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AHOTALIS

bakanaBpcbka kBanmidikaiiiiHa poOoTa ckiagaeThes 3 67 cropiHok popmaty A4,

MICTUTH 13 pUCYHKIB, CIMCOK BUKOPUCTAHUX JIKepen Haliuye 21 HaiimeHyBaHHS.

VY GakanaBpbCKiil poOOTI pO3pOOJIEHO aITOPUTM Ta MporpamMHa apXiTeKTypa
CUMYJISILIIMHOrO 3abe3neyeHHs i Ais peanizamii ¢i3ukd pyxy o0'ektiB y 2D
npoctopi. PeanizoBana ¢izuyHa B3aeMOAIs MK 00'€KTaMM a TAaKOX JOCHIIPKEHHO Ta
NpoaHalli30BaHO MOXJIMBI 3aCTOCYBaHHS MPOrpaMHOrO 3a0€3MeYeHHS Y Pi3HHUX
rainy3ax. [Iporpamue 3a0e3neueHHs peanizoBaHo Ha cydacHoMy pyiuii Unity Ta MOBI
nporpamyBanHs C#. Pe3ynbraToM poOOTH € CUMYMSIiHE porpaMHe 3a0e3rmeueHHs

SIK€ MOE€ BUKOPHUCTOBYBATHUCH JIJIs HABYAHHS a00 y raidysi BiJIeoirop.

KitouoBi cinoBa: Cumyssiis, 2D ¢izuka, nporpamue 3abe3neyeHHs, reimidikaiis.



ABSTRACT

The bachelor's thesis consists of 67 pages of A4 format, contains 13 figures,

and the list of references includes 21 titles.

In the bachelor's thesis, an algorithm and software architecture of simulation
software for the realization of the physics of motion of objects in 2D space was
developed. The physical interaction between objects is realized, and possible
applications of the software in various fields are investigated and analyzed. The
software is implemented on the modern Unity engine and C# programming language.
The result of the work is a simulation software that can be used for training or in the

field of video games.

Keywords: Simulation, 2D physics, software, gamification.
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BCTVYII

AKTYaJIBHICTb JOCTiAKEHHA.

VY cyuacHomy mudpoBoMy cepenoBuilli 2D-rpadika Ta Gi3uyHI CUMYIISIT
3aJIMIIAIOTECA OJIHUM 13 KJIIOYOBUX HamNpsIMiB PO3BUTKY B Taily3l MpOTrpaMyBaHHS,
reiMan3aiiy, OCBITH Ta Bizyasi3allliHUX TeXHOoJorii. He3paxkatoun Ha TOMIHYBaHHS
3D-mpo€eKTiB Yy BUCOKOOIOMKETHUX MPOJYKTaX, JBOBUMIPHI IrpH, CUMYJISTOPU Ta
HaBYaJIbH1 JJOJATKU 30€piratoTh BUCOKY MOMYJSPHICTh 3aBISKH CBOil JOCTYMHOCTI,
OPOCTOTI CHOPUUHATTA, €QEeKTUBHOCTI peami3alii Ta MOXIUBOCTI TOYHOTO
MOJIENTIOBAHHS (PI3MUHUX TPOLECIB.

Oco0nuBOi aKTyalabHOCTI HAOYBAaIOTh NMPOEKTH, OPIEHTOBAHI HA PEATICTUUHY
MOBEJIHKY OO0 ’€KTiB, IO PyXalTbCs Ta B3aEMOJIIOTH BIJMOBIIHO JO 3aKOHIB
KJIaCHYHOI MEXaHiKu. 3aBIsSKH PO3BUTKY cepemoBuIl Ha KmTanT Unity, He3alexHi
PO3POOHUKH OTPUMAIH y CBOE PO3MOPSKEHHS I1HCTPYMEHTH, $IKi JO3BOJSIOTH
CTBOPIOBAaTH THYYKI Ta BI3yaJIbHO NpHUBAOIMBI (PI3MYHI CHUMYJIAIII HaBiTh 0e3
HasBHOCTI MacmITabHUX pecypciB. lle cnpusie mosiBi YMCICHHUX 1HAI-TIPOEKTIB Ta
HaBYAJIBHUX pIlIEHb, Y SKUX MOJEIIOBaHHSI (I3UKU € OCHOBOIO TeUMILIEIO,
HABYaJLHOT'O EKCIIEPUMEHTY a00 JeMOHCTpaIlii.

Bongnowac 6Garato icHyr4MX peami3amiii MamTh ICTOTHI OOMEXKCHHS:
HEJOCTaTHIO TOYHICTh OOYHCIIeHb, MAOIOHHY (i3UKy O3 ypaxyBaHHS CKJIAIHOI
JTUHAMIKH, BIJICYTHICTh IHTEPAaKTHBHOI B3a€MOJii KOpHUCTyBada 3 CHUMYJIBOBAaHUMH
o0’extamu, ab0 crmabKy THYYKICTh Yy HalamTyBaHHI (i3uyHUX mapamerpiB. Taki
HEJIONIIKM 3HIKYIOTh 1H(OPMATUBHICTh 1 JOCTOBIPHICTH CHUMYJAIIl, OOMEXYIOTbH
3aCTOCYBaHHS MOAIOHOTO MPOrPaMHOTO 3a0€3MEUEHHS B OCBITHIX Y HaYKOBUX IUISX,
1 HETaTUBHO BIUIMBAIOThH HA 3araJibHUM JIOCBiJI KOPUCTYyBAYa.

AKTYanbHICTh TEMHU MIJCUITIOETHCS MOTPEOOI0 B 1HTEPAKTUBHUX HABYAITHHHUX
3aco0ax, SKi JO3BOJIAIOTH HE JIUINE CIOCTEepiraTH 3a (PI3MYHUMHU TpoIllecamu, a U
EKCIIEPUMEHTYBATH 3 TapaMeTpaMyd — Macol0, MIBUAKICTIO, TEPTIM, KyTOM yJapy,

tomo. lle BigKpuBae HIMPOKI MOMIMBOCTI I PO3BUTKY JIOTITYHOTO MHCIICHHS,



IHTYITUBHOTO PO3YMIHHS 3aKOHIB (DI3UKH Ta KPEATUBHOI'O 3aCTOCYBaHHS MPOTPAMHOTO
MOJICTIIOBAHHS y HEIrPOBUX KOHTEKCTaX.

3anponoHOBaHE B Mexax I[iei poOOTH HporpamMHe 3a0e3MeUeHHs J103BOJISE
peanizyBaTi peaiCTUYHY CUMYIISILIIO PyXy Tl y 2D-npoctopi 3 JOTpUMaHHSAM OCHOB
KJIACUYHOI MEXaH1KH, 0OPOOKOIO 3ITKHEHB, 3aCTOCYBaHHSIM 30BHIIIHIX CHJI, @ TAKOX 3
IHTEpPaKTUBHUM KepyBaHHSAM 00'ekTamMu 3 OOKy KopucTyBaua. Po3poOka opieHTOBaHA
K Ha TIOJJANIbIIIE BIOCKOHAJICHHS! HABHUOK Y rany3i (Di3M4HOT0 MOJACIIOBAHHS, TaK 1 Ha
CTBOpPEHHsI 0a3u JUisl MPOEKTIB y cepi irop, OCBITH, AEMOHCTpallii abo HaBITh
HAYKOBUX Bi3yai3alii.

MeTo10 T0CTiAKEHHS € TIIBUIICHHS SKOCTI Ta JOCTOBIPHOCTI MOJCITFOBaHHS
(G13MYHKX TPOLIECIB y IBOBUMIPHOMY CEPEIOBHILI Yepe3 po3poOKy Ta BIPOBAKEHHS
IHTEPaKTUBHOTO MPOTrpaMHOro MNpoAykTy Ha 6a31t pymiiss Unity. [ocsrtu mporo
TUTAHYETHCS MUISIXOM CTBOPEHHS THYYKOI CHUCTEMH, SIKa JO3BOJISIE TOYHO i HAOYHO
BIJITBOPIOBATH OCHOBH1 (Di3WYHI SBUIIA — 30KpeMa PyX TiJ I BIUIMBOM CHIIH
TSDKIHHSI, TEPTS, IMITYJIBCY Ta 0OpOOKY 31TKHEHD Y peaIbHOMY Yaci.

O06’€KTOM IOCTiIZKEHHSA € TIPOIEC PO3POOKH IHTEPAKTHUBHOTO MPOTPAMHOTO
3a0e3IeueHHs, 1m0 iIMiTye (i3UKy pyXy 00’ €KTIB Y JBOBUMIPHOMY MPOCTOPI.

IIpeameToM AOCTiZKEHHSI € METOIW, aJTOPUTMHU Ta TEXHIUHI PIIICHHS, IO
3a0e31euyIoTh Mo0yI0BY (PYHKIIIOHATBHOT'0, CTAOUTBHOTO Ta IHTYITHBHO 3p03yMLJIOTO
cepenoBuia s MojenoBaHHA ¢Gi3uku y 2D-mpoctopi. 30kpema — cmocoou
peasizaliii rpaBiTtallii, mpy>XHUX 31TKHEHb, B3a€EMOJI11 T1J, iX mapaMeTpHu3allii, a TaK0XK
1HTeTpaIlii KOPUCTYBAIBKOTO KEPYBaHHS Y (DI3UUHY MOJICIIb.

3agadi KocaiIzKeHHA

1) OOrpyHTYyBaTH IOMUIBHICTH PO3POOKH IMTPOTPAMHOTO 3a0€3EYCHHSI.
2) AmnanmizyBaTd mpeaMeTHy 00J1acThb.

3) O6rpyHTYyBaTH BUOIp IHCTPYMEHTIB TEXHIYHOT peatiaiii.

4) Po3poOuTH aJITOPUTM ]ISl TIPOTPAMHOTO 3a0e3MeUeHHS.

5) Po3poOuTH iHCTPYKIIiI0 KOPUCTYBada MPOrPaMHOTO MOIYITIO.



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 ®iznyHi cumyJasiii y nporpaMmyBaHHi

@di3u4He MOJICNIOBAHHS Yy KOMI'IOTEPHOMY NIpPOrpaMyBaHHI — II€ IIPOILIEC
CTBOPEHHS MaTEMaTUIHUX MoJIesIeH (DI3MIHUX SIBUII] Ta X BIATBOPECHHS 32 JOIIOMOT OO
nporpamMHoro koay. Lle mo3Boiise iMiTyBaTu peanbHi ab0 TINOTETUYHI MPOLECH Y
CepeOBUIII, SIKE TTOBHICTIO MIAKOHTPOJIbHE Ta MIAAETHCS 3MIHAM.

Ha mpaktumi ¢izuuHe MOACIIOBAaHHS aKTUBHO 3aCTOCOBYETHCS Y HACTYITHUX
chepax:

IrpoBa iHAYCTpit — [JIs PEaNiCTUYHOTO BIATBOPEHHS PYXiB MEPCOHAXKIB,
TPAHCTIOPTY, OTOUYIOUHX 00'€KTIB (KaMiHHS, BO/A, MOBITPS TOLIO).

HaBuanbHi nmporpaMmu — JIeMOHCTpAIlis 3aKOHIB MEXaHIKH, rpaBiTallii, eHeprii,
31TKHEHb Ta HIIUX SIBUI Y TOCTYITHIN GopMmi.

[mxenepis Ta CAD — Bizyanizalliss MEXaHI9HOT TOBEIIHKY KOHCTPYKIIiH, aHai3
HaBaHTaXEHb Ta MOJICIIOBAHHS PyXYy YaCTHH MEXaH13MiB.

dizuka Ta XIMISI — CHMYJAIIS MIKPOCKOITIYHMX YAaCTHHOK, MOJICKYJISIPHOT
JTUHAMIKH, TEPMOAMHAMIKH Ta IHIIIE.

Kinemarorpad i1 BizyanbHl €eKTH — CTBOPECHHS CHENEedEKTiB, 0 IMITYIOTh
MaJIiHHS, BUOYXH, TUM, PIAUHU, 3ITKHCHHS 00'€KTiB.

OcHoBHa  mepeBara  (I3MYHOTO  MOJEIIOBAaHHA  —  MOJKJIUBICTH
€KCIIEPUMEHTYBATH Y BIpTyaIbHOMY CEPEAOBHIIII, HE BUTPAYAIOYM PECYPCH Ha pealibHi
¢i3uuni excnepuMmeHTH. lle ocobnmBO akTyanbHO mpu poOOTI 3 CHUCTEMaMH, SIKi
MOXXYTb OyTH TOPOTHMH, CKJIIJTHUMH a00 HEOC3NMEUHNUMH Y PEaTbHOMY JKUTTI.

di3uyHe MOJIETIOBAHHS CKIAAAETHCS 3 KUTHKOX KITIOYOBUX €TaITiB:

[TobynoBa ¢izuunoi momeni — dopmaiizaiiis 06'ekta abo SBUIIA Y BUTIISIIL
CUCTeMH PiBHSIHB [1].

Bubip umcioBoro wmeroay — BHU3HAYEHHS CMOCOOY OOYMCICHHS 3MiH

napaMeTpiB CUCTEMU 3 TUIMHOM 4acy.



Peanizanis y nporpaMHOMY KOJI — IMIUIEMEHTAIlIS JIOTIKH MOJEIN1 y BUTJISIAL
MPOrpaMHUX aJTOPUTMIB.

Bizyanizauis pe3ynbTarty — BIAOOpaXEHHS 3MIHM CTaHy O0'€KTIB y BUIUIS1
rpadiku abo yucen.

st aBoBUMIpHOTrO mpocTopy (2D) monentoBaHHs, 3a3BUYail BKIIIOUae B cede
PYX TUJI 1O IUIOIIMHI N1l BILIMBOM CHJIU TSDKIHHS, CUJIM TEPTS, peaKLli NPy 3ITKHEHHSX,
npyxHOCTI1 Ta 1Hepiii. OO0’ €KTH ONMUCYIOTHCS K TOUKH, KOJIA, MPSIMOKYTHUKH 200 1HII1
POCTI TEOMETPUYHI PIrypH, KOXKHA 3 IKMX MA€ BJIAacHI (PI3UYHI BIACTUBOCTI — Macy,
MIBHJIKICTh, TPUCKOPEHHSI TOIIIO.

Takox Ba)JIMBO BPaxOBYBATH:

Kpok cumymsnii (delta time) — BruBae Ha TOYHICTH MOJICTIOBaHHS. MeHIINI
KpOK 3a0e3neuye OUTbIy TOUHICTb, ajleé BUMarae OuIbIIe pecypciB.

CTaOUIBHICTh aNTOPUTMIB — HEAKICHO peali3oBaHl CHUMYISIII MOXYTh
HAKOMUYYyBAaTH NMOXUOKU ¥ MPU3BOJUTH 10 HEKOPEKTHOT MOBEAIHKH.

OnrtuMmizaiito — 0co0JUBO KPUTUYHO TPU MOJEIIOBAHHI BEJIMKOI KiJIBKOCTI
00'€KTIB.

Cepen mnomynspHuxX 0107i0TeK Ta pymiiiB juis peamzanii ¢izuku B 2D-
porpaMyBaHHI BapTO BUILIUTH:

Box2D — ¢i3uunuii pymiii 3 BIIKPUTHM KOJOM, SKHUH pealli3ye TpaBiTalliio,
31ITKHEHHS, (DiKCaIlito TiJ, MPY>KHICTh TOIIO.

Pymunk — o6roprtka mis Python, sika qo3Bomsie peanizyBatu ¢i3suky Ha 0asi
pyurist Chipmunk.

Matter.js — dizwanmii pymii as JavaScript.

Godot Physics 2D / Unity Physics 2D — BOynoBaHi iIHCTpyMEHTH MOMYJISIPHAX
irpoBuX pymriiB [2].



OTtxe, Ppi3uyHEe MOJIETIOBAHHS B IPOrPaMyBaHH1 — MOTY>KHHUI IHCTPYMEHT, 1110
BIJIKpUBA€E LIMPOKI MOXJIMBOCTI JUJIi CTBOPEHHSA IHTEPAKTUBHHUX, AMHAMIYHMX Ta
peanicTHYHUX chcTeM. Voro BaXIMBICTh NMOCTIHHO 3pOCTAaE PasoM i3 PO3BHUTKOM
O0OYHUCIIOBATIBHOT TEXHIKH, fIKa Ja€ 3MOry peajli3oBYBaTH BCE CKJIQAHINII MOJETl B

peanbHOMY daci[2].
1.2 OcHoBu ¢izuxu pyxy B 2D-npocTopi

Pyx mpeameTiB y ABOBUMIPHOMY MPOCTOPI € KIIOYOBOIO TEMOIO KIACHYHOL
MeXaHiKH. Y TMporpaMHOMY 3a0e3NeveHHi, NPU3HAYCHOMY [JIsi MOJICIIOBAHHS
(Gi3UYHUX SBUII, [IeH PyX BU3HAYAETHCSI MATEMATHIHUMHU MOJIEIISIMH, IO BPAXOBYIOTh
KOOPJMHATH, IBHUIKICTh, IPUCKOPECHHS Ta 30BHIIIHI BIUTMBU. MOJEIIOBaHHS TaKOTO
pyXy 3a0es3neuye peajsiCTUUHY MOBEIHKY MPEIMETIB Y IBOBUMIPHOMY CEPEIOBHIII,
IO € BKpail BaXKJIMBUM JJI1 CTBOPEHHS IHTEPAKTUBHUX JIOAATKIB, IrOp Ta HABYAJIbHUX
CUMYJISITIH.

Kinemaruka — 11e po3ail MexXaHikd, 110 OMKUCYE PyX 00'€KTIB, HE BPaXOBYHOYH
OPUYUH IBOTO PyXy. OCHOBHI MapaMeTpH, sIKi BAKOPUCTOBYIOTHCS

[Tonosxenus (X, Y) — KoopAHUHATHA 00'€KTa y MPOCTOPI.

IBuakicts (VX, VY) — BEKTOp, II0 BH3HAYA€ HAMPSMOK Ta MIBHUAKICTH 3MIHH
MIOJIO>KECHHSI.

[TpuckopeHHs (X, ay) — BEKTOp, SKUW OIMHUCYE 3MiHY NIBHIKOCTI 3 YaCOM.

OcHOBHI pIBHSHHS KIHEMAaTHKW IS PIBHOMIPHO MPHUCKOpEeHoro pyxy B 2D

BUIIIAOAIOTh TaK:

x(t):x0+ux-t%ax-t2 (1)

1
y(t) = y, +uy-t5ay-t2 (2)

JluHaMika po3rJisiiae MPUIUHU 3MIHH PyXY, TOOTO CHIIH, IO JTiFOTh Ha 00'eKT [3].

B ocHoBi nexuth npyruii 3akod HetoToHa:



JU1st TOYHOTO BIATBOPEHHS MOBEAIHKU 00’ €KTIB y ABOBUMIPHOMY CEpEOBMILI
IporpaMHe 3a0e3MeUeHHsI Ma€ BpaXxOBYBAaTH HU3KY (QyHIAMEHTAIBHUX CHUIL:

['paBitaiist — MOeNb MOCTIHHOTO TPUCKOPEHHS BHU3, HAIIPUKJIIAJ,

a, = —9.8m/c?.

V Bi3yaJIbHUX CUMYJISILISAX LIO CUITY YAaCTO 3MEHILYIOTh JJI YIIOBUIBHEHHS PyXY.

Cuia TepTs — BUHHKAE IMiJ] Yac mepeMinieHHs o0’ exta no noepxHi[3]. Bona
BPaxoOBYETHCS 32 POPMYIIOIO:

F;‘epTH =u-N (3)
ae

| — KoedirieHT TepTa, a N — cuiia HOpMaJIbHOI peaxiiii onopu.

Cuta onopy cepeioBHIla — rajJbMiBHA CHJIA, 110 3aJI€KUTh Bl IBUIKOCTI PYyXY:
For[ip =—k-v (4)
ne
k — koeirieHT omopy.
Cuita py>XKHOCT1 — peami3yeThes IS TUT, IK1 MOXKYTh JIe(popMyBaTHUCs, a00 Mpu
BUKOPHUCTAHHI BIpTYaJbHUX MPYKHUH:

For[ip =—k-x ®)
Jie X — 3MIIIEHHS BiJ TIOJIO)KEHHS PIBHOBAry.
IMIysibe TIpM 3ITKHEHHI — Y CHUMYJISIISIX 3a3BHYail peani3yeThCs 3TiAHO 13

3aKOHAMH 30€PEKEHHS IMITYJIBCY Ta EHEpPTii:

OpmHUM 13 KITFOUOBUX ACTIEKTIB CUMYIIAIIIT pyXy € BUSIBIIEHHS 31TKHEHbB (collision
detection) Ta peakiiist Ha HuX (collision response). Lle 0co611MBO BaXKIMBO 7151 aHIMAITIH,
irop Ta cuctem, Jie 00’ €KTH B3aEMOJIIFOTh MK COOO¥O.

Tunm 3iTkHEeHB y 2D:!

myv, + myv, = myvy + myv;
OnHuM 13 KJIIOYOBHUX ACHEKTIB MOJEIIOBAHHS PyXYy € BHUSBICHHS 31TKHEHb

(po3mi3HaBaHHS KOJIi31i) Ta BIAMOBIIHA pPeakilisi HAa HUX (pearyBaHHs Ha Koxiizii). Lle
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Ma€e BUpIIAJbHE 3HAYECHHS B aHIMAIIMHUX MPOEKTax, BiAeoirpax Ta OyIb-IKUX
CHCTEMaX, ¢ 00'€KTH MOBUHHI B3aEMOIISITH MK COOOIO.

o [IpsmokyTHUK 3 ipssMokyTHUKOM (AABB — axis-aligned bounding box)

e Koo 3 kosom

e [IpAMOKYTHHK 3 KOJIOM

e [loJirox 3 moyiroHOM

Metoau 06poOKu:

e [Ipocre BinmToBXyBaHH (restitution)

e 3MiHa BEKTOpa IIBUAKOCTI

e BpaxyBanus koediiieHTa npyxHOCTI

e Jlns OuibIOi peasicTUUHOCTI 00poOKa 31ITKHEHb MOYKE BPAaXOBYBAaTH Macy,

BTpATH €HEprii, TepTs Ta 3CYB.

VY mporpamHiii peamizaiii pyx 00'ekTa OOYHCITIOETHCS TOKPOKOBO, TOOTO B
KOXXKHOMY KajJpl CHMYJIAIIl IMepepaxoBYEThCS HOBAa TO3HUIlsI 00'€éKTa HAa OCHOBI
IIBMIKOCTI Ta IpUCKOpeHHs [4].

Haii6inpi nmomupeHi MeToau:

Mertop Ennepa:

v=v+a-At (6)
x=x+v-A4t (7)

[IpocTuii Ta MIBUAKUHA, aJI€ HE TY’KE TOUHUM.

Meron Bepne (Verlet Integration) — 36epirae cTaOUIBHICTE 1 100pe MIAXOAUTH
Tt GI3UYHUX CUMYJISITIHN.

Meron Pynre-Kyrra — ckimagHilmmii, ajne 1a€ BUCOKY TOUHICTb.
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1.3 3acTocyBanHsl cuMyJIsIllii y irpoBiii Ta HayKoBil iHaYCTPIl

®di3uyHEe MOJIETIOBAHHS - KJIIOYOBHI IHCTPYMEHT y Cy4acHOMY IIpOrpamMmyBaHHi,
IO JI03BOJISIE BIITBOPUTH KOMILJIEKCHI peajibHI SBUINA Yy BIPTYaJbHOMY CBITL. Y
JTBOBUMIPHOMY TIpocTOpl (i3vika pyxy O0O0'€KTIB 3HaMIIIa IMIUPOKE 3aCTOCYBAHHS B
pI3HUX O0JACTAX, TAKUX SIK KOMIT'FOTEpHI irpu, HAYKOBE MOJIECIIOBAHHS, HABYAJbHI
w1aTGopMu Ta TPEHAKEPH.

VY po3poOui irop ¢Gi3MUHI CUMYJSLID BIAICPAaIOTh BU3HAYAJIbHY pOJb Yy
(opMyBaHHI1 peadiCTUYHOrO Ta IMHAMIYHOTO IFPOBOTO CBITY, JIe TPABELb B3AEMOJIIE 3
o0'ekTaMM Tak, HIOM BOHM ICHYIOTh Hacrpap/l. Di3uka B Irpax HE JIMIIE MOJIMIIYE
30BHIIIHIA BUTJIAA 1 TOBEAIHKY 00'€KTIB, a i CyTTE€BO BIUIMBA€ Ha IrpOBUM MpoOIIEC,
poOIIsTYM HOTo OUIBII 3aX0IIMBUM [5].

OcCHOBHI IPUKJIAAX BUKOPUCTAHHS (PI3UKHU B Irpax BKIIOYAIOTh:

e PeamicTuuHuil pyX NEPCOHAXKIB Ta OO0'€KTIB - BpaxyBaHHS MacH, IHEpIIii,
IPUCKOPEHHS Ta OMOPY CepeIOBHINA 3a0e3Meuye MPUPOAHY JHHAMIKY PYXiB.

e ['pagirairis - iMiTallis A iHHS, CTPUOKIB, TOJIBOTY Ta IHITUX BIATIOBIAHUX SBUIII.

e 3iTKHEHHS Ta B3a€EMOJIS - 00'€KTH MOXYTh BIJICKaKyBaTH, IEepeKuaaTucs adbo
pyHHYBaTHCS B 3aJIKHOCTI Bi/I CHUIH yaapy.

e BsaeMomisi 3 OTOYEHHSM - HANPHUKIAN, TPaBellb MOXE INTOBXATH SIIUKH,
CTPUIATH y CTiHH a00 TEpEeMINlyBaTH MPEIMETH.

e JlectpykTuBHa (i3UKa - pyHHYBaHHS 00'€KTIB 3TiHO 3 (PIBUYHUMHU 3aKOHAMH,
MPUKIIAIOM € TUTaT(GopMepH uu apKaju.

o EdexTn - naginHs 4aCTUHOK, pO30pU3KYyBaHHS BOJIH, PYX JIUCTS HA BITP1, BOTOHb,

JIUM Ta 1HII Bi3yaJibHI €EKTH.
®di3uuHi py1Iii, 10 BUKOPUCTOBYIOTHCSA B irpax:

e Box2D - ogun 3 HalimomupeHimux pymriiB 1js 2D-¢i3uku, BUKOPUCTOBYETHCS
y 0aratbox 1HJ1-1rpax.

e Chipmunk2D / Pymunk - pymriii Ha C 3 o6ononkoro jij1st Python.
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e Unity Physics 2D - ¢isuunwmii pymriii, interpoBanuii y Unity, 3acHOBaHUH Ha
Box2D.

e Godot Physics 2D - natuBHM# py1IIii, 1110 mpaiioe y cepenonuiii Godot Engine.
[Ipuknaau irop 3 2D-¢di3ukoro:

Angry Birds - peamicThyHe MOJEIIOBAHHS IMOJBOTY 00’ €KTIB, iX 3ITKHEHb Ta
pyHHYBaHb.

VY rpi peanizoBaHO peariCTUYHUNA pyX NTaXiB Ta €JIEMEHTIB KOHCTPYKIIIH
(6;10kiB, TIaTdOpPM, CBUHEH) BIAMOBIAHO J0 3aKOHIB KIaCHYHOT MexaHiku [6].
[Tpu 3amycKky nTaxa 3 poraTku BpaxoOBY€EThCS:

® [IOYAaTKOBHUH KyT BHJIBOTY Ta CHJIA HATATY (K MPUKIIAJ] — BEKTOP CHJIH);

e rpasirailis, 0 Ji€ TTOCTIHHO BHU3;

e cdeKTH MPUCKOPEHHS, CIIOBUIBHEHHS, 00epTaHHs (TIPH 31TKHEHHSX );

® 3aJICKHICTh TPAEKTOPIT BII MacH, IIBUIKOCTI Ta TUITY 00’ €KTA.

Ile mo3BoJisie KOKHOMY DPIBHIO BITUYBATHUCh YHIKQJIBHUM 1 CTUMYIIOE€ TpaBlis
€KCIIEPUMEHTYBATH 3 TPAEKTOPIEIO TA CUIIOI0 MOCTPLTY.

Bzaemoisg 00’ €KTIB 1 3ITKHEHHS

Okpemy yBary B Ipl NPUILICHO CHCTeMi 3iTKHEHb. [Ipu ymapi mraxom y
CHOpyay:

e BiOYBAETHCS PO3PAXYHOK CHIIH IMITYJIbCY (332 MAaCOIO M IIBUIKICTIO);

® BHU3HAYAETHCS, sIKI 00’ €KTU PYHHYIOTHCS 200 3MINIYIOTHCS;

e Jesiki OJIOKM MOKYTh TIaJaTH OJWH Ha OJJHOTO 200 3HMIIYBAaTH BOPOTiB.
Buxopucrano komOiHOBaHY (PI3UKY >KOPCTKUX T 3 ypaXyBaHHAM MaTepiajiB
(tepeBo, KaMiHb, CKJIO), KOJKEH 13 IKMX Ma€ BJIACHI BIIACTUBOCTIi: Macy, MIITHICTb,
piBeHb TMPYXHOCTI TOMmIO. BHACTIAOK I,OTO TMOBEIIHKAa OO0 €KTIB CTae

nepeadavyBaHo0, aje HIKOJIU HE a0COIFOTHO OJIHAKOBOIO.
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Pucynok 1.1 — 3o6paxkenns rpu Angry Birds

Terraria - yacTkoBe 3acTOCYBaHHs (DI3MKH I TpaBiTaIlii Ta PIAMH.

['paBiTartis B Tpi Iparroe siK craja cuja BHU3, 1110 BIUTMBAE HA MIBUAKICTH
najiHHsg 00’ exTa. L5 cuma BpaxoByeThCs Mij] 4ac CTPUOKIB, MaIHHS 3 BUCOTH, a
TaKOX IT1/1 Yac 3aCTOCYBaHHS IHCTPYMEHTIB (HAPUKIIAJ, KPUJI YU TaKiB).
Koxen 00’exT mae BIacHy Macy Ta ra0apuTu, IO BIUIMBAIOTH Ha Te€, SIK BIH
pearye Ha TpaBiTaIlil0 — Ba)K4l MPEIMETH IIBUIIIC MaJal0Th, JICTII MOXYTh
3aBUcaTH a00 TUTABHO OMYCKATHUCH.

Bci TBepAOTUIBHI OJIOKH Yy TPl MAaIOTh CITYACTY CTPYKTYPY (KOKEH OJIOK
— OKpeMa KIIITHHKA), [0 CIPOIIYe MEPEeBIPKY 3ITKHEHB 1 J03BOJIAE€ 00’ €KTaM
B3aEMOJIISITH 13 CEPEIOBUIIIEM Ha OCHOBI KOOP/IMHAT.

Komu rpasers a60 mpeIMeT CTUKAETHCS 3 0JI0KaMU, CTIPallbOBYE CHCTEMA
KOJII31H, sSiIKa 3ynuHs€E 00’ KT a00 3MIHIOE HOTO TPAEKTOPIIO.

O6po0Oka 3ITKHEeHb peari3oBaHa MPOCTOI0, ajie CTaOUIBHOO JOTIKOI0, SIKa
J03BOJISIE YHUKATU '"3ajdumaHHs" B CTIHAX 1 HEKOPEKTHOr'O IMOBOJIKEHHS TLI

HaBITh y CKJIQAHUX OOy 10BaX.
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Terraria TakoX MIATPUMYE €(PEKTU BIICKOKY, KOJHU, HaNpUKIALI,
NepCoHaXX MIACTPUOYE BiA MPYXKHUX 00’ €KTIB 20O BOPOTH BIUIITAIOTH MICHS
ynapy. Yce e MOJEIOEThCS 3a JONOMOTOK (DI3SMYHMX MHapameTpiB THILY

"mroBxaHHsA", "Biakary" un "iMmynbcy".

Pucynok 1.2 — 300paxxennst rpu Terraria

Limbo - ¢isuka mms B3aemonii 3 00'€ekTamu, TEPEMIMICHHS IUIAT(OPM,
BAXUIBHUX MEXAHI3MIB TOIIIO.

['pa Limbo € 3HaK0BUM NpUKIIa10M BUKOpUCTAHHS (i3uKH y 2D-mipocTopi
K 1HCTPYMEHTY JJIS CTBOPECHHS aTMOC(EpHOTO TeHWMIUICI0, EMOIIIHOTO
3aHYpPEHHSI Ta TJIMO0KOI IHTEPAKTUBHOCTI.

[Ipo€exT moeaHye MIHIMaNICTUYHHUI Bi3yaJlbHUM CTUJIb 13 HAJA3BUYANHO
TOYHOIO (PI3MYHOI0 MOJEIUII0, IO JI03BOJISIE TPaBLIO BIAYYBaTH PyX, Bary Ta

HeOe3MneKy CBITY HAaBKOJIO.
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Pyx mepconaxa B Limbo MonemtoeTscsi 3 ypaxyBaHHSM OCHOBHHX
MIPUHIIUITIB KJIACUYHOI MEXaHIKHU.
I'epoir mae:

® pealiCTUYHY 1HEPIIiI0 — BiH HE MOYMHAE 1 HE 3yNUHSIE PyX MUTTEBO;

® [paBITaIlilO, IO 3MYILIY€E HOT0 MaJaTH 3 BUCOTHU 3 PUCKOPEHHSIM;

® MOXIIUBICTh CTPUOYTH, IO PEANIZYETHCA YEpe3 BEPTUKAIbHY CHIY 3

IMITYJICOM;

® BIIYYTHE TEPTH, 1110 3aM00Irae KOB3aHHIO Ha MOBEPXHSIX.

Pyx Burisijgae 1uiaBHUM, OPUPOJAHMM 1 BOAHOYac BpasznuBuM. Lle cTBoproe
0co0JuBY aTMochepy HANPY>KEHHS Ta KPUXKOCTI, MIICHITIOI0YN TICUXOJIOT TYHU T
e(eKT BiJl IrPOBOTO MPOIIECY.

VY Limbo akTUBHO BHUKOPUCTOBYETHCS MEXaHIKa MaHIMYJIIOBaHHS 00’ €KTaMU.
I'paBens Moxe:

® IITOBXATU Ta TATHYTHU SLIUKHU, KOJIOJHU, IUIATHOPMU;

e [IepecyBaTH BaroBl 00’ €KTH JIJIsl pO3B’I3aHHS FOJIOBOJIOMOK;

® BUKOPHMCTOBYBAaTHM MEXaHI3MH, WO pearyloTh Ha 3MIHy Macu a0o

HOJIOYKEHHS.

Ili ememeHTH MaroTh BiacHi (I3UYHI XapaKTEPUCTUKH — Macy, 00’€M,
MOMEHT 1HEpIIii — 1 BCTYNalTh y B3aEMOJIIO 3 iHIMUMHU Titamu. Hampukian,
HEMpPaBUIbHO pPO3TALIOBAaHUM SIIMK MOXeE BHACTU ab0 NEPEeKUHYTUCH,
SHUIIUBIIK TpaBIl, ado 3a0iiokyBatH muisx. [loBediHka 00'€KTiB MOBHICTIO

3aJIeKUTH BiJl YMOB CE€PEIOBHUIIA Ta BIUIUBY CUJIU 3 OOKY TpaBiis a00 1HIIKX TiJI.
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Pucynoxk 1.3 — 306paxenns rpu Limbo

World of Goo — rpa irpoBa MexaHika sIKOi 0a3y€ThCsl Ha CTBOPCHHI KOHCTPYKITii
3 ypaxyBaHHSAM (PI3UYHUX BIACTUBOCTEH.

I'omoBHa 0COOJMBICTE TPH — MOMIIMBICTH CTBOPIOBATH JWHAMIYHI
KOHCTPYKIIi1 3 BY3JiB 1 3’€JHaHb, Kl pearyiTh Ha Bary, Hampyry, Haxwi 1
30BHIIIHI cuiid. KoXHa KyJbKa IPUEAHYETHCS 10 IHIIUX Yepe3 MPYKHI1 JH1i, 110
npamoTh K  (Qi3uuHl  3’eaHaHHsA. KOHCTpPyKIiT MOXYTh 3THHATHCH,
PO3TATYBATUCS, KOJMBATHUCh a00 HAaBITh OOBAIIOBATUCH — YCE 11€ MOJICIIOETHCS
B peajbHOMY Yaci.

KoxHne 3’enHaHHs Mae:

® BJIACHY JIOBXKUHY, KOPCTKICTh Ta €JIaCTUYHICTH;
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® pEaKIlifo Ha HABAHTAKCHHSI — 3aHAJITO JIOBra Y aCUMETPUYHA CTPYKTYpa
MOYK€ 3pyHHYBAaTHUCh;

e (Di3uyHy HecTaOUIbHICTb, IO JO03BOJISAE peaizyBaTh €QEeKTH THUILY
MasITHUKIB, TPEMTIHHS, PO3TONIyBaHHS.

Bara ko’kHOi KyJIbKM BIUIMBA€ Ha 3arajlbHy CTIAKICTh KOHCTpyKuii. I[Tpu
PO3MIIIEHHI HOBUX €JIEMEHTIB MOTPIOHO BPaXOBYBATH:

® [ICHTP MacH BCI€l CTPYKTYpH;

® TOYKY OTOPH 1 T€, UM PIBHOMIPHO PO3IMOALIICHO HABAHTAXKCHHS;

® TIpaBiTaIlilo, KA MOCTIHHO TSATHE KOHCTPYKIIIIO BHU3.

I'paBenb BUMTHCS PO3YMITH, IO TaKe NEPEBAaHTAXKCHHS, MOMCHT CHJIA Ta
HaBITh TPHUHIMI Baxelss — rpa (akTUYHO HAaBYa€ OCHOBAM MeEXaHIKH 0e3
x)oHUX Gopmy. Lle mocsraeTbes yepes mpsaMy CUMYJIAII0 QI3UYHUX SIBUIIL.
VYc¢i 06’extu B rpi MaroTh TouHo 3aaaHi Collider-u, mo q03Bos€:

® TOYHO MOJENIOBATH 3ITKHEHHS MDK YacTUHAMHM KOHCTPYKIIi Ta

MEPEIIKOIaMU;
® peani3yBaTH BIAIITOBXYBaHHS, SKIIO 00’ €KT PyXa€ThCS 3 HAATO BEITUKOIO
IIIBUKICTIO;

® BpaxOBYBATH TEPTS IO MOBEPXHIX a00 B3a€EMHE MPOKOB3YBAHHS.

Jlesiki piBHI BKJIIOUAIOTh BITPSKH, PIAWHU, BOTOHB 200 3MIHHI rpaBiTalliiiHi
0JISI, IO JIOAA€E CKIATHOCTI (DI3WUHIN CUMYJIALIT i BUMarae rimoIoro aHasi3zy
CHJI y CHCTEMI.

Orxe, (i3uyHe MOJEIIOBaHHA CYTTEBO 30aradye irpoBUi JOCBiI Ta €
HEB1JI’ eMHOIO YaCTHHOIO 0araTh0X Cy4acHHX irop.

Di3uyH1 CUMYJIAIIT ITUPOKO 3aCTOCOBYIOTHCS B HAYII Ta TEXHII JIJIS aHATI3Y Ta
nepen0aueHHs MOBEIIHKHM CKIAJHUX CUCTEM, IO JTO3BOJISE YHUKHYTH HEOOXITHOCTI

MIPOBOJIUTH JOPOTi a00 PU3UKOBAHI €KCIIEPUMEHTH.



18

Pucynok 1.4 — 3o00paxxenns rpu World of Goo

[Ipukitaam 3acToCyBaHHS:

e MexaHika Ta JUHAMIKa T1T - PO3PAaXyHOK TPAEKTOPIA pyXy 00'€KTIB, KOJIMBAHHS
CUCTEM, PO3paXyHOK HaBaHTXKEHb Ta IHIIUX (PI3MUHUX TAPAMETPIB.

e AepoJuHaMiKa Ta TiAPOJWHAMIKA - CUMYJISIIS PyXy piaAvH abo ra3iB HaBKOJIO
00'€KTIB, HAMPUKIIAJ, JJI POCKTYBAHHS JIITAKIB YU aBTOMOOLIIIB.

e KocwmiuHa ramysp - po3paxyHOK pyXy CYIMyTHHKIB, TJITAHETHUX CUCTEM, IMITaIlis
MOCA/I0K HA MOBEPXHIO THIINX 00'€KTIB.

e PobGoroTexHika - mepeBipka MOBEIIHKN MEXaHi3MiB, MaHIMyJISATOPIB, HaBIraIis
y poO0OYOMYy CepeOBHIIIL.

e Meauuna Bi3yamnizallisi - CUMYJISIIISE KPOBOTOKY, PyXiB M'si3iB a00 KICTOK i

JEI0 HABAHTAXXEHHS Ta THIIUX PI3UYHUX (PAKTOPIB.
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Cumynsnii Aat0Th 3MOT'y 3MIHIOBATH MapaMeTPU MOJIENIEN Ta MUTTEBO OTPUMYBATH

pe3yJIbTaTH, MIJBUILYIOYN €(PEKTUBHICTh HAYKOBOI pOOOTH.
[HCTpyMEHTH I HAYKOBUX CUMYJISLIIM:

e MATLAB, Simulink - cepenoBuiia jisi HAyKOBOTO MOJICIIOBAHHS Ta aHAIII3Y
(13UYHUX TPOLECIB.

e COMSOL Multiphysics, ANSYS - st BupimieHHS CKIagHUX (I3UYHUX Ta
THKEHEepHUX 3a]1a4.

e Processing, Python + matplotlib / numpy - m1st Bi3yansHOro MojeIIOBaHHS Ta

00YHCIIeHb Y HAYIIl Ta OCBITI.

Cumynsnii ¢pi3UKH TaKOX IMHUPOKO BUKOPUCTOBYIOTHCSI B OCBITHBOMY TPOIIEC], e
BOHM CIPHUSIOTH Bi3yanmizallii CKJIAQJHUX KOHIIEMIIM Ta KpaloMy 3acBOEHHIO

HABYaJLHOTO MaTepiaiy.
3acToCcyBaHHS B OCBITI:

e JlemoHcTpailis 3akoHiB HeroToHa (cria, Maca, IpUCKOPECHHS).
e BuBueHHs TrpaBiTallii, TepTs Ta MPYKHOCTI.
e AHaJi3 pyXy MasTHUKA, CHaps/1a, CUCTEM TiI.

e MojenoBaHHS €IEKTPOMAarHiTHUX Ipoliecis [8].
[Tpukitanu oCcBITHIX TUIATHOPM:

PhET Interactive Simulations (University of Colorado Boulder) - intepakTuBHi

Bi3yalibH1 CUMYJIAIIT 3 (PI3UKH Ta XiMii.

binbmricte cumymsmii PhET peanizoBani came y ABOBHUMIPHOMY CEpEIOBHIII 3
BUKOPHUCTaHHSM 0a30BUX (DI3MIHUX MO/IEEH Ta Bi3yaJIbHUX €JIEMEHTIB, III0 POOUTH

iX aKTyaJIbHUMH MPUKIIAJIAMA JTST aHATIZY
VYci cumynsamii PhET maroTh crinibHi pucu:

e mnoOynoBaHi y 2D-nipoctopi 3 mpocToro rpadikoro;
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® MOJIENIOITh (PI3UYHI MPOLECH Y pealibHOMY 4aci (pyX T, CHIM, €HEpTis,
31ITKHEHHS, €JEKTPUUHI KOJIa TOLIO);

® MICTATh BI3yalbHI I1HAMKATOPU (BEKTOPU CHJ, WIBUJKICTb, TPAEKTOPII,
3HAYCHHS BEJIUYUH);

® MIATPUMYIOTh IHTEPAKTHBHICTh — KOPUCTYBAad MOXE 3MIHIOBAaTH Macy,

HIBUKICTb, HAMIPSIM CUJIU, KOEPIIEHTH TEPTA, MPY>KHOCTI Ta 1HILIE.

[Ipu upbomy Bci B3aeMolii 0a3yrOThCA Ha peaicCTUYHUX (DIBUYHUX MOJENAX, aje
aJanTOBaHMUX /0 HABYAJIBHOrO (opMary — 3pYYHUX, CTAOUIbHUX 1 BI3yalabHO

3po3yminux [9].

-d
University of Colorado
Boulder
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Pucynoxk 1.5 — INpuxman cumysesirii y PhET Interactive Simulations

Algodoo - me iHTEepakTHBHE IpOrpaMHE CEPEIOBUIINEC JJIS MOJICIIOBAHHS

¢bBuyHux mpoueciB 'y 2D-mpoctopi, opi€eHTOBaHE HAa HABYaHHS, TBOPYICTH 1



21

excriepuMeHTH. llporpama m03BOJsiE CTBOPIOBATH, peaaryBaTH i 3amycKaTH
(13UUH1 CLIEHH, 1€ BC1 00’ €KTHU MOBOAATHCS 3T1IHO 3 3aKOHAMU KJIACUYHOT MEXaHIKH.
BoHa € 4y10BUM NpUKIIa0M NPUKIATHOTO POrpaMHOro 3ade3nedyeHHs, 1e Qpizuka
PYXY € HE IPYTOPSIIHOIO, a IICHTPAIbHOIO (DYHKITIETO, 1110 TIOBHICTIO BU3HAYAE CYTh
IPOAYKTY.

Algodoo 0Ga3yeTbcsi Ha peadicTUYHIA TBOBHMIpHIM (i3WdHii Mozeni: yci
00’€KTH CIEHH MOXKYTh MaTH Macy, MBUIKICTh, IPUCKOPEHHS, TEPTS, MPYKHICTH,
KyTOBY IIBUAKICTb, MOMEHT 1HEPIIIi, IUTbHICTh TOIIO. OOUNCIECHHS BUKOHYETHCS B
pealbHOMY 4aci, 3 ypaxyBaHHSIM:

® TIpaBiTallii — 3a/1a€ThCA II100aTBHO;

® 3ITKHEHb — 3 MOBHOIO MIATPUMKOIO 0araTOKyTHUKIB, KU, CKIAIHUX (PopMm;

® CWJI— MOJKHA 3aCTOCOBYBATH SIK BPYYHY, TaK i aBTOMaTH30BaHO;

e 3’¢IHAHP — MATPUMYIOTHCS INECTEPHI, TOPIIHI, NPYKUHU, MOTOPH,

IIapHIPH TOIIO.

I'paBiti a6o yuHi MOXXYTh CTBOPIOBATH SIK MPOCTI 00’ €KTH (HAPHUKIIAI, M’ s,
0JI0K a00 MOXITY TUIONTHMHY ), TaK 1 CKJIaJIHI MexaH13MU (i) TH, aBTOMOOLITI, IMYIIKH,
pEeBEpCUBHI TIepeadl, TOJMHHUKOBI MEXaHI3MH ).

OcooOmuBicTio Algodoo € BizyanbHe MopentoBaHHS. KokeH eleMeHT Mo)KHa
3MiHIOBaTH 0€3 HaIMCaHHs KOAY — BC1 IMapaMeTpH JTOCTYITHI Yyepe3 iHTepderic:

® Macy, KoJiip, TeKCTypy, Matepiall, KoediIieHT IPY>KHOCTI, TEPTS, PYX, TOIIO.

e O0’eKTH MOXKHA!

® pyXaTu BPY4YHY MUIIICIO;

® [IyCKaTH B Jif0 (KATUTH, KUJIATH, IITOBXATH);

® [pUB’SA3yBaTH A0 IHIMMX TUT (HAMPUKIAA, CTBOPUTH IIABICHUN MICT 13

IPYXKHUH);

® CTBOPIOBATH JATYHMKH 1 TPUTEPH (K1 PearyroTh Ha JOTHK, IBUIKICTh, KyT).

Ile mo3BOJIsIE CTBOPIOBATH MOBHOIIIHHI €KCIIEPUMEHTH a00 JEMOHCTpAIlIi.
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Pucynox 1.6 — Ipuxman cumyssiii y Algodoo

Scratch + Physics extensions - MOKJIUBICTh JIs IIKOJISIPIB CTBOPIOBATH BIACHI
CUMYJISITT 3 TPOCTUMH (I3UIHUMHU €(PEeKTaMHU.

Xoua 6azoBa Bepcis Scratch He BkiIIOYae peanicTUYHY (Bi3UKY, MOMKIMBICTD
MJIKJTIOUYEHHS. PO3IIUpeHb (extensions), 30kpema Physics Engine (Box2D-based),
Jae 3MOTy peamizyBatu NpocTi ¢izumuni moxeni y 2D-npoctopi. Ile BimkpuBae
JOCTYII IO CTBOPEHHS CUMYJIAIIIN 13 MITPUMKOIO TpaBiTallii, MacH, TePTS, 3ITKHCHD,
MPY>KHOCTI TOIIO HABITH JJII KOPUCTYBAYIB O€3 JOCBIMY MPOrpaMyBaHHS.

[Ticns minkimrodeHHs (HI3MYHOTO PO3IMIUPEHHS , Y KOPUCTyBaya 3’ SIBISIOTHCS

HOBI OJIOKH, SIK1 JIO3BOJISIOTE:

e Tmpu3HauuTH 00’ €KTy ¢izmuHe TiIo (static, dynamic, sensor);
® 3MIHIOBAaTH Macy, TpaBiTailito, TepTs, bounciness;
® 3aCTOCOBYBATH CUJIYy UM IMITYJIbC 10 00’ €KTA;

® BUSBIIATH 31ITKHEHHS MK (PI3MYHUMHU TUIAMU;
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® BHUKOPHUCTOBYBAaTM 3’€lIHAHHS  (joints) JUisl  CTBOPEHHS  MIABICHUX

KOHCTPYKIII}.
KopuctyBaui MOXYTbh CTBOPIOBATH CLIEHH, B SIKUX 00’ €KTH:

® [1a/1al0Th 1] BILIMBOM TpaBiTallii,

® 3ICKaKyIOTh 13 INIATPOPM 13 ypaxyBaHHSIM MPYKHOCTI;

® KOB3al0Th a00 CHIOBUIbHIOIOTHCS 3aJI€KHO BIJ] TEPTS;

® IIITOBXAKThCS a00 00€PTAOTHCSI BHACIIOK MPUKJIIAJICHOT CUJTH;

® pearyloTh Ha 31ITKHEHHS 31 CTIHAMHU, MIJIOT00, THIITUMHU TUIAMH.

Takox MoxHa OyayBaTH TIPOCTY CHUMYJISIIIO: MasTHUKU, KyJi, MEXaHI3MH,

TPaHCHOPT.

—y—

—
I} Gravity, Density and Bounce - Final Version.sbx Scripts Costumes Sound

= I Motion I Events

I Looks I Control
I Sound I Sensing
I Pen I Operators

J Data More Block

Make a Block
Add an Extension

Load Experimental Extension

Griffpatch Box2D v

. Box2D Available

Init World; scale lmzmgr

Define Type dynamic Densi

p—y

' ) Define Polygon, points: [JEE
ﬁ L
: Create Body BENE at x: ﬂ v:

Pucynoxk 1.7 — [puknan cumyssmnii y Scratch
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Taki cucteMu COpUsIOTH PO3BUTKY IHKEHEPHOI'O MHCIICHHS, YMIHHIO MpalloBaTh 3

MOJIEISIMU Ta PO3YMIHHIO TPUYMHHO-HACTIIKOBUX 3B’ S3KIB.

1.4 BucHoBok 10 po3ainy 1

VY mnepmioMy po3aiii Oya0 MPOBEICHO PETENbHE IJOCHIIIKEHHS MPEeIMETHOT
cdepu, sIKa CTOCYETbCS MOJENIOBaHHS (DI3UKH PyXy B ABOBUMIPHOMY MPOCTOPI, IO
JI03BOJIUJIO OOTPYHTYBAaTH AaKTyaJdbHICTh Ta BaXXJIUBICTh PO3POOKH BIAMOBIIHOTO
IpOTPaMHOTO 3a0e3MeYeHHS.

Sk moxkasye mpakThkKa (QI3UYHI CUMYJISIII € TOTY>KHUM 1HCTPYMEHTOM, SKUH
IIMPOKO 3aCTOCOBYETHCS Y PI3HOMAHITHUX cepax: Bl iIrpOBOi IHAYCTPIi 10 HAYKOBHX
JOCTIDKEHb Ta OCBITH. 3aBASKU (DI3SMUHOMY MOJICIIOBAaHHIO MOXXHa CTBOPIOBATH
IHTYITUBHO 3pO3yMUI1, peaiCTUYH1 CUCTEMH, 1110 JEMOHCTPYIOTh MOBEIIHKY T1JI 3T'1IHO
3 3aKOHAMU KJIACHYHOI MexaHIKh. OCOOJIMBO BAXKIUBOIO € MOXKIIUBICTh BIATBOPEHHS
TaKWUX SIBUIIL, SIK TpaBiTaIlisl, CUJIa TePTs, 3ITKHEHHSI, THEPIis, BIACKOK 1 TPAEKTOPISA PYXY.

Y migpo3aini, mNpucBiYeHOMY oOcHOBaM ¢i3uku y 2D-mpocrtopi, Oyio
PO3MITHYTO KJIIOUOB1 TOHSATTS, SIKI CKJIaMal0Th (YHIAMEHT OYIb-SKOi CHUMYJIAII:
IIOJIOXKEHHS, IIBUJIKICTh, IPUCKOPEHHS, Maca, cuiia. bynu po3rissHyTi 6a30B1 piBHSHHS
pyXy, TUIOHU CWJ, IO HailyacTilie BUKOPHUCTOBYIOThCSI B MOJICTIOBaHHI, a TaKOX
NPUHIIMITK BUSBICHHS Ta 0OpoOKHM 3iTKHEHb MK o0'ekramu. Okpemy yBary Oyio
MPUIIJICHO YHCIOBHM METOJaM 1HTETPYBaHHS, SKI JIO3BOJISIOTH OOYHCIIIOBATH
MIOJIOKEHHS 00'€KTIB Yy TUCKPETHI MOMEHTH Yacy.

Po3nin TakoX BUCBITIWB IIMPOKE BUKOPUCTAHHS (PI3UYHUX CHUMYISIINA Ha
MPaKTHIll: 30KpeMa, B KOMIT'IOTEPHHX irpax, Je (i3uKa J03BOJISE€ 3HAYHO IiBHIIHTH
piBEHb peai3My Ta 3ajJydeHHsS KOPHUCTyBaya, a TaKOXX Y HAYKOBHX Ta OCBITHIX
MPOrPaMHUX MPOAYKTaX, 110 HAJaI0Th MOKJIMBICTh BUBYATH CKJIA/IHI (Di3MYHI IPOIIECH

0e3 HeOOX1THOCTI MPOBEICHHS JOPOruX a00 HeOe3NMeYHUX EKCIIEPUMEHTIB.
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[IpoBenenuii anani3 nae 3Mory chopmyBaTH YiTKE pO3YMIHHS 3a]ad, SIKI Ma€
BUPIIIYBaTH CHCTEMA, IO PO3POOJSETHCS, @ TAKOK BU3HAYUTH NIAXOAM, 110 OyAYyTh

3aCTOCOBaHI IIpH 1l peasizarii.
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2 OITUC TEXHIYHOI PEAJIIBAIIIL TA PO3POBKA AJITOPUTMY

2.1 O0rpyHTyBaHHSI BUOOPY IHCTPYMEHTIB TeXHIYHOI peasi3amil

JUisi BTUIEHHSI MpOTrpaMHOro 3abe3nedyeHHs, sike iMiTye (i3uky pyxy B 2D
npocTopi, Oyyno oOpaHO akTyajdbHe cepenoBuiine po3podku — Unity. OCHOBHOIO
MiICTaBOIO JJISI TAaKOTO pilieHHs € Te, mo Unity mponoHye 3py4Hi iHCTPYMEHTH st
CTBOPEHHS JIBOBUMIPHUX JOJATKIB 3 IHTErpoBaHUM (i3uyHuUM pymriem. Py
0a3yeThCs Ha TepeBipeHiit yacoMm TexHosorii Box2D, ska mgae 3Mory aBTOMaTH4HO
oOpoONsATH CUJIM, 3ITKHEHHS, TEPTs, BIACKOKM Ta IHII (I3MYHI B3AEMOAIT MIXK
o0’extamu. lle 3HAYHO mMoOJerurye mporec po3poOKH, ajpke OUIBIIICTh PYTHUHHUX
(G13MYHUX PO3PAaXyHKIB BUKOHYETHCS PYILIIEM aBTOMATHYHO, & PO3POOHUKY JOCTATHHO

Unity TakoX Mae 3pydyHHM BI3yaJIbHUH pENaKTOp CICHHU, SKUW J103BOJISE
CTBOPIOBATH, TEpeMIllaThd W 3MIHIOBAaTH 00’€KTH Oe3MocepeHh0 B CEPEJIOBHIII
PO3p00OKH. 3aBIsIKU KOMIIOHEHTHIHM apXITEKTYypi JIeTKo KOMOiHyBaTH rpadiuHi, Gpi3udH1
Ta JIOT1YHI €JIEMEHTH: KOKHHUI 00’ €KT CKIIAA€EThCS 3 HA0OPY KOMIIOHEHTIB, TAKHX K
Transform, SpriteRenderer, Rigidbody2D Ta Collider2D, siki Bu3Ha4atoTh 30BHIIIHIMI
BUTJIS, PO3TAIlyBaHHS B MPOCTOPI, (PI3UYHI BIACTUBOCTI Ta 3aTHICTh B3a€EMOJIIATH 3
THIIUMU T1TaMH.

Jlnst manrcanss oriku B Unity BUKOPUCTOBYETHCS MOBa mporpamyBanas CH#,
gKa € Cy4YaCHOIO, CTPOr0 THITI30BAaHOIO Ta THY4YKor. BoHa migTpumye 006'€KTHO-
OpIEHTOBAHUM MIAXiJd, JAeNeraTH, MoJlii, CHCTeMY KJIAaciB 1 Ma€ BHCOKY CYMICHICTb i3
penakropom Visual Studio. [le mae 3mory epextuBHO peanizyBatu 00poOKy (Pi3MIHUX
MO/TiiA, B3a€MOJIII0 KOPUCTYBava 3 00'€KTaMM, a TaKOX MPOTrpPaMHE 3MIHIOBAaHHS CHIIH,
MIBUJIKOCTI, HAMPSAMKY PyXy Ta IHITUX MapaMmeTpiB y peasbHOMY daci [11].

[le onmuiero cyrreBoto mepeBaroro Unity € Ti kpocmiatdopmeHicTsb. [Ipoexr,
cTBOpeHui y cepenoBuili Unity, 3a HEOOXITHOCTI JIETKO €KCIIOPTYEThCS Mia Pi3HI

omepalliifHi cucremu Ta npuctpoi — Windows, Android, 10S, WebGL, Linux Too.
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Ile BimkpuBae IMMPOKI MOMKIUBOCTI JUIsl MOJAIBUIOTO PO3BUTKY MPOTrPaMHOIO
MPOAYKTY, HOoro macmrabyBaHHS a00 PO3TOPTaHHS y BUIIISAI BEO-3aCTOCYHKY YU
MOOUIBHOI TPOrPAMH.

Kpim Toro, Bemmka crnuibHOTa po3poOHMKiB Unity, posnora odimiitHa
JOKYMEHTAIlisl, TOCTYIHI TyTOplaidy i MPUKIIAIU KOy CYTTEBO MPUCKOPIOIOTH MPOLEC
HaBYaHHS 1 po3po0Kku. [cHye 631114 rOTOBUX PIIIEHb, IUIATIHIB 1 010J110TEK, K1 MOXKYTh
OyTH IHTEerpoBaHi B POEKT 3a nmotpedu [13].

Bei i daktopu pazom pobnare Unity ONTHManbHUM CEpPEOBUILEM IS
peainizanii nporpaMHoro 3ade3neueHHs, o iMitye Gi3UKy pyxy Tl y 2D-npoctopi.
Bubip 1miei mmarpopmu 3abe3nedye THYUKICTh, MPOAYKTUBHICTh Ta HAJINHICTD
PO3pOOKH, Tat0YM MOXKJIUBICTB 30CEPEAUTUCH OE3MTOCEPETHBO Ha BTUICHH] AJITOPUTMIB

(b13UYHUX B3a€EMO/TIN.

2.2 Onuc BUKOPUCTAHOI TEXHOIOTII

Po3pobnene mnporpamue 3abe3nedeHHs MpU3HAYEHE [JIs MOJIETIOBAHHS
GI3UYHUX SBUI PYXy 00'€EKTIB Y JBOBUMIPHOMY MPOCTOPI, IPYHTYIOUHUCH Ha 6a30BUX
3aKoHaX MeXxaHiku. OCHOBHA i/ied TOJSATAE y CTBOPEHHI MPOCTOPY, JI€ PO3TalIOBaHI
¢bi3u4H1 TiTa, SIKI B3aEMOJIIFOTh OJHE 3 OJHHUM ITiJl BIUIMBOM CHJI, TAKUX SK TSDKIHHSA,
TEPTS Ta TPYXKHICTh, 3 ypaxyBaHHSAM iX Macu Ta IHIIUX BiacTuBoctei. Unity
3a0e3reuye MOXJIMBICTh aBTOMATHYHO BHUKOHYBATH Il PO3PaxyHKH 3aBASKH
BOynoBanomy 2D-¢dizuunomy pymiiro.

OYHKI[IOHYBaHHS CUCTEMH TOYUHAETHCS 3 (HOPMYBAHHS OCHOBHOI CIIEHH, /IO
AKOT JTOJAIOThCS CTAaTHYHI €JEMEHTH OTOYCHHS (Hampukiaj, TatGopmu, CTiHH,
0OMEKEHHS) Ta NTMHAMIYHI 00'€KTH, sIKi OyIyTh MiJAMaBaTHCS BIUIMBY (DI3UYHUX CHIL.
Koxen nuHamiuamii 00'ekT oTpumye kommoHeHT Rigidbody2D, mo pobuts itoro
qyTauBUM 110 Gi3uku, Ta BinmoBinuuid Collider2D, o 103Bossie HoMy B3a€MOJISTH 3
IHITUMHU 00'€KTaMH MPU 3ITKHEHHSX.

HactynHuii kpok — HajlamITyBaHHsS MapaMmeTpiB (PI3MUHOrO cepeoBHUIIA.

3okpema, uepe3 Project Settings — Physics 2D 3amgaeTbcst 3arajibHHl BEKTOP
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rpaBiTallii, 3a3BMYail COpsIMOBaHUM BHU3 110 0c1 Y. OKpemi 00'€KTU MOKYTh MaTH CBOi
VHIKaJIbH1 BJIACTHBOCTI: Macy, JIIHIMHE Ta KyTOBE TepTs, KOEQILUIEHT MPYKHOCTI
(bounciness), ooOmMexeHHs Ha o0epTaHHs a00 MIBUIKICTh MaIHHS.

[Ticns 1mimianizanii Bii0yBa€TbCsl OCHOBHUM (DI3UYHUMN IIUKJI, IO 3aITyCKAETHCSA
Ha KO’XHOMY Kajipi 3a nornomororw (ynkiii FixedUpdate() — 1ie cnenianbHuil MeTO/
Unity, 1110 BUKJIUKAETHCS 3 PIKCOBAHUM YaCOBUM IHTEPBAJIOM, HE3AJICKHO BiJl YaCTOTH
OHOBJIEHHS Tpa ik, IO rapaHTye cTabUIbHY pOOOTY (PI3UYHUX CUCTEM.

B pamkax mporo mukiy KoKHE (i3MYHE TiJIO OHOBIIIOE CBOI KOOPJHHATH
BIJIMOBIHO JI0 MPHKJIAJACHUX 0 HHOro cwil. Hampukman, rpaBitailisi aBTOMaTHIHO
IPUCKOPIOE 00'€KT BHU3, a TPH KOHTAKTI 3 IOBEPXHEIO BUHUKAIOTh CUJIH PEAKITii, TEPTS
Ta BIJICKOKY. Y BHITQJIKY, SIKIIIO 00’€KT OTPUMYE JIOAATKOBY CHJIY — HANPHUKIIAJ, B
pe3yNbTaTi B3a€MOJIT 3 TpaBIEeM — I MOKHA MPOTPaMHO 3aCTOCYBATHU Y€PE3 METOJ
AddForce(), 1o gae 3Mory CTBOprOBaTH €(PEKTH IITOBXaHHS, BUOYXY a00 KEPOBAHOTO
pPyXy.

3ITKHeHHS MDK TiTaMu OOpOOJISIOThCA BHYTpImIHIM MexaHizMoM  Unity.
KomnonenTu Collider2D B3aemoaitoTh Mixk COO0F0 aBTOMAaTHYHO, a PO3POOHUK MOXKE
BIJICTe)KYBaTH TOAIi 3iTKHEHHS 3a jgomomororo MeroAiB OnCollisionEnter2D(),
OnCollisionStay2D() Ta OnCollisionExit2D(), sKki 103BOISAIOTH peasli3yBaTh
JOJIATKOBY JIOTIKY Y BIIMOBiAb HA JOTUK — HAIPHUKIIAJ, 3YIIUHKY, 3HUIICHHS 00'€KTa,
3MiHY KOJIBOPY a00 3BYKOBHUM e(eKT.

VY Bumajaky, Ko 00’€KTH HEOOXIMHO T€HEepPYBATH IMi Yac poOOTH MPOrpaMu
(HampuKIIa, MPU HaTUCKAHHI KHOIMKH ), BAKOPUCTOBYIOThCA GyHKIT Instantiate(), ki
JUHAMIYHO JIOJAl0Th HOBI €JIEMEHTH JI0 CIICHHW, OApa3y HAIUIAI0UM iX (I3UYHUMH
BIIACTUBOCTSIMHU.

OcobnuBy ponb Bifirpae cuctema Bisyamizarii. He3Baxarounm Ha Te, IO
KOOpJWHATH 00’ €KTa OOYUCITIOITHCS (DI3UIHUM PYIIIEM, TIEPEMIIIIEHHS Ta 00epTaHHS
BI3yaJIbHOTO €JIEMEHTY (CrpaiTa) aBTOMAaTUYHO CHHXPOHI3YIOTHCS Yepe3 KOMIIOHCHT
Transform. TakumM 4yuHOM, KOpUCTyBau OauuTh IUIABHUM, pealiCTUUYHHUM pyx 0Oe3

oTpeOr PyYHOTO OHOBJICHHS KOOpauHaT.[9]
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Takox MOXJIMBE BHUKOPUCTAaHHS BI3yaJlbHUX IHJUKATOPIB, SIKI TOKa3ylOTh
HaIpsIMOK CWJIM, TPAEKTOPII0 a00 MIBUAKICTh 00’€KTa. [l 1bOro 3acTOCOBYIOTHCS
Gizmos, LineRenderer a6o Ul-enemenTn.

3arajgpHa NOCIIIOBHICTh POOOTH MPOTpaMu:

micyisl 3alycKy CLEHM BinOyBaeThCs IHIMIANMIZALiSA (PI3MYHUX MapaMeTpiB
o0’extiB, nami B umkiai FixedUpdate oOuuciioeTbecsi BIUIMB CHII, OOpOOJISAIOTHCA
31ITKHEHHS ¥ OHOBJIIOIOTHCS MO3UIL1i, 1110 3aBEPIIYETHCS BITOOPAXKEHHSIM HOBOT'O CTaHY
cuenu. Bei B3aemo/1ii 3 KOpucTyBaueM — CTBOPEHHS HOBHUX T1J1, 3aCTOCYBAaHHSI CUJT 200
3MiHA MapaMeTpiB — 0OPOOIISIIOTHCS ACHHXPOHHO Y BIJINOBIIb HA MOII.

Takum uymHom, Unity no3Bosisie po3poOutu e(eKTUBHY, THYYKY Ta
MacmTaboBaHy CUCTEMY CUMYJLi ¢i3uku y 2D-npocTopi 3 BUCOKOIO TOYHICTIO Ta

IHTEPaKTUBHICTIO.

2.3 Onuc ajaropuTMy y BUIJISII cXeMU

JI1st 3pydHOCTI pO3yMiHHS mpoliecy poOoTu cuMyiisiiii ¢izuxku y 2D-nipocropi
Ha ©0a3i Unity, HWXYe TNPENCTAaBICHO CIPOIIEHY OJIOK-CXEMY alrOpUTMy, IO
BiJI0Opakae OCHOBHI eTany poOOTH 3aCTOCYHKY, a caMe:
[Himianizalis CleHH.
[TpusHaveHHs Hi3UYHUX TTapaMETPiB.
Ocnonuii ki FixedUpdate.

Bizyaunizartis cuieHu.

o~ w0 D

OO6pobxka it KopucTyBaya.



o

1

IHiWianizauia cueHn

-Kamepa

-O6ekTn cepeaoBULLA

-Tina 3 Rigidbody2D
v

2
MpusHa4yeHHn Pi3n4HMX

napameTpie:
-Maca
-Cuna TaxiHHA

-TepTa, NOTYXHICTb
v
3
OcHosHuii ynkn FixedUpdate
-O6uYMCneHHs cum

-BU3HAYEHHA 3ITKHEHb
-Peaxuia Ha Bzaemogji

v

4
Bisyanizauis cueHu

-OHOBNEHHA NO3ULLA
-Blgo6paxeHHsa pyxy

-
O6pobka gii kopucTyBava
-Knasuwi/muwka

-3miHa cunn
-CrBopeHHn 00'exTiB

(o )

Pucynok 2.1 — briok-cxema noriku ¢iznanoi cumyssiii B Unity
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OCHOBHI KOMIIOHEHTH, BUKopucTaHi B Unity:

e Rigidbody2D — romoBHuii KOMIOHEHT i ¢i3ukd. Bu3Hauae Macy,
IpaBiTallilo, MIBUAKICTh, TPUCKOPEHHS.

e Collider2D (BoxCollider2D, CircleCollider2D) — no3Bossie BUSABIATH
31ITKHEHHS M 00’ €KTaMHU.

e Physics2D — BHyTpilHI{ pylIid, SSKAH OOYMCIIOE CUIIH, 3ITKHCHHS, TEPT,
BIJICKOKH TOIIIO.

e FixedUpdate() — crnemianpauit Mmetoa Unity, sSIKHH BUKOHYETHCS 3 (PIKCOBAaHUM
IHTEpBAJIOM Yacy JUisl CTaOUIbHOT (QI3UKH.

e AddForce(Vector2 force) — 3acTocoBye cuity 10 Tijla B IEBHOMY HAIPSIMKY.

e OnCollisionEnter2D() — meTos as 00poOKHM MOIii 3iITKHEHHS.

2.4 BUCHOBOK 10 po3aijiy 2

Y npyromy po3aiai Oyino 30cepeKeHO yBary Ha TEXHOJIOTIYHIM 6a3i s
PO3pOOKH MPOTPAMHOTO MPOAYKTY, MPU3HAUEHOTO JJIs iMiTallii (pi3uKH pyxy 00'€KTiB
y IBOBUMIpHOMY TipocTopi. byno aprymentoBano Bubip pymriss Unity K KIFO4OBOTO
THCTPYMEHTY PO3pOOKH, BpaXOBYIOUH HOTO 3HAUHUM () YHKITIOHAN, APYKHIH iHTEpdEHC,
iHTerpoBany (GI3UYHY CHUCTeMy Ha ocHOBi Box2D, cyMmicHICTB 13 MOBOIO
nporpamyBadHs C#, a TakoXK pO3IIMPEHY €KOCHCTEMY, IO 3a0e3neuye MpUCKopeHe
CTBOPEHHS, TECTyBaHHS Ta MacIITA0yBaHHS MPOTPAMHUX PIllICHb.

OxpecieHo 3aradbHUN MIAXIA 10 BTUICHHS CUMYJAIIl (I3MYHUX TPOLECIB Y
Unity. Hagano TexcToBuii onuc GyHKI[IOHYBaHHS OCHOBHOTO (DI3UYHOTO aNTrOpUTMY,
SKUW BKJIIOYAE €TalM: MOYaTKOBE HAJANITYBAaHHS CIICHW, BCTAHOBJICHHS (DI3MUHUX
napameTpiB, 00pobOka ¢izmunux B3aemonin B mukim FixedUpdate Ta BimoOpakeHHS
PE3yNbTATIB HAa €KpaHi. AKIIEHTOBAHO yBary Ha MO>KJIMBOCTI MPOTPAMHO1 B3a€MOIII 3
00’€KTaMu — 3aCTOCYBaHHsS CHJIM, JOJaBaHHS HOBHX TUI, OOpoOKa 3ITKHEHb 1

CTBOPEHHS BI3yalbHUX €(EKTIB.
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Posrnsinyta cTpykTypa 3a0e3nedye THYYKICTh y peanii3ailii OCHOBHUX 3aKOHIB
MEXaHIKHd B IBOBUMIPHOMY CEpEIOBHILI, MOJEIIOIOUH MOBEAIHKY T 3 ypaxyBaHHIM
rpaBiTallii, TEPTs, IPY>KHOCTI, MAaCH, a TAKOXK JI03BOJISIE IPUPOIHY B3aEMO/1I0 00'EKTIB
MDK €000 Ta 3 KopucTyBaueM. Unity aBTOMaru3ye OUIBIIICTh HU3BKOPIBHEBHUX
00YHCIIEHb, II0 JO3BOJISIE 30CEPEAUTHCS Ha MPOEKTYBAaHH1 (PI3UYHUX CIIEH 1 CTBOPEHHI

NOTPIOHOT MOBEIIHKHU.
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3 PEAJIIBALIA TPOT'PAMHOI'O 3ABE3ITEYEHHSA 1A
PEAJIIBALIL ®I3UKHU PYXY OB’EKTIB Y 2D IPOCTOPI

3.1 O0rpyHTyBaHHS1 BUOOPY MOBH NPOrpaMyBaHHA

JUist po3poOKH TPOrpaMHOro 3a0e3MEeUeHHs, 10 CUMYJIOE pyX OO'€KTIB y
JBOBUMIPDHOMY TpOCTOpi, Oys0o oOpaHo MoBy mporpamyBaHHs C# y MHO€qHAHHI 3
irpoBuM pyuriem Unity. Lle pimenHs 6a3yerbcs Ha peTeIbHOMY aHaNi31 TEXHIYHHUX
cnenudikallii, GyHKIIOHAIbHUX MOKIIMBOCTEN Ta BpaXyBaHHI niepesar 1 HeomikiB C#
ta Unity y HOpIBHSIHHI 3 IHIIMMHU MOBaMHu, 30Kpema, 3 Python.

[Ipu BuOOPI BpaxoByBaJIMCA KOHKPETHI BHUMOTH MpeIMETHOI 00jacTi:
HEOOXIHICTh peanizailii TOYHOT PI3UYHOT CUMYIISAIIT PyXy, IHTErpallis 3 Bi3yalbHUM
CepeoBUIIEM PO3POOKH, a TaKOXK 3a0e3MedeHHs B3aEMO/Iii 00'€KTIB Y TBOBUMIPHOMY
npoctopi. Kpim Toro, Oymo BaxJIMBO 3a0€3NMEYUTH IIBUJKE TECTyBaHHS,
HaJIaro/KEHHs Ta MaciiTtaboBaHicTh cuctemu [10-12].

[TepeBaru C# ta Unity.

1. T'nuboka iHTerpamiss izuyHoro pymris — Unity Hamae MOTYKHUN Ta
onTtuMizoBaHul 2D-(i3uyHUN IBUTYH 13 MATpUMKOIO KoMmIoHeHTIB Rigidbody2D,
Collider2D Ta cui, 110 3Ha4YHO MOJICTIITYE PO3POOKY pealicTUYHOIO PyXy 00’ €KTiB O6€3
noTpedu mucaTu Gpi3udHI aNTOPUTMHU 3 HYJIIA.

2. OOG’extHO-OpieHTOBaHe TporpamyBanHs (OOIl) — C# minTpumye 4iTKy
napagurmy OOIIL, mo nae 3Mory CTpyKTypyBaTH KOJ 3a KjacamH, CTBOPIOBATH
KOMIIOHEHTH, IO TIOBTOPHO BHUKOPHUCTOBYIOTHCS, Ta MIATPUMYBATH YHUCTOTY
apxiTeKTypH, 110 BKpail BaXJIMBO MPU MacIITa0yBaHHI POEKTY.

3. Ilotyxne cepenoBuine po3podku — Unity nOpornoHye I1HTErpOBaHUI
BI3yaJIbHUM pEaKTop, A€ MOXHA B PEKUMI PEabHOTO Yacy 3MIHIOBATU MapamMeTpu

¢b13uKH, aHIMaIlll Ta HAJIaroKyBaTH KO/, 1110 3HAYHO MPHUCKOPIOE UK PO3POOKH.
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4. Hupoka exocucteMa Ta miaTpuMka — Unity mae Benukuil oOcsr
JOKYMEHTallll, TOTOBUX O1010T€K Ta MPHUKIAAIB, L0 MOJErMye MBUIKUA MOUIYK
pillieHb I TUIIOBHMX 3aJ]a4 Ta IHTErpailiro JoaaTkoBux GpyHkiii[10-12].

5. KpocmnardopmHuicTh — mnporpamu, ctBopeHi B Unity, MOXHa 3alycKaTH Ha
PI3HUX ONepaliifHUX CUCTEMAX Ta MPUCTPOAX O0€3 CePHO3HUX 3MIH Y KO/

6. IlponyktuBHicTh — C# KOMOUTIOETBCA y OaWT-KOJ, SKUH BHKOHYETHCS
mBUAKO, a onTtumizamii Unity naioTh 3MOry e(QEeKTHBHO INpalloBaTH HaBITh 31
CKJIAQAHUMU (QI3UMYHUMH CUMYJISIISIMUA B pEalbHOMY Yacl.

Henoniku C# ta Unity.

1. CkiamHiCTh Ha TTIOYaTKOBOMY eTari — JJisi HoBaukiB po6ota 3 Unity Ta C#
MOKE 3JIaTHCSl CKJIQJHOI Yepe3 BEIUKY KUIbKICTh (YHKI[IOHAIBHOCTI, MOTPeOy
PO3yMITH KOMIIOHEHTH pyiiis Ta npuHiunu OOIL.

2. Benuki po3Mipu IpOEKTy Ta pecypcoeMHICT, — Unity Mae BeMKUI pO3Mip
IHCTAIAMIMHUX (PaiiIiB Ta CTBOPIOBAHMX IPOCKTIB, IO MOXKe OyTH 3aliBUM IS
HaJ3BUYATHO mpocTux 2D-irop abo CUMYIISIIIH.

3. 3aNexHiCcTh BiJ pyllis — po3poOKa TICHO MOB’si3aHa 3 TuiaTdopmoro Unity,
110 YCKJIAIHIOE MePEHECeHHs Ha i TexHoorii[10-12].

ITepeBaru Python.

1. IIpocToTa Ta unTabenapHICTh KOay — Python mMae 3po3yminuii Ta TakOHIYHHI
CHUHTAKCHC, 1[0 3HAYHO CIIPOIIYE PO3pOOKYy Ta MATPUMKY KOy, OCOOJIMBO HA PaHHIX
eTamnax MmpoeKTy.

2. llIBunke MpOTOTHUITYBaHHS — 3aBJASIKU MPOCTOTI CHHTAKCHUCY Ta BEIHMKIN
KUIBKOCTI TOTOBHX Oi0miorek (Hampukian, Pygame mus 2D rpadikm), po3podka
0a30BUX (QPYHKIIIH BiIOYBAETHCS AYKE MIBUIKO.

3. Po3BuneH1 610:110TeKH 7151 HAYKOBHUX PO3paxyHKiB — Taki makeTu sk NumPy,
SciPy, Matplotlib Ta iHmI HagalOTh TOTYXHI ITHCTPYMEHTH IJIsi MATEMaTHYHOTO
MOJIETIIOBAaHHS, 1110 € KOPUCHUM Il CTBOPEHHS (PI3UYHUX MOJIETICH.

4. Benuka CHuIbHOTA Ta PECYPCH — HASIBHICTh BEJUKOI KUIBKOCT1 HaBYAJIbHUX
MarepialliB Ta MATPUMKHU JJa€ 3MOTY JIETKO 3HAXOJAUTH PIIICHHS ISl pi3HUX 3a/1au.

Henoniku Python y konTekcTi po3pobku 2D ¢izukmu.
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1. BincyTtHicTh BOymHoBaHOTO (i3M4HOTO pyIis — Ha BiqMminy Bin Unity, Python
HE Ma€ TOTOBUX KOMITIOHEHTIB JIJIs1 0OpOOKH (PI3UKH Ta 31TKHEHB B Irpax, 10 MOTpedye
PO3pOOKH IIUX MEXaHI3MIB 3 HyJsl a00 BUKOPUCTAHHS CTOPOHHIX O10J10TEK, K1 HE
3aBXKIH € JOCTaTHHO ONITHMIi30BaHUMHU.

2. Hwusbka mponyKTHUBHICTh — OyIy4M IHTEpIpPETOBaHOI MOBOIO, Python
3HAYHO MOBUIBHIIINN 32 KOMIIIbOBaH1 MOBH, 1110 KPUTUYHO MIPU 0OUHCIEHH] (D13UKH B
pearlbHOMY Yaci, 0COOJIMBO JJIsl IHTEPAKTUBHUX JIOJATKIB.

3. OOMexxeH1 MOKIIMBOCTI JJisl 1HTepakTUBHOT 2D rpadiku — 0610110TeKH Ha
kwrtant Pygame MawoTh MeHmUMNA (QyHKIIOHAT Ta THY4YKicTh, HDK Unity, Ta
noTpeOyI0Th OUIbIIE 3yCHIIb JIJIsl HAJAIITYBaHHS Bi3yalbHOI YACTUHU Ta (P13UKH.

4. BiICYTHICTh TIOTY>XHOTO Bi3yaJbHOTO pEIaKTOpa — HEMa€e MOXKJIUBOCTI
IIBUIKO HAJAIITOBYBATH CLEHH, (P13MUHI BIACTUBOCTI 00’€KTIB Ta B3ae€MOJIl uepe3
3pyuyHuil rpadiunuii iHTepdeiic[10-12].

Bubip C# ta Unity qns peanmizanii ¢isuku pyxy o0’ektiB y 2D mpoctopi
0a3yeThCs Ha 1X MOTY)KHOMY IHCTpYMEHTapii, OMTUMI3AIlisAX Ta iHTerpalii (i3udHOro
pyuris, mo 3abe3neuye IIBHJKE, HaAliHE Ta THYYKE CTBOPEHHS MPOTrPamMHOIO
3abe3neueHns. Python, He3Ba)karoum Ha CBOi IepeBaru y MPOCTOTI Ta MIBUJIKOCTI
IPOTOTUITYBaHHS, Ma€ CYTTEBI OOMEXKEHHS Yy IPOJYKTHBHOCTI Ta BiACYTHICTb
CHEIiai30BaHUX IHCTPYMEHTIB 17151 (13MYHOT CUMYIIAIIT B IrpoBOMY KOHTEKCTI. OTXKe,

JUIs TocTaBieHoi 3aadi C# y moeaHanHi 3 Unity € onTUMabHUM BHOOPOM.

3.2 Ilporpamua peasnizanisi HporpaMHoro 3ade3nevyeHHst

[Iporpamua peamizaiiis MOAYJS YOPABIIHHS TIEPECYBaHHSIM Tepos Oyna
3niicHeHa 3a jgomoMororo MoBu C# B cepemosumi Unity, mo 3abe3nedye 3pydHy
iHTEeTpaIio (i3UIHOTO MOJICTIOBAHHS Ta 00pOOKM KOMaH/ BiJ KopuctyBaya. Jlorika
VOpaBIIHHSI pPyXOM TIEPCOHa)ka OpraHi3oBaHa B ojgHOMYy kimaci Hero, skwii
ycnagkoByeTbesi Big MonoBehaviour — cranpaptHoro 0a30Boro kjacy s
koMmnoHeHTiB B Unity. Ile no3Bossie 6e3nocepeiHb0 B3aEMOAISATH 3 (PI3UUHUM TLIOM

o0'ekta (Rigidbody2D) Ta iforo BizyanbHuM npeacrabieHHsM (SpriteRenderer).
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Knac Hero MicTuth 6a30B1 HajnamTyBaHHS LIBHJIKOCTI PyXy Ta CHJIM CTPUOKA,
SIK1 JOCTYTHI i71st 3MiHM B penaktopi Unity 3aBnsku atpudyty [SerializeField]:

speed — MIBUAKICTh TOPU3OHTAIBLHOTO ITEPECYBAHHS I'epOS;

jumpForce — cuia, 3 SIKOIO repoi cTpuoae.

Jlist ynpaBiiiHHS CTpUOKaMM 3aCTOCOBYETHCS JIOT1YHA 3MIHHA canJump, 110
BKa3ye, Yd J03BOJICHO T'€POI0 BUKOHATH CTPHOOK B KOHKPETHUH MOMEHT 4Yacy
(HampuKJIaJ, KOJU TePOil TOPKAETHCS TTIOBEPXHI).

OCHOBHI CKJIaJI0BI KJIacy:

Rigidbody2D rb — nocunanss Ha Gi3U4YHE TiIO Tepos, IO BIAMOBIIAE 32 PyXH
Ta B3aEMOJII0 3 (PI3UYHUM CEPEIOBUIIIEM;

SpriteRenderer sprite — KOMMIOHEHT IS BigOOpakeHHs CHpaNTy repos,
BUKOPHUCTOBYETHCS JUISI Bi3yaJIbHOT'O PO3BOPOTY IIEPCOHAXKA MPHU 3MiHI HAIIPSIMKY PYXY.

Merton Awake() BiAmoBimae 3a iHIiIiaji3allil0o IMOCUJIAHb HAa KOMIIOHEHTH
Rigidbody2D Ta SpriteRenderer 10 modatky poGOTH TpH.

Meton Update() BUKOHY€ETBCS IIIOKAAPY 1 BIAMOBiIAa€ 3a 00pOOKY KOMaH/ Bijl
KOpHCTYyBaua. Y HbOMY BUKIIHUKAeThCsl MeTo Run() aiis nmepecyBaHHs repos, a Takox
NEPEBIPSIETHCSI MOXKJIMBICTh CTpHOKa MpU HATUCKAHHI KIaBI Space abo CTPUIKK
BrOpY, SIKIIIO FEPOM Hapa3i MOXKe CTpHOATH.

Metoa Run() o6po06iisie TOpU30HTAIBHUHN PyX T€pOs BIAMOBITHO JO HATUCHYTHUX
KJIaBIIIL:

Knagima A Ta cTpisika BIiBO 3MIHIOIOTh HAMIPSIMOK PYXY BIIIBO;

Knagima D Tta cTpinka BopaBo — pyX BIPaBo.

Hampsimoxk pyxy 3amae ropuzoHTanbHy mBHAKICTE Rigidbody2D, a Takox kepye
PO3BOPOTOM CHPAKNTY repos, o0 BiH JUBUBCS B OiK TIEpeCyBaHHS.

Meton Jump() 3acTocoBye BepTukanbHy cuiay a0 Rigidbody2D, peanizyroun
CTpUOOK Tepos, 1 CKujae mparopels canJump, mo6 3amo0irTu OGaraTOKpaTHUM

cTpuOKaM y TOBITP.
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2 Default

O ~ Box Collider 2D

Dynamic

Add Component

Pucynoxk 3.1 — Burisin iHCIIeKTOpa y SIKOMY TIPOTTMCAaH] HaJalITyBaHHS 32
noromororo merony Rigidbody 2D.

Konizii 3 iHmmM#M  00’€KTaMH  BIICTIAKOBYIOTBCS  4Yepe3  METOIHU
OnCollisionEnter2D ta OnCollisionExit2D, siki BU3Ha4at0Th, KOJIA T€PON TOPKAETHCS
matgopmu (abo 3emiti) — ToAl 3MiHHA canJump BCTAaHOBIIOETHCS B true, J03BOJISIOUYH

cTpubOK, abo false, konu repoil BiipuBaeThCs BiJl MOBEPXHI.
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ar  Default

Sprite Renderer

= Ball_0
Open Sprite Editor

Add Component

PucyHok 3.2 — Burisan iHciekTopa y SKOMY BKa3aH1 CPAUTH 3 TEKCTYPOIO 00’ €KTa.
VH i y Y y

Hanuit Mogyne 3a0e3neuye 0a30Bul, ane e(EKTUBHUN MEXaHI3M YIpaBIiHHS
pyxom mepcoHaxa y 2D mpocTopi, 3 ypaxyBaHHSIM K TOPH3OHTAIBHOTO PYXY, TakK 1
MO>KJIMBOCTI CTPUOKA, a TAKOK YIPABIIHHS HAIIPSIMKOM OOJIMYUs T€POs 33 JOTTOMOT OO
BI3yaJlbHOTO TIEPEBOPOTY CHpanlTy. ApPXITEKTypa KOJYy BIAMOBIZA€ NPUHITUATIAM
IHKamCymnsamii Ta  MOMYJABHOCTI, N[0  TOJErNIye€  MOMANbIIEe  PO3IMIMPEHHS
GyHKIIOHATBHOCTI (HAMpHKIAA, MOJABaHHS aHIMAIlll, PI3HUX THITIB MEpPECyBaHHS,

CKJIQAHIIUX (I3UYHUX B3aEMOJIIN).
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3.3 TectyBanHs po0OOTH NPOrpaMHOrO 3a0e3neYeHHs JAJIA peaJizauii

¢izuku pyxy 00'exriB y 2D npocrtopi

Mertoto TecTyBaHHSI pOOOTH IPOrPaMHOTO 3a0€3MeUeHHs 11 peaizailii pi3uKu
pyxy 00’ektiB y 2D mpocropi Oyn0 nepeBipUTH KOPEKTHICTh pOOOTH HalalllTyBaHb
¢G13MYHUX B3aeMOJIA MK 00’ekTamu. TecTyBaHHS IPOBOAMIOCH 3 MEPEBIPKOIO yCIX
(YHKI10HATBHUX MOXIUBOCTEH.

Jl7is 3amycKy MpOrpaMHOTO 3a0e3reueHHs MOTPIOHO BCTAHOBUTH Ta 3aIlyCTHTH
Assets mporpaMHoro 3abesnedeHHs ta pyiriid Unity. 3anyck mporpamu 31iiHCHIOETHCS
Oe3mocepeiHbO 3a jgonomMororw pymriro Unity. Ha pucynky 3.1 moka3zaHo rojioBHE

BikHO UNIty sike 3’ ABJISIETHCS MICHIs 3aIyCKY PYIIIis

roject - SampleScene - Windows, Mac, Linux - Unity 6.0 (6000.0.50F1)" <DX11> - & ®
Help

Pucynoxk 3.3 — 3aranpHuii Burisa pymris Unity.

JUIs ToYyaTKy TeCcTyBaHHs HaM IOTPIOHO HATHCHYTH Ha KHomky “Play” y
BEPXHIN NEHTpaAIbHIN YacTHHI eKpaHa. 3amyCK MpOrpaMHOro 3a0e3TMeUeHHS HaJae
3Mory pyxatuch “I'eporo” mo0 MokHa Oyi0 B3a€EMOIIATH 3 PI3HUMH 00’ €KTaMHu
po3TalioBaHMMH Ha ekpadi. Jlyig OUThIn peamicTUYHOl B3aEMOJIi Tepoil OTpuMaB
0OMEKeHHS y KUTbKOCTI CTpHOKiB. Takok pi3HOMaHITHICTh 00’ €KTIB HAa €KpaHi HOCUTD
HE JIMIIE eCTETUYHHUIN XapaKTep y KOXKHOIro 00’ €KTa HaJallITOBaH1 CBO1 IHMBIAYyaJIbH1
napameTpH.
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Pucynok 3.4 — Bzaemonis Mixk 00’ eKTaMu

TecryBanHs  mporpamMHOro  3a0e€3MEYeHHs]  MATBEPIWIO  KOPEKTHICTH
HaJIAIITYBaHb YCiX YacTHH TporpamHOro 3a0esnedeHHs. CucTeMa JIEMOHCTpPYE
cuTyarii NpUOIMKEHI 10 PpETICTHYHUX B3aeMojii 3 00’ekramu. TecTyBaHHS
MiATBEPMIIO TOTOBHICTH IPOTPAMHOTO MOJTYJISl Ta HOTO MOXKJIMBOCTI ICMOHCTPYBaHHS

dbizuku pyxy y 2D cepemopuri.

3.4 BucHOBOK 10 po3aiay 3

Y T1perboMy po3aiai Oyno po3poOieHO Ta MPOrpPaMHO BTUICHO MOJYIh
VIPABIIHHS MEPEMIMICHHSIM MepcoHaxa y 2D-mpocTopi, micis 9oro 0yio mpoBeaeHO

BceOIYHE TeCTYBaHHS HOT0 OCHOBHHX POOOUYNX CKIIAJIOBHUX.
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Ha cranii Bu3HaueHHa TexHoJOT1 Oyno oOpano miuardopmy Unity Ta MOBY
nporpamyBanHs C#. lle 3abe3neunsio JieTKy iHTerpamiro (i3MYHOrO MOJCIIOBaHHS,
00OpoOKM BBEJCHHS [aHUX BiJ KOPUCTyBaya, a TaK0XX MOXIIHUBICTh ONEPATUBHOTO
CTBOPEHHSI MPOTOTHUMIB IrpoBOi JIOTiKM. Bubip OyB 00yMOBIEHUH MIHUPOKUM
3actocyBaHHsiM Unity y cdepi po3podbku 2D irop, 3Ha4YHHUM CIIBTOBAPHUCTBOM
PO3pPOOHUKIB Ta PO3TANYKEHOIO TOKYMEHTAIIIEIO.

[Iporpamua peanizaitis MoayJsis Oyna BUKOHAaHA BIAMOBITHO JO 3a3lalieriib
CIPOEKTOBAHOI apXiTEKTYpH, JI€ JIOTiKa pyXy MepcoHa)ka 30cepe/kena y kiaci Hero.
[le#t xmac BimmoBigae 3a TOPU3OHTAIBHUN PYX, CTPHOKH, a TaKOX YMIpPaBIiHHS
HANPSIMKOM OOJIMYYs IEPCOHAXa Yyepes3 BizyalibHe 00epTaHHs CIIpalTy. 3acTOCyBaHHS
komrnoHeHTiB Rigidbody2D 1 SpriteRenderer m03Bonnino epexkTHBHO I1HTETpyBaTH
¢bi3uky pyxy Ta Bizyamizamito. Po3noain ¢pyHKiioHanIbHOCTI Ha oKpeMi MeTou Run(),
Jump(), a Takoxx 06poOKa KOMi31¥ CIIPUSIIN 3pO3YMIUIOCTI Ta MOJYJIBHOCT1 KOAY.

KomrmnekcHe TecTyBaHHS MOJYJS BKJIIOYANIO TEPEBIPKY KOPEKTHOCTI PyXYy
NepcoHaXka 3a Pi3HUX KOMOIHAIIIil HATHCKAHHS KJIaBIIl, BAJIIIAIII0 MEXaHI3MY CTPUOKa
3 ypaxyBaHHSAM (IBUYHUX KOJI3iH 13 TuiatdhopmMaMu Ta TECTYBaHHS KOPEKTHOCTI
BIIOOpKCHHS HANpSAMKY TIepcoHaxka. PesymbTaTH TeCTyBaHHSA IiATBEPIWIN
CcTabUTbHY pOOOTY CHCTEMH, aJICKBaTHY pPEaKIlito Ha Jiii KOpUCTyBava Ta BIACYTHICTb
TIOMUJIOK Y JIOT1IlI TIepECyBaHHS.

Otxe, po3poOieHu MporpaMHUN MOAYJb YCHIIIHO BUKOHYE 3aBIaHHA 3
VIOpaBIIHHS TEPEeMIICHHIM TepcoHaxka B 2D-oTodeHHi, 3abe3nedyroud HaIidHy
OCHOBY ISl TIOJAJIBIIIOTO PO3MIMPEHHS (PYHKI[IOHAIBHOCTI Ta MOKPAIICHHS ITpOBO1

MEXaHIKH.
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BUCHOBKH

B mexax mpezactaBieHoi pobotu O0yno po3poOJeHO MPOTPaMHUI KOMILIEKC,
MPU3HAYEHUH ISl MOJIETIOBAHHS (DI3MYHHX MPOLIECIB PyXy O0'€KTIB y IBOBUMIPHOMY
npocTopi, BUKOpuUcCTOBytoun pymiid Unity. PoGoTa oXxoruiroe MOBHUN CHEKTP
JOCIIPKEHHSI, TOYMHAIOYH 3 aHaJI3y MPEAMETHOI ranysi Ta GOpMYITIOBaHHS HAYKOBOI
3aj1a4i, 1 3aBEPINYIOYH MPAKTUYHOIO pealtizalfiero PyHKIIIOHATBHOTO IPOAYKTY [21].

B nepmioMy po3auni BUKOHAHO ACTaIbHUN aHali3 (I3UYHUX 3aKOHIB, SIKi
BU3HAUAIOTh pyxX Tu1 y 2D-mpocropi. Po3risiHyTo KiHEeMaTWyHl Ta JUHAMIYHI
BJIACTUBOCTI, TUMHM CHJI, TAKMX SIK TpaBiTallis, T€PTS, NPYKHICTb, a TAKOX METOJU
YHUCEJIbHOTO 1HTErpyBaHHA PyXy Ta NPHUHIMIN BUSBICHHS 31TKHEHb. OKpiM TOrO,
pOoaHaIi30BaHO KIIOYOBI cepu 3acTOCYBaHHS (DIBUUHUX CUMYJIALIA — B 1HIYCTpPii

po3Bar, Haylli, IHXeHepii Ta OCBITHLOMY ITPOIIECI.

Y apyromy po3airi oO0rpyHTOBaHO BHOIp TexHoJsorigHoi miatdopmu. Unity
Oys10 00paHo SIK OCHOBY JIJI PO3POOKH, BPAaXOBYHOUYH IHTETPOBAHUM (DI3UUHUN pyIITIN
Box2D, koMIIOHEHTHY apXiTeKTypy Ta ITUPOKI MOXKIMBOCTI 1Jis rpadiku Ta B3aEMO/Ii1
3 KopuctyBaueM. OmHCaHO JIOTIKY (YHKI[IOHYBaHHS CHCTEMH, 30KpeMa, eTalu
iHimamzamii  creHd, o0poOku GidmuHux B3aemoxdid B 1wkl FixedUpdate,

3aCTOCYBAaHHS CHJI Ta Bi3yalli3allito pyxy o00'eKTiB.

VY tperbomy po3aiii chopMyIbOBAaHO HAYKOBO-TIPAKTUYHY METY AOCTIIHKCHHS,
BU3HAYEHO O0'€KT Ta MpeaAMET POOOTH, a TAKOK OKPECICHO KOHKPETHI 3aBaHHs, SKi

YCHINIHO peari3oBaHO B MPOIECI PO3POOKH.

VY pesynbpTaTi mpOBENEHOI POOOTH CTBOPEHO IHTEPAKTUBHY CHCTEMY, SKa
JEMOHCTPYE PYX (PiI3MUHMX TLT i BIUTMBOM 30BHIIIHIX Ta BHYTPIMIHIX cwl. O0'ekTH
Ha CIIEHI peai3yloTh MOBEIIHKY 3TiAHO 3 3aKOHAMH MEXaHIKW: MaJal0Th I JIEI0
rpaBiTailii, 3ymUHSIIOTHCS Yepe3 TEPTS, BIACKAKYIOTH ITiI Yac 31TKHEHb, pearyioTh Ha
BIUTUB KopucTyBada. KopucTyBady HamaeTbcs MOXKIWBICTH JUHAMIYHO 3MIHIOBATH
napaMeTpu CUMYJISALII Ta 10JaBaTh HOB1 00'€KTH, 1110 POOUTH MpPOTrpamy MNPHUAATHOIO

SIK JIJI1 HAaBYaJbHUX ITUIEH, TaK 1 15 IEMOHCTPAIlIMHUX TTOKa31B.
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OTtpumaHi pe3yabTaTH MiATBEPIKYIOTh KOPEKTHICTh BUOOPY TEXHIUHUX PILIEHb,
€(EeKTHBHICTh  3alPONIOHOBAHUX AJITOPUTMIB Ta  JOLUIBHICT MPAKTUYHOTO
BIIPOBA/)KEHHSI MPOrpaMHOro MpoAYyKTy. B MailOyTHbOMy cuctemMa Moxe OyTH
po3IIMpeHa NMUISIXOM JIOJaBaHHs J0JAaTKOBUX (PYHKIIIHN: peati3aliclo CKIaJIHUX Til,
iHTerpariieto 3 3D-cepeoBulieM, po3poOKOI0 CUCTEM YaCTUHOK, 200 BUKOPUCTAHHSIM

JUIsl CTBOPEHHS MOBHOIIHHOTO (P13MYHOTO CUMYJIATOpa 200 HaBYaIbHOI TPH.
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JNOJIATOK A (OBOB’SI3KOBUI)
IMPOTOKOJI IEPEBIPKH KBAJIIMIKAIIITAHOI POBOTH

Has . . 5 At
: Ba p060'm. Po3poOka nporpaMHoro 3abesrneueH s s peaiisaiiil QI3uku pyx
00’exTiB y 2D npocropi

T“n . . . s
pobotu: — Gakanaspchka kpanidikailiina pobora
- . (Gakanaspceka kBanmidikauiiina pobora / Maricrepebka keanidikaniina pobora)
1IpO3 .1 kadeapa KoM IOTEPHIX HAYK

(xadenpa, hakynsrer, HaBuaabHA TPYTIA)

KoedillieHT Moi6HOCTI TEKCTOBHX 3aM03HuCHb, BUSBICHUX Y POOOT
cucremoro StrikePlagiarism __ 0,14 %

/BECHOBOK IOJIO TIepeBipKky KBamihikauiiHoi poboTH (BiIMITHTH NOTPIOHE)
AMO3WYCHHS, BUABNCHI Y poOOT, € 3aKOHHUMHU { He MICTATH O3HAK TUIariary,
dabpuxauii, danscudikaiiii. PoboTy NpuiAHSTH 0 3aXHCTY

0y pqﬁon HE BHJBICHO O3HAK ILIariary, babpuikaii, panbcudixaiii, ane
HaJaMIpHa .KIJ'IBKiCTB TEKCTOBMX 3alo3WucHb Ta/ab0 HasBHICTH THIIOBHX
PO3PaxyHKIB HE JI03BOJISIOTH NPUAHATA PIIICHHSA IIPO OpMTiHATBHICT Ta
CaMOCTIWHICTB il BUKOHaHHs. POOOTY HanpaBuTH Ha JOOTPAIIOBAHH.

[[] V poboti BusiBIIEHO 03HaKH TIariaTy Ta/ab0 TEKCTOBHX MAHIITYJIAIIIH K CTPO0
YKpHUTTs Tuiariaty, (abpukanii, darscubixamii, mo CynepetuTh BHMOTaM
3aKOHOJIABCTBA Ta HOPMaM aKaJeMiqHOi JOOPOYECHOCTI. Po6oTa 10 3aXKCTY HE
TIPUAMAETHCS.

ExcriepTHa KOMiCis:

SIposuii A.A., 3aB. kad. KH

(mpi3BHILE, HILIIATH, nocaja) 7 (migmac)
Konecrupkuii O.K., mpod. kad KH
(mpi3BHILE, iHILIATH, 1ocaza) (rizrmuc)
Ocoba, BiANOBIAIbHA 32 nepeBipKy /l(L O3zepancekuit B.C.
i frmuic) (Tpi3BHLe, iHiIATH)

3 BUCHOBKOM EKCTIEPTHObKOMICH 03HAMOMIIEHHH(-Ha)

["apmam B.B.
(Npi3BMIIE, IHILIATH, nocana)

KepiBHUK

3n00yBay @ Tapacoscekuit MLA.

(nmijzmic) (npi3BuINe, iHitHATH)




JOJATOK b (OBOB’SI3KOBUIA)
@parMeHT JICTHHTY IPOrPAMHOI0 KOy

Bwmict daitny Hero.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Hero : MonoBehaviour

{
[SerializeField] private float speed = 3f;

[SerializeField] private float jumpForce = 1f;
private bool canJump = false;

private Rigidbody2D rb;
private SpriteRenderer sprite;

private void Awake()

{
rb = Getcomponent<RigidbOdy2D>();

sprite = GetComponentInChildren<SpriteRenderer>();

}

private void Update()

{
Run();

If (canJump && (Input.GetKeyDown(KeyCode.Space) ||
Input.GetKeyDown(KeyCode.UpArrow)))

Jump();
¥
private void Run()
{

float direction = Of;

If (Input.GetKey(KeyCode.A) || Input.GetKey(KeyCode.LeftArrow))

direction = -1f;
else if (Input.GetKey(KeyCode.D) || Input.GetKey(KeyCode.RightArrow))
direction = 1f;

Vector3 dir = transform.right * direction;
transform.position = Vector3.MoveTowards(transform.position,
transform.position + dir, speed * Time.deltaTime);



if (direction != 0f)
sprite.flipX = direction < 0.0f;
}

private void Jump()

{
rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);

}

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.collider.CompareTag("Ground™))

{

}
}

private void OnCollisionExit2D(Collision2D collision)

{

if (collision.collider.CompareTag("Ground"))

{

canJump = false;

}
}
}

using UnityEngine;

canjump = true;

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

{
private Rigidbody2D rb;

void Start()

{
rb = GetComponent<Rigidbody2D>();

}
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Bwmict daiiny Ball.cs

using UnityEngine;
[RequireComponent(typeof(Rigidbody2D))]
public class BallController : MonoBehaviour

{
public float jumpForce = 5f; // Cuna miactpuOyBaHHs
private Rigidbody2D rb;
private bool isGrounded = false;  // Yu Topkaerbcst M'sid 3emMiti

void Start()

{
rb = GetComponent<Rigidbody2D>();
}
void Update()
{

if (Input.GetKeyDown(KeyCode.Space) && isGrounded)
{
rb.velocity = new Vector2(rb.velocity.x, 0f); / CkunanHs BepTUKaIBHOT
IIBUIKOCTI
rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);

}
}

// TlepeBipka 31TKHEHHS 3 "3eMJIet0"
private void OnCollisionEnter2D(Collision2D collision)

{
// k110 mM'ss9 TOpKHYBCS 40oroch 13 Terom "Ground" — BBakaeMo, 110 BiH Ha
3eMIIi
if (collision.collider.CompareTag("Ground"))
{
iIsGrounded = true;
¥
¥
private void OnCollisionExit2D(Collision2D collision)
{
if (collision.collider.CompareTag("Ground"))
{
iIsGrounded = false;
b
¥

}



[RequireComponent(typeof(Rigidbody2D), typeof(Collider2D))]
public class BallBounciness : MonoBehaviour
{

public float bounciness = 0.8f;

public float friction = 0.3f;

void Start()
{

/I CtBopenHs HoBoro PhysicsMaterial2D y mam’sTi
PhysicsMaterial2D mat = new PhysicsMaterial2D (" AutoBouncy");
mat.bounciness = bounciness;

mat.friction = friction;

mat.bounceCombine = PhysicsMaterialCombine.Multiply;

// Tlpu3HayeHHs OTO MaTepiany Kolanaepy
Collider2D col = GetComponent<Collider2D>();
col.sharedMaterial = mat;

¥
¥
void Update()

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

{
Collider2D col = GetComponent<Collider2D>();

col.sharedMaterial.bounciness += 0.1f;

}
}

Bwmicr daitry Box.cs

using UnityEngine;

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

{
public float jumpForce = 0f; // Cuna migcTpuOyBaHHS
private Rigidbody2D rb;
private bool isGrounded = false;  // Yu TopkaeThcst KopoOKa 3emuti

void Start()

{
rb = GetComponent<Rigidbody2D>();

¥
void Update()
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{
If (Input.GetKeyDown(KeyCode.Space) && isGrounded)

{
rb.velocity = new Vector2(rb.velocity.x, 0f); / O6HyneHHs1 BEpTUKAIBbHO1
IIBUJIKOCTI1

rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);

¥
}

private void OnCollisionEnter2D(Collision2D collision)

{

// SIkio kopoOka TopkHyIach 00’ekTa 3 Terom Ground
if (collision.collider.CompareTag("Ground"))

{
iIsGrounded = true;
¥
¥
private void OnCollisionExit2D(Collision2D collision)
{
if (collision.collider.CompareTag("Ground"))
{
iIsGrounded = false;
¥
¥

}






Pucynok B.1 — 300paxenns rpu Angry Birds

Pucynok B.2 — 300paxenns rpu Terraria



Pucynok B.3 — 3006paxenns rpu Limbo
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Pucynok B.4 — 300paxenns rpu World of Goo
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Pucynok B.6 — I[puknan cumyssiii y Algodoo
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' Gravity, Density and Bounce - Final Version.sbx
w448

B il B il
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ozt
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Pucynok B.7 — IIpuknag cumysisiiii y Scratch




o

1

IHiWianizauia cueHn

-Kamepa

-O6ekTn cepeaoBULLA

-Tina 3 Rigidbody2D
v

2
MpusHa4yeHHn Pi3n4HMX

napameTpie:
-Maca
-Cuna TaxiHHA

-TepTa, NOTYXHICTb
v
3
OcHosHuii ynkn FixedUpdate
-O6uYMCneHHs cum

-BU3HAYEHHA 3ITKHEHb
-Peaxuia Ha Bzaemogji

v

4
Bisyanizauis cueHu

-OHOBNEHHA NO3ULLA
-Blgo6paxeHHsa pyxy

-
O6pobka gii kopucTyBava
-Knasuwi/muwka

-3miHa cunn
-CrBopeHHn 00'exTiB

(o )

Pucynox B.8 — biiok-cxema noriku ¢izuanoi cumyssiii B Unity




yer Default

Transform

+ Box Collider 2D

Rigidbody 2D

Dynamic

Mothing
Mothing

Add Component

Pucynok B.9 — Burnsig incniekropa y SKOMy IpOMUCaHi HaJalITyBaHHS 3a
noromororo merony Rigidbody 2D.
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ar  Default

Sprite Renderer

ttings

Add Component

Pucynoxk B.10 — Burmsia iHCTIeKTOpa y SIKOMY BKa3aHi CIIPalTh 3 TEKCTYpOIo 00’ €KTa.



@ My project - Seml Windowes, M, Lins - Unity 60 (500005001 <DX11> - 8 %
¥ GameObject  Compone s Window _Help

Pucynok B.11 — 3aranbuuii Burisag pymis Unity.
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Pucynok B.12 — B3aemois mix 06’ ekTamu

Projects

Pucynok B.13 — Unity Hub Bepcii 3.12.1
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JTOJATOK I (IOBIJTHUKOBHUN)
IHcTpykuis KopucryBaya

1) 3amyckaemo pymriid Unity BinmoBimgHO1 Bepcii.

Projects

Pucynox I'.1 — Unity Hub Bepcii 3.12.1

2) Bubupaemo ta HaTHCKaEMO Ha mpoekT “Physics testing”

EnnnDSSEME

Pucynoxk I'.2 — Burisin BikHa pemparyBaras Unity
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3) Haruckaemo knomky “Play” y BepxHili UeHTpalbHI 4YacTHHI €KpaHy,
KOPUCTYBau OTPUMYE MOKJIMBICTh TECTYBaHHS Ta CHOCTEpiraHHs (Hi3MYHUX
B3aemo1i y 2D mpocrtopi

4) o6 BuiiTH i3 IpOrpaMH JAOCTATHHO 3aKPHUTHU MPOrPaMy HATHCHYBIIU KHOIKY

3aBEepILIEHHs y MpaBiil BEpXHil YaCTHHI €KpaHy.
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