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AHOTAIIISA

bakanaBpchka auruiomHa pobota ckiamgaetsesa 3 157 cropinok dopmary A4, Ha
akux € 49 pucyHkiB, 3 TaONUI, CIOUCOK BHKOPUCTAHUX JKEpPEN MICTUTh 22
HANMEHYBaHb.

B ©GakanmaBpchbKiii  IUIIOMHIM poOOTI  3alpONOHOBAHO ITPOBY CHUCTEMY,
OpIEHTOBaHY Ha TPEHYBaHHS IIBUIKOCTI pEakilii TpaBlsi B ITPOBOMY IIpoleci Ta
TaKTUYHOT'O MUCIJIEHHS B IrpoBOMY cepenoBuli. Po3poOieHHO mpoliec po3BUTKY Ta
MoauQiKkaiiil irpoBoro oHiTa. CynpoTUBHUKOM € 3alpOorpaMOBaHi BOPOXKI FOHITH, 11O 3
KOXXHUM PIBHEM Ba)XKKOCT1 MalOTh HOB1 BUITPOOyBaHHs JJIs TpaBiisl. Po3po0ieHo MeTon 1
MOJIeJIb IFPOBOi CHUCTEMH, IIO pealli3oBaHa B JEMOHCTpAIIHHOMY MOAATKy «Space
confrontationy.

CHpoeKTOBaHO apXiTEKTypy 1rpoBoi cucteMu. CTBOPEHO MOOUIBHUN IrpOBUM
J0JJaTOK BIAMOBITHO JI0 MOCTaBJIEHUX BUMOT, IPOBEIEHO Horo TecTtyBaHHA. Po3pobieno
KEpIBHUIITBO KOPUCTyBaya.

[IporpaMuuii mpoaykT OyJ0 CTBOPEHO 3 BUKOPUCTAHHSM MOBHU IPOTpPaMyBaHHs
C#. Hna po3poOku rpadiuHoro iHtepdeiicy Oysio BHKOPUCTAHO ITPOBUM pyIid
Unity2D Bepcis 2019. B sikocti cepemoBuiiia po3poOKHd MPOTPaMHOTO 3a0e3neueHHs
Oyno obpano Microsoft Visual Studio 2019. ns cTtBopeHHs irpoBHX 00’€KTIB OyIo
BUKOPHUCTAHO BIAPUTI pecypcH 3 Habopamu crmpailTiB Ta a”iMamiil. [Ipu HeoOXiIHOCTI
00’exTH peaaryBanucs y Adobe Photoshop.

KirouoBi cioBa: MoOUIbHA HIyTEp Tpa, KIIaCMYHA apKajaHa rpa, obnacti, Unity CH#,

2D irpa.



ABSTRACT

The bachelor's thesis consists of 157 A4 pages, which have 49 figures, 3 tables, a
list of sources used contains 22 titles.

The bachelor's thesis offers a game system focused on training the speed of the
player's reaction in the game process and tactical thinking in the game environment. The
process of development and modifications of the game unit has been developed. The
enemy is programmed enemy units, which with each level of difficulty have new
challenges for the player. The method and model of the game system, which is
implemented in the demonstration application "Space confrontation”, has been
developed.

The architecture of the game system is designed. Created a mobile game
application in accordance with the requirements, tested it. Developed user manual.

The software product was created using the C # programming language. Unity2D
gaming engine version 2019 was used to develop the graphical interface. Microsoft
Visual Studio 2019 was chosen as the software development environment. Open
resources with sets of sprites and animations were used to create game objects. If
necessary, objects were edited in Adobe Photoshop.

Keywords: mobile shooter game, classic arcade game, area, Unity C #, 2D game.
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BCTVII

OOrpynTyBanHss BuUOOpPY TeMH jgociaigxeHHsi. CyyacHUN CBIT IUJIKOM 1
MOBHICTIO MOTJIMHEHUI MOOUIBHOIO JIMXOMAHKOI. UM 3HAWIEThCS Y HAIIOMY OTOYEHHI
xoua 0 ojJiHa JItO/IMHA, siIKa He KopucTtyeThbest cMapTdonoM. [lorpebda cmaptdoHiB 3pocia
3 OJMCKaBUYHOIO MIBUAKICTIO, @ KOMIAHIi-BUPOOHUKU BKJIAJAIOTh BEJIMYE3HI CyMH B
PO3BHTOK MOOITBPHHX TEXHOJIOTIH 1 momynspu3amnito ix Ha puHky [1]. MoOimsHa
po3po0Ka — CTPIMKO 3pOCTaroyda Tajy3b MpOTrpaMyBaHHs, apKe KUIbKICTh MOOUIBHHX
IPUCTPOIB 3HAYHO IMEPEBUILYE KITbKICTh NEPCOHATBHUX KOMIT IOTEPIB, 1 LSl TEHACHIIIS
OyJe TUIbKU 3pOCTaTH.

bararto nmonel KOpUCTYIOThCS MOOUIBHUMH TellehOHAMU BCIOAM — HA poOOTI, HA
HaBYaHHI, BIOMA, Ha BIANOYUHKY. B ocTaHHI pokr MOOIIBHUI T€MMIHT CTaB CIPABXKHIM
JpaiiBEpOM 3pOCTaHHS ISl IHAYCTPIil 3aBIISKU CBOTH JOCTYITHOCTI JJIsl KOPUCTYBaviB.

Po3BUTOK  MOOUIBHMX  MPUCTPOIB  CTUMYJIOE CTBOPEHHS  BIAMOBIIHOTO
porpamMHoro 3ade3neveHHd. IrpoBi nmporpaMu 3py4HO BUKOPUCTOBYBATH Ha MOOUTBHUX
IPUCTPOSX Yepe3 X JOCTYIHICTb.

P03BUTOK 1rpoBOi 1HAYCTPii 3yMOBIIIOE€ PO3POOKY HOBUX CYYaCHHX MOOIIBHUX
irop, sSIKi MOXKYTh BUKOPHUCTOBYBATHCS B PI3HHUX Taly3sX IisIBHOCTI JroauHu [1].

KpiMm po3BaxkanbHOi MeTH, MOOUIbHI IFPOBI TEXHOJOTi MOXYTh HaJaBaTH
KOPHCTYBa4aM MOXKJIMBICTh 3aMaTHCS 1HTEICKTyaJbHUM CaMOPO3BHTKOM, TPEHYBATH
JOTIYHE 1 cTpaTeriyHe MHcieHHS. ToMy akTyalabHOIO € po3poOka MOOUIBHHMX 1rop,
OpIEHTOBAaHWX Ha PO3BUTOK CTPATETIYHOTO MUCJICHHS Ta MOTOPUKH TPABIIS.

3B’A30Kk po00THM 3 HAYKOBMMM MporpamMamMu, IUIaHamMu, Temamu. PoOota
BUKOHYBAJIACs BIJIMOBITHO JI0 MJIaHY HAYKOBO-AOCTIIHUX POOIT Kadenpu mporpaMHOTO
3a0€e3MeUeHHS.

Mera — miIBUIEHHS MOXJIMBOCTEH TpEHYBaHHS MIBUAKOCTI peakIii Ta
aJIaNTHUBHOCTI TPaBLS JI0 PIBHS ITPOBOI CTpATETii MIJITXOM PO3pPOOKH Ta BUKOPUCTAHHS
MOO1TLHOT ITPOBOT CHCTEMH 3 IMUPOKUM (YHKI[IOHAJIOM TOCWJICHHS IOHITA 1

PO3BUHCHOK CHCTCMOIO aJlallTUBHOI'O piBHeBOFO YCKIIAAHCHHA TpH, HI0 J03BOJIMTH



peani3yBaTH irpOBY CUCTEMY, OPIEHTOBAaHY Ha PO3BUTOK KOHKPETHOTO KOPHCTYyBaya.

OCHOBHMMH 33J]a4aMH JTOCI1PKEHHS €:

— pPO3pOOUTH METOJI BHCOKOPIBHEBOIO YCKIAJECHHS TPU Ta YIAOCKOHAIUTU
J0ro aBTOMaTH3aLI€I0 TOJIETTLIEHOT0 CTBOPEHHS HACTYITHUX PIBHIB,

- PO3pOOUTH MOJIETH ITPOBOI CUCTEMH;

— pPO3pOOUTH MaHIMYJISATUBHY CUCTEMY KEpPYBaHHS KOCMIHMM KpeHcepoM 3a
JIOTIOMOT'OI0 CEHCOPHOT'O €KpaHy MOOLIIBHOTO TeNe(OHY;

- CHOPOEKTYBATH BHYTPIIIHIM ITPOBHM Mara3uH I OCTAILEHHS IrPOBUX
IOHITIB,

- PO3pPOOUTH OCHOBHI MOJTYJII IFPOBOTO JIOJIATKY;

— CIPOEKTYBATH 3pyUYHUN KOPUCTYBALbKUN 1HTEpPENC;

- pO3pOOUTH Ta YOOCKOHAIUTH rpadiuHl ePextu, 00’ekTu Ta npudadu nmis
IrpOBOTO JI0JIATKY;

— Ha/JaTh MY3UYHE CYNPOBOKEHHS 1]l 4ac TPU YW M yac 3HAXO/JKEHHS B
IrpoBOMYy 1HTEpeiici;

— po3poOHuTH MOOLTEHUH IrpoBHiA omaToK «Space confrontationy,

- MIPOBECTH TECTYBaHHS MOOLIBHOI T'pU B MPOTrpaMHOMY ITPOBOMY pYIIii Ta
Ha MOOUTBHUX TIPUCTPOSIX.

O0’ekT nOCHIIKEeHHs] — TPOLECH PO3POOKU JOTIYHUX 1rop JUisi MOOLIBHUX
IIPUCTPOIB.

IIpeamerom aociiizkeHHs1 € 3aco0u peanizallii MOOUTEHOI TPH, OPIEHTOBAHOI Ha
TpEeHYBaHHS MIBUAKOCTI peakilii KOPUCTyBaya y Npoueci IPUUHATTS TAKTUYHUX PILIEHb.

Metoam 10C/TiIZKeHHS

— Teopis aJrOpUTMIB JUIsi TOOYIOBU ajrOpUTMIB (YHKI[IOHYBAHHS ITPOBUX

CHUCTEM,;

— METOJM CTBOPEHHS IpadiyHUX 300paKeHb 711 PO3POOKH ITPOBUX CIICH;

- MeToau TOOYJOBM KOMIIOHEGHTIB TpU Ta IiXHIX B3a€EMO3B’S3KIB IS
CTBOPEHHS 3arajibHOi CTPYKTYpH 30€pekeHHs Ta 00poOKH 1H(pOpMaIlii;

- METOM TIPOEKTYBAHHS ITPOBHX PIBHIB JJII CTBOPEHHSI MPOTrPamMHOIrO
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ITPOBOTO J0JIATKY;
- METOAW TECTyBaHHSA JUIS TIEPEBIPKH TMPaIe3JaTHOCTI PO3pOOIECHOTO

MPOrPaMHOTO MPOAYKTY.

HaykoBa HOBH3HA oJiep:KaHUX Pe3yJbTATiB!

1. Tlomanbmioro po3BUTKY IICTaB METOJl BHCOKOPIBHEBOTO YCKJIAJHEHHS TpH,
KU, Ha BIIMIHY BiJl ICHYIOUHX, JO3BOJISIE aIallTUBHO TOCHITIOBATH BOPOXKi IOHITH B
IrpOBUX PIBHSAX 3 ypaxyBaHHAM HOpo(eciiHuX MOXKIMBOCTEH  KOHKPETHOIO
KOpPHUCTyBaya, 110 JO03BOJUTH IMIJJIAIITYBATH 3POCTAHHS PIBHA CKIAQAHOCTI TPHU IS
TpEHYBaHHS MIBUAKOCTI peaki(ii KOpUCTyBaya.

2. IToganeIoro po3BUTKY JlicTajla MOJIENb IFPOBOT CUCTEMH, 110, HAa BIAMIHY BiJl
ICHYIOUHX, OPIEHTOBAHA Ha aJlallTUBHE BHUCOKOPIBHEBE YCKJIAAHEHHS T'pH, 10 JO3BOJISIE
IrPOBOMY CEpPENIOBUILY CTBOPUTH KOMQPOPTHI YMOBH TPEHIHTY JJIsI KOHKPETHOTO
KOpHUCTyBaua.

IIpakTHYHA HiHHICTHL OTPUMAHMX pe3yJabTaTiB. [[pakTHYHA LIHHICTH MOJSATAE
y po3po0iii irpoBoro AoAatky «Space confrontationy, skui MOKJIMBO BUKOPHCTOBYBATH
JUTSl TPEHYBAHHS IIBUIKOCTI peakKiiii KopucTyBaya.

JIOCTOBIpHICTh ~ TEOPETUYHUX  MOJIOKEHb  MIATBEPIKEHA  pe3yJbTaTaMu
TECTYBaHHS PO3pOOJICHOT0 IrpOBOTO JIOAATKY.

OcoOuctuii BHecok 3700yBauya. Yci HayKOBI pe3yJbTaTH, BUKIAJIEHI Y
OakajaaBpChKiM JUIUIOMHIMN poOOTi, OTpUMaHl aBTOPOM OCOOMCTO. Y HayKOBiil poOOTI
[2], omyOmikoBaHiii y CIIBaBTOPCTBI, aBTOPY HAJICKHUTh PO3POOKA 3arajabHOIO
anroputmy poootu rpu «SPACE CONFRONTATIONY.

Anpobania marepiajiB 0akajJaBpCcbKoOi JAUIIOMHOI podoTH. OCHOBHI
MOJIOKEHHST 0aKaJlaBpChKO1 JUIIIOMHOI pOOOTH JTOMOBIAAIMCS Ta OOTOBOPIOBANIUCS HA
BceykpaiHchbKiii HayKOBO-T€XHIUHIM KoHbepeHlii «Monoap B HayIli: JOCHIIKEHHS,
npobnemu, mnepcrnektuBu (MH-2022). Cexkuis Iadopmariitai  TexHonorii  Ta

KOMII ‘FOTepHA THXXEHEP1s».
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Iy6aixanii. OCHOBHI pe3yabTaTH JOCIIIHKEHHS OMYyOIiKOBaHI B HAYKOBIN poOOTI
— B Te3ax JomnoBial Ha BceeykpalHChKili HayKOBO-TeXHIUHIN KOoH(epeHii «Monoab B
HayIll: JOCHDKeHHS, mpooOnemu, nepcnektuBu (MH-2022). Cekmis Iadopmarriiini

TEXHOJIOTi1 Ta KOMII ‘F0TepHA iHXeHepis» [2].
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1 OBIPYHTYBAHHSI BUBOPY METO/JIY PO3POBKH TA IOCTAHOBKA
3AJIAY JOCJIKEHHSA

1.1 Anani3 crany MOOIILHUX iIrPOBUX A0JATKIB

AHani3 nependayae 03HaHOMJICHHS 3 OCHOBHUMH KOHIIENITYaJbHUMHU MOHSTTIMH,
[0 BUKOPHCTOBYIOTHCS MPHU peaiizallii MiIX0diB JI0 MPOEKTYBaHHSI MOOUIBHUX 1rop,
MO3HAOMUTH 3 TEXHOJOTIEI0 PO3POOKHM MOOLIBHUX irop, 3 MPOTrPAMHUM
3a0€3MEeUYECHHSIM, [0 3aCTOCOBYETHCS JIJISl pO3POOKH OKPEMUX MOJYJIIB MOOUIBHUX 1rop,
TaKOX JIOCHIJKYIOTbCS  1H(OJIOTiYHI, JaTajoriyHi Ta (QI3UYHI MoOAemi, sKi
BUKOPUCTOBYIOTHCSI B MOOUTBHUX Irpax Ta iHIIMX TeXHIYHUX cucTemax [3]. Po3risiHemo
ICTOpiI0 PO3BUTKY ITPOBUX JOJATKIB Ta IrPOBUX MpOTpaM HAa OCHOBI MOOUIBHHUX
IIPUCTPOIB.

3a ocranHi 20 pokiB MOOUIbHMI TenedoH UIIIBHO YBIMIIOB y KpPyroooir
cydacHOTro XuTTsA. 3a 1 20 pOKiB MPONJEHO TIraHCHKUI EBONIOMIWHUNA MUISX, IO
NPU3BIB 10 MEPETBOPEHHS CTLILHUKOBOOTO TeleOHy Ha IrpoBUM, MYIbTUMEHINHUN
1HTEepHET TpHUCTpil. Po3moBiMo mpo ictopito miardopm it TeneoHiB, MO0 HAOYIU
HaMOUIBIIOI MOMYJSIPHOCTI cepel TeWMepiB 1 MNpo NUIAX, SKUA NOpoNIuM I
MEePIIOBIIKpUBAYl MOOUIHHOTO TE€HMIHTY, a TaKOX IMPO MEPCHEKTUBH PO3BUTKY I[HOTO
HaIpsMy.

[ToroBopumo mnpo nepuri tenedonu ta nepui JAVA mimneru. Ilicng cruecky
MOOUTbHMX TenedoHIB HaMpuKiHI 90-X POKiB, KOMMaHIi-BUPOOHUKH, YCBIIOMUIIH, 1110
CTIJTLHUKOBI TeJIE()OHU MAlOTh BEJIWYE3HI MEPCIEKTUBU PO3BUTKY. OCHOBHA 3aTpHUMKa
Ha IUIIXY MacoOBOTO 3aCTOCYBAaHHS TOJIIIIHIX amapaTiB — 11¢ OyJia iXHs BeJMue3Ha IliHa.
Ane Bxe Ha 2001-2002 pokiB 3'SIBISIOTHCS MAaCOBI IIPOIO3UIIIT 13 CEPETHBOIO IIHOIO, IIe
Bke He 1000 momapiB 3a TenedoH, a B pa3u meHmie. Came B 1€l MOMEHT OCHOBHI
NOCTaYaJIbHUKU TeNeOHIB 3IMIIIMCS Ha AyMII, IO IS MOAAJIBIIOTO PO3BUTKY
tenedoHii Oyna moTpiOHa HOBa mporpamHa miaatdopma. Ha Toit MoMeHT Oyro aBa SBHI
nperenacHT Ha 1e Micue. Ile O0yma BREW (Binary Runtime Environment for

Wireless), po3po6iiena kommaniero Qualcomm ta Java 2 Micro Edition (J2ME). Hamani
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po3podka Bigm Qualcomm mnocrymwmiacs J2ME, BigMOBOIO Big Hei MOCTyXHiia
nporpaMHa 3aMKHYTICTh Ta JIIEH31iHI Yroau, siki 3000B'a3yBaai BUPOOHHKIB TUIATUTH
3a BUKOpHcTaHHA TiaT@opmu. Ha Gomi »x fBa Oyma ii mpocToTa 1 BIIKPHUTICTh, ajKe
wiatopma crovarky nucanacs A MaJONOTYKHHUX 1 HE EHEPrOEMHUX MPUCTPOIB TUITY
nenpKepa, Takok aOCOJMIOTHO HE BHMAarajia >KOAHUX JIIEH3IMHUX BiJpaxyBaHb 1
BKianeHb. Ta ¥ Java Bxke Ha TOM yac Maja BEJNHMKY KUIBKICTb PO3POOHMKIB, SIK1
IMOTEHIIHO TOTOBI NMCATH MOOIJIBHI JOIATKH.

3a 2001-2002 poku Ha pUHKY 3'IBUBCS PO3CHUIl MoAeiel 3a nonomMorow J2ME,
JesIKl 3 HUX CTaJlM CIpaBXHIM mpopuBoM. Hanpuknan kommanis Motorola mtypmom
B3su1a lltatu, a B €Bpormi TpiympysBanu Siemens 1 Nokia, 3 iXx MacOBUMU amapaTtaMu Si
SL451/S45/M50 1 Nokia 631011 3310.

[lepmoro Ha MOOLIBHUEN redMIHr KuHyJa norisia Nokia, anoncyBaBmm Nokia
3410, 1m0 MO3HUIIIOHYETHCS K «IrpoBa» Mojelb. Y TenedoHi Oyrna KMEHbKa 1rop, 110
HalOUIbIIe 3amaM'atanocsi: 1HTepmperaiis Bimomoi Tpu Pacman, rpa Racket -
CUMYJIATOP TEHICy, 3HaMeHuTa 3Mmiiika Ta icropis JIlynoxona. Po3ramoBaHi BoHU Oyu B
MyHKTI MEHIO «JIO0JaTKW», CIIPaBXXHBOIO I1HHOBAIi€ Oylio BnpoBakeHHS WAP B
amapaTtd, M0 JO3BOJIMJIO 3pOOMTH OHJIAWH KaTalor irop, e pO3POOHHKH MOTIHU
BUKJIAJIaTA BJACHI MPOEKTH (3po3ymino He Oe3komToBHO, Nokia BIIXOIUIM YuMali
BiJIpaxyBaHHs). MeHIII HiXK 3a MBPOKY CIHCOK AOCTynmHUX HaiiuyBaB g0 300, 40% i3
akux Oynu irpamu. Sk 1 cmijg Oylno odiKyBaTH, (PIHCHKMH BHPOOHHK CBOTO JIOMIICS,
MOOUIBbHI ITPH TAaKW acollifoBaucs 31 cioBoM Hokia, xo4ya OyiyM 4acTKOBO CYMICHI 3
amapaTaMi 1HIIINX KOMIaHIH.

[lepeBaxkHa OUIBLIICT ITOp HAMMCAHO B JKAHPI «apkaga» Ta «TOJOBOJIOMKAY.
3piIKa 3yCTPIYalOThCS TMPEACTABHUKH I1HIIMX >KaHpiB. OCHOBHUM OOMEKEHHSIM IS
«pO3MAITTS JKaHPiB» € MPUCTPiN BBeneHHd. Hanpukian, nis 3pydHoi rpu B 3D-mytep
Oa)kaHa MOXKJIMBICTh OJTHOYACHOT'O HaBEJICHHS Ha ITLJIb 1 CTPLIILOM — BUKOPUCTAHHS JIBOX
KJIaBILI OJTHOYACHO, 110 YTPYAHEHO Ha MaJICHbKUX KJIaBlaTypax MOOUIBHOTO TesiedoHy,
a cTparerii B peajlbHOMY 4acl CIOYaTKy OpPIEHTYBAJUCS Ha YNPABIIHHA HKOWCTUKOM

a00 KOMIT'FOTEPHOIO MUIIIEIO.
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Hanpukinmi 2000-x pokiB HOUIUPUIIKCS CEHCOPHI Tene(OoHH, Ha HUX OCHOBHUM
XKaHPOM cTajia GpizuyHa roJI0BOJIOMKA.

[I{o6 3aly4uTH MOTEHIIMHOTO MOKYIIlSA, YacCTO BHUITYCKAIOTHCS MOOUIBHI 1TpH 3
BUKOPHUCTAHHAM BijioMoro 6penny (Hanpukian, Doom RPG), abo 3a motuBamu disiemy,
110 HEIIOAaBHO 3'SBUBCH [4].

OkpemMo BUAUIAIOTH apKajHI ITPOBI aBTOMATH Ta MOOUIBHI NPHUCTPOi, SK
cMapT(OHU UM TUIAHIIETHI KOMIT'IOTEPH, Ha SIKUX TaKOK MOKHA TPaTH Y BiJCOITPH.

Jlesiki irpu MOXKYTh 3amyckathcs Ha pi3HuUX Mmiatdopmax. Llg ix 3maTHICT
Ha3UBa€ThCS KpociuiaTdhopMmHicTioO abo OaratoruiatdopmHicTIO. [  JoCsATHEHHS
KpOCIUIATPOPMHOCTI PO3POOISETHCS OKpeMa BepcCis IpH sl KOXKHOI maTtdopmu, adbo
sl Tpa BUKOPUCTOBYE TEXHOJIOTII, 3 SIKUM IPaLOIOTh JIeKUIbka tuatdopm. Hanpuknan,
Opay3epHl irpu MOTpeOyIOTh JIMILE HasIBHOCTI IHTEpPHET-0pay3epa.

OTxe ChOro/IHI MOXKJIMBO BUAUIUTUA HACTYITHI OCHOBHI JKaHPH 1rop Ha TenedoH:

- Ka3yalbHi;

— KOpPOJIIBCbKa OMTBA;

- T'OJIOBOJIOMKH;

— EKIIH-1TPH;

— RPG.

[HdopmariitHi TeXHOOTIi pO3pOOKH Ta BIPOBAKEHHS ITPOBUX 3aCTOCYBAaHb Ha
OCHOB1 MOOIJILHUX MPUCTPOIB.

Hasnicts onepariitHoi cuctemu (OC) — rojloBHAa OCOOJIMBICTB, KA BIJIPI3HSIE
cMapTQoOH Bija 3BUYaitHOro MoOLIBHOrO Tenedony. [lpu BuOOpi koHKpeTHOI Moaem 17
TenedoHy ab0 MPUCTPOIO, OMepallifHa CUCTeMa YacTO € BU3HAYAIBHUM (PAKTOPOM) .
Haii6inbp1n mommpeHi onepartiiiii cucteMu Juisi cMapT(oHiB 1 ratdopm:

— Symbian OS — OC 3aiimana OuIbllly YaCTUHY PUHKY cMapT@oHiB a0 KiHisg 2010
p Ha mouatky 2010 poky Ha 6a31 OC 3anumaetncs Timbku 1 [Tnatdopma: Series 60, sxa
BUKOPUCTOBYEThCSI B OCHOBHOMY B mpucTposix Nokia, a TakoX JesKl MOJENsx

Samsung;
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— BlackBerry OS (RIM) — cuctemMa mMpoKO BUKOPUCTOBYETHCA B MPUCTPOSX B
nepmy udepry B Cnomydenux Illratax, Tak sk crencimyxOu [Oeskux KpaiH He
3aIlikaBJeHl Y BUKOPHCTaHHI cMapT(dOHIB B KpaiHi 4epe3 Te, 10 BCl BXIJIHI 1 BUXIIHI
naHi 3amm@poBaHi 3 BUKOPUCTAHHAM anroputmy mudpysanus AES;

— Windows Mobile i Windows CE — xoMmakTHa omnepaiiiiina cuctema Microsoft,
BunymieHi 3 1996 poky 1 3aitmana HanOUIbmKA cermeHT puHky OC s cMapThOHIB 110
2010 poky, B 1aHW# Yac MPOXOJUTH MOETAIMHY BiAMOBY BiJ MIATPUMKH 1 PO3BUTKY;

— Windows Phone 7 — po3po06ka Big Microsoft, paaukanbHO BiIPI3HIETHCS Bijl
Windows Mobile;

— Palm OS — ogna 3 nomymspaux muaTtdopMm, Xo4ya AaHU Yac MOOUIbHI
tenedonu Ha 06azli Palm OS mamonommpeni. Octanniit cMapThOH M7 yHIpaBIiHHAIM
omeparliiinoi cuctemu Oyna BumytieHuit B ki 2007 poky (Palm Centro);

— Linux — mupokoro MOIIMPEHHS I OmepalliiHa cucTeMa Ha MOOUIBHUX
NPUCTPOSIX HE OTpUMAJIA, IPOTE i1 PO3BUTOK TPAJMUIIMHO BBAKAETHCS MEPCHIEKTUBHUM
HanpsMKkoM. CMmapTdonu Ha 6a31 Linux nomuproThCs TOJOBHUM YHHOM B A3ii;

— Bada — HoBiTHS MO0OinbHA TUIaTdopMa, po3poliieHa KOMITaHI€l Samsung.
[lepmum Tenedonom Ha HOBIM maTdopmi cras S8500 Wave;

— Android — mopratuBHa (MepekeBa) orepalliiHa cucteMa st cMapT(oHiB,
ianmerux 1K, exextponni kHuUr, udpoBUX MIeepiB, TOANH 1 HETOYKIB Ha 0a3i sapa
Linux. Cnouatky po3po6sieHa Android Inc., siky motim kynuB Google. 3rogom Google
1HimiroBana cteoperHs anbsiacy Open Handset Alliance (OHA), sikuii 3apa3 3aiiMaeThCst
NIATPUMKOIO 1 MOJANBIIMM PO3BUTKOM IutatrgopMu. Android 103BOJIsiE CTBOpPIOBATH
JIOIaTKM Ha OCHOBI Java, sIKMi ynpaBislOTh NPUCTPOEM uepe3 po3pobseni Google
o16mioTexku. Android Native Development Kit mo3Bosisie cuctemMi BUKOPHUCTOBYBATH
010J110TEKH 1 KOMIIOHSHTH JOJAaTKIB, Hanucauux Ha C Ta IHIINMU MOBaMU;

— OC 10S (o 24 uepsus 2010 poky — iPhone OS) — e MoGinbHa omnepariiHa
cucTema, po3pobJieHa 1 BUTOTOBJIEHA aMEPUKAaHCHKOIO KomraHiero Apple. Bona Oymna

BunyieHa B 2007 porii; ciouatky — aist iPhone 1 IPod Touch, a mi3nime — as Takux
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npuctpois, sk [Pad i Apple TV. Ha Biaminy Bix Windows Phone 1 Google Android,

JOCTYTHA TIIBKU AJI TPUCTPOIB, BUpoOIeHux Apple;

1.2 IlopiBHAJILHUI aHAJII3 AHAJIOTIB

[IpoBenemMo MOPIBHSIIBHUM aHAMI3 JEIKUX ICHYIOUHMX MOOUIBHUX ILIyTEp irop 3i
CXO0KMM MpPUHLIMIIAMHA POOOTH, 10 MnepeadadaroTb OOpoThOY TrpaBUs 3 BOPOXKUMHU
IOHITaMH ITPOBOTO TPOIIECY, Ta BU3HAYMMO HASBHI HEJOJIKA KOHKYPEHTIB. AHai3
ICHYIOUHX MPOTPAMHHUX ITPOBUX J0JIaTKIB KOCMIYHUX OaTaiii.

Mob6inbHuit irpoBuit gogarok «Galaxy Shooter: Air Force War» [5] 300paxenHa
Ha pUCYHKY 1.1 — apkajHa KOCMI4Ha LIyTep rpa, 0 MA€E TaKi 0COOIMBOCTI:

—  po3paxoBaHMil Ha 6araTo KOPUCTYBAYiB PEKUM;

—  TIpOCTE YHPABIIHHS 3 TOPKHITHCS 1 YTPUMYITE, HE MOTPIOEH MIAPYYHUK;

—  pi3HI KOCMIYHI KOpa0ui 3 iX BIIACHUX YHIKaJIbHUX BHUIB 30poi, missles Ta
CrieliaJibHi 3/1I0HOCTI, II00 JOMOMOTTH BaM MEPEMOI'TH BCIX IIUX OOCIB;

—  TPUTOJIOMIIUIMBI Tpadika Ta 3BYKH BUIITYKAHOI SIKOCTI, SIK BU HIKOJIA HE
Oaunnu panime. L{imkoM BIIpI3HIETHCS BiJ CTAPUX PETPO KOCMIYHMI IIyTep, TPaTH i
BIJIUyBaTH 10T0;

—  3axOIUTIOI0Y1 KaMmaHii 3 011bI1 HiXK 70 piBHIB MOBHHI BOPOTiB MPOCTIP
JTIO3BOJISIE 0AYUTH MPOCTIP BT 3eMITi;

—  4YyJOBHUH ITpOBUI MEXaHIlI 3 BIAMIHHUM IPOTPeECii CUCTEMOIO.
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Pucynok 1.1 — Mo6inbHuit irpoBuit fogatok «Galaxy Shooter: Air Force War»

MoOGinbHuit  irpoBuit  goxatok «Ilipatu [amaktuku» [6] 300pakeHHa Ha
pucCyHKyl.2, mpo mipaTiB TrajakTUK{, MUCIMBIIB 3a TOJIOBaMHM SIKI MaHIpPYIOTb Yy
IpUroAax B KOCMIYHOMY MPOCTOP1 HA IHOIUIAHETHUX KOCMIYHUX AUPUKAOISIX.

«ITipatu I'anaktukm» — yannonynspHima rpa-ctpusuika 2019 poky. CTBopeHa Ha
OCHOBI KJIACHYHHUX ITOp-CTPUISAJIOK, I'pa Ma€ BCl HalKpalll XapaKTepUCTUKU KIIACHUKH,
ase B Hei BOyJqoBaHa aOCOJIIOTHO HOBa IrpoBa cUCTeMa. 3 YyJOBOIO TIpadikow Ta
PUBAOJIMBOIO ICTOPIEIO.

Ha BuGip nmponoHyeTbcst 6€31114 JUPUKAOIIB — KOKEH 31 CBOIM YMIHHSAM, KOJIU BU
rpaeTe Ha HOBOMY KopalOui, 1e OyJe HOBWIl JOCBiA: HOBI MEPCOHAXI Ta YHIKAJIbHA
30posi, ABa IMOMIYHUKH CTaHyTh TBOIM CYNYTHUKOM Y Il TpaHIiO3HINA MPUTOII.
[Ipouiecu MexaHi3MiB ITpH: TOPKHITBCS €KpaHa, 1100 KepyBaTH Kopaldyem, KyHiBis
HOBUX KOpaOTiB.

I'pa «Tipatu I'anakTuku» Mae Taki XapakTepH1 OCOOJIMBOCTI:

— rapHa rpadika i HeiMOBIpHa MY3HKa;

- IUIABHO HA KOYKHOMY IIPUCTPOT;

- 0araro pexuMy Tpu: KammaHisi, HeCKiHUeHHui, PvP;

- IHTeHCHBHA OUTBa 3 60COM KOXXH1 3 piBHSI.
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Pucynok 1.2 — MoGinsHul irpoBuii gonarok «llipatu I"'anaktukm»

MoOinsHuit irpoBuit fogatok «Sky Force 2014» [7] 300paxkeHHa Ha pUCyHKY 1.3
— JlereHjapHa MoOOUIbHA Tpa, M0 MOEAHY€E TMOMYJSIPHICTh KIACHUYHUX apKajx 31
CTPUISHUHOIO 3 HOBITHIMH TexHOJoriaMu cMaptdoHiB, Sky Force 2014 mpomnonye
HE3BUYANHMI 1IyTep 13 HEHMOBIPHUM HOBUM COIIAJIBHUM TeHMILIICEM.

Hecars pokiB Tomy kommnanist IGN 3asBuna: «lIpoctime kaxyuu, Sky Force —
MPUTOJIOMIIMBA Tpay. Mae mpurojsomuuinBy 3D-rpadiiii, iHTYITUBHO-3pO3yMIJIOMY
CCHCOPHOMY VHPABIIHHIO Ta TOTY)XHIH CHCTEMI OHOBJICHHS, SIKI 3MYCSTh Bac
3aXOIMUTHCS TPOIO Ha K1JIbKA TOJIMH MOCILIb.

I'pa «Sky Force 2014» mae Taki XxapakTepHi 0COOIUBOCTI:

— OapBUCTI PiBHI 13 3aXOTUTIOIOYMMHU MICISIMH, SIKI HEOOX1THO TIPOUTH;

— YHUCJIEHHI eKCTpeMalibHiI OUTBH 3 O0caMu;

- BU MOJKETE OHOBJIIOBATHU CBil 3aXUCT, 30pOt0, pAKEeTH, JIa3epu, MeraboMoun
Ta MarHiTH;

- BU MO’KETE 301IbIIYBaTH CBOI KiHIIEB1 OaIM 3a JOTIOMOTOI0 YUCICHHUX
JOCSITHEHD Y TPI;

— MOBHUM TOJIOCOBH CYNPOBI Ta HEMMOBIPHUN €JIEKTPOHHHM CayHITPEK.
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Pucynok 1.3 — Mo6insHui irpoBuit gogatok «Sky Force 2014»
PesynbpraTu aHamizy cy4acHHMX MOOUIBHUX ITOPOBHUX JIOJATKIB, OPIEHTOBAHMX Ha
TPEHYBaHHS IIBHIKOCTI Peakilii KOPHCTyBada Ta PO3BUTOK TAaKTHYHOTO MHCIICHHS B
KOCMIYHOMY TPOCTOP1, 3BEIEMO B MOPIBHIIbHY Tabnuio (tadn. 1.1), saxa BimoOpaxae

TOJIOBH1 XapaKTEPUCTUKH MOOLJTLHOTO TPOBOTO JI0JATKY.

Tabmuus 1.1 — Pe3ynabTaTi NOPIBHSUIBHOTO aHAJI3y aHAJIOTIB

dyukii Galaxy Shooter: [TipaTu Sky Force Space
Air I"amakTUKH 2014 confrontation
Force War
Cucrema - + - +
BHYTPHITPOBOTO
MarasuHy
Anarnranisa ta - + + +
YHIKaJIbHICTb
0oiloBHX
MO>KJIMBOCTEN
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Pi3u1 Buau - + + +
BOPOKUX IOHUTIB

Ta IrpoBUX O00CIB

[aTYiTHBHO + - + +
3pO3yMiTHi

iHTEepdeiic

KOpUCTyBaya

€ pekiama + + + -

BianmosinHo no tabnuii 1.1 Ta pe3ynbTaTiB MOPIBHSJILHOTO aHai3y aHAaJOTiB
po3poOka BllacHOI MOOUIbHOI 1IyTep rpu «Space confrontation» € 3aTpeOyBaHOIO.
OtpumaHuil IrPOBUIl MPOAYKT 3MOXKE IOKPUTH HENONIKM ICHYIOUHMX pIIIEHb Ta
3a0e3neunT HOBUM (DYHKITIOHAN ISl TMOKpAIIEHHS MOTOPUKH Ta IHTENEKTYyaJlbHOTO

TAKTUYIHOI'O MHUCJICHHSA I'paBLsd.

1.3 BapianTHuii aHani3 i oO0rpyHTyBaHHsi BHOOpPY 3aco0iB peasizamii
NporpamMu

Jist po3poOku MOOUIBHHMX [IOAATKIB HaOepae MOMYJIbSPHOCTI 1 aKTyaJbHOCTI
MOBa TmporpamyBaHHs Java, ame B peamizaiii IrpoBoro MOOUIBHOTO JOJaTKa €
KOHKYpEHTHa MoBa nporpamyBaHHs C#, Tak sk I Hei OyJo po3poOJEHHO IEBHE
cepenoBuie po3podku Unity e BUKOPUCTOBYETHCS 3a 4acTy MoBa nporpamyBaHHs C#
JUTSE CTBOPEHHST MOOLITbHUX q0aaTKiB sk 3D Tak 1 2D [8].

O6uasi moBu, C # 1 Java € npogoxkennsim mou C ++. Bouu O6ynu po3poOieHi B
pi3HUH Yac, B OCHOBHOMY, B KOHKYPYIOUOMY CEPEIOBHILI 1 MalOTh CBOI MOAIOHOCTI Ta
BIIMIHHOCTI.

Bcix MoO1IbHUX PO3pOOHUKIB MOKHA PO3AUIMTH Ha JIB1 KaTEropii, B 3aJ€XKHOCTI
BiJl MPOTPaMHOTO 3a0C3IEUYCHHS, JJIs SIKOTO BOHU CTBOPIOIOTH mporpamu — 10S

po3pooHukH 1 Android-po3poOnuku. @axiBii 3 TMepIoi KaTeropii BBaXKalOThCS
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HANOUThII MPUOYTKOBUMHU HAa PUHKY Mpalli, OUIbLI TOro, Micis MmosiBu MOB Swift i
Objective-C ctBOopeHHs momatkiB misi Apple cramo myke JETKUM 1 3pYYHHM.
[IporpamicTu, siKi CTBOPIOIOTH mporpamu s Android, BUKOPHUCTOBYIOTh Yy CBOIH
TSTTBHOCTI MOBY Java, sika BBaKA€ThCS HAWHAMINMHINIO I PO3POOKH MOOLTEHUX
JIOJATKIB JJIA €T ONepalifiHol CHCTEMH.

[IpoexTyBaHHs nporpamHoro 3abe3nedeHHs (anri. Software design) — e npoiiec
BU3HAUEHHS apXITEKTYpH, KOMIIOHEHTIB, 1HTep(delciB Ta 1HIIUX aTpUOyTiB (CTPYKTYp
JAHUX, AJITOPUTMIB 1 T.J.) CUCTEMH a0O KOMIIOHEHTa MPOTPaMHOTO 3a0e3MeyeHHS.
Pe3ynbTaToMm 1mbOTO MPOIIECy € MPOSKT MpOorpamMHoOro 3ade3nedeHHs [9].

[IpoekTyBaHHIO 3a3BUYal TIJISTAI0OTh.

— ApXITEKTypa MPOrpaMHOT0 3a0€3MEUECHHS

— KommnonenTu 113

- Kopucrysanpki iHTEpdeiicu

B npoueci npoektyBanHs [13 3acTocoBytoTh pi3HI Mozeni — Onok-cxemu, ER-
niarpamu, DFD Tormo.

Cy4acHi IHCTpYMEHTaIbHI METOAM MPOEKTYBAaHHS MPOrPaMHUX 3aC001B Ha OCHOBI
MOOUIBHUX TTPUCTPOIB.

Unity — e moTyxHuii Kpoc-marGopMuuii ABUryH ajs ctBopeHHs 2D 1 3D irop,
iHTEepdeiic nporpamu 300paxkeHUWl Ha pucyHky 1.4. J[BUryH MoOXHa crnpoOyBaTu
0€3KOITOBHO, 100 CTBOPUTH mpoToTHn abo anbda-Bepcito. Io6 omyOmikyBaTn
CTBOpPEHY TPy, MOTPiOHO KyMHUTH MiAmucky 3a $25 abo $125 ma wmicsis. Bapricts

JIEH31i Ui KoMIaHiii BU3Ha4YaeThes okpemo [10].
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Pucynox 1.4 — Unity inTepdeiic mporpaMHOTo cepeIoBUIIIS

Ha Unity cTBopuim Taki mOMyJabSIPHBI 3a CBOIX YaciB IrpH:
— Lara Croft GO;
- Angry Birds 2;

— Pokemon GO i T.1.

[Tnardpopma Unity HaiiGinbine miaxoauts aias po3pooku 3D irop, ame GaraTto

PO3pOOHUKIB POOJIATH Ha HiM 130MeTpuyHi mwatdopmepu ado 2D irpu.

[Tmrocu Unity:

— KOMITOHEHTHO-OPIEHTOBAaHUN MIJXiJ — PO3POOHUK TMPOMUCYE OO0'€KTY

KOMITOHEHTH Ha KIITAJIT MOXJIMBOCTI YIIPaBIiHHSA 00'€KTOM Ta MOJIEII TOBEIHKH;
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— BenrKa 010710TeKka acceTiB Ta IUIATIHIB, K1 MOXHA BUKOPUCTOBYBATHU IS
CTBOpPEHHSI MPOTOTUIY Ta TOTOBOI Tpu. Hampukiaa, MokHa IMIOPTYBaTH MOJAEIH
IITYYHOT'O 1HTEJIEKTY BOPOTIB;

— Unity miaTpuMy€e HOBITHI TE€XHOJIOTII PEHIAEPUHTY HA KIITANT TPacyBaHHS

IPOMEH1B, MOKHA pOOUTH 1TpH 3 (HOTOPEaTTiCTUIHOIO TPadiKoIo.

Minycu Unity:

- noTpiOHO OaraTo MporpaMmyBaTu;

— HoraHa ONTUMI3alis «3 KOPOOKW», IPpy OBEAEThCS ONTHUMI3yBaTH BPYUHY,
100 y Hei OyJio 3py4YHO TpaTH;

- BEJIMKA KIJIbKICTh BOYJJOBAHUX KOMIIOHEHTIB BUJIMBAETHCS Y BEJTUKHI 00CAT
rotroBoi rpu. HaiinpocTimi npoektu 3aiimMaroTs Big 100 Mb 1 Ginblue, a kopucTyBadl

MOOUTBHHX TIATHOPM HE JTHOOJISTH CTABUTH BEIHUKI ITPH.

Unreal Engine — ne neuryn Epic Games, po3poonukis Fortnite. Unreal Engine
MOJKHA KOpUCTyBaTucsi OeskomitoBHO [11], ase 3a ymoBH: sIKIIO rpa 30epe Oinblie
$3000 mpubyrky, Epic Games otpumaioth 5% posuiri, iHTepdelic mnporpamu

300pakeHUil Ha PUCYHKY 1.5.
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Pucynok 1.5 — Unreal Engine iaTepdeiic mporpaMHOTO cepeIOBHIIS

[Tonynsapui Mo6inbHI irpu Ha Unreal Engine:

Fortnite Mobile;
Life is Strange;
Mortal Kombat;

Pro Evolution Soccer 2020.

[Tmrocu Unreal Engine:

MOHa poobutn irpu 0e3 mporpamyBanHd. i nporo B Unreal Engine €

Bi3yanbHUI penakTop Blueprints, 3a J0mMOMOrorw0 SKOT0 MOXHA MHCATH CKPUIITH Ta

HACTPOIOBATH MOBEIHKY I'POBUX 00'€KTIB;

BEJIMKA KUIBKICTh O€3KOIITOBHUX aCCETIB, IO IOMTOMOXKYTh Y PO3p0OIIi;

BOY/TOBaHUI IHCTPYMEHT JJI1 ONTUMI3ALII] irop JUIsi MOOUTBHUX MJIAaT(POPM.

Minycu Unreal Engine:

y JBUTYHa HeiJealbHa oNTUMi3allisg. SKIo noaaTH Ha KapTy 3aHaATO

Oarato 00'ekTiB a00 crnpoOyBaTH CTBOPUTH BEIUKUN OE3IIOBHUN CBIT, Taka rpa
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ranpmyBatume. CrpaBa B Tomy, o Unreal Engine oOpaxoBye BCi IpeIMETH HE3AIEKHO
BiJl TOTO, UM MOTPAIUIAIOTH BOHHU Y TIOJI€ 30pY TPaBLI;

— 1HTEep(elic po3paxoBaHUN Ha HOBAUKiB, 0araTo KHOMOK IIBUJKOTO JOCTYILY
pO3TalllOBaH1 HEBAAJIO;

- IpU CTBOPEHHI BEIMKUX IMOp pO3pOOHHKAM TOTPIOHO cepilo3HO
ONTUMI3yBaTH.

Jliis po3poOku MOOLIBHOI IIyTep rpu «Space confrontationy 6yiao oOpaHo MOBY
C#, Tak fIK € MeBHI NPAKTUYHI HABUYKU B PO3pOOLI MOOUIBHUX JOJATKIB L[1€0 MOBOIO
nporpamyBaHHs. C# — 00’€KTHO-Opi€eHTOBaHa MOBa BHCOKOro piBHs. [lepeBaroro 1iei
MOBH TPOTPaMyBaHHS JUIsl CTBOPEHHS T'pU € Te, [0 BOHA O0'€lHYye IMepeBaru IHIINX
MOIIMPEHUX MOB TPOTPAaMyBaHHS 1 Ma€ HU3KY BJIACHHX KOPHUCHUX OCOOJMBOCTEM,
30Kpema:

— NIATPUMKY 1HKAICYJIALI1, HACITyBaHHSA 1 MOIIMOp(di3My;

— BUKOPUCTaHHS OOpOOKYU BUKIIIOUYEHD;

— aBTOMATHYHY 1HIIiaIi3aIlit0 3MIHHUX;

— BUKOPUCTAHHS «300py CMITTS»;

— MOJJIUBICTh ITEPEBAHTAKEHHS ONIEPATOPIB;

— YITKY THUIII3aI1}0 3MIHHUX;

— MATPUMKY KOMIIOHEHTIB.

B skocti irpoBoro pymiist 6yno obpano Unity — momynsipHe cepeaoBUIIE s
CTBOPEHHSI 1rop, W0 Ma€ BEIHMKY KUIBKICTh O1010T€K MOTYKHHUX 1 3pYYHHUX
IHCTPYMEHTIB Ta BJACHUM MarasuH 3 JOCTYIHUMH MpPUKJIaJaMHU pPI3HUX MoJenen
IOHUTIB Ta npu(}adiB sIKI MOKHA BUKOPUCTATH B OE€3MIIATHOMY JOCTYTII.

[lepmioro mepeBaroro € MOXKJIMBICTh MUCATH CKpUNTH MOBOK C# B cepelnoBHILI
nporpamyBadHsi Visual Studio 2019, ockiibku came I8 MOBa MporpamMyBaHHs Oyia
oOpaHa i HanucanHs rpu. Cepen iHITUX OCHOBHUX TepeBar Unity MOKHA B1J3HAUYUTH
HACTYIIHI:

— 3pO3YMUIHM 1 JOCTYIHUM 1HTEpEiic;

— MOXJIMBICTH CTBOpEHHS 2D irop;
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— MATPUMKA IMIOPTY BEJIUKOI KIIBKOCTI (pOopMaTis;

— MOXJIMBICTh TECTYBaHHSI IpH O€3MOCEPEAHBO B PEIAKTOPI.

Otrxe, C# 1 Unity 2D — mnaiikpammii BuOip Uisi HamMcaHHS TpU «Space
confrontationy, ockiNbKH 1151 MOBa MPOTPaMyBaHHSI Ma€ MEPENIK MepeBar, sIKHX HEMae y

IHIIMX BUCOKOPIBHEBUX MOBAX MPOrpaMyBaHHs, sIK1 € TIonepeHuKkaMu MoBu C#.

1.4 TlocTaHoBKa 3a1a4 0aKaJaBPCbKOI AUIIOMHOI po00TH

3aBaaHHsAM OaKagaBPChKOiI JUTUIOMHOT POOOTH € CTBOPEHHSI MOOUTBHOTO 1FPOBOTO
noaaTky «Space confrontation», Opi€HTOBaHOI Ha TPEHYBaHHS IIBUAKOCTI peakilli
KOPHUCTYBaya B MPOIEC] IPUUHSTTS TAKTUYHUX PILIEHb B IrPOBOMY CEPEIOBUIILII.

Jlns 3maromkeHoi poOOTH rpaBersi MOOLIBHOI TP HEOOX1THO PO3POOUTH METO.
BHCOKOPIBHEBOTI'O YCKJIQAHEHHS, SIKWW, HA BIAMIHY B1Jl ICHYIOUUX, JO3BOJISIE aJallTUBHO
MOCWJIIOBATH BOPOXKI IOHITH B ITPOBUX PIBHAX 3 YypaxXyBaHHAM MpodeciifHux
MOJKJIMBOCTE KOHKPETHOTO KOPHUCTyBaya, L0 JIO3BOJIUTH MiJJIAILTYyBaTH 3POCTaHHS
PIBHS CKJIAJIHOCTI TpW ISl TPEHYBaHHS HIBUIKOCTI peakuli kopuctyBadya. HeoOxigHO
PO3pPOOHTH MOJIEIIh IPOBOTO JIOAATKY.

I'pa Oyne ctBopeHa B irpoBomy pymito Unity2D Bepcis 2019.4.39f1 3
BUKOPHCTaHHSIM MOBHM IporpamyBanHs C# B cepenoBuiii nmporpamyBanus Visual Studio
2019, nna moKpalleHHS HaBUKIB IMPOTpaMyBaHHS 1 BUBYEHHS METOJIB PO3POOKH
MOOUTBLHOTO JOAATKY.

Bbyne 3abe3neueHnii My3u4HUM CYIIPOBIJIOM Ta MOXJIMBICTBIO TIEpEPUBAHHS TPH 3
MOJabIIMM BUXOJOM y TOJIOBHE MeHo. [Ipum HeBmaui TpaBls B MPOXOKCHHI T'pU
nepen0ayaeTbCsli BUBEJIEHHS BIANOBIIHOIO TEKCTY MPO MOXKJIMBICTh IOYATH TPy
CIIOYATKY Y MEPeXiJ] y TOJOBHE MEHIO. TaKoX B TOJJOBHOMY MEHIO Oyjie peasii3oBaHHO
MarasuH JUisi Toro, Io0 TrpaBellb BUKOPUCTOBAB OTPUMaHI B IrpOBOMY IpOIECI
BHYTPILIHIO BAJIIOTY JUJISl KYIIBJII HOBOTO BUAY KOCMIUHOTO KpeWcepy sl MOJeTHIeHHs
MPOXO/PKEHHST HACTYIMHOTO PIBHA 3 OUIBII BaXXKHUMH CYINPOTHBHHKAMU Ta OOcCamu.
Cepen rpadiuaux 00’€KTiB MOTPIOHO CTBOPUTH HaOIp OOMOBUX KOCMIYHHX KpeucepiB

Ta Bi3yaJIbHUX €(EKTIB MOCTPLIY Ta 3HUIICHHS.



27

Orxe, «Space confrontation» — me OJHOKOPUCTYBAalbKUT MOOITLHUHN J0JATOK
(Single player game), aii skoro BinOyBarOThCS Y KOCMIYHOMY IPOCTOPi, OJUH OOHOBUI
KOCMIYHUH Kpelcep MPOTUCTOITh LUK apMajii BOPOXKUX KOCMIYHUN KpencepiB, SKI
3’IBISITUMYTbCS B IIEBHOMY IIPOMDKKY 4dYacy, a B KIHIIEBOMY piBHI TpaBelb
CTHKAaTUMEThCSI C 0OCOM OKpEeMOi pach KOCMIYHOI Mpuroau, HaOuparoum Oamu. 3a
OTpUMaHy 3a MEePEeMOry BHYTPIIIHIO BaJIOTY MOXHa Oyae mpuadatyd B Mara3uHi HOBI
BUIM KOCMIYHMX KpeicepiB 3 Ouibll MOAU(DIKOBAHUM O30pO€HSM 1Sl OLIbII
PI3HOMaHITHOI'O TE€MIUIEIO JJIsl TPABIIs, 1110 AACTh MOXJIUBICTD MPOSIBUTH CBOE TAKTHUUHE
MUCJICHHSA B irpi. ETaOHHUM MpOXOMKEeHHSIM TPy MOKHA BBaYKATH MIEPEMOTY HaJl yciMa
pIBHAMH BaXKOCTI Ha MakcuMmyM 100%.

JIJist 3py4HOCT] MPOXODKEHHS TPU MEpeI0aYeHO CUCTEMY MOKJIMBOI JOMOMOTH

IpaBLEBI:

- MOXJIMBICTh OTpUMYyBaTH 0Oad y BUTIIAML JTOAATKOTO KUTTS YU OpOHI
Kperncepy;

- 3MiHa OOMOBHX JIITaKiB, KOXKEH 3 SKUX Ma€ yHIKaJIbHUN BUIISA 1 3/1I0HOCTI
B 0010;

— JI0J1aTH MY3UYHUHN CYTIPOBIJ;

— CTBOPUTH MOMJIUBICTh BUKIIOUEHHS MY3UKH 1 3BYKIB Y BUILTUBAIOUOMY
MEHIO.

['onoBHUMU 3a/1a4amMu 6akaIaBPChKOI JUTIOMHOT pOOOTH €:

- po3po0Ka METOJy BUCOKOPIBHEBOTO YCKIIQJEHHS TPU Ta yIOCKOHAJICHHS
HOro aBTOMAaTH3alII€10 MOJIETIEHOI0 CTBOPEHHS! HACTYITHUX PI1BHIB;

- pO3poOKa MOJIEIi IrPOBOI CHCTEMU;

— pO3po0Ka MaHIMYJIATHBHOOI CHCTEMH KEpyBaHHS KOCMIHUM KpehcepoMm 3a
JIOTIOMOT'OI0 CEHCOPHOTO €KpaHy MOOUTBHOTO TenedoHy;

— MPOEKTYBAHHS BHYTPIIIHBOTO IFPOBOTO MarasuHy JjIsl OCTAIlleHHS 1TPOBUX
IOHITIB,

— PO3po0Ka OCHOBHUX MOJYJIB ITPOBOTO J0JIATKY;

- POEKTYBAHHS 3PYYHOTO KOPUCTYBAILKOTO 1IHTEp(ENCY;
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- po3podka Ta yarockoHaneHHs rpadiyHuX e(exTiB, 00’ ekTiB Ta npudad ams
ITPOBOTO J0JATKY;

— Ha/IaHHS MY3WYOTO CYIPOBOAY IiJ Yac TPH YW TiJ] Yac 3HAXOJKEHHS B
irpoBoMy 1HTepdeiic;

- po3poOKa MOOLITBHOTO ITPOBOTO JI0IaTOKY «Space confrontationy;

- MPOBEJICHHS TECTYBaHHS MOOUIBHOI IpU B MPOTPAMHOMY ITPOBOMY PYIIIii
Ta Ha MOOIJILHUX MIPUCTPOSIX.

JUis  3amycky mporpamMu amapaTHe 3a0e3leueHHs MOBUHHO BIJNOBIAATU

MIHIMAJIbHAM BUMOTaM:

MOO1JIbHOI cepii 3 yacTotoro 233 MI'11 1 Buie;

- 1 I'b oneparuBHOI mam’ATi;

- BijieokapTa 00’emom mam’sti He meHire 400 Mb;

- CEHCOPHHUM €KPaH;

- OC Android;

Po3mip gumckoBoro mpoctopy, mo 3aiimMae mporpama: 43 166Kb. Posmip

orepaTHBHOI MaM’ T, 1o 3aiimMae mporpama: 2 500 Kbaitr.

1.5 BucHoBknu

VY nepmomy po3aui Oyjo PO3IJISHYTO Cy4aCHUM CTaH MOOUIBHUX ITPOBUX
n0/1aTKiB. byno mpoBeieHo NOpIBHIBHUEN aHai3 BIIOMUX MOOUIBHUX IFPOBUX MpOTrpamM
JKaHPY MIyTep-irop B KOCMIYHOMY TpocTopi, Takux sik: Galaxy Shooter: Air Force War,
[Mipatu Nanaktuku, ta SKy Force 2014. ¥V pe3ynbTari NOpiBHSHHS OYJIO BHSBICHO, IO
JOCIIIJIKYBaH1 1rpOB1 MPOrpaMHl JOJATKK HAOyIM 3HAYHOI MOMYJISIPHOCTI Ce€pell PUHKY
reiiMepiB 3aBAsIKM CBOIM 3py4yHOCTI Ta JocTymHocTi. [IpoanamizyBaBiiu nepeBaru Ta
HEJIOJIIKM BIIOMUX ITPOBUX MOOUTBHHMX IIyTep Irop, OyJ0 BUSBIECHO, IO BOHH HE
HAJAl0Th MOJKJIMBOCTI PI3HOMAHITHMX BOPOKMX IOHUTIB HA PI3HUX PIBHSX BaXKOCTI
MPOXO/KEHHS Tpu. Takum 4yuHOM OyJIO JOBENEHO MOIIIBHICTH PO3POOKH BIACHOTO
nporpaMHoro pimeHHs. Ha ocHoBI oTpumanoi iHpopmartii 0yio copmMoBaHO TEperik

3a/1a4, K1 He0OX1THO BUKOHATH JIJIsI pO3pOOKHU BJIACHOI MOOIJILHOI Ty TEP-TPH.
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2 PO3POBKA METOY, MOJIEJII TA AJITOPUTMIB POBOTH II'POBOI
CUCTEMH

2.1 Anaui3s 3aBaanHs

Po3poOka MOOUIBHOIO MPOrPAaMHOTO ITPOBOr0  JOAATKY TOYHMHAETHCA 3
BU3HAYCHHS 3aBAaHHS, TOMY € BHUMOI'M YITKOTO (OpPMYIIOBAaHHA JO TpH, IO
po3pobnsieThcss. byme cdopMmynioBaHO BUMOTH 10 JOJNAaTKy Ta WOro iHTEpdeicy,
BU3HAYMMO XapaKTEPUCTUKUA Ta (PYHKIIOHAIbHI MOJIMBOCTI, 3arajbHi MPUHIUIN
peanizailii MOO1JILHOTO ITPOBOTY J0JIATKY.

Mob6inpHa myTep rpa «Space confrontation» Martume 3a METy HE TUIbKU SIK
TEpeHYBaHHS HABUYOK B TAKTUYHOMY MHUCJIEHHI Ta pedieKciB KOpHUCTyBaua, a JJis
MaJIOro MOKOJIHS MOYKE BUKOPUCTOBYBATHCS SIK PO3BAYKATbHUI KOHTEHT.

VY po3pobi11i iropoBoi cucTeMu HEOOX1THO:

— pPO3pOOUTH METOJI BUCOKOPIBHEBOI'O YCKJIAJACHHS TPH, Ta YJAOCKOHAIUTHU
MO0 3 MOJIETIINM CTBOPEHHSM HACTYITHUX PIBHIB;

— pPO3pOOUTH MOJIENH ITPOBOI CUCTEMU;

— PO3pPOOUTH MaHIMYJISATUBHY CUCTEMY KEepyBaHHS KOCMIHMUM Kpencepom, 3a
JIOTIOMOTOI0 CEHCOPHOT'O €KpaHy MOOLIBHOTO TeaedoHY;

- CIOPOEKTYBATH  BHYTPIWIHIA  ITpOBUA  Mara3uH JJIsl  TOJIETIIECHHS
MPOXOJIPKEHHS IPH Ta HOTO PI3HOOPA3HUX MOMKIMBOCTEH I'PH;

- PO3pOOUTH OCHOBHI MOy IrPOBOTO AOAATKY;

— CIPOEKTYBATH 3pYUHHUI KOPUCTYBALIbKUI 1HTEPEIiC;

— pO3po0OUTH Ta yIOCKOHAIUTU rpadiuHi edexTu, 00’ekTu Ta npudadu nmis
IrpOBOTO JI0JIATKY;

- HaJaTH MYy3UYHE CYIIPOBOJDKEHHS TiJ] Yac TPH YH TIiJ] Yac 3HAXO/KCHHS B
irpoBoMYy 1HTEp(eiic;

— po3poOHUTH MOOLTEHUH IrpOBHIA Jo1aTOK «Space confrontationy;

- MPOBECTU TECTYyBaHHS B MPOrpaMHOMY IrpOBOMY pPYIIii Ta HA MOOUTBHUX

IPUCTPOSAX ITPOBOTO JOJATKY.
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2.2 Po3poOka MeTOly BUCOKOPIBHEBOIO YCKJIA/JIHEHHS TPH i Mojaesi podoTu

irpoBoi cucremMu

CyTHICTb pO3pOOJECHOTO METOJYy MOJIArae y TOMy, 1100 CTBOPIOBATH PiBHI 3a
neskuM 1adionoM. KoskeH ma0i0H moOBUHEH MAaTH B cOO1 MiANIA0IOHH.

[IlabioH — B MOBax MporpaMmyBaHHs, crernudikaiis GopMu NOJAaHHSI Ta MPABHI
penaryBaHHs €JI€MEHTa JaHHUX 3a JIOMIOMOTOI0 psAJIKa CUMBOJIB, B SKIA KOKEH CHUMBOJI
BKa3y€ Ha JOMyCTUMHUH BHJ cUMBOJY [12], 110 mijyisrae BAKOHAHHIO peAaryBaHHs IS
BIJIIOBIIHOI ITO3MIIIT 3HAUYEHHS €JIEMEHTA.

[TinmabnoH TakoXX BBEJEHI, 100 3pOOMTH JBa OJHAKOBUX I1aOJIOHU
HECXOKMMU OJWH Ha OJHOTO. YHIBEPCAIbHUMH MiANMIA0JIOHaMU € KJIACH, CTPYKTYpH,
1HTEeppEehcH 1 METOAM, SKI MalTh NPOTOTHUNM (MapaMeTpu THUMIB) JUIsl OJHOTO abo
JIEK1TbKOX THIIIB, sIKI BOHH 30€piraroTh 400 BUKOPUCTOBYIOTh.

Knac yniBepcanbHOT KOJEKIi MOXXE€ BHUKOPHUCTOBYBAaTH TapamMeTp THILY
3alOBHIOBAY JJIs TUITY 00’ €KTIB, Kl B HhOMY 30€pIraroThCsl.

[TapameTrpu Tumy BigoOpaXaroTbCA K TUIM HOTO MOMIB 1 TUIIH apamMeTpiB MOro
METO/IIB.

Jist miamabnoHiB Takok B 50% BUMAAKIB poOUMMO A3€pKaibHE BITOOpaXKEHHS
3niBa-HanpaBo. Yum Oublie mabioHiB 1 migmabioHOB Oyne y TIpi, TUM OUIbLI
PI3HOMaHITHO OYJyTh BUTJIAIATH KapTH PIBHIB.

Ha pucynky 2.1 BUKOpPHCTOBYBaBCSI OJIMH 1 TOW camMuil 11a0JIOH, SIKMM 3aBISIKU
uudpam 7, 8, 9 BUTIIAIa€ KOKHOTO pa3y MO-pi3HOMY.

Meroa BUKOpUCTAaHHS MIA0JIOHIB € YHIBEPCATbHUM Ta MIAXOAUTH ISl CTBOPEHHS

HE TUTHKU apKaIHUX BIJ€OIrop, a i IS IHIUX JKaHPIB.
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Pucynok 2.1 — Pe3ynpTaT BUKOpUCTaHHS MiAMAOI0HY

CyTHICTH I'pH MOJIATAE B TOMY, 1100 MEPEKUTH BC1 XBUIII 3 BOPOKUMU IOHITAMU Ta
no0paTucst 10 KIHUSA KOXKHOTO PIBHSA, MEPEMINIYIOUHUCHh MPU LOMY B KIHIl 3 OJHOTO
piBHS B IHIIMH, A€ 3 KOKHUM HACTYIHHUM pPIBHEM OYyIyTh YCKIJIaJHIOBATHUCS BOPOXKI
IOHITH.

VYcs rpa Mae CKIaAaTUCs 3 OJIHUX 1 TUX CAMHX €JIEMEHTIB, SIKI PO3TallOBYIOTHCSA
Ha PIBHSX B PI3HOMY MOPSAKY Ta Pi3HiM KIIBKOCTI.

PiBeHb 1ogaTKYy, 110 pO3POOISIETHCS, 0OOB’I3KOBO MA€ MICTUTH:

— IrpOBOTO MEPCOHAKA,

— CYIIPOTHBHHUKIB;

— 3a/1H1¥ (HOH TIIaHEeTH;

— KOPHUCHI IIPEIMETH, 110 MO>KHA OTPUMATH JiJIsl OOHyca CTpUIBOH Ta 1H.;

— BXIJI Ta BUX1Jl HA HOBUH PiBEHb.
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CynporuBaukn HazuBaroThcsi Non-Player Character (NPC) — e mepconaxi B
pPOJBOBHUX irpax, SKMM Kepye He TIpaBelb, a KoMIr'torep abo waiictep [13]. VYV
KOMIT IOTEPHUX ITpax MOBEIIHKY TaKUX MEPCOHAXIB BU3HAYAETHCS MPOTPAMHO.

Y KOMII'IOTepHUX 1 HACTUTBHUX POJIbOBUX irpax TepMmiHoM «NPC» nmo3HauaroTbcs
MePCOHaXI1, SIKI B3a€EMOJIIIOTh 3 TpaBIEM, HE3aJeKHO BiJ 1X CTaBJICHHS JI0 1rPOBOTO
nepcoHaxy. NPC MoxyTh OyTH IpyXKHIMU, HEUTpadbHUMHU 1 BOpokuMu. Heirposi
MEPCOHAX1 CIyXaTh BAXKJIMBUM 3aCO00M CTBOpPEHHS irpoBOoi arMocdepu, MOTHUBYIOThH
I'paBIIIB 3/IIMCHIOBATH T1 UM 1HIII A1l 1 € OCHOBHUM JIXKepesioM iH(opMaliii mpo irpoBoMy
CBITI 1 CIOKETI T'pH.

JUist mpouecy 3aiikaBlIEHHS TpaBls 3 MOOLIBHUM ITPOBUM JOJATKOM OYJio
BUPIIIEHO PO3POOUTH METOJI BHCOKOPIBHEBOTO YCKJIaAHEHHS TIpu. JlaHuii meTon
HACTYITHY TOCIIIOBHICTb JIIA CTaii:

1 TloyaTok irpoBOro MPOIECY, IS 171€aTbHOTO MPOXOKEHHS TPABIIO0 MOTPIOHO
npoxoautu piBHi 3 100% 3anmacom xuTTs Ta Oinbine 0% 3amacy 3aXMCHOTO OIS, SKIIO
* Ha 2 31pkH To rpaBenb Mmatume 100% xutts Ta menie 0% 3aXuCHOTO MOJIS.

2 Imimiamizargis irpoBUX OJMHHIIL CEPEAHHOIO THUITY — IO HaJaBaTUME TCBHUM
aHaJi3 Ipo IrPOB1 HABUYKM TPaBLsl HA MPOTSI31 MEPIINUX 5 PIBHIB.

3 Sxmo rpaBenp 3 JETKICTIO MPOUIIOB 5 MEPIIMX PiBHIB, TO HOMY HaJarOThCA
HACTYMHI 5 PIBHIB 3 BAXXKUMH IOHITAMH, III0 MATUMYTh OUIbIII XapaKTEPUCTUKU KUTTS,
CWJIM TMOIIKOJXKEHHS MO TpaBIto. SKIIO K rpaBelb HE 3MIT MPONTH BCl mepuil 5 piBHIB
Ha BIMIHHO, TO WOMY HAJAIOTHCS HACTYMHI ITATh JETKUX DPIBHIB ISl TTOKPAIICHHS
HaBHYOK.

4 Inimiamizawisi JIETKOrO THUIY IrPOBUX pPIBHIB HAJalOTh BEJIUKY KUIBKICTb
BOPOXKUX FOHUTIB, aji¢ B HUX MEHII XapaKTePUCTUKH KUTTA, Ta PIBEHb MOIIKOKCHHS
IrpOBOTO Kpeiicepy Maiuii, CTBOPEHHUH [JIsi 3BUKAHHS JO ITPOBOr0 MpOLECYy Ta
HAKOMWYEHHS IrpOBOi BAJIOTH JUIsi MaWOyTHBROI KymiBIi OuIbII MOIU(IKOBAHOTO
kpeticepy. Ilicas ycminmHOro mpoxo/KeHHs 5 piBHIB TPaBII0 3HOBY HAJAIOTHCS PIBHI 3

IrPOBHMMH MEPCOHAKAMU CEPEIHBOTO THITY.
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5 Skmo rpaBeub MmporpaB, Y TO BaXKKUH pPIBEHb YM JIETKHUH, TOMAlI TPaBIIO
HAJA€THCS MOXKJIUBITH TIEPEUTH B ITPOBUI Mara3uH JJis KyIiBJIi HOBHX KpeiicepiB, 10
MarOTh OUIBII XapaKTEPUCTUKH, Y pa3l MPOXOHKEHHS TaKUX PIBHIB IPaBILIO HAAAETHCS
piBeHB 3 OOCOM.

6 I'paBentb MOke TIpUAOATH HOBIIIMKA Kpeicep — B IrPOBOMY J0JATKy € 1rpOBUMN
MarasuH, B IKOMy MOXKHa MIPUI0aTH HOBIIIUN Kpecep, SKUi MaTUMe OUIbIIUN PiBEHb
KUTTSI, 3aXUCHOTO TOJNS Ta IHIIMX XapaKTEPUCTUK. YChOro 6 IrpoBUX KpeHcepis,
KYHIBJIs BIJOYBA€THCS 32 paXyHOK IrpOBOi BAJIIOTH, SIKY I'PaBELlb HAKOMUUYE B KOXKHOMY
PiBHI, 3HUIILYIOUH BOPOXKI FOHUTH.

7 Tnimiamizaifisi BaKKOro TUITYy ITPOBUX PIBHIB — HAJA€ IPABII0 CAMUX CKJIAJHHUX
BOPOXKMX FOHHTIB, II0 MOXYTh 3 JIETKICTIO 3HMILWTH, SKILIO IFPOBI HABUYKHU TpaBLs
3aMalti JUIsl IPOXO/HKEHHS Ha TPU 31pKU KOKHHI 3 PIBHIB.

8 I'paBLIO0 Haa€eThCS PiBEHb 3 OOCOM — KOJIM IpaBellb MPOMIIOB BaAKKUN HUISX,
H1JBUILYIOYH CBOI IMPOBI HABUYKH JIJIsl IPOXOKEHHSI TP, TO HOMY HAJla€ThCs PIBEHb 3
oocoM.

9 Slkmo rpaBenb HE MPOMIIIOB PIBEHb 3 OOCOM, TO HOMY HAAAETHCS MOXKIIUBICTh
npuadaTi B IrPOBOMY Mara3vHl HOBHM Kpeicep, y I1HIIOMY BHIIAQJKy BiH CHiaye
HACTYITHUM IPUTOJIaM.

10 Sxmro rpaBelb MPOMIIOB BC1 JOJATKOBI YCKIIQHEH1 PiBHI, TO BiH 3aKIHUYE TPy
13 3a/I0BOJICHHSIM 1 HA BIAMIHHO 1O 3 31pKH KOKHUU 13 PIBHIB.

11 Imimiamizarist irpoBUX IOHUTIB ycix TumiB piBHiB (+50% n0 XxapakTepuCTHK
CYNPOTUBHUKA) — HAJIa€ MOXJIMBICTh FPABI[IO MPONTH HACTYIHI TUIU PiBHIB BaXXKOCTI 3
YCKJIQIHEHHSIM, TaK SK YCIM BOPOXKMM IOHITaM HaJalOThCS JOJATKOBI OOHYCH [0

xapakrepuctuk +50%.

Ha pucynky 2.2 300pakeHHa OJOK-CXeMa aJIrOpPUTMY METOJY BHCOKOPIBHEBOTO

YCKIIATHCHHA I'PH.
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Pucynox 2.2 — biok-cxema aaropuTMy METOy BUCOKOPIBHEBOTO YCKIIaIHCHHS TPU

CynpoTUBHUKM MarOTh aTaKyBaTH TOJOBHOTO Tepos, KOJM TOW TMOTpamise B ix
paniyc araku. ['paBernb NMOBMHEH 3HUIYBATH BOPOXKUX IOHUTIB SIKHANOUIbIIE IS

OUTBIIOI HOTOPOAM B KIHII pIBHS Ta 30upaTd yci OOHYCHM Ha PiBHI JUIS IOJIETIICHHS

IMPOXOAKCHHA.

MeTo 1 BUCOKOPIBHEBOTO YCKIIATHEHHSI TPU MMOJAHUN HA PUCYHKY 2.3.
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Pucynok 2.3 — MeTtoj BUCOKOPIBHEBOTO YCKIAJHEHHS TPU

Meron pea3ariii MOOUTBHOT HITyTEp Tpu «Space confrontation» Bizyanizye mpolec
irpoBoi piBHeBol cuieHn «Level Scen», mo MictuTh y €001 koTposiep piBHsa «level
Controler» Ta pon rpu «Backgroundy, 1o 3MiHIOBaTUMETBCS B 3aJICKHOCTI BiJI PIBHS.

Kotpomnep piBas mictuth y cobi «Enemy Wavesy», «Planetsy, «Bonusy, koxHa 13
SAKUX Mae cBOi oco0mBocTl. «Enemy Wavesy — 11e BoOpoxki XBWJI, SIKI MICTITh y €001
KUIBKICTh XBUJIb Ta iX THUII 3 TIEBHOIO KUJIBKICTbIO BOPOXKUX FOHUTIB, SIKI PyXaTUMYThCS
0 TIEBHIN KOC1¥ Ta MPOTUBOCTOSITUMYThH TPaBII0. TakoXk 3 MEBHUM MPOMIIIKOM 4acy I
XBUJI 3BSUIATUMYTHCS TTOCTYIIOBO Ta 3HUKATHMYTh, SKIIO TpaBellb iX HE 3HUIIWB.
Koxuuii BOpoKuil TUM IOHITA MA€ MEBHI XapaKTEPUCTUKU: BUTIIS, JKUTTS, IIBUIKICTD,
OTPUMAaHHSM TPaBIIEM TMEBHOT KUIBKOCTI IrpOBOT BAJIOTH 3a 3HMINCHHS oHITa. «Planets»
— MICTUTH y c0o01 KOHTPOJIb IUIAHET, 5Kl OyAyTh BiAoOpakaTucs Ha 3aJHbOMY (OHI SIK
JIEKOPaTUBHUN BI3yallbHUN €JEMEHT TPH, MAa€ TaKi XapaKTePUCTHUKU: Yac MPOMIXKKY
MOSIBU Ta TMEBHA KUIbKICTh NpudadiB, mo OyayTh MOCTIJOBHO 3 ’ABISTHCS B ITPOBOMY

IpoIECi Ta 3HUKATU MICHas Horo 3aBepiueHHs. «Bonus» — nomgatkoBuil GyHKTIOHAT JJIs
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MOJIETILIEHHS TPOXO/PKEHHS PIBHA IPH, HaJJaBaTUME MOKJIMBICTH KOCMIYHOMY Kpeiicepy
MiABUIICHHS P1BHS, 110 MPU3BOJUTHME JI0 allTpenIy Kpeicepa.

«Background» — ¢on rpu, mo Oyae BIATBOPIOBATUCS B 3aJEKHOCTI BIJ
MOJIO’KEHHSI ITPOBOTO IOHITA Ta HOro MEepeMIleHHs B MpPOLECi TPH, MICTUTh B OOl
«Nebula Background» ta «Stars Background».

Takum unHOM, uepe3 «level Controler» Mo)kHA 3 JIETKICTHIO HAJAIITYBaTH HOBI
TUIIU BOPOXKUX IOHUTIB Ta peasi3oByBaTH HOBI OunbIn ckiaani «Level Scen» Ha nuisxy

I'paBOIO Ta OJIA Bi3yaJH>HOFO CCPpCAOBHUIIIA UCPC3 «Background».

2.3 Po3po6ka Moje1i BHYTPillIHBOT0 irPpOBOro Mara3uHy

VY Bizeoirpax MiKpOTpaH3aKIlisi, TAKOXK BiJIoMa K MOKYyMKa B rpi a00 B A0JATKY, €
TpaH3akiiewo [14], nmpu sKii croKuBavi OOMIHIOIOTh PEeabHY BAIIOTY HA BipTyalbHY
BaJIIOTy a00 TOBapH, Takl SK YHIKaJIbHI MEPCOHaXi, 30pos, 3acO00M IepecyBaHHS Ta
BUXOBAHII, SKI MOXKYTh MaTH O1JIbIII BUCOKI XapaKTEPUCTHUKU. CTATUCTHUKA a00 JIHIle
KOCMETHYHI BIIMIHHOCTI.

Hampukiami 1990-x pokiB, 31 3pOCTaHHSIM TOMYJSPHOCTI [HTEpHETY Itoau
NoYajy 3aBaHTAXXyBaTH KOHTEHT BIA€OIrop oOHJalH. Po3poOHMKM Bifgeoirop Ta
mo0uTeni OyayTh IpojaBaTu ab0 JUTUTHCS PO3MIMPEHHIMHU JJI1 KOMI'FOTEPHUX 1TOpP K
3aBaHTaxxyBaHuii KoHTeHT (DLC) [15]. ¥ 2002 pori Microsoft Bumyctrna Xbox Live,
oHJaliH-TIaTdopMy 111 XboX, sika 103BoJsIa rpaBisM KymyBatu Ha Hid DLC. Ilepma
MIKpOTpaH3aKIlis, MpojaHa BEIUKUM BHUaaBiieM, Oyna B 2006 porr, xomu Bethesda
npojana kiHceky Oponto The Elder Scrolls IV: Oblivion 3a 2,50 ponapa. Lle Oyio
3p00JIEHO K EKCHEpUMEHT, 1100 mepeBipuTu peakuito puHky Ha DLC. binbuiicts
TPaBIliB BiJpearyBajii HETaTUBHO, 3asBUBIIH, 10 2,50 monapa 3a BHYTPIITHBOITPOBUI
KOCMETUYHUHN TIpeIMeT — 1ie ayke Oarato. He3Bakaroum Ha HeraTuB, KiHChbKa OpOHs
crana aes'stuM DLC, mo Haiibinbiie npoaaerbes B OO0iBIOHI, 1 11 BCe 1€ KyITyBaJld
OunplIe OBOX POKIB micid ii Bumycky. Bethesda ta inmmi irposi ctynii cramu Oinblie
BUKOPUCTOBYBAaTH MIKPOTpPAH3aKIlii sIK JAOJATKOBE Jkepeno noxoxy. Y 2008 poii

marazud 10S OyB 3amymienuit Ha Apple iPhone, 1 irpy B HbOMY BHUKOPHCTOBYBAJIU
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MIKpOTpaH3aKIlii SIK OCHOBHE JiKepeiao (iHAHCYBaHHS. 3a MepII TP POKHU MiCIs
3ammycky nporpavu s 10S npunecnu Oimbie 3,6 MIIpA J0J1apiB TOXO0MY 3a OUTBIIT HIX
15 mupp 3aBaHTa)xeHb, 1 80% 1pOTO JOXOAY IMpHUIagae Ha MOOLIBHI irpu. Hamararouuce
MOBTOPHUTH YCHIX MIKPOTpPAH3aKIi y MOOUIBHHUX 1rpax, pOo3pOOHUKH J0/aiu Olijblie
MIKpPOTpaH3aKI[ii y KOMITHOTEpPH1 Ta KOHCOJIbHI ITPH.

[lpyunHKM, depe3 sKI JIOAU, OCOOIUBO [IITH, MPOJAOBKYIOTH IUIATUTH 32
MIKpOTpaH3aKIlii, 3aKjiaJeHl B JIOACHKIA mcuxosorii. bymo Oararo muckyciii mpo
MIKpOTpaH3aKIlii Ta iX BIUIMB Ha JITEH, a TaKOX NP0 3YCWUJUIS 3 PETYIIOBAHHS Ta
3aKOHOJaBCTBa. MIKpOTpaH3aKIli HalYacTIIIe HAJAI0ThCA Yepe3 1HTepdeiic Mara3uny,
10 HACTPOIOETHCSA, PO3MIIICHUA yCepeanHi J0AaTKa, A SKOTO MPOJal0ThCS TOBAPH.
Apple Hanae mnatdopmy, sika HA3UBAETHCS «IIOKYIKHU B JOJATKY», JJI 1HILIIOBAHHS Ta
0o0poOku Tpan3zakuii. Ilmarpopma Google st TOro >k BUKOPUCTAHHS HA3UBAETHCS
«OUTIHTOM Yy J0JaTKy», Ha3BaB OuIblle 3 Torsiay po3pooHuka. Apple 1 Google
oTpuMytoTh 1o 30 BIJCOTKIB BiJl YCIX JIOXOJiB, OTPUMAHUX BiJ MIKpOTpaH3aKIIii,
MPOJIAHUX Yepe3 MOKYNKU JOAATKIB y BIAMOBITHUX MarasuHax J10JaTKiB.

Jlesiki irpu AO3BOJISIIOTH TPABISIM KYIyBaTH NPEIMETH, SKI MOKHA OTPUMATH
3BUYAMHUMU CIIOCO0AMHU, ajie B IEIKUX Irpax € MpeaMeTH, sIKI MOXHA OTPUMATH JIUIIE
3a JIOMOMOTOI0 MIKpOTpaH3akIlii. Jleski po3poOHUKY MepeKoHaNnTeCs, 0 TAKUM YHHOM
JIOCTYIIHI JIMII€ KOCMETUYHI TpeaMeTd, o0 IrpoBui mporec OyB YECHUM Ta
30aJaHCOBaHUM.

B po306po0eniit rpi Oyae BUKOPHCTOBYBATHCS TIIbKM BHYTPHUITPOBA BalIOTa,
TOMY WIO Ipa HE NMpHU3HAYEHHA IS 3apO0ITKy, a K TPEHYBaJIbHUN TOAATOK IJI 0410
PI3HOrO BIKY, CBO€I MOTOPHKM Ta CTPATEriUHOIO MUCJEHHS MPU MPOXOJKEHHI TpH.
BryTpuirpoBuii Mara3uH MaTuMe 3a METY Pi3HOOOpa3HUU CMOCIO MPOXOMKEHHS TPH,
o0 rpaBelb Mill 3a BallOTy LIO0 BiH OTPUMYBATHME B NPOLECI TPU BUTPAyyBaB B
MarasuHi, s KymiBial OUIbIlh  MOAMGDIKOBAHHOTO KOCMIYHOTO Kpeicepy s
MIPOXOJIPKEHHS 3 JIETKICThIO BUCOKOPIBHEBUX IOHUTIB Ta OOCIB.

Mogens peamizaiii MoOUTHHOI IyTep TIpu «Space confrontation» Bizyamnizye

HIATPUMKY ITPOBOMY KOCMIUYHOMY Kpelcepy uepe3 MarasuH, B Mara3uH MO>KHa 3aiiTu
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yepe3 rojioBHe MEHI0. B comoMy marasuni Oyne Hajla MOKJIHMBICTh MOKYINKH HOBOTO
KOCMIYHOTO Kpeicepa ¢ MoaudikamisiMu sSKi Kparni 3a TOMepeaHid, KOXKHUN 13 SKUX
MaTUME TI€BHI XEPEKTEPUCTUKU: PIBEHb KUTTSA, 3aXUCHUHN IIUT, MIBUIKICTH CTPLIHOH,
BUTJISA 30poi, Bi3yadbHUW BHIJISA PaKeT, MIBUAKICTh PAKET, BI3yaIbHHH BUTJIIS
Kkpeiicepy. Ha pucynky 2.4 HaBeleHO MOJeIb peajizallii MepexeBoi MOOIIBHOI T'pH-

TpeHaxkepa «Biplares: LastFighty.

Shop

Player ship
v

Health

Shield

Speed

Weapon Power
Guns

Roket State

Reset Rocket Time

Pucynok 2.4 — Mogensb peanizailii BHyTPpUITPOBOIO Mara3uHy

2.4 Po3poOka anropuTmiB po6oTH MOOLILHOIO irpoBOro 101aTKY

AnroputMmiB  poOOTH MOOUIBHOI IIyTep-Tpu «Space confrontation», sKwuii
MOYMHAETHCS 13 3aBaHTaXEHHS TOJIOBHOTO MEHIO, 10 Hajgae BuOip mik: «llouatu
rpatny», «Maraszuny, «Buxim abo «HanamryBaHHs».

Komnonent «Ilouatu rpatu» akTuBye mepexig Ha «PiBHI irpu» Ta Hazaae
MO>KJIMBICTh 00OpaTH BIAKPHUTHIA PiBEHb MPOXOKCHHS TPU SIKUW 3AIMCHIOE Tepexia Ha
IrPOBY CLICHY.

Ha irpoBiii cieHi BigOyBaeTbcsl ITPOBHM Mpoliec, A€ I'paBellb MPUTUBOCTOIOTH

BOPOXKMM IOHITAM Ta TOBHHEH 3HUIIUTH I1X BCiX, Ta miOpatucs mo kiHms. [licis
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3aBEpIICHHS OWTBH AaKTHUBYETHhCS TeEpexin A0 clieHn «Pe3ynabTaT Tpm», e MOXKHA
MIPOJIOBKUTH HACTYITHUN PiBHE, YU TIOBEPHYTHCS B 10 «MeHI0».

KomrionenT wmeHio «HamamryBaHHS» HaJda€ MOXIIMBICTb — PETyJIFOBAHHS
MY3UYHOTO CYTPOBiIa IPH.

KomnonenT «Buxim 31iCHIOE 3aBepIIeHHST poOOTH MOOIJILHOTO JI0AATKY.

biok-cxema 3arajgpHOrO aaropuTMy poOOTH MOOUIBHOI IHIyTep Tpu «Space

confrontation» 300pakeHHa Ha PUCYHKY 2.5.
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4 h 4 4 h 4 4 4 4 ¥
Marasin [Mogati rpatu Buxig s gogamky Hanawmyesaxsa

¥
o
m
=

=
=

7

Mepezanyck pisHA
alt]

IrpoEa cugHHa

Pesynerar rpw

Kineys

Pucynok 2.5 — briok-cxeMa 3arajibHOro ajaropuTMy nporpamu
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2.5 BucHOBKH

Y nmpyromy po3aim poO3TISHYTO CTPYKTYpYy iHTepdelicy irpoBoro momaTky.
Po3po6iieH0 MeTOo BUCOKOPIBHEBOTO YCKJIAJHEHHS TPU MPOTPAMHOTO MPOIYKTY, KA
BUKOPHUCTOBYE pi3HI mabjaoHu moOynoBaHi po3poOHukoMm, Ta «Level Controler», 3a
JIOTIOMOTOI0  SIKOTO CTBOpIOIOThCs HOBI  «Level Scen». Takok MeTom 103BOJIsiE
M1JJIAIITOBYBATH CKJIQJHICTh PiBHIB 1] KOHKPETHOTO I'PABIIS.

Po3pobrmeno momens poOOTHM ITpOBOi  CHCTEeMH Ta MOJAENIb peaiizaiii
BHYTPIIIHHOI'O ITPOBOTO Mara3uHy, OpIEHTOBAHY Ha KYIMIBIIO TpaBleM HOBOTO
OO0MOBOTO KOCMIYHOTO Kpencepy sl IPOTUCTOSHHS y BaXKUX PIBHAX MPOXOKEHHS
rpH Ta JJ1s 3a0€3MeUeHHST PI3HOMaHITHOTO mpoliecy rpu. Po3pobieHo aaroputM podotu

MOOUIBHOTO IFPOBOTO JTOJATKY Ta OMUCAHO MPOIIeC Horo poOOTH.
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3 IPOI'PAMHA PEAJIIBALIA MOBIJIBHOTI'O ITPOBOT'O IOAATKY

3.1 [IpoexkTyBaHHSI KOPUCTYBAULKOIO iHTepdeiicy

KopuctyBanpHUITBKI iHTEphEHCH CKIAMAIOTHCS 3 OJHOTO a00 JEKUIBKOX IIMapiB,
BKIOUaroun iHTepdeiic moauHa-mamuHa (HMI), skuit B3aeMojie 3 MalldHaMu 3
GI3MYHUM  BXITHUM  OOJIQJIHAHHSM, TaKUM SIK KJIaBlaTypd, MHUIII Ta BHUXITHUM
oOaHaHHSAM, TAKUM SIK MOHITOPU KOMIT'IOTEPiB, JUHAMIKH, BiJeOKaMepa Ta IPUHTEPH.
JlonatkoBi mapu iHTEphency MOXKYTh B3a€EMOISITH 3 OJHUM a00 KUIbKOMa OpraHamMu
YyTTs JIIOAUHU, BKIIOYAIOUU: TaKTHWIBHUN 1HTEepdeic (I0THK), BI3yallbHUH 1HTEpdelic
(31p), cayxoBuil iHTepdelc (3ByK), HIOXOBUH 1HTepdelc (3amax), pIBHOBAXKHUU
iHTepdeiic (6ananc) Ta cMakoBui iHTEpdeic (cMmak).

Po3piznsiroTh Taki Buam intepdeiiciB kopuctyBaya [16]:

- I'padpiunmii kopuctyBanbHUIbKMM 1HTEpdelic (GUI) — me cykymHicTh
MPOrpaMHUX MPOrpam, SIKi BUKOPUCTOBYIOTHh I'padiuHi MOMIMBOCTI KOMIT'IOTEpa, MI00
3pobuTH mporpamu npoctuMu y BukopucTaHHl. GUI BHKOpUCTOBYE BKa31BHUK,
BKa3IBHUI MPUCTPI Ta eneMeHTH iHTepdeicy s ympaBiIiHHS KOMI'IOTEPOM Ta
nporpaMHuM 3a0e3nedeHHs M. Bka3iBHUK — CUMBOJI Ha €KpaHi, SKUH BUKOPUCTOBYETHCS
JUIsi BUOOpY MIKTOrpaM Ta BHUKOHAHHS 3aBlaHb. BKa3iBHMIM MNpUCTpI TepeMilrye
BKa3iBHUK 1 MOXe OyTH OyIb-SKMM THIIOM HPUCTPOIB, BKJIIOYAIOYM KJIABIIIl 31
CTpUJIKaMH Ha KJaBiaTypi, Muuil abo n0Tuky. Enementu iHTepdeiicy — 1e mKTorpamu,
MEHIO Ta BIKHA, K KOPUCTYBau BHUOMpae AJid 3alyCcKy Mporpam, BIAKpUTTS ¢ailiiiB Ta
BUKOHAHHS KOMaH]I.

— Intepdeiic komangHoro psaka (IKP) mpencrasnsie coboro opuriHaIbHHMA
CTHJIb B3a€EMO/II1 JIIOJAUHM 3 MalnHot0. KopucTyBaul HaOUparoTh 3anmuTH a00 BKa3yIOTh
nii (hopMalIbHOIO MOBOIO, SIKa Ma€ BJACHUM CIIOBHUK, 3HAYEHHsI 1 CHUHTakcuc. Sk
MpaBUIIo, 11¢ Hal0ip KomaHJ, ocCHOBHUX 1HCTpYKIiK 10 OC. Byas- ska mnporpama Moxe
BukopuctoByBaT IKP nns Bracnoro mpoaykry. IKP B HaiimeHmomy cTymneHi
niaTpumMye KopuctyBauiB. OgHa 3 ocHOBHUX npoOiem IKP nossirae B Tomy, 110 BiH HE

3axumiae Hi OC, H1 mporpamy BiJl KOpucTyBaya. /{15 po60TH 3 CHCTEMOIO KOpUCTyBayam
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NOTPiIOHO 3HATH, SIK KOMIT'IOTEP MPAIIOE 1 JIe 3HAXOAATHCSA 1X Mporpamu i 1ani. Mojenb,
3actocoByBaHa B IKP, € Momemno mporpamicta, a He KopucTyBaya. Jljis Gararbox
3acBoeHHs IKP cxoxe Ha BuBuUeHHs iHO3eMHOI MoBu. Komm'torepue II3 ta A3 Mmae
BJIACHY MOBY, 3HallOMy pPO3pOOHWKaM, ajie¢ KOMMI'IOTEPU IMOBHMHHI CIIUIKYBaTUCh 3
KOPUCTYBa4aMH MOBOIO, JOCTYITHOIO HE JIMIIIE MPOTrpaMiCTaM.

Po3pobistoun MoOLIBHY 1IyTep rpy «Space confrontation», juist 3abe3neueHHs
Jiajory MK MPOTrpamMor0 Ta KOPUCTyBadeM, JJIsl TPOTPAMHOTO IrpoOBOTO OMATKY,
BUPIIIEHO BUKOPUCTATH HaWmommpeHimmi tun intepdericy kopucryBaya — GUI, mo
HaJa€ MOXJIMBICTh peali3yBaTH BCl MNPUHLUNK 1HTEpdeiicyOyno po3poOiaeHHy
CTPYKTYpY 1HTep(]eiiCciB T10AaTKYy, IO CKIaAATUMEThCS 3 JEKIIBKOX YaCTHH.

[HTEpdelic roIOBHOTO MEHIO, 0 MPU3HAYCHHUH IS MIEPEXOy B iHIII IHTepdeiicu
IrpOBOTO 0JIATKY, Ta MOJ MEHIO HaJalllTyBaHHS MY3UKH B 1rpi.

['padiuna cxema roJoBHOTO MEHIO 300pakeHa Ha (puc. 3.1).

Pucynok 3.1 — I'padiuna cxema inTepdeicy rolloBHOT0 MEHIO
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EnemMeHnTH ronoBHO MEHIO:
1 3anHiit GoH;
2 KHormnka HamamryBaHHs;
3 JloroTurl iIrpoBOTO J0/1aTKY;
4, Knomnka nepexony 1o inTepdeiicy iIrpoBuX piBHIB BaXKKOCTI;
3) Knonka nepexony 1o iHTepdeiicy BHyTpUIrPOBOTO Ma3uHYy;
6 KHonka Buxoay 3 irpoBOro A04artky.
[aTepdeiic iIrpoBUX piBHIB BaXKKOCTI, 10 MPU3HAYECHUN JIJISl IEPEXOAY B ITpOBUI
IPOCTIP TPaBLIS.

I'padiuna cxema irpoBUX piBHIB BAKKOCTI 300pakeHa Ha (puc. 3.2).

Pucynok 3.2 — I'padiuna cxema inTepdeiicy irpoBux piBHIB BaKKOCTI

EneMenTu irpoBuX piBHIB BaXKKOCTI:
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1. 3anHiit QoH;

2. KHonka nmoBepHEeHHS 0 TOJIOBHOTO MEHIO;

3. TekcT pacu BOpOKUX IOHUTIB CHO)KETHOTO PIBHSI BaXKKOCTI,;

4, OO6macTh KIJIBKOCTI PiBHIB B JJaH1 BaXKKOCTI;

5. Knonka 1 piBHs irpoBOro MpPOCTOPY T'paBlisf, Ta 1HIIMX SKI BIAKPUIOTHCS

IPU IPOXOKEHHI MTONEPETHBOTO PIBHS;

6. Knonka mnepexomy A0 HACTYMHOI pacd BOPOXHUX IOHHUTIB Ta iX piBHI
BaXKKOCTI1 MPOXOJIKEHHS;

7. KHormka noBepHEHHs 10 NONEePEAHBOI pacy BOPOKUX FOHUTIB.

[aTepdeiic irpoBOro mMpoCTOPY TPaBIs, L0 SIBISETHCA TOJOBHUM IPOIECOM
IrpOBOTO MPOCTOPY 1€ TPaBeLb IPOBOJAUTUME OLIBIIE YCHOTO Yacy.

['padiuna cxema irpoBOro NpocTopy rpasilsd 300paxkeHa Ha (puc. 3.3).

Pucynok 3.3 — I'padiuna cxema inTepdeiicy irpoBoro mpocTopy rpaBIis
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EnemeHnTH irpoBoro npoctopy rpaBLs:
1. 3agHid (oH, Ta 00IacTh SKa CIOPUHUMETHME CEHCOPHE TMepEMIIICHHS

Kpelicepa rpaslid, 1 e BIIOYBaTUMETHCS caM IIPOLIEC I'PH;

2. 300paX€HHSI KOCMIYHOTO Kpelicepy IpaBlLis;
3. poboua 0651acTh;
4. KHOIIKa BHWII4/Ial0Y0TO MEHIO, II0 Mae B €00l peryiioBaHHS 3BYKY TIpH,

KHOIIKM MOBEPHEHHS 10 T'OJIOBHOTO MEHIO, MEpPEe3ayCcK I'pu, Ta MPOJOBKEHHS I'PH, TaK
K MPU BIAKPUTOMY BUIIaJal0YOMy MEHIO I'POBHII MpoLIeC CTOSITUME Ha Tay3i;

S. rpadiune 300paXxeHHs )KUTTS Ta OPOHI IrPOBOTO FOHITA;

6. TEKCTOBE 300pa)KEHHA Yacy I'pH payHJa Ta KUIBKOCTI OYKIB, HAOpaHUX 3a

SHUIOCHHA BOPOKOI'0 FOHITA.

[aTepdeiic BHYTPIIIHBOTO ITPOBOTO MarasvHy, 10 MPU3HAYCHHUM JJIs KyMiBJl Ha
1HIIMI OOMOBUI KOCMIYHUN Kpeiicep, O11bll MOAU(DIKOBAHUHN ISl CYNIPOTHBY 3 O1IbII
BKKMMH IOHITAMHM HAa BUCOKHMX PIBHSIX BaXKOCTI rpu. [Ipuabaru 3acoOu mokpaiieHHs
IOHITa MOKHA 3a ITPOBY BAIIOTY, KA OTPUMYBAaTUMEThCS Ta HAKOMUYIYBATUMETHCS BiT

HABHKIB IPABI B IrPOBOMY MPOLECI.

['padiuna cxema BHYTPINIHHOTO IrPOBOTO Mara3uHy 300pakeHa Ha PUCYHKY 3.4.
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Pucynok 3.4 — I'padiuna cxema intepdeiicy BHyTPIIIHBOTO IrPOBOTO Mara3uHy

EnemenTH BHYTPINIHBOTO ITPOBOTO Mara3uHy:
3aaHIN (HOH;
KHOITIKa TIOBEPHEHHS JI0 TOJIOBHOTO MEHIO;

00J1acTh Mara3uny,

1

2

3

4, 300pakeHHsI IrPOBOr0 KOCMIYHOTO Kpeiicepa;

3) neperssi HaCTYIHOTO IPOBOI0 KOCMIYHOTO Kpeicepa,

6 MMOBEPHEHHSI IO MUHYJIOTO IFPOBOTO KOCMIYHOTO Kpeicepa;
7

XapeKTEPUCTUKU O0OPaHOr0 IrpOBOr0 KOCMIYHOTO Kpeiicepa.

3.2 Po3po0ka rpagiunux Ta Meaia martepiaJiB
Po3i6paBiuck 1 30y1yBaBIIM MJIaH pOOOTH 3a TEXHIYHUM 3aBJIaHHSIM, IIPUCTYMO
no podotu Hapg 2D-rpadikoro mas rpu. CrnoyaTKy Bce MOYHHAETHCS 31 CKETUIB — L€

HAYEpPKHU €JIEMEHTIB I'PH, IIEPCOHAXKIB, I'POBUX CIIEH, 030pOEHHS, B 3araJIbHOMY BCe, 110
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Ooyne B mpoekrti. Ile pobOutbecs st toro, moO Oymo mpocrime OpakyBaTu abo
penaryBatu 11ei, OCKUIBKH MOJIEIIOBAHHS BCHOTO IEPEPaxoBAaHOTO BHUIIE 3alHATO O
HabaraTo OlJIbIlIe yacy.

VY irpax BaXJIMBUMH aclEeKTaMHd € SK Bi3yaJbHI acmlekTd iHTepdeicy Ta
300paxeHb, TaK 1 My3UYHOTO CYIIPOBITY, TOMY ISl PO3POOKH Bi3yaJIbHUX KOMIIOHCHTIB
Ooyno obpanHo nporpamy Adobe Photoshop, a My3ukanesHMil cynpoBia Oyjae 3Haiine B
IPOCTOpax IHTEPHETY.

PactpoBe 300pakeHHs — 300pakKeHHs, IO € CITKOI (MO3aiKOI0) IIKCEIiB —
KOJIbOPOBUX TOYOK (3a3BUYail NPSIMOKYTHHX) Ha MOHITOPI, Marnepi Ta IHIIUX MPUCTPOSIX,
110 BigoOpakaroth [17].

PactpoBuii rpadiuHuil penakTop — cremiaiizoBaHa Iporpama, Mpu3HaueHa JJis
CTBOPEHHsSI Ta OOpOOKHM pacTpoBUX 300pakeHb, TOOTO rpadiku, sKa Ha 3rajKy Ipo
KOMIT'FOTEp 3aIMUCYETHCS K HAOIp TOYOK, a HE K CYKYNHICTh (hOPMYJI r€OMETPUYHHUX
diryp [18].

[ToniOH1 mporpamMHi TPOAYKTH 3HAMIUIA IIUPOKE 3aCTOCYBaHHSI B 00poOII
uudpoBux ¢otorpadiii Ta 3aCTOCOBYIOTHCS B POOOTI XYAOKHHUKIB-1JTIOCTPATOPIB, Mij
Yyac MIATOTOBKH 300pakeHb 10 APYKY IpYyKapchbKUM criocobom abo Ha Qoromanepi,
nyOJiKalli B IHTEpHETI.

Adobe Photoshop — O6aratodyskiionanbHui rpadiuyHauii  pegakTop , IO
PO3pOOIISIETHCS 1 PO3MOBCIOIKYEThCst KommaHiero Adobe Systems [19]. B ocHoBHOMY
Mpaioe 3 PacTPOBUMHU 300pa)KEHHSIMHU, OJHAK Ma€ JIesIKIi BEKTOPHI 1HCTPYMEHTH.
[IponykT € migepoM pUHKY B 00JIacTI KOMEPLIMHUX 3ac001B pelaryBaHHs PacTpOBUX
300pakeHb Ta HAWB1IOMIIIIOIO TTPOTPAMOIO PO3POOHHUKA.

Po3poOka cuenn Oyne ckiagaTucs 3 TOOYIOBHM BEKTOPHUX Ta TEKCTOBHUX
00’ekTiB. Ilepmium Oyso cTBopeHO (DOHOBE 300paKECHHS, SIKE CKJIAAAEThCA 3 TPYMHU
BEKTOPHUX 00’ EKTIB.

Ha pucynky 3.5 HaBeieHO Bizyami3alil0o MpOIECY CTBOPEHOI Ipymu (POHOBUX

00’ €KTIB.
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Pucynox 3.5 — I'pymna BekTopHUX 00’€KTIB, fKa Bi0Opaxye GoHOBE 300pasKeHHS

Skio € HeoOX1AHICTB, TO po3Mip TpadiuHOTO 300paKEHHY MOYKHA pellaryBaTH B
OyIb-sIKMII MOMEHT 0€3 3aiiBUX BTPATH SKOCT1 300paKeHHS.

BuxopucroBytoun B Unity MOXIIMBICTH BIATBOPEHHS NPOCTOi (Irypu, s
ITpPOBOI ClIeHU, OyJI0 CTBOPEHO MpPSIMY SIK KOPUCTYBallbKui 1HTEp(eic, eIeMeHT, 1110
B1JIOOpaXKye MOJIOCY PIBHS 3JI0pPOB’S TOJOBHOIO KOCMIYHOTO Kpeicepa B 3€JIEHOMY
KOJIBOP1 Ta MOJIOCY 3aXMCHOTO IIUTa B CHHHOMY KOJIBOPI.

Ha pucynky 3.6 HaBe€HO BUIJISIZ €IEMEHTY, SIKUM B1I0Opa)Kye piBEHb 3/10pOB’s

Ta 3aXHUCHOI'O ITOJIA.
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Pucynox 3.6 — I'padiuuauii enement — «llosoca piBHA 310pOB’A Ta 3aXUCHOT'O
Yy p p p

MOJISI IPOBOTO 00’ €KTa».

IrpoBi roHiTH Takox Oynu pospoOneHi B Adobe Photoshop, Taki sik Bopoxi
KOCMIiUHI KpeHCHpH PI3HHX BHIIB Ta IrpoBi Kpeicepw, BUCTpiiM (JK J1a3epH, Tak i

paKeTH), UTIOCTpATUBHUI 33 1Hii (DOH TUIAaHET Ta TYMaHy.

Ha pucynky 3.7 HaBeIeHO OJHOTO 3 THIIIB KpeCepiB CTBOPEHOIO OO €KTY i

Ha3BOI0 «Bopoxwuii kpeiicep Bepcis 2.
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Pucynox 3.7 — I'padiunuii enemeHT — 00’ ekT «Bopoxuit kpercep Bepcis 2»

[licnss cTBOpeHHA BCIX pacTpoBUX OO0 €KTiB, OyJio po3po0JeHO JEKUIBKO
rpadiuHux aHimarii 3a jgomororo ictpymeHTiB Unity, ska Hajgae MOXIJIHUBICTh
CTBOPIOBATH iX 3a MapTikKall cuctemMoro. EdexkTr Manu Bi1oOpa)kaTu KOJIM IrPOBUM FOHIT
MONaJae y BOPOXKOTO HMOro YacTKOBE PYHHIOBAHHS YW TOBHOIIIHHE 3HUIIEHHS. Lli
edeKTH Halal0Th Bi3yaJlbHE CHPUUHSTTS TPaBLIO 10 BIH IMOMAJa€ MO IOHITaM YU TIO
HhOMY caomy momanu Ha pucynky 3.8 HaBeIeHO BWIISII CTBOPEHOTrO TpadidyHol

aHiMarlii «Bubyx».

19.4.39f1 Personal* <DX11> - X
1t Tools Window Help

> 2 ® w
- v Beam Light
Player Expl Sav
LIAENE S L v Auto Save T Tag Untagged ¥ Layer Default

Transform

Particle System
Open Editor...
& BeamlLight
Particle Effect
Restart

Nothing

y Clearon Build Error Pause Editorv
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Pucynok 3.8 — I'padiuna animaris «Budyx»
[Ticnst po3poOKH BCiX 00’ €KTIB MOTPIOHO MOEIHATH 1X IS BiJOOpakeHHs irpoBOi

CIIEHU. 300paKeHHs MOETHAHUX TpadiuHUX eJIeMEHTIB HaBEIEHO Ha pUCYHKY 3.9.

Time : 00:00
Score : New Text

Pucynok 3.9 — Iloegnanus po3po6iieHnx rpadiuHux e1eMeHTiB Ta GOpMyBaHHS

BUTJISAY IFPOBOT CLICHU

VYV kiHIl 1 MaiOyThHOTO TMOKpAIIeHHS 4YM OHOBJICHHS HEOOX1IHO 30epertu
rpadiuHi €IeMEHTH Yy BUIJISI, MPUAATHOMY JJISi BUKOPHUCTAHHS B ITPOBIH CHCTEMI.
Unity miarpumye taki rpadiuni popmatu PNG, BMP, TIF, TGA, JPG, Ta PSD. ®opmar
PNG no3Bosisie 36eperta mpo3opicTb, TOMy caMme BiH Oyae BUKOPUCTaHHMH y paMKax

PO3poOKH rpadiuHUX eneMeHTIB MOOUTBHOT 1IyTep rpu «Space confrontationy.
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My3uuHuii CynpoBi Ipu po3pOOIISIBCS MHOKHUHOIO KPOKIB Y MPOTPaMHOMY PYIIIii
Unity, skuii micth y co0i icHTpyMeHT «Audio Source», me Oyino #Oro CTBOPEHHO B
NEeBHUX CIIEHaX Ta CTBOPEHHO JOJATKOBUI CKpINT, 3aBISKU SKOMY MOXHa OyIo
BHOCHTH B ITPOBY CIICHY MYy3UKallbHE CYNpPOBOKEHHs. Peani3oBHMII CKpUIT TOJJAHO B
TEKCTOBOMY BUTJISIIL.

public class MenuGameScene : MonoBehaviour
{
[Header("Audio Settings")]
[SerializeField] private Slider slider;
[SerializeField] private AudioSource soundController;
[SerializeField] private AudioClip backgroundSound;

private void Awake()

{
slider.onValueChanged.AddListener(ChangeSoundVolume);

¥

private void Start()
{

soundController.clip = backgroundSound;
soundController.Play();

}
private void ChangeSoundVolume(float value)
{
soundController.volume = value;
}

B irposiii crieni Unity HanmamtyBaHHS My3WYHOTO CYIIPOBIAY TPH 300pak€HO Ha

pucyHky 3.10.
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ﬂ v Menu Game Scene (Script)

Settings

art (Button)
nu (Button)

Audio Settings

= Sound Slider (Slider)

Pucynok 3.10 — HanamryBaHHsS My3HWYHOTO CYNPOBIiTy B irpoBiit cuieni Unity

3.3 IIporpamua peaJizauisi MeTO1y BUCOKOPiBHEBOI0 YCKJIATHEHHS I'PU

Jlist peanizaiiii BUCOKOPIHEBOTO YCKIIQJHEHHS PIBHIB Ipu OyJI0 CTBOPEHHO B
nporpamHomy pyurito Unity cueny mig Ha3zBoro «GameScene», B sIK1d BIATBOPIOBAIU
3aJlyMaHdil METOJl B MPOTPAMHOMY BHIJISIZII 4yepe3 MporpaMmHe cepenoBuine Visual
Studio 2019, mix HazBoro «LevelControlery.

[Tpu 3aBanTaxkeHHi yepe3 iHTepdeiic piBHIB BaxkKocTl «LevelScene» 300paskeHuit

Ha pucyHky 3.11.



54

RAGNER ENS DARK;

L U X EX X,

Pucynox 3.11 — IaTepdeiic piBHiB BaxkkocTi «LevelScene»

J10 OCHOBHOI I'pOBOi CLIEHH I'PaBEIlb ABTOMATHUYHO CTBOPIOE 1HTEpPEIC IrpoBOro
cuenn «GameScene» Toro piBHs 110 0ys10 0OpaHo.

YacTHa KOAy 3aBaHTAXKEHHsSI OCHOBHOI ITpOBOI CIIEHM HaBeJEHA HAa PUCYHKY

3.12.
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LevelController : MonoBehaviour {

EnemyWaves[] enemyWaves;
[SerializeField] Currentlevel;

GameObject powerUp;
timeForNewPowerup;
GameObject[] planets;
timeBetweenPlanets;
planetsSpeed;
List<GameObject> planetsList = List<GameObject>();

Camera mainCamera;

Coobuwenue Unity | Cebinok: 0

9

if (PlayerPrefs.HasKey(PrefsKey.levelKey))

{
CurrentLevel = PlayerPrefs.GetInt(PrefskKey.levelKey);

Pucynok 3.12 — [Iporpamuuii koA CTBOPEHHS CLIEHHU IrPOBOTO mpoctopy «GameScene»

[Ipouec 3amycky HOBOT xBWiIl «Enemy Wavesy Ta miciis IEBHOTO MPOMDKKY 4acy
BIITBOPIOE HACTYIHY XBWJIIO, a MOMEPEAHIO 3HUILYE JJIS MOJIETHICHHS HaBaHTa)KEHHS

Ha ITPOBUI MPUCTPIH, MPOTpaMHUIN KOJ HAaBEJICHO HAa PUCYHKY 3.13.
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Hue Unity | Ccoinok: 0

O

mainCamera = Camera.main;

for ( i = 8; i<enemyWaves.Length; i++)

{

StartCoroutine(CreateEnemyWave(enemyWaves[i].timeToStart, enemyWaves[i].wave));

}
StartCoroutine(PowerupBonusCreation());
StartCoroutine(PlanetsCreation());

ccbUlKa: 1
IEnumerator CreateEnemyWave( delay, GameObject Wave)
{
if (delay != @)
yield return WaitForSeconds(delay);
if (Player.instance != )
Instantiate(Wave);

Pucynox 3.13 — [Iporpamuuii koj 3amycky HoBoi xBuJii «Enemy Wavesy

YacTuHa CKpuITa reHepallii BOpOXKUX XBHIIb, 300pakeHa Ha pucyHky 3.14. Ilix
TEHEPALEI0 XBWJIb PO3YMIETHCSA, IO € TMEBHI XapaKTEpUCTHKU, Hampukiaag «Wavey
BU3HAYA€E, CKIJIbKUA BOPOTIB Oy/i€ 3'IBISTHUCS, iX IIBUAKICTD 1 IHTEPBaJ BIATBOPEHHS M1k

HUMU. BiH Takox BU3HAYae ix pexxum 3ioMku. [le Bu3HaUae ix muisx pyxy.
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eHue Unity | Cebinok: 0

O

StartCoroutine(CreateEnemyWave());

rator CreateEnemyWave()

for ( i =@; 1 < count; i++)

{
GameObject newEnemy;
newEnemy = Instantiate(enemy, enemy.transform.position, Quaternion.identity);
FollowThePath followComponent = newEnemy.GetComponent<FollowThePath>();
followComponent.path = pathPoints;
followComponent.speed = speed;
followComponent.rotationByPath = rotationByPath;
followComponent.loop = Loop;
followComponent.SetPath();
Enemy enemyComponent = newEnemy.GetComponent<Enemy>();
enemyComponent. shotChance = shooting.shotChance;
enemyComponent.shotTimeMin = shooting.shotTimeMin;
enemyComponent.shotTimeMax = shooting.shotTimeMax;
newEnemy . SetActive( 'H

yield return WaitForSeconds(timeBetween);

}
if (testMode)
{

Pucynox 3.14 — [Iporpamuuii koj resepanii BOPOKUX XBHIIb

JIst moJiermeHHs] TPOXOJKEHHsI OyJIM CTBOPEHHI JTONMOMIKHI 00’€KTH, 10 MaJH
BJIACTUBICTH MIAHATH PIBEHb KOCMIYHOTO KpeiicepH, 10 MPU3BOIUIO JI0 aNTpeny Moro

030po€HHS, Ha pUCYHKY 3.15 mogaHo kox, sikuil renepye 6onyc «levelUpy.

cebinka: 1
IEnumerator PowerupBonusCreation()

while ( )
{
yield return WaitForSeconds(timeForNewPowerup);
Instantiate(
powerUp,

Vector2(
Random.Range(PlayerMoving.instance.borders.minX, PlayerMoving.instance.borders.maxX),

mainCamera.ViewportToWorldPoint(Vector2.up).y + powerUp.GetComponent<Renderer>().bounds.size.y / 2),
Quaternion.identity

Pucynok 3.15 — IIporpamuuii kox renepyBanHs 6onyc «levelUp»

Jl7ig Bi3yalbHOTO MPOCTOPY, J€ TPaBellb 3HAXOAUTHCS B KOCMIYHOMY MPOCTOPI,

HEJIOCTaTHbO TUIBKKM (POHY KOCMOCY Ta 3IpOoK, ToMy Oyio peamizoBaHo (GOH, SIKUM
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3MIHIOETBCS BHU3, IO JIa€ YSIBJICHHS, IO TpaBellb PyXa€ThCs Bropy, Tak SIK 1€ JOKAaIlis

KOCMOCY 1 00’ ekTamMu Oy 1yTh IIJIAHETH.

Ha pucynky 3.16 HaBeeHO KO peasizallii pyxy IJIaHeT, KepyBaHHS iX KUIbKICTIO

Ta 9acOM MPOMIDKKY TMOSIBU B IrPOBOMY MPOCTOPI.

ccbulka: 1
IEnumerator PlanetsCreation()

{

for ( i =9; i < planets.Length; i++)
{

planetsList.Add(planets[i]);
}
yield return WaitForSeconds(18);
while ( )
{

randomIndex = Random.Range(®, planetsList.Count);
GameObject newPlanet = Instantiate(planetsList[randomIndex]);
planetsList.RemoveAt(randomIndex);

if (planetsList.Count == @)

{
for ( i =8; i < planets.Length; i++)
‘ planetsList.Add(planets[i]);
}

}

newPlanet.GetComponent<DirectMoving>().speed = planetsSpeed;

yield return WaitForSeconds(timeBetweenPlanets);

Pucynok 3.16 — IIporpamuuii KoJ1 reHepyBaHHS IUIAHET

ITlicnss  neMoHcTpanii 4YacTHUH KOJQy Ta iX ONHUC MOXIJIMBOCTEH Oyne
MIPOJIEMOHCTPOBAHO PE3yIbTaT POOOTH, HA PUCYHKY 3.17 BimoOpa)keHO 1rpOBUI MPOIIEC

cuenu «GameSceney.
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Time : 23
Score :.38120

Pucynok 3.17 — IrpoBuii mporec

Ha pucynky 3.18 mnpoaeMOHCTpOBaHO MpOIEC TOSBM HOBOI BOPOXKOI XBHUII

«Enemy Waves» B IrpoBii CIIeHi.
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Pucynok 3.18 — I[Ipouec nosiBu HOBOi BOposkoi xBuil «Enemy Wavesy

Ha pucynky 3.19, npeacrtasineHo irpoBuii 00’ext Oonyc «levelUpy», Ta #oro
COPUMHATTS Ha ITPOBOTO IOHITA KOPUCTYBada, SIK BUJHO KUIBKICTh BHIIYIIEHUX
Ja3epHUX MPOMEHIB € OLIbIIE YUM OJIMH, TaK SK HA MOYATKY IPU TUIBKU OJUH MPOMIH,

¢ HaJa€ rpaBOro IMOJCTIICHHA IIPOXOIKCHHS I'PH.

Time : 14
Score : 40580
\

Pucynoxk 3.19 — IlpencraBneno irpoBuii 00’ekT - 6onyc «levelUp»
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Ha pucynky 3.20 mpoaeMOHCTPOBAHO JBi 13 YOTHPHOX IJIAHET, IO BiAIrparoTh
pOJIi Bi3yaJIbHOTO MPEACTABICHHS MEPEMIIICHHS TPaBls y TOPY, TaK K IUIAHETH, IO
HOSBIISIOTECS PYXalOuUCh BHU3. Tako BCi €JI€MEHTH, 110 BUXOISATH 32 paMKH KaMEpH,
K1 PyXaroThCsl 3a TPABIEM 3HUKAIOTh, JUISl TOJIETIIEHHS HABAaHTAXXCHHS HA CHCTEMY

MPUCTPOIO B IKOMY B1I0YBaTUMETHCS MPOIIEC TPH.

Time : 91
Score : 41560

Pucynox 3.20 — [IpeacraBieHo irpoBi 00’ €KTH TIAHETH

PeamizoBanmii mporpamHuii  kox ckpunTta mig  Ha3Bow «LevelControlery,
300paxeHnil Ha pUCyHKY 3.21, SKuil MpeACTaBIEHUN Yy BUTIIAMAI IPOrPaMHOTO PYIIis

Unity B KOMIIOHEHTaX Jie MO’KHA KEPYBaTH IIPOIeCOM KoTpoJjieM piBas [20].
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Pucynox 3.21 — [Iporpamuuii kommoneHT «LevelControler» B irpoBiii ciieni Unity
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3.4 TlporpamHua peaJi3auisi MoJesieil BHYTPilIHHOTO irPpOBOr0 Mara3uHy

JIig 1iKaBIIIOTO MPOXOKEHHS Tpu Oyae peai3oBaHO BHYTPINIHINA I1TpOBUI
Mara3yH. Y MarazuH MOXKHAa TMOTPANMUTH 4Yepe3 I1HTEepPeic TOJIOBHOTO MEHIO.
PeanizoBytoun mgaHy mopenb B mporpamHomy pymiito Unity, OyJo CTBOPEHO IrpoBY
cueHy mij Ha3Boio «ShopScene», y sikoMy poO3MOAULIEHO MPOTpaMHUN KOJA Ha Taki
ckinanoBi vactuHu «CoinManager», «Datalnfo», «SelectButton», «ShopManager»,
KOXXHAa 3 SKHX BIAMOBIMa€ CBOEMY (DYHKITIOHATy pEali30BaHOTO BHYTPHITPOBOTO
MarasuHy.

«CoinManager» — BIANOBIJA€ 3a TPOIIOBY BaIOTy T'PU, JaHY BaJIIOTy MOKHA
OTPUMATH 3HHUIMYIOYH BOPOXKHMX FOHHTIB, 32 OKPEMHH BHJ JAE€ThCS TMEBHA KITBKICThH
MoHeT. B irpoBiii creni «ShopScene» BamioTy MOXKHAa BUTpaTH Ha KYIMIBJIIO OUIBII
MOAM(IKOBAHMX KOCMIYHI KpeWcepH, sl MPOXOJKEHHS BHCOKHX PIBHIB Ta OOCIB.
Jlanuii ckpun HajJa€e MOXJIUBICTD BIJCIIAKOBYBATH BIpHY KUIBKICTh MOHET TpaBlis MPU

KYIIIBJII HOBUX KpeicepiB, YaCTUHA KOy 300pa)keHa Ha pUCYHKY 3.22.

UnityEngine.Events;

shProUGUI))]

if (coinText == ) coinText = GetComponent<Tex

ResetText();

ResetText()

coins = PlayerPrefs.GetInt(Prefskey.coinKey, 8);
coinText.text = coins.ToString();

AddCoins( count)

coins += count;

PlayerPr .SetInt(Pref .coinKey, coins);
ResetText();
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Pucynok 3.22 — [IporpaMHuii Ko BiICTIAKOBYBaHHS IrPOBOT BAJIIOTH

«Datalnfo» — romoBHUN CKpUN IO BIAMOBIIA€ 3a 1HPOPMAIIIIO, 3aBIASKH SKOMY
MOXHa OyJae CTBOpUTH Oe€3llid IrpOBHX KOCMIYHMX KpehcepiB 3  PI3HUMU
XapaKTepUCTHKAMH, JUIsl OUIbII I[IKABOTO TeMIUies HJs TpaBil. XapaKTepPUCTUKH
KOXKHOT'0 Kpelicepy MaTUMYTh OCOOJIMBOCTI B TaKMX (PyHKITIOHAIAX SIK:

— yHikanpHU# 1D Kpeiicepa;

- yHIKaJIbHe 300pakeHHs Kpeiicepa;

— Ha3Ba Kpeiicepa;

- KIJIBKICTB JKUTTS;

- KUIBKICTh 3aXHMCHOTO CJIOIO Kpeiicepa;

- PIBEHb aTaKW;

- PIBEHb IIBUJIKOCTI BUCTPLIIB;

— 1[1Ha Kpelicepa;

- npuaAOaHMd TpaBLUEM Ha JaHUII MOMEHT Kpeicep UM Hi.

YacTtuHa Koy 300paxkeHa Ha pUCyHKY 3.23.

ShipInfo GetShipByID( id)
ship = allShips.Find(x => x.ID == id);
.isBuyed)

ship.isBuyed = PlayerPrefs.HasKey("Byed" + ship.ID);

return ship;

IsBuyed( id)

ip = allShips.Find(x => x.ID == id);
"Byed™ + ship.ID, ship.Price);

[System.Serializable]

ShipInfo

ID;

Sprite Image;

Name;

Healthy;
Shield;
AttackDamage;
AttackSpeed;
Price;

isBuyed;
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Pucynok 3.23 — [Iporpamuuii koa iHopmallii yHIKaaIsHOTO IrpOBOTO IOHITa
PeanizoBanuii nmporpamMHuii koA ckpunta mij Ha3Boro «Datalnfo», 300paxenuit
Ha pUCYHKY 3.24, KW NpencTaBiIeHU KOMIIOHEHTA, /I MOKHA KepyBaTH MPOLIECOM

CTBOPEHHS HOBOTO KOCMIYHOTO Kpeicepy 31 CBOIMU OCOOIMBOCTSIMHU.

ﬂ v Data Info (Script)

All Ships

Element 0
D 0
mage [s]Short-Lazer-Ship
Name Joles
Healthy 100
Shield 50

Attack Damage 1

=1

Gulis

150

100
BEIE]s]=]

ed
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Pucynok 3.24 — I[Iporpamuuii komnoneHT «Datalnfo» B irpoBiii cueni Unity
«SelectButton» — nanuii ckpum BIAMOBIZA€ 3a MEPEBIPKY Ta 3aMIHHY TEKCTy Ha
KHOMII mpuadaTH, oOpaTu Ta oOpaHO JaHUN KocMmiuHUU Kpeicep. [Ipuadatn moxxHa
IpU YMOBaX KOJIM TpaBellb Ma€ MEBHY KUIBKICTh IrPOBOI BAJIOTH IS KYMIiBIIA Kpencepy
TOJ1 B KHOIII TEKCT 3aMIHIOETbCS Ha oOpatu. OOpaTu A03BOJCHO MICHs MPUIOAHHS
Kpelcepy, micisi BiH Oylle KepyBaTHCs TpaBlleM B irpoBii cueHi «GameScene», Ta

HaIMC 3aMiHHA Ha 00paHo. YacThHA MpOrpaMHOTO KOy 300pakeHa Ha PUCYHKY 3.25.

y.selectShipkey) == ID;

if (isSelected)
{
text.text = "SELECTED"™;

Datalnfo.ShipInfo shipInfo = data.GetShipByID({ID);

etInt(Prefskey.shipIDKey, shipInfo.ID);

etInt( shipShieldKey, shipInfo.Shield);
etInt( shipHealthyKey, shipInfo.Healthy);
etInt( shipDamagekKey, shipInfo.AttackDami H
etInt(Pr shipSpeedkKey, shipInfo.AttackSpeed);

text.text = "

Chek()
if (!isBuyed)
{
if (coinManager.Subtract(price))
SetShipID(ID);
data.IsBuyed(ID);

(lizselected)

PlayerP sKey.selectShipKey, ID);
SetSelectedsettigs();

l
‘
»
w

Resetstate()
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Pucynok 3.25 — [IporpaMuuii Ko nepeBipKy Ta 3aMiHHY TEKCTa Ha KHOIIIII
«ShopManager» — Biirpae BaXJIWBY pOJIb s Bi3yamizalii MarasuHy, 1
NOB'A3aHUN 3 MHUHYJIUMHU CKpUNTAMU Bizyamiizamii iXx ¢yHKiioHany. 3a rpadidyHOO
CXeMow iHTep(deiicy BHYTPINIHHOTO IrPOBOTO Mara3uHy IOOYJOBAaHO Clalaep st
3pyYHOCTI TIEperiisAay pI3HHX KpehcepiB B TakOMy MajoMy TMIpOCTOpi Ta ix
XapaKTePUCTUKH, Ta BIIOOpa)KE€HHS KUIBKICTI ITPOBIM BaJIOTH HAa JaHUM MOMEHT

nporpecy oTpuMaHuM rpasueM. [Iporpamumii kon 300paxeHna Ha pUCyHKY 3.26.

d Fo current;
selectShipl
curentShipID

ShipNameText;
HealthyText;
ShieldText;
AttackSpeedText;
AttackDamageText;
selectButton;

[-.' —
[

[ r
[ r
[
[He
L

L

L

[

[

L

L

L

L

L

L

()
if (Left != )} Left.onClick.AddListener(LeftButton);

if (Right != ) Right.onClick.AddListener(RightButton);
if (back != ) back.onClick.AddListener(GoToBack);

selectShipID

rets efskey.selectShipkey, @);
curentshipID lectShipID;

SetShipSetting(curentShipID};

SetShipSetting( 1D}

current = data.GetShipByID{ID);
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Pucynok 3.26 — [IporpaMuuii Ko nepeBipKy Ta 3aMiHHY TEKCTY Ha KHOIILI

PeanizoBanuii mnporpamHuii Kox ckpumrta A Ha3Boio «ShopManager»,

300pakxeHUii Ha pUCYHKY 3.27, SKUM TOAAHUN Yy BUIJISAAI KOMIIOHEHTA, JIe MOXKHa

CTHIOCTepiraTd 3a OOpaHMM Ha JaHUI MOMEHT KpeWcepoM y Mara3uHi Ta TOJOBHHUMH

HaJaITyBaHHIMU 1HTep(PEiCy, SIK TEKCTOBOTO, TaK 1 BI3yaJIbHOTO.

B v Shop Manager (Script)

B Script (Datalnfo)

Attack Damage

In Center Panel
mage =l Image (Image)
® | eft (Button)

® Rigth (Button)

In Buttom Panel
Ship Name Text ShipName (T
HP (Te
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Pucynok 3.27 — [Iporpamuuit kommnoneT «ShopManager» B irposiii cueni Unity
[Ticnss nemoHcTpamii dYacTMH KOOy Ta IX ONHCY MOXIUBOCTEH Oyze
IPOZEMOHCTPOBAHO pe3yNbTaT poooTh (Ha pucyHKy 3.28), 1€ BioOpaXeHO BHYTPIIIHIH

ITpOBUI MarasuH.

<foo  _li
¥ = ._ ;

Ship Name : Gulis

Healthy
v 150/150

Shield
© 100/100

Attack Speed 30
Attack Damage 3

Pucynok 3.28 — [IpeacrasieHo iHTepderic BHYyTPIIIHBOTOTO IrpOBOTO Mara3uHy

3.5 BucHoBku

Y TperboMy po3auUTi OyJ0 CHPOEKTOBAHO KOPHUCTYBAIbKHM 1HTepdeiic Ta
OIMCAHO, 5Kl OyayTh iHTEpdeiicu B MOOUTEHOMY MPOrpaMHOMY A0AaTKYy. Jist po3poOku
rpadgiyanx matepianiB 0yno obpano Adobe Photoshop Ta momryk mesia marepianiB B
IHTEPHET CEPeIOBUIIL.

byno mpoBeneHo po3poOKy METOMy BHUCOKOPIBHEBOTO YCKIIQIHEHHS TPH Ta

IPOAEMOHCTPOBAaHOMOr0 poOOTy B irpoBux crena Unity.
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PeanizoBaHO MOjAEns BHYTPIIIHHOIO IFPOBOTO MarasuHy, OMUCAHO MPOrPaMHY

CTPYKTYPY Ta IPOJIEMOHCTPOBAHO KIHIICBUI PE3yJIbTaT.
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4 TECTYBAHHA ITPOBOT'O JOJATKY

4.1 Bubip MeToiB TeCTYBaHHSA NMPOTrPAMHOI0 3a0e3me4eHHs

TecTyBaHHs MOOITPHUX JOJATKIB — II€ MPOIIEC, 3a JTIOMTOMOTOO SIKOTO MPUKIIATHE
[13, po3pobsieHe AJis NMOPTATUBHUX MOOLIBHUX MPHUCTPOIB, MEPEBIPSIETHCS Ha MOTO
(bYHKI[IOHATBHICTD, 3PYYHICTh BUKOPHCTAaHHS Ta cyMicHicTh [21]. TecryBaHHs MOXe
OyTH MaHyaJIbHUM a00 aBTOMaTU30BAHHUM.

Mo061isibHE TeCTyBaHHS IMiJINAA€ 10 HACTYITHUX KaTeropit pucyHok 4.1:

Functional

Usability
Testing

Installation
Testing

Interruption
Resting

R 4

Pucynox 4.1 — Kareropii MoO1JIbHOTO TeCTyBaHHS

OyHKIIIOHATBHE  TECTYBAaHHS: OCHOBHUH  THUI  TECTyBaHHSA, IO
BUKOPUCTOBYETHCS JUIsl TEPEBIPKA  (PYHKIIOHATHHUX MOXKJIMBOCTEH MporpamMu
BIIMOBIAHO J10 crienudikaliii BUMOT.

TecTyBaHHSI TIPOYKTUBHOCTI: BUKOHYETHCS JUIsi TECTyBaHHS MPOIYKTUBHOCTI

KIIEHTCHKUX JTOJIATKIB, MPOYKTUBHOCTI CEpBEpa Ta MPOYKTUBHOCTI MEPEXI.
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TectyBanus nam'ati: Mo61JIbHI IPUCTPOT MAIOTh OOMEXKEHY MaM’ATh MOPIBHSHO
3 KOMIT IOT€paMH, I TUI TECTYBAHHS MPOBOJIUTHCS IS TIEPEBIPKU ONTHMI30BAHOTO
BUKOPHUCTAHHS MaM’AT1 JOJIATKOM.

TecryBanHs Ha mnepepuBaHHs: [22] BukopucToByeThCs sl TIEpeBipKM Ha
nepedoi uepe3 BXiIHUM 13BIHOK a00 SMS, nonepepkeHHs Mpo HU3bKUI 00CsT mam’sTi,
MOMEPE/KEHHS PO HU3BKUM 3aps]l aKyMYJISITOpa TOILO Mij Yac 3alyCcKy Iporpamu.

TecTyBaHHs BcTaHOBJICHHS: TecTyBaHHS BCTAHOBJICHHS BHKOPUCTOBYETHCS IS
NEepeBIPKA MPOCTOTH Ta IUIABHOCTI MPOIECY BCTAHOBIEHHSA, IO BKIIOYAE TaKOXK
OHOBJICHHS Ta BUAJICHHS.

TecTyBaHHST 3pyYHOCTI BHKOPHUCTAaHHS: SIK 3aBXIW, BIH TIEpPEBIPSB
e(eKTUBHICTh, PE3yJbTaTUBHICTh Ta 33J0BOJICHICTh BiJl 3aCTOCYBaHHS.

TecTyBaHHS MOOLIBHUX JOJATKIB MOXXE OyTH PyYyHHUM a00 aBTOMATHU30BAHHM.
JI1s1 IbOTO BUKOPUCTOBYETHCS KiJIbKa MOOUIBHUX 3ac00IB aBTOMAaTH3aIlll TECTIB, HE BC,
ayie JIesiKi 3 HUX MepesTiueHl HIbK4ue BiJIMOBITHO JI0 TOMYJISIPHOCTI Ta BUKOPUCTAHHS.

TecTyBaHHS MOOUIBHUX JOJATKIB TaKOX € YK€ BaXKJIUBUM, OCKIJIBKH KJIIE€HTU
BKJIAJIAIOTh MUIBHOHU y TEBHHUM MPOIYKT, TOX JOJAaTOK 3 MOMUJIKAMH Ta Oaramu
npu3Bejie 10 (IHAHCOBUX BTPAT, OPUANYHUX NPOOJIEM Ta HABITh MOXKE 3HUIIIUTH 1Mi1IK
OpeHny.

OcHOBHa pI3HHUIIA MDK TECTyBaHHSIM MOOUIBHMX JOJATKIB Ta JECKTOIMHUX
nporpam. Kilbka OYEBHMIHMX acCIHEKTIB, $KI BIIPI3HIIOTH TECTYBaHHS MOOUIbHUX
JIOJIaTKIB BiJl TECTyBaHHs Mporpam aiis HacTimpHuX [1K:

- JIECKTOITHA Mporpama TeCTYEThCSl Ha LIEHTPAIbHOMY MpoIlecopi, MOOLIbHA
Ha Tenedonax (Samsung, Nokia, Apple Ta HTC);

— PO3Mip eKpaHy MOOITFHOTO MPUCTPOIO MEHIIHH, HixK ekpany [1K;

— MOOUTbHI MPUCTPOI MAFOTh MEHIIIE TTaM'sITi;

— MOO1JIbHI TeJle(OHN BUKOPUCTOBYIOTh MEPEXKEBI MiAKIIOYEHHS, TaKl sK 2Q,
3G, 4G abo WIFI, neckTomHi BUKOPUCTOBYIOTH IIMPOKOCMYTOBI a00 KOMYTOBaHI

3'€THAHHA,
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- 3acobu i aBTOMATH3allii, 110 BUKOPHUCTOBYETbCA [JIsl TECTYBaHHS
JIECKTOIHUX MPOTpam, MOKYTh HE MPaIfOBaTH HA MOOUIbHUX JI0/aTKAaX.

Tumnu TectyBaHHS MOOUIBHMX JOMATKIB. J[JIs1 BUpIIICHHS BCIX BHUIIE3a3HAYCHHUX
TEXHIYHUX aCIEKTIB, MPOBOASATHCS TaKi TUIH TECTYBAHHS:

- TECTYyBaHHS 3pYYHOCTI BUKOPHUCTAHHS — MOOUTHHHM TOAATOK TTOBUHEH OyTH
MPOCTUH Yy BHUKOPUCTAHHI Ta 3a0e3nedyBaTH 3aJ0BUILHUNA PIBEHb POOOTH IS
KOPHCTYBaYiB,;

- TECTYBaHHSA CYMICHOCTI — TECTYBaHHS MpOrpamMu Ha PI3HUX MOOUIBHHX
MPUCTPOSIX, BEPCISIX OMEPALITHUX CUCTEM, Y PI3HUX Opay3epax BiJIMOBITHO JI0 BUMOT,

- TECTyBaHHA 1HTEp(ENCy — TECTyBaHHS Ol MEHIO, KHOIOK, 3aKJIaJoK,
1CTOpIi, HAJAIITYBaHb MPOTPAMH;

- TECTYBaHHS CEpBICIB — TECTyBaHHA MpPOTpaMU B pPEXKUMI OHJIAWH Ta
odaiiy;

~ TECTYBaHHS PECYpCIB HHU3BKOTO PpIBHS — BHUKOPUCTAHHA MaM'siTi,
aBTOMAaTUYHE BUJAJIECHHS TUMYACOBUX (haiijiiB, MpoOJIeMH pO3IIMPEHHS JIOKAJIbHOI 0a3u
JAHUX;

- TECTYBaHHS MPOIYKTUBHOCTI — TECTYBaHHS MPOIYKTUBHOCTI MpOrpamMu
nuisixoMm 3MiHd 3'eqHanHsa 3 2G, 3G va WIFI, cniuyibHOro BUKOPHUCTAHHS TOKYMEHTIB,
CIIO’KMBaHHS OaTapei ToIIo;

- TECTYBaHHS eKCIUTyaTallii — TECTyBaHHS pE3epBHHUX KON Ta TaHy
BiJTHOBJICHHSI, SIKIIIO aKYMYJIATOP PO3PSIIKAETHCS, a00 BTpaTa JaHUX IIiJ1 4aC OHOBJICHHS
nporpamu 3 App Store/Play Market;

- TECTyBaHHS BCTAHOBJEHHS — T[epeBipka MporpaMd OUIAXOM il
BCTAHOBJICHHS Ta BUJAJICHHS Ha MPUCTPOSIX;

= TECTYBaHHA O€3MEKM — TECTYBaHHS MPOTpaMH ISl MEPEBIPKH 3aXUCTY

1H(pOpMaIlIITHOT CHCTEMH.
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4.2 TectyBaHHS1 po3p00/1€HOT0 10AATKY
[TouaTkoM TecTyBaHHA MOOUIBHOTO ITPOBOTO AOAATKy € ioro 3amyck. Ilicms
3allyCKy JOJATKy OYIKYETbCS MOOAUMTH 3aBaHTa)XEHE TOJIOBHE MEHI0. Pesymprar

3aIlyCKy JIOJaTKy HaBEACHO Ha PUCYHKY 4.2.

Pucynox 4.2 — I'osioBHE MEHIO TpH
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[Ticast ycmimHOro 3amycKy HporpaMu HMOYMHAEThCS TECTyBaHHS (YHKIIOHATY
nonatky. [lns TecTyBaHHST METOAYy BHUCOKOPIBHEBOTO YCKJIQJHEHHS TPU B JAHOMY
irpOBOMY J0AATKy, MEPIIUM KPOKOM € 3aIlycK Imepmoro piBHs. s 1bOro moTpioHO
HATUCHYTH BIJIMOBIAHY KHOIIKY Ha TOJIOBHOMY MEHIO Ta MEPEUTH 10 eKpaHy «piBHA 1».

Pe3ynpTaT HaTUCKaHHS KHOMKW HABEJIEHO Ha pUCYHKY 4.3.

Pucynok 4.3 — Pe3ynbTatT HaTUCKaHHS KHOIIKU «PiBHS 1»
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[Ticns ycmimHOro 3amycky ekpaHy «piBHA 1», BiIOOpa)xyeThCsl mpolec IpH, Ae
IpaBIio, MOTPIOHO 3HMIYBAaTH BOPOXI KOCMIUHI KpeWcepH Ui OTPUMaHHS 1rPOBOI
BAIIOTH, 100 B HACTYMHHMX OLIBII BAKKUX DPIBHS MPOXOJHUTH, 32 JOMOMOTO HOBHUM
npua0aHUM KOCMIYHHUM IrpoBHM Kpeiicepom. [lpu mpoxomkeHHi irpoBOro piBHS €
JOTIOMDKHUM €JIEMEHT 1€ MiAHATTS PiBHS, SKUW MPU3BOAUTH O JIOJATKOBOTO BUCTPLILY
KOCMIYHUM  OyiacTepoM, [JIsl TOJETHICHOTO MPOXOKEHHS piBHA. Pesynbrat

MOKPOKOBOTO MPOXO/KEHHS «PiBHA 1» 300pakeHO HA pUCYHKY 4.4.

Time : "; ! _
o I 151 M S—
Score : 30

Pucynok 4.4 — Pe3yabpTaT mOoKpOKOBOT'O MPOXOHKEHHS «PIBHS 1»
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Skuio rpaBelb BTPaTUTh BECh 3aXUCHHUM Oap’ep, KUl BimoOpaxeHHWil B ropi
MIOJIOCOIO0 CHUHBOTO KOJIBOPY, Ta MOJIOCY KUTTS 3€JIEHOTO KOJIbOPY, TO1 piBEHb TpH Oy/e
He mnpoiinenum. Ilicns mporpairy € MOXIMBICTh TMeperpatd piBEHb 3aHOBO YU
MOBEPHYTHUCS B MEHIO PiBHIB. [HTEepdeiic pe3ynbTaTy nmporpaiiy rpasiisi 300pakeHuil Ha

pUCYHKY 4.5.

Time : 30
Score : 750

You are Lose

Try again

rRestart

Pucynok 4.5 — Pe3ynbrar nporparity rpasis
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VY nauiif Tpi € 2 TUOU MEpEeMOTru rpaBid B irpoBux piBHsX. Ilepma — e komiu
rpaBelb MPOXOJUTH BECh PIBEHb 30€PEKEHUM KOCMIUHUM KpPEHCOpOM, HEMae Pi3HUIl,
K1 MONIKO/XKEHHS BIH OTpUMAaB Ha IUISAXY, JaHUM piBeHb HEe Mae O6ociB. pyruii crocid
— KOJIK € piBEHb 3 OOCOM, TYT HE JOCTATHHO MPOCTO BIKUTH, TAKOXK OOOB’SI3KOBOIO
YMOBOIO TIEPEMOTH € 3HMILEHHS BOpoxkoro Ooca. IHTepdeiic pesynpTaTy nepemMoru

rpaBIls 300pakeHui Ha pUCYHKY 4.0.

Time : 72 Seimall |
Score : 2540 ———

o I !

VICTORY

Pucynox 4.6 — Pe3ynbTaT nepemMoru rpaBus
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[Ticas mepemoru B iHTepdEiici MEHIO ITPOBUX PIBHIB BaKKOCTI MOKHA TOMITUTH
31pKU HaJ piBHEM 110 Tpoinum. KiabKicTh 31poK BioOpakaTUMyTh PIB€Hh BUKOHAHHS
yCiX yMOB UId TMPOXO/KEeHHs mporpecy rpu. OnmHy 3ipKy MOXKHa OTpUMATH TpHU
MIPOXO/KEHHI PiBHA, KOJH T0JI0ca 3aXUCHOTO Oap’epy Ha 0, Ta 1moyioca >KUTTS MEHIIE
50%. [IBi 3ipKu IpH MPOXOJKEHH1, KOJU TUIBKM 3aXMCHUN Oap’ep mae 3HayeHHs 0 a
nosioca xUTT Ounbiie 50%. Tpu 3ipku komu piBeHb kuTT 100% Ta 3axucHuil 6ap’ep
maTtume oOunbuie 0. [HTepdelic pe3ynpraTy nporpecy MpoxoKeHHs TpaBLs 300pakeHU

Ha PUCYHKY 4.7.

Pucynok 4.7 — Pe3aynbraty nporpecy npoxo >KeHHs rpaBls
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IrpoBa crieHa 3 MpOXOKEHHS PiBHS 2 /i€ € JJIA TEeCTy MpoBipsiIach pobota Goca
Oyna ycminmHow. boc MaB BiIMIHY KUTBKICTh JKUTTS BiJ 3BUYHHUX BOPOXKUX FOHUTIB
TaKOX BIH HE MpoJiiTae OOWOBUN MPOCTIp, a 3aJNUIIAIOTHCS HA MICIl, MOBTOPIOIOYU
NEBHI TPAEKTOpii pyxy, MEPEeMOrTH MOXKHA TUTbKM 3HHINUBINN #Horo. IHTepdeiic

pe3ynbTaTy MPOXOIKEHHSI TpaBlieM piBEHb 3 00cOM 300paxkeHui Ha pUcyHKY 4.8.

: . Level 2
Time : 22 o

Score : 2540

Pucynok 4.8 — Pe3ynbpTaTy npoXopKeHHS I'paBlieM piBEeHb 3 60coM
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[lin gac irpoBoi clieHHM PiBHS TPU MOXKHA TMOCTAaBUTH Ha TMay3y IJs 3pYYHOCTI
IpaBlsl y BUMAJKY HOTO BiJBOJIKAHHS 1 100 Mporpec piBHSA I'pu HE OYyB J1apeMHOIO
BTpaToio yacy. Taka MOXIMBICTH BIJOOpaXKye MEHIO, /I MOXKHA PETYIIOBATU 3BYK T'PH,
KHOIIKU TPOJOBXHUTHU TPy, UM MEpPE3allyCTUTU JAHUU PIBEHb Ta NEPEUTU B TOJOBHE

MeHI0. [HTepdeiic pe3ynbrary nays3u rpu 300pakeHuil Ha pUCyHKY 4.9.

Time : 33
Score.: 2540

" ,.
"8 \g
A

e 1
SETTINGS

Sound

Pucynok 4.9 — PesynpraTy naysu rpu
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[Ticas mikaBO MPOBEACHHOTO 4Yacy Ta HAKOMUYEHOi IrpoBOi BaJIOTH MOXHA
npundatu co0l HOBUM Kpeiicep 3 HOBUMH MapamMeTpaMu, OUThIT MOAU(DIKOBAaHUMH, HikK
y MUHYJIOi Bepcii kpeiicepa. B 3aeXHOCTI Bl TapaMeTpiB KpehcepiB po3MoIijeHHa X
BapTICTh, sIKA 3 KOXKHUM Pa3oM € OUIBIIOI0, OCKIIBKY MapaMeTpu HACTYITHUX KpeiicepiB
€ OuUTbIMMH, HIK y MuHYIuX. JJs TecTyBaHHsS TPOBEJICHO KYIIBIIO Kpeicepa 3a
Ha3Boro «Riker», y MarasuHi BiH 3a MOCIOBHICTIO ApYruid, 3a miHow — 5000 irpoBoi
BamoTU. [HTEpdelic pe3ynpTaTy KymHiBJi B Mara3uHi TpaBlieM Kpeicepy 300pakeHuit Ha

pucyHky4.10.

Ship Name : Riker

Healthy
v 125/125

Shield
@) 70/70

Attack Speed 20
Attack Damage 2

PRICE - 5000

)

Pucynok 4.10 — Pe3ynbrary KymiBii B Mara3uHi rpaBLeM Kpeiicepy



83

[Ticns mpuabanHs TpaBLEeM Kpeicepy, WOTO MOXKHA BUIPOOyBaTH B OOHOBHUX
BUMNPOOYBAHHSIX B IrPOBUX PIBHAX, JUI ILBOTO IOTPIOHO HATUCHYTH KHOIIKY
«SELECT», micas woro Oyne BimoOpaxena wHaamuc «SELECTED». Iutepdeiic

pe3ynbTaTy BUOOpPY I'paBIeM Kpelcepy B Mara3uti 300pakeHuit Ha pucyHky 4.11.

<FO1220 _li

Ship Name : Riker

Ship Name : Riker Healthy

L 4 125/125

Healthy
L 4 125/125

Shield
O 70/70

Attack Speed 20
Attack Damage 2

Shield
O 70/70

Attack Speed 20
Attack Damage 2

SELECT SELECTED

Pucynok 4.11 — Pesynbraty BuOOpY rpaBueM Kpeiicepy B Mara3uHi
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B irpoBiii cuieHi piBHS MPOTECTOBAHO JONMOMDKHUN Oad) MIAHATTSA PIiBHSA, SKAN
HaJae Kpelicepy TpaBIl0 MepeBary HaJ CYNpPOTUBHUKAMHU, 1€ JOAATKOBI 3ajIu
onacrepy. € nexinbka piBHIB Bif 1 110 4. PiBHI kpeiicepy A1I0Th TUIBKU B MEXKaX OJHOTO
payH7a, Tak sK 3 HAaCTYNMHHUU MounHae 3 mepmoro. Ha mepmiomy piBHI Kpeiicep Mae
TUIBKH OJIUH 3aJI BUCTPLTY OylacTepa, MpU OTPUMaH1 APYroro piBHSA KUIBKICTh 3POCTA€E
yABIUl, Ha 3 pIBHI Ma€ TpU 3ajlud Ta B KIHIEBOMY — IT’Th 3aimmiB. [HTepdeiic

pe3ynapTaTy OTPUMAaHHS MIAHATTSA PIBHS Kpehcepy rpaBlieM 300pakeHO Ha PHCYHKY

4.12.

Time : 54
Score : 2720

Pucynok 4.12 — Pe3ynbraty OTpUMaHb MITHATTS PIBHA KpeHcepy rpaBLEM
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KinueBum eneMeHTOM TeCTyBaHHs 0yJI0 My3WYHHI CYIPOBIJ B IrPOBHUX CIIEHAX, B
KOXHY CIeHy 0oOpaHy OKpeMy IIICHIO fKa CIiBIajajia 3 IrpoBuUM iHTepdeiicoM Ta
dynkiionanom. i perynoBaHHS TYYHOCTI 3BYKY B TOJJOBHOMY MEHIO € MOXKIIMBICTD
3MEHIICHHS YM 301UIBIIECHHSIPIBHS 3BYKY. Tako Taki HaJallITyBaHHS CUHXPOHHI 3 yciMa
ITPOBUMH CIIEHAMU Ta MOJIOCOI0 B MEHIO Nay3H 1TPOBOIi CIIEHU MPU MPOXOHKEHHS PiBHS.

[aTepdeiic pe3ynbTaTy peryatoBaHHS 3BYKY I'paBlieM 300pakeHuil Ha puUCyHKY 4.13.

SETTINGS

Sound

Pucynok 4.13 — Pe3ynbrary peryiroBaHHs 3BYKY T'paBLEM
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JleTami 1010 MIHIMAJIBHOI Ta PEKOMEHAOBAHOI KOHQIrypalii CepBEpHOTO

KOMIT F0Tepa MOXHa 3HalTH B Ta0ausx 4.1 ta 4.2.

Ta6mui 4.1 — MinimanbHa KOHQITyparis:

Tun pouecopa

32-po3psauuii (x86) abo 64-pospsaHuii (x64)

MPOLIECOp 3 TAKTOBOKO yacToToro 1.7 [T

O06’eM onepaTUBHOI Mam’sITi

1 I'b nnsa 32-po3psanoi cuctemu 1 2 I'b s 64-

pa3psIAHOL CUCTEMU

Micue Ha KOPCTKOMY JAUCKY

43 166Kb

OmnepariitHa cucrema

Bin Android 4.4 ta Buiie

Tabnuis 4.2 — PekomeHjoBaHa KOHQITyparis:

Tun nponecopa

32-po3psimanii (x86) abo 64-po3psgHuii (x64)

IIPOIIECOp 3 TAaKTOBOIO yacToToro 2.4 I'Tn

O06’em onepaTUBHOI NTaM 4TI

2 I'b nns 32-po3psianoi cucremu 1 4 I'b nnsa 64-

pa3psAaHOl CUCTEMU

Po3mip »opcTKOro TUcKy

43 166Kb

OmnepariitHa cuctema

Bepcist Android 9.0

4.3 BucHoBKH

VY derBeproMy po3aial Oylno TPOBEACHO TECTYBaHHS MOOUIBHOTO IFPOBOIO

noaTKy urytep rpu «Space confrontation». [IpoanamizoBano metonu TectyBanHs. byso

MePEeBIPEHO MIBUIKICTh BUKOHAHHS TIEPEXOAY 3 OJIHOTO irpOBOTO 1HTEpQEiCy B 1HIIUH,

Ta BC1 BXKJIMBI (DYHKI[IOHAJIbHI MOKIIMBOCTI I'PH, 3 OITUCOM iX pOOOTH 1 300pa’KEHHSIM B

3BITI.


http://windows.microsoft.com/ru-ru/windows7/products/features/64-bit-support
http://windows.microsoft.com/ru-ru/windows7/products/features/64-bit-support
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BHUCHOBKHA

VY GakanaBpcChKiil TUITIOMHINA PoOOTI Oyi0 po3pO0JIEHO METOJ] BUCOKOPIBHEBOTO
YCKIQAHEHHS TPU Ta TMOOYIOBAaHO MOJEIh POOOTH ITPOBOi CHUCTEMH 1 MOJETh
BHYTPIIIHBOT'O IrpOBOTO MarazuHy. Jljiss po3poOku Oysi0 BHUKOPUCTAHO CEPEIOBHUIIE
nporpamyBaHHsi Visual Studio 2019 Ta nporpamumii pymiit Unity 2D, Takox s
peainizaiii pacTpoBUX 300pa’keHb, SIKI BHKOPHUCTOBYBATUMYTHCS IJIsl Bi3yamizalii Ta
COPUMHSATTS TpaBIeM IrPOBOro Tpolecy, Oyiao BukopuctaHo mporpamy Adobe
Photoshop.

byno mpoanaii3oBaHO CTaH PO3BUTKY MOOUIBHUX 1rop. Po3riasiHyTo OCHOBHI
aHaJIOTH, BU3HAYEHO 1X OCOOJMBOCTI Ta HEIOJIKU 1 MPOBEACHO MOPIBHSHHS 3 BIACHUM
MPOTPAMHHUM TPOTYKTOM.

VY pesynbTari aHanizy oopanHo MoBHU nporpamyBaHHs C# Ta TEXHOJOTI, sIKI Ma€e
nporpamauil pymriit Unity mist rpadigHoro iHTepdeiicy.

VY pe3ynbTari BUKOHAHHS 0akajgaBpChKOi JUIIOMHOI poO0TH Oyi10 3p00JIeHO:

— pPO3p00JIEHO METOJ] BUCOKOPIBHEBOI'O YCKJIAACHHS TPU Ta yIOCKOHAJIEHO
HOTO 3 TOJIETIIIMM CTBOPEHHSIM HACTYITHUX PIBHIB;

- PO3p00JIEHO MOJIEb ITPOBOI CUCTEMU;

— PO3pO0JICHO MaHIMYISTUBHY CHCTEMY KepyBaHHS KOCMIHMM KpeicepoMm 3a
JIOTIOMOTOI0 CEHCOPHOT'O €KpaHy MOOLIBHOTO TeaedOoHY;

— CIPOEKTOBAHO  BHYTPIIIHIM  ITPOBMI  MarasuH [ TOJICTIICHHS
MPOXOJIPKEHHA IPU Ta HOTO PI3HOOPA3HUX MOMKIMBOCTEN I'PH;

— PO3p00JIEHO OCHOBHI MOAYJI IrPOBOTO AOAATKY;

— CIIPOEKTOBAHO 3PYYHHI KOPUCTYBAIIbKUI THTEPPEIiC;

— pO3p0o0JIeHO Ta yiockoHaneHo rpadiuni epekt, 00’ exkTu Ta mpudadu s
IrpOBOTO JI0JIATKY;

- HAJaHO MY3WYHE CYNpPOBOKCHHS IMiJI Yac TPU YU TIiJ] 9ac 3HAXOKCHHS B
irpoBoMy iHTep(eiic;

- po3pobiieHo MoOLIBHK( irpoBHil AoAaTOK «Space confrontationy;
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- MPOBEJICHO TECTYBAHHS B MIPOrPaMHOMY IrpOBOMY pyIIii Ta HA MOOUTBHUX
MPUCTPOSAX ITPOBOTO JOJATKY.

[lepen cTBOpEeHHSM MPOTPAMHOTO MPOAYKTY OyJI0 PO3pOOIEHO CXEMH 3aralbHOTO
aNropuT™My poOOTH J0JaTKy, OOpOoOKM BXIJIHMX Ta BHUXIJHMX JaHHX. Po3pobieHo
CTPYKTYpPY BHCOKOPIBHEBOTO YCKJIAJHEHHS TPU Ta aIrOpuTMiB poOOTH MOOITHHOTO
IrpOBOTO JTOJIATKY.

TectyBanHs mporpaMu JOBEJNO TOBHY IMpane3faTHICTb JaHOTO MOOIIBHOTO

IPOrpaMHOrO J10AATKa Ta BIAMOBIAHICTh NOCTABICHOMY TEXHIYHOMY 3aBJAHHIO.
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CIIMCOK BUKOPUCTAHUX JIXKEPEJI

1. Po3po6ka MobOinpHUX AonatkiB [EnekTponHuit pecypce] — Pexxum moctymy
no pecypey:  https://dan-it.com.ua/uk/blog/rozrobka-mobilnih-dodatkiv-vid-a-do-ja-
povnij-gajd/.

2. Boiitko B.B. OcobauBocti po3poOku  MoOutbHOI 1mytep rpu «SPACE
CONFRONTATION» / B.B. Boiitko, A. B. [lenucrok, O. B. I'aBpuniok, H. €. bapuyk,
J. C. B. Camapacinrxe // Marepianu BceykpalHCbkoi HayKOBO-TIPAKTUYHOI 1HTEPHET-
koH(pepenmii "Monoas B HayIli: MOCTIDKEHHS, mpobiemu, mepcrektuBu - 2022"
Cexkuis - [HpopmarliiiHi TEXHOJIOTII Ta KOMII ‘I0TepHa 1HXeHepis. [ EnekTponnuit pecypc]
— Pexum JIOCTYITY hi (o) pecypcey:
https://conferences.vntu.edu.ua/index.php/mn/mn2022/paper/viewFile/16192/13632.

3. TexHonorii po3poOku kKomir roTepHux irop [Enexkrponnuii pecypc] —
Pexxum  moctymy nmo  pecypey:  http://repository.kpi.kharkov.ua/bitstream/KhPI-
Press/37404/1/prohramy_2018 Tekhnolohii_rozrobky.pdf.

4, Mobile game [Enekrponnuii pecypc] — Pexkmm moctymy 1m0 pecypey:
https://www.wikiwand.com/en/Mobile_game.

5. Galaxy Shooter: Air Force War [Enektponnuii pecypc] — Pexxum moctymy
10 pecypcy:
https://play.google.com/store/apps/details?id=com.infinite.shooting.galaxy.attack&hl=r
u&gl=US.

6. Pirates Of Galaxy: Epic hunter [Enexkrponnuii pecypc| — Pexum noctymy
hi () pecypcy:
https://play.google.com/store/apps/details?id=com.juudoo.pirates.of.galaxy&hl=uk&gl=
US.

1. Sky Force 2014 [Enextponnwmii pecypc] — Pexum moctymy 10 pecypey:
https://play.google.com/store/apps/details?id=pl.idreams.skyforcend&hl=ru&gl=US .

8. Level Up!: The Guide to Great Video Game Design 1-¢ BugaHHs: HaBY.
noci6. / John Wiley & Sons — September 14, 2010. — 514 cr..
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Q. Software design [Emexkrponnuii pecypc] — Pexxum gocrtymy a0 pecypcy:
https://en.wikipedia.org/wiki/Software_design.

10. Level Up!: The Guide to Great Video Game Design 2-¢ BujaHHS: HaBY.
noci0. / John Wiley — April 28, 2014. — 560 c.

11. Epic Games [Enexrponnuii pecypc] — Pexum gocrymy 10 pecypcy:
https://en.wikipedia.org/wiki/Epic_Games.

12.  Sample [Enextponnuii pecypc] — Pexum pgoctymy g0 pecypey:
https://en.wikipedia.org/wiki/Sample.

13.  Non-player character [Enektponnuii pecypc] — Pexum nmoctymy 10
pecypcey: https://en.wikipedia.org/wiki/Non-player_character.

14. Mikpotpan3zakuis [Enxexkrponnuii pecypce] — Pexxum moctymy 1o pecypcy:
https://uk.upwiki.one/wiki/Microtransaction.

15. History of video games [Enektponnuii pecypc] — Pexum noctymy o
pecypey: https://en.wikipedia.org/wiki/History _of video_games .

16. Graphical user interface [Enexkrponnuii pecypc] — Pexum moctymy a0
pecypcy: https://en.wikipedia.org/wiki/Graphical_user_interface.

17. Raster graphics [Enextponnuii pecypc] — Pexum moctymy 10 pecypey:
https://en.wikipedia.org/wiki/Raster_graphics.

18. Raster graphics editor [Enektponnuii pecypc] — Pexum moctymy 10
pecypcy: https://en.wikipedia.org/wiki/Raster_graphics_editor.

19. Photoshop [Enextponnuii pecypc] — Pexum pocTymy [0 pecypcy:
https://www.adobe.com/ua/products/photoshop.html.

20. TecryBanHa MoOOUTbHUX JonatkiB [Enextponnuii pecypc] — Pexum
nocTymy 10 pecypcey: https://qalight.ua/baza-znaniy/testuvannya-mobilnih-dodatkiv/.

21. KepyBanns irpoBumu oO0'ektamu (GameObjects) 3a  10mOMOror0
KOMITIOHEHTIB  [Emektponnuit  pecypc] — Pexum nmoctymy 10 pecypey:

https://docs.unity3d.com/ru/530/Manual/ControllingGameObjectsComponents.html
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22. TOII 15 naiikpamux MOOUTBHHUX 1HCTPYMEHTIB TecTyBaHHs y 2021 pori
st Android Tta 10S [Enextponnmii pecypc] — Pexum pgoctymy 1o pecypcey:

https://uk.myservername.com/top-15-best-mobile-testing-tools-2021.



JIOJATKH
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Jonatok A — TexHiuHe 3aBIaHHS

MiHicTepCTBO OCBITH 1 HAyKU YKpaiHU
BinHUIBKHI HAITIOHATEHUN TEXHIYHUA YHIBEPCUTET

dakynbTeT 1HPOPMAIIHHUX TEXHOJIOT1M Ta KOMIT IOTEPHO1 1HXKeHepii

3ATBEPIXKXVYIO
1.T.H., npod. O. H. Pomantox

" 31 " OGepesnsa 2022 p.

TexHiuHe 3aBIaHHSA
Ha 0aKaJIaBpPCbKY IMILIOMHY po0oTy «Po3po0ka Mo0ijbHOI IyTEp IpH
«Space confrontation»»
3a creuiaJibHICTIO

121 — In:keHepiss NporpaMHoOro 3aée3nevyeHHs

KepiBHuk 6akanaBpChKOi JUTIIIOMHOT pOOOTH:
K.T.H., gom. JI.I. KateapHikoB

31 Gepesns 2022 p.

Bukonas:
ctyaeHt rp. 1I1I-19mc2 J1.C.B. Camapacinrxe
31 G6epesns 2022 p.

Binnuns — 2022 poxy
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1. HalimeHyBaHHS Ta rajy3b 3aCTOCYBAHHS
bakanaBpceka mumiomHa poborta: «Po3pobka moOUTEHOT TyTEep Tpu «Space
confrontation».

["airy3b 3acToCyBaHHS — ITPOBHUI MOO1THFHUH JTOJATOK.

2. IlincraBa nuist po3pooKm.
3aBnaHHs Ha PoOOTy, sKe 3aTBEp/KEHE Ha 3aciliaHHl Kadeapu MporpamMHOro

3a0e3nedeHHst — mpotokona Ne _12 Big «_7 » _mtororo 2022 p.

3. MeTa Ta Ipu3HAYEeHHS PO3POOKH.

[linBUIlIEHHS MOKJIMBOCTEH TpEHYBaHHs IIBUAKOCTI PEakKIlli Ta aJalTUBHOCTI
rpaBls 10 PiBHA IFPOBOI CTpATerii NIUIAXOM PO3pOOKHM Ta BUKOPUCTAHHS MOOIIBHOI
IFPOBOi CHUCTEMHU 3 IIMPOKUM (PYHKI[IOHAJIOM TIOCHJICHHS IOHITA 1 PO3BUHEHOIO
CUCTEMOIO aJalTUBHOTO PIBHEBOTO YCKJIAQJHEHHS TPH, IO JIO3BOJUTH pealli3yBaTH

IrPOBY CUCTEMY, OPIEHTOBAHY Ha PO3BUTOK KOHKPETHOTO KOPUCTYBaya.

4. Buxinni nani nis nposeaeans b/IP

1. Po3po0Oka MoOubHUX noAaTkiB [EnekrponHuil pecypc| — Pexxum moctymy 110
pecypcy:  https://dan-it.com.ua/uk/blog/rozrobka-mobilnih-dodatkiv-vid-a-do-
ja-povnij-gajd/.

2. Texuounorii po3pobku koM totepHux irop [Enexrponnuii pecypc] — Pexum
noctymy  jmo  pecypey:  http://repository.kpi.kharkov.ua/bitstream/KhPI-
Press/37404/1/prohramy_2018_Tekhnolohii_rozrobky.pdf.

3. Mobile game [Enektponnwmii pecypc] — Pexum moctymy nmo pecypcy:

https://www.wikiwand.com/en/Mobile_game.

5. TexHiuHi BUMOTH

JI71s1 CTBOpEHHS IrpOBO1 CUCTEMH HEOOX1THO:
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— pPO3pOOUTH METOJ BHUCOKOPIBHEBOTO YCKIIAJICHHS TPU Ta YIAOCKOHAIUTH
HO0ro aBTOMAaTH3aIlI€I0 TIOJIETTIIEHOTO CTBOPEHHS HACTYITHUX PIBHIB,

- PO3pOOUTH MOJIEIb ITPOBOI CUCTEMU;

- PO3pOOUTH MaHINMyJIATUBHY CHUCTEMY KEpyBaHHsS KOCMIHMM KpeicepoMm 3a
JIOTIOMOT'OX0 CEHCOPHOTO €KpaHy MOOLTHHOTO TeledoHy;

- CIIPOEKTYBATH BHYTPIIIHIM ITPOBUNA MaraswH JJis OCTAIlleHHS I1rPOBHX
FOHITIB,

- PO3pOOUTH OCHOBHI MOJTYJII IrPOBOTO JIOJATKY;

— CIIPOEKTYBATH 3PYYHHUI KOPUCTYBALIbKUH 1HTEpEIiC;

- po3po0OuTH Ta yJockoHAIUTU rpadiuHi edexTu, 00’ekTu Ta npudadu s
IrPOBOTO JI0JIATKY;

— HaJaTH MY3UYHE CYMPOBOJKEHHS MiJ 4ac IPU YM TiJ] Yac 3HAXO/KCHHS B
IrpoBOMY 1HTEp(eEiic;

- po3poOuTH MOOITBHMIA ITPOBHIA J0aTOK «Space confrontationy;

— IIPOBECTH TECTYBAHHS MOOUIHHOI TPU B MPOrPAMHOMY ITPOBOMY pyIIii Ta

Ha MOOUTBHUX TIPUCTPOSIX.

6. KOHCTPYKTHBHI BUMOTH.

KoHcTpyKIlisi TpUCTPOIO MOBMHHA BIANOBIJATH €CTETUYHUM Ta €PrOHOMIYHUM
BUMOTaM, TOBUHHA OyTH 3pYyYHOIO B OOCITYrOBYBaHHI Ta KEPYBaHHI.

['padiyna Ta TeKCTOBA TOKYMEHTAIll] TOBUHHA BIAMOBIAATH JIIFOYUM CTaHIapTam

Ykpainu.

7. Ilepenik TexHIYHOI NOKyMeHTAaWii, M0 Npex’ SIBJASAETHCH M0 3aKiHYEHHIO
pooir:

— MOSICHIOBAJIbHA 3aMKCKa A0 0akalaBpChKOi TUIIJIOMHOI POOOTH,

— TeXHIYHE 3aBJIaHHS;

— JIICTUHTY TTPOTPamMH.

8. Bumoru 10 piBHs1 yHidikaumii Ta cranxaprusaumii

[Tpu po3po0iii mporpamMHux 3aco0iB ciiia qoTpumyBaTucs yHigikarii1 JJCTVY.
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HNonatok b — IIpoTokoJ nepeBipku Ha mJariart

[TPOTOKOJI
INEPEBIPKU BAKAJTABPCHEKOI POGOTU
HA HASBHICTb TEKCTOBUX 3AIIO3MYEHb
Ha3zBa po6otu: Po3poOka MobinbHOT myTep rpu «Space confrontationy
Tun po6otu: BJIP

[Tinpo3zain : kadeapa nporpamuoro 3adesneueHns, @ITKI

HayxoBuii kepiBauk: Katenbnikos /l. 1.

OpuriHanbHICTD 92%

CXO0XICTh 8%

AHaJi3 3BiTy MOAiOHOCTI

m 3ano3u4eHHs, BUSABJICHi y po00Ti, 0popMiIeHi KOPEKTHO i He MiCTATH 03HAK ILIATIATY.
) BusiBneni y poOOTi 3alo3WyeHHs HE MalOTh O3HAK IulariaTy, aje iX HaJMipHa KUJIbKICTh
BUKJIMKA€ CYMHIBU IIOJO LIHHOCTI pOOOTH 1 BIJICYTHOCTI CaMOCTIMHOCTI ii aBTOpa. Pobory
HaIpaBUTH Ha JOONPAIIOBAHHS.

) BusiBneni y poOOTi 3a1i03u4eHHs € HeJI0OpOCOBICHUMHM 1 MarOTh O3HAKM ILUIariaty ta/abo B
HIl MICTSThCS HABMHUCHI CIOTBOPEHHSI TEKCTY, L0 BKa3ylOThb Ha CHpPOOM MPUXOBYBAHHS
HEJ0OPOCOBICHUX 3aI03UYCHb.

Oco06a, BiMIOBIIaJIbHA 32 TIEPEBIPKY UYepnorosuk I'. O.

O3HaifoMJieHI 3 TIOBHUM 3BITOM TOJIOHOCTI, KWW OyB 3reHEPOBAHHI CHCTEMOIO

Unicheck

ABTOp poboTH Camapacinrxe /[. C. B.

KepiBHuk podotu Karenphikos /1. L.




Honatoxk B — JlictuHr mporpamu

ITporpamuuii kox ckpumnta MainMenuController

using UnityEngine;

using UnityEngine.Ul;
using UnityEngine.SceneManagement;
public class MainMenuController : MonoBehaviour

{

}

[Header(*'Settings™)]

[SerializeField] private Button Settings;
[Space]

[Header("Settings for center Buttons™)]
[SerializeField] private Button PlayButton;
[SerializeField] private Button ShopButton;
[SerializeField] private Button ExitButton;

private void Start()

{
PlayButton.onClick.AddListener(Play);

ShopButton.onClick.AddListener(ShowShop);
ExitButton.onClick.AddListener(Exit);

}

private void Play()

{
Debug.Log("Play™);

SceneManager.LoadScene(PrefsKey.levelsceneName);

}

private void ShowShop()
{

}

private void Exit()
{

}
public void ClearSave()
{

}

SceneManager.LoadScene(PrefsKey.shopSceneName);

Application.Quit();

PlayerPrefs.Delete All();
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[Tporpamuuii koxa ckpumra MusicController
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;

[RequireComponent(typeof(AudioSource))]

public class MusicController : MonoBehaviour

{
[SerializeField] private AudioClip audioClip;

[SerializeField] private Slider slider;

private AudioSource audio;

private void OnValidate()

{
if(audio == null)
{
audio = GetComponent<AudioSource>();
}
}

private void Awake()

{

if (audio == null)

{

audio = GetComponent<AudioSource>();
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private void OnEnable()
{

audio.clip = audioClip;

audio.Play();
audio.volume = PlayerPrefs.GetFloat(PrefsKey.soundKey, 1f);
if(slider = null)
{
slider.value = audio.volume;
by

private void OnDisable()

{
audio.Stop();

public void Save(System.Single volume)

{

audio.volume = volume;

PlayerPrefs.SetFloat(PrefsKey.soundKey, volume);
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[Tporpamuuii koxa ckpunta BackgroundManager
using UnityEngine;
using UnityEngine.Ul;

public class BackgroundManager : MonoBehaviour

{

[SerializeField] private SpriteRenderer background;
[SerializeField] private Text text;

[SerializeField] private BackgroungVariant[] backgroungVariants;
[Space]

[SerializeField] private TopButtonsManager buttonsManager;

private BackgroungVariant current = new BackgroungVariant();

private void OnEnable()

{
buttonsManager.OnRegionChenged += ChangeBackgroundSprite;

private void OnDisable()

{
buttonsManager.OnRegionChenged -= ChangeBackgroundSprite;

private void ChangeBackgroundSprite(LevelRegion levelRegion)

{

if (current.region == levelRegion) return;
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foreach(BackgroungVariant backgroungVariant in backgroungVariants)

{

if (backgroungVariant.region == levelRegion)
{

current = backgroungVariant;
¥

background.sprite = current.backgroundSprite;

text.text = current.RegionName;

[System.Serializable]
public class BackgroungVariant
{
public LevelRegion region;
public string RegionName;

public Sprite backgroundSprite;

[Tporpamuuii kon ckpunta TopButtonsManager
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
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public class TopButtonsManager : MonoBehaviour

{

public event System.Action<LevelRegion> OnRegionChenged;

[SerializeField] private LevelRegion current;
[Space]
[SerializeField] private Button back;

[SerializeField] private Button next;

private void Awake()

{
Chek();
back.onClick.AddListener(MoveBack);
next.onClick.AddListener(MoveNext);
SetEvent();

public void MoveBack()

{
int value = (int)current - 1;
current = (LevelRegion)value;
Chek();
SetEvent();

public void MoveNext()
{
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int value = (int)current + 1;
current = (LevelRegion)value;
Chek();

SetEvent();

private void SetEvent()

{

OnRegionChenged?.Invoke(current);

private void Chek()
{

switch (current)
{
case LevelRegion.First:
back.gameObject.SetActive(false);
next.gameObject.SetActive(true);
break;
case LevelRegion.Second:
back.gameObject.SetActive(true);
next.gameObject.SetActive(true);
break;
case LevelRegion.Third:
next.gameObject.SetActive(false);
back.gameObject.SetActive(true);

break:
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[Iporpamunii kox ckpurra LevelManager
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public enum LevelRegion: byte

{
First =0,
Second =1,
Third =2

by

public class LevelManager : MonoBehaviour
{
[SerializeField] private LevelButton prefab;
[SerializeField] private Transform perent;
[Space]

[SerializeField] private TopButtonsManager buttonsManager;
private int levelsinRegion = 20;

private int startindex;

private int lastOpenedLevel = 1;

private List<LevelButton> levels = new List<LevelButton>();

private void OnEnable()



buttonsManager.OnRegionChenged += ChangeRegion;

private void OnDisable()

{
buttonsManager.OnRegionChenged -= ChangeRegion;

private void Awake()

{

CreatelLevels();

Activate();

private void Activate()

{
if (PlayerPrefs.HasKey(PrefsKey.nextLevel))
{
lastOpenedLevel = PlayerPrefs.GetInt(PrefsKey.nextLevel) + 1;
by
by

private void CreateLevels()

{

for (inti =0; i < levelsinRegion; i++)

{

LevelButton levelButton = Instantiate(prefab, perent);
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levelButton.SetLevelSettings(i, 0);
levels.Add(levelButton);

private void ChangeRegion(LevelRegion levelRegion)
{
startindex = ((int)levelRegion * 20) + 1,
ChangeLevelSettings();

private void ChangelLevelSettings()
{
for (inti=0; i < levels.Count; i++)
{
levels[i].SetLevelSettings(startindex++, lastOpenedLevel);

Debug.Log($"Last opened Level {lastOpenedLevel}");

[Mporpamuuii kox ckpurrta PlayerShipSettings
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class PlayerShipSettings : MonoBehaviour

{



[SerializeField] private int ID;
[SerializeField] private int Healthy;
[SerializeField] private int Shield;
[SerializeField] private int AttckDamage;
[SerializeField] private int AttckSpeed;

[SerializeField] private List<Sprite> ships;

[SerializeField] private SpriteRenderer shipVizual,
[SerializeField] private Player player;
[SerializeField] private PlayerShooting playerShooting;

[SerializeField] private PolygonCollider2D PolygonCollider2D;
private Rigidbody2D rigidbody2D;

private void Awake()

{
ID = PlayerPrefs.GetInt(PrefsKey.shiplDKey, 0);

Shield = PlayerPrefs.GetInt(PrefsKey.shipShieldKey, 50);
Healthy = PlayerPrefs.GetInt(PrefsKey.shipHealthyKey, 100);
AttckDamage = PlayerPrefs.GetInt(PrefsKey.shipDamageKey, 1);
AttckSpeed = PlayerPrefs.GetInt(PrefsKey.shipSpeedKey, 10);
Init();

private void Init()

{
shipVizual.sprite = SetShipSprite();
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player.health = Healthy;

player.shield = Shield;
playerShooting.AttackSpeed = AttckSpeed;
playerShooting.AttackDamage= AttckDamage,;

private void Start()

{
if (PolygonCollider2D == null) return;

for (int i = 0; i < PolygonCollider2D.pathCount; i++)

{
PolygonCollider2D.SetPath(i, new Vector2[0]);

¥
PolygonCollider2D.pathCount = shipVizual.sprite.GetPhysicsShapeCount();

List<Vector2> path = new List<Vector2>();
for (inti =0; i < PolygonCollider2D.pathCount; i++)
{
path.Clear();
shipVizual.sprite.GetPhysicsShape(i, path);
PolygonCollider2D.SetPath(i, path. ToArray());

private Sprite SetShipSprite()

{
return ships[ID];
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[Tporpamuwmii kox ckpurra Player
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;
using UnityEngine.Events;

using TMPro;

/Il <summary>
/Il This script defines which sprite the 'Player" uses and its health.

Il </summary>

public class Player : MonoBehaviour

{

public static Player instance;

public GameObject destructionFX;
public UnityEvent OnDestroy;

public int health;
private int currenthealth;
public int shield;

private int currentshield;



[SerializeField] private Slider liveSlider;

[SerializeField] private Slider shieldSlider;

[SerializeField] private TextMeshProUGUI healthText;
[SerializeField] private TextMeshProUGUI shieldText;

private void Awake()

{
if (instance == null)

instance = this;

private void Start()
{

currenthealth = health;
currentshield = shield;
ChangeLiveText();
ChangeShieldText();

public void ChangeLiveText()
{

healthText.text = currenthealth + "/" + health;

public void ChangeShieldText()
{
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shieldText.text = currentshield + "/" + shield;

private void LiveSliderValue(int value)

{

float newvalue = CanculateLiveSliderValue(value);

liveSlider.value = newvalue;

private void ShieldSliderValue(int value)

{

float newvalue = CanculateShieldSliderValue(value);

shieldSlider.value = newvalue;

//method for damage proceccing by 'Player’

public void GetDamage(int damage)
{

Destruction(damage);

public void GetTreatment(int treatment)

{

liveSlider.value += liveSlider.value + CanculateLiveSliderValue(treatment);

private float CanculateLiveSliderValue(int value)

{
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currenthealth -= value;

return ((currenthealth * 1f) / health);

private float CanculateShieldSliderValue(int value)

{

currentshield -= value;

return ((currentshield * 1f)/ shield);

/['Player's' destruction procedure

void Destruction(int damage)

{

Instantiate(destructionFX, transform.position, Quaternion.identity);

if(currentshield == 0)

{
LiveSliderValue(damage);

}

else if(currentshield < 0)

{
LiveSliderValue(Mathf.Abs(currentshield));

shieldSlider.value = currentshield = 0;

}

else

{
ShieldSliderValue(damage);

if (currentshield < 0)
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LiveSliderValue(Mathf.Abs(currentshield));

shieldSlider.value = currentshield = 0;

if (currenthealth < 0)

{
liveSlider.value = currenthealth = 0;
OnDestroy?.Invoke();
Destroy(gameQbiject);

[Mporpamunii kox ckpunra PlayerMoving
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

/Il <summary>

/// This script defines the borders of ‘Player’s” movement. Depending on the chosen
handling type, it moves the ‘Player’ together with the pointer.

Il </[summary>

[System.Serializable]

public class Borders

{

[Tooltip("offset from viewport borders for player's movement™)]
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public float minXOffset = 1.5f, maxXOffset = 1.5f, minYOffset = 1.5f, max Offset
= 1.5f;

[HidelnInspector] public float minX, maxX, minY, maxy;,

public class PlayerMoving : MonoBehaviour {

[Tooltip("offset from viewport borders for player's movement™)]
public Borders borders;
Camera mainCamera,;

bool controllsActive = true;

public float speed;
/lanpublic FixedJoystick fixedJoystick;
public Rigidbody2D rb2D;

public static PlayerMoving instance; //unique instance of the script for easy access to
the script

#if UNITY_EDITOR
public bool MoveByFingerOrMouse;
#endif

private void Awake()

{
if (instance == null)

instance = this;
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private void Start()
{
mainCamera = Camera.main;

ResizeBorders(); /[setting 'Player's'’ moving borders deending on
Viewport's size

}

/* public void FixedUpdate()
{

Vector3 direction = Vector3.forward * fixedJoystick.Vertical + Vector3.right *
fixedJoystick.Horizontal;

rb2D.AddForce(direction * speed * Time.fixedDeltaTime,
ForceMode2D.Impulse);

)

private void Update()

{

I#if UNITY_STANDALONE || UNITY_EDITOR  //if the current platform is not
mobile, setting mouse handling

if (Input.GetMouseButton(0)) //if mouse button was pressed

{
transform.position = Vector3.MoveTowards(transform.position,
mainCamera.ScreenToWorldPoint(Input.mousePosition), speed * Time.deltaTime);
¥
[#endif

#f UNITY_IOS || UNITY_ANDROID //if current platform is mobile,

if (Input.touchCount == 1) // if there is a touch
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Touch touch = Input.touches[0];

Vector3 touchPosition = mainCamera.ScreenToWorldPoint(touch.position);
//calculating touch position in the world space

touchPosition.z = transform.position.z;

transform.position = Vector3.MoveTowards(transform.position, touchPosition,
30 * Time.deltaTime);

}
#tendif

transform.position = new Vector3  //if 'Player' crossed the movement borders,
returning him back

(
Mathf.Clamp(transform.position.x, borders.minX, borders.maxX),

Mathf.Clamp(transform.position.y, borders.minY, borders.maxy),
0

//setting 'Player's' movement borders according to Viewport size and defined offset

void ResizeBorders()

{

borders.minX = mainCamera.ViewportToWorldPoint(Vector2.zero).x  +
borders.minXOffset;

borders.minY = mainCamera.ViewportToWorldPoint(Vector2.zero).y  +
borders.minY Offset;

borders.maxX
borders.maxXOffset;

mainCamera.ViewportToWorldPoint(Vector2.right).x -

borders.maxyY
borders.maxY Offset;

mainCamera.ViewportToWorldPoint(Vector2.up).y -
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[Tporpamuuii kox ckpunta PlayerShooting
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

using DG.Tweening;

/lguns objects in 'Player's' hierarchy
[System.Serializable]
public class Guns
{
public GameObject rightGun, leftGun, centralGun;

[HidelnlInspector] public ParticleSystem leftGunVFX, rightGunVFX,
centralGunVFX;

}

[System.Serializable]

public class Rockets

{
public GameObiject leftRocket, rightRocket;

[HidelnlInspector] public ParticleSystem leftRocketVFX, rightRocketVFX;

public class PlayerShooting : MonoBehaviour {
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[Tooltip(*shooting frequency. the higher the more frequent™)]
public float fireRate;

[Tooltip("projectile prefab™)]

public GameObject projectileObject;
[Tooltip(“current Lazer power")]
[Range(1,4)]  //change it if you wish
public int weaponPower = 1;
[Range(0.2f, 1f)]

private float resetLazerTime;

public Guns guns;

[Space]

public GameObiject projectileObjectRocket;
[Tooltip("current Rocket power")]
[Range(1, 2)]

public int RocketState = 1;
[SerializeField, Range(0.2f, 1f)]

private float resetRocketTime;

private float time;

private bool canRocketShooting = true;
public Rockets rockets;

/ltime for a new shot

[HidelnInspector] public float nextFire;

[HidelnlInspector] public int AttackSpeed;
[HidelnlInspector] public int AttackDamage;

[SerializeField] bool AutoShooting;
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[HidelnlInspector] public int maxweaponPower = 4;

public static PlayerShooting instance;

private void Awake()

{
if (instance == null)

instance = this;

private void Start()

{
guns.leftGunVFX = guns.leftGun.GetComponent<ParticleSystem>();

guns.rightGunVFX = guns.rightGun.GetComponent<ParticleSystem>();

guns.centralGunVFX = guns.centralGun.GetComponent<ParticleSystem>();

ChangeRocketSate(RocketState);

private void Update()
{

if (AutoShooting)
{

if (Time.time > nextFire)
{
MakeAShot();

nextFire = Time.time + 1 / fireRate;



}
MakeAShotRocket();

/* if (IcanRocketShooting)

{
time -= Time.deltaTime;
canRocketShooting = time < 0.01f;
}*
by

/Imethod for a shot
public void MakeAShot()

{
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switch (weaponPower) // according to weapon power 'pooling’ the defined anount
of projectiles, on the defined position, in the defined rotation

{

case 1:

CreateLazerShot(projectileObject,
Vector3.zero);

guns.centralGunVFX.Play();
break;
case 2:

CreateLazerShot(projectileObject,
Vector3.zero);

guns.leftGunVFX.Play();

CreateLazerShot(projectileObject,
Vector3.zero);

guns.rightGunVFX.Play();

guns.centralGun.transform.position,

guns.rightGun.transform.position,

guns.leftGun.transform.position,



break:
case 3:

CreateLazerShot(projectileObject,
Vector3.zero);

CreatelLazerShot(projectileObject,
Vector3(0, 0, -5));

guns.leftGunVFX.Play();

CreateLazerShot(projectileObject,
Vector3(0, 0, 5));

guns.rightGunVFX.Play();
break;
case 4:

CreateLazerShot(projectileObject,
Vector3.zero);

CreateLazerShot(projectileObject,
Vector3(0, 0, -5));

guns.leftGunVFX.Play();

CreateLazerShot(projectileObject,
Vector3(0, 0, 5));

guns.rightGunVFX.Play();

CreateLazerShot(projectileObject,
Vector3(0, 0, 15));

CreateLazerShot(projectileObject,
Vector3(0, 0, -15));

break;

public void MakeAShotRocket()
{
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guns.centralGun.transform.position,

guns.rightGun.transform.position, new

guns.leftGun.transform.position,  new

guns.centralGun.transform.position,

guns.rightGun.transform.position, new
guns.leftGun.transform.position,  new
guns.leftGun.transform.position,  new
guns.rightGun.transform.position, new



if (canRocketShooting)

return;

switch (RocketState)
{
case 1:
return;
case 2:

CreateRocketShot(projectileObjectRocket,
rockets.rightRocket.transform.position, Vector3.zero);

CreateRocketShot(projectileObjectRocket,
rockets.leftRocket.transform.position, Vector3.zero);

break:

time = resetRocketTime;

canRocketShooting = false;

public void ChangeRocketSate(int 1)
{
ifi==1)
{
rockets.leftRocket.SetActive(false);
rockets.rightRocket.SetActive(false);

return;
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rockets.leftRocket.SetActive(!rockets.leftRocket.activeSelf);
rockets.rightRocket.SetActive(!rockets.rightRocket.activeSelf);

RocketState = i;

void CreateLazerShot(GameObject lazer, Vector3 pos, Vector3 rot) //translating
‘pooled' lazer shot to the defined position in the defined rotation

{
GameObject Lazer = Instantiate(lazer, pos, Quaternion.Euler(rot));

SetParams(Lazer);

void CreateRocketShot(GameObject rocket, Vector3 pos, Vector3 rot) //translating
‘pooled' lazer shot to the defined position in the defined rotation

{

GameObject Rocket = Instantiate(rocket, pos, Quaternion.Euler(rot));

SetParams(Rocket);

void SetParams(GameObject obyj)
{

DirectMoving directMoving = obj.GetComponent<DirectMoving>();

Projectile projectile = obj.GetComponent<Projectile>();
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if(directMoving != null)

{
directMoving.speed = AttackSpeed;
¥
if(projectile !'=null)
{
projectile.damage = AttackDamage;
¥
¥
¥

[Mporpamuuii ko ckpunra GameSettingsController
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using TMPro;

using UnityEngine.SceneManagement;

public class GameSettingsController : MonoBehaviour

{

[SerializeField] private Canvas settingsCanvas;

[SerializeField] private Slider soundSlider;

[SerializeField] private Slider musicSlider;

[SerializeField] private GameObject finishPanel,
[SerializeField] private TextMeshProUGUI finaltext;



[SerializeField] private Button Ok;

[SerializeField] private Button restart;

private void Awake()

{

if(settingsCanvas.enabled == true)

{
HideSetting();

if (finishPanel.activeSelf)

{
finishPanel.SetActive(false);

public void ShowSettings()
{

settingsCanvas.enabled = true;

Time.timeScale = 0;

public void HideSetting()
{

settingsCanvas.enabled = false;

Time.timeScale = 1;
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public void Finish(bool win = true)
{
Ok.gameObject.SetActive(false);

restart.gameObject.SetActive(false);

finishPanel.SetActive(true);
if (win)
{
finaltext.text = "VICTORY™",
Ok.gameObject.SetActive(true);
by

else

{
finaltext.text = "You are Lose Try again™;
Ok.gameObject.SetActive(true);

restart.gameODbject.SetActive(true);

Ok.onClick.AddL.istener(delegate
SceneManager.LoadScene(PrefsKey.levelsceneName); });

restart.onClick.AddListener(delegate
SceneManager.LoadScene(PrefsKey.gameSceneName); });

[Tporpamuuii kox ckpunta ShopManager
using System.Collections;

using System.Collections.Generic;
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using UnityEngine;
using UnityEngine.Ul;
using TMPro;

using UnityEngine.SceneManagement;

public class ShopManager : MonoBehaviour
{
[Header(*'Data base Info")]
[SerializeField] private Datalnfo data;
[SerializeField] private Datalnfo.ShipInfo current;
private int selectShipID = 0;
private int curentShipID = 0;
[Space]
[Header(*'In Top Panel™)]
[SerializeField] private CoinManager coin;
[SerializeField] private Button back;
[Space]
[Header(*'In Center Panel™)]
[SerializeField] private Image shiplmage;
[SerializeField] private Button Left;
[SerializeField] private Button Right;
[Space]
[Header(""In Buttom Panel™)]
[SerializeField] private TextMeshProUGUI ShipNameText;
[SerializeField] private TextMeshProUGUI HealthyText;
[SerializeField] private TextMeshProUGUI ShieldText;
[SerializeField] private TextMeshProUGUI AttackSpeedText;
[SerializeField] private TextMeshProUGUI AttackDamageText;
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[SerializeField] private SelectButton selectButton;

private void Awake()

{
if (Left != null) Left.onClick.AddListener(LeftButton);
if (Right !=null) Right.onClick.AddListener(RightButton);
if (back !'=null) back.onClick.AddListener(GoToBack);

¥

private void Start()

{
if (PlayerPrefs.HasKey(PrefsKey.selectShipKey))

{
selectShiplD = PlayerPrefs.GetlInt(PrefsKey.selectShipKey, 0);
curentShipID = selectShipID;

}
SetShipSetting(curentShiplD);

private void SetShipSetting(int ID)

{
current = data.GetShipByID(ID);

shiplmage.sprite = current.Image;
ShipNameText.text = "Ship Name : " + current.Name;
HealthyText.text = current.Healthy + "/" + current.Healthy;

ShieldText.text = current.Shield + "/ + current.Shield;



129

AttackSpeedText.text = "Attack Speed " + current.AttackSpeed;

AttackDamageText.text = "Attack Damage " + current.AttackDamage;

selectButton.SetShipID(ID);

if (current.isBuyed)

{
selectButton.SetSelectedSettigs();

}

else

{

selectButton.SetBuySettings(current.Price);

private void LeftButton()

{
if (curentShipID == 0)
curentShipID = data.dataCount - 1;
else

curentShipID--;

SetShipSetting(curentShiplID);

private void RightButton()
{



130

if (curentShipID == data.dataCount - 1)
curentShipID = 0;
else

curentShiplD++;

SetShipSetting(curentShiplID);

private void GoToBack()
{

SceneManager.LoadScene(PrefsKey.menuSceneName);

[Tporpamumii kox ckpunra Datalnfo
using System.Collections.Generic;

using UnityEngine;

public class Datalnfo : MonoBehaviour

{
[SerializeField] private List<ShipInfo> allShips;
public int dataCount;

private void OnValidate()

{
for(int i = 0; i < allShips.Count; i++)

{
allShips[i].ID = i;



private void Start()

{
dataCount = allShips.Count;

public ShipInfo GetShipByID(int id)

{
Shipinfo ship = allShips.Find(x => x.ID == id);
if (!ship.isBuyed)

ship.isBuyed = PlayerPrefs.HasKey("Byed" + ship.ID);

return ship;

public void IsBuyed(int id)

{
Shipinfo ship = allShips.Find(x => x.ID == id);
PlayerPrefs.SetInt("Byed" + ship.ID, ship.Price);

[System.Serializable]
public class ShipInfo
{
public int ID;
public Sprite Image;

public string Name;
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public int Healthy;

public int Shield;

public int AttackDamage;
public int AttackSpeed,;
public int Price;

public bool isBuyed,;

[Iporpamuuii kox ckpunta \Wave
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using System;

/Il <summary>

/Il This script generates an enemy wave. It defines how many enemies will be emerging,
their speed and emerging interval.

/Il 1t also defines their shooting mode. It defines their moving path.
/Il </[summary>
[System.Serializable]
public class Shooting
{
[Range(0,100)]
[Tooltip("probability with which the ship of this wave will make a shot")]

public int shotChance;

[Tooltip("min and max time from the beginning of the path when the enemy can
make a shot")]
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public float shotTimeMin, shotTimeMax;

public class Wave : MonoBehaviour {

#region FIELDS
[Tooltip("Enemy's prefab™)]

public GameObject enemy;

[Tooltip("a number of enemies in the wave")]

public int count;

[Tooltip(“path passage speed™)]
public float speed;

[Tooltip(*time between emerging of the enemies in the wave")]

public float timeBetween;

[Tooltip(“points of the path. delete or add elements to the list if you want to change
the number of the points")]

public Transform[] pathPoints;

[Tooltip("whether 'Enemy’ rotates in path passage direction")]

public bool rotationByPath;

[Tooltip("if loop is activated, after completing the path 'Enemy' will return to the
starting point™)]

public bool Loop;
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[Tooltip(*“color of the path in the Editor")]
public Color pathColor = Color.yellow;
public Shooting shooting;

[Tooltip(*if testMode is marked the wave will be re-generated after 3 sec")]

public bool testMode;

public int OneEnemyCoins = 10;

#endregion

private void Start()

{
StartCoroutine(CreateEnemyWave());

IEnumerator CreateEnemyWave() //depending on chosed parameters generating
enemies and defining their parameters

{
for (inti = 0; i < count; i++)
{
GameObject newEnemy;
newEnemy = Instantiate(enemy, enemy.transform.position, Quaternion.identity);

FollowThePath followComponent =
newEnemy.GetComponent<FollowThePath>();

followComponent.path = pathPoints;
followComponent.speed = speed,;
followComponent.rotationByPath = rotationByPath;
followComponent.loop = Loop;

followComponent.SetPath();
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Enemy enemyComponent = newEnemy.GetComponent<Enemy>();
enemyComponent.shotChance = shooting.shotChance;
enemyComponent.shotTimeMin = shooting.shotTimeMin;
enemyComponent.shotTimeMax = shooting.shotTimeMax;
newEnemy.SetActive(true);

yield return new WaitForSeconds(timeBetween);

}

if (testMode) //if testMode is activated, waiting for 3 sec and re-generating the
wave

{

yield return new WaitForSeconds(3);
StartCoroutine(CreateEnemyWave());
by
else if ('Loop)
Destroy(gameObiject);

void OnDrawGizmos()

{
DrawPath(pathPoints);

void DrawPath(Transform[] path) //drawing the path in the Editor

{
Vector3[] pathPositions = new Vector3[path.Length];

for (inti=0; i < path.Length; i++)

{
pathPositions[i] = path[i].position;
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}

Vector3[] newPathPositions = CreatePoints(pathPositions);
Vector3 previosPositions = Interpolate(newPathPositions, 0);
Gizmaos.color = pathColor;
int SmoothAmount = path.Length * 20;
for (int1=1; i <= SmoothAmount; i++)
{
float t = (float)i / SmoothAmount;
Vector3 currentPositions = Interpolate(newPathPositions, t);
Gizmos.DrawL.ine(currentPositions, previosPositions);

previosPositions = currentPositions;

Vector3 Interpolate(\Vector3[] path, float t)
{
int numSections = path.Length - 3;
int currPt = Mathf.Min(Mathf.FloorTolnt(t * numSections), numSections - 1);
float u =t * numSections - currPt;
Vector3 a = path[currPt];
Vector3 b = path[currPt + 1];
Vector3 ¢ = path[currPt + 2];
Vector3 d = path[currPt + 3];

return 0.5f* ((ka+3f*b-3f*c+d)*(u*u*u)+(2f*a-5f*b+4f*c-d) *
(u*u)+(-a+c)*u+2f*h);

}

Vector3[] CreatePoints(Vector3[] path) //using interpolation method calculating the
path along the path points
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Vector3[] pathPositions;

Vector3[] newPathPos;

int dist = 2;

pathPositions = path;

newPathPos = new Vector3[pathPositions.Length + dist];
Array.Copy(pathPositions, 0, newPathPos, 1, pathPositions.Length);
newPathPos[0] = newPathPos[1] + (newPathPos[1] - newPathPos[2]);

newPathPos[newPathPos.Length - 1] = newPathPos[newPathPos.Length - 2] +
(newPathPos[newPathPos.Length - 2] - newPathPos[newPathPos.Length - 3]);

if (newPathPos[1] == newPathPos[newPathPos.Length - 2])

{
Vector3[] LoopSpline = new Vector3[newPathPos.Length];
Array.Copy(newPathPos, LoopSpline, newPathPos.Length);
LoopSpline[0] = LoopSpline[LoopSpline.Length - 3];
LoopSpline[LoopSpline.Length - 1] = LoopSpline[2];
newPathPos = new Vector3[LoopSpline.Length];
Array.Copy(LoopSpline, newPathPos, LoopSpline.Length);

b

return (newPathPos);

[Mporpamuuii kox ckpunra LevelBoss
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using DG.Tweening;
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public class LevelBoss : MonoBehaviour

{

public static event System.Action<int> OnHitEmemy;

#region FIELDS
[Tooltip("Health points in integer")]
public int health;

[Tooltip("Enemy's projectile prefab™)]
public GameObject Projectile;

[Tooltip("VFX prefab generating after destruction™)]
public GameObject destructionVFX;
public GameObject hitEffect;

[SerializeField] private float movingSpeed;
[SerializeField] private int Coins;

private Vector2 startPoint;

float currentAngle = Of;

[Range(1,3)]

[SerializeField] private float offsetParam;

/* [Range(0,100)]

[SerializeField] public int shotChance; //probability of 'Enemy's' shooting during tha
path

[SerializeField] public float shotTimeMin, shotTimeMax; //max and min time for
shooting from the beginning of the path*/

#endregion
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private void Start()
{

startPoint = transform.position;
/*
Invoke("ActivateShooting”, Random.Range(shotTimeMin, shotTimeMax));*/

//coroutine making a shot

/* void ActivateShooting()

{
if (Random.value < (float)shotChance / 100) //if random value
less than shot probability, making a shot
{
Instantiate(Projectile, gameObject.transform.position, Quaternion.identity);
b
b
*/

//method of getting damage for the 'Enemy’
public void GetDamage(int damage)
{

health -= damage;

/lreducing health for damage value, if health is less than 0, starting destruction
procedure

if (health <=0)
Destruction();
else

Instantiate(hitEffect, transform.position, Quaternion.identity, transform);
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/if 'Enemy' collides 'Player’, 'Player' gets the damage equal to projectile's damage
value

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.tag == "Player")
{
if (Projectile.GetComponent<Projectile>() = null)
Player.instance.GetDamage(Projectile.GetComponent<Projectile>().damage);
else
Player.instance.GetDamage(1);
by
by

//method of destroying the 'Enemy’

void Destruction()

{
Instantiate(destructionVVFX, transform.position, Quaternion.identity);
OnHitEmemy?.Invoke(Coins);

Destroy(gameQbiject);

private void BossMoving()
{
currentAngle += movingSpeed * Time.deltaTime;

Vector2 offset = new Vector2(Mathf.Sin(currentAngle), Mathf.Cos(currentAngle))
* offsetParam;

transform.position = startPoint + offset;



private void Update()

{
BossMoving();

[Tporpamuuii kox ckpunrta BossShhoting
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class BossShhoting : MonoBehaviour

{
[Tooltip("shooting frequency. the higher the more frequent")]
public float fireRate;

[Tooltip("projectile prefab™)]

public GameObiject projectileObject;
[Tooltip("current Lazer power")]
[Range(1,4)] //change it if you wish
public int weaponPower = 1;

[Range(0.2f, 1f)]

private float resetLazerTime;

public Guns guns;

[Space]

public GameObject projectileObjectRocket;

[Tooltip(“current Rocket power")]
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[Range(1, 2)]

public int RocketState = 1;
[SerializeField, Range(0.2f, 1f)]
private float resetRocketTime;

private float time;

private bool canRocketShooting = true;
public Rockets rockets;

/ltime for a new shot

[HidelnlInspector] public float nextFire;

[SerializeField] bool AutoShooting;

[HidelnlInspector] public int maxweaponPower = 4;

public static BossShhoting instance;

private void Awake()

{
if (instance == null)

instance = this;

private void Start()

{
guns.leftGunVFX = guns.leftGun.GetComponent<ParticleSystem>();

guns.rightGunVFX = guns.rightGun.GetComponent<ParticleSystem>();

guns.centralGunVFX = guns.centralGun.GetComponent<ParticleSystem>();

ChangeRocketSate(RocketState);



private void Update()
{

if (AutoShooting)
{

If (Time.time > nextFire)

{
MakeAShot();

nextFire = Time.time + 1 / fireRate;

}
MakeAShotRocket();

/Imethod for a shot
public void MakeAShot()

{
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switch (weaponPower) // according to weapon power ‘pooling' the defined anount

of projectiles, on the defined position, in the defined rotation

{

case 1:

CreatelLazerShot(projectileObject,
Vector3.zero);

guns.centralGunVFX.Play();
break;

case 2:

guns.centralGun.transform.position,



CreatelLazerShot(projectileObject,
Vector3.zero);

guns.leftGunVFX.Play();

CreatelLazerShot(projectileObject,
Vector3.zero);

guns.rightGunVFX.Play();
break;
case 3:

CreateLazerShot(projectileObject,
Vector3.zero);

CreateLazerShot(projectileObject,
Vector3(0, 0, -5));

guns.leftGunVFX.Play();

CreateLazerShot(projectileObject,
Vector3(0, 0, 5));

guns.rightGunVFX.Play();
break;
case 4:

CreateLazerShot(projectileObject,
Vector3.zero);

CreateLazerShot(projectileObiject,
Vector3(0, 0, -5));

guns.leftGunVFX.Play();

CreatelLazerShot(projectileObject,
Vector3(0, 0, 5));

guns.rightGunVFX.Play();

CreatelLazerShot(projectileObject,
Vector3(0, 0, 15));

CreatelLazerShot(projectileObject,
Vector3(0, 0, -15));

break:
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guns.rightGun.transform.position,

guns.leftGun.transform.position,

guns.centralGun.transform.position,

guns.rightGun.transform.position, new

guns.leftGun.transform.position,  new

guns.centralGun.transform.position,

guns.rightGun.transform.position, new
guns.leftGun.transform.position,  new
guns.leftGun.transform.position,  new
guns.rightGun.transform.position, new
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public void MakeAShotRocket()
{
if (canRocketShooting)

return;

switch (RocketState)
{
case 1:
return;
case 2:

CreateRocketShot(projectileObjectRocket,
rockets.rightRocket.transform.position, Vector3.zero);

CreateRocketShot(projectileObjectRocket,
rockets.leftRocket.transform.position, Vector3.zero);

break;

time = resetRocketTime;

canRocketShooting = false;

public void ChangeRocketSate(int 1)

{
if (i == 1)

{
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rockets.leftRocket.SetActive(false);
rockets.rightRocket.SetActive(false);

return;

if (i > 2)

rockets.leftRocket.SetActive(Irockets.leftRocket.activeSelf);
rockets.rightRocket.SetActive(!rockets.rightRocket.activeSelf);

RocketState = i;

void CreateLazerShot(GameObject lazer, Vector3 pos, Vector3 rot) //translating
‘pooled’ lazer shot to the defined position in the defined rotation

{
GameObject Lazer = Instantiate(lazer, pos, Quaternion.Euler(rot));

//SetParams(Lazer);

void CreateRocketShot(GameObject rocket, Vector3 pos, Vector3 rot) //translating
'pooled’ lazer shot to the defined position in the defined rotation

{

GameObject Rocket = Instantiate(rocket, pos, Quaternion.Euler(rot));
//SetParams(Rocket);
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Honarok I' — I'padiuna yactuna

I'PA®IYHA YACTHUHA
PO3POBKA MOBIJILHOI IIYTEP I'PU «SPACE CONFRONTATION»



Po3no06ka moGinbHol WyTED
Ipu uSpace confrontation )

HaykoBWI KepiBHUK:
KaTtenbHikos,.l.

Pucynok I'.1 — Ha3sa poGoTtu

Po3po6ka MmoOinbHOI lwyTep rpw
« Space confrontation»

MeTa - MigBULLEHHS MOXJIMBOCTEN TPEHYBaHHA LLUBWMAKOCTI peaKkLii Ta aganTWMBHOCTI rpaBLs
[0 piBHA irpoBoi cTpaTerii WasxoM po3pobKM Ta BUKOPUCTaHHSA MOBINLHOI irpoBoi cUcTeEMK 3
LUMPOKUM  PYHKLLIOHA/IOM  MOCMNEHHS  HOHITA | PO3BMHEHOK CWUCTEMOK  aJanTWBHOMO
PIBHEBOrO YCK/IaAHEHHS TPpW, L0 O03BOMNWTL peasisyBaTW irpoBy CUCTEMY, OPIEHTOBaHY Ha
PO3BMTOK KOHKPETHOrO KOPUCTYBa4a .

O6'eKT pocnigKeHHa - NpoLecu po3pobKKW NOorivYHUX irop A8 MOBINBHUX MPUCTPOIB .

MpegmeToM pocnigpkeHHa € 3acobu peanizauii MobinbHOI rpu, OpiEHTOBaHOI Ha TpPeHyBaHHSA
LUBMAKOCTI peaKL,ii KOpUCTYBa4a Yy MPOLECi NPUAHATTA TaKTUHHMX pilleHb.

MpaKTUYHA UiHHICTE OTPUMMaHMX pe3ynbTaTiB. [1pakTWM4Ha LUiHHICTE nonsrac y pospobui
irpoBoro popatky «Space confrontation», SKWH MOMXJIMBO BWKOPUCTOBYBaTW [OJ15 TpPeHyBaHHSA
LIBMOKOCTI peakL,ii KopucTyBada .
JOCTOBIpHICTE  TEOPETUMYHMX  MNONMOMEHb  NIATBEPAYKEHA  pe3ynbTaTamMM  TecTyBaHHA
po3pobieHOro irpoBoro [oAaTKy.

Pucynox I'.2 — Mera, 00’ €KT 1 mpeaMET TOCTIKSHHS
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Po3pobka mobinbHOI wytep rpm
«Space confrontation»

HayKOBa HOBU3HAX

< Mopganbworo po3BUTKY AicTaE MeTOH BUCOKOpPiBHEBOro
YCKNAaAHEHHA TPW, KWK, Ha BigMiHY Bij, iCHYHOUMX, 003BONSAE
afjanTUBHO MOCWU/IKIOBAaTU BOPOXKi IOHITM B irpoBMX pIiBHAX 3
ypaxyBaHHAM  npo¢deciMHMX MOMJ/IMBOCTEM  KOHKPETHOrO
KOPMUCTYBa4a, WO A03BOSIMTL NigNalITYBaTM 3POCTaHHA pPiBHA
CKNAagHOCTI pU  ANa  TPeHyBaHHA  LWBMOKOCTI  peakuii
KOpMCTYBaya.

% 2. MNopanbworo po3BUTKY AicTana Mofenb irpoBoi CUCTEMM, L0,
Ha BigMiHY Bijg, IiCHyW4YMX, OpiEHTOBaHa Ha apanTHMBHE
BUCOKODiBHEBE YCKNQAHEHHA TIpW, WO [O3BONAE irpoBOMY
CepefoBULLY CTBOPUTM KOMGOPTHI YMOBM TpEHiHry ans
KOHKPETHOIo KOPUCTYBaYa.

Pucynok I'.3 — HaykoBa HOBH3HA

JaBAanHafakanaspchKopmunnoMmHono6oTH

< aHani3 oco61MBoCTEl PO3BUTKY MOBINIbLHUX iIrPOBMUX Nporpam Ta
NOCTaHOBKa3aja4 A0CNiO)XXEHHS

< po3pobKa meToay, Moaeni i anropuTMiB pob6oTN MOBGINBHHOT ;—L?—
rpu; 4

< nporpamHapeanisauis MobiIbHOro irpoBoro A,04aTKy; K

& TeCTyBaHHA4OAATKY. ™ -

Pucynok I'.4 — 3anaui 6akaiaBpChbKOi TUIIIOMHOT poOOTH
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Galaxy Shooter: Air Force War MipatufanakTuku

[ al

1

ads

Sky Force 2014

Pucynok I'.5 — Ananoru

Pe3ynbTaTi MNOPIBHANBHOIO AaHaANI3y aHanoris

DyHKLIT Galaxy Shooter: Air Miparn Sky Force Space

Force War FanakTukn 2014 confrontation

Cuctema _ + _ +
BHYT puirpoBoro
marasuHy
ApanTauis Ta
YHiKankHICTE
GoloBux

MOXIMBOCT €A

PizHi BWOW BOPOXMX
IOHUTIB Ta irpoBux
Gocie

IHTYiTUBHO
3pO3yMinuin
iHTepdeiic
KopUCTyBaua

€ peknama

Pucynok I'.6 — Pe3ynbTaTi mopiBHSUIBHOTO aHalli3y aHAJIOTB
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METO/ BHCOKOPIBHEBOIO YVCKNAAHEHHA IPH

1. IlouaTokirpoBore npomuecy, 1 11eaIbHOTOIIPOX0 I eHHATPABLIO ITOTP1GHONPoXoANTH piBHi 3 100% 3amacoM s HTTA Ta Ginbie 0% R
3aracy 3axXHCHOTO IOJIs, KO K Ha 2 3ipki To rpaseik matume 100% sxuTrs Ta Mmerure 0% 3aXHCHOTO MO

1. InimianizanisirpoBHX oTHHANL cepelHBOTO THIY

2. SIkmo rpaBeub 3 JerKicTiO OPOHINOB 5 nepmnx piBHIB, TO HOMY HAJAKOTHCS HACTYIHI 5 PiBHIB 3 BayKKHMH IOHITAMH, 10 MAaTHMYTb 0i1bmii

XapaKTEPHCTHKH KUTTA, CHIH MOLIKOKEHHS 10 Tpasiio. SIKmo K rpapellb He 3MiT NpoHTH Bei mepimi 5 piBHIB Ha BiIMiHHO, TO HOMY HalalThes

HACTYIIHI II" T JIETKHX PiBHIB IS MOKPAIICHHA HABHYOK.

3. Ininianizanismerkoro Tuny irpoBHx piBHiB

4. ﬂl\'lllﬂ I'paBellb Hporpas, 4H TO BasK KHit ]JiBCHl: UH .'ICI‘](MI‘»’I, 'I‘D,Lli rpaBOl0 HATA€TBCH l\iO)ﬂJIHBin ]ICPC]‘/‘ITM B il'pUBﬂ]‘;I MarasuH, s Ky[liﬂlli HOBHX

KpeiicepiB, 10 MaloTk GBIl XapaKTepUCTUKH, ¥ pa3i MPOX0IxKCHHATAKIX PIBHIBIPABLIO HAAETLCS PIBEHD 3 Gocom

5. I'paBens mMo:kenpuadaTn HoBimHil Kpeiicep

6. IniniagizanissaxKoro THNy irpoBnx piBHiB

7. I'paBmo HaAA€ThLes piBensb 3 Gocom

8. Skmo rpaBeus He HPOIiIIOB piBeHb 3 G0CoM, TO [fOMY HAaZA€TheA MOKIHBICTBIPHAGATH B IrpOBOMYMArasiHi HOBHII Kpeiicep, y 1HIIOMY BUIAAKY

BIH CJIJIy € HACTY THHM TIPHTOJTaM

9. fikmo rpaBent NpoiimoB Bei ToaaTKoBiYCKIaHeHi PiBHI, TO BiH 3aKiHUY€ TPy i3 3a/I0BOTEHHAM | HA BIIMIHHOTIO 3 3ipKH KO HHIL i3 piBHIR

10 InigiaxizanisirpoBux 10HATIB yeix THoy piBHiB (+50% K XAPAKTEPHCTHRAM CYIPOTHBHHKA)

Pucynox I'.7 — MeToj BUCOKOPIBHEBOTO YCKJIaAHEHHS TPU

bJIOK -CXEMA
ANTOPHTMY METOAY
BHCOKOPIBHEBOIO
VYCKNAQHEHHA I'PH

Pucynok I'.8 — biok-cxema anroputmy MeToAy BUCOKOPIBHEBOTO YCKIIQHEHHS I'pU
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MOAEN b ITPOBOTO NPOLECY

g
Level Scene
v : v
level Controler ’ Backgrounds
) — } ——
Enemy Waves Planets Bonus Nebula Stars
l v l Background Background
Size, Si:o, Timer,
Wave Prefabs Prefabs
3

Enemy,

Count,

Speed

Time between
Path Poimts
One Enemy Coins
Pucynox I'.9 — Mogens irpoBoro mporiecy
PospoO6ka mopeni BHYTPIWHLOIO IIPOBOIO
Marasvuny e
Coins Level Scene
Shop
}
Player ship
v

Health

Shield

Speed

Weapon Power
Guns

Roket State

Reset Rocket Time

Pucynok I'.10 — Po3po6ka Mojies1i BHYTPIILIHBOTO IrPOBOIO MarasuHy



Anroputm poGoTH MoGinbHore irpoBore
AOAATKY i

TEGTVBAHHA
ROAATRY

Pucynok I'.12 — TectyBaHHs 10AaTKy




TecTyBaHHA
TonoBoro
MCHIO IDU

Pucynox I'.13 — TectyBanus ['onoBoro MeHto rpu

&-

TECTYBAHHAD €3YNbTaTy [GESSTEELIC
HATUCKAHHA KHONMKMU ; X
upiBHa <1x1l :

®
X
b1

Pucynok I'.14 — TectyBaHHS pe3y/bTaTy HAaTUCKaHHS KHOMKHU «piBHS 1»
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TeCTYBAaHHA DNE3YNbTaTH
NOKNOKOBOIO
NNOXOAXKEHHA «piBHA T

TecTyBaHHA
ne3ynbrart
nporpaiuy rpaBsiA

You are Lose

Try again ’

J
Restart

Pucynok I'.16 — TectyBaHHS pe3yibTaT Mporpairy rpaBiis
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Time : 72

Teervna“ “ﬂ Score : 2540
NE3YNbTAT NEPEeMOrn
rpasuA

Pucynox I'.17 — TecTyBaHHS pe3yJbTaT MEPEMOTH TPABIIS

€

TecTyBaHHA
Ne3ynbTaty nporpecy
NNOXOAKCHHA IPaBLA adnle **ﬁ X

1' 2 | .
d B9

RAGNER ENS DARK;b

X

§ X0
X XiX
e >

Pucynok I'.18 — TectyBaHHs pe3yabTaTy Iporpecy nNpoxXoKeHHs rpaBLs



TecTyBaHua
pe3ynbrTary

TecTyBaHHA
pe3ynbTaty naysu

A
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Level 2
L gjoonco Qi

»Idk G
!%ll.' | I

4

8| Pmpet | 8op
¢ M '.";"\' Wge Ii
Wt P

Sound
»
Play

Pucynox I'.20 — TecTyBaHHS pe3ysbTaTy nays3u rpu



TecTyBaHua

ne3ynbTaty Kynisni B
Marasvii rpasuem

Pucynox I'.21 — TecTyBaHHs pe3yJbTaTy KyIiBJl B Mara3uHi rpaBlieM Kpencepy

TecTyBaHua
pe3ynbrTary

Pucynox I'.22 — TectyBaHHS pe3ynbTaTy BUOOPY rpaBlieM Kpeicepy B Mara3uHi

Ship Name : Riker

CEUGY
L 125/125

Shield
D] 70/70

Attack Speed 20
Attack Damage 2

SELECT

Ship Name : Riker

Healthy
125/125

Shield
70/70

Attack Speed 20
Attack Damage 2

)
PRICE - 5000 |

Ship Name : Riker

Healthy
L 4 125/125

Shield
O 70/70

Attack Speed 20
Attack Damage 2

SELECTED |
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Time : 54
Score : 2720

TecTyBaHHA
Ne3ynbTaty
OTDMMAHD
NiAHATTA DIBHA
KpeKceny
INaBuUem

Pucynox I'.23 — TecTyBaHHS pe3yJibTaTy OTPMMaHb IMITHATTS PiBHSI Kpeiicepy rpaBlieM

TecTyBaHHA
ne3ynbrarty
NeryinioBaHna
3BYRY IpaBlieM

Pucynok I'.24 — TectyBaHHS pe3yJIbTaTy peTyJIIOBaHHS 3BYKY I'PaBIEM



Y 6aKanaBpCbKiNaMNIoMHil po6oTi 6yno 3po6ieHo

*,
o

'’

po3poH1EHO METO/], BUCOKOPIBHEBOIOYCKIAEHHA PY Ta YAOCKOHANEHO MOT0 3 MOJIerunMM
CTBOPEHHSIMHACTYMNHMXPIBHIB;

po3po61eHoMoJesb irpoBOi CUCTEMM;

po3poHIEHO MaHINYNATUBHY CUCTEMY KEpyBaHHA KOCMIHMM KpeicepoM 3a [O0rMoMOrow
CeHcopHoroekpaHy MobinbHoroTenedony;

CMPOEKTOBAHO BHYTPILLHIN IrPOBMMA MarasyvH Aaa NoJerieHHsa NpoXopKeHHA rpyu Ta Moro
Pi3HO6PA3HUXMOMTUBOCTEN IPU;

po3po61eHo0CHOBHIMOAYNI iFrPOBOIro A0AATKY;

CMpPOEKTOBAHO3PYYHWIM KOPUCTYBaLbKUUIHTEpdeNcC;

po3pobneHo Ta yOoCKoHaneHo rpadivHi edpekT, 0b6’ekTM Ta npudabu Ona irposoro
AO0AaTKY;

HaJaHO My3M4HE CYMNPOBOMXKEHHA Mif, 4Yac rpW YW Mif Yac 3HaXOOXKEHHA B irpOBOMY
iHTepdeinck

po3pobneHomMobinkHUirpoBuinaoaaTok «Spaceconfrontations;

NMPOBeJEHO TEeCTYBaHHA B MPOrpaMHOMY irpoBOMYy pyLlii Ta Ha MOBINbHUX NMPUCTPOAX
irpOBOro A0AATKY.

Pucynox I'.25 — BucHoBKHM

AnpoGauii pesynbTaty

2,

% OcHOBHI nonoXeHHa  GakanaBpCbkoi  AWMAIOMHOI  poboTW  pgonosiganuca  Ta
obroeoptoBanunca Ha BceykpaiHCbKil  HayKOBO -TexHiYHiM KoHpepeHuii «Monoagb B
Hayui: gocnigkeHHs, npobsaemu, nepcrnektmsn (MH-2022). Cekuia |HdopmaLiiHi
TEXHOJI0TIT Ta KOMM'IOTEPHA IHXKEHEPIA ».

< Bontko B.B. OcobrmeocTi  po3pobku mobineHoi  wyTtep rpn  «SPACE
CONFRONTATION» / B.B. Bontko, A. B. [lenuciok, O. B. Maepuniok, H. €. Bapuyk, [.
C. B. Camapacinrxe // Matepiann BceykpaiHCbKOI HayKOBO-NPaKTMYHOI iHTEpPHET -
KoHdpepeHUuii "Monoab B Hayui: gocnigXeHHs , npo@nemn , nepcnektuen - 2022", Cekuis
- lHdopmauiiHi  TexHomnorii Ta Komn'toTepHa iHxeHepis . [EnekTpoHHMA pecypc] — Pexum
Aoctyny no pecypcy:
https://conferences .wtu .edu.ua/index .php/mn/mn 2022 /paper/viewFile/ 16192 /13632

Pucynox I'.26 — Anpo0artii Ta myOmikarrii

o
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