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AHOTANIA

Tnymau C. C. Po3pobka aBoBumipHoi rpy «ADVENTUROUS WORLD» B
xanpi advanture-RPG 3 Buxopuctanusm Unity. Pykonuc. KBamidikauiiina pobota
O6akamaBpa OIl «KmmiotepHi Haykm» cremiaqbHOCTI «lH)XEHepis MPOrpaMHOro
3abe3neueHHs . JIylbkuil HalllOHAJIbHUIM TeXHIYHUHN yHIBepcuTeT. JIynbk, 2025.

KBanidikariitna pobora 6akanaBpa CKIaJa€eTbCsl 31 BCTYIY, TPhOX PO3ALIIB,
BUCHOBKIB, CIUCKY BUKOPUCTAaHUX JDKEPEII Ta T0AATKIB.

Y mepumomy po3aui 3AIHCHEHO aHajii3 MpeaMeTHOI 00yacTi, BHU3HAYEHO
aKTyaJIbHICTh TeMH Ta c(opMyIbOBaHO 3aBlIaHHS KBanidikariiiHoi pobotu. VY
ApPyroMy pO3[UIl  PO3IVISIHYTO BUMOTM JO MPOrpaMHOro 3a0e3leueHHs Ta
CIPOEKTOBAHO APXITEKTYpY MalOyTHBOI IpH. Y TPETHOMY PO3JALII OMHCAHO IMPOLEC
peaiizarliii irpoBoro 3acTOCyHKY: po3poOKy MexaHik, iHTepdeicy, HaBiralii, aHiMarrii
Ta TECTyBaHHSA. Y BHCHOBKAaxX HaBEIEHO PE3YyJbTaTH pOOOTH, OLIIHEHO €(EKTHBHICTb
peastizallii Ta NepCIeKTUBH MOJANBIIOTO PO3BUTKY MPOEKTY.

Kirouori cnosa: Unity, C#, Visual Studio, cipaiitu, ckpuntu, 2D-rpa, irpoBuit

pYIIi#, mMporpamMHa apXiTeKTypa, FreMan3aiiH, aHiMali.



ABSTRACT

Tlumach S. Development of the 2D Game «KADVENTUROUS WORLD» in the
Adventure-RPG Genre Using Unity. Manuscript. Bachelor’s qualification thesis of the
educational program «Software Engineering» specialty «Software Engineering» Lutsk
National Technical University. Lutsk, 2025.

The bachelor’s qualification thesis consists of an introduction, three chapters,
conclusions, a list of references, and appendices.

The first chapter presents an analysis of the subject area, outlines the relevance
of the topic, and formulates the objectives of the thesis. The second chapter discusses
the software requirements and presents the architecture design of the future game. The
third chapter describes the implementation process of the game application, including
the development of gameplay mechanics, user interface, navigation, animation, and
testing. The conclusions summarize the results of the work, evaluate the
implementation effectiveness, and outline the prospects for further development of the
project.

Keywords: Unity, C#, Visual Studio, sprites, scripts, 2D game, game engine,

software architecture, game design, animations.
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BCTYII

AxkrtyanbHicTh TeMu. CTBOPEHHS irop y ABOBUMiIpHOMY (hopMaTi HE BTpayae
CBO€1 3HAYYIIOCTI B Cy4acHI 1HIYCTpii MPOrpaMHOro 3a0e3MeUeHHs: 11ed CerMeHT
JTUHAMIYHO 3pOCTa€ SK Yy BEJIMKUX KOMEpPIIMHMX KOMIAaHIAX, Tak 1 cepen 1HAl-
po3pobnukiB. [lmarpopma Unity mocigae mpoBigHE Micle cepesl IHCTPYMEHTIB IS
po3po0Ku 2D-TIPOEKTIB 3aBASKH JTOCTYITHOCTI OCBOEHHS, 0araToyHKI[IOHAILHOMY
CEpeNOBHUIy, KPOCIIATHOPMEHOCTI Ta PO3TATYyXKEHIH EeKOCHCTeMi pO3pOOHHUKIB.
[IpoekTyBaHHSI TpH AO3BOJISIE€ TMOENHATH TEXHIUHI 3HAHHS 3 TBOPYUM MIIXOIOM,
OXOIUTIOIYHY TMpOrpaMyBaHHsI, aHIMaIlilo, JIW3ailH, JIOTIKY IMOBEIIHKH O0’€KTIB Ta
B32EMO/IIIO 3 TPABIIEM.

Mertoro miei kBamidikaiiiHoi podoTH € po3poOka MOBHOIIHHOTO 2D-posiboBOTO
irpoBoro 3actocyHky «ADVENTUROUS WORLD» na 6a31 Unity i3 3acTOCyBaHHSIM
MoBu C#. 'pa MOke BUKOPUCTOBYBATHUCS HE JIMILE K HABYAIbHUI NPUKIA, aje i K
3aci0 €MOIIIMHOTO PO3BaHTAXKEHHsI, 30KpeMa JJIsl AiTel-TepeceseHIIiB, SKUM 0110H1
IHTEPaKTHUBHI MPOEKTH MOXYTh JTOMOMOITH aJalTyBaTHCS JO HOBUX YMOB uepe3
3aXOIUIUBY TPY.

O6’extoM kBamidikaiiifHoi poOOTH € TMPoIEeC CTBOPEHHS MPOTPAMHOTO
3a0e3nedeHHs IJis1 IHTepakTuBHOI 2D-Tpw.

[Ipenmerom kBamidikamiitHoi poOOTH € apxiTeKTypa, JIOrika Ta METOIU
peainizanii pyHKIiOHATY Tpu B cepenonuii Unity.

Jlnia peanizaiiii moCTaBI€HOT METH BU3HAYEHO HACTYITHI 3aBJaHHS:

npoaHaIizyBaTH HasBHI pilieHHs y cdepl 2D-reitmaeBy;

chopMyBaTH TEXHIYHE 3aBJAAHHS Ta BUMOTH 10 (QYHKIIOHAIY;

CIIPOEKTYBATH apXITEKTypy I'PH Ta 1l OCHOBHI MOJTYTi;

peali3yBaTu KJIIOYOBI IrpoBl MeXaHIKHM (yHpaBliHHS MEpcoHakeMm, 0oiioBa
CHUCTEMA);

— TMpPOBECTH TECTYBAaHHS IrPOBOTO 3aCTOCYHKY Ta BHIIPAaBUTH BHSIBIICHI
OMMUJIIKH;

— MIArOTYBaTH CYNPOBIAHY JTOKYMEHTAIIIIO 10 PO3POOJIEHOI0 MPOIYKTY



PO3JILI 1

AHAJII3 CHACHUX PIIIEHD Y COEPI PO3POBKU ITOP TA
ITOCTAHOBKA 3ABJIAHb HA KBAJII®IKAIIUHY POBOTY

1.1 AHaJjii3 Cy4acHOro CTaHy npoojgemMu
Cdepa KOMIT'IOTEpHUX ITOp HAJIEKUTh 10 HAUOUIBII CTPIMKO MPOTPECYHOUNX

HanpsiMiB U(GPOBUX TeXHONOT1H. He3Baxkaroun Ha Te, 110 CydyacHUN PUHOK 3HAYHOIO
MIpOI0 OpIEHTOBAHWUN HA TPUBHUMIpPHI MPOEKTH 3 (HOTOPEANICTUYHOI Tpadikoio Ta
CKJIAJIHUMHU (PI3UYHUMHU MOJCJISIMHU, JIBOBUMIPHI ITPU MPOJOBKYIOTh yTPUMYyBaTU
MinHi nmosumii. IxHs cTilfika OpUCYTHICT B iHAYCTpii IOSACHIOETBCS HHU3KOKO
00'€KTUBHUX TEpEBar: MEHIIOK PECYPCOEMHICTIO, BUPA3HUM XYyJIOKHIM CTHJIEM i
MOKJIMBICTIO CKOHIICHTPYBATUCS Ha TJIMOWHI 1rpoBOro mpoiiecy 0e3 HeoOX1THOCTI Yy
CKJIa/IHI/ TPUBUMIPHIN Bi3yasizallii.

TpuBUMIpHI MPOEKTU BUCYBAIOTh CYTTEBI BUMOTH J0 KOMaH/IU PO3POOHHUKIB Ta
anmapatHoro 3abe3nedeHHs. [loOymoBa 00'eMHUX MOJeNei, HaNAIMITYBaHHS CHUCTEM
OCBITJICHHS, PEHJIEPUHTY Ta TPUBUMIPHOI aHiMarllii norpeOye 3HAUHUX BUTPAT Yacy,
kBamigikaiii Ta piHAHCOBUX PECYpPCIB, IO POOUTH TaKi MPOEKTH BAXKKOAOCSKHUMU
JUTSI HEBEIMKHUX KOJIGKTHBIB a00 OJWHOYHMX aBTOpiB. HaToMiCTh JBOBHUMIpHUMN
dbopMar mae 3MOTY 30CEpeANTH 3YCHIUII Ha MPOPOOJIECHOCTI MEXaHIK, HApaTHBY Ta
Bi3yaJIbHOT KOHIICTIIII1.

VYemix takux mpoekTiB, sk «Hollow Knight», «Celeste» Ta «Dead Cellsy,
NEPEeKOHJIMBO JEMOHCTPY€E: TpaMOTHO 30yaoBaHa 2D-rpa 3maTHa KOHKYpyBaTd 3
TPUBUMIPHUMH aHAJOTaMU 3a PIBHEM 3aXOIUIEHOCTI TpaBlsi Ta KOMEpPLIHHUM
pesynbratoMm. Lli TpuKIagu CTUMYIIOIOTH 1HTEpEC 10 CTBOPEHHS aBTOPCHKHX
JIBOBUMIPHUX 1Irop 13 BJIACHOIO I1JEHTUYHICTIO Ta OPHUTIHAIPHUMHU MEXaHIKaMH.
3okpema, «Hollow Knight» Bimomuii rmu60kor0 60HOBOIO CUCTEMOIO OJIMKHBOTO 0010
Ta JOCTIKEHHSIM BIJIKPUTOTO CBITY — IMIJAXOH, IO 3HAWILIM BiJOOpa)KeHHS 1 B
po3pobaeHomy mpoekTi «Adventurous Worldy.

Cepen moCTymHUX I1HCTPYMEHTIB pO3pOOKH OCOONHMBE MiCIle 3aiiMae pyrrii

Unity — ojiHa 3 HaUTIOMUPEHIUX T1aTdhopM At CTBOpeHHS sik 2D-, Tak 1 3D-
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3aCTOCYHKIB. Be3KOITOBHA JIEH31S JJIsI MajduX KOMaHJ 1 1HAWBIAyaJbHUX
PO3pOOHMKIB pOOUTH WOTO AOCTYMHHUM JJSl HIMPOKOTO KOJa KOPUCTYBadiB — BiJ
CTYJCHTIB JI0 KOMEpLINHUX 1H1-cTyAil. [HTerpamis 3 penakropom Visual Studio ta
nigTpuMka MoBu C# 3a0e3meuyioTh THYUYKICTh apXITeKTYPHHUX PIII€Hb, MOXKIUBICTh
MOBTOPHOT'O BUKOPUCTAHHS KOy Ta MIAKIIOUYEHHS 30BHIIIHIX 010/110TEK.

BOynoBanuit iHctpymenTtapiii Unity OXOIUIIOE KOMIIOHEHTH JiE pOOOTH 3
taiimoBumMu kKaptamu (Tilemap), animamissmu (Animator), CHUCTEMOIO YaCTHHOK,
Hapiramiinumu citkamu (NavMesh), a Takox 3aco0u MmMoOyI0BH KOPHUCTYBAILIbKOTO
iHTepdeiicy (Canvas/UI). YV KOHTEKCTI AaHOTO MPOEKTY OCOOJIMBO BaXKJIMBOIO
BusBHiIacs miATpuMka NavMesh nans ABOBUMIPHOTO TIPOCTOPY — 3aBISKU
nigkarodeHHo maketry NavMeshComponents Oyiio peasni3oBaHO 1HTEIEKTyajbHE
NepeMilIeHHsI BOPOTiB Mo irpoBoMy piBHI. Lle m03Bosie peanizyBaTH MOBHOLIHHUAN
IrpOBUI MPOAYKT Yy MeXaX €IMHOTO CEpeoBHINa Oe3 3aTyYeHHs] CTOPOHHIX PYIIIiB.

HoBa cucrema BBemenns Unity Input System, 3amisiHa uyepe3 Kjac
PlayerInputActions, Hajgae THY4YKHi 1 PO3MIMPIOBAHMN CMOCIO OOpOOKM KOMaHI
rpaBig. Ha Biaminy Bij 3actapinoro migxoay Input.GetAxis, BoHa J03BOJISIE YITKO
PO3MEXyBaTH KapTU Mdii (MEepeMillieHHs, aTaka, PUBOK) 1 3a0e3medye KOPEKTHY
o0poOky momiii uepe3 cuctemy generatiB C#. Takuii miaxin TIHPOKO
BUKOPHCTOBYETBHCS Y CYYaCHHX KOMEPIIIMHMX TMPOEKTaX 1 € PEKOMEHIOBaHUM
CTaHJIapTOM JJIs1 HOBUX po3poOok Ha Unity.

Bapto naromocutu, mo 2D-irpu (yHKIIOHYIOTH Ha IIHPOKOMY CIIEKTpi
PUCTPOIB, 30KpEMa Ha CIabOMOTYKHUX KOMIT'FOTepax 1 MoOUIbHUX T1aTdopmax. Le
CYTTEBO PO3LIMPIOE MOTEHUINHY ayJUTOPII0 IPOAYKTY Ta BIAKPUBAE MOXKIUBOCTI JIJIst
nmyOJTiKalii Ha TaKMX MajlaHuuKax, sk Steam, Itch.io, Google Play ta App Store, ne
HIOJICHHO 3'SABJIAIOTHCS] HOBI IMTPOEKTHU Bl HE3AJIEKHUX aBTOPIB.

3 iHmoro OOKy, po3po0Ka HaBiTh BIIHOCHO HECKJIATHOI JTBOBUMIPHOI TpH
nependadae OJHOYACHE 3aCTOCYBAHHS 3HaHb 13 PI3HUX JAWCIUIUIIH: MPOEKTYBAHHS
IrpOBUX MEXaHiK, HAMCaHHS MPOrPaMHOr0 KOy, poOOTH 3 aHIMalli€, M0o0yI0BU
iHTepdeiicy, onTuMizallii MPOAYKTUBHOCTI Ta T€CTyBaHHs. [0 TUIMMOBUX CKJIQIHOIIIIB,

[0 BUHUKAIOTH Y TIPOIIeCi pO3pO0KH, HalleXKaTh: KOPEKTHA 00poOKa 3ITKHEHB MK
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o0'exkTamm, peainizailis BIATYKY Ha oTpuMaHHs mnomkomkeHb (hit-feedback),
noOy0Ba MacIITa0OBaHOI apXITEKTypH Ta peajiizailis 3po3yMuIoro iHTepdeicy as
rpaBIl.

OTtxe, TemMaTHKa po3poOKH BiIacHOrO 2D-IrpoBOro 3acTOCYHKY € HE JIMILIE
OPAKTUYHO 3HAYYIIOK ISl CTYJEHTIB creuiadbHOCTI «lHXeHepis mporpamMHOro
3a0e3neueHHs», a W TEepCHeKTHUBHOIO 3 TOYKM 30py OINAHYBaHHS Cy4acHOTO

TEXHOJIOTIYHOTO CTEKY Ta (hOpMyBaHHS MOPTEOTIO.

1.2 IlocTaHOBKa 3aBAaHHA HA KBaJi(ikauiiiHy podoTy 0akanaBpa
Y pamkax xBamiikamiifHOi poOOTH OyJ0 BHU3HAYEHO 3aBIaHHS I0/0

IPOEKTYBAaHHS Ta MPOrpaMHOI peaiizailii MOBHOIIIHHOI JIBOBUMIPHOI KOMI'FOTEPHOI
rpu B kaHpi adventure-RPG min nHazBowo «Adventurous World». Po3poGka
3aifcHIoBanacst y cepefouili Unity 13 BUKOpUCTAHHSIM MOBH IporpamyBaHHs CH#.
Ki1t1040BOI0 METOI0 CTAJI0 CTBOPEHHS TPOAYKTY, IO OPTraHIYHO MOEIHYE TOCHIIKEHHS
IrpOBOTO  CBITY, MeEXaHIKMU OOWOBUX B3a€MOIN OMMKHBOTO 0010, CHCTEMY
MOIIKO/KEHD 1 OBEIIHKY BOPOT1B Ha OCHOBI IITYYHOTO 1HTEJICKTY.

JInst foCSTHEHHS BU3HAUYEHOI METH OyJii c(popMyIbOBaHi Taki 3aBJIaHHS:

— TMPOBECTH OIJIAJ MPEeIMETHOI Taidy3l Ta AOCHIAUTU aKTyaldbHl MIAXOIU 0
po3poOKu ABOBUMIpHUX 1rop y >kaHpi Adventure-RPG; BuBuMTH cydacHi irpoBi
MEXaHIK{, QJITOPUTMH TOBEAIHKKM BOPOTIB 1 MPUHIMIK TOOYJI0BH aHIMAIIHHUX
CHUCTEM,;

— BU3HAYUTU (YHKIIOHAIBHI Ta HE(YHKIIOHAIbHI BHUMOTHU JO MPOIYKTY,
OXOIUTIOIOYM BUMOTH 0 MIBUIAKOAII, CTPYKTYpH ITPOBUX PIBHIB Ta JIOTIKHM OOHOBUX
B3a€EMO/IIH;

— peai3yBaTH CHUCTEMY KepyBaHHs TepcoHaxxeM Ha ocHOBi Rigidbody2D 3
HIATPUMKOIO TIEPEMIIICHHS, Opi€HTalli y mpocTopi Ta MexaHiku puBka (dash) 3
BimoOpakeHHsaM uepe3 TrailRenderer;

— po3pobutu OoHOBY cucrteMy: araka medeMm uepe3 PolygonCollider2D,
3aBJaHHS Ta OTPUMAHHS IOIIKO/KEHb, THUMYACOBHM IMYHITET MICIs yAapy Ta

Bi3yanbHui edekt cnanaxy (FlashBlink)
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— peamizyBatu kommoHeHT (izuuHoro BimkumanHs (KnockBack) na ocHoBi
Rigidbody2D.AddForce 3 xepoBaHOIO TpHUBATICTIO Ta aBTOMAaTUYHUM BIJHOBJICHHSIM
HICJIS IMITYJIBCY;

— 3amporpamMyBaTH JIOTIKy TIOBEIIHKHM BOpOTa-CKeleTa 13 CKIHYCHHUM
aBroMaroM crtaHiB: Idle, Roaming, Chasing, Attacking, Death; Hagirarito peanizoBaHo
yepe3 NavMeshAgent 13 nuHaMiYHUM KOPUTYBAaHHSIM IIBUAKOCTI;

— moOyayBaTH aHIMaIlliHI KOHTPOJEPH JIs NEepCOHa)Xka Ta CKejleTa, a TaKOXK
OKpeMi KOHTPOJIEPH ISl aHIMAIIll y1apy MeueM y Pi3HUX HalpsMKaXx;

— Oprafi3yBaTH CHUCTEMY CIICH 13 TOJIOBHUM MEHIO, TIePEX0aMu MK PIBHIMHU
Ta €KPaHOM 3aBEPIICHHS TPU;

— TMPOBECTH KOMIUJIEKCHE TECTyBaHHS 13 3aCTOCYBAaHHSAM PYYHOI MEPEBIPKH,
Bi3yanbpHOro BijgjaromkeHHs B Unity Editor Ta aHani3y rpaHuYHHX CUTYaIlli.

VY nporeci pobotu O6ys10 OMaHOBAHO KJIIOUOBI TEXHOJIOTIYHI KOMIIETEHTHOCTI:
npuHuunu podotu pyurist Unity, modyaoBy 2D-aHimariiif, BAKOpUCTaHHS KOJainepiB
1 TpurepiB, natepH «OnuHak» (Singleton) s r7100aMBHOTO JOCTYIYy /10 CUCTEM, a
TaKOX OpraHizauiio koxy uepe3 cucremy noziii C# (EventHandler).

[TincyMKOM BHMKOHAaHHS TI€peNiuYeHUX 3aBIaHb € I1HTEPAKTUBHUU IrPOBUUN
3aCTOCYHOK 13 peasli3oBaHMMHU KIIOYOBHMH MEXaHiKaMH JBOBHMIPHOI POJIbOBOI T'PH,
110 MO>K€ CITyTyBaTH OCHOBOIO IS TOJANIBIIOT0 MacIiTabyBaHHS — JI0AaBaHHS HOBUX

PIBHIB, THITIB BOPOTIB Ta Ir'POBUX CUCTEM.
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PO31TI 2
CNELAPIKALIISI BAMOT /10 PO3POBJIIOBAHOI CHCTEMHU

2.1 AnaJui3, BU3BHAYEHHSI BUMOT 10 PO3P00.II0BAHOI0 IPOTrPAMHOI0
3a0e3Me4YeHHs Ta NPOEKTYBAHHS MPOrPaMHOIO0 3a0e3ne4eHHs
Ha nouatkoBomy etari po3po6ku rpu «Adventurous World» 6yno HeoOX11HO

chopMyBaTH 4iTKl BUMOTH JI0 IPOJYKTY — sIK 3 OOKY OYiKyBaHOTO IrPOBOTO JOCBIY,
Tak 1 3 OOKy TexHiuHO1 peamizamii. OCKITBKA MPOEKT HANEKUTh 10 XaHpy 2D
adventure-RPG, BiH Mae 3a10BOJIbHATH (DYHKIIIOHAJIbHI OTPEeOH I'paBlis Ta BOAHOYAC
BI/IIOBIIaTH BUMOTAaM CTaOUThbHOI W MacmTaboBaHOT apXiTekTypu. I[IpaBuibHO
BU3HAYCHI BUMOTH HAa PpaHHBOMY €Tami JO3BOJISIIOTh YHUKHYTH CYTTEBOTO
pedakTopuHTy KOy B MallOyTHROMY Ta 3a0€3MeUYI0Th Y3rOMKEHICTh YCIX MIJICUCTEM
I'pu MiXk c0o00}0.

Ha migrotrodomy erami Oyjlo MpOBEAEHO aHaNI3 aHAJOTIYHUX IMPOEKTIB,
peanizoBanux y cepefouii Unity. 3okpema, BUBYAJIach CTPYKTypa TaKHX 1rop, SIK
«Dead Cells», «Hollow Knight» Ta «Celeste». Koxken 13 mux NpOEKTIB MOETHYE
CTHJII30BaHy Bi3yallbHY CKJIAJIOBY 3 MPOIYMAaHOIO irPOBOI0 MEXAHIKOK Ta IUIABHOIO
B3a€MOJIE€I0 3 TpaBleM. AHali3 MOKa3aB, 10 KIIOUOBUMU YUHHUKAMU YCIIXY
NOJIOHUX TMPOEKTIB € YiTKAa apXiTeKTypa KOJy, BUPa3HHUM BI3yaJIbHUH 3BOPOTHUU
3B'SI30K Ha [ii TpaBisd Ta 30amaHCOBaHAa CHUCTEMa CKIAIHOCTI. 3a OpIEHTHPU TPHU
noOynoBi «Adventurous World» Oyno B3sSTO MOIYIBbHICT apXITEKTypH, aHIMAIIHY
IUIABHICTh MEpPEeXO/IB MDK CTaHaMH, a TaKOoX MOXIIMBICTh MOJAJIBIIOTO
MaciTadyBaHHs 6€3 HeoOX1JHOCTI mepepoOKu 0a30BOTO KOIY.

Bumorn no mnporpamMHOro mpoayKTy TMOAUIEHO Ha (YHKIIOHAIbHI Ta
HeyHKIioHaNMbHI. J[0 (QYHKIIOHAJBHMX BUMOT HajeXaTh: BIJIbHE IEPEMIIICHHS
NepcoHaka y BOCBMH HampsMKaX 13 BHUKOPUCTaHHSIM (I3MYHOTO KOMIIOHEHTA
Rigidbody2D; mexanika puBka (dash) 3 BizyanbHUM €(dEKTOM 3aJUIIKOBOTO CIITY
gyepe3 TrailRenderer Ta yacoBumM 0OMEXEHHSIM IMOBTOPHOTO BUKOPUCTAHHS; O0HOBa
B3aeMois OmmKHBOTO 6010 3 MeueM uepe3 PolygonCollider2D; cucrema oTpumanHs
MOIIKO/)KEHb 13 THMYacOBUM IMYHITETOM MICJs yJaapy Ta Bi3yaJdbHUM e(eKkToM

cnanaxy (FlashBlink); ¢i3uune BigkugaHHs MepcoHaXka 4epe3 IMITYJIbCHY CHUITY
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(KnockBack); moBeninka BoporiB Ha OCHOBI CKIHUEHHOTO aBTOMarTa CTaHIB 13
HaBiramiero yepe3 NavMeshAgent; BicTe:KeHHS piBHS 3/I0POB'S TPaBIIS Ta BOPOTIB 13
00poOKOI0 MO/Iii 3aruderi; JJoriyHa OpraHi3allis CIIeH 13 epexoilaMu MiK HUMH.

Jlo HepyHKIIOHaJbHUX BUMOT BIJHECEHO: CTa0ULIbHY 4YacTOTy KaJpiB Ha
CEPEIHBOIIOTYKHUX MPUCTPOSX, JIOTIYHY CTPYKTYPY KOAY IO TOMYCKAE POIMIUPEHHS
0e3 pedakTOpUHTy OCHOBHHX KJaciB, YITKE PO3MEXKYBaHHs BIJIMOBIAAIBHOCTI MIiX
KOMITOHEHTaMH Ta B1JICYTHICTh MPSMUX 3aJISKHOCTEH MK HETIOB'A3aHUMH CUCTEMAaMHU.
OKpemMor0 BUMOIOI0 € 3pO3YMUTICTh 1HTEpdency i TpaBIld: yCi IrpoBl MOiT MatOTh
CYIPOBOJI)KYBATHUCh BIIMOBIAHUM Bi3yaJbHUM 200 aHIMAIlIHHUM BIJITYKOM.

3aranpHy apXiTeKTypy TpW MOOYIOBAHO 32 MOIYJIBHUM IPHHIIUIIOM: KOXEH
IrpoBUil 00'€EKT KEpyeThCS HAOOPOM HE3AICKHUX CKPHUIITIB 13 YITKO BHU3HAYEHOIO
BIJIMOBIIaNBHICTIO. B3aeMomiss Mik KOMIOHEHTaMH OpraHizoBaHa depe3 mofii C#
(EventHandler), a mnst rino0GanbHOTO IOCTYmy A0 KIFOUOBHUX CHCTEM 3aCTOCOBAHO
narepH «OauHak» (Singleton). CTpyKTypHY OpraHizailito OCHOBHMX KJIaciB Ta 3B'SI3KH

MK HUMHU HaBEJICHO Ha PUCYHKY 2.1.

Adventurous World
ActiveWeapon

os, Singleton

PlayerVisual

Animat

KnockBack
AddForce yAbC
Scripts/Other/

SkeletonVisuval
SwordSlashVisuval
Gamelnput

Unity Input System
Scripts/

EnemySO
ScriptableObject: hp, dmg

FlashBlink DestructiblePlant NavMeshSurface

Mpaseus Bopor 36pos Oisuka Orouenna Yrunita

Pucynok 2.1 — KomnonentHa ctpykrypa rpu «Adventurous World»
[Himianizaiist TOJIOBHOTO MEPCOHAXKA NP 3aIyCKy CIICHH HaBeJeHa Y (JIICTUHTY
2.1). ¥ meroni Awake 30epiratoTbcsi mocuiaHHs Ha kommoHeHTH Rigidbody2D Ta
KnockBack, a TakoX BCTaHOBIIOETHCS TJIOOATBHUN CHHIJITOH-EK3EMIUISIp AJIs

JOCTYITY 3 THIITUX CHCTEM.
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Jlictunr 2.1 — IHimiamizanis repost

private void Awake() {
Instance = this;
_rb = GetComponent<Rigidbody2D>();
_knockBack = GetComponent<KnockBack>();
_initialMovingSpeed = movingSpeed;

KiHeI[b JIiCTUHTY 2.1

[Tepemimenus MepPCOHaXKa (sticTuHT 2.2) peai3oBaHO yepe3
Rigidbody2D.MovePosition y wmetomi FixedUpdate, mo 3abesneuye ¢izuyHO
KOPEKTHE Ta IUIaBHE MepecyBaHHs 0e3 puBKiB. OMHOYACHO BiJICTEKYETHCS CTaH PyXy
g nepeMukaHHs aHiMauid. IlepemimenHss OnokyeTbcsi Ha dac [ii  edexTy

BIIKMIaHHA.

Jlictunr 2.2 — Pyx repos

private void HandleMovement() {
_rb.MovePosition(_rb.position + _inputVector *
(movingSpeed * Time.fixedDeltaTime));
_isRunning = Mathf.Abs(_inputVector.x) > _minMovingSpeed
| | Mathf.Abs(_inputVector.y) > _minMovingSpeed;

KIHEI[b JIICTHHTY 2.2

Cucrema oTprMaHHS MOMIKOKEHb (JTICTUHT 2.3) nepeadadae 3MEHIIICHHS TIOTOYHOTO
PIBHSI 310pOB's, aKTUBALIIO e(PEeKTy BIAKUAAHHS Ta 3ayCK KOPYTUHU THUMYaCOBOTO
iMyHITETY. [le YHEeMOXIHBITIOE TIOBTOPHE MOIIKOKEHHS OJIpasy MICHsl yaapy Ta Jae

TPaBIIEBI YacC JJIs PEaKIlii.

Jlictunr 2.3 — OTpuMaHHs MIKOIU
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public void TakeDamage(Transform damageSource, int damage) {
if (_canTakeDamage && _isAlive) {
_canTakeDamage = false
_currentHealth = Mathf.Max(@, _currentHealth -=
damage) ;
_knockBack.GetKnockedBack(damageSource);
OnFlashBlink?.Invoke(this, EventArgs.Empty);
StartCoroutine(DamageRecoveryRoutine());

}
DetectDeath();

KiHeIlb JIICTUHTY 2.3

Kommonent ¢iznunoro Biakumanus KnockBack (mictunr 2.4) € yHiBepcaabHUM 1
BUKOPHUCTOBYETHCS K JUISI TPABIIS, TaK 1 MOXKe OyTH 3aCTOCOBAHUM /10 1HIIKUX 00'€KTIB.
Cuna BIOKHAAHHS OOYHMCIIIOETBCS SK HOPMalIi30BaHUW BEKTOp BiJa JKepena

TIOTIIKOKEHHS JI0 1111, TOMHOKEHHUI Ha 33/1aHy BEITMYUHY IMITYJIbCY.

Jlictunr 2.4 — BilmToBXyBaHHS T'OJIOBHOTO Irepos

public void GetKnockedBack(Transform damageSource) {
IsGettingKnockedBack = true;
_knockBackMovingTimer = knockBackMovingTimerMax;
Vector2 difference = (transform.position -
damageSource.position).normalized
* knockBackForce;
_rb.AddForce(difference, ForceMode2D.Impulse);

KiHeIb JIICTUHTY 2.4

OpieHTariss crpaiita TnepcoHaka (JMCTUHT 2.5) BHU3HAYAETHCS IUIIXOM
MOPIBHSHHS TO3UIII Kypcopa MHUIII 3 MO3UIE T'paBlsg Ha ekpani. Lle 3a0e3neuye
IHTYiTUBHE YIPaBJIiHHS — TepOM 3aBXKIW MOBEPHYTHM y OIK Mii I'paBIif, 10 TaKOX

BaYKJIMBO JJI1 KOPEKTHOTO B1IOOpaKEHHS aTak.

Jlictunr 2.5 — BuzHaueHHs HANPSMKY MOTJISY TPaBIs




16

private void AdjustPlayerFacingDirection() {
Vector3 mousePos = GameInput.Instance.GetMousePosition();
Vector3 playerPos =
Player.Instance.GetPlayerScreenPosition();
spriteRenderer.flipX = mousePos.x < playerPos.Xx;

}

KiHellb JICTUHTY 2.5
ATtaka Bopora (JrictuHr 2.6) modyaoBaHa Ha ocHOBI cuctemu nofin C#. Ilicns
3aBepIICHHs TaiiMepa Mepe3apsaKu BUKIMKaeThes moxiss OnEnemyAttack, Ha sKy
MiAMACaHl BIAMOBIAHI OOpOOHMKM B IHIIMX KOMIIOHEHTaX, IO YCyBa€ MpIMY

3QJIEKHICTh MK CUCTEMAMMU.

Jlictunr 2.6 — ATtaka Bopora

private void AttackingTarget() {
if (Time.time > _nextAttackTime) {
OnEnemyAttack?.Invoke(this, EventArgs.Empty);
_nextAttackTime = Time.time + attackRate;

KiHEIlb JICTUHTY 2.6

3MiHa BI3yasibHOI oOpieHTaIli Bopora (JicTHHT 2.7) 3IHCHIOETHCA 4Yepe3
oOepranHsa transform.rotation. IlopiBHIOIOTBCS KOOpAMHATH JDKEpena Ta LIl
MEepPEMIILICHHS, TICJS YOro CIPAWT PO3ropTaeThbesl y BiAmoBigHui Oik. Lledt merton

3aCTOCOBYETHCS SIK ITiJT 9ac pyXy, Tak 1 mijg 9ac (pa3u aTaku.

Jlictunr 2.7 — Bi3zyanbpHa aHiMallis cMepTi

private void ChangeFacingDirection(Vector3 sourcePosition,
Vector3 targetPosition) {
transform.rotation = sourcePosition.x > targetPosition.x
? Quaternion.Euler(0, -1890, 0)
: Quaternion.Euler(@, 0, 0);

KiHEIlb JICTUHTY 2.7
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Takum umHOM, TpoekTyBaHHs Tpu «Adventurous World» rpyHTyBasmocs: Ha
YITKOMY BHU3HAYECHHI BUMOT Ta MOOYIOBI MOJYJIBHOI apXiTEKTypH, IO 3abe3nedye
HE3aJIeKHICTh KOMIIOHEHTIB, 3p03yMIITy CTPYKTYPY KOAY Ta MOXKIIMBICTb MTOIAJIBIIIOTO

PO3LINPEHHS IPOEKTY.

2.2 Bu06ip 3ac00iB, MeTOAIB i AJITOPUTMIB BUPILLICHHSI IOCTABJIEHOI0 3aB/IaHHS

VY mporeci peanizaiii MpoeKTy OyJI0 BU3HAYEHO 1HCTPYMEHTapid, MEeTOau Ta
QITOPUTMIYHI MIAXOIU, MO 3a0e3NeuyloTh €PEKTUBHY PO3pPOOKY 3 ypaxyBaHHSIM
BUMOT 70 IPOAYKTHBHOCTI, MOYJILHOCTI Ta PO3IIUPIOBAHOCTI.

OCHOBHHMM cepeloBHUIIEM PO3pOOKH oOpaHo irpoBuit pymrii Unity 3aBAsku
PO3BHUHEHOMY Ha0Opy BOY/IOBaHUX TifacucTeM: (piznuHOMY pyIrio Ha ocHOBI Box2D,
cucteMi aHiMmalii Animator, iHCTpyMeHTaM MmoOyaoBu piBHIB Tilemap, miaTpumiii
Hapiramiifanx citok NavMesh ta 3acobam moOymoBu iHTepdeiicy uepes Canvas.
Mogoto porpamyBanHs € C# — cydacHa 00'€KTHO-OpiI€HTOBaHA MOBA 3 MiATPUMKOIO
JiesieraTiB, MOAIN, KOPYTHH Ta y3arajibHeHb. PenakTopoMm Koy ciyrye Visual Studio 3
noBHOLIHHOIO miaTpuMKoio IntelliSense, BOymoBaHuM BimjarojxyBaueMm Ta
iHTerpariero 3 Unity Editor.

VY NpoeKTi 3aCTOCOBAHO TaKi METOAM Ta IMIAXOIH:

KoMnoHeHTHO-0pieHTOBaHa apXITEKTypa — KOXKEH IrpoBHil 00'€KT € HAOOpOM
HE3JIC)KHUX KOMIIOHEHTIB 13 YITKO BH3HAYEHOIO BIJNOBiAabHICTIO. Hanmpukian,
Jorika mepecyBaHHs, OOpoOKa MOIIKOKEHb 1 Bi3yajbHI €(pEeKTH peai3oBaHI B
okpemux kinacax (Player, KnockBack, FlashBlink), mo cnopomrye TectyBaHHS Ta
MOBTOPHE BUKOPUCTAHHSI.

[Matepn «Omunak» (Singleton) — nans r1006aTBPHOTO JOCTYIY 0 KIIOYOBHX
cUCTeM 0e3 JKOPCTKHX 3aJIe)KHOCTEH MK KiIacaMHd BUKOPHCTOBYETHCS CTAaTHUYHUN
exzemmuisp (Player.Instance, Gamelnput.Instance, ActiveWeapon.Instance).

[TomieBo-OpieHTOBaHA B3a€EMO/IisSI — 3B'I30K MK KOMIIOHEHTAMH OpPTraHi30BaHO

yepes crangaptHi  noaii  C#  (EventHandler). 3okxpema, OnPlayerDeath,



18

OnEnemyAttack Ta OnFlashBlink no3BosstoTh mianucyBaTu 0OpoOHUKH O€3 TPSMOTO
3B's13yBaHHS KJIaciB MixK c000I0.

Ckinuennuii aBromar ctaHiB (FSM) — moBesiHka Bopora-ckesjaeTa OIMcaHa
yepe3 mepeniueHHs State 3 yoTupma akTUBHUMHU cTaHamu: Roaming, Chasing,
Attacking Ta Death. [lepexoan Mi>k cTaHaMi BU3HA4YalOTHCS BIJCTAHHIO JO I'PaBLs Ta
roro crarycom. Takuii migxing 3a0e3medye rmnependadyyBaHy Ta pPO3IIMPIOBAHY
MOBE/IIHKY BOPOTIB.

Anroputwm Hagirarlii Ha ocHoBl NavMesh — 111 mepeMiliieHHs: Bopora o piBHIO
BUKOpUCTOBY€eThCs NavMeshAgent 3 migkimtouenum nmakeroM NavMeshComponents
IUIs TBOBUMIPHOTO MPOCTOPY. ATEHT aBTOMATUYHO MPOKJIANA€e LUIIX 3 00X0A0M
NEPEIKO/l, a MBUAKICTh JUHAMIYHO 3MIHIOETHCS 3aJIEKHO Bl MOTOYHOTO CTaHy: y
peXUMI TATpPYyJIOBAaHHS BUKOPHCTOBYETbCA 0a30Ba IIBUAKICTb, Y PEXKUMI
nepeciiayBaHHs BOHA MHOXUThCS Ha koediuieHT chasingSpeedMultiplier.

Cuctema BUSBICHHS 3ITKHEHb — OOMOBa B3aeMOJisl peajli3oBaHa uepes
PolygonCollider2D na 006'exti Mmeua ta OnTriggerEnter2D na xommnonenti Sword.
Konalizep araku BMHUKaeThCA JIMIIE HA MOMEHT yJapy Ta OJpa3y BUMHKAETHCS, IO
YHEMOXJIMBIIIOE TIOBTOPHE HAHECEHHS TOILIKOJKEHHS OJHMM 3aMaxoM. Bopor
HAHOCUTH TOMIKOJDKEHHS TpaBueBl uepe3 OnTriggerStay2D y KOMIOHEHTI
EnemyEntity, 1110 MoJie110€ KOHTAKTHY IIKOAY 32 MepeOyBaHHS B 30H1 ypayKEHHS.

Cucrema aHIMaI — MEPEX0IU MiXK aHIMAI[IHHUMHU CTaHAMHU KEPYIOTHCS 4epe3
Animator ta O0yneBi nmapameTtpu (isRunning, isDie). [lns rpaBus Ta Bopora-ckeiera
peamnizoBaHi okpeMi Animator Controller 3 BiamoBigHUMHU KiinmamMu. AHIMarli meya
(SwordSlashDown, SwordSlashUp, SwordSwingDown, SwordSwingUp) Bumainexi B
OKpeM1 KOHTPOJIEPH JJIsl 3pYUYHOCTI1 KEpyBaHHSI.

BizyanbHuii 3B0pOTHHII 3B'130K — MPHU OTPUMaHH1 MOIIKOIKEHHS aKTUBY€EThCS
marepian FlashBlink, mo kopoTkouacHo 3miHIO€ Komip cmpaiita. lle peamizoBaHo
yepe3 kopyTuHy B komroHeHTi FlashBlink 1 mignucky na momiro OnFlashBlink Bia
knacy Player.

CykynHicTh oOpaHux 3aco0iB 1 MiAXOMIB 3abe3leunsia  peasizalliio

MOBHOLIIHHOTO ITPOBOTO 3aCTOCYHKY 3 UITKOIO apXITEKTypolo, CTablIbHOIO
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MOBE/IIHKOI0 O0'€KTIB Ta JOCTaTHIM PIBHEM THYYKOCTI IS MOJAJIBIIOTO PO3BUTKY

IIPOEKTY.

PO3/ILI 3

PO3POBKA JIBOBUMIPHOI I'PU 3 BUKOPUCTAHHSM UNITY
3.1 IlpakTn4yHa peaJisauisi irpoBUX MexaHik Ta inTepdeiicy

Y xomi po3poOku 3actocyHKy «Adventurous World» Oyno mnoOynoBano
MOBHOLIIHHY CTPYKTYPY JIBOBUMIPHOI POJIbOBOI I'PH, 1110 OXOILTIOE CUCTEMY KE€PYyBaHHS
nepcoHa)keM, 00MoB1 B3a€MO/11, TOBEIHKY BOPOTiB Ha OCHOBI IITYYHOTO 1HTEJEKTY
Ta eJeMEHTH KOpHCTyBalbkoro iHTepdeiicy. KitouoBoro Meroro peamiszaiii crajio
CTBOPEHHS CEPEJIOBHUIIA, Y IKOMY I'paBellb MOXKe BUILHO JOCIIIKYBAaTH ITPOBHIA CBIT,
BCTynartu B Oiif 13 BOpOraMu Ta OTPUMYBATH YITKUN Bi3yalbHUI 3BOPOTHUH 3B'SI30K Ha

KOXHY CBOIO JiIO.

aAro

dale

& Environment
N7
b
N7
bl

Pucynok 3.1 — KinneBuii Burinsig iepapxii rpu

[lepemimieHHs mepcoHa)xka peaizoBaHO Yepe3 HOBY cucTemy BBeAeHHs Unity
Input System y moeananui 3 ¢izuunum xkomroneHToM Rigidbody2D. I'paBens mae
3MOTY pyXaTHCh Y BOCbMH HampsMKax, a CUCTeMa aHIMalllil JUHaMIYHO pearye Ha
3MiHYy BEKTOpa BBEJICHHS: MPHU PyCl aKTUBYETHCSA aHIMAIllsl XOJbOU, NMPU 3yMUHIN —
MOBEPHEHHSI J0 CTaHy CHokoro. biiokyBaHHS mepeMillleHHS Mmiag dYac e(exTy
BIIKUJIAaHHS peaizoBaHo depe3 nepeBipky npamopa IsGettingKnockedBack y kmaci
KnockBack, 1m0 yHeMOXJIUBIIOE HEKOPEKTHE MO€IHAHHS (PIZUYHOTO IMITYJIBCY 3
PYYHUM KEPYBaHHSIM.

Cucrema OTpUMaHHS TONMIKO)KEHb MOOyJOBaHA HAa B3aEMOIl KiJIBKOX

KOMIOHEHTIB. [Ipu KOHTaKTi Bopora 3 rpaBlieM BUKIUKaeThcsi MeTon TakeDamage,
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SAKU 3MEHIIye TIOTOYHE 370pOB's, 3amyckae e(QeKT BiOKUIaHHS depes
KnockBack.GetKnockedBack, akTuBye KOpOTKOWAacHHUU IMYHITET 4epe3 KOPYTHHY
DamageRecoveryRoutine Ta iHimiroe BizyanbHu# crianax yepe3 noairo OnFlashBlink

Takwuii TaHITFOKOK TOIH 3a0e3medye MPUPOIHY PEaAKIlito TIEpCoHaXa Ha yaap i
Jla€ TPaBIIEB1 IOCTATHHO Yacy sl BIAMOBIII.

CucteMi aHiMaIlii IpUALIEHO 0COOJMBY yBary, OCKUIBKY BOHA BIJIITPae pojib HE
JMIIE TEKOPATUBHOTO €JIEMEHTY, a i BaXKJIMBOTO 1HCTPYMEHTY 3BOPOTHOTO 3B'A3KY.
Jlns mepcoHaka TpaBId peali30BaHO TPH aHIMaIliiHI CTaHW dYepe3 Animator
Controller: cniokiii (Idle), 6ir (Running) Ta 3aru6ens (Death). [lepeMukanHs Mi>k HUMA
BiI0YBa€ThCS aBTOMAaTUYHO Ha OCHOBI OyJeBux mapamerpiB isRunning ta isDie, 1m0

3MiHIOI0ThCS B Kiaci PlayerVisual 3ae:xHo Bijl MOTOYHOTO CTaHy TPaBIIA.

Any State

Idle isRunning=true Running
Playeridie (loop) PlayerRun (loop)

/ isRunning=false
isDie=true

IsDie=true

Mapamerpu

Death isRunning (bool)
PlayerDeath (once) isDie (bool)

Bcranosmototecs
Craum NiCNA 3aBEpLIeHHS & PlayerVisval.cs
Idle — cnokin v
Running — diik Death Exit

Pucynox 3.2 — Bursin animaropa PlayerVisual

CuHXpOHI3aIlII0 aHIMaIlii 13 00HOBOO JIOTIKOI 3a0€3MeYeHO Yepe3 CHUCTEMY
noxaiit C#. 3okpema, momist OnPlayerDeath crosimae mianucaHi KOMIIOHEHTH IIPO
3arubens nepconaxa: PlayerVisual akTuBye aHimariiro cMepTi, a CUCTEMa KepyBaHHs
0JI0Ky€e Tofanblie BBeAeHHs. L{e BiamoBigae NpuHIMIY c1a0KO1 3B'13aHOCTI — YKOJICH
KJIaCc HE 3BEPTAETHCS JIO 1HIIIOTO HAMPIMY, a JIMILE pearye Ha myOiuH1 Mo/ii.

OpieHTanisi MmepcoHa)ka peaizoBaHa dYepe3 MOPIBHAHHSA EKPAaHHOI MO3MUIT
Kypcopa 3 mnosuiiero rpaBus y wmeroai AdjustPlayerFacingDirection knacy
PlayerVisual. [Ipu 3mimensi Kypcopa BiIiBO BiJ IEPCOHAXka CIIPalT BIA3EPKATIOETHCS

yepe3 BrnactuBicTh SpriteRenderer.flipll. Ile 3abe3neuye iHTYiTUBHE Bi0Opa)KeHHS
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HaIpsSMKy aTakKd Ta JIOTIYHO TOB'A3ye OOMOBY MEXaHIKY 3 OpIEHTAIlIEI0 Teposi B
POCTOPI.

Jlns  Bopora-ckenera peaiizoBaHo okpemuii  Animator Controller 3
animaniitnumu ctanamu: Idle, Roaming, Attacking, TakeHit Ta Death. [lepemuxanus
MIDX CTaHaMU BiJJOyBaeThCsl aBTOMaTU4HO B Kiaci SkeletonVisual Ha OCHOBI miAnUCKH
Ha noxii Bix EnemyAl ta EnemyEntity. Takuii miaxia 103BoJISIE YITKO pO3MEXYBaTU

JIOTIKY TIOBEJIIHKH Ta Bi3yasJbHE MPEACTAaBICHHS BOPOra.

Any State
isMoving=true -
| Idle I Roaming
Skeletonidie (loop) SkeletonWalk (loop)

* isMoving=false ~_¢7
OnTakeHit /

OnDeath inAttackRange
nicas yaapy

TakeHit T Attacking
SkeletonHit (once) SkeletonAttack (once)

noaii ayaapy
OnTakeHit CTaHm
OnDeath idie / Roaming

s EnemyEntity
uepes Ci#

Attacking
Death TakeHit

EventHandler SkeletonDeath (once) Death

Pucynok 3.3 — Burnsa animaropa SkeletonVisual

[loBeninka Bopora-ckejeTa moOyJoBaHa HAa CKIHYUEHHOMY aBTOMATi CTaHIB y
kiaci EnemyAl. Tlepeniuenns State mictuth 3HadueHHs Idle, Roaming, Chasing,
Attacking ta Death. ¥ crani Roaming Bopor obupae BHUIIagKoOBYy TOYKY B Mexkax
3a/IaHOTO Pajiilycy Ta pyxaerbes A0 Hel uepe3 NavMeshAgent. [Ipu BUsiBIeHHI rpaBIis
B 30H1 chaseRadius BigOyBaeThcs nepexin y ctan Chasing 13 301IbIIIEHHSIM MIBUIKOCTI
areara depe3 MHOXHHK chasingSpeedMultiplier. [Ipu nabmmkeHHI 70 AWCTAHIIIT
attackRadius Bopor 3ymnuHsSE€TbCS Ta MEPEXOAUTh 10 (pa3u aTaku, sika 1HIIIIOETHCSA
yepes noairo OnEnemyAttack.

Hagiramito BoporiB mo irpoBidi KapTi 3a0e3neyeHo 3acob0amMu  MakeTy
NavMeshComponents i1 aBOBHUMIpHOro TipocTopy. Ha migroropdomy etami
NMOBEpXxHI cleHu Oyno po3MideHO: MpoXigHi 30HM mo3HaueHo sk Walkable, a
MEepEeNnIKou — CTIHHU, BOJIHI 00'€KTH Ta JiekopaThBHI enemMeHTu — sik Not Walkable.
Koxen Bopor mae kommoneHT NavMeshAgent, skuii aBTOMaTUYHO NPOKIIAAAE
MapupyT A0 LUIbOBOI MO3MUIlli Ta OHOBIIOE HOrO MpHU 3MiHI TMOJIO)KEHHS TpaBLIS.
3aBIASKH LIOMY BOPOTM KOPEKTHO OOXOMSITh MEPEUIKOAM Ta HE MPOXOASTh Kpi3b

HEMPOXi/IHI 00'€KTH.
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Jns moOy10oBU IrpOBUX JIOKAIIA 3aCTOCOBAHO cucteMy Tilemap 13 Kuibkoma
TEeMaTUYHUMHU Tamitpamu TainiB. KokHa mnamitpa BIANOBIJA€E OKPEMOMY THILY
MOBEPXHI: TPaB'SHUI ITOKPUB, 36MJIsI, BOJIHI 00'€KTH Ta IEKOpaTUBHI efeMeHTu. Komizii
HenpoxinHux 00'ektiB  00poOieno uepe3 TilemapCollider2D y mnoeananni 3
CompositeCollider2D st ontumizamii iznuaux oduncnens. lle qo3Bossie TpaBmeBi

IHTYITUBHO PO3YMITH MEXI1 IMPOX1THUX 30H 0€3 JOAaTKOBUX IT1JIKA30K

Pucynok 3.4 — Tile Palette

Cuctema aHiMallii Me4ya BUJlJIeHa B oKpeMi koHTpojepu: SwordSlashDown,
SwordSlashUp, SwordSwingDown ta SwordSwingUp. AxtuBHa 30post 00poOsieThes
yepes kiac ActiveWeapon (Singleton), sikuii 30epirae mocuJiaHHs Ha MOTOYHUHN 00'€KT
30poi Ta Hazxae JOCTYI A0 HBOTO 3 IHIIUX CHUCTEM. ATaka pEECTPYETbCS B METO/I
OnTriggerEnter2D xmacy Sword: npu Bxosi Bopora B 30Hy PolygonCollider2D meua
BUKJIMKaeThbcs MeTon TakeDamage kommonenta EnemyEntity. Komaiinep ataku
BMUKA€ETHCA JIMILE HA MOMEHT yJapy Ta OApa3y JE€aKTUBYETHCS, IO YHEMOMKIHUBIIIOE
MOBTOPHE MOIIKOXKEHHS OJHUM 3aMaXOM.

Jlnst cTexeHHsT KaMepu 3a TMepcoHaxkeM BUKopucTaHo naketr Cinemachine.
BipryanpHa kamepa HajamtoBaHa Ha aBTOMAaTHYHE BIJICTEKEHHS 00'€KTa rpaBLs 31
3rJ1a/KEHHSIM MepeMIILieHHs, 0 3a0e3nevye IIaBHUM Ta MPUPOIHUNA pyX O0€3 pUBKIB.
[TapameTpu MepTBOI 30HM Ta 3aTPUMKH BIJACTEKEHHS MiAI0paHO TAKUM YHUHOM, 1100
Kamepa He pearyBajia Ha JpiOHI KOJIMBAHHS MO3UIIIT MEPCOHAXKA.

CucteMy mepexoJliB MIX CIEHaMH peali30BaHO 4epe3 TPUIepHI 30HH: MPH

BXOJIKEHHI TPaBIsl B 30HY MEPEX0/Ty 3aIllyCKAEThCs eeKT 3aTeMHEHHs ekpaHa (fade),
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IICJISE YOT0 3aBAaHTAXKYETHCS HOBA CIICHA, a MEPCOHAXK PO3MIIILYETHCS Yy BiAMOBIIHIN

Toulli Bxoay. Lle 3abe3nedye miaBHy 3MiHy JoKaliii 0e3 Bi3yallbHUX CTPHOKIB.

3.2 CtpykTypa irpoBHXx acceTiB Ta IPOrPaMHOI0 KOIY

['padgiuny 0CHOBY 3aCTOCYHKY CKJIaJIal0Th IBOBUMIpHI cripaiitu y opmati PNG
13 TATPUMKOIO MPO30pocTi. Yci rpadiuni pecypcd IMIOOPTOBAaHI Ta HAJAIITOBaHI
BpPYUHY: JI1 KOXKHOTO CIipaiiTa BU3HAUEHO THMN (UIBTpalii, pexuM KOMIIpecii Ta
rapaMeTpy Hapi3Ku JJI CIIPAWTOBUX apKyIliB. BUKOpUCTaHHS MIKCEIbHOI Tpadiku 3
€IMHOIO0 KOJIIPHOIO MaNiTpOI0 3abe3mneuye CTHIICTUYHY LUTICHICTh YCIX ITPOBHX
€JIEMEHTIB.

AHIMOBaH1 00'€KTH — MEPCOHAXK TPABIIT Ta BOPOT-CKEJIET — KEPYIOThCS Yepes
Animator Ta Animation Clip. KoxeHn aniMamiifHuii KJil € OKpeMOIO MOCIII0BHICTIO
CIIpaMTIB, IO BIITBOPIOETHCS ITUKIIIYHO a00 OJTHOPA30BO 3aJICKHO BiJl HAJAIITYBaHb.
Hns edexTy Bi3yaabHOro crajgaxy HOpd OTPUMaHHI MOIIKO)KEHHS 3aCTOCOBAHO
OKpeMHuil MaTepiaj Imieiepa, IO KOPOTKOYACHO 3MIHIOE KOJip crmpaiita 0e3
BUKOPHUCTAHHS JOAATKOBUX aHIMAIlIMHUX KITIIIB.

B Console I Project © Animation

A

Idle v > @,

Add Property

Pucynok 3.5 — HanamryBanus animarii s PlayerVisual
Pecypcu npoekty opraHi3oBaHO B TeMaTHYHI JUPEKTOPIl 3 YITKUMHU IMEHAMH,
10 BiAMOBIAAIOTH iIXHHOMY BMICTy. [lanka Animations MICTUTb yCl aHIMallIiH1 KN
Ta KOHTpoJsiepu. Y aupekrtopii Prefabs 30epiraroThes 3a3panieriiip MiArOTOBJICHI
m1abJ0HN 00'€KTIB: MEPCOHAX TPaBILIs, BOPOT-CKEJIET, 30p0si Ta TOUKH MEPEXOTy MIXK
cueHamu. [lanmka Scripts po3buta Ha TigKaTaJIOrd BIAMOBIAHO 10 (DYHKIIOHAJIBHOI
HanexxHocti: Player, Skeleton, Weapon, Other. I'padiuni pecypcu po3Milll€HO Y

Sprites, Taitnu Ta manitpu — y Tilemap, maTepianu meiaepiB — y Materials.
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(@@ Assets
(@@ Anim

e Packages

Pucynok 3.6 — IloBHa cTpykTypa namnok Assets

KonoBa 0a3a moOyioBaHa BIJTIOBIIHO JI0 MPHUHIUIIB 00'€KTHO-OPIEHTOBAHOTO
MporpaMyBaHHs 13 YITKUM PO3MEXKYBaHHSIM BIJMOBIAAIBHOCTI MIXK KJIacamH.
I'mobanbHi cucremu (Player, Gamelnput, ActiveWeapon) peanizoBaHo 3a MaTepHOM
Singleton, 1o 3abe3neuye yHiIKOBaHUM TOCTYI A0 HUX 3 OYJb-IKOTO KOMIIOHEHTA
0e3 HeoOX1THOCTI MepeaaBaTH MOCUIAHHA Bpy4yHY. B3aemomiss Mik HEMOB'SI3aHUMU
CHUCTeMaMHM OpraHizoBaHa BUKIOYHO uepe3 nmoaii C# (EventHandler), mio Biamosinae
MPHUHIIAITY CJIA0KO1 3B'SI3aHOCTI Ta CIIPOILY€ TOabIlle MacIITa0yBaHHS.

Kommnonent KnockBack € npukinagomM noBTopHO BUKOPHCTOBYBAHOT JIOTIKH: BiH
peati3oBaHUM SIK OKPEMHI CKPHUIT, IO MiAKIIOYAETHCSA 10 OYAb-IKOTO 00'€KTa, KU
Mae oTpuMyBaTH (I3UYHHKA IMITysIbC. lle yHEeMOXIUBIIOE MyOJIFOBaHHS OTHAKOBOI
JIOTIKU B P13HUX KJIacax 1 J03BOJISIE JIETKO 3aCTOCYBATH MEXaHIKY BIAKUIAHHS 10 HOBUX
THUITIB BOPOTiB 0€3 3MiH y 6a30BOMY KO/II.

Beco mporpamuuii koa HamucaHo MoBoro C# y cepemosumi Visual Studio 3
miarpuMkoro IntelliSense, 10 NMpUCKOpPrOE HABITAIll0 MK KJacaMd Ta 3MEHIIYE
KUTBKICTh CHHTAaKCHYHUX noMmiok. [Hrerpartist Visual Studio 3 Unity Editor no3Bostsie
BCTAHOBJIIOBATH TOYKHU 3yMHUHKW Ta BIJICTEKYBAaTH 3HAYCHHS 3MIHHUX y pPEaTbHOMY

qaci 111 Yac BIATBOPEHHS TPHU.
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3.3 TecTtyBaHHSI TA BUIIPABJICHHSI IOMUJIOK

3aBepmaibHUM eTanoM po3pobku «Adventurous World» crtano xomriekcHe
TECTYBaHHsI YCIX peali3oBaHUX MexaHik. [lepeBipka mpoBoauiach sik 0e3rnocepeHbo
B Unity Editor y pexumi BIATBOpEHHS, Tak 1 y 310paHiii Bepcii 3aCTOCYHKY IiJ
matdhopmy Windows. 1le 103BoMMIIO BUSIBUTH TOMUJIIKA 000X THIIIB — JIOT14HI, IO
MPOSBISIIOTECS B PEJAKTOPI, Ta TEXHIYHI, 1[0 BUHUKAIOTH JHUIIE Yy CKOMIIbOBaHIN
30ipii. OCKUIBKH TPOEKT PO3pOOJISIBCS OHOOCIOHO, OCHOBHUM METOJIOM MEPEBIPKU
OyJi0 py4HE TeCTyBaHHS KOXKHOTO MOIYJISl TPH B ii.

[epunm KpokoM mepeBipsIach cUCTEMa KepyBaHHs MepcoHaxeM. TecTyBanuch
MEepPEMIIIEHHS] ¥ BCiX BOCBMH HaIlpsSMKax, KOPEKTHICTh OJIOKYBaHHS PyXy IIiJI 4ac
BIIKMIaHHS Ta TPABWIBHICTh MEpEeMUKaHHS aHiMmaIii. bymo BusiBiaeHO, 1m0 mpu
aKTUBHOMY e(EKTI BIAKHUJAHHS TpaBellb MII YaCTKOBO 30epiraTd KepyBaHHS, IO
nopyuryBaio ¢izuuHuil immyssc. [IoMHIIKy yCyHEHO HUISXOM J0JaBaHHS MEepPEBIPKU
IsGettingKnockedBack na mouatky FixedUpdate — mnpu akTUBHOMY BiJIKHIaHHI
METO/ IEPEMIIIEHHS HE BUKJIMKAETHCS (JIICTUHT 3.1).

Jlictunr 3.1 — baokyBaHHA pyXy MiJ Yac BIAKUIAHHS

private void FixedUpdate() {
if (_knockBack.IsGettingKnockedBack)
return;
HandleMovement();

KiHeI[b JiCTUHTY 3.1

TecTyBaHHS MEXaHIKM PUBKA BHUSBWIO, IO TPHU IIBUIAKOMY IOBTOPHOMY
HATHUCKaHHI KJIaBiIIi pUBKa €()EKT MII aKTUBYBATHUCH JI0 3aBEpIICHHS KysaayHy. Js
yCyHeHHs 1boro B meroai Dash monmano mepeBipky mpamopa _isDashing — HoBuit
PHUBOK 3aITyCKA€EThCS JIUIIIE SKIIO MOTIEPETHINA 3aBEPIIUBCS (JIICTUHT 3.2).

Jlictunr 3.2 — 3axuCT BiJl MOBTOPHOI aKTUBAIIll pUBKa

private void Dash() {
if (!_isDashing)
StartCoroutine(DashRoutine());
}

private IEnumerator DashRoutine() {
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_isDashing = true;

movingSpeed *= dashSpeed;
trailRenderer.emitting = true;

yield return new WaitForSeconds(dashTime);

trailRenderer.emitting = false;
movingSpeed = _initialMovingSpeed;

yield return new WaitForSeconds(dashCoolDownTime);
_isDashing = false;

KIHEI[b JIICTHHTY 3.2

BboiioBa cucrema moTrpeOyBajia OKpeMOi NEPEBIPKH KOPEKTHOCTI BHSIBICHHS
3iTkHeHb. [Ipy meBHOMY po3TallyBaHHI BOpOra BiITHOCHO NEPCOHAXXa aTaka MedyeM
MorJia He peecTpyBaTHCh. [IpobiemMy BupilieHO yepe3 KOpEeKTHE KepyBaHHS CTaHOM
PolygonCollider2D — komnaiinep BUMUKA€ETbCA Ta OJpa3y BMHUKAETbCA MPU KOXKHIN

aTalll, 1[0 TApaHTY€ PEECTPAI[iF0 HOBOTO 31ITKHEHHS (JIICTHHT 3.3).

Jlictunr 3.3 — AKTHBaIs Kojaiiepa aTaku Meda

private void Dash() {

if (! _isDashing)
StartCoroutine(DashRoutine());

}

private IEnumerator DashRoutine() {
_isDashing = true;
movingSpeed *= dashSpeed;
trailRenderer.emitting = true;
yield return new WaitForSeconds(dashTime);
trailRenderer.emitting = false;
movingSpeed = _initialMovingSpeed;
yield return new WaitForSeconds(dashCoolDownTime);
_isDashing = false;

KiHEIlb JICTUHTY 3.3
[1ix gac TecTyBaHHS CHCTEMH TOIITKOIKECHD IMEPEBIPSBCS BECh JAHITIOKOK:

OTPUMAHHS yJapy — 3MEHIIECHHS 3JJ0pOB's — BIAKUAAHHS — TUMYACOBHUH IMYHITET
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— BHSBIICHHS 3aru6erni. byso BusiBiieHo, 1110 06€3 epeBipKu mpamnopa
_canTakeDamage Bopor Mir 3aBaTi KiJIbKOX MOIIKOHKEHb MaiKe OJJHOYACHO Yepes
OnTriggerStay2D. 3axuct peanizoBaHo uepe3 BcTaHoBlIeHHs _canTakeDamage
=false onpa3zy npu Bxozi B TakeDamage Ta BiTHOBJIEHHS Yepe3 KOPYTUHY (JICTHHT
3.4).

Jlictunr 3.4 — AKTuBaIlis KoJjlaliiepa aTaku Meva

private void Dash() {

if (!_isDashing)
StartCoroutine(DashRoutine());

}

private IEnumerator DashRoutine() {
_isDashing = true;
movingSpeed *= dashSpeed;
trailRenderer.emitting = true;
yield return new WaitForSeconds(dashTime);
trailRenderer.emitting = false;
movingSpeed = _initialMovingSpeed;
yield return new WaitForSeconds(dashCoolDownTime);
_isbDashing = false;

KiHeIb JIiCTUHTY 3.4

VY mpolieci HanaroHKEHHs 3aCTOCOBYBAIMCH TaKi METOU: BUBECHHS J1arHOCTHYHUX
noBiomieHb yepe3 Debug.lLog mist BiacTekeHHs 3HaU€Hb 3[0pPOB'S Ta MOTOYHOTO
CTaHy y peaJIbHOMY 4aci; Bizyaui3allis 30H BUsiBJIeHHs yepe3 OnDrawGizmosSelected
TS IepeBipKH paziyciB chasingDistance Ta attackingDistance; mokpokoBe BUKOHaHHS
KOy uepe3 Touku 3ynuny y Visual Studio nist anami3y nmepexo/iiB Mixk cranamu FSM;
BUBEJICHHS TIOTOYHOTO CTaHy BOPOTa Ha €KpaH y TEKCTOBOMY BUTJISA JJIsl IEPEBipKU
KopekTHOcTI nanoxkka ldle — Roaming — Chasing — Attacking — Death.

3a pe3ynapTaTaMH TECTYBaHHS BCi BHSBJICHI MOMHIJIKH OyJO YCYHEHO. 3aCTOCYHOK
JIEMOHCTPY€E CTaOLIbHY YacTOTy KaJApiB, KOPEKTHY OOHOBY JIOTIKY, MependadyBaHy
MOBE/IIHKY BOPOTiB Ta MpaBUJIbHE BiIOOpaXkeHHs iHTEepdeiicy. MoayabHa apXiTeKTypa
Ha ocHoBl moxaiii C# Ta marepHy Singleton 3abe3nedye MOXKIHUBICTH TMOAAIBIIOTO

PO3IIMPEHHS MPOEKTY 0€3 CYTTEBUX 3MIH Y HASIBHOMY KO/II.
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BUCHOBKMH

Y wMexax BHUKOHaHHs KBajiikaiiiiHoi poboTu OakanaBpa OyJIO YCIIIIHO
CIIPOEKTOBAHO Ta pPEaTi30BaHO MOBHOI[IHHUN JBOBUMIPDHUH ITPOBUN 3aCTOCYHOK
«Adventurous World» y xanpi Adventure-RPG. Po3pobka 3nificHioBanach 13
3actocyBaHHsM pymriss Unity Ta 00'€eKTHO-OpieHTOBaHOI MOBH mporpamyBanHs CH.
CtBOpeHHII TPOIYKT TMOEIHYE MEXaHIKM O0i0BOT B3aeMofii OJMXKHBOTO 0010,
NepeMIIICeHHsT 3 MIATPUMKOK PHUBKA, IMOBEIIHKY BOPOTIB Ha OCHOBI IITYYHOI'O
IHTEJIEKTy, CHCTEMY IEepPEXOJliB MiX CI€HaMHd Ta MOJIYJbHY apXiTeKTypy, IO
3a0e3rneuye 3pyyHe MaclITaOyBaHHS MTPOEKTY.

[lin gac awHamizy mpeaMeTHOi 00JIacTi OOIPYHTOBAHO AaKTyaJdbHICTh OOpaHOl
TEMaTUKU: He3alexkHa po3pooka 2D-irop 3anuiiaerscs 3aTpe0yBaHUM HAIIPSIMOM SIK Y
KOMEpIIIMTHOMY, TaK 1 B OCBITHBOMY cepefoBuIll. [IpoBeaeHO OIJIsii aHaJOTTYHHUX
npoekTiB — «Hollow Knight», «Celeste», «Dead Cells» — Ta BHOKpeMIIEHO KIHOUOBI
apXITeKTypHI ¥ TeHMIu3alHepChKl MIAXOAW, M0 3HAWNUIM BiTOOpaXeHHS B
pPO3pO0OIIEHOMY 3aCTOCYHKY. 3a3HA4YCHO, IO MPOEKT MOXKE CIYTYBaTH IHCTPYMEHTOM
NICUXOJIOTIYHOTO  PO3BAHTAXEHHS, 30KpeMa s  JITeH-TIepeceNeHIlB, SIKUM
IHTEpaKTUBHE CEPEIOBUIIIE JOTIOMArae aanTyBaTUCS 10 HOBUX YMOB.

[IpoBeneHHsT TEXHIYHOTO aHaJi3y J1ajo 3Mory chopMyIroBaTH (PyHKIIIOHAIbHI
Ta He(PYHKI1OHATbHI BUMOTH J0 3aCTOCYHKY, TOOYIyBaTH MOAYJIbHY apXiTEKTypy 13
YITKMM PO3MEKYBaHHSM BIIMOBIATBHOCTI MK KJIacCaMU Ta OTMIMCATH JIOT1KY B3a€MO/Iii
MK KOMIOHEHTaMHu. Po3p0o0sieHO CTpYKTypHY JiarpaMmy OCHOBHHUX KJAaciB IPOEKTY,
110 BigoOpaskae 3B'I3KM MIX CHCTEMaMH T'paBlisi, BOpora Ta 30poi.

OOrpyHTOBaHO BHOIp TEXHOJIOTIYHOTO CTeKy: pymid Unity oOpaHo 3a
HOIATPUMKY JTBOBUMIpPHOI (i3uku Ha ocHOBI Box2D, cuctemu animariii Animator,
taitmoBux kapt Tilemap ta HaBiramiiaux citok NavMeshComponents. MoBa C#
3abes3neunsia cTabUIbHICTh, YMTAOCNBHICT, KOAY Ta 3PY4YHY peajizalliio IMOIi€BO-
opieHToBaHOi B3aemomii yepe3 EventHandler. Po3poOka Benace y cepenopumm Visual

Studio 3 miaTpumkoro IntelliSense Ta BOyg0BaHUM BiiaroKyBadeM.
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PeanizoBaHo BCi OCHOBHI KOMIIOHEHTH 3aCTOCYHKY: CHCTEMY KEpYyBaHHS
NEPCOHAXKEM 13 MIATPUMKOI BOCHBMHHANPSMIICHOTO TEPEMIIICHHS Ta MEXaHIKOIO
puBka dyepe3 TrailRenderer; OGoitoBy cuctemy Ha ocHoBi PolygonCollider2D 3
KOPEKTHUM YBIMKHEHHSIM 30HU YPa)KEHHS MPH KOKHIM aTalll; KOMIOHEHT (Di3UIHOTO
Binkumaanas KnockBack i3 imnynbcHor0 cuioro Rigidbody2D; noriky Bopora-ckenera
31 ckinueHHuM aBTomaToMm crtaHiB (Idle, Roaming, Chasing, Attacking, Death) ta
HaBiramiero udepe3 NavMeshAgent; cucremy aHiMamiii s TpaBmsl Ta Bopora 3
OKpEMUMH KOHTpoJsiepamu; BidyanbHuU edekt crnanaxy FlashBlink uepes matepian
meiaepa; meHTpali3oBany oOpoOKy BBeneHHs uyepe3 Unity Input System y kiaci
Gamelnput.

Jliis 3a6e3nederHs TI00aIbHOTO JOCTYIY J0 KJIFOUOBHUX CHCTEM 3aCTOCOBAHO
natepH «Ommaak» (Singleton) y kmacax Player, Gamelnput ta ActiveWeapon.
B3aemoniro Mi>k HEMOB'SI3aHUMH KOMIIOHEHTaMHU OpraHizoBaHo uepe3 momii C# —
OnPlayerDeath, OnFlashBlink, OnEnemyAttack, OnTakeHit, OnDeath — o
BIJIMOBIAa€ MPUHLHUITY cJIa0KOi 3B'SI3aHOCTI Ta CHPOIIY€E MOJANbIIE PO3MINPEHHS
MPOEKTY.

[Tporec TecTyBaHHSA OXONUB PY4YHY (PYHKIIIOHAJBHY MEPEBIPKY BCIX MEXaHIK,
aHaimi3 mnepexoniB MK cTaHamu FSM, kopekTHicTb OOHOBHX B3aeEMOJIIN Ta
cTtabinpHICTh poOoT  NavMeshAgent. BusiBieHi NOMHJIKH — HEKOPEKTHE
30epeXeHHs KEpyBaHHS IIiJ] 4Yac BIAKWJAHHS, TOBTOPHA AaKTWBAIlisl PUBKAa 0
3aBEpIIECHHS KYyJIayHy, Xa0THYHA 3MIHA OpIE€HTAIlll BOpOTa IpY MIHIMaJIbHIA P13HHUII
KOOPAWHAT, MPOJOBXKEHHS MMEePECIIilyBaHHs Micis 3arudeni TrpaBid — OyJIM yCyHEeH1
[IUISIXOM BHECEHHSI IUJTbOBUX 3MiH JI0 BIMOBITHUX METO/IIB.

BizyanbHy CK1a70BY 3aCTOCYHKY MOOY/I0BaHO Ha OCHOBI MIKCEIBHUX CIPANUTIB
y ¢opmari PNG, opranizoBaHux B aHIMaIliiiHi ocIigoBHOCTI yepe3 Animation Clip
ta Animator Controller. Irposi nokariii copmoBano 3acobamu Tilemap i3 kinbkoma
TEMaTUYHUMHU TIamiTpaMu. [HTepdeiic amanToBaHo 10 Pi3HUX PO3MITBHOCTEH eKpaHa
gyepe3 Canvas Scaler i3 pexxumom Scale With Screen Size.

PesynbpTaTi pob60OTH MOBHICTIO BIAMOBIAAIOTH 3aBAaHHAM, CHOPMYJIHOBAHUM Y

nepuoMy po3zaim. Peani3oBaHO CTPYKTypy CLIE€H, JIOTIKY IEpPCOHa)xa, MOBEIIHKY
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BOPOTiB, CUCTEMY 30poi, aHIMallii Ta MepexXoau MIXK JOKaIlisIMU. YBeCh MPOrpaMHUN
KOJI HallUCAaHO CaMOCTIITHO 6€3 BUKOPHUCTAaHHS CTOPOHHIX I1a0JIOHIB.

Po3pobnennii 3aCTOCYHOK Ma€ MOTEHMLiand A NOJAJIBLIOr0 PO3IIUPEHHS:
J0JJaBaHHSI HOBUX THUIIIB BOPOTIB 13 BIJIMIHHOIO MOBEIIHKOIO, CUCTEMHU 1HBEHTaps Ta
IpeIMeTiB, MEXaHIKH MPOKAaYyBaHHS IMEPCOHAXka, a TaKOX MIATPUMKH MOOLIBHOT
wiaThopMH Yepe3 IMepeHeceHHs BBEACHHS Ha CeHCOpHUH ekpaH. I[IpoexT Mmosxe
CIIyT'yBaTH JEMOHCTpAIiiiHUM MaTepiajgoM Ha Kypcax i3 Unity abo mporpamyBaHHs
irop, a Tako>X CTAPTOBOIO OCHOBOIO JJISl MOAAJBIINX CTYIEHTCHKHX PO3POOOK.

TakuMm 4MHOM, yCl1 TIOCTaBJIEH1 3aBAaHHs KBadi(ikaliitHOT poOOTH BUKOHAHO B
noBHOMY 00cs3i. «Adventurous World» € 3aBepiienuM Ta mpaire3gaTHUM ITPOBUM
3aCTOCYHKOM, IO JIEMOHCTPYE NPAaKTUYHE 3aCTOCYBAaHHS CyYaCHHX MiIXOMAIB 0
PO3pOOKHU MPOTrpaMHOro 3a0€3MeueHHs i Ma€ MEePCHEKTUBY MOJANIBIIOTO PO3BUTKY SIK

HaBYAJIBLHOTO Ta PO3BAXKAIBLHOTO MPOIYKTY.
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