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BCTYII

[le 3axomutroroua rpa y >kaHpi miatdopmepa 3 OJHUM pPIBHEM, I TOJOBHUM
repoem € cdepa, b SKOi 310paTH 3 KyCOUKH (PEHOTHIIA, TICIIST YOr0 3MOXKEe 3aBEPUIUTH
rpy. I'pa MicTuTh y co01 CKJIQAHOII, 110 PO3BUBAIOTh HABHUYKH JIOTTYHOTO MUCJICHHS Ta
KoopAuHaIlii pyxiB. JJokyMeHTalist TpH MICTUTh JA€TaIbHHUI OMUC yCiX MOKIMBOCTEH Ta
(GyHKITNA, a TaKOX IHCTPYKIIO 3 BUKOPUCTAHHS TPHU JJIs 3PYYHOro Ta €(PEKTUBHOTO
KOPHCTYBaHHSI.

OCHOBHOIO METOIO I[LOTO MPOEKTY € PO3BUTOK HABUYOK JIOTTYHOT'O MHUCIEHHS Ta
KOOpJMHAIII] pyXiB y rpaBuiB. L{i HABUUKYU € BaXXJTMBUMU AJIS yCIiXy y 6araTbox cdepax
KUTTS, TaKUX SK Hayka, TeXHika, Oi3Hec, crmopT 1 Oararo iHmmx. ['pa momomarae
PO3BUBATH 111 HABUYKHU y IPABIIIB.

Kpim Toro, irpoBuii Mo1ysib MOKe OyTH KOPHCHUM y HaBYaJbHOMY Tpoueci. Bin
MOX€ BHUKOPHUCTOBYBATHCS B LIKOJIaX Ta YHIBEPCUTETaxX /Js HAaBYaHHS Y4YHIB Ta
CTYZICHTIB OCHOB JIOTIKH Ta MaTEMaTHKH.

Orxe, irpoBuid Moayiab «FENOM» € OararoyHKIIOHAJTbHUM, KOPHCHHM Ta

AKTYAJIbHUM IIPOCKTOM, SIKHM AoriomMara€ po3BUBaTH HABUYKH.



PO3/1J1 1. OCHOBHI IOHATTA TA BUSHAUYEHHA

1.1 OcHoBHi BiioMoCTi Npo kaHp maaTdopmep

[TnaTdopmep — 11e KaHP KOMI'IOTEPHUX ITOP, SIKAN BKIIIOYAE B ceOe pi3HOMaHITHI
irpy, Jie TOJIOBHUM 3aBJIaHHSIM TpaBlis € MIPOUTH PiBHI, IEPECyBAIOYHCH MO MIaTGopmax
Ta IHIIUX 00'€KTax, 1 YHUKATH MEPEIIKOI. Y TaKuX irpax 3a3BU4ail BUKOPUCTOBYIOTHCS
€JIEMEHTH CTPUOKIB, OITy Ta 1HIII MEXaHIKH PYXYy.

Kanp mardopmepa nmoyaB po3BUBATUCS 3 MOSIBOIO MEPIIUX KOMI'TOTEPHUX 1TOP
y 1980-x pokax, takmx sk Donkey Kong ta Super Mario Bros. B panwmii uac
mwiatGopMepu € MOMyJISIPHUM KAaHPOM CEpEl TPaBIIIB Ta € MPEACTABICHUMHU Ha PI3HUX
miaTdopMax, BKIIOYAIOYM TEPCOHANIbHI KOMIM'IOTEPH, ITPOBI KOHCOJI Ta MOOUIBHI
IIPUCTPOI.

[Tnatrdpopmepn MOXKYTh OyTH SIK OJWHOYHUMH, TaK 1 MYJbTHIUICEPHUMHU. Y
OaraTpox miuaTdopMepax MOKHA 3HANTH €JIEMEHTH TI'OJOBOJIOMOK Ta PI3HUX 3aBAaHb,
10 PO3BUBAIOTH HABUYKH JIOTTYHOTO MUCJICHHSI TPABIIiB.

VY ninomy, miaargopmep — 1€ 3aXOIUTIOIYHNA Ta AMHAMIYHUH jKaHp KOMIT'IOTEPHUX

1rop, SIKWW 3aBXIH MPOIOHYE I'PABLISIM HOB1 BUKIIMKH Ta MOMJIMBOCTI.

1.2  Orasia cepeaoBuIna po3pooKu

JIst po3po0KH KypCOBOTO TTPOEKTY OYJI0 BUKOPUCTAHO MOBY mporpamyBaHHs C#
B niporpami Unity. Unity — 1ie iHTerpoBaHe cepeaoBHIIE PO3POOKH irop, SKe T03BOJISE
CTBOPIOBATHU 1IpU JJIA PI3HUX IIIAT(HOPM, TAKUX K KOMIT'IOTEPH, MOO1JIbHI MTPUCTPOI Ta
IrpOB1 KOHCOI.

Unity e momynspHHM IHTETPOBAaHHM CEPEIAOBHUIIEM PO3POOKH irop, siKke Hajae
pO3pOOHMKAM 3py4YHi I1HCTPYMEHTH [UJIi CTBOPEHHS 1rop Uil PI3HUX MIaThOpM,
BKJTFOYAIOYM KOMIT'HOTEpH, MOOLTTBHI MPUCTPOI Ta irpoBi KOHCOMI. OHIE€I0 3 OCHOBHUX
nepesar Unity e foro mupokuii crekTp (yHKIIIOHAIBHUX MOXKIUBOCTEH, BKIFOYAIOYH
rpadiuauii Ta (GI3UYHUIN JTBUXKKH, 3aCO0M IJIsl CTBOPEHHS 1HTEp(EiCiB KOPUCTYBaya Ta

PO3IIMPEHHS PYHKITIOHATBHOCTI 32 IOIOMOTOFO IOJIaTKIB Ta IJIATIHIB.



[Ipu po3poOiii irpoBoro Moaymno «FENOMy» po3poOHUKM BUKOPUCTOBYBAIM Pi3HI
iHCcTpyMenTH Unity, BKJIIOYalOYM pelakTop CIEH, PelaKTop aHiMalii Ta iHCTPYMEHTH
uist cTBOopeHHsT (13u4YHUX edekTiB. OAHUM 3 KIIOYOBUX IHCTPYMEHTIB OyB (pi3uuHuUM
koK Unity, skuii 103BOJIsIE CHMYIIIOBATH peaiicTWdHi (i3udHi ePEeKTH, Taki SK
rpaBiTallis, CTOBIYMUKH Ta CHJIA TEPTS, IO JIO3BOJMIIO peaii3yBaTH pyX Ta B3aEMOJIIIO
T'OJIOBHOT'O T€POS 31 CBITOM T'PH.

HonatkoBo, Unity mae 3aco0u miisg po3poOKH INTYYHOTO IHTENEKTY, IO
J03BOJIMJIO  peajizyBaTh TMOBEIIHKY pI3HUX TMEPCOHaXIB B TIpl. 3acTOCYyBaHHS
cTaHIapTHUX 3aco0iB Unity mis oOpoOku BBOMY KOpHCTyBada Ta CTBOPEHHS €(EeKTiB
aHIMalli TaKoX JOIOMOTJIM B po3po0mi Fenom.

Unity Takok Mae iHTErpOBaHMI Mara3wH aKTHBIB, 1€ PO3POOHUKH MOXKYTh
npuadaTy pi3HI TOTOBI €IIEMEHTH JJIsi CBOIX I1rOp, Takl K FOTOBI MOJIEJI MEPCOHAXIB,
aHiMaliiHi eexTu, My3uKy Ta 3ByKOBI edekTtu. lle m03BoisiE 3MEHIIUTH Yac Ta
BUTPATU HA CTBOPEHHS €JIEMEHTIB T'PU 3 HYJIS, @ TAKOXK MOKPAITUTH SKICTh TPU 3aBJISIKU
BUKOPHUCTAHHIO TPOPECIHHO CTBOPEHUX PECYPCIB.

Unity mae Takok IHTEIpOBaHi 3aCO0M aHATITHKH, [0 AO3BOJSIOTH BIACTCIKYBaTH
MOBEJIHKY I'PaBI[iB Ta 30MpaTH JaHi Npo Te, IK BOHU B3aEMOJIIIOTH 3 Ipoto. Lle 1o3Bossie
pPO3pOOHMKAM OTpUMATH LIHHY 1H(GOPMAILIO TPO T, K MOXHA MOKPAILIUTU TPy, 110
3poouTH J71s 301IBIIIEHHS KITBKOCTI TPABIIB Ta SIK 301IBIINTH TPUOYTOK BiJl TPU.

V3arani, Unity € moTyxHUM 1HCTPYMEHTOM ISl PO3POOKH irop, sIKUM Mae Oe3Jiiy
(GYHKIIOHATBFHUX MOXKJIMBOCTEH Ta 3aco0iB. 3aBIsSKH MOT0 IIUPOKOMY CIEKTPY
IHCTPYMEHTIB Ta F'OTOBHUX pIllIE€Hb, pO3pO0Ka 1rop CTa€ MIBUALIOK Ta €()EeKTUBHILION,
IO JT03BOJISIE PO3POOHMKAM CKOHIIEHTPYBATHCS Ha TBOPYOCTI Ta SIKOCTI T'pH, a HE HA
TEXHIYHHUX JETaJISAX PO3POOKH.

C# — 1ie MoBa nporpaMmyBaHHs, IPU3HAYCHA JIJI1 PO3POOKH HaWPI3HOMAHITHIIINX
J0JaTKIB, TpU3HAYeHUX s BukoHaHHs B cepemoBuini .NET Framework. Mosa C#
nmpocta, TUnoOe3medyHa 1 00'€eKTHO-OpieHTOBaHA. 3aBIsAKH Oe3liul HOBOBBeAeHb C#
3a0e3neuye MOKJIIMBICTh IIBHJKOI PO3POOKH JIOAATKIB, aje Mpu IbOMY 30epirae

BHUPA3HICTh Ta €JIETaHTHICTh, BIaCTUBY MOBaM C.



C# ysiOpaB y co0i kpami BiaactuBocti MoB C, C++, Modula, Object Pascal,
CHHUPAIOYUCH JOCBIJ iX MPAKTUYHOTO BUKOpUCTaHHS. Jleski mpoOiemHi Mopeni, sKi
paHillle BUKOPUCTOBYBAJIMCA B MOBax NpOrpamMyBaHHS, HalpUKIAJ MHOXUHHE
CHaJKyBaHHS KJIACiB (BUKOPUCTOBYEThCS B C++), OyiH CBIIOMO BUMKHEHI.

C# € 00'ekTHO-OpIEHTOBAHUM 1 B I[bOMY ILJIaH1 Oararo nepeitass y Java ta C++.
Hanpuxknan, C# miarpumye noniMopdizM, ycnaakyBaHHs, HaBaHTa)XXCHHSI OMEpaToOpiB,
cTaTuyHy Tumizaniio. OO0'€KTHO-OPIEHTOBAHUM MiAXiM JO03BOJISIE BUPIIIUTH 3aBIAHHS
1010 TOOYZIOBU BEJIMKHUX, ajieé B TOW jK€ Yac THYYKHX, MacIITa0OBaHUX 1 JOJATKIB, IO
posmmpioioTbes. | C# mpomoBkye akTUBHO PO3BUBATHUCS 1 3 KOKHOIO HOBOIO BEPCIEIO
3'SIBIIIETHCS BCE OLIbIIE MIKaBUX (PYHKIIOHAIBHOCTEH.

[le ckoMmibOBaHa MOBa MPOrpaMyBaHHS, SKa HaWKpaile MIAXOAUTh s
HACTUIbHUX nporpaM. [Iporpamu, CTBOpEeHI 3a JOMOMOIrOIO L€i MOBH, MPAIIOIOTh Ha
wiargopmi dotnet, i me Bupimwio Hu3ky npoodieM. C#, Oe3yMOBHO, € OJIHIEHD 3
HaWOUIBII THYYKHX JOCTYIMHUX MOB IpOrpamMyBaHHS, 1 BiH MOCTIHHO pPO3BHBAETHCS.
Posmmpeni ¢yHKIii BKIOYEeHI ¥ KOXHY Bepcito moBu C#. Hampukmanm, B ocTaHHIX
Bepcisx C# st qomoMord po3poOHHUKaM OyJio J10JlaHO HOBI cTtaHjaapTu. Llsg moBa Oyia
CTBOpPEHA 3 METOIO OYTH NPOAYKTUBHOIO, TOOTO KOAYBATH IIBHJILIE Ta MPOCTIIIE.

OO06’exTHO-OpieHTOBaHe mporpamyBaHHs (OOIl) — omna 3 mapagurm
MporpamMyBaHHs, SKa PO3IJISIIA€ MPOrpaMy SIK MHOXKHUHY “00’€KTIB”, 110 B3a€EMOJIIOTh
MK co0oro. OcHoBy OOII cknagaroTh YOTHPU OCHOBHI KOHIICMINi: 1HKANCYJISLIS,
yCchaaKyBaHHs, OJIMOp(i3M Ta abCcTpakiis.

B 00'ekTHO-Opi€eHTOBaHOMY WIpOrpamMyBaHHI Ta MPOEKTYBaHHI TOJOBHOIO,
BIJINPABHOIO TOYKOIO € HE POLEypa, He i, a 00'ekT. B3arani kaxxyuu, TakKuil miAXiJ €
JIOCUTh MPUPOJIHUM, OCKIJIBKH B pPEaJbHOMY CBITI MM MAaEMO CIIpaBy came 3 00'eKTamMu
(JrombMU, MpeIMeTaMU, TEXHIYHUMU TPUCTPOSIMHU ), IO B3aEMOAIIOTH OAUH 3 OAHUM. Ta
M B3a€EMOJIIS KOPUCTYBaya 3 KOMIT'FOTEPHOIO MPOrpaMoi0 — II€ TaKOK B3a€MOJIIS JBOX
00'€eKTIB — IIporpaMH Ta JIOJWHH, SKI OOMIHIOIOTBCS OJWH 3 OJHUM IIEBHUMU

MOBIIOMJICHHIMH.



1.3

ITocTanoBka 3a1a4i NPOEKTYBAHHS

B kypcoBoMy MpPOEKTI MOCTaBJIE€HI HACTYIIHI 3aBIaHHS:

1.
2.

N o g &

[TpoBecTr aHaITi3 Cy9acHHUX iIrPOBHX MOJIYJIIB CXOXKOTO JKaHPY.

JlocmiguTy JiTepaTypy Ha TEMY: CEPEIOBHINE PO3POOKH IMPOTPamMHOTO
3abe3meueHnHs Unity.

Onucatu TEXHOJOTIi Ta IHCTPYMEHTH IS CTBOPEHHS MPOTPAMHOTO
MOYJISI.

CnpoexryBatu UML-nmiarpamu.

Po3pobutn cxemy anroputMy poOOTH MOTYJIS.

JleTanbHO omuMcaTy MPOTPaMHY peasizallito MOTysl.

3a3HAUYUTH CUCTEMHI BUMOTH, HEOOXIJIHI JJII KOPEKTHOI pOOOTH IrpOBOTO
MOYJIS.

CTBOpUTH KEPIBHUIITBO KOPUCTYBaYa.
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PO311 2. IOKPOKOBA PO3POBKA ITPOI'PAMHA

2.1 lIpoextyBanus UMml-giarpamu

UML (Unified Modeling Language) — 1me MoBa MOJEIIOBAHHS, IO
BUKOPHUCTOBYETBCA ISl MPOEKTYBaHHS MporpamHoro 3abesmeueHHs. Bona mo3Bossie
pO3pOOHMKAM  BHKOPHUCTOBYBAaTH CTaHAAPTHU30BaHy HOTAIIIO JJs  BI3yaJbHOTO
IPE/ICTaBIICHHS CTPYKTYpPHU Ta OBEAIHKUA CUCTEMHU.

UML-niarpamu — 1ie rpadivHi 1HCTPYMEHTH ISl BiTOOpaXeHHs PI3HUX aCIEKTIiB
IporpamMHoOro 3a0e3MedyeHHs, TaKuX SK CTPYKTypa, MOBEAIHKAa Ta B3a€EMOMIS MIXK
KoMrioHeHTaMu cuctemMu. Y UML-nmiarpamax BHKOPHUCTOBYIOTHCS CTaHAApTH30BaHI
CUMBOJIM Ta TO3HAYCHHS JUIS MPEACTaBICHHS pPI3HUX EJNEeMEHTIB CHCTeMH Ta iX
B3a€MOJII.

Icnye kinbka BuaiB UML-npiarpam, siki MOXyTh OyTH BUKOPHUCTaH1 AJIA PI3HUX
nuter. Odimiino UML Busnavae 14 BuiB miarpam:

Hiarpama BunaakoBocteit (Activity diagram)
Hiarpama kmacis (Class diagram)

Hiarpama criBpoOitauiirea (Collaboration diagram)
Hiarpama kommnonenTiB (Component diagram)
Hiarpama posropranns (Deployment diagram)
Jiarpama nocmimoBHocTel (Sequence diagram)
Hiarpama craniB (Statechart diagram)

Jliarpama BapianTiB Bukopuctanus (Use case diagram)

© © N o O B~ WD RE

Hiarpama o6'extiB (Object diagram)
10./liarpama nakeriB (Package diagram)
11.Tiarpama mpodisro (Profile diagram)
12.Jliarpama cknaganns (Composite structure diagram)
13.diarpama po3po6ku (Timing diagram)
14.]Jliarpama criibHOTO BuKoprctants (Communication diagram)
KoxkeH 3 1mmx BHIIB jJiarpaM BUKOPUCTOBYETHCA ISl BIIOOpaKEHHS TEBHUX

ACTEKTIB CUCTEMH Ta Ma€ CBOi OCOOJIMBOCTI Ta MpaBUia BUKOPUCTAHHS.

11



Hiarpama Use Case (BUKOpHUCTaHHS) — Iie Jlarpama, sika BUKOPUCTOBYEThCS IS

MOJIETIIOBaHHSI (DYHKIIOHAJIBHOCTI CHCTEMH 3 TOUYKHM 30pYy 3OBHILIHIX aKTOPIB, SKi

B38,€M0,ZIiIOTI) 3 CUCTCMOIO.

AKTOp — 116 KOpUCTyBad a0 1HIIA CHUCTEMa, SIKa B3a€EMOJIE 3 CHCTEMOIO, 1100

BUKOHYBATH TIE€BHY Ait0. Hampukman, aktopom Moke OyTH KOPUCTYBad, aaMiHICTpaTOp,

1HIIA cucTeMa a00 HABITH 1HIIIUA KOMIIOHEHT TI€1 K CUCTEMH.

3B'SI3KM MDK akTOpamMH Ta BUKOpUCTaHHSAM (USE Case) MOoKa3yloTh, SIK aKTOPH

B3aEMOJIIOTh 3 CHCTEMOIO, II00 BHUKOHYBaTH meBHI 1ii ab6o ¢ynkiii. Koxxen

BUKOpHUCTaHHA (USE CASe) omucye okpemy (PyHKIIiIO, SIKy MOXE BUKOHATH CHCTEMa, Ta

B32€MO/IIT 3 aKTOPAaMH, K1 OTP1OH1 11 BAKOHAHHS 1€T (PYHKIIII.

Hiarpama Use Case BUKOPUCTOBYETHCS JIJIA:

1 Onucy (pyHKI10HATBHOCTI CUCTEMH 3 TOYKH 30PY 30BHIIIHIX aKTOPIB.

2 YTOYHEHHS BUMOT JI0 CUCTEMH Ta 11 (QYHKITIH.

3. Busznauennst notpe6 y B3aEMo/1ii M’k CHCTEMOIO Ta 30BHIIIHIMHU aKTOPAMHU.
4 [InanyBaHHS TECTyBaHHS CUCTEMHU Ta 11 (PYHKIIOHAIBHOCTI.

5 Po3pobku BUMOT 110 iHTEpPEICiB KOPUCTYBaYa.

Hiarpama kjaciB — w1e rpadiuHe 300pak€HHsS CTPYKTYpH KIaciB Ta iX

B3a€EMO3B'SI3KIB B CHUCTEMI MPOrpaMHOro 3abe3nedyeHHs. BoHa omucye cTpykTypy

mporpaMHoro 3a0e3nedyeHHs] Ha BHCOKOMY pIiBHI aOCTpakilii Ta € OCHOBHUM

THCTPYMEHTOM IIPHU MPOEKTYBAHHI 00'€KTHO-OPIEHTOBAHUX CHCTEM.

VY niarpami KJ1aciB BUKOPUCTOBYIOTHCSI HACTYITHI €JIEMEHTH:

1.
2.
3.
4.

Kiacu — onucyroTh CTpYKTYpy Ta MOBEIHKY 00'€KTIB CUCTEMHU.
ATpuOyTH — BIACTUBOCTI KJIACIB, 1110 OMHUCYIOTh iX XapaKTEePUCTUKH.
Onmnepartii — 111, K1 MOXKYyTh BUKOHYBATHCA HaJl 00'€KTaMH KJjacy.

3B'I3kKM — BIIHOCMHM MDK KJacamH, SIKI MOXYTb MaTuh pi3Hi

XapaKTEPUCTHUKU (arperairisi, KOMIO3UIlisl, HACTITyBaHHsI, aCOITiallis).

S.
KJIACOM.

6.

[arepdeiich — oOnUCyIOTh TMOBEIIHKY, SKa MOBHHHA OyTH peani3oBaHa

[lakeTn — rpynmyBaHHs KJIaCiB Ta 1HIIUX €JIEMEHTIB B JIOT14HI OJIOKH.

Hiarpama Use case (BUKOPUCTaHHS) JI0 iIpOBOr0 MOJYIIO « Fenomy:
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YnpasniHHA

i '
b "
waERtEndn s S aaextends»
. ’r,

IFpoBWIA NpoLUec

AaBaHTaMEHHA
FONOBHOID MEHK
I'paaeu\

By 3 rou

Pucynox 2.1 — Jliarpama BUKOPUCTaHHS J0 IFPOBOTO MOYJITIO

Jiarpama KJ1aciB J10 irpoOBOT0 MOJYIIO « Fenomy:

= = Flayer -
Fenom Controller
= + Controller =
+ Collision + Rigidbody + Collision
+ FenomPos — |+ Heft
+ Rigidbody + PlayerPos / INEN
- xCallision

- Destruction - Start game - yCaollision
- AdditionToTheScore - Exit game - zCallision

- Move speed

- Falling speed

- Climbing speed

Camera Controller

+ Camera orientation
+ DisplayedAreaSize
+ CameraPos

- Platform
1 - MovingForFlayer
+ Collision - SmoothCameraMovement
+ PlatformFos
+ Rigidbody

Pucynok 2.2 — Jliarpama knaciB A0 IrpOBOT'O MOZYJTIO

2.2 Cxema ajropurmMy pod0TH NPOrPaMHOIr0 MOAYJIsI

brok-cxema — 1e cmoci0 mpeACTaBiICHHS alropuTMy B rpadiudiit gopmi, y
BUTJISIZII TEOMETPUYHUX (DITyp, CHOTydeHHX MK c000t0 diHisMu (ctpiikamu). Dopma
OJI0Ka BU3HAYAE THUI i, & TEKCT BCEPEIUHI OJIOKY Ja€ MeTalbHe MOSICHEHHS KOHKPETHOT

nii. CTpiakyd Ha JIHIAK, M0 CIOJY4YaloTh OJOKH CXEMH, BKa3ylOTh IOCIIJOBHICTh

13



BUKOHAHHS KOMaH/I, Iepea0auyeHnux ajaropuTMoM. biok-cxemw, 3a paXyHOK HAaOYHOCTI
CHPOIIYIOTh CTBOPEHHS €(PEKTUBHUX aJTOPUTMIB, PO3yMIHHS pOOOTH BXKE CTBOPEHUX, a
SK HACJIJOK 1 IX OonTUMI3alliio. ICHyI0ul cTaHAapTH Ha TUIMH OJOKIB JTO3BOJISIOTH JIETKO
aJanTyBaTH aJITOPUTMHU, CTBOPEHI y BUTJIAMI OJOK-CXeM N0 OyIb-SKHX ICHYIOUHMX Ha

CHOTOJIHIIIHIH JIEHb MOB MPOTPaMyBaHHS.

M4 T oK
EwBin oaHux
|
Feanizauia
obpaHai ai
Tak . Hi
Bxia va
CTapTrpu
Y
KepyBaHHA
rpasuem
O KHYBCA |
Tak Hi—»
| v _ theHoTMNA
TyHHELIA 3MIHKNE
HINEHCTE
S0P aHMx
th EHOTUNIE
KinekicTe '
« T3 316 kv heHTonMiER— I
20
KiHeLUE

Pucynok 2.3 — Cxema anroputmy poOOTH MOJTyJIst
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2.3 Ilporpamua peaJizauiss MOIyJist
[Iporpama po3pobiieHa y BUTISAI MOIYIIB, SIKI TOB'sI3aHl Mk co0oro. HaBeneni
HUK4e (YHKII € YacTMHAMM MPOTPaMHOTO MOJYJIA, SIKMM peani3oBaHUN y BUIIISAL
B3a€MOIMOB'sI3aHUX MOAYTIB. KojkeH MOIynb BIANOBiJAa€ 32 BUKOHAHHS CBOIX NMEBHUX
3aBJIaHb 1 OMHCYE KOXKEH SIIEMEHT MPOTpaMH B IporpaMHuX Moaysisix Unity.
Huxde HaBeieHO MporpaMHy peastizalliio JUisl KepyBaHHs MepcoHaxkeM y rpi. e
KOJI BIJIMTOBIZIa€ 3a 0OpOOKY BXIJHUX CHTHAJIB BijJ KJaBlaTypu Ta MHIII, BiAMOBIIHO
3MIHIOE PyX Ta TOBOpPOT mepcoHaxa. Kopa [103BoJisie TpaBleBl MepeMillyBaTHCH,
CTPUIATH Ta B3AEMOIISTH 3 OTOUYIOUUM CEPEIOBHIIIEM.
Kon:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class PlayerMovement : MonoBehaviour
{
[SerializeField]
float speed = 10f;
[SerializeField]
float jumpForce = 20f;
[SerializeField]
float jumpVelocity = 10f;
[SerializeField]
float gravityScale = 1.0f;
bool isGrounded = true;

private void OnCollisionEnter(Collision collision)

{
if (collision.gameObject.CompareTag("Ground"))
{
isGrounded = true;
}

15



}
private void FixedUpdate()

{
if (lisGrounded)
{
GetComponent<Rigidbody>().AddForce(Physics.gravity * gravityScale,

ForceMode.Acceleration);

}
}
private void Update()
{
float horizontallnput = Input.GetAxis(""Horizontal");
float verticallnput = Input.GetAxis("Vertical™);
Vector3 movement = new Vector3(horizontallnput, Of, verticallnput) * speed *
Time.deltaTime;
transform.Translate(movement, Space.World);
if (isGrounded && Input.GetKeyDown(KeyCode.Space))

{
Vector3 jumpVector = Vector3.up * jumpVelocity + transform.forward *
jumpForce;
GetComponent<Rigidbody>().AddForce(jumpVector, ForceMode.Impulse);
iIsGrounded = false;
}
}

HaBenena Hmwkue mnporpamMHa peanizaifisi BIJINOBiZae 3a (QYHKIIO CTPUOOK
ITPOBUM MEPCOHAXKEM B TPi:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class PlayerJump : MonoBehaviour
{
[SerializeField]
float jumpForce = 20f;
[SerializeField]
float jumpSpeed = 10f;
[SerializeField]
float gravityScale = 1.0f;
bool isGrounded = true;
private void OnCollisionEnter(Collision collision)
{
if (collision.gameObject.CompareTag("Ground"))

{ isGrounded = true;

}
}
private void FixedUpdate()
{
iIf (lisGrounded)
{
GetComponent<Rigidbody>().AddForce(Physics.gravity * gravityScale,

ForceMode.Acceleration);

}
}
private void Update()

{
if (isGrounded && Input.GetKeyDown(KeyCode.Space))

{
GetComponent<Rigidbody>().AddForce(Vector3.up  *  jumpForce +

transform.forward * jumpSpeed, ForceMode.Impulse);

iIsGrounded = false;

17



HaBenena Huxve mporpaMHa peasizallis BiAMOBiAa€ 3a (PyHKIIIIO BUX1] 3 TPH:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class ExitGame : MonoBehaviour

{
public void QuitGame()

{
#if UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#else
Application.Quit();
#endif
}

[Is mnporpamnHa peanmizaiiis Npu3HAYeHaA JUIsl 3aBaHTaXEHHS piBHIO. Bona
BUKOPUCTOBYETHCS /111 OTPUMAHHS HEOOXIIHMX AaHMX 3 (hailmy Ta ix oO0poOkH, m00
3a0€3Me4nTH NMPaBUILHY pOOOTY PiBHS:
using UnityEngine;
using UnityEngine.SceneManagement;
public class LoadGameScene : MonoBehaviour

{
public void LoadScene()

{

SceneManager.LoadScene("Game");
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[ls mnporpamHa peanizallis NOpu3HAYeHa [JIs1 KEpyBaHHA KaMeporw Ta ii

nepecyBaHHsi B Tpi. BoHa BUKOPHCTOBYETbCA IJIsl 3MIHM TOYKM OTJISAY TpaBIsl Ta

HaJaHHA ﬁOMy MO>KJIMBOCTI 30pPOBOI'0O CIIOCTCPCIKCHHA 3a inOBI/IM CBITOM.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class CameraFollow : MonoBehaviour

{

[SerializeField]
private string playerTag = "Player";
[SerializeField]
private Vector3 offset = new Vector3(18, 5, 1);
private Transform playerTransform;
private void Start()
{

GameObject player = GameObject.FindGameObjectWithTag(playerTag);

if (player = null)

{ playerTransform = player.transform;

}

else

{

Debug.LogError(*"Player not found");

}
}
private void Update()
{

if (playerTransform !'= null)
{
transform.position = playerTransform.position + offset; }
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Hwxue mnpencraBieHa mporpaMHa peaiizamis, $SKa BiANOBiIae 3a (QYHKIIO

30UIBIIICHHS PaXyHKY ()€HOTHIIIB:
using UnityEngine;
public class CoinControllerl : MonoBehaviour
{

public CoinCounter coinCounter;

private void OnTriggerEnter(Collider other)

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

coinCounter.IncreaseCoinCount();

Destroy(gameQbiject);

HaBeneno mporpamHy peaiizaiiifo Npu3HA4YeHY ISl MiIPaXyHKY (PEHOTHIMIB Ta
BIJINIPABJIEHHS MTOBIJOMJICHHS PO 3aBEPUIECHHS TPU:
using UnityEngine;
using TMPro;
public class CoinCounter : MonoBehaviour
{
public TextMeshProUGUI counterText;
private int coinCount;
void Start()
{
coinCount = 0;
counterText.text = "Kinvxicmo xycoukis: " + coinCount. ToString(),

}
void OnTriggerEnter(Collider other)

{
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if (other.CompareTag("Coin"))
{
coinCount++;
counterText.text = "Kinvxicmo xycoukis: " + coinCount.ToString();
Destroy(other.gameQbject);
if (coinCount == 20)
{

counterText.text = "Bimaro. Bu npotiwinu epy.";

}

public void IncreaseCoinCount()

{ coinCount++;
counterText.text = "Kinvxicmo kycouxis: " + coinCount.ToString(),
if (coinCount == 20) {

counterText.text = "Bimaro. Bu npotiwinu epy."; }

Hwxue HaBeneHa mporpaMHa peaiizaris, 0 BiANOBiAa€ 3a PYHKINO 3HUIICHHS

(eHOTUNIB NpU TOTUKY A0 HUX. 3a JOMOMOIOI0 (DYHKIII1, TpaBElb MOKE B3AEMOISATH 3

pizauMH 00'ekTamu y Tpi. OyHKIIISA J03BOJISE 3HUITYBATH (DEHOTHUIIN IMiJ1 YaC TOTHKY 0

HHUX.

using UnityEngine;

public class MyTriggerHandler : MonoBehaviour

void OnTriggerEnter(Collider other)

{
if (other.CompareTag(""Coin™))

{
CoinCounter coinCounter = FindObjectOfType<CoinCounter>();
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if (coinCounter = null)

{

coinCounter.IncreaseCoinCount();

}
Destroy(other.gameQObject);

Hwxue HaBegeHa mporpaMHa peaiizamis, sKa BIANOBiAae 3a (YHKIIIO
MIIPaxXyHKy KUIbKOCTI ()eHOTHUIIB, 310paHuX rpaBlieM y rpi. BoHa no3Bossie rpaBieBl
M1paxoBYyBaTH Ta BIJCTEKYBATH KITBKICTh 310paHuX (DEHOTHIIIB Y TPi:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class NewCoinCounter : MonoBehaviour
{

private CoinCounter coinCounter;
private void Start()

{
coinCounter = FindObjectOfType<CoinCounter>();

}
private void OnTriggerEnter(Collider other)

{
if (other.CompareTag(""Coin™))

{

coinCounter.IncreaseCoinCount();

Destroy(other.gameObject);
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PO3/1J1 3. KEPIBHUIITBO KOPUCTYBAYA

3.1 CucteMHi BUMOTH

Jns HamexxHoi poOOTH TporpaMu HEOOXITHO, 00 KOMITHOTEp BIAMOBIIAB
HACTYyITHUM CUCTEMHUM BHUMOTaM:

— MinimMasbHa Bepcis onepaitiiinoi cuctemu — Windows 7.

— [Tpouecop (CPU): Intel Core i3.

— Onepariiitna nam’sate (RAM): 4 I'b uu Gisbie.

— OO6csr BUTRHOTO MiCL Ha )KOPCTKOMY AucKy — He MeHIe 500 Mb.

— [Ipotiecop moBuHeH MaTH yactoty He MeHie 1,8 ['T.

— [Ipuctpoi B3aemoii 3 KOPUCTYBaeM — MHUIIIA.

3.2 KepiBHMIITBO KOpPUCTYBaya
st 3amycKy irpoBOro MoOIyJsl HEOOXIHO mepeiTu no manku "Fenom game

2023" 1 BigkpuTH ¢aiin "Fenom.exe"(Pucynox 3.1).

T KOMNEHTER HoELIK TO 0y Fenom game 2023

Jara MameHeH WA Twn Pazmep

onoBleedingEdge

oject_Data Manka ¢ hafnan
28.02.2023 500 MNpyaoxeH e 639 Kk
28.02.2023 H09 MNpracKeH Me 1204 Kb

28.02.2023 509 PacllMpeHKe Npw.. 2T 8ah Kk

Pucynok 3.1 — Ilanka 3 ¢aitnamu irpoBoro MoyJito
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[Ticns 3amycky 3'SBUTBCS TOJIOBHE MEHIO MPOTPaMHU, JIe BH 3MOXKETE 00paTH OJIHY
13 1Box ¢yukiii "[louatu rpy" ab6o "Buxin rpu". [Ipu Hatuckani kaHonku “Ilodatu rpy”
rpaBellb OyJie 3aBaHTa)xyBaTHCs Ha irpose noJie. [Ipu HaTuckaHi kHONKK “Buxin 3 rpu”

rpaselp nokuHe rpy (Pucynok 3.2).

Pucynok 3.2 — I'osi0BHE MEHIO

[Ticnst 3aBaHTaXEHHS Ha IrpOBE IMOJIe TpaBenb 0aunTh QyHKIIO “Buxim 3 rpu’.
['paBerb Ma€ irpoBy 30HY, IiJIb, Ta paXyYHOK BUKOHAHHS 3aBIaHHS.

ine rpu: 310patu MOBHUN (PEHOTHII.

Jl1st BUKOHAHHS 1iTi TpaBifto moTpioHo 3i0patn 20 KycoukiB ¢penorumy. [Tporpec
OUTl y BUAl paxyHKy SIKMM 30UIbIIYETbCS MiJ 4Yac BUKOHAHHS 3aBJIaHHS, PaxyHOK

3HAXOAMTHCS Bropi 371iBa, K MOKa3aHO Ha PUCYHKY 3.3.
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Pucynok 3.3 — IlouaTok rpu
JI71st TOCSTHEHHSI METH B TPl TPABIIO HEOOX1THO BUKOPUCTOBYBATH Pi3HI KJIaBiMIi

Ha KJIaBiaTypi: I TEPEMIIICHHS BIIEPE CJIiI BUKOPUCTOBYBATH Kiapinry W, miis pyxy

BJIIBO - KJaBiuly A, Juid pyxy HazaJ - KiIaBilmly S, a i pyxy BIpaBo - kiasimy D. 3a

JIOTIOMOTOFO ITX KJIABIII TPaBellb MOXKE PyXaTHUCS BIAMOBITHO 10 TOTPIOHOTO HAIIPSIMKY

Ta miaidpaTu GpeHoTun, HeoOX1AHUN U1t JocarHeHHs MeTH rpu (PucyHok 3.4).

Pucynox 3.4 — IrpoBuii npouec




VY mporiect rpu rpaBelib MOXKe 3ITKHYTHCS 3 MEPEIIKOJaMU, SIKl MEPeIIKOKal0Th
JOCSITHEHHIO TTOTpiOHOTO (heHOoTHMY. [IpOTe rpaBenb MOXKe TOIONATH 111 TIEPEIIKOIU 3a
nornoMoroo ¢yHkuii crpuOka. g QyHKIIS 103BOJISIE TPABIIO MPOCKOYUTUH YEpe3

MEPEIIKOAY Ta MPOJOBXKUTHU CBIM IUISX A0 AOCATHEHHA (eHoTHiy. [|1si BUKOpHUCTAaHHS

i€l GyHKIiT moTpiOHO HAaTUCHYTH KiaBinty “Space” (Pucynox 3.5).

Pucynok 3.5 — IrpoBuii Hpoue

[I{o6 ycnimHO MoAoIaTH MEPEIIKOIH, TPaBII0 HEOOX1THO BUKOPUCTOBYBATH PYyX
10 HampsIMKy Ta CTpUOOK ogHouyacHO. KpiMm TOro, /uist moJojlaHHS MEPElIKO ] I'PaBLo
HEOOX1ZTHO BMIJIO BUKOPHUCTOBYBAaTH (PYyHKIIO cTpuOKa, AN 4YOTO CJiJ HATHCHYTH
KJaBimy Space. 3amaM'sTOBYIOUM 11 KOMOIHAlli Ta TPEHYIOUUCh, TpaBelb 3MOXKE
YCHIIIHO MPOUWTH PIBHI I'PHU Ta TOCATHYTH MOCTABICHOI METH.

JJis yCHIIIHOTO MPOXOKEHHS IPU TpaBellb MOBUHEH MPUCTOCYBATHUCS A0 JOKAIIii
Ta 3HAWTHU BCl ()EHOTHUIIM, SIKI PO3TAlIOBaHI B PI3HUX KYyTOUKaxX rpu. SKIIO rpaBelb
3MO’e 310paTu BCl HEOOX1HI KyCOUKH (PeHOTHMY, HOro paxyHOK 30UTbIIUTHCS 110 20,
HIiCJs YOro Ha €KpaHi 3aMIHUTHCS PAaxXyHOK Ha CIOBIIIEHHS 3 BITAHHAM Ta YCIHIIIHUM
3aKkiH4eHHAM Tpu. Hamuc Ha expani Oyne HactynHum: "Bitatro. Bu mpoiinum rpy".
[Ticnst rpu, rpaBelb MOXE BIAYYTH TOPIAICTh 3a CBOI 3YCHJUIS Ta 3aJ0BOJICHHS Bij

YCHIIIHOTO MPOXOKEHHS I'pH, SIK IOKa3aHO Ha PUCYHKY 3.6.
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Pucynok 3.6 — 3aBepuieHHs rpu

HaBenene kepiBHAIITBO KOPUCTYyBada JOMIOMOKE 03HAHOMHUTHUCH 3 QYHKITIOHATIOM
IrpoBOTO MOJYJisi. B KEepiBHUIITBI JIeTaIbHO OMMCAHO MPOIEC 3aMyCKYy I'PH, a TaKOXK
HEeOoOX1/1H1 KJIaBilll JUIsl KEpYBaHHA rpaBLeM AJis JocarHeHHs MeTH. Kpim Toro, B TekcTi
3raayrOThCS TaKi TOHATTS, K (DEHOTHUII Ta JIOKAIIis, [0 MOKE JOTIOMOTTH KOPUCTYBady
Kpalie 3po3yMITU I'py 1 3pOOUTH 1i MPOXOKEHHS Oulbll ycmilHUM. OTXKe, HaBeJeHe

KEpPIBHUIITBO KOPUCTYyBa4ya € KOPUCHUM JIKEPEsIoM iH(dopmariii.
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BUCHOBKU

MeTor TOro KypcoBOrO MpPOEKTy OyJIO CHpPHUSHHS PO3BUTKY HABUYOK, SIKI €
KPUTUYHUMHU JIJIS1 YCIIXY B Pi3HUX c(epax KUTTS, 30KpeMa B Haylll, TEXHiIll, Oi3Hecl Ta
criopti. IIpoekT cmpsMoOBYBaBCS Ha PO3BHTOK JIOTIYHOTO MUCIICHHS Ta KOOPIMHAIII
pyxiB y rpaBuiB. Lli HaBWYkuM Oynu BaXJIUBUMHU JJIsl TOKpAIEHHS pIIIEHb MPHU
pO3B'sI3aHHI CKJIQJHMUX 3aJad Ta JOCATHEHHS IOCTaBlieHUX Iiieil. ['pa, ska Oyna
po3pobiieHa B paMKax KypCOBOTO MPOEKTY, JOMOMOTIA yYaCHUKAaM MOKPAIIUTHA CBOIO
peaxiiiio Ha HemependadyBaHi CUTYaIlll Ta YJOCKOHAIUTH pyxu. OTxe, 1Iel NMPoeKT OyB
KOPUCHUM JUIsl PO3BUTKY Ba)JIMBHUX HAaBUYOK TPaBIiIB, IO MOTJU JOMOMOITH iM
JOCIITHA yCHIXy B pI3HUX cepax KUTTA. B KypcoBOMy MpOEKTI OTpUMaHl HAaCTYIHI
pe3yJbTaTH:

byno mpoBeneHO aHami3 Cy4acHUX IFPOBUX MOJYJIB CXOXKOTO KaHPY.
JlocikeHa iTepaTypa Ha TEMY: CEpPEIOBUILIE PO3POOKU MPOrpaMHOro 3a0e3rneueHHs
Unity. Bynu onucani TEXHOJIOTIT Ta IHCTPYMEHTH JIJIsl CTBOPEHHS IPOTrPAMHOI0 MOAYJISI
ta crnpoekroBaHi UML-niarpamu. Po3poOiena cxema anropurmy poOOTH MOAYJS Ta
CTBOPEHO KEPIBHUUTBO KOpHUCTyBaua. byna aeranbHO onucaHa MporpaMmHa peajizariis
MOAYJSl Ta 3a3HAa4€Hl CHUCTEMHI BUMOI'M, HEOOXIJAHI I KOPEKTHOI pOOOTH IrpoBOrO

MOJTYJISI.
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