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The development of 2D platformers is a vital task in modern game
development, offering players of all ages captivating adventures and skill-testing
challenges. There's a high demand for fresh and engaging 2D platformers,
providing novice developers with valuable experience in gameplay, level design,
and programming. These games feature diverse characters navigating through
levels filled with platforms, enemies, bonuses, and traps, all complemented by
beautiful backgrounds and music. Utilizing modern technologies like Unity and
C#, developers create visually stunning games with responsive characters. The
structure of Clean Architecture and Dependency Injection pattern enhance
flexibility and scalability, while the simplicity of 2D platformers in development
allows beginners to maintain creative control over their projects.

Po3pobka 2D mardopmepa € akTyadbHUM 3aBIaHHSIM Yy Cy4YacHid ramysi
reiimaeBenonMenTy [1]. Llel >xaHp irop B)Ke J1aBHO BHU3HAHUM 1 MOMYJISPHUM
cepell TPaBIiB OYIb-AKOT0o BiKy. MOro HOMyJISPHICTh MOSCHIOETHCS MPOCTHM,
aJie 3aXOIUTIOIOYUM TeMIUIeEM, SIKUI MPOMOHYE TPABLSIM BIUYTTS MPUTOAN Ta
BUNPOOYBaHHS CBOiX HaBHYOK. [CHye BENMKUW MONMUT HA HOBI Ta IikaBi 2D
mwiatpopMepu, OCKUIBKH TPaBIli MOCTIHHO NIYKalOThb HOBI BpaXXEHHS Ta
YHIKaJIbHUAN 1TpoBUid J0CBiA. Po3poOka Takux irop Hajga€e BEIUKY MOKIUBICTh
JUISl IOYATKIBI(IB PO3POOHUKIB OTPUMATH JOCBIJ Y PI3HUX aCHEKTaX CTBOPEHHS
1rop, BKJIFOYAKOUX IeiMIUIEeH, TU3aiiH pIBHIB Ta MPOrpaMyBaHHS.

Mlomo ¢yskmioHambHUX MOXJIUBocTe 2D  mnatdopmepiB, BOHU
BKJIFOYAIOTh PI3HOMAHITHUX MEPCOHAXKIB, SIKI MAIOTh MOXKJIMBICTh MIEPEMIIIIATUCS
BIIPABO, BIIIBO, CTpUOATH Ta aTakyBaTU. PIBHI LKX 1rOp MarOTh PI3HOMAaHITHICTb
m1aTdopM, BOPOTiB Ta OOHYCIB, a TAKOXK CEKPETHI MICIS Ta MaCTKH, 1110 POOJIATH
reiMIied mikaBuM 1 HernependauyBaHuM. Kpacusi ¢oHU Ta My3uKa JI07aI0Th
aTMOC(EpPHOCTI Ta HACHYECHOCTI TPI.

VY mporeci rpu TpaBLsIM NMPONOHYETHCA 30UpaTH OOHYCH JUIsl OTPUMAaHHS
OYOK Ta TOKpalIeHHs 3I10HOCTe mepcoHaxa, IepeMaraTd BOPOTIB JUIs
Iporpecy Ha PiBHI Ta 3HAXOAUTH CEKPETHI MICIS JUI TOAATKOBUX OOHYCIB Ta
®KuTTiB. [HTEepdelic irpu BKIIOYAE 1HAMKATOPU KUTTA Ta OYOK, KapTy PIBHA Ta
MEHIO Tay3H JIJIsl 3pyYHOCT] TPaBIIiB.

VY po3pobui 2D mnardopmepiB BUKOPUCTOBYIOTHCS Cy4YacHI TEXHOJOTII,
Taki fK IrpoBl JABUIYHH a came irpoBud pyumnid Unity [2,3], moBa
nporpamyBaHHss C# Ta iHcTpyMeHTH i 2D apr-nusaiiHy — Aseprite Ta
3BykoBoro auzaiiHy — FL Studio. Lle nmae MoxiMBICTE pPO3pOOHUKAM
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CTBOPIOBATH BHUCOKOSKICHI IrpU 3 BIAMIHHOIO Tpadikol0 Ta 3BYKOBUM
cynpoBojgoM. Came 11i iHCTpyMEHTH Oy/ie BUKOPHUCTAHO MPH PO3pOoOIIi iIrpoBOTo
JOJIaTKy B SKOMY peali30BaHl BCI MEXaHIKM SIKI BIIHOCATHCS [0 JKaHPY
mwiatpopMep 3 BUHATKOBUM Bi3yaJlbHUM CTWJIEM SIKMI JoromMarae Triuouie
3aHYpPUTUCh Yy Tpy Ta BIIUYTH arMoc(epy MOBHOTO 3aHYpEHHsS Y IFPOBHIA
BCECBIT, 11€ BCE BUKOHAHO 3a JOIMOMOI'OI0 1HCTPYMEHTIB 1 1uiaridiB Ayig Unity sik
1 aHIMaIlii K1 € KOMIUICKCHUMH 1 JIO3BOJISIIOTh HaM HE BIIUYTH T'OJIOBHOTO T'epOsI
I'PU «JI€PEB’ STHHUM.

Hns crpykrypu npoekty Oyna obpana Clean Architecture 60 BoHa Hamae
HaM 3aco0M Il pO30OUTTS CKIAJHUX MPOTpaMHUX CHUCTEM Ha MOAYJl, IO
IpaLoTh pa3oM Yy3rojxkeHo Ta edextuBHO. Takox «Uucra apxiTekTypay
BaroMo CIIPOLIY€ TECTYBaHHs, MOJAJIbIIE PO3IIUPEHHS JOJaTKy Ta MHOro
HiATPUMKY B MailOyTHbOMY .

[Tpu po3podui rpu, Oy Bukopuctanuii narepa DI (Dependency Injection)
— 1Ie TaTepH, SIKU JO3BOJISIE CTBOPIOBATH 3aJIEKHOCTI MIK 00’ €KTaMu Bij 4yac
cTBopeHHS. ['0JI0BHA i7es1 maTepHy MOJsrae B TOMY, 00 pPO3IUIUTA CTBOPEHHS
00’€KTIB Ta iX 3aJE€XHOCTEH, TUM CaMUM POOJIIYM CUCTEMY OUIbII THYUYKOIO,
TECTOBAHOIO Ta JIETKOIO JIJISl PO3LIMPEHHS.

OpHi€ro 3 TOJOBHUX IepeBar po3podku 2D minatdopMepiB € iXHS TPoCcTOTa
y po3poOiui. Bonun He moTpedyroTh ckiiagHoro 3D-moentoBaHHS Ta aHIMAIIIi,
0 poOUTh iX JOCTYNHHMH JJisg MOYaTKIBIIB. KpiM Toro, 1ei kaHp J103BOJISIE
po3poOHKKaM 30eperTd TBOPYUH KOHTPOJIb HAJl CBOIM IPOEKTOM, IO Ja€ iM
MOJIMBICTh CTBOPIOBATH BJIACHUMN CBIT, IEPCOHAXKIB Ta IFPOBUH IPOIIEC.

VY BHCHOBKY, po3pobka 2D mnardopmepa € 3aXOIUTIOI0YUM Ta KOPUCHUM
JIOCBIZIOM, SIKAW JIOTIOMAara€ pO3IIUPUTH HABUYKU Y Taly3l MporpamyBaHHS,
Mu3aiiHy Ta TelMau3aiiHy. 3aBIsSKH Cy4aCHHUM ITPOBUM TEXHOJIOTISIM Ta
IHCTPYMEHTaM, PO3POOHUKN MOXYTh CTBOPHUTH L[IKABUI Ta BUCOKOSIKICHHNA 2D
wiatopmep, sikuit Oyae npuBadIOBaTH I'PABIIB PI3HOTO BIKY.
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