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AHOTAILIIS

CtpykTypa Ta 00CsT poOOTH.

[TosicHIOBabHA 3anKcKa KBadi(ikaiiHoi poOOTH OakanaBpa CTyJIeHTa IPYyNH
KH 2021-1 cnemianmsrocti 122 Komm'rotepHi Hayku Knsrina-I3oenesa Ilapia
AnppiiioBuya Ha TeMy «Po3poOka koHiemniii Ta irpoBux MexaHik 2D-rpu Ha 0asi
cepenoBuiia po3pooku Unity» mae 4 pos3ainu, Bkitodae 9 pucyHkis, 7 Tabnuih, 28
JoKepen, 24 nonatku.

[Ipeamet nocnimkenns: 2D-npurogHuIlbKa rpa B )KaHPi KBECTIB.

Mera po6oTH: pO3pOOMTH IrPOBI MEXaHIKM TMEPCOHAXKA, IEePEeMIillICHHS,
TOJIOBHE MEHIO Ta MiHi-1TpH.

Meroau AOCHIKEHHS: METOAM aHalli3y MNpeaMeTHOi 001acTi, 00’€KTHO-
OpPIEHTOBAHOTO MIPOEKTYBAHHSI, TECTYBAHHS ITPOTPAMHOTO 3a0€3TCUCHHS.

[Iporpamue 3a0e3neuyenns: Unity 2022.3.18f1, C#, 6i6mioTreka Cinemachine.

Pesynbratu: peani3oBaHO MEXaHIKHM PYXY, CTENCy, 1HBEHTaplo, KBECTIB,
NepeMIIlleHHsT 3 ONTUMI3alli€lo, rojioBHe MeHto, MiHi-irpu (Rush Hour, Switch
Panel), npoBeneHo TecTyBaHHs Ha MPUCTPOT 3 MIHIMATBHUMU XapaKTEPUCTUKAMH.

Pexomenparlii 1010 BUKOPUCTAHHS PE3YJIbTATIB: CTBOPEHUN MPOEKT MOXKE
3aCTOCOBYBATHUCS Y HABYAIBHUX IUISAX I BUBUYEHHS PO3POOKHU irop.

I"any3b 3acTocyBaHHS: irpoBa 1HAYCTPIs, HABUAJIbHI TPOEKTH.

3HAYyNIICTh POOOTH Ta BUCHOBKH: PO3POOJICHHI MPOEKT CIPHUSE PO3BUTKY
HAaBUYOK CTBOPEHHS 1rop y KOMAaHJi, MOTJHUONIOIYM PO3YMIHHS MOJIYJIBHOT
pO3pOOKH, a TakoX Mae MUCTEIBKAN HampsiM KyJIbTypHOI LIHHOCTI, Yepe3
B3a€MO/II10 3 IFPOBUM CEPEAOBUIIEM, 10 CIPHUSIE PO3BUTKY JIOTIYHOTO MUCIIEHHS Ta
3aHYpPEHHIO B IHTEPAKTHBHUYN HApATHB.

Karouosi ciosa: 2D-I'PA, UNITY, II'POBI MEXAHIKHU, C#, KBECT,
CINEMACHINE, OIITUMI3ALIIA.



ANNOTATION

Structure and scope of the work.

The explanatory note of the bachelor's qualification work of a student of the
KN 2021-1 group, specialty 122 Computer Science of Kliahin-lzovtsev Pavlo
Andriiovych, on the topic «Development of concept and game mechanics for a 2D
game based on the Unity development environmenty, consists of 4 sections, includes
9 figures, 7 tables, 28 references, and 24 appendices.

Subject of research: 2D adventure game in the quest genre.

Objective of the work: to develop game mechanics for the character,
movement, main menu, and mini-games.

Research methods: methods of domain analysis, object-oriented design, and
software testing.

Software used: Unity 2022.3.18f1, C#, Cinemachine library.

Results: The mechanics of movement, stealth, inventory, quests, optimized
movement, main menu, and mini-games (Rush Hour, Switch Panel) were
implemented, with testing conducted on a device with minimal specifications.

Recommendations for the use of results: the developed project can be used for
educational purposes to study game development.

Field of application: gaming industry, educational projects.

Significance and conclusions: the developed project contributes to the
development of team-based game creation skills, deepening the understanding of
modular development, and has an artistic direction of cultural value, as interaction
with the game environment promotes the development of logical thinking and
Immersion in an interactive narrative.

Keywords: 2D GAME, UNITY, GAME MECHANICS, C#, QUEST,
CINEMACHINE, OPTIMIZATION.
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BCTVII

CyuacHuil CBIT XapaKTEpHU3y€TbCS CTPIMKUM PO3BUTKOM 1H(POPMAIIHHUX
TEXHOJIOT1M, $AKI TPOHUKAIOTh Yy BCl CPEpH JIIOACHKOTO KHUTTS, BKJIIOYAIOUU
KyJbTYpPY, MUCTEIITBO Ta KOMYHiKaiito. OMHUM 13 HaMsCKpaBIlIMX MPOSBIB IILOTO
IPOLIECY € BIACOITPH, SIKI 32 OCTaHHI JAECATHIITTS TPAHCPOPMYBATHUCS 3 MPOCTUX
PO3BOKAIBHUX TMPOAYKTIB y CKIQAHWK 1 OaratorpaHHuUN 3acid BHUpaXKEHHS.
Bineoirpu, noeiHy0uM IHTEPAKTUBHICTb, BI3yalIbHY €CTETHKY, MY3UKY Ta HapaTHB,
CTaJIi HOBOIO (hOPMOIO MUCTEITBA, 10 I03BOJISIE aBTOPaM IepeiaBaTH CKIIaaHi i/1el,
eMo1Iii Ta couiaabHi nocuiau. CbOro/iHI BOHU HE JIMIIE PO3BAXKAIOTh, & i CIYTYIOTh
m1aThOPMOIO TSI OCMUCIICHHS DIOOATHhHUX TPOOIEeM, TaKuX SIK TOJITHIHI
KOH(IIIKTH, coIliaJbHa HEPIBHICTh 4M BO€HHI Tparexdii. LleWt ¢geHomeHn poOUTH
pO3pOOKY BiICOIrOp AaKTyalbHOK Taly33l0, 10 BHUMAara€ sK TEXHIYHOI
MaiCTEPHOCTI, TaK 1 TBOPYOTO MIAXOY.

[cropu4HO BiZIEOITPU 3apOAMIIUCS SIK TEXHIYHI ekcnepumeHTH B 1950-x
pOKax, KOJIM Mepull KOMI'OTepHi mporpamu, Taki sk «Tennis for Two» um
«Spacewar!», JIEeMOHCTpYBajld TMOTEHIIAT IHTEPAKTUBHUX IMPPOBUX CHUCTEM.
[IpoTsiroM HaCTYNmHUX AECATHIITH ITPOBa 1HAYCTPisl €BONIOLIOHYBAJIA, IEPEXOIIUn
BIJl apKaJHUX aBTOMATIB N0 CKIaAHUX AAA-TIPOEKTIB 1 HE3WICKHHUX ITOP, SIKI
aKIICHTYIOTh Ha HapaTUB1 Ta eMoIliiHOMY BIuMBi. CydacHi Bifeoirpu, taki sk «The
Last of Us», «This War of Mine», «Papers, Please» un «Valiant Hearts: The Great
Wary», BHUKOPUCTOBYIOTH IHTEPAKTHUBHICTh SK YHIKQJIbHUM IHCTPYMEHT IS
3aHypEHHS TPaBIs B ICTOPIIO, JO3BOJISIIOYM HE JIUIE CIIOCTEpiraTv, a i aKTUBHO
BITUBATH HA PO3BUTOK MOAIN. [le poOUTH irpu MOTYKHUM MEJIIyMOM JUIs Tiepeaadi
aBTOPCHKHUX 17I€l, 30KpeMa THUX, IO CTOCYIOThCSI CKIQJHUX COIIaIbHUX YU
MOJIITUYHUX TE€M, TaKUX SK HACIIJIKHU BIMHU 4M OOpOTHOA 3a BUYKMBAHHS B yMOBaX
KpHU3H.

OcoOHBICTIO BIACOIrOp SIK MUCTEITBA € IXHs 3[JaTHICTh MO€JHYBATH Pi3HI
dbopmu BupaxkeHHS — Bij TpadiuHOrO AM3aiHYy J0 MPOrpaMyBaHHS Ta CIIEHAPHOT

po60oTH. 3aBASIKM I1[bOMY aBTOPU MOXYTb CTBOPIOBaTH CBITH, SIKI HE JIMILE
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3aXOIUTIOIOTH TPaBLd, a i CIIOHYKAIOTh 10 pediekcii HaJ BaXXJIMBUMU MUTAHHSIMHU.
VY KOHTEKCTI BOEHHMX KOH(IIKTIB 21-r0 CTOMITTS, KOJIU CBIT CTUKAETHCS 3
TpareisiMu, 110 3a4iNal0Th MUTBHOHU JIFOACH, BIIEOITPU CTAIOTh IHCTPYMEHTOM JIJIs
BUCBITJICHHS JIIOJICBKUX 1CTOpIA, AEMOHCTPYIOYM BIUIMB BIMHM Ha 3BUYANHUX
JIOJIEH, sIKI OMMHSIOTHCS B emilleHTpi moAii. Taki mpoekTh, sk «Valiant Hearts: The
Great Wary, Moka3yroTh, 1110 irp1 MOXXYTh OyTH HE JIMILIE PO3Baror, a i 3acooom
VTSI TIepeiadi aHTUBOEHHOTO MOCUITY, BUKITMKAIOUM €MIATII0 Ta PO3YMIHHS.

Po3po6xka koHIenIIii Ta irpoBUX MexaHik 2D-rpH B saHpi MPUTOAHUIIBKOT TPU
Ha 0Oa3i cepemoBuma Unity € akTyalbHOIO 3a7a4€l0 B KOHTEKCTI CTBOPEHHS
KOMIUIEKCHOTO ITPOBOT0O MPOEKTY, 110 BUCBITJIKOE COLIATBHO 3Hauymll TeMu. ['pa,
HAaTXHEHHA pEeATbHUMH TMOJIIIMU CYy4acHUX KOH(IIKTIB, 30KpeMa BIHHOIO B Y KpaiHi,
ajle peayi3oBaHa Yy BHMIaJaHOMy CETTIHIY, NOKIHMKaHa MO€AHYBaTH EMOIHY
HapaTUBHY TJIMOWHY 3 IHTEPAKTUBHUMH KBECTOBUMH MeEXaHIKamH. Sk dacTuHa
KOMAaH/IHO1 poOOTH, po3po0Ka IrpoBOi apXITEKTYypH Ta MEXaHIK BIAITPAE KIHOYOBY
poib y (opMyBaHHI IUTICHOTO irpOBOrO JOCBiIYy Ta 3a0e3MedeHHl 1HTerparfii
ay/110Bi3yaJIbHUX KOMIIOHEHTIB, CTBOPEHUX 1HIIMMH YYaCHUKAMU KOMaHIH.

Mera poboTu mosisirae y po3po0Oii KOHIIEMIIii Ta iIrpoBux MexaHik 2D-rpu B
*aHpl KBecTy Ha 0a3i cepepoBuila Unity sIK YaCTUHU KOMIUIEKCHOTO MPOEKTY, 1110
BKJIFOUA€E CTBOPEHHSI ayA10CYTPOBO/TY, BI3yaJIbHOTO CTUIIIO Ta LIEHIEPIB.

3aBaHHs JOCHIIKEHH:

1. mpoBecTH aHami3 MpeIMeTHOT 00J1acTi, BKIIOYAIOUH OIS cydacHux 2D-irop
y KaHp1 IPUTOJHUIIBKUX KBECTIB Ta 1X IrPOBUX MEXaHIK;

2. pO3pOoOUTH KOHIICTIIIIO TPH, IO BKIIOYAE ITPOBY apXITEKTYypY, CIOXKETHY
OCHOBY Ta CTPYKTYpY IIPOBHUX 00 €KTIB,;

3. CIIPOEKTYBATH KITIOYOBI IrpOBI MEXaHIKH,

4. peanmizyBatud po3poOJieHI MEXaHIKH B OOpaHOMY CEpEeIOBHUINI PO3POOKHU
KOMIT FOTEPHUX BIJIEOITOD;

5. MPOBECTHU TECTYBAHHS ITPOBUX MEXAHIK Ta OLIIHUTH iX BIUIUB HA HAPATUBHUU

1 eMOIIIMHUI JOCBIJ TPABIIA.
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O06’ekT mOCHiKEHHsI — mpoliec po3podku 2D-rpu B KaHP1 MPUTOIHULBKOT
rpu B cepenoBuii Unity.

[IpeameT nocmiKeHHs — KOHIICTIIis Ta irpoBl MexaHiku 2D-rpu, peanizoBaHi
B cepenonuiii Unity.

Meroau  JOCHIDKEHHS  BKJIIOYAIOTh  aHalli3  JITepaTypHUX  JDKEpell,
NOPIBHSUIBHUYN aHaAII3 aHAJIOT1B, MOJICTIOBAHHS ITPOBUX IMPOIIECIB 3a JOTOMOTOIO
UML-niarpam, mporpamyBanHs B cepemoBumii Unity, a TakoX eMIipuydHe
TECTyBaHHS PO3POOICHUX MEXaHIK.

Teopernuna IiHHICTH POOOTH MONSATa€ Yy CHUCTEMAaTu3alii MIAXOAIB [0
PO3pOOKH ITPOBUX MEXAHIK JIJIi HAPAaTUBHO Opi€HTOBaHUX 2D-irop, 1mo Moxe OyTu
BUKOPHCTAHO JIJIS TTOAABIITUX JTOCIIKEHb y cepi reiMan3ainy.

[IpakTryHa 3HAYYIIICTh POOOTH IMOJIATAE Y CTBOPEHHI KOHIIEMIIIT Ta IrpOBUX
MEXaHIK, fIKI € OCHOBOIO /IS peaji3allli LUIICHOTO IrPOBOTO MPOEKTY B CKIAIl
KOMIUIEKCHOT pO3pO0KH, a TAKOX y Po3po0Ill peKOMEH Al M00 X IMIUIEMEHTalli1

B Unity.
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PO3 I 1 3AT"AJIBHI ITOJIOXKEHH A

1.1 Onuc npeaMeTHOTO cepeIoBHUIIA

CyuacHa emoxa iH(pOpMAaIIMHUX TEXHOJIOTIM BIIKpUBae Oe3mpereaeHTHI
MOKJIUBOCTI JJIsI CHHTE3Y TE€XHOJOT1i, MUCTEITBA M COLIIOKYJIbTYpPHUX HApATUBIB,
10 3HAXOJSITh CBO€ BTUICHHS B TakoMy (peHOMEHI, sk Bimeoirpu. Bim ckpomHmMX
TEXHIYHUX EKCHepUMEHTIB cepeauHu XX CTONITTA A0 OararorpaHHHUX
MYJIbTUMEIINHUX TaTGopm, o GOpMYyIOTh IMOOATBHY MOM-KYJIbTYPY, ITPH CTAIH
HE JIMIIE JHKEPEIOM po3Bar, aje W MOTY>KHUM 1HCTPYMEHTOM Ui mepenadl i7eH,
€MOIIiil 1 CyCHUIbHUX 3BEpHEHb. Y 1IbOMY KOHTEKCTI *aHp KBECTIB, a00 aJBEHUYP,
3aiiMae 0coOIMBE MicCIie, TTOEAHYIOYN HApATUBHY ITMOUHY 3 IHTEPAKTHUBHICTIO, 110
JI03BOJISIE TPABISAM HE MPOCTO CIOCTEPIraTH, a i aKTUBHO 3aHYPIOBATUCS B 1CTOPIIO.

Kanp kBecTiB, 10 HUHI € OJIHUM 13 HalBUpa3HIIIUX NPOSBIB BiAeoirop, oepe
cBi mouatok y 1970-x pokax, KOJIM MporpaMmyBaHHsI i MUCTELTBO OIMOBI/I BIEpILIE
3nunucs B eauHe 1iie. YiuiesaMm Kpayaep, amepukaHChbKUNA TPOrpamicT 1 CIENEoIor,
BBAXKAETHCS 3aCHOBHUKOM IIBOTO KaHPY 3aBiasiku ctBopeHHIo rpu «Colossal Cave
Adventure» (1976) mns xomm’torepa PDP-10 [1]. HatxHeHnHa mociimKeHHSIMHU
neyep KeHTykki, IS TEKCTOBa Tpa TMPOTNOHyBaja TpPaBIsIM TOJIOPOKYBATH
BUTQ/IAHUM T113€MEJUISIM, BUPILITYIOYH TOJIOBOJIOMKH Ta B3a€MOJIIFOUH 3 OTOUECHHSIM
yepe3 TeKCTOBI KoMauau. IHTepdeiic rpu OyB CyTO TEKCTOBUM, ane ii
1HHOBAIIHICTh TOJISITalla B IMEPCUBHOCTI: TpaBellb BiIUyBaB ceOE TepOEM IPUTOI,
[0 PO3TOPTAIOTHCA B YSBHOMY CBITi, TIOJIOHO 10 JITEpaTypHOTO TBOPY, ajie 3
MO>KJIUBICTIO aKTUBHOI B3a€MOIII.

I'pa «Colossal Cave Adventure» He nuIle 3aKki1ana OCHOBH JKaHPY, ajie i cTana
KyJbTYpHUM (EHOMEHOM Cepe/ MPOrpaMiCTiB 1 CTYJEHTIB, SKI MOIIUPIOBAIH ii
yepe3 yHiBepcuTeTchbki Mepexi [1]. Xoua Kpayaep cTBoproBaB rpy sik xo001, ii ycmix
IPOJEMOHCTPYBAB MOTEHI[iad BIJIEOITOpP K HOBOTO MENIyMy Jis OMOBIJIEH, IO

HNO€HYIOTh JIOTIKY, YSBY Ta IHTEpakTHBHICTh. Lleil TBOpumii BHECOK cTaB
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BIZIITPABHOIO TOYKOIO JUTS MOJATBIINAX 1HHOBAIIIH, 30KpeMa Mepexoy BiJl TEKCTOBUX
10 rpaiYHUX KBECTIB, 0 PO3UIUPWIN ay AUTOPIIO KaHPY.

Hactynuuii eran po3BUTKY >KaHPY IMOB’S3aHUM 13 JISUIBHICTIO TOJAPYXOKS
Kena ta PoGeptu BinbsiMc, siki TpaHChOpMyBaiud TEKCTOBI KBECTH B rpadiyHi
aJBEHUYYpH, 3pOOMBIIM iX MOCTYNMHUMH i MacoBoi ayaurtopii. Y 1980 pomi
Binesamcu, natxuenHi «Colossal Cave Adventure», crBopunu «Mystery Housey —
nepury rpy, 0 TMO€AHYBaJla TEKCTOBI OMUCH 3 MPOCTHMH YOPHO-OUTHMMH
unroctpanismMu [2]. Bunymena st komn’totepa Apple I, rpa po3noBigana mpo
JETEKTUBHY 1CTOPiI0 B MOKUHYTOMY OyJAMHKY W JO3BOJIsJIA TPABLSIM B3a€MO/IISTH 3
OTOUYCHHSM 4Yepe3 TEKCTOBI KOMaH/M, JOMOBHEHI Bi3yalbHUMH OoOpa3zaMu. 3a IiB
poky Binbsimcu npoganu 3000 kormii, 10 cTano KOMEPIIHHUM MPOPUBOM JIJIs 1HI-
PO3pOOHUKIB [2].

VY 1981 poui Bonu Bumyctunu «The Wizard and the Princess» — mepury
KOJIbOPOBY KBECTOBY Ipy, L0 3aKpinuia iXHiik ycmix [2]. 3acHyBaBUIM KOMIIaHIIO
Sierra On-Line, BinbsMmcu ctanu mioHepaMu rpadidyHUX aJBEHUYp, a iXHS cepis
«King’s Questy (1984-1998) BcTaHOBWJIa CTaHIAPTU KAHPY: CKJIQJHI CHOXKETH,
IHTEepaKTHBHI J1aJIOTH, TOJIOBOJIOMKHU Ta MaliboBaHa rpadika. Pobepra Binbsmc, sk
TOJIOBHA JW3allHEepKa, BHECIa OCOOJIMBHIA BHECOK y CTBOPEHHS HApaTHBIB, IO
MOETHYBAIM Ka3KOBY €CTETHKY 3 MIMOOKMMH TeMamH, ToAl sik KeH BiAmoBimas 3a
TexHIuHy peanizaiito. Irpu Sierra On-Line He nuIe nomyiaspu3yBajid KBECTH, alie
i chopMmyBanu LTy CyOKyIbTypy ILIaHyBaJbHHKIB, SIKI LIHYyBaJIH >KaHP 3a HOTO
IHTEJIeKTyaJIbHY Ta €MOI[iiHY TJIMOWHY, 110 BIUIMHYJIO HAa Cy4acHi MPOEKTH, TakKi sIK
«Oxenfree» um «Syberiay.

Po3Butok aHpy KBECTiB BiOyBaBCS Ha TJl CTPIMKOI €BOJIIOIT 1rpoBOi
IHYyCTpIli, fKa 3 KiHOA 1970-X poKiB cTajga 4acTUHO II00aIbHOI MOM-KYJbTYpPH.
ApxkaJiHi aBTOMaTH, Taki sik «Pac-Many un «Space Invadersy, Ta nepiri KOHCOMI, K-
ot Atari 2600 un Magnavox Odyssey, chopMyBaiii MaCOBHI PUHOK irop, ajie MosiBa
NEPCOHAILHUX KOMIT'I0TepiB y 1980-x pokax BiAKpWIa HOBI TOPU30HTH s
HapaTHUBHO Opi€HTOBaHUX TPOekTiB [3]. TexHomoriuamii mporpec, 30KpemMa

KOJIbOPOBI JIMCIUIEI Ta 3pPOCTaHHS OOYHMCIIOBAIBHOI MOTY>KHOCTI, JO3BOJIMB
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CTBOPIOBATH CKJIAHIIII irpH, Taki sk «Zork» uu «The Secret of Monkey Island»,
10 TOE€THYBAJIM TEKCTOBI ONMKCH 3 TpapiYHUMHU €IEMEHTaMHU.

KBectr BUSBMIINMCS YHIKaJIbHUM >XKaHPOM, IO BUXOAUTH 32 MEXI pO3Bar,
HaOyBarO4YM OCBITHBOTO NoTeHuiany. Hanpuknan, cyyacHa npuronnuiibka rpa «This
War of Miney, po3po0ieHa nosibcbkoto ctyaiero 11 bit studios, Oyia BkiIrodeHa 110
mkiabHO1 nporpamu Ilosbmi B 2020 poil SIK 1HCTPYMEHT JUIsi HABYAHHS MPO
HACJIIKU BIWHU, JIEMOHCTPYIOUHM, SK ITPU MOXYThb BHUXOBYBaTH €MIIaTil0 Ta
KpuTuaHe MucieHHs [4]. Lleit 7ocBia cTaB MOXKITMBHUM 3aBISKA HAKOTTMYEHHIO 3HAHD
IrpoBOi 1HAYCTPIi, IKa HABYMIIACS CTBOPIOBATH ITPH, II0 HE JIUIIE PO3BAXKAIOTh, ajie
W mepenaroTh BaxIuBI CycniuabHI mociaHHsA. CydacHI KBECTH, IPOJOBXKYIOTh
Tpanuuio BiapsamciB, BUkopuctoBytouu 2D-rpadiky uisi CTBOPEHHS IMEPCHUBHUX
HapaTHUBIB, 10 PE30HYIOTH 13 TII00ATBHOIO ay AUTOPIEIO.

VYKpaiHCchKa 1rpoBa 1HAYCTPis, IO aKTUBHO PO3BUBAETHCA 3 nmoyatky 2000-x
pOKiB, 3700yJia MI>KHApOJHE BU3HAHHS 3aBIAKU IPOEKTAM Yy JKaHpax UIyTepiB
(«S.T.A.L.K.E.R.»), ctparteriii («Cossacks») Ta MoOUIbHUX 1rOp. 3a manumu 2023
poky, Ykpaina Haniuye noHaj 120 irpoBux cTyAii, OUIBIIICTD 13 SKUX OPIEHTOBAHI
Ha eKcrmopT 1 KoMmepiitHi sxanpu [5]. Ilpore 2D-kBecTH 3aJIMIIAIOTHCS HINICBUM
cermeHToM. Taki npoekTH, sik «Shapik: The Quest» uu «Puzzles for Clef», xoua #
OTpUMAaJIH NMO3UTUBHI BIATYKU B 1H/11-KOM "IOHITI, HE MalOTh MacOBOI MOITYJISIPHOCTI,
0 KOHTPACTYy€ 3 IoOalTbHUMM ycrixamu irop Ha kmrtait «Hollow Knighty 4u
«Papers, Please» [5].

Himericte 2D-kBecTiB B YKpaiHI YacTKOBO MOSCHIOETHCS OOMEKCHUMU
pecypcamu Jjisi CTBOPEHHSI HApAaTUBHO CKJIAIHUX ITOp 1 pUHKOBHM (POKYCOM Ha
MOOUIBHI Ta 6araTOKOPHUCTYBAIlbKI irpu. BogHoUac 1151 cCuTyarlis BiIKPUBAE MPOCTIP
Uil iHHOBauid. Po3poOimroBaHa Tpa, 10 MNoeAHye ManboBaHy 2D-rpadiky,
COLIAJIbHO 3HAUYIIMA HapaTWB 1 YHIKaJIbHUI CETTIHI, HaTXHEHHUN CyYaCHUMH
KOH(JTIKTaMu, Ma€ MOTEHIIIa] CTaTH HOBATOPCHKUM MPUKIAJAOM JIJIsi YKPAaiHCHKOTO
reiiMzieBy. [i OpUriHaNbHICT MONATac B AKIEHTI HA JTIOASHOCTI Ta CBOOOI, IO
BUPI3HIE MPOEKT HA T OUTHII PO3BAKAIBHUX 1TOP 1 CIPHUSE PO3BUTKY KAHPY B

VYkpaini.
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Unity € mnpoBiAHMUM IrpOBHM JBHUTYHOM, SIKHM BHKOPHUCTOBYIOTH 69%
YKpPaiHCbKUX PO3pOOHMKIB 3aBASIKM KMOTr0 YHIBEPCAJIbHOCTI Ta miaTpumul 2D-
rpadiku [5]. s kBecTiB 1 anBeHuyp Unity IponoHye 1HCTPYMEHTH ISl CTBOPEHHS
J1aJIOTOBUX CHUCTEM, IHBEHTapHUX MEXaHIK 1 CIEHapHUX MOJIA, 10 € KPUTUYHO
BXJIMBUM JUIsl peaiizailii HapaTUBHO OPIEHTOBaHUX TpoekTiB. Hampukian,
BOyJJOBaHa CHCTE€Ma KOMIIOHEHTIB JI03BOJISIE JIETKO CTBOPIOBAaTH 1HTEPaKTUBHI
00’€KTH, TOAI SIK peJaKTOp aHiMarliil 3a0e3neuye MmIaBHICTb BI3yallbHUX €(EKTIB.

VY nopiBHSIHHI 3 IHIIMMH ABUTYHaMHU, TakuMu sk Godot un GameMaker, Unity
BUPI3HSAETHCS BEJIUKOIO CIUIBHOTOIO, JOCTYIHICTIO HAaBYAIbHUX PECypCiB 1
MOXIJTMBICTIO €KCTIOPTY Ha pi3HI MaTGopMu, 10 BIATOBIAAE UM pO3pOOITIOBaHOT
rpu, opientoBanoi Ha [1K 13 motenuianom ans posmupenns [3]. Bubip Unity mns
cTBOpeHHs 2D-KkBecTy € 00rpyHTOBAaHMM, OCKUIBKU JIBUTYH 3a0e31euye Oamanc Mix
TEXHIYHOIO MPOCTOTOIO T4 MOMIIMBOCTSIMHU JIJIs1 peatizailii CKJIaJJHUX HapaTUBIB, 1110

A03BOJII€ 30CCPCANTHCS Ha TBOPUHX ACIICKTAXx I[HBaﬁHy Irpu.

1.2 Ornsgn HagBHUX aHAJIOT1B

AHani3 cy4acHHUX B1JI€OITOp Y *aHpi KBECTIB 1 aIBEHUYP € BAKJIUBUM €TalOM
JUTSL PO3YMIHHSI KJIFOUYOBUX TEHJICHINM PO3BUTKY IIhbOTO CErMEHTA IrpoBOT 1HAYCTPIi,
a TaKOXK JJIsl BUSIBIICHHSI €()eKTUBHUX MIAXO1B 10 CTBOPEHHS HAPATUBHO HACHYEHUX
MPOEKTIB. Y KOHTEKCTI pO3p0oOKH 2D-NpUroHUIbKOI TPy, IO MOEAHYE COLIATBHO
3HAUYNIMI HapaTUB 13 YyHIKaJbHUM BHUrajaHuM ceTTiHroM CenbBIpChKOi
Pecny6miku, ocobnuBe 3HaUeHHsSI Ma€ BUBYCHHS 1IrOp-aHAJIOTIB, SIKI BUPI3HAIOTHCS
ITMOMHOIO OTOBII1, IHHOBAIlIMHUMHM MEXaHIKaMH Ta 3JaTHICTIO IepeaaBaTH CKIIaH1
CycHiibHi 3BepHeHHS. [l opiBHSAHHS 00paHo yotupu rpu — « Valiant Hearts: The
Great War», «This War of Mine», «Papers, Please» 1 «Cat Museumy», 1o cranu
opieHTUpamMu i (HOpMYBaHHS KOHIICHINI Ta IFPOBUX MEXaHIK PO3pOOIIOBAHOTO
IIPOEKTY.

I'pa «Valiant Hearts: The Great War», ctBopena cryaiero Ubisoft Montpellier

1 BunynieHa B 2014 porii, € sickpaBuM NpUkiIagoMm 2D-aaBeHuypH, 110 BUKOPUCTOBYE
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icTopuuHnii KoHTekcT Ilepimioi cBITOBOI BIMHU AJii CTBOPEHHS AHTHBOEHHOTO
HapatuBy [6]. OmoBiae 30cepe/keHa Ha JOJAX PI3HHX IEPCOHAXKIB — COJIIATIB,
dbepmepiB 1 HMBUIBHUX, YHi ICTOPIi MEPEIUTTAIOTHECS B YMOBaX BOEHHOTO Xaocy,
CTBOPIOIOYM €MOI[IMHO HAaCUYEHY PO3MOBIAL MPO BTpaTy, HaAI0 Ta JIOASHICTD.
VYHIKaIBHICTh TPHU TOJSATAE B 1HHOBAIIMHINA TIaTOTOBIM CHCTEMI, J€ TEPCOHaXI
CHUJIKYIOTBCS 4epe3 MajbOBaHI 300paKeHHS y CTHJII KOMIKCIB, IO 3aMIHIOIOTh
TpaIWLIAHUN TEKCT, 3a0e3Medyroud Bi3yalbHy BHUPA3HICTh 1 JOCTYHHICTH IS
pi3HOMaHITHOI ayauTopii [6].

MexaHiKd TpU TOENHYIOTh IUTABHE TOPHU3OHTAIbHE TMEPEMIIICHHS MIX
JIOKAI[ISIMH, BUPIILICHHS TOJIOBOJIOMOK 1 B3aEMO/Ii10 3 00’ €KTaMH, 1110 € XapaKTEPHUM
JUIST  KJIACMYHMX KBeCTiB. Hampukiam, rpaBellb MOXKE TepecyBaTH SIIUKH,
AKTHUBYBAaTH MEXaHI3MU Y B3aEMOJIISTH 3 OTOYEHHSM, 100 BIIKPUTH HOBI NUISXH,
AoMaouu AuHaMiku reimruiero. Lli emeMeHTH HaaMXHYIU PO3pOOIIOBaHY TPy,
30KpeMa B peaizallii 1iaJoroBoi CUCTEMH 3 BUKOPHUCTAHHSAM Bi3yaJIbHUX XMapHHOK
JUIS TIepenadl OMOBIAlI Ta MEXaHIKHM TEpeMilleHHs, I0 3a0e3leuye IUIaBHY

B3a€MO/IIIO 3 ITPOBUM CBITOM (puc. 1.1).

Pucynok 1.1 — Cucrema nianoris y rpi «Valiant Hearts: The Great War»

Hacrynuum npurinagom € «This War of Miney, po3po0ieHa mojabChKO0

cryaiero 11 bit studios i punymiena B 2014 porii, € ofHI€r0 3 HaWBILTMBOBIIHX 2D-
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irop, IO BHCBITIIOE Tpareair0 BIHH 4epe3 MPU3My KUTTS IUBUIBHHX 0ci0 [7].
HapaTtuB rpu po3ropTaeTbCcsi y BUraJaHOMY MICTI, OXOIUIEHOMY KOH(IIKTOM, A€
rpaBellb Kepye TpyIor0 JIIOJCH, K HamararoTbCs BHKHUTH, IIyKalOUUd PECypcH,
00JIAIITOBYIOUM YKPUTTS Ta YHUKAIOUU 3arpo3. ['pa 3100y1a MikKHapOJHE BU3HAHHS
3aBMISIKM CBOTHM 3AaTHOCTI MepeaaBaTH CKJIA/IHI CyCHuUIbHI nocnanns, a B 2020 porri
OyJla BKJIIOYEHA A0 MIKUIbHOI mporpamu llompuii sik OCBITHIM Marepian aiis
BUBYCHHS HaCHiakiB BifiHM [4]. Llel Kpok MiAKpECInB yHIKAIbHY POJb KBECTIB Y
dbopMyBaHHI eMIIaTii Ta KPUTUIYHOTO MUCIIEHHS.

Mexaniku «This War of Mine» 3o0cepemkeri Ha AOCTIIHKEHHI JIOKAIlii
(YKpUTTIB, HOKMHYTHUX OyiBEJIb) 1 €IEeMEHTaX CTEJICY, TAKUX K YHUKHEHHS BOPOTiB
Yy TpuxoByBaHHA Bix HeOesnmek [7] (puc.1.2). Ili acnekTw BIUIMHYIH Ha
pO3pO0OIIIOBaHyY TPy, 30KpeMa B peamizailii MEXaHIKH CTeJCy, IO J03BOJISE
MEPCOHAXKY XOBATUCS B YKPUTTAX 1 3MEHIILYBATH MOMITHICTh, & TAKOX y CTPYKTYpI1
JOKalld, 10 MIATPUMYIOTh HAPAaTUB Y€pe3 IHTEPAKTHBHE JIOCIIJKEHHS 1TPOBOIO
cBiTy. OCBITHIM MOTEHIIAI TPU TAKOXK CTaB OPIEHTHUPOM [UIsl AKIICHTYBAHHS

COIlIaJIbHOT 3HAYYIIOCTI PO3POOIIOBAHOTO MPOEKTY.

NG 9

BACKPACK A
ANTOEXT P

SCAVENGE

Crowbar ——>

| could force the lock if only | bad tools.

ﬁ h“ ©>
(O %

Pucynok 1.2 — Cucrema crency y rpi « This War of Miney»
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[le oHUM PHUKIIAIOM 13 BUTaIaHUM ceTiHroM € «Papers, Please», ctBopena
He3anekHUM po3poOHukoM Jlykacom Iloymom 1 Bumymena B 2013 pomi, 1o
MOEHY€ HAPATUBHY TJIMOMHY 3 MEXaHIKaMHU YIIPaBIiHHA Ta aHami3y iHpopmartii [8].
I'pa posropraeTbcs y BUTajaHiid TOTANITapHIM Aep:kaBi ApCTOTLKA, A€ T'paBelb
BUKOHYE POJIb IMMITpaliifHoro odirepa, mnepeBipsAoun TOKYMEHTH BiJIBIAyBadiB
(puc. 1.3). HapaTuB BHUpPI3HSAETHCS CKIIAJIHOIO MOJITHYHOIO aTMocdeporo, ae i
IpaBIlsl BIUIMBAIOTh Ha JOJIO TMEPCOHAXKIB 1 CYCHUIBCTBA, (POPMYIOUHM TIOTYXKHE
colliaJibHe 3BEPHEHHS PO OIOpOKpaTito, Bllaay Ta JIFOASHICTS [§].

Xoua mexaniku «Papers, Please» 3ocepemkeri Ha qiaTOTOBUX B3aEMOIINAX 1
nepeBipIll JOKyMEHTIB, KIIFOYOBUM €JIEMEHTOM, 110 BIUIMHYB Ha pO3pO0TIOBaHY TPy,
€ BUTQJIAaHUH CETTIHT, SKUU CTBOPIOE aTMOCc(hepy HAmpyTH Ta O0POTHOH 3a CBOOOTY.
Certinr Cenbipebkoi PecryOmiku Ta Taproncbkoi Immepii B po3po0itoBaHiii i,
HAaTXHEHHUN Cy9acHHUMHU KOH(]IIKTaMH, 3alo3W4y€e i7ef0 CTBOPEHHS BUTATAHOTO
MOJITUYHOTO TJIA, 110 JI03BOJISE TIEPEaTH COMIATLHO 3HAYYIII HAPATUBHU, T0110HO

1o migxony «Papers, Please». Ileii akiieHT Ha OTIOBIIl POOUTH TPY OPIEHTHPOM JIISI

(dbopMyBaHHS HAPATUBHOI CTPYKTYPH.

Pucynok 1.3 — Mexanika nepeBipku JOKyMeHTIB y rpi «Papers, Please»



19

OcTanHBOIO TPOIO, B3ATOIO 3a opieHTHp, Oyma «Cat Museumy, po3pobieHa
crynmiero 751 Games i unymena B 2022 porri, € cydacHoto 2D-agBeHdyporo, 1o
BUPI3HIETHCS CIOPPEATICTUYHUM HapaTHBaM 1 pi3HOMaHITHUM reimiuieeM [9]. I'pa
PO3MOBIJAE ICTOPIO XJIOMYUKA, SIKAWA JTOCIIIKYE TAEMHUYMN My3€il, HalIOBHEHUI
KOTSYMMU 00pa3amu, CTBOPIOIOYHN atMocdepy 3araakoBocTi Ta ¢panTtasii. OCHOBHOIO
O0COOJIUBICTIO € cucTeMa i1HBeHTapro (puc. 1.4), mo J03BOJIsE TPaBIIO 30UpaATH
MpeAMETH i BAKOPUCTOBYBATH X JUISI BUPIIICHHS TOJIOBOJIOMOK, @ TAKOXK MIHI-ITpH
(puc. 1.5), Taki K Ma31M 44U IHTEPAKTUBHI CLICHH, SIK1 JOJAI0Th PI3HOMAHITHOCTI JI0
OCHOBHOTO IrpoBOTO Tiporiecy [9].

[{i MexaHIKM CTaau Ba)JIMBUM JIPKEPEIIOM HATXHEHHs JJIsi po3poOItoBaHOI
I'pHU, 30KpeMa B peasiizallii CMHCTEMH 1HBEHTapIO, 110 JI03BOJIsIE 30upaTu Ta 30epiratu
npeaMeTH JUIsl BUKOHAHHS KBECTIB. MiHI-1TpH, Taki SK TOJOBOJOMKH YU PUTMIYHI
BUKIIUKH, TaKOK 3amo3udeHi 3 «Cat Museumy, mo6 ypi3sHOMaHITHUTH TeUMILIEH 1
JOIaTH THTEPAKTUBHI €JIEMEHTH A0 HapaTuBy. CroppeanicTUyHa €CTeTHUKa Tpu
HiKpecToe MOKIUBOCTI 2D-rpadiku s cTBOpeHHs yHIKaIbHOI atMocdepu, 110

TaKO0 BPax0OBaHO MPU PO3pOOIIi BI3yaIbHOTO CTHITIO PO3POOITIOBAHOTO TIPOEKTY.

Speéial cat tickler

Pucynox 1.4 — Cucrema inBeHTaps y rpi «Cat Museumy



Pucynok 1.5 — Mini-rpa y rpi «Cat Museumy

[IpoBenenuii aHami3 JO3BOJISE CUCTEMATU3yBaTH KIIIOUOBI EJIEMEHTH,
3aMO3UYeH] 3 Irop-aHaJOrIB, 1 MIJKPECIUTH YHIKAJIbHICTh PO3POOIIOBAHOI TPH.
Ko’kHa 3 po3risiHy THX 1rop BHECHA CBi BHECOK y POPMYyBaHHSI KOHUEMIT TPOEKTY,
aJyie IXHE IOE€THAHHS 3 OPUTIHATLHUM HAPATUBOM 1 CETTIHTOM CTBOPIOE HOBHI M1X1]T
10 *aHpy kBecTiB. Tabnuug 1.1 UTr0cTpy€e NOPIBHSIHHS aHAJIOTIB 13 pO3pO0OIIIOBAHOIO

I'pOXO 3@ OCHOBHHUMM XAPAKTCPHUCTHUKAMM.

Tabmuis 1.1 — [HopiBHSHHS aHAJIOTIB 13 PO3POOIIOBAHOIO TPOIO

I'pa Hapatus MexaHiku CerTinr Bruue Ha
po3po0IIOBaHy
rpy
1 2 3 4 5
«Valiant Hearts: | AHTHBO€HHA Hiamoru IcTopuuHuid, Hiamoru 3
The Great War» | ictopis [lepmioi yepes peanbHuit Bi3yaJIbHUMHU
CBITOBO1 300paKeHHS, XMapUHKaMH,
MepeMilleHHS nepeMIlleHHS
«This War of Kutrsa uuBineaux | Jlokari, Buranane micro, | Crenc (ykpurTs,
Miney i1 yac BiliHU cTelc, BliHA 3MEHIIICHHSA
YHUKHEHHS MOMITHOCTI),
3arpo3 JIoKaIii
«Papers, Please» | Toramitapue Hianorosi Buranani Buranane
CYCITUTBCTBO B3a€EMO/II, TOTaJITapHI MOJIITUYHE TJI0,
aHaJi3 JaHuX | KpaiHH HapaTUBHA
rIMOMHA
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[TpomoBxxenns Tabmwii 1.1

1 2 3 4 5
«Cat Museum» CroppeanicTuyna InBenTap, daHTaCTUYHUH, IuBenTap,
icTopis MIHI-IpH CIOpPCATICTUYHHH | MiHI-IrpU
(TOJIOBOJIOMKH,
pUTM-Tpa)
Po3pobiiroBana CridikicTh mig yac | Jiamorw, Buranani kpainn | KomOinaris
rpa BiiHU KBECTH, B 21-My CTONITTI | MEXaHIK,
1HBEHTap, yHIKaJIbHUI
cTenc, MiHi- CETTIHT
irpu

Po3pobmntoBana rpa CUHTE3y€ €IEeMEHTH aHaJIOTiB, CTBOPIOIOYM YHIKAJIbHUM
GajaHC MK HAPAaTHUBHOIO [MIUOMHOIO Ta iHTEPAKTUBHICTIO. i COLianbHO 3HAUYLIUI
HapaTUB, HATXHCHHUN CyYacHUMH KOH(]IIIKTaMH, pe30Hye 3 miaxomamu «Valiant
Hearts: The Great War» 1 «This War of Mine», Toal Sk BHraJgaHUi CCTTIHT
CenbBipcbkoi PecnyOniku BigoOpakae HapaTuBHYy crparerito «Papers, Please».
PizHOMaHITHICTD reiimIuieto, 3amo3uueHa Bl «Cat Museum», 30kpema 4yepes
IHBEHTap 1 MIHI-ITpU, POOUTH TPy MPUBAOIMBOIO I ayAUTOPii, IO I[HYE SK
OTIOB1/b, TAK 1 IHTEPAKTUBHI BUKIUKHU. Y HIKaJbHICTh IPOEKTY MOJIATAE B TOETHAHHI
IIUX €JIEMEHTIB 13 MaTboBaHO 2D-rpadikoro Ta akKIIEHTOM Ha TeMax JIOISHOCTI U

CBO0OO/IU, 1110 BUPI3HSIE MOTO B JKaHP1 MPUTOJHULIBKUX 1TOP.

1.3 HasBHi npo0GiieMu Ta akTyalibHICTh PO3POOKH

Po3poOka Bizneoirop y >kaHpi KBeCTiB 1 afiBEHUYp, 0coOnuBo B 2D-popmari, €
CKJIQJTHUM MPOIECOM, LII0 BUMAarae rapMOHIHOTO MO€HAHHS HAPATUBHOI TNIMOWHH,
IHTEPAKTUBHUX MEXaHIK 1 BI3yaJlbHOI €CTETHUKU. Y KOHTEKCTI Cy4acHOi1 irpoBOi
IHIYCTpli, 1€ ayAuTOpid MparHe He JIUIIEe po3Bar, aje W MIMOOKHX CYCHUIbHUX
3BEpHEHb, CTBOPEHHSA TAaKUX TIPOEKTIB TMOB’S3aHE 3 HU3KOI BHUKIHKIB, IO
CTOCYIOTBhCSl SIK TEXHIYHHUX, TaK 1 TBOPYUX acrekTiB. Po3polOmioBana rpa, 1o
NOEJHYE MPAMONIHIMHUN HApaTUB, HATXHEHHUH Cy4YaCHUMH KOHQIIIKTaMH, 13
yHIKQJIbHUM BUTQJaHUM CETTIHTOM, CTUKAETHCS 3 [IMMH TIPOOIEMaMH, ajie BOJAHOYAC

BIJIKpHUBAE MEPCIEKTUBY JI IHHOBALIM y HIIIEBOMY aHPI.
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OpHuM 13 LEHTpaTbHUX BUKJIHMKIB Yy CTBOPEHHI KBECTIB € JOCATHEHHS
rapMoHii MIDXK HapaTUBHOIO CKIJIQJIOBOI0O Ta IrPOBUMH MEXaHIKaMH, LIO
3a0€e3MeuyIoTh 3a1y4eHICTh TpaBiisd. CHUIBHUI CIOKET, KU 3aXOIUTIOE €MOIIIIHO,
MOXe OyTH 3aThbMapeHHW OJHOMAHITHUMH YH HEJIOCTaTHhO MPOTYMaHUMHU
MeXaHIKaMH, TOJ1 SK HaJMIpHa yBara JI0 TEHMIUICI0 MOXE MOCIaOUTH OIOBIIb,
3pobuBLIN ii ApyropsaaHoto. Hanpukian, neski cydacHi agBeHuypH, Taki sik «Dear
Esthery», kputukyBau 3a HaAMIpHY JIHIAHICTE 1 Opak IHTEPAKTUBHOCTI, 1110 POOMIIO
iX OJIMKYMMU 10 IHTEPAKTUBHUX HOBEJI, HI’K 710 MOBHOIIHHUX irop [10]. HaTtomicTs
MPOEKTH Ha KIITAIT «Syberia» neMOoHCTpYIOTh yCHilIHE MO€AHAHHS icTOpii Ta
reiMIuUIeto, Je J1ajJoTh Ta JOCIIKEHHS JIOKallli TapMOHINHO JOMOBHIOKOTH OJTHE
OJIHOTO.

VY po3pobiitoBaHiii rpi, Ka Ma€ MPSMOJIIHIHHUN CIOXKET, ClIeHapHUM OaltaHc
JOCSITAEThCS Yepe3 IHTErpaliio pi3HOMAHITHUX MEXaHIK — JA1aJIOTIB 13 BI3yalbHUMHU
XMapUHKaMH, CTEJICY, IHBEHTApPIO Ta MIHI-IrOp, TAKKX SIK TOJIOBOJIOMKH YH PUTMIYHI
BUKJIMKY. []i e1eMeHTH MOKIMKaHI MATPUMYBATH IHTEpEC TPaBIIsl, HE BIJIBOJIIKAIOYN
BiJI OCHOBHOI OMOBiAl. Bukiauk mosmsirae B Tomy, 00 3a0€3MEeUUTH JOCTATHIO
PI3HOMAHITHICTh TE€WMIUICI0, YHHUKAIOYd MOHOTOHHOCTI, IO € OCOOJMBO
aKTyaJlbHUM U1 2D-KBECTIB 13 JITHIHHOIO CTPYKTYPOIO.

Texniuni Ta Bi3yaibHi 0OMexeHHs 2D-TpoCTOpy CTBOPIOIOTH J0JATKOBI
BUKJIUKH JIJI1 PO3POOHMKIB aJBEHUYP, Kl MParHyTh MNepelaTh eMOIIHY TITuONHY
Ta ckiagHi mexaHiku. Ha BinmMiny Bixg 3D-irop, Ae mepcrekTuBa, OCBITIEHHS Ta
JeTaai30BaHl MOJENl JIO3BOJISIIOTH CTBOPIOBATH 1MEPCHBHI CBiTH, 2D-rpadika
BUMarae KpEaTUBHUX pIlIeHb JJIs AOCATHEHHs TonaiOHoro edekrty. Hampukian,
peamizallis creic-MexaHik y 2D, Takux SK YKpPUTTS YU 3MEHIICHHS MMOMITHOCTI,
YCKJIaJHEHA Yepe3 CHPOIIEHI MOJIEN1 BUAMMOCTI BOPOTIB, IO NOTPEOYE PETENBHOTO
nu3aiiny [7]. AHanmoriuHo, A1aJIoroBi ciieHu B 2D-rpi moOBUHHI KOMIIEHCYBaTH Opak
MIMIKH M >KECTIB Uepe3 aHIMallil, MaTboBaHy rpadiky Ta 3ByKOBUH CYNpOBI/I, 11100
YHUKHYTH MOHOTOHHOCTI.

Po3po0bmaroBana rpa josae mi 00MeXKeHHs IUISIXOM BUKOPHCTaHHS MaJIbOBaHOL

2D-rpadiku, o cTBoproe atMmochepy, noaidHy 10 rpadiyHUX HOBEIL, a TAKOXK Yepe3
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IHTErpaIio a”iMalii 1 Bi3yaJbHHUX XMAapUHOK Yy [lajJiorax, HI0 MOCHIIOIOThH
eMOLIIHY BHpa3HicTh. BogHOuac, TakKMM YMHOM KOMIIEHCYEThCS Opak 4acy Ha
peanizaliio nepekiaay Ha 1HII MOBHU Ui OXOIUIEHHS OUIbIIOl ayauTopii Ta ii
PO3YMiHHS TOTO, IO BIIOYBAETHCA.

[TopiBusHO 3 3D-mpoekTamu, Takumiu sik « The Last of Usy, gki MatoTh mup1ii
MOKJIUBOCTI JJIsI BI3yalIbHOTO HapaTuBy, 2D-kBecTr NOTpeOyIOTh O11b1I0T yBaru 10
JeTalie au3aiiHy, 10 POOWTH el BUKIWK aKTyaTbHUM ISl TIPOEKTY. Y CHIIIHI
npukiaay, Taki sk «Hollow Knight» uu « Deponiay, neMmoHcTpyoTh, 110 2D-dopmar
MoO>ke OyTH HE MEHII IMEPCUBHHUM 32 YMOBH MPOyMAHOTO MiIXOAY /10 Bi3yalbHHUX
1 MEXaHIYHUX PIlIEHb.

CorlokynbTypHa aKTYyaJbHICTh BIJEOITOp SK MeAlyMy JUid Tmepenadi
rYMaHICTUYHHUX TeM Ha0yJsa 0cOOIMBOTO 3HAYEHHS B yMOBaX Cy4acHUX INI00aIbHUX
BUKJIMKIB, 30KpEMa BOEHHHUX KOH(IIIKTIB, 110 BIUIMBAIOTh Ha MIJBHOHMU JIOJEH.
KBecTn, 3aBAsku CBOill HapaTWBHIM MNPUPOJI, MAaKOTh YHIKAJIbHY 3JaTHICTb
BUXOBYBAaTH €MIIATII0 Ta CIIOHYKaTH 10 peduieKkcii HaJl CKIaJHUMHU CyCHUIbHUMHU
MUTAHHIMH.

Po3po6mtoBana rpa, HaTXHEHHA Cy9aCHUMH KOH(IIIKTaMH, 30KpeMa MOisIMU
B YKpaiHi, aje peanizoBaHa y BUTrajgaHomy cerTiHry CenbBipcbkoi PecmyOumikuy,
aKIIEHTYy€ Ha TeMaX CTIHKOCTi, CBOOOIM Ta JIFOISTHOCTI. Ii HapaTuB, 30CEPEKCHUN
Ha MOJIOPOXK1 CTYJIEHTKA B yMOBaX BIMHH, PE30HY€E 3 MIAXOJaMHU TaKUX Irop, sK
«Valiant Hearts: The Great War» 1 «This War of Miney, ski BUKOPUCTOBYIOTb
ICTOpUYHI YW BUTaJaHI KOHTEKCTH JUIsI BUCBITJCHHS YHIBEPCAIbHUX I[IHHOCTEH.
AKTyanbHICTh TPOEKTY TMOJSITa€ B MOTO 3JaTHOCTI 3BEPTATUCA N0 TII00aIbHOI
ayauTOopii, MPOMOHYIOUH 1CTOPit0, IO BigoOpa)xkae CydacHi peaiii uepes MpusMy
BUTA/IAHOTO CBITY, IO POOUTH IPy 3HAUYIIOK B KOHTEKCTI PO3BUTKY XKaHPY.

CTBOpEHHS Cy4acHUX B1JI€OIrop, OCOOJIMBO B JKaHP1 KBECTIB, BUMArae TiCHOI
CHiBIpallli MK PI3HUMH CHEIlaTicTaMH, 10 3a0e3MedyroTh €IHICTh HApaTUBY,
MEXaHIK 1 ayJlOBI3yaJbHUX KOMIIOHEHTIB. Po3po0OiioBaHa rpa € YacTHHOIO
KOMIUIEKCHOTO MPOEKTY, € TeMMIN3aiiH, 10 OXOIUTIOE KOHLEMIII0 Ta MEXaHIKH,

IHTErpyETHCS 3 ay110CyIPOBOAOM, Bi3yalbHUM CTUJIEM 1 IIEWEpaMH, CTBOPEHUMHU
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IHIIMMH 4yieHaMd kKoMauau. Llei migxin, xoua i edekTHBHHI, MOB’S3aHUN 13
BUKJIMKaMU KOOPJAMHAIllT, OCKUIBKU KOXEH €JIEMEHT — BiJl JI1aJOriB J0 MIHI-Irop —
MOBUHEH TapMOHIMHO JIOMTOBHIOBATH 3arajibHy OMOBLAb 1 redMIuieit [5].

KomangHa po3poOka € akTyaabHOI TEHJICHIIIEI0 B Cy4aCHOMY TeiM/IeBl, e
yCHiX TPOEKTIB, 3HAYHOIO MIPOIO 3aJIeKUTh BiJI CHUHEPrii MK Jgu3aliHEepamu,
XyJI0KHUKaMH, mporpaMmictamu Ta kommosutropamu [10]. YV pospobiroBaHiii pi
reiMan3aiiH BiAIrpae KIIOYOBY pOJb y CTBOPEHHI OCHOBH, IO 3abe3mnedye
LUTICHICTh MPOAYKTY, JO3BOJISIIOYM ay/10BI3yaJbHUM KOMIIOHEHTAaM IOCUJIIOBATH
HapaTHBHY Ta IrpoBy ckiafoBi. Llei miaxia migKpecitoe akTyalbHICTh MPOEKTY,
KU HE JIMILIE BIJIOBIIa€ Cy4YaCHUM CTaHAApPTaM SIKOCTI, ajle i CIIpUsiE PO3BUTKY
KOMaHJHUX TpPaKTHK y TeWMJEBi, 30KkpeMa B YKpaiHi, e HimeBicTe 2D-kBecTiB

BIJIKpUBAE MPOCTIP JJIs IHHOBAITIMH.

1.4 ITocranoBKa 3amaqi

Po3poOka Bizeoirop y >kaHpi KBECTIB BUMAara€e 4iTKOTO BU3HAYEHHS IUIEH 1
3aBlaHb JJIsI CTBOPEHHS WLUIICHOTO MPOAyKTy. JlaHWii MApO3ALT TPHUCBIYEHO
bopMyTIOBaHHIO METH PO3POOKH KOHUEMIIi Ta IrpoBUX MexaHik 2D-rpu B >kaHpi
npurogHuIbkoi Tpu Ha 06a3i Unity, BHU3HA4YeHHIO 3aBJaHb, MOJICIIOBAHHIO
KOMaHHOT B3a€MO/I11 Ta OOIPYHTYBaHHIO JIOILILHOCTI.

MeTtoro poGoTH € po3podKa KOHIENIi Ta iIrpoBuX MexaHik 2D-rpu B xaHpi
kBecTy Ha 0a31i Unity K YacTUHM KOMIUIEKCHOTO TIPOEKTY, IO BKIIOYAE
ayJlloCyIlpoBiJ, Bi3yadbHUW cTWiIb 1 mmeigepu. Konuemuis rpu mnependayae
OPSMOJIIHIMHUI HapaTWB y BUTaJaHOMY CETTIHTY, HATXHEHHUW Cy4YaCHUMU
KoHQuikTamu. ['eliman3aiiH 3a0e3neuye rapMOHII0 MDK HapaTHBAMM, MEXaHIKaMU
Ta ay/110BI3yaIbHUMH KOMIIOHEHTAMH, CTBOPIOIOUH IIJTICHUHN ITPOBUIA JTOCBIJ.

Jlnst JOCSTHEHHS TIOCTAaBIIEHOI METH BH3HAYEHO HU3KY 3aBlaHb, IO
OXOIUTIOIOTh YCI €Tany CTBOPEHHS KOHIIEMIIIT Ta IrpOBUX MEXaHIK:

1. mpoBecTr aHami3 MPeAMETHOI 007acTi, BKIIOYAI0YM BUBUYEHHS TEHICHIIINH Y

YKaHp1 KBECTIB 1 OTJIsA]l aHAJIOT1B JUTsl BU3HAYEHHS TT1IXO1B JI0 TU3aiiHY ;
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2. pO3pOoOUTH KOHLIEMIII0 TPH, III0 OXOIUIIOE CIOKET, BUTAJaHH CETTIHT 1 IrpOBY
apXITEKTypy AJIs MPSIMOJIIHIITHOTO HAPATUBY;

3. CIIPOEKTYBAaTH MEXaHIKHU: J1aJOTOBI CUCTEMH 3 Bi3yaJbHHUMH XMapHHKAMH,
CTEJIC-€JIEMEHTH, 1HBEHTAap, KBECTOBY CUCTEMY, MiHI-1IpH (TOJIOBOJIOMKH);

4. OIIIHUTH BIAMOBIIHICTh MEXaHIK HApaTHUBY Ta TEUMIUICIO, 3a0e3MeUyrdn
3aJIy4€HICTh TpaBIlsl 0€3 MOHOTOHHOCTI;

5. 1HTEerpyBaTH €JIEMEHTH B KOMIUIEKCHUN TIPOEKT, BPaxOBYIOYM BHECOK

KOMaHiu (ay[io, rpadika, menaepu) AJisi CTBOPEHHS LUTICHOTO TPOIYKTY.

EdexTnBHa po3poOka KOMIUIEKCHOTO ITPOBOTO MPOEKTY 3AIEKHUTh B1JT YITKO1
B3a€MOJIIT MK WI€HaMU KOMaHIHW, IO NPEJCTaBIAIOTH pi3HI cremianizamii. s
MOJIENIOBAHHS 1[bOr0 Ipolecy 3amnponoHoBaHo UML-npiarpamy nisiibHOCTI, siKa
BIJOOpa)kae OCHOBHI €TamM CHIBIOpall MK TedMIU3ailHEpOM, XYJ0KHUKOM,

3BYKOPEKHCEPOM 1 IIporpaMicToM mieiaepis (puc. 1.6).
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IHiuiauis npoekTy

I'eliman3aiiHep po3pobnse

KOHLLEMLLt0 rpu, BKIHOYAKYM
HapaTuB, CETTIHI | MeXaHikw,

Game Designer (opMyHHM OCHOBY ANs
nogansLoi poboTu.

[Au3aitH BisyanbHUX eNneMeHTiB

XyOOXHWK CTBOPHOE

2D-rpadiky, nepcoHaxis i
aHimauji

Artist Ha OCHOBI KOHLenuir,
3abesne4vyoyn BiANOBIOHICTb
CTWMIO HapaTuBy.

Y

( IHTerpauis ayniocynpoeogy
3ByKOpexucep 4OAAE 3BYKOBI
ebekTn Ta My3uKy, WO
nigcunioTL aTmocdepy aianorie,
Sound Designer Lo
CTEncy 41 MiHi-irop.
- J

e —

MporpamicT wengepis peanisye

Bi3yanbHi eqekTy, LWo

[ONOBHKKTL rpadiky,
Shader Programmer Hanpuknag, OCBITNEHHS YK
TEKCTYPHI nepexoau.

A 4
TecTyBaHHA Ta KOPUTyBaHHA

YCi YneHn komaHau ChinbHo
TECTYIOTb MPOEKT,
BHOCSAYN KOPEKTUBK Ansi
3abe3neyeHHs UiniCHOCTI.

- J

Pucynok 1.6 — UML-aiarpama aisibHOCTI KOMaHIU

[Iss giarpama UIIOCTPYE  TOCHIIOBHICTH 1  B3aEMOBAJICKHICTH 1M,
MIIKPECTIOI0YHN HEOOX1THICTh KOOPAUHAIT JAJ JOCATHEHHS SIKICHOTO Pe3yJbTary.
KomanHa B3aemMoiisi € KpUTUYHO BAKIIMBOIO B CYYaCHOMY T€MMJIEBI, /1€ CHHEPTis

MIDX CIeliajlicTaMy BU3Havae ycmix npoekty [10].
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JIOUiIBHICTh PO3pPOOKH KOHIIETIIT Ta IrpoBUX MeXaHiK s 2D-rpu B xaHpi
kBecTy Ha 0Oasi Unity oOrpyHTOBYeThCS KimbkoMa ¢akropamu. [lo-mepme, 2D-
dbopmar 3abe3nedye EKOHOMIYHICTh 1 JOCTYMHICTb, JIO3BOJISIFOYH CTBOPIOBATH
eMOIIIHO HACHYCHI HapaTUBU 3 MiHIMaTbHIMH pecypcamu. [lo-nmpyre, Bubip Unity
SK ITPOBOTO JBUTYHA € BHUIMPABIAHUM 3aBIIAKU WOTO YHIBEPCAIBHOCTI, MIITPUMIII
2D-rpadiku Ta BeNMKIA CHOUIBHOTI PO3pPOOHHUKIB BKJIIOYAKOYl PO3pOOIIIOBaHI
010110TeKH, 110 MOJIETIIIY€E IHTETPaIll0 MEXaHIK 1 ayJI0BI3yaJIbHUX KOMIIOHEHTIB.

[TpssMOTiHIHUNA CIOXKET, 10 JIEKUTh B OCHOBI T'PH, JI03BOJISIE 30CEPEAUTHUCS
HAa CTBOPEHHI MLUIICHOT OMNOBiAl, YHHMKAlO4YM CKJIAJHOLIIB, TIOB’SA3aHUX 13
pO3raly’)KEHUMH HapaTWBaMM, L0 NOTPeOyHOTh NOJATKOBUX pecypciB. Takuii
X1 BIAMOBIAa€ CydaCHUM TCHJICHIIISAM, JI¢ JIIHIHHI KBECTH, Taki sk «Syberiay,
3M100yBalOTh MOMYJSPHICT, 3aBASKA eMOIiNHIM ruOuHi. CoOIOKYIbTypHa
AKTyaJbHICTh NPOEKTY IMOJSATA€ B MO0 31aTHOCTI 3BEPTATUCS 10 TEM CTIMKOCTI Ta
JIOJSTHOCT] Yepe3 BUTaJlaHUi CETTIHI, HATXHEHHUM Cy4YaCHUMHU KOH(MIIKTaMH, 10
pPOOUTD TPy PENICBAHTHOIO JIIsl TTI00ATBHOT ayAUTOPIi.

3HauYeHHS MPOEKTY AJIs1 YKPAaiHCHKOTO T'eM/IEBY MOJISTa€ B MOro MOTEeHIliall
3allOBHUTH Hiuly 2D-KBeCTiB, fKa 3alMINAETHCS HEAOCTaTHHO PO3BUHEHOIO B
VYKkpaiHi TOpIBHSHO 3 MOOUIBHMUMHM YM 0araTOKOPUCTYBAUbKUMU IrpaMu.
Po3poOnioBana rpa, MOE€AHYIOYM HapaTUBHY TIJMOMHY 3 PI3HOMaHITHUMHU
MEXaHIKaMH, CIpPHSE€ PO3BUTKY JKaHPY Ta JEMOHCTPYE MOXIJIMBOCTI KOMaHAHOI

poOOTH B CTBOPEHHI IHHOBALIIMHUX TPOEKTIB.

BucHoBku 110 po3ainy

[lepmmii po3aia BUCBITIMB NpEeAMETHE cepeaoBuile 2D-KBECTiB, IXHIO
HIIIEBICTh B YKpaiHi Ta aKTyallbHICTh PO3POOKHU TPU 3 NMPSIMOJIIHIMHUM HapaTHUBaM
y BUTQIaHOMY CETTIHTY, HATXHEHHOMY Cy4acHUMH KOH(IIKTaMU. AHaJ13 aHAJOT1B
BU3HAUMB €JIEMEHTH i KoHuenuii rpu. [Ipobremu cuenapuoro 6anancy ta 2D-
oOMeXeHb MIAKPECIIOIOTh 3HAYYIIICTh TPOEKTY, a TIOCTaHOBKAa 3ajaul

chopMyTrOBaIa METY CTBOPEHHS MEXaHIK JIJIsI KOMILJIEKCHOTO TIPOIYKTY.
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PO3/I1JT 2 IHOOPMALIIMHE TA MATEMATHYHE 3ABE3ITEUEHHS

2.1 Anani3 npeameTHoi 00JacTi

AHani3 npeaMeTHoi 00J1acTi € KIIOYOBUM €TaroM PO3pOOKU MPOTpamMHOTO
3a0e3neueHHs Juis 2 D-npuroiHuIbKOT Ipy B )KaHpP1 KBECTIB, OCKUIBKH BiH JO3BOJISIE
BU3HAUYUTH OCHOBHI OO0’€KTH, IXHIO B3a€EMOJit0, 1HGOpMAIHI MOTOKH Ta
0oOMeXeHHsI, siIKI (OPMYIOTh OCHOBY JUIsl TIOJATBIIOTO MPOEKTYBAHHS CUCTEMU. Y
KOHTEKCTiI CTBOPEHHS KOHIICMIIii Ta irpoBHX MexaHik Ha 0a3i Unity, mpeamerHa
00J1aCTh OXOIUTIOE €JIEMEHTH ITPOBOIO MPOLECY, TakKl SIK KEPOBAHUN IEPCOHAK,
IHTEpaKTUBHI 00’€KTH, BOPOTH, a TAaKOK MEXaHIKU J1aJloriB, KBECTIB, 1HBEHTapIO,
CTEJICYy, MiHI-irop 1 roJioBHOTo MeHo. Llel miapo3au1 npucBsiYeHo 11eHTU(IKAIi
00’€KTIB T'pH, ONHUCY IXHBbOI B3aeEMOJIi, (POpMyBaHHIO I1H(POPMALIMHOI MOJEII,
BU3HAUEHHIO BX1IHUX 1 BUXIJHUX JAHUX Ta aHAI13y 0OMEXEHb MPEAMETHOI 00J1aCTl,

110 3a0e3neuye IUTICHE pO3YyMIHHS TEXHIYHUX aCIeKTIB peati3allii.

2.1.1 O6’exTH rpH Ta IXHA B3aEMOJIISA

OcHOBHUMH 00’€KTaMU TPU € E€JIEeMEHTH, SIKi (OPMYIOTH ITPOBHM CBIT 1
3a0e3neuytoTh PyHKIIIOHYBaHHS MexaHiK. J[0 HUX HaJlekaTh KEPOBAHMM MEPCOHAK,
HekepoBaHl mnepcoHaxi (NPC), npenmeru, o0’ektu cepemoBuiia (apabuHu,
YKPHUTTA), BOPOTH, eJIeMEHTH 1HTep(delicy KopucTyBaua Jis peaizaiii MiHi-irop, a
TaKOX €JIEMEHTHU IOJIOBHOTO MEHIO, TaKi SIK KHONKH Ta eKkpaHu. KoxkeH 00’ekT Mae
BU3HAUCHI XAPAKTEPUCTHKU Ta METOIW B3AEMOJII, IO BU3HAYAIOTH TOBEHIHKY
CUCTEMU.

KepoBanuii nepcoHax € 1eHTpaIbHUM 00’ €KTOM, SIKUI peanizye OCHOBHI il
rpaBis. BiH Moxe mnepemimarucs B TOPU3OHTAIBHOMY Ta BEPTUKAIBHOMY
HanpsiMKax, BUKOHYBaTH MPUCIAAHHS 1J1 3MEHILEHHS IOMITHOCTI, KapaOKaTucs Ha
00’ekTH 4K ApabuHy, a TakoXX B3aeMoxisTu 3 npeameramu ta NPC. HekepoBani
nepconaxi (NPC) npuszHaueHi Ay iHimiaii aiajoriB 1 BUgaqi KBECTIB, 3MIHIOIOUU

CBIM CTaH 3aJIeKHO Bif Aiil rpaBig. [IpeameTn € iHTepaKTUBHUMH 00’ €KTaMU, SIKi
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MOXKHA Mi0upaTu, 30epiraTd B 1HBEHTapi Ta BUKOPUCTOBYBATH MJII BUKOHAHHS
3aBnaHb. OO’€KTH cepeloBUINA, Takl SK JApaOMHA Ta YKPUTTSA, JO3BOJSIOTH
NEPCOHAXXY BUKOHYBaTH crieuudiudi 1ii: apabuHa 3abe3nedye BepTUKATIbHE
nepeMilieHHs] MK PIBHSAMH, a YKPUTTS 3MEHUIYIOTh MOMITHICTh MEPCOHAXa IS
BoporiB. Boporu € aBToHOMHMMH 00’€KTaMHi, II0 pearyioTh Ha Jii MEepCOHaxka,
30KpeMa Ha WOro BUAMMICTH a00 CTBOPEHHMH HIYM, 1 MOXYTb NEPEXOAUTH MIiX
CTaHaMHU TNaTPyJIIOBaHHS, NEPECilyBaHHs UM OuiKyBaHHs. EneMenTu intepdericy
JUISL MIHI-ITOp, Taki K OJOKM 4YM MEpeMHUKaul, J03BOJIAIOTh peaiizyBaTH JIOT1YHI
3aBJIaHHSI, 5Kl IHTETPYIOThCSI B OCHOBHUU irpoBuii mporiec (tabdmn. 2.1). Enementn
TOJIOBHOIO MEHIO, Takl $K KHONKHM Ta €KpaHH, 3a0e3leuyloTh B3aEMOIIIO
KOpHCTyBa4a 3 TPOI0, JO3BOJISIIOYM BUOWpATH OMIIil, HAJAIITYBAaHHS Ta 1HIIIAIIIO

IrPOBOTO MPOIIECY.

Tabmuusg 2.1 — OcHOBHI 00’ €KTH T'pU Ta iXHS B3a€MOJI1A

O0’ekT Omnuc B3aemosis 3 iHIIUMU 00’ €KTaMH
Kepoanwuit entpansHuit 00’exT, mo | [lepemimyerscsi,  B3aemomie 3  NPC,
MIEPCOHAXK KepY€EThCS rpaBlLEeM npeaMeTaMu, YKpUTTAMH, Boporamu, Oepe

y4acTb y MiHI-Irpax.
HekepoBaHni O6’extu st BUAAui | [HIIIOIOTH 1aj0TH, 3MIHIOIOTh CTaH 3aJ€XXHO
MepCcoHaX1 KBECTIB Ta J1aJIOTIB B BHMKOHAHHS KBECTIB, B3a€MOMIIOTHL 13
IIEPCOHAXKEM.
[Ipenmern IntepaktuBHi 00’ektu 11s | [linOuparoTbes mepcoHa)XeM, JONAI0ThCSA J10
nigoopy 1HBEHTAPI0, BUKOPUCTOBYIOTHCSI JIJIsl KBECTIB.
Hpabunu O06’extu cepenoBuia uist | J103BONISIOTh NMEPCOHAXKY MEPEMILATHCS MIK
BEPTUKAJIBHOIO PYXY PIBHSAMH, BIUIMBAIOTh HA CTaH PyXYy.
Yxpurrs O0’extn ansa 3MeHiueHHs | [IpuxoByloTh  mepcoHaka BiJ  BOpOrIB,
MOMITHOCTI IEpCOHAXKa 3MIHIOIOTh HOT'O CTaH BHJIMMOCTI.
Boporu ABTOHOMHI 00’ekTH, 1o | [lepecnigyroTs mepcoHaxa, pearyrTh Ha
pearyroTh Ha IEpCOHaXka | IIyM, 3MIHIOIOTh CTaH 3aJI€XKHO B1J] BUIUMOCTI
IEepPCOHAXKA.
Enementu mini- | OG’exkti  ans  jorivHux | BzaemonmiroT 13 mepcOHaXkeM  4epes
irop 3aBJaHb iHTep(delic, 3MIHIOIOTH CTaH TpU IHICHA
BUKOHAHHSI 3aBJIaHHSL.
Enementn O6’extu s Hapirauii ta | 3abe3nedyroTs BUOIp OMNUIN, HalalTyBaHHS,
TOJIOBHOTO MEHIO | B3a€MO/Iii KOpHCTyBada 1HII[iaIliI0 IrPOBOTO MPOIIECY.

B3aemopiss Mk 00’€kTaMu € OCHOBOIO MJIsi pealiizailii iIrpOBHX MeEXaHiK.
Hampukinan, nmepconaxxk Moxe miniopatu npeaMmert, mob nepenatu oro NPC s

BUKOHAHHS 3aBJaHHsA, a00 aKTHBYBAaTH YKPUTTA, 100 YHUKHYTH BHSBICHHS
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BOporaMu. Y MiHI-Tpi IEPEeMUKAHHs CTaHy €IEMEHTIB MOe pO30JI0KyBaTH JIOCTYII
JI0 HOBOI JIOKaIlli, /i€ TEpPCOHaXX BUKOPUCTOBYE JpaOUHYy JUIsl TEPEMIICHHS.
EnemMeHTH rojIOBHOTO MEHIO JT03BOJISIIOTH I'PaBLEBI BUOpPATH PIBEHb, 110 AKTHBYE
irpoBuil mporec. Takuil miaxix A03BosiE 3a0€3ME€YUTH AMHAMIYHICTH ITPOBOTO

poliecy Yepe3 IHTErpallito pi3HUX 00’ €KTIB Y €IMHY CUCTEMY.

2.1.2 Tndopwmartiiina MOEIb TPH

[HpopmartiitHa MoAeIb TPY BU3HAYAE CTPYKTYPY Ta MOTOKU TAHUX, HEOOX1TH1
st peanizanii (QyHKIIOHAIBHOCTI cuctemMu. BoHa oxoruioe 30epexeHHs Ta
00poOKy mAaHuX Mpo cTaH 00’ €KTIB, IXHI B3a€MO/IIi, a TaKOX Nepeaady iHpopmaiii
MDXK pi3HUMH cucTeMaMu. J{Jis aHani3y iHpOpMaIifHOI MOJeIi PO3TIIsAaI0ThCS J1Ba
OCHOBHI aCIEKTH: ITPOBI MEXaHIKHU Ta TOJIOBHE MEHIO, KI (D)OPMYIOTh OCHOBY IS

MOJAJIbIIOTO MPOEKTYBAHHS.

2.1.2.1 I[ndpopmariiitHa MOJENTH ITPOBUX MEXaHIK

[HpopmariiitHa MOJENb ITPOBUX MEXaHIK OMHUCY€E MOTOKU JAHUX JJI CUCTEM
pPyXy, M1aJI0TiB, KBECTIB, IHBEHTAPIO, CTEJICY Ta MiHi-irop. /s ynpaBiiHHS pyXxom
nepcoHa)xa cucremMa o00po0JIsie JaHi PO HAMPsIM MEPEMIIICHHS, K1 HAAXOIATh BiJ
rpaBIls, 1 30epirae MOTOYHY Mo3uIlit0 00’ekta B 2D-mipocTopi, a TakoX HOro cTaH
(HampuKIa, yu nepedyBae MEePCOHAXK Y PEKUMI MPUCIIaHHS, YU KapaOKaeTbCs MO
napabuni). [liamoroBa cucremMa Mpamio€e 3 MacCUBOM CTPYKTYp, IO OIMHCYIOTh
MOCTIAOBHICTh PEIUIIK, IXHIO TPHUBAIICTh 1 YMOBHM 3aBEpIICHHs, a TaKOX 13
3MIHHUMH, SIKI 30epiratoTh cTaH B3aeMofii Mix mepcoHaxem 1 NPC. Ksecrosa
cUcTeMa yIpaBise HaO00OpoM O0O0’€KTiB, KOXEH 13 SKHX Ma€ yHIKAIbHUN
11eHTU(IKATOP, CIUCOK 3aJIEKHOCTEHN 1 CTaH BUKOHAHHS, (POPMYIOUH MOTIK JaHUX
MDXK JIISIMU TPpaBIls Ta 3MIHOIO CTaHy rpu. [HBeHTap mpeacTaBieHui ik Ha01p CIOTIB,
KOYEH 13 AKUX MOKE€ MICTUTH JlaHl Mo MPEJIMET, a CUCTeMa 3a0e3neuye nepeaaqy
iH(opmanii mpo HasABHICTH NPEIMETIB I BUKOPUCTaHHSA B kBecrax. Crenc-
MexaHika 00po0JIsie€ YMCIOBI JaH1 MPO PIBEHb BUABJICHHS MIEPCOHAKA BOPOTAMH, SIKI
3ajexaTh BiJ WOTO BUAMMOCTI Ta CTBOPEHOTO IIYMY, @ TaKOX Bl CTaHY YKPHUTTIB,

0 BIUTMBA€ Ha TMOBEIIHKY BOporiB. Jlyisi MiHI-irop cucTtema 30epirae aani mpo
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MO3UINI €JIeMEHTIB, a TaKOX YMOBH BHWKOHAHHS 3aBIaHHS, SIKI BHU3HAYAIOTh
3aBepIICHHS TPH.

Jl71st HaouHOCTI 1HGOPMAITiifHI TOTOKK M1k ITPOBUMH MEXaHIKaMH 300paKeHO
Ha JliarpamMi MOTOKIB TaHUX (101aTOK A).

2.1.2.2 IadopmaiiiitHa MOJETH TOJIOBHOT'O MEHIO

[HdopmariitHa MoIe]Tb TOJIOBHOTO MEHIO BU3HAYA€ TOTOKHU JaHUX, HEOOX1aH1
JUIS pearizailii #oro (PyHKITIOHATBHOCTI, 30KpeMa HaBiraiii, BHOOpY OMIiil 1
nepexoiB Mix exkpaHamu. CucteMa roJ0BHOTO MEHIO O0OpoOJise€ BXIiTHI JAaH1 BiJ
rpaBlsg, Taki sK BHOIp mMyHKTIB MeHIO0 (Hampukinan, «l[louatm rpy»,
«HanamryBanns», «Buxinay), 1 30epirae moTouHuil craH iHTepdelncy, 30KpemMa
AKTUBHUI €KpaH 1 HaJaITyBaHHS KOpHUCTyBada. [lOTOKM HaHWUX BKJIIOYAIOTH
nepeaady i"dopmarllii nmpo BuOIp rpaBlsl J0 MOMIYJIB YNPaBIiHHS (HAIPHUKIAI,
nepexig 10 eKpaHy BHOOpYy pIBHIB a00 3MiHA MapaMeTpiB y HaJallTyBaHHSX), a
TaKO>X OHOBJICHHSI CTaHy CHCTEMHM, TaKOTO SIK IHIIlaIlisl 3aBaHTAXEHHS TPU MICIA
BUOOPY piBHS.

Jlns HaowyHOCT 1H(OpPMAIIiHI TMOTOKA TOJOBHOTO MEHIO 300pa)KEHO Ha

miarpami moTokiB ganux (puc. 2.1).

— ( paBeLUb 1
Bubip nyHKTiB MeHto L J
(Mouatw rpy)

3MiHa HanawryBaHb

y

/—[ Mopgyne HaBirauji ](—\ Mogaynb ynpaBniHHA HanawTyBaHHAMM

IHiLiaLis 3aBaHT aXXeHHs1
piBHSA

OHOB IEHHSI aKTMBHOrO
ekpaHa

OHOB NeHHs1 NapamMeT piB
CTaH MeHi

Pucynok 2.1 — JliarpaMa noTOKIB JJaHUX FOJIOBHOTO MEHIO
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Ha miarpami npeacTaBiieHO 30BHINIHIO CyTHICTh «I paBerby, sika 1HIIMIIOE Aii,
Takl sK BHOIp MyHKTIB MeHIO. OCHOBHI MpoOLECHM — I€ MOAYJl HaBpiramii Ta
yIpaBIIHHS HaJaIlITyBaHHAMHM, SIKI OOpOOJISIOTh BXiJIHI JIaHI Ta MEPENaloTh iX 10
CXOBWINl JaHWX, Takux 5K «CTaH MeEHIO» (aKTUBHHMM €KpaH, IapamMeTpH).
Hamnpuknan, Bubip nmyHkty «llouatu rpy» akTUBY€ MOJTyJIb HaBirailii, sKuii epeaae
JaHl JI0 CHUCTEMH YIPABIIHHSA PIBHAMU JUIS 3aBaHTaXXEHHsI CIIEHU, a 3MiHa
HaaImTyBaHb OHOBIIOE «CTaH MEeHIO» JyTsl 30epexeHHs mapameTpis. [Hhopmarriiina
MOJIeIb TOJIOBHOT'O MEHIO 3a0e3Meuye Horo 1HTerpauito 3 IHIUMH CUCTEMaMHU TPH,
30KpeMa 3 MOJYJIEM KBECTIB 1 pyXy, JO3BOJISIFOYH TUIABHO MEPEXOIUTH J0 IrPOBOTO

nporiecy micist BUOOpy piBHS.

2.1.3 Bxiadi Ta BUXiaH1 aHl

BXxinHi Ta BUXi/JHI AaHI BU3HAYalOTh 1H(OpMAIliliHI TOTOKU, HEOOXIAHI IS
peanizanii (yHKIIOHATBHOCTI cucTeMH. BoHu ¢opMyroThes misiMu TpaBils abo
CUCTEMHUMHU TMOJISMM 1 BIUIMBAIOTh Ha CTaH 00 e€kTiB. [l aHamizy BXIAHUX 1
BUX1JIHUX JaHUX PO3MIISAAIOTHCS JIBA OCHOBHI aCIIEKTH: iIrPOB1 MEXaHIKH Ta TOJIOBHE

MCHIO.

2.1.3.1 Bxigni Ta BUXIJIHI IaH1 iIrpOBUX MEXaHIK

Bxigni pani a8 irpoBUX MeXaHIK BKJIIOUAIOTh BBEACHHS TpaBls s
nepeMilleHHs TepcoHaxa (HampsiM pyxy, Aii, Taki K NpUCITaHHA YU KapaOKaHH:),
iHimanio B3aemoxii 3 NPC (mowaTtok mianory), mialip MpeAMETIB, aKTHUBAIliIO
YKPUTTIB 200 CTBOPEHHS IIIyMY JIJIs BIIBOJTIKAHHS BOPOTiB. Y MiHI-Irpax BX1JHI AaHi
MpeCTaBICHI JISIMH TpaBlsg, TAKUMU SK TEPEMIICHHs OJIOKIB YW 3MiHA CTaHy
nepemukaudiB. CucTemMa TakKOX T€HEpye BXIJHI JaHl, HaNpUKIaj, 1HIIIALII0
nepexoay MIX JIOKAI[IsIMU Yepe3 TOUKHU TelenopTalii ado 3aBepIleHHs PIBHS MICIsA
BUKOHAHHS 3aBJlaHHs. BuUXiAHI JaHl BKIIOYalOTh OHOBJICGHHS CTaHy IHBEHTApIO
(TomaBaHHS YM BHJAICHHS MPEIMETIB), 3MIHY CTaHy KBECTIB (3aBEpILECHHS
3aBJIaHHS), 3MIHY BUIMMOCTI MEpCcOoHaXka (BIJIMB Ha MOBEIHKY BOPOTIB), a TAKOXK
pe3yJibTaTu MiHi-irop (po30JIOKyBaHHSI JOCTYIy 10 HOBOi Jiokarlii). TaOmuis 2.2

UTIOCTPY€E OCHOBHI BX1HI Ta BUXIJIHI JaH1 U1 IrPOBUX MEXaHIK.
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Tabmuist 2.2 — BxigHi Ta BUXiIHI TaH1 U iITPOBUX MEXaHIK

MexaHika Bxingui nani Buximui gagi
[lepemimenns | Hampsim pyxy, aii (mpucigaHHs, HoBa no3uuis nepconaxa, 3MiHa CTaHy
KapaOKaHHS) pYXYy.
Hianoru I[nimiaris B3aemonuii 3 NPC OHOBIIEHHS CTaHy KBECTY, 3MiHA CTaHY
NPC.
Ksectn BuxoHnaHHs yMOB (HasiBHICTh 3aBepileHHs 3aBJaHHs, PO30JI0KYBaHHS
peIMETiB) JIOCTYIIy.
InBeHTap [TinOip mpeameTa, BUKOPUCTAHHS OHOBIICHHS CTaHy 1HBEHTApIO.
npenMera
Crenc AKTHUBaIlisl yKPUTTSI, CTBOPEHHS 3MiHa BUAUMOCTI, TOBEAIHKU BOPOTiB.
Hymy
MiHi-irpu [TepeminieHHs OJIOKIB, 3MiHA CTaHY | 3aBEpIICHHsI 3aBJaHHS, 3MiHAa CTaHy
rpu.

Bxingni Ta BuXigH1 gaHi GOPMYIOTh OCHOBY JUISI peaiizallii iIrpOBUX MEXaHiK,

3a0e3Meuyoun 3B 430K MIXK JIISIMU TPaBIisl Ta 3MIHOIO CTaHy cucrteMu. Hanpukian,

BBEJICHHSI HAPSIMKY PyXY 3MIHIO€ MMO3UIIII0 TIEPCOHAXkA, a 3aBEPIIICHHS 3aBJaHHS B

MlHl-l"pl MOJKC aKTHBYBATHU HOBY J'IOKaIliIO, BIINTMBAIO4YX Ha HOIIaJIbHII/Iﬁ Imporpcec.

2.1.3.2 BxiaHi Ta BUX1AHI JaH1 TOJIOBHOTO MEHIO

Bxigni maHi 1j1s TOJOBHOTO MEHIO BKITIOYAIOTh BUOIP ITYHKTIB MEHIO TPaBIEM

(manpuknan, «Ilouaru rpy», « HanamryBanus», « Buxiay), a Takox CUCTEMHI MO/,

Taki K 1HIIHAIA IEPEeX0ay J0 IrpOBOTO MPOIIECy Micist BUOOPY piBHs. Buximni qaHi

BKJIIOUAIOTh OHOBJICHHS CTaHY MEHIO (aKTUBHUN €KpaH, 30€peKeHI HaJIallITyBaHHS ),

1HIIIAII0 3aBaHTaXEHHS piBHSA a00 3aBepiieHHs poOoTH mporpamu. Hampukian,

BUOIp MyHKTY «HanmamtyBaHHs» MPU3BOAUTH IO OHOBJICHHS MapaMeTPiB Y CXOBHIIII

naHux, a BuOip «IloyaTu rpy» akTHBY€ 3aBaHTaXKCHHS BIATIOBITHOTO PiBHS.

Tabnuns 2.3 1M0cTpy€e OCHOBHI BX1H1 Ta BUXIHI IaH1 JJ151 TOIOBHOT'O MEHIO.

Taomuis 2.3 — BxiaHi Ta BUX1IHI JaH1 U1 TOJTOBHOT'O MEHIO

Mexanika

Bxingui nani

Buxinui nasi

Hasirarmis MeH0

rpy», «HanarryBaussi»)

Bubip nynkrtiB mento («Ilouatn

OHOBNIEHHSI aKTHBHOTO €KpaHa,
1HIITIaIlis 3aBAHTAYXEHHS PiBHSL.

YrupaniHHs

HaJIalITYBAHHAMHA

3MiHa TmapaMmeTpiB
pO3AiIbHA 3JaTHICTD)

(Ty4HiCTB,

OHOBIIEHHS CTaHy HaJlAIUTYBaHb.

Buxin i3 rpu

Bubip nynkry «Buxig

3aBepiieHHs! poOOTH MPOTPaMH.
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BxinHi Ta BUXiAHI JaHi TOJOBHOTO MEHIO 3a0€3MeUyl0Th HOTO IHTETpalito 3
IHIIMUMHU CUCTEMAaMHU, JI03BOJISIFOUM IUIABHO MEPEXOJUTU JI0 ITPOBOro mpoiiecy abo

3MIHIOBATH MMApaMETPH TPU.

2.1.4 O6MexxeHHs peAMETHOT 00J1acT1

OOMmexeHHsT TpeaMeTHOi o00JacTl BIUIMBAIOTh HA MPOEKTYBaHHS Ta
pearizaiifo CHCTeMH, 30KpeMa dYepe3 TEXHIYHI AacleKTH BHKOpHCTaHHS 2D-
npocropy B Unity, a Takoxk dYepe3 pecypcHi Ta (PyHKIIIOHAIBHI OCOOJHBOCTI
KOMaHJIHOT po3poOku. OCHOBHA yBara MNPUIUISETHCS TEXHIYHUM OOMEKEHHAM
peanizariii 2D-nipocTopy B rpi, siki popmyroTh crierudiky poOOTH CUCTEMHU.

TexHiuHl OOMEXEHHs TMOB’s3aHl 3 ocoonuBocTsAMH 2D-tipoctopy B Unity.
OaHuM 13 KIIOYOBUX acCMeKTiB € oO0poOka komiziit y 2D, mo BHUMarae TOYHOTO
HaJaITyBaHHs 30H B3a€MO/IIi, HAMPUKIAM, IS peati3allii MeXaHIKu YKPUTTIB YU
npabun. CucremMa komiziii y 2D-mpocTopi OOMEXy€e MOKIMBOCTI peai3ailii
CKJIQJITHUX B3a€MOJI MDK 00’€KTaMH, TaKUX SK ITHOPYBAHHS MEBHUX KOJI31M mif
yac KapaOkaHHs, W10 MOTpeOye I0JATKOBUX IMEPEBIPOK 1 HaJIAIITYBaHb.
[IpoAyKTHBHICTH € II€ OJHUM OOMEXEHHSM, OCOOJMBO MPU MEPEMHKAHHI MIXK
JIOKAI[ISIMUA: aKTHMBHE 3aBaHTa)XCHHsSI Ta JI€AKTUBAIlisl 00’€KTIB MOYKE CTBOPIOBATH
3aTPUMKH, SKIIO HE ONTHUMI3yBaTH KIJbKICTh AaKTUBHUX OO €KTIB Yy CIIEHI.
VYrpaBiiHHsA BipTyalbHUMH KaMepaMH, 30KpeMa 3 BHUKOPHCTAHHSIM CTOPOHHBOT
010,T1I0TeKH, TaKOXX HaKJIaJae OOMEKEHHs, OCKIJIbKU MOTpeOy€e KOoOopAuHalli MK
00’ exTaMU JIOKAI[i} 1 KamepaMu AJ1s1 3a0e3MeUeHHs UIaBHOTO nepexoy. Peamizaris
MIHI-ITOp 1 TOJIOBHOTO MEHIO 4epe3 IHTepdeic KopucTyBada nojae OOMEKEHHS,
nmoB’si3adl 3 Ul-cuctemoro Unity: mepeMilieHHsI €1EMEHTIB, TaKuX SK OJOKH YH
KHOTIKH, TOTPEOy€E TOYHOTO pO3paxyHKy MO3UIIIH 1 MaciITabyBaHHsI, 100 YHUKHYTH
HaKJIaJJaHHA Y1 HEKOPEKTHOTO BiJOOpaKeHHS.

Pecypchi oOMexeHHST 3yMOBJIEHI KOMaHIHOK PO3POOKOI0, JIe TerMau3aiiH
IHTErpYEThCA 3 KOMITOHCHTAaMH, CTBOPCHHMMHM IHITUMHU YICHAMU KOMaHIH, IO
BUMAara€ 4iTKOI KoopAauHaIli Jyuisi  3a0e3leyeHHs  [UTICHOCTI  CHCTEMH.
OyHKITIOHATHHI OOMEXEHHS TIOB’SI3aH1 3 MPSIMOJIIHIHHOIO CTPYKTYPOIO TpH, IO

BUKJIFOYAE JUHAMIYHI 3MIHM MEXaHIK 3aJIEKHO BiJ BHOOpY TpaBIli, 1 MOTpeOye
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pPETENBHOTO TUIAaHYBaHHS B3aeEMOMAIN Mik 00 ekTamu. L{i 0OMeXeHHsI BU3HAYAIOTh
HEOOXIJTHICTh ONTHUMI3Allli CHUCTEMH, 30KpeMa B YNpaBiiHHI Jokamismu, Ul-
€JIEMEHTaMH Ta B3a€EMOJIIIMU 00’€KTiB, 100 3a0e3neunTH e(PeKTUBHY peai3alliio

ITPOBHX MEXaHIK.

2.2 ITpo€eKTyBaHHS CUCTEMU

[IpoekTyBaHHSI CHCTEMHU € HACTYITHUM €TalloM ITCIsl aHami3y MpPeAMETHOT
0071acTi, IPOBEACHOTO B MHUHYJIOMY MIAPO3/LTI, 1 COpIMOBaHE Ha (opMaizalliio
apxiTeKTypu sl 3abe3neueHHs ii edekTuBHOI peamizamii. Llel eTtan nmepegdavae
CTBOPEHHS KOHIENTYaTbHOI MOJIEN, SIKa BU3HAYA€ MOJYJIbHY CTPYKTYPY CUCTEMH,
po3pooky UML-nmiarpam kimaciB s Qopmanizaiii 00’€KTiB 1 iXHIX 3B’SI3KiB,
MOJICTIOBaHHS  ITPOBOTO  Tpollecy uepe3 OJIOK-CXeMH, 10  UIIOCTPYIOTh
MOCJIIIOBHICTB JIIA MIDK MEXaHIKaMH, a TAKOK OpraHi3aliio lepapxii Juisi KOMaHIHOI

poOOTH.

2.2.1 KoHuenTyalibHa MOJIEJIb TPU

KonuenryansHa MOJI€nb Ipy NPEACTABIISIE 11 SIK CUCTEMY, IO CKIAJAAETHCS 3
MOJYJIbHUX MIJICUCTEM, SIKI JIOTTYHO PO3AUICHI JJIs peasti3allii OKpeMHUX acIeKTiB
dbyHkIioHaTsHOCTI. OCHOBHUMH MOIYJISIMH € MIJICUCTEMHU PYXY, I1aJ0T1B, KBECTIB,
1HBEHTapIO, CTEJICy, MIHI-ITOP 1 TOJIOBHOTO MEHIO, SIKI (PYHKIIIOHYIOThH SIK OKpeMi
KOMIIOHEHTH, OOMIHIOIOUHCH TAaHUMH Yepe3 BU3HAYEHI CTPYKTYpH, Takl K CTaHU
00’€ekTiB 1 moAii. s neTanbHOro Onucy KOHUENTYalbHOI MOJEN pO3TrIIsIaloThCs

JIBa OCHOBHI1 aCIIeKTH: irPOB1 MEXaHIKH Ta TOJIOBHE MEHIO.

2.2.1.1 KoHuenryaibHa MOJENb IrPOBUX MEXAHIK

KonunentyanbHa Mo/eIp IPOBUX MEXaHIK OMUCYE MOJIYJ1 PYXy, JIaloriB,
KBECTIB, IHBEHTAPIO, CTEJICY Ta MiHI-1TOp, K1 BIANOBIIAI0TH 32 00pOOKY BiANOBIIHOT
norikd. Hampuknan, Moaynb pyXy ynpasisie KOOpAMHATaMU MEPCOHaXa, MOIYJIb
KBECTIB 00p0O0JIsie 3aBJaHHs Ta IXHI 3aJI€KHOCTI, a MOJYJb MiHI-irop 3a0e3mnedye

BUKOHAHHS JIOTITYHUX 3aBJlaHb, III0 BIUIMBAIOTh Ha Tporpec rpu. Momymi
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B3a€MOJIIIOTh Yepe3 BU3HAUYCHI IHTepdeiicH: HapHKIIa, MOIYJIb pyXy Mepeaac naHi
PO MO3UIIII0 MEPCOHAXKA JO MOJYJIS CTEIICY JJIsl IEPEBIPKU BUMMOCTI, & MOIYJIb
KBECTIB OTpUMY€ 1H(HOPMAIIIIO BT MOAYJISl IHBEHTAPIO ISl BUKOHAHHS 3aBJ/IaHb.
Mogens BpaxoBye KOMaHAHY po3poOky, omucany uepe3 UML-giarpamy
TismbHOCTI (uB. puc. 1.6), ne reiimMan3aiiH IHTerpy€eThes 3 THITUMH KOMIIOHEHTaMU,
TakKUMHU gK Tpadika Ta meiaepu. Xoya MIJCUCTEMU OPraHi30BaHO MOIYJIBHO,
JOOTIPAIIOBAHHS  HITUMHU yYaCHUKAaMU KOMaHIW, HANpUKIAA, J0JlaBaHHS
rpagiyHUX 4YM 3BYKOBUX KOMIIOHEHTIB, BUMAarae mnpsMoro BTpy4yaHHsa B kon. Lle
nepenbadyae BHECEHHS 3MIH /0 ICHyIOUuX (ailliB 1 BUKOPUCTAHHS BHU3HAUYCHUX
3MIHHMX Ta CTPYKTYp JUIsl 1HTErpailii HOBUX €JIEMEHTIB, TaKuUX K aHIMaIlli 4u

3BYKOBI1 €(DEeKTH.

2.2.1.2 KonuentyajibHa MO/JI€JIb TOJIOBHOTO MEHIO

[TapanenpHO 3 MPOEKTYBAaHHSAM ITPOBUX MEXaHIK MPOBOAMIOCS TUIAHYBaHHS
TOJIOBHOTO MEHIO, SIKE € BaXJIMBOIO YACTUHOIO CUCTEMH, 3a0€3M1€UyI0Ur B3a€EMOJII0
KOpHUCTyBaua 3 rporo. KomaHaa, o CKIagaeThCcs 3 MporpamMicTa Ta XyIO0XKHUKa-
Iu3aiiHepa, IpoBea y3roAKEeHHs KOHIIETLI{ TOJIOBHOTO MEHIO, BUBHAYUBIIM HOTO
CTPYKTYPY, QYyHKIIIOHATBHI BAMOTHY Ta JIOTIKY po0ooTu. Ha moyarkoBomy etarmi 0yJio
BU3HAUCHO KIIFOYOBI KOMIIOHEHTH MEHIO, TaKl sIK €KpaHW HaBirailii (ToJIOBHHIA
eKpaH, BUOIp piBHIB, HAJAIITYBaHHS, BUXI]T), BAMOTH J0 B3a€MO/Iii 3 KOPUCTYBauyeM
(BuO1p MyHKTIB, IEPEX0IM MK €KpaHaMM) 1 3arajbHy JIOT1KY poOOTH 1HTEepdeicCy.
Pe3ynpTaToM cTano CTBOPEHHS CXEMH MEHIO, SIKa BKIIIOUAE 1€papXii0 eKpaHiB 1 iXHE
(dbyHKIIOHATBbHE TPU3HAYEHHS, 10 CTAJI0 OCHOBOIO JUIS TIOJIAJIBIIOT PO3POOKH.

Ha ocHOBI y3rosxeHoi cxemMu mporpamicT po3poOUB KOHIICTIIIIIO TPOTPaMHOT
JIOTIKA TOJIOBHOTO MEHIO, OpraHi3yBaBIIM ii B MOMAYJBHIM CTpYKTypi. Moayib
TOJIOBHOTO MEHIO BKJIIOYa€ KOMIIOHEHTH i1 OOpOOKHM BBEIEHHS KOpPHCTyBaya,
yIPaBIIHHS MEPEeXoJaMu MK €KpaHaMH 1 B3a€MOJII 3 1HIIMMHU CHCTEMaMH TpH,
TaKMMH K MOJYJIb KBECTIB JJIs 1HIIIaLIi 3aBaHTaKeHHs piBHs. Hanpukiaza, Buoip
nyHkTy «llouatu rpy» akTHBYye KOMIIOHEHT HaBirailii, SKUH Tepenae JaHl Jo
CHUCTeMH YIIPABIIHHS PIBHSIMH JJISI 3aBaHTXEHHS CIEHH. XYJIOKHUK-IU3alHED,

CIHUPAIOYUCh HA CXEMY MEHIO, TUIaHYy€ IHTErpallio Bi3yaJbHUX €JIEMEHTIB, TAKUX SIK
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KHOIIKH Ta (OHH, SIKi OyIyTh MOB’s3aHi 3 MPOTPAMHOIO JIOTIKOIO Uuepe3 BU3HAUCHI
3MiHHI Ta CTpYKTypH. Lleit mpouec noTpedye TICHOI CHIBMIPAlLl MK TPOTPaMiCTOM 1
JU3aiHepOM JiIs 3a0€3MeYeHHS BIMOBITHOCTI qU3aiHy (DYHKI[IOHAIbBHUM BUMOTaM

1 3py4HOCT] BUKOPUCTAHHS.

2.2.2 UML-pniarpama kiacis

UML-giarpama kiaciB € 1HCTpyMEHTOM Juisl (opmamizaiii CTpyKTypu
00’€KTIB IpH Ta iXHIX 3B’SI3KiB, IO JO3BOJISAE YITKO BUSHAUYUTH iXHI XapaKTEPUCTUKU
ta MeTonu B3aemoii. [{ns 2D-nmpuronnunpkoi rpu po3podiaeHo UML-piarpamu
KJIaCiB, sIKI OXOIUTIOIOTh 00’ €KTH, MOB’s3aH1 3 IrPOBUMHU MEXaHIKaMH Ta TOJIOBHUM
MeH0. /{7151 aHanizy CTpyKTypH KiIaciB pO3TISAal0ThHCS 1Ba OCHOBHI aCIIeKTH: ITPOBI
MEXaHIKH Ta TOJIOBHE MEHIO.

2.2.2.1 UML-niarpama KnaciB AJis irpOBUX MEXaHIK

UML-niarpama kiaciB ajisi IrpOBUX MeEXaHIK OXOIUTIOE OCHOBHI 00’ €KTH:
KepoBaHuit nepcoHax, NPC, npeamMeru, KBECTH, BOPOTH Ta €JIEMEHTH MiHi-rop. Ls
niarpama (moaatok b) BimoOpaxae aTpuOyTH, METOIM Ta acolliaiii MK Kiacamu,
110 3a0e3Meuy€e OCHOBY JJIsl IPOrpaMHO1 pealti3aliii:

— kjac Player mpesncrapiisie KepOBaHOTO MEpPCOHAXka 1 Mae aTpUOyTH, Taki SIK
KOOpIUHATH B 2D-TIpOCTOp1i, MBUAKICTH MIEPEMIIIICHHS Ta CTaH BUTUMOCTI, a TAKOXK
METOJU JJIsi 0OpOOKM TepeMillieHHs, 3MIHM CTaHy (HampuKiIaja, MPUCIIaHHS 4Yd
KapaOKaHHS), aKTUBAIlll YKPUTTIB 1 reHepallii moIii Jyis BiABOJIIKaHHS BOPOTiB;

— kiac NPC omucye HekepoBaHUX IMEPCOHAXIB 13 aTpuOyTamMH, TaKUMHU SIK
1meHTudikaTop 1 3MiHHA CTaHy, Ta METOJaMU i1 OOpOOKH B3aEMOIIi Ta TeHepalii
3aBJlaHb,

— kJac Item npeacrasisie npeagMeTu 3 aTpuOyTamMu, TAKUMH SIK 11€HTU(IKATOP
1 Ha3Ba, Ta METOJaMU JJis iXHbOI 0OPOOKH B IHBEHTAp1;

— wirac Quest ympapnse 3aBAaHHSAMH, 13 aTpuOyTamMH, TaKUMH SIK
11eHTU(IKATOP, CIIMCOK 3aJIEKHOCTEH 1 3MIHHA CTaHy, Ta METOAaMU JUIs IEPEBIPKU

YMOB 1 3aBEpIIICHHS;
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— kiac Enemy omucye BoporiB i3 aTpuOyTamu, TaKUMH SIK KOOPJMHATH Ta
3MiHHA CTaHy, 1 METOJIaMH i1 0OpOOKM MOBEAIHKH Ta peaKiiii Ha MO/Iii;

— knac MiniGame mnpeacTaBisie MiHI-ITPH, 13 aTpuOyTamMu, TaKUMH SIK
i1eHTU(IKaTOp 1 3MiHHA CTaHy, Ta METOaMH JIsi OOpOOKH Miil TpaBLs 1 IEpEBIPKU
yMOB BUKOHAHHS.

3B’S3KM MK KjacaMu BiIoOpaXkaroTh iXHIO B3aeMoiito B cucremi. Kiac
Player acomiroetscsi 3 NPC mnst oOpoOkm B3aemomii, 3 Item s ympaBiiHHS
1HBeHTapeM, 3 Enemy ans BIUIMBY Ha MOBEIHKY BoporiB 1 3 MiniGame s
BukoHaHHs 3aBaaHb. Kimac NPC acormiroerbest 3 Quest, TeHepyroun 3aBAaHHs, SKi
3aiiexarh BiJ Item (HasBHICTH mpeameTiB) 1 MiniGame (pe3yJsibTaTd BUKOHAHHS).
Knac Enemy acomitoetscsi 3 Player, pearyioun Ha mopii, 1m0 TeHEpYIOThCA
nepcoHakeM. Taka CTPYKTypa KJIaciB JIO3BOJISIE YITKO BHU3HAYUTH KOMIIOHEHTHU
CHUCTEMH Ta IXH1 3B’SI3KH, 1110 € OCHOBOIO JIJIsl TOAAJIBIIOL peaizailii.

2.2.2.2 UML-niarpama KiaciB Jijisi TOJIOBHOTO MEHIO

UML-niarpama kaciB AJisi TOJOBHOTO MEHIO OXOIUTIOE 00 €KTH, OB’ sA3aHl 3
(GyHKIIIOHATBHICTIO HaBITAIlll Ta yIpaBIiHHS HAATyBaHHAMU. L5 niarpama (puc.
2.2) BimoOpaxkae aTpuOyTH, METOJIM Ta acoIiallii MK KilacaMu, IO 3a0e3reuye
OCHOBY JIsl MPOTPAMHOI1 peajtizallii MeHIO:

— xnac MenuController e meHTpadTbHHUM KJIacCOM TOJOBHOTO MEHIO 1 Mae
aTpuOyTH, TaKl SIK aKTUBHUU €KpaH (HAmpHUKIIaJ, TOJOBHUU €KpaH, BUOIP PIBHIB,
HAJIAIITYBaHH ), @ TAKOXK METOAH JUI1 0OpOOKH MEepexo/1iB MIXK eKpaHaMH, 1HIIaIil
I'pU Ta 3aBEPILICHHS MPOTPaMU;

— kimac SettingsManager BiamoBigae 3a YIpaBIIHHS HalIaITyBaHHSAMH, 13
aTpuOyTaMu, TAKUMH SIK TApAMETPU T'YYHOCTI Ta PO3A1IBHOT 34aTHOCTI, 1 METOJaMU
JUIsl IXHBOT 3MIHU Ta 30€pEKEHHS;

— xiac LevelButton mpencraBnse KHOMKK BUOOpY piBHIB, i3 arpuOyTamu,
TaKUMU SIK 11eHTU(DIKATOp piBHSA, 1 MeTOAaMHu Jyisi 0OpoOKu BUOOpPY pIBHS Ta
1H1IaIii Horo 3aBaHTAKEHHS,

— wiac GameProgress ympasisie mpoTpecoM TIpH, 13 aTpUOyTaMu, TAKUMHU SIK

HaWBUIIUI PO30JIOKOBAHUM PIBEHB, 1 METOJAMHU JIJIsi HOT'O OHOBJICHHS Ta CKUJIaHHSL.
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Pucynok 2.2 — UML-niarpama kiaciB J1si TOJIOBHOTO MEHIO
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3B’s3KU MIXK KJlacaMH BiJI0OpaxkaroTh ixHIo B3aemoito. Kimac MenuController

acollitoeTbes 3 SettingsManager a1 yrpaBiIiHHS HajamTyBaHHsIMU, 3 LevelButton

st oOpoOku BUOOpY piBHIB 1 3 GameProgress aJisi OHOBJIEHHSI CTaHy MpPOTrpecy.

Knac LevelButton acoritoerbcs 3 GameProgress uisi mepeBipkM JTOCTYMHOCTI

piBHIB. Taka cTpyKkTypa KJ1aciB J03BOJIS€ YITKO BUBHAYUTH KOMIIOHEHTH TOJIOBHOTO

MEHIO Ta TXHI 3B’513KH, 3a0€3MeUyI0YH OCHOBY JIJIs peati3allii.



40

2.2.3 MojentoBaHHS irpOBOTO MPOLIeCy

MojentoBaHHsI ITPOBOTO MPOIIECY J03BOJSE BU3HAYUTU MOCIIJIOBHICTh A1d
MDK yciMa TiACHCTEMaMH TpH, IO 3a0e3leuye iXHI0 1HTerpariio Ijs peajizarii
THUIIOBOTO CIieHapiro B3aemoii. J[is mporo po3pobieHo 00k-cxeMy (nomarok B),
SAKa UTIOCTPYE B3AEMOJIII0 MDK MIJICUCTEMaMU TOJIOBHOTO MEHIO, PyXY, JIaIOrTiB,
KBECTIB, IHBEHTapIO y MPOILIeCi BAKOHAHHS 3aBJIaHHS.

[Tporiec po3novYMHAETHCS 3 3aIMyCKy TPH, MICSA YOTO BiAOYyBa€ThCs 1HIIMIAIS
rOJIOBHOTO MEHIO, i€ TPaBellb 3/1aTeH BUOUPATH Pi3HI MyHKTH: «['paTu», 1110 aKTUBYE
MOJyJb HaBITallil JUId Iepexoy 10 eKpaHy BUOOpY piBHIB, « HamamtyBanusy», mo
aKTUBY€ MOJYJb HaBIraiii cepei JOCTYIHUX MapaMeTpiB HaJallITyBaHb rpu abo
«3aBepIeHHs Tpw», BIIMOBITHO 3aBEPIIATH MPOIIEC TPU B CUCTEMHUX 3a/1a4uax.

[Ticns BuOGOpy piBHS, 3aMyCKaeTbCcsl OOpaHWM piBEHb, B SKOMY MOJYIb
HaBiraIlii nepeaae aaHi 10 MOAYJIs KBECTIB Jis 1HILIAI1 irpoBOTO Tporiecy. [ paBenb
OTNIMHSIETHCS B ITPOBIN CIEHI, /e aKTUBYIOTHCSI MEXaHIKH KEPyBaHHS MIEPCOHAXKEM,
KaMepolo Ta B3aEMO/IIT 3 00’ €EKTaMHU.

[lin 4Yac mepemilleHHs TpaBIsl CHCTEMa IEpPEBIpsi€ HASBHICTh OO €KTIB
HABKOJIO: SIKIIIO MOPYY € MpeIMeT — CIpalbOBYE MOJYJIb MiJAOUpaHHS MPEIMETIB,
SKAW JoJae 00’€KT A0 I1HBEHTapro. SKIO rpaBelb HaOMMKAEThCA A0 00 €KTa
TesenopTaii, BiAOyBa€ThCs 3MiHA JIOKAIII1, ICJIS YOrO aKTUBY€ETHCS MIEPEMUKAHHS
KaMepH ¥ 1HI1aT13yeThCs HOBA CIICHA.

SIKo rpaBelb HAOMMKAETHCA 10 MEPEIIKO ] — MEePEBIPSAETHCS IXHIM THIL: 3a
HAsIBHOCTI JpaOWHU aKTHUBYETHCS MOYJIb JIa31HHSA, SIKIIO K 1I€ThCS TIPO 1HIITNI THIT
MIEPEIIKOAMN — CIIPAIlbOBYE MEXaHIKa 3aIa3aHHs Ha Hel.

V pa3i B3aemozii 3 NPC akTuByeThCSI CUCTEMA J1aJI0T1B, sIKa Yepe3 BHYTPIIIHI
YMOBHU TEpEBIpsi€ HAsBHICTh MOTPIOHOTO I MPOTpecy KBeCcTy mpeamera. SKiio
peAMET IPUCYTHIM — KBECT MIPOCYBAETHCA BIEpE. SKIIO XK MPEAMET BiICYTHIN —
CUCTeMa Harajye npo norpedy ioro 3HaitTi. Kosu BCl KBECTH 3aBEPIIICHO, ITPOBHI
MPOIIEC I[LOTO PIBHS MIIXOAUThH 10 KiHIIS.

[IpoTsiroM rpu rpaBers MOXKe B OY/Ib-IKHI MOMEHT BUKJIUKATA MEHIO May3H,

B SIKOMY JIOCTYIIHI OMI[ii MPOJOBKEHHS IPU, 3MIHU HalallITyBaHb a00 TTOBEPHEHHS
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70 TOJIOBHOTO MeHI0. MeHIo may3u 30epirae CraH irpoBOi CIIEHH, THUMYacOBO
3aMOpPOXKYIOUM OCHOBHI MPOLIECH, aK MOKU He OyJe NPUIHATO HOBE PIIICHHS
KOpHCTyBaya.

[s1 6mok-cxeMa popMartizye MOCaiIOBHICTh 1 MK MOy JISIMU, BUBHAYAIOUN
TOYKH IXHBOI B3a€EMO/IIT Ta iepenadi 1anux. BoHa € 0CHOBOO [T peaizallii JOTiKu
IpHU, JO3BOJISIFOUM YITKO CTPYKTYpyBaTH 3B A3KM MDK MIJICHCTEMaMH s

IIOIAJIBIIOTO IPOTPAMyBaHHS.

2.2.4 Opranizaiis iepapXii st KOMaHIHOT poOoTH

s epexTUBHOT KOMaHAHOI pOOOTH HEOOXITHO BU3HAYUTH 1€papxito, sika
JI03BOJIIE yYaCHUKaM KOMaHAM OPIEHTYBATUCA B CTPYKTypl MNpPOTrpamMHHUX
KOMIIOHEHTIB TpH. 3 I€I0 METOI po3pobiieHo pgiarpamy (momatok [7), sika
BiJIoOpaxkae opraHi3alliio MiJICUCTEM 1 IXHIO B3a€MO/I110, 110 3a0e3Meuye 3araibHuil
OrJIsi ISl BCIX 4iieHIB KoMaHau. Lls miarpama e crpoliieHoro Bepci€ero, sika Oyne
po31mMpeHa B po3auii 3 13 10AaBaHHSAM KOHKPETHUX IPOrPaMHUX KOMIIOHEHTIB.

Ha piarpami mpeacTtaBieHO CTPYKTypy OCHOBHUX IIJICHCTEM TpPHU Ta IX
B3a€MO3B’SI3KU. L[eHTpaJIbHUM €JIeMEHTOM BHUCTYHAa€ MOJYJb ITPOBUX MEXAHIK,
AKUW  00’€HY€ KIIOYOBI €JIEMEHTH IrpoBOro rmporecy: B3aemomiro 3 Ul
(iHTepdeiicom), mepcoHaxeM, OTOUEHHSIM, a TAKOXK 13 MiHI-1TPaMH.

Taka 1epapxis [03BOJIIE KOMaHAI TedMau3aiiHepa, XYJIOKHHUKIB 1
3BYKOPEKHCEpPA OPIEHTYBATUCS B CTPYKTYyPl CHCTEMH, IIOO BHOCHTH HEOOXI1JHI

3MiHHU JI0 KOy, SIK OITMCAaHO B IMyHKTI 2.2.1.

2.3 MaremaTu4He Ta aJropuTMidHe 3a0e3neUeHHs

MatemarnuHe Ta ajlrOpUTMIYHE 3a0€3MEUEHHS € 3aBepLIAIbHUM €TaroM
1H(OpMaLIHHOTO MPOEKTYBAHHS, 1110 BU3HAYAE MOJIEIIl Ta AJITOPUTMH JJISI peasi3arlii
dbynkiionansHocTi Tpu. Ilelt eram mo3Bossie dopmanizyBaTH irpoBi IPOIIECH,
3a0e3MeuynT iXHIO €QEeKTUBHY peali3alilo Ta MArOTYBaTd OCHOBY s

nporpamyBaHHs B posnauni 3. Iligpo3nin mpuUCBSYEHO OMHUCYy MaTeMaTHYHHX
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MOJIENIel ITPOBUX MPOIECIB, PO3POOINl AITOPUTMIB ISl KIIOYOBUX MEXaHIK 1
OOIpyHTYBaHHIO BUOOPY METO/IIB, 1110 BPAXOBYIOTh crieU(iKy 2D-mpurogHuupkoi

rpu B Unity.

2.3.1 Mogeni irpoBux MpoIieciB

MarematnyHi MOJAENI ITPOBHX TPOIECIB  (OPMai3yIOTh IOBEIIHKY
MiJICUCTEM, JO3BOJISIIOYM YITKO oOmHucaTH ixHIO (yHKIioHambHICTh. s 2D-
MPUTOTHUIIBKOI TPU PO3pOOIEHO MOJETI ISl KIIFOUOBUX MEXaHIK: pyXy, CTeICy,
1HBEHTApIO Ta MiHI-ITOP.

Mexanika pyxy TIepcoHaka O0a3yeTbCs Ha MOJENl TNEepeMilieHHs B
JBOBUMIPHOMY IPOCTOPI 3 ypaxyBaHHSIM MpHUCKopeHHs. [IIBUAKICTh 3MIHIOETHCS

BIJIMOBITHO JIO TIPUCKOPEHHS:

Vy new = Vx + @+ At, (2.1)
Vy new = Vy +a-At (2.2)
€ Vy,Vy — MOTOYHA WIBUIKICTH IO TOPU3OHTANl Ta BEPTUKATI, A —

NPUCKOPEHHS, At — YACOBHUMH KPOK, Uy, news Uy, new — HOBA IIBUJIKICTb.

Ha ocHOB1 HOBOT IIBUKOCTI BU3HAYAETHCS HOBA MTO3MITIS ITEPCOHAXKA!

Xnew = X + U, - At (2.3)
Ynew =Y + vy, - At (2.4)

Je X,y — MOTOYHI KOOPJWHATH, Uy, Uy, — IIBUJIKICTh, At — 4acOBUM KPOK,
Xpews Ynew — HOBl KOOpJIMHATH.

Mexanika CTeICy BUKOPHUCTOBYE MOJIEIh IIKAIHM BHUSBJICHHS 3 ypaxXyBaHHIM
BIJICTAHl 7O BOpora. 3aTyXaHHs IIyMy 3aJIe)KHO BIJ BIJACTaHI BH3HAYAETHCS

dbopmyIioro:
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Ndamped = d (25)

ne N — noyaTkoBui yM, d — BicTanb 110 BOPOra, Nyampeq — 3aTyXJIUM IIYM.

=

3arajpHUM piBeHL BUSIBJICHHS OOYHCITIOETHCS SIK:

D=w;-V+w,- Ndamped (26)
ne V — BUOUMICTB, Ngamped — 3aTyXJIHIA IIyM, Wy, Wy — BaroBi KoediIieHTH,

D —piBeHb BUSBJICHHS.

Mexanika B3aemoii nepcoHaxa 3 NPC 6a3yetbcst Ha 00UMCIIEHH] €BKJI110BO1

BIZICTaH1 MK HUMH:

2 2
d= \/(xp — %)+ (¥ — ) (2.7)
JI€ Xp, Y, — KOOP/IMHATH MEPCOHANKA, Xp, Yy — KOOPIAMHATH NPC, d —Biacranb

MI1K HAMH.

MexaHika TpHCiAaHHS BIUIMBAa€ Ha IMBUAKICTh 1 BHUIUMICTE. BoHH

3MIHIOIOTHCS 3T1JTHO 3 KOe(illiEHTaMU:

Ucrouch = Vbase ° kv (28)
Vcrouch = Vbase ) kV (29)
€ Vpase» Voase — 0a30B1I 3HAUCHHS IIBUAKOCTI Ta BHIUMOCTI, K, ky —

KoebIIIEHTH 3MEHILIEHHS, V, ,V — 3HAYE€HHS y CTaHl MPUCITAHHA.
crouch’ Y crouch

[HBeHTap MOJCTIOETHCS K CMCOK cinoTiB I = {I4,1,, ..., I}, e KOXKEH CI0T
MICTUTD MpeAMET ab0 € MOPOKHIM.
s mini-irop tumy Rush Hour koopauHati GJIOKY 3MIiHIOIOTBCS TIPU pycl

TaK:
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Xpew = X + Ax (2.10)

JIe X — MIOTOYHA MO3MIIis O6J10Ka 10 TOPHU30HTAI, AX — 3MIIIICHHS 32 BBEJCHHIM

KOPHUCTYBaua, X,., — HOBA MO3UIliA OJIOKA.

Pyx  BBaxaeThcsi  BadIHUM, SKIIO  BUKOHyeThcs ymoBa 0 <
Xnew < gridWidth 1 x1iTHHKA BUIbHA.

['osmoBHE MEHIO OMUCYETHCS K KIHIIEBUN aBTOMAT 31 cTaHaMu M, KOXKEH 3
SKUX BIATOBiZa€ OKpeMoMy ekpany. [lepexonu BU3HAYAIOTHCA JiSIMUA KOPUCTYBaua,
Hanpukiiaa: Bubip «lloyatu rpy» mepeBoauTh Tpy 10 MeHIO piBHIB. Lli Mozeni
3a0e3meuyoTh (hopMarizarliio MOBEIIHKHU MiJACUCTEM, 110 € OCHOBOIO ISl PO3POOKH

ITOPUTMIB.

2.3.2 AnroputMu peaiizaiii MexaHik

AnroputMu peanizaiii MexaHiKk (GOpMai3yIOTh JIOTIKY pOOOTH MiJICUCTEM,
3a0e3Meuyoun IXHI0 KOPEKTHY MOBENIHKY B Tpoiieci rpu. s KOKHOT KIIF0U40BOT
MEXaHIKH po3p0o0IEHO MCEBIOKO/, SIKUM Oy1e OCHOBOIO JUIsl POTPAMHOI peasi3arii
B po3aini 3.

ANTOpUTM MepeMilieHHsl NepcoHaxa (pyX) 13 ypaXyBaHHSIM HPHUCKOPEHHS
omucye oOpoOKy BBEJCHHS Ta OHOBIEHHS KoopauHat. Hexait (x,y) — moTouHi
KOOPIMHATH, (Vy,Vy) — WBUIKICTH, @ — NPHUCKOPEHHS, At — YacoBUM KpOK,
input,, input,— Beenenns rpasus (1 a6o 0). biok-cxema anroputmy 300pakena
B nonarky /1.

AJTOpUTM CTEJICY OOUYUCITIOE PIBEHb BUSBICHHS 3 YpaxXyBaHHSIM BiACTaHI J10
Bopora. Hexait V — Bunumicts (0 abo 1), N — mym (0 a6o 1), d — BiacTanb 10
BOPOTa, Dipreshota — TOPIT BUsIBIEHHS. biok-cxema anroputMmy 3o00pakeHa B
nonarky E.

Anroputm 1151 B3aemozii 3 NPC nepesipsie Binctans Mix nepconaxkem i NPC.,
Hexait (xp,Y,) — KOOPIMHATH NEPCOHAKA, (Xp, Vn) — KoOpIMHATH NPC, Dipreshola

— MOPIT BIACTaH1 /ISl B3aeMoii. biiok-cxema anroputmy 300pakeHa B 1oaatky K.
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AJATOpUTM TS IPUCIIAHHS, 10 3MIHIOE IIBUJIKICTD 1 BUIUMICTh IEPCOHAXKA.
Hexait vy, — 60a30Ba MBUIKICTD, Vi, — 0a30Ba BUIUMICTS, Ky, ki, — KoedimieHTH
3MeHIIeHHs. biok-cxema anroputMmy 300paskeHa B I0AaTKy 3.

ANTOpPUTM IS 1HBEHTApIO OMHCYE JoaaBaHHs npenMera. Hexait [ — macuB
CJIOTIB iHBeHTaps, itemld — inenTudikaTop mpeaMera, n — KUIbKiCTh CIO0TiB. biok-
cXeMa alropuTMy 300paskeHa B foaarky U.

AJTOpPUTM JUIsl TOJIOBHOTO MEHIO ONMCY€E HaBITaIlilo MK ekpaHamu. Hexai
activeScreen — NOTOYHUN aKTUBHUN €KpaH, input — BUOIp KopucTyBauya. biok-
CXeMa alIropuTMy 300paxkeHa B noaarky K.

AnropuT™m 715 3aBaHTAKEHHS PIBHS MIEPEBIPS€ TOCTYMHICT PIBHS Ta 1HIIIIOE
HOro  3aBaHTAKEHHS. Hexaii  levelld -  imentudikarop  piBHS,
highestUnlockedLevel — HOMep OCTaHHBOTO BIAKPUTOTO piBHA. biok-cxema
aIropuTMy 300pakeHa B 104aTKy JI.

Anroput™m 11 nays3u Ipu yopapisie mMacliTaboM yacy Ta BIIOOpa)keHHSAM
MeHto nay3u. Hexait isPaused — OyneBe 3Ha4CHHS, 110 BKA3ye€, 4d Tpa iepedyBae B

nay3i. biok-cxema anroputMmy 300paxkeHa B J0JaTKy M.

2.3.3 O0rpyHTYyBaHHsI BUOOPY METO/IIB

Bubip maTemMaTHUHHX MOJENEH 1 aITOPUTMIB 3yMOBJIEHUN crielidikoro 2D-
MPUTOJIHULIBKOI TPU Ta TEXHIYHUMH oOMexxeHHaMU Unity. Monenb nepemilieHHs 3
ypaxyBaHHSAM MPUCKOPEHHS oOpaHa Jij1sl 3a0e3MeYeHHs TUIaBHOTO pyXy MEPCOHaXka,
110 € BYKJIMBUM JIJIs1 iIrpOBOTO AOCBiAYy. MOIeNb 3aTyXaHHs IITyMy B CTEJICI JIO3BOJISIE
peaiCTUYHO BpaxXyBaTH BIJICTaHb JIO BOPOra, IO IMIJBUIINYE CKIAAHICTh IIPOBOTO
npornecy. O6uncienHs BiacTaHi st B3aemoii 3 NPC € ctaHgapTHUM METOJIOM Y
2D-irpax, mo 3a0e3medye TMPOCTOTY peanizanii. Mojaenb TpUCIIaHHS 3
KoedilieHTaMU 3MEHILICHHS IBUJIKOCT1 Ta BUAUMOCTI JI03BOJISIE JIETKO aJanTyBaTH
MOBEIHKY MepcoHaXa 0 pi3HUX cTaHiB. CTpyKTypa IHBEHTApIO SIK MAaCHUBY CIJIOTIB
€ mpocToro JuIs peanizanii B Unity, a MoJieNib KIHIIEBOTO aBTOMAaTa JJisl TOJIOBHOTO
MEHIO JIO3BOJISIE YITKO (hOpMalli3yBaTH MEPEXOau MK €KpaHaMH, 1110 BIIMOBIIA€E

MOAYJIbHINA apXITEKTYPI.
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AnroputmMu po3pobiieHl 3 ypaxyBaHHSIM MPOAYKTUBHOCTI Ta MPOCTOTH:
HaIlpUKJIaJ, AITOPUTM MEPEMIIIECHHS MEepCOHaXa BUKOPUCTOBYE 0a30B1 oreparlii
JUIsl OHOBJICHHSI KOOpIMHAT, a aJTOPUTM HaBirauii MeHio 0a3yeTbcs Ha YMOBHHMX
KOHCTPYKIIISX, 110 3a0€3Meuye MIBUJIKE BUKOHAHHS B peajibHOMY 4aci. Takuii miaxina
no3Bojsie  €peKTUBHO peanizyBaTd  (PYHKI[IOHAJIBHICTH TpPU, BPAXOBYIOUYHU

obmexeHHs 2D-npocTopy Ta pecypcu KOMaHIHOT PO3pPOOKH.

BucHoBku 710 po3ainy

Y npyromMy po3zaiiai BUKOHAHO iH(popMalliiiHe Ta MaTeMaTU4He 3a0e3neueHHs
po3poOku 2D-nmpurogHuUIEKOT TpH B *aHpi KBecTiB Ha 0asi Unity, mo cTBoproe
OCHOBY JIJIsSI OJIAJIBIIIOT TPOTPAMHOI peatizallii.

VY migpo3auii 2.1 mpoBeaeHo aHali3 MPEeIMETHOI 001aCTi, BABHAUYEHO 00’ €KTH
IpH, IXHIO B3aEMOJI110, 1H(GOpMaIliliHI MOTOKU Ta BX1JHI/BUX1AHI JAaH1 JJIsI ITPOBUX
MEXaHIK 1 TOJOBHOTO MEHIO, a TaKOXX OMHCAHO OOMEXKEHHS, SIKI BIUIMBAIOTH Ha
IPOEKTYBAHHS CUCTEMHU.

[limpo3min 2.2 NOPUCBSIYEHO TMPOEKTYBAHHIO CHCTEMH: PO3pOOIEHO
KOHIlenTyalibHy Mojaenb, UML-niarpamu kiaciB j1s irpoBUX MEXaHiK 1 TOJIOBHOTO
MEHI0, a TAKOXK OJIOK-CXeMYy, 110 BijoOpaxkae B3a€MOJIII0 BCIX MIJCUCTEM Yy MPOIIEC]
IpH.

VY niaposzaini 2.3 chopMoBaHO MaTeMaTUYHE Ta AITOPUTMIYHE 3a0€3MCUCHHS],
Jie 0COONIMBY yBary MpUJICHO MEXaHIKaM MEepCOHa)a: OMKMCAHO MOJENl PyXy 3
ypaxyBaHHSIM MPUCKOPEHHs, CTENICY 13 3aTyXaHHAM Iuymy, B3aemonii 3 NPC,
MIPHUCIJIAaHHSA, a TAKOXK MOJICJI IHBEHTAPI0, MiHI-1T'Op 1 TOJIOBHOTO MEHIO; pO3pO0JIECHO
BIJIITOBIJTHI AITOPUTMH peajizaliii Ta 0OrpyHTOBaHO BUOIp METO/IB 13 ypaxXyBaHHSAM
cnenugiku 2D-rpu Tta obmexxkenb Unity. Otpumani pe3yiabTatd 3a0e3MedyroTh
dbopmMatizamito irpoBUX IMPOIIECIB, IO JO3BOJISE MEPEUTH 10 IXHBOI MPAKTUIHOT

peanizalli B HaCTyITHOMY PO3JILII.
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PO3UJI 3 ITPOI'PAMHE TA TEXHIUYHE 3ABE3IIEYEHHA

3.1 3aco6u po3pobOku

Po3po6ka 2D-mpuromnHuiitbkoi Tpu B JKaHpPl KBECTIB MPOBOJWIACS 3
BUKOPHUCTAHHSIM CY4YacHUX 3aco0iB po3poOKkH, 10 3a0e3medyioTh eGEeKTUBHY
peaizalliro IPOEKTY Ta KOMaHIHY B3aeMoAir0. OCHOBHUM CEPEIOBUIIEM PO3POOKU
obpano Unity Bepcii 2022.3.18f1 [11], sike 103BoJIsE CTBOPIOBATH JBOBUMIPHI irpH
3 MOIYJBHOIO apXITEKTypoOr Ta 3abe3nedye 3pydHy poOOTy 3 00’€KTamu CIICHH,
G13MYHMMHU KOMIIOHEHTaMHu Ta 1HTepdeiicom kopuctyBaua. [y mporpaMmyBaHHS
BUKOpHCcTaHO MoBy C#, sika € cranmaptHoto s Unity i 3abe3nedye THYUYKiCTh Yy
peaiizariii irpoBoi yoriku [12]. Sk iHTerpoBaHe cepefOBHMINE IS HAIMKMCAHHS Ta
penaryBaHHs koay Bukopuctano Visual Studio 2022 (Version 17.12.3) [13] i3
BcTaHoBIIeHUMU iHCcTpyMeHTamu Visual Studio mis Unity (Version 17.12.2.0) [14],
1110 3a0e3Meuye MiITPUMKY aBTOJOMOBHEHHS, HAJIaro/PKEHHS Ta iHTerpartito 3 Unity.

JIns ynpaBiiHHS BEpCisIMUA MPOEKTY Ta CUHXPOHI3ALIl 3MIH MDK 4YJIEHaMU
xomanu Bukopuctado GitHub Desktop (Version 3.4.18, x64) [15], sikuit 103BOJIHB
e(eKTUBHO KOOPJAMHYBaTH poOOTYy HaJ KOJIOM, BIJICTEXKYBaTH 3MIHH Ta
3a0e3nevyBaTy CTaOUTbHICTD MPOEKTY.

s poOoTH 3 Kamepamu, 30KpeMa i CTBOPEHHS BIPTyalIbHUX KaMmep 1
KaMepH, 10 Tepeciiaye Tpasil, BukopucraHo 0i0miorexky Cinemachine (Bepcis
1.9.7, Bim 08 tpaBus 2023 poky) [16]. Ils OiOmioTeka 3abe3nedye IUIaBHE
CIJIKYBaHHS KaMepu 3a IEpPCOHaXXEM, HaJallTyBaHHS 30H (OKYyCyBaHHS Ta
yIpaBIIHHS [apaMeTpamMu KaMepH, 110 € BaXXJIUBUM JUIsl CTBOPEHHSI KOM(OPTHOTO
IrPOBOTO JOCBIY.

Komannna po6GoTa opranizoBaHa 3 BUKOPUCTaHHSIM Cy4aCHUX 1HCTPYMEHTIB
JUTSL KOMYyHIKarlii Ta oOMiHy qaHuMu. JJist po3nojiny 3a1a4 i MOHITOPUHTY TXHBOTO
BUKOHAHHS 3aCTOCOBYBABCS CepBic Asana, KM JT03BOJIWB YiTKO CTPYKTYpPyBaTH
pobounit mporec i1 Biacrexysatu nporpec [17]. Komynikaiiss Mk uileHaMu

KOMaHIu, 3xiiicHIoBanacs yepe3 Discord [18] i3 BUKOpHCTaHHSM rOJIOCOBOTO YaTy



48

Ta (QYHKIIT TpaHCIALIl eKpaHy, IO 3a0e3NMe4YMyio TOYHE PO3YMIHHS BUMOT Y
KOHTEKCT1 pobotu. ns oOMiHy (aiimamMmu BUKOpUCTaHO ABa kaHanu: Discord 13
obmexxeHHsM y 8 Mb aiisa mBuikoro oominy HeBenukumu (daiinamu ta GitHub s
nepenayi OUTBIIMX 32 PO3MIPOM (paililiB, TAKUX SIK CKPUIITH Ta PECYPCH MPOEKTY.
J71st aHami3y mpoIyKTUBHOCTI Ta HAIAroXKeHHS MMPOEKTY BUKkopucTtano Unity
Profiler, sikuif 703BOJIMB BUSBIISITH BY3bKI MICI[I B POOOTI CHUCTEMH, 30KpeMa B
OOUYHCIEHHSX PYyXy TMEepCOHaka Ta OHOBICHHI CITKM B MiHI-Irpax, a TaKOX
ONTHMI3YBaTH iX JJig 3a0e3mneueHHs cTadiapHoi podoTH [19]. CTpykTypa miacucreM
13 0JJaBaHHSIM Ha3B CKPUNTIB MpeJCTaBlieHa Ha aiarpami iepapxii (Pucynok 3.1),
SKa € PO3IIMPEHHSM JiarpaMu, ONMUCaHoi B miapo3nuti 2.2.4 (auB. puc. 2.6), i3
J0JJTaBaHHSM KOHKPETHHX MPOTPAMHUX KOMITOHEHTIB, TakuX sik PlayerMovement.cs,

EnemyController.cs, MenuController.cs Ta ixmmi.
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Player.controller Enemy.controller
NPC.controller Enemy_ldle.anim
QuestGiverinteraction.anim Enemy_Walk.anim

=

+ EnemyController.cs
« QuestGiverinteraction.cs : Fieldgl\ﬁeucs ©
« QuestManager.cs « ManagerSwitchFrames.cs « PlayerStealth.cs
» Pick_Up.cs « SwitchFrame.cs « PlayerWhistle.cs
» TeleportSystem.cs » WhistleArea.cs
.f_—i \n .f_ '
. - = BlockPrefabs (folder)
Irpoei MexaHiku g & Hor.2x1(#).prefab
© Hor.3x1(#).prefab
o Verix2(#).prefab
© Verix3(#).prefab
— o WinBlocki#).prefab
« BlockControllerUl.cs

» GridGraphic.cs
» PuzzleManagerUl.cs

= RushHourManager.cs /

F i
» SwitchPanelManager.cs
= SwitchToggle.cs

« TumblerButton(#).prefab

MiHi-irpu

p 4
{ « HealthDisplay.cs )
« HitZoneFeedback.cs
» BackgroundSlots.cs + MNote.cs
» Inventory.cs » MNotelnput.cs
« IltemData.cs « NoteSpawner.cs
« Slot.cs « NoteType.cs

\-4.’
» StageData.cs
= TargetZoneGizmo.cs /
s OTO4eHHRA ~

Column.anim
Curtain.anim
Washer_1.anim
Washer_2.anim
Washer_3.anim

Player.controller

Player_ldle.anim

Player_Walk.anim
Player_Crouch(ldle).anim
Player_Crouch(Walk).anim
Player_Pick_Up.anim
Player_Climb{Box).anim
Player_ClimbLadder{ldle).anim
Player_ClimbLadder{Progress).anim
Player_ClimbLadder{OnTop).anim

Pucynok 3.1 — Jliarpama iepapxii macucTeM 13 Ha3BaMHu CKPUITIB
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3.2 Bumoru 10 TEXHIYHOTO Ta MPOTPAMHOTO 3a0€3MEeUCHHS

Po3po6xka ta 3anmyck 2D-mpUroHUILKOI TPU B JKaHP1 KBECTIB MOTPEOYIOTh
BIJIMOBIJTHOTO TEXHIYHOTO Ta MPOTpaMHOro 3a0e3mnedeHHs, 1o 3abe3neuye
cTabuIbHy pOOOTYy CHUCTEMH SIK Ha CTOPOHI KOPHCTyBada, TaKk 1 Ha CTOPOHI
po3poOHuka. Bumoru cdopmoBaHi 3 ypaxyBaHHSIM cHeuu}ikKu JBOBUMIPHOTO
iIrpoBOro mpoCTOpy, BHKOpHCTaHHs Oi0mioTeku Cinemachine mias ympaBaiHHS
KaMepaMu Ta HeoOX1THOCTI ONTUMI3AIi JAJIs CTA0KUX MPUCTPOIB, 110 Oy/Ie OMMCAHO
B HACTYITHUX MiIPO31Iax.

1 xopucTyBada, SIKMW 3allyckae rpy, BH3HAYEHO MiHIMaJbHI TEXHIYHI
XapaKTEPUCTUKA HAa OCHOBI TECTYBaHHS Ha arapaTHOMY 3a0€3MEeUeHHI 3 TaKUMU
napameTpamu:

— MpoIlecop 13 JABOMA fAIpamMu Ta YOTUpPMa MOTOKaMU 3 0a30BOI0 TAaKTOBOIO

gacTtoToro 2.5 I'T1;

onepaTuBHa nam’ st 00’emom 4 I'b DDR3;

— 1HTerpoBaHa BijgeokapTta 3 64 Mb Bineonam’siTi Ta miaTpumMkoro DirectX 11;

BIJIbHE Miclle Ha (pi3MYHOMY HakonuuyBaui He MeHie 11'b;
— KJIaBiaTypa Ta KOMIT I0T€pHA MHUIIIA;
— JiCIUIeH 3 MIHIMaITBHO-JOCTYITHOI po3AUTHHOO 3aaTHIcTI0O 800X600.
J11st po3poOHUKa, SIKHI Mpaltoe HaJ MPOEKTOM, MiHIMalIbHI TEXHIYHI BUMOTH
BKJTIOUYAIOTh:
— MpolLecop 13 YOTHPMA SJIPaMH Ta BICbMOMa MTOTOKaMH 3 0a30BOI0 TAaKTOBOIO
yactororw 2.8 ['T;
— omneparuBHa nmam’ st 00’emom 12 I'b DDR3;
— JucKpeTHa BigeokapTa 3 4 I'b Bimeomam’sTi Ta marpumkoro DirectX 11;
— HakonuuyBau o0’emom Ha 128 I'B BiibHOTO MICHS Ha JUCKY JUIs
BcTaHOBJEHHS Unity, IHCTpyMEHTIB PO3pOOKH Ta CaMOI'O MTPOEKTY.
[Ilomo mporpaMHoro 3abe3neueHHs, AJisi KOpUCTyBaya rpa MiITPUMYE 3aIyCcK
Ha onepamiitaux cuctemax Windows 10 x64-bit (36ipka 19045), a Takox macOS 1

Linux, mo 3a0e3neyye KpocriarQpopMHy CyMICHICTb. JlJi1 KOPEKTHOI poOOTH Ha
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Windows neobximHa migTpumka DirectX 11, a Takok OHOBJIEHI apaiiBepu
BIJICOKAPTH JJIsI 3a0€3MEUCHHS CTa0LILHOCTI Tpadiki.

Jl1s po3poOHUKa HeoOX11HI ToaaTkoBl 010mi0Teku, Taki sk .NET SDK, mis
po6otu Unity Ta Visual Studio, asie He moTpeOyrOTh OKPEMOIro0 BCTaHOBJIEHHS,
OCKiIbKkM iHTerpoBani B 1i iHcTpymenTu [11][14]. Lli BuMoru 3abe3meuyroTh
KOPEKTHY poOOTy Ipu Ta ii po3poOKy, BpaxoByrouu ocobauBocTi 2D-mipocTopy Ta

Bukopucranus Cinemachine [16].

3.3 Onuc nporpaMHOi peaizartii

VY migpo3niti OMmMcaHO TEXHIUHY peanizailiio, CIUPAIYNCh Ha MOJETl Ta
aITOpUTMH, Po3pobseHi B po3aun 2. Peaizalisi 0XOmioe MEXaHIKA MEPCOHaXa,
MepeMilIeHHsI MK JIOKaIlisIMU, TOJIOBHE MEHIO Ta MiH1-ITPH, 13 aKII[EHTOM Ha 0a30BY
(yHKII1OHAIBHICTD, SIKa TOTIM JOOMPAIlbOBY€ETHCS IHIIUMU YJI€HAMU KOMaHAM JUIS
MOBHOT BIJIMOBITHOCTI 3ayMy. JlJi KOXKHOT ME€XaHIKM HABEJEHO NMPUKIAINA KOy,
0 UIFOCTPYIOTh TEXHIYHY JIOTIKY, 13 MOCHJIaHHSM Ha MOJENl Ta aJrOpUTMH 3

pozainy 2.

3.3.1 Pearizarris MexaHiK mepcoHaXxa

MexaHiku IepcoHa)xa BKJIIOYAIOTh pyX, IPUCIIAHHS, KapaOKaHHS, B3aEMO/III0
3 KBeCTaMH, 1HBEHTap, a TAKOK CTEJIC 1 MOBEIIHKY BOPOTriB. [IJisl KOKHOT MEXaHIKU
CTBOPEHO OKpeM1 CKPHUIITH, M0 3a0e3MeUyI0Th MOJYJIBHICTh 1 MOXIIHUBICTh
MO/IAJIBIIIOTO JOOMPAIIOBAHHS.

3.3.1.1 Pyx, npucinanss, kapaOKaHHs

OcHOoBHa MexaHiKa TMEpeMIllleHHS TepcoHa)ka peaji3oBaHa B CKPUIMTI
PlayerMovement.cs, sxkuii 3a0esneuye pyx B 2D-mpocTtopi 3 ypaxyBaHHIM
IPHUCKOPEHHS Ta MEPEBIPKU KOJIi3iH, SIK ONMHUCAHO B aIrOPUTMI 3 MiaApo3aiay (IuB.
nonarok J). Kox peanizye dopmynu (2.1) i (2.2) 4/ OHOBJICHHS IIBHIKOCTI Ta

no3utlii (moxarok H).
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Mexanika npucinanas (PlayerCrouch.cs) peanizye dopmynu (2.8) i (2.9),
3MIHIOIOYM IIBUJKICTH 1 PO3MIPU KoJaiiepa MepcoHa)xa 3aJIeKHO BiJ CTaHy.
PeanizoBanuit ko npeacTaBieHo B qoAatky 1.

Mexanika kapaokanus Ha 00’extu (PlayerClimbing.cs, ClimbableObject.cs)
JI03BOJISIE TIEPCOHAXKY MITHIMATHUCS HAa BU3HAYEH1 IOBEPXHI, 13 IEPEBIPKOIO HATIPAMY
yepe3 RaycastHit2D ta OmokyBaHHsAM pyxy mif uac maii. PeamizoBaHuii Kon
IIPEJICTABJICHO B A0JATKy P.

Jlns moBHOT peaitizamii irpoBUX MEXaHIK — JO0JaBaHHS aHIMaliid 10 pyxy
nepcoHa)xka Ta 3ByKOBOT'O CYMPOBIY IMijl Yyac MEePEMIIICHHS, CKPHIIT OyJI0 epeaaHo
XYyJI0KHUKY-aHIMATOpy Ta 3BYKOPEXHUCEPY Ha JloonpaloBaHHs (1uB. puc. 3.1).

Mexanika mnepemimienns mno npabuni (PlayerLadder.cs, LadderZone.cs,
IgnoreCollisionWhileClimbing.cs, EnterLadderTopZone.cs) € ckiiagHoo 3 TOYKH
30py MporpamMyBaHHS dYepe3 HEOOXiNHICTh BpaxyBaHHs OaratboX AacIeKTiB.
Ckopouenuii ckpunt PlayerLadder.cs (moBHy Bepcito CKpHUITa Ta iHINI TUBUTHCH B
nonatky C) peamidye BepTHKaJIbHE MEPEMIIICHHS MEPCOHAXA, 13 BiTKIFOYCHHSIM

rpaBiTallii Ta TOPU30OHTAIIBHOTO PYXY IMiJ Yac KapaOKaHHS:

using UnityEngine;

// Peamnizsye cTapT/3aBeplieHHS OiOMOMy M BEPTUKATBLHUN PYyX
[RequireComponent (typeof (PlayerMovement)) ]
[RequireComponent (typeof (Rigidbody2D)) ]
public class PlayerLadder : MonoBehaviour
{

public float climbSpeed = ;

public string verticalAxis = “Vertical”;

public KeyCode jumpKey = KeyCode.Space;

private bool isClimbing = false;
private bool isOnladder = false;

private Rigidbody2D rb;
private PlayerMovement playerMovement ;

private void Awake()

{
rb = GetComponent<Rigidbody2D>() ;
playerMovement = GetComponent<PlayerMovement>() ;

}

private void Update ()

{
if (isOnLadder)

{

float vertical = Input.GetAxis(verticalAxis);
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// TouaTy kapa®KaHHS IPY BBEIEHHI
if (!'isClimbing && Mathf.Abs(vertical) > )
StartClimbing() ;

// TNpunyHuTy kapa®OKaHHS OPY HAaTUCKAaHHI cTpubka
if (isClimbing && Input.GetKeyDown (jumpKey))
StopClimbing() ;

}

else if (isClimbing)

{
StopClimbing() ;

}

}

private void FixedUpdate ()

{
if (isClimbing)

{

float input = Input.GetAxis(verticalAxis);
rb.velocity = new Vector2(0f, input * climbSpeed);

}

// TlouuHae kapabkKaHHA: BUMMKAE IpaBiTaunin, OJOKYyE PyX IO 3eMJi.
Private void StartClimbing()

{
isClimbing = true;
playerMovement.SetCanMove (false) ;
rb.gravityScale = ;

}

// BaBepuye kapabkaHHA: [OBepTac IpaBiTalniin Ta KOHTPOJL.
Private void StopClimbing ()
{

isClimbing = false;
rb.gravityScale = ;
playerMovement.SetCanMove (true) ;

}

// BCTaHOBJIOE, WO T'PaBellb 3BHAXOIUTLCS B 30H1 mpab®uHu.
Public void SetIsOnLadder (bool onLadder)
{

isOnLadder = onLadder;
if ('onLadder && isClimbing)
StopClimbing() ;
}

public bool IsClimbing() => isClimbing;

JIiss KOpeKTHOi poOOTH BpPaxOBaHO KibKa ACIEKTIB: MEPCOHAXK 3aBXKIH
noBepTaeThcs B Oik npadbunm uepe3 ForceFaceClimbDirection, mo 3a6e3neuye
NpaBUIbHE TMO3MIIIOHYBAHHS, TOPU3OHTAIBHUNA pPyX OJOKYETbCS METOJIOM
SetCanMove, mo0 yHWKHYTH 3MIIIEHHS;  TpaBiTamis  BiAKIIOYAETHCS
(rb.gravityScale = Of), 100 nmepcoHax He MaaaB; KoJalWaep MEPCOHAXKA AAANTYEThCS

yepes playerCollider, mo6 yHukHyTH 3adinaHds 3a iHIN 00’exktd. CKpunT
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IgnoreCollisionWhileClimbing.cs no3Bouisie irHOpyBaTH K031 3 I1aTGopMamu mij

yac kapaOkaHHs1, a LadderZone.cs Bu3Hauae 30Hy 1paOWHH Ta TOYKH BXOTy/BUXO/TY.
[TepeBipka 3aBepuieHHs pyxy (StopClimbing) rapanTye, 10 MEpCOHAX HE
IPOAOBXKYE PYyXaTHUCS BEPTUKAIBHO MICIsl BUXOAY 3 APaOHHH.

Jlns moBHOT peamizarii irpoBUX MEXaHIK — JIOJaBaHHS aHIMalld 0 Pyxy
NEePCOHAXKA Ta 3ByKOBOT'O CYNPOBIY MiJl Yac MEePEMILIEHHS, CKPUNT OyJIO NIepeiaHo

Xy I0KHUKY-aHIMaTOPy Ta 3BYKOPEXHCEepy Ha JooTpaitoBants (auB. puc. 3.1).

3.3.1.2 B3aemonisa Ta KBeCTH

Bzaemomist 3 NPC Ta xBectn peamizoBani uepe3 QuestGiverinteraction.cs i
QuestManager.cs. Ckpunt QuestGiverlnteraction.cs mepeBipsic yMOBH KBECTY,
3aITyCKae J11aJory Ta BUKOHYE A1l Micis 3aBepiieHHs . PeanizoBanuil ko 1uist irpoBoi
MEXaHIKH MPEJICTaBIeHO B 1o1aTKy T.

JIs1 MOBHOI peanizailii IrpoBUX MEXaHIK — J0JlaBaHHs aHIMaIlid 10 Jiajory
Mk niepconaxeM 1 NPC ta 3BykoBoro cyrmpoBigy IMij 4ac ix po3MOBU, CKPHUIIT OyJI0
NepeIaHo Xy I0KHUKY -aHIMaTOpy Ta 3ByKOPEKUCEPY Ha JOOTPAIFOBAHHS (JIUB. PHUC.
3.1).

QuestManager.cs yrpasiisie CTaHOM KBECTiB, TIEPEBIPSAIOYH iXHIO JOCTYTHICTh
1 3aBepiieHHs (quB. moaaTok T).

3.3.1.3 IuBeHTap

[nBenTap peamizoBanuii yepe3 Inventory.cs, Slot.cs, BackgroundSlots.cs,
Pickup.cs, i3 miarpumkoro AoaaBaHHsA Ta BupaieHHs npeametiB (ltemData.cs).
Meton nomaBanHs mpeaMera B INVENtOry.cs peainisye aqropuTM i3 MyHKTy 2.3.2
(muB. nonarok M). PeanizoBanuii ko1 MpecTaBIeHOl iIrpoBOT MEXaHIKM HABEJICHO B
TOJATKy Y.

Ckpunt (ltemData.cs) — ScriptableObject, sikuii 30epirae naHi npo mpeaMer

(Ha3Ba Ta 1IKOHKA):

// ScriptableObject, gkui onmcye npenMeT IJid 1HBeHTaps
// 3Bbepirae HazBy Ta 1KOHKY [penmera

[CreateAssetMenu(fileName = “Newltem”, menuName = “Items/New Item”)]
public class ItemData : ScriptableObject
{



55

public string itemName; // HasBa mnpenmeTa
public Sprite icon; // IkoHka, fgka Oyme nokasaHa B UI

3.3.1.4 Crenc 1 Boporu

Crenc-mexanika  (PlayerStealth.cs) mo3Bosste  mepcoHaKy  XOBaTHCA,
3MIHIOIOYM CTaH BHMJMMOCTI Ta ITHOPYIOYM KOJi3li 3 BOpOTaMH 4epes
Physics2D.IgnoreLayerCollision. Boporu (EnemyController.cs, FieldOfView.cs)
peanizyloTh MaTpyJIIOBaHHS, IOTOHIO Ta PEAKLII0 Ha MIyM, 13 (POPMYIIOI0 3aTyXaHHS
mymy (2.5) i3 mynkry 2.3.1. PeanizoBanuid KO MPEICTABICHOI irpOBOi MEXaHIKH
HaBE/IEHO B 1oAaTtky .

J171st moBHOI peanizaiii IrpoBUX MEXaHIK — J0JaBaHHs aHIMalllid pyXy BOpPOTiB
Ta 3ByKOBOT'O CYNpPOBIAY M1 Yac iX NepEeMILIEHHs Ta BU3HAYEHHS I'PaBLsl, CKPUIITH
OyJ0 TepenaHo XyJ0KHHKY-aHIMaToOpy Ta 3BYKOPEXKHCEpPY Ha JOOMPAIfOBAHHS
(mmB. puc. 3.1).

Ceuct (PlayerWhistle.cs, WhistleArea.cs) mo3Boisie mpuBepTaTd yBary
BOPOTiB, 13 HAJIAIITYBAHHAM pajilycy aii (IuB. 101aToK D).

Jlnst moBHOT peamizaliii irpoBUX MEXaHIK — J0JIaBaHHs B1IOOpaXEHHS 30HU
CBUCTY Ta 3BYKOBOIO CYIpPOBIAYy IiJ] 4ac CBHUCTY, CKpPUNTH OyJIO TNEeperaHo

Xy I0KHUKY-aHIMATOPy Ta 3BYKOPEXHUCEPY Ha JToonpaItoBaHHs (1us. puc. 3.1).

3.3.2 Peanizariist mepeMilieHHs Ta KaMep

3.3.2.1 [lepemiiieHHs Ta TeaenOpTAIis

[Tepemimenns mix nokaiismu (SwitchFrame.cs, ManagerSwitchFrames.cs,
TeleportSystem.cs) 3a0e3meuye TUIaBHUKA TeEpeXiJy TpaBIsl MK CIEHAMU.
Ckopouenuii ManagerSwitchFrames.cs (moBHy Bepcito CKpHIITa Ta iHIII JUBUTHCH
B JI0JIaTKy X) peajizye ONTUMI3AIlil0 NMUISIXOM JeaKTUBAIlll JIOKAI[iH, K1 HEe 0aYuTh
rpaBellb, 10 EKOHOMUTH TpadiuHi pecypcH Ta 00UUCIIeHHs (I3UKHU 7151 00’ €KTIB 13

Rigidbody2D.

Public class ManagerSwitchFrames : MonoBehaviour

{

private List<SwitchFrame> switchFrames = new List<SwitchFrame>(); // Vci
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bpermm Ha cueHl
private SwitchFrame currentActiveFrame = null; //
[IoTOUHMI aKTUBHUM OGperM

private void Awake()
{
// Buaxomumo yci mouipui SwitchFrame, 36epiraemo i iniuiasnizsyemo
foreach (Transform child in transform)
{
var frame = child.GetComponent<SwitchFrame>() ;
if (frame '= null)
{
switchFrames.Add (frame) ;
frame.SetManager (this) ;

// Bu3HaUaeMO Nepumii aKTUBHUN bpeiMm
if (currentActiveFrame == null && frame.activeFrame != null)
{

frame.activeFrame.SetActive (true) ;

currentActiveFrame = frame;

}

else frame.activeFrame?.SetActive(false) ;

}

// AKTUMBYEMO CyCimiB MOTOUYHOTO bpeimy
if (currentActiveFrame !'= null)
ActivateNeighboringFrames (currentActiveFrame) ;

}

// TlepeMMKaHHS Ha HOBUM Obpeim
public void SwitchToFrame (SwitchFrame newFrame)

{

if (newFrame == null) return;

newFrame.activeFrame?.SetActive (true) ; // AKTUBYEMO HOBUIL

ActivateNeighboringFrames (newFrame) ; // AKTUBYEMO
cycimis

DeactivateNonNeighboringFrames (newFrame) ; // BUMMKaEMO pemTy

currentActiveFrame = newFrame; // 36epiraemo sk
IOTOUHUMN

}

// AxkTuBYeMO cycimui dperimu
private void ActivateNeighboringFrames (SwitchFrame frame)
{
foreach (var neighbor in frame.neighboringFrames)
neighbor?.activeFrame?.SetActive (true) ;

}

// Bummkaemo Bcil dperMm, xpiM noTouHOTO 1 Moro cycimis
private void DeactivateNonNeighboringFrames (SwitchFrame activeFrame)
{
HashSet<SwitchFrame> keep = new HashSet<SwitchFrame> { activeFrame };
foreach (var neighbor in activeFrame.neighboringFrames)
if (neighbor !'= null) keep.Add(neighbor);

foreach (var frame in switchFrames)
if ('keep.Contains(frame)) frame.activeFrame?.SetActive (false);
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TeleportSystem.cs peaiizye TenenopTallio 3 IUIABHAM 3aTEMHEHHSIM EKpaHy
JUISL IMITalli MEepeMILIEHHsI MEPCOHAaXKa B MPOCTOpPI, MPUXOBYIOUM 3aBAHTAKEHHS
rpaBIlsl Ha HOBY JOKaIito. PeanizoBaHuil KoJ MpeacTaBiIEHOI IFPOBOiI MEXaHIKU
HaBeAeHO B noaarky L.

Jlst moBHOT peanizailii irpoBoi MEXaHIKH — JI0JaBaHHS 3ByKOBOTO CYMPOBITY
JUTSL TIEPEMIIIICHHS TPABIlS M1XK JIOKAIIIMH, CKPUIIT OYyJIO MEePEIaHO 3BYKOPEKUCEPY

Ha JoompalroBaHHs (IuB. puc. 3.1).

3.3.2.2 Bukopucranus Cinemachine 1151 ynpaBiiiHHSI KaMepaMu
Jlnst ynpaBiiHHS Kamepamu BUKoOpHcTaHo Oi0mioteky Cinemachine, sika
3abe3neuye TJIaBHE CIIAKYBaHHS 3a rpaBieM. Y ckpunti SwitchFrame.cs kamepa

(CinemachineVirtualCamera) mnepeMHKaeTbcs MK JOKAlisIMH dYepe3 3MiHy

MPIOPUTETY:

public void OnTriggerEnter2D (Collider2D other) {
if (other.CompareTag(“Player”) && manager != null) ({
manager.SwitchToFrame (this) ;

}

3.3.3 Peauizartis roToBHOTO MEHIO Ta MPOTPECY

lonmoBHe MeHIO Ta mporpec peatizoBani uepe3 MenuController.cs,
SettingsManager.cs, LevelButton.cs, GameProgress.cs, PauseMenu.cs,
FinishLevel.cs. Ckopouennit MenuController.cs (moBHy Bepcito ckpumnTa Ta iHIII
auBUTUCH B Aojatky IlI) peanidye HaBiramiro MK MaHETSIMH, SK OIHCAHO B

anroputMi 3 2.3.2 (quB. nojaarok K):

// Kepye TOJIOBHUM MEHK TPM: [NepeMMKAHHIM IIaHeJiel, 3allyCKOM PiBHIB Ta CKMIOAHHAM
nporpecy

public class MenuController : MonoBehaviour

{

public GameObject mainMenuPanel; // TlaHeJb TOJIOBHOTO MEHIO
public GameObject levelSelectPanel; // TaHenb BMOOPY pPiBHYI
public GameObject settingsPanel; // TlaHeJyib HaJlallTyBaHb

public List<LevelButton> levelButtons; // Kuonku pieHiB nna axTmealil

// Tpwu HaTUCKaHH1 «I'paTwm» — BIlOKpMBAEMO MaHEeJ b PiBHIB
public void OnPlayClicked()
{

mainMenuPanel .SetActive (false) ;
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levelSelectPanel.SetActive (true) ;
RefreshLevelButtons () ; // OHOBJIOEMO IOCTYMHICTH PIiBHIB

}

// Tlepexin 1o mnaHesyl HaJANTYBaHb
public void OnSettingsClicked()
{

mainMenuPanel.SetActive (false) ;
settingsPanel.SetActive (true) ;

}

// TIOBEpHEHHS Ha TOJIOBHE MEHI
public void OnBackToMenu ()

{
levelSelectPanel.SetActive (false) ;

settingsPanel.SetActive (false) ;
mainMenuPanel .SetActive (true) ;

}

// Ckumae BeCb MNpPOTrpec I'PM Ta OHOBJINE KHOMNKM PiBHIB
public void ResetProgress ()

{
GameProgress.ResetAll () ;

RefreshLevelButtons () ;
}

// YBiMKHYTM abo BMMKHYTM KHONKM PiBHIB 3ajiexHo Bin nporpecy
private void RefreshLevelButtons ()

{
int highest = GameProgress.GetHighestUnlockedLevel () ;

for (int I = 0; I < levelButtons.Count; i++)
levelButtons[i] .SetInteractable (I + <= highest);

SettingsManager.cs kepye CHUCTEMHMMH HalaTyBaHHSAMH (3BYK, BiJI€O,
pO3AiIbHA 31aTHICTB, VSYNC) (auB. qomarok I1T).

Jlns moBHOI peamizamii (QyHKI[IOHATY MEHIO HAJIAIMTyBaHb — JOJaBaHHS
napameTpiB PEryialOBaHHs 3BYKIB/MY3UKHU, CKPUIIT OyJIO MepeaaHo 3ByKOPEKUCEPY
Ha JjoonpalfoBaHHs (quB. puc. 3.1).

Ckopouenuii ckpunt LevelButton.cs (moBHy Bepcito CKpHITa Ta iHIII
TuBATUCH B oAatky LII) mis kHOTOK BUOOPY PiBHS JO3BOJISIE 3aBAHTAKUTHU CIICHY

3a 1HJIeKCOM a00 3pOOUTH KHOIIKY HEaKTHUBHOIO'

// CKpMNIT OJs KHONKM BUOOPY P1iBHS B MEHD
// BaBaHTaxye BilamoBinmHuii piBeHb Ta BMMKAE/BUMMKAE B3aEMOI1D0

public class LevelButton : MonoBehaviour
{

public int levellIndex; // IHIeKC CLEHM P1iBHA IJi9 3aBaHTAXEHHS

// 3aBaHTaXeHHd CLEeHM 3 BKa3aHUM iH,HeKCOM
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public void OnLevelButtonClicked ()
{

SceneManager .LoadScene (levelIndex) ;

}

// YBIMKHYTM a0 BUMKHYTM MOXJIMBI1CTbL HATMCKAHHS KHOIKM
public void SetInteractable(bool isEnabled)

{
GetComponent<Button>() .interactable = isEnabled;

}

Cxkpunrt (PauseMenu.cs) kepye JIOT1KOO Tay3u B Ipi — MOKa3y€e/XOBA€ MEHIO,
3YIIHUHSIE Yac, JI03BOJISE TIOBEPHYTHUCS B TOJIOBHE MeHIO (auB. moaatok I1I).

GameProgress.cs 30epirae mporpec uepe3 PlayerPrefs, a FinishLevel.cs
PO30JI0Ky€ HACTYIHHI PIBEHB MiCIs 3aBEPLICHHS BCIX KBECTIB HA MUHYJIOMY (JIUB.
noxatox LII).

Jlns moBHOi peamizamii MEHIO — CTBOpeHHS rpadiuHoro odopmiieHHS Ta
IPUB’SI3KM CTBOPEHUX CKPUIITIB JI0 rpaiyHUX €IE€MEHTIB, CKPUIITH OYJI0 repeaaHo
XyJ0KHUKY-aHIMaTopy (IuB. puc. 3.1).

3.3.4 Peauizartist MiHi-irop

3.3.4.1 Rush Hour

Mini-rpa Rush  Hour (RushHourManager.cs, PuzzleManagerUl.cs,
GridGraphic.cs, BlockControllerUl.cs) peani3ye JIOTiKy TOJ0BOJIOMKH, J€ TPaBeIlb
nepemiIrye OJIOKH [Tl BUBEICHHS TOJIOBHOTO OJIOKA.

PuzzleManagerUl.cs mepeBipsie  BadifHICTh pyXy Ta  IIEPEMOTY,
BUKOpHUCTOBYI04YH popmyay (2.10) 3 2.3.1 (moxarox I1I).

Ckpunt (RushHourManager.cs) kepye nepexoaaMu Mix piBHSIMHU BCEpPEAHHI
MiHi-Tpu (auB. goxatok III).

Ckpunt (BlockControllerUl.cs) kepye Jorikoro mepeTsryBaHHS OKPEMOTO
0JIOKY B Mexax CiTKH (auB. gojaarox I11).

Jlns moBHOI peanizanii MiHi-rpu — ckpunT (GridGraphic.cs) BianoBiganbHAR
3a BI3yallbHY YacTUHY — BLAOOpaeHHs camoi ciTku y Burisal Ul-miniil, Oymno
MOPYYEHO peali3yBaTH XyJIOKHUKY-aHIMAaTopy (auB. pwuc. 3.1), micins doro

BUKOPHCTAHO JUTSl 3aKiHUYEHHS TeXHIuHOI pearizarii mini-rpu (RushHour).
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3.3.4.2 Switch Panel

Mini-rpa Switch Panel (SwitchPanelManager.cs, SwitchToggle.cs) peanisye
JIOTIKY TepEeMUKaHHs, /1€ KOXKEH NepeMHuKad BIUIMBA€ Ha MOB’s3aHI NMEpeMUKadi.
PeasnizoBanuii ko mpeaCTaBiIEHO1 IPOBOI MEXaHIKU HaBe[eHO B oaaTKy FO.

Jlns moBHOT peamizamii mini-rpu (Switch Panel) — ctBopenns rpadiuHoro
0(hOpMJICHHS Ta MPUB’A3KU CTBOPEHUX CKPHUIITIB A0 rpadiyHUX €I€MEHTIB, CKPUIIT

(SwitchToggle.cs) 6yo nmepenano XyA0XKHHUKY -aHiMaTopy (AuB. puc. 3.1).

3.4 TectyBaHHS porpaMHOi peasizaii

TecryBanHss mporpamMHOi peanizamii MPOBOAWIOCS IS TMEPEBIPKH
KOPEKTHOCT1 pOOOTH ITPOBUX MEXaHIK, TOJIOBHOTO MEHIO Ta MiHi-1Top, pO3p00JICHUX
y TMONEpeNHIX miApo3auiax. TecTyBaHHA BUKOHYBaJoCsS Ha HOyTOyll 3
MIHIMAJIBHUMHU XapaKTEpUCTHKaMU (MPOLECOp 13 JBOMA sApaMU Ta YOTUpMa
noTokamu, 0a3oBa yactora 2.5 I'T'1, oneparuBna nam’site 4 I'b DDR3, iHTerpoBana
Bineokapta 3 64 Mb Bimeomam’sti, Windows 10 x64-bit, 306ipka 19045) 3
Bukopuctanasm Unity Profiler mist ananizy npoayktuBHocTi Ta Debug-noryBanHs
IS BiicTexkeHHs moMuiok [19]. Pesynbratu TecTyBaHHS npecTaBiIeHi B TaOIHII
3.1, ne Uit KOXKHOT 3a7jadi BKa3aHO OUIKYBaHUU 1 OTpUMaHUM pe3ysbTaT, a TaKOX

OTIMC BUABJICHUX MPOOJIEM 1 CIOCOOHU iIXHBOTO BUPIIICHHS.

Tabmuns 3.1 — Pe3ynpTaTu TECTyBaHHS NPOrpaMHOI peastizalii

s)

KOPEKTHOIO PEaKIIIEr0
Ha MEPEIIKOJIH.

Kareropi | 3agaua tectyBanHs | OuikyBaHUH pe3ysbTaT Otpumanuit pe3ynbraTt

s

1 2 3 4
Mexanik | [lepeBipka [Tepconax miaBHO [Tepconax nepeMimry€eTbes, ane
U pyxy TOPU3OHTAJIBHOTO | MEPEMILIYETHCS 1HOJ11 3a4inaBcs 3a 00’ €KTH yepes
MEPCOHA | pYXYy BJIIBO/BIIPABO MPH HETOYHE BU3HAYCHHS KOJIi31i;
xKa (PlayerMovement.c | HaTicKaHHI KJaBimy, i3 | JOJaHO MEPEeBIpKy

CheckCollision u1st yHUKHEHHS
3aYilaHe.

[TepeBipka
MPUCITAHHS
(PlayerCrouch.cs)

3MiHa MIBUIKOCTI Ta
po3Mipy Kousaiiiepa
IIPY HaTUCKAaHHI
KJIaBiIIi.

3MiHa MIBUIAKOCTI Ta KoJIaiaepa
KOPEKTHA, aJie EPCOHAK
3aJIMIIABCS B CTaHI MPHUCITaHHS
IIpH BTpaTi 3eMJli; J0JaHO
nepeBipky IsGrounded.
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[Mponossxenus Tadbmui 3.1

1 2 3 4
Mexanik | [lepeBipka movatky | Ilepconax uiruisierbest | [lepcoHax JimiseThes, ajue He
u pyXy 1o JIpabuHi 3a IpaOuHy, TPaBITAIlis | 3aBXIH MO3UI[IOHYBAaBCS 110
npabun | (PlayerLadder.cs) | Bigkiaro4aeTbes, pyx LEHTPY APaOHHHM; 101aHO
TOPU30HTAIEHO [IEHTPYBaHHS Yepe3
OJIOKY€ETHCS. currentLadderCollider.bounds.cen
ter.Xx.
[TepeBipka [Tepconax 31a3uTh 13 [Tepconax 31a3uTh, aje iHOII
3aBEepIICHHS PyXy | JpaOWHH, TpaBiTAIlis MPOJIOBXKYBAB PYXaTHCS
o npabuHi BMHUKAETKCS, PyX BEPTUKATHHO; JOJAHO BUKIIUK
TOPU30HTAIIEHO StopClimbing 11 KOpeKTHOTO
JI03BOJISIETBCSL. 3aBEPIICHHS.
Mexanik | IlepeBipka I'paBens [lepemilieHHs! KOPEKTHE, alie
u TeJEeNopTalii MK | IEPEMILILY€ETHCS 10 3aTpUMKa 1HO/1 epepuBanacs;
TEJETOPT | JIOKAIISIMU IJI6OBOI TOYKH MICIIA nonano (aar isTeleporting mis
arii (TeleportSystem.cs | 3atpumkw, i3 3aXHCTY MPOLECY.
) KOPEKTHHM
MEPEMHUKAHHSIM
JIOKAIII.
[TepeBipka Jlokarii, siki He 6aunTh | JleakTuBallisi KOpeKTHA, aje 1HOi
JleaKTUBAIlli rpaBellb, AKTHBHI JIOKAIII] 3aJTHIIATINCS
JOKamin JICaKTUBYIOTBCS TS BHUMKHCHHMH; JIOJIAHO TIEPEBIPKY
(ManagerSwitchFr | exonowmii pecypcis. framesToKeepActive mist
ames.cs) CYCIIHIX JIOKAIIiM.
Mexanik | [lepeBipka Kamepa nnaBHo CrhiakyBaHHS Mparioe, ane
U KaMep | CIigKyBaHHS CITIJIKYE€ 3a TpaBlIeM CrIoCTepiraiucs 3aTPUMKH;
KaMepH 3a TpaBlEM | MPHU MEPEeMIllIeHH] MK | HalalToBaHO mapameTp Damping
(SwitchFrame.cs) JIOKAITISIMHU. y Cinemachine juist JIaBHOCTI.
l'onosue | IlepeBipka KopekTthe [TepeMukaHHsT KOPEKTHE, alie
MEHIO Ta | HaBiramii Mix MepeMHUKaHHS MK 1HOJIl TaHeJNb PiBHIB HE
nporpec | MaHeIsIMH HaHeJsIMH TOJIOBHOTO OHOBJIIOBAJIA MPOTPEC; T0IaHO
(MenuController.cs | meHto, piBHIB i BukiuK RefreshLevelButtons npu
) HAJIAIITYBaHb. KOXKHOMY BXOJI.
ITepeBipka [Tporpec 36epiraetbest | IIporpec 36epiraeTbes, ane 1HOAL
30epeKeHHS iCJIs 3aBEPILICHHS HE OHOBJIIOBABCS; JOJIJAHO BUKITHK
nporpecy pIBHSI, HACTYTHUU PlayerPrefs.Save micis koxHOTO
(GameProgress.cs) | piBeHb PO30JIOKyBaHHS.
PO30JI0KOBY€ETHCSI.
MiHni- ITepeBipka ITepemora [TepeBipka mepeMoru KOpeKTHa,
irpu nepemoru B Rush BH3HAYAETHCS MPU ajie 1HOJIi He CIpaIbOByBaIa

Hour
(PuzzleManagerUl.
cs)

MePETUHI TOJIOBHOTO
6J50Ka 3 001acTIo
BUXO]ly, PIBEHb
3aBEPIIYyEThCSL.

YCpe3 HCTOUYHC BU3HAYCHHSA
obJacTi; J0J1aHO TIEPEBIPKY Yepes
RectOverlaps.

[TepeBipka soriku
Switch Panel
(SwitchToggle.cs)

[TepeMuka4i 3MiHIOIOTh
CTaH OB’ I3aHUX
nepeMHUKayviB, mepemMora
BHU3HAYAETHCS MIPU
YBIMKHEHHI BCIX.

Jlorika KopekTHa, ajne nepemora
HE BH3HAUaIacs yepe3 MOMIIKY B
UK 1ogaHo nepeBipky foreach
IS BCIX IEpEMUKAYiB.
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BucHoBku 110 po3ainy

VY TperboMy po3aLTl MPOBEACHO MPOrpaMHy peaiizailito 2D-npuro HuIbKoi
IpH B xaHpi KkBecTiB Ha 0a3i Unity, cnuparouuch Ha 1H(opMaliiiHe Ta MaTeEMaTUYHE
3abe3neueHHs, po3po0iIeHe B po3iii 2.

VY migposaut 3.1 omucano 3acobu po3podku, 3okpema Unity 2022.3.18f1,
616moreky Cinemachine misi ympaBiaiHHS KaMepamu, IHCTPYMEHTH KOMaHIIHOT
pob6otu (Asana, Discord, GitHub), a Takox Unity Profiler nist HamaropxeHHsl.

[limpo3min 3.2 BU3HAYMB BUMOTH JO TEXHIYHOTO Ta MPOTPAMHOTO
3a0e3nedyeHHs sl KOpUCTyBayda 1 po3poOHUKa, BpaxoBytouu crnenudiky 2D-rpu ta
niaTpuMky mwiargopm Windows, macOS, Linux.

Y migpos3auni 3.3 geTanbHO OMMCAHO peaji3allilo IrpOBUX MeXaHIK (pyX,
JIpabuHU, CTEJIC, IHBEHTApP, KBECTH ), IEPEMIIIICHHS M1XK JIOKAIISIMUA 3 ONITUMI3AIlI€T0,
ynpasiiHHs kamepamu depe3 Cinemachine, ronoBHoro meHio ta MmiHi-irop (Rush
Hour, Switch Panel), 13 npukinagamu Koy, 110 UTIOCTPYIOTh TEXHIYHY JIOTIKY.

[Tinpo3ain 3.4 npeacTtaBuB pe3yibTaTh TECTYBAHHS dyepe3 TaOJUIIo, A€ s
KOXKHOT 3a71a4l BKa3aHO OUYIKYyBaHUH 1 OTpUMaHUM pe3yabTar, a BUSBJICHI MPOOIeMU
YCYHYTO LIJISXOM JI0JIaBaHHS IEPEBIPOK 1 HAJIAIITYBAaHHS apaMETPIB.

TecTyBaHHS Ha TPUCTPOT 3 MIHIMATLHUMU XapaKTEPUCTUKAMU ITiITBEPIUIO
CTab1IbHICTh POOOTH CUCTEMHU, IO CBITUYMUTH PO YCIIIITHY peati3allito po3po0aeHux

MOJIEJIEH 1 aTOPUTMIB.
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PO31JI 4 OXOPOHA IIPAIII

4.1 PeryntoBaHHS MUTaHb OXOPOHH Ipalll Ha 3aKOHOJaBYOMY PiBHI

3abe3nedyeHHss Oe€3MeKW TMpalll Ha MIANPUEMCTBAX Ta B OpraHizaiisx €
BOXIVWBUM 3aBIaHHIM, SKE PETyITIOEThCS 3aKOHOJABCTBOM YKpaiHU Ta
MDKHApOJHUMH cTaHjaapTamu. OXOpoHa mpalli CpsMOBaHA Ha 3aXHUCT 30POB’S
IpaliBHUKIB, 3a1100IraHHs MpodeciiiHMM 3aXBOPIOBAHHSM 1 TPABMATU3MY, a TAKOXK
CTBOpPEHHS KOM(OPTHHX yMOB Il BHKOHAaHHS mpodeciitaux 000B’s3kiB [20].
3aKOHOJIaBUE PETYyJIIOBaHHS BCTAHOBJIIOE YITKI HOPMH, sKi 3000B’SI3yI0Th YCl
CTOPOHU TPYJOBUX BIAHOCHH JOTPUMYBATHCS BHUMOT OE3MEKH, 110 Ma€E 0COOIMBE
3HaueHHs s IT-chepu, npe mpamiBHUKM TpUBAJIUKA dYac MPAIIOIOTh 3a
KOMIT FOTEPOM, HapakKarouucCh Ha CIEUU(IYHI PU3HKHU, TaKl K MEpEeHANpPYKEHHS
ouel 1 ICHX0eMOIliliHI HaBaHTaKeHHs [21].

OCHOBHUM HOPMATHUBHHUM JIOKYMEHTOM y cepi OXOpOHHU Tiparli B YKpaiHi €
3akoH Ykpainu «IIpo oxopony npaii» Big 14 sxoBtHS 1992 poky Ne 2694-XII (31
3MiHaMU), SKUW BU3HAYAE MpaBa Ta 0OOB’SI3KM MPaIliBHUKIB 1 pOOOTOAABIIIB 11010
CTBOpeHHsI Oe3nmeyHux ymoB mpari [23]. 3rigHo 31 crartero 13 1mbOTO 3aKOHY,
poboTonaBenb 3000B’si3aHUN 3a0€3MEUUTH OpTaHi3aiiio 0e3meyHoro podOYoro
CepelloBUIllA, MPOBOJAUTH HABYAHHS 3 TEXHIKM O€3MeKM Ta HaaaBaTh 3acoou
IHIUBITyTFHOTO 3aXUCTy 3a HeoOximHocTi. Kogeke 3akoHIB mpo mpaio YKpaiHy,
30kpema po3ait [X «OxopoHa mpaiii», BCTAaHOBJIIOE€ BUMOTH JI0 OpraHizaiiii poooyux
MICITh, IPOBEICHHS IHCTPYKTAXKIB 1 KOHTPOJIIO 33 JJOTPUMAHHSIM HOpM Oesreku [ 24].
Takox BaxiauBuMm € JJCTY ISO 45001:2019 «Cuctemu ynpaBiiiHHS OXOPOHOIO
3I0pPOB’s Ta 0E3MEKOI0 Mpalli», KU BU3HAYAE CTAHIaPTH YIPABIIIHHS O€3MEKOI0 Ha
po6oYOMy MiCIll, BKITIOYAIOUU OLIHKY PU3UKIB 1 TUTAaHYBAHHS 3aXOMIB IS 1XHBOI
minimizamii [20].

MiXHapoaHI CTaHAAPTU TAKOX BIAITPAIOTh BAXIIMBY poOJib Yy (POpMyBaHHI
cuctemu oxoponu mpari. Konseniis MOII Nel87 «IIpo ocHOBH, 110 CHpUSIIOTH

Oesmeri ¥ TirieHi mpaii» MIIKPECIoe HEOOXIAHICTh CTBOPEHHS HalllOHAJTBHUX
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CUCTEM YIIpaBIiHHA O0€3MEKOI0 Mpalli, SKi BKIIOYAOTh 3aKOHOIaBYE PETyTIOBaHHS,
HaBYaHHSA Ta iHCHeKiiaMK KoHTpoJb [25]. JICTY ISO 26000:2019 «Hacranosa mo
COITlaJIbHIM BIAMOBIIAIBHOCTI» BU3HAYAE MPUHIIMIIN BIJMOBIIAILHOTO MiAX0Iy 10
Oe3meKu mpaili, BKIIOYAIUH 3aTydeHHs MPaiBHUKIB 10 OIiHKKA pu3ukiB [21]. Li
JIOKyMEHTH (POPMYIOTH OCHOBY JIJIsl TapMOHI3aIlli YKpaiHCHhKOTO 3aKOHOJABCTBA 3
MDKHApPOJIHUMHU CTaHJapTaMH, 110 CIPHUSE M1BUILEHHIO P1BHS O€3MeKu mparl.

VY peanizariii 3aKOHOaBYHX TOJIOKEHB KIIFOYOBY POJIb BIAITPAIOTh MOCAIO0BI
ocobu. PoboTomamerb BIAMOBIJIA€ 3a OpraHizalilo OE3MEYHUX yMOB IIpalll, M0
BKJTFOYA€E OIIHKY PU3HUKIB, 3a0€3MIEUEHHS €PTrOHOMIYHOTO POOOYOro MiCIIs, 30KpemMa
st IT-po3poOHUKIB, SKI MPAIIOIOTh 32 KOMIT IOTEPOM, a TaKOXK OpTaHi3alliio
PEryJsIpHUX 1HCTPYKTaXIB 1 HaJlaHHA HeoOxigHoro obnaananng [20]. daxiseup 3
OXOpOHH TIpalll Ha MJANPUEMCTBI PO3p0oOJIsI€ BHYTPIIIHI MOJOKECHHS, MTPOBOJAUTH
HaBUYaHHS MPaliBHUKIB, CTEKUTH 33 JOTPUMAHHIM HOPM 1 3a0€31euye KOHTPOJIb 3a
BUKOHAHHSM 3aKOHOAaBUYMX BUMOT [22]. [IpamiBHUK, y CBOIO Uepry, 3000B’A3aHMI
JOTPUMYBATHUCS] BCTAHOBJICHUX IMPaBUJI TEXHIKH O€3MEKU, POXOAUTH 1HCTPYKTaXK1
Ta MOBIAOMIIATH NPO BUSBIEHI HEOE3MEKH, IO CHPUSE 3HUKEHHIO PHU3HUKIB.
HepxaBHi opranu, 30kpeMa JlepkaBHa ciyk6a VYkpaiHM 3 MWUTaHb Tpari,
3MIACHIOIOTh HAIMSIA 32 JTOTPUMAaHHSM 3aKOHOJABCTBA, MPOBOJSATH MEPEBIPKH Ta
3aCTOCOBYIOTH CaHKIIIi y pa3i MOpyIeHb, mo 3a0e3neuye ePeKTUBHICTh CUCTEMHU
OXOPOHHU TIparil.

3 couiagbHO-€KOHOMIYHOTO MOy OXOpOHA Mpalli Ma€ 3HA4YHy ILIHHICTb,
OCKIJIBKM CIIPHSIE 3HI)KEHHIO PIBHS TpaBMaTU3My Ta NpodeciifHuX 3aXBOPIOBAHb,
110 3MEHIITY€ BUTPATH Ha MEAMYHE 00CITyrOByBaHHS Ta KoMmIeHcarii [22]. be3neuni
YyMOBU TIpalll MHiJBUIIYIOTh MPOAYKTHUBHICTh NPAI[iBHUKIB, aJK€ BOHU MOXYThb
30CcepeAUTUCS] Ha BHUKOHAHHI 3aBJaHb 0Oe3 pu3uKiB aiusi 310pos’sa. ms IT-
PO3POOHUKIB, SIKI IPAIFOIOTH HAJT CTBOPEHHAM 2 D-TpH, 11€ 0COOINBO BAXKIMBO, a7[Ke
TpuBajia poOOTa 3a KOMIT IOTEPOM NOTpeOy€ yBaru 10 €proHOMIKH Ta PO LIaKTUKA
npodeciiHux pusukiB. TakuM YHWHOM, 3aKOHOJABYE PETYJIOBAaHHS CTBOPIOE

KOMITIEKCHY CUCTeMY sl 3a0e3meueHHs Oe3MeKu mparii.
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4.2 BusBieHHS! TOTEHIIHHUX HEOE3MEK CTOCOBHO 00'€KTY MPOEKTYBaHHS

PoGoue micne pospoduuka IT-cdepu, sikuii 3alimaeTbes cTBOpeHHAM 2D-
NPUTOJHUIIBKOI TpH, € THIOBUM O(QICHUM CEepeoBHIIEM, J€ OCHOBHHM
IHCTPYMEHTOM € MEepCOHaIbHUI KoMm'toTep. Po3poOHUMKHM NpPOBOISATH 3HAUHY
yacTUHy poOodoro yacy (8-10 romuH Ha J€Hb) 3a MOHITOPOM, IO CTBOPIOE
crenudigHI pU3UKH IS IXHHOTO 3/I0POB’ . AHAI3 TISUIBHOCTI JO3BOJISIE€ BUIIIUTH
HeOe3MeyHi Ta IIKiJIMBI BUpOOHMY1 (PaKTOpH, K1 MOAUIAIOTHCSA HA (PI3UYHI1, XIMIYHI,
€proHOMiuHI, OI0JIOTIYHI, IMCUXOJIOTIUHI, @ TAKOX 3arajbHI 3arpo3u, 0 MOXKYTh
BUHUKHYTH B o(ici [20]. BusiBnenns nux ¢akTopiB 0a3yeThcs Ha Kiacudikarlii,
HaBEJCHIM y HOPMATHBHHUX JOKYMEHTaxX, 1 BpaxoBye ocobmuBocti podotu IT-
po3poOHUKIB [21].

@1314HI HEOE3MEKU BKIIFOYAIOTh:

1. nepeHanpyXeHHsI O4Yeill 4epe3 MiJABUILIEHHI PIBEHb SICKPABOCTI CBITJIA BIJ
MOHITOpa Ta TpUBAILY poOOTy Oe€3 mepepB, 10 MOXKE MPU3BECTH O CHHIPOMY
KOMIT FOTEPHOTO 30DY;

2. enextpoOe3neKka, TOB’S3aHa 3 MIABUIICHUM 3HAUCHHSM HAmpyrd B
EJIEKTPUYHOMY JIaHI[F031, 3aMUKaHHS SIKOT'O MOKE BIJIOYTHCS 4epe3 HECHPABHICTh
KOMIT F0Tepa 4u nepudepiitHux npucTpoiB;

3. HEIOCTAaTHS BEHTWIALIS TMPUMIIIEHHS, [0 NPOSIBISETHCS Y IMIABUIICHIN
BOJIOTOCTI a00 3HI)KEHIM PyXJIUBOCTI MOBITPS, CHOPUYUHSIOUH JUCKOMQPOPT 1
3HMKEHHSI KOHIIEHTpAIIii.

XiMiuHi HeOe3NMeKH BHUHUKAIOTh Yepe3 MOXIHUBE 3a0pyIHEHHS TMOBITPS
BUKHJAMH BIJT OPTTEXHIKH, 30KpeMa IPUHTEPIB, SKI MOXKYTh BHUIUIATH JIETKI
OpraHiuHi CIOJYKH, IO BILTMBAIOTh Ha JIUXAJIbHY CHCTEMY MpaIiBHUKIB [ 26].

Epronomiuni ¢hakTopu OXOMITIOIOTS:

1. HenmpaBWIIBHY TIOCTABY Y€pe3 TPUBAJIC CUIIHHS B HE3PYUYHOMY TOJI0KEHHI, 110
MO>K€ BUKJIMKATH OlJ1b Y CIIMHI Ta LIUI;

2. He3pyYHE PO3TallyBaHHS pOOOYOro MICIs, HAMPUKIIAJ, HEJOCTATHS BUCOTA

CTOJTY UM Kpiciia, 0 MPU3BOUTH JI0 TIEPEHAIPY>KEHHS OTIOPHO-PYXOBOTO anapary.
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bionoriyni Hebe3nmekun TMOB’SA3aHI 3 PUBHKOM TMOLIMPEHHS MaTOTCHHHUX
MIKPOOPTaHi3MIB y 3aKpUTOMY 0(ICHOMY NMPUMILIEHHI, 0COOJIMBO MTPU HETOCTATHIN
BEHTWIALII YM CKYIMYEHHI TMPAIiBHUKIB, IO MOXXE CHPUATH Iepeaadi BipyCHUX
1HQEKIIH, TaKUX K TPHIT Y4 1HIII pecipaTopHi 3aXBOproBaHHs [22].

[Icuxomoriuni (pakTopu BKITIOYAIOTH:

1. po3yMoOBe nepeHanpyKeHHs, 3yMOBIIEHE BUCOKUM PIBHEM KOHUEHTpALIiT IMi]T
Yyac MpOrpaMyBaHHsI Ta BUPIMIEHHS CKIIQHUX 3a/1a4;

2. eMOLIMHI TepeBaHTAXEHHSI Yepe3 TEpPMIHM BUKOHAHHS MPOEKTIB 1 THUCK
JeIUTaifHIB, IO MOYEe MPU3BOUTH JIO CTPeCy Ta MpodeciiiHOTro BUropanHs [ 25].

i dakTopu mpucyTHi B 0hICHOMY CEpPEIOBHIII: IEpeHaNPYyKeHHS Ooueil
BUHUKAE yepe3 poOOTy 3 MOHITOPOM, €IEKTpOoOe3neKa — uepe3 eNeKTPONnpUiIaiu,
XIMI4H1 BUKHIN — Y€pe3 OPTITEXHIKY, eprOHOMIYHI TPoOJIeMH — Yepe3 HelPaBUIIbLHO
oOyianHane poOode Micile, O10JOTIUHI 3arpo3u — 4Yepe3 3aMKHYTHUM TpoCTIp, a
MICUXOJIOTIYHI — yepe3 crnenudiky podoTH po3poOHUKA.

3aranpHi HeOe3MmeKku, skl He 3anexarb Bij creuudiku [T-maismpHOCTI, ane
MOYTb BUHUKHYTH B O()ICHOMY CE€pEIOBHUIII, BKIIOUAIOTh:

1. 3arpo3y BUHUKHEHHS MOXKEXK1 4epe3 KOPOTKE 3aMUKaHHS €JIEeKTPOTPUIIAIiB
a0b0 HenpaBWIbHE BUKOPUCTAaHHS OOIrpiBayiB, IO CTAHOBUTH PUBHMK JUISL KUTTA
IpaIliBHUKIB 1 MaifHa,;

2. BINCBKOBY 3arpo3y, 3yMOBJIEHY IOTOYHOIO CHUTYyalll€l0 B YKpaiHi, 30KpemMa
PU3MK MOBITPSIHUX TPUBOT, 10 MOTPEOye HAABHOCTI YKPUTTS Ta IUIaHy €BaKyarlii.

BusiBnieni Hebe31eku cBiI4aTh Mpo HEOOX1IHICTh OLIIHKUA PU3HUKIB 1 PO3POOKH
3ax0JiB JUIA iXHbOI MiHIMI3amii. Hanpuknaa, nmepeHanpyXeHHs Oo4yel 1 po3yMoOBe
nepeHanpyeHHsT MOXHa 3MEHIIUTHA HUISIXOM OpraHizailii mepepB 1 CTBOPEHHS
€pPrOHOMIYHOTO POOOYOro MICIIs, a PU3UK MOXKEXK] — Yepe3 BCTAHOBJICHHS JIAaTYMKIB
UMY Ta IEPEBIPKY €EKTPOIIPOBOJIKH.

JInst OIIHKM PHU3MKIB 1 PO3pPOOKH KOHKPETHHX 3aXOJlIB y HACTyITHOMY
M1PO3/171 HEOOX1AHO TPOBECTH aHaJi3 IMOBIPHOCTI BUHUKHEHHS IUX HeOe3MeK Ta
TSOKKOCTI  iXHIX HACHIAKIB, IMO0 BH3HAYUTH TMPIOPUTETHI HAMPSIMKH IS

3a0e3neueHHs Oe3nexku po3podHukiB IT-chepu. OcobnuBy yBary ciiji NpUALIATH
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MICUXOJIOTIYHUM 1 eprOHOMIYHUM (haKTOpaM, Kl MarOTh 3HAYHUI BIUTHB Ha 3/I0POB’ s

Ta IPOIYKTUBHICTh MPALIBHUKIB.

4.3 JlocmipKeHHS pU3UKY pealtizallii HeOe3nek

OuiHKa pU3MKY € KIIOUYOBUM €TarnoM y 3a0e3nedeHHl Oe3neku mpaili, ILI0
nependayae BU3HAYEHHS WMOBIPHOCTI BMHUKHEHHS HeOe3mewyHoi cutTyarlii Ta ii
MOKJIMBUX HACiJKiB. METOIO OLIHKHU € BUSIBICHHS HalOIbII KPUTUYHUX PU3HKIB
1 po3poOka 3axoAiB mjisi IXHbOTO 3MeHIIeHHS. OCHOBHMMU 3aBJIaHHSIMU OIIHKH
pu3uKy € ineHTudikaiis HeOe3neK, aHali3 iXHbOI WMOBIPHOCTI Ta TSXKKOCTI
HACIJKIB, a TAKOXK BU3HAYCHHS TIPIOPUTETIB 1 BXKUTTS 3axoiB [20]. [Iponenypa
OIIIHKK  JIO3BOJIIE CHUCTEMaTU3yBaTh MiAXiJg J0 YHOpaBIiHHA  O€3MeKoro,
3a0e3meuyoun MPOAKTUBHE pearyBaHHs Ha MOTEHIIINHI 3arpo3u, 10 € 0COOJIHMBO
BaXJMBUM Uit [T-po3poOHMKIB, $KI TpPaliolOTh B OQICHOMY CEpedOBHINI 3
TPUBAJIUM BUKOPHCTAaHHIM KoM roTepiB [21].

JInsi OLIHKM PU3HMKIB BUKOPUCTAHO MATPUYHUN METOJ, SIKMK 0a3yeTbcsl Ha
BU3HAUCHHI MMOBIPHOCTI BHHUKHEHHS HEOE3MEKH Ta TSKKOCTI 11 HacHiaKiB. 3
nigpo3aury 4.2 oo6paHo 1Bi HEOE3MEKH:

1. nepenanpy:XeHHsI 04eil yepe3 TpUBaly poOOTY 3 MOHITOPOM;
2. 3arpo3y BUHUKHEHHS TIOKEX1 Yepe3 KOPOTKE 3aMUKaHHS €JIEeKTPONPUIaIiB.

VIMOBipHICTh i CepiO3HICTh OLIHIOIOTHCA 3a JOMOMOTOI HOPMATHBHHX
Tabauup [22].

Pesynbratu oOmiHKM pU3HMKIB TpeacTaBieHi B Tabmuisax 4.1 1 4.2, sxi
B1JI00OpaxkaroTh KMOBIPHICTb, CEPHO3HICTD 1 MPIOPUTETHICTh pu3UKiB. Tabnuis 4.1
MOKA3y€ OLIHKY PU3UKY JJIs MEPEHANPY>KEHHs ouei, a Tabmuud 4.2 — A 3arpo3u
BUHUKHEHHS MOXexi. [Haekc 3A 1is mepeHanpyKeHHs O4ei BKazye Ha cepeaHin
PIBEHb PU3HKY, SIKU TOTpeOy€e yBaru, ajie He € KpUTHUHUM, TOJ1 AK 1Haeke 1D ms
NOXKEX1 CBIAYMUTH MPO HeOakaHWM (TPaHUYHO JTOMYCTHMMI) PIBEHb PU3HKY, LIO

BUMarae HeraHUX 3aX0/IiB yepe3 KkaracTpodiuni Hacaiaku [24].
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Tabnuns 4.1 — Ouinka pU3UKy MepeHanpy>KeHHs ouen

BusnauenHs kareropii Bu3zHnaueHHs piBHS Inaexc pusuky HeOe3neku
CepHO3HOCTI HeOe3NeKH HMOBIPHOCTI HEOC3IEeKH
Bun, Omuc: Bun, Omuc: 3HaYEeHHS: [Ipiopurer:
KaTeropis: pIBEHB:
M- Hesnauna A— Monenna pobora 3A CepenHiii pu3uK,
TrpaHUYHA TpaBMa, gacTa 32 MOHITOpOM §- notpelye
KOPOTKOYAacHE 10 ronun npodiTakKTHIHUX
MOTIpIIEHHS 3aX0I1B
30py

Tabnuirst 4.2 — OniHKa pU3UKy 3arp0O3d BUHUKHEHHS MOXKEX1

BuznauenHs kateropii Bu3znaueHHs piBHS Inpexc pusuky HeOe3neKu
CepHO3HOCTI HEOE3MEKH HMOBIpHOCTI HEOE3MEeKH
Bun, Ormuc Bupn, Ormuc 3HaueHHS: [Ipiopurer
KaTeropis pIBCHB:
| — CmepTs, D- MosknuBe 1D Heb6axxanuii
karactpodiyHa | pydHYBaHHS | BigJgancHa KOPOTKE (rpaHUYHO
MaiiHa 3aMUKaHHS JIOITYCTUMUI)
yepes crapi PU3UK,
€JEKTPOTPUIIAIN notpedye
MEePIIOYESPTOBUX
3aX0/iB

[IpiopUTeTHICTh PU3HMKIB BU3HAYAETHCA HA OCHOBI IXHBOTO 1HJEKCY.
[Tepenanpyxenns oueit (3A) mae cepeaHidt MPIOPUTET, OCKUTBKM HACIIIKH HE €
KatacTpopiyHUMH, ajie yacTa WMOBIPHICTh MOTpeOye MpOodUIAKTUUHHUX 3aXO/IiB.
3arpo3a noxexi (1D) mae BucOkuii MpiopuUTeT vepe3 KaTacTpodiuHi HACHIIKH,
HE3BaKalOUM Ha BiAJaJIeHy WMOBIPHICTh, II0 BUMAarae MepIIouyeproBUX 1A s
3a0e3nevcHHs Oe3rekw [25].

PexoMenmarii mo/10 MiHIMi3aIlii pU3UKIB BKIIOYAOTh:

— IS TIEpEeHanpy>KeHHsI O4Yell — opraHizyBaTu MEpPEepBU KOXKHI 45 XBUIUH 13
BIIpaBaMU ISl O4€i, BUKOPUCTOBYBAaTM MOHITOPU 3 AHTHUOIIKOBUM HOKPUTTSM,
3a0€3MeUnTH HaJeKHE OCBITIEHHS POOOYOro Miclsl BIAMOBIAHO JI0 CaHITApPHUX
HOpM [27];

— 7151 3a100IraHHs TOKEX1 — BCTAHOBUTH JATYUKH UMY, IPOBECTU NEPEBIPKY
EJICKTPOIPOBOJIKH, OPTaHI3yBaTH HABYAHHS 3 TMOXKEXKHOI Oe3reku, 3a0e3meuuTH

HasIBHICTh BOTHET'ACHUKIB y MpUMIilleHH] [ 26].
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JlomaTKkoBO pEeKOMEHAYEThCs oOnaaHaTH pobOode MicClle eproOHOMIYHUMU
MeOISIMU /17151 3MEHILIEHHS TIOB’ SI3aHUX PU3HKIB, 8 TAKOK PO3POOUTH IIAH €BaKyalii
Ha BUIAJ0K BINCHKOBOI 3arpO3H, 1110 € aKTyaJIbHUM B yMOBaX CbOTOJCHHSI B Y KpaiHi.
i 3ax0/11 103BOJIATH 3HU3UTH PIBEHb PU3HKIB 13a0€3MeunTH O€3MeUH1 yMOBH IMpalll

mutst po3poonukiB IT-chepu.

BucHoBku 110 po3aiuny

Y uyerBepTOMY pO3AUTI MPOAHATI30BAHO NHUTAHHS OXOPOHM TIpaIli JyIs
po3pooHukiB IT-cdhepu, sxi mpaipoTh B 0QiCHOMY cepeaoBullll. Po3risHyTo
3aKOHOJABU€ PEryJIoBaHHsi, 30kpeMa 3akoH Ykpainu «I[Ipo oxopony mpari» Ta
MDKHApPOJIHI CTaHIapTH, BUBHAYCHO POJIb MMOCATOBUX OCIO y 3a0e3medueHH1 Oe3eKu
nparii.

AHanizyBanocsa poboue Miciie po3poOHHKa SIK TUIOBE O(iCHE CEPeIOBUIIIE,
BUSBIICHO  TOTEHI[IWHI  HeOe3nmeku:  ¢i3uuHi  (MEepeHamnpyXeHHs  OueH,
eNeKTpoOe3neKa, HENOCTaTHS BEHTWJIALIA), XIMIYHI (BUKMOM OPITEXHIKH),
eproHomiuHi (HempaBWJIbHA TOCTaBa), 010J0TIYHI (MATOTEHHI MIKPOOPTaHI3MH),
NICUXOJIOTIYHI (PO3yMOBE NEpEeHaNpyKEHHs, EMOIIHI NePEBAaHTAKEHHS), & TAaKOXK
3arajbH1 3arpo3u (MoKexa, BiiiChKkoBa HeOe3eKa).

[IpoBeaeHO OLIHKY pHU3UKIB JJid JBOX HEOE3MEK — MEepeHaIpy>KEHHS Ovei
(cepemHiii pU3MK) 1 3arpo3u MOXKEXK1 (HeOaKaHU PU3HK), IO JO3BOJIMIIO BUSHAYUTH
NpIOPUTETH JUIS BXKHUTTS 3aX0[iB. PekoMeHAyeThCs OpraHi3yBaTH NEpEepBH IS
podUTAKTUKY TIepEHANPY>KEHHS 04eid, oOnaaHaTH poOode MicIe eproOHOMIYHUMU
MeOJISIMU, BCTAHOBUTH JIATYUKH UMY Ta pO3pOOUTH TUIaH eBaKyarlii, o COpUSITUME

CTBOPEHHIO OE3MEUHNX YMOB ITpalli.
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3AT'AJIbHI BUCHOBKHA

VY pamkax naHOi AMIUIOMHOI 3alMCKH BUKOHAHO JOCIIHPKEHHS, OCHOBHOIO
METOI0 SIKOro OyJ0 CTBOPEHHS IrpOBMX MEXaHIK [MEpPCOHAXKa, CHUCTEMHU
nepeMIileHHs, TOJIOBHOTO MEHIO Ta MiHi-irop g 2D-npuroaHuiibkoi rpu B skaHpi
kBecTiB Ha 6a3i Unity. Jlis peanizanii mpoekTy Oyi10 BAUKOHAHO HU3KY MOCII0BHUX
€TarniB, 0 OXOIUTIOITH YC1 aCMIEKTH PO3pOOKH Ta aHATI3Y.

Cnouarky npoBeJeHO aHalli3 MPeIMETHOT 00J1acCT1, Mij Yac SKOro JOCIIIKEHO
ocobnuBOCTI 2D-IpUTOTHUIIBKUX 1TOp Yy JKaHpi KBECT 1 CydacHI IHCTPYMEHTH
pO3po0KH, 110 103BOIMIO 0Opatn UNity sk OCHOBHE CEpPEIOBHMIIE JIJISi CTBOPEHHS
rpu. HacTynmHuMm eramoMm cTajio TpPOEKTYBaHHA: po3poOiieHo iHdopMmalliiiHe Ta
MaTeMaTU4He 3a0e3MeYeHHs, 30KpeMa MOJIeJ1 i aJITOPUTMU JIJIsl ITPOBUX MEXaHIK, a
TAKOK CIPOEKTOBAHO MOJYJIBHY apXITEKTypy, sKa 3abe3nedyye THYYKICTh 1
MaciITaboBaHICTh cUCTeMU. Jlani BUKOHAHO MPOrpaMHy peallizaliio, 10 BKIIroUasa
CTBOPEHHSI MEXaHIK PyXy, CTEJICYy, IHBEHTapI0, KBECTIB, CUCTEMH TEpEMIIICHHS 3
ONTHUMI3aLlI€10, TOJIOBHOIO MEHIO Ta MIHI-1rOp, MICJS YOO MPOBEACHO TECTYyBaHHS
Ha MPUCTPOI 3 MIHIMATIBHUMU XapaKTEPUCTUKAMHU JIJISI T ATBEPKEHHS CTa01IbHOCTI
po060TH. 3aBepilaibHUM €TarioM CTaB aHajll3 MUTaHb OXOPOHH Ipalli, MiJ Yac sIKOTo
BUSBIICHO HEOE3MEKU, OI[IHEHO PU3WKH JUIsl TIepEHANpYKEHHS oued 1 3arpo3u
MOXKEX1, a TAKOX 3alPONOHOBAHO 3aXO0JU JJIsl 3a0e3neueHHs Oe3MeKu, 30Kpema
OpraHizaiilo TepepB, EProHOMIYHI MeOi, MPOTHUMOXKEXKHI 3aXOaW Ta TUIaH
eBaKyarlii.

Po3pobOnennii  mpoOEKT  YCHINHO  peaji3yBaB IIOCTABJICHI  3aBIaHHSA,
3a0e3neuuBIId (YyHKIIOHATBHICTh 1 CTaOUIBHICTh 2D-rpu. BiH Mae mpakTuuHe
3HAYCHHS, aJPKEe CHpHUS€ BIOCKOHAJIEHHIO KOMAaHIHMUX HAaBUYOK pPO3pPOOKHU
IPOTrpamMHOTro 3a0e3MeUeHHs, NOMTHOII0E 3HAHHS MOJYJIBHOI apXiTEKTypH Ta Mae
MOTEHITAT JUIsl PO3BUTKY TBOPUOTO MUCICHHS Uepe3 1HTEPAKTUBHY B3AEMOJIIO 3
rpoto. [IpoekT Moke OyTH BUKOPUCTaHHUI Y HaBYAIBHUX 3aKJIafax JUis MiJrOTOBKU
¢axiBIiB 13 PO3pOOKHU Irop, a TaKOXK SIK OCHOBA JIJIS ITOJAIBIIOTO BIOCKOHAICHHS

IIUISIXOM JI0JlaBaHHsI HOBUX PiBHIB, MEXaHIK UM aJlanTallii 10 1HIIUX M1aTHopM.
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AkTuBaUis yKpUTTS,
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" HasBHicTb|npeameTis
Hanpam pyxy, A [aHi kBecTy

(npucipaHHs, kapabkaHHst)
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Honatok A

Jliarpama MOTOKIB JaHWX MK MEXaHIKaMH TpH

[ii (nepemileHHn Griokie, 3miHa cTaHy)
MinGip npeameTa

IHiuiauis pjanory

og

CraH B3aemogii Cnucok npeameris CraH enemeHTis

PeaynbTart BUKOHaHHS

(ineHTndbikaT Op, 3anexHOCTI)

CraH BUKOHaHHS!

[ocTtyn Ao nokauii

KoopauHatu,
CTaH pyxy

—]

KoopauHatu,
BUANMICTb

=

MosepaiHka Boporis



Honarok b

Jiarpama KJIaciB IS IPOBHX MEXaHIK

+float[] coordinates
+float speed
+bool visibility
+move()
+crouch()
) R
+climb()
—
+activateCover() \
+generateNoise()
J initiateDialogue
affectBehavior
reactToEvents

+float[] coordinates _ performTasks
+int identifier

+string behaviorState
+bool interactionState

+patrol()
+initiateDialogue()

+chase()
+assignQuest()

+reactToNoise() \_ j

\ /)

pickup assignQuest
+intidentifier
+int[] dependencies
+bool completionState
+checkConditions ()
+complete()
J
completionResult
L . J L .

\ > +intidentifier checkAvailability +intidentifier
+string name +string elementState
+pickup() +processAction()
+use() +checkCompletion()

J N




Honatox B

bnok-cxema UKty B3a€MOJi1 MEXaHIK Ipu

FonoBHe MeHH

MeHI0 HanawTyBaHb rpu

Bins nepeLukoamn?

Bina apabuHn?

Binsa Tenenopty?

Mpeamer, akui
MOXHa nigibpaTtn? \

MNoTpiben

npeamer?

=

KBecT BUKOHAHO?

MoTpibHWIA NpeameT BIACYTHIA?

€ noTpibHun npegmet?

y

3anvwunuce LWwe Keectn?

Yci kBecTu 3aBepLLeHO?

-




Honartok I'

Jiarpama iepapxii migacucTem 1y KOMaHIHOT poOOTH

IrpoBi MmeXxaHiku

2D Game MiHi-irpn

Me pcoHax OTo4eHHA




Honatoxk /1

bnok-cxema anroputmy nepeMilieHHs IepcoHaxa
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Honatok E

brok-cxeMa alroputMmy CTENCy IpaBIist
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Tak

Honatok X

brok-cxema anroputMy B3aemoii rpasis 3 NPC

81



Tak

Honartok 3

bnok-cxema anroputmy npuciiaHHS TPaBLS

Hi
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Homatox 1

brok-cxema anroput™my J01aBaHHS IpeaIMeTa J0 MEePIIoro BUTBHOTO CI0Ta

1HBEHTaps

Tak

Bci "i" 3anHaTi
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Honatox K

bnok-cxema anroputmy iHTEpaKTUBHOCTI TOJIOBHOTO MEHIO

|
e

Hi




Honatoxk JI

brok-cxema anroputmy Uisl 3aBaHTaKEHHS HACTYITHOTO PiBHSA
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Honatox M

bnox-cxema anroputmy nepeOyBaHHS B MEHIO May3d

Tak Hi
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Jonatox H

JIicTUHT KOy MEXaHIKU NepeMIIEHHS

using UnityEngine;

[RequireComponent (typeof (Rigidbody2D)) ]
public class PlayerMovement : MonoBehaviour

{

[Header ("Movement'") ]

public float speed = 5f; // MBMOKiCcTbE pPyxy

private float movelInput; // BximHe =3HaueHHa ocl "Horizontal"
private bool facingRight = true; // HampsaMm, B 4KOMy IOVMBUTLCS IE€PCOHAX
private bool canMove = true; // Tlpanopellb OO3BOJIY Ha PYX

private Rigidbody2D rb;

private void Awake()
{
// OrpumyemMo koMrnoHeHT Rigidbody2D
rb = GetComponent<Rigidbody2D>() ;
}

private void Update ()
{

if (!'canMove) return;

// UuTaHHSA BBEIOEHHS IJig TOPMBOHTAJIBHOTO PYyXy
movelInput = Input.GetAxis("Horizontal");

}

private void FixedUpdate()
{

if (!canMove) return;

// BacTocyBaHHS WBUOKOCT1 mo oci X
rb.velocity = new Vector2 (movelnput * speed, rb.velocity.y);

// TlepeBOpOT MNepcoHaxa 3ajleXHO Bl HaNpAMKY

if ('facingRight && movelInput > 0) Flip();

else if (facingRight && movelInput < 0) Flip():;
}

/// <summary>

/// IHoszBojyde abo BJIOKyE pyx IIepCOHaxXa .

/// Axwo 3ablloKOBAaHO — WBUIKICTL OOHYJISeThHCH.
/// </summary>

public void SetCanMove (bool wvalue)

{

canMove = value;

if ('value)
{
rb.velocity = Vector2.zero; // BynuHUTU PyX
}
}

/// <summary>
/// TlepeBipka, UM IOMBUTHCSH [IEPCOHAX IPaBOPYU.
/// </summary>



public bool IsFacingRight ()
{
return facingRight;

}

/// <summary>
/// TlepeBopoT mnepcoHaxa no oci X.
/// </summary>
private void Flip()
{
facingRight = 'facingRight;
Vector3 scaler = transform.localScale;
scaler.x *= -1;
transform.localScale = scaler;

}

/// <summary>
/// TpuMyCcoOBUM [IEPEBOPOT IJiI BMKOPMUCTAHHSA Ha OpabuHaX.
/// </summary>
public void FlipForLadder ()
{
Flip();
}
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Jonarok I1

JIicTUHT KOy MEXaHIKH MPUCITAHHS

[Header ("Crouch Settings")]
public KeyCode crouchKey = KeyCode.C; // Kuonka mjig npucinaHHs
public float crouchSpeed = 2f; // lByoxkicre y npmucimaHHi

[Header ("Collider Settings™)]

public BoxCollider2D playerCollider; // Kommavimep rpabld

public Vector2 crouchColliderSize = new Vector2(lf, 0.5f); // Posmip vy
npucimaHHi

public Vector2 crouchColliderOffset = new Vector2(0f, =-0.25f); // 3cys
KoJJlanmoepa

[Header ("Ground Check™)]

public Transform groundCheck; // Touka nepeBipxkyM 3eMii

public float checkRadius = 0.2%; // Pamiyc mnepeBipxu

public LayerMask groundLayer; // llap =semi

private PlayerMovement playerMovement; // HocTyn IO PyxXy IPpaBlis
private Rigidbody2D rb; // ®isuka TpaBug

private float originalSpeed; // TlouaTkoBa WBUAKICTH

private Vector2 originalColliderSize; // TlouaTkOBMII PO3Mip KoJIangepa
private Vector2 originalColliderOffset; // TlouaTkoBe =3MilleHHH

private bool isCrouching = false; // Um mepcoHax y npucimaHHi
public bool IsCrouching => isCrouching; // BoBHimHINM moCTyn OO CTaHy

private void Awake ()
{
// IHinianmizania KOMIOHEHTI1B
playerMovement = GetComponent<PlayerMovement>() ;
rb = GetComponent<Rigidbody2D>() ;
originalSpeed = playerMovement.speed;

if (playerCollider != null)

{
originalColliderSize = playerCollider.size;
originalColliderOffset = playerCollider.offset;

}

else

{
Debug.LogWarning ("playerCollider ne npmzHauenwm!');

}

}

private void Update()
{
// HaTuckaHHS KHONKM [IPUCIIaHHS
if (Input.GetKeyDown (crouchKey) && IsGrounded())
{
if (isCrouching)
Uncrouch () ;
else
Crouch () ;
}

// Sxmo rnepcoHax Oljbuie He Ha 3eMjIll — aBTOMATUUHO BCTATU
if (isCrouching && !IsGrounded())

{
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Debug.Log ("llepcoHax BTpPaTMB KOHTAKT 13 zemyen");
Uncrouch () ;

}

private bool IsGrounded()

{
// TlepeBipka KOHTAKTy 3 3eMJIe
if (groundCheck == null)

{
Debug.LogWarning ("GroundCheck ne npmznauenwmn') ;
return false;
}
return Physics2D.0OverlapCircle (groundCheck.position,
groundLayer) ;

}

public void Crouch ()

{
isCrouching = true;
playerMovement.speed = crouchSpeed;
if (playerCollider != null)
{
playerCollider.size = crouchColliderSize;
playerCollider.offset = crouchColliderOffset;
}
// BUKJIMK YAaCTUHM XYIOXHMKA (aHiMaulga nprcimaHHg)
// animator.SetBool ("Crouch", true);
Debug.Log ("llepcoHax npucis") ;
}

public void Uncrouch ()

{
isCrouching = false;
playerMovement.speed = originalSpeed;

if (playerCollider != null)
{
playerCollider.size = originalColliderSize;
playerCollider.offset = originalColliderOffset;
}

// BUKIVK UYaCTHMHM XYIOOXHMKa (aHiMalild BCTaBaHHSA)
// animator.SetBool ("Crouch", false);

Debug.Log("llepconax BCcTar'");
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Jonarok P

JlicTUHT KOy MEXaHIKHY 3aj1a3aHHs Ha TEPEIIKOAN

PlayerClimbing.cs:

using UnityEngine;

[RequireComponent (typeof (PlayerMovement)) ]
public class PlayerClimbing : MonoBehaviour
{

[Header ("Hanamryreauug jaziaaga') ]

public float rayDistance = 1f; // IwncTaHulg mnpoMmeHs 1Jjid
[IepPeBipKM INepemKonm

public LayerMask climbablelayer; // llap, AKMMA Mo3HAYae JaszalbHi
00 'exTHU

public KeyCode climbKey = KeyCode.Space; // KnaBima njg rnodaTkKy Bajla3aHHS

private PlayerMovement playerMovement ; // IocTyn OO JIOT1KM PYyXY

private Rigidbody2D rb; // KoMIoHeHT (i3ukn

private bool isClimbing = false; // Um rpaBelb 3apas kapabKaeTbCd

private void Awake()

{
// Iuiniamizanig KOMIIOHEHTI1B
playerMovement = GetComponent<PlayerMovement>() ;
rb = GetComponent<Rigidbody2D>() ;

}

private void Update ()
{
if (isClimbing)
return;

// BuUBHauUeHHS HAMNPSAMKY [IPOMEHS B BaJIeXHOCT1 Bim HanpaMmy oOImMuusa
Vector2 direction = playerMovement.IsFacingRight() ? Vector2.right
Vector2.left;

// TpoMiHb mma BuaBJieHHs climbable-o06'ekTa
RaycastHit2D hit = Physics2D.Raycast (
transform.position,
direction,
rayDistance,
climbablelayer
)i

Debug.DrawRay (transform.position, direction * rayDistance,
Color.yellow); // Bisyanizauis npomensa

// SAxwo BHampmeHo climbable-o06'exT 1 HaTMCHyTa KjaBllla — DOYaTKM I1mioM
if (hit.collider '= null && Input.GetKeyDown (climbKey))
{

StartClimbing() ;

}
}

private void StartClimbing ()
{

isClimbing = true;
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// BimkmmouaemMo ®13uUKy Ta pyx
playerMovement.SetCanMove (false) ;
rb.isKinematic = true;
rb.velocity = Vector2.zero;

// Animanuig climb HaIeXUTbL XYIOXHUKY

}

public void OnClimbAnimationEnd ()

{
// 3BaBeplieHHa Kapa®OKaHHA — IIOBEPTAEMO KOHTPOJb
isClimbing = false;
rb.isKinematic = false;
playerMovement.SetCanMove (true) ;

Debug.Log ("Kapab®kaHHS 3aBeplleHO, YINPaBJI1HHSA NOBepHeHO.");

ClimbableObject.cs:

using UnityEngine;

/// CKpUNT NpuU3HAUYaeTbCHa 0Jid O0'eKTiB, Ha AK1 MOXHA 3aJjla3uTu
public class ClimbableObject : MonoBehaviour
{
[Header ("Touka, kyou nepeMimaeMo TpaBusg nicias niaromy") ]
public Transform topPosition; // losuuis sabepumeHHS 3aja3aHHA
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Homatok C

JIicTUHT KOy MEXaHIKH JIa3aHHs M0 JpaOuHi

PlayerLadder.cs:

[Header ("HajamryBanua npabuam') ]

public float climbSpeed = 3f; // lBMOKiCTL mnepecyBaHHS MO IpabuuHi
public string verticalAxis = "Vertical'"; // HasBa BepTUKaJLHOIL OCl (Hampukian,
"Vertical")

public KeyCode jumpKey = KeyCode.Space; // Kuomka, mo® 3icTpubHyTn 3 npabuHu

[Header ("HamamryBaHHa koJuiannepa rpanBua')]

public BoxCollider2D playerCollider; // Kommanmep rpaBLd
public Vector2 normalColliderSize = new Vector2(lf, 2f); // CraHmapTHUM
po3Mip koJularmepa

public Vector2 normalColliderOffset = new Vector2(0f, 0f); // CranmapTHe
3MimeHHs

public Vector2 climbingColliderSize = new Vector2(l1f, 2f); // PosMmip ninm uac
KapabkKaHHA

public Vector2 climbingColliderOffset = new Vector2(0f, 0f); // 3cys mim uyac
KapabKaHHA

private bool isOnLadder = false; // Uum nepebyBae MnepcoHax y B0H1 npabuhu
private bool isClimbing = false; // Unm BimByBaeTbcsa kapabkraHHS

private bool isOnTopSequence = false; // Uy TpwBae oimoM Ha BeEpX

private bool isFromTopSequence = false; // Uum TpuBae CIyCK 3TO0pPU

private PlayerMovement playerMovement; // IlocuiaHHS Ha JIOT1KY PyXy

private Rigidbody2D rb; // KommoHeHT bi3mkmM

private PlayerCrouch playerCrouch; // TlocwuyaHHs Ha OpUCimaHHg

private float originalGravity; // TlouaTkoBe 3HaueHHA IpaBiTanii
private BoxCollider2D currentLadderCollider; // Kommarnmep MNOTOUHOL IpabuHM

public LadderZone.LadderClimbDirection climbDirection; // Hamnpsamox 3ajazaHudg
private Vector2 onTopFinalPosition; // Touxa Tejyenoprauii nicaa nimiomy
private Vector2 fromTopFinalPosition; // Touka MoyaTKy CIYyCKY 3TOopu

private void Awake ()
{
// Iuiniasisanisg KOMIIOHEHTI1B
rb = GetComponent<Rigidbody2D>() ;
playerMovement = GetComponent<PlayerMovement>() ;
playerCrouch = GetComponent<PlayerCrouch>() ;
}

private void Start()
{

originalGravity = rb.gravityScale; // 30epiraeMo rpaBiTauin mis NODAJLILOTO
B1OHOBJIEHHI

}

private void Update()

{
// OBpobka BBOOYy Yy BOH1I mpabuHu
if (isOnLadder)
{

float verticallnput = Input.GetAxis(verticalAxis);



// TlouaTok kapaBKaHHSA
if ('isClimbing && 'isOnTopSequence && 'isFromTopSequence

Mathf.Abs (verticallInput) > 0.1f)

{
StartClimbing() ;

}

// Crpubok 3 mpabuhHu
if (isClimbing && Input.GetKeyDown (jumpKey) && !'isOnTopSequence

!'isFromTopSequence)

}

{
StopClimbing() ;
}
}
else if (isClimbing)
{
// Buuuu 3 OpabuHu — OPUNVMHUTU KapabOKaHHS
StopClimbing () ;

private void FixedUpdate ()

{

// Pyx no mpabmusi
if (isClimbing)
{

if (isFromTopSequence)

{
rb.velocity = Vector2.zero; // Biokyemo pyx Mnim yac aHimaunil
}
else
{
float verticalInput = Input.GetAxis(verticallAxis);
rb.velocity = new Vector2(0f, wverticalInput * climbSpeed);

BepTUKaJIbHUM PYX

}

}
}

private void StartClimbing()

{

if (isClimbing) return;

// Buxin 3 mpucimaHHs rnepen kapabKaHHAM
if (playerCrouch !'= null && playerCrouch.IsCrouching)
{

playerCrouch.Uncrouch() ;

}

isClimbing = true;

playerMovement .SetCanMove (false) ; // BUMKHYTU TOPUIOHTAJILHUIA PyX
rb.gravityScale = 0f; // BimksmoumTy rTpasiTaliiio
rb.velocity = Vector2.zero;

// HajamryBaHHS KOJUIaAepa IJiS PexyMy IpaOnHMr

if (playerCollider != null)

{
playerCollider.size = climbingColliderSize;
playerCollider.offset = climbingColliderOffset;

}

// BupiBHOBaHHS N0 X 3 IpabMHKO
if (currentladderCollider !'= null)
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float centerX = currentlLadderCollider.bounds.center.x;
transform.position = new Vector2(centerX, transform.position.y);

}

ForceFaceClimbDirection(); // IloBepHyTH NepcoHax)a y HOTPibHMI Oik

}

public void StopClimbing ()
{

if ('isClimbing) return;

isClimbing = false;
rb.gravityScale = originalGravity; // TloBepTaeMo TpasiTalino
playerMovement .SetCanMove (true) ; // IIo3BOJIIEMO PyX

// TloBepTaeMO KOJUIAMIEep Yy HOPMAJIbHUM CTaH

if (playerCollider !'= null)

{
playerCollider.size = normalColliderSize;
playerCollider.offset = normalColliderOffset;

}

public void ForceStartClimbing(LadderZone.LadderClimbDirection direction)
{

// TpWMMyCOBO BMMKAEMO KapabKaHHS 3 3a3HAUEHVM HalpsSIMKOM

climbDirection = direction;

if (!'isClimbing)

{

StartClimbing() ;

}

}

public void StartOnTopSequence (Vector2 topDestination)
{
// TliproroBka OO aHiMalil BMXOmy 3TOpPU
onTopFinalPosition = topDestination;
isOnTopSequence = true;

StopClimbing() ; // BuMmkaemo kapabKaHHI
playerMovement .SetCanMove (false); // Biokyemo pyx

}

public void OnTopAnimationFinished()
{
// 3BaBepmenHsa animanii "OnTop" — TejenopT 1 HOBEpHEHHS KEPyBaHHS
if (isOnTopSequence)
{
transform.position = onTopFinalPosition;
playerMovement.SetCanMove (true) ;
isOnTopSequence = false;

}

public void StartFromTopSequence (Vector2 ladderTopPosition)
{

// TlimroToBka OO aHiMalil CHOycKy 3T0pu
fromTopFinalPosition = ladderTopPosition;
isFromTopSequence = true;

}

public void OnFromTopAnimationFinished ()

{
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// 3BaBepmeHHs aHimauii "FromTop" — TejenoptT
if (isFromTopSequence)

{
transform.position = fromTopFinalPosition;
isFromTopSequence = false;

}

public bool IsClimbing()
{

return isClimbing; // lloBepTae cTaTyc KapabOKaHHS

}

public bool IsFromTopSequence ()
{

return isFromTopSequence; // lloBepTae cTaTyc aHimalili cOycky 3T0pu

}

public void SetCurrentLadderCollider (BoxCollider2D col)
{

currentLadderCollider = col; // BcTaHOBJW0E KOJJAMIEP AKTMBHOI IpabuHM

}

public void SetClimbDirection (LadderZone.LadderClimbDirection direction)

{

climbDirection = direction; // 3Banmae HanpsaMok KapabOKaHHS

}

private void ForceFaceClimbDirection ()

{
// PO3BOPOT MepCOHAaXa B HANPAMKY OpPadOuHM
bool isCurrentlyRight = playerMovement.IsFacingRight () ;

if ((climbDirection == LadderZone.LadderClimbDirection.Right &&
'isCurrentlyRight) ||
(climbDirection == LadderZone.LadderClimbDirection.Left &&

isCurrentlyRight))

{
playerMovement.FlipForLadder () ;

}
}

public void SetIsOnLadder (bool onLadder)
{

isOnLadder = onLadder;

if ('onLadder && isClimbing)
{

StopClimbing(); // ABTOMaTMUYHO BMXOOUMO 3 KapabOKaHHS

}

LadderZone.cs:

private void OnTriggerEnter2D(Collider2D other)
{

// Komu TpaBelb BXOIUTL y BOHY IpabuHM’
if (other.CompareTag("Player"))

{
PlayerLadder pl = other.GetComponent<PlayerLadder>() ;
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if (pl '= null)

{
pl.SetIsOnLadder (true) ; // TloBimomsigeMo, O
TpaBelb y 30H1 IpabuHU
pl.SetCurrentlLadderCollider (GetComponent<BoxCollider2D>()) ; //
[lepenaeMo KoOJUIaAMIEp OpaOMHM
pl.SetClimbDirection (climbDirection) ; // BCTaHOBJIOEMO HATMPSIMOK
KapabKaHHA

}
}
}

private void OnTriggerExit2D(Collider2D other)
{
// Konu TpaBeLb BUXOIUTL 13 30HM IOPabMHU
if (other.CompareTag("Player"))
{
PlayerLadder pl = other.GetComponent<PlayerLadder>() ;
if (pl '= null)
{
pl.SetIsOnLadder (false) ; // TloBimomyisemo, 1O TIpaBelb
NOKUHYB OpabuHy
pl.SetCurrentlLadderCollider (null); // Cxmmaemo kojjaymep IOpabuHu

}
}

private void OnTriggerStay2D(Collider2D other)
{

if ('other.CompareTag("Player")) return;

PlayerLadder playerLadder = other.GetComponent<PlayerLadder>() ;
if (playerlLadder == null) return;

// Axmo TpaBelb 3apas3 KapabkaeTbcd Mo npadbuHi
if (playerLadder.IsClimbing())
{
float verticallnput = Input.GetAxis(playerLadder.verticalAxis);

// Sxmo TpaBelb HaTUCkae "BTopy"
if (verticalInput > 0.1f)
{
float dist = Vector2.Distance (other.transform.position,
exitLadderTopl.position) ;

// SKIWO IOCATHYTa BEPXHSA TOUYKa OpaduHU
if (dist <= reachDistance)
{
playerLadder.StartOnTopSequence (exitLadderTop2.position) ; //
3anyckKkaeMo BUX1I 3T0pU
}
}

EnterLadderTopZone.cs:

private void OnTriggerStay2D(Collider2D other)
{

// TepeBipsemo, um 06'exT mae Ter "Player"
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if ('other.CompareTag("Player")) return;

PlayerLadder pl = other.GetComponent<PlayerLadder>() ;
if (pl == null) return;

// He pearyemo, 4KIO TI'paBellb Bxe kapabkaeTbcd abo B aHiMalilil CIOyckKy 3Topu
if (pl.IsClimbing() || pl.IsFromTopSequence()) return;

float verticallInput = Input.GetAxis(verticalAxis);

// Axwo HaTuCcHyTO "BHMS3"
if (verticalInput < downwardThreshold)
{

// TpyMyCOBO aKTMBYEMO KapabkaHHSI
pl.ForceStartClimbing (ladderZone.climbDirection) ;

// BusHauaeMo MO3MIi0 BEPXHBOI TOUKM HPaOMHU
float topOfLadderY = ladderMainCollider.bounds.max.y;
float centerX = ladderMainCollider.bounds.center.x;

Vector2 finalPos = new Vector2 (centerX, topOfLadderY);

// 3BamnyckaeMo MOCJ1MOBHICTE CIyCKy 3T0pu
pl.StartFromTopSequence (finalPos) ;

IgnoreCollisionWhileClimbing.cs:

private void OnTriggerStay2D(Collider2D other)
{

// TepeBipsemo, um 06'ekT — TpaBellb

if ('other.CompareTag("Player")) return;

PlayerLadder ladder = other.GetComponent<PlayerLadder>() ;
if (ladder == null) return;

// OTpuMyeMO CTaH: UM T'paBelb KapabKaeTbCd
bool playerIsClimbing = ladder.IsClimbing() ;

// OTpuMyeMO KoJIjIaiimep TpaBlid
Collider2D playerCollider = other.GetComponent<Collider2D>() ;
if (playerCollider == null) return;

// TlepeBipseMo, umM BXe 1THOPYeTbCsS KOJIizis
bool currentlyIgnoring;
ignoringMap.TryGetValue (playerCollider, out currentlyIgnoring);

// Axmo TpaBeub kKapabkaeTbcs 1 me He irHOpyeMO KoJjizin — BuMMKAeMO 11
if (playerIsClimbing && !currentlyIgnoring)

{

Physics2D.IgnoreCollision(playerCollider, platformPhysicalCollider,
true) ;
ignoringMap[playerCollider] = true;
}
// Axmo TpaBeub He KapabKaeTbCs, aje Kojisis BuMkHeHa — BMMKAEMO 11 Hazaml

else if (!playerIsClimbing && currentlyIgnoring)

{
Physics2D.IgnoreCollision(playerCollider, platformPhysicalCollider,

false) ;
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ignoringMap[playerCollider] = false;

}

private void OnTriggerExit2D(Collider2D other)
{

// Koymu TpaBelb BUXOIUTHL 13 BO0HM — CKUIAEMO CTaH 1THOPYBAHHSA KOJI131M
if ('other.CompareTag("Player")) return;

Collider2D playerCollider = other.GetComponent<Collider2D>() ;

if (playerCollider != null &&
ignoringMap.ContainsKey(playerCollider) &é&
ignoringMap[playerCollider])

{
Physics2D.IgnoreCollision(playerCollider, platformPhysicalCollider,

false) ;
ignoringMap[playerCollider] = false;

}
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Honatoxk T

JlicTUHT KOy MEXaHIKU B3a€MO/I1i Ta KBECTIB

QuestGiverlnteraction:

[Header ("Hanamryeanag xkeecTy") ]
public QuestManager questManager; // IlocuyaHHsa Ha MeHEIXepP KBECT1B
public int questId; // ID kxBecTy, AKUM OOPOBJISETLCS

[Header ("Twun Bzacmonii')]
public bool isTriggerBased = false; // fxmo true — B3aeMomis aBToOMaTHYHA [IPKU
BXOmi

[Header ("Bumorn 1m0 BrkoHanua') ]

public ItemData[] requiredItems; // Tepenik HeoOximHMX NpenMeTiB

public bool removeRequiredItemsOnSuccess = true; // Uu BumanaTu OpeiMeTy Oicis
37aul kBecCTy

[Header ("Haropona')]
public bool giveReward = false; // Uy BUOABATM HATOPOLY
[SerializeField] private ItemData[] rewards; // IpenMerr-HATOPOOMU

[Header ("licaa BuxoHaHua") ]
public UnityEvent onlInteractionSuccess; // Illomii nicna ycnimHOTO BMKOHAHHS

public bool shouldRemoveObject = false; // Uu BupjansaTtu o6’ exkT Iicyis KBecCcTy

[Header ("Iiamoru™) ]

public DialogueStep[] mainDialogue; // OcHOBHUI niajsor

public bool playMainDialogueOnce = false; // OcHOBHMM nOiajior TijnbKM OOMH pas
public DialogueStep[] repeatDialogue; // TloBTOpPHMI miasor

public DialogueStep[] failDialogue; // Iiajor mpu HEBMKOHAHHI YyMOB

[Header ("Vopasiinuaa mpasuem") ]
public bool lockPlayerDuringDialogue = true; // Uu OGjoKyBaTyV ynpaBJiHHg nim yac
niamory

private bool isPlayerInRange = false; // UM 3HaAXOIMTLCS T'PaBelb NOPYyY
private bool isDialogueActive = false; // UM axkTMBHMI Oiajsior

private bool hasPlayedMainDialogue = false;// Uu OyB yXe OCHOBHMI niajor
private GameObject player; // TlocujiaHHA Ha TpaBlid

private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Player™))
{
isPlayerInRange = true;
player = other.gameObject;

// Sxwo He aBTO3alyCK — IIepeBipsaeMo yMOBM
if ('isTriggerBased && !'isDialogueActive)
{

if ('CanInteract() && failDialogue.Length > 0)
{
StartDialogue (failDialogue); // Axmo yMOBM HE BMKOHAHO
}
}

else if (CanInteract())

{



101

PerformInteraction(); // ABTOMaTMUHE BUKOHAHHS

}

private void OnTriggerExit2D(Collider2D other)
{

if (other.CompareTag("Player'))

{

isPlayerInRange = false;
isDialogueActive = false;
UnlockPlayerControls() ;
player = null;

}

private void Update()
{

// Hartuckauus "E" 1OJj4g novaTkKy Iiajory
if ('isTriggerBased && isPlayerInRange && Input.GetKeyDown (KeyCode.E) &&

'isDialogueActive)

{
if (CanInteract())

{
// OcHOBHMII abo MOBTOPHMUM Iiajior
DialogueStep|[] toPlay = playMainDialogueOnce &&
'hasPlayedMainDialogue ? mainDialogue : repeatDialogue;
StartDialogue (toPlay) ;

}

else

{
if (failDialogue.Length > 0) StartDialogue(failDialogue);

}
}

private bool CanInteract()

{

// TlepeBipka cTaHy KBECTy Ta HasgBHOCT1 npemMeTis
if ('questManager.IsQuestAvailable (questId)) return false;
if (requiredItems.Length > 0 && !'HasAllRequiredItems()) return false;

return true;

}

private void StartDialogue (DialogueStep[] dialogue)
{
if (dialogue.Length == 0)
{
if (CanInteract()) PerformInteraction();
return;

}

isDialogueActive = true;
if (lockPlayerDuringDialogue) LockPlayerControls() ;

StartCoroutine (RunDialogue (dialogue)) ;

}

private IEnumerator RunDialogue (DialogueStep[] dialogue)
{
// B1lOTBOPIEMO KOXEeH KPOK HOiajloTy 3 3aTPUMKO
for (int 1 = 0; 1 < dialogue.Length; i++)
{
DialogueStep step = dialoguel[i];
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// Tokas Bi3yasibHOL UYACTMHM — HE BXOIUTL y TBOK YaCTUHY
yield return new WaitForSeconds (step.duration) ;

if (step.completesQuest && CanlInteract())
{

PerformInteraction(); // BuUKOHYyEeMO @il MpM KBECTOBOMY KpPOIL1
break;

}

isDialogueActive = false;
if (dialogue == mainDialogue) hasPlayedMainDialogue = true;
if (lockPlayerDuringDialogue) UnlockPlayerControls();

}

private void PerformInteraction()

{
// 3BaBepleHHS KBECTY
questManager.CompleteQuest (questId) ;

// Bumansemo noTpifHl npenmeTu
if (removeRequiredItemsOnSuccess) RemoveAllRequiredItems (requiredItems) ;

// Bumaemo Haropomy
if (giveReward && rewards != null)

{

foreach (var reward in rewards)

{

if (reward '= null) Inventory.Instance.AddItem(reward);

}
}

// Bukiuraemo nomii Unity
onInteractionSuccess?.Invoke () ;

// Bumansgemo 00’ eKT MNicjia 3aBeplleHHSd
if (shouldRemoveObject) Destroy(gameObject) ;
}

private bool HasAllRequiredItems ()
{

// TlepeBipka iHBeHTaps Ha HasgBHiCTL ycix noTpifOHMX OpemMeTin
if (requiredItems == null || requiredItems.Length == 0) return true;

List<ItemData> inventoryltems = new List<ItemData>() ;
foreach (Slot slot in Inventory.Instance.Slots)

{
if (slot.HasItem) inventorylItems.Add(slot.CurrentItem);

}

foreach (var requiredItem in requiredItems)

{

if ('inventoryItems.Contains(requiredItem)) return false;
inventoryItems.Remove (requiredItem); // BumangemMo 3 TMMYACOBOT'O CIMCKY

return true;

}

private void RemoveAllRequiredItems (ItemData[] items)

{

if (items == null) return;



foreach (var item in items)

{

Inventory.Instance.Removeltem(item) ;

}
}

private void LockPlayerControls()

{

if (player == null) return;

PlayerMovement movement = player.GetComponent<PlayerMovement>() ;
if (movement '= null) movement.enabled = false;

}

private void UnlockPlayerControls ()

{

if (player == null) return;

PlayerMovement movement = player.GetComponent<PlayerMovement>() ;
if (movement !'= null) movement.enabled = true;

QuestManager.cs:

[System.Serializable]
public class Quest

{
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public int questId; // Yuikambuuit ID kBecTy

public string description; // KOpPOTKMI OmMC KBECTY

public bool isCompleted; // UM 3aBeplieHO KBECT

public int[] requiredQuestIds; // ID xBecTiB, 4Ki MawnTb OyTM BaBeplieHi

nepen LUuM

}

public class QuestManager : MonoBehaviour

{

[Tooltip ("Crmmcok ycix xBecTis y 1pi")]
[SerializeField] public Quest[] quests;

private void Start()

{

ResetQuests(); // CkummaHHsa BCixX KBECT1B NpuM 3alyCcKy Ipu

}

public bool IsQuestAvailable (int gquestId)
{

// TlepeBipsde, UM OOCTYNHMI KBECT (HE BZaBeplleHMM Ta BC1 yMOBM BUKOHAHO)

Quest quest = GetQuestById(questId);
if (quest == null || quest.isCompleted) return false;

foreach (int requiredId in quest.requiredQuestIds)

{
Quest reqQuest = GetQuestById(requiredId);

if (reqQuest == null || 'regQuest.isCompleted) return false;

}

return true;

}

public void CompleteQuest (int questId)
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// TlosHauae KBECT SK BaBepleHUNn
Quest quest = GetQuestById(questId);
if (quest !'= null && IsQuestAvailable (questId) && 'quest.isCompleted)
{
quest.isCompleted = true;
Debug.Log($"KeecT {questId} =samepmenHo: {quest.description}");

}

public bool IsQuestCompleted(int gquestId)

{
// TlepeBipse, UM 3aBeplieHO KBECT
Quest quest = GetQuestById(questId);
return quest != null && quest.isCompleted;

}

private Quest GetQuestById(int questId)
{
// Tlomyk kBecTy 3a moro 1D
foreach (Quest g in quests)
{
if (g.questId == questId) return g;
}

return null;

}

private void ResetQuests()

{

// CkupmaHHA BCixX KBecCcTiB y cTaH "He BMKOHAHO"

foreach (Quest g in quests)

{
g.isCompleted = false;

}
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Jlogatok Y

JIicTUHT KOy MEXaHIKH 1HBEHTapsI

Inventory.cs:

public class Inventory : MonoBehaviour

{
// CTaTudyHMM 1HCTAaHC OJg IOCTYNy IO 1HBEHTap4d
public static Inventory Instance;

[SerializeField] private List<Slot> slots = new List<Slot>(); // Cnmcoxk
cynoTiB iHBeHTapsa

[SerializeField] private BackgroundSlots backgroundSlots; // TlocunaHHsa
Ha KOMIIOHEHT IJid 3MiHM bOoHY

[SerializeField] private GameObject inventoryUI; // UI-nanesnb
iHBeHTapga

// Ny6aiuHuil OOCTYI OO CIMCKY CJIOT1B
public List<Slot> Slots => slots;

private void Awake()

{
// IHiuiamiszanisg CHHTJITOHA
if (Instance == null) Instance = this;
else Destroy(gameObject) ;

}

private void Start()

{
// TlouaTkoBO XOBAEMO 1HBEHTAP 1 OHOBJIOEMO PO3Mip doHy
inventoryUI.SetActive (false) ;
UpdateBackgroundSize () ;

}

// IomaTu mpenMeT OO MepmoTo BIlJBHOTO cCJjloTa
public void AddItem(ItemData itemData)

{
foreach (Slot slot in slots)

{
if ('slot.HasItem)
{
slot.SetItemData (itembData) ;
UpdateBackgroundSize () ;
return;
}
}
// Sxmo HeMae BIJIBHOTO MicCUg — MONEPeKEeHHI

Debug.LogWarning ("IuBeHTap =arnoBHeHO, HeMmae BijgbHoTOo cjotTa!');

}

// BUIAIUTU KOHKPETHMWNA NpeIMeT 3 iHBeHTaps
public void Removeltem(ItemData itemData)

{

foreach (Slot slot in slots)

{
if (slot.HasItem && slot.CurrentItem == itemData)
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slot.ClearSlot ()
UpdateBackgroundSize () ;
return;

}

// TlepeBipka HagBHOCT1 mnpemnMeTa
public bool HasItem(ItemData itemData)
{
foreach (Slot slot in slots)
{
if (slot.HasItem && slot.CurrentItem == itemData)
{
return true;
}
}
return false;

}

// OHOBUTK po3Mip bOHY 3ajilexHO Bim KI1JBKOCT1 3aMNOBHEHUX CJIOT1B
private void UpdateBackgroundSize ()
{
if (backgroundSlots != null)
{
int filledSlotsCount = 0O;
foreach (Slot slot in slots)
{
if (slot.HasItem) filledSlotsCount++;
}
backgroundSlots.UpdateSize (filledSlotsCount) ;

}

// TlepeMMKaHHS BUIMMOCTI1 1HBeHTaps (BKJI/BUKJI)
public void ToggleInventory()
{
bool isActive = inventoryUI.activeSelf;
inventoryUI.SetActive ('isActive);

Slot.cs:

public class Slot : MonoBehaviour
{

[SerializeField] private Image itemIcon; // 3oOpaxeHHs 1koHKM HpenMera y UI
private ItemData currentItem = null; // TIOTOYHMM NpeIMeT Yy CJOT1

// Terrep: uM € HOpeiIMeT y CJOTIL
public bool HasItem => currentlItem != null;

// TerTTep: noBepTae MNOTOUHMI [IpEeIMeT
public ItemData CurrentItem => currentlItem;

private void Start()
{

ClearSlot(); // Ha crapTi oumMmaemMo CJIOT
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}

// Domaemo mpemMeT y CJIOT

public void SetItemData (ItemData newItemData)

{
currentItem = newltemData;
itemIcon.sprite = currentlItem.icon;
itemIcon.enabled = true;

}

// OuMieHHA cJjoTa

public void ClearSlot()

{
currentItem = null;
itemIcon.sprite = null;
itemIcon.enabled = false;

Pickup.cs:

public class Pickup : MonoBehaviour
{
[Header ("llpenveT™) ]
public ItemData itemData; // Iaui npo npemver (ScriptableObject)

private bool isPlayerInRange = false; // UM BHAXOOUTHLCA TpaBelb y BOH1
ninGopy

private static Pickup currentPickup; // TIOTOUHUM AKTUBHMNI OO’ €KT 1Jid
ninGopy

private PlayerMovement playerMovement; // TlocuslaHHS Ha JIOT1KYy PyXy I'PaBLid

private bool isBeingPickedUp = false; // Um BXe TpuMBaEc npouec nimbopy

private void OnTriggerEnter2D(Collider2D other)

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

{
isPlayerInRange = true;
playerMovement = other.GetComponent<PlayerMovement>() ;

}

private void OnTriggerExit2D(Collider2D other)

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

{

isPlayerInRange = false;

// Sxwo me He mouaTo nimbip — OBHYNISEeMO MNOCUJIIaHHS
if (!'isBeingPickedUp)
{

playerMovement = null;

}
}

private void Update ()
{

// dAxmo TpaBelb y 30H1, HaTMcHyTa kjaeima E, 1 € HoCTyn IO PyxXy
if (isPlayerInRange && Input.GetKeyDown (KeyCode.E) && playerMovement !=
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null)
{
playerMovement .SetCanMove (false); // Biokyemo pyx
isBeingPickedUp = true; // BCTaHOBJIOEMO CTaH
currentPickup = this; // 36epiraemo axTuBHUM pickup
// Axmo He OGynme aHimalilili — BUKJIMKAEMO BPYUHY

OnItemPickedUp () ;

// PesepBHA KOpPYTHMHA [Jid PO3BJIOKYBAHHA PYXY
StartCoroutine (UnlockMovementAfterAnimation())

}

// CTaTuYHU}M MEeTOI BUKIMKAETLCS 3 aHimaunii abo ompasy
public static void OnItemPickedUp()
{

if (currentPickup !'= null)
{
Inventory.Instance.AddItem(currentPickup.itemData) ; // IonaeMo
npeIMeT B 1HBEHTApP
Destroy(currentPickup.gameObject) ; // 3BHUIY eMO
00’ exT
if (currentPickup.playerMovement !'= null)
{
currentPickup.playerMovement .SetCanMove (true) ; //
Po30OJIOKOBYEMO PYyX
}

currentPickup.isBeingPickedUp = false;
currentPickup = null;

}

// PesepBHEe PO3OJIOKYBAHHA Pyxy uUepes IeaKuii 4Jac
private IEnumerator UnlockMovementAfterAnimation ()
{
yield return new WaitForSeconds(1f); // CraumapTHa 3aTpuMKa
if (playerMovement != null && 'playerMovement.GetCanMove ())
{
playerMovement .SetCanMove (true) ;

}

isBeingPickedUp = false;

BackgroundSlots.cs:

public class BackgroundSlots : MonoBehaviour
{

[SerializeField] private RectTransform backgroundRect; // UI-npamMoKyTHUK
s QoHYy

[SerializeField] private float slotWidth = 100f; // llupvHa OJHOTO
cJjoTa
[SerializeField] private float height = 100f; // Bucora QoHy

// OHOBJIEHHA PO3Mipy GOHY 3TimHO 3 KIiJBKICTI 3aMHATKX CJOTI1B
public void UpdateSize (int filledSlotsCount)
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float newWidth = filledSlotsCount * slotWidth;
if (newWidth < slotWidth) newWidth = slotWidth;

if (backgroundRect != null)
{

backgroundRect.sizeDelta = new Vector2 (newWidth, height);
}
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Jonatox @

JIicTUHT KOy MEXaHIKH CTEJCY 1 BOPOTIB

EnemyController.cs:

[System.Serializable]
public class PatrolPoint

{

}

public Transform pointTransform; // lo3uuis nmaTpyabHOI TOUKM
public float waitTime; // UYac ouikyBaHHS Ha TouIlll

public class EnemyController : MonoBehaviour

{

public PatrolPoint[] patrolPoints; // Touku MapuwpyTy OaTPyJOBaHHS
public float patrolSpeed = ; // IBUOxicTb Pyxy Iin yUac maTpyJumoBaHHS
public bool loopPatrol = true; // UM BaUVKIIOBATU MAPUPYT

private int currentPatrollIndex = 0;
private bool patrolForward = true;
private bool isWaiting = false;
private float waitTimer = 0;

public Transform player; // TlocwraHHsS Ha I'PaBld
private PlayerStealth playerStealth;
public bool isPlayerDetected { get; private set; } = false;

private Vector3 lastKnownPlayerPos; // OcTanHsa nos3miiisa rpasis
private bool isGoingTolLastPos = false;

private bool isWaitingAtLastPos = false;

public float lostPlayerWaitTime = ;

private float lostWaitTimer = ;

private Vector3 noisePosition = Vector3.zero;
private bool isRespondingToNoise = false;
private bool isWaitingAtNoise = false;
public float noiseWaitTime = ;

private float noiseWaitTimer = ;

private float moveSpeed = ; // Ina OHOBJIEHHA aHimaunil

private void Start()

{
if (player != null)
{
playerStealth = player.GetComponent<PlayerStealth>() ;

}
}

private void Update ()
{

moveSpeed = ;

if (isGoingToLastPos || isWaitingAtLastPos)
HandleLostPlayerState () ;

else if (isRespondingToNoise || isWaitingAtNoise)

HandleNoiseResponse() ;
else if (isPlayerDetected && player != null)
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HandleChasePlayer () ;
else
HandlePatrol () ;
}

// Konu BOpOT BaumMThb T'paBlid
public void OnPlayerDetected(Transform playerTransform)
{
player = playerTransform;
playerStealth = player.GetComponent<PlayerStealth>();
isPlayerDetected = true;
lastKnownPlayerPos = player.position;

}

// Konu TpaBellb 3HUKAE 3 IOJI 30pY
public void OnPlayerLost ()
{

isPlayerDetected false;
isGoingTolLastPos = true;
isWaitingAtLastPos = false;
lostWaitTimer = lostPlayerWaitTime;

}

// Peaklisa Ha wyM — BOPOT MIe IO IOXepesa 3BYKY
public void MoveToNoise (Vector3 position)

{

if (isPlayerDetected) return;

noisePosition = position;
isRespondingToNoise = true;
isWaitingAtNoise = false;

}

// TloBeniHka NaATPYJOBAHHS
private void HandlePatrol ()

{

if (patrolPoints == null || patrolPoints.Length == 0) return;

if (isWaiting)
{
waitTimer -= Time.deltaTime;
if (waitTimer <= )
isWaiting = false;
return;

}

PatrolPoint pp = patrolPoints[currentPatrolIndex];

Vector3 direction = (pp.pointTransform.position -
transform.position) .normalized;

moveSpeed = direction.x * patrolSpeed;

transform.position += direction * patrolSpeed * Time.deltaTime;

if (Vector3.Distance (transform.position, pp.pointTransform.position) <

{
if (pp.waitTime > )
{
isWaiting = true;
waitTimer = pp.waitTime;
moveSpeed = ;

}

if (loopPatrol)
currentPatrolIndex = (currentPatrolIndex + ) %



patrolPoints.Length;
else

{
if (patrolForward)

{
currentPatrolIndex++;
if (currentPatrolIndex >= patrolPoints.Length)
{
currentPatrolIndex = patrolPoints.Length -
patrolForward = false;
}
}
else
{

currentPatrolIndex—--;
if (currentPatrollIndex < 0)
{
currentPatrolIndex = 0;
patrolForward = true;

}

// Peaklidg Ha mym
private void HandleNoiseResponse ()
{

if (isWaitingAtNoise)

{

’
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noiseWaitTimer -= Time.deltaTime;
if (noiseWaitTimer <= )
isWaitingAtNoise = false;

return;
}
Vector3 direction = (noisePosition - transform.position) .normalized;
moveSpeed = direction.x * ;
transform.position += direction * * Time.deltaTime;

if (Mathf.Abs(transform.position.x - noisePosition.x) <

{
isRespondingToNoise = false;
isWaitingAtNoise = true;
noiseWaitTimer = noiseWaitTime;
moveSpeed = ;

}

}

// TloBemiHka repeciimyBaHHS T'paBld
private void HandleChasePlayer ()

{
if (playerStealth !'= null && playerStealth.isHidden)
{
OnPlayerLost () ;
return;
}
lastKnownPlayerPos = player.position;
Vector3 direction = (player.position - transform.position).normalized;

moveSpeed = direction.x * ;
transform.position += direction * * Time.deltaTime;
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// Komu BOpOr ime mo ocTaHHBLOI no3muii TI'paBuLsg
private void HandleLostPlayerState ()
{
if (isWaitingAtLastPos)
{
lostWaitTimer -= Time.deltaTime;
if (lostWaitTimer <= 0f)
isWaitingAtLastPos = false;
return;

}

Vector3 direction = (lastKnownPlayerPos -
transform.position) .normalized;

moveSpeed = direction.x * 2f;

transform.position += direction * 2f * Time.deltaTime;

if (Mathf.Abs(transform.position.x - lastKnownPlayerPos.x) < 0.3f)

{
isGoingTolastPos = false;
isWaitingAtLastPos = true;
lostWaitTimer = lostPlayerWaitTime;
moveSpeed = 0f;

EnemyDetection.cs:

public class EnemyDetection : MonoBehaviour

{

public FieldOfView fieldOfView; // OBjacTb orjyany (BM3HAYAE, UM TpaBelb
y IOoJIi 30pYy)

public float detectionSpeed = 1f; // lBuoxicTe 30ijbmeHHS WKaJIM BUSBJIEHHS

public float detectionDecay = 0.5f; // llBuokicTb 3MeHIEHHS MKAJMU BUIBJIEHHSI

public float crouchMultiplier = 0.5f; // 3BMeHmeHHs WBUOKOCT1 npy npucinaHHl

private float detectionlLevel = 0f; // TloTouumit piBeHb BUABIeHHS [0-
1]

private float lastDetectionLevel = 0f; // PiBeHb IONEPenHbOTO Kalpy
private bool hasPlayedFullDetection = false;

private EnemyController enemyController;
private float polygonMaxDistance = 1f;

private void Start()

{

enemyController = GetComponent<EnemyController>() ;

// ABTOMATHMUYHE SHAXOIXEHHS I[IOJIS B0pY, (KO HEe IPU3HAUEHO BPYUHY
if (fieldOfView == null)
{
fieldOfview = GetComponentInChildren<FieldOfView>() ;
if ('fieldOfView)
{
Debug.LogError ($" {name} : BimcyTHin FieldOfView! BuMmMKaeMO
EnemyDetection.") ;
enabled = false;
return;
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// OBuMcJieHHd MaKCUMaJIbHOI B1OCTaHl BUOMMOCTI
PolygonCollider2D polyCollider =
fieldOfView.GetComponent<PolygonCollider2D>() ;

if ('polyCollider)

{
Debug.LogError ($" {name}: FieldOfView He mae PolygonCollider2D!");
enabled = false;
return;

}

polygonMaxDistance = CalculateMaxDistanceFromPolygon (polyCollider);
}

private void Update ()
{

if (enemyController.player == null) return;

PlayerStealth playerStealth =
enemyController.player.GetComponent<PlayerStealth>();
if (playerStealth == null) return;

PlayerCrouch playerCrouch =
enemyController.player.GetComponent<PlayerCrouch>() ;

bool canIncrease = fieldOfVview.playerInSight &&
'playerStealth.isHidden;
float distanceToPlayer = Vector2.Distance(transform.position,

enemyController.player.position);

if (canIncrease)

{

float distClamped = Mathf.Clamp (distanceToPlayer, ,

polygonMaxDistance) ;

float distFactor = - (distClamped / polygonMaxDistance) ;

float currentSpeed = detectionSpeed;

if (playerCrouch !'= null && playerCrouch.IsCrouching)

{

currentSpeed *= crouchMultiplier;

}

detectionlevel 4= currentSpeed * distFactor * Time.deltaTime;
}
else

{

detectionlevel -= detectionDecay * Time.deltaTime;

}
detectionLevel = Mathf.ClampOl (detectionLevel) ;

// Br3HaUYEHHS MOMEHTY BUSIBJIEHHS
if (detectionlevel >= && l'enemyController.isPlayerDetected)

{

enemyController.OnPlayerDetected (enemyController.player);

}
else if (Mathf.Approximately (detectionLevel, ) &&
enemyController.isPlayerDetected)

{

enemyController.OnPlayerLost () ;

}

lastDetectionLevel = detectionLevel;
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// OBUMCJIeHHS MaKCUMAaJIbHOL BincTaHl OO BepuMHM [NOJIITOHY MOJIS 30PY
private float CalculateMaxDistanceFromPolygon (PolygonCollider2D
polyCollider)

{

float maxDist = 0f;
Vector2[] points = polyCollider.points;
foreach (var p in points)

{
float dist = p.magnitude;
if (dist > maxDist) maxDist = dist;
}
Vector3 lossy = fieldOfView.transform.lossyScale;

float scaleFactor = Mathf.Max (Mathf.Abs(lossy.x), Mathf.Abs(lossy.y));
return maxDist * scaleFactor;

FieldOfView.cs:

public class FieldOfView : MonoBehaviour

{

public bool playerInSight = false; // ®ynar: uy 3HAXOIUTLCH TPaBellb Yy I1OJI1

30py

// BUKIMKAETBLCSA MpM BXONil o06’exkTa B TpuUrep [0JS 30pY
private void OnTriggerEnter2D(Collider2D other)

{

}

// TepeBipka, um o6’exT Mae Ter "Player"
if ('other.CompareTag("Player'")) return;

// OTpumyemo KOMHIOHeHT PlayerStealth nna mepeBipku, um rpaBelb CXOBaHUNA
PlayerStealth playerStealth = other.GetComponent<PlayerStealth>()
if (playerStealth == null) return;

// Sxmo TpaBelb CxXOBaHUM, He BBaxaeMo Moro 3a "sBumn"
if (playerStealth.isHidden)
{

Debug.Log ("I'paBeub cxoBaHuit (OnTriggerEnter2D). He BpaxoByemo.");
return;

}

Debug.Log ("TI'paBeub yBinmor y nojsie 30py (OnTriggerEnter2D).");
playerInSight = true;

// BUKIMKAETBLCS, I[OKU 06’ ekT nepebyBae B Tpurepl nojg 30py
private void OnTriggerStay2D(Collider2D other)

{

// TlepeBipka Tery "Player"
if ('other.CompareTag("Player'")) return;

// OrpumyeMo koMrnoHeHT PlayerStealth
PlayerStealth playerStealth = other.GetComponent<PlayerStealth>()
if (playerStealth == null) return;

// SKmwo TpaBelb CXOBAaHMM, HE BPaxOBYEMO MOTO
if (playerStealth.isHidden)

{



Debug.Log("I'pareus cxoBaHuy (OnTriggerStay2D). He BpaxoByEMO
return;

}

Debug.Log ("I'paBeub 3ajmmaceTrbcsa B noji 3o0py (OnTriggerStay2D).");
playerInSight = true;
}

// BUKIMKAETBLCSH, KOJMU OB’ €KT MOKUIAE TPUIEp I[OJId 30pYy
private void OnTriggerExit2D(Collider2D other)

{
// Tleperipka Tery "Player"
if ('other.CompareTag("Player')) return;

Debug.Log ("I'paBeub NOKMHYB roJjie 30py (OnTriggerExit2D).");
playerInSight = false;

PlayerStealth.cs:

public class PlayerStealth : MonoBehaviour

{
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public bool isHidden = false; // Um 3HaxOomMTbLCS I'pPaBellb y CXOBaHILL

private Transform currentCover; // YKpuUTTg, 10O HgKOTO IOTOPKHYBCH
TpaBelb

private bool isTransitioning = false;// Uu TpuBae nepexin (aHimoBaHut abo
JIOT1UHMI)

private SpriteRenderer spriteRenderer; // Bimnomimae 3a BimoOpaxeHHs TpaBlg

private Collider2D playerCollider; // Kosumarmep TpaBLg
private const int playerLayer = 6; // llap rpabBud
private const int sightlayer = 7; // llap "zopy BOpPOTiB"

private void Awake()

{

spriteRenderer = GetComponent<SpriteRenderer>();
playerCollider = GetComponent<Collider2D>() ;
}

private void Start()

{
// Hpu crapri: noBepraeMo I'pabBlis B aKTUBHMI CTaH
isHidden = false;
isTransitioning = false;
spriteRenderer.enabled = true;

// Babesmeuyemo, mo mapu 6avyaTb OOMH OINHOTO
Physics2D.IgnorelayerCollision(playerlayer, sightlLayer, false);
}

private void Update ()

{
if (Input.GetKeyDown (KeyCode.F))

{

if (isTransitioning) return; // He Do3BOJISEMO IepepMBATM Nepexin

if (isHidden)
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ExitCover(); // BwiTu 3 yKpUTTA
else if (currentCover != null)
EnterCover(); // 3aut™i B yKPUTTH

}

// 3auTu B YKPUTTS
private void EnterCover ()

{

if (currentCover == null || isTransitioning) return;

isHidden = true;
isTransitioning = true;

transform.position = currentCover.position; // IlepeMimaemMo B LEHTP
YKPUTTA

spriteRenderer.enabled = false; // PoOumO TpaBLd HEBUIMUMUM

// BUMMKAEMO B3aEMOIil0 3 IOJIEM 3Z0py BoOpora
Physics2D.IgnorelayerCollision(playerlayer, sightlLayer, true);

Debug.Log ("I'parelis cxoparca');

Invoke (nameof (ResetTransition), 0.1f); // 3BaTpumMka nepern IO3BOJIOM
HOBOTO IEepexony

}

// BUMTU 3 YKPUTTS
private void ExitCover ()

{

if ('isHidden || isTransitioning) return;

isHidden = false;
isTransitioning = true;

spriteRenderer.enabled = true; // 3HOBY Moka3yemo TPaBII

// BiOHOBJIOEMO B3aeMOIii 3 MOJIEM 30pPY
Physics2D.IgnorelayerCollision(playerlayer, sightlLayer, false);

Debug.Log ("I'paBeus BuMIOB 13 ykpurTa") ;

Invoke (nameof (ResetTransition), 0.1f);

}

// 36epliraeMo nocujiaHHA Ha [IOTOUHE YKPUTTH
private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Cover"))
{
currentCover = other.transform;
Debug.Log("I'paBeus niminmor mo yxpurTsa.');

}

// 3abupaemMo MNOCUJIAHHS, GKIO TPpaBellb MNOKUNAE YKPUTTI
private void OnTriggerExit2D(Collider2D other)
{
if (other.CompareTag("Cover'))
{
// Axmo 6yB CXOBaHUM — MNPUMYCOBO BUXOIMMO
if (isHidden)
{
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ExitCover() ;

}

currentCover = null;
Debug.Log("I'parels HOKMHYER yxpurTa.'");

}

// Ckumae djar nepexoly, IJO3BOJAKNUM 3HOBY XOBATHCH abo BUXOIUTHU
private void ResetTransition ()
{

isTransitioning = false;

}

PlayerWhistle.cs:

public class PlayerWhistle : MonoBehaviour
{
public LayerMask enemylayer; // llap, Ha AKOMYy 3HaxOOATLCS BOPOTU
public GameObject whistleAreaPrefab; // Tpedpad® obmacTi BisyasbHOTO
ebekTy CBUCTY

private GameObject currentWhistleArea; // TloTouHa 30HAa CBUCTY

private WhistleArea whistleAreaScript; // CKRpuWIT, OPUKPIIJIEHWI IO SBOHU
CBUCTY

private int whistlelLevel = 0; // Tlorounmin piBeHb cBucTy (0 =
Oivxkuinn, 1 = cepenuim, 2 = Dajexkuu)

private float[] whistleRadii = { 10f, 15f, 20f }; // BinmoBimui pamiycwm mii
CBUCTY

private bool isWhistleMode = false; // UM aKTUBOBAHO PEXVM CBUCTY

private Rigidbody2D rb; // Rigidbody rpaBusa mnsa nepeBipku pyxy

private void Awake()

{
rb = GetComponent<Rigidbody2D>() ;

}

private void Update ()
{

// SKmWO pexrM CBUCTY aKTUMBHMI, ajie TpaBellb PyxXaeThbCd — CKAaCyBaTu
if (isWhistleMode && rb.velocity.sgrMagnitude > 0.01f)
{

CancelWhistle () ;
}

// BxuioueHHa abo 3MiHa pPiBHA CBUCTY
if (Input.GetKeyDown (KeyCode.T))

{
if (!'isWhistleMode)

ActivateWhistleMode(); // YBiIMKHYTU peXuM CBUCTY
else

CycleWhistleLevel () ; // BMmiuuTu piBeHb
}

if (isWhistleMode)
{
if (Input.GetKeyDown (KeyCode.Q)) CancelWhistle(); // Buitu 3
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pexuMy

if (Input.GetKeyDown (KeyCode.R)) ConfirmwWhistle(); // linreepmuTu
CBMCT

}

// AKTUBYE PEXMM CBUCTY 1 CTBOPIE Bi3yajibHY B30HY
private void ActivateWhistleMode ()
{

isWhistleMode = true;

whistleLevel = 0;

currentWhistleArea = Instantiate (whistleAreaPrefab,
transform.position, Quaternion.identity);
whistleAreaScript = currentWhistleArea.GetComponent<WhistleArea> (),
UpdateWhistleArea() ;
}

// TlepeMMKaHHS Mix piBHAMM (pamiycamm) CBUCTY
private void CycleWhistleLevel ()

{
whistlelLevel = (whistlelLevel + 1) % whistleRadii.Length;
UpdateWhistleArea() ;

}

// OHOBJIEHHA pPoO3Mipy objlacTi CBUCTY
private void UpdateWhistleArea ()

{
if (whistleAreaScript !'= null)

{
float radius = whistleRadii[whistlelevel];
whistleAreaScript.UpdateRadius (radius) ;

}

// CkKacyBaHHS PEeXVMYy CBUCTY
private void CancelWhistle ()

{
isWhistleMode = false;

if (currentWhistleArea !'= null)

{

Destroy(currentWhistleArea) ;

}

Debug.Log ("CBucT cxacosano.'");

}

// TlinTBEepOXeHHA CBUCTY — BIAONpaBIISE CHUIHAJ BOPOTaM
private void ConfirmWhistle ()

{
isWhistleMode = false;

if (currentWhistleArea '= null)

{

Destroy(currentWhistleArea) ;

}

PerformWhistle () ;
}

// BilacHe misg CBMCTY — BUKJIMKAE BOPOTIiB y 3amaHoMy paniyci
private void PerformWhistle ()

{
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float radius = whistleRadii[whistleLevell];
// BHaxomuMmo BCix BOpOTiB y pamiyci
Collider2D[] enemies = Physics2D.OverlapCircleAll (transform.position,

enemyLayer) ;

foreach (var enemy in enemies)

{
EnemyController enemyController =
enemy .GetComponent<EnemyController>();
if (enemyController != null)
{
enemyController.MoveToNoise (transform.position) ; // Bopor

pearye Ha WyM

}
}

Debug.Log ($"CBuct akTmBOBaHo. Pamiyc: {radius}");

WhistleArea.cs:

public class WhistleArea : MonoBehaviour

{

private SpriteRenderer spriteRenderer; // KommnoHeHT njs Bisyaniszaunii soHHK

private void Start()

{
}

spriteRenderer = GetComponent<SpriteRenderer>();

// MeTon myg OHOBJIEHHI paliyca 3oHu (MacmTabd o6’exTa)
public void UpdateRadius(float radius)

{

}
//

// MacmrabyeMo KOJIO 3a po3MipoMm

transform.localScale = new Vector3(radius * 2, radius * 2, 1);

(OnuioHaspHO) MeTon mJid KepyBaHHS MIPO30P1iCTO B0HU

public void SetVisibility(bool isVisible)

{

if (spriteRenderer != null)

{
Color color = spriteRenderer.color;
color.a = isVisible ? 0.5f : 0f;
spriteRenderer.color = color;
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Jlongatok X

JlicTUHT KOy MEXaHIKH Kamep Ta ONTUMI3allii JOoKallii

SwitchFrame.cs:

public class SwitchFrame : MonoBehaviour

Jokallii

Kamepu

public GameObject activeFrame; // AKTMBHa BO0Ha

public CinemachineVirtualCamera thisCamera; // Kamepa, npwus'gsaHa
no uiei gjoxarii

public int activePriority = 10; // TNpiopuTeT axTMBHOIL

public int inactivePriority = 0; // TlpiopuTeT kamepwu,

KOJIM JIOKAalllg He aKTMBHAa

public List<SwitchFrame> neighboringFrames; // Cycimui soHm, saxi

TAaKOX MOXHa aKTUBYBATU

private ManagerSwitchFrames manager; // TlocunaHHS Ha

LEeHTPAaJIbHUM MEeHEeIXep

public void SetManager (ManagerSwitchFrames managerRef)
{
manager = managerRef; // 3B0epexeHHS NOCHJIAHHS Ha MEHEIXep

}

private void OnTriggerEnter2D(Collider2D other)
{
// TlepeMmkaeMoCsa Ha I SOHY, KOJIM TpaBellb BXOIUTb
if (other.CompareTag("Player") && manager !'= null)
{
manager.SwitchToFrame (this) ;
}
}

private void OnTriggerExit2D(Collider2D other)
{
// TloBimoMJiseMO MEHEeIXepy MNPpO BUX1O I'paBlsg 3 30HU
if (other.CompareTag("Player") && manager !'= null)
{
manager.OnFrameExit (this) ;

}

ManagerSwitchFrames.cs:

cleHl

public class ManagerSwitchFrames : MonoBehaviour
private List<SwitchFrame> switchFrames = new() ; // Yci SwitchFrame vy
private SwitchFrame currentActiveFrame = null; // TloTouyHa axTWBHAa

Jokallig

private void Awake()
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// 36upaeMo BCi mouipHi SwitchFrame i iHiuianmisyemo
foreach (Transform child in transform)
{
SwitchFrame frame = child.GetComponent<SwitchFrame> () ;
if (frame '= null)
{
switchFrames.Add (frame) ;
frame.SetManager (this) ;

if (frame.activeFrame != null && currentActiveFrame == null)
{
// Tlepma axkTuBHa Jokalisg
frame.activeFrame.SetActive (true) ;
currentActiveFrame = frame;
if (frame.thisCamera !'= null)
frame.thisCamera.Priority = frame.activePriority;

}

else if (frame.activeFrame !'= null)

{
// IHW1 — HeaKTMBHIL
frame.activeFrame.SetActive (false) ;
if (frame.thisCamera !'= null)

frame.thisCamera.Priority = frame.inactivePriority;

}

// AKTMBYyeMO cCycimHl 30HM mepmol akTHMBHOI
if (currentActiveFrame !'= null)
{
ActivateNeighboringFrames (currentActiveFrame) ;

}

public void SwitchToFrame (SwitchFrame newFrame)

{

if (newFrame == null) return;

// 3BMinoeMo npiopuTerm kxamep
UpdateCameraPriorities (newFrame, newFrame.activePriority,
newFrame.inactivePriority) ;

// AKTUBYEMO HOBY BOHY
if (newFrame.activeFrame != null)
newFrame.activeFrame.SetActive (true) ;

// AKTUBYEMO CyCliniB HOBOI1 SOHU
ActivateNeighboringFrames (newFrame) ;

// BumMmkxaemo 3aiBi 30HU
DeactivateNonNeighboringFrames (newFrame) ;

currentActiveFrame = newFrame;

public void OnFrameExit (SwitchFrame exitingFrame)
{

// BHMXEHHS OpPplopuTeTy KaMepu IpY BUXOI1

if (exitingFrame == currentActiveFrame)

{

if (exitingFrame.thisCamera !'= null)
exitingFrame.thisCamera.Priority =
exitingFrame.inactivePriority;



currentActiveFrame = null;
}

private void ActivateNeighboringFrames (SwitchFrame activeFrame)
{

if (activeFrame.neighboringFrames == null) return;

foreach (var neighbor in activeFrame.neighboringFrames)

{

if (neighbor '= null && neighbor.activeFrame =
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null &&
'neighbor.activeFrame.activeSelf)
{
neighbor.activeFrame.SetActive (true);
}
}
}
private void DeactivateNonNeighboringFrames (SwitchFrame activeFrame)
{
HashSet<SwitchFrame> keepActive = new() { activeFrame };
if (activeFrame.neighboringFrames != null)
{
foreach (var neighbor in activeFrame.neighboringFrames)
{
if (neighbor != null) keepActive.Add(neighbor) ;
}
}
foreach (var frame in switchFrames)
{
if ('keepActive.Contains (frame) && frame.activeFrame !'= null &&
frame.activeFrame.activeSelf)
{
frame.activeFrame.SetActive (false) ;
if (frame.thisCamera !'= null)
frame.thisCamera.Priority = frame.inactivePriority;
}
}
}
private void UpdateCameraPriorities (SwitchFrame activeFrame, int
activePriority, int inactivePriority)
{
foreach (var frame in switchFrames)
{
if (frame.thisCamera !'= null)
{
frame.thisCamera.Priority = frame == activeFrame ?
activePriority : inactivePriority;
}
}
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Jlogartok 1]

JIicTUHT KOy MEXaHIKU TelnenopTamii

public class TeleportSystem : MonoBehaviour
{
[System.Serializable]
public class TeleportPoint
{
public Transform point; // Tosuuia remenopTy
public SwitchFrame targetFrame; // UinmboBa B0Ha mnicyia TesenoptTy
[HideInInspector] public BoxCollider2D collider; // Kosuanmep mJsa
nepeBipxu OIM3BKOCTL

[Header ("Hanamryranua ebexty')]
public float fadeDuration = 1f; // Yac BaTeMHeHHS
public float loadDelay = 1f; // 3aTpuMka nepen nepeMileHHaM

}

public KeyCode activationKey = KeyCode.E; // Kuonka axkTmpauii rejenopty
public TeleportPoint teleportPointhA;
public TeleportPoint teleportPointB;

public Transform playerTransform; // TlocuyaHHS Ha TpPaBLd
public PlayerMovement playerMovement; // CKPUIT KOHTPOJIO PYyXY
public ManagerSwitchFrames frameManager; // MeHemxep Joxallin

private bool isTeleporting = false;

void Start ()
{

// ABTOMaTHUUHE IPpMB3HAUEHHS IIOCUMJIaHb, SKIO BOHM He 3alaHi
if (playerTransform == null)
{
GameObject playerObj = GameObject.FindGameObjectWithTag ("Player");
if (playerObj !'= null)
playerTransform = playerObj.transform;

}

if (playerMovement == null && playerTransform != null)
playerMovement = playerTransform.GetComponent<PlayerMovement>() ;

if (frameManager == null)
frameManager = FindObjectOfType<ManagerSwitchFrames>() ;

// lpri3HaUYEeHHS KOJUIAMOEplB IJig TOYOK TEeJIENOoPTY
if (teleportPointA.point !'= null)
teleportPointA.collider =
teleportPointA.point.GetComponent<BoxCollider2D>() ;
if (teleportPointB.point != null)
teleportPointB.collider =
teleportPointB.point.GetComponent<BoxCollider2D>() ;

}

void Update ()
{

if (isTeleporting || playerTransform == null)
return;

// TlepeBipka, uM TpaBellb MOPYyY 3 TOUKOK TEJIeNopTy
bool nearA =
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teleportPointA.collider.OverlapPoint (playerTransform.position) ;

bool nearB =
teleportPointB.collider.OverlapPoint (playerTransform.position) ;

// HaTuCkKaHHS KHOIKU — TeJIelopT
if (Input.GetKeyDown (activationKey))
{

if (nearhd)

StartTeleport (teleportPointA, teleportPointB);
else if (nearB)

StartTeleport (teleportPointB, teleportPointh);

}

private void StartTeleport (TeleportPoint from, TeleportPoint to)
{

if (isTeleporting I to.targetFrame = null |
to.targetFrame.activeFrame == null) return;

// BMMKAEMO B0HY OOpasy
if ('to.targetFrame.activeFrame.activeSelf)
to.targetFrame.activeFrame.SetActive (true) ;

StartCoroutine(TeleportCoroutine (from, to));

}

private IEnumerator TeleportCoroutine (TeleportPoint from, TeleportPoint to)

{

isTeleporting = true;

playerMovement?.SetCanMove (false); // BJIOKyeEMO pPyX
yield return new WaitForSeconds (from.fadeDuration); // Ebexr fade out

yield return new WaitForSeconds (from.loadDelay) ; //

OuikyBaHHS
3aBaHTAXEeHHS

playerTransform.position = to.point.position; // Tenenopraliis rpasis

frameManager?.SwitchToFrame (to.targetFrame); // OHOBJOEMO AKTUBHY BOHY
yield return new WaitForSeconds (to.fadeDuration); // Edexr fade in

playerMovement?.SetCanMove (true); // IloBepTacMo pyx

isTeleporting = false;
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Jonarox I

JIicTUHT KOJTy ME€XaHIKH TOJIOBHOTO MEHIO Ta MPOrpecy

MenuController.cs

public class MenuController : MonoBehaviour
{

[Header ("lTaneni menin') ]

public GameObject panelMain;

public GameObject panellevels;

public GameObject panelSettings;

[Header ("Kuonku pisuair')]

public Button btnPrologue;

public LevelButton[] levelButtons;
public Button btnResetProgress;
public Button btnBackToMenu;

[Header ("Hanamrysanua') ]
public SettingsManager settingsManager;

private void Start()

{
GameProgress.Initialize() ;
BackToMenu () ;

btnPrologue.onClick.AddListener (() => LoadSceneByIndex (1)),
btnResetProgress.onClick.AddListener (ResetProgress) ;
btnBackToMenu.onClick.AddListener (RBackToMenu) ;

RefreshLevelButtons () ;
}

private void Update ()
{ if (Input.GetKeyDown (KeyCode.Escape))
{ if (panellevels.activeSelf || panelSettings.activeSelf)
{ BackToMenu () ;

}
}

public void OnPlayClicked()

{
panelMain.SetActive (false) ;
panellevels.SetActive (true) ;
panelSettings.SetActive (false) ;
RefreshLevelButtons () ;

}

public void OnSettingsClicked()

{
panelMain.SetActive (false) ;
panellevels.SetActive (false) ;
panelSettings.SetActive (true);
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public void OnQuitClicked()
{

Application.Quit () ;
}

private void BackToMenu ()
{
panelMain.SetActive (true) ;
panellevels.SetActive (false) ;
panelSettings.SetActive (false) ;
settingsManager .ResetToSavedSettings () ; // [loBepTaeMo 36epexeH i
HaJlallTyBaHHA

}

private void ResetProgress()
{
GameProgress.ResetAll () ;
RefreshlLevelButtons () ;
}

private void RefreshLevelButtons ()
{
int highestUnlocked = GameProgress.GetHighestUnlockedLevel () ;
foreach (var 1lb in levelButtons)
{
bool unlocked = (lb.buildIndex <= highestUnlocked) ;
1b.SetInteractable (unlocked) ;

}

private void LoadSceneByIndex (int index)
{
if (index >= && index < SceneManager.sceneCountInBuildSettings)
{
SceneManager .LoadScene (index) ;

}

SettingsManager.cs

public class SettingsManager : MonoBehaviour
{
[Header ("UI HajmamTyBans'")]
public TMP Dropdown dropdownResolution;
public Toggle toggleFullscreen;
public Toggle toggleVSync;
public Button btnSave;

private Resolution[] resolutions;
private int savedResolutionIndex;
private bool savedFullscreen, savedVSync;
private bool hasChanges;

private void Start()

{
SetupSettings () ;
}
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private void SetupSettings ()

{

bool isFirstLaunch = !PlayerPrefs.HasKey("Initialized");

if (isFirstLaunch)

{
savedResolutionIndex = FindResolutionIndex ( , )
PlayerPrefs.SetInt ("ResolutionIndex", savedResolutionIndex);
savedFullscreen = true;
PlayerPrefs.SetInt ("Fullscreen", 1);
savedVSync = false;
PlayerPrefs.SetInt ("VSync", 0);
PlayerPrefs.SetInt("Initialized", 1);
PlayerPrefs.Save() ;
}
else
{
savedResolutionIndex = PlayerPrefs.GetInt ("ResolutionIndex",
FindResolutionIndex ( , ))
savedFullscreen = PlayerPrefs.GetInt ("Fullscreen", 1) == 1;
savedVSync = PlayerPrefs.GetInt("VSync", 0) == 1;
}
resolutions = Screen.resolutions;
dropdownResolution.ClearOptions () ;
int currentResolutionIndex = savedResolutionIndex;
for (int 1 = 0; i1 < resolutions.Length; i++)
{
string option = $"{resolutions[i].width}x{resolutions[i].height}";

dropdownResolution.options.Add (new

TMP Dropdown.OptionData (option)) ;

}

}
dropdownResolution.value = currentResolutionIndex;
dropdownResolution.RefreshShownvValue () ;

toggleFullscreen.isOn = savedFullscreen;
toggleVSync.isOn = savedVSync;

dropdownResolution.onValueChanged.AddListener (OnResolutionChanged) ;
toggleFullscreen.onValueChanged.AddListener (OnFullscreenChanged) ;
toggleVSync.onValueChanged.AddListener (OnvVSyncChanged) ;
btnSave.onClick.AddListener (SaveSettings);

hasChanges = false;
btnSave.interactable = false;

ApplyNonAudioSettings () ;

private int FindResolutionIndex (int width, int height)

{

height)

resolutions = Screen.resolutions;
for (int 1 = 0; i1 < resolutions.Length; i++)
{
if (resolutions[i].width == width && resolutions[i].height ==
return i;

}

return 0O;
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private void OnResolutionChanged(int index) => CheckForChanges();
private void OnFullscreenChanged (bool wvalue) => CheckForChanges() ;
private void OnVSyncChanged(bool wvalue) => CheckForChanges() ;

private void CheckForChanges ()
{
bool changed = dropdownResolution.value !'= savedResolutionIndex ||
toggleFullscreen.isOn !'= savedFullscreen ||
toggleVSync.isOn !'= savedVSync;

hasChanges = changed;
btnSave.interactable = changed;

}

private void SaveSettings ()

{
savedResolutionIndex = dropdownResolution.value;
savedFullscreen = toggleFullscreen.isOn;
savedvVSync = toggleVSync.isOn;

PlayerPrefs.SetInt ("ResolutionIndex", savedResolutionIndex) ;
PlayerPrefs.SetInt ("Fullscreen", savedFullscreen ? : 0);
PlayerPrefs.SetInt ("VSync", savedVSync ? : 0);

PlayerPrefs.Save() ;
ApplyNonAudioSettings () ;

hasChanges = false;
btnSave.interactable = false;

}

private void ApplyNonAudioSettings ()
{

Resolution resolution = resolutions[savedResolutionIndex];

Screen.SetResolution(resolution.width, resolution.height,
savedFullscreen) ;

Screen.fullScreen = savedFullscreen;

QualitySettings.vSyncCount = savedVSync ? : 0;
}

public void ResetToSavedSettings ()
{

dropdownResolution.value = savedResolutionIndex;
toggleFullscreen.isOn = savedFullscreen;
toggleVSync.1isOn = savedVSync;
ApplyNonAudioSettings () ;

hasChanges = false;
btnSave.interactable = false;

LevelButton.cs

public class LevelButton : MonoBehaviour

{

public int buildIndex; // Inmexc cueHM, saka OyIe 3aBaHTaxXeHa
private Button button;

void Awake ()



button = GetComponent<Button>() ;
button.onClick.AddListener (OnLevelButtonClicked) ;

}

private void OnLevelButtonClicked()
{

SceneManager .LoadScene (buildIndex) ;

}

// BCTaAHOBJIOE, UM AKTMBHA KHONKAa pPiBHA
public void SetInteractable(bool canlInteract)

{
if (button '= null)

{

button.interactable = canlnteract;

}

FinishLevel.cs

public class FinishLevel : MonoBehaviour

{

[Header ("YmoBM 3arepmenus piruaa")]
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public int requiredQuestId = 1; // Sxuit xBecT Mae OyTM BaBEepUEHO

public float nextLevelDelay = 1f; // BaTpuumka epen IepexolaoMm

private void OnTriggerEnter2D(Collider2D other)

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

{
QuestManager gm = FindObjectOfType<QuestManager>() ;

if (gm '= null)
{
if (gm.IsQuestCompleted (requiredQuestId))

{

Debug.Log ("YMoBM BMKOHAHO, epexonmMo oo
piBua.");

HACTYIHOTO

Invoke (nameof (FinishLevelAndGoNext), nextLevelDelay);

}

else

{

Debug.Log ("KsecT He 3aBEpPIIEHO — piBeHb
3aBepmeHo.") ;

}

else

{

Debug.LogError ("QuestManager He 3HaumeHo B cueHi.");

}
}

private void FinishLevelAndGoNext ()

{

int scenelIndex = SceneManager.GetActiveScene () .buildIndex;
GameProgress.UnlockLevel (sceneIndex + 1); // Po030JIOKOBYEMO
pPiBeHb

He oynoe

HaCTYIIHUMN
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int nextIndex = scenelndex + 1;
if (nextIndex < SceneManager.sceneCountInBuildSettings)

{

SceneManager.LoadScene (nextIndex) ;

}

else

{
SceneManager .LoadScene ("MainMenu"); // fdxmo piBHiB Oijbme HeMmae

}

GameProgress.cs

public static class GameProgress

{

private const string KEY HIGHEST UNLOCKED = "HighestUnlocked";

// IHiuilamniszauia mnporpecy rpasuls

public static void Initialize()

{
if ('PlayerPrefs.HasKey(KEY HIGHEST UNLOCKED))
{

ResetAll (); // BCTaAHOBJIIOEMO MPOTPEC [0 B3aMOBUYBAHHK (TiJbky [IpoJor

IOOCTYIIHUN)

}
}

// PoszbiokyBaTu piBeHb 3 iHmexkcom buildIndex
public static void UnlockLevel (int buildIndex)
{
int currentUnlocked = GetHighestUnlockedLevel ();
if (buildIndex > currentUnlocked)
{
PlayerPrefs.SetInt (KEY HIGHEST UNLOCKED, buildIndex);
PlayerPrefs.Save() ;

}

// OTpumaru HamOijpmmii PO3BJIOKOBAHMUM PlBEHb
public static int GetHighestUnlockedLevel ()
{
return PlayerPrefs.GetInt (KEY HIGHEST UNLOCKED, 1); // 1 — IpoJsor
}

// TlOBHE CKMIAHHSA NOPOTpecy

public static void ResetAll()

{
PlayerPrefs.SetInt (KEY HIGHEST UNLOCKED, 1);
PlayerPrefs.Save() ;

PauseMenu.cs

public class PauseMenu : MonoBehaviour

{



public bool PauseGame; // Yu rpa Ha naysi
public GameObject pauseGameMenu; // Ul MeHn naysu

void Update ()
{
if (Input.GetKeyDown (KeyCode.Escape))
{
if (PauseGame) Resume () ;
else Pause();

}

private void Start()

{
pauseGameMenu.SetActive (false) ;
Time.timeScale = ;
PauseGame = false;

}

public void Resume ()

{
pauseGameMenu.SetActive (false) ;
Time.timeScale = ;
PauseGame = false;

}

public void Pause()

{
pauseGameMenu.SetActive (true) ;
Time.timeScale = ;
PauseGame = true;

}

public void QuitToMenu ()
{
Time.timeScale = ;
SceneManager .LoadScene ("MainMenu") ;

132
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Jlictuar KOy peanizamii MiHi-rpu — RushHour

PuzzleManagerUl.cs:

public class PuzzleManagerUI : MonoBehaviour
{
public int gridwWidth = ¢;
public int gridHeight = 6;
public float cellSize = ;
public Vector2 gridOrigin = new Vector2(0, 0);

private BlockControllerUI[,] grid;
public List<BlockControllerUI> blocks;

public RectTransform mainBlock;
public RectTransform exitArea;
public RushHourManager rushHourManager ;

private Dictionary<BlockControllerUI, Vector2> initialBlockPositions =
new() ;

private void Start()

{
grid = new BlockControllerUI[gridWidth, gridHeight];

foreach (var block in blocks)
: foreach (var cell in GetOccupiedCells(block))
{ if (cell.x >= && cell.x < gridWidth && cell.y >= && cell.y
< gridHeight)
{ grid[cell.x, cell.y] = block;
}

}

foreach (var block in blocks)
{
var rt = block.GetComponent<RectTransform>() ;
if (rt = null) initialBlockPositions.TryAdd(block,
rt.anchoredPosition) ;
}
}

public Vector2 GetSnappedPositionForBlock (BlockControllerUI block, Vector?2
pos)
{
int w = block.gridOccupancyWidth;
int h = block.gridOccupancyHeight;
int cellX = Mathf.RoundToInt((pos.x - gridOrigin.x - (w * cellSize) /
) / cellSize);
int cellY = Mathf.RoundToInt((pos.y - gridOrigin.y - (h * cellSize) /
) / cellSize);
float x gridOrigin.x + cellX * cellSize + (w * cellSize) / 2;
float y = gridOrigin.y + cellY * cellSize + (h * cellSize) / 2;
return new Vector2(x, vy);
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}

public List<Vector2Int> GetOccupiedCells (BlockControllerUI block, Vector2
pos)
{
List<Vector2Int> cells = new() ;
int bw = block.gridOccupancyWidth;
int bh block.gridOccupancyHeight;

float widthPx = bw * cellSize;
float heightPx = bh * cellSize;

Vector2 bottomLeft = pos - new Vector2(widthPx, heightPx) * ;
Vector2 topRight = pos + new Vector2 (widthPx, heightPx) * ;

int startX
cellSize);

int startyY
cellSize);

int endX

int endY

Mathf.FloorToInt ((bottomLeft.x - gridOrigin.x) /

Mathf.FloorToInt ((bottomLeft.y - gridOrigin.y) /

Mathf.CeilToInt ((topRight.x - gridOrigin.x) / cellSize);
Mathf.CeilToInt ((topRight.y - gridOrigin.y) / cellSize);

for (int x = startX; x < endX; x++)
for (int y = start¥; y < endY; y++)
cells.Add(new Vector2Int(x, Vv)):;

return cells;

}

public List<Vector2Int> GetOccupiedCells (BlockControllerUI block)

{
return GetOccupiedCells (block,

block.GetComponent<RectTransform>() .anchoredPosition) ;

}

public bool IsValidMove (BlockControllerUI block, Vector2 newPos)
{

foreach (var cell in GetOccupiedCells (block, newPos))

{

if (cell.x < ||l cell.x >= gridwidth || cell.y < |l cell.y >=
gridHeight) return false;

var occupant = grid[cell.x, cell.y]l;
if (occupant !'= null && occupant !'= block) return false;
}

return true;

}

public void UpdateBlockPosition (BlockControllerUI block, Vector2 newPos)

{
ClearBlockFromGrid (block) ;

foreach (var cell in GetOccupiedCells (block, newPos))

{
grid[cell.x, cell.y] = block;

}
}

private void ClearBlockFromGrid(BlockControllerUI block)
{

for (int x = 0; x < gridwWidth; =x++)
for (int y = 0; yv < gridHeight; y++)
if (grid[x, y] == block) grid[x, y] = null;

}

public void CheckPuzzleSolved()
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if (mainBlock !'= null && exitArea !'= null)

{
if (RectOverlaps(mainBlock, exitArea)) OnPuzzleSolved()

}
}

private bool RectOverlaps (RectTransform a, RectTransform Db)

{

Rect rA = new(a.anchoredPosition - a.sizeDelta / 2, a.sizeDelta);
Rect rB = new(b.anchoredPosition - b.sizeDelta / 2, b.sizeDelta);
return rA.Overlaps (rB);

}

private void OnPuzzleSolved()

{

if (rushHourManager !'= null) rushHourManager.OnLevelComplete() ;
else

{
gameObject.SetActive (false) ;

Time.timeScale = ;

}

public void ResetLevel ()
{

foreach (var block in blocks)

{
if (initialBlockPositions.TryGetValue(block, out var pos))

{

block.GetComponent<RectTransform>() .anchoredPosition = pos;

}
}

for (int x = 0; x < gridWidth; =x++)
for (int y = 0; yv < gridHeight; y++)
grid[x, y] = null;

foreach (var block in blocks)

{
foreach (var cell in GetOccupiedCells(block))

{
if (cell.x >= && cell.x < gridWidth && cell.y >= && cell.y

< gridHeight)
grid[cell.x, cell.y] = block;
}

RushHourManager.cs:

public class RushHourManager : MonoBehaviour

{
public List<GameObject> levels = new(); // Canvas misg KOXHOTO pPiBHA
private int currentlevellIndex = 0;

private void Start()

{

for (int 1 = 0; 1 < levels.Count; i++)
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if (levels[i] '= null) levels[i].SetActive (i == currentlLevellndex);

}

public void OnLevelComplete ()
{
if (levels[currentLevellIndex] !'= null)
levels[currentLevelIndex].SetActive (false) ;

currentLevel Index++;

if (currentlLevelIndex < levels.Count)
{
if (levels[currentlLevelIndex] !'= null)
levels[currentLevelIndex].SetActive (true) ;

else

Debug.Log("Yci pisHl =3arepmeso.'");
MiniGameTrigger trigger = FindObjectOfType<MiniGameTrigger>() ;
if (trigger !'= null)
trigger.CloseMiniGame () ;
else
{
gameObject.SetActive (false) ;
Time.timeScale = ;

BlockControllerUl.cs:

public class BlockControllerUI : MonoBehaviour, IBeginDragHandler,
IDragHandler, IEndDragHandler
{

public enum MoveDirection { Horizontal, Vertical, None } // Ho3BOJjieHM
HAIpPAMOK PYyXy

public enum BlockType { OneByOne, TwoByOne, OneByTwo, ThreeByOne,
OneByThree } // Tun posmipy Omoxa

public MoveDirection moveDirection = MoveDirection.Horizontal;
public BlockType blockType = BlockType.OneByOne;
public bool isMainBlock = false; // TosoBHUI OJIOK, AKMM NOTPi6HO BMBECTU

[HideInInspector] public int gridOccupancyWidth = 1; // Posmip y kIiTwmHKAaxX
o umpmHi
[HideInInspector] public int gridOccupancyHeight = 1; // Posmip y kJjiTuHrax

10 BMCOTI1

private Vector2 startPosition;
private RectTransform rectTransform;
private Canvas canvas;

private CanvasGroup canvasGroup;

private void Awake()

{

rectTransform = GetComponent<RectTransform>() ;
canvas = GetComponentInParent<Canvas>() ;
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canvasGroup = GetComponent<CanvasGroup>() ;
UpdateGridOccupancy () ;
}

private void OnValidate()

{
UpdateGridOccupancy () ;

}

// BCTaHOBJINE WMPUHY/BUCOTY B 3aJIeXHOCT1 Bim Tuny O6JIOKY
private void UpdateGridOccupancy ()

{
switch (blockType)

{

case BlockType.OneByOne: gridOccupancyWidth = ;
gridOccupancyHeight = 1; break;

case BlockType.TwoByOne: gridOccupancyWidth = ;
gridOccupancyHeight = 1; break;

case BlockType .OneByTwo: gridOccupancyWidth = ;
gridOccupancyHeight = 2; break;

case BlockType.ThreeByOne: gridOccupancyWidth = ;
gridOccupancyHeight = 1; break;

case BlockType.OneByThree: gridOccupancyWidth = ;
gridOccupancyHeight = 3; break;

default: gridOccupancyWidth = 1; gridOccupancyHeight = 1; break;

}
}

public void OnBeginDrag(PointerEventData eventData)

{

startPosition = rectTransform.anchoredPosition;
if (canvasGroup != null) canvasGroup.blocksRaycasts = false;

}

public void OnDrag(PointerEventData eventData)

{

Vector2 delta = eventData.delta / canvas.scaleFactor;
Vector?2 currentPos = rectTransform.anchoredPosition;
Vector2 candidatePos = currentPos;

// OOMexeHHS IO HANPAMKY
if (moveDirection == MoveDirection.Horizontal) candidatePos.x +=

delta.x;
else if (moveDirection == MoveDirection.Vertical) candidatePos.y +=

delta.y;

var puzzleManager = FindObjectOfType<PuzzleManagerUI>() ;
1

if (puzzleManager !'= null)
{
Vector2 clampedPos = GetClampedPosition(currentPos, candidatePos,
puzzleManager) ;
rectTransform.anchoredPosition = clampedPos;
}
else
{
rectTransform.anchoredPosition = candidatePos;

}
}

public void OnEndDrag(PointerEventData eventData)

{
var puzzleManager = FindObjectOfType<PuzzleManagerUI>() ;
1

if (puzzleManager != null)

{
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Vector2 snapped = puzzleManager.GetSnappedPositionForBlock (this,
rectTransform.anchoredPosition) ;

if (puzzleManager.IsValidMove (this, snapped))

{
rectTransform.anchoredPosition = snapped;
puzzleManager.UpdateBlockPosition (this, snapped) ;
puzzleManager.CheckPuzzleSolved() ;

}

else

{
rectTransform.anchoredPosition = startPosition;

}

}

if (canvasGroup != null) canvasGroup.blocksRaycasts = true;

}

// Pyx 13 mnepeBipxoi HONyCTUMMX [IO3UII1M
private Vector?2 GetClampedPosition (Vector2 start, Vector?2 target,
PuzzleManagerUI puzzleManager)
{
int steps = ;
Vector2 validPos = start;
for (int 1 = 1; 1 <= steps; i++)
{
Vector2 pos = Vector2.Lerp(start, target, (float)i / steps):
if (puzzleManager.IsValidMove (this, pos)) validPos = pos;
else break;

}

return validPos;
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JlictuHr K0y peanizarii Mini-rpu — Switch Panel

public class SwitchPanelManager : MonoBehaviour

{
// CraTuuHMii 1HCTAHC OJig OOCTYIYy 3 KOXHOTO [IepeMrKauda
public static SwitchPanelManager Instance;

[Header ("Vci BMmyxauil na maxeni') ]
public List<SwitchToggle> toggles; // Cmnmcox ycix BMMKaUiB Ha maHeJsi

private void Awake()

{

Instance = this;

}

// TepeBipse, um BCci BMUKaul yBimkHeni
public void CheckVictory()
{
foreach (SwitchToggle toggle in toggles)
{
if ('toggle.isOn)
return; // fAKmoO XO0Y OIOMH BWMMKHEHMI — HEe IepeMora

}

Debug.Log ("llepemora!") ;
// TyT MOXHa BUKIIMKATU [IepPeMOoTy (HaIpMKial, BaBeplieHHs MiH1-Tpwn)
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