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The work discusses the main aspects in designing of combat systems in 2d

action-adventure video games, emphasizing their impact on player engagement.
The design considerations for combat systems, including factors like game
genre, dimensions, player experience, and desired difficulty, are thoroughly
examined. The importance of character abilities, enemy archetypes, player-
versus-player balance, movement mechanics, and in-game economy within the
combat system is highlighted. Overall, it provides insights into the intricate
components and iterative process involved in creating effective combat systems
for an engaging gaming experience.

BuzHauenHss O0HOBOi CHUCTEMHM MOXE BIJIPI3HATUCH B 3aJIEKHOCTI BiJl
mokepena. OaHe 3 HaOUIbII MOMTMPEHKX MOSCHEHb BU3HAUYa€e 00MOBY CHCTEMY B
Irpax SIK CHCTEMY MPOTHUCTOSIHHSA T'paBIsl ACSKIM MEpeniKoil, sika, 3a3BUyYail,
Ipe/CTaBlieHa IHIIMM rpaBleM a0o ITy4yHUM iHTeNneKToM. boiioBa cucrema
BU3HAYa€, SIKUM YMHOM TpaBellb OyJe MPOTUCTOATH CYNPOTHUBHUKAM, SIKI B
HBOTO OYIyTh NJISl I[HOTO 1HCTPYMEHTH, K OyJyTh MOBOAUTH ceOe BOPOTH, sKa
Oyze Haropo/ia 3a MoAoJaHHs MEePENIKo/1 Ta K1 OyAyTh MOKapaHHS.

Action-adventure — e 3MilIaHuid KaHp, SKUH TOEIHYE B COO1 KaHpU
IPUTOAHUIBKUX Bi€oirop Ta irop OOHOBHKIB. Bil MpUrOJHUUBKUX 1rop LEH
YKaHpP MOXKE OpaTu rOJIOBOJIOMKH, J1aJOTH MK NEPCOHAXaMH, CIOXKET Ta 1HIII
iHTeNneKTyanbHi icnutu. [lonaBanHs xaHpy OOWOBMKAa NMPUBHOCHTH MEXaHIUHI
BUINPOOOBYBAHHSI, HAIIPUKJIA]], HA BUTPUBAIIICTh a00 HA IIBUJIKICTh PEAKIIi.

Ha ausaiin 60ii0BOi cucTteMu BIIMBae O6arato (akTopiB: KaHPH, BUMIPH
rpu, OaxxaHui JUis TpaBLsl AOCBiA, Oa)kaHa CKIIA/IHICTh. 30KpeMa, JBOBUMIPHI Ta
TPUBHUMIPHI IrpH MalOTh MPHUHIMIIOBI BiaMiHHOCTI. Jlis irop »xaHpom action-
adventure mi BiAMIHHOCTI BiZOOpa)karOThCS B PO3TAIlyBaHHI KaMeEpH, PYyXy
NepCcoHaXI1B, ynpasiiHHi. /|1 TPUBUMIPHHUX 1TOp YaCTO BUKOPHUCTOBYETHCS BU]
B1JI TPETHOTO a00 TMEPIIOro OOJUYYs, ISl JBOBUMIPHUX — BUJI 300Ky, 4epes 1ie B
2D action-adventure irpax 3a3Bu4aii HemMae HEOOXITHOCTI KEPyBaTH KaMepOro
BJIACHOPYY, a Ha EKpaHl BI1IOOpa)KaeThCs TOPIBHSIHO Oinbie iH(popMalii
CTOCOBHO irPOBOT'0 OTOYEHHS.

OnHUM 3 OCHOBHUX CKJIQJIOBUX OOMOBOI CUCTEMU € 37110HOCTI rpabeabHOro
nepcoHaxy. HaGip 3mi0HOCTEN onmucye 1HCTPYMEHTH, 3aBJSIKU SIKUM TpaBellb
3MOX€E NPOXOJUTH BUNPOOOBYBaHHs. Lle MOXyTh OyTH AMCTaHLIIHI aTaku abo
aTaku OJVKHBOI NUCTaHINi, Marig a0o 31i0HOocTI Jyisi mepemimieHHs. KoxxkHa
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3MI0HICTh TOBUHHA MAaTH CBOi HEJOJIKHM Ta TMEpeBaru Ta BIAKPUBATH HOBI abo
JIOTIOBHIOBATH CTapl NUISXHM I TPOXOo/keHHs Tpu. Cucrema 3Mi0HOCTEH
MOBUHHA OyTH MOOYy/I0BaHa TAKUM YUHOM, 00 pe3yJbTaT ii BUKOPUCTAHHS OyB
nependadyBaHuM i rpaBis. [lommpeHoro mnpaktukoro s 2d - action-
adventure irop e Oaratwii HaOip 3MIOHOCTEW Ui MEPEMIIICHHS, HAIPUKIA]
CTpHOKH B1J] CTiH, pUBKH, MOJIT TOLIO.

[H111070 BAXKITMBOIO CKJIAJIOBOIO 00HOBOI cucTteMu € Boporu. Lle Moxe Oytu
SK MTy4yHUH iHTenekT [4], Tak 1 iHmuMA rpaBein. s irop rpaBenpb MpPOTH
rpaBisg  (PVP) kputuunuM ¢akTopoM € OallaHC yCI€l CHCTEMH 3aJyIs
3pIBHIOBAHHS IIIAHCIB HA MepeMory. Y BUMNAAKY, KOJU TpaBellb MPOTUCTOITH
MITYYHOMY I1HTEJIEKTY TpaBellb NMOBUHEH MaTH BIJICTPOYEHY ajie TapaHTOBaHY
nepemory. [y rapaHTyBaHHS MEPEMOTH TPABIIO BOPOTH MOBHHHI MAaTHCHIIbHI
Ta cia0Ki CTOPOHH, TpaBellb, B CBOIO 4Yepry, MOBMHEH iX BHU3HAYUTU Ta
BUKOPUCTATH Ha CBOI KOPUCTh. € KUTbKa TMONIMPEHUX aAPXCTUINB JIs
cynpotuBHHKIB y 2D action-adventure irpax [1], ocb nesiki 3 HuUX:

— Boporu, sxi 3 JedK0l0 IIBUIKICTIO HAOMMXKAIOThCA JO TpaBIsl Ta
3aBIAIOThH IIKOAU B OJIMIKHIA JUCTAHII.

— Boporu, siki HaMararoThbCsl TPUMATHUCS TTOOAAb Bijl TPaBIlsd Ta 3aBIAIOTh
KO Ha JAJIbHINA JUCTaHII.

— Boporwu 3 BenmukuM 00CArom 310pOB’ s, SIKI BUMaratoTh BEJIMKOI KIJIbKOCTI
aTax.

[li apxerunu 3py4yHO BHUKOPUCTOBYBATH, TaK SIK TpaBIi0 Oyje Jeriie
3pO3yMITH, K HOMY MepeMOrTH. AJle TaKoX HEOOXiIHO CTBOPIOBATH MIAKIACH
3a/71s1 YCKJIAIHEHHS BUIPOOOBYBAaHb Ta JIOJAaBaHHS Pi3HOMAHITHOCTI B IrPOBHIA
npolrec.

Takox BENUKY pOJIb Tpa€ TMEpPEeMINEHHS TMEPCOHAXIB Yy Tpl. 3aBISKH
NEPEMIIICHHI0O MOXHAa 3MIHIOBaTH JMHAMIKY YCi€l Ipd B 3aJ€XKHOCTI BIA
OaxxaHoro pe3ynbTaTy. s oTpumaHHS HEOOXiTHOTO edeKTy Tpeda 3BepHYTH
yBary Ha IIBHUJKICTh IEPCOHAXKIB, HA T€, K1 3110HOCT1 103BOJISIIOTH BIUIMBATH HA
nepeMimieHHs [2], Hampukiaa, MOXHA AOJATH NEPEKHJ 3aJisd YXWICHHS Bij
BOpokux arak. Y 2D irpax MokHa JOoJaTH CYTHYKH 3 aKICHTOM Ha
HepeMIllieHHS, HapUKIIaz, y rpi Mario ocHOBHHM 3ac000M ITO/I0IaHHS BOPOTiB
OyB cTpHOOK 1O BOpOTam.

[Ile omuum enemeHTOM O0iOBOI cuctemMu € ekoHomika [3]. ExoHomika
BUPINIY€E, CKUJIBKM OYOK 3J0pPOB’sl TpaBelb OyJe BTpauaTd Ta OTPUMYBATH,
CKUTbKM OyJie KOIITYBaTH BHUKOPHCTOBYBAaHHS 3I10HOCTEH, KIUJIBKICTh OYOK
MOIIKO/DKEHHSI BIJT BOPOTIB Ta TEPCOHAXY. 3aBASKM EKOHOMIIl MOKHA
BIJIMOJTIPYBATH PaHillle MO3HAYEHI CKJIAJIOBI Ta HANAIITYBATH CKIIATHICTb.

Ha pucynky 1 MoxHa mo0auuTH y3arajdbHEHUN aIrOPUTM CTBOPEHHS
00IOBO1 CUCTEMU.
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MogyaTor NpoeKTYEaHHA

J BW3HA4YWTHCA 3 Kamepor Ta
'] OCHOEHWM YNDAENIHHAM NepCoHay

paseUs 3MaracTeCA 3 IHLLMK
MpaBuAMKM?

CTEopHTK HadIp 3nidHOoCTEl B
FanexHocTi eig SamaHoro AnA rpasus
OoceinQy Ta CKNagHOoCTI

CTEODWMTH YeCcHKMA Ona odox cTopiH
Hagip aniSHOoCTeR
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| CTEOPHMTHM Habip soporis 3i

ZPOCTaYOH CHNaaHICTH Ta
YHIKANEHWMW EMNPOSOBYBaHHAMM

k4 w

Faenaty HeoOXIiOQHOT JMHaMIKKM

v

CTBODWMTH CHUCTEMY SEOHOMIKKM

| CINpauoeEaTy nepeMilyeHHAa Ta I

SOoMoEa CMCTEeMa 3800B0MNeEHAE EMMOTEM?

Tax

HKiHeyu: NnpoekTyBaHHA

Pucynok 1 — CxeMa anroputmy npoeKTyBaHHsI 00MOBOI cucTeMu

[Iporec mpoekTyBaHHS OOHOBUX CUCTEM JOCHUTH CKJIQJHO OMUCATH €IHMHOIO
dbopmyioro, 00 KOXKHA I'pa Ta KOXKHUN AU3aitHEp MOKe MaTH CcBii miaxia. Ciin
nam’ATaTH, 1o 1€ JIOCUTh CKJIQJHUN Ta 1ITEpaTUBHUN MPOIEC, OCHOBHI JAeTall
KOTporo OyJid MpoaHali30BaHi B JaHUX Te3ax.
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