KJaBiIIl KepyBaHHS
B MOMEHT NEPETUHY HOTH 3 LUJILOBOIO 30HOIO, CHHXPOHI30BaHOIO 3 PUTMIYHOIO
CTPYKTYpOIO MYy3W4YHOro Tpeky. Jlnsg 3a0e3nedeHHs KOPEKTHOrO irpoBOTO
JOCBIZy ~ peai30BaHO CHCTEMY OIlIHIOBaHHS TOYHOCTI HATHUCKaHb 13
BpaxyBaHHSIM YaCOBUX IHTEPBAJIB JIOMYCTUMOTO BiAXMICHHS (timing windows).

Kiro4oBo1o TeXHIYHOIO OCOOJHUBICTIO MPOEKTY € peai3allis MEXaHIKH
«MaJIIOBaHHS», 3aCHOBAHOI Ha BHUKOPUCTaHHI KoMmIoHeHTa Sprite Mask
y cepenosuii Unity. ApxiTekTypa clieHH BkiIro4yae 6azoBuil ¢oH (MOIbOEpT),
map 13 3aBEpUICHUM 300paKEHHSAM KapTUHU Ta HEBUAMMHUI IIap MAacCKH.
KoHe KOpeKTHE MOTpAIUIIHHS B PUTM TE€HEPYE €JIIEMEHT MAacCKH, IO IMITYE
Ma30K IEH3JIs Ta MOCTYIOBO BIJIKPUBAE MPUXOBAHE 300pakeHHs. TakuM YrHOM
bOpMy€eThCS TPUYMHHO-HACTIAKOBUN 3B’S30K MDK SKICTEO BUKOHAHHS
PUTMIUHUX il 1 ¢iHATBHUM Bi3yadbHUM pe3ynbraroM. [loMunku mig yac
B3a€MOJIi HE aKTHBYIOTH BIJKPUTTS TIOJIOTHA Ta HETaTUBHO BIUIMBAIOTH
Ha M1JCYMKOBI IFPOBI1 MOKa3HUKH.

HaykoBa HOBH3HAa pOOOTH TOJIATAE y TMOEAHAHHI MEXaHIK PUTM-TpU
3 TpoueAypHHUM (POpMYBaHHSM Bi3yaldbHOTO KOHTEHTY, JI¢ MPOTPEC TPaBIIS
0e3nocepeHbO  BiIOOpaKaeThCd Yy 3MIHI CTaHy IrpOBOrO  CEpPEIOBHIIIA.
3anponoHOBaHUN MiAXiT MOXe OyTH BUKOPHUCTAHUW HE JMIIE B ITPOBUX
3aCTOCYHKax, aje W Yy HaBYaJIbHUX a00 TEpaneBTUYHUX 1HTEPAKTUBHUX
CUCTEMaX, 110 MOTPeOYIOTh MOTUBALIHOTO Bi3yaJIbHOTO 3BOPOTHOIO 3B A3KY.

3anponoHoBaHa apxIiTEKTypa I'pU MOEAHYE KIACHYHI MEXaHIKU PUTM-
KaHpy 3 HOBUM IIJIXOAOM JI0 BI3yaJbHOTO CTHUMYJIIOBAaHHS TpaBLs 4Yepes3
nuHamiuHe (opMyBaHHs pe3yibTary Horo nid. Iloganbiimii po3BUTOK MPOEKTY
nependayae po3MMPEHHs O10JI0TEeKM MY3MYHUX KOMIIO3MIIHM, peai3alliio
cUCTeMH 30€pexeHHs Mporpecy KOpHCTyBada, aJanTHBHE HaJIalITyBaHHS
CKJIQJTHOCTI Ta ONTUMI3aLli0 aJITOPUTMIB OOUMCIICHHS TaliMIHT1B.
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