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HEPEJIIK CKOPOYEHDb TA TEPMIHIB

OOII — O0’€eKTHO-OPIEHTOBAHE MPOrpamMyBaHHs

Accetu — irpoBuii pecypc, ubpoBHil 00'€KT, KU IEPEBAKHO CKIATAETHCS
3 OJTHOTHUITHHUX JaHUX

Crpaiiti — JBOMIpHE 300pakKeHHS, IO 3aCTOCOBYETHCS B KOMITHOTEPHIM
rpadiri

[Tnardopmepu — xaHp KOMIT'IOTEPHHX Irop, Y SKHX OCHOBY irpOBOTO TIPOIIECY
CTAHOBJIATh CTPUOKHU MO TaTGopmax, JIa3iHHS CXOJaMH, 30MpaHHS MPEIMETIB,

HEOOX1THI IEepEeMOTH Ha/l BOPOTaMH UM 3aBEPIIICHHS PIBHS

Cryengine —moty»xHuii ABMKOK 3D-irop

C# — mMoBa nporpaMyBaHHs

GameMaker Studio 2 — irpoBuii pymriit

Unity — kpoccmiatopMHE cepeIoBHIIE PO3POOKH KOMII'TOTEPHUX 1rop

Unreal Engine — irpoBuii pymii



BCTYII

TH/1i-Tpa — 1ie He KaHp, KJIAC YM HABITh THI I'PU. [i CTBOPIOIOTH HE3AJIEKHOIO
KOMaH/I0I0 a00 HaBiTh OJHUM po3poOHUKOM. lle rpa 6e3 Benmukoi ¢iHaHCOBOT
MIITPUMKH, ajie 31 CB0OO 1010 Ta CMUIMBICTIO TTIOCTABUTH 1710 TPU BUILE MPUOYTKY.
3a3Buyail 1HAI-CTYJIi CKJIQJAOThCS JUINE 3 KUIbKOX Jirofed. Haitwactime ix
KUIbKICTh He nepeBuinye 10 excreptiB. [Ilo6 mocsrTu ycmixy, iHII-CTyAll MarOTh
IIyKaTy 1HHOBAI[IKHI 171€1 Ta HOB1 CIIOCOOM CTBOPEHHS 1r0p.

Jlesiki 3 HAUOUIBIIMX YCIIXIB Ha PUHKY 2D-BiJI€0Irop AOCAIIM HE3aJIEkKHI
po3poOHUKH irop. Yepe3 HMKUKi piBEHb CKIaJHOCTI pO3POOHHUKH IrOp BUTPAYaIOTh
MEHIIIE Yacy Ta Tpomiei Ha cTBOpeHHS 2D-irop. Po3poOHMKM MOXyTh Olnbiie
30CepeANTHCS Ha EKCIEPUMEHTYBAaHHI 3 PI3HUMH CIOKETHUMH JIHISIMH Ta
XYJIO)KHIMU CTUJISIMH, a CTEXHUTH 3a OHOBJICHHsAMU Jjeruie. g epexkTUBHIIIOro
BUPOOHMYOIO MpOLECy He3alIeKHI pPO3poOHUMKHM 3anydaroTh 2D koHuenTt-apt
MIePCOHAXIB Ta 1HIII BUPOOHUYI MPOIIECH.

VY npuxuibHukiB 2D irop € kiibka OOIPYHTOBAaHUX NMPUYUH, YOMY BOHH
JHOOJSATh TPaTH Yy BiJEOIrpU, CTBOpPEHI y NIBOX BUMipax. Hampukinan, BoHM He
MIEPEBAHTAXKYIOTHCSI KOHTPOJIEM TIEPCOHAXKA, TOMY III0 €JIEMEHTH KEPYyBaHHS MPOCTI.
JIBOBUMIpPHI IrpH CX03K1 HA «TOPKHUCH 1 Tpaid» 13 MPOCTUMHM THCTPYKIIsiMU rpu. Kpim
TOTO, ITPOBUMA 1HTEPPEIC JOCUTHh MPOCTUH, MO JO3BOJISIE TPABISIM 3PO3YMITH, 5K
rpatu, 3abesnedyroun 0e3mpobiieMHYy poOOTy KopucTyBauda. byayunm wmeHIn
CKJIQTHUMHU, po3Mip 2D irop MeHIMH, 0 MOJETIIYy€ TX 3aBaHTAXEHHS Ta 171eaTbHO
MIIXOUTh IS MOOUTBHHUX MPUCTPOIB.

MeToro AUMIOMHOTO MPOEKTY — PO3poOKa rpu MoBO1O C# , BUKOPHUCTOBYIOUH
cydacHi 3acobu po3pooku. Lle no3Bonuts 3akpinuti HaBuuku B OOII ta cTBOpUTH

BJIACHUU TIPOECKT.



1 AHAJIITUYHA YACTHUHA

1.1 Orasig npeamMeTHOI 001aCTi

JIBOMIpHI Irpd  MOXYThb BIAPI3HATUCS XYIAOXKHIM CTHJIEM, JKaHPOM,
MEePCIIEKTUBHUM BHTJIAIOM 1 uiatdopmoro. XKaHp Bifeoirop — 1e Kareropis irop,
KA Ma€ CXOXI1 IrPOB1 XapakTepuCTUKH. JKaHpH BiIeoirop Maike OJHAKOBI1 K IS
2D, tak 1 ana 3D irop. Lle ponboBi irpu, miargpopmepu, OOHOBUKH, QallTHHTH,
CUMYJISITOPH, TOJOBOJIOMKM TOIIO. AJie KIIYOBOK  BIAMIHHICTIO MIXK
JBOBUMIPDHUMH IrpaMH € BUOIp nepcnektuBd. Och HaWnmomupeHimi tanu 2D-1rop
Ha OCHOBI iX IEPCIEKTUBH:

1. Bup 360ky. lle oaun 13 HatnomyspHimux BuaiB 2D-irop. Bursin 360ky
€ KJIACHYHUM BHOOPOM JIJisl TUIATGOPMEPIB, KO TIEPCOHAK] PYyXAFOTHCS
NepeBakKHO 3J1iBa HANPaBoO, BITOPY Ta BHU3.

2. Burmapg 3Bepxy BHUM3. I'pa BUTIIsAIa€e Tak, HIOW KamMepa 3HAXOJAUTHCS Ha
roJioBoto. IrpoBe mosie abo BUHO 3 BUCOTH MTAIIMHOTO MOJBOTY, 400 Mae
TPOXH HaxXWIICHY KaMepy.

3. IBoMerpuuHa mepcrekTuBa. IrpoBe Mmoje Moka3aHo i MEBHUM KYTOM
kamepu. lle imeanpHUl BapiaHT, 100 CTBOPUTHU UIIO31F0 TPUBUMIPHOTO
IPOCTOPY, MOKA3yIOYH TPH CTOPOHH 00’ €KTA.

4. Opun expaH. KoxxeH piBeHb pO3TAlIOBAHWI y HOBIA KIMHATI, SKa
3al0BHIOE BECh MPOCTIp ekpaHa. Konu piBeHb NPOWUIEHO, BU EPEXOIUTE

710 HACTyIHOT KiMHaTH [1].

1.2 Bubip 3aco0iB po3podku

IrpoBuii pymiiii — 11e OCHOBA, Ha SIKIM CTBOPIOETHCS I'pa: MUIITYTHCS MPaBUIIA,
BUOYIOBYEThCS 1HTEpQENC 1 ONpaboOBY€EThCS (Pi3UKa I'PH, 3BYK, aHIMallis Ta 6arato
iHIIoro. /[BuryH 30upae BCl KOMIIOHEHTH I'PH BOEUHO, K MMa331, 100 y pe3yJbTaTl

PI3HUX €JIEMEHTIB BUMILIOB OJIMH MPALIOIOUYHI TPOAYKT.
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Jlesiki irpoBi IBUTYHU BUMAraroTh 3HaHb MPOTPaMyBaHHS, a AesKi — Hi. [pyri
MIPAITIOIOTh 3a MPUHIIAIIOM Bi3yaJIbHOTO MPOTPAaMyBaHHS, 1 caM IPOIEC PO3POOKHU
rpu B poOOYOMY CEpEeIOBHUIIl TAaKUX JBUTYHIB HArajaye CKIaJaHHs KOHCTPYKTOPA,
1e OJIOKHM - 1I¢ YaCTHHH Koy [2].

JIBUTYH Bi/1€0irop A03BOJISIE TO/1aBATH:

—  i3uKy;

~ BI3yasi3aliio;

— CTBOPEHHS CLIEHAPIIB;

— BUSBJICHHS 31TKHCHb;

— IITYYHHH 1HTENIEeKT1 0araTo IHIWoro 0e3 HeOOX1IHOCTI 1X MPOrpaMyBaHH.

Game Engines 3a0e3medytoTh pO3pPOOHUKIB Irop IHCTPYMEHTAMH IS
CKOpOYEHHsS 4acy po3poOku. IrpoBi pymiii — 1e Gararopa3oBi KOMIIOHEHTH, SKi
PO3pPOOHUKHN BUKOPUCTOBYIOTH JIJIsl CTBOPEHHSI OCHOBH TpH. Lle nae im OiibIne yacy,
o0 30cepeauTHCs Ha YHIKaTbHUX €JIeMEHTaX, TaKuX SIK MOJENi MEePCOHAXKIB,
TEKCTYpH, B3aeMo1ist 00’ €kTiB To1o [3].

SIkOuM KOXKEH CTBOPIOBAB CBO1 IrPH 3 HYJIS O€3 10MTOMOTHY 4yJOBUX MEXaHI3MIB
pO3po0OKu 1rop, irpu 3aiiManu 6 OuIbIe Yacy, 1 ix OyJsio O CKJIa/iHilIe CTBOPIOBATH. 3
OTJISAly Ha IIe, BCE 1€ € OaraTo BEJIMKUX KOMITaHIM 1 HABITh HE3aJIC)KHUX KOMAH]I,
SK1 CTBOPIOIOTH BJIACHUI MEXaHI3M.

Jl1s1 BUOOpy 3ac00y po3poOKu OyiI0 OMISIHYTO JIEKIIbKA TOMIOBUX PYIIIiB JJIs

CTBOPEHHS 1rop.

1.2.1 Unreal Engine

Ile omHuM 13 HAWMOMYJSPHINIMX 1 MIAPOKO BHKOPUCTOBYBAHUX ITPOBUX
nekkiB € Unreal Engine, sikuit Hanmexuts Epic Games. OpurinansHa Bepcis Oyia
BunyieHa e B 1998 pori, 1 uepes, 40 pokiB BOHA MPOJIOBKYE BUKOPHCTOBYBATHUCS

B JICAKUX 3 HAUOUIBIIUX 1TOP.



10

JBmxox Unreal (puc. 1) edhexTuBHiIne cupaBisieTbCsl 3 KUTbKOMAa CKJIATHUMH
3aBIAHHSMU 3aBISKU IIHPOKOMY BHUKOPUCTaHHIO B cdepi po3podku irop. Takoxk

CIUIBHOTA ITOCTIMHO BAOCKOHAIIOE NBIKOK Unreal.

Select Controls

P Boriy |~

Pucynok 1 — Po6oue Bikno pymris Unreal

OyHKINA Bi3yalbHOTO IUIaHYyBaHHS JBrkka Unreal mo3Bosisie HaBiTh
HermporpamictaM CTBOPIOBATU IrpH, 1 1€ YHIBEpcalibHa MOTYXHa CHCTeMa, SKa
nigaiMae VR Ha HOBI BucoTH [4].

[TepeBaru Unreal Engine:

— IpUXWIbHUKAM Ipadiku crnogodaeTbes;

— JIBUTYH, IKUH Mpaloe Kpauie 3a 1HIlli;

—  HaWKpamui BUOIp Vr;

~  HENporpamicTH MOXYTb BUKOPHCTOBYBATH Bi3yallbHI KPECICHHS;

—~ HEOOME)XEH1 aKTUBH JIOCTYITHI Ha BEINKOMY PUHKY.

Henoniku Unreal Engine:

— mpocTi a00 COJIbHI MPOEKTH HE PEKOMEHIYIOThCS;
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— MOTpiOHI KOMIT'IOTEPH 3 BHCOKOMPOIYKTHBHOIO TIpaiKorirpoBHii

npouec kpamuit y 3D, Hixk y 2D.

1.2.2 GameMaker Studio 2

[Tonynspuuii irpoBuii nBrxxok GameMaker Studio, ctBopenuit y 2017 pori,
€ HaWHOBIIIOIO BEPCIEI0 MPOAYKTY, sAKUH icHye 3 1999 poky mig 6araTbMa Ha3BaMu
Ta ITepalisiMHU.

Irpu, po3pobiieni 3a nonomororo irpoBoro jBmxkka GameMaker (puc. 2),
NIATPUMYIOThCSL Ha Oarathox miaTdopmax, Bkimroyaroun Nintendo Switch. Oxpim
BisyanpHOro pemakrtopa, GameMaker Language MokHa BUKOPHCTOBYBATH MJis

IporpaMyBaHHSI HaJalITOBAHOI MOBEMIHKH, SIKa BUXOJIUTh 3a PaMKH, JOCTYIIHI 3a

JOTIOMOTI'010 Bi3yaJbHOIO MPOrpaMyBaHHs.

Pucynok 2 — Po6oue BikHo pymiiss GameMaker Studio

Sk mpoctuili 'y BUKOPHUCTaHHI ITPOBUH MeEXaHI3M, KOXXEH MOXe JIErKO

pO3pO0IATH irpu 3 HUM. SK BiacHMi irpoBuil ABMXKOK 1 ¢peitmBopk GameMaker
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Studio 2 He imeanbHMI IJIs TUX, XTO IIykKae OropkeTHE pimeHHs. KpiMm Toro, BiH
TaKOX CIPSMOBAaHWW Ha 1HINI NBUTYHH, Taki sk Phasers. Po3poOnenwuii irpoBuit
NIBWDKOK IIMCHO Ma€ AesiKl OOMEKEHHS 1040 MOIUBocTel 3D, ajle BIH HE MOXKeE
3pIBHATHCS 3 Bi3yaJbHUM peakTopoM irpoBux aBuxkiB Unity, Unreal [5].

ITepeBarn GameMaker Studio 2:

— MIATPUMYIOTHCS YHCIICHH] TUIaTGOPMH,

— TIporpamMyBaTH JICTKO 3a JOTIOMOT'OI0 IePETATYBaHHS;

— IPOCTUN Y BUKOPUCTAHHI JJI MOYATKIBLIB.

Kinpka HEemoiKIB:

— NpU3HAYEHUH nepeBaxxHo st 2d irop;

— OTPUMYETHCS 3a MEBHY I[iHY.

1.2.3 CryEngine

Cryengine — e moTyxHuii 1BUXKOK 3D-irop, sikuii 3a06e3mneuye HallCydacHilTy
rpadiky mms  konconedt 1 IIK. Po3poOHuMKHM, sSKi XO4yTh CTBOPIOBATH
dboTopeanicTHUHI ITpU UM ITPU HACTYMHOTO TOKOJIIHHS Ha miatdopmi, sk Steam,
3HaiinyTh CryEngine (puc. 3) npuBaOIMBUM 3aBASKHU MIATPUMIN BIPTYaJIbHOI

pCaJIBHOCTi Ta BJOCKOHAJICHUM Bi3yaJ'IBHI/IM e(l)eKTaM.

ROADMAP

Pucynoxk 3 — Po6oue Bikuo pymrisi CryEngine
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3aranpHa MeTa IIbOTO ITPOBOTO JBIKKA — HAJIABATH SIKICHUWA KOHTEHT 3 JTyXKe
pPEANICTUYHUMH Ta JETali30BaHUMHU MEPCOHAKAMU. 3aBISIKU ITPOBOMY JABHXKKY
CryEngine po3po6ka irop noctymnsima, Hix Unity ao Unreal 4.

Komu cmpaBa goXoauTh 0 pO3POOKH irop BHCOKOTO PIBHS, I IrPOBUU
JIBDKOK, SIKMI BH HE MOBUHHI MPOMYCTUTH. PearyBaHHs piBHIB MOXHa €()eKTUBHO
BUKOHYBAaTH HAaBITh HAIIBMOYATKIBISIM 3a JIOMOMOTOK peAakTopa piBHIB
CryEngine.

Komu po3poOHUK 3po3ymi€ IBUKOK, BIH 3MOXKE PO3POOUTH MOBHY POOOUY
rpy. Ha Biaminy Big OGunbmiocti irpoBux aBuxkKiB, CryEngine menm OaxxaHuil 1is
MOYATKIBI[IB 4Yepe3 Te, 10 MOro BaXKKO BHUKOPUCTOBYBAaTU Ta BUBYATH. AOU
3pO3yMITH, SK TPAIIOE€ ITPOBUI JBMXKOK, MMOBHUM HOBAadkKaMm, WMOBIPHO, BapTo

1oYyaTH 3 HIIoro Micts [6].

1.2.4 Unity

Unity — kpoccrutaropMHe cepeoBUIEe PO3POOKH KOMITIOTEPHUX irop,
po3pobieHe amepukanchbkoro kommaniero Unity Technologies. Unity mo3Bossie
CTBOPIOBATH JIOJATKH, IO MPAIIOIOTh Ha OUIBII HDK 25 pi3HUX IaTdopMmax,
BKJIFOYAIOUM TI€PCOHAJIbHI KOMI'IOTEpPH, IrpOBI KOHCOJI, MOOUIBHI MPUCTPOI,
IHTEpHET-I0AaTKU Ta 1HIIII.

3aBIKM IOCTIHHUM OHOBJICHHSM 1 IOpoKy Y Unity (puc. 4) moaaroThcst HOBI
BaxuBl (QyHkuii, Taki sk Unity Reflect, nBH>KOK KOpUCTYETbCS HEMMOBIPHUM
piBHEM MIATPUMKHU. OCKUIbKK 0araTo KOMIaHIid 1 pO3pOOHUKIB CTBOPIOIOTH 3pYyUHI
SDK st MammHy, 1e He TUIbKH nomysipHuil BuOip 11 2D 1 3D irop, ane Takox
BIPTyaJIbHOI peaibHOCTI Ta JIOMTOBHEHOI peaibHOCTI [6].

[TepeBaru irpoBoro asrkka Unity:

— TSI TIOYATKIBIIIB 13 1oxoa0M MeHIe 100 Tucsa qoapis 11e 6€3KOIMTOBHO,

—  migxoauth 1 2d 1 3d irop;

—  TIATPUMKA PO3POOKH MOOUTBHUX 1rOp;

— pocrynni SDK nmns Vr i1 Ar;
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— ©Oe3komToBHI pecypcu B Asset Store.

@ Lavel
o
o
o
o
o
L]
o
o
o
o
o
a

Pucynoxk 4 — Po6oue Bikno pymrist CryEngine

Ckpuntu B Unity po3po0msitoThest Ha MOBi C#, sika Mae GaraTi MOXIJIMBOCTI 1
npoct y BuBueHHI. Ockunbku C# € kepoBaHow MoBO. KepoBaHi MOBM Habarato
MEHIIIe CXUJIbHI JI0 TIOMUJIOK, HI’)K HEKEpOBaH1 MOBH, 1, OT)Ke, 3arajom y 5—10 pazis

POTYKTUBHIILI.

1.3 Orasa anajoris, cTBOpeHuX Ha 6a3i Unity

JIJIsT TUTUTOMHOTO TPOCKTY OyJsio 00paHo B sikocti pymiis Unity, tak sk BiH
iZleabHO MiAXOAUTH OO0 HOBaukiB y game development ta BHKOPHCTOBYE MOBY
nporpamyBanHs C#. Kpim toro, B Unity e Tutorial Microgame, sikuit go3Bosise 3a
KOPOTKHH Yac O3HAHOMHTHCh 3 MaliTporo iHCcTpyMeHTiB Unity, Ta orpumaru
HaBUYKH B MPOTPaMyBaHHI OCHOBHOI MEXaHIKH, sIKa MPHUCYTHS B KOMIT IOTEPHHUX

irpax.
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st aHamizy MOMJIMBOCTEH Ta imed s MaiOyTHBOTO TPOEKTYy OyIiio

MPOBEICHO aHATITUYHUHN OTJIAJ ICHYIOUUX 1rop Ha 0a3i 06paHoro pyulis.

1.3.1 Hearthstone

Hearthstone (puc. 5) — KkojekmiiiHa KapTKOBa OHJIAHH-Ipa 3a MOTHBaMH
BcecBity Warcraft, pospoOinena kommnanieto «Blizzard Entertainmenty i

PO3IMOBCIOPKYETHCS 3a MozieiuTio free-to-play.

Pucynok 5 — Ckpin rpu «Hearthstoney

€ Oararo 4yJOBHUX KapTKOBHX Bizneoirop. barato momynsipHMX KapTKOBUX
irop Ha ocHOBI (eHTe31, Takux sk «Magic: The Gathering», Bunyctunm aganrartii
BIJICOIrOp, AKi mokaszanu cede aocuth AoOpe. Blizzard, marouum BiacHy BeJHKY
(denTe3i-ppaHmm3y, BUpINIHIa CTpUOHYTH B Hel 3 «Hearthstoney.

Y rpy MoxHa rpaté 0€3KOIITOBHO, Y Hil IPEACTaBICHI IEPCOHAXKI Ta TEMH 13

cepii Warcraft. J[Ba rpaBii mpOTUCTOATH OJIMH OJHOMY, BUKOPHUCTOBYIOUH KOJIOHU 3
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30 kapt 1 repost 3 YHIKaJIBHOIO 37aTHICTIO. MeTa moysirae B TOMy, 00 3HUIIUTH
reposi CyIpOTUBHHUKA, a TIEPEMOTra CTBOPIOE MOTIK HATOPO/I.
I'pa mana Benukui ycmix a1 Blizzard 1 Oyna mepeHeceHa Ha KiidbKa

wiatdopmM, 1oBoAsiun rHyukicts Unity [7].

1.3.2 Genshin Impact

«Genshin Impact» (puc. 6) — e poaboBa rpa-exiiH, BumyiieHa B 2020 poiii
KuTaiicbkuM po3pobHuKoM «MiIHOY0». I'pa Mae cepeoBHIIE BiIKPUTOTO CBITY B
CTHWJI1 aHIME 3 €JIEMEHTAPHOI0 MariYHoK OOMOBOIO CHCTEMOIO, 3aCHOBAHOO Ha i, 1
nepeMUuKaHHsIM repcoHaxiB. «Genshin Impacty crana caMmum BrajauM HpPUKIAIOM
cepen rpu Ha pyx Unity, 1 po3poOHUKH Ay’K€ IpaMOTHO BUKOPHUCTOBYIOTH HOTO

MO>KJIMBOCTI.

Pucynox 6 — Ckpin rpu «Hearthstoney

1.3.3 Hollow Knight

Came cnibHa HOCTaJbrisl 3a KJIACMYHOKO PO MIJMITOBXHYJNA TPHOX

MOYATKIBI[IB aBCTPATIMCHKUX PO3POOHUKIB Irop A0 CTBOPEHHS BIACHOI CTYyAil
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«Team Cherry» y 2012 pomi. Api I'iocon, Binbsim ITemnen 1 esin Kasi 3 Anenainu
o0’emnanmucs Hakosio «Zelda II: The Adventure of Link» i momamu BiacHwmid
MOMYJIIPHUN TUTYJ 10 KOpoaiBcTBa MeTpoinsanis. Sk 1 6araro iHIIMX YCHIIIHUX
CTY[IH, IS Majia II0YaToOK 31 CKPOMHOI0 JocBiny [8].

«Hollow Knight» (puc. 7) — 1ie ckiagHa Ta XHTpa IPUroja, 3aCHOBaHa Ha
KoMaxax. Sk MWwiIMii MaJeHbKUW >Ky4OK, TpaBellb MPOTUCTOITH CMEPTOHOCHUM
CTBOPIHHSIM 1 XUTPOMYJIPUM TACTKaM, pO3rajyloud TA€MHHUII TPUOHUX BIIXOMIB,
KICTSIHUX XpaMiB 1 3pyWHOBAHUX «TOTHYHMX» MiA3eMHUX MicT. Kymyrouu kaptu mno
J0p03i, BU OPYy€Te LBSIXOM JHUIAps, 30pO€r0, CX0XKOI0 Ha MeY, 11100 yTPpUMYBaTH

BOPOTiB 1 00CIB.

Pucynok 7 — Ckpin rpu «Hollow Knighty

Y rpl HaroJomryeTbcsi Ha BIPABHOCTI Ta JOCTIKEHHI BEJIMYE3HOTO,
B3a€MOIOB’SI3aHOTO I1JI3EMHOI'0 KOPOIIBCTBA, BIIOMOTO SIK XEJUIOYHECT, SIK CKa3aB
[Tennen Red Bull Games: «KntouoBuM enemMeHTOM, SIKMl MU XOTUIM BIITBOPHUTH,
OyJ10 BIIUYTTS I'PaH/103HOI PUTOJIM B TUBHIM KpaiHi, OBHIA MOHCTPIB 1 KyMeIH1
NepcoHaxl Ta TaeMHI KyToukd. Ham nyxke momoOaeThcsi BIAUYTTA NPOKIAAATH
BJJACHMM TUIAX Ha HE3BMaHIA TepuTOpii Ta CTUKATHCSA 3 HEBIIOMHMU

HeOe3IeKaMu.
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1.3.4 Androrium

L{s rpa € mpeacTaBHUKOM BiJIpa3y AEKUIbKOX KaHPIB:

— 3D (peanictuunuit 3D-mipoctip / 6-0chOBe KepyBaHHS KOpadiiem);

~ «advanced spaceship simulatory (0yxiBHHUIITBO KOpalJist/ 6araTo KHOIIOK);

~  BIDKHUBaHHS B KOCMOCI (KopaOenpHUI MOBITPsIHHM Oiif / CTATUCTUYHI J1aH1

JU1s1 6 TpaBIIiB);

~  JIocHipKeHHS (CTaHIIiil / ceKTopH / yinamMku / TiaHeT / kopaooi).

JUist rpaBus BIIKPUBAETHCS IIUPOKUH MEpeik €JIEMEHTIB KEpyBaHHS:
NaJIUBHI €JIEMEHTH, €JIEKTPOoIi3ep, TpaHchopmaTop, TEPMOSIECPHHUI peakTop, HOBA

OyniBenbHa cuctema, epexktu RCS tomro (puc. 8).

Pucynok 8 — Ckpin rpu « Androriumy

B rpi MoHa cTBOprOBaTH CBif KopaOesb 1 KepyBaTH HUM, 3aXUINATHCh BiJl
0e3MUIOTHUX XBWUJIb, 'pabyBaTH yJIAMKH, JOCIIIKYBaTH IJIaHETH Ta IiJIKOPIOBATH
TaJIaKTUKY.

Iimi:

~  JIOCSITTH LIEHTPY TATaKTUKH,

—  3aXHCT BIJ JPOHIB;
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—  OHOBIJICHHS CBOT'O KOpaoOJIs;

— TpalyBaHHS JIPOHIB Ta CTAHIIIH;

~ KepyBaHHs CBOIM KOpalJeMm;

~  3aJUIIATUCS XUBUM.

3a pe3ynbTaTaMu aHATITUYHOTO OTJISAY OYJI0 MPHIHSTO PIIICHHS CTBOPUTH
rpy y ctuii «Advanced Spaceship Simulator» 3 2D, B sikocti pymiist oopano Unity

Ta MOBY nporpamyBaHHs C#.
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2 IIPOEKTYBAHHA

2.1 KoHuenT-10KyMeHT MPOEKTY

KoHuent-nokymeHT (nM3aiiH-I0KYMEHT) € TEPIIUM ITPOBUM JOKYMEHTOM,
0 J03BOJISIE OTPUMATH 3arajibHe YsBIEHHA IMpo rpy, Gikcye ii OCHOBHI
0COOJIMBOCTI.

Beryn: 0e3mexHi KOCMIYHI MPOCTOPU Ta HOBE IMOKOJIHHS IIATIIB, SK1
KEepPYIOThCA IITYYHUM IHTEJIEKTOM — BCE 11€ HEB1J €MHI YaCTUHU IrpoBOro cBity. Ha
00pTy KOpalis 3HAXOMUTHCS OJUH acTpoHaBT. [linm Yac METEOPUTHOrO MAOILY
BUHUKAIOTh HETONAJIKA Y CUCTeMI KepyBaHHs. Binnpasutu curnan «SOSy» 1o 6azu
HEMOYKJIMBO MOKU HE HAJaroJAUTH CUCTEMY 3B’ SA3KY.

Tema rpu: momnryk BapiaHTIB HaJIaroKeHHS CUCTEMHU KEPYBaHHS KOCMIYHUM
IaTIIOM.

Inest rpu: BUKOHATH ycCl 3aBlIaHHS TPU Ha PI3HUX TMOBEPXax KOCMIYHOTO
KOpaOJIro JJISl BIAKPHUTTS ABEpEH 10 pSITIBHOTO OOPTY.

MerTa rpu: pO3BHHYTH JIOTIYHE MUCIICHHS TPaBIls, MOKPAIIUTH HOTO JIOT14H1
3/110HOCTI.

[{inpoBa ayniTopis: JaHa rpa po3paxoBaHa Ha BiK Big 12+.

Onuc eneMeHTIB TIpu: TOJOBHHM Tepoll — KOCMOHAaBT, SIKMIl KepyBaB
KOCMIYHUM KOpalyieM, MOKe pyXaTH JIesKi pedi, mepecyBaTUCh 1Mo O0opTy Kopadis,
poOUTH CTPUOKHU.

Crtunb rpu — JOTIYHA Tpa, sIKa MPUMYIIYE TPaBLs 3aCTOCOBYBATH JIOT1YHE
MUCJIEHHS JUIsl PO3B'I3aHHS TOJIOBOJIOMOK Ta 3araliok, fKi € OCHOBOIO IS
MIPOXOJIKEHHS PIBHIB.

Jlexopariii — 11e yce Te, 10 BIITHOCUTBCS JI0 €JIEMEHTIB KOCMIYHOTO KOpadJIto:
IIECTEPH1, KOMIT FOTE€pH, SIIUKH 3 TpUIlacamMu, kabesi Ta 6araTo 1HIIOro, 3 YWUM
JOBOJUTHCS B3a€MO/IISITH TOJIOBHOMY T€pOIO.

Omnuc enemeTiB IrpH, K1 BIUIMBAIOTh Ha JIOCBIJ I'PaBLsl Ta SKUM YUHOM — 1€
JIOT14HI1 3arajiky, sIKi BiH 3MYIIEHUI BUPILIYBAaTH JJIsSI TOTO, 100 BHXKUTH Ta TPOUTH

Jaji AJisi Toro, mo0 BUOpATUCH 3 ATy
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2.2 llpu3zmu reitM-au3aitHy

[Ipusmu — 11e HeBeIMKUi Habip MUTaHb, SIKI pO3POOHUKY CIIIJT 3a7aBaTH cOOi
Ha PI3HMX eTarnax po3poOku. Lle He cxemu abo penenTH, a CKopilie, IHCTPYMEHTH
JUIsl BUBYEHHS1 Au3ainy. Ix 3ampoBaauB Jxxecci Llenn, npodecop yHIBEpcUTETY
Kapuern- Meiiona Ta 3aCHOBHMK BJIaCHOT cTyAil po3pooku [10].

Jlo mpusMm TredM-au3aiiHy BIIHOCATBCS: TMpHU3Ma PE30HAHCY, MpU3Ma

BUHUKHEHHS, TPU3MHU J1H Ta 1iaei. Jlan HaBeieHO Onmuc KOXKHOI 3 HUX.

2.2.1 Ilpusma pe3oHaHCy

J171s1 Toro, 11100 pO3pOoOUTH MTPU3MY PE30HAHCY, Tpeda BIAMOBICTH HA MUTAHHS:

1. IIlo poOuTk Tpy 0COOIMBOIO 3 TOUKH 30py PO3POOHHUKA?

2. Illo came iHIIIi JTHOU 3HAXOIATH B TPi 0COOTHBUM?

3. SIxmo OyayTh BiACYTHI OOMEXEHHS 11[0JI0 CTBOPEHHSI I'PU , TO SIKOIO0 BOHA

Buie?

4. 1o no3BoJsie po3pOOHUKY 1HTYITHBHO Ta YITKO YSBJISTH TPy ?

['py 0cob651BOIO pOOUTH CaM IrpoOBHil MPOIIEC, JI€ TPaBellb 0JIpa3y MOMaIae 10
CKJIQJIHOI CHUTYallli, sika 3MYIIY€E IIBUAKO 3HAXOJUTH pIlIeHHS Tpoosiemu. Takox,
caM IrpOBHH CETTIHT: 3apa3 AYy>Ke MOMYJISIPHI ITPH, K1 MalOTh KOCMIYHY TEMaTUKY
Ta KopalJi, Kl BUBEACHO 31 CTPOIO.

[H111 3HaXOAATH OCOOIMBUM Te, IO I'pa BIAMOBIIAE TEHJCHIIISIM 1MOp MPO
KOCMOC, JIe TPaBellb caM 3MYIICHHI PO3YMITH 4epes3 MigKa3Ku, abo dyepe3 BIacHy
JIOTIKY, SIKI KPOKM HEOOX1AH1 JJisi 3a0e3MeUYeHHs] BHXKMBAHHS, a TaKOX IITYYHHUU
IHTEJIEKT, 10 BUMIIOB 3-TiJ KOHTPOJIO Ta SIKWA HAMAra€ThCs BOWTH TOJIOBHOTO
repost.

Sxio po3poOHUKa He OyIyTh 0OMEXKYyBaTH, TO TPy MOXKHA OyJie PO3BUHYTHU
Ty>Ke CHUIIBHO, MMPUIyMaTH 0araTo I[iKaBUX PiBHIB 3a M&KaMH KOCMIYHOTO IIaTIYy.

[HTYITHBHO 1 YITKO YABIJIATH Py M JIONIOMArae ysiBJI€HHs, OITUC I'PH Ta JJOCBIJ

IpU y 1HII CXOXI IrpH.
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2.2.2 Ilpu3ma BUHHKHEHHS

Jlns Toro, mo0 ckiIacTH MpPU3My BUHUKHEHHS, HEOOXIAHO BIAMOBICTH Ha
HACTYIIHI 3allUTaHHS:

1. CkinabKH JI€ECTIB € y TPaBIA?

2. Ha ckinbku 00'€KTIB TOMUPIOIOTHCS i1 KOXKHOTO Jli€caoBa?

3. CKUIbKH TpaBIIiB MOXE JOCITTH METU?

4. CK17bKM IMCHHUKIB KOHTPOJIIOE TpaBeIh?

5. SlxuM uynHOM TTOO1YH1 e(DEKTH 3MIHIOIOTH PaMKH?

OT1xe, 115l MTOYATKy HEOOXI1THO BCTAHOBUTH, SIK1 JTIECIIOBA JOCTYITHI TPaBIIIO:
nepecyBaTUCh, B3aEMOJISATH, AaKTHUBYBAaTH, MiAOUpaTH, TATTH, MiIIAMaTUCA,
CIycKaTucs, cTpu0aru, BUPIILYBaTH, IPOXOAUTH.

JIii KO’)KHOTO Al€CIOBa MOMIUPIOIOTHCSA 0€3MOoCepeHHO Ha TOJIOBHOTO Teposi
I'pH, a TAKOXK TUX 00 E€KTIB, 3 IKUMHU BiH B3aeMoJIi€, TOOTO Bif 1 10 3 (mepeTsarayTu
KOpOOKYy Ha KHOINKY, AaKTUBYBAaBIIM THM CaMUM caMmy KHOOKY). Jlocsartu
MIOCTABJICHOI METH MOXE JIUIIE OJWH TPaBellb, OCKUJIBLKH JaHa T'pa € OJMHOYHOIO
rpoIo.

['paBito MiAKOHTPOJIBHI HACTYMHI IMEHHHKH: TOJOBHUM TepoM, pPyXoMi
pEeIMETH, MEXaH13MH, TOJIOBOJIOMKH.

OCKUJIbKH J1aHa Ipa € KBECTOM, TO BOHA Ma€ MEBHUM CLIEHAP1i MPOXOIKEHHS,
oTKe MOOI4H1 e(eKTH, OKpIM BU3HAYEHUX TI'POI0, HE MATUMYTh BIUIMBY Ha PaMKH

JIaHO1 TPH.
2.2.3 llpusma miit

Jlo 1i€i mpu3Mu BIAHOCSTCS HACTYITHI TUTAHHSA JIO PO3POOHUKIB:
1. SIxi 6a3oBi Aii JOCTYMHI KOPUCTYyBa4yeBl y Ipi?
2. ki cTpareriudi aii 1ocTymnHi?
3. ki cTpaTeriyni Jii XOTiB 0K MOOAYUTH pO3pOOHUK? SIK BIH MOYKE 3MIHUTH

rpy, 00 3pO0UTH X MOKIUBUMU?



23

4. SIxi aii rpaBIi XOTUIM O BUKOHYBATH Yy I'pi, ajie He MOXKYTh? UM MOKIIMBO
JaTH M Taky 3MOTY 3a JOINOMOT0I0 0a30BUX YU CTpATET1UyHUX Jiil?
ba3oBi aii, qocTyImHI TpaBIEeBi — I1e Jii, 1110 BIAMOBIAAIOTH 32 MEPEMIIIICHHS —
CcTpUOKHU, X004, MmiaiiiMaHHs/onycKkaHHs. Takox 10 0a30BUX i MOYKHA BITHECTH
G13UYHy B3a€MOJIII0 TOJIOBHOTO Teposi 3 00 €KTaMU Ha KapTi — IMEpeTSIryBaHHS,
MiIAMaHHS Ta OMyCKaHHS.

Jlo cTpaTeriyHuX 11 MO>KHA BITHECTH B3a€MO/III0 TPaBLIsl 3 MEXaH13MaMH, 1110
BIIKpUBae 1HTep(delc MPOXOMKEHHS JIOTIYHUX 3aBJaHb, Ta cami [l1i TpaBIsd
6e3nmocepeIHbO B caMoMy 1HTep(eici.

Cepen crparteriuHux i, 1m0 OpakylTb, MOXKHA BHUIUIUTH MEXaHIKY
B3a€EMO/IIT TPABIlS 3 ABEPHMA, TOOTO HEMOMJIMBICTh TIPOUTH TIEBHUN CEKTOP, TOKU
HE BUpIIIEHA TOJIOBOJIOMKA B IOTOYHOMY CEKTOPI.

Buxosuau 3 skaHpy 1aHO1 I'pH, CIIIBBITHOIIICHHS 0a30BHUX Ta CTPATETYHUX 1N
€ JIOCTaTHIM JIJIsl TAPHOTO JOCBIAY TPAaBIl i 4ac MPOXOHKEHHS Tpu. MOXKIHBO,
rpaBlli XOT1IM 6 MaTH 1HBEHTAp rpa.Iis, Je 6 Mo)KHA Oyi10 30epiratu mpeaMeTH JJIsl
IIPOXOJKEHHST TOJI0BOJIOMOK. HaTomicTh, rpaBIfo JOCTaTHBO CTPATETiUHUX i B
iHTEepdeicl MeBHOI TOJIOBOJOMKH IS ii BUPIIIEHHS, TOOTO HEOOXIAHI «IIPEeIMETH»

91 MEXaHI3MU 3HAXOJATHCS OE3MOCEPEHHO B PAMKaX CaMOi TOJIOBOJIOMKH.
2.2.4 Tlpuzma i

Jlns Toro, mo6 CKJIACTH MPU3MY IiJIi, HEOOX1THO BIAMOBICTH HA HACTYIHI
3alUTaHHA:

1. Axi xiHneBa meta rpu?

2. Meta oueBuHA TSI TPABIIs?

3. Skmio e aexiabKa, TpaBili 3MOXKYTh 11€ 3pO3yMITH?

4. Yu € cMUCIIOBUM 3B’ 130K MK PI3HUMHM LIUTSIMU?

5. Uu mpuTaMaHHI IUISIM KOHKPETHICTh, PEANbHICTh JOCSATHEHHS Ta TiJHa

BHHAroposa?

6. Yu moctaTHRO 30aJ1aHCOBaHI KOPOTKOCTPOKOBI Ta JOBTOCTPOKOBI IiJTi?
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7. Yu MOXyTh TpaBIli BHOUpATH ITT1 HA CBii po3cyn?

KinmeBoro munmo naHoi Tpyu € BUOPATUCHh 3 KOCMIYHOTO KOPaOIIsi, MOMMyTHO
MIOJIArOIMBIIIN 3JIaMaH1 MeXaH13MU. J{aHHa IJIb € OYEBUAHOIO JIUIS TPaBIIs, OCKUIBKU
BC1 MEXaHIKHU CIIeIaJIbHUX JI1i TTOB’s13aH1 caMe Ha MPoIieci B3aeMO/I11 3 MeXaH13MaMu
y BUTJISA/II TOJIOBOJIOMOK.

OcCKUTBKM 1IUIb € OJIHA — BUOpATUCh, TO TPaBIl 1€ PO3YyMIIOTh 3 CaMOTO
noyatky. JlaHy Lk JOCSITHYTH pealibHO, BUPIIIMBIIKA BC1 TOJIOBOJIOMKH.

JlanHy 11 MOXHA pO30UTH HA MIATPYNH — KOPOTKOCTPOKOBI 1[Il Ta OAHA
JOBrocTpokoBa. KopoTKOCTPOKOBI 111 — 1€ BUPIIIEHHS T'OJI0BOJIOMOK 3a]J1 TOTO,
1100 MO0JIAro/ITH 3J1aMaHl MeXaHi3Mi. JJOBrocTpokoBa 111k — 3aBEPIIUTH OAOPOXK,
BUOPABIIUCH 13 KOPAOIIS.

OcCKITbKH, 1711 JOCATHEHHS 3arajbHol Il HeOOXiTHO BUPINIYBATH MOTOYHI
rOJIOBOJIOMKH, TO TPaBEIlb MOXE OOMPATH MOPSIIOK, B IKOMY BiH Oy/1€ MPOXOIUTH

HaJlaH1 TOJIOBOJIOMKH.

2.3 MoaeTI0BaAaHHA CHCTEMH

[Ilopasy, KoM pO3pOOHUK IIOCH IUIAHYE, BIH 3aMHCYy€E 17ei, TOMy IO IIe
poOUTH yCIO KapTUHY 3pO3yMUIOK 3 yciMa BuMmoramu. I[lomiOHuM unHOM,
MPOCKTYIOUH Ta PO3POOJISIIOUN TporpamMHe 3a0e3medeHHs 4u TPy, HEOOXiaHO
MiTOTYBaTH TUJIaH TOTO, 0 Oy peari30BaHo.

UML posumppoByersess sk «Unified Modeling Language» i moxe
BUKOPUCTOBYBATUCS JIJIsl Bizyai3alii pi3sHUX (QYHKIIIN I'pH 3a TOMOMOTOI0 Jllarpam
UML. Hiarpamu UML cTBOpeHi He Jmiie i PO3POOHUKIB IPOTrPaMHOIO
3a0e3nedeHHs/irop, ane U s O13Hec-MeHeDKEpiB, 1H)XEHEPiB, 3BUYAlHHUX JIIO/ICH
Ta BCiX, XTO 3aIliKaBJICHUW y PO3yMiHHI CHUCTeMH, a TpadiuHe IpeacTaBICHHS
MOJIETUIYE ii PO3YyMIHHS.

Cucrtema (Bi3yanizoBaHa Ta cTBOpeHa 3a jgornomororo UML) moxke OyTu
OpOrpaMHUM 3a0€3MEUEHHsIM, Tpor ab0 OyJb-IKMM IHIIMM LHUBUIBHUM YU

MEXaHIYHUM IPOEKTOM.
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KoHnenryanpHy MOZieh MOKHA BU3HAYUTH SIK MOJIETh, KA CKIIAJAEThCS 3
MOHATH Ta iXHIX 3B’s3KiB. [le poOUTHCS 11e 10 MOYaTKOBOTO TJIaHYBaHHS TOTO, SIK
Bce mpamroBatuMe. lle JAeMOHCTpye paHHIO KOHIICMIIO Ta CTOCYHKH.
KoHuenryanasHa Mozenb € mepmMM KpoKoM Tepes MaidtoBaHHsM fiarpamu UML
JUTs Oy Ib-IKOTO MTPOEKTY. Lle Jonomarae oTpuMaTy MpIy Ta MiIiICHY KapTUHY 171e1
MIPOCKTY.

BianoBigHO 10 KOHIIENT-I0KYMEHTY MOKHA MMOOYAyBaTH JlarpaMy BapiaHTiB
BUKOPUCTAHHS JJIs BiJOOpakeHHS (DYHKIIIH Ta MOMXJIMBOCTEH TPaBISl Y IrPOBOMY

mpoctopi (puc. 9).

@\ Made with
@Vlsual Paradigm

For nen-commercial use

Kocml)HaBT

Pucynoxk 9 — [liarpama Use-Case
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3 PEAJIIBALISA ITPOEKTY

3.1 OcHOBHI MeXaHIKHU I'PH

OcHOBHUMHU MeXaHIKaMU rpu € B33€M0,Z[i51 I'OJIOBHOI'O I€posdd 3 OTOYYIOUHUM

CBITOM, a caMme 3 €JIeMEHTaMH KOCMIYHOTO KopalOio rnepedyBae TOJOBHUM repoi

rpu. Ilo-mepiie, roJOBHUM Tepolt Mae 3MOry MepecyBaTUCS MO KOpadiito Ha BkKE

3BUYHI JJIA YCIX KHOIKH «a, W, S, d», TakoX BIH Ma€ 3MOTY B3aEMOJIATH 3

npeaMeTaMH, SIKi HOro OTOYYIOTh 4Yepe3 KIaBIIly «e», CTpUOaTh depe3 KHONKY

«space» Ta CTaBUTHU Ha Nay3y ado BIAMIHATH J1I0 Ha KHOIIKY «ESC».

['onoBHU ynop 3poOieHUil Ha TOJIOBOJIOMKH, $KI 3 OJIHIEL CTOPOHH

BUTIIIAOTh AY’KC IIPOCTUMHU, AJIC SAKIIO ITOTaHO IMPOPAaxXOBYBATHU XOAH, TO MOXHA

3pOOUTH TTOMHWJIKY W 3HAJ00UTHCA TOYMHATH AJTOPUTM TIOUIYKY PIIICHHS 3HOBY.

Jlns BUpIIICHHS JESIKUX TOJIOBOJIOMOK 3pOOJIeH1 CIieliaabHI MOMITKA Ha Kopaoui,

K1, Y IIUIOMY € TI1JKa3KaMHu, K1 TOBUHH1 JOIIOMOTTH 3 IOIITYKOM DPIIlIC€HHS.

Enementamun I'py, 3 AKUMH MOJKHA B33€MOI[iHTI/I €:

KHOMKa (Ha mijio3i), Ha Hei Tpeba KIacTH SIMIMKH, JUIS TOTO, 100 iX
aKTHBYBATH,

KHOMKa (Ha CTiHI), HAa Hei Tpeba MPOCTO HATHUCHYTH, IS TOrO, 1100
B1J1I0y1ach sIKach i (BIAKPUTTS JBEpE Ta IHIIE);

KHOINKA (JBUTYH), BHUKOPHUCTOBYETbCA JUJIi TOrOo, 100 BUPILIHUTH
TOJIOBOJIOMKY 3 IBUTYHOM 3a 3aITyCTUTH KOpaOehb;

npabuHa, 3a JIOMOMOTOI0 iX MOJKHA 30MpaTHCh JOTOpu ab0 3JIa3HTH
JIOHU3Y JIJISl TOTO, 1100 MepecyBaTUCh MIXK PIBHSIMU;

AIIKK, X Tpeba Opatu Ta OyayBaTd cobi ropy A TOro, 1od ai0paTUCh
710 JACSIKUX MiCIlb, @00 MPOCTO MOKJIACTH HA KHOIIKH, K1 3HAXOASATHCS Ha
1111031

nepeMHuKad, JiJIs TOTO, MO0 MepEeMUKATH TOJIOKECHHSI ICSIKUX CJICMCHTIB,;
MaHIMyJIATOp AJis O€3MEeYHOro MepecyBaHHs SAIIMKIB, 00 HE BUTpaYaTH

yac Ha MepecyBaHHs y HEOEe3eYHUX 30HAX;
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~ TIEpECYBHUW KOMII'IOTEp, SKHM MOXKHA OpaTth, TaKk KOPUCTYBAaTHCH

MaHIMyJIATOPOM Y CEKIISAX /1€ € MAHIMYJISITOPH.

3.2 CTBOpEHHS I'0JIOBHOI'0 NEPCOHAKA

[To-nepme, HeoOximHO cTBOopuTH 2D mnpoekr B penakropi Unity Ta
HAJIAITYBAaTU HOTO OTOYEHHS ISl OUTBIT 3pYYHOTO KOPHCTYBAHHS.

JUis TUTUIOMHOTO TPOEKTy OyJno TPHMHSATO pIMIEHHS BHUKOPUCTOBYBATH
BJIACHI CIipaiiTu i rpadiyHOro KOHTEHTY. Tak, roJOBHMIA repoil — KOCMOHABT OyB
CTBOpeHuil 3a jgomomorow penakropy Photoshop, Oasyrounce Ha iHIIKMX

IPEJICTABHUKAX JIAHOTO JKaHPY, BiH Mae OyTH y ckadanapi 3 mojgomoM (puc. 10).

Pucynoxk 10 — CripaiiT TOJ10BHOTO Tepos

Takox OyJio 1ogaHo OaraTo CIpPaWTIB IS TePosi, HAMPUKIAA K BiH ODKHUTH
a00 SIK BIH TIEpEMIIIy€E SITHUK.
PosriasHeMo peanizaiiifo OCHOBHOI MEXaHIKH JIJIi TOJOBHOTO Tepos (Kjac

«Playery):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Player : MonoBehaviour

{
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private float speedX;

private float horizontalSpeed;

private float verticalImpulse;

private Transform transform Player;

private SpriteRenderer spriteRenderer Player;
private Rigidbody2D rigidbody2D Player;
private bool player InAir;

public bool itemInHands { get; set; }

[Ticyis orosyomeHHs II00ATBHUX 3MIHHUX CJIij1 onucaTi Meton Start():

void Start ()
{
transform Player = GetComponent<Transform>();
spriteRenderer Player = GetComponent<SpriteRenderer>();
rigidbody2D Player = GetComponent<Rigidbody2D>();
horizontalSpeed = 0.2f;

verticalImpulse = 12;
player InAir = false;
itemInHands = false;

Hactymuai meromm (Update(), FixedUpdate()) morpiOni s ammeiTy Ta

3a/1aBaHHs MBUIKOCTI 1 KOOPJAWHAT ITOYaTKOBOI JIOKAIlii KOCMOHABTA.

void Update ()

{
if (Input.GetKeyUp (KeyCode.Space) && player InAir == false)

player InAir = true;
rigidbody2D Player.AddForce (new Vector2 (0, verticalImpulse),
ForceMode2D.Impulse) ;

void FixedUpdate ()
if (Input.GetKey (KeyCode.A))

if (spriteRenderer Player.flipX == true)
{
spriteRenderer Player.flipX =
!spriteRenderer Player.flipX;
}
speedX = horizontalSpeed;
transform Player.Translate (speedX, 0, 0);
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else 1if (Input.GetKey (KeyCode.D))
{

if (spriteRenderer Player.flipX == false)

{

spriteRenderer Player.flipX = !spriteRenderer Player.flipX;
}

speedX = -horizontalSpeed;

transform Player.Translate (speedX, 0, 0);

}
speedX = 0;
}

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject.layer == 0)

{
player InAir = false;

}

Jlns  aniMamii  BigoOpa)KeHHsS  IMOCHIJOBHOCTI  PYXiB  KOCMOHAaBTY

BUKOPHCTOBYBAJIMCh HACTYIHI cripaitu (puc. 11).

Animation » Player > move

(>} (>}

Pucynok 11 — Accer cripaiiTiB 1t aHiMallli KOCMOHABTY

CxpunTu Jy1s TpaBIIs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Animation : MonoBehaviour

{
public Player player;
public Animator anim;
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private bool control;
public GameObject GasTrigger;
public schafa[] schafa = new schafal[3];

volid Start () {
anim = GetComponent<Animator> () ;
control = false;
}
void Update ()
{
if (MoveObij)
{
anim.SetBool ("move", true);
} else
{
anim.SetBool ("move", false);
}
anim.SetBool ("jump", false);
if (schafal[0].GetComponent<schafa> () .ActiveCollider
| ] schafa[l] .GetComponent<schafa> () .ActiveCollider ||
schafa[2] .GetComponent<schafa> () .ActiveCollider)
{
anim.SetBool ("move", true);
}
else
{
anim.SetBool ("move", false);

}

[Ipu K0’)KHOMY KpOKI1 repos OyJeMo MepeBIPATH HASIBHICTh «aHTOTOHICTa» —

OTPY€HOTO rasy, Ipu IKOMY KOCMOHABT BMHUPAE.

if (GasTrigger.GetComponent<gas> () .Timer <= 0)
{
control = true;
}
if (control)
{
DieAnim() ;
} else
{
anim.SetBool ("die", false);
}
if (Input.GetKey (KeyCode.A) ||
Input.GetKey (KeyCode.D))
{
if (player.itemInHands)
{

anim.SetBool ("box walking", true);
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//anim.SetBool ("box iddle", false);
} else

{

anim.SetBool ("walking"™, true);

}

} else

if (player.itemInHands)
{

anim.SetBool ("box walking", false);
anim.SetBool ("box iddle", true);
} else

{
anim.SetBool ("box iddle", false);
anim.SetBool ("walking", false);

}
if (Input.GetKeyUp (KeyCode.Space))

anim.SetBool ("Jjump", true);

HactynHi metomu OynyTh 34MTyBaTH HampaBieHHS MEPEMIIIEHHS Tepos

qyepe3 KHOIKH.

void OnTriggerStay2D (Collider2D other) {
if (other.gameObject.CompareTag ("stairs"))
{
if (Input.GetKey (KeyCode.A) ||
Input.GetKey (KeyCode.D))
{
anim.SetBool ("walking", true);
}
else
{
anim.SetBool ("walking", false);
}
if (Input.GetKey (KeyCode.W) ||
Input.GetKey (KeyCode.S))
{
anim.speed = 1f;
anim.SetBool ("ladder", true);

}

else if (anim.GetBool ("ladder"™))

{
anim.speed = 0f;

}
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}
private void OnTriggerExit2D(Collider2D other)

{

if (other.gameObject.CompareTag ("stairs"))
{

anim.speed = 1f;

anim.SetBool ("ladder", false);

if (Input.GetKey (KeyCode.A) ||
Input.GetKey (KeyCode.D) || Input.GetKey(KeyCode.W) ||
Input.GetKey (KeyCode.S))
{

anim.SetBool ("walking", true);

}

else

{

anim.SetBool ("walking", false);

}

}

volid DieAnim ()

{

anim.SetBool ("die", true);
control = false;

Jlns Bizyamizalii (GOHY T'pH BUKOPHCTOBYBAJIMCH Taki acceTH (Tadmuis 1):

Tabmuns 1 — Accetu 11t GoHY CIieH Tpu

Y /
[FESEEEE S T S S

Criuka Bikuo Enement nimoru

AcceTu aJis Bi3yallizallii Jla3iHHA 10 ApaOuH1 acTpOHABTa MPEJICTABICHO HA

pUCYHKY 12.
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Animation > Player > ladder

Pucynok 12 — Accetu a1 BimoOpakeHHS pyxy MO IpoOHH1

CKpunT 11 B3aEMOJIII rpaBIs 3 JPaObHHOIO:

using UnityEngine;
using UnityEngine.UI;

public class Ladder : MonoBehaviour

{

[SerializeField] float coolDown;
[SerializeField] float timer;
[SerializeField] float speed = 5;
private Vector2 playerVelocity;
public Player Player;

void Update ()
{
playerVelocity =
Player.GetComponent<Rigidbody2D> () .velocity;
}

void OnTriggerEnter2D(Collider2D other)
{

if (other.CompareTag("Player") &&playerVelocity != new
Vector2 (0, 0))

{

Player.GetComponent<Rigidbody2D> () .velocity = new
Vector2 (0, 0);

Player.GetComponent<Rigidbody2D> () .gravityScale = 0;
}

3a KOHLCUT-AOKYMCHTOM, KOCMOHABT MOKE IICPCTATYBATH MUKW I

OynoBu criopya ta komi’'rotep (puc. 13):
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Pucynok 13 — Crpaiitu Ky Ta nepecyBHOTO KOMIT I0Tepa

Kpim 115010, 32 JOMTOMOT0FO SIIUKIB MOYKHA HATHCKATH Ha KHOMKH (puc. 14).

Jlnst wiei metu Oys10 po3pobiieHo acceTu aiist rpu (puc 15).

Pucynok 14 — CopaiiT KOCMOHaBTa 3 SIIUKOM y pyKax

Pucynok 15 — Accetu i1 KHOIIKA

JlaHl ckiazoBi SBJISIOTH COOOI0 YACTHMHY MEPIIOI TOJIOBOJOMKH 3 SKHUMHU
MOKHA B3a€MOJISITU. Bylo 101aHO TOJIOBOJOMKY Ha JESKUX PIBHIX KOpaoiis, siKi
BUTJISIIAIOTH K KHOIIKH, Ha sIKI Tpeba abo HaTUCKAaTH Yy MEBHIN MOCIII0BHOCTI, 400
KJIACTH HAa HUX AIIUKH JIJIS TOTO, 00 BUKJIMKATH BUKIIMK JiTa, ISl MPOXOHKEHHS

Ha HACTYIHHU spyC (PiBEHB) KOCMIYHOT'O KOPAOJIs.
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byno mammcano ckpunmTH IS B3a€EMOJII TPaBId 3 JAHUMH €JIEMEHTaMHU.

[Ipukian po3milieHHs CIPaiTIB HA KapTi:

Pucynoxk 16 — CkpiH clieHH IpH 3 HATUCKAHHSIM Ha KHOTMKY SIIIIMKOM

Cxpunt aJisi IEpeCyBHOTO KOMIT IOTEpa:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class schafa:MonoBehaviour
{
private BoxCollider2D collider2D;
public bool ActiveCollider;
Rigidbody2D rigid;
private void Start ()
{
rigid = this.GetComponent<Rigidbody2D> () ;
collider2D = this.GetComponent<BoxCollider2D> () ;
collider2D.enabled = false;
ActiveCollider = false;

}

void Update ()

{
if (ActiveCollider)

{

collider2D.enabled = true;
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rigid.constraints &=
~RigidbodyConstraints2D.FreezePositionY;
}
else
{
collider2D.enabled = false;
rigid.constraints =
RigidbodyConstraints2D.FreezePositionY;
}
}

public void OnTriggerStay2D(Collider2D other)
{
if (other.CompareTag ("Player") &&
Input.GetKeyUp (KeyCode.E))
{
ActiveCollider = !ActiveCollider;

}

public void OnTriggerExit2D(Collider2D other)
{
if (other.CompareTag ("Player"))
{
ActiveCollider = false;
collider2D.enabled = false;
}h}

Cxpunt mis siyKa:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Box : MonoBehaviour

{

public Player player;
private bool box status;
private float flip;
private Vector3 position;
void Start ()
{
flip = 1£;
box status = false;
}
void FixedUpdate ()
{
if (box status == true)
{

position = player.transform.position;
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his.gameObject.GetComponent<SpriteRenderer> () .enabled false;
this.gameObject.GetComponent<BoxCollider2D> () .enabled = false;
this.gameObject.GetComponent<Rigidbody2D> () .gravityScale = 0;
if (Input.GetKey (KeyCode.D))
{
position.x = player.transform.position.x + 3f;
flip = 1f;

}
else if (Input.GetKey (KeyCode.A))
{
position.x = player.transform.position.x - 3f;
flip = -1f;
}
position.x = player.transform.position.x+flip*3f;
this.transform.position =
Vector3.Lerp(this.transform.position, position, 100f*
Time.deltaTime) ;
} else
{
this.gameObject.GetComponent<SpriteRenderer> () .enabled = true;
}

}

public void OnTriggerStay2D(Collider2D other)
{
if (other.CompareTag ("Player") &&

Input.GetKeyDown (KeyCode.E) && box status == false &&
player.itemInHands == false)
{
box status = true;
player.itemInHands = true;

}
else if (other.CompareTag ("Player") &&

Input.GetKeyDown (KeyCode.E) && box status == true &&
player.itemInHands == true)
{
box status = false;
player.itemInHands = false;

this.gameObject.GetComponent<BoxCollider2D> () .enabled = true;
this.gameObject.GetComponent<Rigidbody2D> () .gravityScale = 3;
}
}
}
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3.2 Peasizanisi aHTOroHicTa rpu

BBeaeHo B rpy aHtarosicta (OTpylHa xmapa rasy) Ta BOMBCTBO T'OJIOBHOIO
repost. [ 1iporo OyJsio CTBOPEHO BIJIMOBIJIHI aCCETH Ta MPOCTABIEHO Ha KapTi

pO3MillIeHHS TiepermKkoau (puc. 17).

Pucynoxk 17 — Accet oTpyitHoi XMapu

[Ticns woro Oyino nomaHo AuHAMIKY A0 rpu. Koa aist pyxy ra3zoBoi xmapu 3a

noromororo ckpumnra «cloud_movingy:

using UnityEngine;

public class cloud moving : MonoBehaviour
{
private SpriteRenderer spriteRenderer Robot;
public Vector2 startPosition;
public Vector2 endPosition;
public float speed;
public float progress;

void Start ()

{
transform.position = startPosition;
spriteRenderer Robot = GetComponent<SpriteRenderer>();}



void FixedUpdate ()
{

transform.position = Vector2.Lerp(endPosition,
startPosition, progress);

if (progress >= 1)

{ speed = -speed;
;lse if (progress < 0)
{ speed = -speed;
érogress += speed;

1}
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CrtBopeno HoBuii 2D Object ans BuminenHs oOnacti nii rasy (mpu

NOTPAIUISTHHI TPaBIIA B 1[I0 30HY TIOYMHAE MpaIfoBaTh TaiiMep). Hamucano ckpunr

1T BOMBCTBA Ireposi, MICHsI TOTO K Fepoil BXOAUTH 10 30HH i1 XMapH, TOYNHAETHCS

3BOPOTHIHN BIJIIK Yacy (KoJ Taitmepy 10 cMepTi reposi = 60 cexkyH).

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class gas: MonoBehaviour
{
public Player Player;
public float Timer;
private float TimerTemp;
public Vector?2 RestartPossition;
private bool TimerOn;
void Start ()
{
TimerTemp = Timer;
TimerOn = false;

}

void FixedUpdate ()
{

if (TimerOn)

{

Timer —-= Time.deltaTime;
if (Timer <= 0)

Invoke ("Reload", 2f);
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}
voilid OntriggerEnter2D(Collider2D other)

{
if (other.CompareTag ("Player"))
{

TimerOn = true;
}

}
void OnTriggerStay2D(Collider2D other)

{
if (other.CompareTag ("Player"))

{

TimerOn = true;

}

void OnTriggerExit2D(Collider2D other)

{
if (other.CompareTag("Player"))

{
Timer = TimerTemp;
TimerOn = false;

3.3 Peagizauin piBHsi «I'0/10B0JIOMKA 3 HIECTEPHIAMM»

Hacrynmaumu enemeHTaMu, SiKi MPUCYTHI B TPl € HACTIHHI €JIEMEHTH s

aKTHUBAIIIT TOJIOBOJIOMKH Ta eJIEMEHTH camoi 3aadi (puc. 18):

Assets > Sprites > gears

’Ill4. .>‘1|.

v )
O« » (>
» ¢ »

*

e

gear gears_background

Pucynok 18 — EnemeHTH roJioBOJIOMKH
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3aBaaHHS: MEPEMICTUTH YyCi JeTall, MO 3MIHUIN CBOE MICIICTIONOKEHHS B
pe3yJibTati aBapii, Ha mpaBmIbHI Mici (puc. 19).

[Tepemkoau: 00 JiCTaTHCS 10 MEXaHIYHOTO OJIOKY HEOOX1JHO IIPOUTH Yepe3
OTpYWHHI Ta3 Ha SKOMY BCTAaHOBJICHO TalMep, MPH TPUBAJIOMYy TepeOyBaHHS Y
ra3oBiii Xxmapi rpaBenb BMUpae. s iMIieMeHTaIlil TOJI0BOJIOMKH: CTBOPHIIA TaKy
iepapxiro, Jie “‘gear” — cTaTU4HI IIECTepHI1, yci uyaiu Bij ActiveGears — qTuHaAMIYH1

HIECTEePHI, 110 MOTPIOHO BCTAHOBUTH HA3aJl y MEXaHI3M Ha tartget-u.

‘= Hierarchy i # Scene B Game > Animator
__ & 2 By @ Ew e
[y Tioor_colliger (1)
£ floor_collider (2)
D) gears_level W
D gear (3) &
) gear P

¢H
N/

D gear (2)
D gear (4)
0 gear (14)

) EventSystem
B Project
+~

~ Assets > Sprites > gears

pa,

’ *

A AN
<
b o

Pucynox 19 — Ilpuxian 310paHHOT TOJIOBOIOMKH

O0’exkTn target € ek3emIuIApaMu Kiacy Trigger, SIKHii Mae T1ole
ObjectInTrigger — o6’ext y mo3uitii. [Ipu BCTaHOBJICHHI eIEMEHTY Ha gear target

ObjectInTrigger npuitmae 3HaueHHs true; CKpUIT:

using UnityEngine;
public class Trigger : MonoBehaviour

{
public bool ObjectInTrigger { get; set; }

void Start ()
{



ObjectInTrigger = false;
}
void OnTriggerStay2D(Collider2D other)
{
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if (other.CompareTag ("gear target") &&

Input.GetMouseButtonUp (0))
{

other.transform.position =
this.transform.position;

ObjectInTrigger = true;

other.gameObject.GetComponent<Mouse MovingObj> () .enabled =

false;

}
}
void OnTriggerEnter2D (Collider2D other)
{

if (other.CompareTag ("Key"))

{

ObjectInTrigger = true;

CrBopwiid HaCTIHHUN 00’ €KT 1 JOAQIM TPUTEP IS BIIKPUTTS TOJIOBOJIOMKHU

rpaBueB. CKpUNT:

using UnityEngine;
public class gears level : MonoBehaviour
{
public GameObject Gears Level;
public GameObject Camera;
public GameObject Junk;
public Trigger[] gears = new Trigger[4];
public Player player;
public gas gas;
[System.Obsolete]
void Start ()
{
Junk.SetActive (false);
}
void FixedUpdate ()
{
if (gas.Timer<=1l)

{

[lepeBipsieMO:SIKIIO TaliMep BUMILIOB 3aKPUBAEMO BIKHO

00’€KTH Ha MO3UIIISAX — 3aKPUBAEMO BIKHO.

. Y pa3i gxuo Bci
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Invoke ("BacktToGame", 0.5f);
}
if (gears[0] .ObjectInTrigger &&
gears[l] .ObjectInTrigger && gears[2].0ObjectInTrigger &&
gears[3] .ObjectInTrigger)
{
Camera.transform.position =
player.transform.position;
Junk.SetActive (true) ;
Invoke ("BacktToGame", 0.5f);

SIKu10 rpaBelb 3HAXOIUTHCS MOPYY 3 00’€KTOM 1 HATHCHYB KiaBinry «Q» —
IEPEeHOCUMO BHUJ KaMepu Ha pO3pOO0JIEHYy CXeMy TOJIOBOJIOMKHM Ta OJIOKyMO

MOJKJIMBITh KOPUCTYBaua yMpaBIATH KaMEPOIO:

[System.Obsolete]
void OnTriggerStay2D(Collider2D other)
{
if (other.CompareTag ("Player") &é&
Input.GetKey (KeyCode.Q))
{
Gears Level.SetActive (true);
Vector3 newCamPos = new Vector3(32.4f, 103.9f, -
57f);
player.gameObject.GetComponent<Player> () .enabled
= false;

Camera.gameObject.GetComponent<camera moove> () .enabled = false;
Camera.transform.position = newCamPos;
}
}
void BacktToGame ()
{
Gears Level.SetActive (false);
player.gameObject.GetComponent<Player> () .enabled =
true;

Camera.gameObject.GetComponent<camera moove> () .enabled = true;

this.gameObject.GetComponent<gears level> () .enabled
= false;

[Ticnst BCTaHOBIIEHHS yCIX €IEMEHTIB Ha MICIISl TOJIOBOJIOMKA 3aKPUBAETHCS.
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3.4 Peanizaunisi MmoaeJii ABUTYHY Kopalast

Jl71s cTBOpEHHS MOJIeNi ABUTYHY MOCTajla HeOOX1IHICTh Y CTBOPEHH1 acCeTiB
JUTS IBUTYHY — MOJIETTh CAMOT0 JIBUTYHA, MOJIEJb OJIOKY, 1110 HEOOX1AHO T’ €THATH
Ta iHTepdeiic camoi romoBosoMKu. OKpiM IIHOTO HEOOXITHO OYyJO CTBOPHUTHU
00’€KTH, 10 3HAXOIUTUMYThCS Ha (POHI CEKIlii, e 3HAXOAUTHCS 00’ €KT, a TaKOK
acceTu caMoi IpabuHU, SIKOIO JIa3aTUME I'OJIOBHUN Iepoil.

Accetu, 1110 OYyJI0 CTBOPEHO JJIs1 Marid KopaoJid npeacTaBieHo Ha pucyHky 20:

a) npabuHa (Bepx) 0) npabuHa (HU3)

B) IBUTYH KOpaOs ') KOMIT FOTep

Pucynok 20 — Ha0ip accetiB 1ist kopabist

3a 3a1yMKOIi I'pH, repoil MOBUHEH pO3rajiaTH KBECTH 100 3aIlyCKY ABUTYHY.
Otxe, MOTpiOHI acceT ISl BimoOpakeHHs1 ABUTYHA 30mu3y (puc. 2la) Ta 60k

JIBUTYHA, AK1¥ TpaBlio NOTpiOHO Oyne 3ennyBatu (puc. 210).
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Pucynoxk 21 — AcceTn, moB’s3aHi 3 IBUTYHOM

['onoBonoMka «JIBUTYH»: 3aBJaHHSIM € TiA €QHATH BCl OJIOKU JBUTYHA /0
BIAMOBITHUX po3’emiB. Jlyia peasizarlii TOJOBOJOMKH OyJI0 CTBOPEHO HACTYITHY
lepapxiro:

1. Engine_level — oxpemuii iHTepdelic, 110 BiIKPUBAETHCS Ha 4ac

BUPIIIEHHS TOJIOBOJIOMKH.

2. Engine_2 — ue ¢oH, BUI ABUTyHA 30JIM3Y.

3. Rozetka (1-5) — e 6110KH, 1110 HEOOX1AHO i’ €AHATH 0 ABUTYHA.

4. GameObject (1-4) — me 00’ekTH, KOMI3is 3 SIKUMH aKTHBYE TPUTED

«Iia’ eqHAHHSD» OJIOKY 10 ABUTYHA.
[Ticns min’enHaHHs BCix OJIOKIB ABUTYHA (pHC. 22), IHTEP(EHC TOIOBOIOMKH

3aKpHUETHCS, 110 JACTh 3MOTY ITPOJIOBKUATH MPOXOKEHHS TPH.

Pucynoxk 22 — CkpiH e1eMeHTY T0JIOBOJIOMKH 3 JBUTYHOM
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PoznrsiHeMo ckpunT 1715 iepeMitieHHs OJI0Ky:

using UnityEngine;
public class Mouse MovingObj : MonoBehaviour
{
private Vector3 offset;
public Camera curCam;
void OnMouseDown ()
{
Vector3 temp V = Input.mousePosition;
temp V.z = 57f;
offset = this.transform.position -
curCam.ScreenToWorldPoint (temp V) ;
}
void OnMouseDrag ()
{
Vector3 newPosition =
Input.mousePosition.y, 57f);
this.transform.position =
(curCam.ScreenToWorldPoint (newPosition) + offset);

}

new Vector3 (Input.mousePosition.x,

}

O0’extn  GameObject Takox € enemeHTH kiacy «Tpurrep», BOHH

BIJIMIOBIJAIOTH 32 MPOTPEC MPOXOHKEHHS TOJTOBOJIOMOK IMiCIIs epEMILIEHHS OJI0KIB

neuryny Ha GameODbject-00’extu:

using UnityEngine;
public class Trigger : MonoBehaviour
{
public bool ObjectInTrigger { get; set; }
void Start ()
{
ObjectInTrigger = false;
}

void OnTriggerStay2D(Collider2D other)
{
1f (other.CompareTag ("gear target") &&
Input.GetMouseButtonUp (0))
{
other.transform.position = this.transform.position;
ObjectInTrigger = true;

ther.gameObject.GetComponent<Mouse MovingObj> () .enabled = false;
}

}
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void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag ("Key"))
{
ObjectInTrigger = true;
}

Mopenbs OBUTYHY Mae€ CKpPUIT NEpeXOoAy Bil 3BUYHOro iHTEepdeiicy 0
1HTEepQeicy roJIOBOJIOMKH 1 HABMAKH (ITICIS MPOXOKEHHS IOJIOBOJIOMKH). OO’ €KTH
gear e exzeMILIsIpy Kiacy «Trigger», siki BiamoBigaroTh 3a 00’ektu GameObject,

TOOTO aKTUBAIlSl HUX 00’ €KTIB 3aIlyCKae TPUITEP TPU:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class engineScript : MonoBehaviour
{
public GameObject Engine Level;
public GameObject Camera;
public Trigger[] gears = new Trigger([4];
public Player player;
[System.Obsolete]

void Start()
{
this.gameObject.GetComponent<AudioSource> () .enabled =
false;
}
void FixedUpdate ()
{
if (gears[0] .ObjectInTrigger && gears|[l].ObjectInTrigger
&& gears[2].0bjectInTrigger && gears[3].0ObjectInTrigger)
{
Camera.transform.position =
player.transform.position;
Invoke ("BacktToGame", 0.5f);
}

}
[System.Obsolete]

void OnTriggerStay2D(Collider2D other)
{
if (other.CompareTag("Player") &&
Input.GetKey (KeyCode.E))
{
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Engine Level.SetActive (true);
Vector3 newCamPos = new Vector3(-80.74f, 155.6f, -

57f);

player.gameObject.GetComponent<Player> () .enabled =
false;
Camera.gameObject.GetComponent<camera moove> () .enabled = false;

Camera.transform.position = newCamPos;

}

void BacktToGame ()
{
Engine Level.SetActive (false);
player.gameObject.GetComponent<Player> () .enabled = true;
Camera.gameObject.GetComponent<camera moove> () .enabled =

true;

this.gameObject.GetComponent<AudioSource> () .enabled =
true;

this.gameObject.GetComponent<engineScript> () .enabled =
false;

3.5 Orasja pu3ukiB

3.5.1 Pusuku 1MoB’si3aHi 3 X0JI0M I'pH

[To-nmepme, 1e aucOamaHc Trpyd MDK HIPOTAroOHICTOM Ta AaHTaroHICTOM.
[TpuuynHOIO BUCTYNA€ HENOCBITUEHICTh PO3POOHHUKA, TOTaHE TECTYBAHHS TPU MOXKE
MIPU3BECTHU 0 HEMOKJIMBOCTI1 3aBEPIIICHHS IIEBHUX PIBHIB I'PH, a00 HaBIIaKu pOOUTH
1X 3aHAATO JICTKUMHU.

JUist onTUMI3allii TAKOrO PU3UKY e TECTYBaHHS YCIX PIBHIB I'PH MPU PI3HUX
yMOBax CTOPOHHIMHU 0C00aMu, 1110 HE € PO3POOHUKAMH IIIET TPU.

HactynHuil pu3suk — CTBOpEHHS OJHOPIAHOI(HE 11KaBO1) rpu. OCKUIBKH rpa €
HEBEJIHMKOIO 1 JJOCUTh MPOCTOIO, 116 MOXKE MPUUMHUTH Opak KOHTEHTY, BIICYTHICTb
OaxaHHS TOBTOPHOTO TPOXOKEHHS TPH, HEMPOIYyMAaHICTh 1 HEY3TOJKEHICTh
irpoBux 3aayMiB. Tak, HampuKiaja, MEpPeTsAryBaHHS JeTallell € JOCUTh MPOCTOIO
3a/1auero 1 He BUMarae 0COOIMBUX 3yCHIIb BiJl TPABIIS.

3 TOYkM 30py ONTHMI3allli MOXKHAa CTBOPUTH 1JI€I0 3arajibHOi Tpu, a HE

30CepeHKETUCS Ha OJIHIN IiKaBid «(didui», MICIS MPOXOKEHHS SKOI KOpPUCTYBad
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BTPATUTh IHTEPEC J0 ITPOBOTO MPOIIECY. 3aCBIUCHHS YaCTHHU KOCMIYHOTO KOOI,
JUTSI TOTO 1100 HE BIJKPUBATH T'PABINIO yCiX 3aB/aHb, a TPOOYAUTH B HHOMY IHTEpEC
JI0 TOro, 1o Horo uekae pgam. IIpoekTyBaHHS JiHII CIOXKETY, 3 MOXKIIMBICTIO
MOJANBIIIOT0 MaciITa0yBaHHsI, T0AaHHS B1J€0-BCTABOK MEPe 1 MOCT 1CTOPIH.

[le oauH pU3UK — HE3PO3YMLIICTh IPABIIEM HACTYIMHOIO KPOKy. Po3pobiieno
TPH PI3HUX PIBHI 3 3aBIaHHSIMH, SIK1 MOYKHA IMPOXOJUTH Y JOBIILHOMY MOPSJIKY, 10
MO3K€ 3aIUTyTaTH TPaBLsl 1 BBECTU B HEMTOPO3YMIHHS, 1110 BAKOHYBATH JAJIL.

Jns onmTumizaiii Takoro puU3UKy CHiJ  J0AaTH IMiJAKa3Kh, J0JIaTKOBE
OCBITJICHHSI Ha MICIs KapTH, IO MOTPeOyIOTh 3aBeplIeHHS, a00 CTBOpPEHHS
IHMKATOpa MPOIECY BUKOHAHHS BCIX 3aB/JaHb.

OcraHHIl pU3UKOM 3 TaHOI KaTeropii MOXHa BBRKaTH HABMUCHUH AucOanaHc
TPU: OCKUIBKH Irpy PO3POOIISE JTIOMHA 3 HEBEITMKUM JTIOCBIZIOM, TO OLTbIIIA YaCTHHA
yacy 1 CWJI NPUAUISEThCS (PYHKITIOHATY TpH, a He 3a0e3MeueHHI0 0€3MeKH, TOMY
MOK€ BUHUKHYTH PHU3HK JOJAaBaHHS «YITIB» JO TPH TPaBISIMHU, dYepe3 IO
BTpavaeTbes iHTEepec. Yepes Manuii 10cBiz po3pobku irop Ha Unity, po3poOHUK HE

3MOK€ ONTHUMI3yBaTH LIeH pU3UK. AJjie yepe3 MPOCTOTY I'PU, LIEH PUBHK ITHOPYETHCS.

3.5.2 Pusuku noB’si3aHi 3 pO3rOPTaHHAM I'pU

[To-mieprre, e HEMOMXJIMBICTH 3allyCKy TIpH Ha HEMOTYXXHHUX/CepemaHix
MaITnHax.

HeBnockoHnanena apxiTekTypa TpHW, BIACYTHICTh BalifaTOpiB, MOXKE
IPU3BECTH JI0 IMIIBUCAHHS TpH, a00 BUKOPUCTOBYBATH OLIbIIIE PECYpPCIB MAaIIMHHU,
HDDK BOHA HacIIpaB/l MOTpeOye.

Sk pileHHs: eKCcTpeMasbHe TECTYBaHHS 1 HABAHTAXXEHHS I'PU MOXKE BUSBUTH
3HAYH1 HEJOJIIKH, K1 MOXKHA JIKBIIyBaTH, ajie Yepe3 HeIOCTATHICTh Yacy 1 JI0CBIAY
PO3pOOHUKA ONTUMI3YBAaTH TPy A0 KIHIIS HE BIACTHCA.

Hactynuuii pusuk — wmana uuiboBa ayautopis. ['pa pospoOrnena s
JECKTONIB, a 3apa3 OUIbLIICTh HEBEJIHMKUX IFOp CTBOPIOIOTHCS ISl MOOUTBHHUX

npucTpoiB (Ounbmma ayautopis). PilmeHHSM MOXXE CTaTh CIPOIICHHS MPOIECY
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YCTaHOBKH 1 3aIyCKy TpH JUIsSl TOTO 1[00 HE BTPATUTH THX KOPUCTYBAayiB, XTO Oyne
CTHKATHUCh 3 TOMUJIKAMH BCTAHOBJICHHS I'pU HA AECKTOI. AOO ITHOpYBaHHS PU3HKY,
OCKUIBKU MPOEKT HE € KOMEPIIHUM 1 HE CTaBUTh 32 METY OTpUMaTH (piHAHCOBUI
ycrix. OCHOBHA iJiesi IPOEKTY HABUYUTHUCS PO3POOJIATH ITPOBI 3aCTOCYBaHHS Ta

HAKOMMYECHHS JJOCBITY.

3.5.3 Pusuku, now’s3aHi 3 po3pOOHUKOM

SIKIO MIIaHYETHCS MPOEKT peani3yBaTH K KOMEPUIMHUM MPOAYKT, TO TYT
MOCTa€ 3arpoza He 3aBeplIeHHs poOOTH BiANOBIAHO TwIaHy. OOcsar pobortu
HEJIOOIIHIOETHCSI B Pa3H, BHACIIJOK YOTO €HTYy31a3M 3aKIHUYETHCS paHiIIe 4acy.
binpmia vactuHa imed 1 nu3aliHy 3alMINAETHCS HEpeanizoBaHow. JlOBOAMTHCS
KEPTBYBATH 1/1€IMHU JAJIsl TOTO, [00 BCTUTHYTH 3aBEPIIMTU POOOTY HaJ OCHOBHUM
(YHKIIIOHAIOM, BiJl YOT0 CTpaXJa€ 3arajJlbHUi KOHIENT TP 1 B pe3yJbTaTi
OTPUMYEMO HE TOHM Pe3yJIbTaT Ha SKUX PO3PAXOBYBAJIM HA MOYATKY.

Jlanuit POEKT € HEKOMEPIIMHUM 1 PO3pOOIISIEThCS y paMKaxX HaBYAIbHOI
IporpamMu, 1 TOMy OCHOBHUM BaXKJIMBHUH pecypce I 4yac, a He Tporri. Skimo micis
BUTPAYCHHS TIOJIOBUHU 3aIIAHOBAHOTO dYacy IIPOEKT HE Mae irpabesbHOro
IPOTOTHUITY, TO Ipa MOTEHLIMHO MOXKe OyTH HE 3aBepIIICHA.

VY TakoMy pa3l MOXXE JONOMOITH TIJIaHYBaHHS MPOEKTY, palllOHAIbHUMA
po3noai podoTu Haj GyHKIIOHAIOM. BcTaHOBIEGHHS AenjialiHIB, MOHITOPHUHT
IpOrpecy 3a JONOMOIOK0 THYYKHUX METOJI0I0T1H PO3POOKH.

HemoxmBicTs peamizaii GpyHKITIOHATY TaKOX BITHOCHTHCS JIO IIOTO THITY
pPHU3UKIB, TOMYy IO € MOXIJIUBICTh HEIOCTATHICTI TOCBiNy/3HAHB/TIPAKTUKU
po3poOHUKa. SIK pillIeHHs: BAKOPUCTAHHS HAPAIFOBaHb, TOTOBHX PIIICHb, aHAJIOT1B
OakaHoTo (PYHKITIOHAITY, SIKIIO 11€ MOMJIMBO. SKIIO Hi, CIIPOIIEHHS peani3aiii 31

30€epEKCHHSIM 3arajibHoO1 171€e1.
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BUCHOBKU

VY pesynbrati Oyno po3poOieHO mpale3JaTHUN MPOTOTHII TPH 3 0a30BHM
HaOOpPOM TOJOBOJIOMOK.

KopucrtyBaya MoTHBY€ Tpatu B rpy ii 30BHIIIHS CKJIAJ0Ba Ta TAKOX IIKaBi
rOJIOBOJIOMKH, SIKI HE Takl MPOCTi, SKUMU BOHU 37AI0ThCS HA MEPIIUN MOTIIA, a
MOTIM MOCHJTIOIOTHCS 3 KOJKHOIO CEKIIIEH KOpaOJIto.

KopuctyBau Oyae nparayTv 3HalTH pillIEeHHS TOJIOBOJIOMKH, aJ»Ke Hebarato
JIOJIeH 3MOXKYTh 3MIPUTHUCS 3 TUM, IO I'pa iX MooJaj]a Ha 3BUYaiH1il TOJIOBOJIOMII],
e Oyae MopoaKyBaTH HOBI CIIpOOHM, IIO TaKOX CIPHUSE MOKPAIIEHHIO JOTIYHOTO
mucienHa. KpiM nporo, rpaseinp Oyae mparHyTd MOOAYUTH, SIKI €JIEMEHTH Ta
TOJIOBKH € B TPl — 1€ MIAKPINUTh BHYTPIIIHIO MOTUBAIIIO TpaBIs. Y Tpi € 6araTo
€JIEMEHTIB, SSIKHUMU MOKHA KOPUCTYBAaTUCh, & TAKOXK €JIEMEHTIB, SIK1 € IEKOPOM abo
CKPHUTOIO MJKA3KOI0 VISl TOr0, 00 BUPIIIUTH T'OJIOBOJIOMKY.

@dyHIaMEHTAIbHUMU MPAaBUJIAMH TPU € T€, 1110 IPaBIf0 Tpebda B3a€MOIISTH 3
OTOYCHHSIM, BHPIIIYIOUH TOJOBOJIOMKHA Ta MPOSBISIOUN KMITIMBICTh, SIKIIO HE
CHIIKYBaTH TpaBUjiaM I'pU TO rpaBls Oyjae OUiKyBaTH pecTapT, ado mepepoOka
QITOPUTMY TIOUIYKY pIIICHHS TOJIOBOJIOMKH, BCE 3aJIeKUTh BiJ] TMEBHOI
TOJIOBOJIOMKH.

3BICHO, B I'pi € CBOI 3aKOHU Ta MPaBUja, 3a IKUMU HATUCHEHHS Ha Ty, UM 1HIILY
KHONIKY Ma€ 3a co0O0I0 MEBHI HACHIIKH, SKI OyAyTh BECTH A0 PI3HMX Bapiamii
pIIICHHSI, HAIIPUKIIAJ, HEBIPHE BUPIIICHHS TOJIOBOJIOMKHU OyJe CIPUATA TOMY, IO
TOJIOBHUM Tepoil 3arnHe abo KOpHCTyBau Oyne AyMatd sIK Tpeba NpaBUIBHO
BUPIIIUTH TOJOBOJIOMKY, II€ IOAACTh TPl €JIEMEHTY IUIAHYBAaHHS Ta CTpaTerii, 110
TaKOXX IMOKPAIIUTh aHATITHYHI Ta CTpaTeriyHi 3110HOCT1 TpaBIIsl.

B rpi HEMae pi3HUX PEKUMIB Ta BUOOPY CKIIQJHOCTI, 1€ 3yMOBJICHO THUM, 1110
rpa JOCUTH MPOCTA JUIs MPOXOJKEHHS, aJie BCE 3aJICKUTH B/l aHATITUYHOTO CKIIATy
po3yMy KopucTyBadya. BUKOHaHHS IpaBWJI KOHTPOJIIOIOTH MEXaHI3MU KOpaldJiio,
SAKUW BUMILOB 3 Jaly, 4epe3 e KOPUCTyBauy TpeOa 3HaXOAUTH MPaBUIIbHI PILLICHHS

Ta 3aCTOCYBAaHHS MPUIIAJIIB, IKi MAIOTh OyTH IHTYITUBHO 3pO3yMLJIi, TAKOXK €IEMEHTH
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KepyBaHHS pPO3TAIOBaHI HAa Hal PO3MOBCIOKEHI KHONKH, IO HE IMOBUHHO
BUKJIMKATH TUTAHHS IIOJ0 MOJAIBIIOTO KpOKy. Jlwime Bim rpaBisd 3aJIeKUThH
pe3yibTaT, SIKHA OTpUMAE y KIHIII TPABEILb.

B rpi Hemae JOMIHYIOUHX CTpaTerii, JMIIEe BipHE BUPIIICHHS T'OJIOBOJIOMOK,
SKE€ JacTh 3MOTY MPOWTH Jayi Ta BpsTyBaTh cebe Ta kKopabenb. Takoxk CTOITh
BIZIMITUTH Ha T€, 110 yCsI Tpa CYMPOBOKYETHCSI My3UKOIO Ta IrPOBHMH 3ByKaMH ITPH
B3a€EMO/IIT 3 MpeaIMeTaMH, IO J0JIa€ I'Pi KUBOCTI, HAPUKIIA, Y ACTKUX MOMEHTaX

I'pY 3BYK 3MIHIOETHCS, IO Oy/1€ HATUKATH HAa TyMKH, 110 IIOCh HE TaK.
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