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PED®EPAT / ABSTRACT

[TosicHroBanbpHa 3ammcka 10 KBamidikamidHoi poOoTu OakanaBpa MiICTUTH 96

cTOop., 46 puc., 9 Tabi., 10 mxepen.

I[TPOBUI TIPOTPAMHUI 3ACTOCYHOK, JKAHP APKAJITHOI'O
GAUTIHTY, UNITY 2D, C#

OG’exT PO3pPOOKHM — IrPOBHM MPOrpaMHUN 3aCTOCYHOK B JKaHPl apKagHOTO
(daiTIiHTYy.

Mera po3poOKM — CTBOPEHHS IrPOBOrO MMPOTrPaMHOT0 3aCTOCYHKY, SIKHUM
peai3oBye mpoiiec 0010 MiX JIBOMa TPaBISIMU.

Merton pimeHHs — cepenosuine po3pooku Unity2D, mosa mporpamysBanus C#.

Y pesynbTaTi pO3pOOKHM CTBOPEHO ITPOBUM MPOTPaMHHUM 3aCTOCYHOK, SIKUN
peanizye Oiif MDK JgBOMa rpaBIsiMU. ['paBIli MOXYTh OOUpaTH OJHOTO 3 YOTHUPHOX
VHIKaJIbHUX TIEPCOHAXIB, KOXEH 3 SKUX Ma€ BJacHI aHiMalli Ta CTHJII30BaHUM
30BHIIIHIN BUTIISAI. [rpokaM T0oCTyneH BUOIp IrpoBOi apeHH, Ha siKiii Oyjie IPOBOIUTHCS

rpa.

GAME SOFTWARE, ARCADE FIGHTING GENRE, UNITY 2D, C#

The object of development is a game software application in in the arcade
fighting genre.

The purpose of the work is to create a game application that implements the
process of combat between two players.

Solution method — Unity2D development environment, C# programming
language.

As a result of the development, a game application that implements combat
between two players. Players can choose one of four unique characters, each with their
own animations and stylized appearance. Players have the option to choose the game

arena where the game will take place.
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S, bnox lenuc CepriitoBuu, ctynent rp. [13I1In-22-1, 3100yBay BUILIOT OCBITH
Ha nepiioMy (6akangaBpcbkoMy) piBHI kadenpu «IIporpaMua iHxKeHepis», 3asBISIO: MOS
kBajidikaiiitHa podoTa Ha TeMy «IrpoBuit mporpaMHMii 3aCTOCYHOK B JKaHpP1 apKaJIHOTO
dariTiary Ha pymrii Unityy», mo Oyme mpejacraBieHa JO €K3aMEHAIIMHOT KOMICIT JyIs
MyOJIIYHOTO 3aXHCTY, BUKOHAHA CAaMOCTIHHO, B HIlf HE MICTATHCS €JIEMEHTH IUIariary 1
BOHAa MOXK€ OyTH OITyOJiKOBaHa B €JIEKTPOHHOMY apXiBl BiAKpuToro aoctymy ElAr
KhNURE. VYci 3ano3uyeHHs 3 ApyKOBaHUX Ta €NEKTPOHHUX JHKEPENl MaloTh BiAIOBIIHI
MOCHUJIaHHS.
S o3nHaifomneHuid 3 AirouMM monokeHHsIM «[Ipo mporupaito akageMidHOMY
mariaty B XHYPE», 3riiHO 3 sikuM BUSIBIICHHS IUIariaty € MiJICTaBOIO JIJIsl BIIMOBHU 0
JTOMYCKY KBaJi(iKaIliiHOi poOOTH MO 3aXHUCTy Ta 3aCTOCYBaHHS JHUCHUILUTIHAPHUX

3aXO0/I1B.
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BCTYII

Ponp TpaauiiitHOT TpU B JKUTTI AUTHHYU HAA3BUUYAWHO BAXKIIMBA, aJ[KE CaMe depes
Ipy BiIOYBA€ThCS MPOIEC CoIlianizallii, o JormoMarae JUTHHI alanTyBaTUCS 10 KUTTS
B CyCIUIbCTBI. I'pa 3abe3meduye po3BUTOK, CIIPHUSIE B3aEMO/IIT Ta JOIIOMAarae BHPINTyBaTH
npo0semMu, 3 SKUMHU YaCTO CTHUKAEThCS JUTHHA. JIToArHAa 3aBK]IM Ipa€, 3MIHIOIOUH JIUIIE
BUIU Ta (HOpMH irop B pi3Hi BikoBi mepioau [1].

Temoro kBamigikailiiiHoi poOOTH € IrpOBUN MPOTPaAaMHHUM 3aCTOCYHOK B KaHpI
apkagHoro ¢aiitinry Ha pymii Unity. OcHOBHe 3aBIaHHS irpoBOTO MPOTPAMHOTO
3aCTOCYHKY B JKaHpi apKaJHOro (aiTiHIy — HaJlaHHs TPABLSIM MOKJIMBOCTI IOHYPUTHUCH
y CBIT ITPOBUX apKaJHUX aBTOMATIB Ta OTPUMATH SICKPaBl BPAXKXEHHS B MpPoOUECy OO0
MDK JBOMA T'PaBIISIMHU.

Mertoro po60oTH € po3poOKa MPOrpaMHOTO MPOAYKTY, SKUM peanizoBye 2D rpy B
YKaHp1 apKaJHoro (paTiHTy.

XKanp apkangnux irop OyB Haj3BUYaitHO nonyJsipHui. Koy miamiTku 30upanucs
B IrpoBux Kiy0ax, moO0 morpatd B apkajHl IrpOBI aBTOMAaTH, CTBOpIOBaiacs
HaJ3BUYaliHa aTMocdepa Ta HacTpid. BaxiMBo NIAKpecHIUTH, IO TpalOTH Ha
apKaJHOMY IrPOBOMY aBTOMAaTi MOHa OyJI0 Bipa3y yJBOX, HE OHJIAIH, HE 10 uep3i, a
BUKOPHCTOBYIOYM OJIMH ITpOBUN aBTOMAT, rpaTu Apyr mpotu apyra. Came 1 iges
peanizoBaHa B MO€EMY IFPOBOMY 3aCTOCYHKY, KOJIM JiBa IrpoKa IUIY OIUTIY KEPYHOTh
rporo 3 onHiei knaBiatypu. Taki kynbToBi apkaisi irpu sk PackMan, Mortal Kombat,
Super Mario 3aJuImIn CBii CTijT B iHIAYCTPil KOMIT FOTEPHOTO TeHMIHTY.

Y Mexax JaHoro MpoekTy OyayTh BUKopucTtoByBatucs Adobe Premiere Pro,
Photoshop, Unity Asset Store. Adobe Premiere Pro Oyne BHKOpPHCTOBYBaTHCS IS
pemaryBaHHs Bifeo Ta oOpoOku aHimamidnHux edekriB. Unity Asset Store crane
JUKEPEJIOM TOTOBUX acCeTiB, TakuxX sk 2D Mopeni, TEKCTypW Ta IHILII PEeCypcu s

BUKOPUCTAHHS B IrPOBOMY TTPOEKTI.



1 AHAJII3 IPEJIMETHOI F'AJTY3I
1.1 Anani3 ramysi irpoBoi iHIyCTpil

[lepen TuMm, K pO3MOYATH CTBOPEHHS ITPOBOTO MPOEKTY, BAXKJIUBUM €TAllOM €
OLIIHKa PUHKY Ta MPOBEJIEHHS aHali3y KOHKypeHTiB. Lleil ertam momomarae 3po3yMiTu
JWHAMIKY Taly3l, BU3HAYUTH KIIFOYOBUX YYACHUKIB Ta 1ICHTU(DIKYBATH MOKIUBOCTI IS
BJIOCKOHAJICHHS Ta BUOKPEMJICHHSI IPOAYKTY.

[Ticnst ananizy irpoBux cepsiciB, Takux sk Steam, Epic Games, Playstation Store
ta Google Play, cTano odeBMAHMM, IO *aHP apKaJHUX IrOp BOJOJIE€ BEIMYE3HOIO
NOMYJISIPHICTIO cepell reiimepchKkol ayauTopii. Ha nux irpoBux ceppicax MpeacTaBieHa
BEJIMKA KUIBKICTh 1Op, K1 HAJEXAaTh A0 LBOTO KaHPY, IPU OMY BOHU MalOTh BEIUKY
KUIBKICTh 3aBaHTa)XCHb. AHAIITHKA JaHUX IMPO MOMUT HAa KOMIT IOTEpHI irpd B CTHIII
¢aiiTiHry Jonomoria cpopMyBaTH IPOCTY Ta CKIAIHY T1IOTE3Y.

[IpocTta rimoTre3a BUCIOBIIOE 1JI€0 MPO Te, IO CEpeAHIN BIK TPaBIB y KaHPI
apKagHoro (palTIHTY CTAHOBUTH MPUOIU3HO 15 pOKiIB.

Ckrnagna rinorte3a (GopMylo 1€10 Npo Te, 110 TPaBIli BUSBIAIOTH BUIIUN PIBEHb
3aI[iKaBJICHOCTI B T'pl, KA MPOMOHY€E HOBI 1HTEPECHI IrPOBI MEXaHIKH, 1 1eH BIUIUB €
OUIBILI CYTTEBUM JIJIs IFOP B JKaHP1 apKaJHOro (palTIHTY, e redMIUIeiiHa MeXaHiKa rpae
KIIFOUOBY POJIb Y 33/IOBOJICHHI TPABIIiB.

Ha cboromuimmHid JeHb 1HIYCTPIS BIFCOIrOp € MPOBIAHUM CErMEHTOM Yy cdepi
po3Bar 1o BcboMy cBITY. KilbKiCTh reliMepiB HEBIMHHO 3pocTae (3,1 Miabsipaa rpaBiiB
y 2020 porii), a caM TEHUMIHT TMEPETBOPIOETHCS Ha BHCOKOOIJIAuyBaHy THpodeciro,
(bopMyrOUHr MOTYKHY €KOCUCTEMY.

CBITOBMI pPHUHOK KOMIT'IOTEPHHMX Irop, Mar4d Ha YyBa3l MOPOJaX IrpoBOTO
KOHTEHTY KOpPHCTyBadyaMm, CTa€ BCe INIMOMMUM Ta MacHTaOHImMUM. 3a JaHUMHU
aHaITHYHOI KommaHnii SuperData, oocsr punky Bigeoirop y 2020 pomi gocsar $126,6
MITBSIpAa, 30UTBITUBIINCE 32 pik HA 12%. Lle 3pocTtanHs 3yMOBIeHE THM, IO Oarato
KOPHUCTYyBauiB 3anumianvcs Baoma depe3 manaemito COVID-19 1 posBaxkammcs 3a
nonomororo mudposux irop. Y 2020 poui puHOK MoOUTbHUX 1rop 3pic Ha 10% 1 ckiaB

58% 3aranbHOTO 0OCSTY IrpOBOi ramys3i.
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[IpoananizyeMo irpoBuii puHOK YKpainu. CiIbHOTa TeM-IEeBEJIONEPiB BKIIOYAE
K (hplmaHcepiB-OIMHAKIB, TaK 1 BEJIMKI KOMIIaHii, BIIOMI Y BCbOMY CBiTi. BiTun3usHuit
reiiMIIeB CTPIMKO PO3BHUBAETHCS: 3a OCTaHHI KiUJIbKa POKIB Yy cdepl po3poOKH 1rop
3'susiocst moHad 30 HoBux kommanid. [lopiuHuil moxinm BiA mpojaxy Bigeoirop B
Hamii KpaiHi jgocsrae 200 MUIBHOHIB jJ0JlapiB 1 JAPYrUd PiK IOCIUIb TEPEBUIINYE
3arajibHOCBITOBE 3pOCTaHHs 1HAYCTpii [2].

Cepen ykpaiHCBKHX PO3POOHUKIB KOMITIOTEPHUX Irop HAWOUIBII MOMyJspHA
mwiatdopma Unity (69%), 3a neto Hayts Unreal Engine Ta HTMLS (o 31%), xpim
Toro, 27% BUKOPHUCTOBYIOTh BiacHI miaTdopmu. HalmonynspHIIIMMU >KaHpamH €
Action (63%), T'onoBosnomku (59%), Crparerii (52%) ta Cumynsatopu (44%).
AyauTopis 1rop, CTBOPEHUX YKpPAiHCbKUMHU KOMMaHisMu, Hamiuye 770 MiIbHOHIB
KopucTyBauiB. [[poaHanizyemMo BITUM3HSHUX PO3POOHHKIB 1rOP.

GSC Game World - HainoTyxHimmi yKpaiHCbKUH PO3POOHHUK irop, BiJIOMHMIA
3aBIsAKH TakuM mpoekTaM, sk «S.T.A.L.K.E.R.» 1 «Kozakuy». Irpu cepii S.T.A.L.K.E.R.
OTpUMAaJH MO3UTHBHI BIATYKH BiJ MOMYJSIPHUX ITPOBHUX CAMTIB 1 Oyiu AO0Ope MpUHHSATI
kpuTukamu. Kommanis 3asBiise, mo KuUibKicTh npojanux komid rpu S.T.A.L.K.E.R.:
Shadow of Chernobyl y cBiTi nepeBuiumiaa 2 MUIbIHOHU TPUMIPHHKIB.

4A Games Oyna 3acHoBaHa y 2005 pomi. Ctymis BijomMa TOJIOBHUM YHHOM
3aBJISIKM MTOCTANOKATINTHYHIN cepii «Metroy, nepia yactuna sxoi, «Metro 2033», Oyna
unynieHa y 2010 poui. Opurinansia Metro 2033 3100ys1a BUCOKI OLIIHKM Ta 0arato
CXBaJIbHUX peIleH31i, oTpuMaBIld Ha arperaropi Metacritic cepeanto orinky 81/100
st Windows-Bepcii ta 77/100 qyist Xbox 360.

Frogwares — He3anmexHa yKpaiHChKa KOMIaHis, sika 3aliMaeTbCi PO3pPOOKOIO
BIJICOITOP TEPEBAXHO >KaHPY KBecT. HalOImbIn BiIOMUM MPOEKTOM CTyHii € cepis
Bineoirop «lIpuroam Illepnoka Xommcay. 3araiom Frogwares po3poOuia 8 yacTuH
cepii, MPOJaBIIM MPHU IOMY 7 MinbioHIB Komii. OcTaHHIM pernizoMm € Bimeorpa The
Sinking City, nepia Bijieorpa KOMIIaHii 3 TOBHICTIO BIIKPUTHM CBITOM, BUITyIIeHa 27
yepBHs 2019 poky [6].

Cepen po3poOHHKIB MOOUIBHHX 1TOP BapTO BiI3HauWTH KoMmiaHito iLogos Game

Studios. Ha 1ii paxynky nmonan 400 mpoekTiB, a HAyCHINIHIII 3 HUX 3aiMal0Th BUCOKI



10
no3uilii B MarasuHax MooineHuX noaatkis [7]. Cepen ctBopenux iLogos irop — Shadow
Fight i Shadow Fight 2 (36,5 mmn rpaBmiB), apkana Vector (11 mutH rpasiti), ciTiOiiaep
«Meramnomicy (20 MITH TpaBIIiB).

Takum YWHOM, MOXKHAa KOHCTAaTyBaTH, IO Tally3b KOMIT FOTEPHOI 1HIYCTpIi
CTPIMKO pO3BHUBAETHCS, 1 BaroMuid BHECOK y 1€ PO3BUTOK BHOCSATH YKPaiHCBHKI
PO3pOOHUKH 1rop. [HIyCTpish pyXaeThCs B HANPSIMKY IM1JIBUILIEHHS PEaiCTUYHOCTI 1rop,
iX MPOIYKTUBHOCTI Ta peajizalii ITYYHOTO 1HTENEKTY.

[IponyKT AiSIBHOCTI BEJIMKHUX IFPOBUX KOMIIAHIA — B1JI€OITPH, sIKI 3aBOIOBAJIH
MOMYJISIPHICTh HE JIMIIE Cepell MOJOJl, a W 3amikaBuin Takox gopociux [3]. IIpo me
CBII-YMTh IIOpiuHE AopocihimanHs ayautopii. Illo # He nuBHO, amke BigEOIrpu

MOXYTh 3alliIKaBUTH CBO€IO pi3HOMaHIT-HIicTIO (puc. 1.1).

B monoawi18 pokis M 18-35 pokis 1 36-49 pokis M crapwe 50 pokis

Pucynok 1.1 — Po3noain rpaBiiB 1o BIKOBOMY OKa3HUKY

IcHye 6e3mniu skaHpiB irop, HAMPUKIA, I0POCHIa ayAUTOpis OUIbIIE 3alliKaBjcHa B
TaKUX >KaHpax, K CTpaTerii Ta CHUMYJSTOPH, TOJl SIK MOJOJb BIAJA€ MepeBary
MPUTOJHUIILKUM Ta pojiboBUM irpam. Ili >kaHpu € OJHUMHM 3 OCHOBHHUX Yy cdepi
BUPOOHUIITBA BIZICOITOP.

Ha nouatkoBoMy eTami pO3BUTKY BiI€Oirpu Oy JHOCUTH MPUOYTKOBUMH, aKe
co01BapTICTh iX po3poOKK Oyna He3HayHOro. Ha Tolt wac irpu Moriu po3poOJisiTUCs

HEBEJIMKOI0 KOMaHJIOI0 3 JEKIIbKOX JIIOJEH, 1 BChOTO 3a KUIbKa MICSIIB I'pa BUXOMIIA
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Ha puHOK. Came Tozi Oyyio CTBOpEHO OaraTo BiAOMHX ChOTOJHI KOMMAaHIM, TaKUX SK
Origin Systems, Sierra Entertainment, Capcom, Activision Ta Electronic Arts. B
VYkpaini po3poOKor Bifeoirop 3aiiMaroThbesl Taki kKomradii, sk Plarium, Playtika,
Gameloft, Eforb Ta Wargaming.net.

Jloxim Bix Bigeoirop cTpiMko 3poctae (nuB. puc. 1.2). Lle mom’s3aHo 3i
30UIBIIEHHSIM ~ MOMYJISIPHOCTI  Bifeoirop y CBITI. IrpoBa 1HAYCTpiss MOCTIMHO
PO3BHUBAETHCS, KOKHOTO POKY BHUHUKAIOTH HOBI TMPOEKTH IO 3aXOIUTIOIOTH JIFOJIEH
CBOIMU HOBHHKaMHU. PO3pOOHMKU BiZI€OIrop BKJIAJAIOTh Y CBOI MPOEKTH MUIBHOHU

JI0JIapiB.

Joxia Bin punky eizeoirp y csiri,
mapa. aoa. 2015-2019 pokn

160

140

100

80

60

40

20

2015 2016 2017 2018 2019

Pucynok 1.2 - Jloxin Big puHKY Bigeoirop y cBiTi, mipa 1oi., 2015-2019 pp.

3 moJajIbIIUM PO3BUTKOM TEXHOJIOTIN 3pOCIM M BUTPATH HAa BUPOOHHULITBO, aKe
TEXHOJIOT1i BUMAarajii 3ajJydeHHsI OlIbII01 KIJTBKOCTI POOITHUKIB Ta OUIbIIEe Yacy Ha
BUITYCK T'pH. JIaHIIOXKOK LIHHOCTEHW IrpoBOi 1HAYCTpii MOXKHA PO3IMAAaTH SK IIICTh
B3a€MOIIOB'SI3aHUX PIBHIB, KOXXEH 3 SKHUX BIAIrpa€ BaXXJIMBY POJb y CTBOPEHHI Ta

MPOCYBaHHI BiA€OITOP.
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Haii6inpmum  criokuBaueM Bifeoirop € Kurtail, e KiIbKICTh KOPHUCTYBadiB
[arepuety cranoButh 900,6 MitH 0oci0, a Ha kiHens 2019 p. BanoBmii 0OCsT mpomax

ctanoBuB 36 540 muH noit. Jpyre micrie 3aiimatots CIIA, a Tpere — Snonis (tadum. 1.1).

Ta6muig 1.1 - BayioBuit 00Ir irpoBux 1HAYCTPIM y pi3HUX KpaiHax

Kpaina Hacenenns, miH. KinekicTs iHTepHET- | BamoBuii oOcsar mpoaax 3a
KOPHCTYBaYiB, MJTH. piK, MJIH. 0.

Kuraii 1420,1 900,6 36540

CIIA 329,1 273,7 35510

SloHis 126,9 121,2 18683

Ha cborojiHi y cBITI HaJlIYyeThCsl IOHAM 2,5 MUIbsIp/ia TeMepiB, K BUTPATHIIH
152,1 minesapaa gonapis Ha irpu y 2019 pomi. Le cBiquuth mpo 3poctanHst TpUOyTKiB

IrpoBHX KOMITaHii Ha 9,6% MOPIBHSHO 3 MONEPEAHIM POKOM (1uB. puc. 1.3).

y
/ B KoHCONBHI irpu 47,9 MApA.
// /,/"‘ Aon.
7
( y B xomnioTepHi irpu 35,7 mnpa.
/ 42% A[on.

152,1 mapa.

m moGinbHiirpu 68,5 mapa. aon.

Pucynox 1.3 - Jlani po3nofity 10X0ly CBITOBOTO irPOBOTO PHUHKY

IrpoBi KOMmaHii TakoX aKTHBHO TPAMIOIOTh HAJ  PO3MIUPEHHAM  Ta
nuBepcu(DIKaIle€l0 CBOIX MPOIYKTIB, CTBOPIOIOYH HOBI JKaHPHU Ta KOHIENIi. BogHnodac
3pOCTae poJib COLIAIBHUX 1 MYJBTHUIUICEPHUX ACMIEKTIB y BiJ€oirpax, o 03BOJISE
rpaBLsSIM 3 YCbOI'O CBITY B3a€EMOJIISITH 1 3MaraTucs MDK co0oro. Takuil miaxia crpuse
(GbOpMYBaHHIO CTIMKUX T€UMEPCHKUX CIUIBHOT, IO B CBOIO YEPTy MO3UTUBHO BIUIMBAE

Ha JOBIOCTPOKOBHM yCHiX Ta cTa0lIbHE 3pOCTaHHS IrPOBOI 1HAYCTPIi.
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1.2 AHani3 KOHKYpPEHTIB

Ha nouaTkoBoMy eTami po3poOKH s MPOBIB aHANI3 KOHKYPEHTIB Ha pUHKY. [licis
aHaizy Oyno BimiOpaHo 5 irop BiJ KOHKYpEHTIB, cepen sikux Street Fighter 6, Drago
Ball FighterZ, Mortal Kombat 1, Street Fighter V, Punch Club. Bci Borm Marothb
cxoxuit (yHkiioHan. I'pa, sika po3poOJIsi€ThCA B paMKax MPOEKTy OyJle MaTh Ha3BY
Fatal Ring.

[TopiBHsITbHUHN aHAII3 JO3BOJIE€ BUSBUTH KJIIOYOBI (DaKTOPH, SIKiI BIUTMBAIOTH Ha
ycrnix ¢aitunrie Ha T1uaropmi Steam. OCHOBHI KpuTepii BKJIIOYaIOTh TpadiuHe
BUKOHAHHSI, MEXaHIKu 0010, OajlaHC MEepPCOHaXIB, HASBHICTh 0araTOKOPUCTYBAIbKOIO
pEeXHMY, YacTOTy OHOBJEHb Ta MIATPUMKY cHUIBHOTH. L{I KpuTepii aomnomararoTh
OLIIHUTU KOHKYPEHTOCIIPOMOXKHICTh HAIIOr0 MPOEKTYy Ta BU3HAUMTU HAOPAMU Jis

TOKpameHHs (quB. Ta0aums 1.2).

Tabmuus 1.2 — IlopiBHSIHHS KOHKYPEHTIB

- —
b — 3 -
- . g 2 3 g = 10
AHBanizoBaHuu = < 5 O B2
— LL < N e — =
= O B =] =
ITOKA3HUK +— - o p—t —_ c w o
© 3 L 8 S T
L L < c a LL
=) (e o
n a S
MOXIHUBICTH
30epeKCHHS + + + + + +
porpecy y rpi
JlocTymHICTh
+ + - - + +
MYJIBTHILICEPY
I'padiuni animoBaHi
+ + - + - +
edexTn
Kpocmnardop-
- - + +- + -
MEHHICTh
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Bci BumenepepaxoBaHi MpOrpaMyd BHUKOPUCTOBYIOTBCS Ha KOMITIOTEpax Ta
JOCTYNHI Ha maaTdopmi Steam. IrpoBi MpoeKTH, SKi POTIISIHYTI B IKOCTI KOHKYPEHTIB,
Oynu oOpaHi 3a PEHTUHIOM TMOIMYJISPHOCTI Ta KUIBKOCTI BIATYKIB Ha IuiaTdopmi.
daiiTuHry, SIK MpaBuiio, GOPMYIOTh aKTUBHI CIUIBHOTH TPABIlB, 5KI O€PYTh y4acTb y
TypHipaX, OOrOBOPIOIOTH CTPATETil Ta JIIATHCS CBOIM JOCBIIOM. BaXXIIMBUM €JIeMEHTOM
yCHIXy € MIATPUMKa i€l CIUIBHOTH 4Yepe3 coIlladbHI Mepexi, (GopyMH Ta IHIII
wiatopmu. HasiBHICTh MIITHOT CIIIBHOTH MOYKE 3HAYHO IM1IBUIIUTH MOMYJSIPHICTH TPU

Ta 3a0€3MEeUNTH i1 JTOBTOTPUBAIUM YCITIX.
1.2.1 Anami3 rpu Street Fighter 6

Street Fighter 6 - HOoBUII BuUTOK B JereHmapHii cepii QaiituariB Bim Capcom,
sunymenuii y 2023 poui mis Windows, PlayStation 4, PlayStation 5 ta Xbox.

Lls rpa nmpornoHye rpaBUsM CBIKUH MOTJISA] HA KIIACUYHUH XKaHp, 30epirarouu npu
bOMY (PyHIaMEHTabH1 IPUHITUIIH, SIK1 3pOOMIIH CEPit0 MOMYJISIPHOIO.

Slnmpo reiimIuieily IpyHTYeThes Ha cuctemi Drive Gauge, 1o moomproe TBOpUni
NiAXia rpaBUiB. MaHOMETp J03BOJISIE BUKOPUCTOBYBATH M'SITh PI3HUX MPHUIOMIB,
BUMAraruu Bij] TPaBIliB cTpaTeriunux BUOOPIB. Lle m03BoIsi€ KOKHOMY TTOEIUHKY OyTH
VHIKQJIbHUM 1 HACMYEHHM TAaKTHYHUMHM MaHEBpaMu. Y TIpi peani3oBaHa MOXKJIUBICTb

BUKOPUCTAHHA JIEKIIBKOX CYNEepKOMOO, 1110 JI0JIa€ CTpATETiuHl acleKTh B OUTBU (IUB.

puc. 1.4).

Pucynox 1.4 — Cuena 3 rpu Street Fighter 6
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Jlo mepeBar rpu MO>KHa BITHECTH 30€peKeHHs TPAAUIIMHUX €IEMEHTIB pa3oM 13

HOBOBBECJICHHSMH B CHCTEMIi, BEIMKUN BUOIp pEXUMIB TpH, HacudyeHa Tpadika Ta
pEATICTUYHUN TU3aifHOM MEPCOHAXKIB 1 apeH.

Jlo HedomiKiB MOXHa BIAHECTH OOMEXEHHS KITBKOCTI Cymep yAapiB, Lleé MOXKeE

MPU3BECTH JO BIJCYTHOCTI BapiaTUBHOCTI B TPl AJIsl IEIKUX T'PABIIB, HE3PYUYHE MEHIO

BUOOpA MEPCOHAXKIB, BEJIMKA BapTICTh TPH, 3a0arara KUIbKICTb €(EeKTiB.
1.2.2 Anami3 rpu Punch Club

Punch Club € cnoptuBHuM cumynstopoM po3pooHukiB Lazy Bear Games ta
BuaaBiy tinyBuild. Buitmna 9 ciuas 2016 poky /uis mepcoHaIbHUX KOMII'TOTEPIB Ta
3roJoM Ha iHmMX MIatdopmax. ['paBenp ympaBise OOKCepoM, SIKUA TPEHYETHCH,
po3BuBae (i3u4YHI HABUUKM Ta Oepe ydyacTb B OOKCEPCHKUX 3MaraHHsX, sIK 4acTHHA

croxery rpu (auB. puc. 1.5).

Pucynok 1.5 — Crena 3 rpu Punch Club

Jlo mepeBar 1i€i rpu MO>KHA BIIHECTH CTHIII3AIIII0, JIIHIMHY JIOT1KY MPOKadyBaHHS
repoiB, CIOKETHICTh rpu. ['pa 3700y1a BU3HAHHS 3a MiKcenbHE rpadiuHe oHopMIIECHHS
Ta CTWJIbHI BIICUJIAHHS 10 PeTpoduibMiB 1 MynabT1IbMIB. PO3p0oOHNKM Banio BHECIH
enemeHnTd 80-x 1 90-X, poOJisiun Ipy 1IKABOO I (paHATIB I[LOTO MEPIOLY.

Jlo HemomikiB Ii€i TpU  MOXKHA BIJHECTH MOHOTOHHHMM  TeHMILICH,

HEOAHO3HAYHICTH OOMOBOI CUCTEMH.
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1.2.3 Anai3 rpu Dragon Ball Fighterz

Dragon Ball Fighterz — e rpa B ¢t (haliTHHTY, siKa JO3BOJISIE TPABISIM BUBECTH
10 6010 10 mecTu repois 31 cBiTy Dragon Ball I'pa akiienTye Ha KOMaHIHOMY redMILIET,
JIe TpaBeIb MOYKE 0OMpATH 1 IEPEMHUKATUCS MK CBOIMH T€POSIMHU, CTBOPIOIOYN TAKTUIHI
KoMOiHaIi Ta crparerii. ['eliMIIeli BUKOPHUCTOBYE YHIBEpPCAIbHI PYXH, SIKi TO3BOJISIIOTh
I'PaBIIM BUKOHYBATH PI3HOMAaHITHI KOMOO, PO3IIMPIOIOYH MOXJIUBOCTI CTpaTerid y

ooto (nuB. puc. 1.6).

¥ -

s =

Pucynox 1.6 — Cuiena 3 rpuy DRAGON BALL Fighterz

Jlo mepesar irpu MOXHa BIJTHECTH AKICHY rpadiKy Ta aHIMallii, [iKaBUi MiaAX1J A0
peanizali reiMIIIeto, MOKIMBICTh TpH OHjIalH. KoMOiHaIis KOMaHIHOT MEXaHIKH Ta
YHIBEpCAIbHUX PYXIB POOUTH reMMILIEH €KCIIPECUBHUM Ta 3aXOIUTFOIOYHM.

Jlo HeoMiKIB MOKHA BIJIHECTH CKJIQJHICTh KEpyBaHHS Ta crienu]iuHi MEXaHIKH
KOMaHJHOTO reimMiuieto. /[ HoBauKiB MOKe OyTH BaXKKUM OCBOEHHS CKJIQHUX KOMOO

Ta TAKTUK KOMAaHJIHOTO I'€MILJICIO.
1.2.4 Anami3 rpu Mortal Kombat 1

Mortal Kombat 1 — nBamammsTa dvactuHa KyabTOBOI cepii (halTHHTIB,
po3pobuieHa ctyiero NetherRealm Studios ta onmy6nikoBana Warner Bros. Games.
Mortal Kombat 1 Big3HauaeThcs 3a CBOIO BiJIOMY KPOBOIPOJIUTHY OOpPOTHOY Ta

IHTEeHCUBHUN MedMILICH, 110 CTaB MIAMUCHUM CTUJIEM Cepii.
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3aBAsIKM HOBHM TEXHOJOTISIM TpaiyHOro JBMXKKA, Tpa BPaXKae 3aXOILUTIOIOYOIO
rpadikoro Ta peaTiCTUIHAM AU3aifHOM mepcoHaxiB. KpiMm Toro, momani HOBI koMOiHAIIIT
yJapiB Ta 10OUBaHb, 1110 POOJISITH TPy 1€ OUIBII 3aXOTUIMBOIO JJIs IAaHYBAJIbHUKIB (JIUB.

puc. 1.7).

Pucynok 1.7 — Cuena 3 rpu Mortal Kombat 1

['paBii MOXYTh  HACOJOJKYBAaTHUCS TJIMOOKOIO  CIOKETHOIO JIIHIEK  Ta
PI3HOMAHITHUMHM PEXUMaMH TpPU, BKIOYAIOYM MEPEXKEBlI TYpHIpU Ta TPEHYBaJIbHI
BrpaBu. CroxketHa jiHig Mortal Kombat 1 posropraerscsi y 3aX0Omiro04oMy CBITI, €
KOKEH IMEpPCOHAXX Ma€ CBOIO YHIKaJlbHY icTOpito, MotuBauii Ta 1mim. Lle no3Bosse
IpaBIsIM MOPUHYTHU Y BCECBIT T'PU, PO3KPUBAIOYM HOBI JI€TaJll Ta MOBOPOTH CIOKETY 3
KOKHUM MpoWJaeHUM piBHeM. Takuil miaxig poOuTh Tpy HE JMILIE 3MaraHHsM, aje u
3aXOIUTIOIOYMM  KiHeMaTorpadiuHuM  JOCBiOM. PO3pOOHMKHM TakoXX TOCTIHHO
OHOBIIIOIOTH TPy, NOJAI0YM HOBUX MEPCOHAXIB Ta BMICT, 110 3a0e3nedye TOBrOTPUBATY

I[IKaBICTh 1 CBIKICTH IrPOBOTO MPOIIECY.
1.2.5 Amnamnis rpu Street Fighters 5

Street Fighter 5 — apkanuuii paiiTiHT 3 BUsioM 300Ky B momyJisipHiii cepii Street
Fighter. I'pa nmpomonye mpocty Ta 3po3yminy 0OHOBY cucTeMy 3 IIICTbMa 0a30BUMU

ylapaMH Ta KUIbKOMa 3arajbHUMHU CHEUIPUIOMaMH, IO IMOJErIIye OCBOEHHS OCHOB.
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BnpoBamxeHHss HOBUX NMpUHOMIB 3HA4YHO 30aradye OOHOBY MeXaHIKy, JOJAIOYU HOBI
MO>KJIMBOCTI JUTsl YHIKQJIBHUX aTaK, MOCUJICHHS CTAaHIAPTHUX yAapiB Ta KOHTPATaK.

VY mpocTiii Ta 3po3yMiunid GopMi Irpa 03HAMOMUTH Bac 3 OCHOBaMHU OOMOBOI
CHUCTEMH: WIICTh 0a30BUX yHmapiB, KUIbKa 3araJbHUX I OLIBIIOCTI TEPCOHAXKIB
cneumnpuiiomi. [Ipu 1boMy CKJIaJIHI Ta HE3pO3YMIIl Il HOBAayka il 3aJIUIIAIOTHCS
Haye 3a KaJpoM, 100 MOCTYIOBO BUBUMTH iX M1/l YAC MOIATBIIOTO MPOXOKEHHS.

VYmpaBninas OaraTbMa TEpCOHaXaMu OyJI0 3MIHEHO, IO OHOBIIIOE ITPOBUU
MpoIIeC, 30KpeMa sl TUX, XTO 3BUK J0 KjacuuyHux OiiiiB. HoBi koMmOiHaIli KiaBiml 1
MOJITIICHHS B YIPaBIiHHI POOISATH 001 OUIBII MJIaBHUMU Ta 1HTYITUBHO 3PO3YMUTHMH,
Xo04a IIe MOXE€ BUMAaraTe MeBHOTO Yacy JJIA aJamnTarlii HaBiTh BiJl TOCBITYCHUX TPABIIiB

(muB. puc. 1.8).

y \
-+ ’

Pucynok 1.8 — Criena 3a rpu Street Fighters 5

Cepen nepeBar MO>KHa BUJIIIUTH JOCTYIHICTh JJI1 HOBAUKIB, PO3MIMPEHY OOMOBY
CUCTEMY, €BOJIOLII0 KJIACMYHUX I[E€PCOHAXIB, BHHATOPOAU 32 IEPEMOTH, IiKaBl
KoHUenii. JlocTynmHicTh Ui HOBAuKiB 3a0e3MEUyeThCsl 3a PaxyHOK IHTYITUBHO
3pO3yMIJIOTO YIPaBIIHHSA 1 HaBYAJIBHUX PEXKUMIB, SKI JT03BOJISIIOTH IIBUJIKO OCBOITH
OCHOBH T'pH.

Cepen HeIOMIKIB MOXKHA BUIUIUTH TIPOOJEMHU 3 YIIPABIIHHAM, PiBEHb OMOHEHTIB
3pOCTae HE MOCTYINOBO, a CTpUOKAMHU, IO MOXKE BHUKIMKATH JUCKOMQOPT y TpaBIIiB.

CrokeTHa JIiHIA I'pu AyKe ciaadka Ta nependadeHa.
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JUJ1s OILIHKKA €prOHOMIYHOCTI Ta SIKOCT1 MPOTPaMHOro 3a0€3MeUeHHs 3 TOYKU 30Dy

KOPHUCTYyBaua g cPOpMYJITIOI0 psiji XapaKTEPUCTUK TPOTrPAMHOTO MPOAYKTY:

K, - IlIKaBHI CIOXKET;
Ko - 3pyunmuii inTepdeiic;

K3 - sikicHa rpadika;

K4 - cuctema GOHYCIB 1 HAarOpoOa y Ipi;

Ks - HaIiHICTh TPOrPaMHOTO 3a0e3IeUeHHS.

JI1st ipoBeIeHHs OLIIHKK OyJIO 3a1y4€HO KUJIbKa €KCHEPTIB, K1 OI[IHWIN KOXKHY 3

BKa3aHUX XapaKTEPUCTUK JJIA PI3HUX ITPOBHX MpPOeKTIB. OLIHKK MPOBOJMIIUCSA Ha

OCHOB1 Bar, MNPHUCBOEHMUX KOXKHINA XapaKTEPUCTHIll, IO JI03BOJSIE BIIOOpa3UTH iX

BIJIHOCHY BaxJIMBICTh. EkcrnepTu oOupamucs IOBUIBHO, KOXKEH €KCIepT Ma€ CBii

IrpoBUiA JOCBi Ta BMiHHSA. J[JI1 OTpUMaHHS OUIBII TOYHOI 1HTETPAIbHOI OI[IHKH IrPOBI

34 CTOCYHKH 6YJII/I OI_IiHeHi 3da BUIIC3a3HAYCHUMMH XaPaAKTCPUCTHUKAMMU.

Tabmuus 1.3 - ExcriepuMeHTa bH1 OIIHKKA BUMOT KOPUCTYyBaya

Bapiant npoekTty [HTerpanbpHa oLiHKa
= =
Xapakre- © © | O © © | ©
P Bara S| =|E|le|a S =l &|a
pHUCTHKA 2| 5| A S S 2| 25| 8 S S| 32
+— (@) © +— < + (@) (48] + =
S| 3| 5|2/ 818|258 8
C |02 6|28 H|0|=|6|&
Ekcnepr 1

ky 0.2 303040 (50|30 40| 6 8 10| 6 | 8
K, 0.2 50 (40|50 (40|50 (40|10 8 |10| 8 |10 | 8
Ks 0.25 40 140404036 |20|10(10|10(10| 9 | 5
K4 0.1 50140305050 (30| 5|43 |5|5]|3
Ks 0.25 401402036 |40 48 |10|10| 5 | 9 |10 |12
3aramom 1 41 | 38 | 36 | 42 | 40 | 36
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Tabmuus 1.4 - ExcriepuMeHTa IbH1 OIMIIHKYA BUMOT KOPHUCTYyBaya

[HTerpanpHa orminka

anjo yaund

9Ja1ybi4 19818

18 | 15

T1eqUIOY [RLOIN

9

|leg uobeiq

9.a1y6i14 198118

3

5
9

bury rere4

51 | 46 | 43 | 37 |49 |51

BapianT npoekty

anio yaund

G1aybi4 19818

T1eqWIOY [RLOIN

|leg uobelq
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9.31y614 198418
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3030|2040 (40|30 | 3

50 |50 {60 | 30 | 60 | 50 | 15 | 15 | 18

30|50 |30 (40|40 |60 | 3

60 | 60 | 40 |40 |60 | 40| 9

60 |40 |40 |40 |40 |60 |21 14|14 |14 |14 21

Bara

0.1

0.3
0.1
0.15
0.35

Xapakre-
pUCTHKA

Ky

ka

ks

Kq

Ks
3arajiom

Tabmuusg 1.5 - ExcriepuMeHTa bH1 OIIIHKKA BUMOT KOPUCTYyBaya
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Tabmuus 1.6 - ExcriepuMeHTa bHI OIMIHKYA BUMOT KOPHUCTYyBaya

BapianT npoekty [HTerpanpHa orminka
= =
Xapakre- © < |0 © S | L
P Bara = E L A L= E L a
pUCTHKA > 5 sl | B2l | d|l2
S| s|R 5|82 5|38
© | S — = S o | S — = S
| »h| Ol Z2|dh|a|w | h| | o|l=2|h|a
Excnepr 4
kq 0.4 50{3040 | 50|50 |50|20 (12|16 |20 | 20| 20
Kk, 0.1 505050505050 5|5 |5 |5 |5]5
ks 0.2 40 |50 {40 |50 |50 |50 8 10| 8 | 10| 10| 10
K4 0.1 4015014030 (30(30|4 |54 ]33] 3
Ks 0.2 30/30|/30{30(30(30| 6 | 6| 6| 6| 6|6
3arajom 1 43 138 (39|44 | 44 | 44
Ta6mus 1.7 — BuzHaueHHs 1HTErpaIbHOT OLIIHKH
— = © — — = © —
212 82285 2|2 |8 |8 |2 |s
s |'= |2 @ |E | |2 | .= = 2 e = =
5 B2 c |8 |2 | K 2 | c S |2 | =
Slg T |g|¥x|tjg|g | |g | | |¢
c @ |8 |8 | |5 S k5] © [ D S
“ g 5|E|" % |g o5 &8 "
N S & N S | O
Excnepr1 (0.3]41 |38 |36 |42 40|36 |10.6 114108 126| 12 | 10,8
Excnepr2 (0.2 51 | 46 |43 |37 49|51 |102| 9.2 | 86 | 74 | 9.8 | 10.2
Excriepr 3 0.2 | 48 |40 | 34 | 40 | 48 | 42 | 9.6 8 6.8 8 96 | 84
Excriepr4 0.3 |43 | 38 |39 |44 |44 |44 1129 |114|11.7|13,2|13,2| 13,2
Cepenns 1 10,8| 10 | 9,5 /10.3|11.1| 10.6

[IpoekT, sikuil po3po0III€ThCS BXOIUTD B TPIKY JiepiB MO OLIIHIOBAHHIO, 4 CaMe
3aiimae npyre micie. lle cBiqUuTh Mpo KOHKYPEHTOCTIPOMOKHICTh ITPOBOTO MPOAYKTY

Ta HOTO aKTyaJlbHICTb.
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2 ®OPMYBAHHSA BUMOT JIO IPOI'PAMHOI CUCTEMUA

2.1 IlinpboBa ayauTopis

LimpoBa ayAauTOpist: XJIOMII 1 JiBUaTa, 40uoBIkH 1 kiHKH 10-35 pokiB. OcHOBHA
npuBaOJIMBICTh — PI3HOMAHITHI ITPOBI MEX1aHIKH, MPOCTE 1 3pO3yMiie KepyBaHHA, 001 y

peabHOMY Yacl. OMYJISIPHICTh T'PH Ta 3a0€3MEUYUTH 1i JOBMOTPUBAIHMH YCITiX.
2.2 Unique selling proposition

— VYHIiKaJbHI IFPOBI1 EPCOHAXI;

— BUOIp IrPOBUX apeH;

— YHIKaJIbHI aHIMOBaH1 €()EeKTH aTaK;
— JWHaMIYHI 007;

— 3pydYHE KepyBaHHS
2.3 Yac irpoBoi cecii

I'pa po3paxoBaHa Ha MIBUJIKI ITPOBI CecClii, IO € aJaNTOBAHUM ITiJi BIOJOOAHHS
JITeH Ta MIJIITKIB, SKI XOYyTh IIBUJKO OTPUMATH sicKpaBi emorrii. OmHa irpoBa cecis
po3paxoBaHa Ha 3 — 5 XBWIMH irpoBoro 4acy. Ilicisi 3akiHUeHHS OO0 TPaBISM

MIPOTIOHYETHCSI 3ITPATH PEBAHII YH ITEPEHTH J0 TOJOBHOTO MEHIO TPH.
2.4 TexHONOTI4YHI XapaKTePUCTUKU

I'pa noctymua st onepariitnoi cuctemu Windows 10 ta HoBimux Bepciit Ha [1K.
[Iporpamuuit npoaykt siBisie co6or0 2D irpoBuil 3aCTOCYHOK, PO3pOOJICHUIN Ha pyIii
Unity. Unity € notyxHow miaaTdopMoro Uisi CTBOPEHHS 1HTepakKTUBHUX 2D irop, 1o
JI03BOJISIE peajli3yBaTH CKJIQJHI ITPOBI MEXaHIKM Ta 3a0e3MEeYUTH BHUCOKY SKICTh
rpadiku. I'pa noctynna st onepauiitHoi cucremu Windows 10 Ta HOBIIIMX Bepciii Ha
[IK. TIporpamuauii TpoayKT sABIsSIE cO000 2D irpoBHii 3aCTOCYHOK, pO3pOOJICHHUI Ha
pymii Unity, mo 103BOJsi€ peani3yBaTH CKJIaJHI ITPOBI MEXaHIKM Ta 3a0e3MeunTH

BHUCOKY SIKICTh Tpadiku.
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2.5 IrpoBuii mpoiiec

['pa BimOyBaeTbcs y peanbHOMY 4Yaci y JOBOBUMIPHOMY TmpocTopi. ['paBerpb
KOHTPOJIIOE MEPCOHAXa, SKOMY JOCTYIIHI 01T, CTprOOK, pereHepaiis 310poB’s, IeKiIbKa
BUJIIB atak. Ko)kHa aTaka HAHOCUTH PI3HY IIKOAY CYNPOTHUBHUKY Ta CYNPOBOKYETHCS
YHIKQTbHUMH aHIMOBaHUMH edekTtamu. Ha irpoBiil apeHi onmuHAIOTHCS JBa MEPCOHAXKA,
K1 OyJIi BUOpaH1 iIrpoKaMu 1 MOYMHAIOTH Oii.

I'paBentb Mae nBa ronoBHUX pecypcu. llepmuii pecypc rpaBus — 1€ 3A0pOB’sS
['paBenb MOKEe BITHOBJTIOBATH IIEH pecypc OJUH pa3 3a BCIO Tpy. Jpyruii pecypc rpaBis
- Ta CWJIA, SIKa HaKOMUYYEThCS JIJISl CYIep yaapy, sSIKuii HAHOCUTh MaKCUMAJIbHY IIKOY
CYIPOTHUBHUKY. Takok rpaBerlb MOKE 3aILTIONIUTH OYi, 3HUIIMBIIKA CBOE KOJIO CBITIA,
a00 HaBMaKu PO3LIUPUTH HOrO.

IrpoBuii mporec siBisie co60r0 OMTBY MiX JgBoMa irpokamu. Komu nBa irpoku
oOpanu CBOro NepcoHa)ka, BOHU NEPEXOAATh A0 eramy BUOOpy apeHu. Bubip apenu
BIUIMBA€ HA CTPATEril0 TI'PHU, OCKUIBKK PI3HI OTOYECHHS MOXYTh MaTd crenudpidHi
nepemKo u abo 0coOIMBOCTI, SIKI TPABIl MOXYTh BUKOPHCTOBYBAaTH Ha CBOIO KOPHUCTb.
KoxHna apena Mae cBiil yHiKaJbHMIA Tu3ailH Ta edekTu. bill ckinagaeTbes 13 TpbOX
paynniB. Koxxen payna tpuBae 90 cexkyna. B payHnmi mepemarae Toil rpaBellb, KU
Hanic 100% mikoau CynmpoTHUBHUKY a00 TOM TpaBellb, Y SKOTO Ha MOMEHT 3aKiHYEHHS
4acy BIJIB€JICHOTO Ha OJWH payHJ 3aIUIIMIOCS OibIe 310poB’s. [1lkama 3mopoB’s s
KOXXHOTO TpaBlI Ta 4Yac TPUBAJIOCTI payHAy BIIOOpa)karoTbCsi B BEPXHIA YacCTHHI
exkpaHna. KoxxHa nepemora B payHji BI3yalli3ye€ThCsl 31pOYKOI0, SIKa B1IOOpaKAETHCA 1T
IIKaJIO 370pOB’s rpaBil. B 0oto mepemarae Toi rpaBelib, SIKM TIEPEMOTaE B JIBOX
payHax.

Ha mouaTky KOXHOTO payHJy B1IOOpa)kaeThCs aHIMallis 1HII{ami3auii payHmay.
[Ticns 3akiH4eHHST 0010 BimoOpaXkaeThesi 1H(POpPMAIIIS PO TEPEMOXKIIT Ta MOKIUBICTh
MIOYaTH PEBAHII YU TIEPEUTH 10 TOJIOBHOTO MEHIO TPH.

Takuii migxia 3abe3nedye TIaBHUN TEpexi Mk ITPOBUMHU CECISIMU Ta JI03BOJISE
IPaBIsIM HIBUAKO MOBEPHYTUCA 1O Tpu ab0 HajallTyBaHb, 30epirarouu IHTEpecC 1

JMHAMIKY 1IFPOBOTO MPOILIECY.



2.6 IrpoBi MexaHiKu

2.6.1 3aranpHi iIrpoBi MEXaHiKa
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B irpoBoMy 3acCTOCYHKY peasli30oBaH pPO3paxyHOK BIJICTaH1 BiJI MEPCOHAXKY O

MOJTy, SIKU BUKOPHCTOBYETHCA JJII MEPEBIPKHU JAOCTYMHOCTI CTpHOKa, 00 YHUKHYTH

MOABIMHUX CTPUOKIB Ta CTBOPEHHS €(heKTy HEIPUPOIHOI ITOBEIIHKU MTEPCOHAXKA.

B irpoBoMy 3acCTOCYHKY peali3oBaH pO3paxyHOK BiJICTaHI MDK IEpCOHaKaMH,

KU BUKOPUCTOBYETHCS JIJISl IEPEBIPKU MOKIMBOCTI HAHECEHHS IIKOM MiJ] 4ac aTakH,

e MOKa3HUK po3paxoByeThbes KoxkHI 0,01 cexyHny.

2.6.2 IrpoBi MexaHiKu TpaBIs

— bir;

CTPHUOOK;

aTaka Me4yeMm — 0a3oBa araka rpasBlis, ika HAHOCUTh IIKOJY CYNPOTUBHUKY 3-5%
B 3QJIC)KHOCTI BIJI BIICTaH1 BiJl IEPCOHAXKAMH,

BIJIHOBJICHHSI CHJ Tiicis 0a30BOi aTaku — TpaBellb HE MOXe Oe3nepepBHO
HAHOCUTH aTaku, s BigHOBJIECHHS cuid. [1lo6 3HOBY HaHecTH aTaky HOMY
HEOOX1THUI Yac, sSIKUi ckiaagae 1 ceKyHay;

aTaka BOTHSHUM JOIIEM — JOJIaTKOBAa aTaka TPaBIs, sIKa HAHOCUTH IIIKOIY
CYNPOTUBHUKY y po3Mipi 5%, Tpu yMOBI, 110 CYNIPOTHBHUK 3HAXOIUTHLCS B 30HI
Ypa>KeHHS,

aTaka eJIeKTpO-3aMOpO3Ka — JOJaTKOBAa aTaka TpaBIlfi, SKa HAHOCUTH IIKOIY
CYNPOTUBHUKY y po3Mipi 25%, y pasi SKIIO BiH 3HAXOAUTHCS Y 30H1 YpaKeHHS,
mij 9ac 1€l aTaku CYMPOTUBHUK OTPUMYE IIKOJY, IEPECTaE MaTH MOKIIUBICTh
pyXaTHCh, aTaKyBaTH Ha MPOTS3i TBOX CEKYH]I;

CyIiep aTtaka — JIOJJaTKOBa aTaka TpaBIls, IKa HAHOCUTD MIKOYy CYNPOTUBHUKY Bij
25 mo 40% B 3a7eXHOCTI BiJl BIICTaHI MK IFpOKaMH, ISl BJAJI01 aTakh IPaBIiO
Tpeba BIPUTYJ MiAINTH JO0 CyNMPOTHUBHUKA, aTaKa CYMPOBOIKYETHCS MOTYKHUM

BUOYXOM, JIOCTyITHA OJTMH Pa3 3a OJWH PAyH]I;
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— 370pOB’Sl — TOJIOBHUH PECypc TPaBIIsl, 3MEHIITYEThCS TIPH TTOIIKOKEHHSAX, TepPOn
Iporpae y payHji, Koiu 310poB’s gocsrae 0;

— pereHepailisi — SIKIIO rpaBellb OTPUMAaB MOUIKOKEHHS, BIH Ma€ MOXJIMBICTh OJIMH
pa3 3a 01t BUKopucTaTu (PyHKIIIO BITHOBJIEHHS 3JI0POB’S, TIPH i1 BUKOPHUCTaHHI
3I0pOB’s TpaBIl BiMHOBIIOEThCA 10 100%, pereHepainisi CympOBOKYETHCS
aHIMOBaHUM e(EKTOM.

Vi 111 irpoBi MeXaHIKH CIUJIBHO CTBOPIOIOTH MNTMOOKUHM 1 BIAUYTHHUM 1TPOBHUI JOCBI/I,
IO J03BOJISIE TPaBISIM IMIUIEMEHTYBAaTH pi3HI cTpaTerii Ta TakTUkd. Bzaemomis 3
PI3HUMH BHJAMH aTaK, BIJIHOBJICHHS 3/I0pOB'S Ta BUKOPUCTaHHS YHIKAJIbHHUX
MOXJIMBOCTEN MEPCOHAXKIB MIAKPECIIOE 1HANBIIYATbHICTh KOXKHOTO T'eposl 1 CTUMYITIOE
JI0 BAOCKOHAJIEHHS reiMIuieto. PO3MaiTTss MOXKIMBOCTEN 1 cTpaTeriii BiAKpuUBae Oe3iiy

MO>KJIMBOCTEM JJIA FpaBHiB y IIOCSII‘HGHHi IICPEMOI' Ta HACOJIOOH BiII inOBOFO IIponccy.

2.7 Omuc irpoBUX €JIEMEHTIB

2.7.1 Tlepconaxi

Hero - repoit rpu, kUM Kepye mepiiui rpaBeiib. BiH Moxe Oiratu, cTpubatw,
aTaKkyBaTH, BUKOPUCTOBYBATH CHEIlalbHI aTaku Ta 310HOCTI.
Hero2 — npyruit nepcoHax, 3 SIKMM B3a€MOJIi€ Tiepiinii repoil. Bin Moxe OiraTw,

cTpubaTH, aTaKyBaTH, BUKOPUCTOBYBATH CHEIliaIbHI aTaKu Ta 3710HOCTI.

2.7.2 IrpoBuii CBIT

IrpoBi apeHu — 1ie irpoBi piBHI, HA SIKUX PO3TOPTAIOTHCS MMOAll rpu. MicTATh

PI3HOMaHITHI 00’ €KTH Ta €IEMEHTH OTOYEHHS, TaKi K MiJI0Ta, eTMEHTH JACKOPY.

2.7.3 OG’eKTH IrpOBOTO CBITY

— explosionPrefab - mpedad BHOYXy, SIKUHl CTBOPIOETHCS IiJ Yac CrHEIialbHOT

aTaKM;
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— healingPrefab - mpedab, mo BiamoBimae 3a aHIMAIiO BiTHOBICHHS 3I0POB'S
Tepost;
— getDammagePrefab - mpedad, 1m0 BignmoBimae 3a aHIMAaIlil0 OTPUMAaHHS
YIIIKO/)KCHB;
— electroHitPrefab - nmpedab misa cneninbpHOI aTaky;

— IceFlorPrefab - mpeabd mns criemianbHOT aTakw.

2.7.4 Tnrepdeiic kopuctysaua (UI):

— Iuaukatopu 370poB's - BIIOOpaXKEHHSI IOTOYHOr'O PIBHS 3J0POB'S IPABIIS;

— 1HJEKaTOp Yacy — Bi0OpaKeHHs MOTOYHOTO Yacy /10 3aKIHUCHHS payH]y.
2.7.5 AHimariii repost

— AmnimMariii I pi3HHX CTaHIB reposi, Takux K OIr, CTpHOOK, aTaka, CIelliajabHi
aTakW Ta 1HIIE;
— Bi3yanbHl edektu - edekTu BHOYXIB, €IEKTpOYyJapiB, KpPM)KAaHMX aTaKk Ta

OTPUMAHHS YIIKOIKEHb.
2.7.6 Tpurepu Ta nofii

— Araku Ta creuiajibHI aTaku - MOJli, IO 3aMyCKAIOThCs MPU HATHUCKAaHHI MEBHUX
KJIABIII JJIsI PI3HUX BU/IIB aTak;

— B3aeMOJis 3 00 €KTaMH - MO/, 110 BIJOYBAIOTHCS MPH 3ITKHEHH1 3 CYHIYKaMH.

— mnoBomxkeHHss NPC - norika noBeminku iHmoro repos (Hero2), ska moxe
BKJIIOYATH OTPUMAHHS YIIKOJKE€Hb, 3aMOPOKYBaHHsSI Ta 1HII peakiii Ha il

T'OJIOBHOT'O T€POS.
2.7.7 ®i3nyHI eJIEeMEHTH

— ®i3uka pyxy - peamizauis Oiry, CTpuOKIB, MaJlHHA Ta IHIOUX 1A repos 3

BUKOpUCTaHHAM (Pizuku Unity;
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— TMepeBipKa Ha 3€MIIIO - JIOTIKa JJIsl MEePEeBipPKH, UM 3HAXOJUTHCS Tepoil Ha 3emil

(GroundCheck).

di3uka pyxy B I'pi peaiizoBaHa 3a JIONOMOror MoxkinBocTe pymrist Unity.

[Tepesipka Ha 3emitto (GroundCheck) - 11e norika, sika BU3Ha4a€, Y1 3HaXOIUThCS
repoil Ha 3emiii. BoHa 3abe3neuye KOpeKTHy poOOTy CTpHOKIB, MaAiHb 1 IHIINX Jid, 10
3aJieXaTh BiJl KOHTAKTY 3 TIOBEPXHEIO.

3aranbpHUI OMUC ITPOBUX €JIEMEHTIB HaJa€ MOBHUN 00pa3 Ta CTPYKTYpPY IrpOBOTO
cepenoBuIla, sKe 3abe3medye >KMBE Ta JWHAMIYHE IrpoBe IOCBiA. Bim merambHO
pPO3pOOJICHNX TIEPCOHAXIB 10 PI3HOMAHITHHX O00’€KTIB 1 1HTep(eiicy KopucTyBaua,
KOXEH €JIEMEHT CIUIbHO JOAAa€ [0 TIJIMOMHM Ta IMMEpPCHUBHOCTI IIpOBOTO CBITY.
[Ipedabu BuOYxiB Ta iHIII Bi3yaidbHI €(eKTH POOJISATH IrPOBI MOl 3aXOIUIIOIOYUMU 1
e(heKTHUMH, MIAKPECTIOIOYH BAXKJIMB1 MOMEHTH B 0010 Ta B3a€MO/I1i MK EPCOHAKAMMU.

HasgBHicTh (13MKHM pyXy Ta MEpPEeBIPKM HAa 3E€MIIIO JIO3BOJISIE PEATICTUYHO
BIITBOPIOBATH PYXH TEpOiB, IO 3poO0dIOE€ TeWMIUIelH OuIbIl JAUHAMIYHUM Ta
HernependauyyBaHuM. Tpurepu Ta mojii, 0 BUKJIUKAIOTHCA i1 4ac aTak Ta B3a€MOJIII 3
00’€KTaMU, PO3IIKUPIOIOTH MOXJIMBOCTI CTPATETiyHOTO TIUIAHYBAaHHA Ta peajizaiii
TaKTHYHUX TPUHOMIB y 00t0. [HTErpalist IIMX €IEMEHTIB Y €JMHE I[1JIe CTBOPIOE ITPOBUI
JIOCBIJI, IKUI 320X0Yy€ J0 BIOCKOHAJICHHS Ta BUBYCHHS HOBUX MOXKIIMBOCTEH KOXKHOTO
MEePCOHAXKA Ta ITPOBOTO PIBHA. 3aBIAKH ITPOBUM apeHaM 1 PI3HOMaHITHUM 00’ €KTam
IrPOBOTO CBITY TIpaBlii OTPUMYIOTh MOKJIMBICTH JIOCHIIKYBaTH Pi3HI TEPUTOPIi Ta
B3a€MOJISTH 3 HABKOJHIIHIM CEpPEAOBUIIEM, IO CHPUSE TIMOOKOMY 3aHYPEHHIO Y
(dbaHTaCTUYHUI CBIT TPH.

B Ooro mepemarae ToM rpaBellb, repos SIKOTO nepemir B ABox payHpaax. Ilicis
3aKiHYEHHS OO0 TpaBIli MEPEXosTh Ha CIIEHY, Ha SKiil BigoOpakaeThcs iHGOpMaIris
PO MEPEMOXKIIS Ta JBI KHOTKH, 33 JOTIOMOTOI0 SIKMX TPaBlli MOXYTh MOYATH PEBAHIII
a00 3aK1HYUTH Oiif 1 MepelTH A0 FOJOBHOTO MEHIO.

B irpi mpencraBimeHi 4oTtupu TiepcoHaxi. BoHWM HamanbOBaHI BJIACHOPYY.
CtBOpeHI BOHM B €IMHOMY JH3alHEPCHKOMY CTWJl. B irpi mpeacTaBieHl 4OTUPH
nepcoHaxi. Bonum HamanmboBaHi BmacHopyd. CTBOpeHI BOHH B  €IUHOMY

JTM3aMHEPCHKOMY CTHIII.
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3 APXITEKTYPA TA IIPOEKTYBAHHSA

3.1 IlpoexTyBaHHS apXiTEKTYpH MPOTPAMMHOTO 3a0€3MeYCHHS

ITepen mouatkoMm po3poOKH IrpOBOT0 3aCTOCYHKY B JKaHp1 apKajHOro (aiTiHry
Oynu BU3HauYCH1 OCHOBHI (YHKIIIT 31 cTOpoHU TpaBil. [licis merampHOro aHamizy Oyna

crBopeHa Use-case miarpama (uB. puc. 3.1).

Pucynox 3.1 — Use-case giarpama irpoBOro 3aCTOCYHKY

KopucryBauamu irpoBoro 3acTocyHKy € nBa rpaBus. [Ipu 3aBaHTakeHHI Ipu
rpaBill MO dYep3l oOuparTh €001 MEPCOHAXIB, OOUPaOTh apeHy Uil OWTBU Ta
MOYMHAIOTH O1i1. Yci 1i 1ii Ta B3aeMoii rpaBLiB 3 IHTEPPEHCOM 1 IrPOBUMH MEXaHIKaMu

JIeTaabHO OIMCaHI Ha Jiarpami KiaciB (IuB. puc. 3.2).
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player2Spawned: Hero2
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Awake: void

Update: void

SpecialAttacke void
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showGetDammageEffect: void
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Jump: void
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Pucynox 3.2 — [liarpama kmnacisB
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Kiac HeroBehaviour ciyxuth 6a3oBuM kiacoMm aiist kinaciB Hero 1 Hero2. Bin

MICTUTh 3arajbHi METOIW 1 BIIACTHUBOCTI, SKi BHKOPHUCTOBYIOTHCS 00OMa THIIAMHU

nepcoHaxiB. OCHOBHI BJIaCTUBOCTI, Taki sk lives, speed, jumpForce, rb (Rigidbody2D),

anim, ta sprite (SpriteRenderer), orosomeHi B mbOMy KJaci Ta BHKOPHUCTOBYIOTHCS

MMOX1THUMH KJIaCaMH.
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Metox CheckGround BuKOpHCTOBYEThCS MJIsi TEPEBIPKH, YH 3HAXOAHUTHCS
nepcoHaxk Ha 3emui. L{s mepeBipka HeoOXiaHa AJIs peai3allii 6ararbox acCleKTiB irpoBOi
MEXaHIKH, TaKUX SK MOXJIMBICTh BUKOHAHHS CTpUOKa, aHIMAIli pyXy Ta iHII (i3uyHI

B3aemozii. HaBenemo nporpamuy peanizaiito pynkuii CheckGround:

public void CheckGround ()
{

onGround = Physics2D.OverlapCircle (GroundCheck.position,
checkRadius, Ground) ;

}

Merton CalculateAndPrintDistance BUKOPHUCTOBYEThCS 1JII OOYMCIICHHS BifCTaH1
MDK JBOMa rpaBusMmu. lle 3HaueHHs HeoOXigHE Uil TOro, 100 BU3HAYMTH, YU
3HAXOJATHCS TPaBIll Ha JOCTATHIM BiJICTaHl OJWH BIiJ OJHOTO JJIS HAaHECEHHS IIKOJU

npu araui. Haenemo nporpamuy peanizauito ¢pysnkuii CalculateAndPrintDistance:

public float CalculateAndPrintDistance()
{

if (playerlcoordinat !'= null && player2coordinat != null)

{
distance = Vector3.Distance (playerlcoordinat.transform.position,
player2coordinat.transform.position) ;
return distance;

}
return 100f;

}

SAxiio oOuaBa rpaBlll 1HIIAII30BaH1, METOJ] BUKOpucTOBYye Vector3.Distance aiis
OOYMCIICHHS BIJICTaH1 M1 HUMHU.

Vector3.Distance - me MeTtoj, SIKUH OOYHCIIIOE €BKJIIJIOBY BiJICTaHb MK JBOMA
TOYKaMW B TPUBUMIPHOMY mpocTopi. BiH mpuitmae nBi mosuiii (KOOpAUHATH) 1
MOBEPTAE BIJICTaHb MK HUMH sIK 4rciio Tumy float.

Bincranb, oOuncnena 3a gonomoror Vector3.Distance, 30epiraeTbest y 3MiHHIM
distance i MOBEPTAETHCS METOIOM.

3miHHa distance BUKOPUCTOBYETHCS JJISI TOTO, OO BU3HAYUTH, YU 3HAXOISITHCS
IpaBIlll Ha JOCTATHIN BIJCTaHI OAWH BIiJ OJIHOTO JIi HAHECEHHs IIKOAMU TPH aTarll.
Hampukiaz, sKio rpaBili 3HaX0AIThCS JOCTATHBO OJM3BKO OJIMH JI0 OJTHOTO, IEPCOHAK
MO’KE BHKOHATH aTaKy 1 HAaHECTH IIKOMY CYNPOTHBHHUKY. SIKIO ) BOHHM 3HAXOMISTHCS

HaJATO AAJICKO, aTaKa HE CIIPAlIOE€.
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Merton hilka B o6oux kmaccax Hero m Hero2 BiamoBimae 3a BIAHOBJICHHS JKUTTS
repos. SKIIO TEepOW HE 3aMOPOKCHHM, METOJ TEpeBipse, YW € e MOXKJIUBICTH
BiTHOBHUTH KUTTS. SIKIIO TaK, BiH 30UIBIITY€E XKUTTS T€POS 10 MAKCUMAIBHOTO 3HAYCHHS,
onoBiroe 3HadeHHs HP 3a momomororo monaii OnHpChanged i cTBOproe BizyanbHUI
e(eKT BIIHOBJICHHS XUTTS (HAIPUKIIal, BUOYX UM aHIMAIIis).
[Ticyist BITHOBIEHHS JKUTTS KUIbKICTh MOKJIMBHMX BIJIHOBJICHb 3MEHIIYETHCS Ha
omuauiiio (ToDoHilka--), mo6 repoit He wMir O€3KIHEUYHO BIJHOBIIOBATH ceOe.

Hasenemo mporpamuy peamisaiito ¢pyskirii hilka:

public void hilka ()
{

if (isFrozen)
return;

if (ToDoHilka > 0)

{
lives = 100;
OnHpChanged?. Invoke (lives) ;
GameObject explosion = Instantiate (healingPrefab,
transform.position, Quaternion.identity) ;
Destroy (explosion, 1.5f);
ToDoHilka--;

Konu rpaBernr o0upae cBoro mnepcoHaxka, wMeton Mmake choose playerl
BUKIIMKAETHCSA 3 HA3BOIO OOPAHOTO IMEpPCOHaXKa SIK MapameTp, 1 Led MEepCOHaX CTae
aAKTUBHUM JIJISI TIEPIIIOTO TPABIISL.

Takum yuHOM, KO/ O3BOJISIE TPABLSAM OOMpPATH CBOI HIKIPHI MOKPUBH, SKi BOHU

XOUyTh BUKOPUCTOBYBAaTHM B TIpi, 1 30epirae II HaJIAITyBaHHSA M1 MOAAJIBIIOTO

BUKOpHCTaHHs. HaBenemo mporpamuy peanizamiro ¢ynkitii make _choose playerl:

public void make choose playerl (string Choosed Player)

{
PlayerPrefs.SetString("choosed player", Choosed Player) ;
chosenSkinPlayerl = Choosed Player; //add
Debug.Log ("choosed player" + Choosed Player) ;
repaintSkinsP1 () ;

}

Knacu hero, hero2 marots momiro OnHpChanged, sika BigOyBaeThCsi Tpu 3MiHI
KUIBKOCTI 3I0pOB'st repos. L moisi BUKIMKAETHCA TIPU 3MEHIICHH] KUTBKOCTI 370POB's

o0'ekTa repost, 1 NIANUCHUKA MOXYTh pearyBaTH Ha L0 MOJIII0, OHOBJIOIOYM IIKAITY
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3JI0pOB's repost Ha expaHi. Lls moxis Bu3Ha4deHa B kiaci repost sk public event changeHp
OnHpChanged;. Bona oronomrye nenerar changeHp, sikuii mpuiimae minodyncenpbHUN
napameTp - KUTbKICTb 3J0POB'sl TE€POsL.

HaBenemo mpukiian peanizaiii mpoBeAeHHS MiAMUCKH HA TOJIIO:
OnHpChanged += UpdateHealthBar;

Meton UpdateHelathBar mpuiimMae HOBe 3HAaY€HHS KUIBKOCTI 3/I0pOB'S Tepost i
OHOBJIIOE B1JIOOpaKEHHS IIKaJIM 370pOB'S Ha €KpaHl BIJMOBIIHO JO0 I[LOTO 3HAYCHHSI.
Hapenemo npukinan peamizanii metoay UpdateHealthBar:

void UpdateHealthBar (int health)

{
healthBar.value = health;

}

[lin 4dac Tpu, KOJNM KITBKICTH 3J0POB'Sl Tepos 3MIHIOEThCA (HAMPUKIAN, TMpU
OTPUMaHHI YpPOHY), BUKIHMKaeThess noaiss OnHpChanged, nepenaroun HOBe 3HAYCHHS
KUIBKOCT1 3JI0pOB'sl TianmucHuKaMm. HaBenemMo mNpukiajg BHUKIMKY MOAIT OHOBJICHHS

1H(popMmarlii o 310po'i rpaBLs:

OnHpChanged?. Invoke (lives) ;

ITix gac rpu, Koau oauH 3 TepoiB (a00 0O0MIBa) BTpayvarOTh yce 3J0pOB'st abo
3aKIHYY€ThCAd 4Yac payHay, BukimkaeTbcsi metos CheckRoundOutcome().HaBenemo

npukian peatizaiii metoay CheckRoundOutCome():

if (roundOver) return;
if (hero.lives <= 0 || hero2.lives <= 0 || roundTime <= 0)
{

roundOver = true;

whoWinRound () ;

if (playerlRoundWins >= 2 || player2RoundWins >= 2)

{
finishFight() ;
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B upomy MmeTonl mepeBips€ThCS KIIBKICTH 370POB'Sl KOKHOTO Teposi Ta dYac
payHmy. SIKIIo KimbKICTh 3I0pOB'Sl OAHOTO 3 TepoiB cTrae meHme abo piBHo 0, abo
3aKIHUY€EThCS Yac payHNy, TO payH]l BBAKAETHCS 3aBEPILICHUM.

[Ticas 3aBepiIeHHsS BCIX payHIIB MEPEBIPSE€TbCsA, SKHM TrpaBelb 3700yB 2
NEPEMOTH y payHjaax. SIKII0 OAWH 3 rpaBLiB JOCAT I[bOTO PE3YJbTATy, BUKIUKAETHCA
meton finishFight(), sikuii Bu3Hauae mepemMoxit 00io.

[Ticst 3akiHUEHHS KOKHOTO payHy, IpaBIli MOBEPTAIOTHCS Ha MOYATKOBI MO3MIIIT,
iXH1 JKUTTS TOBEPTAIOTHCS O MOYATKOBOIO CTaHy, 1 MOYMHAETHCA HACTYIHUUN payH[.
k1o HeMae HeOOX1THOCTI B HOBOMY payH/l, 1 OIMH 3 TPABLIB BXKe 3100yB EPEMOTY y

0010, TO BUKOHYETBCSI TIEPEX1]] JI0 1HIIOT CIIEHH, J€ B1I0OPaKAETHCS MEPEMOKeElb (IUB.

puc. 3.3).

Pucynok 3.3 — Jliarpama aisuibHOCTI

3aBaHTaXUBIIN TPy, KOPUCTyBaya 3yCTpi4a€ TOJIOBHE MEHIO, Ha SKOMY
posramoBana kHomnka «Crapt» Ta «KepyBanus». Knonka «KepyBaHHS» NMEpeBOAUTH
KOpPUCTyBada Ha CIIEHY, JI€ JEMOHCTPYEThCS 1HGOpMAIlis MPO KEPyBaHHS TPOIO IS

irpoka 1 Ta irpoka 2. Ilicns o3HaiiomsieHHs 3 1H(OpMaIli€l0 PO KepyBaHHS,
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KOpPHUCTYBa4 MOX€E TIEpeHTH B TOJOBHE MEHIO, HATHUCHYBIIM KHOMKY «Hazamy.
Peanmizamisi mepexomy 10 MEHIO KEpyBaHHS TpaBISIMH peali3oBaHa B CKPHUMTI
howToUse.cs.

Knonka «CtapT» B TOJJOBHOMY MEHIO TPH 3aIlyCKa€ IrPOBY CECII0 Ta MEPEBOAUTD
KOpPHUCTYyBaya JI0 CIICHH, Ha SKIH MEepIIni 1IrpoK 00Mpae CBOTro nepcoHaxa Jyis rpu. Ha
CIIEH1 MTPE/ICTABJICHI YOTUPH T€POsi, OJTHOTO 3 SIKUX MEPIINA rpaBellb MOXKe BUOpATH IS
00r0. Bubpanwmii repoil iHIMiaMi3y€eThCA BIAMOBIIHOK aHIMAIIEIO TPU HATUCKAHHI HA
Hboro. [1{06 36epertu cBiit BUOIp, mepIIuil rpaBellb Ma€ HATUCHYTH KHONIKY «Nexty. [1s
KHOTIKa TEePEeBOAUTh KOPHUCTYBadiB Ha HACTYIHY CIIEHY, Ha SIKiil CBOTO reposi oOupae
npyruil rpasenb. llepconax, BUOpaHuii MepIIMM I'paBLEM, Ha 1l CLIEHI HE JOCTYIHUUI
Jutst BUOOpy. BiH He BijoOpakaeThCs Ha CIIEH], JIUIIE HOro KOHTYP .

B cTpyKTypl NpOeKTy CTBOpEHa JeKa 3 MEepPCOHa)XaMH, B HIM BCl YOTOPH repos
noctynHi B aeui mis Playerl Ta Player2 y surisiai npeda6is. s norika peanizoBana B
ckpunti SKin.cs. Bubopy rpaBiiiB 30epiraroTbCcs 1 NEPEAalOThCs Ha CIEHY O0O1o.
Peaizartis 30epekeHHs IEPCOHAXKIB peari3oBana B ckpunti SpawnPlayer

[Ticnst Toro, siKk aBa TpaBisl oOpaJid CBOiX I'epoiB, BOHHM MEPEXOJATh HA CICHY
BUOOPY apeHu g 0010, Ha SKIA TPEACTaBICHI TPU KHOMKU 3 300paKeHHSMH Ta
Ha3Bamu apeH. OOpaBIIM OJIHY 3 HUX, TPaBIll MEPEXOASITh HA BIAMOBIIHY CIIEHY OO.
OyHKIIIOHYBaHHS BUOOPY apeHH peani3oBaHo B CKpUIITI chooseArena.cs

Ha xoxHiif cuieHi 601 CTBOpEH1 TOUKH JUIs ClIayHa MEPIIOro Ta Apyroro repos. B
Il TOYKH 3aBaHTAXYIOTHCS BiaNoBiaHI mpedadbu 3 nmek 3 reposmu Playerl ta Player2.
['epoii nepmioro rpasist mozHavaersesi Terom PlayerlChoosed. T'epoit nmpyroro rpasiis
no3Havyaetbesi Terom Player2Choosed. IloBenmiHka repoiB peallizoBaHa B CKPHIITI
HeroBehaviour, sikuii ycmankoBytoTs kiac Hero ta Hero2.

biil cknamaeTrbes 13 TPhOX payHIIB, KOKEH payH] MOYMHAETHCS 3 BIJANBIAHOI
aHiMOBaHO1 3acTaBku. Paynn tpuBae 90 cexynn. PayHn BBaKaeThCsl 3aBEPIICHUM, KOJIH
3aKIHYY€ThCS Yac payHAu a0bo 370poB’st 0AHOTO 3 repoiB gopiBHIoE (. B pasi, skio gac
payHIy BHUUEpIAHHA, a 3I0pOB’Sl TIEPIIOTO Teposi JOPIBHIOE 3I0POB’I0 APYTOro repos,
TO TIOYMHAETHCS PEBaHI. SIKIO 4Yac payHAy BUYEpPIIAHWA, B payHJi IepeMarae Tou

rpaBellb, 3JI0pOB’sl Tepost IKOro Oubiie (IuB. puc. 3.4).
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- o “ o -

O6paHHn nr)c.ommﬂ’HioﬁpﬂHHl apeHun———pp,
H Mepexig ao payHgy 6010,

aKiHueHHA 6010—pp

Pucynok 3.4 — Sequence diagram

[Ixana 310pOB’sI MEPILIOTO 1 IPYroro reposi BiJ0OpakaroThCsl B BEPXHIN YaCTHHI
€KpaHa. 3a JIOTIKY BioOpakaHHs 1H(OpMaIlli Ipo 370pOB’sl TepOs BIAMOBIIAE CKPHUIIT
hpSlider.cs. Koxxna mepemora iaeHTH(DIKYETBCSA 3IPOYKOI0, KA BiJOOpa)KaeThCs i
IIKAJIO0 3/10pOB’st reposi. Ilicis 3aBepIiieHHs payH/la, BUKIMKAETHCS MOIisi OHOBJICHHS

3JI0pPOB’s Ta pereHepailii rpaBIliB y TOYKaxX CrayHa.
3.2 BizyanbHa ckiagoBa
3.2.1 OroueHHS

Jlnst Bi3yanmizariii irpoBOTO OTOYEHHS BUKOPHUCTOBYIOTHCS TaMJICETH, CTBOPEHI
€JIEMEHTU JeKopallii piBHIB, 1I€ CTBOPIOE BIAMOBIIHO aTMOc(hepy 3aHYpEHHs Yy Tpy.
Bisyanizalis irpoBOro OTOYEHHS € KJIIOUOBUM €JIEMEHTOM Yy CTBOPEHHI 3aXOIUTIOI0YOi
aTMoc(epu JJiA TPaBIliB, 1 BUKOPUCTAHHS TAMJICETIB Ta JEKOPATUBHUX €JIEMEHTIB Ma€

BHUpIIIaJIbHE 3HAYCHHS B I[bOMY TIpolieci (IuB. puc. 3.5).



36

Pucynok 3.5 - Taiinect 1151 CTBOpEHHSI MiJIOTH

BukopucTaHHs JEKOpPaTUBHUX €JEMEHTIB J03BOJIIE CTBOPIOBATH YHIKAJIbHY

atMocdepy rpu. Lle BrmuBae Ha HACTPiM rPaBIlIB 1 IXHE COPUUHSITTS ITPOBOTO CBITY.
3.2.2 Tlepconaxi

['paBerib Moxke oOpatu oxHoro 3 4 mepcoHaxis (muB. puc. 3.6, 3.7, 3.8, 3.9).
Koxxen mepcoHaxx OyB HamadbOBaHMM, KOXKEH 3 HUX MAa€ YHIKAJIbHUN 30BHINIHIN
Burisia. lle mosBomsie TpaBisiM oOWpaTH Tepos, KM HalOUIbIe BiAMOBiIAE iXHIM
BIIOJIO0AHHSAM Ta CTUIIO Tpu. JleTampHe MPOMaibOBYBAaHHS KOXXHOTO TepOsi CTBOPIOE
BIIUYTTS 1HAMBIAYaJTBHOCTI Ta YHIKaJbHOCTI. Bci mepcoHaxki MaroTh Halip 300paKeHb

JUTsl CTBOPEHHS aHIMaIliil pyXy, OKOI0, CTpUOKa, aTaKu Ta HOKAYTY.
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AHIMaIlii KO)KHOTO TIEPCOHAXKa PETEIBHO PO3POOIICHI IJIsl TOTO, MO0 3poOUTH TPY
OUTBIII 3aXOTUTIOIOYOI0 Ta PeaTiCTUYHOI0. BiJ maBHOTO pyXy mija yac Xoap0u Ta 0iry A0
JUHAMIYHUX CTpPHOKIB 1 aTak, KOXEH pyX IMepCOHaXa BUIILAAE NPHUPOJIHBO 1
npuBadmBo. Oco0yIMBa yBara NpUAUIIETHCS JETaTISIM.
['paBili MOXYTh HACOJOPKYBAaTUCS BHCOKOSKICHUMH TEKCTYpamH, TUITABHUMU
aHIMAIliSIMA Ta KUBUMH KOJBOPAMH, IO IMJAKPECTIOTh 1HIUBIAYaIbHICTh KOXKHOTO
repost. Lle poObuts rpy He TUIBKHU I[IKABOIO 3 TOYKU 30py TCUMIUICIO, ajieé ¥ MPUEMHOIO

JIUISL OKa, 1110 3HAYHO MiBUIIYE 3arajJbHUM T0CBiJ BiJ] TPH.

RERRERR

YEL ERE
R0 L NPT T

Pucynox 3.6 — Habip 300pakeHb Ju1sl CTBOPEHHS aHIMAIIisl IS TIEPIIOTO MePCOHAKY

RERIER
SRERERE
S 58 % PVes.

Pucynox 3.7 — HabGip 300pa>keHb Jj1sl CTBOPEHHS aHIMAIIisl I PYTOro MepCOHAKY
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Pucynok 3.9 — HaGip 300pakeHb a1t CTBOPEHHS aHIMaIlisl 1711 4eTBEPTOrO MEPCOHAXKY

KoseH 3 mepcoHaxiB y Ipl Mae yHiIKalbHy 30poro. PizHOMaHITTS 30poi Takox
MIKPECTIOE 1HIUBIIYaTbHICTh KOKHOTO TMEPCOHAXa, CTBOPIOIOYN YHIKAJIBHHUM 00pa3 1
BITUYTTS repoizMmy. ['paBill MOXKYTh €KCHEPUMEHTYBATH 3 PI3HUMH THIIAMU 30poi JUIs
3HAXOJ[KCHHsI ONTUMAIBHOTO MIIXOAY A0 JOCSATHEHHS CBOIX wijeil y rpi. Lle cTBoproe
CTpaTeriyHl BapiaHTU MJIs TPaBIlIB, SIKI MOXXYTh BHOHMPATH MEPCOHAXKIB 3aJIEKHO Bij

CBOIX yNno/100aHb Ta CTUJIIO TPH.
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3.2.3KopucryBanpkuii iHTepdeiic

st tpu Oy po3poOsieHi Taki CXeMAaTWYHI MaKeTH CIIeH, 00 3a0e3meunTd
IHTYITUBHO 3pO3yMUIMN Ta 3py4yHUil iHTepdeiic ans rpasiiB. KoxeH MakeT perenbHO
CIIPOEKTOBaHMM 3 ypaxyBaHHsIM Halkpamux npaktuk UX/UI qu3zaiiny.

['o10BHE MEHIO € MEPUIOI0 CLEHOIO, SIKy 0auuTh rpaBelb MPHU 3aycKy Ipu. BoHo
BKJIIOYA€E JIOTOTHUI TP, PO3TAIIOBAHUN y IIEHTP1 €KpaHa, 1 sickpaBy (OHOBa KapTHUHKY,
o crBoproe armocdepy rpu (auB. puc. 3.10). Ha expaHi Tako)X pO3MIIICHI KHOIKH
«Crapt», «KepyBanus». KoxHa KHOMKa 1HTYITMBHO 3pO3yMiia Ta JIETKO JIOCTYIIHA,

3a0e3Meuyl0ur 3py4Hy HaBiraiiro mo MeHIO.

background image

CONTROL
BUTTONS

LOGO

START

Pucynok 3.10 — MakeT roJioBHOTO MEHIO

Ha cueni Bubopy reposi mepimii rpaBelib 00upae cBoro nepcoHaxa. [arepderic

MICTHTb 300paKe€HHS IOCTYITHUX MepcoHaxiB (auB. puc. 3.11).

background image

hero1 hero4

hero3
hero2

NEXT Choose Player 1

Pucynok 3.11- MakeT ciieHr BUOOPY MepcoHaXka JIJIsi IEPILIOTO TPaBIls
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Maxker cueHu ansi BUOOpY MEpCOHaXka AJIsi JPYTroro rpaBls aHANOTIYHHUM 10

CIIEHU BUOOPY MEepCOHaXka JJIsl MEePIIOTo rpaBlis, ajie MPU3HAYCHUMN JJIsl APYTOro rpaBIs

(muB. puc. 3.12). Bin 103BoJIsi€ IpyroMy rpaBLI0 00paTH CBOTO MEPCOHAXKA 13 CITUCKY

noctynaux. Lle mo3Bosisie 000M TpaBusIM 3pOOUTH CBi BHUOIp HE3aJ€KHO OAWH BiA

OJTHOTO.

background image

hero1

hero2
NEXT

hero3

hero4

Choose Player 2

Pucynox 3.12 — MakeT cuieHn Jij1s1 BUOOpY MepCcoHa)Xa I APYroro rpaBIls

[Ticnss BUOOpY mepcoHaXiB TpaBill MEPEXOJATh A0 BUOOPY apeHH Jjisi OUTBH.

[aTepdeiic micTuTh 300pakeHHS JOCTYIMHUX apeH, KOKHA 3 SKUX MAa€ YHIKaJIbHHM

JIM3aiiH Ta XapaKTepUCTUKH. ['paBll MOXYTh NEpEriisigaTd 1 BUOMpATH apeHy, Ha SKii

BOHU XOYYyTh OuTHCS. BUOIp apeHH TakoX CYMPOBOIKYETHCS KOPOTKUM OMUCOM a0o

NPeB'to, IO IOTIOMArae rpaBIsiM 3po0UTH OOTpYyHTOBaHMIA BUOip (mauB. puc. 3.13).

background image

Arena 1 Arena 2
thumb thumb

Arena 3
thumb

Pucynox 3.13 — MakeT cuienu Jij1s1 BUOOpY apeHH ISl TPU
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Maxker cueHu 0010 - 1€ OCHOBHA ClLIeHA TI'pH, A€ BiAOYyBalOTbCA OUTBU MIX
rpaBisiMH. [HTEpdeic BKIIOYae MKy 30pOB'S i1 KOXKHOTO TPpaBIlsl, pO3TAIIOBaHy y
BEpXHIM YaCTHUHI €KpaHa, a TaKOX TaiMmep payHay. Ha ekpaHi Takoxx BigoOpakaroThCs
aHIMaIlii atak, pyxiB Ta cremaJlbHuX MpuiiomiB. [licis KOKHOTO payHIy MOKa3yeThCS
3ipouyka Tl IIKajJOK 370pOB'Sl MEPEeMOXKIld, SKa BioOpaxkae KiIbKICTh BHUTPAHHUX
payHaiB (auB. puc. 3.14).

KoxeHn 3 mux makeTiB OyB peTenbHO po3pobiieHn, mob 3a0e3neyuT KoMpopTHE
KOPHCTYBaHHS Ta 3aJ0BOJICHHS BiJ Tpu. BOHM pomomararoTh TpaBIsIM JIETKO
OpIEHTYBATUCS B Ipi, poOUTH BHOIp 1 HACOIOHKYBAaTUCS MPOILIECOM 0010, CTBOPIOIOUU
MIOBHE 1 3aXOTIIOI0YE ITPOBE CEPEOBHIIIE.

Maker crieHd 0O - 1€ OCHOBHA CIIEHa TpH, Ji¢ BIJOyBalOThCSA OUTBH MIX
rpaBusMU. [HTEpdeiic BKIOYaE KTy 340POB'S I KOKHOIO IrpaBls, pO3TAIIOBaHY Y
BEpXHIM YacTHUHI €KpaHa, a TaKoX Taiimep payHay. Ha ekpaHi Takox BiIOOpakarOThCs

aHIMallii aTak, pyXiB Ta CIEiaIbHUX MTPUHOMIB.

Player 1 HP bar -F;OUND Player 2 HP bar

‘ Player1 Wins Player2 Wins

background image

Pucynok 3.14 — Maker cuienu 6010

Koken 3 nux makeTtiB OyB peTebHO PO3pOo0IeHH, 1100 3a0e3nednTi KoMGOpTHE
KOPHUCTYBaHHS Ta 3aJI0BOJICHHS BiJ] TPH.

BoHu nonomararoTh TpaBISIM JIETKO OpIEHTYBAaTHUCS B Tpl, poOUTH BHOIp 1
HACOJIOJKYBATHUCA TpoLlecOM 000, CTBOPIOIOYM TIOBHE 1 3aXOIUIIOIOYE IrpoBe

CEpEIOBHIIIE.
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3.3 CtBopenns UI/UX

CTBOpIOIOYH TOJIOBHE MEHIO TP, 5 MIParHyB mnepeaaTu atMmocdepy Ta modyayBaTu
3py4YHUH, 3po3yMminuii iHTepdeiic. Po3poOka TOJOBHOTO MEHIO sl TPU - BaKIUBa
YacTHHA Tpolecy po3poOkH, sika (opMmye Mepir BpakeHHS TpaBIl Ta 3a0e3nedye
3pyYHUN JOCTYN 10 KIIOUOoBUX (yHKIINA. ['07OBHe MeEHIO Tpu — IaKOHIYHE Ta
3pO3yMiJie.

I'pa mae na3By Fatal Ring. Jlorotum 3 Ha3BOIO CTWIII30BaH B KaHPI apKagHHUX
irop, € SCKpaBUM, PO3TAIlIOBAaHWK B IICHTPi ekpaHa. Bech KoHIENT rpu OyayeThCs Ha
O00opoTh01 Ha Meuax, IO Bi3yalli30BaHO Ha ()OHI TOJOBHOTO MEHIO y BHUIJISIII Meua,
BCTPOMJICHOTO B KaM€Hb. J[Jis1 CTBOpEHHS AUHAMIKY Ha €KpaHi TOJIOBHOT'O MEHIO JI0/aH1
aHiMOBaHI e(eKTH TNajaryoro BOTHIO Ta J0JaHa 3BYKOBAa JOPIXKKA 3 MY3UYHUM
¢aitmom. Ha ekpani rosoBHOro MeHto € kHonka «Ctapt» Tta «KepyBaHHs» (IHUB. puC.
3.15).

Knomnku "Crapt" Ta "KepyBanus" poOysiTh OCHOBHI (PYHKIIIi TPH JTOCTYITHUMH 3
MEPIIOTO TOMIIALY, 3a0€3Meuyodn 3pYYHU Ta MBHUIKUNA TOCTYH JO MOYATKYy I'pu abo
neperisiay 1HCTpYKIiN. Takuil miaxia J03BOJISE TPABIEB] MIBUJIKO 3aHYPUTHCS B TPy Ta

IIOYaTH CBOIO NMPUToAy 0e3 3aliBUX MEPEIIKOI.

Pucynok 3.15 — ['osioBHE MeHIO rpH

Y npomeci po3poOku  GoHY Ui CLIEHM apKajaHoi (aWTIHrOBOi TIpH, 5
CKCIICPUMEHTYBAB 3 PI3HMMM BapiaHTaMH, HaMararOyucCh CTBOPHUTH Bpa)kalOuui Ta
eMOIIiiTHO Hacu4eHuil BUTsAA. B pamkax mumuiomMHOi poOOTH s po3paOuB 3 MakeTH

IrpOBOT apeHHU ISl TPH.
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[Tepmmii MakeT mpencTaBiisie OO0 ITPOBY apeHy, PO3MIIICHY CEpPea BHUCOKHX
ripcekux mikiB. Ll crieHa moemHye B co0i CXigHY TeMaTHKy Ta €JIeMEHTH (peHresi,
CTBOPIOIOUH 3aXOIJIMBUI Ta 3arafkoBuii cBiT (quB. puc. 3.16).

Ha creny momaHi apXiTeKTypHI €JIE€MEHTH CXIJHOTO CTWJIIO, TakKi SIK KOJIOHH,
MaBUILHOHU Ta cX0a1. BoHM rapMOHIHHO BIUCYIOTHCS Y TIPCHKHUH TEi3aK, CTBOPIOIOUN
KOHTPAacT MK MPUPOJIOI0 Ta JIIOACHKUMHU criopyaamu. L cymiin KyaeTyp Hajae CIeHi
CBOEPIAHOI 3araIKOBOCTI Ta IHTPUTH.

Maiinanuuk jis O6oro, oOyamToBaHWii Ha Kam'sHikd 1oiatdopmi. Llsg merans
HiKpEcIoe, M0 ISl apeHa MpU3Ha4YeHa I eMiYHUX TMO€AUHKIB MK BoiHamu. Lleit
MakeT IrpoBOi apeHH JIEMOHCTPYE BIIPABHE MOEJHAHHS PI3HUX EJIEMEHTIB, TaKUX SIK

npupoja, apxiTeKkTypa, (eHTe31 Ta cXiJHa TEMaTHKA.

Pucynox 3.16 — MakeT ¢oHy irpoBOi apeHH

Hpyruii MakeT irpoBoi apeHu MPeACTaBIIsIE COOOI0 EMYHUMN NEH3aXK 3 MOXMYpPUMHU
TipCHbKMMHU YTBOPEHHSIMH Ta pyiHAMU CTapOJIaBHbOI IKBLII3aIlli. ATMOC(hepa HarloBHEHA
HaIPY’>KEHICTIO Ta TAEMHHUYICTIO, CTBOPIOIOYM YYAOBE TIO IJsi €NIYHUX OUTB Yy
¢benresiitHoMy CBITI (qUB. puc. 3.17).

[leHTpanbHUM €IEMEHTOM CIICHH € BeJIWYe3Ha TpIlMHA y 3eMJli, HAllOBHEHA
TyMaHOB, LIO CTBOPIOE e(eKT 3aHypeHHs y cBIT (enrtesl. Lleil edexT mocumoerscs
3aBISIKM aHIMOBAaHHWM SI3MKaM  TOJyM's, SKI TaHIIOIOTh Ha TOBEPXHI 3€MII,
BUMPOMIHIOIOYM TEIUIO Ta CBITJIO. 3BYK MMaJIal0YOro BOTHIO [0JA€ I1€ OUIBIIOL

PEANTICTUYHOCTI Ta 3aHYPIOE TPABIIA Y IIEH 3arpO3JTUBUIA CBIT.
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HaBkoyio 71aBOBOTO pPO3JIOMY PO3KHJAHI PEIITKHA KOJUIMHBOI IMHBLII3AIMIT Y
BUTJIAIl 3pYWHOBAaHUX KOJIOH, CXOAIB Ta apok. KiyOku TymaHy, 110 OTOpTalOTh Iii
ylaMKH{, AOAAIOTh MICLIO BiAYYTTS TAEMHUYOCTI Ta 3aragkoBOCTI. SI3MKH TOIyM’s
peasti3oBaHi y BUTJIsiAL pedadiB.
KnyOku TymaHy, IO OropraloTh yJdaMKH pyiH, A0OAA0Th TAEMHUYOCTI 1
3araJIkOBOCTi IIbOMY Micito. TyMaH, IO JIETKO JUIETHCSI HABKOJIO 3aHYPEHUX y TyMaH
00'eKTiB, CTBOPIOE BIIUYTTS HEBHU3HAUYCHOCTI Ta CTUMYIIOE ITPOKIB 10 JOCITIIKEHHS 1

TBOPYOTO MIIXOAY J0 TPH.

Pucynok 3.17 — MakeTt QoHy irpoBOi apeHH

Maker s TpeThOi IrpOBOi apeHH JIEMOHCTPYE 3aXOIUIIOIYy aTtMmochepy
(deHTe31iiHOro CBITY, 00'€JHYIOUM €JIEMEHTH MPUPOJM Ta CTAPOJIaBHBOI APXITEKTYpPH.
CueHa po3ropTaeTbCs TOCEPEa BEIMUYC3HUX 3aJCACHIIMX TIPChKUX IIIKIB, IO
3MIHMAIOTBCS y XMapH, CTBOPIOIOYH €IIYHE Ta TpaHaio3He 10 (uB. puc. 3.18).

[leHTpanbHUM €JIEMEHTOM € BEJMKa KpyIJia apeHa Jijisi 60iB, BUKOHaHA 3 TEMHOTO
KaM'sHOro MaTepiany. 1i 0OISAMOBYIOTH JBa MOHYMEHTAIbHi IOPTAIM 3 KOIOHAMH,
NPUKpAIIEeHUMH OpHAMEHTaMHU B CTWJIl CTapoJaBHIX LuBUI3amii. L1 apxiTekTypHi
JIeTal He JIMIIE HaJaloTh apeHl BIAUYTTS CBSIICHHOCTI, a H CTBOPIOIOTH BPa)KEHHS, 1110
BOHA € YACTHHOIO OLJIbIII MAaCIITAOHOTO KOMILJIEKCY CIIOPY/I.

[li emeMeHTH HE JUIIE CTBOPIOIOTH BI3yaJIbHWM 1 ay/iallbHUA KOHTEKCT, a |

MOKYTb BIUTMBATH Ha X1/ TpH, poOJIsTuu KOKeH 01l YHIKAIIbHUM Ta Herepea0adyBaHUM.
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[ToennanHss CyBOpOi MpUPOAH, JPEBHBOI apXITEKTypPH Ta 3arajJKoOBOTO CBITIHHS
CTBOPIOE YyHIKaIbHY aTMmocdepy, ska oOimsge 3axoIuTiodl Ta HemepemdadyBaHi

MOEIMHKY Ha I11i apeHi.

\\\"& ﬂ ;' QI‘/.

Pucynox 3.18 — MakeT ¢oHy irpoBOi apeHH

Bubip mepconaxiB it 0010 BigOyBAa€ThCS IMOCTIAOBHO, CHOYATKY TEPIINAN
rpaBelb 0o0upae mepcoHaxa st Ooro. [lpum HaTMCkaHHI Ha mMepcoHa)ka, 3a HUM
BKJIFOYAETHCS aHIMaIlis, ska imeHtudikye BuOip kopuctyBada. [licims cBoro BuOOpy
NepIINH rpaBellb HacTUCKAae Ha KHOMKY «Selecty. Indopmaris mpo BuOip KOpUCTyBaya

30epiraeTbes y cucteMi (auB. puc. 3.19).

Pucynok 3.19 — BuGip nepcoHaxa nepiiim rpaBiem

s npyroro rpaBus MEpPCOHAX, SIKUM OyB BHOpaHUN MEPIIMM TIpaBlEM
CTa€ HEAOCTymHUM I BuOopy. BiH BimoOpakaeThcsi Ha CIieHI 3 e(peKToM

HaIBIIPO30POCTi, IO Bi3yallbHO 1eHTU(]IKYE HOTO SK HEAOCTYIHOIO JJIsi BUOOPY
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IpyruM rpasieM. BuOpanuii Ipyrum rpaBIieM MEPCOHAX TaKOX 1MECHTH(IKYETbCA 3a

JIOTIOMOTOI0 aHIMOBAHOTO edekTy (nuB. puc. 3.20).

'

N )

Pucynox 3.20 — Bubip nepconaxka Jpyrum rpaBlem

B pamMkax naHOro AMIIOMHOTO TIPOEKTY O0YyJ10 po3pobiieHo 3 apeHu ais 6oro. s
MO>KJIMBOCTI TOTIOBHEHHS TPU HOBUMH apeHaMu, Niepe0aueHn HaBiraliitHi CTpiiIKy, AKi
BKa3ylOTh Ha MOJJIMBICTh JOJIaBaHHS JOJAATKOBUX JIOKaIlid y ManOyTHhoMmy. lle
BIJIKpUBA€E TIEPCIEKTUBHU JIJIsI MOJAIBIIOTO PO3IMIMPEHHSI KOHTEHTY I'PH Ta 3a0e3MeueHHs
ii moBro crpokoBocti. Ha3Bu apen - "Lunar Peak", "Forgotten Citadel" ta "Glacial" -
HATSAKAIOTh HA 1XHI BIJIMIHHI HAcCTpOi Ta CEpeIOBHINA, SKI MOXKYTh BapirOBaTHUCS BiJ
MICSYHUX KpPAaeBUAIB 1 CTapoJiaBHIX PYiH J0 KpWXKaHUX JbOJOBUKIB. Takuit
pPI3HOMAHITHHM BHOIp J03BOJSE 3aJOBOJIBHUTH Pi3HI YIMOAOOAHHS TpaBIliB Ta

3a0e3MeUNTH CBIKUI TOCBIJ MiT Yac KOKHOT OUTBH (IHB. puc. 3.21).

oten citadel

For I

Pucynok 3.21 — Cuena Bubopy apeHu
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BbyB po3poOnenuii inTepdeiic kepyBanHs s rpu. Ha expani BimoOpakaroTbes
JIB1 TIaHEN1 3 MPU3HAYCHUMU KJIaBilIaMH JJIsl KepyBaHHA JBOMa rpaBipsiMu - Player 1 i

Player 2 (nus. puc. 3.22).

PLAYER 1 PLAYER2

LMB attack attack

move left move left
move right move right
jump jump

health regeneration health regeneration

super explosion super explosion

fire rain fire rain

electro freeze electro freeze

Pucynok 3.22 - [atepdetic kepyBaHHSI s TPH

JliBa maHeap MICTUThH CIIMCOK i Ta BIJAMOBIAHUX KJIABIII JJis MEPIIOTO IpaBlis.
[IpaBa maHenb MICTUTH CHMCOK JAiM Ta BIAMOBIAHUX KJaBill Jyisl Apyroro rpasis. L1
MaHedal JO3BOJISIOTH TpaBLUSM JIETKO TMEPEeBIPUTH Ta TMPUTagaTd, SKI KIaBilll
BIIMOBIAAIOTH 32 MIEBHI Aii mija yac rpu. Lle 0cobiuBO KOPUCHO IS Ir0p 3 IHTEHCUBHUM
reimIuieeM, e MIBUAKE pearyBaHHs Ta 3amaM'sTOBYBaHHS KOMOIHAINM KJIaBilll Mae
BUpIIIANbHE 3HAaYeHHS. BHU3Y ekpaHy posramoBaHa Benuka kHomka "BACK", ska,
JTIO3BOJISIE€ TPABLISIM TOBEPHYTHUCS IO TOJIOBHOTO MEHIO.

KonwopoBa cxema inTepdeiicy Biirpae BaxIJIMBy poib Y HOTo (PYHKITIOHAIBHOCTI
Ta ecteTuil. PioneToBuil (HOH CTBOPIOE KOHTPACT 3 OLIMM TEKCTOM, IO MOJIETIIYE
yuTtanHs iHGopmarrii. Knapimn araku BUIIEH] SICKpaBUM MTOMAapaHYEBUM KOJIbOPOM JIJIst
000X TpaBIliB, MIAKPECIIOYN X BaXJIMBICTE y Tpi. Lle KombopoBe KOIyBaHHS
JIOTIOMArae TpaBLSIM IBUJIKO 1IEHTU(]IKYBATH KIFOUOBI €J1€MEHTH KEPYBaHHS.

Po3rantyBanHs [iii y CIHCKY TaKOXk Mae JIOTIYHY CTPYKTYpY. ba3osi pyxu (BiiBo,
BIIPABO, CTPUOOK) PO3MIIIIEHI HA MOYATKy CHUCKY, 32 HUMHU WIyTh OUIbII CKJIAIHI Jii,
TaKli sIK pereHepartiisi 310poB's Ta creniayibHi ataku. Lle mosermurye 3anamM'sTOByBaHHS Ta
JIOCTYTI JIO PI3HUX KOMAaHJ IiJ 4ac Ipu, 0COOIUBO JJIsi HOBUX T'PABIIIB, SKi MOCTYIIOBO

OCBOIOIOTh MEXAHIKY I'PH.
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4 OIIUC IPUMHSATHUX ITIPOTPAMHUX PINIEHD

4.1 Peamnizariist mepeBipKky 3HaXOKCHHSI IEPCOHAXKa Ha MOBEPXHI 3eMJI1

VY rpi peanizoBaHO MEXaHI3M IEPEBIPKM KOHTAKTy MepcoHaxa 13 3emuero. Lle
BOKJIMBO JUISI TIPABWIIBHOI pOOOTH MEXaHIK CTpUOKa, aHIMaIllil Ta IHIIUX AacIEKTiB
TEeUMILIEIO.

OcunoBuuit 00'ekt reposi (heroClone) mae gouipHiit 00'ekt groundCheck. Ilei
00’€KT pO3TAllOBaHWK B paiioHI HIr mepcoHaxka. lle 3pobieHo mnsa Toro, MO0

B1JICJIIIKOBYBATH IMO3UIIII0 MIEPCOHAKA BITHOCHO MOBEPXHI 3emili (IUB. puc. 4.1).

Pucynok 4.1 — Po3ramryBanns 06’ekra groundCheck BigHocHO repost

Y ckpunti HeroBehaviour Busnaueno siamosigHe mosnie GroundCheck tumy

Transform. HaBenemo npukian koay BusHadeHHs ot GroundCheck:

public Transform GroundCheck;

B incnexropi Unity mone GroundCheck 3s'szane 3 06'ekrom groundCheck, 1o
JIO3BOJISIE CKPUNTY OTPUMATH JIOCTYH A0 MOT0 Mo3ullii (IuB. puc. 4.2).

Ilepesipka 3aificHioeTbest MeTogoM CheckGround(). Bin BukopuctoBye (pyHKIIiO
Physics2D.OverlapCircle(), sika cTBOprO€ ysSBHE KOJO 3 IIEHTPOM Yy TMO3HUIII{
groundCheck. Paniyc mporo kona Bu3zHaudaeThes 3MiHHOIO checkRadius (BcTaHOBIIEHO

Ha 0.5 omunwmip). DyHKIS TEpeBipse, YW TMEPETUHAETHCA 1€ KOJIO 3 Oyab-sIKUM
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KoJjaiiiepom Ha mapi, BuzHadueHomy sk "Ground". Hamegemo mpukianm peanmizariii
metoqa CheckGround():

public void CheckGround ()
{

onGround = Physics2D.OverlapCircle (GroundCheck.position, checkRadius,
Ground) ;

}
Pesynbrar mnepeBipku 30epiraetbcsi 'y OyneBiid 3miHHIM onGround. fAxio
BUSIBJICHO TNEpeTuH 3 3emiieto, onGround ctae true, iHakmie - false. J{ns akTyanbHOCTI

nannx metoj, CheckGround() moTpiOHO BUKJIMKATH PETYISPHO, HAMPHUKIAA, Y METOI

Update().

ﬂ + Hero (Script)

Pucynox 4.2 - HanamryBanus napamerpiB ckpunta Hero B iHciekTopi Unity

Ileit migxig A03BOJSE TOYHO BHU3HAYATH, YU CTOITh MEPCOHAXK HA 3€MIIl, IO
KPUTUYHO BaXJIMBO JUIsI peaiizailii pi3HUX IrpOBUX MeXaHiK. Po3poOHHMK MoOxe
BUKOPUCTOBYBaTH 3Ha4YeHHS onGround s KepyBaHHs JIOTIKOK TpH, HaANpPHKIA,
JTO3BOJISIIOYHM CTPUOKH JIMIIIE KOJIM MEPCOHAX HA 3eMITi a00 3MIHIOIOYHM aHIMallli 3aJI€KHO

BiJI CTaHy KOHTAKTY 3 TIOBEPXHEIO.
4.2 Peamnizailisi ciayHy NMepCOHaXKIB Ha CIIEHI

OyHkIis BUOOPY Ta CcHayHy TMEPCOHAXIB peayli3oBaHa dYepe3 CKPUIITH
ChoosePlayer ta SpawnPlayer. B iHcmexTopi cTBopeHi aBi okpemi manku playerl Ta

player2, B sskux 30epiratoTbest mpedadu nmepcoHaxiB (IuB. puc. 4.3).
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Pucynok 4.3 — Ilanka ais 36epesxeHHs npedadiB mepcoHaxiB

Ckpunt ChoosePlayer kepye BHOOpOM MEpCOHaXIB Il 000X rpaBiiB. Bix
BukopuctoBye PlayerPrefs nns 30epexenHss BuOopy rpaBuiB. HaBememo mnpukiiaj

peainizaiiii 30epexeHHs1 BUOOPY IpaBIIs:

csharpCopyPlayerPrefs.SetString("choosed player", Choosed Player);
PlayerPrefs.SetString("choosed player2", Choosed Player);

CkpunT mMae okpemi METoIu Jijisi BUOOPY mepuioro Ta Apyroro rpasusg. HaBegemo

MIPUKJIAJ peatizailii BUOOpy MepcoHaxiB:

csharpCopypublic void make choose playerl (string Choosed Player)
public void make choose player2(string Choosed Player)

[licns  BUOOpY, CKpUINIT OHOBIIIOE BI3yallbHE BIJOOpaXX€HHS BUOpaHMX

nepconaxis. HaBegemo mpukiaj 3acTOCYBaHHS CKiHA JUIs TIEPCOHAXKA!

csharpCopyprivate void repaintSkinsPl1 ()

private void repaintSkinsP2 ()

Ckpunt SpawnPlayer BiAnoBijae 3a CTBOPEHHs MEPCOHAXKIB Ha IrpoBii cueHi. Y
meromi Start() BimOyBaeThcsi instantiate (cTBOpeHHs) oOpaHux mnepcoHaxiB. lle
rapaHTye, 1o oOWJBa IpaBli MOYMHAIOTH TPy 3 BIJAMNOBIIHUX MO3UIIN, MO CIPHUSE
YEeCHOMY Ta 30aJlJaHCOBAaHOMY CTapTy OOI. BOHHM PO3MINIYIOTHCA Ha TONEPEAHBO
BU3HAUEHUX TOYKAX CIAayHy Ha apeHl, 3agaHux ob'exktamu playerSpawnPoint Tta

player2SpawnPoint (muB. puc. 4.4).
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Hasenemo mpuknaza peanizaiii criayHy mepMOHAXiB HA apeHi:

playerlSpawned = Instantiate (Resources.Load<Hero>("playerl/" +
PlayerPrefs.GetString ("choosed player", "herol")),
playerSpawnPoint. transform.position, Quaternion.identity) ;

player2Spawned = Instantiate (Resources.Load<Hero2>("player2/" +
PlayerPrefs.GetString("choosed player2", "hero2")),

player2SpawnPoint. transform.position, Quaternion.identity) ;

Pucynox 4.4 — Touka criayHa /i IEpPCOHAXKIB Ha apeHi

IlepcoHaxki CTBOPIOIOTBCST B 3a3Jalierilb BU3HAYEHHX TOYKaX CIIaBHY
playerSpawnPoint Tta player2SpawnPoint. Ile rapaHTye, 1o mepcoHaxi OYIyTh

3 SBJISITUCS B OJIHIM 1 TiM caMiil TOYIII i/l Yac MOYaTKy KOKHOTO payHIy.

4.3 Peanizaliiss MOBEpHEHHSI MEPCOHAXKIB B MOYATKOBI TOYKH IICJISI 3aKIHYEHHS
payHny

[Ticnst 3aKiHYEHHS payHy, OAWH 3 TPABIIIB OTPUMYE MEPEMOTy a00 MK IpaBIIMU
B1JIOYBAETHCS HUYIS, TO K IM HEOOX1THO MOBEPHYTHCS B MOYATKOBI TOUKH JIJISl IOYATKY
HOBOTO payHJy.

Meron ResetPlayerPositions() 103BoJisie TOBEpHYTH MEPCOHAXKIB HA MOYATKOBI
MO3UIIIT MiCis 3aKiHUeHHS payHay. Komu paynp 3aBepiienuid, metogq whoWinRound()
BU3HAYA€ TepeMoXIid 1 BukiIukae meton finishRound() st miaAroTroBku 10 HOBOTO

payunay. Ilix yac nporo nmporecy Bii0OyBaeTbesl BUKIMK MeToay ResetPlayerPositions(),
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akuil moBeptae 00'extu playerlSpawned Ta player2Spawned no iXHIX MOYaTKOBUX
KOOpAMHAT, BCTaHOBIeHHWX Yy playerSpawnPoint 1 player2SpawnPoint. Lsa
(YHKLIOHANBHICTh 3a0e3Mmedye CHpaBeIJIMBUN CTapT KOXKHOTO HOBOTO payHIY,
rapaHTyIouH, 10 IEPCOHAX1 3aBXKIU PO3MOYMHAIOTH 3 OJJHAKOBUX MO3HUIIIN, HE3aJIEKHO
BiJ] TOTO, JIe BOHU 3HAXOIWJINCS HANPHUKIHII MONepeHbOro payHay. HaBenemo mpukiiazn

peaiizalili MoBEepHEHHS MEPCOHAXIB B TOYATKOBI TOYKHU:

public void ResetPlayerPositions|()

{

playerlSpawned. transform.position = playerSpawnPoint.transform.position;

player2Spawned. transform.position

}

player2SpawnPoint.transform.position;

4.4 Peamnizailisi po3MillIeHHsS] KAMEPH Ha CIICHI TpU

Ckpunt CameraControl kepye TMOBEIIHKOWO Kamepu Yy TIpl, 30Kpema ii
NO3UI[IOHYBAaHHSAM Ta MaclTaOyBaHHSM BIJIHOCHO [JBOX TIpaBIiB. 3HaXOASATbCS
KOOpAMHATH TOYOK, B SIKHX B JJAHUI MOMEHT 4acy 3HaXoAsTbcsl nepcoHaxi. Kamepa
po3manara€erbes 3aBxaAu Mk HUMHU (nuB. puc. 4.5). Ilig yac pyXy mepcoHaxiB, CKPHIIT

BHUPAXOBYE BIJICTAHb MIXK TPABISIMU Ta PO3MIIIYE KaAMEPy CTPOTO TOocepe]] HUMHU.

Pucynok 4.5 — Po3milieHHs1 Kamepu Ha CUEH1 I'pu
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HaBenemo mpukiaza peanizaiii po3rantyBaHHsI KaMEpH:

Vector3 centerPoint = new Vector3 (((playerl.transform.position.x
+ player2.transform.position.x) / 2, 0, 0);

transform.position = centerPoint + offset;

Kamepa aBTOMaTWyHO 3HAXOIWTH TPABIIB 3a TEramu, IO JO3BOJISIE AUHAMIYHO
HiAKTI09aThCs 10 HUX. Kamepa 3aBKau [EHTPYEThCS MIXK JIBOMa TPaBIIMU, IO A00pe
NiaX0auTh 11 irop Ha aBox.Buxopucranns LateUpdate() 3abe3nedye miuaBHHIA pyX

KaMepH.

4.5 Peamizariis JIOT1KA 0010

biii cknamaerbes 3 Tphox payHuiB. Koxken paynn tpuBae g0 90 CcexkyH.
[lepemarae y 6010 TOH TpaBellb, XTO IMepeMIr y ABoX payHnaax. Jlorika 0010 3 TphoxX
payHiB peanizoBaHa 3a jnonomorow kiacy roundControl. Ileit kimac kepye mpoiiecom
0010, BKJIIOYAIOUM BIIJIIK Yacy, BHU3HAYCHHS TMEPEMOXKIIT KOXHOTO payHIy, Ta

1HIII1aT13a111}0 HOBOTO payHAy (IUB. puc. 4.6).

Pucynok 4.6 — Metoa Round Control B editor Unity

Ha mnouatrky rpu, y wmeromi Start(), BUKIHUKAIOTHCA KiIbKa (YHKINNH s
miAroToBku Jo 0oro. Crnouatky 3a jgomnoMororo merony Invoke("ident", waitTime)

BCTAHOBJIIOIOTHCST  OO'€KTH  TpaBI[iB Ta IiXHI TOYATKOBI  KUIBKOCTI  JKHTTIB.
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BceranoBmoeTbes MpoO30pICTh 31pOK, MIO BIJOOpa)KaroTh KUIBKICTh BUTPaHUX PAyH/IB,
1100 X OyJ10 BUHO JIMIIIE IPU BUTPAII PAyH/IIB.

Hapenemo mpukian peamizarnii iHiiiamzaiii 31poK, SKi BIAMOBIIAIOTh KUIBKOCTI

BUTPAHUX PAyH/IIB:

void Start()

{

roundsBanners[2] .gameObject.SetActive (true) ;
Invoke ("ident", waitTime) ;

InvokeRepeating ("DecreaseRoundTime", 1f, 1f);

starColor = plStarl.color;

plStarl.color = new Color32(starColor.r, starColor.g, starColor.b, 20);
plStar2.color = new Color32(starColor.r, starColor.g, starColor.b, 20);
p2Starl.color = new Color32(starColor.r, starColor.g, starColor.b, 20);
p2Star2.color = new Color32(starColor.r, starColor.g, starColor.b, 20);

}
Merton InvokeRepeating("DecreaseRoundTime", 1f, 1f) 3amyckae 3BopoTHHIA

BIJIUTIK 4Yacy payHAy, SKUH OHOBIIIOETHCS IMIOCEKyHIM. 3HaueHHs roundTime KoxxHy
CEKYH/Iy OHOBIIIOETHCA Y BUTJISA/II TEKCTY Ha eKpaHi (uB. puc. 4.6). HaBenemo npukiaj

peanizarlii Taiimepa:

public void DecreaseRoundTime ()
{
if (roundTime > 0)
{
roundTime--;
roundTimeText. text = roundTime.ToString() ;
if (roundTime <= 0
{
CheckRoundOutcome () ;

}



Pucynox 4.6 — Peanizaris taiimepy payHaa

Merox CheckRoundOutcome() mnepeBipsie, YM 3aBEpIIMBCS payHI depes
3aKiHYeHHS 4Yacy abo dyepe3 BTpaTy BCIX JKUTTIB OJHHM 13 TpaBIliB. SIKIIO0 payH.
3aBEpIIMBCS, BCTAHOBIIOEThCA mpamop roundOver 1 BHUKIHMKAETbCS  METOJ
whoWinRound(), skuii Bu3Hauae nepemoxus payHay. HaBenmemo mpukman peanmizarii

METOy TIEPEBIPKU 3aBEPILICHHS PayH]IY:

public void CheckRoundOutcome ()
{

if (roundOver) return;

if (hero.lives <= 0 || hero2.lives <= 0 || roundTime <= 0)

{

roundOver = true;
whoWinRound () ;

if (playerlRoundWins >= 2 || player2RoundWins >= 2)

{
finishFight() ;

}
}

Merton finishRound() 3MeHIye KiJIbKICTh payHAIB, IO 3AJIUIIWIKNCS, Ta BUKIIUKAE
StartNewRound() nns mouaTky HOBOro payHIy Mmiciis KOpoTKoi 3aTpumku. HaBemgemo

MIPUKJIAJ peaiizailii MeToy 3aBEpIICHHS payHIy:

public void finishRound ()
{

rounds--;

Invoke ("StartNewRound", 1.5f);
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Meron StartNewRound() ckumae nmpamop roundOver, BiTHOBIIIOE Yac payHAY 10
MOYAaTKOBOTO 3HAYCHHSI Ta OHOBIIIOE TEKCTOBE IOJIE, MO BimoOpaxkae dac. BiH Takox
Bukiaukae Metoau ResetPlayerPositions() ta ResetPlayerLives() a1 moBepHEHHS
MEPCOHAXIB 70 TIOYATKOBHX IIO3WII Ta BIAHOBJICHHS IXHIX JKHTTIB. Takox
aKTUBYETHCS BIAMOBIAHUN OaHep 11 payHay. HaBememo mpukian peanmizaiii METOIy

MOYaTKy HOBOT'O PayHJy:

public void StartNewRound ()
{

roundOver = false;

roundTime = 90;

roundTimeText.text = roundTime.ToString() ;
ResetPlayerPositions () ;
ResetPlayerlives () ;

roundsBanners [rounds-1] .gameObject.SetActive (true) ;

4.6 CtBOopeHHs Ha0Opy KOHCTAHT JJIs IPEICTABJICHHS PI3HUX CTaHIB MEPCOHAKA

Bukopucranss nepepaxyBaHHsI CTaHIB JI03BOJISIE CTBOPUTU HAOIp KOHCTAHT JJIs
MPEICTABIICHHS PI3HUX CTaHIB MepcoHaxa B rpl. Lle cnpolrye ynpaBiiHHS CTaHAMH Ta
nokpairye 4yutabenbHicTh Koay. IlepepaxyBanHsa States Bu3Hauae HaOIp MOMKIMBUX
CTaHiB, y AKUX MOXe nepeOyBaTu MEPCOHAXK IPU.

VY nanomy Bumnajaky 1e cranu idle, run, attack, nockout ta jump. [lepepaxyBanus
JTO3BOJISIE JIETKO BIJICTEKYBATH Ta 3MIHIOBATH CTaH MEPCOHA)Xa MijJ 4ac rpu (JUB. pHUC.
4.7).

B mnonmanmemoMy y KOl BHUKIMKAIOTBCS CTaHW TEpoOiB, SKI  BIAMOBIIAIOTH

aHIMOBaHUM e(eKTaM ePCOHAXKIB.
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Pucynok 4.7 — Animator B Unity st mepcoHaxa

Jist peanizanii nmepexoiB MK aHIMAalIsIMU MepcoHa)xa OyJlo CTBOPEHO 3MIHHY
state, sika BIANOBITAE 3a MOTOYHUN CTaH mepcoHaxa. KokHOMYy cTaHy HPUCBOEHO
YHIKQJIbHE YUCJIOBE 3HAUCHHS.

Takuii minxig m03BoJiss€e €(PEKTUBHO KepyBaTH TMEpexojaMu MIXK pPI3HUMHU
aHIMaIlissMu TiepcoHaxka. [Ipu 3MiHI 3HAYEHHS 3MIHHOI state BiOYBa€ThCS BIAMOBIIHA
3MiHa aHiMamii. Hampukiaa, Koiau rpaBellb HATUCKAaE KIABIIIY pyXy, 3HAueHHs state
3MIHIOETHCS Ha 1, 1110 aKTUBYE aHIMaIliio Oiry.

Animator B Unity BUKOpPHCTOBYE III 3HA4€HHs state sl BHU3HAYECHHS YMOB
nepexoay MibK aHiMmamissMu. Y Bkiamm Conditions MoOXHa HalalmTyBaTH yMOBH
nepexo1y, 0a3yrourch Ha 3HaueHHI state. I{e 3a0e3medye maaBHI Ta JOTIUHI TEPEXOIU

MDK PI3HUMHU CTaHAMU TIEPCOHAXkA, CTBOPIOIOYH PEATICTUYHY MOBEAIHKY Y TPI.
4.7 Peamnizairisi aHiMOBaHUX €(EKTIB JIJIsl IEPCOHAXKIB

VY ckpunti HeroBehaviour BUKOpPHCTOBYEThCS KijibKa mpedadiB i1 CTBOPEHHS
Bi3yanibHUX edekTiB y rpi. i npedadu npencraBisioTh pi3HI aHIMOBaHI e€peKTH, SKi
MOXYTh OYTHM BHUKJIMKAHI TiJ Yac TpW IJs Bidyamizamii pi3HUX A1l abo CcTaHIB

nepcoHaxa (auB. puc. 4.8).
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B ~ Hero (Script)

Pucynok 4.8 — JlonaBanus edekriB B editor Unity

Explosion Prefab BukopucroByerbcs ayis cTBOpeHHs edekty BHOyxy. BiH
BUKJIMKAEThCSA TIIJI 4Yac cherianbHoi artaku (auB. puc. 4.9). Y kxoml € 3MiHHA
explosionPrefab, sxa mocunaerbcs Ha 1eil mpedad. HaBememo mnpukiian peamizarii

BHUKJIMKY aHIMOBAHOTO e(PEKTy BiJl cymep yaapy:

player2Spawned. TakeDamage (25) ;
GameObject explosion = Instantiate (explosionPrefab,
player20bject. transform.position, Quaternion.identity) ;

Destroy (explosion, 1f);

W |

Pucynok 4.9 — Peanizaiis aniMmoBaHOTO €(DEKTY BiJ CyIiep yaapy
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Get Dammage Prefab BimoOpakae BizyanbHUIl €(eKT OTPUMaHHS MOIIKOKEHb.

Bin BHKIMKa€TbCS, KOMM MEPCOHAX OTPUMYE ynap MeueM BiJ Bopora. Y KOAl BiH
npeacTaBieHnii 3MiHHOIO getDammagePrefab (muB. puc. 4.10). HaBenemo mnpuxmian

BUKIHNKY Tipeady Get Dammage Prefab:

public void showGetDammageEffect () {
GameObject player20bject =
GameObiject.FindGameObjectWithTag ("player2choosed") ;

GameObject getDammage = Instantiate (getDammagePrefab,
player20bject. transform.position, Quaternion.identity) ;

Destroy (getDammage, 1f);

e

= : . r‘"»-.!bi'—.____-.—— — — '

Pucynok 4.10 — Peanizariiss anHiMmoBaHOTo e(peKTy BT yaapy Medem

Electro Hit Prefab BinoOpaxae BizyanbHUI €EKT OTPUMAHHS MOIIKOKEeHb. BiH
BUKJIMKAETHCS, KOJM MEPCOHAX OTPUMYE yaap Bij Bopora. ¥ Ko/l BiH MpeACTaBICHUN
sminHoio electroHitPrefab (muB. puc. 4.11). HaBeaemo mpukian BUKIHMKY Tpedaly

electroHitPrefab:

Hero2 player2Spawned = player20bject.GetComponent<Hero2>() ;
if (player2Spawned != null)
{ if (distance < 5f)
{
player2Spawned. TakeDamage (5) ;
GameObject electroHit = Instantiate (electroHitPrefab,
player20bject. transform.position, Quaternion.identity) ;
Destroy (electroHit, 1f);

b}
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Pucynox 4.11 — Peinazaiiisi aniMmoBaHOTO €(eKTY BiJl BOTHSHOTO JIOILY

Ice Flor Prefab BimoOpakae BidyanbHHI e(eKT OTPUMAHHS IOIIKOKEHb. BiH
BUKJIMKAETHCS, KOJIM MEPCOHAX JHOJITHUMA yJiap BiJ Bopora. Y Ko/l BiH MpeJCTaBICHUN
sminHOIO0 IceFlorPrefab (nuB. puc. 4.12).

Ils araka HaHOCUTH 25 YpOHY NPOTHUBHHUKY, 3aMopoxye Woro. I[lig wuac
3aMOpO3KH, IPABELb HE MOYKE PyXaTUCS Ta aTaKyBaTH.

Hagenemo npukitan Bukiauky npegady IceFlorPrefab:

Hero2 player2Spawned = player20bject.GetComponent<Hero2>() ;
if (player2Spawned '= null)
{
if (distance < 5f)
{
player2Spawned.TakeDamage (25) ;
GameObject IceFlorHit = Instantiate (IceFlorPrefab,
player20bject. transform.position, Quaternion.identity) ;
Destroy (IceFlorHit, 2f);
player2Spawned.FreezeHero (2f) ;

Debug.Log ("Urpok 2 BaMopoxeR") ;
else

Debug.Log("Miss!!!") ;
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Pucynox 4.12 — Peinazartist aHiMoBaHOTO €(DEKTY BiJ €JIEKTPO aTaKu

Healing Prefab BimoOpaxkae Bi3yanbHuii e(eKT BiJIHOBJICHHS 370poB’s. BiH
BUKJIMKAETHCS, KOJIM MEPCOHAXK X0UY€ BIAHOBUTH CBOE 3710poB’s. JlocTynHa s QyHKIsA
OJIMH pa3 3a BCIO Ipy.

Healing Prefab € BaxiuBO0O CKJIaJ0BOIO TpH, 3a0€3MEUyIOYH MEXaHIKY
BIJIHOBJICHHS 3/10pOB’sl nepcoHaxa. Lleit mpedad akTUBYETHCS, KOJIM TPaBElb BUPIIIYE
CKOPUCTATHUCS €IMHOI0 MOXJIMBICTIO B I'pl AJI MOBHOTO BiJTHOBJIEHHS 370POB’Sl CBOIO
reposi. Y xoji BiH npejcrtasicHuii 3MinHoI0 healingPrefab (nus. puc. 4.13). HaBegemo

npukiaa BUKIUKY nipedady Healing Prefab:

public void hilka()
{
if (isFrozen)

return;

if (ToDoHilka > 0)
{
lives = 100;
OnHpChanged?. Invoke (lives) ;
GameObject explosion = Instantiate (healingPrefab,
transform.position, Quaternion.identity);
Destroy (explosion, 1.5f);
ToDoHilka--;



62

Pucynok 4.13 — Peanizariis aHiMoBaHOTO €(pEKTB BIIHOBJICHHS 3JI0POB’SI

Bizyanbauii eexT BITHOBICHHS HE TUIbKU MIJKPECITIOE BAXKIIUBICTD M€l Jii, ane
1 ogae aTMOC(EPHOCTI IrpOBOMY MpoILieCy, poOJssYd MOMEHT BIJHOBJIEHHS 370POB’S
OUJIBIII 3armaM'ITOBYBaHUM.

VY Bumajky, SIKII0 YMOBa JO3BOJISIE BUKOPUCTAHHS €(EKTY, MEPEBIPAETHCS IIIE
0JIHa YMOBA — HAasIBHICTb MOKJIMBOCTI BiHOBJIeHHS 3710poB’st (ToDoHilka > 0). Sxmio
I yMOBa BHUKOHYETbCSA, 3JI0pPOB’Sl TEPCOHA)Ka MHUTTEBO BIJHOBIIOETHCA [0
MakcuManibHoro 3HadeHHs (100 omwnauie). Ilomis OnHpChanged indopmye iHmI
YaCTUHU T'PHU IPO 3MIHY 3J0POB’sl, IO MOKE BUKIMKATH Pi3HI JOAATKOBI epekTu abo
OHOBJICHHSI 1HTEep(eicy KopucTyBaya.

CTBOpeHHs1 BI3yallbHOrO €(eKTy BIIOYBa€eTbCsl 32 JIOMNOMOTOI0 KOMaHIU
Instantiate, sxa posmimye mpedad y mno3uii mnepcoHaxa (transform.position) 3
BUKOPUCTAHHAM  cTaHaapTHoi opieHtamii  (Quaternion.identity). Ile cTBOprOE
BpaXalouuil Bi3yalbHUI €(EeKT BIIHOBIEHHS 310pOB’S, AKUU TpuBae 1.5 cexkyHOu.
[Ticast uporo eekT aBTOMaTUYHO BUJASETHCA 3 TPU 3a JOIOMOTroro komanau Destroy.

['paBli TOBUHHI peTENbHO OOAYMYBaTH, KOJM 1 SIK BUKOPUCTOBYBATH IO

MO>KJIUBICTD A JOCATHCHHA MaKCUMaJIbHOT'O e(beKTy B KpI/ITI/I‘lHi MOMCHTH I'PpH.
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5 TECTYBAHHS ITPOI'PAMHOTI'O 3ABE3IIEYEHHA

I[JI?I TCCTYBaHHA I'PU BUKOPHUCTOBYBAJIOCA MAaHYaJIbHEC TCCTYBAHHS Ta TCCTYyBAaHHA
HpOI[YKTI/IBHOCTi. OcHOBHUMU HiI[BI/I,IIaMH MaHYyaJIbHOT'O TCCTYBAHHA € K

¢dbyHKIIOHANBHE, TaK 1 HE (PYHKI[IOHATIBHE.

5.1 TectyBaHHS MPOTYKTUBHOCTI

TecTyBaHHS MPOIYKTUBHOCTI MEPEBIPSII0, YU Tpa mpairoe 6e3 ¢piziB 1 3aTpUMOK
HaBiTh TPU BHUCOKOMY HaBaHTaxeHHi. lle Bxmowano mepeBipky FPS (frames per

second), yac BIITyKy Ha JIii rpaBIls Ta BUKOPUCTAHHS MaM'sTI.

JUist  TecTyBaHHA TMPOAYKTUBHOCTI TIpU S BHKOPUCTOBYBaB BOYJOBaHMIA

iHctpymeHnt B Unity - Profiler. Ile Bunm tecryBanns Performance Testing, skuit

BIJIHOCUTBCS 10 AUHAMIYHOIO Ta 1HCTPYMEHTAJIBLHOIO MIIXO01y TECTYBaHHS (IUB. PUC.

5.1).

Pucynok 5.1 - I'padik npoaykruBHocTi Unity Profiler

I'pa B nuiomy mnpairoe craduibHO Ha piBHI 60 FPS, mo Bkazye Ha Xoporry
orntumizaniro. CrnocTepiracTbCsi OJWH 3HAYHUW MK HABAHTAXKEHHA, 1€ 4Yac OOpOOKH
kanpy 3poctae no npubnm3no 33 mc (30 FPS). et nik moB's3anuii 13 3aBaHTaXXKCHHSIM

pecypciB irpekiB Ha apeHi. Ilicist miKy HOPOIYKTHUBHICTh MIBUAKO MOBEPTAETHCS 10
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HOPMaJbHOTO PIBHS, JIEMOHCTPYIOUM €(EeKTHBHE YHpaBliHHA pecypcamu. binbiia
YacTMHA OOYMCIIOBAIBHUX PECYPCIB BHUTPAYAETHCS HA PEHACPUHT, IO TUIIOBO IS
IrPOBHUX 3aCTOCYHKIB. [HIN cucteMu (CkpunTH, ¢i3uKa, aHIMaIlisg) 3aliMarOTh MEHIIY,

aJie TOMITHY YaCTUHY PECYpCiB, 1 IXHE HABaHTAXKECHHS BUTIIsAA€ 30a7TaHCOBAHUM.

5.1.2 TecryBanus kopuctyBainpkoro iHTepdeiicy (Ul Testing)

byno nmepeBipeHO, UM BCi €JIEMEHTH KOPHCTYyBalbKoro iHTepdency
B1JIOOpa)KaroThCsl 1 MPALIOIOTh MPAaBUIBHO. 30KpeMa, NepeBipKa BIAOOpaKeHHS HIKaIU
3J10pOB'sl, TalIMEPIB, 31POK 3a IEPEMOTY B payH/aax Ta IHIIMX €JIEMEHTIB iHTep(eicy.

VY BepxHI 4YacTHHI €KpaHy NPHUCYTHS IIKajga 3 4acoM JO 3aKIHYEHHS payHa
nocepeauHi. IlepeBipeHo, Un KOPEKTHO Bi10OpakaeTbCs 111 IIKajda Ta YA OHOBIIIOETHCS
3HAYEHHA B pealibHOMY 4aci. [IepeBipeHo, Ui KOPEKTHO B110OpaKkaroThCsl 0OH]IBA 1IrPOBI
MEePCOHAXI Ha €KpaHi, BKIIOYAIOUM TXHIO aHIMaIlll0 Ta Mo3uilionyBaHHs. [IporecTroBano
MPaBUJIBHICTD BiJI0OpaXkeHHs (DOHOBOTO MEH3aKy 3 TOpaMU Ta MICSIIEM, a TaKOXK HOTo
B3a€EMO/III0 3 THIIUMHU €JIEMEHTaMu 1HTepdeiicy.

B xonmi BukOHaHHS JaHOro Tecty Oyno BusiieHo, mo Ul enemedt 3
JIEKOPATUBHOIO KOJIOHOIO 3JiBa mepekpuBae Ul eneMeHT BigoOpakeHHsI 31poOK, SKi

17IeHTU(PIKYIOTh IEPEMOTY Y PayH/II.

Pucynok 5.2 — Bussnenns Oary nipu Ul rectyBanni
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5.1.3 Mogaynwhue TectyBanHs (Unit Testing)

MoynbHe TecTyBaHHS TMPOBOJWIIOCS [UJIsl TEPEeBIPKH OKpeMHUX (YHKIH 1
MeroaiB. lle A03BoMMIO TEepeKOHATHCS, L0 KOXHA (YHKIS TpAILIOe MPaBUIBHO
HE3aJIe)KHO BiJl IHIIUX YAaCTUH CUCTEMH. 30Kpema, Oylid MpPOTEeCTOBaHI METOIU KIIAciB
Hero Ta Hero2.

B xoai BUKOHAHHS JaHHOTO TECTYBaHHS OyJi0 BHUSBJIECHO Oar, Mpu SKOMY
HEKOPPEKTHO HapaxoOBYyBajO IMEPEMOTry TpaBIl0 y BHUMAAKY, KOJIM dYac payHjaa
3aKIHUYyBaBCS, s y 000X TpaBIliB KUIBKICTb 370poB's Oysurta Ouibma HyJs. [lpu

ObOMYIICPCMOT'a HIKOMY HC HapaXOBYBaJACh.

5.1.4 ®dynkuionanbHe TectyBanHs (Functional Testing)

OyHKIIOHATBHE TECTYBaHHS OyJIO CIpsIMOBaHE Ha MEPEeBIPKY (PYHKI[IOHAIBHUX
BUMOT T'pH. bylio mpoTecToBaHo, UM BCi 3aluIaHOBaH1 (yHKIIIT MPaIOIOTh BIIMOBITHO 10
Bumor. Hanpuknaza, nmepeBipka KOPEKTHOCTI pOOOTH CHELIAIbHUX aTakK, BIAHOBJICHHS
3JI0POB'sl, 3aMOPOKYBaHHS TIEPCOHAXKIB Ta 1HIIIE.

Byno nmpoBeneHO MaHyaJbHE TECTYBAaHHS, METOIO TECTYBAaHHS OyJiO MEpPEBIpUTH
BC1 MOXKJIMBI KOMOIHAIIIT IEPCOHAXKIB, 1100 3a0€3MeUnTH KOPEKTHY POOOTYy IpH y BCIX
crieHapisix. byno BUKOpUCTaHO METOJ] BUYEPITHOTO TECTYBaHHSA, J€ KOXKEH MEPCOHAK
OyB MPOTECTOBAHUI y TPl MPOTH KOXKHOTO 1HIIOrO nepcoHaxka. Ile 3abe3neunsio moBHe
MOKPUTTS BCIX MOXJIMBUX KOMOIHamiid. byma po3poOieHa MaTpulls TECTyBaHHS s
BIJICTCKCHHS BCiX KOMOiHamii (mmB. Tabd. 8). s KOXKHOro TecTy 3amuMcyBajuCh
BUOpaH1 MEpCOHaXi, CIOCTEPEKEHH MiJl Yac IrpH, OyAb-sKl BUSABIEHI mpoOiemMu ado
aHOMaUTii.

JI71s1 KO’KHOT KOMO1HAIlT IBOX IEPCOHAXKIB:

— TIEepIIni TpaBellb BUOMpPAB MepcoHaxa A,
— JIpyTuii rpaBels BUOupaB nepconaxa B;
— 3aIycKajnach Ipa;

— crocTepiraisach B3a€MOJIs IEPCOHAXKIB;

— (IKCyBaJIUCh PE3YIbTATH.
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Tabmuus 5.1 — Matpuiist TecTyBaHHSI I71s1 BIICTEKEHHS BCIX KOMOIHAIIN

He moxnuBo | [IpoGiema [IpobGiema [Ipo6iem He

nmovaru Oin BiI0OpaKECHHS OTPUMAaHHS YPOHY | BUSIBJICHO
arimarii idle rpaBeM 2

[Tpob6siemu He | He MoxnBo [Ipobnema [Tpobnema

BUSBJIEHO rmoyaru 01 BiTOOpaKeHHS BiJTIOOpaKeHHS

animarii knockout | amimanii knockout

[IpoGnemu He | [Ipobiema He moxnuBo [Ipobnema

BUSIBJICHO OTPUMAHHS novaTu 01t OTPUMAHHS YPOHY
YpOHY TpaBlieM rpaBIEM

[IpoGnem He

BHUABJICHO

[IpoGnem He

BUABJIICHO

[IpoOnem He

BUABJICHO

He MoxmuBo

rmoyartu O1i

[Ipu BUKOHaHHI

UbOTO BHUAY TECTyBaHHS OyJid BHUABIEHI

B1JIOOpa)KEHHSM aHIMAIllil CTaHIB y JESKUX MEPCOHAXKIB.

npobiemMu 3

Pe3ynbraT TEcTyBaHHS TOKa3alu, IO I'pa Mpalioe CTaOUIBHO 1 BIANOBIAAE

BUMOTaM. ¥YCl BUSBIEHI TIOMHJIKM Oyl BHUIPABJICHI, a TIOBTOPHE TECTyBaHHS

HIATBEPAWIIO iX BIICYTHICTh. TeCTyBaHHS MPOAYKTHBHOCTI MOKAa3allo, IO Ipa MpaLtoe

0e3 3HaYHUX 3aTPUMOK 1 jariB. OyHKIIOHAIBHI TECTU MIATBEPWIIH, IO BCl OCHOBHI

GbyHKIIIT Tpy MPaIo0Th KOPEKTHO.

[IpoBenenHe TeCcTyBaHHS JO3BOIIIO 3a0€3MEUYUTH BUCOKY SIKICTh PO3POOJICHOI TPpH

1 MArOTYBaTH 1i O BUITYCKY.




Tabmums 5.2 — Tect-keiic Nel (Tabmuiiss BUKOHaHA CaMOCTIMHO)
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[Hdopmaliist mpo TecT-Keiic

Inentudikarop tecry:

Tect-keiic Nel

Omnuc ¢pyHKii:

[Ipoxomxenns nukity 6010

BnacHuk Tecry:

bnox [enuc CepriitoBuu

JlaTta cTBOpEeHHS:

05.06.2024

Mera Tecry: ITepeBipka peanizaliii MOCIiTIOBHOCTI MPOXOHKEHHS 0010
[TepenymoBa
Ne Onuc Bunagky OuikyBaHHii pe3ybTaT BucHoBok
1 |Irpox 1 o6paB nepconaxa [Tepconaxx BuOpaH irpokom [Ipoiineno
2 | Irpok 2 oOpaB nepcoHaxa [lepconaxx BuOpaH irpokom [Ipoiineno
3 | Apena ansa 6oro BuOpaHa Apena BuOpaHa KOPEKTHO [Ipoiineno
[Tocni10oBHICTH IPOXOIXKEHHS 0010
No Onuc BUnagxKy OuikyBaHuii pe3ynbTar BucHoBOK
1 | I'paBmi 3’ABISIFOTHCS Ha apeHi ['paBii 3'BISIOTBCST HA CBOIX
' ITporineno
IIOYAaTKOBHUX MO3ULISIX
2 | Ilokasyerbca Oanep 1 paynna | banep "Paymn 1"  Bijgo-
. IIporineno
OpakaeTbCs Ha €KpaHi
3 | [lounHaeTbcs BIUIIK Yacy Taitmep mouMHAE 3BOPOTHIM
o [Tpoineno
BIJIJTIK
4 | Ilepmmii irpok aTtakye AHIMaIlg  atakd  BIATBO-
PIOETBCS KOPEKTHO 3 KOXKHUM | [IpoiineHo
yaapoMm
Kurrs npyroro repos ctae 0 [[lxama 3m0poB's  APYroro
5 [Ipoiineno
reposi 3SMEHILYEThCS 10 HYJISI
6 | Ilepmmuii irpok oTpuMyto 3ipKy | JIIYUIBHUK TIEpeMOT TIEPIIIOTO
_ [Tpoineno
rpaBIs 30UTbIIYETHCA Ha |
7 | Irpoku MIEPEHOCATHCS B | ['paBli  moBepTaroTbCS  HA
[Tporineno

IIOYaTKOB1 MO3HUIIT

CTapTOBI MO3HUIIIT
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8 | Iloxa3syerbcs Oanep 2 paynny | banep "Paymm 2"  Bigo-
' [Tpoineno
OpaxaeTbcs Ha €KpaHi
9 | [lounHaetbes BIUTIK Yacy Taitmep mouMHA€E 3BOPOTHIM
o [Ipounneno
BIJIJTIK
10 | [pyrwii irpok aTaKye AHIMaIlsl ~ aTakd  BIJATBO-
[Ipounpeno
PIOETHCSI KOPEKTHO
11 | XKurra nepuioro irpoka crae 0 | [llkama 310poB'st  MEPIIOTO
[Iporineno
reposi 3MEHIIYETHCA J10 HYJIS
12 | Apyruil irpok otpumye 3ipky | JIIUMIBHUK TTEpEeMOT APYToro
_ [Tpoineno
rpaBId 30UIbIIYETHCS Ha |
13 | Irpoku TIEPEHOCITHCS I'paBii  moBeprarOThCA  Ha
. . [Iporineno
MIOYATKOBI TIO3HITIi CTapTOBI MO3HUIII1
14 | ITokazyetncs Oanep 3 paynna | bane "Payn 3" Bizo- .
M P > payha p YA . 8 [Ipounpeno
OpakaeTbCs Ha €KpaHi
15 | IlounHaeThCs BiUTIK Yacy Taitmep modMHAE 3BOPOTHIM .
.. [Ipoungeno
BIJIJTIK
16 | Ilepmmii irpok aTakye AHiMallisl  aTakd  BIJTBO-
PIOETBCA KOPEKTHO 3 KOXHUM | [IponneHo
yAapoM
17 | Kurts gpyroro repos crae 0 [[lxama  3m0pOB'A roro .
APy p 71oP APy [Iporineno
reposi 3MEHIIYETHCS J10 HYJIS
18 | Ilepmmii irpok oTpuMyto Apyry | JIIUMIIBHUK MepeMOr IepIIoro
31pK . [Iporineno
pPry rpaBls 30UIBITYETHCS 10 2 poua
19 | 3’aBusieTbes NOBIIOMJICHHS | BimoOpaxkaeTbcss  €kpaH 3
npo nepemory 1 irpoka pe3yJibTaTamMmu 0010 ta | IlponneHo

OT'OJIOINICHHAM IICPCMOZKIIA

PeByanaTI/I TCCTYBaHHA

TecTyBanbHHUK: Jlata nporony Tecry: Pesynbrat Tecty (P/F/B):
Brox J1.C. 05.06.2024 [TPOMJIEHO (P)
Jlanuii TecT-KehC JOMOMOXKE MPOTECTYBAaTU KOPEKTHICTh IMOCIIAOBHOCTI

npoBeNeHHs payHAiB y Tpi. [lpum ycmimHOMy #HOro NpPOXOKEHI ITPOK OTPUMYE

MOB1JIOMJICHHSI PO TIEPEMOTY.
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BUCHOBKHA

ApxaaHi irpu, 3AeOLTBIIOrO, BHU3HAYAIOTHCS CBOEIO JIETKICTIO Ta BECEINM
reimruieeM, Mo poOUTh iX MPUBAOIMBUMU ISl MIMPOKOTO Kosa rpasiiB. Cepen HUX
MOXHa BHSIBUTH PI3HOMAHITTS CTHJIIB Ta TEMATUK, IO BiJ3HAYAETHCS SCKPABOIO
rpadikoro Ta 3aXOIUTIOI0YMMU MOMEHTAMHU.

Ile miaTBepaKy€e BUCOKUU PIBEHb KOHKYPEHIIT y CETMEHTI apKaJHHUX 1rop, ajiKe
PO3pOOHUKHN HAMAararoThCS CTBOPUTH YHIKAJIbHUM ITPOBHUM MPOIYKT, SIKHH MpPUBEPTAE
yBary rpaBIliB Ta OTPUMY€E BEIMKY KUIBKICTh 3aBaHTa)keHb. lleli TpeH7 CBITUUTH HE
JUIIEe TPO MOLIUPEHY MOMYJSIPHICTh KaHpPy, aje 1 MpO BEJIMKY KOHKYPEHIIIO cepen
pPO3pOOHUKIB, IO NpParHyTh BHUBECTH CBOi IrPOBI 3aCTOCYHKHM BIEpeN Yy IrpOBIA
IHIYCTPIi.

IrpoBa iHAyCTpis € HaWOUIBII MIBUIKO 3pOCTar04yor0. Bigeoirpu Bke ChOTrOJIHI
JIOCUTh CHUJIbHO BIUIMBAIOTh Ha c(epu HAMIOro XUTTA. Yce OUIbLIy pOJb y CBITOBII
CKOHOMIIll BIJIBOASTH ITPOBUM KOMIIaHisIM, 10 (POPMYIOTH TPEHAM Ta CTBOPIOIOTH
1HHOBAaIli. YacTka pUHKY HEBIIMHHO 301JIBIIYETHCS, @ CaM PUHOK CTa€ OUIbII MITHOOKHUM.
Y HbOMy € Miclle SK TIEpPEeIOBUM TEXHOJIOTISIM BIPTyaldbHOI pPEaJbHOCTI, TaK 1
KiOepcropTUBHUM 3MaranHsM. HeoOxigHO CiiiKyBaTH 3a PO3BUTKOM ITPOBOI 1HIY-
CTpii, aJke B MOAAJIBIIOMY BOHA 3aliMaTUME 1€ OUIbIIY YaCTKy Ha CBITOBOMY PHHKY.
Ha migcraBi mpoaHami3oBaHWMX JaHUX MOXKHA JIWTH BHCHOBKY, IO A31aTCHKO-
Tuxookeancbkuil Ta IliBHIYHAa AMepHKa — 1€ PEriOHU O/IHI 3 HAWKpAaIUX Ta HAOUIbII
npuOYyTKOBUX IrpoBUX pUHKIB. [IpnOyTku 3a 2019 p. y uux perioHax cTaHOBWIM 72,2
MJIpA J10d. Ta 36,6 MJIpa J0JI. BIAMOBIAHO, IO B 3arajioM CTaHOBUTh 73% BiX
JIOXOJTy IrpOBO1 1HAYCTpii. YKpaiHa Mae MOTEHIlal 0 PO3BUTKY B JaHIi Taity3i (SKICHI
KaJIpu Ta HU3bKa KOHKYypeHiIlisi). KoxxHoro poky B YkpaiHi 3’sIBISIIOTHCS BCE HOBI1 i HOB1
KOMIIaHii, 1110 CBITYUTH MPO 3alIKABJICHICTH Yy M1l ramy3i.

IrpoBa iHAyCTpis Maiike HE YYTTEBA 10 €KOHOMIYHUX Kpu3. BoHa mpoaoBxkye
CBIi PO3BUTOK HABITh MiJ Yac HUX. TaKOX €W BHUI AISUTBHOCTI NMPUHOCUTH BEJHKI
npuOyTKU B KpaiHax, J€ BOHA po3BHHEHA. [IpoayKiisi po3MmoBCIOKYEThCSI Ha Oe3mid

pi3HHX TUTaTGOpM, 3 SKUX KOPHCTYBaul OTPUMYIOThH /IO HET JOCTYII.



70
HEPEJIIK JIKEPEJI IIOCUJIAHHSA

1. Coxampka O.M. BipxxoBa crmpaBa: miIpy4HUK. — 2-T€ BUJA. 3MiH. ¥ JOM. —
Tepuonins: Kapr-6nanmi, 2008. — 632 C.

2. AxmeroB K. (2013) Bzaemonmis moawmHM 1 KOMITIOTEpa: TEHACHIII,
JToCipKeHHs, MaitOyTHe. DopcaitT, 1. 7, Ne 2. ¢. 58—68.

3. CanpaukoBa H.M. (2014) Komm'toTepHi irpu sik HOBUM BHUJI MeJlia-O13HECY.
Bicauk YHiBepcurerty, T. 1, ¢. 135-138.

4. bpymmretin 1O., Xaputonor 1. (2015) Komn'totepHi irpu: CHHTE3 TBOPYOCTI 1
Cy4YaCHUX TEXHOJOTrIH. |HTeneKTyaabHa BiIacHICTh. ABTOPCHKE IPABO 1 CYMIXHI IIpaBa,
T. 10, c. 41-53.

5. Hart C.B. (2017) The Evolution and Social Impact of Video Game Economics /
Hart. Lanham, Boulder, New York, London: Lexington Books. 163 p.

6. Thorn, A. (2014). Pro Unity Game Development with C#. [Enexkrponnuit
pecype] — URL: https://link.springer.com/book/10.1007/978-1-4302-6745-4

7. Nicoll, B., Keogh, B. (2019). The Unity Game Engine and the Circuits of
Cultural Software [EnexTpoHHU pecypc] — URL:
https://link.springer.com/book/10.1007/978-3-030-25012-6

8. Piero, C.M.W., Cabanillas-Carbonell, M. (2023). Video Game in Unity for the
Learning Process in the Mathematics Course in Children. DOI: 10.1007/978-981-99-
3236-8_66

9. Satria, T.G., Priyanto, R.R., Azzahra, Y.Q. (2023). Casual game design to
introduce jamu. DOI: https://doi.org/10.1016/j.protcy.2022.08.249

10. Daineko, Ye. A., Aitmagambetov, A. Z., Tsoy, D. D., Kulakayeva, A. E., &
Ipalakova, M. T. (2022). Computer Simulation of a Spectrum Analyzer Based on the
Unity Game Engine. DOI: 10.1007/978-3-031-15546-8 8



71
JIOJIATOK A

3BIT pe3ysbTaTiB MEPEBIPKU HA YHIKAIBHICTH TeKCTy B 0a31 XHYPE

() UNICHECK

by Turnitin
Im'a KOpUCTYBAYA: D nepesipKu;
Oninnuk Onena Bonogumupiena kadp. NI 10163867581
Data nepesipkm: Twun nepesipkm:
25.06.2024 07:52:59 EEST Doc vs Library
Data 3eity: ID KopMcTyYBaYa:
25.06.2024 07:53:17 EEST 100012353

Hazea pokymenTa: 2024 6_NI_N3NIn-22-1_6nox_f_C

KinekicTe cTopivok: 63 KinbkicTe cnie: 10438 KinekicTe cameonie: 75152 Poswmip dawny: 400 MB 1D damny: 1016198318

0.7%
CXO0oXIiCcTh

HaWbinswa cxoxicTe: 0.41% 3 pxxepenom 3 BibnioTexn (1D danny: 1016137122)

Mowyk 3Girie 3 IHTEPHETOM HE NPOBOAWECR

0% LUuTaT

BuNy4eHHA UMTAT BHMKHEHE

Buny4yeHHa cnucky BibniorpadgivHux nocHNaHbL BHMKHEHE
0%
BunyueHb

HeMaE BUNYYEHAX OMEpen



JNOIATOK b
Crnaiiau npe3eHTartii

~“MIHICTEPCTBO OCBITH I HAYKH YKPAIHU

I
XapKIBChbKHI HAI[IOHAJIbHUI YHIBEPCUTET PAII0CIEKTPOHIKH

KBAJII®IKAIIMHA POSOTA FAKAJIABPA

[rpoBuif IIporpaMHKi 3aCTOCYHOK B jKaHpi apkaHOro (alTiHry Ha
pymii Unity

Buxonasg: HaykoBuit KepiBHUK:
jou. Kupugenko L.B.

cr. rp. IBIIn-22-1
Biox J1.C.

S
S

MerToro poboTH € po3pobka IPOrpaMHOIO MPOAYKTY, SKuii peaizosye 2D rpy B

JKaHPi apKa/HOTO (aifTiHry

I'pa cTBOpeHa B CTHIII apKaJHOTO (DAWTIHTY, SIKHI BIATBOPIOE aTMOChEpy
4aciB, KOJIM I¢iMEPH 30HpaMcs B iIrPOBHX 3aJ1aX Ta IPajli Ha apKaJHUX

i[‘pOBHX apToMarax

I'pa otpumana nassy Fatal Ring




AHANI3 PYIHKY — o

Mens aHanisy IrpoBux CepsICiB, TAKUX AK Steam,

Epic Games, Playstation Store, crano

Po3noain rpasuiB no BIKOBOMY NOKa3HUKY £oxiA BIA pUHKY BIAEOIrD y CBITI,

MAPA. aon. 2015 - 2019 poku OYeBUAHVM, IO XXaHP apKaAHWX Irop BONOAIE

| 36-49 pokis BE/INYE3HOI0 MOMYNAPHICTIO Cepej reiiMepcbKoi
monoaLw 18 pokis 200 ayaunTopii.
18-35 pokis
crapwe 50 pokis Ha umx IrpoBuUx cepsicax NpeAcTaBieHa Benvka
KINBKICTb IFOp, SIKI Hanexatb A0 LbOro XaHpy,
npyv UbOMY BOHW MawTb BENUKY KINbKICTb

3aBaHTaXeHb.

Ha cboroAH! y CBITI HanyyeTbca noHag 2,5

MinbApAa revimepis, Skl Butpatuan 152

2015 2016 2017 2018 2019 -
MINbsSipAa AONApIB Ha Irpy y pik. Haibinbwmnm
cnoxueayem Bigeolrop € Kutawi, Ae KINbKICTb

1521 Mnpga $ Ha pik
KopuctyBayie IHTepHety ctaHoBuTb 900,6 MaH

OHCO 47,9 a G
Bl xonconsHirpu MADA S HeEAS ocl6, a Ha kiHeub 2019 p. BanosBuii o6cAr

! 35,7
KOMIVIGTSRH| irpis 35,7 MR SeRIE npojax craHosus 36 540 maH gon. [pyre micue

6
MEBUIESSIRPN. 66,5 MNP Ha PIK 3arimaioTb CLUA, a TpeTe — AnoHIA

[1PO CBIT 0

Haitbinbly nonynsipHICTL Cepej KOMM'HTEPHUX IrOp B IHAYCTPIi OTpUMyBanu
NPoeKTw, kI Manu CBOI yHIKaNbHI QGILWKY, NIAXOAN Yn edekTn. Hanpuknaa, KynbToBa
rpa Max Payne, siky 3po6uB BIAOMOK edeKT cTpubka y MOBITPI, WO AO3BONAB
rpaBLUAM NepexmnTy He3abyTHI MOMEeHTU y ctual “bullet time”.

pa "Kopcapw" BIA KOMNaHIi AKenna, nepiua peanidysana BIAKPUTUIA CBIT, LLO BKOYAB

AK Cyuly, Tak | MOpe, CTBOPHOKYn HOBUWA piBE€Hb 3aHYPEHHA Yy NIPaTCbKy TEMAaTUKY.

Counter-Strike 06'€AHaB MINLIIOHW TeAMEpPIB Y MepeXeBIil rpl, CTaBUX eTasloHOM
KI6epPCNOPTUBHOI AUCUMAAIHL | BCTAHOBMBLIW CTaHAAPTU Ansi 6aratbox IHWNX

LyTepIB.

ToMy Haj3BMYAIHO BaXMBO, LWOG IrPOBUIA MPOEKT MaB CBOI YHIKaNbHI eNeMeHTH, siKi
Mornn 6 3anam'siTaTuCs rpaBuUsM | BUALUTA 1IOr0 ceped KOHKYpPeHTIB. Lie MoXyTb
6YTV IHHOBALIHI IFPOBI MeXaHIKW, HEeMOBTOPHWIA CIOXET, PeBOOLIiHa rpadika yun

He3BUYaliHWA CTUNL rpw.




Ha no4YaTtkoBomy etani p03p06KVI 6yﬂ0 npoeejgeHo aHanis

KOHKYPeHTIB, 30kpema BiAIbpaHo 5 irop: Street Fighter 6,

Dragon Ball Fighterz, Mortal Kombat 1, Street Fighter V Ta

Punch Club. MNopiBHANBHWIA aHani3 BUABUB KAKO4YOBI pakTopu
ycnixy ¢anTuHre Ha nnatopmi Steam, BkarYaruu rpadiky,
60110BI MexaHIK1, 6anaHc NepCcoHaxIB Ta NIATPUMKY CINbHOTW.
Lle [A03BONMNO  OUIHUTU  KOHKYPEHTOCMPOMOXHICTE  MOro

npoekTy Fatal Ring Ta BU3HaYNTN HANPSMU A5 NOKPALLEHHS.

PO3PAXYHOK EPTOHOMIYHOCTI TA AAKOCTI [IPOrPAMHOIO 3ABE3ITEYEHHA

ANs OLIHKV eproHOMIYHOCTI Ta SKOCTI MPOrpamMHOro 3abesneyveHHs 3 TOUKM 30py KOpUCTyBaya s
chopMyntoto psja XapakTepuUCTUK MPOrpamMHOro NPOAYKTY: LIKaBUIA CHOXET, 3pYHHUIA IHTepdelic, aKICHa
rpadika, cuctema 60HyYCIB | HAaropo4 y rpl, HAAIMHICTb MPOrpamMHoro 3abesneyeHHs.

[Ans NpoBeseHHs OLIHKY 6y0 3any4eHo Kifibka eKCNepTIB, ik OLIHMAN KOXHY 3 BKa3aHuX
XapaKTepPUCTUK ANS PI3HWX ITPOBUX MPOEKTIB. OLIHKN NPOBOANANCSA HA OCHOBI Bar, MPUCBOEHNX KOXHIV
XapakTepucTunLy, Lo A03BONSE BIA06PA3NTY iX BIAHOCHY BaX/MBICTb.

MpoekT, ik pO3pO6AAETLCA BXOAUTD
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APXITEKTYPA TA TNPOEKTYBAHHA

Mepea no4aTKoM po3pobKu
irPOBOro 3aCTOCYHKY 6ynn
BU3HaYeHi OCHOBHI QyHKLT 3i
CTOPOHW rpaBus. KopuctyBayamu
irpOBOro 3aCTOCYHKY € ABa
rpaBus. [pu 3aBaHTaXXeHHi rpu
~ rpaBuji No Yep3i 06MpatoTb CObI
= nepcoHaxis, 06VpatoTb apeHy
~— — ANS BUTBM Ta NOYNHAKOTL BilA.
’ Burpae Toi, XT0 nepimm
nepemMoxe y ABOX payHAax.
KoxeH payHg Tpusae g0 90
= CeKyHA.

APXITEKTYPA TATIPOEKTYBAHHA
T ! Ha cnaiiai 306paxeHa giarpama
= knacis. KOpoTKo cKaxy O roJIoBHUX
3 HUX.
Knac HeroBehaviour cnyxuntb
6a30BMM Knacom Ans knacis Hero i
Hero2. BiH MiCTUTb 3aranbHi
MeTOoAM | BNaCTUBOCTI, SKi
BMKOPUCTOBYOTLCS 06oMa Tunamm
nepCcoHaxis.
Knac RoundControl kepye norikoto
opraHisauii payHais. Knac
CameraControl kepy> Kamepoto.
Knac ChoosePlayer Bignosiga€ 3a
36epexeHHs BMbopy rpasuis npu
° 3aBaHTaXeHHi piBHS.
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APXITEKTYPA TA TTPOEKTYBAHHSA

B cuctemi pornsigarotbcs 5 OCHOBHUX
’ ‘ peoua ‘ ‘ ' ‘ ; ‘ KOMMOHEHTIB:

: : : - MEHI0;

- NepcoHaxi;

- apeHa;

U 1 g e & - payHa;

- 6ii.

=t MocniAoBHICTb B3aEMOAI MiX
KOMMOHeHTamMu, NokasaHa BepTuKaabHUMN
NiHiAMY Ta cTpinkamu. Jliarpama eMOoHCTpYeE
by 3aranbHUIA NOTIK Al y cucTeMi, mMoYmnHarum 3
BMOOPY NepcoHaxa Ta apeHu, nepexoay A0
60/10BOro payHay i 3aKkiH4yrouu
3aBepLueHHAM 60t0.

CTBOPEHHSA UI/UX

CTBOPHOKOYN FONOBHE MEHIO FpU, A MParHyB nepeaaty atmocdepy Ta NobyayBaT 3py4HNIA, 3pO3yMinvia
iHTepderic.

[nsi CTBOpPEHHS AMHaMIKN Ha eKpaHi roI0BHOro MeHKo AoZaHi aHiMoBaHi edpekTy Nanar4oro BOrH Ta
AOJAaHa 3ByKOBa AopiXKa 3 My3n4HUM ¢dainoM. Ha ekpaHi rofioBHOro MeHto € kHornka «CtapT» Ta
«KepyBaHHA»




FATALRING arcade fighting
MpaBL MOXYTb 06MPaTN OAHOMO 3 YOTUPLOX YHIKA/IbHUX NEPCOHAXIB,

KOXEeH 3 AKMX Ma€ BNACHI aHIMaLli Ta CTUNI30BaHNIA 30BHILWHIN BUTNAA4.

Bubip nepcoHaxiB ans 60to BiabyBaeTbCA
NOCNiZOBHO, CNOYaTKy NepLUnii rpaBeLb
obupae nepcoHaxa ana 6oto. MNpu
HATUCKaHHI Ha MepcoHaxa, 3a HUM
BKJTIOYAETLCA aHiMauis, AKa iAeHTUPIKYE
BMbip KopucTyBaya.

Ansa apyroro rpaBus NepcoHax, aknm 6ys
BUOpPaHNIA NepLUMM rpaBLEeM CTaE
HeAOCTyNnHUM Ansi Bubopy. BiH
Bif0BpPaXaeTbCsa Ha CcLUeHi 3 epekToM
HaniBMpPoO30pOCTi, Lo Bi3yabHO
iAeHTNGIKYE NOro AK HeZOCTYMHOro ANA
BNOOPY APYrM rpaBLEeM.




un/

Ba 3 apeHn MawTb  YHIKaNbHUA
AV3aiiH, IHAIBIAABNBbHI accetw,
aHIMoBaH| epekTn Ta ecteTuky. KoxHa
IrpOBa apeHa CTBOPIOE IHAIBIAYaNbHI

reliMepcbki BpaxeHHs.

Makaskn 3 KepyBaHHSi  MepcoHaxamu
BVHECEHO B OKpPeMy CLeHy, fika AOCTynHa y
rONOBHOMY MEHIO rpu.

KepyBaHHS 060X rpauiB 3AINCIOETLCA 3 OAHIET
Knaslatypu, 3 MeTol 36epexeHHs KoHuenuli

IFPOBOro apkajHOro asromara.

Byno po3pobneHo 3 apeHun gnsa 6oto. [Ans
MOX/IMBOCTI JONOBHEHHSA rPY HOBUMW
apeHamMmu, nepegbayveHn HaBirayinHi
CTPINKWN, AKi BKa3yOTb Ha MOX/INBICTb
AO0AABaHHSA A0AATKOBUX SIOKaLiNA Y
ManbyTHbOMY. Lle BiAKpUBaE nepcnekTnusn
ANA MOAANBbLUIOINO PO3LUMPEHHSA KOHTEHTY
rpv Ta 3abe3neyeHHs il LOBroCTPOKOBOCTI.
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IMEIEET PEANI3ALIA

Y rpl peani3aoBaHo MexaHI3M NepesIpki KOHTaKTy NepcoHaxa I3 3emneto. Lie Baxnuso
ANA NPaBUNbLHOI POBOTU MexaHIK CTPU6EKa, aHIMaLyii Ta IHLLX acnekTIs refimnaeto.

OcHoBHWii 06'ekT repos (heroClone) mae aouipHIii 06'ekT groundCheck. Lieii 06'ekT
pO3TalLOBaHWiA B PaiioHI HIF NepcoHaxa. Lie 3po6aeHo Ans Toro, Wo6 BIACNIAKOBYBATY

no3nyio nepcoHaxa BIAHOCHO NOBEPXHI 3eMAl.

LT e

MepeBipka 3AIicHIOETbCA MeTogom CheckGround(). BiH BUKOPWUCTOBYE QyHKLIIO
Physics2D.OverlapCircle(), sika CTBOpIOE ysBHe KONO 3 UEHTPOM Yy no3uuii
groundCheck. Paglyc uUbOoro Kkona BU3Ha4aeTbCsl 3MIHHOW  checkRadius
(scTaHoBNEHO Ha 0.5 0AMHMUB). DYHKLIA NEpeBIpPsE, UM NepeTUHAETLCA e Koo 3

6yAb-AKUM KONaliAepoM Ha Lapl, BU3Ha4yeHoMy sk "Ground”.

AN

PUBLIC VOID CHECKGROUND ()

{
ONGROUND = PHYSICS2D.OVERLAPCIRCLE (GROUNDCHECK.POSITION,
CHECKRADIUS, GROUND) ;

L PEATIBALIS

dyHKUIA BU6OPY Ta cnayHy nepcoHaxIis peanizoBaHa yepes ckpuntu ChoosePlayer Ta
SpawnPlayer. B 1HcnekTopl cTBOpeH! Al okpemi nanku playerl ta player2, B akux
36epiratotbca  npedabu nepcoHaxiB. Ckpunt ChoosePlayer kepye Bu6opom
nepcoHaxis Ana obox rpasuie. BiH Bukopuctosye PlayerPrefs ana 36epexeHHs
Bubopy rpasuiB..

MepcoHaxl CTBOPIOIOTLCA B 3a3janeriib  BU3HAYEHWX TOYKAX  CraBHy
playerSpawnPoint Ta player2SpawnPoint. Lle rapaHTye, wo nepcoHaxi 6yayTb
3'ABAATACA B OAHIV | TIA cCaMIii ToYLy MiA Yac no4aTKy KOXHOro payHay. Ckpunt
ChoosePlayer kepye BM60pOM nepcoHaxiB Ana 060x rpasuiB. BiH BUKOpPUCTOBYE
PlayerPrefs gnsa 36epexeHHs Bu6opy rpasLyiB.

PLAYER1SPAWNED = INSTANTIATE (RESOURCES.LOAD<HERO> ("PLAYER1/" +
PLAYERPREFS.GETSTRING ("CHOOSED_PLAYER", "HERO1")),
PLAYERSPAWNPOINT . TRANSFORM.POSITION, QUATERNION.IDENTITY) ;

PLAYER2SPAWNED = INSTANTIATE (RESOURCES.LOAD<HERO2> ("PLAYER2/" +
PLAYERPREFS . GETSTRING ("CHOOSED_PLAYER2", "HERO2")),
PLAYER2SPAWNPOINT . TRANSFORM.POSITION, QUATERNION.IDENTITY) ;




LINSEAETE

Micns 3akiHYEeHHA payHAy, OAWH 3 rpaBLIB OTPUMYE nepemMory abo MiX rpaBLsiMu

BIA6yBa€TbCF] HWUYIS, TO X IM HeO6XIAHO NOBEepPHYTUCA B NOYATKOBI TOYKU ANSA NMOYaTKY

HOBOro payHay. Metoa ResetPlayerPositions() 403Bonsie NoBepHyTV NepcoHaxis Ha

no4aTKoBI NO3ULIT NICAA 3aKIHYEeHHS payHay.

Ls ¢yHKLLIOHa[IbHICTb 336&3[‘19‘4)’6 CﬂpaBEAﬂMBMVI CTapT KOXHOro HOBOro payHay,
rapaHTyro4y, Wo nepcoHaxl 3aBXAW poO3no4YnMHaKwTb 3 OAHAaKOBUX I'103V1LUI71,

He3a/ieXXHO BIJ TOro, e BOHWN 3HaXoAUTINCA HanpukiHUI nonepeaHboro payHay.

PUBLIC VOID RESETPLAYERPOSITIONS ()

{

PLAYER1SPAWNED . TRANSFORM. POSITION =
PLAYERSPAWNPOINT . TRANSFORM. POSITION ;
PLAYER2SPAWNED . TRANSFORM. POSITION =
PLAYER2SPAWNPOINT . TRANSFORM.POSITION ;
}

Ckpunt CameraControl kepye
NOBEAIHKOK  Kamepu y rpi,
30Kpema ii NO3NLIOHYBaHHAM Ta
MacwrabyBaHHAM BIAHOCHO
ABOX  rpaBuyiB. 3HaxoAATbCS
KOOPAUHATA TOYOK, B AKUX B
ECT MOMEHT vacy
3HaxXoAATLCA nepcoHaxl.
Kamepa po3nanaraerbcs
3aBXAN MK HUMW. MiA Yac pyxy
NepcoHaxIB, CKPUNT BUPaxoBYE
BIACTaHb MDK rpaBusMu Ta

Kamepa aBTOMAaTU4YHO
PO3MILLYE Kamepy  CTporo
3HaxX0AWTb rPaBUIB 3a Teramuy,
nocepea HUMW.
wo AO3BONSE ANHAMIYHO

nigka4aTnca 40 HUX. Kamepa

SABXAN LEHTPYEIbCLMPX ABOME VECTOR3 CENTERPOINT = NEW

rpasusmMu, Lo Aobpe NiAXoANTb ) VECTOR3 ( ( (PLAYER1 . TRANSFORM. POSITION.X
ANA Irop Ha ABOX.BukopuctaHHsA - + PLAYER2.TRANSFORM.POSITION.X) / 2,
LateUpdate() 3abe3neuye fy @ 0, 0);
" TRANSFORM.POSITION = CENTERPOINT +
NAaBHU pyx Kamepu.
OFFSET;

18
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Talimep payHaa
Talimep 3aKIHYEHHS payHAY,
KU 3MEHLLYETLCS LLOCeKYHAN
3a A0MOMOro QyHKLYT
DecreaseRoundTime(). fkwo Talimep gocsirae
Mepemora B payHaax HYNS, BUKNNKAETLCS QYyHKLIS

CheckRoundOutcome(), sika nepeBIpsiE, XTO 3
3IpKM pO3TalLOBaHI Ha eKpaHi Ans 060X rpasuis | rPaBLIB Ma€ BIMIbLLE XUTTIB a60 un f ’

3anoBHIOKTLCA, KOAW Trpaselb BUIPaE payHA. 3aNULINANCA Y HUX B3aranl XuTTs, wob
Hanpw(nau, KOnn rpaseub 1 BUrpac payHa, voro |- BUZHAMUTIA 0SPEeMOXLSA payHAy. {
3IpKka CTa€ NOBHICTIO BUAUMOK 3aBASKW 3MIHI )

nposopocTi  konbopy 3ipku  (piStarl.color Ta — R AKITOpI I

plStorQ.Color). TakuM  4YUHOM, rpasLl MOXYTb FpaBlLyl NOUMHAIOTE 3 FIORHHEE

BI3yaNbHO 6aYUNTW, CKINLKM PayHAIB BOHU BUTPaN. konn y OAHOrO"3 IpaBLIBRSaREENAEEE
KUTTS, payHa 3aBepLUYETLCS, I
BUKNVKAETLCH GyHKLWA whoWinRound(),

fiKa BU3HAYaAE NePeMOoXUs payHAy.

EXPLOSION

Explosion Prefab BukopucrosyeTbcsa
ANs CTBOpeHHA edekty Bubyxy. BiH
BUK/IMKAETLCA MIA Yac cneuylanbHoi
artaku. Y KOAl € 3MIHHA
explosionPrefab, ska nocunaeTbcs Ha

uein npedab.

player2Spawned.TakeDamage(25);
GameObject explosion = Instantiate(explosionPrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(explosion, If);




FIRERAYNE

Fire Rayne Prefab Bigo6paxae
BI3yanbHWIA edekr OTPUMaHHA
NOLWKOAKEHb. BIH BUKNMKAETLCS, KON
nepcoHax OTPUMYE yAap BIj Bopora. Y
KOAl BIH NpeACTaBNeHUIA 3MIHHOK
electroHitPrefab

Hero2 player2Spawned = player20bject.GetComponent<Hero2>
O
player2Spawned.TakeDamage(5);
GameObject electroHit = Instantiate(electroHitPrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(electroHit, 1If);

HEALING

Healing Prefab € Baxiunsoto cknagosoto rpu,

3abe3neuyloun  MexaHIky  BIAHOBNEHHS
340poB's nepcoHaxa. Llew npedab
aKTUBYETbCA, KOAW  rpaBelb  BUPILIYE
CKOPUCTaTUCA EANHOO MOXAUBICTIO B Pl ANS

NOBHOrO BIAHOBNEHHSA 30POB‘A CBOro repos.

—
ol W -
BiyanbHuii epekT BIAHOBNEHHA He TUIbKV MIAKPECIIOE BaXJ/IMBICTb
L€l Al, ane N A0AAE aTMOCHEPHOCT! IPOBOMY npouecy, pobasyn
MOMEHT BIAHOBNEHHS 340pOB'As 6iMblW  3anaMmaToByBaHUM. Y
BUNAaAKY, SKWO yMOBa [O3BONSE  BUKOPUCTaHHA  epekTy,
nepeBIPAETbCA  Lie OAHa YMOBAa — HAasBHICTb  MOX/IMBOCTI
BIAHOB/IEHHS 3/0pOB'A. AKUWO UA yMOBa BUKOHYETbCS, 3/40POB'A

nepcoHaxXa MUTTEBO BIAHOBNKETBLCA A0 MaKCUMaIbHOrro 3Ha4eHHS.
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TeCTyBaHHHA

Ans TecTyBaHHSA NPOAYKTUBHOCTI rPU § BUKOPUCTOBYBaB BOyAOBaHWIA iHCTpymeHT B Unity - Profiler. Lle Bua TectyBaHHs Performance Testing, akuii
BIAHOCUTLCA A0 ANHAMIYHOIO Ta IHCTPYMEHTANIbHOO MiAXOAY TeCTyBaHHS.
lpa B Uinomy npautoe ctabinbHO Ha piBHi 60 FPS, Lo BKa3ye Ha xopoLly onTuMi3auito. CNnocTepiraeTbCcs OAVH 3HAYHWIA NiK HABaHTaXeHHS, Ae Yac
06pobku kaapy 3pocTtae Ao Npnban3HO 33 Mc (30 FPS). Liei nik NoB'A3aHWMIA i3 3aBaHTaXEeHHAM pecypciB irpekis Ha apeHi.

TecTyBaHHSA

Byno nepesipeHo, 4M BCi e1eMeHTN KOPUCTYBaLbKOro iHTepdelicy Biao6paxatloTbea i NpautoloTb NPaBuibHO. 30Kpema, nepesipka BigobpaxeHHs wkanu
340pOB'A, TaliMepiB, 3ipoK 3a Nepemory B payHAax Ta iHWWX enemeHTIB iHTepdericy.

Y BepXHiil YaCTUHI ekpaHy NPUCYTHSA LWKana 3 YacoM A0 3aKiHYeHHRA payHAa nocepeAviHi. MepesipeHo, Y1 KOPeKTHO BiA06paXa€eTbCa LA Wkana 1a um
OHOB/IKETLCS 3HAYEHHA B PeanbHOMY Yaci. MepesipeHo, Y KOPeKTHO BiA06paxaroTbCcs 06uaBa irpoBi NepcoHaxi Ha ekpaHi, BKAYaYm IXHIO aHimauio
Ta NO3uLioHyBaHHSA. [poTecToBaHO NPaBULHICTL BiA06paXeHHs GOHOBOro neisaxy 3 ropamu Ta MicALeM, a TakoX NOoro B3aEMOAII0 3 iHWNMU
enemeHTamu iHtepdeiicy.

B xoai BUKOHaHHA AaHOro TecTy 6yno BUsBAEHO, Wo Ul eneMeHT 3 AeKopaTUBHOK KONOHOK 3niBa nepekpusae Ul eneMeHT Bigo6paxeHHs 3ipok, aKi
iAeHTUOIKYIOTb NepemMory y payHai.




BYNICHOBKW

ApKaaHi irpu, 34e6inbLU0ro, BU3Ha4YaloTbCA CBOEK N1ErKiCTIO Ta BECeIM FreMMNIeEMm,
Lo pobUTk ix NpUBabNMBUMU ANS LLMPOKOro Kona rpasLiB. Cepes HUX MOXHa BUSABUTU
Pi3HOMAHITTA CTUAIB Ta TeMATKK, LLIO BiA3HAYAETLCA ACKPaBOto rpadikoro Ta
3axX0MnJIIoYMMN MOMEHTaMN.

Lle niaTBEpAXKYE BUCOKWIA piBEHb KOHKYPEHLiiy CerMeHTi apkagHWX irop, agxe
PO3PO6HMKM HamaratoTbCs CTBOPUTU YHiKaNbHWIA irpOBUIA NPOAYKT, SKUIA NpUBEPTaE
yBary rpaBLiiB Ta OTPUMYE BENNKY KiNbKiCTb 3aBaHTaXeHb. Lieli TpeHA cBigunTb He
Nvile Npo nowmpeHy NonynspHICTL XaHpy, ane i Npo BeAUKY KOHKYPEHLLIO cepes
PO3pPO6HUKIB, LLIO NparHyTb BUBECTU CBOT irPOBi 3aCTOCYHKW BNepea Yy irpoBit iHAycTpil.




Honatok B

Konx mporpamu

//CameraControl.cs

using UnityEngine;

public class CameraControl : MonoBehaviour

{
private GameObject playeril;

private GameObject player2;

private Vector3 offset;

private float cameraDistance = 10f;
private float zoomSpeed = 2f;

void Start()

{

}

private void LateUpdate()

{
if (playerl == null)
¢ playerl = GameObject.FindGameObjectWithTag("playerlchoosed");
}
if (player2 == null)
{ player2 = GameObject.FindGameObjectWithTag("player2choosed");
}

if (playerl != null && player2 != null)

Vector3 centerPoint = new Vector3( ((playeril.transform.position.x +
player2.transform.position.x) / 2), 0, 0);

transform.position = centerPoint + offset;

float scroll = Input.GetAxis("Mouse ScrollWheel");

cameraDistance = Mathf.Clamp(cameraDistance - scroll * zoomSpeed, 5f, 20f);
offset.z = -cameraDistance;

//ChooseArena.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class ChooseArena : MonoBehaviour

{

public static GameObject chosenArena;
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private void Start()

{
}

public void goToArenal()

{

SceneManager.LoadScene(4);
}
public void goToArena2()
{

SceneManager.LoadScene(5);
}
public void goToArena3()
{

SceneManager.LoadScene(6);
}

//ChoosePlayer.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class ChoosePlayer : MonoBehaviour
{
public static GameObject chosenHero;
public skin[] skins;
[SerializeField] private bool firstChoosing = true;

public static string chosenSkinPlayerl = ""; //add
private void Start()
{
if (firstChoosing)
{
repaintSkinsP1();
}
else
{
repaintSkinsP2();
}
}

private void repaintSkinsP1()

{

string chosenSkin = PlayerPrefs.GetString("choosed_player", "herol");

if (skins != null)
{

foreach (skin sk in skins)

{
// NepeBipka Ha null

if (sk != null)

if (sk.skinName == chosenSkin)

{
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sk.isChoosed();

}
else
{
sk.skinAvailable();
}
}
}
}
}
private void repaintSkinsP2()
{
string chosenSkin2 = PlayerPrefs.GetString("choosed_player2", "");
if (skins != null)
{
foreach (skin sk in skins)
{
// MNepeBipka Ha null
if (sk != null)
{
if (sk.skinName == chosenSkinPlayer1l)
sk.blockForChoose();
}
else if (sk.skinName == chosenSkin2)
{
sk.isChoosed();
}
else
{
sk.skinAvailable();
}
}
}
}
}

public void make_choose_playerl(string Choosed_Player)

{
PlayerPrefs.SetString("choosed_player", Choosed_Player);

chosenSkinPlayerl = Choosed_Player; //add
Debug.Log("choosed_player" + Choosed_Player);
repaintSkinsP1();

}

public void make_choose_player2(string Choosed_Player)

{
PlayerPrefs.SetString("choosed_player2", Choosed_Player);

Debug.Log("choosed_player2" + Choosed_Player);
repaintSkinsP2();

}

public void findNotAwable() { }

public void goToSceneChoosePlayerl()
{

}

SceneManager.LoadScene(1);

public void goToSceneChoosePlayer2()
{

}

SceneManager.LoadScene(2);
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public void goToSceneChooseArena()

{
}

SceneManager.LoadScene(3);

public void StartGame()

{
foreach (skin sk in skins)
{
sk.resetSkin();
}
if (firstChoosing)
{
SceneManager.LoadScene(2);
}
else
{
SceneManager.LoadScene(3);
}
}

//hero.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Hero : HeroBehaviour

{

public Hero2 player2Spawned;
public delegate void changeHp(int hp);
public event changeHp OnHpChanged;

private void Awake()

{

rb = GetComponent<Rigidbody2D>();

anim = GetComponent<Animator>();

sprite = GetComponentInChildren<SpriteRenderer>();

state = States.idle;

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");
}

void Update()

{
if (!isAlive)

{
}

if (!isFrozen)

{

return;

CheckGround();

if (Input.GetButton("Horizontal"))
isMoving = true;

else
isMoving = false;
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Run();

if (Input.GetButtonDown("Jump") && onGround)
Jump () ;

if (Input.GetButtonDown("Firel"))
AttemptAttack();

if (Input.GetKeyDown(KeyCode.R))
hilka();

if (Time.time - lastSpecialAttackTime >= 30f && Input.GetKeyDown(KeyCode.Q))
AttemptSpecialAttack();

if (Input.GetKeyDown(KeyCode.E))
AttemptElectroAttack();

if (Input.GetKeyDown(KeyCode.T))
AttemptIceFlorAttack();

}
}
protected override void SpecialAttack()
¢ if(isFrozen)
return;

if (explosionTriggered) return;

state = States.attack;
Debug.Log("Player 1°s special attacking");

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");
if (player20bject != null)

Hero2 player2Spawned = player20bject.GetComponent<Hero2>();
if (player2Spawned != null)

if (distance < 2.5f && distance > 1.8f)
{
player2Spawned.TakeDamage(25);
GameObject explosion = Instantiate(explosionPrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(explosion, 1f);

}
else if (distance < 1.8f)

{
player2Spawned.TakeDamage(490);
GameObject explosion = Instantiate(explosionPrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(explosion, 1f);

}
else
{
Debug.Log("Miss!!!");
}
}
else
{
Debug.LogError("player2Spawned is null!");
}
}
else
{

Debug.LogError("GameObject with tag 'player2choosed' not found!");
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}

explosionTriggered = true;

Hero heroInstance = GetComponent<Hero>();
heroInstance.ResetExplosionTrigger();
Invoke("ResetExplosionTrigger", 30f);

}
protected override void ElectroAttack()
{
if(isFrozen)
return;

state = States.attack;
Debug.Log("Player 1°s electro attacking");

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");
if (player20bject != null)

Hero2 player2Spawned = player20bject.GetComponent<Hero2>();
if (player2Spawned != null)

if (distance < 5f)
{
player2Spawned.TakeDamage(5);
GameObject electroHit = Instantiate(electroHitPrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(electroHit, 1f);

}
else
{
Debug.Log("Miss!!!");
}
}
else
{
Debug.LogError("player2Spawned is null!");
}
}
else
{
Debug.LogError("GameObject with tag 'player2choosed' not found!");
}
Hero herolInstance = GetComponent<Hero>();
}
protected override void IceFlorAttack()
{
if(isFrozen)
return;

state = States.attack;
Debug.Log("Player 1°s ice flor attacking");

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");
if (player20bject != null)

Hero2 player2Spawned = player20bject.GetComponent<Hero2>();
if (player2Spawned != null )

if (distance < 5f)

{
player2Spawned.TakeDamage(25);
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GameObject IceFlorHit = Instantiate(IceFlorPrefab,
player20bject.transform.position, Quaternion.identity);

Destroy(IceFlorHit, 2f);

player2Spawned.FreezeHero(2f);

Debug.Log("Urpok 2 3amopoxeH");

}
else
{
Debug.Log("Miss!!!");
}
}
else
{
Debug.LogError("player2Spawned is null!");
}
}
else
{
Debug.LogError("GameObject with tag 'player2choosed' not found!");
}
Hero herolInstance = GetComponent<Hero>();
}
protected override void Attack()
{
if(isFrozen)
return;

state = States.attack;
Debug.Log("Player 1 s attacking");

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");
if (player20bject != null)

Hero2 player2Spawned = player20bject.GetComponent<Hero2>();
if (player2Spawned != null)

if (distance < 2.0f && distance > 1.8f)

{
Invoke("showGetDammageEffect", 0.3f);
player2Spawned.TakeDamage(3);
}
else if (distance < 1.8f)
{
Invoke("showGetDammageEffect", 0.3f);
player2Spawned.TakeDamage(5);
}
else
{
Debug.Log("Miss!!!1");
}
}
else
{
Debug.LogError("player2Spawned is null!");
}
}
else
{

Debug.LogError("GameObject with tag 'player2choosed' not found!");



public void showGetDammageEffect (){

GameObject player20bject = GameObject.FindGameObjectWithTag("player2choosed");

GameObject getDammage = Instantiate(getDammagePrefab,
player20bject.transform.position, Quaternion.identity);
Destroy(getDammage, 1f);

}
private void Run()
{
if(isFrozen)
return;

if (state != States.nockout && isMoving)
{

state = States.run;

float horizontalInput = Input.GetAxis("Horizontal");
Vector3 dir = transform.right * horizontalInput;

transform.position = Vector3.MoveTowards(transform.position, transform

dir, speed * Time.deltaTime);
sprite.flipX = dir.x < @.0f;

}
else
{
state = States.idle;
}
}
public void hilka()
{
if(isFrozen)

return;

if (ToDoHilka > @)

{
lives = 100;
OnHpChanged?.Invoke(lives);

GameObject explosion = Instantiate(healingPrefab, transform.position,

Quaternion.identity);
Destroy(explosion, 1.5f);
ToDoHilka--;

}
}
public void TakeDamage(float damage)
{
if (lisAlive || isFrozen){
return;
}
lives -= (int)damage;

Debug.Log("Playerl nony4aeT ypoH " + damage + ". OcTanocb HP:

OnHpChanged?.Invoke(lives);

if (lives <= 9)
{

.position
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roundController.CheckRoundOutcome();

}

}

public void resetHp()

{
lives = 100;
OnHpChanged?.Invoke(lives);
isAlive = true;

}

//roundControl.cs

using UnityEngine.SceneManagement;
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.Video;

public class roundControl : MonoBehaviour
{
private Hero hero;
private Hero2 hero2;
private float waitTime = 0.5f;
public int rounds = 3;
public int roundTime = 990;
private int playerllives;
private int player2lives;
public Text roundTimeText;
public Text winnerlIs;

public int playerlRoundWins = 0;
public int player2RoundWins = 0;
public SpawnPlayer spawnPlayer;
public Image plStaril;

public Image plStar2;

public Image p2Staril;

public Image p2Star2;

public Image[] roundsBanners;
private Color32 starColor;

private bool roundOver = false;

void Start()
{

roundsBanners[2].gameObject.SetActive(true);

Invoke("ident", waitTime);

InvokeRepeating("DecreaseRoundTime", 1f,

starColor = plStarl.color;

plStarl.color = new Color32(starColor.
plStar2.color = new Color32(starColor.
p2Starl.color = new Color32(starColor.
p2Star2.color = new Color32(starColor.

}

public void CheckRoundOutcome()
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{
if (roundOver) return;
if (hero.lives <= @ || hero2.lives <= @ || roundTime <= @)
{
roundOver = true;
whoWinRound();
if (playerlRoundWins >= 2)
finishFight();
}
if (player2RoundWins >= 2)
{
finishFight();
}
}
}
private void ident()
{
hero = GameObject.FindGameObjectWithTag("playerlchoosed").GetComponent<Hero>();
if (hero != null)
{
playerllives = hero.lives;
}
hero2 = GameObject.FindGameObjectWithTag("player2choosed").GetComponent<Hero2>();
if (hero2 != null)
{
player2lives = hero2.lives;
}
}

public void whoWinRound()

{

if (roundTime <= @)

if (hero.lives > hero2.lives)
{
playerlRoundWins++;
Debug.Log("Player 1 win");

hero2.roundLoose();

plStarl.color = (playerlRoundWins >= 1) ? new Color32(starColor.r,
starColor.g, starColor.b, 255) : pilStarl.color;

plStar2.color = (playerlRoundWins >= 2) ? new Color32(starColor.r,
starColor.g, starColor.b, 255) : plStar2.color;

finishRound();

else if (hero2.lives > hero.lives)
{
player2RoundWins++;
hero.roundLoose();
Debug.Log("Player 2 win");
p2Starl.color = (player2RoundWins >= 1) ? new Color32(starColor.r,
starColor.g, starColor.b, 255) : p2Starl.color;
p2Star2.color = (player2RoundWins >= 2) ? new Color32(starColor.r,
starColor.g, starColor.b, 255) : p2Star2.color;
finishRound();
}

else

{
Debug.Log("Huuba");
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reFight();
}
}
else if (hero.lives <= 0)
{
player2RoundWins++;

p2Starl.color = (player2RoundWins >= 1) ? new Color32(starColor.r, starColor.g,
starColor.b, 255) : p2Starl.color;

p2Star2.color = (player2RoundWins >= 2) ? new Color32(starColor.r, starColor.g,
starColor.b, 255) : p2Star2.color;

hero.roundLoose();

Debug.Log("Player 2 win");

finishRound();
}
else if (hero2.lives <= 9)
{

playerlRoundWins++;

plStarl.color = (playerlRoundWins >= 1) ? new Color32(starColor.r, starColor.g,
starColor.b, 255) : pilStarl.color;

plStar2.color = (playerlRoundWins >= 2) ? new Color32(starColor.r, starColor.g,
starColor.b, 255) : pilStar2.color;

hero2.roundLoose();

Debug.Log("Player 1 win");

finishRound();
}
}
public void finishRound()
{
rounds--;
Debug.Log("Round finished");
Invoke("StartNewRound", 1.5F);
}
public void reFight()
{
StartNewRound();
}
public void finishFight()
{
whoWinFight();
Invoke("nockout", 1f);
}
public void whoWinFight()
{
if (playerlRoundWins >= 2)
{
Debug.Log("The winner is PLAYER 1");
else if (player2RoundWins >= 2)
{
Debug.Log("The winner is PLAYER 2");
}
}

public void DecreaseRoundTime()
{
if (roundTime > @)
{
roundTime--;
roundTimeText.text = roundTime.ToString();
if (roundTime <= @)

{



}

P
{

}

P
{

}

P
{

}

P
{

}

P
{

}

P

}

CheckRoundOutcome();

rivate void ResetPlayerPositions()

spawnPlayer.ResetPlayerPositions();

rivate void ResetPlayerLives()

hero.resetHp();
hero2.resetHp();

ublic void StartNewRound()

roundOver = false;

roundTime = 90;

roundTimeText.text = roundTime.ToString();
ResetPlayerPositions();

ResetPlayerLives();
roundsBanners[rounds-1].gameObject.SetActive(true);

ublic void newBanner()

ResetPlayerPositions();
ResetPlayerLives();

ublic void nockout()

Debug.Log("The fight is over");
if (playerilRoundWins == 2) {
Debug.Log("Player 1 win");
playerlWinFight();

else if (player2RoundWins == 2){
Debug.Log("Player 2 Win");
player2WinFight();

ublic void playeriWinFight(){
PlayerPrefs.SetInt("prevFightSceneIndex", SceneManager.GetActiveScene().buildIndex);
SceneManager.LoadScene(7);

public void player2WinFight(){
PlayerPrefs.SetInt("prevFightSceneIndex", SceneManager.GetActiveScene().buildIndex);
SceneManager.LoadScene(8);
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